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

MAOHMA 5° — NOHTEZ AKTINEZ (RAYS) & NPOKAHZH ZHMIAZ

Nontéc aKTIVEC

@€AoUE va SNULOUPYNOOUKE €VOV UNXAVIOUO 0 omoiog Ba efopolwvel Tov TUPOBOALOUO
TOU OTTAOU Kall TNV eKTOéeuon pLag odaipag and auto. H mopeia tng odaipoag Ba akoAouBel
NV KateLBuUvVoN TIOU €XEL TO OTTAO TN OTLYHN TOU MUPOoBoALopoU Kal Ba octapatd eav ayyiéel

gvayv x0p0 1 kamolo aAAo gumodio.

Evag tpomog ywa va emiteuxBel kATl TETOO €lval va SnUOUPYAOOUUE €va HKpO 3A
QVTLKELPEVO (.. pLa pkpn odaipa) To omoio Ba tomoBeteital apylkd TNV KAV TOU OTTAOU
KOlL KOTOTTILY Bal KLVELTAL PE PLEYAAN TaXUTNTA TIPOC TNV KATELOUVON TTIOU «KOLTALELY TO OTIAO.
KattL tétolo Ba pumopouoe va mpaypatonolnBel av o Baclkdg pog oTtoxog elval va EXOUlE
OTITLKA ATIELKOVLION TNG odaipag Kot TNG mopeiag Tne.

‘Evag aAAog Tpomog eival n xprion vontwv aktivwv (rays). Mia vontr aktiva dnuloupyeitatl
oe €va onueio tou 3A kO6OpoOU pag Kol akoAouBel pla guBUypapun mopeia mPog pia
KateLOuvon €wW¢ OTOU CUVAVTAOEL Eva EUTTOOLO.

M Project B Console
+ -

@@ Assets
s Animations
s Audio
i Editor
B Materials

e

Iuelo évapéng
™m¢ aktivag

KartebBuvon Andotaon
xf s aktivag ¢ aktivag '

Naiktng

z
\4 X TMayKOOULEG CUVTETAYUEVES

© Animation

4 Assets > Scripts

GunFire

. LEXPL éva

-
-

~~._ Eunddio -

S
-
-~

To Unity LaBétel €vav TETOLO UNXOAVIOUO €KTOEELONC
Kol EAEYXOU VONTWV akKtivwy. MNa va EVOWUATWOOULE
TOV UNXOVIOMO auToOVv oto malxvidt pog dnpovpyoupe
€va VEOo oevaplo otov ¢akeAo Scripts ota ZTowxeia
(Assets) pe 6vopa GunDamage (6e&i KAk = Create 2>
C# Script).

H evtoAl mou 6o XpnOLUOMOLOOUUE Yl va
ETUTUXOUUE Ta Ttapamavw eival n Physics.Raycast kot
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MatBég Anuntplog Anploupyia Bvteomayvidiou BoAwv (First Person Shooter) oto Unity

OUVTAOOETOL WG €ENC:

public static bool Physics.Raycast(Vector3 origin, Vector3 direction, out RaycastHit hitinfo,
float maxDistance);

OTIOU 0T TIOPATIAVW OPLOUOTO EXOUUE:

origin | To onueio évapéng tng aktivog

direction | H kateUBuvon tn¢ aktivag

hitinfo | O MAnpodopieg mouv Ba pag smotpadouv epocov n aAKTiva CUVOVTAOEL
gEUnodlo

maxDistance | H péylotn andotaon mou BEAoupe va SlavuoeL n aktiva

Onorte, tpomnomnoloU e Tov Kwdika Tou GunDamage w¢ e€NG:

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

public class GunDamage : MonoBehaviour

{
public float MaxDistance = 15.0f;
void Update()
{
if(Input.GetButtonDown("Firel"))
{
RaycastHit hit;
if (Physics.Raycast(transform.position, transform.forward, out hit, MaxDistance))
print("Found an object - Distance: " + hit.distance);
}
}
}

Katomwv oUpoupe Tt0 oegvaplo GunDamage kot Tto adrpvoupe KATW amo TO
FirstPersonCharacter oto mapdaBupo pe tnv lepapxio Twv aVTIKELUEVWV.

Ztov kwdka, n petaBAnti MaxDistance SnAwONKE WG MPAYUATIKI KOL XOPAKTNPLOTNKE WG
public. Auto onuaivel OtL pmopoU e va BECOUUE TNV TR TNG KAl HECW Tou mapadupou
I8otiTwv (Inspector) oto FirstPersonCharacter nouv edapudletal To oevaplo.
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https://docs.unity3d.com/ScriptReference/Vector3.html
https://docs.unity3d.com/ScriptReference/Vector3.html
https://docs.unity3d.com/ScriptReference/RaycastHit.html
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21 FirtP mescnChinac v
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A Compuramt

Av matiooupe Avamoapaywyn Kol eviog tou mawxvidlol mupoBoAnooupe mpog upia
katevBuvaon, otnv KovooAa Ba sudaviotel Eva pAvupa €pOoov N akTiva Lag cuVaVTHoEL
KATOLO €UMOSLO TO OMOoLo €lval oe amootaon MIKPOTEPN N on tNG T TNG METABANTAG
MaxDistance.
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MatBég Anuntplog Anploupyia Bvteomayvidiou BoAwv (First Person Shooter) oto Unity

NpokAnon {nuLag

210 mapandvw oevapLlo, BéAloupe va mpocBécoupe tn duvatdtnTa n aktiva va dnuoupyel
{nULa oto onpeilo mou Ba mpookpoloeL (T.X. o€ Evav exBpod) kat va adalpel evépyela ano
QUTO.

‘Eotw DamageAmount n petofAntr) mou meplypAdeL TO TTOOO TNG EVEPYELOG TTOU BEAOUE
va adalpebel amd to avtikeipevo. MNa va adalpECOUUE TO OGO AUTO UIMOPOUME va
KaA€oou e pio pEBodo (method) mou €xoupe KATAOKEUAOEL EUELS YLOL TO OVTIKELEVO KOl N
omnola Ba evepyormoleital kKaBe popd MOV n aKTiva TTPOCTILMTEL 0 aUTO. M va YIVEL AUTO
XpnoLlomoloUpe tnv e€vitoArl SendMessage n ormoila OTEAVEL £va PAVUUA TIPOG TO
OVTLKELUEVO TIPOKELUEVOU AUTO VOl EKTEAEDEL pia LEB0SO Tou. Tuvtaooetal we e€NC:

public void SendMessage(string methodName, object value = null, SendMessageOptions options =
SendMessageOptions.RequireReceiver);

OTIOU OTA TOPATIAVW OPLOUOTO EXOUUE:

methodName | To ovopa tn¢ peBoddou mou Ba kKAnO«L.

value | Mpoatpetik TR Tou BEAOUME va TEPACEL WC TIOAPAUETPOC OTNV
napanavw pebodo.

options | SendMessageOptions.RequireReceiver: Oa sruotpadei pvupa Adboug av
To pRvupa dev mapoaAndBel amod To avikeipevo.
SendMessageOptions.DontRequireReceiver: Aev amalte(tal evépyela o€
nepimtwon un moapaiaBnig Tou pNVUUATOG.

Tpormoloupe Eava tov kwdika tou GunDamage w¢ e€RG:

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

public class GunDamage : MonoBehaviour

{
public float MaxDistance = 15.0f;

public float DamageAmount = 5.0f;

void Update()

{
if(Input.GetButtonDown("Firel"))

{
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https://docs.unity3d.com/ScriptReference/SendMessageOptions.html

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

RaycastHit hit;
if (Physics.Raycast(transform.position, transform.forward, out hit, MaxDistance))
if(hit.distance <= MaxDistance)
{
hit.transform.SendMessage("DecreaseEnergy", DamageAmount,
SendMessageOptions.DontRequireReceiver);

2TO MOPATIAVW OEVAPLO BAEMOUUE OTL ATTOOTEAAETAL VA LVUUO TIPOC TO QVTIKELUEVO OTO
Omolo n aktiva TPooEéKkpouoe KoL {nteital va ektedeotel oe autd n  pEBoSOC
DecreaseEnergy kol va mepAceL o€ autn N apauetpo¢ DamageAmount.

To endpevo BApA Hag €lval va SNULOUPYAOOUUE €va OEVAPLO TO omoio Ba ovouAoOoUuuE
EnemyScript kat 6a meplappavel tnv péBodo autr (DecreaseEnergy). Otav n pnEBodog
DecreaseEnergy 0Oa KoAsitol, n €VEPyeld TOU OQVTIKEUEVOU BOo HEWWVETOL KATA
DamageAmount. Av n evépyela PnSeVIOTEL TOTE TO aVTIKELPEVO Ba «KataoTtpEPeTaly Kal Ba
e€adaviletal ano tnv oknvn.

Anploupyoupe otov ¢akeho Scripts éva véo oesvaplo pe ovopa EnemyScript os auto.
TpormomoloU e Tov Kwdika Tou EnemyScript wg €€AG:

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

public class EnemyScript : MonoBehaviour

{
public float EnemyHealth = 10.0f;
void DecreaseEnergy(float DamageAmount)
{
EnemyHealth -= DamageAmount;
}
void Update()
{
if(EnemyHealth <= 0)
Destroy(gameObject);
}
}

Edapuolouvpe 1o oevaplo EnemyScript ota Vo {UAwva kifwtia (Crate001 kol Crate002).
MNatwvtag Avanoapaywyn, av mupoBoAiooupe 2 popEg ota avtikelpeva autd BAETOUUE OTL
eCadavilovral.
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H ogAiba autr) €UELVE OKOTILLA KEVN
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