Al TAWPUOTI KR &EEvaoci a

AvAanTtT vEak aB3me v T 1 KO U

malL XxXviE oL oL TpPiT1TP
MPOOCWINMOUL HPHE TOAAOTAOUROguURIteEli KT ¢ TOUOTOU
ol T 0T tel OQEfPREaA 1
J Aa0g] kDazg Ok 3 GGdzk OgDz Q40g G309k abz
dZ0gQa §ogQdDBZQ3®@®NQ OQGHaAQokQNQ & QIHAQkQNQ GJ 303 a&k DapN
g DZea Dzizg DX 3 DZ Q] 3dZk QgDz gODNQadZNQgQONQ OQak 303Q0dDNQIgQONG
https://arch.ece.uowm.gr
gol al £6 SO 1 AeEAET AF
GR. OEOA&Y GARUAAOE
GR. O3R?f At OQAR6O3@ET
Q08 A0E, 3173aRl




—

=










Uod Emuliplayer 6 A1 UOT al 63 AT A U6 O1 OA

-f 301 RE T E

Q»
C
gi,
8
Q
B
P>
O
>
j;/
(@Y
D
™n’
0]
-y
in?
o —
>
)]

4

\\ \\ N\

r aIrAuﬁlp)Ialye'rUAl &er UR
I

1 6&F fEVT1 ERGJIS

~' M

m =
([@))



é

i

t dzR@P O j

A5 AoAAAﬁl‘Or ET
UR&BE t EO

EJOAI

ERA dAJUAITA

6 A PRogudhit

ROBAO &t i0S O, 1t

1 OF.AUT t OROOA Tt Ol

6 Rt 0a0.

~

T 41 ERA.

~

Rt RS6 O

ORAT t




d
0

\\

\\

N\

Al

Roguelike
dzUUA G A

AR ~

A
A
A
A
A
A

Qt Ol 1

Turn based 1

(@))
—_)
O

pd BNY ~ ~ ~

()
(¢»))
NV X0

> OO

[T/

R A A 8deARoguelike 6 R
U Rogué [1980)

~

~

O el

Roguelite

N
g — ¢
> & o MM
(@Rl

m»

o g

X — O D>

-~

(et

> Q O T
» —
- OO

o
QX

I > O

O C

70>
— —)

\)

m o

—) Oﬁ
O &

-’

m O

—_—

0
-

X D

m

W e+

> OO

-~

/4
o

-~ y;
o™

O O I O

pY

C’ -

Cb)

) -’ >;

m: =~ X
O+

b

O

b))

-’

[T/

Qo T

m»
—_

(-
D

—)

—
O

[T/

m: 8O g

o O
W

-’

N\ N\

-_)

m»

)

N
>

—

s

—_
m»



dzEOOT VTt 1

@ Unity-

\\W//?_

"y,

L

Ot 1 Ar 1l : DAOEaAl ARFI Tt 1011 4rT1 :

y
@ IEIRIY." ®) blender

zapceiat 8

Paint.net Draw.io




a0Oa4l URE 7T Al OERI ARAQ &

BULLET DRIFTERS




A4 al AUORET |

~

A6 OEUSRI RT

AQt Ol1ET &
&

AOAaAéT ORE]







Bucer o .
ouerers Iz 5 /
A DB Oa REE al A1 O1 PridfonEr ¢ EY r‘ i

A3l oA@TFPEYT aEil OURAOG30 1 AT RUORAOO? Al wRE a arl A
AQL OO O akTl OURALT hdstOiUG @BEBFGOU (. =

OET | OREI 70O 6AI UO@DAaI :
A QEFTFAE®I AR3 ORERE A I0A 6 Al UOD A s i

peer to peer

Boe's Room

TTTTTTTTT




~ N\ ~ N\ ~ ~ \\ ~ N\ \\

RUAUROOI

dzRt 6 O1

i PhotonView
i Photon Transform View Classic

i Photon Animator View

i PhotonNetwork.AutomaticallySyncScene
i PhotonView.IsMine

i PhotonNetwork.IsMasterClient

i OnPhotonSerializeView()
i RPC()

i RaiseEvent()
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public void OnPhotonSerializeView(PhotonStream stream, PhotonMessageInfo info)

{
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if (stream.IsWriting) DZ:J 0 ét r E r A 1
. stream.SendNext(health); a,‘ EU r E Rt | EOF O
stream.SendNext (maxHealth); A SerializationRate=1 0
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health = (float)stream.ReceiveNext(); A (“) é. a E 0 r E ﬁ t
maxHealth = (float)stream.ReceiveNext(); A SendRate = 20
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pv.RPC("RPC_PickUpGun", RpcTarget.All, id);

Ve

A 9
’I:

6 O
o F

[PunRFC ]

-
U

references

AN N\ ~

A RUOARTERE TRPCERFMEAEI AOA ©

public void RPC PickUpGun{int id)

{

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

transform
transform
transform
transform
transform

.SetParent(_ player.transform.GetChild(e));
.localPosition = Vector3.zero;

.localRotation = Quaternion.Euler(Vector3.zero);
.localScale = Vector3.one;

.SetAsFirstSibling();
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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 };
FPhotonletwork.RaiseEvent(ActivateHealingPoolCode, content

. raiseEventOptions, SendOptions.SendReliable};
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private void OnEvent(EventData photonEvent)
{
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byte eventCode = photonEvent.Code; ] AR t T Cj | “ Fﬁ(:
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it (eventCode == ActivateHealingPoolCode) X

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

healingPool.transtorm.position = randomPos; PhotonVieW
healingPool.SetActive(true};
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