Zepvapla Video Game Development
2N epyooia
Hpepopnvia avakoivoong: 15/11/2016
Hpepopnvia vmofoAng: 25/11/2016 23:55

Ewcayoyrn):
LKOTIOG QVTNG NG epynoiag eivar va épBete ae emagn pe amAgg xpnoelg tov API yux
N SNpoLPYIN OPIOPEVMV SCIipt KO VX TO KAVETE VA AEITOVPYNOOLYV KXPHOVIKK HE
Aertoupyieg Tov editor. Ta faoikd otoeia pe Ta omoia B aoyoAnBeite Ba eivat:

* Ul kou Scene management

» Colliders ko triggers

» Particle systems

* Character controller

* Animations & animator

* Audio sources

* Coroutines

Oa d00¢el makeTOo e assets oTo eclass ta omoia Ba pEMEL va E10AYETE Kal va
XPTOLHOTIOWOETE YO VO DAOTIOINOETE TO {NTOVHEVO NG epyaoiag. ITio cuyKekpipéva,
Ba mpemel va €xete pia oknvn pe éva TOAD amAO HeVoL 1| ool 08nyel o€ P devTEPN
OKNVI| HEO® €VOG KOLUTIOV. TN S€VTEPT| OKNVI], HE XpNOT TV Sdedopévav assets, Ba
QTIAEETE Evav XapakTrpa pe Vo (2) animations: éva idle kon éva walking animation.
O yapoaktipag avtog Ba mpenel pe eil0odo ToL TAIKTN Vo Kveiton Kot va aAAGLEL amo
TO éva animation oto dAAo. Enetta, Oa mipémnel va vmdpyetl éva avtikeipevo §e§1d tov
MK TN TO omoio PO To ayyilel Ba e€apavietal, Ba akovyeTon €vag NYog, Ba
epeavidovton kamowx particles ko petd amo tpia (3) devtepoienta B aAAGlel 1
oknvr] Kat Ba yopilel otnv apyir).

AvoAvTika:
1. Katefalete 10 asset package amo 1o eclass oto akoAovBo link: Asset package
yla 2n aoknor. Xe auto Ba Bpeite spritesheet yiax Tov xapaktnpa, €va sprite yi
TO AT KO VA Sprite o€ oXNHA A0TEPLOV Yl TO avTiKeipevo pickup kaBmg
KO ylo Tox particles.

2. Tlpoteiveton va aoxoAnBeite mpoTa pe TN 2N OKNVI] IOV TIEPLEXEL TOV TIOUKT.
Oa pémel va xwpioete péow Tov sprite editor To spritesheet mov mepiéxel T
SV0 SlaopeTikG animations tov maiktn (idle otnv 1n oepd, walking ot2n).
A@oOTov Ywploete Ta sprites, HTIOPEITE V& CLUVEXIOETE GTN SNUI0LPYIA TV
animations peoa amno to nap&Bupo animation K&l 6TO GTNC1O TOL animator,
opilovtag TIg oXeTIKEG peTafdoelg (transitions) Kot 0, Tt TAPAUETPOVG TLXOV B
XPEIOOTELTE.


http://eclass.uoa.gr/modules/document/file.php/DI413/%CE%95%CF%81%CE%B3%CE%B1%CF%83%CE%AF%CE%B5%CF%82/2nd_assignment_package.zip
http://eclass.uoa.gr/modules/document/file.php/DI413/%CE%95%CF%81%CE%B3%CE%B1%CF%83%CE%AF%CE%B5%CF%82/2nd_assignment_package.zip

3. 'Eneutq, Ba mpéenel va oriaete Eva script peoa and to onoio Ba eAEyxete Tov

maikTn va mnyaivel §e§1d Kot aplotepd, KaBg Kol va aAAdlel animations omo
idle og walking kon avtioTpo@a avdAoya pe TO av 0 TIAIKTNG KIVELTOL 1] OXL.
AEN ypelaleton va Tia&EeTe Aettovpyia yia jump aAAG av BEAeTe eloTe QUOKA
gAevBepol. X oeAiba Tov pabrpatog oto eclass pmopeite va Bpeite ota
'Eyypago>Awagopa éva scripting quick start guide yia Unity oto onoio
BplokovTtan apKeT& amd 00 €XOVHE TEL 0TO PHABNUA, KaB®g Kol mapadelypa
evog controller yix 2D yapoaktrpa.

E@bdoov Aettoupyet o controller tov naiktn 0nwg npenet, Ba xpelaotel va

dnuovpynoete To avtikeipevo pickup (aotept) padi pe eva particle system kot

va To puBpioete €101 WOTE OTAV 0 MAIKTNG TO ayyi&el (e xprion triggers) va

ekteAeotel n e€NG oEIPd evepyeELRV:

1. Epogavion twv particles

2. Avamopaywyr Tou HIKpoL NYNTIKOV KAUT oL TEPIAapBAVETOL OTO asset
package

3. AMN\ayr} OKNVIG 0TO GPYIKO HEVOD HETA TO TIEPUG TPLwV (3) SevTEPOAETTOV

2T OLVEXELN PTTOPEITE VO SNHIOVPYNOETE TN TIPAOTN OKNVI], N omoia Ba eivat
éva TIOAD ortAG pevoD pe 2 Koupmid: €va To omoio aAAG{el T oknvn ot 21 (pe
TOV TKIKTI KO TO AOTEPL) KO VX TO OTIOI0 KAVEL quit Kot KAgivel To oy vidt.

AOUTEG TANPOPOPIEG:

Kata 1o slicing Tou xapaktpa I0mG TapatnprioeTe TG To 20 Kol To 40 sprite
o€ KaBe oelpa elvon Kot eva pixel yapnAdtepa, onote Ba mpéenel iowg va
HETAKIVI|OETE KATIWG TO Pivot ylot KAAVTEPN OMOTEAETHATA.

Aev Ba xpelaoTel va eloayete Kaveva amo ta standard assets o€ avTO TO project.
To sprite y1o0 T0 TATOHA €ivon OMAG Eva TETPAYWVO, OTOTE Ba Xpe1oTEL KATIO0
HETAOYTHATIOHO V1O VO AEITOLPYEL MG TAT®A.

[Tpokelpévou Ta particles tou particle system va €xouv o aoTeplov Ba
TIPETEL VO PTIXYTEL OYETIKO Material Tov omoiov o shader va eivan otnv
O1KOYEVElx TV particles.

INa va yivel n ekmounn| twv particles péoa and script, apkel va KAnBet n
ovvaptnon Emit(<ap1Buog_particles>) navw o€ éva reference evog particle
system. Onote Ba nipénel eite pe public, eite pe private medio va maipvete 1o
particle system kot Tavew o€ avTo v KaAeite Tnv Emit.

Tooo ywx to AudioSource 600 ko ywax 1o ParticleSystem Ba nipémnel va yivet
oaQeg wg dev Ba Eexvave kata 1o Awake ko 6ev Ba kavouv loop. Avto
pLBHIleTON COPMOG PHETT ATIO TIG EMAOYEG TOL COmMponent GTOV inspector.

Kata mdoa mBavotnta, 6Aa 0oa amoitel autn  &oKNon KAALTITOVTIAL amd Tig
Slxpaveleg, Ta apadeiypata kot ta video tutorials ov meptAapfavovtan oTig



dlxpaveleg. Av auTég ot iNyEg dev enapkovy, Google is your friend.
«  @uoka yx onoladnnote anopia pmopeite va anevBuvOeite otn mepLoym
ov{nNmoewv G oeAidag Tov padnpatog oto eclass.

TMapadotéo:

Onwg kot ot 1n epyaoia, Ba mpemnel va napadobel .zip apyeio mov Ba mepthapfaver
TO eKTEAEOIHO apxeio “Askisi2.exe” padi pe tov @akeAo “Askisi2_Data”. H epyaoia
€lval ATOHIKT).



