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[1ooocBNKN TOXLTNTAC OTNV KIVNON
TOL TTAIKTN

> Anwoupyobua OTOV KWSOIKA MIa JETARANTN KAl YIA VA £XOLJE
ToOCPACN YECA ATTO TOV INspector CLUTTANPVOULUE TO 1'r56|o
SerializeField. .
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[SerializeField]
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private float movementSpeed; e

» Mtopouvpe va aANaEovpe atto €6 TNV TAXLTNTA AAAG VIO VA
AANQEEI KATI KAl oToV Player 6a xp€elaoTel va TTOANATTAACIACOLE

TNV KivnNon TOL PE TNV TAXLTNTA.
myRigidbody.velocity = new Vector2(horizontal * movementSpeed,
myRigidbody.velocity.y);



[1o00cBNKN TOXLTNTAC OTNV KIVNON
TOL TTAIKTN

» Toopa ummopovue va ookiuaoovue 1O Play Mode kar va
AAAEOLUE TO VOLUEPO OTO Movement Speed yia va dovue
TTC AANALEI N TAXLTATA PE TNV OTTOIA KIVEITAl O TTAIKTNG.

> Y& ALTO TO ONUEIO BA TTEETTEI VA SI0POWOCOLUE KAl KATI AKOUA.
'Evac otmmoAoyioTnG pmmopel va Tpexel 60fps eva evac AAAOC
100fps. XTov 8ELTEPO LITOAOYIOTN O TIAIKTNG O4a KIVEITAl TTIO
YPNYOPA, OTTOTE Ba TIPETTEl KATTWS VA OTABEQOTIOINCW TNV
Update ypapovtag void FixedUpdate()



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

public class Player : MonoBehaviour {
private Rigidbody2D myRigidbody;
[SerializeField]

private float movementSpeed;

// Use this for initialization
void Start ()

{ 1
myRigidbody = GetComponent<Rigidbody2D>(); AO K”JOCOUIJE TO
}
Play Mode —
// Update is called once per frame 1
void FixedUpdate () OAOKANOWUEVOC
{ '
float horizontal = Input.GetAxis("Horizontal"); KCD6|KO§
HandleMovement (horizontal);
}
private void HandleMovement(float horizontal)
{

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

}
} myRigidbody.velocity = new Vector2(horizontal*movementSpeed,
myRigidbody.velocity.y);

}

}




[leploTpopn Tov Player avaAovya ue
N POPA TNG KIvNONG

> Oa TIPETTEl VA TIPOOBEOOLUE OTO Script pIa  pETARANTN
Boolean tmou Ba &xel va kKAvEl PYeE TO AV O TTAIKTNG KoITadgl
TOOC Ta 6e€1a (OTav Koitadlel 6e€ia Ba eival true)

private bool facingRight;

» Oa SNUIoLPYNOCOLPE PIa cLvAaPTNON N otToia PBaociletal OTo
OTI av aAAa&ovpe TO X oTO scale Touv Player amo 1 o¢ -1, O
Player aAAalel popd

» opilovue e€apxnc To facingRight oe true (ueoca oTtn start)



[leploToopn TOL Player avaAoya e
(pOPA TNC KIVNONG — OPICHOC OLVAPTNONG

private void Flip(float horizontal)
if (horizontal>0 && lfacingRight | | horizontal<0 && facingRight)
{

facingRight = lfacingRight; Vector3 theScale=transform.localScale;
theScale.x*=-1; // ToANammAacialovpe pe -1

transform.localScale=theScale;

}



» TO OKETITIKO €ival OTl SNUIOLPYOLPE MIa If N oOTToIo
EVEQYOTTOIEITAl OTAV O Player Kiveital Tooc 1a §e€1a kal dev
Koitadlel 8e€1A N TO AVTIOTPOPO.

-- AVAKTOLWE TO scale Tov Player > Vector3
theScale=transform.localScale;

-- ToAatmAacialovpue pe -1 theScale . x*=-1;
- TO TOTTOBETOLE OTO scale Tov Player>
transform.localScale=theScale;

» TeAoc TTopooBeTovue otn Update
Flip (horizontal);



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

public class Player : MonoBehaviour {

private Rigidbody2D myRigidbody;
[SerializeField]

private float movementSpeed;
private bool facingRight;

// Use this for initialization
void Start ()

( AOKIMAZOYME
facingRight = true;
myRigidbody = GetComponent<Rigidbody2D>();
) TO PLAY MODE
// Update is called once per frame
void FixedUpdate ()
{ '
float horizontal = Input.GetAxis("Horizontal"); )\ )\r] ( A ) g
HandleMovement(horizontal); O O K EVO
Flip(horizontal); g és
} KWOIKAC
private void HandleMovement(float horizontal)
{
myRigidbody.velocity = new Vector2(horizontal*movementSpeed,
myRigidbody.velocity.y);
¥
private void Flip(float horizontal)
{
if (horizontal > @ && !facingRight || horizontal < @ && facingRight)
{
facingRight = !facingRight;
Vector3 theScale = transform.localScale;
theScale.x *= -1;
transform.localScale = theScale;
¥




[ToooBnkn véouv animation - RUN

» Oa SnuIoLPYNOOLUE €va animatfion yia TO run pe Tov i8I0
TOOTTO TTOL SnUIcLEYNOCAUE Yia TO idle. EmAEyoLue OAEC TIC
EIKOVEC runxx Kal TIC OLPEOLUE OTN IELAPXIA. ALTN TN POPC
OUWC Ba SIaYPAWOLPE TO VEO AVTIKEIMEVO TTOL SNUICLEYEITAI
oTNV IEpapXia OTTWC kKal Tov controller Touv dnuiovpyeital
(exovpe Nén Player & Confroller). Ovopadovue TO VEO




[ToooBnNkn veouv animation - RUN

» Oa TIPETTEl VO TTPOOCBEcOoLUE TO VEO animation oTov

Animator. Avoiyovpue 1OV Animator kar 8a cbpovue TO

VEO animation
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[ToooBnkn véouv animation — RUN —
Anuiovpyia transition

O Player &¢ yiveral va PPICKETAI OLVEXEID OTNV KATAOTAON idle. ©®a
TEETTEl va dnuiovpynoovue petapacec (fransition) amo 1n pia
KATAOTAON OTNY AAAN £TOI WOTE O TTAIKTNG VA UTTOPEI VA PETAREI ATTO
TNV KataoTtaon idle oTnv Kataotaon run Kal To avTioTpoogo. lNa va
SNUIOLPYNOOLPE Eva fransifion Kavouvue 6.KAIK OTO APXIKO animation
Kal emAeyovue Make Transition. [apakdtw Snuiovpyovue &va
transition amo tTnv kataoTtaon idle otnv kKataoTaon run.
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[ToooBnkn véouv animation — RUN -
Anuiovpyia transition

MOANIC TTaTnoovue TO0 Make Transifion martaue mTAV@W OTO
animation oTo o1roio B6a KATAANYEl TO fransifion (OTNV TTEQITITWON
uac otn run). To transition @aiveral TTapakAaTw (Eival Ye AoTTPO
BeAQKI).

Av TEa Tatnoovpe 10 Play Mode 6¢ Ba yive kaT. MNa va
UTTOPECEl eva fransition va Aerovpyel, Ba TEeEmmeEl va BEcovuE
KATTOIOLE OPOLC KAl VA PLOPICOLUE KATTOIEC TTAPAPETOOLG.
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[ToooBnkn véouv animation — RUN -
Anuiovpyia transition

Av  emAéEovpe TO  QOTIPO  PeAakl  (Tou
transition) ©a bovue o©TOV inspector
SIAPOPEC TTAPAUETPOLG. ATTO-ETTIAEYOLUE TO
has exit time kail 1o fixed duration. Kavoope
ermiong 0 1o transition duration. Me avTeg TIC
oLBuIcEIC 66 Ba LTTAPXEI PETAPRAOCN ATTO TO
idle oTto run animation amo PYovn TNG, eV
&€ Ba £XxoLPE KABOAOL XPOVO AVAUOVNC YIC
TN HETAPOON Ao TN MIO KATAOTAON OTNV
AAAN (OTav avtn Ba vyivel).




[ToooBNkN veoLv animation — RUN —
Parameters & Conditions

Topa Oa T1pemer va  TTPO0OEcOoLUE TN
AEITOLPYIKOTNTA KAl TOLG OPOLE ME TOLC
OTTOIOLC BEAOLUE VA TIPAYUATOTIOIEITAI TO
transition(moTe dnAaén Ba Tepvape amo TNV
Kkataotaon idle otn run). MNartaue TAVW OTO
BeAGkl kal oTov inpector Ppiockovue TNV
evoTnTa condifions.

[1OTVTAC TO + UTTOPOLUE VA OPICOLUE OPOLC
OAAQ YIO VA TO KAVOLPE ALTO BA XPEIAOTE]
TTOWTA VA OPICOLUE KATTOIEC TTAPAPETOOULG.




[ToooBnNkn véouv animation — RUN —
Parameters & Conditions

» O Tapauerpol  opilovial  OToV
animator otnv KkapTeAa Parameters

» 10 vO OPICOLYE UIA VEQ TTAPAUETOO
TTATAUE TO TTANKTPO + KAl UTTOPOLUE
va  TIpocBEcoLUE  TTAPAPETOOLGS
Slapopwyv Tomtwv (float, int, booal,
trigger). Na TNv wpea emAeyovpe float
YIOTI N TOXOTNTA OTO TTEPOYPAUUA PAC
eivalr torrouv float. Tnv ovopadlovue
speed.




[ToooBnNkn véouv animation — RUN —
Parameters & Conditions

» [IPOXOXH! 'O ovouaocia &woere oTnV
TOPQAUETOO, Oa TIPETTEl va Tn BLUAOoTE
yiaTi  €ivalr  case  sensitive  kal  B6a
XPNOIWOTTOINBEI OTOV KWSIKA apyoTepal!

» Topa TIOL EXOLHE SnNUIoLEYNOE  UIa
TAPAQUETOO ©Ba  JYTToPOoLHE VA TNV
emAeEovue ammo TNV evotnta Conditions.
Me €TTINEYHEVO TO REAOKI TNC pETAPAONC
TNyaivew oTnv evotnta condifions kai
ETTIAEYQ TN speed.




[ToooBnNkn véouv animation — RUN —
Parameters & Conditions

» Twopa Oa Ttpemel va Swoovue Tov O0po /
TPOoUTTOBeoN Ye PACN TNV OTTOIA BA YIVETAI ALTN
N yeTapaocn. Na 1TToLUE VIO TTAPASEIYUA, TTAVE Tt
ATTO TTOIA TAXLTNTA KIiVNONG O TTAIKTNG Ba TTeémel B
va QaiveTal o7l TpExel (va Ttaidel To  run
animation). TNV TTEQITITOON PAS opilovue OTI O
TTAIKTNG B©a PaiveTal OTI TOEXEI AV N TAXLTNTA Eival
ueyaAutepn ato 0.01.

» AOKIHAQOTE OO0 €ioTe o€ Play mode va aAAa&eTe
TO speed armo TIC TTapaueTpovc ammo 0 ce 1 Kkail
Oa &¢eite OTI O TTAIKTNG B6a peTaPel oTO animation
run.




[ToooBnNkn véouv animation — RUN —
ANUIOLEYIA AVTIOTPOPOUL transition

» Toopa Oa TEETE va SNUIOLPYNOOLUE
KAl TO AavTIOTPOPO fransifion ammo TO run
oto idle.

» Kal €dw ammo-emAeyovue 10 has exit
time, 10 fixed duration kalr Betovue 1O
transition duration ot 0.

» To condifion Tov Ba Beocovue IO ALTO
TO fransition Ba gival To avTioTpogo (TO
speed va gival pikpoTtepo armo 0.01)




[ToooBnkn veov animation — RUN —
sCripft

» Topa Ba TTPETTEl VA AAAGEOLUIE TOV KWSOIKA PAC, ETO1 WOTE OTAV O
TTAIKTNG KIVEITAI VA EVEQYOTTOIEITAI TO animation run.

> Oa TTPETTEI VA SNUIOLPYNOOLUE HIA AVAPOPA OTO component
Animator.

porivate Animator myAnimator;= €6 SNUIoLEYOLUE TN HETARANTN
myAnimator=GetComponent<Animator>(); 2> €6 dnuiovpyovue
UId avapopa oto component Animator

» pueoa otn HandleMovement moooBeTouvpe
myAnimator.SetFloat("speed”, Mathf.Abs(horizontal));
AOKIMAZXTE ME TO PLAY MODE



