Metakivnon tng KAREPAG
https://learn.unity.com/tutorial/moving-the-
camera?uv=6&projectld=5f158f1bedbc2a0020e51f0d#
S€ QUTO TO GEUWVAPLO, Ba:
e PuBuiote tn B€0n TNG KAUEPOG

e [payte éva oevaplo yla va Kavete Tnv Kapepa va akoAouBet tn odaipa tou
TIPOYPAUUATOC QVATIAPAYWYNG LE 0TAOEPH LETATOTLON

2. PuBpiote tn O€0on NG KAMEPAG
AkolouBnote tig 0dnyieg Bivteo 1 KELUEVOU TTAPAKATW VLA VO ONKWOETE KAl VOl
TIEPLOTPEPETE TNV KAUEPA KOL, OTN CUVEXELQ, TIELPAATIOTETE e To Player
GameObject wg yovikd GameObject:

1. ZNKWOTE KOl TEPLOTPEYTE TNV KAHEPQAL.

e EmAé€te TNV KOpLa k@pepa oto mapdabupo lepapyia .

e Oplote TV TIuN TG B€0ong Y o€ mepimou 10 .

e Oplote TNV TIuN neplotpodng X o€ mepimou 45 .

e KdAvte mpoemiokoOnnon TnG ywviog tng KAPEPAG 0TNV IPOBOAN Tayvidiou .

2. Newpapatioteite pe to Player w¢ yovikd GameObject.

Eav BéAete, oupeTe TNV KUpLA KApepa oto Player GameObject oto mapabupo
Hierarchy yla va opioste tnv kdpepa wg natdt GameObject tou Player
GameObject.



AOKLUAOTE TO TOLXVISL KOL TTAPATNPROTE WG N KAUEPO TIEPLOTPEPETAL UE TNV
kivnon tou Player GameObject.

Avalpéote Tn oxéon yovea-mtatdlol ol povtag tnv Kopia Kapepa navw ano
To Avtikeipevo Mawyvidlov Player
3. payrte éva oevapio CameraController

AkolouBnote T mapakatw odnyieg Bivteo ) KEWWEVOU yLa va SnNULOUPYNOETE
To oevaplo CameraController , va SnAwoeTe TG HETABANTEG avamapaywyng
KOl LETATOTILONG, VA oploeTe TN petaPAntn offset kal, otn cuVEXELa, va
oploete tn B€on ¢ KAUEpaG oto LateUpdate :

CameraControllercs £ X

g UnityEngine;

offset = transform.position - player.transform.position;

transform.position = player.transform.position + offset;

1. Anuovpynote to ocevdaplo CameraController.

Me emheyuévo To GameObject tng KUpLAG KApEPAG oTo mapdBupo Hierarchy
, EMAEETe Add Component > New script oto mapdBupo Inspector .

Ovopadote To véo oag oevaplo "CameraController".

210 mapdBbupo Project , LETAKLVIOTE TO OEVAPLO ATIO TOV PL{LKO PpAaKeEAO
Assets otov ¢akelo Scripts .

Avoite To vVEo oevdplo yLa enefepyaaia.


https://learn.unity.com/
https://learn.unity.com/

2. AnAwote petaPAntég player kau offset.

Méoo 0TO PWTO OYOUPO AYKLOTPO, IPOCOECTE TIC AKOAOUBEC YPAUUES
Kwdka yLa va SnAwoete U0 VEEG LETAPANTEG:

public GameObject player;

private Vector3 offset;

3. Opiote ™ petaPAntn offset.

Itn ouvaptnon Start, o€ pLla VEQ YpOUUA LETA TO TPWTO OYOUpPO AYKLOTPO,
npocBeote TNV akoAoudn ypapun kwdika:

offset = transform.position - player.transform.position;

4. PuBpiote tn Béon tng KApepag oto LateUpdate.

Ztn ouvaptnon Evnuépwon , LEoO OTO TPWTO OYOUPO AYKLOTPO, MPOocOEoTe
TNV akoAouOn ypapun kwdika:

transform.position = player.transform.position + offset;

MpoocB¢ote "Late" unpootd amno tn pEBodo evnueépwaong yla va tnv aAldéete
o€ ouvdptnon LateUpdate :

void LateUpdate()




4. Avadépete to Player GameObject

AkolouBnote TIg mapakatw odnyieg Blvteo ) KELUEVOU yLa VA OVTLOTOLXLOETE
™ petapAnti Player GameObject oto mapdaBupo tou Inspector kat, otn
ouVEXeLa, SOKLUAOoTE To TtaLyvidL:

1. Avtiotolyiote tn petaPAntr Player GameObject oto mapaBupo Inspector.

e BePawwbBeite otL £xeTe anobnkevoel To oevaplo CameraController kat, otn
OUVEXELQ, ETLOTPEYTE oTO Unity.

e JUpete 10 Player GameObject amnoé to mapaBupo Hierarchy otnv unodoxn
Player oto otolyeio CameraController .

B ni dditional Camera Data (Script)

v Camera Controller (Script)

Player

2. Aoklpdote To atyviél.

e Hkauepa Ba npémnel twpa va akoAouBel to player otnv KatdAAnAn
HETATOTLON.




TeAko osvapio

Edv to oevaplo oag ev Aeltoupyel OMWG AVAUEVETAL, TIAPAKATW £lval Eva
napadelypa tou nwe Ba mpeénel va potdletl o KwSIKAG 00G O€ QUTO TO oNUELo.
Ta oxoALla £xouv pooTeDel yla va YiveL 0 KWELKAG TILO EVOVAYVWOTOC.

CameraController.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CameraController : MonoBehaviour
{

// Reference to the player GameObject.
public GameObject player;

// The distance between the camera and the player.
private Vector3 offset;

// Start 1is called before the first frame update.
void Start()
{
// Calculate the initial offset between the camera's position
and the player's position.
offset = transform.position -
player.transform.position;

}

// LateUpdate 1is called once per frame after all Update
functions have been completed.

void LateUpdate()

{

// Maintain the same offset between the camera and player

throughout the game.
transform.position = player.transform.position +

offset;

}
}



	 Μετακίνηση της κάμερας
	2. Ρυθμίστε τη θέση της κάμερας


