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MepiAnyn

H Ouykekpigévn TITUXIOKN €pyacia TrpaydaToTroifdnke Tov ZemTéuPpio Tou 2015, OTO
Texvoloyiké EkTraideutikd 16pupa, AuTIKAG EANGDOG, oTo Tunpa MAnpogopikns kai M.M.E.,
TTapapTHpaTog Mupyou HAgiag.

To B€ua TNG TITUXIOKNAG €pyadiag Pag, agopd To “Zxedlacud Kal TNV avatTuén Traixvidiol o€
Aeiroupyik6 ouoTtnua Android”. O Adyog €TmIAOYAG auToU Tou BEUATOG, €ival N CUVEXAG avATITUEN
TNG TEXVOAOYIAG KAl N avTaTTOKpIon TTOU £XOUV OI XPrOTEG ATTEVAVTI OTIG EQApPUOYES. Méoa aTTd
TNV €pyaaia pag, Ba avaAloouue TNV ICTOPIKA avadpour, Téco Tou Android kai Tou Unity, 600
kai Tng C#, mou e€ival n Baocikf yAwooa TTPOoyPaUUaTIONoU avarTuéng €@apuoywy OTo
TePIBAAAOV Tou Unity.

2TOX0G Mag gival n €1 BABog ekuddBnon 6Awv 6owv dopolv aXedIAOTIKA Kal AEITOUPYIKA TIG

EPAPUOYEC KAl TO TI €ival AUTO TTOU TIG KAVEI TTEPICNTNTEG O€ £va TEPATTIO TTOCOOTO TWV XPNOTWV

TOU O103IKTUOU TTAYKOO MiWwG.
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Eicaywyn

H 1Tapoloca TITUXIaKr epyacia €xel wg oTOXO TNV avaAuon TnG ouvexoUug avaTTTuglokAg TTopeiag
TToU AauPBdAvel n TEXVOAOYia Kal TTI0 CUYKEKPIWEVA, aTTd TNV TTEPiIdO dnuioupyiag Tou Unity
(2005) kal TNG ocuuBaTdTNTAG TOU e TO AoyiouIkG Tou Android (2010) yia To oxediaoud Kai Tnv
AVATITUEN EQAPUOYWV VIO KIVNTEG CUOKEUEG TTOU TPEXOUV TO £V AOYO AEITOUPYIKO OUCTNA.

2T0 TIPWTO KEPAAQIO, KAVOUME Wia 10TOPIK avadpoury oTtn yévvnon Tou Android, TIg
OOKIUNOOTIKEG KAl ETTIONMEG EKDOCEIG TTOU KUKAOQOPNOAV KABWG KOl O€ EPYAALia TTOU AQOopouv

TOUG TTPOYPAMMATIOTEG epappoywy Android OS.

2710 0eUTEPO KEPAAaIo Ba avaAuooupe To Unity3d. ©@a avagpepBoUue Ge I0TOPIKA OTOIXEIQ, TIG
eTTioNUES €KOOOEIC TOU TIOU £XOUV KUKAOQOPNOEl WEXPI ONPEPA, TN OuuBatdtTnNTa TOU ME
TTAATQOPHES AAWYV eTaipeiwy, To format apyeiwv TTou utTooTNnPEICEl, KABWS Kal TNV TTPOCPOPG
TOU OTN Blounxavia. ETriong, 8a pIAooupe yia Toug TPOTTOUG eKuABNoNG Tou TTPoYPANUATOG, Ba
avaAUoOUE TO D10 TO TTPOYPAUMA Kal TO TTEPIBAANOV epyaciag Tou, KaBwg Kal T cuppaToTnTa

TOU JE TO AoyIopIKO Tou Android.

270 TPITO KEQAAQIO Ba KAvoupe avagopd oTnv C#, n oTroia gival yia atrd TIG YAWOTEG avaTTuéng
Tou Unity Kal n yAMOOoQ TTPOYPAUMOTIONOU TTOU XPNOIKOTTOINCANE OTnv dnuioupyia Twv
eQapuoywy pag. Mo ouykekpiyéva Ba avagEPouE IOTOPIKA OTOIXEIA, OTOIXEIO TTOU apopolv TV

€CENIEN TNG KABWG Kail didpopa KOPUATIO KWAIKA TToU agopouv Tn dour TNG.

210 TETAPTO Ke@PAAalo, ouvdéouue 1o Unity pe tn C#, TTou aTroteAoUvV Ta PBACIKG epyalAcia
uAotroinong TG €QapuoyAg pag. Ev ouvexeia Ba avaAUCoupe TIC TTIO ONPAVTIKEG KAAOEIG,
OuUVapTNOEIC Kal Ba ava@EéPOUNE TTapadEiyHaTa avATITUENG KWOAIKA TTOU a@OPOUV TIG EQAPMOYES

o€ Unity.

2TO TTEUTITO KEQPAAQIO, YiveTal avagpopd oTa TraiXvidia TTou oxedIACAUE Kal avamTUEaue OoTa
TAQiCI0 TNG TITUXIOKAG MOG epyaciag. ©a UIAACOUME yia TO TTEPIEXOUEVO TOU TTaIXVIOIOU, T
YPOQIKA Kal TOv KWOIKA TTou TIPoodidel AEITOupyIlkKOTNTO OTNV €QAPUOYA MOG. 2TO TEAOG

TTapaBETouue Kal TNV BIBAIoypagia TN epyaciag pag.



KepdAaio 1 : Ti gival To Android;

To Android atroteAei éva avoixtoU KWwAIKa AEITOUPYIKO CUCTNUG
(open source operating system) yia KIVATEG GUOKEUEG TO OTTOIO
avaTtoxenke amoé Tnv Google.

H Google otnpixBnke Tavw oTo AEIToupyikd ouoTnua Tng Linux
yia va avartugel 1o Android, To OTToi0 TTaPOUCIAoTNKE OTNV
ayopad aTig 23 2emrefBpiou Tou 2008.

To Android e€ival ypauuévo OTIG YAMDOOEG TTPOYPAUMATIONOU

anQOID C(core), C++ ka1 JAVA(UI), eivar diabéoiyo ae 70 yAwooeg

Eixéva 1: TTAOYKOOMIWG, €&vw MEXPI OTIYUAG €XOuv  KUukKAoQopAoel 5
www.androidiletisim.blogspot.ar  gkddoelg TOU AoyIOMIKOU (Xwpi¢ TIC avaBabuioceig), We TTIo
mpocearn Tnv Android 5.0 Lollipop.

1.1 O1 ekd60¢Ig Tou Android (BETA)

Mpiv TNV e€mionun Trapoudiacn Tou AOYIOMIKOU OTnV
ayopd, n Google KukAo@opnoe dia OOKINACTIKY £€KO0OON
Tou Android, beta, omi¢ 5 NoeguBpiou Tou 2007 Kkai pia
epOopada  apyoTepa  KukAo@Opnoe kal TO Software
Development Kit (SDK).

H ékdoon Tou Android beta kukho@bdpnoe oe 7
O1aQOPETIKEG OOKIUAOTIKEG version,

m3 — rc20a (milestone 3, release code 20a)
m3 — rc22a (milestone 3, release code 22a)
m3 — rc37a (milestone 3, release code 37a)
m5 — rcl4 (milestone 5, release code 14)
m5 —rcl15 (milestone 5, release code 15)
0.9

10-r1

Eikéva 2: www.en.wikipedia.org

1.2 O1 ekd60¢1g Tou Android (Etrionpeg Ekd60¢Ig)

H mwpwtn emionun é&kdoon Tou Aoyiouikou Android, n version 1.0, kukAopdpnoe oTnv ayopd
oTIg 23 ZemTeuBpiou Tou 2008 Kal N TTPWTN CUCKEUR yia TRV oTToia Atav diaBéaipo, ATav n HTC
Dream.


http://www.androidiletisim.blogspot.gr

2Tnv mTpwtn ékdoon Tou OS Tng Google, ATAV TTPOEYKATECTNMEVESG OAPKETEG EQAPMOYES TNG
eTaipeiag, 0TTwg 10 Android Market, To0 eupéwg yvwoTto ohuepa wg Play Store, To Gmail, 10
Google Maps, To YouTube KTA.

O1 avaBaBuiopéveg ekBOOEIG TNG TTPWTNG ETTIONUNG £€KO0ONG TOU AOYIOUIKOU TTOU KUKAO®SOpnoav
oTnv ayopd, ATav,

H version 1.1 (09/02/2009) n otroia eVOWMATWVE TTEQAITEPW XOPOKTNPIOTIKA, EVW
016pBwve Kal Ta bugs Ta otroia utrpxav otnv version 1.0,

H wversion 1.5 (27/04/2009), eutrepIcixe KaAvoUpId XOPAKTNPIOTIKA OAAG  Kal
TpoTtroTroInoelg ato User Interface,

H version 1.6 Donut (15/09/2009), atroteAei TNV TTPWTN a11o TIG €KdOCEIG Tou Android
TTOU B0 KUKAOQOPHOOUV EUTTEPIEXOVTAG KATTOIO YAUKO GTO Ovopd Toug. AuTh n €kdoon
EVOWNATWYE Kavoupia XOPOKTNPIOTIKA OTO AOYIGMIKO, VW EUTTEPIEIXE KAl avaBabuioelg
Y1 OPIOHEVES AEITOUPYIEG TOU.

H deutepn emionun ékdoon Tou AoyiouIKoU, n version 2.0 Eclair, kukho@bépnoe oTig 26
Okrwppiou 2009 kai eutrepIeixe TTapa TTOAAEG avaBabpuioels ag OAeG TIC AeiToupyieg Tou Android.

O1 avapBaBuiopéveg €kdOOEIC TnNG OelTePNG  eTmionunNg €kdoong Tou  AOYIOHIKOU  TTou
KukAogpopnoav atnv ayopd frav,

H version 2.0.1 (03/12/2009) n otroia eUTTEPIEIXE MEPIKES PIKPEG AANAYEG OTIG EQAPHOYES
Kal d16pBwaon Twyv bugs,

H version 2.1 (12/01/2010) n oTtroia ATav TTOPOUOIG HUE TNV AKPIPWS TTPONyoUuEVn
¢kdoon 2.0.1,

H version 2.2 Froyo (20/05/2010) n tpiTn o€ ocIpd £€KdOON HE TV avapopd YAUKoU OTO
évopa TNnG, n oTroia AvETTTUEE APKETA TO AOYIOMIKO aAAG Kal TN OUCKEUN PEXPI EKEIVO TO
onueio. H ouokeurp €yive TTO  ypriyopn, TIPOOTEBNKE TrEQIOCOTEPN MVAMUN  Kal
BeATioTotromOnkav ol ammodooelg TG¢. MpooTébnke Javascript Engine otov Chrome for
devices TTou PEXPI TOTE deV UTTHPXE, MEYOAUTEPN aoPAAEIa OTO €TTITTEDO TNG dlaxeipiong
TIPOCWTTIKWY KWOIKWY, VW UTTAPEE Kal uttoaTrpign yia To Adobe Flash k.0.k.,

MNa tnv €kdoon 2.2 Froyo, Kukhogopnoav KAtroleg avapabpioelg, ol versions 2.2.1 —
2.2.2 — 2.2.3, Ol OTIOIEG EUTTEPIEIXAV KATTOIEG PBEATIWOEIG, TTEPICTOTEPN ACPAAEIQ Kal
016pbwaon Twv UTTApXovTWY bugs.

H version 2.3 Gingerbread (06/12/2010) eutrepicixe TTOAAEC oAAayég TO6CO OTNV
EUQAvIon, 600 Kal oTov TPOTTO AsiIToupyiag. Mepikég atrd autég ATav, n avaBdduion Tou
user interface design, umooTipién oc ueyaAUTrepes 0006veS kal KaAUtepn avaAuon,
ouvardrnra copy / paste, Kal ypnyopOrepn Kal EUKOABTEPN Ouyypa®n KEIUEVOU OTO
EIKOVIKO TTANKTPOAGYIO.

Mapeppepeic ekdOOEIC TNG version 2.3 TTou KukAo@opnoav, ATav ol version 2.3.1 — 2.3.2
- 233 - 234 - 235 — 23.6 — 2.3.7 pe TIG OTOiEg TTPOOTEBNKAV ETTITTA OV
XOPAKTNPIOTIKA, BEATILUONKAV UTTAPXOVTA XOPOKTNPIOTIKA Kal Jelwbdnkav Ta bugs.



H Ttpitn emionun €ékdoon Tou Android, version 3.0 Honeycomb, kukAo@dépnoe oTIG 22
PeLpouapiou 2011 kai eutrepieixe, umoornpién yia tablet, amAomoinuévo multitasking, o
ypryopo hardware, ikavornta oto XpHoTn yia Koutrroypdenaon twv 0e00UEVWY TOU KTA.

O1 avaBaBuiouéveg ekdOOEIG TNG TPITNG ETTICNUNG €KOOONG TOU AOYIOMIKOU TTOU KUKAOQOPNOoav
oTnv ayopd ATav,

H version 3.1 (10/05/2011) n otroia eutrepieixe ouvoeoiuornra ue USB eéaprnuara,
urrootnpién e€wrepikoU mAnkTpoAoyiou — joystick — FLAC audio playback — HTTP proxy
K.0.K.,

H version 3.2 (15/07/2011) eumepicixe PLeAriwuévn urmroomnpién oro hardware,
ouuBardotnTa ue OUOKEUEC OI OTToiEC Ocv Asitoupyouoav KaAd o€ tablet, ueyaAurepo
éAgyxo oToug mpoypauuarioTés dlapoperikwv Android cuokeuwv KTA.

MNa tnv €kdoon 3.2 Bynkav KATTOIEG avapaBuicElg Kal TTI0 CUYKEKPIPEVA ol versions 3.2.1
- 322 - 323 - 324 - 3.25 — 3.2.6, o1 omoieg eutTepIcixav avaBabuiceis Kai
O10pBwWaoeIc 0 EQAPPOYES TOU AoYICUIKOU KaBWg Kal S1opBwoElg oTa bugs TTou UTTHpXav.

H Tétraptn emionun €kdoon Tou AEIToupyikoUu guaTriuarog Tou Android, Atav n version 4.0 Ice
cream, n omroia Kukho@opnoe oTig 18 OkrwBpiou tou 2011. H cuykekpipévn €kdoon, ival n
TTPWTN a1’ OAEG PEXPI OTIVMN TIG €kOOOEIG, N OTToia "BewpnTIKA” ATaV CUPPBATA e OAEG TIG
OUOKEUEG ol oTToieg uttooTAPICav Aoyiopike Android. H €kdoon 4.0 eixe Tapa TTOAAEG BeATILWOEIG
aTn AEIToupyikeTNTA NG, VEOUC TPOTTOUS TTPOOBacng, OTTwWG Tnv atreubeiag Tpoopacn o€
EQPAPUOYEC KaTeUBEIav atrd Tnv 086vn kKAsidwuatog, BeAtiwaoeig oro Ul Tou Hardware K.a.

O1 avapoBuiouéveg ekdOOEIC TNG TETAPTNG €mioNuNg €kdooNG TOU  AOYIOMIKOU  TToU
KukAo@oépnoav oTnv ayopd ATav,

Na Ttnv €ékdoon 4.0 kukho@opnoav KArmoleg avaBabuiocuéveg version Kal  TTio
ouykekpiyéva ol versions 4.0.1 — 4.0.2 — 4.0.3 — 4.0.4, ol oTr0ieg KATA KUPIO AGYO
euTTEPIEiXav O10pBwaoei oTa bugs Kal BeATiwan Twv SIGPOPWV EQAPLOYWV.

H version 4.1 Jelly Bean (09/07/2012) eutrepicixe BeAtiwpuévn mpooBaoiudrnra,
QUTOUATO re-size N JETATOTTION TWV apps TTPOKEINEVOU VA XWPEOOUV Kal AAAEC EQAPLIOYES
arnv 006vn, mmo amaAd User Interface K.T.A.

Avapabuiopéveg ekdooeig Tng Jelly Bean versions mmou kukhogoépnoayv, ritav ol 4.1.1 Kai
4.1.2 o1 omoieg euTtTEpIEixav BeATiwaei¢ Kal 610p8waeic Twv bugs.

H version 4.2 (13/11/2012) eutrepicixe vEEG AeIToupyieg o ox€on WE TV TTPONYOUUEVN
TNG €kdOOT), KATTOIEG ATTO TIG OTTOIEG ATAV, N BeATIOTOTTOINON KE TN XPHON Widget support
TOU KAEIOWUATog 000vng, WEYaAAUTEPN XwWPENTIKOTNTA OTIC OPQEC EIOOTTOINCEWY TTOU
oTtnpilel T0 AoyIOuIKO, ouadoTToinon TwV UNVUUATWY KTA.,

O1 310pBWTIKEG €KOOCEIC TNG OUYKEKPIMEVNG version, 4.2.1 kal 4.2.2, eutepiixav
BeAniwaoeig kai d10pBwaei TTavw oTnv €kdoan 4.2 Tou Android.

H ékdoon 4.3 (24/07/2013) kKukAogpopnoe he To oAoykav “Eva akoua Tmio yAuko Jelly
Bean” kabwg eutrepigixe, peyaAdrepn eéoikovounon umrarapia kar@ T xpnon Tou



Bluetooth, rnv OpenGL ES 3.0 yia mio BeAniwuéva gaming graphics, aAdayr yAwooag e
uia kivnon (right-to-left) k.a.,

H ouykekpiuévn €kdoon nATav TTOAU KOAG avaTituydévn Kal yia To Adyo autd
KUKAOQOpNoe POVo Jia version BeATioTotroinong, n 4.3.1, n otroia atroTéAecE SI0POWTIKN
version yia Ta bugs oto Nexus 7 LTE.

H ékdoon 4.4 Kit Kat (31/10/2013) armrotéAeoe pia O avavewuévn version n otroia
euTTEPIEiIXE TTOAAG OTOIXEia TOU UTTAE OTO user interface 1n¢, eykaraAgipOnke 1o bold mou
uttipxe ato poAdr Tou Android kar mAéov 1o text Eyive thin, véa Frameworks yia 1o Ul
design, ro Wi-fi kar ra dedouéva Tou KivnToU UETAPEPBNKA TTIC YPNYOPES ETTIAOYEC K.T.A.

O1 BeAtiwpéveg ekdooeig Tou Kit Kat TTou KukAo@opnaoayv, ftav ol ekdooelg 4.4.1 —4.4.2 —
4.4.3 — 4.4.4 o1 omoieg BeATiwoav TIG AEITOUPYIEG TWV EQPAPUOYWV TNG TPEXOUTAG
£€KOOONG TOU AOYICMIKOU 1) TTPpOCOecav VEEG AeIToupyieg Kal o1 ekdOoeIg 4.4W — 4.4W.1 —
4.4W.2 ol otroieg TTpOoOecav 1 BeATiwWoAV KATTOIEG AEITOUPYIEG OTIG EQAPUOYEG.

H téumrn kon TeAeuTtaia emmionun ékdoon TToU €xel KUKAOQOPAOEI PEXPI OTIYUAS yia TO
Android, €ivar n version 5.0 Lollipop (12/11/2014). Kda&moia amd Ta oTOIXEiO TO OTTOiQ
TePIAAPPBAvel N TeEAeuTaia Kal TTOAU BeATiwuévn ékdoon Tou Android, €ival n mpoobrkn tnNg
OpenGL ES 3.1 yia kaAutrepa gaming graphics, peyaAurepn Oidpkeia TnG pirarapia xapic oro
Project Volta, cioaywyn kai eéaywyn nxou péow USB ouokeuwv, mpoobBrkn 15 akdua
YAwoowyv, kaivoupio EEUTTvo KAEIdwUA K.0.K.

O1 avapoBuiopéveg ekOOCEIG TNG TIEPTITNG  €TONUNG €KOOONG TOU  AOYIOMIKOU  TTou
KukAo@oépnoav oTnv ayopd ATav,

O1 ekdooeig 5.0.1 kar 5.0.2 pe TIC oTroieC BeATIWONKAV KATTOIEC EQAPUOYEC Kal
eéaeipOnkav Ta utrdpyovra bugs.

H ékdoon 5.1 (09/03/2015) n otroia TTPOCQEPEI LUEYAAUTEPN TTPOOTACIA OTH CUOKEUN,
uwnAng mroiotnrag kAoeig, official support oTIC CUOKEUES e TTEPIOTOTEPES aTTo uia SIM
K.T.A.

H TeAeuTaia ékdoon yia o Android (kai ol €TTionpeG Kal oI update versions) TTou €xel
KUKAoQoproel uExpl oTIyuNG eival n ékdoon BeATiwong Tng version 5.1, n ékdoon 5.1.1,
n otroia éxel dlopBwaoel TTapa TTOAAG bugs Ta oTToia uTTrpxAV.



1.3 Google Play (Play Store)

Google play

To Play Store, atmroteAei 1o Baoiké Market mou €xel dnuioupynBei atrd Tnv Google, 6aov agopd
TIG EQAPUOYEC KOl Ta TTaIyVidia Ta oTToia £xouv dnuioupynBei yia To Aoyiouikd Tou Android.

To Google Play dvoige T1i¢ d1adIKTUOKEG Tou TTUAEG OTIG 22 OkTwfpiou tou 2008 kai PEXPI
onuepa, TepIAappBavel Tdvw ammd  1.500.000 eg@apuoyés. To emionuo site  eivalr TO
http://play.google.com ammdé TO OTOI0 O XPHOTEG MUTTOPOUV va KOTERACOUV €QAPUOYEG OTO
smartphone Toug, €V Ol TTPOYPAMMATIOTEG AOYIOMIKOU Android, YTTopouv va aveRAGCoouv OTO
Play Store TIG e@apuoyEG TTou oXeSIAOUV KAl avaTTTUCOOUV.

1.4 Google Developer Console

:,p Google play | Developer Console

Eikéva 4: PrintScreen amé www.developer.android.com

To Google Developer Console atroTeAei Tov €TTionuo Aoyaplaoud Twv TTPOYPAUMATIOTWY Ol
oTToiol B€Aouv va avefdoouv Kdtola epapuoyr oto Play Store kai va Tn PoIpacTouv PE TOUG
XPNOTEG.

H eyypagn yivetal pe Tov Aoyapiacud TTou €xouv dnuioupynoel Adn otn Google, €ite yia 10
Gmalil, €ite yia kdmmoia GAAN €@apuoyr) TNG €TaIpeEiag, [ o€ TTEPITITWON TToU Ogv UTTAPXEI
Aoyaplaouog Google, 0 TTPOYPAUMATIOTAG MTTOPEL Va eyypaPEi EKEivN TN OTIYMN.

H eyypaen cival TANPWTIKA Kal KooTilel 25% AuepIKAG.


http://play.google.com
http://www.mobilectrl.de
http://www.developer.android.com

Ta BAupaTta eyypaeng eival Ta €ENG,

Algn-in with your Google ~wept Deve o pe A Fay Hegistralion Fee Lol ede your Sccount

WCCE LT 4 iy Tl detmil

Eikéva 5: PrintScreen amé www.developer.android.com

20vdeon pe 1o Google Account: Autd To avagEpPApE OTNV TTPONYOUUEVN TTOPAYPAPO, KAVOUE
€iTe ouvdeon e Tov Aoyaplaoud pag, r av Oev €XOUPE dNUIOUPYOUNE €Keivn TR OTIYUR évav
Aoyaplaoud otn Google.

Atrodoxnl O6pwv: YTApxouv KATTOIEG TTPOUTTOBECEIS yIa TNV Eyypa@r ME TIG OTIOIEG Ol
developers TTPETTEl VO CUMQWVACOUV TTPOKEIMEVOU VA OUVEXIOTEI N diadikaaia.

MAnpwpn: O1 developers TTAnpwvouv Ta 25% AUEPIKAG YIa va TTEPATOUV OTO ETTOUEVO Bra.

OMAokAfpwon oToixeiwv: To TeAeutaio Prpa trepIAapBdavel Tnv dnuioupyia Tou Aoyapiacuou
pag oto Google Console kail Tnv oAokARpwaon Tnv diadikaciag.


http://www.developer.android.com

KepdAaio 2 : Ti gival To Unity3d;

Q unity

Eikéva 6: www.unity3d.com

“To Unity3d, arroreAei pia oAU duvarh Kar eUEAIKTH TTAar@opua, avamruéne Kai oxediacuod,
SNUIoUPYIKWV TTaixvididv.” *

To Unity, atroTteAei pia eU€AIKTN Kal TTOAU duvarth (TTaixvioo)TTAaT@Opua yia Tn dnuioupyia 2D Kal
3D Taixvidiwy. Anpioupybnke ammdé tn Unity Technologies, tov loovio tou 2005 kai TTI0
OUYKEKPIYEVA OTIG 8 TOU PNvOG. Eival aveTtTuyuévo oTIG YAWOOEG TTpoYPAapUaTiIopol C, C++ kal
C#, ovrag, péxpl Kal onuepa, dlaBéoiyo poévo otnv ayyAikn yAwooa. To TrepIBAAAOV Tou
Xwpidetal o dUO PEpn,

To kaBapd oxediaoTiKO, YEGQ OTO OTTOI0 O XPAOTNG CTHVEI TO TTaIXVidl Tou, KAvovTag
Xpnon OIKWV TOU Ypa@IKWwy, OANG Kal ETOIMWV YPAQIKWY, atmd To asset store Tou
TTPOYPAPUATOG.

To mepiBardov avamruéng, péow Tou otToiou divel (wvTavia Kal dIadpacTIKOTATA OTA
YPOQIKA TOU JE TN cuyypaen Kwdika C# ) Javascript.

2.1 O1 ekdb60o€Ig Tou Unity3d

H mpwTtn ékdoan tou Unity, n version 1.0, TTapoucidoTtnke 1o 2005, 0TO £TACIO (TTAYKOOUIO)
auvédplio TnG Apple kai ftav d1a8£a1uo Povo yia AoyiouIka OS X.

AUo xpovia apyodTepa, Kal TTIo cuykekpiyéva oTiS 11 OkrwBpiou 2007, OTO TTPWTO GUVEDPIO TOU
Unity, €yive kal n TTapouciaon tng deltepng £kOOONG TOU TTPOYPAUMATOG, TNG version 2.0. ZT1o
OUVEDPIO TTAPOUCIACTNKAY Ol VEEG BUVATOTNTEG Ol OTTOIEG TTPOCTEBNKAY OTO TTPOYPANMUA, KABWS
kal o Unity Asset Server, amd Tov OTT0i0 Ol XproTeS UTTopouv va katepdlouv UAIKO, TO OTToio
gival cuppaté pe 1o Unity. To 2009, to Tpdypauua TTAEOV UTTOOTNPICEl KAl TTauxVidia, Ta OTToia
gival ouppard pe Ta Windows tng Microsoft.

! Unity Official Website, 2005. Unity, a6 http://unity3d.com



http://unity3d.com
http://www.unity3d.com
http://unity3d.com

21Ig 4 Okrwppiou Tou 2010, £yive n etmionun TTapouaciaon Tng version 3.0 Tou Unity. ZTnv véa
€kdOON TOU TIPOYPAPMATOG, EVOWMATWONKE Kal n duvardotnTa preview, KABWG Kal n
oupBarétnTa pe ouokeuég Android, n otroia avakoivwBnke Kai emionua Tov Mdprio rou 2011.
Méxpi Tov @AeBdpn Tou eTTOPEVOU Xpovou, gixav Byel aTnv ayopd kai ol ekdocoelg 3.4 kai 3.5, ol
0TT0iEG ApxIoav va utrooTnpifouv 3D ypagikd, KaBwg Kai Tn duvatdTtnTa Tou rendering.

H version 4.0 Tou Unity, TTapoucidoTnke emmionua yia Tpwtn @opd oTig 13 NoeguBpiou Tou 2012,
yIO VO aKOAOUBAOOUV 01 ETTOUEVEG EKDOTEIG

Version 4.1 (13.03.2013): YtrooTtrpign Tou AirPlay oto Operating System (OS) Tou iOS.
Version 4.2 (22.07.2013): YmrooThpiEn Windows Phone 8, Windows Store, BlackBerry.

Version 4.3 (12.11.2013): YTmrootipign 2D Frameworks, 2D rendering, 2D physics
engine.

Version 4.5 (27.05.2014): Emdi6pbwaon mepiocétepwyv atod 450 bugs.
Version 4.6 (26.11.2014): Eicaywyn véou Ul Framework.
Version 4.6.2 (29.01.2015): YtrooTthpign 64bit applications o10 iOS.

H teAeuTaia ékdoon TTou KUKAOQOPNOE Kai gival d1aBEaiun auTr Tnv TTepiodo aTnv ayopd,
gival n Version 5.0, n omoia avakoivwBnke aTig 3 Mapriou tou 2015 kai gival dlaBéaiun yia 22
TIAATQOPEG.

2.2 X& troleg TAaT@OpuEg utTooThpPideTal oRpEpa To Unity3d;

H TteAeutaia ékdoon Tou Unity3d eivar cuufar) pe mavw ammd 20 dIapopeTikoU €idoug
TIAATQOPEG, Ol OTTOIEG £XOUV VO KAVOUV TOOO WE KIVNTEG CUOKEUEG Kal UTTOAOYIOTEG, GO0 Kal UE
KOVOOAEG BIVTEOTTAIXVIDIWV.

Ooov agopd TIG KIVNTEC OUCKEUEC, N TTAaT@Opua Tou Unity eival gupBathi PE TO AEITOUPYIKO
ouoTtnua TG Apple, I0S, pe 1o Asitoupyikd ouaTtnua TG Google, Android, pe To AEITOUpPyIKO
ouoTtnua TnG Microsoft, Windows Phone, kai P TIG KIvnTEC OUOKEUEG, BlackBerry 10 kai Tizen.

210 desktop Twv HAektpovikwv YTtroAoyiotwyv (H/Y), utropouue va Bpouue oupfardtnta Tou
Unity pe Ta Aeiroupyikd cuoTthuata Windows kai Toug H/Y Mac, aAAd kai pe 1o Store Apps Twv
Windows kai To OS Tng Linux.

O1 mmaiyvidounxavég oTIG OTToiEG uTToOTNPICETAI N TTAAT@OPUA Tou Unity, €ival oI KOVOOAEG TNG
Sony, PlayStation 3, PlayStation 4 & Morpheus, PlayStation Vita, oI kovooAeg Tng Microsoft,
Xbox One kal Xbox 360 kabwg kai n raixvidounxavi Wii, Tng Nintendo.

O1 Web Player trou Bpiokoupe oT1o d1adiktuo, eival cuppartoi Pe Tnv TeAeuTaia ékdoan Tng
TAaT@Oppag Tou Unity, 6Trwg kai n WebGL tng Mozilla Foundation.

H Version 5.0 Tou Unity, cival oupparh pe ocuokeuég Augmented Reality kai Virtual Reality,
omrwg gival n Oculus Rift, n Gear VR kai n Microsoft Hololens.



Av o€ OAeG TIG TTOPATTAVW OUCKEUEG KAl TO AEITOUPYIKA OUCTHUOTA, TTPOCOELCOUNE Kal TOV
KOOUO TNG TNAEOPACN HE TIG VEEC TTPWTOTTOPIAKEG CUOKEUEG TNG Google kKal TG Samsung PE TNV
Android TV n TpwTn Kai e Tnv Samsung SMART TV n deUTepn, KATAAYOUME OTI N vEéa €KOOON
NG TAGTQOpuag Tou Unity, eivar cuupaty pe 22 OIOQOPETIKEC CUOKEUEG Kal AEITOUPYIKG
OUCTAMATA, GUVOAIKA.

2.3 Ti format apxeiwv utrooTnpidel o editor Tou Unity3d;

FORMAT APXEIQN EIKONAZ

.psd Jpg .png .gif .bmp
tga Aiff iff .pict .dds
FORMAT APXEIQN HXOY
. .0gg .aiff .
mod it sm3
FORMAT APXEIQN BINTEO
.mov .avi .asf
mpg .mpeg mp4
FORMAT APXEIQN KEIMENOY
txt .htm .html
xml .bytes
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2.4 H rpoo@opd Tou Unity3d oTn Biopnxavia

To Unity wg TAaT@opua, utropei apxikd va dnuioupyABnKe TTPOKEINEVOU va BonBroel Toug
XPNOTEG TOU OTNV avATITUEn TTaiXvIOIWY, OAAG OTnv Tropeia ouveiopepe Kal o€ AAAOUG
Blounxavikoug ToUEiG.

‘Evag ammd autoUg Toug TOMEIG, €ival 0 TOPEQG TNG APXITEKTOVIKAC, TNG Karaokeunc Kal TnG
Mnxavikng, 6mou T10 Unity, Bori@noe otnv avamTugn d1adpacTiKwy mocap, Ta oTroid
AgIToupyoUuoav O€ TTPAYMATIKO XPOVO, TTPOKEINEVOU VA TTAPOUCIOOTE £vag Xwpog, &va axEdio,
Hia 16€a o€ virtual reality.

Eikéva 7: www.unity3d.com

BonBeia Tpooépepe 0TOUG TOWEIG TNG laTpIkA¢ Kal TNG AopdAsiac, 6TTou doUAewe oav simulator,
yIO TNV EKTTAIOEUCN KAl TNV OWOTHA KATAPTION TTPOCWTTIKOU KATW UTTO CUYKEKPIMEVEG TUVONKEG.

11
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Eikéva 8: www.unity3d.com

H mAat@dépua tou Unity, amroteAei €va ammd Ta ayamrnuéva TTPOYPAUMATA QVATITUENG TWwV
ETAIPEILV TUXEPWYV TTaIXVIDIWY, TGOO T€ online mode, 600 Kal ato mobile gaming.

2.5 Ma@aivovTtag To Unity3d
O 1péTOC eKuGONONG Tou TrEPIBAAAOVTOG Tou Unity, uTTOpEl va yivel pe TTOIKIAOUG TPOTTOUG,
KaBwg péoa oTo eTTionuo site Tou unity3d.com, o1 XprioTeg €xouv Tn duvatoTnTa PECW,

Video Tutorials, Ta otroia £€xouv dnuioupynBei ammd Tnv oudada Tou Unity,

Documentation, ye Tn BorBeia Tou Unity Manual To oTT0io TTpo0@EPETE dWPEAV O€ OAOUG
TOU XPAOTEG,

Live Training, TTouU YiVETAI 0€ CUYKEKPIUEVES HEPES KAl WPES KAl

Tou Community, Tou forum dnAadr} TTou uTTdpXel yIa TO TTPOYPOAPHA, OTO OTToI0 Ol
XPrOTEG YTTOPOUV VA PWTHOOUV KOI VA ATTAVTACOUV € OTI yVwpilouy,

12


http://www.unity3d.com

va udbouv 10 TTPOYPOPMA, va oXeDIAoOOUV Kal va avamTuiouv OTl €mBupolv, £Xovtag Tnv
utToaThPIEN, TOOO TWV dNUIoUPYWYV, OGO Kal TOV JEAWYV TNG KovoTNTAG Tou Unity.

2.5.1 Video Tutorials

Ta video tutorials, amoteAolv ekTTaIdEUTIKA BivTeo Ta otroia gou degixvouv e TTIO TPOTTO Ba
XEIPIOTEIC TO TIPOYPAMMa, Oa OnuIoupyrnoEelic ypa@Ikd, Oa avatTugelc Kwdika Kal Ba
XPNOIUOTTOINCEIS £TOIMA TTPOIGVTA TTOU aou divel To Unity.

XwpiCovtal o€ dUO KATNYOPIEG,

Tnv katnyopia ENGINE, Ta tutorials Tng otmoiag o€ fonddave va dnuioupynaoeig Traixvidia,
va Ta oXedIAOEIC KAl va avaTITUEEIS KwdIKa TTou Ba Toug dwoel {wn kal 8a Ta KAvel

01adpacTIKA.
PROJECTS
ﬂ ROLL-A-BALL TUTCXRIAL SPACE SHOOTER TUTORIAL
SURVIVAL SHOOTER TUTORIAL . 2D ROGUELIKE TUTORLAL
. PROCEDURAL CAVE GENERATION TUTGRIAL H STEALTH TUTORIAL (4% OHLY)
TOPICS
€} INTERFACE & ESSENTIALS g2 2D GAME CREATION
SCRIPTING U GRAPHICS
b, PHYSICS 4 AUDIO
¥ ANIMATION n USER INTERFACE (UI)
¥ woBILE & TOUCH B HAVIGATION

o TIPS ﬁ MIMI-PROJECTS

Eikéva 9: PrintScreen amrdé www.unity3d.com

Kar Tnv katnyopia, SERVICES & PRODUCTION, péoa armé tnv otroia Aaupaveig
OUMBOUAEG  yia KaAUTEPN UAOTTOINON  TTAIXVIDIWY KOl TTPOYPAUUATWY, avaAUoEIg,
OUUPBOUAEG yIa Xprion £TOINWY YPAPIKWY Kal KWOIKA atrd To Asset Store KTA.

13
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TOPICS

@ ANALYTICS

Ty THE ASSET STORE

DEVELOPER ADVICE 'iﬁ PRODUCTION

2.5.2 Documentation

Eikéva 10: PrintScreen amé www.unity3d.com

Méoa oto documentation Tou Unity, yttopouue va Bpouue o Manual kai To Scripting APl Tou
Unity, Ta otroia trapouaciddovtal, 6TTwg BAETTOUPE OTNV €IKOVA apIOTEPA PAG, AV Eva KUPIWG
pevou, OTToU TTATWVTAG TTAVW o€ KABe etmIAoyr pag eugavidovral deutepelovTa Kal TPITEUOVTA

Unity Manual

T Unity Overview

Ed Editor

1 Graphics

Ed Physics

x4 Scripting

a Multiplayer and Networking
1 Audio

E¥ Animation

B Ul

g4 Navigation and Pathfinding

Architectire

MEVOU, YECQ OTA OTTOIO EPTTEPIEXOVTAI TTANPOYOPIEG OXETIKEG HE
TIG KOTNYOPIEG TNG OTToiEG DIOKPIVOUUE OTO KUPIWG PEVOU TwV
manual. O1 TTAnpogopieg auTég, divovTal e TN XPRon KeEIPEvou,
EIKOVWYV OAAG KAl KOMMOTIWV KWOIKA, TA OTToia €XOUV TTAVTOTE
TNV avdaAloyn €TTEEHyYNON yia TOV TPOTTO XPHONG Toug, aAAG Kal
yla TO ATTOTEAECHUO TO OTToI0 TTapAyeTal META TN XpPrAon Twv
EKAOTOTE ETMAOYWV, 1 TWV €EKACTOTE KOMMATIWV KWOIKA, TOV
OTTOi0 AVATITUOOOULIE.

Eikéva 11: PrintScreen amé www.unity3d.com

Ed Virtual Reality
gd How to contribute to Unity

d Platform Specific

Eikéva 12: PrintScreen amé www.unity3d.com

UnityEngine
UnityEditor

El Other

2.5.3 Live Training

MiAwvTag yia live training, piIAGpe yia online training courses,
onAadn yia {wvTtavd padnuata péow diadikTuou. Ta sessions Ta
oTroia d1I0ACKOVTal €ival TUYKEKPIMEVA, OE OPICUEVEG WPEG Kal
NUEPOMNVIEG KAl ATTO CUYKEKPIYEVOUG OMIANTEG, avaAloya TTavTa
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ME TO TTEPIEXOMEVO TOU eKAOTOTE pabnuaros. Méoa otov 1oTéTOTTO TOU Unity, 0 xpnotng ptropei
va Bpel o€ yop®n PBivreo Kal Ta TTponyoUueva PaBrpaTa Kal TIC BEUATOAOYIEG, Ol OTTOIEG £XOUV
O10ax0¢i.

2.5.4 Unity Resources

To Unity3d, péow tou Asset Store Tou, TTPOCQEPEI GTOUG XPHOTEG TOU, TTEPA ATTO EPYAAgia Ta
otroia Ba Toug BonBrijcouv va UAOTTOINCOUV Ta project Toug, £TOIPA projects, TTPOKEIMEVOU va
BonbAoel Toug game developers, va Bpouv AlUceig oe TTpoBARuaTa Ta oTToia TTIBavoTaTa Va
TTAPOUCIOCTOUV KaTA Tn SIAPKEIA TG UAOTTOINONG £vOG project.

2.6 To mrepiBaAAov Tou Unity3d

To mepiBdAAov Tou Unity, €ival katé KUpio AOyo oxedlaoTIkO. Anuioupyeic To TTePIBAAAOY TOU
TTaixvidioU oou, €I0AYEIS Ta yPa@IKa gou kal pe Tn Boribeia Tou code editor Tou Unity kai Tn
ouyypaen KWOIKA, Ta KAVEIG dIadpacTiKd, divovTag Toug {wi.

Eikéva 13: PrintScreen amré 1o mepidAAov Tou Unity

2.6.1 To main menu Tou Unity
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Filte Edit Assets GameObject - Component Window Help
=)

Eikéva 14: PrintScreen amré 1o mepidAAov Tou Unity

Otmrwg 6Aa Ta TTpoypauuaTta AoyiouikoU, €Tal Kai To Unity, €xel TO Badikd pevou Tou, JE TO OTTOI0
dlaxelpi¢ecal Ta projects, aAAd kal GAAEG AgiIToupyieg TOU TTPOYPANMATOG.

File: Méow Tng mmAoyn file, 0 xpriotng €xel Tn duvaTrdTnTa va avoigel KATTOI0 project, va owaoel
KATTOIO project, va €€Ayel KATTOIO project, va owaoel | va avoigel KAtrola oknvh (scene) n oTroia
OoXeTiCeTal PE AUTO TTOU dNMIoUpYEi KTA. H ouykekpihévn €TTIAOYT, KaT& KUPIO AGYO £XEl va KAVEI
pe Tn Slaxeipion Kal TNV atToBAKEUAN TWV GKNVWY TToU dnuIoupyoU e GTO TTaIXVidl Jag, aAAd Kal
OAOGKANPWYV TWV project Kabwg Kal Pe To export yia cuuBartd ue 1o Unity cuoTruara.

Edit: H ouykekpipévn €mTIAoyn, €XEl va KAVEI JE auvhBNG AEITOUPYIEG OI OTTOIEG EUTTEPIEXOVTAI OE
OAa Ta TTPOYPAPUATA AOYICHIKOU, OTTWG €ival ol €TIAOYEG avaipeong, undo — redo, o1 €TTIAOYEG
QTTOKOTTAG, aVvTIYPAPAG, ETTIKOAANONG, copy — cut — paste K.o.K. ETTiong eutrepi€Xel AsiToupyieg ol
OTT0IEG APOPOUV ATTOKAEIOTIKA TO Unity, OTTWG N €TTIAOYAS OUYKEKPIMEVWY OKNVWY, N avalnitnon
Méoa aTo TTPOYPAMPUA, N Evapen, TTalan Kal GUVEXIOT Tou TTaIxVIOIoU, aAAG Kal AAAEG AsiToupyieg
TTOU €XOUV VA KAVOUV WE TO project, Tnv dIKTUWOT KAl Ta YPAPIKA.

Asset: H emmAoyry, asset, £xel va KAvel €¢ OAOKANPOU e TO asset store Tou unity, TNV €I0aywyn
KOl TNV €Caywyrh YPOQIKWY, KOMUATIWV KWOIKA, atré TO asset store OTIG OKNVEG TTOU €XOUWE
dnNuIoUPYNOEl OTO TTPOYPAMMA HaG, AAAG Kal TO avTiBeTo.

GameObject: Mia atd TIC MO ONPAVTIKEG €TTIAOYEC Tou pevou aTo Unity, €ival n €mmiAoyn
GameObject. Méow auTAG TNG €TTIAOYNAG, O XPNOTNG €I0AGyel 0T OKNVRA Tou, objects, dnAadn
QVTIKEIMEVA, Ta oTToia PTTOPEl va €xouv 2D 1} 3D popen. O xprRoTng utropei €mmiong va eiodyel,
QWTIONO, KAUEPA TTapaAThPNoNG, NXO KTA., Ta otroia Ba BonBricouv aTn GUVOAIKN dIaudpPwan
TOU TTEPIBAAAOVTOG TO OTTOI0 BEAOUNE va dnuioupyricouue. Ta avTiKEigeva utropolv va otabolv
OTO XWPO autdévoua, €ite va e¢apTiovTal amd aAAa avTikeiyeva, va givar dnAadn child ké&rroiwv
QVTIKEIMEVWY KOl €KEIVA TA QVTIKEIMEVO ME Tn C€IPA TOUC va Egival parents ekeivwy Twv
QVTIKEIMEVWV.

Component: Karm avriotoixo pe tnv emAoyrp GameObject, €ival kai n €mAoyh component. H
gloaywyn QiATpwyv, £@€, collider avTikeipévwy, rendering avTIKEIMEVWY KTA., €ival JEPIKES aTTO TIG
ETTIANOYEG TTOU UTTOPEIG VA EI0AYEIG OTO OKNVIKO 00U atTd Thv £TTIAOY) component Tou Bacikou
HEVOU Tou unity.

Window: Méow Tng €mAoyA¢ window, 0 XpNoTng MUTTOPEI va KAvel eVOANAYEG OTIC TTPOPROAEG
TTaPaBUPWY TTOU €ival EU@Avr) 0To TTPOYPAUMA, ) va gu@avicel TTapdbupa, Ta oTroia by default
Oev eu@avifovral he TNV Evapgn Tou TTPOYPAPMATOS, OAAG povo OTav O XPNoTng ETTIAECEl TNV
EUPAVION TOUG.

Help: Méow Tng TeAeutaiog €AoY Tou pevou, TRV €mmAoyA help, ol XpAOoTEG PTTOpOUV va
avalntioouv AUCEIC €OWTEPIKA TOU TTPOYPAUMATOG, OAAA Kal €EWTEPIKA, OTTWG TI.X. OTNV
KovotnTa Tou Unity, Ttpokeigévou va Ppouv AUCEIC O€ TTPOPAAUATA TA OTTOI0  €XOUV
TTAPOUCIOCTEI KATA TNV avATITUEN Kal TO OXEOIOT WO TOU project TTou £xouv avaAdpel.
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2.6.2 To Hierarchy window /R window 1mrpof8oAlg Twv Object Tou Unity

Ta avTikeipyeva Ta oTroia UTTdpYXouv Katd Tnv €vapén Tou
TTPOYPAUPATOG, OAAG KAl TA  QVTIKEIMEVO Ta  oTTOid
OnuIoupyouUlE glEig, ppavifovtal oTnV apIoTEPR TTAEUPd TOU
TTpoypduparog kai To Hierarchy Window, 61Twg @aiveral Kai
atro TNV €IKOvA.

2TN OUYKEKPIUEVN €IKOVA, BAETTOUNE TTWG OTO TTOPABUPO pag
€XoupeE €I0Ayel Pia KAPEPa Kal €va KaTEUBUVOUEVO QwG. AuTa
TO QVTIKEIJEVA PTTOPOUME va T QOUPE OTR OKNVA HAG Kal
TaTWVTAG Tavw o€ KATToI0 atmd auTd, UTTOPOUME va TO
emegepyaoToUe PETW TOU inspector window (6TTws Ba douue
TTAPAKATW) 1 va Ta opicouue cav parent i child object. AT
TNV €TMAOYR create Tnv OTToia SIOKPIVOUNE TTAVW apIoTEPA
oTnVv €IKGVA PG, PTTOPOUUE va EI0AYOUNE GUECT QVTIKEIMEVQ,
XWPIG va xpnoigotroinooupe Tnv emAoyrp GameObject amd
TO Baciké pevou TTAorynong.

2.6.3 To Inspector window Tou Unity

W |rmpezta -

 [Fcanaa ] (iseatic

= Hierarchy |

Create 7| (arAll

Main Camera
Directional Light

Eikéva 15: PrintScreen amro ro
mepiBaAAov Tou Unity

B irimnt w1 MTTOPOUME VA KAVOUWE  TPOTTOTTOINCEIG OTIG  TTAPANETPOUG

e wawa e ETTIAEYHEVWV QVTIKEINEVWY OTO Unity, va elodyoupe fi va Slaypdyoupe
::, - =i TIOPOMPETPOUG KTA., avaAoya JE TIG IBIOTNTEG Kal TIG AEITOUPYIEG TIG OTTOIEG
3-:%" H_“ BEAOUPE VO EXEI TO QVTIKEIPEVO PAC. OTav Ba eTAEEOUPE €Va AVTIKEIEVO
Cehiieadl e Y (OTN OUYKEKPIPEVN TTEPITITWON €xouue emIAéCel TNV Main Camera T1ToU
"-:E"": %”M S £XOUE EI0GYEI OTO OKNVIKG HAG), EHQAVI(OVTQI OI TTAPGMETPOI, TIAVW OTIG
e OTTOIEG UTTOPEI Va OEXTEI TPOTTOTTOINCEIG TO EKAGTOTE AVTIKEIUEVO.
% '
,,:,,L _-,-“ A6 Tnv emAoyrl Add Component TTou BAETTOUME OTO KATW MEPOG TNG

Eardarng Path Uny Flapar Samen

Omwg avagépaue Tapamavw, OTo TTapdBbupo inspector Tou Unity,
TWV

T T e e enl € EIKOVAG  POG, MTTOPOUME VA €I0AYOUME TTEPAITEPW TIAPAUETPOUG TTOU

Cechmian Culing (@
HIR

* & WG Layer

[ . y . .
" Flars Lapar Be PETIC AeIToupyieg TIG oTToiEG BEAOUE VO TOU BECOULIE.

= 0 Budes Linkmeer

B Comganand

Eikéva 16: PrintScreen
a6 1o mepiBdAAov Tou
Unity
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2.6.4 To Project window Tou Unity

To TTapdBupo project Tou Unity, atmoTeAei To HEPOG OTO OTTOIO epPavidovTal Ta did@opa UAIKA,
MovTEAQ KTA., Ta oTToia €xoupe kaTtefdoel atrd TO0 Asset Store ) Ta €xoupe €lodyel oTo Unity,
TTPOKEINEVOU VO TO EVOWHATWOOUNE OTA AVTIKEIMEVA TA OTTOIO £XOUME EI0AYEI OTO OKNVIKO HOG.
2€ aQuTo TO TTAPGBUPO gu@aviCovTal Kal Ta KOMMATIA KWAIKA, Ta oTToia divouv Tn S1ad0paaTIKOTNTA
Kal opifouv dIAPOPES AEITOUPYIEC TWV QVTIKEIMEVWY PETA OTO OKNVIKO HAG. 2TO TTapdbupo Twv
project uTropoUle va €I0AYOUNE 1 va KaTeBACOUNE UPES UNIKWYV (EUAO, pdppapo, TTAAKAKI) Ta
oTT0i0 B0 TTPOCOETOUNE OTO AVTIKEIYEVO PAG, WOTE VA TTAPEI avaAoyn poper). Etriong, utmmopouue
va KoTEBAOOUME ETOIMO QVTIKEIYEVA, TO OTTOia €XOUV TTAVW TOUG 1Ndn KATTOI U@ KOl va T
€l0Ayoupue KateuBeiav 0To OKNVIKO JaG.

2.6.5 To TrTapd@Bupo Tou oKNVIKOU pag oto Unity

| % Exene |_
Shaded.

Eikéva 17: PrintScreen aro ro mepiBdAAov Tou Unity

To TapdBupo Tou OKNVIKOU Pag Xwpidetal og dUo pépn. To TTpwTo PEPOS (EIkdva 17), gival To
mapdBupo oknvAg, 6TToU UTToPOUUE va SIOKPIVOUUE T AVTIKEIUEVA TA OTTOIa £XOUE EICAYEI JECQ
OTO OKNVIKO, OTTWGS KAUEPA, WG, OXAMUATA KTA.,

Kal To deuTepO (eIkOva 18), To mapabupo mPoLoANS Tou mmaixvidioU PYag, OTO OTT0I0 UTTOPOUE va
OIOKPIVOUPE TO OKNVIKO pag, Cwvtavd TAéov, ot emmimedo XpAong Kal Oxl o€ ETiTedo
ETMECEPYOTIAG.
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Eikéva 18: PrintScreen amré 1o mepidAAov Tou Unity

2710 TTapGBupo TTPOROAAG ToU TTaIXVIBIOU, N KAUEPQ TNV OTTOIO £XOUME €I0AYEI GTO OKNVIKO UAG,
yiveTal Ta PATIO oG Kal JEoa atTd auTh BAETTOUPE TO OKNVIKO avAAoya WE TIG TPOTTOTTOINCEIG
(TpéTTOUG TTPOPROANG avaAoya e TOUG AEOVEG, XPAON KWOIKA OTNV KAWEPQ) TIG OTTOIEG £XOUME
KAvel OTIG TTAPAUETPOUG TNG.

TNV TTEPITITWON TOU TTaPaBUpou Tou oKNVIKOU Hag (eikdva 19), av emMAECOUME TNV KAUEPA HAG,
Ba doupe TTwG KATw OegId, epavifeTal éva preview window, KA&T TO OTT0i0 HaG BonBdel woTe va

MTTOpOUME va BIOKPIVOUUE TIG GAAQYEG TTOU €XOUME KAVEI KAl OTO TTapdBupo oKNVIKOU aAAd Kai
OTO TTapaBupo TTPOROANG TOU TTaIXVIBIOU.

RIEIEAE T

Eikéva 19: PrintScreen amré 1o mepiBdAAov Tou Unity
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2.6.6 To pevou TPOTTOTTOIiNONG KaI SIAXEIPIONG AVTIKEIMEVWYV OTO OKNVIKO

NIk < Edio]

Eikéva 20: PrintScreen amré ro mepidAAov Tou Unity

Méow Tou pevou To oTToio BAETTOUNE GTNV TTAPATTIAVW €IKOVA, JTTOPOUUE VA TPOTTOTTOINTOUE TIG
BE0EIC TWV AVTIKEIMEVWY JETA OTO OKNVIKO, TOoug TpATTouS TTPOBOAAC, TIC BECEIC TOUG O€ OXEon
ME TO OKNVIKO 1 TIC BE€CEIC TOUG O OXEON ME TA GAAQ QVTIKEIMEVA TOU OKNVIKOU K.O.K.

Me Tnv emAoyni ME TO xEPAKI, METAKIVOUME Kal TOTTOBETOUPE OAOKANPO TO OKNVIKO WUAG,
TTPOKEIMEVOU VO KAVOUUE TIG TPOTTOTTOINCEIG TTOU BEAOUE O CUYKEKPIPEVA PEPN A QVTIKEINEVO
MEOQ OTO XWPO.

H emAoyn pe 1o oraupd, yag BonBdel va eTTAECOUNE TA AVTIKEIUEVA TOU OKNVIKOU PaG Kal va Ta
TOTTOBETAIOOUNE O€ OTTOI0 HEPOG TNG OKNVAG MaG BEAOUE EEIG.

Av dloAégoupe TNV €TTIAOYA WE Ta OUO BeAdkia, utropouue va aAAd&ouue Tn B€on ) TNV TTPOROAR
TWV AVTIKEIMEVWV WG TTPOG TOU AEOVEC X Kal Y, av JIAGUE yia 2D GKNVIKO 1] TTPOG TOUG AEOVES X, Y
Kal Z, EQOCOV MIAAME Yia oknviKO o€ 3D popen.

Me tnv TéTapTn €TMIAOYN N oTToia poIddel he éva ueydAo X TO OTTOIO £xEl Eva TETPAYWVO OTn YECN,
puTTOpOoUuE va aAAdfoupe TO scale Twv QVTIKEIUEVWY HECA OTO OKNVIKO HAG, Xwpig va
TTaPEPPOUNE OTIG TTAPAUETPOUG TOUG ATTd TO Inspector window.

H TteAeutaia emmAoyn, 10 UEYAAo TeTpAywvo uE TOV KUKAO OTn uéon, pag PonBdel oto va
OPIOBETAOOUNE KOl VO TOTTOBETACOUNE €Va QVTIKEIMEVO PMECT OTO XWPO, YE Bdon Tn B€on evog
GANOU  avTIKElyEvoU OTO OKNVIKO pag. Me Aiya Adyla, HE TO OUYKEKPIUEVO EPYAAEio,
opadoTtroloUue U0 A TTEPICTOTEPA QVTIKEIMEVA PE OTN OKNVI JOG Kol OPiCOUNE TIC BECEIC TOUG WE
Baoel Ta UTTOAOITTA QVTIKEIMEVA TO OTTOI £XOUE ETTIAEEEL.

2.6.7 To pevou évapéng — ravuong — S10KOTTAG TOU TraiIXVvISiou pag

=

Eikéva 21: PrintScreen amré 1o mepidAAov Tou Unity

‘Eva 1piTO KaIl TEAEUTAIO PEVOU €TTIAOYWY TO OTTOI0 UTTAPXEl WEoa aTo Unity, €ival TO YEvoOU WE TO
OTTOIO UTTOPOUUE VA EEKIVIIOOUNE TO TTAIXVIOI HOG, VO TO OTAUATIOOUKE ] KOl VA TO OIOKOWOUUE
TEAEIWG.

MatwvTtag TNV TPwWTN €TTIAOYN UE TO BEAdKI, TO TTAIXVIOI MOG EEKIVAEI VA TPEXEI ECWTEPIKA TOU
Unity, divovtag pog Tn duvatdétnTa va TTAigoUPE Kal va €EETAOOUNE TIG 181OTNTEG KAl TNG
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TTOPAUETPOUG TIG OTToieg €xoupe B€oel. TMaTwvrag 1o deUTePn QOpPd, TO TTAIXVIOl CTOUATAE
TeAEIWG.

H &eUTepn €mAoyA Tou pause, TTaywVvel TO TTaIXVidl OTO ONUEIO TO OTTOI0 EUEIC TO TTATAUE, EVW
K@vovTag éva OeUTEPO KAIK TTAvw OTO idI0 KOUMTTI, TO TTaiXvidl pag ouvexiCel arrd 1o onueEio 10
OTTOIO QPriCaE.

To TpiTO KOUWTTI, GTAUATAEI TO TTAIXVIOI OTO ONEIO TO OTTOIO BPICKOPOOTE KAl JETA PE Mia aTrod TIG
OUo TTponyoUuEveS ETTIAOYEG, atmopaci(oupde av Ba TO TEPUATIOOUNE O€ €KEiVO TO anueio i Ba
ouveXioouuE TTAPAKATW.

Layers - || Layout -~ ||| 2.6.8 Talayout Tou Unity3d
2by3 AvdAoya pe TO project TTvw OTO OTTOI0 €pPYACETAI
4 Split KATTOIOC TTPOYPANMATIOTAG Tou Unity3d, mBavéTtata
Default VO XPEIOOTEN DIOPOPETIKOG TPOTTOG TOTTOBETNONG TWV
olapopwy  TTapabupwyv  TOU TTPOYPANMATOG,
Tall TTPOKEINEVOU va OIEUKOAUVOEl n epyacia Tou. Me
Wide atrAd AOyIq, i0WG XpelaoTei dIaQOPETIKO layout. Qg
layout opiletal 0 TPOTIOG WE TOV OTIOIO TTEQPTEl N
Save Layout... TTAnpogopia, &iTe oe KATTOIO XapTi, €iTe 0TV 006VNn
Delete Layout... TOU UTTOAOYIOTH HOG ’r'1 ™G IfIVI]Tr']g pag’ OUOKEUNG
K.O.K. 2TNV OUYKEKPIPEVN TTEPITITWON MIAGUE YIO TOV
Revert Factory Settings... TpOTTO  TPOBOAAS  Twv  Trapadlpwv  TOU
TTPOYPANMATOG.

Tnv emAoyn layout, utmmopouUue va 1n Bpouue TTAVW
atd 7O inspector window Kai va €TIAECOUPE TNV TTPOROAN Twv TTapablpwy, avaloya Pe TIG

ETTIAOYEG TIG OTTOIEC PaG divovTal.

Eikova 22: PrintScreen arro 1o mepidaAAov Tou i 3 B i
Unity Mépa amd Tnv TOTMOBETNON TWV TTAPABUPWY TTOU

K&vel autoupata TO TIPOypauua  avdloya pE Tnv
€AoYy TTou Ba e€mMAECOUNE, O XPNOTNG €xel Tn duvaTdTNTa va oUpel Ta TTapdbupa Kal va Ta
ToTTo0ETrIOEl OTTOU B€AEl, dlapop@wvovTag €Tal To layout Twyv TTapaBupwy Tou, OTTWG EKEIVOG
EMOULEI.
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2.7 O code editor Tou Unity3d

MonoDevelop

Eikéva 23: PrintScreen amré 1o mepidAAov Tou Unity

To Unity éxel evowpatwuévo code editor, yia Tnv avdmTuén KwdKa Kal Tn dnuioupyia g
O10dpaoTIKOTNTAG TOU Traixvidiou. Na va dnpioupyAoouue éva script KWwdIKa, o éva atrd Ta
Object Ta otroia £xouue €I0Ayel OTO OKNVIKO WOG, MEOw Tng €mAoyng, Add Component,
€I0AQYyoUlE €va script kal yéoa o€ autd avatrTUOOOUME KWOIKA YIo va OnuIoupyriocoudE Tn
O1adpACTIKOTNTA OTO CUYKEKPIKEVO QVTIKEIUEVO. OTTwG TTpoavagEPaE, 0 KWOIKAG TUYYPAPAG
givar i C# ) Javascript.

2.8 E¢aywyn epapuoyng Android atré 1o Unity

O1wg avagépape Kar raparmavw, 1o Unity eivar diaBéoipo yia mavw atd 20 TAATQOpUES, Ol
OTT0iEC OWG OV TTEPIAAPBAVOUY TO iDI0 AOYIOUIKO.

MNa va e€ayoupue éva TTaixvidl, A yia epapuoyr] atmd 1o Unity yia CUCKEUEG 01 OTTOIEG TPEXOUV TO
Aoyiouiko Tou Android Ba xpelaoToUpE, Ta €EAC,

1. To Java SE Development Kit, To otroio eivai diabéaiuo oto etmrionuo site Tng Oracle -
http://www.oracle.com/technetwork/java/javase/downloads/idk7-downloads-
1880260.html kai atmd ekei, OTTWG @aAiveTal Kal aTNV TTAPAKATW €IKOVA, KaTERBACOUE,
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avaloya Pe TO AEIToupyikd TOU UTTOAOYIOTH Hag, TNV avaioyn ékdoan AOYIGUIKOU Kal TV
EYKaBIOTOUE.

Java SE Development Kit 7u79

You must accept the Oracle Binary Code License Agreement for Java SE to download this

software.
Accept License Agreement '® Decline License Agreement
Product / File Description File Size Download

Linux x86 1304 MB  jdk-Fu7o-linux-i586.rpm
Linux =86 1476 MB  jdk-Tu7o-linux-i586.tar.gz
Linux x64 13169 MB  jdk-Fu79-linux-x54.rpm
Linux x64 1464 MB  jdk-Tu79-linux-x64 tar.gz
Mac O3 X x64 196809 MB  jdk-Tu¥9-macos:-x64.dmg
Solaris x84 (SVE4 package) 14079 MB  jdk-Tu79-solaris-ia86.tar.d
Solaris 285 9666 MB  jdk-Tu7S-solaris-i584.targz
Solaris x64 (SVR4 package) 2467 MB  jdk-Tu7S-solaris-z64 tar.Z
Solaris x64 1538 MB  jdk-Fu79-solaris-264.tar.gz
Solaris SPARC (SVR4 package) 140 MB  jdk-Fu7S-solaris-sparc.tar.
Solaris SFARC 994 MB  jdk-Fu79-salaris-sparc.targz
Solaris SPARC 64-hit (SVE4 package) 24 MB  jdk-Tu79-solaris-sparcvi.tar.Z
Solaris SPARC 64-hit 184 MB  jdk-Fu79-solaris-sparcvd tar.gz
Windows x85 13831 MB  jdk-Tu79-windows-i586 . exe
Windows x64 140.06 MB  jdk-Tu79-windows-x64 exe

Eikéva 24: PrintScreen amé www.oracle.com

2. Karefaloupe kai eykabiotoupe To Android SDK até Tov errionuo 1oTéTtotro Tou Android -
http://developer.android.com/sdk/installing/index.html?pkg=studio , kai akoAouBoUue Ta
TTapaKATW BrAMaTa, OTTWG QaivovTal TNV EIKOVA.

To set up Android Studio on Windows: [ Show instructions for all platforms |

1. Launchthe .exe file you just downloaded.

A

2. Follow the setup wizard to install Android Studio and any necessary SDK tools.

On some Windows systems, the launcher script does not find where Java is installed. if you encounter this problem, you need

to set an environment variable indicating the correct location.

Select Start menu > Computer > System Properties = Advanced System Properties. Then open Advanced tab >
Environment Variables and add a new system variable JAVA HOME that points to your JDK folder, for example

C:\Program Files\Java\jdkl.7.8 21 .

Theindividual tools and other SDK packages are saved outside the Android Studio application directory. If you need to access the

tools directly, use a terminal to navigate to the location where they are installed. For example:

\Usersh<users'sdkl

Eikéva 25: PrintScreen amré developer.android.com
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Build Settings [

Scenes In Build

Add Current

é_, PC, Mac B Linux Standalone

Target Platform | Windows 4
ﬂurdﬁtndurn I 3;&_5_ - _5"l
Development Build [

Autoconnect Profiler ||

Script Debugging -

| Switch Elatform || Player Settings... | [ Build || Build And Run_ |

Eikéva 26: PrintScreen amré 1o mepiBdAAov Tou Unity

AQ@OU OAOKANPWOOUE TIG EYKATACTACN TWV U0 TTAPATTAVW, aTTd To Bacikd pevou Tou Unity Kal
TNV emAoyn File, emAgéyou 1o Built Setting 1 xpnoipoTtroloUue TRV cuvtopeuon Ctrl+Shift+B kai
MOg avoiyel To TTapakdaTw Tapddupo.

A6 10 TTapdBupo Platform ota apiotepd, emAéyoupe To Android. "'YoTepa TTATAPE TO KOUWMTTI
Player Settings... ye 1o oTT0i0 Qavoiyoupe éva TTapdBupo emmAoywy oTo Inspector Window Tou
Unity. ATTO gkeivo To TTapdBupo PTropoUpe va SIGUOPPWOOUE TO eXport TNG EQAPHOYNS HAG, WG
TTPOG TO &£IKOVIGIO TTOU Ba €XEI, TNV TTOIOTNTA TWV YPaPIKWV Kal GAAoU TEToIou €idoug pubuioelg.

A@OoU OAOKANPWOOUE Kal TNV TTOPATTAVW EVEPYEIQ, TTATANE TO KouuTTi Build kai To Unity, “xTiCel”
TNV €EQapHOYH Hag.

Katd mn didpkeia Tou Build, To Unity 6a pag {nmoel To sdk Tou Android, To oTroio k&vape install
TTponyouuévwe. Bpiokouue 1o path kal To ToTroBeTOUNE OTO Unity TTPOKEINEVOU VO OUVEXIOEI
KQVOVIKA TO “XTiOIMO” TNG epapuoyns Mag. To path ocuviBwg gival TNG TTApAKATW HOPPAS:

C:\Users\User\AppData\Local\Android\sdk
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To format Tou apxeiou TTOU £XOUNE OTOV UTTOAOYIOTH HAG, €ival TG Hop®nG .apk TNV oTroia Ouwg
0€ MTTOPOUME va TNV TPELOUPE MEOW TOU UTTOAOYIOTH MOG, OAAG PEOW KATTOIO OUOKEUNG
smartphone pe Aoyiouiké Android.

Av TTEpACOUE TO apxEio HECO O€ pia KIVNTr ouoKeun (&iTe KivnTo, €iTe tablet) ye Android OS, Ba
TIPETTEI VO TO EYKOTOOTAOOUNE TTPOKEIMEVOU VO TPEELEI N epapuoyh uag. By default, or Android
OUOKEUEG, YIa AOYyoug TTpoaTaciog, dev EMITPETTOUV OTOUG XPNOTEG TNV EYKATAOTAON KATTOIOG
€QApUOYNG, av dev TTpoépxeTal atrd 1o Play Store. MNa va UTTOPECOUNE VO EYKATAOTACOUNE TV
EQAPUOYN MOG, ammd TIG PUBMICEIG TNG CUCKEUNG Mag, Ba TTPETTEl va EVEPYOTTOINCOUUE TNV
€MAOYA €yKATAOTAONG £QAPPOYWY Ol OTToieg dev TTpoEpyovTal ammd 70 Google Market. Mg Thv
OAOKAAPWON Kal aUTAG TNG dIadIKaaiag, EiNaoTE ETOIUOI VA EYKATOOTIOOUUE Kal VO TPEEOUUE TNV
E£QAPUOYN OTNV KIVNTH JOG OUTKEUN.
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KeopaAaio 3 : H vAwooa mrpoypauuatiouou C# (sharp)

Eikéva 27:

www.ouedkniss.com

H C# eival pia multi-paradigm yAwooa TTpOYyPAPPATIONOU N OTToia
EXEl KoIva cgToixeia pe tnv C, KABWG TIPOEPXETAl ATTO  AUTH.
2xedIAoTNKE Kal Aciroupyei ammdé tnv Microsoft oto TTAQiclo Tng
TpwToBoUAiag TnG .NET, kal €dw kKai 15 xpdvia Kal OUYKEKPIPEVD
ato Tov louhio Tou 2000, eykpiBnke wg TTpdTUTIN aTTd TRV ECma.

Mpokertar  yia Mo oTtAf,  olyxpovn,  VYeEVIKAG  Xpnong
QVTIKEIMEVOOTPAPAG YAWOOA TIPOYypaPuaTIopyou. Mepikd amd T1a
oToixeia Ta otoia xapakTtnpifouv Tnv C# ecival o1 gival orarikn,
ouvauikn, Ioxupn, aoeaAnc Kai ovouaortikhp. Tnv opdda Tou
TTpoypappaTioyou Tng C# nyeital o Anders Hejlsberg. H TeAeutaia

¢kdoaon TTou KukAo@opei eival n C# 6.0, n otroia KukAopopnaoe aTi¢ 20 louAiou 2015.

H C# civar oxedlaopévn yia 1n Onuioupyia AoyiopikoUu oe .Net Framework. Omidntrote
eutTepIEXETAl 0TV C# eival avTikeipeva. oAU onpavTikd €ival To yeyovog OTI TTAPEXEI GUEDN
Tpoopacn oc TepAoTiEG BIBAIOOAKES KAGoewv Tou .Net Framework Kai €1Tiong UtTapyxel HEYAAN
ao@aAeia Twv TUTTWYV TTOU DIABETEL.

3.1 loTopia kai €&€AIEN TG C#

Ta xapaKkTnpIoTIKG TTou KAnpovounaoe n C# amrd tnv C eivai :

H ouvraén
O1 Aé€eig kKAe1d1G Kal
O1 TeAeoTEG

H oxéon 1Tou é€xel n Java pe t1n C# gival 611 Kal o1 U0 €Xouv:

MeTa@ePTO KWAIKA KOl

ExTéAEON TTPOYPOUUATWY O GOQAAEG TTEPIBAANAOV

H oxéon tng C# pe 1o .NET Framework givai OT1 :

To .NET Framework gival To TTepIBAAAoV Xpovou ekTEAeang TnNG CH#.
O1 BIBAI0BAKES TNG YAWooag opifovtal atrd 1o .NET Framework.

3.1.1 Aré Tnv C otn C++

210 TEAN TNG deKaeTiag 10 70 To PEYEBOG TwV £pyWV TTOU UAOTTOIOUCAV Ol TTPOYPANUATIOTEG HE

™ C é@race ota Opia

Tou. ‘ETOl ep@avioTnke €vag véog TPOTTOGC TTPOYPAUMATIONOU, O

QVTIKEIMEVOOTPOQPNS TTPoypauMaTIoNOS (Object Oriented Programming — OOP) kal pia véa
YAWOOA, N QVTIKEINEVOOTPAPHG YAWCoa C++,
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3.1.2 A6 tn C++ otn Java

AOYyWw TNG MEYAANG diddoang Tou internet ol TTPOYPAUMATIOTES ETTIOUPOUCAV VA PETAPEPOUV TOV
KWOIKA TOUuG o€ OIaPOPETIKA TTEPIBAANOVTA. AUTO dev UTTOPOUCE va yivel pe T C++, otrére
dNUIoUPYNBNKE N AVTIKEIUEVOOTPAPNG YAWOOA TTPOYPaUUaTiIopoU Java, n otroia éAuve 2 Baoikd
TTPoBAAfuaTa:

MeTagepoipoTnTa: Metdgpaon Tou TTnyaiou KWdIKa aTnv evdidueon yAwooa bytecode kai
0Tn OUVéXEIa €KTEAEON aAuTOU TOUu KWAIKA OTNV €IKOVIKA upnxavAh Tng Java (Java Virtual
Machine -JVM)

O kwdIKag PtTopouloe va eKTeEAEOTEN o€ OTTOI0ONTTOTE TTEPIBAANOV BIEBETE EIKOVIKN UNXavi
Java.

Ac@dAeia: Etreidrp o JVM T1péxel Tov KwdIKa bytecode, €xel Tov TTANPN €Aeyxo Tou
TIPOYPANMPOTOG €TAI WOTE VA PTTOPEI v aTTOTPEWEI OTTOIAOATTOTE KOKOBOUAN evépyela evog

Java TTpoypauparTog. 2

3.1.3 A6 1n C++ otn C#

Av Kkai n Java éAuoe 2 Baaikd TTpoBARpaTa, TNS AsiTTouv akéun 2 XapakTnEIoTIKA:

AlayAwooikp  S1aAgiIToupyikOTNTA:  yia TN  Onuioupyia peyGAwvY  KATAVEUNUEVWYV
OUCTNUATWY AOYICMIKOU XpelaleTal 0 KWOIKAG TTou TrapdyeTal amd pia yAwooa, va
ouvepyddletal Ye KWOIKa TTou TTapdyel hia deuTepn YAWwoaoa.

MARPNg evowpdtwon ge Ta Windows: n Java, av Kol JTTOPEI va eKTEAEOTEN KATW a1Td TA
Windows, dev GuvdéeTal OTEVE PE AUTA, O€ avTiBeon pe Tn C#.2

3.1.4 To Aévtpo €§€Aigng

C++

Java Ct#

2 N.©.AI6AiI0g, B.I.NeBpavtldg, 2013. MNpoypauuatiopuds o C Sharp. TEI Adpicag: TuAua TexvoAoyiag
MANPOPOPIKNAG & TNAETTIKOIVWVIWV.
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3.1.5 T1 gival To .NET Framework

To .NET Framework cival €va TTepIBGAAOV TTOU UTTOOTNEICEl TNV AVATITUEN KAl TNV EKTEAEON
AKPWG KATAVEPNUEVWY EQOPUOYWV TToU Bacifovial o€ ouoTaTIKA. ETPETTEl OTIC YAWOOEG
TTPOYPAMMPATIONOU VA CUVEPYAZOVTAI KOl TTAPEXEI XAPOKTNPIOTIKA QOQAAEIAG, UETAPEPTOTATAG
Kal éva KOIVO POVTEAO TTpoypapuaTiopou yia ta Windows. MNapéxel Ta €€1¢G:

2uotnua Common Language Runtime: diaxelpifetal TNV €KTEAECN €VOG TTPOYPANPOTOG O€
C#.

BiBAI0Bnkn KAGoewv: TTapéxel oTa TTpoypduuara duvaTtotnteg TpooBaong ato TepIBAAAov
XPOVOU eKTEAEONG.

3.2 ArA6 Tapadeiypa xpnong tng C#

Oa doUpEe TTapakdTw Tn ouvTagn Kal Tn dour evog atrAou TTpoypdupaTog otn C# TTou eugavilel
10 uRvupa “Hello World” kai 6a avaAUoouUuE OTN CUVEXEIQ YPOUMN - YPAMMA Ta YEPN TOu.

1. using System;

o namespace MyMNamespace

2

4. {

B class Helloworld

5. {

£ static void Main()

a. {

i. Console.WriteLine("Hello World"):
T Console.ReadKey();
b.

8. 1

a.

Eikéva 28: www.studentguru.gr
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3.2.1 Xwpol ovopdtwyv (Namespaces)

2¢ éva C# mrpoypaupa xpnolyotrololye Namespaces yia Tnv opyavwon Tou KWOIKA Pag. ZT0
TTaPATTAvW TTPOYPAUUA  XPNOIKMOTTOINCANE TOV XWPO OVOPATwy System (ypapunn 1 Tou
TTapadeiypaTtog) péoo TNG AEENG KAEIBIOU using ,To OTToio TTePIAaUBAvVEl £TOINEC KAGOEIG Kal
peEBOBoUC Tou .NET e £TOINO ETTAVAXPNCIUOTTOINCIKO KWOIKA.

‘Eva Namespace utropei va TreplEXel Toug £€RQG TUTTOUG,

Namespaces
Classes
Delegates
Enums
Structs
Interfaces

MNa 1 dnuioupyia evog dikou pag Namespace XpnoIMOTToloUuE Tn OeoueUupévn AEEN-KAEIDI
namespace (ypauun 2), €701 n KAGon Helloworld (ypauun 4) eptrepiéxetal oto MyNamespace
TTOU SNUIOUPYHOOLE.

2TN OUVEXEId TOU KWOIKA UTTOPOUME va OOUMPE TTWG PTTOPOUNE VA €UQAVIOOUUE OTN YPOUMA
evioAwv T1O pnAvupa "Hello World". H péBodog Main() (ypauunn 6) TTePIEXEl TNV EVTOAN
Console.WriteLine("Hello World"); ,n otroia eu@avifel 1o TEAIKO uAvUla.

Mpoooxn!

H KAGON Console avhiKel oTOo XWpPOo OVOUdTWYV System
kai n WriteLine() eivai uébodog tng Console. Edv dgv XpnOILOTTOIOUCAWE TNV EVTOAR using
System; H evioAfj Ba ouvrtaoootav System.Console .WriteLine("Hello Word");. ETriong
XpnolyotroloUpe v TeAeia avapeoa ammd Namespaces, KAAoeIG kal peBOdoug yia va
OEICOUE TI EPTTEPIEXETAI OE TI.

Tnv evioArp Console.ReadKey(); Tnv XpnoIMOTTOIOUME OTTAG yid VO KPOTACOUME TO
TTaPABUPOo TNG YPAMMNAG EVTOAWV QVOIKTO Kal va OOUUE TO WAVUMA TTOU €PQAVICOUUE, TO
TTPOYPANPA OTTAG TTEPIYEVEL O XPNOTNG VO TIOTACEI KATTOIO KOUWTTI KOI OTr OUVEXEID
TEPMATICE.

3.2.2 Yeudwvupa (Aliases)
MTTOpOUE €TTIONG VO XPNOIMOTTOINOOUUE WEUBWVUNA YIO VA KAVOUKE TOV KWAIKA PAG aKOUd TTIO

OUVTOMO Kal VO atro@UYOUNE VA YPAQPOUUE NOKPOOKEAEIG EVTOAEG. 2T OUYKEKPIYEVN TTEPITITWON
TO TTPONYOUMEVO TTaPAadelypa Ba uTTopoUoE va YyPaQTEi Kal £TOI:
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using Alias = System.Console ;

namespace MyhNamespace

public class Helloworld

static void Main()

{
Aligs.WriteLine("Hello World");
Console.ReadKey();

Sl

Eikéva 29: www.studentguru.gr

3.2.3. ZxOAia oTov Kwdika

MTtropoUue va XpnOIUOTTOINCOUNE OXOAIG OTOV KWOIKA WAG KUPIiwG yia va €Enyouue KATTOIO
gnueia Tou, OTTWG TNV AcIToupyia HIag KAAong/peBOdou TTou dnuioupyAcauE, €101 WOTE va
yiveTal o KwdIKAG €UKOAOG OTnV avayvwon TO0O0 yia [hag, av BeArjooupe KATTOIO OTIYMR VO
avaTpEEOUNE o€ aUTOV Kal va doUpE TNV AsiIToupyia Tou, aAAG Kal yia KATTOIO TPITO TTPOCWTTO TTOU
Ba xpelaoTei va Tov O¢l.

Ta ax6Ahia cuvtdogovTal XpNOIUOTTOIWVTAG aUTOV Tov GUUPBOAIoUS (/), €dv TTPOKEITAI YIO Hia
YPOMMN aXoAiou.
[lauTto gival éva oxoAio

N €dv 170 OXOAIO OTTQITEl TTAPATTAVW aATTO MIa YPOUUA MTTOPOUME va TO ONAWOOUUE HE TOV
TTOPAKATW TPOTTO:

/* auTo gival
‘Eva oxoAio */

Me Tov TpOTTO QUTO 0 Compiler TrpoaTrepvdel OTIOATTOTE BPICKETAI YECA OTA EI0AYWYIKA KAl OgV
eTTNEEALeEl TO TENIKO ATTOTEAECUA TOU TTPOYPAUMATOC.

3.2.4 AQAwon MetaBAnTwyv, Avafeon-Z0ykpion TIHWV & Epedvion
ATTOTEAEOHATWY OTNV 006VN

2e éva C# Tpdypaupa PITOpoUpE va OdNAWOooUNE PETARANTEG OE OTTOIOOATIOTE ONMEIO TOU
TTPOYPANPATOG, TIPIV TIG XPNOIUOTTOINCOUE YIO KATTOIA TTPAEN.
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MNa va dnAwooupe pia petaBAnTA opiouue TTpwWTA TOV TUTTO TNG KOI UOTEPA TO OVOMQ TNG.

My. Int x; string y5;

MNa va kavoupue avabean TIMAG O€ METABANTES XPNOIUOTTOIOUME TO igov (=)

My. x=8; A n idla evioAn wg int x=2; edv Tnv dnAwvape Tautdéxpova pyadi he Tnv avabeon TG
TINAG.

O1 TeAeOTEG TTOU XpNOIPOTTOIoUVTAI Eival:

APIOMHTIKOI TEAEZTEZ

=5 NMpéocbeon

- A@aipegon

* MoAAaTTAGCI0ONOG
/ Alaipeon

++ Mpooauénon kard 1
- Meiwon kara 1

2XEZIAKOI TEAEZTEZ

= ‘loo
I= Aiapopo
> MeyaAUTepo
< MikpoTtepo
<= MikpoTepo 1 ico
>= MeyaAuTepo 1 ico
& AND
| OR
A XOR

[l BpaxukukAwpévo OR

&& BpayxukukAwpévo AND
! NOT




MNa va euEaviooupe To TTEPIEXOUEVO METARANTWY TNV 000vn n C# xpnoiyoTtrolei Tn uéBodo
WriteLine() pe dUo TpdTTOUG CUVTAENG.

1° Tpoémog
using System;

namespace MyNamespace

class Sum_x1 x2
{
static void Main()

{
{{ log Tpomog OrfjAwong oTtnv apXf] TOU Npoypappatog
int x1 G
int x2 = 3;
int ¥y = x1 + x2;

/ log tpomog ouvragng tng Writeline

Console.Writeline(" To amotéAeopa sival : {8} ", y)

¥

Eikéva 30: www.studentguru.gr

TNV TTEPITITWON QUTA, TO output givar: To arroréAcoua civai : 8
21n B6€an Tou ocupBdéAou {0} n WriteLine TOTToBETEN TNV TIKN TTOU €XEI TO Y.

Edv BéAape va eppaviooupe TTapatravw PETABANTEG, Ba ypdgaue TO €EAG:
Console.WriteLine (“{0} + {1} = {2}", x1, X2, y)

Kai 1o output eédw Ba Atav 5+3=8
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2° 1pOTTOC

string z = "111"; /*Joc tpomoc 6rAwonc koTrd T por Tou
npoypapparog */

[/ 2o¢ Tpomog ouviatnc tng Writeline

Console.WriteLine("To amotéAecua eival : {8} +z ,¥);

Eikéva 31: www.studentguru.gr

Nari+z??? 1 WriteLine omidAmoTe gival yéoa o€ eilcaywylka atoTteAei string. H petaBAnTn z
gival etriong string. BAémoupe Aoimtév 611 utmopoUpe va TTpocBécoupe dUo strings padi kal To
atroTéAeaua va gival To €va string va “KoAAAcel” Tricw atrd 1o aAAo. To output edw Ba eival : To
amroréAsaua eivar : 8

Maparnpnoeig!

H C# civar Case sensitive, dnAadn, yia va dnAwooupe v Main() XpnoIUOTTOINCAE
kepahaio M. Oa nATtav AdBog va Aéyaue static void main(). O compiler €¢ opiouou
KataAapaivel 0TI TO BACIKO TTPpdYypaupa BpiokeTal oTnv PEBodo Main() kal 6x1 atnv main().
Keywords: otn C# umtdpyxouv KATTOIEG OEOUEUNEVEG AECEIG-KAEIDIA. T auTtd TO AGyo dOev
MTTOpOUME va OnAWOOUNE TTY. MIa PETABANT pe To Ovopa console/int/void/class 6TTwg
etiong dev ptropoupe va BaAoupe Kal apiBud PTTPooTa atTd TNV YETARANTH.
Zrafepég (Constans): H dnAwon Twv oTabepwyv aTO TTPOYPAUUA OTTWG TTX. N TIWA TOU
m=3,14 yiveTal ge autdv Tov TpOTTO: const double p = 3.14;
21n WriteLine() utradpxouv TpOTTOI EUPAVIONS UETABANTWV.
MNa: int x=1;
inty=2;
int sum = x+vy;
§ 1° TPOTTOG (WG CUVEXOHEVO String)
Console.WriteLine (x + “+” + y +"=" + sum); & output: 1+2=3
§ 2° 1pOTTOG (ME int HETABANTEG)
Console.WriteLine(“{0}+{1}={2}",x,y,sum); & output: 1+2=3
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3.3 Aopég EAEyxou otn C#

3.3.1 H Aopq if
2uvTtagn TnG dOoUAG gival N €E1G:

If (ouvenkn eAéyxou)
{

Ouada evioAwy 1 :
}

{

Ouada evioAwy 2

}3

3.3.2 H Aopn switch

H olvtaén tng doung cival n €EAC:

switch (emmAoyéag)
{
case TIuN 1: evioAég; break;

case TIUN 2: evToAEG; break;

case TIUN n; evToAEg; break;

default: evioAég; break;

}3

=

H dopn Aeiroupyei wg €ENG:

MpwTta eAéyxeTal N ouvonkn. Av iIcouTal Pe true
TOTE eKTEAEITAI N OUAdA evTOAWV 1 aAAIWG
eKTEAEITAI N OPAdA EVTOAWYV 2.

H ouvBnkn eAéyxou gival auvnBwg pia 1I06TNTa 1)
aviootnTa. H 106TNTa eK@PAgeTal PE TO GUPPBOAO
== Kal 0! ME TO atTAG = (TO OTTOIO GNMAIVEI
“avabean”).

H doun Acimoupyei wg €EAC:
21NV apxr NG dOUNRG EAEYXETAI N TIUA TOU
emAoyéa. Avaloya e TNV TIWA TOU EKTEAOUVTAI Ol
EVTOAEG TOU QVTIOTOIXOU case Kal GTh OUVEXEID TO
break (10 otToio kai TepuaTtiCel T0 switch). Av ol
case dlaPEPOUV aTTO TNV TIUN TOU €TTIAOYEQ, TOTE
ekTeAouvTal Ta default.

3 N.©.AiI6AIog, B.I.NeBpavtdg, 2013. MNpoypauuatioudg oc C Sharp. TEI Adpioag: TuAua Texvohoyiag

MANPOPOPIKNAG & TNAETTIKOIVWVIWV.
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3.4 Aopég ETTavaAnyng otn C#

3.4.1 H dopn while
H ouvtaén tng dopng cival n €€AG:

while (ouverkn)

{
?4;1060( EVTOAWV |:>

3.4.2 H dopun do while
H olvtaén tng doung cival n €EAC:

do
{
Ouada evioAwyv :>

while (ouverkn) *

H dopn Asitoupyei wg €ENG:

APXIKA eAEyXETAI N OUVOAKN. AV TO ATTOTEAET O
IooUTal JE true, TOTE EKTEAEITAI O KWAIKAG TTOU
BpiokeTal avaueoa oTa AyKIOTPA KAl TN CUVEXEIQ
0 £€Aeyx0G eTTAvVEPXETAI TNV Kopun Tou while.
Av 10 atrotéAecpa iIoouTal ue false, 16TE N
ouvOnRKN TTOPAKAUTITETAL.

H doun Acitoupyei wg €EAC:

ApPXIKA ekTEAOUVTAI OI EVTOAEG TTOU BpiokovTal
AVAUETA OTA AYKIOTPA & OTO TEAOG EAEyXETAI N
ouvOnKn TTou BpiokeTal péoa oTnv TTapévoean.

Av 10 atroTéAecua I000UTAI JE true TOTE
eKTEAEITAI €K VEOU 1 OpdGda evioAwv Péoa oTa
AykioTpa. & dIOPOPETIKY TTEPITITWOTN TO
TTPOYPANMA CUVEXICEI OTIG ETTOPEVEG EVTOAEG.

4 N.©.AiI6AIog, B.I".NeBpavtdg, 2013. MNpoypauuatioudg oc C Sharp. TEI Adpioag: TuAua Texvohoyiag

MANPOPOPIKNAG & TNAETTIKOIVWVIWV.
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3.4.3 H dopn Tng for

H ouvtaén tng doung cival n €EAC:

for (apxikn TIPA ; €AeyX0G ; avavéwon)

{
:

H doun Acitoupyei wg €EAC:
2€ TTPWTN QACN eKTEAEITAI N APXIKA TIMA.
2TnVv oucia TTPOKEITAI yIa Ui apPXIKOTToinon
EVOG METPNTI TTPIV TNV EKTEAECT TOU KWOIKA
|:> TTOU BpioKeTal avAPECa OTA AYKIOTPA. ZTN
OUVEXEID EAEYXETQI Qv gival true n ouvenkn
eAéyxou. Av To aTTOTEAEC A €ival AANBEG TOTE
eKTEAOUVTAI OI EVTOAEG TTOU BpiokovTal
avAapeoa oTa AYKIOTPA. 2TO TEAOG EKTEAEITAI N
£KQPOON AVOVEWONG KAl 0T CUVEXEIQ
eAEyXETAI Eava n ouvOAKN EAEyXOU Kal OAN n
dladikaoia eTavalauBaveral Péxpl N ouvonkn
VQ OTTOTUXEL.

3.5 KAdoeig, Avrikeipeva & MéBodol

3.5.1 Opiop6g KAdong

KAdon cival éva TTpdTUTIO TTOU OpIlel TNV Hop@r evog avTikelévou. KaBopilel Ta dedopéva Kal
Tov KWOIKa TTou Ba dpa TTavw oe autd Ta Oedopéva. Ta avTiKEiyeva givalr OTIYUIOTUTIA TNG
KA&ong oTtnv otroia avrikouv. OTi avrkel yéoa o€ dia KAAon atroTeAei JEAOG TNG KAGONG.

O1 TTepIocdTEPEG KAATEIG TTEPIEXOUV KWOIKA Kal dedopEVa. MevIKOTEPA I KAAOTN PTTOPET va £XEI
WS MEAN Ta €ENG: METAPANTEG OTIVMIOTUTTIOU, OTATIKEC METAPANTEG, OTABEPEC, MEBODOUG,
KATOOKEUAOTEG, KATAOTPOYEIG, OEIKTOOOTEG, TUMPBAVTA, TEAECTEC Kal 1I81OTNTEC.

3.5.1.1 KaBopioTig NMpootéAaong MéAoug

O kaBopIoTAG TTpooTTéAaang PEAOUG KaBopilel TTOI0G UTTOPEI VA XPNOIWMOTTOINCEl TNV METABANTA )
TN MEBODO pIag KAAoNG. YTTdpyxouv 4 KaBoploTEG TTPOCTTEAAONG:

public (dnuoéoia) : 10 YENOG PTTOPEI va TTPooTTEAAUVETAl OTTd KABE KWAIKA TTOU PPICKETAI
MEoa o€ £Eva TTPOYPAMMA, QUOIKA Kal EKTOS TNG KAGOoNG.

private (I0IWTIKNA) : TO NENOG PTTOPET va TTpooTTEAACTEI HOVO aTTd AAAa UéAN TNG KAGoNG oTnV
oTroia BpiokeTal.

protected (TTpooTaTEUPEVN)

° N.©.AiI6AIog, B.I.NeBpavtdg, 2013. MNpoypauuatioudg oc C Sharp. TEI Adpioag: TuAua Texvohoyiag
MANPOPOPIKNAG & TNAETTIKOIVWVIWV.
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internal (ecwtepikn)

O kabBoplioTh¢ TTpoaTTéAaCNG gival TTPOAIPETIKOG. Av AcitTel, TOTE TO PEAOG eival private (1I81WTIKO).
6

3.5.1.2 Napdadeiypa: n kKAdon Amaksi

Mia kAdon Tpémel va opifel i Kar govo Aoyik ovtotnTta. Av BéAoupe va  €XOUE
OUYKEVTPWHEVA OTOIXEIQ OXETIKA HE OXAMOTA, OTTOTE HAG evOIOPEPEl va aTTOONKEUOOUUE
TTANpoopia OXeTIKA WE TNV PAPKA, YE TOV aplBud eIBATWY Kal TV XwENTIKOTNTA G€ KAUTIWO,
TOTE MOg BOAeUEl va opicoupEe pia KAGon pe To dvoua Amaksi n otroia Ba ival n €€n¢:

class Amaksi{
public string marka;
public int atoma;
public int kausima;
public double katanalwsh:;

}

H kAdon auth Trepiéxel pHovo Oedopéva, OnAadn HeTaBANTEG. TETOIOU TUTTOU METAPRANTEG
ovopadovTal PHETABANTEG OTIYMIOTUTTOU. TNa va PTTOPOUNE va XPNOIUOTTOIRCcOoUE TNV KAdon Ba
TIPETTEI VO OPICOUME Eva OTIVMIOTUTTO, ONAQdK £€Va QVTIKEIMEVO.

3.5.2 Anpioupyia €vog AVTIKEINEVOU

‘Eva avtikeipevo TnG kKAAong Amaksi 1Tou €idape TTponyoupévwg UTTopEi va dnuioupynBei wg
€CNG:
Amaksi ix = new Amaksi();

3.5.2.1 AeciToupyia evOg AVTIKEINEVOU

ApXIKG dnAwvoupe pia JETABANTH PE TO Ovoua ixX TUTTOU KAGong Amaksi. Auti n PETABANTA dev
gival atrd pévn TNG €va avTIKEIUEVO. TO QVTIKEIUEVO BNUIOUPYEITAI TTPAYMATIKG PE TOV TEAEOTH
new Kal oTto TEAOG avaBéToupe TNV METARANTA iX, Mia ava@opd OTO AVTIKEIUEVO TTOU MOAIG
onuioupyndnke otn pvAun. T’ autd 10 AOYo o1 KAAOEIG ovopdadovTal TUTTOl avagopdg. O
TEAEOTAG New KATAVEUEI QUVANIKA PVAUN YIA VA AVTIKEIMEVO KAl ETTIOTPEPEI Hia ava@opd TTPOG
auTé, n oTToia ATTOBNKEUETAI OE pia HETABANTA.

6 N.©.AiI6AIog, B.I".NeBpavtdg, 2013. MNpoypauuatioudg oc C Sharp. TEI Adpioag: TuAua Texvohoyiag
MANPOPOPIKNAG & TNAETTIKOIVWVIWV.
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3.5.2.2 Tutrol ava@opdg

O1 d10@opég PeTagl TOTTWYV TIMWYVY Kal TUTTWYV ava@opwy cival yeyaAeg. Mia petaBAnTr TUTTOU
TIUAG TTEPIEXEI N idIa TRV TIYA. Tia TTapddelypa, av gixaue tnv dnAwon : int x = 10; T10TE N
METABANTH X TTEPIEXEI TTPAYUATIKA TRV TIWA 10.

€ avtiBeTn TTEPITITWON, IO PETABANTA TUTTOU ava@opdg OTTwg N METARANTA iX oTn dRAwon
Amaksi ix = new Amaksi (); Oegv TTEPIEXEI TO QVTIKEIMEVO OAAG Mia ava@opd TTpog TO
QVTIKEIMEVO.

Emiong, oe mepimtwon avdBeong, evw oe peTaBAnTég TUTTOU TIWAG ammAd n peTaBAnTh OTO
apioTepd PEPOG BEXETAI £va avTiypa@o TnNG TIUAG TNG METABANTAG oTo O€CI0 WEPOG, OTIG
METABANTEG TUTTOU AVOPOPAG N UETABANTA OTO APICTEPO UEPOG AVAPEPETAl OTO iDIO AVTIKEIUEVO
TTOU ava@EPETAl KAl N JETABANTA OTO JEeEi PEPOG.

Amaksi carl=new Amaksi();
Amaksi car2=carl;

AuTO onuaivel, 0TI av TTPOCTTaBnoouuE va GAAAEOUE TIUA OE OTTOI0ONTTOTE YETAPRANTA-UEAOG TOU
avTiKEIEVOU TOTE n aAAayn Ba 1oxUel Kal yia TIC duo PETAPBANTEG.

3.5.3 MéBodol

O1 péBodol kKAGong civalr utropouTiveg TTou Xelpidovtal Ta Oedoéva TNG KAl O€ TTOAAEQ
TTEPITITWAEIG TTAPEXOUV TTpooRacn oe autd. OuolaoTikd, dAAa pépn Tou TTpoypdauuaTog Ba
OAANAETTIOpOUV HE dia KAGon péow Twv PeEBOdwv TnG. TEAOG, Mia pEBOdOG uAoTtrolel pia
OUYKEKPIYEVN AEIToupyia, PTTOPE va XPEIAdeTal opiopata yia va SOUAEWE! Kal PETA TO TTEPOG
A€IToUpYiag TNG va ETTIOTPEWEI KATI GE QUTOV TTOU TNV KAAECE.

3.5.3.1 Zovragn Tng Me@6dou

H vevikh pop@r piag uebodou gival n eENG:

MpooTtréAaon TUTTOG_ETIOTPOPRG Ovoua_HEBOSou (TrapdpueTpol) {
[/KwBIKOG

}

H mpooTtéAaon kaBopilel TTOI0G UTTOPE va XpnolpoTrolei auTh TNV péBodOo, 0 TUTTOG_ETTIOTPOYPNS
kaBopilel TI TUTTOU €ival N TTANPOPOPIa TTOU ETTIOTPEPEI N MEBODOOC Kal EVTIOC TWV TTAPEVOECEWY
UTTAPYXOUV T OVOUATA KAl Ol TUTTOI TWV OPICUATWY (XWPIOKEVA JE KOUUATA) TTOU XPEIAZeTal VIO
vVa OOUAEWYEL.
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KepdaAaio 4 : H C# oto Unity3d

& unity,

Eikova 32: koAAG eikévwy amré www.ouedkniss.com kar www.unity3d.com

2TO TTPONYOUUEVO KEQAAAIO KAvaue ava@opd OTn YAWOOa TrpoypauuaTtioyol C# kal atov
TPOTTO AgITOUpyiag TNG. & auTtd To KEPAAaIo Ba avapepBoUupe atn C# Kai TIG YeBOdOUC TIG OTTOIES
XpnoiyoTtrolei ato Tpdypappa Tou Unity3d.

To Unity3d, €xel KATTOIEG TUYKEKPIMEVEG CUVOPTATEIG KAl KAAOEIG, Ol OTToiEG KAAOUVTal avaAoya
ME TIG EVEPYEIEC TIC OTTOIEG BEAOUNE VA EKTEAECOUIE.

4.1 MonoBehaviour

H MonoBehaviour atroteAei Tn Baadikr KAAGn, atrd Tnv oTToia TTpoépXeTal To KABe script Tng C#
aTo TTPoypaupa Tou Unity3d. Me Tn ouykekpihévn KAGGON, KAVOUMPE XPAoN TwV TTOPAKATW
OUVAPTHOEWV.

4.1.1 Void Awake ()

H Awake, atroteAci pia ouvdptnon n otoia KaAeital, Kard Tn SIdpKela TV otroia éva script
QopTWVETAl. XpnoiyoTrolgital ®nAadr yia TNV apXIKOTToinon Twv PJETABANTWY 1 yia OTTOIOONTTOTE
Katdotaon BéAoupe va eKTEAEOTEN, TIpIV TO Traixvidl &ekivioel. Tnv Awake kaBwg Kal TIg
UTTOAOITTEG CUVOPTACEIG TTOU Ba ava@EPOUE, UTTOPOUUE VA TIG KOAETOUNE LOVO Uia ¢opd.

using UnityEngine;
using System.Collections;

public class Example : MonoBehaviour {
private GameObject target;
void Awake(){
target = GameObject.FindWithTag(“Gunner”);

}

" Unity Official Website, 2005. Unity, amé http:/unity3d.com
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4.1.2 Void Start ()

H Start, kaAeital otav éva oevapio £xel evepyoTtroinBei kal TTpiv oTroladrrote Update method
KAAEOTE yIa TTPWTN PopAa aTrd TO TTPOYPAMMA.

Xprion Tng Start yivetalr ye Tov idlo TpoTTo OTTWG Kai TNG Awake, aAAalovtag atrAdg 1o void
Awake () o€ void Start (), TTpokelgévou va KaTaAdBel To TTpdypappa TTOTE Kal TTWG Ba ekTeEAEOE
TO EKAOTOTE KOUPATI KWAIKA PJETa oTn auvdpTnon.

4.1.3 Void Update ()

H Update, kaAcitar oe kKéBe frame TOU TTPOYPAUMOTOS HOG, €QOOOV Eival EVEPYOTTOINUEVN N
MonoBehaviour. H Update €ivai n 1Mo ouxvad xpnoiJoTToloUpEeVn AEIToupyia yia Tnv eQapuoyr o€
KAO¢g €idoug CUPTTEPIPOPE TOU TTAIXVIDIOU.

using UnityEngine;
using System.Collections;

public class ExampleClass : MonoBehaviour {
void Update(){
transform.Translate(0, 0, Time.deltaTime * 10);
¥ !

4.1.4 Void FixedUpdate ()
H FixedUpdate, atroteAei pia ouvdptnon n otroia kaAgital o€ kaBe fixed framerate frame, étav n
MonoBehaviour gival evepyoTToinuévn.

H FixedUpdate mpémel va xpnoipotroleitan avti tng Update, 6tav yéoa oto TPOYPaPHa HOg
uttdpxel n emAoyr Rigidbody (eAéyxel Tn B€on e€vog AVTIKEIMEVOU ME PACN TOUG (PUOIKOUG
VOUOUG).

using UnityEngine;

8 Unity Official Website, 2005. Unity, arré http://unity3d.com
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using System.Collections;

public class Example : MonoBehaviour {
public Rigidbody2D rb;
void Start(){
rb = GetComponent<Rigidbody2D>();
}
void FixedUpdate(){
rb.AddForce(Vector3.up);

i

4.2 NepaitTépw XapaAKTNPICTIKA TG KAGdong MonoBehaviour

Ormwg avagépaue Tapatmavw, N MonoBehaviour ival n Bacikr) KAGon tnv oTroia XpnoIhoTToIE
10 development system Tou Unity. Av n yAwooa oTnv otroia ypdgoue ival n JavaScript, TOTE N
MonoBehaviour gic@yeTal autouaTa KaBwg UTTApXEl oav TTPOETTIAOYH, v av ypdeouue C#, Ba
TIPETTEI VA TNV EI0AYOUHE OTOV KWAIKA JaG, OTTWG QAIVETAI OTA TTAPATTAVW TTapadEiyuaTa.

Mépa amd TIC OUVOPTACEIS OTIGC OToiEG avagpepBOAKaue, ol OTroie¢ otnv MonoBehaviour
Karaypd@ovtal wg Messages, UTTapXouv Kal GANou €idoug OUuvapTHOEIG OTn CUYKEKPIUEVN
KAGON, Ol OTToiEG EKTEAOUV TUYKEKPIMEVES AEITOUPYIEG.

4.2.1 Public functions & variables

Otmrwg avagépel kal n AéEn, public, o1 peTaBANTEC KAl OI CUVAPTHOEIC QUTEG gival dnuoaleg. Me
TOV OpO dNUOCIA, EVVOOUUE TTWG O XPNAOTNG UTTOPE va ETTEUPREI O€ AUTEG KAl VA TIG TPOTTOTTOINTEI,
XWPIG VO XPEIOOTE va ETTEPPREI OTOV KWOIKA. ANPOCIEG HETAPRANTES KAl CUVAPTHOEIG, €ivVal EKEIVES
Ol OTTOIiEG £XOUV va KAVOUV KUPIwG ME KATTOIO XAPAKTNPIOTIKA €vog TTaixvidiou, OTTwG gival o
XPOvog i n TaxuTnTa, Ta OTToia BEAOUUE va €I0AYOUUE KAl TTOU TTIBAvOTATA VA XPEIOOTOUV
aAAayn.

Napdadeiypa Public function & variables

Mia xapaktnpioTikr public function Tng MonoBehaviour gival n GetComponents, n oTroia TTaipvel
Ta XapakTnPIoTIKG Tou Component TO OTTOI0 £XOUME EICAYEI OTO AVTIKEIYEVO HAC KOl WTTOPEI VO
Ta Opicel o€ KATToIa JETABANTH ] KAl VO Ta TPOTTOTTOINTEL.

Qg public variable, opiCeTal K&Be peTaBAnTH, N oTTOIA £XEI TNV TTAPAKATW POPPH,

public float speed,;

® Unity Official Website, 2005. Unity, atré http://unity3d.com
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‘Otrou pe public dnAwvoupe 6T To €idog TNG METABANTAG eival “Onudoia ueTapANTA”, e To float 6T
TO €i00G TNG PETAPRANTAG €ival “dekadIKn PETABANTH”, evw To speed gival TO OVOua TTOU divouE
oTn METAPBANTA Hag.

4.2.2 Private functions & variables

Otav piINape yia private cuvopTACEIS KAl PETAPRANTEG, MIAGMPE YIO €KEIVEG OI OTTOIEG APOPOUV
KdTtrola AgiToupyia Tou KwOIKA Kal TIG OTToiE¢ O XpHoTng dev UTTOpEl va TIC O&l 1 va TIG
TPOTTOTTOINCEIC av Oev €TTEUPREI oTOV KWAIKA. TEToIOU €idOUC TUVOPTACEIS KAl PETAPRANTEG ival
€KEIVEG 01 OTTOiEG PUBMICOUV KATTOIO XOPOKTNPIOTIKA TOU TTaIXVIOioU Pag, OTTwG €ival n Kivnon
Tou Ba dwoouue O€ €va AVTIKEIUEVO I TOV TPOTTO ME TOV OTTOI0 QUTO TO AVTIKEIUEVO Ba
METAKIVEITE.

Qg private variable, opieTal K&Be PeTABANTH, N OTTOIA £XEI TNV TTAPAKATW HOPPH,

private int frame;

Otrou pe private dnAwvoupe 611 TO €id0¢g TNG PeTABANTAG gival “IBIWTIKA METABANTH”, UE TO int OTI
TO €i00G TNG METAPRANTAG €ival “aképaia HeTaBANTA”, evw To frame eival To dvopa TTou divoupe OTN
METABANTH paG.

4.2.3 XapaktnpioTika 2D vs 3D

H dnuioupyia evog traixvidiou 2D kai evog 3D, TTEpa atro TOV XWEO Kal Tn dlIa@opd avauesa aTIg
O0la0TACEIC TTOU €xOUvV, OIapEPOUV Kal OTOV TPOTTO Xpnong Twv JeTaBAnTwyv Toug. H
MonoBehaviour €ival n Baoikr) kAdon otn dnuioupyia Kal Twv 2D aAAG kal Twv 3D TTaixvidiwy,
aAAG oI PETABANTEC KOl TG components Ta oTroia XPnOIUOTIOIEN yIa TV UAOTTOINON TOug €ival
olagpopeTikG atrd Tnv OITTAN oTnv TPITTAR diIdoTaon.

XapakTnploTikG TTapddelypa atroteAei To component Rigidbody, 1o otroio oTov KWOIKA TO
XPNOIKOTTOIoUNE Kal gav PETARANTHA, OTTOU OTNV TTEPITITWOTN Twv U0 dlaoTAoEwY, TO €I0AyOoUlE
Kal TO xpnoiyotroioUue wg Rigidbody2D, evw oTnv TTEQITITWON TWV TPIWV OIOCTACEWY, TO
€I0AYOUME Kal TO xpnolyotroloUpe w¢ Rigidbody. AANeG peTaBANTEC Kai components TTou
XPNOIJOTTOIoUVTAl JUE TOV iBI0 aKpIPWS TPOTTO, cival OAa Ta €idn Collider TTou uttdpxouv (Box OTIg
TpeIg dlaoTdoelg kal Circle oTig dU0 dIaoTACEIG K.Q.), TO OTTOi OTN Wia TTEPITTTWON €I0AYoVTal KAl
xpnoiuotrolouvtal wg Collider2D kai aTnv dAAn, atmAd wg Collider, 6Aa Ta €idn Joint K.0.K.
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Ke@daAaio 5 : O1 E@apuUOVEC BAC

5.1 Eicaywyn : 2D Car Racing

To 2D Car Racing, civail éva traixvidl aywvwv formula oe duo diaoTdoeig,
OTO OTT0I0 O XPNOTNG TTPETTEl VA PACEWEl VA OUYKEKPINEVO APIOUO TTOVTWY
(200 points), yia va UTTOPETEl VA TTEPATEI OTO ETTOPEVO ETTITTEDO.

O oxediaguog Kal N avaTrTugn Tou TraixvidioU, aTnpixBnke o€ £TOIUG YPAPIKA
amdé 10 Asset Store Tou Unity, aAAd Kal O¢ ypa@ikd Ta oOTroia Ta
onuioupyroape gueic ol idlol yia TIG avAayKeg Tou Traixvidiou.

To TTaixvidl AeiToupyei e Tov €€NG TPOTTO:

To auTtokivnTo €x€l Mia OUYKEKPIYEVN TaXUTNTA PE TNV OTToIa TPEXEI
oTafepd, XWPIG 0 XPNOTNG VA TIATAEl KATTOIO KOUWTTI, TTPOOTTa8WVTAG
TAUTOXPOVQ VA TTPOCTTEPATEI TOUG AVTITTAAOUG TOU KaI VO GUAAEEEI TIG pOdEG
TTou Ba Bpel 0TO dPOPO TOU, TTPOKEIMEVOU VA paléWel TTapaTTdvw TTOVTOUG
Kal va @Tacel To €mOuunTd 6pio Tov 200 TTéVTWY.

Eikova 33: Aika uag
yoaQika - H formula kiveitan pévn g Tévw otov dgova y (guBgia), evw o

XPAOTNG MTTOPEI va Tnv METOKIVACEl TTAvw oOTov agova x (O€gid — aploTepd),
TTEPIOTPEPOVTAG TNV KIVATA TOU CUOKEUN OTNV avaAoyn KaTeubuvon.

5.1.2 YAotroinon Tou Traixvidiou

5.1.2.1 Apxiki 086vn

KdaBe TTaixvidl amroteAcital amd 1n Baoikh, 0086vn Evapéng, n otroia
BonBdel To xpriotn va TAonynBei péoa oTnv €QapPoyr Kal OTIG
OIAPOPEC ETTIAOYEG TIC OTTOIEG £XOUNE ONUIOUPYNTEL.

H &Ik pag oBdévn évapéng atroteAcital amd Téooepa buttons Ta
otroia onBouv Tov XpriotTn va TAonynOei oTIC pubuicel Tou
TTaIXVIOIOU, O€ KATTOIEG TTANPOQYOPIEC OXETIKA WE TO Traixvidl, oTnv
EKKivnon Tou TTaixvioIou Kal aTnv eaywyr atrd TNV EQapUoyn.

Eikéva 34: AIkG pag ypapika

43



5.1.2.2 PuBuioceig raiyvidiou

EKTEAEDEI TIG EEAC EVEPVEIEG:

QO O

006vn €vapéng,

race button va &ekivAoel To TTaiyVvidl.

© O

Eikova 35: AIkG pag ypagika

5.1.2.3 006vn TAnpoYopiwyv

Méoa ammd Tnv 086vn TTANPoQoOpIWLY, O XPNOoTng MTTOPEl va Ot
KATTOIEG TTANPOPOPIEC OI OTTOIEC APOPOUV TOV TPOTTO AEITOUPYIaS TOU
TTaIXVISIoU Kal va dladcel To Adyo uAoTToinong Tou.

2T OUyKeKpIPEvn 0B6vn, diatnpAoaue To return button kai To play
button, TTpokeIuEVOU O XPAOTNG VA UTTOPED Va KIVNOEi OTTWG ETTIBUET
MEOO OTNV EQAPUOYN XWPIG va EXEI TTEPIOPICHUOUG.
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Méoa ammd TIg puBpioelg Tou TTaIXVIOIOU, O XPNOTNG WTTOPEI va

Mrtropei va emAéEel av TO TTaixvidl Ba €xel Axo f Oxl, YE TN
Xprion Twv duo Travw buttons TTou @aivovtal oTnv €IKOVaA apIoTEPQ.

Mrtropei va emAEEEl e TO return button va emOTpEWEl OTNV
TTponyouuevn 0Bovn, TTOU OTn CUYKEKPIYMEVN TIEPITITWON €ival n

Mrtropei e 1o play button va {ekivAoel auéowg To TTaIxVvidl,
XWPIG va XpelaoTei va KAvel To TTEQITTO TTicw PBripa Kal JECW Tou

Eikéva 36: Aika pag ypapikd



5.1.2.4 Kwdikag TTAoynong Kai event oTIG TTAPATTAVW 080VEG

O kwdika uAoTroinong Twv TTapaTTavw oBovwyv gival TTOAU aTTAOg, KaBwg Pe Tn dnuioupyiag
kdmoiwv event functions, Oivel KATTOIEC CUYKEKPIYEVEG OONYiEC OTA TTAPATIAVW KOUUTTIA,
TTPOKEIPNEVOU VO EKTEAETOUV dia evépyela.

public void AudioPause(){
AudiolListener.volume = 0.0f;

} /] ZTopaTdpe ToV X0 OTO TraiXVidl

public void AudioPlay(){
AudioListener.volume = 1.0f;

} // EvepyoTroloUpe TOV RXO OTO TraIXVidl

public void Menu(){
Application.LoadLevel("menuScene");

} Il ®opTwvoupue T 006vn TOou pEvou

public void Info(){
Application.LoadLevel("info");

} /] ®opTwyvoupe T 006V TWV TTANPOPOPIWV

public void Settings(){
Application.LoadLevel(" Settings");

} I/ ®opTwvoupe TN 006V TWV pUBUicEWY

5.1.2.5 H 086vn Tou Traixvidiou
Omwg TTpoavagEépaue, To TraiXvidl Pag, otroTeAei éva traixvidl aywvwy formula, ye okoto Tn
OUAAOYH KATTOIWV TTOVTWYV, TTPOKEILNEVOU VO TTEPACOUNE OTO ETTOPEVO ETTITTEDO.

MNa va uAotroinBei autd, Ba xpelaoToUUE auToKivNTa KABWS Kal Wia TrioTa TTdvw oTnv otroia 6a
TPEXOUV.

Eikova 38: Aika pag
YPAPIKG Eikéva 37: Eroiua ypagikd ammé 1o Asset Store rou Unity
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b e [ Texture +] AT Ta aQuTtokivnTa TO OTToia TPEXOUV TTAVW OTNV
aliha temmy erayaeal ] TioTa, TO KOKKIVO QTTOTEAEI TO QUTOKIVATO TOU
XPNOTN, &V Ta UTTOAOITTG €XOUuv TO POAO TwV

W Mod R t ~ . . ,
s i L Eagas ] enemy cars, Ta OTTroia TTPETTEl VA TTPOCTTEPVAEl O
e | Bilinear 2 AoTnC KaTd TN OIAPKEIa Tou TTaIXVIdIioU

Anisﬂ LEUE' _Dllﬁ_ Xpr] ng n p X .

To autokivnTo TOU XPAOTN, OTTWG AVOPEPAUE
Eikéva 39: PrintScreen _arro’ 10 MEPIBAAAOV TOU TTOPOTTAVW, TPEXEI ME OUYKEKPIWEVN TAXUTNTA TTAVW
Unity oTov agova y, evw TTavw oTov Afova X, UTTOpEi va

METOKIVNOEI Pe TNV TTEPIOTPOYPR TNG KIVATAS OCUCKEUNG, BEEIA 1 apIoTEPA.

Ta uméAoitTa autokivnTa ep@avi(ovral o€ TUYKEKPIMEVO XpOvo TTAvw o€ dIdpopa onueia tng
moTag, EVW N TaxUTNTa TOUG gival aTaBepr], TTAvW aToV AEova Yy, XwpIic va £xouv Tn duvaTdTnTa
METOKIVNONG TTAVW GTOV Agova X.

Tnv mioTa TNV éxoulE opioel péoa aTrd TO unity Kal To inspector window, Katd Tn dIGPKEIA TTOU TO
TTauyVvidl Tpéxel, va emavaiauBaverar (Wrap Mode — Repeat), TTpokelgévou va divetal n aicbnon
TNG OUVEXEIAG, evw N OIAPKEI TNG €ival OpIoPEVN OTO ATTEIPO, TTPOKEIUEVOU VA PTTOPOUV T
QUTOKIVNTO Va TPEXOUV TTAVW TNG TUVEXWG.

5.1.2.6 O KWSIKAG TOU KOKKIVOU OUTOKIVATOU

using UnityEngine;
using System.Collections; // KaAoUue 1ig BIBAIOBAKES TIG oTTOigS Ba X peiaoTOUME
using UnityEngine.Ul;

public class carController : MonoBehaviour { / Omrwg avagépape oto KE@AAaio “H C#
oTto Unity3d” //In MonoBehaviour givai n Bacikn
KAdon Tnv oTtroia /I Xpnoi1poTToIloUpE

public float carSpeed;

public float maxPos = 2.75f;

public uiManager ui; /I OpiCoupe private kai public peTafAnTég Tou Ba
public Rigidbody2D rb; /I XpNOIMOTTOINCOUNE

private Vector3 acceleration;

void Start () {
rb = GetComponent<Rigidbody2D> (); // Kard tnv évapgn Tou traiyvidiou

KaAoUpe } I/ TIG PUOIKEG TTOPAUETPOUG TIG
OTTOiEg llopiCoupe oTn METABANTA
rb
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void Update(){ /l Katd Tn S1dpKeia Tou Traiyvidiou

/] elcdyoupe oTN

Vector3 dir = Vector3.zero; // peraAntn dir 1ig 1810TNTEG TOU Vector 3

dir.x = Input.acceleration.x;// To autokivnTo (Vector3) perakiveital degia

dir.x = -Input.acceleration.x; /I To autokivnTo (Vector3) HETAKIVEITAI
llapioTepd

if (dir.sqrMagnitude > 1)

dir.Normalize();

dir *= Time.deltaTime; // To AUTOKIVNTO KIVEITOI CE TTPAYMATIKO
Il xpovo,
transform.Translate(dir * carSpeed); // pe CUYKEKPIPEVE TOXUTHTO
rb.velocity = acceleration * carSpeed * Time.deltaTime; // opifoupe Tov
/l T1poTTO
/I yeTakivnong
transform.Translate(rb.velocity * carSpeed * Time.deltaTime); // To
/lauToKivnTo
/I KiveiTal o€
[ TTpayHaTIKO XPpOVO, HE CUYKEKPIMEVN TAXUTNTA, ME CUYKEKPIMEVO TPOTTO

}
void OnCollisionEnter2D(Collision2D col){ /I Kard Tn cuykpouon
if (col.gameObject.tag =="Enemy") { /I ue avTitTraAo autokivnTo
Destroy (gameObject); /] TO AudSI MOG KATAOTPEPETAI
ui.gameOverActivated(); // kol To TraiyVid TeppaTilel
}
if (col.gameObject.tag =="Box") { // Kara tn ouykpouon Je Tn poda
Destroy (col.gameObject); // n p6da KaTaoTpE@ETAI
ui.UpScore(); // Kl TTaipVOUME TOUG extra TTOVToug
}
}
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5.1.2.7 O KWJIKOG TWV AVTITTAAWYV OQUTOKIVATWYV
O T1pATTOG Kivnong TWV AVTITIAAWY QUTOKIVATWY, £EAPTATAI ATTO TOV TTAPAKATW KWIIKA,

using UnityEngine;
using System.Collections; // KaAoUue 1ig BIBAIOBAKES TIG OTroigg Ba XpeiaoTOUME

public class EnemyCarMove: MonoBehaviour { // O1rwg ava@épape oTo KE@AAAIo
/[l *H C# oT1o Unity3d”
/In MonoBehaviour gival n Baoiki KAdon
TNV OTroia Il xpnoigoTroloUpE

public float speed = 8f; // Opi{oupe TRV TAXUTNTA HOG
void Start () {

}

void Update () {
transform.Translate (new Vector3 (0, 1, 0) * speed * Time.deltaTime);
/l Ta AuTOKIVNTO METAKIVOUVTAI OUVEXWG OTOV ASova Y, TTOU £XOUNE OpioEl
[VES A
/I pg TNV TAXUTNTA TTOU £XOUME OPIOEl
/I og TTpaAyHATIKO XpOVOo

}

O ouvexng TTOAAATTAQCIACNOG Kal N EMPAVION TwV AVTITTAAWY AQUTOKIVATWY €§apTdaTtal amd Tov
TTaPAKATW KWAIKA,

using UnityEngine;
using System.Collections; // KaAoUue 1ig BIBAIOOAKES TIG oTroigg Ba XpeiaoTOUE

public class carSpawner: MonoBehaviour { // OTrwg avagépape oro ke@dAaio “H C# oTto

Unity3d” //In MonoBehaviour gival n Baciki
KAdon TNV oTroia /I xpno1HOTTOI0UE
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public GameObject[ ] cars; // Opi{oupe Trivaka yia va €I0AYOUHE TA AUTOKIVNTA

int carNo; /l OpiCoupe PeTABANTNA YIO TA AUTOKIVNTO
public float maxPos = 2.68f; I/ Opifoupe TTEPIBWPIN EPPAVIONG TOUG
public float delayTimer = 2f; /l OpiCoupe XpOVOo EpPAVIONG

float timer; // OpiCouHE TOV XPOVOMUETPNTH

void Start () {
timer = delayTimer; // lcoduvapoUle XPOVOUETPNTI ME XPOVO EUPAVIOTG

}

void Update () {
timer -= Time.deltaTime; // O XpOovOUETPNTAG MEIWVEI OTABIAKA TOV XPOVO

EpQAvIONG
/| o€ ouvdpTNON JE TOV TTPAYHATIKO XpOVOo
if (timer <= 0} /| 'OTav 0 XpOVOUETPNTAG PTACEI OTO MNOEV
Vector3 carPos = new Vector3 (Random.Range (-2.68f,
2.68f),transform.position.y, transform.position.z); /I dnuioupyeite €éva
auTokivnto
carNo = Random.Range (0,4); /I pe TUXaia ogIpd aTTd TOV TTiVAKa
Instantiate (cars[carNo], carPos, transform.rotation);
timer = delayTimer;
}
}
}

5.1.2.8 ZuAAoyn TTOVTWY CGTO TraixVidl

210 Traixvidl pog elofyoue pia péda, o poOAog Tng otroiag eival, katé Tn olykpouan ME TO
auToKivnTo Hag, va Tou divel extra TTévToug, TTou Ba pag Bondrioouv va @TagoupE
OTO EMOUUNTO ATTOTEAECUA.

Eikéva 40: Eropo O KWJIKAG TOV OTTOI0 XPNCIPOTIOINCAUE Yia T GUAOYA Twy extra
ypagiké amo 1o Asset  TroVTWV gival 0 €€AG,
Store rou Unity
void OnCollisionEnter2D(Collision2D col){ // Kard 1n ouykpouon
if (col.gameObject.tag =="Box"){ // pe 1n po6da
Destroy (col.gameObject); // n poda kKaTacTpEPETAI
ui.UpScore(); } // ka1 kaAgital n ouvdptnon UpScore ()

public void UpScore(} /[ 'OTav KaAgital auTA n cuvdpTnon
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if (gameOver == false) { /Il kau TO TraNXVidI akopa dev éxel AQ&el
score +=5; // To score au§averal KaTd 5 TTOVTOUG

}
}

H poda BéAoupe va epgavietal Pe Tnv idla guyxvoTnTa TTOU €U@aviovral Kal Ta QvTiTTaAa
autokivnra. MNa 10 Adyo autd eicdyouue Tn pdGda oToV idIO TTivaKa TTOU €XOUME €I0AYElI KAl TO
avTiTTaAa autokivnTa.

Otav 10 okop @Téoel aToug 200 TTOVTOUG OTTWG OpPIfEl O TTAPAKATW KWOIKAG, TOTE POPTWVETAI
autouaTa To ETTOMEVO ETTITTEDO TOU TTAIXVIOIOU,

void Update () {
scoreText.text = "Score: " + score; //Ep@avifoupe To oKop oTnVv 08ovn

if (score >= 200){ /l OTav 10 OKop €ival HeYyaAUTEPO 1 iCO ME
200
Application.LoadLevel("2D Racing_level_2"); // ®opTwveTal To
Il eTrépuevo level

5.1.2.9 MAvupa rposgidotroinong

2KOTTOG Tou TraIxVvIdIloU pag, €ival n oulhoyr 200 TTOVIWY, TTPOKEINEVOU va TTEPACOUNE OTO
emouevo emimedo. To emmOuevO eTTTTEDO LeEKIVAEI QUETWG MONIC O XPNOTNG OUAAEEEl TOV
EMOUUNTO apIBUO TTOVTWY. [Na To Adyo auTd, 6Tav 0 XpHoTng oUAAEEel 180 TTovToug, epgavileTal
oTnv 086vn 10 akOAouBo pAvupa, “Twenty more points for next level. The next level starts
immediately”, yia va gival TTPOETOINACUEVOG.

To privupa gugavicetal pge Tov KATwoI KWIKA,

if (score >=180){ /I Otav TO OKOpP @TACEl TOUuG 180
TOVTOUG
Message.gameObject.SetActive (true); // Ep@dvios To prpvupa
}
if (score >=190) { /Il Otav TO OKOp @TAOEl TOug 190
MOVTOUG
Message.gameObject.SetActive (false); // EEagdvios To pivupa
}
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5.1.2.10 To deUTepO emmiTred0 TOU TraIXVISIOU

MOAIC 0 XprAoTnNG OUAAEEel 200 TTOVTOUG, TTEPVAEI QUTOMATO OTO
ETTOMEVO €TTITTEDO, TO OTTOIO £XEI KATTOIEG TTAPATTAVW BUCKOAIEG ATTO TO
TTPWTO eTTITTESO.

2710 OeUTEPO £TTiTTEDO, N TTIOTA £XEI HEIWHUEVO QWTICPO Kal yia To Adyo
auTé €xoupe TTPOOBETEl PWTA OTO OPONO HAG, TTPOKEINEVOU VA QWTICEI
TA QVTIKEIMEVA TA OTTOIQ UTTAPXOUV TTAVW OTNV TTIOTA.

H Aoyiki kai oto Oeutepo emitredo Trapapével n idia. O xpnortng
TPETEl va OUAAEEEl TTAAI 200 TTOVTOUG, eV TTPETTEI va ATTOQUYEl TO
avTiTraAa auTtokivnTa Ta oTroia uttdpxouv TTAvw OTNV TTiOTA Kal VO
PPOVTIOEI VA EIVEI EVTOG TWV TTEPIBWPIWY TNG TTIOTAG.

Eikéva 41: : Aiké pag
YPaAQIKG

5.1.2.11 Avarrtuén Kal geiwon TaxuTnTog

Mia akopa duokoAia oTo OeUTepOo EeTTiTTEDO, META TO MEIWMPEVO QWTIOUO, €ival n
ummapgn kdmoiwyv objects, Ta oTroia PeEWVOUV Kal Auédvouv Tnv TAXUTNTO TOU
QUTOKIVATOU HOG.

Otav 0 xpAoTng TEoel TTAVW OTa TTPACIVA Gavapida, N TaxuTnTa Tou auéaveTal KaTé
Mia @opd, evw av TTECEl TTAVW OTA KOKKIVA QWTA, N TaXUTNTA TOU PEIDVETAI KOTA Mia
Qopa.
Eikéva 42: Eroiuo ypagiké amd 1o Asset Store rou Unity

AUTO €xel TNV €€1G DUOKOAIQ,

H taxutnTa &dev augaveTtal o0To auToKivnTo, KABWS OTTWG £xoupEe avagépel, n formula pag
KIVEITaI pe oTaBepr) TaxutnTa Tadvw oTtov afova y. H Taxutnta augdverar katd Tn
METATOTTION TOU QVTIKEIUEVOU Mag, OeCIG Kal apioTepd TTAvVw aTov Afova X, TTPOKEIMEVOU
va aTTo@UYOUNE TA AVTITTAAQ QUTOKIVATA KAl VO GUAANEEOUE TTOVTOUG.

Av n TaxutnTa pag TEael utré 1o uNdEv, TOTE aAAGlel To gameplay Tou TTauxvIdIoU, JEXPI N
TaXUTATA Pag va aveRel AN TTavw atrd 1o undév. AuTo onpaivel TTwg OTav OTPIBoUlE TO
QUTOKIVNTO OTA APICTEPA EKEIVO Ba KIVEITAI TTPOG Ta BEEIA KAl TO AVATTODO.

O kKwdIKag o oTToiog EAEYXEI TIG TTAPATTAVW AEITOUPYIEG gival 0 €EAG,

if (col.gameObject.tag == "fast") { // Otav épBoupe o€ €Ta@ pe TO
/I avTIKEipeEVO

Destroy (col.gameObject); // autd KaTaoTPEPETAI

carSpeed += Time.deltaTime * 600;} // KI n TaX0TNTA AUEAVETAI
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if (col.gameObject.tag =="slow") { /| Otav épOoupe o€ ETTAPN LE TO
/] avTiKEipevo

Destroy (col.gameObject); // autd KaTAGTPEPETAI

carSpeed -= Time.deltaTime * 600; // kai n TaXUTNTO PEIWVETOAI
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5.2 Eicaywyn : Score The Basket

To Score The Basket, civalr éva traixvidl Tutrou Catch Game oe dUo
0laoTdoelg, OTO OT0i0 O XPNOoTng TIPETTEl va  paléwel  évav
OUYKEKPIYEVO apIBuo TTovTwy (60 points) TTPOKEINEVOU VO TEPUATIOEI
TO TTQUXVIOI.

O oxedlaopdg kal n avamTuén Tou TTaixvidiou, oTnpPixbnke €§
OAOKARPOU O€ BIKG Pag YPAPIKA Ta OTToia TA dnuIoupyHoaue €1I0IKA yia
TIG AVAYKEG TOU OUYKEKPIMEVOU TTaIXVIOIOU.

To Traixvidl AeiToupyei pe Tov €€NG TPOTTO:

Eikova43: - O xpnotng €xel oTnv d1ABecn TOU Wia PTTACKETA TAV OTToia TNV
www.dreamsfime.com HETOKIVEI avaAoya pe Tov BEIKTN Tou XepioU Tou Be€Id kal aploTepd. To
TTaIXvidl pixvel PTTAAEC Kal avaAoya ME TO TI XpWwMa €ival, o TTaiktng AauBdver kal Ta
avTiaTolxa bonus A TTOIVEG WWOTTOU VA @TACEI OTO ETTIOUUNTO ATTOTEAEC Q.
Av péoa oTo KAAGB! uTrel n Kavovik PTTEAAa O TTaikTnG Traipvel évav TTovto. Av UTTEl N
XPWHATIOTA O TraikTNG Traipvel dUo trovToug. MNa kaBe Tpdcivn PTTaAa, dITAacIdleTal TO
MEXPI TOTE OKOP TOU. Evw yia kGBe utrédAa-ptTéuTTa agaipouvtal 5 Baduoi.

5.2.1 YAotroinon Tou Traixvidiou

5.2.1.1 Apxiki 006vn

Omwg eirape, o€ kKABe  TTaIXVIdI
uttdpxel n Baciki 086vn péoa ammod Tnv
OTTOia 0 XPNOTNG MTTOPEI va TTAonynBei
¢ O1d@opeg TTIAOYEG TTOU TOU divel TO
TTauyviol.

2tnv OIKR pag 08dévn, o XproTtng
MTTOPE O€I KATTOIEG TTANPOPOPIES YIA TO
Taiyvidl, va 1o ekivioel, aAAG Kal va
Byer amd Tnv epapuoyny €av  TO
EMOUpEI.

Eikova 44: Aika uag ypagikd
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Mio ouyKeKpIPEVOQ:

ME TO 0 XPNoTNG UTTopEi va gekivroel va TTaidel To Traiyvidl.

Me

TO O XPrOTNG MTTOPEI va O€l TOV OKOTTO TTou Onuioupyrdnke To
Taixvidl aAAG Kal KATTolEG odnyieg yiI' auTo.

Evw PE TO 0 XPAOTNG UTTOPEI va TEPUATIOEI TNV EQAPMOYH.

5.2.1.2 006vn MAnpog@opiwv

Serrty 1 gt i e
ounTwTE A akfara T, M
Frynning T Ko TpredaT) Moo
e T wtiin} Bl v,

Temne; o mongabam shs o gegerr wn oikkiEr
B PERTOHE

sapt] pnaka e
Jinika: 3 AT
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Eikova 45: Aika pag ypagikd

Méoa amé tnv 068dévn TTANPOPOPILY, O
XPAOTNG  MTTopel  va  O&l KATIOIEG
TTANPOPOPIEG OXETIKA HME TOV OKOTO TOU
TTauxvidiou aAAd kar va OdlaBdoel kalr Tov
AOyo TTOU UAOTTOINONKE TO OUYKEKPIMEVO
TTaIXviol.

21N 0046vn auTh, £XOUUE KPATrOEl Ta BACIKG
buttons TTou €ixaue Kal OTAV QPXIKA WOG
086vn, TTANV autd Twv TTANPOPOPIWY apoU

mAéov  BpiokduacTe otV 086vn  Twv
MAnpo@opiwv.

5.2.1.3 Kwdikag TTAoynong Kai event oTig TrTApATTAVW 086veg

ZEKIVAUE TO TTaIX VIOl Jag Pe TNV TTPOUTTO0eoN OTI GAQ TA KOUMTTIA TTPOUTTAPXOUV OTnV 086vn
Mag. ‘ETol, JE auTOv TOV TPOTTO Kal agou dnuioupyrjooupe To K&Be button aav éva GameObject
YPAQPOUE KAl TOV TTAPAKATW KWAIKA, avaAoya KABe @opd Pe TO TI KOUPTTIG BEAOUNE VO

KPOTACOUIE.

using UnityEngine;

using UnityEngine.Ul; /I KaAoupe
XPNOIUOTTOINCOUNE

using System.Collections;

TIG PBIBAIOOAKEG TIG oTroieg  OBa

public class GameController : MonoBehaviour { //H MonoBehaviour gival n poévrn kAdon

TTOU XPNOIUOTIOIOUME

public GameObject restartButton;

public GameObject splashScreen; // Opiouue public peraBAnTéG Trou Ba XPEIOOTOUME

public GameObject startButton;
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public GameObject exitButton;

public GameObject infoScreen;

public GameObject infoButton;

public GameObject congratsText;

public BasketaController basketaController;

public void StartGame() { // 'OTOV TTOTACOUME VA SEKIVOEI TO TraIXVidI
splashScreen.SetActive (false); // n 086vn pe TNV prdAa-animation 8a

eapavioTei
startButton.SetActive (false); /I To button start 0a @uUyel
exitButton.SetActive (false); /lTo button exit eriong
infoScreen.SetActive (false); I/l TO YyPA@IKO HE TIG TTANpOPOpicg Ba
QUyEl
infoButton.SetActive (false); //kan TO KoupTri info Ba e§a@avioTEi.
basketaController.ToggleControl (true); // 8a prropoUpe va XEIPIGTOUMPE TNV
MTTOOKETO
StartCoroutine (Spawn ()); //kai TO TrauXVidl 8a apyiocel va TTeTdel
MTTAAEG
}
public void Exit(){ /| 'OTav TTATACOUE TO eXit
Application.Quit(); /I n epapHoyn TepHATI(ETAI
}
public void InfoGame(){ // OTav Trarqooue 1o info
splashScreen.SetActive (false); /I n pIrdAa-animation 0a e§a@avioTei
infoScreen.SetActive (true); /I n 086vn TTAnpo@opIwyV Ba eu@avIoTEI
infoButton.SetActive (false); //kan TO KoupTri info Ba @uUyel atrd TNV
00ovn pag
}
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5.2.1.4 H 086vn Tou Traixvidiou

Omwg avagépape AdN, 1o TTaixvidl pag, cival éva Traixvidl Tomou Catch Game, ye okoto Tnv
GUAAOYN KATTOIWY TTOVTWV.

MNa va uhotroinBei autd, Ba XpelaoToUE To YATTEDOD, TNV PTTAOKETA KOBWG Kal SIAQOPES UTTAAEG.

Eikova 46: AIKG pag ypagika Eikéva 47: AikG pag yy

To maixvidl pag atmoteAeite amd €va @ovro Tmou Oeixvel Eva yATTEOO WTTACKET TO OTTOIO TO
ONUIOUPYNOAKE YOVOI JAG, Mia PTTAOKETA TTOU KIVEITAI OEEIG-apIOTEPG avaAoya Pe To TTou Ba TNV
KOUVAOEI 0 XPNoTng ME TO OAXTUAO TOu OAAG Kal atmd WTTAAEG TIC OTTOIEG £XOUME opioel va
TTEQTOUV TUXAIO PE Evav KWOIKA TTPOKEINEVOU VA NV YVWPICOUNE TNV oEIpd TTou Ba TTEQTOUV.

5.2.1.5 O KW3IKAG YIa VO TTEPTOUV Ol MTTAAEG

Omwg eimape, éxoupe dnuioupyAdel £vav KWOIKA yia va pixvel KABe @opd Tuxaia, pia ammo Tig
TEOOEPIG PTTANEG TTOU £XEI OTNV OIABECN TOU TTPOKEIUEVOU VA YIVETAI AUTA N evEPyEIa PEXPI VO
TEAEIWOEI TO TTAIXVIOI.

O kWwdIka TTou XpnoigoTroioaue AoITTov gival 0 EAG:

public GameObject[] balls; // Opifoupe évav Trivaka TTou 0a £xel oA TIG MTTAAES

public float timeLeft; // yeraBAnT TTOU B BEiXVEI TOV XPOVO TTOU ATTOMEVEI

private float maxWidth; // To péyeBog mou £yei n 006vn pog

private bool playing; // yeraBAnTr bool TTou Ba gival aAnBig éTav o XPRoTNG eMIAESEl va
TTaigel Kal Yeudng av o XpnoTng dev maidel Kol BPioKeTAl o€ GAAN
08o6vn

IEnumerator Spawn(){ // xpnoipgotroloUpe Tnv IENnumMerator Trou €ivai yia va EeEKIVI|OOUME
Mia AouTtra

yield return new WaitForSeconds (2.0f); // To cUoTnua mepipével 2 delTepa
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playing = true; /I o XpRoTNG €XEl EIAESEN va TTaiEl KOl £TOI
gexivd n diadikaoia

while (timeLeft > 0) { /| 600 0 XpOVOG TTOU ATTOUEVEI BEV EXEI
TEAEIWOEI

GameObject ball = balls [Random.Range (0, balls.Length)]; //emiAéyel atrd
TOV TTiVOKO HE TIG HTTAAEG TTOU Ba €&l HEyEOOG atrd O péEXPI OO0 ETTIOUHOUNE EMEIG

Vector3 spawnPosition = new Vector3 ( // 8a dnuioupyeital KABe @opd
éva vector3 mrou Ba gival n KABe prrdAa kol Ba TTEQTEI a1rd TNV SpawnPosition TTou £XoupE
opioel gleig (KATTOU aKPIBWGS £EW ATTO TNV BACIKN MOG EIKOVA)

Random.Range (-maxWidth, maxWidth), // ogTov dova x Ba Traipvel
TUXaigg TINEG avAAoya pE TO pEyeBOG TTou Ba £xel n 006vN Jag
transform.position.y, /l oToVv d&ova y UTTAPXEI N TIMA TTOU £XOUME
dwoel yia va apyXifouv va TTEPTOUV Ol MTTAAEG
0.0f); // dev utrdpyxel z a§ovag apa Bafoupe O
Quaternion spawnRotation = Quaternion.identity; /l 6Tav BéToupE TO
identity onpaivel 611 dev Bdfoupe KaBOAou rotation
Instantiate (ball, spawnPosition, spawnRotation); llopifoupe TNV
utTéoTOON TTOU Ba €X€l N MITAAQ, Tuxaia HTITdAa, o€ Tuxaia 8éon
yield return new WaitForSeconds (Random.Range (1.0f, 2.0f));  //
TEPIMEVEI HETASU VOGS Kal HUO BEUTEPOAETITWY YIO va eKTeEAéETEI TNV AoUTra avd atrd Tnv
apxn }
}

5.2.1.6 O KWAIKAG YIO TNV HTTACKETA

public class BasketaController : MonoBehaviour { //n MonoBehaviour givail n Baoikn
ouvdpTNON TTOU XPNOIUOTTOIOUME

public Camera cam; // opi{oupe TNV METABANTA Cam yId TNV KAMEPA HOG
private float maxWidth; //opioupe TV peTraBAnT maxWidth yia To péyebog Tng 006vng
Hag

void Start () {
if cam ==nul){ // av dev BAdAoupe KOBOAOU KATTOIO CUYKEKPIMEVN
KAuEpQ
cam = Camera.main; // 1671 8o opioel TNV KEVTPIKA PG KAPEPO
}
Vector3 upperCorner = new Vector3 (Screen.width, Screen.height, 0.0f); //
OPifOUUE TNV YWVIiO TOU OVTIKEIMEVOU MOG OCUHPWVA HE TIG DIOCTACEIG TNG
0086vng pag
Vector3 targetWidth = cam.ScreenToWorldPoint (upperCorner); // n 8éon
TOU avTIKEINEVOU Ba e§apTnOei atrd TV upperCorner
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float basketaWidth = GetComponent<Renderer> ().bounds.extents.x; // n
METAKIVNON TNG HTTAOKETAG MOG £§aPTATAI ATTO TO MEYEBOG TNG TTOU £XEI VAl
KAVEI ME TA OpIA TNG EIKOVAG OGS
maxWidth = targetWidth.x - basketaWidth; // 1o péyg@og tng eikovag
e§apTdral a1rd TV B£0N TOU AVTIKEIPEVOU Kal TO HEYEOOG TG HTTAOKETAG
Hag (ETo1 gival OAN N HTTAOKETA OTO OKNVIKO HOG KAl OXI MOVO 1 MIOH OTIG
GKPEG)

}

void FixedUpdate () {
Vector3 rawPosition = cam.ScreenToWorldPoint (Input.mousePosition); //
n 8éon Tou avTikeipévou Ba e§apTnBei a1rd TO TTOU B TTATACOUME R ATTO TOV
UTTOAOYIOTH 1 aTTé TO KIVNTO Hag
Vector3 targetPosition = new Vector3 (rawPosition.x, -1.88f, 0.0f); /l 8a
OnuIoupynBei Eva KaivoUpyio OVTIKEIMEVO OTO ONEIO TTOU TTATHOOE EUEIG
va TTAEl TO OVTIKEIMEVO pOG
float targetWidth = Mathf.Clamp (targetPosition.x, -maxWidth, maxWidth);
/] TO aVTIKEIMEVO paG Ba KIVEITAI HETASU TWV OPiwV TG 086VNG pag
targetPosition = new Vector3 (targetWidth, targetPosition.y,
targetPosition.z); //n prackéTa pog Ba £xel 6pia autd TG 006vNg Hag Kal
Oev Ba Byaivel EKTOG AUTAG
GetComponent<Rigidbody2D> ().MovePosition (targetPosition); //
OnuIoupyeiTal N Kivnon TOU OVTIKEIMEVOU HOG OTTO TO TTPONYOUHEVO ONHEio
OTO OnEio TToU ayyigape

}

5.2.1.7 O kwdiKkag yia TV BaBpoAoyia Tou Traiyvidiou

O1wg o€ kK&Be oxeddv TTaIXVidI £€TO1 KAl OTO OIKO PAG OKOTTOG €ival va paldéywelg €va gUVOAo
TovTWv. MNa va yivel autd XpnoIPoTTOIOUUE TOV TTOPOKATW KWAIKA.

using UnityEngine;
using UnityEngine.Ul; // AnAwvoupe Tig BIBAIOOAKES TTOU Ba XPEIOOTOUME
using System.Collections;

public class Score : MonoBehaviour {

public Text scoreText; // opioupe HETABANTH ME TO KEIMEVO TTOU B EUPAVilEl TO
OKOp

public int ballvValue; // peTaBAnTn pe TNV agia TG PITaAag

public int score; //[peTafAnTA TTOU SNAWVEI TO OKOP

void Start () {

score = 0; /lapxikd To okop givai 0
UpdateScore (); // ka1 To eggaviloups oTtnv 086vn pag
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void OnTriggerEnter2D(Collider2D other) { //oTnv cuvAPTNON OUTH TO AVTIKEIMEVO TIPETTEI
va el péoa oo collision Tng HTTOOKETOG TTOU £XOUE OPITEl
if (other.gameObject.tag =="Ball") { // av n pmrdAa mou Ba pyTrel givai n
//Kavovikn
score += ballValue; //to1e 010 GKop Ba TrpocTEDEl évag BaBuog
UpdateScore (); //kal Ba evnUEPWOEI TO OKOP - EPPAVIOEI OTNV
// 006vn
} if (other.gameObject.tag =="Colour Ball") { // av n pmdAa Tou Ba prel
gival n XpWHATIOTH
score +=ballValue * 2; //161e 010 GKop Ba TTPpocTEBOUV 2 Babuoi
UpdateScore (); //kai1 Ba evnUEPWOEI TO OKOP - EPPAVIOEI OTNV
/l 006vn
} if (other.gameObject.tag =="Green_Ball"){ // av n prdAa mou Ba pTrel
gival n wpdoivn — bonus x2 prdAa
score = score*2; //tote To okop Ba diTtAaciaoTei
UpdateScore (); //kai1 Ba evnUEPWOEI TO OKOP - EPPAVIOEI OTNV
o0ovn

}

void OnCollisionEnter2D (Collision2D collision){ //av 1o avTtikeipevo £épBel o€
gtagn pe 1o collision TNG PTTACKETAG TTOU £XOUME OpioEl
if (collision.gameObject.tag =="Ball Bomb") { //kai auté 1O aVTIKEIPEVO
gival n PTopTTa-pITdAa
score -= ballValue * 5; //161€ a1 10 okop Ba agaipeBouv 5 TTOvVTOI
UpdateScore (); // ka1 8a evnuepwOei To OKOp — EPPAVIOTEI OTNV
086vn

public void UpdateScore () { //n ocuvdpTnon yia TNV EVNNEPWOT TOU GKOP KAl
gMAvIon oTnV 006vn pag
scoreText.text ="Score:\n" + score; //n peraBAnTr scoreText Ba gival To
KEIMEVO HOG + TO ATTOTEAEC MO TOU OKOP TTOU £XOUME

1}
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5.2.1.8 To g€ TnNG é€KpNing

Otav n MPTAAQ-UTTOUTTA XTUTTAOEI O€ OTTOIOdNTIOTE ONUEIO TNG
MTTAOKETAG POG yiveTal pia €kpnén Kal €101 A@AIPOUVTAl TTEVTE
TTOVTOI aTTO TO OUVOAO Pag. To €€ TNG €KPNENG TO TTHPAME ETOIUO
ammd kdamola effect TTou utfpxav oTo asset store Tou Unity aAAd
EMEIG TO TOTTOBETACAPE OTO ONUEIO TTOU BEAQUE VA EUPAVICETAI UE . =
TOV TTAPOKATW KWOIKA.

I

>

#

Eikéva 48: AIKG pag ypapika

using Unity Engine // dnAwvoupe Ti¢ BIBAIOOAKES TTOU B XPEIOTTOUME
using System.Collections;

public class Explode: MonoBehaviour{
public GameObject explosion; //opifoupue Tn peTaBAnTh explosion

void OnCollisionEnter2D (Collision2D collision){ // 6tav 1o object épBe1 o€ eTa@n pe éva
/I collision
if(collision.gameObject.tag == “Basketa”){ // kai To Collision givai Tng PTTOOKETAG PO
Instantiate (explosion, transform.position, transform.rotation); // yiverai 1o €QE Tng
£€KpNéng 1Tou £XOoUpE OpicEl OTO ONUEIO AKPIBWG TTOU YiVETAI N ETTAPR
Destroy(gameObject); // kKol KATOOTPEPETAI TO AVTIKEIMEVO, BNAASA 1 PTTOUTIO

138

5.2.1.9 MnvUpaTa Tpog Tov XpARoTN

Otav 0 xpoTng GUAAEEEI TOUC 60 TTOVTOUG TOU ggavileTal
éva unvupa tmou Tou Aéel Congratulations, Tov a@rivel Ouwg
Va TEAEIWOEI TOV XPOVO Tou TraixVvIdIloU Kal va Pdadel TEAIKA
TTOOOUG TTOVTOUG PTTOPE va padéwel TTEpa atrd auToug TTou
Tou ¢nTdel.

2TO OonuEio TTou £Xoupe BAAEI va ep@avidel TOUG OUVOAIKOUG BaBuoUs pag TTpocBEécaue Tov
TTaPAKATW KWOIKA:

public void UpdateScore () { // otnv cuvdpTnon TToU £U@AViEl TO TKOP
scoreText.text ="Score:\n" + score; //ep@avilel TO OKOP TTOU £XOUHE
if (score >=60){ //av 10 oOKOp €ival peyaAuTepo amrd 60 BaBuoUg
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congrats.gameObject.SetActive(true); //To congratulations!
gp@avicerail

}

if (score >=80){ // 6Tav To oKop Tdel TTAVW atrd 80 TTOVTOUG
congrats.gameObject.SetActive(false); //To pqvupa
egagavieral
}
}

Evw o6tav 1a 60 OcuTtepOAeTITO TEAEIWOOUV €euPavilel aTO
XPnaoTn 611 0 XpOVog Tou TeAEiwae, ePPaviCovTag TOU TO KOUUTTI
restart kai Tnv duvaTtéTNTa Va PyEl ATTO TNV EQAPUOYH.

2T OUVEXEIQ ATTO TOV KWOIKA TTOU PiXVEl TUXAIa TIC ITTAAEG

TIPOCOETOUE TOV TTAPAKATW KWOIKA.

yield return new WaitForSeconds (2.0f); //n epapuoyn repigével 2 deuTtepa
gameOverText.SetActive (true); //To pAvupa 611 0 XPOVOG TeEAEIWOE EP@avileTal
yield return new WaitForSeconds (2.0f); //n epappoyn Trepipével 2 deuTepa
restartButton.SetActive (true); //To restart KOUPTTi ep@avileTal
exitButton.SetActive (true); //[tautéoypova gp@avideTal kai To exit button
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