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Kupwa Xapaktnplotika tng Unity:

Ta kUpLa tapaBupa Tov YpnoLuomolovvtal peoa otov editor
omoLodnNTmote project):

one <OXI1>2

(Yot

Uy ssii Pes Cene L Urty - Uty PG Project - P Wiae &
Fle Edt Assets GameObiect Component Tied2Untv Window Helo

Game

Oisplay 1 4 Fraw Aspact

Input_y
1sWalking
IsAmaching
HasSmord
Upgraded
1sDead

=) o Player Static ¥
Tag | Player b} Layer | clayer2 i
Prefab Salast Revart Apply
¥~ Transform Lo
Position X 18.938 ¥ -19.75 2 0
Rotation xo Yo zo
Scale xo4  yoa z[oa
¥ . o Sprite Renderer Lo
Sprite TALunkWakCycle_0 e
Color D { 12
fip £ XY
Matenal USprites-Default
Sorting Layer Defasit '
Order in Layer & '
b il o Animater o,
Contrelier @ playerAnimTroe o
Avatar None (Avatar) °
Apply Root Motien
Update Mode Haemal '
Alvays Anmate '

Culing Made

2 Quats O Eulen B Scales O Musclen: 0
21

113 Constans 4 (2.3%) Dansa: 0
109 (36.5%)

: UnityEditor.

ot ix obsolete: *

¥ o Player Movement (Script) Lo
Anim None (Anamator) °
Is Attacking

Speed 1
Movement_vector X 0 Yo

| Layers 1 Layout |

| & Collab ~ Account - | - -
O Inspactar - % Miecarchy | -

Croats *

v € scenet

» maph

» heusa_intenior
fomer_2
flomer_2

» trunk_1
NPC

> Warps
EvertSystem

» Convas

» Pathfinéng

» Spawners
wxplosion
tree_big_01

» tree_big_01 (1)

» Bordar

Sword None (Game Object)

& Project
Creats &

(| WarpManual
¥ i Player A'
| HouseHealth
G| IremEffects
L Playerattack
(| Playertieakh
+ PlayerMovemant
(| Shady
« Weapeny
¥l Text
»| Barrel
(| Insaription
«| Imteractables

Assets/TedZUnity/Scripts/Editor/ThedA:

Assets/ TdedIUny/Scripts/Editor/ TdedA

Assets/TledZUnity/Scripts/Editor/TdedA:

Assets/TeedZUnty/Scripts/Editor 'mu[L

Assets/Tded2Uny/Scripts/Editor/TdedA:

F.

(*2NUELWVETAL OTL To interface kat ta mapaBupa tng Unity eivat mAnpw¢ customizable

AVOAOYWG TWV TPOTLUNCEWY TOU XProTn.)
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Kupla Xapaktnptotika tTng Unity:

Assets/Project: EOw amoBnkevovtol to assets (otdnmorte
OElouvpe va  XPNOYIOTIOLNOOUME VYO TO  TavidL —
yPadLKA/EWKOVEC, NXOC, animations, scripts K.a.).

Scene: Evoc apyka AdEL0¢ Xwpog, oTov orolo toroBetouvtal Ta
QVTIKELLEVA, KUPLWGE YPaPLKA, TT.X. EVAL OTILTL (ELKOVAL OTILTLOV TTOU
EXOULE KOTEBAOEL Kol TipooBeocape ota assets). Mrmopouv va
ToroBetnBouv Kot AAAQL AVTIKELMEVA, OVOANOYQL LIE TLG OLVOYKEC
LG, TLY. N KAMEPOL TIOU Bal oploeL TNV orttikn ywvia/arootaon
(default avtikeipevo e Unity), 11 Eval adelo avtikelpevo (xwplc
ypopKO) TOU EXEL pEoA TLY. €va otoweio (dotnta Ttou
QVTIKELUEVOU) TNS PUOIKNAC HNXOVNC 1 ATTAQ XPNOLUOTTOLELTOU WC
OUVTETOYLEVEC YLOL VOL EVEPYOTIOLNOOULE EVOL YEYOVOC OE EKELVO
TO ONUELO HEOW Script).
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Kupla Xapaktnptotika tTng Unity:

Evar mowyvidl prmopet var TiepLEXEL TIOAMAEC OKNVEC, OL OTTOLEC
ouvNOwc xpnotpomotlouvtal yla levels og eva rtayvidL.

e Hierarchy: To oUvoAo/MOTOl TWV QVTIKEUEVWY TIOU EXEL
tornoBetnBel otnv oknvN.

* Inspector: To mapadBupo To OmMolo HELXVEL TOL OTOLXELD KOl TLG
ETAOYEC TOU ETUAEYUEVOU OVTIKELUEVOU QIO TNV lepapyia. Ta
otoxelat Ba e€nynBoulv apyotepa, wotooo, Omwe avadepOnKe
KoL vwplitepa, €ival, otnv ouoia oL LOLOTNTEC/XOPAKTNPLOTIKA
EVOC OLVTLKELLLEVOU.

* Game preview: To mapaBupo TIOU ETITPETEL OTOV XPNOTN Vval
rmael to moyvidl peca otov editor xwpilc va XPELOOTEL
dnuoupynoeL executable.

OEOAQPA TPATIANNOTIOYAOY 4
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Kupla Xapaktnptotika tTng Unity:

Iblattepa xpnowo ywo debugging, kabwc o xprotng Ltopsl

ouyxpovwc va BAemel tov editor kat va TapakoAouBel T

uetofoA kaBs otowelov 1N petaBAntng script o€
TPOYLOLTLKO XPOVO.

* Debug console: To mapaBupo mou deiyvel ta errors. Me Sut\o

KAK Oeixvel og molo script kau line Bploketot To error (av giva

compilation error).

OEOAQPA TPATIANNOTIOYAOY
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AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

v’ Sprite editor: JuvnBwc, ta 2D assets, €pyovtal o popdn
spritesheets (pwa ewova pe moAAa sprites padi), Kol auto To
EPYOAELO OTTIOMOVWVEL TO KAOe sprite wote var priaxtel Eva

oUVOAO EexwpLloTwVY Sprites TIPOKELUEVOU VAL CUVOECOUUE TO
animation.

OEOAQPA TPATIANNOTIOYAOY 6
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AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

ey 8D

8
2
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s8 e
soee
22232
e RS
ss e

@ 89 5 &
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AAAQ CNUOVTLKA EPYAAELQ
(N mapaBbupa) tng Unity:

v Animation: ESw katookeudlovton Kot eme€epyaloviol Ta
animations xpnopomowwvtog sprites (petaBoAn oe kaBes Kope,
LINKOC KapE, LeETABOAN oToLXELWV Ko LETOPANTWVY TWV OTOLXELWV
£VOC OLVTLKELLLEVOU OE KABE KapE K.aL.).
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AAANQ CNULOVTLKO EPYAAELDL
(N mapaBupa) tnc Unity:

@ Animation |
| @ M4 > M 0
| Zaztack_dawn #| Samples |12 [ 2 | |:|+___

i [FIPlayer : Sprite

» A swordZ ; Position
bk A sword? : Rotation
M zword? : Box Collider 2D.Enabl»
b WswordZ : Box Collider 20.0ffse
> WswordZ ; Box Collider 2D.Size

e ¢

[ Add Property J

L

| Doveshent R T ——
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AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

v Animator: M. OTPWUOTOTONMEVN  MNXOVI  AOYIKWV
KOTOLOTAOEWV LE PETABAOEIC pPeETay TOUC TTou yivovtol Paoel
oMoywv TopapeTpwy (ouvBnkwv) mou SnAwvovtol HECW
kwowa. M.x. Eotw ot €xoupe 2 dladopetika animations yia 1)
TEPTIATN A, 2) TPEEWO, EVOC QVTIKEWEVOU. Mpoobetoupe To
animations otov animator wc¢ states (koataotdoelg), T
EVWVOUME HE o mopapetpo (mx. boolean) wc ouvOnkn
oMayng, OANA(OUUE TNV TIOPAUETPO MEOW KwOKa Otav
BeAnooupe (TL.x. €AV TIOTNOOULIE EVAL KOUWTTL N oUVONKN YIVETOUL
oAnBNC) Kaw £ToL yivetal n petafacn METAEL TOUC.
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AAANQ CNULOVTLKO EPYAAELDL

(N mapaBupa) tnc Unity:

0 ey S5 WG R S Lty - Uy 100 P

sets  GameOtyect Component  TdeddUnaty hmso; -N:Ip

Y | % Center | @ Local | > 1l

B8 O impecter | R = tevrorchy A
blesd O, Crests*
- Tey ! v 40 scenet -
» Man Camera
Mot Qtwod ° > Player
Speed i1 Boats_of_Speed
Myl Parameter » mapRPGVIL
Merer Paramaeter
Cyde Offset ©LIPacameter
Foot IX
Write Defauts =
Tramaicos Sclo Mute » Warpe
List s Empty EvertSystem
* Canvar
* Pathfinding
| Add Bahanour » Spennens
d eplatian
tree_big_0%
» tree_big 01 (2)
* Bocder
- —’t Rrarmater
| Layers  2a
Input_y
lsWaking
IsAttaching
HasSmerd e e
) B Project el O Comole -
i Creme s (T an l Claer || Collapsa | Clasr oo Play | Erroe Pavse
IsDead W WS _sann = VT T s et e
atack_left
gw'm ‘ Assets, Tiled2Unty Sonpts Eddor TiedA
ko Uf
blees Arsets/ TdedZUnty /' Soripts Edtor TiledA:
5 blesd 0 -~ c
wbl o Assets/ TdedIUntty, Sonpts, Edtor TiledA
o ¢
housefire Assaty TiledIUntty,/ Sonpts Eddor TiledA
ighe_domn % u
i ot Assets/ Thed2Unky,/ Soripts/Edetor TiledA
. AN -
idle_nght |
e_up
wiS S
£l tunk Attack_o
Animatians PlarerHlarerhnimTrne costsolier | SpmkAltac® .
£19, warng Luvele: " 1 mot Kenger e e T L] lewel for oM ‘wrmole’ formats ute the tertursComareemon sraparty for the egu
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AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

v" 'Eva UTIO-OTOLXELO TTIOU ITOPEL VAL XPNOLLOTIONOEL 08 KATWTEPO
OTPWLLOL JLaC KaTAoTtaong Tou animator €ival to Blend Tree to
OTOlO TIEPLEXEL OUVOUAOMO TIOPOLIETPWY TIOU MITOPEL val
HetoBoA\ovTol TaUTOXPOVAL KOl ETLOTPEPEL TNV Kuplapxn
uetaBANTH.
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AAANQ CNULOVTLKO EPYAAELDL
(N mapaBupa) tnc Unity:

“‘. Blend Tree G

S5 plend Type |20 Frasterm Camenion

(Input_x + [ [npet_y 0 » Mayer

Parameters

©

) explesean
N tree_big_01
» tree_big 01 (3)
Metan Pos X PosY e & P Border
Wwabop Jo & 1T 0
(N | W C—
T
1

0

€ came s "2 Animater
Ouaplap b 4 Free Aspect Masmize On Play  Mate (hayers | Pacameters W Base Layer  Waking 1

0:00 (000.0%) Frame 0

DCm;::_ﬁ

(Chaar  Collapan Tlearon Play Eovnr Pavse
¥ it Ly S b

\‘:'_\.. Assets/TledZUnty/Sonpts Edter TédedA: !
a Assets/Tlod2Unity/ Scnpte/ Edtee  TdedAs

. & Assets/TdedZUndy/ Sonpts/Edaor/ TdedA:

&hlﬂ.”ﬁd&ﬁlv&um'!“«ﬂh“‘

t/‘s Assets/TdedIUnty/Sonpts Edace/ ThedAH
s v

SR Y
Ty JOrthe *ox
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AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

v Prefabs: Mopdr) avtkeyévwy. [EVIKOTEPA, TIPOOOETOUUE
QVTLKEUEVOL OTNV oKV TortoBetwvtag eite default avtikeipeva
N KArolo asset mou €xoupe CUANEEEL o auTh). AV KAVOUUE TO
avtiotpodo, dnAadr, TomoBeTNOOUUE OVTIKELUEVOL TOL Orolal
elvo NON otnv oknvn (Kol TTou UTTOPEL VAL TOUC EXOUUE OANAEEL
TIC PUBLIOEIC N va TOUC EXOUUE TIPOODEOEL OTOWKELQ), OTO
riapaBupo Twv asset pac Ba dSnpoupynBouv ta prefabs.
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AAANQ CNULOVTLKO EPYAAELDL

(N mapaBupa) tnc Unity:

File Edt Assets GameOfject Cormponent TdedlUnty Wi

‘G_";‘ns o EU' "L'-'c.r . f'm:mu - E:ijjj 'v['\o“c.on‘aé‘- j'@]‘[}mm - I Lovers -}[m“w. -

# Scene ! == O Inspector aem
fie wrin; PunchCelt =
Matenal ©Sprtes-Defavit ° swaed
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Soctng Layer A0 18 Slosd
Books_of_Speed
= ¥ mapRPOv21
LD | Ed# Collider » Grass
A O ——
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s Trigger v

iy o
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» Celbtiom

o
°
°
_ »
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{ rivronieint
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silPraAspers Fyon ‘:‘ ¥ o Audie Seurce o, Py A
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Outpur Nane (Audis Micer Group) @ EventSystesn
) =) as
& Project 1 e = X -
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| & e it = P TPy e e T T A
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?- Ttems A Assets/Thed2Ungy/Scnpte/Edaor/TledAs
A Black smih's_Manual
i Bocts_of_Speed l«A Assets/Tded2Unay/Sonpts/Edaor/TdedA:
Gauntiets_of_Strength
:m_”“u L) Asseta/ThedZUnRy/Scripte/EdRer/ TdedA:
o heant
Whey L_, Assets,/ Tded2Unaty/Scripty !d'.at’fledlv
L4 1
:.:2 AN Assety/TdedIUngty/Scnpte/ Edder/ TéedA s
N Fupeed |
A Sword_in_stone
W Sword_of_Fire
* 4 other
* WDt =
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AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

To prefab eivow otnv ouvocia 1o blueprint (“koAour”) evoc

QVTIKELUEVOU WE TIC PUBLUOELC KOl TOL OTOLXELDL TIOU ELXE OTAV TO

bTLAEQE KO XPNOLLLOTTIOLETOL YLOL:

= 'Otav BeAovpe vo TIPOCOECOUE EVAL QVTIKELEVO TIOANEC POPEC
Otn OKNVN ME custom PUOLIOEIC KO OTOLXELOL TIOU EXOULE
NPOOBECEL - o€pvoupe To prefab armo to mapdbupo Twv assets
otnv oknvn (r.x. kotefalovpe to ypadko evoc BapeAou, to
npooBetovpe otnv oknvn, oAAaloupe TO peyeBoc, TO
aroBnkevovpe oav prefab kot peta npooBetoupe to prefab tou
BapeAtov otnv oknvn 00eC GopeC BEAOUE, XWPLE va XpeLAlETOoL
kaBe Ppopa va tAANA{ouE TO pEYEDOC).
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AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

=  Otav Beloupe va SNULOUPYNOOULE TO OTLYLLOTUTIO Tou prefab
ueow Kwdwa. (My. Ou eOpol oto moyvid, eivow
artoBnkevopevol w¢ prefabs kot Onpuoupyouvtol Kot T
SLapKeLa Tou TtaxvdLoU LECW TOoU spawning script).

v’ Tags: Ta tags sivol “Tapmélec” mou SnOUPYEL 0 XpAOoTNE TG
ortolec SLvelL o€ KATTOLo avTKelevo. Eival blaitepa xproyua ya
va. BplOKOUUE TO OVTIKEHEVO HEOW KWOWKO KoL VoL TO
QVTLOTOLXIOOUE O KATolol UETOPANTA. ZNUEWVETOL OTL T
QVTLKELUEVAL IITOPOUV va BpeBoUV Kol LECW OVOLLOTOC.
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AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

v" Render Layer: Em\oyr) otov sprite renderer. To eminedo
QTTELKOVIONG €VOC ypadkou. podikd o avwtepo emnimedo
(sorting order) kaAUmtouv autd os kotwtepo. M.x. to devrpa
artoteAouvtal oo duo Stadopetika sprite. O KOPUOC €lval Ot
KOTWTEPO €miredo arto Tov Maiktn Wote va SIVETAL N evTUTwonN
TIWC O TIOUKTNC Elvall UITPOOTA AtO TOV KOPUO Ko Tal GUAAL o€
QVWTEPO EMUTESO QO AWUTOV ylaL Vo OLVETOL N EVTUTIWOoN OTL O
TTOILKTNC Elval TTlow ToUC.

OEOAQPA TPATIANNOTIOYAOY 18
MHXANIKOZ NMAHPO®OPIKHZ & EMIKOINQNIQN



AAAQ oNUOVTLKA EPYAAELDL
(N mapaBupa) tng Unity:

v" Animated Components/Colliders: Méow tou Animation
window ptopoupe va PooBECOULE, Onwe avodEPONKE TLO
TIAVW, METAPBAANOLEVO OTOLXELDL EVOC QVTIKELMEVOU OVAESOL
ota Kap€E touc. Mo rmapadeypa, oto animation emiBeonc tou
raiktn, oto 1o kapg, To omabi kai o collider tou omaBov sival
QTIEVEPYOTIONMEVA. 2T0 OEUTEPO  EVEPYOTIOLOUVTAL, OTal
EMOLIEVOL  METAKIVOUVTOL KOl  OTO  TEAEUTOUO  KOPE
QTTEVEPYOTTOLOUVTOL EQVAL.
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