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EuxaplioTieg

©a 16eAa va uxapICTHOW TNV OIKOYEVEIQ JOU YIa OAQ auTd TTou udBave Kal TNV
UTTOOTAPIEN TTOU pou €xouv dwocel. ETriong, Ba ABeAa va euxapioTHOW TOUG
@iloug pou Kwvotavtiva Avdpéou, AAikn Mewpyiou kai MauAog MaBpinAidng yia
TNV BoRB<ia TTou pou dwaoav yia TNV TeAEloTToinon Tou project. Kai Tov Avopéa

ApIoTEidOU TTOU PE BonBnoe yia TNV 1I0aywyr KIVACEWY OTO XAPOKTAPA HOU.



MepiAnyn

To Something Ancient is Backed €ival éva traixvidl yayeipikig Tou 0TOX0G TOU
gival 0 XpNoTtng va pader dIAPOoPEG CUVTAYEG, ATTO TToId UAIKA aTTOTEAEITAI N KABE
Mia Kal JEow Tou TTaiXvi®IoU va avaTTTUEEl TIG JAYEIPIKEG TOU IKAVOTNTEG Kal OThV
TTPayMaTIKA Cwr).

To Traixvidl autd avrikel otnv Katnyopia Twv «Maixvidiwv Ekuddnong» kai
d1a0KEDAONG.

Eivar xmiopyévo oe¢ Tpiodidotaro  TrepIBaAlov (3D Environment) ToOu
TTpoypduuaTog avamrtuéng Traixvidiwv Unity 3D, cival @miayuévo yia windows
form yxpnoigotmoliwvtag TN YAWOOO TTPOypauuaTiIoONoUl C#  péow  TOu
TTpoypduuartog Visual Studio 2017.

210 Something Ancient is Backed o xpnotng Ba Ttpémel va kaBodnyei Tov
EIKOVIKO PAYEIPa TTOU UTTAPXEI OTO TTauxVidl Kal YE TN XPHon Tou TTovTIKIoU Ba
EMAEYEl T UNIKG TTOU XPEIAZETAI VIO VO EKTEAETEI TN oUVTAYK) TTOU £XEI ETTIAEXOEI.
Kard 1 didpkeia Tou Traixvidlou OAa Ta QVTIKEIUEVA TTOU Ba €xel €TTIAECEI O
xprnong Ba utraivouv oTo inventory kal ammd €kei Ba emmAEyovTal ¢ava yia va

EKTEAEOTEI N ouvTayn.
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KegpdAaio 1

Eicaywyn

1.1 Ti€ival Ta EKTTAIOEUTIKA TTAIXVidIQ;
1.2 ExmmaideuTikd TTaiyvidia kar Wneiakn TexvoAoyia
1.3 XapakTnpeIioTIK& TwV Yn@IaKwV Kal EKTTAIBEUTIKWYV TTAIXVISIWV

1.4 EKTTQIBEUTIKA TTaIXVIdIO YAYEIPIKAG

A W N DN P

1.4.1 KivnTpo yia dnuioupyia VoG Payeipikou Traixvidiou

1.1 Ti gival Ta EKTTAISEUTIKA T VidIQ;

‘Eva ekTTaideuTiKO  TTaXvidl Bewpeital TO OTTOIOOATIOTE TTaIXVIOI TTOU  €XEI
oxedlaoTei Kal €xel TpoTTOTTOINGEI €18IKA yIa va BI0AEEI TOUuG avBpwTToug éva
OUYKeKPIYEVO BEua. Méoa aTrd €va eKTTAIBEUTIKO TTaIXVidI, OI XPAOTEG UTTOPOUV
va avoTtoéouv Kal va €§O0KACOUV OUYKEKPIPEVEG OEEIOTNTEG, WE TPOTTO
€UXApIOTO Kal dnuIoUPYIKO. Ta eKTTAIBEUTIKA TTaixVvidia atreubuvovTal o€ OAEG
TIG NAIKIEG KaI TO TTEPIEXOPEVO TOUG UTTOPEI va KAAUTITEI HEYAAO @Aoua BepdTwy
TA OTTOIa AVTATTIOKPIVOVTOI OTIG TTPOCBOKIEG TOU KABe xproTn, avaloya pe TO

MaBnolakd B€ua TO OTToi0 AvaTTTUCCETAl JETO ATTO QUTO.

Eikéva 1.1: Katrola ektraideuTikd TTaixvidia



1.2 ExmaideuTika mraixvidia kai Wneiakni TexvoAoyia

Ta ekTaIdeUTIKA TTaIXVidIa €Xouv €geAXBei OTO TTEPACHA TOU XPOVOU Kal N
TEXVOAOYIa £xel TTPOKAAETEI 00BAPEG AAAAYEG OTO TPOTTO EKMABNONG .

Ta ekTaudeuTIKA TTaIXVIOIA, TTAEOV aKOAOUBOUV Tn doJN €vOG TUTTIKOU Wn@IaKoU
TTaIXVIBIOU, TO OTT0I0 OuVABWG E€ival TUTTOU TTEPITTETEIAG, TPOTTOTTOILVTAG TO
OEVAPIO Kal TNV €GENIEN TNG I0TOPIAG UE TIG TTANPOPOPIES TTOU ATTAITOUVTAI VIO TN
avakTnon mg yvwong i Twv deCIoTTWY TToU 0 dNIoUpyog BEAEI 0 xprioTnG va

QTTOKTAOEL.

1.3 XapaKTNPIOTIKA TWV YNPIOKWYV KAl EKTTAIOEUTIKWY TTaIXVISIWV

o EuxapioTtouv kai diaockeddlouv Tov XprnoTn

o [lapéxouv Evraon Kal evepyn aTTaoxoAnon

o AlaBETouv dopunuévo TrepIBGAAOV

e [lapéxouv KivnTpa oTOV XPAOTN

e O1 TTaikTEG £X0OUV TN dUVATOTNTA Va aGAANAoETIOPOUV

e [lpoocappolovTal, WOTE VA IKAVOTTOIOUV TOV TTAIKTN

e AnuioupyoUv KATOOTACEIG VIKNG KAl €VIOXUOUV TNV AUTOTTETTOIONON TOU
TTAIKTN

e Mécoa atmd kartaoTtdoelg avriBéoewv, OIANPUATWY Kal TTPOKAACEWV
aveBadouv Tnv adpevalivn

e EvioxUouv Tn dnuIoupyIKOTATA TTPOCYPEPOVTAG TIPORARUATA TTPOG AUCN

e EvBappUvouv Tnv E€TMKOIVWVIO MPETALU TWV TIAIKTWY KAl T oUoTaOoN
KOIVWVIKWYV OUAGdWV

e [lpokahoUv ocuvaicBnpara Péow TOUu Oevapiou Kal Tou TTEPIBAAAOVTOG
epyaaciog

e [lapdyouv atroTeAéOPOTA KOl TTAPEXOUV  EVNUEPWON, TTPOKAAWVTAG
HaBnon



1.4 EkmaideuTikd Trauyvidia e Baon Tn HAYEIPIKNA

H payeipiki gival pgia kabnuepivy acxoAia Tou avBpwTTou Kail yI' autd UTTAPXEI
évtova n avaykn yia avdmTuén tg o€ OAoug Toug Topeic.  Ta Traixvidia
MayelpikKAG €ival évag TTOAU KAAOG Kal EUKOAOG TPOTTOG eKUAONONG MAYEIPIKWY

OE&IOTATWYV KOl CUVTAYWY Kal yI' auTo gival TTOAU dladedouéva ava Tn TTayKOoIa

__‘:1 Love cooking? Be a chef now!! =

Eikova 1.2: Maiyvidl yayeipikng
Eikova 1.3: MNaiyvidl payeipikig 2



1.4.1 Kivntpo yia Tn dnuioupyia evog payeipikoU Traixvidiou

MeTd amd €peuva KATOA)YOUUE OTO CUUTTEPOACHA TO TTEPICOOTEPA TTAIXVidIX
MOYEIPIKAG TTOU UTTAPXOUV ONUEPQ OTNV ayopd Kai acxoAouvral PE TNV
EKMAONON payelpikwy ouvtaywyv eivalr diodidoTtata. MNa Tov Adyo autd
dnuIoupyeiTal N avaykn yia PJEAETN Kal uAoTroinon €vog TTapOuoIou TTaiXVvidiou
oTIg TpIG dlaoTdoelg. Me Tnv €EENIEN TNG TexvoAoyiag kal pe Bdaon Ta dedopéva
TTOU UTTAPXOUV OTA ONUEPIVA EKTTAIOEUTIKA TTaIXVIdIA, OI TTPOCOOKIES TOU XPHoTN
000 a@opd 1o TTEPIBAAAOVTAI TNV TTOIOTNTA TOU TTaIXVIOIOU €XOUV Yivel TTOAN TTIO
armatnTIKES. Ta 10 Adyw auTd, n PETATPOTIH £VOG dn UTTapXwv d10dIACTATOU
Taixvidlou o€ TPIoOIAOTATO TTAPEXEI OTO XPNOTN MIa TIO  KAIVOTOUQ  Kal

PEQAIOTIKI) EUTTEIQION PE TO TTAUXVIOI.

Eikéva 1.4: Ao 2D og 3D



KEDAAAIO 2

Meprypaen Maixvidiov

2.1 Mepiypagn Tou TTAIXVIOIOU
2.2 XKOTTOG TOU TTaiXVIdIou
2.3 TpoTtror AgioAdynong

2.4 AuokoAieg TTaixvidiou

2.5 Tarti eméAega 10 “Something Ancient is Baked”;
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2.6 HAikiakr) KAipaka XpnoTtwv

2.1 Meprypa®n Tou TTaIXVISIOU

210 TraIxVvidl étmou €xw OnuIoupynAoEl, 0 XpPNoTnG Ba TrepInyeiTal apyikd oTnv
armofnkn omou Ba TpETrel va €mAECEl py€oa atrd Ta didpopa UAIKA TTou
BpiokovTal €kei yia va akoAouBrioel Tnv ouvtayrp Tou @ayntou TTou Ba Tou
avagépeTal otV apxn kKaBe otadiou. Otav Ba éxel emAEEEl OAa Ta UNIKA TNG
ouvTayAg T0TE Ba PTTopEl va &€&l TN ouvTayr Tou @ayntou OTToU Ba eKTEAECEI
TTaTWVTAG T0 «W». ETTioNG, 6a eppavioTouv ota O£gIA Kal 0Ta aploTePA didpopa
gIkovidla Ta otroia Ba Tov BonBrijcouv OTNV €KTEAECN MEPIKWY KIVIIOEWV TOU
MAyEIPa yIO VO PTTOPECEl va dnuIoupyroel Ta TEAIKA UAIKA Kal va @TAcEl OTO
{nToupevo atrotéAeopa. KaBuwg Ba ekteAei o xprioTng Ta otddia, 6a utropei va
TTapakoAoubnoel TN ouvTay Kal Ta oTadla Ta otroia Ba €xel ekTEAEoEl Ba
aAAGCouv xpwua yia va yvwpicel 0Tl EXEl TEAEIWOEI Ta CUYKEKPINEVA oTAdIa. [a
TNV €KTEAEON TWV IBIKWV KIVACEWV TOou HAyeipa Ba TTPETTEI va IKavoTToinBouv
MEPIKES TTPOdIaYPAPES Kal Ba TTPETTEI va €TTIAECEI OTO XWPO TNG Koudivag o€ TTIo
avTIKeEigeVo Ba BEAEl va ekTEAeOTOUV. Me auTtd TOV TPOTTO O XPOTNG Ba Pabel TN
owoTh dladikaacia yia Tn KAbe diepyaaia.



2.2 ZKOTTOGg TOU Traixvidiou

O xpNnoTtng uTTopEi va VIKACElI EUKOAO TO TraixVidl yiaTi av KAvel TEooepa Adon
oTnNV €TTIAOYK, TO UNIKA TTOU TOU AUTTOVTAI YIA TNV EKTEAECN TNG ouvTaynG 6a Tou
EMQAVIOTOUV OTN KOTaypa@r Twv eUTTOpeUddTwy. ETTiong, o1 eKTEAEOEIC TTOU
TTPETTEl va KAvEl O XPnRoTng via va PonBrijoouv Tov pAyelpa va KAvel TIG

ATTOPAITNTEG KIVAOEIG Eival ATTAEG.

O xpnotng Ba B€éAel va Eavarraigel 1o TTaixvidl yia va TTETUXEI KOAUTEPN TNV
BaBuoAoyia Tou O6TTOU Ba euaviCeTal oTo TEAOG KABe oTadiou. Me autd Tov
TPOTTO 0 XPNOoTNG Ba pdabel KaAUTEPA Ta UAIKA TTOU Xpelddovtal yia Trn KAOe

ouvTayn.

O okotdg Tou TTauXVvIdIoU gival va PABel 0 TTaiXTNG ouvtayéG TNG KUTTPIAKAG
Koudivag n oTroieg gival {exaouEveg. ETriong, TiIg ouvTayég Ba PTTopEi o TTaixTng,
a@OU TTPWTA YABEI TNV EKTEAECT KaI TA UAIKA MIAG OUVTAYAG, VA TIG EKTEAECEI KAl
MOVOG TOU OTO OTIITI TOU KAVOVTOG TNV €KTEAECTN TTOU KAVEI O WAYEIPAG TOU
TTaixvidiou. H ektéAeon TTOU KAvel O PAyEIpAg gival TTIO GUECN attd OTI OTN
TTPayMaTIKOTNTA. AUTO OPWwG OV gival TIPOBANUA yiaTi OTO TTaIXVIdI PaivovTal Ol

aAAayEG TTOU yivovTal OTA UAIKA.

2.3 Tpotrol A§iloAéynong

O xpnriotng PBabuoAoyeitar ye Bdon 10 90%. To 90 1O Traipvel auTtopaTa yiaTi
gival n ekTEAEON TNG ouvTayng OTTou Ba aKOAouBroEel Ta BriNa TTOU TOU £XOUV
000¢i. To dAAo 10% Ba pTtTopEi va TO ATTOKTACEI BPICKOVTAG TO CWOTA UAIKA TTOU
Ba xpioTei n ouvtayr. Me autd Tov TPOTTO 0 XPAOTNG Ba pabaivel Ta UAIKA TNG

KABe ouvTtayng yia va ytropéoel va apel 7o 100% oTo 1€Aog Tou oTadiou.

To 10% KupaiveTal CUPNQWVA PE TIGC OWOTEG ETTIAOYEG TOU XPROTN TIPIV KAVEI

Té00epa AAON. Av Bpel yia TTapadelypya 3 cwoTtd UAIKG atrd ta 4 101e Ba TTdper 7



ato 1a 10, evw av Bpel kal Ta 4 UNIKG kal Ba €ékave 3 AaBn 1o1e Ba Tdpel 10 atrd
1a 10. Mg auté Tov TPOTTO B4 PTTOPECEl va PBEATIWOEI TNV PVAPN Kal Tn

BaBuoAoyia Tou oTo TEAOG.

2.4 AuokoAigg Traixvidiou

H duokoAia 1Tou é€xel To Trauyvidl givar 6T TTaixTng Ba TTEETTEl va yvwpilel TIg
OUVTAYEG TTPONYOUPEVWY OTAdIWV VIO va €KTEAECEI TIG ETTOUEVEG Ol OTTOiEC Ba
XpeladeTal KATToIa GAAQ KUPIO KOPPATIO TTPONYOUHEVWY CUVTAYWY, TT.X. O KIUAG.
Me autd Tov TpOTTO 0 TTaiXTNG Ba pabaivel TIG ouvTayEG TTou Ba Tou divovTal Kal
Ba TOU €ival Mo evAIOPEPOV TPARBWVTAG TOU TNV TTPOCOXI KAVOVTAG va BEAEI va
ouveyiCel va traicel. ETtiong, o xprioTng Ba KaAuTepEUEl TN JVAUN TOU JE AQUTO TOV
TPOTIO, KAl YIO TNV OUVEXION TIG OUVTAYNG Ba TTPETTEl TTPWTA va EKTEAECEl TA
TTPONYOUNEVA BACIKA OUCTATIKA, TT.X. O KIUAG, YIO VO JTTOPECEl VA KATOOKEUAOEI

KATtrola GAAa cuoTaTiké TIG CUVTAYAG.

2.5 Nari eréAedeg 10 “Something Ancient is baked”;

O AOyog 1ToU €1TEAEEQ Eva TTAIXVIOI MAYEIPIKAG Eival OTI OTOV EAEUBEPO POU XPOVO
Mou apéoel va payelipelw OIAQOPEG OUVTAYEG TIGC OTIOIEG TIGC PpPiOKw OTO
d1adikTUO 1 oTa diIdgopa PBIBAIa payeIpIKAG TTOU £Xw OTO OTTITI gou. ETriong, dev
UTTAPXOUV TTOAANEG 10TOOEAIDEG TTOU VO TTEPIEXOUV OUVTAYEG TNG KUTTPIOKNG
Koudlivag ) TTaixvidia TTou va £X0UV OUVTAYEG OTTO TN KUTTPIOKK Koudiva Kal yio
auto Tov AOyo pou gixe €pBel n 16ia va dnuioupyrnow Eva TraixVvidl TTou va ival
€UKOAO OTNV €KTEAEON TOU YIO TTAPAKIVACOW Kal GAAoUG avBpwTTtoug va udbouv
TN KUTTPIOKI) KOudiva Kal va apXioouv va PayeipeUouV TTIO OUXVA KATTOIA TTIO

gexaopéva AANa wpaia eaynTa TIG KUTTPIOKNG Koudivag.

H 18€a Tou TTaIxVvIBIoU BacileTal OTNV EKTEAEON MiAg KUTTPIAKAG ouvTayrg OTTou O
TTaiXTNG Ba TTPETTEl va BPioKel TO UNIKA TTOU XPEIAZETAI VIO PIO OUYKEKPIYEVN
ouvtayn. To TTpwTo KOPUAT Ba emIAéyel UAIKG Ta oTToia Ba gival oKopTTIouéva
OTO XWpo. Ta avTiKeEiyeva Ta oTroia €ival cwoTd Ba uTTaivouv oTn Kataypaoen

EMTTOPEUPATWY eV Ta AavBaopéva Ba eu@avifouv €va KOKKIVO X1 KATW



apiotepd. O maixTng Ba €xel TEOOEPIG EUKAIPIEG va PPEl T OWOTA UAIKG. Av
XAOEl Kal TIG TECOEPIG E€UKAIPIEG TOTE Ba OUPTTANPWvOVTAl TA UAIKG TTOU TOU
A€iTTOUV OTN KATAYPAPr] EPTTOPEUNATWY £TCI WOTE VO UTTOPEI va €KTEAETEI TNV
ouvtayn. AKoAoUBwg, o TTaixTng Ba TTpoxwped oTn Koudiva OTTou Ba eKTEAEDEI TN

ouvTayn.

2.6 HAikiak KAipaka Xpnotwyv

To TTaixvidl TO OTToI0 £XW ONUIOUPYNOEI AVTATTOKPIVETAI O £va UEYAAO QACHA
NAIKIWY ekivwvTag atmd 10 xpovwy. O otrolodATToTE Ba PTTOPEl va TTaigel auto
TO TTaUXVIidI yIaTi €ival TTOAU EUXAPIOTO Kal Ba PTTOpoUV va pabouv dId@opEeS Kal
EEXAOMEVEG OUVTAYEG TNG KUTTPIOKNAG Koudivag. Ta mraidid Ba utropouv va
MaBouv ouvTayEg Kal va BonBouv TIG uNTEPEG TOUG OTNV Koudiva Kal va TTEPVOUV

ME TTI0 EUXAPIOTO TPOTTO TO XPOVO TOUG PE TOUG YOVEIG.
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3.1 MpoypapuaTioTIKO TTEPIBAAAOV TOU TTaXVISIOU

To TTePIBAAAOV TTOU XPNOIYOTTOINCA yia Tn dnuioupyia Tou Traixvidlou gival To
Unity. O Adyog TnG XpNnoeig auTtou Tou TTEPIBAAAOV gival n €UKOAN Xprion Tou yia
TNV Tapaywyr] 3D Traixvidiwv Kal ol duvatoTNTEG TTOU OOU TTOPEXEl YIA
OIGPOPWYV PETATPOTIWV KAl XPNOIUOTNTAG TWV €PYAAELIWY TOU €ival TTPAYUATIKA
Baupudoia. Etriong Ta scripts Ta otroia £xw ypayel eival oe C# yA\waooa.

EméAe€a 1o TTaIKVidI pou va TTailel oe TAaT@Opua Tov Windows yiaTi €ival To
AOYIOUIKO TTOU XPNOIYOTTOIOUV oI TTEPIoCOTEPOl Kal Ba ABeAa va pTTOpEi O
KABEvVOG va UTTOPE va TTaigel To TTaixVvidl pyou. Tautoxpovwg, Ba PTTopEi va 1o
TTAiEOUV TO TTaIXVidI OTTOU £XW ONUIOUPYNOEl Kal 0TA OXOAEia a@ou To AOYIOUIKO

TTOU €XOUV OTOUG NAEKTPOVIKOUG UTTOAOYIOTEG gival Windows.



3.2 ZuoTaTIKA TOU TTaiXVISIiou

Ta ouoTtaTtikd Tou TTaixvidiou gival Ta Assets, To Sound Effect, To Animation kai
Ta Scores. OAa padi Aeitoupyouv atmd pova Toug Kail emRAETTOVTaI atrd To Game
Manager. Ta TTepiIocdTEPA ATTO TA CUCTATIKA TOU TTaIXVIOIOU T €XW PpPEl OTO

Unity Asset Storel®34

3.2.1 Assets

Ta Assets Tou TTaIxvIdloU, Ta TTEPICCOTEPA Ta Bprka atd 1o Asset Store Tou
Unity. Apxikd, €ival o Chef yag o otroiog €ixe TG Baoikég KivAoelg evog Chef. IMNa
Tapddelyua  va  KOBel, va  WIAOKOBEL, va QAVOKOTWVEL, VA  WAVEL, vd
avaTrodoyupidel TNYAVITEG, va EAEYXEI AV TO GAyNTO €ival KAAO ) av TOU AEITTEl
KATTOIO0 OUCTATIKO, va aAaTifel, va pixvel uypd OTO TNyAvI i va TTivel Kpaaoi Kal va
Mog XaipeTd. Aev €ixe MEPIKES KIVAOEIG TTOU Ba xpelaldpouv OTTWG va TTEPTTATA
KAl va Traipvel avrikeigeva. MNpdobeoa autég TIG KIVAOEIG XPNOIKJOTTOIWVTAG TO
Motion Builder. AkoAoUBwg, Bprika pia atrAfj koudiva Kal TNV TPOTTOTToiNcA Yia
va gival 1o TTPooITr) oTo TTaIxVidl. TéAoG, Bprika dUO dIAQOPETIKA assets TTou
gixav UNIKG yia payelpikig. KTifovtag To TraiyVvidl XpeIGoTnke va dnuioupyrnow
MepIKA prefabs Ta otroia Ba BonBouoag Tov TraixTn va BAETTEN pia o {ekdBapn

€IKOVA yIA TO TI YiVETAI OTO TTAIXVIiOI KAI OTA AVTIKEIMEVA TOU.

3.2.1.1 O xapaktipag (Chef)

O xapaktipag tou OIaAeCa eixe OUo PBacikd TTpoBAAuaTa. ApXIKA, €ival ol
Kiviijoeig walk kai pick up dev ATav 010 Xapaktipa. Autd 1o TTPOBANPA PE ThV
BorBeia atrd Tov UTTEUBUVO TTOU PE TTAPATTEUYE O KUPIOG XPpUoAvBou PTTOPECO
VA EVOWPATWOW AUTEG TIG OUO KIVAOEIG. To deUTEPO TTPORANUA TTOU BprKa gival

OTI 0 XapaKTHPaG dev UTTOPEI va KIvnBEi, atrd To onueio TTou BPIoKOTAV 1) €KAVE

10



TN Kivnon Tou gava kal ¢avd. Tn AUon TTou Bprka €ival va pn Kivw TOV

XapakTApa he Tov Agent aAAG pe To Navigation Mess

Eikova 3.1: O Mayeipag

3.2.1.2 H koudiva

H koudiva 1Tou Bprika ATav TpIG KOUCiveg n Mia OITTAa 0TAV AAAN eyw €TTEAECT TNV
TTPWTN Koudiva Kal TNG a@aipeca Tov e0wTePIKO TTAyKO TToU €iXe. OAa Ta dAAa Ta

QVTIKEIMEVA Ta aPaipeca yia va BAAwW Povo autd TTou XepIAdoE.

11



Eikéva 3.2: H kouliva

3.2.1.3 Ta uAIkd

Ta uAika TTou Bpnka €ival autd Ta duo TTou Ba d¢ite Mo KATw. TO TTPWTO TO
TTOKETO PE TO UNIKA ATAV TTOAU XPHOIYO Kail ATAV auTd TTOU pou £Dwae Tnv 10€a
vVa £XW OKOPTTIOPEVA OTO XWPO TA UAIKA TNG OUVTAYAG. To JEUTEPO TO TTAKETO
€ixe UAIKG Ta oTToia XPEIadOPOoUV yIa TIG OUVTAYEG KAl OV UE TTEIPACEl TTOU €ival

O€ TTIO0 KATW TTOI0TNTA O€ OXECT UE TO TTPWTO.

Eikéva 3.3: YAIKG A
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Eikdova 3.4: YAIka B

3.2.2 Sound Effect ka1 Animation

Ta Sound Effect Ta otroia Bprika Kai XpnoIUOTIOIW OTO TTaixVidl gival o1 Axol yia
TO KOWIPO, TV PON €vOG uypou Kal To TOIyApIopa. AuToi, ol fAxol TTaifouv KaTd
TNV BIAPKEIO TOU TTaIXVIOIOU O€ OuyKeKpigéva onueia. Ooo yia Tov fxo oTo
TEPIBWPIO gival pia atraAl peAwdia €101 WOTE TO TTAIXVIOI va pnv €ival HouvTo

Kal BapeTo.

To Animation TToU UTTApxEl OTO TraIXvidl €ivar pévo Tou xapaktipa. O
XOPAKTAPAG MAG OTNV 0PN MOG XAIPETA WEXPI VA TIATAOOUPE O KATTOIO
QvTIKEIiNEVO 11 oTo OATTedO yia va MTTOpPECEl va KivnBei. Av Tratioouue o€
QVTIKEIMEVO TOTE O XOPAKTAPOG MOG TANCIAZEl TO QAVTIKEIMEVO O€  €va
OUYKEKPIPMEVO ONUEIO Kal EKTEAEI TNV Kivnon TTou TTaipvel €va avTikeiyevo. MOAIg
Tael oTn Kouliva ptropei va kavel didagopa Animation aAAd egaptdTte o€ TTIO
avTikeipevo Ba emAEEEl O TTaiXTNG Kal av Ba xpelddeTal autr n Kivnon yia 1n

ouvTayn.
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3.2.3 Scores

To Score ToU KABe oTadiou eEapTdTal amd duo uépn. To TTPWTO PEPOG €ival n
emAoyr Twv UNKWYV. Autd 10 PEPOG TTaipvel povo 10% Tou TeAIkoU BaBuou. Mg
Baon Ta UNIKG TTou Bprike Kal Ta UAIKA TToU XpelddeTal Ba uttoAoyifeTal auto TO
10% TOU BaBuOU pe autn TNV TTPAEN: PaBudg = (10 * UNIKA TTOU BpPRKE / UAIKA
TTou x1addovTal). To deutepo PEPOG ival TTpokaBopiopévo o1 Ba TTépel 90% yiaTi

atrAdg akoAouBei Tn cuvTayr).

RESULT

Your Score Is: 100%

3.3 MNwg AsiToupyei To TTaIXVIOI;

To TTaiyvidl apxilel e To Menu Pag To OTT0I0 O TTaiXTNG 6a YTToPEi va €TTIAECEN va
apxioelr 10 TTaIXvidl, va aAAG&el Tnv €viaon TNG MOUOCIKNG, VO ETTIAECEI KATTOIO
GaAAo o1adio A va Byel atrd 1o TraiyVvidl. KaBe evioAr TTou Ba kdavel o TTaixtng Ba

TO OTEIAEl 0TO AVAAOYO KOMMATI TOU TTaixVIOIoU.
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Eikova 38 Levels

3.3.1 Ta duo oTddia

Ta dUo oTddia cival @TIayuéva Pe Tov idlo TPOTTO. 2TNV apxr Tou K&Be oTadiou
Ba epgavifovralr ol kavoveg Tou oTadiou OTTou Ba Tou Aéel Tma ouvrayn Ba
eKTEAéOEl O AQUTO TO OTAdI0. AKOAoUBwg, Ba eugavifetal 10 Inventory TOUu
oTadiou Kal 0 TTaiXTNG Ba TTPETTEl va CUUTTANPWOEI TO KEVA PE TA AVTIKEIPEVA.
KdaBe kevy Béon eival kal éva UNIKG TTou TTRETTEN va OUAAEEEL. MOAIG TTapel OAa Ta
UAIKG TToU Xpelddetal Ba ptropei va del TV OUVTAYH KAl va TTAEI VO TNV EKTEAEOEL.
Ta steps NG cuvtayng PTTOPOUV va yivovtal avaloya kai Ol Y€ T OEIpd TTou
edpavifovtal. KaBe step mmou Ba ekteAeital Ba aAAGlel Kal TO XpwHa TOU yia va
E€pel 0 TTaixTNG T €XEl KAVEl PEXPI OTIYMNG. MNa va TeAEiwoel To oTAdI0 Ba TTPETTEI

va €XEl TO TENIKO QVTIKEIMEVO OTO Inventory.

16



RULES

1) Select The Ingretiens You Need
For The Minced Meat

2) Go To The Kitchen And Follow
The Recipe

3) You Can See The Recipe
If You Press The W Button

Press Q To Exit

RULES

1) Select The Ingretiens You Need
For The Potato Moussaka

2) Go To The Kitchen And Follow
The Recipe

3) You Can See The Recipe
If You Press The W Button

Press Q To Exit

Eikéva 3.9: 213010 1

Eikoéva 3.10: 213010 2

3.4 User Interface (Ul)

17



To User Interface tmou gpgavileTal gival oto Menu kai yia Tnv Trapouciacn Twv
Kavovwy, To Inventory, ol dIAQOopPEG KIVAOEI TTOU PTTOPEI va KAVEI O XAPAKTAPAG

Kal Ta aTToTEAEOPATA TOU KABE oTadiou.

1) Select The Ingretiens You Need
For The Minced Meat

2) Go To The Kitchen And Follow The
Recipe

3) You Can See The Recipe
If You Press The W Button

Press Q To Exit

Eikéva 3.11: Rules

Eikova 3.12: False Choose And Inventory
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Step 1: Double Chop The Onion

Step 2: Double Chop The Tomato
Step 3: Double Chop The Meat

Step 4: Grill The Onion With The
Chop Tomato, Basil,
Salt And Pepper

Press W To Exit

Eikéva 3.14:Recipe
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4.1 ZuvOnkeg

O1 ouvOnkeg €ival 1o Mo PBACIKO KOPUATI OTO TTaiyVidl. OAa Ta avTiKEiyeEVaA TTOU
gival aTo TTaIyVvidl £xouv Kail pia ouverkn. O ouvenikeg pag BonBave va Kavouue
TTOANEG BIAQOPETIKEG AAANAETIOPAOEIG, avaAOYWS TwWV ouvlnkwyv TTou BaAape
yla TTpoUTré0eon autig TnG avtidpaong. Mia ouvlnkn €xel éva dvoua Kal pia
Boolean petaBAntr) 6mTou av eival aAnBrig TOTE PTTOPOUME VA EKTEAECOUME TN
OUYKEKPIPEVN OAANAETTIOpOON.
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4.2 AAAnAeTTidpaon

Mia aAAnAeTTidpacn  €xel OIAPOPEG QVTIOPACEIG TNG OTIOIEG WTTOPEI va TIG
EKTEAEDEI TAUTOXPOVA 1 VO TIG EKTEAECEI TNV IO PETA TNV AAAN uE KATTOIO
Xpovikd diacTthpaTta. Mia aAANAETTIOpacon yia EKTEAECTEI PTTOPEI va £XEl KATTOIEG

OUVONKEG 1] UTTOPEI KAl va PNV €XEl Kal KaBOAou.

4.3 Avridpaon

H avtidpaon 1Tou PTtropei va yivel oTo TTaixVvidl gival NXNTIKA, KIVATIKY, TTPO0ONKN,
agaipeon, aA\ayAg cuvlnkng Kai N EPPAvion f €¢a@avion KATToIoU QVTIKEIMEVOU
pMéoa oTo Traiyvidl. KaBe pia atrd autég TG avTidpdoclg £xel Ta IKA TnG TTedia Kal

Mag aAAGCouUV TNV TTPOOTITIKI) TOU TTaIXVIOIOU.

4.3.1 HxnmikA avridpaon

2TNV NXNTIK avTidpaon PITOPOUUE va TTPOCOECOUNE KATTOIO NXNTIKO KOUMATI
TNV Wpa TTou Ba KAvel pia diadikacia Kal va hgag eEpvel Tnv diaicbnon 6T yivetal

OTN TTPAYMATIKOTATA EKEIVN TN XPOVIKI OTIYMN.

4.3.2 KivnTik avTidpaon

21N KIVNTIKA avTidpaon PTTopoUupde va BAAOUME TOV XAPAKTAPA POG VA KAVEI YIO
aTTO TIG KIVIOEIG TOU XPNOIMOTIOIWVTAG TO KATAAANAO trigger. Me autd Tov TPOTTO
MTTOpOUPE  va  KAVOUME  OIAPOPESG  KIVACEIS XwpPic va  xpelddetal  va

ETTAVOAAUPBAVOUNE TOV KWOIKA PAG YIa SIAQOPETIKES TTEPITITWOEIG

21



4.3.3 MpooBnkn oTto Inventory

H avtidpaon 1TpooBrikn oTO inventory TNV XPNOIMOTTIOIOUPE OUXVOTEPA OTTO
otroia GAAN avtidpaon. Me auTA Tnv avtidpacon TTAipvVoOUUE £va AVTIKEIPMEVO KAl TO
TpooBéToupe oTO inventory. Auté pag BonBd otnv TpooBnikn dia@dpwv

QVTIKEIMEVWYV OTO inventory Xwpig va XPEIAZETal va TOV OUVEXEG EAEYXO yia va

OOUWE TTIO QVTIKEIMEVO £XEI apaIpeDEi Kal o€ TTia BEan Ba TTPETTEI va PTTEL.

Eikéva 4.1: MpooBrikn oTo Inventory

4.3.4 Ag@aipgon amé Inventory

H avtidpaon a@aipeon amdé 710 inventory e€ival €giocou onuavTik Kal
XPNOIMOTIOIEITE OTTWG KAl N TTPOooORKn. TNV agaipeon atmmAdg TTaipvoupuE TO
QVTIKEIMEVO TTOU OEV XPEIACOUAOTE TTIA ATTO TO inventory Kal TO a@aipoUuE Kal
a@rAvouue aTnv B€on Tou MIa Kevry Kal €Toiun Béon va Tépel éva dAAo

QVTIKEIPEVO.
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Eikova 4.2: Agaipeon atrd Inventory

4.3.5 Game Object Reaction

H avtidpaon TOoU game object civar Mo amAfj aAAG poag divel pia 1Mo
oAokAnpwuévn aiocbnon kaBwg traifoupe 1o TTAIXVIOL ATTAGG uTTOpEl va uag

EMQAVIOEI KATTOIO AVTIKEIMEVA TTOU €ival 0TO TTaIXVidI A va Ta eEapavioel.

4.3.6 AAAayn ouvOAkng

H avtidpaon aAAayry ouvBnkng pag BonBd va KAvouue PEPIKEG AAANAETTIOPAOCEIG
cavad kal ¢ava n va TAPE o€ PIa eviEAWS OIAQOPETIKI KAl Kalvoupyida

aAAnAeTTiOpaon.

4.4 EmAoyn UAIKWV

MNa TNV emAoyn Twv UAIKWV TTpocBécape dUo avTiIdPACEIG, TNV KIVNTIKA Kal TNV

TpooOnikn. Me Bdon Twv game manager pag eAEyxouue av TO UAIKO TTOU
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TIPAYE PAG KAVEL. Av OwG Oev Pag KAVEl TOTE EP@PAVICOUPE v X OTO KATW
MEPOG apioTePd. Av O TTaiXTnG €TTIAECEI TPIG POPEG AABOG avTIKEiuEVO TOTE Ba TOU
TTpooTeEBOUV OTO inventory Ta utrdéAoITTa UAIKA Kal Ba ptTopei va 1Tdel otnv
Kouliva Kal va ekTeAEoel TN ouvTayn. H €mAoyA Twv UAIKWV gival onuavTikh Kal
BéAoupe va yivetal OWOTA OTOV KWOIKA KAl va @AiveETal OWOTA KATA TNV
ekTéAeon. ‘Eva pikpd TpoBAnpa Berka oe autrh Tn diadikagia TTou ATav oTov
KWOIKa TTou €ixa ypdwel. To TPORANUa ATav OTI JOU APaIPOUCE CUVEXEIQ TO
TTPWTO TO QVTIKEIMEVO aTTd TO iNnventory Kal dev UTTOPOUCE VA KPATACEI CWOTA TA
oedopéva. Me Aiyn utropovr) kai okéwn BpAka OTl gixa KATToieG dladIKaoieg O€
éva for loop kal dev PTTOPOUCE VA POU KPATHOEI TIG VEEG TTANPOQPOPIEG TTOU TOU

TTPOoBETA.

4.5 BonlnTiKd KOUMTTIA TOU XAPOKTHPO

Ta BonBnTik& KOUUTTIA TOU XOPAKTAPA €ival OKTW. To KABE KOUWTTI KAVEl KAl hia
dlapopeTikA ouvoinkn aAnBég. Apxidovtag atrd Ta apioTePd OTa BEEIA EXOUNE TO
KOUUTTi yIa TNYAVIOUA, PETA €ival TO KOUNTTI yia avatrodoyupioua Tnyavitag, 1o

KOUUTTi TOU avOKaTEPATOG, TnNG OOKIPAG, TNG TIPooBrkng uypou, Tou

aAaTIOPATOG, TNG KAVOVIKAG KOTTAG Kal TG WIAAG KOTTNG.
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Eikova 4.3: Bonbntik& KoupTtda

4.6 Inventory buttons

Ta inventory kouumd ival n 8éon Tou KABe avtikeiyévou. OTav TarnBei Katolo
a1rd TO KOUUTTIA, Ba B€oel TN ouvlrKn auToU TOU QVTIKEINEVOU O aAnBEG Kal
MOAIG €mAEEEl O TraixTng MIa evepyry Béon 1O0TE Ba Béon pia oeipd atmo
avTIdpAcelg va AdBouv HEPOG. 2TO game manager 8a UTTapXouV OAEG o1 TTIBavEG

ouvOnkeg TTou Ba AdPBouv PéPog yia Tnv KABe ouvTayn.

File

Eikova 4.4: Inventory buttons, 10 KpepUdI ETTIAEYETAI

4.7 Avrikgipeva

Ta avrikeipeva €xouv povo pia Oladikacia. Metagépouv Ta sprites cav pia
TTANpo®Opia Kal PTTOPOUPE va Ta SIAXEIPIOTOUUE KAl va T EUPAVIOOUPE OTO
inventory pag. ETTiong Ta XpnoiyoTroloUpE yia oTIG avTIOPAoEeIS TG TTPO0OAKNG
Kal TG agaipeong. K&Be UAIKO kal KGBe dia@opeTikr) TTapaAAayr Tou UAIKOU yia
va JTTOPOUME TIIO €UKOAD va Ta OlaxelpilopacTe, PEOOV TOV  OlaPOpwvV

S1adIKaCIWYV Kal TNV €TiRAewn a1rd Tov game manager.
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Eikova 4.5: AvTikeiyeva oTn KaTaypa@r atmofeuaTwy

4.8 Aidypappa Tou Animation

To didypapua Tou animation TTou €u@AviCeTal TTIO KATW TTAPOUCIACEl TNV PON
TWV dIaPOPWYV KIVACEWYV TOU XOPAKTHPA PaG. ApXIKA, OTav apyilel To TTaixVvidl o
XapakThpag Ba pag xaipetd. MOAIG €MIAEEOUNE HIa TTEPIOXT OTO XWPO MAG O
XOPOKTAPAG Ba apxioel va KIVEITE HEXPI va @TAacEl oTo €mBuunTd onueio. OTav
eMAECOUPE €V AVTIKEIUEVO TOTE O XAPOKTAPAG MAG TTNYAIVEI OTO QVTIKEIMEVO KOl
eAéyxovtag Tnv aAAnAetTidpaon, evepyoTtroicite To trigger Take kai KAvel Tnv
Kivnon Ttou Pick Up. KaBwg Ba Bpioketar otnv kouliva Ba eu@avioTouv Ta
BondnTik& kKouuTd Tou Chef. EmIAéyovTag éva amd autd Ta KOUUTTIA KAVOUUE
aAnBég TNV ouvenkn Toug Kal OTav TTAPE OTO €MMBOUPNTO onuegio, TO trigger Tig
KAOe piag atmmd auTtég TIG ouvlnkeg Ba evepyoTtroinBei kal Ba ekTEAEOTA n Kivhon

TOoUu avdAoyou trigger.
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Eikdéva 4.6: Animator

4.9 Ta utréAoITTa KOUMTTIA

Ta KouuTnid Ta oTroia €ival oTo TTaIyVvidl kdvouv Ta akdAouBa function. ZTo Menu
utTdpxouv 4 kKoupTTd, 1o play, To settings, 1o levels kai 10 exit. To play pag
TTOPATTEYTIEI OTN TTPWTN OKNVR Tou TTaixvidiou. To settings pog eugavilel va
TTapGBupo TO OTTOIO £XEI PIa PARDO OTTOU EAEYXEI TNV €VTACN TNG MOUCIKNAG KAl TO
back koupTri TTOU pag TTaipvel Tiow oTto menu. To levels pag gpgavicel Eva aAAo
TTapdBupo To oTToio £XEl Tpia KouuTd, To level 1, level 2 TTou pag mepvouv oTO
OUYKEKPIPMEVO OTADIO Kal TO back KOUUTTi TTOU Pag TTaipvel TTIOwW OTO menu. 210
TEAOG TOU K&Be oTadiou OTTOU gival Ta aTToTEAéoUATA TOU OTAdIOU UTTAPXOUV BUO

KoupuTnd, To next level kai To exit. To next level kouuTri pag TTaipvel 0To ETTOPEVO
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o1adlo. Av dev UTTAPXEl TOTE PNOG TTAIPVEI OTO Menu. To exit KOUPTTI Jag KAEivel
TO TTPOYPANMA.

Something Ancient is

Fieaee Baked 4557

Play .i Levels

Setting | [ Quit

Eikéva 4.7: Koupmd Menu

4.10 Game manager Scripts

To avTtikeiyevo game manager €xel dUo scripts. To TpwTo Script eAéyxel av
ETTEAECE OWOTA TA UANIKA yia va PTTOUV OTO inventory Kal To OeUTEPO Script
EAEYXEI KAI TPOTTOTTOIEI TO XPWHO TWV KEIUEVWV TNG CUVTAYNG KAl avaBETel Ta
conditions yia Tn ka0g B€an Tou inventory kai Ta conditions yia Ta BonOnTikd Tou
chef.
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Ke@pdAaio 5

Eyxeipidio xpRotn

5.1 Mevou 29
5.2 MpwTto ZT1ddI0 29
5.3 Aeutepo 21GdIO 31
5.1 Mevou

Brijua 1: Otav 1p€goupe 1O TTauXVvidl apXIKA Ba pag eP@avioel 10 hgeEVOU TOU

TTaixvidiou. Ekei Ba £xel TEooegpa koupTtid: Start, Levels, Settings kai Quit.

Brijua 2: MNa va apyioel 1o mraixvidl Ba martioeig 1o Start KOUUTTi yia va JETAREIG
oTo TTpWTOo OTAdI0. Av TTaTACEIG TO Level koupTri Ba peTaBeig otn AioTa pe OAa
Ta OTAdIA, EKEI PTTOPEIG va ETTIAEEEIG OTTOI0 ATTO TA dUO OTAdIA YIa va PETOPREIG
ammeuBeiag oe autd. Av TTatioeig To Settings koupTi Ba peTafeic otn puBuion
TOU fiXou, OTTOU Ba UTTOPEIC VO PEIWOEIG TNV £VTAOT TNG MOUCIKNAG Kal ETTEITA vV
TTatAoeIg To Back koupuTtri yia va €mMOTPEWEIG OTO PeEVOU. Av TTaTROEIS 0TO Quit

KOUUTTi Ba TEPUATIOEIG TO TTAIXVIdI.
5.2 Mpwrto Z1ddI0
Brijua 1: Otav mmdue o010 TTPWTO OTAdIO B dOUME APXIKA KATTOIOUG KAVOVEG VIO

TO TTPWTO OTAdIO. Na va apyiooupe va Traigoupe 10 OTAdIO Ba TTPETTEl Va

TTaTACEIG TO Q KOUUTTI yia va @UYOUV Ol KAVOVEG.
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Brijua 2: Oa Tpétmel va TTAPoUE TECOEPA UAIKA yIA VO PTTOPECOUME VA HAG

eM@avioel Ta BondnTIKA KOUUTTIA TOU JAyEIpa.

Brijua 3: Ta owoTtd UAIK& €ival To TPITO KPEAG TTOU KPEUETAI OTO TOIXOG, N
VTOUATA TTOU €ival KOVTA OTO KOUTI TOU yOAATOUG, TO KPEPPUDI TTOU Eival OTO
KATW MEPOG Kal TO BACIAIKO TTOU €ival TO TTPACIVO BEVTPAKI KOVTA OTn TTOPTA.

MOAIG TTdpeIg Kal Ta TECOEPA UAIKA Ba gpgavioTouv Ta BondnTIKA KOUMTTIA.

Brijua 4: Twpa ptropeig va d€i1g Tn ouvTtayr Tatwvtag 1o W KOUUTTi yia va d€Ig Ta
Bripata TTou XPEIAZeTal va yivouv yia va TTEPAcEIG TO 0TAdIo. A va ouvexioelg

ME TNV EKTEAEON OTNG ouVTAYNG Ba TTPETTEI va EavaTTATACEIS TO id10 KOUTTI.

Brijua 5: Na va YiAokowelg Ta UNIKGA Ba TTRETTEI TTPWTA VA ETTIAECEIG TO UAIKO TTOU
BEAEIC Kal PETA va TTATAOEIS 0TO 0aviOAKI KOTTAG TTOU €ival OTO UTTAYKO TNG
Koulivag. MeTd Ba TTpéTTel va TTATROEIS TO BondNTIKG KOUUTT YE Ta dUO paxaipia
KAl va &avatratioelig To oaviddkl KOTTHG. Me auTtd Tov TpOTTo Ba WIAOKOWEIG TO

UAIKAQ.

Briua 6: lNa va tnyavioeig Ta UANIKG oou Ba TTPETTEl TTPWTA va €TTIAEEEIC Eva-Eva
Ta UAIKG Kal €TTIAEYEIC TO TNYAVI YETA yia va BAAEIG éva-Eva Ta UNIKG OTO Tnyavi.
MOAIG BdaAeig OAa Ta UAIKG Ba TTPETTEl va TTATACEIG TO BoNONTIKO KOUWTTI TTOU
gival pia ITTAE OTTATOUAQ KOl VO TTOTACEIG PETA TO TNyAvl yia va Tnyavioel 1a

UAIKA.

Brijua 7: MOAIg TnyavioTouv Ta UAIKG Ba oou gu@avioel Ta aTTOTEAEOUATA TOU
TTpwTou oTadiou. Ekei Ba ptropeic va mag oto emOuevo aTddIo 1) va Byeig atro 10

TTaUXViol.
Emtrpdobeto Brua: Ze oTToIadATIOTE OTIYUN OTO TTAIXVIidI UTTOPEIC va TTATHOEIG

10 ESC KoupTri Kal va TTaywoelg 1o raixvidl. ETriong, YTropeig va ouvexioeig 1o

TTAIXVidI, TQ TTAG OTO KEVTPIKO PEVOU A va BYEIS ATTO TO TTaIXVidI.

30



5.3 AeguTtepo ZTAdIO

Briua 1: MOAIg ptreig 010 OeUTEPO OTABIO Ba O€IC TOUG KAVOVESG TOU BEUTEPOU
oTadiou. lNa va apxioeig va €mAEyeEIC UNIKA Ba TTPETTEl va TTATACEIG TO Q KOUMTTI

OTTWG KAl OTO TTPWTO OTAdIO.

Briua 2: Ta téooepa amd ta £€1 UANIKA gival Ta idla Ye To TTPWTO OTAdIO, Ta AAAC
Ouo cival n TTatdra TTou PpiokeTal 0To OeUTEPO KATOVI 0T deUTEPN OEIPA KAl TO

AGdI TToU gival 0T deUTEPN KABA PE UTTOUKAAEG KOVTA OTN VIONATA.

Brijua 3: MOAig trépoupe Ta UNIKG pTTopeic va O€Ig Kal TTAAEl TN OuvTayn
Tatwvtag 1o W kouputi. MNa va ouvexiosig pge Tnv exkTeAéoel Ba TTpétmel va

£avaTtraTtroelg To idl10 KOUWTTI.

Briua 4: MNa va kéweig tn matdra 6a mpETTel va KAvelg Tnv idia diadikaoia ue 1o
va WIAOKOWEIG Ta AAAa UAIKG aAAG avTi va TTatioeig ota BondnTika KOUPTTIA Ta

U0 paxaipia Ba TTaTAoEIS AUTO UE TO Eva paxaipl Kal ETTEITA TO 0avIOAKI KOTTNG.

Brijua 5: Oa TTpéTmel va Tnyavioeig TpwTa Ta UAIKA yia va KAVEIS TOV KINA Kal

META va TNYAVIOEIG TN KOPUEVN TTATATA.

Brijua 6: MNa va tnyavioeig tn mararta Ba mpétrel va BAAeIg To AddI kal Tn TTATATA
o710 TNyavl Kal HPETA va TTaTAOEIG T PTTAE OTTAToUuAa TTou PpioKeETal OTA

Bon6nTiké KoupTTId.

Brijua 7: MOAig Tnyavioeig mn mardra Ba PIropeig va oTnoelg 1o mdaro. MNpwrta Ba
TTPETTEl VA ETTIAECEIG TN TTATATA ATTO Tr KATAYPAQPr) OTTOBEPATWY KAl VA ETTIAEEEIG
META TO TTIATO TTOU €ival OTO TTAYKO OTNG Koudivag. AKoAouBwg, Ba TTpETTel va
EMAECEIC TO KINA Kal YETA TO TTIATO TTAAI. TéAOG Oa mrpétrel va €mmAEEEIC TN

TTATATA EAVA KAl TO TTIIATO AKOAOUBWG yia va TEAEIWOEIG TO OTADIO.
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Brijua 8: MOAIg 0TROEIG TO JOUCOKA TTATATAG Ba Eu@aAVIOTED Eva TEAeUTaio OTADIO
OTTOU OTAV KAVEIG TN CUVTAYN OTO OTITI Ba TTPETTEl va TO akoAoubBroelg. MNa va

MeTaBeic oTa atmmoTeAéopata Tou oTadiou Ba TTPETTEl va TTATACEIS TN Aé¢el Results.

Brijua 9: Ekei Ba pP1TOpEiG Va TTAG OTO ETTOYEVO OTADIO AV UTTAPXE! I va ByEIg atro

TO TTQIXViOl.
Emmrpdobeto BrAua: Ze oTToIadATIOTE OTIYUN OTO TTAIXVIidI UTTOPEIC va TTATHOEIG

10 ESC KoupTri Kal va TTaywoelg 1o raixvidl. ETriong, YTmopeig va ouvexioeig 1o

TTAIXVidI, T TTAG OTO KEVTPIKO PEVOU A va BYEIS ATTO TO TTAIXViOI.
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Ke@pdAaio 6

ZUuuTTEPACHATA

6.1 MetaoTaTik@d Zuutrepdouara 28
6.2 AtroteAéopata atrd tn OOKIPN Tou TTaIxXVIOIoU 28
6.3 MeAAovTikry Epyacia 30

6.1 MeTaoTATIKA ZUPTTEPAOCHATA

To Ttraixvidl TTou €Xw UAOTTOINCEl €ival eKTTAIOEUTIKOU TTEPIEXOMEVOU, VYIATI O
TTaixTNG Ba utropei va pdBel péow  autou dIAPOPESG OUVTAYEG KAl va TIG
eQpapuooel peTéTTaira otn kadnuepivry Tou Cwr). To «Something ancient is
baked» €xel Tnv duokoAia TTou Ba kdAvel Tov TTaiXTN va BEAEl va pdaBel Kal va
QVOTITUEEl TIG YVWOEIG TOU OTN KUTTPIOKK Koudiva. AuTd TTETUXQIVETE HECW TOU
BaBuoAoyikoU cuoTAUATOG TOU TTaIXVIOIOU TO OTToio divel TO ATTAPAITNTO KivnTPO
OTO XPAOTN yia va Eavatraigel To maixvidl TTeTuxaivoviag KaAuTtepn BabuoAoyia

Kal €101 paBaivel kal va avayvwpiel Ta diagopa UAIKA TTou BpiokovTal O€ €va

eaynTto.

6.2 AmoteAéopara atrod Trn SOKINA TOU TTaIXVISIoU

Ta yevikd atroTeAéOPATA KAl EVTUTTWOEIS aTTd TN OOKIYN Tou Traixvidiou ATtav

TTOAU OETIKG PE PEPIKES TTAPATNPAOEIG OTTWG:
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1) Oa ATav KAAG va UTINPXE €va KOUWPTTI «0dnyYieg» TO OTT0i0 Ba TTeEpIypAgEl
OAa Ta dIadPACTIKG epyaAcia TTOU UTTAPXOUV OTO TTaIX VIOl KAl VO €TTEENYEI
™ Xprion Toug.

2) Na pnv gival TG00 TTEPIOPIOTIKN N ETTIQPAVEIQ APAG TOU XPAOTN.

3) TeAsiwvovtag 1o TTaIXVidl Ba ATav KAAS va gueavifoTav pia EIKOVA PE TO

TTNIATO OTNV TEAIKI) TOU HOPYN).

6.3 MeAAovTikn Epyacia

MeAovTIKG Ba €kava JeEPIKEG aANayéG OTIC KIVAOEIG Tou pdayeipa. o
TTapddelyua, va KAvel Tn Kivnon va TTaipvel Ta avTIKEIJEVaA TTou BpiokovTal oTnv
atmodnkn (pick up). Emiong, Ba £Bala TTeEPIOCOTEPES TTIOTEG PE TTIO TTEPITIAOKEG
OUVTAYEG YIa VO JTTOPET O XPrOTNG VA £COIKEIWOEI YE TA PayNnTA TNG KUTTPIAKNAG
koulivag. @a £€Bala Tnv emmAoyh va payelpelel Padi ue 1o XpHoTn akoua €vag

eMTTAEWV XapakTipag (1r.X. N Unity-chan).

Etriong, 8a 1mpooBeTa kai GAAa UAIKG oTnv atmoBnikn yia €XOUME TTEPIOCOTEPN

TTOIKIAiQ GUVTAYWV.

EmimpdoBeta, Ba ékava o peaAIoTIKR TN Yayelpikn diadikaagia, Tn TTapouaioon
TWV QAynNTWV Kal To XPOvo TTou Ba XpeldleTal €va @aynto va eKTEAEOTEI, OUTOG
WOTE VA yvwpeilel o XpAoTng Tov TIPAYUATIKO XpOvo Tou Ba xpeldletal n
OUYKEKPINEVN auvTayr) va ekTeAeOTE. O@a TTpdoBeTa Ta sound effects yia Tn KGBe

EKTEAEON TWV KIVAAOEWV TOU payelpa (T1.X. AXOG KOTTAG, NXOG TNYAVIOPOTOG).

Akoépa, 6a dnuioupyouca uia Bacn dedouEvwy yia va PTTopouUV va QuUAdyovTal
T ATTOTEAEOMUQ TOU XPAOTN yia To KABe oTddIo Ta OTroia Ba @aivovtal PE TO
ovopa 1Tou Ba divel 0 XpHoTNG TNV apXr) Tou TTaiXVvidiou.

AkoAoUBwg, Ba e@dppola TNV TEXVIKN TNG PondnTikAg £vdeigng epooov o
XPNoTNG KAvel TpeiG AavBaouEveg €TTIAOYEG, KAVOVTAG Aiyo TTIO €udIGKPITN TN

OwoTA €TIAOY TWV UAIKWV.

34



TéNog, Ba ékava To TraIxvidl va OOUAeUEl Kal Ot TTAATQOPUA yia EEUTTVEG

OUOKEUEG Kal DIOPOPETIKA AOYIOUIKG OUCTAUATA.
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MNapapTnua A

GamecCotroller.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class GameCotroller : MonoBehaviour {

public GameObject errorUl;

public Condition falil;

public GameObject helpUl;

public Item[] items = new Item[Inventory.numitemSlots];
public Item finalltem;

public Inventory inventory;

private bool[] bitems = new bool[Inventory.numitemSilots];
private bool[] binv = new bool[Inventory.numitemSlots];
public Condition[] invcon = new Condition[Inventory.numlitemSlots];
public int itemsLength;

public string result;

public Text resultText;

public GameObject resultUl;
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public Condition errorl;
public Condition error2;
public Condition error3;
private float score;
private bool inboaol,
private int correct;

private bool invCor;

private void Start()

{

for (inti=0; i < Inventory.numltemsSlots; i++)
{
bitems]i] = false;
binv[i] = false;
invcon(i].satisfied = false;
}
fail.satisfied = false;
itemsLength = Inventory.numltemSlots;
result ="
score = 0;
inbool = true;
correct = 0;
invCor = true;

errorl.satisfied = false;



error2.satisfied = false;

error3.satisfied = false;

private void Update()

{

if (inbool)

{

cheaklnventory();

else

errorUl.SetActive(false);
helpUl.SetActive(true);
score = ((correct * 10) / itemsLength);
}
for (inti=0; i< itemsLength; i++)
if (inventory.items]i] == finalltem)
{
score += 90;
result = "Your Score Is: " + score.ToString() + "%";
resultText.text = result;

resultUl.SetActive(true);
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void cheaklnventory() {
invCor = true;
for (inti = 0; i < itemsLength; i++)
{

for (intj = 0; j < itemsLength; j++)

{
if (inventory.items{i] = null)
{
if (inventory.items]i]. Equals(items{j]))
{
binv[i] = true;
bitems(j] = true;
}
}
}

}
if (fail.satisfied)
{
for (int w = 0; w < itemsLength; w++)
if (bitems[w])

correct++;
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for (int w = 0; w < itemsLength; w++)
for (int z = 0; z < itemsLength; z++)
if ("binv[w] && !bitems[z])
{
inventory.items[w] = items[z];
inventory.itemimages[w].sprite = items[z].sprite;
inventory.itemimages[w].enabled = true;
bitems|z] = true;
binv[w] = true;
}
inbool = false;
}
invCorrect();

return;

private void invCorrect()

{

for (inti=0; i< itemsLength; i++)

{
if (bitemsJi] == false)

invCor = false;

A-5



if (fail.satisfied == false && invCor)

{

correct = itemsLength;

inbool = false;

return;

RecipeCotroller.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class RecipeCotroller : MonoBehaviour {

public const int maxitems = 7;

public Item[] items = new Item[maxItems];

public Condition[] conditions = new Condition[maxItems];

private Condition[] inConditions = new Condition[Inventory.numitemSlots];

public Condition[] helpConditions = new Condition[8];
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public Text[] recipeText = new Text[3];
public Inventory invetory;
private int maxinv = Inventory.numlitemSlots;

public Color color;

/I Use this for initialization
void Start () {
for (int1=0; i < maxinv; i++) {
if (invetory.itemsJi] == null)
inConditions][i] = null;

conditionsJi].satisfied = false;

I/l Update is called once per frame
void Update () {
for (inti1=0; i < maxinv; i++)
{
if (invetory.itemsJi] != null)
{
for (intj = 0; ] < maxitems; j++)
{
if (invetory.items][i] == items][j])

{



inConditions[i] = conditions]j];
if j ==4)
{

recipeText[2].color = color;

}
else if (j == 5)
{
recipeText[1].color = color;
}
else if (j == 6)
{

recipeText[0].color = color;

public void helpButtons(int i)

{

helpConditionsJi].satisfied = true;
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public void invetoryButton(int i)

{

inConditions[i].satisfied = true;

Inventory.cs
using UnityEngine;

using UnityEngine.Ul;

public class Inventory : MonoBehaviour

{

public Image[] itemimages = new Image[numlItemSlots];

public Item[] items = new Item[numitemSlots];

public const int numitemSilots = 4;

public void Additem(ltem itemToAdd)

{

for (inti=0;i<items.Length; i++)

{

if (items[i] == null)
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items[i] = itemToAdd;
itemlmagesyi].sprite = itemToAdd.sprite;
itemlmagesJi].enabled = true;

return;

public void Removeltem (Item itemToRemove)
{
for (inti=0; i <items.Length; i++)
{
if (items[i] == itemToRemove)
{
items][i] = null;
itemlmagesi].sprite = null;
itemlmages|i].enabled = false;

return;
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NapapTnua B

GamecCotollerl.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class GameCotrollerl : MonoBehaviour {

public GameObject errorUl;

public Condition falil;

public GameObject helpUl;

public Item[] items = new Item[Inventory2.numitemSlots];
public Item finalltem;

public Inventory2 inventory;

private bool[] bitems = new bool[Inventory2.numlitemSlots];
private bool[] binv = new bool[Inventory2.numitemSlots];
public Condition[] invcon = new Condition[Inventory2.numlitemSlots];
public int itemsLength;

public string result;

public Text resultText;

public GameObject finalStep;
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public GameObject resultUl;
private float score;

private bool inboaol,

private int correct;

public Condition errorl;
public Condition error2;

public Condition error3;

private void Start()

{

for (inti=0; i < Inventory2.numltemSlots; i++)
{
bitems]i] = false;
binv[i] = false;
invcon(i].satisfied = false;
}
fail.satisfied = false;
itemsLength = Inventory2.numltemSlots;
result ="
score = 0;
inbool = false;
correct = 0;
errorl.satisfied = false;

error2.satisfied = false;



error3.satisfied = false;

private void Update()
{
if (linbool)

{

cheakInventory();

else

errorUl.SetActive(false);
helpUl.SetActive(true);
score = ((correct * 10) / itemsLength);
}
for (inti=0; i< itemsLength; i++)
if (inventory.itemsJi] == finalltem)
{
score += 90;
result = "Your Score Is: " + score.ToString() + "%";
resultText.text = result;

finalStep.SetActive(true);
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void cheaklnventory()

{
for (inti = 0; i < itemsLength; i++)
{
for (intj = 0; j <itemsLength; j++)
{
if (inventory.items[i] '= null)
{
if (inventory.items[i]. Equals(itemsfj]))
{
binv[i] = true;

bitems[j] = true;

if (fail.satisfied)
{
for (int w = 0; w < itemsLength; w++)
if (bitems[w])

correct++;

B-4



for (int w = 0; w < itemsLength; w++)
for (int z = 0; z < itemsLength; z++)

if ("binv[w] && !bitems[z])

{
inventory.items[w] = items[z];
inventory.itemimages[w].sprite = items[z].sprite;
inventory.itemimages[w].enabled = true;
bitems|z] = true;

binv[w] = true;

}

invCorrect();

return;

private void invCorrect()

{

for (inti=0; i< itemsLength; i++)

{
if (bitemsii])

return;

if (!fail.satisfied)
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correct = itemsLength;

inbool = true;

public void results()
{
finalStep.active = false;

resultUl.active = true;

RecipeCotrollerl.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

public class RecipeCotrollerl : MonoBehaviour {

public const int maxitems = 12;

public Item[] items = new Item[maxltems];

public Condition[] conditions = new Condition[maxItems];

private Condition[] inConditions = new Condition[Inventory2.numitemSlots];



public Condition[] helpConditions = new Condition[8];
public Text[] recipeText = new Text[5];

public Inventory?2 invetory;

private int maxinv = Inventory2.numltemSlots;

public Color color;

private bool con5 = false;

private int in5;

private bool con8 = false;

private int in8;

/I Use this for initialization
void Start () {
for (int1=0; i < maxinv; i++) {
if (invetory.itemsJi] == null)
inConditions][i] = null;

conditionsJi].satisfied = false;

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

for (inti=0; i <maxinv; i++)

{

if (invetory.itemsJi] != null)
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for (intj = 0; j < maxitems; j++)

{

if (invetory.itemsl[i] == items[j])

{
inConditions][i] = conditionsj];
if (j == 4)
{

conb = true;

in5 =i;

if j == 10)

recipeText[0].color = color;

con8 = true;
in8 =i,
}
elseif j==9)
{
recipeText[1].color = color;
}
else if (j == 11)
{

recipeText[3].color = color;



}

if (con5 && invetory.items[in5] == null)
recipeText[2].color = color;

if (con8 && invetory.items[in8] == null)

recipeText[4].color = color;

public void helpButtons(int i)

{

helpConditionsJi].satisfied = true;

public void invetoryButton(int i)

{

inConditions[i].satisfied = true;
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Inventory2.cs

using UnityEngine;

using UnityEngine.Ul;

public class Inventory2 : MonoBehaviour

{

public Image[] itemlimages = new Image[numlItemSlots];

public Item[] items = new Item[numitemSlots];

public const int numitemSlots = 6;

public void Additem(ltem itemToAdd)

{
for (inti=0;i<items.Length; i++)
{
if (items[i] == null)
{
items[i] = itemToAdd,;
itemlmagesyi].sprite = itemToAdd.sprite;
itemlmagesJi].enabled = true;

return;
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public void Removeltem(ltem itemToRemove)
{
for (inti=0;i<items.Length; i++)
{
if (items[i] == itemToRemove)
{
items[i] = null;
itemlmagesii].sprite = null;
itemlmages|i].enabled = false;

return;
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Napaptnua I’

PlayerMovement.cs

using System.Collections;

using UnityEngine;

using UnityEngine.Al,

using UnityEngine.EventSystems;

public class PlayerMovement : MonoBehaviour

{

public Animator animator;

public NavMeshAgent agent;

public float turnSmoothing = 15f;
public float speedDampTime = 0.1f;
public float slowingSpeed = 0.175f;
public float turnSpeedThreshold = 0.5f;

public float inputHoldDelay = 0.5f;

private Interactable currentinteractable;
private Vector3 destinationPosition;
private bool handlelnput = true;

private WaitForSeconds inputHoldWait;

private readonly int hashSpeedPara = Animator.StringToHash("Speed");
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private readonly int hashLocomotionTag =

Animator.StringToHash("Locomotion™);

public const string startingPositionKey = "starting position";

private const float stopDistanceProportion = 0.1f;

private const float navMeshSampleDistance = 4f;

private void Start()
{
agent.updateRotation = false;
inputHoldWait = new WaitForSeconds (inputHoldDelay);

destinationPosition = transform.position;

private void Update()
{
if (agent.pathPending)
return;

float speed = agent.desiredVelocity.magnitude;

if (agent.remainingDistance <= agent.stoppingDistance *

stopDistanceProportion)

Stopping(out speed);



else if (agent.remainingDistance <= agent.stoppingDistance)
Slowing(out speed, agent.remainingDistance);

else if (speed > turnSpeedThreshold)
Moving();

animator.SetFloat(hashSpeedPara, speed, speedDampTime,
Time.deltaTime);

}

private void Stopping(out float speed)
{
#pragma warning disable CS0618 // Type or member is obsolete
agent.Stop();
#pragma warning restore CS0618 // Type or member is obsolete
transform.position = destinationPosition;
speed = Of;
if (currentinteractable)
{
transform.rotation = currentinteractable.interactionLocation.rotation;
currentinteractable.Interact();
currentinteractable = null;

StartCoroutine(WaitForinteraction());
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private void Slowing(out float speed, float distanceToDestination)
{
#pragma warning disable CS0618 // Type or member is obsolete
agent.Stop();
#pragma warning restore CS0618 // Type or member is obsolete

float  proportionalDistance = 1f -  distanceToDestination /
agent.stoppingDistance,;

Quaternion targetRotation = currentinteractable ?

currentinteractable.interactionLocation.rotation : transform.rotation;

transform.rotation = Quaternion.Lerp(transform.rotation, targetRotation,

proportionalDistance);

transform.position = Vector3.MoveTowards(transform.position,

destinationPosition, slowingSpeed * Time.deltaTime);

speed = Mathf.Lerp(slowingSpeed, Of, proportionalDistance);

private void Moving()

{

Quaternion targetRotation =
Quaternion.LookRotation(agent.desiredVelocity);

transform.rotation = Quaternion.Lerp(transform.rotation, targetRotation,

turnSmoothing * Time.deltaTime);

}

public void OnGroundClick(BaseEventData data)

{



if (thandlelnput)

return;

currentinteractable = null;
PointerEventData pData = (PointerEventData)data;
NavMeshHit hit;

if (NavMesh.SamplePosition(pData.pointerCurrentRaycast.worldPosition,

out hit, navMeshSampleDistance, NavMesh.AllAreas))
destinationPosition = hit.position;
else
destinationPosition = pData.pointerCurrentRaycast.worldPosition;
agent.SetDestination(destinationPosition);
#pragma warning disable CS0618 // Type or member is obsolete
agent.Resume();

#pragma warning restore CS0618 // Type or member is obsolete

}

public void OninteractableClick(Interactable interactable)
{
if ("handlelnput)
return;
currentinteractable = interactable;
destinationPosition = currentinteractable.interactionLocation.position;

agent.SetDestination(destinationPosition);



#pragma warning disable CS0618 // Type or member is obsolete
agent.Resume();

#pragma warning restore CS0618 // Type or member is obsolete

}

private IEnumerator WaitForInteraction()

{

handlelnput = false;

yield return inputHoldWait;

while (animator.GetCurrentAnimatorStatelnfo(0).tagHash
hashLocomotionTag)
{

yield return null;

}

handlelnput = true;
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MNapdapTnua A

PauseMenu.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
public class PauseMenu : MonoBehaviour {

public static bool GamelsPaused = false;

public GameObject pauseMenuUl,;

I/l Update is called once per frame
void Update() {
if (Input.GetKeyDown(KeyCode.Escape))

{

if (GamelsPaused)

{

Resume();

}

else

{

Pause();

}

public void Resume()
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pauseMenuUl.SetActive(false);
Time.timeScale = 1f;

GamelsPaused = false;

}

public void Pause ()

{

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

GamelsPaused = true;

}
public void LoadMenu()

{

SceneManager.LoadScene("main");

public void QuitGame()

{
Application.Quit();

MainMenu.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Audio;

using UnityEngine.Ul;
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public class MainMenu : MonoBehaviour

{

public AudioMixer audioMixer;

public Slider sl;

public void Levell()
{

SceneManager.LoadScene("levell");

public void Level2()
{

SceneManager.LoadScene("level2");

public void SetVolume()
{

float volume = sl.value;

audioMixer.SetFloat("Volume", volume);

public void QuitGame()

{
Application.Quit();



CanvasScript.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class CanvasScript : MonoBehaviour {

public GameObject recipeUl,;
public GameObiject errorUl;
public GameObject ruleUl,
public GameObject inventoryUl;

public static bool GamelsPaused = true;

void Update()
{
#pragma warning disable CS0618 // Type or member is obsolete
if (ruleUl.active && Input.GetKeyDown(KeyCode.Q))
#pragma warning restore CS0618 // Type or member is obsolete
{
GamelsPaused = false;
ruleUl.SetActive(false);
Time.timeScale = 1f;

inventoryUl.SetActive(true);

#pragma warning disable CS0618 // Type or member is obsolete
if (lerrorUl.active && Input.GetKeyDown(KeyCode.W))

#pragma warning restore CS0618 // Type or member is obsolete

{
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if (GamelsPaused)

{
Resume();
}
else
{
Pause();
}
}
}
public void Resume()
{

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

}

void Pause()

{
recipeUl.SetActive(true);
Time.timeScale = Of;

GamelsPaused = true;

public void Next()
{
#pragma warning disable CS0618 // Type or member is obsolete

if (SceneManager.Equals(SceneManager.GetActiveScene(),
SceneManager.GetSceneByBuildindex(1)))

#pragma warning restore CS0618 // Type or member is obsolete

{

SceneManager.LoadScene("level2");
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if (SceneManager.Equals(SceneManager.GetActiveScene(),
SceneManager.GetSceneByBuildindex(2)))

{

SceneManager.LoadScene(0);
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