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MepiAnyn

To Taiyvidl pag uAotroinBnke otnv TAaT@oppa Unity 2018.1.1f1. 210 kKe@dAaio 1,0a yivel pia
avagopd oTtn ouvioun «MeydAn» 10TOopia Twv PivreoTaixvidiwy. 210 Ke@AAaio 2, Oa
TTEPIYPAWOUNE Tn AOYIKN Tou TTaIXVIOIoU KaBwG Kal TOUG KavOVeEG — CUCTAUATA TToU XpelddovTal
YIQ va QaiveTal OAOKANPWHEVO TO TTAIXVIOI HAG. 2TO KEQAAaIO 3, KAVOUuE OXeOIAOUO Kal avaAuan
pe dlaypduuara Pong .210 ke@dAalo 4, Ba €£ePEUVIIOOUPE TOUG TPOTTOUG HE TOUG OTTOIOUG
MTTOpOUPE va  TTpoypappatiooupe TNV aAAnAemmidpacn Tou XPAOTR ME TO TTauxvidl, TTIO
OUYKEKPIPEVA ava@epOUaoTeE OTO CUCTAUATA XEIPIGKOU TNG Uniy Kai TI Kwdikag C# xpeldleTal va
ypPaoQei yia va uAotroinBouv Ta ev Adyw OUCTAMATA. 2TO0 KEQAAAIO 5, a@oCiwvOuacTeE OThV
TTEPIYPAPH TOU OXEDIOTUOU TOU TTaIXVIOIOU XPNOUOTTOIWVTAG EIKOVEG KAl avaAUOVTAG TOV KWOIKA
TTou Xpnoligotroioape. TéAog, oTo KeE@AAalo 6, TTEPIYPAPOUE TIG HEAAOVTIKEG TTPOEKTATEIG TOU
TraixviSloU Kal TTapaBEéTOUE TA CUPTTEPACUOTA HAG.
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Abstract

Our game was created on the Unity platform version 2018.1.1f1. In Chapter 1, there will be a
quick reference to the history and evolution of Video Games.In Chapter 2, we are going to
describe the logic and rules that hide behind the functionality of our game. In Chapter 3, we design
and implement UML diagrams. In Chapter 4, we explore and study in depth how to program the
interaction between the player and the game.In chapter 5, we focus on describing every part of
the game using images and analyzing the code that we used. Finally in Chapter 6, we make
suggestions that could improve the functionality of the game and come to concludions.
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EuxapioTieg

Apispwvw TNV Tapoloa UETATITUXIAKT] O1aTPIB OTOUS UTTEPOXOUS yoveic uou lwdvvn kai Zogia
kaBwcg Kkai orov moAuayamnuévo pou adep@pd Tadaoo mou BpiokeTal kel wnAa aTov oupavo. 2ag
euxaploTw yiarti 6ev Tayare AemTo va eiote ditTAa pou Kai va ue ornpilere ue 6An oag tnv Yuxn
Kai tnv Ayarn.
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KE®AAAIO 1. H loTopia Twv Video Games

1.1 loTtopia ka1 EEEAIEN

H mpoéAeuaon Twv Bivreotraixvidiwyv 1 video games evroTrifeTal OTa TTPWTA KaBodIkoU CwAARva
ouoTAuara duuvag TTou xpnaoiyoTroifenkav ota TéAn Tng dekaeTiag Tou 1940. Ta mpoypdupata
auTd apyoTEPA TTPOCAPUOCTNKAY a€ AAAQ TTIo aTTAG TTauyvidia Katd Tn dekaeTia Tou *50.

A6 Ta TEAN Tou ’50 kal péoa otn dekaeTia Tou ‘60, Ta TTEPICCOTEPA TTAIXVIOIA YIA UTTOAOYIOTEG
avaTrTuxénkav Kupiwg o€ peyAAa UTTOAOYIOTIKG CUCTAUATA, Kal oTadlakd apxioav va yivovTal TTio
KAIVOTOUO Kal KUpiwg TTI0 TTOAUTTAOKA. ATTO Tnv Trepiodo auTr] Kal £TTEITa 1o BivreoTraixvidia
Xwpiotnkav oe OIAPOPETIKEG TTAATQOPUEG: arcade, mainframe, KOVOOAEG, TTPOCWTTIKOUG
UTTOAOYIOTEG A KOVOOAEG XEIPOG (OTTWG TT.X. TO GameBoy).

To TTpwTo €PTTOPIKG BivreoTraiyvidl Atav To Computer Space Kal KukAo@opnoe 10 1971,
Badovtag Ta BepéAia yia Tn OnuIoupyia Kal avaTITUEN Piag véag Blounxaviag d1aokédaong oTa TEAN
NG dekaeTiag Tou 1970 otig HMA, v lamwvia kar Tnv Eupwtrn. Autr n dvBion eAABE, dpwg,
Méoa aTrd dUo peydAa TEXVOAOYIKG Kpay.

To TTpwTO oNUEIWBNKE To 1977, 6TAV OI £TAIPEIEG avayKAOTNKAV VA TTOUARCOUV aTTapXalwdéva
UTTOAOYIOTIKA CUCTAMATA, KAaTakAUZovTag TNV ayopd

2116 apx£g TNG dekagTiag Tou 70 n ayopd Twv TTAIXVISIWV JE KEPUATA EUNPEPOUCE UE KUPIAPXO
TNV Atari. NMoAAEG eTalpieg, peyaAn TTapaywyn TTaixvidiwv. Autd oTapdtnoe 1o 1978 pe v TpwTn
MEYAAN OIKOVOUIKN Kpian TNG Biounxaviag. MpokARBnKe atrd TNV UTTEPTTOPAYWYR HNXAVWY XWpPIg
va UTTApXEl avtioTolxn TTolkiAia atré Taixvidia. H Atari €xace Tnv KuplapXia TNG ayopdc Kai avoige
0 OpbuoG yia eTaipieg aTTd TNV lamwvia.

‘E€I xpbvia apydTepa, To 1983, Eva SeUTEPO, AKOPN HEYAAUTEPO Kpay ONUEIWONKE. AlTia 0TABNKE
€Vag «KATAKAUGPOG» BIVTEOTTAIXVIBIWV TTOU ETTVIEE ThV Ayopd KAl 0dynoe o€ TTARPN KATdppEeuon
NG Brounxaviag TraixviOoKoOVOoAWV O€ TTayKOouIo TTiTred0. AuTd 00ynoe O€ IO YEWYPOPIKH
aAAayn TngG TTavroduvauiag TnG ayopdg: n Bopeia ApepikA £xaoe Ta TpwTeia oTa BIvieoTTaiyvidia,
Me TNV laTTwvia va kabiotaTal To atTOAUTO AQEVTIKO.

Tote, akpIBWG, ekivnaoe n attoAUTN «ékpnén» aTta BIvieoTralxvidia...
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O1 KUpIEG TTEPIOSOI KA N TTOPEIA TWV NAEKTPOVIKWYV TTAIXVISIWV:
1. TMpwTn yevid (1972-1976)
2. Aeltepn yevid (1977-1982)
3. H didAuon 1ng Blounyaviag To 1983
4. Tpitn yevid (1984-1992)
5. Téraptn yevid (1993-1996)
6. Téutrmn yevid (1997-2002)
7. 'Ektn yevid (2003—-2006)
8. 'EPdopun yevid (2004—-2009)
O1wg civalr Quaikd dev EUTTVNOE pIa PéPa 0 KOOUOG Kal Ta BpAKe OAa ptrpoaTd Tou. Na va
9110)\9,,pﬁdvoups onuePa Ta NAEKTpOVIKA TTaIxvidia pe TO00UG TTOAAOUG TpOTTOUG UTTAPEE dia
oeipd”.
H tropeia Toug €ixe wg €€Ng:
1. MeydAoug UTTOAOYIOTEG =eKIVAOQVE GE HEYAAOUG UTTOAOYIOTEG TTAVETTIOTNHIWV.

2.  Mivi utroAoyioTég (mini-computers) Apxiké Kol auToi aTré TTaveTIoTAUIA.

3. Kaumiveg (Arcade cabinets) [Nou ritav kai n TTpwTn OUCIACTIKI| ETTAPA TOU KOOUOU ME
Ta NAEKTPOVIKA TTaiyvidia.

4. KovoodAeg Me oxeddv Tautdxpovn Kukhogopia pe Ta arcade cabinets atrAd pe diagopd
6 unvwv.

5. ®opnrég kovodAeg Mia xapakTnpioTikn eTaipeia gival n NINTENDO.
6. OIKIaKoi UTTOAOYIOTEG EEKIVIOVTAG PE TTAIXVIDIA TTOU £QTIaxvav ol idlol 0 XPrOoTEG.

7. Online gaming

1.2 Moia givan Ta video Traixvidia pe Ta otroia acxoAouvtal ol ‘EAAnveg gamers;

O1 "EAANveEG gamers TTpoTIHOUV Ta TraIxvidla TrepiéTeiag, ol EAANvideg gamers 1a puzzle
games kal Ta smartphones yivovral 6Ao kai 1o dnuo@IAfl éoov apopd To KOPUATI Twv video
maixvidiwyv. Auta eival opiopéva ammd Ta Bacikd cuptrepdopata épsuvag Tng PayPal kai 1ng
SuperData oxeTikK& pe TNV KATAVOAWTIKY CUPTTEPIPOPE 0Tn 1BV ayopd Twv YnPIakwy ayabuwv
ME Tn ouppetoxn 25.000 atdpwv oe TouhdyioTov 25 ayopég, auutrepIAaufavouévng Kai Tng
EANGOag

Jupewva pe TNV épeuva Tng PayPal kai tng SuperData 10 2018, 01 dvdpeg gamers
otnv EAAGSa Aatpedouv Ta Traixvidia Spdong-epImrérteiag — TOUAdyIoTov TO 45% drAwaoE OTI
Emauge TETOIOU €idOUG TTaIXViIdIa KATA TOUG TEAEUTAIOUG TPEIG PrveG. Ta OCUYKEKPIPMEVO QUTA
Traixvidla mepIAAPBAvVOUV JOKINAGCIEG TTOU OAOKANPWVEIG KOBWGS TTpoxwpd n aernynon ng
I0TOpIaG.

O1 mepioooTepeg EAANVIdeG gamers (55%) eméAe€av Tnv nouxia Twv puzzle games (o€
oxéon pe 10 27% Twv avdpwv) Kal To éva Tpito £TTaiEe arcade games 1o TeAeuTaio Tpiunvo. To
OTOTIOTIKO QUTO OTOIXEIO OUVAdEl PE TIG EUPWTTAIKEG TAOEIG, Pe TO 48% Twv gamers yEvoug

YAotroinon AladpaoTikoU Maixvidiot H/Y pe tn XpAon tng Mnxaving Mpagikwv Unity 3D

10


http://pcgameshistory.blogspot.com/2009/01/blog-post_7949.html

Metantuyioakr Atatppi Munkakng Xprjotog

OnAukou otnv MNpaid ‘H1reipo va trailel kupiwg puzzles. ¢ d1eBvEG eTTiTTed0, T0 49% TWV YUVAIKWY
gamers TTPOTINNOE TNV Yuyxaywyia Twv taixvidiwy dpdong.

H dnpoTikéTNTa TWV CUOKEUWYV gaming dia@épel Kartd oAU avd ayopd. O1 KOVOOAEG Ta
TTave KaAd otnv Bépeia Auepiki kal Tn AuTikr) EupwTTn, VW 01 AoIaTIKEG ayopEG KAIVOUV TTPOG TO
mobile gaming. Ogov agopd TI GuvnBeleg Kal TIG DIABETEIG TTPOG TA WN@IOKA TTaIXVidida, GUP@WVa
ME Ta atmroTeAéopaTa TNG £peuvag IdIKA yia TNV EAAGSa, étav ol EAANVES epwThBNKaV O€ TI €idOUG
OUOKeUEG £TTaIEaV TO TEAEUTAIO Tpiunvo, JIABETOVTAG TNV €TTIAOY TTOAAQTTIAWYV QTTAVTHOEWY,
atrodeixBnke OTI TTPOTIUNCAV KUPIWG TIG KIVATEG OUOKEUEG — TO 71% TWV CUPMPETEXOVTWYV EKAVE
xpnon smartphones, evw 10 49% O1dAeEe Ta tablets.

1.3 To Gaming wg emrdyysApa

O1 'EAAnveg gamers 6x1 uévo TTapakoAouBoulv TrepiexOuevo gaming video (gival evolagépov 10
YEYOVOG OTI 01 AvOPEG €ival TTOAU TTI0 OPACTAPIOI OTOV TOPER AQUTOV — To 45% o€ oxéon pe 10 29%
TWV YUVAIKWV gamers), aAAd kai dnuioupyouv pévol 1o dIKO Toug — To 9% Twv £pwTnBévTIwy, TO
otroio B£Rala wg TToo0aTo gival oUTWG | AAAWG dUO POPEG XANNAGTEPO ATTO TOV TTAYKOGHIO JECO
6po.

Tnv idia aTiypA, T0 éva TPiTo deV TTANPWVETAI KAV Yia Tn dnuioupyia Tou. Mapaddgwg, o1 yuvaikeg
streamers £xouv akopa AlyoTepeg mOaAvOTNTEG va AGBOUV OTTOIOOATTIOTE TTANPWHNA O€ aX€on UE
Tov pgégo avdpa EAAnva streamer — 28% vs 39%. EvrouToig, edv TAnpwBOoUv TEAIKE, 10XUOUV Ol
idlo1 Baaikoi TPOTTOI TTANPWHAG PE TOUG UTTOAOITTOUG — JIAQNUICEIS KOl XOPNYiEG.
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KE®AAAIO 2. H Aoyikn Tou traiyvidiou — Kavoveg — ZuoThparta

2.1 Zevdplo

To game pag cival éva dlaokedaoTikO action First Person Shooter 1rou e€eAicoetal og éva
QTTOUAKPUOHEVO XwpPIO OTTOU TO {EOTTACHA EVOG TTAPALEVOU 10U PETATPETTEI TOUG aVOPWTTOUG O€
aigoaTayn emikivouva {opTT.H Baoikh @iAocogia Tou Traixvidiou gival va TrpounOsutolpe 6TTAQ
YPNYOPa KAl VO CWOOUHE TO XWPIG atrd Ta (OUTTI.

2.2 01 OvréTnTeg — O Kd6opog oTo Traiyvidi pog
Edw kaAoUpaTe va avaAUoOoUPE TIG OVTOTNTEG TTOU Ba UTTAPXOUV OTO TTaiXVAIDI JOG.

» O Player — Xapaktipag Hpwag pag (first person Character)
» O Vendor — Mpopun8sutAg OTTAWY

Eikéva 2.2 Vendor — lMpoun6surng omAwv

»  Z1pamidTNG
Eikova 2.2.1 ZTpaniwrng

YAotroinon AiadpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving Fpagikwv Unity 3D
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»  Ta exBpikd JouT

Eikbva 2.2.2 Zouym

To mraixvidl yag mepiAauBavel 3 diaQopeTIKEG TTEPIOXEG (Territories).

» Village Territory

Eikéva 2.2.3 Village — Xwp16

YAotroinon AiadpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving Fpagikwv Unity 3D
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# Scene
Shaded

!
Yoo om

@ Project

» KolAdda — Lake Valley
Eik6va 2.2.4 KoiAdada

## Scene

Shaded

» HoaioTelyeving TTeploxr — Lava Territory
» Eikova 2.2.5 Heaiorelyevig mepioxn

YAotroinon AiadpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving Fpagikwv Unity 3D
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# Scene
| Shaded

@1 Project

2.3 Kavoveg — ZuoThpaTta

TéAog Ba ava@époupe EVOEIKTIKA TOUG PUNXAVIOPOUG EKEIVOUG, TTOU XPEIAZETAl TO TTAIXVAIDI HOG
va @aivetal oAOKANPwEVO. Oa XpeIaoTOUNE va KPATAUE TIG £ENAG TINEG TTOU Ba TTaifoupE:

Xpripara - Money
ZoOuTT TTou okoTwaoape — Zombies Killed

» Evépyeia — Player HealthBar
» Tévrol

» [Mupouaxikd — Ammo

>  ZKop

>

>

2.3 .1 Kavéveg — ZuoTApaTta

1. Ooov agopd Tnv evépyela Ba £xoupe 100 TOvTOoUG. KABe popd TTou Ba pag emriBeTal
€va CouTT Ba pag agalpei 10 TTOVTOUG. Z€ OEKO XTUTTAUOTA £XOUNE KATAOTPOQEAI.

2. Ooov agopd Toug TTOVTOUG, Ba KePBiICouue 5 TTOVTOUG KABE POPA TTOU TOUG TTETUXAIVEL N
oQaipa pag.

3. Mmopouye va TrupofoAnaoupe kaBe N deutepoAettta (Fire rate)

4. Qi gxBpoi Ba pag agaipouv fwr KGBe @opd TTou uttdpxel olykpouaon (collision) ue Tov
XAPOKTAPA pag

5. Oi1exBpoia Ba Byaivouv atrd kabopiouéva WayPoints e Tuxaio eUpog TToU £XOUE
OnuIoupyAaEl KABE 2 SEUTEPOAETTTA.

6. Av méooupe otn AdBa o Rpwag Xavel 10 TTOVTOUG atrd TNV EVEPYEIQ TOU.

7. Otav éxoupe XAoel evépyela ITTOPOUE VA TNV AVATTANPWOOUKE JE HaYIKO KOKKIVO
MTTOUKOAGKI

8. O xapaktipag pag £xel Tn duvatdTnTa Va ou)\)\éyel avTikéIeva atrd TO £d0POG

9. Ta avTikéiyeva Ta atmobnkéuie oTo Inventory aTr’oTTou JTTOPET Kal Vo Ta XPNOIUOTIOINTE.

10. O xapakTApag pag utropei va aAAdadel 6rAa (weapon switching)

11. 'Exer Tn duvaToTNTa VA YEUICEI UE TTUPOUAXIKA T OTTAC TOU.

YAotroinon AiadpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving Fpagikwv Unity 3D
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KE®AAAIO 3. YAotroinon pe Alaypauppara Porg Epyaciag (Workflow
Diagrams)

1.1 Aiaypappa PoRg yia Tnv ‘Evapén Tou Maixvidiou

To Oldypauua pong TrpoypauuaTog ( ), O€ COUuVTOuOoYypaQia , MTTOpEi va TO
OUVAVTAOOUNE OTTAVIOTEPA Kal WG AoyikS didypappa. MNpokeiTal yia pia oxnuaTikr TapdoTtacn Tou
aAyopiBuou. H évvoia Tou aAyopiBuou eival TToOAU Baaikr) otnv NMANpo@opIkr, evw To SIAYPAUUC
ponG €va TTOAU XPrOoIKo TTEPIYPAPIKO epyaAgio. ‘Eva didypaupa pong atroTteAeital atrd cUuoAa
Kal AéEeig ol otroieg eival o Béon va Teplypdyouv e AsTrTopépeia KABe aAyodpiBuo, KaBe
diadikagia dnAadn etriAuang otroioudrToTe TTPOBAAUATOC.

Apyn-Télog EisoSoc-Efofog

Amodaan / Enstepyaoia

Oa Eekiviiooupe va avaAUCOUUE TNV YEVIKA ETTAQA TOU XPrOTN PE TO TTaIXVidl hag,

OT1106 BAETTOUPE OTO TTAPOKATW BIAYPAPPA, O XPAOTNG APXIKA EPXETAI OE ETTAPI YE TO APXIKO
pevou Tou Traixvidiou. Tou TTapoucidlovtal 2 eTIAOYEG:

I Na gekiviioel To TTalyVvidl TTaTwvTag To KoupTri "Play’,
Il. Na ammoxwproel amrd 1o TaiyVvidl, Tatwvtag oto kouuTri "EXIT™ kal oTnv cuvéxeia "YES®
OTO UTTOPEVOU TTOU TOU EP@avieTal.

E@boov emIAEEEl va ekKIVAOEI TO TTaIyVidI dUO giavia Ta oevdpia TTou TTapoucidlovTal.

. Na kepdioel, TepuaTifovTag To TTaIyViodl,
Il. Na xéozel.

OTr010 aTT6 TO U0 AUTA GEVAPIA TTPAYUATOTIOINBEI, O XPOTNG ETTAVEPXETAI GTO APXIKO PEVOU.

Eg@boov n emAoy Tou XpARoTtn eival va &ekivioel To Traiyvidl, o XpnoTng Eival €TOINOG va
TAonynBei oTo Traiyvid pe Tov Player 1Tou éxoupe @TIdgel atrd Tnv apxr) from Scratch.

YAotroinon AladpaoTikoU Maixvidiot H/Y pe tn XpAon tng Mnxaving Mpagikwv Unity 3D
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Y

Win Game

— 0= Play

Y

Start Menu - Lose Game

Yes

- i

}

A¢ ouvexioouue va douue 10 dldypapua PoAg yia Tnv TTAOAYNoN Tou XPROoTn OTO TTaIXVidl
Player’sMovements Flow Chart

O1rwg BAETTOUNE GTO TTAPOAKATW BIAYPAUUA, O TTAIXTNG UTTOPE va KAVEI TIG £ENG KIVIOEIG:

1. Move forward, TTatwvtag 1o TTANKTPOASYIO £va atrd Ta kouptid (‘W’,’S’A’’'D’)

2. Jump, TaTwvTag oTo TTANKTPOASGYIO TO KOUuTTi "Space”

3. Jump + Moving, TTOTWVTOG OTO TTANKTPOAGYIO TO KOUuTri ‘Space’ padi ye omTolodATTOTE
KoupTTi Kivhong

4. Sprint, TTatwvTag o010 TTANKTPOASYI0O TO KoupTri ‘Shift’ padi pe o1rol0dATTOTE KOUWTTI
Kivhong

Buttons
WSAD

No Button
Pressed

Space + Movement
Button

Jump + Moving

YAotroinon AladpaoTikoU Maixvidiot H/Y pe tn XpAon tng Mnxaving Mpagikwv Unity 3D
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KE®AAAIO 4. Baoikég ‘Evvoleg Tng Unity3d Game Engine

4.1 Eicaywyn Xto User Interface Tng Uinty3d Game Engine

Mpiv gekiviooupe Tnv avattuén Tou Traixvidlol Pag Kal Tn Tapoudiaon Twv AEITOUpYIWV
TNGUnity3D, ag doupe atrd Troia mapdBupa atrapTideTal To EpyaAeio autd. H Tpwtn pag eTagn Ye
OTTOI0UBATTOTE €iDOUG AOYIOUIKOU AOITTOV €€l va KAvel Ye Thv dietragr] xpriotn (User Interface) Tng
EQAPHOYNG.

Edv kaBiocoupe kal «oTmrdooupe» autd TTou PAETTOUNE O€ DIOQOPETIKA UTTO-TTapdBupa, Ta oTroia
atmapTiCouv auTrv TNV «ETTIBANTIKA» €IKOVA TTOU £XEl, Ba TTapaTnprioouue TTwg OAa XpeidlovTal Kal
OAa £xouv KATTOI0 OKOTTO KAl TPOTTO XPAONG aTTd TOV XPAROTN.

4.1.1 NapdaBupo 1: Mia rpwTtn paTid oto User Interface
Eikova 4.2.1. To User Interface tng Unity3D

Q Unity 2018.1.1f1 Personal (64bit) - Demo.unity - DiplomatikiDraft - PC, Mac & Linux Standalone <DX11> = X
File Edit Assets GameObject Component Mobilelnput Window Help
S [ & 5] &3 | [ Center | Local [ & coliab - | [ ] [Account - | [Layers - | [Layout -]
# imatar & Asset Store o= =Hierarchy | & += © Inspector | Services igation @ .=
ATl

() « L%
©Animation | & Project

» & Animations 4 Assets » Zombie »
v i (& Animati
&3 Anims & Materials
& Materials & ModelFBX
G Prefabs & Prefabs
& Shader (& Textures
&l Textures « demo
> G vfx
» & Modern Weapons Pacl
» Gl NatureStarterkit2
(& Prefabs
(& Scenes
» & Scripts

» i Standard Assets
» (G Weapon box v O

Internet Explorer |

4.1.2 NapdaBupo 2: Project Tab

2710 PAKEAO auTO, OTTWG Aé€l Kal TO Gvoud Tou, UTTApXouV OAa Ta Assets Tou TTaixvidIoU Pag.

KaAé gival va uttdpyouv péoa pévo ta Assets TTou XpnoIUoTTOIOUNE OTO TTalXVidl, KaBWg KABE TI
TTOU UTTAPXEI O€ aUTOV TOV PAKeEAO audvel To PEyeBog Tou TeEAIKOU TTaiXvidIou.

Eikéva 4.1.2. Project Tab

— e
€ Game El Console 5 Animation i B3 Project i & =

|Create'| A |4|‘|“
b &3 Animations 4 pAzsets » Zombie »
¥ Gl FreeMachineGun &5 Animations
&5 Anims &3 Materials
&5 Materials &5 ModelFBX
&5 Prefabs &3 Prefabs
&5 Shader &3 Textures
&3l Textures ) demo
> & vix

YAotroinon AladpaoTikoU Maixvidiot H/Y pe tn XpAon tng Mnxaving Mpagikwv Unity 3D
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4.1.3 NapdaBupo 3: Console Tab

Edw Ba avarpéxoupe auyva otav ypdagouue Kwdika. 210 Console Tab utrdpyel n kovooAa g
Unity, n omroia pag divel Tn duvardoTnTa va kdvouue debugging Otav €XOUME WPTTEI OTO
TTPOYPAUMATIOTIKO KOMMATI TNG TTapaywyng (production).

21NV KOVOOAQ Kataypd@ovTal errors Tou agopouv eowTepikd Tnv Unity kai Tov Compiler Tng,
compile/syntax errors TTou a@opouv Ta scripts Ta oTroia ypA@OUNE, warnings Ta OTToia HOG
EVNUEPWVOUV YIa TUXOV puBUicEIS oI OTToieG evOEXETAI VO TTPOKAAECOUV errors g€ runtime
METABANTEG K.G. TTOU KATOAQUBAVOUV XWPO OTn MUVAMN, €VW OUCIACTIKA Oev €XOUV Kapia
XPNOIMOTNTA, KAl ETTITTAEOV PAG TTAPEXEI generic messages, Ta OTToia apopoUV dIAPOPES EVEPYEIES
™G Unity, 6Tmwg X Ka1molo Update kdatroiou plugin fi 011 dev €XOUME TTPOETOINACEI CWOTA TO Scene
jag.

Eikéva 4.1.3 ConsoleTab

€ Game L. Console % | (0 Animation 3 Project .=
| Clear | | Collapse | Clear an Play | Errar Pause | Editar '| | [OF] | 8z | 00
[19:59:09] Cross scene references are not supported: 'RenderSettings' in scene Levell has an invalid reference to 'Directional Light' i'1 o
UnityEditor.GenericMenu: CatchMenu(Object, String[], Int32) =
[19:59:09] 'Directional Light' in scene Example (click to ping it) 1
UnityEditor.GenericMenu: CatchMenu(Object, String[], Int32) —

4.1.4 NapaBupo 4: Scene View

210 Scene view TTPAKTIKG BAETTOUPE GAO pag To Scene TO OTT0iI0 OXEDIAZOUNE auTH TN CTIYUA.
Scene cav va Aépe Map ) Level yia eukoAia. Me 10 Scene view Kdvw €UKOAQ Kal ypriyopa
TepIynon (navigation) yéoa ato Scene pou o€ TTpayuatiké Xpovo (Realtime), xwpig va Tpéxel To
TTauyViodl.

Me 1O TTOVTIKI KQI TO TTANKTPOAGYIO PTTopw €UKOAQ va dw 6Ao To level ammd Tnv apxr HEXP! TO
TEAOG KOl va TO OXEQIAOW OTTWG PE BOAEUEl Kal HETE va dw TO ATTOTEAECOUA O€ runtime.

Eikéva 4.1.4.Scene View

| = Center | @ Local |

5 Asset Store

YAotmroinon AladpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving MFpagikwv Unity 3D
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4.1.5 NapdaBupo 5: Game View

2¢ avTiBeon pe 1o Scene View, 1o TTapdbupo Game View TTpakTIKA deixvel autd TTou Ba gaiveTal
Kal yéoa ato taiyvidl. O,11 BAETTW dnAadn oto Game View gival auté TTou Ba &€l Kal 0 XpAOTNG,
Kal ouvRBwe 1o game view gival To rendered atmoTéAeouab atrd OAeG TIG in-game KAPEPES TTOU
€Xoupue OTAOEI GTO scene pag. MNa mapddelyua, n eikéva 3 deixvel TIG O1apopES avAuETa OTo Scene
kar Game View.

Eikéva 4.1.5.Game View

210 game view TTapatnpoUue 0TI Oviwg BAETTOUPE auTo TTou KAvel render n kapepa! 1o scene
KAvw eAelBepo navigation kal oto game BAETTw auTtd TTou Ba BAETTEl KAl O TTaiXTNG 6Tav Traidel!

4.1.6 MNapdaBupo 6: Hierarchy

>10 Hierarchy BAémw 6Aa Ta game objects TTou uttdpyouv auTr Tn OTIYyU 0T0 Scene, 0€ pia
IEpapxiki doun.

MNa Tapadeiypa, ymmopouue va dolue EekadBapa TTwg oTnv Eikdva 6 €xoupe pia Main camera
¢va Directional Light éva Terrain kai éva Sphere.

= | "= Hierarchy
| Create 7| @AT )
v & Levell Y=
I Main Camera

Directional Light
Terrain

Console

Apa oto Hierarchy BAéroupe 6Aa Ta gameobjects 1Tou £xouv @opTwOEi 0TO
scene pag autr T oTiyun!

Emiong, avagépape Twg oto Hierarchy BAéToupe OAa Ta gameobjects og iepapyikfy doury. Mg
auTd evvooupe OTI uTTopEi va uttdpxouv IepapXieg atmdé GameObjects.

AnAadn n évvoia Tou Child kai Parent Gameobject, 6Tmwg BAéToupe otnv Eikéva 6.1

YAotroinon AiadpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving Fpagikwv Unity 3D
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Eikova 4.1.6.2. lepapyia avrikeiuévwy oro Hierarchy Tab

= Hierarchy | =
| Create = | (CrAll o
L QLEHEII* =

Main Camera
Directional Light
Terrain

Sphere

CapsuleP

- Capsule

Anuioupynoape éva empty GO kai 1o petovoudoaue ot CapsuleP. lNaparnpouue 611 10
CapsuleP civai o PARENT Tou Capsule gameObject kai To Capsule gival To CHILD Tou CapsuleP.
H oxéon 1Tou €xel To parent pe 10 child gameobject eival 1Biaitepn, KABWS av KAVOUUE KATTOIO
transformation atov parent, 1o idlo 6a cuuBei kai ato child, dnAadh an o parent Ba petakivnOei
Katd 2 Tiuég atov agova X, 1éTeE TO id10 Ba cuuBei kai pe To child.

Ouoiwg aTta Scaling kai Rotation transforms.

Etriong, av éva parent gameobject eival atrevepyotroinuévo oto Scene (dnAadn avevepyo),
167€ Ba gival avevepyd Kal OAa Ta child game objects.

4.1.7 NapdaBupo 7: Inspector

lowg até Ta mo onuavtika TTapdBupa atnv Unity, o Inspector deixvel kGBe @opd, avardywg 10
QVTIKEINEVO TTOU £XW €TTIAEEEI p€aa oTo Scene, 6Aa Ta Components Tou cuykekpiyévou Game
Object.

KaBe Game Object éxel ouykekpigéva Components Tdvw Tou avdAoya pe Tnv @UoN Tou
gameobject.

‘ET01, yTTopoupe va “waxouléwoupe’kal va doupe atd Tt Components-«ZUoTaTIKA» ATTOTEAEITAN
K@Be gameobject. MNa Tapdadeiypa, otnv Eikéva 1.7 éxoupe emAéEel To Game object “Main
Camera”

YAotroinon AladpaoTikoU Maixvidiot H/Y pe tn XpAon tng Mnxaving Mpagikwv Unity 3D
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Eikéva 1.7. Main Camera Game Object (Inspector)

“= Hierarchy |

Create T el
w @Leuell*
Main Camera
Directional Light

|

© Inspector | Services

= Mavigation @ -—

-

» Main Camera

[ ] Static =

Tag | MainCamera % | Layer | Default 3|

w A, Transform

@ = =

Background
Culling Mask

Projection
Field of Wiew
Clipping Planes

“Wiewport Rect

Terrain Position ] a0 Z |0
Sphere Rotation >0 0 = 0
¥ CapsuleP Scale 1 w1 z(1
Capsule
v i [+ Camera @ =t ==
Clear Flags | Skybo:x ™

| Evwerything &

| Perspective =
—_— [0 |
Mear 0.3

Far 1000

X |0

W1

Depth

Rendering Path
Target Texture
Declusion Culling

v ]
H 1

-1
| Wse Graphics Settings % |
Mone (Render Textu @

[

Allow HDR [
Allow MSAaA [
Allow Dynamic Reso ||

Target Display | Display 1 ™

w « Flare Layer & =
0 Audio Listener & =t

[ Ldd Component

4.1.8 NapaBupo 8: Transformation Widgets

Ta Transformation Widgets, pog emtpémouv va kdavoupe 3D emefepyaoia (transform
manipulations) Twv Game Object pag. To KAQOIKO €IKOVIOIO PE TO «XEPAKI» Pag BonBdel va
k@voupue Pan yéoa oto 3D Scene pag.

To 20 eikovidlo agopd 10 “Translate” Tool (Metakivnon), kai pe autd kdvoupe Translate Ta
avTiKeigeva pag, péoa atov 3D xwpo, dnNAadr Ta YETAKIVOUUE WG TTPOG TOUG AEOVES

X, Y kai Z.

To 3o eikovidlo agopd 10 “Rotate” Tool (MepioTpori), ye 10 otoio TeploTpéPoupe Ta 3D
avTIKeigeVa pag atov 3D xwpo, dnAadr) TTEPIoTPOPES YUpw aTTd auykekpiuévoug agoveg X,Y,Z. O1
TTEPIOTPOPEG AUTEG UTTOAOYiCovTal ue Euler ouvTeTaypéveg.

To 40 eikovidlo agopd 1o “Scale” Tool (MeyéBuvan), pe To otroio peyeBuvoupue Ta 3D avTiKeipeva
pag otov 3D XxWpo, wg TTPOG GUYKEKPINEVOUG Ggoveg X, Y Kal Z i} kal 6Aoug padi av BEAoupe va
Kavoupe uniform scaling.

To 50 eikovidio €xel €pBel pe TNV ékdoon 4.6 Tng Unity, n otroia TrpooBétel To uGUI oTa tools tTou
éxoupe. To ouykekpIpévo tool pag emmTPETTEl va ETTIAECOUNE OTTOIOBNTTOTE AVTIKEIUEVO OTO scene
Kal va kavoupe “2D Transformations” oc autd, dnAadr va 10 PeyeBUVOUNE, PETOKIVAOOULIE,
TTEPIOTPEWOUE, OTTWG Ba Kavaue o€ kK&troio TTpdypauua 2D yia User Interfaces, yia Tapadeiyua
O1Twg 10 Expression Blend.

Eikéva 1.8. Transformation Widgets

(ORI S = B[]

4.1.9 NapdaBupo 9: Pivot/Center & Local/Global Transform Modes

Me auTég TIG €TTIAOYEG UTTOPOUNE va AAAGEOUHE TOV TPOTTO TTOU Ba CUUTTEPIPEPDE G€
ouykekpipéva Transformation, dnAadn av Ba PETOKIVACOUNE £va avTiKeievo BAoEl TIG

YAotroinon AladpaoTikoU Maixvidiot H/Y pe tn XpAon tng Mnxaving Mpagikwv Unity 3D
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TIEPIOTPEWOUNE 2 AVTIKEINEVA ATTO £VA OUYKEKPIUEVO KEVTPO PETAEU TOUG A yUpw aTTd TOUG
OIKOUG TOUG GEOVEG.
Eikéva 1.9 Pivot/Center & Local/Global Transform Modes

l 'ICenter| lIE.\?'GII::nt:nall

4.1.10 NapdaBupo 10: Play Modes

2¢ auToé 10 panel ytropoupue va doUupe 3 BaiKG KOUPTTIA Ta OTTOIa €ival XprioIua Katd Tnv didpkeia
NG OoKIUAG Kwdika (Testing).

PLAY:

Martwvtag 1o, ekivael To “Play Mode” tng Unity kai Tpéxel 1o TTaixvidl yag! To Game View
CwvTavelel Kal JTTOPOoUE va TTaifoupe Kavovikd..! H ekTéAean oTapartdel 6Tav EavaTTaTtAoOOUNE TO
play button. Mia TTapatipnon: Na mTouue o€ autd 10 onueio o1l dTav ipaoTe o€ Play mode, KaAd
Ba Atav va yvwpioupe TTwg 6,1l aAAayEG KAVOuUE OTo Scene pag, ota gameobjects pag i kai
oTa components Toug dev amroOnkevovTal 6TV OTOMOTHOOUUE TNV EKTEAEOT KAl XAVOUUE
6,71 KAVapE.

PAUSE: Av BeAfjooupe TTOTE va OTAPATACOUUE TTPOCWPIVA Kal OXI EVIEAWC TNV EKTEAEDN yia va
doUpe UEPIKES TIUEG OTOV inspector i yia va dolupe 0TO scene view o€ TI B€on BpiokovTtal PepIKA
gameobjects, utropouue va TTOTACOUPE TO pause button. MNa va ouvexioTei n ekTEAEON
Zavartrardue 10 pause.

STEP: Zmv omdvia mrepimtwon 1ou BéAoupe va eigaoTe TTOAU OXOAOOTIKOI 600V apopd TNV
EKTEAEON TWV scripts pag, TIG aAAayég TTou yivovTal aTo Traixvidl Kai Tig TINEG va aAAGdouv aTov
inspector kapé-kapé (frame by frame), 1617e Ba xpnoigotroioouue 10 step KOUPTTaki, KaBwg Ba
TIPOXWPNOEI TNV EKTEAEDT TOU TTaIXVIOIOU KaTA éva kKapé (frame) kai Ba Eavayivel pause autéuara.
‘ET01, €xoupe TTAAPN €AeyXO OTnv €KTEAEON TOu TraIXvIOIOU HAG Kal Pag AUveEl Ta Xépia aTnv
KupioAe€ia étav Ba raue va kdvoupe debugging.

4.2. Ta Kupia Avrikeipyeva oto Xwpo: GameObjects

4.2.1 Ti eivau éva GameObject;

OuolaoTiké oTidnTroTe UTTApxEl Jéoa aTo Hierarchy eival éva GameObject...!

4.2.2 Nwg dnuioupyw éva GameObject;

MrtropoUpe TTOAU eUkoAa va dnuioupyricoupe éva GO. H TTapakdTw €IKOva pag deixvel Tov
TPpSTTO dnuIouUpYiag.
Eikova 4.2.2.1.a Anuioupyia GameObject
Mtropw va £pBw €dw otnv kapTéAa GameObjects 1 akdépa MO ypriyopa Trmyaivovtag Kai
TaTwvTag 10 KouuTtri “Create New” oto Hierarchy (eikéva B).
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< Unity 2018.1.1f1 Personal (64bit) - GamePlayScene.unity - Spaceship - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Mebilelnput Window Help

m & B Create Empty Ctrl+Shift+N

4 Scene Create Empty Child Alt+Shift+N

Shaded 3D Object » Cube | Creat
2D Object > Spher v

M
Effects » Capsule 1” o
Light > Cylinder = H
Audio ¥ Plane i :
Video ¥ CQuad
ul ’ Ragdoll...
Camera
Terrain
Center On Children T
ree

Make Parent Wind Zone

Clear Parent 3D Text
Apply Changes To Prefab
Break Prefab Instance

€ Game
Display 1 #

Set as first sibling Ctrl+=

16! Stats | Gizmos |7

Mazximize On Play | Mute Audio

Set as last sibling Ctrl+-
Ctrl+Alt+F
Ctrl+5hift+F

Move To View
Align With View
Align View to Selected

Toggle Active State Alt+5Shift+A

Eixova 4. 2.2.1.b Anuioupyia GameObject

(G colab - J [ &

‘i= Hierarchy

— O lereste-| GAT
i Create Empty =
1'_", , Create Empty Child |
=~ 3D Object >
A 2D Object >
Effects b
Light *
Audic »
Video »
Ul #
Camera
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4.2.3 Baoikoi kavoveg yia Ta GameObjects

A¢ apxiooupe va ava@époupe KATTOIOUG BacikoUg «VOPOUG» I Kavoveg TTou IoxUouv yia Ta
GameObijects, ol otToiol Ba Pag BonBricouV va Ta KATAVOACOUNE AKOPa KAAUTEPA aav EVVOIEG.

» 'Eva GameObject ptropei va gival evepyoTroinHéVO | ATTEVEPYOTTOINHEVO

Autd onuaivel 611 éva GameObject ptropei va uttdpxel 0To Scene KavovikéTaTa Kal va gival
“KPUMMEVO” PEXPI VO XPEIOOTEl va “ed@avioTei” | YTTOPEI VO ATTEVEPYOTTIOIEITAI TTPOCWPIVA YIa
Aoyoug Gameplay. MNMpoooxrh duwg, 1TeIdA gival atrevepyoTToinuévo dev onuaivel 6T dev TIAVE
Xwpo otnv pvAun. Otav eival amevepyotroinuévo Eva GameObject eival oav va pnv Asiroupyei
kavéva amd 1a Components Tou, aAAd utTdpxel aTn PvAun. AnAadn, av atrevepyoTToInow TNV
oQaipa, Ba eEagavioTei ammd 1o Scene kal Game View aAAd B6a utrdpxel oto Hierarchy.

» 'Eva GameObject éxe1 ] dev éxel Tag Kal avikel o€ Katrolo Layer

KaBe GameObject utropei va €xel éva Tag ) va gival atrd pévo tou “Untagged” kal va aviKel o€
Katolo layer, 6TTwg Tr.X. To apxikd TTou eival 1o “Default”. Ta Tags / Layers 1ou €xel éva
GameObiject utrdpxouv kal autd aTov inspector, akpIBWS KATW aTrd €KEN TTOU TA EVEPYOTTOIOUWE /
QATTEVEPYOTTOIOUUE

Eikova 4.2.3 To Tag kai 1o Layer rou GameObject

t 01 ctor | Services TR
- ' Hero [_] Static =
Tag | Untagged  #| Layer | Default ]
Prefab | Select | Rewert |  &pply |
[ ¥ .~ Transform [ -
Position X 0.56 Y -3.61 Z|0
Rotation X | 90 Y| -90 Z /90
Scale X (0.1 Y01 Z(0.1

20 Plane (Mesh Filter) ﬁ pr

b .| ¥ Mesh Renderer @ 3 %
@ =
]

b .| ¥ Mesh Collider
b o [+ Player Input (Script)

HeroSpaceship @ = %
p -+ Shader | Legacy Shaders/Transparent/= |

Add Component ]

> 'Eva GameObject éxe1 TouAdyiotov 1 Component kai prropei va €xel wg N
components TTavw Tou.
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KaBe GameObject Ba pytropouce va €xel 1 pévo Component, dnAadr To Transform Component,
10 oTT0i0 €ival To default (Baoikd, TTpo-eTmAeypévo) component kdBe gameobject kai Ba yTropouce
va £XEl TTOAU TTEPICOOTEPQ.

MNa apddeiypa, otnv eikova 2.3.3 BAémoupe Ta 5 Components 1mou €xel To GameObject pag.
To é¢Tpa kKoppdaT KATW atod 10 “Player Input” Component eival Material, ka1 Tou xpeidletal KGBe
3D model A ypagikd yeVIKAG yia va ptropéoel va 1o “Cwypagioel” n Unity otnv 08évn pag.

Eikova 2.3.3
i © Inspector  |[ISERVicES G|
4 ¥ Hero | [] static = -
17 1ag s
Prefab | Select | Revert | Apply |
IT..L Transform il
Position X 0.56 Y -3.61 Z O |
Rotation X 90 Y -90 Z 90
Scale X(0.1 Y01 20 |
¥ | Plane (Mesh Filter) S
Mesh WiPlane o
v . |¥Mesh Renderer -
P Lighting
b Materials
Dynamic Occluded [+
v i ¥ Mesh Collider @ = &
Convex ]
Is Trigger ]
Cooking Options | Mized ... i
I Material ‘Mone (Physic Mati © |
Mesh [ Plane W]
U ¥ = ¥ Player Input (Script) = 8
1 Script « PlayerInput ©
Move Speed 10 |
X_Right Max ‘8.5 |
X_Left Max -8.5 |
Shooting Timer |0 |
Shooting CD 0.1 |
Bullet \/HeroBullet ©
HeroSpaceship G 5 %
T Shader [Le:]ilc!_.r Ehaderszranspari']
| ’ Add Component l
w
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4.3. TA BAZIKA ZYZTATIKA KAOGE GAMEOBJECT: COMPONENTS

4.3.1 Ti gival éva Component;

KaBe Component cupBoAicel katrola diagopeTikr Aeitoupyia Tou GameObject. Eva Component
pTTopEl va TmpoaBEétel Physics kai ouykpouoeig oe éva GameObject, éva dAAo va dnuioupyei
nxoug, éva dAAo va trapdyel particles kai éva Ao va Tou divel Tnv 1810TNTA va TTapdyel ewg! K&be
Component ytmopw va TO KATNYoPIOTTOINOW 0€ 2 KaTtnyopieg: Built-in Tng Unity, kai autd tmou
@TIGxvouue gueic dnAadn Ta Scripts. Kal kdmmou €dw agifel va onueiwBei TTwg kal Ta Scripts
Bewpouvrtar Components.

4.3.2 NpooBikn Component oe GameObject

Mape va dolpue, Opwg, TG TTPpoaBiéTw Components o€ éva Game Object; MoAU atTAd, TTpéTel
TTpwTa va €mAEEW To GameObject TTou BéAw va Tou TTpocBéow véo Component, TT.X. Ag
emAEgoupe 1o Particle System. Ao ekei kai UoTepa, uttdpyxouv 2 TpoTTOI

Eikéva 4.3.2.1% [Ipoa@rikn Component: 1°¢ 1p61mo¢
Mpwrtov, pymopoupe va mape mavw otnv Unity kai va emAé§oupe amd Tnv KapTéAa components
TO component TTou B¢AoUpE va TOU TIPOCBECOUE.

Component  Mobile Input - Window  Help

i -
) Add... Ctrl+Shift+A umm
Mesh * _ | "= Hie
i Effects -] Particle Systemn I ) | Creat
Physics * Trail Renderer v e
M
Physics 20 -] Line Renderer \".."Ir o
Mavigation ] Lens Flare = I
Audio > Hale
Video * Projector
Rendering ’ Legacy Particles
Tilemap »
Layout ¥
Playables *
AR -]
Miscellaneous *
Analytics ¥
Scripts *
[ ~oEL ’ Mazimize On Play | Mute Audio Gizrmos |~
Metwork
23 Pre
XR Creal
Ul
&

Ymapxel Kal €vag d0eUTePOG TPOTTOG, O OTT0I0G EVOEXOUEVWG Va BOAEUEl TTEPICOOTEPO, KABWG gival
i010G JE TOV TTPWTO, ATTAWG PG TTapEXETAI Kal N duvatoTnTa va Kavoupe Search! Maue kateuBeiav
oTov Inspector kal Tnyaivoupe Katw Katw. Ekei 6a Bpoupe 1o koupTri “Add Component”, 10
TTATAUE Kal BAETTOUME KAl BAETTOUNE TNV TTAPAKATW €IKOVA.
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Eikéva 3.2.1° MpooBrikn Component: 2°S Tp61To¢

& Inspector | Services B =
L “ [« Hero [] static =
I Tag | Untagged #| Layer | Default $
Prefab | Select | Rewvert | Apply |
I ¥ .~ Transform [ e =
Position X 0.56 Y -3.61 Z 0 |
Rotation X 90 'Y -90  Z 90 |
Scale XxX01 Yol | Zo1l
¥ .. Plane (Mesh Filter) o
Mesh ||i.I.IPIane | @
v . [¥Mesh Renderer il 5
# Lighting
= Materials
Dynamic Occluded [
b |2 ¥ Mesh Collider @
b o [+ Player Input (Script) e 5
HeroSpaceship =
| p =+ Shader | Legacy Shaders/Transparent/~ |
i ’ Add Component ]

4.3.3 H dopn evég Component

KaBe Component eugavifetal oTov inspector yia 10 ouykekpipgévo gameobject mou €xoupe
EMAECEl Kal TTEPIEXEI €vaV OUYKEKPIMEVO apIBud atrd properties, Ta OToia PTTOPOUNE VA
meipdgoupe. MNa mapadeiypa, ag doupe 1o “Light” Component Tou GameObject “Directional Light”
otnv Eikéva 3.3.1

Eixova 4.3.3.1 NMapadadsiyua Light Component
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8 Inspector

. [« |Directional Light | [] Static =
Tag [Untagged  ¢| Layer [Default  ¢]

i
=

o

P
T

LI
ol1

| D ®

»
)
A
.
-

Mone [Texture

i
4 .|=|
2 1|E

e Qmpoanen

BAémroupe €dw OTI To Light éxel Properties Ta otroia ymropolue va Teipdgoupe, 0TTwg 10 Type
TToU €TTNPEACE! TO €i00G TOU PWTOG TTou Ba £xouue aTo Scene, To Color, TTou gival To XpWHa Tou
QWTOG, Intensity TTou cupPoAilel To TOoo €viovo eival €éva @wg K.a. OAa ptropoUue va Ta
Tmeipdfoupe av Bédoupe. KaBe GameObject £xel Tdvw Tou ouykekpipgéva Components Ta oTroia
atrAd eEutTnNPETOUV auTOV Tov oKOTTO Tou GameObject.
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4.4. OPTANQZH TQN SCENE MAZ ME TAGS & LAYERS

4.4.1 Ti givan Ta Tags;

Otav ypdew KwoIKa, 0 BEAW va KAvw EAeyX0 av Pe XTUTTNOE éva PeydAo ) uiIkpd Zombie. Me
evolagépel av ATav Zombie.A@Aou Ba emiTeBel aTOV XAPOKTAPA PJou oUTWG N AAAwWG. OTToTE €dW
¢pxovtal Ta Tags! Oa mpétel va «Tag-dpoupe» kKOs Zombie pe To Tag “Zombie”. ‘ET1ol, AoimTov,
pe Ta Tags PTTOPOUME VA «UAPKAPOUMPE» KATTOIO QAVTIKEIMEVA, TO OTTOIO PTTOPEI va unv €ival
TTapopola JETAEU Toug, aAAG va avAkouv OAa o€ pia eupuTepn oudda. M.x utropei va éxw yia
exBpoug Goblins, Trolls, Ogres,

Ghouls, Dragons, k.4. Eival pev dia@opeTikoi, aAAG givalr 6Aol «exBpoi». Oa Toug Papkapw
Aoirtév 6Aoug pe 1o Tag “Enemy”, epdoov BEAW aTOV KWOIKA VA UTTOPW VA TOUG XTUTTIIOW OAOUG
ME TO oTTabi You, Kal ag €Xouv SIAQOPETIKEG AUUVEG 1] eTMBECEIC. Asv TTaUOUV va gival 6Aol exOpoi
Kal va £xouv 6Aol evépyela (Health) KTA.

4.4.2 Ti givaun Ta Layers

Ta Layers TpokeiTal yia yia Asitoupyia tng Unity n otroia, 0TTWG Kal Ta Tags, XPNOIKMOTTOIEITAl VIO
va opadoTroifoel katoia Game Objects petagl Toug. XpnaoipgotrolouvTal KUpiwg atmd TIG KAUEPES
€701 WOTE IO Kapepa va EEpel TTéoa atod Ta Layers va «{wypagioe» otnv 086vn. M1Topei gueic
T.X. va £€xoupe 5 Layers, aAA@ va BEAoupe o Traixtng va BAETTEI uévo 4 atrd autd oTo TTaIxVvidl. To
50 Layer, yia mapddeiypa, va eivalr éva BondnTikdé Layer, amoTteAoupevo amd GameObject -
BonBoug

(Zpaipeg, KuBor kai omidATTOoTE GAAO dev BEAOUPE va BAETTEI O TTAiXTNG, TTOU Ba TTPOCPEPOUV
KdTola ouciaoTik BorRBeia atov oxediaoTr) TTou Ba BAETrel o Game Designer 6tav axediadel
emimeda atnv Unity. ETriong, xpnoigoTtroiotvTal atrd Ta @uwTa Kal akOua a1rd To UOTNUA QUOIKAG
™G Unity 010 oTtroio putmopouUpe va opicoupe 611 T1.X. Ta GameObjects Tou avrikouv oTo Layer 1
va unv YImopouv va aAAnAoemmidpdoouv @uaoikd (kpoUuaoelg KTA.) ue To Layer 2 aAAd va ptropolv
pE TO 3.

4.5. OPIZMOZ MNMPOTYMNQN KAI EMANAXPHZIMONOIHZH MEZQ PREFABS

4.5.1 Ti gival Ta Prefabs

To Prefab givail yia dopr Tng Unity, n otroia pag emrtpéel va @ridyxvouue éva GameObject, va
T0 oxediafoupe OTTWG BEAoUPE Kal va Tou Trepvaue 6,11 Components BEAoupe Kal pe O,T1 TINEG
BéAoupe ota Properties Toug.

‘Emreira, n Unity amoBnkelel autr) T dopn (f) template av BéAete) wg éxel oTa Assets Tou
Traixvidlol Pog Kal PTTOPOUPE va XPNOIYOTIOIROOUPE auTh) Tn dound yia va @Tidgoune 6oa
GameObijects (TTou poidfouv aTo apxETutto) BéAoupe! ETriong, pag emTpETTel va aAAG{oupE TO
ApXETUTTO ia @opd kai va aAAdlouv 6Aa Ta dnuioupynuéva GameObjects péoa ato scene!

MNa va 1o 1ToUhE 600 TTIo OTTAA yiveTal: @€Aoupe va @TIALoUPE TTAPO TTOAAG QVTIKEINEVA ME
ouykekpipévn doun atré GameObjects (lepapyia/Components/Values); Me Ta prefabs pmropoupe.

PTG voUPE TO QvTIKEIMEVO Pag pia @opd otnv Unity, To kdvouue Prefab, kai amd ekei
xpnoigoTtrolouue 1o Prefab yia va @riagoupe 6Aa Ta uttéAoitral

4.5.2 O1 emiAoyég Apply, Select kai Revert

‘ExovTtag 10 Prefab ota Assets pag, pag gival TToAU eUkoAo va @ridgoupe apketd GameObjects
TUTTou “PointLights”, apkei va ta kdvoupe Drag and Drop amd 1a Assets oto Scene ) oT0
Hierarchy.
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TuoupBaivel Opwg eav katd AabBog ofrijooupe péoa oto Hierarchy éva Koppatt mov
avnkel o€ Prefab;

Oa doupue 10 £§n¢ mapabupo(Eikovas. 5.2.1)

I& H » Bip01
--m_ -~ L Calf

This action will break the prefab instance. Are you sure
you wish to continue?

Continue Cancel

i Pl = PRSI

“ ¥ Player

Matwvtag continue Aéue TTwg “otrdel” 1o Prefab, kai 6a douuye Ta GameObjects Tou éxouv
aTToueivel xwpic autd TTou YOAIC ofAcaue aAAGlouv Xpwpa Kal yivovTal dotrpa Eavd, Kabwg dev
UTTOKOUVE TTIa 0€ Kavéva apyETutro Prefab.

>1nv EPITTwon TTou B€Aoupe va kavoupe pia aAdayr og éva GameObject kai BéAoupe

auTn va yivel og Prefab Level (6Aa ta Prefabs dnAadn), évag TpOTTOG yia va To €TITUXOUME QUTO
gival va maue kateuBeiav oto GameObject, va kdvoupe Tnv aAAayfy Tmou BEéAoupe kal va
TraTiooupe 10 KOUUTTakl “Apply”, TTou TTA€ov Bpioketal aTov Inspector pévo av 1o GameObject
TTou £xoupe €TMAEEEI UTTAKOUEI KATTOI0 apXETuTTo Prefab.

4.6. H MHXANH rPA®IKQN THZ UNITY3D

4.6.1 Rendering & Drawing

Me Tov 6po Render gvvooupue Tnv TTpdén Katd TNV oTToia «EU@aviovTa» ypagIka atnv 08ovn.
Av kaTI €xel Renderer, 10T autd onuaivel 611 Tou diveTal N duvaATOTNTA VA EUPAVIOTEI TO YpaAPIKO
Tou aoTnVv 086vn, €ite gival 2D eite givar 3D.

To Rendering £xel kamoia diagopd atoé 1o Drawing! Me Tov 6po Draw oucIaoTIKG ava@epPOUAoTE
OTO TTPOKTIKG «{Wwypd@Iiouay ypa@ikwy atnv 086vn. H Unity Traipvel Ta assets mou Ba mrpéTrer va
{wypagicel ammd 10 Assets folder, eite cival 3D €ite 2D kai Ta wypa@ilel atnv 086vn, dnAadn
Kataypdagel Tnv B€an, To oxXAUA, TNV dour], Tov TPOTTO AAANAETTIOpaanG Tou TTEPIBAAAOVTOG Kal TOV
TPOTTO HE TOV OTTOI0 Ba UPAVIOTE £Eva ypa@Iko aTnv 064vn, agou Ta ToTToBeTroE!!

4.6.2 Draw Calls

Ta draw calls eival ouolaoTikd «uéBodor TTou avaAauBdavouv va {wypaioouv ypa@iKa oTnv
086vn».

H Unity 6Tav eival va (wypagiocel ypa@ikd kavel €va draw call yia kdBe object 1Tou €xel ypa@Iko
oTnv 0846vn autr Tn oTiyu péow Tou graphics API, To otroio ptropei va eival eite OpenGL eite
Direct3D.

OA\a ta drawcalls yivovral ANA KAPE. OmroTte 6TTwg Ba kataAaBaivete, autd dnUIOUPYET ApKETA
empBdpuvan, 6cov agopd Tnv CPU, Tov emegepyaaTn pag dnAadn, dpa Kal TO TGO TTI0 apyd N
ypriyopa Ba Tpéxel To TTaiXvidl pyag. Quunbeite o€ autd TO onueio Kal KpAToTe TO €EAG: KAOBE
ypa@iké oTnv 00dévn ptropei va gival TTOAUTTAOKO 1} atmAd. AuTo eTnpedleTal amd apkeToUg
mapdyovteg, T.X. av gival 2D i 3D ypaiko.

To 3D apéowg onuaivel 611 Ba TpéTel va uttdpxeImTAnpogopia BdBoug, 3ou agova dnhadn,

OTTOTE APECWG £XOUUE TTANPOPOPIES YIa pIa ETTITTAEOV PETABANTH: -50% TaxuTtnTa.
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AMNoG TTapdayovTag gival To @wg. Mtropei éva avTikeipevo va @wrTifeTal f} 0x1. To @wg eTTnPeddel
Katd Tdpa TOAU TO TTWG yiveTal render €va ypa@iko, KabBwg avaloya pe T dour) Tou EXETAI Kal
JIaQOPETIKN TTANpoPopia ewTog. ETTiong, éva ypagikd 2D ptropei va gival yikpd og péyebog (16 x
16)  TepdoTio (4096 x 4096), o1TdTE KOl TO PEyeBOG eTTNPEACEl TNV TAXUTNTA.

TéNog, akéua kal Ta Xpwpata, Ta DPl kaBwg kal n XpwuaTtikr TToAéTa n idia TTou
XPNOIMOTTOIAONKE yIa va QTIaXTEN TO ypa@ikd Traifel pOAo oTnv TTANpoopia Tou Ba xpelaoTei va
utroAoyioel n Unity trpiv TTpoxwpAoel otnv diadikacia va {wypagioel KATI yia va To TTAPEl O
renderer! Avahoya Aoittév pe 1o TOo0 eUKoAa (wypagifovTal Ta ypa@ikd aTnv 086vn eTnpeddeTal
Kal N TaxdTnTa he Tnv otroia 6a wypagifovTal, KATI TToU Jag KAVEl TO TTaixVvidl TTIo ypryopo.

Eutuxwg Opwg n Unity éxer built-in ouotnua, 10 otroio BonBdel autd kai pévo EekdBapa Kal
ovoudletal Batching!

4.6.3 Batching

Mpdkerral yia 1o ocuoTnua TG Unity To otroio avaAapBavel pye €Eutrvo TPOTIO VA OUJOdOTIOINCEI
YPOQIKA Ta OTTOIa £XOUV OUYKEKPIUEVN “OUaOOTTOINCIUN" CUPTTEPIPOPA Kal va Ta {wypagicel OAa
padi ye éva kar pévo éva draw call!

Ooca mepioadTeEpa gameobjects kartagépel n Unity va opadotroifoel 1600 TTI0 IGXUPO gival TO
batching kabwg kal N amédoan TOU CUCTAPATOG OTO TEAIKO TTaIXVidI.

Eikova 4.6.3.1 Batch Draw Calls

Ordinary Draw Calls

(11 DrawCalls)

Eikova 4.6.3.2 Batched Draw Calls
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Batched Draw Calls

(3 DrawCalls)

4.6.4 Image Atlasing & Sprite Sheets

Mia dAAN koA péBodOG yia va yAITwvoupe Xwpo otov GPU, kaBwg kal TaxuTtnTa €ival va unv
XPNOIYMOTTOIOUUE 4 €IKOVEG YIa 4 BIAQOPETIKA AVTIKEIUEVA, AAAG va XpnoipoTToifooupe éva Image
Atlas, dnAadn pia yeydaAn ikova (o€ dUvaun Tou 2 TTAVTA), TTOU TTEPIEXEI HECQ TNG OAEG TIG EIKOVEG
TTou Ba xpelaoToupe yia va kavoupe render. Auth) gival pia p€6odog TTou Kavouv KaTd KOpov ol
animators étav B€Aouve va dnuioupycouve animations o€ xapaktApes. Puaikd, Ba pmmopoloapue
va €xoupe 10 €ikOveg aAAd autd onuaivel 10 dIAQOPETIKA QVTIKEIUEVA OTNV PVAUN, evw Ba
pTTOpoUCauE va éxoupe éval
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Number of Images : ¢
Number of DrawCalls : ¢
Number of Objects : 6

Number of Imadges : 1
Number of DrawCalis - 1
Mumber of Objects :
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4.6.5 Sprites

Me Tov 6po Sprites avagepopacTe o€ 2D €IKOVEG, Ol OTTOIEG OUVIABWG TTPOEPYOVTAl ATTd KATTOI0
Spritesheet kai xpnaigoTroloUvTtal katd képov a€ 2D Traixvidia, kabwg gival TToAU atTAd aTnv dopn
Kal TNV XPNOTIKOTNTA TOUG, KAl OEV TTEPIEXOUV TIG ETTITTAEOV TTANPOPOPIEG TTOU TTEPIEXOUV OI UPEG
(Textures).

4.6.6 Textures (YQ£q)

Me 1OV 6po Texture evvooUpe Tnv uen Tou Ba éxel éva 3d povréAo A v eikéva TTou Ba
QVTITIPOOWTTEVEI TOV NPWA Pag oTo Traixvidl. ATrd Tnv oTiyur mou n Unity amréktnoe 2D toolset, o
KOOPOG OTAPATNOE va XpnoiyoTrolgi textures yia ta 2d avTikeiyevd Tou Kai 70 yupioe o€ Sprites.

Me éva texture ptropouue va ammoBnkeUooupe TTOAAN TTEPICCOTEPN

TTANpo@opia atr’ 6,71 éva sprite Kal va Ta XPnNoIUOTToOIRCOUNE TTAvw o€ 3D eTTIQPAVEIEG, UE OKOTTO
va Owoouue Tnv weudaiobnon Tng ueng. EmmAéov, Ta textures pTTopouue va Ta
Xpnoigotroiooupe oav tiles mavw o Unity Terrain, 3 aképa kal oe 3d models kal va dwWoouue
€QE, Ta oTTOIa €ival TTOAU PEANIOTIKA yia TTaIXVidia

4.6.7 Shaders

OMo 10 rendering Tng Unity yivetai pye Tnv Bondeia Twv shaders. O1 shaders d¢gv gival Tapd piIkpda
script, Ta otToia £xouv ypa@Tei o€ HLSL (yYAwooa Trpoypauuatiopgol shaders), Ta oTroia TTpaKTIKA
TTapaueTpoTTOIouV 1o hardware pag (dnAadn Tnv GPU pag) oto Tmwg Ba yivovTal TeAIKA render
OpPICHEVA AVTIKEIEVA

MpakTika Aoimmév pe Toug shaders autd TTou KAvoupe ival va gu@avi¢oupe 1o id1o texture aAAd
ME  OloQopeETIKEG TTANPoQopieg, OnAadh Odla@opeTikh eu@dvion. Ymdapxouv shaders 10U
TTPoadidouv TTapaTTdvw GTPWHA UPAG aTa fdn uttdpxovTta textures, KAVOvVTag Ta va Qaivovtal
avayAuga, uttdpxouv shaders mou Tpoodidouv yuaAioTepr] uen o€ éva texture kar GAAa TTAAI
KOBOUV eVTEAWG TNV TTANPOPOpPIa TOU PWTOG, divovTag TOug TNV duvaTOTNTA VA Eival «aUTOPWTA»
Kal va gaivovTal oav va gival og diagopeTikd Unity Layer.

4.6.8 Material (YAIKO)

To Material, To 01T0i0 OUCIACTIKA TTPOKEITAI VIO TOV OUVOUACUO Texture e Shader TTou BéAoupe
va epapuooTei mavw oe éva GameObject. KaAwg i kakwg, otnv Unity, kd0e gameobject mTou
eP@avifeTal aTnv 080vn £xel €ite éva Sprite (kal ekei TEAEIVE N UTTOBEON av PIAGUE yia 2D) gite
éva Material.

To Material Aoimtév kaBopilel Trolo texture Ba epappoaTei Tavw o1o 3d PovTéAO TOU OTTOIOU
TTeIpdloupe Tov TPOTTO TTou Ba KAvel render TWpPaA, Kal €1Tiong, Ye TTolov Shader.

ETriong, pe éva material yttopoupe va Tpocapudooupe 1o offset Tou Ba €xel éva texture Tavw
Tou, av Oa cival tiled, av Ba To peyeBuvouue aav texture | HIKPUVOUE, £€TO1 WOTE TTY £va texture
va XwpdAel 4 QopEG TTAVW OE PIA ETTIPAVEIA KTA.

Mrtropeite va gavTaoTeite éva material attAd va gival Texture + Shader padi ye Aiyn mapatrédvw
TANpogopia 6cov agopd 1o Tiling. Xuykekpipéva, To Tiling agopd o€ TToI0 onueio TTAvw O€ pia
eiIkéva Ba PTTopEcEl va TTAPOUCIACTEN avadiTTAwaon wg TTpog Tov agova X 1 Y.

Me Tov 6po avadiTTAwan evvoouue Katd Téco Ba BEAauE va €xel TTpoxwpnoel To 1o pixel TG
eikévag (tTo Tavw-aploTepd) Katd Tov X Kal Tov Y dgova eviog TnG €TMIQAVEIAG GTNV OTroid
uAotroigital katrolo Texture; Ta pixels TTou «xdOnkavy» Katd Tnv avadittAwan £Xouv avadITTAwBEi
OTIG AVTIOTOIXEG TTAEUPEG TTOU ONUEIWBNKE N avadittAwon €EoU Kal 0 6pog «avadiTTAwan» 1
aAiwg Offset. To Offset xwpiletal o€ offset otov X kai offset otov Y dgova. ABpoioTikd Ta 2
offsets autd amoteAouv T0 Tiling
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4.7.MEAETH TQN MESH FILTER KAl MESH RENDERER COMPONENTS

4.7.1 Mesh Filter Component

Me 10 MeshFilter Component ouciacTikd Aéue otnv Unity 11 akpifwg Ba yivel rendered.
AnAadn) o6 “Mesh” Ba opTwaoel kal Ba eugavioel atov xpAoTn. N’ autd kai To Aépe “MESH
Filter”. To Mesh gival TrpakTikd 10 3d povtéAo pag. KaBe avrikeipyevo atov 3D xwpo KaAd gival
va 10 yvwpidoupue oav “Mesh” kai 6x1 oav «MovTtéhoy, kaBwg n Unity €xe1 S1apOpPETIKA
opoAoyia ata Models, Ta otroia agopouv humanoids (avBpwTToeidr]), monsters (Tépata),
TPAKTIKA OTIOATTOTE £xel yivel o€ 3d package (6Trwg 3Ds Max / Maya) kai £xel animations
(Kiviioeig) Ta otroia Tratdve ae KATToI0 Rig (ZKEAETO).

H poévn 1diétnta mou Ba douue o€ éva Mesh Filter eival To id1o To Mesh 1o oTroio TrEpIPéVOUpE
va yivel rendered. Av TTaTACOUNE TTAVW OTO KUKAGKI TTOU €x€l OTa EEIA Jag ppaviCel OAa Ta
Meshes 1mou ptropoupe va emmAéEoupe yia va yivouv render. «To Mesh Filter kaBopiCel To 3D
QvTIKEIPEVO TTOU Ba yivel rendered».

Eikéva 4.7.1 Meshes yia o Mesh rou Filter

¥ |0 Sphere (Mesh Filter) @ = %,
Mesh i sphere o}

= - - =1 & a

4.7.2 Mesh Renderer

To Mesh Renderer Component €ival To Component utretBuvo yia 1o rendering Tou Mesh oTo
maixvidl yag. Mépe va dolpe atmo 11 1810TNTEG aTTOTEAEITAI, OTTWG PaiveTal TNV €IKOVA 7.2,

Eikova 4.7.2 Mesh Renderer Properties

v .. | ¥ Mesh Renderer @ 3
P Lighting
b Materials

Dynamic Occluded [+

O1mwg PAETToupe, cival éva Component TTou JTTOPOUPE VA TO QTTEVEPYOTTOINCOOUME KAl
evepyotroifooupe. OtroTe O¢ev gival evepyodg o Mesh Renderer, 161¢ dev yivetal Render 1o

GameObiject. MPOZOXH, 6uwg, yiati To Game Object kai o1 Colliders Tou gival evepyoi,
aTTAd dev gaivovTal oTnv 086vn pag!

H 1&16tnTa Materials, pag evnuepwvel yia 1o méca Materials cival @opTwpéva TTAvW OTO
GameObiject pag tnv idia oTiyury! Mtropoupue va Tou aAAd&oupe 10 Size Kal va Tou dWOOUNE TIUA
2. Tote, Ba pmmopoupe va Tou Trepdcoupe £va 0gUTeEPo material kal va yivovTal render kai Ta 2
materials Tnv idia oTiyu pe dla@opeTikoUg Shaders kai dIAPOPETIKEG pubuioeig aTo tiling Twv
texture Toug!

4.8 Oswpia Mnxavng ®uoikig Tng UNITY3D

H Unity €xe1 dikia Tng Physics Engine built-in, otréte dev Ba xpelaoTei va ypawouue KEtroiou
€idoug

KWOIKA yIa va uTTopéooupe va @Tidoue Ta Physics o€ éva game. MdaAioTa,
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xpnoipotroiei TNV NVIDIA PhysX Physics engine yia 3D kai Tnv Box2D yia 2D physics. Mg
Ta physics yTTopoUue o€ £€va game va TTpooBégoupe TNy £vvoia TnG dUvaung, TG
BaputnTag, TNG OpuNg, TNG dUVAUNG Tou aépa Kabwg Kal GAAa dIdpopa £@E TTOU
TTpoodidouv peaAioud OTO TTaIXVidl HOG.

4.8.1 Collision (4 aAAiwg ocUyKkpouon)

Oa Aéue 6T £xoupe Collision otnv Unity, dnAadr olUykpouon HETAEU 2 QVTIKEIMEVWY I ATTAG
KETTAQN» 2 avTIKEIYEVWY, av Kal yovo av ol Colliders Toug éxouv eTTagr] JETAEU TOUG.

4.8.2 Colliders (i aAAIwg a10ONTAPEG CUYKPOUONG)

Xwpig Colliders dev uttdpyouv physics. Qg Collider opifetal éva e§wTepiké Mesh 1o otroio
ouvnOwg TrepIBAaAAel To 31k pag Mesh, kal xpnoigotroigital kKafapd wg Mesh Trou eAéyyel
yia Collisions. A¢ OKep@TOAUME €va OTPWHA €EWTEPIKO TTOU KAAUTITEI OAOKANPWTIKA TO 3D
povTéAo pag A To GameObject pag oe onueia ou Ba B€Aape gueig va éxoupe collision.

AuTO TOo oTpwpa ouykpivel n Unity av €xel ayyigel | eival yéoa oe GAAa OTpwaTa Kal £TOI
uttoAoyiCel Ta Collisions, dnAadn Tig ouykpouoelg. AG SoUUE TNV TTAPAKATW EIKOVA.

Eikova 4.8.2 O collider o€ oxéon ue ro GameObject

Ag oke@TOUNE KATI GANO. Oa pTTopoloe T.x. éva GameObject va unv éxer Collider. Auto 1o
object dev Ba 1o cupTTepIAGuUBave kav n Physics Engine Tng Unity oToug utroAoyiopoUg Tng Kai
Ba pytropouaav OAa Ta AVTIKEIMEVA va TTEPACOUV aTTO HECA TOU, AEG Kal auTd gival pavtaoua.

Baoikd, ival pia kaAf 16éa va unv Bdafoue colliders ata @avrdouaTta gag ota TTaixvidia pag,
€av QTIGXVoUuE £va Spooky Ghost Story Traixvidl. Autd pe Tnv TPoUTTé0ean 611 TO PAVTACUaA
Oev aAAnAemdpa pe To TrEpIBAAAOV péow physics. ETriong, utrdpyouv ToAAWv €idn Colliders, kai
yia 3D kai yia 2D, av@Aoya Tnv Xprion TTou B€AoUE va KAVOULE.

Eikova 4.8.23 Ta didpopa €idn colliders
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3D Colliders

Sphere Collider: Mpoékeiral yia pgia o@aipa Tou cuvBwg KAAUTITEl OQAIPIKA POVTEAQ
ka1 GameObjects ) opaipikd pépn Twv GameObjects.

Box Collider: Omrwg kai pye 1o Sphere, €101 kai o Box Collider Trpokeital yia évav kUpo
TTOU KOAUTTTEI GAAQ QVTIKEIEVQ.

Capsule Collider: O kaAuTepog collider 66ov agopd humanoid characters. Eival 61rwg
10 sphere collider, aAA& pTmropei va yivel stretched wg 1Tpog Tov Y Kkai va KoAUwel €va
OUYKEKPIPEVO UYog, avaAoya To avTikeiyevo TTou BéAoupe va dpdaael wg collider Tou.

Mesh Collider: O 1o “akpifdg” Collider atrd TAEUpdg UTTOAOYIOTIKWV TTOPWY, KABWG
avatrapayel 1o idio povréAo wg Collider pe To povtéAo Tou otroiou dpa wg Collider €101 WoTE va
eival éva TéAelo Collider Tou kaAUTITEl KGBe mesh kai surface Tou povtéAou. KaAég TTPaKTIKEG
ammo@eUyouv Tnv xprion autou Tou Collider, kaBwg gival TTOAU akpiB6g (a@ou TTPAKTIKA gival oav
va £XOUME TO JOVTEAD 2 popég aTnv 08dvn kKal KaBe polygon Tou va utroloyideTal yia collisions),
Kl yovaTiCel” KUPIOAEKTIKA TO UNXAVNUA pag AOyw Twv TTOAAWYV UTTOAOYICUWV.

O1 KOAEG TTPOAKTIKEG YEVIKA AEVE va xpnoIYoTToIoUhE 600 To duvaTo Mo atmmAoug Colliders
yla va xapakrtnpicoupe Ta Collisions Twv avTikeiyévwy pag. Kdbe GameObject utropei va €xel
mapamdvw amd évav Collider yi' autdv akpIBwg Tov Adyo! ATTAWG pnv exvape: 1o TToAAoi
Colliders kai o ToAUTTAOKOI Colliders = MeyaAuTepn €1megepyaoTikn 10XU yia Ta Physics.

4.8.3 Rigidbody

Maue va doupe pia évvola oAU Baaikn yia Ta Physics Twv game pag. To Rigidbody
Component. Mpokertal yia éva Component TTou ouciaoTIKG Aéel aTnv Unity «uTtoAdyIoE pE WG
Game Object ota Physics». MpakTikd pe autd evvooUpue 6T 0 Collider dev gival apkeTodg yia va
uttoAoyiCovtail Physics. O Collider To pévo 1rou kavel gival va TTapéxel To JECO yIa va yivouv
physics, aA\@ dev evepyoTrolgi To id10 To Physics engine.

OmoTe 6oa Game Objects BéAoupe va uttoAoyiCovtal ota Physics kai va umropoupe va
ypdawouue Kwdika yia Ta Collisions Tou kavouv otov 3d xwpo Ba TTpETTEl va £Xouv auTtd To

Component (Rigidbody), To otroio Toug emTpémel va uttohoyifovTal oTta collisions Tou
Physics engine.

4.8.4 Ta €idn Twv ocuykpouoswyv (Collision Types)

Otav éxoupe Collision propoupe va €xoupe 2 €idn collision €101 dTTWG £X0OUV @TIOXTEI TNV
Unity. Ymdpyel To kaBapodaiuo Collision To 01T0i0 OUCIACTIKA £X€EI VO KAVEI JE TNV QUOIKA
Kpouon/era@n 2 avTikelinévwy pe Colliders kai RigidBodies.
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ETriong, uttdpyxel évag akdpa tUtTog Collider TTou ovouddZetan Trigger. OuaiaaTikd TTpoKeITal TTaAI
yia Collision, pe Tnv dia@opd 611 dev UTTAPXEI Kpouaon. AuTd TTou evvooupe edw gival OTI PTTopEi
¢va Game Object va utrel péoa otov Collider kai va Byel atré Tnv GAAN TTAeUpd Tou.

AuToU Tou €idoug o Collider pag BonBdael va oxedidooupe Kal UAOTTOINCOUUE DIdQopa Q& OTTWG
X ONANTNPIaCUEVO BWHPATIO, OTToU 600 ical péoa aTo dwaTIo déxeaal Damage aAAG dev £xeIg
KaTToI0U €idoug oUuykpouon.

Emiong, ytmopei va xpnoiyotroinBei cav «aiobntripagy yia kamoio Scripted event ] Cinematic. Ol
Triggers Aoirév av kal dev TTapéXouv kKpouan, Trapéxouv TéTolou €idoug Collisions, Ta otoia
BonBdave kal AUvouv GAANG euonNG TTpoRAnuaTa.

MNa dIKIG Yag €ukoAia pTTopoUue va Bewpriooupe OTI uTTapxouv Ta atrAd Collisions peTagu 2
owpaTwv (Kkpouon) kai Ta Trigger Collisions petagu 2 cwudTwy (KATTOI0 va €XEl PTTEl JEOO OTO
GAAO XWPIG va UTTAPXEI PUOIKN €TTAPN). AETTTOUEPEIES YIa AUTO OTNV TTAPAKATW EIKOVA.

Eikéva 4.8.4 Collider kar Trigger

Collider VS Trigger

Collider

4.8.5 O kwdikag oTnv Unity trepi Physics

>1nv Unity Ta Physics uttoAoyifovTtal kavovikd yéoa o1o Cycle Twv Kapé TTou TREXE! JE
ouykekpipéva FPS. Ymrdpyel pia pébodog, n FixedUpdate( ), n ommoia 6Tmwg kai n Update Tpéxel
o€ KGBe Kapé, kapia @opd dpw Kal 2 Kal 3 popES ae KABE Kapé, avaAoya e TOV OYKO
UTTOAOYIOUWYV TTOU £XEI VA KAVEL.

Ovouddetal FixedUpdate, Tp€xel avd TTOAU OUYKEKPIYEVA TTPOKABOPIoUEVA XPOVIKA BIaCTAUATA
o€ OAEG TIG OUOKEUEG Kal Tpéxel Travta Trpiv Tnv Update atnv por| ektéAeong ueBoédwv. Eivai
utreUBuvn yia 6Aa ta Collisions TTou yivovTal 0To game Kai €ival N GUyKeKpIPEVN HEBODdOG TTou
Kavel Toug eAéyxoug yia Ta Collisions Tou mOavwg va éxoupe ypawel ata Scripts pag.

Ag doupe TT0IEG €ival oI KUPIEG EVTOAEG-UEBOSOI TTOU UTTOPOUE VA YPAWOUE YIia va
ulottoiooupe Physics.

Eikova 8.5 O1 3 ekdoxéc ue@odwyv yia amAo kai Trigger Collision
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OnCollisionExit

¥

OuolaoTikd otnv idla Tnv Unity, edv yéoa og o1rolodnTToTE Script ypawouue ..

Void OnCollisionEnter (...)
{

}

avapepouaoTe auéowg ota Collisions TTou Ba cupPaivouv dTav £va avTiKeievo EpXETal

o€ TTaQr pE Eva AAAO, kKal Ba TpECel pia popd.

MpakTikd Tpéxel TavTa étav yivetal n era@n. To OnCollisionStay( ), ammé Tnv dAAn, Ba Tpéxel o€
KaBe kapg, epdoov uttdpyel Collision (eTagr) o€ KABe KapE.

To Enter kai Exit ag@opouv 10 Kapé aTo oTToio YiveTal £€£0d0¢ Kai €icodog oTo Collision, dnAadr
MIa @opd. AuTO onuaivel TTwg AV OTAPATHAOEI va UTTAPXE ETTaQr], Ba TpéEel n OnCollisionExit().

Some Code here...

4.8.6 MEAETH TQN AIA®OPQN COLLIDER KAI RIGIDBODY COMPONENTS

Edw Ba avagepBolpe emmypappaTika atoug didpopoug colliders TTou ummopolv va £Xouv TTavw
Toug Ta Game Objects

4.8.6.1 Sphere Collider

‘Exoupe Tn duvatdtnta va meipafoupe Tov Collider, av maticoupe mavw oto “Edit Collider”
button pag divetal n duvardéTnrta va “rrai§oupe” pe 1o oxfiua Twv Colliders. Av TTANCIAGCOUNE APKETA
kovTd atov Collider, ytropouue va doUE PEPIKES TEAEIEG, Ol OTTOIEG AV TTATAGOUNE TTAVW TOUG Kal
oupoupe TO TTOVTiKI, TOTE Ba aAAGEel oxripa o Collider.

H 1816TnTa IsTrigger agopd 10 av o Collider autdg Ba eival Trigger i kavovikdg Collider).

H 1016TnTa Material déxetal éva Physic Material (6x1 dnAadr Ta Materials Trou yvwpioupe!): Ta
Physic Materials ouciaoTikd €ivar materials TTou a@opoUv TNV CUPTTEPIPOPE EVOG QVTIKEINEVOU UE
1O TrEPIBAAAOVY, dNAAdNA va £xel CUUTTEPIPOPA EUAOU, peTAAAoU, TTdyou, AAaTiXxou K.A.TT. AQopd
onAadn 1816TNTEG OTTWG avatmdnon oTig mipaveieg (bounciness), TpiIRr (Linear Drag) kai Tnv
ywviakn Tp1Br (Angular Drag) rou Ba €xouv ol Colliders.

011816TnTeg Center kal Radius agopouv Tov Sphere Collider cuykekpiyéva kai gival TTpaKTIKA n
B¢an Tou kévtpou TnNG ogaipag atov 3D xwpo cuugwva pe Local Coordinates (BupnOeite Tnv 1n
€voTNTA TOU pabruaTtog kal To Radius gival n akTiva TG o@aipag, Togo peydAn Ba eivail.

Eikéva 8.6.1 Sphere Collider Component
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=) Slapisisinl=ln

4.8.6.2 Box Collider

Center: opoiwg pe 1o Sphere
Size: TpokeImal yia 7o PEyeBog Tou KUPBouU (scale) wg Tpog Toug 3 Agoveg.

Eikova 4.8.6.2 Sphere Collider Component

=) 0 CIMmaonen

4.8.6.3 Capsule Collider

Capsule Collider gvdeikvuTal yia avBpwTToEId HOVTEAQ.

To Height avagépetal ato Téo0o WnAo ival To Capsule.

To Direction avagépetal oTov d§ova aTov o1roio Ba déxeTal Uyog 1o Capsule.
Eixova 4.8.6.3 Capsule Collider Component

YAotroinon AiadpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving Fpagikwv Unity 3D
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4.8.6.4 Mesh Collider

O Mesh Collider, o€ avtiBeon pe Ta dAAa Colliders, pévo To Material kai To is Trigger £x€l KpATHOEL.

Convex: Av auTi n 1I816TNTa €ival evepyoTroinuévn, T6Te autdg o Mesh Collider 8a kaveil Collisions
pe aAAa Mesh Colliders.

Smooth Sphere Collisions: Otav eival evepyotroinuévn kai auth n 1016TNTA, TOTE £XOUME
smoothing €@¢ Otav éxoupe emTa@n Pe Agio £dag@og (smooth terrain), 1.x. yia va kKdvouue
gCopoiwan piag PTTAAag TTou KUAGEI o€ Evav AOQo.

Mesh: Avagépetal ato Mesh 1o otroio Ba xpnoipgotroiiael yia va @Tidéel 1o

Collider Mesh.

Eikova 4.8.6.4 Mesh Collider Component

¥ || ¥ Mesh Collider @ = &
Convex ]
Is Trigger
Cooking Options | Mizxed ... i
Material Mone (Physic Material) @
Mesh Mone (Mesh) @
[ Add Component |

4.8.6.5 Rigidbody Component

Mass: MNpokeitail yia Tnv pdafa Tou GWUATOG TNV OTToia Ba XPEIaoTE yia va
uTToAoyioel DUVANEIG QUOIKAG (TT.X. BapuTnTa) KOBWG KAl KPOUTEIG.

Drag: Néon avriotaon Ba £xel TO AVTIKEIUEVO GTOV a€Pa, KATI TTOU ETTNPEACEI TO
600 Ba KiveiTal £va avTikeigevo otov 3D xwpo péow duvauewv QuUOoIKng (Force).
Angular Drag: 1810 ye 1o Drag, amAwg agopd Tnv ywviakr avTtiotaon, dnAadn tnv
avTiotaon oTov aépa Baoel epIoTpoPwy (Torque).

Use Gravity: MNMpakTik& av gival evEPYOTTOINUEVO, TOTE EXOUNE TNV EAEN TNG
BaputnTag oTo avTikeipevo pag Kal Ba 1o TpapAgel katw, dnAadn TTpog Tov global
apvnTikd dgova Twv Y Tng Unity.

Is Kinematic: Av gival evepyoTroinuévo, T0Te dev eTTnpeddeTal atod Ta physics,
OnAadn dev Ba ptTopécel KATTOI0O GANO AVTIKEIYEVO VO TO OTTPWEEI TTOTE A va TO
METAKIVACEL, 1] VO TO avayKAoel va KAVEl KATToIa TTEPICTPOYN, TTap’ OAa auTd,
uttapxel akéua Collision padi Tou. Xproipo 6tav BéAoupe va @TIAEOUUE KIVOUPEVEG
TIAATQOPUEG 1 VA TTPAYUATOTTOINCOUNE VONTEG KpoUoelg (Triggers) pe avTiKeipeva
Ta oTroia OV KIvoUvTal JE SUVANEIS QUOIKAG AAAG pe animations.

Interpolate: Av Tapatnpricoupue 611 Ta Rigidbody pag kivouvTal «ayaputra», TOTE
Ba TTPETTEl VO EVEPYOTTOINCOUKE Pia atro TIG TOAvVES Tou TINEG aTOV Inspector. Agv
XPEIAZeTal va Tou dWOoOoUE IBIAITEPN onuaaia auTr Tn oTiyu TTaviwg.

Collision Detection: MNpdkeital yia Tov TpéTT0 TToU Ba eAéyxel Ta collisions n Unity yia
T0 ouyKkekpiyévo Rigidbody. AoxoAoUpaoTe pe autd GuvhBwS OTav £XOUNE va
KAvoupue Pe TTOAU ypriyopa QVTIKEINEVA, Ta OTToia TTEPVAVE HETa aTTO GAAQ KAl OEV
TrpoAaaivel n unxavn va o<l av yive collision. 'Exoupe Aoimrév 3 TUtroug collision
detection:

Discrete (A1akpIT6G): MpoKeTal yia TNV TTPOKABOPICUEVN TIUR KOl TOV TTI0 KAQOIKO
TPOTTO TToU eAEyxoupe collisions o€ éva scene avd TaKTA Xpovikd diaoTAuaTa
(BAétre FixedUpdate).

Continuous (Zuvexég): XpnoipoTrolgital ouvriBwg yia Ta oTaBePA aVTIKEIPEVA
oTtov 3D xwpo 1mou BEAoupe va eAéyEouv yia collision pe TTOAU ypriyopa
QVTIKEIYEVQ.

Continuous Dynamic (AuvapiKOG Zuvex£G): XpnOIUOTTOIEITAl OTA TTAPA TTOAU
YPNYOPQ QVTIKEIMEVA TTOU KAVOUV KPOUCEIG UE AAAQ DUVAUIKA QVTIKEINEVA GTOV
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3D xwpo kai Aéyw TaxuTnTag Toug, dev TTpohaBaivel TToTE To Engine 10 id10 va
uttoAoyioel Collision.

111

Constraints: A@opd Toug TTepIOpIoUOUG TToU Ba €xel To avTikeigevo atov 3D xwpo.
2UYKEKPIUEVA, UTTOPOUKE VA «KAEIBWOOUUE» TV BUVATOTNTA TOU VA TTEPICTPEPETAI

] KOl va KIVEITalI akOua o€ évav guyKekpIpévo agova. I’ autd, uttdpyxouv autd Ta
Checkboxes kaTw.

O1 emAoyég Continuous kal Continuous Dynamic, akpIfwg €TTeIdN eAEyXovTal JOViIPWG,
KaAG Ba eival va atto@elyovTal av UTTopoUlE va xpnaoiyoTroifjooupe 1o Discrete, piag
Kal xpeidgovtal TToAAOUG UTTOAOYICTIKOUG TTOPOUG YIa VO TPEEOUV OWOTA.

Eikéva 4.8.6.5 RigidBody Component

¥ .. Rigidbody @ = .

Mass 1

Drag 0

Angular Drag 0.05

Use Gravity [+

Is Kinematic ]

Interpolate | None ¢

Collision Detection | Discrete &l
b Constraints

add Component |

4.9. Animations 2tnv Unity3d Kai Texvnti Nonpoouvn

4.9.1 To ocuoTnua Twv Animations tng Unity3D

H Unity utrooTnpiCel animations. Otav B£Aoupe va KAvoupe KATToIa CUYKEKPIPEVN Kivnon Kal
Oev uTTopoue va Tnv Kévoupue Baoel KWAIKA, YIaTi eV UTTOPOUHE VA YPAWOUNE KAT EIpOKivNTa,
TTapd HOvo duVaNIKA, TOTE EPXOPACTE OTNV AVAyKn Tou animation system tng Unity.!

To Animation System gival 0,TI TTPETTEI VIO CUYKEKPIPEVEG KIVAOEIG aTOV XWwpo. Kal étav Aéue
OUYKEKPIPEVEG, EVVOOUNE TTWG O,TI TIUEG TTEIPAXTOUV KATA TNV «EYYPOPr» TNG Kivnong, auTtég ol
TIUEG €ival TTOU Ba «TTaIXTOUV» OTO OTABIO TNG AVATTAPAYWYNG Tou animation.

4.9.2 Keyframe-based Animation Systems & Tweening

Me Tov 6po KeyFrame evvoouue OTI UTTOPOUNE HECO O€ £VA TTETTEPATUEVO
Kal KaBopiopévo Xpovikd dIAaoTNa, OTTWG YIa TT.X. 8 deuTePOAETITA } 4 AeTTTd
1 10 Wpeg, va oxedIAOOUNE AETITOUEPWG HIa Kivnon Xwpig va aocxoAnBoupue
ME OAa Ta Kapé.

O 1pdTTOG TTOU BoUAEUEI TO oUOTNUA gival 0 €EAG:

OpiCoupe o€ CUYKEKPIPEVEG XPOVIKEG OTIYMEG TOU OIOCTHMATOG TNV aKpIRnA
B¢on, epioTpon 1 Scaling TTou BéAoupe va éxel éva GameObject oTo
Transform Component Tou Kal atré ekei Kal U0TEPA TO CUCTNUA avaAauBAavel
va @TIAgel 6AN TNV PETABACN TOU QVTIKEIEVOU PETAEU TWV OUYKEKPINEVWV
XPOVIKWY OTIYUWV TTOU £€XOUNE opiael. AUTO PTTOPE €TTIONG va Yivel yia
OTTOI00ATTOTE CUVOUAGCNO aTTd properties TTou £X0UV CUYKEKPIUEVA
components. Ag TTouue éva TTapAdelyua.
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To poévo 1Tou pag evolaépel ival ol BEoeIG TTou Ba £XEI TIG CUYKEKPIPEVES
XPOVIKEG OTIVUEG Kal OXI TO TTWG Oa TTael ekei. AuTO gival SoUAEId TOu
OuOoTAUATOG Kal ovopddetal Motion Tween. Kai Ba To doUpue TTpakTIKG oThV
avatTuén Tou ZombieAnimatorController oTn ouvéxela Twv EVOTATWY PAG.

4.9.3 Animation Component

Ag doUpe TTpooeXTIKA TTO TI atroTeAeiTal To Animation Component (eikéva 9.3)

Eikova 4.9.3 To Animation Component

P — -

vir [+ Animation ﬁ S5
Animation Mone (Animation Clip) @

F Animations
Play Automatically [¢
Animate Physics ]
Culling Type | Always Animate

ar

[ Ldd Component

1. To “Animation” Property ouciaoTikd €xel TO TPEXOV popTwuEVO Animation To
oTroio Ba ptTopei va Traigel avda TTdoa oTiyun.

2. To Animations gival yia Aiota pe animations, n otroia pTropei va yivel accessed
atrd Ta Scripts TTou £xoupe ypdwel Kal BéAoupe va aAAnAoeIdpAcoupe padi Tou.

3. To bool “Play Automatically” étav civai true, To animation Traiel ye 1o TTOU
EeKIvVAEl TO TTAIX VIO

4. To bool “Animate Physics”, ouclaoTikd, pag pwtdel av 8a BéAape va
aAAnAoemdpd To Animation pag pe Physics.

5. TéMog, 1o Culling Type kaBopiCel Tréte dev Ba 1Tailel To Animation. Eival apketd
TIPOXWPNMEVO yIa TO scale Tou project pag, otréTe dev Ba TOU BWOOUE 1BIaITEPN
onuaaia.

Me 1o Animation Component xpnoiyotroloUpe Ta Animations tmou £xoupe @TIdEel 0TO Animation
Window

4.10 MEAETH TOY PARTICLE SYSTEMS COMPONENT

21a mraiyvidla pog éxoupe kal dAAou gidoug ovtdTNTEG, OI OTTOIEG gival AANOTE O€ uypn f agpia
Hop®r, KOIVWG TTOAU dUOKOAO va TIG avatrapacTiiooupe pévo pe Meshes ) Sprites. MNa e@é 61Twg
METOKIVOUPEVA UYPd, KOTTVO, OUVVEQA, QWTIEG KOl PaYIKG EOpKIa, UTTAPXEl MIO OIAQOPETIKN
TIPOCEYYION OTA YPAQIKA, CUYKEKPIMEVWY CUOTNUATWY, YyvwoTd w¢ cwuartidia r Particle
Systems.

4.10.1 Eicaywyn ota Particle Systems
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Ta Particles (owpaTidia) eival gikpég, aTTAég eikdveg i} meshes, Ta otToia epgavifovtal aTnv 00évn
KalI KIvouvTal o€ NeyAAoug aplBpoug péow evog Particle System. KdBe uikpo particle cupBoAidel
éva JIKPO PEPOG aTrd pia uypr] A Auop®n ovToTNTA, KAl TO OTITIKO €€ TToU dNPIOUPYEI N Kivnon
OAwv Twv particles paci dnuioupyei TNV Weudaiodbnon Yiag oAoKANpwuéVNG ovioTNTAG.

XpnoiyoTroiwvTag éva vEQOG Katrvou cav TTapddeiyua, kdBe Particle Ba cuufoAide éva TTOAU
MIKPO HEPOG AUTOU TOU VEQPOUG.

Av 6uwg 6Aa Ta Particles padeudvroucayv o€ pia TTePIOX OAa padi pe peydin

TTUKVOTNTA, TOTE Ba @aiveTav OTI g€ AUTAV TNV TTEPIOYT] UTTAPXE! Eva HEYAAUTEPO VEPOG.

Mepikég Baoikég Evvoleg TTou Ba TTPETTEI va KpaTAooupe yia Ta Particles €ivai o1 €€AG:

6. KaBe Particle (cwpartidlo) £xel Trpokabopiouévo xpovo (wig (lifetime), Tutmika

MEPIKA BEUTEPOAETTTA, KATA TNV SIGPKEIN TWV OTTOIWV PTTOPEI va TTAPOUCIACE! HETOROAEG. =EKIVAEI

n «fwn» Tou OTav eKTTEUTTETAI I aAAILWG Emmited atrd 10

Particle System.

7. To Particle System kdavel emit (extrépTrer) particles o€ Tuxaieg B€a€ig yéoa o€ pia

TTEPIOXN TOU XWpPOU, dounuévn cav Jia oQaipa, NUICEAipIo, KWVOG, KOUTI

Kdtrolo GAAo Mesh.

8. Ta Particles @aivovtal oTnv 086vn PEXPI KATTOIQ OTIYMI VO TEAEIWOEI O XPOVOG

CwNAG Toug, 61ToU KaI agalpouvTal atréd 1o Particle System.

9. To Emmision Rate Tou cuoTthuaTtog eTTnpeddel Tov pubuod TTapaywyng particles yia

KGOe deUTEPOAETITO, AV KAl PEPIKEG POPEG TO Rate ptropei va gival kair autd Tuxaio

eAaxioTa.

10. H emAoyn pag 6oov agopd To Lifetime kai To Emmision Rate Tou ouotipatog
eTnpeddlel Tov yéoo apiBuod Particles ou Ba @aivovtal avd Tadoa oTiyuR oTnVv

086vn.

4.10.2 To Particle System Component — Core Module

To Particle System Component éxel éva Core Module (kUpla Asitoupyia) TTou agopd OAo To
oloTnua, Kal atré ekei kal UoTEPA €xel MIKPA UTTG modules TTou TTpoaBéTouy TToIKIAia Kal fX oTa
particles pag. Ag douue 1o Baoikd Module yia apxn (eikéva 10.2)

Eikova 4.10.2 Core Module
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VVVYVYVYVY A\

\ %

€ Inspector | Services 52 Mawigation e
|  ©penEditor.,. | &

n Flare ]

(1)

Ciuration 1.00

Loaping (|

Frewarm

Start Delay 1] v

Start Lifetime 0.1 T

Start Speed 4] v

3D Start Size O

Start Size 0.1 0.1 v

2D Start Rotation (|

Start Rotation 0] "

Flip Rotation 1]

Start Caolor v

Gravity Modifier 1] =

Simulation Space Local %

Simulation Spead 1

Delta Time Scaled :

Scaling Maode Shape ]

Play ©n Awake® v,/

Emitter Welocity Rigidbaody % |

Max Particles 10000

Aute Random Seed v

Stop Action Mane 3

» Emission -

[F 5 1] = =i

Duration: Noéon wpa Ba gival evepydg o Particle System até tnv oTiyun mou 8a
gekIvnoel.

Looping: KaBopilel av 1o System Ba Eekivael atrd 1o pndév Eavd, otav @Tdoel To
MéyioTo Tou Duration Tou.

Prewarm: Av gival evepyotroinuévo, Téte To oUoTnua Ba Eekivioel atmd TO PNdEV £XOUE
ndn oAokAnpwoel £va cycle Tou emission Tou (TTPETTEN va gival kal To Looping
EVEPYOTTOINUEVO).

Start Delay: KaBopilel Tnv kaBuaTtépnon oe deuTEPOAETTTA, TTPIV ApXioEl va yiveTal
emission Twv particles.

Start Lifetime: KaBopilel Tov xpovo {wn¢ yia KaBe particle.

Start Speed: KaBopiCel Tnv TaxutnTa 1ToU Ba £xe1 KAOe particle.

Start Size: KaBopilel To yéyebog mmou Ba £xel KABe particle.

Start Rotation: KaBopilel Tnv ywvia TTePIOTPOPAG TTou Ba £xel KABe particle 6Tav
dnuioupyeital.

Start Color: KaBopilel To apyikd xpwpua KaBe particle.

Gravity Multiplier: MoAAatrAaaiadel Tnv BapuTtnta Tou Physics cuoTtAuarog tng Unity
Kal TNV epappodel ota particles. Av gival undév, 161e dev £xoupe BaputnTa.

Inherit Velocity: Av 10 particle system kiveital, Ta particles BéAoupe va €xouv Tnv idia
Tax0TnNTa PE QUTO;

Simulation Space: Ta particles 8a TTpéTTel va dpouv o€ TOTTIKG XYZ (Kal va JETOKIVEITA
ME Tov parent) i o€ global (kai va gévouv aTov XWPo Toug);

Play on Awake: Oa trpétrel va gekivrjoel To Particle System va kdvel emit particles p 1o
Trou Eekivrioel To GameObject va eival evepyo;

Max Particles: Méxpl Tooa particles B€Aoupe va utTdpyxouv TauTdxpova aTnvobovn.
Av TO OpIO TO «TTIACOUNEY, TOTE TO dUoTNUa Ogv Ba dnuioupyei véa particles péxpl
KATToI0 aTTé Ta TTPWTA dlaypagouv atd To oUoTnua Adyw lifetime.
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4.10.3 To Particle System Component — Emission Module

Xpnowo dtav Bélovpe va ennpedoovpe Tov puBud Tapaymyng particles,
Eikéva 4.10.3 Emmision Module

+ Emission
Rate over Time 4] v
Rate over Distance 4] v
Bursts
Time Count Cycles Interval
0.000 1 1 | *  0.010
+
> Rate: NMpoékeital yia To Emission Rate mmou mpoavagépape: O apiBuog Twy particles

TTou Ba yivovtal emit kKaBe povdada xpovou R amécTaong (avaAdywg Ti Ba emAECouPE OTO
dropdown).

> Bursts: Av 10 Rate ¢ivar oe time mode, pag emTpémmel va OIAAEEOUPE XPOVIKEG
oTIyuéGOTTOU Ta particles Ba kavouv burst (Trapaywyn peyadAou apiBuou particles oe TTOAU pIKpO
XPOVIKO d1A0TNUQ)

4.11. HXOZ KAl MOYZIKH

H Unity, yia va e€opolwael Ta @€ NG BEong, XPEIAZeTal TOUG AXOUG VA TTIPOEPXOVTAl aTTd TTNYEG
(Audio Sources) ol otmoieg eival attached mavw oe avrikeipeva (Eva Audio Source eival kar
emékraon Component).

O1 Axol TTou exTTéuTTOVTal TOTE PTTOPOUV va An@Bouv aTrd £évav akpoarr], o oTToiog Bewpeital o
O€KTNG Tou rfixou (Audio Listener), kai TIG TTEPIOCOOTEPEG POPEG O BEKTNG Eival N main camera.

Eutuxwg, o€ autd 1o pdbnua Ba aoxoAnBoUlpe atmokAEIOTIKG pe auTd: Tov Audio Source kail Tov
Audio Listener. Mpodkerrai yia 1a 2 Bacikdtepa Components TTou a@opouv TNV EKTTOUTTA fXOU Kal
TNV AW fAxou o€ éva otrolodATTOTE Scene.

4.11.1 Audio Listener Component

KdaBe Scene mpétrel va £Xel auoTnpd évav kKai uévo évav Audio Listener attached o€ kdtroio
QVTIKEIMEVO YIO VO uNV PITTEPSEUTOUV TA AUTIA HAG PE TOUG AXOUG TTou Ba akouue aAAd kail n Unity
ME TOUG AXOUG TToU Ba AauBAVEL.

O 6ékTng Aoimov gival attached atnv main camera, auté onuaivel 611 o€ éva 3D cUOTHUA AXWV
Kal £va scene JIaUoPPWHEVO OTTWG OTnV eikéva 3 Ba Traigel évag Axog oto Audio Source TTou
BAETTOUE €KEi, Kal 600 TTI0 KOVTA TTANCIAoupE o€ auTOV TOCO TTIo duvaTtd Ba akoUyeTal O X0G
TTOU EKTTEUTTEL, EQOCOV 0 NX0G6 gival 3D rxog, yiati uttdpxouv kal Audio Sources TToU EKTTEUTTOUV
TOoUG Aeyopevoug 2D Axoug, rixoug dnAadr tTou aveEdpTnTa atrd Tnv atréotaon Audio Listener
pe Audio Source Ba akouyovTtal TTGvTa oTnyV idia €vraon

4.11.2 Audio Source Component

Mape va doupe T akpIBwg €xel TTAvw Tou Aoimmdv éva Audio Source Component.
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Eikéva 4.10.3 Ta Properties o€ éva Audio Source Component

w ] [« Audio Source @ = %, -
AudioClip “Pickup 2]
Output Mone (Audio Mixer Group) 2]
Mute -

Bypass Effects -

Bypass Listener Effec| |
Bypass Reverb Zones [ |

Play On Awake -

Loop -

Priority 128
High Law

Volume |1

Pitch 1 L

Stereo Pan 1]
Left Right

Spatial Blend O [u]
2D 3o

Reverb Zone Mix (]

3D Sound Settings

Doppler Level 1
Spread r

Volume Rolloff | Logarithmic Rolloff 2|
Min Distance 1

Max Distance 500

ApKeTd TTI0 TTOAUTTAOKOG aT1Td TOoV Audio Listener, kdam 1Tou gival TTOAU Aoyikd, kaBwg o Audio
Listener dev ptropei va al\&&el Tov TpoTTo TTOU aKkouel. ATTAA akouel. Autd eival 6Ao. O Source
Ouwg ptropei va aAAGgel Tov TpoTTO TToUu Ba oTeikel évav fAxo i Tov TPOTTO TTOU Ba TOV
«dlapopewoel» kabwg Tov oTéAvel. ‘Eva Audio Source €xel Ta €€AQG properties:

>

Audio Clip: TrpokeiTal yia T0 NXNTIKO KOPUATI TTOU €ival QOpTWHEVO TTAVW OToV Source,
Kal auTtod TTou Ba Traitel av kaAéooupe TN HEBOBO Tou, Play.

Mute: Av To evepyoTToIfooupE, OTTWG Eival Aoyikd, dev Ba akoUOOUE TITTOTA TTOTE OTTO
auTo 1o Source.

Bypass Effects / Listener Effects / Reverb Zones: MNpodkeital yia AeiToupyieg Tou pog
EMTPETTOUV VO QIATPAPOUE TA EQE TTOU Ba APOPOUV AXOUG (TTAPAUOPPUTEIG KTA.)
Play on Awake: Otrwg ota Animation kai Particle System Components, av autod €ival
EVEPYOTTOINUEVO, TOTE EEKIVAEI VA TTAICEI AXOG ATTO TNV OTIYUI] TTOU EVEPYOTTOIEITAI TO
GameObiject.

Loop: Av gival evepyotroinuévo, TOTE 0 X0g Traifel avd kal Eava aoTapdaTnTa.
Priority: MpokeiTal yia éva property TTou a@opd Tnv TTPOTEPAIOTNTA TOU AXOU O€ £va
Scene, dnAadn va akouyetal YynAdtepa fj xaunAdtepa o€ axéon pe AAAOUG fXOUG TToU
OuvuUTTapXouv oTo Scene (To TTIo onuavTiko: 0, To AiyéTEPO ONUAVTIKG: 256 Kal
TrpokaBopiouéva £xel TiuA 128).

Volume: MNoéoo duvard BEAoupe va akouyeTal o (X0G, N Eviaon dnAadh.
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» Pitch: H raxutnta playback tou fixou. To @uaioloyiko gival 1. Mpocoxn, HEYaAUTEPES
KOl MIKPOTEPEG TINEG AuEAvouV 1] JEIVOUV OXI JOVO TNV TayxUTnTa aAAd Kai To UYog Twv
NXWV TTOU aKoUyovTal.

» 3D/2D Sound Settings: MNMpoékeiral yia puBuioeig auykekpipéva yia 2D / 3D rixoug, 01Twg
T.X. Téoo duvaTtod Ba eival To Doppler Effect, Toon Ba eival n yé€yiotn Kai EAAyIoTn
ammdéoTaacn 1Tou Ba akouaTei évag Axog (6oov agopd To 3D) A To Panning Tou Axou o€
2D kai 3D kardoTaon.

KE®AAAIO 5. YAotroinon Maixvidiou — Avarrtuén Mnxaviouwyv

5.1. ®QTIZMOZ ( LIGHTING)

5.1.1 lNevikO6G @WTIONOG TrePIBaAAovTog — SKy Box

H Unity Bewpei TTwg 0 yevikdG QwTIONOS TTou Ba éxel kaBe Scene Ba eival OKOTEIVOG, UE TNV
TIPOOTITIKA OTI Ba TTPETTEl va Ta QwTiloupe eucic apyoTtepa! OToTe Ba TTaPE va aufroouue Tov
YEVIKO @wTIop6 TTEPIBAAAOVTOG (Ambience Lighting).

Oa mdue Windows > Lighting - Settings

Eikoéva 5.1.1 Windows =2 Lighting = Settings

by - DiplomatiaDraft] - PC, Mac & Limse Standakene <X 1=

: Mobielrgr Window Hebp

;;""ga;;gl et Vindow Ctrle Tals TR | Gcanb - Bl & 2
thare Previzus Windew CtrleShifeeTab O = Hiararchy | - S ©
3 || Cruame =) GEET > 1
Lyows P
= v ravell = -
] Package Manager Nan Camera =
> Drecticnal Light ¥
/J. Senvices o+ Terran
-~ Soene ot <ty e
» Gamedbjact
- 7 Game Cole2 -
K s
» "/ Irepactor ot bt
—_— = | Hisraechy Coled b
—t Project Qi3 >
—— = =
:‘,»j&‘ Animatin it . >
o o T e B
SIS ido M et B -
- Ao Soce i3
b
»n & Froje Animatee
Animatoe Parametes
fenes Sarka Packer =
wEoane Exparirnantal > 5
Holographic Enmubsion =
TiePalure
Test Runney
Timeine
Lighting > Settnon
Qechision Culing Light Eqzlornr
Frama Debugger
Navigaticn [ —
VhowiCubemype Pl Debugger ¥ Lk time,

Corsale
v

CodeShift+C

210 tab scene Ba kAikdpoupe atrd 10 TextBoxArea Environment 10 KUKAGKI SiTTAa atméd Tnv
emAoyr) SkyBox Material. ApoU 10 KAIkGpoupe Ba avoiéel To diITAdvo TTapdBupo NTWvTag va
emAégoupe To Material. 'pdgoupe Sunset DayTime.

Ev ouvexeia atnv emAoyn SunSource Ba BaAoupeto GO Directional Light Trou exoupe oTto Scene
pag.
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Eikova 5.1.18 SkyBox Material

Select Matenal
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5. 2. Anuioupyia OvréTnTag — Ex8pog

5.2.1 Evowpdtwon Tou Zouti oT10 Scene

Oa e10éABoupe aTo Asset Store OTTOU PaG TTAPEXEl MEPIKA YPAPIKA HMOVTEAQ — Sscripting evTeEAWS
dwpedv. Zapwg uttapxouv ypa@ikd povtéAa (Pro version) yia Ta otroia 8a TTpéTtrel KATToI0G va
TIANPWOEI WOTE VO UTTOPECEI VA TA ATTOKTHOE.

21N TEPITITWON Yag Ba eicdyoupue £éva Zombie Tou Ba atroTeéoel kKal Tov KUpIo £XOp6 pag.
Mépe Aoimrév otnv kapTéAa Window - Asset Store
210 SearchBox Ba TTAnkTpoAoyricouue Zombie kai Ba BaAoupe oTo QiIATPO price Range undév.

JAPEER SN  Type here to search assets Q) | Leam Game Development Impressive New Assets  Shop On Old Store

Home > 3D > Characters > Humanoids > Zombie

PXLTIGER

Zombie FREE

Wk ok kr v 132userreviews m

More Zombies
>>HERE<<

The model consists of parts. 5126Tris
Humanoid Rig, Animations with rootmotion:
idle, walk, attack, fallingback

PBR material, 1024x1024 textures:
Albedo,Normal,Specular,AmbientOcclusion

2Tnv Katnyopia Asseets dnuioupyoupe éva @akeAo pe Tnv ovopaacia Imported. Ekei yéca 6a
ammoBnkeuooupe To AkeAo Tou Zombie TTou KateRdoape Tpiv atrd Aiyo atod 1o Asset Store.

Ev ouvexeia kavoupe drag and drop To prefab Zombie yéoa oto Scene pag.

# Scene
Shaded

3 Project

T T\l aln |l
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5.2.2 To Animation System Tou £x8po0U

Avoiyoupue 10 Animation Window Tng Unity (eikéva 1). ZTnv ouvéxeia, 6a
kavoupe drag and drop Tnv kapTéAa TTou ypdeel “Animation” ditrha ammd tnv Console

tab, woTe 6Ao 1o TTapdBuUpPOo va PTTEl OTO KATW PEPOG TOU project.

EmAéyoupe Tov xBp0 kal Ba TTapatnpRcoupe 6Tl To KouuTrdkl “REC” aTo animation window
givar TTAéov evepyd! Ag To TTATACOUE YIA va aTToBNKEUCTOUE TO VEO

pag animation.

MNa Adyoug TTpakTIKoUg Ba @Tidfoupe évav @akeAo “Animations” kai To animation auté 6a 10
ovopdooupe “Walk” kai 6a 1o atroBnkeloouUE YETA OE QUTOV TOV QAKEAO.

3 Scene |
Shaded zll:20;

e
;
| Preview | @ | o 1)
walk 4| samples [30 || 4| O«

Animator Chest Fro -0:2461 <

0.0037 o
Animator.Chest Twi “0.0435 o
A ator.Head Nod 56381 o
Animator.Head Tilt | 0.07296 o
- 016891 o

2 ZombieD

f
\
\
\
\
\
\
\
\

P arms Al

OpiCoupe 0 GUYKEKPIPEVEG XPOVIKEG OTIYUEG TOU DIAOTAUATOG TNV aKPIRA BEan, TTEPICTPOPN 1
Scaling Tou BéAoupe va éxel to GameObject oto Transform Component Tou Kal ammd eKkei Kai
UoTepa To gUaTNUO avoAaupavel va @Tidgel OAn TNV PETABACN TOU QVTIKEIUEVOU HETAEU TwV
OUYKEKPIMEVWYV XPOVIKWV OTIYUWYV TTOU €XOUPEe opioel. Autd pTropei €mmiong va yivel yia
OTTOI00ATTOTE CUVOUACNO aTTO properties TTou £X0UV CUYKEKPIUEVA components.

Ag TroUpe éva Trapddelypa. Exw éva xpovikd didotnua 20 deUTEPOAETITWY. ZTO BEUTEPOAETTTO
pNndév (0), otnv apxr dnAadr opifoupe 61I To avTikeipevo Ba éxel X = 10. Metd ape Tov deikTn
Mag oTnv Xpovikhp oTiyun t = 5, dnAadni otnv péon, kai opifoupe X = 50 kai peTd OTNV
xpoviknoTiyun t = 10, dnAadn ato T€Aog, kai opifoupe OTI TO avTiKeiuevo Ba €xel X = -10.

Mapatnpoupe 6T TTpooTEBNKE évag animator Component ato GameObject pag. ©@a kavouue
double click ka1 6a avoigel To TTapakdTw TTapdbupo.
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File Edit Assets

1 + B

#2 Animator
| Layers || Parametars | -
(@rMame ')+_

GameObject Compeonent  Mobile Input - Window  Help

Base Layer Auto Live Link

= isDead
= isWalking
= idle

E O Op

DevTT/ZombieAnimController.cantroller

210 TTapGBupo Ba doupe 6Aa Ta animations 6TTwg 1o Idle, Walk,Attack , FallingBack kaBwg kai
Ta Agyopeva Transitions, Tn peTdpacn dnAadn mou Ba kdavel o animator amrd 10 éva animation
OTO ETTOPEVO 1] KAI TTIOW O€ TTEPITITWON TTOU TO £XOUUE OPITEL.

2Tnv KatdoTtnaon 0 €xBpd¢g BpiokeTal o «npepia». Aev KIvéITal kaBoAou. IMNa va kivnOei
TpETTEl va dnuioupyriooupe Transition. Kadvoupe de&i KAIK > Make Transition kai To cUpOUPE OTO
animation Walk.

AvrioTo@a Kavoupe Kai To transition atmd kardotaon Walk - se Idle.

Mpokeiyévou va uAoTToinBouv o1 ekAaToTE PHETARACEIG Ba TTPETTEI VO YPAWOUE KWOIKA.

Mwg Ba ptropei OUwG 0 KWIIKAG va ETTIKOIVWVEI Je Tov Animator Component kai TTwg Ba
KaAoUvTal o1 yeTaBaoeig?

H amdvrnon oto 8eUTepo OKEAOG TNG €PWWTNONG UAOTIOIEITAI PECW TWV TTAPAUETPWV
“Parameters”.

Anuioupyoupe TIg £Eng TTapauéTpoug TUTToU Boolean:

Idle
Iswalking
isAttacking
isDead

YV VY
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5.2.3 To Script Kivonng Kai Animation SystemTou Ex0pou

f relativeTo is left out or set to Space.Self the movement is applied relative to the transform's local axes. (the x, y and z axes shown when
selecting the object inside the Scene View.) If relativeTo is Space.World the movement is applied relative to the world coordinate system.

using UnityEngine;
using System.Collections;

public class ExampleClass : MonoBeshaviour
{
void Update()
{
// Move the object forward along its z axis 1 unit/second.
transform.Translate(Vector3. forward * Time.deltaTime);

// Move the object upward in world space 1 unit/second.

transform.Translate(Vector3.up * Time.deltaTime, Space.World);

// Update is called once per frame
= void Update ()
i

anim.SetBool("isWalking", true);

transform.Translate(Vector3.forward * Time.deltaTime * 8.3T);

transform. LockAt(Camera.main. transform.position);

transform.eulerféngles = new Vector3(@, transform.eulerfngles.y, @);
// StartCoroutine(WaittoWalk()};

I
}

Ag peAeTioOUNE Yia apxn TI KAvel o Kwdlkag péaa otnv Update.

> Me Ttnv AéEn transform avagepouyaoate oT1o Transform Component TOU
gameobject TTou £xel autd 1o Script TTAvw Tou. EVOAAOKTIKG pia TTapouola eVTOAR

B6a ATav n GetComponent Transform.
> H Translate €ivai pia pé6odog Tou transform, n oTroia Pag mMITPETTEI VO KAVOUE
kivnon (Translate) otov 3D xwpo kai d€xetal Eva Vector3 kar GAAEG TTAPAUETPOUG.

H peTaBAnTA autnypeidletarl 3 mapapétpoug (yia Ta X, Y kai Z), o€ avtiBeon pe Tnv Vector2 Tou
xpeiagetal 2 (yia 1o X kai Y).

» TMapatnpoupe Twg opifoupe To Z axis (Vector3.forward) kai Tnv TTOAATTAACIACOUNE ETTI
Time.deltaTime. H Time.deltaTime eival yia yetaBAnTt Tng kKAdong Time.
H kAdon Time ek@pAadel TOV YPAUUIKO XPOVO TTOU €XEI TTEPATEI ATTO TNV OTIYUR TTOU TPEXEI
n epappoyn!

> Zmnv OIKIA pag TepimTwon opwg éxouue Time.deltaTime, n oTroia CUyKeKPIPEVN opicel
TOv XpOVvo TToU TTEpVAEl yia va TTape atrd 1o Tépag Tou Kapé N aTnv apyr Tou kapé N+1.
AuTé TO XpeIalOuaoTe OTTWOOATIOTE YIA VO PTTOPECEl VA TPEXEI € OAWV TWV EI0WV TIG
TIAQTPOPUEG PE TOV D10 pubud avetdpTnTa amd Tnv Taxutnta Tou PC/Tablet/Laptop A
Mobile, oto otroio Tpéxoupe TO Traikvidl. Mo apyd CUCTAPATA KAVOUV HEYAAUTEPEG
KIVI|OE€IG, KOl TTIO YPryopa CUCTANATA KAVOUV UIKPOTEPES KIVHOEIG,
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» Transform.eulerAngles e auTi TN ypapun KWOIKA 0PIOUNE JOVO TNV TIUF G€ POIPES
YIO TO Y.EVW YIA TO X Kal Z BETOUNE TIUEG PNOEV.AUTO TO KAVOUE yIaTi TTapatnprioaue Ot
0 £XBpOG epxOTAV HEV KATATTAVW HaG AAAG Oev TTepTTATOUCE OTO £€0a@OC AAAAQ e KAioN
TTPog Ta TTavw. MNapakdtw n Unity pag mapéxel fondcia yia va AUGouue auTo To issue.

Description
The rotation as Euler angles in degrees.

The x, y, and z angles represent a rotation z degrees around the z axis, x degrees around the x axis, and y degrees around the y axis.

Only use this variable to read and set the angles to absolute values. Don't increment them, as it will fail when the angle exceeds 360
degrees. Use Transform.Rotate instead.

using UnityEngine;

using System.Collections;

public class ExampleClass : MonoBehaviour {

public fleat yRotation = 5.8F;

void Update() {
yRotation += Input.GetAxis("Horizontal™);
transform.eulerdngles = new Vector3(18, yRotation, 8);

5.2.4 NOHMOZYNH EXOPQN I: ENIGEZH

21NV Tapouca evotnTa Ba avaTTuoue To script TNG eTTiBeong Tou eXOpou. ApXIKG TTPETTEI va
Touue otnv Unity va umroloyicel To GameObject ota Physics. Emopéviwg oto GO Zombie
mpooBéToupe RigidBody
ETriong mpooBétoupe kai Collider. O Collider To pévo 1mou Kavel gival va TTapéXel To JECO yia va
yivouv physics, aAAG dev evepyotrolei 1o idlo To Physics engine. Ométe 6oa Game Objects
BéAoupe va utrohoyiCovTal ota Physics kai va ptropoUpe va ypdywouue Kwdika yia Ta Collisions
TTou KAvouv oTov 3d xwpo Ba mpéTrel va £xouv autd To Component (Rigidbody), To otmoio Toug
emTpéTTel va uttohoyiovtal ata collisions Tou Physics engine.
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8 Inspector

YAotroinon AiadpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving Fpagikwv Unity 3D

56



Metantuyioakr Atatppi Munkakng Xprjotog

TmBIy-_snarp -] "IF LOWISIOAWITAE I3y Er
—lusing System.Collections;

[STR ST

using System.Collections.Generic;
using UnityEngine;
4 using UnityEngine.UI;
5
6 =lpublic class CollisionWithPlayer : MonoBehaviour {
7 public bool zombieIsThere;
g float timerﬂ
9 int timeBetweenAttack;
1@ Animator anim;
11 public GameObject bloodyScreen;
12 AudioSource attackSound;
L3
14 private PlayerHealth playerHealthscriptvar;
&=
L6 /f Use this for initialization
17 = vold Start()
18 f
19 anim = GetComponent<Animator»();
@ timeBetweenAttack = 1;
-
12 /f with the 3 lines below we have a connection between the twe scripts this and PlayerHealth
13 GamzObject PlayerHealthObject = GameObject.FindwWithTag("Player”});
14
5 = if(PlayerHealthObject != null)
5 {
7 playerHealthscriptvar = PlayerHealthObject.GetComponent<PlayerHealth>();
18 3
19 AudicSource [] audies = GetComponents<AudicSourcex();
e attackSound = audios[@];
31 1

2

- void OnCollisionEnter(Cocllisicn col)

i
- if (col.gameObject.tag == "Player")
i
zombieIsThere = true;
¥
H
= void OnCollisionExit(Cocllisicn col)
i
- if (col.gameObject.tag == "Player")
i
rombieIsThere = false;
anim.SetBool("isAttacking™, false);
bloodyScreen.gameObject. SetActive(false);
¥
¥

Anpioupyoupe 1o script pe dvopa CollisionWithPlayer.cs. To okeTTIKG TTou KpUBETAI TTIOW OTTO
TOV KWOIKA gival 0TI TTwG GTNV TTEPITTITWON TTou uTTdpxel collision peTagu Tou Player kai Tou zombie
Ba Tpéxel n uEBodog OnCollisionEnter evw av aTapaTigou va £xouv eTa@r] 6a Tpé€el N uEBodog
OnCollisionEXxit().

Méoa otn OnCollisionEnter Tpéxel pia if Statement n otroia TTpokeIuévou va uoAoTTifoel To block
Tou KWOIKa TTPETTEl va TPEEEI TN ouvOnKn if (col.gameObject.tag). ESwW TTpaKTIKA pag Aésl 6T av To
collision givai Tou player 16Te Tpé€e Tov KWdIKA. EdW Aoirdv BAAaue pia ETIKETA OTOV XAPAKTAPA
pag Player.

v apxni Tou script opifouye TIG METAPANTEG.EdW Oa pag atmaoxoAfoouv ol €EAG:

* Bool zombielsThere: Tmou Ba Traivel Tn Ty True o6Tav eiIgépyeTal To Zombie oTo collision Tou
Player Kai avtioTopoga
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* Int timeBetweenAttack: Tnv otmroia peTaBAnTn TNV apxikotroiouue otn Start() yéBodo icov pe 1.
>1n ouvéxela otnv Update() yébodo @tiaxvouue éva Timer Tov otroio Ba Tov undevifoupe étav
KaAoUue Tn pEBOO Attack(); ‘Etol pmropoUue va TrpooBéooupe pia dedTtepn ouvbnAkn oTtnv if
statement yéoa otnv Update() ué6odo. Téte TOo Zombieutropei va emiteBei oTov Player kdbe 1
5£UTEpC'))\£'ITTO;

/7 Update is called once per frame
- void Update()
{

timer += Time.deltaTime;

= if (zombieIsThere &8& timer »>= timeBetweenAttack)
i
Attack();
H

H

Méoa otn péBodo Attack() epxduacTe va uAotroijoooupe TOo animation Tou isAttacking.

>1n Start() yéBodo atrobnkevoupe To ammoTéAeapa TTou emoTpEéPel  GetComponent<Animator>
oTn PeTaBANTA anim TUTTOU Animator 6TTWG TNV Opicape apxIKA.
Otav Ba Tpéxel n Attack() Ba Tpéxel kai n evioAn anim.SetBool("isAttacking”,true).

vold Attack()
i
timer = @f;
// GetComponent<Animator:>().Play("attack™);
//anim.SetBool("isWalking”, false);
anim.SetBool("isAttacking”,true);
bloocdyScreen. gameObject.SetActive (true);
StartCoroutine (waitTwoSeconds());
int deductedhealth = playerHealthscriptvar.health -= 5;
Text healthComingFromScript= playerHealthscriptvar.healthText;

string stringHealth = (deductedhealth).ToString();
healthComingFromScript.text = "" + stringHealth;
attacksound.Play();

H

TEmimmmadt e tamd ETeanl armmnd- % T

5.2.5 Nonpoouvn Ex0pwyv: MepimroAia

5.3 Eicaywyn Twv Hxnrikwyv Assets Tou Ex0pou Kai Xprion Zto Maiyvid Me C#

Eiodyoupe atmd 10 Asset Store nxntikd £@e Tou Ba dwaoouv oTo Zombie pag KATTOI0 AKOUGTIKO
epéBioua.
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Home > Audio > Sound FX > Creatures > Mangled Screams (Free)

=

P =§
Lies B
Pie=y: ¥
ke Ll

Mangled Screams (Free) FREE

cit e N 3 = m

Here comes a small terrifying treatment for your sound library.
The "Mangled Screams (Free)" features 55 brutally mangled and
beaten up scream sound effects. All source sounds were taken
from the “Screams & Shouts", “Screams & Shouts 2 — Humans”
and “Screams & Shouts 2 — Monsters” sound effects libraries
from SoundBits.

This is the first collaboration of Ana Monte from Monte Sound and
SoundBits. Stay tuned for more...

>€ autd TO onueio €ipaoTe £T0IMOI va KOAEGOUUE Ta NXNTIKA €€ ammd Tov Gameplay KWOIKa

mpocoBéToviag Tou €va Component TUTTOU AudioSource , Kal autd péow TNG €EVTOAAG
AddComponent. Kai evowpatwvoupe oto Audio Clip to sound ammdé 10 asset mmou WOAIG
kateBdoae.

o % DUR LUInuer Wil -k i
v =] ¥ Audio Source Q& = **
AudioClip # M5 _Mangled_Scream_04 | ]
Output |Nune (Audio Mixer Group) | @
Mute ]
Bypass Effects -

Bypass Listener Effec |
Bypass Reverb Zones| |

Play On Awake ]
Loop -
Priority >

High Low
Volume |1
Pitch 'S
Stereo Pan -

Left - Right

Spatial Blend

k3
=
[5]
=

Reverb Zone Mix

I

10T

¥ 3D Sound Settings

Doppler Level -

Spread ',

Volume Rolloff | Logarithmic Rolloff s ]

Min Distance 1 |

Max Distance |Sﬂﬂ |
1.1
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2TOV OPIOHO TwV PETABANTWY TTPpOoBETOUNE GAAN pIa peTaBANTA TUTTOU AudioSource
AudioSource attackSound;

ZTn péBodo Start() Ba TTpooTTeAdooupe To component AudioSource pe TN pE TN péBOdO
GetComponent.
H
AudicScurce [] audios = GetComponents<AudicSource>();
attackSound = audics[@];

Emeidn BéAoupe o exBpdg va Byadel TrTapatmdvw atd évav HXoug dnuioupyoupe éva Trivaka
TUTToU AudioSource pe reference petaAnTn audios Kal QUGCIKA APXIKOTTOIOUUE TO TTPWTO index
TOu TrivaKka Pe TN JETABANTN attackSound.

Metd 1o pévo TToU atropével gival va kaAéooupe Tnv péBodo Play( ) TouAudioSource, n otroia
£xel Tnv idia Aoyikr) auTtrg yia To Animation Component, dnAadr Ba gekivrioel va Tailel Tov X0

Hag.

vold Attack()

i
timer = @f;
// GetComponent<Animators>().Play("attack™);
//anim.SetBool{"isWalking”, false);
anim.SetBool("isAttacking”,true);
bloodyScreen.gameObject. SetActive(true);
StartCoroutine(waitTwoSeconds());
int deductedhealth = playerHealthscriptvar.health -= 5;
Text healthComingFromscript= playerHealthscriptwar.healthText;

string stringHealth = (deductedhealth).ToString();
healthComingFromScript.text = "" + stringHealth;

attackSound.Play(}; ¢

-— . - 1oa r

5.4 Anuioupyia Aipatog E@é Méow Particle System Kai Evowpdrwon Tou Ztov
Ex0p6

O@a TepinynBolpe oTnv 10TOACEAIda Kal Ba katepdooupe TPEIG
PWTOYPOYIEG TUTTOU pNg PE EQYPE TO aiua Tou €x6pouU pag.
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Format: PNG Format: PNG Format: PNG Format: PNG Format: PNG
Download: 22 Download: 424 Download: 1355 Download: 18 Download: 21
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©a dnuioupyriooupe éva pdkelo BloodEffects ota Assets pag kai 8a e drag n drop 6a Ta
€I0AYOUNE OTO PAKEAO QUTO.

L=

4 Assets » Chris » BloodEffectChris
blood-png-7145 (1)
™ b|ood-png-7167

+ blood-png-37985
B g bloodl

@ blood

@) blood?

@) blood3
b g BloodChrisZ1

H emréuevn kivnon pag gival va dnuioupyrjocoupe To material. Aegi KAk Create - Material
Shader = Particles/Alpha Belended kai 1o koupTri select Ba eicdyoupe Tn ¢wWTO PAG.
Duplicate Ctrl + D kai gTo kGBe material 6a TpocBEToupE TRV EKACTTE EIKOVA.
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 blood1 e
¥ Shader (Particles/AlphaBlended -]

Mépe oTov €xBpO pag kai dnuioupyouue éva kevd GO 1o ovopdloupe Blood1 kal To KAvouue
Traidi Tou Zombie. Aegi KAIK kal kAIkdpoupe Particle System. MNaipvoupe 1o material blood1 ammé
Ta assets yag kai 1o pixvoupe drag n drop oto Particle System. MNeipafoupe TIG QVTIOTOIXEG TIMEG
OTTWG BEiXVEl N EIKOVA TTAPATW.

Tnv idia diadikaaia akoAouBoUpe Kal yia Ta 2 eTTéueva material.
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lpoogra Hayge 100y

nspectur
-

W
v,

g

[ ]

[ ]
Particle System Curves

Interval

- 0.010

tem Curves
Bydadloupe To GO e 1a emouvatToyeva materials ammé 1o Zombie kai To pixvouue ota Assets
Mag kal To kavoupe prefab. A@ou 1o kauvoupe prefab To diaypd@oupue atrd 10 scene pag.
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File Edit Assets GameObject Component Mobilelnput Window Help

#: Scene .
| Shaded 5 Gizmos *| (G A )
v
— =g
i\

>1n ouvéxela Ba ypawoupe To script pag yia va éxel Aeitoupyikotnta 1o Particle system Tou
€XBpoU TTou POAIG dDNUIOUPYACALE.

O kwdikag Ba evowpaTtwbei ato script GunShoot.cs. To script avaAUeTal TTepeTaipw oTNV
€TTOUEVN €vOTNTO TTOU Onuioupyoupe Tov Player. Ag doupe T10 reference yia 10 prefab
bloodZombie.

1 - . -

public GameObject _hitHar‘kerF‘rEfabEmbiE;|
H onrdwvate famehbdisrt  AimnacrtFffFartrrate:

AnAwvoupe 1otk YeTaBAnT €va GameObject pe dvoua bloodGO. ZTnv cuvéxeia,
e€lowvoupe autd To GO pe 1o atroTéAeopa Tng HEBGdoU Instantiate, To oTroio atmoTéAeoua 10
Oivoupe oav “GameObject” oTo bloodGO. Autd akpIBwg Kavel n evioAr] as GameObject oTo
TENOG Tou KWAIKa. «Mdpe auTd To amoTéAeopa, oav va givai GameObject.

H Instantiate cival yia péBodog, n otoia dnuioupyei (Instantiates) GameObjects oTo runtime.
Aéxetan 3 opiouara:

1. éva GameObject (autd mou Ba dnuioupynoel),

2. €va Vector3 1o otroio Ba gival n apxikr) Béon Tou gameobject, kai Eva

3. Quaternion mpoékeiTal yia pia PeTaBAnTA TTou ek@pddel TrepioTpo®n otov 3D
XWpPO.

To Quaternion ptropei va ek@pacTei e TNV BonBeia TIVAKWY YPAUMIKNAG AAyEBPAG Kal
EKPPALEl TNV TTEPIOTPOPNA VOGS avTIKEINEVOU wg TTpog To X (Yaw), To Y (Pitch), 1o Z
(Roll) kaBwg kai To W, éva vontoé didvuopua ato tnv kauepa mpog 1o GameObject mou
TTEPICTPEPETAL.

OmoTe ag doupe T akpIfwg kKavoupe: Instatiate (Bullet, transform.position,
Quaternion.identity) AnAadn Aépe otnv Béon TTou BpiokeTal o fpwag pag (transform.position),
ME TTEPIOTPO®N aKPIBWG 6TTWG gival oTo prefab (Quaternion.LookRotation), dnuiotpynoe pou
¢va GameObiject 1mou ival TUTTOU hitMarkerPrefabZombie.

I
Gaeellject bLoodd) = Instantiae hitherkerPefabTonb hitTnfopoint, Qternion, LookRtation hitIn.nomal)) 5 ﬁameﬂbjectt

IF e F rn I I 1M
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5.5. AHMIOYPI'IA ONTOTHTAZ — KENTPIKOZ HPQAZ

5.5.1 Mnxaviopo6g Kivhong Tou MaixTn

2€ QUTAV TNV UTTOEVOTNTA Ba aoXoAnBouue e Tnv KAGon Input Tng Unity, n oTroia pag emmTpETEl

VO YPAWOUNE KWAIKA TTOU apopd TOV XEIPICKO TOU TTaIXVIBIOU.

Mape va endaEoupe éva 3D avtikeipevo Capsule 6TTwg @aivetal otnv eikéva 3.1. Autd T0
avTikeipgevo Ba gival kal o TraixTng pag.8a kdvoupe Rename kai 6a Tov ovoudooupe Player.

Q Unity 2018.1.1f1 Personal (64bit) - Levell.unity - DiplomatikiDraft1 - PC, Mac & Linux Standalone™ <DX11>

File Edit Assets GameObject Component Mobilelnput Window Help

(O S [ =B E] [center] ©ciobal

# Scene P8 Animator £ Asset Store

|shaded  -lj2o|| ¥ |<) @]

Eikéva 3.1 Anuioupyia 3d Capsule(laixtng)

= Hierarchy \

[ [aceos
R ©Ins

| Create 'i 70'»‘«\1

Create Empty
Create Empty Child
3D Object

2D Object

Effects

Light

Audio

Video

ul

Camera

5.1.2 Kivnon péow TnG Input.GetAxis() ka1 Tou Time.deltaTime

l®

Cube s
Sphere it

Capsule
Cylinder 1
Plane 1
Quad t
Ragdoll... it

r

|

v v v v v oviw

Terrain
Tree

Wind Zone
3D Text 1

it
Cer
>
Rac

Ag Eekiviijooupe e TNV Kivnan Tou TraixTn pag. MNaue atov @dkeAo “Scripts” va @Tiagoupe Eva C#
script “Player.cs”. tnv guvéxeia, 6a avoifouue 10 Script kKai 6a ypdyouue Tov KwdIKA TTOU

@aivetal oTnv €ikéva 3.1.1

H avdAuon Tou KWwdIKa yievral yéow comments ommwg Ba Taparnprioete. Ta comments gxouv
TIPACIVO XPWHA Kal TTEPIYPAPOUV AETTTOUEPWG TO VONUa TNG KABe ypapung. Eival ypapuévog ota
AyyAIKG agou n 6An epyaoia BacioTnke e TwV TTAcioTwy 0g documentation Scripting TnG Unity.

Map' 6Aa autd Ba TTepypdWoue KATToIa onueEia TOU KWAIKA oTa EAANVIKA yIa TNV KOAUTEPN
Karavonaon atéd Tnv TTAEUPA TOU AvayvwaoTn Pag.

_controller = GetComponent<CharacterController>();

AtrokTdpue €va reference oto “Character Controller” Component péow tng evioAng
GetComponent<>. AuTA n evToAr pag divel TTpdaBacn ato CharacterController component Tou

TPEXOVTOG game object TTou TpExEl TO GUYKEKPIPEVO script.

Ot1av BéAw va peTakiviiow avTikéigeva ato 3D xwpo XpnoigoTroiw Tn uEBodo GetAxis Tng

KAdong Input.

MNa TTapddeyua, yropw va Tmw OT1 To Horizontal onpaivel «Agi BeAdki» kai “D” wg TTpog Ta
BeTikd Kal «AploTepd BeAdki» kal“A” wg Tmpog Ta apvnTikd. Edv ratow 1o D, ag molpe, n
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evtoAn Input.GetAxis("Horizontal") 6a pou emmoTtpéwel TNV BETIKN TIUA Kal TV OTToia UTTOpW va
TToAAaTTAaCIG0W e TO Speed TTou Ba €xw opicel kal To Time.deltatime.

AvTIBETWG av TTatiow A, Ba eTIoTpEéWel apvnTIKO sensitivity kal 8a TTEPTTATAOEI 0XAPAKTAPOS
Mou TTPoG TNV avTiBeTn TTAcupd. EAv dev TTatriow TiTroTa, Ba emoTpéwelundéy. 'ETol, dev Ba éxw
Kivnon.

Vector3 direction = new Vector3(horizontallnput, 0, verticallnput); / we have the direction
where to move
‘Exoupe dnuioupynael (MEow TNG AéENG KAEIOi “new”) pia petaBAnTA TUTTou Vector3, rpdkerral
yla éva diavuopa otov 3D xwpo, To 0TToio Ba To XPNOCINOTTOINCOUNE YIa VO EKQPACOUNE TNV
kateuBuvan). H Vector3 petaBAnTr 0éxeTal 3 rapauéTpoug otav dnuioupyeital pia yia tnv X yia
yia TNV Y Kal dia yia tnv Z.
H Time.deltaTime €ivai yia petaBAnTr TnG KAGong Time, TTou ek@PACel TOV YPAUUIKO XPOVO TTOU

EXE
TTEPACEI ATTO TNV CTIYMI TTOU TPEXEI N E@apuoyn!

Eikova 3.1.1.a Kwdikag Kivnong rou laixtn

Player.cs ® X
[c#] Assembly-CSharp - *3 Player

R R R VN

Flusing 5y

using System.Coll

using UnityEngine;
Flpublic class Player : MonoBehaviour

private CharacterController _controller;
// variable for has coin

public boel hascoin = false;
[SerializeField]

private float _speed = 3.5;

~ | @, CalculsteMovement{) -
=

private float _gravity = 9.81f; // this is actuall gravitation force on earth

// Use this for initialization
5 woid Start()
{

// Now we have access to our character

_controller = GetComponent<CharacterControllers();

Solution Explorer >3 x
mlﬂ:lu"b":)o E—||—|®|()ﬁ;
Search Solution Explorer (Ctrl+;) P~

131 Solution 'DiplomatikiDraft1’ (3 projects)
4 [E Assembly-CSharp
[ =B References
3 Assets
Pl Assembly-CSharp-Editor-firstpass
[ =B References
4 Assets
a Assembly-CSharp-firstpass
b =B References
4 Assets

Eikova 3.1.1.b Kwdikag Kivnong rou Maixtn (Zuvéyeia)
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[y

[e#] Assembly-CSharp - ¥z Player - @, CalculateMovement() ~
23 - vold Update() —
24 "
25 {

26 //if escaoce key pressed

27 //unhide mouce cursor

28

29 = if (Input.GetKeyDown(kKeyCode.Escape))

38

31 Cursor.visible = true;

32 Cursor.lockState = CursorLockMode.MNone;

33 3

34

35 CalculateMovement();

36 ¥

37

38 / /Movement

39

48 = void CalculateMovement()

41 { =
42 // specify the direction where the player is moving

43 float horizontalInput = Input.GetAxis("Horizontal™);

44 float verticalInput = Input.GetAxis("Vertical");

45 Vector3 direction = new Vector3(horizontalInput, @, verticalInput); // we have the dir
46 Vector3 welocity = direction * _speed;

47

48 // every frame gravity applied, so we have to affect the y value of our wvelocity

49

5@ velocity.y -= _gravity;

51

52 velocity = transform.transform.TransformDirection(velocity); // assign the worldspace
53 _controller.Move(velocity * Time.deltaTime);// tha kineitai pio irema We apply real ti

00% - 4 : »
Eikova 3.1.1.c Kwdikag Kivnong tou Maixtn(Zuvéxeia)

/ /Movement

-l void CalculateMovement()
{
// Specify the direction where the player is moving
float horizontalInput = Input.GetAxis("Horizontal");
float verticalInput = Input.GetAxis("Vertical™);
Vector3 direction = new Vector3(horizontalInput, @, verticalInput); // we have the direction where to move
Vector3 velocity = direction * _speed;

// every frame gravity applied, so we have to affect the y value of our velocity
velocity.y -= _gravity; =

velocity = transform.transform.TransformDirection(velocity); // assign the worldspace values to my velocity
_controller.Move(velocity * Time.deltaTime);// tha kineitai pic irema We apply real time

Ag TTpocB£aoue Kal Pia ETTITTAEOV Kivnon OTOV XapaKTApa pag autév Tou jump, MNMapakdtw otnv
eikéva 3.1.2 BAETTOUPE TOV KWOIKA TTOU YPAWAE.

Eixova 3.1.2.a Kwdikag¢ Jump Character

/fvariables for Jump

private float wverticalvelocity;
Jfprivate float gravity = 14.8f;
private float jumpForce E.&fﬂ

OAokAnpwvoupe Tov  KWOIKG  TIPOCOETOVTAG  TIG  TTAPAKATW  YPOAUMEG oOTn  pEBodO
CalculateMovement() Tou Player.cs script
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Eikéva 3.1.2 b Kwdikag Jump Character

//Space key pressed then Jump
if {_controller.isGrounded)

i
verticalVelocity = -_gravity * Time.deltaTime;
if (Input.GetKeyDown(keyCode.Space))
i
verticalVelocity = jumpForce;
1
I
H
else
i
verticalVelocity -= _gravity * Time.deltaTime;

Y

5.2 Pivot Points

>tnv Unity, autd Bewpouvtal VERTICES evog 3D model. To onuegio 1o otroio BpiokeTalr oTto
kévtpo Tou GO, ovoualetal Pivot. To Pivot TrpdkeiTal yia To anueio avagopdg, Bacel Tou oTToiou,
onAadn, utroAoyiletar n B£on, yivetal n TEPIOTPOPN Kal n HeyéBuvan. KaAéc ypagioTIKEG
TIPOKTIKEG €ival KATTOI0 avTikeiyevo/3D model va éxel 1o pivot Tou O€ KeVTpIKO onueio yia va
yivovtal cwaoTd Ta translations otov 3D xwpo. Ek16¢ av To 3D povtéAo cival éva avBpwTTogIdEg
(Humanoid) pe katrolo okeAeTIkO ouoTtnpa (Skeletal System), 61Tou T6TE pIa KAA TTPAKTIKN €ival
TO pivot point va BpiokeTal 0To XauNAGTEPO ONuEio KATW aTTd Ta TTOdIA TOU!

Mpoooxn! Apou yvwpioupe cuvoTtTikd Ta Pivot Points ag AUooupe 1o bug TTou CUVOTACOLE.

Mapatpnoa AoImrév OTI oTNV TTEPITTITWON TToU £TTICUVAWYOoUE To script LookY aTov Player 8a
diamoTwooupe o Real Time Play om o Player kiveitalr avtiBeta dnAadf 6tav mardue 1o D
KaTeuBUuveTal O€€la Kal avTioTolXa cUuBaivel Kal e TAUTTOAOITTO KOUUTTIA.

MNa va 1o dlopBwooupe autd aAAdfoupe TNV TIPK oTov afova y Tou transform position até 180
oto 0 otn main Camera.Twpa o TaiXTNG MAG KIVEITAI CUPPWVA Pe TR KaTeuBuvoh TTou Tou
divoupe 6Tav TTATAPE Ta AVTIOTOIXA KOUUTTAKIa(A,D,W,S)

Ymapxel éva deutepo bug TPORANua, 6Tav KOITAEl TTAVW KIVEITAI PTTPooTd, OTav KOITAEI
OTO TATWA KIVEITAI PTrPooTd.la autd 1o Adyo TTpETTEl va dnuioupyriooupe éva €idog Pivot
yla Tov TraiXTn pag.

Anpioupoupe éva kevd GO ()CTRL +Shift+N) kai To ovopdloupe LookY. To emouvamToupe
oTov Player oav Child Object kai peta emiouvdrtroupe tn Main Camera o1o LookY. TommoBeTouue
10 LookY Script oto GO.Me autr) Tn AUCN PTTOPOUME VA KOITAPE TTAVW KAl KATW XWwpIig va
KIVOUUOOTE NTTPOOTA.

5.3. MAoRynon kai Eicaywyn Opiwv MovoTraTiov

5.3.1 To Z0oTnua NMAonRynong (Explore the Navigation System in Unity And Use
Navigation Mesh to constrain your Player)

To Navigation System pag €mTPETTEI va ONPIOUPYACE! XOPAKTPES KAl AVTIKEIMEVA TTOU JTTOPOUV
va KivnBouv £EuTTva oTov KOGHO Tou TTaixVvidloU, yvwaToi W TTPAKTOPES (agents).

To oUoTnua TTAoynong XpnolPoTrolei TTAEypaTa TTAOyNonG Ta oTroia dnuioupyouvTal autopaTa
ammd TN YeEwWETpia NG OKNVAG péow Tng Oladikaciag baking (wnoipatog). Auvapikd eutrodia
TPOTTOTTOIOUV £TTIONG TNV TTAOAYNCT TWV TTPAKTOPWY KATA TO XPOVO EKTEAEONG TNG EQAPHUOYAG.

Bdoel autig Tng duvatdTnTag TToU pag TTpoo@épel n Unity3D, Ba puBuicoupe Tnv £m@Avela
“TTdvw OTnV OTToia PTTOPEI va TTEPTTATACEI O TTAXTNG KABWG KAl va TTEPIOPICOUNE TO XWPO OTOV
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OTTOi0 UTTOPEI VO aTToUaKPUVBEi. ‘ETo1 av TTAonynBoupe o1o T€06 Tou KOopou o TraixTng pag o€ Ba

TTECEL

Maue Window > Navigation . ©a pag avoigel To TapakdTw TapdBupo.EtiAéyoupe TO
environment oTnv TrepimTwaon pag 1o World. Kai rataue Bake.

Eikova 3.2.1. Navigation System Bake

8 Inspector Services :-:Nauigatinnl =
[Agents| Lreas PEEREN Object

Learn instead about the component workflow,
Baked Agent Size

R =05
-
H=2
0.4
I 45°
Agent Radius 0.5 |
Agent Height |2 |
Max Slope — — |45
Step Height 0.4 |
Generated Off Mesh Links
Drop Height |EI |
Jump Distance |U |
b Advanced
[ Clear ][ Bake ]

TENOG utTOpOUE VO SNUIOUPYACOUNE UTTOTUTTWON TEXVNTH vonuooUvn TNV OTToia KATEXOUV EiTE
QVTIKEIPEVA EITE XAPAKTAPES. AnAadH, TNV TTAPOUCA SITTAWUATIKH, Ol EXBP0i £xouv pUBUIOTE £TOI
WOTE VA KIVOUVTAI OTO XWPO aUTOVOMA, IKAVOi va @TAVOUV OTOV TTPOOPICHUO TTOU TOUG £xEl O00Ei,
dlavUuovTag TO TTIO YPHYOPO UOVOTTATI.

5.4 Mnxaviouég NMupoBoAiouou

e autAv TNV
utroevoTnTa Ba TTpocBécoupe Tnv IkavoTnTa oTov Player va ptropei va TTupoBoAci! Autd
Ba 10 TTETUXOUNE BANA BrMa.

Oa kdavoupe 1o d1A0 TTaIdI TOu Main Camera woTe OTToU KOTAZOUE TNV KAPEPQ vVa BAETTOUNE TO
O61rAo pag. TotmroBeToupe To 61TAO OTOV Player.Oa ¢Tid¢oupue Ta Clipping Panes atmé og 0.1
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Mazximizi

AnpioupyouUpue €va script kal To ovopdfoupe GunShoot.cs. Oa 1o €MOUVAYOUUE GTO OTTAO TTOU
TOU fpwa.

Maue va opicoupe TIg uETABANTEG TTOU Ba XPEIAOTOUE:
[SerializeField]
private float _damageEnemy = 1@f; // variable damageEnemy

public float _range = 188f; // how far the bullets go

public fleat _shootingTimer;
public float _shootingCD = @.4f; // time between shootings, shoots every 4 sec, this goes for pistol

AnuioupyoUpe pia péBodo Shoot(); Méoa otn yéBodo Ba kahéooupue Tn ouvaptnon Raycast();

(Physics.Raycast(rayOrigin, out hitInfo,_range})

Debug.Log("Hit something” + hitInfo.transform.name};

To Raycast cival pia pé8odog 1mou pag BonBdel va eviotricoupe Tn ‘oUyKpouaon'. ZUYKEKPIUEVA
,OTEAVEL JIa akTiva (adpaTn) e onueio ekkivnong atrd Tov fpwa pag dnAadr Tnv Camera 1mou
gival attached oTov XOpOKTAPG HAG TTPOG KaTeUBuvon ek€l TTou Koitdlel n Camera Kai €4v
UTTAPXEl KATTOIO QVTIKEINEVO KATA TN SIAPKEIQ QUTAG TNG BIadPOUNAG ‘CuykpoUETal’ e autd Kal
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MTTOPOUNE KAT'auTdv TOV TPOTTO VO avapepBoUPE KOl VO TPOTTOTTOINCOOUME TO QVTIKEIUEVO
oulykpouong .

o va evToTnaTEl auTh n oUyKpouaon TTPETTEN TO AVTIKEIUEVO va £xel wg component évav Collider ,
oTréTe 0T dUVAMIKN dnuIoupyia Twv exBpwv Ba TTpooBécoupe kal Toug colliders.

. IMPACT POINT
>

DIRECTIOMN

// RayCasting
Ray raylOrigin = Camera.main.ViewportPointToRay(new Vector3(e.5f, 8.5, 8));
RaycastHit hitInfo;

H petaBAnt hitinfo ammoBnkelel Tnv TTAnpogopia «Ti XTUTTNOAUE OTAV eKTOLEUTANE TNV adpaTn
QKTiVaY.

Méte Ba pixvouue autr TNV aktiva? Otav TTatdue 10 apioTePd KAIK TOU Mouse.

Quuifoupe TG 10 “GetMouseButton” Tpéxel ouvéxela, yiar eAéyxel av givalr TTatnUéVO KATI

OUYKEKPIPEVO avd KapE, evw To “GetMouseButtonDown” Tpéxel pia @opd kai eTTIoTpEPEl true TNV

OTIYMI TTOU TTOTACOUME | A@rCOUNE KATTOIO KOUUTTI aTTd TO TTANKTPOASYIO.

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

r Shoot();
if (Input.GetMouseButton(@) && currentfmmo > 8)
i

Shoot();
¥

ETriong, ooV ENeyxo AEpe OTI O TpEXWY XPOVOG TTPETTEN va gival peyaAuTepog atrd 1o Cooldown
TTUpoPoAicpol TTou Ba opicoupe eueic oto 0.4 péow Tou inspector. TEAog, €Ew ammod Tnv if
Taparnpoupe Ot auédvoupe TV peTaBAnTr ShootingTimer katd Time.deltaTime og kG6e kapg.
‘ET01, 0 ShootingTimer Ba aufaveral atabepd avaloya Ue TNV wpa.

>¢ 1 deutepOAeTTTO T1.X., N ShootingTimer Ba gival 1, o€ 2 Ba €xel Tiun 2 KTA. Me Tnv TTpoUTTo0e0n
OTI uTTAKaPE aTny if, TTPETTel oTTWOBATTOTE va undeviooupe Tov timer, €701 WOTE va avatrdel undév
Kal va EavaueTpdel péxpl va Eemrepdoel 1o 0.4.

‘ET0l, £xoupe katagépel va uhotroijooupe 1o Cooldown cuoThua.

5.5 Anuioupyia Ekmrupookpoétnong (Muzzleflash) péow Particle System

Eiodyoupe amé 1a standard Assets 1Tng Uinty kai ouykekpiyéva atmmé 1o Particles 10 €@@é flare
MEOa OTO scene pag Kao To TOTToBeToUe OTNV AKPn TNG KAvvng Tou OTTAOU JAG.

OpiCoupe TIG TIUEG OTIG TTAPAPETPOUG OTTWG PAIVETAI OTNV TTAPOKATW EIKOVA.
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ORA S = El &S] [arivot [ @Local]

# Scene o

Shaded

3 Project

Ciuration

Looping |

Frewarm O

Start Delay o -
Start Lifetime 0.1 A
Start Speed i A
2D Start Size O

Start Size 0.1 0.1 A
30 Start Rotation O

Start Rotation 4] A
Flip Rotation 4]

Start Color A
Gravity Madifier 1] A
Simulation Space Lacal ]
Simulation Speed 1

Celta Time Scaled %
Scaling Mode Shape %
Play On Awake™ W

Emitter Welocity Rigidbody %
Max Particles 10000

Aute Random Seed v

Stop Action Mane

H AoyikA Tiow a1ré TNV AsitoupyikdTnTa Tou Muzzleflase €ival n dnuioupyia kwdika TTou Ba
evepyotrolei To GO étav Ba TTupofoAoupe Kal Ba To ATTEVPYOTTOIEI TNV AVTIBETN TTEPITITWON.

YAotroinon AiadpacTikoU Maixvidiou H/Y pe Tn XpRon tng Mnxaving Fpagikwv Unity 3D



Metantuyioakr Atatppi Munkakng Xprjotog

& Collab - | | & |

8 Inspector

|[] Static * -
Tag onisgged t] Layer [D!fault =]

Prefab | Select | Revert | Apply |
¥ .~ Transform i+ 8
Paosition X |-0.043086¢| ¥ [1.755521 | Z|0.3044294 |
Rotation ®|5.123 \¥|12.204 | Z|2.735 |
Scale X1 |1 |z|1 |
T%r Particle System il + 8

[ Cipen Editar... ]

OpiCoupe Aoirév pia yetaBAnTth n otoia Ba eivai 1o reference yia autd 1o GO(muzzleflash).

public ParticleSystem muzzleFlash; // variable muzzleflash
|

Méoa otn péBodo Shoot() Ba evepyotroifoooupe To Muzzleflash

// Muzzleflash
_muzzleFlash.Play();

AvTIBEéTWG 6Tav dev Ba TTaTaue To apioTepd MouseClick o Ba Traifel To Muzzleflash

N ]

if (Input.GetMouseButton(@) && currentimmo > 8)
i

Shoot();
¥
else
i
_muzzleFlash.Stop();

Ff _muzzleFlash.SetActive(false);
ff _weaponfudio.Stop();
shootSound. Stop();

// anim.SetBool("PFire™, false);

5.6 YAomroinon E@é¢ Npéokpouong Z@aipag (Hitmarker) pyéow Particle System

Avoiyoupe 1o script GunShhot.cs kai opioupe pia véa petaBAnTth TTou Ba eivai reference aTto
prefab TTou 6a kdvoupe instantiate.

[5erializeField]
private GameObject _hitMarkerPrefab; // wvariable Hitmarker

"Exoupe £€nynoel ag rponyouuevn evdtnta TN Aoyikn Tng ueBddou instantate(); ©a avaAlooupe
6uwg TN onuacia Tng peBddou Dstroy(shootingGo,3);
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[/Instantiate the the hitMarker
GameObiect shooting0 = Instantiate( hitMarkerPrefab, hitInfo.peint, Quaternion.lookRotation(hitInfe.normal));
Destroy(shooting@0, 3);

KaBapiopog Twv XpNOIUOTTOINUEVWY AVTIKEINEVWV

Até TNV oTiyury TTou pia ogaipa dev Ba Bpel kdtolo amd Ta Zombie, Ba ekTogeuBei kal Ba
TTAPAMEIVEl yIa TTAVTA OTO Scene pag r utropei va Tagidevel kal yia Tavia. Auto eueig dev 10
BéNoupe, KaBwg KABe a@aipa TTOU AOTOXE €iTE ATTO Pag €ite Ao Toug £xBpoUg Ba uTTdpxel OTNV
pvAun. O1éTe Ba TTPETTEl e KATTOI0 TPOTTO VA TIG KATAOTPEPOULE.

H pébodog Destroy eival n akpiBwg avtiBetn ammd tnv Instantiate. MNpakTIKa TNG TTEPVAUE
oav TTapdpeTpo éva GameObject Tou B€Aoupue va kaTaoTpagei atmd 1o Scene. 21N
OUYKEKPIPEVN TTEPVAUE BUO TTOPAUETPOUG

. Tnv mapdapetpo “shootingGO” n otToia kAvel TNV idIa SOUAEIG e
TNV PETABANTA transform. Ommwg n transform avagéperal ato Transform Component
Tou GameObiject 1Tou €xe1 TO Script autd TTavw Tou, €101  gameObject avagépeTai
aTo idlo To GameObject.

II.  Tnv TapdueTpo Xpovo, o€ TTOOO XPOvo Ba kataoTpagei To GO.

5.7 YAotroijon Hxntikwv E@é Tou 61TAOU HOG.

To Asset Store eival moAUTIHOG BonBOC Kal 08 AUTH TNV MEPLMTWON. Oa ELOAYOULE VA TIAKETO
NXNTIKWV ed€ evieAw Swpeav.

Home > Audio > Sound FX > Weapons > Post Apocalypse Guns Demo

© You downloaded this item on Sep 1, 2018.

. Post Apocalypse Guns Demo FREE

* Ak hkk v 12userreviews m

Popular Tags
Add a new tag right now?

Add tags

This is free version of 'Post Apocalypse Guns'

There are 6 gunfire sounds and 41 wav files.

so feel free to experiment.

Post Apocalypse Guns full version here

Oa emAéfoupe amo to Hierarchy to omAo pag kot Ba mpooBéooupe éva Audio Source
component. Me drag and drop Ba pifoupe to Audio amo to ¢dakelo mou UOALG KaTteBAoape
péoa to medio AudioClip. O@a fetikapoupe tnv emdoyn Play on Awake kat Ba TIkdpoupe To
Loop.
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8 Inspector
¥ [Pistal | [ static = |4
Tag|Untagged  ¢|layer [Defaulr ]
Prefab [ Select |  Rever | = Apply |

O©¢Aoupe AoIrév va eAéyyoupe TToTe Ba Trdiel To Audio Source 6Tav Ba TTaTdpe apioTePO KAIK
oTo mouyse. XpelalouaaTe Aylauto éva reference. Maue va ypdwoupe 1o scriptaki pag.

OpiCoupe Tn peTapBAnTr pag péoa ato script GunShoot.cs

|
[SerializeField]
private AudicSocurce _weaponfudio; // wvariable refference to weapon Audio source

IserializeFieldl
Méoa oTn péBodo Shoot() Ba ypawoupe Tov éAeyxo . Otav d¢ Ba TTatdpe T0 apIoTEPG KAIK O
NXog 6a oTauATAQEL

/ /Audid|

if (shootScund.isPlaying == false)
i

- shootSound.Play();
¥

/S Animation Playing
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// Update is called once per frame
vold Update()
i

i Shoot();

£y

if (Input.@etMouseButton(@) && currentAmmo > @)
i

Shoot();

¥

else

i
_muzzleFlash.Stop();
// _muzzleFlash.SetActive(false);
// _weaponfudic.Stop();
shootSound. Stop();

// anim.SetBool("PFire", false);

/f Update is called once per frame
volid Update()
i
/H Shoot();
£y
if (Input.GetMouseButton(@®) && currentfmmo > @)
i

Shoot();

¥

else

i

_muzzleFlash.Stop();
11 Bl = aah = j EE:'FE].SEJ}

// _weaponfudio.Stop();
shootSound. Stop();

J/ anim.SetBool("PFire", false);

5.8 Anuioupyia X16xaoTpo oto OTrAo - CrossHair.

¢ auth TV evotnta Ba dnuioupynooupe 10 Crosshair. To Crosshair 6a pag ponBroel va
oToxeUoupe Tov £x0pAa.MNa va 1o TTeETUXOUPE auTd Ba OoTpEéWoupe TO OTTAO YOG OTO KEVTPO TNG
086vng pag kai ekei Ba dnuioupyriocoupe To Crosshair.

Mape oto Hierarchy matdue dei kAik > Ul = Image. Z1ov inspector Oa eicdyoupe 1o Sprite Tou
BéAoupe, oTn TTEPITTITWON WaG €ival To knob. Aivoupe £va Xpwua JTTAE OTO GTOXO WOG
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8 Inspector

[ EFIIII_HiIr | [] Static =
Tag|Untagged ¢ layer I #|
Prefab | Select |  Revet | Apply |

Default UI Material

Shader | UL/Default
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# Scene %2 Animator

I Shaded Gizmos 7| (@Al

Display 1 = 16:10

Mapatnolue duwg éva TTOAU onuavTiké TTPORANPa oTo TraixVvidl pag. O képoopag eival opaTdg
oTo TTaividl yag. Otav Kivouue Tov TraixTn oTa degia Kiveital Kal o KEpoopag.Autd &€ TO KAVEI
Kal TTOAU AeIToupyiké TO TTaIxVid Jag. ZT0X0G pag ival 6tav {ekivael To TTaixvidl o KEpoopag va
ecapaviceral.

Avoiyoupe 1o script player.cs kai yéoa 8a ypdyouue Tov KWOIKA Pag.

/f Use this for initialization
vold Start()

i
//hide mouse cursor
Cursor.visible = false;
Cursor.lockState = CursorLockMode.Locked;
/f Now we have access to our character
_controller = GetComponent<CharacterController>();
¥

2Tnv TepiTTwan 1mou Ba TraTtdue To Escape key o k€époopag Ba epgaviceTal.
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// Update is called once per frame
vold Update()

i

HAif Escaph key pressed
JSfunhide mouce cursor

if (Input.GetKeyDown(KeyCode.Escape))
i
Cursor.visible = true;
Cursor.lockState = CursorLockMode.None;

-

5.9. Aleragpég Xprpotn (User Interfaces)

Mpdkerral yia 6Awv Twv €1dwWV TIG TTANPoYopieg TTou PeTaBIBAlovTal OTOV TTAiXTn TTOU TTAICEl TO
TTaIXVidl Kal XpelddeTal va TIG EEpel yia va €xel «Tov éAeyxo». MNa TTapdadelyua, oTto OIkd Jag
maixvidl o TaixTng 6a ATav KaAd va yvwpilel o TToia TTEPIOXN PpiokeTal (Area naming), TTéoN
evEPYEID £XEI, TTOOOUG TTOVTOUG £XEI, TI items £xel atroBnkeUoel aTo inventory, TO0EG GQAipeES TOU
£XOUV JEIVEL

5.9.1. Ta Baoikd Tou User Interface

Ag doupe TTEPIANTITIKG 600V agopd pepikd Ul Components.
. Canvas

Me 10 Canvas ptmopoUpe va eAéyéoupe TTwg Ba yivouv render ta Ul Elements pag. K&be Ul
Element mpémer va givai child Tou Canvas. Eriong, €ivai duvatd va éxoupe Tapatmavw atmo éva
Canvas oT1o Scene pag. Av T1.x. TTaue va eTiagoupe £va Text 4 éva Button atnv 086vn xwpig va
uttapxel Canvas, n Unity Ba @povrioel va dnuioupypoel éva Canvas kai 6a yag eTiager yetd 1o
Text ] To Button ) T€Aog avTwyv émoio Ul Element BéAoupe otnv 086vn pag, 1o otroio Kai Ba
kavel child oto Canvas autouara.

Il. Rect Transform

To Transform Component ota 3D avTIKEiMEVA PaG, TO OTTOIO TTEPIEXEI

Position, Rotation kal Scale kaBwg kal Width, Height, X ka1 Y.
M. Button

Mpokerral iowg yia 1o o Bacikd Ul Element. MTropei va dexTei User Input kai va Tpégel

K&Tolo event, To o1Toio Ba KaAéoel cuyKkekpiuévo block kwdika va ekTeAeoTel. 'Eva

KOUWTTi JTTOPOUE VO TO XPNOIKMOTTOICOUKE OTO main menu.
V. Text

To Text cival To deUTepo TTI0 cuvnBiopévo Ul Element tTou Ba cuvavtiocoupe kai agopd kabapd
Keipevo. OTav gueic BEAoUPE va eu@aviooupe KATToIa ypduuaTa f apiBuols f kal 1a 2 oTnVv
006vn, Ba xpnoipgotroiooupe 1o Text Ul Element.
V. Event System

KdaBe Ul Element ptropei va €xel diké Tou event kai n dikid yag douAeld ival va TTpooBécoupe To
owoTté Component Tmou avaAaufdvel auti Tn OOUAEId, va ouvdEéoouue Ta events Kal OTn
OUVEXEIO VO KOAEOOUPE OUYKEKPIYEVEG NEBGBOUG aTTd auTd, Ol oTToieg TTPETTEl va eival attached
oe script a1o id10 GameObject TTou Ba €xel attached Ta event Triggers.

MNvwpicovTtag autd, Taue ota ypriyopa va @Tidéoupe To Ul menu otnv Unity!
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5.9.2. Graphical User Interface
A oKe@TOUWE TTOIEG TTANPOPOPIEG BEAOUNE VA EuPavicoupe oTnV 080vn Kal GTn oUVEXEIa Ba
eTmiaEoupe Ul Elements yia ka6 TTAnpo@opia:
» Score

» Energy
> Ammunition

>uveTtwg 0Ao To GamePlay Bagoiletal og Ul TTou Ba éxel 4 Keipeva.

5.9.3 Graphical User Interface: To mAdvo

=ekivape Aoirrév otnv Unity dnuioupywvtag 1o TpwTto pag Text (eikova 4.2). Oa doupe 6T

EMQavioTnKe OTO KEVTPO TNG 006vNG €va keipevo TTou ypagel “New Text” . Kat’ apxdég, 6a tou
dwooupe Aeukd xpwpa atov Inspector, oto “Text” Component Tng Unity (1d1étnta Color )kai
oTn ouvéxela Ba 1o peTakivicoupe pe 1o 2D Widget oto mavw pépog NG 086vng Kai 6eid
woTe ato Game View va BAETTOUPE aUTO TTOU QaiveTal Kal oTnv €ikéva 4.2

Eival onuavTikd va ayKIoTPWOOUNE TTNV €IKOVA €TTAVW Kal 0e€1d pe To Anchrs.Autd pag BonBael
va kpatdel 1o id10 padding atrd TRV 086uvn aveEapTATWG TO resize Trou Ba yivetal étav
TTaifoupe TO TTaIXVidI JOG.

€ Inspector | Services 52 Mawvigation R
| ¥2o RectTransform [ 3 &= -
right Pos X Pos Y Pos 2
-56 -63 0
g [] Width Height
160 30
¥ Anchors
Min X1 ¥1
Max X1 ¥1
Pivot ® 0.5 Y05
Rotation ¥ 0 0 Zlo
Scale X1 ¥l Z|1
(@ canvas Renderer i+ 8
¥ ¥ Text (Script) [ 3! %,
Text
Ammeo: 200
Character
Font [4 Arial @
Font Style |_ Marmal ¢J
Font Size 20
Line Spacing 1
Rich Text [+
Paragraph
Alignment B:==E=-=
Align By Geometry [
Horizontal Overflow | Overflow =
Vertical Overflow | overflow s T
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#: Scene
Shaded

>Tnv ouvéxela, Ba @TIaEoupe GAAa 2 Keipeva Kal Ba Ta TOTTOBETAOOUNE OTIG YWwVieg TTAVW

0e€1a kal apioTepd. ETriong, dev Ba {exdooupe o€ autd TTou gival aTig OeEIEC TTAEUPEG va £XOouv
Right Alignment ka1 auTd TToU €ival o€ apioTepég va £xouv Left Alignment.

Ag doupe TTwg @ivovtal oTo GameView aTnyv TTapaKAaTw EIKOVA.

ﬂ Srcorm 4

Ammo: 195 b

LML

MR A
A\ RN

5.10. YAotroiwvTag TNV Avavéwon Tou Score pe C#.

Maue Twpa va @TIAEoupe TO script TTou Ba avavewvel To score pog KABe gopd TTou Ba
OKOTWVOUE €évav £x0po.

Oa avoifoupe To script enemy.cs kail Ba avalntriooupe Tn PéBodo DeductEnemyHealth().
Kd&Be tmou o traixTng pag agaipei {wr atrd 1o Zombie Ba avavewveral To Ul element Sore.Text.

AuTté 1O KaTaPEpvoupue e Tn yEBodo updadeScore. Tn péBodo autr TNV KOAOUUE apoU €XOUNE
opioel yia yetaBAnTh _uiManager kAdong UIManager.

Fl

UIManager _uiManager;

>1n ouvéxela péoa otn péBod Awake() avalntolpe To component “Canvas” 61Twg deixVvel n
TTOPAKATW EIKOVA.
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/f Use this for initialization
wvold Awake () {

_uiManager = GameObject.Find("Canvas").G@etComponent<UIManager>();

B —

public weid DeductEnemyHealth(flecat deductHealth)

enemyHealth -= deductHealth;
bloodSound.Play();
if (!isDead)

_uiManager.UpdateScore();
if (enemyHealth <= @)

EnemyDead();

R

}

el s

Moid gival n kAaon UIManager? Exouue dnuioupyroel £€va kaivoupio script UIManager kai 10
TpooBeTOoUpE 0o component gtov Canvas.

21NV TTApakdaTw €IKOVA OpioulE TIG aTTapaiTnTeEG YETABANTEG yia Ta Ul elements kai oTn
ouvéxela ypagoupe 3 ypappég kwdika yia Th m;euodo UpdateScore().
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—lpublic class UIManager : MonoBehawviour
i
[SerializeField]
private GameCbject _pauseMenuPanel;
[SerializeField]
private GameObject _codin;

public GameObject MG;

// It is responsible for updating OnScreen elements
[SerializeField]

private Text AmmoText;

public Text scoreText;

static int playerScore = 8;

static int playerCash = @;

= public woid UpdateScore()
i
playerscore += 18;
scoreText.text = "Score:

+ playersScore;
H

5.11. YAotroiwvTtag Tnv avavéwon Tng EvepyelakAg prdpag pe C#;

Oa Eexiviiooupe QTIGYXVOVTAG £va Kaivouplo script PlayerHealht.cs. Opioupe dUo peTaBAnTéG, N
TpwTn Ba TTépel €éva refenrece mou Ba gival To Text yia Health kai n deuepn Ba gival n amméAutn
TIUA TOU TTaiXTN TToU Ba pag deixvel TNV EVEPYEIQ TOU.

—public class PlayerHealth : MonoBehaviour {
public Text healthText;
public int health;

/f Use this for initialization
= volid Start ()

i
health = 188;
/feference to the Image Healthbar
/f private ena script

H

// Update is called once per frame
= vold Update ()

{
= if (health<=8)
i
SceneManager. LoadScene (" GameOver™) ;
Cursor.visible = true;
Cursor.lockState = CursorlockMode.None;
¥
¥
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>1n ouvéxela Ba kavoupe drag and drop oTo reference To currentHealthPointBar 1o 1o
Canvas.

P EUR

¥ Canvas FOWF T LA LUIIUGE [ )
Cross_Hair ¥ « [/ Player Health (Script) rifh S
Ammo_Text Seript PlayerHealth ]

P Inventory_BG

Health Text | RatioText (Text) 0
¥ BackGround MIUU |

CurrentHealthPointBar
RatioText ‘ Default-Material @ #
Score 4 Shader | Standard v
BloodyScreen
P Inventory
o - r [ Add Camnnnant ] LS

Mnyaivouve aTto script CollisionWithPlayer.cs kal @Tiaxvoude dia kaivoupia PeTaBANTA TUTTOU
PlayerHealth.

private PlayerHealth playerHealthscriptwvar;

2Tn ouvéxela PE TIG 3 TTOPOKATW YPAUMPES Ba ouvdéooupe Ta 2 script geTagl Toug, TTEpa TTOAU
XPNoIHoG KWOIKag!

// with the 3 lines below we have a connection between the two scripts this and PlayerHealth
GameObject PlayerHealthObject = GameObject.FindWithTag("Player™);

if (PlayerHealthObject != null)
i
playerHealthscriptvar = PlayerHealthObject.GetComponent<Playerbealihl();

fndinSanrral T andine = RatCamnnnantosdndinSnnrecas e

W

int deductedhealth = playerHealthscriptvar.health -= 5;
Text healthComingFromScript = playerHealthscriptvar.healthText;

string stringHealth = (deductedhealth).ToString();
healthComingFromScript.text = "" + stringHealth;

5.12 YAotmroiwvTag TNV avavéwon Tou Ammunition Text ye C#

ZeKivape TaAI atté Tnv KAdon UIManage.cs Kal @TIAXVOUME I JETABANTH TTou Ba Xpnolueloel
wg reference oto Ammunition Ul element pag. £1n ouvéxeia Ba kavoupe grag and drop 6TTwg
@aiveTal oTNV TTapAaTw €IKOvA.

[SerializeField]
private Text AmmoTkxt;

[ -
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;U_h_is-:;;'-_é.:.:ttle Blocking Mask | Everything il
Wooden_Crate ¥ o UI Manager (Script) [ = %
L96_Sniper_Rifle Script UIManager o
AK-47 Pause Menu Panel WPauseMenu o]
b SoldierfFree Coin i#Coinlmage o
F AmmoBox MG VMGImage o]
> EUR Ammo Text Ammo_Text (Text) (]
Cross. Hair /S\:m:q%l‘/' Score [Text) @
Ammo.Text—— | | ¥ = MHUD (Script) @ =

F Inventory_BG Script HUD o]

¥ BackGround Inventory « Inventory (Inventory) L]

CurrentHealthPointBar

OpiCoupe pia ved péBodo Tnv UpdateAmmo()

public woid UpdateAmmo(int count)
i

_AmmoText.text = "ammo: " + count;
¥

Kai oto script GunShoot.cs 6a avalntjcouue Tn ouvdptnon Shoot() ému Ba ypdwouue TNV
TTAPOKATW YPAUN.

vold Shoot()
1

currentimmo--;
_uiManager. UpdafteAmmo (currentimmo) ;

48 aw T 1

5.13. YAotroiwvrag 1o Start, Pause kai Game Over menu

210 TTaIXVidI auTd £XoupE dnUIoUPYRTEl TPia dIAPOPETIKA menu, TO apxIKO pevou (Start), To yevou
Tavong (Pause )kai 1o yevou Bavdrtou (Game Over).

Koivé xapakTnpIoTikG Kal TwV TPIWV Eival n Xprjon kouutrioU (Button) pe Tov idio pnyxaviopd kai
pe Ta idia properties . AnAadr], TO AVTIKEIYEVO KOUUTTI XPNOIYOTTOIEITAI UE OIOPOPETIKA OvOUQTa.
AuTo emmiTuyxavetal y€ow TOoU Kolvou script ButtonScript, TTou avahoya ue tnv ovopacia Tou
KOUMTTIOU OTO OTTOiO €ival ETTIKOAANUEVO €KTEAET Kal TNV avTioToixn evépyela. O1 evEpyelEg TTOU

MTTOPEI va EKTEAECEI KATTOIO KOUWUTTI avaAOywg TnNG ovopaaciag Tou gival €ite aAAayr) oknvrg €ite
EMQAVION UTTOUEVOU.
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# Scene
| Shaded

B Inspector

o [StartMenu

| [ static =

Tag | Untagged i | Layer | UI

+

Prefab | Select | Rewert Apply |
"’gg Rect Transform L <
[Eum! walues driven by Canwas. ]
Pos X Pos Y Pos 7
192 120 L]
width Height
384 240
w Ancheors
MMin X 0 Y 0
Maw X 0 ¥ 0
Pivot X o0o.5 Y 0.5
Rotation X O Y 0O £ 0
Scale (1 1 Z|1
Plilnl:arlvas Eal =t %=+,
Pncanvas Scaler (Script) o #E,
w ﬁ « Graphic Raycaster (Script) Cal = #
Script E SraphicRaycaster (o]
Ignore Reversed Graphic: |«
Blocking Objects | Mone ™
Blocking Mask | Ewerything 3|
w o M Menu (Script) @ ' =
Script = Menu (o]
Quit Menu I QuitMenu (Canwvas) (o]
Start Text = Play (Button) L=}
Exit Text o Emit (Button) lo]

[ Add Componant
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2Tn OUVEXEIDQ TTapPABETOUNE TOV KWOIKA TToU agopd To TI Ba cupfBaivel 6tav Ba eipaaTe oTo Start
menu.

Spublic class Menu : MonocBehavicur
i
public Canvas gquitMenu;
public Button startText;
public Button exitText;

= void Start()

{
guitMenu = quitMenu.GetComponent<Canvas>();
startText = startText.GetComponent<Butitonz();
exitText = exitText.GetComponent<Button>();
guitMenu.enabled = false;

¥

- public woid ExitPress()

i
guitMenu.enabled = true;
startText.enabled = false;
exitText.enabled = false;

¥

- ffpublic woid OnClickPlay()

Fiq

ff /) Application.LloadLevel("LewvelOne™};

I SceneManager.Loadscene (" LevelOne™};

£

public weid MoPress()

i
quitMenu.enabled = false;
startText.enabled = true;
exitText.enabled = true;
H
public weid StartLewvel()
i
SceneManager.Loadscene(1);
H
public wveid ExitGame()
i
Application.Quit();
H

Ag doupe ka To Pause menu:

Oa emidyoupe éva script GameManagent.cs kai 8a kavObject variable oTov inspector kai 8a Tou
dwooupe To To Text TTou agopd To Pause Menu.
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CImpParngn

Otav maticocupue 10 Key P 1o Traixvidl ” raywvel 7. ToTe pag epgavifetal To Pause menu 61mwg
BAETTOUNE TTOPAKATW.

Main Me

Mapouaidloupe Tov KWAIKA TTou BonBdagl va KaTavorjooupe TTwg AEIToupyei To Pause menu.

I

/I Update is called once per frame

F o veld Update ()

o ke wblic void Resunene )

/[pause game

f/enable pause nenu pauselenuPaneL. Sethctive alse);
=] if (Input.GetKeyDown(KeyCode.P)) Tine tineScale = 1

—_— ey

Cursor.visible = true;
Cursor.lockState = CursorlockMode.None;
Time.timeScale = @;

——- — — — = — — — — — — — — — — — — — — — —

{

{
E _pauseMenuPanel. SetActive (true);
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Ag kdvoupe KATI TEAeuTaio TWpa. 'EoTw 611 BEAoupE va ypdgel pe peydAa ypauuata Game Over
oT1o T€A0G. AuTO Ba TO TTETUXOUNE PTIAXVOVTAG akoua éva Ul Element Tuttou Text, o1o otroio
emiTndeg Ba ypawoupue Game over.

[ [Canvas |0 static |
Tag | Untagged  #|layer(ur i

v €} Gameover*

Qmponen

Oa eTiagoupe £va kaivouplo script kal Ba 1o ovopdooupe LoadGameOver.cs

H kAdon SceneManager Trepiéxel pia péBodo LoadScene n otroia Traipvel wg TTAPAAUETPO TO
aKpIBEG Gvoua TOT scene TTou BEAOUPE va QOPTWOOUNE. ZTNV TTEPITITWON PAG €IVl TO
LevelOne.
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L= H}}CIIIUI_‘."LJIIEIF "'I L LLFOLIA O Iess w el

You have mixed tabs and spaces. Fix this?

1% Elh5ing system.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4 using UnityEngine.SceneManagement;

5 | using UnityEngine.UI;

B

7 Elpublic class LoadGameOver : MonocBehaviour {
g public Button newGamej

9 // Use this for initialization

18 B vold Start () {

11 newGame.onClick.AddListener(loadGame);
12 I 3

13

14 =] vold loadGame()

15 I

16 SceneManager. LoadScene("LevelOne™);
17 I 3

18 3

19

New Game

N
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KE®AAAIO 6. Zuptrepdopata Kai MBavég BeATiwoeig

6.1 MOavég BeATiwoelg

To Bagikd XapakTnpPIOTIKO TTOU TO KAvel o TTPoaiTd To Game Engine cival ol Baagikoi odnyoi,
Kal N TAnBwpa Twv tutorials Tou utrdpyxouv oTo diadikTuo, aAAd kal To Community Forum.

O1 mOavég PEATIVOEIG APOPOUV MEPIKEG OKEWEIS Kal 16€e¢ oUTWG WOTE va PBeATiwdei n
AeIToupyIkOTa TOU TraiXvidlou. AuTEG OTOXO €XOUV €iTE va va TTPocBEcouv KATI ETITTAEOV OTO
Trauyvidl, €ite va dlopBwoouv 1 va PBeETILWOOUV KATI TTOU dn Bpioketal oto TEPIBAGANOV TOU
Traixvidiou Pag.

Mia mBavnA BeATiwaon eival n geTaTpoTr Toou Traixvidiou o€ Network Gaming. 'ETol 6a utrdpyxel
n duvaToTNTA VA CUUMETEXOUV KAl AAAOI HPWEG KAl VA YiVOUV CUUTTAIXTEG UAG.

Emiong Ba ptopoucav va TrpocaTeBolv TrePIcodTEPA animations 1Y OT0 OTTAG KABwWg
EKTTUPCOKPOTEI f KABWG yeiCel TTUPOUAYIKG TO OTTAO TOU.

Oa ptopdéucape va Tou TTPooBEcoUPE TTI0 TTOAAG OTTAQ OTTWG pia XelpopPBoBida n otroia Ba
TIPOKOAEI pia TTOAU duvaTr] €kpnén OKOTWVOVTAG PHAdIKoug exBpouc.

H TToIKOIAiO TTOAAQTTAWYV SIOQPOPETIKWY eXBpwV Ba PtTopouace va eival yia KaAf TpocaBnikn. Ty
Ba pmropoucaue va evidouue OTPATILTEG £xBpoUg TTou Ba pag TTupofoAolv Kal auToi aTrd
amréoTaon.

210 Inventory pia KaAn BeAtiwon 6a ATav va mTpoaBétaue éva scroll bar oe TrepiTTwon TTou
oToIBdadel o TraiXTng Jag TTOAAG items.

Oa ptropuoe va 80B¢i N duvaTdTNTa PE TNV ATTOKTNG TTOAAWY TTOVTWYV VA ayopdael TTEPICOOTEPA
OTTAQ 1) va gival TO EICITAPIO VO TTEPACEI OTNV ETTOPEVN TTIOTA.

Mid kaAr okéwn gival Ta Cinematics kaBwg Bakdvouv To TTaiyidl yag 1o aAnBogavég.

H duvatétnTa Tou TTaiXTn Pag va kavel “Save Game” Kabwg To TralxVidl atrokTd PeyaAUuTePN
d1dpKela.

6.2 BiBAloypagia — loTéToTTOI

e Augmented Reality First Person Shooter /Survival Game

https://www.udemy.com/arkit-unity-3d-creating-augmented-reality-apps-with-
c/learn/v4/overview

e The Ultimate Guide to Game Development with Unity

https://www.udemy.com/the-ultimate-guide-to-game-development-with-
unity/learn/v4/overview

e Unity Adventure Game Tutorial #4 - Picking Objects Up & Money System
https://www.youtube.com/watch?v=an7DtvMW SaU&t=386s

e Unity Adventure Game Tutorial #5 - Inventory System
https://www.youtube.com/watch?v=UU6gUryy4c4

e Unity Adventure Game Tutorial #10 - Simple Quests
https://www.youtube.com/watch?v=hUxv60gjb6g&t=1138s

e Unity Adventure Game Tutorial #11 - Naming Areas of Your Scene
https://www.youtube.com/watch?v=44U72sIPvL4
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https://www.youtube.com/watch?v=an7DtvMWSaU&t=386s
https://www.youtube.com/watch?v=UU6qUryy4c4
https://www.youtube.com/watch?v=hUxv60gjb6g&t=1138s
https://www.youtube.com/watch?v=44U72sIPvL4
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e Unity Adventure Game Tutorial #9 - Use Inventory Objects

https://www.youtube.com/watch?v=aiBhZbTt5ss&index=9&list=PLZeS3mWWrHczZWTbMxw6F
RMwLmcA32jFnK

e Shooting with Raycasts - Unity Tutorial
https://www.youtube.com/watch?v=THnivyGOMvo&t=231s

e Weapon Switching - Unity Tutorial
https://www.youtube.com/watch?v=Dn BUIVdAPg
e Attacking Enemies, Health System, and Death Animation in Unity

https://codingchronicles.com/unity-vr-development/day-13-attacking-enemies-health-system-
death-animation-unity

e Call of Duty Zombies Remake Unity 3D Tutorial: Part 7 Enemy Damage and Death Exo
Zombies

https://www.youtube.com/watch?v=wLpgBM141k8&index=7&list=PLQ1INmMJIxKtjWdGeftfELYY
hZbg3d mCaz

e World Assets
http://devassets.com/

e Unity3D Character Controller - How To Jump
https://www.youtube.com/watch?v=1Po3EONZOpM

e Unity 3D - How to make a gun shoot (Raycast & Bulletholes)

https://www.youtube.com/watch?annotation id=annotation 1930022423&feature=iv&src_vid=s
hDFvgOP71M&v={5kNjJ]9GXA

e SHATTER/DESTRUCTION in Unity (Tutorial)
https://www.youtube.com/watch?v=EqgNVOPWVaS8

e FPS DESERT ENVIRONMENT!
https://www.youtube.com/watch?v=k9S9N3eYwjO
e Triggered Animations in U nity3d

https://www.youtube.com/watch?v=AziTfHI5I3Y
e Unity3D Player Health - Zombie FPS

https://www.youtube.com/watch?v=VXNTIRGR19Y&index=2&list=PLgO dK1hz3TMXDRmMW -
aNHGosp5LzNRhW5

e 2. Unity3D Enemy Movement - Zombie FPS
https://www.youtube.com/watch?v=ZzPcbLhGLtU&index=3&list=PLqO dK1hz3TMXDRm
W-aNHGosp5LzZNRhW5

e 3. Unity3D Enemy Attack - Zombie FPS
https://www.youtube.com/watch?v=b74Wquin8KU&Iist=PLgO dK1hz3TMXDRmW -
aNHGosp5LzNRhW5&index=4

e 15. Unity3D Player Spawn Tutorial - Zombie FPS
https://www.youtube.com/watch?v=9rwI-

ZJf7xE&index=30&list=PLgO dK1hz3TMXDRmW-aNHGosp5LzNRhW5

e 11A. Unity3D Animation Tutorial Part 1 - Zombie FPS
https://www.youtube.com/watch?v=C6N2FJXeVBA&list=PLgO dK1hz3TMXDRmMW-
aNHGosp5LzNRhW5&index=24

e 11B. Unity3D Animation Tutorial Part 2 - Zombie FPS
https://www.youtube.com/watch?v=qJcCfy1qtM8&list=PLgqO dK1hz3TMXDRmMW -
aNHGosp5LzNRhW5&index=25

e 11C. Unity3D Animation Tutorial Part 3 - Zombie FPS
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https://www.youtube.com/watch?v=aiBhZbTt5ss&index=9&list=PLZeS3mWWrHczWTbMxw6FRMwLmcA32jFnK
https://www.youtube.com/watch?v=aiBhZbTt5ss&index=9&list=PLZeS3mWWrHczWTbMxw6FRMwLmcA32jFnK
https://www.youtube.com/watch?v=THnivyG0Mvo&t=231s
https://www.youtube.com/watch?v=Dn_BUIVdAPg
https://codingchronicles.com/unity-vr-development/day-13-attacking-enemies-health-system-death-animation-unity
https://codingchronicles.com/unity-vr-development/day-13-attacking-enemies-health-system-death-animation-unity
https://www.youtube.com/watch?v=wLpgBM141k8&index=7&list=PLQ1JNmJxKtjWdGeftfELYYhZbg3d_mCaz
https://www.youtube.com/watch?v=wLpgBM141k8&index=7&list=PLQ1JNmJxKtjWdGeftfELYYhZbg3d_mCaz
http://devassets.com/
https://www.youtube.com/watch?v=1Po3E0nZOpM
https://www.youtube.com/watch?annotation_id=annotation_1930022423&feature=iv&src_vid=shDFvg0P71M&v=j5kNjJj9GXA
https://www.youtube.com/watch?annotation_id=annotation_1930022423&feature=iv&src_vid=shDFvg0P71M&v=j5kNjJj9GXA
https://www.youtube.com/watch?v=EgNV0PWVaS8
https://www.youtube.com/watch?v=k9S9N3eYwjQ
https://www.youtube.com/watch?v=AziTfHI5l3Y
https://www.youtube.com/watch?v=VXNTiRGR19Y&index=2&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5
https://www.youtube.com/watch?v=VXNTiRGR19Y&index=2&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5
https://www.youtube.com/watch?v=ZzPcbLhGLtU&index=3&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5
https://www.youtube.com/watch?v=ZzPcbLhGLtU&index=3&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5
https://www.youtube.com/watch?v=b74Wqufn8KU&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5&index=4
https://www.youtube.com/watch?v=b74Wqufn8KU&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5&index=4
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https://www.youtube.com/watch?v=9rwI-ZJf7xE&index=30&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5
https://www.youtube.com/watch?v=C6N2FJXeVBA&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5&index=24
https://www.youtube.com/watch?v=C6N2FJXeVBA&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5&index=24
https://www.youtube.com/watch?v=qJcCfy1gtM8&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5&index=25
https://www.youtube.com/watch?v=qJcCfy1gtM8&list=PLqO_dK1hz3TMXDRmW-aNHGosp5LzNRhW5&index=25
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https://www.youtube.com/watch?v=7uPzGWgDHdU&Ilist=PLgO dK1hz3TMXDRmMW -
aNHGosp5LzNRhW5&index=26

e SHOOTING/FOLLOW/RETREAT ENEMY Al WITH UNITY AND C# - EASY TUTORIAL
https://www.youtube.com/watch?v=_Z1t7MNkOc4&index=2&list=PLBIb _auVtBwDgHLhYc-

NG633rTbTPim9z

e PATROL Al WITH UNITY AND C# - EASY TUTORIAL
https://www.youtube.com/watch?v=8eWbSN2T8TE&Ilist=PLBIb _auVitBwDgHLhYc-
NG633rTbTPim9z&index=3
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