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Mpa@Ikd Kal @uoIkA oTo Unity
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'Hxog, Bivreo kal Kivoupeva oxédia oto Unity
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01 - N'pa@Ika Kal QUOIKN oTOo Unity

[Teplexouevo:

Kapepeg

PwTIONOS

MovTéAa

Y@EG

YAIKG

OTTIKG €€
Oupavog Kal xpwua

© N o 0k WP

Evowpatwuévn 3D Puaoikni
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Kauepeg:

Mia oknvr] Unity avtirpoowTrevel Ta GameObjects o€ évav TpiodidoTaTto Xwpo. Ascdouévou OTi N 08ovn Tou Beath gival diIodidoTaTn, TO
Unity pétrel va kataypdyel pia TpoBoAn kai va tnv "loiwaoel” yia TTpoBoAr. AuTO TO KAVEI XPNOIUOTTOIWVTAG KAPEPES. 21O Unity,

ONMIOUPYEITE PO KAPEPQ TTPOCBETOVTAG Eva aTolxXEio KAuepag o€ éva GameObject

AUTO TTOU BAETTEI pIA KAPEPQ OPICETAI ATTO TOV JETAOXNUATIONO TNG KAl TO oToIXEio Kauepd TnG. H Béon petaoxnuaTtioyou opilel Tnv OTTTIKA ywvia,
0 eUTTPOOBIOG Atovag TnG (Z) opilel TNV KaTteuBuvon TTPOBOAAS Kal 0 Agovag TnG Kal o TTPpog Ta TTavw d&ovag (Y) opilel To TTdvw PEPOS TNG
086vng. O1 pubpioeig oTto oToixeio Kauepa kabopilouv To PEYEBOG Kal TO OXAMA TNG TTEPIOXNAG TTOU EUTTITITEI OTNV TTPOROAR. Me QuTEQ TIG

TTAPAPETPOUG PUBUIOUEVEG, N KAPEPA PTTOPET va eu@avioel autd TTou "BAETTEI" auTAv Tn oTiyu oTnv 086vn. KaBwg 1o GameObject peTakiveital

Kl TTEPIOTPEPETAL, N EUPAVICOPEVN TTPOBOAA PETAKIVEITAI KAI TTEPICTPEPETAI AVAAOYQ
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KAapepeC

MpooTrTikéG Kal opBoypaPIKEG KAUEPES

Mia kAuepa oTOV TTPAYUATIKO KOOHO, | MAGAIOTa €va avOpwTTivo UdTI, BAETTEI TOV KOOMUO HE TPOTTO
TTOU KAVEI TA AVTIKEIJEVA va QaivovTal HIKPOTEPA OCO IO PAKPIG BpicKovTal ATTd TNV OTITIKA ywvia.
AUTO TO YVWOTO TTPOOTITIKO £QE XPNOIMOTIOIEITAI EUPEWG OTAV TEXVN KOl OTA YPAPIKA UTTOAOYIOTWYV
Kal €ival onuavtikd yia Tn dnuioupyia oG PeaAIOTIKAG oknvAG. Puoikd, 1o Unity utrooTnpiel
TIPOOTITIKEG KAMEPEG, AAAG yia KATTOIOUG OKOTTOUG, BEAETE va aTTOOWGETE TNV TTPOROAR XWPIS auTtd To
e@é. MNa Tapddeiyua, uTropei va BEAETE va dnuIoupyNOoETE Evav XApPTN A MIa 086vn TTANPOPOPIWY TTOU
Oev uttoTiBeTan OTI QaiveTal akPIBWG OTTWG €va QVTIKEIMEVO TOU TTPayMATIKOU kéouou. Mia kduepa
TToU &€V PEIWVEI TO YEYEBOG TWV QVTIKEIMEVWY HE TNV ATTOCTOON AVAPEPETAlI WG OPBOYPAPIKN Kal Ol
Kauepeg Unity €xouv emmiong uia €mAoyn yia autd. H TTpOOTITIKA Kal oI 0pBoypa@IkEG AEITOUpyieg
TPOROANG PIAG OKNVAG €ival yWWOTES WG TTPOBOAEG KAUEPAG.

TOOO 01 TTPOOTITIKEG OGO Kl Ol 0pBOYPAPIKEG KANEPES EXOUV éva OPIO OTO TTOCO PAKPIA JTTOPOUV va
«BAETTOUVY aTTO TNV TpéXouoa BEon Toug. To 6plo opiletal ammd €va emmiredo TTou gival KABETO OTNV
TTPOG Ta EUTTPOG KaTeEUBUVON (Z) TNG KAPEPAG. AuTO €gival yvwoTO WG TO HAKPIVO ETTITTEDO ATTOKOTING,
KaBwg Ta avTikeiyeva TTou BpiokovTtal oe PeyaAUTeEPn ammoéoTacn amo Tnv KAauepa "koBovtal”" (dnA.
eCaipouvtal atmd TNV amoédoon). YTTAPXEl ETTIONG €va avTiOTOIXO ETTITTEDO KOVTIVAG ATTOKOTING KOVTA
OTNV KAUEPA - TO EUPOG ATTOOTACNG YE BUVATOTNTA TTPOROANG €ival auTd PETALU Twv OUO ETTITTEOWV
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PwTIOPOC

Eicaywyn otov QwTICHO

Me 10 Unity, uTTOpEiTE VA ETITUXETE PEANIOTIKO QWTIONS TTOU gival KATAAANAOG
yla pia o€lpd atmd oTul 1€xvng. To Lighting in Unity Asitoupyei TTpooeyyidovtag
TTWG CUNTTEPIPEPETAI TO WS OTOV TTPAYMATIKO KOOMO. To Unity XpnoiyoTTOIE
AeTTTOMEP) MOVTEAQ VIO TO TTWG AEITOUPYEI TO QWG yia €va TTIo PEAANIOTIKO

ATToTEAEOHA 1) aTTAOTTOINKEVA JOVTEAQ YIA €va TTIO OTUNICAPIOUEVO QTTOTEAEC Q.

Apgocog Kl EUUECOG PWTIONOG

To Aueco Qwg €ival TO QWG TTOU EKTTEUTIETAI, TTPOCTTITITEI Mia @opd Ot pIa
ETIQAVEIQ KAl OTN CUVEXEID avTavakAATal atmeudeiag o€ évav aiobnmipa (yia
TTapAdelyua, oTov aP@IBANCTPOEIBN TOU PaTIoU A Yia KAPEPa). To EUUETO QWG
gival Ao TO AGAO @w¢ ToU TEAIKA avakAdTal o€ évav  aiodnTipa,
OupTTEPIAAPBAVOUEVOU TOU QWTOG TTOU XTUTTA TTOAAEG QOPEG OTIC ETTIPAVEIES
Kal oToV oupavo. Na va eMITUXETE PEANOTIKA ATTOTEAEOUATA QWTICHOU, TTPETTE
VO TTPOCOPOIWCETE TOOO TO APECO GO0 KAl TO EUUECO PWG.

To Unity ytropei va uttoAoyioel Tov GUECO QWTIONO, TOV EUUECO QWTIONO A Kal
TOV AUECO Kal TOV EUUECO QWTIONOS. O1 TEXVIKEG QWTICKOU TTOU XPNOIUOTIOIEI TO

Unity e¢apTtwvTal atréd Tov TpoTTo diaudppwaons Tou ‘Epyou cag
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Totrol ewTég

Me 1o Unity PTTOPEITE VA XPNOIUOTIOINCETE TNV 1I810TNTA type yIa va eTTIAECETE TTWG Ba cupTTEPIPEPETAI TO PWG. O1 dlaBETIPES TIYEG eival:

» Point Light, éva @wg¢ TTou BpIioKeTAI 0€ £€va ONUEIO TNG OKNVAG KAl EKTTEUTTEI QWG TTPOG OAEG TIG KATEUBUVOEIG £€icOU
» Spot Light, éva @wg 1ToU BpioKeTal O€ éva ONUEIO TNG OKNVAG KAl EKTTEUTTEI WG O€ OXAMO KWVOU
» KateuBuvtiké dwg, éva Pwg TTou BPIioKETAI ATTEIPWG HAKPIA KOl EKTTEPTTEI WG JOVO TTPOG Mia KaTeuBuvon

* Qwg TTEPIOKNG, EVa PG TToU opileTal atro éva opBoywvio A ICKO OTN OKNVA Kal EKTTEPTTEI QWG TTPOG OAEG TIG KATEUBUVOEIG OJOIOpOP@a OE OAN TNV

EMQPAVEIR TOU, AAAG pbvo aTTd Tn pia TTAeupd Tou opBoywviou f Tou diokou




Eicaywyn ota govTéAa

Ta povTéAa gival apyxeia TTou TTepIEXOUV dedopéva
OXETIKA ME TO OXAMA KAl TNV EPPAvION TPIODIACTATWV
QVTIKEIMEVWY, OTTWG XAPOKTIPES, AVTIKEIUEVA £OAPOUG
N TepIBAAAovToG. Ta apyxeia HovTEAWV PTTOPOUV Va
TTEPIEXOUV HIa TTOIKIAIO OEQOPEVWY,
OUMTTEPIAQUBAVOUEVWY TWV MATIWV, TWV UNIKWYV KAl
TWV UQWV. MTTopouv e1Tiong va TrepIExouv dedopéva
KIVOUPEVWYV EIKOVWYV, VIO KIVOUUEVOUG XAPAKTAPEG.
2UVNBwWG dNUIOUPYEITE JOVTEAD OE PIO EEWTEPIKN

EQPAPMOYNA KOl OTN OUVEXEIQ Ta €I0AYETE OTO Unity.

YT1rapyouv dUo TpATTOI dlaxeipiong HovTEAwY oTo Unity:

1. dnuIoupywvTag HovTéAa ekTOG Unity

2. €l0aywyn MOVTEAWV

OVTEAQ

o
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o
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MovTEAQ

Anuioupyia povTéEAwyV eKTOG Unity

To Unity utrooTnpicel TTOAEG TUTTIKEG Kal IOIOKTNTEG HOPPES APXEIWV
MovTéAwv. EcwTtepikd, To Unity xpnoiyotroiei Tn jopen apxeiou .fbx wg
aAucida eicaywyng. Eival BEATIOTN TTPAKTIKA VO XPNOIKOTIOIEITE TN
Mopon apxeiou .fbx d1ToTe gival duvatov kai dgv Ba TTPETTEl va

XPNOIUOTIOIEITE IBIOKTNTEG HOPYPES APXEIWV HOVTEAOU OTNV TTAPAYWYH.

To Unity ptropei va diapaocel TIG akOAOUBEG TUTTIKEG HOPPES apxeiwv 3D:
fbx

.dae (Collada)

.dxf

.0bj.

AUTEG 01 HopPES apxeiwv uTtToaTnpilovTal eupEwd. Eival etTiong ouyxva
MIKPOTEPQ aTTO TO IBIOKTNTO I00BUVANO, YEYOVOG TTOU KaBIoTA TO

MEYEBOC TOU €pyou 0aGC PMIKPOTEPO Kal PE TaXUTEPN ETTAVAANYN.

Mrtropeite eTmiong va eicaydyeTe ek véou e€ayoueva apxeia .fox i .obj
OTO AoyIOHIKO TPIOOIACTATNG POVTEAOTTOINONG TNG ETTIAOYNG OOG YIA VA

eAEyEeTe OTI OAEC o1 TTANPOPOpPIES £xouv eCaxBei owoTd.



Eicaywyn povréAwv oto Unity

MoVvTEAQ

Ta apxeia HOVTEAWV PTTOPOUV va TTEPIEXOUV MIa TTOIKIAIa OEQOMEVWY, OTTWG TTAEyUATA, EpYOAEia Kal KAITT KIVOUUEVWY OXEDIWV, UANIKG Kal u@Eg. To apxeio

OQG PTTOPEI VO PNV TTEPIEXEI OAA QUTA Ta OTOIXEIQ, AAAG PITTOPEITE VO AKOAOUBNOETE OTTOIOOATTIOTE THARUA TNG PONG EPYATiag XPEIAleTTE yia:

EmAECTE TO apxeio oTnv TTPOPOAR £pyou yia va deite To TTapdBupo Pubpioeig elocaywyng

OpioTe TUXOV ETTIAOYEG EI0AYWYED VIO CUYKEKPIUEVO HOVTEAO 1] YEVIKEG ETTIAOYEG

PUBuion emAoywv yia eicaywyn Rigs kai Animation (dev cival diabéoipo yia SpeedTree Models)

AvTtigetwmon YAIKWV Kal Ywv

2UpETE TO apxeio oTo Unity

B Project i@ @
+~ (= R K3
v (@ Assets

v (@@ Level Environments

¥ (@ Zone-Medieval

—o

¥ [&@ Undead Castle
0— » 4@ MainCastle

» Bm Other
» Im Packages

. char_ethan Import Settings (- JELa
Open
Model m Animation | Materials
Animation Type Hurmanoid d
Avatar Definition Create From This Model -
The avatar can be configured after settings have been applied.
Configure...

Skin Weights
Optimize Game Objects

Standard (4 Bones)

Revert | Apply

=i~ New Avatar Mask

> Im Scenes
» Im Packages

¥ Transform
Use skeleton from

+# Mone (Avatar)
Impart skeleton

Mo transform mask defined
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Kavovikd, n yewpeTpia TTAEYHATOG €VOG AVTIKEIMEVOU Bivel HOVO HIO KOTA TTPOCEYYION TTPOCEYYION TOU OXAMOTOG, €VW) TO UEYOAUTEPO PEPOG TNG AETTTOUEPEING

Eicaywyn oTig upég

TTapéxeTal amo 1o Textures. Mia u@r] gival atmAWG Pia TUTTIKA €IKOva bitmap TTou eQappodeTal TTAVW aTTO TNV ETTIQPAVEIA TOU TTAEYPATOG. MTTOPEITE VO OKEPTEITE 1A
eIkdva UPAG oav va ATav TUTTWHEVN O€ £va QUANO KOOUTOOUK TTOU €ival TEVTWHPEVO KAl KAPPITOWHEVO OTO TTAEYPa 0€ KATAAANAEG B€oeig. H ToTToBETnon TNG UPAG
yivetal PeE TO AOYIOWIKO TPIOOIAOTATNG MOVTEAOTTOINONG TTOU XPNOIPOTIoIEiTal yia Tn Onuioupyia Tou TIAEypaToG. O UQEC e@apudlovTal O QVTIKEIUEVA
XpnoigotroiwvTtag YAIKA. Ta UAIKG XpnOIJOTIoIoUV £EEIDIKEUUEVA TTPOYPAUMOTA YPOPIKWY TToU ovopddlovtal Shaders yia va ammodwoouV Jia u@r) oTnv ETTIYAVEIQ TOU
TTAéypaToG. Ta Shaders ptropoUv va eQAPPOCOUV £QE QWTIOUOU KAl XPWHATIOPOU YIO VA TTPOCOUOIWO0UV YUAAIOTEPEG | AVWHOAEG ETTIQAVEIEG UETAEU TTOAAWV
AAwvV TTpayudtwyv. MTTopoUyV €1TiONG va XPNOIPOTIOINOOUV dU0 ) TTEPICCOTEPES UPES TAUTOXPOovA, OUVOUAZOVTAG TEC yIa aKOUN WEYAAUTEPN eueAiCia. O@a TTPETTEl va
QTIAEETE TIG UPEG 0aGg o€ dIAoTAoEIG OUO (TT.X. 32x32, 64x64, 128x128, 256x256 K.ATT.) AQou gicaxbei n uer oag, Ba TTPETTEI VA TNV QVTIOTOIXIOETE O€ éva UAIKO. 2N
OUVEXEIA, TO UNIKO PTTOPET va €QapuooTel o€ TTAEyua, cuoTAPa cwuaTIdiwy A uer GUI. XpnoiyotroiwvTtag TiIg PuBuioeig ElcaywyAg, YTTOPEi TTIONG va YETATPATTEI O€

Cubemap 1 Normalmap yia d1a@opeTIKOUG TUTTOUG EQAPHOYWYV OTO TTAIXVIdI.

Particle Effect

Simulate




YPEC

H uon cival pia eikdva bitmap. Mtropeite va dnuioupyrnoeTe textures o€ pia epappoyr dnuioupyiag

Eicaywyn upwv

Wn@Iakou TrepIEXoPévou, OTTwG To Photoshop, kai va Ta eicaydyete oto Unity. € éva 3D Project, 10
Unity eicdyel apxeia €IkOvag Kal Taviag oto @akeAo Assets wg Textures. 2e éva €pyo 2D, 10 Unity
€l0Ayel apxeia €ikOvag Kal Taviwv oTo QAkeAo Assets wg Sprites. EQooov n €ikdva TTANPOI TIg
Kabopiopéveg amtaITAoEIg peyEBoug, To Unity Tnv €10Ayel Kal TN BEATIOTOTIOIEI yia Xprion TTaiXVIdIou.
AuTO etTekTeiveTal o€ apxeia Photoshop PSD ) TIFF TTOAQTTAWY €TTITTESWV.

MNa va eiocayayete apxeia eIkévwy Kal Tavitv wg Textures kai Sprites oto Unity:

+ EmA&ETE TO apyeio eikbdvag oTo TTapdBupo Project.

» 270 Inspector, opioTe TIG pUBUICEIS EI0QYWYNG UPRC.

» KdvTte KAIK 0TO KOUMTTi EQappoyn yia va atrobnkeloeTe TIG AAAQYEG.

Mo va XpnoIYoTToINoETE Ta elcayoueva 2ToixEia o1o ‘Epyo oag:

* [a TpiodidoTata £pya, dNPIoUPYNOTE £Va UAIKO KAl AVTIOTOIXIOTE TNV UQPr] OTO VEO UAIKO

» [a épya 2D, xpnoiyoTtroinoTe 1o Sprite Editor

To TTapaBupo Pubuioeig eicaywyng ueng opidel Tov TPOTTO JE TOV OTToio To Unity €10Ayel EIKOVEG aTTO
TO @AkeAo Assets Tou £pyou oag ato Unity Editor. MNa mpdoBaon o autd 10 TTapaBupo, ETTIAEETE TO
apxeio €lkovag oto TTapdBupo Project. To mapdBupo Pubpioeig eicaywyng UQAG epgaviceTal 0To
Inspector.

Znpeiwon: Opiouéveg atTo TIG AIYOTEPO XPNOIMOTIOIOUMEVEG IBIOTNTEG EiVAl KPUPES ATTO TTPOETTIAOYH.
AvatrTugre tnv evotnta MNa Tpoxwpnuévoug oto TTapdbupo EmOewpnTAG yia va TTPORAAETE AUTEG
TIG IDIOTNTEG.

- GrassHillAlbedo Import Settings (- 3.}
Open
Texture Type Default 9 v
Texture Shape Cube -
Mapping Auto o =
Convolution Type None -
Fixup Edge Seams
SRGE (Color Texture) ~
Alpha Source MNone v
Alpha Is Transparency
Remove Matte (PSD)
¥ Advanced
Non-Power of 2 ToNearest v
Read/Write Enabled ~
Streaming Mipmaps o
Generate Mip Maps ~
Border Mip Maps ~
Mip Map Filtering Box -
Mip Maps Preserve Cove
Fadeout Mip Maps
Wrap Mode Repeat -
Filter Mode Bilinear -
Aniso Level (o]
Default =)
Max Size 2048 -
Resize Algorithm Mitchell o -
Format Automatic -
Compression Normal Quality -
Use Crunch Compression
Revert  Apply
GrassHillAlbedo RGB | R e @ ® B

512x512 RGB Compressed DXT1 UNorm 170.7 KB

AssetBundle None
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YAIKO

Eicaywyn uAikwv
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MNa va oxedidoete KATI 01O Unity, TTRETTEI va TTAPEXETE TTANPOPOPIES TTOU TTEPIYPAPOUV TO OXAUA TOU Kal TTANPOPOPIES TTOU TTEPIYPAPOUV TNV EUPAvION TNG

ETTIPAVEIAG TOU. XPNOIYOTIOIEITE TTAEYUATA YIA VA TTEPIYPAWYETE OXMATA KAl UAIKA yIA VA TTEPIYPAYETE TNV EYPAVION TWV ETTIPAVEIWV. YAIKA KAl OKIAOEIG OUVOEOVTal

OTEVA, XPNOIYOTIOIEITE TTAVTA UAIKG PE OKIAoEIS. 'Eva UAIKO TTEPIEXE pIa ava@opd o€ Eva avTikeipevo Shader. Eav autd 1o avrikeipevo Shader opilel 1D10TNTEG

UAIKOU, TOTE TO UANIKO PTTOPEI ETTIONG VA TTEPIEXEI DEDOPEVA OTTWG XPWHATA 1 ava@opES o€ UPES. H KAGon YAIKWV avTITTpoowTTeUEl £va UAIKO o€ Kwdika C#. ‘Eva

UAIKO €ival €va apxeio e Tnv TTEKTAON .mat. AvTITTpoowTTeUEl €va UAIKO oTo £€pyo Unity cag. INa TAnpo@opieg axeTiké Pe TNV TTPOBOAR Kal TNV TTECEPYQTia EVOG

UAIKOU XpNOIUOTTOIWVTAG TO TTapdBupo EmBewpnthg

PuBuioeig

AgiToupyia

EmA£CTE OKiaon

MeTaKIVAOTE TNV €0TIOON O AUTO TO OTOIXEIO
okiaong ato TTapadupo Project. Autd
MTTOPEI va BonBroel Tnv TTAorlynon o€ éva
€PYO UE TTOAAG OTOIXEIO EVEPYNTIKOU.

© Inspector

’ S0

lar_Texture (Material)

EtregepyaoTeite Tn okioon

AvoigTe TO apxeio TTPoEAEUONG YIa TO
OTOIXEIO OKiaoNG TTOU XPNOIUOTTOIEI aUuTS TO
UAIKO.

Shader Standard

EmAECTE UNIKO

MeTaKIVAOTE TNV €0TIOON O€ AQUTO TO OTOIXEIO
YAIKO oT1o TTapaBupo Project. Autd ptropei
va Bondnoel Tnv TTAOAYNOoN o€ £va £pYOo ME
TTOAG OTOIXEIa EVEPYNTIKOU.

ENIAOIEX MENOY:
A: "EAgyxol
E€MBeWPNTWYV

B: "EAgyxo1 uAikou

Flatten Material Variant

MetatpeéwTte autrv TNV MNapaAAiayry YAIkou
o€ YAIKO Kkal d1oTnpNoTE TIG TIMEG 1816TNTAG
TNG. AlaTiBETAI HOVO OTAV TO ETTIAEYUEVO
YAIKO gival MapaAAayr.

I: lepapyia UAIKwV

Copy Material Properties

AVTIYPAWTE TIG TIMEG IDIOTATWY UAIKOU, WOTE
VO JTTOPEITE VA TIG AVTIYPAWETE 0€ AN
UAIKQ.




OTITIKQ €QE

Eicaywyn oTrTIKwV @€

To Unity TTapExel hMIa O€1pA ATTO £QE PETA TNV ETTECEPYATIA KAl EPE
TTAf}POUG 08OVNG TTOU UTTOPOUV VA BEATILWOOUV ONUAVTIKA TNV EUEAVION
TNG EQAPHOYNG 0aG PE MIKPO XPOVOo gykaTtaoTaong. Mtropeite va
XPNOIMOTIOINOETE AUTA TA £QE YIA VA TTPOCOUOIWOETE YUOIKEG IDIOTNTEG
KAMEPOAG KAl QIAM 1 yIa va dnuioupyAoeTe oTUANICapIoUEVA Ypa@IkA. AuTh)
N evoTNTA TTEPIEXEI TIG AKOAOUBEG TTANPOYOPIEG:

Aéd00n cupBaTdTnTAg AYWYWV

To TTo1a @€ PETA TNV eTTECEPYATia Eival DIABETIPA KAl TO TTWG TA
EQAPMOLETE €CapTwvTal ATTO TN YPAUMH atrédoong TToU XPNOIUOTIOIEITE.
Mia AUon peta-eTegepyaoiag amrd évav aywyo render dev gival cupati
ME GAAOUG aywyoug render.

Ai1a@go1péTNTA KAl TOTTO0E0ia EQPE

2€ TIponyoupeveg ekdOoe€IG Tou Unity, epapudoarte OAa Ta €QE PETA THV
ETTECEPYQTia Kal T EQE TTANPOUG 000VNG PE TOV iDI0 TPOTTO.
TTPOCOETOVTAG OTOIXEIA O€ YIO KAUEPA. 2€ TTIO TTPOCQPATEG EKOOTEIG TOU
Unity, JTTOPEITE VA EQAPPOCETE QUTA TA EPE PE DIAPOPETIKOUG TPOTTOUG.
2nueIwaoTe 611 TOo Unity uAOTTOIET DIAPOPETIKA EPE AVAAOYQ PE TO TTAKETO
TTOU XPNOIKOTTOIEITE. AUTO onuaivel T Ta €QE dIAPEPOUV WG TTPOG TV

atrédoaor, TNV EPPAvION Kal TN dIaudpPwaon YETAEU TWV TTAKETWV.
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OTITIKA E(Pé

XpAon TOU EVOWHATWHEVOU CUCTHHATOS CWHATISIWYV

To evowpaTwpévo ouoTnua cwuaTidiwy XPNOIUOTTOIE £va OTOIXEIO, ETTOPEVWG N TOTTOBETNON EVOG
OUCTAHATOG CWHATIdIWV o€ PIa okNVA €ival BEua TTPOOBRKNG EVOG TTPOKATAOKEUATWEVOU
GameObiject (pevou: GameObiject > Effects > Particle System) A TTpooBrikng Tou oToixeiou o€ éva
uttdpxov GameObject (uevou: Component > Effects > Particle System)). ETre1dr} To oToixeio €ivai
QPKETA TTEPITTAOKO, TO Inspector xwpiletal o€ évav apiBud TITUCOOPEVWY UTTOEVOTATWY | AEITOUPYIKWV
MovAadwv TToU TO KaBEva TTEPIEXEI Wi OUAda OXETIKWV I8I0TATWY. ETTITTAéOV, YTTOpEiTE VO
ETTECEPYQOTEITE £Va N TTEPICCOTEPA CUCTANATA TAUTOXPOVA XPNOIUOTTIOIVTAG £Va EEXWPIOTO
TTapdBupo Tou Editor oTo oT1r0i0 £XETE TTPOCROCN PEOW TOU KOUPTTIou Open Editor oTo Inspector.
Ortav emAéyetal éva GameObject pe Z0oTnua ZwaTIdiwy, N TTPOROAN ZKNVAG TTEPIEXEI EVa PIKPO
TTiVaKa €Q€ CWPATIBIWY, PE JEPIKA ATTAG XEIPIOTAPIA TTOU €ival XPAOIKA YIO TV OTITIKOTTOINON TWV
aAAaywyv TTOU KAVETE OTIC puBWioeIg Tou cuoThPaTog. H TaxUuTnta avatrapaywyng 0Ag ETITPETTEI VO
EMTAXUVETE A va ETTIRPABUVETE TNV TTPOCOUOIWON CWHAaTIdIWYV, WOTE VO UTTOPEITE va OEITE ypriyopa
TTWG QaiveTal o€ TTpoxwpnpévn katdoTtaon. O Xpdvog Avatrapaywyng UTTOOEIKVUEI TO XPOVO TTOU EXEI
TTapEABEl aTTd TNV EKKiVNOT TOU OUCTHUATOG, QUTO PTTOPEI va gival TaxUTEPO 1) TTIO apyod ATTo TOV
TTPAYUATIKO XpOVO, avaloya Pe Tnv TaxuTtnta avarrapaywyngs. To Particle Count utrodeikvuel TTéoa
OWMATIOIA UTTAPYXOUV AUTRV T OTIyuA 0To oUoTnua. O xpovog avaTtapaywyng UTTOPE va HETAKIVNOEi
TTPOG TA TTIOW KAl TTPOG TA EUTTPOG KAVOVTAG KAIK OTNV ETIKETA XpOVOS avaTtapaywyns Kal cUpovTag
TO TTOVTIKI apIoTEPA Kal OeCIA. Ta KOUUTTI& OTO ETTAVW PEPOG TOU TTiVAKA WTTOPOUV va XpNnaoiuoTTroinouv

yia TTauaon Kal guvéXIon TNG TTIPOCOPO0IWONG A yia dIAKOTTH Kal ETTava@opd 0TNV ApXIKr KATadoTaon.

[+]
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Mapouciaon GPU cuoTANATOG CWHATISIWV

H mmapouciaon GPU trpoo@épel peyaAn evioxuon atrédoong o€ oUykplon PE TV atmmodoon tou CPU. MTTopeiTe va To XpNOIUOTTOINCETE €AV BEAETE TO oUCTNUA
owpaTIdiwv oag va atmodidel cwpaTidla TTAEyuaTog (o€ avTiBeon Pe TNV TTPOETTIAEYUEVN AEITOUPYIa ATTODOCNG TTWV CWHATISIWV TTIVAKIOAS dIOPNUICEWV).

W| a .= Shader "Instanced/ParticleMeshesSurface” |
. Properties {
Donut Instance Particle @ 3 op 1[1
LoL1ar
Shader|| Particles/Standard Surface v || -
_MainTe
Blending Options
Rendering Mode | opaque 3| .
I
Main Options SubShader {
Flip-Book Mode | Simple 4| : { "RenderType”="Opaque” }
Two Sided -, Lin 2B
Maps CGPROGRAM
T Physically based Standard lighting model, and enable shadows on all light types
[]oAlbedo [For |2 ) ) ghting ght typ
@ Metallic —— | ] ¢} dow p Jgith i ancing support
Smoathness 05a | 5 . ard no htmap nometa noforwardadd keepalpha fullforwardshadows addshadow verte»
v Renderer
Render Mode Mesh ]
Mesh Wl Donut o]
Material L InstanceParticle @
Trail Material Mane (Material) o] flo
Sort Mode Fane - Fixedd v
Sorting Fudge 1]
Render Alignment View 3
[Enable GPU Instancingw| half _Glo
Piwvot X oy o Z 4] half _Metall
‘isualize Pivet (| out appdata_full v, out Input o)
Masking Ma Masking %
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A sky is a type of background that a Camera draws before it renders a frame. This

Introduction to Sky in Unity

type of background greatly benefits 3D games and applications because it provides a
sense of depth and makes the environment seem much larger than it actually is. The
sky itself can contain anything, such as clouds, mountains, buildings, and other
unreachable objects, to create the illusion of distant three-dimensional surroundings.
Unity can also use a sky to generate realistic ambient lighting in your Scene. The sky

solutions you can use depend on which render pipeline your Project uses.

Eicaywyn oto Color Tou Unity

To Unity Editor odg emTpETTel va epyAleoTe O€ TTAPADOCIAKO XPWHATIKO XWPO
gamma KaBwg Kal 0€ YPAPUIKO XPWHATIKO XwpEo. Evw 0 XpwuaTIKOS Xwpog yauua
€ival N 1I0TOPIKA TUTTIKI JOP®N, N YPAMMIKEA ATTOB0CTN XPWHATIKOU XWpPou diVel TTIo
OaKpIPN atroTeEAéopaTa:

"paupIKA ) gamma por pyaciag yia TTANPOYopies

Gamma Textures Pe ypauMIKn amrodoon

[PAPUIKEG UQEG YIa TTANPOYOPIES




Oupavocg i,

To Unity trepIAapBaver €vav atrokAEIoTIKO dlaxeipioTh - To SkyManager - yia va d1ac@aAioel 0TI 0 WTICUOG Tou TTEPIBAANOVTOG £TTNPEACEI TN OKNVI 0AG ATTO TTPOETTIAOYH.

SkyManager

To SkyManager onuioupyei autopara €vav aiodntpa TTePIBAANOVTOC Kal €vav TTPOETTIAEYMEVO QVIXVEUTH QVAKAQONG yia TNV KATOypo@ry ToU @QWTIOPNOU TOU
TePIBAAAOVTOG. To Unity evnuEPWVEI AUTOUG TOUG QVIXVEUTEG KABE @opd TTou aAAACEl 0 QWTIOPOG TTEPIBAANOVTOG OTN OKNVI 00G, YEXP! TN OTIYMR TToU ONMPIOUPYEITE
QWTIOPO. AQOU dNMPIOUPYNOETE QWTIOWO, TO Unity Wrvel TIG TPEXOUTEG TIMEG QWTOG TTEPIBAAAOVTOG OTOUG aviXVeUTEG. OTavV XPNOIKOTIOIEITE CUYKEKPIPMEVA TO XEIPIOTHPIO
Anpioupyia QWTIOPOU YIO VO WHOETE XEIPOKIVATA TOV QWTIOPO 00¢, To Unity oTauATA TRV EVNUEPWOTN TWV AVIXVEUTWY OTTO EKEIVO TO ONUEIO KAl JETA TOUG EVNUEPWVEL EavA
MOVO oTOo €TTOPEVO WAOIPOo. Edv BéAeTe TO Unity va ouveyiel va eVNUEPWVEI TOUG QVIXVEUTEG KABE @Oopd TTou aAAACEl O QWTIOPOG TTEPIBAANOVTOG, EVEPYOTTOINOTE TNV
emAoyn Auto Generate. Edv katapyfoeTe 1o oToixeio Lighting Data Asset atmmd 1o €pyo oag, To Unity cuvexidel va evUEPWVEI TOUG AVIXVEUTEG KABE popd TTou aAAACEl O
QWTIOUOG TTEPIBAAAOVTOG.

Skyboxes

To skybox eival évag KUBog pe dlapopeTIKA upr o€ KABe TTAeupd. Otav xpnoipotroleite £va skybox yia va dnuioupyeioete Evav oupavd, To Unity ouoiaoTIKA TOTTOBETE Tn
oknv cag péoa otov KUBo Tou skybox. To Unity atodidel TpwTa 10 skybox, oTrote 0 oupavog atrodideTal TTAVTA OTo TTow PEPOG. Mapduola pe GAAEG UAOTTOINOEIG
oUPAVWY, UTTOPEITE VA XPNOIKOTTOINCETE €va SKyboX yIa va KAVETE TA €ENG:

AtodwoTe éva skybox yupw atrd T oknvr) oag.

AIQPOPPWOTE TIG PUBUICEIC WTICUOU 0OG YIA VO ONPIOUPYNROETE PEAANIOTIKO QTIOUOS TTEPIBAAAOVTOG HE BAon To skybox.

AvTIKaTOOoTAOTE TO SKYbOX TTOU XPNOIKOTIOIET A HEPOVWHEVN KAPEPA, XPNOIKMOTTIOILVTAG TO OTOIXEIO SKyboX.

2KI1doe1g Skybox

To Unity Tapéxel ToAatmAd okiaoTpa Skybox yia xprion. KaBe okiaon xpnoluoTrolEi éva dIa@opeTIKO aUVOAO IBIOTATWYV KAl TEXVIKWY TTapaywyng. Kabe okiaon euTriTrTEl
o€ dia atrd TIg akOAouBeg dUO KATNYOPIEG:

Yor|: dnuioupyei éva skybox atrd pia i TTOAEG UQEG. O1 UQES TTNYAG AVTITTPOCWTTEUOUV TNV TTPOBOAN TOU POVTOU aTTO OAEG TIG KATEUBUVOEIG.

AladikaoTikd: eV XPNOIUOTIOIEI UPES Kal avTiBeTa XpnolpoTrolei IBIOTNTEG 0TO YAIKS yia va dnuioupynoel Eéva skybox.



FpapMIKOG KOl gamma XPWHATIKOG XWPOoG

Xpwuarta
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To avOpwTTIvo udT dev €XEl YPAUMIKA aTTOKPION OTNV £VTAon TOU QWTOG. BAETTOUNE KATTOIEG QWTEIVOTNTEG QWTAOG TTIO EUKOAQ aTTO AAAEG - HIO KAION TTOU TTPOXWPA HE

YPOUMIKO TPOTTO aTTd TO JaUPO 0TO AeUukd Oev Ba poIAlel he ypapuIKA KAion oTa JATIa JOG.

To Unity Editor Tpoo@épel TO00 YPAUMIKEG O00 Kal YAuua po€g epyaciag. H ypapuikr pon
epyaciag €xel Yia dlIoOTAUPWON XPWHATIKOU XWPEOU OTTOU 01 UPEG TTou €xouv dnuioupynBei o€
XPWHATIKO XWPO gamma JTTopoUVv va atrodoBouv CwoTd Kol PE OKpPiBeEIa O YPAPMIKO
XPWHATIKO XwpEo. AEgiTe TNV TEKUNPIWON OXETIKA PE TNV ETTIOKOTTNON YPOUMIKAG atrodoong yia
TTEPICOCOTEPES TTANPOPOPIEG OXETIKA E TO gamma Kal TOV YPAPMIKO XPpWHaATIKO Xwpo. O upég
TEIVOUV va a1TOBNKEUOVTAI O XPWHATIKO XWPO gamma, EVw Ol OKIACEIG aVANEVOUV YPANUIKO
XPWHaATIKG Xwpo. Q¢ €k TouTou, OTAV YivETAl SEIYHIATOANWIO TWV UQWV CE OKIAOEIG, O TINEG TTOU
Baoifovral oe gamma odnyouv o€ avakpir) atroteAéoparta. MNa va 1o EETTEPACETE, UTTOPEITE VA
puBuicete 10 Unity va xpnoigotrolei éva RGB  delyyatoAnTTn yia va 1epdoel amod Tn
delypatoAnyia gamma o€ ypapuIkr). Auté SIao@aAilel Yia YPAUMIKY POH epyaoiag HE OAEG TIG
€10000UG Kal TIG ££000UG HIOG OKIAOEIG OTO OWOTO XPWHATIKO XWPEO, UE ATTOTEAEOUA TO OCWOTO
ammotéAeopa. MNa va kKaBopioeTe pia poR epyaciag gamma r} YPOouuIKA, JETAPREITE oTNV ETTIAOYN
EmeCepyaoia > PubBuiocig €pyou Kai, 0Tn OUvEXEla, €MAEETE TNV KaTnyopia Avartrapaywyi,
peTaBeite oTmig AAMeg pubBpioeig, avoifte tnv evotnTa Amodoon Kal aAAGETe To XpwlaTikd

dl1aoTnpa o€ Npaupiké 1 gamma, avaAoya JE TIG TTIPOTINAOEIG OOG.

Linear Space

[ 3

Settings for PC, Mac & Linux Standalone

Resolution and Presentation
lcon
Splash Image

Other Settings

Rendering

Gamma Space

. WY

Color Space* [ Linear

A

Auto Graphics APl for Windows [«
Auto Graphics API for Mac [
Static Batching [«
Dynamic Batching [+




Evowpartwuévn 3D Guoiknp

Eicaywyn oTnv EVOWHATWHEVN TPICOIACTATN PUOIKI)

H evowpatwpévn pnxavr @uoikng 3D tng Unity eival pia evowpdatwon tng pnxavrig Nvidia PhysX. MTopeite va XpnOIMOTIOINCETE AUTOV TOV KIVNTAPA O€

avTikeigevooTpa®r épya 3D. YTdpxouv TTOAAEG €TTIAOYEG TTOU UTTOPEITE va Xpnolyotroinoete oto Unity yia va OnUIOUPYROETE Kal va €AEYEETE TPIoOIAOTATA

QVTIKEIPEVA:
Oépa Description
‘EAgyxoc¢ xapakripwv AIQUOPPWOTE TOV EAEYXO XAPAKTAPWY PE BACN TN QUOIKA YIa XOPAKTAPES TTPWTOU KAl TRITOU TTPOCWTTIOU.
DUOIKI) AKAUTITOU CWHATOS E@apudoTe ocuptrepipopd Trou Bacifetal oTn uoikr) ota GameObjects
2uykpouon XpnoiuotroijoTe colliders yia va diapop@wWaoETE TIG CUYKPoUoeIS peTagu GameObjects.
Suvbéosic E’cpappécne Kal 6|apop<pu’ocm ouVvOErEIG TToU evwvouv GameObjects Kal TTPOCOPOIVOUY QUOIKEG DUVAUEIS VIO TTEPICTPO®N,
Kivnan Kai TTEpIopIGHO.
Articulations Alapéppwaon oUvBETWY CUCTNUATWY AKAPTITWY CWHATWY KOl CUVOECEWV.
duoikn Ragdoll Alapopewaon uoikng ragdoll yia xapakTrpeg.
Yoaoua Mpooopoiwon Kivnong UPACHATOG VI POUXA XAPAKTAPWY Kal GAAQ UQACHOTA EVTOG EQAPUOYNG.
duoikn oAAamAwy oknvwv AlaxeIpIoTeiTe DIAPOPETIKA TTEPIBAANOVTA PUOIKNG O€ €va €PYO PE TTOANATTAEG OTTOKAEIOTIKEG OKNVES PUOIKNAG




Evowpatwuévn 3D uoikn

Eicaywyn oTov éAEyX0 XOPOKTAPWYV

O xapaktipag o€ éva TraiXvidl TTPWTOU A TPITOU TTPOCWTTOU CUVABWG XpelddeTal
KATTOIO QUOIKK TToU BacifeTal o€ oUYKPOUOT], €101 WOTE VA NV TTECEI ATTO TO TTATWHA
N va TTEPTTATHOEI HECQ aTTO TOIXOUG. Z€ TTOANEG EQAPUOYEG, N ETTITAXUVON Kal N Kivnon
TOU XapokTriipa Oev gival OKOTTIUA QUOIKA PEQAIOTIKA, £TOI WOTE O XOPAKTAPASG va
MTTOPEl va €mITaXUVEl, va @PeVApPEl Kal va aAAdgel kateuBuvon oxedov apéowg Kal
XWPIG va etnpeddetal ammd TNV Oopun. ZTnNV TPIOdIAOTATN QUOIKN, auTdg O TUTTOG
OUUTTEPIPOPAG UTTOPEI VO dnuIoupynBEi XpNOIUOTTOIWVTAG VAV EAEYKTH XOPAKTAPWYV.
AuTO TO OTOoIXEio divel OTOV XAPOKTAPA £vav ATTAG ETTITAXUVTH O OXAMA KAWOUAQG
TTou €ival TTavra 0pBiog. O eAeyKTNG €xel TIG OIKEG TOU EIBIKEG AEITOUPYIEC yia va
puBuioel TNV TaxUTNTA KAl TNV KATEUBUVON TOU AvTIKEINEVOU, OAAG O€ avTiBeon PE TOUG
TIPAYUATIKOUG ETTITAXUVTEG, OEV XPEIACETAI €va AKAUTITO OWHA KAl TA £QE OPUNG Oev
givar peaNioTIKA. ‘Evag eAeyKTAG XAPOKTAPWY OV UTTOPEI va TTEPACEl PHECA ATTO
OTATIKOUG ETTITAXUVTEG O€ IO OKNvr, Kal €101 Ba akoAouBnoel Ta TTartwuata Kal Ba
eUTTOICETAI ATTO TOiIXOUG. MTTOPEI VO TTAPANEPICEl AVTIKEIMEVA AKAUTITOU CWHUATOG EVW
Kiveital, aAA& dev Ba emTayxuvOei atrd TIC E1I0€PXOUEVEG OUYKPOUOEIG. AUTO Onuaivel OTI
MTTOPEITE va XpnolpotroinoeTe Ta TUTTIKA 3D colliders yia va dnuIoOUpYACETE PIa OKNVN
yUpw a1rd Tnv otroia Ba TrePTTaTioel 0 €AEYKTNG, AAAG dev TTepIOpI(ecTE QTTO TN

PEAAIOTIKI] QUOIKA) CUPTTEPIPOPA TOU idIOU TOU XOPAKTHPA.

H:Scene
| Textured
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¥ o [ Character Controller 8
Slope Limit 45
Step Offset 0.3
|
Skin Width 0.08
Min Move Distance 0 |
Center |
X |0 Y 0 :
Radius 0.5 '
Height 1 ‘
I = | ©Inspector 5
+| | RGB NEAL~] @ [ Player_noMesh
Tag | Player +| Layer | 3
b~  Transform @ %
» © [V Animation %,
¥ & [V Character Controller
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Step Offset 0.3
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‘Eva tmaixvidl 0a ATav ateAéC Xwpig KATTOIO €i00C rXou, €iTe TTPOKEITAI YIA

Emiokémrnon fnxou

MOUOIKA UTTOKpouon €iTe yia nxNTIKA €@¢€. To nxoouoTtnua tng Unity eivai
EUEAIKTO Kal 10XUpPO. MTTopEi va €10Ayel TIG TTEPIOCOOTEPESG TUTTIKEG HOPYES
apxeiwv fxou kai d100£TEl E€EAlyUEVA XOPAKTNPIOTIKA YIa TNV QvaTTapaywyn
AXWV o€ XWPo 3D, TTPOAIPETIKA PE EPE OTTWG NXW Kal QIATpApioua. To Unity
MTTOPEI €TTIONG va €yypAaWel X0 atTd oTToIodATTOTE BIABECINO UIKPOPWVO OTO
MNxavnua evog Xpnotn yia xprAon kard tn didpkeia tou Traixvidlou R yia ' Listener ﬁ

atroBnikeuon Kal JETGdoon. Source

Source

MNa va Tpocopoiwcel Ta @€ TNG B€ong, To Unity atraitei o1 Axol va TTpoépxovtal atrd MNMny£EG iXou TTou gival CUVOEDEPEVEG O€ QVTIKEIMEVA. 2T CUVEXEIQ, Ol )XO! TToU
EKTTEMTTOVTAI CUAAQBAvVOVTal aTTO £vav AKOUOTIKO aKPOAONG TToU €ival OUVOEDEUEVOG O AANO QVTIKEIPEVO, TTIO CUXVA OTNV KUpIa KAPepa. To Unity ptropei otn
OUVEXEID VO TTPOCOUOIWOCEI TA ATTOTEAECHATA TNG ATTOOTAONG KAl TNG B€0NG IO TTNYAG ATTO TO AVTIKEIYEVO AKPOATHA KAl VO TA TTAIEEI OTOV XPrioTn avaloya. H OxETIKA
TaXUTNTA TWV QVTIKEIUEVWV TTNYAG KAl OKPOATH PITTOPE ETTIONG VA XPNOIMOTIOINGEI yia TNV TTpPOCOM0iwaon Tou gaivopévou Doppler yia TTpooBeTo peaAiouo. To Unity dev
MTTOPEI va UTTOAOYIOEI TIG NXW ATTOKAEIOTIKA ATTO TN YEWMETPIA TNG OKNVAG, AAAG UTTOPEITE va TIG TIpocouoIwoeTe TTpocBETovTag PiATpa rixou o€ avTikeipeva. lMNa
TTapAdelyha, Ba prropoucate va eQapuooeTe TO YiIATpo Echo og évav )Xo TTou uTToTiBeTal OTI TTPOEPXETAI ATTO TO ECWTEPIKO WIS OTTNAIAG. € TTEPITITWOEIG OTTOU TA
QVTIKEIMEVA PITTOPOUV VA PETOAKIVNOOUV HECT KOl £6W ATTO €va HEPOG PE EVTOVN NXW, MTTOPEITE va TTPOCBECETE Pia {uvn avtixnong otn oknvi. MNa mapdadeiyua, 1o
TTaIXVidI 0ag PTTOPEI va TTEPIAAPPBAVEI QUTOKIVNTA TTOU TTEPVOUV PEoa aTTd pia ofjpayya. Eav ToTToBeTAOETE Yia {wvn avTixnong HEoa 0T orpayya, TOTE Ol (X0l ToU
KIVNTAPA TWV AQUTOKIVATWY Ba apxioouv va avrnxouv KaBwg eioépyovTal Kal n nxw 8a ofrioel kaBwg avaduovtal atrd Tnv dAAn mAeupd. To Unity Audio Mixer odg

EMTPETTEI VA AVAPIYVUETE DIAPOPES TTNYEG NXOU, VA EQAPUOCETE EQPE OE QUTEG KAl VO KAVETE mastering.
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B 1
IVTEO
Apxeia Rxou

Otrweg kal ye Ta Meshes 1 Ta Textures, N PO £pyAciog yia Ta OTOIXEIO APXEIWV NXOU EXEl OXEDIOOTEN YIO va gival OJaAr Kal Xwpig TTpopARuata. To Unity ptropei va eicdyel oxedov
KABe Koiviy pop®r apxeiou, aAAd UTTAPYXOUV UEPIKEG AETITOUEPEIEG TTOU €ival XPAOIMO va yvwpilete OTav epydleoTe pe apxeia Axou. Aedopévou 611 Ta dedouéva Axou Unity 5.0
dlaxwpicovtal ammd Ta mpayuatiké AudioClips. Ta AudioClips ava@épovtal atTAwG oTa apxeia Tou TTePIEXOUV Ta dedoPEvVA NXOU Kal UTTAPYXOUV dIAQOopol CUVOUAGCHOI ETTIAOYWYV OTOV
eioaywyéa AudioClip TTou kaBopifouv Tov TPOTIO POPTWONG TWV KAITT KATA TOo XpoOvo ekTéAeong. AuTd onuaivel 6T €xeTe PEYAAN gueAi§ia yia va aTToQaciceTe TTOI0 GToIXEIa rixou Ba
TTPETTEl VA dlaTnpoUvVTal OTn PVAKN avd TTaca oTIiyun (ETTEION EVOEXETAI VO NV PTTOPEITE va TTPORAEWETE TTOCO GUXVA 1 TTOCO ypriyopa Ba Traidouv, TT.X. BripaTa, OTTAa Kal KpoUoEIg),
EVW AAAa oToIXEIa YTTOPOUV va popTwBoUV KaTd TTapayyeAia ) oTadiakd KabBwe n GUOKEUR avaTTapaywyng TTPoXweda oTo eTTiTTedo (OMIAia, JOUGIKA UTTOKpouaoT, BPOXO! aTHOCPAIPaG
K.ATT). OT1av 0 fixog kKwdIkoTrolgiTal oTo Unity, o1 KUPIEG ETTIAOYEG IO TOV TPOTTO ATTOBNKEUCAHG Tou 0TO dioko cival €ite PCM, ADPCM eite ZupTtmieopévo. ETITTAéOV, UTTAPXOUV HEPIKEG
MOPQPEG VIO OUYKEKPIPEVES TTAATPOPHES, AAAG AciToupyouv Pe TTapdpoloug TPOTTouG. To Unity uttooTnpilel TIG TTI0 KOIVEG HOP®YEG yIa TNV Eloaywyr) fXou (d€ite Tnv TTapakdtw AioTa) Kai

Ba siodyel éva apyeio Axou Otav TTPooTeBEl 0To €pyo. H TTpoETTIAeyuévn AsiToupyia gival Zuptmeopévn, OTTou Ta dedopéva fnxou cuutmiéCovTal €ite pe Vorbis/MP3 yia autovoueg Kal

@opNTEC TTAATPOPHES
Mopon Emrekrdoeig
MPEG layer 3 .mp3
Ogg Vorbis .0gg
Microsoft Wave .wav
Audio Interchange File Format .aiff / .aif
Ultimate Soundtracker module .mod
Impulse Tracker module At
Scream Tracker module .Ss3m
FastTracker 2 module Xm
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L] Inspector
Mia €TTIOKOTTNON TWV EVVOIWY Kal Tou AudioMixe Grenace e
FPSMixer
To AudioMixer €ival éva OToIXEIO TTOU PTTOPEI va yivel avagopd atmd Tnv AudioSources yia va TTapEXE! TTIO 1
Pitch L, 100.00 %
TTEPITTAOKN OpOPOAdYNON Kal Yign Tou CAPOTOG AXOU TToU TTapayeTal atrd TIG TTNYEG rixou. Kavel auTh Tn = Send 5.
, . , . . . ; . . . Receive | SFx4Receive —
Mign Baoel katnyopiag péow TnG lepapxiog AudioGroup TTou dnpioupyeital ammd Tov XpAoTn yéoa oTo cond level oo ]
Asset. Ta @€ DSP kal GAAeg évvoieg mastering rixou PTTOPOUV va €QAPUOCTOUV OTO CANA NXOU KaBWG © Attenuation 3
Spoporoyeital atrod To AudioSource oo AudioListener. Iw'“m -
I ]
o SFX Reverb s
Dry Level 1 |0.00 mB
Room ®. -10000.00 1
Room HF O
Decay Time O
Decay HF Ratio .
Reflections O
Reflect Delay -0
Reverb O
Reverb Delay ».
Diffusion &
Density )
HF Reference —_—
Room LF ()| 0.00 mB
LF Reference .
Add Effect
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Emiokémrnon Bivreo

XpnolyoTtroinoTe To ouoTnua PBivreo TG Unity yia va

EVOWNATWOETE To Bivieo aTo Taiyvidl oag. To Bivieo S NS Eorm
S[";hﬁ':r-" (Mesh Filter)

MTTOPEl va TTpocBécel peaAioud, va €EOIKOVOUNOEI B e R e
TTOAUTTAOKOTNTO atmddoong | va cag Bonbroel va Ot v Video Player

EVOWMOTWOETE TTEPIEXOPEVO OIOBECINO €CWTEPIKA.
Na va xpnoiygotrroifoere  Bivieo  oto  Unity,
gloayayete  Pivieo  KAITT Kol dIOPOPPWOTE T

xpnoigotroiwvTtag 10 otoixeio Video Player. To

ouoTnua odg E€mMTPETTEl va TPOPODdOTEITE [Bivieo
atreuBeiag otnv  TTAPAPETPO  Yr; OTTOIOUDATIOTE
oToixeiou Tou OI100€TEl. £Tn Ouvéxela, 1o Unity
Taifel 1O Bivieo O€ QUTAV TNV U@ KAtd Tnv
ektéAeon. O1  duvardtnreg  Bivieo Tou  Unity
TepIAAUBAVOUV TNV ATTOKWAIKOTIOINON — ApXEiwv

Bivieo pe emTAYXUVON UANKOU Kal  AOYIOWIKOU,

uTTooTAPIEN dla@Aveiag, TTOAATTAG KOPPATIO AXOU

Kal porj OIKTUOU.



smart

Xpnoigotroijote 10 oToixeio Video Player yia va e€mouvayete apxeia Pivieo o€

E¢apTnua rpoypduuaTog avatrapaywyng Bivreo

GameObjects kal va Ta TTaieTe otnv uprp Tou GameObject kard Tnv ekTéAeon. To

TTAPOKATW OTIYUIGTUTTO 006vNG Oeixvel £va OTOIXEIO TOU TTPOYPANMPOTOS QvVATIOPAYWYNAS

ol ~ Video Player

Bivieo ouvdedepévo oe Eva o@aipikd GameObject. A trpoetmiAoyr, n 1010TATA UAIKOU
EVOG OTOIXEIOU TTPOYPANUATOG avaTTApaYWYNG PIVIEO €XEI OPIOTEI OTNV KUPIA UQPr €VOG
avTtikeiyévou GameObject, TTpdyua TTou onuaivel 0TI OTAV TO OTOIXEIO TOU TTPOYPAUUATOG
avarrapaywyng PBivieo eival ouvdedepévo oe éva avtikeipevo GameObject 1Tou €xel
Renderer, ekxwpeital autopaTta otnv uen o€ autd 1o Renderer (yiati autd €ival n Kupia
uen vyia to GameObject). Edw, To GameObject éxel €va otoixeio Mesh Renderer,
eTopévwg 10 Video Player 1o ekxwpei autopata oto 11edio Renderer, TTou onpaivel 011 TO

Video Clip traicel otnv uer] Tou Mesh Renderer.

MTTOpEITE €TTIONG VO OPICETE £vAV CUYKEKPIMEVO OTOXO YIO AvVOTTApAywyr Tou [BivTeo,
OTTWG:

‘Eva agpoTTAAvVo e KAUEPQ

Mia uer atrédoong

Mia TTapdueTpog Yori uAikou

Otroi00n1OTE TTEdIO0 VPG OE éva OTOIXEIO



BivTteo

To Video Clip ival éva eicayouevo apxeio Bivreo, TO OTT0i0 XpnoldoTrolei To oToixeio Video Player yia Tnv avatrapaywyn

Bivreo KAITT

TTEPIEXOPEVOU BivTeo (Kal OUVODEUTIKOU TTEPIEXOMEVOU AXOU, €dv TO Bivieo €xel €tmiong xo). O1 TUTTIKEG ETTEKTAOEIG
apxeiwv yia apxeia Bivreo mepiAaupavouv .mp4, .mov, .webm kai .wmv. Otav emAéyeTe £va Bivieo kKAITT, 0 EmBewpnTtAg
edoaviCel Tov Elcaywyéa KAITT Bivieo, ouptrepIAAPBAvVOUEVWY  TwV  ETTIAOYWY, TNG TIPOETIOKOTINONG KAl TwV
AemrTopepelwv TTNYNAG. KAvte KAIK 0TO KOupTri Avatrapaywyry otnv emavw degid ywvia Tng TTPOETTIOKOTTNONG YA

avaTrapaywyr] Tou Bivreo KAITT, Jadi Je TO TTPWTO TOU KOUMPATI \XOU.

MNa va TpoBAaAeTe TIG TTAnpoPoOpiEg TINYAGS VOGS Bivieo KAITT, yeTaBeiTte

oT0 TTapdbupo TTPOETIOKATINONG OTO KATW WEPOG TOu TTapaBupou

. . p P p Havana +
Tou EmMBewpnTth, KAvTE KAIK 0TO Gvopa Tou Bivieo KAITT OTnNV €TTAvVW

v Havana

aploTtepr] ywvia kar €mAECTE TIAnpo@opieg TyAg. O1 €mAoyéG yia

Source Info

OUYKEKPIUEVN TAQTPOPUO TTpooapuolouv TN dladikaaoia
OIaKWAIKOTTOINONG YIa KABe TTAATQOPUA OTOXO, EMITPETTOVTOG TNV
ETMAOYN TWV TTPOETTIAEYHEVWY ETTIAOYWYV YIa K&GBe TTAaTpopua. Edv n
OlokwdIKoTroinon  €ival  atrevepyoTroinuévn, TO apxeio Pivreo
XPNOIMOTIOIEITAI WG £XEI, TIPAYHA TTOU onuaivel 0TI N CUPPBATOTNTA PE
TNV TTAAT@OpPa TTPOOPICHOU TTPETTEI va €TTAANBEUTEI  XEIpoKivnTa
(&¢eiTe TNV TEKPNPIWON OXETIKA PE TN CUPPBATOTNTA APXEiWV BivTEo yia
TTEPIOOOTEPEG TTANPOPOPIES). QoT600, n emAoyn MN
OIOKWAIKOTTOINONG WTTOPEI va €EOIKOVOUROEl XpOvo KaBwg Kal va
amo@uUyel TNV  ATTWAEID  TTOIOTNTAG  TTOU  OXETICETQl  PE  TOV

AssetBundle MNone

METAOYXNMATIOUO.

smart
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O Inspector | | —
"ulii Havana Import Settings k B,

Importer Version | MideoClip ¢ || Open |

Deinterlace | of =

Flip Horizontally -

Flip Vertically O
Import Audio [
Default | & [0 || &
Transcode J
Dimensions Original {1920 X 1280) #
Codec Auto &
Bitrate Mode High &
Spatial Quality High Spatial Quality ]
. Notall platforms transcoded. Clip is not
I‘__L_,I guaranteed to be compatible on platforms
without transcoding.

Revert || Apply |

" Source Info *




Kivouueva oXeola

EmIoKOTTNON CUCTANATOG KIVOUMEVWY OXESiWV

To Unity dia8étel éva TTAoUcIo Kal eEeAiypuévo ouoTnua
KIVOUUEVWY  OXediwV  (UEPIKEG QOPEC QvAPEPETAl WG
«Mecanimy). Mapéxel:

EUkoAn pon epyaciag kal pubuion KIVOUPEVWY EIKOVWYV
yla 6Aa Ta oToixeia Tou Unity, cuptrepIAauBavouévwy
QVTIKEIYEVWYV, XAPAKTAPWY Kal I810THTWV.

YTOoTAPIEN YIa EI0ayOPEVA KAITT KIVOUREVWY OXEDIWV
Emavaotoxeuon avlpwItoeidwy KIVOUPEVWY OXEDIWV
ATTAoTTOINUEVN PO EPYATIag yia TNV euBuypdupion KAITT
KIVOUUEVWV EIKOVWV.

BOAIK} TTPOETTIOKOTINON  KAITT  KIVOUPEVWY  OXEdiwY,

peTaBdoeig kal aAANAETTIOPACEIG HETAEU TOUG.

Aloxeipion  ouvBeTwv  aAnAemdpdocswyv  PETOEU
KIVOUUEVWV EIKOVWV ME OTITIKO epyaheio
TTPOYPAMUUATIONOU.

ZwvTaveuovtag OIO@OPETIKA HEPN TOU OWMPATOG ME
OIAQOPETIKI AOYIKH.

XapakTnPIoTIKA OTPWONG KAl KAAUWNG

o
\_JJ ©
~= o
o
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O Inspecior ¥ ]
Crouching -> Airborne 0.~
1 AsimatorTrassitionBase

3 Asentor  [ISESD

Layers | Parsvwtens

Transitons

Crouching ~> Airborne
Has Exit Time (W

¥ BendTree Paraseters

Conditions
OnCround

SONI At Avimazor (TR cPeriorAsimasarCansstier canvaile (]
T TR

ALY COLOIMNE S ANCAD SN S A COPr X AL A O,

SLandand Avvets (Onaracirs | ThirdPervos

NS A AT

"4 Assets » Stascard Assets « Characters » ThirdPersonCharacter » Amimator

Thirglersan

00 (000.0%) Frame O

s ¥ B ThirdPersonAnimatorControlier.controfier



Kivoupeva axédia

Pon epyaciag Kivoupévwy oxediwv

~
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To oluoTnua Kivouuevwy eikOvwy Tou Unity Baacifetal otnv évvola Twv KAITT KIVOUPEVWY OXEDIWY, Ta OTToia TTEPIEXOUV TTANPOPOPIEG OXETIKA PE TO TTWG OPICHEVO

AVTIKEIMEVA TTPETTEI va AAAACoUV TN BEon, TNV TTEPIOTPOPN 1] AAAEG 181I0TNTEG TOUG PE TNV TTAPODO Tou XPpOvou. KABe KAITT putTopei va BewpnBei wg pia eviaia ypauuIkni

eyypa®n. Ta KNITT KIVOUPEVWY OXEDIWV aTTd EEWTEPIKES TTNYEG ONUIoUPYoUVTal ATTO KAANITEXVEG I EUWUXWTEG PE EpYaAEia TPITWY OTTWG TOo Autodesk® 3ds Max® r 1o

Autodesk® Maya® 1) TTpo€pxovTal atrd OTOUVTIO AWNG KIVACEWV I AAAEG TTNYEG.

% Animator

@ Project

1 kCnatQ'f@_—_\14l‘i

¥ & Animation
» i\ Die
¥ 4\ Jog Backward
(Reference
Jog Backward
¥ 4\ Jog Forwards
(| Reference
Jog Forwards
¥ 4riJog Left and Right

“Reference
Jog Left
¥ Astrellafvatar gog.Right
Animators

¥ Astrella

» [ Materials

» Gl Textures

¥ 4\ Astrella
A\char_astrella
Arichar_astrella_skeleton
@il char_astrella_body
| char_astrella_helmet
& AstrellaAvatar —

40 [ Player Animator ...

—ob

B .
—0 Inspector | |

# Scene

- Wireframe

¥ 35 M Animator &,
Controller [EPlayer Animator | ©
Avatar | £ AstrellaAvatar )
Apply Root Motion
Update Mode | Normal ¢

Culling Mode | Cull Update Transforms s |
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oo [IVOUMEVA OXEOIA

Mrtropeite va xpnoigotroioete 170 Unity yia va KAveTe Kivnon oOTIC TTEPIOTPOPEG Tou GameObject cag. YTdpyxouv did@popeg pEBOSOI £QAPUOYAS AUTWY TWV
TTEPIOTPOPWYV YIa va Taipiadouv KAAUTEPA OTO £py0 oag. AvaTpECTe oTnV evotnTa MepIoTpo®n Kal TTpocavatoAiIouog ato Unity yia TTEPICCOTEPESG TTANPOPOPIES OXETIKA
ME TIC TTEPIOTPOPIKEG avaTTAPACTACEIS. MTTOPEITE va XpNOIPOTTOINCETE TO TTaPdBupo Animation yia va eTTIAECETE TOV TPOTTIO YE TOV OTToio To Unity epapuolel Tnv
TepIoTPOPr) oTo GameObject oag. To Unity xpnoiyotroiei TTapeuBoAr yia va utroAoyioel Twg éva GameObject petakiveital oTrmIKa atrd Tov €vav TTPocavaTtoAioud
oTov GAAO TNV Kivouuevn €ikéva oag. O1 dIaQopeTIKES PEBodOI TTaPEUPOARS paivovTal SIaPOPETIKES OTNV Kivnan aAAd €xouv To idlo atrotéAeopa. To Unity TTpoo@épel
TPEIG TUTTOUG TTAPEUPOARG yIa Ta KIVOUPEVA OoxEDIa 0AG:

H mapepBoAf ywviag Euler epapudlel 6Ao 1o eUpog kivnong oto GameObject Tou kaBopileTal aTrd TIC YWVIES TTOU EICAYETE, €AV N TTEPICTPOPN €ival YEYAAUTEPN OTTO
360 poipeg, To GameObject TTepIOTPEPETAI TTANPWG TTPIV OTANATHOEI OTOV CWOTO TTPOCAVATOAIGUO.

H mapepBoAn tetaptotayoug TrepioTpé@el To GameObject Katd PAKOG TNG MIKPOTEPNS ATTOOTACNG O€ €VvAV OUYKEKPIMEVO TTPOCAVATOAIONO. TMa TTapddeiyua,

ave¢dpTnTa aTTd TO AV N TIMA TTEPIOTPOPNG gival 5 poipeg | 365 poipeg, To GameObject TTepIOTPEPETAI KATA 5 POIPEC.

i# Scene o Game © Animation
Preview @ M4 |4 D> Pl MM

New Animation v

s THh » -
/ AN
y « KO U0

Remove Properties
Add Property Interpolation > « Euler Angles
Euler Angles (Quaternion)
Quaternion
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03 - NMaykoopuio KTAPIO oTO Unity

[Mepiexopevo:

1. 'Eda@og

2. Epyalcia eddgoug

3. Emecepyaotng dEvTpou
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To Unity Editor treplAaufavel éva evOWPATWHEVO OUVOAO AciToupyiwv Terrain TTou oag €MTPETTOUV VA TTPOCOECETE TOTTIA OTO TralXvidl 0ag. 2T0

Emiokotrnon eddgoug

TIPOYPOUMO ETTEEEPYATIQG, UTTOPEITE va dnuUIoUpYACETE TTOAAG TTAaKiIOIa €6AQOUG, va TTPOCAPUOCETE TO UWOG 1 TNV EUPAVION TOU TOTTIOU OAG KAl va
TpooBéoeTe dévTpa 1 ypacoidl oe autd. Katd 1o Xpdvo ekTéEAeoNG, To Unity BEATIOTOTTOIEI TNV EVOWMPATWHEVN ATTOS00N £OAPOUGS YIa ATTOTEAECUATIKOTNTA.

O1 o€Aideg o€ auTrv TNV evOTNTA £ENYOUV TIG DIAPOPES EVOWUATWHUEVEG ETTIAOYEG TTOU gival BIABETIUES yia TO Terrain Kal Tov TPOTTO XProng Toug.

© Inspector o i
&j ~| Terrain | Static
Tag Untagged * | Layer Default -
Anpioupyia kai eTTe§EpyaTia edagpoug v )~ Transform o+ :
MNa va mpooBéoete éva GameObject edA@oug aTn oKNvr oag, ETTIAECTE ;DS‘“F'” : 2 : g i E
otation
GameObject > 3D Object > Terrain atmé 10 pevou. Autd TTPOOBETEI £TTIONG £va Scale X 1 Y1 Z1
¥ = ~ Terrain @ 3

avTioToixo oToixeio €dd@poug oTnv TTPooAn Epyou. OTav TO KAVETE QUTO, TO TOTTIO
gival apxiké peydAo kai etTitredo. To TTapadBupo "EmBewpnTr¢ €6GPOUC" TTaPEXEI T —
Please select a tool

MIa o€Ipd atrd gpyaAgia yia Tn dnNUIoUPYIa AETITOPEPWY XAPAKTNPIOTIKWY TOTTIOU.

v M ~ Terrain Collider 9 3+
Material Mone [Physic Material) ®
Terrain Data % MNew Terrain ®
. , ., Enable Tree Colliders L
AnpioupynoTE YEITOVIKA £8A®Nn
It : : . . . , ¥ z ¥ Terrain Q@ 3
To epyaAeio Create Neighbor Terrains 0ag emMTPETTEI VA ONUIOUPYEITE ypriyopa ARG IR
YEITOVIKG TTAaKIOIa €dA@OUG, Ta OTToIa OCUVOEOVTAI AQUTOUATA. 2TO Terrain Create Neighbor Terrains
Click the edges to create neighbor terrains
Inspector, kavte KAIK oTo €Ikovidlo Create Neighbor Terrains. Fill Heightmap Using Neighbors v

Fill Heightmap Address Mode Clamp v
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EpyaAeia edagoug

MNa va atmokTAoeTe TTPOCPACN OTa e€pyaAsia (WypaQIKng £0APOUG,

Emiokotrnon gpyoaAgiwv edd@oug

KAvTe KAIK O€ €va avTikeipevo EdAgoug oto mmapdBupo Hierarchy kai ¥ s v Terrain 0 i

avoifte éva TTapdBupo Inspector. 1o Inspector, kdvie KAIK GTO = W R
Raise or Lower Terrain - |

+  Raice or Lower Terrain |

eikovidlo Paint Terrain (MVvéAO) yia va eu@avioTei n AioTa Twv

epyaAciwyv Terrain. Paint Holes

To oToixeio Terrain Trapéxel £§1 SINQPOPETIKA epyaAsia: Paint Texture

Set Height
Raise or Lower Terrain: {wypa@ioTe ToV XAPTN UWPOUGS UE £va epyaAeio TTIVEAOU.

TpUutreg BagAg: KPUYTE TURUATA TOU £€DAQOUG. Stamp Terrain

Smoocth Height o ° e ° ¢ . {}I*-I ‘ o * 5
@ 080000002

Yor Ba@ng: epapuOoTE UPEC ETTIPAVEIWV. I TEZ
PUBuion Uyoug: TpocapuooTe ToV XAPTN UWOUGS TTPOG UIO CUYKEKPIYEVN TIM.
E€oudAuvon Uwouct: eCouaAlvere TOov XApTn UWOUG Yia Vva OTTOAUVETE TA
XOPOAKTNPIOTIKA TOU £€dAQYOUG.

Stamp Terrain: o@payiote éva oxAua TvéEAOU TTAvw atmd Tov TpEXOVTa XAPTn
Uyoug.

Na mpoéoPacn oTo epyaleio, KAvTe KAIK OTO €IKovidio Paint Terrain kai OTO
AVOTITUOOONEVO [EVOU, €TTIAEETE Raise ] Lower Terrain. EMAEETE Eva véAo aTTd
TNV TTOAETA KaAI, OTN OUVEXEIQ, KAVTE KAIK KQl OUPETE TOV KEPOOPA TTAVW ATTO €va
avTikeigevo Terrain yia va auénoete To UYPog Tou. KAavTe KAIK Kal OUPETE KPATWVTOG

TTaTnEEVO 1O TTAAKTPO Shift yia va xaunAwoeTe TO UYPOS TOU £DAPOUG.
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ETregepyaoTng 0evTpou

EoK6TTNoNn TOU TTPpOoYypAMHATOG £TTESEPYATiag dévTpou

To Unity rapéxel éva epyaAeio TTou ovouddetal Tree Editor Tou oag emTpETTEl VO OXEDIALETE

dévipa arreubeiag péoa otov eTregepyaoTr). Autd egival TTOAU Xprolyo Otav BEAETE VA [ Eocene 02l O inspector [ 2
. P . . , , | Textured $ || Gizmos +| (@A ) g [Tree | Cstatic v
OnUIoUpYROETE AETTTOPEPH OAON Kol COUYKAEG HE OIAPOPETIKOUG TUTTOUG OEVTPWY Kal = S o —

TTapalAayég. AuTA n evoTNTA TOU €YXEIPIBIOU £ENYEI TTWG va XpnolgoTtroinoeTe To Tree Editor. Proab (ot TRt _T__Jop
» .~ Transform @

XpnoigotroinoTe Tn oTHAN TTAOYNONG 0TNV apIoTEPN TTAEUPd TNG OEAIBAG YIa va TTPORAAETE bl

Béuara oe autrv TV evoTtnTa. MTopeite va xpnoiyotroifjoete 70 SpeedTree Modeler amoé
Tnv IDV, Inc. yia va dnuioupyAoETE BEVIPA WPE TTponyHéva OTITIKA €€, OTTWG OPOAA
peTdBaon LOD, ypryopn Snuioupyia dIA@NUICTIKWY TTIVAKIOWY Kal KIvOUUEva OXEDIO ME

PUOIKO aépa.

MpooOiRkKn véou dévrpou

Na va onuioupynoere €va véo oToixeio Oévipou, emAéETE GameObject >

e

1 Move Branch
| Selecta branch spline point and drag to move it.

AvTikeiyevo 3D > AEvtpo. Oa d¢ite va dnuioupyeital €va véo oToixeio Aévrpou oTnv

MpoBoAA Tou ‘Epyou oag kal va dnuioupyeital oTnv Tpéxouca avoixTi oknvA. Autod
Distribution

Group Seed O— | )
Frequency ey |3 1

TO V€O OEVTpPO €ival TTOAU BACIKO peE éva pOvo KAadi, OTToTE ag TTPOOBECOUNE

KATTOIO XOPOKTApa o€ auTd. ETAEETE TO BEvTpOo yia va TTPoRAAeTe TO TTap&Bupo
Twirl sl e [0.03

Distribution { Whorled : [—

Whorled Step o y—_| § i ‘
GrowthScale  meeCem (066 | [ |
Growth Angle (e 043 | [

Aévipo oTO0 Inspector. Auth n dieTTaery Tapéxel OAa Ta epyaAsia yia TN
dlauopewaon Kai Tn YAUTITIKH Twv OEVTpwyY oag. Oa deite To TTapdbupo lepapxia
OévTpou pe dUO KOMPBOUG TTaPOVTEG: TOV KOUPBO pidag dEvTpou Kal évav KOURo

ouadag KAAdwyv, Tov OTT0i0 B OVOUACOUNE KOPUO TOU BEVTPOU.
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04 - C# Scripting oto Unity

Meplexduevo:
1. PuUBuion mrepIBAAAOVTOG evepPYEIWV
scripting

2. 'Evvoieg ogvapiou
APXITEKTOVIKI EvOTNTAG
4. 200Tnua epyaciwv C#

w
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OAOKANPWHEVO TTEPIPAAAOV avaTTTUCNG

Eicaywyn oto oAokAnpwpévo TrepIBaAAov avatrTuéng

‘Eva ohokAnpwpévo tepIBaAAov avaTTugng (IDE) ival éva KOPPATI AOYICHIKOU UTTOAOYIOTH TTOU TTAPEXEI EPYOAEI KAl EYKATAOTACEIS VIO VO OIEUKOAUVEI TV AVATITUEN
GAAWV KopuaTiwv Aoyiopikou. To Unity utrooTtnpicel Ta akdAouBa IDE:

* Visual Studio

» Kwdikdg Visual Studio

+ JetBrains Ride

Visual Studio

Ortav gykabiotaTe 1o Unity oe Windows kal macOS, atmé mpoetmAoyr) To Unity eykaBioTd etriong 1o Visual Studio r} To Visual Studio yia Mac, avtioTtoixa. Mtopeite va
ETMAECETE va TO e€aIpEOETE OTAV ETTIAEYETE TTOIO OTOIXEIO Ba KaTEBAOETE KAl Ba eykataoTRoeTe. ATTO TTPOoETTIAOYH, To External Script Editor (pevou: Unity > Preferences
> External Tools > External Script Editor) €xe1 opioTei 010 Visual Studio. Otav evepyoTrolgite autAv TNV €1mAoyn, To Unity ekkivei To Visual Studio kal TO XpNnOIUOTTOIE
WG TTPOETTIAEYUEVO TTPOYPANUA ETTEEEPYATIOG YIa OAO TA APXEIa TEVApPIWY.

Kwdikég Visual Studio

To Unity utrootnpilel To dvolypa oevapiwv otov Kwdika Tou Visual Studio (VS Code). MNa va avoitete oevapia oto VS Code, petapeite oto Unity > Preferences >
External Tools > External Script Editor kai emA&ETe Visual Studio Code. lNa mAnpogopiec oxeTik& pe TN Xprion Tou VS Code pe 1o Unity, avaTp€gTe oTnv TEKUNPiwon
Tou Visual Studio oxeTikd pe Tnv avdrrtu¢n Unity pe VS Code.

JetBrains Ride

To Unity utrootnpilel To dvolypa oevapiwv oTto JetBrains Rider. MNa va avoiéete oevapia oto Rider, perafeite oto Unity > Preferences > External Tools > External
Script Editor ka1 emA&ETe Rider. To Rider Baciletal oto ReSharper kai TrepIAapBdavel Ta TEPICCOTEPA ATTO TA XAPAKTNPIOTIKA Tou. YTTOoTNPiel OAEC TIG duvaTOTNTEG

NG C# 7.2 KaBwg Kal Tov eVTOTTIONO o@aAudTwy C# aTo Xpovo ekTéAeoncg déoung evepyeiwy .NET 4.6 oTto Unity.



‘Evvolec ogva

‘Eva ohokAnpwpuévo TTepIBAAAov avamtuéng (IDE) eival éva KOPPATI AOYIOMIKOU UTTOAOYIOTH TTOU

Anuioupyia kal XpAon oevapiwv

TTApEXEI EPYOAEIT KAl EYKATAOTACEIG yIa VA IEUKOAUVEI TNV AVATITUEN GAAWY KOPPATIWY Aoyiopikou. H
ouptrepipopd Twv GameObjects eAéyxeTal attd Ta Components TTou gival ouvdedeuéva o autd. Av
Kal T EVOWPaTwHEVaA aToixeia Tou Unity ptropei va gival TToAU euéAIKTa, gUvToua Ba dIaTTIoCTWOETE OTI
TIPETTEI VA TTPOXWPNOETE TTEPA ATTO AUTA TTOU PTTOPOUV VA TTAPEXOUV VIO VA EQAPUOCETE TIG DIKEG OAG
duvaroTtnteg  Traixvidiou. To Unity odg emTpémmel va OnUIoUpynoeTe Ta OIKA OAG OToIXEId
XPNOIJOTTOIWVTAG oevapla. AuTd o0ag €MTPETTOUV VO  EVEPYOTIOIEITE CUMPPBAvTa TTaixvidlou, va
TPOTTOTIOIEITE TIG 1010TNTEG TOou Component pe TNV TTAPOdO TOU XPOVOU KAl VO OVTOTTOKPIVEOTE OTA
OXONla TOU XpnoTn ue Omolov TPOTTo B€AeTe. To Unity utrootnpidel eyyevwg Tn  yAwood
TTpoypapuaTiopyou C#. H C# (Trpogépetal C-sharp) €ival pia TUTTIKA YAWooa Tou KAGdou TTapouola Je
TNV Java ) mn C++. Ek16¢ a11d auto, TTOAAEG AAAEG YAwooeg .NET ptropouv va xpnoigotroinbouv pe

10 Unity €dv ytropouv va petayAwTtioouv €va oupBarto DLL.

Anuioupyia Zevapiwv

2€ avTiBeon Pe Ta TTEPIOCOTEPA GAAQ OTOIXEIA, TA OEVAPIA dnUIOUPYOUVTAl OUVABWG aTtTeudeiag oTo
Unity. MTTopeite va dnuioupynoeTe €va VEO OEvAPIO ATTO TO PEVOU Anpioupyia OTO ETTAVW OPIOTEPO
MépoG Tou TTivaka Project ) emmAéyovTag Assets > Create > C# Script a1md 10 KUpIO pevou. To véo
oevaplo Ba dnuioupynBei oe OTToIoV PAKENO EXETE ETTIAECEI OTOV TTivaka Project. To dvopa Tou véou

apxeiou oevapiou Ba €TTIAEYED, (NTWVTAG 0OG VA €I0AYAYETE Eva VEO Ovoua.
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Assets » Scripts

using UnityEngine;

using System.Collections;

public class NewBehaviourScript : MonoBehaviour {

// Use this for initialization
void start () {

// Update is called once per frame

void Update () {
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ApXITEKTOVIKN Unity

Eicaywyn Tng apXITEKTOVIKRAG Unity
O kivntApag Unity ival kataokeuaopévog Pe eyyevry C/C++ eOwTePIKA, WOTOCO £XEl Eva TTEPITUNIYUO C# TTOU XPNOIYOTIOIEITE VIO VO AAANAETTIOPACETE padi Tou. Q¢ €K
TOUTOU, TTPETTEI VA EI0TE ECOIKEIWMPEVOI UE PEPIKEG ATTO TIG BACIKEG £vvoleg TOU oevapiou oe C#. AuTr) n evoTnTa Tou Eyxeipidiou XxpnoTn TrePIEXEI TTANPOPOPIEG OXETIKA

ME TOV TPOTTO pE Tov oTT0io TO Unity uhoTrolgi To .NET kai To C#, KaBwg Kal TUXOV €EAIPECEIG TTOU EVOEXETAI VO CUVAVTIOETE KATA TNV KWAIKOTTOINON.

2elideg Meprypaen

Mw¢ o unxaviopog Unity xpnoipotrolei 1o TAaiolo .NET kai Tuxov d1a@opEg TTou EVOEXETAI VO GUVAVTHOETE EQV EXETE XPNOIMOTIOINTEI TO
.NET &ek16¢ TOU Unity 010 TTOPpeABOV. AUTA N TTEPIOXN TTEPIEXEI ETTIONG TTANPOPOPIEG OXETIKA PE TOV TPOTTO dlaXEipIoNS TNG MVAMNG aTTd TO
Unity kai Tov TpOTTO ava@opdc TTpoabeTwy TTpoiA o1o ‘Epyo oac.

Emiokdtnon Tou .NET oT10
Unity

To Unity éxe1 dUo kUpia backend d€oung evepyeiwv: Mono kai IL2CPP . Auti n evotnTa Treplypd@el Tig dla@opég petagu Twv backend
YTTOOTNPIKTIKA oevAapIa Kal TO TTWG Kal TTOTE va TO XPNOIUOTIOIEITE, KABWG Kal TOUG TTEPIOPIOHUOUG TOUG. IMepIEXEl €TTIONG TTANPOPOPIEG OXETIKA PE TN
dlaxeIpICOPEVN ATTOUAKPUVON KWOIKA, N OTTOIa AQAIPEi TOV aXPNOIMOTIOINTO KWAIKA aTTd TNV KATAOKEUN 0AG.

MANPOYOPIEC OXETIKA PE TIC ETTAVAPOPTWOEIC TOPEQ KAl TTWGS ETTNPEACOUV TNV aTTOd00N TNG £EPAPUOYAGS 0ag. MNMepIExEl €TTioNG
TTANPOPOPIEC OXETIKA UE TOV KWOAIKA TTOU EKTEAEITAI KATA TNV €kKivnon Tou Editor Kal TTwg PTTopEiTe va eI0EABETE ypriyopa Kal va eEEABETE
atré TN AeiIToupyia avatmapaywyns Ye Tn duvatoTnTa pubuiong TapapéTpwy Enter Play Mode.

Emravagdéptwon Kwdika aT1o
TTPOYPAUMA ETTECEPYQTIAg

H oeipiotroinon ival n autéparn diadikacia HETATPOTING SOUWV OEDONEVWV ) KATOOTACEWYV QVTIKEIMEVWY OE€ HIA Jop@r TTou To Unity
2 €1pI0TTOINCN oEvapiwv MTTOPEI va atToONKEUOEI KAl VO QVAKATAOOKEUAOEl apyoTepa. AUuTO TTEPIEXEI TTANPOPOPIEG OXETIKA PE TOV TPOTTO XPONG TNG OEIPIOTTOINONG
o1o 'Epyo 0ag e atmmoTeEAEOUATIKO TPOTTO.

Mwg 1o Unity peTayAwTTiCEl T OEVAPIA 0OG Kal JE TTola o€Ipd. TepIEXEl ETTIONG TTANPOPOPIEG OXETIKA PE TOUG OPICHOUG CUVApPPOAOYNoNG

2uvtaén ogvapiou . ; . .
Kal TIG BEATIOTEG TTPAKTIKEG OXETIKA WE TN XPrON TOUG.




2UoTnua epyaoiwyv C#

Emiokotrnon cuoTthparog epyaciag C#

‘Eva oAokAnpwuévo trepIBaAAov avaTtrTugng (IDE) cival €va KOPPATE AOYIOUIKOU UTTOAOYIOTH TTOU TTAPEXEI EPYAALIO KAl EYKATAOTACEIG yIa va OIEUKOAUVEI TV
avATITUEN GAAWV KoppaTtiwv Aoyiopikou. H cupTtrepigopd Tou GameObjects cival To Unity C# Job System emTPETTEl OTOUG XPOTEG VA YPAPOUV KWOIKO
TTOAATTAWY vNUATWVY TTou OAANAETTIOPAG KOAG pe TO uttOAoITTo Unity Kal SIEUKOAUVEL T oUuvTagn owoTou KWwOoIKA. H ouvtagn Kwdika TTOAATTAWY vNUATWY
MTTOPEI va TTPoo@EpEl TTAeOVEKTAMATA UWNAAG attddoong. AuTd TTeEpIAaUBAvVOUV oNPAvTIKA KEPON oTo pubuo kapé. H xpAon Tou petayAwTTioT Burst pe
epyaciec C# odg 1Tpoo@épel BeATIwPEVN TTOIOTATA dNUIOUPYIOG KWAIKA, N OTToia £XEl £TTIONG WG ATTOTEAECUA TN CONUAVTIK HEIWON TNG KATAVAAWONG
MTTATOPIOG O€ KIVNTEG OUOKEUEG. Mia ouCIaoTIKA TITUXH TOU CUCTHPATOG £pyaciwy C# gival 6Tl EVOWHATWVETAI HE QUTO TTOU XPNOIUOTIOIEI ECWTEPIKA TO Unity
(To gyyevég ouoTnua gpyaciwy Tou Unity). O ypaupévog atrd Tov xpriotn Kwdikag Kal To Unity poipdlovtal vijuoTa epyaciag. AuTtr n Cuvepyaoia atmoQeUyel T

dnuIoupyia TTEPICOOTEPWYV VAUATWY atrd Toug TTUPAVES TNG CPU, yeyovog TTou Ba TTpokaAouoe diaudxn yia Toug Tépous Tng CPU.

Ti givanl gia douAeid;
Mia douAeld gival pia PIKpp JovAda epyaoiag TTOU KAVEl PIA OUYKEKPIPEVN epyaoia. Mia epyacia AauBdavel TTapauéTpous Kal AsIToupyei o dedopéva,
TTAPOUOIA PE TN CUMPTTEPIPOPA MIag KANong peBOdou. O epyacieg JTTOPOUV va €ival AUTOVOUEG 1 va eEapTwvTal atmd AAAEG £pyaaieg yia va oAokKANpwOouv

TIPIV UTTOPECOUV VO EKTEAEGTOUV.

T givan o1 epyaciakég ESAPTHOEIG;
2.€ TTOAUTTAOKO OUCTAUATA, OTTWGS AUTA TTOU aTTAITOUVTAI YIA TNV avaTTugn Traixvidiwy, gival atriBavo kaBe gpyacia va gival autoteAng. Mia epyacia ocuvriBwg
TTPOoETOINACEl Ta dedopéva yia Tnv eTTOUEVN epyaaia. O1 Béoeig epyaaiag yvwpifouv Kal UTTooTnpifouV TIG ECaPTHOEIS YIa va AsiToupyroel autd. Edv 1o jobA éxel

e€dptnon atro 1o jobB, T0 cUoTNUa epyaciag dilac@aAilel 6Ti TO jJobA dev Eekiva va ekTeAeiTal PEXPI va 0AOKANPpwOEi T jobB.
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Anpioupyia 8£0£wV epyaoiag z U O-T rI “ a 8 pYG O- I (bV C# Anovators

MNa va dnuioupynoete pia epyacia oto Unity, TpéTrel va epapudoeTe Tn diemagn 1Job. To 1Job odg emTpétrel va TTpOypaUPATIOETE Pia JEPOVWUEVN Epyaaia

TTOU €KTEAEITAI TTAPAAANAQ PE OTTOIEOBNTTOTE AAAEG EpyaTieg TTOU ekTEAOUVTAI. Znpeiwon: To "job" gival évag cuAAoyikdg 6pog oTo Unity yia otroladATToTe doun
TTOU UAOTTOIET TN d1ETTaPr [Job.

MNa va dnuioupyAoeTe pia B€on epyaaciag, TTPETTEL

* AnuioupynoTe pia dopur TTou UAOTTOIET Epyaaia

* [lpooBEoTe TIG HETABANTEG HEAOUG TTOU XPNOIUOTIOIEI N Epyacia (eiTe TUTTOUG blittable €ite TUTTOUG NativeContainer)

* AnuioupynoTe pia uEBodo otn dIKA oag doun TTou ovouddleTal Execute pe TV UAOTTOINON TNG £pyaOiag HECQ OE QUTAV.

Katd tnv ekTéAeon TNG epyaaciag, n uéBodog Execute ekTeAcital pia opd o€ évav povo trupiva. Mapakdtw Bpeite Tapddelyua atrAol opIouoU pyaciag.

// Job adding two floating point values together

public struct MyJob : IJob
{

public float a;

public float b;

public NativeArray<float> result;

public void Execute()

I
L

result[e] = a + b;
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https://docs.unity3d.com/Manual/UnityManual.html
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