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Befoiwovw ot giuor o ovyypapéas avtic e epyocias kai ot kdbe Ponbeia v omolo. giya yio v
TPOETOIUATIO. THGS EIVAL TAPWS AVOYVWPIOUEVH] KAl OVAPEPETOL aTnV epyacio. Emiong, éxw kataypdyel
TG OTOIES TNYES OTO TG OTOIES EKAVO, XPNON OE0OUEVMY, I0EWYV, EIKOVMWV KOl KEWEVOD, EITE QVTEG
avapépovror axpifag gite mopappaouéves. Emmléov, fefoucvve ot avty n epyoacio mpoetoyudornke
OO EUEVO. TIPOOWTIKG, EIOIKG ¢ OIMAWUATIKY gpyaoio, oto Tunuo Muyovikav IAnpopopikng kat
Hlextpovikav Zvotqudtwv tov ALIIA.E.

H mapodoa epyacia amotedel mvevuatiky 1doxtnoio tov oty Pwooion Evdyyelov mov v
EKTOVNOE. 2TO TAGIOIO THG TOMTIKNG QVOIKTHG TPOCPOOHS, O GUYYPOPENS/ONUIONPYOS EKYWPEL OTO
Miebvés  Tovemoriuio s EALGdog ddeto. ypnons tov OlKOIWOUATOS OVOTOPOYWYNG, O0VELGUOD,
TOPOVOIATNS GTO KOIVO KOl WHPIOKNG OLGYVONS THS EPYOTLOS O1EBvaS, oe NAEKTPOVIKY UOPPH Kol o€
OTOLOONTOTE  HEGO, VIO OLOGKTIKODS KOI EPEVVHTIKODS OKOTOVS, avev avioAldyuotos. H oavoixty
wpooPoon oto TANpES Keluevo TG EPYaciog, Oev onuaivel ko 010VORToTE TPOTO TOPOYDPNON
OIKQIWUATWV OLOVONTIKNHG IOIOKTHOIAS TOV OGUYYPAPEQ/ONUIOVPYOD, OVTE ETITPEMEL TV AVOTOPAYDYY,
OVAONUOGIELTN, OVTIYPOYH, TWANGH, EUTOPIKY ypHoy, olovous, ékdoar, uetopoptwon (downloading),
avaptyon (uploading), petappaocy, tpomomoinon ue owoI0VONTOTE TPOTO, TUNUOTIKG, 1 TEPIANTTIKG. THG
EPYOOLAG, XWPIS TH PHTH TPONYOVUEVI] EYYPAPH TOVOIVESH TOV OVYYPAPEG/ONULOVPYOD.

H éykpron g dmlopatiknig epyoasiog and to Tuipa Mnyoavikov ITinpogopikng kot Hiektpovikmv

Yvotpdtov Tov Atebvovg Iavemiompiov ¢ EALGSOC, dev DTOINAMVEL ATOPAITHTOSC KOl 0IT0d0oyN
TOV OTOYE®V TOV GLYYPAPEX, €K LEPOLS Tov TunpaTog.

«Apiépwon»



IIpoioyog

H mtoyuokn epyacio mov avélaPa €xel og Bépa v onovpyia 3D yopaktpov HEC® €VOG
customization pgvov, e 1o onoio Pmopel 0 TOIKTNG VA ONOVPYNGEL KO TOL YOPAKTNPO KOl VO TOV
mePAoEL LEGH 0TO O Viol Yo va Taiel.

O Aoyoc mov avélofo ovTH TNV TTUYWOKY, €ivol emeld] Hov opécel TOAD 1 dnuovpyic
oy vidlov kot Hfeia va e&aoknbm, dote Vo akolovONom 6Tto PEALOV KOopLEpa TAV® Gt dnuovpyia
moryviduwv. ‘Exo avacyolnbei oto mapelBdv kot povog pov pe 1o game developing, kvpiog pe
xpnon tov Unreal Engine, 10 omoio Bewpd 6Tt givor éva mOAD KOAO mpoOYypoppo Onpuovpyiog
TOVISLOV, aALE TOTEV® TG givar kKaAd va pdbw vo ypnotporoid kot to Unity, doTE vo umopod va
acyoAn0d Kot e Ta 2 engines ov yYPEICTEL.



Iepiinyn

To 6épa g mruyloKég epyaciec mov avérafa, sivor n dnpovpyio Kot to customization 3D
YOPOKTAP®V, UECH €VOG TOVIOOD GTO OMOoio Umopel 0 TaikTng v dMuovpynoel tov 6kd Tov
YOPOKTAPO KO VO TOHEEL.

H vlomoinon g mruylokng €ywve péow tov tpoypappdtov Blender (yio tnv onpovpyia tomv
3D povtédwv) kot Unity (Yo T0 GTAGIHO TOV Tayvidlo) Kot 1 GUYYPAPN TOL KMOOIKA, EYIVE UE TN
YAOooa mpoypappatiopod CH. Anpovpydviag ovtd 1o moyvidlt pUmopeco vo PEATIOCH Kot va
eE0OKNOM TIG YVAOGELS LoV TTAV® G€ ovTOV Tov Topéa, Kobdg kot va pabm S1dpopeg Kovovpyleg
TEYVIKEG Y10, TNV OTLOLPYi oy VIdudY, 01 070l Ha LoV YPNOUEVGOVY GTO UEAAOV.

To maryviolr mov Eptiaga €xel £va LeVOD GTO OTOI0 EMAEYELG TNV GLAN TOV YOPAKTPO GOV KOl
o1 cuvéyelo aAlalelg ta didpopa cTolyeia Tov yapaktipa, pe Baon T euin mov épTinEec. Kabe
QLA €€l KATOlo SLAPOPETIKG GTOLYEl, OMWS Yo Topddetypa o daipovag £xel KEPATA T OToio dev
VIAPYOLV € GAAN @iAN. Emiong o maiktng umopei va aAAGEEL TO, XPOUATO TOV YOPOKTPO KO LETE GTO
EMOUEVO LEVOD UTOPEL VO SIUOPPDGCEL TO TPOGMOTO TOV YOPOKTNPU OTMS TO BEAEL. XTNV GUVEKELN O
moikTnG emAEYeEL 014popo POLYE YL TOV YOPOKTIPO TOV KOl 0lpOV OAOKANPMOCEL TO customization Tov
YOPOKTAPO TOV, Uaivel 6To Tayvidl 6To omoio £yl £va omabi Kol TOAEUGEL KUTON TEPATA, T, OTOIN
TpLyvpvdve pHéca otV TioTo.



«Application for 3D character customization»

«Rossidis Evangelos»

Abstract

The topic of my thesis, is the creation and customization of 3D characters, through a game in
which the player can create his own character and play.

My thesis was implemented through the programs Blender (to create the 3D models and the
animations) and Unity (to set up the game) and the code was written using the C# programming
language. By creating this game I was able to improve and practice my existing knowledge in this
field, as well as learn several new techniques for game creation, which will serve me well in the
future.

The game I made has a menu where you select your character's race and then change the
various elements of the character based on the race you chose. Each race has some different elements,
like for example the demon has horns which no other race has. Also the player can change the colors
of the character and then in the next menu he can shape the face of the character as he wants. Then the
player chooses various clothes for his character and after completing the customization of his
character, he enters the game in which he has a sword and fights some monsters, which roam inside
the map.



Iepreyopeva

L OOAOYOC ettt eie e 3
L e D A W T ettt ettt e et e eeeeaaeeeee 4
ADSIACE. ..ot 5
L e DI OUEV O ettt eaee 6
KOTOAOYOC FMNUGTOV . eeetieiiiiiiiie ittt ee e et et e eieeeeeenneees 10
2 UVTOUOYDOUDIEG . eeeutteetee ittt ettt e et et e r e e e s 11
Ke@Ohoto 10: E1G0yMYN.ueiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiiii 11
Kepdiaro 20: Anuovpyio 3D Movtéhwv 6to Blender.....oeeueeveiiiiiiiiiiiiiiiiiiiiiiiiiiiiie 13
2  ElGO Y OV et 13
2.2Anuovpyio 'e@UeTPIOC MOVTEAOD. couveeesieeiieeiieisieii ettt 13
23S CUIP NG, eeeiieiiiii et 15
2.4UV Unwrapping kot Anuovpyio Normal Map MOVTEAOU.c.veeereeeeiiiiiiiiiiiieiiiiieeienenn. 17
2.5Texture Painting. ...eeeeeeeesiiiiiie ettt 19
2.6I1pocOnkn Shape Keys [0 To TIpOCMIO.cuveeeerieiiiiiiiiiiiiiiiiiiiiiiiiieiieeiieeiieenn 19
2. 7TMOoVTEAD ZTOUYEIMV XOPOKTI DOk eeueeeeietieieeieie ittt 20
2.8Assets [Tov Kataokevaotnikov Me To Blender.....ouueeeeeeeeeeiiiiiiieiiiiiiieiiiiieeeeiieeeenne 21
Kepdraro 30:Anpovpyio Animation 610 Blender....ooeeeeeiiiiiiiiiiiiiiiiiiiiiiiiiieiiee 22
3 B GO OV e 22
3.2Rigging Model & Weight Painting..........coeeeeeiiieiiiiniiiiiiiiiiiiiiiiiiiiiiiiieeieeeieee, 22
3.3ANuoVP Yot TOV ANIMAION. .ecuueiiiiiiiiiiiiitieiiiie ettt 23
3.4Emnetepyacio Etowwv Movtéhwv o Xpnon 1o ANImMations.....eeeeeeeeseeieieiiieeaeeenes 23
3.5Eaywyn Movtéhav e Mopei) FBX T XpNon 310 UNity..eeeeereeieeiiiieiiieiieenenee, 25
Kepdioto 40: 2116110 TToyvidto0 6TO UNItY..ooueeeeiiiiiiiiiiiiiiiiiiiiiiiiiiiiieeceeeee 26
4 B0y OVttt 26
4.2E100y@y1) ASSEt 31O UNIEY.eouiiiiiiiiiiiiiiiiiieiieeii ettt 27
4.2.1Ipoéhevon Taov Asset Tov Project MOU..euwueeieeeeiiiiiiiiiiieiiiiiiiieeiiee e 27

4.2 2Eiwcaywyn Aikov Mov Moviéhov Ao To Blender 310 Unity.....cceeveeeeeeeeeneeeennenene... 27

4.2 3Eiwcayoyn Etouuov Movtéhomv Ao To Unity StOr€......eeeveeeeeeeeieeeiiiieeieeeeeinnnn. 27




4.3Pv0Ouiceic Tov Asset Amtd To Project Layout WindOW.........eeeieieeeeeiiiiiieeeeeeeeees 28

4.3.1human_male_model modular & human_male_model_modular_humanoid Assets. 28

4.3.2Human_Male Animator Controller ASSet........ccueeeeesiiiiiiiiiiiiiiiiiieiiiieean 30
4.3.3 Anuovpyio Prefabs Assets And Ta Movtéha Taov Xtoyeimv Tov Xapaktipa........ 30
4.3.4Anuovpyio Sprite Images Assets 310 Photoshop.......eeeveeeieeeiiiiiiiiiiiiiiieieiinn, 31
4.3.5Blendshape Slider Prefab ASSet.......ccuveeeiiiiiiiiiiiiiiiiiiiiiieiiiieiiiieiiieieeeeeen 32
4.3.6Enemy Skeleton Animations ASSEtS.......eeeuereueenieiiiiiiiiiiiiiiiiieiiee i 33
4.3.7Skeleton Animator CoONtroller ASSEt......uuuueueeiiiieiiiiiiiiieieieiiieeiieiiieeeeiiiieeee 33
4.3.8Player ANimations ASSELS....ccueuuieiiiiiiiiiiiiiiie e 33
4.3.9StarterAssets Input ACtion ASSEl...c.ueeeueeuueiiiiiiiiiiiiiiiiieiiiiie e 34
4.4 AnovpYio TKNVAOV Kot QUL ueeiieiiiiiiiiiiiii i, 35
4.4.1ZknvN ETAOYNC DUM Gt 35
4.4.2Xxnvn EmAoyNg StotyeimV XoPOKTIOO0 eeueeeeieeeiieeiiiiiiieaiieiiie e, 39
4.4.3Zxnvn Awopdpoaong Ipoo®ToU XoPOKTPO c.veeeeeiieiiiiieieiiisiiiieseeea 43
4.4.4Xxnvn EmAoyNg PoOy®V XOPOKTNOO et 45
4.4, 52KV TTOUYVIOI0U. ettt 49
4.5P0Buion GameObject's Component UT TToyviO100. e 53
4.5.1Component Ul ZknvNg EMAOYNG DUAMIG. eeeeeriiiiiiiiiiiiiiiiiiiiiiiiiiiiecieeeeee 53
4.5.2Component Ul Txknvinc Emroyng Z1otyeimV XopoKTPO. ceeeeeeeeeiieiiieiiiiieeaeeneens 58
4.5.3Component UI Yxnvic Awapdpomwong ITpocdmov XopoKTP. coeweeeeeeereeeeeneneenee.. 59
4.5.4Component Ul Txknving Emidoyng Povymv XopoKTNPO. .oeeeeeeeeeiiieeiiieiiiieean 60
4.5.5Component Ul ZknvAC IO VIS0 . ceuueeeieiieiiiiiiiiieieie e 65
4.6 Animator State MaChine......oueeeeieiiiiiiiiiiiieiiie ittt 68
4.6.1Player Animator State Maching.........c.eceeveeiiiiiiiiiiiiiiiiiiiiiiiiiiiieiiieieee e 68
4.6.2Enemy Al Animator State Machine........c.ceeeeieieniiiiiiiiiiiiiiiiiiciiiiiieieieee 69
4.6.3Human Male Model Animator State Maching..........cceevveeiiueiiiiiiiiiiiiiieiiiieiinnn, 72
4. TBUIA SCHINGS...eeeeetiiiitiiiiiiiiiie ettt e e e 72
Kepdioo 50:Kddukog TTonyvidoto0 210 UNIEY..weeeee i 73
S B G Y O YY) ettt e et e e e e ee et e eeeeeean 73
5.2Evairoyn ZTotyelmV TOU XOPOKTNDO eeeeeieaiieiieiie it 73
5.2.1CustomizeCharacterColors SCrPt.. e ueueeeeieiiiiieiiiiiiiit et 73
5.2.2CustomizeCharacterParts SCTiPt.......eeeueeeiieeieiiiiiieiiiiiiiieiiieiiieeiiee e, 74




5.2.3Ut1SetPartS TranSTOII SCrIDt. . eeeaee 81

5.3P00Oon Blendshapes Tov XopOoKTNPO c.ueeeueeeeiieieiieiiiieieieeiiiieiiiieiiieeiiieeeeiiiiieeeen 82
5.3.1Blendshape Script.......ccccceeieiisiiiiiiiiiiiiiiiiiieseeesesee s 82
5.3.2S5INGIEtON SCIIPE. eeeeiiieiiiiieii ittt 82
5.3.3BlendShapeSIider SCript......ceueeeeueeiiiiiiiiiiiiiieiiieiieieie et eiie i eeieeeeieee e, 85
5.3.4CharacterCustomization SCIIPt......ceueeeeeiiiiieiiiiiieieeieiceeseeesee e, 85
5.3.5BlendShapeSliderEditor SCript......ceeeeeeeeiiniiiiiiiiiiiiiiiiiieiieeiiieiieie e, 94
5.3.6CharacterCustomization Editor SCript.....e.eeeeeeeeieiieiiiiiiiiiiiiiiiiiiiiiiiiieeiiieeeens 97

5.4EmA\0Y1) POUY OV XOUPDOKTI DOk v eertiinriitiientiietiietieitiieteeetieeteeetieeeeiieeeeiieeeeiieeeeieeeenns 100
5.4.1TabGroup SCriPt...eeeeeeeeiiieieiiiiiiiie ettt 100
5.4.2TabBUttOn SCIIPT. ueeeeiieiiiieiiiieiiieee ettt 104
5.4.3CameraTransition SCIIPL. ... ueeeseeeeieeiieeeieeiie ettt 107
5.4.4SwitchArmorEquipment SCript......eeeeeeeeeeiiiiiiiiiiiiiiiiieiiiiieei i 111

5.5KOOKOC AT TOU EYOPOV. ittt 113
5.5.11dleState Script (StateMachineBehaviour).........oc.eeeeeeeiiiiiiiiiiiiiiiiiiiiiiiiieieeeenn 114
5.5.2WalkingState Script (StateMachineBehaviour).......oceeeeeiiiiiiiiiiiiiiiiiiiiiiieeenene, 115
5.5.3ChasingState Script (StateMachineBehaviour)........o.oceeveeeviiiiiiiiiiiiiiiiiiiiienne, 117
5.5.4AttackState Script (StateMachineBehaviour)..........ceeveeieieeiiiiiiiiiiiiiiiiiiieeeennne 117
5.5.5ENCMY SCIIPE.teetiiiiiiiiiieiiie ittt 118
5.5.6FaceHPSIliderAtPlayer SCTipt. .. ueeueseeeiiiiiiiieiiiieiiiieiiieiiieeieie e, 119

5.6COoIIAEr OMAOU .eeeeieiiiiiiiiieieees e 120
5.6.1StarterAssetsInputs Script (Mévo Eva MEpoc Tov Script)..cveeeeeeeeeieeiiiieeinneeee.. 120
5.6.2ThirdPersonController Script (Méovo Eva M£pog Tov Script)...veeeeeeeeeeeeieeinenenn. 120
5.6.3WeaponCollider SCript.. e ueuseesieiiisiiiieiieieseee e 121

5.811epiotpon Tov Xapaktnpa 310 Menu EAOYNC. eeeeeiieiiieiiiiiiiiiiiiiieeeieeenn 122
5.8.1R0tateCharacter SCIIPL.....ueueeeiiiiiieeiieiiie ittt 122

5.996ptwon Orhwv Tov Emloyov And To Menu 210 TToyVidt . weeeeeeeeeeeeeiieeeaenn. 124

5.10SecondaryCustomizationHelper SCript.......eeeueeeeeueeeieuiieiiiiiiiiiiiiiiiiiiiieeiiiiiieeeeeenn, 125

Kepdraro 60:ITapdderyno Xpnong [oyvioron omd TTodyTn. e 125

6.1 E1G0YOYN. e 125

6.2Zknv1 EmA0yNg UG XOPOKTDO. teeuveeeiierieieiietiiieieeiiieiieiieeieeiieeeiieeeiiieeeiieeeas 125




6.32xknvN EmAOYNC ZTOUYEIMV X OUDOIKTIID: e tteeeeeeeeeeeeieeteeeeeeteeeeeteeeeeeeeeeeeeeeeeeeeeeeeeereeenaaees 126

6.4Zxnv1 A1apudpe®onc IPoGAOTOV XOPOUKTNDOk. eeeeeeeeiiiiiiesiieieiiiieseieeseaeeee 127
6.5Zxknvi EmAoync POUY®MV XOPOKT DO cueeeeeiieiieieieeieseeiese e 127
6.62KNVN TTOUYVIOTOU. ettt 129
Ke@dAoo 70:I1p0TAGEIS BEATIOONG.eeueeieeeieieieeeeeeeeeeeeeee e 129
BIBAIOT PADIA . .ottt eeeeieeeeeeeeeeeeeennn 130




Kataroyogs Zynuatov

10



YOVTOHOYPOQiES

AIITAE Aebvég IMavemomuo EALGd0g
ILE. [Truyoxn Epyoacia

AlL Artificial Intelligence

GUI Graphical User Interface

Ul User Interface

Kepaiao 1o: Ewsayoyn

H mroyuokn epyacio mov avélaPa €xel og Bépa v onovpyia 3D yopaktpov HEC® VoG
customization pevov, e 10 onoio Pmopel 0 TOIKTNG VO ONOVPYNGEL KO TOL YOPAKTNPO KOl VO TOV
mepdoel péoa oto moryviol yuo va maigel. H onpovpyia tov poviélmv viomomnke péom tov blender
Kot to moyvidt eudytmke oto Unity engine. Emiong m yA®ooco mpoypopUATIGUOD  TOL
ypnowomrotdnie frav n C#.

O Abyog mov ovéloPa avth TNV TTUYOKY, €ival €meldn Hov apfcel TOAD 1 dnpovpyio
oy vidlov kot 0o va eEaoknbm, dote vo akolovdnom oto pEALOV Kaplépa TAvm ot dnpovpyio
oy violov. ‘Exo Eovacyoindel oto mopehBdv ko pdvog pov pe 1o game developing, kKupimg pe ™
ypfon tov Unreal Engine, to omoio Oswpd 0TL givar €va modd KoAd mpdypappo, dnpovpyiog
ALY VIOIOV, OAAG TIOTED® TG eivar KOS va pdbo va xpnoiporod kot to Unity.

To xeipevo ¢ mTVYLOKNAG Elval YOPIOUEVO o€ 7 KEPOAQLD, TOL OO0 LIE TN GEPA TOVG Elvan
YOPIGUEVO, GE APIOUNUEVEC EVOTNTEG KOl VTTOEVOTNTEC.

To TpmdTO KePAAGLO €lvol 1] El0AYWYN GTO OTTOL0 YPAP® Alyd A0yl Yio TNV TTUYLOKN LOV KOl OVOQPEP®
Tt B0 aolovO1|oel 6T ETOUEVE KEQPAALA.

To devtepo kepdrao €xet Bépa ™ dnpovpyia 3D poviédwv oto Blender, oto omoio avaivw
T Owdkacioc Tov oKoAovONcA Yy vo OMUOLPYNO® KOl Vo EMEEEPYACTA TO LOVIEAQ TOV
¥XPMNOLoToiNca 6To Tayvidl. Avaidm dnAadn o€ 6Tadl TG SNUovPYNGO TO LOVTEAD TOV YOPOKTHPA
OM®G €MIONG KOl £V TOPASEYHO Y10 TO T®G ONUOVPYNoa €Va amd TO HOVIEAD TMV GTOLEIDV TOV
XOPOKTAPO, ONAAOT HOVTELD OTTMG aVTLd, KEPaTo Kot To Aourd. TéEAOC avapépm mola asset eivol avtd
7oV oMovpyHOnkav oto blender. To povo Tpdypa Tov 6ev AVoAD® G OLTO TO KEPAAULO Eival OTL £)El
Vo KAveL [l To animation ToL YopaKTHP, S1OTL AVTO TO AVOAD® EEY®PIOTA GTO ETOUEVO KEPAANLO.

To 30 kepaiato £xel Oépa v dnuovpyia animation oto blender. Edd avolvm ce otdda v
Swdkacio Tov aKoAovONCA Yo Vo dNHOVPYCE TOV GKEAETO TOL HOVTEAOL KOl GTNV GLVEXEW VO
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OMNoOVPYRo® TO animation YPNGILOTOINGO OTIG OKNVEG TOL HEVOD 6To Tatyviol. Emiong avaidm v
ddwkacio Tov akoAovONco OCTE Vo EMeEEPYOOTO KOl VO TPOCUPUOCH TO ETOLUN HOVIEAD TOV
POLY®V, AGTE V. LITopoV va ypnoiporonfolv e Ta animation Tov ToyVISI00 Kol TEAOG AVOPEPD TIG
pvlpuicelg mov £éPaka ®ote va kave efaymyn ovtd to poviédo Kol To animation ywo va
yxpnoworoinbovv apydtepa oto Unity.

To tétapto xepdroo €xel g Oépo to otioyo tov mayvidiov oto Unity. ESd avoivwm
0AOKANPO TO GTNGIUO TO TALYVISIOD EKTOG OO TOV KMOKO, TOV 0m0io €ENYM GTO EMOUEVO KEPAAALO.
YT1g TPp®TEG EVOTNTES AVTOD TOV KEPUANIOL OVOPEP® TNV TPOEAELGT TV asset oL YPNGIUOTOING
KkaBmg Ko Tdg Ta Efaia péoa oTo project Hov Kol PETA TAC Ta pOOGH HEGH OO TOVS POKEAOVC.
YV cuvéxeld avoAd® T ONUovPYNce TIG okNVEG Kot TL gameobject €PaAa péEcO o€ QVTEG TIg
oKNVEG. AVt M EVOTNTA Elval YOPIGUEVN OE 5 VIOEVOTNTEG Yo Kafepio amd TIG OUAOEG OKNVAV TOL
dnpovpynoa. ‘Enetta 6e GAAn evotnta avald® OAeG T puBuicelg tov component TG TPoNyoOUEVNS
gvomTag. Avtr 1 evOTNTO, OTTMOG KOt 1 TPONYOOUEVT], £IVOL YOPIGUEVT OE TEVTE DIOEVOTNTES, Lo Yo
Kkd0e opdda oxnvav. Téhog avoldm To otioIpo TV State machine Tov wayvidlov, kabdg kot ta build
settings TOv AL VIO100.

To méumto kepdlato £xel g BEpa Tov KOdKa Tov Tayvidod oto Unity. Ed®d avaldm 6lov tov
KOOKO, TOV EYpOya Yio TO Ty vidl Tov omoio £y ywplouévo o€ evOTNTEG e Pdorn v Asttovpyia Twv
olopwv script mov £QTIaEn. OTNV GLVEXELD OVTEG Ol EVOTNTEC €lval YOPIOCUEVEG OE EMUTAEOV
VIOEVOTNTES, Mo Yo kGOe Eeywpiotd script. Kot téhog eivar yopiopévo Kol 6 GAAEG VTOEVOTNTEG,
mote va eENyd Eeywplotd, tov kodwka g kdbe pebddov ya kabe script, av PéPara to script NTov
OPKETE PLEYAAO DGTE VAL SIKALOAOYEITAL O YWPIGUOG.

To éxto KePALUO Yl OC BERA Eva TOPAdEYH YPNONG TOV ToYVIdOD OO TOV TOUKTY. L€
aVTO TO KEQAAUO EENYD TO ALY VIOl KOl TOVE SIAPOPOVE XEPIGLOVG TOV OO TNV TAELPA EVOG Aol
¥pNotn o omoiog mailel To Taryvidl, yio va EEPEL TL KAVEL TO KAOE KOLUTT Kol TG VO, SNULOVPYGEL TOV
YOPOKTAPO TOV Kot va, Tai&el. Avtd T0 KEQALOLO €lval EMIONG YOPIOUEVO GE EVOTNTES, Yo KAOE opdda
GKNVAV TOV TOLYVISL0V.

To 70 xepdloo éxer Oépo kdmoleg mpotdoels Peitidoelg tov moyvidov. Edd dniadn
aVaQEP® LEPIKA TTopadelyata oYeTIKA pe Tt Ba pmopovca Tpochécm, dote va Pertimbel To matyviot.
Kot téhog €y mpocBécel tn Pifloypapio tng nTuylaknig pov otnv omoia £y PdaAel links oe doeg
ceMdEG YpNOOTOINCH, YO VO TAP® TO TPAYUATO TOL YPNOULOTOINGO Yo TNV LAOTOINGCT TNg
TTUYLOKNG LLOV.
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Kepdioro 20: Anuovpyio 3D Movtélmv oto Blender

2.1 Ewayoym

g auTd T0 KEQUAOO EENYD TPMOTO TMG OMOLPYN oA TO apylkod low-resolution povtédo tov
YOPOKTAPO Kol HeTd T £Kavo To sculpting yuo va TpoohEécw Tapomdved AETTOUEPLD GTO HOVTELO
(high-resolution). Ed® avoaAd® povo to HOVTEAD TOV YOpAKTAPW, O10TL TO VITOAOLTO HOVTEL, OGS TO
HOVTEAO T@V avTI®V, &ytve pe v 101 dwodikacio. To poévo emmAéov HovTEAO mov €ENyd eival Ta
KéPATA YTl YPNOUOTOINCH KATOw OlPOpeTIKd epyareio. Metd eényd mwog éxoava to UV
Unwrapping Tov povtéhov, dniadn mog 1o Eedindmoo dote va dnpovpynom pio 2D avamapdotoon
oV 3D poviéAov TOV YUPOKTAPO KoL TNV GLUVEXELD TV dnovpyia Tov Normal Map tov poviélov,
mote va, Tpocbécm v Aemtopépila tov high-resolution povtélov, néve oto low-resolution povtéro,
XOpPic va emPapivel TOLG TOPOVG TOV CLGTHUATOG. META EENYD TMOC YPOUATION TOV YOPUKTIPO KO
émerta mo¢ Onpovpynoo ta shape keys (ta omoia Aéyovtor blendshapes oto Unity), ywo va
SLHOPO®VEL O TTOiYTNG TO TPOCOTO TOV YOPUKTNPO. TNV CUVEXELD EENYD MG EPTIOEN TO KEPOTO KoL
TEAOG OVOPEP® TTOLY LOVTELD KaTaokevaoa 1 enegepydotnka péca oto blender.

2.2 Anpuwvpyio 'eoperpiog Movrélov

Edd meptypdom 10 0apyikd otddlo Tng OMpuovpyiag tov Pactkod HOVIEAOV. EEKIVOVTOG
SEypoya OAo TOL OVTIKEIEVE TOV VINPYOV PEGO Gty oknvni Tov blender kot Totdvtog “Shift + A”,
dvot&a to pevov mpooHnkng avtikelwEvav kol enéiela “Image — Reference”, wote va mpocbécm pia
gikova g blueprint [1] yo v, ¥tic® t0o poviélo pov Tavm ce avtiy (avtictoyn dadikacio £yve Kol
v ta ovtid [2]). Metd éotnoa v gkdva va otéketal 0pbia Kot tnv EBaia Aiyo Ticm ®ote va pnv
glvar akppadg oto kévipo, emeldn ekel Ba pmel o yapaktipag. ‘Emeita dnpovpynca éva duplicate
VTG NG ekovag To ékava rotate 90 poipeg move otov GEmva “Z” Kol TO HETOKIVIGO, MOGTE Vo
oynuoatiel pio yovia pe TNV TpdTN €KOVA Kol avapesa Toug Ba eTtidém tov yapaxtipa. Eniong agov
TOM00ETNG0 COGTA AVTEC TIG EIKOVEG, TIC EPOAa O Evay GAKELD KoL OTEVEPYOTOINGO TO TNV dSLVTOTNTA
EMAOYNG TOV EKOVOV LE TO TOVTIKL (AVTO YIVETOL TATMOVTOG TO EIKOVIOIO TOL TOVTIKION dimAa, omd Tal
avtikeipeva oto Outliner mwapdBvpo wovw 0e€id), GoTE Vo PNV EMAEY® Kol PLETOKIVD KATH AABOC Tig
€IKOVEG, G0 SOVAEV® TTAV®D GTO LOVTELOD LLOV.
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Eucova 2.1 Zmoo Reference Image

2y ovvéyela dnuovpynoa éva UV Shpere, moatovtag “Shift + A” kot petd “Mesh — UV
Shpere” kot 10 omolo gpeaviCeral oto onpeio mov Ppioketor o Cursor (£vag KUKAOG OV PaiveTal GTNV
oKNnvn). Av 0 cursor yio Kamoto Adyo dgv eivor oto world origin, umopeic vo, Tov ETOVAQEPELG TOTOVTOG
“Shift + S” ko petd “Cursor to World Origin”.

Metd petaxivnoa 1o UV Sphere mpog ta méve ekel mov ot €ikdveg diyvouv 10 KEPAAL TOL
yopoxtipa. o PAET® KaAdTepa TOL pETAKIV® TO mesh, Tdtnoa ta TAAKTPa ad T0 Numpad to onoia
eléyyouv Tig Kdpepeg Béaong g oknvig, amd TS omoieg Kupiwg ypnolomoinca v front view
(mAqktpo “1” oto Numpad) kot 1o side view (mAnktpo “37). ‘Emeirra pmmixo oto Edit Mode kot
Siéypoya 10 nicd mesh move oto GE@vo “x” kol petd umnko oto Object Mode (motmvrag “Ctrl +
Tab”) xon perd and to modifiers oto mapdbvpo Properties oto de&i pevov, mpdcobeca Evav Mirror

modifier ko enréreéo Tov X axis kal gvepyomoinaoa. to clipping.

BN

+ Clipping
Merge (& 0.001I m

Ewova 2.2: Properties Window (Mirror
Modifier)

AT £ylve OOTE Vo SIOUOPOOVE® HOVO TNV Hio LEPLE TOV HOVTELOL KOl VO GYNUOTICETOL GUULETPIKA
Ko 1 GAAN peptd avtopata Kot pe to clipping evdvovtol Ta vertices oty PEGT). TNV GUVEYELN UK
miA oto Edit Mode xot Gvoi&o 1o Proportional Editing (matdvtog to mAnktpo “O”), 10 omoio
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petaxvel opaid 6Aa Ta vertices mov Ppiok® KOvid 6To vertice mov HeTaKIVELS, avaioya pe To péyebog
tov Proportional Editing, To onoio aAldlelg pe to mouse wheel. 'Etot dpyioo dtopopedvm to pnoviélo
Eexvovtag amd To KEQAAL KOl O1YA Gy Ty TPOog To KATO.

AoV oloKMpoa TO GYNLLA TOL KEPAALOV, eméletn Kamown faces (ekel mov Ba givor o Aapog)
kot ékavo extrude (mAnkTpo “E”), yuo va dnpovpynom kovovpylo geometry mpog to kite. Emiong
éxava pepkad loop cuts (matdvtog “Ctrl + R” xon petd emiéyelg moéca 0éleig pe to scroll wheel), to
omoio ywpilel To mesh o€ mTEPIGGOTEPO TUNUATO YioL EYELG TEPLOCHTEPO geometry Y10, Vo, SOVAEYELC.
Emumdéov Lo to topology tov povtédov dapopembnke mote 6Aa To faces va &xovv 4 yovieg, kal Ta
faces va. oynpatilovv loops, 0 omoio Pfonddel moAy, ek 6tav TpdKeLTon Yio animated YopPOKTHPES
MOTE VO, NV TOPOUOPPDVOVTOL TEPIEPYO LE TO, animations. AVadSoUOpe®GH EXIONG KOl TO TPOGMTTO
mote va oynpatilel tétowa loops my yOp® and to péTie, To GTONN KTA, ¥pnoiponoldvtag Kot to Knife
tool (mAnkTpo “K”).

Ewcova 2.3: Mapdaderypa Evog Loop Xto pc')cscono

2.3 Sculpting

Ed® meprypdow to sculpting tov poviélov doTE Vo TOL TPOGHECH TEPIGGOTEPT AEMTOUEPLAL.
Eekvavtag apol oloxAnpwoa 10 Pactkd geometry tov poviédov oto Edit Mode, pnrka oto Object
Mode (matdvtag “Ctrl + Tab”) ko petd and o modifiers oto mopdBvpo Properties oto dekl pevo,
éxava apply Tov mirror modifier kot petd npdécheca évav MultiResolution modifier, pe Tov omoio
avénoa 1o geometry Tov povtéAov. Xe avtov tov modifier mdtnoa to xovumi Subdivide péxpt va
otdoel oTnv TN 2 Kot petd purnke oto Sculpt Mode kot watdvog to TAktpo “N”, dvoi&a to options
panel 6t0 Tapabvpo g oknvig Kot exéiela tnv kaptéAa Tool.
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> B Multires

~* Optimal Display

Subdivide
Simple Linear

Unsubdivide

De

- Shape

Apply Basa

Ewova 2.4: Multi-Resolution Modifier

e,

‘Emerta myo oto Symmetry pevod kot eméheéo tov dEmvo ‘X7, ®OTE OTL QTIAYXV® OTO
sculpting otV pio peptd va aAAaler kat oty GAAN. Avtd €yive enedn 1 ovupetpio oto sculpting, dev
umopel va Aetrtovpynoetr pe to Mirror modifier , 6tav vmapyel kot to MultiResolution modifier
(mopdyel mepiepya amoteEléouata OTOV KAVELS apply To mirror).

opth

Tilir x ¢ =z

Ewoéva 2.5: Symmetry Menu

2TV GUVEXELD EMANOO TOV YOPAKTAPO LE TNV XPNoN TOV dapdpwv brushes tov sculpt mode,
T omoio, Ppickoviol 6To PEVOL aplotepd oV gpeaviletal Tot@vTag to TARKTpo “T”. Amd avtd ta
brushes, avtd mov ypnoionoinca teplocdTEPO NTAV TO. crease, smooth, scrape kat grap.

MoMc ohoxkAnpwoo to sculpting, myo oto shape kai mdtnoa to kKovuni “Apply Base” (BA.
Ewova 2.4), dote vo pépm 10 apyikd povtédo (awtd mov @aivetar oto Edit Mode), 660 mo kovtd
yiveton pe o sculpted povtéro.
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24 UV Unwrapping kot Anpovpyioc Normal Map Movtélov

Ed® meprypaom v dwdikasio oo UV Unwrapping kot g onpuovpyiog tov Normal map
tov povtédov. To UV Unwrapping eivor 1 dwadicacio pe tnv onola Eedimimvelg to 3D povtého, dote
Vo amA®OCELS TG emPdveleg Tov péca o€ pio 2D image (UV map). To Normal map eivon éva texture,
670 omoio Kkdavelg bake Tig Aemtouépleg Tov high-resolution povtélov (tov sculpted povrédov), péca
o610 UV map kot petd to npochételg nave oty low-res ekdoyn Tov HoviEAov, MGTE Vo SMGEL TNV
yevdoictnom ot to Hovtéro £xel meplocdTePT AeTTOUEPLL OO OTL EXEL 6TV TTparypatikoTnTa. 'ETot to
low res povtého diyvel oxeddv oo pe to high-res poviého ywpig va emPapdvel Tovg TOPOLG TOV
GUOTNLOTOC.

o va kv UV Unwrap 10 povtélo pov, apykd dvoio €va dgvtepo mapdbupo 610 omoio
éBara tov UV Editor (1 amha totdvtog v kaptéa UV Editing, n onoia avoiyel avtopata to UV
Editor éimha oto 3D Viewport). Metd eméleo 10 poviého ko pmika oto edit mode mote vo
EUPAVIGTOVV Kdmoleg emmAéov emAoyég otov UV editor o1 omoieg eppavifovral povo ato edit mode.
Méoa otov UV editor dvoi&a v puBuion UV sync selection (to gikovidio pe ta 600 Perdkio wov
Kortave og ovtifeteg katevbivoelg), mote va gueavifovrar dha ta vertices péco otov UV editor
aKOo Kot 0Tov dev givat emAeyéva amd o povtélo oto viewport. Emiong evepyomoinca v emioyn
Show Overlays kot amd o pevov tov overlays eméleéa to display stretch mote 6tav kv UV unwrap,
va epeaviCeL e ypdpoTa oV VITapyEL Tapapopewon oto UV texture.

& OWE viw t Image UV = v @ ]~ Male_normal_map

21y ovvéyelo mhveo 610 poviéo péoa and to edit mode, enéieEa mov Ba pmovv ol eyKomég/papés ot
omoieg divouv to onueion oto omoia Oa womel o Bo Eedumhwbel to 3D povtého katd to UV
unwrapping. Avto £ywve emléyovtag ta edges mov BEAm Kkat ot cvvEYELn TaTNoo To TARKTpo "U" Kot
petd v emhoyn mark seam. Avtd ta seam ta EBaho GE GNUELN LOV PALVOVTOVGOV AOYIKO VO, LWITOVVE.,
‘Emerta apov éBaia 6Aa to seam, eméiefo OAa TO. vertices TOL HOVTEAOVL Kol TATNGO TO
mnktpo "U" ko petd v emioyr] Unwrap. Av vmapyouv TePLoyEg ol OTOIEC OEV EYOVVE UTAE YPDLLOL
onuaivel 6Tl TOPALOPPDVOVTAL, OTHTE TPAGHEGH KATOL0 EXTAEOV seams Y10, Va, TO S10pHMow®.

Y1v cvvéyeln axorovdnoe 1o baking tov normal map. Apyid pe 0 HOVTEAO EMIAEYUEVO
Yo 610 mopdbvpo properties koi PETO otV kKopTéAo materials Kot onpovpynca éva Kavovpylo
Material kot to €kovo assign 6to poviého. Metd péoa amd tov UV editor dmuovpynca €va
Kavovpylo image oto omoio £Paia daotdoelg 4096 x 4096 kot to ovopaca Normal Map. ‘Eneita
avotéa ko éva tpito mapdbvpo oto omoio £faia tov Shader Editor, péca otov omoio epupavilet kdmolo
nodes am6 1o emtieypévo Material. Ta nodes mov dnpovpyovvral udve tovg givor to principled BSDF
kot to Material Output. Metd npdcobeco 1o Normal Map node matdvrag "Shift + A" kot eméiela
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Ewova 2.7: Mark Seam Example (Red Lines)

Vector — Normal map kot évoca 1o “Normal” output tov Normal Map node, pe to “Normal” input
tov Principled BSDF node. Eriong npoécBeca to image texture node matmvrog "Shift + A" kou petd
Texture — Image Texture kot péca og ovtd 0 node EPara To Normal Map image mwov é@tiaéa Kot
petd eméle€a amo v emroyn “Color Space”, to Non-Color kot 1éhog évmoa to Image Texture node
pe to Normal Map node.

Ewova 2.8: Nodes Inside Shader Editor

AoV éywvav dlec avtéc ot pubuicelg, Yo va kave bake to normal map, mya 6to mapdbvpo
properties kot HeTd otV Koptéra render kot amd kel dvolga to pevov tov Bake evepyomoinca v
emhoyn “Bake From Multires”, eméleEo to “Normals” oto “Bake Type” kot tdtmoo Bake.
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~* Bake from Multires
Mormals
" Dutput
~* Clear Image

~ Margin

Adjacent Faces

16 px

Ewoéva 2.9: Normal Map Baking Settings

Téhog apov pe v enefepyacio Tov povtélov ékava Apply to Multires modifier.

2.5 Texture Painting

INa va wpocbéceic ypopata 1 textures 6To YOpUKTHPO, UTOPEIC VO TO KAVELS amd TO texture
painting yio TEPIOGOTEP AETTOUEPELN, OAAL YD amAd EPada KATOWN YPOUATO TAVED GE CLUYKEKPLUEVA
faces 1o povtélov.

INo apyn ko pésa oto Material oto onoio mpdcsheca to normal map kon péca otov Shader
Editor éAha&a to base color tov Principled BSDF, g éva ypodpa Tov dEpUATOG Kol OVOUAGH OVTO TO
material “Skin”. ‘Ezeito onpodpynca pepucd oxopo materials to omoio ékava assign 6To KOTOAANAQ
faces Tov povtélov Kot Tovg EfaAa To KATAAANAO Ypdua. Avtd Ta materials To ovopoco EyesWhite,
Eyeslris, EyesPupil kot Lips.

® Lps
-

&~ Skin

Ewova 2.10: Materials Of Character Model

2.6 IIpocOnkn Shape Keys I'la To IIpocmno

Ta Shape Keys ypnoiplonotodvol yio vo Topopop@OCELS/TPOTOTOMGELS £VO, OVTIKEIEVO Kot
Vo amoNKeVoELS AVTES TIG TPOTOTOGELS, YWPIG va TEPAEELG To apykd povtéro. Mmopeig dniadn va
0AAGEELG TO GYAMO EVOG HOVTEAOL Kol Vo amobnkedoelg auth v Tpomomoinon péca o€ €va Shape
Key, to omoio pmopeig va eveEPYOTOIMGELG KO VO OTEVEPYOTOMGELG OTOTE BEAELS, EAEYYOVTOG AKOU
Kot tov Badud mov ennpedlel avtd to shape key 1o povtého, pe v ypnon evog value mov maipvel
Tpég amd 0 €og 1.
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Ewodva 2.11: Shape Keys Window

Avtd ta Shape Keys &govv d1dpopeg ypfoElc, KATOEG ad TIG OTOIEG EIVOL Y10 VO OTLLLOVPYNCELS TA
animation ToL TPOGMOTOL (7Y Y10 VO, AVOTYOKAEIVOVVY TaL LLATLA, VO KOUVAEL TO, PPVILL, TOV, TO GTOUE, TOV
KTA) 1 Y10 va dtopbdoelg kdmota onpeia mdve oto animation tov povtélov (corrective shape keys) ta
omoio. Ogv yivovtal o®OTO HOVO UE Tr ¥PNON TOL OKeAeToL (rig), MOTE TO. animation Gov Vv
TOPOUOPPOVOLY TO HovtéAo pe peyohotepn okpifela. To shape keys pmopovv emiong va
gvepyonomBobv pécm kdmolwv drivers.

v O Hov TEPITTOON OUMG, TO YPNOLOTOINCO MOTE Vo OToONKELG® KATOLEG
TPOTOTOIGEI GTO TPOCMTO TOL HOVTEAOVL MOV, BOTE WETA okaAilovtag ovtd to shape keys, va
umopel 0 maikTng vo SOUOPPDOCEL TO TPOSMTO TO Yopaktpa Tov (oto Unity avtd eivor to
blendshapes a6 Tig oknVvég dapdpewong tpocmdmov PA. Evotreg 4.4.3 & 5.3).

[No va dnovpynow avtd ta shape keys, mya oto mopdbvpo properties Kol ToToo GTNV
Kkaptéha “object data properties” (PA. Ewova 2.11). And exel myo ota shape keys mdtnoo va
npocBécm éva shape key. To mpdto MoV mpootiBetan ovopdleton basis kot givol T0 apykd HOVIELO
(Bdom) oe oxéon pe to omoio dnuovpyodvtar 6Aa To vwoAowma shape keys. To basis shape key dev
Umopeic va o mEPAEELS. XtV cuvEyELo onpovpynca didpopa shape keys, ta omoia avtdouato Egovv
oto medio “relative to”, to mpdto Pacikd shape key (basis), wg onueio avapopds. Ererta ya va
eneepyaotd to shape keys mov éptioéa, enéiela 1o shape key mov f0eha ko umika oto edit mode
moTte Vo, enelepynoT® TO HOVTELO KOl VO 0moONKELTEL OLTH 1) TPOTOTOINGT] GTO GLYKEKPWEVO shape
key. 'Emerta pmaivovtog oto object mode, yw va dsig v oAloyn mpémer va emAEEElS TO
tponomompévo shape key xor va avénoelg v tun Value, n omoia 660 7o mOAD TNV avEAVELS,
TOPOLOPPDOVETOL TO LOVTEAD TTEPLocaTEPO. Ta shape keys mov £ptiaga ftav 36 cuvoAlkd Kot To omoia
Nrav og {evydpla Tov 2 (Min kow Max ywo ké0e onpeio tov Tpoc®dmov Ty Max yio va pOUCKMOGELS Ta
pudyovia ko Min yio va To. pouN&elg Tpog T HEo).

2.7 Movtéha Xrovgeiov Xapoktpo

To povtéha TV OTOLYEIDMV TOL YOPOKTAPA Eyvay pe Tapopoleg dladkacieg pe v dapopd
Kémolwv povtéAwV Ommg o Képata. Xe avutd ypnowomoinco ta NurbsPath pe ta omola 6pioa pio
Stadpopn mov axkoArovdei o mesh yio va oynuatico TV KOUmTOAN TOV KEPAT®V.

21 ovoia dnuiovpynca éva NurbsPath kot tov €dwoo v KopmdAn mov NBsia kol Efola
kamoteg pvbuicelg péoa amd 1o Object Data Properties, otnv kaptéla tov mopabvpov Properties.
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"Emerta dnpuovpynca éva mesh 6to omoio oyediaoa povo Eva kPO KOUUATL amd To KEPATO KOl LETA
avTo 10 £fola TAve oTo path, ®ote vo TOAATANGIACW TO 10610 mesh ToAAEC Popég, akolovddvTog TO

path kot éto1 va oynpatictel To KEparto.

Kot To Yrérowmo [ToAhandactaleTon

Anrodn aeov £eTiaéo To KOUUATL TOV PHOVTEAOL TOL Kepdtov, Tpdcbeca Evav Array modifier, pe to
0omoil0 PTUIYV® TOAAY AVTIYPOPE TOL HOVTEAOL TTOL £PTIOEN KOL TO OO0 EVAVOVTIOL GE £Va. EVIOI0
mesh kot petd mpdcbeca kot éva Curve modifier, oto omoio éBara to NurbsPath mov éptiaéa, dote T0
mesh va akoAovOncel Tnv Topeia Tov path.

Ewova 2.13: Array & Curve
Modifiers

2.8 Assets ITov Kataokegvastnkav Mg To Blender

Ta assets mov £ptiaéa oto blender, ftov ta e&ng:
*  To povtéAo TOL YOPOKTHPA TOV TOLYVIOIOV.
* To Idle animation tov yapaktpa oV wailel oTig oknvég Tov uevod oto Unity.
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*  To ddpopa cToLyeio TOV YOPAKTAPO, OTMS TO AVTLE, TO KEPUTA, Ol OVPEC KTA.
* Ot mavomhieg [3-4], o1 omoieg NTav £toyeg aAld map' OAa cvtd NBelav moAd emelepyascia, M
omoia £ywve uéco amod to blender (BA. Evomra 3.4).

Kepdiorwo 30: Anuovpyio Animation oto Blender

3.1 Ewayoym

e ot T0 KEPAANL0 eENYD TOG £KOVO TO Tigging Tov YopaKTipa, SNAad| TNV Snuovpyia Kot
TNV EVOOUATMOT TOV GKEAETOL GTO HOVTEAO, MGTE VO UTOP® VO ONUIOVPYNCE To animation Kofmg
Kot To weight painting Tov povtélov, Le to omoio 0pioa nd6co Ba TapapopPadvel To kébe bone tov
OKEAETOV, TO. O10pOpo vertices TOv HOVTEAOV. XTnv ouLvEéxew €Enyd 7mwg onuovpynca to Idle
animation mov mailel otig oknvég Tov pevov oto Unity. ‘Emeita oty emopevn evotnto eEny®d mog
eneEePYAOTNKO TO £TOLO LOVTEAD TOV TOVOTAIDV, MGTE VO TPOGUPUOGTOVV TAVE GTO HLOVTEAD TOL
YOPOKTAPO Kot Vo UTopohv va ypnoiporotnfovy pe ta animation. Kot téhog e€nyd tic pvuiceig mov
£€KovaL Yo v KAve export To LovTéAD Kol TOV OKEAETO OOTE Vo Ta TePAo® HeTd oto Unity.

3.2 Rigging Model & Weight Painting

Ed®d meprypaom tnv dwdikocio. Tov rigging tov HOvTEAOL, dnAadn TV Oomuiovpyio. TOv
OKEAETOL TOV UOVTEAOL WE TOV OTOi0 Umopeig va PTIAEELG T animation, kaBdg kot dnpiovpyia Tov
weights Tov povtélov, ta omoia opilovv tov Babud ctov omoio Ha TopaALOPPOVETAL TO LOVTEAD OTOV
KOUVOAG TOV OKEAETO.

INo to rigging, dnuovpynoa évav okeketd (armature) matmdvtog “Shift + A” ko emélela
“Armature — Human (Meta-Rig)”. And avtodv 10 okeretd diéypaya to bones mov dev ypetdlopon Kot
HETE TPOGAPUMGO TOV GKEAETO, YloL VO Umovv To. bones oTic cwotég 0écelg mveow 610 POVTEAD TOL

YOPOKTAPO.

L./'.

Ewoéva 3.1: [lpocapumyn Rig Xtov Xapaktmpa

v ovvéyelwn, eméielo T0 HOVTEAO Kol UETA TOV OKeAETd kou matnoa “Ctrl + P” yuo va
EVOO® TO LOVTELO LE TOV OKEAETO He automatic weights, 1o omoio mpochétel poévo tov ta. weights
otov yopaxktipa. Ermerta pmike oto Weight Painting Mode, evepyomoinco v emioyn “Auto-
Normalize” and v xaptéia “Active Tools and Workspace Setting” oto moapabvpo Properties kot
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dopboca ta weights 6mov ypelaldtav, Kupiog pe v ypron tov Draw, Blur kot Smear tools tov
weight painting.

3.3 Anuovpyia Tov Animation

Ed® meprypdpm v dnpovpyia tov Idle animation mov éptioéa, To omoio mailel 6TIG GKNVEG
Tov pevov oto Unity.

Apyikd v va @tiaE® to animation, eméiefo Tov oKeAeTd Ko pmnko oto Pose Mode won
gvepyonoinoa v emthoyn “Auto-IK” amd v mpdm kaptédlo oto mapdbopo twv Properties, e to
omoio emAéymvrtag évo, bone, KAVEL Kot To, GYETIKA bones pe avtd vo kovviovvte pali tov, dniaon my
av emAEE® To bone Tov KapmoDH Kol TO KOuvicw, va kovvnBovv pall Tov kot ta vTdAouTe bones tov
XEPLOV.

=
-

* 'I' ;.I. Tweak

ﬂ * Pose Options

B % Aok

Ewova 3.2: Pose Mode Auto 1K

‘Emerta péoa oto mapdbupo “Timeline”, mov Ppioketor kdtw oto blender, £é0goa o start frame kot o
end frame yio To animation. Ztnv cuvéyela, enéleéo OAa o bones tov okeleTod (010 Pose Mode) kot
oto frame 0, amoBNKeLGO TO pose TOL OKEAETOD, TATOVTAS TO TANKTPO “I”, yio va avoi&el to “Insert
Keyframe Menu” xat petd emédiefa “Location, Rotation & Scale”, yw vo oamofnkevcso O6A0 10
transform twv bones. Télog petaxivohoa olyd o1yd ToV GKEAETO Gg d1APOpa GTASLO TOL animation Kot
amofneva oto evdidpeca frames, didpopa keyframes pe tov 1610 Tpdémo, péypt va ohokAnpwbei 1o
animation. Av KUTOlEG KIVGEIG 0EV QOVOVTOVGAV COOTEG, TOTE TPdcbeta Kamola emmAéov keyframe
GTO EVOLANESO, LEYPL O1 KIVIGELS VO, YiVOuV 0T TiG 0EA®.

@ Playback v Keying v View Marker tocq Pren
10 0 10 20 00
“ + o .

Ewdva 3.3: Timeline & Keyframes

3.4 Enelepyoocio Etoipmv Movrédhov INa Xpijon Xta Animations

Ed® e&nyd mtog enelepydotika Ta ETOWO LOVTEAQ TOV TOVOTAMGV [3-4], ®oTE va umopolv va,
xpnooronfovv oto moyvidt e Ta animation. AVTd To LOVTEL UTOopEl va Tav £Tolpa, aArd nOelay
TOAD eme€epyacio Y10 VoL UTOPEGOVY VO EPUPHOGTOVY ETAVE® GTO Project Lov ETEON 1) YEOUETPIN TOVG
NTOV TOAD YOOTIKY KOl EXPETE VO TNV S10pOMGH MGTE VO YIVOUV TO HOVTEAD TOV TOVOTALDY KOl TTLO
gLoPPLd Yo To oy viol, aAAd kot va pmopet va ypnoiponomet pali pe To animation Tov oy vioov.
AnAad"| €KTOG amd TO Vo O10pOBOo® AmAd TV YEOUETPia TV HOVTEL®V ENPENE KOl VA, TOVS BAA® Ko
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éva, okeAeTd Yoo vo o @Ep® otnv i mOlo pe TO HOVIEAO TOL YOPOKTHPO YO VO UTOP® Vo
XPNOUOTOM oM TO. animation TV Gg oLTH. XTNV GLVEXELD YDPION TO LOVIELD TOVL YOPOKTHPO GE
modular Koppdtio kot peTd €vood To KOURATIO TG movomAiog, pe ta modular koppdtio Kot Tov
OKEAETO TOL YOPOKTAPO KOl £€0Pnoa TV yewpetpio, M omoio  dgv @aiverolr omd KAT®, Yo
g€oucovounon mopwv. Xt cuveyeln tpdcbeca Kamolo ££Tpa KOKOAN GTO GKEAETO, Y10, VO LITOPOVV Ta
KOMUATIO TNG TOVOTTALOG VO KIVOUVTOL TTO OUaAG Téve oTov yapoktipa. [Tio avaivtikd 1 dredikacio
NTav N TUPUKATE.

Apyicd, ydploa T0 LOVTELD TOV YapaKTipo oL EpTiatn, o€ kopudtio (modular parts), dote
VO EVOOUATOGH TO KOUUATIO TV TOVOTAMAOV TAVED OTOV YopoKTpa Kot petd oto Unity va aAAdlm
amid ta modular koupdria wy amd to amAd youvd chest, oto chest mov opdel v mavomAio. Avto
€ywve emdéyovtag ta edge loops yopw omd ta onueio Tov yopaxtipa, ot omoio BEA® va yivel o
YOPIOUOC Ty YOP® OO TOVS KAPTOVG MGTE Vo Ywpicm to modular Koppdtt mov ovopaca “hands” KTA.
Anpovpynoa cdvoro 5 koppdrtie (head, chest, hands, legs kon feet).

21V cuvéyeln PeTETpeya, T, faces 6T LOVTEAD TV TOVOTAI®MV OO TPIY®VA GE TETPAY®VO. Y10
Vo pEmom tov apiud tov faces kot emiong pumopd totl va onpovpynom face loops. Metd yio va
dnuovpynow pepkd tétowo face loops, mpoomadnoa va d10pfdc® TNV TomoAOYio TMV HOVIEA®YV,
daypdpovtag edges kKo mpocsOétovtag Kavovpyla edges e Tnv ypnon tov knife tool.

‘Emerta emedn ot mavomAieg dev NTov QTIayMéEVEG e €va evioio mesh, aAld MTov &ite
YOPIOUEVO GE Tapa TOAAG kpd Koppdtia (Stopopetikd mesh to kdOe €va), gite rav éva mesh dAla
péca 6to mesh, to vertices dev ftav OAo EVOUEVA UETOED TOVG, OMOTE EMPENE VO TO EVACH YO VO
UropoHv vo, xpnotponon 0oy, d10Tt 6Tay To HOVTELD £XEL TOALN KOUUATLO, OEV AEITOVPYOVV GOGTA TaL
animation (to weights médveo 610 rig ftav tedeing AaBog Kot To KoUPATio petakivoviousay Eexmplotd
Ko £T61 €31 vav oD doynua). Ondte opadonoinoa ta S1Popa. KOUUATIO GE OUAOES, AVAAOYA LUE TO
modular koppdtio Tov yopaktpa () OAC TO, UIKPE KOUUATIO 0O T YAVTIO) KOl TO EVOGO Y10, VO
novpynow éva eviaio mesh. o va 1o evdom €npene mpota vo emAéEm ta meshes oto Object
Mode kot va oo “Ctrl + J” yuo vor yivoov €va, mesh kot petd eméheéo 1o KOUUATIO KO TOTOVTAG
to mktpo “M” (oto Edit Mode) enédea va ta evdow pe Baon v amdetacn, ®ote va evobdoldv Ta
vertices mov Ppickovtav kovtd. Emiong moAAd vertices, emeldn ftav o epiepyeg B€cels, Empene va Ta
EVOO® YEPOKIVITO LE TNV XPNON TOV GAA®V emAoy®v Tov merge. Emiong og kdmoleg mepumntdoelg
€Mpene Vo KAV® To ovTifeto, dniadn va yowpico évo mesh oe SOQOPETIKA KOUUATIO, OVTL VO TO
EVOO®, TO 0010 £yve pEe TNV YPNoN ToL rip region tool, Onwg exiong Kol TOT®VTAG TO TARKTPO “P”
oto Edit Mode ka1 emAéyovrtag “Separate by loose parts”.

2TV cLVEKELD EMEDN O TAVOTAIEG NTOV GE O1oPOPETIKN TOL0 0Td TO LOVTEAO TOV YOPOUKTN PO,
YL VO, UTTOPEGOLY VO ¥PNCILOTOMBoVV e To animation 7Tov YPNCHOTOiNca, ETPENE VO PEP® TNV
mavomAio. oty 10 molo pe to povtéAo Tov yopaktipa. [ va to kKdve avtd, dnpovpynoa Eva
avTiypOpO TOL Tig TOV YOPUKTIPO KOl TO TPOGAPUMOGH TAV®O TNV TOVOTALl, OCTE VoL AAAAE® EToL TNV
w6la g mavomAiag. ‘Enetta éxava parent To poviélo 610 rig pe automatic weights, yio va dwbovv ta
Kopla weights d1opbwaoa ta vertex group mwov avatédniav oto bones, emeld] TOALL omd oLTA fTOV
AaBoc (my. oTo vertex group Tov aploTeEPOD YEPLOD, VINPYAV vertices omd Ta TOdN TIC UTOTEG Kol £TG1
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KOUVAVTOG TO ¥£PL TOPALOPEOVOVTOV Kot ot pmoTeg). Eniong avtd to koppdtio and v mavomAio
£émpene vo 10 KAve parent oto bones Eexymprotd yioti dtav mwog vo Kavele moAld meshes poli, ta
weights dgv yivovial cwota Kot emmAéov ToAAd weights ta épTiaéa yeypoxivnta.

‘Enerta apob épepa Tig movomiieg otnyv idto mola pe tov yapaxtipa, ékove Apply To armature
kot to Oypayo. Emiong mpoécheca kdmolo emmiéov bones oTov GKEAETO TOVL YOPAKTAPW, YO, VO
KIVOOVTOL T0 S1A(OPa KOUHUATLO TNG TAVOTAING o 6moTd, Yopig va Avyilovv (my éBaia bones otov
MO KOl GTOVG OYKMVEG, DOTE TO, LETAAKE KOUUATLO TG TOVOTTALNG TOL PpiokovTol o€ auTd To onueio
va unv Avyifouv moAd, aALd Vo LETOKIVOOVTOL TTIO OLOAR).

Ewova 3.4: Extra Bones Xtov Aykdva

INo va eticm avutd to enimiéov bones, Tpdcbeca kot kdmola Transformation bone constraints o6 v
kaptéla “Bone Constraints” oto mapdbuvpo “Properties”. Avtd ta constraints meptopilovv to m6Go Oa
petaKvoOVTaL To. cLYKEKPILEV bones (Tdceg Loipeg), o Gyéon Le TNV Kivinomn evog KevIpukoy bone
mov Opiloa (my To EMTAEOV bones Tov ayk®va, Kwvobvtal o oyéon pe 1o “forearm” bone tov

YOPOKTAPOL).

Irfluence 1.000

~ Map From

Locatiol Rotation

uto Euler

Constraint

Téhoc 10 Eovaékavo parent wive O©TO armature TOL YOPOKTNPO We automatic weights,
dwpbooa yepokivnta 6Aa To weights mov Ntav Adbog Kot éveca tnv TavomAio pe to Sdeopa
KOUUATIOL TOV YOpaKTiPa, dlarypaemvTag Tautdypova 6ca faces tov yopaktipa kpvfovioy Kdt® amd
TNV TOVOTALQ.

3.5 Elayoyn Movtéhov e Mop@1 FBX I'e Xpnon X1o Unity

Edm meprypdom mwg éywve n eaywyn Tov poviéhov and 1o blender, dote va o €104Y® 0TO
Unity.
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Apyikd émpene va kéveo Apply to modifiers ywoo va umopécw va €&dyw ta shape keys
(blendshapes oto Unity), aAldc ta. blendshapes dev egugavifovtav oto Unity. ‘Enetta enéiela 1o
HOVTEAO TOL YOPOKTNPO Kol TOV okeAeTOd kot mdtnoa oto File — Export — FBX. Xtmv cuvéyewn
mhtnoa oty emhoyn “Selected Objects”, dote va Kivew export udvo ta emAeypéva ovtikeipevae. Metd
gvepyonoinoa to “Bake Animations”, yio vo TepacTOvV TO. animation kot emiong enéielo, Héoo oTo
pevov tov Transform, tic emdoyéc “Apply Unit” kot “Use Space Transform” kot téhog £Baia otov
a&Emva Forward to “-Z forward” ka1 otov dEwva Up 1o “Y up” kot ékava export.

H {010 Sradikacio akoAovdnOnke Kot yio To vdAoTe HovTéLa (QVTLE, TOVOTALES KTA).

Empty

Carmera

Lamp

Armnature
Mesh
Other

Custorn Prop

tion

Ewcdva 3.6: Export Settings

Kepdiorw 40: Xtiiorpo Ioryviorwov oto Unity

4.1 Ewayoym

2e ovTd TO KEPAANLO OVOAV® TO TAVTO Y10 TO GTHGUO TOV TUYVIOOD, EKTOG TOV KMOIKM, O
omoioc Ba cuinmOel 610 endpevo KePdrato. Pa e&nynow and moh mpoépyovtal Ta assets Tov project
Hov, ta omoia mepthapPdvouy Kot ETola assets aAAd kot asset ta omoia ptiaga oto Blender kot oto
Photoshop ka1 tdg T tépaca oto Unity. ‘Eneita avapépo 6Aa ta avtikeipeve mov tpdcheca péca
0TI OKNVEG TOV Ty VId00, OT®S KoL To O1dpopa components Tov TPAOGHECH GE AVTA TO OVTIKEILEVO.
Eniong e&nyd 1o ndc éomnoa to graphical user interface oe kd0e pio omd TG oknvég ONAaon T
duapopa kovumid, sliders, ewdveg kot OAa To. GAAQ YPAPIKA TOV pmopel va PAETEL Kot vor oAANAETOPA
o ypnotgs. Téhog enyd to otoipo tov State machine Tov maryvidlod T0 omoio ypnooToleiTaL Yo
TNV EVOALOYT TOV SPOPOV KOTAGTAGE®Y, TOGO TOV TAIKTN 0G0 Kol TV EY0POV GTO ALy VidlL.
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4.2 Ewaymyn Asset Xto Unity

4.2.1 TIpoérevon Twv Asset Tov Project Mov

Kémowa asset mov ypnoyomoinca oto project pov ta £ptiaca eyd oto blender, kdmola Ta Tpa
a6 to Unity Store Kot KGmoleg GALEG 10TOGEADEG Kat £va animation To Tpa od To Mixamo.

Amb T0 mixamo 7fpa To animation Tov TOiKTY Yo TNV Kivnon Tov omaflov dtav 0 moiyTng
emribeTon [5].

Amd to Unity Store mpa o) to Third Person Controller tov Unity [6], B) To poviélo tov
T€POTOC TOV TWOAEUAG pésa oTo Tayviot [7], v) to omabi mov kpatdetl o waiktng [8], 8) Kdmola yevikd
avtikeipeva v to background otic oxnvég [9] kat €) kdmola eikovidia, yio To kovumid [10-11].

Eniong ta poviéha ywo Tig movomAieg ta mipa €tolpa and GAAES 10TooeAdES [3-4], aAAd
Nnbekav moly emefepyacia Yo vo UTOPECOVY VO EPOPLOCTOVV EMAVMO GTO project HOL €MEWN 1
YEOUETPIO. TOVG NTOV TOAD YOOTIKY Kot EMpene vo. TV 010pfdow® doTe va yivouy Ta HOVTEAD TV
TOVOTADV KOl O EAOPPLY YL, TO TOtyvidl, OAAG Kot vo pmopel vo ypnowworomndel poll pe ta
animation Tov TOLVIOL00. ANAad €KTOC 0md T0 Vo SloplDOO® OTAG TNV YEMUETPIO TOV HOVIEAMV
€mpene Ko vo TOvg PAA® Kol €vo, okeAETO Yo va To QEp®m otV 10l TOlo pe TO UOVTEAO TOL
YOPOKTAPO Y10, VO, UTOPED VO YPNCLLOTOMG® TO animation mwéve o€ avtd. Metd 1o évoca [E TO
HOVTELO KOl TO OKEAETO TOV YOPOKTIPA Kl EGPMoa TV yeoueTpia, 1 onoio. dev Qaivetol amd kAT,
v e€okovopnon Topwv. X cuvéxeln Tpocheca kdmola £ETpa KOKAAN GTO GKEAETO, Y10 VO LITOPOVV
T KOUUATIO TG TTOVOTTALOG VOL KIVOOVTOL L0 OUOAG TTOV® GTOV YOPOKTHPO.

TNV cLVEXEIR AP TO LOVTEAD TV HOAAMDY amd 3™ party 16toceMdeg [12-13], dmog kat To
background image tov pevot [14]

Kot téAog ta asset Tov dnuovpyncoa. o id1og amd Ty apyni NTaV o) TO LOVTEAD TOV YUPUKTH PO,
B) To animation tov yapaxtTipa TNV 006V TOL PEVOD KOl Y) OAC TO KOUUATIO TOL CAOUNTOS TOV
emMALYEL 0 TOKTNG OTIC 006VES TOV LEVOD OT®G €ivol TAL ALTLE, KEPATO, OVPES KAl TO AOITA, EKTOG TMV
HOAMDV.

4.2.2 Ewayoyn Atk@dv Mov Movtélov Ao To Blender Xto Unity

[No va ewodyo 1o poviéda ond to Blender oto Unity, anhd mipa ta FBX apyeia mov
dnovpynoa oto Blender (PA. Evotnra 3.5) kot pe drag & drop to éfaia pésa oto Project Window
tov Unity. H povn dwwpopd pe ta LovIELQ TOV TAVOTALMV NTOV 0Tl EXPETE TPMTO VO TEPACHO TOV
@akeAo pe tao Textures TOV LOVTEAWDV KO PLETA VO, TEPACH TO LLOVTEAQL.

4.2.3 Ewayoyn Etoypov Movréiov Ano To Unity Store

INa va ewodyo étoa poviéda and to Unity Store, pmiko otnv 1otocerida tov Unity Store
(https://assetstore.unity.com/) kot enéieéo o Asset mov N0ela kKo whtnoo Add to my assets. Metd
nmétnoa “Open in Unity” 1o onoio avoiyet to “Package Manager” tov Unity. 'Eneita and kel mdtnoa
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download kot poAc ohokAnpddnke to Katéfaocua, tatnoa Import, yio va tpootebel to package pe ta
Assets, oo, aToVG POKELOVG TOV Project window.
4.3 PvOpiceig Tov Asset Ao To Project Layout Window

Ed®m e&nyd mog £y pubuicet ta assets povo pésa oto project layout window. Aev avoldm Tig
puluicelg Tov asset péso oTic okNVEG. Avtd T0 €YD OTNV TTOPAKAT® EVOTNTA TNG ONUIOLPYIG TOV
GKNVAV TOV TOLYVISL0V.

4.3.1 human_male model modular & human_male model modular humanoid Assets

Méoa ota assets otov @dkedo Custom Assets, VTAPYOLY VO €KOOYEC TOV LOVTEAOVL TOL
XOPOKTIPOL oV éoptioéa, oV ovoudlovrtan "human_male model modular” Ko
"human_male model modular humanoid".

©

Ewova 4.1: Generic &
Humanoid Rig Models

Avtd T dV0 glvar akplPdg to 1610 HOVTELO amA®G glval puOGHEVE SOPOPETIKA LEGO GTO
Unity dote 10 mpdTo Voo pmopel va ypnolpomombel otig oknvég tov pevod pe to animation mov
épTinéo oto blender kar to d6gVTEPO Yl YPNON OTN OKNVA TOL TOYVIOOD MDOGTE VO UTOPEL Vo
Aertovpynoel pe T animation tov third person controller. Ot dtopopég Tovg gival 6TL TO TPMTO Yo VoL
ypnowomoindel 6tig oknNvEg Tov puevoL pe To animation mov £¢tiaée oto blender, n pvOuion ToOL
animation type otnVv kapTéAa rig Tov asset, TPEMEL va, gival puOGHEVT G generic, VA To GALO Y10, Vo
ypnoworonfel otn oknvi Tov Toyvidoy pe ta animation tov third person controller, mpémel avtn N
p¥Oon va etvar oto humanoid.

Model Rig Animation Materials Model Rig Animation Materials

Generic Humanoid b

Create From This Model Create From This Model b
None

Standard (4 Bones)

+  Configure..

Standard (4 Bones) -

Ewova 4.3: Generic Rig Type Ewoéva 4.2: Humanoid Rig Type

"Emterta kot o1 000 ekdoyéc £xovv pvOuiopévo to avatar definition otnv kaptéha rig Tov asset
g create from this model. Avtd dnuovpyel 1o avatar péca oto asset (0tav to Kdvelg expand), mov
£xel To 1Kovidlo pag eryovpog avBpmmov (PA. Ewova 4.4 kdtm de&ld e1kovidno).
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metariglmet.

atar

2tnv humanoid exdoyn o€ mepintmon mov To. mappings, ToTOVTOG TOo Kovpumi configure (PA. Ewdva
4.2), degv glvar cwotd pubucuéva avtopoto, yoo vo talptdlovv pe to okeretd tov third person
controller, énpene va entheyOobv yepokivnta To GOGTE KOKOAL GTIG GOOTEG BéoElc.

‘Ererta dnpovpynoa duplicates twv material tov povtéiov yuo 6o materials 06ho va propd
va enelepydlopon kot o avébeca péco oto remap materials g koptélog materials Kot oTIg dVO
€KO0YEC TV asset.

Ewova 4.5: Remap Materials With
Duplicates

Anpovpynoa duplicates tov material, pévo amd 10 poviélo to omoio pOOUIGO ®G generic otV
KapTéLQ Tig Ko Oyt amd to 20 To omoio pvuica wg humanoid, epdcov to materials eivat 6o kol otol
500 ka1 avtod £ytve yia 000 Adyovs. [IpdTtov Kot o1 dVo exdoyEC maipvouy owtd To. material amd To 510
akplPadc onpeio mote vo unv tpénet Eeyoptotd va aALGE® T0 Ypdpa kKot oto 600. 'Etot 0tav aAlalm,
Yoo TOPAdEyua To Ypoduo tov skin material evnuep@VEL QLTOUOTO KOL TO dVO UOVTEAN. AgVTEPOV
EMELON TO. aVTIKEIEVO TodLd Tov asset (dnAadn OTL PpiokeTor peg oto asset Otav to KAavelg expand)
glval KAeOwUEva, Kot OgV UTopd va, To, ENeEepYaoTd amevbeiag.

Téhog dnpovpynoa emiong ko éva duplicate tov animation nov éptaéan oto blender amd v
generic kd0y| MOTE va pmopel Ko avtd va ypnoiponombel €€ and v epapyia tov asset. ‘Emeita
gvepyonoinoa v emiloyn loop time tov animation dote vo mailel To animation PEG GTIG GKNVEG TOV
pevoy emavelAnupuéva. Avtd To animation 0o ypnowpomomBel péoa oto human male animator
controller ov dnuiovpPyNoa.
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Ewova 4.6: Loop Time Inside
Duplicate Animation

4.3.2 Human_Male Animator_ Controller Asset

Méca ota assets, otov @4KeAo custom assets, matdviog o0&l Khk->Create->animator
Controller, dnovpynoa éva animator controller 10 omoio oVOLLOoOL
Human Male Animator Controller kot to omoio 6o ypnoioromdei vy va mepdom kal va TpéE® To
animation mov £ptiaéa oto blender (cuykekpéva to duplicate animation Tov avéPeP GTNV EVOTNTA
4.3.1), ywo. xpnor 6T GKNVEG TOV UEVOD.

Human_Make_

Ewova 4.7:
Animator
Controller

4.3.3 Anmovpyia Prefabs Assets Ano Ta Movtéha Tov Xrovgeiov Tov Xapaktipa

To, HOVTELN TV OTOLXEI®V TOV YOPAKTNPO EIVOL YOPICUEVE 08 PaKEAOVS 0vE, KaTnyopia (ears,
horns, tails, hair) kot péca og ka0 Evov amd aToDE TOVG PAKEAOVS DTTAPYEL EVOGS PAKEAOG TTOL AEyETOL
prefabs o onoiog mepiéyet Ta prefabs avtdv TV povtédwV.

To, prefabs egivor mwpodlapopeoUEVE, ETOVOYPNCILOTOIOVUEVE, game objects avtdv TV
UOVTEA®V TO OTO1L0L SLOUOPPOON KOV UEGO GTN KNV aKOUO Kol GE GUVOLOOUO UE GALO GToyElo TG
OKNVNG Ko LETE TpaPrytnkay kot mepdotnkoy oto project window wg prefab assets yio pelhovtikn
xpnon, 1e Erolpeg pvbuicelc.

H dnuovpyia avtov teov prefabs éywve og eéng. [Ipdcheca to poviéla twv otoygiov Tov
YOPOKTAPO HESH GTNV okNvI| Kot pubuica to péyebog kot v tomobecio Tovg TAV® GTO LOVTEAO TOV
yopoxtapo. Metd dnuovpynca £va empty game object ¢ maudi Tov kokaAlov "face” tov yapokThpa
Kol To omoio Ppioketal 6To KEPAAL TOL (Yo To. poviédo mov Bo Ppickovial 6To KEQAAL TY QLTLA,
KEPATO KTA) KOt Y10 T 0LPEG €kava To 1010 aAhd 610 KOKaAo “Spine.001”. Ovépaca avtd To empty
game object "pivot", undévica tn B€om o0V G TPOg TNV BE0T TOL KOKAAOV KOl TO Y¥PNCIUOTOINGO, MG
parent KaBevog ototyeiov Egxmplotd Yo va onpovpyncm ta prefabs tpafdviog avtd to pivot poli pe
TO, GTOLXEL Y10l VO EYOVV OAOL TOL GTOLYELN TO pivot ™G Koo point of origin.
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_E'
E& Pivot
@ human_male_modk

Ewova 4.8: Pivot As Child
Of Face To Create Body
Parts Prefabs

Agv Tpdcbeca g modi O Aa o otoryeia pali. ATAd Tpdcbeta To Eva oTotyelo, £pTiayva To prefab kot
HETd TO apalpodoe Kot TPOcHeTa TO €MOUEVO K.0.K.. Autd Ponfnce o610 script g aAAayng Tov
OTOEI®V TOL YOPOKTNPA, MOTE VO, TPOGHET® SLVALIKA To oTOLXEl 6TO runtime Kot vo EpYovTol Ol
0T 6ot Tovg Béom, undevilovrag amAd ™ 0éom Tov pivot avti va mpémel va BEGm SLOPOPETIKES
GUVTETAYLEVEG Y10 KAOE oToyElo.

4.3.4 Anmovpyio Sprite Images Assets 210 Photoshop

Ta sprites mov ypnoyonoinoca, to eneéepydotnka pécw tov photoshop yia va tovg aAAdEw
Xpoua. Apywd mpo v €kévo tov pevov [14] kar dvoito to Tapabuvpo TV properties Tov
hue/saturation ko1 mdtnoa to colorize yw vo ypoUATICO TNV €KOVO KOl UETA omAd dAlago TIC

pulpicelg yio va To KAve 6To Ypdpe ToL Hoea.
=N e NS )

Presst: Custom

Hue:

-
Saturation:

Lightness:

Ewdva 4.9: Hue/Saturation Xto
Photoshop

v ovvéyeta ptiaéo Ta background tov kKovumdv pe v ypron 2 images and to Ul pack [10] (éva
image yio o frame yop® oo To KOLUTI Kol £Va. Y10 TO E0MTEPIKO TOV) Kot Ta Efoka oto photoshop yia
VOl T0L EVOCM Kol okoAovOnoa v 1010, dradikacio yio va ypouaticn to frame Kol 10 E00TEPIKO TOVL
KOLUTTIOV Kot dnpiovpynca 3 mapailayéc. Mia yia idle button, pio yio hover button kot pia yio active
button. Kot téAog éxava v id1a dtadikacio kot yio to background tov tab menu.
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Ewoéva 4.10: 3 TTapariayés Ia
To State Tov Kovpmidv

4.3.5 Blendshape Slider Prefab Asset

Anpovpynoa éva prefab 1o omoio ovopaca Blendshape Slider kot to amoffkevoa pésa otov
(QAaKeAO resources 0 omoiog Ppioketal péso 6Tov eAakeAo custom assets. Metd pvOuca to prefab péca
o1 oknvy va €yel o¢ minimum value 1o -100 kot ¢ maximum value to 100 kat Tov TpdSBecH WG

component o BlendShapeSlider script.

On Value Changed

Listis Empty

~ Blend Shape Slider (Script)

Auto Manual

BlendShapeMName Nose Width

Ewova 4.11: BlendshapeSlider
Prefab Settings

4.3.6 Enemy Skeleton Animations Assets
To animation Tov enemy skeleton Ppickovtar dtwdpopn Assets->FantasyMonster->Skeleton-
>Animations. Evepyomoinca v entioyn loop time otnv Kaptéla animation Tov kGOe asset EKTOG Ao

ta animation damage, die kou knockback.

Ewoéva 4.12: Loop Time
Animation Setting For Skeleton
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4.3.7 Skeleton Animator Controller Asset

Méca oty Owdpoun Assets->FantasyMonster->Skeleton, matdvtag o0e&i kAik Create-
>animator  controller, dnovpynoco  éva  animator  controller TO0 omoio  ovouaca
SkeletonAnimatorController kot o omoio Oa ypnoyorombei ylo v evailoyn Tov animation Kot T@V
Supopwv otadiov tov enemy Al

4.3.8 Player Animations Assets

Méca 610 @AakeAo TV animation tov third person controller tpécfeca to animation sword
slash ko €0eoa Tig €€ng pubuicelg Tavm 6 aVTO.

2y koptéha rig emélefo humanoid animation type kot oto avatar definition eméleln create
from this model (BA. Ewcova 4.2).

v koptéda animation aiiago OAeg Tic pubuicelg pe titho "based upon" ce "original" kot
emélelo TIg 000 mpoteg emhoyég "Bake into Pose" yio v mailel o cmotd to animation e TOv
OKEAETO TOL YOPUKTIPOL.

loop match &

loop mateh §

loop match &
Original -

Ewodva 4.13: Animation Tab Settings For
SwordSlash Animation

Eniong oy id1a kaptéda, mya oto events Kot tpdcbeca éva event otnv pécn Tov animation,
oto frame mov teEAeldVEL 1 Kivnon g enifeong Tov omabod kat EBaia oto medio function to dvoua
¢ peboddov (FinishAttack) mov B€Am va KaAel avtdpata kdBe popd mov To animation @TAvVeEL 6 AVTO
7o frame kot oto MEdio object EPara v KAdon (StarterAssetsInputs) and tnv onoio Oo kaAel avTd TO
function.

B |

Funetion
Float

Ewova 4.14: SwordSlash Event On Frame
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4.3.9 StarterAssets Input Action Asset

Avoiéa 1o starter assets input action asset 6to omoio mpocBételg ko pvOuilels Ta ddpopa
Action Maps 1ov moyvidlod dnAad” Tov TPOTO TOL YEWPILETOL O TOIKTNG TOV YOUPOKTAPO TOL
xpnoomoldvtag cvykekpiuéva keybindings.

] it
B InputSystem

Exel mpodcbeca ota actions (Tat@vtag Tov oTawpd) pio Kavovpylo EXA0yN Tov v ovopoaca Attack.
Mertd eméktewva to Attack ko emédeéo oto binding path 1o apiotepd Kovumi TOL TOVTIKION Kot
eméleEo v emioyn KeyboardMouse. Emiong motdvtog méveo oto Attack, eméhela omnv emthoym
Action Type to Button.

ntrol Sche

Action Maps
I Player

Left Button [Mouse]

I Left Button [Mouse]

Ewdva 4.16: Create Attack Action With Left Mouse

44 Anpovpyie Xxknvav Ko GUI

[0 10 GTACIHO TV GKNVOV TO TOLYVIO0, YOPLoO TIG OKNVEG o€ 5 opdoeg oknvav. O TpMOTEC
T€00EPIC OUAOEC OKNVAV £Y0VV 1) KaBed amd 5 oknvEég 00eg eivar OnAadn Kot ot GUAEC TOL Pmopel va
eMAEEEL O TTOUKTNG Y10 TO YOpaKTpa TOV. O TOIKTNG TEPVAEL LOVO OO pio GKNVI 0vE Opada avaloya
pe ot PLAN Stdheée. Avtd €yve doTe KAOE SLLPOPETIKN GKMVI OvEL OLAdO VO EXEL EITE OLLPOPETIKES
emA0YEG gite drapopeTikd background avaroya pe tn eLAY Tov enélele o TAIKTNG.

Ot opddec TV oKNVeV givol Ol OKNVEC EMAOYNG QULANG, Ol OKNVEG EMAOYNG OTOLXEimV
YOPOKTAPO, Ol OKNVEG SOUOPPOOTG TPOCHTOL YOPUKTNPA, Ol GKNVEC ETIAOYNG POVY®V XOPUKTNPO
Kot T€A0G 1 OKNVN Ty vidlov, N omoia givar axpiPadc ida avelapttog molo AN enéiele 0 TaiKTNG.
Me v évapén Tov Toyvidlov o TaiKTnG EMALYEL TOL ELAN BEAEL Kol QOPTAOVETOL 1] AVTIGTOLYT GKNVI
HE KATOW TUYOIO YOPOKTNPIOTIKE TNG QULANG, HETA Tpoywpdel otV €ROUEVI] OKNVA OTNV Omoia
EMAEYEL TO OTOLYEID TOV YOPOKTAPO AVAAOYO LE TN QLAY TOL OldAeEe Kol Ol EMAOYEG TOV UEVOD
pmopel va gival S10popeTiKé pe PAoT T GLAN Kot PETA TEPVAEL OTIG EMOUEVEG dVO OUADES GKNVAOV
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TOL HEVOL Ol Omoieg £yovv 1010 menu oAAL €ivol YOPIGUEVEC O SLPOPETIKEG GKNVEG HEGH OTIC
ouadec, oe mepintwon mwov BEA® 1 oknvn Kabe LANG va £xel dtapopetikd background 6to pevoo.

[opokdto e&nyd mog &x® ool Kabe oknvy, o evOTNTEG OVEL OUAd0, OKNVAY. AVOAD®
dnradn mowa gameobjects &xm mpocsbicel oTic oknvég kot Tmg €xel otndel To graphical user interface,
dnAadn to d1dpopa Kovumid, gwoveg, sliders kot Ta Aowrd, kabdc kot To components Tov TpdcHeca
oto. gameobjects. Ztnv evomra POOon GameObject's Component Ul TTatyvidio0, avaido Tig
pvOuioeig mov pmopel va Paiel o ypoTNG LECH GE AWTO TO. cOmponents.

4.4.1 Xxnvii Emloyng ®ving
Ot oknVvég emAoyng ELANG yapaktpa £xovv Ta e€Ng gameobject pésa ot oKnvI:

P HumanRaceSelectionScene*

1arac aly]

ain C
rectional Light

E
C
e
‘

Ewova 4.1: GameObjects Tng Zknvng
Emhoyng @uing

4.4.1.1 CharacterCustomization GameObject

‘Eva. empty gameobject to omoio ovouaca "CharacterCustomization" oto omoio &ym mepdoet
oav components To dtépopa scripts wov £ptiaca kot e 1o onoio dwoyelpilopot 6A0 to customization
TOV YOPOKTNPO G€ OAEG TIC OKNVEC TOV HEVOD. AVTO TO OVTIKEILEVO TTEPIEYXEL KOL TO SCripts Ao TIG
EMONEVEG OKNVEG Kol elvanl aviikeiplevo to omoio mePVIETOL KOl OTIG EMOUEVEC OKNVEC Ywpig va
kataotpapel. Ta components Tov TEpaca og ALTO TO AVTIKEILEVO gival Ta €ENG:

* To character customization script To omoio dtayeipiletar ta blendshapes tov yapoktipa.

Bpioketar otov pdxelo BlendShapes ota scripts.

* To customize character parts script To omoio mepiéyel kot Oayepiletar o dudpopo
UOVTEAQL TAOV YOPOKTNPLOTIKOY TOV YOPUKTNPO, OTMC OvTd, KEPATO KOl TO AOuTd.
Bpioketan oto @dielo customize character parts péco ota scripts.

* To customize character colors script To omoio mepi€yet kot drayepileTon To YPOUOTA TOV
YOPOKTAPO, OTMG TO YPOU TOL SEPHOTOS, TOV UATIAV Kot Ta. Aowd. To script Ppioketon
péca oto pdxelo customize character parts péco ota scripts.
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* To switch armor equipment script To omoio mepi€yetl Kot dtoyepileTor O o povyO TOV
yopoktipa. To script fpicketal otov eakelo switch armor péca ota scripts.

e To change scences script to omoio dwyepiletor v oAiayn twv oknvav. To script
Bpioketon péca oto pdero script.

_Ffj ~ CharacterCustomization Static
- Tag Untagged - Layer Default

E Transform

Switch Armor Equipment (Script)

[ #]
[ #]

Change Scenes (Script)

Ewédva 4.18: CharacterCustomization
GameObject With Minimized Components

4.4.1.2 human_male model 14 GameObject

To modular povtélo tov yapoktipe to omoio ovopaco "human male model 14", peg v
oKNVR Kol Tov wépaca ®g component, To RotateCharacter script, To omoio ypnoiponoleital yo va
TEPLOTPEPELS TOV YOPOKTIPO GTO LEVOL TOV customization, ypGLULOTOLOVTAS TO APLOTEPO KAK TOV
movtiklo¥ . To asset wpémel va £xel kot To animator component, GAAG 0VTO TPOGTEONKE 0d LOVO TOL,
otav enéiela avatar definition-> create from this model. (BA. Evotnta 4.3.1). Téhog mpocdppoca to
position, to rotation kot To scale Tov yopoktipo OcTe Vo €pBel UMPOGTE GTNV mMain camera NG
GKNVNG, Y10 VO, LWITOPEIG VoL TOV SELG GTO runtime.,

4.4.1.3 TI'evika Gameobjects

O1 oknVEG TTEPLEYOVV EMIONG Kol LEPIKE YEVIKG gameobjects yio va Agltovpyncovy. Avtd eivat
N main camera, 1 oroia ivotl 1 Kapuepo péoa amd v omoia Oa PAémel o maiktng to GUI g oxnvig,
to directional light o omoio gival o YeviKOg POTIGUOG TG OKNVAG, TO plane to omoio gival To ThToOpo
TOV® 61O 0moio oTéKOVTAL Ta, LITOAOUTE game objects Kot dtapopa, dAla background avrtikeipeva yio

T JKOGUNOT| TG OKIVIG,.

4.4.1.4 GUI Zxknviig Emoyng ®uing

2TIC OKNVEG EMAOYNG GLANG Yo va dnpiovpyno® to graphical user interface tov mayvidrov,
éxava, g€l KMk péoa oty tepapyio g oknvig kot enéieéo Ul -> canvas 10 omoio epmepiéyel O o, o
GUI tov mayvidov. o v d® cwotd to canvas, mdtnoa v enidoyn 2D, n onoio PpiokeTon Tavm
de&1d oto scene window tov Unity kai petd eméie€o 1o canvas kot Tdtnoo 1o Koopri “F”.
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Ewova 4.19: 2D View

Metd dnuovpynoa péso 6to canvas, dnAadn o¢ waldtd Tov, Ta e€ng Ul avtikeipeva:

£ Ne
Ewova 4.20: Iepapyio Tov Ul tov
Canvas Zknvn Emloyng ®uing

* ’Eva panel, to onoilo Ba mepiéyel anidg pia background eidva, yio v S10KOGUNGCT| TOV HEVOD
Kol TNV TonofETnoa oty aploTePn HEPLA TOL canvas Kol TPocappoca to pEyedog g va
epappolel ota TAvo Kol oTa KATo Tepidpla ToL canvas.

*  'Eva scrollview 1o omoio ypnoyonoteitar yio va tpocbécm pésa tov 6ca Ul 0@ va pmopd
va Thonyovpot peta&d toug (kabétwc), pécm evog scrollbar. ‘Enetta péca oto scrollview otnv
epapyio g oknvng, dypaya to object scrollbar horizontal emedn yperdlopon poévo T0
vertical scrollbar yio mAonynon. Otov enekteivelg 1o scrollview, péca oty tepapyio e
OKNVNG, LIAPYEL £VOL OVTIKEILEVO OV AEYETOL Viewport Kol UECOH G aUTO VITAPYEL £vOL AAAO
avtikeipevo mov Aéyetal content. Ot tpocBétm péca oto content pmopel va petakvnoet e to
scrollbar. ToroBétnca to scrollview mdve oto panel kot T0 TPOGAPLOGH MGTE TO TAATOG TOV
va givor 010 pe Tov panel, aAld o Vyog Tov va givarl pikpotepo dote 6Tt Ul avtikeipeva
Bpiokovtatl péoa oto scrollview, otav yxepilecor To scrollbar, va unv Eepedyovv amod ta Opla
mov BéAm péca oto background image tov panel kot vo punv motdve méveo oto frame g
gwovag. Emiong 1o content pmopel va mepiéyet mapo moird Ul avrtikeipevo péoa tov, aAld
avTtd Tov eoaivovtal gival udvo doa Ppickovral Léco 6to TEPODPLO TOV Viewport, oroTE OTAV
0éhw vo mpocshécm TOAAG GAAe. ovTiKEiLEVH ©TO content, To, omoio. vo Qaivovtal HoOvo
mnyaivovtag v scrollbar mpog T KATM, TPEMEL VO LEYOADO® TIG SLOGTAGELS TOV content Kot
avaioya pe to péyebog tov content (og cvykpion pe to péyebog tov viewport) Ttpocapudletan
kot 1 scrollbar. Av ot dteotdoelg Tov content givor LikpdTeEPES 1| 10€g e TO viewport, TOTE M
scrollbar gival cav va gival amevepyomonuévn. Ty TEPITTOON OVTOV TOV CKNVOV, £KOVA TO
content 1010 péyebog pe tov viewport, exedn €iyo povVo 5 Kovumd Kot dgv ypelOHovV TV
scrollbar. ATA®¢ ™V donoa oe mepintwon mov 610 pEAAOV BEANcm v Tpochécm Tapamdvem
EMAOYEG.
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¢ ’Eva button-TextMeshPro, to omoio ovopaca next button, kot pe to omoio mpoympPAc otV
EMOUEVT] GKNVI], M omola givol 1| oknvn emAoyng ototyeiov yapaktipa. To TonoBétnoa kdTm
de&1d oto canvas.

* Méoa oto content mpocbeca amd évo kovuni (button-TextMeshPro) ywn kdbe ¢vin tov
ALY VIS0V KOl TOVG £0MGQ TIG KATAAANAES OVOUOCIES.

[lépo amd To MOM vEAPYOvVTe, components oL ONUIOLPYNONKAY CLTOHOTO UE OVTE TO
avtiKeipeva, to povo emmpoécbeto component mwov wpodcheca, eivar to component vertical layout
group mov mpdcsbeca oto content dote va puvBuicel opoldpopea To layout OA®V T®V KOLUTIDV TOV
Bpiokovtal péso oto content.

4.4.2 Xxnvi Emioyng Xroyciov Xapoktypa

omizationHelper

Ewodva 4.21: GameObjects Tng
Yinvig Emioyng Zroyeiov
Xopoktnpa

4.4.2.1 CharacterCustomization GameObject & human_male model 14 GameObject

Avtd 100 000 game objects eivor amopaitnTa yio TN AElTOLPYiD ALTOV TOV CKNVOV Kol
XPNOLLOTOOVVTOL OTIC OKNVEG OAAG dev éyovv otnbel amevbelag péoa o aUTEC TIC OKNVEG
YEWPOKIVITO, EMEDN HETAPEPOVTAL OO TNV TPONYOVUEVN] OKNVA NG EMAOYNG QUANG, HE Ypnom
KOO, Avtd onpaivel O0tL Ohec ot oknvég €xovv omd Kooy avTd To OVO OVTIKEILEVO Kot
0mO1EGONTOTE AALOYEG YIVOVTOL OTIC TPOTYOVUEVES OKNVEC, LETAPEPOVTUL KOl OTIG EMOLEVES.

4.4.2.2 T'evikd Gameobjects

Ot oknvég TTEPLEYOVVY EMIONG KOl LEPIKE YeVIKA gameobjects Yo va AEltovpyncovv, Ta omoio
glvar 1d1a pe avtd g evotntog 4.4.1.3. Ta aviikeipeva avTd To OVIEYPOYO Ad TV TPATN GKNVA TNG
EMAOYNG QLANG KOl TO €KaVO EMKOAANGT €0, Mote va épBovv akpilfag oty idwa Béom, ue
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dlapopd O6TL o€ ovTN TN oknvi Tpdcobeca ot main camera, wg component, o CameraTransition
script mov  éptaga yia vo adhalel 0éon 1 képepa o€ Full Body View xat éva Empty GameObject mov
ovopaco “FullBodyCameraPosition”. H dwdwkacio eivol mapdpole pe v oknvi g oARoyng
povy®V, aAld edm yiveron povo yo full body view (BA. Evotnta 4.4.4.1).

v Camera Transition (Script)

Ewova 4.22: Camera Transition Component
Yxnvng Emthoync Zroyeiov Xapaktipa

4.4.2.3 SecondaryCustomizationHelper Gameobject

To Secondary Customization Helper Gameobject givon éva empty gameobject mov npdcsheca
oMV oKNVN Kot €ivor Pfondntikd customization manager yio TNV OlUOPOEOCT] TOV UOVTEAOD TOV
YOPOKTAPO OTIG OKNvEG Tov pevoy. 'Exel mopdopown Aertovpyion pe to CharacterCustomization
Gameobject mov dnuodpynco otnv oknvi g emthoyng evic. Tov €xm PdAier dbo scripts, ®¢
components, To ChangeScenes script kot to SecondaryCustomizationHelper script. H dovAieid tov
glvar va dwyepileton v aAlayn tov oknvov oto pevol pécm tov ChangeScenes script kol HEcm
Tov pnebddmv tov SecondaryCustomizationHelper script, va kalel dtdpopeg dArec nebddovg oyeTikd
HE TNV JWUOPP®OCT) TOV YOPOUKTAPO, ol omoieg Ppiokovtar péoa oto scripts CustomizeCharacterParts
kot SwitchArmorEquipment kot ta omoie Ppiokovior pe v oepd tovg, péco oto Character
Customization Gameobject Tng oknvig Yo TNV €TA0YA QVANG. Ot Adyol Tov dNUIoVPYNoa aVTod TO
devtepedv Ponbnticd empty gameobject, To omoio koAel amidg peBddoLE amd TO. Scripts TOV
Character Customization Gameobject, avti va avtiypdyo amid to kOpto CharacterCustomization
Gameobject 6T AAleg oknVEG, Tav ot €ENG:

* Ilpwtov, 6mmwg Kot Yo to Character Customization Gameobject, £ywve dote vo givar OAa To
scripts OYETIKA LE TNV OlOUOPPMOOT] TOV YOPOKTAPA KOl TNV EVOAAQYN TOV OKNVAOV,
opyavouéva 6To 1010 onpeio. Oa pmopovoa yio Tapdderyua, vo Baim to ChangeScenes script,
amevbeiog péoa oto next button, w¢ component Tov Kot PETA Vo TEPAS® 010 TTEdi0 object Tov
OnClick Unity Event, Tov €00t6 T0U Kol v KOAES® £TotL TV LEB0SO Yoo aAAAY] GKNVIAG, OAAG
Ba émpeme yia OAa o KOVUTLE 6€ KAOE KNV, VO TEPVE® Ta {01 script Eova Kot Eava ko petd
VO KOA®D TOV €00TO TOVG, EVOD £TGL AMAMG TEPAGO OAO TO SCTipts o Qopd, To OPYIvVMGO, GE
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éva, onpelo Kot PETO OmMAMG TEPVA® TOVTOV TO 1010 avTikeipevo cav object Tov OnClick Unity
Event kot koA® v KotdAAnAn pébodo.

* Aegltepov, emedn NMbeko or pvbuicelc A0V owTdOV TV scripts mov Ppickoviol UEGO GTO
Character Customization Gameobject, vo pmopoOv va enelepyacstodv Kol vo eviuepwdoiv,
Y10 TOPAOELY LA, UE KOVODPYLO LOVTEAL OVTIMV HECH OTO TEGIO TOVG, A0 Wit KEVTPIKT OKI VN,
N omoio, peTd Oo TEPVAEL OTIS EMOUEVEG OKNVEG, YWOPIS VO, TPETEL VO EVNUEPOV® TO 1010
mpdypata Eova Kot Eava ylo KaBe oknvn Eexoplotd.

* Tpitov, enewdn opiouévo script, Katd To GTCWO TOVG, XPEGlovTal va givol TopOV GtV
GKNVY, OVTIKEIIUEVO, TOV HOVTELOL TOVL YOPOKTNPA, TO OToia OU®G Bo mEPacTObY apyoTEPO
oV oknvi kotd to runtime. Kdmowo amd avtd to avrikeipeva givol yuo mopdoetypo o
KOKOAO TOL TPOGMITOV TOL YOPUKTNPO TOV TPEMEL VO TEPACTEL WG TEdI0 MOTE VO, UTOPEL TO
script vo, To YpNCIUOTOMGEL MG parent E1G0YMYN LOVTEAMY OUTIOV, KEPUTMV KTA, TAV® GTOV
yopoktpo N To material Tov 6€ppatog doTe va Umopel o script vo aALAEEL xpdUA TO déPaL
Tov yapokpa. Etol yopic va gival Tapmv 10 HOVTELD TOV YOPAKTAPO LECH GTNV GKNVI], OEV
UTOP® VO TPOGHECH OVTA T OVTIKEIPEVE GTO TESIO TV SCript KATO TO GTHGLO TNG OKNVIG.

*  Xopic va eivar to Character Customization Gameobject 6Tig oknvég (epdoov Omwg gimo
MEPVIETAL PLETE KOTA TO runtime oTIg EMOUEVES OKNVEC), OEV UTOP® VO YPTCLULOTOMG® OVTE TIG
duapopec nebddovg TV script mov Ppickovral péca oto Character Customization Gameobject,
eMedN T0. Kovpmid BEAovy va Ttovg mpochécelg To object Tov mEPIEYEL TO SCript KOt PETA VoL
KaAEoelg Tig pefddovg avtov Tov script. Omote e 1o secondary customization object, pmop®
va Tpocfécm avtd cav object 6to OnClick Event t@v kovpmidv kot pe to script tov, vo
avalnmom 1o Character Customization Gameobject kotd To runtime, 6tov ovtd Bo €xet
petapepbel otV TPEYOVON GKNVI KO VO TO YPNCLUOTOMNO® GOV MeGALOVTA Y10l VO, KOAECM TIG
uebddovg Tov.

* Ko téhog emeldn 0EAm va KpoTd® TIG 0AAAYES TOV THOV TOV UETAPANTOV OTIG EMOUEVES
OKNVEG, MOTE Vo S1aTNPpovvToL OTL 0AAYEG E£Yvay TV GTOV YOpaKTHPL. AV avi€ypapo TO
CharacterCustomization oTic EmOpEVEG OKNVEG, OAEG Ol aAlayEG ota scripts Oa undeviovray,
&VO TEPVOVTOG TO 1010 gameobject (pe v evtoAn DontDestroyOnlLoad), To onoio mepiéyet ta
scripts, 671G ETOUEVES GKNVEC, SLOTNPOVVTAL OAEG OL OAANYEG OTIC LETOPANTEG.

‘Etor  ypnowonoidviog to secondary customization helper, ce ouvvdvacpd pe 10
CharacterCustomization, pmopd va KoAéow OAec Tig peBodovg tov CharacterCustomization oTig
EMOUEVEG OKNVEG, OOTNPOVTOG OAX TO SCripts GUYKEVIPOUEVA GE €vo, KEVIPIKO onueio, Yo eukoAia
7060 YPNONG, OGO KOl EVNUEPMONG TOVG, KOl SATNPMVTAG TOVTOYPOVO TIC UETOPANTEG OTIC EMOUEVEC
OKNVEC.
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4.4.2.4 GUI Zknvic Emioync Xroiysiov Xapaktipao

Ynig oknvég Emloyne Ztoyeiov Xopaktipa yio vo dnpovpynom to graphical user interface
TOV TOYVIO0V, dnutovpynoa péca oto canvas ta e€ng Ul aviikeipeva:

f P)

Ewoéva 4.23: Tepapyia Tov Ul tov
Canvas Zknv Emioyng Zroygiov
Xopoktnpa

*  'Eva panel, 1o onoio Oa mepiéyel amimg pio background eucova. H dadikacio gival idia 6mmg
neprypaeetonr oto GUI oxnvng emthoyng euing (PA. Evotnta 4.4.1.4).

* ’'Eva scrollview to omoio ypnowponoteitar yio vo wpocfécelc péca tov 6ca Ul Béleic va
umopeic va, mhonyeioar peta&d Toug (kabétmg), péow evog scrollbar (BA. Evomra 4.4.1.4 ya
TEPIOCOTEPEG AETTOUEPLEG GYETIKA LE TO scrollview).

*  ’Evo button-TextMeshPro, to onoio ovopoco next button, Kot [le T0 0T0i0 TPOYWPAG GTNV
enodpevn oknvy (oknvi dStopdpPong tpooc®dmov). To next button 1o Torobétoa kdtw de&d
07O canvas.

* Méoa oto content mpdcheca kdmolo Text-TextMeshPro, ta omoia eivon labels yio didpopeg
0UAdEC KOLUTIOV Kol miong Ta £€0eca g parent object LTAOV TV OUAI®V KOLUTIOV Y10, VOl
o 0pyavOo®. AVTEG Ol ouddeg Kovumav yopilovior og 2 xaTnyopieg, TNV Katnyopia
YPOUATOV KoL TV KOTNYopio GTOEI®V YopaKTipa.

*  Méoa oe avtd ta labels mov avépepa mapomdve £fara og child objects kémow button-
TextMeshPro yio v oAloyf ypoOUATOV TOL YOPOKTNPO KOL Yot 0AAOYT TOV O1GQOpOV
OTOEI®V AV GTOV YOPOKTAPO (VTIA, KEPATO KTA), OVOAOYQ LE TO TTOLH QLAY 0POPA 1) KGOE
oknv. Ta é6ca Kovumd aviKovV GTIG OUAOEG KOVUTLOV TNG KATNYOPLoG YPOUATOV SEYpaya
70 text object Tovg kot TPOGOecE TOGE KOLUTIE OGH KOl T YPMUNTA TOL BEA® Vo LITAPYOVV.
271G OpAdEG KOLUTIDV TNG KaTtnyopiag otoryeimv yapaktipa, Tpdcheca 2 kovumd avd oudda,
éva previous Kot éva next ylo Gelplakt aAloyr Tov otoryeimv.

[Tépa amd ta MO vVEApyovta components OV ONUOLPYRONKAV CVTOUOTO UE OVTE TO
avtikeipeva, Tpocheoa To €€ components:
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e Zta Text-TextMeshPro g xatnyopiag ypoudtov tpoéocdeca 1o component Grid Layout
Group, evd og 00Tl TG Katnyopiog otoryeiov yapaktmpa tpdcsbesa to Horizontal Layout
Group.

4.4.3 Zknvi Auupopooonc llpoconov Xapaktipa

HumanCustomizationBlendshapesScene

ymizationHelper

Ewova 4.24: GameObjects Tng
Zrknvig Atapdpepwong [posmmov
Xapaxtipa

4.4.3.1 CharacterCustomization GameObject & human_male_model 14 GameObject

Edm 1oybdet to 1610 mov avépepa oty evotnta 4.4.2.1.

4.4.3.2 SecondaryCustomizationHelper Gameobject

To Secondary Customization Helper Gameobject givon éva empty gameobject mov npdcsheca
omv oknvn Kot givar Pondntd customization manager. ESd woyvel 011 avapépm oty evotnta
4.4.223.
4.4.3.3 TI'evikd Gameobjects

Ot oKNVEC TTEPLEYOVY EMIONC KOl LEPIKE YEVIKA gameobjects ylo Vo AELTovpyN GOV, Ta 0moio
givar 101a pe avtd g evotntog 4.4.1.3. To ovTIKEIPEVA OVTA TO OVTEYPOO OO TV TPAOTN GKNVA TG
EMAOYNG PUANG Kot Ta, EKAVa ETKOAANGT £0M, MGTE va EpBouvv akpPdg otny idwa BEo.

4.4.3.4 GUI Xknvic Awupopooong llpoconov Xapaxtipa

Y11 oknvég Atopdpewong [pochmov Xopakthipa yo vo dnpovpyncw to graphical user
interface Tov mayvidov, dnuovpynoa pésa oto canvas ta g Ul aviikeipeva:
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v Awapdpewong Ipocdmov
Xopaxtipa

‘Eva. panel, to onoio 0o mepiéyel amimg pia background ewova,. H dwadikacio givor idwa
onwg meprypapetar oto GUI oxnvig emhoyng uing (PA. Evotnta 4.4.1.4).

‘Eva. scrollview 1o omoio ypnowuomoteitor v va wpochéceic uéso tov 6co Ul 0éhelg va
umopeic vo mhonyeicat pueta&d toug (kabétmc), uéom evag scrollbar (PA. Evomnta 4.4.1.4 yia
TEPLOCOTEPEG AETTOUEPLEG GYETIKA LE TO scrollview).

Avo button-TextMeshPro, ta onoio ovopaco next button kot previous button, kot pe ta
omoia gite mpoywpPAg otV endpeVn oknvi (oKNvR ETLOYNIG POUY®V YOPAKTAPO) 1| YUPVAS
OTNV TPOTYOLUEVT] (OKTVI EMAOYNG oToXEl®V Yopaktipa). To next button 1o TomoBéTnoa
Kétw de€1d 61O canvas, Kot T0 GALO KAT® aploTEPA.

Méca oto content tpdcOsca 18 blendshape sliders, 6ca givar Sniadn kot ta blendshapes
a6 To pHovtéo tov yopaktnpa wov £ptiaéa oto blender. Ta blendshapes pe to embépata
Min kot Max, Oeopodvion éva. Onote to slider €xel cav agetnpio ™ péon n omoia ivol to
UNoEV Ko OTaV TO TN YOiVELS TTPOG Ta aploTepd ehéyyet Ta blendshape e to enifepo Min, evd
otav 1o myaivelg 0egld eréyyet Ta blendshape pe 1o emiBepo Max. H mpocnkn avtodv tov
sliders £yive péom tov scripts mov éptioéa yio ta blendshapes. Me avtd ta scripts £ptiaca
emiong Kot éva custom editor to omoio epavilerol oto inspector, ywo TNV mO €OKOAN
dnuovpyio Tov sliders, pe éroyleg OAeg TG omapaitnteg pvbuicews. Xe avtd 1o editor
eMAEYELG TO LOVTELOD TO omoio mepiéyet Ta blendshapes, Palelg Tig ovopacieg Tov embepdtov
kot cov Pyaler amd povo tov oe éva drop-down pevol, pe Olo ta blendshape tov
yopoktnpo. Amod exel emAéyelg éva-éva ta blendshapes kot matdg Create Slider. O ta
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SCripts Tov aPOPOLY TNV JAUOPPMOOCT] TOL YAPUKTNPO GTO pevoV, Beha va Bpickovial, ¢
components, péoo oto 1010 empty gameobject (dniadn to "CharacterCustomization"
gameobject mov mpdcoheca TNV ApyK CKNVI TG ETAOYNG PLANG) To omoio Ba Aettovpyel
®¢ customization manager kot Qo mepviétar amd oknvi| oe oknvi. 'Etol gmednq avtd to
scripts v v dwyeipton kot dnupovpyio twv blendshape sliders, Ppiokovtal pésa oto
character customization game object Tng GKNVNG EMA0YNG VARG (TO 0TOI0 LETAPEPETOL GTNV
TPEYOLGO GKNVI KOTd TO runtime), yio va, ypnooroo® to editor tng onpovpyiag twv
sliders, énpene vo TA® GTNV GKNVI EXAOYNG QUANG, VO TO, dNUIOVPYNCM EKEL KOl PETH TO
avILYPAY® omd TN OKNVI ETLOYNAG QUANG GTI OKNVH SLOUOPP®GTC TPOGMITOL.

[Iépo amd To MOM vEApYovTo, components wOL OMUOLPYNONKAY CLTOHOTO UE OVTE TO
avtikeipeva, 10 povo emmpdobeto component wov mpdcsbeca, givar to component vertical layout
group mov mpocheca 6to content mote vo pvOuicer opodpopea to layout dhwv twv sliders mov
Bpiokovtal péso oto content.

4.4.4 Xxnvii Emioyig Povyov Xapaktipa

£ Point Light

Ewodva 4.26: GameObjects Tng
Yinvig Emdoyng Povywv

Xapaxtipa

To "CharacterCustomization GameObject & human male model 14 GameObject” (BA.
Evomta 4.4.2.1), “T'evicé Gameobjects” (BA. Evotnra 4.4.1.3) xou “SecondaryCustomizationHelper
Empty Gameobject” (PA. Evomnta 4.4.2.3) eivor akpipog ta idta, pe tn dopopd 0Tl 6€ 0LTH T
oKnvn Tpdcbeca otn main camera, g component, To CameraTransition script mov £ptiaéo yio va
oAAGCel Béon M kauepa.

44



4.4.4.1 Camera Position Empty GameObjects

To Camera Position gameobjects, eivor empty gameobjects Ta omoio Ompodpynco Kot
Tonofétoon péca 6T OKNVY G€ GLYKEKPUEVEG Tomobeoiec. Méoa oe avth ) oknvi Bél® 1 Kkdpepa
TOV 7oL VIOo00 Vo pumopel vor aAldéel Béoelg katd tn d1dpKele Tov runtime kot vo, petokivnbdel oe
GUYKEKPIUEVEG TOTODECTIEC Y1 VO UTTOpPEL O YPNOTNG VO 0L TO HOVIEAO TOL YOPOKTAPO OO
SlOQOPETIKEG  OMTIKEG Ymviec. Avtd To gameobjects olvouv ovTEG TIC GULYKEKPLUEVES Kot
nmpokafopiopéveg Tomobeaieg, TIC omoieg ypnoiuonotel 1 kKapepa yia va Bpet mov Bo petakivnOel.

Position

Ewodva 4.27: Empty Gameobjects For
Camera Position

Méoa 6tn oknvn dnuodpynoa 6 T€Tola avTikeipeva, to omoia glvar ta e€Ng:

* To FullBodyCameraPosition, To omoio givat yia vo deiyvel 1 KAUEPH OAOKANPO TO HOVTELO
TO YoPaKTAPa 00 pakpld Ko avt eivae 1 default 0éon 6tav eopt@veTol avt 1 GKNVY.

* To HeadCameraPosition, to omoio givar yio va €pyeton 1 Képepa mo Kovd Kot va delyvel To
KEPAAL TOV YOPOKTHPO.

* To ChestCameraPosition, To omoio €ival yo va £pyeton 1 KOUEPO KOVTH Kol Vo SElYVEL TO
VO PLEPOG TOV GMUOTOC OO TN UECT] £MG Kol TO AQUO TTEPITOV.

* To HandsCameraPosition, to omoio givor yio vo petokiveital 1 KOUEPO 6Ta TAAYLO KO VO
delyvel amod Kovtd ta yépa.

* To LegsCameraPosition, To onoio givol yio vo petakiveitan n KAUEPO KOl Va, SEiYVEL T, TOSIL
oo KOVTA.

*  To FeetCameraPosition, o onolo eivon yio va petakwveitol n kdpepa Alyo ota TAdyo Kot vo
delyvel To TOd10, aTd TOV AGTPAYAAO Kol KATO.

I[No vo Béocw cmotd v Tomobesion AVTOV TOV OVTIKEWEVOV, HeToKIvovoa v main Camera oTIG
0éogig mov TNy NBeha Kot PETd avTEypoye TO position kol TO rotation NG Kol T0. TEPVOVGO GE CLTA TO.
avtikeipeva. Ondte Otav nMbeho M wduepa va petakwvnbel, £€mopva to transform avtdv tov
OVTIKEUEVOV Y10, VO BPEL 1] KAUEPQ TTOV B0 TAEL
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4.4.4.2

GUI Xxknviic Emoync Povyov Xapaxtipa

Y1ig oknvég Emoyng Povyov Xapaktipa yuo va dnpovpynow to graphical user interface tov

AL VIO0L dnuovpynoo. péoca oto canvas to. e£ng Ul avtikeipeva:

1 Full/FocusedViewToggle
y Buttc

Ewova .28: Iepapyia Tov Ul tov Canvas
Yinvi Emloyng Pobywv Xopaktipa

Avo button-TextMeshPro, to onoia ovopaco play button koi previous button, kot pe ta
omoio eite amobniedelg OAeg TIC aAlOYEG Kol TPOY®PAS otV emOuevn oknvi (oknvi
TALYVIO0V) 1 YOPVAS TNV Tponyovuevn (oxnvh Stapopewong tpocodnov). To play button to
tonofétoo kdTm 6e£1d 6To canvas, Kol T0 GALO KAT® 0ploTeEPA.

"Eva empty gameobject, To onoio ovopaca TabsList. Avté 10 avtikeipevo, pe v ypnom
gvog script mov £ptiaa (TabGroup script), ypnoonoteitol yia va opadorotost 5 panels, ta
onoia eivor amhd Ul Panels aAAd dpovv w¢ Tab Buttons e tn ypniomn evog GAlov script mov
éoptnéo (TabButton script), ®ote mot®vtog o€ avtd ta Tab Buttons, va evalidccovtal ot
KOPTELEG TOV HEVOD T®V PovY®V OVAAOYO HE TO UEPT] TOV CAOUNTOG TOL YOPUKTP TOV
VTOVELG.

5 Tab Buttons, éva yo ké0e PEPOG TOL CAOUATOG TOL YOPAKTNPO KOl TO TEPOGO O TOLOLA
tov TabsList. Avtd ta Tab Buttons ta ovopaca a) Heads Tab, ) Chest Tab, y) Hands Tab,
0) Legs tab ko €) Feet Tab. Avtd ta Tab Buttons, otnv mpaypotikdtra givor panels aAid
Agrtovpyovv ¢ kovumid Adym tov Tab Button script mov tovg mpdcbeca. Kdbe éva and avtd
TEPIEYEL OC TTodl TOV €va avTIKEIPEVO image To omoio O mepléyel £va YEVIKO EIKOVIOLO Yo
KGOe PEPOG TOL GMUATOG TOV YUPAKTNPO Y, EIKOVIGLO Yo YAVTLO, TOTOVTOLOL, TOVTEAOVIO KO
To AOmd.
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‘Eva empty gameobject, to omoio ovépoco PagesList kot o tomofétnoa otnv aplotepn
HEPLA TOL canvas Kol TPocsdppocsa 1o UEyeddg tov vo epapprolel oto TIve Kol 6To KATM
nepldpilo Tov canvas. AVTO TO OVTIKEILEVO (PNGLUOTOLEITOL Yio VO OpadOTO|oEL 5 panels,
®¢ modld Tov, ta omoia givar amAd Ul Panels, mov Ba mepiéyovv amidg pia background
€IKOVA, YlO. TNV O0KOCUNGN TOL WHeEVOD Kol péoa Tovg €yovv To scrollviews mov Oa
TEPLYPAY® TAPUKATE.

5 panels, évo yuo kd0e LEPOC TOL GAOUATOC TOV YUPAKTNPO KOL TO TEPUGO MG TOLOLE TOV
PagesList. Avtd ta panels ta ovopoco o) Head Page Scroll View Panel, ) Chest Page
Scroll View Panel, y) Hands Page Scroll View Panel, 0) Legs Page Scroll View Panel ka1
€) Feet Page Scroll View Panel. Ka0¢ éva amd avtd mepiéyel og moudi tov éva Ul scrollview
T0 omoio Bo mepiExel OA0 TO TEPlEXOUEVO TV tabs yio kdbe HEPOC TOL GHOUATOS TOL
xopaktipa my to Grid Menu pe to gikovidla yio OAo To, LOVTELQ At TA, YOVTLO, TOTOVTOLO,
TOVTELOVIOL Kol TO. Aoutd, Ta omoia O matdel o maiktng yio va aAddler povya. Kot téhog
Ka0e panel éyel og moud1d Tov kot amd éva Ul text-textmeshpro, ta onoio mepiéyovv éva label
Tov mepieyopévovu (head, chest, hands, legs, feet).

5 scrollviews, éva yio kG0e PEPOG TOL GMOUATOG TOV YOPAKTNPO, TO OTOI0 YPNCIUOTOLEITOL
v va TpocBécelc péoa tov oo Ul Béheig va pmopeig va mhonyeicat peta&d toug (kabétme),
Héc® evog scrollbar kot ta Torofétnoa Tave oto avtictoya panel. H dadwacio sivar idia
ue 1o scrollview ¢ evomtog 4.4.1.4. Avtd ta scrollviews ta ovouaco Head Page Scroll
View, Chest Page Scroll View, Hands Page Scroll View, Legs Page Scroll View ko Feet
Page Scroll View.

5 Text-TextMeshPro to omoia mpocHeca wg moudid oe kébe Eva amd Ta mévie panels mov
npoavépepa (Head Page Scroll View Panel kth) xou mepiéyovv anhdg og keipevo to
ovopa tov kb epieyopuévov (head, chest, hands, legs, feet).

Amo 0o axopo button-TextMeshPro wg modia Tov aviikepuévov content towv scrollviews
v k60e €va and ta scrollviews, Ta omoio ovopaco next button kot previous button Kot To
01010 YPNOYLOTOIOVVTOL VIO TNV GEPLOKN EVOALOYT TV POVY®V, OO TIC AIOTEG OAMV TMOV
POVYMV TTOV VILAPYOLV.

Amd évo empty gameobject yio kaOe éva and ta scrollviews, kot opicTnKov Mg ool TOL
content tov scrollviews. Avtd to avtikeipeva ovoudotnkav GridLayoutGroup. To
GridLayoutGroup ypnoiponombnkav wg TabGroup, pe TapoOUoLo Yp1OT LE TO OVTIKEILEVO
TabsList mov avéeepa mapomdvo, pe ) dpopd 61t To TabsList mepieiye TabButtons yio
evodldayr Ul Panels, evd avtd mepiéxer TabButtons ywo evalioayn povyov mdve oto
yopoxktipo. To éva dniadn aAralel to pevod g 006vng evd to dAlo aAldlel povya. To
scripts TabGroup ko TabButton apyikd onpovpynnkay yio v evaiiaynq tov tabs to
HeVoD Yo anTO Kol OVORAGSTNKAY £T61 0AAG emtedn To Grid Menu t@v povy®v £xel TapOUOLL
Aertovpyia pe to Tabs tov pevod, pe kdmoleg HIKPEG SLOPOPES Y10 AVTO YPNCLLOTOINCA Ta,
ido script Kot amAmdg tpdcebeca kdmola £ETpa AsrTovpYio LEG GTO KOJIKA QLUTOV TMV SCript.
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Aldpopo. TabButtons (1o omoion €dmd Aertovpyobv ¢ Grid Buttons), wg moudid tov
GridLayoutGroup mov Bpiokovtal péoca o€ kdbe évo amd ta scrollviews. O apOuog avtov
tov Grid Buttons, péca otn oknvr, €£0pTdTOl OO TO TOGA POVYO VILAPYOVY GTO TALYVIOL.
Ka0e Grid Button avtiotoryel og éva povyo kot matmvtag to Grid Button nepviéton avtd 1o
povyo move oto yopoaktnpa. H ovoposioo avtdv tov Grid Button mpémer va eivon
GUYKEKPIUEVT] PEGO OTI OKMVN Kol 0vAoyn HE TOV TOTO TOL POVYOV, EMEWN| £TCL TO £XM
opicel péoa oto script yioo vo. pmopel vo Agrtovpyel 0 kddkag. Av To povyo &ival yio
mapadeypo Tavtehovi, tote wpénet to Grid Button vo ovopaotei “Legs Armor”. Oca Grid
Button kot va £xeic ylo mavteAovia mpémel OAQ VoL OVOLIGTOVV Le akpimg Tov id1o Ttpdmo. Av
T0 povyo elval TamovTol, T0TE TPENel va ovopaotel “Feer Armor” kot ovtw kabeéng. Eniong
KGOe évo omd autd mepLEyEl g Toudi Tov €val avTIKEIEVO image To omoio o mepiéyet To
€Kovidlo Tov avTicTOoL0L POVKOV.

‘Eva UI toggle, 1o omoio ovopaco Full/FocusedViewToggle wot Ppicketol og moudi tov
canvas Kot YpNoLOTOLEITOL MOTE OTAV ivar emAeyuévo va Agttovpyovv ot focused kdpepec,
QVTEC OMAOT TTOL dgiyvouy To HovTéro amd Kovtd oe kdbe Koppdtt Tov odpatog tov (head,
chest, hands, legs kou feet camera) xoi 6tav 1o Pyaleic vo Aettovpyel amdid zoomed out
camera ov dglyvel oAdKANpo 10 codpa. (PA. Evomnta 4.4.4.1)

[Iépo amd To MOM vEApYovTo, components wOL OMUOLPYNONKAY CLTOHOTO UE OVTE TO

avtikeipeva, Tpodcbeca to e£Ng components:

4.4.5

Y10 ovtikeipevo TabsList mpocOeco ®g components to vertical layout group vy v
OUOOLOPPT OpYaveoT TV tabs kot To script Tov £pTiaéa to omoio Aéyetor TabGroup.

Yta Heads Tab, Chest Tab, Hands Tab, Legs tab kot Feet Tab npocfeca mg components 1o
vertical layout group ywo vo KeEVTIpAPEL TO €1KOVIG0 7OV LEAPYEL UEGO Kol TO Script Tov
£€oTiaéa o omoio Aéyetar TabButton.

>to. GridLayoutGroup péco oto content kaOe scrollview, mpoécOeca w¢ components to grid
layout group yia va opyavdcel ta grid buttons kot to script mov €ptioéo 0 omoio Afyetan
TabGroup.

Ye 6Aa ta Head Armor, Chest Armor, Hands Armor, Legs Armor kot Feet Armor, tpocOeca
®¢ components to script Tov £ptiada to omoio Aéyetan TabButton.

Xxknv1] Hoayyvidwev

H oxnvi mouyvidiod givar n oknvn mov Eekvdet 1o Touyvidt apod TIGEES TOV YUPUKTHPO GOV

amo TIG oKNVEG TOL pevoL Kot £xel Ta eng Gameobjects:
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M GameScene
@ Er

nanoid

e_model
e_model
e_model

e

b}

Eukova 4.29: Gameobjects Tng Zknvrig
Toyyvidion

4.4.5.1 PlayerArmature, Main Camera & PlayerFollowCamera GameObjects

Avtd ta 3 gameobjects mdve makéTo Kol ToL TPOSHEGH 6TV GKNVI EMAEYOVTOS OTO TO UEVOD
tov Unity tv emihoyn Tools — Starter Assets — Third Person Controller Armature.

ompenent Tutorial  Tools  Window Help
Starter Assets

Reinstall Dependencies

3t  #Scene O®Game Reset Third Person Controller Armature

B B &~ | &
Ewova 4.30: Create ThirdPersonContoller Armature

Reset Third Person Controller Capsule

Mertd éxava Unpack to prefab “PlayerArmature” yio vo Umop® va 1o ENeEEPYAOTH, TATOVTOG
de&l Kk v Tov kot petd eméiela “prefab — Unpack Completely” kot otnv cuvéyela, péca oto
PlayerArmature vrapyet éva child gameobject, To onoio Aéyeton Geometry (BA. Ewkova 4.29) kot péoa
Tov €yel to default povtéro tov third person controller, To omoio di€ypoya Kol TO OVTIKATESTNGO LLE TO
Sdkd pov povtéro, mov To ovouaco human male model 14 humanoid (to omoio gival to humanoid
rig povtédo PA. Evomta 4.3.1). Eniong npdcbeca éva tag oto “face” bone (“GameSceneFaceBone”
tag) ko éva tag oto “Spine.001” bone (“GameSceneTailBone” tag) tov humanoid povtélov, ®ote va
Eeympilovv omd ta avtiotoua bone tov generic rig povtédlov puéca oto script (BA. Evomrta 5.2.2.1
petafinty newFace wor newTailBone) wor dAAaga to ovopoata tov child object tov
human_male model 14 humanoid, ywa va &ovv v KatdAnén “ 27, dote Ko avtd va Eeywpilovv
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péoa  oto  script  (BA.  Ewova 4.29). Kout téloc  éPfaro  ®g component  TOv
human_male model 14 humanoid, to SetPlayableCharacterAppearance script.

4.4.5.2 EnemySkeleton GameObject

Ewova 4.31: Enemy Skeleton Model &
HealthBar

Av16 T0 gameobject, gival to HovtéLo Tov €x0poD oL TOAEUGS LEGH OTNV GKNVT| Kot Elvan Eval
£€tolo povtédo mov mpa omd to Unity Store. Mésa oto EnemySkeleton npocfeca wg child, éva Ul
canvas kot 1o ovopaca EnemyCanvas (BA. Ewova 4.29). ‘Encita péca oto EnemyCanvas, éBaia éva
slider to omoio ovouaco HealthBar kot Asttovpyei wg £vosiEn yio. to HP tov gyBpov. Eniong npodcheca
oto EnemySkeleton, éva tag mov éptinéo (nuéoa otov inspector motdvtag to dropdown Tag mov

Bpioketon mave ndve kot petd v emhoyn Add Tag)

Untagged

Respawn
Finish
EditorOnly z 0

MainCamera Z 9.2146%¢

Player e
GameCentreller

CinemachineTsrget

WaypointsTag

Enemy

GameSceneTailBone

GameSceneFaceBone

2 Add Tag...

Va 4.32: How To Add Tag

Ev
kot To ovopooo Enemy yio vo mwhpo avtd to gameobject pECO OTOV KOOIKO UE TNV EVIOAN
FindGameObjectWithTag.

Ewoéva 4.33: GameScene Tags

50



v GuvérEla To EXTAEOY components oV £PaAa 6€ ovTd TO gameobject Kot To ool TOv
Nrav T e&ng:

* ’'Eva Box Collider, 10 onoio mpdobBeca péca oto EnemySkeleton, to omoio dmpiovpyet to
collision Tov HOVTELOL KO TO YPNCLOTOINGE KVPI®G Y1 va. To avayvepilom og collision 6tav
emtifetan o maiyTng pe to onabi Tov.

* 'Eva Nav Mesh Agent, 10 omoio npdcOeca oto EnemySkeleton kai ypnoomoteizar yio va
mAonyeitot o Al Tov gxfpov péca oty oknvn.

* To Enemy script mov éptia&a, 0 onoio tpdécbeca oto EnemySkeleton kot ypnoiponoinca yio
va umopel o Taiytng va Kavel damage otov £x0p0o Kol Vo TOV GKOTAOVEL.

* To FaceHPSliderAtPlayer script mov £é@tiaéo, to omoio npoceca 6to EnemyCanvas kat kévet
TO canvas vo. KOITAEL TAVTO TPOG TOV TTaiyTn Yio vo. uopeig va de1g kaAid to HP tov gxfpov.

4.4.5.3 PlayerSword GameObject

Avto 10 gameobject, givar 10 onabi pe 10 omoio moiepdel o maiytng. To poviélo 1o mpa
étolo amd to Unity Store kot 1o mpdcsbeca ¢ child oto “hand.R” bone tov okeAetolh mov Ppioketal
eomTepkd Tov human _male_model humanoid gameobject, ®ote va kwveitor pali pe Tov yopoktipa
KoL TO TOTOOETN OO TNV TAAGUN TOVL YOPAKTHPA.

hand.R
W@ PlayerSword

Ewobva 4.34: Player Sword Inside
hand.R Bone

Otav o maiytng emttiBeton Ko tavtdypova akovumicest To collider Tov 6mAov pe to collider Tov €xHpov,
toTE TpdEL damage o exOpoc.
Avto to gameobject, £xel Ta €€Ng emmpdcoheTo components:
* To WeaponCollider script mov éptiaén, T0 omoio ypnoyomoinca yw va kdvel damage o
maiytng otov €x0p0d, dtav cuykpovovtal ta colliders Tov 6TAOVL pe ToL £0p0D.
*  ’Eva RigidBody component, yuo va propécel va Agttovpynoet to collider.
*  'Eva Box Collider, ywo va ypnoyomombei pe 1o WeaponCollider script.

4.4.5.4 Waypoints GameObject

Av16 10 gameobject, givar éva Empty Gameobject, 1o omoio opadomotlel o¢ maidid Tov, LEPIKE
Ao Empty Gameobjects (PA. Ewova 4.29), ta omoia divouv amAd ta onpeia mov Ba tpryvpvdel 1o
Enemy Al, 6tav Bpioketor oto Walk State, dnhadn dtav kdvel patrol. Méca oto Kevipikd waypoints
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gameobject, pmopd va tpocBicw 6ca waypoints 0EA® kat va to BAAw oTig Tonobesisg mov B0EAW péoa
oTNV GKNVN, O6TE 0 gX0pdC va maipvel avtég Tig Tomobeaieg yio va, kavel patrol. Eniong npdcbeca oto
waypoints, éva tag mov éptiaga (Léca otov inspector matdvtag to dropdown Tag mov PpiokeTor Tdvm
mhvo Kot petd v emaoyn Add Tag) kot to ovopoca WaypointsTag ywa va mdpm avtd 1o gameobject
péca otov kadika pe v vtodn FindGameObjectWithTag.

4.4.5.5 GameObjects I'la To Ieprparirov Tng Xxnvic

Méoa otnv oknvi Tpdcbeca kot pepucd gameobjects yio vo dSnuovpynow to mepPaAiov g
GKNVIG TOL Ty vidlov kot €Raka OAa ta aviikeipevo tov mepPdAioviog, ¢ Toadld péca oe €va
KevTpkd gameobject, To omoio Ntav 1o “plane” (To £60.(0G).

4.5 PuOmon GameObject's Component Ul Ioiyvidio0

Edd avaldm Tig dudpopeg pubuicelg mov pmopel va Paret €vag developer ypriotng (o)1 €vog
amAOC TaiKTNG KOTA TN SldpKeln TOV runtime) ota ddpopa component wov tpdécheca (PA. Evornra
4.4 Anovpyia Zxknvig Ioayvidiod Kot GUI) yio vo mpocapudcsl 1o moyvidl. Availdm pdévo Tig
pvOuioeig mov meipata, oyt OAEC TOV LILAPYOLV.

4.5.1 Component Ul Xxnviig Emioyig ®oig

4.5.1.1 CharacterCustomization

Yta components tov CharacterCustomization Gameobject éy® PaAet T1g e&ng pvOuices:

*  Character Customization (Script): Xto medio Target éfoia to “Male _model head (Skinned
Mesh Renderer)” and v oknvr. Zto nedio Suffix Max éfaia v AéEn Max kot oto Suffix
Min £Baia v AéEN Min.

i

CREATE SLIDER

(Script) Component

*__ Customize Character Parts (Script): Xtic AMiotec T@v poviéAwv mpdcheca 660 HOvTE D €xm

QTIGEEL, avaloyo OU®G LE TNV VAR TOV YOPOKTAPO. TNV OKNVH HE TNV VA avOpdTOL Yo
mapadetypo, Epaia Lovo avlpdmive auTId Kot 6ca Tpdypata dgv £yl évag avOpwmog, Ommc
KEPATA, KL OVPEG, TOL APNOQ. KEVA. TNV OKNVH TOV daludvev EBoio OAOV TV 0OV aVTLd,
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emedn NBela ol daipoveg va €yovv avtid mov potdlovv kat pe human wxou pe elf ko pe
beastmen ktA. Emiong tovg mpdcheca kar képata. Ot beastmen éxovv poévo awtid (dov Kot
ovpés K.0.K. Téhog €Bara 610 medio Face 1o transform tov “face” bone omd tov oKeAeTd TOL
YopoKTPO otV oknvr| kot 6to medio Tail Bone 1o transform tov “Spine.001” bone .

v Customize Character Parts (Script) @ 3+

Ear Models

ne . ne (T )

Ewdva 4.36: Customization Character Parts
(Script) Component

*__ Customize Character Colors (Script): Xtig Aioteg skin kou iris colors mpdcHeca kdamoia
ypouata Kot faia ota medio skin material kot iris material, ta material pe ovopota skin kot
Eyeslris mov Ppickovtor otov pdrkelo Assets — Custom Assets (Q0Td oV €iyo ONUIOVPYNGEL
oav duplicates, 6yt avtd mov Ppickovior péoa otnv tepapyia Tov human male model). Kot
téhog éBoia oto medio Ear Material, To material mov PBpioketar otov @dkelo Assets —
Custom Assets — Ears (avt6 mov &iya onpovpynost oav duplicate, oyt avtd mov Ppioketon

HEGO OTNV 1EPAPYI TOV LOVIEAMY TOV OVTUDV).

Hair Material ® Hal or @
Ewova 4.37: Customize Character Colors
(Script) Component

e Switch Armor Equipment (Script): Xti¢ Aioteg tov armor, oo oty mpodtn 0éon «dbde

Motag ta skinned mesh renderers tov povtélov human _male model modular mov Bpioketon
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otov pdkeAo Assets — Custom Assets ywo vo pmopel voo oAAALEL 0 YOAPOKTNPAG OTO apyIKO
HovTELD Ywpic polya Kot oTa VTOAOITA TTEdia TV MoT@OV ERaAa 6Ga armor £QTIaéa, To, 0ol
Bpiokovtal péoa otovg vroPakéAlovg Tov PakeAov Assets — Custom Assets — Armors.

Switech Armor Equipment (Script) e 3t

:served for default naked mesh

Element

Element 2

Ewova 4.38: Switch Armor Equipment
(Script) Component

4.5.1.2 human_male_model 14

Yta components Tov human_male model 14 Gameobject £xm PdAer Tig e&ng pubuiceig:
* Animator: ¥to nedio Controller éBoaioa To Human Male Animator Controller mov Bpioketat
otov pdrelo Assets — Custom Assets.

# v Animator

Controller % Human_Male_Animator_controller

i human_male_f

Ewova 4.39: human_male model 14 Animator
Component

*___Rotate Character (Script): ¥to nedio Rotate Speed éBara tnv Tiun 0,3.

E v Rotate Character (Script)

Add character rotation speed. Values between 0.1to 1.0

Ewoéva 4.40: Rotate Character (Script)
Component
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4.5.1.3 GUI Canvas

1o components tov Canvas Gameobject £y Baiet Tig €€ng pubuiceic:

* Canvas: ¥to dropdown Render Mode enéieén “Screen Space — Overlay™.

* Canvas Scaler: ¥to dropdown UI Scale Mode enéieéa Scale With Screen Size, oto Reference
Resolution €Baia 1200x700 kot oto dropdown Screen Match Mode enéheEa Expand.

= ~ Canvas

er Sereen Space - Overlay

anvas Scaler

Ewobva 4.41: Canvas & Canvas Scaler Components

4.5.1.4 GUI Panel

Yta components tov Panel Gameobject £yw Baiet Tig e€ng pubuioceic:

* Image: 10 medio Source Image éBolo to sprite “panelbg3” mov Ppioketal otov @dkero
Assets — Custom Assets — Sprites.

~ Image

Image

Ewova 4.42: Panel Image Component

4.5.1.5 GUI Content Tov Scroll View

Y10, components Tov Content Gameobject mov givar child object tov Scroll View &y BaAet Tig
eng pvbuiceic:
*  Vertical Layout Group: 'EByoio 6ia ta checkboxes, éfoaio 6to medio spacing tnv Tiun 45 kot
eméle€o oto Child Alignment to Middle Center.
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El v WVertical Layout Group

Padding

(
(
(
(

Middle Center

4.5.1.6 GUI RaceButtons Tov Content

210 components tov  HumanRaceButton, ElfRaceButton, DemonRaceButton,
BeastmenRaceButton kot FishmenRaceButton Gameobjects mov eivar childen objects tov Content
Gameobject uéca oo Scroll View, £yw Baket Tic e€ng pubuiceic:

* Button: Méoa ota Onclick() Events tov kdbe wovumiov 7wépaca ®C OVTIKEIUEVO TO
CharacterCustomization gameobject mov Ppioketor omnv oknvy kot enéielo o omd TIC
function LoadRaceSelectionScene() g avtictoyng euAng amd to script ChangeScenes (my
LoadHumanRaceSelectionScene()).

Ewova 4.44: Onclick Event

e TextMeshPro — Text (Ul): Xt0 medio Tov keyévov kdébe xovumiov, €faia TOo OVopa NG

avtioToyMmg PLANG.

v TextMeshPro - Text (Ul) e 3 !

Text Input Enable RTL Editor

Human

Normal

Ewova 4.45: Button's Text Area

4.5.1.7 GUI Next Button & Text (TMP) Tov Next Button

Y10 components tov Next Button Gameobject & Text (TMP) Gameobject mov givon child
object tov Next Button Gameobject &xm Paiet Tig €€1g pvOuicelc:
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4.5.2

Button: Méoa oto Onclick() Event mépaca o¢ avtikeipevo to CharacterCustomization
gameobject mov Ppioketon oty oknvy kot eméieéo  woe  amd T function
LoadCustomizationBodyPartsScene() g @UANG g TpE€Yovoac oknvig omd To  script
ChangeScenes (my LoadHumanCustomizationBodyPartsScene()).

TextMeshPro — Text (UI): 1o nedio tov kepevov EBara trnv AEn Next.

Component Ul Zknvijg Emioyig Xrorgciov Xapoktipa

Ot pvBuiceig tov components twv GUI Canvas kot GUI Panel, givar axpiPdg ot idteg pe Tig

evotreg 4.5.1.3 ko 4.5.1.4. Eriong o1 puBpuicelg tng main camera, eivat id1eg pe v evotnta 4.5.4.1
pe v dtapopd 6t €dd Tpodchesa uovo to Start ko FullBody Marker.

4.5.2.1 GUI Text-TextMeshPro tov Content

>to components Tov Text-TextMeshPro Gameobject mov eivar child object tov Content kot Ta

omoia ywpilovtar og 2 katnyopieg (Katnyopio YpOUATOV Kol KOTYOpio. GTOLXEI®V YOPAKTIPA), EXWO
BaAet Tic €€ng pvbuicerc:

Horizontal Layout Group: X10 Top Padding éBola tnv Tiun 70, oto medio spacing tnv tiun 5
rot emédeéo oto Child Alignment To Middle Center.

( Expand
Ewoéva 4.46: Horizontal Layout Group
Component

Grid Layout Group: ¥to Top Padding éBoaia v Tiun 45, oto nedio spacing Tig Tipég x=5, y=5

kot oto Cell Size 40x40. Xto, Child Alignment kot Start Corner éBoia to Upper Left, oto
Start Axis éBada Horizontal kot oto Constraint éfaia Flexible.

Component
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Eniong ota xovumd g katnyopiog ypopdtov diéypaya to text object tovg kat Ttovg dAlato TO
XPOLLOL.

4.5.2.2 GUI Button- TextMeshPro Tov Text-TextMeshPro

Yta components tv Next Button Gameobject, Previous Button Gameobject & ta Text (TMP)
Gameobjects Tov 600 avtdv Kovumidv mov givar child object Tovg, éxm Pdrer Tig €ng pubpicelg:
* Button (xatnyopia croyeiov yapaxmpa): Mésa oto Onclick() Event kot tov dVo kovummv

mépaca m¢ avrtikeipevo to SecondaryCustomizationHelper gameobject mov PBpioketor otnv
oknvn kot enéiefo oto Next Button po amd tig function yio aAlayr| oto endpevo poviéro
otoyelmv yapaxtpa avdioyo pe v opddo mov 0eha my NextEarsModel() kot po amd Tig
function yio. oAAoyn 6TO TPONYOVUEVO LOVTELO GTOLYEIOV YAPUKTAPO CVAAOYO LE TNV OUAOO
mov NBeia Ty, PreviousHornsModel().

* Button (katnyopio ypoudtev): Méoa oto Onclick() Event kot tov 600 KOuUmdv TéPAGH OC

avtikeipevo to SecondaryCustomizationHelper gameobject mov Ppioketar oty oknvi kot
eméle€o oto Next Button o amd tic function LoadCustomizationBlendshapesScene() g
PLANG ™mg TPEXOVCOG GKNVNG amno T0 script ChangeScenes (y
LoadHumanCustomizationBlendshapesScene()), ev®d oto Previous Button o omd T1g
function LoadRaceSelectionScene() tng @uANg g TPEYOVLOAG OKNVAG Omd TO Script
ChangeScenes.

*  TextMeshPro — Text (UI): Xto medio tov kepévov Efara tnv AéEn Next 6to &va kot v AéEn

Previous oto dAMo.

4.5.2.3 GUI Next Button, Previous Button & Text (TMP) Tov Button

Yta components tov Next Button Gameobject, Previous Button Gameobject & ta Text (TMP)
Gameobjects tv d00 avtdv Kovumidv mov eivar child object tovg, &xm Paiet Tig e&ng pubuioces:

* Button: Méca oto Onclick() Event kot tov 600 KOUUTIOV TEPAGH ®OC OVIIKEIUEVO TO
SecondaryCustomizationHelper gameobject mov Ppioketor oty oknvi kot enérelo oto Next
Button po amd t1g function LoadCustomizationBlendshapesScene() tng ¢uANG TG TPEXOVLGOC
oxknvig amod to script ChangeScenes (my LoadHumanCustomizationBlendshapesScene()), evd
oto Previous Button pa and T1g function LoadRaceSelectionScene() g uAng g tp€yovoag
oknvig and to script ChangeScenes .

*  TextMeshPro — Text (UIl): 1o medio tov kepévov Efara v A&EN Next 6to €va Kot v AéEn
Previous oto dALo.

4.5.3 Component Ul Xxnvig Awapopeoonc [Ipoconov Xapaktipa

Ot pvBuiceig tov components twv GUI Canvas kot GUI Panel, givar axpiPdg ot idteg pe Tig
gvomtec 4.5.1.3 kan 4.5.1.4.
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4.5.3.1 GUI Content Tov Scroll View

Yta components tov Content Gameobject mov eivar child object Tov Scroll View €xm Baiet Tig
e&ng pubpuiceig:
*  Vertical Layout Group: 'EByoia 6ia ta checkboxes, éfoio 6to medio spacing tnv Tiun 40 kot
eméleEa oto Child Alignment to Middle Center.

4.5.3.2 GUI Next Button, Previous Button & Text (TMP) Tov Button

>to components Tov Next Button Gameobject, Previous Button Gameobject & ta Text (TMP)
Gameobjects TV 300 aVT®OV KovUTIOV TToL givar child object Tovg, &xm Paret Tig e&ng pvOuices:

* Button: Méoa oto Onclick() Event kot tov 00 KOLUTI®V TEPOGO ®OC OVTIKEILEVO TO
SecondaryCustomizationHelper gameobject mov Ppioketor otnv oknvn kot enéleéo oto Next
Button pia and tig function LoadArmorEquipmentScene() g @UANG TG TpEYOVGAG GKNVNIG
and 1o script ChangeScenes (my LoadHumanArmorEquipmentScene()), evdd oto Previous
Button po and tig function LoadCustomizationBodyPartsScene() tng @uAng g tpéyovcag
oKnvig and to script ChangeScenes .

*  TextMeshPro — Text (UI): Xto medio tov kepévov Efara v AéEn Next 6to €va kot v AéEn

Previous oto dAMo.

4.5.4 Component Ul Xxnviic Emioync Povyov Xapaxtipa

O1 pvOuioeig twv components tov GUI Canvas, givat akpiog ot idieg pe v evomta 4.5.1.3.

4.5.4.1 Main Camera

Yta components Tov Main Camera Gameobject £xm BdAel Tig e&ng pubuiceig:

*  Camera Transition (Script): ¥to medio Start Marker éBolo TV main camera amd TV 6KV Kot
ota vnorowma Markers (Full Body Marker, Head Marker kt\) éBfoAia to avtictoyo
CameraPosition  objects omdé v  oknv, HE TIC  OVTIIOTOLXEG  OVOMOGIEG
(FullBodyCameraPosition, HeadCameraPosition ktA). Kot téhog oto medio tov Speed éfoda
v Ty 0,01.

+~ Camera Transition (Script)

Ewova 4.48: Camera Transition (Script)
Component For Armor View
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4.5.4.2

4.5.4.3

GUI TabsList

Yta components tov TabsList Gameobject £y Baiet Ti1g €€ng pubuices:

Image: ¥to Source Image éBaa o sprite tabPanellcon mov Bpicketol 6Tov pdkero Assets —
Custom Assets — Sprites.

Vertical Layout Group: Enéle€o oto Child Alignment to Middle Center.

Tab_Group (Script): ¥ta medion Tab Idle, Tab Active wotr Tab Hover, éBoio ta sprites

tablconldle, tabIconActive kot tablconHover avtictouyo, to onoio Ppickovioalr otov @drkelo
Assets — Custom Assets — Sprites. Xto nedio Selected Tab éBoio to Heads Tab (Tab Button)
a6 v oknvy. Kot téhog oty Alota tov Pages List, éBaia ta 5 Page Scroll View Panel yu

ta head, chest, hands, legs kot feet avtiotoya.
~ Tab Group (Script)

Tab Buttons

for item Grid Menu,
s button for switching
st Armor’
for it to w
Pages Li

Element O

Element 3

Element 4

Ewova 4.49: Tab Group (Script) Component
For Tab Menu Use

GUI Heads Tab, Chests Tab, Hands Tab, Legs Tab, Feet Tab
Yta components tov Heads Tab, Chests Tab, Hands Tab, Legs Tab ka1 Feet Tab Gameobject,

mov eivon child object tov TabsList, £y Paiet Tig €€ng pubuiocels:

Image: Y10 tpdto Tab (Heads Tab) éBaia oto medio Source Image to sprite tablconActive, mg
TPOETMAOYT], EVO oTa VTOAoTa tabs €Baka To sprite tablconldle.

Vertical Layout Group: Enéle€o oto Child Alignment to Middle Center.

Tab Button (Script): Xt0 medio Tab Group éBaia to TabsList (Tab Group) gameobject and v

oknvn kot oto OnTabSelected() Event 6Awv tov tabs, éBaia To main camera gameobject amwd
mv oknvy kot eméheba v ovtiotoyn SwitchToCamera() Function tng «idong
CameraTransition avaioyo pe to tab, dniadn SwitchToHeadCamera yio to Heads Tab,
SwitchToChestCamera yia to Chests Tab k.0.k.
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v Tab Button (Script)

B Main Camera @

On Tab Deselected ()

List is Empty

Ewova 4.50: Tab Button (Script) Component

4.5.4.4 GUI Image Tov Tabs

1o, components Tov Image Gameobject mov eivon child object twv Heads Tab, Chests Tab,
Hands Tab, Legs Tab ko1 Feet Tab Gameobject, éxm fdAet Tic e€ng puBuiceis:
* Image: ¥to nedio Source Image kaOe Tab £éBoala to avticToro generic sprite mov PpiokeTon

otov @dkelo tov sprites (helmets, chest, gloves, pants kot boots) ki amevepyomoinca tnv
emioyn Raycast Target.

Euwcova 4.51: Image Component Of Tab Button

4.5.4.5 GUI Page Scroll View Panels

Yta components tov Head Page Scroll View Panel, Chest Page Scroll View Panel, Hands
Page Scroll View Panel, Legs Page Scroll View Panel kot Feet Page Scroll View Panel Gameobjects,
&xo Parerl Tig e&ng pubuiceic:

* Image: 210 medio Source Image éBolo to sprite “panelbg3” mov Ppioketal otov @dxelo

Assets — Custom Assets — Sprites.
Eniong anevepyomoinca 6la ta Panels extdc tov mpdtov, péca amd 1o mapdbvpo Tov inspector,
Byalovrag v emioyn tov checkbox mévo apiotepd otov inspector, exeldn 0EA® va eppavifetol povo
£€va 0TOV POPTMGEL 1) OK1VI Kot PeTd Ba evarldocovtot pEGm Tov script.

4.5.4.6 GUI GridLayoutGroup

Yta components tov 5 GridLayoutGroup Gameobject, mov givon child object tov Content og
Kkd0e éva amd Ta Scrollview, &y PdAretl Tig e&ng pubuicels:

61



*  Grid Layout Group: ¥to0 nedio Cell Size ¢Baia x=80 kot y=80. Xto medio Spacing éBoia x=5
ko y=10. Zto Start Corner £Baia Upper Left. Xto Start Axis éBaia Horizontal. Xto Child

Alignment enéhelao to Upper Left. Kot téAog oto Constraint enéiela Flexible.
=] + Grid Layout Group e 3+

*adding

Fl

Ewoéva 4.52: Grid Layout Group Component

e Tab Group (Script): Xta medio Tab Idle, Tab Active kor Tab Hover, éBaia ta sprites

tablconldle, tabIconActive kot tablconHover avtictouyo, to onoio Ppickovialr 6tov @drkelo
Assets — Custom Assets — Sprites. Xto nedio Selected Tab éBoio to Head Armor (Tab
Button) amd v oxnvi. Kot téhoc oty Mota tov Pages List, dev éBola timota enedn €0d T0
script &xel Aeitovpyio grid menu yio aAloyr] armor kot 0L tab menu yio aAroyn panel.

v Tab Group (Script)

Ewoéva 4.53: Tab Group (Script) For Grid Menu Use

4.5.4.7 GUI Head Armor, Chests Armor, Hands Armor, Legs Armor, Feet Armor

210 components Tov Heads Armor, Chests Armor, Hands Armor, Legs Armor kot Feet Armor
Gameobject, mov givan child object twv 5 GridLayoutGroup, £xm BdAet Tig e&ng pubuiceic:

* Image: 10 mpmto Armor gameobject kdBe piog xaTnyopiog TOV AVIITPOCOREVEL TO KEVO
armor £Boia oto medio Source Image to sprite tablconActive, ®wg mpoemloyr], evd ota
vrolowma gameobjects Baia to sprite tablconldle.

* Tab Button (Script): ¥to medio Tab Group £Bora 1o GridLayoutGroup (Tab Group)
gameobject and v oKnvi.
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Group (Tab Group)

Euwova 4.54: a Button (Script) Component For Grid

4.5.4.8 GUI Image Twv Tabs

Xto components tov Image Gameobject mov givat child object 6Awv Twv Heads Armor, Chests
Armor, Hands Armor, Legs Armor kot Feet Armor Gameobjects, £xm BdAel Tig e&ng pubuiceic:

* Image: 10 mpdTo Armor gameobject kdfe piog Kotnyopiog mOV GVTITPOCMREVEL TO KEVO
armor &PaAa oto medio Source Image to sprite Emptylcon, mg mpoemihoyn encdn to TpdTo
0o elval To kevd mov dev Exel emheyel kapio TavomAio, evd ota vVOAOTH gameobjects Efaia
To, sprites TN KATAAANANG TavomAag amd TV VITOPAKELOVG TTOV apyilovv e v AéEn Armor,
kot Pplokovior péoa otov @dkeho Assets — Custom Assets — Sprites. Kot téhog
amevepyonoinoa v emAoyn Raycast Target.

Ewova 4.55: Grid Menu With
Icons For Armor

4.5.4.9 GUI Full/FocusedViewToggle

Y10, components tov Full/FocusedViewToggle Gameobject £xm Balel Tig e€ng pubuiceic:
* Toggle: ¥to On Value Changed (Boolean) Event éBoio o main camera gameobject amd v
oknvn ko enérela tnv Toggle Changed() Function tng kAdong CameraTransition.

On Value Changed (Boolean)

Runtime Only - CameraTransition.Toggle_Changed

B Main Camera @

Ewova 4.56: Toggle's OnValueChange Event

4.5.4.10 GUI Play Button, Previous Button & Text (TMP) Twv Button

210 components tov Play Button Gameobject, Previous Button Gameobject & to Text (TMP)
Gameobjects TV 600 aVT®OV KoVUTIOV TToL givar child object Tovg, &xm Paret Tig e&ng pvOuices:

* Button: Méoa oto Onclick() Event kot tov 00 KOLUTI®V TEPOGO ®OC OVTIKEILEVO TO

SecondaryCustomizationHelper gameobject mov Bpicketal otnv oknvn kot enéieéa 6to Play

Button v function LoadGameScene() and 1o script SecondaryCustomizationHelper, evd oto
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Previous Button o and t1g function LoadCustomizationBlendshapesScene() tg @uAng g
TPEYOVGOC OKNVIG ond TO script ChangeScenes (my
LoadHumanCustomizationBlendshapesScene().

*  TextMeshPro — Text (Ul): ¥to medio tov kepévov Rora tnv AéEN Play 610 éva kot v AéEn
Previous oto dAlo.

4.5.5 Component Ul Xxknvic ITaryviorov

4.5.5.1 PlayerArmature

Méoa ota component tov PlayerArmature £Baia tig e&n¢ pubuioeis:

e Animator: Xto animator component Ttov PlayerArmature, eméie€o ®¢ Controller to0
StarterAssetsThirdPerson animator controller, to omoio Ppicketonr ctov @AkeAo Assets —
StarterAssets — ThirdPersonController — Character — Animations kot oto 7edio Avatar,
époka to “human male model humanoid Avatar”, to omoio [pioketan péca oto

human_male model modular humanoid assets otov pdxelo Assets — Custom Assets.
= v Animator
Starte

& hiuman_|

MNormal

Cull Update Transforms

Ewoéva 4.57: PlayerArmature Animator Component

4.5.5.2 EnemySkeleton & EnemyCanvas

Méca oto component tov EnemySkeleton éBoia tig €€ng pubuiceic:

* Animator: Xto animator component tov EnemySkeleton, emnéiefa wg Controller to
SkeletonAnimatorController wov onpovpynco (BA. Evomra 4.3.7), 1o onoilo Ppicketar otov
@axelo Assets — FantasyMonster — Skeleton.

= v Animator

Controller % SkeletonAnimatorController

Marmal
Cull Update Transforms

Ewova 4.58: EnemySkeleton Animator Component

*__NavMeshAgent: Xe avt6 o component oto Steering éBaia Speed = 1.5, Angular Speed = 90,
Acceleration = 8 kot oto Obstacle Avoidance éBoka Radius = 0.05 kot Height = 0.15.
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* Enemy (Script): Xe avtd to component, éfara oto medio HP tv tyn 100, oto medio
Animator £Bolo to animator component tov EnemySkeleton kot oto nedio HP bar, £Baia to
HealthBar slider tov EnemyCanvas.

m + Enemy (Script)

Animator)

Ewoéva 4.59: Enemy (Script) Component

*__ Canvas: X10 canvas component tov EnemyCanvas, enéiefo oto Render Mode, to World
Space.
= v Canvas

World Space

Ewodva 4.60: EnemyCanvas Canvas Component

*__ FaceHPSIliderAtPlayer (Script): X¢ avté 10 component mov Ppickerar oto EnemyCanvas,
£BaAa oto medio Player Camera, tnv Main Camera ond tnv oknvi.
v Face HP Slider At Player (Script)

Player Camerz A MainCamera (Transform) (0]
Ewova 4.61: Face HP Slider At Player (Script
Component

*__ Slider: ¥to component Slider tov HealthBar, £¢Byoia tnv emhoyn Interactable.

Mane

Ewoéva 4.62: HealthBar Slider Component

*__Image: 1o “Background” child object Tov HealthBar éBaAa t0 KOKKIVO Ypdua Kot oto “Fill”
child object tov HealthBar, éBolo o Tpdctvo ypdua.

4.5.5.3 PlayerSword

Méoa ota component tov PlayerSword éBaia tig €€1¢ pvBuiceic:

e WeaponCollider (Script): & avtd o component, Efoia 610 medio “Damage Value” v tiun
20.

v Weapan Collider (Script)

Damage Value 20

Ewova 4.63: Weapon Collider (Script) Component

*__RigidBody: X& avtd T0 component, Byada tnv emioyn “Use Gravity”.
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& Rigidbody

Ewodva 4.64: RigidBody Component

*___Box Collider: Xg avtd To component, Efaia TIC KATAAANAEC S10.6TAGEIC Kol EVEPYOTOINGO TNV

emioyn “Is Trigger”.
88 v Box Collider
Edit Collider o
s Trigger v

Ewodva 4.65: Weapon's Box Collider Component

4.5.5.4 Gameobjects Ileprfarirovrog

Apyucd emédea to plane kot péca amd Tov inspector (Téppa Tave de€id, dimAa amd exel OV
Ypaoet “static”), mamoo to Peldkt kot emédheéo “Navigation Static” kot petd “Yes, change children”,
Yo voL 0AAGEEL KoL TOL TTAdLd TOV, MOTE Vo, UTopel va ypnoiponombet to mepifaiiov yia va @Tioytel To
navigation yio ta. EnemyAl

Tag Untagged

Transform

Bl Plane (Mesh Filter)
Ewodva 4.66: Set Plane & Children
Static

Xmv cuvéyelo myo mive 6to pevov tov Unity kon eméhea Window — Al — Navigation, To omoio
avoiyel o Navigation window. Ano ekel mya otnv koptéla Bake kot mdtnoa 1o kovuni Bake yia va
yoptoypaendei to mepifdrrov, pali pe Ora ta aviikeipeva mov £yel, d@ote va pumopel o EnemyAl va
Eépel moc vo petokivnBel péco oty miota pe TNV ypnon ¢ evroAng SetDestination tov
NavMeshAgent (BA. Evomra 5.5.2).
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eas Bake Object

Baked Agent Size

Ewodva 4.67: Navigation Bake

4.6 Animator State Machine

Méoa oto animator window TV SlQOPOV YOPAKTP®V, VITAPYEL CVTO TOV OTOKAAEITOL State
Machine. To State Machine, eivat T0 6OvoAo TV states (katactdoemv Tov yopaktipa 6nmg my Idle,
Walk, Run k1), tov transition pe to onoia pnopeic va opicelg tov 1pdmo mod aAlAlel 0 YOPUAKTPOS
amo 1o €va state oto AN, KoL TIG TAPAUETPOVS TTOL YPTCIUOTOLELG MG GUVONKEG, Y1a Va YIVOUV QVTEG
ot evaAlayég. Avtod yivetal, Kot yuo va opicelg 1o mote Bo maifel kdmolo animation, aAAY Kal Yo, TNV
Aoyikn evoddoyn Tov states, SNAodN Yo TAPASELY O VO UnV Tnyaivelg katevbeiov omd to Jump State
oto Run State, vo mnyaivelg omd to Jump oto Land State kot petd oto Run.

4.6.1 Player Animator State Machine

Ed® meprypdom tic pvOuicsig tov StarterAssetsThirdPerson (uévo ywo v emibeon mov
Tpocheca YD), TOL ELEYYEL TOV Taiy T, Héca omd To Animator Window.

Xe ovtd to Animator Controller, péca ommv kaptéia “Parameters” (mdvo apiotepd),
dnuovpynoa pia boolean mopduetpo v omoio ovopaca “isAttacking”, n omoio ypnoyomoteiton yio
v gvailoyn peta&d tov “Idle Walk Run Blend” state kot tov “SwordSlash” state (mov mepiéyetl to
animation mov o maiytng emtifeTon pe to onabi).

Ewova 4.68: Player Animator Parameters
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1o transition ond to “Idle Walk Run Blend” mpoc to “SwordSlash”, éBaia w¢ condition tnv
mapauetpo isAttacking, n omoia 6tav givar true Eekwvdel to transition. Emiong £Byoio tnv emhoyn
“Has Exit Time”. 'l To transition wpog v dAAn katedbBuvon, dev ERala kavéva condition kot omAd
gvepyonoinoa tnv emiioyn “Has Exit Time”, ®ote pe 10 TOL TEAEIMGEL TO animation, Vol EMIGTPEPEL
GTO TPONYOVUEVO State.

ot

SwordSlash -= Idle Walk Run Blend

Has Exit Time o

Ewova 4.69: Has Exit Time

4.6.2 Enemy Al Animator State Machine

Ed® meprypdom Tig pubuiceig tov SkeletonAnimatorController, mov ghéyyetl tov exfpo, péca
a6 to Animator Window.

4.6.2.1 Animator Parameters

Ewova 4.70: Enemy Animator Parameters

¥e avtdo 1o Animator Controller, péca omv xaptélo “Parameters” (mdvo apiotepd),
dnuovpynoa tig ENG TAPAUETPOVG:

* isPatrolling: Avti M boolean mopaueTpog, ypnoyoroleitat yio TNy evarioyn petaéy tov Idle
ko Walk State.

¢ isChasing: Avtf n boolean mapdpetpoc, ypnoiponoteitat yio TN evoriayn petald tov Walk
kot Run State, 0mwg emiong kot yo vo wéer mpog pio katevduvon amd to Idle State oto Run
State.

* isAttacking: Avti 1 boolean mapdpetpog, ypnoponolgitol yio v evarroyn petaé&d tov Run
kot Attack State.

* damage: Avtni 1 trigger TOPAUETPOC, YPNCILOTOLELTAL Vi VO TdEL 0md omolodnmote State, 610
TakeDamage State. Ot Ttapapuetpot trigger, Aettovpyovv cov boolean, aALd yivovtol avTOUOTO
reset ad tov controller, poiic ypnopomoinbovv og kdmoto State Transition.

e die: Avti n trigger TOPAUETPOG, YPNOILOTTOEITOL Yoo Vo TThiel amd omotodnmote State, 6To
Death State.
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4.6.2.2 Ewoyoyn Animations

Attack

TakeDamage

Any State

Ewoéva 4.71: Enemy State Machine

Y& avtd 1o Animator Contoller, éBala kdmolo animation (drag & drop amd tov @AaKeLo) TOV
EnemySkeleton (BA. Evotnrta 4.3.6) kot Toug mépaca kdmoto scripts. Avtd to animation, sivat ta €E1G:
* Idle Animation (State): Xe avtd to state Efaia w¢ component, To IdleState script, kot Tépaca
oto medio Chase Range, v tiun 5, n omoia divel v amdotacn mov umopel o €x0poc va

aviyveHoEL TOV TaiyTN.

B v (destate)

Set the distance at which the enemy starts chasing

the player.

Add Behaviour

Ewova 4.72: 1dle State (Script) Component

*__Walk Animation (State): e avt6 1o state £fola g component, o WalkingState script, kot
népaca oto medio Chase Range, tnv tiun 5, n onoia divel v amdctoor mov pnopet o £x0pog
va aviyvevoet tov maiytr. Eniong oto nedio Enemy Speed, mépaca tnv tiun 1.5, | omoia divel
TNV Tay0TNTO TOL €X0P0D O6TaV dev EYEL aViyvEDTEL TOV TTaiy TN Kot amAdg patrol.

- (Walking State)

Ewoova 4.73: Walking State (Script) Component

*___Run Animation (State): Xe avtd 1o state épaia mg component, to ChasingState script, kot
nwépaca oto medio Chase Range, v tiun 5, n omoia divel v amdotacn mov o gxOpdc
OTOMOTAEL VO KoV yagl Tov maiytr. Emiong oto medio Enemy Speed, népaca v tywun 3.5, 1
omoia divel Tnv TobhTNTe TOL £XOPOV OTAV €YEL TAEOV AVIXVEDGEL TOV TTALYTY KOl TOV KUVNYAEL
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ka1 oto medio Attack Range, tnv Ty 2, n omoia divel T amdotact mov o €x0pdc Eekiviioet va
emriBeTon Tov maly.

(Chasing State)

ge

Ewdva 4.74: Chasing State (Script) Component

»___Attack Animation (State): Xe avtd 10 state £faia g component, To AttackState script, Kot
nmépaca oto medio Attack Range, mv Ty 2, n omoia divel tn amdotoon mov o €x0pdg

GTOUOTAEL VO emLTifeTON TOV TTOlyTT).
~  (Attack State)

Set the distance at which the enemy stops attacking
k je .

Ewova 4.75: Attack State (Script) Component
»__TakeDamage & Death Animations (States): e avtd ta. states, 6ev TEPAGA KOVEVQ Script.

4.6.2.3 Animations Transition

10 Animator Controller, £§BaAa kot Kdmolo transitions HEC® TOV OTOI®V YIVETOL 1| EVOALOYY
petald Tov dapdpwv States. Eniong 0Aa ta states, Exovv pio emdoyn mov Aéyetan “Has Exit Time”, 1
omoio O6Tav &ivol EMAEYIEVT], ONUAIVEL OTL L€ TO MOV TEAEIMCEL TO TPEYOV animation, LETOPEPETOL
aVTOUATO 0TO ETOUEVO state. AVTn 1 emAoyn givar amevepyomomuévn og OAa T states, KtOg and To
TakeDamage state, emeidn 0éhow v oAdayn voa v €Aéyyovv To scripts kol Ot TOPAUETPOL TTOV
éoptinéa. To TakeDamage amd tnv GAAN, £l LT TNV ETIAOYT EVEPYOTOINUEVT, ENEWN BEA® va mailet
pio @opd to animation 6tav tpmel damage o €xOpog kot HETA vo. emioTpéPel 6to Run state. Emiong
avtd £ylve ®oTe akOpo Kot av 0ev o€ giye 0el 0 €xBpOG, OTAV TOV YTVTAG VO OPYIGEL VO, GE KLVIYAEL.
Avtd to transitions Aowdv, givar ta ENG:

» Idle/Walk Transition: Avtd to states, égovv aueidpopo transition. Kou oto 2 mépaca, g
condition, Tnv moapdpetpo isPatrolling, n omoia 6tov sivon true, aAralel and Idle oe Walk ko
otav eivon false, aAlaler amd Walk oe Idle.

* Idle/Run Transition: Avtd to states, &ovv povig koatevBuvveong transition. Ilépaca, ®c
condition, v mapdpetpo isChasing, n onoia 6tav givar true, aAralel ano Idle o Run.

*  Walk/Run Transition: Avtd to states, E&govv apgidopopo transition. Kot ota 2 mépaca, ©¢

condition, v mapduetpo isChasing, n onoio dtav givon true, aAldler amd Walk oe Run kot
otav ivan false, aAralel amd Run oe Walk.
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* Run/Attack Transition: Avtd ta states, £yovv apgidpopo transition. Kot ota 2 népoca, mg
condition, TV mapdpetpo isAttacking, n omoia dtov ivon true, aAldlel amd Run og Attack ko
otav eivon false, aAlaletl amd Attack oe Run.

* Any State/TakeDamage Transition: X& avtd 1o transition, mépaco m¢g condition, To damage
trigger, T0 omoio Otov gvepyomoumOei, petapépel tov €Opd omd omolodnmote state, GTO
TakeDamage state.

* Any State/Death Transition: X& ovtd T0 transition, népaca w¢ condition, to die trigger, to
omoio 6tav gvepyomomOei, petapépet Tov gx0pd amd omolodnmorte state, 6to Death state.

4.6.3 Human Male Model Animator State Machine

To mapdBvpo Tov animator avoiyel emAéyovtog animation Kot HETA animator. A@ov avoifel 1o
mapdBvpo animator exédheéa to Human Male Model Animator Controller kot petd tpdfnéo kot métalo
to duplicate animation (BA. Evomta 4.3.1) and tov ¢dkeho Custom Assets péoa 6to animator
controller. E@dcov to animator controller ftav kevd 1o transition amd to entry mpo¢ 1o animation
dnuovpyeital aVTOUATOL.

Entry metarig_metarighAction

Ewova 4.76: Idle Animation For Menu Scenes

4.7 Build Settings

Add Open Se¢

Platform

;l Windows, Mac, Linux

Ewova 4.77: Build Settings

To Build Settings avoiyovv mnyaivovtog oto File — Build Settings, Tov Unity. Avolywvtag 1o,
eméleEo g Platform to Windows, kot ékova drag & drop, 0ieg Tic oknvég mov £€eTaén LEGO OTO
“Scenes In Build”, yw va pmopel va 11 @optdcer 1o moryvidl. Ilpdtn €faia v oknvn
HumanRaceSelectionScene, yio va eivat avt mov epeavifetor otnv apyn 0TV TpEEELS TO ALy VidL.
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Kepdrorw So: Kaowkag Iaryviorov Xto Unity
5.1 Ewoayoym

Ze autd 10 KEPAAOL0, OVOAD® OAO TOV KOOIKO TOL TOLYVIOOV, TOV OMoio £x® YWPIoEL GE
evOTTEG Ol 0moieg opadomolovV Ta scripts pe Paon v Aeitovpyio Tovg. MeTd YOPLGO AVTEC TIG
EVOTNTEC GE GAAEG LmoevOTNTEG Yo KABE script Eeywplotd Kot TEAOG TO KABe script To YMPLoO o€
VIOEVOTNTEG Y1 KAOE B0, av To script £xel apketég pebddovg MaTE va dKoA0YEL TOV YWP1ouo.

5.2 Evalhayn Xroyeiov Tov Xapaktipao
5.2.1 CustomizeCharacterColors Script

To CustomizeCharacterColors Script eivat to script To omoio yepiletar Tnv aAlayn ypouUdTOV
TOV YOPOKTAPO, OT®G €IVOL TO YPOUO TOL OEPUATOC KoL TO YPOUO TV potidv. To Script avto
Bpioketon pésa otov edrero Assets — Custom Assets — Scripts — CustomizeCharacterParts.

5.2.1.1 Merapintéic Khdong
P lor[] skinColors;
I ial skinMaterial;
erial earMaterial;

[] irisColors;
ial irisMaterial;

Ewova 5.1: Metafintég Colors & Materials
Méca otnv KAGon &x® dnimacel Ti¢ public perafintéc:

*  'Evav wivaka tomov Color kot Tov ovopaca skinColors. Avtdg o mivakog déyetar péca omd
Tov inspector OAa Ta ypdpaTe oL Ba xpnoiporomBovv yia To dEpLaL.

* To skinMaterial ko earMaterial wov sival Tomov Material kot Ta ool d€yovtan péoa amd
Tov inspector To material Tov dEPUATOG TOV HOVTEAOL TOL YOPOKTAPO Kol To material tov
QVTIOV, TAVE oT0 ool Ba xpnoiomotnBohy T YPOUUTE TOV SEPLATOG.

*  ’Evav mivaka tomov Color kot Tov ovopaca irisColors. Avtdg o wivakag déxetat péca amd Tov
inspector OAa Ta. YpOUATE TTOL B0 XPNGIULOTOINH0VV Y1 TO XPDOUC TOV LATIDV.

* To irisMaterial mov sivar Tomov Material kot to omoio déyetor péca amd tov inspector To
material g ipdg TOV HOTIOV, TAVE® 6TO 0700 Oa ¥pNGILOTOIN00VY TO YPOUATE TOV TIVOKA,
irisColors.

*  ’Evav mivaka tomov Color kot Tov ovopacao hairColors. Avtdg o mivakog déyetan péca omd
Tov inspector OAa T ypdpaTae 1oL Ba xpnoHoronBov Yo TO XPOUC TOV LAAMDY.
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* To hairMaterial mov civor TOmov Material kot to omoio d€yetal pésa amd Tov inspector 1o
material TV pHoOAMGOV, TOV® ©T0 omoio Bo ypnowomombodv To YPOUATH TOV TIVOKQ
hairColors.

5.2.1.2 Mz¢0odoor changeSkinColor(), changeSkinColor() & changeHairColor()

Avt 1 kAo €xel povo 3 functions. Tnv changeSkinColor(int), tnv changelrisColor(int) kot
v hangeHairColor(int). Kot ot 3 6éyovioan w¢ mapduetpo éva int to omoio eivar to index Tov
Xphuratog péoa amd Touvg mivakeg Twv ypopdtov. H changeSkinColor(int) aAldlel To ypdpa tov skin
OAAG Kol Tov ear material yPNOLLOTOIDOVTAG TOV TIVOKA TOV YPOUATOV TOL 0épuatoc. Ot aAleg 2
pnéBodot, kavouv axpifmg To 1010 OAAG YO TO YPOUL TOV UHOTIOV KOl TOV UOAM®V OvTIGTO(,
YPNOLOTOIDOVTOG TOVG KOTAAANAovg Tivakes. H kinfon avtdv tov pedddmv yivetor péco amd v
oknvn pe v xpnon tov Onclick Event oto kovumd kot falovrag amd kel To index Tov ¥pOUOTOG
mov 0élw.

d changeSkinColor(int colorIndex)

skinMaterial.color = skinColors[colorIndex];
earMaterial.color = skinColors[colorIndex];

id changeIrisColor(int colorIndex)

irisMaterial.color = irisColors[colorIndex];

Eucova 5.2: MéBodot Ahdaync Xpopdtmv
5.2.2 CustomizeCharacterParts Script

To CustomizeCharacterParts Script eivar 1o script to omoia yewpiletor v aAlayn TV
OTOEI®V TOV YOPOKTAPO, OTTMOG Eivan T avTld, To Képota KTA. To Script avtd Ppicketal péco otov
paxelo Assets — Custom Assets — Scripts — CustomizeCharacterParts.

5.2.2.1 Merafintéic Khdong
Méca otnv KAGon &x® dnAmaoel Tig private petafintéc:

*  Mio Enum petafintm mov v ovopoca AppearanceDetails kot ypnoonotgitor yio myv
switch ¢ puebodov mov aArhalet ta povtéda aAld kot g dictionary key yio amobfjkevon tomv
0ALOYDV DOTE TO, POPTMCEL LETA GTNV GKNVT TOV TOLYVIS10V.

* 5 mivakeg Tomov GameQObject Tovg onoiovg ovopaca earModels, hornsModel, tailsModels,
hairModels ko1 beardModels o1 o1 omoiotl givan private oAAd Toporo avTd gueavilovron
otov inspector Adym tng evtoAng [SerializeField]. Kafe public petapinty) yivetar avtopota
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1 hpﬁearanceDetaiLs

HAIR_MODEL ,
BEARD_MODEL ,
EAR_MODEL,

HORNS_MODEL,
TAILS_MODEL,
SKIN_COLOR,
HAIR_COLOR,
IRIS_COLOR

Ewdvo 5.3: Enum

serialize ev®d ol private petaPintég dev yivoviar. Xpnowpomowwvtag v [SerializeField],
avaykalelg v petofint) va yiver serialize mapopévovtog tavtdypova private. Otav pa
petafint yiveton serialize onpaivel 0Tt omoBnkeveTal omd TV ram ctov okANPO dicKo Yo
UEAAOVTIKT YPTOT) Kol TOVTOYPOVa ELPAVICETOL GTOV inspector.

Field] i GameOb ] earModels;
Field] » G: hornsModels;
Field] p 1 ; tailsModels;
Field] : : hairModels;
eField] | a e beardModels;

Ewova 5.4: GameObject Arays

*  Mia serialized petafAint tomov Transform mov v ovopaco face kot n omoia Oo wapel To
transform tov K6kaAov (bone) TOLV TPOGMOTOV TOV YAPOUKTHPO TOV PPICKETAL GTIG OKNVEG TOV
puevoL kot o omoio o ypnoponombel og parent object TwV HOVIEA®V T®V OLTIOV, KEPATMV
KTA péca 6TV oknvn kat pio idta petafintn yuo to tailBone yio tic ovpéc.

[SerializeField] private Transform face;
[SerializeField] p Transform tailBone;

Ewobva 5.5: Metapintég face & tailBone
* 5 petaPntéc tomov GameObject mov T1g ovopoca activeEars, activeHorns, activeTails,
activeHair ko activeBeard kot o1 omoieg amobnkebovv 10 TpéYov emheyuévo GameObject
amd Tovg Tivakeg Tov povtéAmv (BA. Ewova 5.4).

GameObject activeEars;
GameObject activeHorns;
GameObject activeTails;

GameObject activeHair;
GameObject activeBeard;

Ewoéva 5.6: Metafintég GameObject

* 5 int petafintég mov Tig ovopaco earsindex, hornsindex, tailsIndex, hairIndex wat
beardIndex ka1 o1 omoieg divovv v emtheyuévn Béom péoa otovg mivakee (PA. Ewova 5.4).
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earsIndex = 0;
t hornsIndex = ©;
int tailsIndex e;

hairIndex = 0;
1t beardIndex = ©;
Ewdva 5.7: Index Metafintég

* ’'Eva Dictionary mov 6éyetar wg key to AppearanceDetails Enum kot og value éva int (to
omoio ivan 1o index TV TVAK®V LE TO. LOVTELQ) KoL TO ovOpooa savedAppearance. Avto To
dictionary ypnouOTOLEiTOL Y10 VO ATOONKEV® TIG EMAOYEC TMV GTOLXEI®V TOL YOPAKTNPO KOl
VoL TOL QOPTAOV® UETE HEGH GTNV GKNVT TOV TOLYVIS100.

Dictionary<AppearanceDetails, int> savedAppearance;

Ewova 5.8: Dictionary

*  Mia GameObject petapint v omoio ovopoco newFace kai ypnowomoteitoan 6mwe m
petofAnt face, pe v dapopd ott €0 Ba pmel to face bone tov yapakpa amd TNV GKNVA
TOV TOLVIooD (nAadn omd to humanoid rig poviéro), yio vo QOpTOo® TG amodnKevuEveg
EMAOYEG TV povTéA®V amd To dictionary kot 1o id1o Yo tnv petofAanti newTailBone.

5.2.2.2 M¢0odor NextEarsModel() & PreviousEarsModel() kTt

Axp1Bog ta idto wov Ba TEPYpAY® £0(M, 1GYXVOLV KOl Y10, TIG AALEC TOPOLOIEG LeBASOVG amAd
aQOpovV  OlOPOPETIKG  oToyEgin TOL  yapoktipo, Omwg képato  NextHornsModel() &
PreviousHornsModel() ktA.

H péboodog NextEarsModel() givon void pébodog dpa dev emotpépel Timota. Méoa £xet pio if
statement 1 omoia eEAEyyel av 1 petaPintn earsindex Pyaivel extdc T@v opicwv tov wivaka earModels.
Av dev Eemepvael Ta 0plo. Tov Tivako tote avédvel Ty petaPint earsindex katd £va yio vo mdpet to
EMOUEVO LOVTEAO OO TOV TvaKa, Kot ov EEmepVAEL To, OploL TOTE TYALVEL GTNV Opy TOV Tivako. APov
terelidoel 0 Eleyyoc kodet v péBodo ChangeBodyParts (BA. Evomta 5.2.2.3) omv onoia Balel otnv
TPOTN TOPAPETPO TNV oavdioyn Ty NG AppearanceDetails Enum (yio 1o ovtid givor 1
AppearanceDetails. EAR_ MODEL) kot otnv de0tepn mopaueTpo 1o aAlaypévo earsindex.

id NextEarsModel()

if (earsIndex < earModels.Length - 1)
earsIndex++;
else

earsIndex = 0;

ChangeBodyPartsModel(AppearanceDetails.EAR_MODEL, earsIndex);

Ewova 5.9: MéBodog Alhayng Erdpevovr Movtédov
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>t pébodo PreviousEarsModel 1oybet To 10100 amAid avtiotpoga.

oid PreviousEarsModel()

if (earsIndex > @)
earsIndex—;

else
earsIndex = earModels.Length - 1;

ChangeBodyPartsModel(AppearanceDetails.EAR_MODEL, earsIndex);

Ewova 5.10: MéBodog Ahhayng ITponyoduevovr Moviédov

5.2.2.3 Mé00dog ChangeBodyParts()

Avt 1 pébodog ypnowomoteitor Yo TNV 0AAOY] TOV HOVIEA®V T®V GTOL(EI®V TOV
yopoxtipa. [laipvelr og mopapétpovg v T tov AppearanceDetails Enum, n onoio ovoudleton
detail ko avdioyo oe molo Kotnyopio, poviéAwv OEAm vo yivel M oAAayn (my avTid), KoAel tnv
KatdAANAn uébodo (BA. Evomnrta 5.2.2.2). Emiong maipvel o int mopduetpo mov ovopdleton id xon
glvar m Béom tov Tivaka (avtiotoyel oe o, awd Tig petaPAntég Index).

;ngeﬁodyPartsHodel(AppearanceDetails detail, int id)

Ewodva 5.11: Ahwon Mebodov ChangeBodyParts

Apyuct ehéyyel T Tiun €xel  petaPfint detail (pue switch case) kot avaAdymg ypnolonotel
v katdAAnin GameObject petapint (my activeEars). Méoa otnv case gAEyyel av LITAPYEL KATOLO
TpéYov omobnkevpévo povtého oty activeEars kot ov vapyel 10 KaTaoTPEQPEL, HGTE VO dloypopei
oo TNV GKNVY| TO TPEYOV EMAEYUEVO LOVTELD QLTIADV.

switch (detail)
{

case AppearanceDetails.EAR_MODEL:

if (activeFars != null) //checks
.Destroy(activeFars);

Ewova 5.12: Switch

Metd omoBnkevel €vo  OVIiypo®Oo TOL KAVOVPYOL HOVTEAOL om0 TV mivako earModels
ypnoomroldvtog to id kat B€tel ¢ parent tov poviédov to face bone Tov generic rig yopaKTHPA AITd
TNV okNVvN ToL pevoD (To 1010 yiveTon kot yio TIC ovpég aAld pe v xpnon tov tailBone). Téhog Oétel
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v B€om Tov HOVTELOL TAV® GTOV YupakTpa (o oyéon pe v Béom tov face bone 1 tov tailBone
avtiotoryn) upéow g peBodov  ResetBodyPartsTransform mov viomoinoca otnv  KkAdon
UtilSetPartsTransform, m omoio eivolr por extension péBodog mov emexteiver tnv  built-in
Aerrovpyikotnta g KAdong transform tov Unity (BA. Evonta 5.2.3).

activeFars = .Instantiate(earModels[id]);
activeEars.transform. SetParent(face); //set parent |

activeEars. transform.ResetBodyPartsTransforn();
break;

Ewova 5.13: Ecotepkd tov 1ov Case g Switch

5.2.2.4 M¢00dog SaveAppearance()

Avt n péBodog amobnkedel TG eMAOYEG TOV OTOLKEIOV TOV YOPAKTAPO, TOv OldAeEe o
malytng otnv oknvi emioyng otoyeiov yopaktpa. Ilpdta apyikomoid to savedAppearance
dictionary 1o onofo amofniedel avTég TIg EMAOYEG KOt LETA AmoONKEL® TIG EMAOYEG LLE TNV (PNOT TNG
puebddov Add tov dictionary, Balovtag g key pio pio 0deg Tig TYéG g AppearanceDetails Enum kot
o¢ value v avtiotoyn petapint) (earsindex, hornsindex xtA). Avty n péBodog koleitar otnv
TEAEVTOIO OKTVI] TOV PEVOD OKPIPAOC TPV TEPAGELS GTNV GKNVI| TOV TALYVIO0V.

d SaveAppearance()

savedAppearance = new Dictionary<AppearanceDetails, int>();

savedAppearance. Add(AppearanceDetails.EAR_MODEL, earsIndex);
savedAppearance.Add(AppearanceDetails.HORNS_MODEL, hornsIndex);
savedAppearance.Add(AppearanceDetails. TAILS_MODEL, tailsIndex);
savedAppearance.Add(AppearanceDetails.HAIR_MODEL, hairIndex);
savedAppearance.Add(AppearanceDetails.BEARD_MODEL, beardIndex);

Ewova 5.14: Anobrjkevon Emioydv

5.2.2.5 Mé¢00dog LoadAppearance()

Avt) 1 pébodog optdvel otov humanoid rig yopoktipa, mov Ppiocketor otV oKNvy
T VIo10V, TG anobnkevpéves emhoyég Tov savedAppearance dictionary.

Apyika Bpioko ta gameobject pe ta “GameSceneFaceBone” kot “GameSceneTailBone™ tags
amd TNV oKNVN Tov oy vidlov, to, oroia givar too “face” ko “Spine.001” bones tov humanoid rig
YOPOKTAPO, HE TNV ¥pnon g pneboddov FindGameObjectWithTag tg GameObject kidong tov Unity
Kot petd to mepvam otig petofintég newFace kot newTailBone avtiotorya. O vrélourog kddwkag
elvar idtog pe mv pébodo ChangeBodyParts (BA. Evotra 5.2.2.3), ue 115 €€ng dapopég:
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*  Edd dev vmdpyel switch case yio emhoyn g KaTnyopiog YopokTipa. ATAG mepvast amd OAeg
TIG Kotnyopieg (owTid, képata KTA) Kot PAlel OAEG TIC EMAOYEG GTOV YOPOKTNHPO.

*  Avti yuo v mopdpetpo id mov dexdtav n uébodog ChangeBodyParts xatd tnv kAo g Yo
™V emioyn g Béong amd Tov Tivaka TV HoVTEA®Y, 30 YpNooTold To savedAppearance
dictionary, yio va BéA® Tig omodnkevpéveg EMAOYEG TOV HOVTEA®Y TOL TTaiytn. Xto dictionary
éBola ta keys amd v AppearanceDetails Enum yio va wépo tig amonkevpéveg int Tipég og
index yw tov mivaka wy savedAppearance[ AppearanceDetai. EAR. MODEL].

activeEars = .Instantiate(earModels[savedAppearance[AppearanceDetails.EAR_MODEL]]);
Ewcdva 5.15: Instantiate Model Using Dictionary

*  ’'Efeca wg parent Tov poviédov to transform tov newFace GameObject (newFace.transform),
avti yio v petafint face 1} to transform tov newTailBone av mpoxettat yio Tic ovpéc.

activeHorns.transform.SetParent(newFace.transform);

Ewova 5.16: newFace Transform

*  Xg OMeg TIC Katnyopleg HOVTEA®V ERaia Evav EAEYYO YLOL VO UMV EKTEAEGEL TO KOUUATL TOL
KOO NG avtioToyng Kotnyopiog HOVIEA®Y, av O TIVOKOG HOVIEA®V NG Kotrnyopiog
ototyelmv glval Kevog (av OnAadn Oev LITAPYOLV KEPATA GTNV OKNVI aUTHG TG GUANG). H
puévn kanyopio Tov dgv £xEL AVTOV TOV EAEYYO0 €lval 1 KATIYOPio TV CUTIOV EMEDN OAEG Ol
(QUVAEG £YOVLV ALTLA.

if (ChornsModels.Length != ©8)
{
Ewoéva 5.17: Don't Execute Code Inside If
Array Of Models Is Empty

5.2.2.6 Mé¢00dog Randomize()

Avt) 1 pébodoc Palel kdmola tuyaio poviéha oTotyeimv Tov yapoktipa (ovdioya pe TV
QLA TNG TPEYOVCAG CKNVIG) KOl KAAELTOL KOTA TO AVOLYLa TS OKNVIAG 6To runtime pécw g pebddov
Start() wov &yovv ot kKAdoelg Tov Unity.

Apyucd divo pio toyadio int T (o 0 péypt kot 660 givar to péyebog Tov avticToyoL TivaKa
my tov mivoka earModels) oe kdBe o amd T 5 Index petafintéc Eexymprotd (earsIndex, hornsIndex
KTA), pe TV xprion g nebddov Random.Range().

earsIndex = Random.Range(@, earModels.Length);
hornsIndex = Random.Range(@, hornsModels.Length);
tailsIndex ndom.Range(0, tailsModels.Length);

hairIndex n.Range(@, hairModels.Length);
beardIndex = Random.Range(@, beardModels.Length);

Eucova 5.18: Random Number Within Range
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‘Enerta eAéyym oav o mwivakag g Kabe katnyopiog otoiyeiov yopaktpa oV ivor Kevog (Yo
OLEC TIC KOTNYOPIlEG EKTOG TNG KOTNYOPIOS TV OVTIOV 0pOV OAEG O1 PLAEG £YOVV OVTLA) KOl KOA®D TNV
pnébodo ChangeBodyParts (BA. Evotra 5.2.2.3), Balovtag wg 1n mapdpetpo T1c o1dpopeg THEG TG
AppearanceDetails Enum kot og 21 mapdpetpo v avtictoyyn petopint) Index otig omoieg £dwaoa
TUYOiEG TIHES.

ChangeBodyPartsModel(AppearanceDetails.EAR_MODEL, earsIndex);

if (hornsMeodels.Length != @)
ChangeBodyPartsModel(AppearanceDetails.HORNS_MODEL, hornsIndex);

if (tailsModels.Length != 8)
ChangeBodyPartsModel(AppearanceDetails. TAILS_MODEL, tailsIndex);

if (tailsModels.Length != 8)
ChangeBodyPartsModel(AppearanceDetails.HAIR_MODEL, hairIndex);

if (tailsModels.Length != ©)
ChangeBodyPartsModel(AppearanceDetails.BEARD_MODEL, beardIndex);

Ewoéva 5.19: Kinon g MeBddov ChangeBodyPartsModel

5.2.2.7 Mé¢00dog HideHairWhenWearingHelmet()

Avt) n péBodog ypnotpomoleitol Yoo vo. KpueTOHV To LOAAG TOV YOPOKTINPO, OV QOopdet
Kpavog kol  koAeiton péoo  amd T peBodovg ChangeArmorPart kor  LoadArmor tov
SwitchArmorEquipment script (BA. Evotnrta 5.4.4.2 ko 5.4.4.3).

| HideHairWhenWearingHelmet(int helmetID)

if (helmetID != @)

activeHair.SetActive(fal

else

activeHair.SetActive(true);

Ewoéva 5.20: HideHairWhenWearingHelmet
Method

H pébodog déyeton wg mapduetpo 1o ID (index) tov mivaxa mov mepiéyel Ta headModels kot
av o ID éyer v tiunq 0 onpaiver ott dev popdet kpavog (oto 0 amodnikedetar T0 PHovTELO YpPic
KPAvVOg) Kot apa evePYOTOlEl To HOAALA, OAMMC TO OTEVEPYOTOLEL.

5.2.3 UtilSetPartsTransform Script

Avt n Khdon (class) etvon pua static class pe tnv omoia vAomoinca po extension péBodo yio
v Transform class tov Unity. To Script avto Ppioketor péca otov pdrxero Assets — Custom Assets
— Scripts — CustomizeCharacterParts. Ot extension péfodot, eivar uébodotl ot omoieg mpoacdidovv
emmAéov Agrtovpyio 6€ MO1 LVIAPY®V TOTOVG UETAPANTOV OTTmG givar yioo Topaderyua 1 tranform,
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GameObject, int KTA, Yopig vo TEPAEELS TOV KDIKA TG KAAo™NG Tov TOmov. Emtiong dev yperdletor va
mPocOEGm TO script 6€ KATOLO OVTIKEILEVO GTNV OKNVN, LWITOP® OTA®MG Vo KoAEcm v péBodo amd
omovdnTote, akpPds ommg Ha kaAovoa kabe dAdn puéBodo tng transform. Xpnoiponoinoa avty v
extension péBodo yo va pundevicw tnv B€om ToL gvePYOD HOVTEAOL TV GTOLXEI®V TOL YAPOKTHPO,
nwévo oto face bone (1] oto tail bone yia T1g oVPEG) Tov Yapakthpa (BA. Evotnteg 5.2.2.3 & 5.2.2.5).
[To ocvykekpyéva undévica to “pivot” parent object twv prefab povtédwv (PA. Evotra 4.3.3), koatd
7o runtime, ot va £pBovv Ta povtéda oty 0£01 TOVG TAV® GTOV YOPUKTHPA.

5.2.3.1 M¢00dog ResetBodyPartsTransform()

s UtilSetPartsTransform

id ResetBodyPartsTransform(this Transform _transform)

_transform.localPosition = Vector3.zero;
_transform.localEulerAngles = Vector3.zero;
_transform.localScale = Vector3.one;

Ewova 5.21: Extension Method

H vlomoinon g extension peBodov Eytve eTidyvovtog pia static class v omoia ovouaca
UtilSetPartsTransform ot petd puo static pébodo mov v ovopaca ResetBodyPartsTransform. H
uéBodog yia va, Aettovpynoel ¢ extension, TEPACH OC TaPAUeTpo To “this” akolovbovuevo amd Tov
TOmo ToV omoiov OéA® va emekteivm TV Agltovpyio Tov, dnAadn “this Transform” (kou petd évo
ovoua). Av NBeha va mepAcm Kot GAAN Topdpetpo, Bo Empeme Kot WO VO TEPAC® MG TPMTN
TOPALETPO TO 1010 TPAyLo KoL LETE va BAA® Ty TV TopdUeTpo int Kot av NBelo Vo KAAEC® aVTH TV
péBodo, Ba émpeme katd v KANom g nebddov va mEPAo® T HOVO OTIG VTOAOITES TOPAUETPOVGS
extoc ¢ mpadTNg (Y. ResetBodyPartsTransform(int) ).

‘Enerta pndévica OAeg Tig TIég (X,Y,Z) TOL position kail Tov rotation TOL OVTIKELEVOL TAVE®
610 onoio Oa ypnowomombei n uébodoc, ue to parent object wg oNUEIo AVOEOPAC Kot EKava TO {010
Kot Y o scale, pe v dapopd ott 6€ avtd Efaka v Tiun 1.

5.3 PyOmion Blendshapes Tov Xapaxktipa
5.3.1 Blendshape Script

Avt 1 KAdon (class) gival v va dnpovpynow évay tomov “Blendshape”, o omoiog mepiéyet
7o index tov blendershape e 1o enifepo “Max” kot to index tov blendershape pe 1o enibepa “Min”.
To Script avtd PBpicketor péca otov diero Assets — Custom Assets — Scripts — Blendshapes. Ze
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vt TV KAGon dnuodpynca dvo auto-properties, to. omoio €ival KATL cAV GLVTOULOYPOPiD Yo VO
opioelg properties kot petd o compiler To onpovpyel og kavovikd property. Eivar amdd évag tpomog
Yl Vo opicelg property pe get Kot set o cvvropa. Avtd to properties ta ovopaca positivelndex kot
negativelndex xot petd onpovpynca €va constructor yio avtd ta dVo properties. Emiong avt)
KAdon dev kavel inherit Ty MonoBehaviour tov Unity.

positiveIndex { ge
nt negativeIndex { ge

VBlendahape(ﬁ t positiveIndex, int negativeIndex)

.positiveIndex = positiveIndex;

is.negativeIndex = negativeIndex;

Ewdva 5.22: Auto-Properties & Constructor

5.3.2 Singleton Script

Ed® dnovpynoa pia generic singleton class, n onoia Bpioketor péca otov pakero Assets —
Custom Assets — Scripts — Blendshapes. H singleton givat pio kAdon n omoio givan Tpoofaciun and
TavToD, aAAd vVITapyel Lovo pio eopd péca ot oKV, dNAadn dev umopeic va SnUtovpyNoELg TAV®D
am6d éva instance avtig g kAdong. Xto Unity ot kAdoelg mov kdévovv inherit v kAdon
MonoBehaviour Bacilovior méve oty 10éa Tov components. H MonoBehaviour class kdvet inherit
v Behaviour class kot avti pe v ogpd g kdvet inherit v Component class. ['a ké0e script mov
gloGym ¢ component péca oe évo, GameObject, dnuovpyeital éva instance owtov Tov script. to
Unity dev vmdpyel 0 GLVIEAEOTNS “new”, omoTe av BEA® va, dnuiovpynow €va Kovodpylo instance
HES® TOV KOdKA, Y0pig OnAadn va Tpocshésm To script wg component omd tov Editor, t0te mpémet va
xpnoonmomow v evtod] AddComponent (otnv ovcio €ival 0 OVTIOTOLYOC GUVTEAEGTG NEW TOL
Unity). H singleton déyetan og opropa pio dAAn kidon. H xhdon mov éyel umer og Optopa Tng
singleton, amayopevel v mpoécPacn o6Tov constructor NG Kol UTMOPEL va OMUOVPYNCEL €vol Kot
povadiko instance povo péco avtng tng singleton class. Eniong yio va koAécelg ovtd to instance g
KAGoNG TOV €XEL PMEL OG OPIOLE, KOL VO OTOKTNGELS TPOGPOCT G avT TNV KAAGCT, UTOPEIS Vo TO
kavelg amevbeiog pécm tov Instance property g singleton class. ‘Etol avti va dnpovpynoceig éva
aVTIKEINEVO TNG KAAOTG o€ KGO script Tov OEAEIC va Exelc TPOGPOoT GE QLT TNV KAGGCT Kol LETE Vol
mapelg to instance pe v evroAn] GetComponent, pmopeic va €xelg mpocPacn amd omovdNTOTE,
amevdeiog péow TOV instance ™mg singleton YPAPOVTOG Ty
CharacterCustomization.Instance. MyMethod.

e avtn ™ singleton vAonoinoa g dpicpa Tov generic type (T) to omoio onpaivel 6Tt cvT
singleton umopel va ypnowomombel yio omoladnmote kAdon. Opica onAadn v singleton wc
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"Singleton<T>" kot petd otnv KAdon v v omoia 8w va ypnoomomBei avti N singleton, v
optoa, ¢ "CharacterCustomization : Singleton <CharacterCustomization>". Avté onuoivel 0Tl 1M
KAdon character customization opiletar g singleton kot Tepvael Gov OpIGHO TOV E0VTO TNG KOL HETA
péoca otn singleton avtikabiotdtot to generic type "T", pe to dvopa g KAGong mov Kavel inherit tnv
singleton. Emiong n singleton kdvet inherit tny MonoBehaviour class o0 givai n khdomn and v omoia
mpoépyovtar OAa ta script tov Unity.

lass Singleton<T> : MonoBehaviour

Ewodva 5.23: Afjhwon Singleton Me Generic Type T

INo va viomotom v singleton, apyikd anayopevLco TPOGPacT 6ToV constructor TG KAGGONC
mov € ® va Kkdvet inherit v singleton ( dnAaodn tnv CharacterCustomization class), kGvovtag private
tov constructor tc. 'Eneita péca omnv singleton dpica pio private static petafint) “instance” tov
generic type "T", o omolog givar o TOmog g KAGoNG 1 omoia kdvet inherit tnv singleton.

private static T instance;

Ewova 5.24: Static Variable instance

Ot static petafintég sivor petafintéc omd TIC omoieg dev pmopeilg vo dNUovpynoelg ToAAamTAd
instance, omote epdcov BEA® M singleton va dnupovpyel povo €va instance g KAdong, £0eca avth ™)
petafintm g static. Metd péoa oty Awake function tov Unity ehéyyw av vadapyel 1on KOTOL0
instance U€cm g PETAPANTAG oL £pTiaéa. Av VITAPYEL o1, TOTE KATAGTPEPM TO KALVOVPYLO instance
component kot Kpatd® HOVO TO TPMOTO instance tov script, emewdn 0EAw vo vrapyel puovo Eva
component tov CharacterCustomization script péca otV oknvi. Av dev vrdpyel kdmwolo instance, tOTe
amofnikedm to instance pe v ypnon tov GetComponent<T> (to omoio maipvel and to GameObject
g oKNVIG, mhve oto omoio &yl mepaotel To CharacterCustomization script Ko kot eméKTaoN Kot TV
Singleton class a@o¥ v kdvet inherit), To component oV TOL OVTIGTOLKEL OTOV generic type “T7,
dniaodn oe avt) v mepintwon 1o CharacterCustomization Script component. ITo avaivtikd, To
script CharacterCustomization twv blendshapes, eivar mepoacuévo ¢ component péco GTo
CharacterCustomization GameObject g oknvig. Otav @optdveTal 1 oKNvy, TPAOTO KOAOHVTOL 01
pnébodot Awake g Unity. Eedcov 1 CharacterCustomization class sivat mepacpévn oto gameobject
™G OKNVAG, UE TO GOPTMLLO, TNG OKNVAG KaAELTaL anTh 1 KAGoN Kot exeldn avth 1 kAo kdvet inherit
v singleton, pe v cepd g Koleitor ko 1 Awake function tng Singleton. ‘Etol mepviétan otnv
singleton 1 kAdorn CharacterCustomization pésm tov generic type T kot petd 1o GetComponent<T>
naipvel to CharacterCustomization component Tov gameobject TG oknvic, He TO 0moio amodnKevel
avTo TO instance tng KAGong. Av vdpyel 16N évo component instance VTG TG KAGONG PHECH GTNV
GKNVN, TOTE KATAGTPEPEL OAO TO AVTIKEIEVO TOV TEPLEXEL TO KOLVOVPYLO component instance.

Emiong v va Asttovpynoet 1 eviody GetComponent<T>, énpene va mpocbécwm €va generic
constraint, To onoio ctyovpevetl 0Tt o T Ba mpEmeL avaryKOoTIKA Vo TPoépyovTal and KAAoT Tov KAvel
inherit v MonoBehaviour. Avtd €ywve emeidn ydpig avtd o Unity dev éepe Tt glvan avtd to T ko
dev 10 avayvacile mg Unity component. 'Etot pe avtd 1o constraint dimca ot to T Oa givan ciyovpa
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if (instance == null)

{

instance = GetComponent<T>();
}

else
Destroy(gameObject);

Ewodva 5.25: Get instance & Destroy Any Other instance

éva Unity component. H dnAmon ftav 1 eéng “public class Singleton<T> : MonoBehaviour where T :
MonoBehaviour”.

s Singleton<T> : MonoBehaviour where : MonoBehaviour

Ewova 5.26: Generic Constraint

Kat téhog mpdcbeoa éva public static property tov generic type “T” kot to ovopaca Instance.
Ta properties, etvat évag evEMKTOG TPOTOC Yo VoL 0pic® TIUEG O€ private petaANTEC, KabDC Kal va Tig
pofriém. Anradn umopd vo opiocw tov Tpdémo mov BA®m va yepileton TG peTAPANTEG KAVOVTOGC
eMmAEOV TPAYLOTO OTt®G Yo Tapddetypa vo tpafdel pio petafint kot va delyver éva pqvope. H
viomoinon g yivetal falovtag amid v evioAn “get” kou péoa otig aykvAieg Palm tov Tpoémo Tov
0o va tpafnéel TV T Kol TPOOIPETIKG HUmopd va. PAAEIG Kot va “set” Kol HEG OTIG AYKVAEG v
opio® 10 Tpdémo OV BEA® v aAAGEEL TNV TN TG METAPANTAGS. AVTO TO property emioTPEPEL ATANC
v private petafAnt instance, €meidn dev umopeic va v kaAéoelg amgvbeiog Ady®m Tov 0T ivat
private. Tov Mmoo povo 1o “get”, yiati dev ypetdlopon va kdver “set”, kapio Ty (avtd yiveral
OVTOLLOLTOL).

c T Instance

if (instance == null)
print("Instance of GameObject does not exist!");

return instance;

Ewobva 5.27: Static Property Instance

5.3.3 BlendShapeSlider Script

To Script avté Ppioketar péoca otov @akero Assets — Custom Assets — Scripts —
Blendshapes. I'io apyn npdcbeca to Ul library pe v “using UnityEngine.UI” dote va umopd va
onovpynow petafint yia o slider kot dniwoa w¢ dependency to slider component e TV EVTOAN
[RequireComponent(typeof(Slider))]. Avtd onuaiver 6tTL 6T0 avTiKEipevo OV Tpootifetar avtd To
script mpénel onwodnToTe Vo vdpyel éva slider kail av dev vmdpyel TOTE dNUOVPYEL AVLTOUATA £V
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slider component. H evtoAn avt pmaivel mveo and ) dAwon g kAdong. 'Eneita dpioa éva Header
70 omolo elvor amAdg éva ppvopa ol gpeaviletor Tave omd ™ petafint) otov inspector, yio va
dMo® KATOlEg 0ONYIES YO TNV EIGAYOYT] TOV TIUAV TN HETAPANTH Kot petd SAwmoa 600 peTafAnTtés:

*  Mia public string petapint) mov ovopaca blendShapeName kot 1 omoio Ba amobnkedel to
ovoud tov blendshape

*  Mia private slider petopint mov v ovoupaco slider kot 1 omoia amoBnkevel to slider
component a6 to. gameobject.

Yty cuvéyela péoa oty start uébodo tov Unity ypnoiomroinca ™ uébodo trim move oty
petofAnt blendShapeName, 1 omoia agaipel ToxdV KEVOHS YOPUKTAPES TOL UTOPEL v LVILdpyovV
otV apyn M oto TEAOC TOL OVOUATOC, YTl ALTO HIOoPeEl Vo ONOVPYNGEL TPOPANUOTO HETE Kot
TEPACH TO Kavovpylo string péca otny id1a petafintr. Metd tpapnéa to slider component omd to
avtikeipevo péom g evioing GetComponent Kot 1o Tépaca ot petofint slider.

blendShapeName = blendShapeName.Trim();

slider = GetComponent<Slider>();

Ewova 5.28: Trim & Component Slider

Té\og ypnowomoinca ™ petapinty slider yio va koAéow to event OnValueChanged tov slider, to
omoio evepyomoteitar 6tav oAAGler T to slider kol mépaco v aAloyuévn Tun ot péBodo
ChangeBlendshapeValue ¢ CharacterCustomization class, v omoio KGAEco HE TN YPNOT TOL
Instance property mov onpovpynco pe 1t singleton. Xav opiouata tng pebddov mEpaco TV
petafAnt blendShapeName, mov €xel to é6vopa tov blendshape, KaBd¢ Kot TV Kotvovpyla, Tiun omd
7o slider.

slider.onValueChanged . AddListener(value => CharacterCustonization.Instance.ChangeBlendshapeValue(blendShapeNane, value));

Ewodva 5.29: Create Listener For OnValueChanged Of Slider

5.3.4 CharacterCustomization Script

To Script avtd Ppioketon péca otov @akerlo Assets — Custom Assets — Scripts —
Blendshapes kot givar 10 kOplo script, mov umoaiver oto CharacterCustomization GameObject g
OKNVNAG, Kol péca amd 1o omoio yivovtar ot pvbuicelc tov blendshapes. Eniong pmopei av vrdpyet
uévo évo instance aqvtov TOV Script 6TV oknvi, to omoio efuceaiiletal pécw g singleton mov
dnuovpynoa (BA. Evomra 5.3.2). INa va ypnoyomombei n singleton, amd tnv pepid ovtov Tov script,
mpénel va, kével inherit v singleton JnAmvovtog “public class CharacterCustomization
Singleton<CharacterCustomization>" ka1 UETG VO amayopevom TV mpdcsPacn otov constructor,
KAGvovtog Tov private.
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s CharacterCustomization : Singleton<CharacterCustomization>

Ewoéva 5.30: AWhoon Kidong Qg Singleton

5.3.4.1 Merafintéc Khdong

SkinnedMeshRenderer target;
ng suffixMax = "Max", suffixMin = "Min";

haracterCustomization() { }

SkinnedMeshRenderer shkmr;
2 Mesh mesh;

D 3 hape> blendShapeDatabase = new D y
savedBlendshapeValuesDatabase = nc ctionary<strin

ova. 5.31: MetafAintéc e CharacterCustomization class

Ew
e aut TV KAGom dnpovpynca Tig eENG HeTaPANTEC:

*  Mia public petafint) tomov SkinnedMeshRenderer mov tnv ovopoaco “target”. Avti m
petafAnt omobnievel to skinnedMeshRenderer tov povtélov mov mepiéyel ta blendshapes,
dnAadn To kepdAl Tov modular yapokthpa.

*  Avo public string petapintég mov ovopaca suffixMax kon suffixMin. Avtég anoBniedovv Ta
embéuoto tov blendshape. ‘Eyovv pa apyuer] tiuf oAAd pmopel ov aAloytel Kot amd Tov
inspector.

* Mia private petafinti tomov SkinnedMeshRenderer mov v ovopaco “skmr”. Avtiy n
petapint arobnkevet to skinnedMeshRenderer Tov poviélov amd tnv target petafint.

*  Mia private Mesh petapAnt mov amobnkevel To mesh tov povréiov.

* 'Eva private dictionary mwov ovopaca blendShapeDatabase kot amofnkevetr OAa ta blendshapes
(yopic To emBépata) kot to index Tovg (Kol QVTOV UE TO Max Kol oVT®V pe To min). To
dictionary déyeton T0 6vopa tov blendshape (yopig o embépata) Kot pio HETAPANTH TOTOL
Blendshape (PA. Evomra 5.3.1).

* ’'Eva private dictionary mov ovopaco savedBlendshapeValuesDatabase kot amofniedel Tig
emoyég tov blendshapes mov &ywvav amd tov maiytn. To dictionary déyetor to dvoua Tov
blendshape (yopig Ta emBépata) kot o petafint tomov float mov givar n Ty tov slider
(o -100 puéypt 100), mov enéheée o maiynC.

5.3.4.2 Mé00d0og Initialize()

Avt) N péBodog kodeitor amd v Start péBodo tov Unity kot amodnikedel oty petafint)
“skmr”, to skinnedmeshrenderer Tov kepaAilov and To “target”, kabmg kot To Mesh Tov “target” to
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omoio amoBnkeveton oty petofinty  “mesh”  wor  petd  woiel v private  pébodo
“ParseBlendShapesToDictionary” (BA. Evotnta 5.3.4.3).

id Initialize()

shmr target;

mesh = skmr.sharedMesh;

ParseBlendShapesToDictionary();

Ewova 5.32: MéBodog Initialize

5.3.4.3 Mé00d6og ParseBlendShapesToDictionary()

Avt 1 pébBodog mepvael Oia ta blendshapes péca oto blendShapeDatabase dictionary mov
dnuovpynoa, dnAadn mepvdel to 6vopo Tv blendshapes yowpig to embépoata ko v petapfinm
tomov Blendshape, mov mepiéyet To positivelndex kot o negativelndex.

Apyucd dSnuovpyd pio AMiota mov ovopaca "blendshapeNames" kot pe ™ xpnom g EVIOANC
"Enumerable.Range", mepviw 6la ta ovopota tov blendshapes amd 10 Mesh tov poviélov oe éva
IEnumerable<string™>, 10 omoio 611 GLVEXELN LETATPEN® O AlOTO Kol amodnKeveTal PEGa 0T AloTa
mov ovopaco blendshapeNames. H evtoAr] "Enumerable.Range", otnv ovcia dnuovpyel pio ogipd
amo integer petad Tov Suotpatog mov opilo (0 émog tov apBud Twv blendshapes) kot petd péoa
omv "Select" ypnoyomold ot TO integer Yo Vo EXIOTPEY® TO. ovopata Tov blendshapes to, omoia
Bpiokovrtal otig avtictotyeg 0écelg pésa ota blendshapes tov povtélov.

List<sts ;c;;>- blendshapeNames = Enumerable.Range(@, mesh.blendShapeCount).Select(x => mesh.GetBlendShapeName(x)).ToList();

Ewova 5.33: Enumerable.Range

v ocvvéyela dnuovpym éva, "for" loop to omoio mepvael OAa ta ovouate tov blendshape tng
Motag mov dnpovpynoa (blendshapeNames). Xe avtd to loop dev av&dvo v petafinti "i". Avti ya
oavtd 1o "i" mopopével undév, mMoipve TAVIO TO TPOTO OVTIKEIUEVO TNg Alotag, peTd Ppiokwm To
avtifeto Tov péca oty Aiota (OnAadn Ty av otnv TpmTn 0éom g Alotag vrapyel to cheekMax,
Bpiokm kot to cheekMin)

if (blendshapeNames[i].EndsWith(suffixMax))
{

altSuffix = noSuffix + " " + suffixMin;

Ewodva 5.34: Anobnikevon Avtibetov Blendshape Name Ze
Metapinm

Kot 610 TéAog tov loop agalpd ta blendshapes (PA. Ewkova 5.41) pe ta dvo dtagpopetid embépata
"max" kot "min" (av VITAPYoVY dVO YTl VITAPYEL Kot TEPITTWON VoL VTAPYEL LOVOo Eva, SnNAadn va €xel
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Hovo BeTikég TIHES), To omoin emeepydoTnKa Kot £TOL PLELWVOVTOL TO OVTIKEILEVO TOL VILAPYOVY HECOL
nsn

ot Moto. To loop tedeidvel dtav n Alota adeidoel. Eniong to "i" eivar mavta 0, emedn petd
Swypaen Tov blendshapes mov emefepydotnko, To endpevo avtikeipevo g Adotag otn 6éon 1

mnyaivel ot 0éon 0 Ko étot oto emdpevo loop emelepydaletar to emduevo blendshape.
for (int i = @; blendshapeNames.Count > 0;)

Ewova 5.35: For Loop Xwpig AvEnon tov i

Awpdépowasa to loop pe avtd Tov TpOTo Yo Tovg £ENG AOYOLG:

* To "foreach" loop dev Ba Aertovpyovce 1060 KoL emeldn 0Ehm ta blendshape mov &yovv ta
500 dapopetikd embépota "max" kKot "min", va avayvepiloviar g éva blendshape (dniadn
pe kdbe mépacpo va emefepyaletor kor to Max ko to Min), evd to "foreach" loop Oa
mepvovoe éva-éva To avrtikeipevo Eexoplotd péoa amd TN AMota Kol emiong Onmg sima Kot
7pwv, kamolo blendshapes umopel va €xovve povo Betikovg apBuove, dnAadn va mnyaivovv
ard 0 €éwg 100 avti yia -100 €mg 100, ontdte Bo pmepdevdtay TOAD 0 KOOTKAGS,

73t
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e To xavoviko “for” loop mov av&avel to “i”, emiong dev Ba Aettovpyohoe kALl Yo TOVG 10100
AOyoug ko emiong ta dvo blendshapes pe to Swwgopetikd embépota Bo pmopodoov va
Bpiokovtat oe Tuyaieg Béoelg péca ot Alota tv blendshapes kot Oyt ot oepd 10 €va petd
T0 GAlo. Omote axdpo ko av €falo évav €leyyo yio va ehéy&el av TO CULYKEKPIUEVO
blendshape £yt kon Oetikég Ko apvnTicég TIpES, Mote va eneepyaotel kot To dvo, Oa Enpene
uetd, eite va avénow 10 “i” +2 dote va mpoomepdosl kal to 2 blendshapes (ov avtd
Bpiokovtav ot ocepd) N vo omobnkevcwm kamov v avtiotoyyn 0éom Tov avtifetov
blendshape, dote va v Tpoonepdost petd. o mapddetypa av to cheekMax givor otn 6éon 3
ka1 To cheekMin gtvan og Béom 6, Ba Empene va avénow to “i” +1 yio va el amd to 3 oto 4
Kot UETq va mpooTepdom T Béom 6 1 av fTav ot ogpd, yuo Tapdderypo otig Béoeig 3 ko 4,

(3333
1

Oa émpene va avénow to +2 ko av 10 cheek eiye povo éva blendshape (ympic Max ko

Min), Ba énpene va 10 avénom +1.

Mertd ecotepikd Tov loop dnuovpym dvo string petaPintég altSuffix kot noSuffix (ot omoieg
0o amobnkevovy avtictorya, To 6vopo Tov avtiBétov blendshape kot To dvopa tov blendshape ywpig
emBépata), dvo string wov To. ovopaca positiveName kot negativeName (to omoio 8o KpaTdve T0
ovopa Tov Max kot To 6voud tov Min blendshape), pia petafinm boolean tv omoia ovouaco exists
(n omoia ypnowonoteitan yuo va eAéyEm av o cvykekpipévo blendshape éxet ko avtifeto Ko &xet v
apyun Tty false) kot 1éhog 600 int petafintéc mov Tig ovopaca positivelndex kot negativelndex (ot
omoieg amoBnkevovv Vv Béom Tov BeTikOV KOt Tov apvnrTukov blendshape, péca omd tn Aiota TV
blendshape Tov povtélov). Lt cvvéyeia maipve o dvoua Tov Topvol blendshape kot pe v evioin
trimEnd k6o and to 1éhog to emifepo Max (v dgv vapyel, Ogv KOPEL Timota), HeTd To Eavamepviim
a6 v evtoAn trimEnd, oAAd avth ™ @opd koPovtag To emibepa Min (av dev vEAPYEL, eV KOPEL
timota) kot T€A0G 10 Eava TepvA® omd Eva trim, yio va KOWEL Kot TGOV KEVOUG YOPOKTHPES.
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noSuffix = blendshapeNames[i].TrimEnd(suffixMax.ToCharArray()).TrinEnd(suffixMin. ToCharArray()).Trin();

Ewdva 5.36: Trim Suffixes and Spaces

‘Ererta kdve tpeig Eexmplotoig eAEYYOVG Y10 VO 0 oV TO Gvoud Tov Tmptvoy blendshape,

TeEAE®VEL e TO emifepo Max 1 av teleidvel pe to emifepo Min 1 ov dgv €xel kavéva and ta, dVO

emoéparo.

Av tedewwvel pe 1o emifepo Max, tote amodnkedm om petafint altSuffix to dvoupa tov
avtiBetov blendshape, Pdlovtag to dvopa Tov blendshape mov éyw amoBnkevoel ywpig ta
embépoto Kot KoAAG® ot1o TéAoC To emifepo Min. Metd amofnked® otn petafint
positiveName to twpwd blendshape wor omv petafint] negativeName to avrtifeto
blendshape, ypnowonoidvtog tn petopint) altSuffix mov éptiaéa mpwv Atyo. Emeita eréyyw
av M Aloto TOV ovoudtov mepExEl avtd To avtifeto dvopn mov £pTioéo pe TN petaPAnm
altSuffix, onradn eréyyet av To cvykekpuévo blendshape €xet kKo OeTikég Ko opvnTIKEG TIES
Kot av €xel 10t B€T® ™ peTafAnTn exists o€ true. TNV cLVEXELN YPNCILOTOLOVTOG TO OVOLLH
7ov éPadro oto positiveName, maipvo to Index tov blendshape a6 ) Aiota twv blendshapes
Tov povtéhov, kot to Palm otn petaPinti positivelndex. To 110 Kdve kot yio to avtifeto
blendshape, pe ™ ypnon tev petafintdv negativelndex ko altSuffix, apod odumg mpdTa
eléyEm av vrdpyet to avtibeto blendshape, pe ™ ypnomn g HETAPANTAG exists.
3t tbieaashaééNames[i],Endgﬁith(suFfixﬂax))

{

altSuffix = noSuffix + " " + suffixMin;

blendshapeNames[i];
altSuffix;

positiveName
negativeName

if (blendshapeNames.Contains(altSuffix))

exists = true;

positiveIndex = mesh.GetBlendShapeIndex(positiveName) ;

if (exists)
negativeIndex = mesh.GetBlendShapeIndex(altSuffix);

Ewoédva 5.37: Ends With Suffix Max

Av tehewwvel pe 1o emibepa Min, tOTE KAVO akpPOC To 10100 ATADG UE OVESTPAUUEVO TOL
OeTikd pe ToL OPVNTIKG.

Av dev €xel kavéva amd ta dvo emiBéparto, tote amodnkevel anid to Index tov blendshape
péoa ot petafint positive Index xon petd amobnikevel kKou to 6voua tov blendshape ywpig
ta emBépato, pe tn ypron g petafintmge noSuffix. O Adyog mov avTiypde® 1o dvouo amod
v petapfint) noSuffix omv petafinty positiveName, eivor yoti ot petafAntéc
positiveName kot negativeName givol avTtég Tov ¥pnoiponolobviol 6To TEA0G Tov loop mote
VO 0POPEGOLVV TO aVTIKEILEVO OV emeepydotnray amd TN Aiota kot £tcl OTav adeldoel N
Mota vo tedeidoet o loop. Av kdmoto blendshape dev amobnkevtel, o€ kapio amd aVTEG TIC
000 petafantés, 1ot dev Ba apatpedel Toté amd ™ Alota Kt £tot To loop Oa yivel atéppovo.
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else

{

positiveIndex = mesh.GetBlendShapeIndex(blendshapeNames[i]);

positiveName = noSuffix;

}

Ewova 5.39: No Suffix

if (blendshapeNames.Contains(altSuffix))

exists = true;

negativeIndex = mesh.GetBlendShapeIndex(negativeName);

if (exists)
positiveIndex = mesh.GetBlendShapeIndex(altSuffix);

Ewova 5.38: Ends With Suffix Min

Metd omd avtodg Toug eAEYXOLG KAVD £vav €AeyY0 Yoo Vo d® oV VEAPYEL HECH GTO
blendShapeDatabase dictionary (BA. Evommra 5.3.4.1), xdmowa eyypoen HE KAEWL TO OVOUO TOV
blendshape ywpig T embépata. Av vrapyel, onuaivel 6Tt avtd T0 blendshape éxel oM mepaotel péca
oto dictionary mov mepiéyel 6Aa. ta blendshapes kot Bydalet éva error mov Aéel 6TAV TO CUYKEKPIUEVO
blendshape vrdpyet ot faon Kot £T61 GTOUATAEL 1) EKTEAECT] TOL TPOYPALLATOS. AV dgV VTLAPYEL, TOTE

TPocOéTel pia Kavovpyla eyypaer| péca otn Baon yio avtd to blendshape.

if (blendShapeDatabase.ContainsKey(noSuffix))
Debug.LogError(noSuffix + " already exists within the Database!");

blendShapeDatabase.Add(noSuffix, new Blendshape(positiveIndex, negativeIndex));
Ewodva 5.40: Add New Blendshape in Dictionary

Téhog Kavm €vav €leyyo yia va d® av 1 petafint positiveName £yel Kamotol T Kot av EYEL
T0TE 0QOIP® 0VTO TO Ovopo omd 1Tr Alota pe to ovopata tov blendshape mov ovopaca
blendshapeNames. E6® to positiveName pmopel vo mepiéyet eite 1o dvopa evog blendshape pe to
emibepo Max 1 to dvopo evog blendshape yopig kavéva amd To dvo embéparto. ‘Eneita o idtog Eleyyog
yivetot kat ywo To negativeName, dote va eA&yEel av vrdpyel ovtd to blendshape kai pe to emibspa
Min, yio vo, a@apécsl Kot autd omd T Aloto Kot €161 HOAG adeldoel | Alota, vo TeEleldoet o loop
(BA. Ewdva 5.35).

if (positiveName != string.Empty)
blendshapeNames .Remove(positiveName);

if (negativeName != ].Empty)
blendshapeNames .Remove(negativeName);
Ewoéva 5.41: Remove Items of List to End Loop

5.3.4.4 M¢006og ChangeBlendshapeValue()

Avt eivor  pébodog m omoio aAlaler tic Tég twv slider (avtd mov eivor péca otov
inspector) ond to blendshapes tov povtélov kail maipvel o¢ opiouato pio string petafAnty mwov
ovopdleton blendshapeName ot mepiéyel to dvopo tov blendshape wou pio float mov ovopdleton
Value kot mepiéyet v T tov slider (avtd mov Bpickoviat péca 6to GUI tov pevod tov maryvidion),
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N omoia kvpaiveton amd - 100 €wg 100. 'Etor aAlrhdlovtag ta slider mov Ppiokovion péoa 6to maryviol
aAralovv kot avoroymg ta slider tov poviélov, mov Ppickovtar péoa otov editor. H puébodog avtm
KkaAeiton péow tov OnValueChanged event otnv BlenderShapeSlider class (BA. Evotnta 5.3.3).

Apykd eréyym ov oto blendShapeDatabase dictionary (BA. Evotnra 5.3.4.1), vrdpyet xheldi
ue avto 1o blendshapeName kou av dev vapyet Bydlet éva error kot tepuatiCel to Tpodypappo. Metd
mepvaw to Value péow tng Mathf.Clamp, dote va meplopicel tqv tiuf tov Value peta&d tov
EMTPENTOV oplwv ov Exm opicet (amd -100 £wg 100).

value = Mathf.Clamp(value, —-100, 100);

Ewoéva 5.42: Clamp

Av 1 Ty givor peto&d TV oplov TOTE EMOTPEPEL AMAQ TNV TIUN KoL oV €lval €KTOC opiv moTE
EMOTPEPEL TN LEYIOTN 1 TNV EAGYIOTN T, OV €Y opioel, avtiotorya. Ot apvnTikes TiéS ahddlovv
7o slider (tov povtélov péoa otov editor, Oyt avtd oto GUI) pe to emiBepo Min kon Betikéc Tipég
aAralovv to slider pe to emiBepo Max (] to slider mwov dev €yel Kavéva amd To. 000 embépato o€
TEPIMTOOT TOL VITAPYEL LOVO EVAL).

Metd onpovpyd pia petafint) tomov Blendshape (BA. Evotra 5.3.1) kot g mepvaw v
avtiotoyn petafint tomov Blendshape, péoca and to blendShapeDatabase dictionary. 'Eneita eAéyyw
av péca oto savedBlendshapeValuesDatabase dictionary (péca 610 omoio amofrniebovral ot EMAOYES
TOV TTOUKTN Y10, VO TEPAGTOVV OPYOTEPO HECH GTN GKNVY TOL TTayvido PA. Evotnra 5.3.4.1) vdpyet
KAewi pe ovopo mov avrtictoyel oe avtd 1o blendshape ot av dev vrapyel, 10T TPocHiTm pia
Kovovpyla gyypaen pe to 6vopa tov blendshape wg kAedi kot mg tiuq o Value tov slider, to omoio
kopaivetar amd - 100 éog 100. Av dpmg vapyel avtod to blendshape péca oto dictionary, tOte amAid
aAralel v T ™C vIdpyev eyypaens. Emmiéov péco oe avti ) pébodo mepviovvtal UOVO Ta
blendshape twv omoiwv 1o slider éyeig aArd&er péoa and 1o GUI tov mayvidiov. Avtd onpaivel 6Tt
kol og avtd 1o dictionary amofBnkevovtor poévo ta blendshape ta omoia €xelg mepdéel, KabOS Ta
vrolowro blendshape dev yperdletor vo amobnKevTovV, YIOTL POPTOVOVV OTAG Ol TPOETIAEYUEVES
TIUEG, O OTtO1EG €lval TO UNOEV.

if (!savedBlendshapeValuesDatabase.ContainsKey(blendshapeName))

savedBlendshapeValuesDatabase.Add(blendshapeName, value);
else
savedBlendshapeValuesDatabase[blendshapeName] = value;
Ewobva 5.43: Save Blendshape Value To Load On Character In Game Scene

Yty ovvéyela eAéyyo ov to value tov slider eivar Betikdc 1 apvnrtikog apBuog. Av givol
OeTikog T0TE onuoivel ott avapépetar 6to blendshape pe emibepa "Max". Xe avty v mepinTtmon
eléyyo mpmta av avtd to blendshape €xet positivelndex (dnAiadn av to positivelndex givar didpopo
Tov -1, wov onuaivel, gite O6TL Vdpyel blendshape pe 1o emibepa Max M yopic kavéve and ta dVO
embépota). Av dev vmdpyer tOTE TEAEUDVEL T KANom Tng UeBddov. Av OU®OG VTApYEL TOTE
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xpnopomoldvtag v petapinty skmr (BA. Evétra 5.3.4.1) oaAddlo v tun tov blendshape, mov
Bpioketon og avtd 1o index, ywo vo egival i pe v T tov Value. ‘Emetta edéyy® av 1o
ovykekplpévo blendshape vrdpyet ko pe to enifepo Min kot av vedpyet, T0Te 0AALGL® TNV TIUN TOV
blendshape mov Ppioketon oe ovtd to index, oe unoév. Avtd yiveton enewdn ta blendshapes tov
povtélov péca otov editor £xouv 600 dapopetikd blendshape sliders yio ka0 éva and ta blendshape
pe dapopetikd emifepa (dnradn Eexmproto slider yio to blendshape pe enifepo Max kot StopopeTikd
ywo to enifepo Min). Ola ovtd o slider pésa otov editor maipvouv Tég omd 0 éog 100, émote OEA®
otav to éva slider av&dverat to dAdo va pndeviletat.

if (blendshape.positiveIndex == -1)
return;

skmr.SetBlendShapeWeight(blendshape.positiveIndex, value);

if (blendshape.negativeIndex == -1)
return;
skmr.SetBlendShapeWeight(blendshape.negativelndex, B);

Ewoéva 5.44: Set Blendshape If Value is Positive

‘Erterta kévo to 1810 kot Yo Toug apvnTikovg optBpovg tov Value pe m dtopopd 6t 10 Kdvm
avamoda, onAadn Tpmta eAEYxm Yo Tov negativelndex kot Balm to value exel kot perd undevito to
blendshape slider oto positivelndex. EmmAéov encidn oda ta slider péco otov editor maipvouv Tyég
a6 0 éwog 100, ahdd to slider péco ot oknv ToL TOVISWDH Otav BéA® vo avapepbel ota
blendshape pe 1o enibepo Min (onAadr 6tav to slider otn oknvy TOV TOEVISIOD TNYAiVEL TPOG TA
aplotepd Kot £Tol maipvel TéG amd -1 émg -100), maipvel apvnTikég TIHEG, Tpémel ) T Tov Value va
viver amd apynrTiky] og Betikn. Avtd €ywve amiog Palovtag to peiov(“-") umpootd amd petafAnti
Value.

else
{
if (blendshape.negativeIndex == -1)
return;

skmr.SetBlendShapeWeight(blendshape.negativeIndex, -value);
if (blendshape.positiveIndex == -1)

return;
skmr.SetBlendShapeWeight(blendshape.positiveIndex, 0);

Ewodva 5.45: Set Blendshape If Value is Negative
5.3.4.5 M¢00odog LoadBlendshapesToCharacter()

Avt 1 pébodog givar Tapdpola pe t péBodo ChangeBlendshapeValue g evomrog 5.4.4.4,
pe ™ dtapopd 6Tl vt maipvet Tig Té Yo tar blendshape, amd to dictionary avti yio ta slider péoa
GTO HEVOD KOl YPNOLUOTOLEITOL YIoL VO, QOPTAOCEL TIG GAAAYEC MOV €Kave O TaAlyTNG TAve oTo
blendshape kot ot omoieg amodnkevtnrav péca oto savedBlendshapeValuesDatabase dictionary (BA.
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Evomta 5.3.4.1) pue m yprion ¢ nebddov ChangeBlendshapeValue. H pébodog avtr kaieitor péoa
a6 SetPlayableCharacterAppearance Script (BA.Evémrta 5.10.1) to omoio giodystotl, ¢ component,
péco oto humanoid rig povtéAo TOL YOPAKTAPE OTN OKNVA TOL ToyvidloD, Yo Vo EGAYEL GTOV
YOPOKTAPO TIG SLAPOPES EMAOYEG TOD EYIVOV GTIC GKNVEG TOL LEVOD.

Ye ovt ™ pHéBodo mepvdm w¢ mapdupetpo to SkinnedMeshRenderer tov povtédov mov
nepéyel to. blendshapes, mdvew oto omoio 06w va mepaotodv ol amobnkevuéveg pvbuicelg tov
blendshape ( dnAadn To humanoid rig poviéio g oknvig). Metd dnpovpyd pio pLeTafAnty THTOL
Blendshape mov v ovépoca "blendshape” kot pio petafinty tomov float mov v ovouaca "value".
Yy ouvvéxewn ypnolwomoidviag v foreach, mepvawm amd OAeg TG eyypopég Tov dictionary
"savedBlendshapeValuesDatabase" kot féle® tnv Tiun g xdOe eyypaeng, péoa ot petafinty value
OV £QTIOEN KoL YPNOLOTOIOVTOS TO KAEWL TG KAbe gyypaenc, maipve arnd to blendShapeDatabase
dictionary, v Ty tonov Blendshape xou v mepvawm péca otn petafint blendshape mov éptiaga
uéoo og avt ™ uébodo.

foreach (KeyValuePair<string > item in savedBlendshapeValuesDatabase)

{
value = item.Value; |
blendshape = bLendShapeDatabase[ltem Hey]

Ewova 5.46: Ewsayoyn Twaov Anod SavedBlendshapeValuesDatabase Dictionary

O vrdromog kmdkag pviuilel animg ta blendshape sliders otov editor, pe tov 1610 TpOTO TOL EyIve
kot ot pébodo ChangeBlendshapeValue (BA. Evotnta 5.3.4.4).

5.3.4.6 Muwpéc MéOodor

Télog vmapyovv kot pepwcég okopo péBodol ov omoieg eivar mOAD LIKPEC Yo Vo KOV®
Eeymplotég evotTeg Yo TNV KAOE pia. Avtég o1 uébodot ypnoipomotovvtol yio ta custom editor scripts
mov éptaéa (BA. Evotnteg 5.3.5 & 5.3.6) o givat ot €€ng:

*  GetBlendShapeNames(): Avt 1 péB0d0G EMOTPEPEL £val TIVOKQ String oV TEPLEYEL OAQL TOL

KAed1d Tov blendShapeDatabase dictionary g popen array, onhadn emotpéPet Eva TivoKa, pe
oo ta ovopoto TV blendshape, yopig To embépara.

{

return blendShapeDatabase.Keys.ToArray();
}

Ewova 5.47: Create Array Of Dictionary Keys

e GetNumberOfEntries(): Avt] n pébodog emotpépel TOV aplOpd TOV EYYPAO®V TOL
blendShapeDatabase dictionary.

e GetBlendshape(): Avtq m pébodog dOéxetar wg Opopo to dvoupa €vog blendshape Ko
emotpépel v petoPint) tomov Blendshape and to blendShapeDatabase dictionary, mov
avtiotoly el o€ avTd TO Gvopa.

92



e DoesTargetMatchSkmr(): Avtqy mn péBodog eréyyer ov m  upetafinty "target" tomov
SkinnedMeshRenderer, eivor 1010 pe ™ perafinty "skmr" kot avardywg emotpépel true M

false. Avto ypnoiponoleitor dote to custom editor mov £QTIOER, VO EVNUEPDOVETE AV £XEL
aAroyOel to medio mov mepiéyel To SkinnedMeshRenderer tov povtéhov doTe va eviUepMOOEL
T Tondld tov editor avoldywc.

* (ClearDatabase(): Avtiq n uébodoc adewaler Oiec tic eyypapéc to blendShapeDatabase

dictionary.

5.3.5 BlendShapeSliderEditor Script

Me avtd to script dtapoppdve évav custom editor yia v BlendShapeSlider class. Mg avto
to editor umopm vo. emAéE® to blendshape mov 0w va emnpedlel o tpéyov slider, eite péow evog
dropdown menu ®ote v amo@eLyBovV TVXOV TVTOYPAPIKA AGON, €ite YPAPOVTOS TO XEWPOKIVNTA, TO
omoio pumopel va ypnopomombel Ko cav avalRnon Oote vo Uy yoyvelg autd mov 0élelg and
Mota o€ Tepintmon wov Exelg Tapa TOALEG EMA0YEG. AVTO TO script Bpicketal otov pdrkelo Assets —
Editor (6Aa ta editor scripts mpénetl va Ppiokovial 6e avtd TO PAKELO YL VO AELTOVPYNCOVY OTOV
kdvelg build to project).

Apyucd Snlove 6t avtd to editor script ivar éva custom editor yio tnv BlendShapeSlider
class pe tn ypnon g evroing “[CustomEditor(typeof(BlendShapeSlider))]”. Avtd unaivel dote otav
nmpocBételg mg component to BlendShapeSlider script, va Eépet To Unity va poptdcel avtd 1o custom
editor, avti yio to default editor tng Unity. Emiong MMAwoa 6t1 avty 1 khdon kavet inherit tnv Editor
class g Unity.

5.3.5.1 Merafintéc Khaong

Anpovpynoa tig e€ng petafantéc:

*  Mia public petapint) tomov Enum mov v ovopaca "State" kot wepi€xel 00O TIUEC, TNV
“auto” wo v “manual”, o1 onoieg ypnoonoobvToL Yoo Vo 0AAGEOVY TNV EUEAVICT] TOV
custom editor.

*  Mia public petapinm tomov State (dnradn g Enum mov éptiaa), kot v ovopaca "state”
oV omoia amofdnkeveTon 1) TPV TN TG Enum.

*  Mia private petafint) tomov BlendShapeSlider (BA. Evomnta 5.3.5) mov v ovépoca
"blendShapeSlider".
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State state;
BlendShapeSlider blendShapeSlider;

Ewova 5.48: Metofintéc Slider Editor

5.3.5.2 Mé£00d0c Override OnInspectorGUI

Avt) 1 pébodog kaver override ™ pébodo OnlnspectorGUI tng base class "Editor", dniadn
exteAeite avt avti g kovovikng. Metd opilm to layout tov custom editor pe Tig €VTOAEG
"EditorGUILayout.BeginHorizontal();" a1 "EditorGUILayout.EndHorizontal();". Ott pmaivet
AVAESH GE QVTEG TIC 000 EVIOAEG dlapopeavetal pe opildvtia otoiyion uéca otov editor. Méca og
atd to layout dnpovpynoa dvo kovumid (to "Auto" kot to "Manual"), ta omoia ta Efaia amegvbeiog
péoa og if condition. Otav motiétal to Auto kovuni tdte falel uéca oty state petafinty v Tun
auto” g Enum kot 6tav matiétor to manual xovpsni Balet v Ty “manual”.

EditorGUILayout.BeginHorizontal();
Debug.Log("test");

if (GUILayout.Button("Auto"))
state = State.auto;

if (GUILayout.Button("Manual™))
state = State.manual;

EditorGUILayout.EndHorizontal();

Ewova 5.49: Buttons Inside Horizontal Layout

"Enerta maipve ™ petafint target (n omoia mpoépyeton amd v Editor class tnv omoia kdvw
inherit ko 1 onoia emoTpEPeL TO avtikeipevo 1o omoio emeepyalopar, dniadn To emieyuévo slider
oV €€l ™G component To script Yo to omoio £xet erTioytel avtds o editor m.y. to slider mov ovopdleton
"Slider Cheek") ka1 to petotpénom (casting) oe tomo BlendShapeSlider kot to mepvio oty petafinm
blendShapeSlider mov éptiaéa.

blendShapeSlider = (BlendShapeSlider)target;

Ewova 5.50: Cast target (of Editor class) Into
BlendShapeSlider Variable

2V cvvéyela ypnoonold o¢ condition oto switch v petafAnt "state" kot ov 1 TUR ™G
glvol manual, t6te KoAd ™ péBodo GUI Manual odde kodld v pébodo GUI Auto (BA. Evotnra
5.3.5.3).
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5.3.5.3 Mé00do0r GUI_Auto & GUI_Manual

AvTtég o1 600 pébodot ypnopomotovvtat yio va StodéEm to editor mov Ba gppaviotel (default 7
custom editor) otov inspector. H manual péfodog eppavifetl kdtm amd to 500 kovumid mov £ptiasa, To
pevod tov default editor mov mepiéyer OAo ta serialized otoyeio mov SMAwoo otV KAAON
BlendShapeSlider, eve 1 auto pébodog, eppavilel kdtw amd to VO KOLVUTLE Tov £ETIEN, £val GALO
custom pevov yia to editor, 1oL LVAOTOI® PEGH GE QT TNV KAGGT.

Anpovpydvtag owtoév tov custom editor pe vty v kAdon kol kavovtog override v
pnéBodo OnlnspectorGUI, éxst og amotéieoua va unv gpeavietar to editor pe tov KAaGKd Tpomo.
Onote o011 pvduicelc &xym kdaver puéoco omv kAdorn BlendShapeSlider (6mwg owbpopeg serialized
petafintéc, unvopate kol to Aowrd), dev eppavifovior péca otov editor. Tlapodia avtd péca ot
pébodo GUI Manual €xm Bdier v evtoln "base.OnlnspectorGUI();", | onolo 0tav ekteheotel, kKalel
mapdAAnia kot v apyikn néBodo OnlnspectorGUI g base (Editor) class. ‘Etot pali pe to kovumd
mov éptoéo péso oto oo pov OnlnspectorGUI, epgpaviletar kot to apywd editor pe OAa ta
serialized otoyygia mov éxw dnimoel oty kKAdon BlendShapeSlider.

[To ovykexpipéva, n pébodoc OnlnspectorGUI extedeiton kKabe popd TOL PETAKIV® TO TOVTIKL
uéco otov inspector 1 GAANAETIOP® [LE TOV inspector [e 0molodnmote Tpomo. 'Etotl dtav matdm évo amod
T 30O KOLUTLA ekteleitatl amd v opyn N Hé€Bodog OnlnspectorGUI kot eppavilel To layout mov £xm
ONAdoeL péca og auth TN HEB0SO dNANON TO KOLUTLE. XTNV GUVEXELD, OTAV TOTAS 6€ éva amd o OVO
KOUUTLA EVNIEpOVETAL 1 UETOPANTY state kot ekteAeitar n ovtiotoyyn pébodoc. Av kaiéoel tnv
GUI_Manual, 16te¢ kdt® amd o xovpmd eueavilel kot tov default editor, aAMdg eppavilel Tig
vrolomeg pulpioeig tov custom editor, Tov &xm PdAet péoa otnv péBodo GUI Auto.

H pébodog GUI_ Auto, Bpiokel ko amobnkedel to CharacterCustomization gameobject oo
™V oknvn, maipvel to dictionary pe to, blendshapes kot gpeaviler éva drop down menu pe to omoio
emAéyelg to blendshape mov 0éAeig va ennpedler avtd to slider. H vAomoinon tov yivetol o¢ e&nc.

Anpovpy® pio  petapinty  tomov  CharacterCustomization  mov  ovopaoca
“characterCustomization” ko1 epva® péoa g To gameobject mov Ppiok® GtV oknvi, T0 0moio £xel
péoa tov v CharacterCustomization class.

CharacterCustomization characterCustomization = .FindObject0fType<CharacterCustomization>();

Ewova 5.51: Get GameObject That Contains CharacterCustomization Component

Metd maipveo tov aplud tov eyypdemv péca oto dictionary mov mepiéyel ta blendshapes (BA.
Evomra 5.3.4.6) ko eléyym av to dictionary eivor Gd€lo, mote av givol Gd€0 Vo TO YEUIoH pE To
blendshapes (BA. Evomra 5.3.4.2).

Ztnv cvvéyela anonkedm péca oe €va mivako to ovopata OAmv tv blendshapes, yopig ta embépata
(BA. Evotnra 5.3.4.6). Metd pe évo loop mepvam and OAeg TIC EYYPAPEG TOV TIVOKOL [LE TO, OVOLLOLTO TOV
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if (characterCustomization.GetNumberOfEntries() <= 8)
characterCustomization.Initialize();

Ewova 5.52: If Dictionary Is Empty, Parse Blendshape Into It

blendshapes kot eAéyym av to dvopa tov emheypévou slider vmépyel péoa ot Pdon tov blendshape
sliders, kot av vEapyeL TOTE amobnKed® TO index Tov.

int blendShapelD = 0;
for (int i = @; i < blendShapeNames.Length; i++)

if (blendShapeSlider.blendShapeName == blendShapeNames[i])
blendShapelD = i;

Ewoéva 5.53: If Current Blendshape Exists In Dictionary, Save Its Index

Téhog dnpovpyd éva dropdown menu (EditorGUILayout.Popup) oto omoio Bale wg opicupata, éva
ovoua (yw to label dimha and to dropdown menu) , o emieyuévo Index kot tov mivaka pe to
OVOLLOTO KoL LETA TEPVAM TNV int TIUA TOV EMCTPEPEL OVTN M EVIOA O€ i pHeTafAnTy dote TV
XPNOLOTOM oW Yo VO EVNIEPOS® Kot To medio tov default editor mov mepi€yel to dvoua TOL
blendshape, ®ote 6tav 0 aAAGEEIS Vv gpeavileTon Kot kel To emheypévo dvopa.

blendShapeID = EditorGUILayout.Popup("BlendShapeName", blendShapeID, blendShapeNames);

blendShapeSlider.blendShapeName = blendShapeNames[blendShapeID];
Ewoéva 5.54: Create DropDown Menu & Copy Selected Blendshape Name In Blendshape Name Field
Of Default Editor

5.3.6 CharacterCustomizationEditor Script

Me avtd To script dnuiovpynca éva, custom editor, To omoio gueavilel pia Alioto pe O6lo To
blendshape tov yopaktipa kot pmopd va eniléEm omowo blendshape 8éA® kot vo dnuovpynocm éva
slider péca otv oknvn, pe éroleg OAeg TIG amapaitnteg pviuicelc, motdvtag o Kovuni "Create
slider". Opioa avt tnv KAdon og custom editor Tov CharacterCustomization script pe tov 1610 TpOmTO
opwoa kot o dAro editor (BA. Eicaymyn evotntog 5.4.5). Metd dfiwoa pia private petapint) tomov
int Tov v ovopooa "blendshapeSelectedIndex", pia private petafintr "characterCustomization" kot
pio public petafint tomov Canvas. Xtnv cvvéyelo ékava override t pébodo OnlnspectorGUI ko
puéoo g apyikd kdieoa v OnlnspectorGUI pébodo tng base (Editor) class yio vo epoavictel kot to
default editor. Eneita donoo 3 kevég oelpég péca atov editor kot mEPUCH TO AVTIKEILEVO TOL TEPIEXEL

v KAdor CharacterCustomization, péoa otn petafAnti mov £QTiodoL.
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OnInspectorGUI();

EditorGUILayout.Space(); EditorGUILayout.Space(); EditorGUILayout.Space();

characterCustomization = (Cha erCustomization)target;
Ewcdva 5.55: Call Base OnInspectorGUI, Create Spaces & Cast target Variable Into
characterCustomization

‘Emerta eAéyyo av 1o SkinnedMeshRenderer mov mepiéyet o blendshapes, €yet aAhdel pe
puébodo DoesTargetMatchSkmr (BA. Evotnta 5.3.4.6), dote av €xel aAidEel vo adeidow to dictionary
7ov mepEyel OAa. Ta, blendshapes kot vo Tov TEPAG® TO KAVOOPYLQ, GO TO KOIVOLPYLO UOVTEAO KOl
uetd amobnkevw oe éva mivaka to ovouate Tv blendshapes.

if (characterCustomization.DoesTargetMatchSkmr())
characterCustomization.ClearDatabase();

if (characterCustomization.GetNumberOfEntries() <= @)
characterCustomization.Initialize();

1 blendShapeNames = characterCustomization.GetBlendShapeNames();

Ewova 5.56: If Model Changed Clear Dictionary, Parse New Values & Save Names In Array

Yt ocvvéyeto dnuovpym éva drop down menu oto omoio Tepvam éva label, To emdeypévo Index kot
ta ovoparto tov blendshapes kot amofnked® 1o Index 1o omoio emiotpéper 1o drop down Otav
EMALYELS KATOWO A0 TIG EMAOYEG TOV, HECA, GE pio LeTaPANT.

blendshapeSelectedIndex = EditorGUILayout.Popup("BlendShapeName", blendshapeSelectedIndex, blendShapeNames);

Ewoéva 5.57: DropDown Menu To Select Blendshape

Eniong onuovpyd éva medio to omoio déxeton €va avtikeipevo tomov Canvas omd Tn oknvi, o€
MEPIMTOOT TOL BEA® Vo TPocHBEc® €va canvas yepoKivNTa, av £elL TOAAG LEGH OTN OKIVY].

canvas = EditorGUILayout.ObjectField("Manual Canvas Selection:", canvas, typeof(Canvas), true) as Canvas;

Ewova 5.58: Object Field For Manual Canvas Selection From Scene

Metdé dnpovpynca évo kovumi mov 1o ovopaco “Create slider”. Otav matiow® ovtd TO KOLUTL
EKTELOVVTOL Ol TAPOKAT® EVIOAEC:

Av dgev eméhela Kovéva canvas eMAEYEL LOVO TOV VoL LEGA OO TNV GKNVA).
Mertd dnpovpyet éva avtiypagpo tov prefab "Blendshape Slider" mov eiyo dnpovpynoet (BA. Evotnra
3.3.5) ka1 to mepvder oty GameObject petafint nov ovopaca "sliderPrefab".
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if (GUILayout.Button("Create Slider"))

t sliderPrefab = Instantiate(Resources.Load("Blendshape Slider", typeof(GameOb
Ewdva 5.60: Load And Instantiate Prefab

canvas = .FindObject0fType<Canvas>();

if (canvas == 1 )

{

throw new System.Exception("Please add a canvas into your scene!");

}

Eucdva 5.59: Automatically Find Canvas From Scene

Yty ovvéyelo maipve to BlendShapeSlider component tov €yel avtd to prefab kot to anobnkedm e
pia petafAnt) mov ovopaca "BShapeSlider" kot émeita amobniedm oto medio blendShapeName tov
BShapeSlider (dniadn to medio tov emideyuévov blendshape, 10 omolo OMAwca péco oty
BlendShapeSlider class kot gpgavileton otov default editor), To dvopa Tov blendshape o0 Ppiokeron
o10 emkeypévo Index, amd to drop down menu.

BShapeSlider = sliderPrefab.GetComponent<Blen der>();

BShapeSlider.blendShapeName = characterCustomization.GetBlendShapeNames() [?blendshap]eSeLecfedIndeX‘] ;

Ewova 5.61: GetComponent Slider & Save Dropdown Menu's Selected Blendshape In Slider's Blendshape
Name Field

Mertd 0étw g parent Ttov BShapeSlider to canvas tng oknvig Kot oAAGl® v ovopasio. avtod Tov
slider, péoo otn oknvn, og "Slider " + v ovopocio tov emAeypévov blendshape. Eniong Balm to
ovopa tov emideypévov blendshape, wg keipevo oto text component, To onoio givol Todi ALTOL TOV
slider kot Téhog BéT® KAmOlEC TPOEMIAEYLEVEG D1UGTAGELS Yo VT To slider.

BShapeSlider.transform.parent = canvas.transform;

BShapeSlider.name = "Slider " + BShapeSlider.blendShapeName;

BShapeSlider.transform.GetComponentInChildren<Text>().text = BShapeSlider.blendShapeName;

EShapeSLider‘GetCombnnent<RectTrans%ﬂrm>().sizeDelta = new Vector2(2uef, 36f);
Ewodva 5.62: Set Parent, Name Slider, Set Text In Child Object & Set Default Slider Dimensions

v ocvvéyeto eEAEyym av to blendshape avtov tov slider pmopel va whpet apvntikég TIuéEg (ONAao av
avtd 10 blendshape vrapyetl ko pe to emibepa Min) kot av Oyl, 06T® TV ELGYIOTN TN AVTOV TOV

slider oe undév kot to 1910 KAV Yo TIC BeTIKES TIUES Ko TEAOC BET® TNV TPOEMAEYUEVT TIUN TOV
slider og pundév.
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if (blendShape.negativeIndex == -1)
slider.minValue = Of;

else if (blendShape.positiveIndex == -1)
slider.maxValue = BF;

else
throw new System.Exception("Blendshape doesn't exist!");

slider.value = 0f;

Ewova 5.63: Set Slider's Min Value, Max Value & Default Value

54 Emoyn Pooyov Xapaxtipa

Oha ta scripts g aAlayng povymv Ppiokovtor otov pdkero Assets — Custom Assets —
SwitchArmor.

5.4.1 TabGroup Script

Eekwvavtag 1 KAdon amobnkevel to component SwitchArmorEquipment mov Bpicketan oto
CharacterCustomization gameobject, yio vo xpnoloron0el HETA Yoo TNV OAAQYT] POVY®V TOTMOVTOG
KAITo10 amd To KOLUTLE TOL TTEPIEXOVV £VOL POVYO.

ject.Find("CharacterCustomization").GetComponent<SwitchArmorEquipment>();

Ewdva 5.64: MéBodog Start

Mertd vrapyet pio pébodog mov ovopdaletar Register ko 1 omoia KAveL yypaen OAd To. KOLUTLE TOTOV
TabButton c¢ pio Aicta.

id Register(TabButton button)

if(tabButtons == null)
i
tabButtons = new List<TabButton>();

}

tabButtons.Add(button);

Ewodva 5.65: MéBodog Register

"Enerta vapyetr pio pébodog OnTabEnter 1 omoio kaAeitor amd v TabButton class, 6tav Baleig to
TOVTIKL TAV® GTO KOVUTE Kot 1 ool KaAel e Tnv ogpd e, tnv pnébodo ResetTabs, n omoia Pélel ot
ol Ta kovumd to idle sprite ektOg Ao TO EMAEYUEVO KOVUTE KOl LETE OV TO KOVUTL GTO OMOi0 EXELG
Béier Tave To TOVTIKL dEV €lvar TO emAeYpPEVO KOLUTL (ONAadT| dev €xelg KAVEL KAMK TAV®O TOV), TOTE
Bacet o hover sprite.
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> void OnTabEnter(TabButton button

ResetTabs();

if (selectedTab == null || selectedTab != button)
{

button.background.sprite = tabHover;

}

Ewoéva 5.66: MéBodog OnTabEnter

‘Emerta vadpyer pion péBodog OnTabExit 1 omoio kodeitor and v KAdon TabButton 6tav kovvag to
movtikt €€ amd 1o Kovumi kot kadel v péBodo ResetTabs. Xtn cvvéyeio vadpyst n péBodog
OnTabSelected, | omoia eniong Koheital amd v KAdon TabButton, 6tav Kavele OpmG KAMK TOve €
éva xovumi. Eekivovtag ovtn 1 uéBodog, EAEYYEL av LANPYE TPV KATOW0 EMAEYHEVO Kovumi. Av
VINPYE TOTE KAVOVTOG KAK GTO TMPVO KOLUT, onuaivel 0Tt To Tponyovduevo kovpmi dev givol mAgov
emieypévo, apa ekterel to Unity event mov éptioéo mov ovopdletar Deselect (uéoa otnv kAdon
TabButton) kot petd 0étel og emAeypévo kovpumi 1o tpvo Kot ektedel o Unity event Select (mov
emiong éptoéa péoa oty KAdon TabButton) kot ekteleiton potic emAééelg éva Kovumi.

This method has 1 reference(s). (Alt+3) 1

OnTabSelected(TabButton button)

if (selectedTab != null)
{

selectedTab.Deselect();
}

selectedTab = button;

selectedTab.Select();

Ewodva 5.67: MéBodog OnTabSelected

>t ovvéyewn ekteleitar n péBodog ResetTabs, 1 omoia emavapépel to sprite OA®V TOV KOLUTLOV
(ext0c amd to emAeypévo) oty idle katdotaon (sprite) kou petd Pdaler to Active Sprite oto
emieypévo kovpuni. Metd maipveo 1o Index avtod tov xovpumov, pe v eviodn GetSiblinglndex, 1
omoia emoTpéPel TNV 001 aVTOD TOL KOLUTIOV PECH GTNV 1Epapyio Tov parent object.

ResetTabs();
button.background.sprite = tabActive;

index = button.transform.GetSiblingIndex();

Ewova 5.68: Ecotepikd g Mefddov OnTabSelected
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¥t ovvéyeto vdpyet pia if condition, n omoio gAéyyel v xpron avtod tov TabGroup Kot avaidymg
ekteAel olapopetikéc Aettovpyiec. ITo ouykekpiuéva, avti 1 KAGoM ypnoilponoteital, &ite yio va
dnpovpynow éva Grid pevov mov Ba Exel KOLpmd, pe OAQ TO POVYO TOV YOPUKTNPO KOl TOTOVTOG
Kémolo and ta Kovumd, gpeovifetar To povyo (Tov avTicTolEl GE AVTO TO KOLWUTMD), TAV® GTOV
Xapoxtpa,

il
Chest
[ Previous Bl Next |

TabGroup pe
Aswrouyia Grid
Menu yux arhayr
polxwv oTov
AAPOKTT PO,

Ewova 5.69: Grid Menu Functionality
(TabGroup)

glte ypnowomoteitat yio va ompovpynow €va Tab pevod, pe to omoio matmvtag kdmolo and to Tabs,
aAléler to Panel 610 canvas.
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Chest

TabGroup ps Astoupyic
Tab Menu yia ahhayn Panel

Ewova 5.70: Tab Menu Functionality
(TabGroup)

Ondte ovtd to if condition, eléyyer av 10 Gvopa TOV KOLUTIOD €Yl Mok CUYKEKPIUEVT] LOPOT|
ovopaciog mote vo Eeympioetl, Yo oo Asttovpyio 0él® to TabGroup. Xtnv ovcia av To dvoua Tov
KOUUTLOV £XEL GOV OVOLOGT0, KATOL0 HEPOG TOL CAOUOTOG Kol 6TO TEAOG TN AEEN Armor, onuaivel 0Tt
npoopileton yro Grid pevod kot dpa praivel péoa 6To TPdTO 6KEAOG TOL if, Kot avaAdymg av 1o dvopa

,

Tov kovumiov eivan my “Head Amor” 1 “Chest Armor” ekteAel v avtiotoym néBodo yio ailayn tov
POVYOV TAV® GTO YOUPOUKTNPA, TAIPVOVTOG G TapdpeTpo to Index Tov Kovumiov.

n Armor Grid Functionality

if (button.name == || button.name == A | button.name == "Hands Armor"
|| button.name " || button.name - 1)

{

switch (button.name)
{
case "Head Ar :
switchArmor.SwitchHeadArmor(index);

case " Armor™ :
switchArmor.SwitchChestArmor(index);
break;

case "Hands Armor":
switchArmor. SwitchHandsArmor(index);

Armor" :
switchArmor.SwitchLegsArmor(index);
eak;

switchArmor.SwitchFeetArmor(index);
[ -EUH

Ewoéva 5.71: MéBodog OnTabSelected (Armor Gird Functionality)

102



Av and Vv dAAn, To Kovumid dev Exovv kdmoto amd to. ovopata g popeng “Head Amor”, “Chest
Armor” ktA, tote onuaivel 6t avtd to TabGroup £yel Asttovpyion Tab pevod kot Gpo eKTeAel TIg

EVTOAEG TOV VIApPYoVY 610 else. Te avtn TV TepinTmon e T ypnon evog loop mepvdiet amd ) Alota
olwv Tov Panel/cedidwv ko Bétel g active povo to panel mov €yet 1610 index pe 10 TwPvO Kovumi
(BA. Euwcova 5.68).

on Tab Menu Functionality

else

{

for (int i = @; i < pagesList.Count; i++)
{
if (i == index)
{
pagesList[i].SetActive(true);

else
{
pagesList[i].SetActive(false);

Ewdva 5.72: MéBodog OnTabSelected (Tab Menu Functionality)

Téhog vrapyel n néBodog ResetTabs mov avépepa Kot TOpOTAV®, 1| 0Ol TEPVAEL OO OAOL TOL
TabButtons ta omoia ékova gyypoaen otn Aloto pe ™ péBodo Register kot eAéyyel av T0 KOLUTL TOL
Kottdel, elval 1o emAeypévo. Av glval 1o emAeyrévo, TOTE AmAd TO TPOoTEPVAEL Kol av dgvV givar 1o
emieyuévo, tote Tov Palet to idle sprite. ‘Etot 0étel OAa 0 KOLUTLA, EKTOC TOV emAeyévov, oty idle
KOTAGTOON.

id ResetTabs()

foreach(TabButton button in tabButtons)

{

if (selectedTab != null && selectedTab == button)
{

continue;

}

button.background.sprite = tabIdle;

Ewova 5.73: MéBodoc ResetTabs

5.4.2 TabButton Script

Avt] 1 KAGoM ¥PNOUOTOLEITOL VIOl VO SNUIOVPYNO® KATOW SIKA LoV custom KOLUTLA, TO.
omoia ovopaoca TabButtons. Xtnv mpaypotikdtnta ovtd to, kovumid ivar Panel GameObjects, dniadn
gameobjects ta onoio TEPEYOLVV AMAMG TO image component Kot Tovg Tpdcshesa eyd avtd TO Script, T0
omoio onpovpyei custom button Agitovpyio. v ovcio avtd To. gameobject, dev Eyovv TO button
component Tov Unity, aALd &xovv og component ovtd 1O script, T0 0noio To KAVEL Vo AELITOVPYOVV GV
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KOVUTLA, OOTE Vo £ TEPLEGOTEPT gveMia Yia Tn ypfon AvTdV TV Kovumdv. Exiong éAa avtd ta
Kovumid, mepviovvtal péco, o éva TabGroup (BA. Evommrto 5.4.1), 10 omoio 1o opodomolel Kot
yewpiletar Tig Aettovpyieg Tovg. H viomoinom tovg éyve mg e&ng:

Apyucd 6pioa To image component @¢ dependency ovtig g KAGONS, ONAadY| TO aVTIKEILEVO
OV TEPLEYEL AVTO TO SCript, TPEMEL OTMGONTOTE VAL £YEL TO image component GAM®MS oM ovPYEL LOVO
TOV évo, Kol HET@ ektd¢ omd v MonoBehaviour class v omoio kGve inherit, kévo emiong ot
implement ta interface (IPointerClickHandler, IPointerEnterHandler, IPointerExitHandler), ta omoia
XPNOLOTOIOVVTOL Y10, VO VAOTOMG® TI HEBOS0LE, o1 omoieg Ba emTpémovy TV EKTEAECT] KATOLWV
event, 6Tav KOVEO KAMK TOVO oTo Kovumid 1 60tov Palom 1o movtikt Téve oto Kovuni 1 étav To TovTiKt
glvar NON méve og éva kovpmi kot to Byalm eKTOg TOL KOLUTLOD.

[RequireComponent(ty

l

TabButton : MonoBehaviour, IPointerClickHandler, IPointerEnterHandler, IPointerExitHandler

Ewobva 5.74: Dependency & Interfaces

Yy cvvéyelo dnuovpyd pio petapint TabGroup, otnv omoia Oa mepactovv 6Aa to. TabButton kot
plo public petafAintr image tnv omoia ovépaca background xoir m omola amoBnkevel to image
component Tov €KaoToTE KOLUTov. Emiong ékpuya avt) ) petafAnt amd tov Inspector, emeldn dev
0o va gppaviletal, aAld Tapoia avtd 0EA® va gival public yio va pmopet va ypnotponomBel oty
KAdon TabGroup.

[HideInInspector] public Image background;

Ewoéva 5.75: HidelnIspector Public Image

"Emterta dnuovpynoa 860 petapintég tomov UnityEvent, ot omoieg Oa ypnoytorombovv yo va
ektelOVV Kamola events, Otav emAéyelg kdmoto kovunmi 1| 6tav To omosmAéyels. Avtd ta events
onAaodn, eueoavifovtor otov inspector axpifag omwg epeaviCetar to OnClick event tov button
component Kol UTopelg Héca Toug v TPooHESEIS £va OVTIKEILEVO TTOV €€l KATOO script component
Kot vo ekteléoelg omota puéBodo Bélels. 'Etotl autd ta kovpmid mépa amd T oTAVIap AELTovpyic, Tov
TOVG £Y® dMGEL, £YOVV T SLVATOTNTO VO TOVG TPOGHEcm Eeympiotd (Ypic va TEPAE®D TOV KMOOLKA TOV
TabGroup 1 Tov TabButton class), emitiéov Asitovpyia, TpocBétmvtag dAia scripts pe to OnClick
event 0mwg €xel Kol To Kavovikd button component tov Unity kou emiong vmdpyel ko to deselect
event, 6TO 07010 UTOP® EMIGNG VO, TEPAC® KATOL0 GAAO SCript OTOV TO KOVWTL ATOETIAEYETAL.
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+ Tab Button (Script)

B TabsList (Tab Group)

On Tab Deselected ()

List is Empty

Ewova 5.76: OnTabSelected (OnClick) &
OnTabDeselected UnityEvents On TabButtons

Ztnv ovvéyela péoa oty start péBodo tov Unity, tepvam 10 image component TOL KOLUTION KoL KAV
€YYpAPn avTO TO KOLUTIOV péca oto tabGroup (PA. Evotnta 5.4.1, Ewova 5.65).

rt()

background = GetComponent<Image>();
tabGroup.Register(this);

Ewova 5.77: Get Image Component & Register
TabButton

‘Enerta opile T1g pebddovg yio to Mouse Events, koaAdvtog Tig avtiotoyeg pedddovg
(OnTabSelected, OnTabEnter, OnTabExit), mov vAoroid otnv TabGroup class (BA. Evotnrta 5.4.1).

OnPointerClick(Pointer

tabGroup.0OnTabSelected(this);

Ewova 5.78: OnPointerClick Event

Téhog oo 600 pebodovg v Select kot v Deselect, o1 onoieg ekteAovv To script mov £xm
nepaoel péco ota Callback Unity Events mov dnuovpynoca (BA. Ewodva 5.76). Avtég ot péboodot
KaAovvtal péoa and v TabGroup class.
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id Select()

if (onTabSelected != null)
{

onTabSelected. Invoke();

Deselect()

if (onTabDeselected != n b]
{

onTabDeselected.Invoke();
}

Ewova 5.79: Execute Registered Callback Events

5.4.3 CameraTransition Script

Avt 1 KAAon ypnoomoteitat Yo vo aAAdEEL B€om 1 Kdpepa TG CKNVIG OTOV YPTCLLOTTOLEIG
TIG KOPTEAEG TOV UEVOL OAAQYNG POVY®V. AnAadn Yo TOPASEYLA, OTOV TOTAS OTIV KOUPTEAQ TTOV
TEPIEYEL TOL TOVTELOVIQ, 1] KAUEPO LETOKIVEITOL Y10, VO, PAETTELG TO TAVTEAOVL TTAV® GTO YOPUKTIPO. OO
Kovtd K.0.K. Emiong ypnotpomoteital yio 6T 6KNvEG EMAOYNE GTOLYEI®MV YOPAKTPA, OALE LOVO Y10, VO
aAra&el n kapepo og full body view.

5.4.3.1 Merapintéc Kihdong

ic Transform startMarker;

> Transform fullBodyMarker;
Transform headMarker;
Transform chestMarker;
Transform handsMarker;
Transform legsMarker;
Transform feetMarker;

private Transform endMarker;

Ewova 5.80: Transform Metafintéc INa
T ®éoeic Tng Kapepag

Apyicd <NAdve kdmoteg petoPintég tomov Transform, otic omoieg mepva® kdmowo Empty
GameObjects amd TNV GKNVY KOl TO OTOI0 ¥PTGLLOTOLOVVTOL Y10 Vo Thp® T 0€om Tovg péca ot
GKNVN KOl VO LETOKIVIIO® €KEL TNV Kapepa Tov matyvidlon. Avtég ol petafAntég sivor 1 startMarker
GTNV 0Toi0 TEPVA® TV 1510, TNV KAUEP TOL TaLVISL0D Ko gival To onueio apetpiag TG KAUEPAS,
Kot ot veorowneg 6 Transformers petafintég mepviw ovtd to Empty GameObjects ta omoia &y
BaAet otic Béoeig mov BEA® (5 amd avTd SelYvoLVV TO YAPUKTNPA OO KOVIQ GE JLOPOPETIKA oNLLEin TOV
ocopotog kol m pio delyver oloxinpo tov yopaxtipa). Emiong vmdpyel kot pion okodpo private
Transform petafinti omv omola petapépm €va amd to mpoavaeepfévia Empty GameObject (ta
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omoio. moipve amd TIC TPoMyovueveg HeTAPANTEG), Yo vo Béow v Bfom Tov g TOV TOPWVO
nmpoopiopd. Téhog vapyetl pio Enum petafintyi, v onoio ovopaca CameraViews Kot £yl 5 Tipég
Yo K60 éva amd To PEPT TOL CAOUNTOG OV YMPLoH GTOV YOPUKTAPA Kol YPNCILOTOLEiTaL Yo Vo
amofnebom oo fTay 1) TEAELTOLN KALEPT TOV XPTGLULOTTOWONKE.

ium CameraViews

HeadView,
ChestView,
HandsView,

LegsView,
FeetView

}

CameraViews camera;

Ewova 5.81: CameraViews Enum

5.4.3.2 M¢é0ooot Start & Update

Eexwvavtag, péco otn uébodo Start tov Unity, amofnked® o€ pio petafint) tov topvo
xpévo ®g apetnpio (tov ypdvo mov mEpace and 1o Eekivnuo Tov ToyvidloD) Kol omodnKevm ot
uetafintm endMarker, to default onueio Tpoopiopod yuo 6tav poptmvel | oknvy. Exiong amodnkedm
NV 0md6TOoN HETAED TOV GNUEIOL OPETNPIOG KoL TOV GNUEIOV TPOOPIGUOD.

startTime = Time.time;

endMarker = fullBodyMarker;

journeylength = Vector3.Distance(startMarker.position, endMarker.position);

Ewdva 5.82: Get Current Time, Get Destination & Calculate Distance To Travel

Zmv ovvéyewn péca otn pnébodo update Tov Unity, ) onoia kaAeitol og kabe frame, vworoyilm
apPYIKA TNV 0mOGTACT oV £xel KOAVPOEl and v kdpepa, Tolhariacidlovtag v ToydTNTe Kivnong
NG KAUEPUG LLE TOV YPOVO OV £XEL TEPAGEL (APAULPD TOV 0PYIKO YPOVO OV ElYal 0mobnKeVGEL 0o TOV
TOPWO Yo va. fpm TOGOS ¥pOVOG TEPAOE), Vi VO, BPm TOCT OTOCTOCT) £XEL SLOVOGEL

t distanceCovered = (Time.time - startTime) * speed;

Ewova 5.83: Calculate Distance Covered

‘Enerta vroroyil® 10 m0c00Td Tov Taldov Tov Exel KaAvebOel, o oyEon He TNV GLVOAIKY
OTOGTACT] OV TPENEL VO KAALPOEl, ONAad dlpd TNV OamOcTHoT TOL EYEl Kahvebel, v omoia
vroAoyioa Tapamdve (BA. Ewdva 5.83), pe tn cuvolikn andctacn tov taidon (PA. Euova 5.82).
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float percentageOfJourneyCovered = distanceCovered / journeylLength;

Ewoéva 5.84: Percentage Of Total Distance Covered

Téhog aAldl® To position Kot To rotation TG KAUEPAS, e OUAAO TPOTO (GTE Vo £pBel 6To 1010
position kot rotation pe to Empty Gameobject mov £xel 1e0el g mpoopiopdg. Avtd yivetar pe
xpnon g eviolg Lerp, otnv omoia 0ételg éva onpueio apetnpioc, Eva onueio Tpooptopod Kot o¢ 3n
TOPAUETPO, TAIPVEL VOV dekadIKO apldud peta&d tov 0 kot Tov 1 Kot HETOKIVEL TO aVTIKEIEVO HETAED
TV dVO oNUEiDY, COUE®VA L ovTh TV TIPN. o Tapddetypa, av oot n Ty ivon 0.3 to1e petaxivel
To ovtikeipevo (Main Camera) 610 onpeio mov Ppioketor 6to 1/3 g dadpounc. ‘Etor Balovtag
petafint mov amodnkevel T0 T0G06TO TOL Ta&d10L OV KOAVEONKE (1] KAADTEPO, TO TOGOGTO TOV
1010100 Tov Ba Enpemne vo KaAvEOel pe faon Tov ¥pdvo Tov TEPAGE), LETAKIVEL KoL TO OVTIKEIIEVO
avaAOY®C.

transforn.position = Vector3.Lerp(startMarker.position, endMarker.position, percentageOfJourneyCovered);

transform.rotation = Quaternion.lLerp(startMarker.rotation, endMarker.rotation, percentage0OfJourneyCovered);
Ewoéva 5.85: Linearly Interpolate Between 2 Point For Position & Rotation

Yy TporypatikoTTe, OnAadn, o Lerp amd povo tov dev petaxivel v Kauepo pe faomn tov
XpOVOo mov mépace, OAAG TV peTokivel pe Bdon €va mocootd To omoio vwoloyilw eyd Eeywpilotd,
AQOPAOVTAG TOV POV OV £lye TEPAGEL TN oTLYU Tov Eekivinoe va petakveitat | Kapepa (my oto 100
deuTePOAETTO), LE TOV TOPWVO YPpOVO Tov KABe frame (my 150 devtepdrento), £T61 MOTE VO VTOAOYICW
Tov xpdvo Tov mEpace (pe Pdon to Topdadetypa TEpOcAY S 0eVTEPOLENTA) A TNV EKKIVIGTN Kot HETA
70 TOAATANGIAL® VT pe TV TovTnTo. (Y, 1 HéTpo T0 deVTEPOLENTO), DOTE VO PYAAm TV amdCTAoN
mov Ba mpémel va davubel (5 pétpa) , Kot peta dp®d OA0 OVTd PE TNV GLVOAIKY andGTOCT TOV
ta&o100 (y 10 pétpa), dote va mTapm avtd to m0coato (0.5) mov B ypnoworomcm péca ato Lerp,
Y10 VO LETOKIVIIO® TNV KAUEPD GTNV KATAAANAN Béon (dpa ce avtd To frame 1 kauepa Oo petaxvnel
otV péon g d1adpoung, dnAad 6to 50 HETPO).

5.4.3.3 M¢0odor SwitchTo{Name}Camera

2mv ovvéyela, onuovpynca 6 pebooove (pia yio kdbe Béon g kdpepag), ot omoieg ivar
d1eg peta&y toug ektog and v SwitchToFullBodyCamera, 1 omoia €yt kamoteg pukpég dropopés. H
pnéBodog Eekvael amodnievovrag, pe T ypron ™ Enum CameraViews, mola givol 1 KQpepo oty
omoia petokiveitar, to omoio Ba ypnowwomombel petd ot pébodo Toggle Changed (BA. Evotnra
5.4.3.4).
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camera = CameraViews.HeadView;

Ewodva 5.86: Save Camera Choice

Merta eléyym av to onueio apetnpiog eivar To 1910 [LE TOV TPOOPIGUOV, GPa VO UNV KAVE TITOTO Kol
emiong eAéyym av 1 petapint focusedViewToggle sivon true, to omoio onpaiver 6Tt 10 Toggle (PA.
Evotra 4.4.4.2) ot oxnvi, gival evepyomompévo.

Head

N

Ewova 5.87: Focused Cama View Toggle

if (endMarker !'= headMarker && focusedViewToggle)

Ewova 5.88: Check if Starting Position And Destination Are the
Same & Check For Toggle

Avto 10 Toggle 6tav eivan true, tdte N KAUEPA SElYVEL TOV XOPOKTNPOA OO KOVIQ GE GUYKEKPUUEVO
onueio Tov coOpaTog, aAlmg 6molo TabButton (tov Tab Menu BA. Evotnta 5.4.1 Ewéva 5.70) kot va
€xelg mAeypévo, delyvel amAd oAOKANPO TOV YopakTpa oo pokpid. O VIToAoITog KK Eival 0 1610G
pe avtov otn pébodo start, amhd pe dapopetikd destination (PA. Evomra 5.4.3.2 Ewova 5.82). Oco
v v uébodo SwitchToFullBodyCamera, n povn dwagopd eivor 0Tt dev amobniedel KOTL oTN
petaPint camera ko dgv eAéyyet yuo to Toggle péoa oy if.

5.4.3.4 M¢00dog Toggle Changed

Avt 1 pébodog ypnoponoteitan dote va oArdlel and full body view o1ig vTOAOUTES KANEPES
7OV JElYVOLY TO YOPAKTAPL amd KOVTO Kol emiong eAéyyel mola sivor 1 kduepa tov TabButton wov
Bplokeoe amd o Tab Menu (pe ) ypnon petafAntg camera), dote o0tov arratels to Toggle oe full
body camera xoi petd 1o EovoPdielc oto Focused View vo  emiotpéyel otnv KAUEPO TOV
ovykekpluévo tab. Avti n pébodog ektedreitarl otav aAraleg tiun oto Toggle (BA. Evomra 5.4.3.3
Ewova 5.87) ko mepviel ©¢ TOPAUETPO TNV TN Tov, 1 omoio amobniedetor ot petafiAnt
focusedViewToggle. ‘Emetto ehéyyel av to focusedViewToggle sivan false, tote 6 anyaivel oty full
body camera, aAM®G avAlOy e TO TL TN €L M UETOPANTY camera, 6€ TNYAIVEL GTNV OVTIGTOLYN
KOLEPQL.
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if (!focusedViewToggle)
{

SwitchToFullBodyCamera();

switch (camera)
{
case CameraViews.HeadView:
SwitchToHeadCamera();
break;
case CameraViews.ChestView:
SwitchToChestCamera();
break;
case CameraViews.HandsView:
SwitchToHandsCamera();
break;
case CameraViews.LegsView:
SwitchToLegsCamera();
break;
case CameraViews.FeetView:
SwitchToFeetCamera();
break;

Ewoéva 5.89: Switch Between FullBody
Camera & Focused Cameras

5.4.4 SwitchArmorEquipment Script

Avt 1 KAdon gpnoyomoteitat yio vo, aAAAEELS Ta povya Tov modular yapoaKTPO. EEKIVOVTOG
péso oty pébodo Awake, Ppiokel ko amobnkevel ta SkinnedMeshRenderers, yia to kdbe xoppdrt
tov modular yapaktpa mov Ppicketal 6To pevow (dnAadn Tov generic rig LOVTELOV), EEY@PIOTAL.

5.4.4.1 M<£00o0r NextHeadArmor & PreviousHeadArmor kKt

Avtég o1 uébodot ypNOLOTOIOVVTAL YO TN GEPLOKN OAAUYR povy®mV o€ kdbe Koupdtt Tov
oOMOTOG. ALTEC 01 HEBOSOL XPNOLUOTOIOVVTOL VIO TN GEIPLOKT OAANYT PoDY®OV GE KAOE KOUUATL TOV
GOUOTOG Kot vadpyovV 101eg nébodot kat yio ta vtolowra 4 Koppdtio tov modular yapaxtpa, dniadn
yw chest, hands, legs kot feet. H vAomoinon avtav tov pebddmv eival akpifodg dwo pe avti g
GEIPLOKNG OAANYNG TOV OVTIOV KEPATOV KTA, amAid ovt) T @opd, yio povya (BA. Evomnta 5.2.2.2
Ewoveg 5.9 & 5.10).

if (headsIndex < heads.Length - 1)
headsIndex++;

else
headsIndex = 0;

ChangeArmorPart(ArmorParts.HEAD_ARMOR, headsIndex);

Ewdva 5.90: Switch To Next Armor Model

Eniong éptiaéa mapopoteg pébodot ot omoieg arralovv o poya amevbeiog oe cuykekpiuévo Index.
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id SwitchHeadArmor(int i

headsIndex = i; 3 P :
ChangeArmorPart(ArmorParts HEAD ARMOR 1)

Ewova 5.91: Switch To Amor In Specified Index

5.4.4.2 Mé¢00oog ChangeArmorPart

Avt] n pébodog koAeiton pécao amd Tic pebodovg trng evomnrog S5.5.4.1 ko 6€xeTol @G
TOPOUETPOLS pia petafAnty tomov ArmorParts kot éva int wov mepiéyet to index yio tov mivaka. XTnv
GUVEYELDL YPNOMOTTOIEL TNV HETAPANT armor Yo Vo KoToAGPEL G€ TOWO0 KOUUATL TOL COUOTOS
avapepOpooTe Kot petd arrdlel to Mesh kon ta Materials tov yapoxtipo, pe avtd mov fpickovtol o€
avtd 1o Index tov avrtiotoyov wivaka. Exiong kolel v uébodo HideHairWhenWearingHelmet (BA.
Evotmra 5.2.2.7) mepvavtog 1o id, doTe va kKpOWEL To LOAALG 0V QOPAEL O YOPUKTNPOS KPAVOGS.

0id ChangeArmorPart(ArmorParts armor, int id)

switch (armor)
{
case ArmorParts.HEAD_ARMOR:
headSkmr.sharedMesh = heads[id].sharedMesh;
headSkmr.sharedMaterials = heads[id]. sharedMater1a15

GetComponent<CustomizeCharacterParts>(). HldeHalrWhenWearlngHeLmet(1d}
break;

case ArmorParts,CHEST_ARMOR:
chestSknr. sharedMesh = chests[id].sharedMesh;
chestSkmr.sharedMaterials = chests[id].sharedMaterials;
break;
ArMQ ARMUR

Ewova 5 92: Load Armor Mesh & Materials To Character Model & Hide
Hair

5.4.4.3 M<£00o0r SaveArmor & LoadArmor

H péBodog SaveArmor amoBnkevet Tig EMA0YEG poOY®OV TOL TOIKTN Y10 VO TIG POPTMOGEL GTOV
YOPOKTAPO NG oKNVAg oL moyvidoov (humanoid rig povtého) kor ekteleitol péoo amd 10
SecondaryCustomizationHelper script, akpiBcd¢ tptv @optmBei 1 oknvn Tov IOy vidov. Avtd yivetou
amofnievovtog ta Index amd tovg mivakes péoa e €va dictionary.

Y ovvéyeto kaAeitar 1 pébodog LoadArmor péoa amd 1o SetPlayableCharacterAppearance
script ov gival Tepacuévo mg component 6to humanoid rig povtéAo Tov YapaKTNPa, LEGH 0T OKNVA
TOL TOLYVIOOD KOl POPTOVEL TIG AmoONKeEVUEVES EMAOYEG TAV®D GTO YopoaKTpa. O KOSKAG QLTS TNG
pneBodov etvar mopdpotog pe avtdv g pebddov ChangeArmorPart (BA. Evotnta 5.4.4.2 Ewova 5.92),
He TN dpopd OTL €0 dev vIapyeL To switch kot avti yuo T petafint id, €dd dive tov Index twv
mvakov, pe  ypnon tov dictionary mov éptiaéa otnv pébodo SaveArmor.

111



SaveArmor

savedArmor = new Dictionary<ArmorParts, int>();

savedArmor.Add(ArmorParts.HEAD_ARMOR, headsIndex);
savedArmor.Add(ArmorParts.CHEST_ARMOR, chestsIndex);
savedArmor .Add(ArmorParts.HANDS_ARMOR, handsIndex);
savedArmor .Add(ArmorParts.LEGS_ARMOR, legsIndex);
savedArmor.Add(ArmorParts.FEET_ARMOR, feetIndex);

Ewova 5.93: Save Player Selections to Dictionary

Eniong omv apyn g peBddov mepvam o€ KAmoleg KOvoUpyleg UETOPANTEG TO KOUMUATIOL TOL
gameSceneHeadSkmr.sharedMesh = heads|savedArmor[ArmorParts.HEAD_ARMOR]].sharedMesh;
gameSceneHeadSkmr. sharedMaterials = heads[savedArmor[ArmorParts.HEAD_ARMOR]].sharedMaterials;
GetComponent<CustomizeCharacterParts>().HideHairWhenWearingHelmet(savedArmor [ArmorParts.HEAD_ARMOR]);

gameSceneChestSknr. sharedMesh = chests[savedArmor[ArmorParts.CHEST_ARMOR]].sharedMesh;

gameSceneChestSkmr.sharedMaterials = chests[savedArmor[ArmorParts.CHEST_ARMOR]].sharedMaterials;
Ewdva 5.94: Load Player Selections to Character Model in Game Scene

humanoid rig yopokTNpo Kol ¥PNOLLOTOINGH GVTA TO, KOUUATLO, Y10 VO QOPTMC® TIC EMAOYEG TOV

Ty T, TEAVE GTO YOPAKTP TNG GKNVIG TOLYVIOL00.

neObject gameSceneHeadObj = GameObject.Find("Male_model_head_2");
ject gameSceneChestObj = GameObject.Find("Male_model_chest_2");
bject gameSceneHandsObj = GameObject.Find("Male_model_hands_2");

ject gameScenelLegsObj ect.Find("Male_model_legs_2");

ject gameSceneFeetObj = Object.Find("Male_model_feet_2");

SkinnedMeshRenderer

SkinnedMeshRenderer
SkinnedMeshRenderer

SkinnedMeshRend
SkinnedMeshRend

Ewova 5.95:

gameSceneHeadSkmr = gameSceneHeadObj.GetComponent<Skinn
gameSceneChestSkmr = gameSceneChestObj.GetComponent<Skir
gameSceneHandsSkmr = gameSceneHandsObj.GetComponent<Sk

~ gameScenelLegsSkmr = gameScenelLegsObj.GetComponent<Skinned
~ gameSceneFeetSkmr = gameSceneFeetObj.GetComponent<SkinnedMeshRenderer>();

Get SkinnedMeshRenderers From Humanoid Rig Model In Game Scene

5.5 Kaowog Al Tov Ex0pov

Av1d 1o scripts  gAéyyovv to Al Tov £xBpov Kot Ppiokovion dAa péca otov pdkelo Assets —

Custom Assets — EnemyAl. Ot kAdoeic mov kdvouvv inherit tqv KAaom StateMachineBehaviour,

€yovv Kamoteg override peBoddovg amod TIg omoieg eyd ypnoonoinoa Tig 3. Avtég eivar  OnstateEnter,

n OnStateUpdate ko1 1 OnstateExit. H OnstateEnter exteAeiton poiig Egxivioet to cvykekpiuévo State

(uéoa oo omoio £Paia To avdioyo script g component) and to State Machine, 1 OnStateExit

exteAeitar otav Pyel amd To cuykekpipévo State ka1 OnStateUpdate extedeiton og kaOe frame petaly
v OnStateEnter ko1 OnStateExit.
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5.5.1 IdleState Script (StateMachineBehaviour)

Avt) 1 KAdon dwyepileton v Asttovpyia Tov Enemy Al dtav o gxfpdc Ppioketon oto Idle
State, dnAadn 6tav eivor axivntog kot wepuével. H khdon €yxel pio Transform petafinti, n onoia
amofniedel v B€om Tov TaiyTn HESH GTNV GKNVY, £va timer oV YPTCLLOTOLEITAL Yol TNV EVOAALYN
peta&d tov states ko serialized float petafinti mov ovépaca “chaseRange”, pe v omoia opilw v
amOGTOOT 6TV 0moin 0 £x0pAc aviyveveL ToV TaiyT.

Yty ovvéyelo, péoa otnv OnStateEnter pébodo, undevilo to timer kot waipvo v 0éon tov
malytn pe Vv xpnon evog tag mov £eTiasa Kot tpdsbeca 6To HOVTEAD TOV YOLPOKTIPO TOV oLy TT).

timer = 0;

playerPosition = GameObject.FindGameObjectWithTag("Player").transform;

Ewova 5.96: Reset Timer & Get Player Position

‘Enerta péoa oty pébodo OnStateUpdate mpocBétm oe kdBe frame to DeltaTime, to omoio
eMoTPEPEL YPOVO OV TEPacE Petad kdbe frame kot €161 maipve Tov TpaypoTikd ypdvo Tov TEPUCE,
ave&dpnta ano to frame rate Tov moyvidloV. OndTE AV TEPUCAV 5 dELTEPOAETTO OO TNV GTIYUN TOV
Eexivnoe avtd To state, 101e B¢t TV mopduetpo “isPatrolling” (tmv omoia mpodcheca péca oty
KapTtéla parameters oto animator window tov gx0pov), dote 0 gxfpdc va Pyel and to Idle State kot va
unei oto Walk State, to omoio ivat To state mov Tpryvpvael o xpog oe dtpopa onueio 6TV oKNVA.

timer += Time.deltaTime;
if (timer > 5)

animator.SetBool("isPatrolling”, true

Ewcova 5.97: Start Patrolling After 5 Sec

Téhog vroroyilw Vv amdotacn petad Tov ToiyTn Kot Tov €xfpov Kol av 1 axdoeTaon &ivol
HIKpOTEPT TNG AMOGTACNG, OV O £(OpOG aviyveLEL TOV TalyTn, T0TE BTm TV mopduetpo “isChasing”
TOL animator, To0 omoio onuoaivel ott o0 €xBpdg aviyvevoe tov maiktn Ko apyilel va Tov Kvvnydet,
aAralovrog amd to Walk State oto Run State.

t distance = \.r’ectorz.Distance(playerPosition.position, animator.transform.position);
if (distance < chaseRange) ge f1 t 1

animator.SetBool("isChasing", true);

Ewova 5.98: Calculate Distance & Start Chasing

5.5.2 WalkingState Script (StateMachineBehaviour)

Avt 1 KAdon dayepiletar tnv Aettovpyio Tov Enemy Al otav o gx8pdg Ppicketon oto Walk
State, dnAadn o6tav Tpryvpvdel ota ddpopa waypoints mov Efaia péca oty oknvn (patrolling).
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Apyikd oty puébodo OnStateEnter, kGvo reset to timer, diveo o Toyoio Tiun amd 5 €og 10
dEVTEPOAETTO Y10l VO, GTAATHOEL Vo Kiveitan 0 €x0pdc kat maipve 1o NavMesh tov gy0pov.

timer = 0;

r
navAgent = animator.GetComponent<NavMeshAgent>();
Ewdva 5.99: Reset Timer & Get NavMesh

Metd Bploko kol omobnkedm TO OVTIKEILEVO OV TEPLEXEL OA0 TO. waypoints Tov Umopel vo
petakivnBel o exBpdc, pe ™ ypnom tov WaypointsTag mov onpuovpynca. Metd Ppick® Tov maiktn e
) ypnon Player tag kot moipve ) 0éon Tov ko énerta opilm v TaydINTA TOL £YOPOV GTAV KAVEL
patrolling.

GameObject waypointsObject = GameObject.FindGameObjectWithTag("WaypointsTag");

playerPosition = GameObject.FindGameObjectWithTag("Player").transform;
navAgent.speed = enemySpeed; : 1 s speed fr insi

Ewova 5.100: Get Waypoints With Tag, Get Player Position & Set Enemy
Speed On Patrol

Téhog pe éva foreach, amoBnkevw Tig Béoelg TV waypoints péca oe pio Aloto Ko TéAog Bét® Tov
mpooplond o €va Tuyaio waypoint omd Ty AicTo.

foreach (Transform t in waypointsObject.transform)
waypoints.Add(t);

navAgent.SetDestination(waypoints[Random.Range(®, waypoints.Count)].position);
Ewdva 5.101: Add Waypoints To List & Set Random Waypoint As Destination

Ymv ovvéyxeta otn péBodo OnStateUpdate, Eekvam eléyyovtag av To remainingDistance Tov
NavAgent tov gxfpov, eivar pikpotepo 1 ico pe to stoppingDistance. H gvtodn remainingDistance
dtver v evamopeivavta andotacn petald g Topvig Tomobesiag Tov xfpod Kol TOL TPOOPIGLO
tov. To stoppingDistance divel v andcTOGN OO TOV TPOOPICUO GTNV OO0 TPEMEL VO GTALOTIGEL VO
Kwveitat o x0pog (otnVv mepinTmon Hov, aVTo oNuaivel amid 0Tt 0 gx0pAC £xEL PTACEL GTOV TPOOPIGLO
TOV KOl Gpa SloAEYeL Evay KavoOpylo TPOOPIGHO, MW TO £0TEN £TCL MGTE VO GTOUOTAEL ALPOV
MEPAGOLY KAmown Osvutepdienta, Kol Oyl O0tav @Tdcel otov mpoopicud tov. Emiong opioa to
stoppingDistance w¢ 0 péoo amd 1o NavMeshAgent component otov inspector). Ondte av 10
remainingDistance givol pukpotepo and to stoppingDistance onpaivel 6t €x0pdg PpickeTor 16N otov
Tpooplopd, Kot £Tol dive Evav kavovpylo tuyaio mpoopiopd yioo va magl. o mopddeypa, ov M
AmOGTACT OO TOV TPOOPIoKO, GTNV 0ol TPEMEL VO OTOUATAOEL VO Kiveitan (stoppingDistance), gival
5 pétpa KoL M evamoueivavto amdoToon Tov £xel Helvel va dtavvcel o €xBpdc Yo va OTUCEL GTOV
nwpooplond tov (remaining distance) gival pkpotepn amd 5, onuaivel 6Tl o gxdpdc Ppicketal o ot
amoOCTACT] 5 HETP®V amd TOV TPOOPIGUO TOV, 0mOTE Be@TEiTON OTL EPTACE GTOV TOPIVO TPOOPIGHO KO
ovveyilel TPog TOV EMOLEVO.

114



if (navAgent.remainingDistance <= navAgent.stoppingDistance)

navAgent.SetDestination(waypoints[Random.Range(@, waypoints.Count)].position);

Eucova 5.102: RemainingDistance & StoppingDistance

Av16 umopet va onuaivel gite 0TL dtdheEe oav mpoopioud tov 10 1010 onpeio SO PopEc o
oelpd kol Gpo Pploketar Mon ekel, €lite O0TL 0 e€nOUEVOG TPOOPIGUOC €ivar TOAD KOVIQ GTOV
mponyovpevo (dnAadr| evtdg Tov stopping distance), gite 0Tt 0 gxBpdg £PTOCE GTOV TPOOPIGUO TOV OE
Ayotepo amo 5-10 devtepodienta (To omoio gival o xpovos Yo Tov onoio Kiveitor o €xfpog kot divetan
Toyaio petald tov 5 pe 10 devuteporéntmv) Kot apa dudheée amevbeiog ETOUEVO TPOOPIGUO YWPIG VA
aAraéer mpota oto Idle State. Andadn, otnv ovcia o gxBpdc dev umaivel oto Idle state dtav eTavEl
GTOV TPoOoPlopd tov, aArG praivel oto Idle state, a@ov TePAGEL TO YPOVIKO OLAGTNLO TOV €Y OPiGEL
(5-10 sec) ko dpo Bo pwopovoe va talldéyel o TAVO 0md Evav TPoOPIGUd (waypoints) HEGOH GTO
xpovikd mepimpro. Emiong avtd onuaiver 611 gyfpd¢ pmopel vo GTOUATHCEL GE OMOLONTOTE
tomoBecio peTaEy TV waypoints, av €yl mepdost 0 ypodvoc, Kot Oyl LOvVo oTig akpiPeic Tomobecieg
oTIG 0moieg Pfpickovral Ta waypoints.

2V ocvvéyeln, HETPAm Tov ypdvo mov mépace pe to DeltaTime kot ov mépace 1o ypovikod
neplimplo mov £y opicel, Bétm v mopdauetpo “isPatrolling” oe false, ®ote vo oTopoTnoEl Vo
Tpryvpvdet Kot va prel tdAl oto Idle State.

timer += Time.deltaTime;

if (timer > timeToStopMoving) //Stoj
animator.SetBool("isPatrolling”, .
Ewova 5.103: Stop Patrolling After 5-10 Seconds

"Emterta vrodoyilo v amodctaot petald tov iyt kol Tov gx0pol kot av 1 ardoTaoT Eivol
piKpdTEPT TG OmOoTOCNG oL pmopel o €xBpdc va aviyvevoel Tov maiytn, €t TV TOpPAUETPO
“isChasing” o¢ true kot €101 pumaivel oto Run State kot apyilel va kovnydetl tov moiy.

yat distance = Vector3.Distance(playerPosition.position, animator.transform.position);
if (distance < chaseRange)

animator.SetBool("isChasing", true);

Ewodva 5.104: Calculate Distance & Start Chasing

Télog péoa omnv OnStateExit puébodo, B¢t wg mpoopiopud Vv tpwn Béon oty omoia
Bpioketon 1101 0 gx0pdc, MGTE VO, GTAUNTACEL VO KIVELTAL.

navAgent.SetDestination(navAgent.transform.position);

Ewodva 5.105: Stop Moving

5.5.3 ChasingState Script (StateMachineBehaviour)

Avtni 1 KAdon Srayepiletar v Aettovpyia tov Enemy Al, 6tav o x0pdg Bpioketar oto Run
State, dnAadn O6tav Kvuvnydel Tov maiyT.

115



Apyika péoa otnv uébodo OnStateEnter, maipve to NavMeshAgent tov gx8pod kar tnv B€om
ToVL TaiyTn Kot opilm TV ToTNTO TOV €XOPOV ATOV KLVNYAEL TOV TOLYTY.

navAgent = animator.GetComponent<NavMeshAgent>();

playerPosition = GameObject.FindGameObjectWithTag("Player").transform;
navAgent.speed = enemySpeed;

Ewdva 5.106: Get NavMesh, Get Player Position & Set Speed

21V cuvérela dive mg Tpooptopd Tov £x0pov, TNV Tomodecia Tov TaiyTy, MCTE v KuvnydEel
TOV TTaiy Ko petd vroloyilw v andotacn puetadd Tov exfpov Kot Tov ToiyTn OOTE AV 0 TAlyTNg
amopakpuviel oAl amd tov x0p0, Vo oTAPATAGEL 0 £XOPOG VO TOV KUVITYAGEL Kol VO YUPIGEL GTO
Walk State.

t distance = Vector3.Distance(playerPosition.position, animator.transform.position);

if (distance > chaseRange)
animator.SetBool("isChasing", f ;

Ewodva 5.107: If Player Too Far Away Stop Chasing

Av amd Vv GAAN 0 gxBpdg TANGIAGEL TOAD TOV TRy, TOTE 0AAGLEL 0md To Run State oto
Attack State, ®ote va apyioel va enttifetal Tov maiy.

if (distance < attackRange)

animator.SetBool("isAttacking”, true);

Ewova 5.108: If Close Enough Start Attacking

Téhog péoa otnv OnStateExit pébodo, Bt wg Tpoopiouod v twpvn B€om oty omoia
Bpioketar 1101 0 gxBpdc, MOTE VO GTANATACEL VO KIVEITAL.

5.5.4 AttackState Script (StateMachineBehaviour)

Avt 1 KAdon Swyepiletar Tnv Aettovpyia Tov Enemy Al dtav o gx8pdc Ppioketor 610
Attack State, dnhadn| dtav €xel TAncLAGEL TOV TaiyTn Kot apyilel va emrtibetar.

Apycd péoa oty péBodo OnStateEnter, maipve amAd Ty 0éom tov maiytn. Ztnv cuvéyeia
péca otnv pébodo OnStateUpdate, Aé® otov exfpd va kottdel Tov maiytn otov emttifeton Kot
vroAoyilm v andotacn peTa&d Tov £x0pov Kol TOV TalyTn, MGTE AV 0 ToiyTNG Pyel ekTOC TNG
euPélelag, oty omoia @tdvel o £x0pog yia vo emitedel, TOTE oTOMATAEL VO, EMITIOETOL KO prTaiivel TaAL
oto Run State, ®ote va apyicet TdAL vo Kovnydet Tov Taiy.

animator.transform.LookAt(playerPosition);
float distance = Vector3.Distance(playerPosition.position, animator.transform.position);

if (distance > attackRange)
animator.SetBool("isAttacking”, fa ;

Ewoéva 5.109: Look At Player When Attacking & If Too Far Away Stop Attacking
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5.5.5 Enemy Script

Avt06 7o script yepiletar o Health tov gyfpov ko tig Asitovpyieg mov yivovtol, 0tav o £x0pdg
Tpoel damage omd Tov TaiyT.

Apycd maipve to HealthBar slider tov gyfpov and to EnemyCanvas kot 0éte v péyiom
T tov slider péoa otnv Start pébodo, dote va givar idwo pe T0 cuvolkd health Tov gxbpov mov
oploa, péoa otny serialized hp petafint.

Yy ovvéyela, péoa oty Update pébodo, mepvam v tiun tov health tov gyfpod dote va
eupavifeton oto HealthBar slider. Metd ehéyym av to health tov €xBpod eivar pikpotepo i ico tov 0
(mov onuaivel 0Tt TEBave) kar av 1 boolean mwov ehéyyet av umopel va extehectel To slow motion effect
(ONAad” av €xel ekterectel N Hio POPA MGTE Vo UNV eKTEAEITON €T’ Gmelpov) lvar true, TOTE EKTEAD
TIg akdlovbeg Aertovpyieg yia va yivel éva slow motion effect 6tav nebdavel o gxBpdc. Méca 6 ot
mv if eEléyym av o ypdévog mov méEpace amd 1o Eekivnua tov slow motion gival pukpodTEPOG TOV 2
devteporéntov (Tov omoio peTpdo pe 1o DeltaTime), 10te 6t T0 time scale tov mwayyvidtod (dnAadn
™V TaXOTNTO HE TNV 0ol KLAGEL O YPOVOG), VO KUAJEL 2 QOpEC o apyd. Av amd v GAAn €govv
nepdoel Tave and 2 devtepOrenta, TOTE TELELDVEL TO slow motion kot O€Tm v T Tov time scale oe
1 (Onhadn va Kvhdel kovovikd o ypovog), undevil® to timer kol Oétw TNV petafinm
canExecuteSlowMo o¢ false, dote va punv Eovounei oe slowmotion. Emiong enedn 1o DeltaTime
emnpedleton and o TimeScale, péca oty npmtn if, ToAhamhactal® Tov ¥povo mov BEA® va dapkel
to slowmotion (2 devtepdrenta) pe t0 Topvo TimeScale, ®GTE Vo LETPAEL KAVOVIKA TO OEVTEPOAETTA
o€ TPAYHOTIKO ¥pdvo. Andadn 6tav to TimeScale yivetan 0.5 onuaivel ott kot to DeltaTime kvldet 2
POPEG O APyl Kot Apo ToL 2 SEVTEPOAETTA. TOL TTALYVIOOV TTEpVEvE 6€ 4 SeVTEPOAETT TPOLYLOTUKOD
xpévov. 'Etor moAlomiacidloviac to 2 devtepdienta pe to timescale, to 2 dgvtepdAiemTO TOV
DeltaTime mepvive 6€ mpaypoTikd xpovo.

if (hp <= @ && canExecuteSlowMo)
{

slowMoTimer += Time.deltaTime;

if (slowMoTimer < 2 * Time.timeScale)
Time.timeScale = 0.5f;
else

{

Time.timeScale = 1f;
slowMoTimer = @;
canExecuteSlowMo = f

Ewova 5.110: Slow Motion Effect

Téhog péoa oy pébodo TakeDamage, apoaipd omd to health tov xfpov, to DamageValue to onoio
dtvetor amd to 6mho Tov maiytn Kot av o health Tov exfpov ptdcetl To 0 TOTE Evepyomod To die trigger
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mov Onovpynoa oto state machine tov eybpov, mote vo extedectel To Death State kot petd
amevepyonowd to collider tov gxbpov yia va, unv umopei o Taiyme vo cuveyicet va, Tov enttifetal apov
nebdvel. Av and v daAAn 1o health tov €xBpod eivor peyardtepo tov 0, TOTE evepyomowd o damage
trigger, dote va ektedeotel 1o TakeDamage State tov €x8pov kdbe popd mov Tov emttiBetan o maiyTng.

hp —= damageValue;
if Chp <= B8)
T

animator.SetTrigger("die");

GetComponent<Collider>().enabled
}
else

{

animator.SetTrigger("damage");

Ewoéva 5.111: TakeDamage Method

5.5.6 FaceHPSliderAtPlayer Script

Avtd 1o script mepiotpépetl amid to EnemyCanvas, dote va Koltdiel mévta 6TV KAUEPA TOV
maiytn, Yo va propei o maiytng va PAEnel cootd to HealthBar tov ex0pob amd dmowa pepid Kot av tov
KOLTaeL.

Av1o yivetor pe v eviod] LookAt, v omoia éBoia péoa otnv LateUpdate péBodo tov
Unity, n omoia o€ k@0e frame petd v Update péBodo, dote va nepiotpépel 1o EnemyCanvas, agol
TPAOTA YUPIGELS TNV KAUEPQ TOV TOLYTN LLE TNV (PTION TOV TOVIIKOV.

5.6 Collider Oniov

H Aertovpyia pe v omoio to 60mho pmopel va kdvel damage tov €x0po Ppioketon péoa oe
avtd ta 3 scripts. To Collider Script givatl éva script mov £pTia&a €YD Kot TEPEYXEL TO KVPLO KOUUATL
avtov 100 Kmoka. Ta @Ala 2 scripts vanpyov Non amd to ThirdPersonController kot amAd Tovg
TPOCHECH KATOL0L EMTAEOV TPAYLLOTO VIO VO, LTOPEL VOL AELTOVPYNGEL TO OTTAO.

5.6.1 StarterAssetsInputs Script (Movo 'Eva Mépog Tov Script)

Y& avtd TO script extehovvTan Kamoleg uEB0doL, o1 omoieg ekTELOVVTUL OTOV O TOIYTNG TATHOEL
KOO0 oo TO. KOV Ylo. TOV YEPIOUO TOL YOPOUKTNPM, TO OTOl0, KOLUTIH OpioTnKov HECH OGTO
“Starter Assets (Input Action Asset)” (PA. Evotnta 4.3.9) kot petd ovtég ot uébodot amodnkevouvv
TéG o petafintéc, dote va E€pel to Unity moio action ektélecol o TaiyTng.

Méca o€ avtd 10 script, Tpocbeca pio bool petafinti mov v ovouaca “attack”, n omoia
yiveton true otav o maiytng emrtebel. Metd éptiao v pébodo OnAttack,  omoia ektereital Otav
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TOTNOEL 0 ToiyTng 1o 0aplotepd KAk oto movtikt (PA. Evomta 4.3.9). Avty n uébodog Karel v
uébodo AttackInput ko tng mepvael mg Tapdpuetpo to value Tov Kovumion, SnAad” To true Kot pHeTd 1
pnéBodog AttackInput amobnkevetl avt v TN péca oty pnetaPinty attack.

Eniong éoptoéo pia péBodo tnv omoia ovopaco FinishAttack, n omoia koieiton péow evog
Event mov evooudtowco péoa oe cvykekpiuévo frame tov SwordSlash animation (BA. Evéomra 4.3.8)
ko otov 7aigel to SwordSlash animation kot @tdcel ot0 cvykekpluévo frame exteheitoan ovtn 1
néBodog. Avtiy n pébodoc Bétel v Ty g “attack” bool oe false 6tav tedeidoel 1 kiviion tov
onaf100. Avtd £ytve OGTE OTOV 0 TOLYTNG TOTNGEL TO 0PLoTEPO KMK va yivel n “attack” true Kot petd
péca otnv pébodo Attack tov ThirdPersonController script (BA. Evomto 5.6.2) va yiver true m
mapapetpog “isAttacking” tov Player State Machine kot va pmet o maiytng oto SwordSlash State ko
GTNV GLVEXELN OTOV OAOKANPp®OEL 1| Kiviom Tov omabiod, va yiver ) “attack” false ko pe v oepd g
va yivel reset og false n mapduetpog “isAttacking”, dote va punv avoumer oto SwordSlash State
avTOLTA YOPIG Vo EAVATOTAGELS TO OPLoTEPO KAIK.

5.6.2 ThirdPersonController Script (Mdévo 'Eva Mépog Tov Script)

Avto 1o script mepiéyet drbpopeg Aertovpyies yio to ThirdPersonController. Edm éptiaca pia
puéBodo mov v ovouaco Attack kot n omoio koAeiton péco amd tnv Update pébodo. H pébodog
Attack, eléyyxel av to input attack eivar true (SnAadn av o TaiyTNG TATNCE TO APIOTEPO KAIK Yo VOl
emtebel) Ko av o maiyng dev tpéyet (enedn dev B ® vo emitifetan otav Tpéxetl). Av avti 1 cuvOnKn
glvar true 10t€ KAV true v “isAttacking” mapduetpo wov £ptiaco péoa oto Player State Machine,
mote vo umel o waiytne oto SwordSlash State kot va apyicel va emitifetor. Av 1 cuvOnqkn eivon false,
ToTE KAVD TNV TapdpeTpo false yia va unv exteAeiton to SwordSlash moAléc popég e Eva KAk Tov
KGveL 0 TaiyTng.

5.6.3 WeaponCollider Script

Apyid Toipve TO HOVTEAD TOL YOPUKTNPO OTO TNV GKNVI TOV ALXVIO00 UE TV YPNON TOL
Player tag ko petd maipve to StarterAssetsInputs tov player, to omoio mepi€yet Tig Agttovpyieg mov
yivovtal pe To KOUpmid, pe To. omoia yepileTal 0 maiyTng TOV YOPOKTAPO, OTMG Ty TO jump, mMove,
sprint KTA.

Yty ovvéyela £ptiaga tnv OnTriggerEnter pébodo, n onoia evepyomoteital 6tav to collider
oV 6OV TOL Taly T, aKovumioet kdmolo dAAo collider. AvTo Yo VoL AEITOVPYNGEL, EVEPYOTOINGO TNV
emoyn “IsTrigger” oto collider tov 6mAov tov maiyt (PA. Evomta 4.5.5.3), to omoio tov divel
Aettovpyia trigger kat emiong To OTAO deV €YEL PLGIKN VITOGTACT, ONAOON TTEPVAEL A HEGO OO OAL
T GAAa colliders, ympic vo, Tpaképver.

Metd n pébodog OnTriggerEnter mepviel w¢ mopapetpo to collider tov aviikeyévov, to
omoio akovumice to collider Tov 6mAov. e OAa gameobject otV kv, ta omoio BempovvTar gyBpoi
Kot 0éA® dniadn vo pmopd va Toug kéveo damage, Tovg £y mpoobicel o “Enemy” tag mov
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onovpynoa (PA. Evétra 4.4.5.2), dote va avayvopilovior wg gxfpoi. Ondte péoa oty pébodo
eAéyym ov 1o collider pe t0 0010 AKOVUTIGE TO OTTAO, EYEL AVTO TO tag, MOTE VO UTOPEGE® VO, TOL KOV®
damage kot emiong eAéyyw av To input attack (dniadn av TATNCE 0 TAiYTNG TO APLOTEPO KAIK Y10, VOl
emutebel (BA. Evomra 5.6.1), dote va unv kdver damage otov €x0p6 katd Adbog, av akovumicovv ta
colliders 6tav o maiytng Kpatdel omid to omadi, yopic va enttebel). OmoTe AV 0 TaiyTNG emTiBeTan Ko
to collider tov 6mAov akovumice €va collider, To onoio €yel to “Enemy” tag, t6te koAd TV péBodo
TakeDamage am6 to Enemy script mepvavtag 1o damageValue tov émhov, dote va kv damage otov
€x0p0. Térog kavm Kot amd ed® To input attack false, dote va unv edel Tadvo amd pio eopd damage o
ex0po¢ pe pia xivnon tov 6mhov, av ta colliders akovpmnoovv katd AdBog Téve amd pio popd pe pio
Kivnon.

r(Collider other

if (other.tag == "Enemy" &5 _input.attack)
{

other.GetComponent<Enemy>() . TakeDamage(damageValue);

_input.attack = fal

Ewova 5.112: OnTriggerEnter Event

5.7 Evarioynq Zxknvav Hoyviowd (ChangeScenes Script)

A6 avtd 10 script OpTOVE OAEG TIG GKNVES TOL TToyVidloV. Méca 6To script, £y eTidEet pa
uéBodo yio TNV KAbe oKV Kot oAl POpTOV® TG okNVEG e TNV evtoAn LoadScene. Eriong povo otig
pHeBOOOVE YIOL TO AVOLYUO TWV CKNVAOV EMIAOYNG oTolyeimv yopaktpa (o1 omoiec gival devtepeg og
GEPA ELPAVIONG 6TO PEVOD), Ex® oploetl OTL Pe TNV OAAAYT T®V OKNVOV BEA® va Unv KoTaoTpEPOVTOL
70 povtéAo Tov generic rig yopoktipo kot o CharacterCustomization gameobject, enedn Oa ta
YPEWCT® KOl OTIS ENOUEVES oknVvES (He v ypnon tov DontDestroyOnLoad). Ztig endpeveg oknvég
UETE TIG oKNVEG EMAOYNG oTowyEiv yapaktipa, dev &avd npocbeca to DontDestroyOnLoad, emeidn
Ao TNV GTLYUN OV TO EPOA0 OTIG TPONYOVUEVES OKNVEG, TAPOAUEVEL GE OAEG TIG ETOUEVES GKNVEG OO
ekel ko mépa. Emiong avtog eivar £vag TpOmog Yo v LETOPEPEIS LETOPANTEG amd TNV pio. okNvr otV
GAAN, ONAadT| 0Tl peTafANTéC £xovv oAAGEEL TIUEG GE scripts To omToin )TV component Tov gameobject
TO OTO{0 £0TEIAN OTNV EMOUEVT] GKNVI], KPATAVE OAEG TIC TIUES TOVG,.

21v ovvéyela Bpiokw Kot amodnkevm to CharacterCustomization gameobject amd v oknvi,
70 omoio ypnowonold péco oty péBodo LoadGameScene, dote va amonkedow OAEG TIS EMAOYEC
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DontDestroyOnLoad(GameObject.Find("CharacterCustomization"));

DontDestroyOnLoad(GameObject .Find("human_male_model_14"));
ScenelManager. LoadScene( "HumanCustomizationBodyPartsScene");

Ewova 5.113: Dont Destroy On Load & Load Scene

TOV YOPOKTAPA, TOV EYIVOV OO TOV TTOLYTY], Y10 VO TIG POPTMOC® UETA GTNV GKNVI| TOL oty violov. Etot
KoaA® v uéBodo SaveAppearance ond to CustomizeCharacterParts script yio vo amoOnkevow to
oTolKEl0 TOV YOPOKTNPA, HETE KOA® TNV péBodo SaveArmor ond to SwitchArmorEquipment script,
Y. vo. 0moONKeVom TIC EMAOYEG TNG TAVOTAING KOl TEAOG GOPTOV® TNV OGKNVH TOL Totyvidlov. H
amofnikevon twv blendershape yivetar amevbeiog péca oty uébodo ChangeBlendshapeValue tng
CharacterCustomization class (BA. Evotnra 5.3.4.4).

characterCustomization.GetComponent<Custon CharacterParts>(). SaveAppearance() ;
characterCustomization.GetComponent<SwitchArmorEquipment>().SaveArmor();

GameScene");

SceneManager.LoadScene(

Ewodva 5.114: Save Selections & Load Game Scene

5.8 Ieprotpoen Tov Xapaktipa 10 Menu Emdoyig
5.8.1 RotateCharacter Script

AvTO TO Script ¥PNOULOTOLEITOL Y10 VO UTOPEIC VO TEPIOTPEYELS TOV YOPUKTHPA UECH GTIG
GKNVEG TOL PEVOV, MGTE VO, TOV OEIG amd TOAAEG OTTTIKEG YMVIEC.

Apyuca péoa otnv Update pébodo, mpa 1o Canvas component, To onoio 1o £Kova PEG amod
v Update avti yioa v Start uéBodo, enedn 6tav 1o script HETOQEPETAL A0 TNV Uil GKNVH OTNV GAAN
péow tov DontDestroyOnLoad, m petafinty canvas yiveton null xou petd dev umopei vo
Eavoextedeotel 1 Start Yo va TAPEL TO KOVOVUPYLO canvas ond v Tpéxovcd oknvi. Metd eréyym av
v ®Opa oV TaTtHONKE TO APlLoTEPO KK, dNAadn oto mpmdto frame mov £ywve TO KAIK, TO TOVTIKL
Bplokotav Em amd to panel Tov pevod kot tote BT ™V BitnPressedOutsideMenu bool og true. Avt
1 bool petafintm, mapapével true yio 660 KpaTd® TO APIGTEPO KAIK TATNUEVO Kol OTAV TO OQNom,
yiveton false. Ondte yioo vo LmopEcm va. TEPIGTPEY® TOV YOPUKTNPA TPETEL VO KOV® KAMK € omd To
panel Tov pevov Kot vo KpaTiom To KAK ToTnuéVo Kafdg To KouvEam Kot OTAV TO 0Pp|C® GTOUOTAEL VO
TEPIOTPEPETAL. AV KAVD KMK LEGO GTO LEVOD KOl KPATMVTOG TO KAIK TOTNUEVO PETAKIVIGM TO TOVTIKL
OTOVONTOTE, KOO KOl £E® OO TO LEVOV, TOTE O YOPUKTNPOG OEV TEPIGTPEPETAL.

Eniong 1o 6pla Tov pevod panel move otov oploviio aémvo “X”, To TPO UE TNV EVTOAN
“canvas.renderingDisplaySize.x * 0.3206”. To pevov panel midver oyeddév to 32% g 006vne, aArd
enedn ta pixel tov dEwva “X” ™ 000vNg gival avaloyikd pe v avaivon e 086vng, dev pmopodoa
va mapo pia fixed Ty yo va opicw 6t puéypt avtod to pixel Bewpeitor ott To TovTiKt givon v 61O
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pevov (emedn to 6ptlo Ba petakivovTay avdioya pe v 086vn cov), dpa TP To GLVOAIKA pixel amd
v avaivon g 006vng (n evioln renderingDisplaySize, divel Tig S106TAGELG TOV canvas ovOIAOYQ e
™V avdivon g 086vng cov) kai o moAlomiacioca e to 0.3206, dote va T 0Tl pPéEYpL Kot To pixel,
1o omoio Ppioketor mepimov oto 32% g 006vNS (w¢ mpog Tov AEwva “X’), givar To. dplo TOV PEVOD
panel, ondte POVO av KAVELG KAIK Ao €Kel KO LETA UTOPEIS VO TEPIOTPEYELS TOV YOPAKTIPAL.

if (Input.GetMouseButtonDown(@) && Input.mousePosition.x > canvas.renderingDisplaySize.x * 8.3206)

BtnPressedOutsideMenu = t
else if(!Input.GetMouseButton(@))
BtnPressedOutsideMenu = f ;

Ewoéva 5.115: Check If Mouse Was Initially Clicked Inside Menu Panel Boundaries

Yy cvvéyeln eAéyy® ov 1 petaPAnty eivan true kou petd emeEepydlopon TV peTaPANTA
rotateSpeed (otnVv omoia dive o T oo Tov inspector), MOTE 1 T TG va €ival Héca 6T OpLo. TOL
éxo opioel (0.1 pe 1) pe mv ypnon g evrorng Clamp. ‘Eznerta vroloyilo kot amodnkedm otny
petafint “mousePositionDelta”, v dtapopd peta&d g Twpivig BEong Tov TovTIKIoD Ko TG B€omg
TOL TOVTIKIOD 6TO TTponyovuevo frame (1 televtaio BEon Tov TOVTIKIOL amodnkeveToL o8 KAOe frame
oto téAog ¢ Update pebddov).

rotateSpeed = Mathf.Clamp(rotateSpeed, 0.1f, 1);

mousePositionDelta = Input.mousePosition - mouselLastPosition:
Ewova 5.116: Clamp Rotate Speed & Get Mouse Position Delta

Télog meploTpépm TOV YopakTnpa Ue v €viodn Rotate, divovtog wg mapapétpovg tov déwmva yopm
a6 tov omoio Oa mepioTpépetal (o omoiog givar o GEMVAG TOL KOLTAEL TPOG TO, TAV®, dNAOOT O
npacvog 7y’ aéwvog), Tig poipeg mov o mepiotagel kol Tov ydpo o€ oyéon ue Tov omoio Oa
neplotpépetal (world space). Emiong w¢ poipeg mepiotpoeng, divew to dot product petald tov
mousePositionDelta kot tov dEwva “x” ¢ Main Camera, 10 0moio ToAAATAAGIAL® e TNV HeTafANTh
rotateSpeed (tnv omoio avépepa Tapandvem), ®ote va puOuilo v TodINTO TEPICTPOPTG.

transforn.Rotate(transform.up, Vector3.Dot(mousePositionDelta, Camera.main.transform.right) * rotateSpeed, Space.World);
Ewova 5.117: Rotate Character

5.9 ®optwon Orov Tov Emioyov Ané To Menu Xto [Tavyvion

To SetPlayableCharacterAppearance Script givor 1o script to omoio &ivor mepacpévo g
component tavem oto humanoid rig HOVTELO TOL YAPUKTNPO GTNV GKNVH TOL TALYVIO0D Kot UECH
VTOV, QOPTOVM TIG EMAOYEC TOV £KOVE O TOLYTNG OMO TG OKNVEG TOV HEVOD, GTNV GKNVI TOVL
O VIO100.
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characterCustomization = GameObject.Find("CharacterCustomization");
characterCustomization.GetComponent<Customi haracterParts>().LoadAppearance();

skmr = GameObject.Find("Male_model_head_2").GetComponent<SkinnedMeshRenderer>();
CharacterCustomization.Instance.loadBlendshapesToCharacter(skmr);

characterCustomization.GetComponent<SwitchArmorEquipment>().LoadArmor();

Destroy(GameObject.Find("human_male_model_14"));
Ewoéva 5.118: Load Player Selections

Apykd péoo oty pédodo Start, maipve to CharacterCustomization gameobject, ®ote va
nwhpw to CustomizeCharacterParts script kot va kodéow v pébodo LoadAppearance pe v omoio
POPTOV® T GTOLYEI TOL YaPOKTAPO TOL eméhele o maiytng (avTid, KEPUTO KTA). XTNV GULVEXELN
naipvo to SkinnedMeshRenderer component and to Male model head 2 gameobject (to omoio sivat
70 KePAM and 1o modular humanoid rig HOVTELO TO YOPAKTNPA), YO, VO TEPACH TIG EMIAOYEG TMV
blendshapes. H péfodog mov mepvder ta blendshapes eivoar 1 LoadBlendshapesToCharacter tov
CharacterCustomization script, v omoio. koA®d amevbeiog péom tov Instance g singleton (PA.
Evotra 5.3.2). 'Eneita koo kot v pébodo LoadArmor tov SwitchArmorEquipment script, dote va
TEPACH KOl TIG EMAEYUEVEG TOVOTALIEG KOl TEAOG KATOOTPEPM TO generic rig LovIELO TOV YapOKTHP
(human_male model 14) and v oknvn TOL TALVIO0V, TO OTOI0 UETAPEPONKE OO TIC GKNVEG TOV
pevov pe v DontDestroyOnLoad evtoln (PA. Evomnta 5.7), dote vo vadpyel otnv GKNvhy TOL
moyvidov pévo 1o humanoid rig poviého 10 omoio Ba yewiletor o maiytmg péow TOL
ThirdPersonController.

5.10 SecondaryCustomizationHelper Script

Tnv xpnon avtov Tov script v e€Rynoo péco, oty evotnta 4.4.2.3, ondte edmd Oa eényfom
amevbeiog Tov KMOOKA TOV.

Apywcd péca omnv pébodo Awake edéyym av 1 petopAint characterCustomization gival kevi
kot TG mepvhw to CharacterCustomization gameobject. Xtnv ovvéyelew pe TV YPNoN TOL
CharacterCustomization gameobject, moipve to script mov eival mepoacuéve PESO GE OVTO TO
gameobject, 0tov ovtd TO gameobject petapepBel otV TPEYOLGO OKNVI UECH TNG EVIOANG
DontDestroyOnLoad (BA. Evémra 5.7), ko kodd T1c otdpopeg pedddovg yioo v aAiayn Tt@v
GTOWEI®V TOV YOPOKTAPO, TOV YPOUATOV KOl TOV TovOTAI®V. Avtég ot uébodotl petd Ba kKAnbodv
péoa amd ta kovpnmd oto GUI tov oknvedv Tov pevoy. X1y ovcio dnpuovpy®d pebddove ot omoieg
Opovv ®¢ UeGAloVTEG Yo TNV KANGY TOV KOVOVIKGOV HEBOd®V amd To. avTioTolyo SCripts, yio TOvg
AOyovg oL avépepa oty evotnta 4.4.2.3.
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Kepalaro 60: IMapdocrypo Xpniong Hayviowov amd Haiytn
6.1 Ewoayoy

Xe avTo TO KEQAANLO dived Evo TaPAdELYIL XPNOTG TOV Toy VIS0 amd TNV HEPLE TOV TTaiyTh,
dnAadn O6tav avoiyet To Toyvidt yio va wai&et Kot Eny® Toug YEPLGHOVS TOV oty vidlov. To Kepdaiato
€lval YOPIOUEVO GE EVOTNTEG Yo KAOE OKNVI TOV O VIS0 OV TEPVAEL O TOLYTNG.

6.2 Xxknv Emoyng ®vig Xapaxktipa

| . =

xnvn Emioyng M]g

Ewdva 6 : )y

Avolywovtog To motyvidl, 0 TaiyTng UTaivEL 6TV GKNVH TG EMA0YNG yapoktipo. Exel vndpyet
apLoTEPA TO HEVOL Kot 0e&d 1 086vn e tov yopaktipa otov onoio mailel éva Idle animation. Méoa
670 pevov vrdpyovv 5 kovpmd (Human, Elf, Demon, Beastmen, Fishmen), pe ta omoia emAéyeig v
(QULAN TOL YOPOKTNPO cov. MOMG eMALYEIC pict PLAT] POPTOVOVTOL CLTOUATO KAUTOW TUYaio oTolyEln
ue Paon v euAn mov enérelec (anTid, Képota KTA). Av EOVOTOTNGELS TO 1010 KOLUTl piog UANG oAl
aAralovv ta Tuxoia ototyeio Tov yapoktipa. Emiong av motoelg 1o apiotepd KAIK TOV TOVTIKIOV,
péca oty 00ovr e Tov Yopaktipa (v Tathoelg péoa 6to panel tov pevod dev Agrtovpyel) Kot To
KPOTNOELS TOTNUEVO, UTOPEIG VO KOVVIOELS TO TOVTIKL Y10 VO TEPIGTPEWYELG TOV YOPUKTPO MDOTE VO
ToVv Og1g KaADTEPA. AVTO YiveTal og OAeg TIG oknVvES Tov pevoD. TELog ool emAEEELG TNV QUAT OV
0éherg Tatdg oto kovumi Next yio vo TpoywpicES GTO ELOUEVO LEVOD.

6.3 Xknv Emioyg Xroyciov Xapaxktipa

Y& auTNV TN OKNVI EMAEYELS TA OTOLXEID TOV YOPAKTPA AVAAOYQ [LE TNV QLAY TTOL dtdAeec.
Av dudhe€eg my demon pmopeig va aAAGEelg dtdpopa avtid Kot képota (képata £xel udévo o demon).
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Méoa oto pevod vdpyovv oty apyn Kamola kovpumid mov ypapovv Next kot Previous pe to
omoia aAMALElC Geplakd To LOVTELD TV GTOLYEI®V TOV YopakTipa () 6Tov demon VEGPYOVY TPMTA,
T OVTIG KO PETA TO KEPOITO) KoL TOTAOVTOG TO KOVUTLA TOG UTPOG Kol TO® 6T LOVTEAN. MEeTA amd
Kétw vrépyovv ta color palettes, pe pepikd YpOUOTA YO TNV OAAXYT TOV YPAOUATOS TOL SEPUATOS 1|
TOV LOTIOV KOl TOTOVTOG KATO0 YPMLUO, EUQOVILETOL TO YPOU0 TOL TATNCEG TAV® GTOV YOPUKTNPC.
Otov emAé€erg to otoryeia Ko o ypopote mov 0élelg matdg oto kovunmi Next kdtw o0&l yuo va

MEPAGELC GTNV EMOLEVN GKIVT].

A

Halr

Ears

Horns

Skin Colors

Iris Colors

Hair Colors

Ewobva 6.2: Zxknvi Emthoyng Zroyeiov Xapoktipa

6.4 Xxknvij Awupopomong llpoocdnov Xapaxtipa
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Cheek

Cheekbones

Chin Width

Chin Height

Chin Depth

Nose Bridge
Nose Bridge Width

L

Nnca Nanth y i
Ewova 6.3: Zinvi Awopdpowong Ipocodmov Xapaktipa

Y& auTn TNV oKNvN &ivatl To pevod yio TNV SLoUdPE®GT TOV TPOCHTOV TOL YopakTnpa. Edd
vapyovv cvvoro 18 sliders yia didpopa onpeior Tov Tpocmmov. Kabe slider €xel to value tov otnv
péon mov egivar 1o default poviého tov yoapaktipa. o vo deig OAeg TG emAOYéC Tpémel vo
petaxwvnoelg to scrollbar tov pevoo eite emAéyovrag v scrollbar pe 1o mOVTiKL Kol LETOKIVAOVTAG TNV
mhve Kot N pe v xpnion tov mouse wheel. Kata kopro Aoyo, petakivavrag ta slider mpog ta
apotepd aAralovv o avtictoly o oNUEln TOL TPOGHOTOL TPOG T PEGH (POLELOVVTAL) KOl OTAV TO
petaxvelg Tpog to 8e&d aAAG{ovV T aVTIoTOLY0 OMUEID TOV TPOGMOTOV TPOG To £E® (POVGKDVOLV).
Av my emiééelg 1o slider yio ta pdyovAo Kol TO HETOKIVAGELS TPOG TO OPLOTEPE TA UAYOLAN
POLPLOVVTAL TTPOC TO. PEGT, EVD OV TO PETOKIVIGELS TTPOg TO Oe€Ld, To HAYOLAD, POVCK®MVOLY. A@oD
SLUOPPDGEIS TO TPOoOTO NG To OéAelc, umopeic va mathoelg To kovumi Next kdtw o0&l otnv
006vn TOoL YOPOKTAPO YO VO TOG OTO ENOLEVO LeEVOD 1| av Beg pumopeig va yupicelg 6To TponyovLevo
uevov, pe to kovuni Previous wov Bpioketal kGTm aplotepd oty 006vn UE TOV YOPaKTHPA.

6.5 Xxnvi Emioyng Povyov Xapaktipa

e 0uTd TO LEVOD YIVETOL 1) EXAOYN TNG TTOVOTTALD TOV YOPOKTHPA. APYIKGE UTAIVOVTOGC GE OVTO
70 pevol M Kapepa petaxveitol opaAd mpog Ta EE® Yo va dglg 0AOKANPO ToV Yapaktnpo. Agld amod
70 pevol vrdpyet éva tab pevol pe 5 kovpmid. Kabe éva and avtd ta kovpmid aAraletl o pevod oto
avtioTotyo onpeio Tov cdpatog. To Kovpumd avTd (To omoin £X0VV Kol TO OVAAOYO E1KOVIO0) glval TO
Kovpumi Tov og el 6to pevov pe ta helmets, to kovpni pe ta Chests, 1o kovuni pe ta Gloves, 10
kovpmi pe o Pants kot to kovuni pe ta Boots. And avtd to LevoD TO TPOEMAEYUEVO LEVOD gival TO
Helmets.
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2y ovvéyela kébe pevov €yetl péoa tov 2 kovumd Next kot Previous, pe ta omoia pmopeic va
aALGEELS oelplakd To. JPopo. LOVTEAD TV TovomAlmy, kot €va Grid pevod mov €xel OAeg TIC
movomAieg pall Le TO €1KOVIO0 TNG AvTioTOYNG TAVOTAING, MOTE VL PUTOPEIS VoL T LG KAADTEPO Kot
va emié€elg. Méoa oto Grid pevov, og mpdn default emAoyr| etvor o KOppATL TOLV GOROTOG XWPIG
Koo TavomAio Kot pTopeic va TNy aAAdEels Tatdvtog ta kovpmid tov Grid pevoo.

Chest L
| @
=

T

—

Ewodva 6.4: Zxknv Emthoyng Podywv (Full Body View)

Emumhéov, vmapyet éva checkbox mévem oty 006vn (0e€ld and 10 LEVOV), TO OmOi0 YPAPEL
Focused View kot eivar amevepyomomuévo. Otav avtd to checkbox eival oamevepyomomuévo kot
aAralels Ta pevod pe ta tabs, n kdpuepa mopapéverl va delyvel OAOKANPO TOV YOpaKTpa. AV OU®G TO
emheelg, 10t e kaOe tab mov oAAalels, peToKveiTal Kot 1) KAPEPO OTO OVTIOTOL(O GMUEID OO KOVTA
MOTE Vo O€1g TO onueio mov vrovelg kaadtepa. Otav 0AOKANP®OELS TIC ETAOYES GOV TTOTAG TO KOV
Play yw va pmeic péoa oto maryvior 1 ov 0élelg pumopeig va matfoeglg 1o kovuni Previous yuo va
EMOTPEYELS GTNV TPONYOVLEVT] GKTVT].

6.6 Xxknw] oy viowov
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Ewova 6.6: Game Scene With Created Character

Mrnaivovtag 6TV GKNVR TOL TOLXVIO00 QOPTMVETUL O YUPOKTNPOS WE TIS ETIAOYEC 7OV
emélete o maiktng Ko pe éva omabi oto yépt. ['o va KOUVNGELS TOV YOPAKTPO YPNCLOTOOVVTAL TA
aaktpo "WASD" kot yia vo tndnéelg to mAnktpo “space”. Emiong pmopeig va tpé€eic mo ypryopa
KpotovTog Totnuévo to “shift” kai ywo vo enttebeic pe 1o omabi TaTdg T0 0PLoTEPO KAIK GTO TOVTIKL.
Méoa omv oknvi vrapyovve pepwkoi gxfpoi ot omoiol Tpryvpvdve oe ddpopa onueio Tov yop™.
Otov TAnodoelg kovtd og Evav gx0pd o exbpdc oe aviyvevel kot apyilel vo TpEYEL Kol va. 6 KOUVIYAEL
MoMg ptaoet Kovtd cov apyilel va cov emitiBeton kon dpo amopakpuvielg apketd and tov exfpo oe
yéver ko apyilel miA amhd vo TpLyvpvaEl Peg ot oknvi|. AV TOTNGELS TO OPIOTEPO KAIK Yo vV
emtebeic kot 10 omafi cov akovumnoelg Tov gxBpd, o exbfpog tpmdel damage Kot pewwvetor To Health
oV pEYPL va eTdoel ato Pnoév omov mebaivel. Emiong otav mebaivel o exBpog onpuovpysitat yio dvo
devteporenta éva slow motion effect.

Kepaiarwo 70: Ilpotdaoeis fertioong

Y& aUTO TO KEQOAULO OVOPEPD UEPIKEC TTPOTAGELS PeATimone Tov Tayvidlos, Tig omoieg dev
mporofa vo mpochicm Kot ot omoies glvar o €ENG:

*  H dnpovpyia evog apyikod pevod to omoio Oa éxel tnv emdoyn Create character 1| Tnv emAoyn
mov Aéet play otnv onoia Oa pumaivels 6to Taryvidl, EMALYOVTOG £vay YOPAKTIPO TOL EXES NON
otidéel. H 006vn emhoyng vmapy@v yopoktipa, Bo propovce va Exel OAOVG TOVG YOLPOUKTIPES
OV €YELG OMLLOVPYNGEL GTNV GEIPA Y10 VO UTOPEIG VAL TOVG PAETTELS KOl VOL ETAEYELS.

*  H dnuovpyia unyoviopoo ya vo propeic va Palelg to 6mho otnv Bnkn tov Kot va 1o Pydlelc,
KaOdC Kot vo, aALGLEIG 0€ SL0POPETIKG OTTAN OTT®G TT.Y. AdPL, TOEO Kot To. AOITA.

*  H mpocbnkn nyntikodv epé otov €xBpod m.y. 6tov Tpodel damage 1 dtav mebaivel.

*  H mpocOnkn ontikdv epé Onmg m.y. aipa.
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e O gumhovtiopds Tov TEPPAAAOVTOG TV CKNVAOV Kol 1 XPNOT SPopeTIKoD TEPPAAAOVTOG
Yo KaOe SlopopeTIK) VAN T.Y. To ZE@TiKA vo £xovv background éva uépog mov va Bouilet
oA EoTikdv, ot beastmen va €yovv g background éva ddcog, ot daipoveg va EpBovv mg
background éva ckotevd pépog kot ta Aoud.

* H Beitioon tov Enemy Al, ®ote va aviyvevel 0TOV UTEIS GTO OTTIKO TEDTI0, KBMG Kot [IE TOV
NYO KOl OTOV GE YAGEL OO TO OMTIKO TOL TMEGI0 Vo EpYETOL oTNV TEAeLTain Tontofesia Tov og
€l0€ ka1 vo g yayvel ekel.

*  H mpocbnkn face animations otov maiyt pe v ypnon tov blendshapes.

*  H npocOnkn physics ota LoAAd Kot TIG 0VPEG, MOTE VO, KOLVIOVLVTOL.
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