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Mepiexdueva
01

PuBuioTe 1o TTEpIBAAAOV Unity dnuioupywvtag 1o TTEPIBAAAOV epyaciag XpAoTn
Kal TTPOCOETOVTAG KIVOUUEVA OXEDIO

02 D

AvaTITUETE £va «TUXEPO TTaIXVIdI» 0TO Unity dnuioupywvTag Tn AEIToupyikoTnTa
TOU TPOXOU Kal ONUIOUPYWVTAG TN AOYIKK TOU TTaIXVIOIoU

AOKINAOTE TO «TUXEPO TTAIXVIOI» Kal OEITE TA TTOCOOTA TWV TOAVOTATWY O€ KABE
QVTIKEIYEVO

®
I N D U ST RY AAN\GETE TO TTOOOOTO TWV TMOAVOTATWY TUXAIa A XEIPOKivNTa




Eicaywyn

UNITY Game Development — «Lucky Game»
Ti agopd auTth n evoTnTa

Autn n evotnta neptAauBavel 4 Baoika
Ueuarta:

1. PuBuiote to meptBaAdov Unity
onutoupywvtac ™ SLEmapn xpnotn Kat
TTPOOIETOVTAC KIVOUUEVO OXESLO

2. Avantuéte Eva «Tuxepo nayvidt» oto
Unity dnutoupywvtac tn AEltoupylkotnta
TOU TPOYOU Kot SnULoupywvtac tn Aoyikn
ToU rtayvidLou
3. AOKIUOOTE TO «TUXEPO malyvidL» kot Seite

TQ TOOOOTA TWV davoTNTWV o€ KaGe
QVTIKEIUEVO

4. AAAaéte to mooooTo Twv mdavoTNTWVY
Tuyaia n xewpokivnta

Roulette




SetupUnity Project

Avoic¢te 10 Unity Hub oac.

EAECTE VEO YIO va dNUIOUPYNOETE Eva VEO £PY0. 2€ QUTO TO ONUEIO,
MTTOPEITE VA ETTINECETE ATTO M1 OEIPA DIAPOPETIKWY TTPOTUTTWYV YIA TO
é¢pyo Unity oac.

EmAECTE [MpoTUTTO 2D, OovopdoTe auto 1o £pyo "LuckyWheel {to 6voud
oac}" kal €TMAECTE dnuIoupyia.

2TNV €TAvw OeCIA Yywvia Tou TTapaBupou Unity, Ba Bpceite Eva
AVATITUOOOUEVO JEVOU HE TNV EvOeIcn Layout. ETTIAECTE TR dIATALN TTOU
ETTIOUEITE.

Anuioupyia véag oknvrnc Apxeio > Néa oknvr). INpiv TO atroBnKeUoETE,
ONMIOUPYNOTE Evav VEO KATAAOYO HECA OTO PAKEAO Assets e TO Ovoua
"Scene”,

ATT08BnKeEUOTE TN vEQ oknvrl Apxeio > ATToONKEUOTE TO PE TO dvoua
"Mauiyvidr".

EvrtotrioTe kal elcayayete 1o ProjectLuckyWheelAssets.unitypackage
oT0 Assets-> Import Package -> CustomPackage

PUBuion oknvig

PubBpioTte Tnv avaAuon traixvidiou Tou Editor oe 1920x1080 ) puBuioTe
TNV o€ avaloyia diaoTdoewyv 16:9
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f# Scene o Game W Asset Store
Game ~* Display1 ~ 16:9 Aspect v Scale ®

Low Resolution Aspect Ratios



Create Empty
Create Empty Child
Create Empty Parent

File Edit Assets GameObject Component Jobs Window Help

Ctrl+Shift+N
Alt+5hift+N
Ctrl+Shift+G

2D Object
3D Object
Effects
Light
Audio
Video
ul
Ul Toolkit
Camera = Hierarchy
+ - a-
M Untitled*
) Camera

R

* OpioTe TNV eTIkKETO Camera oe MainCamera.

« EmAéETe Camera GameObject.

* MeTaBeite oTO TTAPABUPO TOU ETTIBEWPNTH.

*  KdavTte KAIK OTO QVOTITUOOOUEVO PEVOU ETIKETAG KAl ETTIAECT

*  EA€&yCte TO TTApABuUpo Project kail avatrtucte To pakeAo Prefabs.

2 UPETE KAl ATTOBEOTE TO TTPOKATAOKEUAOUEVO Canvas oT1o TTapdbupo lepapxia.
MatAoTe Ctrl + S yia va atmoBnkeUloeTe TN OKNVN.
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* MetaBeite oto pevou Gameobject->Camera yia va OnuUIOUPYNOETE MIA KAWEPQ.

v Camera
Tag Untagged * Layer Default
+  Untagged
Respawn
Finish
EditorOnly
MainCamera

¥ 565.6104
Y O

Y 1

5 Camera
WP Canvas

mw Assets
I GUI PRO Kit - Fantasy RPG

o P

=

2 s # 9
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PUBuion TTpokaTaoKEUAOPEVOU KAPRA

‘= Hierarchy

2 UPETE KAl aTTOBECTE TO TTPpOKATAOKEUOAOUEVO Canvas oTo TTapdadupo
lepapxia.

2 UPETE KAl aTTOBE0TE TO TTpOKaTAOKEUAOUEVO Panel Roulette oto
TTapdBupo lepapyxiag péoa oto MNpokaraokeuaouEvo KapRd yia va 1o
opioeTe W 1O TTaIdi Tou Canvas

‘= Hierarchy

+ -

= 1=
e Panel_Custom
WF Panel_Roulette

B Project B 0 « 2UpeTe Kal attoBéoTe TO0 Panel Custom prefab oto TTap&Bupo
- Hierarchy yéoa oto Canvas Prefab yia va 1o opioete wg 10 TTa1di TOU
Canvas
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Avartrtugre 1o Panel_Roulette kGvovTtag KAIK 0TO aploTePO BENOG TOU

GameObiject.

* Avarrtu¢re To GameObject péxpl 1o prefab va @tadoel 010
Roulette_Content GameObiject. Acite TNV TTAPAKATW EIKOVA:

Cull Transparent Mesh

] v Image

* icon_itemicon_0

I

MNone (Material)

Simple

Set Native Size

2UPETE Kal aTTOBECTE Ta CWOTA IKovidia yia KaBe sprite Itemlcon. To Sprite
e crtunciiza I uTTOPEl va Bpedei oto GUI PRO Kit - Fantasy RPG->ResourcesData-
"' >Sprites->Component->ltemlicons.
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2 UPETE KAl ATTOBEOTE T CWOTA £IKOVIOIA YIa KABE sprite
Itemlcon. To Sprite ptTopei va Bpebei oto GUI PRO Kit -
Fantasy RPG->ResourcesData->Sprites->Component-
>|temlcons.

Set Native Size

* Avartugre 1o Rouletteltem GambObject kai €TTIAECTE TO

ltemlcon Kal HETOQEPETE KAl ATTOBECTE TO Sprite oTo
sourcelmage.

v Shadow

Itemicon ~
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To atrotéAeopa Ba TTPETTEI va €ival N TTAPAKATW EIKOVA:

Roulette

ITEM NAME

SHOW/HIDE CUSTOM
PERCENTAGE VALUE

2 Editor v




PuUbuion Tou apXiKou ogvapiou

N

UlController

Kavte 6e€i KAk oTo DdkeAo Script Create->C# Script.

Ovouacia déoung evepyeiwv oto UlController.

EmA&CTe Canvas GameObject kail [pooBrikn oToixeiou

oevapiou UlController.

KavTte dITTAG KAIK 0Tn 0éoun evepyeiwv UlController oto

TTapdBupo Tou £pyou.

AG ypAWOUE TO 2EVAPIO PAG:

A)NpooBioTe BIBAI0BAKeS Unity kal TextMeshPro
I. MpooBéoTe TOV aKOAOUBO KWAIKA KATW ATTO TOV

KwOIKO UnityEngine TTou XpnOILOTIOIEI:
XPNOIMOTTOIWVTAG TO oUCTNUA
xpnoiyotroiwvTtag UnityEngine.Events
xpnolyotroiwvTtag UnityEngine. Ul
xpnoiyotroiwvtag TMPro
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b. MNMpooBikn peTaBAnTwV cevapiou [SerializeField] GameObject particle;
MpooBéoTe TOV akdAoUB0 KwdIKa TTAVW aTTo T ouvaptnon Start(): [SerializeField] GameObiject particleResult;
[SerializeField] TextMeshProUGUI[] textPercentages;

[SerializeField] RectTransform _rectPanelRoulette;

[Seria|ize|:ie|d] RectTransform _rectPane|Custom; [SerializeFieId] TextMeshProUGUI textButtonShowHide;
[SerializeField] RectTransform rectSpinner; [SerializeField] RectTransform _contentltem;
[Seria|ize|:ie|d] RectTransform rectArrow; [SerializeFieId] RectTransform _Contentltemlnput;
[SerializeField] Button buttonSpin;

[SerializeField] Button buttonClose; [SerializeField] GameObject item;

[SerializeField] Button buttonCustom; [SerializeField] GameObject iteminput;

[SerializeField] Button buttonShowHide;

[SerializeField] TextMeshProUGUI txtResult; [SerializeField] Button buttonRandom;

[SerializeField] Image imagelcon; [SerializeField] Button buttonSetValue;

[SerializeField] Button buttonBack;

bool toggle = true;



c. MpooBnikn cuvapTRoEWV oevapiou

MpocBéoTe TOv aKOAOUBO KWAIKA KATW aT1To Tn ouvapTtnon Start():

public void AddButtonSetValueListener(UnityAction
callbackSet)

{

}
public void AddButtonRandomListener(UnityAction

callbackRandom)

{

}
public void AddButtonSpinListener(UnityAction

callbackSpin)

{

}

public void ShowParticleResult(bool show)
{

}

public void ShowParticleSelected(bool show)
{

}

public void ShowTextResult(bool show)

{

}

public void ShowUI(UlIState state)

{

}

public void SetSpinnerRotation(float rot)

{

}

public void SetArrowRotation(float rot)
{

}

public void Setlcon(Sprite sprite)

{

}

public void SetResultText(string result)
{

}

public void ShowltemPercentage(PrizeData[] data, bool
updateToggle = true)

{

}

public void ShowContentltem(PrizeData[] data)

{

}

public void ShowContentltemInput(PrizeData[] data)
{

}

public void SetinputValueToData(PrizeData[] data)
{

}

private void ToggleTextPercentage()

{

}
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d. MpooBiRkn véag Tagng ka1 Enum
MpooBéoTe TOV akdGAOUBO KWdIKA KATW aTtrd TRV Katnyopia UlController:

[Serializable]
public class PrizeData

{
public string name;
public float percentage;
public Sprite sprite;

}

public enum UlState
{
ROULETTE,
CUSTOM



EmoTpéywTe oTo Unity Editor.
EmAégTe Canvas GameObiject.

2UpeTe KAl atroBéaTe oToIXEia Canvas OTIG avTioTOIXEG METARANTES TOU
EAeyktr) DIETTAQNG XPNOTN. AEITE TNV TTOPAKATW EIKOVA:

B ~ ulcontroller (Script)

Text Percentages

Element 0
nent 1 ( ro UGUI)
ro UGUI)

——
UGul)

nent 6

Element 7

T

Custom

tentiteminput (Rect Tra

Item
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PuBuion oevapiou UlController (cuvéxeia)

1. Kavre OITAG KAIK 0T d€oun evepyelwv UlController oto TTapdBupo
TOU £pyou.
2.  Acgypdyoupe 10 ZevApIO UAG:
Al payTte Tov akdAouBo kKwdika péoa oTn ouvaptnon Start():
buttonClose.onClick.AddListener(() => { Application.Quit(); });
buttonBack.onClick.AddListener(()=>

{
ShowUI(UIState. ROULETTE);

D;

buttonCustom.onClick.AddListener(()=>

{
ShowUI(UIState.CUSTOM);

D

buttonShowHide.onClick.AddListener(()=>

{
ToggleTextPercentage();

D



b. Ipawte Tov akOAouB0 KWIKa HEoO OTN CUVAPTNON
AddButtonSetValueListener:
buttonSetValue.onClick.AddListener(callbackSet);

c. [pdayrte Tov ak6AouBo KWAIKa pEoa OTH OUVAPTHON
AddButtonRandomListener:
buttonRandom.onClick.AddListener(callbackRandom);

d. Fpdayte Tov ak6AouBo KwAIKa HECA OTH OUVAPTNON
AddButtonSpinListener:
buttonSpin.onClick.AddListener(callbackSpin);

e. [payte Tov ak6Aoubo Kwdika péoa otTn ouvaprtnon ShowParticleResult:
particleResult.gameObject.SetActive(show);

f. TpdayTte Tov akd6Aoubo kKwdika péoa otn ocuvdprnon ShowParticleSelected:

particle.gameObject.SetActive(show);

g. pdyTte Tov ak6Aoubo kwdika péca oTn ouvdpTtnon ShowTextResult:
txtResult.gameObject.SetActive(show);
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h. pdayrte Tov akdAouBo kKwdika péca otn ouvdprtnon ShowUl:
_rectPanelRoulette.gameObject.SetActive(state == UlState. ROULETTE);
_rectPanelCustom.gameObiject.SetActive(state == UlState. CUSTOM);

i. [pdayrte Tov akdAoubo KWdIKa NECT OTN OUVAPTNON
SetSpinnerRotation:
rectSpinner.eulerAngles = new Vector3(0, 0, rot);

j.  Tpayte Tov ak6Aoubo Kwdika péoa oTn ouvaprtnon SetArrowRotation:
rectArrow.eulerAngles = new Vector3(0, 0, rot);

k. Tpayte Tov ak6AouBo Kwdika péoa oTn ouvdprnon Setlcon:
imagelcon.sprite = sprite;

. Tpayte TOov akOAouBo KwdIka péoa oTn ouvdpTnon SetResultText:
txtResult.text = string.Format("You got a {0}", result);



m. pdayTte TOV akOAOUBO KWAIKA HECO OTN CUVAPTNON
ShowltemPercentage:
if(updateToggle)

ToggleTextPercentage();

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

n. [pdayTte Tov akOAoubo Kwdika péoa otTn ouvdprnon ShowContentltem:

textPercentages]i].text = string.Format("{0}%", data[i].percentage);

foreach(Transform t in _contentltem.transform)

{

if (t '= _contentltem.transform)
Destroy(t.gameObject);

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

{

GameObiject view = Instantiate(item);
view.SetActive(true);
view.transform.SetParent(_contentltem);

ItemView viewlnput = view.GetComponent<itemView>();
string percentage = string.Format("{0} %", data[i].percentage);

viewlnput.SetValue(datali].sprite, data[i].name, percentage);

view.transform.localScale = Vector3.one;
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0. [pdayte Tov ak6AouBo KWOIKA PECA OTNH CUVAPTNON
ShowContentltemInput:
foreach (Transform t in _contentltemInput.transform)
{
if (t '= _contentltemInput.transform)
Destroy(t.gameObject);

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

{
GameObject view = Instantiate(iteminput);
view.SetActive(true);
view.transform.SetParent(_contentlteminput);

ItemViewlnput viewlnput = view.GetComponent<ltemViewInput>();
string percentage = string.Format("{0}", data[i].percentage);

viewlnput.SetValue(data[i].sprite, data[i].name, percentage);

view.transform.localScale = Vector3.one;



p. lpdayrte TOVv akOAOUBO KWIKa HECTO OTN CUVAPTNON
SetlnputValueToData:

_contentltemInput.GetComponentsinChildren<ltemViewlnput>();

ItemViewlInput[] inputs =

int total = 0;
int maxValue = 100;
for(inti = 0; i <inputs.Length; i++)

{

}

int val = int.Parse(inputs]i].GetinputValue);
int valTotal = val + total;

if(valTotal > maxValue)

{

val = maxValue - total;

}

if (total > maxValue)

{
int diff = total - maxValue;
data]i].percentage = diff;
total = maxValue;

}

else if(total == maxValue)

{

data]i].percentage = 0;

}

else

{

total +=val;
data][i].percentage = val;

}

~
)

2

0od 0
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if (total < maxValue)

{

int count = 0;

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

{
int val = int.Parse(inputs[i]. GetInputValue);
if (val == 0)
count++;
}

int sum = maxValue - total;
int[] tempValue = Utils.GetRandomDistribution(sum, count);

count = 0;
for(inti=0; i < data.Length; i++)
{
if(data[i].percentage == 0)
{
datali].percentage = tempValue[count];
count++;
}
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g. pdayTte Tov ak6AouBo KwdIKa pEoA OTH OCUVAPTNON
ToggleTextPercentage:
toggle = !toggle;

for (inti1=0; i < textPercentages.Length; i++)
textPercentages[i].gameObject.SetActive(toggle);

textButtonShowHide.text = toggle ? "HIDE \n PERCENTAGE" :
"SHOW \n PERCENTAGE";
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PuBuion avTikeipyéEvou
SpinController

AnuioupynoTe éva KEVO AVTIKEINEVO
TTaIxvidlou.

OpioTe 10 6voua GameObject o€
"SpinController".

File Edit Assets GameObject Component Jobs Window Help

B NAY & Create Empty Ctrl+5hift+N .
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MpooBnkn cuvapTRoewyv oevapiou
MpooBéoTe Tov ak6Aoubo KWdIKA KATW a1rd Tn ouvdpTtnon Start().:
private void OnClickSpin()

{
}

private void OnClickClose()

{
}

private void RandomizePercentage()

{
}

private IEnumerator Spin()

{

yield return null;



EmoTpéywTte oTo Unity Editor.

EmAéETe SpinController GameObject. n?[g‘i;iors
2 UpeTe Kal atmoBEoTe To Canvas GameObject otn petaBAnti UlController. Agite Tnv

TTAPAKATW EIKOVA:

Prize Data

0 - Spin Controller (Script)

Ui Controller B Canvas (Ul Controller)

* OpioTte 10 pnkog PrizeData o€ 8. E@apudoTe TTAnpo@opicg dedopévwy Prize yia
KAOe TTivaka dedouEvwy Prize. Agite Tnv €mouevn ikéva:

* OpioTe TNV evotnTa Count o€ 8. spinSmoothness = 10; KUKAOG = 5;




PUBuion oevapiou SpinController (cuvexeia)

1. Kavte dITTAG KAIK 0Tn &éopun evepyeiwv UlController oto TTapdBupo Tou £pyou.
2. Ag ypdyouue T0 ZevApIo HOG:
A)lpdyTte Tov akdAouBo kwdika péoa otn ocuvapTtnon Start():
uiController.ShowUI(UIState. ROULETTE);

_isSpinning = false;
_totalAngle = 360 / sectionCount;

uiController.ShowParticleSelected(false);
uiController.ShowParticleResult(false);
uiController.ShowTextResult(false);

RandomizePercentage();

uiController. AddButtonSpinListener(OnClickSpin);
uiController.ShowltemPercentage(prizeData);

uiController.ShowContentltem(prizeData);
uiController.ShowContentltemInput(prizeData);

uiController. AddButtonRandomListener(()=>

smart
nnovators

{
RandomizePercentage();
uiController.ShowContentltem(prizeData);
uiController.ShowContentltemInput(prizeData);
uiController.ShowltemPercentage(prizeData, false);

D;

uiController. AddButtonSetValueListener(()=>

{
uiController.SetinputValueToData(prizeData);
uiController.ShowContentltem(prizeData);
uiController.ShowContentltemInput(prizeData);
uiController.ShowltemPercentage(prizeData, false);

D;



MpdywTe Tov ak6AouBo KWAIKA NECO OTH OCUVAPTNON
if(!_isSpinning)
StartCoroutine(Spin());

FpdayTe Tov ak6AouBo kwdika péoa otn ocuvdaptnon OnClickClose():

Application.Quit();

MpdywTe Tov ak6AouBo KWAIKA NECO OTH OCUVAPTNON
RandomizePercentage():
int[] percentage = Utils.GetRandomDistribution(100, sectionCount);
for (inti = 0; i < percentage.Length; i++)
prizeData[i].percentage = percentageli];
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e. [pdyte Tov ak6AouBo Kwdika péoa otn ocuvdprtnon Spin():

uiController.ShowParticleSelected(false);
uiController.ShowParticleResult(false);
uiController.ShowTextResult(false);

_isSpinning = aAnBIvo;

_prizePercentage.Clear();
yia (int x = 0; x < prizeData.Length; x++)
_prizePercentage.Add(prizeData[x].percentage);

int itemIndex = Utils.GetPrizeByProbability(_prizePercentage);
_randomValue = ((sectionCount * cycle) * spinSmoothness) +
((itemIndex * spinSmoothness) - (_previndex * spinSmoothness));
float increment = 0O;

yia (int i =0; i <_randomValue; i++)

{

float angle = _totalAngle / spinSmoothness;

_zRotation += angle;
uiController.SetSpinnerRotation(_zRotation);
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float time = (float)i / (float) _randomValue;

float interval = Mathf.Lerp(0.01f, 0.1f, time * time);
float angleSpeed = Mathf.Lerp(1f, 0.5f, time);

increment += angleSpeed ;
float sin = Mathf.Sin(increment);

uiController.SetArrowRotation(sin * 15f);

uiController.Setlcon(prizeData[UnityEngine.Random.Range(O,
prizeData.Length)].sprite);
yield return new WaitForSeconds(interval);

uiController.SetArrowRotation(0);
_previndex = itemindex;
_isSpinning = false;

uiController.Setlcon(prizeData[itemIndex].sprite);
uiController.SetResultText(prizeData[itemIndex].name);

uiController.ShowParticleSelected(true);
uiController.ShowParticleResult(true);
uiController.ShowTextResult(true);



PuBuion Tou EventSystem o

MpooBéaoTe EventSystem petafaivovrag oto GameObject->Ul->EventSystem

File Edit Assets GameObject Component Jobs Window Help

Create Empty Ctrl+Shift+N

Create Empty Child Alt+Shift+N

Create Empty Parent Ctrl+Shift+G

2D Object N Tx Play Focused

3D Object >

Effects »

Light b

Audio »

Video >

Ul > Image

Ul Toolkit > Text - TextMeshPro

Camera Raw Image

Visual Scripting Scene Variables Panel

Center On Children Toggle

Make Parent Slider

e [Eorar Scrollbar

) - Scroll View

%ET as st 5. J.ng cire= Button - TextMeshPro I

i:j: 'zsi-"sej.- = . _C;rt: Dropd?wn - TextMeshPro
Input Field - TextMeshPro

Align With View Ctrl+Shift+F

Align View to Selected Canvas

Toaale Active State Alt+Shift+A Event System




20k
(7 e
smart
)J ) o Alnnovators
- o
FaRcEll Co-funded by This project has been co-funded with support from the European Commission. This communication reflects the views only of the author, and the Commission

.: the European Union

Wik

cannot be held responsible for any use which may be made of the information contained therein.Project number: 2021-1-PL01-KA220-VET-000033011



http://www.free-powerpoint-templates-design.com/

www.smariainnovators.eu

=Tl

\\/ S Emphasys 4 :
SPOLECZNA AKADEMIA NAUK =mp ?I&RE_ F e B PCG POLSKA

UNIVERSITY OF SOCIAL SCIENCES A PUBLI C CONSULTING GROUP

COMPANY

'C )

() ATLANTIS
ENGINEERING POLITEKNIKA ATER-MON

TXORIERRI




