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Abstract

The aim of this thesis is to set out the procedures to create a modern game, from the
earliest stages of model and environment design patterns to programming and creating the
executable file. During this thesis, we will discuss the techniques and methods for an optimal
effect between visual presentations and performance. Finally we will refer to the tools used to
design this game and the techniques followed in them.

The first chapter is referred to Autodesk 3ds Max, the technologies offered and
the manner used by us. Also presented through examples the box modeling technique and the
process of uvw unwrap.

The second chapter presents the program Pixologic ZBrush, mentioned technologies
but also new technologies that we meet as the pixol, polypaint and sculpt modeling. Finally,
continuing the example of the previous chapter, we show the procedure followed for the
creation of hi-poly mesh, and how to use the program to extract the textures.

In the next section we refer to another 3D content design program, Blender game
engine. Presents techniques for creating skeletal system (Armature), the use of the Inverse
Kinematics modifier, the manner and process of linking the mesh with armature and the
weight painting process of bones. Finally we talk about animation creation techniques,
Action, NLA and Ipo Curve editors, as well as ways to export animations.

The fourth chapter is an extensive reference to Unity game engine outlining all the
features and technologies offered. Then we present the editor, through a description of the
basic menus and windows, what they represent, and how to use them. Still referring to the
components supplied, illustrating WrapMode and Layer functions of animations and analyze
basic function, such as Awake, Start, Update. Finally presented and illustrated through
examples, several points of the code developed

The final chapter will present the final result of this thesis, through the analysis of
game-play, the description of the graphic display and the various functions that we developed.



XHvoyn

Y10Y0¢ TNG TTLYWOKNAG epyaciag gival va kataypoa@obv ol dtadkacieg dnuovpylag
evog olyypovoy Toyvidlov, amd To TPMOTH CTAdW TNG GYESINONG TMV HUOVIEA®V Kol TOL
ePPAAAOVTOG, UEXPL TOV TPOYPOULOTIOUO KoL TNV ONovpYiot TOL EKTEAEGILOL apyEiov.
Koatd v dudpketa avtrg, 0o acyoinbodue pe tig texvikég kot tig uebddovg yia 1o BérTioTo
amoTéELEGHO HETAED EUOAVIONG Kot Agttovpywkotntag. Téhog Oa avapepBodue ota epyaieia
oL ypnolomomonKoy Yy TNV oyediaocn ovTod TOL TOLVISOD KOl OTIC TEXVIKEC TTOV
axoAovOnOnKav péca oe oTA.

2170 TPOTO KEPUAOO avapepopoote oto mpoypoupa 3ds Max tng Autodek, otig
TEYVOLOYIEC TOV TPOCPEPEL OAAG KOl GTOV TPOTO TOL YpNooToOnKe omd endc. Akoua
mopovotdletorl péca amd mapodsiypota 1 teyvikn box modeling kot 1 dtadikacio Tov Uvw
unwrap.

Y10 dgvtepo KepAlowo mapovoidleTor to mPOypappo ZBrush tng Pixologic,
OVAQEPOVTAL OL TEXVOAOYIEC TTOL TPOGPEPEL AANG KO Y10l TIG VEEG TEYVOAOYIEG TOV GUVAVTALLE,
Om®¢ ovTn ToL pixol, polypaint ko Tov sculpt modeling. Téhog cuveyilovtag T0 mapadetypa
TOV TPOTYOVUEVOD KePOAOiov, Ogiyvovpe Tnv odladkacio mov akoiovOnoape yw v
dnuovpyior Tov hi-poly mesh, aAAd kol TOVG TPOTOVG ¥PHONG TOV TPOYPAUUATOS YL TNV
eEaymyn Tov textures.

2170 EMOUEVO KEQOAOO OVOPEPOLOCTE GE €va akOUo TPoOypappe oyediaong 3D
mepleyopévov, to Blender game engine. Ilapovcidlovtor teyvikég vy tnv dnpovpyio
okeAeTIKOD cvoTipatog (Armature) kot ypnon tov modifier Inverse Kinematics, tov tpomo
Kol TV dldikacio cuvdeong Tov mesh pe to armature kot v Sadikacio weight painting
v bones. TEAOC avaPEPOUAGTE OTIS TEYVIKES Yo TNV OMpuovpyio animation, otovg Action,
NLA «ot Ipo Curve editors, aAAd KOl 6TOVG TPOTOLG export TV animations.

210 TéTOPTO KEQAAOMO YyiveTon Mo ektevry avagopd oto Unity game engine
TEPLYPAPOVTOL OAEC TNG OLVATOTNTEG KOL TEXVOAOYIEG TOV TPOCOEPEL. XTIV GLVEYELL
nmapovcidtovpe Tov editor, péca and meprypapn Tov Pacikol PEVOD Kot TOV Tapadupmy Tov,
TL OVIWIPOOMOTEVOVY, KOOMG Kol TOv TPOmMO YPNong Tovc. AKOUN ovoPEPOLOOTE OTO
components mov mwapéyel, enenyovue i WrapMode kot Layer Agitovpyieg Twv animations
Kol avaAvovpe v Aettovpyio Pacikmv function, dmwg tic Awake, Start, Update. Télog
nmapovctdloviot kol eneényodvral péoa amd mapudeiypaTa, apKeTd onueio Tov KOdKO TOv
avamrToéape

210 TEAEVTAIO KEPAAMIO B0l TOPOVGLAGOVLE TO TEMKO UTOTELEGLA TG TTUYLOKNG LOG,
UEGO o TNV AVAALOT TOV game-play, TV TEPLYPAPN TOV YPUPIKOV oTolXelmVv TNng 000vng
KoL TIG SIAPOPEG AEITOVPYIES TOV £YOVUE AVATTOEEL.
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Kepdioo 1

Autodesk 3ds Max

1.1  Totopwun avadpoun

Apyikd to gpyadreio avtd giyxe dSnurovpyndel amd v Yost Group kot ekdobel amd v
Autodesk yio DOS Aertovpycd cvotnuo. Metd v té€toptn £K600T TOV GYESAGTNKE Kol
Eavayphptnke amd v 01 etaupio. Yoo Asrtovpyikd ocvotnpo Windows NT ko
petovoudotnke o 3D Studio MAX. Exd60nke avtiv tnv gopd amd v Kinetix, po gtoipia
mov vraydtay ekeivn TNV mEPi0d0 GTO TUNUO TOALUEC®V Kol yoyoymyiag tng Autodesk.
Apyotepa n Autodesk ayopace 1o gpyoreio avtd ko Eava dAra&e to dvopa tov og 3d max
OV VTNV TNV Popd Mtav vrtd v enonteia g Kavadiknig etapiog Discreet. Ao tnv dydom
ékdoon Kot LETA TO Aoydtumo Tov gpyoieiov elval mAéov avtd g Autodesk kot amd v
évatr €K306T LVITAPYEL KOl GTOV TITAO TOV.

1.2 To gpyaleio onpepa

Yfuepa to gpyareio 3d studio Max g Autodesk mapéyst €va mAnpeg ko
0AOKANp®EEVO cvuotnua 3d poviedomoinong, animation aAld kot £va, rendering cOGTNHO TOV
amotelel AHOT Yo oXESOGTEG TALYVIOIDV, YPAPIGTEG KOl AALOV €100VG KOAMTEYVEC..

Amotehel éva 1oyvpd epyoireio 3d poviehomoinong pe mowkileg teyvikég Onwc to box-
modeling kot o nurbs modeling. H petatpony] tov kabe avikeévonv oe polygon, mesh,
nurbs, n ypion tov build-in xar plugged-in modifier oAAd ko po axdpo TANOGPO
epyodeiov, Ponbdve tov kdbe ypNoTn Vo TPOCAPUOGEL TO GULYKEKPIUEVO EPYOAEID OTIG
avaykeg tov. H epyoleiofnkn tov ovotiuatog texture mapping TPocEEPEL €vo TANPEG
ovotnua UVW Map kot Unwrap, eveMéia kot ToydTnNTo 6TOV YpNoTh.

Emiong mpoocpépel éva 1oyvpd Ko mpoywpnuévo cvotnue character rigging kot
animation (Character Animation Toolkit). Ymootpiler AOoelg renderer Omwc Tov
gvoopotopévo 3ds max scan line kot tov mental ray, o omoiog vrootnpilel Kot SIKTLAKO
rendering.

Téhog mpoypappaTioTés umopovv pécsm tov MAXscript kot tng C++ kot e .NET va
eneKTEIVOLV TO €pyoreio oTic avdykec Tovg, vo Onpiovpyncovv plug-in gpyoleion kot
compilers. e 6Aa avTd £pyeTon va Tpootedel o tepdotio Aloto import/export KataAnEemv,
onwg 1o .fbx, .3ds, .dxf, .Is, .obj, .xml .wrl ko1 to .x3d, mTov vroopilovral and TANODPA
GUYYPOVOV EPYULEIDV.
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1.3 Ta onpeia xpniong Tov 6TV avaaTLEN TNG TTLYLOKIG

‘Eva. oOyypovo 3d moyvidt amoteleite amd TOAAA OTATIKA KoL PN OVTIKEIPLEVO LE
TOVAGYIGTOV dLO €MV maps (texture map kot normal map), ta omoio dExovTol aAAd Kot
onuovpyodv oki€g oto TEPIPAAAOV, EKTEUTOLV OOG, Agitovpyovv cov  colliders,
oAniemdpodv péow physics pe tov mePPAAAOV KOl TOV YPNOTN, EVEPYOTMOLOLVIOL M
amevepyomolovvtal. OAia avtd mailovv onuaviikd polo otov pubpd tev Kopé avd
devtepoiento N fps. Axopa ywo v dnuovpyic evog peoioTikod mepPaAlovtog €ival
avaykaio va yepicel 1 oknvn 660 10 SuVATOV TEPICCOTEPO LE avTIKEIpEVa mov Ba paivovtal
aAnOwd. Ta avtikeipeva avtd yperalovtal ypdvo yia vo yivoov render kot draw calls ond tov
eneepyaoTr], Yo AVTO GNUAVTIKO EIVOL VO TNPOVVTOL KATO0l KOVOVEG.

‘Exovtag vmoym ta mopamdveo kol EEKvOVTOG TNV Onuovpyio €vOg OVTIKEUEVOD,
TPEMEL VO £XOVUE VIOYN LOG OTL TO AVTIKEILEVO TTPEMEL VoL oTNPileTal 68 KATOI0VG KOVOVEG,.
IIpénel va, opicovpe v AgttovpykdtnTo Tov, dNANST Vo UnVv ivar Eva mePITTO AVTIKEIEVO
omv oknvi pog. Emiong mpémer v kdvooue efowkovounon ota moAvymva, oniadn va
oyedldoovpe EEumva Kot vo elpacte og BEom vo apalpECOVE TEPITTEG AEMTOUEPELES IOV 10MGC
KOL VO UMV @avodv 610 Ttotyviol pag. Téhog etvat kald vo, LTopOvLE VO ETOVOYPTCLOTOLOVUE
TO. LOVTENDL LOG, OTMG EMIONG Kot Ta texture pog kabmg autd HEIMVEL OPOUATIKAE TNV VAU
IOV YPNCUOTOIEL Kol TOV OYKO TV OE00UEVMV TOV TTPETEL VO, EMESEPYUOTEL.

2NV GLYKEKPLLEVN TTLYLOKY epyacia To epyaieio 3ds max ypnoyorombnke yio v
dnuovpyio. péow TG TEYVIKNG box modeling tov base mesh poviédwv dniadn
ypnoorominke yw v dnpovpyic tov apyikod otadiov tov 3D poviéhov. To kdbe
LOVTEAO GE LTIV TNV GAoT, amotelel v PBdon mdve otnv omoia Ha GTNPLYYTOVUE Yo TNV
onovpyia Tov TeEMK0D amoteAéopatog. To povtéo yivetan export e GAAO TPOYPELLLLATO Y10,
v onuiovpyia Tov hi-poly mesh, tov texture maps kot tov animations. OAn avtq v
Swdkacio Ba v meprypayovLE TOPUKAT® apov Opmg TpdTa Yvopicovpe To 3ds Max O
KOAVTEPOC TPOTOG VO KaADYoLpE OA0 To Poactkd onueio kot va dstovpe TG TEXVIKES TOV
ypnoomodniay ival péca and Eva Tapaoetypa.

1.4 THoepddsrypa ypnong e texvikic box modeling

Y10 3ds Max péom g teyvikng box modeling dnpovpyncape To pHeyaAdtepo LEPOG
Tov povtéAwv pag. H teyvikn box modeling ovopdletot n diadikacio povieAomoinong Le v
YPNON primitive oynuatOvV ce U0 TPOGTADEL SNUIOVPYING MG TPDOUNG PLyovpos TOV
TeAKoD amoteléopatoc. Katd tnv d1dpielo authg g oladtkaciog XpoLOTOIO0UE TEYVIKES
extruding kot scaling ot faces kafdg kol petaxvioelg TV vertices. XTo TOPASELYLLO TOV
axolovbel Oa deiCovpe o Poaoikd Prpoto TG ONUIOLPYING TOV KOPLOV YOPAKTINPA, TOL
apyotepa. Ba TpocBécovpe 6To maL Vil HoC.

Apywcd Eexwvape dmuovpyovtog éva primitive Box mnyaivoviog ot1o  pevov
Create—> Standard Primitives>Box 1} antd to Create panel, kot 0po0 €ipoote gvyapliotnuévol
ue tig mapoapétpovg Length, Width kot Height, 6mw¢ emiong kot pe tov opiBud tov Segments
TOV TALLPOV TOV, Kdvovue de&l KMK Thved OTO OVTIKEINEVO LOG KOL GTO HEVOL TOL
gupaviCeton, emiéyoovpe Convert To>Convert to Editable Poly. Metatpénoviog 1o Box og
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Editable Poly pog divetatl 1§ duvatotnta va 10 enelepyacTode ETALYOVTOC KOPVOES, OKUES,
TOADY®VO 1] OAOKANPO OVTIKEIUEVE GE TEPITTMON TOL £XOVUE TPOGKOAANEVH AALD meshes
G€ oTO.

Yy ewédva 1 epoavifetar to Create panel tov 3ds Max, amd 6ov dMOVPYNGALE TO
Box xofmg ko TG mopopétpovg mov emAEEQUE, EV® OTNV EMOUEVI ep@avifeTol pio
aAAndovyio amd ewoveg eupavifoviog v Odikocio. SNUoVPYINS TOL TPOGMOTOV TOL
YOPOKTI PO LLOG.

i AP:SE ol o
FR-Art T8 LY

Ewéva 1. 1 Anmovpyia primitive Box péom tov Creation panel.

Ewéva 1.2 Anmovpyic TOv KEQUAOD TOV YUPUKTHPO LAS (P CIHOTOLOVTAS TNV TEYLVIKN box
modeling

H dwdikosio ooty akolovdnonie yio tnv dnpovpyio OAOV TOV LOVIEA®V HOGC, EVD
0€ TOAMEG TEPWMTMOELS Ypnolomombnkav eotoypapieg ®¢ onuele ovagopds oto
background twv viewports, ®GTE VO UTOPOVUE VO ONUIOVPYNGOVLUE TO UOVTEAO HOG UE
peyodvtepn okpifelo. Kdatt tétoo pmopei va yiver emAéyovtog to viewport 6To 0moio
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0élovpe vo Pdlovpe por ekdVe ®G GOVTO KOl OTNV GLVEXEW TNYOIVOLUE GTO WUEVOD
View—>Viewport Background—>Viewport Background 1 matdvtog Alt + B kat 6to Topdbopo
mov gupavifetar dnAdvovue v gwova 1n 1o Pivieo kobog emiong kot To Aspect Ratio,
animation synchronization Kot S1GQopeg GALEC TapPAUETPOVS OTMG PAETOVE GTNV 1kdVa 3.

nort Background

— Background Source

Files... Devices. . | I™ Use Enviranment Backaround

Current:

—Animation Synchromzation

Uze Frame ID ﬂ To |3D ﬂ Step I'I ﬂ
Start at ID ﬂ Sync Start to Frame ID ﬂ

Start Processing————— End Proceszing

® Blank Before Start ® Blank After End

" Hald Befare Start " Hold After End
" Loop After End

~&zpect Ratin—————— [~ Display Background
[T Lock Zoom/Pan

& Match Viewpart
[~ Animate Background

£ Match Bitmap
£ Match Rendering Output Sl Souee e e i
Al Views @ Active Only
Yiewport: IPerspeclive j DK‘ Cancel ‘
Ewova 1.3 To napdBvpo Viewport Background

‘Exovtag mAéov ONAMGCEL TIG KOTOAANAEG QOTOYPOQPIEC ®C (OVIO OTA Viewports
umopobue PESm TEYVIKOV box modeling va dnpiovpynoovue oryd-cryd to Stipopo. KOUUATLO
TOV YOPOKTAPO HOG. XTNV apyn HOG €VOLNPEPEL LOVO VO OMGOLLE TO GMOTO GYNUO OTO
primitive meshes pog étol dote vo givar 660 mo Kovid oty reference gikdvo Tov EOVTOL
pog. Méoo sdicaoidv extrude, bevel, outline, insert, split, cut, slice, tessellate, relax, weld,
bridge kot break, 6mwg emiong ko pe NG PETOKIVAGES 1 dwypapég vertices, edges kot
polygons pmopodue vao OSMUIOVPYNCOVLUE UL TPDT QLYyOLPE TOV  OVTIKEWUEVOD TTOV
GTOYEVOVLLE.

AoV olokAnpadcovpe TNV oxedioom Tng UG TAEVPAS TOV HOVTEAOL OGS, LEGM TOV
Mirror pmopoVpLe vo dSNUovPyRcovE TO GAAO Gd Tov. 'Eyovtag emheypévo 1o Lovtélo pag,
anyoivoupe oto Tools>Mirror, 60V EMALYOVUE VO, SNUIOVPYNOOVUE VA AVTIYPAPOD TOL
OVTIKEWEVOD LOG AVESTPOULEVO MG TPOG TOV AEoVa X. L& TEPIMTMOOT TOL TO HOVTEAD LOG OEV
glvarl evBVYPOUGHEVO e TNV 006VT LOG, LTOPOVLLE VO TO KAVOLLLE rotate 1 va emAEEOVLE VOl
dnuovpynoovue évo mirrored avtiypago ce dAdov d&ova. Emiong pmopovpe vo ddGovE pio
T oto Offset dote va petaxvnBel 6616 | aplotepd otov emdeypévo dEova To avtiypopo
Hog, eV og mePInTmon mov BEAovpe va SOLVAEYOVUE OKOUO OTO OVTIKEIUEVO LOG, CAAL VO
BAémovpe kot TIg 600 TAELPEG, umopovpe va emAéEovpe vo dnpovpyncovue évo Reference,
€101 OOTE OTL OAAAYEG YIVOVTOL GTO TPOTOTVTO VO LETAPEPOVTOL KOl 6TO mirrored.
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Yy ewcdva 4 pmopovpe vo dodue To mapdbupo tov epyaieiov Mirror pe Tig eTAOYES
o€ A&oveg TOL PTOPOVLLE VO, EMAEEOVIE Y10 TNV dNUIOVPYIC TOV OVESTPUAUUEVOD OVTIKELLEVOL
pog, 0Tmg emiong Kot Ti¢ cloning emAoyég Tov.

r Mirmar Az

& K (el
La Y 52
©Z 24

Dffset[0.0 —

r Clone Selection:

" Mo Clone
# Copy
£ Instance

¢ Reference

I Mirrar I, Limits
1] Cancel
Ewova 1. 4 To napdBvpo tov gpyaieiov Mirror

AoV mhéov £yovpe dnuovpynoel To mirrored avtiypopo, EMAEYOLE £V A0 TO, VO
Koppdtie kot wryaivovpe otov Modify panel kot otnv katnyopia Edit Geometry, matdype to
kovuni Attach Kot otV cuvéyetlo EMAEYOVUE TO GAAO KOUUATL TOV YopakTpa poc. Me avtiv
NV S1001Kacio. €YOVUE EVMOGEL TIG OVO TAEVPEG GE EVO OVTIKEIUEVO KOl TOPO HEVEL vV
KAeloovpe 1o kevo peTa&h Tov aptotepov Kot de&ov Koppatiov. TTAéov apov &govpe pdvo
€va, avTIKEIPHEVO KOl Hmopovpe va enefepyaoToOUE KOl TIG OVO TAEVPEC TOVTOYPOVA,
anyaivoope oto Modify panel kot emidéyovpe Vertex omd tnv katnyopio Selection.
Evepyomowwvtag v emioyn Vertex PAémovpe 611 OAa Ta vertices Tov HOVTELOL pag yivovton
evepyd kol £Tol pumopovue va eneEepyactovpe Oia to onpeio Tov. Kpatdvrog matnpévo to
miktpo Ctrl, étol dote vo pmopodue va emhé€ovpe moAlomAd onueio, emAéyovpe OA
ekelva To vertices TOv EPATTOVTOL HETOED TOVG 1] TOL MIGTEVOLUE OTL Ba Empene va evmbovv,
Kol otnv ovvéyeto Tatdpe to kovpni Weld g katnyopia Edit Vertices tov Modify panel. e
TMEPIMTOOT TOV VIAPYOVV AVEMOVUNTES EVAOOELS HETAED TV onueiov 1] Kot KOBOAOV EVOGELS,
uropovpe vo kavooue Weld éva-éva ta onpeio mov emibopodue 1 avrictoyo va avénoovpe
o115 pubuicelc Tov kovumod Weld v tiun Weld Threshold.

%) ?| d‘E‘u| f@| | T | | - selection | [- Edit Vertices | [- Edit Geometry |
IBU:-:D‘I r |_+ < 9 N & o | Bresk | .Hepeat Last |
[~ Byerten Canstraints
— ¥ Exrtrude |D| weld |D| &N  Ed
IMDd'f'Er List j [ lgnaore Backfacing - |I:I| = | ps one (‘- oe
Editable Poly || T/ Bykngl= [0 | = Arget e Fame o
Shirink | Grow | Q&nnect [ Preserve Uvs g
e |g o |ﬂ Remove |zolated Vertices | Tl | Tallepse |

- Bz el Remowe Unused Map Vertz |

Attach |D| Detach |

& OF ¢ SubOb © Ml oy s
[ I T ‘ Wweight: [0 4 | ‘ Slice Plane | I Spit
1M == —

2 Wertices Selected

Ewéva 1.5 Mepwkég and Tig emroyég Tov Modify panel evog Editable Polyn Pps
gvepyomompuéva to vertices
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Mirror Attach & Weld Result

Yy

Ewéva 1. 6 ROVTELD Pog KOTA TNV Sradikacio Mirror kot cuvévmeig Tov

1.5 Tlopddstypa ypnong Tng TE(VIKIG UVW unwrap

Topa apod TALOV EQovUE TEAEIMGEL PE TNV OYESINGT] TOL YUPOKTNPO UOG, UEVEL VL,
deiovpe To Prjnota mOv okohlovOnoape oty Sladikacio TOL UVW mapping Kol Uvw
unwrapping. Me 10 uvw mapping oto YPOUQIKG VTOAOYIOTOV EVVOOVUE M0 LOOMUOTIKY
TEYVIKN HE TNV omoio pmopovpe vo petatpéyovpe po 2D swova og éva 3D aviikeipevo
ovykekpipévng tororoyiog UVW, dnhadn vo amoddcovpe 6to onueio Tng €KOVaAG TIHEG O
Tpelg 0100Tdoel; Ong og évo KapTeswovd cOoTNUe cuvtetaypuévov. H tpitn dudotoon
EMUTPETEL GTOVG XAPTES VO TUATYOVTOL e TOADTAOKOVS TPOTOVS GE AVAUAAES EMPAVELES, EVD
T0 kGOe onueio tov UVW ydaptn avtictoyel oe éva onpeio tov 3D avtikeévov. Me v
Swdwcacio uvw unwrapping oty ovoio tpoomadovpe vo oynuoticovpe avtdv Tov 2D xaptn
OV AVAPEPULLE TOPATAV® ETIAEYOVTOG TOV TPOTO Kal TV 0éon otnv omoia Ba gpeavifoviot
TOL GNUELN TOL HOVTEAOD LLOG GTOV XAPTN ALTOV.

To 3ds Max, 60nmg Kot 10 KGOe TPOYPOLLO SNUIOVPYING YPAPIKAOV TOV VITOGTNPileL
VTNV TNV Agltovpyia, £YEl EVOOUATMOUEVT KOt LTOoTNPIlEl aVTAV TV LOBNUATIKE GUVAPTNON
UE TNV omoia Lropel vo, amelkoviaTohv OAa To oNUEin EVOC LOVTEAOD 0E VO JLUICTAGELS KOL TO
avamodo. To 3ds Max mpocpépel d14.popovg TPOTOVS ATEKOVIOTG TOL 3D avtikelévov otov
XOpTN, OMNHIOVPYOVTOG gizmos o€ primitive oynpata 6nwe Box, Cylindrical, Spherical, Planar
KOl e OapOpETIKEC evBLYpappicelg otovg dEoveg X,y,Z OALA KOl o€ oyéon pe Tnv oBovn,
péom TV omoiwv Eedimhmvetal To Hovtédo pog. H ypnoomto tov gizmos cuvictotol povo
G€ OMAQ YEOUETPIKA GYAUOTA, KOODG 0 TOADTAOKN OVTIKEIIEVH dEV VTTAPYEL CWGTOC TPOTOG
VTOAOYIGHOV TOV onueiov amd To omoio Oa Eexvioet 1o “Eedimlmpa’.

2NV TEYVIKN UVW Unwrapping ToAVTAOK®OV OVTIIKEWEVOV, OTMG TOL YOPUKTPL LAG,
ONUIOVPYOVE XEPOKIVITA TOVG YAPTEG LOG, OPOV CNUEIDOVOVUE TAV®D GTO HOVIEAO LOG TOV
TPOTOo e ToV omoio emBupovue va “EedmAwbel”, ywpilovtag To og Koppdtio 6mov Kpivovpe
011 glvan ovaykaio. Xtnv dadikacio avtnv dev vIapyel cmotdg N AdBog Tpodmog, o kabévag
umopel v ePapUOGEL TIG OIKEC TOV TEXVIKEG, OUMG 0 XApTNG mov Ba mapaybei Oa mpénetl va
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elvar evdiakplrog, Olo to, onueia Oo mpémet va gival TOKTOTOMUEVE LEGE, GTO OPLO, TOV UVW
template divovtog peyaAdTEPO YDPO GTO GTUEID TOV HOG EVOLAPEPOVY TEPIGGOTEPO KO TEAOG
dev Ba mpémel va vtapyovv faces kot vertices mOvw amd GAAL.

Yvveyilovtag 1o mopdderypo Oo deifovpe v dwadikacio. dnpovpyic avtod TOL
XOPTN Kol TOV TPOTO LE TOV OTOi0 OMNADVOLUE TO OTUEID TAVE® GTO OVTIKEIUEVO UG KOL TOV
Tpomo ov BéAovue va “EedmAwbel”. Apyikd epappolovue 610 avtikeipevo pog tov modifier
Unwrap UVW, o onoiog Ppioketar oto Modify panel->Modifier List>Unwrap UVW.
Epapuolovtoac tov Unwrap UVW modifier PAémovpe, 0t1 TAéov SV UTOPOVLE VO, KAVOVLUE
oAA0yéG 0TO HOVTEAO pag, koBdg av yivel kdtt tétoto Oa yabovv Oleg ol amapaitnTeg
TANpoYopieg ovvieTaypuéEveoy mov Exovue opioel. Emiong otov Modify panel epgoavilovron
TPELG Kotnyopieg pe ddpopes mapapéTpovs, Selection Parameters, Parameters woi Map
Parameters, 6nwg paivovtol Kot 6ty gioOva 7 TopaKaTo.

I Box01 | [- Map Parameters |

[ Selection Parameters

+ - ¥ | Preview Ouick bap Gizmo

IMadifier List

"L« |

& & Urwwrap L

Ring | Toer | - Y .
E [v lgnore Backfacing 9 fuzreced flonal:
™ Select By Element Huick Planar Map
Editable Paly - I Flanar Andle [T5,0" 2

RN = SelectbiatD | [T 2 = =
Select 56 [z Cylindrical Spherical

Box Spline
[- Parameters | : :
Align = ‘ Align ¥ ‘
Edi... ‘
AlignZ | Best Align |
Feset LWiys | Save... Fi | e To"-fiew|
Load. .. o | B |
o Ehannel: B, A B
& Map Channel: I-l_ﬂ ¥ Haomalize Map
£ Vertex Color Channel T —. |
rDigplay —————— Paint Ta Point Seam |
¥ Show Seam Edge Sel To Seams |
W
I Show Map Seam Exp. Face Sel To Seams |
" Thin Seam Display
@ Thick Seam Display
[~ Prevent Reflattening

Ewéva 1.7 Ov tapaperpor Tov Unwrap UVW Modifier

Mo tov opiopd TV onueiov Tove 610 PHovTELo, 0mov BEAovue va dNUOVPYNGOVLE
TIG “papég” Kot ot omoieg B amoTEAOVV TIG AKPEG TOV YAPTN CLUVIETAYUEVOV LOG, TPENEL VO
gvepyomomoovpe tov Unwrap UVW modifier emidéyovrog pua ond tic emioyég Vertex, Edge,
Face, étol dote vo umopovpe vor emALEOVUE TIC TAPUUETPOVS TOVL. XNV Kotnyopic Map
Parameters evepyomowovpe to kovumi Point To Point Seam, 10 omoio pag emrpémel va
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SLOUOPOMCOVILE TOTOVING 7TAV® OTO,  Vertices ToL  GVTIKEWEVOL [0l SL0POu.
Xpnowonowdvrag v teyvikn Point To Point Seam pmopovpe va ywpicovpe T0 HOVTEAD HOG
oe Koppdtie 1 va Slopoppadcovpe tov Tpomo mov o EedumhwbBel kdmolo omd ovtd,
EMAEYOVTOG TO, ONUEID TOUNG TOVL. TNV €IKOVA 8 TOPUKAT® ATEKOVILETOL TO HOVTEAD LOG
UeTd To TEPOAG TNG O10d1KAGIOG AVTAG, EVA UE TPACIVO Ypodua epeoviloviotl ol “papés” mov
€YovpLe dNUIOVPYNOEL.

o Randeing Gutamar  MAXrpt  Help e —— m..g Help

Aaf= IR AR O SIES a&m&mﬁwuﬂ“le AT

A VAP P YA YA VAARS SR AP UL P AARAAP AR NP SRR AP VALY

- o : =
G e o~ wA% 0 LEE “EQRWDLH IV O~ FARD LDE
@ @A e 2 aE B Baim s 2
Ewéva 1. 8 To povtélo pe evepyomompéve, To seams, o€ front, left kol back view, 6wmg

@aivetol péoo amé to 3ds Max

Teletdvovtag avtv v dodikacio, £(OVUE OPIGEL TO ONUEIN TOUNG TOV UOVTEAOD
HOG Kot TOpa Pag PEVEL Vo, ametkovicovpe avtd ta 3D koppdtio o pio 2D gikdva, kot TEAOG
VoL O1LLOVPYNGOLUE TOV YapTr pag. [ va o kdvoovpe avtd, arrlalovpe and vertex oe faces,
€161 AOTE VoL UTOPOVUE VO EMAEYOVUE TOAMIY@VO, KOl 6TV cLvExeln Totape to kovuni Edit
g katnyopiag Parameters. Apéowg supaviCetar oty 006vn pog to mapdbvpo Edit UVWs,
péca oto onoio Ho dnpovpynoovpe tov xbptn poc. Emiéyovpe ta faces kdfe koppotiod mov
dnuovpynoaype, eite pe to mouse eite pe 1o Expand Selection tng karnyopiog Selection
Mode tov Edit UVWs mapabipov kot atnv cuvéyela matdue to kovumi Pelt tng xatnyopiog
Map Parameters tov Modify panel.

Me v Aertovpyia Pelt pmopodpe vo EeSMAOGOLVLE To GNUELR TOV LOVTEAOV LOG, GOV
va Tpoafdyape TG GKpeg TOv, OMANON OTNV TPOYUOTIKOTNTO TEVIMVEL TO HOVTEAO LOG
TpofadvTog To and Ta seams wov dnpovpynoope. Xto mapdbvpo Pelt Map matdue Start Pelt
Kot Otav €lpacTe gVXOPIGTNUEVOL Ot To omotélespa kdvovpe Stop Pelt kot otnv cuvéyela
Commit. Eav éyet yiver cmot) dnuovpyia twv seams, 1 dwudikacio Pelt dev epoavilel moté
wpoPAnfuata kol 1 egéopoimon eivol oTiypaic, TUpOAd OVTO GE TEPITT®ON 7OV EYOVUE
avemBOUNTO. OOTEAEGLOTO UTOPOVUE VO GAAGEOVUE TIC TOPAUETPOVG TOV amd To Pelt
Options kot va Eavakdvovpe Pelt 1 vo aAldEovpe Ta seams pog.
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1 Pelt Map

- Quick Pelt |

Start Pelt | Reset ‘

Sirmulation Samples: |5 ﬂ

[~ Show Local Distortion:

— Relax

Start Relax ‘ Settings ... ‘

- Pelt Options |

— Stretcher

Straighten Stretcher ‘ Shap To Seams |

irror Stretcher | Mirror Axis: |D,D ﬂ

 Select

Select Stretcher | Select Pelt L'z |

 Springs
Pul Strength: [0 2| Dampening: o765 2
Stiffness: [0 2] Decay: [025 2]

¥ Lock Open Edges

Commit | Cancel ‘

Ewova 1.9 To gpyoahreio Pelt kot o1 poOpicelg Tov

Orav éyovpe tedeidoel mAéov pe v dwdikacio Tov Pelt oe oAdKANpo t0o poviéro
pag, pe v xpnon tov Move, Rotate, Scale, Freeform Mode ka1 Mirror epyoieimv tov Edit
UVWs mtopadidpov, dnuiovpyodue péca 6to Tpokafopiopévo TETPAYmVO TOV YAPTN LOC, OTMS
eaivetor oty gwkova 10 mopakdto. e avtiv Vv Swdikacio divovpe peyaivtepo Papoc,
oniadn avEdvovpe to pé€yebog oTol KOUUATIO TOV HOVTEAOV OV €ival GUECH OpaTd 1 TTOV
0élovpe Vo SNUIOVPYNGOVUE TEPIGGOTEPEC AETTOUEPEIEG, OTTMOG KAVOUE GTNV TEPITTOOT UG
GT0 TPOCMOTO.

Méoa and 1o Edit UVWSs mapdBuvpo propovue va dnpovpyncovpe tov xaptn UVW
TOV HOVTELOL pog Tyaivoviag oto Tools>Render UVW Template ko agod puOuicovue tnv
avdAivon wov Béhovpe matdpe Render UV Template, covovpe v €1KOVA KOl GTNV GUVEXELN
umopobue vo NV emefepyacTove Kol va TV ypouoticoope oto Photoshop 1 og dAio
mapopolo mpdypappa. OU®g oV GLYKEKPLLEVT TTLYLOKY epyacio 1 dnpovpyio TV maps
0o yiver amd dAlo mpoypoupo 3D kot cvykekpyéva amd 1o ZBrush oto omoio Oa
avapepOodLE TOPUKATO.
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Ewova 1. 10 Amngwovion tov xaptn UVW Tov povtérov, 6mms dnpovpyndnke oto 3ds Max

Me v dwdwacio oo UVW Unwrapping Tteheudvel Kot 1 YPNOWOTNTO TOV
GUYKEKPIUEVOD TPOYPAUUATOS KOl TO LLOVO TTOL MEVEL EIVOL VO KAVOLUE eXport Ge KUTOAANAN
HOPPN TO HOVIEAO WOG Yoo TNV €mOUEVN (Aon tng enefepyociag Tov. XTnNV GUVEKELD TO
povtého Ba ewoaybel oto ZBrush yw v onovpyia g hi-poly ékdoong tov kot twv
KotAANA®v maps. ' va yivel avtd, emhéyovpe File>Export otnv kOpia ypoppn) Hevon tov
3ds Max kot apov dnidcovpe v dievbuven mov BEAovue va dNUIOVPYHGOLUE TO apyEio,
emALyovE TNV HOPEN .0bj, aeol glvar ko 1 pdvn mov vrootpileton and to ZBrush, kot
matape amobnkevon. Xto mapdbvpo mov gpeaviletar emiéyovue omd to Preset to ZBrush,
£T61 OOTE VO LETOTPATOVV KOTAAMNAL ol GEoveg Xyz, To scale size kot GAlec pvOuicelg Tov
TOPAUETPOV TOL Kl 6TV GLVEYELD TaTape Export.
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Ewova 1. 11

ZBrush

— Geametry
J¥ Flip vZ-avis [Poser-ike]
[~ Shapes/Lines

[ Hidden objects

Faces: IGuad& -

¥ Testure coordinates
[~ Nomals
[ Smoathing groups

Scale: I 1.000 i‘

b aterial

¥ Usze material

[V Create mat-librany
[ Force black ambient

M ap-Export..

Cutput
Target: |PCAwin

[~ relative numbers

Frecizion: |4 él

— Optimize

v wertex v nomals

v texture-coord

[w ‘wiite log ta Export-folder (when uzsing #noPrompt in scripts]

MR cH e [ o o
Preset: Eruist =irrrrrard
Export | Cancel | Help |

O1 pvOpiceig Tov export option TG popeiig .obj yia yprion oto ApoéYpORNA
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Kepdiaro 2

Pixologic ZBrush

2.1 IIpoéroyog

To ZBrush givat éva gpyoieio 3D yAvmtikng mov cvvdvdlel 3D/2.5D povtedonoinon,
teyvikég texturing kot Coypaeikng. To mpdypappa ypnoyorolel Ty teyvoloyia “pixol” 1
ool omofnKevEL POTIGUO, YPDOUO KOL TO VAIKO TOV OVTIKEWWEVOD, KOOMG Kol TANPOPOPIES
v to fabog. H xdpia dtapopd avdpeso oto ZBrush kot oe dAlo mopopolo mokéto givar 0Tt
€0 ol dwdwkacieg mov akoilovBovvtar potdlovv moto moAv pe yAvmtiky. To ZBrush
XPNOLOTOEITAL EVPEME amd TIC Prounyovieg Tavidy, animation kol TOLVISIOV, 0@ gival
Kavo vo, Tapdyel vynAng avaivong 3D poviéha pe méve ard 10 ekatoppvplo TOADYOVA,
eved mapdAinia divel v dvvatdtnto 610 YpNotn va Kwnbel avipeco ota eminedo TV
OVAADCEDV Kot KAVEL OAAOYEG.

2.2 lotopwn avadpoun

To ZBrush dnuovpyndnke and v etarpio Pixologic Inc. wov 18p0Onke amd tov Ofer
Alon kot tov Jack Rimokh kot mapovcidotnke yio mpdtn @opd to 1999 610 €610 GLVESPLO
tov computer graphics (CG), SIGGRAPH. H npdt demo ékdoon tov Tpoypdppotoc, 1o
ZBrush 1.55, mapovcidotnke 1o 2002 kot axorovdncav ot exdooelg 3.1 to 2007, 3.5 to 2009
kot ZBrush 4 to 2010.

2.3 To gpyareio ofpepa

To ZBrush omv topivii 10V £€K600T TPOCPEPEL LOVAIIKA YOUPAKTNPIOTIKA Yio TNV
dnuovpyio ko enefepyacio tov meshes. ‘Eyet éva peydio apiBud and 3D brushes yio v
eneEepyacio TOV HOVIEA®V, e SL0POPETIKA YOPUKTNPLOTIKA OTMG TNV OKANPOTNTA, TNV TIUN
alpha, T0 oynua, 0AAG Kot TOV TPOTO OV £QaApUOLoVY v oto povtéro. Emiong péca omd
10 ovotnuo Polypaint mpooeépel v duvatdTTO Vo YPOUATICOVHE TNV ETPAVELD EVOG
avtikeyévov og 3D mepifdiiov ympic va éxovue opicel éva texture map. Me 10 cvuotnpa
Illustration to ZBrush pog divet v dvvatdtnto va petapepbovpe o €va 2.5D mepipdiiov
KoL VoL XPOUOTIGOVUE, Vo GALAEOVUE TNV ETLPAVELX, TO VAIKO, TNV B£0T KOl TOV QOTIGUO TOV
OVTIKEWUEVOD KOl €V TEAEL VL LETAPEPOVUE OAEG OVTEG TIG AAAAYEG OTO LOVTEAO LG HEGH TOV
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ocvotipotog pixol. Aképa to mpdypappo péow tov Transpose TopExel TAPOUOLES TEXVIKES
OKEAETIKOD GLOTHUATOG, OT®S GAAa 3D mokéta, pe to omoio pmopovpe vo aAidEovpue tnv
w6L0 TOL HOVTEAOD Hag XOPIG OUMS TNV avayKn va epaproctovv dadikacieg skeletal rigging.
‘Eva. povadwkd yoapaxtmpiotikd tov ZBrush eivor to ZSpheres, to omoio emitpémel tnv
dnpovpyia evog base mesh, amd Eva cHvVOLO GOPAPOV TO 0010 0POD TOL COGOVLE TO PACGIKO
YN0 TOV OVTIKEULEVOD TTOL BELOVLE VO ONULOVPYNCOVUE, LETATPERETAL GE Vol ENeEEPYATLUO
avtikeipevo. Téhog 10 ZBrush péom tov cvatiuatoc GoZ emitpémet Ty cOVOEGT TOV e AN
3D mpoypduuato HEC® WHOGC OVTOMOTNG Ol0dIKOCING OOV UETAPEPOVTOL TO OVTIKEIUEVQ
kabmg ko mAnpogpopieg twv normal, displacement kot texture maps. To cvotnuo avtd
EMTPEMEL TNV GVVIEST TOL TTPOYpaupatog te to 3DS MAX, Maya, Modo, Cinema 4D alAd
kot pe to Photoshop kot givor vaevBuvo yio v dtayeipion 6Ang tng dadikaciog kabmg Kot
v TV d16pBwon onueioyv, Ty Taxtonoinon t@v meshes, kot v aAlayn Tov a&ovov.

2.4 Ta onpueia ypong Tov otV AvATTLEN TGS TTVYLOKNS

To mpodYypopLLe VTO YPNOYLOTOINONKE GTNV TTVYIOKT Yio TV dnptovpyia Twv hi-poly
meshes kot ev cuveygio yio TNV dnuovpyio OAOV TV omapaitnTev texture maps. e TOAAEG
MEPITTMCELG YPNOLLOTOMONKE OKOUO KOl OTIC OldIKAGIEG TOL UVW mapping kot uv
unwrapping. To npoéypappa ZBrush emiéydnke yio ovtiv v dadikacio Kabmg Tpocepépet
po 1oitepn TEXVIKN LOVTELOTOINGOTG TOL HOLALEL apKETA e avT Tng YAumTiknG. Tlapouoteg
dwadkacieg cvvavtape kot oto Blender, mov dpwmg dev ypnoytoronke oe avtiv TNV @don
ka0dc To ZBrush mpoceépet apretd mo moAréc, PerTiopéves Kot eEEIOIKEVIEVES AEITOVPYiES
KOl TEXVIKEC, OTMG EMIONC Kot TNV SuvOTATNTO ONLOVPYING EKATOUUDPLOV TOADYOVOV YWOPIg
TPOPANLOTA GE OTL OPOPA TNV UVAUT.

2.5 TI'vopwio pe tov editor ko wapaoerypo dSnpovpyiog evog hi-
poly mesh

210 mapddelypa pag, Bo dsifovpe OAeC TIG SladKaGiec TOL oKoAOVONONKOY YO0 TNV
emeepyacio Tov HOVTEAOL WOG KOTA TNV Ypnon Tov mpoypaupotog ZBrush. Apyikd
€loayovpe T0 povtélo Tov Kavope export oty popen Wavefront .obj and 1o 3ds Max
nnyaivovtag oto Tools>Import.
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Ewéva 2. 1 To Tool pevov Tov ZBrush

AoV eoptbel TO HOVTELO LOGC OTO TPOYPOALLA, VIO VO TO ELPAVIGOVUE oTNV 006V
TPENEL VO, GUPOVUE KPATMVTOG TUTNHUEVO TO OPIOTEPO KAIK TOL TOVTIKIOD VMO GTNV AdEL
oknvn Tov ZBrush kat vo to agpnoovpe dtav dovpe ot epeaviletor otnv 086v. To poviélo
uag, 1 SubTool 6nwg ovopdletoar omd to ZBrush Ppicketoar mhéov otnv 006vn oAld dev
umopodue vo. eneEepyacToble av Tp®dTa dgv matnoovpe to mANKTpo “T” 7 Edit amd ta
EPYOAELD TNG OKNVIG OTC GaivovTol Kot 6TV ekova 2.

Ewéva 2.2 Ta gpyadreia g oknvils Tov ZBrush ywa v dwaygipion tov SubTools

"Eyxovtag evepyomomoetl to Edit Mode tov avtikeyévov pmopodue va  EEKIVIIGOLUE
v enefepyocia Tov, va TO YpOUOTICOLUE, va aAldEovpe Oéom, yovia 1 péyebog oto
OVTIKEINEVO pOC 1| 0€ MEPOG avtov, va OlAéEovue material, va Kavovpe extract GAl®v
subtools péom masking d1adikacidv oAAG Kot vo dnuovpyncovpe pécom tov subdivide mesh
ue dupopeg pvduioelg éva hi-poly mesh tov poviéhov pog, dote va eipocte o Béon va
ONUIOVPYNCOVUE TEPIGGOTEPEG AEMTOUEPELEG KOl VO, OMCOVUE KOAVTEPT OTTIKY AOS0GT GTO
OVTIKEILEVO HLOGC.

Mo va avénoovpe tov apBpd TOV TOAYOVOV TOL HOVTELOL 1 OTMC AVOQEPOVTOL
a6 to ZBrush tov apiBud twv Points anyaivovpe oto Tools=>Geometry Kol TOTAUE TO
kovuni Divide €yovtoc evepyomomuévo to Subdivide Smooth Modifier, éto1 dote va
Kkévoope v empavele mo Aeia. Kdvovtag subdivide oto subtool pag PAémovue Ot1
onuovpyodvion  emineda  avélvong (subdivision levels) ota  omoio pmopoldue  va
petaxvnBovpe ympic meplopiopovg, umopovpe dniadn va petaxivnbovue oto subdivision
level 1, va kévoope po 0AAOYn OTNV ETLPAVEIL TOV HOVIEAODL KOl ETIGTPEPOVING GTNV
tehevtaio emimedo avaivong va €yovue v Ot aAlayn, m omoio Oa €xel Swoupopembel
KatdAAnia amd Toug idovg modifiers mov £yovue emiééel o Kbe eninedo avdivong.
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Eu«') . - o To Geometry Tool yia Tnv dnpovpyia tev subdivision levels

‘Exovtag onpovpynost pepikd emimedo avaivong Eekwvdue va  dnuiovpyodue
AETTOUEPEIEG YPTCILOTOLDOVTOG TO KATAAANA brushes pe ypnon ddpopwv alpha ko strokes.
To ZBrush mpoc@épel amd pOVO TOL o apkeTd HeyaAn Aloto amd brushes, alphas kot
materials Yo vo S10AEEOVLE, EVED LITAPYOVY TOAAG OKOUO TOV WTOPOVUE VO Tpochiécovpe
katefalovtog Ta omd TNV JadIKTLOKT GEAIdA TOV.

Mo vo onuovpyncovpe OUOOLOP(OO KOl GUUUETPIKE TIG AEMTOUEPELES KO TO
YOPOKTNPIOTIKG TOV HOVTEAOL LOG, EVEPYOTOLOVUE G6TO PeVoy Transform to kovuni Activate
Symmetry kot emiléyovpe tov dEova X, £T61 OGTE VO, ONUIOVPYOVUE KAl GTLG 600 TAEVPES T
010, YOpaKTNPIOTIKAL.

Ewova 2. 4 H xotnyopio Activate Symmetry Tov Transform pevov

2y ovvéyela emhéyovpe amd T dtabéoua brushes, éva mov Ba pog Ponbnoet va
YTICOVLE TO OVTIKEIPEVO HaG, O€ o dadikacio wov potdlel cav va Balovue i Pydlovpe
mAo, omwg eivor 1o ClayBuildUp xor éve katdAAnio Alpha yw v kepoAr tov
oVYKEKPEVOL TvéELov. Axkdpo  puBuilovpe v évtoomn, to péyebBoc TOL TIVEAOVL,
gvepyomolovpe 1o kovuni Zadd 1 Zsub avardywmg tL 0EAovpe vo oynuaticovpe tpochiToviog
N apapdvTag TNAd Kot Eekvape vo dnpovpyovpe 1o hi-poly povtédo pog. Edv 0éhovue va
ypoupatiCoope mopdAAnia To pOVTEAO pog kabBdg Odnuiovpyobue TIG AETTOUEPELES,
gvepyonoovpe 1o kovuni RGB Channel tov epyoieiov tng oknvig Kol ETIAEYOLUE TNV
évtaor kabdg Kot 1o YpdLo.
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Eman peyilovs mvihou
Emi.oy) Brush

Material-RGB, RGB ko Material Channel
Emioyng fvraon RGB

Emion) thmon stroke

Emiloryi Alpha

Emioyn Texture

Emdony Material

Emioi ypopatos

Ewéva 2.5 Hapoveioon Tov epyalreiov emhroyig brush, stroke alpha, texture, material ko
color mov avo@épape TapaTdve

A@ov mAEoV €yovpe KAVEL OAQ TO TOPATOV®, UTOPOVUE HE KIVIOEL, OOV V.
Coypagilovpe vo OMLUOVPYNCOVLE AETTOUEPELES, EVMD TTAPAAANAO LITOPOVLE VO KIVOOLACTE
o€ Wkpotepa enineda subdivision kot va kédvovpe odrayéc. To ZBrush mpoépet Clay, Layer,
Move, Polish, Magnify, Smooth ko1 moAAd oxopo €idn wvEA®V TO. OTOi0. UTOPOVUE VL
YPTOLLOTOI|COVLLE Y10l VO, EMLTHYOVLLE TO OTOLOONTOTE AMOTEAEGLLOL.

To mwého smooth amd default pmopovpe vo 10 ¥PNGUOTOMGOVUE YPHYOPQ
KpOTOVTOG TaTnHéEVO To TANKTpo Shift, | pmopovpe vo dnAdcovpe kdmolo dAho otny Béom
0V, VO kpotovtag motnuévo to Ctrl gvepyomolovpe 1o mvéAO pe To 0moio pmopovue va
Kkévovpe masking oto povtédo pog. Akoua kpatmvtag tatnpévo o cuvovacud Ctrl + Shift,
umopovue vo emAEEOVUE €V LOVO UEPOC TOV LOVTEAOL pog va eppavifeTor otnv 006vn, wo
TEYVIKY TOL Ponbdel TOAD aPol GUYKEVIPOVOUOGTE GTO GLUYKEKPIUEVO onueio oAAG PEIDVEL
KOl TNV YPNOHLOTOIO0UEVT] VU 0oV To Tpdypappa dtayelpileton Mydtepa Active Points.
Téhog motdvtog ekl KMK o€ 0TOl0ONTOTE UEPOG TNG OKNVAG eppaviletal éva Topabvpo pe
OAOL TOL ATTOPOLTITA EPYOAEID GUYKEVTIPOUEVD, ETOL DGTE VO, YALTOVOLE YPOVO OTOPELYOVTOG
LETOKIWVACES TOL KEPOOPO. O€ OAOKANPM tnv 000vr, oAAG Kou vo  TopOopEVOLUE
GUYKEVTPMUEVOL GTNV SOVAELY LOGC.
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Draw Size 5

Ewéva 2. 6 To mapdBvpo pe Ta amapaiTnTo epyoieia mov en@avileTor TaTAOVTOG dedi KMK
GTIV GKNVI] HOG

‘Oleg o1 Topamave TeXVIKEG OV ovoeépape Bo poc Bondncovy va SopopOEOCOLLLE
OTTOTELEGUATIKA TO TEAIKT] £€KO0GT] TOV HOVTEAOL LOG KOL 0OV OLPLEPDOCOVUE TOV ATOUPOITTO
YPOVO Kol Eyovpe KataANEeL o€ £va, amoTEAEG O OTTOC 0LTO TNG 1KOVaG 7, elpacte o Béon va
TPOYMPTCOVLLE OTO EMOUEVO PLLaL.

Subdivbios Level | S bl by b Lievel 3 Subdlvinbat Level &
T st = ey Pl ety

Ewéva 2. 7 Ta subdivision levels Tov yapaxTiipa Tov dnpovpyncape

Aol TAEOV €YOVE TEAEIDOEL PE TO HOVTEAD HOG KOL EILOCTE ELYOPIOTNUEVOL OO
avTd OV PAEmOVUE, UEVEL Vo ONovpyRcovpe amd to hi-poly ta texture, normal kot 6mola
axopo maps vopilovue 6t ypelaldpoote kot ta onoia Oa epappocovue apydtepa otov low
poly yapaxtipa mov Ba ypnoionocovpe oto mayvidl poc. To ZBrush divel v duvatdtnta
dnuovpyiog texture, normal, displacement, ambient occlusion kot cavity maps, v
mopdAANAa propovpe va emaégovpe to subdivision level amd to omoio Ba kévovue export.
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2.5 Tlopaoerypo TnG 01001KAGLOS ONULOVPYLOS TOV maps.

‘Exovtag kaver UVW unwrap péoa oto 3ds Max, €yovpe €Toludoel Tov ¥aptn
ovvtetaypévav Tov 3d povtélov HoG Kot Pmopolue vo. ONUoLPYNCOLUE TO texture map
anyaivoviog oto Tools>Texture Map—>New From PolyPaint, to normal map zmnyaivovtag
Tools>Normal Map—>Create NormalMap kot 10  displacement map o710
Tools—>Displacement Map—> Create DispMap.

Ewéva 2. 8 Texture Map, Displacement Map ko1 Normal Map panel.

2NV CLYKEKPIUEVT] TTUYLIOKN TTap’ OAa avtd ypnotpomomdnke Eva plug in wov sivan
dwbéoo yuw download amd tnv official ceAida tov ZBrush, mov poag emtpémer va
dnuovpynoovpe axopa Cavity kot Ambient Occlusion Maps. Méo® T00 GUYKEKPIHEVOL
plug-in mov Bpicketar oto Zplugin—>Multi Map Exporter, umopovpe va emiéEovpe va i Kot
OAo, ToL €101 maps yia kafe opatd subtool Kot HEGH UIOG AVTOUATNG SLOSIKAGIOG VO oG KAVEL
export TNV dtadpopun Tov Ba 0picove OAOVE TOVG XAPTEG YAITOVOVTOS OPKETO XPOVO.

Mo 1o ovykexpipévo povtého dnpovpynoape 6o to dabéoya €idn Map, pe g
pvOuicelg Tov Paivovial oty €KOVe 9 TOPOKATEO, KOl GTNV GUVEXELN TO ENEEEPYAOTIKOLE
katéAAndia oto Photoshop, yw tnv onmovpyic Ttov teAkov Texture Map mov 0Oa
PN OLOTOGOVLLE.
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Mesh Export

SubTool Master

Ewova 2. 9 O puOpiceig Tov TapapéTpov 6LV TV Map mov onpovpyndnkay pécm Tov
Multi Map Exporter plug-in

Tovg xGpteg MOV SMUIOVPYNCALE GTNV CLVEYELD TOVG glodyovpe 6to Photoshop kot
Tovg Tonofetovpe o€ éva véo document, tov Kabéva oe dapopetikd layer. H daducacio mov
akolovBovpe eivar amAn. O otdyoc eivar va dnuovpynoovpe, emeEepyoldpevol to Kdabe
yaptn kot adrdlovrog layer blending modes, £va Texture Map e meplocOTEPEG AETTOUEPELES,
dnAadn “ynvovue” emmpocbeteg TAnpopopieg otov yaptn ypodpatog (Texture Map). Apyikd
tomoBeteitan cav Pdon 1o Texture Map ko otnv ocuvvéyelr o Normal Map, o Ambient
Occlusion kot o Displacement, av ko1 0 TEAELTOIO GUVIOTATOL YO UOVTEAL UEYOADTEPNC
avaAvong am’ 6t to d1Ko pag, wov Ba yproionoindel oto subdivision level 1.

Tov Normal Map mov tomoBetovpe akpipodg éva layer mo méveo kot AdOy® NG
Wwwopopeiag TOL  TOV  UETATPEMOLLE  GE  OOTMPOUOVPO,  TNYOivOviag — OTO
Image—> Adjustments>Black & White kot ool emiéEovpe amd to Preset to Maximum
Black, matdpe Ok. Avt 1 dwodikacio pmopei va Stapépetl amd HOVIELO o€ HOVTELD, AVAAOYMS
LE TO OMTIKO amoTéEAESO TOL BEAovue va onpovpynicovpe. H dadikacio avt) pog Pfonddet
VO KPOTNOOVUE OPKETEG TANPOPOPIES, OTMS 0T TOL PAOOVE, GTOV AGTPOUAVPO XAPTY, KOl
eméyovtag dpopetikd Blending Mode oto layer, 6nwg givar to Overlay, Soft Light, Vivid
Light, Hard Light wot Linear Light, va omotuvmd®covpe avtég TG TANpogopies oTo
wpornyovuevo layer, Tov dev gival aGilo amd to Texture Map.

H idw dwdkacio axoiovdeite kot yio ta endpeva layer, fpickovtag 10 KATGAANLO
Blending Mode, mepdalovtag to Opacity ko Fill tov layer, v potewvotnta, v xpotd kot
v €kBeomn toug 010 PwG. Extoc amd to cvykekpiuéva layers pmopodpe v onpovpyncovpe
emmAéov Aemtouépeleg Kor va  epapudcovue ddpopa effects, 11 Loypaeiloviag va
ONUIOVPYNCOVUE TOPATAVE® AETTOUEPEIEG, APOV TOpa TALoV E€povpe To Kdbe onueio Tov
YapTN Ho¢ o€ mowo onueio avtiotowel otov 3D povtého pog. [apaxdtw, ommv ewkdvo 10
delyvoupe to layers, aAld kot To TeAKO amotéhespio, Tov Texture Map mov SNIIOVPYHGOLLE.
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Ewova 2. 10 Anmovpyia Tov TeMkov Texture Map péc® Photoshop
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[Ipwv wpoywpHcovUE GTO EMOUEVO KEPAAOLO TOL TEPAUUPAVEL TNV OMpovpYia,
animation pe tnv ypnorn tov Blender, Oa apiepdcovue Alyo ypdvo yuo vo dei&ovpe Evav
YPYOPO KOl OMOTEAECUATIKO TPOTO Ompuovpyiag subtools, ypnowonoidviag wg Pdon to
vrapyov avtikeipevo poc. Tétola subtools givatl ta povya Kot 1 TavomAia, agov Bédovue va
€youv €va TopOHOl0 GYNUO LE 0VTO TOL YopakThpa pog. Méow tng teyxvikng masking kot
extract mov Ba epapuOGoLE TAVED GTO HOVTELD HOG, EILOCTE o8 BE0T VO dNUIOVPYHCOVUE VEA
meshes, oTnplOEVOL GTO GYNLLO TNG TEPLOYNG OV EXOVLE Kdvel mask.

Apyikd Om®g Qaivetor kol oty gwkova 11, emiéyovue pe to Masking Tool v
emBount) meployn kpotwvrog matnuévo to Ctrl v dopbmvovtag pe tov cvvdvacpud Ctrl +
Alt, amAd cav vo {oypa@iGovpE GTNV ETPAVELD TOV YOPUKTHPO LOC, EMAEYOVTOS TO LEYEDOC
TOV TIVELOL, TOV TpdTo oA kot To alpha tng pwotng tov. [pwy v ddikacio Tov extract,
umopovpe va emhéEovpe To smoothness TV AkpmV Kot NG ETPAVELNS, OTMG EMIONG KoL TO
myoG Tov véov subtool.

1. Mask 2. Extract

3. Polish, Smooth 4. Paint, Hi-poly
and Subdivide mesh

Ewova 2.11  Anmovpyia véov subtool, péom masking ko extract

Otav telei®oovpe pe OAO TOL TOPOTAVE® KOl ELOCTE £TOWUOL TOTAUE TO KOVWTI
Extract mov Bpioxerar 6to Tool>SubTool, kou avtdpata dnpovpyei o véo subtool, to onoio
umopovue vo eneEepyaoToOUE UE TOPOUOLD TPOTO, 0T avTdV TTov Ogiéape TAPATOV®.
INUovTikd o€ ouTHV TNV edor eivat va gipaote og €va yaunio subdivision level 6étav Ba to
dnuovpynoovpe, apov To véo subtool, £xet Tov 1010 apBpd points pe TV EMAEYUEVT TEPLOYN.

Anpovpydvrtag subtools, 1 mpooBétoviag péocw TV €mAOYOV insert Kot append,
dnuovpyobue ol Aiota, TNV 0Omoio, LTOPOVUE VO OLOYEIPIOTOVUE TNYOivovtag GTO
Tool>SubTool. Ano exei pmopodpue va dwypdyoupe éva subtool, va dnuiovpyncovpe éva
OVTLYypOpo, Vo EVOCOVUE 1 VO Y®OPIGOLUE HEPIKA, VO, KAVOLLE HETOVOUAGIO M Vo To
UETAKIVICOVHE TAVD Ko KAT® otV AloTto. AKOUO UTOPOVUE VO LETOKIVOVIOGTE HETOED TOV
subtools, emitpénovtag pog va pmaivovpe og Edit Mode o o kabéva amd avtd, aALd Kot Vo
eppaviCovpe M va kpvPovpe amod v 086vn Ta subtools tng emtAoyng pog.
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Ewova 2. 12 H Aioto Tov subtools wov £yovpe dnpovpyncsel, KaOMOS Kot OLa To. EPpyaieia TOV
SubTool panel Tov ZBrush.

Ta véa subtools mov dMpovpyYovLE, dEV TEPLEYOLY UV Map Kol £TGL TPEMEL iTE VL
opicovpe eueig kbvovtag export to povtédo oto 3ds Max, pe v 1010 dwdikacio Tov
akolovBnoape oto mapddetypo pog, €ite pécm tov ZBrush kot tov plug-in UV Master. [Ma
va kévovpe uvw unwrap uécm tov 3ds Max oto subtool mov dNUIOVPYNCOLE UTOPOVUE VO
axolovOnoovpe 000 SOPOPETIKOVG TPOTOLS. MmopovUE Vo KAVOVLUE exXport 610 TPMTO
subdivision level to povtélo pog oe popen .obj kot va to gldyovpe oto 3ds Max, émov Oa
ONULOVPYACOVLE TO UVW YAPTN Kot apoV To Kévovue export kot wdAl import oto ZBrush, 0a
OVTIKOTOGTHGOVUE TO opykOd subtool pe avtd mov €xel uvw ovvietoyuéveg kol Oa
ovveyioovpe v emnelepyasio Tov. O de0TEPOg TPOMOG €lval TOPOUOLOG, OUMG OEV oG
evolapépet to subdivision level, a@ov umopovue va KAVOLLE UVW unwrap Kot vo, HEc® Tov
plug-in UV Master va KGvVOLUE copy-paste TOV YOpTI GLVIETAYUEVOVY TTOL GTO ap)Lko subtool.
O pdvog meplopiopog eivar 6T Tpémet va yivel paste oto 1610 subdivision level pe avtd mov
dovAéyape oto 3ds Max.

[Mopéro avtd 10 ZBrush péow tov plug-in UV Master divelr v dvvatdmra
onuovpyiog uvw maps péEcw pog ovtopotng owdikaciog. To UV Master onpovpyet éva
avtiypapo tov mTpdTov subdivision level Tov povtélov mov dovAebove, Kol TAVD GE QVTO
emAgyovpe onuela mov BEAovpe va TPOoTATEWYOLUE Kol onuein mov Bélovpe va
TPOCEAKVGOVV TO seams, Kol Tl mat®vtag Unwrap, dnuovpyel éva xGpTn GLVIETAYUEVOV.
H dwdwacio avtn dev givor KatdAAnAn yio peydlo Kot TepimAoKa aVTIKEILEVA, LE OVAOUUAES
emedveleg, agov divel éva amotéleoua Katd mpocsyyion. AAlol TpoTol dnpovpyiog seams
o010 ZBrush givor pécm t@v polygroups, 1 Tnv avtopatn dnuovpyio Tov seams Pociopuévn
ot0 ambient occlusion, dnAad1| ot onpeio Tov dgv gival TOAD EUPAVT.
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Ewova 2. 13 To plug-in epyaieio UV Master ko ov mapdperpol tov

"Exovtag miéov ompiovpynoel 6Aa to amapaitnTa subtools, Ta K&vovpe export 6to
uikpotepo emimedo avaivong, oniadn oto subdivision level 1, onpovpyovpe oOlo To
amopoitnta maps kot cuveyilovpe otnV EXOUEVT] PACT KOl GTNV dNOLPYic TV animations.
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Kepdararo 3

Blender Game Engine

3.1 IIpoéroyog

To Blender givot éva open source AOYIGHIKO TOV YPTCLOTOLEITAL YioL TNV dNLovPYic,
animated tawiov, ontikov effect, dtadpactikég 3D gpapuoyég kot video matyvidimv. Mepikd
OO T YOPOUKTNPLOTIKG TOL TPOGPEPEL Elvan 1 dvvatotnTa avarntuéng 3D poviélwv, o UV
Unwrapping kot Texturing, dwodikacieg rigging kot skinning, eopoimon particles, vypov kot
Kamvov Kot TEAOG TIG dtadikacieg animating, rendering, enegepyacio fivieo Kot compositing.

3.2 lotopwn avadpopn)

To Blender opywd onpovpynfnke coav puo HIKPY €QOpUOYn YPOQEiov amd Tnv
OMavdkn etapion animation studio NeoGeo kot tov cuvidpuvt tg Ton Roosendaal.
I'pyopa n NeoGeo €yve éva and ta o dadedopéva animation studio oty OAAavdia kot to
1995 anogpaciotnke va avaypaptel to gpyaieio and v apyn. Apyodtepa 1o 1998 o Ton
Roosendaal idpvoe o véa etapia pe 1o 6vopo Nan (Not a Number Technologies) yio tnv
TEPETAIP® avATTLEN Kol TPOMONGN TOV GLYKEKPUEVOL EPYOAEIOV, KAOMDG ETioNC TNV TOPOYN
VINPECIDOV KoL EUTOPIKDOV TPOIOVIMV. XTOYOG TG ETANPiag NTav 1 dnpovpyio evog erevbepov
oV ypNon mpoypdupatog dnpovpyiag 3D mepieyopévov, TOv OUMOG TAPOAO TNV UEYAAN
avamTuén Kot TG eToupieg mov emévovcav og avtd pExpt o 2000, dvo ypodvia apydtepa 1
gTopio avoykaoTnKe vo KAEIGEL AOY® OIKOVOUIK®OV TPoPANUAT®V.

To «helowo g etapiag otapdtnoe v avarntoén tov Blender, o6uwg ot
£vVOOLGLOONG KOVOTNTEC YPNOTMOV KOl TEAUTAOV OEV CTAUATNGOV TOTE VO, AGYOAOVVTOL [LE TO
ovykekpiévo epyareio kot €tor o Ton Roosendaal amogdoice vo dnuiovpynoel to un
kepdookomikd idpvpa Blender, 6mov éfoie g otdy0 TNV avimtuén Kol TpomOnon Tov
gpyareiov ¢ éva eLedBePO AOYIGHIKO OVOIKTOU KOOKO PAGIGUEVO GTNY KOWVOTNTA XPT|OTMV.
Tov OktdPpro tov 2002 1o Blender mapaddOnke 610 Kovd KAt and Tovg 6povg tov GNU
General Public License ot é£ktote avamtvocetor pe v ebegloviikr  epyaocia
TPOYPUUUATIGTAOV OVE TOV KOGLLO.
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3.3 To gpyaireio onjuepo

To Blender tpéyst ota Aertovpyikd ovotiuato Linux, Mac OS X, Microsoft
Windows kot FreeBSD kot av kot €xel éva oyetikd pikpd péyebog eykatdotoong, €xel
YOPOKTNPLOTIKA Kot wap€yel Avoelg evog high-end 3D Aoyiopukov. Yrmootpilel éva peydro
apuo primitive meshes, polygon meshes, fast subdivision surface modeling, Bezier curves,
NURBS surfaces, meatballs, digital sculpting, outline font, kot T0 véo n-gon cvoTHUA
povtelonoinong mov ovopdleton B-mesh. Axdpo vmootnpiler 1o YafaRay , &lebBepo
npdypappa ray tracer, ecmTEPIKN render engine pe ray tracing, indirect lighting kot ambient
occlusion, éva mAfpeg olokAnpopuévo node based compositor mov vrootnpiletor otV
dwdwkaocia rendering, modifiers mov fonfovv oty dadikacic povielomoinong Kot Pactkég
Teyvikég emefepyaciog Myov kol Pivieo. Xtov touéo animation mpooeépet keyframed
animation gpyoleia, inverse kinematics, évo epyakeio dnNUIOVPYIOG GKEAETIKOD GUGTNOTOC
(armature), curve ko lattice based deformations, shape keys, vertex weighting, soft bodies,
fluid won bullet rigid body dynamics kot mesh collision detection.

To Blender Aettovpyei axoduo kot cov game engine, a@od mpooeépel collision
detection, dynamics engine, 0nmg particle cuoTudTEV Kot e£0poimon KamvoD Kot veEpol Kot
TELOG TTOPEYEL TNV SLVOTOTNTA TPOYpaLUaTIcHoD o€ Python. Méow Python scripts extdc amod
TOV TPOYPOUUOTIONO TOV TEPPAAAOVTOG TOL TOUYVIOOV, UTOPOVLE VO ONIOVPYTCOVLE
eedkevpévo  epyoreio, VO ODTOUOTOTOMGOVUE OlOOIKOGIEG KOL VO ONUIOVPYHCOVUE
import/export plug-ins yio d14popeg LOpPEG apyeimv.

3.4 Ta onpeia yp1ong Tov TNV OVATTLEN TS TTVYLEKNG

2TV GLYKEKPIUEVT] TTLYLOKN yprolponomdnke to Blender otmv éxdoon 2.49b,
KLPI®G Y10 TNV ONUIOVPYIN TOV CKEAETIKOV CUGTNUATOV (armature) TV LOVTEA®V Kol Yio TV
dnuovpyio TV animations. Av kot 0oTEAED ot OAOKANPOUEVT ADOT Yo TNV dnpovpyio
€VOC T VIOL00, 0o TNV SlodtKacio TG HOVIEAOTOINGNG, MG KOl TOV TPOYPOLUATIGUO, E0D
YPNOWOTOMONKE O €VOV GUYKEKPIUEVO TOUEN, OTOV TOL animation, AoV Oivel PEYAAN
elevbepio kot gukoAia otov ypnotn. Hapoakdto Oa deifovpe péc® evog TOPASEIYUATOS, TG
ypnowonrocape to Blender.

3.5 TIMopaderypo dSnuovpyiog Tov armature

Yuveyifovtag To TOPASEYLO TOV TOPOVCLICHIE GE TPOTYOVUEVE KEQPAAOLO, TPMTO
péom tov 3ds Max ko petd péow tov ZBrush, Ba deiovpe v Sadikacio onpovpyiog tov
animations, KaOd¢ KAl TIG TEYVIKES TOL OKOAOVONGOLLE.

[Ipwv Eexwvnoovpe Ouwg vo. oynUatiCovpe TO OKEAETO Y0 TOV YOPOKTNPO WOG, O
WARcovue Ayo yio v dadikocia rigging. To rigging umopovpe vo 10 TEPLYPAYOVUE MG TNV
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dwadkacio pécw ¢ omoiag dnuovpyodue amid “controller” avrtikeipeva, HEc® TOV 0TOI®V
UTopovUE Vo emnpedoovpe GAA0 o mepimloko avTikeipeva. 1o Blender ov “controller”
avTol KOAOUVTOL armatures, Kot UTopovy va eAEYYOLV TO oynue (geometry) tv meshes Kot
OOV TOV EODV TOV EMPAVEIDY, OTMG ETIONG KOl TIG OIOTNTEG TOV AVTIKEUEVOVY, OT®G TNV
0éom, to péyebog kar v mepiotpop. Ta armatures AOTOV UILOVVTOL £VOV GKEAETO, TOGO
otV dopn|, 6GO KOl GTNV GLUTEPLPOPA, Y1’ 0LTO AEPE OTL amoTeLovVTAL Ao bones.

Ye kéBe bone Tov armature HITOPOVLLE VO, GUVOECOVLE £VOL 1) TEPIGGOTEPO AVTIKEILEVAL,
N UOVO Eva UEPOC TNG EMPAVELNG EVOC AVTIKEWEVOD, LECH UI0G SL0OIKAGIOG OPIoUOD GYEGNS
yovéa-moudtoh HETOED armature Kot OVTIKEINEVOL. MEG® ovtig Tng oxEomg UmopovUE
LETOKIVAOVTOG T bones, v aALALovpE TIG 1O10TNTEG TV CLUVOIESEUEV®V OVTIKEIUEVOV. AKOWLA
7o k@O armature £yel emmAéov ektog omd to Object Mode kot Edit Mode, to Pose Mode,
UEG® TOV Omoiov yivovtal OA To Tapamdve duvatd. Ag deifovpe Tdpa To Pacikd Prpoto
onpovpyiag evoc armature Kot TOV TPOTO GHVOIECT|G TOV YOPAKTIPA LOG GE QVTO.

Apyikd xdvovpe import oto Blender tov yopaxtipo HoC Kot OAO TO ETUEPOVG
subtools mov onovpyncapne oto ZBrush, €161 ®ote va €yovpe oty 006vn pog Ola Ta
avtikeipeva ota omoio Ba Paciotovpe Yo To oyfua Tov armature Tov Ba oyedidcovpe. AQod
TEAEIDGOLLLE TNV glo0y®yn OAV TV apyeiov pog, sipoote oe Béon va Eekvijoovpe vo
dnuovpyodE TO GKEAETO KOl OAO TO ETUEPOLE bones eAEYyOV.

Mo v onuovpyiag armature wnyaivoope oto Add tov Poacikod pevov kot
emAéyovue Armature, 1 pHéc®w TV ocvvtopevoewv Shift+A kot Space, 6mov emiléyovpe
Add—>Armature 610 pevod OV gUEAVILETOL 0TO oNUEld TOL £YOLUE TOV KEPGOPO TOL
movtiklo. To armature, 6mwg kol T0 KAOE AVTIKEILEVO TOL EIGAYOVUE HEGO OTO GKNVI LOG
natdvtag Add, dnuiovpyeitar oty Bon mov givor o kEpoopag. Mmopodie v LETAPEPOVLLE
tov képoopa oty Béon 0,0,0 matwvrag Shift+C, 1 va emAéEovpe gueic por GAAN TOTOVTOG
aplotepd KAk omovdnmote oty 006vn. Ouwg eueic ypewaldpuacte n faon Tov armature va
TavTiletal amOAVTO pe €vo ONUEID TOL KEVIPOL TOL YOPOKTNPO LOG, £TCL OOTE VO EYOVUE
aplotepd Kot de&1d opodpopea bones.

Mo va petapépovpe ToV KEPGOPO GTO PEGO TOV YOPUKTNPO MOG Kol 6TV EXBOUNTA
0éom, axolovBolpe To mopakdte Pripoto. EmAéyovpe 1o mesh tov yopokTipo pog Kot
uraivovpe oe Edit Mode moatdvtog Tab 11 aAldloviag 1o Object Mode amd v pmépo
gpyoreiv g oknvNe. v cvvéyelo, oAhalovpe To view amd perspective o€ front Kot apov
emié&ovpe Vertex Select Mode kol gpoaviotovv Olo To vertices TOv HOVTEAOL WOG,
emAEyovpe To pecaio vertex mov Ppioketar 6to VYOG NG AEKAVNG TOV, TOTOVTOG OPLOTEPO
KAMK TAVm Tov, OT®G GaiveTal otny gkova 1.
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(il > view setect Wi [scotmoss o] @] (@ - BR[O e [Locas](@ on
Ewoéva 3. 1 To povtéro pog énmg gaivetor oto Edit Mode, pe emieypévo 1o Vertex Selection
Mode

‘Eyxovtag emileypévo to emBountd vertex, mordpe Shift+S kot emdéyovue to Cursor ->
Selection, 1o onoio peTapépel Tov kKépoopa 6To emreypévo onpeio. [Théov €xovpe opicet 10
onueio oto omoio B dnuovpynoovpe v Pdon Tov armature kou Pyoivovue omd to Edit
Mode mataovtog Tab.

Egpoocov givor 0Aa étopo mataue Add->Armature kot peovifetor 10 TpMTO pHog
bone. Apéowc arrdlovpe oe Edit Mode, emAéyovpe v Kopven ToL bone Kol T0 KAVOLUE
scale down otov Z d&ova, 0nmg gaivetal oty ewova 2. Emiong yio va givar epoavég ta
bones péca omd ta meshes, evepyomolovpe and to Editing Options tov Armature, to Kovumi
X-Ray.

re.001

~ view select_amate | Ao wose =) (@ =) (OMBI0 )= [Loca =] ) [@]

EE
Ewéva 3. 2 To armature o¢ Edit Mode, pe evepyomompévo to koopni X-Ray

YV cvvéyelo ToTapE To Kovumi 3 yia vo aAhaEovpe og left view kot cuveyilovue va,
dnuovpyodue bones, motdvrag to mAnktpo “E” ko kdvovtog drag otnv 00dvn, Ommg
eaivetol otnv ewova 3. e mepintwon mov BEAovpe To bone mov o dnpovpyncovue va givar
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gubuypappiopévo pe kamotov dova, matdpe “E” yio vo To SNUIovpyncovue Kot Eva oo Ta
X,¥,Z Y10, VoL ETAEEOVE TOV GUYKEKPIUEVO AEoval.

Ewova 3.3 ZTyéTUTO. 0T0 TV ONUIOVPYIC TOV GKEAETIKOU GUOTI|LOTOS

Mo vo dnuovpynoovue bones GUUUETPIKA MG TPOG ToV AEova X, ONAad TaVTOYPOVa,
oe&1d kan aplotepd, motape “1” €tol dote vo yupicovpe oto front view kol evepyomolovpe
ano ta Editing Options to X-Axis Mitror. Ztnv cvvéyela dnpiovpyodpe bones, 0Twe kot Tpv
oA matovtog ShifttE. Aeod mpocBécovpe 0o ta amapaitnta bones, kévovpe OAEG TIC
amopoitnTeg PIKPES 010pHDGELG KOl EAEYYOVLE v Elval OAa 6TV GOGoTH BE0T TOVG YVPVAOVTOG
v Kapepo kor aardlovrag view. Ilpwv fyovpe amd to Edit Mode, kévovpe petovopocio ta
bones pe ovOUOTO GYETIKG UE TO ONUEIL TOL EAEYYOLV GTOV YOPOKTNPO UOG, £TCL MOTE
apyotepa va dlevkoivvOodue. Emiong m petovopocio twv cuppeTpik@dv bones, gival
ONUOVTIKO va yivel emAéyoviag ovopota Ommg bone.R kor bone.l, § Right.bone kot
Left.bone, agov £tol 10 Blender avayvmpilet Tt eivor 6€1d Ko TL aplotepd, divovtag Hog Tnv
duvatdTnTa va avtypdeovue mOLEG CUUUETPIKA, Mo TEXVIKT oL Oo pog Pondnoel moAd oty
dwdikaoio. Tov animation. Xt1¢ 000 €wKOVeEG TapakdT® ¢oivovtal To panel Selected Bones,
Omov yivetal 1 petovouacio Tov bones Kot 1 aAloyr Tov parent TOVG, OTMG EMIONG KOt Eval
OTLYMOTLTTO LE T, OVOLLOTO KOt TOVG GEoVeEC TV bones Tov dNUovpynoape.
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¥ Armature Bones

Selected Bohes

Barm1 L ||:hi|d of shoulder . L - m
4 Segrn: 1 ¢ |4 Dist: 0,03 I|4Wei|:_1ht:1.I:II:Ib
Hinge Bt Mult | Hide | Lock
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Ewéva 3. 4 To panel Selected Bones, a6 6mov éyve N petovopooia, 6mmg ep@avileTtan 610
Edit Mode

armi L

!

amz.L ”%

Ewéva 3.5 ZTiypdTono o To TEMKO amotélecspa TOv armature, pe To 0vopoTo TV bones,
KoOAOG Ko 01 GEOvES TOVG

"Eyxovtag oyedidoet 6ha To bones Tov yOpaKINPQ, TPOYOPALE GTO ETOUEVO PriiLo. TOV
Rigging, mov eivar m Swdwkaocio Skinning. Me to Skinning meprypdeetol 1 Swodikacio
oLVOESNG TOL armature, PE GAAN OVTIKEIHEVA, LEGH TG omoiog To armature emnpedlel Tig
W0 TeEC M TO0 oYM avtdv. Xto Blender vmdpyovv 600 Pacikoi tpdémor skinning wov
umopoby vo emrtevyBoldy, TPOTOV HECH TNG CUVOEONG TOV OVIIKEWWEVOV LE parent Kot
constraint ota bones Kot 6e0TEPOV e TNV €QPAPLOYN 0AGKANPOL Tov armature modifier o€ Eva
mesh. Ty npdm mepintmon dtav petakvodue 1 meplotpépovpe o, bones oto Pose Mode,
7o 1010 ovpPaivel Kot oTo TOOLY TOVS, ONAAOT OTO OVTIKEIUEVA TOV TOVG EXOLUE Kavetl link.
Eniong og avtrv v mepintoon ta aviikeipeva (children) dev yivovratl deform, onAiadn dev
0éyovion kapio oAloyn oty emEAaveln Tovg. AvVTIOET®MG oty dghTepn TePInT®OON OTOV
epappolovpe to armature modifier o€ éva avtikeipevo, umopodue vo kévoope deform, agpov
ta bones Tov armature gAEyyovv dtapopeTikd onpeio Tov mesh. Avti 1 dwdikacio givan pio
mepimAoK™ Ka 1oyvpn LEBOSOC, TOV GTNV OLGIN ATOTEAEL TOV LLOVO TPAYLLATIKO TPOTO EAEYYOV
TOV GYNUOTOC VOG mesh, dnhadn tov Eleyyo Tng oxeTikng Béong tv vertices Tov mesh péoa
o710 3D mepifariov.
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AoV meprypayape to skinning, kot ¢ pmopei vo emitevydei, o dodue TOpo péca,
an6 1o Blender, nd¢ yivetoaw otnv mpdaén, ovveyilovtag 1o mAPASEYUA poc. ApyKa
eMAEYOLUE TO armature kot gvepyomolovpe 10 Pose Mode wote va pmopovpe va emAéEovpe
7o bones Tov. XTnV GUVEXELN EMAEYOVUE TOV YOPAKTNPA Uag, Pefatwvoponcte OtL gival g
Object Mode kot €yovtag motnuévo to mAnkTpo Shift, emAéyovpe éva amd ta bones tov
armature. Eivot onpavtikd va yivel pe autniyv v ogpd, Kabog tpdta emiéyovpe to child ko
petd To parent Tov. Aeov emréEovpe kot ta dvo matdpe Ctrl+P, 1o onolo Ba eppavicer oty
006vn pog to pevov “Make Parent To” kot tpeig emhoyés, tic Bone, Armature ko Object.
Epeig 0éhovpe va gpappocovpe To armature mov GYESIACAUE TAV® GTO GMLLO TOV YOPAKTIPO
uog kot ot emdéyovue to Make Parent To—> Armature.

Ewova 3. 6 Amuovpyiu oyéong yovéa-morotov petofv armature kor mesh, ratd@vrag Ctrl +
P

Emiéyovtog to Armature yio parent, gpoavietor éva axopa pevod pe titho “Create
Vertex Groups?” and 10 omoio KahoOpoote va emléEovpe o and TIG TECOEPLS TEYVIKES
dnuovpyiog “vertex groups” ¢ dwudikaciog skinning, dnwg eaiverat Kot otny gikova, 7.

Create Yertex Groups?

Don't Create Groups

Mame Groups
Create From Envelopes
Create From Bone Heat

Ewova 3.7 To pevod g dnuovpyias Vertex Groups, tng dwedikaciog skinning pe parent
TO armature

39



Me v emhoyn “Don’t Create Groups”, dgv dSNUIOVPYEL groups Kol Kotd GUVETEL TA,
bones dev Ba emnpedlovv kabBolov v empdveln tov mesh. Me 10 “Name Groups”
onpovpyodvtal, ov degv LILApYoLvV NOM, Gdew vertex groups Y to Kabe bone tov skinned
armature. AVt Tov TPOTO TOV EMAEYOVUE OV £YOVUE OMUOLPYNGEL 0N vertex groups Kot
&yovpe opicel Ta vertices mov Ba eA&yyouv uécm Tov weight paint, yio 0AOKANPO TO0 mesh pog.
Axopa oto pevov PAémovpe cav tpitn emthoyn 1o “Create From Envelopes”, mov 6mmg kot
oto “Name Groups”, Ba dnpovpynocel vertex groups yo Kabe bone, opmg Ba kével avtopata
weight avaAdymg v meployn enppong Tov kKabe bone. Me avtdv Tov TpdTO OTL vertex groups
&yovpe dnpovpynoet kot kavel weight avikadiotovial. Xav televtaio emloyn PAémovue to
“Create From Bone Heat”, mov 6mtm¢ Kot otV mopandve mepintmon oynuotilel avtdpata
vertex groups, OU®G €6M 1 dadtkocio emA0YNG TV vertices Kot Tov weight paint yivovtol
péco amod tov “bone heat” adyopiBpo.

210 TOPAdEYHO HOC, EMAEYOVLUE VO ONUOLPYNOOLUE vertex groups HEG® TOL
oAyopiBuov Bone Heat, xoBmdg dlvel apketd koAl omOTEAECUATO, TTOV OTIV CULVEXELN
umopobvpe va  aAla&ovpe/dopbdcovpe yepokivnta. ‘Eyovtag dnimdcer ®g parent Tov
YOPOUKTNPO HOG TO armature, PAETOVLE OTL LETAKIVAOVTAG 1] TEPICTPEPOVTAG TO. bones, ot 1d1eg
oAAayEG yivovtolr Kot otov yopaktipo poc. Emiong petokivavtag bones tov armature
umopovue vo eEréyEovpie av €xel yivel cwotd weight paint 6€ avTd, KATL TOL OTIS TEPLGCOTEPES
nepmtcelg Bédel pikpég dopbaoels. o va kavovpe dopbdoeig 1 Yo va emhééovpe euei
Ta vertices EmMPPONG evog bone, emtdéyovue 1o mesh kot otnv cvvéyeta aAralovpe amd Object
Mode e Weight Paint Mode 6mw¢ paivetal otnv ekdvo, TopakdTo.

% Texture Paint
B Vertex Paint
& Soulpt Maode
A, Edit Mode
14 Object Maode
~ View Select Ohject [&

Ewéva 3. 8 Emoyi Tov Weight Paint Mode

©| = [Local - B EHHE)

Ye autd 10 Mode emiéyovtag to kdOe bone pmopovpe vo SOVUE TNV TEPLOYN
EMPPONG TOV, AL Kot TV dvvaun pe tnv omoia eAéyyel to mesh. To Bdpog Tov bone ota
Stapopa onuelo emppong tov vertex group, ¢Qoivetor HEc® TOL Ypodpatos. To Pdpog
kopaivete peta&y 0 kot 1, pe 1o 0 va punv ennpedlel kaborov v meptoyn kat to 1 va eAéyyel
100% to cvykekpéva vertices. Xe mOAAG onueio dVo 1 kol wopondve bones pumopel va
eréyyovv ta 1d1a vertices, pe dtapopetikd Bapn. Téton onpeia eivar avtd 6moL EVOVOVTOL TOL
bones kot ota omoia To fépn dnuovpyovvTal Kot potpdlovral avtdpaTo and Tov aAyoptouo
“bone heat”.
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“ C ] i | Gvwgipars =] |9 1 i
Ekéva 3.9 Ta Bapn Ko 1 mepLoyég emppons Tev bones, Tov Snuvayn()nkav pREG® TOV
“bone heat” aiyopiOpov oty drodikacia skinning

Eniong oto Weight Paint Mode PAémovpe 6tt oto Buttons Window, eppaviletal to
Paint panel 6mov Bpickovtalr 6Ao To omoapaitnTo epyaheios pe TO OTOl0. UTOPOVUE VO
YPOUATICOVUE TO HOVTELO LOG KoL VO OMULOVPYNGOVHE 1 aAldEovpe Ta Baprn Tov bones. Xt0
panel avtd pmopovpe va emdéEovpe v €vtaon kol o péyebog g emipdvelng mov Ba
Bayovpe, Tov TpdmO, aALd Ko S1dpopeg dALeG emAoYES, OTMS aivoviat otny gwova 10.

Weight:1.000 EEsss——— T
o | 14 | 12 | 34 | 1 A
Opacity 1.000 | Sk
R EEE filul
Size 25,00 B | | ElL
Lighter

Darker

I"-Ju:urmalsl Spray ]
l Clear ]

Vert Dist Soft

= Mdirror

Ewéva 3. 10 To Paint panel Tov Buttons Window mov gp@aviletar oto Weight Paint Mode

Tehewdvovtog e TOV YOPOKTAPL OGS, EMAEYOVUE KOl TO VTOAOWTO OVTIKEILEVOL [LOG
KOl To KGvovpe parent oto armature, emiléyovtog Parent To—>Armature, yio ovtd mwov
0éhovpe va yivovtar deform amd ta bones kot Parent To>Bone ywo avtd mov 6éhovpe va
LETOKIVOOVTOL [E TOV 1010 TPOTO OT™G To bones, aAAA va unv emdéyetol kapuioo aAAoyn oTo
GYN MO TOVG,.

AoV eréyéovpe, petakivavtag OAa ta bones, 0Tl givol c®GTA SNAopEVe To vertex
groups OA®V TOV AVTIKEWEVOVY, KOl KAVOLUE TIG omapaitnteg oAlayég péoa omd 1o Weight
Paint Mode, eipocte oe Béon va onpovpynoovpe to animations pog. Ilpota opwg Oa
acyoAnfodue Alyo pe v onovpyio Kamowwv emmAéwnv bones, pokpld axd to mesh €161
®ote va, gival evkolo TpocsPdoipa Kot To ooio 6gv Bo amoTeAOVV HEPOG TOV GKEAETOD TOL
XAPAKTNPA pog, aArd éva gidog controller piag oAdKANpNG TepLoyg Tov. Me v dnpovpyia
twv control bones M dladikacio Tov animation yivetol okOUO O EDKOAN, 0OV LECH inverse
kinematics, eAéyyovpe oAOKANPEC ouddeg omd bones, kot Oyt 0 kabéva Eeywpiotd. H
dnuovpyio. ovt@v TV bones yivetal emitndeg o avTd TO ONEl0, POV €yovpe NN KAVEL
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parent to armature oto mesh kot €161 OAo ta véa bones mov oyedidlovpe dev emmpedalovy
GUECH TO YOPUKTAPO HOC, KATL TOVv o€ ovtifetn mepintoorn 0o émpene va dopbdcovue
evronilovtag kot ofnvovtag ta fapn ota vertex groups mov Oa eiyav dnpovpynoet.

‘Evo. amd ta mo kpiocwo onueion g oyediaong Ttov armature €ivor avtd g
dnuovpyiog twv control bones, ota TOd10. AvTd cLpPaivel yloTi HeTaKIVOVTOG TNV BACT TOL
armature, onAodn TOL parent OAwv TV bones, OElovpe TO MO TOL YAPOKTAPO VO
mopopévouy otafepd oto 1810 onpElo €161 MGTE va AmoPVYOLUE TV dnovpyio evog idovg
KOAlone. o tov Aoym avtd dnuovpyodue téocepa control bones oto kdbe mOS Ko Tal
GUVOEOLLE KOTAAANAL LECM TNG TEYVIKNG parent aAAG Kol LEo® constraint pe GAAL.

Apyikd dnpovpyovue ta bones, 6Tm paivetal oty gikova 12, pe tov 010 Tpdmo mov
deifape mOPOUTAVO KOL GTNV GULVEXEWD, TO WETOKWVOVUUE HOKPLY OTO TOV GKEAETO,
amevepyomoldvtag To kovunmi Con tov parent Tovg mov Bpicketar oto Selected Bones panel

foot cirl L

hesl L
Aot

w2 oot TargetL |

leg_targetL

{1 Armaturs

[ ] = view Select Pose [@roseMode =] (@ (@ | (BIBI0[= [Loca =) FHTHHFHEN (o] (@] L+4|

Ewéva 3. 11 Ta control bones Tov 8£&100 106100 TOV armature

AoV ta ovopdoape KatdAlnia dote va ta Egxopilovpe, MNAdoae Tovg parent TOLG
ue tov eénc tpoémo. Xto foot target dnlwoope mg parent to heel, oto Leg target to
foot target, oto heel to foot ctrl ka1 téhog oto foot ctrl, mov amotelel ovolacTiKd TOV parent
KOl TOV TPV, dgv onAdcape kavéva yioti oev Béhovue va ggaptdral and kavévo GAro.
Eniong onpovpynoape péom inverse kinematics kot tov IK Solver constraint pio chvdeon
peta&d ovtdv tov bones kot tov leg2 kot foot. Me 1o IK Solver dnpovpyovue éva gidog
ovvdeons petadd Tov emieynévou bone mov TpochETovpe T0 GLYKEKPILEVO constraint Kot TG
Baong Tov armature 1 pe évo emleypévo bone mov 10 dNAGVOLUE MG target.

Y10 mopadelypd pog, epdcov gipaote oe Pose Mode, emAéyovpe to bone pe 6voua
leg2, g de&iag ko apiotepng mhevpdg Eexopiotd, matdpe Add Constrain oto Constrain
panel tov kot emiéyovue IK Solver. Auéomg moapatnpodue oty oknvi pag, 6tL To bone
oAAGlel ypopa, onudol 6t oto cvykekpiuévo bone €yovpe kavel add éva constraint, kot
emiong eppaviferon oto Constrain panel o IK Solver, 60nwg @aivetor mapaxdtm.
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Cohstraints

Ardd Constraint ] To Bone: foot_ctrl.L

= |k _ x
Target: Fole Target:
0OE: | [oB: |

Posih 1.00 B |
Fiot | 1.00 RS

Influence 1,000 BR[| Show | key

Stretch

Ewoéva 3. 12 To panel tov IK Solver Constraint

210 IK Constraint panel dnimvovue oto Target OB 10 6vopa Tov armature, Tov 6TV
mepintwon pog €yovpe kpotoel 1o default ovopo Armature, oto Subtarget Bone BO 10
leg target bone kot 6to ChainLen v tiun 2. To 1810 kévovpe ko yio to bone foot g de&idig
Kot aprotepng mAevpas, pe Target OB 1o armature, Subtarget Bone BO 1o foot target kot
ChainLen tv tiun 1.

‘Exovtag dnuiovpynoel oyécelg parent kol constraint ota bones kavovtag OAo Ta
napamdve, eréyyovtag to foot ctrl bone g kdbe mhevpds, sipacte oe BEom va Kivovue To
OOl HE QLOIKO TPOMO, EVA EMALYOVTOG KOL KAVOVTIOC TEPIOTPOPT] M UETOKIVION
omolovdnmote GAlov control bone Oa pmopovue vo eléyyovue PIKPOTEPEG OUADEG OO TO
bones Tov MOS10V. LTV TOPOKATO® £KOVOL Qaiveral 1 Kivinon tov Todov péca amd TNV
TEPLOTPOPT KOl LETAKIVION oT®V TmV bones.

Ewoéva 3. 13 Kivnon oAéxinpov Tov apiotepod m0o100 ypnoiponotdvtog Ta control bones

[T éov &yovue tedeudoel pe to armature, Kot eipocte oe Béon va Eekvoovpe va
dnuovpyodue ta animation poc. ' va 0 kdvovpe avtd, yopilovpe to Tapdbvpo ™
GKMVIAG KOG 0TO 000, TOTMOVTAG GTA Oplot TOV view 0e&il KAMK 1 TV podEAN KOl ETIAEYOVUE
Split Area. Kdvovpe 1o id10 otnv meployn mov dnpovpynoape kot 1o yopilovpue mdil ota
o0, €161 MoTe va &yovpe otnv pon 086vn to 3D View kol 6tnv GAAN [N GTO TAVE® HEPOG
to Timeline kot 610 kGt tov Action Editor, 6mwg @aiveton oty ewova 15. T va
aAlagovpe tov TOmO Tov TMapadHpov, matdue oto Kovuni Window type oto kdtw apiotepd

UEPOG NG KAOE TTEPLOYNG.
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Ewcéva 3. 14 Ta mapadopo 3D View, Timeline ko Action Editor Tov Blender

Y10 mapdBvpo Timeline pmopovpe va dodue o€ mowo frame 1M devtepdrento
Bprokdpaocte, oo glvar To apykd Kot telkd frame tov animation Kot vo S0VUE TOV givor Ta
keyframes tov emieypévov avtikeluévov. Eniong mapéyet éva VTR-like control cbotnua, pe
70 omoio umopovye va 1o frame ov Pprokduacte aArd kon To frame range, vo petakvnOodue
070 €MOUEVO 1 TponyoVvuevo frame, va “tpéEovpe” To animation, va SMULOVPYGOVUE N VoL
opfoovpe keyframes kot va cuyypovicovpe évav Mo Le To animation.

-20 o 20 40 6O 80 100 180

. ! o i | 1a 140 180 0
[E'w view rane piaseck [pr]~ sttt [ enaso ] [~ 1] [ecfse][o Jor Jon][o ] o]

Ewéva 3. 15 To napdBvpo Timeline pe Tnv ypappn epyareiov Tov

To animation &ivat £vo, opKeTE PEYAAO KoL GNUOVTIKO KOUUATL TNE TTUYLIOKNG, KaOdg
yperaletar apketd ypdvo Kot Aemtopepeig dovAeld. Xto Blender vadpyovv tpelg drapopetikoi
Animation Editors, péca amd tovg omoiovg pumopolue va TeETHYOLUE TEAEW OTMOTEAEGUATO.
Avtoi or Animation Editors €ivai, o Ipo Curve editor, o Action editor kot o0 NLA editor, ot
omoiol £xouv dnuovpynOel £Tc1 mote 0 Evog vo cuveyilel Ty dovAeld Tov dAlov, apov Ta Ipo
curves Yp1NoLUOTOlovVTOL 0td To actions, To OTOI0, GTNV GLVEXELD YPNCLOTOOVVTAL OO TO
NLA (non linear animation). O Ipo curve amotelel to yaunidtepo eninedo editor, péca and
70 omoio pmopovpe vo eEAEYEovE LEGM KOUTOA®Y TNG PLOUIGELS Kot 1810TNTEG TOV animation,
evd o Action editor, av kot glvon Tapopolog pe tov Ipo editor, divel pia mo yevikn €1kOVOL TOL
animation kot emrtpénel v enefepyocio. TOAADY bones Kol OVTIKEWEVOV TOVTOYPOVAC.
Téhog 0 NLA amotelel tov vynAdtepo emimédov animation editor Tov Blender, o omoiog €xet
Baciotel oy Wéo twv non-linear video editors kot emrtpémel v emnelepyoacio TOAADV
actions TaVTOYPOVA, T OTTOL0 TAPOVSLALOVTOL GOV GTOLYELD KOl UTOPOVV VAL LETAKIVIHOUV, va
dnuovpynfodv avtiypapa Kot vo, HEYRADGOLY 1 WKPUVOLV 0LEAVOVTOG KOl HELDVOVTOG
avticTol o TNV TayVTNTO TV animation clips (actions)
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Ewova 3. 16 O Ipo Curve Editor. Xpnowomoigiton yio va opicoope Ko exeéepyaotodpe
interpolation curves

Ewoéva 3. 17 O Action Editor. Xpnowponoieitot yio Tnv dnpovpyia gvég action

L ObActon_nia

& Obaction_nla
ShapeAciion_nia
ShapeAction_nla

Ewova 3. 18 O NLA Editor. Xpnowonoigiton yio va eneéepyooctodpe ol actions

Yuveyifovtag To TOPAdEIY IO LOG, Y10 VO SNUIOVPYACOVUE £vo, animation, ETIAEYOVUE
TO armature Tov YOpoKTNpa pog kot uraivoope oe Pose Mode, mnyaivovpe 6to mopdbupo
Action Editor, emAéyovpe Action Editor Mode e€dv dev eivor Mon evepyomomuévo kot
kévoopue ADD NEW action. tnv cvvéyeia aAldlovpe 1o 6voua Tov action 6to emBounto
TOTOVTOG TOVEO TOL Kol apov HeTapepHovpe 610 TpdTo frame, emhéyovpe 6lo To bones
natdviag  “A” ko ond 10 Timeline Window matdpe 10 Kovumi Insert
Keyframe—> VisualLocRot. ‘Eyovtag dnuovpynoet keyframes kot opod evepyomotcovpe to
kovpni “Automatic keyframe insertion for Objects and Bones” pmopovue va dmdcovpe tnv
OoL0 TOV BELOVLLE GTO LOVTEAO LLOG, YMPIG VA avNnoLYOVLE, apob o€ KA aAlayn Tng B€ong i
TEPIOTPOPNG TV bones yivetor avtopato keyframe. Me v id1o. Aoyikn UETAKIVOOUOOTE
GTOV YPOVO Kl dMpovpyovpe véeg molec dnuovpyovrog keyframes péypt vo teEleidcovpe to
animation HaG, eV UTOPOVUE VO TO “TPEEOVUE” DOTE VO EVIOTIGOVUE TLUYOV TPOPANLLOTOL
omv kivnon kot vo, petaxkwvnBodue yewpokivnt N uéow tov VTR-like control bar tov
Timeline mapabvpov ce 6mot10 frame BELovpE KAVOVTOG dALOYEG GTO animation.
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AoV telelidoovpe e To animation kot to dopbdcovpe 6oL ypetdleTol uEGo amo
to Ipo curve editor, cuveyiCovpe vo dnuovpyodue dAla kdvoviag ADD NEW oto Action
nmopdBupo. Ta animations to KGvovpe otnv cuvéyeln export o poper .FBX, mov Oa ta
ewoayovpe apyotepa oto Unity game engine. tnv Ol0d1KOGIOL LTV UTOPOVUE VA
XPTCULOTOGOVUE O6V0 SUPOPETIKOVG TPOTOLS. Mmopovpe va kdvovue export to kafe
animation Egymplotd 1 va dnpiovpynoovue €va peydao animation péca amd to NLA editor
KOl GTNV CUVEYELD Vo TO ympicovpe péoa oto Unity.

Mo va kévovpe export to kGbe animation Eeympiotd, emiéyovue t0 Kabe Eva amod
oVTa, TNyaivoupe oty urapa tov mapabvpov Timeline kot apod dnAdcovpe o “end frame
of the animation” pe Tyun 0o pe 1o teAevtaio frame Tov cuykekpuévov action, Tnyaivovpe
File>Export—> Autodesk FBX. Xto mapdbupo mov pog avoiyel emdéyovue Scene Objects, o
emBountd Scale Size oav kot pmopovpe va aAld&ovpe 1o scale size péoa amd to Unity
apyotepa, amevepyomolovpe ta kovpmid Empty, Camera, Lamp kot Optimize Keyframes kot
maTape export. I'io va kévovpe export 6Aa Ta animations o€ éva .fbx apyelo, anyaivovpe oto
NLA editor kot TtpocBétovpe 6Aa to actions mov BéAovpe, Totmdvtag oto Strip—=>Add Action
Strip. Apo¥ o Bdhovue otnv cwotn oepd, Palovue oto “end frame of the animation” tnv
TN 101 LLE TO UAKOC OA®V TV Strips Kot KAVOLLLE eXpoTrt.

Expart Objects...
| Selected Objects

[« scale:45000 G0

[ Empty lCameral Lamp

rodifiers

[ Copy Image Files I HG Marmals

Export Armature Animation...

Enahle Animation

Optimize Keyframes

Current Action All Actions
Export Batch...
Enahle Batch
| Online Help | | Cancel | | Export |

Ewova 3. 19 To mapddvpo mapapiTpov export sty popen Autodesk FBX.

46



Kepararo 4

Unity Game Engine

4.1 IIpoéroyog

To Unity eivon éva ohokAnpopévo gpyaieio dnuiovpyiag 3D moyvididv kot GAL®V
OOPACTIKMOV TEPLEYOUEV@V, ONMOG 1 OPYITEKTOVIKN omewovion 1 1o 3D animation
TPAYLOTIKOD YPpOVOUL.

To mepipdrrov avamtuéng tov Unity tpéyel o€ Agitovpyikd cbvotnuo Microsoft
Windows kot Mac OS X, eved ta moryvidolo, Kol ol EQUPUOYEG OV TUPAYEL UTOPOLV VO
tpéEovv oe Aettovpykd Windows, Mac, Android kot o€ 10S, dnhadn oe cvokevég iPad kot
iPhone, evdd pmopovv vo tpé€Eovv axduo Kot o€ moryvidounyavéc 6nwc to  Xbox 360, 10
PlayStation 3 kot to Wii. Mropei va Topdyet axopo kot browser games yprcILOTOIOVIOG TO
Unity web player plug-in mov vrootnpiletor amokielotikd amd Ta Aettovpykd Windows kot
Mac, 6mov 610 TEAEVTOLO YPNOLOTOLEITOL EMIONG Yo TNV avantuén Tov Mac widgets.

To Unity omoteleiton and évav editor yio tnv avdmtuén Kol Tov GYESIOGHO TOV
TEPLEYOUEVOL OAAG KOl 0O ol game engine yio TNV €KTEAECT TOL TEAKOV Tpoidvtog. Eivan
TopOUOl0 e GAAEC game engine Tov oav KOpla uéBodo avantuéng éxovv tov editor kai To
Ypapko epidriov, 6mwg to Director, to Blender game engine, to Virtools, to ShiVa3D, 1o
Torque Game Builder kot o Gamestudio.

To Unity omnv ocbOvtoun mopeia tov képdice 10 Ppafeio Wall Street Journal 2010
otV Koatnyopia kavotopov teyvoroyioc. To 2009 ovopdotnke and v Gamasutra ¢ pio
amo TIC S5 KopLveaieg etalpieg Ty VISl Taykoouing, eved to 2006 dtaywviotnke oto Apple
Design Awards kot Byfke m mpotn emthoyodoo yoo TNV KOAOTEPN XPNOT YPUPIKAOV GTO
Aertovpyko6 cvotnua Mac OS X.

4.2 Kipuw yopoxtnpiotika

To Unity game engine mepthapfdvel £va olokANpouévo TepiBaAlov avantuéng ue
Epopykn kol ontikn enefepyacia, Eva Aemtouepéc property inspector kabmg kot (ovtavn
TPOEMOKOTNGT ALy vVidlov. OAo T0 GTOLYEID POPTOVOVTOL CVTOLOTO KOl VOVEDVOVTOL KAOE
@opa oL &va amd aVTA £xel EvUeP®OEL.

Yroompilel pio IAindmpo texviK@V yopTtoypdenong mapping, SLUVOUIKO @OTICUO Kot
effect mAnpovg 006vng. Ymootnpiler yAwooa ShaderLab yio tnv ypion kot dnpovpyia
shader. 'Eyel evoopoatopévn unyovn ouowng v Nvidia's PhysX pe v vmoot)pién g
Nvidia.

Téhog o xkmdwag eivar Paciopévog otnv open source e@apuoyn tov NET
Framework, otnv Mono, 6mov o @poypoppatioTns umopel vo emAélel avapeca otnv
JavaScript, Tqv C# ka1 v Boo. Emiong vrootpilel avamopaywyn Pivieo kot fyov, £xet
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EVOOUATOUEVT UNYav Yo, TNV dnpiovpyia edaeovg kot PAdotnong, vrootpilel Occlusion
Culling, lightmapping, global illumination ko1 Multiplayer networking.

4.2.1 Engine - Mnyovi Ypo@ik®v

To Unity game engine otnv toptvi] Tov £€kdoon 1o Unity 3 mpoc@épel evIummaoiokn
TOLOTNTA KOl ToOTNTO LES® TOL rendering, Tov poTIcUoV, T@v Nvidia PhysX, tov fyov, g
SIKTLOKNG SUVOTOTNTOG IOV TPOGPEPEL BAAAL KOl LEG® TOV EVEMKTOV TPOYPULUATIGHOV.

OMa ta otoryeia poptmvovtal avtopate oto Unity kot avavedvovtol kdbe eopd mov
éva amd ovtd Exel evnuepmbel. Yrootnpiletar olokinpwtikd amd to tpoypauparta 3ds Max,
Maya, Blender, Modo, Zbrush, Cinema 4D, Cheetah3D, Photoshop a1 to Allegorithmic
Substance.

4.2.1.1 Rendering

H pnyovn ypagikov ypnotponotel Direct3D kor OpenGL oe Agttovpyikd Windows,
OpenGL og Aettovpyikd Mac OSX, kot OpenGL ES o€ Aettovpykd i0S kot Andoid.

To Unity mepiéyel evompatouévovg shaders amd tovg mo amAovg 6mwg Diffuse,
Glossy, emng Tovg To g&edkevpévong ommg tov Self Illuminated Bumped Specular shader,
EVD TPOoPEPEL TNV duvoTotnTa dnpovpyiag Surface Shaders, Vertex and Fragment Shaders
kot Fixed Function Shaders £161 dote va pmopel o ypnotng vo epoaprocel Tov d1KO Tov TpOTO
OAANAETIOPOOTG TOV EMPAVEIDV LE TO PAOTIGUO, TNV OKIOGT, TNV TPOPOAN Kot TNV (pNon ToV
post process effects.

H teyvoroyio Deferred Lighting Rendering Path mov vmootnpiler v ypnon
TOAAOTTADV OMUEI®V QOTICUOD aVA OVTIKEILEVO UE TIS SIAPOPEG TEXVIKESG TIG, 1| TEXVOAOYia
Batching mov peidvet toug kdKAovg Tov eneepyaotr| kot 1) teyvoroyia Occlusion Culling mov
TOPOPAETEL TA AVTIKEIPLEVO TOV dEV QAIvOVTOL OO TNV KOUEPW, OTEVEPYOTOIMVIOS TO, OO
NV dadtkacio Tov rendering, TPOGPEPOVY TEPAGTIEG PEATIDGELS GTOV TOUEN TOV EMOOGEDV.
Téhog péom piog egopoimong o ¥pnotg pmopel va KAveEL TIG amapoitntes oAlayég Kol va
OlyOVPELTEL OTL 1] EQAPLOYT| TOV VIooTNpileTal TéAeln amd To hardware 6To onoio cToygvEL va
Aettovpyet.

4.2.1.2 Lighting

To Unity vrootnpilet tv dvvatdtnto okioong og TpayroTiko xpovo, Omov anaiés n
€VTOVEC OKIAGELG UTOPOUV Vo, d1iovpyndovy Kot Vo EpapUOGTOVY GE AVTIKEINEVH amd KaOe

48



YN eOTOC oty oknvi. Mg v ypnomn tev post process effects mov epapuolovv otnv
Kauepa 6mwg tov Screen Space Ambient Occlusion (SSAQ) pmopovue va Bertidoovue to
OMTIKO OMOTEAEGHO OAAG KOl VO, GAANAETIOPACOVUE e TO PMOG KOl TNV OKIOOMN TNG CKNVNAG
oG

Emiong mpocpépel o mANpOg EVOOUOTMOUEVT] TEXVOLOYIO. PEAMOTIKNG OMEIKOVIONG
™G ATUOCPAPAG TNG OKNVNG, Tov Aéyeton lightmapping. 1o Unity 3 ypnouonoteitor évag
amd Tovg mAEOV YvmoTovg Kot dtadedouévoug lightmapper, o Beast tng Autodesk. O Beast
amoteleitol amd Eva GUVOAO gpyalreiny vebvVa Yio TNV dNUOLPYIC PEAIGTIKOD QOTIGLOV,
wpocopolnvovtag effect puokod eoticpov, 6mmg color bounce, amoAéc oKi€g, SvVOLKO
QOTIGUO Kol pOTICHO 6 KIvoupe ovtikeipeva. Exktoc tov dAiwv o Autodesk Beast mpocpépet
v dvvatotnTe vo evoouatmbdel edkola og évav level-editor kdtL mov oTNV TTEPITTOON TOV
Unity 3 éyer yiver kou mAéov Aertovpyel oav avamdOOTAGTO KOUUATL Tng O10d1kaciog Tov
rendering maipvovtag vroyn to meshes, ta textures, to materials Kot Tov QOTIGUO TOV
OVTIKELLEVOV.

4.2.1.3 Terrain editor xon Substances

To Unity 3 éyel evoopotopévo évav terrain editor, 0Tov 0 YpNOTNG UTOPEL va,
oyedldoel Ko vo. 0AAGEEL T HOPPOAOYIDL TOV €6G(POVG, VO YPOUATICEL KOl VO, YEUIGEL e
YAopida to €dapog amid “Coypagiloviac”’ mive oe éva plane péoa oto Scene View
YPNOLUOTOIDOVTAG Eva TANO0G epyareiwV.

ot (o a Bl [T %)

Ewova 4. 1 Epyaieia onmovpyiog Tov terrain editor

Eniong mpocepéper évav evoopatmpévo tree creator, OmMOv 0 ypNOTNG Umopel va
dnuovpynoet amd v apyn Eva 0EvIpo N va 10 aALAEEL omoladmoTe otiyun. To Tpoidv tov
tree creator umopei va. ypnoomombei cov éva GameObject 1 va evoopotndel oto terrain
engine kot va ypnoiporondei pécw tov epyareiov Tov.

Téloc vrootpilel Allegorithmic Substances, dSnAadr| assets mTov PmopovV vo £xouvv
TOAGDV €100V textures, yopic va yivouv aAlayég og mapapuétpovg. Mropovue va aAlGEovE
TIG TOPOUETPOVG TOV substance péca omd to Unity, dMUIOvpy®dVTAG TOAAEG TOPAAAAYES TOV
materials mov SwBétovpe, apov vIapyel €va gvkoro otnv ypnon API ko sivon mAnpeg
scriptable. Ta substances cuvnOwg @tdvovv Aiya uoévo kb og péyeboc, dradikacio mov propel
VO JLELDOEL TO UEYENOG TOV TOLYVISIOD CNUOVTIKG YPTCILOTOIOVTOG T 0VTL TV bitmaps.

49



4.2.1.4 Physics

To Unity mepiéyer v mavioyvpn NVIDIA® PhysX® next-gen Physics Engine.
Mécw avtg oto Unity 3 cuvaviipe GUGTANATA KOl TEXVIKEG TPOGOUOIMONG PUGIKNAG OTMS
avtég tov Cloth, Soft Bodies, Rigidbodies, Ragdolls, Joints kot Cars.

To ovotua Cloth dwakpivetor oe 2 katnyopieg, o Interactive Cloth kot Skinned
Cloth. To Tp@TO TPOGOUOUDVEL TNV GUUTEPLPOPE EVOG VOAGUATOG KO CAANAETIOPE TANPOG
pe v vrOAOIN OKNVY, EVA TO OEVTEPO TPOCOUOLDOVEL TNV KIivion €vOg LOACUATOS OF
skinned animated characters. Me to Soft Bodies cov emitpémel vo dnpovpyelc EAUOTIKES
EMPAVEIEG OTO, OVTIKEIUEVO GOV, 7OV OAANAOETIOPOVV PEOMOTIKA HE TO VIOAOUTO
TePIPAALOV.

Me v ypnon 1ov Rigidbody ota aviikeipeva, gvepyomoteital avTOUATO 1) PLGIKN
oAAnAeniopacn Tovg pe to mEpPdAlov, apol exnpedlovtatl avtouaTe omd TNV PapvTnTo, Kot
amd GAlo avTikeipeva aAlniemdpovtag pali toug péow tov colliders kot tov rigidbodies,
OAAG pmopolOv vo. dgyTobv Kol OAhec e€E®TEPIKEC OLVAUELS HECH TPOYPOULUATIGUOV,
oLEAVOVTAG TNV PEAAICTIKT OMEIKOVIOT TNG OKNVNC.

To Ragdoll chomue copminpovetor amd éva ragdoll wizard evoopatopévo oto
Unity npoocgépovtag €161 GTOV XpNoTn EVKOAN Kot TaydTNTa Katd tnv dnuovpyia ragdolls
ond tovg animated yapoktpeg tov. Emiong o@povtilelt yio v ocwot) onpiovpyio kot
tonofétnon 6Awv tev avaykaiov Colliders, Rigidbodies kot Joints. To chotnua tov Joints
oto Unity nepiéyel to Hinge Joint, to omoio pmopel va evmoet 2 rigidbodies kdvovtdg to va
CUUTEPIPEPOVTE GaV va Exouv evebel péow evog pevtesé, to Spring Joint, mov gvavel 2
rigidbodies kGvovtag o vor GUUTEPLPEPOVTE GOV VA EYovV evmbel pécm gvog ehatnpiov, Kot
1o Character Joint, mov ypnoytonoteitar kvupiog yio ta ragdolls kot eivar KotdAAnio ywo tnv
oprofétnon g Kivnong Tov KAEWMGE®mV 6 OAOVG Tovg dEoves. TEAog vhpyel Kot avtd TOL
Configurable Joint wov divel otov ypfotn oameptoplotn erevbepia eppavilovtag tov OAa Ta
properties oyetikd pe ta joints tng PhysX kou pmopel va mopdyetl d1kodg Tov THTOVG EVOCEDMY
N KATO10V 0d TOVE TAPUTAVE®.

Xmv katnyopia twv Colliders to Unity wépa amd tovg KAAUGGIKOVS TPOCPEPEL Kot
£VOV TTOL TTPOGOUOLMVEL TV AELTOLPYIO KO TNV TOALTAOKOTNTO TNG Kivnong piog podag, Tov
Wheel Collider. Eivon évag €101kd oyediacuévog collider yio oyfuoto 54(GOVE Kol TPOSPEPEL
evoopatopévo collision detection, moT| avamapdoToon NG QLUOIKNAG Mg podag Kot
oAioOnon pe Baon v PPN TOV EAUGTIKAV.

4.2.1.5 Audio - "Hyog

To Unity 3 mopéyet évo omd ta duvotdtepa epyareio. yov oTnV Katnyopic tov
videogames , to FMOD. Aivel tnv duvatotnTo avomTopay®yNng TOAAGY LOPPOV apyeia 1o
onwg ta AIF, .ASF, .ASX, .DLS, .FLAC, .FSB, .IT, .M3U, .MIDI, .MOD, .MP2, .MP3, Ogg
Vorbis, .PLS, .S3M, .VAG, .WAX, .WAV, .WMA, .XM kat .XMA o€ moAAEG S10POPETIKES
TAOTOOPLES OT™G TIg Microsoft Windows (32-bit ko 64-bit), Mac OS 8/9/X, Mac OS iPhone,
Linux (32-bit ka1 64-bit), Solaris, Nintendo GameCube, Nintendo Wii, Nintendo 3DS, Xbox,
Xbox 360, PlayStation 2/3 ka1 PSP.

Oleg o Paocikéc Aeitovpyiec TV apyeiov Myov pmopodv vo eleyybodv oamd KOUTOAES
eEaoBéviong g évtaong (attenuation curves) kot @idtpa 6nwg ta High/Low Pass, Distortion,
Chorus, Echo ka1 Reverb. Axoua mpoceépel {oviavn avamapaymyn Tov apyeiov péca amd
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Tov inspector oAAG Kol ovaropay®myn pHéca amd Tov editor yio, TNV TPOYUOTIKY] AVOTApOy®Yn
TOV YOV TG GKNVAG KOl TNV GOOTH avTiAnyr Tov TeptBdAiovtog and Tov Toike.

4.2.1.6 Programming — [Ipoypappotiopnog

To Unity vroompilel 3 yAmooes mpoypoppatiopov, tig C#, JavaScript kot pio
mopaAiroyn e Python tv Boo. Kat ot 3 givar e€icov ypryopeg Kot EVEAIKTEG, EVD UTOPOVV
va ypnooromoovy T NET Bilodnkec ko va vrootnpi&ovv Paoelg dedouévmv, regular
expressions, XML kot Networking.

[Ipocpépet ypriyopovg puBovg TpooTEAACNG Kot EMAVAANYNG TOL KOJIKA, gite gival
JavaScript, C# 11 Boo, a@oV ot YADGGEC TPOYPOUUOTIGHOD LE TO hative oTolyelo Tovg,
Tp€YoVV 6YedOV 1000 Yprnyopa 6co 1 C++. Emiong to Unity eivon faciopévo atnv Aoyikn g
open source mhat@opua s .NET, v Mono. Avtd diver tnv duvapn, eveMéia Kot taydTnTa
eVOG KOPLEOIOV TEPIPAAALOVTOG TPOYPUULOTIGHOD GTOV KOGLLO.

Emiong mpocpépel peydreg ukorieg oto event system o@od to Unity yeipiletan Oheg
TIG OUVOECELG AVTOUATO, OTAG Ypdpovtag pio function, eved pog diveror 1 dvvaToTnTa Vo
ypnotpomomoovpe tv  SendMessage Kot vo  KOAEGOLUE omowadnTote function o€
0TO10ONTOTE Script.

Yy ddwacio tov debugging otnv ékdoon 3 tov Unity €xel evoouatwbei évag
debugger, 6nov o ypNotng omAd kdvoviag mavon 61O Toryvidl Tov, pmopel va pvOuicet
breakpoints, va moapakolovBncel petaPfAntéc, 1 va mpoympnoel £va PLa YPOUUn TPOG
YPOUuT.

Téhog 1 éxdoon Unity Pro mpocoéper éva oxépato profiler, mov Ponbd otnv
BeAtiotomoinom tov moyvidlon, aQod 0 TPOYPUULATICTNS £XEL TV OLVOTOTNTO VO OEL KOl VO
avaAboel og kdOe frame GTATIOTIKA, OTMG TO TOL OVUAMVOLLE TOV XPOVO TOL emelepynotn
Ko YloTi.

4.2.1.7 Networking — Aiktomon

To Unity otov topéa trng dwtvwong mpoopéper Backend Connectivity, State
Synchronization, Realtime Networking, Remote Procedure Calls, Web Browser Integration
kot Web Connectivity.

Ot BBrodNkec g NET pmopovv va ypnoiporonfoiv yio SIKTH®GCT TPOyUOTIKOD
xpovov, ypnowponoidvrag e TCP/IP vmodoyn v otédivovtog éva UDP pnqvopa. Emiong n
ovvdeon o€ o Bdon dedopévov péom ODBC, aAld kal 1 yprion XML yivetol mpaypotikd
€0KOAN.

O ovyypoviopdg peta&d Tov ¥pNoTodv g 06omg TOV avVTIKEWEVOVY, TOV dPOp®V
SVVAE®Y TOL OOKOVVTOL, TMOV animations Kol YEVIKG OAOKANPNG TNG OKNVNAG Hmopel va
emttevyDel pécw tov delta compression aiyopiBuov N péom dAlwv uncompressed unreliable
otpatnyik®v. Eved pmopodv modd evkola va kAnBobv onoleconmote functions o€ kdbe client

51



Yopic v ypfon marshalling 1| omowGONTOTE GAAANG TEYVIKNG OIKTLAKNG SATPAYILOTEVONG
(network negotiation).

Ortav to mayvidl tpéxel oe évav web browser, o web player tov Unity éyet v
SuVATOTNTO VO ETIKOVOVIGEL QLTOLOTO LE TNV oeAlda Tov Tov @lAo&evel péocm JavaScript
TPOCPEPOVTOG LOG TIG TANPEG duvatotnteg Tov AJAX. TN v mpdcsPacn o 16T0cEAIdEG Kot
web services to Unity mpoopépel éva gokoro otnv ypnon interface. To WWW interface
uropet vo vmootnpiet kot synchronous kat asynchronous tHmovg ExKovoviag.

Téhog to Unity otnv T@pivi] TOV €K30GN UTOPEL VO, UV TPOCPEPEL TNV dVVATOTNTO
dnuovpyiag Massive Multiplayer Online wouyvididv, OU®G OPKETES €TAIPiEG O GLVEPYAGIA
Kol TANp1 vrootpEn and v Unity Technologies, mpocpépovv AVGelg 6€ aLTOV TOV TOPEA.
Ot Electrotank Universe Platform, Photon Socket Server kot Smartfox Server gival pepucég
oo avTéG.

4.2.2 Editor

O editor tov Unity omotekei Evav TAnpog eEomiiopévo world builder, Tpoceépovtog
évav mavioyvpo evoopatmpévo profiler, yio tnv mapakorobnon kabe ttuyng ToL TOYVISOL,
epovtilet ywo 10 avtoépoto unwrap tov lightmapped poviédmv g oKnvAg Kot TNV
duvatdtnra surface Kot vertex snapping otnv dadikacio g ONUovPYiag Hag oKNViE.

Emiong to Unity sivon oyxedaopévo pe éva asset pipeline ocvotnua, vrootnpilovag
T OMUOVTIKOTEPA EpYalein oyediaong mov kukiopopolv. 'Etol avayvopilel o apyeio tov
amAd pe évo drag and drop otov Asset pAakeAo TOL project 1 To EVNUEPDOVEL ATAG KAVOVTOG
save oTig alayéc. Ola ta, assets éxovv pia mpoemiokomnon otov editor yio va evromilovtat
mo €OKoAa, ev®d To cvotnuo tag, layer kot pio search dwdikacio to kévouv oxoOpa
guKoAOTEPO oTnV Ypnomn. Télog Oha ta assets pe €va amid drag and drop eicdyovtor otnv
oKnvn, evd OAeg ot public petaPAintég tovg eppaviCovtar otov Inspector tov editor yio
EVKOAOTEPT KOL YPNYOPOTEPT] OAAOYT].

4.2.2.1 Integrated Editor

O editor mépav TOV SLOPAGTIKOD preview, TPOSPEPEL TNV duvATOTNTO dNULOVPYING
prefabs moAvmlokov avtikelévov g oknvng. Ta prefabs pmopovv gvkola va torofetnfovv
Eavé otmv oknvy, eite xotevbeiov pe drag and drop eite pECHO TPOYPUUUOTIGHOD,
duovpydvTag gbKoAn Kot YpRyopa to meptBaiiov uag. Ta apyud prefabs petadidovv oleg
TIG 0AAQYEC IOV déyovTal, gite givanl peydheg, gite pkpEég, o€ OAM TO EEUPTMUEVO OVTIKEIUEVA
™G GKNVIG.

H dvvatomta live preview tov editor fonBdet otnv drodikacio tng onpovpyiag tov
mep1PaAlovtog evOg TayvidloD, apod ETITPENEL GTIYLLOA0 TV TPOETIGKOMNNOT TOL TOLYVIOLO0
o€ OmOwWdNTOTE TAATEOpUE Kot pulpicelg Eyovpe emiééel. Emiong mapdiinio pe to live
preview, Lmopovv va yivouv oAlayég o€ assets, pvBuicelg, materials kot scripts ywpig va
EMNPENCTEL M OKNVY, UE GUECT TPOEMIOKOTNGN TV OAAAy®V, Tov Pondd oty dueon kot
ypryopn €&epevvnon OAMV TV TEPUTTOGEMY OV BEAOVUE VO, EEETACOVE.
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Téhog to Unity amd mhevpdg customization divel v duvatdtnta v dnpovpyndovv
e€edkevpéva epyareio eneéepyaciog péoa oto mapdbvpo tov editor kot vo EveoUAT®OOOV
oe autov, agov ot duvapels tov Unity GUI ocvotiuotog, dmpovpyodv TG KoTtIAANAES
npobmobécel; Yy dnuovpyic omolovdnmote  epyoieiov, Ppebel avaykaio vy TV
dtekmepaimomn kdmolov project.

4.2.2.2 Scene Construction

To Unity npoopépetl peyddn evkolior otnv dtaditkacio Tov scene construction, apov
amAd pe éva drag and drop twv meshes otov Assets folder kot petd oto Scene window, ta 3d
povtélo elval £Tolla vo Toug epoproctody materials, scripts kat colliders. Mmopovue va
aAra&ovpe v 0éom, v yovio kot o0 péyefog TV AVTIKEWEVOV TNG GKNVAG, EVO T
epyareio grid snapping ko surface snapping pali pe to vertex snapping tool torofeticovpe
TO, AVTIKEILEVOL LOG LE LEYAAT akpifeta.

Méca otov editor avtikeipeva O0nmg Kauepes, eata, colliders, audio reverb zones
eupaviouv yapakmploTikd gizmos pe v 0éon tovg ko to medio dpdong tovg. O editor
elvar e&opeTikd evEMKTOG, Aoy L TNV ypron TV layouts propovue va enikevipwbolpe o
éva onpueio e oknving pog omAd epgaviovrag kat eEaeavifoviag oAOKAN P KOPUATIO TNG.

4.2.2.3 Asset Pipeline

To Unity eivar oyedacpévo pe €va asset pipeline cvomua mwov vroompilel ta
ONUOVTIKOTEPO. gpyoleio oyediaons 6mwe T Maya, 3ds Max, Cinema 4D ko1 Blender. To
Unity vrootnpilel 3d models, bone system kou textures oyedov and 6ia ta 3D mpoypapparo,
EVA AVAVEDVEL TO )01 LITAPYOVTO assets amAd Le Evo save.

Emiong vmootmpiler TrueType fonts, dvvotdmmra dnuiovpyiog normal map amd
omolodNToTe texture, Snuovpyic. VYNANG TOWOTNTOG Mipmaps, SVVATOTNTO OAANYNG TOL
peyéfovg ko g pebddov kwdikomoinong tov textures Kot TEAOG TOPEYXEL TNV dLVATOTNTA
E100YMYNG OTOWGONTOTE WOPPNG apyeiov fxov vrootnpiletar and v FMOD kot v
aAdayn tov o Ogg Vorbis yuo v eoucovounon peyébovg tov published mayvidiov.

Téhog oV éxdoon 3.4 tov Unity vmootnpiletor n ypnon tov substances, dnAadn
umopet va. eloayBel éva Allegorithmic Substance katevBeiav péca oto Unity Kot pécm tov
editor va yivouv aAloyég TV TOPAUETPOV TOL 1| LEC® KAOOIKA [LE TNV Xpnor tov substance
importer class va €yovpe dpeon enaen pe procedural material.
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4.2.2.4 Unity Asset Server

To Unity Asset Server egivar éva add-on mpoidv, mov TPOGEEPEL TNV dSVVATOTNTA,
0AOKANpEC OUAdES V. SOVAEDOVY TAVTOYXPOV LE TO id10 assets, gite eivat oTov id10 YOpo, gite
OTOULOKPUGLEVAL.

‘Exel oyedwotel €101 dote vo vmootnpiletol amd TO AEITOVPYIKA GLGTNUOTO
Microsoft Windows, Mac OS X kot Linux, mpoceépovtog evehéia, v 1 PostgreSQL Bdom
dedouéveV oV LIOGTNPILEl, TPOSEEPEL ASI0MIOTIO, aKEPAIOTNTA TOV dEOOUEVMV, EVKOALN
otV Owyeipion Kor v Onovpyio aviypdowv aceoieiog. Ta apyeio mwov &yxovv
tpomomtoinfel, petokvnbei N Swypoapel, EVNUEPOVOVTOL OVTOMOTO KOl OTUypoio Yopig
COAUALOTA.

4.2.3 Publishing

To Unity mpocpépetl TV duvatdtnTo vo, LETOTPAnEL To oty vidl Tov €xel avamtuydel
Y10 OTTOLAONTOTE TAATPOPUA AELTOVPYIKOD GLOTHNTOC 6ToYXEVEL 0 developer. Emiong pmopel
vo emleytel Héow® TOL project settings pvOUIGES Yo TV TOWOTNTA TOV YPOUPIKOV Kol VO
puOoTovy TL Yopaknplotikd Bo eppoaviCovior oe kdbe po omd NG TPOEMAEYUEVES
pvBuicelg ypopikmv onwg : fast, simple, good, beautiful. Axoépa pe v ypnon .psd apysiov
textures, pmwopovue vo pvOuicovpe tov TpdmO cuvumieonc kot to uéyebog avaAvong TV
textures mov Oa ypnooTolovVTAL GE KAOE TAATPOPLAL.

To Unity pmopel va ypnowonombet vy v dnovpyioc PC xow Mac standalone
apyeiov, €ékdoon tov standalone aAld yio yprion oto dwadikTvo pécm tov unity web player,
v xprion o€ mepPdrdovta i0s kot Android, 6nwg emiong Kot yio TV dnpovpyio Ty VSOV
v TG Kovooreg Wii, Playstation 3 kot Xbox 360.

4.2.3.1 Standalone Microsoft Windows OS kon Mac OS

To Unity éyer PeAtiotomomBel vo SovAedel Gyoyo Kol GTO OVO AELITOVPYIKE
ocvotnpoto Kot eEakoAovBel va avapabpiletor pe ke aArayn mov déxovtal. H yprion tov
Direct3D oe Windows standalone matyvidio, divel vILA®GIOKG ATOTEAEGUATA [LE TNV XPNOM
TOV TEAEVTOIOV TEYVIKOV KOl TEYVOAOYI®V YPoelKaV, eved To standalone ce Mac OSX
cvotiuata ypnoporotel OpenGL.

Axopa to Unity 3 mpoo@épel vynAng amddoons YopoKTnplotikd rendering 6mmg T
deferred lighting, ta mAnpwg customizable effects, v dvvatdtnra wapopeTporoinong Kot
onuovpyiag shader, tv teyvoloyie Dual-Lightmapping mov diver moldtnto Kol ORTIKN
ToTOTNTO TOV TEPIPAAAovTOC Kol TéA0g Lécw Tov Occlusion Culling mwov kpatd vymid to
fps tov ToVISOD agalpmdvTag amd TV dwedikacio. Tov rendering avTikeipeve mov Ogv
epooaviCovral otnv Kauepa.
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To Unity €yet mepdoel amd éva te6T cvuPotdmmrag pe po peydin AMota hardware kot
étol 1o standalone dev yperaloviat Kamowov €101Ko driver kol eXITAEOV £YKOTAGTAGN TOL Y10
va Tpé€el og Kavéva unydvnua, eite elvarl Kavovpylo pe tovg tedgvtaiovg drivers, gite gival
TOAO.

4.2.3.2 Web publishing

To Unity dnuiovpyel vynAng motdtnrag moryviow akdpe Kot yio ypion o€ browser,
evo dtvetal ko 1 duvartdtnta avarntuéng kot dnuovpyiog 3D dashboard widgets yio Mac OS
X Aertovpykd cuoTApoto. ZHPEPO UE TAVO amd 60 €KATORUVPLO EYKOTEGTNUEVOVG wWeb
players, 1o Unity mpwtomopei otnv ypnon high-end mepieyopévov. H €kdoon 3 vrootnpilet
v Java WebStart kot €161 01 gp1ioTeg HMOPOVV VO KAVOLV gyKatdotact Tov web player pe
éva amAd mouse click.

Eniong mpoopéper mAnpec browser integration, mov onuoivel 0Tt pmopel va
evoopatodel TAPOC o€ o SLOSIKTLOKY GEAISO KOWMOVIKOD O1IKTOOV 1 G€ o GAAN
TeYVOoLOYia, apol pmopovpue vo KoAésovpe functions pécm tov web player oty celida 1 Kot
10 avamodo.

AxOpo €Vl GYEOIOGUEVO £TGL MOTE VO OOVAEVEL AYOYQ LIE OTOLOVONTOTE IO TOVG
kopvpaiovg browser, Internet Explorer, Mozilla Firefox, Opera m Google Chrome
YPNOUWOTOLEL O YPNOTNG, VA divel TNV duvoTOTNTA Vo eMAEEEL O YPNOTNG UETOED TPLOV
dlopopetikdv mpo-gykateotnuévey WebPlayer templates 11 va dnpiovpynoet évov d1kd tov
péom HTML kot va tov mpocbécel oty Aiota.

Téhog 1 teyvoroyla WWW streaming kot auto-streaming cuvvepyalovior qyoya
HETAED TOVG LEIMVOVTOG TOV ¥POVO POPTMONG TG GEAIDNC KOl TOL ToyVIO00, EVED LITAPYEL N
dvvatotnTo Voo oAAayTel 1 progress bar, To yp®UO KOl TO YPOQEIKE, £TOL OGTE Vo YiVEL O
EVYAPLOTN 1 CVOLOVY.

4.2.3.3 iOS kor Android publishing

01108 kot Android cvckevég eivar TAEoV amd TG 7O SL0OESOUEVEG GTOV KOGUO. XTIC
TpOTEG EYovv avomtuyfel pécw tov Unity kot givor avtiv v otiypn live oto App Store
whve amd yila morvidwa yio iPhone, iPod Touch kot iPad. Eved Ot cvokevéc android €yovv
QTTOOELYTEL OO TIG 7O YPIYOPU OVOTTTUGGOUEVEG TAUTPOPUES VIO KIVITA TNAEQ®VO KoL £XOVV
kepdioel o peydan pepida kocpov. o v avantvén moayvidiov oe Thateopueg i0S kot
Android vrdpyetl éva tepdotio community pe mopodeiypoata kot forfeia og eEgtdicevpéva
YOPOAKTNPIOTIKA TNG KAOE GUOKELNG, OTWG Kot Ta avTictolyo APIs.

O Unity Editor pmopei va. puun0ei tic ypaeicég dvvatotnreg Android cuokevmv kot
TV S10popeTK®V iI0S GUOKELOV Y10 TNV ATOPLYT OVOLOLOHOPPLOV GTO ONTIKO OTOTELEGLLOL
peta&d g published €ékdoomg Kot ovtic Tov otadiov avantvéne. Eniong pe to Unity Remote,
UTOPOVLE VO YPTCLLOTOIGOVUE Mo TPAYHOTIKT cvokevn Android, iPhone, iPod Touch 7
iPad ywo va dodpe kot va “tectdpovpe” to mayviot pog {oviovd.
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O véeg ovokevég 10S kot Android vrootnpilovy OpenGLES 2.0, to onoio divel v
duvatoétnra  oto Unity, tqv dnuiovpyio moyvidldv pe ypnon shaders yio peaAiotikd
amoteAéopata, eve e v texvoroyia Occlusion Culling tng Umbra pmopovue va Kdvovue
T TEPIPAAAOVTO pHaG VO TPEYOLV YpnyopdTepa KdvovTag bake dedouéva oto 116N vradpyovta
textures.

Téhog péoa amd 1o Player Settings kot mpwv kdvovpe built To mouyvidt pog, pmopovpe
va opicovpe to péyebog avaivong Kot To orientation (kdBeta 1 oploévtia) TOV TV,
0AAG Kot GAAEG AemTopépeleg OmmC To 1Kovidto kat to splash screen tov. OAa owtd, 0TTMG Kot
OAN M O0dKacion UETATPOTNG TOV ToYVISWD GTNV KATGAANAN HopeR yivovtal yopig va
yperdletat va aoyoAnBodpe KaBdAov pe KdOKO.

4.2.34 Wii, PlayStation ko1 Xbox publishing

To Unity diver v dvvatdtnra vo avortoxfovv mouyvidlo yio TG TPES OUTEG
KOVGOAEG TTayVIOLDY, E0KOAM, Oivovtag Gueca Kot amAd OAOKANPOUEVEG ADCELS OE scripting
classes yio, TNV xpnoM Kol TOV TPOYPUUUATICUO TV eEE10IKELUEV@Y controllers.

Mo mv onwovpyia H/kor Tpombnon oty ayopd £vog maLyvidlov Y10, OTOLONTOTE
amd ovTeEC TS TPElg kovooreg Xbox 360, Playstation 3, Wii, ypeidleton mn miotonoinon
gEovoodotnuévoy mpoypoppatioty ond Tig Microsoft, Sony kot Nintendo avtictoyya. H
avantuén tov Toryvidtoy umopel va emrtevyfel onwg akplPag Oo ywoTay Yoo TAATQOPUES
Microsoft Windows 11 Mac OS X péypt 1éhog Kot yio. 660 avapéverol  e£ovstoddtnon amod
™V gropioL.

4.2.4 I'vopilovrog ko ypnopomoiwvrog 10 Unity Game
Engine ywa tTnv viomoinon g atoyloknc.

Aob avagepnkape oto KOpa yopaktnprotikd tov Unity kot otig SuvatdtnTeg mov
TPOCPEPEL, NPOe N dPA Vo SOVUE TO TPOYPAULO OO PESA, LLE TNV XPNON TAPASEYHATOV. B0
avaeepbodue oto Pacikd gpyoieio. Tov, oty SlodKacio, El0aY®MYNS Kol dlayeiplong Tov
assets, otnv ypnorn Tov physics, lights, audio, ka1 téhog Bo deifovpe Vv Sndikacio
VAOTOINGNG KoL TPOYPUUUATIGUOV S1APOpmV PUCIKMY GTOLYEIMV TOV TOLYVISL0D.
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4.2.4.1 Anpuovpyia véov project

EekvavTtag To Tpoypoupe epeaviletol £va Topabdupo kol KAAOVUAGTE Vo avoifovue
éva VITapyov project 1| va SNUIOLPYOLLE Eva KavobpYlo, opilovTog Tov éva Gvoua kot to path
mov Bélovpe va amoBnkevtel. Eniong o ypnotng koleite va emiéler av Béhel va eodyel
packages, onladn assets mov mpoceépovion amd default pe to Unity M mwov £€yel
katefdoev/ayopdoel o idtog. Me v kdabe dmuovpyion evog véov project TO TPOYPOLLLO
onuovpyel éva pdakelo, e TO OVOUO TOL ONAMGOLE, GTO GLYKEKPIUEVO path Kot péoa Tov
onovpyel Tpeig axodua pakéiovg, Tov Assets, Tov Library kot tov Temp.

O odxelog Assets gival 0 ke og 6TOV 0moio amobnkedovTaL OAO TO AVTIKEIUEVAL,
oniadn oia ta 3d modes, textures, apyeio Bivieo kot yov, fonts, Kot scripts mTov BEAovpe va
YPNOLLOTOICOVLE GTO project poag 1 mov Onuovpyovue oty mopeio. Ta aviikeipeva mov
TPooTibevial 6ToV PAKEAD aVTO ElGAYOVTAL WTONOTE MEGO 6To Unity Kot HUmopovue vo To
dwyepiotodpe péoa amd to Project panel.

O pdkeAot Library xon Temp eivan e€icov amapaitnrotr kot peyding onuociog. To
Unity ypnoomotel avtohg TouG GAKEAOVS Y10 va, 0o KeVEL OEOOUEVA VIO TNV GLGYETION
petadd Tov assets Kot Tmg Ypnoyorolovvtal oto project. O pdkelog Temp daypdpetorl amd
10 Unity katevfeiov petd tov teppatiopd tov project, eved o Library mapopéver wg €xet. Etvar
{oTiknc onuaciag yio To project Ta amoOnKeLVHEVO OESOUEVE GTOVES POKELOVG CVTOVG VoL LNV
TPOTOTTOLOVVTOL 1] Sy PAPOVTOL.

Unity - Project Wizard

Cpen Project | Creake MNew Project

Praoject Location:
:\Documents and SektingstAdministrabori Ta &yypapd pouiew Unity Projeck Browse, ,,

Import the Following packages:

[] character Contraller, unitvPackage

[] wlass Refraction (Pro Only).unityPackage

[7] 1mage Effects {Pra only) unitvPackage ‘
[ Light Cookies,unityPackage |
[ Light Flares.unityPackage

[] Particles unitvPackage

[] Physic Materials. unityPackage

1= . -

1| 1l [ »

3

n

Create

Ewéva 4. 2 Unity Project Wizard. IlapaBvpo dnpovpyiag véov project ko emroyi)
gloayoyng packages

Avolyovtag 1o project fAémovpe 6To TAV®D PEPOG TG 000V G TO BOCIKO LEVOD UE TO
xovpmid File, Edit, Assets, GameObject, Component, Terrain, Window kot Help, 6mwg eniong
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Play, Pause, Frame Step kovumid yio v eopoimon ¢ oknvig Kot Kamolo epyoaieio yio tnv
UETAKIVIOTN TOV OVTIKEWWEVODV Kol RAg otnv oknvh. Téhog BAémovue €€ panels, T Scene,
Game, Inspector, Hierarchy, Project kot Console, oe dibpopa onueio otnv 086vn kon to
omoio, UTOpovUE EMAEYOVTOG TO, VO TO UETOKIVICOVUE UEGOH GTO TPOYPOUUO Kol £TGL VO
dnuovpynoovpe pia didtaén mov pog Poievet.

4.2.4.2 H xevrpukn] ypoppn pevov kon to facika epyaireio Tov
Unity

Hopokdto Bo avapepBolpe ovOAVTIKA GTO KOLUTIE TOV Menu Kol GTO MG UWTOPOVUE
VO TO, YPT|CULOTOICOVLLE.

Apyikd motodvtag oto kovuni File, PAEmovpe Ot umopovue va dNULIOVPYHGOVLE, Vi
avoiovpe, 1 va cooovpe o oknvi 1 éva project. Emiong €yxetl to kovumi build, pe to omoio
umopovue va dnpiovpynoovpe pa standalone ékdoor Tov moyvidlov pag, evad pe to build
settings pmopovLe vo €164yovpe TG oknvEG Tov BEAlovpe oty dadikacio tov build kat va
pvOuicovue TO. YAPUKTNPIOTIKE TOL, Om®g Méyebog default avdivong, ewkovidio Tov
exkteléoyon apysiov kot Sudpopeg popeéc rendering path. Télog péow tov File>Exit
UTOPOVLE VO KAVOLLE ££000 OO TO TPOYPOLLLLLAL.

Y10 xovuni Edit Ba Bpovpe ta khaoowd Undo/Redo, Cut/Copy/Paste, Duplicate kot
Delete kovpmid, 0nmg emMioNg TANKTPOA EVPECTG EVOC AVTIKEEVOD, focus Kat zoom, eTAOYNG
OA®V TV avtiKelévoy kot o mAnktpa Play/Pause/Step. Axoépa Ba Ppovue éva kovumi
Preferences ywo v e€atopikevon tov Unity, ta kovumd Project kot Render Settings, ota
omoia Ba avapepbovue apyotepa, kovunmi Graphic kot Network Emulation yio v e€opoimon
TOV TOYVIOOD HE OOPOPETIKEG pLOUicEl; cOvdeong oTo OdikTVLO KOl HE TNV YpNom
Stapopetikdv poviéhwv shader kot téAog va kovumi yio tnv pvduen tov Snapping Tool.

v katnyopio Assets Ppickovpe KOLUTLA Yo TNV ONUIOVPYIQ, EICAYMOYT, S0ypaQn
Kol EVNUEP®OT TV assets, OTG ETIONG KOl KOVUTLA Y10, TNV EI0aYOYT], EEAYmYN, EVIUEPMOT)
kot pOOon tov Unity packages. [atovrag Assets—>Create Umopovpe v O1UIOVPYHGOVLE
évav @akelo 1M scripts og Java, C Sharp ka1 Boo, va onovpyncovpe Shader, Prefab,
Animation, Material, GUI Skin kot moAld axopo. Ola ta assets gpeavifovior péca oto
project panel, 6Tov pTOPOVUE VO TO SLUYEPICTOVUE KOL VO TG TPOTOTOUW|COVUE OVAAOYQ LE
TIC OVAYKES LLOG.

EmAéyovrog to kovuni GameObject pmopoldue vo SNUIovPYNGOVUE OVTIKEIEVD OT®S
ooTo, Kapuepeg, ragdolls, {dvec Myov kol avépov aAld Kot primitive meshes 6mwg kvfovug,
opaipeg, KUAIVOPOLG, KAyovAeg Kot emineda. Emiong amd exel pmopovpe vo St elpioToVLE TaL
OVTIKEIUEVOL TNG OKMVNG MOG KOl VO, ONUIOVPYNCOVUE N VO KATOPYNOOVUE GYEGELS YOVEQ-
o010V, 0AAG Kot vo evbuypappicovpe ta avtikeipeve petad Tovg Kol LE TO View 1} TO view
pe avtd. Ta GameObjects eival avtikeipeva Tov SMUIOVPYOVVTOAL CVTOUOTO GTNV CKNVI KOl
dev gpoavifovtol péca oto project panel 1 otov akero Assets, Tapd Lovo ov dnAwbovv cav
prefabs.

2y katnyopio. Component Tov pevov Ha fpovpe OA0 T OTOPAITITO GLGTATIKG TOV
XPEWCoVTOL TO OVTIKEILEVO O Y0 TNV XPIOT TOVG 6To Toyvidl. Elvar ta&wvounuéva yio v
dlevkdivveon pag otig Katnyopieg Mesh, Particles, Physics, Audio, Rendering, Miscellaneous
Ko Scripts. Zmv katnyopic. Component->Mesh 0a Bpovpe éva Mesh Filter, Text Mesh o
tov Mesh Renderer mov givot to avaykoio cuotatikd yio vo yivel avTIANTTO TO OVTIKEIUEVO
oo TV Kapepa.
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Y10 Particles Ppiokovtol dvo edmv particle emitter, o ellipsoid kot 0 mesh, 6mmwg Kot
ot renderer tovg. Me ta particles pmopovpe vo dnuovpyncovpe ctoygio OTwe vepod, Y1ovL,
eoTId Kol Bpoyn, evd pe tnv ypnomn tov particle animator xou world particle collider
umopovue vo, dnurovpynoovue ainboeavée, kvoduevo kail {oviovd amotélecua. TEAog pe
tov Trail renderer pmopovpe vo SNUIOVPYNGOVUE PO OVPE GE KIVOOUEVO OVTIKEILEVO HE
dupopeg pvopicets.

v katnyopic. Component>Physics 0o Bpovpe didpopa €idn Collider yo to
avtikeipeva pag, To Rigidbody mov givat to amopaitnto cLGTATIKO Yo VO, CAANAETIOPOLV |E
v Popdmra Ko pe GAleg e®TEPIKEG SLVAUELG Kol TO TEPPAALOV €POGOV €yovv Evav
Collider epapuocpévo, Joints yio v obvdeon aviikepnévev kal to Character Controller mov
etvan éva €idog Collider pe ddpopa Eropa yapakmpiotikd. Enxiong oe avtiv v katnyopia
0o Ppovue to Cloth components ywo Tnv dnpiovpyia kot e£opoi®on AVTIKEWEVOV Pe TNV
GUUTEPLPOPA VPAGLOTOC, OTMG Kol d1APOopeS LopPEG Joints Yo TNV EvmON OVTIKEWEVOV LE
TV GLUTEPLPOPE apBpDGE®V.

¥t0 Component->Audio Bpiokovior évog Audio Listener 10 GVLOTOTIKO 7OV
epappoletor cuvnbmg otnv Kapepa Kot “drafaler” tovg nyovg Tov meptBaiiovtog, £va Audio
Source, dnAadn mNYEG MYOV MOV UTOPEl VO EQPUPLOCTEL GE OTOLOONTOTE GVTIKEILEVO TNG
oknvig kat évo Audio Reverb Zone, émov éva avtikeipevo pmopel va dnuovpyei wio (ovn
YOop® TOL OoTNV omoio o0 Myog moilel KAt omd Jdidpopeg pvOUicElg ONHOVPYOVTOG
dlopopetikd amoteAéopata. AkOpo vrapyovv ddpopa ¢idtpa, 6mmwg Low/High Pass Filter,
Echo, Distortion, Reverb kot Chorus Filter mov pmopodv va epappoctodv e TnyEg Nyov.

Ymv katnyopia Rendering vrmdpyovv dSidpopo components OT®G KAUEPQ, TNYN
@mtog, halo, lens flare, projector, GUITextures koaw GUIText. Xe avtifeon pe v dnpovpyia
GameObject, avtd to components eeapuolovior katevbeloy TAVO o© 0mMOOdNTOTE
OVTIKEIUEVO EYOVE eMAEYUEVO YOpPIG va dnuovpyodv emmAéov gameObjects otnv oknvi,
0ALG amAd TPOGOId0VY EMTAEOV OOTNTEC.

Ymv kotnyopioa Miscellaneous pmopovpe vo emAéEovpe vo €QOPUOCOVUE OTO
avtikeipeva pog otdgopa components 6mwg 1o Line Renderer, to Raycast Collider, to
Network View, to Wind Zone kot to Animation.

Téhog onv xatnyopia Scripts gpeoavilovior OAa Ta scripts Tov €IGAYOVUE HECH OTOV
(@akeAlo Assets 1 TOL dNUIOVPYOVUE ENEIC KaTE TNV avamTuén TOL ToViolov pag. Ta scripts
enpavifovral eniong kot oo project panel amd 6mov pmopovie va To epappocovpe pe drag
and drop oto avtikeipevo Tov BEAovpE GTNV GKNVI HLOG.

To emodpevo kovuni mov cuvavtdpe gival To kovuni Terrain, pe To omoio pToOpovLE VO
dnuovpynoovpe évo, Terrain kot vo, puOuicovpe v avaALGY TOL, VO EICAYOVUE KOl VO
e&ayovpue Heightmap — Raw data, va dnpovpynoovpe éva terrain pe v popeoloyia evog
mesh ka1 téhog va tpomomotcovpe Kot vo eAéyEovpe éva TAn0og pubuicemv. Tnv dadikocio
Kot Tov Tpomo onpovpyiag evog Terrain Bo v oavoivcovue mopokdto, polli pe v
Aemtopepn| avapopd ota epyaieio tov Terrain Editor.

v katnyopio Window g ypouung pevod Ppiokovior OA0 To KOLUTI Yo, TNV
gELOAvVIon TV panel, Tnv aAiayn, eravapopd, amodnkevon 1 daypaen twv layout Tov Unity,
OGS eMiONG KOl KOVUTLA Yo TNV gUQAviorn mapadopwv Yo v ypnon Lightmapping kot
Occlusion Culling.

Téhog Ppioketon to kovpni Help, 6mov pmopovpe va Bpodue mAnpoeopieg yio 1o
Unity, va odnynBovue ota Unity kou Reference Manuals, va odnynfodue otig 10t06eAideg
tov Unity Forum, tov Unity Answers kot tov Unity Feedback, va eAéyEovpe yio evnuepdoets
ka1 vo oteihovpe Bug Report oty etaipia.
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4.2.4.3 Ta mapaBvpa kor To ypaeiko teprfpariov Tov Unity

To ypaekd mepipdirov Tov Unity amotereite amd to facikd LEVOD, TO EpYOAEID TNG
oknvig kot ta panels. Ta panels givor mapdBupa ta omoia £xovv oyedlootel €161 OGTE Vo
UTOPOHV VO, EPAPLOGTOVY GTO YPOPIKO TEPIPAALOV TOV TPOYPAUUATOS O O1apopeS dlaTdEels,
omwe embouei o ypnotg. E&ummpetovv oy avantuéng evog maiyvidlod, GE SPOPETIKA
onueio Kot pe ToAAOVG TPOTOVS, PO SLEVKOADVOLY TOV TPOYPOUUOTIOT/GYEINOTH GTNV
dovield tov. Omwg eimope xo1 mo mwhve sivol yopiopéva ota Scene, Game, Inspector,
Hierarchy, Project kot Console, 6uwg vdpyovv axéuo kKot to. Animation, Profiler, Asset
Store kot Asset Server. [apokdto Oa avoaeepbovpe oy ypnopwdmra tov kébe Eva omd
oTd.

To wpadTo TOpdBupo mov PAEnel kavelg Eekvamvtog to Tpdypappo gival to Scene.
Apycd oto mapdBupo Scene PAETOLUE pio AOEWD OKNVI LE LOVO L0, KAUEPD EPAPUOGUEVT
G€ VTNV, XT0 TAV®O PEPOG TOV TOPabvpoL, OTT®G paivetal Kot oty kova 1.3.3.a, Ppicketon
po ypoppq epyoieiov pe S1d@opa KOupmid. Apyikd VTapyel €va KOuumi He TO 0moio
umopovpe va oAAdEovpe tov Tpdmo mpofoing g oknvig oe Textured, oe Wireframe, og
Texture — Wireframe, oe mpoBoA twv Render Paths ko oe mpoPoAr] twv Lightmaps
Resolution. Aimha vmépyer éva mANKTPO, OMOL uUmOpOVUE Vo emAEEOLUE OVAPESH OE
ypopoticpd RGB, oe ypion tov Alpha kavaiiod tov aviikelpéveov pog, o TpoPoin g
oknvig pe Overdraw, aAld kot pe v ypnomn t@v Mipmaps. Axopo PAEmovpe tpio pikpd
€1KOVIdLQ, LIE TO OTTOL0. UTOPOVUE EVEPYOTOLDOVTOG TO, VO, EEOUOIMGOVE KOl VO, AVOTOPAYOVLE
péca otov Editor dideopa otoyeion g oknvig. Ilatovrtog to kovumi pe v Adumna,
umopovue vo eéopouncovpe ta effect potiopod Kot oxioong amd OAeg T™C TINYES P®TOG TNG
OKNVNG, EVA UE TNV (PNOoT TOL Kovumod Pe To Tomio, atuoceapikd effect, 6mwg opiyAin,
ambient OTIGHOG aALA KoL 1 xp1ion Tov Skybox gvepyomolovvtar. TéAog pe To Kovumi Tov
NYOL EVEPYOTOLOVVTAL KO OVOTTOPAYOVTOL OAEG O TNYEG YOV, EVD GOV OEKTNG XPNCLOTOEITE
T0 onueio oto omoio Pplokdpacte PéGO oTNV oknvi. Xt0 de€ld Tov Tapadvpov drakpiveTan
éva gpyaieio avalnmong pe emioyn petaéd tov Ipov ¢idtpaov, All, Name, Type kot pe to
oTto{0 LITOPOVLLE VO YAEOVE Y10 OVTIKEILEVA TTOV PPICKETOL GTIV GKNVN LOG.

Axépo péca oto Scene panel mapatnpovpe 610 TAv-0e&i uépog éva gidog muéidag
Le TO OMOi0 UTOPOVLE VO TPOGOUVATOAMGTOVLE, VO LETAKIVIICOVUE TO OVTIKEIUEVE LOG GTNV
KatdAANAn KatevBovon aAdd kot vo oAAGEOLHE HETOED €EL SLOPOPETIKAOV TPOETIAEYUEVOV
View g oknvig. [latovtag otov koo mov Ppicketar 610 kévrpo aArdlovpe amd Isometric
oe Perspective View, evd matdviag mave oe kabe évo amd to Perdkia Tov X,y,z dEova
pumopovpe va evariayBovpe peta&d tov Top, Down, Front, Back, Right kot Left Isometric
Views.To mapdBvupo Scene amoteAel To HEPOC GTO 0MO10 GLUVOEETAL KOl GUVOVALETAL TO OTTIKO
KOMUUATL TOL Totyvidlov. Edd tomofetodviar dha o avtikeipeva, dnUovpyodvtol To game
levels ka1 to mepPdiiov.
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Ewoéva 4.3 To mapdBvpo Scene Tov Unity

Y10 mapdBvpo Hierarchy eppavifovrar O o Ta OVTIKEILEVO, TG GKNVIAG GE U0 AMOTO,
amd To ovouatd tovg. OTdNmoTE LVAAPYEL GTNV OKNVI, LAGPYEL Kot 6To panel ovtd Kot
oTdNTote daypaeel amd ovtd, dypdeeTar Kot amd v oknvi. Onmg eaivetal kol otnv
gwova 1.3.3.8, oto panel avtd vadpyel povo éva medio avalnmong kot to kovuni Create, Tov
ovolaoTikd amotehel éva shortcut tov GameObject—>Create Other g ypopung pevod tov
Unity

‘= Hierarchy
reate

Main Camera

Ewova 4. 4 To mapdBvpo Hierarchy tov Unity
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To Project panel &ivar to onueio oto omoio gueovifoviar OAa to, assets Tov EYOVUE
glodyel 1 dnuiovpynoel oto project pag. Onmg eaivetor ko oty gwdvo 1.3.3.y, égovpe
dnpovpynoet didpopa Assets oto project pag, To onoio Kot Leavifovtal 6e Hio KaTaKOpuen
MoTa e TO OVOLLOTO TOVG KoL TO YOPUKTNPLOTIKO TOVG €1kovidlo. BAémovtag tdpa v ikova
1.3.3.8 mopatnpovue 6Tl T0. 0100 OvTIKEIPEVA £Y0oVV dMpovpynoel ovtoépoTo Kot oTov Assets
pakero, yopic va kdvovpe amobfkevon i va Ta £xovpe ypnolponomoet. Oha to avTiKeipeva
avavedvovtol avtopota ond to Unity petd tv kdbe Tpomomoinor toug Kot ot GAAAYEG TOVG
yivovtor opatég kot oto project panel. Kabe avtikeipevo mov Ppioketor exel kot Kotd
GULVETELD, GTOV Asset (pakeLo, UTOPEL Vo EPApPUOCTEL 6TV oknvi pog ite pe drag and drop,
€lTe LECO TPOYPUUUATIGLOV, EVD SEV VIAPYEL TEPLOPICUOG GTOV OPLOLO TOV AVILYPAP®Y TOV
0o dnuiovpynoovpe M Bo kaAécovpe oe aTRY. AKOUO M Sl0YPOPT] OVTIKEWWEVOVY Omd TO
Project panel 1codvvapel pe v dwypapn Tovg omd Tov Asset PAKELO Kol OEV VTAPYEL 1|
duvatotnta avaipeonc. To mapdBupo Project Aowmodv, pmopodpe va modUe 0Tl OmOTEAEL TNV
BpAobnKn pag, 6mov omobnkevovtalr OAo ekelva To VAIKA HE TO OTOio. LITOPOVUE Vi
o(E01AGOVLE, TPOYPUUUATICOVIE KOl VAOTOI|GOVLE TO T VIOl LLOgG.

Téhog mapatnpovtag to mopdbvpo Project tov Unity, PAémovpe 611 vmbpyel éva
kovuni Create, OTOL TOTMOVTOC TO LITOPOVUE VO, OMLLLOVPYNGOLLE OAN OVTA TO OVTIKEILEVO
7oL BpicKovTal 6TV KEVIPIKN YPapuy HEVOD, oty Kotnyopio Assets—>Create. Eniong oty
KapTéAD avT gppavifeTor Kot éva tedio avalTtnong yio To TePLEYOUEVE TOV PaKEAOL Assets,
ue eidtpa All, Name, Type kot Label.

Ewéva 4.5 To napdBvpo Project Tov Unity pe pepukd Assets
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Apyrio  Enclepyanic  Npofodi  Ayomppéva  Epypolda  BorfBog "
Qniow » @ » (T D adimen [ owen |5 5 X ) [
LupiBueon I._‘| CDocuments and Settings\AdministratorsTa Sypopd pou'd_StemoulissTutorialassets = b d Merdfomm

Mew GUISkin guiskin

o GLISKIN

— %y New Fontfontsettings
I__,J Mew Folder [EEH Spyein FONTSETTINGS

Mew haterial.mat %y New Terrainasser
Apyeia MAT fesn Bprerin ASSE
HH

Mew Prefab.prefab
Tana Basein PREFAE
|=ds

. | .
|H‘I/| Ey

Bl MewBehaiourSenpt s
& J5cnipt Script File

T evrueipiova 113 MB i O ¥moheyethic pow

Ewéva 4. 6 Ta nepreyépeva 100 Pakérov Assets Tov project pog

Eniiéyovtog éva avtkeipevo and 1o mapdbvpo Project | Hierarchy, 1 axopo kot
EMAEYOVTAG €Va AVTIKEIUEVO TNG GKNVNG, AUECMS eL@avilovTol To YOPOKTNPIGTIKG TOV GTO
mapabupo Inspector. To mapdBupo aVTO ¥PNCILOTOIEITAL UTOKAEIGTIKA YO TNV OTEIKOVION
kot tpomomnoinon tewv gameObjects, gite avtd glvon meshes, materials, prefabs 1| scripts. Ztov
Inspector gpeaviCovtat 6ha To yopakTnplotikd Tov gameObjects amd ta o amhd dmwg £vOg
KOPov, €m¢ Kol 0T TO TEPiITAOKO OTMG Evag yopakTNpo Ue materials, scripts, rigidbody,
character controller kot évo copo akde components EPAPUOGUEVA TAV® TOV.
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Default

Cube (Mesh Filter)

Bou Collider

al

& ¥ Mesh Renderer

1
® New Material

Main Calor
Ba

Tiling
1

Preview

Ewéva 4.7 Amewovion Tov components £vog prefab ko TV TapapéTpOV TOVG 6TO
nopadvpo Inspector.

Yy ewova 4.7 PAénovpe TL gpeoavileton otov Inspector emAéyovtog éva prefab evog
amhov primitive Cube mov Bpicketatl oto Project panel tov Unity. Ztnv kopvon epeoviletot
TO OVOUO TOV OVTIKEWEVOD, VA OPLOTEPE TOL JlaKpivere €va €1KOVISl0 €vOg KOOV, TOL
VTOSEIKVVEL OTL TO EMAEYUEVO avTiKEipevo givor éva prefab. Emiong BAénovpe dvo dropdown
menu pe to ovopata Tag kot Layer. Ta Tags ypnoiplomolovviol Yo vo. OLASOTOU|CGOVLE
avTIKEIIEVO MG TPOG TO €100G TOVG, eV glvar £vag TOAD ypNGIL0G TPOTOG Yo va Ppickovpe
OVTIKEILEVO YPNOILOTOLOVTOG TO tags TOvg Kot ylo vo, ovoyvopilovpe aviikeipeva mov
mepvave péco oamd triggered meployég, épyovrar oe emoen pe colliders, 1 yio va
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avayveplotovy uécm teyvikav raycasting. Ta Layers ypnotpomotodvior kvpimg amd v
Kapuepa v v Swdikacio render gvog HOVO HEPOLG TNG OKNVNG, OO TO QAOTO Yo TOV
QOTICUO HOVO EVOG LEPOVG TNG OKNVNG, AALL UTOPOVV EMIONG VA XPTGLHLOTON 000V Kol amd TO
raycasting yio tnv dnuiovpyia collision 1 v mapdPfreyn avtodv. Mog divetar n duvatdtnta
va dnovpynoovpe véa Tags kat Layers mnyaivovtag oto Edit>Project Settings—> Tags kot
va ta TpocBésovie ota GameObject poc.

Axopa PBpiokovpe éva checkbox pe 6vopo Static, To omoio ypnoiuonoleitor otV
drodikacio Tov Occlusion Culling. EmAéyovtog To avtikeipevo va givar static, 0VGLAGTIKA TOV
SIVOULE TNV KOVOTNTO V. KPUPEL ToL ovTIKEIEVA oV Bpickovtal TGm Tov and TNV KAUEPd,
apopdvtag to omd v dudikasio tov Rendering kot cuvenmdg av&dvovtag Tig ETOO0ELS TOV
mayvidov. Kabe avrtikeipevo e oknvig pog, to omoio dgv mpokeltal va petokivndel Kotd
TNV SLIPKELN TOV ALY VIS0V, Elval KA va ETIAEYETOL (G static.

Ké&Be avtikeipevo €xer emiong éva Transform Component, 1o omoio xaBopiler v
0éom, yovia kot KAlpakoe otovg dovec X,y,z. OAeg ot 1d10tnTeg Tov Transform kabopilovral
oo Tov yovéa (parent) TOV OVTIKEWWEVOD KOL GE TEPIMTMOOT OV OgV £XEL YOVEQ, OL 1OLOTNTEG
tov Transform vroloyilovtat og oyéom pe to World Space. Ta avtceipeva pe tov Transform
Component gueavifovv 3 a&oveg, Tovg x,y,z 610 3D mepiPdAiov Toug Kot ypopotiloviot pe
SLOPOPETIKE YpdUTO TOV KADE Eva 0md anTohS Y10 EDKOAD GTOV YEPIGHO, EVD 0KOAOLOOVV
tov kavovo XYZ = RGB, mov onpaivel 6Tt ot Tpelg AE0VeS X,y,Z £(0VV KOKKIVO, TPAGIVO Kol
UTTAE YPOLO OVTIOTOLYO.

O Transform Component pnopei vo gleyydei péow tov Inspector kot aAAGlovtag v
T piog petaPAntig Tov Position, Rotation kot Scale 1 péow tov epyaieiov Move, Rotate
kot Scale to omolo eivan tomoBetnpéva oty mave opiotepn yovie Tov Unity.
XPNOHOTOIDVTAG OVTA T EPYOAELD, LTOPOVLE VO YEIPLGTOVLE TO OVTIKEILEVO HoG amevOeiog
puéso amd 1o Scene panel, evéd to Unity 0o odraler ghoepd to gizmo tov Transform
Component kd0e popd Tov eMAEYOLLE EVO SOPOPETIKO EPYALELD, OTWOS PAIVETAL TNV EIKOVA
4.8 TapoKdTo.

Translate Tool - Hotkey "W" Rotate Tool - Hotkey "E" Scale Tool - Hotkey "R"

Ewéva 4. 8 Aznewkovion Tov gizmos Tov gpyareiov Move, Rotate ko Scale

Yty ewkova 4.7 Brémovpe 0Tt To avtikeipevo pag Exet éva Mesh Filter oAl ko Evav
Mesh Renderer. Avtd ta dvo components givar vrevbuvo Yoo TNV OTEKOVION TOL
avTikeévou oty 086vn. Kabe popd mov eicdyovpe 1 dnpovpyovue éva mesh 6to project

65



pog, avtopata dnuovpyeitoan éva Skinned Mesh Renderer av to mesh eivai skinned, 1 éva
Mesh Filter kou évag Mesh Renderer av dev eivar. To Mesh Filter naipvel to mesh ond tov
Assets pdkelo Kot Tov otédvel otov Mesh Renderer €161 dote vo aneucoviotel oty 006vn
pog oy 0éom mov éxel kabopiotel péco omd tov Transform Component. Xtov Mesh
Renderer pmopovpue eniong va emréoope av BEAovpe 10 avtikeipevo pog va dnuiovpyel Kot
va d€XETAL OKLEG, OTMG EMIOTG VoL SNAMGCOLLE £Va 1) TAPOTAVE® materials.

To k&0e material mov eivar epappocuévo og éva avtikeipevo, eppoviletal péca oTov
Inspector. Ta materials ypnowyonoovvtor amd ta Mesh kot Particle Renderers tov
GameObjects Kot Tai{ovv GNUAVTIKO pOLO GTO TMOG EUPAVILETAL VO OVTIKEIILEVO GTIV 000V,
eVO o mePImTOoT Tov dev £yovpe dnAdoel materials otovg Mesh ko Particle Renderers, oev
eppaviCovtal cwotd M kot kaboéAov oty 006vn poc. Ot cuvibelg 1B10TTEG TOV mMaterials
glvar o Shader, to Main Color kot to Base Texture. Avdioyo tov oo Tov Shader mov Oa
emAEEOLUE TTEPIOTOTEPEG 1010TNTEG UITOPOVV v EUEOVIGTOLV oToV Inspector. Me to Main
Color ovolaotikd umopovue vo aAAAEOLIE TNV amdYpwoN, evd 1o Base amoteAeital amd 10
Texture, Tov BELOVUE VO EPAPUOCOVILE GTO OVTIKEILEVO [LOC.

Téhog oto avtikeipevo pog mapatnpovpe éva Box Collider, mov dev givon timote GAAO
and évav Collider oe oynua k6Pov. O kaBe Collider £xel cav 1010TTEG TO Material, mov givai
po avapopd oe éva Physic Material to omoio kofopilel Tov tpoémo mov aAANAETOPA O
Collider pe tovg dAAovg, to Is Trigger to omoio av evepyomomndeil o Collider ayvoeital amd
TNV physics engine kot ypnoionoteital povo yio triggering events, 1o Size mov kabopiletl To
uéyebog tov oToVg X,y,Zz G&oveg ko to Center wov kabopilel v 0éon tov Collider oe oyéon
pe v B€0m TOV AVTIKEEVOV.

Ye o0ho ta oviikeipeva T Components pmopoldv va dloypapovv, va enxovapepHovv
OTNV OPYIKN TOVG KOTAGTOON 1| 6€ 0vTh Tov prefab ce mepintmwon mov Exovpe aArdgel Eva
avTiypapo, Onwg eniong pmopovpe va sledyovpe véa Components 1 Vol TO OVTIKOTOGTIGOVLLE.

Onwg @aivetor o1 omv  ewkova 4.9 mopaxdteo, to Unity mpooeépel éva
Play/Pause/Step c0GTNUO KOVUTIOV UE TO OTOI0 UTOPOVUE Vo TPEEOVILE TNV GKNVI UG HECO
and Tov Editor.

(> 11| ]

Ewéva 4.9 Amelk6vion 100 cvoTipoTos kovpmiav Play Mode Tov Editor

ITatdvtag Play 1o Unity @épvel 6to mpoosknvio to mapdbvpo Game. Xto mapabvpo
avTo, EEOUOLDVETAL 1) OKNVY UG KoL UTOPOVUE Vo Tai&ovpe £Tat akpipdc 0ntmg Oo NTov oty
mepintwon mov giyape Kavel publish to mayvidt poc. Opwmg katd v ddpkela tov Play Mode
t0 Unity pog emrpémel va KAVOLUE TPOCOPWVEG OANAYEG OTNV OKNVI| OGS, (OOTE Vo
€EEPEVVIOOVE SLOPOPETIKEG TEPITTOOCELS KOL VO OTOPUGICOVUE EVKOAOTEPD, GE TOAVEC
oAhoyEG.

2mv undpa tov Game View vmdpyel évo Aspect drop-down pevov, pe 1o omnoio
UTOPOVLE VO AAAAEOVILE TNV OVAALGT] TOV TOLYVIOOD KOl VO, SOKILAGOVE TG Ba paiveTat To
T VioL pog o€ 010popeTikod TOmov 006veg. Xta, de&1d vtapyel To kovuni Maximize on Play,
10 omoio peyeBover to Game View oto 100% tov Editor mapabipov v emduevn @opd mov
Ba EavatpéEovpe to moyviol pag. To kovumi Gizmos, gvepyonoiei oto Game View Olo ta
gizmos TV avTIKeWEvay, eppavifovrag ta énwg akpipdg oto Scene View. Télog €yovpe to
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kovuni Stats, to omoio evepyomoldvtag to eueovilel, 6mwg eaivetol kol otnv gkova 4.10,
otatiotik@ Rendering. To mopdBupo owtd givar moAd ypoLLo, 0QOD UTOPOVUE VO, SOVUE
KaTé TV O1dpKe TOV Toyvidloh S1dpopa GTUTIOTIKA OYETIKA pe Tov frame rate, To draw
calls ka1 v RAM.

h
Ewéva 4. 10 ZTIYPOTUTTO TOV TOLYVIOL0V 6TV PAGT| GYESINGNS TG GKNVIS, UE TU GTUTIGTIKG
10V, 6O)g Qaiveran péoa omd To Game View tov Editor

Kobng tpéyovpe 10 Toyvidl Log mapatnpovie 6T0 KOT® HEPOG TNG 000vNg Hog Eva
Status Bar, 6mov epeoviovior didpopa punvopato. Iatdvtag dmhd click move Tovg, M
anyoivoviog  oto Window—>Console epgpoaviCetor 10 mapdbvpo Console. Ze avtd 10
mopabvpo eupaviCovior odgopa pnvopota, errors, warnings kot debug unvouate tov
moyvidlov. ‘Exovpe v dvvatotnto va otélvouvpe ta dkd pag pmvopate oty Console
yxpMNoonoldvIag v evtoan print(), v Debug.Log(), v Debug.LogWarning() kot tnv
Debug.LogError(). Me dumA6 click og 6Aa ta unvouata tov Console, 001MYOOHOGTE GTO Script
KOL GTNV YPOUUT TOV KOOWKE, LLOg, 0o OTov dnpovpysitat.

Onwg mapatnpovue kot oty ewova 1.3.3.1, 1o mapdbvpo Console &xet po toolbar
dwayeipiong mov Ponbast oto eAtpdpiopa tov pnvopdtov. ITatoviag to kovuni Clear
kaBapilovror OAa to unvouato g Console péypt exegivp v xpovikn oTiyun,
evepyonowwvtag to mAnktpo Collapse, o unvopato mov ypdaeoviar oty Console cg
dtdpopa ypovikd onueio epeavifovior mAéov povo pio popd, evepyomoidvtag to Clear on
play, n Console pvOuiletar vo kaBapiler to pnvdpota kdbe popd mov umaivovue oe Play
Mode, evd evepyomownvtag to mANKkIpo Error pause, to punvopoto mov GTEAVOVTOL GTNV
Console pe Debug.LogError() kédvouv mavon oto Play Mode tov mayvidiov. Télog natdvrag
7o Open Editor Log, avoiyet 1o Editor Log o¢ évav Text Editor.
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.GameCbject)

Ewova 4. 11 Yrrymotono o6 10 Console Window

To Unity Pro mpoceépet éva axdpo epyaieio, mov fonddel Tov ypnot va PEATIOoEL
10 mayviol Tov. To gpyadeio avtd dev givar dAlo amd tov Profiler, pe 1o omoio pmwopovue va
dovpe Yo kéBe frame mOGOG ypOVOG Kot Pviun (PELETOL GE SIAPOPES TTVYES TOV TTOLYVIOLOD
pag, 0mmg oty dwdikacio Tov rendering kot Tov animating. ‘Eyovtog evepyomoicel tov
Profiler anyaivovtag oto Window—>Profiler kou motdvrag Play otov Editor katoaypdeovral
oMol Ta Oedopéve OYETIKG HE TG eMOO0ELS TOv malyvidlov. OAo To dedopéva autd
epoavifovror péoa otov Profiler oe ypapikég TapacTacelS YOPIGUEVEG OTIG TEVTE KATNYOPIES,
CPU Usage, Rendering, Memory, Audio kot Physics. ITatdvtog omovdnmote otnv ¥povikn
Ypapun mov £yl oynpatiotel, NAadn emréyovtog éva frame, eppavifovtal 610 KAT® UEPOG
tov Profiler, avaAvtikég mAnpogopieg yia to suykekpipévo frame.

Onwg mapatnpodue oy gikova 4.12 wapakdto o Profiler £yel wio control toolbar
0TO0 WOV WUEPOG TOL TOpablpov, pHE TNV OMOl0 UTOPOVUE VO EVEPYOTOU|GOVUE N
amevepyomomaoovpe v dudikacia tov profiling matmdvtag to Record, va mepumynbovpue ota
Katoyeypoppéva frames 1 va mpocsBécovpe évav and tovg mévte Profiler pe to mAnktpo Add
Profiler. Otav evepyomoioovpe to mAnkTpo Deep Profile, o Profiler diciodvel fobded péca
ot Scripts  KaTaypAeovtog Oedopéva yio. OAeC TIG KANGELS TV GLUVOPTNOE®MV, OnAadn
KATOYPAPEL TOV YPOVO OV OTATOAA HECH GTOV KMOKO TOv mouyvidlov. H diadikacio tov
Deep Profile mapoio mov pmopei va amodeytel GNUavVTIKY KT TNV O1dpKela g Pertioong
Kol d1opOHmoNg ToL TOLYVISI00, YPNCUOTOLEL £va, TOAD HEYAAO HUEPOG TNG UVIAUNG KOl GE £vaV
TEPIMAOKO KOJIKO PTOPEL VoL Unv €ivat Suvati 1 xprnor Tov.

Ytov Profiler pmopovue va kieicovpe omota €idn Profiler dev pog evdlapépouvv, 1

KOO Kol VO KPOTHOOVUE HOVO £Va £TG1 OOTE Vo £XOVUE KAOE pOpa piat KAADTEPT] EIKOVO TOV
Tt ovpPaivel oto topéa mov pag evoweépet. Ilatdvrog o kKabe évo amnd o mévte €idm
Profiler, CPU Usage, Rendering, Memory, Audio kot Physics, PAémovpe Srapopetikd
OTOTIOTIKA GTOXEID KOl OYETIKO Ue NG mopomdve dadwacies. Xtov CPU Usage Profiler
govpe v dvvatotnte va  oAidEovpe 0éom  ota  otoyeio, Rendering, Scripts,
GarbageCollector, Physics ka1 Other mov «kataypdeovtal, epeavilovtag v YpPOQeIK)
TOPAUCTOOT LLE TPOTO TOL HoG POAEVEL.
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Ewéva 4. 12 Xriypdtono and tov Profiler pe ta avolvTikd KoTayeypoppéve 6TATIGTIKA
otovyeio g katnyopiag CPU Usage tov frame 501

Axopo éva mopdBvpo mov elvar dvvatdv vo evoopatdcovpe oto Unity Editor
anyoivoviog oto Window—> Animation 1 motovtog Ctrl+6 givar to Animation View pe 1o
omoio umopovpe va dovue N va eneEepyactovpe Eva animation clip. Xto mapdbvpo Animation
epoavifetor mAnpopopieg kot ta didpopo. components Tov GameObject Tov €yovpe emALEet
péom tov Hierarchy View 1 tov Scene View, evd to avTikeipeva Tov €yovv £vav Animation
Component oA Kot animation clips givat Suvatov vo to eneepyacTOOLLE.

210 TAVO PEPOG TOL TTapaBupov Ppicketal pio umdpa dloyeipiong Tov animations pe
kovpumid play, next/previous key frame, record, add key frame kot add event, 6nwg eniong kot
po pmdpo timeline. Akdpo vrapyet n dvvordtnta vao emiéEovpe péoa amd [ Aloto To
animation clips wov gival dSnAouéva 6to Animation Component Tov OVTIKELEVOV.

To Animation View ¢givol oTioypévo €161 ®OTE Vo Agrtovpyel cav  €va
CVUTANPOUROTIKG gpyaleio dOpOBwone kot emeepyaciog 1 ocav €va gpyaieio dnpuovpyiog
amA@Vv animation clip. AKOUO Lo TPOGREPEL TNV dVVATOTNTO VO OPOVUE TOV®D O HUETAPANTES
Tov materials kot GAAov Components, 6nw¢ eniong kot vo kalodue functions cg emideypuévo
YPOVIKO orueio pe v ypron Tov Animation Event.
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€ Animation

idle1 (Read-Only)

Ewova 4. 13 To napdBvpo Animation Tov Unity

Aoy meprypdyope O6ha to Pacikd panels kadg kol Tov TPOTO e TOV OMOi0 TO.
YpNoLoTolovpe, Tdpa Ba deifovpe v dadikacio Kot TIg TEXVIKEG TOL aKOAoVONONKaV Yio
v dnovpyio Tov TePPEALOVTOg Kot TV Yapoktipov péco oto Unity. Eniong 6o kdvoupe
M0l EKTEVEIC OvVO(QOPE GTOV TPOYPOUUOTIGHO TV OVTIKEWWEVOV WOC, ®ote va dgiovue,
OPKETEG Omd TG SOLVATOTNTEG TOL TPOoPEPEL To Unity.

4.2.5 Hapadeiypoato

4.2.5.1 H dwdwkacio import tov FBX kot eneéiynon tov
Character Controller Component

e kb KePALAO QVTAG TNG TTLYIOKNG del&aple TG dladtkacieg mov akoAovOnOnkay,
HEGO OO SPOPETIKA TPOYpaupaTa, yio. TV dnuiovpyia evog 3D yoapaktipa. Topoa 610
mopdadetypo avtd Ba dsiovpe oG B YPNOUYLOTOMGOVE TOV YAPUKTNPA CLTO UECH GTO
Unity avaAbovtog To scripts mov SnNUIovpyNoaue Kot OA0 To, VTOAOWTE, components 7OV
XPNOLOTOEL.

Apycd, apov &yovue kavel import otov @dkelo Assets to .fbx mov Kdvape export
and to Blender, 0nw¢ deiape mapandvm, 1o Bpiokovpe 6to project panel katl 10 ETAEYOLLLE,
epeavifovtog otov Inspector 10 FBXImporter. Xtov FBXImporter pmopodue va
eneEepyaotode TO HOVIEAO KAvOvTOg scale, vo TOo cvumiécovpe, vo ONUOVPYNGOVUE
colliders, va aAArdEovue to UV kot va melpdéovpe ta normal maps kot ta materials. Emiong
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otov FBXImporter PAémovpe kol o kotnyopics Animation, Gtnv omoic. UTOPOVUE VO
emiéEovpe wrap mode oto animation clips, Tov Tpomo mov Ba amobnkevovtar kat po pébodo
ovumnieons. Ed® oe mepintwon mov €yovpe Kavel export OAa To animations og €va .fbx apyeio,
puéow tov NLA editor tov Blender, pmopodue va ta Y0pIiGOLUE SNUOVPYDOVTOG KOVOUPYLo
animation clips kot emAéyovtag opykd ko teMkO frame koBdc kou wrap Mode. Ta
animation clips mov dnpiovpyodpe to dnidvovpe oto Animation Component tov .fbx €1l
MOGTE VO LTOPOVLLE VO, TOL YPNCLLOTOGOVLLE KOl VO TO KAAECOVE LEGM SCript.

] (FBXImporter)
Meshes

Generate Lightmap UVs
Normals & Tangents
Normals Import

Tangents Calculate

Split Tange

Materials

WrapMode Loog

Ewoéva 4. 14 O FBX Importer tov Unity

levikd axopo kot av mpocBécer otnv oknvn €va avTIKEILEVO, UTOPOVUE V.
ovveyioovpe va kdvoope ordayés otov FBXImporter, a@od ot oliayég avtéc yivovtot
avtopato omd to Unity 6e 6Aa To instances tov, epdcov matcovpue Apply. Agov €yovue
KAVEL OAEC TIG OMOPOLTNTEG OAAAYES, EIGAYOVUE TO LOVTELD LOG GTNV OKNVI| KOl ETAEYOVTOG
10 k@0e mesh Eeywpiotd, dnhodvovpe otov Inspector panel ta texture kot normal maps mov
€yovue OMLOVPYNOEL, ONMOC €MioNG KOl TOVG KOTAAANAovG shaders. Xtov yopokTipo LOG
&yovpe ypnowomnoost Diffuse kou Bumped Diffuse shaders yio to povyo kor t0 coua,
Bumped Specular ka1 Reflective/Bumped Specular shaders yio tnv mavomAio kot to 6o
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YV ovvéyela MAEYOVUE TO UOVTEAO pag (Tov parent OAwv tv meshes) kKot TOV
epappolovpe TO Character Controller component TYyoivovTog
Component—>Physics>Character Controller. To ocvykekpiuévo component givor évag
Capsule collider €101k oyedoouévog amd to Unity Yo yOpOKTAPES, OPOV UTOPOVUE VO
IMNA®dooLE €KTOG amd TO VYOG, TNV OKTIVE Kol TO KEVIPO TNG KAWovAag, To Slope Limit, to
Step Offset, to Min Move Distance kot to Skin Width. Xtov Character Controller To Slope
Limit meplopiler tov collider tov yopaxtipa va avefaivel e dAlovg colliders pe yovia
KAlong pikpotepn 1 ion ¢ TIng mov dnidvovue. Me to Step Offset SnAdvoupe v uéylot
0mO0TOoT and TO TATMWUW, OTO ONOI0 UTOPEL VO, TEPTATAGEL O YOPUKTNPOS Kol VO avEPEL
dArovg colliders. ¥to Min Move Distance opilovpe v eAdylotn Ty yww v omoia o
yopoktNpog ogv o petakivnOel o€ mTEPITT®ON TOL TO EMYEPTCOVUE Y10 OTOGTACT UIKPOTEPT
1 ion pe avtyv. Téhog pe to Skin Width opilovpe po Tipn yio v onoia o collider pmopei va
gloywpnoet o évav dilov. H Bértiotn tiun tov Skin Width etvan iom pe 10 10% tng axtivag
tov collider, apod o€ mepintwon mov opicOLUE UId YOUNAOTEPT O YOPOKTNPOS UTOPEL Vo
KOAANGEL.

[ ] Character Controller
Height g
s 1

45

Min Move Distance

Center

Ewoéva 4. 15 To Character Controller Component

AoV kdvoope Tig KoTtdAAnieg puBuiceic otov Character Controller, eipacte étoyiot
VO TPOYPOULOTICOVUIE TOV YOPOKTAPO HOC. Apywkd onpiovpyovpe éva véo JavaScript
anyaivoviag  Assets>Create>JavaScript 1M péoow tov  Project panel oT0
Create>JavaScript. To véo avtd script dnpovpyeitar otov @akelo Asset pe ovoua
NewBehaviourScript «o1 gpeoaviletor 6to Project panel, evédy av égovpe emiieypévo €va
@axelo oto Project panel, to véo script Oa dnpovpyndel péca e avtdv. XNV GuVEXELD 0POD
Kévoopue petovopacio oto JavaScript, To avoiyovpe kévovpe double click Tdve tov péca oto
Project panel. O\eg o1 scripting drodikacieg yivovtor og évav default eEmtepkd text editor, o
onoiog punopei vo aArdEet oamd to pevod Edit->Preferences—> General.

4.2.5.2 H ypfion Tov Bacwk®v function kor 1] onpocio Tovg

[Ipwv Eexwvnoovpe vo Seiyvovpe KOUUATIO KMOIKO TOL YOPAKTAPA OAAG Kol TOV
nmepPaiiovtog, Ba avapepBolpe otig Bacikég functions KoL GTNV YPNOT TOLS, MOTE VA, EYOVLLE
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o yevikn ewdvo. Xto Unity, vmapyovv apketég event functions mov ektelodviol pe puo
nwpokabopiopévn oepd, kabdg tpéyovpe €va script. EeKvOVTOG TO TOvViol Kot OTav
POPTAGCEL TNV OKNVT, KoAgiTan 11 cuvaptnon Awake, yio kéOe avtikeipevo og autiyv. ApEcwmg
petd kor mwpwv Eexwvnoel 1o mpdto frame kadeite m ocvvaptnon Start. Ot 600 ovtég
CULVOPTACELS KoAOLVTAL UOVO Hia opd Yo kGBe avtikeipevo gite otav poptwbel 1 oknvn,
glte 0Tav KAvoule instantiate £va AVTIKEILEVO GTIV GKIVY LOG.

H Baown function péow g omoiag yivetor n peyardtepn doviewd ivon n Update();
H ovvdpmon ovt) kokeitor po @opd yio kabe frame kot étol ypnoomoteiton yio tnv
dnuovpyion Tov game logic, Yo TG CAANAETMOPACELS, Yoo TNV ¥PNoN Kot pvOuion tov
animations, yio TV TopOKOAOVONGN Katl pOOon ¢ Béong pa képepag, KTA. Extog and v
Update vrdpyovv dvo akduo cvvaptioelc, ot LateUpdate ko1 FixedUpdate mov pmwopodv va
ypnowonombovy yia mopopown yprion. H LateUpdate kakeite kol avt o @opd yio kébe
frame, opwg apéomg petd v Update, mov onuaivel 6Tt otidnmote givar péoa otnv Update Oa
éxel ohokAnpmBel otav Eekivnost ovth. ZuvnBog 1 LateUpdate ypnoipomoteital yioo v
poOBuon g Béong G KAUEPOS TOV XOPAKTAP, 0POL KoAeite apéomg petd tnv Update,
ONAodn MeTd TO TEAOG TNG Kivnong tov yopaktipo kot Pefordver 6Tt Bo Tov axoAovdel.
Avtibétoc n FixedUpdate xodieiton mo cvyva amd v Update kou mapéyet éva mo alldnioto
poAOL, aveEaptnto amd to frame rate Tov moVISOV. AVTO cvuPaivel QoD 1 GLYKEKPIUEVN
ouvaptnor, pmopel va kANOel kot apketég popég o€ éva frame av to frame rate eivor younAo
N va unv kintet xapio popd avéueca ota frames, av givor peydio.

Ymv dwdkacio tov rendering 1 GEPA LE TV OO0 KAAOVVTOL Ol GUVOPTNOELS Eivar
n e&ne. pwv n kapuepa dofdoel TNV GKNVA Y10 VoL EPOAVICEL TO OpATA aVTIKEILEVA, KaAglTOL
1 ovvéptnon OnPreCull kot onv cvvéyela Yo kaOe avtikeipevo mov gival opatd N AOPATO
kaAeite 1 OnBecameVisible ka1 OnBecamelnvisible avtiototya. Av 10 avtikeipevo givol
opatd kadeite m ovvaptmon OnWillRenderObject, o @opd ywo kdbe wdpepa Kot
akolovBei 1 OnPreRender mpwv Eexwvioer M képepa vo kdvel render v oknvi. Ztnv
ouvéyewo kaheitar 1 OnRenderObject, 6mov kdvel render, OA0 T0 OPOTA AVTIKEILEVO TTOV
Bprke mopomdve kol apéowmg POALG oAokAnpmbel M dwadikocic avty tov render yiu TO
ovykekplpuévo frame, kadeite 1 OnPostRender kot OnRenderlmage péco otig omoieg
umopel va yivel ypnon tov post effects. Téhog otnv dwedikacio Tov rendering, avikel Kol M
ovvaptnon OnGUI, pe v dapopd 0tL kodeite mOALEG Popég otny dudpkela evog frame.
Apyikd extehovvton ot depyacieg Layout kot Repaint kot petd oleg or digpyooies yio g
€VTOAEC TOL keyboard kot mouse.

IToAd ypnioueg ovvaptioelg eivar avtég twv Coroutines. Ot GLVOPTACELS OVTEC
UmopohV VO OVOOTEIAOUV TNV EKTEAECT] TOLC HEYPL VO TEAEIMGEL T GLYKEKPIUEVN
YieldInstruction mov opifovpe. H ypniom twv Coroutines propel va yiver pe v yield, 6mov 1
ovvaptnon Oo cvveyicel oto enduevo frame kot apov £xel teleidoel | Update, pe v yield
WaitForSeconds(“seconds”), émov cvveyiler petd tov ypoévo mov tov opifovue, yield
WaitForFixedUpdate, 6nov cuveyilel 0tav €govv oloxinpwbel oieg o1 FixedUpdate dhwv
TV scripts, péom ¢ yield WWW, 6mov cuveyiletl apov £xel ohokAnpmBel 1 Aqymn Kot T€A0g
péow g yield StartCoroutine(function), 6mov mepiével domov va ohokAnpwbel TpmTa 1
function wov tov opilovye.

Télog e&ioov onpoavtikéc stvar kat ot suvaptioelg OnCollisionEnter/OnCollisionExit
kot OnTriggerEnter/OnTriggerExit, agol umopodue vo eréyovpe ov oakovumdver 600
colliders, 1 av Ppicketar o évag péca otov datov. Kabmg emiong ko 1 OnMouseEnter kot
OnMouseExit pe 11 onoieg Lmopovpe vo GAANAETIOPACOVIE HECH TOV TOVIIKIOD LE KATOLOV
collider.
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4.2.5.3 To cvotnpo animation Tov Unity ko wapadeiypota
xP1oNG TOV

AoV eidape Tig Paocikéc function kot v cepd pe v omoia ektelovvtal, Oa
ouvveyioovpe 10 TOPAdEYUA oG, Ogiyvovtag Pootkd scripts mov ONUOVPYNCOUE Yo TNV
Agrtovpyiot TOV YOPOUKTAPO CALA KOL Y10 TO VTOAOUTO TEPPAAAOV. ZTO SCript TOL XOPAKTIP
pag apykd, onimvovue péco oty Start() function o Wrap Mode twv animations, to layer
ka1 to speed Tovc. To kdvovue avtod Yo kdbe animation, £161 ®oTE va puBuicovpe Tov TpoOTOo
ov o avorapdystal, To eninmedo oto omoio Ba PpiokeTal, MOTE Vo UTOPOVUE VO KAVOLUE
evog €idovg wiEn peta&d Tov animation clip, oAAd Kou va OnAdGOvLHE TNV GEPE
TPOTEPULOTNTO TOVS, KAOMG Kot TNV TorybhTnta e tnv omoia Oa wailel to kabe éva.

Eekvape AomoOv dMUovpYdvVToS TNV ovvaptnon Start ypdoeovtag, function Start(){}
KOl 6TV GUVEXELN LEGO O ATV Yo KABe éva animation YpAQOLLE TOV TPOTO AVOTAPAYM®YNS
tov. Ta €idn WrapModes mov vmoompiler to Unity eivor: Default, Once, Loop,
ClampForever ko1 PingPong. To default givar 1o Once, ] avtd mov SmAdvovpe otov
FBXImporter av to &qovpe aArdéel. To WrapMode.Once otopotdel to animation Otav
@tdoel 6to T€log Tov, pe to Loop Eektvdetl To animation kdBe popd Tov TAVEL GTO TEAOC TOV,
pe 1o ClampForever moilel to animation pia povo @opd oA Otav @Tdcel 6To TEAOG TOV
nailel o televtaio frame cvvéyeln, eved téhog pe to PingPong mnyaivel amd v apyn oto
TéA0G Kal T Tiow. Mepikd moapadetypata ypriong tov wrapMode goaivovtol 6TIC TopaKAT®
YPOUUEG KOOTKA.

animation["idle"].wrapMode = WrapMode.Loop;
animation["slash"].wrapMode = WrapMode.Once;

animation["aim"].wrapMode = WrapMode.ClampForever;

Y10 animation pe 6vopa idle ypnoomoodvpe WrapMode.Loop kaBmg 0élovpe va
nailel ovvéyela to cvykekpipévo clip, evd To animation tov yTumfpatog BEAovE va mailet
po povo popd matdvtag Eva TAnktpo. Téhog BEAovpe To animation|[“aim”] vo cuveyicel va
nmailer 10 tedevtaio frame ywo 660 eueic Ba €yovpe moTNUEVO €vo TANKTPO Yo OVTO
dnidvovue oto wrapMode tov, to ClampForever.

Epocov éxovpe dniooel o wrapMode o 6Aa ta animation clips, otnv cuvéyeia ta
ta&wvopovue og layers. To animation cvotnuo tov Unity Tpoo@épetl avtiv v duvototnTa,
UEC® TNG OMOi0G LWITOPOVLE VA OpLAdOTOcoVLE Oca animation clips Béhovpe péca og layers
Kot vo. kKGvoope pio pign peta&d toug. v ovcio avty N pién yivetor mpocbétovtag Papn
ota animation clips mov avikovv ota layers kot to omoio ypnoilomoohVIOL Yo Vo
kaboplotel mo clip éxer  peyodvtepn mpotepardtnro. To  animations pécwm  Tng
animation.CrossFade(); Mopalovtar avtopata PBapn arnd to Unity mov otav abpoilovton
otévouv oto 100% vyia ke layer. H ta&wounon tov animations ce layers yivetal pe tov

e€ng tpomo.

animation["idle"].layer = -1;

animation["run"].layer = 1;
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animation["slash1"].layer = 2;

animation["slash2"].layer = 2;

2T TOPATAVD YPOUUEG KMo YiveTor ToSvOunoTn ouTOV TV animations Gg
dlapopetikd layers. 1o yapnAotepo layer, mov oto mapdderypo pog ival to -1, tonobetodpe
7o idle animation, kafd¢ 0éAovue va mailel mavra aArd vo @aiveTor povo otov dev mailet
KAmolo GAAOV peyodldTEPNC TPOTEPOLOTNTOG. XTO layer 2 €yovue tomobetoel dvo animation
clips, kabmg Béhovpe va dnpovpynoovpe o puiEn peta&d tovg, dniadn otav Ba kaeitor To
slashl, va yiveton fade out oto slash2 kot to avdmodo. Ze avtyv v mepinTmON
ypnoyonoteitar To animation.CrossFade(); yia avtopatn 1 xepokivntn katoavoun fapovg.

Axopo otnv Start function prmopovpe va dnAdcovpe TV TaydTNTO He TNV onoia Oa
moilel To kdBe animation, a@od UTOPOVLE VO AVENCOVUE T VO UEIDGOVUE TOV OplBUd TV
frames mov ypetdletorl yio va ohokAnpwOel N avamopay®yn Touc. AVt 1 TEYVIKY €KTOG TNG
Bonfelog TOL TPOGPEPEL GTNV TPOGAPUOYN TNG TAYVTNTOG TOV animation, pog divel emiong
NV OLVATOTNTO VO YPNCILOTOOVME KPS aplBpd frames oto animations Kol GUVETMG VoL
Kkpotoovpe Wikpd péyebog ota animation oL KAVOLUE export. XTI TOPUKAT® YPOUUES
PAémovpe mhg pmopobue va pvbuicovpe TNV TOXOTNTO TOVG KOl GUYKEKPIUEVO TOV
animation[“idle”], mov 6o avamapdysral pe to 80% e apytkng Tov ToHINTOC, TO “run” TOL
Ba kdével va olokAnpwbel 610 SuTAdclo Tov apykoy ypdvov tov Kot to slash, mov Ba
ypPE0oTEL TO G TOV XPOVO.

animation["idle"].speed = 0.8;
animation["run"].speed = 0.5;

animation["slash"].speed = 2;

v ocvvéyela Kot evd gipoote péca oty Start(), falovue ToV YopaKTHPO LG VO
nailel to idle animation, étol ®ote va gkvioet apyilovtag to moyviot.

animation.Play("idle");

4.2.54 EnreEnynon tov Bacik@v 6nueiov TOU KOOKA TG
KIiVI|61|G TOV YUpUKTI|PO.

‘Exyovtoc telewdoel pe To  animations, UTOPOOUE VO TPOYMPNCOVUE OTOV
TPOYPOUUATIONO TNG Kiviiong Tov yapaktpa. O Pacikodg KOdKag TG Kivnong tov, yivetal
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uéoa otnv Update kat gival onpovtikd va yivel exel, kabmg avtn 1 function kaAeite pio popd,
yw kaOe frame. H kivnon tov Oa yivel péow tov Character Controller component, wov £yovpe
Tpochécel oTov YopakTHpa uHag, ypnowpomowwvtag tnyv function Move(). O Character
Controller extdc amd v Move(), TPooeEpel TNV dVVATOTNTA VO YPTCLUOTOWCOVUE U0
apketd mo omAn function, tnv SimpeMove(), m omoia Aapfdver vwoéyn tOL UOVO TNV
TayvTNTO OV £pappoletal, o y dovag mopafréneTar Kot 1 fopdtnTa epoproleTal avTOUATA.
[Moapdia avtd, eueig Bo ypnowonomaoovpe v Move(), a@od 1 CLYKEKPUYEVI] GLUVAPTNON
npoonadel vo petakivioel Tov controller péoa amd v omoladnmote Kivinomn Kot meptopiletan
uévo and collisions.

Apyikd dnAdvoovpe otTo script pog HeTafAnTéc, yio Ty TaLTNTO UE TNV omoia Ba
Kiveite o controller, Tnv dOvaun dAuatog kot Ty Papvtnte mov o ackeite Tdvod Tov, Kabmg
1N Move() og avtiBeon pe v SimpeMove() dev TV epappolel aVTOUATO.

var speed : float = 30.0;
var jumpSpeed : float = 50.0;

var gravity : float = 55.0;

YV ovvéyelo dNUovpyodUE Evo TPIOOIAOTOTO vector, o omoiog Ba ypnoiomoindel
Yoo v petakivion tov controller kot tov apywomotovpe pe Ty (0,0,0) o emiong
dnidvoupe tov CharacterController Component oty petapint heroController, £161 ®ote
va givat o e0Kolo TPocPAciiog.

private var moveDirection : Vector3 = Vector3.zero;

var heroController : CharacterController = GetComponent(CharacterController);

Méoa oty Update tdpa xévouvpe éreyyo av o heroController givan oto £dagoc,
onhadn av emotpéeel true oto CollisionFlags.Below. v mepintoon mov eivar true
EMTPEMOVILE TNV LETOKIVIOT TOL KOl GUYKEKPIEVA, 0TOV KABeTO AEoval.
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if(heraContraller.isGraunded){

if{Input.Getaxis{"Vertical") > .2 && nput.GetButton("Action"}){

if(iLeonidas_SearchinteractPoint.InteractingwithObject)

{
moveDirection = Vector3{0,0, Input.Getaxis{"vertical"));
rmoveDirection = transform.TransformDirection{move Direction);
moveDirection *= boostlncr * speed;

}

anirmation["run"].speed = 1;
if(SelectWeaponLeftHand.bowactive B&& 1IShiftRun &8 ILeonidas SwimControll. CanSwirm }{

if{Leonidas_SwirmControll.CanSwim){

if(ShiftRun && ILeomdas_SwimControll.CanSwim)

H

e

{
iF(ShiftRun Bl 'SelectWeaponLeftHand. bowdctive && leonidas_SwimControll.CanSwirn)
{

boostIncr = 1;
animation.CrossFade{ run”);

}

Ise if(Input. SetAxis{"Vertical™) < -.2 && Unput.GetButton("Action"))

if{ILeonidas_SearchinteractPoint.InteractingWithObject)
i

moveDirection = Vector3{0,0, Input.SetAxis("Vertical"});
moveDirection = transform.TransformDirection{moveDirection};
rmoveDirection *= boostIncr * speed;

}

if{Leonidas_SwirmControll.CanSwim){

else{
animation["run"].speed =-0.5;
animation.CrossFade("walk_backwards");
boostIncr = 0.5;

}
¥

Ise if{Mnput.Getaxis({"Vertical")}{

amimation.Stop{“run");

animation.Stop{“walk_backwards");

anirmation. Stop{"shift_run");

animation.Stop("run_with_bow");

anirnation.Stop("swirn");

##transform TranslatedVector3 forward * 15 * Time deltaTine, Space. Seify
Alonimation Play("stop_run ")

moveDirection = Vector3(0,0,0);

moveDirection = transform.TransformDirection{moveDirection);
moveDirection *= boostlncr * speed;

n

if{Input.Gethxis{"Horizontal") && Hnput.Getaxis("vertical") && WLeonidas_SearchInteractPoint.InteractingwithObject){

m

Emiong eAéyyel eqv éxel matn el minktpo yio tov opilovtio d&ova Kot mEPIGTPEPEL
tov controller katdAANA.

if{Input.Getaxis{"Horizontal"y < .1)}{

¥

Adanimation Flay"turn_Jeft"y

Adtransform Translatetyector 2 left * 18 # Time deltaTime, Space.Self)
#dtransform. Translateryector $.up * § * Time deltaT ime, Spoce.Self)y
transform.eulerdngles.y += Input.Getdxis{"Horizontal") * Z;

if{Input.Getaxis("Horizontal"y = 03{

¥

Adanimation Playg"turn_right"}

#dtransform Translatetyector 2.right * 16 * Time deltaTime, Space Self)y
Adtransform Translatetyector 2.up * § * Time deltaTime, Space Self)y
transform.eulerangles.y += Input.GetAxis{"Horizontal") * 2;
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Axopo eElEyyel av €yel TatnOel o TAKTpO Jump Ko edv emoTpéyet true, epapudlet
otov a&ova y tov Vector3 mov dnimcape tnv jumpSpeed.

- if {Input.GetButtan ("Jump")) {

- if{shiftRun){
movelirection.y = jumpSpeed;
animation.Play{"run_jurmpHi"};
}
- elsef
movelirection.y = jumpSpeed;
anirmation.Play{"jurmpHi");

}

m

H

Téhog epapuodlel v Papdtnra aArd Kot v petakivnon tov Controller e fdon tnv
T Tov Vector3 moveDirection.

- if{lILeonidas_SearchinteractPoint.InteractingwithObject){
transform.eulerangles.y += Input.Getaxis{"Harizontal") * 2;

}

rmoveDirection.y -= gravity * Time.deltaTime*2;
heroController.Move{moveDirection * Time.deltaTime);

m

4.2.5.5 O Input Manager kol Topaogrypo TPOYPUPULATICHOV TOV
TAMKTPOV

Ta mnkTpa mov gival vrevBuva Yo TIC KIVAGELS TOL YOPaKTNPL £xovv pubucTel
péca otov Input Manager, [le GUYKEKPUEVO OVOUATO, TO OOl Kl KOAOVUE 6To script pog. O
TPOYPULUATICHOG TOV TANKTPOV Umopel va yivel eite pe v Input.GetKey(name : String) mov
naipvel cov €i60d0 1o Ovopa Tov TANKTPOv, gite pue v Input.GetButton(buttonName :
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String) wov maipvel ta ovopata and tov Input Manager. 1o wTuyloky oty EMAEYONKE v
yiver ypfion ¢ Input.GetButton yw to mAnktporoyio ko Input.GetMouseButton yio o
TOVTiKL, Aoy &govtag dNAmacel To emBuuntd mAnktpa otov Input Manager, ol GuVAPTHCELS
YAVOUVY Y10 TO OVOLO, O€ QLTOV Kot OYL GE 010 TANKTPO OVAPEPETOL KOL ETGL UTOPOVLE VL
Kavovpe oAAayEC oTo TANKTPO YOPIc va (peldleTol vo eTEPPOVUE TEPUITEP®D GTOV KMOIKO
oG,

[Mopaxdtw dsiyvoope tov Input Manager pe apketd omd To TANKTPO TOL EYOVLE
dnuovpynoet eel.

8 Inspector
Input Manager (Input Manager)

Fire

Fire2
Fire3
Jump

Jump
tive Name
ive Negative Name
n
ystick button 3
e Button
e Button
1000
0,001

1000

o Mouse Button

Get Motion from all Joysticks

era Button
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Mepikéc YPOUUES KOJIKOL TOL OElYVOLUV TOV TPOTO TOL YPNOLLOTOONKAV Ta,
dniopéva Tiktpa otov Input Manager yio Tig KIVI|GELS TOV {OPOKTIPO LAG.

- if{Input.GetButtonDown{"Firel") && UnventoryMouseOver && SelectWeaponRightHand.swordActive){
- if{lanimation["slash1"].enabled && lanimation["slashz"].enabled && lanimation["slash3"].enabled}{
attacking = true;

Combodttack{);
}
}
if{Input.GetButton{"Fire2"Y /*&8 heroController.isGrounded*/ 8 & SelectWeaponleftHand.bowActive) L
- 1] 1
animation["attack_bow"].wrapMode = WrapMode.ClampForever;
speed = 0;

animation.CrossFade{"attaclk_bow");
- if{Input.GetButtonDaown('Firel") && nput.GetAxis("vertical")){
animation.Play{"arrow_left");
TakearrowaAndaim{);
}

}
- if{Input.GetButtonUp{"Firez")}{

anirnation["attack_bow"].wrapMaode = wrapMode.Once;

¥

H Input.GetButton emiotpépel true yio 660 £Y0VLE TATNUEVO TO EMAEYUEVO TANKTPO
7oV Taipvel cav €i60d0, evad pe v Input.GetButtonDown eniotpépel true oto frame cto
omoio Tatdue To TANKTPo. TEXOG Yia va eAEYEOVLE OV APTCUE KATOL0 TOTNUEVO TANKTPO
ypnowonotovpe v Input.GetButtunUp, mov emotpépet true 610 mpdTo frame 6o onoio
OPNVETE TO TANKTPO.

4.2.5.6 Xpnon ¢ kAdong GUI, ntapovciacn kot
emeEfynon tov Health script

"Eva apketd peyddo kot onuavTikd HEPOG TNG TTUYIKNG NTOV 1) ONUovpyic TV
SLAOY®V, TOV GUGTNHLATOG ATOGTOAMY, TOV Inventory, TNG YPAPIKNAG AVOTAPACTACTG TV
OTATICTIKMY TOL YOPAKTPa, OTwg (mn, Tdvtot, KTA. OAd avTd dnpovpyndnkay Hécm e
KAdong GUI tov Unity. To GUI (Graphical User Interface) oto Unity avagépetot ¢
UnityGUI kot pog emitpénet vo, S1UovpyGOVLE, TOTOOETGOVLE Kol Vo OpicovLE To S1Kkd
pag GUI controls dupeca kot ypiyopa péca omd to idto script. 'Eva anid mapdadsrypo ypriong
g khaong GUI, eaivetatl mopokdto péso amd tnv dnuovpyio tov script {ong Tov
YOPUKTNPO LLOG.

Apyucd dnpuovpyovpe Tig int petafintés pog, MaxHealth kot health ko thv boolean
alive. H MaxHealth opilet tnv péyiom TR g health, kaOdc n health petofdiietar kotd
TNV S1dpkela Tov wayvidov. Emiong dnimvoupe éva duedidotato vector yio tnv BEon Tov
label mov Ba dnuovpyncovpe oty OnGUI() kot B TordveTon | petafintn health, Sniadn n
Con pac. Axopo dnpovpyovue éve, GUISkin péoo and 1o Assets—> Create>GUI Skin kot 1o
dnimvouvpe atnv HealthGUISkin petafinty). To GUI Skin ypnowonoteite yio tnv
onpovpyia evog skin pe puBpicelg yio v Ypoppatocelpd, To uéyebog, 1o xpouo, KTA TG
health petafAntg mov Ba tvndveTon oty 006vn po.
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@script ExecutelnEditMode) -
static var MaxHealth : int = 100;

static var health : int = MaxHealth;

static var alive : boolean = true;

var healthPos = Yector2{0,0);
var HealthGUISkin @ GUISkIn;

| -

Méoa otnv OnGUI function onAmvovue to HealthGUISkin oto GUI.skin dote va
YPTOULOTOGOVLE AVTO oL Ba dSNAdcove péoa omd Tov Inspector kot ETIAEYOLUE YPDOUOL.
Emiong kdvoovpue éheyyo otnv Boolean petafint alive, tumodvovtog v petafAintn health
péoa oto string tng GUI Label, av givat true, 1 tnv AéEn Dead av dev sivar.

- function OnGUI{){
GUL.skin = HealthGUISkin;
GUIL.DrawTexzture{Rect{0,0,300,150), healthTexzture);
GUIL.color=Color.white;
if{alive)

=
GUIL.Label{Rect{healthPos.x,healthPos.y, 250,100%, " + health. ToString());

m

¥
else if{lalive)
= I
GUILabel{Rect{healthPos.xhealthPos.y,250,100), "Dead");
ke

Me v GUI.Label propotpe va Snpiovpyncovpe Kot vo ELeovicovpe oty 006vn
£va KEILEVo M pia 1kova, evd ot Tpdmol ovvtaéne g Label givar ot e€ng:

static function Label (position : Rect, text : String) : void

static function Label (position : Rect, image : Texture) : void

static function Label (position : Rect, content : GUIContent) : void

static function Label (position : Rect, text : String, style : GUIStyle) : void

static function Label (position : Rect, image : Texture, style : GUIStyle) : void
static function Label (position : Rect, content : GUIContent, style : GUIStyle) : void

YV mopokdto ypouun kodika to healthPos.x kot healthPos.y givai ot x,y
GUVTETOYIEVEG TOV Vector2 mov dnAdoape oty apyn Kot £xovpe pubuicel otov Inspector.
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YV cvvéyela emAéyovpe to péyebog tov mhatoiov (250, 100), uésa oto omoio Bo TvT®GEL M
ocuvaptnon v tiun g health péom tng health. ToString().

GUI.Label(Rect(healthPos.x, healthPos.y,250,100), “”” + health.ToString());

Onwg einope ko mtapamdve n GUI function tpéyet mo cuyva kot and v
Update, mov onuaivetl 01t pmopel va yiver EAeyyog yio tnv T g Cmng, OU®S mapoia
aVTA Y10 AdYoLg emdocemV Oa ypnoponomcovpe v Update, apov pag apkei Eeyyog po
@opa avd frame. Méoa otnv Update Oa yiveton Edeyyog t¢ Tiung g health yo v odiayn
tov Texture mov Ba xpnCILOTOUGOVLE KOl KOTA cuvETELD TG alive, dote va oAAdEeL To Sting
tov Label o€ nepintmon mov 1 health yiver pikpodtepn 1 ion pe to undév. Meosa otnv OnGUI()
gidape mwg onAwoape otnv GUL. DrawTexture() va gpoaviletot 1o healthTexture, To omoio 0o
oAhaler avaddymg v Tiun g health, apob péso oty Update yia kéBe 10 povadeg g
health, Oa maipvel éva dapopetikd Texture péca oe Eva Texture2D wivaxo Tov yovpue
vepioel uécw tov Inspector.

var healthTexture : Texture2D;
var healthTexturelMG : Texture2D[];

= function Update{){

- if{health == MaxHealth){
healthTexture = healthTexturelMG[O];
¥
= else if(health <100 && health > 90){
healthTexture = healthTexturelMc[1];

H
- else if(health <90 &8 health > 20){
healthTexture = healthTexturelME[2];
H
- else if(health <80 && health > 70){
healthTexture = healthTexturelMa[3];
¥
= else if(health <70 && health > 60){
healthTexture = healthTexturelMG[4];

il

¥
- else if(health <60 &8& health = s0){
healthTexture = healthTexturelMG[5];
¥
= else ifi(health <50 && health > 40){
healthTexture = healthTexturelMiG[a];

3+
= else if(health <40 && health > 20)%{
healthTexture = haalthTexturelMG[7];
¥
- else if(health <30 &8 health > 20){
healthTexture = healthTexturelMGLE];
¥
= else if(health <20 && health > 0){
healthTexture = healthTexturelMc[2];

}

- else if (health <= 0 && alive){
healthTexture = healthTextureIMG[10];
PlayDead();

L3
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Méca otov Inspector emAéyovpe yio to wivaxe healthTextureIMG tov apBud 11 oo
size Kol SNAMVOLLE TG .jpg €KOVEG Ue Ta oTado TG health bar wov éyovpe dnpovpynocet oto
Photoshop. Ot pvBuiceig twv public petafAintdv Tov cuykekpiévov script eaivovtal 6Ty
TOPOKATO EIKOVA.

B ¥ Health (Script)
Script B Health

=alth Pos

; 14

30
IHealthSkin (GUIS)
th Texture HealthGui_100
=alth Texture IMG

HealthGui_100

Ela
=
Bl
=
Bl
=
=l
=
=l
=
=l
=
=l
=
=l
=
=l
=
=l
=
=l
=

Ewoéva 4. 17 To Health script Tov yapaxtipa, 6Tms paivetal otov Inspector

To health script éxet emiong pa function yio v agaipeon ndéviov {oNG Kot pue yuo
mv avénomn tovg. Kat ot dvo avtég function kadlobvtal pésa amd scripts GAADV OVTIKEUEVOV.

— function LeonidasIsBleeding {dmg : int){

health -= dmg;
BroadcastMessage("HitAnim");

— function AddHealth{addHealthPot @ int){

= if {health < MaxHealth}{
health += addHealthPot;

¥

- if {health »= MaxHealth}{
health = MaxuHealth;
¥
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Télog oto script ovTd VTdpyet (o axopo function,  owoio extedeite dTav 1 TIUN TNG
petafintig health yiver undév M apvntikn. Xe avtv yivetar false n alive, evnuepovovtag
apéong v GUILLabel va aAldet to string, moiletl To kKotdAAnlo animation Tov YOpoKTHP
KoL 0po¥ TEPUEVEL OGO YPOVO ypetdleTot Yo vo. oAoKANpmBei To animation[“dead”], kdvet
péom tng Time.timeScale pause kol 6TV GUVEYELD POPTAOVEL LECH TNG
Application.LoadLevel po dAAN oxnvi.

- function PlayDead{}{

alive = false;

animation.Play{"dead");

yield new WaitForSeconds{animation["dead"].clip.length);
Time.timeScale = 0;

Application.LoadLevel("DeadLevel");

Me mapOpo1o TpoOTo S0VAEVEL Kl TO GUGTILO TOV TOVTOV KOl TOV GAADY
OTOTIOTIK®V ToV gpaviovtal otTny 006v. ZUVOAIKA 0 KOPLOG YOPUKTNPOS TOV TALYVISION
€xet 19 scripts mévo tov Kot ota avtikeipevo tov Kovfolrd. ‘Eva e&icov Bacikd script eivor
avTo OV lvar VTEVBVVO YL TNV €QapUOYT {NILEG OTA AVTIKEILEVA KOl TOVG £XOPOVG.

e kG0e prefab ex0pod éxovpe opicel 1o tag wg Enemy, kot étot kdvovtog
Physics.Linecast peta&o 60o onueiov, av Bpet ex0pd otéivovpe pivopo oty function
peiwong {one tov 010 KatdAAnAo script Tov &yovpe dnpovpynoet, epapuolovtag Cnuid. O
EVTOTIGUOG TOV €XOPOD Y10 TNV ATOGTOAY] TOV UNVOUOTOC YiveTal Lo omd EAEYYO TOV
Collider Tov component Character Controller mov Bpickovpe pécm Linecast kai tov tag Tov
avTikeévou mov Ppiokete petald twv onueiov. H function avty cuvtdoostot wg €1,

static function Linecast (start : Vector3, end : Vector3, layerMask : int =
kDefaultRaycastLayers) : boolean

Ta start kot end givar ta onpeio GTOV YOPOL TOL VITOINADGVOLY TNV APYT] KoL TO
Tého¢ NG evbeiag oty omoia Ba yiryvel yia colliders, evd to layerMask, ypnopomoteitot yio
VoL 0yvonoovpe avTikeipeva wov Ppickovral o€ kamoo layer.

4.2.5.7 HHapovoioon kar ereENynon tov Al script Tov gy0pav

YTOV TOPOUKATO EIKOVO PAIVETOL O TPOTOG LE TOV OTOI0V YPTCLULOTOONKE Yo TOV
GLYKEKPIUEVO oKOTO TTov pAnoope Tapandve. H dtadwacia yiveror péoa otnv Update dote
va kdvel Linecast yuo 660 ypeialdpoaote oe kdbe frame. Apyikd dnidvoope o local
petafint v hitObj, n omoia O Tapéyel TAnpopopieg yio tov collider, 6tav 1 cuvapTnon
emoTpéPel true, Kot apov kavovpue 6ca Plysics.Linecast ypelalopacte, yoyvooue yia collider
70 omoio eivan o€ avtikeipevo e tag Enemy kot agod Bpebet, tpéyovue v function Bleed
tov script EnemyHealth.
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= function Update () {

var hitObj : RaycastHit;

if {{Physics.Linecast {transform.position,
(Physics.Linecast {transform.position,
(Physics.Linecast (transform.position,
(Physics.Linecast (transform.position,
{Physics.Linecast {transform.position,
{Physics.Linecast (transform.position,

targetl.position, hitObi}) ||
target2.position, hitObiy) |1
target3.position, hitdbiyy |1
targetd.position, hitObiy) |1
targetS.position, hitObi)) 11
target6.position, hitObj))) {

Debug.DrawLine{transform.position, targetl.position, Color.red);
Debug.DrawLine{transform.position, target2.position, Colar.red);
Debug.DrawLine{ transform.position, target3.position, Color.red);
Debug.DrawLine(transform.position, target4.position, Colaorred);
Debug.DrawLine(transform.position, targets.position, Colar.red);
Debug.DrawLine{transform.position, targeté.position, Color.red);

i

i

*
ifhitobj.collider.gamaObject.tag=="Enemy"){
currentEnamy = hitObj.collider.gamaObject.transform;

Debug.Log("name of enemy s "+currentEnemy);
Bloodclone = Instantiate{Bloodeffect,transfiorm.position, transform.rotation);

Destroy(Bloodclone, 0.5);
currentEnemy .GetComponent(*EnemyHealth") .Bleed(15);

Y1ovg gx0poic £xovpe dNUIOVPYNOEL £va SCript Yo TOV EAEYYXO TNG KATAOTUONG TOVG,
OTI®G Y10 TOPASELY LA, Y10, TNV KIVIOT] TOVG GTOV YAPTY], Y10 TOV EVIOMICUO KOl TEPIGTPOPN
TPOG TOV TOiKTN, Y10 TNV €nifeon KTA. £T0 script avtd, apykd to kébe instance, ydayvel otnv
oKNV1 va Bpel Ta waypoints Tov Tov £xovLE opioel, PPIoKEL TO KOVTIVOTEPO KO LETOKIVEITE
TPOG AVTO, EAEYYOVTAG TOPAAAN A av BpiokeTe 0 Taiktng pog kKovtd. H diodikacio avt
(QOIVETOL OTIC TOPAKAT® YPOUUEG KOOTKA.

= function Fatrol {) {
var wPointWayPoint = AutoWayPoint_Zombie_Frouros.FindClosest{transform.position);
while {true) {
var waypointPosition = wRointWayPoint.transform.position;
/¢ An eimaizte konta e waypoint - pigene =to epomena
if {Wector3.Distance{waypaintPosition, transform.position) < pickMextWaypointDistance){
whPaintWayPaoint = PickMextWwaypoint {wPointWayPoint);

ke
if {CanSeeTarget{)){

yield StartCaoroutine("attackPlayer");
ke
£ Pigeneg proz to meros toy target
MoveTowards{waypointPosition);
yield;
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TOV TOAKTN HOG, EMOTPEQEL true, kdvovtog yield otnv Patrol() kou Egxvdel tnv function

H function CanSeeTarget kdvet Physics.Linecast ka1 fpickovtag tov target, dniadn

AttackPlayer.

function CanSeeTarget () : boolean {

if{transfarm = null &8 target !'= null 8& !animation["stunned"]l.enabled){

if {vector3.Distance(transform.position, target.position) > attackRange){
return false;

¥

var hit : RaycastHit;

if {(Physics.Linecast (transform.position, target.position, hit)){
return hit.transfarm == target;

¥

return false;

I
function AttackPlayer () {

if(transform = null &R target !'= null B8 Lanimation["stunned*].enabled){
var lastVisiblePlayerPosition = target.position;
while (true) {
if {CanSeeTarget ()} 1
£/ an o target einai nekros - stamata
If {target == null}{
return;
¥
A Ano target elnal mokrio-stamata
var distance = vector3.Distance(transform.position, target.position);
if {distance > shootRange * 3)4{
return;
¥
lastvisiblePlayerPosition = target_position;
if {distance > dontComeCloserRange)q{
MoveTowards (lastVisiblePlayerPasition);
¥
else{
RotateTowards{lastvisiblePlayerPaosition);
¥
wvar forward = transform.TransformDirection{Vector3.forward*®2);
var targetDirection = lastvisiblePlayerPaosition - transform.position;
targetDirection.y = 0;
animation.CrossFade walk");
speed = RunSpeed;
if {spead > 10)4
speed = 10;
¥
var angle = vector3.Angle(targetDirection, forward);
£/ an o target einai sto shoot Ronge - xtypa
If {(distance < shootRange && angle < shootangle){
yield StartCoroutine("Shoot™);
¥
}
else {
yigld StartCoroutine("SearchPlayer”, lastVisiblePlayerPasition);
£ an o target dn fainetai- eingi makria- stamata
if {(!CanSeeTarget ()4
return;
H
¥
wigld;
¥
H

L]
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YtV AttackPlayer kottdel v amdotoon peta&y g 0éong tov transform kot Tov
TOKTY, O€ TEPIMTOOT) OV EIVOL APKETA PAKPLE GTAUOTA Kot EMoTpEPeL 6TV Patrol(), aAlimdg
mAnocdletl tov maiktn Ko Eekvdetl Tnv function Shoot() 1 onoia mailel To kKaTdAANAO
animation Kot otélvel péow BroadcastMessage oe GAAO script UVupo EVEPYOTOiNoNg
function ywo Vv gpappoyn {nuag.

- function Shoot () {
- if(1target.animation["defence"].enabled && !animation["stunned"].enabled)<{
var AttackMethod = Random.Range{0,2);
- if{attackMethod == 0 &8 lanimation["idle1"].enabled}{
animation.CrossFade("attack1");
yield WaitForSeconds{delayShootTime);
BroadcastMessage("Hitting");
yield WaitForSeconds{animation["attack1"].length - delayShootTime);

m

- else if{attackMethod == 1 && !animation["attack1"]l.enabled}{
animation.CrossFade("idle1");
yield WaitForSeconds{animation["idle1"].length-1);
¥
¥
¥

Eniong n function og mepintwon mov n CanSeeTarget() emotpéyer false, petaxivel to
transform otnv 0éom mov &iye evromiotel TeEevTaio opd o target kot yayvel Eovd.
Emotpépovrog false kot avtn, o exfpodg petokiveitol Tpog 1o ETOUEVO KOVIIVOTEPO Waypoint
otV oknvni Ko cuveyilet tnv Patrol(); H petaxivnon yivetotr pécm e MoveTowards()

- function MoveTowards (position @ ¥Yector3) {

- if{transform '= null &8 target !'= null && tanimation["stunned"].enabled){
var direction = position - transform.position;
direction.y = 0;
- if (direction.magnitude < 0.5) {
return;
¥
/¢ Rotate pros ton target
transform.rotation = Quaternion.Slerp {transform.rotation,
Quaternion.LookRotation{direction), ratationSpeed * Time.deltaTime);
transform.eulerangles = vector3(0, transform.eulerangles.y, 0);
/¢ =low dpun speed
var forward = transform.Transformbirection{ector3.forward);
var speedModifier = Vector3.Dot{forward, direction.normalized);
speedMaodifier = Mathf.Clamp01{speedMadifier);
Jf ihove—
speed = MormalSpeed;
direction = forward * speed * speedModifier;
GetComponent {CharacterController}.SimpleMove{direction);
animation.CrossFade{"walk");

m

[Mopaxdto eaivetar emiong kot 1 RotateTowards() mov givor vrevOovn yuo v
oTpoPn Tov transform mpog to TV TeEAEVTOia Yvmath Béon Tov target.
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- function RotateTowards {position : Vector3) {
- if{transform 1= null 88 target !'= null &8 tanimation["stunned"].enabled){

var direction = paosition - transform.position;
direction.y = 0;
- if (direction.magnitude < 0,13}
return;
s
/f Rotate pros ton target
transform.rotation = Quaternion.Slerp (transform.rotation,
Quaternion.LookRotation{direction), rotationSpeed * Time.deltaTime);
transfarm.eulerangles = Yector3{0, transform.eulerangles.y, 0);

H emhoyn tv waypoints peTo&) TV 0TOI®MV LETAKIVOOVTOL Ol GUYKEKPIUEVOL £YOpO,
YIVETOL E TOV TTOPUKAT® KOOTKO.

— function PickNext\Waypoint {currentWaypoint : AutoWayPoint_Zombie_Frouros) {

/¢ Hdieythinsi pay perpatame

var forward = transform.TransformDirection{vector3.forward);
var best = currentWaypoint;

var bestDot = -10.0;

- for {var wPoint : AutoWayPoint_Zombie_Frouros in currentWaypoint.connected) {
var direction = Yector3.Mormalize{wPoint.transform.position - transform.position);
var dot = Yector3.Dot{direction, forward);

L if (dot > bestDot &8 wPoint != currentWaypoint) {

bestDot = dot;
best = wPoint;
¥
¥

return best;

Mopokdtm delyvovpe Tov TPOTO Le ToV omoiov yepilel To waypoint array | Ta
aVTIKEILEVO TOV aOTEAOVV Ta onpeia peta&d Tov omoiwv pumopel va petakivndel to
transform kot ot omoio £xovpe papUoOGeEL TOV KddKo AutoWaypoint Tov cuykeKpPLUEVOD
gioovg prefab, kabmg kat tnv dnuovpyio T@V EVOGEDY, KATO TNV 0Ttoio yepilel To array
connected tov ka0e waypoint.

— function RebuildwWaypointList {3 {
var objects : Object[] = FindObjectsOfType{autowayPoint_Zombie_Frouros);
waypoints = array{objects);

—  for {var point : AutoWayPoint_Zombie_Frouros in waypoints) {
point.RecalculateConnectedWaypoints{);

m

ke
¥

— function RecalculateConnectedwWaypoints (j{
connected = Array{);

- for (var other : AutoWayPoint_Zombie_Frouros in waypoints) {
A min to erwseis me ton eayto mas
- if (other == this){
continue;
¥
44 An den yparxei empodio metaksy twn waypoints - enwse ta
- if (!Physics.CheckCapsule(transform.position, other.transform.position, kLineOfSightCapsuleRadius)) {
connected.add{other);
¥
¥
¥ =
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Téhog mapokdrtm deiyvovpe tnv function, mov eivar vaevOVYN Yo TNV ETAOYT TOV
enoUEVOL onpeiov oto omoio Ba petaxvnOel o exBpog, SnAadn yio TV ETAOYN TNG
KOVTVOTEPTG O10.0pOpNG.

- static function FindClosest (pos @ Vector3) @ AutoWayPoint_Zombie_Frouros {
/¢ 0o pio kanta vriskontai oi 2 vectars, tozo megalytera dot paragoun,
var closest : autoWayPoint_Zombie_Frouros;
var closestDistance = 100000.0;

-  for {var cur : AutoWayPoint_Zombie_Frouros in waypoints) {
var distance = Yector3.Distance{cur.transform.position, pos);
if (distance < closestDistance)

- {

closestDistance = distance;
clasest = cur;
¥
ks

m

return closest;

4.2.5.8 Hopovoioon kot ereENynon ToOV PuciKOV onuei®v
TG 010oKaoiog save kKot load Tov Tarviowov

210 oy vidl TOV AVOTTOEALE GE VTNV TNV TTUYLHKT, AVOTTUYONKAY ETiONG GVOTHLA
Inventory, 6mov umopovLEe Vo GUALEYOLLLE Kot VO omoBnKkebovpe avTiKeipeva, £va GOGTNILO
TOANONG AVTIKEWEVAOV, £VO GOGTNO OTOGTOAMDVY T OTOiet 0KOAOVOEL O YOPUKTAPOS VI TV
eEEMEN Tov TayvidoY, Kot éva cvotnua Save-Load, 1o onoio aAAnAemidpd Alyo TolV pe OAa
TO, TOPATAV® 0oV amobnkedovTal, eKTOHS amd TO GTUTICTIKG TOL YopakTpa, To level oto
omoio Ppioketar Ko 1 0E6M TOL GTOV YAPTI, TA AVTIKEILEVA TOV inventory, 1| TPOOS0G TOV
OTOCTOAMV Kot TEAOG 1] KOTAGTUOT) OPKETOV OVTIKEWWEVOV, DGTE VUL POPTMOVOLLE TO KAOE
level 660 o KovTd YiveTtan otnv TELevTaia Tov Katdotaon. [apaxdtm Ba dei&ovpe
GUVOTITIKG UEGOL a0 VO, TOPASELY L TOV TPOTO TTOL YIVETOL 1] ATOONKELGN KOL 1) LETOLTPOT
TV otoyginv og xml Kot T0 avamnodo.

Apycd dnpovpyovpe Eva vEo script Kot apol EIGAYOVLE TIG AmapaiTNTES
BipAobnKeg, dnuovpyolpe pio kKAGon 1 omoia Ba ypnoomoteite yio vo SnAdcovpe OAEg
ekeiveg Tig petafintég mov BéAovue vo amobnkedovpe 6to xml. ETIC TUPUKOTO YPOUUUES
Kkddwka Ba deiEovpe TV dadikacio Tov axoilovdncape yio v amobnkevon g 0€ong Tov
yopaxtipa, Tov level mov Bpiokeral, aAld Kot tv iU g {on Tov.
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import System.Collections; =
import System.xml;

import System.Xml.Serialization;

import System.lo;

import System.Text;

class GameData
1

var x : float;

var v : float;

var z : float;

var name : string;

var hp : int;

var gamelLevelMame @ String;

m

—

— class PlayerData{

public war _iUser : GameData = new GameDatal );

-

Eniong dnAovovpe 115 local petafintéc mov Ba ypnoyomomBoivv yio Ty Tpocwpivi
OO0 KEVON TOV CTATICTIKMOV LLOGC.

£ Dhlwnoyme tis local retavlites

private var _Save : Rect;

private var _Load : Rect;

private var _FileLocation @ String;

private var _FileMame : String = "SaveData.=ml'";
var _Player : GameOhject;

var _PlayerMame @ String = "andreas Stamoulias”;
var _PlayerHealthPoints : int;

var _PlayerGamelevel @ String;

private var myData : PlayerData;

private var _data : String;

private var PlayerPosition : Yector3;

m

2tnv ovvéyela otny Start function dnidvovpe 1o péyebog ko tnv Béon Twv Save kot
Load button, tnv 08¢om tov pakélov Assets, Tov apyotepa Ba amoterel Tnv BEon ToL
PAKEAOD TOV TTaLYVIOLoV, Tov Ba ypnoomondel yia tnv 0€om amobrkevong Tov xml kot
TéAOG dnovpyode €va véo instance tov PlayerData pe tig mAnpogopieg tov GameData.

— function Start () {

_Save=new Rect{10,250,100,20);
_Load=new Rect{10,270,100,20);

_FileLocation=2pplication.dataPath;
myData=new PlayerDatal);
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To kovumni Save Tov dnuovpynoape Tapardve oty Béon (10, 250), To
yxpnoponoovpe pécw g OnGUI function 6mwg patveTol mapaKiTo.

— function OnGUI(){
— if (GUILButton{_Save,"Save ")) {

var _PlayerHealthPoints = Health.health;
var _PlayerGamelevel = Application.loadedLevelName;

myData._ilUser.x = _Player.transform.position.:;
myData._iUser.y = _Player.transform.position.y;
myData._ilJser.z = _Player.transform.position.z;
myData._iUser.name = _PlayerName;
myData._ilser.hp = _PlayerHealthPoints;
myData._ilJser.gamelevelName = _PlayerGamelLevel;

m

data = SerializeCbject{myData);

CreatesML();
Cebug.Log{_data);

[Motdvtag o kKovuni Save dnlmvovue otnv _PlayerHealthPoints v {on Tov maik,
N omoia eivan dnAmpévn mg static kot otnv _PlayerGameData to évopa tov level 6to omoio
BplokopacTE. TNV GUVEXELN LETAPEPOVLLE TNV TN Kol TNV GUUPOAOGELPA OTIC LETAPANTEG
¢ KAdong GameData, KaBd¢ kot TV B€6M TOL YOPAKTAPO Kot KAvoLE serialize
XPTCULOTOIDVTOS TOV TTOPUKAT® KOOIKAL.

— function Serialize0Object{pObject : Obhject){

wvar xmlizedString : String = null;

wvar memoryStream : MemoryStream = new MemoryStreami );

var x5 : ¥mlSerializer = new xmlSenalizer{typeof(PlayerDatal);

var xmiTextWriter : XmiTextWriter = new «XmiTextWriter(memoryStream, Encoding. UTFS);
ws.Seralize(=miText\Writer, pObject);

memoryStream = xmiTextWriter.BaseStream; /7 (memory Stream)

xmlizedString = UTFSRytedrrayToString{ memoryStream. Todrray());

return XmlizedsString;

— function UTFEBytesrrayToString(characters @ byte[] M

var encoding @ UTF3Encoding = new UTFSEncodingl );
var constructedstring @ String = encoding. GetString(characters);
return (constructedString );

A@ov kdvet serialize ta PlayerData objects Tov myData, dnpovpyei éva &yypagpo xml
otV 0éon Kal Le To OVOLLN TOV TOL INADGOLE 1 OVTIKOO1GTA S0y papovTog TO TPONYOOUEVO
e To 1010 6voua.
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— function CreatexML{ }{

var writer : Stream\yriter;
var t: Filelnfo = new FileInfo{_FileLocation+"/"+UserCaollector.CurrentlUserMame+"_"+ _FileName);
— if{".Exists){
writer = t.CreateText();
¥
- else{
t.0eletal);
writer = t.CreateText();

}

wiriter.\Write{_data);
writer.Close();
Debug.Logf "File written.");

Onwc kot oto Save, £161 kat pe v Load oto mapdadsrypo pag Bo ypnoLlonot|Govpe

v OnGUI function. [Tatd@vrog Load fpickovpe Tov moiktn pog o€ Tepint®on mov dev ToV

&yovpe onAdmoel otov Inspector, yayvovtag yio gameObject pe tag Player, kot otnv cuvéyeia

tpéyovpe v function LoadXML.

- function LoadxML( }{

var r: StreamReader = File.OpenText{_FileLocation+"/"+UserCollector.CurrentUserMame+"_"+ _FileName);
var _info : String = r.ReadToEnd(});

r.Close();

_data =_info;

Debug.Log("File Read.");

H LoadXML dwBdlet to éyypago FileName.xml otnv 6éon _ FileLocation, mepvaet
oto string _info oAoKAnpo 10 Keipevo mov £xet yivel Serialize kot To amobnkevel oto _data, o

omolo EAEYYETAL KOl OTNV TEPINTMON TTOL deVv givar kevo, yivetar deserialize, dnwg paivetol

TOPOKAT.

— function DeserializeObject{ prmlizedstring @ String ) {

var ¥s @ ¥miSerializer = new <miSerializer(typeof(PlayerData));

yar memoryStream @ MemoryStream = new MemoryStream( StringToUTFERytedrray({prXmlizedString ) );
var =miTextWriter @ XmiTextWriter = new XmiTextWriter{ memoryStream, Encoding. UTF2);

return xs.0Deserialize{memoryStream);

— function StringToUTFEBytearray{ pxmlsString @ String){

yvar encoding : UTFEEncoding = new UTFSEncoding( );
var bytetrray : byte[] = encoding.GetBytes{pxmiString);
return bytedrray;

2TV GUVEYELN KOl POV TEAEUDGEL 1 TOPATAVE® SLOIKAGI0, POPTMVOLUE LEGD TOV
Application.LoadLevel to string pe to 6voua tov level, mov giyape amodnkevoel oto xml,
TOVG TOVTOLG (NG Kot TNV BECT TOV YOPAKTNPA, 1] OO0 ¥PNCYLOTOLEITE Y1 TNV HETAPOPH
tov Bétovtag to transform.position otnv B€om ToV Vector3 mov dnpovpYNCALE UE TIG X,Y,Z
float Tipég mov mepdoape oto xml.

m
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- if (GUIL.Button{_Load,"Load")) {

if {_Playver == null && GameObject.FindwithTag("Flayer'}}
_Player = GameObject.FindWithTag{"Player"};

LoadxML();

m

- if(_data.ToString() 1= ""){
myData = Deserialize0bject{_data);

Application.LoadLevel{myData._illser.gamelLevelName);

PlayerPosition= “ector3{myData._ilser.x,myData._ilUser.y,myData._iUser.z);
_Player.transform.position="Position;

Health.health = myData._iUser.hp;

Debug.Log{myData._iUser.name);

Debug.Log{"«="+myData._iUser.x + " y="+myData._iUser.y + " z="+myData._ilser.z);
Debug.Log{"hp="+myData._iUser.hp);

Debug.Log("current Game Level="+myData._iUser.gamelevelNamea);

4.2.5.9 Hapdderypa ypnong eerdwkevpévov function tng
kAdong GUI ko mapovoiaon pépovg tov Merchant script

Télog Ba Tapovcidcovie Tovg TPOTOVG dNovpyiag Tapabipwv péow g OnGUI
function, Tov TpdmO OpPIoUOY textures 6€ KOV, TV OAACYT ¥PDUOTOC Kot SLOQAVELLS, TNV
dnuovpyia groups GUI oroyeiov kot v ypnon g GUILayout yio tnv gvbuypdppion
avtov. [a va yivouv Ta Tapamdve mo ketovontd fo ypnoiomomcove KOUUATL TOV KOJKOL
7oV YpaeKe Yo tov yapoktnpoe NPC Merchant tov Bpioketon 6to moyyvidl pog, eved
mapdAANAc Bo dElYVOLLLE KOL TO OTTTIKO OTOTEAEGLLAL.

Apyikd eEAEYYOVLE TNV OTOGTOGCT) TOV YopakTNpa omd Tov Merchant ypnoyomoidvtog
v Vector3.Distance kot epocov eiplocte 6TV enBuunTh ATOGTACT TOL EXOVLE OPIGEL,
maT@vTavTag 10 TANKTpo F, kdvovpe v petafinti TalkToMerchant true kot evepyomotobpe
omv OnGUI function v epedvion Tov apytkov PHEVOD KOl TOV KOVUTIMV.
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var distance = Yector3.Distance{InteractTransform.transform.position, player.position);
- if{lnput.GetButtonDown{"Interact") &8 distance < InteractRange && !'TalkToMerchant){

Debug.Log{"Talking to merchant...");
TalkToMerchant = true;

¥
- if{distance > InteractRange 88 TalkToMerchant){
Debug.Log{"Leaving from merchant...");

TalkToMerchant="false;
exitMerchant = true;

"Exovtag kdvet true tnv TalkToMerchant, eppavilovpe otnv 006vn 1o Texture2D mov
&yovpe dnAwaoet otov Inspector otnv MerchantTexture og éva mAaicio 400 x 250 oto onueio
10 pixel d&&1é amd v apyn ¢ 006vng katd Tidtog ko 200 pixel yaunAdtepa amd v apyn
g 006vng oto vyoc.

— function OnGUI {) {

- if{TalkToMerchant){
showMainienu = true;
LeonidasScriptFIx.InventoryMouseOwer = true;
GUL.DrawTexture {(Rect {Screen.width/2-(Screen.width/f2 - 10),
Screen.height /2-{Screen.height /2-200),400,250), MerchantTexture);
¥
- else{
LeonidasScriptFIx.InventoryMouseOver = false;
showMainienu = false;
showQuests = false;
showBuySell = false;

7

Yy cvvéyela dnpovpyove to Tpia kovpumid “Buy-Sell”, “Quests” kat “Exit” pe
xpnon ¢ GUL Button, 6115 6éc€1g Ko pe to péyebog mov PAETOVIE TOPOKATO, EVD TATOVTOG
Vo o€ va amd avTd To KOvpumd aAdlalovpe v Katdotaon otig petapintég showBuySell,
showQuests kot TalkToMerchant avtictotya, pe To 0moio 0dnyobuacte o GAAES
MEPUTTAGELC.

- if{showMainMenu)<{
if{GUL.Button (Rect {Screen.width/2-{Screen.width/2 - 160},
- Screen.height f2-{Screen.height /2-260),100,25), "Buy-Sell")){
showBuySell = true;

m

ke
if{GUL.Button (Rect {Screen.width/2-{Screen.width/2 - 160),
- Screen.height f2-{Screen.height /2-320),100,25), "Quests")){
showQuests = true;
¥
if{GUL.Button (Rect {Screen.width/2-{Screen.width/2 - 160},
- Screen.heightf2-{Screen.height /2-380%,100,25), "Exit")){
TalkToMerchant=false;
¥
¥
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Ewoéva 4. 18 To pevov mov dnuuovpynoeape 6mag epgaviletar péca oto Unity

Onmg TopatnpodUe Kol 6TV TOPATIvVE EIKOVA, 6TV 000vn pog epgavifetol to
Texture2D mov ptid&ope oto Photoshop, kabdg kot ta tpia kovpmid “Buy-Sell”, ”Quests”,
“Exit”. Iapakdto Ba deiovpe v Asttovpyio tov kovumov “Buy-Sell”, apod &xet yivet
xpnon ¢ texvikne GUILBeginGroup kot GUILayout kat tapovotdlet 1diaitepo evolapépov.

- if{showBuySell}{
showQuests = false;
showmainMenu = false;
GUIL.DrawTexture {Rect {Screen.width/2-{Screen.width/2 - 10},
Screen.heightf2-(Screen.height /2-200),400,250), MerchantTexture);
if (GUL.Button {Rect {(Screen.width/2-{Screen.width/2 - 320},
- Screen.heightf2-(Screen.height /2-400),50,25), "Back" ) {
showBuySell = false;
showMainMenu = true;
s
GUI.backgroundColor.a = 0;
CanBuySell = true;
Inventory_PositionController.MakelnviobjectsSellable = true;
MerchantBagl);
¥

- if(!showBuySell}{
CanBuySell = false;
showmainMenu = true;
Inventory_PositionController.MakelnviobjectsSellable = false;

ke

"Exovtag matnoet to “Buy-Sell” xovuni, kévope true v showBuySell, pe tnv onoia
dnpovpyodpe to kovpmi “Back” yio emotpo@r] 6To TPONYOOLEVO HEVOD KO KOAOVUE TNV
MerchantBag function, 6tnv onoia dnpovpyodue éva véo group and GUI elements kot ta
Taktonotovue kdbeta péow e GUILayout.BeginVertical.
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1
- function MerchantBag(){

GULBeginGroup (Rect {(Screen.width/2-(Screen.width /2 - 10),
screen.haight /2-{Screen.height /2-215),400,300));
GUILayout.Beginvertical();

GULbackgroundColor.a = 0;

GUlLcolor = Color.black;

GUILayout. TextArea ("Press right mouse button down while you are over an object inside your inventory to sell it",
GUILayout.Wwidth (400));
GULbackgroundColor.a = 1}

- If {GUILayout.Button ("Buy 10 health for 20 drazmes") && 1buyEnergy) {
buyHealth = true;

- if {GUILayout.Button ("Buy 1 energy for 50 draxmes") && tbuyHealth){
buyEnergy = true;

GULbackgroundColor.a = 0}

GUlLcolor = Color.red;

GUILayout.Textarea ("***** Ta parakatw dimiourgithikan gia mellontiki xrisi ******).
GULbackgroundColor.a = 1;

GULcolor = Color.black;

Fibans gia mellortiki =risi

GUILayout.BeginHorizontal();

if {(GUILayout.Button ("Item1®,GUILayout. width (198.5))) {}
if {GUILayout.Button {"Item2")){}
GUILayout.EndHorizontal{);

GUILayout.BeginHorizontal();

if (GUILayout.Button ("Item1®,GUILayout. width (77.5))) {3}
if {(GUILayout.Button ("Item2" )L}

if {GUILayout.Button ("Item3")){}

if {GUILayout.Button {"Itema"){}

if {GUILayout.Button ("Items")){}
GUILayout.EndHorizontal{);

GUILayout.BaginHorizontal();

if {(GUILayout.Button ("Iteml®, GUILayout.width {77.5), GUILayout.Haight{S0))) {F

if {GUILayout.Button ("Item2®, GUILayout.width {77.5), GUILayout.Height{503){}
GUILayout.Beginvertical();

if {GUILayout.Button ("Item3_1", GUILayout. Width {77.5), GUILayout Height{z22.53)){}
if {GUILayout.Button ("Item3_2",GUILayout. width (77.5)00{}
GUILayout.Endvertical();

GUILayout.EndHaorizontal{);

m

GUILayout.Endvertical();
GULEndGroup ();

Ytv function MerchantBag apywucé kévovpe GULBeginGroup kot dnpiovpyovus pio
opdada amd GUI elements. Znpoavtiko givotl va ava@EPove 0TL EEKIVAVTOG £VO, group 1o
cvotnua cuvtetaypevav opiletat oto (0,0), dnradn 610 mhve aptotepd PEPOS TG 00GVNG.
Eniong ta groups pwopovv va gival nested péoa oe GAAa group, £YoVToc ™G apyn 610
GUOTN O CUVTETAYUEVOV TO TAV® OPLOTEPO LEPOG TOL TPONYOVUEVOL group.

v ovvéyeta karovpe tnv GUILayout.BeginVertical, pe tnv omoia ototyiCovpe ta
GUI Control xéBeta. Eniong onpovtikd ivor va ovapépovpe 0Tt TAL0V Y10 val
dnuovpynoovpe éva control, kavovpe yprion e GUILayout. AnAdvovtag to TAATOG TOL
TpmTov cToryeiov, avtopota to GUILayout o kdBeto control group, opiletl kou ta vOAOUTAL
o710 1010 péyebog, evd o oplovtio control group opilovtag To VYOS TOL TPMTO GTOLYELO,
B£TEl VTOUATO KO Y100 TO VITTOAOTO TO VYOS aTd. X Eva group £YOVLLE TNV dSVVATOTNTA

96



OPKETEG LKPOTEPEC OUAdEC 0md controls dnuiovpydvtag véo GUILayout, Ta omoio tAéov Oa
ouUTEPLPEPOVTE oav controls kat Ba £xovv TAATOC {60 LIE TO TPMTO GTOLYELO TOV group.

Axoua oTIC TOpanave Ypappés kmdika eoaivetat 1 xpromn tov GUI.color, mov etvon
VIELOLVO YO TNV CALAYT| TOV YPpOUATOG TOV KeWEvey Tawv GUI controls kat to
GUILbackgroundColor.a pe 1o onoio €govpe v dvvatdtnto v aAlalovpe Ty dtapavelo
oVTOV.

TNV TapaKdTm eikoéva aivetal To pevov tov “Buy-Sell” kovpmiot, dniadr avtd
7oV OMovpyovpe péca amd v MerchantBag function wov dei&opte.

Ewéva 4. 19 To pevov mov dSnuiovpyfioape pe ypion tov GULBeginGroup ko Tov
GUILayout.BeginVertical kax GUILayout.BeginHorizontal

Y70 HEVOD OV OMOVPYNCAE TAPOTAV® UTOPOVUE VO, EMAEEOVLLE TG SVLO TPAOTO
kovumd “Buy 10 health for 20 draxmes” kot “Buy 1 energy for 50 draxmes”, ta omoia
TOTOVTOG T, KAVOLLLE true Tig avtiototyeg petafAantéc buyHealth kot buyEnergy mov
eléyyovton pésa otnv OnGUI function. Exei dnuiovpyodvton yia kéOe nepintwon éva véo
nmapdBupo, pécw g GUL Window. 10 mopdbupo avtd kaAoOUAoTE VO dDGOVE EVaV
povadikoé apBpd ID, thv B€on Tov oty 006vn Kot To dvopa tng function tov.

- if{buyHealth}{
GUIL.color = Color.white;
GULWindow (1, Rect (Screen.width/2,Screen.height/2,250,100), BuyHP, "Buy Health Potion");
ks

- if{buyEnergy){
GUIL.color = Color.white;
GULWindow {2, Rect {(Screen.width/2,Screen.height/2,250,100), BuyE, "Buy Energy");
¥

H function tov xé0e mapadupov maipvel cav gicodo tov ID tov GUL. Window mov
OMADGOLE, EVD LEGO O QVTEC OMLLIOVPYoLLLE dvo Kovumid, ta “Buy” kot “Cancel”, kot kdOe
@OPA TTOL EMIAEYOVIE VO KAVOLUE 0yopd EAEYYEL T SLODEGTLO YPLOTOL TTOV £XOVUE KO KAVEL
BroadcastMessage otig katdAAnieg function twv script.
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— function BuyHP {windowlID : int) {

if{TalkToMerchant &8 showBuySell){
LeonidasScriptFIx.InventoryMousaOver = true;
GUIL.backgroundColor.a = 1;
GUIL.color = Color.white;

- if {(GUL.Button {Rect {10,50,55,25), "Buy") 88 (StatusGUl.draxmes =>= 20)) {
player.BroadcastMessage("AddHealth", 10);
player.BroadcastMessage("Removelraxmes", 20);
showBuyWindow = false;
buyHealth = false;

¥

- if (GUL.Button (Rect {185,50,55,25), "Cancel")) {
showBuyWindow = false;
buyHealth = false;

ks
¥
- else{
LeonidasScriptFIx.InventoryMouseOver = false;
showBuyWindow = false;
buyHealth = false;

¥

Buy Health Paotion

cicicicicicicieleleieicicicicie
Ewova 4. 20 To mapdduvpo mwov onuovpysiton pécm ™ GULWindow kon tng BuyHP
function.
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Kepdraro 5

Eni)oyog

5.1 TIlopovciaon Tov TEMKOV OTOTEAECRATOS

Ye avtd 10 KePGAalo Bo TaPOVCIHCTEL TO TEAIKO OTOTELECUO TNG TTUYIONKNG, Oa
deifovpe péoa omd €woOveg To mOLyvidol mov ovamtOyOnKe Kol OAEG TIG Agitovpyieg mov
CUVOVTAUE HEGH G AVTO Kot TEAOG B0l LANGOLLLE Y10l EMEKTACELS Kot PEATIOCELS TOV.

EeKIVOVTOG TO ToLyVidl POPTMOVETOL Lo GKNVH GTNV 0010l KOAOVUAGTE VO ELGAYOVE
Ta otoryeio pog username kot password. o tmv onpovpyio evdg véov Aoyoplocpov
(account), matdue to kovpuni Create Account Kol TUTOVOLLE TO username Kot password Tng
eMAOYNG pHog, emPefardvovtog to password oto confirm password textbox. Znv cuvéyeia
matdpe Create kol epOGOV TO username dev €ival TAGUEVO, ONUIOVPYEITE 0 AOYOPLOGHOG LLOG.

Ewova 5. 1 Anpuovpyio Aoyoproocpov 61o oy viol

2TV CLVEYEWN E10GYOVUE TO. GTOLElN HOG OTO KEVE kol matdue to Kovumi Login.
E@doov ta otoryeia pog eival 6motd 1o Toyvidl poptdvel TV devTePN oknvi émov Ppicketol
70 Pacikd pevov tov moryvidlov. Edd ce o mpoomddeio va Snpovpyncm pior KoAN Tpdt
EVIVTMGT GTOV TOKTI, ONUovPYNCa Vo OPKETA SUVOUIKO LEVOD, 0pOD O TOIKTNG EPYETAL OE
0éom va emAélerl TL BEAEL VoL KAVEL, PLETOKIVAVTOG TOV YOPOKTNPO GTOV YMDPO, EVA TAVTOYPOVA
€EOIKELDVETAL £0TM KO GE QLTOV TOV UIKPO Pabud e To TANKTPpa Kiviong. ZTnv 6Knvi autiv
PAémovpe tpia omity, TO0 KAOe &va avTImPOoo®RTEDEL v KOVUTL €VOC KAOGIKOD UEVOL KOl
ovykekpipéva to Start Game, Load Game kot Exit Game. MeTakivdvtog Tov YopoKTipo GTOV
£0MTEPIKO YMPO TOL KEOE omiToN, eppaviletal atnv 006vn pog to avaioyo mtapdbvpo yio tnv
dnuovpyics VEou TOLYVISIOD, POPTMGT TOV TEAEVTOIOV COOUEVOV OESOUEVOV Y10 TOANLG
accounts kot £€£060¢ 0o 0VTO, TOV oG EMOTPEPEL oTa. Windows.
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] : 3indT A
Ewéva 5. 2 To onpeio emioyng évaping véov maryvidrov

Eexvavtag €vo véo matyviol fAEmovpe To Bivieo El0aymYNS, Kol EPOGOV TELEIDCEL I}
TOPOKAUTTOVTOG TO TOTOVTAG TO Kovuni Escape, poptdveral n Tpdtn icto Tov motyvidion
pog. H mepiqynon oto mauyvidt yivetar pe to koopmada W, A, S, D 1 ta Arrow keys yio tnv
UETOKIVIOT KOl TEPIOTPOPT] TOL YOPUKTNPO, LE TO Kovuni “Space” yio Tdnpa 1} dSurho
oMU, Kot T0 aplotepd “Shift” yio tnv evolhayn ce Tpé€uo, Ypyopo TPEELO N TEPTATI LA,
v Tave aptotepd népog g 00ovng Ppioketan pio prdpa wov aneucovilel tnv {on pog,
emiong PAETOLLLE TOVG TOVTOVC, TNV EVEPYELN KOL T YPNLLOTA TTOV £YOVUE. MEGH GTOV YDPO
7OV PPIOKOLOGTE TOPATNPOVUE OTL ElpacTe EYKA®PBIoUEVOL Kot 0 GVog TPOTOG Yol va fyovpue
¢Em KOl VO TPOYMPTCOVE TO TOLYVIOL EIVOL e TNV AVAANYN TNG TPDTG OTOGTOANG,
WAGVTOg otov apynyod g povadas. Iincualovtag tov cvykekpyévo NPC( Non Player
Character), uropovpe va adinienidpacovpe poli tov, tatdvioag to kovuni “F”. Epocov
TAPOVLE TNV TPMTI ATOGTOAN ) TOPTA EEKAEIDMVEL KOl LTOPOVLE VO peTaktvnBodue otov
EMOLEVO YOPTN.

Ewéva 5. 3 ZTIypdTOmo amé TNV apyi] Tov ToLvViowv Kot eneiynon otapopav c‘rmxai
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2V mopondve gikova Exovpe oplBuncet and 1-3 didpopa ypapikd ototyeio wov
Bpiokovtor oty 006vn. 10 1 anewoviletonr n undpo LoNG TOV YopaKTHPA, 6TO 2 TO
emAeyuévo 6mlo kol 6To 3 BpicKovTal TO KOV Y10 TNV EULPAVIGT) TOV inventory Kot Tov
HeVo.

H e&EMEN Tov Tayvidol yiveton péoa amd TV JEKTEPUIMOT OMOGTOAMY (quests).
INo k&b amootoAn mov avarapupdvovue eppaviletal oto de&i uépog g 006vNg
EMUYPOUNOTIKG O TITAOG KoL 1] TOPEiR TG ATOGTOANG. AKOUO DITAPYOVY KOl KUTOEG EXTAEOV
OTOOTOAEG, Oyl amapoitnTes Yo TNV e£EMEN Tov mayvidlov. Me kébe NPC mov pmopolpe va
OAANAETIOPAGOLLLE, ELPOVILETOL GTO TAV® LEPOG TOL KEPUALOD TOV, Eva ovuPoro. To
oOuPoro avtd umopel va givar £va Bavpaoticd mov onuaivel 0Tt vEdpPyEL S0 aTOGTOAN
TPOG AVAANYN, 1] £VO EPMTNUATIKO, TOV INADVEL OTL EXOVLE AVOAAPEL KATOL0 ATOGTOAN ald
Tov ovykekpipévo NPC.

Ewéva S. 4 ZTIypdTUNTO 0té TO TTOLYVIoL. TNV 006V pog ep@avileTan 1) EveEPYI] 0TOGTOM]
K01 TO YOPUKTNPLOTIKO 6VuPoro Tave amd Tov NPC

Kotd v didpketo Tov Taryvidiod epyOHacTE VO OVIIHETOTICOVUE SLAPOPOLS
gxBpovg, ommg Lovtavoug vekpoic kat sdtupovs. Kabe exBpdc eppavilel oto méve pépog tov
KEPAALOV TOV, pid prdpa {oNe, VD 6€ TEPITT®ON TOV EYOVLE TPOKAAEGEL OKIVITOTOIN O,
gupavifetor évo cOuPoro pe o ypaupa “F, katd v o1dpKelo TOL 0010V UTOPOVLLE VO
YPTCULOTOGOVE EVOL 1010UTEPO TOHTO YTLTNUATOG TOTOVTAG TO KoLUTi “F” okotmdvovtog To
akapaio. Exiong &xovrog evepyomompévo to t6&0, onuadedovtog kdmotov ex0po 1
OVTIKEILEVO TTOV KATACTPEPETAL, KEVTIPAPEL CVTOUATO Kot ERQavIleTOL 0md TAV® TOVL TO
oOUPOAO EVOC GTOYOV, TO OTTOI0 VTOINAMVEL OTL O GTOYOC £XEL KEVIPAPIGTEL KO YiveTan va
yrornOei. To cvykekpyévo cHOTN O, QVTOUATNG GKOTELGNG TO AVETTLEN Yo AVTOV AKPP®G
TOoV AOY®, 010TL Tapatpnoa 6Tl €ival opKeETE GDGKOAD VO TETVLYELS KATL OO GYETIKO LOKPIVY
AmOGTOOT YOPIG Vo £XE1g £0IKEIDEL OPKETA LE TOV YOPAKTIPA KOl TO TANKTPO KIvNoTG.
Emiong oe o apketd peydin andotoon matovtag to kovuni “Tab” emdéyeton kKo
ONUAOEVETAL AVTOUATO O KOVTIIVOTEPOG EXOPOC OGOV EYOLLLE EVEPYOTONUEVO TO TOEO.
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Ewova 5. 5 2TrymoTUTo, 0o TO TOLYVidL, 670V @aivovTal 1) prdpo Cong Tov ex0pov, To
oOfolo aUTORATOV CNUUOERATOS OE AVTIKEINEVO Kot gXOp6 kot TELhoG TO oOpforo
oKV TOTTOM EVOD EXOPOD

Ag avapepBovpe Alyo ota d1a0écipia OTAN Kot TOV TPOTO ¥ TLTNLATOG TOVG. [IpmTa
a6’ oA Oa NOela va ovapépm OTL 1| OAACYT T®V OTTAMVY YIVETOL LE TNV (PNOT) TOV KOLUTLOV
1,2,3 Tov mAnkTpoAoyiov, Ta omoia pe TNV oepd givar 1 = 1680, 2 = onmabi-acmida kot 3 =
vpoBiéc. 'Exovtag emAélel 10 10£0, onpadevovpe motdvTog 0eél KAMK 0TO TOVTIKL Ko
KPOTMVTAG TO TOTNUEVO, TOTAUE 0ploTepd KAK gElgvbepdvovtag To BELog. Xe mepintwon mwov
£YOVE OPKETT EVEPYELD, UTOPOVLLE VO YPTCLULOTOMGOVUE TO Kovunt “G” yuo TNV ypNoT £vOG
gloovg skill To omoio yTumd pe TOAAG BEAN TNV TEPLOYN KOVTIA GTOV YOPAKTNPO LA,
mpokalmvtog (nud otovg YOpw £xBpovg aAlrd kol oto avTikeipeva mov ondve. Me v ypnon
oV 6maf100 KoL TNG AGTIO0C UTOPOVLLE VO TPOKOAEGOVUE (Nl KAVOVTOG APIGTEPO KAIK, 1|
VO KAVOULLE Gpuva Katd Trv dtdpkela TG omoiag dev dgyouaote (Nt KpoTdVTOG TATHIEVO
v podéra. Emione va avaeépw Kavovtag dpova, HTopodUE VO TPOKAAECOVIE L0 LUKPT|
& otovg €xHpohHE Kat VO GTTAGOVUE T YOP® AVTIKEIUEVO TATOVTOS 0PLoTEPO KAIK. AKOUA
OTI®G KOl OTNV TEPITTOOT TOL TOEOV, £TG1 KOl €00 TAT®VTAG “G” dNUIOVPYOLVTOL OOTHOES e
d0pOTO KUKAIKA LE KEVTPO TOV YOPOKTAPO, TO OTOi0 TPOKAAOVV {Nud otoug yupo €xBpoie
KOl OVTIKEIEVOL. XTIV TPiTn TEPITTOGT, LTOPOVUE VO, TPOKAAEGOVUE ikpn (Ui, apov
glpaote Gomlol, 6TOVG eYBPOVG KOl AVTIKEILEVA, TOTOVTOG APIGTEPO KAIK, 1] VO
OAANAETIOPAGOVLE Kot VO KOTAGTPEWOLLLE AVTIKEILEVA TTOV glval TOAD KOvTd oTo damedo, pe
KAoTo1d Tatovtog de&l KAk, TELoC va T 6Tt vdpyEL Kot £V YPOPLKO GTOLYEIO GTO KAT®
aploTePO UEPOG TNG 000V OV JElYVEL TNV ETIAOYN TTOL £XOVUE KAVEL GE OTAO, EVD
TAVTOYPOVA T OTAC TOV OEV (PN GLUOTOLOVVTOL ELPAVICOVTOL GTNV TAGTN TOL YOPOKTHPA.

Koatd v didpxeta Tov matyvidloh, UTopoOue Vo GUAAEEOVLE OVTIKEILEVA GTO
inventory pag, KGvovtag aplotepd KAK Tive Toug, | matdvtag to “C” otav ipaote o
OPKETE KOVTIVI 0mOGTACT. XT0 KABE avTikeipevo ite givol oto inventory pog, €ite 610
£00LPOG TEPVMVTOG TO TOVTIKL OO TAV® TOL, dnpuovpyeite Eva mapdbopo, 6mov gppavifovtan
dlapopeg TANPoeopieg Yia avtd. ' va avoi&ovpie To inventory oG, LWTOPOVLLE VO, TOTHCOVIE
Omolov cdko BElovpe amd Tovg dvo oL Ppickovrol 6To KAt de&l HéEPOg TG 006VNG N va
matnoovpe To kovuni “I”; mov avotiyel (] KAeivel) kat tovug dvo avtopata. Ta avtikeipeva
Umopovv va movAnBovv octov Merchant mov Bpioketal otnv apyn Tov moyvidion, EVavTL
xpNuatov. Xtov Merchant akopa, HTopovpe vao avaTAnp®@GovE Ty (on pog, vo
OYOPAGOLLE EVEPYELN EVOVTL XPTLLOTIKOD TOGOD, 1| VAL OVOAABOVLE OTTOGTOAES.
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us Horns

16 Draxmas

Ewova S. 6 211G 0V0 VTéGg E1KOVES PAETOVIE £VO. TOPAOELY D, EVOS UVTIKELPNEVOD ILE TO
Topadvpo TANPOPOPLOY TOV 6TAV PPiCKETAL 6GTO TATMNO KUl PEGH GTIV TOAVTO [LOG

Axopa £yovpe TNV dSuVATOTNTA VO KAVOVLE save, OTOLONTTOTE GTIYUN TNYOivovTog
ota Tpokadopiopéva onpeio Tov Ppickovial og emAeyUEva onpeior GToV YOPTH OTTMG
paivovtal otV Topakdto ikova. [latdvroc mdvo Toug, EvePYOmolEital 6To aploTEPO HEPOG
g 000vng Katw and v prdpa {ong, éva kovuni pe dvopa Save. [latovtag to kovumi
dnovpyeite va apyeio Tov amodnkevel pésa tov, tnv BEom Tov maiktr, TV {oN, TOVG
TOVTOVG, TNV EVEPYELQ, TNV OKNVY GTNV 0Toid fPIoKOUOGTE, TO AVTIKEILEVO TOV inventory, Tic
OTOGTOAEG LLOG KOl TEAOG TNV KATAGTOGOT] TV AVTIKELEVOV OV UTOPOVLLE VOl
OAANAETIOPAGOLLE HECA GTO TOLYVIOL, OTTMG, TO OVTIKEILEVO TTOV CTAVE KOl TO, LTOOVAL, TTOV
Bpiokovtal e dtdpopa onpeia péoa oty wicta. Kotd my didpkeio avarntuéng tov Save Kot
Load, mpoondbnoa va 1o dnpovpynom Le TE€T010V TpOTo MOTE Vo, arobnkedovtal 660V T0
duvatdv TEPIEGOTEPES TANPOPOPIES, TPOoTAdDVTOS Vo dDo®m TNV aichnon 6Tt cuveyilovpe
a6 kel TOL oTapOToaUE KGOE Popd Tov Kdvovpe load, Omwg cvuPaiver pe GAa Ta
GUYYPOVO TTOLYVIOLO.

Ewova 5. 7 Ta tpokaBopiopéva onueia, 6oV pwopel va Yivel 6AOGLUO TOV TOLYVIOLOD

Onwg og 6Aa to moyvidia, €TI0l Kol £0M, TATAOVTIOG TO KOLuTi escape Oa epeovioTel
otV 000vn pag €va evov, 0oV UTOPOVLE VO EMAEEOVE LETAED TOV TPLDV, EMGTPOPN OTNV
apyn 006vn pevov, load 1 €€0dog amd to maryviol. Emiong ko’ 6An v didpketo mov eivon
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evepyomompévo to mapdbupo avtd, oto moyvidl pag yiveton movon. o va kieicovue to
GUYKEKPIUEVO TOpABupo OeV £YOVUE VO KAVOLUE TIMOTO TOPOTAV® OTO TO VO TUTHCOVUE
Eavd o KovuTi escape.

Ewova S. 8 To mwapdBvpo Tov pevod mov gpeavileTor rat®vrog 1o Escape

5.2 MeglrhovTiKI] €PYOOLO KOL ETEKTAGELS

"Hon éyo dnpovpynoetl mpotimobécelg yio peAloviikn| eEEMEN 610 GLYKEKPIUEVO
oy vidt, apov Kot TV d1dpKelo 0VTOD TOV EEAUNVOL TOV ACYOANONKA [LE TNV TTUYLOKN
gpyaoio pov, oNpovpyNnca oty Topeia £va, peydio 0yko 3d povtéAwmy, aALG Kot po LeyaAn
Alota and scripts mov dAla Bpiokovral oto oy vidl kot dAAa oyl Emmdéov éva peydho pépog
TOV TPOYPUUUATICUOD, £YIVE AOY® TOV TEPAGTION EVILAPEPOV TOV OV ONUOVPYNGE TO
GLYKEKPIUEVO BENa, OTTmG TO cvoTNUa omobnkevong (inventory), To eEgldikevuévo save-load
GUOTILO TOL GUVEPYALETAL E EVOL LEYOAO HUEPOG TOL TTaLyVIdL0D, 1| dnovpyio Aoyoplacpon
Yo TNV VTOGTHPLEN TOAADY TAUKTMV, TO GOCTNUA TOV ATOGTOADY, TOAAEG AENTOUEPEIG
KWIOELG Kot OAANAETIOPACELS TOV YopakTpa dALd Katl ToAAd effect Tov Bpiokovtor péca
o710 motyviol. [ToAAG onpeio TG TTLYIOKNG OTOTNOOV APKETEG MPEG TPOYPULULOTIGHLOD Kot
oYEOOGLOY, e TOAAG TPpoPAN LT Kot TOAAEG S10pBDGELS LE TOV KOPO, EVED O OPKETEG
MEPUTTAOCELG OKOAOVON GO TEAEIMG SLUPOPETIKES TEXVIKES OO QVTEC TOL ELYOL YPTCLOTOU|CEL
aPYLKAL.

Emiong ot mAaicio Tng TTuylakng acyoAnOnKa Kot e TV GUVOEST] TOL TaLVIdL0D LE
7o Kinect tov Xbox, Tpocmadmvtag va ¥pnoLomo|om, dAAL Kot va yvmpion Lo To
oVYYPOV TEXVOAOYia Tov gaming y®pov. H dradwkacio av kol Tapovsioce apketd
TPOPANLOTO, OTO TEAOG KATAPEPD VO GUVIESM TIG KIVIGELG TOV YOPAKTIPA LE TIC SIKEG OV,
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umpootd oty Kauepa. [iotedm 6Tl gival pa dkpmg evolapépovoa texvoroyio 1 oroia Oa
umopovoe va ypnoipomombei yio v avantuén evog Tereimg dapopeTiKod game-play Tov
oL VIO10V, Le To omoia peAlovTikd Ba nBeia va acyoAndm mepiocdTepa.

M akopa e£EMEN Tov Tatyvidlov Oa pmopovace va, gival n dnuiovpyio multiplayer
GUGTHIOTOG Y10, TNV VTOGTNPIEN TOAADY XPNOTMV TOVTOYPOVO GE TOTIKO d1KTLO 1| HECH
Internet, pio Aettovpyia wov to Unity pmopei va vrootnpi&et.

TéNog pior axopa ETEKTACT] TOL TToLyVIOo0 Bo LTopoVsE Vo €IVl 1) LLETATPOTT TOL Y10
¥pHon oe cuckevég Smartphone kivntdv. H dtadikacio petatpomng tTov KoK Tov
ALY VIGO0V Y10, XPNOT KIVNTAOV TNAEQPDVOV AEITOVPYIKOV cuotipatog i0S kot Android, yivetot
apkeTd evkoAa pe to Unity Kot e EMAYLOTN EMUTAEOV TPOYPULUATICTIKT SOVAELD.
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Biioypagia

http://unity3d.com/

http://unity3d.com/support/documentation/ScriptReference/index.html

http://www.unifycommunity.com/wiki/index.php?title=Main_Page

http://usa.autodesk.com/3ds-max/

http://www.pixologic.com/home.php

http://www.blender.org/

Hpoypappata wov ypnoporodnkav

Autodesk 3ds Max 2009
Pixologic ZBrush 4.0
Blender game engine 2.6.2
Unity game engine 3.2
Adobe Photoshop CS3
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