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IHPOAOI'OX

To Interactive Entertainment System 1 amAovotepa ta NAEKTPOVIKA TTatyvidla givol éva
oVyypovo media mov eppaviotnke TI¢ TEAevTOieg 5 dekaetiec ko eEehicoete amd TOTE UE
paydaiovg puOuovs. H povadikn tov dtotnra va €xel aAANAETiOpacn LE TOV ¥PNOTN CE
avtifeon pe o vrdroura media, Tov EnLTPETOVY HOVO TOV POAO TOL TOPATNPNTH/AKPONTY|
(Kwnuotoypdeog, LoVGIKT), TO £X0VV KATOCTNGEL EMIKEVTIPO EVOLUPEPOVTOG GTOV TOUEN
™G TEYVNG OALG KOl TNG EMGTHIUNG KOl GUYKEKPIUEVO, TG ETICTHUNG TNG TANPOPOPIKNG .

H mopovoa mtoylokn emyyelpel vao. digpguvioel to media owtd, amd v okomid g
EMOTAUNG TNG TANPOPOPIKNG Kol Vo KAvel emidelln OempnTikdv HOVTEA®V TOL
TPOYPOUUOTIGHOV otV TpdEn. H mruylaxn amotedeite and €61 evOtnTES, TNV E1IGOY®YT| GTO
TAOIGI0 TOV YPOPIKOV TOV NAEKTPOVIKGOV mayvididv, to. PhysiCS ota mAEKTpoviKa
mayyviodia, 0 mepPariov avantvéng spapuoydv e Unity, v oyedlootikny AOYIKH TOL
aKoAOVONONKE GTO TPOYPOAUUOATIGTIKO KOUUATL TNG TTUYIOKTG, TN OOUN TOL Kol TEAOG TO

ONUOVTIKA LEPT TOV TPOYPEUUATOC.
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© Mavemoto loavvivoy , 2021

H mopodoa Epyocio xabBdg kot to amoteléopata ovthig, omotelodv cuvidioktnoio tov [avemiotipov
loavvivev kot tov @outnt), o kubévag omd Tovg omoiovg £xel To dkaipa oveaptnng ypNons,
AVOTOPOY®OYNG KO 0VOSIEVOUTNG TOVG (GTO GUVOAO 1] TUNHATIKA) Y10l SI00KTIKOVG KOl EPEVVTTIKOVS GKOTOVG,
o¢ kG0e mepinToN avaeEpovtag Tov Titho kat to cuyypaeéa s Epyaciog kabdg kat to dvopa Tov oYoANg
tov [avemotnpiov é6mov gkmovnOnke.
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EYXAPIXTIEX

Embopud va exppdom OA0 pov T0 CERUCUO KOl TNV EVYVOUOGUVY GTOV EMIPAETOV
kaBnynt| Xpnoto I'kdyKo, o omoiog pe kabodnynoe Kab’ OAn  ddpkela EKTOVNONG TNG
TTUYWKNG MHov epyaciag. Emiong, evyopiotd Oepud OAovg tovg kabnyntég tov
[Moavemomuiov Iwavvivov tov TIAnpoeopikng kot Tniemuowvoviov Aptag, yo Tig
TOAVTIUES YVADGCELS OV OV Topelyay Katd Tr OWpKeEw TNG QOITNoYg OV GTO TPOTTLYLOKO

TPOYPOLLLLAL.
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Iepiinyn

H epyasia avt mpaypotevetor tov oyxedoopd kat v avartvuén evog module, yuo to
nepairov g unyavng Unity, 1o omoio €xel Kataokevaotel pe v yAwooao C# kot tnv
ypron Tov native PAodnkdv g ev Adyw punyavic. O okomdg tov module givar n €dkoin
KOl QIAIKN TTPOG TOV YPNOTN £YKATAGTOOT TOV, G€ omolodnmote TOHmov project tng Unity,
KoODS Kot 1 ¥pNoN TOL, MG XEPLOTH YOPAKTPA, Le TANO0G SLVATOTHTWV TPOCAUPLOYS.

Apyd, yivetor avagopd oTo YPOEIKE TOV NAEKTPOVIKOV TOVIOIOV Kol TIG Poctkég
£€VVO1EG Kol 0poLoYieg Tov apopohv avtd 1o Tedio. Enetta yiveton avapopd otov Topéan Tmv
physics tov video games Kot TV ¥pNOWOTNTA TOVG, GTNV AVATTLEN NMAEKTPOVIKMV
TALVIOIDV. ZTN CULVEXELD, YIVETOL OvVOQEOPE GTO OYEOOOTIKO KOl TPOYPUUUATIOTIKO
nepBdArov g Unity, emonuaivoviog To YOpOKTNPIGTIKO KOl TG OUVATOTNTEG TNG
unyavng. Axoiovbei gloaymyn oty oxediootikny Aoywkny tov module, avaivovtog Tig
TPOYPOUUOTIOTIKEG TEXVIKES TOV YPNCLULOTOMONKAV Kol GTNV GLVEYEWD OVOADOVTOL TO
dopkd péAN tov module. Télog, yivete AEMTOUEPNS OVAPOPH GE KLPLO. KOl OLGLDON

KOUUATLO KOJIKA KOl TIS AELTOVPYEIEG TOV EKTTANPDOVOLV.

AgEearg — Khewdra: Module, ypagpikd, Physics, Unity, C#, doun, oyedaotikn Aoyikn
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Abstract

This thesis regards the design and development of a module for the Unity game
development engine, constructed in C# language and utilized the native libraries of the
engine. The purpose of this API is easy and user-friendly installation, in any type of Unity
project, as well as usage as a character controller, with various adaptation possibilities.

Initially, a reference is made to video graphics along with the standard concepts and
terminologies. Afterwards, a reference is made to the physics of video games and its
usefulness in video game development. Next, a reference is made to Unity’s design and
programing environment, pointing out the features and possibilities of the engine.
Afterwards, there is an introduction on the design logic of the module, analyzing its
programming technics that were used and next up an analysis on the structure components
of the module. Next up, a detailed reference is made to major and essential parts of code

and the operations accomplished by them.

Keywords: Module, graphics, Physics, Unity, C#, structure, design logic
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1 loTopikn €EEAIEN TWV YPAPIKWY NAEKTPOVIKWYV
TTAIXVIOIWV

H amgikdvion tov ypoeik®dVv oTOEI®V TOV NAEKTPOVIK®OV TALXVIOIDV, OTOTEAEL TO ONUO
Kkatatedév g e€EMENG TG TEXVOAOYiNG TOVC. ATO TO TPAOTO aPYOikd Ty Vidl GULOKELNG
KkaBolkod coiva twv Thomas T. Goldsmith Jr kot Estle Ray Mann, otnv gpodvion tov
Arcade punyovov Kot TotyvidoKoVeoA®mY Kot TV avadeln kot eEEMEN TV Tp1odldoTaTmY
YPOPIKAOV, TO YPAPIKE EXOVLV KAVEL VO PEYOAO TEXVOALOYIKO QA0 GTNV SLAPKEW NG
10Topilag TOV MAEKTPOVIKOV Toyvidiwv. Ta ypagikd &xovv mAnbdpa opdonuwv g
eEEMENG TOVG, 0E OAPOPES YPOVIKEG TTEPLOOOVS, TTOV EYOLV EMNPEACEL TOV TPOTO TOL
KATooKELAZoVTOL To NAEKTPOVIKA Tayviole oAAG Kol TOov TPOmO mov Pidvovtal, Ge

mapopoto Pabud pe v eEEMEN Tov gameplay design.

2222 .-

g=-=2238°28

2232223 cypacovan®

Ewkova 1.1 - to mawvidt tennis for two
o€ MaApoypado

210 TpdLO XpoOVIia TNG ELPAVIoT TV video games, 1) TapoLGin TOVG TOGO GTO KOO 0G0
KoL GTNV ayopd, NTav pio TeXVOAOYIKT Karvotopia, Tov eEeAocotav paydaia pe kdbe P,
o€ pa emoyn, 6mov 1 petaxivnon evog pixel oty 006vn TG TAedpaong NTav KatdpOwa.
[Moyyvidw 6mwg to Pong, Bcmpodvtay amictevta TEXVOAOYIKA EMTEVYUATO, TOV EYIVOV Lot
Ao TIg LEYaADTEPEG EMLTUYIEG TNG POy avicg NAEKTPOVIKADV LAY VIOIDV. XTO TEPAGILO TOV
xpovov, 6tav ta video games, eEacpdMcay v BEon tovg otV ayopd, N avdykn yo

eEEMEN Tov hardware kot TV ypapikdv £yve enikevipo evotapépovtoc. To Galaxian tov

Mtuylakn Epyacia
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1979 Ntav 10 mpmTo emTvynuévo video game mov ypnoyonoovce RGB ypopoto Kot

£€0ece ToV TN Y10 LETAYEVEGTEPOLG TiTAOVG, O™ To Pac Man.

1.1 Aiodiaorara ypapika

Ewkova 1.2 - to matyvidt Pacman

O1 peBodoroyieg rendering g emoyng, tav to Rastering kou ta Vector. To Rastering,
TPOEPYETOL A0 TNV AATVIKN AEEN rastrum mov onpoaivel opydvVe Kot LEXPL KOl CYLLEPOL
aroterel Tov emikpatég tpomo rendering. Kotd v pebodoroyia avtr, 10 cdoTH
tayvtaTo coapavel kabe ypapupur g 006vng oymuatiovrag éva TAEypo oty mopeia, Kot
oelpd mapd oepd Coypapilete pio ewodva otnv 006vn. AvtiBétmc, ta Vector enmnpedlovv
amevbeiog Vv déoun niektpoviov, OCTE Vo oynuaticovv ekdva, okplBOg Onws £vag
moApoypdeoc. H dtapopd petald tov dvo rendering pebddwv, eivar twg ta Vectors givat
TOAD TT1O0 OTTOSOTIKA OAAG £XOVV TTOAD TEPLOPIGUEVES SVVATOTNTEG GE GYE0M e To Rastering,
€€ov Kot 0 Adyog mov dgv emikpdtnoav. [Ipokeévon va a&roromnbel oto péyioto Padbud
10 O1n0éoo hardware tng emoyng, epappoloviav 016.gopa onTIKd KOATO, LE GKOTO Vo
otvouv pa kaAvtepn aicOnon g ewovag Kot Tov KIvoOUeEVeV oTotyeimv atny 006vn. Mia
Ao TIC TPOTEG TEXVIKEG TOV YpnoiporomOnkay, ntav 1o Scrolling, 6mov pia peydin ekdva

peyebivvovtay otnv 0006V Kot LETAKIVOUVTAY, divovTag TNV aicOnon g Kivnong 6to dpo.

Mtuylakn Epyacia oeh. 11



H teyvucq avm pelove TI¢ omoitnoel ToV YpoeIK®V odAAd aOENVE TIC OMOLTOELS TNG
PvAUNG KoM LETAKIVOLVTAY TEPAGTLO KOUpATIO pviune. Mia e&icov £Eumyvn pnébodog va
amodobel n aicOnon tov Pabovg, Mrav n avéopeinon peyebmv Tov sprites divovtag v
aicOnon g gyyvmrog, kabmg kot to parallax scrolling mov petaxvoboe 10 GKNVIKO GTO
background pe pikpotepn taydTA 0O AVTNV TOL HETAKIVOVVTAV 1 EIKOVA TTOL BprokdTay
ta Sprites, otvovtag peyarivtepn v aicOnom tov Pdbovc. Mia amd TG Mo TEYVOAOYIKA
aventuypéves ueboddovg dmuovpylag sprites, oAdd eEapetikd ypovoPfopa, MTav TO
rotoscoping, 6mov To. sprites Tov TayvidoL dnpovpyovvtay ond v enelepyacio live

action video, kopé kapé, divovrag aknboeavig anotelécpuata 6TNV Kivnon.

Ewova 1.3 — Rotoscoping yla Snuoupyia KlvoUevwy sprites

Emmiéov aloonueioteg avoaeopés omotedovv ta digitized sprites, Omov KOVOVIKEG
QOTOYPAPIEC GLPPIKVMOVOVTAV KOl YPNGILOTO0VVTAY m¢ sprites kabdg kot to full motion
video, 6mov éva moryvidl ¥PNCYLOTOI0V0E KOUUATIO omd Kotayeypapupuéva video clips og

GLVOLACUO LE Sprites.
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1.2 Tpiodiaorara ypagika

Ta tprodidotota moryvidol kdvouv v guedavion tovg oM and 1o 1980, yopic peydin
emruyia AOy® TV TEPLOPIGUAOV TOL hardware g emoync, AdLVATMOVTOS VO VTOYMVIGTOVY
oty ayopd. Ta mpoto Tprodidotata games ypnoylonolovcoyv wireframes yioo v
AVOTOPAGTOCT TOADYDOV®V, £Y0VTaG eEUPETIKA AT ONTTIKY epgdvion. To exduevo Prina
nTav o ypouatiopdg Tov wireframe polygons pe flat shading, and to video game I Robot
tov 1983, éva e€icov amAd epé aAAd dVGKOAD Vo epaplootel emttvyme. Ta Tpiodidotata
oy vidl oto TéAo¢ TG OekoeTiog Bo apyicovv vo Kuplopyovv oty ayopd, AOYo NG
Beltioong tov hardware T@v vVRTOAOYIGTOV KOl ToyvVidoKovoOAwv. Tdéco amd ta
TpLedldoTate 660 Kot and o 61601dotata, oev EAsnyay To EEVTVA KOATO e GKOTTO VoL UV
emPapiveral ol EMOOCELS TOV TALXVIOIDV, LE £va amd Ta mo ddonua va gtvol 1 ypnon
Owodldotatwy sprites [e TOAAEG TAEVPEG. Xe AALEG TEXVIKEG YPTCLLOTOLOVVTAY TOADY®VOL
HUOVO Y10 GUYKEKPYEVEG OVTOTNTEG EVAD TO TTePPdALov Ntav pia bitmap ewtoypaic Tov
dAAaCe avaroya e To Tov £0etyve M Kapepa. Eva tepdotio dApa Ba yiver pe tnv texvoroyia
raycasting 6mov kdvet render pdévo 6t givar 6to medio ¢ 000vNng kdvovtag eEopeTika
QTOJOTIKY| TNV OTTIKOTOINGON TPIEIUCTATOV YDOP®V, pia TeEXVIKN oL Oa kopvewbet pe v
pnyxavn id tech 1 tov John Carmack, 6mov katackevdotnke to Doom to 1993. Ta
TpLedldoTate oy vidla pe Tpayratikd texture map 0o apyicovv vo avoadetkviovTol HETA
70 1995 ko Ba p€povv pali Tovg TV TEUTTN YEVIA ToYVIOOKOVCOA®YV e TO playstation tng
Sony ka1 to Nintendo 64 ¢ Nintendo, va kvplapyodv oty ayopd. Mia a&loonpeimt
ava@opd otnv e£EMEN TV Tprodidctatwy video games Ntav ta voxels 1) volumetric pixels,
OV NTOV £VOG OOPOPETIKOS KL O OTOJ0TIKOG TPOTOG KOTAGKELTG TOAVYDV®V, LE TNV
ypnon tprootdotatwv pixel 1§ blocks, mov amodeiytnke aypelaotog Adym g e€EMENS TOL
hardware kot v avadvon tov 3D acceleration. To 3D acceleration fjtav pio pébodog
VIooTNPLENG ToL enelepyaoty| and emmpocheto hardware. Mia amd T TPMOTEG KAPTEG TOL
ekmAnpovay ovtd tov okond frav 1 3dfx’s Voodoo. [Ipog to 1€k tov 2000 10 3D
acceleration £yve avamdonacto Koppdtt Tov video games, yeyovog mov 16 VEL LEXPL Kol
onuepa. Ao avtod to onueio Kot HETA 1 eEEMEN TOV YPAPIKAV £0TIOCE G€ TOAAOVS TOLELG
Kot medio, OTMG TNV OLVOMIKY OVOTOPAcTOoT TOV GMOTOG, To anti aliasing, bloom,
chromatic aberration kot dAleg uebddovg KoAlvtépevong g Tplodidototne ewkovac. H
BeAtiotomoinon twv ypapikadv cuveyiletal péypt Ko onuepo pe eEoupetikd ainbopavn
AMOTEAECUOTO, KOU KOVOUPYlEG TeEXVOAOYieg va eueavifovtol oe TaKTd ypovikd

dwotpota, 6mwg to RTX g Nvidia 1o 2018.
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2 Physics oTa nAekTpoVvIKA TTaIyVvidia

Ta aviikeipevo otov TPayuatikd KOGUO AETovpyohv BACT TV KOVOVOV TNG QUGIKNG,
Omm¢ M adpdvela, n Papvtnrta, ot vopotl tov Nevtwva, KTA. Me to 110 okentikd, o frav
avapeifola éva peydAo eyyeipnua, To OVTIKEILEVO TV MAEKTPOVIKOV TOLYVIOIDV VO
Aettovpyovv pe tov 1010 tpomo. Ta ypapikd, OT®MG avaeépOnKe 6 TPOTNYOLUEVO KEPAAALO,
&xovv e€elMybel og mponyuévo oTéd1o Tov TANGLALEL OAO KOl TEPIGGOTEPO TO PEQALCTIKO.
H mpocopoimon t@v guoik®v VOR®V o6To NAEKTPOVIKA TTatyvidli OUmc, 0ev €xel KAvel
avTioTOlYT TEXVOAOYIKN TPO0d0. MEYpt Kot onjpepa 0V VILAPYEL KOmolo video game ov va
TPOCOUOIMVEL UE TPAYUOTIKY OKPiBED TOVG VOUOVG TNG PUGIKNG O HOPLOKO emimedo.
[Topodro oL dVLVOVTAL VO KOTOOKEVAGTEL £Vl TETO10 oLy VidL, S10TL 01 VOUOL TG PLGIKNG
elvar yvootol kot emPeforopévor pe pobnpotucods kavoves, vapyovy 600 Pactkoi Adyot
mov dev voiotavtar pio tétow gpappoyn. O mpdTOG eivanl TG dgv LVIAPYEL APKETN
enelepyaoTik 10Y0G Y10 VO TETVYEL L0 TETOLO EVEPYELD GE TPAYLATIKO XPOVO, Omd KAVEVA
VTOAOYIoTIKO cvotnua. O debtepog eivan ¢ ta video games TPOGOUOIDVOVTOL KOTA
TPOTIUNGT OVTIPEAAGTIKA, L€ GKOTO TO TToLyVidla vo. €ivol evOLHPEPOV KOl YUYy WYIKAL,
QTOPOiTNTO YOPOKTINPIGTIKA Y10 TNV EMLTUYI0 LOG TETOWNG EQapHOYNC. Ta xapoKInpioTiKa

avtd Oa tepropiloviav KAT® amd Eva TPAyUATIKO GOGTNIO PUOTIKAOV KAVOVOV.
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2.1 Ee@apuoyn rwv Physics

Ta physics ota nAekTpoviKd oy vidla, mg oporoyia, TEPLYPAPOVY TOV TPOTO LE TOV OO0
UETOPAAAOVTOL TOL OVTIKEIIEVO GTOV S1GOIAGTOTO 1 TPLGOIACTUTO YDPO KOl EVOEYETOUL VL
SLOPEPOLY CNUOVTIKA GE SLOPOPETIKOVS TOHTOVG TALYVIOUDY OAAA KOl amd Toyviol oe
oy viol g 1dg Katnyopiag. Xto mapeAbdv, Aoy twv meplopioudv tov hardware, 1
vAomoinon Tov physics otnpiloviav oe £Tota animations divovtag tnv yevdaicOnon evog
GLOTHHOTOG PUOIKAOV VOpmV. TToAAEC @opég, mpokelévoy va givor mo aAnBoeoavi M
TPOGOUOImON, LINPYOV TEPLGGATEPO amd €vo animations yio kdbe yeyovog, mov glte
eMAEYOVTOV TUYOiO 1] KAT® OO oplopéveg cuvOnkes. Me v eEEMEN NG TE)VoAOYing TO
video games dpyioav va otnpilovior OA0 Kol TEPIGGOTEPO GE GUOTHUATO OO PLGIKOVC
Kavoveg Kot Aydtepo o€ £toylo animation yw tnv mpocopoimon. Ta cvotiuata avtd
KkaBOop1lav pe ooV TPOTO OVTIOPOVV T AVTIKEILEVO GTOV YDPO amd eEMTEPIKES SVVANELS
Kot amd oAAnAemdpdoelg petald tovg. O TpodmOg AElTovpyiag TV GLOTNUATOV QVTOV
nephapPdvel GUVOVAGHOVG OO VLTOAOYIGUOVS ToVTNTOAS, 06oMg KOl OGOKOOLUEVOV
duvlpemv ota onueio. EMAENS OVTIKELEVOV, KOL GTNV GUVEYELX, TNV TUPOJOTNOTN TOV
avtwpdoemv Tovg, Bdon Wit twv Tovs, dnws 10 Pdpog tovg. H dwdikasio cupPaiver
enovorlapavopeva 6e Tpayratikod ypovo Kot dev givor mpokafopiopéva To OmOTEAEGLOTOL
7oV B TPOKVYOLV, Kol 6€ GLVOLOCUO HE TNV SLVOTOTNTA TOV TOV TOIKTN Vo exepPaivel

EVEPYA GTO GUOTNUA OTOTEAEL TOV O OANBOPOVES TPOTO TPOGOUOIWMGNG LEXPL KO CY|LLEPOL.
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2.2 TexvoAoyie¢ Twv Physics

Ragdolls: To Ragdoll givat £&va chvoro amd oteped codpata, GLVOESEUEVA LETAED TOVG UE
TPOTO MGTE Va. AetTovpyovv ®¢ £va ompa. H mo svpémg dadedouévn yprion tov ragdolls
glvar Yo Toug avBpdTvoug YapakTipES, OOV Ta GLVOETIKE LEAN Tov ragdoll avamapioTovv
ta KOKaAw. To kéBe pérog pumopel va Kiveitot Kot vo TEPIGTPEPETOL LE GVYKEKPIUEVO TPOTTO
Otav Tov aokeital kdmota dSvvaun, emnpealovtag Kot To vToAouma PEAT oty Topeia. Avtd

amodidel pia aAnBopavig avamapdoTaon g Kivnong coudtoy.

Inverse Kinematics kax Procedural Animation: Avo teyvikég mov a&lomotovv ta ragdolls
etvon to inverse kinematics kot to procedural Animation. To inverse kinematics givat éva
post-processing effect 6mov tpomonolel €va ragdoll animation ®ote va mpocapudletan
KOTOAANAO 6TOV XMPO HETA TNV TTEpdT™o™n Tov animation. To procedural animation givat
pilo pnébodog mov e&adeiper v avaykn vy étowa ragdoll animations kot ta mwopdyet

locomotion katd TV ekTéAEN, BACT TPOKADOPIGUEVOV KOVOV®V.

Particle Effects: 'Eva ave&dptnto mapdptnpo tov physics gvoc mayvidion, veevfuvo yia
™V ONUIoLPYIo YPOPIKAOV £QE OTTMG : EKPNEELS, PMTLA, VEPD, Y1OVL Bpoyn, Kivnon LoAMOV
K.T.A. Ta g@é avtd elvar mapa ToAD 6VGKOAO Vo TPOGOUOIWOOVV GE TPAYLATIKO ¥pOVO 0o
tov renderer AOY0 TV AP0 TOAADV COUATIOIOV €V KIVIGEL TOVTOHYPOVA, KoL Y10 TOV AOYO
aVTO VAOTOLOVVTOL 0o TO physics system kot cuykekpipéva omd to particle physics system

ToL TTayVidoL ov a&tomolel Topovg tov CPU évatn tov GPU yuo va Ta 0TtTikomooel.
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3 Unity Engine

Méypt kot mpwv VO dekaETiEG, 1| KATOOKELY] TPIOOICTUTOV OAAG Kol  O100100TOTOV
NAEKTPOVIKOV TOLYVIOLDV  OmOoTEAOVCE  pio eEopeTIKG TOAVTAOKT Slodkocion Kot
amoutovoe KoTd KOPLo AdYo OUAdES TOVAAYIOTOV 0K OTOR®V e BabiEg YVOGES 6TOV
topéa Tov Ba avardppavay va epyactoiv. Topa TAéov pe v eEEMEN TG TeXVOLOYiag Kot
NV avénon Tov evolapépovtog 610 cuykekplpévo media ivar duvatodv, o 1010 €pyo va
mopoayOel axoun kot omd Eva dtopo. To £pyo avtd emttvyyAveToL e TN XPNOT AOYIGHIKOD,
€01KO Y10 TNV OVATTLEN NAEKTPOVIKAOV TOYVIOLDV, Ta emovopaloueva game engines. O
0P mpolTapYEL Ko 6€ TOAOTEPA oTAdIL €EEMENG NG Proumyoviog NAEKTPOVIKDOV
TALVIOIOV OAAG 1 ELPAVIOT] TOVG YiveTal 610 upl Kowd petd to 2000 wg mpoidvta 1
erevBepo LoYIGLIKO, [Le GKOTTO VO O1EVKOADVEL KO VOL ETLTOOVEL TNV O1ad1KOGT0 avATTVUENC.
M xpnom tovg yivetar 1660 and pikpd studio ko glevbepovg enayyeipatieg 66o ko and

peydleg etonpeies.
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3.1 Game Engines

Yrdpyetr peydin ykdpo amo dSwbéoyo Game Engines pie S10popeTikég SuVOTOTNTESG Kot Yol

SLOLPOPETIKOVG OKOTOVS, Tapadeiynatog xapn eEedikevon o€ €vav GLYKEKPIUEVO TOTTO

game, o€ GLYKEKPIUEVOLG TUTTOVG YPOPIKOV K.T.A. Mepkéc and T1g mo dtdonueg eivon

petald Aoy :

¢ Unity Engine xou Unreal Engine 4: Ot 110 evp£m¢ ovayvmpiopéves dmpeay

UNYOVES YEVIKNG YPNONG Kol OLUTAATOOPLUK®Y OLuVOTOTHTOV, e Tnv Unreal
va €0TIALEL TEPIGGOTEPO GTIG SLVATOTNTEG TV YPOUPIK®V Kot TNV Unity 6Tig
amod0GELC.

% Game Maker Studio : Eotudler ommv g€opbordynon ¢ dwdikaciog
avantuéng kot to Pixel Art Style, éyet mepropiopéveg 3D duvatdtnTes.

% RPG Maker : E&gidikevetan oty avartuén JRPG games.

¢ Source Engine : E&edikevetar oty avartvén FPS games, to modularity
Ko o physics.

X/

% ForgeLight engine : E&gidikevetat otnv avarntvén MMO Games.

X/

% Ego : E&edikeveton oty avarntoén Racing Games.
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3.2 XapakrnpioTika tn¢ unxavng Unity

2mv mopovca epyacia ypnowonoteitor n unyoavy Unity wov amotelel pion and T1g mo
olonueg dwpedv pnyoavés. To Unity etvar éva dtoumdateopuikd game engine mov £xel
avantvydel omd v etapio Unity Technologies. To Aoyiopuikd porovott dev etvar avorytov
KOOwKa, mapéyetar dwpedv Kot €ivar vd ovveyn avamtuén. H unyavr pmopel va
YPNOILOTOMOEL Y10 KATAGKELT TPLGOACTATOV ALY Kot S1G0100TOTOV ToYVIOIDV KAONDS
emiong umopel va vrootnpifel swovikn mpaypotikdémra (virtual reality) odid kou
emovénuévn paypoatikodtta (augmented reality). Ocov a@opd tovg THTOVG TALYVISIDV
OV UmopovV vo, vAomomBovv, meplopiletar poévo amd to hardware tng mpoopilopevng
TAoteoppoc. Eivar onpoavtikd va emonuaviel 0Tt 10 Aoyiopkd ypnoonoteital Kot £E®
amd tov mioicto tov video games KoODS YPNOUYLOTOIEITOL EMAYYEAUATIKO KOU OO
ONUIOVPYOVG KIVOLUEVDV GYESTMV, APYITEKTOVES KOl UNYOVIKOVC.

H avéntuén epappoyng yivetar péocwm tov epyoalreiov tov editor tng Unity, mapdAinia pe
™ ypnon evog code editor, pe mpoemireypévo 1o Visual Studio Community tng Microsoft.
H xatackeun kddika kot n ypron 1V epyaieiov tov editor, KaOdC Kot 1 EVEOUATOOT
tov  éroipwv  modules g Unity, ompilovton naved o€  GUYKEKPUEVEG,
TPOKOATACGKEVUGUEVEG OVTOTNTES TNG UNYOVIG. AVTO YIVETOL TPOKEWEVOL VO, ATAOTOLE T
1 OOIKOGT0 KOTOGKELNC, YPNONG KO EPUPLOYNG TPOYPALUUATICTIKAOV AVCEMV GE YPOUPIKO
epAilov, Kol Vo amo@eDyYETeE N avantuén and to Undév, yopig va amayopedeton pio

TéTOL0L EMAOYT.

Ewova 3.1 — To Logo tng Unity Technologies
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3.3 Zxed1aoTIKO mepIfdaAAov tng Unity
To oyediaotikd mepipdrrov g Unity 1| aAhmdg Editor, Aettovpyet pe v xpnon Suvoutka

TPOCAPUOCIUOV TapoBOp®V TOL EKTEAOVV OPOPETIKEG Asttovpyies. Ta mo onpavikd

mapabupa etvar LETOED AAA®V :

Ewkova 3.2 — To meptBaiov avamntuéng matyvidiwy tng Unity

= Scene: Ilpoceépel OMTIKN OVATOPACTACY, TOL TPIGOACTATOV 1)
O1Gd1A0TATOY YMPOL TNG QOPTOUEVNG OKNVIG Kol Tpochapaipeon 1
petoxivinon gameobjects og avtn, pe Asttovpyia drag & drop.

» Hierarchy: Eppavilel e Aiota 6Aa to. gameobjects kabmg kot to modio
Gameobjects twv gameobjects ¢ poptouévng oknvig

» Inspector: [IpocBagatpei ka1 tpomomolei Ta dopkd péAn twv gameobjects
g oknVvig N Tov prefab avtuceipévoy.

*  Project: Awoyepiletor Tovg akéAoLg Kot To Tnyaio apyeia Tov project.

=  Game: Z10 mapdBvpo avtd YiveTon 1 SOKIUAGTIKN EKTELECT) TG EPAPUOYNC.
Ontwconotel otdNmote yiveton render Katd ny.

= Console: EppoaviCer unvopota yio debugging, warnings kot errors mov
wpokOTTOLY amd tov editor (w.x. compile errors) N and TV EKTEAESN NG

epapuoyng (m.y. null reference exception
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3.4 TlpoypauuarioTiko mepiBaiAov tng Unity

H avantuén kddwa oty Unity, yivetar oe C# pe Vv 1p1or 001007 TOTE TPOYPEALLLOTOG,
2V ovykekpyévn gpyacio ypnowonoteiton to Default IDE tng Unity, to Visual Studio
Community ¢ Microsoft. O Adyoc mov emiéyeton 10 cvykekpyuévo Development
Environment, eivor 10 Unity Development Kit Addon, mov mpooceéper £ETpa
mleovektuato omwg, live syntax check kau live debugging. H avémtuén kddko oty
Unity 0ev axoAovBei tTnv AoyiK1 TOV SOUNUEVOL TPOYPOUUATIGHOV aAAd otnpileTol oTnyv
dnuovpyia script classes ta omoia, péowm events, eKTeEAOVV KMOOIKO OE GUYKEKPUEVEG
YPOVIKEG TEPLOdOVS KOs frame kot amatteitol va Bpickovtor 6TV oknvy ¢ HEAOG evOg
gameobject mpokeévov va Asttovpynoovv, dniadr, pe 6povg ¢ Unity, va sivon
components. ITpokeévov €va script va a&lomomBel wg component evog gameobject g
oknvng, amottel vo el o Cclass Monobehaviour wg Superclass. To ev Adym superclass
emTpénel TV KANon Tov sequenced events g Unity, yia ektéleon kddika ota threads g
EPOPLOYNG KOL TNV TPOCAPTNON TOL SCript o€ omolodnmote gameobject. Xe kKaOe dAAN
nepintmon, dHvatat va ypnopomombovv Oleg ot hative BiAtodnkeg kot pébodot g C#,
pe optopévoug meproptopovg. H mo a&oonpeiom yprion nebddwv g C# oty Unity, eivon
To. Coroutines 7oL EMTPEMOVY TNV ONUIOVPYIR €VOS VIAUOTOS Yol EKTEAECT KOOI
acVYypova 1 cuyypovicpéva, e ta sequenced events tng Unity kabmg kot o default tomot
delegates, Action ka1 Func yia dnpovpyio event.

Ewkova 3.3 — To eptBaiAov Visual Studio Community 2019
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3.5 Gameobject Entity

Mia and t1¢ mo Pacikég ovtotnteg g Unity, anotelei to gameobject. To gameobject eivau
éva €181K0 class, péom Tov omoiov yiveror 1 dNUIOVPYIC OTOIOVINTOTE AVTIKEILEVOD GTOV
y®po. To oaviikeipeva avtod Tov class amotedovviar omd £va SVVOUIKO GOVOAO
components, LE OVOTOGTOOTO TPOATOITOVUEVO, TO Component transform, to omoio
avomoploTd Pe Tpia Stavdcpata TV B€0T, TOV TPOGUVATOAMGHO Kot TNV KAk peyédovg
TOV AVTIKELEVOL 610 Ydpo. Ta components , native tng unity 1 kotookevoouévo og CH#,
KkaBopilovv TNV GLUTEPLPOPA TOV AVTIKELEVOL TTOL Ta epmePIE)el. H mpocBapaipeon Tovg
yivetor SLVOUIKA KOl ETITPEMETOL VO YiveEl Kol Katd TV ektédeon g epoppoyns. H
Aertovpyion kot 1 okomid €vOg component dev mepropiletar pe kamolo tpodmo, H10TL
Aertovpyel avtdvopo pe povadikny e€aptnon to gameobject mov eumepiéyetar. ‘Eva
avtikeipevo gameobject dev pmopei va £xer g component évo GAio gameobject. Eidikn
coumepLpopd mapovstalovy petald Tovg oyeTkd pe v pEBodo g ovvheong, Kabmg Eva
child Gameobject o éva GAlo gameobject, oAhalel Tov TpOTO AVATOPAGTOCNG TOV GTOV
Y®OPO, 010TL T0 Todl AVTIKEIHEVO YAVEL TNV OTOAVTY AVATOPACTAGT TOV GTOV YMPO Ko
LETOTPETETOL OE GYETIKN e To parent gameobject. 'Eva gameobject propei va éxet dmeipa
children aAAd povo éva parent.

AVO €EIG0V GNUAVTIKA YOPOKTNPLOTIKG GYETIKA e TO gameobject eivon :

1): Amoterei amoppéwv class tov UnityEngine.Object, wov £yel mapdpoto coumeptpopd pe
1o class Object tng C#, cuvenmg omotadfmote petafAnTy THIOL TOL TPO avaPEpmV class 1
TV component tov, omoteA0HV AVTOUATOS AVOPOPA.

2): Otudnmote mpoopiletor vo EKTEAECTEL 6€ TTpaypoTiKd Xpdvo, oto Kupimg thread g
EQUPUOYNG, TPETEL amapaitnTa vo BpickeTe wg COMPONent o KAmOlo avVTIKEipeEVO TOTOV
gameobject, e&opoduevav e0IKOV TepittOcemv Static class kot pebodwv mepropiopévev
SVVATOTNTMV.

Yvvoyilovtog, emonpoivetal Tog To gameobject pépet Tov poAo Tov container kot oyt Tov
superclass. H avavtikatdototn ypnowdtnta tov Pociletor oty Kavotnto Tov va
VILAYETOL GE TOAVUOPPIGUO pe ovopBBdoEo tpodmo, Kabdg dvvavtal vo vAomombel mg
avTdVopO avbaipeto avTikelpevo Kol To. COMPONENLS Tov va GYNUATIGOVV TIG WOOTNTEG TOV

KOO KO KOTA TV EKTEAECT).
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3.6 Colliders kai Collision

[pokeévov va avoarapactadel pio oviotTnTo 6TOV XMPO, OTorteitar n yprion evog collider
component. Ta colliders eivar €dwd components, mov opilovv To TpLGOdGTATO 1)
O160140TATO OPLOL TOV OVTIKELLEVMOV TOV TPOSOPTM®VTAL. Ta Oplol dVTd YPNGYLOTOLOVVTOL
Y. VTOAOYIoHOVG emapdv petald dAlmv colliders, kavovtag tov KOplo ©oKOTO TOL
component v oAAnAeniopacn otov yopo. Ta colliders pmopovv vo whpovv moikida
oynuata primitive tomov g Unity, 0nmg kOBovg, KuAivopovs, cpaipes Kot KAWOVAES e
TPOTOTOMGIUA YOPOKTNPLoTIKE. Mia €181k kKortnyopia Collider amoteAei to mesh collider
oV AapPavel To oYNUo Tov TPLEdAoTATOL pOovTéAOV, Mesh, mov elvar TapdAAnAa
TpocaptnuéVo 610 Jameobject. Xpnoipomoteitoar o€ €0KEG TEPMTOGELS AOY® TNG

SVGKOMAG TOV VITOAOYIGU®MV TOV EVIEYETAL VO TPOKVWOLV amd £vo. ToAvTAOKO Mesh.

Ewkova 3.4 — Atadopetikol tumot amno Colliders
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3.7 Rigidbody

[Ipokeévov éva avtikeipevo pe collider va a&lomoroet to physics system g Unity,
arouteiton To component rigidbody va givon cuvdedepnévo 6to gameobject. Xe ka0e GAAN
nepintwon to collider, petoyepileton and v epapuoyn g akivnto coua kot pio whavn
petakivnon tov omd Kamowo Script, dev AauPavetor vedyn tov physics system. To
rigidbody amodidet 1616tnteg dmmwg palo, TP Ko Papdmta 610 AVTIKEIPEVO TOV gival
ovvoedepévo. H mo onuavtikn 1ddtnta mov mapéyetor and to rigidbody eivon 1 doknon
SLVAUE®V GTO GO TOV OVTIKELEVOL KOt 1) OAANAETIOpOON HE GAAD GOUOTO TOV £YOVV
rigidbody, mopadsiypotog xépn, M peTta@opd Svuvape®V Kotd TV  GOYKPOLOT).
Onol0cdNTOTE VIOAOYIGUOC OAAG KOL EQPOPLOYN OTOTEAECUOTOG CYETIKA LE UETOPOPA
copdtov mov égovv rigidbody component, yivetar oto physics event tng Unity, mov
ovopdleton FixedUpdate. Xtnv mopovoa epyacia, oOcov apopd To rigidbody,

ypnoonoteitar pdvo 1 doknomn SLVALE®Y Kot 1 dNpovpyia ETAE®OV, KaODS OAEG 01 BALES

Aettovpyiec TPOGOLOIDVOVTOL aveEhptnta TOV component.
v %  Rigidbody o
Mass 1
Drag 0
Angular Drag 0
Use Gravity
Is Kinematic
Interpolate Mane v
Collision Detection Continuous Speculative -
¥ Constraints
Freeze Position X 0y Fi
Freeze Rotation o AN B
¥ Info
Speed 0
Velocity X0 Y O Z0
Angular Velocity X 0 Y O £ 0
Inertia Tensor X0 ¥ O L0
Inertia Tensor Rotation X 0 ¥ O L0
Local Center of Mass X O Y 0O £0
World Center of Mass X 13.38 ¥ 1.24 £ -32.963
Sleep State Awalke

Ewkova 3.5 — To Rigidbody Component tng Unity
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3.8 Layer Masks (General)

Ot pdokeg emmédov ypnoyorotovviot yio vo dtaywpicovy ot Colliders pmopovv va
€yovv emagn petald tovg Kot oo Ba ayvoovv 1o €va to aAlo. Kabe Gameobject £xetl g
npoemiloyn Vv pdoka Default. [Tpoxeévov éva gameobject va adAddéel oe pion GAAN
pdoka, mpémel péow tov mopabipov Inspector otov Editor 1 mpoypappatiotikd, vo
onAmoet pio NON katookevacpévn N va etidéet kovovpyta. To mota pdoko eTtKovovel pe
nowo, GAAN, opileton péow tov collision matrix, mov Ppioketar oto mapdbvpo Project
Settings tov Editor. Eivail onpovtikd vo npootebei, nog pio epapyio amd gameobjects
umopet va a&lomotel S1OPOPETIKEG HLACKES, Yopic va. emmpedlel To éva 0 GAAO, pe TNV
wpobmoBeon dtL vdpyovv drapopetikd Collider yia v kdOe pdoka. Ot pdokeg emmédov
Aertovpyovv kat £ktog Tov collision detection, wg idtpa Yo TIC KAPEPES TNG OKNVIAG, Kot
pe idw Aoy, pio paoka kabopilet i Ba yivetan rendering 6to medio Opacns TG Kapepag

OV YPNOCLUOTOLEL TNV LACKAL.
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3.9 Order of execution for event functions

Onowdnmote evépyel  AouPdaver yOpo KOTA TNV €KTEAECT] OGS  EQOPLOYNG
Kataokevacpévn o€ Unity, 1 xpovikn otryun ektédleong g tomobeteitan vtog evog event
timeline, piog tpokabopiopévng, and tnv Unity, axorlovBiog yeyovotmv. H akodovBia avtn
ocoumeptAapfavetl Kot taStvopet OAa ta €101 AELTOVPYLOV TOL VITAPYOLV KOl GOV TOIKIAOLY
a6 to rendering TOV YPOQIK®V GTOLXEI®V otV 000V, néypt v enelepyacio Tov input
and Tov ypnot. H mietovotta twv events pmopet va a&torombet omd ta Scripts, doTe val
opilel 0 TPOYPOAUUOTIOTNG GE O YPOVIKY| GTIYUN MG ETOVAANYMG TS akolovbiog Oa
extereoTel 0 KOdKaG. [ OAeg TIg vTOAOUTEG Aettovpyieg TV integrated components Kot
UEPIKES EOIKEG MEPUTTMGELS, OTMG EVTOAEG OV KAvVOLV ypnon tov physics system Tng
Unity, n 6¢om 100G 010 timeline mpocdropiletar avtopata. Efvar onuavtikd va tpootedel
TG M KANoN evog event g akoAovBeiag, yivetal e OAa Ta Scripts Kot avTIKEILEVA TOV TO
ypMNoonoovy, ptv kAnbel 1o emduevo event oty celpd g axorlovdiog pe tov 101
Aoy, Ta mo onuoaviikd events tng okoAovBiog, amotehovv to Update xot t0
FixedUpdate, to omoia eivon T kvupimg vipota ¢ epoppoyns. Eivar onupoavtikd va
emonpoviel TG Ta VIATO AVTA, OEV TPEYOLY TAPAAANAL, OALAL G GEPE EVOALAE Ko pe
OPOPETIKY) GLUTEPLPOPE, KVPIMG MG TTPOG TOV aPlBUd EMOVOANYE®DY KOl TO XPOVIKO

ePOPLO EKTEAEOT|G.
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Script lifecycle flowchart
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Eikova 3.6 — Alaypappa pong Twy events tng Unity
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3.10 Update

To Update event amotedel TV Kapdtd TG EQOPUOYNG Kot 1] AOYIKN EKTEAEGNG TOV Eivat vo
KAVEL 0G0 TO OLVATOV TEPIGGOTEPES TPOCTEANCELS GE GUVTIOUO YPOVIKO OLAGTN AL ZVVETMG
0 apBuog emavainyemv tov Update dev etvar otabepog kot aAlalel duvapikd oe Kabe
frame, S10tL mpocopuoletor avirloyo HE TO @EOpTO WOV Exel Kar TNV Owbéciun
EMEEEPYOOTIKN 1OYVG TOL TOPEXETOAL, DOTE VoL OmoPeVYeL TeAeimg va Kabvotepnoel v
EKTELEOT TNG EQPAPLOYNG, 00did0oVTOG TapPAAANA TOV LEYIOTO 0plOud emavoiqyemy. H
ocwotn a&lomoinon tov Update mpoimoBétel mwe ot Aettovpyieg mov extelovvtol ival
aveEapTNTES TOL XPOVOL €vapéne Kot OAOKANpmong, kabhg Ommg eEnynonke, dev gival
otabepoc. IMapora avtd n Unity mapéyet pia petafAnti wov vroroyilet oe millisecond v
Slpopd ypoévov ektéheons Hetalld NG TOPOVCHS Kol TPONYOVUEVNG ETAVAANYNG TOL
Update, 1o time.deltaTime. Avto divetl v dvvaTdTNTA VO LTOPOVV VO TPOSAPLOLoVTaL Ot
vrnohoywopol péca oto Update aviroyo pe ovti v Tyn ovt) kot va oivovv 10t
aroteréopata o€ otafepd ypovikd odotnuo. Mio amd T BEATIOTEG TPAKTIKEG VTNG TNG
TEYVIKNG, €lval 1 VAOTOINoT ToL animation tov Tayvidov evtog tov Update, to onoio katd
wpotiunon elvar emBouunTo va Tpé€etl 0G0 TO SOLVATOV TEPIGGOTEPES POPEG TO OEVTEPOAENTO,
Yoo vo. amodmacel v kivnon e€opoivpéva kot oe otabepd ypdvo, aAAd kol ctabepm
petafoin towv keyframes tov animation otov ypdvo ovtd. To time.deltaTime dev €xet
télel. axpifeln Kot TOAAEG QOPEG €xEl AMMAEIEG TOV TPOKVTTOLY Omd TANODpA
TpoPAnudtmv, pe v mo cvvnbeg va eivar ta garbage collection spikes. Xvvendg dev
TPEMEL VO XPNCLOTOLEITAL Y1o. AEITOVPYIEG TOL TPOGOOKATE OMOAVTN GULVETELD KO
VIETEPUIVIGHOC, KaBDG oe éva coPapd framerate spike, To Update Ba kaver skip éva ot

neplocdTepa frames dote va punv emPapuviel mepartépw 1 epappoyn.
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3.11 Fixed Update

To FixedUpdate Aertovpyel avtiBeta and to Update. H Aoywn tov Baciletar oty ektédeon
AELITOVPYIDV GE GLYKEKPIUEVO Ypoviko dtotnua. H petafinm Fixed Timestep kaBopilet
o€ millisecond, 10 ypovikd dtdoTnua pExpt v endpevn emoavainyn. H avénon g tiung
TOV OVTIOTOLXEL G€ AMYOTEPOVG VTOAOYIGHOVS GE GUYKEKPIUEVO YPOVO, EVAD 1 LEI®ON TOL
avtiotolyel og meprocotepovg . To FixedUpdate eivar to mo cuvenng vija mov mopéyetot
and to Engine, Oyt povo yio v otafepdtnra Tov 6Tov ¥pdvo, oAAN Kol Yo TV 1010TNTA
TOV VO, EKTEAEL KDOOKO KAT® amd omolecdonmote cuvOnkes. To yeyovoc awtod sivar BoAtkd
Y. TOV TPOYPOUUOTIOT!, KaODG yvopilel mtog 01t kinbel evtdg tov FixedUpdate, Oa
oloKANpwOel emtuydc N exktédeon tov. To yoapoktnplotikd avtd OUmg umopel va €xel
OPVNTIKTY EMIOPAGCT), 0V TO GUVOAO T®V VIOAOYIGUAOV oL Yivoviaw oto FixedUpdate dev
0AOKANPOVOVTOL LEGO GTO YPOVIKO TEPBMPLO oL Ttpocdlopiletar amd to Fixed Timestep.
Xg auThVv TV TEPinTmoN 1 £papproyn Bo “raymdcel” onoldNTote dAAN Agttovpyia, pEYPL
va. oAokANpwBovv ot vroroywopol. Etvor efarpeticd onupoavtikd vo emonuaviel ot
poAovott ot evépyeteg tov FixedUpdate yivovtar pe otabepn dapopd, dev pmopei vo
EKTEAEGEL TTOTE KMOWKO 6€ GLVTONOTEPO Ypovo amd to Fixed Timestep kot cuvenmg dev

elvat 1o KatdAAnAo Yo toOS VITOAOYIGLLOVG.
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3.12 Aloonuciwra Events

Allo onpovtikd events oty axolovdio givar petald AoV :

>
>

Y V V V

Awake : Kokeiton pio @opd oty (o1 T0L 0VIIKEILEVO KATA TV dntovpyia.
Start : KoAeitan pio popd otnv {on TOL aVTIKEIPLEVO KOTA TNV Onpiovpyia
Kot To Script Tpémet vo ivat EvePyomomUEVO.

OnEnable : Kaieiton kdOe opd mov to avtikeipevo gvepyonoleita.
OnDisable : Koieiton ke popd Tov TO AVTIKEIPEVO OmEVEPYOTTOIELTAL.
OnDestroy : KoAgitot 0Tav 10 OVTIKEIILEVO KOTAGTPOPEL
OnCollisionEnter : Koleitor petd amd xdbe FixedUpdate, 6tav to
OVTIKEILEVO KAVEL ETOPT LE GAAN AVTIKEILEVA Yo TPMTN POpA. ATonteiton
T ovTikeipeva va £xovv Collider oty epapyio Tov Gameobject mov eivan
TPOGOAPTNLLEVAL.

OnCollisionStay : KoaAegiton petd amd kdabe FixedUpdate, ywr xdabe
avtikeipevo mov Olatnpel emoen pe TO ovTiKEipEVo. Amouteitor To
avtikeipeva va xovv Collider oty 1epapyia Tov Gameobject mov eivon
TPOGOAPTNUEVAL.

OncollisionExit : KaAgiton petd amd kdbe FixedUpdate, otav 1o
OVTIKEILEVO YAGEL EMOQPT] He GAAO avTikeipeva. Amotteital To avTikeipeva
va €yovv Collider otnv 1epapyio tov Gameobject mov eivar mpocaptnpéva.
yield WaitForFixedUpdate : Kokeitor petd v ektéleon Tov
FixedUpdate. Mropet va ypnotpomomBei povo péca oe Coroutine.
OnDrawGizmos : Kokegitow poévo otov Editor g Unity kot
ypnowonoteiton yud visual debugging.

OnlnputXXX : KaAeitor 6tov d00el Input and mAnktpordylo, movtikt 1

gamepad.
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3.13 Anuioupyia véou Project

Q¢ éva amAd mapadetypa Asttovpyiog g unxavhg Ba onpovpyndei éva Project, pe v
éxdoomn ¢ Unity mov katackevdotnke 1o module kou Ba extvmmvel to pupvopa Hello
World, otnv Koveora amoceaipdtowons. Apywd 0o dnuovpyndet éva véo Project pe tnv
xpnon tov Unity Hub Project Manager. Otav avoifer 1o mepipdiiov tov Editor Oa
dnuovpyndei éva kawvovpylo gameobject, motmdvtag del KAk oto KeEVO mAOiolO0 TOL
mapadvpov Hierarchy kot k@vovtag KAk create empty otnv AMoto wov Oa avoiletl. Eneita
Ba 800l 10 6vopa HelloWorldGOBIJ, kévovtog 0e&l kMK 610 HOMG ONUIOLPYNUEVO
gameobject kol matwvtag Rename. v cvvéyela Bo dnpovpyndel éva koavovpylo C#
Script matmvtag oto mapabvpo Project 0e&i kik->create->C# Script ko Oa 500<i T0 Gvopa
Scr_HelloWorld. Kévovtag oimtAd apiotepd KAk méve oto Script Oa yiver exkivnon tov
Visual Studio Community yio ene&epyacio tov Script. Eviog tov mpokatackevacuévon
Function Start(), 6a mpootebel 1 ypapun kddwa : Debug.Log (“Hello World from
gameobject : “+gameobject.name); kot Oo amoBnkevtel to Script matmvrog Ctrl+S.
Emotpépovtac otov Editor, pe tnv 0AOKANP®GT TG QVTOUATNG UETAYAMDTTION TOV SCript
mov tpomonomOnke, Ba yiver tpocheom tov Script 6to HelloWorldGOBJ, cépvovtag to
script amd to mapdBvpo Tov Project 6to gameobject 6to mapdBvpo tov Hierarchy kot Oa
yivel ekkivnon tov mpoypaupatog matmvrog o kovuni Play oto mapdbvpo Game. Xto
napdOvpo amoceaipdtoong Oo epeaviotetl To unvopa @ Hello World from gameobject :

HelloWorldGOBJ.
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4 Zxedlaopog

H mapovca mroylokn pe m xpnion tov epyaieiov g Unity kot tv mpoypoppatioTikng
yAdooo C#, emdiokel v vAomoinon evog module yio to mepipdArov e Unity. O oxomdg
avtod Tov Module givar | €0KOAN Kol YPIYOpPN EVOMUATMOGT TOV G OTOL0ONTOTE TOHTOV
project, kafmg Kot 1 EVEMKTN YPNOT KOl TAPUUETPOTOINGT TOV Y10 eELNPETNOT HEYAAOV
ghpovg Asttovpylwv yopig va emiPapdvetar 1 anddoon. To TAEOVEKTIKA YOpUKTNPLOTIKA
aVTé, TPOVTOOETOLV TNV YPNOT EVVOILDV KOl TNV EQPUPLOYN TEYVIKOV Kol HefddV Tov

avapepOnKape oe TponyovUeEVa KA.
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4.1 Aiaiper kai BaoiAsue (Custom type modular design)

[Mpokewwévoyr éva  module va  ovIKOTOGTAGEL UEYOAO  €VPOC  LEUOVOUEVOV
TPOYPOUUOTIOTIKOV ADGE®V, YPEBLETON VO UTOPEL VL EVEPYOTOLEL, VO ATTEVEPYOTOLET KOl
va tpocBaparpel Aettovpyieg Kot 1O10TNTEC SLVAUIKA, OVTMG MOTE VO TPOSAPUOLETAL OTIG

avaykeg tov development kot Tov design.

Modular Programming

“High level”,
More specific,
Less stable,
“Downstream”
-

~

“Low level”,
More generic,
More stable,
“Upstream”™

Legend

Eikova 4.1 — Nopadetypa pong apBpwtou PoypaUaTOC

Avtd emtvyydveton pe TV Ypnomn g oyxednoTikng peddoov tov  apbBpwton
TPOYPUULOTIGLOV, SNAOON TNV 0ToGVUVOEST] EVOG TPOYPAUILOTOS GE LKPOTEPO OVTOVOLLOL
VIOTPOYPALLATO TTOV B EELTNPETOVY € GLVEPYAGia LETAED TOVS, TOV GKOTTO TOL APYLKOV
npoypappotoc. Kébe vronpdypappa 1 aAiidg component oto mepiBdAiov g Unity,
ebummpetel pa Aettovpyio xopic va €xel emaen He To. GAAL VTOTPOYPAULOTO GUEGO KO
avTOAAAGGEL dEdOUEVO HEGM EVOC KEVTIPLKOD VIOTPOYPELLOTOS-OLOXEIPIOTH TOV £XEL MG
oKomd TV opaAr Asttovpyia peta&d Tov ALV vorpoypappdteyv. Avtd cuUPAAAEL Yo
o000 AOYoVG:

e O mpotog lval m®G M ATAAOIPY] 1 OVOKATACKEDT EVOG VITOTPOYPAULOTOS
dev Ba mpoxaAéoel dvoAertovpyion oe OA0 T LTOAOTA, KAOMG KavEVQ
VIOTPOYPALO OEV EXEL OVOPOPE GTO VTTOAOUTOL

o O Jdedtepog AOYoc eivar OTL OomodNmOTE CAANYY OTOV TPOMO TOL

EMKOWVOVOVV TO. VIOTPOYPAUATO HeTaED Tovg Ba yivel povo péc® Tov
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VITOTPOYPAUUOTOG-OLONEPLOT]  OMOPEVYOVTAG HE OoVTOV  TOV  TPOTO

YPOVOTPIPN HE aAAAYEG GTO VTTOAOUTOL.

Ta vTOTPOYPAULATE CTUEIMTEWDV JEV £XOVV OVAPOPH 0VTE GTO LITOTPOYPALLLLO-OLOYELPLOTY|
0AAG LOVO TO aVAGTPOPO, ONANOT O dlaXEPLOTNG "aKkoVEL" OTOLONTOTE EVEPYEL YivETIL
6T VTOTPOYpPAppaTa Kot LeTaPiBdlet dedopéva LETAED aVTOV.

Znuovtiko gtvot vo avaeepOel Tog 0tav dev etvat duvatn avT 1 LOVOSPOUN ETKOVOVId,
mapodelypatog xdpn 6tav yiveton elcaymyr 0e00UEVOV amtd TO TANKTPOAOYLO, O BEATIGTOC
TPOTOG VAOTTOINGNG GTO TANIGLH TOV aPOPMOTOV TPOYPAULATICHOV, EIVaL 1 XPTON SIETAPOV,
OV TAPOAO TTOL deV KAOIGTOOV TO VILOTPHYPAULE OTOAVTO AVTOVOUO, TOV EMTPETOVY VO

Aettovpyel SLVOUIKAL.

Mtuylakn Epyacia oeh. 34



4.2 Méyiorog d1abéonuog Babuog rporrorroinong

H emdpevn oyedootikny pébodoc mov epappdletar, ivar  avénpuévn TpoToTOMTIKOTNTO
Kol apopd kKupimg to vrmompoypaupote. H avénon tov Pabuod tpomomoinong evog
TPOYPAUUOTOC GTOYEVEL OTNV EMITEALECT] OLUPOPETIKADV EVEPYELDV, LEGM TNG OALAYNG TOV
TILOV TOV TedlOV TOL TPOYPAUUOTOS 1 /Kol TV KANGY GULVOPTHCE®V GLTOV, UE
OLOPOPETIKES TIULES OTIC TOPAUETPOVG,.

Av16 TpoHTobETEL OTL TO TPOYPOLLLN aoTEAEITAL OTO £vOL GVUVOAO LEDOD®V, TV OTOi®V 01
Twég mov kobopiovv to omotédecpa, medl 1N WOPAUETPOL, EIVOL TPOTOMOUCUESG
petafAntég, mov umopovv va aArdEovv Tiun, €ite katd BoOANGCN TOVL TPOYPOUUOTIOT
(medior povo) M amd GAla mpoypdupata Tov Exovv ovaeopd coe avtd. H dounon evog
TPOYPAULOTOS KOTA VTOV TOV TPOTO, dNAdT va emADEL dStapdpov TOTOV TPOPAN LT
HEG® TPOTOTMOMGIU®V TEd®MV Kol CLUVOPTNCEWV YOplg va ypeldleTonr mEPUTEP®
amoocvvleon oe  HKPOTEPA  TPOYPAUUOTO, OVLEAVEL TNV TOAVYPNGUOTNTO  TOL
TPOYPAUUOTOC Kol omoTeAel pior EQUPETIKN TOKTIKY Y100 E0KOAN OTOGPUAUATMOOT KOt
YPNYOPOTEPT KouvoTopia, Le TV TpobmdOeon 6t dev e@aproOleTol TOPAEKTETAUEVA KOOMDC
av&dvel TapdAAnAa TV ToAvTAokOTNTA TOV. H 60071 e@approyn g ev A0Ym oYedl00TIKN
pebdoov Paciletor 6TV 1Goppomia, OVTOG MGTE VAL UNV EMWOPE TEPIGGOTEPO APVITIKA

TapoTL BTG GTNV EPAPLLOYN.

275 Change is handied without
requiring any changes to
the system

Configuration change not requiring
system restart

Configuration change requiring
system restart

Modifiability

Single file or table change requiring
build and deploy

Muitiple file or table changes
requiring build and deploy

NS

Ewkova 4.2 — Napadetypa avéopeiwonc tou modifiability
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O BaBuog tpomomoinong tov TPoypAauUpaTog TpocapudleTar Pdon KATolwy Kpitnpiwv:

v
v
v

[1660 cuyva exTLdTOL OTL TPETEL VOL YIVOUV OAAOYEG GTO TTPOYPOLLLLLOL.

e 11 féBog yivovtar avTéc ot aAlayEs.

[Tolog Ba kGver ™MV oAAayr| (TPOYPOUUOTIOTNS, OXEOIOOTNHG YPOPIKMOV,
oyedwotg level).

[T6c0 apBpmtd aventuypévo elval To TPOYPULLLLAL.

[166o ovyvd moapovcidlovtal OVTOTNTEC TPOTOMOMGIU®Y HEADV TOV
TPOYPAULOTOG,

[T660 av&dveTat 1) ETOVOYPTCILOTNTA TOV TPOTOTOMCILMOV LEADV.
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4.3 Event Oriented Programming

Ta wpoypdupata pe ypoeiko tepifailov kot cuykekpipéva o Video Games tp€yovv mavem
G€ VIILOTO TTOV EKTEAOVV YIMAOEG VTTOAOYIGLOVG TO devtepOAenTO. H yprion avtdv twv
mudtov elval amopoitntn mtpobmdhecon yio TV LAOTOINGN TOV TPOYPUUUOTIOTIKOV
Aboewv mov Ba emtTuyy VoV TOVS TPOOPILOUEVOLS GTOYOVS EVOG TETOLOVL TPOYPELULTOC.
[Tpoxeévov piot TPOYPAUUATIOTIKY] AVon vo. alomomoel pe PEATIOTO TPOTMO TOLG
dlaBéapong mopovg, dev apkeital povo oto TS Ba vAomomOel, aAld Kot oto WOTE Oar
ypnoonombel and 10 TPOYPUULO, LE OKOTO VO OTOQEVYETOL 1 OXPEICTN OTOTOAN
nopwv. To Event Oriented Programming amotelel pio avamtvélokny pébodo, démov o
€Leyy0G TG poNg Tov Tpoypappatog Kabopiletor amd v vmapén yeyovotwv. H avamtoén
TOAVTAOK®V Tpoypappdtov Katd avt v Aoywkn eéacpariler Pertiopévn anddoon,
KaOdg o1 TEPIOGOTEPEG EVEPYEIEG EKTEAOVVTOL UOVO OTAV YPELNGTOVV, EVOVIL TOV VO
EKTELOVVTOL 1] VO EAEYYOVV TTOTE TPEMEL EKTEAEGTOVV pE KGBe Tpoonédacn Tov viinatog. H
apyrtektovikn Tov Tov Event Oriented Programming Baciletat g dvo tomovg peboddwv:

e Tovug Event Handlers : onAadn tig pebddovg mov dayepilovron ta yeyovoto

Kot ekTeEA0vVTAL 6TV KLpimg akorovbia.
e Tovug Event Listeners : dniadn i neBOd0VE OV £XOVV KAVEL EYYPOAPY| GE

kdmolov Event Handler kot ektelobvtan 0tav extedestel avtog.

Eg: User
2 interaction

J’ Ee: Button trigger
Trigger Login ;

¢ Eg:

Event handler | |Private Subuogn ci

Relevant login code goes here

And the Event handler executes it

¢ End Sub

Loops over Eg: ek
Eve nt | (o]e) p Event loop g.—-——"Trigger

Event handler

Ewova 4.3 — Aldypappa Aettoupyeiag evog event
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Ot Event Handlers umopotv va déxovtol Tapanétpovg pe v tpobmodeon 6tL or Event
Listeners mov €yovv kdvet subscribe 6g avToHg d€ovTal 1610 aptpod Kot THTO TAPAUETP®YV.
Av16 emrpémel mo duvapukn Asttovpyio peta&y Event Handlers ko Listeners kafdmg ot
Handlers katd v xAnon tovg Oa mepdoovv T TWWES e TIC omoieg KANONKaY 61OV
eyyeypopupévoug Listeners. H kAnom evog Event Handler and évav Event Listener mov
KMOnke avtoépota oand dAiov Event Handler, dev amayopevetan divovtag tnv duvatdtnto
onuovpyiag pag alvcidag yeyovotwv. To Event Oriented Programming dgv mpoceépet
HOVAY 0 KOAVTEPES EMOOCELS, OALA KOl KAADTEPT SVVOALLIKY| EMKOIV@VIO LETAED XPNOTY Kot
TPOYPAUNLOTOS, KoODG emiong €xel  aviiotoyo mpotepnuato pe oV apBpwtd
TPOYPOUUOTIGHO, AOY® TG eveM&lag mposbagaipeong Listeners o Handlers, axoun kot

KOTA TNV EKTEAECT] TOV TPOYPELLUATOC.
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5 Aopun

H dopn tov module mov kotookevdomke akolovbel Tic avomtvélokés pebddovg mov
avoAVON KAV Kol ATOGKOTEL GTNV (P01 TOL G XEPIOTH YAPUAKTIPO TOALATADY YPTCEDV
To module oto peyodvtepo koppdtt amoteieiton and tpion Unity Components ypauuéva o
C#. Ta Components avtd eivar to: Scr_Sync, Scr_Physics, Scr_Mechanics. Ola ta
components éyovv w¢ Paon to class MonoBehaviour tng Unity mov divel thv duvototnto
TPocApTNONG €vOG SCript oe gameobject ka1 ovolaotiké To petatpénet oe Unity
component. T v mpocopoiovon Tmv PhysICS yPNOOTOOVVTOL GUYKEKPLUEVEG
Aerrovpyieg amd Built-In Components tg Unity, kaBdc ko pia iepapyio ard gameObjects
otV omoio glval polpocuévo avtd to components yuw Adyovg mov Ba avoivBovv
TOPOKAT®. ZVUVETMS Ta Tpiat SCripts oe cuvdvacuod pe to component rigidbody kot ta Tpia

components capsule collider oynuatiCovv to gameobject ev ovopott Character_Controller

pe v €€Ng epapyio:

-Character_Controller: Transform, Rigidbody, Scr_Sync, Scr_Physics, Scr_Mechanics
-CollisionObjs : (none)
-CharacterCollider : Capsule Collider
-WolrdCollider : Capsule Collider
-ForceFieldCollider : Capsule Collider

Eivar onpovtikd va avagepbei mog to Transform Component esivor mapdv oe kabe
gameobject ¢ epapyiog aALL ypnoiponoleite udvo TO TPMOTO, KAl TOG 1 ¥PNON TOL
gameobject CollisionObjs ypnopomoteitot povo yia grouping ympig GAAN TpaKTIKY ¥pNon.
Enriong to module cav ovtdétnta vAomoteital g T0 GHVOAO TOV TPOKATACKEVAGUEVOV KOl

un components aAld kot tov Gameobject Character_Controller pe v ev Adyo epapyia.
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5.1 Ilepapyia Gameobject

H Iepopyio mov akolovbeitaw oto. gameobjects modid tov  gameobject
Character Controller e&vmnpetel éupeca mAndopa Asrtovpyidv yie o module. To
Kevtpiko gameobject mepiéyel dha To components wov £yovv katackevaotel otnv C# poli
pe ta. components ¢ Unity Rigidbody xou Transform. Ta tpia gameobjects moudid
nepiEyovv éva. Capsule Collider to kabéva ta onoio eEvanpeTovV SLOPOPETIKOHS GKOTOVG.
To ke Capsule Collider avrketl og dopopeTikn paoko enimédov. O pdokeg avTég Eyovv
0P1oTEL VO ONUOVPYOVV ETAPES, GCVYKPOVGELS KO OVTOAAAYEG SUVALE®DV LE GUYKEKPIUEVEG

UAGKEG EVD VAL oyVOEL TIG VITOAOUTEG.
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5.2 CharacterCollider

To npmdto o€ cepd capsule avikel oo gameobject CharacterCollider kot £xet v paoxo
emmédov Character n omoia dgv kavel emapn pe timota ektdg amd meshes pe v pdoka
Force_Field. To collider Aeitovpyei xatd kopo Adyw og placeholder yio ta dAla dHo
Collider xabmg emiong cvveloeépel Eupeca oty Aettovpykotnto tov Force Field
Capsule. H avamapdaotoaon tov CharacterCollider capsule amodidet tig mpodiaypapéc tov
YOPOAKTNPO GTOV YDPO, TOV OTTOI0L Ta LEYEON VYOLS Kot TThyOLG TG KAWYOLANS UTOPOovV Vi
ypnowonombovy ¢ Oplo. ywoo TNV ONTIKOTOINGTN TOL YOPOKINPO HE TNV YPNoN

TPLGOLACTATOV KIVOOUEV®OV LOVTEAWDV.

# Scene | Bl
Shaded ~ |20 || ® |||~ |®0 |H [~ ¥ | |Gizmos | ¥ | [ Al

Ewkova 5.1 — To wireframe tn¢ kaouAag Character Collider
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5.3 WorldOnlyCollider

Emopevo collider givar to WorldOnlyCollider mov ypnowonotei v pdoxae World Only n
omoia. PAémer povo ovtikeipeva g pdokag Default. To vyog xar 10 mAdtog TOL
vroAoyiletar amd to script Scr_Physics katd tnv dnpovpyio tov script kot opiletar og éva
BeTkd T0600Td oV KaBOoPilel To TGO GYETIKG pHeYolhTEPO €lvar TO TAATOS TOV amd TO
character collider kot éva Oetikd T06006T6 OV KOBOPIleEL TO VYOG TOV OE GYEOM UE TO
character collider. To mocootiaia peyén mov pmopei va wapet o Collider mepropiCovrat wg
TPOS T0 TAATOG KaODS dev pmopel va efvol pikpdTEPO TOL UNOEVOS KOl O TPOG TO VYOG,
Kkabmg dev Tpémet va eivar To 1010 1 peyarvtepo e to character collider 616t anevepyomoiet
Aertovpyiec tv physics Adyo tng emkdivyng mov Oo mpokdyel. H Asrtovpyio tov
WorldOnlyCollider givat n dnpovpyio enap®dv Kot GLYKPOVGEDY HETAED AVTOV KOl MG ETTL
TOV TAEIGTOV GTATIKOV, AVTIKELEVOV OGS TOLYOVS, OPOPES, EQUPIKES EYKATOCTAGEL KoL

vevika colliders aming yeopetpiag.

Ewkova 5.2 — To wireframe tn¢ kapouAag World Collider pe emavénuévn
nepldpEpela Kal petwpévo LPoc oe oxéon e to Character Collider
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5.4 ForceFieldCollider

Téhog to ForceFieldCollider avikel oty pdoka Force_Field n omoia kavel emapég povo
pe v pdoka character. To vyog kot to TAGTOG TOV 0pileTan mg T0 GLVAOPOIGUA TOV VYOUG
Kot To TAdtovg Tov character collider pe pia dexadwkn| tiun, medio tng Scr_Physics. O
oKOTOG TOV &ivar va eEaleipel dSuVALELS KpOoVGNE oV TTpoépyovTal amd dAlovg Character
controllers kot avtd emtvuyydvetar mepikieiovtag tov Character Collider pe tov
Force_Field Collider omoiog Ba £xer avénuévn meprpépelo Kotd cvykekpiuévo Badud.
Yvvenmg 6vo Character Controllers pe v id1o mepipépeta otov Force Field Collider 0a
dwaoyilovtar 670 1010 onpeio, kabmg 1 paoko Force_Field dev éyel emapny pe colliders g
idag pdokag, aldd Oa otapatdel tdve otov Character Collider kot otovg 6vo controllers
avegoptNTmg Tov UETPOL OVVOUNG Kpovons. Avifétog edv €vag ek Tov 000 &gl
drapopeTikn meprpépeta otov Force_Field, avtdg pe tov peyarvtepo Babud Bo ompdyvet

TOV GAAO PE TOV LKPOTEPO YWPig va etvor duvatd To avtibeto.

e |

z ;“

<Persp

Ewova 5.3 — To wireframe tn¢ kapouAag Force Collider pe emavénuévn
nepldépela kat VP og os oxéon e to Character Collider
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5.5 C# Components

Ta tpia. Scripts mov kabopilovy T0 PEYOADTEPO HEPOG TNG GLUTEPIPOPAG Tov module
EMKOWVOVOOV HETOED TOV péowm g pebodov daipetl kot Pacileve pe to Script eyképaio
Scr_Sync oto poro tov dtwAov emkotvaviag. To Scr_Sync €yet avapopd oo dALa dVO
scripts, Scr_Physics kot Scr_Mechanics, mpokeévov va avtiel ko vo petafialet
dedopéva and kat og owtd. Ta 300 SCripts avtd Aertovpyolv TEAEIDS AV TOVOUN LLE LOVOSTKO
neplopiopd to Scr_Physics mov ypelaletan avapopd oe éva rigidbody Component wote va
glvol amotedeopatiko. Avtd mpoimobétel OTL N emkovovia pe to SCr_Sync dev gival
apeidpoun kot 1060 1 dvtAnon tov dedouéveov 060 kot 1 Taporafr] eivar dadikocieg
aVoTNPA EAEYYOUEVEG OO TO. id10. ToL SCripts. e avtd 1o onueio elvar onuUAvTiKO va
avolvOel ti kot Tog avoropPaver v dtayeiptotel To kKabe SCript kKabmg Kot v GuVEIGPOPA

TOL GTIV OAOKANP®OT Kat TNV nttvyio Tov module.

@ Inspector | ProBuilder S

ﬁ +| Character_Autonomus Static
L 4

Tag Player v | Layer Default v
Prefab Open | Select Overrides -

4

Transform

Rigidbody

Ser_Character_Syne (Script)
Ser_Character_Physics (Script)
Scr_Character_Mechanics (Script)
Scr_Testing_Ai (Script)
Ser_Visualizer (Script)

th
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+
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Add Component

Ewoéva 5.4 — Ta components oto main gameobject
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5.6 Scr_Physics

To Scr_Physics &yet to poAO TOL SLOYEPIOTH TOV PLOIKMDY KAVOVOV TOV LITAYETOL O
YEPLOTNG YopaKTAPa. AVTO onuaivel 0Tt 1 Aettovpyio Tov PacileTon TAVM GTNV GLVEYN Kot
aO10KOT YPNON VIETEPUIVIGTIKOV HeBOO®V, TOL LITOAOYILOVV TNV ETOUEVT] KATACTOGT TOV
yopoakpa otov ydpo. H Aoy avtn tpoimobétetl 6Tt kovévag eEmTEPIKOG TOPAYOVTOG
dev Ba pumopei va kakel avtég Tig nebddovg 1 vo aAAGCEL ToL AmOTEAECUATA TOVG AUEGH GAAM
uoévo va to petafarel pécm tov dbecsipmv dnpociov medimv mpog tpomomoinor. Ot
€G0S0t oL VITOAOYILOVV AVTA TA ATOTEAEGLOTA, AVTAOVV Ta. OEdOpEVA TTPOC enelepyacia,
and ta Sbécyong “actntipes” tprodidotatov ydpov Tov Mmodule. Ot eOnpeg avtol
dnuovpyovvral and to SCript fdomn twv Tpodiaypapnv Tomv tpuwv colliders, Tovg omoiovg
a&lomolovv LOVO Y1 TOV TPOGOOPIGUE TG BECTG TOVS GTOV YDPO KOl VTOAOYIGUO ETAPDV
Kot ovykpovoewv. Oleg ot GAAeg Aettovpyiec TtV awcOntpov vVAOTOWVHVTOL Kot
ypnopomotovvral and to idto to Script. To Scr_Physics anotelel Ty omovovAkn oThAn
tov module kaBdg ELEYYEL TO O GNUAVTIKO KOUWUATL THG CUUTEPLPOPES TOV KOl GUVETMDG
TO O TWOAVTAOKO KOl OTOUTNTIKO GE TOPOLG AOY® TNG TOV TOAOTAOK®V HaONUOTIKOV
VIOAOYIGUMV Kal TNG avaykng va ekteleitar og kdOs physics frame. Qg mpog tov Paduod
Tpomonoinong, dtvetar M duvaTOTNTO EVEPYOTMOINONG KOL OMEVEPYOTOINONG EKTEAEGNC

opopEVAOV HeBOSV Kot 1) LETAPOAT] GUVTEAEGTAOV Y10 SIUPOPETIKT] GUUTEPLPOPUL.
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5.7 Scr_Mechanics

To Scr_Mechanics dwayepileton mowkileg 1316t teg tov Character_Controller. H doun tov
KOTOOKELAGTNKE £TG1 MOTE Vo VTOGTNPILEL A1TOVPYieg OV €lval O KOVIA GTNV AOYIKN
TOV TOLYVIO00 TP TOV TEXVIKOV Acttovpyldv tov. [lapadeiypoatog yapn opilel moceg
QOpEC pmopel va, kKdvel GApo 0 YopaKTPAG GTOV 0€pa 1 TGO Yp1yopa pUropel va TpéEet
aALG Oev exteAel awTtég Tig evépyetes. H Asttovpykdtntd tov Pacileton kotd koplo Adyo
oe medlo kol peBodoove EMOTPOPNG TWH®V, 0EOTOIOVTNG ToPIAANAa  neBOd0VG
enelepyaciog dedouévav o1 omoiec ekteAovVTOL LOVO KoTd {Tnon 1 Katd TV TupodoTnon
KATO10V YEYOVOTOG 6TO 0Toio £lvat cuvoedepévol. Etvatl onpavtikd va mpoctedel mwg to ev
MOy script givar amoxieiotikd event oriented kot kdvel exteTopuévn yprion tov delegates
TPOKEWEVOD Vo, vTooTtnpi&etl amodotikd To module kat va givot o vKoAo TPOTOTOGILO
7 Ko avtikataotdaoto. H doun avutr akolovbeitat yia tov Adyo 6t Scr_Mechanics, kabag
amotelel TOV OLOYEPLOTN NG EVPVTEPNG £VVOLUG TOL YOPUKTNPO KOl TNG AOYIKNG TOV
oy VooV, emekteiveTon kot €@ amd tov okomd tov module, kabdg dwayepiletar Ko
eneEepydletor OEOOUEVO KOl KATOOTACELS, EUUECOH oLVOEdEUEVA 1 Kol GOYETA UE TOV
YEPLOTN APOKTNPA. ZVVETADC, N Lovo katd {rjtnom pebodoroyio vAomoinomng tov aueca
GUVOESEUEVDV AELTOVPYIDV, LEUDBVOLV TNV TOADTAOKOTNTO KOl BEATIOVOLV TNV GLVOYN TOL

module, yopic va ydvel Ty avtovopio Tov to SCript.
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5.8 Scr_Sync

To Scr_Sync sumepiéyel tov kddwka emkowvmviog peta&d tov scripts tov module kot
eEmtepikdv mapayoviov pe to module. H doun tov cvykekpiuévou script mepilapfavet
o000 Paocikovg kovoves. O mpmdTog eivar 0Tl dgv pumopel va mepiéyet Kavévo medio, ONUOcLo
N 1010TIKO, KabdS 0 6komdg ToV givor va petafipalet dedopéva peta&h tmv SCripts kot oyt
va amofnkevel TIWES avtdv pe omolovonmote tpomo. H pebodoroyio avty vrootnpiletan
amd 10 YEYOVOG OTL TO €V AOY® SCript amotelel 1o TeEAgvTAiO YpOvall TG OLOANG Agttovpyiog
tov module kabmg vAomoiel TNV Aoyikn mov B vTooTnPi&el, OGOV TO SLVATO TEPIGGOTEPO,
ATOKEVTPMGT AEITOLPYLDV amd EvoL KEVTPIKO SCript kot kabiotd to kibe cuvdedepévo script
aVTOVOUO GTO TTEdI0 TOV OVAAUUPAVEL VO KOADYEL, TOpayovToc TapdAAnia To eTBLUNTO
QMOTEAECUO, LEG® U] OVOPOPOTOUEVIS cuvepyaciag pe ta vrolowta. O tpdmog mov
emuyydvetar avtd sivar 1 avartvélokny pébodog event oriented programming mov
avoAbOnke, kabmg Olo Ta Cross communication peta&d Twv Scripts amotedovve events o
omoia 0 SCr_Sync ocvvdéel peta&d toug. O debtepog kavdvog mpoimobétel Tmg dhec ot
emkowvovieg pe eEmtepkd Script, sloepydueves Kot eEepYOUEVES, EMITLYYOVOVIOL HLECH
demapmv. Mg tov Tpomo awtd amlovotedetal 1) dladikaoio (e TV omoio Eva SCript ektog
tov module kdver tpomomoinon ce aLTO Kol eAEyxeTol o TL Pobud pmopei va to
TPOTOTOMGEL YWpig va yperaletar va &gl avapopd oto kabs Component mov Bélel va
KOVEL OAAOYT). ZUUTEPAGHATIKAE, eivor onuavTikd emonpaviel mmg ot kAoelg peBodmv mov
yivovtar 6to Scr_Sync givan amokAgioticd o viomompéva interfaces mov éyet, Kabdg OAeg
ot GAleg péBodot amoterohve events mov apopovv To. LITdAouTa SCripts kot to Scr_Sync

Kavel povo v ovvdeon peta&o Handlers kax Listeners avtov.
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5.9 Karnyopiomroinon SOUIKWVY UEAWV
Ta&vopmvtag To dopkd PépPn mTov avarvdnkav tpokvtovy ot e€Ng €& Katnyopieg:
» Ot ovtotnteg g oknvnc: dnAadn to Kupimg gameobject prefab kot 1
epapyio omd gameobjects moudid tov.
» Ot ovtomnteg emefepyooiog kot amobrkevong oedouévov: dniadn To
components tov kdOe gameobject.
» O dwyepiotng Twv physics: dnAadn to script component Scr_Physics.
» O dwyepotng tov Game Logic 1 Game Mechanics: dniadn to Script
Component Scr_Mechanics
» O ovvoempog OAwv TV components kot dioawdo emkowvmviag GAAmV
ovtottoVv pue to module: dniadn to dniadn to Script Component Scr_Sync
» O eotepcoi mapdyovtec: dmhadn SCripts mov €yovv avaeopd o©To
Scr_Sync 1§ Components mov oAAGCOUV KOTOGTAGES 1) TLPOSOTOLV

yeyovota Tov module.
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6 AgiToupyIKOTNTA

Q¢ yeplotg yapakmmpa oty aviamtuén video moryvididv, opiletor To Kopudtt | To
KOUPATIOL KOOIKO vrevBuva yioo TV HETAPAOT TOL YOPOKINPO GTOV TPIOOIICTATO 1)
O160140TOTO YMPO Kol TNV CAANAETIOPACY] TOV, KOTA TIC HETARACGES QVTEG, HE GAAOLG
YopokTpeg Kot ovtotnteg. OvolaoTIKE, TO KOUUATL 1| KOUUATIO avTd Kabopilovv Toug
"PLG1KOVG VOUOVS" KAT® omd TovG 0moiovg vrTdyetat o0 yopaktpas. Molovott 1 ev Adyw
opoioyia dev yivetar amdAVTO GOENG OVOROTIKG, AdYyo TG evong twv Video games vo
TPOGOLOIOVOLY  TOVC  QUOIKOVS  VOUOVLS  KOTO  €MAOYN  OVTIPEOAMOTIKG, OF
TPOYPAULOTIOTIKO emtinedo kabopiletal og aképato Pabud g Tpog Tov TPOTO dOUNONG Kot
Aettovpyiog g, Paon tov embountov arotedecudtov. Eivor onpoavtikd va avoeepbet
TG TO GLVOETIKA TOV OPOVL VILAPYOVV EMIONG WG OPOAOYIES LE SIKT| TOLG CTUAGIN TOV
GLVOEETOL QUEGO LLE TOV YXEPLOTN YopakTpa. O YEPIGTAG, OE TPOYPALUUATICTIKO EMIMEOO
elvat oxeddv mAvTo avoTOoTAGTO KOUUATL TOV YEPLOTH YAPOKTNPO KOl TPOsdopilel Tmg
Kol o€ TL PaOpo EAEYYETOL O YOPAKTIPOG OTO TOV TTAIKTT, EVED O YOPUKTIPOG TOPATEUTEL GE
avBaipetn évvoln mov Ge MPOYPAUUATIOTIKO eminedo opileTol PLOVO OVOUATIKA KOOMG
YPNOOTOLEITOL UOVO Y10 TOVTOTOINGT 1) OL0POPOTOINGT UNYAVIGUDV CYETIKOV LE TOV
YEPLOTN YOPOKTAPA KOl GAL®Y OVIOTHTOV. ZUVETMS, AAUPAVOVTOG LITOYN TOVG €V AOY®
OPIGHOVG KOl TIG 1O10TNTEG TOVG, 1 KOTOOKELY €VOG YXEPLOTH YOPOUKTPO TOAAATADV
YPNCEDV GTOYEVEL VO TPOGPEPEL TPOYPOULLLATIGTIKT AVOT| Y10 LEYAAO EVPOG TOLYVIOIDV LIE
SLPOPETIKOVG YOPAKTPES KO PVGIKOVG KOvOveS kaBmg emiong Kot Tpocapuocipo Badud

eAEYYOL YO TOV TTOTKTT).
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6.1 2Zuornua avaBsong TpiodiacTarwyv mpodiaypapwyv

H avabeon tov tprodidotatev opiov tov controller 1 pe dAlo Adywo tov peyéboug tov,
armoteAel pio Suvopkn dadkosio Tov e£aptdtal amd TPELS OMOAVTEG OEKUIIKES TILES Kot
000 mocootoieg TIWEG mov e€aptdvtal auesa amd Tig amoilvteg Tipéc. Ot pébodor mov
Swyerpifovtan T1g avabéoelg mokilovv avdioya pe TG LETOPANTEG TOL AALALOVY, UE TTOo
onuavtikn pébodo AddTo_CharacterCollider_Ratio() n onoia av&davetl 1§ peidvel kotd évo
10600Td TNV avaroyio Dyovug kot mhdtovg tov Character Collider. Kéfe pébodoc mov
TPOTOTOLEL TIC OMOAVTEG 1| TOGOGTIOIES TIUES TPEYEL OTO TEAOG TNG EKTEAEONG TNG, TNV
uébodo Adjust_Adjustible_Variables(). H péfodoc avtn ektdg and to 611 epapuolel Tig
aAlayéc Tov petaPAntov ota avtiotoyo colliders, gpovrilel va mpocappootodv OreG ot

eaptodpevec amo ta collider Aertovpyieg, otig Kovobpyleg TIEC.
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6.2 Tpidiaviouarikn Taxurnra

To cvotnpa petafoing g tayvtrag tov Character Controller facileton méve oe tpia
dwvoopata, to move velocity, to force velocity kat o inertia_velocity. e kd0e physics
frame 10 velocity tov rigidbody g emduevng katdotoong vmoroyiletar ®G TO
cuvabpotloua Tov POV davuoudtov. To kabe dtbvuopo amotelel €va O1OTIKO TTedio
tomov Vectror3 mov omobnkevel 10 amotédecpo emeEepyaciog HOG 1| TEPICCOTEP®V
pefddov ko e€ummpetel Evav CLYKEKPIUEVO TOUER TNG OKOAOLOING VTOAOYIGUOD TV

physics tov Character Controller.

polty -l

el ;- 2 e

Eikova 6.1 — To Stavuopa ForceVel (umAe) kat to Stavuopa MoveVel
(mpaowvo) ouvaBpoilovtal kat ekxwpouvtal oto rigidbody.velocity (kokkivo)
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6.3 move_velocity

To medio odbvoopo move velocity omobnieder v toydtnta  Kivnong  Tov
Character Controller kot cvykekpiéva v kivnon mov TPokLATEL Ard TOV 1010 TOV
Character Controller. Me mowo anAid Adya, eneEepydletan to mov mpoonadet va kivnbel o
idtog o Character Controller ack®mvtog povog tov v 6Ovaun odnong. H Evépysia
TpayHOTOTolEiTOL EMETO amd €vToAr] tov Scr Sync otov omoio €xet doBel evtoAn amd
Kkdmolo eEmtepkd Script Input Handler 1 AL H petafoir| tov dwavicpatog dev yivetan pe
avéBeon Twng oto 1010 10 medlo oAAGA péow TOL  deLTEPELOV  SLAVOGLOTOC,
target move velocity, 6to omoio o Scr_Sync avafétel v emibBount katevBvvon Kot
tayvta kivinong kot 1o Scr Physics emiyepel va kdéver 1coPabuncet to medio
move_velocity petakwvovtag 1o, mpog to embountd ddvoopa, pe otabepd Priua
petafoinc. To Prpo petafoing amotelel onpocto medio kol OVOTAPIGTE TOGOCTO

petafoing oe ke frame.

ot -]

el &~ 2| »

Ewkova 6.2 — To Stavuopa TargetMoveVel (dompo) kat to Stavuopa MoveVel
(mpaowvo) oto mpwto physics frame petd tnv tpomormnoinon tou MoveVel
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Ewkova 6.3 — To Siavuopa TargetMoveVel (dompo) kat to Stavuopa MoveVel
(mpaowo) oto elkootd meumnto physics frame YeTd TNV TpOMoOnNoinon Tou
MoveVel

H oavabeon tov target move velocity pmopel vo yiver pe dvo pebddovg, v
Set Target Move Velocity kot tnv Set Target Move Velocity Relative. H mpmt
pébodog avabétel tipég péow Vo oplopdtov, Tov new t dir oto omoio déxetar €va
OLIVLGLLO, KOL TOV NEW_Mmag GTO OTOL0 OEYXETOL TO UNKOG 1) GTNV GLYKEKPLUEVN TTEPITTMOON
v taydmra. O Adyog mov déxetal To Ovuoua YOPLOTE HE TO PNKOG givor OTL M
ouvapTNon O€xeTol OmMOAVTEG TIUES KOTEVOVVONG KOl TIC UETATPEMEL GE CYETIKEG UE TNV
katevBovvon Kot Tov mpocavatoiopd tov Character Controller. uvend¢ to didvoopa
TPENEL Vo TPAOTA VoL yivel normalize ko petd va avaxkotevdovlel. Avtd elvan avaykaio
AOY® ™G TOADTAOKNG HobNUoTik)G dadtkaciog avakoatevbuveng, n omoia emnpedleton
amd 10 UNKog Otav dev eivan povadiaio. To pnkog morlamlocidleton €meita pe To
avakateLhLVOLEVO dldvuopa Kot TpokOTTeL I emtBount) tayvtnta. H devtepn pébodog
akolovBel v 101 dradikacio, pe v povn daopd OtL déxeTor dAla dVvo povadiaio
dlavidopata To omoia xpnotpomotel Yo va kavetl avakatevduvor). Ta dtavoopota avtd ivol
TO TAV® KOl TO UTPOoTd, Kol pEcw G pabnpatikng e&icwong 1o Cross Product, Byaivet
10 ddvocpa de€d N aplotepd 10 omoio ypetdletor Yo va yiver 1 avokatevBovvon. To
move_velocity uropet va Aapet embBountég Tipés péow tov target move velocity ywpig va

pecolafnoet kamotwo sanity check evdiqueca. Otav kdmolon puébodog g axorovdiog
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ypedletan va tpotomomcel 1o move velocity akolovBel tnv 1d1a Aoyikn. Aedopévov 0t
uéBodog Tponyeitar TOV VLOAOYICHOV TNG TUNG ToL move velocity Ta amotelécpata Oa

€QOPLOGTOVV oTO 1010 frame.

6.4 force_velocity

To medio Svvoua force velocity amobnieder to ddvocpo OAOV TOV 0GKOOUEVOV
dvvapewv otov Character Controller, eEaipovpévov g Katd emAoyv Kivnong Kot g
adpdvelng. To dStdvoouo petafdiel v Tun tov, &ite pe avdbeon N pe wpdcobeon
dlovocpatog 6to 1010, HEcm ¢ cuvdptnong Apply Force Vector mov kaAvmtetl Kot Tig
00 TEPWMTMOELS UE TNV TPOALPETIKN ¥pNon TS mapapétpov willOveride. O vwoAoylopog
NG TIUNG TOL dvucpatog o€ Kabe frame mpokdmtel LEG® TG XPNONG EVOS dELTEPELMOV
dwvocpatog to omoio ovopdleton constant Force kot amofniedet Tic 6tabepég duvapelg
mov aokovvtar otov Character Controller, moapadeiypotoc yapn, ™ Poapdtmra. O
VTOAOYIoUOG YiveTaL e Tov 1010 akplBdg TpoTo Tov yiveton petald tov move Velocity ko
Tov target move_velocity pe v povn dtapopd 6t To Pripa ovarapnoTd 0Kk Kot Oyl
1060010. Otav ot10 Ccontroller dev aokeitoar Kamoww otabepd SVvaun, ONAadH TO
constant Force force givau 0, 10te force velocity kiveitot pe otabepd fripa mpog to Unodév.
Emopévmg n tyun tov fHotog TposoUoIdVEL TV EMLTAYLVOT 1) ETPPASVVOT TOV OLVAUE®Y
OV OCKOVVTOL KOl HE TNV duvatOTNTa Vo 0ALALEL TIHEG KATO TNV EKTEAEST), UmOpEl va
TPOCOUOIDGEL JPOPETIKEG CLVONKEG OM®G TPIPN €3GAPOVS, OVTIOTOCT TOL 0£Pal,
emrdyvvon g Papdtrog K.T.A. Xnueiwtémv, o constant Force pmopel va AdPet tyuég
emiong, dedopévou ot o callback yiveton emavorapPavopeva evidg tov physics frame 616t

1o constant_Force undevileton oe Ka0e emavainym.
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6.5 inertia_velocity

To inertia Velocity amobnkevel 1o didvooua g adpdverog tov Character Controller
onAadn v dvvaun mov ackeitor 6tav o controller amotelel pépog pag GAANG KivoupeVNS
ovtomrog. 'Eva amho mapdderypo g xpriong inertia_Velocity eivat o Character_Controller
va Bpioketan emPATNG 6€ KATOL0 O OT®G Eva TPEVO 1 Eva eElkdmTePO. O VITOAOYIoUOG
NG SUVOUNG €ival S10PopeTIKOC omd T AL 6VO S1oVOGLATO KOL TTPOKDITEL LE TV YPNON
onuovpyiog Kot LeETOPOpag KAnpovopkotnTag gameobject otn oknvn. Otav pio oviotta
{nmoet péow tov Scr Sync va yiver o Character Controller petagepduevo copo ond
LTV TV ovtdtnta, To Scr_Physics dnuovpyet éva kotvovpylo ddeto gameobject wg wondi
tov Character Controller, kot Tov avabEtel, pe GYETIKEG GUVTETOYUEVES TNV TIUN UNOEV.
‘Emterta petapépet v kAnpovoukdtra tov doglov gameobject 6Ty oviOTnTo TOV EKAVE
10 request ympic vo aAAAEEL TIG GuVTETAYUEVES TOV. ME TNV Kivnon T ovtoTnToS TOPA, TO
dog10 gameobject Oa petaxivnBel pali tov. To didvocpa g andotaong Leta&d e 0éong
onuovpyiag ko tng emoduevng Béong Oa avotebei oto inertia Velocity, petd omd
TPOCAPLLOYT UKOVS OG TTPOG TNV LOVAdL LETPTONG AmOoTOCNG G€ physics scale Tov project

OV TTPOKLITEL 0d TO ddvucpa o1d to Fixed Timestep.

I
€l 2 » ;

&

(7 inertia_paint

P Character_Autonomus

Ewkova 6.4 — To Stavuopa InertiaVel emnpealetal ano tnv neplotpePopevn paumna
SNULOLPYWVTOC KEVTPOUOAO TaXUTNTA.
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H emavaonuiovpyio tov aviikeiévon dev givor amapoaitnm oe kdbe frame, povo m
petapopd tov 1 onoia yivetar oto PostFixedUpdate dnAaodn poAig oAokAnpwbei to physics
frame ywo amoevyn Aabodv. H katactpoen tov yivetar pe to mépag g dwdwkaciog. H
gvepyomoinon M amevepyomoinon &vog TETOOL yeYovotog, OomAadn M onpovpyia
SoVOGLOTOG dPAVELOS OTO EEVO KIVOOLLEVO OO, UTopel va yiver kot amd to Scr Physics
avtdvopo, OpkKel vo VEAPXEL TN OvVOQEOPA OtV ovtoéTNTO KOl 1) AOYIK)

EUTAOKNG/OMEUTAOKNC.
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6.6 OnFixedUpdateEnd

H petoforr tov dwovocpdtov dvvdpemv kobmng kot GAAeg Aettovpyleg amotelohv
dladIKaGieg TOV TAPAYOLV £PY0, XOPIS Vo AapBdvouy Ta duesa amoTeAEGHATO Y0 EAEYYO
gyKvpotTog ovT®V. AvTto svppaivel 016t to feedback amd Tovg drabécipovg GEveopeg Tov
ADPOL OEV TOPEYEL TO. ATOTELECUATO GTOV YPOVO TOL YpeLdlovTtal yio va. yivouv €Aeyyot
gykvpdTTac. Avto givar Evag meploptopds amd to physics engine g Unity to omoio dev
emurpénel va yivouv collision checks 1 GAAeg oyetikég pe ta physics evépyeieg éEm and to
physics frame. Molovott dOvavtar vo kaboptotel 11 6€1pd mov pmropodv va yivouv o
yeyovota tov physics, dev dvvavtat va yivouv eknpdbeopa kdmowwv hardcoded yeyovotwv
omwc ot adyopiBuot collision check tng Unity kot 1 dodikacioo aAlayng tng Béong tov
rigidbody tov gameobjects. Mio gvoiduecn ADON TPOCPEPETOL WE TNV YPNOT TOV
coroutines tng C# mov emtpénovy va tpeEet €va VLo G€ GLYKEKPLILEVO ¥povo. Me v
pébodo OnFixedUpdateEnd thmov emotpoenig Coroutine kot v £vioAn yield return new
WaitForFixedUpdate() exteAeitan éva KOpUATL KOSIKO QUECOS LETE TO TELOG TOoV physics
frame kot apéowc mpw to kovovikd frames. ITopdtt dev avalpovdvtol ot TponyodUEVOL
TEPLOPIGHOL He avThv TV 1EB0d0, yiveTar duvatdg o ELeYXOGC TV AUECHOV ATOTELECUATMV
tov physics frame kot d10pHdGEIS TV GLVTEAEGTOV VITOAOYIGLOV. Mia péBodog 016pBmaong
ov tpé€xel péoa omv OnFixedUpdateEnd eivar Vector Correction Sequence 1} omoio
eLéyyxel To dBpotopa kot TNV Katehlvuvon TOV UNKOV TV TPUOV OAVUGUAT®V SVVAULE®V UE
T0 TPOYUATIKO dtdvocpa kivnong kot tpocapprdletl ta tpio SOVOGUATO GTIG AVTIGTOLYESG

AOYIKES TIEG av aviyveuTel peydAn andkiion
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6.7 lNponyuévo ocuoTnua KArsubuvong Kal TpooavaroAicuou

Ytov controller, To &idvvopa Béong onAadn 1 katebBvven Tov, Kot TO SEVLGHO
TEPIGTPOPNG, ONANON O TPOCAVATOMOUOG TOV, €lval Ogdopéva Tov  eAEYYOVTOL
amoxkielotikd and to Scr Physics. To Scr_Physics dwoyepiletot to didvuoua TeploTpoeng
éupeca pe v ypnon tpredidotatov davdcpotog Euler avti yio to Default tetpadidotato
Quaternion tg Unity. To yeyovog avtd emtpémel pio Mo €OVKOAN KATOVONGN TOL
TPOGOVOUTOAGLOD TOV OVOGHOTOS OO TOV TPOYPOUUATIOT] KOl TNV OTOPLYN TOV
Tpryovouetpikov tpoPinuatog Gimbal Lock. To didvuoua meptotpoeng e€aptdton amd
ovo medio mov dev aAANAoemdpovv peTaEh TOvg, OAAG €ELTNPETOVV  SLOPOPETIKES
Aertovpyiec. To mpdto medio ovopdletar Eul Rot kou amoterel v vonm xotevbuvon
mpocavatoAcsoV tov controller. Nont yapaktmpileton 616t dev ennpedlel TporyloTikd
10 transform.rotation aAAQ Aettovpyel axpifdg pe Tov 1010 tpdmo. Avtd yiveton yror dVO
Adyoug :
o O mpidtog eivan mwg, kKabmg o controller sivar cuppeTpkdg wg Tpog tov Y,
dev ypeldleTol va TEPIOTPEPETOL TPOUYUATIKE OAAG LLOVAYa VO Elval YV®OGTO
TO TTOL “PAETEL” DOTE VO EKTEAOVVTOL Ol GYETIKEG AELTOVPYIEG AVTIOTOYN LLE
avTd, OTG Kivomn KoL 0 TPOGUVATOAGLOG TG KAUEPOS OTav Ppioketan o€
TPOOTTIKT] TPMTOL KOl TPITOV TPOGHOTOV.
e O devtepog givar, Mydtepo amontnTikol VToAoylopol Twv physics Kabng ot
petaforéc ota physics WG TPOG TNV TEPICTPOPY| EIVAL O OTOLTNTIKOL Od

T1¢ petafolrég g Béong

To devtepo medio ovopaleton frGravity Direction ko delyver tv embopnt) Katevbovon
¢ Papdmrag. Atdvoopo avtd, €KTOG amd T0 0Tl eEumNpeTel TOV EMOVOLOLOUEVO OKOTTO
tov, kafopilet emiong kot 10 TpocavatoMoud tov controller otov ydpo. O vTOAOYIGUOG
avtog yivetan péow g pebodov Orientation Ctrl(), n omoia opilel To dbvooua UP tov
Transform tov controller, ®w¢ 10 avtiotpopo tov dSavvcpotog frGravity Direction,
neplotpépovtag £tol tov Controller, dote 1 kotevbvvon tov TPog Ta EMAved va givan
avtipponn pe Vv katevBovon g Papdttdg Tov. To PNKog Tov SVOGUATOS OEV £XEL

emidopaon.
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Ewkova 6.5 — To Staonua GravityDir (mpdotvo) kat to dtaviopa LookRot (kuavo) pe
default tiun oto GravityDir (0, -1, 0)

Feedspect = Scale @ I Maimize OnPlay_Mute Audo Stas Gizros | -

Ewkova 6.6 — To Staonpa GravityDir (mpaotvo) kat to dtaviopa LookRot (kuavo) pe
KavoupLa T oto GravityDir (-1, 0, 0)
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6.8 Check Casting

check casting ovoudletor T0 GOVOAO AEITOVPYIOV TOL YPNGUWOTOODV EVTOAEC TNG
B1PA10ON KNG Physics. X Cast. Ot evTOAEG 0VTEG TOPEXOVY OLVATOTITES YMPIKOV EAEYYOL TOV
TpLodtdotatoL Ywpov. H Aoywm tovg Baciletal, otnv onpovpyio €VOC CAOUATOG TO 0010
Kveiton Tpog pio GuYKEKPIUEVT KaTeOBVVOT Kot amdoTasT, Kol TPOoGTadEl vo cuYKpoLoTEl
pe colliders mov Ba Bpet 610 TEPAGLA TOV, EMGTPEPOVTOS TO TPDOTO TOL Oa Ppet. Avaroya
LE To €100G TOV Casting, YPNCUYLOTOLEITOL SLOPOPETIKO GYLLOL LLE TOV TEPLOPICUO OTL TPEMEL
va givon éva omd ta primitive oynpato e Unity. 'Eva emimAéwv yopaktnplotikd ivor mmg
dtvetan n duvatdTTa va dtavhcel OAN v amdotaon kot va emiotpéyel Oha T Colliders
GTO TEPOCUA TOL O€ TIVOKM, LE TOV TEPLOPICUO OTL dgv Ba elvarl pe v cgpd mov to
cuvavinoe otov mivaka emiotpons. OAeg ot Physics. XCast, aveEdpnta and 1o mov Ha
KAnBovv, Eextvolv kat tedeudvouy evidg evog FixedUpdate loop.
210 Module g epyaciog yivetat katd kOpro Adyo 1 xprion tov physics.raycast mov tpafdet
plo evBeia ypopuun mpog pio kKatevBovorn kot to physics.spherecast mov ekméumel pio
copaipa mpog pia katevbuvon. H mo Pacikn Aettovpyio mov emiteleiton pe TV EVIOAN
physics.spherecast, eivar To Ground Checking, oniadn o €ieyxoc g Vmaping N un
€06povg KhT® amd Tov Yapoktpa. H dadikacio eAéyyov yiveton :
e Jdivovtag v Béon mov Eekvdier n opaipa yia va KivnOel, g 10 KEVTIPO TOL
World Collider mpocavénuévo wg mpog tov Y katd £va 1060010,
o NV mEPPEPELd TG, wg TV Tteprpépeta tov World Collider peiwpévn xotd
£v0, T0600TO0,
e v katevBuvon g, o¢ Vv KatevBvvon g Papvtnrag tov Controller,
e TV amdctacn mov Ha davvcel, o¢ To emBountd Prpo Tov pmopet va
katéPel mpv evepyomomBei n Aoy ¢ PapdtnTog

e Kot TéAOG TNV pdoka mov umopel va kavel erapn pe aiia Colliders
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Edv o¢ omoladnmote mepintmon 0ev eMGTPEYEL KATL GLVAPTNON, ONAadT| To out RaycastHit
info etvon null, t6te evepyomoteiton avtdpata n Aoykn g Papvtnroc. EwddAlmg, énetta
amd EAEYYO €YKLPOTNTOG TOV OVTIKEWEVOL £0AQOVG, 1 HETAPANTH OV TTPocsdlopilel TNV

Katdotaon edaikn exaenc tov controller, Is_Grounder, aAldlel o€ true.

Ewova 6.7 — H Béon €vapéng tou casting (KOKKLVO) Kat oL TeAlkEG B€oeLg mou Ba
€KAEEEL OTO MEPAOUA TOU (UTTAE)

Me v 0w Aoy Aertovpyel to Top Checking 1o omofo amoititon Adyo g
Watepotntag vo cuwpeitor o Controller dote va emtvyydvetar cootd to Step Offset. Av
AVIYVEVLTEL GO GE AmOGTOOT 16N UE TNV amdoTac Tov pmopel va dtavooel to Ground
Check, onAadn v amdéotaon PRUATOS TPOG TO KATM, TOTE GVTOUAT®G TO VYOS TOL
WorldCollider yivetat ico pe to Oyog 1o CharaterCollider, arotpémovtog oty mopeia pia

acvvnOoTn dctavpwon petald controller Kot aviikelpévov.
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Ewkova 6.8 — To uog tou world collider mpwv to top check eniotpéPet true

Ewoéva 6.9 —To uPog tou world collider petd to top check emiotpéPel true
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6.9 Step Offset Logic

H Aertovpyia Step Offset avagpépetal otny te)vnT) aAloyr g 0€omg vyoug tov controller,
onAadn v aArayn g TG tov GEova Y, o€ GYETIKEG cvvteTayuéveg pe to dw. H
Aertovpyia mov emttedet, efvan 1 opoAn petdfaom oe ynidtepo 1 YaunAotepo enimedo ywpig
va emdpdte 10 cLVoAkd velocity Tov cuoTyuaTog Kiviiong Tov Contoller kot cuykekpuEva
to move velocity. H Aoywum tov Step Offset eivar va aAralet pe axapiaio dovaun v 0éon
tov Controller péow tov dwavocpatog inertia_velocity, mpog to mhve OTOV OviyveLTEL
dwpopd vyoug pikpdTEPN ™S dapopdg Kyovg tov Character Collider kot tov World
Collider, anotpénovtag £tot pio mbav) cOyKpovon pe To £50Ppog Kot aAloyn TG TaOTNTG
kivnong. Me tov 1510 Tpomo, kot povo 6tav to Is. Grounded givan on true, Aettovpyei mpog
TOL KATO OTOV OVIYVEVETOL S1APOPA LeYaAVTEPT TG dlapopds Vyous Tov Character Collider
kot tov World Collider, amogebdyovtag v AoKont ekTéAeot Tov davoucpatog Bapdtntog
Kot dtnpavtog v katdotaon Is Grounder oe true, 6101t éxel emainBevtel 1 VIOPEN

€0apovg ek tov mpotépwv omd to Ground Check. To Step Offset Tpéyel péoa otov Check

Casting k®otKa apécmg petd v eraindevon tov Is Grounded.

Ewkova 6.10 — To Stavuopua inertiaVel «ektivadooel» yla éva physics frame tov controller,
dépvovtag Tov oTo U oG Tou EMTESOU TTOU UTIOAOYLOTLKE arod to StepOffset
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6.10 Action Events kai Action Listeners (Internal Communication
Logic)
Onwg avaeépinke 6e TponyoOUEVN EVOTNTO, TPOKELLEVOD VO, ETIKOIVOVIGOLY Ta SCrpPtS
Scr Physics kot Scr Mechanics peta&d tovg yopig va Exovv avagopd 1o £vo 6To dAAO,
amaiteital n vAoroinon dnuocimwv event handlers kat event listeners to omoia, To Scr_ Sync
Katd v évapén g Asttovpyiog Tov Ba avtiotolyicel. Ta events avtd vVAOTOOVVTOL pE
™mv xpnon 6vo mpo Kortookevoouévov delegate g C#, To System.Action Kot to
System.Func. Kot ta 800 delegates Aettovpyodv pe tov id1o tpomo, pe v puovn dopopd,
0Tt t0 System.Func emotpéeel T amd TIG MEPLEYOUEVES GLVAPTIGEIS. LVVERTNDGS, TO
System.Action ypnGLoTOIEITOL Y0 VO TUPOJOTNOEL 1] VO GTEILEL TIHEG o8 PEBOOOVE AWV
Scripts, evdd to System.Func ypnoiponoteiton yio vo mapet Tipég omd pebddovg dArmv
Scripts. [Tpoxeipévoo va dratnpnOei n avtovopia TV Scripts Kot v amo@evydovv T errors,
anoteiton o System.Func delegates mov viomoodvrar, va emiotpépovy po Default tipn
og mepintwon mwov givar null. ‘Eva mapddetypa g xpnong tov System.Action, yio yprion
uebddwv  tov  Scr Physics amd to  Scr Mechanics, ¢€ivar 10  Delegate
ActionDelegate On_Found Ground Gobj mov mapéyetar amnd to Scr Physics ko
gvepyomoteitan katd TV €man Tov controller pe 1o £dagog. To ev Adyw Delegate 6éyeton
¢ 6popo pio TopAPETPO avaPopic o€ gameobject aVTIKEIIEVO, TOV GTNV GUYKEKPIUEVT
nepintwon elval to gameobject wov aviyvevetar and to Ground Check. [Ipokepévov va
a&lomowmei to delegate amd to Scr Mechanics,  uébodog Set Ground Gobj mpootibeton
oT1g avapopés neBddmv tov ActionDelegate On_Found Ground Gobj, and to Scr_Sync
7oV £yl ovapopd kot oto delegate kot otny uébodo. Katd tnv mupoddtnon tov yeyovotog,
N TopAUETPOG Jameobject pe v omoia o kAnOel, Oa mtepaotel kot oto Set Ground Gob;.
AN pla mepintmon gpriong tov System.Action 6e cuvdvacpod pe to System.Func etvon to
Delegate ActionDelegate On_Change Posture, 6to omoio, avtictpopa tdpa, “axkovetl” pio
puébodog tov Scr Physics mov aArdaler To vyog tov controller. Ev péow extéleong g
puebodov mov mupodotel to Action Delegate, mupodoteitoan £va Func Delegate pe tomo
emMoTpoPn¢ boolean 1o omoio emyepel, HEo® TOV GLVOEIEUEVOVY GE aVTO peBOOwV, va
eléyEet eav dOvavton 1 aAdoyn Vyovg Tov controller. Eqv pia oxetikn pébodog eAéyyov tov
Scr_Physics €yel ouvdebei pe to delegate, Oa emotpéyel TIUn 0md AVTHY, EWVAAA®S, EGV TO

delegate eivou null Oa emoTpépet Tavta true..
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6.11 Interfaces rou Scr_Sync (External Communication Logic)

Ta Scr_Sync viomotel TAnBmpa interfaces To 0moia YPNGULOTOIOVVTOL Y10 ETKOIVMVIO TOV
module pe dilec ovtotnteg. Ta molo onpoviikd interfaces tov Scr Syne, eivar to
ICtrl Able ko1 to ICamera Able. To ICtrl Able mpocdider v dvvatdtto omevdeiog
eléyyov oto module kot ot péBodoi Tov avorapPdvovy vo VAOTOGOVY TV AOYIKY| TOV
Bobuod eréyyov mov emitpénetan omd €va SCript, pe ovagopd oto gv Adyw interface.
BéAT16T0 TapAdety Lo 0TV GLYKEKPIUEVT TEPIMTOON amoTeAEl Eva input manager, To 0moio
&xel avagpopd oto ICtrl Able Tov module, kot péow inputs emBvpel vor LETOKIVAGEL TOV
controller. To interface péow g pebodov Receive MoveDir, 6o AdPet €va povadiaio
dudvocpa kot 0a to otethel oto Scr Physics va emelepyaotel o “altnua’ petakivnone. Me
tov 1010 Tpoémo aArAlel M mepioTpoPn ToL Controller péow Receive RotDir xot dAleg
evépyeteg amd v péBodo Receive Action Input mapadeiypartog xapn va kaver dapo. H
yxpnon tov ICtrl _Able dev mpoopiletar pdvo yia yprion omd input handlers, oAdd dOvavton
va ypnoworomBel kot omd éva Al Script. To dedtepo onuavtikd interface eivor to
ICamera_Able kot viomotel Tov kddka oV EAEYYEL TNV Kdpepa. Me tov Tpdmo avtd pio
Khpepa pmopel va cvvoebel kot va amocvvoedel oto module povo pe v ypnon Tov
interface. To ICamera Able dovievet dtapopeticd and 1o ICtrl _Able pe v Aoy mog
KkéOe mopduetpoc TV peBddwV tov £ivor pio avagopd HETOPANTNAG KOL OLGLACTIKG

EMOTPEPEL OEGOUEVA GTO KOADV OVTIKEIIEVO.
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6.12 E¢aywyn Module w¢ Unity Asset Package kar eykaraoraon

o¢ véo Project

To module dUvavtal va yivel export kal import og véo project tng Unity pe Tnv xprion Tou asset
packaging tng Unity, To omolo emitpémel Tnv e€aywyn resources evog project Omwg textures,
scripts kal prefabs pall pe tig puBuiosig Toug, og popdn .unitypackage.

Create

Duplicate

Show in Explorer
Open

Delete

Rename

Copy Path

Open Scene Additive

View in Package Manager

Import New Asset...
Import Package
Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All
Extract From Prefab

Run AP| Updater...

Update UlElements Schema

Open C# Project

B MultiPurposeController
» Im Resources
m Scenes

» Bm Packages

Ewkova 6.11

- A ]

Exporting package

Items to Export

_ MmExtras

v I MultiPurposeController

W@ MultiPurposeController_Prefab.prefab
# Scr_Character_Mechanics.cs

# Scr_Character_Physics.cs

# Scr_Character_Sync.cs

# Scr_Resources.cs

i Ser_Visualizer.cs

Resources

>
!

Alt+ Ctrl+C

- AAAONRNS

v

Ctrl+R

All None |+ Include dependencies Export...

Assets > MultiPurposeController
¥ MultiPurposeController_Prefab
'# Ser_Character Mechanics
|# Ser_Character_Physics
|# Secr_Character_Sync
|# Scr_Resources
% Scr_Visualizer

— E€aywyn tou module amnoé ¢pakelo wg

Asset Package

To apyeio auto £melta, Unopel eykataotabei og onmolodrmote project e tnv mpoimodbeon 4tL n
version ¢ Unity otnv omola eykaBilotdte, avayvwpilel TiG ekOWOELS TwV assets Kal Toug

0PLOMOUG TWV scripts.

B Proje

+ -

v % Fa
Q..
&
Q..

Create >
Show in Explorer

Open

Delete

Rename

Copy Path Alt+ Ctrl+C

Open Scene Additive

View in Package Manager

Import New Asset...

Import Package )
Export Package...

Find References In Scene

Select Dependencies

Refresh Ctrl+R

Reimport

Reimport All

Extract From Prefab

Assets
Mm Scenes
5 New Terrain 1
< presentationScene

Run API Updater...
Update UlElements Schema

Open C# Project

Mtuylokn Epyaocia

Ewova 6.12 — Eloaywyn tou module o€ véo
project tng Unity amnod Asset Package
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Ztnv nepimtwon tou module tng epyaciag elval avaykn va yivouv LepLKEG €TPOAL TPOTIOTIOLCELG
LETA TNV gyKaTAoTAON, Wote To module va Asitoupyrosl cwotd. OL TPOTOTIOLAOELG QUTEG
adopolv TIC LAOKEG oL oTtoleg Sev petadépovtal pe to module. 2to véo project, adou yivel
import Tou module, matwvtag Se€i kKAk mavw Se€Ld oto KouuTt Layers, Ba epdaviotel pia Alota
LE OAa Ta Layers Tou project. Itig B€oelg 10, 11 kot 12 mpénel va mpooteBouv ta layers :
Character, World_Only kat Force_Field pe tnv avtiotoiyn oslpd.

© Inspector | ProBuilder =
., Tags & Layers [ -]

L%

¥ Tags

List is Empty

b Sorting Layers
¥ Layers

Builtin Layer 0 Default

Builtin Layer 1 TransparentFX
Builtin Layer 2 lgnore Raycast
Builtin Layer 3

Builtin Layer 4 Water

Builtin Layer 5 ul

Builtin Layer &

Builtin Layer 7

User Layer 8

User Layer 9

User Layer 10 Charcter

User Layer 11 ‘World_Only
User Layer 12 Force_Field
User Layer 13

User Layer 14

User Layer 15

Y P Rt

Eikova 6.13 — H amaltoUUEVEC
HAoke¢ Tou module 10, 11 kat 12

‘EMeLta, TPEMEL VAL OPLOTOUV OL OXECELC TWV TPLWV aUTwWV layer Hetal Toug Kal He Ta uTtoAoLa
layers, Tpomomnolwvtag tov nivaka collision_matrix oto mapdBupo project settings, cUpdpwva e
TLG TTOPOKATW TTiVaKAL.

g o
s =2
859 _PFio
nog ES533
BZ8C3 RS
Default o | ||l o )|
TransparentFx ol
Ignore Raycast ol Ll U
Water il
]l v’
Charcter «
World_Only

Force_Field «

Ewkova 6.14 — To collision matrix tou
module
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«Anhdve pntd 6tL, cvpeova pe o apbpo 8 tov N.1599/1986, n mapovoo epyacio amotelel
ATOKAEIGTIKG TTPOIOV TPOCMOTIKNG KoL gpyaciag, dev mpooPiiier kdbe popeng SiKodpOT
SlovonTikng 1010KTNGi0G, TPOCHOMIKOTNTAG KOl TPOCOTIKOV Oe00UEVOV TPIT®MV, OeV TEPLEYEL
€pyo/elcpopésg Tpitmv Yo To omoio amarteitanl gl TV ONUOVPYDOV/SIKoOVY®V Kol dgV gival
TPOTOV UEPIKNG 1 OMKNG OvVTLYpapng, ol Tyég O mov ypnowomodnkay meplopiloviol oTig

BBAOYPaQIKEG aVOPOPES KOl LOVOV KOl TTATPOVY TOVG KOVOVES TG EXIGTNHOVIKNG TOpAOEcO».

"‘E€apyog [Tétpog
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