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NEPIAHWH

> KOTO¢ NG Mapouoacg SIMWUATLKAG eival va avaAuBeil Brua mpog
BNua n dladikaoia dnuloupyiag evog BivteomaxvidloU arod 1o
OTAdL0 TNC MPOTUTIOTIOINONG HEXPL TNV TEAIKN TOU UAoToinon. 21a
mM\aiola Tng epyaociac avarruxdnke emiong €va TpdldoTaTo
multiplayer racing maixvidl, Tou omoiou €IKOVEG XpnotporoloUvTal
OTO Keipevo yla TNV KaAuTtepn e&nynon Twv otadiwv avamruéng
evoc malxvidlou. H epyaoia xwpiletal oe Tpla TUNMATA.

>TO TIPWTO PMEPOC YiveTal Yia cUVTOMN LOTOPLKY avadpoun otnv
loTopia Twv BvteomalxvidlwV Kal TS auTd €XoUV avartuxTel ue ta
xpovia. Eniong yivetal yia mapouaciaon tTou matxvidioU KaBwg Kat
Hla cUvToun TEpLlypad] TwV MPOYPAUMATWY TIOU XPNOoLUoTIonenKayv
yla Tnv uAoroinon Tou.

>T0 0eUTEPO PEPOG avalUeTal TO TIWG UAOTIOLE(TAL TO KAAAITEXVIKO
KOMUATL EVOG BlvTeomalxvidiou dnAadn n dnuloupyia tpidldotatwy
MOVTEAWV Kal textures. Na Ta povtEAa yiveTal eme€nynon Twv
OlapOpwWV TEXVIKWV TIOU XpPnolJoroloUvTal onuepa yla myv
dnuloupyia Toug Kal Ta BeTIKA N apvnTIKA TNG KABe nebodou. MNa
Ta textures yivetal availuon tTou KABe eidouc texture kKat mwg auta
dnuloupyouvTal e TNV TEXVIKN uv-mapping. H evotnTta KAgivel pe
To 6£ua Tou animation Twv HOVTEAWYV, dNAAdN Mg dnuloupyeital
aAnBodavneg kivnon oe €va HoVTEAO.

>T0 TPITO Kal TEAeUTAlO TUNMA TNG Epyaciac TapouctaleTal
uAoroinon tou matxVvidlou oto epyaieio Unity. Mvetal ektevng
avaAuon oto Twg Xpnotporoleital n Unity, kal g eKueTaAAeveTal
KATIOlOG Ta epyaAeia Kal TIG dlepyaacieg mou Tou Tapéxel. TEAOQ
euBabUvel OTO TIOC XPNOLUOTIOLE(TAL | YAWOOA TPOYPAUMATIONOU
C# ywa va arnodwaoel AeIToUpYLKOTNTA OTO TatXVvidl, aAAd Kal yia va
AuBoUv dladopa poBANUATA TIOU edavioTnkKav oTnyv ropeia
dnuloupyiag Tou.

Molpdaylag-MmodiAiog lwdvvng-AAkivoog \Y



Avarttuén Multiplayer MatxvidioU otnv Unity

ABSTRACT

The aim of this project is to analyse step by step the creation of a video
game, from prototype phase until its creation. The project also includes
the design of a 3-D multiplayer racing game, whose pictures are used
throughout this text, to better explain the phases of design during video
game development. The text is split into three parts.

The first part contains a brief history of video games and how they have
developed over the years. A small presentation of the game and the
programs used to make it is also done.

The second part analyses the artistic parts of a video game like how 3-D
models and textures are made. For 3-D models | briefly review the
different techniques which are used to make them, as well as the
positive and negative aspects of each technique. For textures | analyse
the different kind of textures and how they are created with the uv-
mapping technique. This section ends with the topic of model-animation,
namely, how to give life to an object.

The third and last section of this text is where the game comes together
in the Unity game engine. | do an in depth analysis on how Unity is used
and how someone can utilise the tools and processes that Unity
provides. Finally | go in depth on how you can use C# programming
language to make the game come to life and to solve various problems
which arose during the design process.
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1. EIZAIrQrH

1.1 loTopia Bivreomaixvidinv

To mpwrTo BivreoTTaiyVvidl Bewpeital To <<Tennis For Two>> 10 0TT0I0 dnUIOUPYHONKE TO
1958 atrd Tov Apepikavo @uoikd William Higinbotham yia Tnv ethola ékBeon Tou €Bvikou
epyaocTtnpiou Tou Brookhaven. To traixvidl €ixe TpoAnNBei otnv 086vn £vog
TTaApookoTriou(oscilloscope) kal avatrapioToUuoe £va TTaIxVidl TEVVIG TO OTToio
atreikovigotav ato Ta TAdyia. Mpdkerral yia éva maiyvidl yia dUo TTAIKTEG TTou 0 KaBévag
aTTé AUTOUG EAEYXE TNV YWVia KAl TO TTOTE BA XTUTTAOEI TRV UTTAAA PE Eva TNAEXEIPIOTHPIO.
MapoAo TTou Ta ypa@IKa Tou ATaV TTOAU aT1TAOIKA, €ixe TEpAOTIA TITUXIO OTNV €KBEON Kal
atrédeICe TNV aydTTn TTOU €XEI O KOOHOG YIO TOV OUYKEKPIPEVO TPOTTO Yuxaywyiag. H oTiyun
OTTOU Ta TTAIXVIdIO £dpaIWBNKAV OTO EUPU KOIVO TTAYKOOMiIWG, ATav Thv dekacTia 70°-80° ue
TNV eu@avion Twv arcades aAAd Kal TwV TTPWTWYV OIKIOKWY KOVOOAWV.

\
Eikova 1.1 : To maixvidi Tennis For Two. MNMnyn: wikipedia.org

ZAuepa Ta Bivreottaixvidla £Xouv eEeNIXTEN O€ pIa aTro TIG JEYAAUTEPES BIOPNXAVIES
d1a0KEDAONG MACi PME TOV KIVANATOYPAPO Kal TNV JOUCIKHA. Me To TTEpAcua TWV XPOVWY Kal
TNV €€ENIEN TNG TEXVOAOYIOG KATAPEPVOUV VA AVATIAPIOTOUV OAO KAl TTI0 TTOAUTTAOKQ KOl
EVTUTTWOIAKA YPAPIKA. XOPAKTNPIOTIKO TTAPADEIYUA ATTOTEAEI N TTEPTITN YEVIA KOVOOAWV N
OTTOia ETTETPEWE TNV EUKOAN avaTtapdoTacn TPIoOIA0TATWY ypapIkwy. Méxpl TOTE ol
KOVOOAeG £TTandav KUPIWG TTalxVidla d1IodIG0TATWY YPAPIKWYV EEQITIAC TWV TTEPIOPICUWY
TOug AOyw hardware. Av Kal Ta TTpWTA TPICOIACTATA YPAPIKA NTAV APKETA
<<TETPAYWVIONEVA>>, UE TNV BeATiwon Tou hardware orjuepa, YTTopouuE va
QVOTTAPACTIOOUNE QPKETA PEAANIOTIKA OKNVIKA Kal OVTEAQ OTIG 00OVES HOG.
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Eikova 1.2: H texvoloyikn e§€AIEN TG npwidag Twv maixvidiwv Tomb
Raider ané To 1996 péxpi To 2015. Mnyn: Google Images

ACiCel va onuelwdei 0TI e€ENiCTETAI CUVEXWGS OAOKANPEN N EUTTEIPIA TWV BIVTEOTTAIXVIOIWV KAl
OXI MOVO Ta ypa@IKa. Ta TeAeuTaia dUO XpOvIa yia TTAPAdEIYHA EXOUUE OEi TNV EPPAVION TWV
TTpwTwvV virtual reality headsets. [NpokeITe yia Kpavn TTOU OPAEI OTO KEQAAI TOU O XPrOTNG
T OTTOIO TTEPIEXOUV TPIYUPW MIa EvVidia 0BAvn, n otroia KAAUTTTEI OAOKANPO TO OTITIKO
1edI0 TOoU XpNoTn. Me auTtdv TOV TPOTTO UTTOPEI VO TTPOCOUOIWVEI OAOKANPOUG TEXVNTOUG
KOOPOUG Kal VO UTTEPDEUEI TOV XPNOTN OTI OVTWG BPIOKETAI HEOA O€ AUTOV, YIATi OEV
KOAUTTTEI TTEPIOPIOUEVO KOUUATI TOU OTITIKOU TTEdiOU OTTWG pia TNAEGpaon.

Mia akéua onpavTikr €EENIEN ATaV OTI PE TNV £DPAiWON TOU IVTEPVET Ta TTaIXVidIA
ATTEKTNOAV TTEPICCOTEPA KOIVWVIKA XOPAKTNPIOTIKA. MMAEOV PTTOPEI KATTOI0G Va TTaidel aTTO
TO OTTITI TOU éva TTaIXVidl JE AVTITTAAOUG aTTO OAO TOV KOOUO XWPIG va XpEIAdeTal va
BpiokeTal 010 010 dWPATIO PE aUTOUG ) va poipdleTal pia TNAEGpaaon.

Eikova 1.3: To VR headset Tng Sony. Mnyn:
playstation.com
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1.2 NMapouociaon maixvidiou

To trauyvidl TTou dnuioupynBnke oTa TTAAicIa TNG TTAPOUCAS SITTAWMATIKAG £pyaCiag gival
éva TPIdIACTATO TTAIX VIOl AYWVWY QUTOKIVATWY TTOU TPEXOUV O€ PIO AVWHPOAN TTIoTA £VOG
eEWTIKOU vnolou. lMNepi€xel duo game modes. ‘Eva singleplayer 0To o110i0 0 TTAIKTNG
TTPOOTTaOEl va KAvVEl ToV yUPO TNG TTIOTAG 0€ 600 TO duvaTOV KAAUTEPO XPOVO PTTOPEI, Kal
éva multiplayer mode 0710 0T10i0 PTTOPEI VA TPEEEI £vav AywVa EVAVTIOV EVOS PiIAOU TOU
MEow BIKTUOU. To TTaixVvidl TTPoCTTaBei va atmrodwaoel pia hign peaAioTikwy aAAd kal arcade
oToixeiwv. Evw 1o TTEPIBAANOV TNG TTIOTAG KAl Ta yPA@IKA TOU TTaIXVIOIoU OTTWGS TO VEPO Kal
N EMPAVIOT TWV AUTOKIVITWV €ival apKETA PEAANIOTIKA, TO gameplay Tou Traixvidiou 6TTwG N
Kivnon Kal ol CUYKPOUOEIG TwV QUTOKIVATWY €ival TTIo YeUTIKN Kal Bupidouv ouykpoudueva
01O Aouva TTAPK. ZKOTTOG TOU TTAIKTN €ival va TEPUATIOE! TIPWTOG AKOUA Kal JE aBEUITa péoa
OTTWG YIa TTAPAdEIYUA va pigel TOV AVTITIAAO Tou £Ew atrd Tnv TTioTa. OTav éva autokivnTto
Byei atrd TNV TTioTA TOU TTAIXVIOIOU 1 TTECEI OTO VEPO KATACTPEPETAI KOI LAVAEUPAVICETAI OE
pia TTEPIOXN OITTAQ EKEI TTOU KATAOTPAPNKE YIA VO CUVEXIOEI TOV QyWVA.

1.2.1 XeIpIopog maixvidiou

MNa v Xprion Tou Bacikou Pevou Tou TTaixVIOIoU O XProTNG XPNOIUOTTOIE TO TTOVTIKI YIO VO
KAVEI TNV ETTIAOY TOU.

Katd tnv d1dpKeIa evOg aywva Ta KOUUTTIA TTOU YTTOPEI va TTATACEI O TTAIKTNG €ival Ta €EAG:

* a— ARAwon Tou TTaIKTN WG <<ETOINOG>> WOTE VA EEKIVAOEI O aywvag

* s — Zrapdtnua Tou TTaixvidiou(pause game).

* esc — EmoTpo@r 01O pEVOU O€ TTEPITITWON TTOU TO TTAIXVIidI €ival OTAPATAPEVO(EXEI
TTaTNOEi TTPpONYOUUEVWG TO a).

* enter — EvaAhayn KAuepAg YETALU TOU E0WTEPIKOU KAl TOU EEWTEPIKOU TOU
QUTOKIVATOU.

* spacebar — Drifting Tou auTtokivATOU

* d — AuToKATaOTPOYPN TOU AUTOKIVITOU

* [Mavw BeAdki — 'kad

* Kdtw BeAdki — Ppévo

* ApioTepd/Aei BEAGKI — ZTpO@N) TIOVIOU aploTePd A OeCIG avTioToIXA.

1.2.2 ZknvEg Maixvidiou

Tnv oTIYUN TTOU 0 XPAOTNG QVOIYEl TNV €QAPUOYN EEKIVAEI QUTOUATA N TTPWTN OKNVI) TOU
TTaIXVIOIOU, TO BACIKO PJEVOU. Z€ AUTO PTTOPEI O TTAIKTNG VA DIOAEEEI TNV EKOOXT TOU
TTaIxVvIOIoU TTou B€Ael va TTaigel(singleplayer A multiplayer) kaBwg kai Tnv €1mIAoyn help
OTTOU divovTal O0NYiEG OXETIKA PE TA KOUMTTIA TOU TTaIXVIOIoU. TEAOG uTTdpxel N eTTIAOYN exit
TTOU KAEIVEI TNV £QApPUOYH.

Av o TTaikTnG Kavel KAiK otnv €1TIAoYH singleplayer r} multiplayer 101 @opTwvETAl N OKNVA
TNG TTIOTAG TOU aywva. & TTePITITwon TTou dIAAEEEl TNV eTIAoY singleplayer TOTe ekivael
arreuBeiag n diadikacia TTPOETTIOKOTTNONG TNG TTIOTAG KAI TO TTaIXVidl TTEPIMEVEI ATTO TOV
TTAIKTN VA TTATAOElI TO KOUMTT @ IO va EEKIVAOEL TNV TTEPITITWON Tou multiplayer TTpéTTel
TTPWTA O €vag ATTO TOUG dUO TTAIKTES VA TTATIOEI TO KOUMTTI Host kKal 0 GAAOG TO KouTTi
connect woTe va ouvdeBei o€ auTdv TTou KAvel To host Tou TTaIXVISIOU. ZTNV CUVEXEIQ TO
TTaIxVvidl 0a TepIpével Ewg OTOU Kal Ol BUO TTAIKTEG TTATACOUV TO KOUUTTI a £€T01 WOTE VA YiVEl
n évapén Tou aywva.

H trioTa Tou TTaixvidiou atroteAsital atrd TEcoepa TUAPATA. To TTPWTO €ival TO TUAKA TNG
TTAPAAIag TO OTTOIO TTEPIEXEI TNV YPAPUNA AQETNPIAG. ZTNV CUVEXEIA €ival TO TUAUA TOU
0dooug OTTOU Ol TTAIKTES Ba aVTIMETWTTIOOUV JEVTPA-EUTTOBIA KOl OTTOTONESG OTPOPEG.
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Eikova 1.4: H mapalia kal To 3G00¢ Tou vnoiou.

MapakdTw €pXOVTal AVTIMETWTTOI JE TO TPITO HEPOG TIG “BavaTnPopes” YEQUPEG TIG OTTOIEG
TIPETTEI VA TTPOCEXOUV VIO VA NV TTECOUV OTO VEPO. To TEAEUTAIO PEPOG TNG BIABPOUNAG Eival
N epIoXn SITTAA OTO NPAICTEIO OTO OTTOIO Ol TTAIKTEG UTTOPOUV va BIOAEEOUV EiTE TNV XAUNAR
Oladpoun, TTou Trepvdel ditTAa atd tnv BaAacoa, ) TNV YnAn, TTou TTepvacl ditTAa aTrd 10
Bouvo.

Eikova 1.5: O1 0avaTtngopeg yéPupeg Kal TO TEAEUTAIO THAMA TNG S1IAdPOMNG.

210 multiplayer TTaixvidl o1 2 TTaiKTEG TTPETTEI VA TPECOUV £vav aywva TPIWY YUPWYV KAl AuTOg
TToU Ba TEPUATIOEI TTPWTOG €ival O VIKNTAG. ZTNV TTEPITTITWON Tou singleplayer o TTaikTng
MTTOPEI VA KAVEI O0EG YOPES BEAEI TOV YUPO TNG TTIOTAG WOTE va BEATIWOEI TOV XPAOVO TOU.

1.3 Bpara YAomoinong Maixvidiou
Mapakdtw TTEPIYPAPETAI OE CUVTOMIa N oeIpd PNUATWY TTOU akoAouBnoa yia Tov
oXedlaouo6 Tou TTaIXVvISIoU TTou dnuIoUPYNBNKE oTa TTAQICIA TNG TTAPOUCAS OITTAWMATIKAG.

214010 18wV Kal [NpoTuTroTroinong:

1. Anuioupyia evog prototype Tou traixvidiou ue placeholder art.

ApXIKG dnpIoupyEiTal hIa TTPWTN €KOOOT TOU TTaIXVIOIOU OTAV OTToIa dEV UTTAPYXOUV TA
KQVOVIKA JOVTEAQ aAAG avTi yia auTd XpnoiyoTroiouvTal KUBoI/o@aipeg/KUAIVOPOI TTOU
AvATTaPIOTOUV Ta TTPAYUATIKA JovTéAQ. ETTiong dnuioupyouvTal JEPIKA aTTAQ scripts yia va
TTAPEI hIa 10€a 0 OXEDIAOTAG TTWG Ba OOUAEUEI TO TTAIXVIdI.

2. Avalitnon kai dnuioupyia concept kai reference art.
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2€ auTé 10 O0TAdIO dnUIoUPYRONKav Ta OKIToa Tou TTaIXVIOIOU, Ta oTToia Ba
XPNOIMOTTOINBOUV OTNV CUVEXEIQ 0avV avagpopd yia Tnv dnuioupyia Twv TpIodIAoTaTWYV
MoVvTEAWV Kal TnG TrioTag. ETtiong autd 1o otddio repiAauBdvel Tnv avalrtnon amo 10
OI1adiKTUO 1 ATTO AAAEG TTNYEG €IKOVWY KAl IOEWV Ol OTTOIEG TTOPOUVE £TTIONG va BonBricouv

WG TTNYN EUTTVEUONG il Ava@OpPAG.

Eikéva 1.6: NMpwTo OKiTGO avapopdac Tou vnoiol
mou dnpioupyndnke oto photoshop.

2764010 Zxedlaouou

1. Anuioupyia Twv TPICOIACTATWY HMOVTEAWY TOU TTaIXVISIOU.

MeTaTpoTrr) Twv oXediwV TTOU £yIVAV OTO TTPONYOUNEVO OTABIO O€ TPIOOIACTATA UOVTEAD HE
TNV Xprion Tou Maya kai Tou Zbrush.

2. Anuioupyia Twv upwv(textures) TTou XpNOIUOTTOIOUVE Ta UOVTEAQ.

AvaAoya pE TIG OTITIKEG ATTAITHOEIG TOU KABE JOVTEAOU dnuioupyolvTal Ta KATAAANAQ
texture maps ot1o photoshop.

3. ZxedlaouoOg Twv animations Tou odnyou.

Eicaywyn Kivnong o1o JovTEAO TOu 0dnyou Kal Tou TIJoviou JE TRV Xprjon Tou skeletal
animation oto Maya.

210010 YAotroinong otnv Unity

1. Zxedloopog Tou terrain.

2X€01a0NOG TOou Baaikou vnaoiou e Tnv terrain engine Tng Unity.

2. Eicaywyn JovTéAwv oTny TTioTa.

KatdAAnAn TotmoB€tnon Tou KABe povtéAou TTvw oTnv TTioTA.

3. TMpoypapuatiopdés Twy dIapopwyV AEITOUPYIWV.

Anpioupyia aAAnAeTTiOpaong aTto Traixvidl Ye Tnv dnuioupyia scripts o€ yAwooa C#.
OAa 1a Tapatravw BAPaTa Ba avaluBouve o€ BABOG OTa £TTOPEVA KEQAAAIQ.

1.4 NepiAnyn MNpoypapuaTwyv

MNa Tnv dnuioupyia Tou TEAIKOU TTaixVvIdIoU XpnoipoTroinonkav didgopa oxedI0OoTIKG Kal
TIPOYPOUMATIOTNKA £pyaAEia Ta oTToia TTEPIYPAPOVTAI TTAPAKATW:

Motpaylag-Mrnogiiiog lwavvng-AAkivoog
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1.4.1 Autodesk Maya

To Maya eivail éva TTpoypapua 1pIdIA0TATOU HOVTEAIOPOU Kal animation. Eival TToAU
O100ed0opEVO aTNV Blounxavia Twv BIVTEOTTAIXVIOIWVY Kal TOU KivnuaTtoypdgou. MNMépa atrd
TNV dnuIoupyia TPICBIACTATWY POVTEAWYV Kal animation YTTopEi va TTpocopoIwaEl dIAQopa
PEANIOTIKA EQPE OTTWG VEPO KAl QWTIA.

1.4.2 Zbrush

®riaypévo atréd Tnv Pixologic, 1o Zbrush givail éva Tpoypappa TpIodIAoTATNG YAUTITIKAG UE
TO OTTOIO PTTOPEI 0 XPAOTNG va dnuioupynoel TpiodidoTaTta PovTéAa. H Baoikr Tou diagopd
pe To Autodesk Maya €ival 611 To Zbrush TTpooTTaB¢ei va TTPOCOUOIWCEI PIT EUTTEIPIA TTIO
KOVTA OTNV TTapadoaiaKr) YAUTITIKA yIa QuTO KAl CUXVA TO TTPOTIJOUVE OXEDIAOTEG UE
AIyOTEPN EPTTEIPIO OTOUG UTTOAOYIOTEG KAI TTEPICCOTEPN EPTTEIPIA OTIG TTAPADOCIOKEG TEXVEG
OTTWG {WypaIkr Kal YAUTTTIKA. Mia akoua onuavTiky duvatdtnTd Tou TTou
XpnoigoTtroIndnke gival 1o texture painting 1o otoio €ivail n diadikacia pe TNV otroia BAgel
KATTOIOG T HOVTEAA TA OTTOI dNMUIOUPYNOE.

1.4.3 Adobe Photoshop
‘Eva TTpOypapua €TTECEPYATiag EIKOVAG. XPNOIUOTTIOINBNKE KUPIWG yIa TNV €TTECEPYATia Kal
TNV 016pBwon Twv textures TWV PHOVTEAWV.

1.4.4 Unity

H Unity €ival yia dwpedv pnxavr) Ypo@IiKwy TToU XPNOIKOTIOIEITAI YIa TNV dnuioupyia
TTAIXVISIWYV YIA UTTOAOYIOTEG, KOVOOAEG KIVNTA Kal 1I0TOOEAIBES. H TTpwTn TNG €kdoon PyAKe
10 2005 ka1 o116 TOTE KABE XPOVO Byaivouv VEEG EKOOOEIG KAI TIPOCOETOVTAI CUVEXEID VEEG
duvarotnteg. H Unity gival KatdAANAn 1600 yia Tnv dnuioupyia TpIodIGoTATWY 600 KAl
O1001a0TATWY TTAIXVIOIWY. H peydAn duvapn TG EYKEITAI OTNV EUKOAIQ va dnUIOUPYACEIS
€va TTaIxVidl Jia @opd Kal va TO TPEEEIG EUKOAQ O€ OTTola KOVOOAQ ) UTTOAOYIOTH BEAEIG.

1.4.5 Visual Studio 2015

To visual studio Tng microsoft eival éva IDE(Integrated Development Environment) yia Tnv
ypriyopn Kai eUKOAN ouyypaen kwdika. Baolkd oToixeio Tou visual studio €ivail 1o
intellisense cuoTnuUa TO OTTOIO ETTITAXUVEI TNV BIADIKACIA TOU TTPOYPAUKATIONOU. AUuTO TO
TTETUXAIVEI EAEYXOVTAG TO KEIPEVO TTOU £XEI NON YPAWEI O TIPOYPAUMATIOTHG KAl
dlopBwvovTag opboypa@ikd AdOn f divovTag TTPOTACEIS YIA TO TTWG VA OAOKANPWOE pia
EVTOAN TOU KWAIKA.

FinalLapText = GameObject. Fnlln

=T

GameObject GameObject.Find(string name) M Find -
Finds a GameObject by name and returns it. @ FindGameObjectsWithTag

@ FindGameObjectWithTag
FindObjectOfType
FindObjectOfType<>
FindObjectsOfType
FindObjectsOfType<>
FindObjectsOfTypeAll
FindObjectsOfTypelncludingAssets v

[
00000

Eik6va 1.7: To oloTtnua intellisense npoTteivel Kai eEnyei TRV ouvéxeia Tou
KWJIKO.
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2. AHMIOYPTIA ZTOIXEIQN MAIXNIAIOY (GAME ASSETS)

2.1 Eicaywyn

Ma tnv dnuioupyia otroloudnTroTe BivreoTraixvidioU XpeiddovTal Ta KATAAANAQ oxedIAOTIKA
epyaleia Ta otroia Ba dnuioupycouv autd TTou Ba BAETTEI 0 XPOTNG. ZNMEPA UTTAPXOUV
TTOAAG TTpOYPAMPATA TTOU EEUTTAPETOUV TOV OKOTTO aUTO, atrd dWPEAV avoIXToU AOYIOUIKOU
OTTWG TO Blender, péxpl kai 1o eTTayyeApaTikéG TTpoTAoElg OTTwG To Autodesk Maya. lNa
TNV dnUIoupYia EVOG OAOKANPWHEVOU OTOIXEIOU XPNOIUOTIOIEITAI CUXVA O CUVOUAO UGG
S1aQOPWV TTPOYPAUMATWY ALIOTTOIWVTAG TIG BUVATOTNTEG TOU KABE TTPOYPANKATOG.

2.2 BApaTa dnuioupyiac HOVTEAOU

2.2.1 Anpioupyia mAéypaTtog(mesh)

O truprivag Tou KABe povTéAou gival To TTAEypa Tou. ‘Eva mesh atmoteAeital atrd Tig
Kopu@ég(vertices), TiG akuég (edges) kai TIG TTAeupEG (faces). Ooo 1110 TTOANEG TTAEUPEG EXEI
éva mesh 1600 1110 TTOAUTTAOKN AETTTOUEPEIQ UTTOPEI VO AvaATIAPACTHOEI KAl TOOO
TTEPICOOTEPO XPOVO Ba XPEIAOTEI yIa VO EUPAVIOTEI TNV 0046V

Eikova 2.1: To mMAéyua TOU QUTOKIVITOU

2.2.2 Anpioupyia UV xaptn(UV-mapping)

AQOoU £xoupe dnuioupynoel To Baaikd TTAEYUa TOU HOVTEAOU PG TTPETTEN UOTEPQ VA
onuIoupyhooupe pia d1IodIAoTATN avaTTapdoTacn Tou. AuTo yiveTal e pia dladikaagia TTou
Aéyetal UV-xaptoypaenon(UV-mapping). AutA n diodidoTarn avatrapdoTtacn Oa
XpPnoiyotroinBei oTnv ouvéxeia yia va dwoei uer(texture) oto povTéAo pag aAAd Kai yia
AAAEG OTTTIKEG TOU BEATIWOEIG.
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2.2.3 Anygioupyia upwv(texture maps)

TEAOG a@oU €xoupe TO HOVTEAO Kal To UV-map €1o1uo, To TeAeuTaio BAa gival n dnuioupyia
TWV XOPTWV UPWV. Avaloya e TO TTIBUPNTO TEAIKO OTITIKO OTTOTEAECPA UTTAPXEI £vaG
TEPACTIOC apPIBPOGS €1dwV texture maps.

2.3 Aiadikaoia povrelomoinong

0Oc¢ diadikaoia povreAotToinong opiletal n dnuioupyia Tou TTAEYUATOG TOU JOVTEAOU HAG.
Méxpr kail TiIg apxEg Tou 2000 £vag rTav o TPOTTOG PE TOV OTToIOV OAOI Ol OXEDIAOTEG
@TIAXVaV TplodIdoTaTa povTéEAa Kal auTdg Asydtav box-modelling. Ta TeAeuTaia xpdvia, ue
TNV duvaTOTNTA TTAEOV TWV UTTOAOYIOTWY VA PTTOPOUV VA ETTECEPYACTOUV TTAEYUOTA E
EKATOMMUPIO TTOAUYOVA EPPAVIOTNKE KA PIa OEUTEPN TEXVIKA, N TPIOdIACTATN YAUTITIK(3-d
sculpting). ZApepa xpnoIhoTToIoUVTal Kal 01 U0 TEXVIKEG EEICOU Kal €ival OTO XEPI TOU
oxedlaoTA va BIOAEEEl TTOIG TTPOTIUAEL.

2.3.1 Box modelling

21nv péBodo box modelling o oxediaoThg ekivael atrd éva TTOAU aTTAG mesh (ouvhBwg
évav KUBo) kal atrd Tov atrAd KUPBo, EwbwvTag Kal UTTOdIAIPWVTAG TIG TTAEUPEG TOU
ONMIOUPYEI TNV YEVIKA HOoP®r TOU JovTéEAOU TTou B€AEI va dnuioupyroel. To KaAd ue TNV
TEXVIKI auTr €ival OTI divel aTOV OXEDIAOTH) TTEPICOOTEPO EAEYXO KATA TNV dnuIoupyia Tou
MOVTEAOU HIOG KAl AUTOG €ival TTOU EAEYXEI TO TTOOEG Ba gival oI TEAIKEG TTAEUPEG TOU
MovTéAou. To PeIOVEKTNUA TNG €ival OTI ival TTIO XPOVOoROPOo Kal 1110 SUCKOAO av Beg va
ONUIOUPYNOEIG HOVTEAD PE W KUBIKN Hop®n, OTTWG yia TTapadelyua avlpwttépoppa
MOVTEAQ.

Eikova 2.2: Aiadikacia Box Modelling MnyR: www.turx.com

2.3.2 3-D Sculpting

H péBodog TpiodidoTaTng YAUTITIKNG Ba YTTopoucape va TToupe OTl gival To avAatTtodo atrod
10 box modelling. Edw o xpnoTtng &ekivael atrd pia TTOAUTTAOKN U@r PE XIANIADES TTAEUPEG
atrd TNV apxn(Tr.X. Mo o@aipa pe TTOAEG akpEG). OTTwg TTpoideddel To OVOUA TNG N TEXVIKN
auTr Bupicel TTOAU TTapadooiakn YAUTITIKN YIOTi 0 XprioTng hE d1agopa epyaAcia TTAGBEI Eva
TPIBIACTATO PHOVTENO. Z€ AUTH TNV TEXVIKN 0 OXEOIAOTAG OeV £xel oXeOOV KABOAoU EAeyx0o
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OTOV TEAIKO APIOPO TWV OKPWYV TOU HOVTEAOU AAAG £XEI TTIO YPHyopa £va OPOPEPO OTTTIKO
ATTOTEAECUA.

Eikova 2.3: MAEypa TOTEY e 126976 TAEUPEG

To BaOIKO PEIOVEKTNMA AUTAG TNG TEXVIKAG €ival 0TI €TTEIOA TO TEAIKO TTAEypa Ba eival
UTTEPPOAIKA TTOAUTTAOKO HE TTOAAEG XIANIADEG TTAEUPEG, O1 OTTOIEG Ba TTPETTEI UOTEPA VO
MEIWBOUV, WOTE Va PTTOPEI Va XpNoIYoTToinBei oTo TTaixVidl rj o€ dANo TTpOypaupa. AuTr n
TEXVIKA AéyeTal retopology Kal autd TTou KAVEl 0 XPoTNnG €ival oTnv ouadia va oxediddel
TETPAYWVAKIA TTAVW OTO ON TTOAUTTAOKO TTAEYUQ TTOU £XEI DNPIOUPYNOEI TA OTTOI QUTA TA
TETPAYWVAKIO OTO TEAOG Ba dNIOUPYOOUV £va aTTAOUCTEPO TTAEY Q.

Eikova 2.4: Epapuolwvrag retopology oTo moAUMAOKO MAEYHA
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2.4 Aladikaoia UV-mapping

MNa TNV dnuioupyia TNG TEAIKAG EMPAVIONG TWV PMOVTEAWV POG Ba TTPETTEI va TOTTOBETNOEI
Tévw Toug pia uen (texture). Ta textures eival d10d0IGCTATEG EIKOVES KOl a®oU BEAoUUE va
TO TOTTOBETACOUKE TTAVW O€ £va TPIOIACTATO JOVTEAO Ba TTPETTEI TTPWTA VA
OnNUIOUPYNOOUNE évav <<XAPTN>> 0 OTT0I0G Ba A€l TNV PNXavr YPAQIKWY Pag TTou va
TOoTTO0eTACEI TO KABE pixel TNG UPAG TTAVW OTO PoVTEND. O <<xApPTNG>> auTodG AéyeTan UV-
map Kal 0TTw¢g TTpoava@épinke n diadikacia ovopaletal UV-Mapping. A@ou
onuioupynooupe 1o UV-map 10 XpNOoIJOTTOIOUKE CAaV YVWHOVA Yid TNV dnuioupyia Twv
d1a@épwyv texture maps 1Tou Ba pag xpelaoTouy.

Eikova 2.5: Aladikacia UV-mapping. Mnyn: http:/brokenverts.com

Av kal £xouv avaTrtuxBei aAyopiBuol yia Tnv autopartn dnuioupyia evog UV-map akéua kai
OnueEPa TTPOTIUATAI TO va dnuioupynBouv atrd Tov idIo Tov XprjoTn. AKoAouBouve ol
BaoikdTepol Adyol yia TOUG OTToiIoUG CUUBAiIVEl AUTO:

2.4.1 M€yioTtn ekpeTaAAeuon Twv pixels Tou UV-MAP

OT1av o xpriotng dnpioupyei o idlog Ta UV-maps £xel Tov TTANPN EAEYX0 TWV ONUEIWY TNG
u@nG oTo oTToio Ba dwael Eupacn. MNa TTapddelypa av UTTApXEl Eva JOVTEAO OTO TTailyVidl
OTO OTT0i0 Ba PaiveTal HOvo N UTTPOCTIVA TTAEUpd Ba gival GUVETO auTr) n TTAEUPA va TTIAVEI
TEPIOTOTEPO XWPO 0T0 UV-map woTe va BEATIWOEI TO OTITIKO TNG aTToTéAETa. TNa
TTOPAdEIYUQ OTO TOTEW TTOU XPNOIMOTTOINBNKE aTo TTauyVvidl n TTévw Kal N KATw TTAEUpd TTou
Oev @aivovTal oxedOV TTOTE KATA TNV JIAPKEIA TOU TTAIXVIOIOU TTIAVOUV EAAXIOTO XWPO OTO
UV-map O1TTw¢ gaiveTal Kkai otnv IkOva.

Eikova 2.6: UV-map ToTép
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2.4.2 EmAoyn TwV onueiwv Xwpiogou Tou UV-map

IMoAAEG @opég Bev gival eQIKTO 1 dev cUP@EPEI OAO TO UV-map
va gival éva evviaio KOPUATI(OTTWG OTO TTAPABEIYUA PE TOV
KUBO0). Z& auTég TIg TepImTTwoelg To UV-map xwpiletal o€
TUAMATA Ta oTToia ovopddovTal <<kéAnen>> (UV-shells). H
emAoyn autwy Twv UV-shells €xel onuacia yiati ota onueia
TTou XwpicovTtal Ta shells (ta UV-borders) av autd dev €xouv
EMAEXTEI CWOTA PTTOPEI Va dnuioupynBouv TTpoBAANaTA OTTWG
oTnv €ikéva. MNa va unv dnuioupyouvTal TETOIQ TTPORARKATA
TTPETTEI 0 OXEDINOTAG Va eTTIAEYEl WG UV-borders onueia ta
oTroia dev @aivovTal ; TOUAGXIoTOV eV QaivovTal Cuxva

oTov XpAoTN.

Eixéva 2.7: Kakri emAoyri
UV-border.

2.4.3 Anpioupyia mo opaAot UV-map

OTav o uttoAoyIoThS dnuioupyei To dIKG Tou UV-map cuvriBwg Ba dnuioupyei UV-borders
o€ Tuxaia onueia kai n TeAIKN €ikOva dgv Ba gival <<euavdyvwaoTn>> aTov TEAIKO XproTn
OTTWG PaiveTAl KAl OTNV €IKOVA:

MNa va eAéygoupe 611 To UV-map pag gival opald kal cwoTd JTTOpoUpE va BANOUME Pia ugn
okakiépag(checkerboard texture) oto povréAo pag. ©@a TTPETTEI TO JOVTEAO Pag va
atroTeAEiTal a1Td 600 TO dUVATOV YiveTal OHAASTEPA PIKPA TETPAYWVA. 2€ ONUEIa TTOU
UTTAPXOUV TTOPANOPPWOEIG Kal Ta TETPAYwWVA KOBwvTaAl 1} £Xouv dlacTpeBAwWBEI onuaivel oTI
gival rpoBAnuatikd To UV-map ekei Tépa.

Eikova 2.8: MeTtaTporm autépatou UV-
map(apioTepd) oTo TEAIKO suavayvwoTo(d&id)

2.5 Anpioupyia ugpwv(texturing)

A@ouU éxoupe dnuioupynoel éva opald kal euavayvwoTto UV-map yia 1o yovtéAo pag npbe
N wpPa va dNPIOUPYACOUE TIG UPEG O1 OTTOIEG Ba TOU dLOOoUV TNV TEAIKH Tou gu@avion. lMNa
TNV dNUIOUPYIa QUTWY TWV UPWV UTTOPEI va XPNOIKMOTToINBE OTTOI0dNTTOTE TTPOYPANKA
{wypaPIKAG OTO OTTOI0 UTTOPOUNE Va {wypaPicoupe Ta textures XpnoIUOTTOIWVTAG WG
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yvwuova 1o UV-map. AkoAouBouv Ta €idn Twv texture maps 1Tou XpnoipoTroiénkav oT1o
TTaIX Vil

2.5.1 Albedo Map

H ouykekpipévn uen cival pia RGB eikdva n otroia Ba dwaoel To Bacikd Xpwua 0To
MOVTENO. TEpa TWV TPIWV XPWHATIKWY KAVAAIWY (KOKKIVO, KITPIVO, UTTAE) UTTOPEI va
xpnoigotroinBei éva emTAéov alpha channel To oTToio XpnoiyoTroisital yia va aAA&Eel TRV
dlagpavela Tou povTéAou(yia TTapadelypa yia Ta T(APIa TOU QUTOKIVITOU).

Eikova 2.9: Albedo Map Tou ToTép

2.5.2 Normal Map

Ta normal maps cival pia u@r n otroia dnuioupyei TNV YPeudaiodbnon TNG TTOAUTTAOKOTNTAG
o€ éva 3d JOVTEAO XWPIG OPWGS QUTH VA UTTAPXEI EKEI TNV TTPAYUATIKOTNTA. OTTWG £XEI
TTPOaVOQEPBEI 60EC TTEPIOCTOTEPES TTAEUPEG £XEI £va TPIBIAOTATO POVTEAO TOCO TTIO Bapu
Ba €ival yia Tov UTTOAOYIOTH va TO gu@avioel otnv 08ovn. Mia pepiki AUon o€ auTo TO
TTPORANUa gival Ta normal maps Ta oTToia auTd TTOU KAVOUV 0TV ouaia gival va
dnuioupyouv TNV weudaioBnon Tou BABouUG o€ KATToIa JOVTEAD XWPIG OUWGS va UTTApXOouV
TTPAYMATIKA TTAEUPEG OTO PJOVTEANO eKEQ. Na TTapadelyua oTig pOdEG TOU AUTOKIVITOU YIA VO
onuIoupynBei n weudaiocbnon o1 uTTdpYouV Ta BaBouAwpaTta avti va dnuioupyouvTal
EKATOVTAOEG ETTITTAEOV UIKPEG TTAEUPEG HECA OTIG POOEG ATTAQ XPNOIKOTIoIoUE £va normal
map OTTwWG BAETTOUPE KAl OTNV TTAPOKATW EIKOVA.
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Eik6va 2.10: Evw To TAEypa sival amAoé 6nwe ¢paiveTal anoé To yaAalio nepiypappa(apiotrepd)
utidpxel n Yeudaiobnon Tou BaBoug pe TRV XpAon Tou normal map (d£&14)

2.5.3 Ambient Occlusion Map

H ouykekpigévn uen €ival pia eiIkova uovo e aTToXpwOoElG Tou yKpi(greyscale image) n
otroia divel TNV Yeudaiobnon TnG okidg ota BaBouAwparta Tou povréAou. Ooo TTI0 OKOTEIVA
gival Ta pixel oTnv €Ikdva TOG0 AyOTEPO PWG Ba TTEPTEI OTNV AVTIOTOIXN TTEPIOXN TOU
MovTéAoU aTTd TO CUCTNUA QWTICHOU TNG KNXAVAS YPAPIKWV.

T T AT

- /

Eikova 2.11: H eikdva Tou Ambient Occlusion Texture
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Eikova 2.12: TOVIOHOG OTNV OKIA TwV SOVTIMV TOU TOTEM TIPIV KAl META TRV XpAon Ambient
Occlusion map.

2.5.4 Emission Map

Ta emission maps XpNOIUMOTTIOIOUVTAI VIO VO KAVOUV CUYKEKPIYEVA PEPN TOU POVTEAOU VO
eKTTEPTTIOUV QWTIOPO. Oco Mo doTrpo eival éva pixel Tou texture TG00 TTI0 TTOAU QWG Ba
EKTTEPTTEL. ETTIONG N OUYKEKPIPEVN UPNA OEXETAI KAI XPUWHATA YIA VO TIPOCOUOIWOEI GWTA
MEYAANG YKANOG XpwHATWV. Eival 1diaiTepa Xproiun yia 1a Tiow QwTa TOU AQUTOKIVATOU TO
OTToIa £XOUV TTPOYPAPMATIOTEN £TO1 WOTE OTAV O XPAOTNG TTATAEI TO KATW BEAAKI yia va
PPEVAPEI TO auToKivnTo, Va aAAACEl TO texture Tou emission Kal va TO KAVElI ATTO JAUpo
AOoTTPO £TO1 WOTE VA APXIOOUV VA EKTTEUTTOUV PUIG.

Eikova 2.13: ApioTepd To emission texture gival palpo kal d£&1d KOKKIVO.

Motpaylag-Mrnogiiiog lwavvng-AAkivoog
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5.5.5 Transparency Map

H uopn diagdaveiag (transparency map) gival XprioIun o€ TTEPITITWOEIG TTOU BEAOUNE KATTOIO
KOMMATI TOU JOVTEAOU va gival d1aQavES €iTe EPIKWG €iTE TEAEIWG. MNa TTapadeypa otnv
U@r TOU CWHATOG TOU QUTOKIVATOU TO KOUMATI Twv T{apiwv €xel Trepitrou 20% diagdveia
evw 10 UTTOAOITTO 100%. Me auTdv Tov TPAOTTO dnuIoupyEiTE N Yeudaiobnon Tng dlapaveiag
ToU T{aMIOU Kal UTTOPEl 0 00NYOG va BAETTEl £6w aTTd TO auToKivnTo. MNa TV dnuioupyia TNG
UQNG dIapAavelag Oev XPNOIUOTIOIEITE ETTITTAEOV UQT] OTTWG OTIG TTAPATTAVW OAAG
XPNOIMOTIOIEITE Eva TTAPATTAVW KAVAAI TTEPAV TOU KOKKIVOU-UTTAE-TTpAaIVou oTo albedo

map. Ovouddloupue 10 KavaAl GAga-kavaAi(alpha channel) kai ekeivo avaAoya pe Tnv évraon

TWV pixels TTavw Tou opidel TRV dIAPAVEIX TWV AVTIOTOIXWVY TTEPIOXWY Tou PovTéAou. Ooo
MO Paupo gival TOoO TTI0 diapavig Ba gival n MQAvEIQ.

Eik6va 2.14: Ta T{AMIa TOU GUTOKIVATOU Kal Ta
KavaAia XpwpaTog TNG UG padi Me To Kavaai
aAoa.

Motpaylag-Mrnogiiiog lwavvng-AAkivoog
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2.6 Animation

MoAAEC @opéc BEAOUUE Ta TPICOIAOTATA HOVTEAA VO KAVOUV TTOAUTTAOKEG KIVAOEIG KATA TNV
d1dpkela Tou Traixvidlou, OTTWG OTNV TTEPITITWON PAG Ta XEPIa Tou 0dnyou va oTpiouv padi
ME TO TINOVI OTav To auTokivnTo oTPiREl. H @iAocogia Tou TpididoTaTou animation dev
Sla@épel TTOAU aTTd TO TTapadooiakd animation TTou XPNOIYOTIOIEITAI O€ TAIVIEG KIVOUUEVWV
oxediwv. Kar €édw n Aoyikn gival va dnuioupyndouv oTiyhIOGTUTIO OTOV XPOVO HE
OIAPOPETIKEG KATAOTACEIG TOU HOVTEAOU OI OTTOIEG AV TTAIXTOUV UOTEPA OE CUVEXEIQ,
TPoodidouv {wvtdvia o€ auTto. MNa Tnv dnuioupyia Tou animation Tou odnyou
Xpnoiyotroindnke 1o Tpoypaupa Autodesk Maya kai akoAouBouv Ta BripgaTa yia TNV
dnuioupyia Tou TEAIKOU aTTOTEAECUATOG.

2.6.1. Anpioupyia skeleton

MNa va dnuioupyroouue aAnBogavr animations oTov XapaKTAPQ TTPWTA TTPETTEI VA
dnuioupyrnooupue Evav oKEAETO e BAan Tov otroiov Ba KiveiTal. O OKeAETOG OTTWG Kal 0TNV
TTPAYMATIKOTNTA ATTOTEAEITAI OTTO APBPWOEIS Kal KOKKAAA. To KabBéva atrd autd gival
UTTEUBUVO OTO Va KIVEI Ta onuEia Tou JovTéAoU TTou BpiokovTtal yUpw aTrd auTd. KouvwvTag
Kal yupiovtag AoITTov TIG apBpwoEIg Kal Ta KOKKAAQ UTTopei 0 oxedlaoTng va
AVOTTAPACTIOEl TTOAUTTAOKEG QVOPWTTIVEG KIVIOEIG.

Eikova 2.15: O okeAeTOG TOU 0dnyou
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‘Eva akéun Baoikd XapakTnPIoTIKO TOu OKEAETOU gival
TO IEPAPXIKO TOU ouoTnua. KaBe OKEAETOG atToTeAEITaI
atrd TNV apBpwan-pifa(root joint) kal ammd Ta TaIdIA-
apBpwoceig(child-joints). OTtav o oxedlaoTig aAAdlel TRV
TTEPIOTPOP ] TNV TOTTOBETIa EVOG yovéa-
apBpwang(parent joint), 10T eTTNPEGlOVTAI PE TOV idDI10
TPOTTO Kal Ta TTaIdId-apBpwaoelg Tou. YTTapxouv duo
TEXVIKEG yIa TNV dnuioupyia TNG Kivnong Tou
OUCTHUATOG OKEAETOU, N TTPOG TA PTTPOG
Kivnuartikr(forward kinematics) kai n TTpog Ta TTicw
Kivnuartikr(inverse kinematics).

Eikova 2.16: H lepapyeia Tou
okeleToU

21NV TTPOG TA EUTTPOG KIVNUATIKY) O OXEDIOOTAG MTTOPEI va €TTNPEACEI TNV KABE GpBpwon
EEXWPIOTA Kal va atrodwaoel TNV €mOuunTr TTOJa OTOV XOPAKTAPA. ZEKIVWVTAG TTAVTA OTTO
TNV PiCa TOU OKEAETOU KAl HETAKIVOUUEVOG TTPOG Ta QUAAQ TNG 1EPAPXIOAG O OXEDIAOTAG
eTnPeddel cuvrnBwg To rotation Twv apBpwaoewv Kai I 1o transform. Otav eTnpedleTal To
transform piag GpBpwaong 161 peyaAwvel TO KOKKAAO PETAEU QUTAG Kal TOU YOVEQ TNG Kal
QAUTO €XEl WG ATTOTEAEOHUA VA PJEYAAWVEI KAl EKEIVO TO KOYPATI TOU OWHATOG OTTOTE N aAAayn
Tou transform dev xpnoiyotroicital cuyxva. BAéTToupe éva TETOI0 TTAPAdEIYUaA OTNV
TTOPAKATW €IKOVA.

Eikova X: NMapapdpdwon modiou

IMOAAEG @OpPEG XpnaoilyoTToIEiTaI KOl hIa EVOAANOKTIKI TEXVIKA N Inverse Kinematics. € autr)
TNV TEXVIKA 0 XPAOTNG dnuioupyei évav HoxAo (IK handle) petagu 2 r} repiocdTeEpwv
apOPWOEWYV KAl KOUVWVTAG AUTO TOV HOXAO TO TTPOYPaUMa uTToAoyiCel atTd Jovo Tou TTou
Ba TTpéTTel va BpioKovTal Kal TTWG TTPETTEI VA OTPEPOVTAI 01 EVOIAUETES apBpwaElS. AuTO
Qivel TO TTAEOVEKTNMA TNG TaXUTNTAG OTOV OXEDIACTH WOTE VA PNV XPEIACeTal va aAAACEl O
id10¢ TO KABE joint EexwpIOTA.
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Eikova 2.18: Kivhon Tou IK Handle mou ennpeadel Tnv maAdui HEXPI TOV WHO.

2.6.2 Anpioupyia KapE-KAEISIOV

AQoU éxel dnuioupynBei 0 OKEAETOG TOU HOVTEAOU POG ETTOPEVO BrPa yia TNV dnuioupyia
Tou TeAIKOU animation eival va dnuioupyriooupe Ta KatdAAnAa kapé-kAeidid(keyframes)
woTe va dnuioupynBei n emBupNTA Kivnon. MNa va 10 KAVoupe autd KOUVAUE Kal YUPICOUNE
oTadiokd TIG apBpwaoelg Kal Toug IK poxAoUg Tou XapaKTrpa Kal yia Ka0s aAayr TTou
Kavoupe BEToupe Kal €éva keyframe otnv ouykekpipévn aAAayr). AQoU BAAOUNE QPKETA
keyframes woTe va dnuioupynBei pia evdlapépouca Kal oJaAr Kivnon 1o animation ivai
£TOIMO.
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3. ZXEAIAZMOZ MNAIXNIAIOY

2TNV CUVEXEIQ TTEPIYPAPETAI N TTOPEIQ AVATITUENG Tou TTauXVISIoU oTnv Unty.

3.1 NepiBalrov epyaoiag Unity

To Baoikd epIBaAAov epyaciag Tng Unity atroteAcital atmé 5 mapdbupa.

-To TTapdBbupo oknVAG(scene) OTO OTTOI0 UTTOPOUUE VO UETAKIVNBOUUE Kal va dOUUE
OAGKANPO TOV KOOHO TOU TTaIXVIOIOU.

-To TTapdBupo Inspector GTO OTTOI0 PTTOPOUNE VA TTAPOUNE TTANPOYPOPIES VI TO HOVTEAO
TTOU €XOUME ETTIAECEI TNV OUYKEKPIYEVN OTIVHI.

-To TTapaBupo iepapxeiag(hirierarchy) 6trou @aivovtal OAa Ta JovTEAA/XOI/EQPE TTOU
Exoupue BAAEI OTNV TTIOTA HOG O€ 1EPAPXIKT dOUN.

-To TTapdBupo project oTo OTTOIO €ival aTTOONKEUUEVA T OTOIXEIO TOU TTaIXVISIoU(game
assets) TTou €xoupe dNUIOUPYNOEL.

-To TTapdBupo TTaixvidiou(game) OTO OTT0I0 ITTOPOUNE VA TPEEOUNE TO TTAIXVIOI.

Av kal uttdpxouv TTOAAG TTEpIoCOTEPA TTAPABupa OTTWGS Ba doUNE Kal TTAPAKATW, AUTA TA
TTEVTE €ival QUTA TTOU XPNOIKOTTOIOUVTAl TTEPICOOTEPO.

@ Unity Personal (6461 - - Final - PC, Mac &1L I8 - 8 x
Fle Edt Assets GameObject Component Mobieinput Window Help

%8 Animator W Occlusion

RRRRR

Add Component.

> Oth
=t £l ae £ O]

Eikova 3.1: To mepifdAdov gpyaaiag

3.2 Anpioupyia mioTag
3.2.1 Anuioupyia oxnupatiopoU £dadouc moTag (terrain)

MNa va dnuioupynBei To vnoi, N Bacikn TioTa Tou TTaXvIdIoU dnAadr|, XpNoIUOTToINBNKE N
pnxavn edagoug(terrain engine) Tng Unity. H ouykekpipyévn pnxavi fonBagl otnv ypriyopn
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dnuioupyia TTOAUTTAOKWY HOPPOAOYIWY £6APOUG OTTWG TTEDIAdES, AOpoug Bouvd K.d. Ol
Baoikég Asitoupyieg Tou terrain ival o1 €¢AG:

-AvéBaopa kal KaTéBaoua Tou £0APouUg

-Bawipo Tou £dGQOUG e CUYKEKPIPEVN UPN

Brushe:

Meo@:  ce® - TiigW
Lk R

Details

# Edit Details...|[Refresh |

Brush Size —_—— 77
Opacity —_— 0937

Settings

Target Strength e . |0,0625
¥ s MTerrain Collider @
Material 4 Ground (-]
Terrain Data ‘»IslandTerrai
Enable Tree Colliders )

Add Component

Eikova 3.2: Tono8£Tnon BAdornong pe 1o Terrain-Engine.

-MpodoBeon BAGoTNONG (BévTpa, QuTA K.G)Mia etiTTAéov duvaTtdTnTa Tou terrain TG Unity
gival n duvatdtnTa va xpnoigotroinbei pia uer) uywoug(heightmap) wg xdpTtng yia Tnv
dnuioupyia Tou €ddgoug. Ta heightmaps cival yia pop®r UPNG greyscale TnNG oTroiag
avaloya pe 1o TTOO0 OKOTEIVO i AoTTpo gival To KABe pixel eTnpeddel To TTOGO WNAG i
XOUNAQ gival To €da@og oTnV avTtioToixn reploxn. Me autov Tov TPOTTIO YTTOPOUUE VA
ETTECEPYAOTOUE TO £DAPOG TOU TTAIXVIOIOU O€ £va ECWTEPIKO TTPOYPANUA ETTEEEPYATIOG
eIkévag (61Twg 10 Photoshop) kai va dnuioupyrniooupe e60@QIKEG avwuaAies TTou Ba ETTaipve
TTEPICCOTEPO XPOVO Va ETTITEUXOOUV Péoa aTnv pnxavr Tng Unity.

Eikova 3.3: Heightmap vnoiou.
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3.2.2 EunAouTIONOG moTag

AQou £xoupe oTRoel Tov Bacikd oKeAETO TG TrioTag(To terrain dnAadn), POe n wpa yia Tnv
€lI0aywyn Twv JOVTEAWV TTAVW OTo £€60¢OG TTou dnuioupyhoape. 2Tnv Unity n eicaywyn
€VOG MOVTEAOU YiveTal TTOAU aTTAd <<TpaBWVTAG>> TO NOVTEAO aTTO TOV PAKENO assets
mévw oTo TTapdBupo scene. 'YOTEPQ XPNOIKNOTTOIWVTAG TOUG JOXAOUG YIa
Kivnon,TepioTpo@r Kai heyéBuvon oTo TTapdbupo scene, TOTTOBETOUE TO JOVTENO OTO
OnueEio TTou BEAOUE.

" @1 project e
| create - S [EYLYES

» &3 NewCarTries 4 Assets » Models » TestCrate » Model_Material_Textures »
> Trackobjects
¥ Gl Nature.

&l Palm Trees ‘ -
> Road Blocker - -
¥ Rocks Pack
» G Ships

[

|

'ﬁ Simple Waaden'bridge Materials Textures crate_vi_mesh
» &l Meshes
& Textures
>l Small_Assets
¥ TestCrate
Prefab.
& Textures
> Gl Track_Assets
V& oldSTuff

aC

Eikova 3.4: Avalitnon povrélou ota Assets-Folder

Y1rapyouv 3 BaCIKOi HOXAOI TOUG OTTOIOUG XPNOIKOTTOIOUME VIO TNV UETATPOTTH TOU
povTéNou. O TTpwTOoG ival 0 poxAOG ToTroBéTnoNG(transform handle) o otroiog aAA&lel TV
TOTTOBETIa TOU HoVTEAOU OTOV XWPOo. O deUTEPOG, 0 HOXAOGS TTEPIOTPOPNG(rotation handle)
EMTPETTEI TNV CQAIPIKA TTEPIOTPOPI) TOU HOVTEAOU OToV Xwpo. O TpiTog gival 0 HOXAOG
MeyEéBoug(size handle) o otroiog emITPETTEI TNV PEYEBUVON KAl TNV OPiKPUVON TOU POVTEAOU.

Eikova 3.5: O1 3 yoxAoi HETATPOTING TOU HOVTEAOU

3.2.4 Anpioupyia Skybox

To skybox gival évag TepaoTiog TPISIACTATOG KUPBOG O OTT0I0G TTEPIKAUEI TRV TTIOTA TOU
TTAIXVIBIOU PE OKOTTO Va dwaoe€l TNV Weudaiobnon Tou oupavou Kal Tou opiovTa o€
€EWTEPIKOUG XWPOUGS OTTWG To vNai aTo Traixvidl. [Na tnv dnuioupyia Tou Xpeidlovtal 6 UQEG,
Mia yia Tnv KA TTAeupd Tou KUBOouU.

Motpaylag-Mrnogiiiog lwavvng-AAkivoog 21



Avarttuén Multiplayer MatxvidioU otnv Unity

= Shader [Skybowe Sided

Tint Color

i

Exposure
Rotation
Front [+Z] (HDR)

_ =
e

Back [-Z] (HDR)

Left [+X] (HDR)

Right [-X] (HDR)

mLEE

Up [+Y] (HDR)

Eikova 3.6: H epgavion tou skybox texture

3.2.5 Anpioupyia wkeavou Kal MOTAIoU

Ma tnv dnuioupyia Twv OToIXEIWV Tou vEPOU TNG TTioTAg Xpnolyotroienke 1o Unity water 1o
oT1Toio atroTeAEi TNV £T01uN Auon TNG Unity yia aAnBo@avég vepd. OTTwg BAETTOUME Kal OTIG
TTaPAKATW €IKOVEG, TO Unity water divel TTOAEG €tTIAOYEG OTTWG TO UWOG Kal Tnp ouxXvoTnTa
TWV KUPATWYV 1) TO TTOO0O0TO avTavakAaong Kai d1agaveiag Tou vepou.

a
-
7 -

\I
)

—a

Eikova 3.7: H epudavion Tou wKeavouU HE TIG AVTAVAKAAOEIQ

3.2.6 Anpioupyia Prefabs

2UVABWG aou elI0AyouuE Eva AVTIKEINEVO HEaa aTnV oknvh Ba dexTei TTpooBEoelg aTTd
components 1| JETABOAAEG O€ DIAPOPES TIUEG TOU OTTWG UEYEBOG TTEPIOTPOYPN KTA. Mia
€UKOAN AUon yia va pnv xpeidletal va KAvoupe TIG idlEg aAAayég o€ KABe id10 povTéAo TTou
BéAoupe va BaAoupe ival va attoBnkeUoOUE auTO TO AVTIKEIMEVO PE OAa TOu Ta dedopéva
Kal TIG TTPOdIAYPAPEG YIa va TO EavayxpnOIKOTIOINCOUNE. AUTO TO AVTIKEIMEVO TTOU Ba
ammoBnkeuTtei Aéyetal prefab. Mia onuavTiki xprion evog prefab cival av B€Aoupe va
aAAGEoupe TNV TIPA o€ OAa Ta idla prefabs @Tavel va aAAGEoupe TNV TIuA Tou evog Kal Ba
aAAdgouv autouata Kai Ta uTtoAoITTa.
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3.3 Np6cbeon eEapTnUdTwV oTa povréAa(components)

A@ouU éxoupue TOTTOBETACEI Ta JOVTEAQ OTA onuEia TTou BEAOUUE TO ETTOUEVO PBrua ival va
TOUGg TTPo0BEcouE components Ta oTToia Ba Toug dWoouV dIAPOPES AcIToupyieg oTav
TPEXEI TO TTAIXVIOI. ZTNV ouvéxela TTEpIypdgovTal Ta BacikoTEpa components TTou
XPNOIUOTTOIOUVTAI OTA TTAUXVidI.

3.3.1 Material

Eivai To Component ekeivo 10 otroio TrepiExel OAeg TG u@EG (Albedo map, Normal Map
K.T.A.) TIG OTTOiEG XPNOIPOTTOIET TO EKAOTOTE JovTéNO. ETTiong pag divel Tnv duvatdtnTa PE
sliders va aAA&Eoupe 1o 1600 PETAAAIKS €ival TO HOVTEAO Kal TTOOO OUaAR €ival n ETTIPAVEIX
TOU.

To metallic slider eTnpeddlel To TG00 PETAAAIKO Ba deixvel TO povTEAD. o0 TTI0 HETAAAIKG
gival To yovTéAo T0o0 AlyéTepo Ba eTnpedleTal attd T0 BAcIkO Tou Xpwpa(to albedo map
dnAadn) Kal TOOO TTEPICCOTEPO TO XPWHA TOU Ba £TTNPEAlETAI ATTO TIG AVTAVOKAAOCEIG TOU
mTEPIBAAAOVTOG.

Eikova 3.8: H epudavion piag adpaipag pe paon tnv Tiun Tou metallic slider. MnyR: Unity-Manual

To smoothness slider pag divel Tnv duvaTtdTnTa va ETTNPEACOUKE TO TTOCO OUAA €ival N
ETTIPAVEIN TOU HOVTEAOU O€ ETTITTEDO PIKPOOKOTTIOU. TNV oudia dev AAAACEl N TTPAYUATIKN
ETTIPAVEIN TOU HOVTEAOU OTTAG AAAACEl O TPOTTOG |E TOV OTTOIOV TO HOVTEAO Ba avTavOKAGEI
TO0 @WG. OTTWG Kal oTNV TTPAYUATIKOTNTA £T01 KAl oTnV Unity étav KATTOI0 QVTIKEIUEVO £XEI
AVWHOAN ETTIPAVEIA OE PNIKPOOKOTTIKO ETTITTEDO TOTE TO PWG AVTAVOKAATAI OE TUXAIES
KATEOUVOEIG Kal £€TO1 OI AVTAVOKAGOCEIG TOU XAVOUV TNV AETTTOUEPEIR TOUG. AvTiBETa OTAV TO
QVTIKEIPEVO €ival TTOAU OuaAd OTTWG £vag KABPEPTNG TOTE TO PG AVTAVAKAATAI OUOIOPOPPaA
Kal €101 BAETTOUNE TNV avTavAKAaon Tou TTEPIBAAAOVTOG TTAVW TOU.

Eikova 3.9: H spdavion piag opaipag ye paon tnv Tiun Tou smoothness slider. NMnyn: Unity-
Manual
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3.3.2 Collider

Ta colliders gival Ta YEWPETPIKA OXUATA TA OTTOiA XpnolugoTrolouvTal atro Tnv Unity yia Tov
UTTOAOYIOHO TWV QUOIKWY CUYKPOUCEWV PETAEU JovTEAWV. YTTApyxouv 2 €1dwv colliders Ta
primitive kai Ta mesh colliders. 2Tnv TpwTN KOTNYOPIa avKOUV Ta BACIKA YEWMETPIKA
oxAuaTa OTTwg o KUPBOG N o@aipa Kai o KUAIVOPoG. M1Topouv o€ £va HovTéAO va
ouvouaoTouv dUO 1) TTapaTTdvw atroé autd yia va dnuioupynBouv TTiIo TTOAUTTAOKO OXUaTa.
H &eutepn katnyopia Twv mesh colliders eival ekeiva Ta otroia 1o oxfua Tou collider
akoAouBdel akpIBwg To OXAMA TNG ToTToAoyiag Tou povtédou. Eival ouvetd va
XPNOoIJoTTolouvTal KUpiwg Ta primitive colliders r} cuvduaoudg auTtwy, PIagG Kal gival TTio
€UKOAO Kal eAa@pU yia TOV UTTOAOYIOTH va UTTOAOYIOE€I TIGC CUYKPOUCEIG HETAEU TOUG aPOoU
TTEPIEXOUV TTOAU AIYOTEPEG TTAEUPEG.

Baoikd xapaktnpioTiké Tou KABe collider gival To UMKO @uong Tou (physics material). Autd
opilel TTwg Ba avTidpdel ye Ta uttoAoiTta colliders pe Ta oTroia Ba €pBel o€ eTTAPN. ZTO
physics material ytropoUpe va opicoupue Tnv TPIRA Kai To bounciness Tou collider. H 1pIA
eTNPEeddel To TTOON KIVNTIKA evEpyEla atToppo@dcl To collider autdé atrd dAAa colliders TTou
TO akoupuTrave. To bounciness kével 1o collider va douAeuel oav TpauTroAivo. Av n TiuA Tou
gival undév 1671¢ 1O collider autd akivnToTrolgi TO collider TTOU TTPOCTTITITEI TTAVW TOU. AV N
TIUA Tou €ival 1 TéTE TO EKOPEVOOVICEl hE TNV idIa TaXUTNTA WE TNV OTTOIA TIPOCKPOUOCTNKE
Tévw ToU.

Eik6va 3.10: Ta colliders Tou auTokiviiTou HE MipAcivo TiEpiypapua

‘Eva akoun xapaktnpioTIKO evog collider givar av eivai trigger-collider i 6x1. Ta trigger
colliders dev avTidpouv ouTe eTNPEAdovVTal ATTO TNV QUOIKK Kivnon AAAwv colliders. Autd
TTOU KAVouV gival va eAéyxouv attAd ToTe Eva aAAo collider akoupuTrdel 1 BpiokeTal péoa
TouG. lNa TTapadelyya aTo AUTOKIVATO OTNV TTAPATIAVW £IKOVA TO YIKPO box-collider o1o
MTTPOCTIVO CWHA TOU QUTOKIVATOU gival €va trigger collider. Aev avTidpdel oTnv Kivnon Tou
QUTOKIVITOU OAAG €AEYXEI TTOTE TO PTTPOOTIVO HEPOG TOU AUTOKIVATOU AKOUUTTAEI PE TO
collider Tou eddgoug. Autd BonBdel apydTEPa OTNV KWAIKOTTOINON Tou TraixVvidiou étav
opifouue TTPAYPATA TTOU eV TTPETTEI VA YiVOVTAI AV TO QUTOKIVATO OEV TTATAEI OTO
£00QOog(OTTWG TO Va OTpPIREI oTOV aépa).
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3.3.3 Rigidbody

To rigidbody component eTPETTEI TO HOVTEAO OTO OTTOIO TOTTOBETEITAI VA KIVEITAI CUPQWVA
ME TOUG VOPOUG TNG QUOIKNG. EmiTpétel dnAadn Tnv epappoyr) SUVANEWY Kal POTTWV TTAVW
oT1o povtélo. Ta rigidbodies atraitouv TouldxioTov €va collider TTavw oTO HOVTEAO yia va
TTPOCOUOIWOOUV PEAAICTIKY KivnoT Kal CUYKPOUOEIG OE VA JOVTEAO.

3.3.4 Camera

Ta camera-components €ival uTteUBuva yia To OTIBATTOTE BAETTEI O TEAIKOG XPrOTNG OTNV
006vn Tou. Eival atnv oudia T0 component To 01T0i0 KAvel render Ta YOVTEAQ TTOU
BpiokovTal y€oa oTO OTITIKO TOU TTEdI0. ZUXVA XPNOCIUOTTIOIEITAI 0€ CUVOUAOHO e didgopa
script components yia va Tou dwoouv emITTAéov Asitoupyia 6TTwg Depth of Field kai

Camera Blur.

- RN =

ipt
epth Of Field (Script)

Add Component

Eikova 3.11: To camera component Tou E0WTEPIKOU ToU apagiou.

3.3.5 Reflection Probe

Ta reflection probes €ival pia kéuepa 360° n otroia
Kataypd@el Ta Tavta Tpiyupw TnG. "YoTEpa
aTroBnKeUEl autr TV TTANPOPopIa o€ Evav KUPBO JE
6 u@ég(uia yia KaBe TTAeupd) O OTTOIOG PTTOPET Va
XPNOIUOTTOINBEI aTTd aVTIKEIMEVA YIa va
AVTAVOKAGOOUV PE PEQAICHO Ta TTPAYUATA TPIYUPW
TOUG. XPNOIYOTIOIEITAI OTO QUTOKIVATO YIO VA TOU
amodwoel Aiyn €ETpa HETOAAIKN EJPAVION
XPNOIMOTTOIWVTAG TV avTavakAaon atrd 1o
TEPIBAAAOV TPIYUPW TOU.
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3.3.6 Particle System
To ouoTnua cwuaTdiwv(particle

system) xpnoigotroigital 6tav
BEAOUPE VO ATTEIKOVIOOUUE EQOE
TIPAYPATA T OTTOIA €ival SUOKOAO
va avatrapactadouve ue éva
TPIOIAOTATO PHOVTEAO OTTWG KATTOIO
uypPo r KATTOIO QWTIA TA OTTOIO
€XOUV QVWUAAEG Kal TTOAU
QATTOTOMEG TTAPAPOPPWOEIG
ouvéxela. Auto TTou KAvel To
ouoTnua cwuaTIdiwy ival va
EKTTENTTEI QTTO MIa TTNYH TTOAAEG
MIKPEG EIKOVEG Ol OTTOIEG OTAV
eKTTEPTTIOVTAI Jadi dSnuioupyouv Tnv

WeudaioBnon Tou amapaitnTou Eikéva 3.13: H eEATHION TOU QUTOKIVATOU
eQOE. MNa TTapdadeiyua yia TV

€EATUION TOU QUTOKIVATOU OTNV

TTOPAKATW €IKOVA XPNOIMOTTOINONKE pia atTAf diodidoTaTtn €IKOvA KATTvoU n oTToia
EKTTEUTTETAI CUVEXOUEVA ATTO TNV £CATUION TOU AUTOKIVATOU PE TTOAU Ypryopo puBuo.
Mépa atrd dIodIAoTATEG €IKOVEG TO particle system ptTopei va ekTTEUTTEI KAl TPICOIACTATA
MovTéAa aAAG auTo eival cuvrBwg acUueopo dIOTI gival TTOAU TTI0 Bapid yia Tov
UTTOAOYIOTH).

3.3.7 Trail renderer

> TTEPITITWON TTOU BEAOUNE VO AQACOUE ixvn f onNuadia atrod TIG TTEPIOXES TTOU TTEPVAEI
€va avTIKEINEVO XpnolpoTroloude To component trail renderer. Autd TTou Kavel gival va
KpaTtdel oTnV Yvhun OAa ta onueia atrd Ta otroia Trepvael To gameobject oTo o1oio €Ival
TOTTOBETNUEVO Kal va a@rivel Triow To d1didoTaTto texture To 01Toi0 TOU £XOUME ATTOOWOTEL.

270 TTAQioI0 TNG TITUXIOKNAG XPeNoIdoTroInOnke 1o trail renderer yia Ta onuadia TTOU AQrvel TO

QUTOKIVNTO OTOV OPOUO OTAV KAVEI VTPIPTIVYK.

Eik6va 3.14: Ta skidmarks Tou autokiviTou
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3.4 Kwdikomnoinon naixvidioU(scripting)

H kivnon Tou apagiou otav o xpriotng mmartdel Ta BeEAGKIA, N TTEPICTPOPN TWV POdWV TOU
auToKIVATOU OTav auTo TpEXEl, N aAlayr Tou GUI, 6Aa Ta TTapatrdvw AEITOUpyouve JE
KOMMATIO KWAIKA Ta oTToia ypd@el o oXedIaoTAG Tou TTaixvidiou. Ta keipeva kwdika(scripts)
iowg €ivail To 1Mo onuavTikd component o€ £va avTikeipevo. Eival ekeiva Ta otroia Ba
dwaoouv TNV TEAIKA AeIToupIykOTNTA O0TO TTaiyVidl. H Unity TTapéxel Tpeic YAWOOEG yia Tov
TTpoypapuaTioud Tou Taixvidiou: Javascript, C# kai Boo. Ettiong emtpéTrel Tov ouvouaouod
TWV TTAPATTAVW.

2% Final.CSharp ~ | ¥ TyreRotation
-lusing UnityEngine;

f Flpublic class TyreRotation : MonoBehaviour {

public int rawSpeed=1;
public NewCaz script;
public CheckGrounded ground;
ector3 tyre_vel
ivate bool
// Use this fo
= void Start () {
script = transform.root.GetComponent<NewCaz>();

new Vector3();
sre_grounded;

initialization

}

// Update is called once per frame
= void FixedUpdate () {
//Get the Velocity and check if it's grounded
tyre_vel = script.localvel;
//tyre_grounded = ground.grounded;

//Apply Turn
transform.Rotate(Vector3.right, Time.deltaTime*tyre_vel.x*rawSpeed);
¥
H

Eikova 3.15: ‘Eva anmA6 KOMMATI KWSIKA yia TNV TIEpioTpodn MIag podag.

KdaBe apyeio kwdika atroteAcital ammd 2 Bacikd TuRuata. Tnv dAAwon ueTaBAnTwyY Kal TIg
ouvapThoelg. MNMépa atrd TIC CUVAPTATEIS TIG OTTOIEG UTTOPEI VO OPICEI KAl va dnUIOUPYACEl O
TTpoypapuaTioTAg N Unity TTapéxel hia o€ipd atro BACIKEG CUVOPTACEIG OI OTTOIEG
XPNOIYOTTOIOUVTAI OTA TTEPICOOTEPA KEINEVA KWOIKA:

» Update():

AuTr n ouvdpTtnon KaAgital yia opd o€ KGBe frame. XpnoipoTrolgiTal KUpiwg yia va eAEYEEI
aAAayég oTnv TIPn 1 TNV KatdoTtaon piag HeTaBAnTrig 6oo 1o TraiyVvidl TpéExel. MNa
TTAPAdEIyUa Pia ouvnBIoPEVN XPron TNG €ival va eAEyXEl TTOTE O XPROTNG TTaTtdel Eva
KOUWTTI.

» FixedUpdate():

Mapodpoia pe Tnv Update Tpéxel kal autry o€ KGBe frame. H diagopd eival 611 yecoAafei Eva
o1a0epd XPOVIKO didoTnua PETAEU aTTd duo <<Ttpeiuata>> Tng FixedUpdate. MNa autdv Tov
AGYO TTPOTINATAI OE TTEPITITWOEIG TTOU €XOUUE VA AOKACOUUE aAAaYEG OTO OUCTNUA QUOIKAG
TOU TTaIXVIBIOU OTTWG TO va e@apudéoouue duvaun f potrA o€ éva JovTéNO. To PEIOVEKTNUG
NG o€ oxéon pe Tnv Update() eivai 611 gival 1m0 Bapid oTov €TTECEPYQOTH).
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. Start():

H ouykekpiyévn ouvaptnon TPEXEI YE TO TTOU evEPYOTTOINOEI TO script. XpnaiyoTrolgiTal
KUPIWG yIa apxIkoTroinon METaBANTWY Kal yia KaAEoouue scripts atrd GAAa scripts.

« OnTriggerEnter():

KaAegital gia gopd étav 10
collider TTou BpiokeTal yéoa oTnv
TTOPEVOEDN EICEPXETAI OTO
trigger-zone oT0 OTTOIO BPiOKETAI
TO OUYKEKPIUEVO script.

« OnTriggerStay():

KaAeital ouvexépeva 600 10
collider TTou BpiokeTal yéoa oTnVv
TTapEvOeon TTapapével JEoa OTO
trigger-zone.

« OnTriggerExit():

Mapdpoia pe TRV OnTriggerEnter
n OnTriggerExit() kaAcital pia
@opd otav 1o collider e¢€pyeTal
TeAEIWG aTTO TO trigger-zone.

« OnGUI():

H cuykekpiyévn ouvapTtnon
ETTITPETTEI TNV EUPAVION

010010 TATWY EIKOVWV Kal
KOUUTTIWV TTAVW OTO TTaIXVidl
OTTWG O PETPNTAG TaXUTNTAG TOU
QUTOKIVITOU Kal TO TTOO0UG
yUpoug £xel KAVEI TO QUTOKIVNTO.

2 Final.CSharp
19 f;:lsing UnityEngine;
p. | using System.Collections;
- Elpublic class tyres_grounded : MonoBehaviour
Nk
6 [ public bool front_grounded = false;
7
8 — void OnCTriggerEnter(Collider other)
9 {
1e
11 front_grounded = true;
12
14 — void OnTriggerStay(Collider other2)
15 {
16
17 if (other2.gameObject.tag == "Ground")
18
19 front_grounded = true;
20 //Debug.Log("tyres touches Ground");
21 }
22 else
23 {
24 front_grounded = false;
25 }
26
27 }
28
29 — void OnTriggerExit(Collider other3)
30 {
31
32 //Debug.Log(other3);
33 front_grounded = false;
34 }
35

Eikova 3.16: Mapadeiypa Twv Tpiwv OnTrigger
CUVAPTAOEWY TTOU EAEYXOUV MOTE TO AUTOKIVNTO OKOUNTIAEI
N apivel To £da¢og.

Eikova 3.17: To GUI Tou maixvidiol
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3.5 Z0oTnua PpUCIKAG QUTOKIVATOU

lMNa TNV Kivnon Tou autokiviiTou TV TTioTa xpnoigotroinénkayv 2 colliders-kupol. ‘Eva
MEYAAOG KUBOG 0 0TT0i0¢ €ival yUpw aTTd TO TTEPIYPANUA TOU QUTOKIVATOU O OTTOIOG gival Kal
T0 Baoikd collider TTou XPNOIUOTTOIEITAI VIO VO OTEKETAI TO APASI TTAVW OTO £€dAQOG Kal yId
OUYKPOUOEIG PE ToiXoug Kal AAAa apagia. To deuTepo collider gival évag PIKpOTEPOS KUBOG
TToU BpiokeTal KATW aT1Td TO KATTO Tou autokivATou. Kal Ta 2 collider xpnoiuyotrololve
aKTiVEG (raycast) yia va eAéyxouv av TO AUTOKIVNTO aKoUUTTAEl 0TO £0a@og. Ta raycast givai
éva OIAVUO O JE OUYKEKPIMEVO PNKOG apxr] Kal TEAOG aToV TPIBIACTATO XWPEO TOU
TTaIXVIOIoU Ta OTToia EKTTEUTTOVTAI O€ KABE Kapé kal eAéyxouv Troid collider diatrepvouve.
21NV OIKN PAg TTEPITITWON KE TO AUTOKIVNTO EKTTEUTTOVTAI QUO AKTIVEG, MIa aTTO TO KEVTPO
KaO¢ collider. To pmrpoaTivo collider eAéyxel av o1 pddEC AKOUPTTIAVE OTO £6AQPOG HE TNV
peTaBAnTh “TyresGrounded” kai To peydAo collider av akoupTTdel yeviké OTTOI00MTTOTE
ONMEIO TOU QUTOKIVATOU OTO £€00@Og pe TNV PNETaBANTA IsGrounded. Me auTég TIG 2
MeTaBANTEG diveTal n duvaTdTNTA YIA TTI0 KAAG £AEYXO TWV TTEPITITWOEWYV Kivnong Tou
QUTOKIVITOU.

2€ ouvduaouo ue Ta 2 colliders xpnoipoTrolsital £va rigidbody T0 OTT0iI0 OTTWG EXEI
TTpoavaepOei gival To component TTou divel peaAioud oTNV QUOIKK TOU AUTOKIVITOU. AUO
gival Ta Bacikd xapakTnpioTika evog rigidbody. To TrpwTo €ival n pdda Kai gival keivo TTou
eTnPeddel To BAPOG TOU AVTIKEIMEVOU KOBWG Kal TO TTOCO TTOAU eTTnpeddeTal aTrd
OUYKPOUOEIG PE avTIKEiheVa dIa@opeTIKNG Halag. Ooo peyaAiTepn puada €xel eva
QVTIKEIMEVO TOOO TTIO TTOAU ETTNPEACEI KATTOIO AVTIKEIMEVO PE MIKPOTEPN. [a TTapAdeIyua
otav 10 autokivnTo pe pada 1000 xTutrdel éva BapéAl pe pada 200 T1o1E TO BapéAl eTTNPEACE!
€EAAXIOTA TNV Kivnaon TOU QUTOKIVITOU EVW TO AUTOKIVNTO eKo@EVOOViel TO BapéAl UTTPOCTA.
To deUTEPO XapakTNEIoTIKO AféyeTal drag Kal Ba utropoloe va TTeEpIypagei wg n TpIRn Tou
avTIKEINEVOU PE AAAa. Ooo peyaAuTepo eival To drag 1600 TTI0 I0XUPA N dUvapn TNG TPIBAS
Kal TOOO TTEPIOCOTEPN dUVANN XPEIACETAl va TOU TOTTOBETNBE yIa va apXioel va KIVEITal.

Best Time: —.-—

Time. 158. 962

Eikova 3.18: H pada Tou BapeAioU sival oAU HIKpOTEPN Apa Sev eumodidel KaTA MOAU Tnv Topeia
Tou apaZiol Kal MaPACEPVETAI.
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3.6 Z0oTnua Animation Odnyou

ATrokoTtrj animation clip

AQoU éxoupe dnuioupynoel OAa Ta animations TTou XPeIAfOUAOTE yia TOV 00NyO TOU
QUTOKIVITOU O€ KATTOIO £CWTEPIKO TTPOYPANMA, OTAV CUVEXEID Xwpifouue Ta animation o€
OUYKEKPIPEVA PNKN aTTd Kapé(frame ranges). TNV TTPOKEIPEVN TTEPITITWOTN £XOUNE 3
KIVIOEIG TTOU €XOUME DNUIOUPYNOEI VIO TOV XapaKTipa 0To Maya o1ToTe agpou £XOUNE BAAEI
TO MOVTEAO péoa aTtnv Unity Tpétrel va kOwoupe autd Ta 3 animations ota frames 1mou
avTioTolxouv. O1 KIVAOEIG 01 OTToiEG Ba KAvVEl 0 0dNYOG gival:

-Na kdabetai akivntog (idle)

-Na oTpipel 1o TIuéVI de€I(TurnsRight)

-Na oTpiBer To TIuéVvI apioTepd(TurnsLeft)

KaBéva atrd TIg TTapattdvw 3 KIVAOEIG EUTTEPIEXETAI O€ CUYKEKPIYEVA KapE oTO animation-
slider Tou povTéAou OTTOTE OKOTTOG PAG €ival va KPATAOOUMPE PHOVO EKEIVA TA KAPE TA OTTOIA
TTEPIEXOUV TNV CUYKEKPIYEVN KivnoT.

Clips Start End
TurnsRight 40.0 75.0
Idle 1.0 1.0
s ]
m TurnsLeft Gl
Length 1,417 24 FPS
IQ i IO:OE; 10:12I IO:18| |1:°°| l1.:06l Pll:12I l1:18| lZ:OO| I2:06l |2:12I ‘2:181 |3:OOI I
Start 1 End {135 |
Loop Time ]
Loop Pose (]
Cycle Offset 0

Eikova 3.19: KopwvTag Ta EexwploTa animations yia ka0 kivnon.

MapaBbupo Animator

A@oU AoITTdv €xoupe exwpioel Ta animations Tou BEAOUNE va KAVEI O XAPOKTAPAS HAG
OTUV OUVEXEIQ TTPETTEI VA BPOUNE Evav TPOTTO WOTE VA YiVETAI I OJOA YeTABaon atrd To
éva 010 dAAo avdloya pe To TTAAKTPO TTou TTaTdEl 0 XPAOoTNG. MNa va AuBei To CUYKEKPIPEVO
TTPORANPa n Unity Tapéxel To TapdBupo Animator. To animator deixvel TIG yetaBdoceig atrd
1O £€va animation 010 GANO 0TNV PoP®N diaypAPPATOG KaTtaoTaoswyv. KaBe animation trou
OnNMIoUPYACAUE OTO TTPONYOUHEVO BAPA aTTOTEAE KaIl pIa TETOIO KATAOTOON Kal TO animator
Mag divel Tnv duvaTtoTnTa va BEcouue Toug Opoug BACEl Twv OTToIWY Ba PTTOPETE! va
METAREI TO HOVTENO POG ATTO TNV I KATAOTAON OTAV GAAN.
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= IsTurningRight [m]

Eikova 3.20: To napdBupo Animator

O1rwg BAETTOUNE KAl OTNV TTOPATTAVW EIKOVA TO TTAPABUPO TTEPIEXEI 2 PéEPN. To apioTeEPS TO
OTTOIO £XEI TIG TTAPANETPOUG CUUPWVA UE TIG OTTOIEG AAAAGCOUV OI KOTOOTACEIG, KAl TO OEEIO
OTO oTT0i0 BpioKeTal TO dIAYPANMA KATAOTACEWY TO OTTOIO TTEPIEXEI Ta 3 animations TTou
onuioupynoape. O1 TTapaueTpol utropei va gival Tutrou Float,Int,Bool r} Trigger avaoya ue
TO aTTOTEAEO MO TTOU BEAOUE va TTETUXOUPE. O1 2 TTapAPETPOI OTNV TTAPATTAVW TTEPITITWON
gival duo peTaBANTEG cwaoTou/AdBoug(boolean). OTav o xprioTng TraTtdel To aploTEPO PEAOG
N MeTaBANTA isTurning yivetar aAnBng kai yivetal N perdBaon atrd tnv Idle  Tnv TurnsRight
mpog TnVv TurnsLeft. Otav o xpAoTng Tatdel 1o de€I6 BEAOG N peTaBANnTA isTurningRight
yivetal aAnBnig kai T0TE 0 XPRoTng petapaivel otnv katdoTtaon TurnsRight. OTav o xpriotng
O¢ev Tratdel TiTToTa TOTE KAl 01 U0 KATAOTACEIS €ival YeudNG Apa TTNyaivel 0TV KATAOTOON
Idle.

Best Time: -i-
Time: 118. 965

Eikova 3.21: MeTaBaon otnv kataoraon TurnsRight
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Best Time:

Time: 126.744

Eikova 3.22:EmoTtpodn otnv Idle

3.7 Anpioupyia GUI naixvidiou

To GUI(graphical user interface) atroteAei 6Aa Ta dI0dIAOTATA YPAPIKA TTOU QaivovTal TTAVW
oTnv 086vn Tou XPHoTn Kal Tou divouv dIAQOPES TTANPOPOPIES YIA TO TTAIXViOI OTTWG O€
TT0I0V YUPO PBPioKETAI KAl PE TTOON TaXUTATA TPEXEI TO auToKivnTo. Na ToV oXEDIO0NO TWV
oTtoixeiwv Tou GUI xpnoiuotroibnke 1o Photoshop.

NPNSNAADOT

Y
o
o
o
X
L]
¥
aQ
L
=
=

Eikova 3.23: Zxed1a0M0G TaxueTpou oTo Photoshop.
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Time-Attack

MNa TNV ELEAVION TWV YPOPIKWY OTNV
086vn xpnoipotroiBnke n OnGUI()
ouvdapTtnon kai To Canvas cuoTnua TG
unity. To canvas gival gkeivo 10
GameObiject yéoa oo oTT0IO BpPicKOVTAI
OAa 1a Ul oTtoixeia Tou TTaixvidiou. Ta TTio
ouvnBiopéva Ul elements 1Tou
XPNOIMOTTOIOUVTAI €ival EIKOVEG, KEINEVO
Kal KouuTnd. MNépa atrd TV eupavion
Tavw oTtnv 086vn Tou XpAOTN TO canvas
oUoTNUa PTTOPEN va XpnolPoTToIiNBEi Kai
yla va TOTTo0eTNB0UV dI10dIA0TATEG EIKOVEG
oToV TPISIACTATO XWPEO OTTWG YivVETAI KAl
TNV TTEPITITWON TOU BACIKOU peEVOU TOou
TTauxVvIdIoU.

Eikova 3.24: MpwTn 6Yn Tou menu.

Ta onuavTIKOTEPA OTOIXEIQ TOU canvas gival Ta koupTid(buttons) Ta otroia €xouv TTAvVW
Toug pia On Click() etmiAoyr) oTnv oTtroia JTTopoUE va TOTTOBETACOUNE Hia OIKA PG
ouvapTNON WOTE VA TPEELEL. ZTNV BIKA PaG TTEPITITWON TPEXEI TNV ouvdpTtnon levelselect. H
levelselect Taipvel cav TTapAUETPO Evav akEPAIO APIOUO Kal QOPTWVEI TNV TTIOTA TTOU
avTioTolxei o€ autd Tov apiBud. MNa va dnuioupyrnooupe AoITTéV Eva AEITOUPYIKO UEVOU
dnuioupyoUpe To canvas system pe 4 KouuTnd B€Toupe WG ouvaApPTNON O€ KABE KOUWTTI TNV
levelload() kai TTepvape o€ KABE KOUUTTI TOV APIBUS TTOU AVTIOTOIXEI OTNV TTIOTA TTOU
BéAoupe va popTwaoel. O aplBudg TnG TTioTag opicetal ota build settings Tou TTaixvidiou.

¥ ok ¥ Button (Script) Gl #%
Interactable 4
Transition | Calor Tint &l
Target Graphic [Eganel (1) (Image) )
Normal Color V4
Highlighted Color I
Pressed Color R ?
Disabled Color [ﬁf
Color Multiplier (@ E
Fade Duration 0.1 |
Navigation | Horizontal ™
[ Visualize J
on Click ()
RuntimeOnIy MenuScript.LevelSelect 4|

Eikova 3.25: O1 emAOYy£G TOU KOUUTIOU £VOG canvas
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3.8 Anpioupyia Game Logic.

Méxpl oTIiyunRg oTo BacikO TTaIXVidl £XOUME KATAPEPEI VA ATTOOWOOUUE TOUG VOUOUG TNG
(QPUOIKAG TOU AQUTOKIVATOU KaBWG Kal TIG KATAAANAES KIVAOEIG OTOV 00Nnyo yia TOV ETTITTA OV
PEOAIONO. A va yivel OUWG TO TTaIXVidI Eva TTaixVvidl aywvwy TTPETTEl va dnuioupynBEi n
eMITTAEOV AOYIKN n oTToia Ba eAEyxEl TTPAYPATA OTTWG:

« 'Exel T0 apdél Tepuatiosl Tov aywva;

« O aywvag va Eekivael agpou Yivel hia evagpia el0aywyr] ThG TTioTag.

« 'Exe1 kAvel To apdgl oAOKANPO TOV YUPO 1) EKAEWE;

Me aAAa Adyia Ba dnuioupyrioouue éva cUoTNUA TO oTToio Ba diac@aAioel T TO TTaIX Vil
Mag SouAeUel OTTWG TO BEAOUE Kal Eival AEITOUPYIKO.

3.8.1 MpoemoKomnnon moTac Kai apXn aywva

Ortav 0 xpAoTNG PTTaiVEl YIa TTPWTN Qopd oTnv TTioTa BEAoupE va Tou dwBei n IkavoTnTa va
TapEl yia yeuon atmd auTrv Kai va pnv Eekivroel kateuBeiav o aywvag. ‘ETol otnv apxn
a@ouU POoPTWOEl N TTIOTA ATTEVEPYOTTOIOUME TO script To otToio divel TRV duvaTdTNTa OTOV
XPAOTN va EAEYXEI TO APAEI KOl avTiBETa TPEXOUUE €va AAAO TO OTTOIO KAVEI Hia
TIPOETTIOKOTTNON dI0POPWY ONUEIWY TNG TTOTAG. Na va TTETUXOUUE TNV CUYKEKPIPEVN
AgIToupyia o 1o atrAGg TPOTTOC ival n dnuioupyia ddeiwv gameobjects otnv TTioTa atrd Ta
OTTOIO UTTOPOUE VA XPNOIUOTTIOINCOUUE TNV TTANPO@OpPIa TOTTOBETIAC KAl TTEPIOTPOPAS Kal
VA TNAEPETAPEPOUNE TNV KAPEPA OE AUTA PETA ATTO KATTOIO XPOVIKO dIAoTNUA. TNV
ouvéxela étav 0 XxpoTng dev BEAEI va cuvexioel va BAETTEI TRV TTIOTA APKEi va TTATACEI £va
KOUUTTI(OTNV TTPOKEIYEVN TTEPITITWON TO a@) TO OTTOI0 OTAUATA TNV AEITOUpYyia TNG
TTPOETMOKOTTNONG. OTav cuupei auTd TOTE ATTEVEPYOTTOIEITAI N KAPEPA TTOU KAVEI
TTPOETTIOKOTTNON KAl EVEPYOTTOIEITAI N BACIKA KAPEPA TOU AUTOKIVITOU. 2TNV CUVEXEIQ
epavifovral Ta dIodIACTATA YPAPIKA ATTO £va gavAapl To oTToio oTav avdayel TTpAcivo
onuaTodOoTE TNV apxA Tou aywva. Mg To TTou yivel auTd evepyoTToIEiTal TO script TTou divel
AEITOUpYia OTO QUTOKIVATO KAl O AYWVOG EEKIVAEL.

Eikova 3.26: H epugavion Tou pavapiol Tipiv To EEKivnua Tou aywva

‘Eva oAU Baoiké epyalcio yia Tnv TTITEUEN TwV TTAPATTAVW AEITOUPYIWV Eival Ol
ouvapTnoelg coroutines. H kupia xpnoiudtntd Toug gival 0TI o€ avTiBeon WE TIG ATTAEG
OUVAPTHOEIG Ol OTTOIEG TPEXOUV Kal TEAEIWVOUV 0€ KABE frame TTou TpéxEl TO TTaiXVidl, ol
coroutines puTTopoUV va TPEXOUV yia Evav Jeyaho apiBud atd frames. AuTO Jag ETTITPETTE
Va TOUG OiVOUNE AEITOUPYIEG OTTWG VA TNAEPETAPEPOUV TNV KAUEPQ TTPOETTIOKOTINONG O€ éva
OnNMEIo HETA ATTO £va XPOVIKO BIAoTNUA 3 SEUTEPOAETITWY WOTE O XPAOTNG va PTTOPEI va
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avaAuoel To onueio TTou BAETTEL 'H 0TNV apxr) TOU aywva N EPPAvIon TwV XPWHUATWY Tou
@avapliou va yivetal Je Katola kabuoTtépnon Kai 6x1 OAa Tautdxpova. [MNa va To TTETUXoUV
auTd ol coroutines XpNOIPOTTOIOUV O€ KATTOIO ONUEIO OTO ECWTEPIKO TOoug To keyword yield.
Otav n ouvdptnon @Tavel oo yield TOTE oTaPATAEl KOl ouveyiCel oTo eTOuevo frame. To
yield ptropei va xpnoipotroinBei oe cuvduaoud pe v kKAdon WaitForSeconds woTe va
€1I00X0OEi Mo KABUOTEPNON OTNV CUVEXEIA TOU TPEGIUATOG TNG OUVAPTNONG.

erator Fanari()

m

-

fanaria[1].enabled = true;

yield return new WaitForSeconds(1);

fanaria[2].enabled = true;
fanaria[1].transform.parent.GetComponent<AudioSource>().Play();
yield return new WaitForSeconds(1);

fanaria[3].enabled = true;
fanaria[1].transform.parent.GetComponent<AudioSource>().Play();
yield return new WaitForSeconds(1);

fanaria[4].enabled = true;

Eikova 3.27: H coroutine mou gpdavilel To pavapi mipiv Tov aywva

O1rwg BAETTOUME KAl OTO TTAPATTIAVW TTAPADEIYUA YIO TV EUPAVION TOU Gavapiou
xpnoigotrolgital n coroutine Fanari(). Ztov Trivaka fanaria éxoupue eiodyel Ta diodidoTata
YPOQPIKA TOu @avapiou. KABe deuTEPOAETTTO TTOU TTEPVAEI EP@aviCeTal TO KATAAANAO YPOQIKO
Kai TraideTal €vag nxog. H yield return new WaitForSeconds(1) eptrodicel Tnv cuvaptnon va
Ta TPEEEI OAa padi TauTOXpova Kal EI0AYEI KABUOTEPNON EVOG OEUTEPOAETTTOU.

3.8.2 ZUoTnua sAEyxou dikaiou aywva

O o atmmAdg TpOTTOGC yia va TTPOCBECOUNE Eva OUCTNUA YUPWY OTO TTaIXVIdI €ival va
EXoupe pia JETaBANTA O€ KABe apdgl TTou Aéyetan currentLap kai KGBe popd TTou TTEPVAEI
aTtTo TNV YPAUUNA TEPUATIOUOU VA TNV AUEAVOUNE KATA éva. TOTE OUWG TiBETAI TO BEPA TOU
eAEYXOU TOU XPOTN YIA TO AV €€l OVTWGS KAVEI TOV YUPO TNG TTOTAG 1 ATTAG UTTaIVORBYaiVEl
oTnNV YPAPUA TEPPATIOPOU YIa va augdvel Tov Twpivo Tou yupo. lMNa va AuBei 1o
OUYKEKPINEVO TTPOBANUA XpNOIKoTToINONKE pia AUon TTou XpnolpoTrolei checkpoints atrd 1a
oTToia TTPETTEI VA TTEPACEI O XPAOTNG WOTE O aywvag va gival dikalog. H uAoTToinaor) NG €xel
WG €&NG:

To script KGBe auToKIviiTOU TTEPIEXEI VAV TTivaKa JETABANTWY bool, ye péyebog ico pe Ta
checkpoints Tng kGO TTioTag. OTAV TO AUTOKIVNTO TTEPVAEl attd éva checkpoint TOTE TO
oTolIxeio oTov Trivaka pe dgiktn Tov apiBud Tou checkpoint yiverai true. Otav 10 apdél
TTEPVAEI ATTO TNV YPAMUKA TEPUATIOPOU Ba TTpETTEl va €xel TTEpdoel atmd OAa Ta checkpoints
onAadn va ival OAeg ol TIUEG oToV TTivaka true aAAiwg TTapapével oTov idlo yupo. ‘Eva
TTPORANPa TTou dev AUVEI N TTAPATTAVW AOYIKN €ival N TTEPITITWON To audél va Tepdoel atrd
OAa Ta checkpoints aAAG HETA va TTAPEI TNV TTIOTA avATToda Kal va TTEPAcel atrd Tnv
YPOUMI TEPUATIONOU. 2TNV TTEPITITWON TOU IKOU YAG TTAIXVIOIOU AUuTO eV ATTOTEAEI
TTPORANPA yIaTi UTTAPXEI £va onuEio TNG TTIOTAG AaTTd TO OTT0I0 OEV PUTTOPEIS Va TNV TTAPEIS
avatroda. Mia Auon o€ TTepITITwaon MOavAg ETTEKTAONG TOU TTaIXVIOIOU 0TO MEAANOV Ba ATav
oTav 10 apagl cavatrepvdel atrd éva checkpoint €xovtag ndn TepAoEl TO ETTOUEVO TOU
(Tpéxel avatmoda dnAadn) 161 N PETABANTA TTOU AVTIOTOIXEI O€ €KEivo TO checkpoint kai
OAeg o1 eTTOpEVEG va yivovTal false woTe dTav yupioel oTnV apxr va Pnv Tou TTPooTEDEI

yUpog.
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Eikova 3.28: Ta checkpoints e npdcivo nepiypappa.

Mépa atrd TNV XpNoIuOTATA TOUG Va EAEYXOUV av 0 aywvag gival dikalog Ta checkpoints
XPNOIPOTTOIOUVTAI KOl YIO TO respawn TwV QUTOKIVATWY O€ TTEPITITWON TTOU KATAOTPAPOUV.
KdaBe autokivnto €xel pia uetaBAnTr ye ovopa currentCheckpoint mou kpatdel otnv pvAun
TO TeAeuTaio checkpoint atrd 1o oTToio TTéPaCE. 'ETOI O€ TTEPITITWON TTOU TO AUTOKIVNTO
méoel oTnv BGAa0Ooa 1] 0 XPrOTNG TO KATAOTPEWEI O iBI0G yIaTi £x€I KOANAOEI 0€ KATTOI0
MEPOG TNG TTioTAG TO auToKivNTO Ba {avasu@avioTei o€ éva onueio kovrd oto checkpoint kai
OX!I OTNV ypapun ekkivnong. MNa tnv uAoTroinon Tou TTapaTTavw UTTAPXEl £vVAG TTIVAKAG JE
kKevé gameobijects ioa og apiBu6 6oa kai Ta checkpoints. KaBe gameobject TotroBeTeiTal o€
éva onueio ditTAa ota checkpoints kai avTioToixeital pe autd. Otav To auToKivnTo
KataoTpaei To Taixvidl EAEyxel atrd 1ol1d checkpoint TTEpace To auTokivnTo TEAEUTAIO
QOPA. ZTNV CUVEXEID TNAEUETAPEPEI TO AUTOKIVNTO OTO KEVO gameobject TTou avTioToIXEi
o710 checkpoint auTté XpNOIKOTTOIWVTAG TIG TTANPOYOPIES TOTTOBETIAG Kal TTEPICTPOPHG TOU
gameobject.

//Reset the car speed to ©. And wait 5 seconds until it respawns somewhere.
car.GetComponent<Rigidbody>().velocity = new Vector3(e, 0, 0);
yield return new WaitForSeconds(3.ef);

car.transform.position = carscript.respawnPointArray[carscript.currentCheckpoint].position;
car.transform.rotation = carscript.respawnPointArray[carscript.currentCheckpoint].rotation;

Eikova 3.29: AKIvnTOToinon TOU AUTOKIVATOU Kal THAEMETadOpd Tou oTO onueio diAa amno To
current checkpoint

Motpaylag-Mrnogiiiog lwavvng-AAkivoog 36



Avarttuén Multiplayer MatxvidioU otnv Unity

3.9 'Hxo1 Kal JOoUOoIKN

‘Eva Baoikd oToixeio kA Bivreottaixvidiou yia va To KAVEI TTI0 evBIaQEPOV €ival n X0l TTou
auTé TO TTaixvidl Ba TTaifel KaTd TNV dIAPKEIG TOU. AUTOI JTTOPET va gival 0€ HOPPA HOUCIKAG
TToU Ba TTaiCel 600 0 XPAOTNG TTaiIdEl TNV TTIOTA 1] O€ JOPPA ATTAWY HXWV OTTWG YId
TTaPAdeIyua n unxavr evog autokiviTou. MNMapakdtw avaAuovTal ol ETTIAOYEG TTOU £yIvav YIa
TOUG EKAOTOTE XOUG TOU TTAIXVIBIOU OTA TTAQiCIA TNG TTAPOUCAG EPYATiag.

3.9.1 Audio Source ka1 Audio Listener

To component Audio Source gival uTTEUBUVO yIa TOV OTTOIOVONTIOTE X0 AKOUEI O XPAOTNG
oTnv oKNVA. Z€ KaBe component audio source TTpoaoTiBeTal €va audioclip, dnAadn éva
apxeio popPnr¢ nxou 1o otroio Ba TraideTal. AvaAoya Pe TNV TTEPIOTAON UTTOPOUE EiTE TOV
X0 VO TOV KAVOUWE VA OKOUYETAI CUVEXEID WG ambient X0G TOEKAPOVTAG TNV ETTIAOYN
Loop €iTe va aKOUYETAI O€ CUYKEKPIPEVES TTEPITITWOEIG EVEPYOTTOIWVTAG TOV JE KATTOIO
KOMMATI KWOIKA. ZnPavTIKR duvatoTnTa Twv audio sources givail OTI EMTPETTOUV TV
TTPOCOMOIwaoN Kal dI0IACTATOU OAAG Kal TPIBIACTATOU fXoU e éva slider pe dvoua
<<Spatial Blend>>. Oco 110 d£€I1& TOTTOBETNOEI TO slider Tdoo M0 TPISIACTATOS Ba €ival O
NXos. Tp1didoTaTtog nXog anuaivel 6T avaloya Pe Tnv attoudkpuvaon TTou €xel To audio-
listener atd 10 audio source 1600 Ba peIWVETAI 0 AXOG eV BIBIACTATOG X0G Ba akouyeTal
TTavTOU TO id10. 2TNV TTAPaKATW €IKOVA BAETTOUUE £va audio source TTWG QAivETAl OTHV
Unity. AtroteAeital atmd 2 opoKeVTPEG 0Qaipes. H ecwTepIKA opilel TNV TTEPIOXT OTNV OTToIa
0 NXOG Ba akoUYETal OTO PEYIOTO KaI N EEWTEPIKN TO PEYIOTO OPIO OTO OTTOI0 Ba aKOUYETAI O
NXxos. Epdoov o0 Axog eival TpIdiIdoTaTtog OTav o XproTng 6a BpioKeTal TNV £CWTEPIKI AAAG
OXI OTnNV €0WTEPIKN a@aipa TOTE Ba akouel Tov HX0 O€ AiyOTEPN £VTAOT). Z€ QVTIOETN
TEPITITWON Ba dkouye Tnv idia évraon €@oOcov BPIoKOTAV PETO O€ OTTOIAdNTTIOTE OQPaipa.
2TNV TTPOKEIYEVN TTEPITITWOTN O XPNOTNG 6a aKOUEl TOV X0 TOU WKEAVOU TTEPICTATEPO OTAV
BpiokeTal TTAvw OTNV YEQUPA Kal AiyoTepo OTav TNV TTANCIALEl 1] PEUYEl JOKPUA TNG.

Eikéva 3.30: ‘Eva audio source e A0 wkeavoU(UTAE eplypdaupaTa)
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To audio listener gival To component To 0TT0iI0 <<AKOUEI>> TOUG XOUG TTOU TTapAyovTal
oTnV OKNVA Kai ToTroBeTeiTal ouvnBwg TTdvw oTnv Kauepa Tou TTaikTn. OTtav éva audio
listener BpiokeTal y€oa oTnv TTEPIOXN £VOG audio source TOTE AKOUEI TOV X0 TTOU auTO
Tapdyel. EmiTAéov kdBe audiosource component £xel Kal TO TTAPAKATW SIAYPAPKa TO
QVAVEWVETAI OUVEXWG Kal Oeixvel o€ Ti atréoTaon Ppioketal To listener atrd 10 audio source
Kl TTWG auTd €TTNEEACEI TNV £€VTAOT) TOU XOU.

Eikova 3.31: H évraon Tou XoU HEIOVETAI AOyw andéoTaong
Listener-Audiosource

3.9.2 Mouaoikn

Mo TNV JOUOIKK TTOU AKOUEI O XPAOTNG EVW TREXEI OTOV AyWVaA ETTIAEXTNKE PIO dWPEAV
AioTa pe Tpayoudia mou Bpébnke atrd 1o Asset Store pe dvopa <<Metal Mayhem Music
Pack>>. Z1nv cuvéxela dnuioupyndnke Eva script To oTroio dnuioupyei évav Trivaka pe OAa
Ta Tpayoudia auTd kai TTai¢el oTnv TUXN Katolo. OAa Ta Tpayoudia cival d1d1doTaTol HXOI
MIOG Kal TTapAyovTal atrd To auTOKiVNTO Kal Ox1 atrd KATTolo onueio Tng TrioTag. Eivai
ONUAVTIKO va XPNOoIUOTTOIoUVTal TPISIACTATOI X0l HOVO OTTOTE XPEIAZETAI YIA PEAAICHO YIOTi
XPNOIMOTTOIOUV TTEPICCATEPOUG TTOPOUG ATTO TOUG dIBIACTATOUG.

3.9.3 'HXoG HNXaving aQuTOKIVTOU

Evdlagpépouoa TTEPITITWON AXOU ATTOTEAEI EKEIVOG TNG MNXAVIAS TOu auToKIVATOU. O AX0G
NG unxavng BéAoupe va aAAdlel avaAoya e 1o TTOOO ypAyopa TINyaivel TO AUTOKIvVNTO yia
VO TTPOCOMOIWOEI JE TTIO PEAAIOTIKO TPAOTTO £vav TTPAYHATIKO KIVATAPA. [Na va TTETUXOUUE
auTd TO £Q@E dnuIoupyABNKe éva script To oTToio eTTNPEAlel ToV TOVVO TOU fiXou (pitch)
avaloya Pe TNV TaxUTNTa TTOU TPEXEI TO auToKivnTo. TO CUYKEKPIPEVO Script XpnOIWOTTIOIEl TO
audio source <<Acceleration High>> 1rou TTapéxeral ota standards assets 1ng Unity. 21nv
OUVEXEID OIAIPET TV TWPIVI TaXUTNTA TOU AUTOKIVITOU PE TNV PEYIOTN OUVATH WOTE va
OnuioupynBei £va TTo000TO TTOCO KOVTA €ival N TaxUTnTa 0To PEYIOTO. AvAAoya JE TO
TT0000TO aUTO aAANGCel TNV TTapAueTPo pitch Tou audio source.
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3.10 Anuioupyia Multiplayer

AQOU £XOUHE MIA IKAVOTTOINTIKA KATAOTAOHN TOU TTAIXVIOIOU TTOU OOUAEUEI O€ Evav
UTTOAOYIOTH, TO ETTOUEVO Bripa gival va TrpocBéooupe To multiplayer kopudr Tou
TTaIXVIOIOU. AV KQI O€ YEVIKEG YPAUUEG O TTPOYPANMKATIONOG Twy multiplayer oToixgiwv Twv
TTaIXVvISIWV gival ouyxva TToAUTTAOKOG N Unity Trapéxel o HLAPI(high level API) yia va
OIEUKOAUVEI TNV ypriyopn dnuioupyia multiplayer oToixEIwv TTPOCPEPOVTAG YPYOPESG AUCEIG
oTa 1Mo ouvnon TpoBAAuaTa. Ag doupe AoITov TTwg douAeuel To multiplayer otnv Unity.

3.10.1 Baoikeg ‘Evvoieg

H 6An Tpolté0eon yia va dnuioupynBei Eva multiplayer mraixvidi gival va dnuioupynBei pia
ouvdeon YETAEU evog dlakopioTr(server) Kal evog 1) TTepIcooTepwY TTEAaTwv(clients) ol
oT1T0i0I Ba TPEXOUV TAUTOXPOVA TO TTAIXVidI Kal 8a OTEAVOUV Ta KATAAANAQ unvopaTa YETAgU
TOUG WOTE va cuyxpovidovTal. O dIAKOUIOTNG €ival EKEIVOG O OTTOIOG €ival UTTEUBUVOG YIa
QUTOV TOV OUYXPOVIOPO. KABe TTEAATNG OTEAVEI TIG TOTTIKEG GAAQYEC TTOU £yIvav O€ auTov,
TIG OTEAVEI OTOV server Kal UOTEPA O server EVNUEPWVEI TOUG UTTOAOITTOUG TTEAATEG yIa TV
aAAayr]. ZTnv TTePITITwon TNG Unity 0 UTTOAOYIOTAG-OI0KOMIOTAG AEyETAl 0IKOBEOTTOTNG(hOSt).
O uTtoAOYI0THG-0IKOBEDTTOTNG OOUAEUEI KAl WG OIKOBECTTOTNG OAAG Kal WG TTEAATNG(OE
TTEPITITWOTN TTOU BEAEI va TTaiGEl AUTOG TTOU KAVEl host To TTaiyvidr).

Mia GAAn Baoikr évvola gival Tou TOTTIKOU TTAIKTN KAl TNG TOTTIKNG ¢ouaiag. KABe Traiktng
EXEl EVA N TTEPIOCOTEPA AVTIKEIMEVA TA OTTOIQ JOVO EKEIVOG UTTOPET va Ta EAEYXEL. Me auTov
TOV TPOTTO dNMIOUPYEITAI N €VvOIa TNG TOTTIKAG £gouaiag. OTav TTpoaTiBeTal £vag TTAIKTNG Kal
TAUTICETAI JE VA QVTIKEIMEVO TOTTIKNG £EOUTIAG TOTE EXOUME TNV £VVOIA TOU TOTTIKOU TTAIKTN.
Mépa atrd TNV TOTTIKA £€0UTia UTTAPXEI KAl N server-££ouaia n oTroia UTTapxEl yia
QAVTIKEIMEVA TA OTTOIA OEV EAEYXOUV OI TTAIKTEG OTTWG YIA TTAPADEIYUA AVTIKEIMEVA OTNV TTIOTA
T OTTOIA PTTOPOUV VA YETAKIVNBOUV av O TTAiKTNG XTUTTAOEI TTAVW TOUG.

3.10.2 Eicaywyn Baocikwv multiplayer-
components.

MNa va utropé€oel To TraixVvidl va yivel
multiplayer xpeiddetal n KatdAAnAn
TTPOETOINOCIA TNG OKNVAG. To TTpWTo Briua LAN Host(H)

LAN Client(C) |localhost

gival n dnuioupyia evog ddeiou GameObject
OoTNV OKNVA OTO OTT0i0 Ba TOTTOBETNOEI £va
NetworkManager kai éva

NetworkManagerHud component. To Network LAN Server Only(S)
manager gival uTTeEUBuvo OTO va dIEUBUVEI
OAgg TIG OIOBIKTUOKEG KOTAOTACEIG TOU Enable Match Maker (M)

TTaixvidlou evw 1o NetworkManagerHud
dnuioupyei éva atrAd menu OTav EEKIVAEI TO
TTaIXVidI TTOU ETTITPETTEI OTOV XPrOTN va
dnuioupynoel server r; va ouvoebei o€ Evav
server wg client elcdyovtag v IP Tou server.
OTav o xprotng ouvdebei T61E 0 network
manager gp@avifel oTnv oknvh €vav KAwvo
Tou prefab 1Tou €xel TOTTOBETNOEI 0TO TTEdio Spawn Info Tou NetworkManager.

Eikova 3.32: To menu mipiv Thv dnuioupyia
multiplayer naixvidiou.
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¥ Spawn Info

Player Prefab wCar (o]
Auto Create Player (v
Player Spawn Method | Random &l

Eikova X: H emAoyn Player Prefab.

3.10.3 ZuyxpovIouOG HETABANTWV

O1rwg TTpoava@EpOnke n 1o onuavTikn Asitoupyia Tou HLAPI gival va ouyxpovicel Tig
METaBANTEG pETAEU TwV clients kal Tou server, aAAd TToIEG gival ol HETARBANTES auTéG; ETreidn
10 bandwidth kai n TaxuTNTa HETAPOPAG BEDOUEVWY O€ PIa OUVOEDT HETAEU UTTOAOYIOTWV
gival TTepIopIoPévVa, TTPETTEI VO QPOVTIOOUHE VO OTEAVOUUE POVO TIG ATTOAUTWG ATTAPAITNTEG
MeTaBANTEG. MNa TTapdadelyua givalr onuavTtiké 6Aol ol clients va avavewvouv guvéxela Tnv
TOoTTO0€C0ia TTOU BPIOKETAI £va KOUTI OTNV TTIOTA TO OTTOIO YTTOPEI VA PETAKIVNOEI, EVW
avTtieTa éva 6EvTpo dev uTTdpXEl AOYyog va OTEAVETAI N TOTTOBECIA TOU CUVEXEIQ OTO BIKTUO
ylati dev TTPOKEITE va PETAKIVNOE TTOTE. H avavéwan ToTroBeaiag Kal TTEPIOTPOPAS JETALU
client kai server gival n 1o
BaoikA YETABANTA TTOU TTPETTEI
vVa ouyxpoviZeTal JETagU TwV
UTTOAOYIOTWYV WOTE N aAAayn
TOTTO0€E0IOC TTOU YivETAI O€ £vav
UTTOAOYIOTH va GupBaivel Kai

using UnityEngine.Networking;
using UnityEngine.UI;

OTOUG UTTGAOITTOUG. public class PlayerID : NetworkBehaviour {
MNa va emiteuxOei o

OUYXPOVIOUOG TWV JETARANTWY //Sync Name Over Network

TTOU €TMIOUUET 0 OXEDIOOTAG TO [Syncvar]

HLAPI tng Unity atraitei Aiya public string playerUniqueName;

atrAd BrAuara. [SyncVar]

1) ZTnv apxr Tou script va public int playerNumber;

Kavel import Tnv BIBAIOBAKN
UnityEngine.Networking

2) Na aAAa&er 1o script otnv
apxn ammé MonoBehaviour
oe NetworkBehaviour.

3) Na dnAwaoel Tnv YeTaBANnTr TToU BEAEI va ouyxpovideTal wg [SyncVarl.

Eikova 3.34: NetworkBehaviour script

Ot1av n petaBAnTtr dnAwBEi Wg syncvar 10T autouarta otroTe aAAdlel oTov server Ba
aAAGCel kal o€ 6Aoug Toug clients. MNa va evnuepwoel o client Tov server yia Pia TOTTIK
aAAayr) Ba TTpETTEl va XpnaolyoTtroinael yia 181kl command ocuvdaptnon. Or command
ouvapTnoelg TTPETTEN TTPIV TNV OAWOT] Toug va £xouv To Keipevo [Command] kai To dvoud
TOUG va gekivael atmo Ta ypdupara Cmd.
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3.10.4 ApyxikoTmioinon Kal TaUTOMOINON MAIKTN

MNa va doupe 6Aa Ta TTapaTTdvw TTWG BOUAEUOUV OTNV TTPALN ag KAVOUUE hIa avaAuon OTO
TTWG TTETUXAIVETAI N APXIKOTTOINON VOGS TTIAIKTN TOU TTaIXVIOIOU TTOU OXEDIACTNKE OTA
TTAQioIa TNG TITUXIOKAG. TNV apxrl OnAwvoue TIG TpeIg SyncVar petaBAnTES TTou BéAoUE
va ouyypovidovtal atrd Tov server otoug clients pe ovopara playerUniqueName,
playerNumber kai wantsToRace. H rpwTn €ival pia string petafAnTA hE TO Gvoua TOU
TTaikTn, N OUTEPN MIA aKEPAIN PE TOV apiBud Tou TTaiKTn Kal n TpiTn Mia boolean petaBAnT
TTOU ONAWVEI OTI O TTAIKTNG €ival £TOINOG va TPEEEL. Kal o1 TPEIG TTapaTTavw JETARANTEG
BéAoupE va evnuepWvovTal OTOV server atro Toug clients. XpnoigoTtrolouue AoITTOV TIG
command ouVapPTACEIG TNG TTAPAKATW EIKOVAG WE TIG OTTOIEG KAVOUUE update Tov server yia
TIG TINEG TWV PETABANTWV.

[Command]
void CmdTellServerMyName(string name, int number)
!

L
playerUniqueName = name;
playerNumber = number;

St

Eik6va 3.35: Mia command ouvaptnon nou aAAalel TiIc HeTaBANTEG
playerUniqueName ka1 PlayerNumber ané Tov client otov server.

[C omman "]
void CmdTellServerIliantToRace()

I
L

wantsToRace = true;

}
[Command]

void CmdTellServerMyName(string name, int number)

{

playerUniqueName = name;
playerNumber = number;

}

Eikova X: O1 evToAéc command 1ou evnEPWVOUV TOV Server.

Mia etriong xprioiun ocuvaptnon gival n OnStartLocalPlayer() n otroia kaAgital autépata
otav évag xpnotng ouvdebei oto TTaixvidl. Méoa o€ auTiv TPEXOUNE TIC CUVAPTAOEIG
GetNetldentity() kai Setldentity(). H mpwrtn BAETTEI TTOIG €ival n TAQUTOTATA TOU TTAIKTN OTO
OikTUO KaI TNV Aé€l oTov server. H deUTEPN XPNOIKOTIOIEITAI VIO VA CUYXPOVIOEl TV
TAUTOTNTA TOU KABE TTaikTn pE OAOUG TOuG UTTOAOITTOUG. Me auTdv Tov TPOTTO aTToPEUYOVTal
TTEPITITWOEIG TTOU O £vag TTAIKTNG va BAETTEI TOV €auTO Tou oav Player1 kai o1 GAAo1 va Tov
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BAétTouv cav Player2. TéAog n Setldentity gpovTiCel WoTe TTAIKTEG PE DIAPOPETIKO APIOUO
Va £XOUV BIAQOPETIKO XPWHA AUTOKIVATOU WOTE va EEXWPICOUV.

public override void OnStartLocalPlayer()
{

GetNetIdentity();

SetIdentity();

1
4

//Get this object's Net ID and sync it to the server
[Client]
void GetNetIdentity()

{

playerNetID = GetComponent<NetworkIdentity>().netld;
CmdTellServerMyName(MakeUniqueName(), MakeUnigueNumber());
}

void SetIdentity()

{

myTransform.name = playerUniqueName;
if(playerNumber != 0)

{
//Set car color
script.rendBody.material.mainTexture = multiplayerTex[playerNumber-1];
script.rendBody2.material.mainTexture = multiplayerTex[playerNumber-1];
script.rendBody3.material.mainTexture = multiplayerTex[playerNumber-1];
//Move car to spawnpoint (disable rigidbody and collider so that it doesn't jump when it spawns)
carCollider.enabled = false;
carRB.isKinematic = true;
transform.position = spawnPoints[playerNumber - 1].position;
carCollider.enabled = true;
carRB.isKinematic = false;l]

¥

Eikova 3.33: O1 ouvapTtioeig Get kal SetNetldentity.

3.10.5 Interpolation

To KUp10 TTPOBANUA TTOU AVTIMETWTTICOUV Ta dIAdIKTUOKA BIvTeoTTaixvidia givail n
KaBuoTépnon TTou XpelalovTal T TTAKETA YIa va OTAAOUV PETALU TwV OUO ATTOUAKPICHEVWV
UTTOAOYIOTWYV TTOU TTAiCOUV TO idI0 TTaIXVidI. AG TTAPOUNE YIA TTAPADEIYUA TOV OUYXPOVIOUO
TNG TOTTOBECIAg £VOG AQUTOKIVATOU PETAEU 2 ATTOUAKPUOUEVWY UTTOAOYIOTWYV. AG
UTTOBE00UE OTI yia va oTaABei éva TTakETo aTrd Tov uTtoAoyioTr) A aTov B kai TTaAl Triow
Xpelddetal 45ms kaBuoTépnon Kal 0TI TO AUTOKIVNTO TO KIVE 0 UTTOAOYIOTAG B. ToTe dpwg
pMéoa o€ auTd Ta 45ms €xel diapecolaBroel éva JIKpO aAAG onuavTikd Xpovikd didoTnua
OTO OTT0i0 O UTTOAOYIOTAG A dev yvwpilel TNV TOTTOBECIA TOU QUTOKIVATOU KalI TO KPOTAEI
aKivnTo yia 45ms uéxpIg OTou va £pBel vEOo TTAKETO aTTd ToV B yia TNV Kalvoupyia ToTroBeoia
TOU AUTOKIVATOU. AV Kal 0 XpOvOog @aiveTal TTOAU JIKPOG OTNV TTPAYHATIKOTNTA av OV
Xpnoigotroindei pia uéBodog e€oudAuvong o XpHoTng aTov UTTOAoyYIoTH A Ba BAETTEI TO
AMAEI VO <<TNAEPETAPEPETAI>> OE PIKPEG ATTOOTAOEIG.

MNa Tnv Auon Tou TTapatrdvw TTPORAANATOS XpNolKoTToINBNKe N EB0dOG TNG TTAPEPPBOAAS
(interpolation). Autd TTou KAVEI N CUYKEKPIYEVN TEXVIKN €ival va TTPOCTIABEI va JavTEWEI TIG
€VOIAUEDEG KATOOTAOEIG TTOU £XEI TO AUTOKIVNTO PEXPIG OTOU va TTapEl To update atrd Tov
server 61ToU OTAV TO TTaipVEl KAvel opaAf petaBaon(lerping) otnv TTpayPaTikh Katdotaon
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TOU server. Av TTdpoupe TTAAI TO TTAPATTAVW TTAPABEIYUA PE TOUG UTTOAOYIOTEG A Kal B TOTE
auTd TTou KAvou e gival TTEpa atTd To va Aégl 0 B atov A Tnv TotmoBeaia Tou apagiou va Tou
Aégl eTTiong Kal TNV TaxUTNTa ToUu. M€ auTtdv ToV TPOTTO 0 A TOTTOBETEI TO AUTOKIVNTO OTO
onueio TTou Tou €iTTe 0 B Kal éExpI va TTapel véa dedopEva Yia TNV TOTTOBECIa Tou
QUTOKIVITOU TOTE UTTOAOYICEI O A TO TTOU TTIOTEUEI OTI BPIOKETAI TO ANAEI e BAON TV
TaXUTATA TOU APAgIOU KAl TOUG VOPOUG TNG QUOIKAG TOU TTaixVvIdiou. Mg autdv Tov TpOTIo
OoMaAoOTTOIEITAI N KivAON TOU auagioU Kal £XOUUE £vVa TTIO OUOPQPO OTITIKO ATTOTEAECHA YIO TOV
TENIKO XPiOTN TOU TTaIXVIdIou.

3.11 BeAtiwon Framerate

‘Eva TT0AU onuavTikd oToIXEio evog Traixvidlou yia va gival d10oKEDAOTIKO OTOV TEAIKO
XPAOTN €ival va PTropei va €xel éva IkavoTroinTIKO framerate(kapé ava deuTepOAETTTO).
OTTWG Kal 0TOV KIVAUATOYPAQYo, 0 XProTNG auTd TTou BAETTEN ival oTnVv ouaia TTapa TTOAAEG
€IKOVEG 01 OTTOIEG KIVOUVTaI TTOAU YPAyopa TAUTOXPOVA Kal £TO1 UTTEPOEVETAI TO UATI KAl
vouiCel 0TI BAETTEI JIa cuveXn Kivnon. 'ETol kal oTa BivreoTraiyvidla auTtd TTou yiveTail gival
OTI N KAPTQ YPOQPIKWYV dNUIOUPYED e HEYAAN TaXUTNTA EIKOVEG PE BACEI TA TTANKTPO TTOU
TTATAEl O XPHOTNG KAl TOUG KAVOVEG TOU TTaiXVIOIoU.

To TTPORBANUG OTNV TTEPITITWON TWV BIVTEOTTAIXVIOIWY Eival OTI £TTEION OV YiveTal va
yvwpileig To TTwG Ba eC¢eAixTei To TTaVidI 1) Ti TTANKTPA Ba TTATACEI 0 XPOTNG Ta KAPE auTd
TTPETTEl va dnuIoupynBouv real-time Tnv wpa TTou TTaideTal TO TTaIXVidl, Oev gival dnAadn
pre-rendered 0TTwG OTIG Talvieg. EQdoov Aoittdv 1O rendering oTnv TTEPITITWON PAG YiveTal
QAVOYKOOTIKA O€ TTPAYMATIKO Xpovo(real-time rendering) utrdpxouv KATTOIOI TTEPIOPICHOI. INa
Tapadeiypa n GPU €xel KATToIa OpIa uvriung TréEpav Twv OTToIWV av TTPOCTTABNOEIS Va
QPOPTWOEIG TTEPICTOTEPA HOVTEAQ 1] UPEG ATTO OTI avTEXEI TOTE dNUIOUPYOUVTAl TITWOEIG OTO
framerate ToU TTQIXVIBIOU TO OTTOIO ETTIOEIVUIOVOUV TNV EUTTEIPIA TOU XPAOTN.
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3.11.1 Profiler

Mia péBodog Trou TTapéxel N Unity yia Tov EVTOTTIONO TOU UTTAITIOU TETOIWV TITWOEWVY OTA
Kapé Tou TTaixvidiou eival To profiler TapdBupo. To ouyKekpIgéEVo TTapABupo eTITPETTEI OTOV
XPAOTN va eAEYXEl TNV aTTOOO0N TNG KAPTAG YPAPIKWY TOU ETTECEPYATTH] KAl TWV
uTTOAOITTWYV TUNPATWY hardware Tou uttoAoyIoTH. ETTioNg utropei 0 XpAoTng va eAEyEel TO
TT0000TO TToU oTrataAdel N Unity yia va dnpioupyrnoel To KABE KOPPATI TOU
TTaixvidlou(Aoyikr, rendering, audio K.TA).

To mapd&Bupo Tou profiler xwpiletal o€ 2 BaCIKA TUAPATA. 2TO TTAVW KOPPATI BAETTOUME THV
a1Tod0o0N ToU KABE OToIXEIOU TOU TTaIXVIDIOU YIa KABE KapE o€ Hop®r dlaypANPaATOG.
MTropoupe yia TTapddelypa oo didypaupa Tng CPU va eAéygoupe Adyw TTiavig
dladikaoiag TépTouV Ta fps o€ kKaTTOIO KOPE. To KATW TUAMA Tou profiler deixvel pe
AETTTOMEPEIO TO KABE OTOIXEIO KAI TNV KABE OUVAPTNON TTOU XPNOIYOTIOIET TTOPOUG ATTO TO
oUCTNUA Kal Ti TTOOOOTO TTOPWV XPNOIKOTIOIEI.

Add Profiler 4 ™ Record | Deep Profile | Profile Editor Active Profiler ~| Clear

Selected: Culling ;

Rendering
W Batches
M SetPass Calls
W Triangles

W Vertices

Memory

W Total Allocated
B Texture Memory
B Mesh Memory
W Material Count
B Object Count

™ Total GC Allocated

Hierarchy - l

Overview

Culling 1 6 K
» Drawing 1 0B 2.86 0.01
» UpdateDepthTexture 4.4% 2.6% 1 0B 0.60 0.35
¥ Flare.Render 0.0% 0.0% 1 0B 0.00 0.00
Camera.FireOnPreRender() 0.0% 0.0% 1 0B 0.00 0.00
DestroyCullResults 0.0% 0.0% 1 0B 0.00 0.00
Camera.ImageEffects 0.0% 0.0% 1 0B 0.00 0.00
Camera.GUILayer 0.0% 0.0% 1 0B 0.00 0.00
RenderTexture.SetActive 0.0% 0.0% 1 0B 0.00 0.00
WaitForTargetFPS 16.8% 16.8% 1 0B 2.24 2.24
» Physics.Processing 2.5% 1.3% 1 0B 0.33 0.17
» BehaviourUpdate 1.9% 0.2% 1 86 B 0.26 0.03
Particle.Update 1.9% 1.9% 5 0B 0.25 0.25
» Canvas.SendWillRenderCanvases() 1.5% 1.4% 1 0B 0.21 0.20
Overhead 1.4% 1.4% 1 0B 0.19 0.19
» GUI.Repaint 1.2% 0.2% 1 464 B 0.16 0.03
Rendering.UpdateDirtyRenderers 1.0% 1.0% 1 0B 0.13 0.13
» NewCaz FixedUpdate() 0.8% 0.8% 1 404 B 0.11 0.10
Profiler.FinalizeAndSendFrame 0.5% 0.5% 1 0B 0.06 0.06
» Monobehaviour.OnMouse_ 0.4% 0.0% 1 0B 0.06 0.00 ;

Eikova X: To Profiler mapa@upo.
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3.11.2 Occlusion Culling

To occlusion culling gival pia TEXVIKI ) OTToi0 XPNOIUOTIOIEITAI OXEDOV 0€ OAA T ONUEPIVA
TpiodIdoTaTa BivreoTraixvidla. AuTo TTou KAVEI gival va UTTOAOYICEl TTOIQ HOVTEAQ Bev
BpiokovTal y€oa O0TO OTITIKO TTEDIO TNG KAPEPAG TOU TTAIKTN KAl va Ta KOBEI atTd TO
rendering pipeline eAa@pUvovTag €101 TNV KAPTA YPA@IKWY a@ou Ba TTpéTTel va Kavel render
AlyoTepa povtéAa kal ugég. 2tnv Unity 10 occlusion culling yiveTal ye autépaTto TpoTTO
avoiyovTag 1o occlusion TTapadBupo Kal TTaTwvTag bake.

Eikova X: Xpnoipomoi@vTag To occlusion culling n kapta ypagikwv ¢opTwvel Hovo
Ta OovTEAd TOU €ival YTIPOOTA ATIO TO AUTOKIVNTO KAl 0paTA OTNV KAMEPQ.

3.12 Debugging

To debugging otnv Unity 6TTw¢ Kai O0TIC YAWOOEG TTPOYPAPUATIONOU ival n dladikaoia
€KEivn ME TNV oTToia BpioKoupEe Kal egagavidoupe Ta didgopa bugs ) TTpoBARPaTa OTOV
KWwOIKa Tou TTaixVvidiou. Eival pia diadikagia TTou XPnOIJOTIOIEITAI CUVEXWGS KATA TV
QAVATITUEN TOU TTAIXVIOIOU aTTO TO APXIKO TTPWTOTUTTIO PEXPI TNV TEAEIOTTOINON TNG TEAIKNG
¢kdoong. Na 1o debugging n Unity mapéxel To Console TTapdBupo To OTT0i0 EVNUEPWVEI TOV
TIPOYPOUMATIOTH VIO OTTOI00NTTOTE TTPORANUA eP@aVICETal KATA TNV BIAPKEIA TOU TPEGINATOG
TOU TrauxvIdIoU.

‘Eva ouvnBiopévo {ATnua katd tnv didpkeia Tou debugging evog TTpoypdupaTog gival va
MTTOPOUME VA EAEYXOUME TNV TIPN TTOU £XEI Y1 HETABANTH OTTOI0OATTOTE OTIYMN. TNV Unity
auTd VIO va TO TTETUXOUME UTTAPYXOUV dUo TpOTTol. O TTPWTOG TPOTTOG Eival VO dNAWCOUE
TNV PETABANTA w¢ public oTo script oTToTE GTAV AVOiyOUNE TO script aTo inspector utropouue
va OoUlE TNV TIUN TOU ava TTaoa oTiydn. Mia evaAAaKTIKr) AUon €ival va EUQAviCOUUE TNV
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TIUA Tou script oTnv KovooAa péow NG evioAng Debug.Log(). Bddouue TV YeTaBAnT péoa

oTnv €vioAf autr kai étav To script @TAoEl OTNV yPAPPnR auTr Ba eu@avicel 6TNV KOVOOAa
TNV TIPA TNG METARANTHG TTOU EICAYALE.

Eikova X: To Console mapddupo svnUEPWVEI TOV MPOYPAHATIOTH YId KAmolo MPOBAnNHa Kal Tov
mAnpodopei moid script kal mMoid ypauun o€ auté To script To dnuioupyei.

Eikéva X: Aiadpopeg public peTaBAnTtég mou BAENoupe TIG TIMEG TOUG OTO inspector mapddupo
Kal avavewvovTtal kabe frame.
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