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01 - AleTTO@PN XPNOTN KOI TTAONYNON
[Teplexouevo: U n Ity
Scene view

MapdBupo Traixvidiou

H ypauur epyaAciwv

To TTapdBupo TNG lepapyiag

To TTapaBupo Tou £pyou

To TTapaBupo EmBewpnong

N o o bk~ wWwbdPE

MapdBupo Consloe




1. Scene view i

H 1poBoAn civar n diadpacTikry cag &mown yia Tov KOOUO TTou

onuioupyeite. MTTOpEITE Vva XPNOIUOTIOINCETE TNV TTPOPBOAr} OKNVAG

yla va ETTIAECETE Kal va TOTTOBETNOETE OKNVIKA, XOPOAKTAPEG,

KAPEPEG, PWTA KAl OAoUG Toug AAAoug TuTToug GameObjects

H emmAoyn, 0 XeIpIopog Kal n Tpotrotroinon GameObjects oTnv TTPOROAN
Scene gival PJEPIKEG ATTO TIG TTPWTEG OECIOTNTEG TTOU TTPETTEI VA PABETE

yIa VO EEKIVAOETE va epyadeoTe aTo Unity.




nnovators

[TAonynon Scene view

H 1TpoPoAry oknvAg O1aBETel éva OUVOAO OTOIXEIWV €AEYXOU

TTAONYyNoNG TTou oag BonBouv va YETAKIVNOEITE ATTOTEAECUATIKA:

|| To Scene Gizmo

Ta epyaAeia Move, Orbit kai Zoom

To epyaAeio Center
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[TAonynon Scene view

ZKnVvIKO Gizmo:

To Scene Gizmo eu@avifetal otnv TTPOPROAN Scene. Autd eu@avidel Tov

TPEXOVTA TTPOCAVATOAMIOUO TNG KAPEPAS TIPOROANG OKNVAG Kal 0Og

EMTPETTEI VO AAANAEETE TN Ywvia B€aong Kal Tn AeIToupyia TTPoBOARG.

To Scene Gizmo €xel €vav KwVIKO Bpaxiova oe kGBe TTAeupd Tou KUPBou. O1 Bpaxioveg oTO
MTTPOCTIVO HEPOG PEPOUV TIG ETIKETEG X, Y Kal Z. KAvTe KAIK € OTTOIOVOATIOTE ATTO TOUG Bpaxioveg
TOU KwVIKOU @G&ova yia va KoupTtiwoete TNV Kapepa TTPoBoARg oknvAg oTov Agova Trou
AVTITTPOOWTTEVEI (YIa TTapAdelyua: KAToWn, ApIoTEPH OWn Kal PTTPOCTIVH Own). MTTopeEiTte €1Tiong
va Kavete Oegi KAIK OoTOV KUBO yia va Ocite éva pevou e pia Aiota ywviwv B€aong. MNa va
EMOTPEWETE OTNV TTPOETTIAEYUEVN Ywvia B€aong, KAvTe OeCi KAIK 0TO Scene Gizmo Kal €TTIAECTE

Awpedv.

MrTropeiTe €TTIONG VO EVEPYOTTOINOCETE KAl va ATTEVEPYOTTOINOETE TO Perspective. Autd aAAdlel Tn
Aeiroupyia TTPoBOAAG TNG TTPOROAAG oknvhG PeTagu MpoomTiKAG Kal OpBoypa®iKAG (MEPIKES
Qopég ovouddletal "lcopeTpIkN"). Ma va 10 KAVETE aUTO, KAVTE KAIK OTOV KUBO OTO KEVIPO TOU
Scene Gizmo A oTo Keiyevo KATW atmd autd. H opBoypagikr) TTPoBOAR dev £XEl TTPOOTITIKI KOl
gival XpAoIun o€ ouvduaoud Pe To KAIK 0€ évav atrd Toug Bpaxioveg Tou Kwvikou déova yia va

ANQOBEi uTTPOOTIVA, ETTAVW 1 TTAEUPIKA aviywaorn.
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[TAonynon Scene view

2KNnviké Gizmo:
Edav n mpoBoAn oknvAg BpiokeTal o€ pia &BoAn OTITIKA ywvia (avdtroda i
ATTAWG MIa ywvia TTou 0ag TTPOoKaAEi ouyyuaon), kKavTe Shift-kAIk oTov KUBO

o710 KEVIPO TOU Scene Gizmo yia va €MOTPEWETE OE MIa TTPOROAN

TTPOOTITIKAC HE MIO YWVia TTou KOITAZEl TN okNvh a1Td TO TTAGI KOl EAQpPW
0000000 p ne WeE Hiay Cel T oKNvN Ppwg

a1rd Tavw.

Kdavte KAIK 010 AOUKETO TTAvw &e€id oTo Scene Gizmo yia va EVEPYOTTOINOETE 1 VO ATTEVEPYOTTOINCETE TNV TTEPICTPOPN)
Tou Scene. MOAIG atrevepyotroinBei n evaAAayry oknvhg, KAvTe BeEi KAIK yia YETATOTIION TNG TTPOROANG avTi va Thv
TTeEPIOTPEWETE. AUTO €ival To idlo pe To gpyaAeio MpoPoAn. ZnueiwaoTe 611 otn Acitoupyia 2D, T0 Scene Gizmo dgv

edoaviCetal. H povn emmioyr poBoARg otn Asitoupyia 2d gival va koitééete kaBeta oTo etriredo XY.

Xeipovopigg trackpad Mac

e Mac pe em@aveia agng, PTTOPEITE va OUPETE Pe BUO dAXTUAA yia peyéBuvon TnG TTPOROANG.
MTropeiTe €1TIONG va XPNOIYOTIOINOETE TPia OAXTUAA YIO VA TTPOCOUOIWCETE TO £PE TOU KAIK OTOUG
Bpaxioveg Tou Scene Gizmo: CUPETE TTIPOG TA TTAVW, OPIOTEPA, OECIA 1 TTPOG Ta KATW Yyl va

TpaBnéete TNV TTPoBOAr oknvrg Kauepa TTpog TNV avtioToixn kateuBuvon.



v

MeTakivnon, TpoxI& Kal b
ueyEQuvon otnv TTPoBoAn okNVNG

H petakivnon, n trepipopd kai 10 (oup €ival BaoIKEC AsIToupyiec oTnv TTAoynon o€ TTPoRoAr oknvng. To

Unity TTapExel apkeTOUC TPOTTOUC EKTEAEONC TOUG VIO MEYIOTN TTPOCRACIYOTNTA:

vy

¥

To gpyaAeio AgiToupyia 2UVTOUEUOEIG
TTPOBOARC TTAONCS Kivnong

Kivnon BéAoug
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Metakivnon, Tepipopa kar
MeyeBuvan oTnv TTPOBOAN 2KNVNG

@ Unity File Edit Assets GameObject Component Services Window Help RK O U = B PL.0029 Q Q =

o0

Kivnon BéAoug

MTTopeiTe va XpNOIUOTTOINCETE TA TTAAKTPA
BEAoug yia va peTaKIvnOEiTE YyUpw aTTd TN
oKNvl oav va «TTEPTTATATEY MPEOA QTTod
auTrv. Ta TTARKTPa TTAvw Kal KATw BEAOUG
METOKIVOUV TNV KAPEPO TTPOG TA EUTTPOG
Kal TTPOG Ta TTOW TTPOG TNV KaTeUBuvon
Tou BAétel. Ta TTAAKTpa apioTePoU Kal
0e€lou BEAOUG MPETAKIVOUV TNV TTPOROAN
TTPog Ta TTAQyIa. KpaTAOTE TTATNUEVO TO
Shift kar éva TAAKTPO PBéAoug yia va
KivnOeiTe 10 ypryopa.



MeTakivnon, TTepipopa Kal -
ueyeQuvon oto Scene view

To gpyaAeio TTpofBOARG
*  Metakivnon: Kavte KAIK KOl CUPETE yIa va PJETAKIVAOETE TNV Kapepa.

+ Tpoxid: Kpatiote Tratnuévo 1o Alt (Windows) i To Option (macOS)
KQl KAVTE aploTEPO KAIK KAl OUPETE YIA VO TTEPIPEPETE TNV KANEPQ
yUpw atrd 10 TPEXOV onuEio TTEPIOTPOPNG. AuTr) n €TTIAoyr OV gival
d100€01un o€ Aeiroupyia 2D, €1re1dr) N TTPOBOAN gival opBoypa@Iki.

» Zoupu: Kpamote mratnuévo 1o Alt (Windows) f To Option (macOS)
Kal KAvTe Oegi KAIK KOl OUPETE yIa va HEYEBUVETE TNV TTPOPROAR

2KNVNAG.

* 2710 macOS, Ptropeite €1TioNG va KpaTtHoeTe TTaTnpévo 1o Control, va

TTATAOETE TO APIOTEPO KAIK KAl VO OUPETE avTi auToU.

KpatioTe mmarnuévo 10 Shift yia va auénoete Tov pubud Kivnong Kai
ouyp.
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MeTakivnon, Tepipopa Kal gyeyebuvon otny.
Asitoupyia Flythrough ﬂpOBo)\r’] ZKnvr’]g o

XpnolyotroinoTe Tn Asitoupyia Flythrough yia va 1Tetacere yupw atrd tnv TPoBoA oKNVAG O€ TTPWTO TTPOCWTTIO, UE TTAPOPOIO TPATTO
ME ToV TPOTTO TTAoriynong o€ TTOAAG TTaiyvidia. H Aeitoupyia Flythrough €xer oxediaoTei yia Asitoupyia MNMpooTrTIKAG. TN AsIToupyia
Orthographic, eav KAVETE KAIK KAl KOATACETE TTATNUEVO TO OEEI KOUUTTI TOU TTOVTIKIOU KaI JETAKIVI)OETE TO TTOVTIKI 0OGC, N TTPOBOAR 0O¢
TTEPIOTPEPETAI YUPW aTTO TNV KAUEPa. H Asitoupyia Flythrough dev gival diaBéoiun og Asitoupyia 2D. 21n Acitoupyia 2D, €Av KAVETE
KAIK KOl KPATACETE TTATNUEVO TO OEECI KOUMTTI TOU TTOVTIKIOU KaI METAKIVI)OETE TO TTOVTIKI 0OC, N TTPOBOAR COC TTEPICTPEPETAI YUPW ATTO

TNV TTPOPBOoAN oknVvAG. Na va €10€ABeTe 0TN Acitoupyia Flythrough kai va trepinyn¢eite otnv TTPooAr] oknvig oTn AsiItoupyia
Flythrough:

Kavte KAIK Kal KpATHOTE TTATNHEVO TO OEEI KOUMTTI TOU TTOVTIKIOU.
Kavte 1a £€1¢ yia va TTAonyneeite oTnv TPoBoAr} oknvrig:

XPNOIYOTTOINOTE TO TTOVTIKI 0AG YIA VA UETAKIVIIOETE TNV TTPOBOAT).

MNa va yerakivnOeite Tpog 1a euTTeé6 1) TTpog Ta Triow, Trarfjote W i S.

MNa va yerakivnOeite apiotepd 1 0e€id, Tramjote Ay D.

MNa va yerakivnOeire mavw i katw, rarjorte Q R E.
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Kauepa Taxutntac

[1a va aANACETE TNV TpEXOUOa TaxuTnTa TG KAUEPAG OTO Scene view, KAVTE KAIK OTO €IKOVidIO
Kauepa otn ypauun epyaAciwy. 2tn Asitoupyia Flythrough, ptropeite va aAAGgeTe TNV
TaXUTNTA TNG KANEPAG EVW KIVEIOTE TN OKNVI. ['1a va TO KAVETE AUTO, XPNOIMOTIOINOTE TOV

TPOXO KUAIONG TOU TTOVTIKIOU 1] oUPETE dUO OAXTUAQ o€ £va trackpad. Na TTepioooTEPES

TTANPOPOPIEC, AVATPECTE OTNV TEKUNPIWON PUBUICEWY KANEPAG.
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KevTpapeTe TN BEa -y
o€ eva GameQObject

[a va KevTpdpeTe TNV TTPOLROAN oknvrng oc éva GameObject, emmAéETe TO GameObject oTnv lepapyia,
META YETAKIVAOTE TO TTOVTIKI TTAVW OTTO TNV TTPOROAN oknvAG Kal TTaTtrioTe F. EGv 10 GameObject civai
NON €mAeyPEVO, TO F peyeBUvVEl aTO onueio TTepIoTPoPNnG. AuTA n duvaTdTNTA PTTOPEI £TTIONG VO BPebEi
oTN YPAPUN MEVOU KATw atrd Etregepyaaia > EmmAeypévo TTAaiolo. Ta va KAEIOWOETE TNV TTPOBOAR OTO
GameObject akoua kal 6tav 1o GameObject kiveital, TrarioTte Shift+F. Auth n duvartoTnta BpiokeTal

ETTIONG OTN YPAUMN MEVOU KATWw atrd Etrecepyacaia > KAeidwua TTPOBOANG o€ ETTIAEYUEVA. \




2. H TpofBoAn traixvidiou

H 1TpoBoAr TraixvidioUu atrodideTal
amo TG Kapepeg otV £@apuoyn
00G. AvTITTPOOWTTEVUEl TNV TEAIKNA,
onpooleupévn aitnon oag. [péETrel
va  XPNOIUOTIOINCETE Mia N
TTeEPIOOOTEPEG  KAPEPEG  yIa  va
eENEYEETE TI PBAETTElL N OUOKEUN
avatmapaywyng otav XpnoIPoTToIEi
v eQpapuoyn 0ag. MNa
TTEPICOOTEPES TTANPOYPOPIEG OXETIKA
ME TIC KAueEPESG, avaTpELTe OTN
oeAida 2TOIXEIO KAPEPAG
(Component page.).

# Scene
Game

a® Game

v

Display 1 ¥ Free Aspect

Play in Window

v Q)

=

Stats Gizmos ¥
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AgITOUpyia avatmapaywyng =

XpnolgotroioTte Ta Koupdtrid o1o Toolbar yia va eAéygete Tn Asitoupyia Editor Play kai va ocite TTwg TTaidel n dnUOCIEUPévn

EQAPUOYN 0a¢. 2TN AEITOUPYIQ avVaTTOPAYWYNG, OTTOIECONTTOTE AAAQYEC KAVETE €ival TTIPOCWAPIVES KAl ETTAVAPEPOVTAl OTAV BYEITE

atrd TN AsiToupyia avatrapaywyns. H dietrapry xpriotn Tou Editor okoupaivel yia va cag 10 uttevlupioel auTo.
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Xpnaon tTng TPoBoANg TTaIxVISIoU

Na va avoicete TNV TTPOROAN

# Scene o Game -
Game v Display1 + Free Aspect Play in Window v @ [ Stats Gizmos ~¥

TTaIXVIOIOU, KAVTE éva aTtrd Ta £CNG:

» 21NV KaptéAa [laixvidl, otnv
ETTAVW apIoTEPN ywvia,

XPNOIUOTIOINOTE TO

AVATITUOCOOMEVO PEVOU yia va
KAvere KAIK oTnv [lpooAn
TTaIXVIOIOU €Qv  n  TIPOROAN
[TpocopoIWTH €ival avoIxXTh.

» 2710 Jevou: MNMapaBupo > Nevika



Maiyvidi/MpocopoIwTAg

ATtreikévion

Oyn

Owyn:

Avoloyigg d100TACEWY XaUNANG

avaAuong

Owyn:

VSync (pévo mpofoAn Traixvidiov)

# Scene
Game

a® Game

v

Display 1

¥ Free Aspect

EITOUPYIO avaTTOpayWwYNG
Koymd  Memovevie
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Kdavte KAIK yia va evepyoTrolfoeTe TNV TTPoBoAR Maixvidi ri MpocopoiwTh atrd To avaTTTUGOOUEVO UEVOU.

EmAECTE QUTO yIa va eTTIAECETE ATTO HIa AioTa pe Kauepeg €dv €xeTe TTOAEG Kapepeg oTn ZKnVvA. AuTd €x€l OpIOTEI
otnv Epgpavion 1 atmoé mpoetmiAoyr). Mtopeite va avtioToixioete OBd6veg o€ Kdpepeg otn povada Kauepa, oTo
avaTrTuooopevo pevou OBOvN TTPOoPICHOU.

EAECTE DIOQOPETIKES TIEG YIA VA OOKIJACETE TTWG QPAIVETAI TO TTAIX VIOl 000G 0€ 00OVES UE DIAPOPETIKOUG AOYOUG
dlaoTacewyv. AuTo €xel opioTei oe EAeUBepn Own atrd TTpoeTTIAOYH.

EvepyotroinoTte Ti¢ avaAoyieg S1aoTdoewv XapnAng avaAuong yia Tnv eE0Poiwan TNG TTUKVOTNTAG
EIKOVOOTOIXEIWV TTOAQIOTEPWY 000VWV: AQUTO PEIWVEI TNV avaAuon TNG TTPOROANG TTaixvidIoU OTav ETTIAEYETAI HIO
avaloyia diactacewv. Eival ravta evepyotroinuévo étav n mpoRoAn Maixvidiolu BpiokeTal o€ 086vn TTou dev gival
Retina.

Evepyotroinote 10 VSync (pévo mrpofoAn traixvidioU) yia va dwoeTe TTpoTEPAIOTATA OTNV TTPOROARA TTaIXVISIOU.
AuTH n €TTIAOYN UTTOPEI VA TTPOCBECEI KATTOIO KATAKOPUPO CUYXPOVIONO, O OTTOIOG €ival XPrOINOG KATA TNV yypaen
€VOG BivTeo, yia TTapdderyua. To Unity emTixeipei va ammodwael Tnv TTPoBoAr Taixvidiou ye pubud avavéwaong 086vng,
av Kal auto dev gival eyyunuévo. Otav auTh n €TTIAOYA €ival evepyoTroinuévn, EEAKOAOUBEI va gival Xproiuo va
MEYIOTOTTOINCETE TNV TTPOBOAN TTaIXVIOIOU OTN AEITOUPYIO AvaTTAPAYWYAS VIO VA ATTOKPUWETE AANEG TTPOBOAEG Kal va
MEIWOETE TOV apIBud Twv TTPpooAwyv TTou atrodidel To Unity.

¥ Scale @ Play in Window v W) [ Stats Gizmos ¥




AEITOUPYIa avaTTapaywynsg .-

S T

PuBuioTiké KAipakag KdavTe KUAION TTPOG Ta OECIA YIA VO HEYEBUVETE KOl VO ECETACETE TIG TTEPIOXES TNG 00OVNG TOU TTAIXVIOIOU HE TTEPICCOTEPES
AeTrTOopépPEIEG. AUTO TO pUBUIOTIKG OAG ETITPETTEI VA KAVETE OMIKPUVON YIa va OeiTe OAOKANPN TRV 086vn é1T0U N avAAuon TnG
OUOKEUNG gival eyaAuTepn atrd 1o péyeBog Tou TTapabupou TTPOROANG TTaixvidIou. MTTOPEITE £TTIONG va XPNOIUOTIOINCETE TOV
TPOXO KUAIONG KaI TO JECAIO KOUMTTI TOU TTOVTIKIOU YIA VO TO KAVETE AUTO EVW N EQAPMOYA €ival oTauatnuévn i o€ TTavon.

MeyioTotroinon oto Play KdavTe KAIK yIa evepyoTTOinon: XPNOIKMOTIOINOTE TO YIA VA PEYICTOTTOINCETE TNV TTPOROAR TTaixVIdIou (100% Tou TTapabupou Tou
TTPOYPAUMOTOG ETTECEPYATIAG) VIO YIO TTPOETTIOKOTTNON TTARPOUG 006vNnG OTav UTTEITE OTN ASITOUPYIQ avaTTapaywyng.

Ziyaon nxou KdavTe KAIK yIa evepyoTToinon: XPNOIKMOTIOINOTE TO YIA Oiyaon OTTOIOUDATIOTE AXOU EVTOG EQAPHUOYAG OTAV EICEPXEDTE OTN
AgIToupyia avatrapaywynig.

ZTATIOTIKA Kdavte KAIK o€ auTto yia va aANGEETE TNV €TTIKAAUWN ZTATIOTIKA, N OTToia TTEPIEXEI ZTATIOTIKG aTTOd00NG OXETIKA UE TOV X0 Kal
Ta YPAQIKA TNG €QAPUOYNS 0aG. AuTo ival TTOAU XPACIKO Yia TRV TTapakoAoUuBnaon Tng ammddoong TG EQAPUOYNS 0OG EVW
BpiokeoTe o€ AciIToupyia avatrapaywynig.

Gizmos Kavte KAIK o€ auTto yia va aANGEeTe Tnv opatdTnTa Tou Gizmos. lNa va deite JOVo OUYKEKPIPEVOUGS TUTTOUG Gizmo KaTd Tn
AgiIToupyia avatrapaywyng, KAvte KAIK 0To avaTrTuoodpevo BEAOG SITTAa oTn AéEn Gizmos Kal EVEPYOTTOINOTE JOVO TOUG
TUTTOUG Gizmo TToU B€AETE va OEiTE.

# Scene  o®Game
Game v Display1 ¥ Free Aspect ¥ Scale @ Play in Window v 1 [ Stats Gizmos ¥
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3. To Toolbar

MrTTopeiTe va PPEITE TN yPAUMN €pyaAciwv oTo €TAvw PEPOG Tou Unity Editor. Aev gival TTapdBupo kai givalr 1o pévo

MEPOC TNG OlETTaPriC Unity TTou OEV UTTOPEITE va AVOOIATALETE.

MNa TpdoBeTa epyaAeia otnv TTPOLROAR OKNVAG, AVOTPECTE OTNV evOTNTA ETTIKAOAUWEIC.

QEC~ &

= Hierarchy g H Scene o Came

P Game
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3. To Toolbar

0od 0

ATTOKTNOTE .
XPNOIYOTIOINOTE  TO
pfelelejlele) aTov . ] :
poop ﬂ’ . Kavie KNK OTo  XpnoihoToifoTe loTopikG  Avaipeang Avo EAyre Told
Aoyapiaoo  Unity koupTri Cloud yia Ta KOUUTTIG yia va TpoRaAere, volere v avTIKeipEeva
artro TO : - Avalntnon. : )
’ va  avoiete  TO Avarrapaywyn, VO OVOIPECETE R VO eMavifovtal oTnv ANGETE ™m
AVOATITUOOOMEVO ETTAVAAGBETE ; q :
, H ’ TTapddupo Mavon kol Brpa , g TTPOROAR  oKNVNg diaragn Twv
HevoU A0yapiaoog. Yixnpeoieg Unity. otV TTPOBOAN S v amo 10 TpoBoAwyv  oag
s SKT?AO oro aVaTIfUCOOUEVO Kdl, OTn OUVEXEIQ,
TTPOYPOPHA =
POYPAKK Hevqu Emitreda. amodnKeUoTE TN
emegepyaaiag ) Sidrat )
véd iaraén N
G v - ®  Q layers POPTWOTE I
= Hierarchy Y i #f Scene o Game ¢ @ lInspector . uTTdpxouoa  aTrd
I|I1| Game Displa W 1 Free Aspect Scale 2% .a. Pla W i pX
TO
AVATITUOOONEVO

pevou AlaTagn.




4. To mTapdaBupo Tn¢ lepapxiag ..

To TapdBupo lepapyiac eugavilel kGO = Hierarchy
GameObject o0g uia oknvi, OTWG T «

) ] ] ] R SampleScene
MOVTEAQ, KAUEPEC 1] TIPOKOTOOKEUAOUEVA. & Main Camera
MTTOpeiTE  va  XPNOIYOTIOINOETE  TO @ Directional Light

TTapdBupo lepapyiag yia va TagIVOUNOETE
Kal va opadotroifoere Ta GameObjects

TTOU XPNOIYOTIOIEITE OE PIG OKNVI.

Ortav TrpooBETeTE 1 agaipeite GameObjects oTnv TTPOROAN
2KNVAC, Ta TIPOCBETETE ) TA QQAIPEITE €TTiIONC ATTO TO

TTap&Bupo lepapxia.

To TmapdBupo lepapyia utropei €1Tiong va TTEPIEXEI AAANEC
OKNVEG, ME KABE oKNVN va TTEPIEXEI TA OIKA TNG AVTIKEIMEVA

TTaIXVviOoIou.



5. To TTapaBupo £pyou

s Project 8 Console

To TTapaBupo ‘Epyo ep@avilel OAa Ta apxeia TTou oxeTiovral Je To ‘Epyo oag Kal gival o
KUPIOG TPOTIOG UE TOV OTTOIO UTTOPEITE va TTAONYNOEiTE Kal va PpPeiTe ZToIXEIa KAl GAAQ
apxeia ‘Epyou otnv epappoyn oag. Otav CeKIVATE Eva VEO €pY0 OTTO TTPOETTIAOYI], AUTO
TO TTapABupo eival avoixtd. QoTdéo0, €dv Oev UTTOPEITE va TO PBPEITE 1 €ival KAEIOTO,
MTTOPEITE va TO avoigete péow Window > General > Project ) ratiote Ctrl+5 (macOS:
Cmd+5).

Assets > Scenes

P

SampleSc.

smart
nnovators

% Favorites

O, All Materials
O, All Models
O, All Prefabs

[ Assets

e Scenes

[a@ Packages

e Code Coverage

B Custom NUnit

e Editor Coroutines

B JetBrains Rider Editor
e Newtonsoft Json

e Profile Analyzer

e Services Core

e Settings Manager

e Test Framework

e TextMeshPro

B Timeline

= Unity Ul

Bm Version Control

e Visual Scripting

e Visual Studio Code Editor
e Visual Studio Editor



6. To TapaBupo EmBewpnonc

nnovators

Xpnoiyotroifote 10 Tapdbupo Inspector yia va TTPORAAETE Kal va €TTEEEPYATTEITE 101GTNTEG KAl PUBUICEIC yIa oxXedOV Ta
© Inspector

avta oto Unity Editor, ouptrepidapBavouévwy Twv GameObjects, Twv oToixeiwv Unity, Twv Assets, Twv Materials kai @, v cue

Tag Untagged

TWV puBuicewyv Kal TTpoTIHAcEWY oTO Editor.

Avoigre €va TTapabupo emBewpnTr. MNa va avoigeTte Eva TTapdbupo Inspector, KAvTe éva ato Ta €ENG:

B  cube (MeshFilt

Mesh

B8 v MeshRenderer

» AT 10 pevou, emAEETE Windows > General > Inspector yia va avoigeTe £va alwpouphevo TTapdbupo Inspector.

Materials
Lighting

» A6 10 yevou window’s More Items (), emAéETe Add Tab > Inspector yia va avoiete évav Inspector o€ véa KapTéAQ.

Mrtropeite va avoitete 60a TTapdBupa Inspector BEAeTE Kal va aANGEeTe TN B€0N TOUG, va TTPOCAPPOCETE Kal va AANGEETE TO -

s Blend Prol

MEYEBOG TOUG E TOV iDIO TPOTTO TTOU UTTOPEITE VA KAVETE OTTOI0OATTOTE AAAO TTAPABUPO.

&9 v Box Collider

MapdBupo Inspector EAéyxou EoTtiaong )

A6 TrpoetmAoyn, éva TTapdBupo Inspector eugavilel 1I016TNTES yia TNV Tpéxouoa emiAoyr). Ta TTepiexdueva Tou Inspector
aAAdGlouv kaBe @opd TTou aAAdlel n emAoyn. MNa va dlaTnpAoeTe avoiXTo To iG10 oUVOAO 1IBI0TATWY, avecdpTnTa ATTd TNV

Tpéxouoa TTIAOYN], KAVTE £va aTTo Ta £EAC:

» KAeidwote 10 TapdBupo Inspector otnv Tpéxouca emmAoyr. Otav kAeidwvete €va TapdBupo Inspector, dgv

EVNUEPWVETAI TTAEOV AV OAAAEETE TNV ETTIAOYT).

» Avoicte éva eoTiaopévo Inspector yia éva GameObject, Asset ) oToixeio. Ta Focused Inspectors gugavidouv pévo Tig

IDI0TNTEG TWV AVTIKEIMEVWY YIA TO OTTOIO TA AVOIEATE.



6. To mTapaBupo EmBewpnong -

EmOewpnOTE AVTIKEIMEVA

To 11 pTTOPEITE VO OEITE KAl VO ETTECEPYAOTEITE O £va TTAPABUPO Inspector egaptdTal ammd autd TTou
ETMAEYETE. AUTI N evOTNTA TTEPIYPAPEI TI Ep@aviCel Eva TTapabupo Inspector yia dIaQOPETIKOUG TUTTOUG

OTOIXEIWV TTOU UTTOPEITE VO ETTIAECETE.
Em@swpnon GameObjects

Ortav emAéyeTe éva GameObject (yia TTapdadeiyua, otnv TPoRoAn lepapxia ( 3 Zknvr), o EmMOewpnTAg
eM@avViICel TIG 1I010TNTEG OAWV TWV CTOIXEIWV KAl UAIKWV Tou. MTTOPEITE va ETTECEPYAOTEITE TIG 1IOIOTNTEG KAl

va avadiatageTe Ta oToIxXEia oTo TTAPp&GBupo Inspector.
EmTOswpROTE TTPOCAPHOCHEVA OTOIXEIO OEVApPiIOU

Otav Ta GameObjects éxouv ouvdedeEVA TTPOCAPPOCHEVA OTOIXEIO agvapiou, TO Inspector ep@avidel
TIC dNUOOIEC METARANTEC TwV oevapiwy. MTTOPEITE va €TTeECEPyaOTEITE HETARBANTEC OEvapiou Pe ToV idIO
TPOTTO TTOU £TTECEPYALEOTE OTTOIECONTTOTE AAAEC 1I010TNTEG, TTPAYUA TTOU CNUAIVEl OTI UTTOPEITE VO OPICETE

TTAPANETPOUG KAl TTPOETTIAEYUEVEG TIMEC OTA OEVAPIA 0AG XWPIG VA TPOTTOTTOINCETE TOV KWOIKA.

¥ Layer Default

Cube (Mesh Filte

Mesh Renderer



smart

6. To Tapabupo EmBewpnong

Em@swpnon TEPIOUCIAKWY OTOIXEIWV

Otav emAéyete €va ZToixeio (yia trapddeiyua, amd 1o TTapdbupo ‘Epyo), o EmBewpnti¢ eupavifel puBuiocelg TTou
eAEyXOUV TOV TPOTTO YE TOV OTTOI0 TO Unity €10GYEl KAl XPNOIUOTIOIEI TO 2ZTOIXEIO KATA TNV EKTEAED.

Cube (Mes|

KdaBe TUTTOG OTOIXEiOU £XEI TIG DIKEG TOU puBUicEIS. Napadeiypara pubuicEwy EI0aywyrg OTOIXEIWV TTOU ETTECEPYALEOTE O€ =

éva Trapdeupo InspeCtor Tl'spl)\al.lB(’]VOUV TG Egﬁg PI“« Mesh Renderer —

Materials
Ligh

MapdBupo pubuicewv elI0aywyng HOVTEAOU.
MapaBupo pubuicewv eilcaywyng KAITT AxoU.
MapdBupo pubuicewy eiIcaywyng UPAG.

Additional Settings

EAéyETe TIG pUBNiICEIG KaI TIG TTPOTIMACEIG T —

Ortav avoiyete 10 Project Settings (pevou: Editor > Project Settings), To Unity Ta gugavilel o€ éva mapaBupo Inspector.
EmBewpnoTe TIG TIPOKATAOKEUES

Orav gpydaleoTe pe Prefabs, 1o mapdBupo Inspector eppaviel opiopéves TTPOCOETEG TTANPOPOPIES KAI TTAPEXEI OPIOUEVES
TTPOOBETEG TMIAOYEG. A TTaPAdelypa:

Orav emreCepyaleoTe €va Prefab Instance, 1o TapdBupo Inspector rapéxel eTAOYEG via epyacia pe 1o Prefab Asset kai
EQAPUOYN TTOPAKAPWEWV.

Ortav epapudlete TTOpAKAUWEIS Instance, To Tap&dBupo Inspector gugavidel Ta ovouaTa Twv IBIOTHATWYV TTOU TTAPOKAUTITETE
ME EvTovn yYpaon.




~
)

-]

L)
-~ o
-]

smart

/. NapaBupo Console

To mmapdBupo NG KovodAag eupavifel o@AAPATa, TTPOEIBOTTOINCEIG
Kal GAAa pnvopata TTou OnUIoUPYED TO TTPOYPOUMA ETTEEEPYATIOG.
AuTd Ta o@AAPOTA Kal Ol TTPOEIBOTTOINCEIC 0dg Bonbouv va PBpeite
{nTUaTa oTo £pyo 0ag, OTTWG CQEAAPOTA PETAYAWTTIONG OEvVAPIOu.
2a¢ €100TToI0UV £TTIONG YIA EVEPYEIEG TTOU €XEl KAVEI QUTOPOTA O
EtmeCepyaoTig, OTTWG N AvTiKATAOTOON Twv €AAEITTOVIWY meta
apxeiwv, Tou Ba ptopoucav va TTPOKAAECOUV TTPOBANMA KATTOU

aAAou OTO £pyo OQG.

Na va oag PonBriooupe va evioTTiOETE OQAAPOTA OTO €PYO OAG,
xpnoigotroote v 1a¢n Debug yia va ektuttwoete Ta OIKA OAG

pnvoparta otnv KovoodAa. MNa Tapddeiyua, UTTOPEITE VA EKTUTTWOETE

TNV TIUA MI0G PETABANTAG O oplopéva Onueia Tou oevapiou oag yia

va OeiTe TTWG AAAGOUV.




02 - AVTIKEIMEVO TTAIXVIOIOU,
ECOPTAMATA KAl TTPOYPAMMA
AVATTOPAYWYNG

1. Metapdppwon
Map&Bupo TTaixvidlou
[MPOKATAOKEUES

AvTIKEigeva TTaIXVvIdIoU

a &~ N

XpNOIJOTIOINOTE EEapTAMATA




smart

1. Transforms

Ol yeTaoXNUATIOPOI XPNOIUOTIOIEITAI VIO TNV ATTOBAKEUON TNG B€0NG, TNG TTEPIOTPOPNG, TNG KAIJAKAG Kal TNG YOVIKAG
Karaotaong evog GameObject kai gival eTTouEVWGS TTOAU onpavTikG. ‘Eva GameObject Ba €xel TTavia ouvOedePEVO Eva
OTOIXEIO METAOXNMOTIOMOU - Oev €ival Ouvatd va a@QaIPECETE Eva PETAOXNMUATIONO 1 va OnUIOUPYNOETE €va

GameObject xwpig Eva oToIxEio.
To oTOIXEIO HETACXNHATICHOU

To oToIX€io peTaoxnuatiopou kabopilel Tn @€on, Tnv lNepioTpo@r) kal TNV KAipaka KABe avTikeipévou otn oknvry. KaBe

GameObiject €xel éva Transform.

L Transform

Position X -4.491€ Y 4.5233" Z -2.3361

Rotation X 0 Y O Z 0
Scale RN X 1 Y 1 Z 1




smart

IBIGTNTEC

Oéon
[MepioTpon

KAipaka

@¢on Tou MeTaoXNUATIOMOU OTIC OCUVTETAYMEVEG X, Y Kal Z.

MepioTpogry Tou MeTaoxnUATIoOPoU yUpw atrd Toug Acoves X, Y kai Z,
METPOUUEVN O€ UOIPEG.

KAiyaka Tou MeTaoxnuaTiopou KATd JNKogG Twv agovwy X, Y kai Z. H tipi "1"
gival To apxIkO pEyeBoC (UEyEBOC OTO OTTOIO £I0HXON TO AVTIKEIUEVO). ETTIAECTE
TO €IKOViIOIO OUVOEOHMOU OITTAQ OTIC TIMEG YIa va AAAACETE TNV avaAoyIKr KAipaka.
H avaloyikr) KAipaka TTpocapudlel TIC TIMEC KAIMAKAC avaAoyIKA METAEU TOUC.
MNa TTapdadeiyua, Eav ol TIMEC TWV agOVWV X, Yy Kal z Tou GameObject oag €ival
(1, 2, 4) ka1 SITTAACIACETE TNV TIU TOU AZOVA X O€ 2, Ol TINEC TWV AgOVWV Y Kal Z
aAAalouv o€ 4 kal 8 avtioToixa. Otav gival evepyoTroinuévn, N avaAoyIKn
KAIJAKWON 10XUEl ETTIONG VIO AAAQYEC TTOU KAVETE XPNOIUOTTOIVTAG TO EPYAAEIO
KAipaka otnv TTpoBoAr) oknvnG. Edv otroiadnitroTe TiuA KAipakag gival undey,
YivETQI YKPI KOl OEV TTPOCAPPOLETAI QUTOMATA OTAV Eival EVEPYOTTOINUEVN N
avaAoyikn KAipaka.

O1 TIég B€ang, TTePIOTPOPNG Kal KAipakag evog Transform peTpwivral oe oxéon pe Tov yovéa Tou Transform. Edv 1o Transform dev €xel yovéa, o1 1IB1I0TNTEG HETPWVTAI OTOV TTAYKOCHIO

XWpPo.



[+]
25k
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smart

Etreéepyaoio HETAOXNUOTIOUWY =

O1 petaoxnuatiodoi xelpidovral o€ TPIOOIAOTATO XWPO OTOUG
agoveg X, Y kal Z ) o€ 2D xwpo povo og X kal Y. Zto Unity, autoi
Ol ACOVEC AVTITTPOCWTTEUOVTAI ATTO TA XPWHOATA KOKKIVO, TTPACIVO

Kal UTTAE avTioToIXO.




[+]
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smart

Emecepyaoia MetaoxnuaTiopwy

‘Evag PeTaoXNUOTIONOG PTTOpPEl va emrecepyacTei otnv MpoPoAr) oknvriic 1 aAAd&lovTtag TIG 1I010TNTEC TOU OTO
Inspector. 2T1n OKnvn, MTTOPEITE VA TPOTIOTIOINCETE TOUG METAOXNMOTIOMOUG XPENOIMOTIOIWVTAG Ta €pyaAcia

Metakivnon, MNMepiotpo@n kal KAipaka. Autd ta epyaAcia Bpiokovtal oTnv eTAvVW aploTePr) ywvia Tou Unity Editor.




[+]
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Etrecepyaoia MetaoxnNUATIOPWY *

Ta egpyaAeia PTTOPOUV va XpnoIPoTToinBouv o€ OTToIOdNTIOTE AVTIKEIMEVO oTn oknvr). Otav
KAVETE KAIK O€ £va aVTIKEIMEVO, Ba OeiTe TO €pyaAgio gizmo va gpeavideTal yéoa o autd. H

EMPAVION TOU gizmo £CapTATAI OTTO TO EPYAAEIO TTOU ETTIAEYETAIL.

KAipaka (R)

MeTdppaon (W) Mepiotpoen (E)




[+]
22> o
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Emre¢epyacia MetaoxnUATIOUNWY ey

Ortav KaveTe KAIK KOl OUPETE O€ €vav ATTO TOUG TPEIC AEOVEC gizmo, Ba TTapaTnProETE OTI TO
Xpwua Tou aAlalel oe kiTpivo. KaBwg oupeTe 1O TTOVTIKI, Ba O&iTEe TO QVTIKEIYEVO va

METAQPAZETAI, VO TTEPIOTPEPETAI 1] VA KAIMOKWVETAI KATG PAKOC TOU €TTIAEyUEVOU Agova.

O1av a@roeTe TO KOUMTTI TOU TTOVTIKIOU, O AEOVAG TTAPAUEVE! ETTIAEYUEVOC.

YTapxel €mmiong pia TpdoBeTn £1mAoyry oTn Asitoupyia Metagpaong yia va
KAEIDWOETE TNV Kivnon oO€ €va OUYKEKPIYEVO €TTiTTedo  (dnAadr, va
ETTITPETTETAI N PETAPOPA 0€ dUO ATTO TOUG ACOVEG, EVW O TPITOG TTAPAUEVEI
QUETABANTOG). Ta Tpia PIKPA XPWHATIOTA TETPAYWVA YUPW ATTO TO KEVTPO

TOU ouoTApaTog Translate evepyotroiouv TNV KAEIDAPIA yia KABE €TTiTredO.

TA XPWMPATA AVTIOTOIXOUV OTOV Agova TTou Ba KA€1dwBei étav TTaTtndei 10

TETPAYWVO (TT.X. TO UTTAE KAEIDWVEI TOV Agova Z).



3. INpokarackeueg (Prefabs)

nnovators

To ovotnua Prefab 1ng Unity odg emiTpETTel va ONUIOUPYEITE, va SIGUOPPWVETE Kal va attobnkevete éva GameObject TTAApEG pe OAa Ta
oToIxXEia, TIG TIMEG IDI0TATWY Kal Ta BuyaTtpikd GameObjects wg emavaxpnoIPoTToInoIho aToixeio. To oToixeio Prefab Asimoupyei wg

TTPOTUTIO ATTO TO OTTOIO PTTOPEITE va dNUIOUPYAOETE VEEG epavioelg Prefab otn oknvi.

Otav BéAeTe va emmavaypnolyotroinoete éva GameObject TTou €xel SIAPNOPPWOEI UE CUYKEKPIUEVO TPOTTO — OTTWG £VAC XOPAKTHPAG
xwpic 1aiktn (NPC), otnpiypata r éva KoJUATI ToTTiou — o€ TTOAAG onpeia oTn oknvr) oo 1 o€ TTOAAEG oKnvEG OTo €pyo oag, Ba
TIPETTEl va TO METATPEWETE O€ [lpokataokeuaopévo OTTiTl. AuTO €ival KAAUTEPO atrd TNV ATTA avTiypa®r Kal €TTIKOAANGCN Tou

GameObject, ereIdr 1o cuoTnua Prefab odg emtpétel va diatnpeite autdépata OAa Ta avTiypag@a CuyxXpOoVIoUEVA.

Tuxoév alhayég tou Kavetre ot éva [MpOKATAOKEUAOUEVO 2TOIXEIO QVTIKATOTITPICOVTAI QUTOMOTA OTIG TTEPITITWOEIS AUTOU TOU
[MPOKATAOKEUAOUEVOU 2TOIXEIOU, ETITPETTOVIAG 0OG VO KAVETE EUKOAQ eupeieG aAAayEC e OAOKANPO 10 ‘Epyo oag xwpic va xpeiddetal

VA KAVETE ETTAVEIANUUEVA TNV iIA ETTECEPYQTIO O€ KABE aVTiypaPo TOU 2TOIXEIOU.

Mrtropeite va Totr00eTriOeTE Prefabs péoa oe GAAa Prefab yia va dnuioupyAoeTe OUVOETEC IEPAPXIEC AVTIKEIMEVWYV TTOU Eival EUKOAO va

ETTECEPYAOTEITE O€ TTOAATTAG ETTITTEDQ.

QoT1b00, autd dev onuaivel 0TI OAeC ol TTepITTTWOoEIC Prefab mmpétel va gival TTavopoloTutreG. MTTopEiTeE va TTAPAKANWETE TIG PUBUICEIC
O€ MEMOVWMEVEG TTPOKATAOKEUAOPEVEC TTAPOUCIEC €AV BEAETE OPICPEVEC TTEPITITWOEIC EVOC TTPOKATACKEUACHEVOU VA dIAPEPOUV ATTO
AAAec. MTTopeite €1Tiong va dnuioupynoete TTapaAAayEc Prefab TTou cag emTPETTOUV va OPAOOTTIOINCETE £va OUVOAO TTAPAKAUWEWY

padi o€ pia ouolaoTIKA TTapaAAayn evog Prefab.



3. Npokaraokeueg (Prefabs)

nnovators

@a mpéTTel €TTiong va xpnoidoTrolsite Prefabs otav B€AeTe va dnuioupynoete GameObjects katd 1n dIAPKEIX
EKTEAEONG TTOU OgV UTTAPYXAV OTN OKNVA 0AG OTNV apxn - yia TTapAadelyua, yia va KAVETE powerups, €I0IKA EQE,
BARuaTa A NPC va gpgavidovrtal TIC KATAAANAEG OTIVUES KATA TN dIAPKEIQ TOU TTAIXVIOIOU.

Mepikd koiva TTapadeiypata xprnong Prefab mrepiAapavouy:

Environmental Assets - yia TTapadelyua £vag CUYKEKPIMEVOG TUTTOG DEVTPOU TTOU XPNOIKOTIOIEITAI

TTOANEG QOPEG YUPW ATTO £va TTITTEDO (OTTWG QAIVETAI OTO TTAPATIAVW OTIYUIOTUTTO 006VNG).

Non-player characters (NPC) - yia TTapAdelyua, £vag OUYKEKPIYEVOG TUTTOG POMTIOT WTTOPEI va
EMQaVIOTEI OTO TTaIXVIOI 0aG¢ TIOAAEG @OopEG, o0€ TIOANG emriTreda. Mrropei va  diagEpouv

(XpNOIKOTTOIWVTAG TTAPAKAPWEIG) WG TTPOG TNV TaXUTNTA TTOU KIVOUVTAI f TOV X0 TTOU TTapdyouV

BAAuaTa - yia Tapddeiypa, To TTUpoBOAO VOGS TTEIPATH UTTOPEI va UTTOdNAWVEI JIa oBida
Prefab ka0e @opd TTOU EKTOLEUETAI.

O KUPIOG XAPOKTAPAG TOU TTAIKTN - N TTPOKATAOKEUN TOU TTAIKTN WTTOPEI va TOTTOBETNOEI
OTO ONMEIO EKKivNOoNng o€ KABE eTTITTESO (EEXWPIOTEC OKNVEG) TOU TTaIXVIOIOU OAG.




Alnnovators

4. GameObijects ‘.

To GameObiject cival n o onuavTikr €vvola oto Unity Editor.

K&Be avrikeipevo oTo Traixvidl ocag civar éva GameObject, atro
XOPOKTPEG KAl CUAAEKTIKA QVTIKEIMEVA PEXPI QWTA, KAPNEPES KAl EIDIKA
epé. QoTdo0, €va GameObject dev ptTopEi va KAvel TiITTota a1rd JoOvo

TOU, TIPETTEL va TOU OWOETE 1010TNTEG TIPIV  YiVEI XAPAKTAPAG,

TTEPIBAAAOV 1] €10IKO €PE.

Ta GameObjects cival Ta BepeAitudn avrikeipeva oto Unity TTOU QvTITIPOCWTTEUOUV XAPAKTIPEG, OTNPIyHATa KAl OKNVIKA. Agv
Kata@Epvouv TTOAAG atrd péva Toucg, aAAG Asitoupyouv we doxeia yia Components, Ta OTToia UAOTTOIOUV TN AEITOUPYIKOTNTA.

[a va dwoete o €va GameObject TiI¢ 1010TNTEG TTOU XPEIAZETAI VIO VA YiVEI WG, OEVTPO 1N KAUEPQ, TTPETTEI VA TTPOCOECETE
oToixeia o€ autd. Avaloya pe TO €i00OC TOU QVTIKEIMEVOU TIOU O€EAETE va ONUIOUPYNOETE, TTPOOOETETE OIAPOPETIKOUG
ouvouaopoug oToixeiwv o€ eva GameObiject.

To Unity €xel TTOANOUG OIAQOPETIKOUG EVOWNATWHEVOUG TUTTOUG OTOIXEIWV KAl UTTOPEITE ETTIONG va dNUIOUPYNOETE TA JIKA 0ag
oTOIXEia XpnolyotTolwvTag To Unity Scripting API.

Na Tapadeiypa, Eva avrikeipevo Light dnuioupyeital cuvdEovTag éva oToixeio Light oe éva GameObject.



4. GameQObjects

Alnnovators

‘Eva avTikeiyevo oupdTTayoucs KUPBou £xel Eéva aTtoixeio Mesh Filter kal Mesh Renderer |, yia va oxedidoel Tnv €TIQAVEIQ

TOU KUPou, kal éva oTtoixeio Box Collider yia va avatrapacTrioel TOV cUuuTtTayr] OyKO TOU QVTIKEIMEVOU aTrd ATTown

QUOIKNG.




smart

5. XpNOIUJoTroINoTeE components

MTTOpEITE VO XPNOIMOTTOINCETE DIAPOPETIKA OTOIXEIO yIa va aAAGEETE ) va TTpooBEoeTe Asitoupyiec ota GameObjects oag.
MTTOpEITE VO XPNOIYOTIOINCETE TO TTAPABUPOo Inspector yia va aAAACeTE TIC 1I010TNTEC OTTOIOUDATIOTE OTOIXEIOU | UTTOPEITE VA
XPNOIUOTTOINOETE OevApla. [a TTEPICCOTEPES TTANPOPOPIEC OXETIKA UE TOV TPOTTO XPHONG TWV components 0ag, avaTpECTE

oTn o0€Aida ava@opAg OETUNG EVEPYEIWV OTOIXEIWV.
MpooBnKn oToIXEiwv

MrTropeite va TTpooBéoeTe oToixeia oTo mAeyuévo GameObject péow Tou &  Rigidbody
Mass 1
uevou Component. lNa va rpooBéocTe €va otoixeio Rigidbody, eTAECTE TO Drag 0
Angular Drag 0.05
GameObject kar emAécte Component > Physics > Rigidbody atrd T0 ALE RN
Automatic Tensor v

uevou. To Inspector gpgavicel Tig 1016TNTEG Tou Rigidbody. Edv tTratnoeTe Use Gravity 2

Is Kinematic

Avatrapaywyn evw Exete €mAECel To kKevo GameObject, n Béon Y ToUu ALTREL None

Collision Detection | Discrete
Constraints

METaoXNMaTIoONou Tou GameObject peiwveral. Auté cupPaivel €1TEId TO

Layer Overrides

ouoTtnua QuUOIKAG aT1o Unity kavel To GameObject va 1méocel KATw atrd TN

BapuTtnTa.



5. XpNoIJoTroINOTE components “

» Mtropeite €Tmiong va TIPOCOECETE OTOIXEID OTO TTPOYPAMUO  TTEPINYNONG
Component. Ta va avoi¢ete 10 TTPOYypaPua TTeEpIynong Component, €TMAECTE

Add Component oTo Inspector.

» Mtopeite va TTAonynBeite oTa oOTOIXEiOd avd KATnyopia OTO TTIPOYPOUMO
TTEPINYNONG N VO XPNOIMOTIOINCETE TO TTAQiCIO avalATnong YIa va EVTOTTIOETE TA

oToIXEia JE TO Gvoua.

» MTTOpEITE Va ETTIOCUVAYETE OTTOIOVONTTOTE APIBPS | cUVOUOONO OTOoIXEIWV O€ Eva
MeEpovwpévo GameObject. Opiopéva ecaptipara AEIToupyouv KAAUTEPO O€

ouvOuaouo JeE AAAa. Ta TTapadeiypa, 1o Rigidbody Asitoupyei pe Evav Collider

Mo TEPICOOTEPEG TTANPOPOPIEC OXETIKA HE £VA OUYKEKPIUMEVO OTOIXEIO, AVATPELTE
OTn OXETIKA 0eAida avapopdg oToixeiou. MTTopeiTe €TTIONG VA  QTTOKTAOETE
TTpOoBacn oTn oeAida ava@opdc yia éva oToixeio atrd 1o Unity, €av €TTIAECETE TO

eIkovidlo BonBeciag (?) otnv KeaAida Tou aTolxEiou oTO INspector.

smart

Component
Audio
Effects
Event
Layout
Mesh
Miscellaneous
Physics 2D
Physics
Playables
Rendering
Scripts

Tilemap
Ul Toolkit



03 - Scripts

[MepiexOuevo:

1. Elcaywyn Scripts
2. PuBuion tou trepIBAAAOVTOG evepyeiwy Script
3. AvaTtopia apxeiou Script

4. ZNMAVTIKES TACEIG

smart
Alnnovators



Eicaywyn Scripts

H ocuptrepipopd Twv GameObjects eAfyxeTal a1md Ta 2TOIXEIQ TTOU €ival ouvdedEUEVA O€
auTd. Av Kal Ta EVOWHATWHPEVA aToIXEia Tou Unity YTTopEi va €ival TToOAU eUEAIKTA, auvTopa
Ba JIATTICTWOETE OTI TIPETTEI VA TTPOXWPENOETE TTEPA ATTO AUTA TTOU PTTOPOUV VA TTOPEXOUV
yia va €QAPMPOOETE TIC OIKEC 0a¢ duvaTtoTnTeG TraIXVvidloUu. To Unity odg emTpETTEl va
OnMIoUPYNOETE Ta OIKA OAG OTOIXEIQ XPNOIMOTIOIWVTAG oevApla. AuTd O0ag ETTITPETTOUV va
EVEPYOTTOIEITE CUUPBAvTA TTaIXVIOIOU, VO TPOTTOTIOIEITE TIC 1010TNTEC TOUu Component PeE TNV
TTAPOdO TOU XPOVOU KOl VA AVTATIOKPIVEOTE OTA OXOAIO TOU XPrOTn ME OTToIoV TPOTIO

BEAETE.

To Unity utrooTtnpidel eyyevwg tn YAwooa trpoypapuatioyou C#. H C# (trpogépetal C-

sharp) €ival pia TUTTIKr) YAWooa Tou KAddou tTapduola pe Tnv Java i 1n C++.

EKTOC atmd autd, TTOANEC AAAeC YAwooeg .NET ptropouv va xpnoluyotroin@ouv pe 1o Unity
€AV UTTOPOUV Vva MeTayAwTTioouv €va oupPBatd DLL - Ocite €dw yia TTEPIOCOTEPES

AETTTOMEPEIEG.

NewBehav...

Scenes
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Eicaywyn Scripts

H ekpdbnon tng T€XvNG TOU TTPOYPOMMATICNOU KOl N XPrion auTwy TwWV OUYKEKPIMEVWY YAWOOWV Egival
Tépa atrd 1o 1edio QapPOYNS AUTAG TNS eloaywyns. QoTooo, uttdpyouv TTOAAG BIBAia, oeuivapia Kal
AGAAol TTOpoI yia va PABeTe TTWG va TTpoypapuaTiCete pe 1O Unity. Acite Tnv evotnTa Ekpadnon Ttou

IOTOTOTTOU HOG YIA TTEPIOOOTEPEG AETTTOUEPEIEG.
Anpioupyia Zevapiwyv

2.€ avTiBeon Pe Ta TTEPICOOTEPA AAAQ OTOIXEIA, T OEVApPIa dnUIoupyouvTal CUVABWG atreuBeiag aTo Unity.
MTTopeiTe va dNUIOUPYNOETE £va VEO OEVAPIO ATTO TO YEVOU Anuioupyia OTO ETTAVW OPIOTEPO PEPOG TOU

TTivaka Project ) emA€yovtag Assets > Create > C# Script atmrd 10 KUPIO JEVOU.

To véo oevaplo Ba dnuioupynBei og OtToI0V PAKENO EXETE ETTIAECEI OTOV TTivaKa Project. To évopa Tou véou

apxeiou oevapiou Ba TTIAeyEl, (NTWVTAC OAC VA EI0AYAYETE EVa VEO OVOQ.

Eival kaAr 10€a va €l0aydayeTe To OVOUQ TOU VEOU OEVAPIOU O€ AUTO TO ONUEIO AVTi VO TO ETTECEPYAOTEITE
apyotepa. To dvopa TTou €I0AYETE Ba XpNOIMOTTOINBE yia TN dnuIoUPYia TOU apPXIKOU KEIMEVOU PECO OTO

QPXEIO, OTTWG TTEPIYPAPETAI TTAPAKATW.

Assets

NewBehav...
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Scenes




PUBuion Tou TTEPIBAAAOVTOC
EVEPVEIWV Script

AUTA N evoTnNTa TTAPEXEI TTANPOYOPIEC VIO UEPIKEC KOIVEC €PYQOieC TToOU oXeTiCovral YE Tn PUBPIoN Tou

TTEPIBAANAOVTOC 0OC VIO OECUEC EVEPYEIWV.
AuTta TTEpIANAPBAvVOUV:

* Y1mrooTtripign oAokAnpwuévou trepIBAAAovTog avatrTueng (IDE) XpnOoIUOTIOINOTE TOV ETTECEPYAOTH) KWOIKA

TNG €TMAOYNG 0ag oTav epyaleoTe aTo Unity.

 Evromopdéc o@aAudtwy kwdika C# oT1o Unity. 2uvdéoTe €EWTEPIKA TTPOYPAUMATA  EVTOTTIOUOU
O@aAPATwy oT1o Unity yia va opicete onueia OIAKOTTAG Kal KAVTE TTAUCN VIO VA ETTIOEWPNOETE TNV

KATAOTAON TOU £pYOU OOG.

» Aokiun Unit - EKTEA(OTE QUTOPATOTTOINUEVEG DOKIMEG OTOV KWOIKA 0OC YIa va BeBaiwbeite 0TI ouvexilel va

A&IToupyei cwoTa.

smart
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YTT00THPIEN OAOKANPWHEVOU
TTepIBAAAovTog avaTrTugng (IDE).

‘Eva oAokAnpwuévo trepiBaAAov avarmtugng (IDE) eival €va KOPPAT AOYIOMIKOU UTTOAOYIOTH TTOU TTAPEXEI
EPYOAEIQ KAl €YKATAOTAOEIC YIQ va OIEUKOAUVEI TNV AVATITUEN GAAWV KOMPPATIWV Aoyiopikou. To Unity

uttooTnpiCel Ta akdAouba IDE:
* Visual Studio
* Kwdikog Visual Studio

« JetBrains Rider




YTT00TNPIEN OAOKANPWHEVOU o
mepIBaAAovToc avamTuenc (IDE).

Visual Studio (TrpoetriAeypévo IDE og Windows kal macOS)

Orav gykaBiotare 10 Unity oe Windows kal macOS, atrd mrpoetriAoyn 1o Unity eykaBioTtd ettiong 1o Visual Studio rj To Visual Studio yia Mac,
avTioTolxa. MTTopEiTE va ETTINECETE VA TO ECAIPECETE OTAV ETTIAEYETE TTOIA OTOIXEIA Ba KATERBACETE KAl Ba eyKATAOTAOETE. ATTO TTPOETTIAOYH, TO
External Script Editor (uevou: Unity > Preferences > External Tools > External Script Editor) €xer opiotei oto Visual Studio. Otav
EVEPYOTTOIEITE AUTAV TNV €TTIAOYN, TO Unity ekkivei To Visual Studio Kal TO XpnOIMOTIOIEI WG TTPOETTIAEYUEVO TTPOYPAUMA ETTECEPYATIAC VI OAQ

Ta apxeia oevapiwyv. MNa TePICOOTEPES TTANPOPOPIES, AVATPEETE OTNV evOTNTA EVvowpdaTtwon Tou Visual Studio C#.

210 macOS, 10 Unity eykaBioTa 1o Visual Studio yia Mac wg C# IDE. To Visual Studio Tools for Unity (VSTU) Tmapéxel evowpatwaon Unity
yia 10 Visual Studio yia Mac (VS4M). MNa mTAnpo@opieg OXeTIKA YE TN puBpion kal T xprion tou Visual Studio yia Mac, avatpégre oTig
OKOAOUBEG aeAideC TeEKUNPiwoNng TNG Microsoft:

* Visual Studio Tools yia Unity
» PuUBuion tou Visual Studio yia EpyaAcia Mac yia 1o Unity
« Xpnron tou Visual Studio yia EpyaAia Mac yia to Unity

2nueiwon: Zra Windows, 1o Unity TrepiAapBavel ettiong tnv koivotnta Tou Visual Studio 2019 atrd TTpoeTTIAOYr OTO TTOKETO EYKATAOTAONC.



YTrooThnpIcn OAOKANPWPEVOU P
TepIBAaAAovTog avamTuenc (IDE).

Kwdikag Visual Studio (Windows, macOS, Linux)

To Unity utrootnpilel To avoiyua script otov kwdika Tou Visual Studio (VS Code). lNa va avoi¢ete oevapia oto VS Code,
MeTaBeite oto Unity > Preferences > External Tools > External Script Editor kai €mA£¢Te Visual Studio Code. la
TTANPOYOPIEC OXETIKA PE TN Xprjon Tou VS Code ue 1o Unity, avatpéCTte atnv TeKunpiwon tou Visual Studio OXeTIKA PE TNV

avarrru¢n Unity VS Code.
[Mpoatraitoupeva

MNa va xpnolgotroinoere Tov KwWOIKa Tou Visual Studio yia emeg¢epyaoia kKwdika C# Kal UTTOOTAPIEN EVTOTTIOUOU

o@aAuaTWV Unity C#, TTPETTEI VA EYKATOOTHOETE:
* Mono (atraiteital yovo oe macOS kai Linux)
» Emékraon Visual Studio Code C#

* Visual Studio Code Debugger yia Unity Extension (Aev utroatnpifetal eTTionua a1ro 1o Unity)
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YTTOOTNPIEN OAOKANPWHEVOU
TTepIBAAAovTog avaTrTugng (IDE).

JetBrains Rider (Windows, macOS, Linux)

To Unity uttooTtnpilel To dvolyua script oto JetBrains Rider. INa va avoigete scripts oto Rider, petafeite oT10

Unity > Preferences > External Tools > External Script Editor kai eTAEGTE Rider.

To Rider Bacietal oto ReSharper kai TrepIAauBAvel Ta TTEPICCOTEPA ATTO TA XAPOKTNPIOTIKA TOU.

Y1rooTnpidel OAeG TIC duvaToTNTEG TNG C# 7.2 KOBWC KAl TOV EVTOTTIONO OPAAPNATWY C# OTO XPOVO EKTEAEONC

0éoung evepyelwv .NET 4.6 oto Unity.




EvTOomIoONOC o@aApaTwy Kwoika C# oto Unity
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MTTOPEITE VO XPNOIUOTIOINOETE £EvVa TTPOYPOAMMO EVIOTTIONOU CQAAMATWY VIO VO ETTIOEWPNOETE TOV TTNYAIO KWOIKA VW
eKTEAEITAI N €pappoyn oag. To Unity utrooTnpilel TOUG OKOAOUBOUG ETTECEPYAOTEG KWOIKA VIO TOV EVTOTTIONO TQAANATWY

TOU KWwOIKa C#:

* Visual Studio (e Tnv TpooBnKN Visual Studio Tools yia Unity)
* Visual Studio yia Mac

+ Jetbrains Rider

* Visual Studio Code (treipapatikd)

Av Kadl auTd Ta TTPOYPANMOTA ETTECEQPYATIAC KWOIKA DIAPEPOUV EAAPPWS WS TTPOG TIC OUVATOTNTEG EVTOTTIOMOU OQOAPATWY
TTOU UtTooTNnPidouv, OAa TTapPEXOUV PBAOCIKEC AEITOUpPYieG, OTTWG onueia dIAKOTING, MEMOVWHEVA BAMaTa Kal €TTIOEWPNON

METABANTWY. MTTOPEITE VA ETTICUVAWPETE AUTOUC TOUC ETTECEPYAOTEC KWOIKA
oTo Unity Editor i oto Unity Player yia evToTTIONO OQAAUATWY TOU KWOIKA COC.

O d1axeIpIlOPEVOC EVTOTTIONOC OQAANATWY KWOIKA 01O Unity Asitoupyei e OAEG TIC TTAATQOPUES €KTOC atrd To WebGL.

Aeiroupyei Tooo pe Ta backend oevapiwv Mono kai IL2CPP,
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EVTOTTIONOG OPAAUATWY KWOoIka C# 01O
AIQPOPPUWOTE TOV ETTECEPYAOTH KWOAIKA U n ity

Visual Studio (Windows): To trpoypapua eykatdotaong Unity Editor mrepihaupaver pia €mmioyrn eykatdotaong tou Visual Studio pe tnv
TTpoo0nkn Visual Studio Tools yia Unity. Autdg €ival o TTpoTeEIVOUEVOS TPOTTOC Yia va pubpiceTte 1O Visual Studio yia evIOTTIIONO CQOAPNATWY PE TO
Unity. Eav 10 Visual Studio €ival ndn eykateotnuUéEVO OTOV UTTOAOYIOTH OAG, AVOIETE TO Kal PeTaReite ota EpyaAegia > Anwn epyaAsiwv Kal

OUVATOTATWV... YIO VA EVTOTTIOETE KOl VA £yKATAOTACETE TNV TTPooBkn Tou Visual Studio Tools yia Unity.

Visual Studio yia Mac: To rpoypapua eykatdotaong Unity Editor repidapBavel pia Aoy eykatdotaong tou Visual Studio yia Mac. Autog
gival o0 TTPOTEIVOUEVOG TPOTTOG Yia va puBuioete 1o Visual Studio yia Mac yia eviommoud o@aAudtwy pe 1o Unity. Eav 1o Visual Studio yia Mac
gival NdN eyKaTEOTNUEVO OTOV UTTOAOYIOTH 0O¢, avoi¢te To Kal peTapeite oto Visual Studio > Emrektdoelc > Eykardotaon amd apxeio... yia va

EVTOTTIOETE KAI VO €YKATAOTHOETE TNV TTPOooOnKn Tou Visual Studio Tools yia Unity.

JetBrains Rider: MTropeite va XpnOIUOTIOINCETE TNV TTPOETTIAEYPEVN eyKATAOTAON TOU JetBrains Rider yia Tov eVIOTTIIONO OQAAUATWY KWOIKA OTO

Unity oe Windows ) Mac. EToke@TeiTe TOV I0TOTOTTO TOU JetBrains yia va T0 EyKATAOTACETE.

Kwdikag Visual Studio: MNa eviomopd o@aAudtwy oto Unity XpnoIUOTToIWVTAG ToV KWAIKa Tou Visual Studio, TTPETTEl va eYKATAOTACETE UIA ETTEKTOON.
AvaTpéfte oTnV Tekunpiwon Tou Visual Studio Code yia va diapop@woeTe Tov KWOIKa Tou Visual Studio wg Tov €mmegepyaoT KWAIKA yia To €pyo Unity.
AkoAoubnaoTe TIG 0dnyieg Tou Visual Studio Code 110U aPopouv Tnv eTTéEKTAON Debugger yia Unity yia va 10 eykataoThoeTe. H uttooTtipign tou Unity yia Tov

Kwdika Tou Visual Studio €ival Treipapartikr, kKabBwg 1o Unity dev uttooTtnpilel etTionua tnv eméktacn Debugger for Unity.
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Stack trace logging

Ta unvouata kal 1a apxeia kataypaenc tng KovooAhag Unity ptropouv va TTEPIAAPBAVOUV AETTTOUEPEIC
TTAnpo@opicg stack trace. H kovooAa cuvoEeTal €TTIONG PE TN YPAMMA KWOIKA TTOU dnuIoupynoe 1O JAVULQ.
AuTO cival xprioipo otav BEAeTe va TTPOOOIOPICETE T ypaAuMn, TN MEBOOO N TN OeIpd TwV KANOEWV

OUVAPTACEWYV TTOU TTPOKAAECAV TNV EJPAVION TNG KATAXWPIONG TOU APXEIOU KATAYPAPNG.

2UMBoUAR: ‘Evag aAAog TPOTIOC yia va €AEYEETE TOV KWOIKA OAC €ival va ETTICUVAYETE €va TTPOYPAUMa

EVTOTTIOHOU OQOAUATWY OTO TTPOYPAUMA ETTECEPYATIAC ] OTO EVOWNATWHEVO TTPOYPANHA avaTTapaywyng.
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Stack trace logging

Stack trace yia diaxeipi{oevo Kali [Un diaxeipi{OMEVO KWAIKa
To Unity ytropei va mrapéxel TAnpoopieg Stack trace 1600 yia diaxeipilduevo 600 Kai yia un dlaxeipI(OPEVO KWOIKA:

Alaxeipi{opevog kwdikag: Alaxeipifoueva DLL p oevapia C# 1mou ekteAouvTtal oto Unity. Auta UTTopEi va gival oevapia 1Tou
atmrooTéAovTal Pe 1O Unity, TTPOCOPUOCHEVA OEVAPIA TTOU YPAPETE, OEvVAPIO TPITWV TTou TreEPIAaUPBAvovTal O€ [ia

TTP0ooBnRkn Tou Asset store r} oTToI00rTTOTE AAAO Ooevaplo C# TTou eKTEAEITAI OTN INXAVH.

Mn diaxelpildpevog kwdIkag: Kwdikag pnxavAs Native Unity ) kKwodIkag atrd MIa eyyevy TTPOOONAKN TTOU eKTEAEITAI

aTTEUBOEIOC OTOV UTTOAOYIOTH OAG ) O€ MIA TTAATQOPUA dNUIoUpPYiag oTOXOU.

O pn dlaxelp1lOuevog KWOIKAG ouvnOwe petayAwTTiCetal amrd kwodika C 1 C++. MT1ropeite va €xete TTpdoPacn uovo €av
EXETE TOV APXIKO TTNYaio KWOIKA TOU £yyevoug duadikou apxeiou. 2uviBwg, Ba XpnOIKMOTIOINCETE TNV AViXVEUON OTOIRaC
yia Tov un d1axeipi{OueVo KWOAIKA PHOVO €AV XPEIAZeTal VA TTPOCDIOPICETE €AV Eva OQAAUQA TTPOKAAEITAI ATTO TOV KWOIKO 0AG

N TOV KWOIKO KIVATAPA KAl TT0I0 JEPOG TOU KWAIKOU KIVNTHPA.
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To Unity TTpoo@£pel TpeIg TTIAOYEG Stack trace:

Kavéva: To Unity dev e€ayel TTAnpogopieg Stack trace.

ScriptOnly: To Unity e¢ayel TAnpogopieg Stack trace povo yia diaxeipilOuevo Kwoika. AuTr €ival n
TTPOETTIAEYHEVN ETTIAOYN.

[MAQpnG: To Unity eCdyel mTAnpogopiec Stack trace 1600 yia OlaxeipilOuevo O0CO Kal yia N

OlaxeIPICOMEVO KWAIKA.
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Stack trace logging

Stack trace resource requirements

H emiAuon evog stack trace, €10Ika piag TTAApoug stack trace, eival yia Asitoupyia €éviaong TmOpwv. MePIKEC BEATIOTEC

TTPOKTIKEG YIa stack traces trepIAappavouv:

» XpnolyotroinoTte stack traces POvo yia eVvIOTIOUO OQAAPATWY. Mnv avatrTUooETE IO €QAPPOY O€ XPNOTEC ME

EVEPYOTTOINUEVN TNV AviXveuon stack trace.

» [lepiopioTe TOV TUTTO TWV UNVUMATWY TTOU gP@avifouv €va stack trace. Na TTapadelyua, OKEPTEITE va XPNOIUOTTIOINOETE

TO stack trace PHOVO yIa e€AIPETEIC KAl TTPOEIDOTTOINOEIC.
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AoKIun povadac

KaBwg 10 €pyo 0ag PHEYOAAWVEI KAl O APIBUOS TwV OEVApPiwY, TwV KAACEWV Kal Twv PHEBOOWV OTO £€pyo O0ag autdAveral,
MTTOPEI va Yivel BUOKOAO va SIao@AAICETE OTI I aAAayr o€ Eva JEPOG Tou KWOIKA aag dev Ba dnuioupynoel TTPORANUa

KATTOU OAAOU.

H auTtopatotroinuévn dokiur odg Bondd va eAEyceTe OTI OAQ Ta PEPN TOU KWOIKA 0AG AEITOUPYOUV OTTWG QAVAMEVETA.
E€oikovopei xpovo trpoadiopiloviag TTou Kal TTOTeE gp@avifovral TTPoRARMATA AUECWS MOAIC TTAPOUCIACTOUV KATA TNV
avaTtTu¢n, avTi va Paciletal o€ Pn autOPATEG OOKIMEC 1] AKOMA XEIPOTEPA - AVAPOPEC CPAAUATWY ATTO TOUG TEAIKOUG

XPNOTEC 0OC.

To TrakéTo Unity Test Framework (Trpwnv «Unity Test Runnery) gival éva epyaAgio TTou 0ag ETTITRETTEI VA OOKIJACETE TOV
KWOIKA 0a¢ TOOO O€ AeIToupyia €TTeCepyaoiac 000 Kal o€ AEIToupyia avatrapaywyns, Kabwce Kal o€ TTAATPOPUEG-

oTéxouUG OTTwC Standalone, Android 1} iIOS.
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AvaTopia apxeiou Script

Ot1av kaveTe dITTAO KAIK O€ £va OTOIXEIO <% NewBehaviourScript.cs

Brak zaznaczenia

Gsvapl'OU OT0O Un|ty, Ba GVOigﬂ o€ £va 1 lising System.Collections;
2 using System.Collections.Generic;
’ ’ P p 3 using UnityEngine;
TTPOYPANpa eTTECEPYATiag KeIyévou. ATTO 2
5 public class NewBehaviourScript : MonoBehaviour
y . ré . 6 {
ﬂpogﬂl)\ovns TO Unlty ea XpﬂCf'UO“O's' TO Vlsual 7 // Start is called before the first frame update
8 void Start()
Studio, aAAG uTTOPEITE VA ETTIAECETE OTTOIO . {
, , , , 11 }
12
TrpOYpGIJlJG £1T£§£pya0|ug GSAaTa QaTro Tov 13 // Update is called once per frame
’ ’ , , 14 void Update()
TTivaka ESWTEPIKWV pYaAEiWY OTIG TTPOTIMACEIS 15 {
16
Tou Unity (uetaBeite oto Unity > [NpoTIUNOEIQ). 5y
19

Ta apxIka TrepiexOPeEVa Tou apyeiou Ba ival

KATTWC £TOI:
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AvaTouiO apXEiou oevapiou

AuTA €ival pia TTAnpogopia Tou Ba
XPNOIMOTTOINOOUME T CUAAoOYN

KAGOEWV TToU TrepIABAvETal OTN MY NewSehaviourScript.cs

Brak zaznaczenia
, . using System.Collections;
YAwooa npovpaupanopouM’ using System.Collections.Generic;
using UnityEngine;

public class NewBehaviourScript : MonoBehaviour

{
// Start is called before the first frame update I_I )\ B
L, i void Start() OETTIAEVUEVE

AuTr gival n TTAnpogopia € -— P YHEVES
, } AEITOUpYiEG:
ot Ba PYiEs

// Update is called once per frame

, void Update() w "

XPNOIUOTTOINOOUYE  TO { Evapén Kal
Unity Engine pe OAeg TIg y "evnuépwon”

KAQOEIG TTOU

TTEPINOUPBAVEL.
H dnuodoia 1agn oc oxéon HeE Tn

HMOVOOUNTTEPIPOPA.



AvaTouia apxEiou oevVapiou

MpoetiAeypévn AgiToupyia EVNHEPWONCG:
AeiIToupyei yia kGBe frame. EAv 10 TTaIXVidl JOG EXEI
puBuioTei ota 30 frames avd deuTEPOAETTTO, AUTNA
n Acitoupyia Ba Aeitoupyei 30 @opéc ava
deuTepOAeTTTO. EdV TO TTauyvidl €xel puBuIoTEl OTO
100 frames avd deuTEPOAETTTO, AUTO TO unctionBa
Aeitoupyei 100 @opég To deuTepOAeTTTO. MTTOPEI VA

dnuIouUpyAoEl TTPOBARUOTA OTOV UTTOAOYIOTH.

AgiToupyia FixedUpdate: autq €ival pia
EVNMEPWON QUOIKNAG. AEITOUPYEI HETA ATTO
KGBe xpovik Trepiodo. Mtropouue va
opiooupe autil TN XPOVIKA TTEPIOdO

(TrpoetmAoyn givai 0,2 O¢€K.).

€ > NewBehaviourScript.cs o

Brak zaznaczenia

1@ using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class NewBehaviourScript : MonoBehaviour

private void Awake()
{

}

// Start is called before the first frame update
void Start()
{

}

// Update is called once per frame

20 void Update()

21 {

22

23 }

25 private void FixedUpdate()
26 {

27

28 }

29

30 }

A
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AgiToupyia a@uUTTVIong. auti n
AciToupyia  Asitoupyei METG TNV
ekkivnon. Autl n  Asimoupyia
AEIToUpyEi akoua Kai 1o script €ivai

QATTEVEPYOTTOINMEVO.

[MpoETTIAEYUEVN

AeIToupyia ekkivnong:



4. 2nUavTikeg KAaoeig e

AUTA N evOTNTA TTOPEXEI MIA ETTIOKOTTNON MEPIKWYVY OTTO TIC TTIO OUXVA XPNOIUOTTOIOUMEVEG KOl CNUAVTIKES

EVOWMNATWHEVEC KAAOEIC OoTOo Unity TTou JTTOpEl va BEAETE va XPNOIMOTTIOINOETE KATG TN Onuioupyia

gevapiwv.

AUTEGC 01 O€ANIDEC XPNOIMEUOUV WG AYETNPIa yIa TNV avakAAuywn Twv Bacikwy oevapiwv oto Unity kal dev

KAAUTITOUV OAEG TIC KAAOEIC aTO Unity ] akOua Kal OAa 1a HEAN TV KAAOEWVY TTOU KAAUTITOVTAI.
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4. 2nuavTikec KAQOE€IC

GameObject: AvTITTpOOWTTEUEI TOV TUTTO TWV QVTIKEIMEVWY TTOU JITTOPOUV VA UTTAPXOUV O€ JIa OKNVH.
MonoBehaviour: H Baoikr) KAdon at1rdé tnv otroia TTpoépxeTal KABe aevapio Unity, attd TTPOETTIAOYN.
AvTikeipevo: H Baoikr) KAGon yia OAa Ta avTiKEiJeEVA oTa oTToia To Unity YTTOPEi va ava@EPEl OTOV ETTECEPYATTH).

Transform: 2ag¢ Trapéxel Mia TTOIKIAIO TPOTTWV YIO VO EPYACTEITE PE T B€on, TNV TTEPIOTPOPN] KAl TNV KAiMaKa €vog

GameObject pyéow oevapiou, KABWG Kal TNV IEPAPXIKI TOU OXEON ME TA YOVIKA Kal Ta BuyaTpikd GameObjects.
Alavoopara: TAcelg yia Ekppaon Kal Xeipiopo 2D, 3D kal 4D onueiwy, Ypapuwy Kol KAaTeubBuvoewvy.

Quaternion: Mia KAGon TTOU QVTITTPOCOWTTEUEI PIA OTTOAUTN | OXETIKI TTEPICTPOPN Kal TTAPEXEI HEBODOUC yIa Tn dnuIoupyia Kal

TOV XEIPIOKO TOUG.

ScriptableObject: 'Eva kovtélvep dedONEVWV TTOU UTTOPEITE va XPNOIUOTTIOINCETE VIO VA ATTOONKEUOETE PEYAAEC TTOOOTNTEC
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4. 2nuavTikec KAQOE€IC

Xpovog (kai diaxeipion framerate): H kKAdon Time odg eMTPETTEI va HETPATE KAl VA EAEYXETE TOV XPOVO Kal va dlaxEIpiCeaTe

1O framerateTou £pyou oac.

Mathf: Mia ocuAAoyr] KOIVWV HaBNUATIKWY CUVAPTHOEWY, CUNTTEPIAGUBAVOUEVWY TPIYWVOMNETPIKWY, AOYOPIOUIKWY Kal GAAwWV

OUVOPTNOEWYV TTOU CUVABWG aTTaITouvTal OTA TTaIXVidla Kal TNV aVATITUEN EQAPUOYWV.
Tuxaia: 2a¢ TTapEXEl EUKOAOUG TPOTTOUG dnUIoupyiag dIapOpwY CUVHOWGC ATTAITOUPEVWY TUTTWYV TUXAIWV TIHWV.

EVTOTTIONOG CQAAMATWY: 20C ETITPETTEI VA OTITIKOTTOINOETE TTANPOPOPIEC OTO TTPOYPAUMNA ETTECEPYQTIAC TTOU UTTOPEI va 0ag

BonBrioouv va KatavoroeTe N va DIEPEUVIOETE TI CUMPBAIVEI OTO €PYO OOGC EVW EKTEAEITAL.

Gizmos and Handles: 2ag¢ emTtpEmmel va oXedIACETE YPAPMES KAl oXAUaTa OTNV TTPOPBOAN) OKNVAG Kal TNV TTPOROAN

TTaIXVIOI0U, KaBWC Kal d1adpacTIKEC AaBEC Kal XEIPIOTAPIA.
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04 - NNANKTPO CUVTOHMEUONG

[Mepiexouevo

2 UVTOMEUCDEIG
EpyaAcia

AVTIKEiPEVO TTAIXVIOIOU
MapaBupo
Etrecepyaaoia

EtmiAoyn

[Mepiouoiakd oToixeia
Kivouueva oxedia

© 0 N O Ok~ 0D RE

2 UVTOMEUOEIG Kivnong
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1. 2uvtopeuoElg

F

Tab

Ctrl/Cmd + F
Ctrl/Cmd + A

Ctrl/Cmd + D

Delete

EmiAeypévo TAaiolo (dnAadn, eupavion Tou ETTINEYPEVOU OTOIXEIOU OTOV
(PAKEANO TTOU TTEPIEXEI)

AANayn eoTiaong PETALU TTPWTNG OTNANG Kal deuTeEPNS 0TAANG (AUO OTHAEC)

EoTtiaon mediou avadrntnong

EIAECTE ONO T OpaTG OTOIXEIQ OTN AiOTO

AITTAGTUTTO ETTIAEYMEVWV OTOIXEIWV

Alaypapry ye diadoyo (Win)



Delete + Shift
Delete + Cmd

Enter

Cmd + down arrow

Cmd + up arrow

F2

2. UVTOUEUOEIC

Alaypagry xwpic didhoyo (Win)
Alaypagn xwpig diadhoyo (OSX)
EmIAEXONKe N petovopacoia Evapeng (OSX)

Avolyua etTIAeyuéEVWYV oToIxEiwv (OSX)
MeTdBaon otov yoviko @akeAo (OSX, dUo OTNAEG)

EmAEXONKe N petovopacoia Evapeng (Nikn)

smart
nnovators



Enter
Backspace

Right arrow

Left arrow

Alt + right arrow

Alt + left arrow

2 UVTOMEUOEIC e

Avolyua emmAeypévwy oTtoixeiwv (Nikn)
MeTdBaon otov yoviko @akeAo (Nikn, 000 OTAAEG)

AVOTITUETE TO ETTIAEYMEVO OTOIXEIO (TTPORBOAEG DEVTPOU KAl ATTOTEAECUATA
avalntnong). Eav 1o atoixeio €xel NON avatrtuxOei, auto Ba €TTIAECEI TO
TTPWTO BUYATPIKO TOU OTOIXEIO.

2UUTITUEN ETTIAEYUEVOU OTOIXEIOU (TTPOBOAEC DEVTPOU KAl ATTOTEAEOUATA
avalntnong). Eav 1o aToixeio gival RdN CUPTITUYPEVO, Ba ETTIAEYEI TO UNTPIKO
TOU OTOIXEIO.

AVOTITUETE TO OTOIXEIO KATA TNV EMPAVIOT OTOIXEIWV WG TTIPOETTIOKOTTIOEIG

2UMTTITUEN OTOIXEIOU KATA TNV EUPAVION OTOIXEIWV WS TTPOETTIOKOTTHOEIG
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7. EpyaAeia .

Ctrl/Cmd + Q Pan

Ctrl/Cmd + W Move

Ctrl/Cmd + E [MepioTpoPn
Ctrl/Cmd + R KAipaka

Ctrl/Cmd + T Rect Tool

Ctrl/Cmd + Z Pivot Mode toggle
Ctrl/Cmd + X Pivot Rotation Toggle
Ctrl/Cmd + V Vertex Snap

CTRL/CMD+LMB Snap



Ctrl/Cmd+Shift+N
Alt+Shift+N

Ctrl/Cmd+Alt+F
Ctrl/Cmd+Shift+F

Shift+F or double-F

GameODbject

NEO KEVO QVTIKEIMEVO TTAIXVIOIOU
NEO KEVO TTaIdI OTO ETTIAEYMEVO QVTIKEIMEVO TTAIXVIOIOU

MeTakivnon yia TTpoBoAn
EuBuypdapion pe TNV TTPOROAN

KAeIdwvel TV kapepa TPooARG oknvhS aTo eTAeyuévo GameObject

smart
nnovators
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Ctrl/Cmd+1 Scene
Ctrl/Cmd+2 Game
Ctrl/Cmd+3 Inspector
Ctrl/Cmd+4 Hierarchy
Ctrl/Cmd+5 Project
Ctrl/Cmd+6 Animation
Ctrl/Cmd+7 Profiler
Ctrl/Cmd+9 Asset store
Ctrl/Cmd+0 Version Control

Ctrl/Cmd+Shift+C Console



Etrecepyaoia

smart
nnovators

Ctrl/Cmd+Z Undo
Ctrl+Y (Windows only) Redo
Cmd+Shift+Z (Mac only) Redo
Ctrl/Cmd+X Cut
Ctrl/Cmd+C Copy
Ctrl/Cmd+V Paste
Ctrl/Cmd+D Duplicate
Shift+Del Delete

F Frame (centre) selection
Ctrl/Cmd+F Find
Ctrl/Cmd+A Select All
Ctrl/Cmd+P Play
Ctrl/Cmd+Shift+P Pause

Ctrl/Cmd+Alt+P Step



Ctrl/Cmd+Shift+1
Ctrl/Cmd+Shift+2
Ctrl/Cmd+Shift+3
Ctrl/Cmd+Shift+4
Ctrl/Cmd+Shift+5
Ctrl/Cmd+Shift+6
Ctrl/Cmd+Shift+7
Ctrl/Cmd+Shift+8
Ctrl/Cmd+Shift+9

EtmiAoyn

Load Selection 1
Load Selection 2
Load Selection 3
Load Selection 4
Load Selection 5
Load Selection 6
Load Selection 7
Load Selection 8
Load Selection 9

smart
nnovators



Ctrl/Cmd+Alt+1
Ctrl/Cmd+Alt+2
Ctrl/Cmd+Alt+3
Ctrl/Cmd+Alt+4
Ctrl/Cmd+Alt+5
Ctrl/Cmd+Alt+6
Ctrl/Cmd+Alt+7
Ctrl/Cmd+Alt+8
Ctrl/Cmd+Alt+9

EtmiAoyn

Save Selection 1
Save Selection 2
Save Selection 3
Save Selection 4
Save Selection 5
Save Selection 6
Save Selection 7
Save Selection 8
Save Selection 9

smart
nnovators
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Ctrl/Cmd+R Refresh



Shift+Comma
Shift+K

K
Shift+Period

Period
Alt+Period
Space

Comma

Alt+Comma

Kivoupeva oxeola

MpwTto Keyframe
Tpotrotroinon KA€IdIoU

EtmiAoyr) KA€1010U

TeAeutaio Keyframe
Etréuevo Frame
Eméuevo Keyframe

Ekkivnon kivoupevwy oxediwv
[Mponyouuevo TTAQioI0

[Mponyouuevo Keyframe

smart
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Kivnon

Orbit (Aev gival d1aBéoipo o€
AsiToupyia 2D)

Zoom

AAAayn TaxoTnTag (diaTtifeTal
MOVo o€ AsiToupyia
Flythrough)

2. UVTOMEUOEIC Kivnong

KpaTtoTe TTaTnuévo 1O
Alt+peoaio KAIK Kal HETG OUPETE

KpaTtoTe TTaTnUéVO TO
Alt+apioTepd KAIK Kal HETA
OUpPETE

XpNOIYOTIOINOTE TOV TPOXO
KUAIONG ) KPATAOTE TTATAPEVO TO
Alt+0¢egi KAIK Kal ueTd OUpPETE

XpNOIYOTIOINOTE TOV TPOXO
KUAIONG €VW KIVEIOTE.

KpaTtoTe TTatnuéVo 1O
Alt+Control+apioTepd KAIK Kal
METG OUpPETE

KpaTtoTe TTatnuévo 1O
Alt+apioTepd KAIK Kal HETA
OUpPETE

KpatioTe rarnuévo 1o Alt+0eCi
KAIK KOl METQ OUPETE

2 UPETE YE OUO OAXTUAD EVW)
KIVEIOTE

smart
nnovators

KpaTAOTE TTATNUEVO TO KOUMTTI
Option+Command+apioTepd
KAIK KOl JET OUPETE

KpaTAOTE TTATNUEVO TO
Option+apioTePO KAIK KAl JETA
OUpPETE

XpnolyotroinoTe 1N EBodo
oAioBnong pe duo dAXTUAQ yia
KUAION TTPOG T PJECQ KAl TTPOG
Ta £EW A KPATACTE TTATNUEVO
10 Option+Control+apioTepd
KAIK KQl, OTN OUVEXEIA, OUPETE

2 UPETE e OUO DAXTUAO EVW
KIVEIOTE



BiBAloypa@ia ko

https://docs.unity3d.com/Manual/UnityManual.html
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