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ElON elkovwy

* Textures: ELKOVEC TOU XpnolpomoLouvTal ylo va
«VTUOOUV» €Vl TPLOOLAOTATO QVTIKELLEVO.
MrmopouUv va eivat ToAANATTAWY TUTTWV
(diffuse, normal map, height map etc).

* Sprites: ELKOVEC IOV XpNOLUOTIOLOUVTAL WG
QVOTIOPOLOTAOELC AVTIKELMEVWY O€ 2D
neppairiovta.



ElON elKOvVwV
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Textures

e Albedo (avtiotowa Diffuse): Etkova rtou
neplAapfavel xpwpatikn ntAnpodopia yia to 3D
OVTLKELUEVO

* Normal map: Etkova rtou opileL Tov TPOTO LE TOV
ortoto to 3D avtikeipevo Ba pwTLoTEL

* [IpEMEL VAL OPLOTEL WC OCUYKEKPLUEVOC TUTIOC ELKOVAG!

* Height map: Ewkova mtou nepthapfavel bedopeva
yLat To Uoc tNG emidpavelag evog 3D avilkelpEvou

* Metal/Specular maps: Elkovec rtov opilouv tn
nopPn Twv aviovakAaoewv o€ eva 3D aVTLKELUEVO



Textures

Albedo texture

Normal map



Materials

* Materials: Assets ta omoia opi{ouv Tov TPOTO UE
Tov orolo Ba epdaviletal EVa AVILKELUEVO. Z€ AUTO
ouvdeovtal Ta textures kot puOULlOVTAL OXETIKEC
LOLOTNTEC.

* O Tpomoc Asttoupyiac Twv materials opiletal amno
Tov shader pe tov omoio cuvdeovTal.

* Shader: Mpoypappa mouv npoodlopilel TOV TPOTO
LLE TOV OTtOLO €va avTlkelpevo Ba (wypadiletal
otnv oBovn.



Materials

U New Material @ %
Shader

Video tutorial oxetikd pe ta materials:
https://www.youtube.com/watch?v=fD ho ofY6A

Material editor yia tov
standard shader


https://www.youtube.com/watch?v=fD_ho_ofY6A

Alyn 3D Bewpla

* 3D avTlKELEVO: CUVOAO OTTO ONUELQL OE OUYKEKPLULEVO
Xwpo (vertices)

e 2 eva 3D apyeio dtatnpouvtat mAnpodoplec mou
adopoUuV TIOLEC Elval oL eMLPAVELEC TOU (O€ Tplywva),
TOL KAVOVLIKA Stavuopota KaBe emudavelac kabwc kol ot
UV CUVTETAYUEVEC TOU OLVTLKELMEVOU.

e Kavoviko dtavuopa (Normal vector): To dtavuopa tou
elval KABeTO o€ pLa ETULPAVELO TOU OVTIKELLEVOU.

e UV OUVTETAYUEVEC: ZUVTETAYUEVEC TTOU 0pLl{OUV TOV
TPOTIO LLE TOV OTtolo Ta textures Ba «vtucouv» To
QVTLKELLLEVO.



Alyn 3D Bewpla

Kavoviko dtavuoua

Texture og UV
OUVTETAYUEVEC EVOC
KUBou



Sprites & Sprite sheets

 Sprite sheet: Elkova tou meptAapavel ToAAQ
SladopeTiKA sprites.
* Mmopet va yivel sliced peoca amno tov editor tng Unity,
epooov dnAwBel wg multiple otic puBbuioelg elcaywync.
* Sprite renderer: To component mov adpopa otnV
gepdavion tou sprite otnv 00ovn. MeplthapPavel
NMANPOPOPLEC WC TTPOC TO XPWLOL TTOU ETMLKAAUTITEL
TO sprite KaBw¢ Kol w¢ tpoc¢ To sorting layer kalt To
sorting order tou sprite.



Sprites & Sprite sheets

ANDORAS0DN

Sprite sheet pe elkOVEC yLa €va running animation

Revert | Apply | [0 |C— ] e—) 5
a

NIDQaAB0UN

O sprite editor yla to mapamndavw sprite sheet



Sprites & Sprite sheets

 Sorting layer: H dtadpopetikni otpwon aro sprites
o€ puta oknvn. Meoa armo tov editor yivetal va
OPLOTOUV VEEC OTPWOELC Kall va puBpLoTEL n
LEpOLPYLA TWV OTPWOEWV.

 Sorting order: H B€on otnv Lepapyia Ttou €XEL Eval
sprite oto sorting layer mou Bpioketat. Oco
neyaAvutepo eivat sorting order, TOc0 TILO UITPOOTA

Oa Bploketal og oXeon LE Ta UTTOAOLT sprites Tou
(dlov layer.



Animations

e Animation: Mia aAAnAouyia amno dtadopetika frames,
e to KaBe frame va opilel pla StopopeTIKN KATAOTAON
TOU QVTLKELUEVOU, e amotedeopa th Pevdaiocbnon tng
Klvnonc kot tTng aAAaync.

e 2& 2D €vac TpOmoC yla va enteuxBel eva TETOLO
amoteAeopa elval LEcw €VOC sprite sheet tou omoiou
TO KOB€ sprite avamapLoTa TOV XOPAKTN PO O
SLadbopETIKO onUELD TNC Kivnong Tou.

e Elval mpodaveg nwc 6co 1o noAAa frames umtapyouv
o€ €va animation, T0oo 1O AeTTTOUEPEC KL Smooth Ba
elval.



Animations

* Frames pnopouv va dnuiouvpynBoulv peoa amo to
nopaBbupo Animation tgq Unity kat urmopouv va
entnpealouv TTOAAQ Kol SLadpopeTIKA properties evoc
OVTLIKELLLEVOU.

* Mo mapadetypa, vo animation Evog OVTLKELLEVOU
uropet va petaBaAAel to peyeBog tou, To Xpwpa Tou
KaBwc KkaL tnv neplotpodn tou.

* 2D animations propouyv eniong va ¢gtiaxtouv
netadepovrag moAlarmAa sprites arno to napabupo tou
project peca otn oknvn.

* ZNUEWWVETAL WG Sivetal n Suvarotnta otn Unity va
KAAOUVTOL CUVOPTIOELG EVOG SCript 0€ CUYKEKPLUEVN
XPOVLKA OTLYUN €VOC animation.



Animations

Frames o€ €va animation péoa amnod to animation window

Video tutorials oxetikd pe sprite sheet slicing kot dnutovpyia 2D animation:
https://www.youtube.com/watch?v=I0IVZhHNarg
https://www.youtube.com/watch?v=VAyWkOelgRc



https://www.youtube.com/watch?v=I0IVZhHNarg
https://www.youtube.com/watch?v=VAyWk0eIqRc

Unity animator

* Animator: Component rtou diayxetlpileto OAa ta
animations evoc avtikelpevou. O TPOTOoC
dlaxeiplonc Twv animations puOuiletal amo to
nopaBbupo Animator.

* KaBe animation avamaptlotatal ano eva state. O
xapoktnpac Ba tekvnoel ekteAwvtog to default
state to omolo elval To mMpwTto animation mou
dTLAYTNKE, EKTOC av oploTel SlapopETLKAL.



Unity animator

 [La TN petaPaon amno eva animation og €va aAAo
Xpnotpormotlouvtal ta transitions, ta omotla
gvepPyoTIOLlOUVTOL BACEL KATIOLWYV TIALPOLUETPWV.

e OL TTAPOAUETPOL QUTOL pTTOPOUV VAL ELvOLL
aplOuntikeC TIMEC, Boolean tiuéc n triggers.

* H evepyomoinon N n HETAPOAN TWV MAPAUETPWV
YLVETAL LECW KWOLKA, OUYKEKPLUEVA LLE TLC
ouvapTNoELC TNS KAaong Animator: SetFloat,
SetBool, SetTrigger kAm.



Unity animator

Layers || Parameters | o Base Layer Auto Live Link

(arMName

VerticalSpeed
anAir
Jumping

isSliding

Animations/states kat transitions péoa ano to animator window

Video tutorial oxetiko pe tn dnuovpyla KATACTACEWV LECW TOU animator:
https://www.youtube.com/watch?v=7avLCkG7WOM



https://www.youtube.com/watch?v=7avLCkG7WOM

Music & SFX

* Apxela povotkng kat sound effects pmopouv va
IOl TOUV LECW TOU component pe ovopa Audio
Source.

e [La vOL UTTOPEL O TTAKTNC VAL AKOUCEL QLUTA TO
apxela, xpelaletal vo UTTAPXEL TO component
ovopatt Audio Listener (ouvnBwc otnv kUpLa
KAUEPQ).

* Meoa armno to Audio Source pmopouv va
puBLLoTOUV N EvTacon Tou nNYou, To pitch Tou, To av
Ba eival 2D ) 3D kat aAAa o €0ka Bgpata.



Music & SFX

e 2D nxoc: ‘Hyoc mou Ba akouUyetal aveéaptnTa Ao
TN B€0on Tou avtikelevou pe to Audio Listener
component. XpnOLUOTIOLELTAL CUXVA YL
background music ko optopeva sound effects.

* 3D Nxoc: ‘Hyoc tou omotlou n evtaon éaptatal Ao
TN B€0on Tou avtikelevou pe to Audio Listener
component.



Music & SFX

* Alvetal n duvatotnta eloaywync dtadopwv ePe oe
KATolouc Nxou¢ evoc Audio Source, onwc, Tt.X.,
reverb.

 [La peyaAutepn eveliéia, umtapyxet o Audio Mixer,
gva asset To omotio Sivel Ttn duvatotnta UENc
TTOAAQTTAWVY NXNTIKWV TTNYWV KABw¢ Kal th
duvatotnta dnuoupyiac StadopeTkwyY MPodiA
nXou.

* H emeéepyaoia twv dlotAtwy tou Audio Mixer
YLVETOL LECW TOU avtiotoou napabupovu.



Music & SFX

Ewkova tou audio mixer window

Video tutorial oxetikd pe tn xprion audio mixers:
https://www.youtube.com/watch?v=fJmOaBréw-E



https://www.youtube.com/watch?v=fJmOaBr6w-E

Particle Systems

* Particle system: Component mou ekmepmnet
ocwpatibla (particles) Baoetl twv puBuiloswv Tou.

* Ta particles pumopet va eivo 2D ekovecg n kot 3D
QVTIKELMEVAL.

* [Mpokelpevou va ival 2D elkovec Ba pemeL va
dwOel material pe tnv emBuUNTA €KOVAL.

* Ta particle systems, epooov yivouv cwotq,
BonBave onuovtika otnv alocontikn Kabwc Kal oTo
vevikotepo feel evoc rowyvidlou.



Particle Systems

* [5L0TNTEC TWV particles:
* Méeyebocg
e Xpwpuo
* Taxvtnta

Meplotpodn

AuvaApELg

Baputnta

Animations

Collision



Particle Systems
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H ewkdva tou particle system
component katd tn dnuloupyia

TOouv

To amotéAeopa tou particle system

Video tutorial oxetika pe tic pubpioelg Twv
particle systems:
https://www.youtube.com/watch?v=qShjsxopbfQ



https://www.youtube.com/watch?v=qShjsxopbfQ

Prefabs

* Prefabs: ZUvoAo amo avtikeipeva koL components
IOV armoBnKeVETAL oAV EVA AVTILKELLEVO OTOV
dakeo Twv assets.

* 2TOXOC TOUC €lval N eUKOAN dnuloupyla
TTOAUTTAOKWV OQLVTLKELUEVWV TIOAAQTTAEC POPEC,
XwpLc va xpelaletal vo emavarnpoodlopilovtal ta
components Kol ol puBULOELC TOUC.



Prefabs

* [NpokeLlEVOU va Kataokevaotel eva prefab, apkel
va yivel eva avtikeipevo dragged and dropped armo
TNV LEpapyilo TwV AVILKELULEVWY OTO TtapaBbupo
Project.

e Ekel Ba OnuLovpynOel Eva veo asset e To ovoua
TOU OVTLKELULEVOU UE eval UTTAE KUBO w¢ ekovidLo.

* € QUTO TO asset eivatl amoBnkevpeva OAa T
QVTIKELpMEVO-TTOLOLA TOU apXLlkoU, KaBwc Kol OAa ta
components LLE TIC puOuLoELC TOUC aKPLPWC OTIWC
ntav tTn otypn tn¢ dnuouvpyiac tou prefab.



Prefabs

* Instances evoc prefab pumopouv va dnuiouvpynbouv
kavovtac drag and drop to prefab amo to
nopaBupo Project peoa otn oknvn.

e O,TL aAAayn Yivel o€ kamolo component tou prefab
HEoa armo 1o Project Ba yivel avtopata os KAOe
instance tou prefab.

* Av aAAaéel kamola puBuLon evocg instance KATOLOU
prefab 6ev Ba yivel avamapoaywyn the aAAayng ota
uTtoAouta instances, eKTOC Kal av tatnOeL To
kovurtt “Apply” otnv kopudn Tou inspector.



Image effects

* Image effect (] post-processing effect): Ep€ mou
TOTTOOETOUVTOL OTO QVTILKELUEVO TNG KAUEPOAC LLE

OKOTIO va pHeTafaAAouv N va BeATlwoouv thv
£LKOVAL.

* Ta image effects eival to kUpLo peoco yia BeAtiwon
TNC aLLoONTIKNC o€ €va TalLYVioL.

* QQoT000, Ta image effects elvall apketd kKootofopa
KOlL LItopoUV va TPoKaAEcoUV TipoAnpaTa o€
frame rates. 2e mobile mAatdoppuec anodpevyetal
£viova N xprnon touc.



Image effects

* JuvnOn image effects
* Anti-aliasing
* Bloom
* Flares
Vignette
Chromatic aberration
Depth of field
Motion blur
 Ambient occlusion



Image effects

* MoAAa dradopetika image effects divovtal armno tn
Unity LECW TOU £TOLUOU TIAKETOU LLE TO OVOUO
“Effects”.

* [La xprion touc apket eva drag and drop tou
avtilotolou script amo tov AKeAO scripts mavw
OTO OVTIKELMEVO TNC KAUEPOLC.

* [lpooTiBeTOL £TOL OTNV KAUEPA EVA AVTLOTOLYO
component HE TIC LOLOTNTEC KAl TIG pUOULOELS TOU
KaBe edE.



Image effects

Xwplic image effects




Image effects

Me image effects




Ul

 Meoa otov editor tng Unity divetal n duvatotnta
geloaywync otoxelwv User Interface (Ul) onwcg
LLEVOU, KOUMUTILA, KELWLEVO KOl ELKOVEC.

* OAa ta Ul otouela eivat moitdLd evoc aVTIKELLEVOU
Canvas otnv Lepapyia.

* [La TN owoTr TorMoBETNON TWV OTOLXELWV UTIAPXEL N
duvatotnta va oploTtel N BEon Toug o€ oXEoN UE TO
QVTIKELMEVO-TIATEPA TOUC KABwC Kal To pivot Toug,
dnAadn to onpelo armod To omnoilo MEPVAEL O AEOVOLC

nepLoTpoPncC.



Ul

* Ta Lo cuyva Kot Baowka Ul otowxela eival ta €€nc:
* Canvas
* Panel
* Button
* Text / Image

* Alvovtol EMUTAEOV components to omola adpopouv
oto layout twv Ul otoyeilwv, OMwe To nwg
ocuunepldEpovtal oe dSlapopeTikeC 000vec N otnV
opadormoinorn Toucg KATtA YPOLUUES, OTNAEC KoL O€
TAEY QL.



Ul
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Video tutorial oxetiko pe
TNV tomoBetnon Ul
oTolxelwv:
https://www.youtube.com/
watch?v=rsZM3q74Q2k



https://www.youtube.com/watch?v=rsZM3q74Q2k

Builds

* To TpE)OV project pnopet va yivel build oe
EKTEAEOLUO TTALXVLOL yLa OTTIOLAONTIOTE ATIO TLG
NOPEXOUEVEC TTAATPOPUEC LEOW TNC ETLAOYNC
File>Build Settings

* Ekel Ba {NTtNOel va erttheyel n mMAaTdoOpua yLa TNV
ortola TtpoopLleTaL TO TPEXOV oy VidL KaBwc Kol va
VLVEL N ElCaywyn TwV okNVwV (scenes) tou Ba
neplAapfavovtal oto maxvidl. H ogpad twv
OKNVWV €XEL onUocia Kat ylott To maxvidl Oa
EekvnoeL va ekteAeital amo tnv 1" oknvn aAAa ko
yLa tn SLaxelpLor TouC HECW KwALKAL.



Builds

& PC, Mac & Linux Standalone |_

Android

H 105
Wy tvos
ﬁ Tizen
° Xbox 360

';‘ Xbox One

To mapaBupo e TIc emthoyEg yia to build



Asset Store

* To Unity asset store amnote)Ael tlotooeAida rtou
rnieplAapfavel moAAa SLtapopeTKa assets.
Kataokevalovtal ano aAlouc developers kai
LLTTOPEL VOL TPOCHEPOVTAL OE KATIOLO KOOTOC N KOl
dwpeawv.

* Evtoc tou Unity Editor untapyet mapaBupo mou
oUVOEETOL UE TO asset store Kal TPOChEPEL TN
duvatotnta AMEONC ELCAYWYNC TWV KATEBACUEVWV
assets.



