Endavion Badpoloyiag Kat KELUEVOU
1. Emokonnon
Y€ 0UTO TO oEpLvApLo, Ba:

e AvobBewpnote to oevaplo tou PlayerController yla va anmoBnkeloete tnv afla
TWV OUAEYPEVWY AVTIKELLEVWYV TTaxvLSLoU PickUp

e Anuoupyia kat Stapdpdwon otolxeiwv Kelpévou Slemadng xprotn yla
eudavion:

o HTn petpnong

e Mnvupua yLa To TEAOG Tou TaLxviSlou

Count: 12

2. AnoOnkevote tnv aéla twv napaiaBwv tov cuAAEyovTat

1. AnAwote pLa véa pHetaBAntni Katopétpnong.

e Avoifte tn 6¢0un evepyewwv PlayerController yia emeéepyaoia.

e Kdtw amno t dnAwon petaBAntng Rigidbody , mpocBéote tnv akdAoudn
YPOUUA KwdiKa:

private int count;

2. ApXwKomouote tn HetafAntn count.

e XTn ouvaptnon Start, mpocoB£ote TNV akoAouBn ypapuun Kwdika yla va
OPXLKOTIOLAOETE TN HeTaBANnTA count oto O:



count =0;

3. Au€note tn petafAnti count.

e Xtn ouvdptnon OnTrigger , LETA TN ypaUU TTou opilel To dAo GameObject
0€ avevepyo, mpooBEote TNV akOAoLON ypapun KwdLKa:

count = count + 1;

3. Anpoupynote £va oToLXelo KELHEVOU Slemadng xprnotn

1. NpooO£ote éva AVTIKELPEVO KELWEVOU HE TO Ovopa "CountText".

e Jtnv lepapyia, kavte &€l kKA > Ul > Keipevo - TextMeshPro .

e Edv avoifel eva mapdaBupo Slaldyou yla tnv eykatdotaon tou TextMesh Pro
Essentials - emiAé€te Eloaywyn TMP Essentials ka, otn cuvéxela, kKAeiote

aUTO To Mapddupo StaAodyou.
e Metovoudote to Keipevo (TMP) GameObject og "CountText".
2. Kavte mpoeniokomnnon tou nAnpoug Kappa os npoBoAn 2D.
e EmuAé€te to Canvas GameObject kat matrjote to mAnRktpo F yla va
mAalolwoete oAOkANpo To GameObject otnv mpofoAr ZKNVAG .

e EmAé€te TV evaliayn 2D oto emavw HEPOG TG TIPOBOANRG OKNVAG YL val
oAAda&ete o€ mpofoAn 2D.

3. Enegepyaoteite To Keipevo.

e EmuAé€te to CountText GameObject.

e XtomAaiolo Keipevo , Staypdte to "NEo Kelpevo" Kal AVIIKATAOTAOTE TO UE

10 "ApLOUOC KELEVOL" WG cUUPBOAO KpATnong BEanc.

4. Eneepyoaoteite Tn O€on TOU KELUEVOU.

e EmAESTe TO €lKOVISLO TTPOETIAOYN G AyKUPWONG OTO EMAVW UEPOG TOU

otolxeiou Rect Transform yia va avoiete to pevou Anchors and Presets .



e Kpatiote matnuévo to Shift + Alt (macOS: Option ) kat emA&ETe TO EMAVW
0pLOTEPO ONUELo aykUpwon. Kpatwvtag autd ta mARKTpa 6a pubuLoTtel n
neplotpodn kot n B€on yia to CountText pe Baon tn véa aykupa.

e AAN\AG&te TV T Pos X tou otolxeiou Rect Transform o€ 10 kat tnv tiurn Pos
Y o€ -10 yLa va To anmopakpUVETE Alyo armo tn ywvia.

vas Renderer

Cull Transparent Mest

v TextMeshPro - Text (Ul)

Text Input

4. Endaviote TNV TIHA HETPNONG
1. Eloayayete ™ BLAL0ORkNn TMPro.
e Avoifte to oevdplo tou PlayerController oto mpoypappa enefepyaciog

oevaplwv.

e [lpocBéote TNV akdAouOn véa ypapupun KwSIKa KATW arod TG AAAEG SNAWOELG
«xpnong»:
using TMPro;



2. AnAwote pia véa HeTaBANTA KELHEVOU.

e Kdtw amd tn petafAntn taxvtntag, SnpLoupynote pia vea HeTaBAnTA yLa To

Kelpevo oag:

public TextMeshProUGUI countText;

3. Anpoupynote pa véa ouvaptnon SetCountText().

e Kdtw amd 10 oyoupo AyKLoTPo KAELCLLOTOG TNG ouvaptnong OnMove ,

adnote Eva Kevo Kat tpooBEate TRV akdAouBn véa Asttoupyia:

void SetCountText()
{

countText.text = "Count: " + count.ToString();

}

4. KaAéote 1o SetCountText oto Start kot oto OnTriggerEnter.

e [pooBéote TNV akdGAouON ypappn oto t€Aog tng cuvaptnong Evapén yia va

OpLOETE TO KElUEVO OTNV apxn Tou TtayvidLou:

SetCountText();
e Méoa otn 6nAwon IF yia to OnTriggerEnter , kaAéote Eava tn ocuvaptnon
SetCountText xpnowlomnolwvtag tnv idta odnyia:

SetCountText();

e AmnoBnkeloTE TO OEVAPLO OOC.

5. Avtiotoyiote tn petaBAnti CountText oto napddupo Inspector.

e EmuAé€te to Player GameObject oto mapdBupo Hierarchy kat, otn cuveyela,
oupete 10 CountText GameObject otnv untodoyr Count Text yia va

avadpEPETE TO oTOLXELO KELUEVOU UL.

ZNMAVTIKG: AUTO TO Brpa lval TTOAU ONUAVTLKO Ko EUKOAO va TO XAoETE. EQv dev
KAVETE aUTO T0 BrApa, Ba deite éva opaipa NullReferenceException oto mapdBupo
™G KovooAag kat to matxvidt oag ev Ba Aettoupynoel.



5. Anpovpynote Eva pivupa ARENG mayvidiov
1. Anpoupynote éva véo keipevo "You Win" GameObject.

e XtomoapdBupo lepapyia, kavte Se€i KAk > Ul > Keipevo - TextMeshPro kat

HETA peTovoudote To o€ "WinText"
e XtomopdBupo EmBewpntng, aAAdSte To Kelpevo o "Kepbilete!”
e Oplote To XpwHa Vertex og pavpo.

e Oplote TO HEYEOOC YPAUUATOOELPAG O 32 KAl KAVTE TO E €vtovn ypadn, av
BéAete.

e PuBuiote t otoixwon oto Kévtpo .

e Xt0 otolxeio Rect Transform , opiote tnv Tiur Pos X o€ 0 kat to Pos Y o€

nepinou 100 .

e KAvte MPOEMLOKOTNON TOU KELWLEVOU OTNV TIPOPBOAN TLaXVISLou Kat, otn

OUVEXELQ, aoBNKEVOTE TN OKNVI €AV E(0TE LKAVOTIOLNLEVOL LLE TO KELEVO.

2. AnAwote pia HeTaBAnTi yLa To KELHEVO GOG IOV EiVal ATEVEPYOTIOLNEVN OTNV
apxn.

e Xtn 8éoun evepyelwv PlayerController , Snulovpynote pla véa dSnuooia

HeTaPAnTn, Tou tumtou GameObject, katl ovopdote tnv "winTextObject":
public GameObject winTextObject;

e Xtn ouvaptnon Evapén , mpooBeote TNV akdAouOn ypoppn Kwdika yLo va

QTOKPUETE TO KELUEVO Win amto TpoemiAoyn Katd tnv évapén:

winTextObject.SetActive(false);

3. Epdaviote 1o Keipevo otav cuAAEyovtal OAeG oL mapaAaPEg.

e X1n ouvdptnon SetCountText, kAtw amo tnv odnyia mou opileL TNV TLUA
HETPNONG TOU KELUEVOU Slemadng xprnotn, mpooBeate TNV akoAouBn dnAwon
IF:

if (count >=12)

{

winTextObject.SetActive(true);



}

Inpavtkd: Opovtiote va alda&ete tov aplBuo "12" oe éoa PickUp GameObjects
EXETE MPAYUATLKA OTO TOLYXVLIOL 0OC.

4. Avtiotouyiote ™ petapAntr winTextObject oto napaBupo Inspector.
e AnoBnkevote To oevaplo oag kat ermotpéPte oto Unity Editor.

e EmAé€te o Player GameObject oto mapdBupo Hierarchy kai, otn cuvéxela,
oupete to WinText GameObject ano to napabupo Hierarchy otnv unodoxn
netaPAntic WinText Object .

der Pipeling/Lit

Front

5. AOKLUAOTE TO TaLyVvidL oog.

e AmoBnkeloTe TN oKkNVA Kal LeTaBeite otn Aeltoupyia avamapaywyng yla va
SokLpdoeTe TIG aAAayEG oag.

e To kelpevo vikng Ba mpémnet va epdavitetal 0tav cuAAéyovtal OAa ta PickUp
GameObjects.



Count: 12

TeAwko deiypa osvapiov

PlayerController.cs

using System.Collections;

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

using UnityEngine.InputSystem;
using TMPro;

public class PlayerController : MonoBehaviour

{
// Rigidbody of the player.
private Rigidbody rb;

// Variable to keep track of collected "PickUp" objects.
private int count;

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

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

// UI text component to display count of "PickUp" objects
collected.

public TextMeshProUGUI countText;

// UI object to display winning text.
public GameObject winTextObject;



// Start 1is called before the first frame update.
void Start()

{
// Get and store the Rigidbody component attached to the

player.
rb = GetComponent<Rigidbody>();

// Initialize count to zero.
count = 0;

// Update the count display.
SetCountText();

// Initially set the win text to be 1inactive.
winTextObject.SetActive(false);

}

// 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);

}

void OnTriggerEnter(Collider other)

{
// Check 1f the object the player collided with has the
"PickUp" tag.
if (other.gameObject.CompareTag("PickUp"))

{
// Deactivate the collided object (making it disappear).

other.gameObject.SetActive(false);



// Increment the count of "PicRUp" objects collected.
count = count + 1;

// Update the count display.
SetCountText();
}

}

// Function to update the displayed count of "PicRUp" objects
collected.
void SetCountText()
{
// Update the count text with the current count.
countText.text = "Count: " + count.ToString();

// Check if the count has reached or exceeded the win
condition.
if (count >= 12)
{
// Display the win text.
winTextObject.SetActive(true);

}
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