Scripting o Unity

Mépocg 1°




Kavovac

class = component = class -«



Opatotnto medLwV

* KaBe script mou Pptiaxvou e amoteAeltoL amo pa
public kKAdon n omota replExeL medla TOU UMOPEL
va eival public, private n og aAho eninedo
OpOTOTNTOLC.

 >Ta scripts Tou Unity n opatotnta £XEL KOLL TILO
MPAKTLKA onupaotia, KaBwc av Karmolo edio
onuelwBel we public Ba elval mpooBacipo amo to
avtiotolo component tou otov editor.



Awake(), Start() & Update()

* Kata tn dnuioupyia evoc script to apyeio €xeL nén
neoa U0 AOELEC CUVAPTNAOELG: TN CUVAPTNON
Start() kat tn ouvaptnon Update().

* Onw¢ dnAwvouv Kal ta oxoAla tavw armno Kabe
ouvaptnon, n Start() kaAeiton pio popa otav
Eekvael To oy vidL evw n Update() kaeiton o€
KaBe frame.

e Elval mpodavec nwc kaBwce n Update() ekteAeital
o€ kaBe frame eival kaAo va amodevyovtol
XpovoBopec Kol KooTtoBopeC SLadLKACLEC EVTOC TNC
ouvaptnonc.




Awake(), Start() & Update()

* H ouvaptnon Awake() emiong npoodEpeTaL amo to
API kal Asttoupyel mapopola pe tnv Start() aAAa pe
Vv €€nc dtadpopa: Av to component eival disabled,
n Awake() Oa kKAnBet, evw n Start() Ba KAnBel tn
nPwIn $opa ov To component yivel enabled.

* JnuelwveTal mwc N Awake() kaAeital tpLv TNV
Start().



Awake(), Start() & Update()

* H Update() €xel emiong Vo mapaAAayec: n
FixedUpdate() kat tn LateUpdate(). O tpomoc
AELToUpyLaC TOUC lval Ttapopolog (KaAouvtal o€ TaKTA
XPOVLIKA StaotApata) aAAd EXOUV KATTOLEC
S1a.hopOTIOLNCELC TTOU TLC KaBLoTOUV XPHOLUEC VLA TTLO
OUYKEKPLULEVEC OLadLKkaolec.

* H FixedUpdate() kaAettal oe otaBepa xpovika
Sdlaotnuata avapeoa o€ frames Kol XpnoLLOTIOLELTOL
KUpLWG yLa Stadikaoieg mou adpopouv physics.

* H LateUpdate() kaAeitat o kaBe frame aAAd adou
kAnBel n Update.



Awake(), Start() & Update()

* Video tutorial ywa tic ouvaptnoesic Awake() &
Start(): Awake() & Start()

* Video tutorial yia tic ouvaptnoelc Update() &
FixedUpdate(): Update() & FixedUpdate()



https://unity3d.com/learn/tutorials/topics/scripting/awake-and-start?playlist=17117
https://unity3d.com/learn/tutorials/topics/scripting/update-and-fixedupdate?playlist=17117

Vectors

* [ToAAa otolxeia oto API tnc Unity xpnolpomotolv
KaroLa popdn SLovuoUATwWY yLa TV avarmapaotoon
TOUC.

e Av Kkall Ta Stavuopata €€ oplopov SLaBETouy
KatevLBuvon Kat LETPO, oto IeEpLBAaAAov tnC Unity
XPNOLUOTIOLOUVTOL KOL YLOL VO AVOLTTOLP OO T OOUV ONUELQ,
N omtAA WC Yo SO TIOU TIEPLEXEL TPELC TIPAYULOATLKOUC
aplOpouc.

e OL KAQOELC TTOU Xpnotluormolel n Unity yua
avamnapaotaocn Twv Stavuopatwy ivol ot Vector?,
Vector3, Vector4 mou avtiotolyouv og dtavuopata 2,3
Kol 4 SLAoTACEWV.



Vectors

* [Lla mapadeypa, o eva Transform, n 6€on tou
(position) elvall eval avtikeipevo tumou Vector3 mou
dnAwvel tnv amnootaon tou arno to (0,0,0) oe kabe
aéova. Qoto00, Kal N eplotpodn Tou dnAwveTal
oav Vector3 (mepimou) mou avamapLloTta T YWVLIEC
nepLotpodnc Touv o KABe asova, aAAd Kol n
KALLLOLKOL TOU avTLOTOLKEL o€ €va Vector3 w¢ to
LEyeBOC Tou og kABe aoval.

* TOOO TN neplotpodr 000 Kal T KALpaka Sev €xeL
vonua va TL¢ Tautioov e pe dtavuopata pe popa
Kol pEyeBoc aAla amAa cav pla cuAAoyn TPLWV
apLlOpwv.



Vectors

* Baowka nedlo twv KAAoswv 1tou Ba po
QTaoXOANCOUV £lval auTta Tov adopouV TNV

KatevBOuvon kol amoteAovy static media tng kabe
KAdonc.

* Tétola rtedia eiva ta Vector3.up/down,
Vector3.right/left, Vector3.forward/back

* JNUELWVETOL TTWCE N KAdon Vector3 elval Lo o

eldkn popdn tnc kKAaonc Vector2 kat paAota
KANPOVOUEL oo avutn.



Vectors

* Kavovikorotnpevo dtavuopa: SLavuopa To Omoio EXEL
HETPO Loo pe 1. KaBe avtikel EVO TUTOU
Vector2/Vector3 €xeL eva nedio “normalized” to omoio
erotpedel Stavuoua idlou tumou kat KatevBuvong,
aAAA pe povadlaio HETPO.

* To petpo (magnitude) urtoloyiletal HECW TOU
nuoayopeiov BewpnHaTog, OTOTE €lval Loo e TN pila
TOU a9pOoLlopaTOG TWV TETPAYWVWVY Kabe
OUVTETOYHEVNG. MEoa armo v KAQLON unopa va
npooreAaoTeL oo to nebio “magnitude”. Qotogo,
eneldn N mpagn g TETPAYWVIKAG pilag eival O
Kooro%opa yla OUYKPLOELG XpnoLuoroLeital To nedio

“sqrMagnitude” TOU AVTLOTOLXEL OTO TETPOYWVLIOUEVO

UETPO.



Vectors

* TNV KAQLON ETILONC EUTIEPLEXOVTOAL TIOAAEC
OUVOPTNOCELC IOV adopolv ota SLavuopata OTwC:
* fwvia petaty dtavuopatwv: Vector3/2.Angle(...)
* Eowteplko ywvouevo: Vector3/2.Dot(...)
* E€wteplko ywvopuevo: Vector3/2.Cross(...)
* Anootaon:Vector3/2.Distance(...)



Vectors

* Video tutorials yla tov tpomo Aettovpylog Twv
vectors:
e Game Math Theory - VECTORS arno Brackeys
* VVectorMaths amno Unity



https://www.youtube.com/watch?v=wXI9_olSrqo
https://unity3d.com/learn/tutorials/topics/scripting/vector-maths?playlist=17117

Quaternions

* Av KoL evtocg Tou editor n mepLlotpodn evoc
QVTIKELUEVOU EKPPALETOL WC TO CUVOAO TWV YWVLWV
nepLoTpodnc Tou w tpo¢ kabe atova, EVvtog Tou
API n meplotpodn evoc avTtlKeELPEVOUL (rotation)
ekppaletal pEow TS KAaonc Quaternion
(tetpabovio).

* To TETPAOOVLO OTTOTEAEL YEVIKEUMEVN HOP DN TWV
YOO LKWV opLlOLWV KOl YEVIKOTEPOL ELvaL pLa
TTOAUTIAOKN HOONUOTLKA EVvOLlal LE TNV OTtola OEV
XpeLaletal va aoXoAnBou .



Quaternions

e Avtiyla quaternions, &divetat n duvatotnta va
Xpnotpormoln®ouv oL ywviec wc npocg kabe afova,
OTIWC £lval Kal vtoc tou editor.

e Av kot to mtedio rotation evoc Transform eiva
Quaternion, vrtapyel eva ntedlo EulerAngles to
ortolo eival Vector3 kol avtiotolyel akplpwc oe
QUTO OV avarmaplotouv ta media tou editor.

* Eva Quaternion pmnopet va emiotpeP el to
avtiotowo Vector3 dtavuopa peow tou niediou
“Euler”.



Instantiate() & Destroy()

* H cuvaptnotn Instantiate() tou APl xpnotpomoteital
yla va epdoavioel eva GameObject otn oknvn o€
dedopevn tomobeoia kat pe dedopevn kAlon.

* Avtiotolxa, n ouvaptnon Destroy() xpnotuomoteital yia
Vol KOTOOTPEP EL EVA AVTLKELMEVO OTTO TN OKNVH, ELTE
apeoa eite adoul MEPAOCEL KATIOLO XPOVLKO OLACTNLLAL.

e OL CUVOPTNOELC AUTEC, AV KOLL XPNOLUEC, KOAO Ba NToav
va xpnotpormotouvtal pe dpedw. O Aoyoc eival mMwc To
va dSnuLoupyouvtal ) vo KAtootpEPovtal AUECA, OTN
Sdlapkela evoc frame, avtikeipeva tou ivoll apkeTa
NEPUTAOKO UTTOPEL VAL EXEL OLPVNTIKO AVTLKTUTIO OTNV
arodoon.



Instantiate() & Destroy()

* Video tutorial yia tn ouvaptnon Instantiate():
Instantiate() amo Unity

* Video tutorial yia tn ouvaptnon Destroy():
Destroy() amo Unity



https://unity3d.com/learn/tutorials/topics/scripting/vector-maths?playlist=17117
https://unity3d.com/learn/tutorials/topics/scripting/destroy?playlist=17117

GameQObject

* KaBe avtikeipevo otn oknvn eival eva GameObject,
KOlL, CUVETIWC £XEL TO AvVTLOTOLXO component/kKAdon UE
To (610 Ovopa.

* H cuykeKkplpevn KAAon €xeL media tov adopouv 1o
KAOe aVTIKELMEVO WC OVTOTNTA, OTIOTE TEPLAALBAVEL TO
OVOLLOL TOU QVTLKELMEVOU, OV ELvaL EVEPYO N OXL LECAL
oTn oknvn Kat Aowrtec mAnpodopiec tetolac pUoEwWC.

e Y& KOBe script mou dnuLloupyeital, uTtapxeL To edio
“gameObject” To omolo €lval Eva avtlKeLpPEVO TUTIOU
GameObject kal avadEpPETAL OTO AVTILKELLEVO TO OTOLO
£XEL TO TTAPOV Script.



GameQObject

* Video tutorial mavw otnv evepyomoinon tTwv game
objects: Activating Game Objects amo Unity



https://unity3d.com/learn/tutorials/topics/scripting/activating-gameobjects?playlist=17117

Transform

* H ouyKeKpLUEVN KAQON OITOTEAEL piat oo TLG TILO
KOLWVEC KAAOELC, KaBwC KaBe oxedov avtikeipevo
nepLEXEL To component Transform.

* H kAaon avtn kaBopilel TIC LOLOTNTEC EVOC
QVTIKELLEVOU WC EVO OVTLKELLLEVO OTOV XWPO.
AnAadn, mpoodlopilel otolxela ontwe n 6€on, n
nepLotpodn Kot N KALLOKO TOU OVTLKELMEVOU, OE
TOTILKEC KOl TIAYKOOLEC CUVTETAYUEVEC, EVW
TEPLEXEL KOl AELTOUpYLEC TTOU aipopoUV OTN
LETakivnon N meplotpodn Tou.



Transform

e Onwc kot e tn kKAaon gameObject, og kaBe script
rnou dnuLovpyeitatl umtapyxet eva edio “transform”
TO OTIOLO €lval Eva AVTLIKELLEVO TNC KAAONC
Transform to omolo adopd 0TO AVTLKELUEVO TTOU
TIEPLEXEL TO Script.

* Ta Baowka rtedia evoc Transform w¢ mpoc TLg
LOLOTNTEC TOU OTO XWPO £lval ta €€NC:

[MayKOOUIEC CUVTETAYUEVEC TOTUKEC CUVTETAYHEVEC
@¢on transform.position transform.localPosition
Meplotpon) transform.rotation transform.localRotation
transform.eulerAngles transform.localEulerAngles
KAipoko transform.lossyScale transform.localScale




Transform

* Opola pe ta dlavuopata, urtapxouyv medla tng
kAaoncg transform ta omoia SnAwvouv katelBuvon
WC TIPOC TO LOLO TO QVTLKELMEVO.

e TETowa edia eival we g&€nc: transform.forward,
transform.right, transform.up

* Tat back, left, down 6&v 6ivovtal, wotoco pnopouv
vo. uTtoAoyLlotouv ntoAAammAaoialovtac To
nopanavw dtavuopota pe -1.



Transform

e XpNoLlUeC cuvaptNoeLlS TN kKAdong Transform sivalt ot
NG
* transform.Translate(Vector3 translation): petakivet (mpoktika
TNAepETADEPEL) TO QVTIKELLEVO OTN KaTeLBLUVON TOU

Sdlavuopatoc translation kot tooec povadec 00EC TO HETPO
Tou Slavuopartocg translation.

* transform.Rotate(Vector3 eulerAngles): neplotpedel 10
QVTLKELLEVO WC TIPOC ToV afova Ttou opilel To dlavuoua
eulerAngles katd TO0EC poipec O0EC TO HETPO TOU
Sdlavuopatoc.

* JNMUELWVETOL TTWC QLUTEC OL CUVOPTHOELC EXOUV KoLl
oplopeva overloads, onote dev eival amapoaitnTo Mwe
Ba kaAouvtal omwc avadepOnKe.



Transform

* Video tutorial yia tic ouvaptnoelg Translate kau
Rotate tn¢ kAaong Transform: Translate and Rotate
aro Unity



https://unity3d.com/learn/tutorials/topics/scripting/translate-and-rotate?playlist=17117

Rigidbody

* To Rigidbody amnoteAel facikd component kaBwc
glval ouTO 1oV TIPooOLOEL HUOLKEC LOLOTNTEC O€E Eval
QVTIKELMEVO, OTIWC TN duvaTOoTNTA VO SEXETAL KL VAL
QOKEL SUVAHELC.

* H avtiotowyn kAaon nieplhapPavel nedia mou
adopoUV AUTEC TLC PUOLKEC LOLOTNTEC, OTIWC TNV
ETILTAXUVON TOU OVTLKELMEVOU, KOBWC KoLl
OUVOPTNOELC YLt Aoknon SUVAUEWVY OTO
QVTIKELEVO.



Rigidbody

e Emteldn Oev eival amapaoaitnto mwc kKabe avtikeipevo Ba £xeL
eva rigidbody component, v uTtap)EL TILOL KATTOLO ETOLUO
niedlo rmovu va anevBuveTal o€ aUTO To component yLo KAOe
QVTLKELEVO, OMWC ta transform/gameObject.

* To rebilo OV XpnoLUOTIOLELTOL TTLO cuxva ival To rb.velocity
TO OTOLO ETLOTPEDEL TNV TAXUTNTA TOU OLVTLKELLLEVOU OF
nopon Vector3.

* H ouvaptnon tng KAdong rov adopd otnv aocknon Suvaung
OTO QVTLKELMEVO €lval N €ENC:
* rb.AddForce(Vector3/2 force)

n omoila aokel SUvaUN 0To AVILKELYLEVO oTnNV KateLBuvon
Tou Slavuopatoc force kat pe peyebBoc avtiotoL o Tou HETPOU
ToU.



Rigidbody

* JNUELWVETAL TTWC ETELON N TIPOCOOLWON PUOLKWV
dlotntwv dtadepetl amo tov 3D otov 2D Ywpo, yLa
2D otolxela xpnoLlpomoleital To component
Rigidbody2D pe avtiotowa media kaL cuvopPTNOELC.



INnputs

* low¢ TO TILO ONUOVTLKO KOMMATL TNC SLtadpaone UE TO
riovioL elvat n Suvatotnta ekywpnong eLocodou amno
TOV TtAllKTN, HECW TOoU TIANKTPOoAoylou, TtovTLKLoU N
aAAou pHEoOU.

* Alvovtal toANol SLadopeTIKOL TPOTIOL AVIXVEUONC
KArmolac L.codou too0 o€ popPpn KANCEWV
ouvoptTNoewv (static cuvaptioelc tnc kKAdonc Input)
000 Kol 0€ popdr oplLopol oLVAPTNOEWY UE
OUYKEKPLLLEVO OvoQL.

e OL €AeyyolL yla elcodo HEOW TWV CUVAPTHOEWV yivovtal
ouvnNOwc otnv Update kaBwc BEAoupe 0 EAeyyoc yLa
eloobo va yivetal os kaBe frame.



INnputs

e OLTILO oUYVOL TpOToL avixveuonc eLcodoU eLval e
TNV KANon Twv €€N¢ OLUVAPTNOEWV:

* Input.GetButton(string buttonName)
* Input.GetButtonDown(string buttonName)
* Input.GetButtonUp(string buttonName)

* Input.GetAxis(string axisName)
* Input.GetAxisRaw(string axisName)

* Input.GetKey(KeyCode key)
* Input.GetKeyDown(KeyCode key)
* Input.GetKeyUp(KeyCode key)

* Input.GetMouseButton(int button)

* Input.GetMouseButtonDown(int button)
* Input.GetMouseButtonUp(int button)



Inputs — Input.GetButton

e H ouvaKpLuévn ouvaptnon smorpéd)et bool Tou
OTTIOLOU N TLUN s&aptarou aro ™ napaMavn ™Nn¢
Guvapmcnq, KoL Tcoupva oav optoua TO OVOUOL EVOC
KOUUTTLOU, OTIWC £XEL OPLOTEL O ToV input manager
Tou editor.

e OLmapaAAayeEc eival ot €nc:
* Input.GetButton(string buttonName): KaAeital 600 1o kouurti
Tou avtlotolxeil oto buttonName pEvel matnpevo.

* Input.GetButtonDown(string buttonName): KaAeitow otav
natnOel to kKouvurni mou avtiotoel oto buttonName.

* Input.GetButtonUp(string buttonName): KaAeitaw otav o
TOLKTNG OTOLLOTIOEL VO TIATAEL TO KOUUTTL TTOU OVTLOTOLXEL OTO
buttonName.



Inputs — Input.GetButton

e Baolkad ovopotal KOUMTLWY €lvall Ta €€NC:
e “Jump” : Avtiotolyel oto space
* “Firel” : AvtLOTOLXEL OTO OPLOTEPO KALK TOU TTOVTLKLOU
e “Fire2” : Avtiotolxel oto O&€l KALK TOU TTOVTIKLOU
e “Fire3” : AVTIOTOLXEL OTO HECALO KALK TOU TTOVTLKLOU

* H ypnon twv ouvaptnoswyv GetButton eivat yevika
KaAutepn ylati Sivel Tn duvatotnTa oToV IAKTN va
aAAaéel ta bindings twv MANKTPpWV.



Inputs — Input.GetAxis

* AuTn n oUVOPTNON ETULOTPEPEL TPAYUATIKO aplOUO aro
'E,Cé -1 pexpL to 1 KAl malpveL ooV OPLOLAL TO OVOLOL EVOC
acova.

* O aplOuoc nou enLoTpePEL AVILOTOLXEL oTNV €loodo
mou 600nke Baocel tou dedopevou agova. 1.x. pe Tov
aéova “Horizontal” emwotpedetal -1 av o malktng
TOTAEL TO ApLoTePO BeAakt n To "A” kot To 1 av natael
To 6eél BelakL n to “D”. T eVOLAUETEC TLUEC TLC TTALPVEL
wC¢ ypnyopn HetaBoon npoc Tig TLpeg -1 kot 1.

* Ztn popodn Input.GetAxis(string axisName) eruotpedel
TIMEC O€ OAO TO daopa Tipwy [-1,1].

* Me tn ntapaAdayr) Input.GetAxisRaw(string axisName)
EMLOTPEPOVTAL LOVO OL TIHEC -1, O kaut 1.



Inputs — Input.GetAxis

* JUXVQ XPNOLLLOTIOLOUEVOL ALEOVEC ElvaLL:

* “Horizontal” : “A” /4= yia aplotepa, “D” /= yia de€la. H
GetAxis emiotpedel 1 yia He€la kal -1 yla aplotepa.

e “Vertical”: “W” /4 ywa navw, “S”/ § yia kdtw. H GetAxis
eTLOTPEDEL 1 yla Ttavw Kot -1 yLo KATw.

* “MouseX”: A¢ovoc nov adpopd otn Kivnon Tou TOVTLKLOU
otov aova X. H GetAxis eriotpedel 1 av To TTOVTIKL
KWeltal mpog ta 6e€a kat -1 av Kweitatl mpocg ta
aploTePA.

* “MouseY”: A¢ovoc rmou adopd otn Kivnon Tou TTOVTLKLOU
otov atova Y. H GetAxis emiotpedel 1 av To MOVTiLKL
KLWVELTOL TTPOC TA TTAVW Kol -1 av KLWeltal mpoc ta KATW.



Inputs — Input.GetKey

e AUTH N OLKOYEVELO CUVAPTHOEWV AELTOUPYOUV UE TIAPOLLOLO
TPOTIO E TNV OLKOYEVELA Input.GetButton, pe tn Stadopa
OTL adopoUV HOVOo £L0050 Ao TTANKTPOAOYLO Kol LAALoTa
ue hard-coded tpomo, adou naipvouv cav oplopa
OUYKeKpLUEVO MANKTPo amo to KeyCode enumeration.
Enttotpedouv bool mou e€aptatat amo tn mapaiiayn.

e Aev mpoTipaTol emeldn akplBwe dev £xeL tnv eveliéia TG
GetButton.
* ExeL wc mapaAlayEC TIC €ENC:
* Input.GetKey(KeyCode key)
* Input.GetKeyDown(KeyCode key)
* Input.GetKeyUp(KeyCode key)
oL oroiec So0UAEVOUV LLE AVTLOTOLYO TPOTIO OTIWCE AUTEC TNG GetButton.



Inputs — Input.GetMouseButton

* AUTH N OLKOYEVELQ OUVOPTINOEWV ELVaL KOTA
avtiotowyia n hard-coded mAevupa tng eLocodou amo
TO TTOVTiKL. EmlotpEdel bool mou e€aptatat amo tn
KaBe rmapaAAayn, EVw cav OPLOLLA TIALPVEL EVAV
akepato (0, 1 R 2) mou avilotolyoUV O0TO APLOTEPO,
Oeél kal LECOILO KOUUTIL TOU TTOVTIKLOU QVTLoTOoLXAL.

* Kal eOw uTtapyouV oL avTLoToLXeC TTaPAAANOYEC LE
TN AELTOUPYLKOTNTA TTOU avapEPONKE:
* Input.GetMouseButton(int button)
* Input.GetMouseButtonDown(int button)
* Input.GetMouseButtonUp(int button)



INnputs

* Mapadeypa xprnong Twv mopamnavw:
//...
void Update() {
float move = Input.GetAxis(“Horizontal”);
if (move > 0) {//Move right}
else if (move < 0) {//Move left}
if (Input.GetButtonDown(“Jump”)) {//Jump}



INnputs

* Video tutorial mavw otic ouvaptnoelg GetButton
kKol GetKey: GetButton & GetKey amno Unity

* Video tutorial mavw otn ouvaptnon GetAxis:
GetAxis amo Unity



https://unity3d.com/learn/tutorials/topics/scripting/getbutton-and-getkey?playlist=17117
https://unity3d.com/learn/tutorials/topics/scripting/getaxis?playlist=17117

INnputs

e Emtionc moAU xproLpoL TpomoL avayvwplonc eLoodou
elval LE TIC €€ENC OUVAPTNOELC:

e void OnMouseDown()

e void OnMouseUp()

e void OnMouseDrag()

e void OnMouseOver()

e void OnMouseEnter()

e void OnMouseExit()

* OL oUVOPTNOELC AUTEC Sev KaAoUvTal LECO OTTO TO
script. O mpoypapUATIOTAC OPL{EL TO CWHO LECO OTO
script kot n Unity tic kaAel avaloya pe tn KAOe
nepimtwon.



INnputs

e OLouvapTNOELC AUTEC AdOpPOUV CUYKEKPLUEVA TO
OVTIKELLEVO O0TO oTtolo BplokeTal To script, oL
VEVIKOTEPQ TNV €l00O0 ATIO TOV XpNoTN.

* JUYKEKPLUEVQA, OL CUVOPTNOELC
OnMouseEnter/Over/Exit kaAoUvTalL OTOV TO TIOVTLKL
urtaivel, Bploketal ko Byalvel aviiotowyo armo 1n
nepLloxn nov opileL o collider tou avtikelpEvou mou
£XEL TO Script.

e Kata avtiotolxlo, oL CUVOPTNOELG
OnMouseDown/Drag/Up kaAouvtal OToV O TIAKTNC
KAVEL KALK, KPOTAEL TTATNUEVO TO KALK 1 OTALLATAEL VOl
KAVEL KALK avTioToLyo ovVw OTO OVTIKELMEVO.



INnputs

* Video tutorial mavw otn xprion tnc OnMouseDown:
OnMouseDownanoUnity

e \Oyw MaALotepnC ekdOONC TO CUYKEKPLUEVO script
riov epdaviletal oto video dev Ba SouleY el
akpLBWC OTIWC €lvoll, WOTOOO OTO KATW MEPOC TNC
oeAibac €xel documentation yia kaBe cuvaptnon
rniovu avadepOnke, pall pe mapadeiyporta.

* To 1610 LoyUel ko ya aAAa video tutorials oo tn
Unity.


https://unity3d.com/learn/tutorials/topics/scripting/onmousedown?playlist=17117

Find & GetComponent

* KaBwg dev Ba eival mavta EPLKTO 1) TIPAKTLIKO VL
TIEPVLIOUVTAL OVTIKELMEVA KL components pEow public
nediwy, 6lvetal n GuvATOTNTA EVPECHG TOUG HE TN
Xpnon twv cuvaptnoswv GameObject.Find() kot tng
ouvaptnonc GetComponent<T>().

* H cuvaptnon Find eival static ouvaptnon tng K)\aor]q
GameObject kot eruotpedel Eva game object pe Baon
TO Ovoua rtou 600nkKe cav opLopa.

* H ouvag non GetComponent<T> BpioKeTal TO0O0 O€
game objects 600 kot o€ transforms ko anoteAei pLo
generic ouvapTNoN TIOU ETULOTPEPEL TO TPWTO
component Tumtou T mou BPioKeL 0TO {NTOUUEVO
QVTLKELYEVO.



Find & GetComponent

* Video tutorial mavw otn xpnon tng cuvaptnong
GetComponent: GetComponent amo Unity



https://unity3d.com/learn/tutorials/topics/scripting/getcomponent?playlist=17117

Colliders & Triggers

* lowc 10 6EUTEPO TILO ONUOVTIKO OTOLXELO TNC
SladpaotikoTnTaC oTA TTaLYvidLa peTa ta inputs eivatl n
duvatoTnTa va EKTEAOUVTOL YEYOVOTO UE BACN TO OV O
noktne BplokeTal o€ KATTOLOL CUYKEKPLUEVN TLEPLOXN N
av NpOe o€ cUYKPOUGN LLE KATIOLO OVTLKELUEVO.

* [0l TO OKOTIO QLUTO xpnotuonmeitou To component Tou
collider, To omnolo Xpr]OLp.OT[OLELTOLL yLa val OpLGEL LLLaL
TIEPLOXN YUPW OTIO VAL AVTLKELUEVO N oTtoLL
oUUTEPLPEPETAL oAV EUTTOOLO YLa TOV TTOLKTN.

e EvaAAakTLKA, opilovtoc peoa aro tov editor tov
collider wc trigger, n meploxn dev epumodilel pe kamolo
TPOTIO TOV TTOLKTN.



Colliders & Triggers

* Eite to component Aettoupyei oav collider i oav
trigger, uTLAPXEL N SUVATOTNTA LECA ATIO TOV KWOLKA VL
QVayVWPLLETOL TIOTE KOTTOLO QVTLIKELUEVO ELOEPXETAL OF
eva trigger n ouykpovetal pe eva collider kat vo
dlatnpouvtal KATOLEG TANPOPOPLEG OXETLKA HE TO
YEYOVOC QLUTO.

* Mla autr) tn Aettoupyla XpNOLUOTIOLOUVTAL OL EENG
OUVOPTNOELC:

 void OnCollisionEnter(Collision collision)
* void OnCollisionStay(Collision collision)
* void OnCollisionExit(Collision collision)

» void OnTriggerEnter(Collider collider)
* void OnTriggerStay(Collider collider)
* Void OnTriggerExit(Collider collider)



Colliders & Triggers

e O TPOTOC AELTOUPYLOC AUTWV TWV CUVAPTNOEWV Elval
OVTLOTOLYOC ME AUTOV TToU avadEPOBNKE yLa TLC
Guvaptr']caq OnMouseButton kArt. An)\acSr'] dev
KaAovvtal Karmou, arAa opl{ovtal amno Tov
TPOYPOAUUATIOTN ueca oTo script kot n Unity tic kaAel
avaAoya JE TNV teplotaon.

* JNMUELWVETOL TWC VW ol ouvaptnoeslc OnCollision
nolipvouv wc oplopa eva Collision (kAdon mou mepLExeL
nANPodopleC WC TTPOC TN CUYKPOUCN QLVTLKELMEVWV), OL
ocuvoptnoelc OnTrigger mallpvouv w¢ OpLopa Eval
Collider, ocuykekpipeva tov collider mou avnikel oto
QVTLKELUEVO TIOU €LoNABe/eENABE oTNn mepLoxn mou
opileL To trigger.



Colliders & Triggers - OnCollision

* H owoyevela cuvaptrioewv OnCollision mepLexet Tig
£€NC CUVOPTNOELC:
* void OnCollisionEnter(Collision collision): To cwpa g

EKTEAEITAL OTOV CUYKPOUOTEL EVAL OVTIKELUEVO HE TO
OVTLKELLEVO O0TO oTtoio BplokeTal To script e TN ouvaprnon

* void OnCollisionStay(Collision collision): KaAettat 600 to
TPEXOV OVTIKELUEVO eloal o€ emadn pHe AANO QVTIKELHEVO.

* void OnCollisionExit(Collision collision): KaAeital tn otiyun
TTOU TO TPEXOV AVTIKEIHEVO OTAUATIOEL VOl EVaLL TTAEOV OF
emodn UE KATIOLO AAAO QVTLKELUEVO.

* ZNUELWVETAL WG YLo va KANBEL emtuywg karmoLa oo
QLUTEG TLG CUVOPTIOELG Bal TPETIEL TOUAGXLOTOV Eval A0
TOL OVTLKELUEVA TTOU CUUETEXOUV VAL EXEL hON-
kinematic RigidBody component.



Colliders & Triggers - OnTrigger

* Kata avtiotolyia, oL ouVapTHOELG AUTAG TNG
OLKOYEVELOC ELVOL:
* void OnTriggerEnter(Collider collider): KaAeitat tn otiypn mnov

EVOL OVTLKELUEVO ELOEPXETAL OTO trigger TOU AVTLKELUEVOU TIOU
EXEL TO Script pe Tn ouvaptnon autn.

* void OnTriggerStay(Collider collider): KaAeitat 6co eva aAo
QVTIKELMEVO BPLOKETOL EVTOG TOU trigger TOU TPEXOVTOG
OVTLKELUEVOU.

* void OnTriggerExit(Collider collider): KaAeitat tn otypn mou
gval AAAO avTikelpevo ByeL armo tn epLoxn tou trigger.

* ZNUELWVETAL WG YLo va KANBEL emtuywg karmoLa oo
QLUTEG TLG CUVOPTIOELG Bal TPETIEL TOUAGXLOTOV EVa ATTO
TOL CULLUETEXOVTA aVTLKELpEVA va EXEL Eva RigidBody
component.



Colliders & Triggers

e Eme1dn n aviyvevon yia collisions ka ywa eloodo oe
trigger oe 2D mepBaAiov yivetal pe S1opopeTLKO
TPOTTIO, UTIAPXOUV EEXWPLOTEC CUVOPTNOELC yLia 2D
colliders pe tnv €€nc popodn:

* void OnCollisionEnter2D(Collision2D collision)
 void OnCollisionStay2D(Collision2D collision)
 void OnCollisionExit2D(Collision2D collision)
 void OnTriggerEnter2D(Collider2D collider)

e void OnTriggerStay2D(Collider2D collider)
* void OnTriggerExit2D(Collider2D collider)

Slatnpwvtac PuUOLKA TNV LOLa AeLTou pyLlkoTNTA.



Colliders & Triggers

e Erteldn ouyva BeAoue va evepyoTtolouvTal oL
OUVOPTNOELC LOVO QIO OUYKEKPLUEVO OVTIKELLLEVOL
Xxpnotpomotlouvtal ta tags yia eAeyyo. Ta tags oe
KaBe avtikeipevo opilovtal peoca armno tov editor.

e [La mapadeypa:

void OnTriggerEnter(Collider other) { void OnCollisionExit2D(Collision2D col) {

if (other.tag == “Player”) { if (col.collider.tag == “Player”) {
//Do stuff //Do stuff

} }



Colliders & Triggers

* Video tutorial oxetika pe tn Xprion tng cuvaptnong
OnCollisionEnter: Detecting collisions with
OnCollisionEnter amo Unity

* Video tutorial oxetika pe tn Xprion tng cuvaptnong
OnTriggerEnter: Colliders as triggers amno Unity



https://unity3d.com/learn/tutorials/topics/physics/detecting-collisions-oncollisionenter
https://unity3d.com/learn/tutorials/topics/physics/colliders-triggers

