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[TooeTOINAOIA TOL project

» MrTTEiTe OTO www.gameart2d.com Kai KAateRAoTe atto TNV KAPTEAD
freebies, To makero Ninja Adventure free sprites kal 1o fileset.

Home Sprites Tileset GUI Miscellaneous Freebies License More... =

-y UL
. l
.hfﬂgngm‘e o

- 18 tiles

- 13 objects & decorations

- Scrolling background

- File formats: CorelDraw .cdr, lllustrator .ai, EPS, SVG, and
128x128 px PNG files
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TOL project

ANUIOLEYOLUE EVA VEO
project kal To ovoualovuE
Ninja warrior. To project
uac eivai 2D.

Ninja_warrior]

Ci\Users\user

[ DFFﬂ:j Enable Unity Analytics @



[looeTOINAOIA TOL project

AQPOL Exovue kKaTtepaocer  TA
APXEIQ OTOV LTTOAOYIOTN KAl TA
EXOLME  QATTOOLUTTIEDEI, Sle
TTOETTEl VA  €I0AYOLHE TOULC
(PAKEAOLC OTO project pagc.

Unity provides you a suite of

Anuiovpyovpe  OTO  project
EVAV (PAKENO sprifes kal peoca
TorroBeTovpue TO0 TTAKETO Ninja
KOl TO TIOKETO TIOL PEICKETA
OTO PAKEAO png Tou freetileset.




[looeTOINAOIA TOL project

» O pakeNOGC sprites Ba TTEETTEl VA TTEPIEXEI TA TTAPAKATW (X
LETOVOUAOEl TO PAKEAO Ninja o€ characters)

Sprites ~
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AssetBundle  [ane




OOETOINACIA TOL project —
EPIEXOUEVO (PAKEADV
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TOL project

AnuIoLPYOLUE 3 VEOL
(PAKEAOLG:

animation
controllers
scripts

< Unity 5.6.0 64bit) - Untitled - Ninja warrior - PC, Mac &
File Edit Ass ect  Component ow  Help

EEs L)
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Anuiovpyla animation

» YTO (PAKEAO sprites-characters 6a RBpeite OAA TA OTIYUIOTOTTA TTOL
UTTOOOLUE VA XPNOIUOTIOINCOLHE YIa TO animation. Tic
TOPASEIYUA Ol EKOVEC ME Ovopa idle_xx e€ival autéc TTOL
Snuiovpyovy TO animation TNC O0PBIAC OTACNC YIA TOV TIAIKTN
uac. HopompaiqTa OTl &ekivave atto 70 000 KAl pTAVOLY PEXPI TO

uuuuuu

ot | qUIEETD

» 'Evac £DKOAOC TOOTTOC YId VA SNHIoLEYAGOLLE animation gval o
TTAPAKATW:

» EmAEyoLuE OAQ TO APXEIA TTOL BEAOLUE VA CLUTTEPLIANPOOLY OTO
animation, otnv mepimTon pac Ta idle000 pexpl idle 009



Anuiovpyla animation

> LEPVOLUE OAAQ Ta apxeia oTtnv lepapxia kar Ba bdovue OTl
eupavidetar  eva  TTapabupo  dnuiovpyiac  animation.
Ovopadlovpe TO animation Idle kal Tataue ATToBnkevon.

» [Nlapatnpovpe OTI OTNV IEPAPXIa &ev TOTTOBETOLVTAI 9 ApXeia
AAAG 1 OTOIXEIO PE OVOUA i8I0 PE TO OVOUA TOL TEAELTAIOL ATTO TA
apxeia mou emAe€ape (Idle_009).




Anuiovpyla animation

» ©a Sdovpe emmiong o1l oto pakeAo Characters dnuiovpynNBnke £vo
animation pe ovopua idle_000 kaBwc kal evac controller.

» 10 va €ival (TAKTOTTOINWEVAY TA APXEIA HAC, BA HETAPEOOLUE TO
animation idle oto ¢gakeAo animatfions kal Tov Controller oTo
pakeho Controllers




Anuiovpyla animation

» MeTovouadlovue tov Controller o€ PlayerController. Metovoua-
(ovpe etmiong 10 idle TTov PBPICKETAI OTNV IEpapXia o€ Player.

» Oa dovpue TWPEA OTI av eMAEEOLUE TO idle TToL LTTAPXEI OTNV
lEpapPXia, £xel NéN TTPOTEBEI TO component animator KaBwc Kal OTl
o animator controller €xel avTioToIXNOEI UE TOV PonerCon’rroIIer \Y
KAVOULUE KAIK TTOVG OTOV onlma’ror con’rroller 90 SOLUE OTI EXEI
avagopa oTov controller yac R T
(yivovTal kitpiva). OtmmoiadnmroTte
AANOYN BEAOLUE VA KAOVOULUE HE
Ta animation ToL TTAIKTN, TTPETTE
va YIVETAI JECA ATTO ALTOV TOV
controller.




Anuiovpyvia animation — TOWTN
SOKIUN

» Av TTaTNOETE TO play mode Ba &¢ite OTI O TTAIKTNG £XEl Kivnon

» [MPOXOXH! Otav ciuaote o€ Play mode, otroiadntmoTe aAAayn
KAl av Kavoupue oTo project pag, AEN amobnkeveral kal
«xaveTam PJOAIC Byovpe ammo play mode.

» [latape To Play mode yia va Sovpe 1o 1TaixVvidl Kal Byaivoupe
AUECWCS aTtro 1o Play Mode.




Anuiovpyia animation — animator

Na va Sovue 1 cvuPaivel yeoa otov animator controller 8a
avoifovpe TO TTAPABLEO Animator. Av Sgv LTTAPXEI OTO
TTEPIBAANOV €pyacia B6a To PPOLUE ATTO TO Menu window >

animator
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Anuiovpyia animation — animator

» To animation 1oL €&ival TTOPTOKAAI Eival
aALTO TTOL eival default. Av TTaTnoeTe play
mode Ba &¢ite 0TI avTO TO  animation
mailel  ovuvexela  (eugavidetal  utTapa
TTOOO60L OTO KATW UELOG)

» To animation auto Ba T1ailel CLVEXEID
YIOTI  €ival  ETTIAeyUEVO TO loop fime
(BpiokeTal oTIC 1610TNTEC TOL aAnimation
OTO inspector).




Aivoupue Kivnon oTtov Player

Mo VO UTTOPECOLUE VO
TooobwooLUe  Kivnon  OToV
Player Sle OEIAOTE] va
TpooBecovuE 2 components. To
TOWTO ¢€ival 70 Rigidody, TTOUL
oTNV OLOIa  &ival  ALTO TTOL
ETTIKOIVWVEI PE TN PLOIKN OTN
Unity. EmA&yovpe tov Player kai
oToVv inspector emAeyovpe Add
Component kal WYAxvoOLUE TO
rigidBody 2D.
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Aivouvpue kKivnon oTtov Player

» Av TTatnoete Play Mode 6a &egite Ot © G
TTAIKTNG ©a apxioel va TTepTel. [1a va
UTTOPECOLHE VA  SOLAEWOLUE  TO
TTaIXViél yag xwpeic va tepTtel o Player
KQBe popa 1Tov Ba utraivovue o€ Play

LLLLLL

Mode, 6a aA\a&ovpe To Gravity Scale ‘_
(redio oTo Rigidbody 2D) o€ 0.




Aivoupue Kivnon oTtov Player

» [10 VA PUTTOPECOLE VA SWOOLWE Kivnon B6a YpAwouE script.
[INyaivouue OTO PAKEAO SCripts kal SNuIovLPYoLUE eEva veo CH#
script Tov Ba ovouaocovue Player.
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o ’ < Unity nal (64bit) - Untitled - Ninja warr
GameObject
) File Edit GameObject Component  Win

= —
2 = * L T r— ——

Services
cate -
v € untitled*
Main Gamera
Player

Gizmos - | (@Al

Main Camera
Player

Create
Show in o scrpt =
Collections. Generic

Open 9
using UnityEngine;

cript
Delete Shader

MonoBehaviour {
Testing t
initialization
Import New A

Material

Lens Flare

Render Texture .| Maimizs On Play | Mut € Game

¥ iFavorites ¢  Remport isplay.
(LAl Materiale

All Models Sprites

All Prefabs

Lightmap Parar

Animator Controller

¥ &5 Assets Animation ¥ &5 Assets

Animations R
Animator Overrich 5 Animations

& Controllers =
=) fssk & Contrallers
atar Mask

&

BG Physic Material & Sprites
e
& character

¥ & Sprites
-

characte Physics Material 2D | Asset Labels
& Object
& Tiles GUI Skin
&5 Scrip! A Font AssetBundle  [Tione

| Asset Labels

sl Plaver.cs




AIvouuE Kivnon oTtov Player

» 10 va kavovuue attach to script
oTov Player vtrapxouy 2 ToOTTOl:
€iTE va oLPOLUE TO script oTO
TTAVEN inspector (katw armo TO
Add Component) ¢€te  va
oLpoLue TO script oTtov Player
TTOL PpiocKeETAl OTNV IEPAPXIa. Kal
OTIC 2 TTEQITITWOEIC Sle
EUPAVIOTEI OTO TTAVEA inspector
eva veo component, 1o Player
Nelgelik




Alvoupue Kivnon oTtov Player —
AVAALON KWSIKA

» H kKivnon Tou TTaikTn Ba Yivel yeca amo To component rigidbody
OTTOTE BA TTPETTEI HECQA OTO Script va SNUIOLEYNOCOLUE UIA AVAPOPO
oTo rigidbody

private Rigidbody2D myRigidbody; // SNuIoLEYOLUE UIA KEVN
UETARANTN

» 10 va KAOVOLPE TN CLOXETION / AVAPOPA YOAPOLUE
myRigidbody=GetComponent<Rigidbody2D>();



Alvoupue Kivnon oTtov Player —
AVAALON KWSIKA

» O TTEETTEl €TTIONC VA SNUIOLPYNOOLUE PIA CLYVAPTNON £TOI WOTE VA
KIVEITAI O TTAIKTNG

private void HandleMovement() // 6a SiaxeipideTal TNV Kivnon

{

myRididbody.velocity = Vector2.left; // Ba mpérel va epapuOCOLUE
uia dvvapn (velocity) £T01 WOTE va KIVEITAI TRPIYLEW — TO vector2.left
eival eva dlavoopua pe Tiuec X=-1 kai Y=0

}

» Twpa Ba TPETTEl va KaAeooLue TN obvapTnon HandleMovement
otnVv Update (aANIWC bev £xel vonual)

HandleMovement();



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Player : MonoBehaviour {

private Rigidbody2D myRigidbody;

// Use this for initialization
void Start ()

myRigidbody = GetComponent<Rigidbody2D>();
}

// Update is called once per frame
void Update ()

{
HandleMovement();
}
private void HandleMovement()
{
myRigidbody.velocity = Vector2.left;
}

AIVOLUE KIVvNON
oToV Player —

OAOKANPWUEVOC
KWSIKAGC




Alvoupue Kivnon oTtov Player




AIvouuE Kivnon oTtov Player

» 21N Unity vmapxel N kKAaon Input n otmoia opilel evTOAEC eicO0dov. H
KAQON auThn &£xEl CLVAPTNOEIC, Wi ATTO TIC OTToIEC eival N Horizontal
KAl apOopA EVIOAEC €1I0060L YIia TNV opICOVTIa Kivnon. MTTopeEiTe va
SEITE TIC ETTIANOYEC E10060L ATTO TO pevoL Edit — Project Settings — Input

ES6® ptmopovue va SoLue TIC
TTAQAUETOOLS TIOL  ETTNPEC-
(ovv TOV o0opIlOVTIO akova.
BAETTOLHEOTI TNV TIU OTOV
opIOVTIO AEova TNV ETTNEEO-
(ovv TO PeAakia (degia kal
apIoTEPA)  aAANO KAl TA
TTANKTPC O & d.




AIvouuE Kivnon oTtov Player

» ©a mpooBioovpe TNV horizontal axis peca oty update
float horizontal = Input.GetAxis(*Horizontal”)

// o€ QLT TN YEAUKN AOITTOV N TIKN ATTO TOV Afova X atToBNKELETA
oTN hETaRANTN horizontal.

» Oa XoNOIUOTIOINCOLE ALTNYV TNV TIUN oTn handleMovement cav
TTAPAUETOO

HandleMovement(horizontal);
private void HandleMovement(float horizontal)

myRigidbody.velocity = new Vector2(horizontal,
myRigidbody.velocity.y); // {nTA&l TNV TIPN X TTOL €ival
ATTOBNKELUEVO OTNV horizontal, kpatape iS1o To Yy



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Player : MonoBehaviour {

private Rigidbody2D myRigidbody;

AOKIMAZOYME
e o TO PLAY MODE

myRigidbody = GetComponent<Rigidbody2D>();
}

// Update is called once per frame O)\OK)\n pCDIJéVOQ

void Update ()

]

{ K IK
float horizontal = Input.GetAxis("Horizontal"); CD6 Gg
HandleMovement(horizontal);

}

private void HandleMovement(float horizontal)

{
myRigidbody.velocity = new Vector2(horizontal, myRigidbody.velocity.y);

}



