[EEN

Metakivnon Tou naiktn

https://learn.unity.com/tutorial/66f2d394edbc2a011dded49a?uv=68&p
rojectld=5f158f1bedbc2a0020e51f0d#

1. Emwokomnon
Y€ aUTO TO CEpLVApLo, Oa:

e [lpocBéote €va Rigidbody otn odaipa tou Player, wote va pumopeite va
Xpnolomnoloete tn unxavn ¢uoikng Unity

e [payrte to 61k6 oag oevaplo PlayerController oe CH#, yla va kavete tn odaipa
VO QVTATIOKPLVETAL 0TNV £(0080 TOU TIPOYPAUMATOC AVATIOPAYWYAG

e AOKLUAOTE TO 0eVAPLO 0a¢ Kal SlopBwoTte Ta odpaApata

MéxpL To TEAOG auTOU TOU OepLvVapiou, To malxvidl cag Ba poldlel KAMwWG £ToL:

Ma va XpnoLUOTIOLNOETE AUTO TO OELVAPLO, Ba xpeLaoteite Eva €pyo Unity pe pia
OKNVI) TIOU TIEPLEXEL TN UIMAAQ KOL TNV €MLPAVELX 0TNV omola KUAAEL. Edv dev Ta
€XeTe NON dnuLloupynoel, EeKVAOTE e TO oepLvapLlo PUBULoN tou malyvibLou .

2. NpocBéote éva Rigidbody oto Player

AkohouBnote TIc 08nyieg BIVTEOD 1 KELUEVOU TTOPAKATW YLO VO TIPOCOECETE €va
otolxeio Rigidbody oto Player GameObject


https://learn.unity.com/tutorial/setting-up-the-game

A Rigidbody

& Rigial

then search for Rigidbody,

and add it to the sphere.

NpocBéate éva otolxeio Rigidbody.
e EmAé€te to Player GameObject oto mapdaBupo Hierarchy .

e JXto mapaBbupo Inspector , emiAéEte MPooORKN OTOLXELOU , OTN CUVEXELA
avalntote "Rigidbody" kal mpooBéote to otoweio Rigidbody oto Player
GameObject.

Inueiwon : BeBawwBeite ot £xete emAé€el Rigidbody kat oy Rigidbody 2D .
3. NpooB<ote éva otoweio Player Input
AkoAouBnote TI¢ apakatw odnyieg Bivteo f KeLPEVou yla va ipooBEcETE TO

otolxeio Player Input :

& -~ Sphere Collider

© Player Input

In the inspector, select add component,
then search for and add player input.




1. NpocBéote To otoeio Player Input

e EmAé€te to Player GameObject oto mapdBupo Hierarchy .

e Jt0 mopdBupo EmBewpntig, mpooBEote To otolyeio Player Input

4. AnLOUPYNOTE EVOL VEO OEVAPLO

AkolouBnote T mapakatw odnyieg Bivteo ) KEWEVOU yLa va SnNULOUPYNOETE
€va véo oevaplo PlayerController kat va to avoiete o€ éva mpoypappa

enegepyaociag oevapiwv:

Or you can use the open
button in the Inspector

1. Anuoupynote pLa véa 8éoun evepyelwv PlayerController.

e JXto mopadbupo Project , Snuioupynote €vav véo GAKEAO LE TO OVoUa
"Scripts".

e Me emileypévo 1o Player GameObject, emiAé§te Add Component > New
Script Ko, 0Tn CUVEXELD, OVOUAOTE TN VEX SECUN EVEPYELWY
"PlayerController".



e To otolyeio oevapiou mou dnuloupynBnke Ba Bpioketal oto pLllko emninedo
Tou pakéAou Assets amo rpoemiAoyr). METAKLVAOTE TO VEO OTOLKELO oevapiou

PlayerController oto ¢ddkelo Scripts .
2. Avoiéte 10 ogvaplo os £va npoypappa enefepyaciog osvapiwy.
e Kavte SUTAO kALK OTO oTOLKELO OEvapiou oto mapdBbupo Project yia va to

avoléete oto mpoypappa eneepyaciag oevapiwy mou MPoTIUATE, cuvnOwg

oto Visual Studio.

© v Playerinput
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5. lpayte tn 6nAwon cuvaptnong OnMove
AkolouBnote T mapakatw odnyieg Bivteo n kelwévou yla va Staypaete tn
Aewtoupyia Evnuépwan, va mpooBECETE TOV XwPO oVOUATwYV InputSystem kat va

npooBéaoete Tn cuvaptnon OnMove:

UnityEngine;
UnityEngine.InputSystem;

= GetComponent<

12 movementValue)

~ = movementValue.Get<Vector2>();




1. Aaypayte tn Asttoupyia Update.
e Eav bev €xete N6 avolyto to oevaplo tov PlayerController , avoifte to Twpa.
e Awaypayte oAOkANnpn tn Aettoupyia Update — dev Ba tn xpelaoTelte.

2. NMNpocBéote Tov Xwpo ovopdtwy InputSystem.

e [poocBéote TNV akoAoudn ypapun kwdka otnv kopudn Tou oevapiou KATW
Qo TOUG UTIAPXOVTEG XWPOUG OVOUATWV:

using UnityEngine.lnputSystem;

3. NpocBéote tn Asttoupyia OnMove.

e Kdtw amod tn cuvdptnon Start, aAAQ TipLv amod tov TEAKO oyou po AyKLOTPO,
TPocOEaTE ULa vEQ YpapUn Kal TpooBéote Tov akoAouBo kwdika:

void OnMove (InputValue movementValue)

{

}

6. Ebappoote dedopéva elocodou otov Player

AkoAouBnote T mapakdtw odnyleg Bivteo | KeLWEVOU yLa va 0piloeTe To Stavuopa
kivnong, va avtiotolyioete pa véa petaBAntn Rigidbody kat va mpooBéoete pa
ouvaptnon FixedUpdate:

1. Opiote 10 SLavuopa Kivnong.

e 2T0 Xwpo péoa otn cuvaptnon OnMove , TpooBEote TNV akOAouOn ypapuun
KwoLKa:

Vector2 movementVector = movementValue.Get<Vector2>();

2. Ekxwpnote pa véa petaBAnti Rigidbody.

e [Navw amnod tn cuvaptnon Start, mpooBEote TNV akOGAouOn ypapuni kwdka yia
va SnNAwoeTe pa véa PeTaBAnTi:

private Rigidbody rb;

e JTn OUVEXELQ, €A OTNn cuvaptnon Start , mpooBéote TNV akoAouOn ypauun
KWOLKAL yLoL VOL EKXWPNOETE TNV TN TNG LETAPBANTAG:

rb = GetComponent <Rigidbody>();



3. NpocBéote pla ocuvaptnon FixedUpdate.

e AnuloupynoTe Lo véa cuvaptnon nou ovopaletal FixedUpdate kdtw amo t
ouvaptnon Evapén npocBétovtag tov akoAouBo kwdika:

private void FixedUpdate()

{

}
7. Epappoote duvaun otov Player

AkoAouBnote T mapakatw odnyieg Bivteo f keLpévou yla va mpooBéoete SUvapn
oToVv maiktn, va mpooBEéoete LETAPBANTEG KIvNONG X KAL Y, VA OPLOETE QUTEG TLG
HeTaBAnTEg, va ohokAnpwoete tnv kAnnon AddForce kot va §OKLUAGCETE TO TayvidL
oag

NpooBote SUvaun otov Player.
e 210 oWMa NG ouvaptnong FixedUpdate , mpooBéote Tov akoAouBo kwdika:
rb.AddForce(movementVector);

e Eav 1o npoypapua enefepyaoiog epdavioel Eva opaipa, pmopeite va to
OYVONOETE TPOG TO TTAPOV.

2. NpocBéote petafAntég Kivnong X Kat y.

e Kdtw amnd tn petapAnti Rigidbody mou dnpouvpynoate vwpitepa,
nipocB€ate SUO AKOUN WOLWTLKEG LETAPBANTEG TTOU ovopdlovTal moveX Kat
moveY tunou float:

private float movementX;

private float movementy;

3. Avtiotouyiote Tig petafAntég kivnong.
e X1n ouvaptnon OnMove , TpocBeote TIG akOAouBeg U0 YPOAPESG KWOLKAL:
movementX = movementVector.x;

movementY = movementVector.y;



4. OAokAnpwote tnv kKAnnon AddForce.

e Xtn ouvaptnon FixedUpdate , mpooBéote tnv akdAouOn véa ypapur oto
EMAVW LEPOG TNG CUVAPTNONG:

Vector3 movement = new Vector3 (movementX, 0.0f, movementY);

e AvobBewpnote t deutepn ypapun kwdika oto FixedUpdate yia va
ouumnepAaBete tn petaPfAntn kivnong:

rb.AddForce(movement);

5. AOKLLAOTE TO TaLXVidL.

e To Player GameObject Ba mpémnel va petakivnBel, aAAd apyd — Ba to
Slopbwoete oto EMoOUEVO Brua.

8. AlopOwote TV TaxvTNTA Kivnong tou Player

AkolouBnote tig 0dnyieg BIlvteo ) KELUEVOU TTAPAKATW YL VAL SNAWOETE ULOL VEQ

pHeTaBANnTA TaxLTNTAG, va TTOAAAMAQCLACETE TN SUvaun He TV TaxuTNTa, va

auénoete TNV ToUTNTA 0To TtapaBbupo EMBewpPNTAG Kal va SOKLUACETE TO

rayvidL:

1. AnAwote pia véa petafAntn taxvtnrog.

e Anuloupynote pla véa dnuoota petaBAntn float oto emdvw pépog tou

oevapiou:
public float speed = 0;
2. MoAAamnAacLaote tn dSUvapn KE TRV TaxvTnTa.

e Jtn ouvaptnon FixedUpdate , avaBewprote tnv kArjon AddForce yLa va

ouumnepAaBete TN HeTaBANTA TaxUTNTOG:
rb.AddForce(movement * speed);
3. Auvénote tnv tayutnta oto napabupo Inspector.

Eddoov n tayutnta eival 0, o maiktng dev Ba kvnOeL.



210 otolxeio PlayerController , opiote tnv Tiun taxvtntag oto 10 Kat SOKIUAoTE

TO TtaLXVidL oag.

v Player Controller (Script)

Speed

4. AOKINAOTE TO TaLXVidL.

To Player GameObject Ba npémel Twpa va Kveital pe 1o Aoytkn Taxutnta.

Mropeite va puBuioete TNV TAXUTNTA TPOG TA TIAVW A TIPOG TA KATW €AV BEAETE.

TeAko osvaplo

Edv to oevapld oag dev Aettoupyel OMWG avapEVETAL, TIAPAKATW Elval éva
mapadelypa Tou mwe Ba mpémeL va LoLdleL 0 KWOLKAG oag o€ auTo To onpeio. Ta
oXOALa €xouv pooTeBel yla va yivel o kwdikag o evavayvwaoTog.

PlayerController.cs

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.InputSystem;

public class PlayerController : MonoBehaviour
{

// Rigidbody of the player.

private Rigidbody rb;

// Movement along X and Y axes.
private float movementX;
private float movementY,

// Speed at which the player moves.
public float speed = 0;

// Start 1is called before the first frame update.
void Start()
{
// Get and store the Rigidbody component attached to the
player.
rb = GetComponent<Rigidbody>();
}



// This function 1is called when a move 1input 1is detected.
void OnMove(InputValue movementValue)

{

// Convert the input value into a Vector2 for movement.
Vector2 movementVector = movementValue.Get<Vector2>();

// Store the X and Y components of the movement.
movementX = movementVector.Xx;
movementY = movementVector.y;

}

// FixedUpdate is called once per fixed frame-rate frame.
private void FixedUpdate()

{

// Create a 3D movement vector using the X and Y 1inputs.
Vector3 movement = new Vector3 (movementX, ©.0f,

movementY);

// Apply force to the Rigidbody to move the player.
rb.AddForce(movement * speed);

}
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