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

MAOHMA 7° — EIZATQI'H EXOPOY & AHMIOYPTIA KINHZEQN

Elcaywyn ex0pou

@€AouE va eloAyou e Evav gxBp0o. Metafaivoupe oto https://www.mixamo.com Kot ano
Vv evotnta Characters dtaAéyou e evav xapaktipa (m.x. Parasite L Starkie).

'ﬂ| ITI i)(aITI O Characters Animations

%

Tov peETAdOPTWVOUUE OTOV UTIOAOYLOTH HAC HUE TG EMLAOVEG:
Format=Collada (.dae) kaL Pose=T-Pose.

Q

DOWNLOAD SETTINGS

Format Pose

Lolladal.aae

CANCEL

L

Anploupyoupe otov UTtoAoyLoTH Hag Evav akeAo pe ovopa Zombie kal amocupmniélouvpe
o€ auTov tov pakelo textures mou uTIApXEL EVTOG Tou apxeiou Parasite L Starkie.zip.

2Tn ouvéxela, emotpédoupe oto Mixamo Kal PETOPOPTWVOUME EQVA TOV XAPOAKTHPA OTOV
umoAoyloty pag aAAa auvt) tn ¢opd pe Format=FBX Binary (.fbx) kaiL Pose=T-Pose.
Metovopaloupe to apxeio mou AdaBape oe Zombie.fbx kat to avtiypadoupe otov pakelo
Zombie.

DOWMNLOAD SETTINGS
Format Pose

FBX Binary(.Fbx w T-pose -

CANCEL

Ermiotpédoupe €ava oto Mixamo, €mAEYyoUUE amod TO HevoU tnv evotnta Animations.
BplOKOUE TECOEPLG KLVNOELG TNG OPEOKELOC HAC Yla TOV XOPAKTAPA HaAG avolnTwvTag e
Aé€elc kAeldLd: zombie idle, zombie walk, zombie attack, zombie dying. Metadoptwvoupe
TOo KAOe €va amod autd oTov UTIOAOYLOTA Mag He TG emhoyeg: Format=FBX Binary (.fbx),
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MatBég Anuntplog Anploupyia Bvteomayvidiou BoAwv (First Person Shooter) oto Unity

FPS=30, Skin=Without Skin, Keyframe=None. Zto Zombie Walk evepyomnoujote to In Place
OTLG ETULAOYEC.

DOWNLOAD SETTINGS

Zambic Walk
Format Skin
FBX Binary(.fbx) ~ Without Skin v ®
2
Frames per Second Keyframe Reduction
@
30 hd none A
@ @

- o
CANCEL ,

w

Zombie Idle.fbx Zombie Walk.fbx Zombie Attack.fbx Zombie Dying.fbx

Avtiypadoupe ta téooepa apyeia .fbx pe twv kivposwv mou AdBape otov pakelo Zombie.
Katomy, ocupoupe kat adrvoupe (drag-n-drop) tov ¢ddakedo Zombie otov ¢akelo
Characters oto Unity (Assets > Standard Assets = Characters). Matdaue to kovuni Fix
Now oto purvupa NormalMap settings rou 6a epdaviotet.

Herma®iop wilings |
4 » Zombie
Ovopo Hpzpopnvio TpomomoL.,.  Tumog
textures 30/12/2022 8:34 mp Dakzhod apyzivaw

E Zombiefbx 30/12/2022 8:35 mp 3D Object
E Zombie ldle.fbx 30/12/2022 841 mp 3D Object
E Zombie Walk.flbx 30/M12/2022 8:44 mp 3D Object
E Zombie Attack.fbx 30/12/2022 8:48 mp 3D Object
E Zombie Dying.fhx 30/12/2022 8:48 mp 3D Object
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Texvikog Edappoywv MAnpodopikig (MoAvpeoca/Web designer — Developer/Video games)

ErtiAéyoupe tov xapaktnpa-x8po (Zombie.fbx) and tov pdkeho Zombie kot tov cUpou e
otnv oknvr. AANaZoupue ti¢ Staotaoelg tou BEtovtag Scale X=1.5, Y=1.5, Z=1.5.

Assets » Standard Assets » Characters » Zombie

B (30 WG90 0

Zombia Atta... Zambie Dying Zombia |dia Zombia Walk

2tov ¢pakeAo pe ta apxeia, BAEnoupe otL SimAa oto ekovidio tou Zombie.fbx untapyel Eva
BE€NoG. Av TO MATHOOULE BAEMOUE TA OTOLXELD TTIOU TIEPLEXOVTOAL EVTOC TOU apXELlou auTou.

Standard Assets > Characters » Zombie

B G 0

lextures Zombia Atta., O ombie Walk Zombie mixamao

mixamo.c..

KAwvomolovpe to apxeio pe to UAKKO (material) matwvtag CTRL+D. Xto véo UAWKO
aAlaloupe tn puOuLon Rendering Mode ce Opaque, to petovopalouvpe os ZombieMat kat
TO oUPOUE EMAVW oTo Zombie evtoc tnG okNVNC.
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MatBég Anuntplog Anploupyia Bvteomayvidiou BoAwv (First Person Shooter) oto Unity

Ye kKaOe €va amod ta apyxeia pe TIc Kwwnoelg (Zombie Attack, Zombie Dying, Zombie Idle,
Zombie Walk) kavoupe ta €€n¢:

i. Matdape to BeAakt ( » ) SimAa oto €lkovidlo €tol wote va SOUUE TO TIEPLEXOLEVAL.

i. KAwvomowoupe pe CTRL+D 10 apxeio pe 10 Ovopo s
mixamo.com (apxeio kivnong). = 'dleAnim (Animatio:

iii. Metovopaloupe kKatdAAnAo to VEOo apxelo mou
nipokUTtel (m.x. AttackAnim, DyingAnim, IdleAnim,
WalkAnim).

iv. Evepyomowoupue to Loop Time o0& OO€EC KLVNOELG
elval emavolopBavopeveg He tnv mapodo Tou
XpOvou dnAadn oe OAeg ektoG Tou DyingAnim.

And to mapabupo pe TG lepapyxieg emléyw Zombie kal MpooBETw Ta akoAouBa
efaptpara:

e Box Collider (to Swapopdwvw yia va taplalel ot dwootdoel tou Zombie
adrivovtag ta xEpla o’ €w).

e Rigidbody

e Animator

Anuoupyia KW(VACEWV

Anpuloupyoupe €vav eAeyktn Kivnoewv (Animator Controller) otov ¢pakeho Animations ota
Assets kal tov ovopalouvpe ZombieAnimatorController. Kavoupe SUmAO KAk o€ autov Kal
avolyel autopata n kapteAa Animator.
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Texvikog Edappoywv MAnpodopikig (MoAvpeoca/Web designer — Developer/Video games)

MNapatnpolue eipaote otn Bactkn oTpwaon Kwwioswv (Base Layer) kol eV TOU MAEYUATOG
urnapyxouv 3 otaBepol kOuPoL: Any State, Entry kat Exit. ©éAoupe va eL0AyoUpE ETULTAEOV
TIG TEOOEPLG KLV OELG Tou £xBpol (AttackAnim, DyingAnim, IdleAnim kat WalkAnim) kat va
TouC ouvdéooupe Petatl Toug pe BEAN yia va deifoupe mwe petofaivoupe amod tn pia
Klvnon otnv aAAn.

JUpovtag AoOUOV Kot adrvovtag o0To MAEYUA TIC TECCEPLG KIVIOELG EXOUUE:

MpoomaBoUpe v TAKTOTOL)COUUE TOUG VEOUC KOUPBOUC O HLal AOYLKA OELPA KOl VO TOUG
dEpoupe otnv BEON TOU EMOUEVOU OXNHOTOG.

DyingAnim

Any State

WalkAnim

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

Yuvb€oupe Toucg KOUBOUC HeETOEL TOUG OTWCE OTO OXNUA XWPLG va TMEPAEOUHE KATL yLa TNV
wpa 6cov adopa TG ETAOYEC TWV UETABACEWV.

Enmiong, otnv kaptéla pe TI¢ Noapapérpoug Scene S Animator
(Parameters) Twv KWNoswv SNULOUPYOULE TPELG yers SRANGIS ®; BaseLayer
Aoywéc  petaPAntéc:  isAttacking,  isDying, [ i

isWalking. Avaloya pe tnv mepintwon, O€tovtag
TG LETOBANTECG QUTEG £lte o€ true site o¢ false Oa 30YI0g
UopoUE Vo HeTafaivoupe amod tnv pia Kivnon IsWalking
oTNV AAAN Katd tn SLApKeL TOU TayvidLou.

IsAttacking Float

Int

Bool

Trigger

Exovtag SnULOUPYAOEL TIG TPELG AOYIKEG UETAPANTEG, eMIOTPEDOUUE OTO MAEYUA LE TOUG
KOUBoUg Twv Kivoewv. EmAéyoupe tnv petdfaocn (B€Aog) amd to IdleAnim mpog 1o
AttackAnim.

WalkAnim

AttackAnim

JUPOUUE TO avilkeipevo Zombie amd 10 mapdbupo Twv
lepapywwv oto mapabupo tng Mpoeniokonnong (Preview) mou
€xeL epdaviotel katw Se€La.

KaréT[LV pueuicouus Vla Tr]V O'UVKEKPLIJ-E'VI'] IdleAnim -> AttackAnim
puetapaon ta €NC: ias Exit Fime

e AnevepyormnoloUpue to Has Exit Time

e Transition Duration (s) =1

e Jto Conditions mpooBtoupe kat BEToupe:
isAttacking=true
isDying=false
isWalking=false

MNotdpe to Kouuri Avamapaywyr (Play) otnv [EEEEEIE
TIPOETILOKOTNON Kol EAEYXOUE TNV Kivnon. s

isWalking




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

Ouolwg puBuiloupe Kat TLg uTtoAoneg petafaoelg. AnAadn oe OAsc:
e AnevepyormnoloUpue to Has Exit Time
e Transition Duration (s) =1

Evw ota Conditions npooBtoupe Kal BETOUE avaloya TIG TPELG AOYIKEC LeTaBANTEC. ..
yla tnv petafaocn amnd AttackAnim o WalkAnim Oa €xoupe:

isAttacking=false
isDying=false
isWalking=true

Inueiwon: Av o kOpuPog pooplopol sival o IdleAnim tote OAeg oL Aoyikeg petaPAntég Ba
gxouv tnVv TN false.

Téhog, amd tov ¢dpakelo Animations cUpoupe tov ZombieAnimatorController kat tov
adrivoupue endvw oto Zombie mou Bploketal evtoc tng oknvnc.

Av otn ouvéxela natriooupe Avarnapoywyn (Play) kot epocov 6Aa mryav Kald tote Oa
SdoUue to Zombie va kwvettal xpnotponowwvrtag to ldleAnim.

Kwdkac yia thv Kivnon tou x0pou

Anpoupyoupe eva CH Script pe ovopo ZombieScript otov pakeho Scripts kot To cUpoupEe
otov xapaktipa Zombie Stapéoou Tou mapabupou Twv lepapxLwv.

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

using UnityEngine;

public class ZombieScript : MonoBehaviour
{

public GameObject Player;

private float ZombieSpeed;

private Animator anim;

private float DistanceFromPlayer;

private Vector3 PlayerPosition;

// Start is called before the first frame update
void Start()
{

anim = GetComponent<Animator>();

ZombieSpeed = 0.00f;
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MoatBég AnuATeLog Anpovpyia Buteomayvidlot BoAwv (First Person Shooter) oto Unity

// Update is called once per frame

void Update()

{
PlayerPosition = new Vector3(Player.transform.position.x, transform.position.y, Player.transform.position.z);
transform.LookAt(PlayerPosition);
DistanceFromPlayer = Vector3.Distance(transform.position, Player.transform.position);
if(DistanceFromPlayer < 2.0f)
{
ZombieSpeed = 0.00f;
anim.SetBool("isWalking", false);
anim.SetBool("isAttacking", true);
anim.SetBool("isDying", false);
}
else if(DistanceFromPlayer >= 2.0f && DistanceFromPlayer <= 8.0f)
{
ZombieSpeed = 0.002f;
anim.SetBool("isWalking", true);
anim.SetBool("isAttacking"”, false);
anim.SetBool("isDying", false);
transform.position = Vector3.MoveTowards(transform.position, Player.transform.position, ZombieSpeed);
}
else if(DistanceFromPlayer > 8.0f)
{
ZombieSpeed = 0.00f;
anim.SetBool("isWalking", false);
anim.SetBool("isAttacking", false);
anim.SetBool("isDying", false);
}
}

Ao 1o mapdBbupo Twv lepapXwv, cUpouE To avtikeipevo Player otnv 16idtnta Player tou
ZombieScript oto avtikeipevo Zombie.

| @ F75 - Lovel! - Winsaws, Mac, Uinux - Unity 202131161 Barponal® «DX1 - &) X

| Fe  Edr  Aasets GameObpect Companent Window Help

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

Me Tov mapamavw KwWOLKA mapaTtnpoUE OTL:

1. To Zombie koltalel mpo¢ to onueio PlayerPosition ypnoluomolwvtag tThv €VioAn
transform.LookAt(). To onueio autd XpnNOLUOTIOLEL TIG CUVTIETAYUEVEG X KAl Z TOU
naiktn aAAA OpwG TN ouvietaypévn Y tou Zombie. Autd cupfaivel ylia va pnv
«XOUNAWVELY TO BAEUHO TOU TIPOC TOV Ttalktn Kot dnuioupyel SUoKoAieg otnv Kivnon
TOU 0pyoTEPQ.

PlayerPosition
(Px, Zy, Pz)

2. H amootaon dVo onpelwv umtoloyiletat eVkoAa pe TNV evioAn Vector3.Distance(). Av
n amnootacn tou gxBpol amd tov maiktn €ival Alyotepo amd 2 HoOvAdEC TOTE
gvepyormoleital n kivnon tng emnibesonc. Av n amootacn eival and 2 £éwg Kat 8
Hovadeg TOTe evepyomoleital n kivnon tou Badiopatog aAAd Tautoxpova o ex6pog
LETAKLVELTAL KOL TTPOC TOV TtaikTn pe TNV evioAn Vector3.MoveTowards(). TéAog, av n
anootaon €lval HeyaAUuTeEpPn oo 8 Hovadeg TOTe 0 £XOpOC oTapaTAEL Kol BplokeTal
oe adpavela. O €AeyxoC TwV KWWNOEWV Yivetal KaBe dopad BEtovtag KatdAAnAa TG
AOYLKEC HETOBANTEC isAttacking, isDying Ko isWalking TOoU
ZombieAnimationController.
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MatBég Anuntplog Anploupyia Bvteomaxvidiou BoAwv (First Person Shooter) oto Unity

H ogAiba autr) €UELVE OKOTILLA KEVN
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