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Eilcaywyn




Eicaywyn — Ta tmTaixvidia

= [pooc@EéPOLY APETEPNTN WuxXAYWYia Kal Slackedaaon,.

= BonBave oTnV QvTIYETWTTION TOL AYXOLG, TNG KATABAIWNG KAl TNG
uovaéiag.

= AAN\Q...

EiSIKa yia Ta Taixvidia TTOAATTA@Y TTaiKTwV (multiplayer):
= [ivovTtal OAO Kal TTI0 SNUOPIAN

= AIOSPACTIKOG TOOTTOC KOIVAVIKOTTOINONG




Eilcaywyn - ZKOTTOC

= AvamToén evoc multiplayer Taixvisiov yia DTTOAOYIOTEC
= AVTIHETTTION TNG SLOKOAIAS avaTrTtbéNg Multiplayer TTaxvISiV AOYW:
- AIKTOOL
YLYXQOVIOUOUL KATAOTACEWY
KabuvoTtépnong

Avouolopop®ia eEOTTAICOU

= AvaAuTikn €me€nynon NG SIadIKTLAKNG TTAELPAC EvOoC Multiplayer
TTAIXVISIO, AOYW TNG EANITTNG TEKUNEIWONCS TTOL LTTAPXEI SIASIKTLAKA




Eloaywyn — EmeEnynon TexvIKwWV OpwYV TOL

TTAIXVISIOU

Y KOTTELTIKO

EoTioon otnv N1Ta TV

exOpwV UE TNV XpNon
OTTAQV.

Tpito MPpoOoWTTO

O TTaIKTNG €ival 0paATOC
atto TNV KAUEPQ.

[TOAANQTTIAOI TTAIKTEC

AVO N TTELICCOTEOLA ATOUA
TaioLV TALTOXPOVA OTO
I510 TTEQIRAANOV.

Roguelite

Toxaia dnuiovpyia
YEYOVOTWV, JOVIUN ATTA KAl
TALTOXPOVA POVIUN
TP0060.




Eicaywyn — Ta Roguelike TroonABav atto 1o
Taixviél Rogue (1980)

Roguelike Roguelite
Tuxaia dnuiovpYyia TEQLIRAANOVTOGC - [lBavn Tuxaia dnuiovpyia
TTEQIBAANOVTOC

MoOvIuocg BAavaTog
Turn based kivnon o€ TTAEYyud MO.V'“OQ o eioatiatio i
TTPO060

[lepITTAoKOTNTA [T e —

EoTie et ereus iieiely EoTiaon otoug exBp00LC

Fueeen ey 25eulely Epgpaon otny e€gpedivnon
YLOVOLAOCUOG PE AANEC KATNYOPIES
TaIXVISIV




EoyaAeia AvatiTtuéng

TEXVIKO KOUUATI: YXeS1IAOTIKO KOUPATI:
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AvVAALON KAl TTEQIVOAMN

BULLET DRIFTERS




Avaivon mraixviéiov .

« 10 yvpol

* 4 81IaPOPETIKA €I6N YOPWV

123FPS

¢ 6 LexwploTa OTTAQ

¢ MOVIUEG & TTPOTWPIVEG
avaPabuiceIg

TuxaloTToiNnoN TWV:

Ex6pwv

‘OMTA®YV KAl TNG TTOI0TNTAS TOLG

AvaPabuicewy Kal TNG TTOIOTNTAG TOLG

EiScov yOpoL




YOYXOOVIOUOC




AIQoLVEECN TTAIKTWY E SIAKOUIOTES

e
= QI TTAIKTES SNUIOLPYOLYV KAl CLVEEOVTAI € SWUATIA -

BuiLer i . 4
ouerers Iz 5y /
= Yovbeon o€ SIaKOUIOTES TNS Photon , r"‘” eeeee e

= MOVO 0 SNUIoLPYOC TOL dwuarTiov (host) umopei va
EekivnOEl TO TTAIXVibI

= MeTa TNV SlacLvdeon o€ SWUATIA TO TTAIXVISI €ival
peer to peer

Boe's Room




TOOTTOI GLYXPOVIOUOUL TTAIKTWV

> PhotonView
> Photon Transform View Classic
> Photon Animator View UniTy Editor

> PhotonNetwork. AutomaticallySyncScene
> PhotonView.IsMine

> PhotonNetwork.IsMasterClient |6IéTr]TE§ K)\dgng

> OnPhotonSerializeView()
> RPC|)

» RaiseEvent() AIQSIKTOOKES YLVAPTNOEIC



Xpnon tnc 161otntac PhotonView.IsMine yia Tov
SIOXWEICHUO TOL XEIPICUOL TWV TTAIKTWV

[NaikTNG | [aikTNG 2

E— — ' =
e

= Av 10 PhotonView &ev avrikel oTov TTaikTn, if (!PlayerPv.IsMine)
TOTE ETTIOTPEPOLE ATTO TIC CLVAPTNOTEIG return;




AIOSIKTLAKEC OLVAPTNOEIC YIA TNV ATTOOTOAN
UNVOUATWV JETAEL TWV TTAIKTWYV

OnPhotonSerialize View RPC RaiseEvent

KaAgital TOANQTTIAEG pOPEC Ava ATTOOTOAN €VOG SIASIKTUAKOL ATTOOTOAN £VOG KWAOIKOL KAl
SELTEPOAETTTO YIA TO YPAWIUO UNVOUATOC pe 6edopéva TTPOG 5E60UEVIV HECW EVOG
5e60oUEVV ATTO TOV KATOXO TOL TOULG TTAIKTEG TTOL ETTIAEYOVTAI, SIA8IKTLAKOL UNVLUATOGS YIA TNV
PhotonView, kai 1o Siapacua yIa TNV oOYXPOVN EKTEAECN OLYXPOVIOUEVN EKTEAEDN

TV 6eS0UEV@Y ATTO TOLG OLVAPTNOEWV. KWSIKA.

LTTOAOITTOLC TTAIKTEG.

ATTQPaITNTN N LTTAEPEN TOL Agv gival armapaitntn n vLITaAEéN
ATTQPaITNTN N LTTAEEN TOL PhotonView oTo avTiKeipyevo. TOL PhotonView.
PhotonView oTo avTiKeiyevo.



KAnon tnc OnPhotonSerializeView yia Tov
OLXVO OLYXPOVIOUO UETARANTWV

public void OnPhotonSerializeView(PhotonStream stream, PhotonMessageInfo info)

{

if (stream.Tskriting) YLXVOTNTA KANONG ouvapTNoNG ava
\ stream.SendNext(health); 6801’890)}8“1:0
stream.SendNext (maxHealth); = SerializationRate = 10
}
1 : ' .
e YLXVOTNTA ATTOOTOANC S€SOUEVV
health = (float)stream.ReceiveNext(); ava 6£L)T€p('))\£1TTO
maxHealth = (float)stream.ReceiveNext(); = SendRate =20

1.
J

¥

To IsWriting €ival aAnBeg povo yia Tov Katoxo Tov PhotonView
(TTOPOPOIOG EAEYXOG HE TNV 1I810TNTA ISMine)

= O KATOXOC YPpApel SedopEva KAl TA OTEAVEN
= O1 DLTTOAOITTOI TTAIKTEC AauPavouy kal diapalovy Ta dedopeva




KANnon tou RPC yia TNV oLyXpoVvIouEVN
EKTEAEO OLVAPTNONG

= ALvaTOTNTA ATTOOTOANG §€60UEVYV KA ETTIAOYNG OTOXOUL UE TNV
1610TNTa RpcTarget (All, Master, Others)

pv.RPC("RPC_PickUpGun", RpcTarget.All, id);

= ‘Omola cuvapTNon KaAegital atro To RPC TpéTTel va XOpaKTNEIOTE UE TOV
TITAO [PUNRPC]

[PunRFC ]
0 references
public void RPC PickUpGun{int id)

{
GameObject player = PhotonView.Find(id).gameObject;

transtorm.SetParent( player.transform.GetChild(a));
transform.localPosition = Vector3.zero;
transform.localRotation = Quaternion.Euler(Vector3.zero);
transform.localScale = Vector3.one;
transform.5etAsFirstSibling();




ATTOOTOAN KAl TTApaAaPn TV Events yia tnv
OLYXPOVIOUEVN EKTEAEON KWOIKA

= ATTOOTOAN €vOG Event

Vector2 randomPosition = new Vector3(Random.Range(-stageRadius, stageRadius), 2.97f, Random.Range(-stageRadius, stageRadius));

object][] content = new object[] { randomPosition };
RaiseEventOptions raiseEventOptions = new RaiseEventOptions { Receivers = ReceiverGroup.All };
Photonletwork.RaiseEvent(ActivateHealingPoolCode, content, raiseEventOptions, SendOptions.SendReliable};

= [lapaAaPn Tov Event

private void OnEvent(EventData photonEvent)

{ 1
byte eventCode = photonEvent.Code; HCIpOIJOICI ME TA RPC:

iF {eventCode == ActivateHealingPoolCode) X r1|() Cylb\/EBETTW r] L))\C)TT()ir]CTr] TV EE\/EBF\TS

object[] data = {(object[])photonEvent.CustomData;
Vector3 randomPos = (Vector3)data[e];

v' Agv Eival aTTapEaiTNTN N XPNon €vOg

healingPool.transtorm.position = randomPos; F)k]C)f()r]\/iea\A/
healingPool.SetActive(true};




BeATiIOTOTTOINON ETTIOOONC

» ATTOONKELTIKOC XWPEOG

YOUTTIEON OAWYV TWV fextures yvia TNV GNUAVTIKN PEIWON TOL
ATTOBNKELTIKOL XWPEOL AaTTO 882 MB oTa 334 MB.

> DROTIOUOG

Xpnon Baked (mpoOToOAOYICUEVOL) PWTICHOL YIa TNV abéNon
EMOOTEWYV

» Object pooling (grouping)

Evepyottoinon/ATTEVEQYOTTOINON YIA OAEC TIGC OPAIPES YIA TNV
avénon €méooewy




ATTOTEAEOUATA




ATTOTEAEOUATA - 2XESIACUOC TTAIXVISIOU

EmAexTNkav 8 SokiyaoTeS NAIKIAg 18-34 xpovowyv Kata TNV
Tepiodo XemrepPpiov - OkTwRpiov 2023

Mwg ATAV N YEVLK EQTTELPLA IE TO Tayvidy; Ikavomoinon petall eidn yopwv KoL 16 omAwv O| 60 Kl H OOTég 6d)OQV€

oLvVaiveCN YIA TN
OULUMETOXN TOLG OTNV
afloAoynon kal
OLUPWVNOCAV HUE TOLG

KAVOVIOUOULG TTOL
SivovTal ato TNV
Emtootmr HBIkNG
A€OVTOAOYIAC TNG
Ikavoroinon petath power ups kat upgrades Epevvag (E.H.A.E) Tou
[MAVETIOTAMIOL
ALTIKNC Makedoviag

100%




ATTOTEAECATA - AIASIKTOWON

Méon kaBovoTepnon — 21ms

KaBuotépnon (r MNwc Nrav n yevikn epnelpia pe to Multiplay

5 - Mok kakd

Fuvavtrioate npofAfuata pe tnv Stadiktuakn ouvbeon Zuvavtnoate npofAfuata acuyypovio
ota SWHATLA PE AANOUC TTAIKTEC; n kaBuotepnoeig (la

aTa APKETa ar 0 ard 1 1 T 0 ' ADKETA T BArjuara

22



YOUTTEQLAOUATA

» H avammuén TV yn@IaKwy TTAIXVISIWV UTTOPEN VA YiVEl TTEPITTAOKN OCO
LEYOAGVEI N KAINOKA TOL TTAIXVISIOL.

» H SIadIkTOWON €VOC WYNPIAKOL TTAIXVISIOL TTOOCOETE ETTITTAEOV PriuaTa
oTNV avanTuén kai epgpaviovral cLVOETa TTPORANUATA TTOL
KABIOTOLYV TNV ATTOCPAAPATWON HIA SLOKOAN Siladikaoia.

» To SLOKOAOTEQO KOUMATI TOL TTAIXVISIOL NTAV O CLYXPOVIOUOC TOoL Al
TOL £XOPOV.

» H eutteipia avamTuéng evog WynPIAKOL TTAIXVISIOL KAl CLYKEKPIPEVA
evoc multiplayer maixvibiov NTav eEICOL ELXAPIOTN OCO KAl ETTITTOVN.



MEAANOVTIKEC ETTEKTAOEIC

» [1ePICOOTEPO TTEPIEXOUEVO TTAIXVISIOL OTTWC €N ExBP WV, OTTAQ KAl
avaPabuioelg.

» O1 avaPabuicEIC va TTAPEXOLYV TTIO EVEQYEC ETTISPATEIC OTO TTAIXVIOI.

» Evowuatwon acpaA&iac yia TNV armopuyn KOKOROLAWY XPNOTWV.




>AC ELXAPIOTW!

AKOANOLOEI eTTIOEIEN
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