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EYXAPIZTIEZ

H trapouca TrTuxiokn gpyacia oAokAnpwOnke og peyadAo Xpovikd didoTnua,
o€ éva Oxl Kal TOoO yvwoTd aAAG evOIOQEPOV QVTIKEIMEVO, OTTWG AUTO TNG
avATITUENG TTaIXVIOIWV. TNV TTPOooTTABEId PHag auTh UTTOOTAPICE O ETTIBAETTWY
KabnynTtAg Mag, Tov otroio Ba BéAaue va euxapioTriooupe. EmimmAéov, Toug
O1adIKTUOKOUG TTpOoYpPauMaTIOTEG JEéow YouTube kal og diagopa forum TTOU
BoriBnoav otnv ekuddnon Tou TTPOYPAPMATOS TTOU XPNOIKNOTTOINCAUE, OAAG

KAl OTOV TTPOYPANMPATIONO TNG OWOTAG AEIToupyiag Tou Traixvidiou.

Avbpeadakng Kwvotavtivog - EEAES lwavvng



Avamnrtuén NatyvidloL pe to Unity3D oe C#

Avbpeadakng Kwvotavtivog - EEAES lwavvng



Avamnrtuén NatyvidloL pe to Unity3D oe C#

NEPIAHWH

H trapouoa TTuxIoKkr epyacia aoXoAgiTal ge TNV avarmTugn mraixvidiou Ye TNV
BonBeia ¢ unxavng Unity3D. H Biounxavia twv mraixvidiwv pe tTa Game
Engine €xel dwaoel Tnv duvaTtdtnTa OTOUG VEOUG TTPOYPAUUATIOTEG va TIG
XPNOIUOTTOIoUV Kal va gpyadovtal EUKOAA €va PEYAAO UEPOG aTTO autoug. H
TTAPOKATW TITUXIOKN KAVEl hia avagopd oTnv loTopia Twv Game Engines aAAd
Kal €101kdTEPA 01O Unity3D ,pue oKOTTO TNV dnuioupyia evog Traixvidiou 3D atro

TO uno&év.

ABSTRACT

The present thesis concerns the game development procedure based on
Unity 3D game engine. The game industry, nowadays, gives the opportunity
to upcoming game developers to design and develop games with free tools
that even high tech companies use. The following thesis refers to the history
of games and in particular to Unity 3D, in order to develop our own video

game from scratch.

EMIZTHMONIKH MEPIOXH: ApxitekTovikry HAEKTpOVIKWY YTTOAOYIOTWV
NAE=ZEIZ KAEIAIA: Unity, game, engine, scripting, pBiounxavia traixvidiou
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KegpdAaio 1° : Eicaywyn

1.1 loTopIk avadpoun
H 1otopia Twv Game ENngines &ekivd pe Tnv dnuioupyia Twv TTPWTWV

TTaxvISIwyv ,0TTou N KABe eTaipeia €ixe kal TNV dIKIG TNG PNxavr avamtu¢ng.
2TIG NEPEG PAG Oiyoupa TTOAAEG TAIPEIEG AKOPA aKOAOUBOUV auTd TO TTPOTUTTO
aAG  TTAéov, uTTdpxouv dlaBéoiya  dwpedv  TTPOYPAPMATA  AVATITUENG
mraixvidiwv(Unity,Unreal Engine KATT) ,kaBwg Kal evnuUEPWTIKA BivTeo(tutorials)

OTTOU 0 KaBEvag pTToPEi va €xel oTnv dIABEar) Tou.

O1 punxavég TraixvidIwv KAVOUV TNV EPQAVIOT) TOUG OTIG apXEG TNG OEKAETIOG
Tou '90 ue 1O Eekivnua Twv 3d ypa@IKwy, OTTOU ATTOYEIWOE TNV Blounxavia Twv
NAEKTPOVIKWY  TTAIXVIOIWYV. 2TA MECA TNG ONUAVTIKAG QUTAG  OEKAETIOG
KaBiepwbnke o 6pog game engine ,ue Ta Traixvidia "Doom" kal "Quake" va
Kavouv Tnv erravdcTtaon oto game developing. Metd tnv emituyia Twv dUO
autwv TTaixvidiwv  didgopol  developers dpxioav kal ayopalav Bacikd
KOMMATIO Kal GpXIoaVv va TTPO0BETOUV BIKA TOUG AVTIKEIMEVA OTO TTaIXVidl OTTWG
OTTAQ Kal dIdagopa ypa@ika oToixeia. ‘ETol o kaBévag dpxie va avatmtuooel TO
Baoikd TTpdypapua yia otroia TTAAT@OpUa ABEAE Kal uTTopoUcE akOua va Ta

TTouAfoel oav EexwploTd video games.

AuTO €yive TTpaypaTikoTnTa To 1998 e TNV Unreal Engine, n oTroia TTpopr0eue
Tnv Epic Games ,0pw¢ Ol PnXavéG AuTEG AKOUA MTavV AYVWOTEG YIA TOUG
developers KaBwg oI PNXAVES YPAPIKWY XPNOIYOTToIoUVTAV 1dn amoé Tnv
oekaetia Tou '80, aAAd poévo yia 2D. Or1 pynxavég Opws autég dev €divav

eAeuBepia oTOV TTPOYPAPMATIOTH ,apou dlaTnEoucav KAEIOWHEVO TOV PACIKO

MNXavIOUO. X
= :
MepIikéG aTTo TIG TTPWTEG MNXaVEG : E)'@-;“{f :
Pinball Construction Set (1983) B gewt
ASCII's War Game Construction Kit (1983) i o =

Adventure Construction Set (1984) PBe LA A
LEE e L
Shooter-Up Construction Kit (1987)

Ewkova 1. Pinball Construction Set (1983)
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1.2 Mnxavég Avarrtugng Maixvidiwv

D Q

Etkova 2 Mo yVwOoTEG UNXAVEG AVATTTUENG

H T1exvoloyia Twv Bivreommaixvidiwv €xel avarrTuxBei mmdpa TOAU e
QTTOTEAECOUA O PNXAVEC QVATITUENG TTAIXVIOIWV CHPEPA aplBuouvTal TTavw
atro 400!, autd dev anuaivel OUWG OTI JE OAEG TIG INXAVEG oou divouv Ta idia
dIkaiwpata Kal o1l €XeIg TIG idleg duvatotnTeg. Kdbe pnxavry €xel Ta
TTAEOVEKTAMATA KAl Ta peEIovEKTAPATA TNG. O1 BACIKEG PNXAVEG OAUEPQ TTOU

XPNOIUOTTOIoUV O TTEPICCOTEPOI Eival :

e Unity3D
e UDK - Unreal Engine

S unity

Ewkova 3 Aoyotumo Unity

1.3 Mari Unity ;

Otrwg eitrape kal otnv apxn KABe pnxav avatrtugng €Xel TIG EUKOAIEG TNG Kal
TIGC OUOKOAIEG TNG, €xEl TO KOIVO TNG KAl TNV UTTOOTAPIEN WG TIPOG TOV

Developer.

Epeic karaAnéaue oto Unity3d emmeidn €xel €ékdoon Free, €xel €éva Forum-
Community utrooTrpigng forum.unity3d.com o1TOoU UTTOPEIG va Bpeig Auon o€
OTI BUOKOAIO CUVAVTAOEIG, Kal TEAOG €xel éva Asset- Store OTToU COU TTAPEXEI

MEPIKA YPOQIKA PHOVTEAQ - scripting code dwpeav.

Avbpeadakng Kwvotavtivog - EEAES lwavvng
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KepdAaio 2° : Mpoypdupara &pa@ikd oToixeia

2.1 MNMpbéAoyog

Mia e@apuoyrl vyia va ulomroinBei  xpelddeTal  va  XPNOIKNOTTOINCOUUE
TEPICOOTEPA ATTO €va E€PYOAEIO yIO VA €XOUPE OWOTO Kal IKAVOTTOINTIKO
atmrotéAeopa. Mepika atrd autd cival Photoshop - Google Sketchup - Blender -
Audacity k.a , yI' auTtd Kal Ta JeydAa TTaixvidla dnuioupyouvTal atro ETAIPEIES
OTTOU Ol TTPOYPAPMATIOTEG TTOIKIAOUV O€ apIBud Kal YVWOEIG WOTE O KABEVag
va gival UTTEUBUVOC VIO £€Va OUYKEKPIPMEVO KOUUATI TOU TTaIXVIOIOU OTTWG TURMaA

ypa@ikwy, animation, sound, programming, video editing KATT.

2.2 MNpoypauparta 3d Modeling

‘Eva Bacikd OTOIXEIO yIa TRV ETTITUXIO VOGS TTAIXVIOIOU €ival TO YPAPIKA KAl TA
3d povTéAa TTou XpNOoIPoTTOoIE TO TTaIXVidl. OTTw Kal PE TIG NXAVES AvATITUENG
€101 Kal €dW ouvavtdape TTOANG TTpoypdupaTa yia 3d modeling. Mepika atré Ta

MO YVWOTA gival:

e 3ds max - Autodesk
e Maya

e Blender

MNa tnv epappoyn pag Ba xpnoiyotroifooupue 1o Blender Engine 2.69

Avbpeadakng Kwvotavtivog - EEINEG lwavvng
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2.3 Blender 3d Engine

To Blender 3d civai éva Open Source TTpoypapua oxediaong 3d POVTEAWV.
Xpnoipotroigital cuvhBwg yia modeling , rigging , animation. Eival pikpo o€
MEVEBOG, TPEXEl 0€ OAEG TIGC KUPIEG TTAATQPOPUES Kal UTTOOTNPICEl YAWoOoO
TTpoypaupaTioyou python. Eivalr Aiyo dUOKoOAO oTnv TrpwTtn Own aAAd KaBe
EVTOAN €ival Pia CUVTOUEUON KAl AV TO JABEIG UTTOPEIG EUKOAQ Kal ypriyopa va

QTIAEEIS OTIOATTOTE PTTOPEIG VA PAVTAOTEIG.

Ctiectmode & || @ 81 S0 2 B o ¢ g NE gt

o3 . a1l v 25 D S ERIBIEGE ) S
Ewkova 5 To nepiBaldov epyaciog tou Blender

2.4 Alapépewon yia Ta oToixeia Tng NTuxIakAg

MNa TNV TITUXIOKR XpnolgoTroinoaue 170 Blender yia va @TIAEOUPE QVTIKEIMEVO
OTTWG Ta Bpdyia Tou TTaIXVIBIOU aAAG kal TO Baoikd pag xapakthpa. To
xapaktipa Tov TrMpapge oav 3d model £€roipo atrd éva mahid raixvidl (Pacman
oto GameCube - Pac-Man World Rally) kai xpnolUOTIOIROAUE TOV XAPAKTAPA

Bomb Tou tTaixvidiou kai Tov diapgoppwoaue HEow Tou Blender.

Ewkova 6 Xapaktrpag - Player Blue

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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Ke@dAaio 30 : Unity 3d Game Engine
3.1 MpbdAoyog

Eival yia TToAAOUG TO KaAUTEPpO Game Engine O10TI gival pia OAOKANPWHEVN
MNxavh avamtug¢ng Traixvidiwy, €xel éva peydho Forum kar éva Fan Club
UTTOOTNPIKTWY OTTOU UTTOpOoUV va o€ Bondrioouv TToAU ypriyopa. AKOPa gival n
o d1adedOoEVN MNXavh avaTITuéng o€ OTI a@opd dnuioupyia TTAIXVIOIWY O€
Smart phones & Tablet, éxel pétpia TTPOG KOAG ypa@Ikad Kal To atou gival Ta

Script TToU TPEXOUV TTIO YPHYOoPa aTTO GAAEG PNXAVEG.

3.2 loTtopiki Avadpopun

H 18¢éa Tou Unity &ekivnoe 1o 2002 atrd €va Post tou Aavou Nicholas Francis
OTTOU PWTOUOE YIA TO TTOIOGC NBEAE va @TIALEl padi Tou éva Game Engine, Aiyeg
wpeg apyotepa o Joachim Ante atravinoe OTO EPWTNPA Kal £TO1 £YIVE N ApXh,
TEAIK& O TTPOYPAMMPATIOTEG £yIvav TPEIS apoU UTTAKE OTO yKPOoUTT Kal o Devid

Helgason.

H etaipia T1eAik& 1©9p0bnke 10 2004 oTn Aavia ammd TOug TPEIS AUTOUG
TTPoypauuaTIoTéEG. H Baoikr emTuxia TG unxavig autry oTtnpifetal oTo
yeyovog 011 BonBdel Toug avegdaptntoug Game Developers or otroiol dev gival
oe Béon va dnuioupyrioouv TNV BIKIG TOUug pnxavh yia va @Tiaéouv 10 OIKO
Toug Traixvidl. To peydho "Mtrau”
€ylve OTav NPBe oTnV ETIPAVEIQ TO
Iphone ka1 1o appstore , kKaBwg n
gnxavh Atav nén £€rolun yia TNV
OUYKEKPIMEVN TTAATQOPUA. ZUNPwVa

ME MIa épeuva TO Unity

Ewkova 7 Mobile Game pe to Unity

xpnoigotroigitar mavw ammoé 10 50%
TWV TTPOYPANMATIOTWY TTOU acXoAouvTal Je TV dnpioupyia TTaixvidiwy o€ iI0S

kol Android.

Avbpeadakng Kwvotavtivog - EEINEG lwavvng



Avamnrtuén NaiyvidloL pe to Unity3D oe CH#

TéNog TO Unity éxer ByaAel péxpl OoTiyuAg 5 Version pe TIG TEAEUTaiEG va
QVAVEWVOVTAl OXETIKA ouxXvd AOyw TnG aufavouevng Taong Twv Smartphone
Kal Twv Tablets. AgiCel va onueiwBei o011 atrd 10 2009 £X€l pia dwpedv £kdoon

Kl Y1 pro OTToU 00U TTPOCQEPEI TTEPICTOTEPA assets Kal SuvaTOTNTEG.

3.3 To gpyaleio oRuepa

To Unity onuepa PpiokeTal onuepa otnv €kdoon 5 kai o1 Developers 1Tou
Xpnoigotrololv 10 Unity @TAvel Ta dUO €KATOPMUPIA ATTO TOUG OTTOIOUG Ol
TPIAKOOIO0I XIANIABES TO XPNOIKMOTTOIOUV O€ unviaia Baon.

To Unity 5 mapoucidotnke Tov Mdptio Tou 2015 pe onuavtikéS aAAayég oTa

YPOQPIKA aAAG Kal oTov KaBapd Axo Tou Traixvidiou.

3.4 Texvoloyia Npa@ikwyv

To Unity 5 ékave peydAn avaBdaBuion oOTov TOMEQ TWV YPAPIKWY a®oU
BeAtiwoe Toug Shaders kal eméTpeWe TNV evowpdtwon tou Enlighten ,uiog
TEXVOAOYIOG QWTIOPOU O€ TTPAYUATIKO XPOVO.

‘Eva apKeTA HEYAAO KOUMATI HOVTEPVWYV TIAIXVIOIWV XPNOIYOTIOIOUV TNV
pMEBodOo rendering Physically Based Rendering (PBR) omou o€ autj Tnv
Katnyopia Ptrike Kal 1o Unity 5 TTpocBETOVTAG TO, 0TOV KAGDO TWV YPAPIKWY

Next-Gen Texturing, OTTW¢ OVOUACZETal.

Avbpeadakng Kwvotavtivog - EEINEG lwavvng
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3.5 Unity Editor
O Editor Tou Unity atroteAeite atrd didgpopa Panel Ta otroia kpatdve 10 Project

Kal eUKOAa dlayxwpioigo. O xpnoTtng €xel TNV duvaroTnTa va dnuIoupynoeEl T0
OIKO Tou Interface KaBwg £xel TNV duvaTOTNTA VA PETAPEPEI KAl VA ETTIAEEEI va
@aiveTal 0TI autdg BEAEL. Ta onuavTikOTepa atrd auTtd Kal TTou 6a avaAUCOuUE

OTnN OUVEXEIA €ival :

e Scene View

e Game View T
Jrﬂjﬂ(ﬁ
e Hierarchy Fane)

Hierarchy Inspector

L] PrOJeCt ; Panel Panel

e Inspector

Camera

Panel

Ewkova 9 Interface Unity3D editor

3.5.1 Scene View
H “oknvn” €ival 0 XWPog KATaOKEUAG TOU TTaIXVIBIOU OTTOU O XPAOTNG PTTOPEI

va TTAonynOsei Kal va eTTECEPYAOTEI TOV XWPO auTO PECO TwV TTARKTPWY Q, W,
E, R.

T P

NMARkTpo Q(Navigation Tool): W

Méow Tou TTAAKTPOU QUTOU TTOU QVTITTPOCWTTEUEI TO XEPAKI OTNV 080vn pag
TTAONYOUPAOTE OTOV XWPO. ZUYKEKPIPEVA, KPATWVTAG TTATNUEVO TO APIOTEPD
KAIK TOU TTOVTIKIOU PETOAKIVOUME TNV KAPEPA APIOTEPA, BECId, TTAVW Kal KATW.
MéCovtag Tautdxpova Kal To TTANKTPO alt YTTopoulpe va KAVOUUE TTEPIOTPOYN
yUpw atrd TO QVTIKEIMEVO TTOU €Xoupe eoTidoel. [iEfovTag auTh TNV gopd To
0eCi KAIK TOU TTOVTIKIOU TTEPIOTPEPOUPE TNV KAPEPA TTPOG TNV ETTIAEYPEVN
d1euBuvon ToU TOU Odivoupe(aplioTepd, Oe€Id, TTAvw, KATW)EVW TTATWVTAG

Tautoxpova Kai To alt kdvoupe Coup.

Avbpeadakng Kwvotavtivog - EEINEG lwavvng
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NMAAkTpo W(Translate Tool):

-
LETF

i€

Xpnolyotrolgitalr  Otav  €XOUME  €OTIAOEI OEVA  QVTIKEIMEVO TIOU  €XOUME
TOTTOBETACEI KAl PHAG ETITPETTEI VA TO PETOKIVAOOUUE TTPOG TNV diguBuvon TTou

deixvouv Ta BeAdKia TTAvw OTO QVTIKEIMEVO CUPPWVA PE TOUG AEOVES X, Y, Z.

MARkTpo E(Rotation Tool): E

Mag emITPETTEl VO TTEPIOTPEWOUNE €va QVTIKEIMEVO €TTIAEyOvTOG KABE @Qopd

évav dgova TTePIOTPOPNG.

—
MNMAAkTpO R(Scale Tool): ﬁ

TéNog, pe 10 TMAAKTPO R ptropoupe va pubpicoupe TIG BIAOTACEIS yia TO
QVTIKEINEVO pag o€ KABe dfova CexwploTd oAAG Kal va peyeBUvoupe N

OMIKPUVOUNE aVAAOYIKA TO QVTIKEIMEVO TTATWVTOG OTO KEVTPO TOU.

Rendering Options:

AkpIBwG KATw ammd TO Tapdbupo Scene PAEroupe TNV pEBOSO
TTpoBoAng(Textured) Twv avTikElyEvwy OTTOU TTPOKEITAI yia éva drop down
menu TTou poag €xel emTAéov emAoyég(Wireframe, Tex, Render Paths,

Lightmap resolution kai Light Probs) kai emmiAéyoupe Tnv €mOuunT ASITOUpYyia.

File Edit Assets GameObject Component Terain  Toels Windew Help

T TR rewCenter P Cacal

H scene € Game
Wireframe ¢ RGB + I <)

Ewova 10 Napadsypa wireframe

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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3.5.2 Game View
To Game view avaTtapioTd TO TTaIXVidl OTNV TEAIKA Hop®n Tou, auTd YiveTal Ue

TNV XPROon Tou KouuTriou "Play” TTou BpiokeTal oTnv ypauun epyaAciwv padi pe

Ta KOUPTTIA "Pause” kail "Next Frame" Tou Unity. Yuykekpipéva :

Play:  p |

Me TO KOUMTTi QUTO PTTOPEIC va OOKIPNAOCEIG-TPELEIC TO TTAIXVIOI KAl va TTAPEIG
MIa 1I0€a yIa TNV TEAIKI) HOP®I) TOU.

Pause: || |

Mg TO KOUUTTi QuTO TTAYWVOUNE TO TTAIXVidI O€ éva CUYKEKPIUEVO Frame woTe
va  PTTOpECcOUME  va  OIOKPIVOUPE  MIa  AETTTOMEPEID, KABWGS Kal  va
eTmegepyaoTOUUE TIMEG TTOU  e€mnpedlouv Tnv  Asitoupyia Tou (TaxutnTa

XOPOKTAPO-BapUuTNTA-QWTICHOGS K.Q)

Next Frame : E

Me TO KOupTri Qutd PTTOpOoUME va douue PE akpifela Ta KGBe Frame Tou

TTaixVvIOIoU Kal VO Ta ETTECEPYACTOUE.

2TNV ypapun epyaAciwv Tou game view BAETTOUMPE QpPXIKA aTTd apIoTEPA Eva
drop down menu TO OTTOIO POG EMITPETTEI VO KAVOUUE TTPOETTIOKOTINGN TOU
TTaIxvIdIoU oTnv €mBuunTr avdAuon TTou Tou opifOUME. 2Tn OUVEXEIQ TTPOG TA
0e€la BAETToupE TO TTapaBuUpPdakl "maximize on play" pe 10 omoio 6tav TO
éxoupe etmAeypévo Kkal Tratriooupe "Play” 1o TTaixvidl pag Traifel o TTARpn
006vn akoua uttdpxel Kal n emAoyf “"Stats” émmou cou Ocgixvel OTATIOTIKA

YPO®PIKWV.

Ewova 11 Game View

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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3.5.3 Hierarchy and Project
To Hierarchy eival éva mTapdBupo OTTOU TTEPIEXEI OAA TA QVTIKEIUEVA TTOU

BpiokovTal 0TV OKNV] PE TO OVOUATA TOUG KAl OTTO €KEI PTTOPOUME va

aAANGEoupe TIC TENIKEG puBuicelg Tou, Pe Aiya Adyia TO Traixvidl pag TTaipvel

TTANPOPOPIEG ATTO TOV CUYKEKPIPNEVO QPAKEAO Kal OxI atro To TTapAdBupo project

TToU Ba avaAUCOUNE TTAPOKATW.

To TapdBupo Project atrd tnv GAAn trepiéxel OAa Ta Asset Tou TTaixVvIOIoU WE

ammAd Adyia oTmidTroTe Ba xpelaoToUUE OTO TTauyVidl €ival ekei ( textures -

scripts - fixol - prefabs k.a)

inal light

M
Main Camera

Ewkova 12 Ewcaywyn Prefab ano to Project oto Hierarchy

3.5.4 Inspector

@ Inspector | =
i@ M Cube [] static
Tag | Untagged 4 |Layer | Default ™|
¥ .~ Transform @ 2
Pasition
X|0 ¥ |o 120
Rotation
x[o J¥[o |z o
Scale
x[1 v 1 z[1 |
b Cube (Mesh Filter) [ %,

Mesh H cube Q
¥ i Box Collider @ 2
Material None (Physic Matel @
Is Trigger
* Size
> Center
¥ @i ¥ Mesh Renderer g .
Cast Shadows o
Receive Shadows
b Materials
¥ U [ Animation @ %
Animation [ xvb <]
¥ Animations
Flay Automatically )
Animate Physics -
Animate Only If Visible []

21Tov  Inspector  epgaviCovtar  OAa TQ
XOPAKTNPIOTIKA TWV QVTIKEIHEVWY Pag OAou Tou
TTaixvidlou €ite autd PpiokovTal oto Hierarchy
gite oto Project .Amé auté T1O0 TTAPGOUPO
MTTOPOUE va emegepyacTouue TQ
XAPOKTNPIOTIKA TOU avAAoya UE TO €idOG Tou.
Baoikd xapaktnploTika gival n 6éon - position,
n TepIoTpo@r-rotation aAAd kair 10 HEyEBOG-
scale.

EmimTAéov utTOpoUuE va TOu €I0AYOUPE VEQ
XOPAKTNPIOTIKA OTO AVTIKEIMEVO POG OTTWG Eival
éva Nxog, OQWTIONOG, PapuTtnta,animations,
scripts kal  GAa  Tou  emTnpeddouv  OTNV
avTidpaon Tou Object pag.

Avbpeadakng Kwvotavtivog - EEINEG lwavvng
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3.6 Programming

To Unity éxel evowpatwpévo vyia  dnuioupyia  Kal
emegepyaoia  Script 10 MonoDevelop. Eivar  éva
TTPOYPAPUA EAAPPU UE TO OTTOIO PUTTOPOUME VA YPAWOUNE
OTIG TPEIG AVTIKEINEVOOTPAPEIG YAWOOEG TTOU UTTOOTNPICE!
10 Unity. AuTég eivai :

o C#
e JavaScript
Boo . Boo
* JavaScript o
H 1o yvwoTtA kai n 1o diadedopévn yAwooa eival n C# 189%

OtTTou Kal Ba aoyxoAnBoupe. To dITTAavo didypaupa
Ocixvel ¢ekABapa Ta OTATIOTIKA XPRONG TWV TTAPATIAVW
YAWoOoWV.

C#

3.7 Networking

To Unity uttooTtnpileig apKETOUG TPOTTOUG OIKTUWONG, Ta dUO KUPIOTEPA €idn
OIadIKTUAKNG ETTIKOIVWVIAG gival :

e State Synchronization

To dikTUO TTOPAKOAOUBEI Ta AVTIKEIYEVA Kal EVTOTTICEl TIG AAAQyEG TTOU yivovTal
Méoa 0TO XWPO. AUTEG o aAAayEG ETTEIT HOIPACOVTAl OTOUG XPNOTESG OTO id10
dikTUO Kal dlac@aAifeTal oTI oI aAAayEG €xouv avTIANgBEi atré 6Aoug.

e Remote Procedure Controls (RPC)

YTTAPXOUV HEPIKEG TTEPITITWOEIG OTTOU BeV gival €mMOUPNTO va CuyXpovieTe
KAtrola kardotaon PeTatu Twv Clients yia avTikeipeva Ta otroia dev aAAAlel
KAtrola B€on, OTTWG TTX. YPAPIKA OTOIXEIA.

YT1rapxouv diad@opol TPOTToI dIaCUVOECNG METAEU UTTOAOYIOTWY, O BACIKOTEPOG
gival ye Master Server O1Tou gival Kal 0 QUOIKOG TPOTTOG oUvdeons. To Unity
TTpoo@épel €va Master server yia testing aAAd emmeidf mEQTEl ouyxva évag
GAAOG TPOTTOG €ival To Lan-ToTriké 1) p€ow Tou TTpoypdaupaTog Hamachi.

210 Unity Asset-Store uttdpxouv £ToIueG TTAATQPOPHES BIAcUVOECNS TTOU OOU
TTapEXouv Server, JANIOTA PEPIKES ATTO AUTEG €ival Kal OWPEAV UEXPI KATTOIO

Avbpeadakng Kwvotavtivog - EEINEG lwavvng
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onueio. ‘Eva atmmrAd mapdderypa gival to PUN é1rou n ékdoon Desktop cival free
€vw n mobile givar eT-TTANPWUAG.

TéNog agiCel va onueiwBei ot To Unity pe tnv €kdoon 5 dnuioupynoe éva Trio
atrAé ouoTtnua dlaouvdeong 1o Unet OTTwg To OVOUOOE.

3.8 Publishing

‘Eva a1é 1a Bacikd KpITApIa emTuxiag Tou Unity gival n duvatdtnta 1Tou divel
otov Developer va kdavel build To tTaixvidl Tou o€ OTTOIAOATIOTE TTAATOOPUA.
Teleutaia pdAhioTa 10 Unity 5 utrootnpidel péxpl kar 21 OlOQOPETIKEG
TTAATQOPUEG.

BUILD ONCE DEPLOY ANYWHERE

i0S = O & HE g € &° 8§ &
mra mra e B B wie © 1 M

Ewkova 13 NMAatdopueg Build Unity5

Akéua atré tnv emmAoyr Project Settings uTtropouUue va €TTNPEAOOUUE TA
YPOQIKA TTou BEAoUpE aAAd Kal TIG BIAOTACEIG TTOU Ba TPEXEN av PJIAGUE yia web
player.Znuavtikd BeTIKO yia TIG epapuoyEG web gival ot To Unity €xel ikd Tou
Web Player pe mévw a1rd 60 eKaTopuUpIa EYKATECTNHEVOUG.

TéNOG va ava@époupe OTlI N epappoyn pag Ba uhotroinBei oe PC Standalone -
Windows aAAdG kai o€ Web player.

J’i unity web player
‘ =

install mow!

db

Ewkova 14 Unity Web Player Install

Avbpeadakng Kwvotavtivog - EEINEG lwavvng
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KepdAaio 40 : Avamrtuén "Bombs land"

4.1 MpoéAoyog - MepiAnyn TTaixvidiou
ApXIK& va ava@EéPOUPE 0TI OTO KEQAAQIO auTtd Ba aoxoAnBoupe Kupiwg PE TO

TTPOKTIKO KOMPATI TG EQAPUOYNG.

evikG va TToUPE oTI OTNV apXn Ogv €iXape KATI OTO HUAAS POG AAAG €TTEION
oxXedov OAa Ta TTaixvidla oruepa civar Multiplayer kal yia va doUhe Og TTIO
BaBog 10 Network Tou Unity, ammogacicaue va @Tiagouue 1o "Bombs Land” -
OTTWG TO ovopdoaue- OTTou e Aiya Adyia gival éva First Person Shouter Game

- multiplayer péow Tou TTpoypduuaTtog hamachi.

Ewkova 15 Bombs Land Logo

4.2 NMpwTtn ETragn pe to Unity pe Tnv TTuyxiokn
Otmwg OAa Ta Tpoypdpuara €1l Kal To Unity 0tav avoiyel €TTIAEyeIS TI Ba

Kavelig dnAadrp New i Open Project kai €TMITTAéOV UTTOPOUUE va KAVOUUE
Import pepikd atrd Ta packages 1Tou pag TTpoo@épel To Unity otnv OIKA pag
TepITTTwon xpelaotikaue 1o Character.Controller étrou €xeig Tnv duvaroTnTa

vVa EAEYXEIG TOV XAPOKTAPO OOU.

Open Project| Create New Project

Project Location:
C:\Users\Bendy\Documents TopDownShooter Browse. ..

Import the following packages:

Character Controller,unityPackage -
Light Cookies.unityPackage
Light Flares.unityPackage
Particles.unityPackage

Physic Materials.unityPackage
Projectors.unityPackage
Seripts.unityPackage

Ewkova 16 Mpwtn enadn pe to Unity
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2T0 KATW PEPOG TOU pag €xel wia etmAoyn yia 2D ) 3D. TéAog avoiyel o Editor
Tou Unity pe ta panel Tmou ava@épape Kal Ta SIANOPPWVOUNE OTTWG HAG
BoAeuel.

21NV Katnyopia Project BAETTOUpE TO @AKEAO Asset ekei Ba TTPETTEI va £XOUNE
OAa Ta apxeia pag Tou Ba XPEIACTOUME yIia TNV EQAPPOYA YA KAVOVTOG Ta
import ] dnuIoupywvTag Ta HECA ATTO TO unity (TTX. AXO! , textures, prefabs
K.Q)

4.3 Aiapdpewon Terrain
To Unity pag diver tTnv duvardtnta e

¥ = [M Terrain (Script) @ %,

aTTAEC KIVAOEIS va QTIAEOUNE €UKOAQ Kal - I
ypriyopa 10 Terrain  OTwg  eUEG TO o

BéAoupe Kal TO @QAVTOCOMAOTE. [0 VO | Clickio raise. Hold down shifi o lower.
dnuioupyfiooupe Terrain dev  KAvouug - Brushes :
TimoTa GAo Tapd va Tiape oo v M e 0@ & E S 9 @ +
emmAoyr) Game Object - 3d Object -Terrain Yo ' 4 My ¥ ® & oF S50
KAl auECWG  MOG  OnuIoupyei  éva semings

QVTIKEIHEVO Terrain eupavioviag 10 pag o™ o

kai oto panel Hierarchy. Otav To Fwovel/Inspectorierrain

eMAECOUPE TTapaTnPoUPE OToV Inspector

MEPIKES ETTIANOYEC OTTWG eixape el OAa Ta Object €xouv éva Baoikd Transform
aAAG kal eTTITTAéOV TO KaBEva Ta SIKA avaAoya e TO TI KAVEI KAl OTO TI BEAOUE
eueic va kavel. To Object Terrain eival amd 1a Default Tng Unity kai €xel
EVOWHaTWUEVO €va Script étTou ammd ekei Ba Bpoupe Ta epyaleia kal Ba
KAVOUE TTIO EUKOAO TOV oXedI00UO Tou Map.

Me TIG €TTIAOYEG TTOU pag Oivel oXedIAOAUE TOV XAPTN OTTOU OTNnV OIKN Pag
TEPITITWON €ival éva vNOi 0€ OXNUA TTEIPATIKNG Oonuaiag. H TTapakdtw eikova
aTTOTEAEI OUCIAOTIKA €ival £va Plane 61Tou To dlIauop@woape KATAAANAa yia va
TTAPOUME TO ATTOTEAEO A TTOU BEAQIE.

| . - e
Ewkova 18 1n dtapopdwon Terrain
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2TN OUVEXEID VIO va EXOUME TO TEAIKO QTTOTEAECUA TTOU EiXAME OXEDIAOEI
XPNOIUOTTOINCAUE JEPIKA textures.

Ewkova 19 Mepwkd Textures oo to mayvist

Na 10 ypaoidl XpnoIyoTToINoape Yia png €IKOvVa OTToU HECW MIOG ETTIAOYAG TOU
Unity gTTOpEi Kal TO TTPOCAPPOLEl KAl paiveETal KAVOVIKA oav 3d.

T —
FACIrIraEa - E2

rags.
ol te erase the selected detail

[®edit Details. | [Refresh |

Ewkova 20 Eloaywyn Mpacidiol

Kail TEAOG yia Ta OEVTPA TOU TTAIXVIOIOU XPNOIUOTTIOINCANE ATTd T £TOINA TTOU
Mag divel To unity.

YniTerrain (Script) ﬂ'
FIEIird - B

Place Trees

Hold down shift to erase trees,
Hold down ctrl te erase the selected tree type,

Trees

[ Mass Place Trees ][l Edit Trees...] [ Refresh

Ewkova 22 TeAkn popdn Xaptn
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4.4 Eicaywyn Prefabs

Otav Aéue Prefabs evvooupe OAa Ta QVTIKEIMEVA TTOU XPENOIUOTIOINCAKE KOl
TotroBeTACANE KATAAANAa oTo TTauyvidl. Ta prefabs otnv dIKr) Pag TTEPITITWON
Ta BpAkape ammd 1o Asset Store Tou Unity OTTOU €KEi PpiokovTal XIANIGOEG
assets O1Tou pTTOPEIG va Bpelg OTI xpeldleoal (www.assetstore.unity3d.com).
2iyoupa OPwg PTTOPEIG va dnuIoupynoelg Kal To OIkG oou prefab, TTou utTopei
va €ival To OTIONTTIOTE KAl va TOU OWOEIG PE KATAAANAa script d1aQopeg
evépyeleg, €va prefab ptmopei va cival kal n o@aipa Tou TTaIXVISIOU TTou Ba
avaAUCOUUE TTAPAKATW.

Simple Wooden Bridge ~

s i C

Ewkova 23 éva amnd ta Unity Assets ou XpnGLHOTOL|CAHE

4.5 Programming - Scripting

O1wg ava@épape Kal 0TO TTPONYOUPEVO KEPAAQIO PE TOV TTPOYPANUATIONO
OTO unity , ytTopouue va ypdywoupe oe C#, JavaScript kai boo. H dikr) pag
TITUXIaKN €ival eE0AOKARpou C# ekTOG atrd Tov Character Controller TTou gival

o€ JS 6T1T0U TO XPNOIPOTTOINCAUE OTTWG Pag To £€BIve To Unity.
Mpiv &ekiviiooupe va OeiXVOUPE KOPPATIO KWOIKA oTrd Tnv e@apuoyrn Ba

ava@EpPoupue Aiyo Ta BACIKA XAPAKTNPIOTIKA €VOG SCript, KOl CUYKEKPIPEVA OTIG

Function Tou.

Avbpeadakng Kwvotavtivog - EEINEG lwavvng
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KdaBe script éxel diagopeg function 61ToU KaAouvTal dIadoxIK& PEPIKES aTTO
QUTEG gival :
1. Awake: H cuvdaptnon autr &ekivagl OTav QOpTWOEl N OKNVA
2. Start: H ouvaptnon auth gekivael Trpiv {ekivoel va Tpéxel To 10 Frame
3. Update: H Baoikétepn ouvdptnon oto Unity ag@ou Tpéxel KAbe
Frame,edw puBpiCoupe Ta animation ToUu TTaIXVIOIOU AAAG Kkai OTi
BéAoupe va aAAnAemmIdPd, TTX MIa KAPEPQ TTapakoAouBnong.
4. LastUpdate: Kal auti n ouvapTtnon Tpéxel KGBe gopd ava Frame e
TNV dla@opd oTl TPEXEN JETA Tnv Update.

BéBaia extdg amod TIg BacikéG auTég function utrdpyxouv kai diIdpopes GANEG
OTTOU pag BonBdve va €xoupe Tov TTAPN €AEYXO Kal va puBuicoupe Ta TTAvTa
OTTWG Ta €xoupe oxedidoel. Ommwg ol ocuvapTtioelg Coroutines OTToU PE TNV
yield WaitForSecond("sec”) WTTOpPOUUE €OKEPUEVA VO TTOPOUCIACOUME HIO

kabuoTépnaon.

4.5 Spawn XapakTipa

Me TOoV 6po Spawn €vvOooOUUE TO OnuEio OTTOU O XOPAKTAPAS Ba eugavieTal
avdloya pe TNV opdda TTou £xel ETIAECEL. ZUYKEKPIPMEVO TO TTAIXVIOI pag
QaTTOTEAEITE ATTO OUO OMAdeG - MTTAe kai Koékkivn -  apiotepd kai Oegid

avTioToIXa TOU XApTN.

Ewkéva 24 Spawn Red Team

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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H kdbe opdda £xel armmd Tpia dIAPOPETIKA Spawn TTOU Ta £XOUME OPIOEl EUEIC
oav didgava GameObject (eikova 21 - 22) kal ol TTAiXTEG EPpavifovtal Tuxaia

o€ €va atrod Ta Tpia Spawns.

¥ SpawnGroupRed
SpawnRed
SpawnRed
SpawnRed

¥ SpawnGroupBlue
SpawnBlue

SpawnBlue

SpawnBlue

Ewkova 25 GameObject Spawn

Apxik& 6étav o Traixtng ouvdeBei aTov Server €xel TNV €TTIAOYN va OIAAEEE
avaueoa oTiS dU0 opddeg. Otav emAEyel TNV OpAda TOTE OTOV KWOIKA TOU
TPOYPAUUATOG JaG N METABANT yupvdel o€ true avaloya Pe TNV opada
ETTIAOYNG TOU.

public bool amlOnTheRedTeam = false;.
public bool amlOnTheBlueTeam = false;

Ta GameObject Ta ernpedloupe atrd Tov KWAIKA BACOVTAG TOUG JECW TOU
Inspector éva tag RedTeam kai BlueTeam avTioToixa.

if(GUILayout.Button("Join Red Team", GUILayout.Height(buttonHeight)))
{
amlOnTheRedTeam = true;
SpawnRedTeamPlayer();

}

void SpawnRedTeamPlayer ()
{
redSpawnPoints=GameObject.FindGameObjectsWithTag("SpawnRedTeam");
GameObject randomRedSpawn = redSpawnPoints|[Random.Range (0,redSpawn
Points.Length)];
Network.Instantiate(redTeamPlayer, randomRedSpawn.transform.position,
randomRedSpawn.transform.rotation, redTeamGroup);

}

AvrTioToixa ka1 yia Tnv Blue Team.

Avbpeadakng Kwvotavtivog - EEAES lwavvng
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4.6 Master Server - Multiplayer

O Master server givar éva cuotnua network Tou Unity TTou o€ cuvdéel Av
UTTapXEl KAtrolo evepyd traixvidl pe 1o idlo GameType.

Me o amAd Adyia o6tav KAtolog TrpooTradnoel va ouvdebei oto Master
Server 10TE TOU ETMIOTPEPEI YIA ANiOTA PE TIG EQAPPOYEG TTOU TPEXOUV PE QUTO
Kal avaloya 1o GameType PTTaivel OTO avTioTOIXO TTaIXVidl.

EmmAéov 0 Master Server éxel yia database 61Tou kpatdel TTANPOQPoOpPIES Kal
EVNUEPWVEI T OTOIXEIO TWV TTAIXTWV TTOU cUVOEBNKav ) Ba cuvdeBouyv (TT.X Ip
address , name , host).

Méoa oto Multiplayer Script 61Tou Ba dciCoupe KOUUATI KWAIKA TTOPAKATW
MTTOpOUNE va KAvouue OAEG TIG pubpioelig Tou Server pag amd Tnv ip TTou Ba
EXEl HEXPI TO TTOOOI TTAIXTEG Ba PUTTOPEI VO CUVOETEL.

public class MultiplayerScript : MonoBehaviour {
void OnGui() {
if(GUILayout.Button("Setup a server"))

{
Network.InitializeServer(numberOfPlayers, connectionPort,
useNAT);
PlayerPrefs.SetString("serverName", serverName);
}
if(GUILayout.Button("Go Back™"))
{
iWantToSetupAServer = false;
}

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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4.6 Kivhon Xapaktipa - (Character Motor)

O Baoikdg KWAIKAG TNG Kivnong TOU XOAPOKTHPA HAG OTTWG TTPOAVOPEPANE
utTaivel otnv function update(); 61TTou KaAeite pia @opd kGBe frame. H kivnon
TOU XOPAKTAPQ pag Ba yivel yéow evog Script Kivnong TTou pag 1o TTAPEXE! TO
Unity To Character Motor.js (eikéva 24). OTrwg TTapartnpeite pag divel Tnv
duvaroTnTa va pubuicoupye Movement - Jumping(gravity) - Moving Platform -

Sliding aAAG TTGuE Aiyo va To doupue TTwg gival To Script.

¥ 5| M character Motor (Script) @ %,
Script &l CharacterMotor @
Can Control
Use Fixed Update
» Movement

™
™

¥ Jumping
» Moving Platform
b Sliding

Ewkova 27 Character Motor Script

Apxikd dnAwvoupe TIg ETABANTEG yia TO Movement

var maxForwardSpeed : float = 10.0;
var maxSidewaysSpeed : float = 10.0;

var maxBackwardsSpeed : float = 10.0;

2TnV ouvExela opifoupe £va Vector yia 1o transform.

var inputMoveDirection : Vector3 = Vector3.zero;
Kai T€Aog yivetal éAeyxog oto Gravity yia To av JTTopEi va yivel Jump

if (grounded && !IsGroundedTest()) {
grounded = false;

else if (Igrounded && IsGroundedTest()) {
grounded = true;
jumping.jumping = false;

Avbpeadakng Kwvotavtivog - EEAES lwavvng
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4.7 Anuioupyia Poukétag
2TNV TITUXIOKN MOG €XOUME OUVOAIKA Tpia OTTAa e KABe €va va KAvel

TePIooOTEPO Damage €dw Ba avaAuooupe Tnv dnuioupyia TNG POUKETAG.
ApXIK& n poukéTa oxedidoTnke oTo Unity kal atroTeAeite Eva prefab atrd révre
GameObijects (eikOva 25). e kGBe GameObject BaAaue diaopeTikd materials
ME Baon 10 oxédio TTou gixaue. OAa ta G.O TTapakdtw atmmoTeAolv TO0 BaCIKO
MEPOG TNG POUKETA €KTOG TO Trail 61ToU TOU £apuooape €va Trail Renderer
yla va dwooupe Tnv aioBnon tng eAOYag KaBwg QeUyel N POUKETA ATTO TOV
TaixTn.

¥ Rocket
Tube
Cube
Cube
Sphere
trail

Ewova 28 GameObject Pouketag

Kai TeAikd kataAf&ape 1o prefab pag va €xel Tnv TEAIKR Popery OTTWG TNV
eIkOva 26. AkoOupa oTnv poukéTa TrpooBécaue €va explosion (eikova 27) ,
onAadn éva effect 6Tav n poukéta yag "okael". TEAoOG eTeldr) BEAaPe Ta OTTAQ
va gugaviovral oto Gui TOU XOPAKTAPA POG GTIAEAMUE Kal Jia TPITN €IKOvVA yia
va KataAaBaivel o TTaixTng 1o OTTAO £XEl evepyo (Eikdva 28).

Ewkova 30 Rocket yia to Gui

Ewova 29 Rocket Prefab Ewova 31 Rocket Explosion

Emeidn) opwg éva prefab dev kavel atmoAUTWG TiTTOTa XWPEIG TO KATAAANAO
Script dnuioupyhoaue éva RocketScript yia va Tou opicoupe TI Ba KAVEL.
ApPXIKA Tou opicaue €va XpOvo OTTOU PETA Ba KATAOTPEPETAI, AUTO TO KAVAUE
ylati av 0gv €BpIoke OTOXO Oev Ba KATAOTPEPOTAV KAl Ba pag £TPWYE POVO
XWpPOo oTov server, ,éva Speed, éva Damage kai TEAOG TO onueio TTou Ba KAvEl
Spawn kaB¢g popd.

Avbpeadakng Kwvotavtivog - EEINEG lwavvng
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21nv BIKN pag epappoyn BadAaue yia Camera 0710 KEQAANI TOU TTAIXTN JOG AQOU
Kai To Traiyvidl eivan Fps (First Person Shouter) katd 0.3 oTo dgova Z (X,Y,2).

private float expireTime = 12f;
private float rocketSpeed = 120.0f;
private float blastRocketDamage = 80;

rocketFireFrom = cameraHeadTransform.TransformPoint(0, O, 0.3f);

4.8 KOpia 006vn xapaktipa (GUI)

H 008dvn Tou XapakTApa pag atroTeAE To Ti Ba PAETTEI O TTAIXTNG KOBWG KAVEI
Connect otov Server. I'evika o€ éva FPS game T1a Bacikd TTou BAETTEIS €ival TO
crosshair, Tn {wr] Tou XapakThpa cou aAAG Kal oTIBATTOTE AAAO €ival Xproiho

ylQ TOV TTaiXTN.

Ewova 32TeAko Gui Xapaktipa

21NV dIKIG pag tepimrtwon B6a Baloupe Crosshair - HealthBar - Weapon aAAG
kar Ta didgopa logs - 6tav KATTOIOG TraixTng xdoel - kai to Chat - yia

ETTIKOIVWVIA TWV TTAIXTWV PJECA OTTO TO TTAIXVIdI.

Ewkova 33 Texture healthTex
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OAa autd civar diagopa Textures diapoppwpéva péoa oe Gui Box kal o
KWOIKaG ypageTal yéoa otnv ouvdptnon void OnGUI ().

Ag 1O doUpE Aiyo KOPUATI ATTO TOV KWOAIKA.

public Texture healthTex;

void OnGUI ()

{
GUIl.DrawTexture(newRect(commonLeft+padding,commonTop+padding,he
althBarLength,healthBarHeight), healthTex);

}

Akoéua yia to Change Weapon emAégape éva kouutri 1o Ctrl émrou av autd
TaTnOci Ba deixvel To avaloyo texture. O mivakag WeaponList 1o opioupe 0O
OAAG va OnNUEILOOUE EeKIvael aTTo 1.

If(Input.GetButtonDown("Change Weapon"))
{

selectedWeaponNumber ++;
if(selectedWeaponNumber == weaponList.Count)

{

selectedWeaponNumber = 0;

}

selectedWeapon =
weaponList[selectedWeaponNumber];

Ewkova 34 Textures yia ChangeWeaponlList
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TéNOG OTTWG €yive TO TTapatmavw Gui kdvouue kal yia To Change Weapon
aAANG aAAGEoupe TIG PETABANTEG woTe va Trdel right kal bottom peiwv 10 width
Kal To height avtioToixa, woTe va @aivetal 6An n €Ikéva.

void OnGUI()

{
weaponLeft = 100 ;

weaponTop = 50;

weaponRect = new Rect(Screen.width - weaponWidth, Screen.height -
(weaponHeight+2), weaponWidth, weaponHeight);

weaponRect = GUIL.Window(9, weaponRect, selectedWeaponWindow,
"Weapon");

}
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KepdAaio 50 : ETTiAoyog
5.1 Z0vown

270 KEQAAalo autd Ba ava@époupe Ta TTPORAARUATA TTOU CUVAVTHOAUE OAAG
KOl T OUPTTIEPACUATA paAG TTAVW OTnV €QAPUOYA TNG avAaTTuéng Tou
TTaixvidiou. Akoua Ba Ocioupe TTWG UTTOPEI KATTOIOG va KaTeRAOEl Kal va

ouvoeBei oTNV eQappoyh Jag aAAG Kal PIa JIKPH TTapouciacT Tou.

Ewova 35 TeAKO Scene - Game view

5.2 MpoBAquara AUoeig
AOGYyw OTI Kaveig pag dev gixe ¢avaoxoAnBei ye 1o Unity3d Game Engine, Ta

TPORBAAMATA TTOU HAG TTAPOUCIACTNKAV ATAV APKETA OTnVv apxrn OoAAd Ta
TTEPICOOTEPA KOBaPA euTrelpiag kal Ta AUCQuE ypriyopa Wdxvovrtag Oe€

KatdAAnAa forum ( Unity Community www.forum.unity3d.com - Eikova 36.)
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Unity Community Support

2D Audio

o o Discussions all about 2D features in Unity % Hey! Listen! Forum for help with Unity audio
gl Cocs|leamn 17" Docs|Leamn
—~ Animation "_{--l | Documentation
' Get help with everything animation. < For all your documentation issues, requests
\._/ Docs | Learn and compliments
Docs

External Tools

he rest of the workflow & importing,

Docs | Learn
Graphics @ Multiplayer Networking
;‘ra s in Unity | Developing multiplayer games, multiuser

Editor & General Support
Forums for Editor and general help &. <
(Formerly Unity Support) =

Sub-Forums General Graphics | Shaders| 8@ chat MMOs
Global lllumination Docs

Ewkova 36 Unity Community Support

‘Eva 6pwg Bacikd TTpOBANUa TTou ETTPETTE va ETTIAUCOUKE ATAV Ta animation
TOU XapaKTApa uag. Ekei To TpdBAnua ATav n avratrokpion Tou Server kai oxl
n vAotroinon Twv animation. Autd yivétav €mmeidf 6Ao 1o otroiyo Ba yivéTav
o¢ Master Server 6mTou 0 Kabévag Ba ptropei va otAoel Tov diIkd Tou Server.
‘ETo1 wa&ape va dnuIoupyrnooupe évav XOpakTipa OTou Ta Animation &gv
é¢maidav onuavTikG poAo (BAuarta - kouvnua XePIWV), TENIKA KaTtaAngaue o€
évav xapaktipa Ttuttou Pac Man O1Tou e TIG KAOTAAANAEG PETATPOTTEG TTAPE
TNV TEAIKA Jopen TTou BEAapE (eIkOva 37).

Ewkova 37 TeAwkoi Xapaktipeg - Blue - Red

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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5.3 NMapouciaon TeAIKOU ATTOTEAEOUATOG
270 KEPAAaIO autd Ba TTAPOUCIACOUNE TO TEAIKO ATTOTEAEOUA TNG EQPAPUOYNS

MOG atmd peEPIA TOu Server kKal a1md TV pepIa Tou laixtn. =eKIvwvtag 1o
TTQIXVIOl QOPTWVETAI N TIPWTN OKNVI] TOU TIaIXVIOIOU OTToU  €XEIG TNV
duvatotnTa va emAEEEIC av Ba @Tmidgeic ol Tov OIKG cou Server 11 Ba

ouvdeBEeic oav atTAGg TTaixTNnG.

Ewkova 38 Apxikn Zknvi MNatyvidiov

Q¢ TpwTn €1mAoyn Ba eMAEEOUNE va QTIAEOUUE UEIC TOV Server yia va doUlE
TIG ETTIAOYEG TTOU PG Divel.

Ewkova 39 Server

Mapatnpouue OTI €xouuEe TNV duvaTtdTNTa va BAETTOUPE aTTO TNV mMain camera
atreudeiag o1l yivetal aTo TraiXvidl, akOua 1o Ovopa Kal TouG ouvOEDENEVOUG

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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TTaiXxTeEG TTOU PpiokovTtal oTtov Server pag oAAd Kal va TEPUATIOOUME TNV
Agitoupyia Tou péow TNG €TmAoyng "Shutdown". ETITTAEOV PTTOPOUMPE TTOAU
€UKOAA va aAAdgoupe Toug BaBuoug TTou TTPETTEN va padéwel n oudda yia va
kepdioel. TéAog, péow Tou Combat log kai Communication log ptTOpOUUE
avTioTolxa va doupe TIG BACIKES TTANPOPOpPIES Tou server ( join - kills ) kal va
oTeiloupue Eva uRvupa TTPog OAOUG TOUG TTAIXTEG.

A@ouU dnuioupynoaue Tov Server Kal €idape OAeG TIG dUVATOTNTEG TOU TTANE va
TPECOUNE TNV €QAPMPOYA Mag oag Traixtns. Atd tnv €mAoyry "Connect to a
Server"

Ewova 40 Connect to a Server

Edw mapatnpoupe OTI €xoupe TNV €mmAoyrl  va aAAdgouue 10 Ovopa TOu
TTaixtn, TNV IP Tou Server 6tmou Ba cuvdebei (agrivouue Tnv Default av 10
TPEXOUME yia TOTTIKO dikTuo aAAiwg Tnv IP Tou Hamachi Client TTou 6€Aoupe).
Kal TEAog Tnv Port tTou Ba kAdvoupe Tnv ouvdeon ( Kal €dW QAQAVOUME TNV
Default ekT0¢ av TNV XPNOIMOTIOIOUKE Yyia GAAn e@apuoyr ). TENog TTaTdue
Connect yia va ouvdeBoUE.

KaBuwg eipaote ouvdedepévol ue Tov Server BAEmToupe - Eikéva 41 - tnv
emAoyn TTou pag divel va emAéEoupe TNV opdda tmou BéAoupe ( Red Team -
Blue Team), Emiong amé tnv oTiyur) TTou €xoupe kavel amo tpiv Connect
BAétToupe TRV Main Camera aAAd kal Ta Combat Logs (0TTwg oTnV TTEPITITWON
TOU Server).

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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Ewkova 41 Team Selection

Otav emAégoupe TNV oudda Trapatnpoupe OTI hag BAalsl oTo aAvTioToIXO
Spawn TnG Kai €iNaoTe £TOIKOI VA TTAIEOUE.

Ewkéva 42 Join Red Team

TéNog OTTWG TTpoava@épape TO Traixvidl yag givar otnv karnyopia tTwv FPS
(First person Shouter) yiI' autd Kal dev BAETTOUPE TOV XAPAKTAPA POG GAAG N
KAuEPQ gival TOTTOBETNUEVN £TO1 WWOTE VA PTTAIVOUUE EMEIG OTNV B€on Tou.

Avdpeadakng Kwvotavtivog - EEINZEG lwavvng
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5.4 GamePlay Inputs

Kivhon Eptrpog - NMAAkTpo W - Up
Kivnon Miow - NMAAkTpO S - Down
Kivhon ApioTepd - MAAKTpo A - Left
Kivhon Ag€id - NMAAkTpo D - Right
Jump - Space

Fire - Apiotepd KAIK

Change Weapon - Left Ctrl
Communication - T

Send Message - Return - Enter
Show Scores - Tab

Auta €ival Ta Inputs Tou TTaIXVIOIOU PTTOPOUNE BERAIA TTPIV EEKIVIIOOUNE OTTO
TNV €mAoyr Input oto Unity (eikéva 43 ) va Ta doUpue aAAG Kal pe dITTAG KAIK
TTAVW TOoUug va Ta aAAGgoupue. Eival TTOAU onuavTikd yiati JTTopoUuue EUKOAA va
ouvdéooupe 10 OIKS pag Joystick oTo TTauyvidl pag.

<
proj Configuration &J
| |
Graphics | Input
Control Primary Secondary o
Horizontal (+) right d
l Horizontal (-) left a
Vertical (+) up w
Vertical (-) down g
Fire Weapon Left Mouse &2
Double-click an entry to change it
[ pay | [ qut

Ewkova 43 Inputs
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5.5 MeAAovTikéG ETrekTdOEIG
'Hon 10 TTaIXVIdI £x€1I TTAPEI pIa eTTEKTAoN Kal o€ Web Player oTtnuévo o€ éva

Host 61Tou 0 KaBEvag uTTopEi va utraivel Kal va Traidel kateuBeiav. Ta BEuara
TTOU PEANOVTIKA OKEQTOUAOTE VA UAOTTOINOOUNE €ival TO OTAOCIYO €vog Public
Server 61mou 6Aol Ba kdvouv kateuBeiav Connect , Ta animation kai n aAAayn
XOPAKTAPO av €XOUME KAl TNV UTTOOTAPIEN aTtd MEPIAg Server. TéAoOG va
BaAoupe rxo oTo TTaIXVvidl apou atroTeAEl éva Bacikd HEPOG yIa TO OWOTO KAl
KaAdé Gameplay.

5.6 ZupTtrepdopara

To Unity civar éva oAokAnpwuévo tTakéto 6tTou divel TNV duvartdTnTa OTOV
Developer va @Tiagel To dIkO Tou TTaiyVvidl 2d ) 3d ye oXeTiKG atrAd TPOTTO.

To Unity Game Engine €ival otaTmioTikd 10 KoAUTEpo Game Engine 6oov
agopd Tnv dnuioupyia TTaixvidiwv o€ Android kai iI0S. Mg Tnv ékdoon 5 Kai
TNV PEYAAn aAAayr oTo rendering To Unity TTioTeUouue Kuplapxnoel kai o€ PC
& Game Consoles yiati TTOAU atmAd gival o ammAd Kal €UXpnoTo yia €vav
apxapiol aAAG kal évav attautnTikG Developer.

To BaoIKO XapaKkTNEIOTIKG TTOU TO KAVEl TO M0 TTpooiTé Game Engine gival ol
Baoikoi odnyoi, Ta TTOAAG tutorials TTou uTTdpyxouv oTo diIadikTuo, aAAG Kal TO
Community Forum &1rou €UKOAQ Kal ypriyopa UTTOPOUV va o€ Bondricouy.
TEéNOG, N dwpedv €kdoon aAAd kal o1 TTOANEG TTAATQOPUEG TTOU UTTOOTNPICEl
KAvel TNV pnxavl voUuepo €va OTIG TTPOTIUACEIS TWV HIKPWY  ETAIPIWV

QVATITUENG O€ Pia Blopnxavia TTaIXVISIWY TTOU CUVEXWG QUEAVETAI.
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I'Ipoypappam TTOU XPNOIHOoTToINONKAV

Adobe Photoshop cs6
e Blender 3d
e Gimp 2.0

e Unity 3d Game Engine

o

mGIMP

o
siender 3 JULLLLAY}
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