Zxediaon Stadpactikwy mayvidiwv oto neptBaiiov Unity 3D

Baowkég sloaymyikég évvoreg

To Aoyiopikd Unity vmootnpilet scripts yio Tpoypappaticid maryvidumv otig yAowooeg C++ ko Java. H
AEEN mpoypoppoTiopdg dev mpémel vo "tpopdlel”, piog kot givor apketd €OKOAO Yo TOVG YPNOTES TOV
AOYIGLUKOD VO TPOCAPUOGTOVV GTN] OOUN KO TIC EVIOAEG OTNV AVTIGTOYN YADCGO oV £(OVV KATOVONCEL TO
LUNYOVIGUO dNUIOVPYING Kot EQAPUOYNS TUNHATOV KOJIKN G OVTIKEIIEVO, Kol £XOVV GTO HVOAO TOVG TO TAGVO
AertovpykdTTaG TOV eKdotote mayvidoloy. ‘Evag edypnotog odnydg ekpddnong sivor 1o mepifaiiov CH#
Language Primer Microsoft. Kdmotog mov éxel yVMOOE TPOYPOUUOTIOUOD, UTOPEl TOAD €OKOAM Vo
TPOGOPUOCTEL GTOVE GUVTOKTIKOVG KO YPOUUATIKOVG KOVOVES TG KAOe YA®ooag, KaBdg kot 0Tl dtféotpeg
OLVOPTNOELS LEGH TOV OvTioTO®V PiiAtodnK®Y.

H Baociwkn 10€a tov avTiKeevosTpapons Tpoypapoticpob (object oriented programming) givot mmg Ta
TAPOYOLEVO TPOYPAUUOTO OTOTEAOVVTOL OO JOMIKES LOVADES TOL ovoudlovtatl avTikeipeva, kdbe Eva amd Ta
omoia S1aB€Tel TIg S1KEG TOV 1O1OTNTEC, LETAPANTEG KOl GLUVOPTNOELS, LEGM TOV OTOI®MV UTOPEL VO AAANAETOPA
ue arho ovrikeipeva. Ta avikeipeva (Objects) mpoépyovtor amd kKhdoelg (classes), oniadn dopéc-apyeia to
omoia "dnAmvouv" Ta ¥apaKTNPOTIKA TOVG. X10 TEPPaAlov g Unity 3D, givarl mold gvxoln dwadikacia va
epappootei/cuvoedel kmdwa (script) oe/pe €va avtikeipevo g oknvig pécm tov kovumov Add component
mov Ppioketan kdto de&1d 6To TEPPAALOV epyaciag: o — g e

o Jlpdto emAEYOLUE TO OVTIKEILEVO TNG GKNVIG
010 omoio BEAovpe va epopprocTel To script Ko
HEcm TG epyaielobnkng inspector kdavovpe SCORE: 00
KMk oto wovumi. Then, click on the ‘Add
Component’.

e Emidéyovpe ‘new script’, divovpe éva ovopa
Kol Totdpe to kovumni ‘create and add’.

o Ymmv meployn Assets epopaviletar éva véo
"avtikeipevo-apyeio”, to omoio amoteiel TO
TUUO KOdKa mov dnmpovpyndnke. Kévovrag
OmAd KMK WAV TOVL, WTOPOVUE VO TO
eneEepyacToble HECH TOL  EVOMUATOUEVOV
editor Tov Aoyiopkot Unity 3D



http://msdn.microsoft.com/en-us/library/zkxk2fwf(v%3Dvs.90).aspx
http://msdn.microsoft.com/en-us/library/zkxk2fwf(v%3Dvs.90).aspx
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H dopn evog apyeiov class m.y. yio tov Eleyyo ¢ katdoTaons vyeiog vog maiyt Ba nrov 1 akdAovdn:

using UnityEngine;
public class Mook : MonoBehaviour
{
private float health;
void Start ()

{
health = 100;
}
void Update()
{
if (health > 0)
{
//search for player
//if you encounter the player on the road, kill him
//if you get shot, remove a random amount of health
}
}

}
Ag e€nynoovpe Alyo to eUmAEKOUEVE GTOTYELN:
» using UnityEngine; -H ypouun ooty kabopiler oty yidooo C 0 ypion e
ovykekpiuévneg Prpliobnkns e Unity wov mepiéyer ) "avamapoywyng” tov moiyvioiod".

* public class Mook :  MonoBehaviour - Opiletai o kidon tomov

MonoBehaviour ue to ovoua (“Mook”)

 private float health; -Opilerar puo private perofinti kldong (class variable) n
OTOoL0. UTOPEL Va. YpHouomoInbel LOVo amo T GTOLYEIN EVTOS THS KAGONS

« void Start () - Opileror n "e10kn" uéBodog ‘Start’, omoio tpéyet Uovo o Popa
(othVv apyn 0L TOLYVIOI0D) KI 0vGLaoTIKG KaBopilel TNV KOTAOTAOH EKKIVHONG TOD
TaLyvioloo (T.y. Béoeig aviikeluévay, ypmua povion, KAr)

« void Update() - 44y wa eidikn pébodog, n omoia ouwe eivor n mo Poociky yati
"tpéxel” ovvéyela, oe kabe frame kai eVIOg TWV 0pIiwV THS (0 XYWPOS AVOUECT TTO.
ovuPoia {}) ypopetar o kawdikag mov Ba kabopiler v e&éln tov moryvioiod!

o I -> O1 ypouuéc mov Eexvodv ue owta ta obufola sivor oyoiia, Pondntikd Adyio yio
TOV TPOYPOLUOTIOTH, TO. OTOLO. OUWS ayvoovvial Telelws omd tov Compiler.

Extog and v mopoandveo Pacikn dour, 0 TPOYPOUUOTIOTHS UTOpEl va INADGCEL dkég Tov pebddovug,
dtvovtag Ok TOL OVoUacio Kol ¥PNCOTOIOVTAS HeTaPANTES Tov Ba opicel kot Bo ypnolpomomacet o
id10¢ pe dwkd tov Tpodmo. Elvar onpavtikd va propovpe va katodafaivovpe moteg pébodot kot petafAntég
€lvat ToV AOYIGHIKOD KOl TOEG TPOEPYOVTAL OO TOV TPOYPOLLUATICT-YPNOTH.



http://docs.unity3d.com/Documentation/ScriptReference/MonoBehaviour.html
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Mo mopddetypo N TopaKdTO GLVAPTNON ONAMVETOL Ad TO XPNOTN Kot LVAOTOEL TV Tpodchecr Vo

aplOumv:
public float addTwoNumbers(float a, float b){ return a+b; } Mpwtdétuno cuvdptnong
float result = addTwoNumbers(1,2); KAjon ouvdptnong

myClass instance; float result = instance.addTwoNumbers(1, 2); KAjon ouvdptnong mou
vAomo1nOnke o€ pia GAAn KAdon

Inuovtikd emiong eivo va kotaAdfovpe Tmg av 1 péBodog £xel cuvdeel pe Eva avTiKeEIEVO LE E101KES
1010TNTEG 01 OTO1EC OEV UITOPOVV VOl TPOGTEAAGTOVV atd v Etowun pnébodo/cuvaptnon GameObject ,

tote pmopel va ypnoyoron el n e€educevpuévn néBodog GetComponent:
GetComponent<ParticleSystem>().Play();

[Ipokewévov va mepdoovpe o610 dNUOLPYIKO Koppdtl, og Buounbodue moAl TG epyorelobnkes Tov
neppariovtog Unity 3D.

< Unity Untitled VoxelMayhem PC, Mac & Unux Standalone — On
Fle [dn Acets Comeltyect Compcoert Pudgjo Oculur Window Help

2y doknon ooty Ba viomomBel £va amhd, dadpPacTIKO Taryvidl HETAED LTOAOYIGTI-YPNOTN,KATA TO
omoio dVo pmapeg eEAEYyoL mov aveBokatePaivovv mpoomaovv va avtaAldEovy "umaéc" pe okomd N pio
va TpoAofaiver Tig EMOTPOPES Umddog e dAANG. A&ilel Tov kKOmo va deite oto axodlovbo cvvoeouo Pong,

OGS ALTO TO TOLYVIOL LTOPEL VO KATAOKEVOAOTEL LLE TEXVIKA LEGO, TPOYPAULATILOVTOS £VOL LIKPOEAEYKTN.



http://www.makeuseof.com/tag/how-to-recreate-the-classic-pong-game-using-arduino/

