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YNEYOYNH AHAQZH NEPI MH AOIOKAOINHZ

BeBaiwvw o611 gipal ouyypa@Eag auTrng NG epyaciag kai 611 kK&Be Bonbeia Ty oTToia
€ia yla TNV TTPOETOIYACia TNG, €ival TTAAPWGS AVAyVWPICHEVN KAl AVOQEPETAl OTNV
epyacia. ETmiong, éxw avo@épel TIG OTTOIEG TIMYEG ATTO TIG OTTOiEG €KaAva XPron
oedopévwy, 10ewVv | AéEewy, €iTe auTéEG avagEpovTal akpIBWG EITE TTAOPOPPOATHEVEG.
Axképa dnAwvw OTI AuTh N YPATITA €pyacia TTPOETOINACTNKE ATTO EUEVA TTPOCWTTIKA
KAl QTTOKAEIOTIKA Kal €I0IKA YIO TNV OUYKEKPIPEVN TITUXIOKN €pyacia kal 0TI Ba
avaAdBw TTARPWG TIG CUVETTEIEG €AV N £pyacia auTr) aTrodeixOei T eV OU AVAKEL.

ONOMATENQNYMO ZMNOYAAZTH AM YMNOrPA®H

OIKONOMOS SQTHPIOS 1 I' =
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EuxapioTieg

O¢Aw va euxapioTHow apXIKA Toug KaBnyntég pou Kai 1dlaitepa Tov K. ABavdoio
KoUTpa yia TNV €CAIPETIKA OUVEPYOOIa TTOU EiXOUE OTAV EKTTOVNON TNG TITUXIOKNG
epyaociag.

Oa nBeAa eTTioONG va €UXAPIOTACW TNV OIKOYEVEIQ POU YIa TNV aTTEPIOPIOTN OTAPIEN
TTOU pou TTpdoepe o€ OAN TN dIdpPKEIa TNG YOITATIKAG Jou {WNG.
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MpoAoyog

To TTapdv Keigevo atroTeAE TNV TITUXIOKA £pyacia Tou @oitnTA ZwTrpiou Oikovouou
WG TTPOATTAITOUMEVO VIO TNV ATTOKTNGN TTPOTITUXIOKOU TiITAOU GTO TUAMA
MAnpogopikng kai MME Tou TexvoAoyikou EkTraideuTikoU I§pupaTog AuTIKAG
EANGDQOG.

2TOXO0G TNG CUYKEKPIPEVNG Epyaniag ival n HEAETN TNG dnUIoupYiag pIag dIadpacTIKAG
€QApPPOYNG yia Kivnté pe Aeiroupyikd ouoTnua android XpnoIJOTTIOIWVTAG TO EPYAAEIO
Unity. Z€ auTA TNV €pyacia TTapoucidgeTal To epyaAeio kaBwg kal n peBodoAoyia TTou
akoAouBnoa padi pe 1o TEAIKO aTTOTEAEC Q.

KaAn avdyvwaon
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MepiAnyn

TNV TITUXIOKN £pyadia &yive dia BewpnTiKh TTPOCEYYIoN Kal avdAucn Tou gaming Kal
TWV TTAIXVIOIWV YEVIKOTEPA WETa aTTd TNV dnuioupyia piag dIadpacTIKAG EQAPHOYAG.

To gaming, €k16¢ atmd Péow SlaoKEDAONG, OTTOTEAET KAl éva epyaAegio ekuddnong. Ol
MOP@EG TTaIXVIDIOU TTOU CUVOVTAUE OHPEPQ, TOOO OE PUOIKI O00 KOl O NAEKTPOVIKI)
Mopon, cival auétpnteg. Me Tnv paydaia alf¢non Tng TeXvoAoyiag, OAo  Kal
TTEPIOOOTEPOI  AVOpWTTOI av& TOV KOOMO OTTOKTOUV TIpoofacn o€  EEUTTVEG
NAEKTPOVIKEG OUOKEUEG. 'ETOI TO mobile gaming trapouciddel kai autd pia paydaia

augnon.

MNa tnv dnuioupyia evog dIadpacTIKOU TraixvIdloU yia KIvNTA UTTAPXOUV OAPKETA
epyaAeia 6TTwg 10 Unity kai n Unreal Engine. duaikd utrdpyxel avra n duvatdtnta
Q1o TOV TTPOYPAMPUATIOTH) VO XPNOIYOTIOINCEl OTTAA TIG YVWOEIG TOU Of Hia yAwood
TTPOYPAPMATIONOU OTTWG N Java f n JavaScript yia va TTpoypauuaTiosl €va Traixviol.

2Ta TTAQioIa TNG €pyaciag uloTroinoca yia epapuoyr 1ou ovopdadetal Infinite Runner
KOl a1roTeEAEl £va TTaiXvidl TTou OKOTTOG Tou XPAOTN €ival va avtégel 6on TTEPIcCoOTEPN
wpa  Jtmopei  padsltovtag  TTEPICOOTEPOUG TTOVTOUG. [a  Tnv  dnuioupyia  TNG
xpnoiyotroinénke 1o gpyaleio Unity émmou péoa amd autd, XPNOILOTTOIWVTAG TNV
YAwooa TrpoypapuaTiopolu C# kai akoAouBwvtag pia MVC apXITEKTOVIKR XTIOTNKE
OAo TO TTEPIBAAAOV.

ZUPTTEPACUATIKA, O XWPOG TOU gaming Kai €18IKOTEPA n dnuioupyia evog TTaiXvidiou
QTTOTEAOUV €Va OUVAPTTOOTIKO KOMPMATI HE TEPAOTIEG TTPOOTITIKEG AVATITUENG KAl
£QAPUOYNAG.
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Abstract

The thesis has been a theoretical approach and analysis of gaming and games in
general through the creation of an interactive application.

Gaming industry, besides entertainment, can also has learning capabilities. Games
today are countless. With the rapid increase in technology, more and more people
around the world are getting access to smart electronic devices. This results in a
rapid increase in mobile gaming as well.

In order to create an interactive mobile game, there are several tools such as Unity
and Unreal Engine. Of course, there is always the possibility for the developer to
simply use his knowledge in a programming language like Java or JavaScript to
create a game.

In the context of this thesis, | have created an application called Infinite Runner. It is
a game that the user's purpose is to last as long as possible and collect more points.
To create it, | used the Unity software, using the C # programming language and an
MVC architecture.

In conclusion, the gaming area and, in particular, the creation of a game is exciting
with enormous prospects of growth and application.
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KepdAaio 1 - Oswpia kal loTopia Tou Gaming

To gaming ptopei va Bewpeital atrd TTOAAOUG WG pia TTPOCPATH «AVAKGAUWN» TTOU
edpavioTnke Pe TNV paydaia avatmTugn TG TEXVOAOYIag Kal aTTeuBuveTal KUpiwg o€
dtopa TTOU BpickovTal o€ veapn nAIKia. ZTnv TTpayuaTikdTNTa OUwWG aTToTEAE Evav
EMOTNUOVIKO KAGSO pe otroudaioug BewpnTikous. Otrwg BERBaia Ba doupe TTAPAKATW
TO game theory dev TauTi(eTal atrOAUTA PE TNV ONMEPIV €vvola Tou 6pou gaming,
OPWG N UTTApxel AAANAEVOETN OxEON PETALU TOUG. AV KOl OTNV OUYKEKPIPEVN EPYOTia
Ba aoxoAnbw pe TNV dnuioupyia dIadpacTIKOU TTaIXVIOIOU HECW TOU TTPOYPAUUATOG
Unity, 0TTwg hHapTupd Kai o TiTAOG, €ival ammapaitnTo va yivel Jia ava@opd yevikoTepa
OTNV ETOTAKN TOU gaming WOTE va YivOouv TTIO KATAvVONTOi 01 OTOXOl TNG €V AOYW
epyaociag.

1.1 T gival n emoTAun Tou Gaming

MTropei oApepa T0 gaming va atoTeAei Kupiwg évav dnuUo@IAl TPOTTO SlaoKEDAONG,
OPwG OoTNV TTPayuaTikOTNTa To game theory €xel Kol SIAQOPETIKEG EQAPUOYEG TOOO
oTNV €TMOTAPN TNG OIKOVOMIOG Kal TwV padnuatikwyv 600 Kal OTIG KOIVWVIKEG
ETMIOTAMEG.

To game theory amoteAei pe ammAd Adyia Tnv diadikacia AQWng OTpATNYIKWY
OTTOQPACEWV PE OKOTTO TNV €TTiAUCn €vOG TTPOBAAUATOG i EVOG BINAUPATOG. ZTnV
OIKOVOIO  XPNOIUOTIOIEITAI KUPIWG OTnNV opydavwaon Tng Plounxaviag kar oTov
oXedlaoud unxaviopwy. E@apuoyéc etriong Bpiokel Kal 0€ KOIVWVIKEG ETTIOTHPES
OTTWG N avBpwTroAoyia, n KovwvioAoyia, n WuxoAoyia K.ATT. 6TTou ugioTaTal KUPiwg
ME TNV HOP®PN KOIVWVIKWY OIANUUATWY PE OKOTTO TNV avaAUCcn TNG CUPTTEPIPOPAG TOU
OTOHOU O€ HIa KOIVWVIKH KATAoTAOT (XAPAKTNPIOTIKO TTAPAdEIYHA TETOIWV TTAIXVIOIWV
gival T0 «SIANNPa Tou QUAGKIOUEVOU™ OTTOU PTTOPET va BPel EQOpPUOYr Ot TTOANEG
ETTIOTAMEG).

1.2 loTopia Tou Gaming

To Traixvidl ugiotatal, uttd OIGPOPEG HOPYESG, eKATOVTADEG XpPOvIa TwWwpA.
XapakTnpIoTIKO TTapddeiyya cival ta ¢apia oAAG Kal TO CaTpikio, QVTIOTOIXO TOU
onuePIVoU TTaiXvidlou oKAKI, TTou £ttaifav ol apyaiol ‘EAAnveG. ATTO Tnv apyxaidtnTa,
Aoittéy, péXpPl onpepa To TraIXVidl TO OuvaviAue O€ TTOAAEG HOPQEG. ZTnv
OUYKEKPIYEVN €pyaCia Ba aQIEpWowW TTEPICCOTEPO XPOVO OTO NAEKTPOVIKO TTaIXVidI
(Video Game) 10 0OTT0iO €ival OUCIACTIKA KAl TO QVTIKEIMEVO UAG.

1 BA. Mapdptnua A
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H mpwTn eu@dvion Twv video games yivetal To 1947 6tav o Thomas T. Goldsmith Jr
Kal o Estle Ray Mann dnuioupynoav 1o TTpwTo TTaIxVidl BacIopévo O€ YIa OUOKEUR
KaBodIKoU OwAAva Kal ATAV EUTIVEUCHPEVO ATTO TOUG TTUPQAUAOUG TOU OEUTEPOU
TTAYKOOMiOU TTOAEMOU.

A@ouU €yive Aoimtév n apxn, Ba TpETTel va PeTagepBoue 19 xpovia PeTd yia va
OUVAVTAOOUUE TNV €TTOPEVN €TITUXA aTToTTElpa dnuioupyiag evog video game. To
1966, Aoitov, n peAETN Tou Ralph Baer yia véoug TpoTTOUG QTTEdWOE KAPTTOUG KAl
€101 ONUIOUPYABNKE N TTPWTN CUCKEUN TTOU UTTopoUcE va ouvdeBel otnv TnAedpacn
Kal va Traigel aixvidia. To dvopa NG nTav Odyssey.

ATTO ekei kal épa n TPoodog Twv video games Arav paydaia. To 1971 kdvel Tnv
EUPAVION TNG OTO TIAVETTIOTAMIO TOU 2XTAVQOPVT N TIPWTN TTaIXVIdounxovy JE
Képuata, To Galaxy Game evw Aiyo apyétepa ByAke To Computer Space, T0 TTPWTO
video game 1Tou Bynke o€ padikh apaywyr). O1 dnuioupyoi Tou deUTEPOU ATAV Kal
gkeivn 1Tou 10 1972 dnuioUupynoav tnv Atari.

To 1976 kal evw Ta arcade traiyvidia TToAaTTAaciddovTav pe Taxu puBud Exoupe tnv
TTPWTN OIKIOKA ouokeun atd Tnv Coleco, Tnv Telstar TTou €yive padikr Tapaywyn. To
TTaixvidl Tou émaile Aeyotav Pong (oe didgopeg TTapaArlayég). To 1978 Eekivdel n
XPUOoT] TTOXN Twv arcade games Je TO TTAYKOOHIWG yvwoTo Space Invaders va KAvel
TNV EPYAVICN TOU, EVW TNV ETTOUEVN XpovId N Atari Ba dnuioupyroel To Asteroids.

H dekaeTia Tou 1980 Ba gekivrioel e éva opOaNHo yia TNV BIoPnxavia NAEKTPOVIKWY
TaiXvISIWV agoU Ba KAvel TNV EUPAVICN TOU TO ONUOQPIAECTEPO TTaIXVIdI OAWV TwV
emoxwyv, To Pac Man. Tnv emouevn xpovid eugaviotnke 1o Donkey Kong ue tnv
Biounxavia va kataypdeel éva 1Cipo 4.9 dig doAdpia. Tnv idia xpovid dpxiocav va
TTOANATTAQCIACoVTAl Ol OIKIOKOi UTTOAOYIOTEG KATI TTOU EiXE WG ATTOTEAEOUA TNV
paydaia auénon Twv video games. Emiong 10 1980 cixaue v TPWTN @OpPNTH
kovooAa atrd Tnv Nintendo, To Game & Watch.

ATO 10 1983 £wg 1O 1995 €xoupe TNV TpitTn YyeEVIG KOVOOAWYV. XaPAKTNPIOTIKOI
ekTTpOoWTTOI €ival To Commodore 64, NES, Sega Max 3 evw ékavav Tnv eUQAvion
Toug Traiyvidla 6mwg 10 Zelda, Dragon Quest, Final Fantasy aAA& kai 1o Sweet
Home, 10 mpwTo Horror Game atré tnv Capcom.

21NV OUVEXEID, apXi(ouv TNV EPPAvIon Toug KovoOAeg OTTwg To Mega Drive kal 10
SNES wg 1mpwtol eKTTpOoWTOl TG VEQG Yevidag. Maixvidia 6TTwg 10 Sonic kal 1o
Mario, TTou akéua Kal OAPEPA £XOUV QavaTiKO KOIVO éKavav TV EPPAvIoT| TOUG.

H mpayuartiki eTavactacn 010 gaming, OpwG £yIvE Ta ETTOMEVA Xpovia. Ta TTpwTa
Taixvidia pe 3D ypa@ik&d kdvouv Tnv eu@avion Toug. O gpXOUOG TwWV KOVOOAWV
PlayStation aAAddel yia Tadvra Ta video games a@ou aTroTeAE TNV TTIO ETTITUXNMEVN
O€IpG KOVOOAWV PEXP! Kal ofpepa. Tautdxpova Kal VW Ol KOVOOAEG OUVEXIOAV VO
avBi¢ouv To PC gaming cixe etmiong paydaia avénon ue taixvidia 6Tmwg Grand Theft
Auto, Red Alert, Doom va yivovTtal avapTraoTa.
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Mrraivovtag mma otnv véa XIAIETIa n augnon eival TepaoTia TG00 OTNV TTOPAYWYN
KOVOOAwv 000 Kal Traixvidiwyv. [diaitepn avagopd agiCouv KovooAeg OTTWG TO
PlayStation 2, PSP, 3 kai 4, Ta Xbox, 360 kai One kaBwg kai Ta Nintendo Wii, Switch
aAAd kai n ogipd GameBoy.

KAgivovTag, 1D1aitepn avagopd TpéTrel va yivel ota mobile games 1Tou ékavav Thv
EMQAvION Toug atmo 10 1997. ApXIKA PE TO YVWOTO @IOAKI KAl TO tetris aAAG Kal e
TTOANG akopa TTaixvidla va kavouv Tnv €u@Avion Toug To mobile gaming dpxioe va
YiVETOI BEOPOG KAl OTTOYEIWONKE PE TNV EPPAVION TWV TTPWTWV EGUTTVWV KIVNTWV.
2AMEPO ATTOTEAOUV Mia AKPWG ETTIKEPDN ayopd e TCipo DICEKATOUNUPIWY doAApiwV
KdBe xpovo.
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KepdAaio 2 — Elcaywyn oto Unity

2.1 Eilcaywyn

To Unity eival éva cross-platform mpoypaupa mapaywyrg 2D kar 3D mraixvidiwyv. Av
KAl apyIKA avakoivwenke pévo yia 1o OS X ofuepa gival d1abéaiyo yia Tavw ammo 15
A€ITOUpyIKG OuoTAuATa Kol TTAGTQOPUEG Kal atroTeAei 1o Baoikd Kit AvamTuéng
Noyiopikou (SDK) tng traixvidopnxavig Wii U. Ao 1o 2006 £wg orjuepa 6 ekdOOEIG
TOU TTPOYPAUHATOG €XouV dlaTebei, evw TTOAU yvwaToi TiTAol Traixvidiwy (Angry Birds,
Slender k.a.) €xouv dnuioupynBei pe Tnv BonBeia Tou Unity.

2.2 Baoikég Asitoupyigg Tou Unity

To Unity &1aBetel TTOAO XOPOKTNPIOTIKA KATI TTOU TO QEPVEl OTIG TTPWTEG BECEIg
METOEU TWV TTPOYPAPUATWY TNG KATNyopiag Tou. Zuykekpipgéva 1o Unity ouvdéeTal pe
TIG OIETTAPEG TTPOYPANMOTIONOU epapuoywv (API) Direct3D yia Windows Kai
XBOX360, OpenGL yia Mac kai Windows, OpenGL ES yia Android kai iOS kaBwg
Kai pe 1o APIs Twv ekAoTwTE TTaIXVIOOPNXavwy. MeydAn kaivoTopia eival n
TTAPAPETPOTIOINON TNG CUUTTIEONG UPAG Kal TG avaAuong yia k&Be TTAar@opua
KaBwg ka1 n utrooTrpign yia Bump, Reflection kai Parallax Mapping kabwg kai yia
OUVaUIKA oKiaon.

O1  TIPOYPOUUATIOTEG  UTTOPOUV  va  ONUIOUPYROOUV  TIG  €PAPHOYEG  TOUG
xpnoigotroiwvtag Javascript, C# kaBwg kai Boo. Akéua €xouv Tnv duvatotnta péca
aTTo0 TO 010 project va avamTuéouv TTOANEG ekdOOEIG TOu idlou TTaixvidIoUu yia
OIAPOPETIKEG TTAATPOPUEG.

& unity

Eikéva 2.1 To AoyoéTtutro Tou Unity

2.3 Tvwpipia pe 1o TEPIBAAAOV SiETTAPRG

To TrepIBAAAov dieTTagpng Tou Unity €ival oxedlaopuévo yia va eguTTnpeTel T000 TOV
ammAé 600 Kkai Tov Tpoxwpnuévo xpnotn. H apxikhh oBévn (MeETd Tnv 00846vn
onuIoupyiag project) atroTeAgiTal ammd TNV yPOUur MEVOU, Ta gpyaAcgia PETAKIVAONG,
TTEPIOTPOPNG KAl EOTIAONG TWV QAVTIKEIMEVWY KABWG Kal Ta epyaleia €kkivnong,
debugging Tng epapuoyng Kal eTTAOYAG layout kal TEAOG TNV KUpPIa 0846vn.
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H kuUpia oBdévn cival opyavwpuévn pe KapTéAeg (tabs) mmpoo@épovTag 1o €UKOAN
TepIRynon oTtoug XpAoTes. O1 KUpleg KapTéAeg gival n Zknvh (Scene), 1o Maiyvidl
(Game), n lepapyia (Hierarchy), To Project kai T€Aog 1O Inspector.

H ZknvA xpnoiyoTtroigital yia va ToTroBeTnBoUV Ta avTIKEIYEVA TTOU XpEeIdlovTal, OTTwG
yio TTapAdelypa Ol KAUEPEG, O TTaiXTNG, ol avrtitraAol K.0.k. OI TTepIfynon oTnv oknvA
YivETQl €iTE ME OUVTOMEUOEIG TOU TIANKTPOAoyiou, €iTe PE Ta gpyaleia TToU
avaeépbnkav otnv apxn Tng evoTnTag.

# Scene

| shaded r|[2p]] # | <) | & |7 || Gizmog 7| (BrAl P

Eikéva 2.2 - H kapTéAa Zknvin

H kaptéAa Maixvidl gival n TeENIKA atreikdvion Tou TTaIXVvIBIoU ) oTroia TTPOKUTITEI aTTd
TO render TTou KAvVouv ol KAUEPES oTNV oKNvr. H Xpron Kauepag cival amapaitntn yia
va UTTOpECEl va UTTAPEEl aTTelkOvIon Tou Traixvidiou. XTnv KapTéha Game diveTal n
emAoyr yia aAAayfy Tou aspect ratio, peylototroinon Katé Tnv ekTéAEon, oiyaon,
OTATIOTIKA KAl N EJPAvion r oxi Twv agdvwv (Gismos).

I A A p " 7 %

E||(v 2.3 - H kapTéAa Game

H kaptéAa Hierarchy mrepidapBdvel 6Aa Ta avTikeipeva TTou BpiockovTal oTnv OKnvh.
AuTAa pTTOpEi Va gival KAPEPES, AVTIKEIPEVA, textures K.0.K.
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i= Hierarchy |
| Create = | (G=All —‘~.
B indirect_light

industry_terrain
b lights
b OCArea
b other_assets
b other_assets
b pipes
b posts

radar_map
P railings
P ReverbZones
P rocks
¥ roofing_a

metal

Eikova 2.4 — KapTtéAa Hierarchy

H kapTtéAa Project TrepiExel OAa Ta apxeia Kal TOUG AKEAOUG TTOU €XOUV dnIoupynOei
YlO TO OUYKEKPIPEVO project. XwpileTal oe dUo 080veG: n OegId TTEPIEXEI TA ApXEia A
KAl TOUG PAKEAOUG VW N apIOTEPH TTEPIEXEI TNV OOMN TWV YOKEAWY TOU project.

= Fare il L Aepain - Digecis - im-u

Eikéva 2.5 - KaptéAa Project

H kapTtéAa Inspector, TEAOG, TTEPIEXEI TIG 1IBIOTATEG KAl TA ETTINEPOUG OTOIXEIO (fXOUG,
PUWTA KATT.) TWV QVTIKEIWEVWY TTOU OUuvBETOouV TNV okKnvhA. KdaBe 1816TnTO PTTOpEi va
aAAGEel o autr) TNV KAPTEAD OKOWPN Kal TIWEG WETAPBANTWY oTa script (aAAayég OTIg
YPOMPEG TOU Script woTOo0 XpelddeTal va yivouv UE €TTEEEpyaTia Tou Script o€
KaTtrolov editor — 1o unity Trpoo@épel To MonoDevelop).
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Target Mone (Transform) @

Eikéva 2.6 — H kaptéAa Inspector
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KepdAaio 3 - Anuioupyia AladpaocTikouU lMaixvidiou

3.1 Eicaywyn

To Unity mpoo@épel OTTwWG €idape apkeTd epyoAeia yia Tnv dnuioupyia evog
IKaVOTTOINTIKOU S1adpacTikoU Traixvidiou. MNa TNV CUuyKeKpIévn gpyacia eTTéAeCa va
dnuIoupynow €va Traixvidl karnyopiag infinite runner yia 10 A&IToupyikG oUOTHUA
Android (av kal 6TTwWG avéPepa TTaPaTTAvVW UTTOPEl va yivel compile kol o€ GAAEG
TTAATQOPUEG). TO project dnuioupyndNkKe Pe TNV YAWOOoQ TTpoypapuaTtiopgol C# Kal
TTEPIEXEI 4 OKNVEG TIG OTTOIEG Ba TIGC AVOAUCOUUE ETTIMEPOUG TTAPAKATW. AUTEG gival: n
Start Scene, n Main Scene, n GameOver Scene kai n Info Scene.

3.2 Start Scene

H Start Scene (to évoua apyeiou oTo project eival startScreenScene.unity) €ivai n
apxIk 08évn TTou eu@aviCeTal YE TNV €KKIVNON TNG €QAPHOYNG. MePIEXEI TO KOUUTTI
€KKIVNONG TNG €QOPUOYAG, TO AOYyOTUTTO, TO KOUMTT METGBaong oTtnv 0Bdvn
TTAnpo@opiwv (info scene), To background Kal TO KOUUTTi €§0B0U.

Mpiv &ekiviiow va avaAlw Tov KWwOIKa eival TTOAU Bacikd va e¢nynow Kartola
KOMMATIO TOU TTOU €ival atrapaitnTa yia TNV Asiroupyia 6Awv Twv Script Tou project.

1. using UnityEngine;
2. using System.Collections;
Mivakag 3.1 — Baoikd namespaces

H Asitoupyia Twv mTapatmdvw namespaces gival atrAf] aAAd eEQIPETIKA oNUAVTIKI yIa
TNV AEITOUpYia TOU €KAOTOTE KWAIKA. H TTpWwTN ypauun €ival utrelBuvn yia TNV KARon
OAwv Twv ouvapTAcewv Kal Twv KAGoewv Tou Unity. TMapduola eivar kal n
XPNOoIOTNTA TNG dEUTEPNG EVTOANG OTTOU UE TNV OEIPA TNG KAAEI OAEG TIG CUVOPTAOEIG
NG C#. 'Etol Aoimrdv yiveralr katavontd OTI XWwpPIiG aUTEG TIG EVIOAEG OEV UTTOPEI va
A€IToupynoel cwoTa To project.

1. public class ScriptName: MonoBehaviour;
Mivakag 3.2 — Monobehaviour

Mia 1T0AAR Baoikr kKAdon cival To Monobehaviour. Eival atrapaitnto o€ 6Aa 1a script
WOTE va PTTOpoUV va AEITOUPYNOOUV Ta QVTIKEIMEVA OTNV OKnvh. ZTnv JavaScript
KABe script TpoépxeTtal amd 70 Monobehaviour aAAd otnv C# cival atmrapaitntn n
OnAwan Tou GTo Gvoua Tou Script.

3.2.1 Kouptd gkKivhong, e§6dou, info kai Aoyétutro

A@oU Aoimmév 6pica KATTola Bacikd aAAd aTmapaitnTa KOPMATIO KWOIKA PTTOpW va
TTPOXWPAOW OTO KUPIWG KOuudTl. Av kai 10 Unity TTpoo@épel Tnv duvatoTtnTa
onuioupyiag buttons amd 1o interface, TTpoTiUNOCA va Ta dNUIOUPYAOW HECW TOU
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kwodika. ‘ETal gixa Tnv eAeuBepia va dWow OTO EKAGTOTE KOUMTII TNV EVTOAR TTOU ATAV
ATTOPEAITNTN KABWG Kal VO TTAPAPETPOTTOINCW KAAUTEPA TO HEYEDOG.

Mpiv TAOW OTO OnuEio va dNUIoUPYROW Ta KOUPTTIG Ba TTPETTEl va OpPiow KATTOIEG
GAAEG TTOPOUETPOUG OTTWG Ta skin yia KABe OTOIXEiO, TIG YPAWMOTOOEIPEG KAl TO
KoupuTTi €€6dou oTnV cuokeur (OxI TO KouuTri TTou Ba dnuioupynBei oTnv 086vn aAA&
TO (PUOIKO KOUWTTI ETTIOTPOPAG TTOU £X0UV OAEG O CUOKEUEG UE AeITOUPYIKO android).

To skin xpnoiyevel oto va doBoUV eTTIPEPOUG IBIOTNTEG O KEIMEVA, KOUPTTIA KATT. Av
Kal n dnAwaon tou skin yivetal oto script, o1 1©16TNTEG oUVRBWS KaBopifovTal oTov
inspector TTou €idaue TTapaTTdvw, XWpPIig autd va anuaivel 0TI dv PTropolv va yivouv
aTTd TOV KWOIKA.

1. public GUISKin mySKin;
2. public Texture2D infolmage;
3. public GUIStyle infoBtnStyle;
Mivakag 3.3 — Skin ka1 Textures

EkT16¢ a1 TNV dnAwon tou skin otnv TTpwTn €VTOAN UTTAPXEI OKOMA N PETABRANTN
Texture2D kai n heTtaBAnt GUIStyle. H TTpwtn €ival amrapaitntn yia TNV €iocaywyn
KATTOIOU YPA@IKOU OTOIXEIOU O& £va KOUWTTI (Kol OxI HOvo) evw n delTepn Bonbd aTo
va dwooupe éva OIaPOopPETIKG Style o€ éva KeieVO, KOUMUTTI KATT. aTTd TO YEVIKO TTOU
opifoupe péow Tou skin TTou €idape TTOPATTAVW.

Av Aoittév KoITdéoupe aTov inspector 8a TTapATNPCOUNE TA TTAPAKATW.

B # iy Mes Soript [Scris

Eikéva 3.1 — O1 evioAég oTov Inspector

Qaiveral AoimTév TTwg o1 evToAég dnuiolpynoav duo Tredia kal €va Dropdown pevou.
210 medio mySkin pTtropouue va €lcdyoupe TO Skin PG TTOU  UTTOPOUME VO
ONMIOUPYAOOUME KOl VA TTOPANETPOTIOINOOUUE aTTd TNV KapTéAa Project kai tov
Inspector (e Oe€i KAIK — DIAPOPETIKA atrd To pevou Tou Unity). To delTtepo TTedio €ival
10 Info Image &é1ou PTTOPW va €1I0GywW TNV €IKOVa TTou BéAw va eu@avifeTal oTo
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KoupTri Kai TEAOG éxoupe To Info Btn Style 6tmmou utropw va aAAd&w TO Style yia 1o
QVTIKEIYEVO TTOU Ba KABOPIoW OTNV CUVEXEIQ.

A@oU KaBoOpIoa aTO Script KATTOIEG BACIKEG PETABANTEG, UTTOPW VA TTPOXWPNOW OTNV
mpwTn ouvdptnon. H Update civar gia oAU ocuvnBiocpévn cuvdaptnon oto Unity
KaBwg divel TNV duvaTdTNTA VA KAAEITE TO TTEPIEXOPEVO TNG 0€ KABE frame.

1. void Update() {

2 it (Input.GetKeyDown(KeyCode.Escape)) {

3 Application.Quit();

4.

5. mySkin.label .fontSize = Screen.width / 10;
6 mySkin.button.fontSize = Screen.width / 20;
7 infoBtnStyle._fontSize = Screen.width / 15;
8. }

Mivakag 3.4 — H ouvdapTtnon Update

TNV OUYKEKPIYEVN auvdapTnon BAETTOUPE apXIKA TNV TTPWTN EVTOAN OTIG YPOAUMEG 2,
3, 4 6mrou €xoupe pia if yia va dnAwow OTI av TTaTNBEl TO KOUUTT ETTIOTPOPNS TNG
OUOKEUNG TOTE N €@ApPOYR va KAEIoEl. ZTIG UTTOAOITTEG YPAUMEG TOU KWOIKA £XOUV
opIoTEl TO MEYEON TWV YPAUMUATOCEIPWY VIO TA KOUMPTTIG KAl TO KEMEVA OTNV
OUYKEKPIMEVN oKNvr). AuTr n duvatoTnTa QUOIKA diveTal Kal aTrd Ta skin Kal Ta styles
TTou €idape TTapatmdvw. Opwg aTov inspector Ta ueyédn eival kaBopiopéva o€ pixels
(px) kAT KAVEI TNV EQAPUOYH VO PNV Eival responsive, KATI eEalpeTIkKG Bacikd agpou ol
OUOKeUEG Oev €xouv TIG idiEG 00d6veg. ‘ETal Aoimmov BAETTOUNE yia TTOPAdEIYUA OTNV
ypapun 5, 61 1o font size yia Ta label Tng oknvig TTou éxouv 1o skin mySkin Ba eival
TO0 TTAATOG TNG 086vng dia déka. ‘ETol 1O péyeBog TG ypapuaTooelipds KabopileTal
ouvapuiké avaAloya tnv 086vn.

KAeivovtag tTnv ouvdpTtnon Update trepvdw oTO TeAeuTaio aAA& Kal TTI0 onUavTIKO
KOMMATI TOU script, Tnv ouvdptnon OnGUIL. H guykekpipévn cuvapTnon EMITPETTE VA
dnuIoupynow o1l BEAW va deigw oTnv 086vn (To 6évoua onuaivel On Graphics User
Interface). TNV cuykekpIpévn oknvh BEAW va dnuioupyAcw 10 logo, Ta KouuTd Start
Kal Exit kaBwg kai To koupuTi Info.
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11.
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void OnGUI() {

GUI
GUI

Screen.
if

Screen
Screen.

Screen.

b
it

Screen
Screen

Screen.

by
it

Screen

}

.skin = mySkin;
.Label(new Rect(0, 0, Screen.width,

height), "Crazy \nRunner™);
(GUI .Button(new Rect((Screen.width -

-width * 0.5 ) - (Screen.width / 3) / 2, (Screen.height -

height / 3) - (Screen.height / 7), Screen.width / 3,

height /7 7), "Start™)) {
Application.LoadLevel(1);

(GUI .Button(new Rect((Screen.width -

-width * 0.5 ) - (Screen.width / 3) / 2, (Screen.height -

-height /7 3) - (Screen.height / 7) * 0.02 f, Screen.width / 3,

height / 7), “Exit")) {
Application.Quit(Q);

(GUI .Button(new Rect(20, 20,

-width / 3, Screen.height / 7), "i", infoBtnStyle)) {

Application.LoadLevel (4);

Mivakag 3.5 — H ouvdaptnon OnGUI
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ZEKIVWVTOG TNV ouvapTtnon dnAwvw 1o skin TTou Ba XpNOIYOTIOINOW. ZTNV CUVEXEIQ
OTTWG @aiveTal oTnv TETOPTN O€lpd Eekivaw va @Tidéw TO logo TO OTroio0 dev
atroTeAciTal amd KATOIO texture aAAd aTrd Keipevo. MNa va ypaywouue €va KeEiuevo
xpnoigotoiw Tnv evioAp GUIl.Label. Ta va onuioupynBei To Keipevo pe Tnv
OUYKEKPIUEVN €VTOAR XpeldleTal n dnuioupyia evog opBoywviou. ‘ETol n ouvTaén tng
EVTOARG €ival O CUVTETAYUEVEG TNG TTAVW APIOTEPAGS ywviag Tou opBoywviou Kabwg
Kal TO TTAATOG Kal UWog Tou. TEAOG PETG Tnv dnuioupyia Tou opBoywviou Ba TTpETTEl
va KOBopiow Kal TO KEIPEVO.

Me Tnv idla Aoyikr} dnuioupyoUuvTal KAl Ta KOUMTTIA TTOU £Xw OTnV OKnNvn WE Thv
dlagpopad ot edw xpeldleTal n evioAr; GUIL.Button. ®uoikd pdvn NG n evioAn autr Ba
OnuIouUpynaoEl aTTAG £va KOUWUTT XwpIg KaTTola Xpron. MNa va opiow KATrola eveépyela
OTO KOUMTT Ba TTPETTEl va TOTTOBETACW TNV evioAl péca o€ pia if éTTwg @aiveTal Kai
otov Tivaka 3.5. ‘ET1o1 £€xw Tpia dIAQOPETIKA KOUMTTIA UE TPEIG DIAPOPETIKEG EVTOAEG.
To TTPWTO KOUTTI givai TO KOUTTI Start ME v EVTOAR
Application.LoadLevel (1) n otmoia oTéAvel Tov Xpriotn oTtnv oknvr 1 (n ocipd
Twv oknNvwv KaBopidetal ota build settings 6TTwg Ba doupe TTapakaTw). To deuTEPO
KoupTri €ival 1o Exit pe Tnv evioArl Application.Quit() pe Tnv otoia KAgivel n
eQapuoyn Kal TEAOG €xw TO TPITO KOuuTmi yia Tnv oeAida info pe evioAn
Application.LoadLevel(4). Edw av kal eixa oOKommd va XpnolhdoTToIRow
texture OTTWG €idape TTaPATTAVW TEAIKA ATTOQACIOA va XPNOIMOTIoINow atrAd label
OTTWG Kal OTA GAAA KOUUTTIA (WOTE VA UTTAPXEI EYOAUTEPN OPOIOUOP®Ia.

TeAewwvovtag 10 script éxw dnuioupyrnoel 70 Pacikd pevou. Puolka 1o script dev
MTTOPEI va AsiToupyroel ammAd pe pia atroBrikeuon. Xpeldadetal va PTTel O€ KATTOI0
QVTIKEIHEVO 0TV oknvr pag. Hpbe n wpa Aoimmév va dnuioupyAcw TNV KAPEPA Kal TO
background.

3.2.2 Kapepa ka1 Background

OAa 1a Trapatrdvw dev Ba gixav kavéva vonua (kabBwg kal 6ca Ba akoAouBricouv
OTNV OUVEXEIQ) av OTNV OKNvA Ogv UTINPXE MIA KAPEPA. ATTOTEAEI OUGCIOOTIKA TO
«MATI» Pag OoTNV OKNVA, EMTPETTOVTAG Pag va BAéToune OAa 6oa diadpauatifovTal.
Madi pe Tnv kduepa atmapaitnto €ivalr kalr To Background, &y yia Asiroupyikoug
Abyoug, agou n epapuoyrl Ba pTTopei va €KTEAEOTEI Kal XwpPIiG autd, aAAd yia
a100NTIKOUG.

To TTpwTo TTIPAYHA TTOU Opidw o€ pia véa oknvr €ival n kauepa. H dnuioupyia g
KAuepag yivetal péow Tou pevou (GameObject > Create Other > Camera). 2Tnv
OUVEXEIQ JTTOPW VA TTAPCUETPOTTOINCW TOV TPAOTTO TTPOROANG, TO PéyeBOC K.a aTTd TOV
Inspector.
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Eikéva 3.2 — H kapepa oTov Inspector

21N TOpaTdvw €IKOVa @aivovTal ol €TMIAOYEC® TTOU PTTOPW VO TTAPGPETPOTIONCW
OTNV KAYEPQ TNG OKNVAG HaG. ZTnVv OIKf POU TTEPITITWON XPENOIKMOTIoIW HOVO dia
KAuepa (a@ou éxw 2D e@apuoyn) oTroTe PE eVOIOPEPEI KUPIWG O TUTTOG TTPOROANG
(Projection) ka1 To péyeBog (Size). E10 TTPWTO ETTIAEYW 0PBOYPAPIKY) TTPOBOAN KOl OTO
MEyeBOG TNG TTPOROAAG ETTIAEYW TO 5 PETA aTTO OXETIKEG OOKIUEG. AV N EQapuoyA ATav
3D 161€ 0NV TTPOROAA Ba ETTPETTE va XpnolPoTToIow TNV Perspective. @a mrpétel va
avaeépw ettiong tnv €mAoyr Culling Mask tmou divel Tnv duvaTtéTnTa Va £MAECW TO
layers 1Tou Ba yivouv render a1rd TNV KAUEPQ.

EkT6¢ a1md TNV KAPEPQ, OTTWG avEPEPa Kal TTrapatmdvw, Ba xpnoidoTroifow £va
background. lNa va pmropécw va opicw Hia €IKGVA cav @OvTo Ba TTPETTEl TTPWTA VA
TNV TOTTOBETHOW O€¢ £va AVTIKEINEVO. Zuykekpiyéva Ba dnuioupyriow éva Quad
(GameObiject > Create Other > Quad) kal TTdvw o€ autd Ba oUpPwW TNV €IKOVA TTOU
BéAw va xpnoigotroiow yia background. ®uoikd Ba TTPETTEl v TTPOCAPUOCW TO
péyeBog Kal Tnv B€éon atrd Tov Inspector yia va éxw To PEyeBog TTou BEAW. MTTOopWw
etriong péow Tou shader va aAAGEw Tov TPOTTO TTOU YiveTal TO Render Tou @46vTOU
divovtag pia dIoQopPETIKA aioBnon XpwWHOTOG, QWTICKOU KATT., KATI OJWG TTOU OTnV
TTPOKEIPEVN TTEPITITWON OEV UE EVOIOPEPEL.

MoAU onuavtikd €ival va opiow TIG pubuicelg TG €IkOvag TToU €l0dyw KAaBwg
OIaQOPETIKA UTTOPEl va gu@avideTal aAroiwpévn. OTTwg @aiveralr oTnv TTAPAKATW
eIKOVa gival eEAIPETIKA oNUAVTIKG va opicw TO UEYIOTO PEYEBOG TNG €IKOVAG WOTE va
MNV uttapéouv TTpoBAfuara pe Tnv moidTNTA

2 BA. Mapdptnua B
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Eikéva 3.3 — PuBpioeig e10ayOpEVNG EIKOVAG

Me Tnv opioTikoTroinon Tou background ouclacTiKd OAOKANPWVETAI N TTPWTN OKNVA
TNG €QAPUOYNAG. ZTNV CUVEXEIA Ba TTPOXWPNOW TNV dnuioupyia TNG OKNVAS yia TNV
006vn Twv Credits. MapakdTtw ptTopEiTE Va O&iTE TO TEAIKO ATTOTEAECUA TNG TTPWTNG
OKNVNG aQoU eKTEAEOW TNV EQApPUOYN O€ PIa ocuokeur android.

Eikéva 3.4 — To TeAIk6 ammoTéAeopa TNG APXIKAG OKNVAG
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3.3 Info Scene

H Info Scene (infoScene.unity o010 project) €ival n oknvrl yia Tnv dnuioupyia Tng
086vng Twv TTANpoopiwv. H TTpdofacn o€ auTh yivetal JEOW TNG APXIKAG OKNVAG,
TTATWVTAG TO KoupTri info TTou avéAuoa TTapamavw. MNepiéxel To AoyOTUTTO, TO KEIPEVO
yIa TIG TTANPOPOpPiEG KABWGS Kal £va TTARKTPO ETTIOTPOPNG OTNV apXIKr 086vn.

3.3.1 AvdAuon TwvV TTEPIEXOUEVWV

H ouykekpipévn oknvr] TTaPOUCIAZEl OPKETEG OPOIOTNTEG UE TNV OPXIKH OKNVR TTou
avéAuoa TTapaTTédvw a@ou Kal auTh atroTeAEiTal ammd éva Sscript, pio KAUEPQ Kal éva
QOVTO.

OT1w¢g Kal oTnVv TTponyouuevn oknvr, AoImmov, Ba TTPETTEl apxIkd va opicw OTO Script
KATTOIEG TTAPAMPETPOUG OTTWG Ta skins Kal Ta PeyédN TwvV YPAPPOATOTEIPWV.

1. public GUISKkin mySKin;

2. public GUIStyle infoStyle;

3. public GUIStyle infoStyle2;

4. public GUIStyle infoStyle3;

5. void Update() {

6. mySkin.label .fontSize = Screen.width / 10;
7. infoStyle.fontSize = Screen.width / 25;

8. infoStyle3.fontSize = Screen.width / 10;
9. infoStyle2.fontSize = Screen.width / 50;
10. mySkin.button.fontSize = Screen.width / 25;
11. }

MNivakag 3.6 — Ta skins kai Ta peyédn Twv fonts

2Tov Trapatdvw TTivaka  @aivetal Aoimmév  tnv  dnAwon Twv skins Tou Ba
XPNOIUOTTOINCOUNE. ATTapaiTnTn TTPOUTTOBE0N yIa va AEITOUPYrOEl OWOTA TO Script
givar n xprion Twv namespaces kaBwg Tng Monobehaviour class Tou eidape
eKTETAPEVA OTNV TTapdypa®o 3.2. BAETTOUUE OTIG 4 TTPWTES YPAUUEG TOU KWOIKA ThV
OnAwan Tou skin kal TPIWV Styles TTou gival aTTapaitnTa yia va TTAPAPETPOTTOINCW TA
EMUEPOUG OTOIXEIO TNG OKNVAG. ZTnNVv ouvaptnon Update, TEAOG, €xw Ta PEYEDN Twv
YPOUUATOOEIPWY TTOU UTToAoyidovTal TTavta pe Bdon 10 PéyeBog TG 0BovNG WoTe va
TTPOCAPUOLoVTal OTNV EKACTOTE CUOKEUN.

TNV ouvéxela akoAouBei n ouvdptnon OnGUI pe Tnv otroia Ba dnuioupynow Ta
ETTINEPOUG OTOIXEID TG OKNVIAG.
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void OnGUI() {
GUI.skin = mySkin;

GUI .Label (new Rect((Screen.width - Screen.width * 0.5 ) -

(Screen.width /7 3) / 2, (Screen_height- Screen.height /7 2 f) -

(Screen.height /7 7), Screen.width / 3, Screen.height /7 7), "Info & Credits"™, in
foStyle);

GUI .Label (new Rect((Screen.width - Screen.width * 0.63 f) -

(Screen.width / 3) / 2,(Screen.height— Screen.height /7 4) -

(Screen.height /7 7), Screen.width / 1.7 ¥, Screen.height / 7), "This app was cr
eated as part of my
thesis during my studies at the Informatics and Mass Media department of the Tec
hnological Educational Institute of Western Greece ", infoStyle2);

GUI .Label (new Rect(0, 0, Screen.width, Screen_height), "Crazy \nRunner", infoSty
1e3);

it (GUI.Button(new Rect((Screen.width - Screen.width * 0.5 f) -
(Screen.width / 2.5 ¥) / 2, (Screen_height) -
(Screen.height / 7), Screen.width / 2.5 f, Screen.height /7 7), "Main Menu™)) {

Application.LoadlLevel (0);
}
}

Mivakag 3.7 — H ouvdapTtnon OnGui oT1o Script Tng Info Scene
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H ouykekpipévn ouvdptnon dev dIAQEPEI, WG TTPOG TNV dour, TNG ATTO EKEIVN TTOU
gidape otnv TTapdypago 3.2.1. 'ETo1 AoITtov €xoupe apxika Tnv dnAwaon tou Skin Kai
otnv ouvéxela Tpeig GULLabel yia Tnv dnuioupyia Tou AoydTutrou, Tou TiITAOU TG
oeNidag Kal Tou KelyEvou. EEQIPETIKG anuavTikn €ival n SAAWON TwWV CUVTETAYUEVWV
ME XPROoN Tou PeyEBoug TNG 086vNnNG aAAG Kupiwg Twy Style TTou dAAWOCA TTaPATTAVW.
Av 0w Tov Inspector petd TNV XpRon Twv Styles Ba avTikpicw TNV TTApAKATW €IKOVA.

@ Inspector
= ¥ Main Camera
L |

Tag |MainCamera - aver |Default

Transform
sition

¥ Camera

Clear Flags Skybox

Background 5

Culling Masl Everything

Projection Orthographic

Si 5

Clipping Planes MNear 0.3
Far 1000

Viewport Rect . 0

ring Path
- Texture lone (Render Texture)

B ¥ GUILayer
* ¥ Flare Layer
(® ¥ Audio Listener
¥ Info Script (Script)
Script B infos
My Skin infos (GUISkin)
Info
Info Style 2

2710 Skin dnuioupynoa 1o infoSkin2 To oTToio TTEPIEXEI OAES TIG BACIKES TTANPOPOPIES
yla Ta otoixeia Tng oknvAg. MapdAa autd emeidry Tpémmel va aAAGgw Katrola
EMPEPOUG OTOIXEID Ba XpnolpoTToIow Ta Styles 1Tou dpioa TTapatravw. ‘ETor yia va
OAdwTo Xpwua kal TO Text Wrap OTO Keigevo Twv  TTANpo@opiwyv  Ba
xpnoigotroinow To Info Style 2 cUp@wva e 1O Script.
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Culling v

B ¥ GulILayer

* ¥ Flare Layer

® ¥ Audio

2 (GUISking

MNone (Texture ZD)

Eikéva 3.6 — To Style “Info Style 2”

TéNog Ba TTpétmel va ava@épw TNV KAuepa kal 1o Background Trou Bpiokovtal otnv
oKnvA Kal Ta otroia avéAuoa d1E¢odikd oTn TTapdypago 3.2.2. MNapakdTw PTTOPEITE va
Ocite T0 TEAIKO QTTOTEAEOHUA TNG OKNVAG a@OU eKTEAECOUME TNV €QAPMOYH OE Mid
ouokeun android.
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Lrazy
Kunner

Info & Credits

Hain ﬁgﬁﬁ

Eikéva 3.7 — To TeAIk6 amroTéAeopa TNG APXIKAG OKNVAG
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3.4 Main Scene (| oknvA TTaixvidiouv)

H kUpia oknvi (4 oknvA mTaixvidiol) cival To BaciKOTEPO KOWUATI TNG EQAPUOYAS HAG
aQoU TTEPIEXEI OUCIAOTIKA OAa Ta oToIXEIQ TOU TTaIXVIOIoU. Oa eEeTdiooupe AoITTov OAa
TA ETMPEPOUG OTOIXEIQ TNG OKNVAG OTTWG 0 XAPAKTAPAG, 0 X0G, Ol TTAATQPOPUES KAl O
TPOTTOG TTOU SNUIOUPYOUVTAI KATT.

3.4.1 XapoakTipag 1 TraiXTng (character/player)

O xapoktApag Tou Traixvidiou pag eival éva Bacikd aAAd TTOAUTTAOKO OTOIXEIO TNG
epapuoyng. MNa va @taoel otV TEAIKA TOU Popen Xpeidletal va dnuIoupyAow Tnv
Kivnon, Ta animations Tng kivnong aAAd kai tnv idia Tn Jop@r) Tou XOpOKTApPA. TNV
OUYKEKPIMEVN evoTNTa, Aoimmdv Ba avaAUuow OAa Ta oToixeia TTou ouvbBéTouv TOV
XOPAKTAPA HOG O€ TPEIG UTTOEVATNTEG: TA Spritesheets, To animation kai Ta scripts padi
ME TA OTOIXEIQ OTOV inspector.

3.4.1.1 Spritesheets

MNa va Putropéoel va TTAPEl HOPPr) O XAPAKTAPAS Ba TTPETTEI TTPWTA VA TNV OXESIGOW.
AutA n diadikacia Ba Tpémmel va yivel pe KATTolo eEwTEPIKG TTPOypauua. MNa 1o
OUYKEKPIMEVO project eTTEAECA va XpNoIPoTToINoW £va oXESIo TTou UTTAPXE AN online
KOl VO TO ETTECEPYAOTW XPNOIUOTTOIWVTAG TO TTPpOypappa lllustrator agou oTnv apXIKn
TOU pop@r dev ATav Vector ypagIko.

Otav oxedldlw TNV HOPQr TOU XAPOKTHPa Ba TTPETTEl va TO KAVW HE OKOTTO va
TTPOCOUOIWOW MIa Kivnon Tou OTTWG yia TTapAdelyua To TPELINO, TO AAPO KTA
O1aQOPETIKA Ba £xw £va aKivnTo QVTIKEIMEVO TTOU aTTAa aAAAdel Béon oTov Xwpo. lNa
va €10Gyw AOITTOV T YPAQIKA UE TNV Kivnon dnuioupyw éva spritesheet. OuciaoTika
TIPOKEITAI VIO Pia €IKOVA TTOU TTEPIEXEI DIADOXIKA KAPE TOU ypa@IKoU f TNG HOPPAG
TTOU B€AW va TTPOCOUOICW TNV Kivnon.

t e S Sl =

Eikéva 3.8 — To Spritesheet yia Tnv Kivnon Tou Tpediparog

Mo TOV CUYKEKPIYEVO XOPAKTAPO aTToPAcIoa va XpnoldoTtroiow dUo spritesheets yia
TNV Kivnon Tou TPEEIMATOG Kal yIa TNV Kivnon Tou dApatog. INa va 1a el0dyw apkei éva
0¢egi KAIK oTnv kapTéAa Project kai n emAoyn “Import New Asset”. AQou €TIAECwW TNV
eIkOva eival amapaitnto va dnAwow aTto Unity 6T TTpoKeITal yia Sprite Kal TTEPIEXEI
TTOAMEG €IkOveg. AuTh) Tn diadikacia tnv Kdvw PECW Tou Inspector €TMIAEYOVTAG WG
Texture Type 10 Sprite kai aAAdlovtag 1o Sprite Mode o€ Multiple. OTTwg avéAuoa
otnv evotnTa 3.2.2 gival €miong TTOAU ONPAVTIKO va opiocw TO PEYIOTO PEYEBOG TNG
€IKOVOG.
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€ Inspector
& spriteshest run 1 Impol

Texture Type Sprite (20 Y uGUT)

Multiple
Packing Tag
Pixels To Units 100

Sprite Editor

Filter Mode Bilinear

®da M

Compressed

Eikéva 3.9 — O1 emiAoyég yia To Spritesheet oTov Inspector

Me tnv aAAayn TTou ékava atnv €mmAoyr Sprite Mode TTapaTtnpw Tnv €mAoyn “Sprite
Editor” tou ep@avifetal. H ouykekpiyévn Asitoupyia divel tnv duvaTtdétnta va
OTTOPOVWOW TA ETTINEPOUG OTOIXEIO TOU Spritesheet TTou €101yaya WOTE va UTTOPECW
va opiow TO0 K&Be Kapé€ TNG Kivnong trapokdtw. MoAU xprioigo eivar katd Tnv
onuioupyia Tou Spritesheet 010 €§WTEPIKG TTPOYPAUMG VO TOTTOBETHOW TO KABE KapE
o€ ion améoTaon he TO dITTAa dnuIoUPYWwvTaG éva €idoug TTAEypatog (grid). Auto Ba
BonBnoel va TTeTUXw TO KAAUTEPO duvaTo «KOWIo» aTov Sprite Editor.

Eikéva 3.10 — O Sprite Editor

A@oU Aoittév oAokAnpwow kal auTr Tnv diadikacia TOTE Ta sprites gival €ToIPa yia TO
eTTOUEVO Brua, To animation.
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3.4.1.2 Animation

To Animation eival utTelBuvo yia TNV Kivnon Tou Xapoaktipa. lNa va ptropéoel va
QTTOKTHOEI Kivnon €va OTrolodnTToTE avTIKEINEVO aTO Unity xpelddetal va €xel Evav
Animator Component. Mg Tn o€ipd Tou, Ba TTPETTEl va avagEpeTal o€ évav Animation
Controller o oTToiog TTEPIEXEI TIG BIAPOPETIKEG OPADEG KIVACEWV (TPEEIWO, AAUO KATT.)
KaBwg Kal TIG oUVOETEIG NETAEU TOUG.

Mo TOV CUYKEKPIYEVO XOPAKTAPA Ba xpelaoTw dU0 animations, éva yia Tnv Kivnon Tou
GApaTOG KABWG Kal éva yia Tnv Kivnon Tou TpeCipaTog. ApxIKA yia va dnuioupyRow
TNV Kivnon tou dAuyatog Ba TTpétrel oTov @AKEAO Animations Tou BpioKeTal oTa
Assets va dnuioupynnow 10 Jump Animation kKal va T0 TTPpooBécw oTov Animator.
21NV ouvéxela Ba TTPETTEl va KAvw To id10 Kal yia To Run Animation. 2tov Animator 8a
TIPETTEI Va UTTApPXEl N akOAouBn eikéva.

Eikéva 3.11 — O Animator

Otmtwg Tmaparnpeital avapeoa oTig dUO KIVAOEIG UTTAPXOUV KATTOIEG OUVOEDEIG. AUTEG
opifouv TTwG Kal TTOTE Ba yivel n yeTARacn atrd TNV yia Kivnon atnv GAAn..

21NV KapTéAa animation 8a doupe TTwWG UTTApXEl £va timeline. Exkei Ba TTpéTTel yia KABe
Kivnon va €1I0ayw Ta KapE TToU €X0UNE aTro Ta Spritesheets Tou avépepa TTapaTTavw
KaBbwg Kkai va opicoupe kal Ta FPS (Frames Per Second) Tng kivnong. Na tnv Kivnon
Tou TpedipaTog Ta frames ATav oKTW evw yia TO0 dAua ATav TEooepa. ‘ETeiTa amo
TTEIPAPATIOPOUG JE TNV Kivnon Kal ouvuttoAoyifovTag Thv TaxuTnTa NG KAPEPQG,
KatéAn&a ato emBupunTo framerate TTou ekPPACETAI ATTO TOV TTAPAKATW PABNUATIKO
TUTTO.

n

framerate = 2 * Z i

i=1
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‘ETo1 katéAnéa oe 8 fps yia 1o dApa kai o€ 16 fps yia 10 Tpé€iuo. Ta fps 1 samples
O0TTwg avagépovtal oto Unity opiCovral emiong oTtnv kKaptéAa animation. Mia
OAoKANpwuEVn Kivnon AoITTéV aTTEIKOVICETAI TTAPAKATW.

[@ S |:ﬂ:] | = Center | @ Local |

# Scene € Game ®8 Animator | © Animation |
Lo [»] Lie [ o [P 1| Oa
i Run == Sample (16
Y20 Character : Sprite =
Add Curve

Eikéva 3.12 —H kivnon Tou Tpediparog

3.4.1.3 Kivnon oto Xwpo

2TO TTPONYOUHEVO Ke@AAQIo €idape TTWG yiveTal TO animation Tou xapakTthpa. AuTto
Ouwg divel TNV YeudaioBnon TnG Kivnong Kai dev KIVEI OUCIACTIKA TO AVTIKEIUEVO TOU
XOpakTApa oTov xwpo. Na va yivel auté Ba Tpémmel va OnuIoupyRow Kal TO
avTioToIXO apxeio KwdIka (script) TTou Ba gival uTTeUBuvo yia auTr] TNV OOUAEId.

Anupioupyw  Aoimmév Ouo  véa  scripts, To  PlatformerCharacter2D kai  T0
Platformer2DUserControl. To 1pwTto TEPIEXEI TIG MEBODOUG TTOU ATTOTEAOUV TNV
Kivnon kal TTepIypa@ouv TTwg auTr) Ba eKTEAEOTEI Kal TO OEUTEPO Eival UTTEUBUVO YIa
TNV €KTEAEON TOUG. Oa PTTOPOUCO Va €XW Kal €va apyeio Tmou Ba ekTeAOUOE TIG
ouvapTtnoeig Kwdlka (functions) woTdoo akoAouBw pia MVC apxITEKTOVIKA o€ OAO TO
PAoUA TNG TITUXIAKNG £PYOOiag.

210 script PlatformerCharacter2D, apyikd, 6a TTpETTEl va OpPIOTIKOTTOINOW KATTOIEG
global petaBAntég TTOoU Ba eival dilaBEoiueg oe OAeg TIG functions Tou script pag. AuTég
a@opoUV KUpiwg Tov €Aeyx0 £dagpoug (av, dnAadr, o TTaixTng BpiokeTal oTo £€80¢POG i
givar otov aépa), TNV TTAEUpd TTOU KOITAZEl, TNV HEYIOTN TaXUTNTA KAl TNV HPEYIOTN
duvaun katd 10 dAua, To animation k.a. Kartoleg ammd Tig HETARANTEG, OTTWG QaAivETaI
oTov TTapakdTw Trivaka, €Xouv Tnv onueiwon SerializeField dimAa ammd Tov TUTTO
Toug. AuTd onuaivel TTwg gival duvatdév 0 OPICHOG TNG TIWAG TOUG va yivel aTmd Tov
Inspector (BA. Ke@dAaio 2.3 — INvwpipia ye 1o TepIBAAAOV BIETTAPNG)

1. bool facingRight = true;

2. [SerializeField] public float maxSpeed = 10 f;
3. [SerializeField] float jumpForce = 400 f;

4. [SerializeField] bool airControl = false;

5. [SerializeField] LayerMask whatlsGround;
6. Transform groundCheck;
7. Tloat groundedRadius = .2 f;
8. bool grounded = false;
9. Transform ceilingCheck;
10. float ceilingRadius = .01 f;
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11. Animator anim;
12. bool doubleJump = false;
13. HUDScript hudscore;
Mivakag 3.8 — O1 peTafAnTég Tou script PlatformerCharacter2D
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21NV ouvéXEIa Ba TTPETTEI VO APXIKOTTOINOW KATTOIEG ATTO TIG HETARBANTEG TTOU OPICT
Tapatrdvw. MNa va 10 TeTuXW autd Ba dnuioupyAow Tnv function Awake n otroia
KaAeital otav ekTeAeiTal kal To script. Ekei 6a opiow Ta avTikeigeva TTou ival
utreUBuva yia To ground kai ceiling check, Tov animator kai To avTIKEiEVO
(component) Tou oKop.

1. void Awake() {

2 // Setting up references.

3. groundCheck = transform.Find('GroundCheck™);

4. ceilingCheck = transform.Find("'CeilingCheck™);

5) anim = GetComponent < Animator > ();

6 hudscore = GameObject.Find("'Main Camera™).GetComponent < HUDScript > ();
7

Mivakag 3.9 — H function Awake Tou script PlatformerCharacter2D

‘ETreima kal ag@ou TEAEIWoW E TIG ETABANTES APOE N Wpa va opiow TIG dUO
BaoikdTepeG function Tou script, Tnv FixedUpdate kai Tnv Move.

H 1rpwTn ekTeAeiTal o€ KGBe frame evw n deUTepn €ival UTTEUBUVN YIa TNV Kivnon Tou
xapakTtApa. Z1n FixedUpdate Ba yivel 0 €AeyxX0G yia TO av O XAPAKTAPOG PAG
BpiokeTal 010 £d0POG N OXI WOTE VA TTEPACW TO ATTOTEAEOUA, KAl PE TNV TaXUTNTA
NG OpICOVTIOG Kivnong, OTOV animator. ZTnv CUVEXEIQ av O XPHOoTNG €ival aTo £€8a¢POog
Ba TTPETTEI VA TOU KUPWOW TNV duvaTtotnTa yia SITTAG GARa agou auTéd gival TTou
MTTOpPEI Va yivel govo OTav 0 XapaKTrPag gival NdN otov agpa. TENOG yia va UTTApXEl
Mia auéavopevn duokoAia aTo TTaixVvidl, yiveTal évag EAeyXog 6TTou 600 augaveTal TO
OKOp TOOO AUEAVETAI KOl N TaxUTNTA TOU TTaiXTN.

21n function Move ouclaoTikd Ba TTEpdow oTov animator TIg JETARANTEG yia TIG dUO
BaoIkEG KIVAOEIG, TO TPEGIMO Kal TO GApa. ApxIikd Ba TTepdow OTOV animator Tn
METABANTA TNG Kivong WOTE va eTTAVAAABEI Ta KOPE 0TV OWOTH TaxXUTNTA KAl OTNV
OUVEXEID Ba ETAKIVIIOW TOV XAPAKTAPA YAG TTPOG Ta BEEIA. TEAOG yiveTal 0 EAeyX0G
YIO TO Qv ETTTPETTETAI VO KAVEI GAPA O TTAIXTNG WOTE VO PETOKIVNOE O XAPAKTPOAG UE
MIO OUYKEKpPIPEVN dUvaun TTou Ba Tou aokNnBEi TTPOG Ta TTAVW.

1. void FixedUpdate() {

2.

3. // The player is grounded if a circlecast to the groundcheck position hits anyth
ing designated as ground

4.
grounded = Physics2D.OverlapCircle(groundCheck.position, groundedRadius, whatls
Ground);
5. anim_SetBool (""Ground™, grounded); // Set the vertical animation
6. anim._SetFloat(*'vSpeed", rigidbody2D.velocity.y);
7.
if (grounded) doubleJump = false;
8.
if (hudscore.playerScore >= 100 && hudscore.playerScore < 110)
maxSpeed = 10.5 f;
9. if (hudscore.playerScore >= 170 && hudscore.playerScore < 180)
maxSpeed = 11.5 f;
10. it (hudscore.playerScore >= 250 && hudscore.playerScore < 260)
maxSpeed = 12.5 f;
11. it (hudscore.playerScore >= 300 && hudscore.playerScore < 310)
maxSpeed = 13 f;
12. }
13.
14.
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15. public void Move(float move, bool jump) {
//only control the player if grounded or airControl is turned on

16. if (grounded || airControl) {
// The Speed animator parameter is set to the absolute value of the horizontal i
nput.
17. anim.SetFloat('Speed™”, Mathf.Abs(move)); // Move the character
18. rigidbody2D.velocity = new Vector2(move * maxSpeed, rigidbody2D.velocity
-y)
19.
}
// 1T the player should jump...
20. it ((grounded || 'doubledump) && jump) { // Add a vertical force to the play
er.
21. anim.SetBool ("'Ground", false);
22. rigidbody2D.velocity = new Vector2(rigidbody2D.velocity.x, 0);
23. rigidbody2D.AddForce(new Vector2(0 f, jumpForce));
24. it (Igrounded) doubleJump = true;
25. }
26. }

Mivakag 3.10 — O1 function FixedUpdate ka1 Move Tou script PlatformerCharacter2D

Me auTég Tig dUo function oAokAnpwveTtal kal To script PlatformerCharacter2D. Na va
Oow Omwg TO OoToTéAeopa  Xpeldfopar Kol €va akOpa  script, 1O
Platformer2DUserControl. To ouykekpigévo eival TTOAU O ammAd oe doun Kal
oucIaoTIKA atroteAeital atmd Tpei¢ function, Tnv Awake, tTnv Update kai tnv
FixedUpdate. Ztnv TpwTn Ba €mMAEEW TOV XapaKTPa, aTnv 0cUTEPN Ba opiow OTI PE
T0 TATAPO €vog KouutmioU () ME TO TATNMA Tng 0B4vng OTnV OCUYKEKPIYEVN
TEPITITWON) TTPETTEl va yivel TO AAPa Kal oTn TpiTn 8a TTepdow oTtnv function Move,
TTOU €iXa OpicEl OTO TTPONYOUUEVO SCript, TIG TTAPAPETPOUG TTOU XPEIAZETal yia va
EKTEAEDEI TNV Kivnon Kal Ba apxIKOTToINow &ava Tnv HETABANTH yia TO GApa.

1. wusing UnityEngine;

2. [RequireComponent(typeof(PlatformerCharacter2D))]
public class Platformer2DUserControl: MonoBehaviour {

3.
private PlatformerCharacter2D character;

4. public bool jump;
5. void Awake() {
6. character = GetComponent < PlatformerCharacter2D > ();
7. }
8. void Update() {
9. it (Input.GetMouseButtonDown(0)) jump = true;
10. ¥
11. void FixedUpdate() {

// Pass all parameters to the character control script.
12. character _Move(1, jump);

// Reset the jump input once it has been used.
13. Jjump = Talse;
14. 3}
15. }

Mivakag 3.11 —To script Platformer2DUserControl
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3.4.1.4 Inspector Panel

OpiCovtag Tnv Kivnon yia Tov Xopoktipa 6a doUue TTPAYMATI TO AVTIKEIUEVO VA
KIVEITOI 0TO XWPOo. Opwg akdua dev PTTOPEl va GAANAOETTIOPACEl PE TA QVTIKEIMEVO
yUpw Tou. ‘ETOI avTti va Tratdel oTig TTAATQOPUES TTou Ba SIaUOPPWOOUNE OTRV
ouvéxela Ba repvdel atmo péoa Toug Kal Ba xaveral atrd 1o kadpo. ‘ETol Ba mpétrel va
TOU Opiow HEPIKA akOua oToIxeia yEaw Tou inspector panel.

Apxikd Ba TTpétrel va opiow kdarroloug colliders. Or colliders gival oxrjpara Ta oTroia
divouv Ta QuUOIK& 6pIa TOU XOPAKTAPA Kal B8a Tou dwoouv TNV duvaTtdTNTa VA £XEI
eTTaAQPn ME AGAAQ QVTIKEIPEVA.

Eikéva 3.13 — O xapakTApag He TNV Tpoodnkn colliders

O1rwg @aivetal o Bacikdg collider KAAUTITEI TO HEYAAUTEPO PEPOG TOU XAPAKTAPA, EVW
Ta BUO PIKPOTEPQ EEUTTNPETOUV OGTO VA NV KOAAEI O XAPOAKTHPAG OE YWVIEG.

ATTO TNV OTIYURA TTOU O XAPAKTAPAS Hag gival Eva 2D avTIKEiyevo TOTE Ba TTPETTEN va
opiocw Kail KATToIa XapaKTNPIoTIKA OTTwG N HAala, 1o TTé00 Tov £TTnEeddel n Baputnta
Kal Kat& 1600 N ywvia Tou avTiKeIhévou gival oTabepr]. AQou €1I0Ayw TIG ATTAPAITNTES
TINEG TAVOUNE OTNV OAOKArpwoN Tou xapakTrpa. To Inspector Panel Ba trpéTel va
€XEI TNV aKOAoUBN pop®N.
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3.4.2 Kdapepeg KAl AVTIKEIMEVA

A@oU AoITTév OAOKANPWONKe n dnuioupyia TOU XAPAKTAPA Mag, Ba TTpETTEl va
OnNMIoUPYAOW Ta UTTOAOITTA OTOIXEIO TNG OKNVAG OTTWG TNV KEVIPIKA KAUEPA, TNV
Kduepa Tou background, TIG TTAATQOpPUEG TTOU Ba TTATAEl O XOPOAKTAPAG Kal TA
avTIKEipeva TTou Ba divouv Toug TTOVTOUG.

3.4.2.1 Background ka1 Kauepa

MNa 1o background (g6vTo) Ba xpelaoTei va eiIcdyw £va ypa@iko Kal dia kauepa. H
eIKOvVa Ba TTPETTEN va €ival EHPWAEUPEVN OTNV KAPEPO WOTE VA gival TTAVTA OTO KAdPO
KQlI VO PNV EEQEUVEL.

ApxIK& AoITTOV €xw dnuioupynoel pia kKapepa ye opBoypa@ikh TTPOROAN uE PEyeBOg
OPKETO WOTE Va Xwpdel opIfOvTia TNV €IKOVA. TNV ouvéxela dnuioupynoa éva quad
QVTIKEIMEVO TTAVW GTO OTToio Ba BAAw Tnv eikéva. Me autd 10 Bria Ba YTTopoUCE va
OAOKANPpwOEI TO GUYKEKPIUEVO KOPUATI. TMapdAa autd emmeidf) BEAw va dwow pia
Kivnon oTnv €IKova, dnuioupynoa TO TTAPAKATW SCript yia TNV €IKOVA.

1. wusing UnityEngine;

2. using System.Collections;

3. public class ScrollScript: MonoBehaviour {

4. public float speed = 0;

5. void Update() {

6. renderer.material .mainTextureOffset = new Vector2((Time.time * speed) %
1, 0 F);

7. }

8. }

Mivakag 3.12 —To script ScrollScript

AuTO TTOU ouCIaoTIK& KAVEI TO CUYKEKPIPEVO Script cival va peTapdaAel To offset Tng
eIkévag Tmpog Ta Oe€Id e pia otabepr| TaxuTtnTa. ‘ETol divetal n aioBnon tng Kivhong.

3.4.2.2 KevTpIkn TTAAT@QOpHO

Ortav &ekivael To TTaIxvidl, 0 XapakTApag Ba TTPETTEl va £xel va oTaBepd onuegio yia va
¢ekivioel. 'ETol dnuioupynoa  pia  oT1aBepr] TTAATQOPPO TTAVW OTNV  OTIoid O
XOPOKTAPAG Ba PTTOPEI VO «TTATACEI» YIA VA EEKIVATEI TNV Kivnon Tou.

MNa va onuioupynBei n oTaBepry TTAATEOPPO Ba TTPETTEl TTPWTA va ONUIOUPYHOW
kdtrola prefabs. Ta prefabs eival eTTavaxpnoigoTTOIOUPEVA AVTIKEIUEVA TTOU UTTOPET va
gival pepgovwpéva N opddeg moAwv. ‘ETol dnuioupynoa éva quad QavTIKEIUEVO OTO
o110i0 £€BaAa TNV EKACTOTE EIKOVA dNUIOUPYWVTAG OTO OUVOAO Tpia TETOIA QVTIKEIYEVA.
21NV OUVEXEIQ OPadOTTOINCA TA TPIA AVTIKEIYEVA KATW aTTO €va KEVO QVTIKEIMEVO Kal
a1ré autd dnuioupynoa To prefab yia Tnv TAATQOPUA. ZTA ETTIYEPOUG QVTIKEIPEVA TTOU
onuIoupynRoaue ival atrapaitnTo va gicdyw kal éva collider wote va aAAnAoeIdpd
ME TOV XOPOKTAPO Kol va PNV Tepvd péoa Tou. To TEAIKO atroTEAECOHA aQoU
TOTTOBETNOA TPia TETOIA AVTIKEIMEVA OTNV CEIPA Eival TO TTAPAKATW.
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Eikéva 3.15 — To avrikeipevo largeGround.

3.4.2.3 KevtpIKA KAPEPA KOl YEVVATPIEG AVTIKEINEVWV

To TeAeutaio PEYANO KOMPMPATI TNG KUPIAG OKNVAG Eival n KEVTPIKA KAUEPQ, TTOU
OaKOAOUBEI TNV Kivnon Tou TraiXTn Kal Ol YEVVATPIEG QVTIKEIUEVWYV (Spawners) TTou
OnMIoUpyoUV Véa QVTIKEINEVA OTTWG TTAATQOPUES KAl VOUIoUaTA.

H KevTpIKA KAPEPQA €ival AUTr) TTOU OUCIAOTIKA hag Ogixvel OTI £xoupe drnuioupynoel. H
KeVTPIKA Kapepa OTTwG Kal N Kauepa Tou background Ba €xel opBoypa@ikh TTPOROAN.
Opwg Ba xpelooTei kKATTOIa ETTITTAEOV Scripts. ApxIKG dnuioUupynoa 1o Sscript yia va
0KOAOUBEI n K&uePa TNV Kivnan Tou TTaiXTn Kal va Punv JEvel o€ éva aTabepd anueio.

using UnityEngine;
using System.Collections;
public class CameraRunnerScript: MonoBehaviour {
public Transform player;
void Update() {
transform.position = new Vector3(player.position.x + 6, 0, -10);
}

O~NOO U WN P

Mivakag 3.13 —To script CameraRunner

Omwg @aivetar gival éva e€CalpeTikd ammAd oTtnv ulotroinon script. Aéxetal oav
TTAPAPETPO TO AVTIKEIMEVO TOU TTAIXTN KAl JE BAon Tnv B€on Tou aAAGlel Tnv Béon TnG
KAPEPAG OTNV avTioTolXn Kateubuvaon.

A@oU dnuiolpynoa To Script yia Tnv Kivnon TG KAUEPAG, XPEIAZeTal Kal GAAO éva yia
vVa aTTEIKOVICETAI TO Score.

1. public class HUDScript: MonoBehaviour {

2 public GUISkin scoreSkin;

3 public float playerScore = 0;

4. PlatformerCharacter2D platformer; // Update is called once per frame
5. void Update() { //playerScore += Time.deltaTime;

6 scoreSkin. label .fontSize = Screen.width / 25;

7

8
9

public void increaseScore(int amount) {
playerScore += amount;

10. }

11. void OnDisable() {

12. PlayerPrefs.SetInt("Score”, (int)(playerScore * 100));

13. }

14. void OnGUIQ) {

15. GUI.skin = scoreSkin;

16. GUI.Label (new Rect(10, 10, Screen.width, 160), "Score: " + (int)(playerS
core * 100));

17. }

18. }
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Nivakag 3.14 —To script HUDScript

O1mtwg @aivetal oTtov TTapakdaTw Trivaka, otnv function Update opifw 10 péyeBOG TNG
ypappoTooeipds pe Baon 1o péyebBog TG 066vng (N yPOUUATOOEIPA Kal TO YEyEBOG
opiCovtal amd Ta skins), otn function increaseScore auédvw 10 score Tou TTaixTn (Ba
xpnoiyotroinBei amd Ta avTikeiyeva mou Ba opicoupe TTapakdTw), otnv OnDisable
opiCw TO TEANIKO OKOp Tou TraiXTn Otav xaoel kal TEAog otnv OnGUI arreikovidw TO
OKOp TOU TTaiXTn oTnVv 084vn.

Me autd Ta OUO script OAOKANPWVETAI KAl N KEVTIPIKA KAPEPA. ZTNV ouvéxela Ba
TTPETTEl va OnUIoupyHow TIG TTAATPOPUEG, TA VOUIoUATA KOBWG Kal TO TPOTTO YE TOV
OTT0i0 O TTaiXTNG Ba XAvel TO TTaIXVidl.

MNa 1ig TAaTPOpuES Ba xpnoiyotroiow Ta prefabs tmou gixa dnuioupyAoel vwpitepa
yio TNV KEeVTPIKA TTAATQOpUa. Ouwg agou 1o Traixvidl dev atroTeAcital ammd TTOAAG
emimeda aAAd oucIaoTIKA TeAElwvel uOvo OTav XAoeEl O TIaixTng, Ba xpelaoTei va
ONMIoUPYNOW IO yevvnTpIa TTou Ba TTapdyel ouveXWws TTAQTQOPPEG ME Tuxaia
ouxvornta. MNa va pnv €ivar oAU OUOKOAO yia Tov XpPAoTn atmogdoica va
dnuIoupynow dUo spawners TTou Ba yevvouv TTAATQOPUEG 0€ BUO SIOPOPETIKA Uyn.
‘ETol dnuioupynoa éva quad avTiKEIPEVO WE POvadIKO TTEPIEXOPEVO TO Script TTOU
avadnuIoupyei TTAATQOPUEG.

using UnityEngine;

using System.Collections;

public class SpawnScript: MonoBehaviour {
public GameObject[] obj;
public float SpawnMin =
public float SpawnMax
void Start() {

Spawn();
}

void Spawn() {
Instantiate(obj[Random.Range(0, obj.GetLength(0))], transform.position,
Quaternion.identity);
12. Invoke(*'Spawn™, Random.Range(SpawnMin, SpawnMax));
13. }
14._ %}

1Ff
2 T; // Use this for initialization

PP OO~NOOAWNER

— o

Mivakag 3.15 —To script SpawnScript

To script ouciaoTIKG ONMIOUPYEI €va VEO QVTIKEIMEVO Kal TIG PETABANTEG yia TNV
MEYIOTN KAl EAAXIOTN ouxvoTnTa yia Tnv dnuioupyia piag TAat@oépuag. H function
Start ¢ekiva Tnv function Spawn TToU PE TNV OEIPA TNG PTIAXVEI £va VEO QVTIKEIUEVO
a1rd Ta avTikeigeva TTou Ba opicouue atov Inspector (BA. eikéva 3.12) o€ pia Tuxaia
oTIyuA pe Bdon TNV ouxvoTNTA TTOU OPICAIE.

¥ @ [¥] spawn Script (Script) ﬁ -3
Script lx SpawnScript o]
¥ 0bj
Size 12
Element 0 largeTile o]
Element 1 mediumTile o]
Spawn Min 0.75
Spawn Max 1.2

Eikéva 3.16 — O1 rapdueTpol Tou Script oTov Inspector
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AKpIBWG pe Tov idlo TPOTTO dnPIoUPYNCa Kal Ta VOWiopaTa TTou divouv TTOVTOUG OToV
TaixTn. H povn diagopd eival Twg 10 prefab Tou ekdoToTe vouiouaTog TTepIAAUBAVEI
Kal éva script TTou okoTTd €xel va divel dIaPOPETIKOUG TTOVTOUG avaAoya PE ThV agia
TTOU €X€l TO KABE VOUIoUQ.

1. using UnityEngine;

2. using System.Collections;

3. public class SilverCoinScript: MonoBehaviour {
4. HUDScript hud;

5. void OnTriggerEnter2D(Collider2D other) {
6. if (other.tag == "Player™) {

7. hud = GameObject.Find("'Main Camera').GetComponent < HUDScript > ();
8. hud. increaseScore(5);

9. Destroy(this.gameObject);

10. }

11. }

12. }

Mivakag 3.16 —To script CoinScript

To script amoteAeital amd povo pia function 61Tou opilel 6T OTNV €TTOQPR TOU
vopiopaTog He éva GAAO avTikeipevo® Ba TTpéTrel va auénBei To score avahoya pE TNV
agia TTou opiCw Kal TTapAAANAa va KOTAOTPOPEI TO CUYKEKPIPEVO AVTIKEIPEVO.

TéNog, 6Tav O TraixTng Oev KATOQEPVEI T OKOUPTTACEI OwOTd TAvw Of Mia
TAQTQOpPO Kal TTécel 0TOo Kevd Ba mpémel va xdvel. MNa va 1o TETUXW auTo
OnMIoUPYNOa £vVa AVTIKEIMEVO KATW ATTO TNV KAUEPA, WOTE VA PNV QaiveTal oTo KAdPOo
Mag, TTou OTav £pOel o€ ETTAPH E OTTOIOOATTOTE AVTIKEIMEVO TO KATAOTPEPEL.

1. wusing UnityEngine;

2. using System.Collections;

3. public class DestroyerScript: MonoBehaviour {

4. void OnTriggerEnter2D(Collider2D other) {

5. it (other.tag == "Player™) {

6. Application.LoadLevel (2);

7. return;

8. }

9. iT (other.gameObject.transform.parent) {
10. Destroy(other.gameObject.transform.parent.gameObject);
11. } else {

12. Destroy(other.gameObject);

13. }

14. 3}

15. }

Mivakag 3.17 —To script DestroyerScript

2710 TTapaTTévw script uttTdpxouv dUo BIAPOPETIKES TTEPITITWOEIG. H TTpwTn €ival 611 TO
QVTIKEIUEVO TTOU £PXETAI O€ ETTAPN Eival O TTAIXTNG OTTOTE Kal Ba QOPTWOEI TNV OKNVA
Game Over kai n deUTepn TTEPITITWON €ival va €ival OTTOIOdNTIOTE AVTIKEIMEVO OTTOTE
Kal T0 KaTaoTpépel. O AOyog TTou yivetal autd gival yiati autd To avTiKeEiuevo Ba
TIPETTEI va TOTTOBETNBEI Kal deUTePN YOopA OTNV OKNVr), KABETA, TTiICW aTTd TOV TTAiXTN
Kal €Ew atmd To KAdPO yIa va KATAOTPEPEI GOA QVTIKEIMEVA Byaivouv eKTOG OKNVAG
(TTAOTQOPUEG, vouiopaTa). AuTO yiveTal WOTE va PNV YEMIZEl N €QApuUOyr MAG aTTo

% Av kai To GAAO QVTIKEIMEVO TTOU UTTOPEI VO OKOUUTTHOEI TO VOUIOPA gival povo o Traixtng, 6a
TPETTEl va yiveTal évag €AeyXOg yia va atmmo@euxBei va TpEgel 0 KWOIKOG O avTiBeTn
TTEPITITWON.
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QVTIKEIMEVA KAl XPEIACETAI CUVEXWG TTEPICTOTEPN PVIHN KOl JEYAAUTEPN UTTOAOYIOTIKA
I0XU a1rl TNV CUOKEUN.

3.4.2.4 Mouoikih

MNa va oAokANpwow TNV OKNVA £€Xw TTPOCBECE! KAl Jia YOUCIKN KATd Tnv dIApKEIa TOU
TaixvidioU. MNa va 1o TETUXW autd dnuiolpynoa éva KeEvO QVTIKEIMEVO PE Wia TTNYA
IXOU TNV OTToi0 POPTWON TO APXEIOU AXOU TTOU £XW ETTIAEEEL.

Me autd OAOKANPWVETAI KAl N KEVTPIKA OKNVI TOU TTaIXVIBIoU. TNV OUVEXEID Ba
onuioupynow Tnv oknv] Game Over TTOU OTTOTEAEI KAl TO TEAEUTAIO KOPWATI TNG

€QapuoyYNnG.
3.5 Game Over Scene

OT1av o xapakTApag dev KATOPEPVEI VA UEIVEI TTAVW OTIG TTAATQOPUES TOTE TO TTAIXVIOI
TeAelwvel. Ta va kataAdBer Aoimmév o XprioTng TTwg To TraIxVvidl TEAEiwWOE Kal va
gekiviioel Eava atmo Tnv apxr TTe TTPETTEI va avakateuBuvBei og pia véa okrjvn 0TTou
EUPaVICw €va PrVUPA TTOU TOV EVNUEPWVEL, TO OKOP KOl TNV KAAUTEPN £TTIOOON TOU
atrd TNV TTPWTN QOopPda TTou £TTAICE, KAl TIG €TTIAOYEG yIa va TTpooTradnoel {avd i va
ETTIOTPEWEI OTO KEVTPIKO [HEVOU.

Score 15403
High 5S5core 610404

" Retry |

{Hain Henuf

Eikéva 3.17 — H oknvil Game Over
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H uAoTtroinon Tng okNVNG €ival ApKETA aTTAr] a@oU OTTOTEAEITAI ATTO PIA KAPEPA PE EVO
avTIKEiMeEVO yia To background epgwAcupévo oe auTrv. Ta eTTIPEPOUG OTOIXEIQ TNG
OKNVAG epgavi¢ovTal atnv 086vn Adyw Tou Script TTou gival CuvOEDBEPEVO PE TRV
KGuepa.

1. wusing UnityEngine;

2. using System.Collections;

3. public class GameOverScript: MonoBehaviour {
4. int score = 0;

5. int highscore = 0;

6 public GUISKkin gameOverSkin;

7 public GUIStyle myStyle;

8 void Start() {

9 score = PlayerPrefs.GetInt(*'Score™);

10. highscore = PlayerPrefs._GetInt(**highscore™);

11. if (score > highscore) {

12. highscore = score;

13. PlayerPrefs.SetInt("'highscore", score);

14. 3}

15. }

16. void Update() {

17. it (Input.GetKeyDown(KeyCode.Escape)) Application.Quit();

18. myStyle.fontSize = Screen.width / 10;

19. gameOverSkin. label .fontSize = Screen.width / 20;

20. gameOverSkin._button.fontSize = Screen.width / 25;

21. }

22. void onGUIQ) {

23. GUI.skin = gameOverSkin;

24. GUI.Label (new Rect(0, 0, Screen.width, Screen.height), "GAME OVER", mySt
yle);

25. GUI.Label (new Rect((Screen.width - Screen.width * 0.5 f) -

(Screen.width / 2.3 ) / 2, (Screen_height - Screen_height /7 1.5 ) -
(Screen.height / 7), Screen.width, 100), "Score " + score);

26. GUI .Label (new Rect((Screen.width - Screen.width * 0.5 f) -
(Screen.width / 1.35 ) / 2, (Screen.height - Screen_height /7 1.5 f) -
(Screen.height /7 7) * 0.02 f, Screen.width, 100), "High Score " + highscore);

27. it (GUI.Button(new Rect((Screen.width - Screen.width * 0.5 f) -
(Screen.width / 2.5 ¥) / 2, (Screen.height - Screen.height /7 4) -
(Screen.height /7 7), Screen.width / 2.5 f, Screen.height /7 7), "Retry")) {

28. Application.LoadlLevel (1);
29. !
30. if (GUI.Button(new Rect((Screen.width - Screen.width * 0.5 f) -

(Screen.width / 2.5 ¥) / 2, (Screen_height - Screen._height / 4) -
(Screen.height /7 7) * 0.02 f, Screen.width / 2.5 f, Screen_height / 7), "Main M

enu™)) {
31. Application.LoadLevel (0);
32. }
33. }
34.}

Mivakag 3.18 —To script GameOverScript

AtroteAeital amd Tpelg PBaoikég function, tnv Start, Tnv Update kai tnv OnGUI. H
TPWTN avaAauBavel va QEpeEl TO OKOP atrd TO TEAEUTAIO TTalyVidl, TO KAAUTEPO OKOP
TOU XPNOTN KABWG Kal av To TEAEUTAIO OKOp gival PeyaAUTEPO ATTO TO KAAUTEPO OKOP
TOTE VO €VNUEPWOEI TNV OKNvI Tou TeAeuTtaiou. H Update cival autr TTou emTPETTEN
oTov XPNoTn va Pyel TeAEiwg amd TO TaIKVidl TTATWVTAG TO KOUMTT TTiow OTnv
OUOKEUN TOU KOI EVNUEPWVEI TA PEYEBN TWV YPANMOTOOEIPWY OE OUVAPTNON ME TO
MEyEBOG TNG 086vNG. TéAog n ONGUI gival utrelBuvn yia va «TUTTWOEI» OTN OKNVH TO
MAVUMA TEAOUG, T OKOP KAl TO KOUKTTIA KABWG Kal va avaBEéoel TIG EVEPYEIEG TOUG.
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3.6 Anuioupyia APK apxeiou yia Tnv e@gapuoyn

A@oU oAokAfjpwaoa TNV EQapuoyr, sival atrapaitnTo va Kavw build oe éva apyeio APK
WOoTe va gival ekTEAETIUN aTtd KIVNTA PE AeIToupyikd cuoTnua Android. Tnv diadikaagia
QuTA TNV avaAaupavel 1o id1o To Unity. Movadikr) TrpoUté0eon eival va uttdpyel aTov
utrohoyioTA To SDK tou Android.

- garmeOverScene.unity - infinite_runner - Android

Scenes In Build

™ Sample Assets/Effects/Light Shafts/Scenes/LightShaft Spot.unity =
faad Sample Assets/Sample Scenes/Scenes/Car.unity

L Sample Assets/Sample Scenes/Scenes/First Persan Character.unity
- Sample Assets/Sample Scenes/Scenes/Particles.unity
LJ
-
-

Sample Assets/Sample Scenes/Scenes/let Plane (2 Axis).unity

Sample Assets/Sample Scenes/Scenes/Third Person Character.unity
Sample Assets/Sample Scenes/Scenes/Z0 Character.unity

I Scenes/startScreenScene.unity

[ Scenes/mainScens. unity 1
Scenes/game0verScensa.unity 2
i) Scenes/pauseScene.unity 3
Vi) Scenes/infoScene.unity S

| Add Current

Platform
= i .
@ Web Player E Android
é"’ PC, Mac & Linux Standalone Texture Compression | Don't override $ |

Google Andraoid Project[ ]

E ios Development Build [l

Autoconnect Profiler [

Script Debugging =

BIackBerry

E Windows Store

ﬂ Windows Phone 8 k

40

| Switch Platfarm H Player Settings... J Build H Build And Run

Eikéva 3.18 — Ta Build Settings

ATIO €dw, Aoittdv, TTPETTEl va eTTIAEEW TIG OKNVEG TTOU BEAW va XTioel To Unity pe Tnv
owoTr ogipd. Emiong amd 1a Player Settings €xw tnv duvatdtnta va €TMAECW TO
eikovidio, Tnv splash screen kai GAAeg pubuioeig TG00 yia TRV EQAPUOY JOU OO0 Kal
yIO TNV CUCKEUN.
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Ke@dAaio 4 — ZuptrepAcpaTa

4.1 EupAuara

Ta TTaixvidia, onfuepa, atmoteAolv £éva avattOoTTOOTO KOMPATI TNG KaBnuepivoTnTOG
EKATOPMUPIWY avOpwTTwyY OTOV KOOHPOG Kal aTToTEAOUV dia PBlognxavia He TTOAU
MeyaAo TCipo oTnv TTaykdouia oikovopia. Me Tnv TexvoAoyia va gival TTo TTpooBAaciyn
OTIG MEPEG MAG ATTO PEYOAUTEPO KOUMATI TOU TTAYKOOMIOU TTANBUCUOU QaiveTal TTWG
TA NAEKTPOVIKA TTaIyVidla KEPDICOuV TNV WPEPIdA Tou A£oviog TOOO OTNV TIPOTIKNNON
000 KOl OTO OIKOVOMIKO KOPMATI. H avatrtuén, Aoitrdv, piag TEToIaG EQapPOYnG UTTOPET
va QEPEl oTNV TaIpia avayvwoiudtTnTa Kal KEPOOG. Agv gival TUXaio TTWG £TAIPIEG TTOU
TTapadooiakd dpacTnEIOTTOIOUVTAlI OTOV XWPEO TWwV CUMBATIKWY Traixvioiwv (1TY
Hasbro) éxouv oTtpéwel Tnv TTPOCOXNA TOUG CAUEPA OTNV QVATITUEN EQAPHOYWV
TTAUXVIOIWV.

OTro010 KOI va gival T0 KivnTpo o1 duvatdTNTEG TTOU TTPOCPEPOUV Ta TTalxVidla Kail
IDIAITEPA OI EQAPHOYEG €ival aTTePIOPIOTEG. Me Ta Android KivnTd va KaTéXouv TO
MEYQAUTEPO KOWUATI TNG TTTAG TNG AYyOPdAg £VaG TIPOYPOAUMATIOTHG MTTOPEL va QTIAEE!
QUTO TTOU TTAVTA NBEAE Kal va TO dlaveipel o€ OAOKANPO TOV KOOPOG O€ PEPIKES WPEG.

4.2 MpoBAfpara — MNpokAnoeig

Katd tnv S1dpKeIa TNG EKTTOVNONG TNG CUYKEKPIPEVNG EPYACiag NPEOa avTiuETWTTOG PE
apPKETA TTPORAAMATA OAAG Kal TTPOKANCEIS. To BacikoTepo TTPORANPA Bewpw TTWG
nTav o Xpoévog Tou £TpeTTe va darravnBei yia tnv uAotroinon tng. Emiong Baoiko
TPORANMa  ATav n  eUpeon KATAAANAwWV UAKwv TOU  Ba  ptropoucav  va
XpPnoiyotroinBouv eAelBepa yia Tnv dnuioupyia TNG epapuoyng. TENOG ATAv PEYAAN
TPOKANCN N uAoTroinon TNG €@apuoyng Adyw Tng PIKPAG KoivotnTag developers yia
Unity.

4.3 MeAAovTiKA douAsid — MNpotdoeig

TNV OUYKeKpIPEVN epyaaia Ba ATav eEaIpeTIKA TTPOKANCN N eTTavadnuioupyia NG He
KaAUTEPO ypa@IKG Kkal pe epappoyéc UX (User eXperience). Emiong 6a nATtav
evola@Eépov N dnuioupyia evog TTaixvidiou Pe 1I0Topia Kal eTTiTeda Baciouévo o€ auTh
TNV TITUXIOKN)
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2@aApa!l XpnoigotrolRote TNV KapTéAa "KevTpikry oeAida”, yia va €QapudOETE TO
Heading 1 oT0 Keipevo TTou BEAETE va ep@aviCeTal £0W.
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2@aApa!l XpnoigotrolRote TNV KapTéAa "KevTpikry oeAida”, yia va €QapudOETE TO
Heading 1 oTo Keiuevo TTou BEAETE va ep@avileTal 0W.

Mapaptnua A

To diAnupa Tou QUAAKIOUEVOU

To diAnuua Tou QUAGKIOUEVOU aTToTEAET éva XapakTnPIoTIKO TTPORANUA TG Bewpiag
TTalyviwv 1TTou avoAuoape ekTevwg oto KepdAaio 1: Bewpia Kal 10TOpia Tou gaming.
2KOTTOGg eival N avAdAuon Twv OTPATNYIKWY ETTIAOYWV TWV «AOYIKG» OKETTTOUEVWV
OTOPWY TTOU CUMMETEXOUV OTO TTEIPAQ.

210 &v AOyw, Aoimrov, mpoBAnua duo atoua (e@eng Ba avagépovtal wg A kal B)
ouAauBdvovTtal atrd TNV acTuvopia wg UTToTITol SIATTPAENG KATTOIWV EYKANUATWV.
Mn £xovTag apkeTd OTOIXEIO EVAVTIWY TOUG N ACTUVOMIa atTo@acifel va Toug BdAel o€
EeXWPIOTA dWHATIA, ATTOTPETTOVTOG TOUG OTTO TO VA £XOUV OTTOIOONTIOTE ETTIKOIVWVIQ
METOEU TOug. O eloayyeAEQg ETTIOKETITETAI KAl TOUG OUO LeXwPIOTA Kal KAvEl OTOV
KaBéva TIG TTaPaKATW TTPOTACEIG:

Av kataBéoel evavtiwv Tou dAAouU (kal 0 GAAog Oev pINAoEl) TOTE Ba ageBei
€AEUBEPOG PE TOV AAAO KOTNYOPOUUEVO VO TINWPEITAI JE 12 XpOvIa QUAGKION.
Av dev pIAfoel o0Te 0 évag ouTe 0 AAAOG TOTE Kail o1 dUo Ba TiywpnBouv pe 1
XPOVO QUAAGKION Kal ol dUO yIa OO0OVOG ONUOCiag adiKAPATA yia Ta OTToid N
aoTuvopia £Xel atTodEigelg

Av pINAoouv Kal o1 dUo TOTE Ba TIHWPENBOUV pE 4 Xpovia EKAOTOG

Av piIAfqosi o B Av dgv pIAfnoel o B

EAelBepog 0 A, 12

Av piIAqogi o A 4 xpbvia €KaoToG XPOVIG 0 B

EAelBepog 0 B, 12

Av dgv gIAfoel 0 A Xpovia o A

1 xpbdvo £kaoTog

Mivakag A.1 - To SiAnpuua Tou QUAAKICHEVOU

H Bewpia traryviwv Aoirdév pwtd Tola Ba Tav N avapevopevn opBoAoyika BEATIOTN
€TMAOYH yIa ToV KaBéva;

ApXIKd, Pe Tov 0po «opBoAoyikG» evvoeiTal N TTO CUP@EPOUTa AUon yia To KABE
dtopo, n emAoyr, dnAadn, PE TO PeYOAUTEPO BUVATO OQPEAOG KOl TNV MHIKPOTEPN
ouvaTth atwAela.
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2@aApa!l XpnoigotrolRote TNV KapTéAa "KevTpikry oeAida”, yia va €QapudOETE TO
Heading 1 oTo Keiuevo TTou BEAETE va ep@avileTal 0W.

‘ETo1 Aoimtév TO KGBe ATOpO, €TTEId WG «AOYIKA OKETTTOUEVO» OEV WTTOPEi va
eUTTIOTEUTEN OTI TO GAAO GTOO Oev Ba pIANoEl, e€mAéyel va pPIAfoEl o idlog. ‘ETol
oUp@wva Pe TNV Bewpia TTalyviwv n KatdAnén Tou ev Adyw TTpoBAARuarog eivai va
TINWPNBOUV pPE 4 XPOVIa EKAOTOG.

‘lowg va TTEPiEVE KAVEIG TTWG 01 Katnyopouuevol Ba eTéAeyav Tnv AUon TNG TTIAOYNG
Kal Ba TijwpouvTav povo pe 1 €106 QUAAKIONG 0 KaBévag. Opwg oKoTTog autou Tou
TTPOBAAUATOG, OTTWG ava@EépeTal TTOPATTAVW, €ival N avaAuon Twv OTPATNYIKWVY
emAoywyv. 'ETol TO aTTOTEAECHO TOU QVTAYWVIOUOU ETTIKPATEI TOU ATTOTEAECUATOG TNG
ouvepyaoiag.
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NapdpTnua B

O1 emIAOY£G TNG KAPEPAG

2TOV TTAPOKATW TTIVAKA WTTOPEITE va BeiTe avaAuTIK& OAEG TIG TTIAOYEG TNG KAPEPQG.

I316TNTA Emeénynon

Clear Flags Opicel 'ITf)IG onueia Tng’ eikévag §£v Ba atreikovioTouv. Idiaitepa xproiuo
oTNV XPron TTOAAQTTAWY KAUEPWV

Background To xp’wpo( TT0U B0 EPPAVIOTEI APOoU ATTEIKOVIOTOUV OAQ Ta GTOIXEID TNG
OKNVNgG.

Culling Mask OpiCel Tro1a layers Ba aTreiIkovioTOUV.

Projection AANayR Tou TUTTOU TTPORBOAAG

Perspective

MpooTrTikA TTPoBoAR

Orthographic

OpBoypa@ikr) TTpoBoAr

Size (when
Orthographic is
selected)

To pé€yebog TNG TTPOROANG (UE eTTIAEYPEVN TRV 0pBoypa@IKr TTPOROAR).

Field of view (when
Perspective is
selected)

To TTAGTOG TNG Ywviag Béaong NG KAPEPOG

Clipping Planes

ATTOOTACEIG ATTO TNV apXn Kal To TEAOG Tou Rendering
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To KovTIVOTEPO oNEI0 WG TTPOG TNG KAWEPQ aTT OTToU Ba apxioouv va

Near , ;
OnMIoUPYOUVTaI T QVTIKEIPEVA.

To 1Mo pakpIvo onueio wg TTPog TNG KAPEPa aTr’ dTTou Ba apxioouv va

Far i ;
OnUIoUPYOUVTAI TA QVTIKEIMEVA.

Normalized View OpiCel T0 onueio otnv 086vn TTO0U B dnPIoUPYNBEi N KAPEPQ

Port Rect

X To apxikd onueio otov opIfévTio dgova TTou Ba dnuioupyndei N Kapepa.
Y To apxikd onueio otov KABeTO AEova TTou Ba dnuioupynBei n Kéuepa.
W (Width) To TTAATOG TNG KANEPAG

H (Height) To Uwog NG KAPEPQG..

Depth H 8¢on Tng k&pepag oTnv oEIpd dnuioupyiag

Rendering Path EmAoyég yia Tn péBodo Render Tng kKapepag.

Use Player H kéapepa Ba xpnoiyotroijoel Tnv yéBodo trou opiletal atd Ta Player
Settings Settings

Vertex Lit OAa 1a avTikeiyeva Ba yivouv render cav Vertex-Lit avTikeiyeva.
Forward OAa 1a avTikeiyeva Ba yivouv render pe éva TTépacua avé UAIKO
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OAa Ta avTikeigeva Ba yivouv render xwpig @wTIONO apXIKA Kal oThv

Deferred Lighting , . ) . .
OUVEXEID 0 QWTIOKOG OAWV TWV avTIKEINEVWY Ba yivel render 010 TEAOG

Avagopd o€ éva Render Texture TTou Ba TTEPIEXEI TNV TTPOROANA TNG
Target Texture KAuePAG. H xprion Tou atTevepyoTIoIEi TNV dUVATOTATA TNG KAUEPAG va
Kavel render Tnv oknvA

HDR Evepyotroiei To High Dynamic Range rendering yia Tnv Kauepa.

Mivakag B.1 — O1 emIAOyég TNG KAUEPAG
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