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Ta avtikeipeva tnc Unity Ko To GTOLXELA TOUG:

Onwc avadepBnKe vwpLtepa, TO OCUVOAO TWV OVTKELUEVWV
(GameObject) mou umapxouv otnv oknNvn €epdavidetal oTo
napaBupo TN LEpapxLac Yo TNV YPNYyopn EVPEON Kol EMeEepyacial
TOUC.

ALOAEYOVTOC EVal QVTIKELLEVO QO TNV LEpapyia, epdavi(ovrol Tt
otolxelot Tou (components) otov Inspector pe Ot €MAOYEC
rnieplhapBavet to kabeva.
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Ta avukeipeva tn¢ Unity Kol Tol CTOLYELA TOUG:
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Ta avtikeipeva tnc Unity Ko ToL GTOLXELA TOUG:

Eval avtikeipevo pmopel var iepleXel TOAOTTAQL OTOLXELD, avaAoyaL
LLE TNV AELTOUPYIKOTNTA TOU. To BACKO OTOLELO KABE AVTIKELLEVOU
elval To “Transform” 1o omolo mep\apavel OAec Tt mMAnpodopleg
TOU OVTIKELUEVOU OE OXEON ME ToV ToroBeoia/Xwpo Tou otnVv oknvn
(LEyeBoC, ouvteTayuEvee, eplotpodn K.a.), N To “Rect Transform”
eav e€ival graphical user interface element (em\oyec in-game,
LLEVOU, OTOTLOTLKQ, Score K.oL.).

O xpNoTNC UITOPEL VOl TIPOCOEOEL OTOLXELOL OE EVOL QVTLKELLEVO OvAl

TIALOOL OTLYLL.
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Ta avtikeipeva tnc Unity Ko ToL GTOLXELA TOUG:

H mow\ia Twv oToLelwv €lvol TIOAU PEYAANn Kal Tiopakatw Ba
avadepBoUV Ta KUPLOL OTOLKELAL:

* Transform/Rect Transform: Onwc¢ Nén avadEpBnke, €ivat to
OTOLXELO XWPOU TOU OVTIKELUEVOU.

* Renderer: IN.x. “sprite renderer”. H Asttoupyia armelkoviong tou
otolxelou (av €xet, SnAadn to av Ba daivetol ) oxL).

*  Physics: Ot €xeL va kavel pe Guoikn Ko puotkouc Vopouc. Avo
Baowa otowelor physics TOU XpNOLWOTOOUVTAL Elval Ta
Colliders2D kot to Rigidbody2D (to 2D oto TEAOC KATTOWWV
OTOWXELWV €lvol arm\A TO OTOLKELO TIPOCAPUOCLIEVO OO TNV
Unity ywa 2D mowyvidiay).
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Ta avtikeipeva tnc Unity Ko ToL GTOLXELA TOUG:

1. Colliders2D: Eva mAaiclo TO oOrolo opilet TV  XWPO
SLOOPAOTIKOTNTAC TOU OVTIKELUEVOU OE OXeon HeE aA\a
oVTIKELPEVAL. YTTOAOYI(EL TNV TIPOOKOAANGCN TWV OVTLIKELLEVWV
(r.x. To €dv €val OVTIKEIUEVO UTTOPEL VO TIEPAOEL LECAL ATTO EVAL
OANO).

2. Colliders2D as triggers: Ta colliders pmopouv emionc va
OpLOTOUV otov Inspector wg triggers, omevepPyomowwvtag Tty
Asttoupylo. PUOLKNC TIPOOKOAANONG, HE HOVO OKOTIO TOV
EVIOTUOMO TOU TIOTE OUO QVTIKELWMEVA €£pyovtol O emodn.
Meow KwOLKA, XPNOLLOTIOOUE OQUTOV TOV EVIOTIOUO YLal Vol
dnuoupynooupe “yeyovota”’ ToU cupfailvouv Otov YIVETOL
auTto. Eva mapadelypa xpnong touc sivol ta colliders tou
TTOULKTN KOl TwV EXOpwv.
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Ta avtikeipeva tnc Unity Ko ToL GTOLXELA TOUG:

Otav €pyovtow oe emadny oto rmauxvid, HECW scripts,
adoatpovpe “health” amo tov naiktn kat otav to health tou
dTaoeL oto MNOEV, O XPrOTNC XAVEL TO TTALXVIOL.

3. Rigidbody2D: H duoikr} urtootaon EVOC QVTLIKELEVOU. AlVEL OTO
QVTIKELPEVO padal Kot UTIOAOVYLZEL TNV Kivnon Tou BAcel GUCLKWV
VOLWV. MEow script LITOPOURE VAL KIVIOOULE VAL OVTIKELUEVO
edpappolovtoc duvaun (pe pa ormAn evtoAn), ebooov E€xel
uado.

* Animator: H Asttoupyla Tou animation Tou oTtoLElov, OTO OmoLo
npooBstovpe tov animation controller mou avtotoel oto
OVTLKELUEVO.

* Audio Source/Listener: To POCOETOULE €AV TO OVTIKELLEVO
elvalL tnyn/6€ktnc nxov.
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Ta avtikeipeva tnc Unity Ko ToL GTOLXELA TOUG:

* Script: To opyelo KEWEVOU YAWOOOC TIPOYPOUUATIOMOU TIOU
TIEPLEXEL TOV KWOWKOL TIoU OpllEL TNV oupmeplbopd TOU, TLC
TIOPOLLETPOUC KOl TNV ETKOWWVIOL TOU HE GANQL QVTLKELEVAL
Otav dnIoupynoouUE eva script TIPETEL VAL TO TIPOCOECOUUE OE
£VOL QLVTIKELEVO YLOL VOL AELTOUPYNOEL.

Layers: Aev €xeL oxeon e 1o render layer. Ta layers sival €va
Xxpnowo epyoleio mou  koBopilouv  Ta  emmedo TNG
OLaOPAOTIKOTNTAC TWV OVIKEWEVWY otnv oknvr. Otav, yua
riapadeypa, ot 6Uo avilkeipeva Bplokovtal o€ OLAPOPETIKO
ertinedo physics ka €xouv kot T Svo Colliders dev ocuykpouovtal
(mepvael to eva peoa oo to aMo). H xprion twv layers dgv o
artapoitnT.
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