MNpooOnkn Al Navigation

1. Emiokonnon
Y€ 0UTO TO ogpLvapLo, Ba:

e PuBpiote éva Baoiko neptfariov Unity 3D pe GameObjects maiktn Kot
exBpou.

Edapuodote to NavMesh yia mAoriynon exBpou mou Baciletal o€ Al.

MpooBEoTE OTATIKA KOl SUVOLLKA EUTTOSLA LA VO TIPOKAAECETE TOV TTalKTN.

ZuvOnKeg vikng kal amwAglag Kwdika xpnotuonowwvtag scripts Unity.

MéxpL To TEAOC auTOoL TOU oepvapiou, To malxvibl oag Ba poldlel KAMwWE €TOL EQV O
TALKTNG XAOEL
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Kat to mayvidt oag Oa poldlel KAnwg £ToL €AV 0 MAKTNG KEpSIOEL:
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2. Anpouvpynote €vav ex0po
1. Anpoupynote éva kevo Enemy GameObject.
e Anuoupynote éva kevo GameObject kat petovopdote 1o o€ "Enemy".

e Emavadépete reset 1o otoxeio Transform tou Enemy GameObject yia va to

TOomoBeTROETE OTNV APXN.
2. NMpocBéote évav KUBO yLa To cwpa Tou exOpov.

e 1o mapaBbupo lepapxia, kavte Sel kKAlk oto Enemy GameObject kat
eruAé€te 3D Object > Cube kat petd petovopdote 1o o€ "EnemyBody".

e Oplote ¢ TLpEG KAipaka o€ 0,5, 1, 0,5 £10L wote va sival ro PnAo
opBoywvio oxnua.
e PuBuiote tn Ofon tou EnemyBody o< 0, 0,5, 0 yLa va TO TOMOBETAOETE MAVW

arno to Ground GameObject.

3. AnpoupynoTe Eva UALKO yLa Tov £X0p0o.

e Kavte 6g€l KAk péoa oto pakeAo YALKA Kal eTUAEETE Anpoupyia > YALKO Kall

HETA LETOVOUAOTE TO UALKO o€ "ExBpog".

e PuBpiote to xpwua Base Map tou UAKOU o€ OTIOLO XpwHo BEAETE yLa TO
Enemy GameObject cag.

e JUpeTe Kol amoB€ote To UALKO Tou Enemy oto EnemyBody GameObject otnv
nipoBoAn oknvAg 1) oto mapabupo lepapyia .

Inueiwon: Na eukoAotepn enefepyacia, iowg BENeTe va amopakpUVETE Alyo To
Enemy GameObject. OupunBeite va petakivioete to yovikd Enemy GameObject kat
OxL uévo to EnemyBody nadi GmeObject.
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3. Anpoupyeiote (Bake) éva NavMesh
1. Anpovpyeiote-Bake €va NavMesh oto édadog GameObject.
e EmAé€te to Ground GameObject.

e Jt0o mopaBupo tou Inspector, emiAééte MPooOnkn otoLxeiov >
NavMeshSurface .

e EmAé€te Bake oto otolyeio NavMeshSurface .
2. Alapopdwote tL va ouuneplAdfete otnv emidpaveia NavMesh.

e JXto mapaBbupo Inspector, oTi; pubuioelg otolxeiwv NavMeshSurface,
xpnotuornotote to Simlwpa (Tpiywvo) yla va avarmntuéete tn povada Object
Collection .

e Avoifte To avantucoopevo pevou LSLothtwv ZUAAoyn avTtikelpévwy (Object
Collection)kal eruAé€te lepapyia Tpéxovtog avtikeluévou (Current Object
Hierarchy.

e EmuAé€te Eava to koupmi Bake .

e Ta ocuMektikd avtikeipeva PickUp GameObject Ba mpénel twpa va
ayvonBouv oto NavMesh.



1. Kavte tov Enemy Agent NavMesh.

e EmuAé€te To Enemy GameObject oto mapdBupo Hierarchy .

e 1o mapaBupo EmBewpntic, emiAééte Add Component > Nav Mesh Agent.
NpooBdnkn otoweiou > Npaktopag MAEypatog mAonynong .

e Oplote TNV BLOTNTA TaxUTNTA OE LA TLUA TEpinmou 2,5 .
2. NMpocBéote éva véo oevaplo EnemyMovement.

e Me emleypévo to Enemy GameObject oto mapaBupo Hierarchy , emihé€te
Add Component > New script oto apdBupo Inspector .

e Ovoudote 10 V€O oag oevaplo "EnemyMovement".

e Xto mapdbupo Project , LETAKIVAOTE TO OEVAPLO ATIO TOV PL{LKO PAKEAO
Assets otov ¢pakeAo Scripts .

e Avoifte To VEO oevaplo yLa emeepyaocia.
3. NMNpocBéote pa petaBAnti yia avadopd oto ototxeio Nav Mesh Agent.

e [lpocBéote TNV akoAouBn 6nAwon "using" otnv kopudn Tou cevapiouv,
OKPLBWG KATW OO TN VPO Xpnotponowwvtag to UnityEngine:

using UnityEngine.Al;

e [lavw amod tn ouvaptnon Start, mpooBEote TIg akdAouBeg SUo VEEC
HeToPANTEG:

public Transform player;

private NavMeshAgent navMeshAgent;



e XTn ouvaptnon Start, mpooBéote TNV akOGAouBn ypaupn Kwdlka yLa va
ekxwpnoete tn petaBAnt NavMeshAgent :

navMeshAgent = GetComponent<NavMeshAgent>();
4. Opiote Tov MPooplopo tou Enemy GameObject wg 0£on tou Player GameObject.

e Xtn ouvaptnon Update, mpooBéaote Tov akdAouBo kwdika yla va
EVNUEPWOETE TOV MPOOPLoO Tou Enemy GameObject oto Player
GameObiject:

if (player != null)
{
navMeshAgent.SetDestination(player.position);
}
5. Ekxwpnote tn petafAntn tou player.
e AmnoBnkevoTe To 0evAPLO Kal eTLoTpEYTe oto Unity Editor.

e EmAé€te To Enemy GameObject oto mapdBupo Hierarchy kai, otn cuvéxela,
oupete 1o Player GameObject otnv untodoxn Player tou octoleiov oevapiou
EnemyMovement oto tapaBupo Inspector .

ZNUAVTIKO: AuTO To Bripa eivat TTOAU onUAVTIKO Kal eUKOAO va TO XAOoeTe. Edv Sgv
KAVETE auTo To BAua, Ba deite éva opaipa NullReferenceException oto mapdbupo

¢ KovooAag kat To mawyvidt oag dev Ba Aeltoupynoet.




6. AOKLHALOTE TO TTOLLYViSL.

AmoBnkeVOTE TN OKNVI KAl TPEETE TO TaXVIOL.
To Enemy GameObject Ba mpénel Twpa va kuvnynoet to Player GameObject.

Eav 6ev Aettoupyel, pnopeite va deite ta mAnpn deiypata oevapiov oto T€Aog
ouTOoU TOoU oepLvapiou.
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5. ANULOUPYROTE OTATIKA EUMOSLA

. Anpovpynote pa oLk ia oo epnodia.

Anuloupynote €va véo kUBo GameObject kat, 0Tn CUVEXELA, XPNOLUOTIOLOTE
Ta epyaleia kivnong, meplotpodnG Kot KALLAKAC YLO VO TO HETATPEPETE OE
€va evdladEpov epmodlo.

EnavaAaBete auth tn Stadikaoia yla va dSnuloupynoete eMMAEOV EUnodia
SLaPOPETIKWV OXNUATWY KoL HEyEBwWV.

Opovtiote va peTATpEPETE TOUAAXLOTOV VA QVTLKELUEVO OE PAUTIA YLa VOl
SOKLUACETE TG LkavoTnTeg Tou Enemy GameObject oag yla avappixnon os
TAayLa.

2. Zupneplhapete ta eunodia oto otoixeio NavMesh Surface.

2to nmapabupo Hierarchy , cUpete kdBe eunddlo GameObject oto Ground
GameObject yia va ta kavete child GameObjects.



ErmuAé€te to Ground GameObject kat emé€te Eava Bake oto otolxeio
NavMesh Surface yia va avadnuloupynoete to NavMesh pe tnv
eVNUEPWUEVN Slapdpdwon epmodiou.

Oa npémnel twpa va Seite TN meploxn yupw amnod ta eunodia nmou ival
OKOALOUEVA amo TtV UmAe ertikaAlun NavMesh Surface otn oknvi.

3. NpoocapuooTE TG PUOHICELS MPpAKTOPQL.

210 otolxeio NavMesh Surface, amnoé to avantuooopevo pevou Agent Type,
emuAé€te Open Agent Settings . EvaAlaktikd, pnopeite va emihééete Window
> Al > Navigation(NapaBupo > Al > MAonynon.)

H ab&non tou 0P oug tou Brinatog Ba emtpédel otov Agent va aveBeL oe
vPnAotepeg emudAvELEC.

H ab&non ¢ péylotng kAlong Ba emitpéPel oTov MPAKTOpA va avePREL O€ TLO
anoétopoug Addouc.

4. AOKIMAOTE TO TaLXVidL ooG

AokLpdoTe To atyviblL oag Kot MELPOPATIOTEITE PE SLOPOPETIKEC puBULOELS
TIPOKTOPWV.
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6. ANLOUPYNOTE SUVOULKA EUTOSLA
1. Anpovpynote évav eAadpu, KwwoUpevo KUBo.

e Anuoupynote éva véo kUBo GameObject kol LETOVOUAOTE TO O€
"DynamicBox".

e KALLOKWOTE KoL TOTTOBETOTE TO KOUTL CUUDWVA LLE TIG TTPOTLUAOELG 0OC OTN
oKknvn.

e Anuoupynote éva veo UALKO pe To ovoua "Dynamic Obstacle", dwote tou éva
XPWHOA KAL QVTLOTOLYLOTE TO OTOV VEO KUBoO.

e JXto mapdBbupo Inspector , mpocOéote £va véo otolyeio Rigidbody kat, otn
OUVEXELD, HEWWOTE TN pala MASS oe nepinou 0.1, WOTe va pmopet va
HETaKLvnOel Lo eUKoAa.

e AOKLUAOTE TN OKNVA KAl tapatnenote otL to Enemy GameObject mepva
kateuBelav péoa amnod to SUVAULKO EUmodLo.

2. Kavte tov KUBo gunodio NavMesh.

e EmAé€te To DynamicBox GameObject kat, otn ouvéxela, avalnTioTe Kot
npooBéote to otolyeio NavMesh Obstacle .

e Evepyormounote tnv entdoyn Carve oto otolxeio NavMesh Obstacle .
3. Metatp£YPTE TO OE MPOKATAOKEUAOUEVO.

e JYUpete 10 DynamicBox GameObject ano to napabupo Hierarchy otov
¢dakeho Prefabs oto mapabupo Project . Auto Ba Snuloupynoet pLa
npokataokeun Tou DynamicBox GameObiject.



e Avtlypdlte Kal SLOCKOPTILOTE TA TIPOKOTOOKEUACUEVA OTLYULOTUTIOL TOU
DynamicBox otnv neploxn matyvidlol onwc B€AeTe.

Inueiwon: Mrmopel va BEAETE va SnNULOUPYNOETE £Va KEVO YOVLKO QVTIKELLEVO yLa VOl
Kpatate 0Aa autd ta DynamicBox GameObjects ywa va Siatnpeite to napadupo

lepap)xiog 0O TOKTOMOLNUEVO KoL OPYAVWHEVO.

4. AOKIUAOTE TO TaLXVidL oo,

e [epapatioteite pe SladopeTkEG oTolBEC SuVaLKWY EUmodiwy yLa va
dtiaete TNV O SLOOKESAOTLKN TEPLOXN) TIALXVLSLOU.

Count: O
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7. O¢ote TIg TPOUTOOE0ELG VIKNG KOL TTAG

1. NpooBéaote P cuvONKN AMWAELOG TTOU KATAOTPEPEL TOV TTaikTn Kot AE€L
"Xavewg!"

e Avoifte to oevaplo tou PlayerController .

e [pooBéote tnv akoAoudn véa cuvaptnon OnCollisionEnter mpv ano tnv
TEALKA QlYKUAN OTO OEVAPLO:

private void OnCollisionEnter(Collision collision)

{

if (collision.gameObject.CompareTag("Enemy"))
{
// Destroy the current object
Destroy(gameObject);
// Update the winText to display "You Lose!"
winTextObject.gameObject.SetActive(true);

winTextObject.GetComponent<TextMeshProUGUI>().text = "You Lose!";

2. NMpocBéote pla stikéta "Enemy" oto EnemyBody GameObject.
e AnoBnkevote To oevdplo kal ertotpéPte oto Unity Editor.
e EmuAé€te to EnemyBody GameObject oto mapdBupo Hierarchy .

e Xt0 mapdBupo EMBOewPNTAG, EVIOTIOTE TO AVATTTUCCOUEVO pevoU Tag
Etwkéta kat emiheé€te Add Tag MpooOnkn eTkétag .

e EmAé€te to Kouumi MPocONKN ( +) yLa va SNULOUPYHOETE LA VEQ ETIKETA KOl
va TNV ovopaoete "Enemy". BeBalwwBeite 6tL n xprion kepalaiwv avtiotoiyel
O€ OUTO TIOU YpAYaTe O0TOV KWOLKA 0ag.

e AmoBnKeVUOTE TN VEA ETLKETA.

e Xto mapdbupo Inspector , emAé€te Eava to EnemyBody GameObject kat
OPLOTE TNV ETIKETA TOU 0TN vEQ TIKETAL Enemy . BeBawwBeite otL €xete
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edbapuooel v etikéta oto EnemyBody child maldi GameObject kat 0xL oto
Enemy parent yoviké GameObject.

e ExteAéote o mawyvidt yia Sokiun — twpa, 6tav 1o Enemy GameObject
OUYKPOUETAL UE ToV Ttaiktn, To Player GameObject kataotpédetal Kal To
EVNUEPWUEVO KElpEVO eudavilel "Xavelg!"

3. KataotpéPte to Enemy GameObject 6tav o naiktng Kepdilel.
e Avoifte {ava to oevaplo tou PlayerController .

e Xtn ouvaptnon SetCountText, mpooBéate TNV akdGAoUON ypapun Kwdika yla
va kataotpePete To Enemy GameObject:

Destroy(GameObject.FindGameObjectWithTag("Enemy"));

4. AoKLUAoTE TO OAOKANPWHEVO TTALXViSL o,
e AmnoOnKkeVUOTE TO CEVAPLO KAl ETLOTPEYTE OTO TIPOYPAUUA EMEEEPYATLAG.

e ExteAéote TO MouyvidL yia va SOKLUACETE TNV Katdaotaon vikng. Otav
oUMAEyete O0Aa ta PickUp GameObjects, to Enemy GameObject
KaTaoTpEDETAL.
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TeAwa Seiypata osvapiov

PlayerController.cs

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

{
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// 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 "PickUp" objects collected.
count = count + 1;

// Update the count display.
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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 1f the count has reached or exceeded the win
condition.
if (count >= 12)

{
// Display the win text.

winTextObject.SetActive(true);
// Destroy the enemy GameObject.

Destroy(GameObject.FindGameObjectWithTag("Enemy"));

}
}

private void OnCollisionEnter(Collision collision)

{
if (collision.gameObject.CompareTag("Enemy"))

{
// Destroy the current object

Destroy(gameObject);

// Update the winText to display "You Lose!"
winTextObject.gameObject.SetActive(true);
winTextObject.GetComponent<TextMeshProUGUI>().text =

"You Lose!";

}

}
EnemyMovement.cs

using UnityEngine;
using UnityEngine.AI;

public class EnemyMovement : MonoBehaviour

{
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// Reference to the player's transform.
public Transform player;

// Reference to the NavMeshAgent component for pathfinding.
private NavMeshAgent navMeshAgent;

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

{

// Get and store the NavMeshAgent component attached to this
object.

navMeshAgent = GetComponent<NavMeshAgent>();
}

// Update is called once per frame.
void Update()
{
// If there's a reference to the player...
if (player != null)
{

// Set the enemy's destination to the player's current
position.

navMeshAgent.SetDestination(player.position);

}
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