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NepiAnyn

H mapouoa StmAwp Atk epyacia acyoAeital Pe TNV avantuén tplodldoTatou MPOCOUOLWTH
Blopnxavikng eyKOTAOTAONG Yla NAEKTPOVLKO UTtOAoyLoTH HE TNV BonBeta tng unxavig Unity
3D. lMNa tov oXedlaopuo TNG EYKATAOTACNG Xpnoluonolndnkav nmpoypaupata tng AutoDesk
KUPLWC Kal yla TNV UAomoinon Twv ypadlkwyv XapOoKTNPLOTIKWY To eAeUBEpPO AOYLOULKO
Blender. Ytov mpooopolwtr) 0 Xprnotng Wnopel va aAANAOETILOPACEL UE TAL CUOTAUATA TNG
EYKATAOTAONG KOL VO OPLOEL TNV KATAOTOON TOUC, OTIWCE YIVETAL OE [La TIPAYUATIKN). TEAOC,
HEOW TNG XPIONG TOU TIPOCOUOLWTN EMLTUYXAVETAL TOOO N ekmaideucon Tou XpHotn o€ éva
XWPO BLOUNXAVLKAG EYKATACTOONG 000 Kal n afloAdynaon Tou.

Abstract

This project deals with the development of a 3D industrial computer installation simulator
with the help of the Unity 3D software. AutoDesk programs were used mainly for the design
of the installation and for the implementation of the graphical features the open source
Blender software. In the simulator the user could interact with the installation systems and
set their status as it does to an actual one. Finally, the simulator aims both to train the user
in an industrial installation area and to evaluate them.

Né€elg KAeldLa:Unity 3D Editor, C# , Revit, AutoCAD , Blender
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Kepahaiol
Fevikn meplypadn epyaociag

H mopovoa &utAwpotiky epyacia ooxoAsital pe TNV avamtuén e€vog TPOCOUOLWTH
BLOoUNXAVLKAG EYKATAOTOONC TAPAYWYNG NAEKTPLKAG EVEPYELAC YLOL NAEKTPOVLKO UTIOAOYLOTH
TIou €lval avemtuypévog otnv edappoyn Unity 3D Kal XpnOLUOTOLELTOL KUPLWE yla TNV
ovaTTUEN NAEKTPOVIKWV TtaLxVISLWV. H YAWoo o MPpoypaLATIONOU TTOU XpNoLUomoLeitat lvatl
n CSharp(C#).

210 oXeSLAOUO TNE EYKATAOTOONG XPNotpomnotdnkayv npoypappata oxediaong tng Autodesk
eneldn npoodEpovral dwpeav oe doltnTEC yla Suo xpovia pe duvatotnta avaveéwon. lNna
NV vAomoinon Twv ypadLkwy XapaKTNPLOTIKWY XpnoLluomnolntnke n epappoyn Blender, to
orolo eival avoltoU KwdLka AOyLOULKO, TIOU TipoodEpPETaL SWPEAV OTOUG XPHOTEG.

Itnv mapovoa epyacia 6gv uAomolnOnke MARPWG ML TETOLA EYKOTAOTOON ylati auto Oa
anottovoe oX£S8La Kol OTOLXELO ATTO HLaL TIPAYLOTLKA Kol auTo Sev tav duvatov, e€attiag tou
KOVOVLOLOU TNG TIVEUATLIKA G LSLoKTnaolag mou opiletal otnv Blopnxovia.

Kedahato 2

EpyoAeia avamntuéng Tou mpooopowwtn

H emloyn Twv Mapakatw £PapUOywV EYLVE UE KPLTAPLO TNV CUVEECLUOTNTA UETOEU TOUG
KABWE KoL TNV AMOTEAECUATLKOTNTA WG TPOC TNV CUMPATOTNTA TOU TEALKOU QTOTEAECOTOG
Toug (ox€dla) wote va eviaxbouv oto meptBaiiov tng Unity 3D.

TG €EMOMEVEG €VOTNTEG Ba TapPoucLaoTOUV aVOAUTIKA Ta  gpyaleia, Ta  omoia
XPNOoLLomoL0nkav ylo TNV KATAOKEUN TOU MpocopolwTh Kal Ba avadepbolv ta Baoikd
XOPOKTNPLOTIKA TOUG TIOU ATAV XPAOLUO Yylo TNV KATOOKEUN Tou. OL £hapUOYEG TOU
Xpnotpomnownkav eivat ot €nc:

e Unity 3D

e AutoCAD Plant 3d
e AutoCAD

e Revit

e Blender

Aompadkng EAeuBéplog
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Unity 3D

H Unity3D eivat pla pnxovn Kupilwg yla tTnv avamntuén matyvidlwy mou KATAOKEUAOTNKE Ao
Vv «Unity Technologies». Ot apxtkég ekSOOELG TNG UTIOOTNPLOVTOV OTO AELTOUPYLKO GUOTN O
MacOS aAAd mAéov o€ Linux kat Windows. H mpwtn kukAodopia TG MapoucLdoTNKE TOV
loUvio Tou 2005, evw amnd to 2018 ta «Build» Tou unootnpilovtal anod neplocotepa ano 25
AelToupylka cuotrpata. Kamola anod auvtd eivat ta Android, HTML5,Xbox, Mac , Windows
kot PlayStation. (WikiPedia, 2021)

Itnv otooeAida «unity3d.com/get-unity/download» divetal n Suvatdtnta anodktnong tng
Unity 3D pnxavng evieAw¢ Swpedv Kat tpoteivetal n Bondntikn epapuoyr Unity Hub ya
v Slaxeiplon twv €pywv KabBwg Kat yio aAAec Sduvatotnteg mou Ba avadepBouv ota
enMopeva kepaiata.

H edappoyn Unity 3D £€xel Tpla Kupla pEpn Ta omola sivat:

e H unxovn, entpenel tv dnuloupyia, SOKLUEG , Kal va TpEXEL edappoyr/maxvidt og
510 OPETIKA AELTOUPYLKA CUCTHUATOL.

e Hedappoyn,. elval n éppeon emadn «Interface» tou xprnotn Le TRV UNXOVA Kal LECW
autn¢ Slvetal n SuvatoTNTA TPOETILOKOTINGCNG TOU £PYOU TIOU KATAOKEUATETAL.

e O HETAYAWTTLOTNC TNC YAWOOAC, OTNV MPOKELUEVN Tiepimtwaon gival to Visual Studio.

OL KUpLloL AGyOL TTOU XPNOLUOTIOLRBNKE AUTH N UNXAV YLa TNV KATAOKEUT] TOU TIPOCOUOLWTN
elvat oL €€ng:

o [poodépetal Swpeav.

e Elval eUkoAn otnv ekpnadbnon Adyw Tou UALKOU TIou TpoodEPETAL Ao TNV €TaLpia
aAAQ Kal and avedpTNTOUG XPHOTEG OMWG LoTooeAldeC Kal Bivteo (YouTube).

e Ymootnpiletal oTa MEPLOCOTEPA AELTOUPYLKA cuoThpata Linux, Windows kat MacOS.

e Evowpatwpéves BLBALOONAKES TpoypaUUATIOUOU.

e MeydAn KowvoTnTA XPNOTWV.

Aompadkng EAeuBéplog



i.\AHy,(o
|
&
OINH\3‘\>

| EAAHNIKO MELOTEIAKO MANEMNIZTHMIO

Ewova 1 - to meptBaArov tne epapuoync Unity3d

H pnxavr pmopel va xpnotpomnotnBet yia tv dnuovpyia Stadpactikwv epappoywv duo
Slaotdoswy, TPWV OlOOTACEWY, EKOVIKAC Tipaypatikotntag (VR), kabwg kot
TIPOCOUOLWOEWV, AAANA HUOCLKA SV epLlopileTaL LOVO OE QUTA. AVAAOYQ TOUG OTOXOUC KOL TLG
QTTALTAOELS TOU KATAOKEVUAOTH), KAl LE CUVOUACHO TwV MOAAWY SUVATOTHTWY TIOU TPOCHEPEL
N KNXavn Uopet va emuteuxBet Eva oAU afLloAoyo amoTtEAECA Kal yia Tov AOyo auTto AEoV
OUMMETEXELKAL OE AAAOUG TEXVOAOYLKOUG TOUELS. EKTOG TNG Blopnyaviog matyvidiwy, n pnxovn
€XeL UOBeTnBel koL amd AGAAeg¢  PBlopnxavieg OnMwg 0  Kwnuatoypddog, n
autokwvnToflopnxavia, n oPXLTEKTOVIKN KTPlwy, N UNXOVIKA KOl YEVIKA OF KOTAOKEUEC.
(Unity, 2021)

Atilel va avadepBouv kamola cupfatd npoypdppata tng Unity3D,0mwe to Unity Simulation,
Unity Reflect, ta omola 6ev xpnolpomnolovvtal otnv noapovoa gpyacio Adyw Toug KOOTOUG
ayopdg Toug. Itnv LotooeAiba g etalpiag «unity.com» mapéxovtal mAnpodopieg mou
npoodEépel yevika n etalpla. Exel peyaAn ouxvotnta otig avoPadbuioslg g Kol oTig
KaLvotouieg mou mpoodépel yia Stddopoug kKAadouc.

Unity Simulation

To Unity Simulation mpoodépel duvatotnta SokLUNG, ekmalbeuong Kal EMKUPWONG EVOG
OUCTAUATOG OTIWG POUTTOT, AUTOKIVNTA, CUCTAUATA EVIOTILOUOU TIPOCWIIWY 1 OVTIKELUEVWV
o€ €vav TPLoSLACTATO ELKOVIKO KOGHO OE TIPOYHOTLKO XPOVO.

Aompadkng EAeuBéplog
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H edappoyn eival pia untnpeaoia «Cloud» Tou EMITPEMEL GTOUC TPOYPAUUATIOTEG TPOLOVIWY,
TOUC EPEUVNTEG KOL TOUC UNXAVIKOUC VOl EKTEAOUV EUKOAO KOl QTTOTEAECUATIKA XIALAOEC
TIEPLITTWOELG TPOCOUOLWOEWVY 0To «Cloud» mou TIg umtoAoyilel €vag UTIEPUTTOAOYLOTHC.

Avantuooovtag €pya  «Projects» oto Unity3D TOU QVILMTPOOWIEUOUV TIPOYHOTLKA
neplBailovta, mPooapuolovtag MOPAUETPOUC OE OUTA T €pyo YL TIPOoOUoilwon Kal
EKTEAWVTAG TIOAAA TipocOopOWWUEVA oevaplo oto «Cloud» ypnyopdtepa amd O, TL o€
TIPAYUATIKO XPOVO , UTTOPEL va eTiteuXOel €vag eUAOYOG XpPOVOC TTOU OTOV TIPAYHOTIKO KOO0
Ba amattovoe MOAAEC TTAPATIAVW WPEC MTPOCOUOLWONG Kal LEYAAUTEPOG KOOTOC.

(unity3d, n.d.)

Unity Reflect

Me tnv kukAodopia tou Unity Reflect, tou véou mpoidovtog yia tn Blopnxavio apXLTEKTOVLKAG,
LNXOVLIKNAC Kal Kataokeuwv (AEC) TTOU EVOWHOTWVETAL LLE TIG TOPaKATW edappoyEc Autodesk
Revit, BIM 360, Navisworks, SketchUp kat Rhino , 6i6ovtat ot €€r)¢ Suvatotntec:

. OL OXESLOOTEC KAl OL LNXAVIKOL UItopouV va LeTad £pouv LoVTEAD Revit og mpaypaTIKO
XPOVO, oupmepAappavopévng ¢ enavénuévng mpaypatikotntag (AR) kot tng
£LKOVLKAG Tipaypatikotntac (VR)

° Ol TPOYPAUUATLIOTEG UMOPOUV VAL KATOOKEUAGOUV e TN pnxavn Unity3D efaipetika
TIPOCOPUOCHEVEG EdapUoYEG 3D O€ TIPAYUATIKO XpOVo, aflomolwvtag ta dedouéva
arnoé to Unity Reflect.

° OL MEAATEG KOL OL CUVEPYATEG WTOPOUV va €AEYXOUV TA €pya HE KABNAWTLKO,
5106 pOOTLKO TPOTIO O€ LA CELPA CUCKEU WV, OTIWE NAEKTPOVIKOG UTTOAOYLOTAG , KLVNTEG

OUOKEUEG K.T.A.

(UN3, 2019)

Tt elvat n Unity Reflect

To Unity Reflect xpnolpomoleital améd TMPOYPAUUATIOTEG, OPXLTEKTOVEG, OXESLOOTEG Kol
HNXOVLIKOUG Ktiplwv mou dev eival eolkelwpévol oTov mpoypappatiopnd. Méow tou Unity
Reflect &ivetal n duvatotnta petadopdg dedopévwy Building Information Modeling (BIM) o€
EUTELPIEC OE TPAYUATIKO XPOVO HE ML OELPA CUCKEUWV OMWG Kvntd thAédwva Kot

UTTOAOYLOTEG KAl O€ EMAUENUEVN TIPAYUATIKOTNTA AR KOl ELKOVLKN Ttpaypatikotnta VR.

Aompadkng EAeuBéplog
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Ereldn to Unity 3D otov nupriva tou sivat pa mAatdopua avantuéng, divel tnv Suvatotnta
Snuoupyiag dtadopomolnuévwy edpappoywv BIM og mpayUaTiko Xpovo Kal TpooapuoleL tnv
gumelpia Tou Xprnotn Snuoupywvtog navw amnd to Unity Reflect pe tnv unxavn Unity3D .

Ev katakAeib, to Unity Reflect eival éva epyaleio to omoio yepupwvel To xAopa HETAEY
oXeSLOOMOU KAl KATAOKEUNG.

(UN3, 2019)

Marti kataokevaotnke n Unity Reflect

H avaykn tn¢ BLOpNXOvIOg OPXLITEKTOVWY , UNXAVIKWVY KTA. KOTECTNOE CAPEG OTL UTIAPXEL
ovaykn evoc epyaAeiou To omoio Ba mpoodEPeL TPLOSLACTATN EUTIELPLO OE TIPAYUATIKO XPOVO.
Mpwv tnv Kataokeun tg Unity Reflect yia tnv mpayupatonoinon MLOG TETOLEG EUMELPLAG
amattovos MOAAA Brpata Kol avlpwrivo SUVAULKO TIOU OTO TEALKO QUMOTEAECUATO TO TILO
mBavov Atav va oanodepe OPAAUOTA YEWUETPLKWY XOPAKTNPLOTIKWY TIOU OTALTOUCE
ETUNMPOCOeTN epyaoia yla tnv S10pbwan Toug.

Ewkova 2 - Arteikovion tou Revit LovtéAou atov UTtoAoyLoTn kat avtiotowa n answovion tou otnv Unity Reflect ato tablet

Elval yeyovog otL Alya tplodlaoctata oxedla pTdvouv o€ MPAYHATIKO XPOVO O€ £va £pYyOTAfLO.
Ze pLa Blopnxoviot Aoutov ou o xpovog eival KpiloLpog Kot omou o oxeSlaopog aAAAleL katd
™V pon tou €pyou kol mapdAAnAa cuvepyalovtol petafl toug SladopeTikd cuvepyeia

10
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£pxetal n Unity Reflect yia va S1eUKOAUVEL TNV EVOWUATWON TWV OTOLXELWV TOU £pyou O€
OUTI KOlL VAL TOL TTOPOUCLAOEL O TIPAYHATLKO Xpovo. (UN3, 2019)

Mwc SouAeUel

To Unity Reflect kaBlota tn Stadikaoia elcaywyng HoviéeAwv Revit oe 3D o€ MpayUATIKO
Xpovo efalpeTikd amAr). MeTd tnv eykatdaotacn tou npocBetou Unity Reflect, oL xprioteg
QITAQ KAVOUV KALK 0TO £lkoviSLo Unity mou Bploketal otn ypapur epyaleiwv tou Revit yla va
apxloouv va cuyxpovilouv to povtélo toug. (UN3, 2019)

1 acved dual
| >

AR | Ivn

| \ L4
Native | Unity Reflect Viewer
plugins | (Dats2es to wmyene

V- N
Deaktop ’

matved 3uta)

Unity Pro
(S wteTT
Simusanons
Customizable Viewer
High-fidelity environments
Custom realtime BIM applcations

Ewkova 3 - Synuartikn ametkovion Asttoupyiag Revit ue Unity Reflect

OAn autn n Stadkaoia ylvetal Héoa ota yvwoTta Opla Tou Aoylopikou BIM. H evowudtwon
Tou Unity Reflect yivetal pe Ti¢ mapakdatw epappoyEc.

e Revit

e BIM360

e Navisworks
e SketchUp

e Rhino

11
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MoA\ol oxeSlaoTéG Kol pnxavikol mou epyalovial o SLadOPETIKA CUOTAUATA OE E£va
HLOVTEAO-OXESLO TOU €PyOU UIMOPOUV VA TIPowBrRoouV Ta PEPOVWHEVA OXESLA TOUG OIWCE O
OPXLTEKTOVLKOG OXESLAOUOG, 0 SOULKOC 1) LNXOVLIKOC, O NAEKTPLKOC Kal 0 USPAUALKOC oTo 6Lo
£pyo Reflect. Autd ta debopéva BIM evwvovtal kal BeAtiotonolovvtal autopata yia 3D oe
TIPAYUATIKO XPOVO KOl OTN CUVEXELA amoBnkevovtal O€ TOMLKO UTIOAOYLOTH 1 SLOKOULOTN
Siktuou. Omoloodnmote umoloylotng ekteAel to Unity Reflect pmopel va Asttoupynost wg
SLAKOULOTAG.

‘Evag Stakoulotig Staxeipong €pywv mou ¢plogeveital oto «Cloud» BonBa to xpriotn va
npoodlopioel o mola €pya €xeL MpooBaaon, SteukoAuvovtag tn Slaxeiplon €pywv Kal TV
npooBaon oe Sikalwpata og oA ypadeia kat TpRpata. Asv anobnkevovtal dedopéva 3D
O€ OUTOV TO SLAKOULOTH, LOVO OVOLLOTA £PYWV KAl SLKaLWHATA.

TEAOG, oL TEAATEG KOl OL GUVEPYATEC UMOPOUV va £€xouv mpocBacn oto «Unity Reflect
Viewer», oL omoiol mapokdtw Ba avadépovtal cav Beatéc. H epappoyn sival apyika
SlaB<aoun otov unoloylotn, umootnpilovrag to i0S, Android, cupmeplAapBavopévwy Twy
ARKit tn¢ Apple kat HTC Vive, To mpwTo O€T HLIKPOPWVOU-0KoUOTIKWV VR mou ival cupBato
oo to kouti pe to Unity Reflect. MoAAol evéladepopevol, anod Toug umelBuvouc Twy Epywv
£WC TOUG OUMBOUAOUC KOl TOUC TEAATEG, UMOpoUV va €XOUV MPOCBach TOUTOXPOVO OTN
OUOKEUN TNC emAoYNG Toug, SleukoAUvovTag Tn cuvepyaaoia Kal tnv eniteuén ocuvepyaoiac.
Emiong, ot Beatéc £xouv duvatdTNTA OTO EVOWHOTWHEVO ¢ATpaplopa BIM yua tnv
amopuovwaon dlapopwv OTOLXELWV TOU £pyou, QMO MNXOVLKA, USPAUALKA €w¢ Kol SOpLKA
otolxela.

12
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Ewova 4 - MeptBaAdov Unity Reflect yia toug Jeatég

(UN3, 2019)
Autodesk

Xpnotpormnownkav Kuplwg mpoypappata tng Autodesk yia tov oxedlaopo, ta omolia givatl
AutoCAD, Plant 3D, Revit ylati 6ivouv euluyloia otov oxeSlacuo AOyw Tou €UPOUC TWV
edappoywv Tng Kal e€eldikevon o dtadopd AVIKELEVA OTTWG APXLTEKTOVIKO, LNXOVOAOYLKO
Kall NAEKTPOAOYLKO OXESL0. ZTNV UAOTIOINGN TOU MPOCOMOLWTA Yl TNV dnuLoupyia ypadlkwy
XOPOKTNPLOTIKWY , avtl Tou 3ds Max xpnotuomnotionke to Blender Adyw tng SuokoAiag mou
ouvavtnOnke otnv ekuadnon tou 3Ds Max.

Na onuewwBel 6t 6Aa ta mpoypaupata tng Autodesk petafl toug €xouv duvatotnta
ouvbeaong (link), omwg yLa mapadetypa éva tplodlaotato oxESLo amo to Revit pmopet va yivel
eloaywyn oto AutoCAD xwpi¢ va anodEépel YeWUETPKA opaipata. H cuppatotnta petal
TOUuG elval MANPNG.

Revit

To Revit gival pla epappoyn oxeSLacpoU KTLpiwy yLot apXLTEKTOVEG, TIOALTLKOUC NXOVIKOUG,
HUNXAVOAOYOUG, HUNXAVLKOUG NAEKTPOAOYOUCG, USPAUALKOUG HNXOVIKOUG, OXESLOOTEG Kal
gpyoAapouc.

13

Aompadkng EAeuBéplog



M EAAHNIKO MELOTEIAKO MANEMNIZTHMIO

To AOYLOULKO ETUTPETEL OTOUG XPNOTEC VA OXESLACOUV £Vl KTIPLO KOIL TAL OTOLXELOL TOU OTMWG
USPAUALKA, NAEKTPOAOYIKA, KALLOTIOUO , £(6N LYLELVAG , LETOAALKEG KATAOKEUEG , KOUDWHOTA
Kol TTOAAG aAAG o€ Tplodiaotata HoviéAa. Na avanapaoTtr)oouV To HovtEAo og duodlaotato
oX£610 Kal va anoktrioouv npocfacn o mAnpodopleg KTipiov amo tn Pacn dedopévwy tou
KTlplakou povtélou. (Revit WikiPedia, 2021)

AutoCAD Plant 3D

To Plant 3D eivat BonBntikn edappoyy tou AutoCAD mou OTOXEUEL OTNV HEAETN Kol
oXeSLAOUO BLOUNXOVIKWY EYKATOOTACEWV Kol emnegepyaciag. Alabétel ta amopaitnta
epyoAsia KoL XOPOKTNPLOTIKA TOU Xpelaletol £vag oOXeSLNOTAG yla vo HEAETAOEL-
Snuwoupynosl AemTOUEPH) MOVTEAQ SLOPOPWV EYKATAOTACEWY, CUUTEPNAUPBAVOUEVWV
oWANVWoewv, SouUKwV Kot eomAlopol Tou Kataokeualovtal apyxikd oto AutoCAD.
Xpnotwyorotleitat kKuplwg amd oxXeSLAOTEC BLOUNXAVIKWY EYKOTOOTACEWV. YTAPXEL
Suvatotnta tplodlactatng oxediaong kat Suodidotatn oxedlaonc.

Karmoleg duvatotnteg mou mpoodEPEL TO MPOYypaUa oE Eva oxedlaoth ivat ot €€nc:

e Anutoupyia kat ene€epyacia P&ID (ypappiko Sucdiaotato oxedlo Aettoupyeiag) pe
BLBALOBNKEG CUUBOAWY yLO BLOUNXOVIKEC EYKATAOTACELG.

e Aldyvwon oxediou yla mbava opaipara.

e Anuloupyia kot eneepyacia tpLodldotatwy oxedlwv ylo Soulko  XAaAuPa,
OCWANVWOELG KoL EEOTIALOLO TIPOCAPLOCHEVO WOTE VO TALPLALEL OE TIOAAEC EDAPLIOYEG.

e TUTOTMOLNUEVEG OWANVWOELG, OOMLKOG XAAUBaG Kol €EOMALOMOG OMWE QVTALEG,
ETULOTOULA , EVOAAAKTEG , SEEQUEVEC KTA.

e Auvatotnta e€aywyng apxeiov yLa TplodLactato POVIEAO.

(AutoCAD Plant 3D Asti.com, 2021)

Blender

Ma tnv dnuwoupyila ypadlkwyv XopakTnpLloTIKWV Xpnotldomnolnbnke to Blender, Aoyw tng
HEYAANG KOLVOTNTAG TIOU TO OQVTLMPOOWIEVEL KAl TNV MEYAAn ykAapa BLBAtobnkwv kot
NMPocBETwV Aettoupyelwv Onwe ta Plugins. Eva peydlo mAgoveKTnUa ival OTL elval Swpeav
Kol OTL €lval aVOLKTOU KWSLKA AOyLopkO Sivovtag To MAEOVEKTNUA OTL UE TEXVOYVWOia
TIPOYPAUUATIOMOU oTnV YAwooa Python pmopel va mpoocapUooTeL OTA XAPAKTNPLOTLKA TTOU
emBupel o kaBe xprotng. Ta eAeuBépa AoyLoULKA avOLKTOU KwdLka cuxvad cuvaywvilovtal
AOYLOUIKA €TOLPLWV OTtWG TLG Autodesk. Ot duvatotnteg tou Blender cuvaywvilovtol auTtég
Tou 3ds Max KoL TapEXOUV OTOUG XPHOTEG TOUG TTAPOLOLA XOPOKTNPLOTIKA AELTOUPYELWV KOl
N eKkuadnon tou yivetal mo eUKoAn, AOyw Tou UeydAou oykou Anpodopilag mou mapExeTaL
oto Stadiktuo amnod Bivteo, elkoveg kat apBpa. (WikiPedia, 2021)
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Ewova 5 - Quroypapia tic epapuoyrc Blender to nmeptBaAdov tou eivat eva mpokadopLoUEVO Ao TOUC TTIPOYPUUUNTIOTES.
Mnyn: WikiPedia.

Elval StaB£apo yio OAa Ta kUpLa AELTOU pYLKA cuoThpata onwc ta Windows tng Microsoft
To Linux kat to Mac OS X. To Blender dtaBétel mpoxwpnuéva epyodeia yla Klvoupeva oxEdLa
N tawieg, Stadopa epyadeia yla oxedlaon XapakTripwy Kol poUXwy yLol XaPaKTHPEC, KABWC
KOl KLVOUHEVWV YPpadLKWV, TTPOCOUOLWOoNG KamvoU Kol UYypwV. XapaKTnpLoTIKO TOU €lval N
tplodlaotarn oxediaon. Emiong umootnpiletal anod tn yA\wooo mpoypapatiopou Python ya
E0WTEPLKO scripting. (Blender WikiPedia, 2021)
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Kedpalaio 3

ZKomog Kat otdxol

ZKOTIOC TNG KATAOKEUT G TOU TTPOCOUOLWTH, ELvaL N ATTELKOVLOT £VOG TTEPLBAAAOV BLOUNXAVLKAG
EYKATAOTAONG TAPAYWYNG NAEKTPLKN G EVEPYELAC OO0 TO SUVATOV TILO PEAALOTLKAL.

JTOV MPOCOUOLWTN TIOU KATAOKEVAOTNKE Sev oxedlaotnkav oAa ta Bondntikd cuothiupata
HLOG TETOLEG gyKOTAOTOONG SLOTL yla pia Tétola UAomoinon Ba amattouos MOAU XpoOvo Kal
ox€6La anod npayuaTikn eykataotacn ta onola Sev Atave duvatov va avtAnBouv.

Ewkova 6 - EtkOva arto mpooouolwtr) kapaBlov oe 4D, mnyn: wartsila.com

O MPOCOUOLWTNG TTOU KATAOKEUAOTNKE QIELKOVIEL TO TIEPLBAAAOV TNG EYKATAOTOONG OF ML
0806vN NAEKTPOVLKOU UTIOAOYLOTH E TNV SUVATOTNTA KivnoNnG OTOV TPLoSLACTATO XWPO HE TNV
XPN o Tou MANKTPOAOYLOU KoL ToVTIKLOoU. XTtov Xprotn Sivetal n Suvatotnta aAAnAenidpacng
LE TOL CUCTAMATA OTIWG yLla TapASELYaA N EKKivnon plag avtAlag.

Analtoelg eEomMALOUOU
Fevikd eival pla ehadpld pnxavr oL onoia §gv £XeL LEYANECG QTIALTOELG OTOV EEOMALOUO.

O eAayloteg amnattnoelg yia tov Unity3D (Editor) o omolog xpnotpomnolnenke otnv napovoa
epyacia ota Asttoupyika cuvotipata Windows, MacOS kat Linux givat ol mapakatw.
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MebBodoAoyia

To ox€dla mou oxedlaotrikav Sev avtanokpivovtal ANPWE OE JLa TIPAYUATIKY BLOKNXOVIKNA
EYKATAOTAON TOPAYWYNGS NAEKTPLKAG EVEPYELAC PE ATHOOTPOPBNO. MLa TETOLA EYKOTACTOON
amattel mepaltépw PondnTkA cuotApOTa yla TNV opBn Asltoupyia TNG Kal OUTO OTnV
TEPLMTWON TNG apoloag epyaciag Oa amaltoloe MEPLOCOTEPO XPOVO ATO TOUC £EL UNVEG
miou tpoUToBEteL n uAomoinon tn¢ epyaciag.

Ito kedpdlalwo autd Ba avadepBouv Ta MPOYPAUUATA TIOU XPnoLdomondnkav yla thv
UAOTTIOLNGCN TOU TTPOCOMOLWTH. Ta AOYLOULIKA TTOU Xpnotponotndnkav npoodpEpovral Swpedv
o€ $oLTNTEC KAl KABNYNTEG HOVO yla EKTIALSEUTIKOUC OKOTIOUC. 2€ €val TIPAYUATIKO €pYO Ta
ox€dta Ba mpoodEpovtav vAomotnpéva Kat avov To povo nou Ba Enperne va enefepyaotel
0 KOTOLOKEUQOTH G TOU TPOCOUOLWTH Ba nTav ta ypadlka He tnv xprion tou Blender r} aAAou
TLOPOLLOLOU AOYLOHLKOU.

evika

To teAkd amotéAeopa mou Ba xpelaotel yla va sivatl cupparta ta oxedia pe tnv Unity 3D
amnattel popdomnoinon apxeiov «FBX».H «FBX» givat n mo dtadsdopévn popdomnoinon yia
tplodlaotata oxedla . Ito AutoCAD Plant 3D ta ox€SLa tou oxedlaotrkav popdormnoténkav
Kal €ylvayv eloaywyn-ouvdeaon «Link CAD» oto Revit mou divetal n Suvatotnta e€aywyng ano
v edappoyn e€aywyn «Export» tou tplodlactatou oxediou oe popdomnoinon «FBX».

Y€ MEPLMTWON MOV UTIAPXOUV CUVEXNG aAlayEG oxebiwv N oxedlaon MepeTaipw OTOLXELWV TNG
gykataotacng, n duvatotnta cuvdeong oxedlwv onwg yla mapdadelypa oto Revit lval n
erdoyn «Link CAD» onwcg daivetal kat otnv elkova 7. Autr n Asttoupyia Sivel Eva peyaio
TIAEOVEKTN O TO oMol elval otav yivetal pio aAlayr) yla mapadetypa oto £pyo «Project» mou
€xeL SnuoupynOel oto AutoCAD Plant 3D oL aAAQYEG EVOWATWVOVTAL KOL 0TO £pY0 «Project»
NG Revit aAAa Sev yivetal va KAvoU e aAlayr| LE TO TIPOYPOLLLO TO OTIOLo €XEL YiVEL OUVOEDT.
Eniong umopel va xpnotpomnownBei kat and aAeg epapuoyeg Tng Autodesk katl oxedov OAeg
€xouv tnv duvatotnta cuvdeong LeTagl Touc.

RID =d « - A =L OA G > S "hf:,‘:l_.. Auand

m Brchdectins  Structure el Srsterm irert Annatate Anskyze  Massing 8 5ite  Colisborate  ew Marage Add-Iny et fication

R D wEaE & e 3 o= (3 [

[Modfy ink  Link Lok Lin

-
Wb

mation Manege Import mport roert Manage load Load »

V.
Revk IFC AD Topography Marku ; $ Mods ink CAD  gbXML  from Fils neges  Famidy Geous

Impon s Lo from Libeary

Ewova 7 - Zuvbean apyeiwv ue poppomnoinon CAD
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Auth n HEBOSOC XpNOLUOTOLELTAL KOl OO PEYAAEG OPASEC, TTOU avOAOUBAVOUV EEXWPLOTEG
epyaoiec o S1adopeTIKEG PAPLOYEG KOL UTIAPXEL AVAYKN EVOWUATWONG O€ ULla epopuoyn
KOL QUTO ETILITUYXAVETAL armoBnkevovtag Ta «Project» og éva ocuvvedo «Cloud» i akopa Kat
o€ €vav Koo SlakouLoth. Oa pmopouoe va xpnotponotnBel n edappoyn Unity Reflect avrti
QUTNC TNG HEBOSOU oL omola amattel peyaAUTEPN epyacio Kal BAMOTO yLa TNV CUYXWVEUGCN
TWV oxXedlwv aAAd AOyou KOoTouC SeV XpnaoLomol)OnkKe.

Revit

2xeblaouoc

21O TIPOCOUOLWTH TIOU KATAOKEUAOTNKE xpnotpomnolntnke to Revit yla tov oxedlaopo twv
HUETAAALKWV KOTOOKEUWV KoL SOULKWV OTOLXElwV (T.X. 0 AéBnTag kal to Ktipla) Kat tnv
ouyxwveuon Twv oxedlwv amo to AutoCAD Plant 3D. Itnv mopakdtw £lkova 8 dalvetal n
EYKATAOTAON TIOU £XEL OXESLOOTEL OTNV EPAPUOYH YLO TOV TTPOCOUOLWTH).

Ewova 8 - - Revit 2020, oxébto eykataotaong nmpoocouolwtr , eéaywyn elkovac pue tv uedobdo Render Render

Itov AéBnta xpnotpomnowdnkav petaAAikol Sokol yla tnv uAomoinon Tou, oToug omoioug To
npoypappa Sivel tnv Suvatotnta €MIAOYC TUTOTOLNUEVOU XOPOKTNPLOTIKOU OMWE TLG
SL00TACELG KAl TO UALKO KATAOKEUNG. ZTNV APAKATW £LKOVA 9 amewkoviletal n Suvatotnta
avAaAuGoNG Ttou propet va Stabécel aAAd AOyw HEYAAWY QMALTHOEWYV TIOU armaltel amno tov H/Y
6ev xpnolgomolibnke OTOV TIPOCOUOLWTH TIOU KOTAOKEUAOTNKE. AUTA TA OTOLXELQ
ETUAEXTNKAV va YNV €ival opatd oto Revit. Autr n Suvatotnta Sivel tnv emthoyn mola
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otolxeia va pnv petadepBouv katd tnv e€aywyn oe popdomnoinon «FBX» otnv omoia Ba
avadepOBEeL IO AVAAUTIKA MAPAKATW.

Ewova 9 - 510 Revit petaAdikoi bokoli e ouvdéaououc otov AéBnta (Rendering)

Mpw yivel e€aywyn oe popdomnoinon « FBX» tou oxediou, n emihoyn mou Sivel n epapuoyn va
elval opatd n oxL otolxeia oto ypadiko meptBaAlov nmou anetkoviletal To oxedio. Etol otav
yivel e€aywyn oe popdomnoinon «FBX» &gv Ba cupnepl\apBAavel To CUYKEKPLUEVA OTOLKELQ.
AuTO elval €va TAeovEKTNUA Otav Oev UTApPXEL emBUUIa METADOPAC CUYKEKPLUEVWV
AEMTOUEPELWV OTO TPLOSLAOTATO OXESLO. ITNV MOPAKATW £lkOva 10 amelkovilovtal KATIOLEG
and TG emAOyEC Tou Slvovtal. ITOV TIPOCOUOLWTH TIOU KOTAOKEUAOTNKE Oev
ouunepAndOnKav Ta MOPAKATW oToLXEla:

e Structural Connections , 8LapBpwTLKEC CUVOETELG OTLG LETOAALKOUCG SOKOUCG.
e Windows , mapdBupa.
e Doors, TOPTEG
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Ewova 10 - MevoU emAoyn¢ opatwy oToXEIWV

O Ab6yog Ttou xpnotpomnolOnke to Revit eival OTL €xeL:

® ApPXLTEKTOVLKO OXESLAOUO, yLO TOPASELY MO TA KTLPLAL.
e Anuioupyla Kat amelkovion HETOAALKWY KOTAOKEU WV.
e EUKoAN e€aywyn apxeiov og FBX xwpic ohAALATO OTA YEWUETPLKA XOPOKTNPLOTIKA

Eéaywyn diodiaotatwy oxedbiwv

Enelta yla va yivel o oxedlaopog oto AutoCAD Plant 3D xpeldotnke va poBAAOU E KATIOLEG
npocoyelg oto Revit og ox€dLo Suo dlaotacewyv. Anhadn npoPoAr oe «CAD» popdomnoinon

KaL eloaywyn oto AutoCAD Plant 3D pe tnv pébodo ouvdeong «Link CAD». Ta Bripata mou
uAormotnBnkav sival Ta €€NG:

e Emloyn t™¢ npoocoPng oxediou to omoio €ywve eaywyn oe duodlaotato oxEdlo.

e Emloyn anod 1o pevol File >Export>CAD Formats>DWG , e€aywyn tou oxeblou o€
duobldotato pe popdomoinon «CAD» to omoio eival cupPatd pe omoiadnmote
epappuoyn avayvwpilel CAD popdomolioeL.
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e JUvdeon oto AutoCAD Plant 3D, to omoio Ba g€nynBel mio avaAuTikd otnv evotnta
tou AutoCAD Plant 3D
LR SR LON N PELSD BURY P Sy w—" - U A —
o] _.......-:.._._. .— ~ =] L!"-‘s ALK N -',f_ . ».—.‘.: ~ ‘—~, e lSES
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Ewova 11 - Eéaywyn mpoooyns "RIGHT" o popgormoinon « CAD»

ITnv nmopandavw elikova 11 amnewoviletal n dStadikaocia e€aywyng oe «DWG» apxelo. Itnv
KOKKLvN meploxn (1) elvat ol mpocoPrg Suo SLAOTACEWY TIOU €XOUVE KATAOKEUAOTEL. ZTNV
OUYKEKPLUEVN TiEpIMTWoNn eTAEXTNKE TO « RIGHT». ZtnV mpaotvn meploxn (2) lval To pevou
yla va yivel n e€aywyn.

Etwoaywyn oxebiwv and AutoCAD Plant 3D
Eddoov €xouv oxedlaotel ta embBupntd oxédla oto AutoCAD Plant 3D Ba mpémnel va ta

glodyoupe oto Revit. Autr) tnv Suvatotnta Sivetal amo To Pevou «Inserty» kol Tnv emthoyn
«Link CAD» 6nwg ¢aivetal oTnV mapakatw KOVA.

ROIeHG - G---Q=-LO0A G- L@Q-» hsnd
m Architectine  § Reel  Syste sert A ste  Anslze  Massing &Site  Colisberate  View  Mamage  Add-Ins  Quentication
V,':n ; g SO o | [ 1 ol 5\ £ [’—, '_” m = ; } _‘J .r( -
l @ @ Bl BN Wl 5]_1 @ @ =l ez (3! [
Moddfy! Llink  Link  Link Link DWF Decl  Point Cooedmation Manege Import mpoet oert | Manage load Load m
| Revt IFC  CAD Topography Muarkug T Clewd  Mod Links  CAD gbXML  rom File mages  Famidy Geoup

':e’ler'.! - Link Import o Luad from Libeary

Ewova 12 - Mevou "Insert" oto Revit.
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AUTO yla va yivel mpoUmoBEtel pla popdonoinon apyxeiov «AutoCAD Native Drawing» to
ornoio Ba avadepbel otnv evotnta tou AutoCAD Plant 3D Adyw otL n enefepyaocia yivetal
OTNV OUYKEKPLUEVN Edappoyn).

Atopopdwvovtal Ta oxEdla oto £pyo Tou Revit amo tnv epappoyn AutoCAD Plant 3D. Etol
Twpa ival Etoua yla tnv e€aywyn os popdomnoinon « FBX».

Eéaywyn o€ poppornoinon «FBX»

Edooov €xel ulomolnBel to ox€dlo €yve e€aywyn oe «FBX» yla va gival cupBato pe TIG
epappoyéc Unity3D kat Blender oto omoio kat 8a dnuioupynbolv ta ypadika .

To ox€dla ta omola €ywvav eloaywyn amnod tnv epappoyn AutoCAD Plant 3D mpémnel va ival
gvepyomolnuéva amnod tnv emloyn «Visibility/Graphic Overrides for 3D View». Itnv KaptéAa
«Ilmported Categories» gudavilovral oAa ta oxéSia ta €xouv ocuvdeBel pe to Revit kal ta
orola MPEMEL va elval EVEPYOTOLNEVA O€ TIEPLTTTWON Tou Sev ival.

Ewova 13 - Suvbeuéva oxedia oto Revit

Oa yivel efaywyrn Tou TeAKOU OXESWOL yld TOV TIPOCOUOLWTH OnMO TO WEVOU
«File>Export>FBX». [ va yivel auto mpEmeL va elval avoLKTA N oKnRvn ou uTtdpxeL emBupia
va yivel e€aywyn. Ztnv nepimtwon auth eivat avolkt n «{3D}». EmAéyovtag to « FBX» yivetal
egaywyn Tou oxediov otnv popdomnoinon. Ztnv mapakAatw elkéva 14 amelkoviletal o TpOmog
ggaywync.
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Ewova 14 - E¢aywyn apxeiou oe poppomnoinon "FBX"

Edboov amobnkeutel ,to Tplodldaotato oxeSLo eival €TOLHO yLa TNV UAoToinon ypadikwv
XOPOKTNPLOTIKWV 0To Blender. Oa avadepbel n Stadikacia mo avaAuTikA oTnv aviiotoyn
gvotnTa.

R Gport i Me 780 7 x
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Ewova 15 - Amodrikeuon tou axediou
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Autocad Plant 3D
2xeblaouoc

H ouvelodopa tng edpappoyni AutoCAD Plant 3D otnv KOTAGKEUT TOU TTPOCOUOLWTI ATOV OTOV
oxedlaopo tou e€omALopoU NG eykataotaonc. O e€omAlopog mepthapfavet:

e  JWANVWOELG KAl Ta fonBNTIKA TOUG OTIWG ETILOTOLO KOl OTNplypoTa.
o AvtAieg

o Astapeveg

e EVaAAGKTEC OgpuOTNTOG

MNna va emtevyxBel o 0pBOC oxedlaopog petall duo SladopeTIKWY EPAPUOYWV , ATALTELTAL
ouvdeon «Link CAD» duadlaotatng mpocoyPng amo TNV EYKATAOTOON TIOU OXeSLAOTNKE OTO
Revit onw¢ mpoavadépbnke otnv evotnta Revit «E€aywyn duodldotatwyv oxediwv». Oa
UTtopoUaE va xpnoLpomnolnOet kat tplodlactato oxESlo aAd mpotiunOnke Sucdidotato. Itnv
TIOPOKATW £LKOVA 16 amelkoviletal Eva mapadeLypa.

Ewova 16 - Anteikovion duadbiaotarou oxediou amo to Revit oto Plant 3D

Etwoaywyr Suobdiaotatou axebiou

Eddoov uhomouBnke n Stadikaocia e€aywyng tou Suodldotatou oxediou amnod tnv ebappoyn

Revit Ba yivel elcaywyn otnv epapuoyn amod to pevou «lInserty». EmAéyovtag to ewkovidlo
25
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«Attach» Ba gudaviotel To mapabupo emiloyng tou oxediou Kal oL LOPPOMOLAOELG OTIWCG
QELKOVI{OVTaL OTNV TTAPAKATW ELKOVA 17.

Ewova 17 - Anteikoviletan ouvdean axediwv oto AutoCAD Plant 3D

Eneta 1o Siobldotato oxedlo SlapopdwveTal O0TOUG TPLOSLACTATOUG AEOVEG Omou elval
avaykaio pe to epyaleio Tplodiaotatng neplotpodng 1 aAAlwg e Tnv evtoAr) «3DROTATE».
ITNV TapakAtw elkova 18 amelkoviletal €va pEpog Tou Tplodidotato oxediou Omou
oxedlaotnke otnv edappoyn kat to duodlactato oxédlo cav Bondntikd yia tov 0pbHo
oxedbloopo. Auto elval éva mapadeypa ylia tnv HEBodo ToOU  XpnoLdomolnOnke.
XpnotpomnowBnkav kot oAAd Suodlaotata oxESLa OnMwe KAToPeLg, MAAyLleg OPELg Ta omola
Sev mapouaotalovtal. Aev UTIAPXEL KATIOLOG BAOLKOG Kavovag yLa autr tnv wébodo. Eivat otnv
Kplon Tou KaBevog mwe Ba To XpNOLULOTIOLOEL.

26
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Ewova 18 - Anetkoviletat to Tptodiaotato axedio oto AutoCAD Plant 3D kat cuvdebepévo duadiaotato oxédto amo to Revit.
Eéaywyn oyxebiouv o€ poppn CAD

Edooov uhomoinBnke o oxedlaocpog Ba mpémel to oxedlo va e€axBel os popdomnoinon
«AutoCAD Native Drawing» To omolo ivat cupBato pe tnv epappoyn Revit.H dtadikacia ou
eKTteAEOTNKE €lval n akoAoudn.

Eddoov €xouv uhomolnBel ta mapandavw Brpata mou npoavadepbrkav, To oxedlo eival oto
TeAKO Tou otadlo wote va yivel e€aywyn «Export» og «CAD» popdormnoinon. Ta BrRuata yia
va emiteuxBei auto amno ypopur eviohwv « COMMAND». Ot evtoAEg elval ot e€AC:

e QSELECT , avolyel éva nmapdBbupo oto omoio otnv mapdpetpo «Operator» yivetal
erdoyn «Select all» kol £toL emiAéyovtal OAa Ta avtikeipeva oto oxeSlo. EmumAéov
auth n evtoAn 6ivel tnv Suvatotnta emMAOYAG QVIIKELUEVWY HE OUYKEKPLUEVQ
XOPOKTNPLOTIKA akOpa Kal ertthoyn emunédwy «layers» tou oxedlou. Ot emAoyEG ou
Sivovtal paivovtal otnv elkéva 19.

e EXPORTTOAUTOCAD, pta oAU XpAOLn €VTOAN O€ TIEPIMTWON TIOU UTIAPXEL AVAYKN
pHeTadopd¢ HOVO TwV PBACLKWY OVTIKELUEVWY (0TNV Tepimtwon pag tplodldotato
ox€blo). Ouolaotikd auth n evtoAn «koBapilel» ta MPOCOETA AVIIKEIPLEVA TIOU
npooBEtel n AutoCAD Plant 3D mou BonBadve otov oxedlaoud Kat to oxedlo yivetal
oupPatd pe AaAAeg edapuoyeg mou avayvwpilouv «CAD» popdomnolioelg (otnv
neplmtwon pag 1o Revit) kat kaBlotd tnv véa ékboon cupPath pe Stadopeg
epapuoyég oav to AutoCAD.
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Edooov €ywvav ta mapomdavw PApATto TO Kowouplo ox€Slo Tou amoBnkKeUTNKE UE
SladopeTikd Gvopa pTopel va yvel eloaywyn o€ onoladnmote epappoyn Xwpic obaipata
OTO YEWUETPLKA XOPAKTNPLOTIKA, EPOOOV UTIOOTNPLIEL TNV OUYKEKPLUEVN Hopdomoinon. Na
600¢el mpoooyn OtL av anobnkeutel og 6L SlevBuvon Kat pe To 8Lo dvopa Le To oxESLo TTou
vAoroleital otnv edappoyn Ba aviikataotiosl To apxeio kal Ba yabouve ta mMpoobeta
OVTLKELPEVA TTOU TIPOCapPUOLEL N edaplOyN VLA TG AELTOUPYELEC TTOU TTAPEXEL OTOV OXESLOOUO.

A Cuick Sefect A Quick Select
feokyss  Emesawry v Acpkyts  Ertes duerry -
Ctpecttype:  Mulighe Dtyoct yze | Wliple
g 2 ewrg
Frepues vienes B Redww=s
[ Fre
Lratype Fge ine Aot
Lrete scae Corvector
Pt style Fogrr
Linewsght Lrw
Tranmpareray Struatiee Gred
Mseird Moy Fedsrgie
ACFEPREVIEN
Sructum Neebw
L
Cverster = Erpam Ogermr Fous
Yoo O3 Bylaper - Voo [l Bylaye
How s apoly hrw e ggdy

@ rchbe 11w salection st @ Inchate e section wet

) Bechase fram new ssbecion s ) Bxchude bzze naw sslacrion set

[ Apoend 10 cuneet ssiecton s [ ] Appand to cument asletnon set

oK Concel Hely E Carom e d

Ewova 19 - EvtoAn "QSELECT"

28

Aompadkng EAeuBéplog



© “" | EAAHNIKO MEZOTEIAKO MANEMIETHMIO

A Export To AutoCAD *

Loak in: export v 4= By B L Views ¥ Took ¥

~
R Mame Preview

This folder is empty.

File name: | Neao Sxediol ~ Save

Files of type: | & #oCAD Native Drawing (*.dwg) ~ Cancel

Ewova 20 - Artodrikeuon véou axebdiou e v evioAr) “EXPORTTOAUTOCAD”

Na avadepbel oTL Ta Mapamavw Brpoata ival avaykaia yio tov €€1¢ Aoyo:

H edappoyn xpnowpomolel Bondntikad avrtikeipeva ta omoia &ev eival gudavny yla Tig
emumA€ov SuvatotnTteg oxedlaopol ou €xeL amod TNV apxikn ebappoyrn AutoCAD. Av Tuxov
SoKLHaoTel va avolifel To ox€SLo o€ pLa AAAN €kdoon Onwg yla apadetypa oto AutoCAD Ba
Atav cuppata aAAa bavov to oxédlo va ERyale opAALOTA O OXEDN LLE TO APXLKO.

Katd kUplo Adyo n evtoAry «kEXPORTTOAUTOCAD» pag divel tnv cuppototnta pe GAAEG
€kdoong onw¢ AutoCAD,Revit akopa kat pe maAalotepeg ekdOoeLs. Etol Snuloupyel pia véa
€kdoon apxelov «DRW» pe véa popdormnoinon, otnv onoia av epapuooctouv aAAayEG otny
Kavovikny €kdoon Oev emidpépel aAlayEg otnv véa €kdoon epooov amobnkeVeTol cav
Sladopetiko apyeio. EToL Aoumov to teAkd anotédeopa Ba eivat Eva apxelo pe popdormnoinon
«AutoCAD Native Drawing» To omoio 6a sivat cuppato pe to Revit.

Enetta auth n véa €kdoaon tou oxediou mou £xelL TpomomnolnBel og KatdAAnAn popdormnoinon
elval oupPatn yla swocaywyn tg oto Revit pe tnv dtadikacia mou mpoavadepbnke otnv
evotnta Revit.

Blender

Edodoov €xouv oxedlaotel OAa ta emipépoug oxEdla otig edbapuoyEG mou poavadepBrikav
ot evotnteg Revit, AutoCAD Plant 3D ocuyxwvevovtal 0Aa o€ €va TpLodldotato oxeSLo ue
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nopdomoinon «FBX». Emefepydotnkav ta avtikeipeva «Objects» mou mpogkuav kot
OUYXWVEUTAKOV £TOL WOTE VO PLIKPUVEL n TIANBwpa toug, To omoio Ba SleukoAUveL TNV
Stadkaoia uhomoinong ypadkwv XapoKTNPLOTLKWV.

H Swadkaoia ylo va KOTOOKEUAOTOUV Ta ypadlkd OopXLKA €lvol VO CUYXWVEUTOUV TO
OVTLKELPEVA O EMIUEPOUC OUASEG. Mo TOPASELY A TA KTIPLOL TOL KAVOULE €Vl QVTIKE(LEVO
K.T.A. . AUTO Ba KaAvel Tnv uhomoinon Twv ypadLkwy Kot TNV Suvatotnto oAAaywV pLla EUKOANR
Stadikaoia kal dgv Ba uTtapxouv MOAAG avtikeipeva ta omoia 6a SuckoAéPouv TIC epyaoieg
otnv Unity3D.

ArntAortoinon tploblaotatou oxESIOU UE OUYXWVEUDN QVTIKEUEVWY

Ma va yYivelL N CUYXWVELON QVTIKEILEVWY TIPETEL va elval emAeypévo To «Object Mode» omwg
daivetal ota aplotepd tng £lkovog 21. Emetta pe Se€l KAk emAéyetal to «Join» N
TIANKTPOAOYNnaon cuvtopeuonc «CTR + J». Auth n epyacia Ba cuyxwveUOEL TAL AVTLKELLEVA TTOU
€xouv emAexBel kal Ba yivel éva avrtikeipevo. H Sdwadikaoio autr) akolouBeital yia ta
TIEPLOCOTEPQ OTOLXELD TOU TPLoSLAoTATOU OXESLOU.

Ewova 21 - Ertidoyn avTIKEUEVWY KA L CUYXWVEUOT) TOUG UE TNV evtoAn "Join"

To TEAIKO QMOTEAECHUA QUTNC TNG CUYXWVEUONG TWV OVTIKE(MEVWVY TPEMEL va elval o€
ETUMEPOUG KOMMATIA avaloya HE To €ld0¢ TOu avilkeipevou Kal tnv tomoBeoia. MNa
TMAPASELYUA TA KAYKEAQ OTO TPLOSLACTOTO OXESLO0 OCUYXWVEUTNKAV O OGO SuvaTtov
HULKPOTEPEC OUADEG.
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AuTtnh n Stadikaoia KAVEL TTLo eUKOAN TNV TPOCONRKN YPADIKWVY XAPOKTNPLOTIKWY «Materials».
Av yLvOTOV CUYXWVEUON OAWV TWV AVTIKEIHEVWY Tou Tplodldotatou oxeSlol Ba kablotovoe
SUOKOAO £wg adlvatov TNV vAomoinon Twv YpadlKwV XOpaKTNPLOTIKWY «Materials». Xtnv
TIOPOKATW ELKOVOL 22 OTMELKOVIIETAL TO TEALKO QTOTEAECUA ETMELTA OO CUYXWVEUOHN Kol
opadomnoinon.

Ewkova 22 - ATIEIKOVIOEL CUYXWVEUTEWYV Kol opuadormnoinon

Anutoupyla ypapikwy xapaktnpLotikwy « Materials»

H edappoyn npoodépel mMAnBwpa BLBALOONKwWY yla ypadLkd XapaKTNPLOTIKA. Mpotiundnke
va xpnotpomnotnBouv ta npoodepdueva Xwpig Tpoodnkn etolpwy BLRALOONKWV. AnAadn Tig
nén unapyouaoeg eTAOYEG Ttou TIpodEPEL N edapuoyn.

Apxka mpémel va dnuioupynBel éva «Material» yla To avilkeipevo mou emAéyetal. 2Tnv
0806vn epyaciog tou Blender to QVIIKEIUEVO TIOU ETUAEXTNKE TEPLTPLYUPLIETAL ATO HLO
noptokaAl Staypappion. Matwvtag tnv emdoyr) «Material Properties» Ba eudaviotel n
ertdoyr) «New» , AOyw tou OTL Sev umdpxel «Material» 0To QVTIKE(PHEVO. ITNV TTAPAKATW
elkova 23 ametkovifovral n Stadikacia.
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Ewova 23 - Mpoadnkn véou Material atnv 81BAto01kn kat 0To QVTIKEIUEVO

Edooov €ywvav ta mopandavw BApata Ba spdaviotel €va véo «Material» otnv KOKKLVN
TLEPLOXN TNG elkOvVaC 23. Otav emihexBei Oa epdavioTtolv oL LBLOTNTEC TOUG oL OTtoleC opilovTal
OnMweg yia mapadelypa n emdavela «Surface» mou elval kat €éva oamo Tta Bookad
XOPOKTNPLOTIKA. ZTNV MEpmTwon autr eTUAEXTNKE yia «Surface» n emhoyn «Principled BSDF»
Kal Baoclkd xpwpa «Base Color» pla mpAcivn amoxpwaon. TNV TAPAKATW E£Kova 24
amnelkovilovral ta poavadepopeva Kat paivetat n alayr tou «Material» oto avtikeipevo
TIOU ETUAEXTNKE N TPACLVN AmOXpwon.
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Ewova 24 - Mpoadnkn tdotritwv ato Material.

H nmpooBnkn ypadikwv oe aAAd avtikeipeva yivetal pe tnv dla Stadikaoia. Av umapxel
embupia va pnel éva «Material» mou €xel dnuwoupynBel nén, yivetal emidéyovtag Tto
€lkovidlo omw¢ paivetal oTnv mopakatw elkova 25.

white green

yellow

0

Ewova 25 - Emtdoyny material

Ta ypadtkd xapaktnplotikd mou emthexOnkav « Materials» sival arhd kat ev epBadivape
O€ KATL TTILO PEAALOTLKO 0€ QUTA AOYyw Tou OTL &gV lval TOCO AMAPALTNTA OTOV TPOCOUOLWTH
TIAPA LOVO Lo TOV EUKPLVH SLaXWPLOUO TWV OTOLYXELWV.
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Edooov udomoBnkav 6Aa ta ypadLkd XopakTnpLloTika « Materials » og 6Aa Ta otolyela Kat
UTTAPXEL TO eTBUUNTO amotéleopa To tplodldotato ox€Slo eival MAEOV £TOLUO Yyl TV
gloaywyn Tou otnv pnxavn Unity 3D Editor.

Itn Swadkaoia eEaywyng, n epoapuoyn pag divel tnv duvatotnta va e€axbouv dwrtiouol,
KAUEPEC K.T.A. OTIWC PallvovTal 0TNV MAPAKATW ELKOVA 26. ITNV TEPLTTWON AUTH EMAEyoOvVTaL
povo ta «Mesh» ta onoia eival avaykaia kat 8a Bonbrioouv otnv Unity 3D Editor. O okomog
Tou¢ Ba avadepbel otnv avtiotolyn evotnta.

Ewova 26 - Eéaywyn o€ popormnoinan « FBX»

Kamoleg duvatdtnteg mou nmpoodépetl to Blender katd tnv e€aywyn evog tplodldotatou
oxedilou bev gudavitovral Aoyw Tou OtL n popdomnoinon «FBX» dev Tig umootnpilel. Ot
OVAYKEG KOATOOKEUNG KAAUTITOVTOL LE TNV OUYKEKPLUEVN popdomoinon. Mapatnprnbnke
emniong OtL MPooBrKeG CUVOETWY YpadLlKwV XAPOKTNPLOTIKWVY « Material» dgv umootnpilovtat
Qo TNV CUYKEKPLUEVN popdormoinon.
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Unity 3D
evika

YAomouw6nkav ta ypadLkA XapaKTNPLOTIKA OTO TPLoSLACTOTO OXESLO Kal SnuoupynBnke éva
®IALKO OIMOTEAEC A WG TIPOC EUKPLVELA YL TOV XPrioTn. Mmopel To LOVTEAD va YIVEL Eloaywyn
otnv Unity 3D yia tnv Snuioupyia pag Stadpaotikng epoapuoyng. € QUTAV TNV MEPIMTWON
elval n mpooopoilwaon BLOKNXaVIKAG EYKATACTAONG NAEKTPOTIAPAYWYNG LE ATULOOTPORIAO Kall
AéBnTa.

A6BNkKe 18laitepn onuooio otov oXeSLaopUd WOTE va ival 000 Tov SUVOTOV PEAALOTIKOG AN
KUPLWCE va glval EUKPLVNC 0 EEOTMALOUOC TNC EYKATACTACNG KAl £VAG XPNOTNG LE OTOLXELWSELG
YVWOELC VO UTTOPEL va avayvwploel TL eivat o kaBe e€omAlopog Kal n xprion Tou.

Unity Hub

MNna va tpé€el n Unity3D xpnolpomoinBnkav duo tpomol. O €vag sival kateuBeiav anod tv
gykataotnuevn £kdoon kKal o aAo¢ a6 1o Unity Hub. Emiong pmopel va umdpyouv
TIOPOTTAVW KOLL OTTO Lt EKOOOELC EYKATAOTNHEVEG OTOV UTIOAOYLOTH. ETaL Aoumov n Bondntikn
epappoyn Unity Hub mpoodépel pia mAnpn sikova amnd ta €pya «Projects» mou £xouv
dnuwoupynBei og omolacdnmote £€kdoaon tng Unity3D kat Sivel tnv Suvatotnta va petadepOel
€va £pY0 O€ pLa VEOTEPN 1) TaAaLlOTeEPN €K600N TNG. ITNV MOPAKATW E€LKOVA armelkovilovrtat
Sladopa €pya ou £xouv dnuioupynBel otov umtoAoyloth o€ dLopopeTikEC £Ekdoong. Emiong
Sivetat n duvatotnta alayng tng mAatdopuag (Windows,Android,Linux,PlayStation k.T.A.)
TIOU OTOXEVEL TO £pYoO.

Gum

Ewova 27 - Epya oto Unity Hub kat ot ek600€(¢
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OLmpboBeteg UTNPeoieg TOU IPOodEPEL KTOG AUTH G TNE Slaxeiplong Epywv «Projects» eival
oL €nc:

e Ekpadnon «Learn», oto omoio mepLlExel kataokeun dtadpopwv Epywv mou cuvodevovtal
amo o evotnta Bivteo ekpabnong PBApa-Brina kot Stadopa Bivteo ekpadnong
«Tutorials». Mo évav evteAwg apxaplo €ival pla cwotr KatevBuvon ekpadnong tng
HNXQVAG.

e Kowodtnta «Community», oL enionueg LotooeAideg TNG eTatplag.

e Eykataotaong «lInstalls», Sioxeiplon eykataotnUéVwY €KOOCEWV TNG UNXAVAG OTWG
nipoodrkn «Modules».

MeptBaAlov unyxavrc
TN pnxovn, Katd tnv dnuioupyia evog €pyou, autopoata Ba dnuioupynBel gl oknvn

«Scene» otnVv omola UmopolV va £EKLVAOOUV OL TIPWTEC epyaociec kat Sivetal duvatotnta
LETOVOUAOLAG.

Oa avaAuBel mapakATw TO £pyacLako MePLBAAov TG unxavig. H aplBunon otnv napakatw
€lKOVA 28 TepLlypAdETAL OTO KEUEVO TTIOU OKOAOUBEL.

Ewova 28 - lNepiBaidov epyaciac Unity 3D Editor

1) Ztowela mou €xouve SnuioupynBei ) £xouve yivel ELCaywyn 0aV TPOKATOOKEUOOUEVQL
otolxela/avtikeipeva «Prefab Assest». Omwg, oknvég, tplodidotato oxédlo,
dWTLONOG, KAMEPES , AXOG, KwdLKAG. Z€ Mepimtwon mou dnuoupynBel pia véa okivn
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Sev petadEpovtal Ta oToLXElo/AVTIKEILEVA TNG OO TNV TTPONYOUHEVN TIAPO LOVO UE
™V enbupia tou Kataokevaoth. Emiong pmopouv va uAomolnBouv mopanavw amno
pLa oknVvEC mapdAAnAa. Ol oknveég amoBnkevovtal. Daivovtol TPei¢ oknVEG OTO
onueio (2) mou €xouve amoBnKeuTeL.

2) E€epeuvntng £pyou «Project Explorer», tplodldotata ox€SLa, TTPOKATOOKEUOOUEVOL
otolxeia/avtikeipeva « Prefab», kwdikag, pwrtoypadieg, Bivteo, ypadikd « Materials»,
YPOLLLATOOELPEC KL OTLOATIOTE AAAO ELCAYETAL OTO £pY0 amoBnkevovtal oTo £pyo.

3) Ito onuelo auto oucolaoTIKA eival to meplfallov epyaoiac. H emileyuévn oknvn
gudaviletal kal og avtrv divetal n duvatotnta enefepyaciog. Ot SuvatdTNTEG AUTEC
glval o oxebSlaopog xaptn «Terrainy, PeTOKivnon, KALLAKWON «Scaley, meplotpodn ,
Swaypadn , avtypadr avikelpévwy/otolxeiwv. Anelkovilovtol eniong ot pwTLopol,
AxoL, kpuda otolyeia/avrikeipeva (r.x. Colliders).

4) Otav tpé€el o £pyo (Play). & autd to onpeio gival n o 066vn aAAnAenidpaong Tou
XPNoTn Kot cuvnBwg kel yivovtal ot SoKIUEG. Elval peyaho mAeovEKTNUA yLaTL PE TO
TATNUA VOGS KouprmioU(onpeio 7) Soklpaletol To £pyo TTOU KATOOKEUATETAL.

5) Otav smléystal £va avtikeipevo/otolxeio otnv oknvn (1) ) €va MPOKATACKEVACUEVO
otolxeio «Prefab» oto onueio (2) , Sivetar n Suvatdotnta emefepyaciog Twv
XOPAKTNPLOTIKWYV «Compoment» 1 EL0aywyr¢ VEOU OMWCE Lo TIOPASELYHO KWELKOG
«Script» . Emiong Sivetat n duvatotnta OvOHOOILOC KOl KATnyoplomoinong tou
QVTIKELUEVOU/OTOLKElOU Mo Ta « Tag» Kal «Layer».

6) PO EVIOAWV KOl EPYACLWV TA TIEPLOCOTEPA ATtO Ta omoia aAAnAoemiSpolv e TO
onueio (3), 6nwg | LeTaKivnon aVTLKELLEVWV/OTOLXELWV TTOU TpoavadpEpBnkav oto 3.

7) 2to onueio auto eival Tpla Koupmid. To mpwTo elvat yla SoKLur Tou €pyou «Play», To
Seutepo mavon «Pause» Kal To Tpito Bripata «Step». Elval xpriowlo otav amnatteital
n TapATHPnNon Tou £pyou o€ Bripata.

Anutoupyla Epyou oto Unity Hub

ApxLKa TpEMEL va dnuLoupynBel Eva véo €pyo edpdoov dev €xel SnuloupynOel, avolyovtag to
Unity Hub kat matwvtag tnv emtidoyn «New» erudéyetal n €kdoon tng Unity3D. Oco vedtepn
€kboon 1600 KaAUtepa. lNa “Templates” emidéyetal 1o «3D». ZTNV MOPOKATW ELKOVAL
amelkoviletal n Snuloupyia evog €pyou.
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Ewova 29 - Anutoupyia épyou e ermtroyn Template 3D

Eddoov dnuloupynOnke to €pyo kal avolEe n ebappoyr , Snuloupyeital P oknvn «Scene»
otnv omnola umtapxouv duo otolxeia n «Main Camera» kot to «Directional Light» Ta omoia kot
KpaTAUe AOyw tou OTL Ba xpnolpevoouv apyotepa. AuTtd amelkovilovtal otnv MapoKATW
ewkova 30.

Ewova 30 - Anutoupyia véou Epyou
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Alouoppuwaon ypapikou ept8aiiovroc

Edooov slpaocte oe autd TO OTASLO EL0AYOUUE TO TPLoSLAoTato oxESlo Ue popdomoinon
«FBX» otov ¢pakeho Assets. Auto pmopel va yivel matwvtag de€i KAk kal « Import Asset» Ko
eTUAEyeTAL TO TplodldoTtato oxESLo 1 amAd vo cUPoUE To apxeio otov ¢pakeho Assets. To
ovopa tou Tplodlaoctatou oxediou eivat «Baser.

MNatwvtag KAk pla popd oto «Base» Sivetatl n Suvatrotnta kamowwv puBuicswv. Epelg
xpnotuormnotoape to «Mesh Compression - Medium» To omoio XapnAWVEL TIC ATMALTHOELG OTa
vypadkd. Ol émolec aAayEg yivovral, epappolovral Kot oTLG oKNVEG TTou €xeL TormoBetnOel to
«Base». OuolaoTika Otav TomoBEeTelTe oTNV OKNVN £lval 0 KAWVOG Tou «Base» mou umapyxel
otov pakelo Assets.

ITNV MAapoKATW £LKOVA amnelkoviletal To «Base» enideypévo oto pakeho Assets katl Sg€la ot
pUBUIOELC TOU KL TO OXESLO €XEL YIVEL ELOOYWYH OTNV OKAVN.

Ewova 31 - Eloaywyn tplodlaotatou oxebiou atnv aknvrj KAt oTov pakeAo Assets

E€attiag OTL uTtapxeL avaykn MPOCOETWY XOPOKTNPLOTIKWY KoL QVIIKELUEVWY OTO «Base» Ba
yivel pla Stadikaoia “Unpack prefab” yia va eivatl Suvatwv autég n mpooBnkeg, Onwg sivatl
Ta Xapoktnplotikd «Components» Kupiwg. Aev emnpedlel To apxlkd TOU UTIAPXEL OTOV
dakelo Assets. Matwvtag to 6e€l KAk oto «Base» mou eival otnv okAvn emAéystal
Prefab>Unpack 6nwg ¢aivetal otnv mapoakatw eikéva 32.
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Ewova 32 - Aixdikaoior Unpack Prefab

Ma va UTapxeL PEAALOUOG OTOV TIPOCOUOLWTH O XPNOTNG otav TMepLPEPeTal oTo ypadlko
neptBalov dev Ba mpEmeL va mMepvAsL HECA QMO TA OVTLKEIPHEVO OMWE €MIONG KAl va
avePaivel ta okaAld ou umapyxouv KtA. Auth tnv duvatotnta tnv divouv ta «Colliders». H
TPocOnKn Toug elvat amAr KAl OXETIKA ypryopn. .

Onwcg paivetal otnv mapandavw ewkova 32 ota de€La untapxet n emhoyn «Add Component» n
omoia poag Sivel tnv duvarodtnta yia npocBnkn «Colliders». EmAéyovtag «Physics>Mesh
Collider» Ba yiveL mpooBrikn evog «Collider» to omolo Ba eival ota YEWUETPLKA
XOPOKTNPLOTIKA TOU OUYKEKPLUEVOU QVTIKE(MEVOU OTOU ETUAEXTNKE OMWE dAlVETAL OTNV
TAPAKATW ELKOVA33 .

Ita 6efld TG mapakdatw elkovag 33 daivetal o «Mesh Collider» mou €ywve mpoobrkn. H
erthoyn) «Convex» Siapopdpwvel to «Collider» pe 600 1o Suvatdv AlyOTeEPEC ywVieg Kat
OMOAEG OTWG daiveTal oTnVv €lkova 33 (okaAomatia) pe TNV mpactvn SlaypAappLon. Oa mpémnet
VoL 0ploTel OtL Sev Ba givat Stamepatd and alAd «Colliders» dpa n emhoyn «Trigger» va unv
elval emdeypévn n false . H xpnowdtnta toug eival Otav Xpnotng meplnyeital otov
nieptBarlov ta «Collider» Ba opilouve Ta XapaKTNPLOTIKA TNG eTLpaveiag av eival dlamepatn

N OxL.
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Ewova 33 - Etoaywyn Collider ota okadomatio

Eddoov tedewwostl avty n dadikaoio pooOnikng «Colliders» oto ypadikod meptBdilov ta
orola dev elval dtamepatad yivetal mpooOnkn ¢wtiopol oto meptBaiiov.

H dnuloupyla Tou avtlkeipevou xwplc xapaktnplotika «Empty» yivetal matwvrtog de€i KALK.

W EanartampCans aaSant
EverntSystem
B of Canegati 1l
Copy
Paste
Ough: ate
Dwlsts —_—
reoies B | e
(L . » 0
Faverite .y Scripts
Allln b
Al Ma¢ Create Fmgmy
% Cor 1D Otpact
All Bxe o
AN Mat 20 Obgect
AN Moe EMuity
Al Pras
Light
W Assets Ao
¥ AT N
» e Viheo
i Mate u
" - Prefap Camera
bl memnas N PE—

Ewkova 34 - Anutoupyia aVTIKEIUEVOU YWPIC XAPAKTNPLOTIKA
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Y€ aUTO TO QVTLKELLEVO TTOU SNULoUPYNONKE MPOCTEBNKAV OTO E0WTEPLKO TOU Ta «Lights» ta
ormola eival ouolaoTIKA £va avrtikeipevo «GameObject» pe mpooOnkn XapoKTNPLOTIKOU
«Light». MNa va ¢aivovral ol pwTlopol oTto «Scene» EVEPYOTTOLOUUE TOUG GWTLOMOUG amod To
KOUUTTL TTOU €lval KUKAWHEVO LE TIpACLVN SLaypAP Lo OTNV MAPAKATW £lkOva 35 . Ita defla
™mM¢ &Wkovag daivovtat ot  Sduvatotnteg pubuiocewv oL TpeElG UETAPANTEC TOU
xpnotgornowndnkav eivat:

e Type, Point Light.

e Range, to onoio opilel To eVPOG-6laoTacn Tou PWTLOUOU OTOV TPLOSLACTATO XWPO
e Mode, Mixed

e Intensity, évtaon ¢wtlopoL

H tomoB£tnon €ywve pe 1o epyaleio petakivnonc.

Ewkova 35 - ATIEIKOVION QVTIKELIUEVOU LIE XAPAKTNPLOTIKA pwTlouov "Light”

Components

Tu eivat ta «Components» elvat autd mou &ivouve XapPOKTNPLOTIKA OTA OVTLKELHEVA
«GameObjects» mou dnuloupyouvtal. Eival mpokataokeUACUEVO XAPAKTNPLOTLKA TTOU Elvat
TQ TIOLO Kiova TTou Xpnotpomnolouvtal yla dnuloupyila matyvidiwy, onwg yla mapadsypa n
tonoBeoia evog avilkelpévou oto meplBallov mou eival to «Transform» mapakdtw Oa
avadepBolve Ta KUpLOTEPA TtOU XpnotpomnownBrikave. Ta Components mpocBétete o€ Eva
omolodnmote avtikeipevo «Game Object» elval xapaKTtnpLloTKO TNG LNXOVAE KOL O0Ta oTola
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Components mpoodEpovtal ETOLUEC BLBALOBNKES TTPOYPAUUATIOHOU yla AKOUO TILO oUVOETA
XOPOKTNPLOTIKA.

e Transform opileL Tpia mpaypaTa o €va AVTIKELPEVO TNV TomoBeoia , meplotpodn Kat
KAlpaka kotd tnv dnuloupyia evog avtikeipevou GameObject kat dnuloupyeitotl
UTIOXPEWTLKA Yla va uropel va mpoadlopiletal n 6€on tou oto meptBaAilov.

e Collider, ouolaotika Sivel emipAveld OTO QVTLKELUEVO KOl UTMOPEL va OpPLOTEL av
Slamepvarte ) oxL anod tov xprnotn (Trigger). Exel moAAéG Suvatotnteg 600 adopa Ta
OXNLOTA TTOU UITOPOUVE VA OXESLAOTOUVE, OTwG N Suvatotnta MAEyuatog (Mesh) mou
to Collider maipvel To oXUATA TOU AV TO AVTLKELPMEVO £lval Tplodldotarto.

e Script, ouolooTika Snuloupyeital MAAL €va XOPOKTNPLOTIKO TOU QVTLKE(LEVOU TOU
opiletal anod To MPOYPAUUATIOTEL OTIWC yia mapdadelypa va opiloupe petaBAntéc oe
£€va aVTLIKELPEeVO Ty. €i60¢ e€apTAATOC, TUTTIOC, OVOLXTO , KAELOTO, Klvnon XapaKtrpa
pHEoa oto mepPLBANAOV KTA.

e Rigi body, sival £éva TOAU XprOLUO XAPOKTNPLOTIKO OUGCLAOTIKA ELVOL CUVAPTAOELC
dUOCLKAG OTO OmMol0 WUTTOPOUME VO OPIOOUUE PUOLIKA XOPAKTNPLOTIKA OMWC ylo
napadelypa Baputnta Kat yla 1o ocuvOeta mpoPAnpata npoodEépel BLBALoOAKEC
OMWG yla Tmapadelypa mpobrkn SUVAUELG OTO QVIIKEIHEVO Kol TTPpOoOUOLAleL TV
Klvnon ¢ mx. o odaipa.

e Ul-User Interface, sival ovuclaotika Stodldotato Kat lval yia tnv xprion dSnuwoupyia
vpadikoU meptBaAlovtog aAAnAemidpacnc HE TO XPNOTH OMWG KEIPEVA, KOUMTILA
(nevou) , elkOveg KT.A

Ta KupLOTEPA components TTOU XPNOLUOTIOLNOAKOVE OTNV KATAOKEU TOU TIPOCOUOLWTH lval
Ta €ne:

e Collider, dnuoupyia pn dlanepatwyv enidpavelwv

e Transform (umoxpewTLKO)

e Script, dSnuloupyla XOPOKTNPLOTW OE AVTLKELLEVA

e Rigi Body, yla tTnv mpocopoiwaon Kivnong tou xpriotn oto neptBailov

e Ul, yetaBaon mAnpodopiwv kat cAANAEMISPAONG LE TOV XPHOTN UE XPON ELKOVIKWV
XOPOKTNPLOTIKWY OTIWG ELKOVEC, YPOULOTOOELPEG , KOUUTILA KTA.

Mnyaioc Kwbikac (Script)

OL petafAntég omol umnpée n emBupia va umdpyxel mpooBacn amd OAeG TG KAAOCELG
TaflvounOnkav oe EEXWPLOTEC KAAOELG UE OXETLKO OVOUA KAl 0To TEAOC MpooBétovtag tnv
Ag€n «Var» onwg yla mapadelypa «GeneralVar.cs». Eva mapddelypa SNAwong Hiag TeToLog
KAQONG Kal LETOPANTAC ATEIKOVIZETAL OTNV TIAPOAKATW ELKOVA X.
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1 -lpublic class Generalvar

2 {

3

4

5 = public static bool CanvasOn
6 {

7 get { return canvason; }
8 set { canvasOn = value; }
}

10 }

11 |

Ewova 36 - Mapadetyua Snuiovpyiac pta uetaBAntrg ue evuidakwaon "Properties and Encapsulation”.

Me aut tnv HEBoSO yivetal KoAUTEPOG €AeyxoC Twv HeTaBAntwv. Auth n péBodog
xpnowuornoleitat emiong yia kKoAUtepry aocdpolela Sedopévwy. ApKetec TAnpodopleg
avtAnonkav amnod tnv nnyn (Docs Microsoft, 2021).

Kivnon xprnotn oto ypaiko neptBaiiov

MNa tnv kivnon tou Xpnotn oto ypadlkd meplBaiiov. Anuioupynbnke Kwdlkag Tou
oAANAOETILEPAEL LE TO MANKTPOAOYLO KOl TO TIOVTiKL. AnuloupynBnke éva «GameObject», pe
XOPOKTNPLOTIKA aVTIKELLEVOU « Component» Ta omola ival ta €€AG :

e Rigi Body, to omolo TPOCOETEL XOPAKTNPLOTIKA TIPOCOUOLWONG ¢UGCLKNAG OTO
QVTIKELLEVO

e Collider, sival anapaitnto npLv yivel n mpocOnkn tou Rigi Body aAAd kat yla va pnv
Slamepvael ta ypadikd o xpriotng. To oxnua kapouAag Le mpAacivn SLaypAUpLOT TTOU
dalvetal oTnV MAPOKATW £LKOVA 37 OUCLACTIKA ELvaL TO CWHA TO OTMoLo KLVE(TaL 0TO
ypad ko meptBAAAov.

e Scripts, 6uo mnyaiot kwdikeg «FPSMovement.cs» mpoodEpeL TNV Kivnon péoa oTo
vpadkd meplBdAov pe to TANKIpoAoylo. O «FPSLookAround.cs» o omoiog
TEPLOTPEDEL TNV KAUEPA E TO TOVTIKL KAl TtapdAAnAa aAAdlel tnv kateuBuvon TG
Topeiag.
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Ewova 37 - Artewkoviletau to Collider to omolo kiveitat péoa oto ypa@iko meptBailov.

O kwdikag «FPSMovement.cs» €xeL tnv €€ng plocodia. O xpriotng pe ta mAnktpa «W,S,A,D»
Ba kateuBuvetal unpoota(W) , miow(S), aplotepa(A) kot 6e€la(D). Otav matdel To MARKTPO
“Shift” kat mapaA\nia éva mAnktpo kateuBuvong(W,S,D,A) n taxvutnta kivnong auvéavetad.
MNapakdtw anelkoviletal o KwKag e oxOALa otV lKOVa 38.

45

Aompakng EAeuBépLog



EAAHNIKO MEZOTEIAKO MANENIZTHMIO

using UnityEngine;
—public class FPMovement : Monolehavioar
alizatinld] float speed;

gidt rb;
[Sertalizel 1eld] flost sprintMultiplier = 1.5F;

void Start() {
12 I /Ito mputo Frame Oo opioe:r to Rigibody tow avtikeiuswow oty petafidntd rb
rb = CetConponent<Rigidbody»();

14 )
void Update() {
if /M tig€c nov 8o emotpedes n ovvaptnon GetAxisRaw() elvon oo [-1 ewg 1]
1 Juar Snleweys v emzuBovon ucxecivog orouvs sloveg
m float x = Input.Gatiaxisfaw("“Morizootal®™);
21 float ¢ = Input. CethxisRaw("Vertizal®);

ector) movelly « transform.right * = + transform, foruard * 3;
fioat actualSpeed =« speed;

NoAAanpaoine: o actualSpeed yia mo ypnyopn sivnan.
0 16 (Input,GetXey(XeyCode, LeftShife)) |
M actualSpesd *= sprintMultiplier;
0 )
! F/Suvdptnon nEpvey oav pstuflntn tny soveBy
foprmping ouvdptnons rb, MovePorition{new Vector3ix, @, = ));
rb MovePosition(transfore. position « movely . norsalized * actualSpeed * Tlew deltaliss);

Ewova 38 - Kwéikag FPSMovement yta Tt kivnon puéow tou mAnktpoAoyiou

O kwdikag «FPSLookAround.cs» mou amelkoviletal otnv elkéva 39 Sivel Tnv duvatotnta
TIEPLOTPOPNG TNG KAUEPAS OTO YpadLKO MEPIBAALOV KOL TOUTOXPOVA OTAV O XPHOTNG TIATAEL
€va MANKTpo kateuBuvong (W,S,D,A) aAAalel n katevBuvon TNG MopeLag.
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1 using UnityEngine;

2

3 Elpublic class FPSLookAround : MonoBehaviour

4 {

5 [SerializeField] Transform cam; //MainCamera

6 [SerializeField] float sensitivity; //PuBpion svovrcénoiag

7 float headRotation = &f;

3 [SerializeField] float headRotationLimit = 98f; //Opio meplotpodrc otov afova y

g
1@ = void Start()
11 {
12 Cursor.visible = false;
13 Cursor.lockState = CursorlLockMode.Llocked;
14 }
15 = void Update() {
16 //0plopdg peTaBAnT@v X Kal y , Tou oplfouveE Tnv WPETABANTI MEploTpodric OTOUC aQvTlOTOLYoUC GEoveg
17 F/Input.GetAxis("Mouse X") , n 6£on Tou MoOvVIlKloU OTOV afova ¥ KOl QVTLOTOLlXa Y1@ ToV ¥
18 f/Time.deltaTime, sival o ypdvog sxkTEAeong Tou frame
19
28 float x = Input.GetAxis("Mouse X") * sensitivity * Time.deltaTime;
21 float y = Input.GetAxis("Mouse ¥") * sensitivity * Time.deltaTime * -1f;
22
23 /f Av n peTopAnTh gival false Aeitoupysi n mepioTpodn
24 = if (!GeneralVar.CanvasOn)//H petapAftn CanvasOn yivetal true kafs fopd mou aviyel Evag canvas.
25 {

26 Cursor.vizible = false; //0 képoopog ToU MOVIlKlou G2v sival opatdg

27 Cursor.lockState = CursorLockMode.Locked; //KAs18uveEl o KEpoopag

28

29 /{Meplotpddn otov dfova x , ywplg opio

38 transform.Rotate(@f, x, 8f);

31

32 /{Mepiotpodr otov dfova y pE oplo TAv pstapintrh headRotationlimit

33 headRotation += y; //Opiopog pstafAntng

34

35 = [**

36 #* OploBETtnon pETaBANTAC: We TRV ouvdptnon Mathf.Clamp(pstaBARTh,EAay1oTo 0plO, WEYLOTO OpLO)
7 * QuglaoTika SEV MEPVEL T1PEC =Ew anmo T Opld MOU EXOUVE OploTsi

38 .

39 headRotation = Mathf.Clamp(headRotation, -headRotationlLimit, headRotationLimit);
48 cam.localEulerdngles = new Vector3(headRotation, @f, 8f);
41 ¥
42 /fZe mepimtuorn true Ssv Asitoupysi yila va pmopsi o YpfoTng pE Tov KEpoopa va Matnosl ta Button oro Canvas
43 = else if{GeneralVar.CanvasOn)
44 {
45 Cursor.visible = true; //0 képoopag TOU MOVILlKloU £ival opatog
46 Cursor.lockState = CursorLockMode.MNonej //ZekAZ18uveETol o képoopacg

7 h
43 H
49 i

Ewova 39 - Kwéikag « FPSLookAround.cs» e oxoAwa emeéniynong

‘Eva GAAO XOPOKTNPLOTIKO TIOU €XEL O TOPATMAVW KWOLKAG €lval OTL Otav n HetafAnti
«GeneralVar.CanvasOn» otav yivetot aAnOi¢ «True», TaywWVeL n MEPLOTPOPH TNG KAUEPAC UE
TO TIOVTIKL KOlL 0 XPOTNG MIopEl va KlvnBel mAéov HOvVo e To MANKTPOAOYLO. AvticTolya otav
yivetal Peudng «False», unopel va meplotpédel n kapepa. Mo tnv meplotpodn TNG KAUEPAS
TIPETEL VAL KAELOWVEL 0 KEPTOPAG oTNV 0006VN (Ypapun 27) Kot va unv elvol opatog (VPN
26). Otav Aoumov avoiyel évag «Canvas» Ba MPETEL O XPOTNG VA UIMOPEL VO KLVIOEL TOV
KEpoopa atnv 086vn(ypapun 45) kat puotka va eivat opatog (ypapun 46) yla va unopet va
OAANAETULOPACEL PE QUTOV.
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Anutoupyla evoc Canvas kat aAAnAenidpaon tou xpriotn Ue aQuTov.

Ta «Canvas» xpnotpomnotndnkav Kupiwg yla aAAnAEmidpacn Tou Xpron UE TOV TPOCOUOLWTH.
Onw¢ vy mopadelypa TNV €Kkivnon ovtAwv. Ouowootikd eudavilel  otolyeia
oAAnAenidpaonc tou xpriotn «User Interface». Ta omola amoteAoUvTol oo VP LATOOELPEG,
KOUUTLA «Buttons», elkOveg kot aAAd otolxeia popdomnoinong touc.

MNa tnv dnuoupyia VoG AVTIKELLEVOU PE XOPOKTNPLOTIKA «Canvas» matwvtag Se€l KALK kalt
eméyovtag «UI>Canvas» dnuiloupyeital €vag «Canvasy.
‘ BurnerLampCanvasScript

P ¢ CanvasSTG
b 4 CanvasFeedWater

» . Lights
O Text
Copy Text - TextMeshPro
Paste Image
Rename RawImage
Duplicate Buttdn
Delete Button - TextMeshPro
Toggle
Select Children Slider
Select Prefab Root Scrollbar
Create Empty Dropdown
3D Object > Dropdown - TextMeshPro
2D Object > Input Field
M Effects > Input Field - TextMeshPro
reate *| | Light > Canvas
(‘:?_;A" " Audio > Panel
gf:ﬁ::: L Video > Scroll View
ul > Event System
!_A-ss: Camera I

Ewova 40 - Anuoupyia "Canvas"

Autog o «Canvas» xpnoluomnolfnke ocav mpotumo apd dnuoupynbnke éva «Prefab Assets»
ylati XpELAOTNKE MAVW amod pio ¢Opa OTOV MTPOCOUOLWTH TTou UAomolBnke. Apd Aoutov
O£PVOVTAG TO QVTIKE(HEVO Tou SnuloupynBnke otov ¢akeho «Assets» kol oe €vav
onolodnmote unmodakeAd Tou dnpoupyeital avtopata to «Prefab Assets» pe 1o dvoua
«Canvas» . Onwcg ¢aivetal oTNV MAPAKATW kova 41.
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Ewova 41 - Anuoupyia "Prefab Assets"

MNatwvtag Vo popég oto avtikeipevo «Canvas» i g€l KAk katl «Open» To omolo BplokeTal
otov dpakeho «Assets» daivetal otnv mopamavw ewkova 41 pe BEAog. Oa avoifel Tto
QVTIKE(UEVO HEPOVWUEVA KaL Ba amelkovileTal OMwE 0TNV MAPAKATW ElKOVa 42.

Ewkova 42 - Meuovwuévo neptBaidov eneéepyaoiac evoc "Prefab Assets"
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Natwvtag el KAk Kat emAéyovrag «Ul» prmopouv va dnuioupynBouv diadopa avtikeipeva
HE XOPOKTNPLOTIKA. ApXLKA TIPETEL va SnuioupynBel to «Panel» ou cav €0WTEPLKA TOU
avtikeipeva Ba eival onwg «Text», «Buttons» ,«Image» ktA.. H teAwkn Siapdpdwon
OUMELKOVLIETAL OTNV TTAPOKATW ELKOVA 43.

Ewova 43 -Mapadeyua evog “Interface” yla tpeic avtAiec

Edbdoov uhomolBnke o «Canvas» WOG oAV TPOTUTIO TTAEOV, UMOPOUUE GEPVOVTOG TO OTNV
oknvn va dnuwoupynooupe €va avtiypado tou. MNatwvrtag de€i KAk Kal KAvovtog Tnv
Stadikacia «Unpack Prefab» Snuiwoupynbnke éva véo avilkelpevo pe akplpwg HE Ta Sla
XOPOKTNPLOTIKA Xwplg va emidépel aAlayEg anod To nmpotumo «Prefab Assets», To omolo Ba
enefepyaoTel yla to cuotnua tpododoaiag vepol tou AEBNnTa.

Itnv ouvéxela Ba avadepBel nmwg dnuoupyndnke n aAlnloemibpacrn He To cuoTNUA
tpododoaciag vepol otov AEBNTa. ITNV MAPAKATW ELKOVA AMELKOVIETAL TO CUCTNUA LE TLG
TPeiG avTAleg KaL tnv de€apevn).
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Ewova 44 -To auotnua tpopodoaiac vepou otov AéBnta ato neptBaAdov tng Unity 3d Editor.

21O MPWTO QVTIKELUEVO OTNV Lepapyia TPooTéBnKe To xapaktnpLoTiko «Sphere Collider » pe
Vv WLoTNTA Tou eTUAeyUévn «ls Trigger» (true). AnAadn va to Stamepvolv aAld aviikeipeva
He MPoOoBeTo xapakTnplotiko «Collider».

To mpOoBEeTO XapaKTNPLOTIKO «Script» pe to dvopa «CanvasEnterExit.cs» dnAadn o kwdikag
avaAapuPBavel tv epdavioel tou «Canvas» mou eMBUUOUUE va gpdavioTel avaioya To
oloTnUa. Autog o «Canvas» SnAwvetat otnv LeTaBAnTA «panel» Tou mapakdtw Kwdika. Oa
UMopoUoE va opLloTel Eva AAAO OTIOLOSATIOTE AVTIKE(UEVO OTNV LETABANTH.
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Ewova 45 - Kwéikag "CanvasEnterExit" epgpavilet omolodnmote avtikeiuevo mov SnAwvetat otnv uetabAntn panel

Otav dnuloupynBnke n kivnon tou xpnotn oto ypadiko meplBAAlov MPooTEONKE Kal Eva
«Collider Capsule». AuTO AOUTOV OUCLOOTIKA €ilval TOU €EKTEAEL TIC OUVOPTAOELS

«OnTriggerEnter» kat «OnTriggerExit» katd tnv €lcodo n £€£060 Tou OTNV TEPLOXN TOU
«Collider» mou eival Stameparto.

YrnievBupiZetal otL étav o xpnotng pnaivel otnv neptloxn tou «Collider» evog cuotriuatog yla
napadelypa tpododoacia vepou AEBnTa Umopet TAEOV 0 XPrOTNG VA KLV CEL TOV KEPOOPA TOU
TIOVTIKLOU oTnV 060vn Kal TauTtoXpova TAyWVEL N MepLoTpodn TNG KAuepag . Etol elval
Suvatov n aMnAenidpaocn pe éva «Canvas» f éva «User Interface (Ul)». Av o xprotng

erBupei va puyeL amod autrhv tnv nteploxrn tou «Collider» eivat Suvatdv povo pe tnv kivnon
Tou TANKTpoAGyLou (W,S,D,A) .
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Ewova 46 - Optouog uetaBAntric panel ue to avtikeipevo "CanvasFeedWater"

H emloyn t¢ petaBAntng «Panel» yivetal pe tov €€ng tpodmo. MNatwvtag TNV TeAEla ov
ONUELWVETOL UE KOKKLVO KUKAO OTNV Tapamavw elkova 46 , Ba epdaviotel to mapadupo
«Select Objects» kat otnv omola HeTaPANT) TMPOOTEONKE TO OVTLKEIHEVO HE Ovopa

«CanvasFeedWater» 1o omoio sivat kat 0 «Canvas» yLa To CUYKEKPLUEVO CUCTNUA.

Aompakng EAeuBéplog
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5 0,

X 2

1 - 1lect
3 using UnityEngine;
4 using UnityEngine.UI;
5
6 Slpublic class FeedWaterlampsCanvas : MonoBehaviour
7 {
8 public GameObject lampl,lamp2,lamp3;

public Text textl, text2, text3;

= if (FWVar.Pump3)

11 J/f Update is called once per frame

12 = vold Update()

13 i

14 = if{Fevar.Pumpl)

15 i

6 lampl.GetComponent<Image>().color = new Color32(45, 255, @, 255);
17 textl.text = "Iz Aeltoupysia”;

18

9 = else

28

21 lampl.GetComponent<Image>().color = new Color32(255, @, 33, 255);
237 textl.text = "Is avapovi";

23 3

25 = if (FWvar.Pump2)

26 {

27 lamp2.GetComponent<Image>().color = new Color32(45, 255, @, 255);
28 text2.text = "Iz Aeltoupysia”;

30 = else

31

32 lamp2.GetComponent<Image>().color = new Color32(255, @, 33, 255);
33 text2.text = "Iz avapovi";

34 3

35

38 lamp3.GetComponent<Image>().color = new Color32{45, 255, @, 255);
39 text3.text = "Iz Asitoupysia”;

4a T

41 = else

42 {

43 lamp3.GetComponent<Image>().color = new Color32(255, @, 33, 255);
44 text3.text = "Iz avapovi";

45 ¥

46 1

47 3

Ewova 47 - Kwdikac FeedWaterLampsCanvas Tpomomnolel Ta avTikeiueva mou opilovtal oti¢ UETaBANTEG 8 kat 9 ypouun
KWoKAL.

TNV mapandvw elkova 47 ¢aivetal akopa Eva MPooBeTd XapaKTNPLOTIKO 0 Kwdikag «Feed
Water Lamps Canvas.cs», 0 onolog aAAAZeL Ta XapaKTnpLoTikad Tou «CanvasFeedWater».

TG petaPAntég «lampl,lamp2,lamp3» ypapun 8 dSnAwvovtal Tpia avilKELUEVA TTOU OTNV
TEPLIITWON AUTA Elval AVTIKELPEVA LE XAPOKTNPLOTIKO « Image». Tpelg akoua oL «textl, text2,
text3» n omoieg avadEpouv av eival oe Aettoupyeia i OxL oL avtAieg. H phoocodia tou kwdika
elval va deixvel otov xpriotn av ol avtAleg eival og Aettoupyeia i OxL e XPioN €LkOVACS Kol
ypappata, va aAAAlel TV kataotoor Toug To onoio Ba e€nynBel mapakdtw. ZTNV MAPAKATW
€lkova 48 amelkoviletal o Tpomog Asttoupyiag.
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Ewkova 48 - Suotnua tpo@odoactag vépou AEBnta, aAAnAemtidpaon xprnotn Ue auto.

Edbdoov o xprotng nmatnoe «EKKINHIH» otnv avtAia 1 kat 3 kat evwow n avtAia 2 dev
SouAeUeL umoBeTika, n katdotaon tou «Canvas» aMate avtiotoa Onwg daivetal otnv
€lkOVa 48 mapanavw.

O xpnotng otav matdel aplotepd KAK og éva «Button» omwg yia mapddetypd «EKKINHIH»
Ba pEMEL vaL OpLOTEL TTOLO cUCTNMA €lval Kot Tola avtAla. Autd yivetal pe tnv Borbesla tou
KwdLka «Buttons.cs». AnpLoupyndnke €va avTLKEIWEVO 0TNV OKAVN LE Ovopa «ButtonScript»
KOl TTIPOOTEBNKE AUTOC O KWALKOG 0aV XAPAKTNPLOTLKO TOU.

Otav emléyetal éva «Button» n Unity 3D Sivel Tnv duvatdtnTa va OpLOTEL HLa cuvAPTnoN
otnv napapetpo «On Click()» kat va ekteAeital étav matiétal to «Button». Itnv elkéva 49
€xeL emhextel 1o «btnStartPumpl» .Oploape cav kwdika tov «ButtonScript.cs» amd to
avTlkelpevo «ButtonScript» o omoiog mpootédnke oe autd. EmAéyetal n ouvaptnon
«FeedWaterPumps ()» o€ autrv Tnv nepimtwon.
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Ewova 49 - Mpoadrkn ouvdptnong o€ eva “Button” atnv napauetpo On Click()

H ouvdptnon emAéyetal matwviag oto onueio tpia (3). Av bev €xeL oplotel kamola
ouvaptnon tou kwdika Ba Aéel «No Function». H &wadikacio emhoyng ocuvdptnong
QmeLKoViZETalL 0TV MopakATw €lkova 50.

o |®sbtnStartPumpl (Image) |
boel enabled | |f
S I—
bool raninEdithlode I *
string tag gg
bool useGUILayout :

. o L
BroadcastMessage (string) 0.1
B
urner . [Autnmatic =]
Cancellnvoke (string) [ T ]

Cancellnvoke )
FeedWaterPump ()

InformationCanvasLoad ()

~ Mo Function

SendMessage (string)

SendMessagelpwards (string) GameOhbject >
StepAllCoroutines () Transform » G =
StepCoroutine (string) Buttons L I

Ewkova 50 -Tpoadrikn cuvaptnong “FeedWaterPump()”
Edbbdoov emhéxtnke n ouvaptnon «FeedWaterPump ()» Otav MATIETAL TO GUYKEKPLUEVO
«Button» Ba ekteAeltal N cUVAPTNON KAL N XPNOLLOTNTA TNG AVAPEPETAL TTAPOKATW.
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1o Kwllka «Buttons.cs» €XEL OUVOPTHOELG YL QVTLOTOLXO. CUCTAMOTO OMWC KAUOTHPEC,
avtAieg Almavong kat tpododociag vepou AEBNTa. ITnV MOpaKATW €Kova 51 avadépetal n
ouvaptnon «FeedWaterPump ()» ywa to ovUotnua tpododoociag vepol oto AéBnTta.
AvadEpovtal oXOALa oToV KwLKA YL TNV KAAUTEPN KOTOVONGT) TOU.

bring nitytagine
{9y Ergine, Puamtsystons

Ewova 51 - Kwéikag "Buttons" n cuvdptnon FeedWaterPump

Ta mapandvw mou avadepbnkav €ylvav Kol oTa QVILOTOLXOL CUCTAUATO TIOU TIPETEL val
oAAnAoemdpaacel o xprotng. Asv Ba eixe vonua va avagpepBouv ylati éywve akplpwg n dla
Sladlkacia pe ta mpoavadepopeva otov kwdlka «Buttons.cs». Anuoupyndnke pa
avtiotolyn ouvaptnon yla kabe cluotnua ya KoAutepn Staxeiptlon. Mo mapadelypa yLo Toug
Kauotnpeg Snuwoupyndnke n ocuvaptnon «Burner ()» OMwg amelkovileTal 0TNV MAPAKATW
€lkova 52.

57

Aompadkng EAeuBéplog



© “/" i EAAHNIKO MEXOTEIAKO MANEMIZTHMIO

M. CurrentSelactadameldiect

rase ),

i o . Na0ae

Burner2 = false;

. sfmeb jact nans -

Ewova 52 - Kwéikag "Buttons.cs" kat n ouvaptnan Burner() yia to cUotnud Kauotipwy

Ouolaotika n aAnAenidpoon tTou Xprotn HE TOV TIPOCOUOLWTH YIVETAL UE TOV KWK

«Buttons.cs».

Kataokeun pevou mpooouolwth

Me tnv BonBela twv xapaktnplotikwyv «User Interface (Ul)» Ba SnuioupynOel to pevoul tou
T(POCOUOLWTH. AnuLloupynBbnke apytkd évag «Canvas» o€ pLo VEa oknvr] «Menu», o omoiog
amnoteAeital ano pla elcodo mou BAaleL 0 XprioTNG TO OVOLLOTEMWVU O TOU Kal Tpia «Buttons»

Ta omola ivat Ta g€NG:

1. Zevdpula, doptwvel pla okAvn tnv «MenuScenario» , n omoio amaptilel ta
TIPOKATOOKEVOOUEVA CEVAPLA UE ovopaoia kat meplypadn. Natwvtag oto «Button»
Ba GOPTWVEL N OKNVI UE TO AVTIOTOLXO OEVAPLO.

2. NAnpodopieg, anaptilel TAnpodopleg yLao TOV MPOCOUOLWTH.

3. 'E€0d0¢, KAelvel TNV edappoyn

Matwvtag oto avtkeipevo «Canvas» epdavilovral oL mapapeTpol pubuicewy ota de€ld. 2to
XapaktnpLotikd «Canvas» otnv emloyn «Render Mode» emAEXTNKE N MOPAPETPOG «Screen
Space - Overlay». Autd yivetal yla tnv oploBetnon tou «Canvas» o€ OAO TO €UPOG TNG
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Kapepac. H dwrtoypadia mou sivat otnv micw oYPn Snuloupyeital amo To XAPAKTNPLOTLKO
«Raw Image (Script)» matwvtoag tnv emhoyn «Texture». EMAExTNKE N dwtoypadia and tov
dakelo «Assets». O «Canvas» 0 omoilog dnuoupynOnke yLo To apxLkd pPevol amelkoviletal
OTNV MOPOKATW £LKOVA 53.

AT o S BT 4 ] < FTT S

[ PSR S ————

e M et (i iy

Ewova 53 - Anutoupyio apxtkoU UEVOU

Eddoov Slapopdpwbnke o «Canvas» oplotnke Tt Ba kavel kaBes «Button» pe tnv orBela tou
kwbka «LoadScene.cs». EToL Aoumov dnpoupynBnke éva «Empty» avTikeipevo otnv oknvn
He ovopa «LoadScene» Kal MPOOTEBNKE GOV XAPAKTNPLOTIKO TOU 0 KWLKAG. TO AVTLKELUEVO
PooTEDNKE otnv mapapetpo «On Click() » katl emAéxtnke n cuvaptnon «Menu_Scenario»
Tou KWOKa. YrevBuuiletal otL autr n Asltoupyla gival OTL OTaV TATAEL APLOTEPO KALK O
XPNOTNG TO CUYKEKPLUEVO «Button» exteAeital pia cuvaptnon.
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Ewova 54 - Eloaywyn KwoKa Kol ouvaptnong otnv napdauetpo On Click()

O kwdikag «LoadScene.cs» TMEPLEXEL TIC CUVOPTAOELG TTOU GOPTWVEL TLG OKNVEC YLAL TO LEVOU
Kal Ta oevapla. H Unity 3D pe TLG £TOLUEG CUVAPTAOELG TNG KABLOTA TNV aAAayr) OKNVAG ML
e€alpetika anAn dtadikacia. O KWSLKAG ameLKOVIZETAL OTNV MAPOKATW £LKOVA 55.

] bning Unityfrgine;
waing Unityfngline ScensMansgesent |

publtc cimmy site e " et
{

public vold enitSisulatond)
{
Debug . Lopl "Exit )3
JAUEL() /AR vey oy sboguoy
)
1 POLLC vald test scmmaring)
(
! anaflanager . LoadScane (“TEST"); Tuv Opropo sivert 1o owopd tng awmwh
)
i punlic vald Menu_Scemariof)
(
LoadScane ("M Scanarin®)]

)

Ewkova 55 — Kwéikag «LoadScene.cs»

Itnv ypauun 17 tou kwdlka GOPTWVEL TNV OKNVN N onoila TEPLEXEL TA CEVAPLA TOU
TIPOCOUOLWTH Kal ard kel GOPTWVETAL N OKNVN ToU KABOe oevapiou. To avTioToL o £YLVE Kal
OTNV OKNAVN UE Ta OEVAPLA OTIOU GOPTWVETAL LA OKAVN KL UE TO TIATNMO €VOC «Button» pe
TNV avtiotolxn cuvaptnon GopPTWVEL N oKNVN).
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Anutoupyla Sevapiou

Edooov €xoupe oploel Ta cuoTpaTa MaG Kal TG Asttoupyeieg toug Ba dnuloupynBel éva
oevaplo Baon avtwv. Ta cuothuata eival Ta €€NC:

e TpodoboTikEG avtAieg vepou AéBnTa

e Kauotnpeg AéBnta (6uo)

e AvtAieg mpoAinavong kat Aimavong atpootpoBilou

e AvtAieg vepou yia tnv Puén Tou glaiou Almavong Pe eVWOAAKTN

Kata tnv Slapkela uAomoinong Tou Tpocopolwtr Snuoupyndbnkav KwOIKEC oL omoiol
TIEPLEXOUV UETABANTEG OMwWC TpoavadEpOnke otnv umoevotnta «Mnyaiog Kwdikag». Itnv
TIOPOKATW ELKOVA 56 amelkovilovral.

EISONSDIEg) B Froject
| Create ~| Q |4 [N [ X |17
¥ (& Prefak & Assets > Script > Var
g Bur « BoilerVar
vl car « BurnerVar
[=*4t S Fwvar
i Fee M Generalvar
> Q Materiale | & LubCoolvar
G Prefabs & Lubvar
v G Scenes « STGVar
&8 Menu Mvalvesvar
v &8 Script
&8 Menu
&8l opera
&8l Player
£ Scena |
DERNTE v o Assete/Serint/Var/STGVar.os Or—

Ewkova 56 - KWEIKeG e meplexouevo UetaBAntés yia kade avotnua éeywplotda

MNna nmoapadelypa o kwdika «LubVar» meptéxel petaBAntég yla to cvotnua Almavong tou
atpootpofilou. Ot petafAnTég eival Kuplwg yla TG avtAieg av elval o Asettoupyeia 1 oxL.
Itnv Snuloupyla oevaplwv xpnotpomnotndnkav Kupiwg AUTEG oL HETAPBANTEG. ITNV MAPAKATW
€lKOVa 47 anelkoviletal 0 KWHLKAG TTOU TEPLEXEL TIG UETAPBANTEG.
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Ewova 57 - Kwbikag "LubVar" nepiéxet puetaBAnteg tou ouotruatoc Aimavang tou atuootpoBilou
AnpoupynBnke €va avrtlkelpevo otnv oknvn HE Ovoupa «ScenariolScript» oto omoio
TPooTEONKE 0 KWdLKaG «Scenariol.cs» ooV XOPOKTNPLOTIKO OVTLKELUEVOU. AUTOG O KWOLKAG
eAEyXEL TNV AOYyLKN TOU oevapliou.

Aadikaola «Build»
H Stadikacia «Build» glval to KTioLHO TpooopoLWTr- Edappoyr) O eKTEALCLUO apXElo yla

OUYKEKPLUEVO AELTOUPYLIKO cUOTNUA. YITAPXOUV apXlkA SU0 YEVIKEG ETUAOYEG KTLOLATOC, N
uia etvar «Build» kat «Build and Run». O oknvég «Scenes» €xouv uAomotnBel kat yla va

npooteBolV oTo KTLoLO yivetal amnod tnv erthoyn «Add Open Scenes».

Aompadkng EAeuBéplog
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KedaAaio 4

O NMPOCOUOWWTAG
H edappoyn anoteAsital amo ta mapakAatw apxeia onwe paivovral otnv lkova 58.
[T wrmdetion Butd . & 'l

Mesnidiordngl dge | “
Semulme Date ‘ )
.Q Lemlone
o Une,Cametendent
Une @le e b
Chnbul sevefreme Al

Ewkova 58 - Ta otolyeial oo TNV EYKATAOTAONG TNG EQUPUOYIC.

MNa va tpé€el n epapuoyn matdape to «Application» pe 1o ovopa «Simulator». Tpéxel n
epappoyn kat epdaviletal To mapabupo Tou AMELKOVIIETAL OTNV MOPAKATW ELKOVA 59.

Semubator Condiparetion

Grapheer gt

Soeen resolton 3680 & TS0

Gwras qualy Medm

Sedect vorna Deplay §

Ewkova 59 - Mapadupo puBUicEwY QapuUoyIg.

Mpoteivovtal oL PoeTIAEYUEVEG PUBULOELG OTIWG ameLkovilovTal oTnV MopamAvw £lkova 59.
MNatwvtag to «Play!» tpéxel tnv epapuoyn mou vAomowndnke . Epdaviletal to pevou tou
T(POCOUOLWTH.
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Ewkova 60 - ApYLKO LEVOU TIPOTOUOLWTI) KOl KATAXWPN O OVOUNTETWVUUOU

Apxlkd o Xpnotng Ba TPEMEL va ELOAYEL TO OVOMOTEMWVULO TOU KOL Va TATAOEL
«KATAXQPHZH» yla va oplotel To ovopatenwvupo. Enetta natdel oto «ZENAPIA» kat adou
eudaviotolV Ta oevapLa, ETAEYEL TO OeVApPLO TIou emtBupel. Otav yivel auto Ba epdaviotel
10 YpadLKO TEPLBAAAOV TOU TIPOCOUOLWTH OMWG ATELKOVIIETAL OTNV MOPAKATW ELKOVA 61.
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Ewova 61 - Eugaviletal to ypopiko neptB8aAlov kata tv elcodo tou xprotn.

AAANHANAENIAPAZH ME ZYZTHMATA KAI EEAPTHMATA

Ta cuothuata Kol Ta €faptripata ota omoila UMopel o xpnotng va oAAnAemiSpdoel,
nepléxouv €va «Point Light» pe mpdcwo xpwpa ota omoia o xprnotng otav mAnolalel
oAnAoemibpdel pe avta spdavifovrag £va «User Interface». H meploxr) aAnAenidpaong
elval pe To mpaotvo dpwe OMwE amelkovileTal oTNV MAPAKATW ELKOVA 62.
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Ewkova 62 - 3T0 mpaotvo pws 0Tav o xpHiotng to mAnotalet tAANAOEMISPAEL UE TO CUOTNUA.

Yriapxouv TETOL CNUELQ KL OTA UTTOAOLTIL QVTLOTOLYOL CUCTAATA Kat e€aptrpata. Etol otav
0 XpNotng mMAnolalel ta cuotipata r e€aptipata aAAnAoemidpael He autd Kat epdaviletat
€val OXeTIKO «User Interface» tou cuotrpatog. Eva TETolo eival Tou Kauotnpd onwe daivetat
OTNV MOpaKATw €lkova 63. Matwvtag o xpnotng «EKKINIH» 1 «KPATHIH» Ba opileL av o
Kauothpag elval o€ Aswtoupyeia n oxt avtiotowa. Ita &efla daivetal €va avtikeipevo
«Slidebar» omou o xpotng opileL TNV LOYXL TOU KAUOTAPA.

XA

WPATHL

Ewkova 63 - AAAnAentidpaon ue tov kavotrpa "User Interface”
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Evypadn kivhong tou xpriotn

H ouykekplpévn Aettoupyia MPoodEPEL OTOV EMITNPNTH TOU XPHOTN VA KAVEL eyypadn thv
Klvnon Tou XpnoTtn Kol EMELTA amelkovion oto (8lo to ypadikd meptfariov. O Kwdikag mou
xpnowlomnow)tnke yla tnv eyypadr TwV KWNOEWV TOU XPNOTN avaktnbnke omo tnv
lotooeAiba «GitHub» oTtov TIOPOKATW ouvdeopo
«https://github.com/ElmarTalibzade/GhostRecorder».H OUYKEKPLUEVN epapuoyn
SnuoupynBnke eldika ywa épya oto Unity 3D kupiwg yla tTnv gyypadn kot emavaAnyn
KLvnong evOG OVTLKELLEVOU [E KUPLA OTOLXELA AVTLKELUEVOU TNV TomoBeaolia.

TNV MapaKATW £lkOva 64 amelkoviletal to «User Interface» tn¢ Stadikaoiag eyypadng kat
eMavAANPNG. ZTa APLOTEPA TNC ELKOVAG EUPAVIIETAL TO KOKKLVO ONUASL eyypadnc OTav KAVEL
gyypadn. To mpaacivo otav ylvetat emavalnPng eyypadng kat ta avtiotolya «Buttons» yia
™V aAAnAenidpaon.

Matwvtag to ANKTPO «R» 0To MANKTPOAOYLo yiveTal n aAAnAemnidpaon pe to «User Interface»
kat Sivetat n Suvatotnta eyypadng kat emavainPnc tne kivnong Tou xpnotn.

Ewova 64 - "User Interface" eyypapnc kot emavaAning kivnong tou xpnotn oto ypa@lko rept8aiiov

MNatwvtag «Ekkivnon Eyypadric» to mpoypappa anobnkelel tnv Tonobeocia Tou Xprotn oto
vypadko mepBAAlov avad KopE Kal EKEL OMOU UTIAPXEL EMLOUUIA TTATWVTOCG TO «ZTOUATN A
Eyypadnic». AmobnkeVUeL MPOowWPLVA TNG CUVIETOYHEVEG omoU KlvBnke o XPHotng oTto
vpadko meptBarlov . “Emelta otav matnBeil «Ekkivnon emavaAnyng» Ba epdaviotel pa
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KA ouAa pe Stadavo ykpLxpwia Kot Ba EEKLVOEL VO KLVELTOL OTLG CUVIETAYUEVEC TOU XPHOTN
TIou €ywve n eyypadn. Alvetal n Suvatotnta oTo TMPOYPAUHO AUTO va OPLOTEL O XPOVOC
EYYPADNG. ITNV TEPITITWON AUTH €XEL OPLOTEL OTO €va Aemtd Siapkela. KabBe véa eyypadn
oBAVeL TNV mponyouEevn.

Ewkova 65 - Kaouda mou avtimpoowrteveL TOV xprioth yla Ty enavainyn kivnong tou oto ypapiko reptBaiiov

TO OUYKEKPLUEVO TIPOYPAMUA EXEL TO MELOVEKTNUA OTL TIG CUVIETAYHEVEG TOU XPNOTN OTAV
Kveltal oto ypadiko meptBaiiov TG anobnkelel og pla mpoowpwv B€on pvAung kot dev
elval SlaBéoiueg otav dnuiloupynBet pia véa eyypadn r otav KAeloeL n epapuoyn.

Zevapo 1

MNa tnv dnuioupyia cevapiouv dnuiloupyndnke pLa véa «Scene» pe ovopa «Test_Senario_1»
otnv Unity pe 6Aa ta oTolxela Tou €XOUVE TIPOKATAOKEUAOTEL. Ta MPOOOEeTA AVTLKEIMEVA O
QUTH TNV oKNAvN gival To «SenariolScript» pe MPOCOETO XAPAKTNPLOTIKO OVTLKELLEVOU TOV
Kwoka «Senariol.cs». O KwWSIKAG elval AUTOG Tou eAEyXEL TNV AoyLKN TOoU ogvapiou.

ZTNV MopakAtw £LKOVA 66 amelkovilovtol aUTa Ta oTolxela e KOKKLVN StaypdupLon.
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Ewova 66 - Mpoodeta atolyeia yio to oevapto 1

To ogvapLo €va sival pLa oTolxelwdn MPOETOLLACLA yLa EKKivNOn €VOg atootpofilou.
H Aoylkn Tou cevapiou €xeL TNV avadepOUevn OeLpd Kal elval n €EAG:

Exkivnon Vo tpododotikwy avtAlwy vepou AERNnTa.

Exkivnon 800 kavotipwv tou AéBnTa.

Exkivnon &Vo 1 pag avtiiag Aimavong atpootpofilouv.
Exkivnon piog avtiiag Puéng Aadlou Almavong atpootpofilou.
Kpikog apyng meplotpodng atpootpoBilou.

vk wnN e

OuoLaOTIKA 0 XPHOoTNG Ba PEMEL va. UNOTIOLAOEL TLG TTAPATIAVW EVIOAEG UE TNV oglpd. Otav o
XPNotng oAokAnpwoel tnv Stadikacia Ba €xel mepaoel To oevaplo pe emtuyia. MNa kabe
odAApa TTOU KAVEL 0 XPHOoTNG epdavileTal amotuyia oTo oevapLo.

TNV MOPOKATW €lKOVA 67 ota Sefld amelkovilovtal Ta UTIOCUCTUATO O TL KATAoTooNn
Bplokovtal. Auta eival Ta g€nc:

NéBntag:

e Kauvotnpeg
e AvtAieg tpododoaiag vepou AéPnTa.

Atpootpopilog:
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e Kpikog apyrig meplotpodng
e AvtAiec Aadlov
e AvtAieg Puénc Aadlov

Ewkova 67 - Alteikovilel ta ouaTiuata o€ Tt Kataotaon Bpiokovral ota Seéia

Juunepaopata

O MPOCOUOLWTHG IPOCHEPEL OTOV XPHOTN TOU TNV EKMALSEUCN KaL TNV €OLKELWON TOU LE TOV
XWPOo TNG eykataoctaonc. MNa mapddewypa, av o xpnotng &ev €xel Bpebel €ava otnv
gykataotacn Ba pnopouoe va €0IKELWOEL Pe autrv pLv BpeBel oTNV MpayUATIKY.

JTO TPOOOMOLWTN TIOU KOTOOKELAOTNKE Onuloupyndnkav efopxng ta oxedla g
gykataotacnc. Mo pia mpaypatikn eykataotaocn gv Ba Tav avaykaio auto, epocov To TLo
mbavo Ba ntav ta oxéSla va MpolTRpXaV Kal €ToL 0 XPOVOG €pyaciag mou armatteital
HELWVETAL OPKETA. Ta AOYLOULKA oXeSLAGHOU TIoU Xpnotponolndnkay eivat dtadedopéva oe
OXESLOOHO BLOUNXAVLKAG EYKATACTACNC TTAPAYWYNS NAEKTPLKOU PpEUUATOC.
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Je por e€eAypévn popdn tou mpooopolwty Ba umopouvcav va xpnolpomolnfoluv ta
akoAouBa:

e [lpocOnkn NXNTKWV epé

e Anuloupyia evO¢ CUCTAUATOG aPAKOAoUONGNG TOU XPHOTN I TEPLOCOTEPWV ATIO £Va
HOVLTOp 0To omoio Ba Bploketal o emtnENTAC.

e Auvatotnta £(0060U MEPLOCOTEPWY XPNOTWV OTOV TIPOCOUOLWTH TApAAANAQ HECW
€vo¢ Slakoopntr oto Stadiktuo.

e BeAtlwoel TnG kataypadns aAAnAemidpacewyv my. e€aywyn o€ €yypado KELLEVOU.

e OuWofevia tou mpooopolwtr oe dtakoountr oto Stadiktuo to omoio Ba Sivel to
TIAEOVEKTN MO OvaBaBUicEwWVY KoL AMOUAKPUCGHEVNG CUVOEDNC.

OewpnBbnke OTL 0TO TAQIOLO MpLAC SUTAWMATIKAG epyaciag to emimedo NG mopoucag
TIPOOOUOLWONG EMITEAEL EMOPKWC TOV OKOTIO TNG.
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