PUBOLON TNG tEPLOXNG TTALXVLIOLOU
Z€ aUTO TO oepLVApLO, Ba SlapopdwoeTe TNV tEPLOX TtaXvLdLoL yia to matxvidl oag wg €EAG:
e Anuoupyia kat Stapopdwaon evog Toilxou

e Avtlypadn kot TonmoBEtnon Tou yla Tn Snuioupyia pLag meEPLEXOUEVNC TIEPLOXN G
maxvidLou

MéexpL To TEAOG UTOU TOU CEULVAPioU, TO TtalxVvidl oag Oa poldlel Kamwg €ToL:

2. AnULOUPYNOTE £VaV TOLXO YLOL TOV AYWVLOTLKO XWPOo

AkolouBnote T mapakatw odnyieg Bivteo ) KELWEVOU yLa va SnNULOUPYNCETE EVa KEVO
yoviko GameObject, va Snuioupyroste €va Buyatpilkd GameObject toixou , va oploeTe TIg
TIHEG peTaoxnpatiopou tou Wall GameObjects kat va Snuioupynoete éva UALKO yia to Wall
GameObject:



AQYn petaypadng

1. Anpovpynote £va Kevo yoviko GameObject.
e 1o mopaBbupo Hierarchy, kavte €l KAk > Create Empty kol LETA LETOVOUAOTE TO
oe "Walls".
e JXto mopabupo Inspector , emavadépete To otolxeio Transform .
2. Anpouvpynote éva GameObject naudi toixou.
e JXtomoapadbupo lepapyia, kavte Se&i KAk > Avtikeipevo 3D > KOBog kat pHeTd
HeTovoudote to o€ "AuTtiko Teixog".

e 1o mopdBupo EmBewpntig, emavadEpete To otolxeio Metaoxnuatiopov tou West
Wall GameObject .

e JYUpete 10 GameObject tou Autikou Teixoug navw oto GameObject Touv toixou . Autd
kavel to West Wall GameObject éva mawdit GameObject of the Walls GameObject.

3. OplOTE TIG TLHEG LETOLOXNHOTLOKOU TOU TOLXOoU.
e [Natrote to MARKTPo F evw o kEpoopag BplokeTal MAvw amo tnv npofoAr IKnvAG yLa
VoL TIAQLOLWOETE TO AVTIKELEVO TtaXVLSLOU Tou AuTtikoU Teixoug otnv mpoBoAn.

e JXto mopdBbupo Inspector , aAAAETE TIG TIHEG TNG KALHOKOLG LETALOXNHATIOMOU TOU
Tolyou 0e X=0,5,Y=2,0,Z = 20,5.


https://connect-prd-cdn.unity.com/20200716/d206a8fe-4861-4c45-b06e-1676103ea015/Create_a_wall_for_the_play_field-Transcript.txt?_ga=2.72782747.943030393.1594530423-42703541.1592249374

e Oplote TNV TuN Tou Transform's Position X og -10 .

e Auto tomoBetel to West Wall GameObject taktomolnuéva otnv Akpn tng mEPLOXAG

riaxvidLou.

4. AnuoupynoTe €va UALKO yLa TOUG ToiXouG.

2to mapaBupo Project, petafeite oto pakeAlo YALKA Kat, 0T CUVEXELA, KAVTE &€l
KAWK > Anuovpyia > YALKO .

e METOVOUAOTE AUTO TO VEO UALKO o€ «Telxn».

e JtomapdBupo Inspector, emiAéfte To edio xpwatog Base Map yLa va avoifete tov
ETUAOYEQ XPWLLATOG KaL, OTN CUVEXELD, OPLoTE TIG TLLEG RGB 0 79, 79, 79 yia o

OKOUPO YKPL.

e PuBuiote to MetaAAwko Xaptn oto 0 kot aAld&te to Smoothness o€ 0,25, yla pat
dwiplopa.

e JYUpete 10 UALKG Walls amno to napaBupo Project oto West Wall GameObject otnv
nipoPoAn Scene .

be (Mesh Filter)

sh Renderer




3. OAoKANPWGTE TOUC TOIXOUC TOU ynréSou Ttal.)(VI.GI.Ol'J

AkolouBnote tig 0dnyieg Bivteo 1 KELUEVOU APAKATW Lo VA SNULOUPYNCETE TOV OLVOTOALKO

TOlX0, TOV BOPELO TOLXO KL TOV VOTLO TOLXO Kall, OTN CUVEXELQ, SOKLUAOTE TO TatyvibL:

Foax £E080 e T N oBéury, ertdare | B |

Set the transform z-axis
position to minus 10

AnYn petaypadng

1. ANHLOUPYROTE TOV AVATOALKO TOi)O.

e Kavte 6e€l KAk oto GameObject tou West Wall kot emiAéte Duplicate .
e Metovoudote to véo GameObject og « AvatoAlko Telxog».

e [0 va emavatonobeTAOETE TOV TOLXO, APALPEDTE TO APVNTLKO TTPOCNLO OTNV TLUA
O£on X tou otolyeiou Transform .

2. Anpioupynote tov Bopelo ko tov Natio toiyo.
e Avtiypayte 1o East Wall GameObject kat petovopdote 1o avtiypado o€ "North
Wall".
e Oplote TNV TIun Rotation Y o 90 .

e Oplote TNV TLA ™NG O€ong X o€ 0 kal tnVv T TG Oéong Z o 10 .


https://connect-prd-cdn.unity.com/20200716/c58e00f2-0922-48b0-b6fc-545870abe2d8/Finish_the_play_field_walls-Transcript.txt?_ga=2.6314682.943030393.1594530423-42703541.1592249374

e Avtiypadte 1o GameObject tou North Wall , petovoudote to o€ "South Wall" kat

oplote TNV TN tou Position Z og -10 .

3. AOKLHAOTE TO TOLYVidL.

e O TPEMEL TWPA VA UTTOPELTE VO KUANOETE KOLL VAL XTUTIIOETE OTOUG TOLXOUG.

e EAv n umaAa nepvael péoa amo toug toixous, BefatwBOeite 6tL n Wdlotnta IsTrigger

oto otolxeio Collider elvat amevepyomolnpévn.
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