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

MAGHMA 4° - PQTIZMOz, KINHZH OMNAQY, HXOI
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O iFepactor B >tn oknvl umadpxel Aén pla mnyn kateubuviikol GwTog
F I < ] OWoctional Lighs S (Directional Light). Mmopouue va BeAtiwooupe Alyo TIg

Tag Untagged ¥ Layer Default w

puBuioelg tou bdivovtag: Position: X=0, Y= 3, Z=3, Rotation:
X=50, Y=330, Z=0, Scale: X=1, Y=1, Z=1.

o~ Transform @ 3

B EruutAgov, opifoupe tov tumo (Type) o€ Directional, to xpwua ot
Directional Aeuko, tnv katdaotoaon (Mode) oes Realtime kalL tnv €vtoon

Reamme (Intensity) o€ 0.75.

0.75

Soft Shadows

Kivhon ontAou

Eudavitoupe tnv kKaptéAa Animation motwvtog To €lkovidlo ﬂ (tpelg teheieg) SimAa amo
TIG KapTEAEG Scene kot Game kat eiidéyovtag Add Tab 2 Animation

D FPS - Leval] - Windowa, Mac, Lisue
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Fila Edt Anes

U Soakat Live Relond

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

MetadEpoupe TNV Kaptéda Animation (oUpoupe kat adrivoupe) SimAa amod TG KAPTEAEC
Project kot Console yLa va €XOUHE OTTLKA UE TN oknvn otav Ba dnuloupyrncou e tnv kivnon
K.

ErmtiAéyou e to 6mAo M9 kdatw armnod tov Player, matdpe 1o kouurni Create animation amno tnv
TepLoXn ¢ KapteAag Animation, amoBnkeVoupe to apyelo TG Kivnong oe €vav vEo
¢dakelo pe ovoua Animations divovtag ovopa Gunshot.anim

D FPS - Levell - Windows, Mac, Linux - Unety 25213, 111 Persona” <DX11» o %

Fle Edit Assets GameObgect Component Window Helo
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@€Aoupe va eloAyoUpE 3 SLadOopETIKA KapE TA omola av «Talxtouv» Sladoxlka TOTE To
omAo Ba daivetalr cav va mupoPolel. Ma va EMITUXOUUE KATL TETOO Oa MpPEMeL va
aAAaéoupe tnv &LOTNTA Rotate tou OmMAOU yLa va Selxvel N KAV TOU OTL NYALVEL TTAVW-
KATW.

Matape tnv KaptéAa Game. Ao tnv kaptéAa Animation, B€toupe To Kapé mou BEAOUUE va
dnuoupynooupe oe 0 (Aoylka eival 6n 0), MATAPE TO KOUMTIL TNG gyypadn (KOKKLVOC
KUKAOG) Kot BEToupe otnv WOlotnta Rotate to X=1. Zavanmatdpe To KOUUTL TNG eyypadnig yla
va TEAELWOEL N dnuloupyla Tou Kape.

22



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

| @ PS5 - Levell - Windows, Mac, Linux - Uney 2021 3,141 Personal® <DX11> 0 X

| Fle Edit Assets GameObject Component Window Help

Ouolwg, B€toupe 1O KOpPE TOU PpLokOpooTe 0 1, MOTAME TO KOUUTL TNG gyypadng
(kOkKvOG KUKAOG) Kal Bétoupe otnv WOLO6tNTa Rotate to X=-5. ZavamMATAUE TO KOUUTIL TNG
gyypoodncg.

T€Aog, BETOUHE TO KAPE TTOU BPLOKOUAOTE O€ 2, TIATALE TO KOUMTL TNG eyypadng (KOKKIVOG
KUKAOG) KaL BEToupe otnv LdLoTNTa Rotate to X=0. Zavanatdpe To KOUWUTL TG eyypadng.

Av OAa miyav KaAd Ba mipemet va BAEnoupe 3 Kapé OMwE eKelva TNG EMOUEVNG ELKOVOG. Av
TIOTAOOUE TO TANKTPO TNG avamnapaywyng (Play), n kivnon pag Ba mpémnet va mailel moAu
YPAyopa Kal n KAvn Tou OmAou va KLVeiTal.

P t B Console © Animation

Preview @ K4 |4 » Pl P

Gunshot v

Add Property

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

G v IArwmation o Mot vo UIMOPECOUKE VA avamapdyoupe tnv Kivnon
Y o None (Animation Clir @ NRSSY omAou Ba mpEmeL oTIg BLOTNTEG Tou (mapabupo
Animations 0 Inspector) va tpocB£coupe To KATaAAAnAo €dptnua
Ry aoancally (Component). Moapatnpolue OtL UTAPXEL dN TO

Animat , . ' '
T KT e€aptnua Animator. Epeic opwg Ba to adalpecou e

( ﬂ - Remove Component) «kat 6«
XPNOLUOTIOLNOOUHE TO e€dptnua Animation matwvtag to kouuni Add Component.

o T P Twpa, and tov pakeAo Animations Twv oTOLXELWV pag
Animation a Gunshot o8 (Assets) Ba oUpoupe to GunShot.anim otn 6éon
Animations Animation tou e§optripatog Animation. Emiong, Ba
Bl Kitrisateal QTEVEPYOTIOL|COUHE TNV eTttAoyn Play Automatically.

Animate Physic
Culling Type Bl AT T MNapatnpoUpe OTL OTO KATw MEPOC Tou Unity €va
UAVUPO HE Kitplva ypdppata mou avadEpeLl OTL TO
OUYKEKPLUEVO KALTT Kivnong dev pmopel va cuvepyaoTtel pe to e€aptnua Animation. MNa va
1o SlopBwooupe auto emAéyoupe amo tov ¢pakeAo Animations ota Ztoixeia (Assets) To
GunShot.anim, matape t¢ 3 teAeieg ¢ KapteAag Inspector, aAldloupe amd Normal os
Debug. H kaptéla Inspector al\alel os Debug, suidéyoupe Legacy kat Eavayupiloupe o€
Normal.

@ FFS - Lawel ! - Winzowt. Mat, Linus - Ureey 200135111 Pamonad® «DX11s

Fle Edr Apets GameOtpect Component  Wiedow Moy
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Opent i gt Actnity Window

Mezrreze

Close T
Axd b

U Tt Le Pdond

1 Ttk Debugoer

FEERERUNRER:
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‘Hxocg 6mAou

MeTadopTWVOUE OTOV UTTOAOYLOTH Hag armo tn StevBuvon:

24



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

http://matthes.mysch.gr/ekp/unity/fps/gunfire.wav

TO apxeio evog nxou omAou. Ita Ztoweia pag (Assets) dnuioupyolpe Evav véo GAKEND e
ovopo Audio KoL GUPOUE TO OPXELO XOU OE QUTOV.

B Project 8 Console © Animation
+ -

(=@ Assets
e Animations
s Audio
I Editor
I Materials
s Objects
m Scenes
e Standard Assets
I Textures
(= Packages
Im Code Coverage
m NUnit
Coroutines v B Assets/Audio

ErtiAéyoupe to omAo (M9) kal mpocBetoupe to e€aptnua AudioSource. ZUpoupEe To apyelo
nxou gunfire.wav otn 6£on AudioClip tou sfaptiuatog AudioSource kot TapdAAnAa
arnevepyornoloUpe to Play On Awake.

& TPS - Level! - Windows, Mac, Linux - Uney 2021 3,141 Personal® <DX11» 0 X

| Fle Edn Assets GameObject Component Window Help
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http://matthes.mysch.gr/ekp/unity/fps/gunfire.wav

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

TeVAPLO YLa Kivnon Ko nxo (Script)

Jta Assets OnuloupyoUpe évav véo d¢akeho pe oOvopa Scripts. Méoa oe autov
dnuoupyol e éva véo apxeio CH# (6€€l kAwk > Create = C# Script) kot Tou divoupe dvoua
GunFire. To avoiyoupue yla ene€epyaoia kavovtag SUTAO KALK O€ aUTO.

e Project B Console © Animation
-+ -

@@ Assets
s Animations

ae

MpooBétoupe Tov akoAouBo kwdika otnv cuvaptnon Update():

void Update()

{
if(Input.GetButtonDown("Firel"))
{
GetComponent<AudioSource>().Play();
GetComponent<Animation>().Play();
}
}

© Inspector

JUpoupde TO Oevaplo GunFire oto omAo poag (M9) kat

BRI cill00Te  £TOlUOL OtV TIOTACOUUE  TO TIANKTPO  TNG
CUNEEERNEETEER  Avarntapaywyng (Play), 6o diamiotwooupe Ot TA€ov

AT M LTTopOoUHE va Ttupoololpe evtdg tou matyvidiol dnAadn

Position X 01 Y -03 Z 083 ' ' ’ ’

el OKOUYETAL O NXOC TNG EKMUPCOKPOTNONG KAl TAUTOXpOVA TO

Scale ® X 002 Y 002 Z 0.02 c')'n')\o «K}\wrcdsl» T[io'w_

B  Mesh_0008 (Mesh Filter)

E% v Mesh Renderer

@, < ™

', v Audio Source

®
e i
'il._zj v Animation e i ¢
7 s
% v Gun Fire (Script) e
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