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Elocaywyn

To madv apxelo kataokevdotnke pe OKOTO Vo artoteAel évav eDKOAO KAl YQ1Y0Q0 0d1YO
OTO KOHHUATL TOL TQOYQAUMUATIOHOU scripts ywx to Unity3D moooavatoAiopévo oe
avayvwotes Xwols wwiteon eumepla mavw oto avtkelpevo. Iagakatw Oa vrdoxovv
AVAPOQEC O& TEXVIKA (NTrHata T000 ¢ YAwooag C# 600 kat xapaktnototikwy tov Unity3D
T omola, wotdoo, dev Oa émEeme va amoteAovV o KUQLO onuelo eotiaons. AvtiOétwe, o
AOYOC TOL €UTEQLEXOVTAL OTOV 0dNYO avtl elval wote va dkatoAoynBovv oQlopéveg
OUUTIEQLPOQES OTA TTAQADELY AT KAL OTOV TQOTIO CLYYQAPT|S TOL Kwdika. Tar magadeltypata
elvat avtd ta omola Oa CLUPBAAAOLY TTOAD TTEQLOTOTEQO TOTO 0T KATAVONOT] NG AglToLEYING
TV scripts evtog Tov mepBaAAovTog Tov Unity3D 000 Kol we avapoEg Y TOUG 1o oLXVOUG

HUNXAVIOHOUG TOL eppaviCovTal ota matxvidla.

Emiong, elvat onuavtikd va avagepbel mwg o kapla meplmtwon o madv 0dnyosg dev Oa
nieémet va OewonOel wg n povadukn 11 kaAvTeEn Avon oe 0,TL apod To scripting oto Unity3D.
Yxomdg elvat avtd To apxelo va Pondrjoet oto va Eektvrjoet kavels va pabalvel To OKETITIKO
YUYW ATO TOV KWIKAX OTO OUYKEKQLUEVO TEQIBAAAOV. ATIO ekel kKAt TTéQa T LTTOAOLTIA UTTOQEL
va ta pdOet amd dAAec mnyéc (Unity tutorials, videos, forums) kat kvolwg pe tnv eEdoknon

KQL TNV eUTeLla.

TéAoc, va onpewOel mwg mpoarnattovpeves yvwoels AEN xoeiletal va vtdoxovv yix va
aflomomOet o odnydc. Oa Ntav MOAV XONOWO V& LTHEXAV TQONYOULEVEG YVWOELS
nooyQappatiopov (C/C+t), kvglwg o0 O,TL a@ood TN oLVTAEN, AAA& eTewdr), OTwWS
ava@enke, Ta texvikd CnTrpata dev elvat Ta TO ONUAVTIKE, Ta tagadelypata Oa eltvat

QOKETA YLX UL OLVAULKT) &QXT) OTO XWEO Tov scripting ywx to Unity3D.



ITeglexopeva
KepdAaio 1: C#5

1. KAdoeich
IToooPaopotnta mediwve
Getters — Setters8
Constructors9
Static medila10

KAnpovopucotntal2

N o ok »D

Namespaces13

EmnttAoyog kepaAaiov 114
KepdAawo 2: API15

1.  Avayvwolon 6pwv15

2. Editor xat autocompletel7
KepaAaio 3: Baowkég €vvoleg, kAdoelg, ovvapmoels kat ouvOnkegl9

1. Public & Private media19
Prefabs21
Awake/Start/Update23
Vector324
Quaternion25
Transform26
GameObject29

Find & GetComponent29

v O® N Tk W DN

Rigidbody30

—_
e

Inputs32

—_
—_

Colliders & Triggers35

—_
N

Coroutines38
13.  Raycasting40
KepaAaio 4: ITapadetypatad?

1. A6 2D character controller4?2



2. Zuumeoupood yx 0TtAo pe xorjon Raycasting43



KepaAawo 1: C#

H C# amoteAel px YAwooa pe avTIKEEVOOTOAPT] XAQAKTNQOLOTIKA TIOL dNoveynonie kat

avantvxOnke and ) Microsoft. H ovvta&r) tng mapamnéumnet oe peyaAo Babuo oe avt) twv

YAwoowv C kat C+ pe ogopéva emumAéov otolxela ta ool kaOloTtovv TNV avanTuén

EPAQUOYWV OTJUAVTIKA TILO EVKOAT).

Lra mAatowx ov pag agopa, N C# éxet ta eE1g XAQAKTNELOTIKA T OOl XONOLLLOTIOLOVVTAL

IO OLX VA 0T oLYYEAEN scripts yia to Unity3D:

1.

KAdoeig

H C# etvai, petalV dAAwv, Hat aVTIKEWEVOOTOAPTS YAWDOOQ, YEYOVOS TOUL TNG
eTuTEEMEL Vo Dty elpileTa TUTIOUG DEDOUEVWV O€ HOQPT] KAKOEWV 0TS TEOodL0ICEL
TO AVTIKELEVOOTOAPEG HOoVTEAOD. E@doov dev etval 1)1 yvwoto, piax kAdorn amoteAel
évorv tomo dedopévwv o omolog TeQLAapPBavel TTedix T ool LTTOQOVV V& €XOULV TN
HoQ@1 ite AAAWV TOTIWV dedopévwy (int, float, avtuceipeva dAAAWVY KAGoEewV KAT) elte

OLVAQTIOEWV-HUEAWV TTOL AVAPEQOVTOL 0T AVTIKEEVA TTOV TTAQAY ELT] KAKOT).

Etvat onuavtikd va yivel EekdOago 600 T duvatdv vweitepa mwg 1 évvolx KAGoM Kot
AVTIKEIHEVO dlaéQovV e Tov eENG TEOTIO: 1| KAAoT 0pllet tax media ov O €xeL TO
avtikelpevo, oxeddlovtag TV «aQXLTeKToViK» Tov. To avrtikeipevo anoteAel pa
petaBAnT moootnTa mov TeQLAaUPBAvel O,TL 0gilel N KALOT kAt KataAapBavel ot
HVIIUN TOoV XwEo Ttov 0pllovv ta medla te. ' va expoaotel pe pax avaloyia, n
kAdor Oa amoteAovoe Ta OXEDAX KATAOKEVUNG €VOS OTITIOV, v KAOe ottt mov Oa

xTlotav Bdoetl Twv oxediwv avtwy, Oa anotedovoe avtikeipevo T kAdomg.

O 001006 g KAAONG €XeL TNV €ENG LOQPT):

class MyClass
{

}

/*Pedia*/



Omote, av 1 KAQoN elxe TOTOVG OEDOUEVWV KL CLVARTNOELS WG Tedla O elxe TV eENg
HoQeN:

1
2 {
3

4

5

6

7

8

9

10

11 }

class MyClass

int myInt;
float myFloat = 0.2f;
string myString;

void myFunction()

{
}

AvaAvovtag To TaQATAVQ@ EXOVLLE:

rric yoappéc 3 — 5 dnAdwvovtat 3 dxogeTikd Tedix amd 3 dXPOQETLKOVG
TUTIOVG DEOOUEVWYV: AKEQALO AQLOHO, TTEAYHATIKO aQlOuo kat ovpBoAoocelpi
avtioTolXa.

Yo 1° kat 3° Ttedto dev €xel 0QL0TEL AQXIKT) TIUN, OTIOTE TO KAOe éva Oa xeLtnv
avtiotolyn «pundevikr)» tun tov. Omote to mylnt Oa elvat (oo pe 0 kat to
myString Oa eival (0o pe v kev) ovpPoAoocepa “”.

Xro 2° medio avabétovpe tyun 0.2 oto myFloat. I'ia va mpoodoglotel mwg o
aQlOpog avrkel e kdrnowo medio float, mpooOétovpe to yodpupa f petd to
vovpepo (0.2f).

Yric yoauuéc 7 — 9 donAwvetat 1) ovvaptnorn myFunction() 1) ool dev maigvet
KAVEVA OQLOUA KAL O&V ETUOTREPEL KAVEVA ATOTEAECTUA. LNV TQOKELUEVT)

nieplmtwoT) dev exteldel Kapila ovykekQuévn Asttovoyia.

2. TloooPaciudtnta mediwv

OtxAacelg pmogel va éxovv media tax omola va etval KaAUTEQO va DT eovVTOL XWOIG

V& UTI0QOVV Vot TEOOTIEARCTOVV A0 TN YEG EKTOG TG KAdoNG. EvaAdaxtucd, pmoget

KAaTox edia va etvat KaAvTeQo va petaPaAAovtat eKTOg TG KAKOTC YTl umoet vor

efaptvtal and kamowx €l00d0 TOL XONOTN, 1] ATIO KATOOV AAAO €EWTEQLKO

nagayovia. ' 1o Adyo avtd xonowomowvvtar ta &&nc keywords yux va

TIEOODLOQLOTOVV KATA OO0 TA TEdIX UTTOQOVV VX TIQOOTIEARCTOVV ATO T YEG €KTOG

mG¢ KA&ONG:



public: Omtwg o0iCet kat to dvoua, To ovykekQEVo keyword dnAwvet twe to
medlo (TUTOG dEdOUEVWVY 1) OLVAQTNON-UEAOS) OTO OTOlO avapEéQeTaL etvat
dnuooo kat €€w amo 1 kAdorn. Emouévwg, to ovykekouuévo medio evog
QAVTIKEPEVOL TNG KAAONG UTOQEL VA TIQOOTIEAROTEL KAl EVOEXOUEVWS VA
petaBANOel amo kamota T yr| eKTog TG kKAdonc. AEIleL va onpuelwdel mwe ota
miAaiowx tov Unity3D éva medio mov opiletal wg public pmogel va petaBAnOel
OXL HOVO PEOow KWOKA aAAd kat amd tov do tov editor tov Unity3D (BA.
TIAQADELY ATCY).

private: Katd avtiotoixia, to keyword avtd dnAwvel mwg to medio oto omolo
avVaQEQETaL elval WIWTIKO NG KAAOTC kat dev UmoQel va mpoomeAaotel ano

KATIOWX €EWTEQLKT) TTNYT).

N mapdderypa é0tw Mg elxape TNV maQATavw KAQon kat etyape petaBaAdet ta

medla we e&ng:

WCONOUAWN R

class MyClass

{
public int myInt;
private float myFloat = 0.2f;
public string myString;

public void myFunction()

{
}

myFloat++;
}

‘Exovpe oploet taa mylnt, myString kat myFunction wg public medlax eva to
myFloat wg private.
H ovvdotnon myFunction dev éxet meopAnNua va duxxetplotel to myFloat diott,

av kat elvat private, kat ta dVo medla avrkovv oV O KAGom.

‘Eotw twoa mwg eixape o €£1¢ oto O apxelo .cs:

class MyOtherClass

{
void myOtherFunction()
{
MyClass myClassObject = new MyClass();
myClassObject.myInt++;
myClassObject.myFunction();
}
}



Avt] 1 kKawvovox  KAAGOTN  TEQLEXEL MOVO  HIX  OLVAQTNOT  OVOUATL
myOtherFunction().

Méoa ot ovvdptnon avt dnuovEyeltal éva avtikelpevo tne KAAoNg
MyClass pe ovopa myClassObject.

21N yoapun 5 dnpovpoyeitat To avTiKelievo kat aQXIKOTIOLE(TAL e TOV TQOTIO
niov @atvetat To new dnAwvel mwg kataokevdlovpe éva véo avtuceipevo. To
MyClass() avagégetar otn kArjon ¢ ovvaETnong constructor g KAAONC
MyClass (BA. 4._Constructors). OvoxoTtikd 1 Yoappr avtr) dNAwvel T xoron
EVOG TETOLOV AVTIKELUEVOL KAL KAVEL TIC amaQaltnteg deOUEVOELS 0TI VU
VX VO KATAOKEVATEL TO AVTUKE(HLEVO.

To avtwkeipevo myClassObject éxet OAx ta Tedlax OV TEQLYQAPEL 1| KAKON
MyClass pe tic mEOoBacudTTEG oL TEOCdLoPIoTIKAY. Emtopévwg, agpov to
ntedlo mylnt eixe dOnAwBOel we public, 1 cvvaptnon g kAaong MyOtherClass
UTTOQEL Vo TO TTROOTtEAGTEL KoL Vo TO petaBaAAett.

H ovvagtnon myFunction() eivai emtiong public ontote umogei va kAnOel puéoa
amo 1 ovvaetnon e MyOtherClass omote petafaddetal kat 1 Tur) g
myFloat éuueoca and ) ovvaptnon. Qotooo, to edio myFloat elval private,
omtdte ota MAaiowx g kAdong MyOtherClass, to myClassObject.myFloat etvat

adEATO KAL 1T TIROTPATHO.

Mrmogovv emimAéov va vtdoxovv public kat private KA&oeLg TO 0TIOLO APOQA TO Kotk TTOCO

elvat opat

3. Getters

€g 1) OxL 0 dAAAEG KAQOELS.

— Setters

Ov getters/setters (1] accessors/mutators) amoteAovv cvvaQToels TG KAAONG OV

APOQOVV EeXWOLOTA Tat Ttedlar NG Kot 0QICOLVV TO KATA TOOO HUTIOQOVY VA peTaBAN000v

1 oxt. H C# éxet évav EeXwLotd TOOTO [e TOV OTIOl0 TO 0QLLeL AVTO KAt TtaxQovoLdeTal

OTO T

public
{

QOKATW TIQADELY LA
class MyClass

public float myFloat {get; set;}
public float myOtherFloat {get;}

public void myFunction()

{
¥

myFloat = myOtherFloat / 2;

1

Na onuewBel mwg n petafoln tou myint edapudletal povo oto aviikeipevo myClassObject. Av

Kataokevaotel éva avtikeipevo myClassObject2 amo tnv kAaon MyClass to medio mylnt tou Ba eivat 6mwg opilet n

kAaon, 6nAadn 0.



e TomedlomyFloat éxetkal get katset LOLOTNTES TTOL TOL ETUTEEMOVVY V& daPaotel
Kot va petaBAnOet.

e To medio myOtherFloat éxet povo v WWOTNTA get, Yeyovdg mov onuaivet mwg
TO OvYKekQIUéVO medio, av kal public, umogel va dixPaoctel aAA& OxL va
petafBAnOel, ovte KAV ATIO KATIOLX CLVAQTNOT] EVTOG TG KAAOTC.

e H ovvdotnon myFunction() deiyvel mwe evew to myFloat umoget va petafAn0ei,
to 1tedlo myOtherFloat xonowonoteitat pévo yio va dBACOVHE TN TLUT] TOL.

Avtég ot petaBAntéc Aéyovtal kat read-only.

4. Constructors
O constructor amoteAel ocvvapTnon MAS kKA&ong 1 omolax KaAelitar kaOwg
dnuoveyeitat éva  avrikelpevo avtic g kAdonc. XonowoTmolelitat ywx TV
QXQXIKOTIOM O TWV TIUWV TWV TEdIWV TOL avTKeEVOL Kabwg Kkatl Yo tn déopevon
TOVL ATMAEALTNTOL XWQEOL OTN pVTUN. O 0QLOUOG Hag CLVAQETNOTG constructor yiveTtatl

pe tov e&1\g TooTO!

public class MyClass

{

private int myInt;
public float myFloat;

public MyClass(int myInt, float myFloat)

{
this.myInt = mylInt;
this.myFloat = myFloat;

}

public MyClass(int myInt)

{
this.myInt = mylInt;
myFloat = 5.2f;

}

public MyClass(float myFloat)

{
this.myFloat = myFloat;

myInt = 3;

e O constructor etvat public cuvagtnon mov dev éxel TUTO EMOTEOPNS KAL TO

OVOUA& TNG elval akQPwe avTo TS KAAONC.



Onwg kat pe TG OLVAQTNOELS, Kal OTOvG constructor pmogovv  va
Kataokevalovtal TOAAEG ovvaRTNOELS He TO (D0 dvopa EQOTOV T ORloHATA
TOUG elval dlxoEeTKd g QOO 1/iat TOTTOLG.

O 19 constructor maigvel wg optopata éva int kat éva float ta omola avaBétet
OTIC TLHES TV TEDIWV TOL AVTIKELUEVO.

O 2°¢ constructor matgvel we OQLopa POVo éva int To omoio avabétel oto medio
mylnt ko avaBéter otaOer| Tiur) oto medio myFloat evaw o 3° constructor kdvet
TO AVTIOTEOPO.

To this mooxettat yix éva keyword to omolo ava@égetal 0To avTiKelpevo 0
omolo kKaAel T ovykekQevn ovvaptnor. O Adyog mov tomoOeteltal oTovg
constructor etvat yix Adyovg oa@rvelag, kabws ta OVOUATA TWV OQLOHUATWY
elvat dx pe avtd twv medlwv g kKAdonc.

H xomomn twv constructor avtwv yivetatl pe tov €£1)g TQOTO:

class MyOtherClass

{
void myOtherFunction()
{
MyClass myClassObjectl = new MyClass(1,1.2f);
MyClass myClassObject2 = new MyClass(2);
MyClass myClassObject3 = new MyClass(0.4f);
}
}

To myClassObjectl xonotpomotei Tov 1° constructor, eva ta myClassObject2 kat
myClassObject3 xonoipomoovv tov 2° kat 3° constructor avtiotolxa yx va
aQXKOTIONO0LV.

To av ta media etvat public 1) private dev éxet onuaocia kabwg o constructor Tov
TOUG VO ETEL TIUES avTKEL OTNV KAGKOM).

Enopévawe, ta medla twv avtikeuévawy Oa éxouvv v eEg oo

myClassObjectl | myClassObject2 | myClassObject3

mylInt 1 2 3

myFloat 1.2 52 0.4

Static edia

Evtog twv kAdoewv pumogel va vmdoxovv media ta omoia O Mty XENOLMO Vo

oxetiCovtal pe Vv KAAON aAAd va unv e£aQTWVTAL ATIO €VA KAL [LOVO AVTUKE(LEVO.

INa mapdderypa, éotw mwe vrapxet 1) kAdon Car pe éva medio int counter to omolo

10



avéavetat pe kaBe constructor v va petoael TOOK apldElx VTTAQXOLY. AvTo O elxe

L TETOLX LOQ@PT):

class Car

{

public int counter = 0;

public Car()
{

}

counter++;

Qotooo katt tétoto dev Ba dovA&PeL pe TOV TEOTIO AvTO, dLOTL TO Tedio counter Oa
ameLOVVETAL O€ €V LOVO AVTIKEEVO KaLl Vi KAOe apaéL mov @Tidyvetat to counter

Oa Eextvder amd 0 kat O nyatvel oto 1 Adyw tov constructor.

Edw ewoépyetal 1 évvowx Tov static ediov. Av avtl yix “ public int counter = 0;” 1
KAdor) elxe “public static int counter = @;”, To medlo counter dev Oa amevOLVOTAV
oe K&Oe avtkelpevo Eexwolotd aAAd oe pia otabeQn petafAnt) counter mov

ovvdéetat Hovaxa pe TV kAdorn. Omote Oa pmogovoe va vrtdpet To e€rjc:

class Car

{

public static int counter = 0;

public Car()
{

}

counter++;

class MyOtherClass

{
void myOtherFunction()
{
Car carl = new Car();
Car.counter++;
}
}

11



o XtV kAdon MyOtherClass kataokevaletat éva avruceipevo g kAdong Car
pe ovopa carl to omoto kaAel tov constructor tov o omotog av&davet kata 1 Tov
HLEeTEN TN OV avTioTolxel otnv kAdor Car.

e Me v evtoAn car.counter++; avEdvetal Eavd o PeTENTNG counter g KA&ong
Car, xwolg KATOLt XONOTIKOTNTA TAQA HOVO YIX TOUG OKOTIOUS TOL
ntapadetypatoc. I'a va yiver avtd émpeme mowta va mpoomeAaotel péow g
kAaong Car kat OXI péow tov avtucetpévov carl. MaAwota to carl.counter dev

veplotatat kav oav medlo.

6. KAnpovouwotnta
To ke@AAaLo TN KANQOVOUKOTTAG OTOV AVTIKELUEVOOTOAPY] TTEOYQXHUUXTIONO €XEL

Yevikad moAD VAWK, omtdte 0w Oa avarypagovy ta mo BaoikA.

H xAngovouotnTa agpogi pix TeXVIKT) 0QYAVWOTIG KAATEWV HE BAOT) T KOV TOUG
XQAQAKTNOOTIKA O M dataln amd mo yevikég oe mo edwés kAdoe. T
niagaderypa, éotw Mn kAdorn Computer pe xapaktnowotikd RAM kat CPU. Qotooo,
niAéov kat éva smartphone pmopet va €xet RAM xat éva povtéAdo CPU, eva €xet m.x.
KAt aplOpud TNAEQ@VOL KAl AVTOVOUa UTATAQIOG 08 WEES. AVTL VA KATAOKEVATOVE
2 evteAwg dxopetikés kAdoeic Computer kat Smartphone 1ov €xouvv kat ot 2 Ttedia
RAM wxoar CPU pmopovue va Oegwprjoovpe mws to Smartphone kAnpovopel ta

XAQAKTNOLOTIKA avtd amo T kAdon Computer. Xe C# autd meorypd@etat éToL:

class Computer

{
public int RAM;

public string CPU;

public Computer(int ram, string cpu)
{
RAM
CPU

ram;
cpu;

}

class Smartphone : Computer

{

public string number;
public float battery_life;

public Smartphone(int ram, string cpu, string number, float battery_life) :
base(ram,cpu)
{

this.number = number;

this.battery_life = battery_life;

12



e To ot pax kKAdom kAnoovopel amod pax AAAN ex@EAletal 0To dvopa TG KA&ONg
XONOHOTOWOVTAGS : KAL TO OVOHX TNG YEVIKOTEQNGS KAAOTNG amd tnv omola
KATQOVOpuEL

e HxAdon Smartphone éxet emiong ta edioan RAM kat CPU wg public petaBAntég
amo ) kAaon Computer.

e O constructor g kKAdomnc Smartphone meguUAapBavel we oglopata media TOOO
Ywx v ©Owx T KAdon 600 kal ywx to constructor tng kAdomng Computer. Ta
medlx oL agopovv Tov constructor g kAdong Computer meQvAve wg
oplopata otnv kAron tov base constructor, dnAadr) Ttov constructor tng kA&ong
amo TNy omola kAnpovouet 1 kAdon Smartphone.

¢ O base constructor kaAeltal OTws paiveTal otov Kwdka e : base() émerta amod
T oplopaTa Tov constructor NG KAXOTG-Ttatdl, OOV WS oplopata otnv base
TEEQVAVE TA AMAQALTNTA OMwWS ogloTnKav amd tov constructor g KAdomc-

Yoviov.

Namespaces
INa kaAvTeQn 0QYAVWON TOL KWOKA AAAX KAl Y kaAUTeQT amokQuT 0EOOUEVWY

omov xpewaletal, opllovtatl namespaces, dONAAdT), KOUHATIX KWOIKA TIOL UTIOQEL v
TeQLEXOLV Hia 1) kat TOAAEG kAGoels pall. O To0T0og oL 0pilovTat Ta namespaces elvat

o e&nge:

namespace myNamespace

{
class MyClass
{
public void myFunction() { }
}
}

Ta koppdTia kKOdKa oTar namespaces UTTOEOVV VA TEOCTIEAAOTOUV HE VO TEOTIOVG:
elte elodyovtag 0o script 0AOKANQ0 TO namespace OTNV QXT] TOL script pe xoromn g
eVTOATC using, elte AfLOTMOLWVTAG TO OUYKEKQLHUEVO KOUUATL EVTOC TOL KWK O€ éva
onuelo. XQNOWOTOWVTAG TO AamO Tdvw namespaces oL 2 peBodol @ailvovtal
TTAQAKATW:

using myNamespace;
class MyOtherClass
{

void myOtherFunction()

13



MyClass myClassObject = new MyClass();
myClassObject.myFunction();

2. class MyOtherClass

{
void myOtherFunction()
{
myNamespace.MyClass myClassObject = new myNamespace.MyClass();
myClassObject.myFunction();
}
}

Entidoyog kepaAaiov 1

To MEwWTo KEPAAALO £lxe WS OKOTO VA TAQEXEL OE ELOAYWYIKO €TUITTEDO OQLOUEVES TEXVIKES
AeTTOpéQELEG Kal OQOVG TIAVW OTN YAwooa mov Oa xonotpornomOel v T ouyyeaer] twv
scripts oto Unity3D. Aev elval anagaltntn 1 yV@ON aUTOV TWV TEXVIKWV AETTTOUEQELWV KAL,
HAALOTA, TTOAAG ATiO T MAQATIAVW dev O XQELATTOVV YIX T OUYYQA®PT] TwV scripts péxot
kamowo o YnAo emimedo. Qotdoo, kEiOnNke xoNowo va ava@egBovv kvolws yiax Tn
dLAOTAVEWOT TWV EVVOLWV HUE TA TAQODELYUATA UE OKOTIO T KAAVTEQN KATAVONOT) TOUC.
AAAwOTE, PTOQEl KATIOLOG ATIAKX V& OEL Kol A0 T TEQLEXOUEVA TG €D VTIAEXOLV Alya
AGYLX Ylx TOLG OQOVE AVTOVS WOTE VA& AVATOEEEL OTOV TTAQOV 0ONYO 1) 0TO dADIKTLO YIX TILO

TIOAAEG TIATQOQOQLEC.

14



KepaAaio 2: API

To API (Application Program Interface) amoteAel t0 ovvoAo amd cvvaETroEels, KAAOEL,
interfaces KATt T omolax XENOLHOTOLOVVTAL YIX TNV AVATITUET EQAQHUOYWV O€ OUYKEKQIUEVA
negaAAovta. E@doov dev ava@eQopaote 0 e@AQUOYES KOVOOARS, YlX VA Yoa@TOLV
TIEOYQAHMATA O TEQBAAAOVTA OTIWS OVYKEKQIHEVA AELTOVQYIKA CLOTHUATA 1), OTIWS OTNV
TeQIMTWOT HAg, eVTOS AAAWV TEOYQAUUATWY XONOLOTIO0VVTAL OL avTioTolxes PBPALoO1 ke
pe ta anapaitnta epyaldeia. ' to Adyo avtd koAag dev elvar anapaitnteg ot e Babog
yvwoelg g C# vy va yoagtovv scripts evtog tov Unity3D, kabwe Oa yivetat kvpiwg xonon

tov API mov tapéxet to dlo To MEOYQAUHA.

Inuewwvetatl, emmA£ov, Twe o€ kaplia meplntwon dev anatteital ektevng Yvwor oAdkANeov
tov API tov Unity3D (6mws kat yix omtowodrjmote meQidAAov aflonoteitar to API). Ta mo
Paouck ototyela O ePAQUOOTOVV OTA TTAQADELY AT KAL Ylx OTION)TtoTE AAAO LTTAQEXEL online
documentation TIAVW oTIC étolueg BrpAL0OTKES oL Unity3D

(http://docs.unity3d.com/ScriptReference/).

L1o 0UVTOHO avto Ke@AAaLo oL Pacikotl otoxotl elvat va yivel katavont] 1 xoromn tov API
Héow tov editor (MonoDevelop/ Visual Studio) ywx yoryyoon kat e0koAn ovyyoaer| Twv scripts
ka0ws Kat va eEotkelwOel 0 avayvoTNG HE TNV avayvwELoT TV 0wV evtog tov Unity3D

wote va dtevkoAvvOet ot xerjon téoo tov API 600 kat tov online documentation.

1. Avayvawoion 6owv

To API tov Unity3D xonowomotel oUYKEKQLEVOUS OQOVG YIX VA AVATIQAOTHOEL
dldpooec évvoleg Tovg omolovg katl etval Paocikd va yvwollel kavels wote va
xonowonomoet anoteAeopatika 1o APL I mapdderypa, pmogel va OéAel kamolog
va Pa&et px ovvagon mov Oa petakvel éva avTikelpevo mEog pia katevuvor),
WOTOOO 0 0QOG Move, OMWS (OWS OKePTOTAV KATIOLOG, dev Liotatal oto API tov
Unity3D. I'a tov 0komo avtd xonowonoteitat 1 ovvagtnon Translate g kAdaong

Transform.
INa vavrtapyet P agketa kabar) elkdva ws mEOGS To TL 0oL LTTAEXoLV 0to API, apxcel

va apatnenOel to dwo to editor tov Unity3D. AkoAovOei éva screenshot armd to

inspector tab tov Unity3D otav etvat emideypévo éva directional light:
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http://docs.unity3d.com/ScriptReference/

v

i M Directional Light

[[static

10 MOV TAQAdELYHa ONpelwvovTal 3 Paotka

Tag | Untagged ¢ Layer [Defaule ¢ )
HLEQT) (components) TOL AVTIKELUEVOUL:
¥ .~ Transform ¥,
Position X0 Y3 Z o , , ., ,
Rotation %50 v 30 0 To 1° dev @aivetar apeoa aAAa elvar T0 avorxto
Scale X1 Y1 Z1 YKOU OTn KOQUEYN TIOL €XEL TO OVOHX TOU
v » MLight @ = avTikelpévou, to tag, to layer kat to av etvar static
Type | Directional s}
Baking [ Realtime i) M Oxt. Avto elvat pua amd TG YEVIKOTEQES
Color [ | # watnyopieg component kat ovoualetar Game
Intensity e ye— | 1

Bounce Intensity

o — | 1

Object.

Shadow Type | Soft Shadows s , )
o)
Strength ~T1 To 2° etvat to Transform kat amoteAel To component
Resolution | Use Quality Settings il mov xapaxtneilet Mws To avtukelpevo PoiokeTal
Bias O | 0,05 , T 5 S100(l ¢
S —— . oa  otovxweo. Ta edia tov moodiogiCovv ) Béom,
SR None Tere) o AloM Ko T KAlpAKA TOL AVTIKEUEVOUL.
Cookie Size 10
Giastielo U To 3° etvar to Light xat, 0mtwe moodidel to dvoua,
Flare None (Flare) (o]
Render Mode | Auto :| oA TNV WLOTNTA TOL AVTIKELEVOL VX EKTIEUTIEL
Culling Mask | Everything al

[ Add Component |

pwc. Ta medla oto ovykekQEVO component

apoEOVV TIG QUOLIoELS TOV.

Ot AéEeg mov elvar onuelwpéves pe kitowo elvat

eKelveg oL av MEOOoTEA&TEL Kavelg TNV avTioToixT kKAdor tov component Oa Tig BoeL Kol 0TO

APL Enopévwg Oa pmogovoe kavels va yoaet to akoAovOo:

.Point:

I'evicde kavovag: Av vmdoxet kamov oav AéEn néoa oto editor tov Unity3D,

VTIAQXEL HEYAAN TOavOTNTA V& LTTAQXEL KL OTNV avtioTouyn kAaor tov APL
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Editor kat autocomplete

Onwg kat 0TIg dkKég HAS KAATELS, YIX VA TTQOOTIEAAOTOUV T TEdIA TOU AVTIKELLEVOL
xonowornoteitat 1 teAela («.»). Eite oto MonoDevelop, eite oto Visual Studio, otav
xonowonoteltal N teAeia eppaviCetat éva pevov pe OAeg TIG duvaTég eTAOYEG AV
OTO avTikeipevo mov HOALS yodgtnke. Ooo yoagpovtat kat dAAAx yodppata | AéEeig
TIOL AVTLOTOLXOVUV O€ KATIOLEG aTtd TIG eTUAOYEG, OAeC oL AAAeC eTIAOYEC apatgovvTat
A0 TO HEVOU KAl elval ePIKTO va emAexOel kATIOLX aTtO AV TEG TIG ETUAOYEG e BeAdkia
N e 1o movtikt 1) pue dAAAa péoa, avaAoya pe TOV KeUEVOYQAEPO. AkoAovOolvv

TIAQADELYATA TNG CLYKEKQLUEVNG AgtTovYyiag:

4 ExampleScript.cs

ExampleScript » E Start ()

em.Collections;

AddCommandBuffer
alreadyLightmapped
areaSize

bounceIntensity

Summary
Add a command buffer to be executed at a specified place.

BroadcastMessage
color

v A D F o ™

YT0 OUYKEKQLUEVO TTaQAdeLYpa a&ilovv va onpelwOovv ta e&ng:

e O emidoyég mov epgpaviCovtat Eemegvody katd oAV ooa delyvel to editor.
Avto ovpPaivel Adoyw OAwV Twv kKAdoewv amd T oToleg kAngovopel N kAdon
Light, and aAAeg emidoyéc ng duag e C# 1 kat eTedr) vTAQYXOLY TEdlX T
omola elvat MQOOTEARTIUA HOVO HEOW KWOLKA.

o T mv kdOe emAoyn eppaviCetal 11 oOVIAEN TG, TL ETUOTEEPEL KAL TL
oplopata déxetal kabBws Kal, 0 TTOAAEC TTEQUMITWOELS, HLA KON TTEQLYQAPT) Y1
T0 TN AgtTovEyla TNG.
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4 ExampleScript.cs

B = L
GetComponentInChildren
GetComponentInParent
GetComponentsInChildren
GetConponentsInParent
GetInstancelID

intensity

summary
The Intensity of a light is multiplied with the Light color.

LTO MAQAdELYHA AVTO OL ETUAOYEG TOVL HeEVOD etval TTOAD AtydteQeg vl €xouvv peivel

HOVO UTEG IOV EUTIEQLEXOVY O& KATIOLO ONUelo T Yodppata “in”.

A&(CeL emtiong va mapatnEnOel mwe dlmAa amo k&Be medlo vrtapxet éva yoaupa. To
YOAHUA avTO TeQLYQA@eL TeQl Tivog mpokeltat to Tedto. Me P ovupoAiletar évag
Tomog dedopévwv oTwe float evaw pe M e ovvaptnon (amd to method, mov emtiong

xapaxktneilel pix ocuvAQTNO).
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KepaAaio 3: Baoweg évvoleg,
KAQOELS, OLVAQTIOELS KAl OLVOT|KEG

1o kepdAao avtd Oa yivel px ovvtoun magovoiaon twv Bacwkwv epyalelwv mov Oa
xonowonomBovv ota magadelypata tov kepadaiov 4. O Adyog mov oL €vvoleg avtég
napovoLalovtat oe EeXWOLOTO KePAAQLO Kol OXL otV eme&r)ynon Tov kdOe magadelypatog
elvat kaBad yiax amo@uyr) emavaANPnS TANQEOEPOOLWV KALYIX VX VTTAQX EL £VAG TILO YO YOQOG
TEOTMOG Vo avatéfel kavels oe avtéc. AAAwoTe, elval KAAUTEQO VA TIAQOLOLAXOTOVV TX

eoyadela mov amoTeEAOVV T MAQAdEyHATA ATIO TUO TIOLV WOTE V& €lval TO €VKOAT Kot

YO1YOQN 1] KATAVOT|OT] TOUG.

1. Public & Private edia

1o 1° kepdAaio avapéobnkav ot WOTNTEC public kat private Twv mediwv we TEOS TN

ngooPBacipotnta. Eviog tov APl touv Unity3D, or di0tnTeg avtéc amokTovv
dlapopetik) onuaocia, kabwsg to av éva medlo etvat public 1) dxt 0giCet av Oa elval
TEOOBATUO KAt pléow tov editor. Eotw, Aotmov, mwg vmdox et to eENgG script oto project

10 0TIol0 evowpatwvetat oe éva ddeto Game Object:

ExampleScript.cs

ExampleScript » Mo selection

1 LF gine;
Collections;

EmiAéyovtac avto to Game Object Oa fAémape avto otov inspector:

' a o [Gameobject [ static -
" Tag[Untagged ¢ Layer [Defaut i
¥ .~ Transform @ %
Pasition X0 Y0 Z|0
Rotation X0 Y0 Z 0
Scale X1 Tl Z(1
Y@ Example Script (Script) ﬁ &,
Script - ExampleScript @
[ add Component ]
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[Mapatneeital mwg palt pe ta AAAa components TOL AVTIKEHEVOL eUPAVIOTNKE £V
component e T0 Gvopa Tov script To omolo evowpatwOnke 0TO avtikelpevo.

KaBe script mov evowpatwvetat oe avtikeipevo etvat éva component

TOV 0TO{OL 0 TUTIOG £€XEL TO OVOLA TOV {dLov TOV script.

E@ooov to medio myLight dnAwOel oav public, opwg, Oa yivouv ot €&nc aAdayéc:

ExampleScript. cs

election

UnitvyEngine;

Svstem.Collections;

@ M |Gameobject [ |static -
v Tag | Untagged 3+ | Layer | Default ™
¥ .~ Transform @
Position H0 Y0 Z|o
Rotation X0 Y0 Z 0
Scale Hi1 1 Z|1
v |z Example Script (Script) g %
Script - ExampleScript @
My Light Maone (Light) o]
[ Add Component ]

[Napatneeital mwg oto component Tov script epugpaviotnke éva medio pe To Gvoua My
Light to omolo déxetar kamolo avtikeipevo To omolo £xet Light cav component. AnAadn)
Oa pmogovoe oto Tedlo avto va yivel drag and drop to directional light tng oknvng,
Y maaderypa, aAAda dev Oa pmogovoe va yiver drag and drop to Main Camera 1)
KATIO0 avTikeipevo mov dev éxet Light wg component.

Etvat mpopavéc mwe n magovoa AsrtovQyia twv private/public mediwv Aertovgyoiv

YL OTTOLOdT) TTOTE TUTIO DEDOMEVWV.
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Prefabs

‘Eva prefab etvar éva oOvoAlo amd avrtikelpeva, components kAT 1t omoix
amoOnkevovtal oe éva Game Object To omoilo amoOnkevetatl 0TOoV PAKEAO TV assets.
Xonowonoteitatr ToAv ovxva oe projects tov Unity3D dudtL BonOaet otnv ogydvwon
QAVTIKELEV@V TIOL TTEQLEXOLV SCripts kat components ple OUYKeKQLUEVES QLOUIOELS WOoTE

va un xoetaletat ot QUOUITELS AVTEG Vo eMAVATIQOODLOQILOVTAL TLVEXWG.

o  Kataokevr] evog prefab: Eotw mwg vtaQyeL ot oknvy éva avTikelievo pe £va
Light Component tov omoiov Tig puOuioelg €éxovpe aAAaEel, 0TS avTod:

© Inspector | =
= M [Sphere [static +
Tag | Untagged 4| Layer | Default ™|
¥ .~ Transform #*,
Position X |-3.8B12 Y -32.553 Z|174.7
Rotation X0 Y0 Z0
Scale X1 ¥l Z|1
¥ .. Sphere (Mesh Filter) 2,
Mesh W Sphere Q
¥ (U ¥ sphere Collider %,
Edit Collider
Is Trigger -
Material None (Physic Material) o]
Center
®o Y0 Z0
Radius (ET
¥ | MMesh Renderer 2,
Cast Shadows | on ¢
Receive Shadows [V
¥ Materials
Use Light Probes [
Reflection Probes | Blend Prabes t ]
Anchor Override None (Transform) Q
¥\ MLight &,
Type | Paint 4
Baking | Realtime 4
Range 10
Color - F
Intensity —— |5, 78
Bounce Intensity — Cr———— 0
Shadow Type | 1Mo Shadows ™
Cookie None (Texture) Q
Draw Halo -
Flare None (Flare) [c]
Render Mode | Auto 3]
Culling Mask | Everything ¢
v|e Example Script (Script) [ %,
Script - ExampleScript [c]
My Light None (Light) @
Default-Material @ =
> Shader | Standard -
’ Add Component ]

21



IN'a va amoOnkevtel autd TO AVTIKEIUEVO PE AVTO TO OVOUQX, T components,
TG QUOHioelS KAT wg éva prefab amAa yivetal drag and drop amd to hierarchy

window oo project window kat dnuovgyeitat to &r|g asset:

33 Project
| Create '|

‘!’{} Fawvorites Assets »
@AII Materials
(©0 All Models
@AII Prefabs
@AII Scripts

Editor Misc Standard A.. ExampleScr..
» &3 Editor
55 Misc
¥&5 Standard Assets
» 63 Characters
»Eal CrossPlatformInput
&5 PhysicsMaterials

» 6 Utility

[TAéov, yix va tortoBetnOel éva akopa avtikelpevo pe Tig dLeg axopag

ovOuioelc apkel va yivel drag and drop tov prefab otn oknvn.

e  AAAayéc touv prefab: AAAayég otic puOuioels Twv components evoc prefab
UTTOQOVV Vat Yivouy pe 2 toomovs. Méoa amd kAmolo avtikelpevo e oknvig
Tov mEONABe amo avtod to prefab 1) péoa amnd to ido to prefab. Na onuewwOet
TG M amd TG Mo XONOLeS WotTeg Twv prefabs elval mwg otav ot
EPAQUOYEC eappooTovy oto prefab, ot puOuicelg Oa aAAalouvv oe KABGE

avtukelpevo ov mEonAbe amd avtod to prefab.

IN'a tov mEwto TEOMO, apkel va yivouv ot aAAayéc otic uOpioels tov
AVTIKELPUEVOL Kal €melta va Yivel kAwk oto Apply mov Oa €xeL eppaviotel otnv
KOQL@T| TOL inspector epdoOV TO avTukeipevo mEonADe amod kamolo prefab:

© inspector ||

¥ sphere | [static =
Tag [ Untagged = ] Layer [ Default = ]
Prefab | Select | Revart | Apply J
¥ .~ Transform =N
Position X -3.881 Y -32.55. Z 174.7
Rotation X0 'Y 0 |2 0 |
Scale 1 (¥ |1 [Z]1 |
¥ ... Sphere (Mesh Filter) o,
Mesh (Wi Sphere e
v (w0 ¥ Sphere Collider [ #.
b | Edit Collider
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Av o xonotng dev matoet Apply, ot aAdayég avtéc mov éywvav Oa loxvovy
HOVO OTO TAQOV aVTIKE(HEVO KaL dev Oa TeQaoTovy 08 AAAQ avTiKe(peva Tov

nieoNABav amd to o prefab.

I'a tov devtepo tEOMO apkel o va emidexOel to prefab péoa anod to project

window kat va yivouv ot aAAayéc mov o xonotng emttOuvpel.

3. Awake/Start/Update
Ot ovvapmoelg Awake/Start/Update amoteAovv ovvaptrjoelg tov API ot omoleg

kaOopllovv Tt Oa exteAeltal Kat& T dAQKEWX TOL TIALXVIOOV Kal AmOTeEAOVV Tal

Paoucd dOpKA XaQaKTNOLOTIKA kKdOe ovpmeQupoeAc. ITio ovykekoéva:

e void Awake() {} : Otdnnote Poioketal evtdg Twv aykvAwyv Ba exteAeital katd
MV ekkivnon tov matxvidov. Xenouomoteltal kvolweg Yy agxukoToinon
nediwv, OTIwe components, Ta ool OEAov e va €xovv apx koo O el LY amo
OTOLOONTOTE AAAO CLUPBAV WOTE Vo PNV LTIAEEOLY TEOPAT|UATA pLe TTedia TTov
dev éxovv MEOA&PeL va agy koot Bovv.

e void Start() {} : Otdnmote PolokeTal eVTog Twv aykvAwy Oa exteAelitat petd v
EKKIVNON TOL ALY VIOLOV KAL TI) OTLY T TIOL TO script elvat eveQyo 000 TQEXEL TO
Tt vidl. ZNUedveTaL mws av to script dev etvat eveQyd katd TV ekkivnon Tov
i vidLov, ta ototx el g Awake Oa ekTeEAE0TOUV KAVOVIKA, £VQ T OTOLX €l
¢ Start Oa exteAeotovv Otav To script yivel evegyo.

e void Update() {} : Otdrmote evtog twv aykvAwv g ovuvaetnong avtr|s Oa
exteAeltar oe KAGOE frame, xat yux tov Adyo avtd amogedyetar vo
XONOLHOTOLOVVTAL XQOVOBOEES dladikaoieg evtog tng ovvaetnong. Exetl maoa
TIOAAEG XOT)OELS UE TIG TILO KOLVEG VA elvat 0 EAgYX0G OLVOTKWV KAt L00d0L T
tov xorjotn. H Update ovvavtatal emiong oe dAAeg dVo Hop@éc pe v O
ovvtaln, wg FixedUpdate kat wg LateUpdate. H FixedUpdate kaAeitat oe
ota0eQd XooViKd dlxoTpuata avapeoa oe frames Kot XQNOIHOTIOLEITAL KVQIWS
Y dudwkaoiec ToOv ag@opovv physics, OmMwg ocvvaETOElE TG KAAONG
Rigidbody. H LateUpdate kaAeitat emiong oe kdOe frame aAA& agpov kAnOovv
ot ovvaptoelg g Update. Kvplwg xonotpomoteitat yior 00yavwoT] e Oedg
exTéAeong Twv ovvaptoewv. ' mapdderypa av pia kapeoa akoAovOel évav
ntatktn, N kivnor g Oa meémet va ekteAeitar ot LateUpdate kaBwg o maiktng
evoexopévwe va €xeL kivnOel katd ) dudkokelx g Update.
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INUELOVETAL WG KATA TN ONHLIOLEYi €VOg KatvovpLov script péoa amo tov editor
tov Unity3D, to script Oa éxeL 110N €toLpleg yix CUUTATQWOT) TG oLvaETHOELS Start
kot Update pe tnv e&1c pooen:

Engine;
em.Collections;

1
4
5

4. Vector3
To Vector3 amoteAel kAaon tov API 1 omoila avamaglota tolodiotata dixviopata.
XonowomotovvTal yiax va TooodlogloTel 1 B€om evog avTikeévov 1) 1 katevOvvoT)

TOL 0TO XWQO.

e Apxwomoinon evog Vector3: H apyukomoinon evog avtikelévou e kKAaong

Vector3 yivetat pe tov €£1)¢ ToOT0:

Omnov ta floatl, float2 kot float3 etvar moaypatikot agOupol oL omoiot
XONOLUOTIOLOVVTAL Yt V& dWO0LV TIHEG OTa Tediax X, y KAl Z, avTloTolXa, Tov
avTikelévou vector. Tao media X, y KAl Zz avamaQlotovV TV amodoTaoTr) OToV
k&Oe évav amd tovg 1eelg afovec. INUEWOVETAL MWS OTOV constructor tov
Vector3 vrtdoyxet overload mov emutgémel v pnv etoax el Tiun) oto medio tov z,

otV omola TeQinTwon to medio avtd Oa Ntav oo pe to 0.
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e KatevOuvvon: H kAaon Vector3 megiéxet oglopéva static medla ta omoia
naéxovv katevOvvoelg otov Xweo. Ta medla avta expodlovtal wg e&Ng:
o Vector3.up
Vector3.down
Vector3.right
Vector3.left
Vector3.forward
Vector3.back

o O O O O

Kda&Oe éva amd ta medla avtd avTiotolX el o€ £€va TOLODAOTATO DAVUOUX TO
omolo amoteAel BAON TOL TOLODAOTATOL XWEOL KAl €XEL HOQPT] TOLOV
aQOUV £k TV oToiwv ot dvo etvat 0 kat évag etvatr 11 -1 avaAoya pe v
katevOvvon. ' mapaderypa to Vector3.right avtiotolxetl oto dikvuopa
(1,0,0), To Vector3.left oo (-1,0,0) k.0.x..

H avaBeon pag tétowag tipng oe éva avtikeipevo g kAdong Vector3d
yYivetal wg e&ng:

5. Quaternion

To Quaternion eivai 1 KAGoON 1 OTTOIX XOTOLUOTIOLEITAL YIX VX AVATIAQAOTHOEL TN KA{OT)
EVOC QAVTIKELWEVOL KL QVTIOTOLXEL OTO TETEQAOOVIO, Ul €VVOlX OTO XWQEO TwWV
HaOnuatikwv otV ontoia dev VAP L vonua va epBadvvovpe. Exetavtiotorya media
X, V, Z kat W (0mtwg to Vector3 éxeL ta X, y, z) Tt omoix OpwSg €XOLUV VoMU v
petaBAnOovv amevbelag HOVO Ao ATopA TTOL YVWEICOLY TN HABNUATIKT] évvola OTNnV
omoia avtotolxovv. EvaAdaktik®, &vtog tov kwdka Oa  xonowuomoteltat 1
avamnapaotaot) tov Quaternion o€ ywvieg Euler, dmwe dAAwote eppaviCetal kat otov
editor Tov Unity3D ota media mov agopovv rotation.
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e Apgxwomoinon evog Quaternion:

Omov ta floatl, float2, float3 avtiotoLXOUV OTIS YWVIEG TTEQLOTOOPTSC OTOV X,

y kat z dEova avtiotolya.

Transform

To Transform amoteAel pax amd Tg MO Kowés kKAAoelg kabwg oxedov kdOe
avtikelpevo mepéxet to component Transform. To component avtd kaBopilel Tig
OLOTNTEG £VOG AVTIKEUEVOL TO 0TI0l0 BolokeTal 0Tov Xwo. AnAadn, péocw avtov Tov
component Eoodlogilovtal WTNTES OTWS 1 Tomoeaia, 1 kAlon 1) N KAlpaka evog
AVTIKEUEVOV, O& TTAYKOOLEG 1] TOTIKEG OUVTETAYHEVES, KAL TTAQEXOVTAL AELTOLQYLEQ

Y TN peTakivnor) tov.

LxedOV kabe avTuKelHeVO VI TO OTIOLO YOAPOULLE KATIOLO script éxel
éva avtkelpevo transform g kAdong Transform to omtoto

artevOvveTAL OTOV €EXVTO TOV.

Ta medla mov agopovv otnv Tomobeoia, KALON Kal KAHAKA TOU AVTIKELLEVOL OTO

omolo etvat evowpatwuévo To script elvat ta e&€nc:

e transform.position
e transform.rotation

e transform.lossyScale

Ta media avtd avagégovtar ot tonobeoia, T KAlon KAt T KALaKa ws TEOG TOV
LTTOAOLTIO KOOHO. L& TEQIMTWOT OUWS TIOL £VA AVTIKEIEVO elvar Tadl evOg AAAOL Kat
OéAovpe va avapegbove 0T XAQAKTNQLOTIKA QUTX O OXEO0T) HUE TO KVTLKE(HEVO-

YovLd XONOooTolovvTaL Ta £E1G avTioTolya media:
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e transform.localPosition
e transform.localRotation

e transform.localScale

Inuewwvetat mws . media  transform.position,  transform.lossyScale,
transform.localPosition kat transform.localScale eivai tomov Vector3 evw ta media
transform.rotation kat transform.localRotation etvat tvmtov Quaternion kat yix va ta
TEooTeEA&OOVE WG Vector3 xonotpomotovpe ta media transform.rotation.eulerAngles
kau transform.localRotation.eulerAngles. AxkoAovOel mapaderypa a&lomoinong twv

TEDIWV AVTWV:

TnityEngine;

Syztem.Collections;

Yrdoxovv agketol ToOTOL V& petaPAnOovv ta medix avtd OMws patvetat oto
TIAQADELY A, KAL OL DXPOQETIKOL aVTOL TEOTIOL UTIOROVY VA EPAQUOOTOVV KAL OTX

AAAa media. T mapdderypa, O pmogovoape KAAALOTA Vo XONOLOTIOMOOVE TO

e&ne:

(Evvoeltal mwg ta mapadelypata dev £X0UV KATIOLX OUYKEKQLLEVT] AELTOVQYIKOTNTA.)

Ot (dtec axpBwg Aettovgyleg HmoOQOVV va Ty HatoTtotn0ovv e Toug dlovg TooTovg

Kal ota avtiotouxa local mtedia.

Emiong, 1 kAaon Transform megiéxel media OV HAG EMUTEETOVV VA TEOCDLOQIOOVLE

Vector3 avtikelpeva wg meog to ovykekQipévo transform. Ta edia avtd etvat ta:

e transform.forward
e transform.right

e transform.up
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Aev vmdpxet Adyog va vmapxovv ta avtiotorya back, left xar down kabwg
QAVTLOTOLXOUV ATIAQ OTIC AQVNTIKES TIHEG TwV Tapamavw. H xonon toug yivetar pe
oV (010 aKEIBWS TEOTIO OTIWS T Tedla NS KAGong Vector3 ov optllovv katevOvvoelg,

KaL Yl To AGyo avtd dev kolvetat okOTpo va magateOovv mapadetypata.

EmumAéov, evtog g kAdong Transform mepdapfPavovtatl kot ot €ENG XONOLLLES

OLVQQTIOELG:

e transform.Translate(Vector3 Translation);

¢ transform.Rotate(Vector3 EulerAngles);

H ovvdotnon transform.Translate ovowxotiked petagépet éva Transform mpog tnv
katevOvvomn tov Vector3. H petagood avty yivetat otrypaia kot Aertovpyel pe éva
OKETMTIKO TNAEUETAPOQAS. (Q0TO00, 08 TOAAEC TMEQLMTWOELS 1| OLVAQTNOT AULTH)
XONOLUOTIOLELTAL YIX V& TIQOOOUOLWOEL KIVIOT) UE TO VA HETAKLVEITAL TO AVTIKEEVO

KATA PIKQA dlaotnuata ovvexopeva (r.x. otn ovvaptnon Update). Eva mapaderypa

TNG OLYKEKQIHEVIC OLUVAQTNONG €V dQATEL ElvaL TO €ENG:

To OLYKEKQIUEVO KOUMATL KOO HETAPEQEL TO QAVTIKEMEVO O0TO OTolo elvatl
TEOOAQTNUEVO TO script Eog v evBela Y avtd katevOvvon ovvexoueva. O
aQlOpOg 5 mEoodLoEilel TN TaxUTNTA He TNV OTtolx To avTikelpevo petaxwveltat. Ooo

TUO HeYAAOG 0 aQlOOg otn B€om Tov 5 TOoO HeyaAvTeQN 1) TV TN TA.

TéAog, a&iCet va mapgatnenOet to medio Time.deltaTime. To ovYKkeKQIHUEVO KOUUATL
TQEXEL TO XOOVO avapeoa ota frames tov maxvidwov kat eivat AITAPAITHTO ywx
Vot AELTOVQYOUVV TETOLEG TUVAQTIOELS OUAAL O€ DAPOQETIKA oLOTHHATA OTToL T fps

elvat dlxoQeTIKA.

H ovvaptnon transform.Rotate Aertovgyel kat ouvtaooeTal pe TAQOUOLO TEOTO OTIWS
N transform.Translate, povo mov n Aettovyia TG elvat va TLEQLOTEEPEL TO AVTIKE(LEVO
Yoow amd tov afova EulerAngles mov mpoodiopiletat avtiotolxa He KATOLX
katevOvvon moAAamAacopévn pe évav apldpd mov dnAwver TN TaxLTNTA
TeQLoTEOPT)S Kt pe to Time.deltaTime yix tovg mapamavw Adyoug.
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7. GameObiject
Onwg avagépbnke, to GameObject etvat 1) YevikoTeQn katnyopia mov xapaktnoilet

oxedOV KAOE aVTIKEIUEVO TTOV UTTOQEL VA UTTAQEEL O€ P OKTVT), ATtO TOV T (KT HéXOoL
éva kovumi tov User Interface. Emtedr] axoiac 11 kAdon avtr| elvat 1000 yevikr) dev
éxet MOAA& medla 1) CLVAETNOELS TTOL UG aoEoLV. Q0TOOO0, KOLVETAL OKOTIHO VA

avapeOein e&nc ovvaptnon:
gameObject.SetActive(bool value);

LNUELVETAL TIWS 1) TTAQOVOX OLVAQTNOT EPAQUOLETAL O€ aVTUKEIPEVO TNG KAKOTNG
GameObject kat AEN eivaut static medio g kAdong [6mws to GameObject.Find() tov O«
avapepOel magakdtw]. LUVEMWS, 1] CLVAQTNOT AVTI] APOQPA OTO AVTIKE(LEVO OTO
omolo etvar mpooaptnuévo To script. H Aettovpyla g ovvagmnong avtg eival,
TIOPAVWG, VA EVEQYOTIOLEL KAL VOt ATIEVEQYOTIOLEL TO AVTIKELUEVO KAL, KATAX OVUVETELX

va to epaviCel kat va To kQUBEL avTioToLXa.

8. Find & GetComponent

I Adyovg kaANg mMEAKTIKNG, 0& TOAAEC TeQumTwoels dev Ba OéAape va vTtdoxovv

TOAA& public edia yix amoguyr) tov vtegPBoAucov drag and drop, omote Oa 1)ty O
xonowo va eixape private medila. ' va dwoovpe ta anapaltnta components ot
Tedlx aVTA HETW KWOKA XQNOUOTOLOUVTAL CLXVA OLVAQETHOELS OTtws 1) Find xat )

GetComponent. H cvvta&n twv dvo avtwv cvuvapmoewv etvat 1 e&ng:

¢ GameObject.Find(string name);
¢  GetComponent<[Tvrtoc Component]>(); 1)
transform.GetComponent<[TUtoc Component]>(); 1)

gameObject. GetComponent<[Tvrtoc Component]>();

v meplmtwon e ovvaptnone Find dev avagepdpaote oe ovykexQuuévo
avtikeipevo aAdd otnv kAaon GameObject 00Tt | ovvdptnon Find etvau static. Avtd
dlakptvetar amd to yeyovog mws to GameObject.Find(string name); éxet to mewTto
YOAUUA Ke@PAArlo, YEYOVOS TIOL LTOOEKVUEL AVAEPOQA OTNV KAA&OTN Kat OxL o€
OUYKEKQUUEVO aVTLKELpLEVO.

AvtiBeta, n ovvaptnon GetComponent ava@épetal e KATOLO OUYKEKQLUEVO

transform 1) gameObject mEokeHEVOL VA avakTioel TO component TOL AVTIOTOLXOL

TUTOoL.
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AxoAovBovv magadelypaTa XoNong TWV TAEATIAVW OUVAQTIOEWV:

IMapatneovvtal ta eENG:

e Xan yoapun 8 dnuiovoyeltat pix avag@ood tomov AudioListenern omoia
avrtiotolyiCetat oto component AudioListener mov €xeL To avtikeipevo oto
omolo mEooaTAaTAL To script. Ye megimtwon mov dev Beebel To component avto,
Oa vap&et error evtdg TOL TTALYVIOLOV.

o Xt yoouur 9 dnuoveyeltal pia avagpoea tomtov Light n ontoia avtiotouyiCetat
oto component Light evog avtikeipuévov ot oknvn pe to ovoua “Lamp”. Eivai
OTNHAVTIKO V& VTIAQX EL akQ(BeLar 0TO Ovoua.

e Xan yooaupn 10 dnuwovoyeltatr pax avagopd tomov Transform n omola
avrtiotolyiCetat oto component Transform tov avtikeyévov pe to dvopua “Item”
OTIWS aKELBwWS kat ot yoapur) 9. To ovykerouuévo magatifetal yix va toviotel
TO Y€YOVOS MwG To Ttedio transform Oa pmmogovoe KAAAOTA va avtikataotaOel

ano px ovvagtnor GetComponent<Transform>.

Inuewwvetal g 1 ovvaptnon Find Yaxvel oe OAa tax avtuceipeva tng oxknvrg yia va
BoeL to avtikeipevo mov Payvel, evw 1 ovvagtnor GetComponent Payvel oe OAa ta
components Tov avTlOTOLXOL avTiKEEVOL. 'l To AGY0 avTtd AUTEC OL CLVAQTHOELS
UTT0QOVV VA elval aipkeTd K00ToB0RES Kat dev Oa oy 00O var XONOLOTIOLOVVTAL 0€

ovvaETroels ontwg 1 Update.

Rigidbody

H xAaomn Rigidbody eivar n kAdomn mov megulappdver 0Aec tig AertovQyleg mov
Q@POQOVV TNV AVATIAQACTAOT] WIOTHTWV EVOS AVTIKEEVOL WG AVTIKEIUEVO OTOV
pLoko koouo. Eva avtuceipevo pe Rigidbody component Oa pmogetl va to emnoealet
N PaovtnTa, va avTidedel pe To eQBAAAOV TOL KBS Kat va déxeTaL KAl vt DUVAUELG.
Me Bdon Tig CLVARTNOELS TIG KAKONG AVTIG TIQOTOUOLWVOVUE PUOLKES DLOTNTEG O€ £Va
QAVTIKEIUEVO, KaL YA TOV AGYO aUTO, £€va avTiKElpEVO He To component avtd Oa elvat
aQKeT& KOOTOPBOQO 0e ox£oT He aviuceipeva xwols to Rigidbody component. I[TA¢ov,
ka0wg kat n Unity3D oav engine aAA& kat oL vtoAoylotéc efeAlooovtal, LTTAQXEL

duvatdtnTa LTOOTNELENS TOAAWY avtikelévwy pe Rigidbody tavtdxoova, xwols,
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WOTOOO, ALVTO V& ONpalvel Twg dev Oa €mEeme va elpaoTE OXETIKA PEWDWAOL pe avTd

T AVTIKEIpEVA.

H ovvdotnon ¢ kAdong mov B ovvavtdtal o ovxva Oa etvairn AddForce, n ortola

eupaviCetat we e&ng:

INa va éxovue mpodoPaon oto Rigidbody component tov avtikeipévov (epodoov avtod
vnaExel) To amoOnkevovpe o i private peTaPAnT XONOWHOTOWOVTAS TNV
GetComponent. EOdAAwG,k&0¢ pooa tov OéAape va avagpepbovue oe k&Tolo medio 1)
OLVAQTNOT) TOL component avToL Oa €mEeTe VA XONOLUOTOLOVOAUE TNV OLVAQTIOT)
GetComponent, yeyovog kakO yix Tnv &emidoon Tov script Omwe avapépbnke

TAQATIAVQ.

H AddForce ovvtaooetal 0nwg kat n ovvdotnon Translate tnc kAdong Transform.
Aéxetar oav xkvplwg opopa éva Vector3 to omolo dnAwvel v katevOLVON TEOG TNV
oTolat AOKOVHE dVVAUT OTO AVTIKEIUEVO. LTO OUYKEKQILUEVO TTAQADELY U, KATA TNV
QX1 TOL TMEOYQAHUMATOS ACKEITAL YL DUVAUT TIQOS TA TMAVW HE TAQAYOVTA 5 010

QAVTIKELUEVO.
Na onuewwBet mwe, agov woxvovy drgopetikéc VAomow)oelg g @uowkng oe 3D kat
2D xwopo, vmapxel oav kAaon to Rigidbody2D mov megudapPaver avtiotorxeg

Aettovgyleg pe avtég tov Rigidbody, antAd epappoopéveg oto 2D xwoo.

Inuewwvetat emiong, mwg n xorjon e AddForce yivetat ouxva yix va mpooopoww0et

TO AAO OE EVaV XAQOAKTTOA.
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10. Inputs
Edw Oa avagepOovv ot Bacukés ovvOrKeg TOL XENOLHOTOLOVVTAL YIX TNV ELCAYWYT)

€L00dov amod Tov xorotn. H elocodog avtr) pmopel va agood otnv avixvevor e.codov
elte anod MANKTEOAGYL0 elTe Ao MOVTIKL, KAt HToEel va Yivel péow tov Input Manager
¢ Unity3D 1) pe o hard coded Todmouc.

e Méow Input Manager: To Input

InputManager & .
% Manager  amoteAel  péQOc  TWV
¥ Axes ovOuloewv g Unity3D «kat elvat
Slze 18 TMEOORATIHO pHéow Tov povontatiov Edit
b Horizontal
» Vertical > Project Settings > Input. Xe avtd
:Ffml neQUAapPavovTatl GEoves KAl KOUUTILA
Fire2
> Fire3 7oL opllovTal Héoa OTI UNYavn Kat
- avrtiotolyiCovtat o€ dLipooovg
b Mouse X
» Mouse Y TQOTIOLG  €100DOL  avaAoya pe  TIG
* Mouse ScrollWheel emAoyéc eEaywync Tou maxvidwov. I'a
P Horizontal , ) )
P Vertical naaderypa, o afovag Horizontal
:Ffrﬂ avtwotolxel ota kovpmk A kat D
Firez
» Fire3 KaOwc kL 0To apLoTeEO kat de&l BéAog
:J”';’p_ TOU TANKTEOAOYI{OV, €V TALTOXQOVA
Submit
b Submit avtotolxel  kat  otg  0QLOVTLEG
b Cancel

Kwoeg  evog  joystick 1 evog
xewotneiov. OAn avt) N MAnogopia umoel vao mMEOoTEAdOTEL UEOW TWV
evtoAwv mov Ba derxBovv magakATw. LNUEVETAL WS Elval kKaAvTEQo va
xonowomnoteital 1 elocodog péow tov Input Manager kaBwg diver peyaAvtegn
eAevBegla oV avaBeorn MANKTOWY Kol HeOOdwWV €10000L KAL ETUTQETIEL OTOV
ikt TNV aAAayr) avtv Twv QLOUICEWV TILo eUKOAAL.
o Input.GetAxis(string AxisName)/Input.GetAxisRaw(string AxisName)
Ot ovvapmoels avtég emiotEépouvv tnés and -1 éwg 1 ou omoleg
AVTLOTOLXOVUV 070 Mol €l00d0g d0ONKe Pdoet tov dEova. 'Eotw to €&ng

TIAXQADELY AL

oid Update()

if (Input.GetAxis("Hori

= if (Input.GetAxis("Hor

if (Input.GetAxisRaw( Vert "y »8) {

= if (Input.GetAxisRaw("Vertical") < @) {
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Me tov 10070 OV TTAPOLOLALETAL OTO TMAXEAdeLYa Bax M)Tary duvatd va
kataokevaotel évag controller v évav xagaktioa. Evtog g Update
Oa ylvovtal pe ) ogepa EAeyXoL Yt To av 0 MALKTNG TATAEL KATL TIOV
AVTIOTOLXEL OTO «DEELR», €MEITA OTO «AQLOTEQA», OTO «TIAVW» KAL OTO
«KATW».

To 1 otov ogwlovtio &fova avtiotolxel 0to «de€ld» evw Tto -1 oTo
«aQLOTEQA». AvtioTolxa, T0 1 0TOoV KATAKOQLPO AEOVA AVTIOTOLXEL OTO
«TAVW» €V TO -1 0TO «KATW».

H dixgooa petalV GetAxis kat GetAxisRaw elvatl mwg pe v mowtn
OULVAQTNOT] VTTAQXEL [ KON XQOVIKT] peTdfBaon artd to 0 péxotto 11
10 -1, MAEVOVTAG TIG EVOLAUETEG TIQAYHATUIKES TIHES, €V HE TNV
GetAxisRaw 1o amotéAeopa Oa etvatr povo -1, 0 1 1 kar OxL k&dmowx
EVOLAHLEOT) TLUT).

Lta mAalowx Tov VTOAOYLOTH), 0 0QWLOVTIOG dEovag avTloTolxel ota A,
D/apioteo BéAog, del fEAog, eva o katarkogugog ota W, S/dvw BéAog,

KA&Tw PEAoG.

Input.GetButton(string ButtonName)/
Input.GetButtonDown(string ButtonName)/
Input.GetButtonUp(string ButtonName)

Ot ovvaptoeg avtég emotEépouy bool kat ekppdlovv to av elvat
TATNUEVO TO KOLUTIL 01O OQopa, av matnOnke ula @ooa 11 av
otapatnoe va matiétal avriotoxa. O 100MOG XONONG TOL Elval o
TIAXQAKATW:

Update()

{Input.GetButton("Firel")) {

{Input.GetButtonDown("Jump")) {

{Input.GetButtonUp("Firel")}) {
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InNuelwvetal mwg ot MAalolx Tov LTTOAOYLOTH, TO TANKTQO TIOL
avrtiotolyel oto “Firel” eltvat to apuoted kA kot to aprotepd Control,
eV Yx To KovuTtt “Jump” to kovumt etvat To Space.

H mAnpogopia we mpog To o€ ol TANKTOA AVTIOTOLXOUV T KOLUTILA

Kkat ot aoveg Poloketal evtég tov Input Manager.

Hard coded Avoeis: Yrtdoxouvv kot 0QLOUEVES CUVAQTHOELS TTOL EAEYXOLV TOTE

KATIOLO OVYKEKQLUEVO TMANKTEO 1] KovuTt matr|Onke. Ot cuvaEToels avTég

€XOUV TO HELOVEKTNHA TG elvatl TTOAD OUYKEKQLUEVES Kat dev amevOvvovTal

oe €0QOC TEOTWV €10000V kaOwg malpvovy cav OQLIoUA €va KwOKO TOoL

amevOUVETAL 08 CUYKEKQIUEVO TTATKTQO TOU TANKTOEOAOYIOL 1) TOL TIOVTLKLOV.

Emtiong, av dev ylvouv He TETOLO TEOTO WOTE 0 KWwdKOS ALTOG Vax elvat dnpodotog,

o ntaiktng AEN Oa pmogel va aAAG et T Aettovgyieg twv mANKTowv. Iapd ta

HUELOVEKTIUATA AVTA, KQLVETAL OKOTILHO VA YIVOUV avAa@QOQES OTIG OUVAQTNOELS

QavTEG:

@)

Input.GetKey(KeyCode key)/
Input.GetKeyDown(KeyCode key)/
Input.GetKeyUp(KeyCode key)

Avtd 10 OUVOAO cvvaEToewVv Aettovgyel pe OO TEOTO OTWS Ot
avtiotoixeg Input.GetButton pe 1t dwxg@ood Ot amevOvvovtal
ATIOKAELOTIKA O¢€ €l0000 MANKTQEOAOYIOL KAl OTL oav OQLOUA TTaiQVOULV
éva avrkeipevo tomov  KeyCode to omolo €xer 1 poen
«KeyCode.mANKT00». XQN 0N TWV CLVAQTNOEWV PAIVETAL OTO TIOQAKATW
TIAQADELY OL:

Update()

{Input.GetKey(KeyCode.W))

{Input.GetKey(KeyCode.S))

{Input.GetKeyDown({KeyCode.Space)) {

{Input.GetKeyUp(KeyCode W)) {
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o Input.GetMouseButton(int button)/
Input.GetMouseButtonDown(int button)/
Input.GetMouseButtonUp(int button)

Otovvapmoelg avtég DOVAEVOLV e OLOLO TEOTIO HLE TIS TIO TAVW, HLE TN
dlxopd Mwg amevBvvovTal e TANKTOAX TTOVTLKIOV KAl Ttalgvouy oav
TIO OoLXVA oplopata Tovg apdpovg 0,1 kal 2 OV AVTIOTOLXOVV OTO
apLoteEod, dell kat peoaio kA avtiotorxa. Xororn Toug @alvetal 0To
e&NC MapAdeLypa:

Update()

(Input.GetMouseButton(B)) {

{Input.GetMouseButtonUp(@)) {

{Input.GetMouseButtonDown(1)) {

o XeoAatatedevtaia magadelypata oxvel Twe Otav 1) ovvagtnorn éxet “Down”
070 TéAog eAéyxetat povo t otryun mov Oa atnOet to MANKTEO/KOLUTTL, OTOY
éxer “Up” eAéyxetat 1 otrypr) mov O OTAUATIOEL VX TIATIETAL KAl OTaY deV
éxeLkamolx amd avtéc TIc AEEELC 0TO TEAOG, EAEYXETAL OLVEXELX AV TIATLETAL.

o Xnuewovetal emiong mws OéAovpe TéToleg oLVAQRTHOELS EAEYXOL €Ll00dOL Vo
elvat oe kamowx taxela emavaAapPavopevn dudkaoia dnwg 1 Update, kaBwg

0 éAgyxog Y elcodo OéAovue va yivetal 600 YIVETaL TO TAKTUKA.

11. Colliders & Triggers

Towg anod Ta Mo onuavtika otolx el evog video game eival ta events ov cvpPaivovv

HE DLAdQAOT) 0T AVTIKEIHEVA, OTIWS e TN oVYKQOLOT] Hall Ttoug 1 e v eloodo o€
Ui ovykekQpévn meptoxn. Tétowx events pmogovv va xonotpomnomBovv oe mANOwoa
EPAQUOYWV, OTWG, Y TMAQAdeLyHa, éva oLOTNUA HAXNG, 1 éva oLoTNUA ToL

TILEOVOTEL DLAPOQETIKA event LLe TNV €l00D0 TOL TALKTN T€ évav XwWQO.

Téoo ot colliders 600 kat ta triggers amoteAovV TteQLoxég oto xweo (2D 1) 3D) oL omtoteg
pmopel va eEummnpetovv didpogovg okomovs. H ko dixpopd toug eivat mwe ot
colliders eumodiCovv ototxeia pe dAAovg colliders va mpoomeAdoovv T meQLoXT| Kot
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TIOAKTUKA ATIOTEAOVV «aOQATOVG TOLXOVG», eV Tat triggers elval a0QaTeg TEQLOXEG OTIG
OTtoleC OTOLOONTIOTE AVTIKEIHEVO éXeL TROOPaoT. Xuvenwg, ot colliders vrtapyovv yx
V& TTQOOOMOLWVOLV TN OUYKQOLOT] dVO QUOIKWYV AVTIKEEVWY (KoL V& HETAPEQOLV
OTIOLAdNTTOTE TATQOPORIA APOPA TN TUYKQOLON ALTH), eV Ta triggers apoovV 0T
HETADOOT) TTATQOPOQLWV YL TA XVTIKE(HEVA TIOVL €L0EQXOVTAL, HEVOLV 1) eEépxovTal
amd aUTA. LNUELWVETAL TS TIQOKEIEVOL Ta triggers va avayvwoloovv éva

avTikelpevo, avtd To avtikeipevo Oa moémel va €xet collider.

O tpdmog ewwaywyrc evog collider yivetat péow tov avtiotolyov component (Box

collider, Sphere collider kAm):

v iy ¥ Box Collider @ %
Edit Collider
Is Trigger -
Material Mone (Physic Material) [
Center w o Y0 Z|0
Size w1 Tl Z|1

ITooxepuévouv to ovykekQLEVO component va AettovQyel wg trigger aprel va yivel
checked to wovtl “Is Trigger”. Ilapatnoeitatr mws vagyxovv Tedix mov opilovv Tt
nteploxr] Ba kaAvmtel avtog o collider kaOwg kat éva medlo yux Physic Material.
Yuvontika, ta Physic Materials eivat otouxetor Tov mepLéXouvv QuotKés OTNTES Y
éva collider, 6mtwe To moon TN Oa éxetn) to tooo bouncy Oa eival. Eqpooov dev doOel
kaTmolo, diatneet default Tipéc.

Inuewwvetar,  emiong, mwg ywx 2D avukelpeva, vmagxovv  avtiotoixor 2D

colliders/triggers (Box collider 2D kA).

Ot ovvaptioelg ot omoleg kaAovvtat avaAoya pe tn dkdoaot pe éva collider/trigger
elvat ot e&nc:

e void OnCollisionEnter(Collision other)

¢ void OnCollisionStay(Collision other)

¢ void OnCollisionExit(Collision other)

¢ void OnTriggerEnter(Collider other)

¢ void OnTriggerStay(Collider other)

e void OnCollisionExit(Collider other)

I'x 2D triggers/colliders ot cuvapToelg €éxovv TNV €E£NC OO

¢ void OnCollisionEnter2D(Collision2D other)
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¢ void OnCollisionStay2D(Collision2D other)
e void OnCollisionExit2D(Collision2D other)
¢ void OnTriggerEnter2D(Collider2D other)
e void OnTriggerStay2D(Collider2D other)

¢ void OnCollisionExit2D(Collider2D other)

A&iCel va onuewOel g oL oLVAETIOELS TTOL aoEoLV collisions éxovv oav dpLopa
éva Collision (doury pe mANQEOPOELEG WS TEOG TNV  EMAPY-OVYKQOLOT]  TwWV
QAVTIKEWEVVW) €V Ol OLUVAQTNOELS TIOL aoQOVV triggers €xouvv oav OQLOUX TOV

Collider Tov avtikepévou pe to omolo e0e oe emaPr] TO MAEOV AVTIKE(LLEVO.

Onwg etvat lowg epgpavéc anod to ovoua, avaoya pe v katdAnén (Enter, Stay 1) Exit)
N k&Oe ovvapTnon Ba ekTeAeoTel KATA TNV TTOWTN €MAPT), 000 YiveTal ema@r) 11 600
OTAPATAEL VO YIVETAL ETAPT] e KATIOO AVTIKE(EVO, avTioTolxa pe TG ovvOnkeg
etloodov ( GetKeyDown/GetKey/GetKeyUp).

TéAog, onuelwvetal mws MEOKELEVOL var KANOOUV oL cLVAQETIOoElS avTég, Oa EémeL
TOVAAXLOTOV €va amd T 2 aVTIKelpeva TIOL €QXOVTAL O& eMa@r) va €XOuUV €va
Rigidbody component (ko otnv mepimtwon g owkoyévelag ovvagtioewv OnCollision,

Oa mpémet to Rigidbody component va etvat non-kinematic).
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AxoAovOel cUVTOHO TTARADELY A XOT|OT|G CLVAQTIOEWV TWV TIAQATIAV® OLKOYEVELWV:

OnCollisionEnter(Collision other)

{other.transform.tag == "Enem

OnTriggerStay(C ~ other)

(other.tag == "P1

O €Aeyxog ywx to tag yivetal woTe oL CLVAQTIOELS VA KAAOVVTAL KATA TNV eTa@n Ue

OUYKEKQIHUEVA aVTIKEEVA, kKal OXL pe k&Oe collider otn oknvr).

. Coroutines
Ta coroutines amoteAovv €dWKO €(d0g oLVARTNOTEWV OL OTIOlEG €XOUV TNV WIOTNTA V&
OTAHATAVE TNV eKTEAEON] TOVS KaL va T ovveXiCovv oto emopevo frame. Etvau mtdoa
TIOAD XONOUA 0& TEQLTITWOELS TIOV AXPOQOVV OTAdLKT] HETAPOAT] pag TIUNS kKaBwg
HUTTOQOVV Vot oLHTIEQIPEQOVTaL oav T ovvaetnor Update, eva otn moaypatikdtnTa
exteAovvtal TadAANAa pe avty. ErunAéov, ta coroutines etvat o povadikdg To0T0g
ot C# va dNAwO el mwg kdmoteg evtoAég Oa ekTeAeOTOVV HETA TO TTEQAOUX OQLOLEVWV
deLTEQOAEMTWV. AKOAOLOEL TAQADELYHUA TIOL VTIODEKVUEL TOV TQOTIO OVUVTAENG TNG

dMAwomg evog coroutine:
value = 18;

IEnumerator CoRoutine()
{
{(value > 8)

value--;
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To mapdv mapdderypa pewwvel oe kaOe frame tn Tyun tov value péxot avtr) va yiver 0.
Av 0 avtiotolXog KwWOWKAg MTav O X aTAr] OUVAQTNOT), TOTE TO OWHA TNG
ovvaETnonc Oa exteAovtay oe éva frame kat anAd Oa ékave T Tiur) Tov value (o pe

o 0 katevOeiav.

IEnumerator CoRoutine()

To ovyxekouévo coroutine dtav agyloet va ekteAeitat Oa meopéverl 10 devtegoAemta

Kkat émerta Oa exxwenoet to 0 ot tiur) tov mediov value.

IEnumerator CoRoutine()

I
L

(value > 8)

value--;

AvTo T0 Mapaderypa Agtrtoveyel axQBws 0TS Kat To 19, pe T dapoQd mws HeTd amod

kaOe pelwon tov medlov value, n ovvaptnon Oa meppéver 1 devtegoAemTo.

Emtiong, n kAnon evog coroutine dev yivetal 0mwg oe kabe AAAN ovvaETnon, aAA&
uéow tng ovvagtnorng StartCoroutine. I'a mapaderypa:

Start()

StartCoroutine(CoRoutine());

Ta coroutines pumoQovV va €xouv 0QloHATA OTIWS UK OTIOLONTTOTE TLUVAQTNOT), KAl

divovtal oav oplopata evtog Tov coroutine mov divetat wg dolopa otn StartCoroutine().
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TéAoc, aliCel va emonuavOoLv kat aAdeg 2 ovvapmoels: 11 StopCoroutine([kamolo
coroutine]) katn StopAllCoroutines(). Omwg vTOdekVVEL KOl TO OVOUA, OL CLVAQTNOELS
QAUTEG XONOLUOTIOOVVTAL Y Vot dLakOPouy TN AeLTovQyia KATIOLOL CUYKEKQIUEVOD 1

OAwV TV coroutines avTioToLXA.

. Raycasting
Otaxtiveg (rays) £Xouv HeyAAN XONOLHOTNTA 0T T Vo, kKaBwe amoteAovv vontég

evOelec amo éva onueio oe éva dAAAO avayvwollovTag TUXOV AVTIKEIPEVA OTNV TTOQE L
TOVG. LUVETIWS, HTOQOVV Vi BOOVV £QAQUOYN 0TI TIEOOOMOIWOT TOL OTITIKOV TtedloOv
EVOC XaAKTNOA, KAOWS Kat e pPnxaviopovg mov agpoovLv ontAa. To raycasting etvat
N ddkaola EKTOUTNG TETOLWV AKTIVWV KAl 1] EQAQUOYN TNG MTOoQel var €xeL TNV

arxoAovOn pooen:
Update() {

' ray = Ray(transform.position, transform.forward);
it hit;
ics.Raycast(ray, hit)) {
(hit.collider != Y 1

print{hit.collider.name};

LNUEVETAL TWS VTTAQXOLY KAt AAAOL TEOTIOL Y v eriitevxOel To (d10 amotéAeoua,
Kka0ws Kal eOKEG TAQAMETOOL TIOV UTIOQOVV VA Tootefovv yia va 0ploovv 1)

UEYLOTN aTO0Ta0T) TNG akTivag kabwgs kol mowx layers va ayvorjoet 1) axtiva.

Onwe xat pe k&dBe otorxelo mov agpopd T PPAL0ONKN puokrg ¢ Unity, étot kat to
raycasting éxet elOkr) ovvtaln oe megpdAAov 2D n ool pmogel va etvat wg eENG:
Update() {
R Hit2D hit = P D.Raycast{transform.position, transform.right);
t.collider != ]
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To magaderypa avtd eEvmneetel 1000 TOV OKOTO TNG emideléng Twv 2D mapaAAaywv
vwx v xkAdon RaycastHit kat Physics 600 kat tov okomd g emideléng evog
dLAPOQETIKOV TEOTIOV Yl EKTOUTN €VOG ray. Me mapdpolo toémo Oa pmogovoe va
ovvtaxOel kot to 1° mapdderypa. TéAog, avtiotolxn eveAllia diaxelpone mapéxetat
kat oto 2D API, og 6,TL apopd antdotaon axtivag kat layers mov umopet va ayvonoet
n axtiva.
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KepaAaio 4: ITagadetypata

1. AmAS 2D character controller

Engine
n.Collections

MovementScript MonoBehawviour
speed
grounded
junpforce

D rigidbo

GetComponent<Rigidbody2D

mowve

if

Cans

arm

£
£

Orm

ans

move

grounded

2D .AddForce (Vector2 .up jumpforce

isFacing

zform.localScale
sform.localScale

OnCollisionStay2D (Colli=ionZD col
if (col.collider.t: grounded

CnCollisionExi ) col

if (col.collider.t: g 1d™ ) grounded
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2. Zoumeoupopad Y 0rtAo pe xorjon Raycasting oe 2D meoipaAAov

firePoint trar
firePoint
Debug.LogError

put .G
meToFire

100t

Vector2

e

Vector2

RavcastHi

ton ("F1 timeToFire

Time.time

Vector2Z (Camera.ma reenToWorldPoint
Ta.m creenToWorldPo
firePoint.position

firePoi
firePointPosition

mousePosition
on

Positi point, Color

hit.collider.name o
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Input .mousePosition
. .mousePo

tion) .y

..position.y

firePointPosition
100 Color

whatToHit




