Scripting og Unity

MéEpocg 20



Lerp

* O 6pog lerp mpokuTtteL ano tnv evvola tou linear
interpolation (ypapuikn apepBoln), kat agopa otn
),\it}foupvtaq OMOANG HETAPAONC QTTO LAl TLUN OE Lo
QaAAN.

* Evtog tou API tng Unity ouvavtatot o€ S1adpopeg
LOPPEC OL OTIOLEC EXOUV YEVLKA TNV £ENC HopdN:
* Lerp(tiunl, Tiun2, tiun napepBoAng)

* H T mapepPoANC elval Evac TIPayHOTIKOC apLlOUOC
arto 1o 0 ewg to 1. Otav n tpn avth eivatoto 0, n
ouvaptnon Lerp Ba emtotpe el TNV MPWTN TN EVW
otayv n T avtn ivatl oto 1 Ba emotpedel tn deutepn
Tun. Av n tun €tvat oto 0.5 Ba eriotpeP el Tn pecala
TIUN AVAPESQ OTLG SUO TIUEG. AVTIOTOLXOL AELTOUPYEL KOl
yLa ortotadnmote aAAn T mapepBoAnc.



Lerp

* OL OUYVEC HOpdEC OTLC oTtoleC Bal cuvavTaTal N
ouvaptnon Lerp eivat ot €€Nc:
 Mathf.Lerp(float a, float b, float t);
» Vector2/3.Lerp(Vector2/3 a, Vector2/3 b, float t);
e Quaternion.Slerp(Quaternion a, Quaternion b, float t);

* Video tutorial yla xpion tTwv cuvaptTNOEWV
Mathf.Lerp kot Vector3.Lerp: Modulating values
with Lerp - Unity Official Tutorials



https://www.youtube.com/watch?v=cD-mXwSCvWc

Coroutines

e Ta coroutines amoteAoUV ELOLKEC TIEPLITTWOELC
CUVOPTACEWV TTOU £XOUV TNV LOLOTNTO va eKTEAOUVTAL
ava dlootnpata.

e Evw n KANonN HLa¢ amAng cuvaptnong amo tnv update
Ba polmnobeTel mwc OAn n ouvaptnon Ba pEmeL va
ekteAeotel og €va frame, €va coroutine pmnopet oe
OTIOLOONTIOTE CNLELO TOU CWHATOC TOU VAL ETLOTPEYPEL
TLC aAAQLYEC TTOU £XOUV YLVEL KOIL VOL CUVEXLOEL TNV
£KTEAEOH TOU OTO €MOpEVO frame.

e NOYW TNC LOLOTNTOC QWUTNC, Eva coroutine pmopeL va
BewpnBel mwc ekteAEiTOL TAUTOXPOVA UE TNV
ocuvaptnon Update().



Coroutines

e O TPOTOC |LE TOV OTIOL0 OTOHUOTAEL TIPOCWPLVA TNV
EKTEAEON TOU €va coroutine elval XpNOLULOTIOLWVTOLC
TNV €ENG YPOUUN:

e yield return null;

* Ebooov ekteAeotel autn N ypauun, o,tL aAayn

£XEL YIVEL OTO oW TOU coroutine HEXPL EKELVN TN

ypopuun 8a kataxwpnBouv Kot 0 UTTOAOLITOC
KwoLKa Ba ekteAeotel oto enopevo frame.

* [La vaL oTOMOTAOEL N EKTEAEON €VOC coroutine

XpnowLomoLeital n €€NG yPOLULUN:
e vield break;



Coroutines

* Meoa amno coroutines divetal eniong n duvatotnta
EKTEAEONC KWOLKA LLETA TO TIEPOLC KATTIOLOU
OUYKEKPLUEVOU XpoViKoU SLaoTAUOTOC.

e AUTO YlveTal HEOW TNC €ENC YPALLLAC:

* yvield return new WaitForSeconds(seconds);

omov seconds eva float 0plopa to omolo
npoodlopilel peta oo mooa devtepOAeTTa O
OUVEXLOTEL N EKTEAECN TOU coroutine.



Coroutines

* O tunog erotpodrg evog coroutine eivat IEnumerator,
TIOU OTTOTEAEL TN KAQLON TTOU ETUTPETIEL TN XPNON TNG
Aettoupylacg yield.

* Av Kal givat cuvaptnoELg, Ta coroutines dev kalouvvral
LE TOV TtapadOCLOKO TPOTIO OAAGL LECW TNG
ouvaptnong:
StartCoroutine(<ovopa_coroutine>(<oplopoata>));

* Avtiotolxa, untapyet n StopCoroutine mou maipveL oav
oplopa gva string LLE To OVopa EVOG coroutine Kol
OTOLLOTAEL TNV EKTEAECH TOU.

* Tehog, umtapxel n cuvaptnon StopAllCoroutines() ou
OTQUATAEL TNV EKTEAECN OAWV TWV coroutines Tng
TpEXYoVoaC KAaonc.



Coroutines

* Mapadelypa xpnonge:

public Vector3 newPos;
void Start() {
StartCoroutine(LerpCoroutine(newPos));



Coroutines

IEnumerator LerpCoroutine(Vector3 pos) {

float tParam = 0;

Vector3 orPos = transform.position;

while(tParam < 1) {
tParam += Time.deltaTime;
transform.position = Vector3.Lerp(orPos, pos, tParam);
yield return null;

}

yield return new WaitForSeconds(3.5f);

print(“Lerping is done.”);



Coroutines

* Video tutorial mavw otn xpnon coroutines:
Coroutines - Unity Official Tutorials



https://unity3d.com/learn/tutorials/topics/scripting/coroutines

Y UVTETAYEVEC 0BovNC & KOOUOU

* Elvall ouxvo va BEAOUE VO TOWUTLOOUIE KATTOLO
oNUELO TNC 000VNC UE KATIOLO ONUELO TOU KOGLLOU
Tou TtayvioLou. Na mapadeypa, Eva KALK o€
KATolo onpeilo Tng 08ovnc va epdavilel KATOLO
QVTIKELEVO LECA OTO TTALXVLOL.

* MMpodavwce, Wotooo, N 08ovn £xel SLaPOPETLKO
oUOTNMO CUVTETAYUEVWY OE OXEON UE TOV KOOUO
TOU TtayvLoLoU, Kol paAlota purmopel var aAAaleL
SLapKkwe auTto epooov aAlaleL n avaluon Tou
nopaBbupou.



Y UVTETAYEVEC 0BovNC & KOOUOU

* JUYKEKPLUEVD, OE OUVTETAYMEVEC 000VNC, N KATW
aploTepn ywvia avtiotolyel oto onueto (0,0) evw n
novw OELA ywviol oVTLOTOLXEL OTO ONMUELD
(Screen.width, Screen.height), omou
Screen.width/height nebia mou nepypadouv tov
aplOuo pixel oto MAAToc Kot UPoc TS 0Bovnc
avtiotouya.

* [La tapadeypa, o pla 1080p avaAuvon, to

Screen.width Ba eivoit 1920 evw to Screen.height
Ba eival 1080.



Y UVTETAYEVEC 0BovNC & KOOUOU

* Meoa arno to APl tnc Unity divetaw n duvatotnta
VO OlVOKTAOOUUE TN B€0N TOU TTOVTIKLOU O€
OUVTETAYUEVEC 0B0VNC. AUTO YLVETAL HECA ATTO TO
Vector3 neblio:

Input.mousePosition

* Erteldn ol ouvtetayuevec oBovnc Kal KOGUOU
ouvdeovTal HECA ATTO TN KUPLA KApEPA TtPORBOANC,
oTnNV avtiotolxn KAAon tn¢ Kapepac Pplokovtal ot
OUVOPTNOCELC TTOU LETATPEMOUV EVA ONMUELO OTNV
00ovn w¢ onUELo 0TO KOOHO.



Y UVTETAYEVEC 0BovNC & KOOUOU

* H ouvapTNOELC TTOU ETILTPENOUV TNV QVTLOTOLXNON TWV
SLOPOPETIKWY CUOTNUATWY CUVTETAYUEVWV Elvall oL
e&ng:

* ScreenToWorldPoint(Vector3 position)
* WorldToScreenPoint(Vector3 position)

* OL CUVOPTNOELC AUTEC aviKouv otnv kKAaon Camera Kol
dev elvaul static, kaBwc xpelalovtal KATTOLO AVILKELUEVO
e component Camera Baocet Tov omoiou Ba kavouv
TNV avtlotoiynon.

e Emteldn ouyva umapyxet pia MainCamera otn oknvn,
Xxpnotporoleital to static medlo Camera.main to omoio
arnevOuveTOL O AUTNV.



Y UVTETAYEVEC 0BovNC & KOOUOU

* Video tutorial mavw otn xprnon twv 6LadpopeTIKWV
CUOTNMATWY cuvieTaypEVWVY: Unity Mobile Dev
From Scratch: Understanding Screen and World
Coordinates for Raycasting



https://www.youtube.com/watch?v=7QomGnOyQoY

Raycasting

* OL akTivec (rays) €xouv PeyaAn xpNOLLOTNTA OTO
rioyvidlo kabwce Asttoupyouv we vontec euBelec
avapeoa o€ 2 onuela Tou avayvwpilouv TuXOV
gUTIOOLOL OTN TTOPELQ TOUC.

e XpnotlpomnotoUvtal KUplwe yla avixveuvon
QVTIKELLEVWVY KOL UITOPOUV va Bpouv TTOAAEC
epapuoyec o€ KaBe Tumo mayvidLou.



Raycasting

* H dtadkaoial TNG EKTTOUTTN G TETOLWV AKTIVWV
EUTIAEKEL YEVIKA TA €N C OTOLXELAL:

* Tn kAaon Ray, TNG omolag Ta aVILKELEVA avaTTopLOTOUV
LLLOL QLKTLVOL e TIPOEAEVON, KATeLOUvVON Kal,
eVOEXOUEVWC, UNKOC.

* Tn kKAa&on RaycastHit, Tng omolag ta aviikeipeva
MEPLEXOLV TIANPOoPOPLEC WC TIPOC TN ouUvVAVTNON
OVTLKELUEVWV PE JLOL OKTIVAL.

* Tn ouvaptnon Physics.Raycast n omoia emiotpePel
epOoovV KAToLo aKTiva cuvavtnONKe e KATIOLO
QVTIKELWEVO.



Raycasting

* H duadikaoia Tou raycasting pmopet va yivel wg
€4NG:
void Update() {

Ray ray = new Ray(transform.position,
transform.forward);

RaycastHit hit;
if (Physics.Raycast(ray, out hit)) {
if (hit.collider != null) { //Hit! }

}



Raycasting

 [La 2D meptBaArlov n dwadikaocia dStadopormoleital
WG €ENG:

e Xpnolpormoleitat n kKAdon RaycastHit2D avti yla tnv
kAdon RaycastHit.

* O €A\ey)O0C ylveTaL LECW TNC OUVAPTNONG
Physics2D.Raycast avti tn¢ Physics.Raycast. H
Physics2D.Raycast eniotpedel eva RaycastHit2D avtl yia
bool.



Raycasting

* Eva mapadeypa tne xpnong raycasting oe 2D eptBaAiov
Ba ntav wc e&nc:
void Update() {

RaycastHit2D hit = Physics2D.Raycast(transform.position,
transform.right);

if (hit.collider !=null) { //Hit! }

* Video tutorial mavw otn xprion tou 3D raycasting:
Raycasting - Unity Official Tutorials



https://unity3d.com/learn/tutorials/topics/physics/raycasting

Eriikowvwvio petaév scripts

* [MoAAEC dOpPEC €lval XpNOLUO VA UTTAPXEL N
duvatotnta va KAnBel i cuvaptnon evog script
LEoa armo Kamolo aAAo script. Ia va yivel auto
uTtapyouv dUo dnuodLAeic TpoTmotL:

* Méow tou component Tou aAAou script
* Méow evog public static instance tou script



Eriikowvwvio petaév scripts

* [La vat KANBEeL pla cuvaptnon evoc script amo aAlo,
apKeL N ouvaptnon va eivat public kat to devtepo
script va pmopetl va avadepBel oto avtiotowyo
component.

* [La va propet va avadepBel oto component tou
AAAOU script UITOPEL VAL XPNOLLLOTIOL| OEL KATTOLO
public mebdlo N, o cuyva, tn cuvaptInon
GetComponent.



Eriikowvwvio petaév scripts

* Ebooov to component oto omoio BeAoupe va
avadpepBoupe umtapyeL povo pia gpopa (m.x. Evog
game manager) UWopoU E VO XPNOLUOTIOL)OOUE
eva public static instance tou script.

e AV TO script TLEPLEXEL pLaL KAAlON E TO OVoua
MyClass, to medio auto Ba €xeL tnv €€nc popdn:

public static MyClass instance;
void Awake() {
instance = this;

}



Eriikowvwvio petaév scripts

* AV UTTAPYXEL KOl EXEL apxLKoTtoLNBel to medio
instance, punopet va mpoome\oTEL OO
ortotodnNTote AAAo script w¢ €€Nc:

MyClass.instance.<meblo/uébodoc>
epooov to nedio N n neEBodoc eival public.

e Emedn n kAaon MyClass eiva public, Ta public
static mebla TNC elvoll opata amo onmoladNmoTe
aAAn kKAaon.



Delegates

* To delegate amoteAel el61KO TUTIO O OMOLOG
arnoteAel avadopad o HeBOOOUC LE CUYKEKPLUEVO
TUTo €MLoTpoPnC, TANOOC Kol TUTIO OPLOUATWV.

* H xyprion twv delegates pmopet val KAVEL TOV KWOLKOL
TTOAU OUVALKO KOl EVEALKTO KL UrtopouV va
BonBnoouv napa MoAL oTNV Opyavwon Tou.

* Ebooov clmaxtei eva delegate, unopo()v val
npooteeouv n va acboupeeouv ouvapmoaq of3
OUTO. AV UTTAPXEL E0TW KOl pia ouvapmor] otnv
ortola avadepetal to delegate, pnopet var KAnO«ei
LLE LOLO TPOTIO OTWC LLLOL OTTAN cuvaptnon.



Delegates

* Mapadelypa oplopol delegate:
delegate void MyDelegate();

* Ontolodnnote delegate tumouv MyDelegate maipvel
LLOVO avaPpOpPEC O OUVAPTNOELC LE TUTIO
emiotpodnc void Kat xwplc Kapio mapapeTpo.

* H kataokeun evog delegate autoL TOU TUTIOU
ylvetal amAd w¢ €€Nc:

MyDelegate myDel;



Delegates

* Eotw oL €€nc ouvaptnoslc:
void foo() { void bar() {
print(“5”); print(“10”);
} }

* AdoU ol ouvaptnoelc foo kat bar Tatplalovv otov
TUTo TOU delegate ou €xeL opLotel pmopouv va
npootebouv oto myDel wc eénc:

myDel += foo;
myDel += bar;

* Mg avtiotolxo TpoTo unopet va adalpebel pia
avadopa ano to delegate.



Delegates

* OAec oL CUVOPTAOELC TTOU £XOUV TtpooTeDEL oTOo
delegate Ba exteAeotoUV WC €€NC:
//If myDel is referencing any functions
if (myDel != null) {
myDel();
}

* Video tutorial oxetiko pe tn xpnon delegates:
Delegates - Unity Official Tutorials



https://unity3d.com/learn/tutorials/topics/scripting/delegates?playlist=17117

Lambda expressions

* Eva lambda expression eival mpoKTKa pio
QVWVU N ouvapTnon nou oplleTal EVTOC ULOG
aAAnc cuvaptnonc.

e XpnOLUOTIOLELTOIL oUYVA VLo va armtodeuxOel n
dnuoupyila EEXwWPLOTAC CUVAPTNONG OV AUTA EXEL
LLLKPO oW N TIPOKELTAL VO XpnoLpomnonBel povo
uLa popa.

* Mo moAAeC popec ta lambda expressions
XpnoLyomoLlouvtol o€ cuvepyaoia pe delegates.



Lambda expressions

* O opLopoc evoc lambda expression yivetal pe tov
e&€nc tpormno:
(<oplopato>) => { <owpo_ouvaptnonc}

 [La mapadeypa, xpnolponowwvtag to delegate
myDel amno ta nmponyoupeva mapadeiypata Ba
uropoVoape vo mpooBecoupe Tn AeLtoupyLlkoTnT
Tn¢ ocuvaptnonc foo wg e€nc:
myDel += () => { print(“5”); };



Enumerations

* Eva enumeration amoteAel TUMO OV AVTLOTOLXEL O€
uLa cuAAoyn amo otaBepec mou cupPoAilovtal pe
Karotlo A&E€n.

e XpnotlpomotoUvTal yla opyavwaon Kot ytot EUKOAO
KOlL YPNYOPO EAEYXO LETOEL TV OLOPOPETIKWV
TLLWV.

* Mapadelypa oplopol enumeration:
enum Direction {North, East, South, West};



Enumerations

* AdoU €XeL OpLOTEL O TUTIOC TOU enumeration,
LUTTOPEL vaL TLAXTEL pia avadopd o€ aUTto WE €ENC:

Direction dir;

e Kol propet vat 600el Tiun o€ avtnv tnv avadopa
£TOL:
dir = Direction.North;

* Video tutorial mavw ota enumerations:
Enumerations - Unity Official Tutorials



https://unity3d.com/learn/tutorials/topics/scripting/enumerations?playlist=17117

Scene management

* [La evaAAayn okNVwV EVToc Tou rtoyvidlou
XpnoLlpormoLouvtal Ta £€NC otolxeia Tou APl tng
Unity:

* SceneManager.LoadScene(int/string scene): MNaipvel cav
oplopa €ite 1o build index pwag oknvicg eite To Ovoud TG
Kol TN GOPTWVEL.

* SceneManager.GetActiveScene(): Emiotpedel eva
QVTLKELEVO TUTIOU Scene Tou OVTLOTOLXEL OTN TpEXOUOX
oknvn. To nebio
SceneManager.GetActiveScene().buildIndex avtiotouyet
oto build index tn¢ tp€xovoac oknNVNcC.



Scene management

* JNUELWVETAL TTWC YLa TN XpNon Twv mopamavw
ouvopTtNoewv Ba pemel va eloayBel ko To
QVTLOTOL(O hamespace HECW NS €ENC YPOLULUNG:

using UnityEngine.SceneManagement;



Animator

* [NpoKeLLEVOU VO TpoToTIolNOoUV oL TP ALLETPOL
TOU animator component xpnoLLomoLlouVToL oL €ENC
OUVOPTNOELC TNC KAAoNC Animator mavw o€ KAmoLo
avTlkelpevo (€otw Animator anim):

e anim.SetFloat(<ovopa_mapaperpou>, <TIUA>)
* anim.SetBool(<ovopo_mnoapapEtpou>, <TLun>)
* anim.SetTrigger(<ovopo_TmopapETpou>)
e Avaloya PE To TwC £XEL puBuLoTel 0 animator tou

aVTIKELLEVOU Ba tpokU el SLadOpPETIKO
QTTOTEAECHOL QIO TLC CUVAPTHOELC AUTEC.



