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ESw ytioupe to matyvidt

NeplBAaAAov moxvidlou, e6w ELOAYOULE T OVTLKELMEVA TOU TTALXVIOLOU KTA.
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e GameView

ESw eival pa moAu kaAn avamnapdotaon tou nwg Ba eival to TeAko poiov, mwe Ba daivetal otov Xpnotn.



[TEPIBAAAON EPTA2IA2

* Hierarchy — lepapyia: AloTta PE AVTIKELLEVO TTOU ONULOUPYOUV TO
OKNVLKO TOU matxVvidlol — mavta mpoUTtapXouV N KAUEPA KL N E0TLa
dwTOC. EMIAEYOVTOC TTY TNV KAUEPQA, AUTN ERdaVI(ETAL OTO Ssceneview.
H emAoyn TwV OVTIKEMEVWY UTTOPEL VAL YIVETAL Ao autn th Alota.




[TEPIBAAAON EPTA2IA2

* Inpector: Edw uttdpxel 6An n mMAnpodopia yLa To EMAEYUEVO
avTtikeipevo. Twpa 1ty pe emtheyuevo to directional light BAEnw ta
components tou (Transform & Light) I

Mola eival To components TnN¢ camera;




[TEPIBAAAON EPTA2IA2

* Panel Project: EGw €xoupe dLaBeoipa OAa Ta asset Ta omola
LUTTOPOULE VOL XPNOLLOTIOLNOOULE OTO TtolvidL pac (my povieAa, nyot,
vPeg, terrain KTA)

AIATA=H 2TOIXEIQN 2TO MNMEPIBAAAON EPTA2IA2



[TPOBOAH 2KHNR2 - ANAAYTIKA

e Emloyn aVTIKEMEVWY — LE ap.KALK
* Ag€.KALK: prmopw va petadepBw o SLaPOPETIKA ONUELD TNC OKNVAC
* Po6EAa tovTIKLOU: zoom in & zoom out

* [lepLiynon otn okNvn UTopw Vo KAVW KoL KPATWVTOC TOTNLEVO TO
6.KAK Kal matwvtocg to tAnktpa W, S, A, D.
e TaxUTNTOA TIEPLAYNONG: UITOPW VA TNV AAAAEW

XpNoLlpomoLwvTag tn podeAa Kal maTwvtag To
0. KALK




* [L0 VOL EOTIOLOOVUE OE EVO OVTIKELEVO: TIOTAME TIAVW OTO OVTLKELMEVO
otnv Hierarchy, petadEPOUE TOV KEPOOPO TN OKNVI KOL TIATAUE TO
F.

* Meplotpodn okNVNC: xpNoLomolov e Ta BeAakia. Na enovadopd
TOTAUE TOV KUBO




XEIPI2MO2 ANTIKEIMENQN

* EmAeyovToc eva avtikeipevo epdavidovtal kamola BEAN, Ta omola
LLTTOPOULE VOL CUPOULLE YLOL VO LETALKLVIOOUE TO OLVTLKELMEVO

* (MPO2OXH: n ueraKLvr]or] vaerou LLOVO TIOVW OTOV a&ova Tlov
eTUAEYoupEe!). Lo




XEIPI2MO2 ANTIKEIMENQN

* YTO TTAVEA

File Edit Assets GameObject Component Window Help

Exel TIC eEMAOYEC yLa TN SLOXELPLON TOU OVTLKELMEVOU
* Rotate: aAAAleL 0 TPOTIOC XELPLOMOU O€ TtEPLOTPOPN




XEIPI2MO2 ANTIKEIMENQN

* [La kaBe avikeipevo otn Unity Ba Bpoupue tnv kapteAa transform oto
Inspector. Mntopou e va aAAdéoupe Beon, meplotpodn Kat KALLOKAL.




XEIPI2MO2 ANTIKEIMENQN

* Scale Tool: pe aUTO UMTOPOULLE VO TEVIWOOUE KATIOLO OVTLKELLLEVO OE
KaBEva armo touc 3 Afovec

* Rect tool: pmopoupe va aAAa€oupe TNV KALLOKO EVOC OLVTLKELUEVOU

* EpyaAelo PE TO OTTIOLO UIMOPOULLE VAL KAVOU LLE TOUTOXPOVA OGO
UITOPOUUE HE Ta Tiponyoueva 3 epyaleia — oUVOEeTO epyalelo

* JUVTOUEVOELC o to TTANnKTpoAoylo QWERTY

* View Tool (xepakt): elval yla tepLtiynon otn oknvn — Onwe to 8.KALK
TOU TTOVTLKLOU



AHMIOYPIIA ANTIKEIMENOY

1. EMAEYW TNV KAUEPA KoL TNV TOTTOOBETW oTNV ap)Lkn B€on (oto
Inspector Balw OAeC TIC TILEC O€ position & rotation = 0).
EvaAAdokTika eTiAEYW 3 TEALTOEC Kol TtaTaw to Reset.

2. Xta mawvidla ocuvnBbwce Baloupe tn
Bcon Z tnc kapepac oto -10, €10l
WOTE va elval Alyo mio miow amo
TO KUPLWC avTIKELLEVO TTOU Ba £XEL
otn B€on O, O, O.




AHMIOYPIIA ANTIKEIMENOY

* [La TN Snuloupyla AVTIKELMEVWY EXW TLC ETILAOYEC Ao 1o Game
Object

. Em)\éyw Cube amno to 3D kat epdaviletal Evac kUBoc otnv npoBoAn
GKnvnq AMOlw tn 6€on o€ 0, 0, 0. 2to Game View B)\enw Tov KUBo
OTWC davVETAL OO TNV KAEPQ e P

E¢doknon pe ta epyaleia Move Tool, Rotate Tool, Rect tool kTA




AHMIOYPIIA ANTIKEIMENOY

* Mapatnpw oto Inspector

* Mesh Filter: Mesh oto omoio urtapyxouv oL TANPOdOPLEC yLaL TN
VEWUETPLO TOU OVTLKELMEVOU

* Mesh Renderer: sivat urteUBuvo yLa TNV OMTLKN ovVaopAoTacn ToU
QVTIKELLEVO — av amevepyomolnBei de Ba palveTal TO AVILKELLEVO
aAAd Ba vrtapyel

* Box Collider: emutpemnel oto avtikeipevo va aAAnAoemidpad UE TO
nepPaiiov



AANNATH EMOANI2H2 ANTIKEIMENQY

* >tn Unity ovoupaletal Material. Yrtapyel oto mesh renderer ko ivat
1o default apyka.



AHMIOYPIIA MATERIAL

* XTO MAVeA project Bo PETEL VoL TAME KoL VoL SNULOUPYNCOUUE
materials.
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AHMIOYPIIA MATERIAL

* ANULOUPYOUUE VEO PAKEAO LLE TO Ovoua materials.

Me 6.kALk tavw oto pakeAo tatape create -> material




AHMIOYPIIA MATERIAL

KaAo elval va tou aAAdéou e To ovopa
(mpotewvopevo eival va SLVOULE OTO TEAOC
TOU OVOLLOTOC KATL TTOU val UTToONAWVEL OTL
elval material mx _mat)

Me emiAeypevo 1o material pmopoupe oto
inspector vo. 50U E TIC ETILAOYEC TOU

Albedo: aAAayn xpwWHATOC
[l va tpooBgooupe To material oto avtikeipevo

QTTAQL ALVOLYOULLE TO SCENEeView Kol K CEPVOULLE»
(drag&drop) to material oto avtwkeipevo.




Ac kavoupue Atyo e€aoknon!



