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NEPIAHWYH

H trapouca e@apuoyr] atoTeAsl pia yn@iakn avatrapdoTtacn PIAg TIVOKOBRKNG HE
eKBEPaTa TTivakeg dla@odpwV yVwoTwyv (wypdewy, KaBwg Kal KATrola YAUTTTa/aydAuara.
H epappoyni divel tnv duvatdtnTa OTOV XPrOTn va TrePINynOei €ikovikd upéoa oTtnv
TIVAKOBNKN KaBWg Kal OTOUG XWPOUG YUupw atrd authv. Exktdég amd tnv duvartdtnta
EIKOVIKAG TTEPINYNONG, O TTAIKTNG MUTTOPEI va OUAAEYEl TTANPOQOpPIES YO TOV EKACTOTE
Tivaka KaBwg Kal va eTIAEEEl €dv €TIOUPET TNV AVTIKOTACTACH TOU QTTO KATTOIOV GAAO
mivaka (eoépTwon amd KAtolov @AakeAo). ‘Etal Aoirdv dnuioupyeital N TPOoopoiwaon
Miag “duvapikng” TIvakoBAkng, n otroia (KAVOVTaG MEPIKEG AANAYEG/TTPOCOPHOYEG)
MTTOPEI va Xpnoigotroin®si wg Bdon yia tnv avatTugn KAToIlag TapouoIag YneIokAg
TTEPINYNONG O€ KATTOIO TTPAYMATIKO JOUCEIO 1 TTIVAKOBRKN.

To project TNG €@apuoyng KAataokeudoTnke pe tnv Xprion tou Unity 3D, evdg amd ta
MO YyvwoTd Kal dnuo@IAf epyaAeia yia tnv avamtuén 3D [ 2D Traixvidiwv Kai
EQAPUOYWV.

OEMATIKH MEPIOXH: Avdmruén 3D Traixvidiwv Kal €QAPUOYWY EKTTAIDEUTIKOU

XOPAKTHPA.

AEZEIX KAEIAIA: Ekmaideutikog xapakrtnpag, Unity 3D, Wneiakry tmepinynon, 3D
EQAPUOYESG



H TTTuxIaKn auTtn epyacia a@iepwVeTal
OTNV OIKOYEVEIQ HOU KABWG Kal OE
OTTOIOV XPNOIUOTTOIACEI TNV EQAPUOYH WG BAon yia

yIa TTEPAITEPW AVATTTUEN Kal Xpron



EYXAPIZTIEZ

Oa ABeAa va euxapioTow Bepud KaTapxAg Tov €mPAETTOVIA KAONYNTH HOU, TOV K.
Bapoutd AnunTtplo, 0 oTroiog o€ TPWTN PACN POU TTPOTEIVE TO CUYKEKPIMEVO AKPWG
evllapEépov Kal XpAoIUuo BEua, Kal OTn cuvéxela PE BorBnoe oTnv ammomTePATWar] TNG
KaBodnywvTag pe OTToTE TO €iXa avdykn. Oa ABeAa £TTiong va euXApIOTAOW TOUG YOVEIG
Mou TTou pe BoriBnoav e Tnv TTapOTpuUVOn TOUug va aoXoAnBw evepyd kal pe CAAO oTO
OUYKEKPIUEVO project.
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NMPOAOIOz

H mapouca mrTuxlakn epyacia ekrovhonke otnv ABAva Katd 1o akadnuaiko €1og 2015-
2016 kai dnuioupynBnke oto TAaicio Tng avamrtuéng 3D e@appoywv 1 TTaIXVISIWV
eKTTaIOEUTIKOU  XapakThpa. To OAo project avamtuooeTal PEOCW TNG TTAATEOPHAG
avamTuéng 3D maixvidiwv Unity 3D. Katd ouvETrela 10 KUpPIOG PEPOG TNG TTapolodag
TITUXIAKAG €pyaciag atoTteAcital atmd TNV TTPAKTIKN AVATITUEN TNG €QAPMOYNS TOu
Taixvidiou Kal 6x1 Tooo ato BIBAIOYPAPIKA GTOIXEIQ.

Baoik6g ot1dxog TnG e£@appoyAg/Taixvidiou e€ival n, 600 TO duvatov, KaAUTEPN
avatrapdoTtacn diag  mOavAg  TIVOKOBNAKNG, KABWG Kal N TTapoxrn XPnoidwv
TTANPOPOPIWV ECTIACOVTAG £TCI OTNV dnUIOUPYIa Miag EQapuoyng TTapouoIag Pe KATrola
n oTroia evOEXETAl VA XPNOIMOTTOIEITAI O ATTo KATTOIO TTPAYMATIKO HJOUCEI0 PJE OKOTTO
TNV YnNQPIaKr TTEPINYNON O auTo.



Avdamrtuén 3D Epappoyng Avatrapdotaong kai Mepifynong oe pia Wneiakn MivakoBrkn
1. EIZArQrH
Avatrtuén 3D Egappoyng AvatrapdoTtaong kai Nepijynong oe pia Wneiakn MNivakoBrikn

H avdTrTuén yn@iakwyv eQapuoywy, KaBwg Kal NAEKTPOVIKWY TTaIXVIOIWV aTToTeAEl Eva
OPKETA MEYAAO KAl ONUAVTIKO KEQAAAIO OTOV TOMEA TNG TTANPOPOPIKAG KAl TO
TpoypaupaTiopou. [MAéov €xer yivel pia Biounxavia amdé pdévo Tou KABWG HEYAAES
ETAIPIEG AOYXOAOUVTAl ATTOKAEIOTIKA ME QUTO, OIABETOVTAG OMADEG TTOAAWV ATOMWYV VA
OOUAEUOUV YIO PAVES TTAVW O€ KATTOIO0 CUYKEKPIUEVO project.

H ynolok avamopdoTaon KATAOOTACEWV KOl XWPWV HOG  ETTITPETTEl TT.X. Vvd
oxedlidooupe Kal va doupe TTwG Ba ATav £va KTAPIO, TTPiV autd KATAOKEUAOTEI, DIVOVTAG
MOg pia €Ikdva atro TPiv KAl TTPOQUAACOOVTAG Pag atro TuxXov “ekTTAReIs”. AkOPa pag
ETMTPETTEI VA AVATTAPACTACOUUE KATTOIEG KATAOTAOCEIG £QPODIACOVTAG HUAG HE €va TTOAU
XPAOIMO €pyaAegio yia TV €TAUCN Twv KATOOTACEWV QUTWV, 1 TTOAU aTtrAd
XPNOIMOTTOIWVTAG TNV YNPIOKK TTPOCWHOIWON YIA EKTTAIBEUTIKOUG OKOTTOUG.

Ta Tteheutaia xpdvia, n €peguva yia Tn XPAON NAEKTPOVIKWV TTAIXVIOIWV OTNV
eKTTAIOEUTIKN Oladikacia €x€l EVTABEIKABWG Ta NAEKTPOVIKA TTaixVvidia €xouv Tn OUVAUIKA
va TTAPAKIVOUV TOUG XPNOTEG VA acyOAoUvTal PE QUTA OQIEPWVOVTAG TTOAU HEYAAO
MEPOG TOu Xpdvou Toug. MNa autd To Adyo TTOAAOI eKTTQIOEUTIKOI €I0AYOUV €VVOIEG TNG
MAnpogopikng kai Tou [lpoypappaTioyol péow TnG oxediaong kal  avatmrtuéng
NAEKTPOVIKWV TTAIXVIDIWV.

H xprion Twv nNAEKTPOVIKWV TTAIXVIOIWV WG €va EKTTAIDEUTIKO €PYAALIO yia TN
O1000KAAid TOU TTPOYPAMMATIONOU €xel TTOANQ TTAEOVEKTAMATA, €VW N dnuioupyia
NAEKTPOVIKWV TTaIXVIOIWV TTPOCOETEI €va OTOIXEIO DIACKEDAONG KAl dnUIOUPYIKOTNTAG
OTOV TTPOYPAPMATIONS. ZUh@wva pe Tov Overmars (2004), o1 pabntég mou dnuioupyouv
NAEKTPOVIKA TTauXVidla PTTOPEI va €xouv TTEPICOOTEPA KivnTpa yIa va dOuv To TEAIKO
TPOIdV Tou TraIxVvIOIoU, OE avTiBEon YE PIA TUTTIKI EPYOCia TTPOYPAMMATIONOU, ETTEION TA
TTaixvidla gival TTepIccoTePO dIAdPACTIKA KOl EAKUCTIKOTEPQ OTTTIKA.

2TA TTPWTA TTaAIXVidIia Ol TTPOYPANMATIOTEG dnUIoUPYoUoaV TA TTAVTA KUPIOAEKTIKA aTrd
10 Und€v, pe TNV oxedioon Twv YpA@IKWV va atroTeAEl TTOAU eTTiTrOVn Kal xpovoRdpa
dladikaoia. ZAPeEpa Ta epyaleia avatmTuéng Taixvidiwv (game engines) oTToTeAOUV €va
TTOAU 10XUPO6 gpyaAeio Kal pia TTOAU 10xupr) Bdon TTAvw OTnV OTToia PTTOPEI KATTOI06 va
OTNPIXTEN yIa TNV avdTrTugn evég video game project.

2TOV XWPEO TWV UTTOAOYICTIKWY CUCTNUATWY, N TAon TwV TEAEUTAIWV ETWV Eival TO
Aeyouevo Cloud Computing, dnAadr n petagopd OAwv Twv OedOUEVWV ATTO TOUG
TOTTIKOUG UTTOAOYIOTEG, O€ GAAOUG, QATTOUOKPUOMEVOUG QTTOBNKEUTIKOUG XWPOUG TToU
gival TTpoofdoigol péow Tou OIadIKTUOU. AKoAouBwvtag autn Tnv Tdon, TOAAG
NAEKTPOVIKA TTaIXVidla KaTtaokeudfovTal £T01 WOTE va PRV aTraiteital atrd Tov XpAoTn va
KAVEl KATTOIa €yKATAOTAON OTOV UTTOAOYIOTA Tou, aAAd va gival TTpooBdaoiya atr’eudeiag
ME ouvdeon pEOoW OIadIKTUOU. AuTd TTOAANEG QOPEG ETTITUYXAVETAI PE TN XPON KATTOIOU
plug-in (1r.X. Flash Player, Java, Shockwave, Unity Web Player k.a).

Mathog MiAacEyoulkg 9
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2. EPITAAEIO ANAINTY=HZ: UNITY 3D

2.1 MAnpo@opitcg yia Tnv TTAaT@Opua Unity

To Unity €ival éva oAokAnpwpévo epyaleio yia dnuioupyia 3D kal 2D BivreoTraixvidiwy
I GAAOU JIadPACTIKOU TTEPIEXOMEVOU OTTWG QAPXITEKTOVIKEG MovTeAotroinong r 3D
animation Tpaydatikou xpovou. Eival Tng @iAoco@iag o611 Eva oAOKANPWHEVO YPaPIKO
mepIBAAOV TTPETTEl va gival TO KUPIO PECO avaTTuéng Twv PivreoTraixvidiwy Kal
€EAAXIOTOTTOIEI TN XPON TTPOYPAMMATIOHUOU UOVO OTN CUMTTEPIPOPA TWV AVTIKEINEVWV TOU
K6apou Tou Traixvidiou. H unxavA 1péxel oe Windows kal Mac OS kai ta traixvidia Tou
dnuioupyei gival yia Windows, Mac OS, Nintendo Wii, iPad kai iPhone evw avapéverai
Kal utrooThpign yia Android. Ta Traixvidia Tng umropouv akdpa va traiouv o€ browser e
10 Unity web player plug-in, Trou utrooTtnpifouv Ta Windows kai Mac OS evw Aéov €xel
mpooTebei uTTooThPIEN Yia Ta Microsoft Xbox360 kai Sony Playstation 3 kai 4.

H mAateopua Unity TTpoo@épel OAOKANPWHPEVO TTEPIBAAAOV QVATITUENG ME 1EPAPXIKO
Kal oTrTikG editing kai live preview Tou umd avdmrtuéng taixvidiou. Ta apxeia TTou
@optwvovtal oto Unity (TT.X. u@ég, povtéAa) eiodyovTal auTOpaTa OTO TrauxXVvidl Kai
MAAIOTO €TTOVEICAYOVTAl OE TTEPITITWON TTou auTd TO apxeio Tpotrotroindei. YrooTtnpilel
EVOWNATWON apxEiwv TTou TTapdyovTal atrd Ta TTpoypduuata dnpioupyiag ypagikwv 3D
Studio Max, Maya, Blender, Cinema 4D kai Cheetah3D. Xpnoiuyotroigi didgopa API
ypagikwyv 6Twg Ta Direct3D, OpenGL, OpenGL ES (yia 1o iPhone) k.a. YTrooTnpilel
Bump mapping, Reflection mapping, Parallax mapping, Screen Space Ambient
Occlusion, duvapikéG OKIEG hE TN Xprion shadow map kal @€ TTARpoug 086vng. Akdua
EXEl EVOWMATWHMEVN TN MNXAVI) QvatTapdoTacng QUOIKWY @aivopEvwy Tng nVidia,
PhysX, evw 10 ogvdpia ypdeovtal Tavw otn TTAat@dépua Mono. Mepikd amd Ta
Taixvidia TTou KukAo@opouv kal €xouv dnuioupynBei pe tnv Unity eivar ta: FEIST,
Monster Trucks Nitro, Stunt MANIA, Apollo 11: The Game.

Tov TteAeutaio kaipd n Unity Technologies kdvel TTOAEG TTpooTTdBeIeS yia TV alénon
TNG dNUOTIKAOTNTAG TNG MNXAVAS TNG. Katapxnv TTAEov utrdpxouv duo €idn ddelag xprAong
NG pnxavng. H Baoikn €kdoor tTng Trou diaTtibetal dwpedv kal n Pro mmou dev KoaoTidel
TTOAAG Xprpara dnAadn €ival Tpoaoit OXI POVO Ot €TaIpieG avATITUENG OAAd Kal O€
KdTtrolov TTou B€éAel amd pévog Tou va OOKIUAoEl TIG IKAVOTNTEG TOU OTn dnuioupyia
TaixviOiwv. AKOua n eTaipia €xel Tpoo@épel TNV utrtnpecia Union 1Tou poiddel otn
Aeitoupyia NG pe To AppStore Tng Apple kai divel Tnv duvatoéTnTa GTOoUg dNIoUPYOoUS va
KAvouv yvwoTd Ta Traixvidia 1rou avamrtuooouv pe tnv Unity kai ev TéAel va ta
TTouAjoouv. Av yia kdtrolo atmd amod Ta Taixvidla ekdNAwBEi evdiagEpov TOTE N eTaIpia
Kpatd 1o 30% Twv KePdWV aATTO TNV TTWANOCT Tou evw To utrdAoitmo 70% Trdel oTov
dnuioupyo. EmimrAéov n etaipia €xer dnuioupyrjoel 1o Asset Store 10 otroio atraplOuei
mTavw amd 250000 xprioTeG TTayKOOWiwG Kal Toug divel Tn duvardtnTa va €Xouv
TpdoRacn OTIG dNUIOUPYIEG TwV UTTOAOITTWY WOTE va eUTTAouTiouv Ta BIKA TOUG ME
UQEG, VEEG PIBAIOBAKEG K.A1.

Mathog MiAacEyoulkg 10
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2.2 Noyoi gmmidoyRig Tou Unity

Ymdpxel pia mAnBwpa epyaAgiwv yia tnv avattuén 3D taixvidiwv. H €mAoyr Tou
KatdAAnAou epyaAeiou atroteAei To TpwTo Kal 1d1aiTepa onuavTtikd BAPa evég developer
TToU B€Ael va dnuioupynoel To BIKG Tou TraiXvidl. EVOEIKTIKA, PEPIKA a1rd T Kopu@aia
epyaAeia eivar To Unity, To Unreal Engine, o Cry Engine, To Game Maker kai dA\a
TTOAAG. Agv PTTOPEl KAVEIG va TTEl uE EUKOAIa TTola gival n KAaAUTeEPN €TTIAOYT], a@oU auTd
e€aptdral ammo TToANoUG TTapdyovTeg, KaBwg Kal atro 1o id1o To TraixVvidl TTou BéAoupue va
dnuioupynooupe. Eival XapakTnpioTIKO TTWG AV KOITAEEI KAVEIG pIa AioTa PE TOUG
YVWOTOTEPOUG TiTAOUG TTaIXVIBIWV Ba TTapATNPACEI TTWG TO KABE éva €xel dnuioupynOei
ME DIAPOPETIKO EPYAAEiO.

To Unity 3D €ival éva oAU 1oxup6 epyaAeio yia Tnv avdmTuén 3D kail 2D traixvidiwv
yla €va peydAo ouvolo atro TAaT@épues. To xapakTtnpilel n 1daitepn QIAIKOTNTA TTPOG TO
XPNoTN, EVW €ival apKETA EUKOAO OTNV €KPAONON yia KATTOIOV apXdplo Kal TTapAaAAnAa
TPOOPEPEl TTOAEG duvaToOTNTEG OE KATTOIoV EUTTEIPO XpPRoTn. Eival evdeikTikd TTwg
UTTApXel MO TTANBwpa TTaIXVIOIWY, HPE YVWOTOUG TITAOUG avdAuECd TOUG, TTOU €XOUV
OnuioupynBei péow Tou Unity. Ag doUue TwPA TTIO AVOAUTIKA TA TTAEOVEKTAMATA TOU
Unity:

-Anuioupyia yia TToAAEC TTAaT@OpEG: ‘Eva atrd Ta KUpia mTAeovekThpaTa Tou Unity o€
oxéon e dAa epyaleia avatTugng TaixvidIwv ival n duvatdTnTa TTOU TTPOCPEPEI OTOV
TTPOYPAUMATIOTH va avaTrTugel €va Traixvidl yia oTroladATToTE TTAATEOPUA ETTIOULEI.
EvOeIKTIKA KATTOIEG aTTO auTEG TIG TTAATPOpUEG eivar: iOS, Android, Windows Phones,
Macs, Windows PCs, Linux, Playstation, Xbox kai Wii. Etriong €ival TToAUO onuavTikf n
EUKOAIQ JE TNV OTTOIO PTTOPET KATTOIOG VA PETAPEPEI £va TraIxVidl TTou dnuIoupyROnkKe yia
Mia TTAaT@Opa, o€ piIa AAAN, KATI TO 0TToio O€ AAAN TTEpITITWON Ba XpelaloTav TTOANEG
wpeS alaywv Kal pubpicewv.

| ® ® Build Settings > & Linux Standalone (Personal) <OpenGL 4.1>
Scenes In Build
Account  ~ Layers Layout -
™ scenes/MainMenu 0 = | J 3 | ]
#scen| (M scenes/main 1| =| © inspector | erarchv Pl
o
Shadedy Room Information A —T
= ng | Trigger Zone a
Rooms Information Trigger zone ™
Hello and welcome to the Gallery. Other Painting Room Trigger zo
) Other Painting Room Trigger zo
In the room on your right you can find Other Painting Room Trigger zo
the paintings of Rembrandt.
In the room on your left you can find | P Rembrandt Trigger Zones
< Persp the pamtlngs made by Vmcent Van Cngh ¥ Van Gogh Trigger Zones
Q0 Van Gogh Room Trigger zone
Van Gogh Room Trigger zone
Van Gogh Room Trigger zone
‘Add.OpenScenss Van Gogh Room Tr|gger zone e
[ Add Open scenes | \lan Conh anm T
LR
Platform
= r = L IR 3k
w Web Player @_, PC, Mac & Linux Standalone . Favorites |
wfe PC, Mac & Linux Standalone Target Platform Mac 05 X
€ Gamg Architecture [ x86 :) .=
Display | a i0S Development Build L |Mute audio | Stats | Gizmos |~ |
Autoconnect Profiler [ V&3 Assets
&%y vos Script Debugging 0 (&l animators
» Gl Different Assets
4 B Android ¥ Editor
>l extra
e BlackBerry » Gl materials
& Music
63 Tizen A &l prefabs
v ’ ) > Scenes M
Learn about Unity Cloud Build = 5 ¥ = Texts/Room Information.txt Om—
[ Switch Platform |[_Player Settings... Build J[__Build And Run_| Bl console | =
| Clear | | Collapse | Clear on Play | Error Pause | [ Do Ao |[@o]

Eikéva 2.1 : EmAoyr| TTAATQOPHAG YIa aVATITUEN

-Y1mapén PeyadAng Kal avammtuooouevng KovotTnTag XpNoTwy: YITAPXoUV TTAvVwW aTro 2
ekaTtoupupia developers ol OTToiolI XpNOIYOTTOIOUV TO AoyiopIKO Tou Unity. Auto €x€l wg
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ammoTéAecpa TNV UTTaPEn MIOG MEYAANG E€VEPYAS KOIVOTNTAG, N OTroia TTPOCQEPEI
onuavTiki Bondeia o€ xpAoTeg OAWV Twv emMITEdWV. EOw agilel va ava@EPoUE TTwG Hia
1IB1aiTEpa onuavTikn TNy BonBeiag, €18IKA yia Toug VEOUg XPNOTEG, €ival pia TTAnBwpa
armro tutorials, Ta omoia utmdpxouv, €ite amd TNV €mionun opada Tou Unity oTo
http://unity3d.com/learn €ite amro ammAoUg XprioTEG TOU AOYICUIKOU.

-Eivail dwpedv: 210 Unity 3D utrdpxel pia Free version kal yia Pro version. Puoikd n

Pro version Tepiéxel kamola extra xapaktnpioTikd. Opwg, o€ avtiBeon pe dAAa
Aoyiopikd, n Free version Tpooc@épel €va TTANPWGS AITOUPYIKO €pyaAgio yia Tnv
avdTrTuén evog TTaixvidiou.

-Asset Store: To Asset Store Tou Unity epiéxel packages, Ta otroia YTropei KAToIog va
Kdvel include oto project Tou. Ta TTOKETA AUTA TTEPIEXOUV KATTOIO £TOIUA QVTIKEIPEVA,
OTTWG KTipIa, XAPOKTAPES, Ta OTToia 0 developer Tou €KACTOTE TTAIXVIOIOU WTTOPEI va
EMEEEPYAOTEI XWPIG va XPeIAZeTal va Ta dNPIOUPYACEI ATTO TO UNdEV.

Q unity Unity Services Made with Unity Learn Community

. Blog Publisherlogin Level 11 Roadmap Help

Wikt #=0| HAE English

% | Filters ¥ n

# Home

MYFG - Weapon Pack
Category: 3D Models/Props/Weapons
Publisher:  xiaolianhuastudio

Rating: * % %k Kk

Price: $29.99

» 3D Models
» Animation
Applications

Requires Unity 4.0.1 or higher. > Audio

March di: m Complete Projects
arch discount !l
35% OFF

original price $45

Editor Extensions
Particle Systems
This is a high quality of medieval weapon Scrigting
pack which contains more than 340 items to
give you a complete armory for your game.
The hole package is Hand-Drawn Art Style
and especially perfect for Top-Down Game.
All objects offer 2 kinds of texture editions:

Services
Shaders

Textures & Materials

Y YVYYTVYVYVYY

One is each weapon has its own texture for Unity Essentials

you to pick and recombine your unique
armory easily. The other is all models share
one big texture in order to decrease drawcalls
efficiently. The Low Poly design to allow
things running smoothly and definitely nice
to the mobile devices.

SPACE for Unity - Space ...
$46.75 $85

Eixéva 2.2 : To asset store Tou unity

-EUKOAN evowpdTtwon scripts: To Unity mTpoo@éper T duvatdotnta EVOWPATWONG
scripts ypauuéva oe C# ) Javascript Ta oTroia ytropouv €UKOAQ va avTioToixnbouv pe
OUYKEKPIPEVA QVTIKEIPMEVA BiVOVTAG TOUG EEXWPIOTEG IDIOTNTEG.
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Avarrtuén 3D E@appoyig AvatrapdoTtacng kai Mepifynong og pia Wneiakr MvakoBrikn

2.3 Avarrruén 3D traixvidiou pe xpnon tng Aar@oppag Unity

H karaokeuny evog 3D traixvidou pe xprion tou Unity atroteAeital amo dUo KUpPIOUg
GgOVEG: TO KOMUATI TOU Ypa@IKoU OXEDIAOUOU Kal TO KOPUATI Tou KWwdIKa oTta did@opa
scripts. lNa 10 TPWTO KOPPAT, TO Unity mTpoogépel pia TAnBwpa epyalgiwv, Pe Ta
oTroia, o dnuioupydg TOu TraIXVIOIOU, WTTOPEI VO KATACKEUAOElI T QVTIKEIMEVA TTOU
EMOUE va TTepIAaUBAvEl TO TTaIXVidl KAl va Ta TOTTOBETAOEI OTO ONUEIO TNG OKNVAG TTOU
EMOUpEI.

ApxIkd, To TTaixvidl armroteAcital amd pia oknvr). Ouwg o dnuioupyodg Tou TTaIXVIdIoU,
MTTOPEI va KATOOKEUAOEl TTOANEG DIAPOPETIKEG OKNVEG, ME DIAPOPETIKA i Kal Ta idla
avTikeigeva. O1 oknvég autég Ba evaAAdooovtal PETAEU TOUG Kal OuvhBwg auTr n
evaAAayn TTpayUaATOTTOIEITAI JE KATTOIO TTPOYPAMMATIOUEVO event, OTTwG trigger.

To OeUTEPO KOUUATI, OTTWG ava@épape, atroTeAEiTal amo Ta scripts. AnAadry apxeia
KWOIKO Ta OTroia OYeTICovTal MPE KATTOIA OUYKEKPIMEVA avTIKEigeva. Ta  scripts
TPO0diIdOUV KATTOIA KABOPIOHEVA XAPAKTNPIOTIKA O aUTd TA AVTIKEIMEVA Kal opifouv Tn
OUUTTEPIPOPA TOUG OE OUYKEKPIUEVEG EVEPYEIEG TOU XPNOTN, OTTWG TO TTATNUA €VOG
TAAKTpou. To Unity €ivar oxediaouévo va déxetal apxeia kwdika oe C# | Javascript.
21nv Pro version mrapéxetal kai n duvatotnta xpriong C++ kKwdika.

To Unity cival pia mAat@déppa TTou Bacifetal oc ouyyevikég otnv C++ yAWOOEG.
Mrropeite va ypdyete kwdika oe C#, JavaScript ] , Aiyotepo ouxvd, oe Boo. O dikédg
oag kKwdikag (kar 6x1 to Unity Engine Code) 1péxel oe Mono 3 Microsoft. lNa va
emegepyaoteite Tov KWOIKA cag oTto Unity avoiyete 10 TTPETTIAEYUEVO TTPOYPOUMA
emegepyaoiag cross-platform MonoDevelop i €dv TpOTINATE UTTOPEITE VO pUBUICETE TO
Visual Studio wg ouvtdktng. Opwg edv xpnoipoTtroifoete 1o Visual Studio, Ba mpéTel va
xpnoipotroifoete 10 plug-in UnityVS yia tov eviommiopdé o@aAudtwy. Amd Tn aAAr} oTo
MonoDevelop o €éAeyxog o@aAudtwyv (debug) yivetar autépara KaBwg €xel
TTPOEYKATECNUEVO €va plug-in TTOU avoiyel Pia ouvdeon HE TO TTPOYPOMMA EAEyXOU
oQaApdTwy Tou Unity.

> [ Debug > W Unity Editor
Solution 4 > / UManager.cs DoorAnimation Tags.cs sculptures.cs | MainMenu.cs Gallery.cs General.cs _ImageDownLo.
v [ Gallery Finished 1 UlManager » [I] PauseGame (bool state)
v Assembly-CSharp 1 using UnityEngine;
References 2 using System.Collections;
= 3 using UnityEngine.UI;

v

x0q|00. [

Different Assets 3
extra 5 public class UIManager : MonoBehaviour {
| scripts 6

4 vvyw

public GameObject pausePanel;
public bool isPaused;
public bool muted;

DoorAnimation.cs

saipadoid

Gallery.cs
General.cs

ImageDownLoader.cs

1 void Start() {
1 isPaused = false;
1

MainMenu.cs

¥

sculptures.cs

15
sculpturesno2.cs 16 void Update(){
Tags.cs 17 if (isPaused) {

@ UManager.cs 'wf ; PauseGame (true);
19

> Texts

auINQ jusWINooQ

20 else {
license.txt 21 PauseGame (false);
» Assembly-CSharp-Editor 2

siseL yun B

24 if (Input.GetButtonDown (" Canc ) o
SwitchPause ();

28 if (muted) {

29 AudioListener.volume = 0;

30 }

31 else {

32 AudioListener.volume = 1;
}

iy

void PauseGame(bool state){
if (state) {
Time.timeScale = 0.0f;
}
else {
Time.timeScale = 1.0f;

PN
WRNRSOoJanasw

pausePanel.SetActive (state);

Errors Tasks

Eikéva 2.3 : MNMapddeiyua script oe C#

Mathog MiAacEyoulkg 13



Avdamrtuén 3D Epappoyng Avatrapdotaong kai Mepifynong oe pia Wneiakn MivakoBrkn

lMNa TNV atroTeAECPATIKOTEPN XPAON Twv scripts utrdpxel oto Unity éva TTapdBbupo, TTou
ovoudletar Console, o1o otroio eugavifovtal pynvopata aAAd kal Tuxoév errors Trou
MTTOPEI va TTPOKUWOUV KATA TNV €KTEAECT. AuTO atroTeAEi onuavTik BonBeia yia Tov
TTPOYPOAUMATIOTH KAaTd To oTAdIo Tou debugging.

2TV TTOPaKATW €ikova (gik6va 2.4) @aivetar éva TepIBAAov Unity. Auta TToU
@aivovTal givai:

1) Project: OAa ta apxeia tou project cag. Mropeite va kdavete drag and drop
apxeia atro Tov Explorer péoa oto project Unity.

2) Scene: H okrivn Tnv otroia dOUAEUETE AUTH TN OTIYMH.
3) Hierarchy: OAa Ta avTikeipeva Tou TraixvidloUu aTnv OKNVA.
4) Inspector: Ta cuoTaTikd (components) TOu ETTIAEYUEVOU QVTIKEIMEVOU 0T OKNVA.

5) Console: Acgixvel Tnv €000 a1Td TNV PETAYAWTTION, Ta AAON, TIG TTPOEIDOTTOINCEIG
KTA. Acgixvel €miong ta punvopata OQOAPATWY TToUu evOEXETAl va BAAATE OTOV
kKwoika (1r.x. Debug.Log)

6) Game: Auti n kaptéAa evepyotroicital étav TmatnOei 10 KoupuTri play kai 10
TTauxvidl apyiel va TpExel o€ auTd 1o TTapaBupo. ToTe To TraIxVidl pTraivel o€ play
mode emTPETOVTAG Va Yivouv {wvTaveg alayég péow Tou Scene Tab.

= | © Inspector 1
[~ M [Pavios [static ~
Tag| Player 4| Layer| Default +) () SuitFO1
Prefab Select |  Revert | » Rocks
¥ .~ Transform > externalfence
Position X[1.8277|v[-4.708| 2 -783.7
Routon  x©o_ Y0 120 |
scale X Y z
¥ 32 & Animator » Outdoor sculptures and extras
Controller to » Indoor Sculptures
— » Bushes
Directional Light

.= Asset Labels

©) Al Materials DoorAnimation
©) All Models Gallery
©) Al prefabs. General
— 7 ©L Al scripts ImageDownLoader
Display 1 #| | Free Aspect - imize on Play | Mute audio | sats | Glzmos =] | g scutpares
Fr — S - \ssets. sculptures
& animators sculpturesno2
) Different Assets R

Tags
> Editor UlManager
» Gl extra

(& 3d Room Texts
Texts
{& Van Gogh Texts v

Eikéva 2.4 : To mepiBdAAov Tou Unity 3D
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OmnodntoTe TpéEXEl oTo TraIXvidl cag utdpxel o€ pia oknvrl. OTtav OUOKEUAZETE TO
TTaIVvidl oag yia pia TAAT@OpUA, To TraIxVidl TTou TTPOKUTTTEI €ival pia cuAAoyr até éva
I TTEPICOOTEPESG OKNVEG, UV TOV KWOIKA TToU £xXeTE. MTTOPEITE VO 60€G OKNVEG BEAETE O€
éva project. Mia oknvr] ptropei va BewpnBei wg éva etiTedo oc €va TTaixVvidl, av Kai
MTTOPEITE va E€XETE TTOAATTAG €TTiTTEdA O€ Hid OKNVI| ME ATTAQ JETOKIVWVTAG TOV TraikTn /
KApepa o€ OlIa@OPETIKA onueia otn oknvh. Otav kdvete Aqun TTOKETWY TPITWV 1) akdua
Ociypara taiyvidlou amd 1o Asset Store, Ba TTpétrel va avalntAcETE T apxeia oknVAg
(scene files) oTo €pyo cag kal va Ta avoigeTel. ‘Eva apxegio oknvh €ival éva yovadiko
apxeio TTou TePIEXEl OAA Ta €idn TWV APXEIWV TTOU XPNOIYOTTOIOUVTAlI OTO £PYO YId TNV
Tpéxouca oknvh. Eival onuavTikd va atmoBnkeuoeTe pia oknv ocuxva Tatwvtag Ctrl + S
KaTd Tn dIdpKEIa TNG avaTTTuéng, akpIBwg 6TTwG Kal Pe KAOe dAAo epyaAeio.

2uvnBwg, Tto Unity avoiyel n TeAeutaia oknvh YE TNV OTToia €XETE €PYAOTEl, aAv Kal
MEPIKEG POPEG OTAV avoiyeTe €va project ye 1o Unity, autd dnuioupyei autduarta pia véa
ddeia oknvr, Kal Ba TPETEl va TTATE va BPEITE TN OKNV TV OTroia €TOUEiTE OTOV
e€epeuvntr) Tou project cag. Autd PTTOPE va gival apKeTA EVOXANTIKO Yl TOUG VEOUG
XPAOTEG, aAAA gival onuavTikd va BUPOUACTE, av TUXEI va avoigeTe To TEAEUTAIO £pyo OaG
Kal avapwTnOeite ToU TMye 10 project oag! Oa Bpeite Tnv douAeld cag o€ éva apxeio
oknvn (scene file) Trou é€xete aroBnKeUoEl OTO project oag.

2€ MO oknvr}, OEv PTTOPEITE va OEiTE TITTOTA XWPIG €va AVTIKEIMEVO KAPEPAG KAl OEV
MTTOPEITE Va akouoeTe TiTroTa Xwpeic éva Audio Listener epapuoopévo mdvw o€ KATTOI0
GameObject . ZnueiwveTal wotéoo 611 o€ KABe véa oknvr , To Unity dnuioupyei Tavra
Mia kdpepa Tou diabétel Audio Listener davw Tng.

2xedbv Ta TTAvTa oTn oknvr} oag €ival éva GameObject. Eival n Baoikr) kKAdon yia 6Aa
Ta avrikeiyeva o€ pia oknvp Tou Unity. OAa ta avTikeipeva atmoppéouv amd éva
GameObject. ‘Eva GameObject eival apketd amAd, dedopévou OTI evidooeTal OTO
TapdBupo Inspector. Mtropeite va decite otnv eikdva 2.5 611 éva kevdo GameObject
mpooTEOnke otn oknvr]. Ta GameObjects by default dev £xouv OTITIKEG 1IB16TNTEG, EKTOG
atmo 1o widget Tou cag Ocixvel To Unity étav €mIOnNUEVETE TO QVTIKEIYEVO. Z€ QUTO TO
onueio, €ival atrAd €va AOEI0 AVTIKEIMEVO.

0 frreec
T Gt

Gamedbject ¥ r

Tranglami

Eikéva 2.5 : ‘Eva kevé GameObject
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‘Eva GameObiject €xel €va ovopa, pia eTikETa (Tag), éva Layer kai To Transform (icwg n
mOo onuavtikg 1016TNTa Tou ouvOAou). To Transform eivar otnv oucia n Béon, n
TEPIOTPOPN Kal N KAigaka Tou kdBe GameObject. To Unity xpnoipoTtroiei wg TIg
ouvTETaYPEVEG TO X (opIddvTIa), Y (KABeTn) Kau Z cuvteTayuévn (to BaBog, dnAadrh, ue
@opd cav pTraivel ) Byaivel atro Tnv 086vn).

2tnv avdmtuén maixvidiwy, €ival apkeTA KoIvd va XpnoIPOTTolouvTal oI AOVES TPIWV
dlaotdocwyv. Ta Transform.Position kai Transform.Scale €ival kal Ta dU0 avTiKEipeva
Vector3. ‘Eva Vector3 cival ammAd éva didvuopa Tpiwv dlactdoewv. Me aAAa Adyia , dev
gival TiTrota epIoodTePO atod Tpia onueia - X, Y kal Z. Méoa atmd auTég TIG TPEIG ATTAEG
TINEG, MTTOPEITE VO OPIOETE TNV TOTTOBEGIO €VOG AVTIKEIUEVOU, OKOMA KAl VO PETAKIVAOETE
€va QVTIKEIJEVO TTPOG TNV KATEUBUVON £vOG Agova.

To va yivel Aeitoupyiké éva GameObiject, yivetar péow g mPo6cBeong diapodpwv
otoixeiwv (Components). OTidAtrote mTpooTebei eival Eéva Component kal pgavidovTail
6Aa oTo TapdBupo Inspector. Ymdpxouv MeshRender kai SpriteRender Components,
Components yia Tov AXO Kal TNV A€ITOUPYIKOTNTA TnNG KAuepag, Components T1Tou
oxetiCovtar pe tnv Puoiki (Colliders kai Rigidbodies) kair oAAd aképa. TNa va
ekxwpnoete kamolov kwdika o€ éva GameObject xpnoipotroieite 1o script Component.
Ta Components autd €ival Tou {wvtaveuouv €va GameObject kal Tou TTpocdidouv
OTTOIAdNTTOTE AEITOUPYIKOTNTA.

o | O Ihkts
1 4 4l Efect ik
¥ r: 7 | Phapwr

FransTerm
I

. Cube {Mesly Filter])
® ¥ o Collider

' ¥ Maesh tenderer

~

W Favoribes Avgels

B Assals

Eixkéva 2.6 : 'Eva GameObject mmou Tou £xouv TrpoaTeBei Components

Mathog MiAacEyoulkg 16



Avarrtuén 3D E@appoyig AvatrapdoTtacng kai Mepifynong og pia Wneiakr MvakoBrikn
E
it agg = o

T rears Forim

|

1
Cube (Mesh Filter)
Bosxw Callicde=r
el FRernderer

Emermey AL (Scripklt)
Ermeirmy Al

S d Compore i

Eixkéva 2.7 : 'Eva GameObject mmou Tou €xel avateBei £va script

To Unity €pxeTal ge Mia EVOWNATWHEVN UNXAVH QUOIKNG TTOU ETTITPETTEI VA OPICTOUV Ol
QUOIKEG I0IOTATEG TWV AVTIKEIMEVWVY KAl AQAVEI TIG ASTITOUEPEIEG TNG TTPOCOM0IWONG OTOV
xpnoTn. Mevikd avTi va TpooTrabrioel KATTolog va “epapudoel” TV BIKK TOU QUOIKH, gival
atrAOUCTEPO Kal KOAAUTEPO va XPNOIUOTTOINCEI TV unNxavh) @QuolkAg tou Unity éco
TEPICCOTEPO UTTOPEI.

2uUxvd, Kard Ttnv Onuioupyia evég Taixvidiou, Ba BéAare pia ouykpouon OUO
QVTIKEIMEVWY va odnynoel o€ KAtrola aAAay Katdotaong oTo KwAIKa. INa va emiTeuxOei
KATI TETOIO XpnoiyoTrolgital n péBodog avixveuong ouykpouong (Collision Detection
Method).

H avixveuon auTwv Twv cuyKpoUuoewv atraiTei Jia 06an dOUAEIAS yia va TTITEUXOEI 0TO
Unity. ApxIKd €éva TOUAAXIOTOV ATTO TA QVTIKEIYEVA OTNV OUYKPOUOHN XPEIACETAI va EXEI
éva non-kinematic Rigidbody, evi kal Ta dU0 avTIKEiyeva TTPETTEI va €XOUV OWOTOUG
Colliders apxikotroinuéva ocwotd. H ouvoAikf TaxutnTa Kal Twv OUo TTPETTEN va gival
OPKETA MIKPN WOTE VA UTTAPXEI EVTOTTIONAS TNG OUYKPOUONG KAl VA PNV TTEPVAEI TO éva
MEoa atro TO AAAG XWwpig va evTOTTICETAI N OUYKPOUOT).

A@ouU eheyxBouv 6Aa autd, utrdpxel pia €101k HEBODOGS yia avixveuon TG oUyKpouong
MEOW €VOG script TTOU ETTICUVATITETAI OTO AVTIKEIUEVO PE TO OTToI0 Ba BEAATE va eAEyEeTe
TNV oUykpouorn. TETolEG OUVAPTACEIG EVTOTTIOMOU  @aivovTal oTnv  €lkova  2.8.
ZnUEIWVETAl OTI YiveTal auTh n €kTevhig avagopd ota Collisions, kabwg atmoreAolv
ONMAVTIKO KOUUATI TOU TTapOVTOG project.
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= )

void OnTriggerEnter(Collider other) {

if (other.gameObject == player) {
count++;
he
+
void OnTriggerExit(Collider other) {
if (other.gameObject == player) {
count = Mathf.Max (@, count — 1);
4
+
W S Ilend -~ ) i

Eikéva 2.8 : uvapTAoeig evrotriopou Collision

Ooov agopd Tov fxo, 1o Unity utmrootnpifel 2D kai 3D Axoug. O1 3D rxor aAAalouv
€vraon avdAoya he TNV ammoéoTacn, Kal aAAd{ouv avaloya e TNV Kivnon Toug O OXEon
ME TNV KAuepa. O1 2D Axorl atmmd tnv aAAn €ival méd katdAAnAol yia XpAon wg POUCIKN
TTaPAOKNViou KaBwG KPATOUV Hia ouoidpop®n évracr. Na AXoug Twpa TTou TTapdyovTal
atro yeyovota xpnoigotroiouvtal ol 3D fxol.

Ymdpxouv aképa TTapa TTOoAAd oToixgia otnv avdamTuén evog Traixvidiol péow Unity,
OMWG €W EYIVE IO MIKPH KOTAYPA®r KATTOIWV PBACIKWY CUCTATIKWVY £TOI WOTE va
UTTApXE! Mia 10€a Tou TTEPI Tivog TTPOKEITAL.
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3. NEPICPA®H PROJECT

3.1 To Concept Tng dnuioupyiag Tng diadpaocTikng MivakodARkKng

H 10éa miow amd 10 OUuyKeKpIgévo project €ival n dnuioupyia piag dIadPACTIKAG
SUVOMIKAC TTIVOKOBAKNS, 0TNV oTroia Ba uTropei o XpRoTnc (Méow 3™ person view) va
TePINYEITaI EAEUBEPA CUANEYOVTAG TTANPOPOPIEG aTTO TOUG EKATTOTE TrivaKeS. O XpnoTng
Ba exel akoua Tnv duvatdTnTa €MAOYAG €AV €MIOUUET TNV aAAayr KATTOIAG £IKOVAG TTOU
BpiokeTal yéoa o€ KATTOIOV TTiVAKA, ETTIAEYOVTAG TNV AVTIOTOIXN TToU £TTIOUMET pEoa aTTd
OTTOIOOATTOTE APXEIO TOU YTTOAOYIOTH.

3.2 Main Menu

Kard tnv évapén tou traixvidioU/e@appoyAg EJpavideTal apxIKa Eva €I0aYywYIKO pevou
(Main Menu) 10 oTroio pag kKaAoowpilel Kal pag Oivel TNV €TTIAOYR VEOW KOUUTTIWV
(buttons) va TTPOXWPHAOOUUE OTNV E€IKOVIKA MOG TTEPIRYNON i va TEPPATIOOUMPE TNV
epapuoyn. H perdBaon auth atmd 1o Main Menu oTtnv Trepifynon yiveral yéow aAAayng
OKNVAG (scene) kal @opTwong TnG €ropevng. Auth n aAAayry oknvAg YiveTal KOAwvTag
TV ouvdpTtnon Application.Loadlevel(1).

¢ Welcome To My Virtual Gallery

Start With Your Tour

Eikéva 3.1 . To KUpIO pevoU
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3.3 Kripia kai repiaAAov

To KTAPIO TNG TTIVAKOBAKNG €ival éva atrAd KTrplo To OTroio atroTeAEiTal amd TECOEPIC
XWPOUG PECO OTOUG OTroioug Ppiokovtal o1 Trivakeg Kal Kdmoia aydApata. lMNa tnv
dnMIoupyia TOU KTnNpiou Kal Twv XWwpwv Peoa o autd xpnoiuotroindnkav kupor (Cube
Object), o1 omoiol kai gxouv Tnv duvatdTnTa MeETAKivong, aAAayrg didcTacng Kai
TEPIOTPOPNG. Me TNV xprion AoITTOV auTwv Twv AsIToupylwyv Katéotn OuvaTth n
dnuioupyia Twv ToiXwV, TNG OPOPAG KTA, Kal va dIAPopPwBEi 0 Xwpog.

Eixkéva 3.2 | ATToyn e0wTEPIKOU XWwpou 1

Eikéva 3.3 | AtToyn e0WwTEPIKOU XWpPou 2
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O1 mopTeEG TTOU BpiokovTal YEoA OTO KTAPIO avoiyouv Kal KAEivouv autéuata HEow TG
ea@ng (collision) pe Tov xapaktripa, g TPOTTO Tou Ba £€nynOei TTapakdTw. O1 TTivakeg
g¢xouv OnuioupynBei Kal autoi pe xprion KUBwv, OlapOPPWUEVWY KATAAANAQ, OTOUg
oTroioug €xel epappooTel wg texture n €ikéva mou €mBuuoUpe (yivetalr import oTo
project) kal n omoia Pe TNV Xprion trigger zones kai KATTOIWV script uropel va aAAdGéel
Kata BouAnon (Ba €EnynBei €TTiong TO TTWG TTAPAKATW).

Eikéva 3.4 . Atroyn Trivaka

EkT16g a1rd 1O KTAPIO £XEI dNUIOUPYNOE Kal pia EEWTEPIKI AUAR OTNV OTToia UTTOpPEi va
TEPINYNOEI 0 €mMOKETTNG. [1pooTéBnkav did@opa avTikeipeva OTTwG OEvtpa, Bduvol,
TETPEG KTA PE TNV Xprion dla@dpwyv packages Tou Unity.

Eikéva 3.5 | ESwTepIKN auAn
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3.4 Pause Menu

Aivetal n duvatoéTnTa OTOV XPrOTn TratwvTtag 1o escape (Esc) va avoifel To Pause
Menu. 210 pevou autd o XpAoTng €xel TNV duvaToTnTa va €MIAEEEl €AV Ba cuveyioel Tnv
TEPIAYNON TOU JECW TOU KOUUTTIOU Resume, €dv 1o €mOUuEi va peTa@epBei 01O apxIkd
pevou TratwvTtag 1o KoupTti Main Menu 1 €dv BeAei va ortapatiocel Tnv TTeEPIRyNon
KAgivovtag trapdAAnAa 1o Tpdypapua TTaTwvTag 10 Quit. AKOUO TOU TTOPEXETAl N
emAoyn va yivel oiyaon (Mute) oto pouoikd KopudTi To oTroio Kal Traifel. KaB’oAn tn
JIGPKEIQ TNG TrEPIRYNONG 0 XPRoTNS atmolapBdvel Tnv 7" Supgwvia Tou Beethoven, 1ol
woTe va yivel n atpdoeaipa TG TTEPIyNONG TTO €uxdpTIoTn Kal evola@Epouca. Tnv
Mouaoikr) Aoitrdv auTr) o xproTng £xel Tnv duvatoéTtnta va Tnv kdvel Mute pyéow tou Pause
Menu.

lMNa tnv dnuioupyia Tou Pause Menu xpnoipgotroim@nkav 1o Panel Ul Object kai 1o
Button Ul Object Tou Unity, kaBwg kai To avtioToixo script.

ame Paused

Eikova 3.6 : To Pause Menu
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3.5 Trigger Zones ka1 cuAAoyn TTAnpo@opIwV

lMNa TNV KaAUTepn TTapoxr TAnpo@opiwyv, aAAa Kal TRV KaAUTEPN AciIToupyikdTNTA TNG
TIVaKoBnkng, €xouv xpnoigotroinBei trigger zones. Ta trigger zones egival kAtolol
“Xwpol” oI OTroiol EVEPYOTTOIOUV KATTOIEG ETTIAOYEG, MOAIG avTIAn@Bouv &1 0 TTaikTNG
elIoépxeTal o€ autoug. O €Aeyxog TnG €106d0u yivetal yéow TNG €TaPAG (collision) Tou
QVTIKEIMEVOU TTOU €XEI XOPAKTNPIOTEI WG TTAKTNG ME TOV VOEITW autd Xwpo. Ta trigger
Zones TToU XEIPICETAI N CUYKEKPIPEVN EQAPUOYT XPNOIMOTTOIOUVTAL:

-0€ OAOUG TOUG TTIVAKEG ETTITPETTOVTAG OTOV TTEPINYNTH va AABEl TTANPO@OpPIES yia Tov
EKAOTOTE TTiVAKA.

-0€ OAeg TIG TTOPTEG, EAEYXOVTAG €AV O TTAIKTNG EICEPXETAI 1) €EEPXETAI ATTO TO trigger
zone, avoiyovTag Kal KAEivovTag avtioToixa Tnv mopTa.

-0€ KATTOIO OUYKEKPIYEVA ayAApaTa divovTag TTANPO@OpIES yia auTd.

-0€ €vav XapakTApa TTou €TAEXONKE yia va eu@avidel TIG TTANPOPOPIES VIO TOUG XWPOUG
TNG TTIVOKOBRKNG.

-0¢€ U0 €EWTEPIKA aydApaTa Ta oTroia pag divouv YEVIKEG TTANPOPOpIES YIa TO project.

Eixkéva 3.7 : Trigger Zone o¢ mopTa

2TIG TTOPTEG £XOUV XpnoihoTtroinBei trigger zones Ta otroia gival YEPOG TNG OVTOTNTAG
TNG TTOPTAG, EVW YIA TOUG TTIVOKEG, OTTWG Kal yIa Ta aydAparta £xouv dnuiopynOei wg
EexwpioTtn ovtdTNTA, N oTToia Kal AAANAETTOPA PE TNV OVTOTNTA TTIVAKAG YIa TNV EUPAVION
TWV TTANPOPOPIWV Kal TNV OUVAMIKH aAAayn TNG €IKOVAG.
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Eikéva 3.8 : Trigger Zone og TTivaka

2TO OUYKEKPIYEVO TTauXVidI, Ta trigger zones evepyoTrolouvTal 6Tav £€pBouv o€ €TTaQr PE
TOV XapaKTApa Tou Traixvidiou. Tote gugavidouv €va ufivupa oto XpAoTn, divovTtag Tou
KAtToleg TTANpoopieg 1 €mAoyEG yia aAAayr €ikovag. H diaxeipion autwv Twv
QVTIKEIMEVWY, YiveTal JEow scripts ypapuévwy oe yYAwooa C#. Otrwg avagépbnke ot
Tponyouuevo ke@dAaio To Unity 3D utrooTtnpilel scripts ypappéva oe yhAwooa C# n
Javascript. 210 Tapov project emAEXONke n C# Adyw utrdpxouoag e€oiKeiwong YE TN
OUYKEKPIPEVN YAWTOQ.
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3.6 Mepiqynon ka1 Auvapikog poAog XxpnRotn

Kard tnv ekkivnon Tou Traixvidiou, eJ@avifeTal 0 XapakThpag Tou Traixvidiou, o€ 3rd
person view, TovV OTT0i0 0 XProTNG EAEYXEl MEOW TOu TTANKTPoAoyiou. H gugpdvion Twv
OI0QOPWV TTANPOPOPIWV UTTOPEI va YiVEl YE TN METAKIVION TOU XAPOAKTAPA OE ohuEia
o6tou BpiokovTtal trigger zones. Ekei epgavifovial ato Xpriotn ol TTANPOPOpPIES yIa TIG
OTT0iEC EVOIA@EPETAI O XPHOTNG.

Hello and welcome'to the Gallery.

In the room on your right you can find
the paintings @ Rembrandt.

Eikéva 3.9 : Trigger ye egpdvion TANPoQopIwv

AvTioTOoIXO PE TNV €UQAVION TTANPOPOPIWV YEVIKA PE TRV TTIVAKOBNKN 0 XpROTNG €Av
TANCIAoEl ApKETA £vav Trivaka Ba evepyoTrolfoel TO trigger zone Tou €KAOTOTE TTivaKa
Kal Oa ytropéoel va Ogi TTAnpo@opieg yia autov.

Ooov agopd Tov duvauikdé pOAo Tou XPAOTN, AUTOG Yivetal avTIAnTTTOg pEow duo
XOPAKTNPIOTIKWV.

Katapxdg o1 TAnpo@opieg Tou eu@avifovral oToug TTIVAKESG, KOBWG Kal Ol AOITTEG
TTANPOQOpPIiEG TTOU YyivovTal euPaveic YEow Twv trigger zones €ival ypapuéveg oe .txt
apxeia. Auto onuaivel TTwg TT.X. OTAV O TTAIKTNG EICEPXETAI OE €va trigger zone Trivaka,
TO TraIxvidl TTagi KAl QOPTWVEI TA TrEPIEXOUEVA TOU pop-up Trapabupou atmod €va
OUYKEKPIUEVO apxeio aTov utToAoyioTr (UTTapyoUv EexwpIoTd .ixt apxeia yia kdOe trigger
zone). 'ETal AoITTOV €AV KATTOI0G €TTIOUMET VO AANAEEI T TTEPIEXOMEVA TOU OUYKEKPIUEVOU
pop-up TapaBupou, TO MOVO TTOU €xel va kdvel €ivar va Trdel oto folder &étou
@uAdooovtal 6Aa Ta .txt apxeia, va Bpei autd Tou oTroiou e€TMBUMEl va aAAdgel Ta
TEPIEXOMEVA, VA Ypawel OTI emBuuEl o idlog kai n ahAayr autr] Ba @opTwOei autéuata
OTO TTaIXVidl.
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Room Information.txt X \ v i
1 Hello and welcome to the Gallery.

In the room on your right you can find
the paintings of Rembrandt.

In the room on your left you can find
the paintings made by Vincent Van Gogh.
In the last room straight ahead you can
find paintings by various other artists.

SOV~ b WN

=

Have a nice time.

Eixkéva 3.10 : Text apxeio pe TIG TTANPOQPOpPIES TNG TTIVOKOBAKNG

‘Eva dAAO XapakTnpIoTIKG TNG QUVAMIKNAG QUONG TOU CUYKEKPIMEVOU project €ival n
duvartoétnTa aAAayig lkévag oe dtrolov Trivaka €mOupei, dnAadr n autduartn eéPTWON
Kal EPQAvIoN €vOG VEOU TTivaka oTnv B€on Tou emmiAeydpevou. KABe gopd TTou o TaikTng
EI0EPXETAI OTO trigger zone €vog TTivaka, TO TTaIXVidl Tov pwTd €Av €mIOUUET va aAAAgEl
TNV €ikéva (Do you want to select a new image?). Edv o xprjotng marnoel 1o 6xl (no)
TOTE O TTIVAKAG MEVEODI WG EXEN, EVW €AV ETTIAECEI va TTATAOEI TO Val (yes) TOTE epgavieTal
10 TTaPdBupo yia va Kavel avalrtnon otov utroAoyioTh (€ikova 3.12) kai Tou diveTal n
duvartoéTtnTa va eTIAEEEl OTTOIO EIKOVA ETTIBUUET ApKEi va gival TNG HOPYRS .jped. AuTh n
vEéa €IKOVA QOPTWVETAI OTNV BE0N TNG UTTAPYXOUCAG HECW TNG AAANAETTIOpACNG TTOU E£XEI
10 Object Tou TTivaka ue 10 avrioToixo trigger zone.

Select new image?
Do you want to select a new image?

No

Eikéva 3.11 : EpwTtnon yia eiIcaywyn €IKkévag
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11600814-3.pdf
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Eikéva 3.12 : MapdBupo yia eTTIAOYA €IKOVAG
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4. ZYMIMNEPAZMATA

‘YoTtepa atrd TO TEPAG TOU CUYKEKPIPEVOU project utropw va mw, TTwg doov agdpa TV
Unity 3D, auti armoteAei €va oAU duvartod, e0xpnoTo Kal agldmmoTo pyaAgio yia Tnv
dnuioupyia 3D epappoywv kal Traixvidiwv. Ooov agopd To CUYKEKPIPEVO project, auTd
€Xel OnUIoUPYNBEi uE OKOTTO TNV XPrION TOU YIA EKTTAIOEUTIKOUG OKOTTOUG WG HI WNPIOKA
mEPIRYNON MHiag TIVaKoONKNG. AUTO, ME TIG KATAAANAEG METATPOTTEG WMTTOPEI va
xpnoigotroinBei A va atroteAécel BAOn yla QVTIOTOIXEG EQAPUOYEG TTPAYMATIKWV
Mouaogiwyv, TTou Ba KAvel euxdploTn Kal OI0oKEDATTIKY Hia TUXOV ETTIOKEWN EKEI.

Eivar aAiiBeia o1 n wn@lok TEXVOAoyia oAoéva kal TTeEPICCOTEPO CUVETTIKOUPEI OTO
EKTTAIOEUTIKO €pyo. QOTOC0O0, OKOPN KAl CAPEPQ, N €Tionun eKTTAIBEUTIKN diadikaaoia,
KUpiwg péoa atrd 1o oxoAeio kal OeuTEPEUOVTWG aTrd Ta pouceia, divel Bapltnta o€
TapadooiakoUg TPOTTOUG PETADdOONG TNG yvwong. Ta epyalgia gival Kupiwg Keipeva Kal
eIkdva OTATIKA Kal KATd TTEPITITWOEIG, KIvoupevn (Taivieg). BeBaiwg utipxav mravra
EKTTAIOEUTIKOI OAAG KAl OTEAEXN PouoE€iwv TTou oxedialav eKTTAIDEUTIKA TTPOYPANMATA HE
oTOX0 TN dieEaywyn TNG eKTTAIdOEUTIKAG OladIkaaiag Pe TTalyviwdn TPOTTOo, A&loTTOIWVTAG
600 1O Ouvatdv TreEPIocOOTEPEG OegIdTNTEG TOUu Traidiou. EvtouTolg, otnv mpdaén n
ekTTaideuon UTPEE KUPIWG KEIMEVOKEVTPIKN], EVW TTOAU dUOKOAa cuvdualoTav n pdénon
ME TNV guxapiotnon. To kevd @Avnke OTI Ba pITOopoUlce va KaAUEBei amd Wyuxaywylko
EKTTAIOEUTIKO Aoyiopikd TTou pe OEAeap T dlackEdaor, Ba TTpdoPepe TEAIKA OTOUG
MaONTEG-XPAOTEG Wuxaywyia Kal popewaon. H ekmaideuTikh KoivodTnTa avabewpnoe TV
apxIKA oTPaTNYIKN TNG 6TAV, OE AVTIOIOOTOAN HE TN METPIA ATTODOXI) TWV ATTOTEAECUATWY
TWV OIKWV TNG TTPOCTTABEIWY dNUIOUPYIOS WPUXAYWYIKOU-HOPPWTIKOU UAIKOU, €BAETTE TNV
EKPNKTIKA ETTITUXIO TWV TTPOIGVTWY TOU €UTTOPIKOU Topéa. O TEAEUTAIOG, EKUETAAAEUBNKE
dpioTa TNV avdykn amédpacng avnAikwyv Kal evnAiKwy atrd Tnv KadBnuepIvoTnTa, Kabwg
Kal TNV avdykn dIdkpiong 1 eEwTtepikeuong ouvaliobnudtwy Biog K.d. ‘Etol, amd moAu
vwpig eTévduoe oTn dIAOKEDAON Kal UIOBETNOE TIG VEEG TEXVOAOYIEG TTPOKEIUEVOU va
OlEUPUVEI TO AYOPACTIKO KOIVO.

EidIKa oxediaopéva yia eKTTAIOEUTIK) XPHON NAEKTPOVIKA Traixvidla uTropouv va
TTPOCPEPOUV YVWOEIG KAl EPTTEIPIEG oTO TTaIdi HECA ATTd pia diaokedAaTIKN) dladikaaia,
€101 AoITmOv Kal pia wn@iakn Trepinyng €vog pouceiou TTOAAEG @opég Ba @avei Tio
O1aokedaoTIKA aTmd Hia Kavovikh KaBwg Ta Taidid oTnv €ToX MOG €xoUv ouvdEael Ta
NAEKTPTTVIKA TTaIXVidIa KAl EQAPHOYEG PE TNV DIaoKEDAON.

Etol Aoirov Byaivel 10 cuptrépacpua OTI Ta NAEKTPOVIKA Traixvidla dev TTPETEI va
@TIAYXVOVTAl PE ATTOKAEIOTIKO OKOTTO TNV avoucoia dIackEdAon. YTTApYXOouV, Kal UTTopouvV
va dnuioupynBolv akdua TePIcoOTEPA TraIXVidla Ta otroia cuvdIdlouv TNV yvwon HE
TV Ol100KEDAON, ATTAITWVTAG TTOANEG POPEG ATTO TOV XPHOTN VA XPNOIUOTTOINCEl TNV
egutrvada tou. Méoa atro tTnv dnuioupyia TOU CUYKEKPIYEVOU project TTapaTtripnoa Twg
EYw 0 idI0¢ TO OlIOOKEDACA TTAPATTAVW ATTO AUTO TToU Ba TTEPIPEVA, KABWG XPEIAOTNKE
TTOANEG POPEG va DOUAEWEL N pavTacia, WoTe va Byel TO €MOUPNTO ATTOTEAECHA.
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MINAKAZ OPOAOTIAZ

ZevOyAwooog 6pog EAANvik6g Opog

3" Person View

IMpoBoAn aixvidiou o€ TPITO TTPOCWTTO

Audio Listener

Akpoartn fixou

Browser Mpdypapua mepIynong

Collision Emapn

Collision Detection Method Mé£B0odog avixveuong cuykpouong
Components 2 ToIXEIa

Developer [MpoypapuatioTig

Debug ‘EAeyxog o@aApdTwy

Editor 2 UVTAKTNG TTPOYPANHATICUOU
Event 2UpBav

Game Engine

EpyaAcio avdatrTuéng maixvidiwv

Live Preview

ZWwVTavr) TTPOETTICKOTTNON

Main Menu KUpio pevou

Mute 2iyaon
Non-Kinematic Mn-KIvnuaTikn
Packages MakéTa

Project ‘Epyo

Scene 2KnNvA

Scene Files Apxeia oknvng
Scripts ApXeio KWAIKAG

Tag ETikéTa

Trigger Zone ZWvn EVEPYOTTOINONG
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2YNTMHZEIZ — APKTIKOAE=A — AKPQNYMIA

2D Two-Dimensional

3D Three-Dimensional

API Application Program Interface

EKMNA EBvik6 kai KatrodioTpiakd Mavemiotiuio ABnvwv
IDE Integrated Development Environment

0OS Operating System

Ul User Interface
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