Anpovpyio ZUAAEKTIKWV

1. Emiokonnon

Y€ aUTO TO oEpLvApLo, Ba:

Anuoupynote éva PickUp GameObject yia va cuMEEeL 0 maikTng
Mpate €va oevaplo yla va TePLoTPEPETE TO GUAAEKTIKO UALKO

MetatpéPte to PickUp GameObject o Prefab

Anuloupynote to Prefab yUpw amo tnv meploxn matyvidiol cog

2. Anpouvpynote éva cUAAekTikO GameObject

1. Anpovpynote éva PickUp GameObject.

Y10 mapaBupo lepapyxia , kavte Se€i KAk > Avtikeipevo 3D > KUBog kat peta
HeTovouaote to o€ "PickUp".

Enavadépete Reset 1o otolxeio Transform tou PickUp GameObject .

MNatiote o mMARKtpo F yla va Balete kadpo oto PickUp GameObject otnv
nipoBoAn ZKnvng .

Xpnotlpomnotnote to epyaleio Metakivnon yla va cUpete to PickUp
GameObject amnod tn péon, WOTE va UnV eMLKOAUTITETAL PE To Player
GameObject.

2. Opiote T1g TIHEG MeTaoxnuatiopoU tou PickUp Gameobject.

PuBuiote tnv Tiun Y tou PickUp Gameobject's Position og 0,5 yLa va tnv
avupwoete mavw amnod to Ground GameObject.



e PuBuiote kdOe pia amnod tig TG Tou atova neplotpodrg oto 45 yla va
YELPETE UTIO Ywvia.

e Oplote k@Oe pia amo tig Tipég tou atova KAipaka oto 0,5 yia va
HULKPUVETE.
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3. Anpoupynote éva UAWKO PickUp.
e Jt0o mapaBupo Project, Bpeite kat eTAEETE TO UALKO pOVTOUL .

e 310 KUpPLO HevoU, petaBeite otnv emthoyn Enefepyaoia > AutAdotuno .
EvaAAlaktikd, propeite va matroete Ctrl + D (macOS: Cmd + D ).

e Metovoudote To Véo UALKO o€ "PickUp".

e Me 10 UAIKO Pickup va sival akopa emideypévo oto mapabupo Project,
XPNOLUOTIOLOTE TOV EMIAOYEQ XPWHATOC yLa va aAAAEeTe TNV OLOTNTA
XPWHATOC TOU BacLkou Xaptn.

e Opiote ¢ TLHEG RGB 255, 200 kal 0 yla €vtovo KitpLvo.

e JUpetTe 10 UALKO PickUp amoé to napaBupo Project oto PickUp GameObject
otnv tpoPoAn Scene .
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3. NeprotpYPrte to PickUp GameObject

AkoAouBnote TI¢ mapakatw odnyieg Bivteo ) KELWEVOU yLa va SNULOUPYAOETE €va
vEo oevaplo Rotator kot va nieplotpéPete to PickUp GameObject otn cuvaptnon
Update()

1. Anpoupynote pa véa S£oun evepyeLwv script Rotator.

e Me emileypévo to PickUp GameObject oto mapaBupo Hierarchy , emiAéte
Add Component > New script oto mapaBupo Inspector .

e Ovopadote To V€O oag oevaplo "Rotator".
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e JXto mapadBupo Project, PETAKIVAOTE TO OEVAPLO-Script amod Tov plllkd GAKeAO
Assets otov ¢pakeAo Scripts .

e Avoifte To VEO oevaplo yLa emeepyaocia.
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2. NeplotpéPte 1o PickUp GameObject otn ocuvaptnon Update.

e Me avouxtn tn 6éoun evepyelwv Rotator , katapynote tn Asttoupyia Start()-
bev Ba TN xpelaoTelte.

e MeTd To Avolypa oyoupo AyKLotpo tng ouvaptnong Update() , mpooBéote
™V akoAouOn ypapun Kwdika:

transform.Rotate (new Vector3 (15, 30, 45) * Time.deltaTime);
4. Kavte 1o PickUp mpokataoKkevuaopévo
1. MetatpéPte to PickUp GameObject o€ npokatacksvacpévo Prefab.

e Y10 Pakelo Ztolkela, kAavte Sl KAk > Anpovpyia > QAakKeAOG Kal LETA
HLETOVOUAOTE QUTOV Tov VEo dpakelo o "Prefabs”.

e JYUpete 10 PickUp GameObject amno to napabupo Hierarchy otov dakeho
Prefabs .

e Ortav oag {ntnBsi, emAé€te Original Prefab .



2. Eiocobo¢ kal £§080¢ amnod tn Asttoupyia eNeEEPYACILAC TTPOKATAOKEUACHEVWV.

e EmAé€te o BENog ota de€ld Tou PickUp GameObject oto napdBupo
Hierarchy yla va avoifete tn Asttoupyla MpoKaTapKILKAG EMeEpyaociag.

e [la va emiotpePete 0TNV KAvoVik TtPOoBOAR ZKNVAG, eTUAEETE To THiow BEAOG
0TO EMAVW UEPOG Tou Ttapabupou lepapyia .
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5. MpooO£ote NePLOOOTEPA CUAAEKTLKA OLVTLKELPEVOL

1. Anpouvpynote éva Kevo yoviko GameObject yia ta PickUp GameObijects.

e Jtomapabupo lepapxia , Snuioupynote €va véo kevo GameObject kot
ovopdote to "PickUp Parent".

e Emavadépete to otolyeio Transform .

e JXto mapaBbupo Hierarchy, cUpete 10 PickUp GameObject oto PickUp Parent
GameObject.

ZnUavtiko: Mpv EekvroeTe auTO To Brpa, opiote TIg AaBEC epyadeiwv otnv
nipoPoAn Zknvng o€ KaBoAkég ouvteTaypéveg avtl yio ToTikEG . Me TG KLOOALKEG
OUVTETAYUEVEC, Ta epyaleia mpoBoAng oknvn¢ Ba deixvouv mavta nmpog Tig (dleg
KateuBUVOELG, aveEdpTnTa amod ToV TPOTMO MEPLOTPOPIC TOU ETUAEYUEVOU
OVTLKELUEVOU. AUTO Ba SLeukoAUVEL TN petakivnon Twv Pickups euBela katd purikog
Twv eTunedwv X kat Z.
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2. EuBuypappiote og pa katoPn tng OKNVAG.

e EmAé€te to Gizmo otnv emavw 6£€la ywvia tng mpoBoAng oknvAG yLa va
uetapeite oe mpoBoAn amod mavw mPog Ta KATW.

e Kavte ouikpuvon Alyo wote va pnopeite va deite oAOKANpN TNV mepLOXN

rayvidlou.
3. TonoBetRote SMAEG MapaAaBEG yOpw Ao Tn oKNvA.
e Metakivriote 1o pwto PickUp GameObject kamou mou B€Aete.

e Me emleypévo to PickUp GameObject, avtiypate to pe Ctrl + D (macOS:
Cmd+D).

e Xpnowuomnolnote to epyodeio Metakivnon yla va LETAKLVAOETE TN SeUTEPN
mapoucia TG MPOKATACKEUNC.

e EmavalaBete aut tn Stadikaoia yia va tonobeTioeTe 6oa AVTIKELLEVA
niayvidlov PickUp B€Aete otn oknvn.



4. AOKIUAOTE TO TaLXVidL oG,

e Otav dokwualete to matyvidl oag, Oa mapatnprioste otL ta PickUp
GameObjects e€akoAouBoUv va AsltoupyoUlV cav oTeped eunodia. Oa to
610pBwoETE OTO EMOUEVO OEULVAPLO.




TeAwko deiypa oevapiov

Edv to oevaplo oag Sev Aettoupyel OMWG AVOPEVETAL, TIAPAKATW Elval Eva
napAdelypo Tou we Ba pémnel va polaletl o KWOLKAG oag o€ auto To onueio. Ta
oXOALa £xouv PooTeDEL yLa va YIVEL 0 KWELKAG TILO EVAVAYVWOTOG.

Rotator.cs

using UnityEngine;

public class Rotator : MonoBehaviour

{

// Update 1is called once per frame
void Update()
{
// Rotate the object on X, Y, and Z axes by specified
amounts, adjusted for frame rate.
transform.Rotate (new Vector3 (15, 30, 45) *
Time.deltaTime);

}



