Texvikog Edappoywv MAnpodopikig (MoAvpeoca/Web designer — Developer/Video games)

MAGHMA 2° — ANTIKEIMENA, YOEZ, YAIKA, EEAPTHMATA

Anuovpyia danédou

1o mopdBupo NG lepapxlag Twv AVIIKEIMEVWY KAvoupe g€l kALK Kal emAéyoups: 3D
Object > Cube. Metovopdloupe tov KUBo os Floor001 kot cAAG{OUUE TIG SLOOTACELS TOU
oto mapaBupo Twv IdlotTwy oe Scale: X=100, Y=1, Z=100.

| @ PS5 - SampteScene - Windows. Mec, Links - Unity 20013111 Persa

| Fle

Anuovpyia KiBwtiwv

1o mopdBupo NG lepapxlag Twv AVIIKEMEVWY KAvoupe g€l kALK Kal emAéyoups: 3D
Object 2> Cube. Metovoudloupe tov kKUBo oe Crate001. O<toupe tn O€on tou os Position:
X=5, Y=8, Z=0 ko dSuthactaloupe Ti¢ SLooTAOELS TOU 0To TtapaBupo twv Idlotritwy o Scale:
X=2, Y=2, Z=2.




MatBég Anuntplog Anploupyia Bvteomayvidiou BoAwv (First Person Shooter) oto Unity

Authaotaloupe tov KUBo matwvtag CTRL + D. Metovopaloupe tov véo KUPBo oe Crate002.
@¢toupe TN B€on tou og Position: X=-5, Y=5, Z=0 kat SutAactalou e T SLOOTACELG TOU OTO
napdBbupo twv IdlotAtwy o€ Scale: X=2, Y=2, Z=2.

AM\aZoupe tn B€on tng kapepag (Main Camera) oe Position: X=0, Y=5, Z=-10 ipoKeLUEVOU
va £XOUUE OTO OMTLKO TN Ttedio toug Suo kUPBouc. EMBEBALWVOUUE TOTWVTOG TO TANKTPO
Avanapaywyn (Play). Katomn, natape ava tnv Avamapaywyn ylo va eToTpéPoupe otnv
enegepyaoia TNG OKNVAG.

Ewcaywyn udwv (textures) ota Ztowxeia (Assets)

2to mapaBupo Project kot otov dpdakelo Assets, dSnuoupyoUl e Evav veéo dakeAo Le Ovoua
Textures (6&&i kKAik = Create). Ano ) dievBuvon:

http://matthes.mysch.gr/ekp/unity/fps/fps_002_textures.zip

KOTEBAIOUE TO CUUTILECUEVO OPXELO KAl amooUMTEoupE eKTOC Unity, mpoowplva otnv
Emudpavela Epyaciag, tic udpéc: Crate001.jpg, Tile001.png, Wall001.jpg, Wall002.jpg. Ztn
OUVEXELO OUPOUE TIG UPEC oTov PpakeAo Textures evtog tou Unity.
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http://matthes.mysch.gr/ekp/unity/fps/fps_002_textures.zip

Texvikog Edappoywv MAnpodopikig (MoAvpeoca/Web designer — Developer/Video games)
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Anuovupyila UAILKwV (materials) kot ebapuoyn vpwv

Yépvoupe tnv udn Crate001 otoug 2 KUPBOUCG/KIBWTLO TTOU OSNULOUPYNCAUE TPV KoL
auvtopata n upn epapuoletal os auta.

1D FPS - Sl Soene - Wit Mol Lisis - Urity BXZ1L 11T Bpsond® <DXIT

Fie §dt Awen  Gun

Av peta tnv edappoyn Twv vdwv mapatnprooupe tov dpakelo Assets, SlamoTwWVoOUHE OTL
€xeL dnuoupynBel avtopata £vag pakelog pe to ovopo Materials kal péoa oe autov
UTTAPXEL Eva UALKO pe To ovopua Crate001.
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MatBég Anuntplog Anploupyia Bvteomayvidiou BoAwv (First Person Shooter) oto Unity

| G P75 - SarvgieSoene - Windows, NOC Lk - Unay 213711 Basaral® <De1hs - 0

H diadopd tng udng (texture) kat tov VAoV (material) eival 6tL n vdn eival auth mou
epappoletol oto 3A avTlKelpeVo aAAA TO UALKO TIEPLEXEL TNV TTANpodopla yia To we N udn
Ba epappootel o€ auTo.

A¢ S0KLUAOOUHE va GTLAEOUE EVal UALKO TTpwTa Kal HE Baon pio udn va to ehapUOCoUE
oto damedo. Em\éyoupe tov dpakelo Materials amo ta Assets, kavoupe 8e€l KALK Ko
ermhéyoupe Create => Material. Aivoupe ovopa Floor001 oto véo UAWKO. Meta
uetafaivoupe otov ¢pakeho Textures (mapatnpoUpe OTL ot OLotnTeC Tou Floor001 oto
napaBbupo Inspector 6ev aAAalouv) kal cUpoupe tnv udn Tile001 oto TeETpaAyWVAKL SUTAQ
ano 1o Albedo. Aiyo o katw, B€toupe to Tiling (emavaAnyn tou potifou) oe X=20 kat
Y=20. Epapuoloupe to uAko Floor001 oto damnedo.
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Texvikog Edappoywv MAnpodopikig (MoAvpeoca/Web designer — Developer/Video games)

& TIPS - SampleScene - Windows, Mec, L - Unity 20213131 Persanal® <0X11> 0 x

| Fle Edn Assets GameObject Component Window Help

NpooBnkn e€aptnuatwv (compontents)

To kdBe avrtikeipevo amaptiletar amod €vav aplBud «e€aptnudtwv» (components).
ErtiAéyoupe 1o Crate001 kat mapatnpolue oto mapdBupo Inspector ta s€aptripata mou

QUTO EXEL.
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Add Component

Na mnapadelypa, to Transform oxetiletat pe tnv
HLETATOTILON, TNV TEPLOTPOodry KAl TNV KALUAKWON TOU
QVTIKELHEVOU oToV Xwpo. To Mesh Filter mpooblopilel tn
Hopdr) tou avrtikelwévou (m.x. ywo to Crate001 eival
kuBoegldng), To Mesh Renderer adopd tov oxedlaouod tou
avtikelpévou, to Box Collider £xeL va kavel pe to mAaiolo
€AEYXOU CUYKPOUOEWV HE AAAO QVTLIKELMEVAL.
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MatBég Anuntplog

Anploupyia Bvteomayvidiou BoAwv (First Person Shooter) oto Unity

Se2] Cube (Mesh Filter)

ES v Mesh Renderer
N )
Ry v Box llider

‘, Rigidbody

Add Component

MrmopoU e va mpooBEooupe KL AANQ EQPTHUATO OE QUTO
(Tt.x. kKwWdKa, NXoUG, VOUOUG GUGCLKAG) TIATWVTAC TO KOU UL
Add Component mou Bploketal akpPwe amo katw. Mo
napadeypa, av mpocBbécoupe to RigidBody totE TO
KIBWTO pag Ba Beswpnbel éva AKAUTTO CWHA TIOU
UTTAKOUEL OTOUG VOMOUG TNG PUOIKAG Kal av Bploketal
OoToV a€pa Wmopel va umootel eAelBepr) mMTwon Kot va
avanndénoelt oto €dado¢ avaloya TNV TaxLInTa
NMPOOKPOUONG O aUTO. AOKLUAOTE va £PAPUOCETE TO
RigidBody kat ota Vo avtikeipeva, to Crate001 kol To
Crate002.

@ S - SemgleScene - Windowy, Mac, Linus - Ursby 202131171 Parscnsd® « DX1Y

File Edr Assets Gur ¢t Cemponent Window Help
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