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NMPOAOIOX

Baoikog oT1dX0G TnNG TITUXIOKAG €pyaoiag eivalr n  dnuioupyia €vog
argoo@aipikoU Traixvidiou 3 diactaoewv (3D) TTou dladpaparifeTal 0 TTPWTO
TTPOOWTIO, TO OToi0 Ba avatTuxBei oTnv TTAATEOPPA AVATITUENG TTAIXVIOIWV
Unreal Engine 4 kupiwg e Tnv Xpnon Blueprints. To traixvidl arroTteAcital amd Tov
BaoIKG PG TTaiXTn TOV OTToi0 XEIPICOPaOTE Kal BAETTOUNE PEOO ATTO TA PATIO TOU
(TTPWTO TTPOCWTTO) TOV KOO0 Tou TTaixVIdIioUu. H uhotroinon €xel yivel Je TV Xpron
oevapiou Kal e¢eAicoeTal oeiplaka (sequence). ‘Exel 606¢i peyadAn Bdon oto dpdua
KAl TNV aywvia Kal auto €XEl ETTITEUXOET UE TO TUVOAIKO TTEPIEXOMEVO TOU TTAIXVIOIOU
OTTWG o1 diIdAoyol, o1 fixol atrd 1o TTEPIBAANAOV N dIGdpacr] he Ta avTikeEipeva. Méoa
amé 10 TOgIdI TNG uAoTroinong Tou Traixvidlou Ba  avakaAUwoupe O0EG
TTEPICOOTEPEG ATTO TIG TITUXEG TNG OUYKEKPIMEVNG TTAATOOPHAG PTTOPOUME, OTTWG
epyaAcia, TTAeoVEKTANATA KATT. ©a TTpOOTTaBCOUNE va dWOoOoUUE aTTdvTnon Kal o€
éva TTOAU onuavtikG epwTtnua, €av TeAIKA n Unreal Engine €ival 10 KardAAnAo
EPYOAEIO, TO OTTOIO CUYKATAAEYETAI OTIG DUVATOTEPEG TTAATPOPUES TOU €idOUG TNG,
yla tTnv avamrtuén maixvidiwv. To péyebog kal ol duvartotnteg eivar oxedov
ATTEPIOPIOTEG PE JOVO YVWHPOVA TNV ONUIOUPYIKOTATA KAl TNV QAvVTaoid.

MPpoowTTIKOG OTOXOG €ival n ATTOKTNON YVWONG, EUTTEIPIAG TTAVW OTNV
avaTrTuén TraiXvidlwv Kal n PMEANOVTIKA evaoxoAnon oe emTayyeAUATIKO ETTITTESO.
Emiong amoTteAoloe Kal TTPOCWTIIKO OToiXNuUa n dnuioupyia &vog TETOIOU
TTaIXVIBIOU divovTag pou Thv wlnon kal Tnv empBeaiwon 1Tou Xpelalououy yia
QUTA TTOU £TTOVTAI.
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NEPIAHWH

2€ QUTAV TNV TITUXIOKA €pyacia Ba ava@epBoUPE OTIC PNXAVES TTAIXVIOIWY
Kal €10IkOTEPA OTNnV I0Topia TG Unreal Engine kal Tnv TTopeia TG ammd apxn TS
dnuioupyiag péxpl To onuepa. Emiong Ba avagepboupe oTI¢ duvaTOTNTEG KAl OTA
epyaAeia Tou TTapéxovral, divovrag BAon KUpiwg o€ AuTd TTOU XPNOIYOTToINBNKav
ME TTPWTAYWVIOTA TNV Xpron Blueprints yia Ta otroia yivetal eKTETAPEVN avagopd.
Mikpy avagopd 6a vyivel kar ota BondnTikd Trpoypduuata (Blender, World
Machine) TTou xpnoigotroienkav yia tnv dnuioupyia 3D povtéAwv, texture,
Terrain KATT. YTTApxel OAOKANPO UTTOKEPAAQIO OTO OTT0I0 avaAUOUWE TNV opoAoyia
TnG Unreal Engine 4.

‘Etreita ouveyiCoupe pe TRV Avdarrtugn tou traixvidiou, atro Tnv dnuioupyia
TOU project, Tou terrain ka1 TNG UONG UE TO epyaAeio foliage, Tnv emmegepyaaia Tou
XAPOKTAPQ TTPWTOU TTPOCWTTOU, dNUIoUPYIa TWV PEVOU £WG KAl TOUG OTOXOUG YIa
TOUG OTTOIOUG VYIVETQI EKTETAMEVN AVOPOPA, TA KEVTPIKA OTOIXEIO OTTWG TO OTIITI
aAAG kail didgopa akoun 6TTwG components, cinematics kai player dialogues.
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KE®AAAIO 1: EIZArQrH

H 1otopia Tou TraixvidioUu AauPAvel xwpa OTO TIATPIKO OTTTI  TOU
TTPWTAYWVIOTH TO OTTOI0 BPioKETAI O€ Wia opeIvh TTEpIoX avdapeoa og Bouvd, ddon
Kal Aipveg. To TeAeuTaiO dIAOTNPA OEV UTTOPEI VA ETTIKOIVWVNAOEI UE TOV TTATEPA TOU
KOl QVNOUXEI yIa eKEiVOV TTaipvovTag €101 TNV AtTo@acn va udabel Tt cupBaivel Kal va
Tov emoKeQTel. Pr1dvovrag apxifel va avarmmoAei Ta TAIBIKA Tou  XPOvia
Baupddovrag TTapaAAnAa 1o ToTTio. ApXIKA avalnTei TPOTTO va PTTElI OTO OTTITI OIOTI
Oev €xel 0 i010¢ KAEIDI, BupATal OUWG OTI O TTATEPAG TOU EiXe €va DEUTEPO KAEIDI
Méoa oTnv BAapka Tou. AQou Bpel To KAEIDI KAl YTTEI OTO OTTITI WYAXVEI OTOIXEIA VIO TO
TI UTTOPEI Va €Xel oUPPBEi oTov TTATEPA TOU. Bpiokel TO NUEPOAGYIO TOU, HIa OEAida
ato éva BIPAio kal olyd olyd KaBodnyoupuevog atrd 0TI €XEl avOKOAUWEN GTAVEI TTIO
KOVTA oTnV aAfB€Ia Kal TO JUOTAPIO TTOU KUpPIEUEl TRV OTTNAIG 0TOo Bouvd. Katd tnv
OlGpKeEIa TNG avdpfaong TTPog TNV OTTNAIG UOVOAOYEI I0TOPIEG TTOU TOU €iXE TTEI O
TTATEPAG TOU OXETIKA WE TNV OTTNAIG KOTA TNV JIAPKEID TOU DEUTEPOU TTAYKOOUIOU
TTOAEPOU KAl TTWG O OTPATOG PE TTPOPACT TNV TTPOCTACIA TWV TTONITWY OPPAYICE
TNV €icodo TnG. MTtraivovtag otnv oTTNAIG avakaAUTITEl OTI KATI {WvTavO UTTAPXEI
Kal OTI KATI TTOAU KakO €xel oupBei. PTAvovTag TTpog To TEAOG TOu TTaIXVIOIoU
QVOKOAUTITEl TO OWHPO TOU VEKPOU TIATEPA TOU KAl OAOKANPWVETAI TO TTPWTO
KEPAAQIO TNV 1I0TOPIAG.

MNa TNV UAOTTOINCN TNG TITUXIOKAG €PYACIOG XPNOIYOTTOINCANE TNV PNXAVN
ypagikwv Unreal Engine 4 otnv €kdoon 4.18.2, 1o Blender 3D Creation Software
TO OTT0i0 €ival dwpedv Kal avoixTou kKwdlka kai To World Machine 3D Terrain
Generator.

H epyaoia yia Tnv KaAUTEPN KATAvONon TNG £XEl XWPIOTE 0€ 5 kKepAAaia. To
TTPWTO KEPAAQIO TTEPIEXEI TA EI0QAYWYIKA, OTO OEUTEPO YIVETAI MIA EI0QYWYI OTNV
YEVIKOTEPN £VVOIOG MIOG MNXOVAG YPOPIKWY Kal avaAugl tnv 1otopia tng Unreal
Engine. To 1piTo KEQA&AQIO KAveEl AGyo yia Tnv TTAAT@OpUa avatrtuéng tng Unreal
Engine 4, avaAugl 6poug Kal TTEPIypA®el TO ypa@ikd TTepIBAANOV €pyaciag. ZT0
TETOPTO KEPAAQIO YiveTal €KTEVAG avAAuon Tng avamrtuéng Tou Traixvidiou
AETTITOPEPWG YIO KABE OUuCTATIKO EeXxwpPIOTA. TEAOG OTO TTEUTITO  KEPAAQIO
UTTAPXOUV Ta CUPTTEPACHATA.

EmmAéov 0TOXOG TNG CUYKEKPIPEVNG TITUXIOKAG €pyaciag gival va dwaoel
KivnTpa 0€ €TTOPEVOUG QOITNTEG VO AOXOANBOUV PE TO QVTIKEIMEVO TNG avATITUENG
TTaIXVIBIWY, KAGDOG TToU BPioKETAl 0€ XOUNAO ETTITTEDO OTNV XWPEA PO Kal avOileEl
0€ XWPESG TOU EEWTEPIKOU.
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KE®AAAIO 2: GAME ENGINE & UNREAL ENGINE

2.1 Th gival gia pnxavi maixvidiou;

Mia pnxavry TTaixvidiou €ival €va ouoTnPa AOYIOWIKOU OXEQIOOUEVO YIa TN
onuioupyia kalr TNV avamTuén BivieoTraixvidliwy. YTTAPXOUV TTOAAEG HUNXAVEG
TTAIXVIOIWYV Ol OTToieg  €ival  OXEDIOOPEVEG va  OOUAEUOUV  O€  KOVOOAEG
BIvTEOTTAIXVIOIWVY KOl AEITOUPYIKA CUCTAMATA ETITPATTECIWY UTTOAOYIOTWY OTTWG TA
Microsoft Windows, 10 Linux, kai To Mac OS X. H KevTpikr] A&ITOupyIKOTNTA TTOU
TTOPEXETAl  TUTTIKA ATTO IO PnXavh  TTaixvioiou  TTEPIAQUPBAvEl  pia  pnxavi
ewtoatrodoons ("renderer") yia 2D i 3D ypa@ikd, Hia pnxavr) QUOIKAG i
EVTOTTIONOU ouykpouoewv (collision detection, kaBwg kai collision response), fixo,
scripting, animation, TexvnTtr} vonuoouvn, dIKTUwWON, streaming, diaxegipion PvAung,
vApata (threading), utmooTApIEN TOTIKOTIOINONG, Kal éva ypd@o OKNVAG (scene
graph). H diadikagia TG avamtugng traixvidlou ouXvAa OIKOVOUIKOTTOIEITAl hIE TO OTI
oc peyAGAO MEPOG N idla  pnxavr TTAIXVIOIOU  ETTAVOXPNOCIYOTIOIEITAl YIO VO
OnuioupynBouv dIaQOPETIKA TTaIXVidIa.

O1 unxavég TTauxvIOIWV TTAPEXOUV HIA OOUITA OTITIKWY EPYOAEIWV AVATITUENG
EKTOG aTTO ETTAVOXPNOCIYOTIOINCIKNA OTOIXEIO AOYIOUIKOU. AUTA Ta €PYOAEia YEVIKA
TTapExovTal o€ €va OAOKANPWUEVO TTEPIBAANOV QVATITUENG WOTE va KaBioTouv
IKavA TNV aTTAr, ypriyopn avamrtuén maixvidiwy Pe Eéva odnyoUuuevo atmo dedouéva
TPOTTO. AUTEG OI unxaveég Traixvidiwyv ouxva kahouvtal "game middleware" etreidn,
OTTWG ME TNV EPTTOPIKA  €vvold TOU OpPOouU, TIAPEXOUV MIA  EUENIKTN KOl
ETTAVAXPNOIKMOTIOINCIUN TTAATQOPUA AOYICHIKOU N OTToia TTAPEXEI OAN TNV KEVTPIKN
AEITOUPYIKOTNTA TTOU ATTAITEITAI, APNECWS €W ATTO TO KOUTI, yIa TNV avdAaTITUgn HWIOG
EQPAPMOYNAG TTAIXVIBIOU EVW TAUTOXPOVA HEIWVEI TO KOOTN, TIG TTOAUTTAOKOTNTEG, KAl
TO Xpbvo péEXPl TNV ayopd (time-to-market) — OAoI KpioIgol TTOPAYOVTEG OTNV
UYNAG avTaywvioTIKA Blopnxavia BIVIEOTTAIXVIDIWV.

O11wg GAAeG AUoeig middleware, ol unXavég TTaIXVISIWY ouVRBWGS TTAPEXOUV
MIa a@aipeon TNG TTAATQOPUAG, EMTPETTOVTAG OTO D10 TTaIxVvidl va TpExEl O€
O1GQopeS TTAATPOPPEG CUUTTEPIAQUPBAVOUEVWY TWV KOVOOAWV TTAIXVIOIWVY KAl TWV
TTPOCWTTIKWY UTTOAOYIOTWV HE AiYEG, av Ox1 KaBOAou, aAAayEG OToV TTYAio KWAIKA
TOU TTaIXVIOIoU. Zuxvd, To middleware traixvidioU oxedidleTal Ye pia Baoiopévn o€
OTOIXEIA APXITEKTOVIKI N OTTOIQ ETTITPETTEI OE€ CUYKEKPIUEVA CUCTANATA OTN UNXavi
va avTIKOTAoTABOoUV 1 va eTTEKTAB0UV PE TTIO €EEIBIKEUMEVA (KAl OUXVA TTIO akpIBd)
oTtoixeia middleware 6mmwg 10 Havok yia @uaoikr, To FMOD yia ixo, ; To Scaleform
yia Ul kai Bivreo. Mepikég pnxavég tmraixvidiwv oTTwg n RenderWare eivair kai
AKOUN OXEDIAOMEVES WG HIa OEIpd XaAapd ouvdedepévwy oToixeiwv middleware Ta
OTTOia  MUTTOPOUV VA ouvduaoTouv KaTd PBouAnon yia Tn dnuioupyia dIag
TTPOCOPUOCHEVNG UNXAVAG, QVTi yId TNV TTIO KOIV TTPOCEYYION TNG ETTEKTAONG N
TNG TTPOCAPHOYAG MIO EUENIKTNG EVOWMPATWHEVNG AUong. Me otrolodATToTE TPOTTO
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KAl QV N ETTEKTACIYNOTNTA ETTITUYXAVETAI, TTAPAPEVEI I UWPNAR TTPOTEPAIOTNTA OTIG
MNXOVEG TTaIXVIOIWV AOYW TNG €UPEIag TTOIKINIOG XPHOEWV YIO TNV OTTOIEG AUTEG
epapuolovtal. Mapd TNV OUYKEKPIPEVN €vvold TOU OVOPATOG, Ol  UNXAVEG
TTAIXVIOIWV CUXVA XPNOIYOTTOIoUVTAl YiIa GAAa €idn OIadPACTIKWY EQAPUOYWY HE
TTPAYMATIKOU  XPOVOU  YPOAQIKEG OTTAITAOEIS  OTTwG  €mMIOEIEEIC  PAPKETIVYK,
QPXITEKTOVIKEG  OTITIKOTTOINOEIG, EKTTAIOEUTIKEG €EOMOIWOEIG, Kal TTePIBAANoOvVTa
povTeAOTTOINONG.

MepIKEG uNXAVES TTAIXVIOIWV TTAPEXOUV HOVO IKAVOTNTEG YwToaTtédoons 3D
TTpaydaTikou xpoévou (real time 3D rendering) avti Tng eupeiag yKAPOG
AEITOUPYIKOTNTAG TTOU QTTAITEITAlI ATTO Ta Traixvidia. AuTéG ol unxavég Baaifovral
oTov  OnuIoUpyd Tou TTaiXvidlou va €QOpUOCEl TO UTTOAOITTO QUTAG NG
AEITOUpYIKOTNTAG A va To ouvBéoel amd AANa oToixeia middleware Traixvidiou.
AuTOU TOU TUTTOU OI NXAVEG YEVIKA aQvA@EPOVTAIl WG «KMNXAVA YPAPIKWV», « INXOVA
rendering», ] «unxavr] 3D» avTi yia TOV TTI0 TTEPIANTITIKO OPO «KNXavhA TTaIXvidlou».
QoT1600, auTh N opoAoyia xpnoidoTrolEiTal avakOAouBa KaBwg TTOAAEG TTANPEIG O€
XAPOKTNPIOTIKA pNxavés 3D TTaixviOlwy ava@épovTal ammAd WG «PnNXaveg 3D».
Mepikd  TTapadeiyyara  Pnxavwy  ypo@ikwyv  givar ol €€NG:  RealmForge,
Truevision3D, OGRE, Crystal Space, Genesis3D, Irrlicht kai JMonkey Engine. Ol
MOVTEPVEG UNXAVEC TTAIXVIOIWV I YPAPIKWY YEVIKA TTapEXouV éva scene graph, o
OTTOIOG  €ival HIO  QVTIKEINEVOOTPAQG avatmapdoTtaocn Ttou 3D kdopou TOU
TTaXVvIOIOU N OTToia OUXVA ATTAOTTOIE TOV OXEDIQOUO TOU TTaIXVIOIOU Kal UTTOPE va
XPNOoIPoTToINBEI yIa 1110 aTTodoTIKO rendering TEPACTIWY EIKOVIKWY KOTHWV.

A@aipeon UAIKOU

Mo ouxvd, or 3D pnxavég 1 Ta ouoTAuata rendering OTIC PNXAVEG
TTaIXVIBIWV KaTtaokeudlovtal Tavw o€ éva APl ypagikwy, OTTwg Ta Direct3D A
OpenGL, TO OTT0i0 TTAPEXEI MIA APAIPETIKOTATA AoyiopikoUu TNG GPU 1 TG KApTag
Bivreo. BIBAI0BRKeS xaunAou emitrédou OTTwg Ta DirectX, SDL kal OpenAL €tTiong
XPNOIMOTTOIoUVTal CUXVA O€ TTauXvidla Kabwg TTapéxouv TTpOoRacn avegapTnTn
atrd T0 UAIKO 0¢ GAAO UNIKO TOU UTTOAOYIOTH OTTWG OUOKEUEG €10000U (TTOVTIKI
(uttoAOYIOTEG), TTANKTPOAGYIO Kal joystick), kapTeC BIKTUOU Kal KAPTES fxou. lMpiv
atod Ta emTaxuvoueva atrd 1o UAIKG 3D ypagikd, gixav xpnoiuotroinBei renderers
AoyiopikoU. To rendering AoyioMIKOU akOUQO XPNOIUOTTOIEITal O0€ KATTOIO €pYyaAcgia
MovTeAoTToiNOoNG N yia €IKOveS akivnta rendered otav n OTITIKI AKPIBEIA aTTOTIMATAI
TTAVW aTTd TNV £TTI000N TTPAYUATIKOU XPOVOU (KOapE ava OEUTEPOAETTTO) 1l OTAV TO
UAIKO Tou uttoAoyioTry 6ev ouvavtd ammaitioelig OTTwe utrooTipiEn shader i, otnv
TTepiTTwon Twv Windows Vista, uttooTrpién yia to Direct3D 10.

Me Tnv avatoA TG €mITaXUvOUEVNG atmd TO UAIKO €TTEEEPYATIag QUOIKNG,
d1agopa API @uaoikig 0TTwe To PAL Kal o1 eTTeKTA0EIS QUOIKAG Tou COLLADA (u1ag
AvTaAAGKTIKAG HOP®NG yia 3D oToixeia) €yivav dIaBEciua yia va TTaOPEXOUV HIa
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AQAIPETIKOTNTA AOYIOMIKOU TnNG HOVAdAG ETTECEPYATIOG QUOIKNG OIOPOPETIKWV
TTapoxwv middleware kal TTAATQOPUWY KOVOOAWV.

loTopia

Mpiv ammdé TIG uNXAvéS TTaiXVIOIWY, TA TraixXvidla TUTTIKA ypApovTav wg
MovadikéG ovtOTNTEG: €va TTaixvidl yia 1o Atari 2600, yia TTapadelyua, ETTPETTE Va
oxedlaoTei a1rd T0 PNOEV yIa va KAvel BEATIOTN XPAoN TOU UAIKOU EJQAVIONG — QUTH
N KEVTPIKI POUTIVA EUPAVIONG ORUEPA KAAEITAI TTUPAVAG ATTO TOUG dnUIoUPYoUg
retro. AAeG TTAATQOPUEG €ixav TTEPICCOTEPA TTEPIOWPIA, OAAG aKOUA Kal 6Tav n
eMeavion Oev ATV PEPIMVA, OI TTEPIOPICPOI  PVAPNG OuvhRBws ocautToTapav
TTpooTTdbeIEG yia Tn dnuioupyia TNG Papidg oe dedopéva oxediaong Tou Mia
pnxavn atmairovoe. AKOUA Kal € O QIANIKEG TTAATQOPUES, TTOAU Aiya pTTopoucav
va XpnoigotroinBouv avaueoa og traixvidia. H yopyn avamtuén Tou arcade uAIkou
— 0 aKpoywviaiog AiBog TG ayopdg — orjuaive OTi TO HEYOAUTEPO PEPOG TOU KWOAIKA
Ba £mrpette va TreTaxTeEl YETA €101 KAl OAAIWG, KOBWG Ol PETOAYEVEOTEPEG YEVIEG
TTAIXVIOIWV Ba XPnoIyoTroloucav TEAEIWGS DIAPOPETIKEG OXEDIATEIS TTAIXVIOIWV Ol
oTToieG eKUETAAAeudvTOUCQV ETTITTAEéOV TTOPOUG. [lapOopoiWG, OI TTEPICTOTEPES
oxedlaoelg aixvidiwyv Tn dekaeTia Tou 1980 oxedidlovrav diapéoou evog OKANPdA
KWOIKOTTOINMUEVOU GUVOAOU KAVOVWY HE HIA PIKPR TTOOOTNTA OEQOUEVWYV ETTITTEDOU
KAl YPAQIKWV.

H TtpwTtn yevid pnxavwy YpoeIKwy TpiTwv Pepwv 1 renderers
KuplapyxouvTav atrd TpeIg TTaikTeg: TNV BRender amd tnv Argonaut Software, tnv
Renderware atmé Tnv Criterion Software Limited kai tnv Reality Lab Tng
RenderMorphics. H Reality Lab itav n taxutepn atmd TIC TPEIG KAl ATAV N TTPWTN
TTOU avaAqebnke o€ pia €mOeTIKA Kivnon TG Microsoft. H opdda T1ng
RenderMorphics, o1 Servan Keondjian, Kate Seekings kai Doug Rabson,
OKOAOUBWG TTpoOoXwpPnoav oTo gyxeipnua NG Microsoft To OTToi0 PETETPEWE TNV
Reality Lab oto Direct3D, 1piv o1 Keondjian kai Rabson ¢@uUyouv yia va ¢ekiviioouv
Mia GAAN eTaipgia middleware Qube Software. H Renderware 1eAIKG ayopdoTnke
ato Tnv EA.

O 6pog «unxavn TTaixvidiou» APOE OoTNV ETTIPAVEIQ OTA PECA TNG OEKAETIOG
Tou 1990, €18IKA CUOXETIOPEVOG PE TA TTaIXVIdIA TPIWV dlaoTAoEwy, OTTwG Ta First
Person Shooter (FPS). (Acite €mmiong: pnxavh BoAwv TTpwTou TTPOCcWTTOU). TooN
ATav n ONUOTIKATATA TwV OelpwVv TTaixvidiwv Doom kai Quake Ttou, avrti va
OouAéywouv atd undevikr Baon, aAAol dnuioupyoi TMpav AdeIa yia Ta KEVTPIKA
KOMMATIO TOU AOYIOWIKOU Kal oxediaoav Ta OIKA TOUG YPAPIKA, XAPAKTAPES, OTTAQ
Kal ETTITTEDQ — TO TTEPIEXOUEVO TOU TTAIXVIOIOU» A TA «OTOIXEIQ TOU TTaIXVISIioU». O
OIOXWPICHOG TwV EIBIKWYV yIa TO TTaIXVvidl Kavovwy Kal dedopévwy atrd PBaoIkES
EVVOoIEC OTTWG 0 £AEYXOG OUYKPOUONG KAl Ol OVTOTNTEG TOU TTaixXVvISIoU orjpaive OTl Ol
OMAdEG UTTOPOUCAV VO PHEYAAWOOUV Kal VA EI0IKEUTOUV.
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MeTayevéoTepa TTaixvidia, 6Twg 10 Quake Il Arena kal To Unreal Tou 1998
NG Epic Games oxediddovTav Pe QUTA TNV TTPOCEYYION, UNXAVH KAl TTEPIEXOUEVO
AVOTTITUYMEVA CEXWPIOTA. H TTPAKTIKI) TNG adeioddTNONG TETOIOG TEXVOAOYIOG €XEI
armmodeixBei 0Tl €ival pia XpAoIPN  PonénTik TNy €06dwv  yia  KATTOIOUG
dnuIoupyoug TraixvIOIWY, KABWG pIa POvo Adeia yia pia UWNAAG TToI0TNTOG
EUTTOPIKA unxavh Traixvidiol utropei va Kupaveei ammd $10,000 péxpl ekaTouuupIa
OoAGpIa, Kal O apIBUOS TWV ATTOBEKTWYV ADEIWV UTTOPEI VA QTACEI APKETES VTOUCIVES
etaipeiwv  (6mwg  éyive  pe  Tnv Unreal Engine.  TouAdxiotov, ol
ETTAVOXPNOIKOTIOINCIYEG PNXAVEG KAVOUV TNV AVATITUEN OUVEXEIWV TTAIXVIOIWV
YPNYopoTEPN Kal €UKOAOTEPN, TO OTIOI0 €ival €va TTAEOVEKTNUA agiag OTnv
AVTAYWVIOTIKA Blognxavia BIVIEOTTAIXVIOIWV.

O1 povTépveG INXAVES TTAIXVIDIWV OTTOTEAOUV UEPIKES ATTO TIG TTIO OUVOETEG
EQPOPHUOYEG TTOU  €XOUV  QvaTTTuxBei, ME Ouxvad va Xapaktnpi¢oviar atmo
TEAEIOTTOINUEVA CUCTAMATA TTOU AAANAETTIOPOUV yIO VO €yyuwvTal HIA OKPIBWG
eAeyxouevn epTEIpia xprnotn. H ouveXAg €CENIEN TV PNXOVWVY TTAIXVIOIWY EXEI
onuioupynoel €va 1oxupd dlaxwpiohud avaueoa oto rendering, To scripting, Tnv
TEXVN, KAl TO OXedIOoPO emméEdwy. Eival Twpa koivo, yia mTapddelypa, yia pia
TUTTIKI] Op&da avamTuéng mraixvidlwyv va €Xel TTOAEG QOPEC TTEPIOTOTEPOUG
KAANITEXVEG ATT' OTI TTPOYPAUMPATIOTEG.

Ta Taiyvidia First Person Shooter trapapévouv ol Kupiapxol xproTeg third-
party pnxavwyv traixvidiwy, aAAd TTAEov xpnolyoTrolouvTal Kal o€ GAAa €idn. lMNa
TTapddeiyua, 1o Bivreotraixvidl péAwv The Elder Scrolls 1ll: Morrowind kai 10
MMORPG Dark Age of Camelot BaciCovral otn unxavy Gamebryo, evw T0 €1TioNG
MMORPG,Lineage I, omnv Unreal Engine. O1 pnxavég  TTauxvidlwv
XPNOIKOTTOIOUVTAI ETTIONG YIA TTAIXVIOIA APXIKA AVETTTUYHUEVA YIA OIKIOKEG KOVOOAEG:
yla mapddeiypa n unxavy RenderWare xpnoigotroicital ota franchises Grand
Theft Auto ka1 Burnout.

To Threading oTTOoKTdG peEYOAUTEPN ONuAcia AOYyw Twv OUYXPOVWV
ouoTNUAatwy TToAAaTTAWV TTUpAvVwY (1T.X. Cell) Kal Twv aunuévwyv aTTaITHoEWV
otov pealiopd. Tutmkd Ta threads repiAapBdvouv 10 rendering, TO streaming, Tov
Nxo, kal Ta Physics. Ta Racing Games €xouv TUTTIKA BpeBeEi oTnv TTPWTN YPOAUMN
TOU TIpoypaupaTiopoU ue threads, pe tnv Physics Engine va Tpéxel oe €va
EeXWPIOTO VANA TTOAU TTIO TTPIV OUYKPITIKA e GAAQ UTTOOUCTHPATA TOU TTUPHVA, €V
MEpPN €TTEION TO rendering Kal OXETIKEC Epyaacieg attaitouv evnuépwon ota 30-60 Hz
povo. MNa mrapdadeiypa, 1o Need For Speed oto Playstation 1péxel Ta Physics Tou
ota 100 Hz ouykpivopeva e 1o Forza Motorsport 2 TTou Tpéxel Ta Physics Tou oTa
360 Hz.

Av Kal 0 6pog TTpwToxXPNOIPoTToINBNKE O0TN dekaeTia Tou 1990, utTdpxouv
KAtTola TTpoyevéoTEpa cuoThpaTta oTtn dekaetia Tou 1980 T oTroia emmiong
BewpouvTtal pnxavég mraixvidiwy, O0Twg Ta cuothpara AGI kar SCI Tng Sierra, 10
ovotnua SCUMM T1n¢ LucasArts kal n Mnxavry Freescape 1ng Incentive Software.
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QoT1600, aVTIOETA PE TIG MOVTEPVEG PNXAVEG TTAIXVIOIWY, QUTA TA CUCTANOTA OEV
XpPNnoIJoTToINenkav TToTé o€ TTPOIOVTA TPITWV HEPWYV (EKTOG TOU OUCTANATOG
SCUMM 710 oT10i0 THpe adeia Kal Xpnoigotrobnke amdé tnv Humongous
Entertainment).

Mpdéoareg TaoEIg

KaBwg n 1eXvoAoyia Twv pnxavwyv TTaXVIOIWV wpIPAel Kal yiveTal TTio
QINIK) TTPOG TO XPAHOTN, N €QAPUOYI TWV PNXAVWV TTAIXVIOIWV €XEl DIEUPUVOEI O€
€KTOON, Kal TWPA XPNOIYOTIOIEITAl YyId cofBapd Traixvidia: OTITIKOTToiNoNG,
EKTTAIOEUONG, 1ATPIKAG KAl  €EQPOPUOYEG  OTPATIWTIKAG  €gopoiwong. Ta  va
OIEUKOAUVOUV auTr TNV TTPOCRACIYOTATA, VEEC TTAATQPOPUES UAIKOU oToxeUovTal
TWEA atmmd PNXavég TTaIXVIOIWY, TTEPIAANPBAVOPEVOU KIVNTWV THAEQUVWY (TT.X. TO
iPhone) kai guAAopeTpnTwy (T1.X. Shockwave, Flash, Silverlight, Unity Web Player,
03D).

EmmpdoBeTa, TTEPIOTOTEPEG PNXAVES TTAIXVIDIWV KATaoKEUAlovTal TTAVW O€
YwnAoU emmitTédou YAWOOEG TTPOYPANUATIONOU OTTwG n Java kai n C#/.NET (1r.X.
TorqueX, Blade3D, kair Visual3D.NET) 3 Python (Panda3D). KaBwg¢ T1a
TTEPIOOOTEPA aTTO Ta TTAoUCIa o€ 3D Traixvidla €ival TTEPICCOTEPO TTEPIOPICHEVA
armé Tnv GPU (dnAadni Tmeplopiopéva atmd TNV 1I0XU TNG KAPTAG YPAPIKWY), Ol
EVOEXOUEVEG KABUOTEPNOEIG TV UWPNAOU ETITTEOOU YAWOCOWV TTPOYPOUNOTICHOU
yivovTal aueANTEEG, EVW TA OQPEAN TTAPAYWYIKOTNTAG TTOU TTPOCPEPOVTAI ATTO QUTEG
TIG YAWOOEG OTOUG dNUIOUPYOUG UNXAVWY TTAIXVIOIWV YivovTal KEPOOGS. AUTEG Ol
TTPOoQATEG TAOEIC TTpowbouvTal aTrd eTalpeieg OTTWS N Microsoft yia va
UTTOOTNPIEOUV avegdpTnTn avAaTTTUEN TTaIXVIOIWY OE TTEPICCOTEPEG TTAATPOPUEG,
oTTwg 10 Xbox360 kal To Zune xpnoiyotroiwvTtag 7o .NET Framework kai To XNA
yla ypa@ika kal rendering Axou. livetal eUKOAOTEPO Kal @ONVOTEPO aTTd TTOTE Va
OnuIoupynBoulv pnxavég TraixviOlwy yia TTAATQOPPES Ol OTTOIEG UTTOOTNPI(OUV
dlaxelpidpeva TTAaioia.

2.2 Th eival n Unreal Engine

H Unreal Engine €ival pia pynxavr] maixvidiwv TTou avattuxenke amd tnv
Epic Games. lNapouoidotnke yia Tpwtn @opd oto first-person shooter traixvidl
Unreal tou 1998. TlapdAo TTOU avamTuxOnke Kupiwg yia shooters TrpwToU
TTPOCWTTOU, €XEI XPNOIUOTTOINGEI e emTUXia o€ didgopa GAAa €idn, OTTwG stealth,
Traiyvidla paxng, MMORPGs kai GAa RPGs. Mg tov kwdika ypaupévo o€ C ++, n
Unreal Engine &1006¢1el uwnAd BaBud @opntdTNTAG KOl €ival €va gpyaAeio TTou
XPNOIUOTTOIEITAI ATTO TTOAAOUG TTPOYPAPMATIOTES TTAIXVIOIWV CHPEPA. ‘Exel kepdioel
TTOANG BpaBeia, ouptrepiAapBavouévou Tou BpaBeiou Guinness World Records yia
TNV "o emTUXNUEVN MNXavn Bivreotraixvidiwv". H Tpéxouoa ékdoon eival n Unreal
Engine 4, oxedlaopévn yia ta Microsoft Windows, MacOS, Linux, SteamOS,
HTMLS5, iOS, Android, Nintendo Switch, PlayStation 4, Xbox One, Magic Leap
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One kai gikovikn TTpayuaTikéTnTa (SteamVR / HTC Vive, Oculus Rift, PlayStation
VR, Google Daydream, OSVR kai Samsung Gear VR).

UNREAL

ENGINE

Eikéva 1 “To Aoyotutro 1ng Unreal Engine”

2.3 HioTtopia Tng Unreal Engine

2.3.1 Unreal Engine 1

Eikéva 2 “To Unreal ATav 1o rpwrto traixvidi ye Tnv Unreal Engine”

H avarmrtugn tng pwtng yevidg Unreal Engine trpaypatotroiiOnke arméd tov
1®0puTr) Twv Epic Games, Tim Sweeney. Eptrveucuévog atmmd 1o TTPWTOTTOPIAKO
TTPOYpPauua TTpoypapuaTtioyou Tou John Carmack yia to Doom kai 0Tn Guvéxela
yla 10 Quake, o Sweeney &ekivnoe Tnv pnxavy 1o 1995 yia Tnv Tapaywyr] evog
TTaIxVvIdIoU TTou apyoTtepa Ba atrokalouoe Unreal, éva shooter TTpwTou TpocwtTOU
o¢ évav PECQIWVIKO KOOMO e Eéva oToixeia. Metd atrd tpia Xpdvia avarmrtuéng,
¢ekivnoe pe Tnv dnuocicuon Tou Traixvidiou 1o 1998, TTapoAo TTou o1 KaToxol Adelag
oTTwg n MicroProse kai n Legend Entertainment eixav tnv TtexvoAoyia TTOAU
VWPITEPA, YE TNV TTPWTN CUP@WVia adeioddTnong va TrpaydaToTrolgital To 1996.
Toéoo n amdédoon Aoyiopikou (software render) 600 kar n ammdédoon UAIKOU
(hardware render) utmpxav oT0 Paoikd Aoyiopikd, KABWS Kal avixveuon
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ouykpouong (collision detection), éyxpwpog @wTiopdg (colored lighting) kai pia
oToIxelwdng €kdoon @IATpapiopatog ueng (texture filtering). H pnxavn €mmiong
TTapeixe TNV duvarotnta eme¢epyaoiag emteédou (level editor), TTou ovouddeTal
UnrealEd, 1TOU €ixe UTTOOTAPIEN YIA AEITOUPYIKEG KATAOKEUEG OTEPEAG YEWMETPIAG
O¢ TTPAyUATIKO XpOovo AdN atrd 1o 1996, emMTPETTOVIAG OTOUG XAPTOYPAPOUS VA
aAGEouv TN didtagn em édwv  "ev  KIVAoel". AANQ XOPOKTNPIOTIKA  TTOU
uAoTroiBnkav katd tn dIAPKEIQ TNG AVATITUENG TTEPIEAGUBavay APuECO QWTIONS O€
TTPayMaTIKG Xpovo Kal TNyéS @wTog (real-time direct illumination and light
sourcing), Ta OTToi0 EVOWMNATWONKav avTioToiXwg 10 1995 kai to 1997. EKTOC atrd
TNV uttooThpIgn Twv Microsoft Windows, Linux kai Mac, to Unreal Tournament
avoige etmiong TNV TTAaTt@opua oto PlayStation 2 kai, ye 1n Bori@sia Tou Secret
Level, oto Dreamcast. To 2000, n Epic evnuUEPWOE TNV PNXAVA UE VEEG BEATIWOEIG,
OUUTTEPIANOUBAVOUEVWY HOVTEAWV KAl OPXITEKTOVIKAG uWwnAOdTEPOU TTOAUYWVOU,
OKEAETIKOU OUOTANOTOC KIVOUUEVWY OXEDIWV Kal PEYAANG KAiJakag utTooTAPIENS
€0A@OUG.

210 TEAN Tou 1999, o1 The New York Times avépepav OTI 0 APIOPOSG TWV
EPywv TToU Xpnoigotroinoav tnv TeXvoAoyia tng Epic Atav 16, ovopdadlovrag ta
ovopata Deus Ex, Nerf Arena Blast kai Duke Nukem Forever, o TitAog ammé ta 3D
Realms T1rou €ixe TTPOYPAPUATIOTEl va KAVEI VTEUTTOUTO OTNV KOVOOAQ TOU
GameCube. Evw k60oTIoE TTEPITTOU 3 eKaTOUMUPIa BOAGPIa yia va UAOTTOINGEI Kail
ME TO KOOTOG adeloddTnoNG va @Tavel péxpl kal Ta 350.000 doAdpia, n Epic édwoe
oTtoug Modders 1n duvatdTnTa va dONPIOUPYROOUV TOUug OIKOUG TOUG KOOMUOUG WE
TNV evowpdatwon Tou UnrealEd kai piaog yAwooag scripting 1Tmou ovopddetal
UnrealScript, TTpoKaAwvTag pia kKoivétnTa enthusiasts yUpw a1md pia pnxavn
TTAIXVIOIWY TTOU XTIOTNKE YIA VA €ival ETTEKTACIUN Kal BEATIWUEVN OE TTOAAATTAEG
YEVIEG TTAIXVIOIWV.

2.3.2 Unreal Engine 2

Eikéva 3 “To Killing Floor kataokgudoTtnke otnv Unreal Engine 2”
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H deuTepn €kdoon €kave TO vIEUTTOUTO TNG TO 2002 pe 10 “America’s Army”,
éva dwpedv shooter TTaiyvidl yia TTOAAOUG TTAIKTEG TTOU QVETTTUEE O OTPATOG TWV
H.M.A. wg gpyaAcio TTpdoAnwng. Av kKal Baciouévn OE TTPONYOUNEVN TEXVOAOYia,
auTrl n Yevid €ide TNV a1rddoon YPAPIKWY VA Lavaypda@eTal €VTEAWSG Kal va
oupuTrEPIANQUBAVEL  PIa  TTOIKIANIQ  XAPOKTNPEIOTIKWY  OTTWG TO  KIVAPATOYPAPIKO
epyaheio eregepyaoiag Matinee, e¢aywyn plug-ins yia 1o 3D Studio Max kai Maya
ka1 T Karma physics engine éva epyaAeio atré 1o Math Engine 1rou TpogodoTouce
TN QuUOIKr Tou ragdoll oto Unreal Tournament 2003. ETITTA OV, TTAPOUCIACTNKE TO
UnrealEd 2, To otmoio €kave TO VTEUTIOUTO TOU ME TNV TTponyouuevn Yevid Tou
KIvNTAPQ Kai Aiyo apydtepa akohouBnoe 1o UnrealEd 3. AAAa oToIxXEia TNG unXavng
evnuepwOnkav €tmiong, ME PeATIWPEVA OTOIXEIO evepPyNnTIKOU KOBWCS Kal PE ThV
TTPOCONKN UTTOOTHPIENG YIa TO XboxX.

UE2.5, upia evnuepwpévn €kdoon Tng UE2, BeAtiwoe tnv amédoon
YPOQIKWY Kal  O1EBeTal  Quoiky oxnuaTwy (vehicles physics), emegepyaotn
ouoThuaTog ocwuaTdiwv (particle system editor) yia 1o UnrealEd kai utrooTrpi¢n
64 bit oto Unreal Tournament 2004. Mia e&eidikeupévn €kdoon Tng UE2 TTOU
ovopaletar UE2X xpnoipotroinénke yia 1o “Unreal Championship 2: The Liandri
Conflict” otnv apxiki TAat@opua Xbox, TTou TTeEPIANGUPBAvVE BEATIOTOTTOINCEIG TTOU
agopoucav TNV CUYKEKPIYEVN KOVOOAQ.

Tov MdapTtio Tou 2011, n Ubisoft Tou Mévtpea ammokdAuye 611 n UE2
Aeitoupynoe e emtuxia oto Nintendo 3DS.

2.3.3 Unreal Engine 3

Eikéva 4 “To BioShock Infinite karaokeudotnke otnv Unreal Engine 3”
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2TiypiéTuTTa 006vng NG Unreal Engine 3 TrapoucidoTtnkav 1o 2004, o1roTE N
MNxavh €ixe non avartuxBei yia mavw atd 18 piveg. Ze avriBeon pe Tnv Unreal
Engine 2, n Unreal Engine 3 o0xedIAoOTNKE YIO VA EKUETAANNEUTEI TTANPWG
TTpoypauuaTiéuevo shader hardware. OAol o1 UTTOAOYIOUOI PWTIOPOU YIVOVTOUCQV
ava pixel, avti yia vertex. 2tnv mTAeupd amodoong, n Unreal Engine 3 trapeixe
uTTOOTAPIEN YIO gamma-correct high-dynamic range renderer.

Apxikd, n Unreal Engine 3 utrootripie povo TiG TTAaT@opueg Windows,
PlayStation 3 ka1 Xbox 360, evw 10 iOS (TTOU TTAPOUCIACTNKE YIA TTPWTN QOPA UE
10 Epic Citadel) kai To Android mpooTéOnkav apyotepa 1o 2010, pe 10 Infinity
Blade va gival o mpwtog TiTAOG iOS kai To Dungeon Defenders o 1TpwTog TiTAOG
Android. H utrootpign OS X 1rpooTéBnke 10 2011. Tnv idia xpovid avakoivwenke
OTI N unxavi Ba utrooTtnpiel To Adobe Flash Player 11 kai 611 XpnoiyoTrolgiTal O€
duo Traiyvidla Wii U, Batman: Arkham City kai Aliens: Colonial Marines.
Ytrootipign Windows 8 kai Windows RT 1rpootébnke 1o 2012. To 2013, n Epic
ouvepyaoTnke Pe 1O Mozilla yia va @éper v Unreal Engine 3 og¢ HTMLS.
XpNOIYOTTOIWVTAG TNV UTTOYAWOOa asm.js Kal Tov JeTayAwTTioTr) Emscripten, Atav
o€ Béon va petagépouv Tnv punxavi o€ JavaScript kat WebGL o€ T€00€pIg NUEPES.

Ka@ '6An 1n didpkeia (wnig tng UESZ, €Xouv evOWPATWOEI ONUAVTIKESG
EVNUEPWOEIG, CUMTTEPINAUPBAVOUEVWY  TwV  BEATIWUEVWY  KATOOTPEPOPEVWV
epIBadAAovTwY (destructible environments), TnG JOAAKAG OUVAUIKAG TOU CWHATOG
(soft body dynamics), Tng Tpooopoiwong ueydAou TAABoug (large crowd
simulation), Tng A&moupyikdTNTag Tou iPod Touch, Tng evowpudtwong Tou
Steamworks, plag mTaykéouiag AUONG QWTICPOU OE TTPAYMOTIKO XPOVOo, Kal TO
otepeookotkd 3D oto Xbox 360 péow Tng TexvoAoyiag TriOviz for Games H
uttooTApIgN Tou DirectX 11 TmapoucidoTnke Pe 1o demo Tou Samaritan, T0 OTT0I0
atmmokaAu@Onke o1o ouvédplo Developers Game 2011 kai XTioTnke ammd Tnv Epic
Games o¢ otevil ouvepyaoia pe T NVIDIA, pe pnxavikoug mmou gpyadovtav o€ OAn
TN XWPa yia va wbroouv Ta ypa@ik&d o€ TTPAYUATIKO XPOVo Ot €va VEO uwnAd
onueio.

Unreal Development Kit

Evw n Unreal Engine 3 ATav apkeTd Open source yia Vo OUVEPYOOTEI PE
Toug Modders, n duvardtnTa dnEoacieuong Kal TTWANCNG TTAIXVIDIWY TTOU £YIVAV UE
xprion UE3 TrepiopioTnke oTtoug adelouxous TnG pnxavig. Qotoéoo, 1o NoéuBpio
Tou 2009, n Epic kukAo@dpnoe pia dwpedv ékdoon Tou SDK Ttou UE3, 1TOU
ovopaletal Unreal Development Kit (UDK), TTou diaTiBeTal 6To €UpU KOIVO.

Tov Aeképppio Tou 2010, avavewBnke yia va cuuTrePIAGBEl uTTOOTAPIEN YIA
TN dnuIoupyia TTaxviSIWV Kal epapuoywyv iOS.
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2.3.3 Unreal Engine 4

Eikéva 5 “To Unreal Tournament uAoTtroigitau pe Tnv Unreal Engine 4”

Tov AuyouoTto Tou 2005, o Mark Rein, avtimrpéedpog 1ng Epic Games,
atmmokdAuwe o611 N Unreal Engine 4 Bpiokotav og e¢ENign ammo 1o 2003. Méxpl 10
2008, n avarmrugn "Baoikd" £yive amd tov Tim Sweeney, AicuBuvovta 2ZUuBouAo
Kal 10puth TNG Epic Games . H unxavr) otoxevel otnv 6ydon YeVIA KOVOOAWYV,
UTTOAOYIOTWV KOl OUOKEUWYV e TeXVoAoyia Tegra K1 ouokeuég Android, TTou
avakolvwenkav Tov lavoudpio Tou 2014 oto CES.

Tov ®eBpoudpio Tou 2012, o Mark Rein dnAwoe 611 "oi avBpwTrol Ba
OuyKAOVIOTOUV apyoTepa @ETog Otav Ba douv Tnv Unreal Engine 4" . H Unreal
Engine 4 TTOpOUCIACTNKE OE TIEPIOPIOUEVOUG OUMMETEXOVTEG OTO OUVEDPIO
TTPOYPAMMATIOTWY TTaIXVIOIWV yia To 2012, kai To video TnNG MNXAVAG TTou
TTapouciddetal atrd Tov TEXVIKO KaAAITExvn Alan "Talisman" Willard kukAogdpnoe
OoTO KoIvO oOTIG 7 louviou 2012 péow tnG GameTrailers TV . Autd 10 demo
dnuioupyndnke oe évav uttoAoyioTh pe Tpelg GeForce GTX 580 (tri SLI) kan ptropei
va TpéCel o€ €vav uttoAoyioTh pe GeForce GTX 680.

‘Eva atmd 1a KUpIa XopakTnpIoTIKA TTou oxedidotnkav yia tnv UE4 ATav o
QewTiopuég global illumination oe TpayuaTtikd XpOvo  XPENOIMOTIOIWVTAG TOV
EVTOTTIONO KWVoU voxel, eEaAeipovTag Tov TTPO-UTTOAOYIONEVO QWTIONO. QoTdoO,
auTtrp n ouvatétnta €xel avTikataoTaBei amd €vav TTapopolo aAAd Ailyotepo
computationally-expensive aAyopiBuo TTpiv ammd TNV atTeAeuBEPWON yia OAEG TIG
TTAATQOPUES, oupTTEpIAauBavopévou Tou H/Y, Adyw trpoBAnudtwy atrédoong . H
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UE4 trepIAauBavel €1Tiong VEEG AEITOUPYIEG TTPOYPAMMATIOTWY YIA Tn PEIWON Tou
XPOVOU €TTaVAANYNG Kal €MTPETTEI TNV evnuépwon Tou Kwoika C++ katd Tn
Aeiroupyia TNG pnxavAg. To véo oTrTikG ouoTnua scripting "Blueprint” (d1adoxog Tou
Kismet Tng UE3 ) emTpéTTel Tnv Taxeia avattugn NG AOYIKNAG TOU TTaIXVIOIOU XwpPig
TN Xpron Tng C ++ kai mTepIAapBaver (wvtavr ammroo@aApdTworn. To atmoTéAeoua
gival 0 PEIWPEVOG XPOVOG eTavaAnwng Kai Aiyotepn O1a@opd HETAEU TEXVIKWV
KAANITEXVWV, OXEDIOOTWY KAl TTPOYPANUATIOTWV.

211G 19 MaprTiou 2014, 0TO CUVEDPIO TTPOYPAUMATIOTWY TTaIXvidiwy, n Epic
Games KukAo@opnoe oTnv dev KoIvoTnTa PECW €VOG VEOU HOVTEAOU CUVOPOWNG,
Tnv Unreal Engine 4, Ta XapakTnpIOTIKA, ToV TTAApN TTNyaio Kwdika C++ Kal 6Aa Ta
epyaAdeia Tng. O Tim Sweeney, dAAwOE OTI TO VEO ETIXEIPNPATIKO HOVTEAO
avTikatoTrTpilel TIG aAayég otn Biouynxavia. H Epic Games 81€6ste Tnv Unreal
Engine oe peydAeg opddeg avamrtugng taixvidiwv AAA pe KOOTOG EKATOPMUPIWY
doAapiwv, aAAG kaBwg n Blounxavia €xel €¢ehixBei, n Epic avaykdoTtnke va
«ETTavegetdoel mpayuatikd OAn tnv Blounxavia pog yia 1o TTwg diabéToune TNV
Mnxavh  ypagikwyv. Koirdlovrag Tn  véa  Popenry TNG  Plopnxaviag  Twpa,
ouveldnToTroloUuE OTI auTo eival Eva EETTEPACHUEVO EPYOAEio ", avépepe 0 Sweeney.
"MeAeTwvTag TIGC dUvATOTNTEG TNG MNXAVNAG, Cekivioaue atmd To PNOEV  Kal
OKEPTAKAME TTWG PMTTOPOUNE VA KAVOUNE TNV PNXavh O1a0£01un o€ TTEPICTOTEPOUG
avBpwTroug;"

211G 4 ZetrreuPpiou 2014, n Epic kukAho@dpnoe dwpedv Tnv Unreal Engine 4
0€ OXOAgia Kal TTAVETTIOTAMIA, CUPTTEPIAANBAVOUEVWY TTPOCWTTIKWY AVTIYPAPWYV
yIa QOITNTEG EYYEYPAUMEVOUG OE aVAYVWPICUEVA TTPOYPAUHMATA BIVIEOTTAIXVIDIWY,
EMOTAKNG  UTTOAOYIOTWY,  TEXVNG,  OPXITEKTOVIKNG,  TTPOCOMOIWONG  Kal
OTITIKOTTOINONG.

211c 19 ®eppouapiou 2015, n Epic eykaiviaoe 1o Unreal Dev Grants, éva
AVOTITUEIAKO TapEio UWoug 5 ekaToppupiwv dOAapiwv TToUu OXEDIAOTNKE yia va
TTOPEXEl  XPNMUOTOOIKOVOMIKEG — ETTIXOPNYNOEIC  O€  KAIVOTOPO  épya TTOU
KartaokeudaoTnkav e UE4.

A6 TIG 2 MapTiou 2015, n Unreal Engine 4 cival diaBéoiun dwpedv yia
OAouG, Padi PE OAEG TIG MEANOVTIKEG EVNUEPWOEIG, UE ETTIAEKTIKO XPOVODIAYypaNUa
OikaiwpdaTwy H Oculus VR avakoivwoe Tov OkTwppIo Tou 2016 611 Ba KaAlyel Ta
TEAN OIKAIWUATWY Yia O6Aoug Toug TiTAoug Unreal Engine tou petag@épovral oT1o
Oculus Store péxpl Ta TpwTa akaBapIoTa £00da avd TTaIXvidl Twv 5 EKATOPHUPIWY
doAapiwv.

[MpoKeIuEVOU va TTPOETOINACTED yIa TNV KUKAogopia Tou free-to-play TuTTOU
"Battle Royale" mode oT1o Fortnite Tov Zemrtéufpio Tou 2017, n Epic xpeidoTnke va
KAvel pia ogipd Tpotrotroioewy TG Unreal Engine Tmou Tnv Bondnoav va XeipioTei
évav peydho apiBud (péxpr 100) ocuvdéoewv pe Tov idlo server dlOTNPWVTOG
Tautoxpova uywnAd €Upog Cwvng Kal BeATIWvOVTAg TNV a1tddoon evog PeydAou
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avoIXToU KOopou oTto Traixvidl. H Epic 8a evowpaTtwoel auTtég TIG aAAayég o€
MeANOVTIKEG evnuepwoelg Tou Unreal Engine.

O1 mAaTteopueg TToU utrooTNPICOVTal QUTAV TnVv TrEPiodo eival Microsoft
Windows. macOS, Linux, SteamOS, HTMLS5, iOS, Android, Nintendo Switch,
PlayStation 4, Xbox One, Magic Leap One and virtual reality (SteamVR/HTC Vive,
Oculus Rift, PlayStation VR, Google Daydream, OSVR and Samsung Gear VR).

EMIAOIoz

KAEIVOVTOG TO OUYKEKPIUEVO KEPAAQIO €XOUME KOAUWEI TA EI0AYWYIKA
Béuara OTTwWG TO T €ival IO PNXavh YPOQIKWY, TIO OUYKEKPIYEVA WABauE
TTANPOYOpPIEC yia TNV Pnxavh ypa@ikwv Unreal Engine kal TnG I10TOPIKA TNG
dladpoun a1rd TNV idpuon Kal TNV dnuIoupyia HEXPI TO OAMEPA.
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KE®AAAIO 3: MIAATOOPMA UNREAL ENGINE 4

EIZArQrH

YTapxouv TTOAAEG OIABECINEG €KDOOEIS TNG TTAATQOPUAG KaBwg n Epic
Games Tnv evnuepwvel Kal avaBabpilel cuvexwgs. H ékdoon TnNg TTAATEOPUAS TTOU
XpnoigoTtroinoaue givai n 14.8.2.

3.1 Mepiynon otn mAareopua (UE4)

OT1av ekKIVOUUE TNV TTAATQOpUa eu@avifeTal To TTapdBupo TTeEPINYNoNnG. To
TTapdbupo TrepIRynong project  pag divel T duvatdtnta va emAEEOUNE €va
UTTAPXOV £PYO 1 va dnNUIOUPYHOOUME £va VEO, TO OTTOIO PTTOPE va gival éva €pyo
Blueprint fj C ++.

u Unreal Project Browser

Projects New Project

Choose a template to use as a starting point for your new project. Any of atures can be added later by clicking Add Feature or Content Pack in Content Browser.

8 Blueprint o C++

Person Scroller

'*; ; :T.,AE : —:v& ~ ~ % }

> ‘\

2D Side Third Top Down  Twin Stick Virtual »

Scroller Person Shooter Reality

g Blank

&Y

A rlaan emnty nraiant with na ~nda

Choose some settings for your project. Don’t worry, you can change these |ater in the Target Hardware section of Project Settings. You can also add the Starter Content to your project later

using Content Browser.
1. %
= W

Desktop / Console Maximum Quality With Starter Content

Select a location for your project to be stored

C:\Users\Tsitiridis\Documents\Unreal Projects

Folder Name

Create Project

Eikéva 6 “Mapddupo ‘Epyou”

H kapTéAa "New Project” pag divel apxik& TTpOTUTIa yia Ta project pag. To
¢pyo Blank dnpioupyei éva evieAwg adelo €pyo. Ta GAAQ TTPOTUTIA EPTTITITOUV O€
duo katnyopieg: Movo Blueprints kal C ++.

MNa Tapadeiypa, utrapyel éva poTutto Side Scroller (Movo Blueprints) kai
éva TpoTutro Side Scroller (C ++). Ta TTaixvidia TTou TTapdyovTal ammd autd Ta dUo
TTPOTUTTA TTAICOUV PE TOV idI0 TPOTTO, YE TO i0I0 ETTITTEDO OXEDIOCUOU, OCUUTTIEPIPOPA
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XapakThpwy Kal diataén kauepag. H diagopd eival TTwg dnuioupyeital To apxikod
TTAQiOI0 yIa Ta £pya:

Movo Blueprints - To apxikdé gameplay opietal e Blueprints. Ta Blueprints
gival Ta ortoixeia mepypaens tnG Unreal Engine 4. Mg ta Blueprints, givalr duvatd
va ONUIOUPYACOUNPE CUMTTEPIPOPA TTaIXVIOIOU oTnv Unreal xwpig va XpelaoTei va
ypawoupue kKwdlka C ++. QoTdéo0, Eekivwvtag atmd éva trpoTutro Blueprints Only
Oev onuaivel Ot TTOTéE deV PTTOPOUNE va cuuTTEPIAGBoupE Tov Kwodika C ++ OTO
€pyo Pag. ATTAWG onuaivel OTI Ta apXIKA TTapadeiypaTa TTou TTapExovTal Ba gival o€
Blueprints.

C ++ - To apxikd6 gameplay opiletar ye Tov Kwdlka C ++. Ta épya TTOU
onuioupyouvTal pe Ta TTPOTUTIA C ++ ptTropouv va dlaxelpioToulv YEcw Tou editor
NG Unreal, aAAG ptTopouv etmiong va ete¢epyaoTouv oTto Visual Studio. AKpIBwg
oTTwg Ta €pya Blueprints Only ptropouv va e1rekTaBouv pe Tov Kwdika C ++, gival
e€ioou atrAd va mpooBEooupue Blueprints o€ éva €pyo TTou gekivnoe wg TTpoTuTtro C
++,

MNa va dnuIoupyrooulE Eva VEO £PYO:

1. EmAéyoupe €va TpoTUTTO OTT TN AioTa.

2. EmAéyoupe av BéAoupe  Ox1 va TrepiExel Mepiexdpevo ekkivnong (Starter
Content) oT1o £pyo POG.

Kataxwpoupue éva évoua yia 1o £pyo Jag.

4. Kavoupe KAIK oTnv €1mIAoyr Anuioupyia.

w

MNa va ammoBnkeUooupe TO €PYO MOG £Ew aTTO TNV TTPOETTIAEYPEVN TOTTOBETIa
aTmoBnRKeUONG, MTTOPOUME VA KAVOUMPE KAIK OTO €IKOVidIO pE TO BEAOG yia va
aAAGEoupe TNV €P@Avion TG TIPOETIOKOTINONG  TTAPOUG  BIadPOUAS  Kal
dnuIoupyiag apxeiou.

PuBuioeig £pyou

ext, choose some settings for your project. Don't worry, you can choose |ater or change these at any time in [Project Settings - Target Hardware]

. &% 8

Desktop / Console Maximum Quality With Starter Content

Eikéva 7 “Pubuiosig ‘Epyou”
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O1 PuBuioeig épyou pOG ETTITPETTOUV VA OPIOCOUME OIOPOPETIKEG ETTIAOYEG
ammodoong yia TO £PY0 PAg avaAoya PE TO €i00G TOU UAIKOU TTOU OTOXEUOULIE.

3.2 OpoAoyia Tng Unreal Engine 4

Auté TO Onueio e€ival AQIEPWPEVO  OTNV  TIEPIYPAPN TwV  OuvhRBwWg
XpPnoIgoTTrolouuevwyY Opwv Kata Tnv epyacia pe tnv Unreal Engine 4. Tlia
TTapddeiyua, av Bpebolpe va pwtaue epwTtnoelg oTTwg "Ti gival €vag Actor”, "Ti

eivar Component" ) "Ti eivar Pawn" €dw OdivovTal atmmaviioeig o€ autoug TOUG
TUTTOUG EPWTACEWYV Kal TTOAAG GAAQL.

3.2.1’Epya “Projects”

‘Eva €pyo €ival pia autévoun PHovada TTou TTEPIEXEl OAO TO TTEPIEXOMEVO Kal
TOV KWOIKA TTOU OUVBETOUV £va PEPOVWPEVO TTaIXVIOI KAl CUUTTITITEI JE €va OUVOAO
KAataAOywv oT1o Oioko Mag. lNa tmapddelyua, 0TV €IKOVA KATW atmo 1o AEvTpo
lepapxiag Tou lMepinynt lNepiexouévou TepIEXeEl TNV idla dopr KATaAdyou TTou
BpéBnke oTo PAKkeAo Tou ‘Epyou 010 SioKO POG.

== Gontent Browser
I AddNew'~ X Import Save All € & | & Content » StarterContent »
jo| Y Filters v 8

Content
4 @ StarterContent
m Architecture = ——

i Audio S sl
> 8 Blueprints @uo » Librares » Documents » UnceslProjects » NewProject » Content » StarterContent »

= HDRI a um  New folder

i Maps

m Materials ¢ Favorites ts library
D i Particles e
D i Props 4 Libraries

m Shapes <] Documents

il Textures o Music

=/ Pictures

Architecture
Textures

Subversion Mops

3 Materials
B videos

Particles
% Computer Props
Shapes
Audio
Blueprints
HDRI

€ Network

Eikéva 8 “Mepinyntng Mepiexopévou”

Mapoho tmou éva ‘Epyo ouxvd avagépetal amd 1o apxeio .uproject trou
OoXeTiCeTal he auTd, €ival dUO LEXWPIOTA apxeia TTou uTTdpyouv TTapdAAnAa. To
.uproject €ival éva apyeio ava@opdg TTou XPNOIKOTIoIEiTalI yia Tn dnuioupyia, TO
dvolypa r Tnv atrobrkeuan evog apxeiou, evw To Project tepiéxel OAa Ta apxeia
Kal TOUG PaKEAOUG TTOU OXETICoVTal PIE QUTO.

MT1TopoUuE va dnUIOUPYACOUPE OTTOIOONTTOTE APIOUS SIAPOPETIKWY EPYWV
Ta oTroia PTTopouv va diartnendouv kai va avarTuxBouv tmrapdAAnAa. Téco n
Mnxavr) pagikwyv (6co kai o Editor) ytropouv eUkoAa va evaAAGooovTal PETAEU
TOUG, TIPAyUA TIOU HOG ETTITPETIEI va gpyadoparte o€ TTOANQTTAG  TTaixvidia
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TAUTOXPOVA 1 VA €XOUMUE TTOAAG QOKIMAOTIKA TTPOYPANPATA EKTOG ATTO TO KUPIO
Project pac.

3.2.2 Avtikeipeva “Objects”

Ta Baoikd douikd oTtoixeia TnG Unreal Engine ovoudlovtal AvTikeipeva Kal
TTEPIEXOUV TTOAAEG OUOCIOOTIKEG AEITOUPYIEG YIO TA TIEPIOUCIOKA OTOIXEIQ TOU
TTaixvidIou pag (game assets). Zxedov T1a Tavra otnv Unreal Engine 4
KAnpovououv (A TTaipvouv KATTola AEITOUpyIKOTNTA) atrd éva avTikeiyevo. ZTnv C
++, 10 UObject civar n Baociki kKAGon OAwv TwWV QVTIKEIMEVWY. EVOWPATWVEI
XOPAKTNPIOTIKG  OTTwG garbage collections, utrtooTAPIEn  PETOOEDOUEVWV
(UProperty) yia Ttnv €kBeon petaBAntwyv oTtov emegepyaoTty Unreal kai
OEIPIOTTOINON YIO @OPTWON Kal ATToBAKEUOT.

3.2.3 KAdoeig “Classes”

Mia kKAGon opicel TIG CUUTTEPIPOPES Kal TIG I1DIOTNTEG EVOG OUYKEKPIPEVOU
nBoTrolou (actor) fj avTikeiyévou (object) TTou xpnoldoTTolEiTal oTn dnuioupyia evog
TTaixvidiou otnv Unreal Engine. O1 KAGCE€IG €ival 1IEPAPXIKES, TTOU ONUAivel 0TI YIa
TAEN KAnpovouei TTANpo@opieg atmd TIG UNTPIKEG TNG KAAOEIG (TIG KATNYOPIEG TTOU
TTPONABE 1 atTd TIG UTTOKAGOEIG) Kal dIapIBAlel auTEG TIG TTANPOPOpPIEG oTa TTaIdIA
TNG. O1 KAGOoE€Ig uTTopouyv va dnuioupynBouv oe kwdika C ++ | o€ Blueprints.

3.2.4 HOomouol “Actors”

‘Evag nBoT1ro10G €ival OTTOIOdATTOTE AVTIKEIMEVO TTOU UTTOPEI va TOTTOBETNOEI
oe ¢éva emimedo. O1 nbotroloi €ival pia  yevikp KAAon TTou  UTTOOTNPICEl
TPIOBIACTATOUG PETAOXNMATIOHMOUG OTTWG PETAPPAOH, TTEPIOTPOPN Kal KAipaka. Ol
nBoTroloi utTopouv va dnuioupynBouv (spawned) Kal va KATAOTPOAPOUV HECW
Kwodika Traixvidiou (C ++ 1 Blueprints). Ztnv C ++, o AActor eival n Baoikn
katnyopia 6Awv Twv HBoTToIWV.

Ytrdpyouv diagopol TUTTol nBoTtrolwy, PEPIKG TTapadeiypaTa TrepIAauBavouv
Ta €€ G: StaticMeshActor, CameraActor kai PlayerStartActor.

I

3.2.5 Yvotatika “Components”

‘Eva ouoTaTtikd gival Eva KOPPATE AEITOUPYIKOTNTAG TTOU PTTOPEI VA TTPOOTEDEI
oe €vav nBotrold. Ta cuoTaTikd oToIxeia dev PTTOPOUV va UTTAPXOouv atrd péva
TOUG, WOTOOO OTav TTPooTEBOUV ot £vav HBoTT010, 0 HBOTT016G¢ Ba €xel TTPpOCTRaON
KAl UTTOPEI VO XPNOIYOTTIOINCEI TN AEITOUPYIKOTNTA TTOU TTAPEXETAI ATTO AUTA.

MNa mapdadeyua, éva ocuotatikd Spot Light Ba emTpéwel otov HBOTTOI6 pOG
va eKTTEPTTEI QWG OTTWG £va spot light, éva oToixeio TTEPIOTPOPRG Kivnong Ba KAvel
Tov HBOTT0I06 pag va TrepioTpagei fj éva atoixeio fxou Ba kavel Tov HBotTr016 pag va
TTaidel AXOUG.

3.2.6 lovia “Pawns”
Ta moévia €ival pia uttokKAGon Ttou nBoTtroloU(Actor) Kal XpnolheUouv wg
avatar evidég Tou TTaiXviOIoU R persona, yia TTapddelypa Ol XOPAKTHPES Ot éva

25 a6 80



MruxiakA epyacia Tou @oitnT Toirnpidn lwavvn

TTaixvidl. Ta moévia ptmopouv va eAéyxovral amrd évav traiktn fp ammdé 10 Al TOU
TTAIXVIBIOU, PE TN HOPPH XAPAKTAPWYV TTou dev gival TTaikTeG (NPCS).

3.2.7 Xapaktnpeg “Characters”

O Xapaktipag cival pia uttokAGon evog Pawn Actor TTou TTpoopideTal va
XPNOoIJoTToINGEl WG XapakTipag Traiktn. H uttokAdon xapaktipwyv TrepIAapBAvel
Mia puBuion ouykpouong (collision setup), ouvdéoeig el06dou (input bindings) yia
METaKivnon duadikwy yneiwv Kal TTpOoBETO KWAIKA YIa Kivnaon TTou EAEYXETAI ATTO
TOV TTaiXTN.

3.2.8 PlayerController

H kAdon PlayerController xpnoigoTroigital yia va TTapel TNV €i0000 TOU
TTAIKTN KAl VO JETAPPAOTEI aUuTH € AAANAETTIOPACEIG OTO TTAIXVIOI Kal KABE TTaiyVidl
éxel Touhaxiotov éva PlayerController oe autd. 'Evag TTaiktng €Aéyxou ouxva
O108£TEl €va TTIOVI 1] XOPAKTAPA WS avaTTapAdoTacn TOU TTAiKTN o€ £va TTaixVidl.

O PlayerController €ivalr €1miong 10 KUpIO onueEio aAANAeTTidOpaong Tou
OIKTUOU TTaIXVIOIWV Yia TTOANOUG TraikTeg. Katd tn didpkela Tou Traixvidiou yia
TTOAOUG TTaIKTEG, O BIAKOMIOTAG €XEl Wia gu@avion Tou PlayerController yia kaBe
TTQiKTN TOUu TTaIXVIOIoU, KaBWG TTPETTEI Va gival o€ B€on va KAvel KAQOEIC AsiToupyiag
OIKTUOU 0¢ KABe Traiktn. KdaBe TTeAdTNG €X€l povo 1o PlayerController TTou
QVTIOTOIXEI OTN CUCKEUN QvATTOPAYWYNG KAl PTTOPEI va XPNOIUOTIOIEI PHOvo TO
PlayerController yia va €TTIKOIVWVNOEI HE TO OIAKOUIOTH.

3.2.9 AlController

AkpIBwg 6tTwg o PlayerController diaBéter Eva MovI wg avarrapdoTacn Tou
TTaiKTN O¢ éva TTaixVvidl, €évag AlController diabétel éva Movi yia va EKTTPOCWTTEI
évav xapaktripa un Traiktn (NPC) o€ éva TTaixvidl. ATro mrpoetmiAoyr], Ta Midvia kai
ol Xapaktipes Ba kataAnouv oe évav Paoikd AlController, €k16¢ €dv €xouv
OUYKEKpPIPEVA KaToxupwBei atrd évav PlayerController 3 €xouv evioAl va pnv
onuioupynoouv évav AlController yia Tov €autd Toug.

3.2.10 Brushes

To Brush cival évag actor 1mou meplypd@el évav TpiodIAOTATO TOPO TTOU
TOTTOOETEITAl O€ £va €TTITTEDO yIA va KOBOpPIoEl TN YEWMETPIA Tou TTITTEQOU (TTOU
avagépetal wg BSP) kal Toug tOpoug TTaixvidiou. ZuvhBwg Ba XpnoIKOTTOIoUUE
BoupTtoeg BSP yia va TTpOTUTTIOTTOINOOUUE ] VA OTTOKAEIOOUPE Ta ETTITTEDA YIQ
QOKIUEG TTaIXVISIOU.

Or1 1épo1 (Volumes) atmd tnv GAAN TTAeupd €xouv TTOAAEG XPAOEIG avaloya
ME Ta effects TTou ouvdéovtal pe autoug, OTTwg: Blocking Volumes (1Tou eival
adpaTol Kal XPNOoIJOTIoIoUVTal YIa va aTToTPEWOUV Toug HBoTroloug va TTepacouV
ammd autd), Pain Causing Volumes (trou trpokaAoUv BAGBRn otnv didpkeia Tou
Xpovou oe otrolovdniTrote HBo1roI16 TTou Toug emmikaAUTITEl) 1} Trigger Volumes (ol
OTTOIOI XPNOIUOTTOIOUVTAl WG £VAG TPOTTOG YIA VA TTPOKAAECOUV YEYOVOTA OTAV £VOG
HOoTr016¢ c10€épxeTal 1) e€EEpXETAI ATTO AUTA).
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3.2.11 Etineda “Levels”

To Emimredo eival pia mepioxn tmaixvidiol kabopiopévn amo 1o XpAoTh. Ta
emmimeda  dnuioupyouvtal, TIPORAAAOVTOI KOl  TPOTTOTTOIOUVTAlI  KUPIWG  UE
TOTTOB£TNON, METATPOTIA Kal €TmeEepyacia Twv 18I0TATWY Twv HBoTToIwV TTOU
TTepIEXouv. 21nv Unreal, k&Be eTiTredo amoBnkeveTal wg EEXWPIOTO apxeio .umap,
Y1 'auTo Kal HEPIKEG POPEG Ba Ta BAETTOUNE WG XAPTEG.

3.2.12 Kéopog “World”
‘Evag KOOPOG TTEPIEXEI MIa AioTa pe ETTiTreda TTOU QopTwvovTal. Alaxeipi¢eTal
TN POI TWV ETTITTEOWV KAl TNV avatrapaywyn (dnuioupyia) duvapikwy NOTToIWV.

H dueon aAAnAemidpaon pe évav KOGPO dgv gival atrapaitnTn, aAAd Bonbd
OTNV TTOPOXN EVOG OUYKEKPIMEVOU OnuEioU ava@opdg otn doun Tou Traixvidiou
(OnA . avagpépovtag TNV Aégn Kdopog onuaivel 611 dev ava@epOuacTe OTTAG O€
Emitreda, Xapteg ) aixvid).

3.2.13 GameModes

H KAdon GameMode €ival utreubuvn yia Tov KaBopIoPo TwV Kavovwy Tou
TTaIxVvIdIoU 1Tou Traidetal. O1 Kavoveg UTTopouyv va TrepIAapBdavouy Tov TPOTTO JE TOV
OTTOIO Ol TTAIKTEG EvTAOOOVTAl OTO TTaIXVvidl, ave¢dptnTa atmd 10 €Av €va Traixvidl
MTTOpEl va TeEBei o€ TTAUON KAl PETORACEIG €TTITTEDOU, KABWG Kal OTTOIOdATIOTE
OUUTTEPIPOPA CUYKEKPIPEVOU TTAIXVIOIOU, OTTWG Ol OUVOAKEG VikNgG.

MTtropoupe va opiocoupe 1o TrpoeTTIAeypévo GameMode oTi¢ PuBuioeig Tou
‘Epyou, aAAG ptTOopOoUpE va To TTapakdpyoupe ava Eitredo. Ave¢dptnta atmrd 1o
TTWG €TMAEYoUdE va e@apudooupe 710 GameMode, utrdpxel TTAvVTA POVO €va
GameMode Tmapwv avda emimedo. e éva TTaIXVidl yia TTOAOUG TTQIKTEG, TO
GameMode utrdpxel pOvo OTO OIOKOMIOTH KOl Ol KAVOVEG avTiypdgovTal
(atrooTéNAOVTAI) O€ KABE ouvdedepEVO TTEAATN.

3.2.14 YVotnua Blueprints Visual Scripting

To ZuoTtnua Visual Scripting Blueprints oto Unreal Engine €ival éva TTAApeg
oevdpio Traixvidlou TTou PBaaciletalr otnv 10€a TNG XProng Miag dlacuvoeong TTou
BaoiCeTal o KOPPOUG yIa va dNUIOUPYNOOUMPE OToIXEIa TTaiXVvIdIou péoa atrd Tov
Unreal Editor. Omwg oupPaivel pe  TOAMEG  KoIvEG yAwooeg  scripting,
XPNOIMOTTOIOUVTAI VIO TOV  OPICHO  avTiKEINevooTpewyY (OO0) kKAdoeswv N
QVTIKEIMEVWYV OTNV pnxavn ypagikwyv. Kabwg xpnoiyotroioupe tnv UE4, cuyxvd
dlatmoTwyvouue OTI Ta AvTIKEIMeEVA TTou  opifovtal pe xpAon Tou Blueprint
avag@épovtal ouvoTtTiIkG w¢ atrAd "Blueprints”. To cuotnua autd eival eCaIPETIKA
EUENIKTO Kal 10XUpO, KaBwg Tapéxel Tn OuvartdtnTa OToug OXeOIOOTEG Va
XPNOIUOTTOIOUV OXEOOV TO TTAAPEG PACUA TWV EVVOIWYV KAl TWV EPYAAEIWY TTOU gival
YEVIKA OlaBEaiya povo aToug TTpoypauuaTIioTéS. ETTTAéov, n oxediaon Blueprint
TTou €ival diaBéoiun otnv epappoyry C ++ Tng Unreal Engine emTpETTel OTOUG
TTPOYPOUMATIOTEG va  dNUIOUPYNOOUV CUuCTAPATA BdAong Tou JTTOpoUV  va
€TTEKTABOUV aTTO TOUG OXEDINOTEG. MepioodTepa yia Ta Blueprints otnv TTapdypa®o
3.4.
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Eikéva 9 “Zdotnua Blueprints Visual Scripting”

3.2.15 GameStates

To GameState trepi€xel TIC TTAnpo@opieg TTou BEAoUE va avaTTapayxBouv o€
KABe TTeAATN O¢€ Eva TTaixVvidl, A aTTAd gival "H katdoTtaon Tou Traixvidiou" yia 6Aoug
TOUG OUVOEDENEVOUG.

2UXVA TTEPIEXEI TTANPOPOPIEG OXETIKA PE TO OKOP TTaIXVvidIiou, KATd TTOooV
évag aywvag €xel ¢ekivioel i ox1, Tooa Al Ba yevvrioel ge Baon Tov apiBPo Twv
TTAIKTWYV OTOV KOOUO Kal AAAEG TTANPOPOPIES YIA TO TTAIXVIiOI.

MNa ta mraixvidia mutliplayer, utrdpxel éva oTiyuidtutto Tou GameState ot
MNXavh KABe TTaiKTn, JE TO OTIYMIOTUTTO TOU OIOKOMIOTH va gival TO auBevtiko (A
QuTO aTTO TO OTTOIO O1 TTEAATEG AQUPBAVOUV EVNUEPWHEVES TTANPOPOPIEG).

3.2.16 PlayerStates

To PlayerState €ival n katdotaon evog CUPUETEXOVTOG OTO TraIXVidl, OTTwG
€vag avBpwTTog TTaikTNG 1 €va bot TTou TTpocopolwvel £vav TTaikTn. To Al TTou dev
gival TTaikTnG TTOU UTTAPXEl WG MEPOG TOu KOOWou Traixvidiwv Oev Ba  gixe
PlayerState.

Mapddeiypa dedopévwv 1TTou Ba Atav KatdAAnAa oe éva PlayerState
TrepIAauBdévouv 10 Gvoua ) TO OKOP TOU TTQIKTN, TO TPEXOV €TTITTEDO ) TNV UyEia
TOUG, Il av @EPouV auTr) Tn onuaia o€ Eva traixvidl Capture the Flag.

Na T1a TTaixvidla yia TToAAoUG TaikTeg, ol PlayerStates yia 6Aoug Toug
TTAIKTEG UTTAPXOUV 0€ OAa Ta unxavhuara (avriBeta pe Toug PlayerControllers) kai
MTTOpOUV va avatrapdyouv Oedopéva atrd TO OIOKOUIOTH OTOV TTEAATN yia va
KPOATOUV TA TTPAYUOTA CUYXPOVIOHEVA.

3.3 EpyaAcia kail Zuvtdkreg “Tools and Editors”

AuUTO TO OonueEio €xel OKOTTO va dWOEl IO YEVIKI EIKOVA VIO KATTOIOUG ATTO
TOUug SIaPOPETIKOUG TUTTOUG epYaAEiwy TTou Ba xpnoigotroloUpe péoa atnv Unreal
Engine 4. Eite Bpiokéuacte péoa otov Level Editor, dnuioupywvtag 1o €TmiTTEdO
TOU TTaIXVIOIOU Mag, €ite gpyalduoaoTte pe Tov Blueprint Editor oe ouptrepipopég
HOotrolwv OTO €TMTTESO PAG, MO KAAR Katavonon Tou TI YTTOPEI va KAvel 0 KABe
ETTECEPYQOTNG MTTOPEI va BEATIWOEI TN por €pyaoiag pag kal va Pondrioel va
aTro@eUXBoUV TUXOV UTTOdIa KaTé TN SIAPKEIQ TNG AVATITUENG.
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3.3.1 Level Editor

O Level Editor €ival o kUpiog Editor TTou XpnOIKJOTTOIEITAI VIO TNV KATAOKEUN
TWV ETTITTEOWV TTAIXVIOIOU POG. Z€ YEVIKEG YPOAUMEG, OPICOUME TOV XWPEO TTaIXVIOIOU
TTPOOCBETOVTAG DIOPOPETIKOUG TUTTOUG HBoTroiwv  Kal [ewpeTpiag, Blueprints,
2uoTAuaTta Cascade Particle 7 omidfimmote GAAo B€Aoupe va TTpooBEécoupe OTO
etitredo. Atrd TTpoeTTiAoyr, 6Tav dnPIoupyouE ) avoiyouue éva €pyo, Ba avoitel o
Level Editor.

Eikova 10 "Level Editor"

3.3.2 Material Editor

O Material Editor €ival To TTap&dBupo O1ToU UTTOPOUUE VA dNUIOUPYNCOUNE (A
va emmegepyaoToupe uttdpxovria) YAIkG (Materials) Ta oTmoia pTropouv  va
EQapUoaTOUV o€ éva TTAEypa (mesh) yia Tov €AeyxX0 TnG OTITIKNAG TOU EUQPAVIONG.
MNa TTapddeiyya, PTToOPOUME va dnUIOUPYNOOUPE €va UAIKO "Bpwuidg" kal va To
EQapUOoOUpE oTa DATTEDQ OTO ETTITTEDO ) OTO £DAPOC yIa va ONPIOUPYHOOUUE Hid
ETMQAVEIQ TTOU QaiVETAI BPWHMIKN.
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Eikéva 11 "Material Editor"

3.3.3 Blueprint Editor

O Blueprint Editor €ival To TTapdbupo OTTOU UTTOPOUHE Va ETTEEEPYACTOUE
Kal va TPOTToTToIoouUlE Ta Blueprints Ta otroia cival €10IK& oTOIXEIO TTOU PTTOPOUV
va XpnoigotroinBouv yia Tn dnuioupyia véwv TUTTWV CUMPBAVIWY O€ ETTITTEQO
NBOTTOILV KAl Oevapiwy, XwWPic va xpeldleTal va YpAWOoUUE OTTOIadNTIOTE HOPYN
KWwoIKa C ++.

8 Construction Script

»
\ f Setiintensity
»

Point Light 1 Target

> @ New Intensity

Brightness @~

_J Set Light Color

[ B} IEI iiiﬁllﬂlll il i
‘ 2|

i
d |
i
g
i

< f Set'Source Radius
»

Target

Source Radius @— ———— @ B New Value

Eikéva 12 "Blueprint Editor"
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3.3.4 UMG Ul Editor

O UMG UI Editor cival éva epyaAeio dnuioupyiag oTrmikwy Ul TTou PTropei va
xpnoigotroinBei yia 1 dnuioupyia otoixeiwv Ul émmwg HUDs, pevou 3 dAAa
YPOQIKG TTou oxeTiCovTal pe Tn dIETTA@A TTOU BEAOUMPE va TTAPOUCIACOUNE OTOUG

XPAOTEG HaG.

Game Over!

No Animation Selected

Eikéva 13 "UMG Ul Editor"

3.3.5 Static Mesh Editor

O Static Mesh Editor xpnoigoTtroigital yia Tnv  TTPOETTIOKOTTNON NG
EM@AvioNG, TNG ouykpouong kal Twv UVs kaBwg kai yia Tov opiopd Kai Tov
XEIPIOPO TWV 1I0I0TATWY TwV ZTaTIKWV MAeypdTtwy (Static Meshes). Méoa atmé Tov
Static Mesh Editor uptropouue etriong va puBuicoupe 1o LODs (Ti¢ puBpioeig
Emrédou Aemropépelag) yia Ta oToixeia Tutrou Static Mesh.
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Eikova 14 "Static Mesh Editor"

3.3.6 Behavior Tree Editor

Méoa atrd Tov emeepyaocTh Tree Behavior ytropoupe va ypawouue TeEXvNTA
vonuoouvn JEow €vOG OTITIKOU OUCTAMATOS PACIOUEVOU O€ KOUPBOUGS (TTapOUOIo UE
Blueprints) yia Tou¢ HBotroioUg ota emiteda pag (autdé Ba utropouce va eival
OTTOIO0BNTTIOTE APIBUOS OIOPOPETIKWY CUUTIEPIPOPWYV YIa €XOPOUG, XAPOKTAPES
NPC, oxfjuaTa K.ATT.)

|

o
., Selector

F

MakeNoise

Eikova 15 "Behavior Tree Editor"
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3.3.7 Persona Editor

O emeCepyaotic Persona €ival T0 OUVOAO epyaAciwv eTTegepyaaiag
Kivoupevwy oxediwv ato Unreal Engine 4 kal XpnOIYOTTOIEITAI YIO TNV £TTECEPYATia
OTOIXEIWV OKEAETOU, OKEAETIKWYV paTiwy, Blueprints KIVOUUEVWY EIKOVWYV KAl GAAWV.
Ta TmepioodTeEpa (av OxI OAa) épya Tou animation oto Unreal Engine 4 6Oa
TTPaYMaTOTTOINOOUV O€ QUTOV TOV ETTEEEPYATTH.

R @

Eikova 16 "Persona Editor"

3.3.8 Cascade Editor

Cascade Particle Systems oe Unreal Engine 4 emeepydlovral péoa oTov
emmegepyaotry Cascade, o oT1oiog €ival évag TAAPWG EVOWMNOTWHEVOS KOl
OIOUOPPWUEVOG  €TTECEPYAOTNG €€ owpaTdiwv. To Cascade Tpoo@Epel
avaTpopodOdTNON O€ TIPAYUaATIKO XPOVO Kol €TTEEEPYATia  apBpwTwyV EQE,
ETMTPETTOVTAG TNV YPHYOPN KAl EUKOAN dnuioupyia akOPa Kal Twv TTI0 TTEPITTAOKWYV
EQE.

33 a6 80



Mruxiakn epyacia Tou @oitnTy Toirnpidn lwavvn

Eikova 17 "Cascade Editor"

3.3.9 Matinee Editor

O emeCepyaoTtiic Matinee Bacifetal oTn XPNon €EEIBIKEUPEVWV KOUUATIWV
KIVOUMEVWYV EIKOVWYV, OTIG OTTOIEG ITTOPOUNE VA TOTTOBETACOUNE Ta BACIKA KAPE YIa
VO OPICOUME TIG TIMEG OPIOUEVWV IDIOTATWY TwV Actor oTO €TTITTEdO0 PAG. AUTO HAG
ETTITPETTEl VA ONUIOUPYROOUME KIVNUOTOYPAPIKEG KIVACEIS TTAIXVIOIWY, OUVAUIKA
yeyovoTa TTaixvidiou 1 akoua Kal va {wvtavéWouue TIG 1I810TNTEG Twv HBoTToIWV pE
TNV TTéP0od0o Tou Xpdvou (OTTWG N auénon TNG PWTEIVOTNTAG Wiag TTNYAS @WTOG).

Eikova 18 "Matinee Editor"
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3.3.10 Sound Cue Editor

H oupTtrepipopd TnG avatrapaywyng nxou oto Unreal Engine 4 opiletal 010
Sound Cues, TO OTTOI0 UTTOPEI va ETTECEPYQOTEI XPNOIUOTTOIWVTOG TO TTPOYPAUMA
emegepyaoiag Sound Cue. Méoa amd Tov emetepyaoTty Sound Cue Editor,
MTTOpOUPE va OUVOUAOOUME KAl va avauiEoupe TTOAAG OTOIXEiO fAxXou yia va
OnUIoUPYNOOUNE Pia eviaia pIKTA "€€0d0" TTou gival atroBnkeupévn wg Sound Cue.

Wave Player : Collapse01

Y S—

Wave Player : Collapse02

Output @ ——

Eikéva 19 "Sound Cue Editor"

3.3.11 Paper2D Sprite Editor

O emeCepyaotic Paper2D Sprite emTPETTEl TNV €YKATAOTACN KOl TNV
emegepyaoia pegovwpévwy 2D Sprites (TTou €ival ouCIaoTIKA €vag ypryopos Kai
€UKOAOG TPOTTOGC yia va oxedidooupe 2D eikéveg atnv Unreal Engine 4).
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Eikéva 20 "Paper2D Sprite Editor"

3.3.12 Paper2D Flipbook Editor

Me 710 Paper2D Flipbook Editor ptropouue va onuioupyrioouue 2D
Kivoupeva ox€dia Trou ovopdadovtal Flipbooks. KaBopidovTtag pia ocipd atrd Sprites
KATA PAKOG OpIopévwy TTAaIoiwV KAEIDIwY Péoa oTo Paper2D Flipbook Editor, auta
Ta TTAQiola "peTakivouvTal" yia va OnUIOUPYAOOUV MIa KIvoupevn €ikova. O
KAAUTEPOG TPOTTOG va oKe@TOUPE Ta Flipbooks cival 1o TTaAId OTUA KIVOUPEVWV
oxediwv.

I T e e e
- - . b

6 8

2 ; ' dqadrrns

Eikéva 21 "Flipbook Editor"
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3.3.13 Physics Asset Tool Editor

To EpyaAeio Physics Asset Tool Editor (3 PhAT ¢&v ouvrtopia)
XPNOIMOTIOIEITAI yIa Tn OnUIOUPYia OTOIXEIWV QUOIKNAG YIa XPNOn ME OKEAETIKA
meshes. MTTopoupe va EEKIVIIOOUPE aTTO TO TITTOTA KAl VA XTIOOUUE O€ WIa TTARPN
ouvBeon ragdoll 4 va XpnolyoTToiIOOUME Ta €pyaAgia auTopaTiopou yia va
dnuioupynooupe £va Baciké ouvoAo Puoikwv Opiwv kal Puoikwv MNepIopICTUWV.
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Eikéva 22 "Physics Asset Tool Editor"

3.3.14 Media Player Editor

O EmeCepyaotic Media Player pag emTpétmel va OpicoudE  apxeia
TToAupéowyv n dieuBuvoeic URL tmou Ba xpnoipotroinBouv w¢g PECO TTYAS Yid
avatrapaywyn otnv Unreal Engine 4.

MapoAo 1Tou dev cival amTapaITATWS £vag "eTTe¢epyaoTis” doov agopd oTo
OTI OEV PTTOPOUNE VO ETTECEPYOOTOUUE QpPXEIa TTOAUPEOWYV, OAAG KaBOoPICOUME TIG
puBuiceic yia Tov TPOTTO avaATTAPAYWYNG TOU TINyadiou MEOOU, OTIWG YIa
TTapddelyua autdPaTn avatrapaywyn, puBPog avatrapaywyns i Bpoxocg.

MTtropoupe €TTiong va doUuE TTANPOYOPIEG OXETIKA PE TA HEOQ KABWG Kal va
XPNOIUOTTOINCOUUE TUTTIKA OTOIXEia €AéyXOu avatTtapaywyng yia Tnv TTPOROAN
QAUTWV.
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Eikéva 23 "Media Player Editor"

3.4 Blueprints

Ta Blueprints eivar n mpooéyyion ¢ Unreal Engine 4 oTov OTITIKO
TTPOYPAPMATIONO. AUuTO onuaivel OTI O EPYACIEG TTOU YEVIKA TTpoopifovTal yid
TTPOYyPaUUaTIONd Scripts dnuioupyouvTal avt 'autol PECW E€VOG YPOPRUOTOG TWV
KOUPBWV KAl Twv Ouvdéoewy, avti va Xpeldletal va TTANKTPOAOYOOUUE
OTTOIOOATTOTE TTPAYMATIKO KWOIKA. AUTO ETTITPETTEI OTOUG KAAMITEXVEG KAl AAAOUG
XPAOTEG TTOU O&v  XPNOIMOTTOIOUV  KWAIKA va Onuioupyouv TTEPITTAOKA  Kal
eCeNlyuéva ouoTiuaTa TTaixvidiou TTou ATAV TTPONYOUNEVWGS BIaBEaIua HOVO OTOUG
TTPOYPANMATIOTEG.

O okoT1rog Tou TTapadeiyparog Twv Blueprints cival va emdeigel opiopévoug
ammd Toug TTOAAOUG TPOTTOUG ME TOUG OTTOIOUG UTTOPOUV va XPnaoiuoTtroinfouv
Blueprints ota oxédla Tou emTédOU Hag. To oupTrepIAapBavouevo eTmiTredo
TTEPIEXEI MIa TTOIKIAIa duvaToTATWY @€ TTou Bacifovral o€ Blueprint. Opicpéva atréd
QuTA XPNOIUOTTOIOUVTAl WG OToIXeia oxediaong emTédOU yia TNV TTPOCONKN
OTITIKWV A TTEPIBAANNOVTIKWV €€, OTTWG QUAAA OpiXANG Kal "okTiveg Beou”, evw
GAa gival dlIoAOYIKGA OToIXEia ETTITTEDOU OTTWG €CEAYNEVA CUCTHAPATA KAPEPOG
acpaliciag. O o1dx0¢ cival va d00¢i pia aicbnon Twv TEPACTIWY dUVATOTHTWY TTOU
MTTOpOUV va  TTpooc@épouv  Ta Blueprints, Tapéxoviag TTapdAAnAa  XpACIPa
TTapadeiyuara yia va fondrnoouv Toug XproTeg va udbouv TTwe va dnuioupyrnoouV
ol idlol Ta Blueprints.

3.4.1 Ilwg Aetrtovpyovv Ta Blueprints;

21N Bacikn Toug pop®n, Ta Blueprints givail visual scripting TTpooBrikeg oTo
TTaIXVidl POG. Zuvdéovtag KOuPoug, OupPBdavta, AciToupyieg Kal UETABANTEG WE
KaAwdla, gival duvartr) n dnuioupyia OUVOETWY OTOIXEIWV TTAIXVIOIOU.
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Ta Blueprints AsitoupyouUv he Tn xprRon ypaenuaTwy KOUBwY yia dId@opoug
OKOTTOUG - KOTOOKEUN AVTIKEINEVWYV, HEPOVWUEVEG AEITOUPYIEG KAl YEVIKA CUPBAvVTA
TTaIXVIOIOU - TA OTToia €ival OUYKeEKpPIEva yia KAGBe own Tou Blueprint yia tnv
UAOTTOINOTN CUPTTEPIPOPAG Kal AAAWV AEITOUPYIWV.

3.4.2 Ou o oVvn0e¢ TOToL Blueprint
O1 mo ouvnBiopévol TuTrol Blueprint Toug oTtroioug Ba ocuvavTiiooupe
ouxvoTtepa cival Ta Level Blueprint kai Blueprint Classes.

Autoi gival yévo duo atrd Toug TUTTOUG Blueprints, ol oTroiol TrepIAaudavouv
etriong pakpoevtoAég Blueprint kai Blueprint Interfaces.

> OnictarBegrrveriap (Matines trigger)
9e¢ e

=1 MatineeActor ]

W Vatewerctont

Eikéva 24 "Level Blueprint example"

e To Level Blueprint TAnpei Tov idlo pdAo TToU ékave 1O Kismet oto Unreal
Engine 3 ka1 £xel Tig id1Eg duvaToTNTEG. KABE eTTiTredO €X€EI TO DIKO TOU Level
Blueprint kal auté UTTOPEI va TTAPATTEUTTEI KOl va XEIpiCeTal Toug Actors OTO
eiTedo, va eAEyxel Ta cinematics xpnoigotroiwvTag Toug Matinee Actors
Kal va diaxeipidetal Tpdyuata 61mTwg 10 level streaming, Ta onueia eA&yxou
Kal GAAa cuoTruata TTou oxeTiCovral pe 1o Level. To Level Blueprint utropei
emiong va aAAnAemdpdoel pe TIC KAAoelG Blueprint (&€ite Tnv emdpEvVn
evoTNTA YIO TTapadeiyuata autwy) TToU PpiokovTal OTo ETTITTEDD, OTTWG
avayvwon / puBuion OToIWVONTIOTE  METARANTWY 1 €vepyoTToinon
TTPOCAPHUOCHEVWY CUMBAVTWY TTOU EVOEXETAI VA TTEPIEXOUV.

Eikéva 25 "Blueprint Class Example"

39 a6 80



MruxiakA epyacia Tou @oitnT Toirnpidn lwavvn

e O1 Blueprint Classes civalr 10avikég yia Tn Oonuioupyia d1adpACTIKWV
oToIXEiWV  OTTWG  TIOPTEG, OIAKOTITEG, OUAAEKTIKA  QVTIKEIMEVA KOl
KATAOTPOPIKA TOTTiA. 2TNV TTAPATTAVW EIKOVA, TO KOUUTTI KAl TO OUVOAO TwV
Bupwyv gival EexwploTd Blueprints TTou TTEPIEXOUV TO ATTAPAITNATO CEVAPIO YIA
VA ATTAVTAOOUV OTA YEYOVOTA ETTIKAAUWEWVY TTAIKTWY, VA Ta (WVTAVEWOUYV,
va Traiouv NXNTIKA €€ Kal va aAAGgouv Ta UAIKG Toug (TO KOUUTTi avael
otav artnBei, yia Tapddelypa ). X€ QUTAV TNV TTEPITITWOTN, TO TTATPA TOU
KOUUTTIOU gvepyoTrolei éva ouuBdav péoa oto Blueprint g mopTag,
TTPOKAAWVTAG TO Avolyua - aANG o1 TopTeg Ba  ptropoucav  va
evepyoTroinBouv egiocou eUKoAa pe GAAo TUTTO Blueprint i pe pia akoAouBia
Blueprint Level. Adyw Tng autoteAoug @uong Twv Blueprints, pytropouv va
KATAOKEUAOTOUV HE TETOIO TPOTTO WOTE VA UTTOPOUME VA TA AQPOOUUE O€
éva emiredo kal Ba Asitoupyrioouv aTrAd, HE €AAXIOTN OTTAITOUMEVN
pUBuIoN. Auté onuaivel etmiong Om n emeCepyaoia evog Blueprint TTou
XpnoidoTroigital kKaB '6An TN didpkeia evog €pyou Ba evnuepwvel KABE
EMPAvION TOU.

3.4.3 TuaAdo pmopel va kavel éva Blueprint;
Anuioupyia evog Xapaktipa Traixvidiou

Ta moévia (Pawn) cival €mmiong évag TUTTOG Kartnyopiag Blueprint kai givai
duvaTd va CUYKEVTPWOOUME OAO TA OTOIXEIO TTOU XPEIACEDTE yIa €va XOPAKTAPO
Méoa o€ éva ypaenua Blueprint. MTTopoUpe va XEIPIOTOUPE TN CUUTTEPIPOPA TNG
KAMEPQG, va pubuiooupe Ta cupBavta €l0000uU yia TIG 000veS apng, controllers kai
mouse Kal va dnuIoupyrooupe £va TTEpIoUcIakd oToixeio Blueprint Animation yia
TO XEIPIOUO TWV KIVOUUEVWY OXEDIWV OKEAETIKWYV mesh .

Otav dnuioupyoupe €va véo Blueprint xapakTtripwy, autd euTTEPIEXEl Eva
MEYAAO PEPOG TNG CUMTTEPIPOPAG TTOU QTTAITEITAI VIO Tn PETAKIVNON, TO GAMA, TO
KOAUMTTI Kal TnV TITWON, Kal To POvo TTOU OTTQITEITAl €ival va TTPOCBECOUNE
opIopéva oUuuPBAvTa €1I0000U CUPPWVA PE TOV TPOTTO TToU BEAOUME va eEAEyXETAI O

XOPAKTHPA Pag.
Anuioupyia evog HUD

MTropoupe va xpnoipotroifooupe éva Blueprint yia va dnuioupyrioouue €va
HUD, 1o otroio eival TTapouoio pe TiIg Classes Blueprint, KaBwg UTTopEi va TTEPIEXEI
akoAouBie¢ oupBaviwv Kai peTaBANTWY, aAAG €xel avarteBei OTO TTEPIOUTIOKO
oTtoixeio GameMode Tou project avti va TTpoaTeBei atmeubeiag o€ €va etTiredo.

Mtropoupe va puBpiocoupe éva HUD yia va diafdloupe TiIG HETABANTES aTTo
aAAa Blueprints kal va TIGC XpNOIMOTTOINOOUME YIA VA EUQPAVIOOUUE MIO PTTAPA
UYEIOG, VO EVNUEPWOOUNE WIA TIMI OKOP, VA EUPAVIOOUUE QVTIKEIMEVIKOUG OEIKTEC
KATT. Eivan etriong duvatd va xpnoipoTtroiooupe 1o HUD yia va trpooBécoupe hit-
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boxes yia oToIxEia OTTWG KOUUTTIA OTA OTTOI PUTTOPOUME VA KAVOUUE KAIK 1], OTNV
TTEPITITWON TTAIXVIOIWV YIA KIVNTA, VA AVTATTOKPIVOVTAI OTNV £i0000 a®Ng.

EMIAOIoz

KAgivovtag auTtd 10 KEQAAAIO £XOUUE TTAEOV ECOIKEIWDBEI PE TIG EVVOIEG KAl TA
epyaAeia trou TTapéxovtal otn TAATOopua NG Unreal Engine 4. 'Exel yivel EKTEVIAG
QVATITUEN TWV E€VVOIWYV, €pYaAciwv Kal duvaTtothTwy TNG Unreal yia Tnv opoAl
Karavonon tng uAotroinong. MeydAn BapltnTa pe AtmoKAEIOTIKA TTOPAYPAPO EXEI
000¢i ota Blueprints Ta otroia atroTEAOUV TO KUPIO epyaAeio TnG UE4. Zuveyxioupe
ME TO KEQAAQIO TNG AVATITUENG.
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KE®AAAIO 4: ANAMTY=H MAIXNIAIO'Y

EIZAFQrH

ZEKIVWVTAG TO TAEidI TG dnuIoupyiag TTPETTEl va avagepOei 0TI akoAouBeiTal
Mia TTpoctyyion ammd €¢w TTPOG Ta pEoA. AUTO oOnuaivel OTI TTEPIYPAQPETAl N
dnuIoupyia TOUu KOOpou atrd TO terrain (Pop@oAoyia Tou €dAPOUG) Kal TA
foliage(dévtpa, ypaoidl, TTETPEG) KAl KABWG TTPOXWPAEI TTPOG TO ECWTEPIKOU TOU
KOOMOU Kal TIG MIKPOTEPEG AETTTOPEPEIEG OTTWG MIKPOAVTIKEIMEVA KAl AEITOUPYIEG
d1adpaong Pe 1o TTEPIBAAAOV.

4.1 Anuioupyia Project

To Traixvidl dnuioupyndnke Pe TNV XpAon Tou TrpoTuTttou First Person e
Baon Ta Blueprints. Q¢ puBuioelg Tou project emAéxbnkav Desktop/Console kai
Maximum Quality wg To UAIKO OTOXeuong Kal CUupTTEPIAGBauE Kal To Starter
Content d16TI TrepIAauBavovTal TTOAU eUXpNOTa Kal onUAvTIKA yia TV UAOTToinon
MOg assets.

4.2 'ESa@og “Terrain”

To £€da@og TTou XPNOIMOTIOINONKE OnuIoUpyRbnKe HE TNV XpPrnon Tou
TTpoypduuatogs World Machine. Edw &ev utropei va yivel eKTevAg avag@opd yia 1o
OUYKEKPIPEVO epYOAEio aAAG Ba apkeOTOUUE OTNV TTEPIYPAPA TOU KAl OTO TI HOG
etuttnpetei. Méoa amd 1O TTapaATTAvw €PYaAEio €xOupe Tnv duvatoTNTA VA
ONMIOUPYAOOUWE, HECO OIAdIKACOTIKAG TTPOCEYYIONG, PEOAIOTIKA £0A®N ME MEYAAN
EUKOAIO Kal 0€ eAAxIoTo Xpovo. ZTnv €ikéva 26 PAETTOUPE TO project TToU
XpPnoigoTtroinenke wg Baon yia Tnv dnuioupyia Tou €dAPOUG OTO TTAIXVIdI.

File Edt World Commands  Device Comman

@329 a4

Moin Extents

+ Deices PuamesDeves Halp s
BEO0D

rites & Macros I Generator L Output EJ Combiner Ml Filter LI Natural [ Selector L Converter & Parameter Flow Control

% Tools ¥ Favor
== | i
band X

Eikova 26 "World Machine"
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‘Ereira €yive n eilcaywyr] Tou terrain oTo Project pag 01Trwg @aivetal Kal oTnv €IKOva
27 ka1 TTAéov BAETTOUPE KOl TO AapXIKO terrain oTov editor eikova 28.

File  Edit Window  Help
Yy Modes

2

[MENELE
4 New Landscape
Create Mew ® |mport from File

Heightmap File [Please specify a heightmap)
Heightmap Resolutior RENFEIRIING -

MNone

€D

Material

Hint: Assign a material to see landscape layers

VA B B R v Additive

Layers 0 Array elements

1000~ J 1000 SR 000
Sections Per Compone a

Mumber of Component mxm g

Owverall Resclution :‘-

Total Components 16

Eikéva 27 "Landscape Import"
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Eikéva 15 "Import Terrain™

TS @ GED G G € -

Level: FirstPersonExampleMa
Eikéva 28 "Terrain perd TNV €e1Icaywyn”

To emépevo PBAua ATAV O «XPWHATIOPOS» Tou €BAQPOUG Kal  £TOI
dnuioupynBnke To avtioToixo material To oTroio TTEPIEXEI OAQ €KEiva Ta texture TTou
XPEIOOTAKAPE. A Tov «XpwuaTiopo» xpnoigoTtroinénkav Bitmaps amdé 1o World
Machine €101 n diadikacia ATAv TTIO YPryopn Kal TO ATTOTEAECOUA TTIO PEAAICTIKO.
2tnv eikéva 29 BAErroupe TO material “terrain_new” kair otnv €ikéva 30 TO
armmoTéAeopa Pe TNV Xpnon Ttwv bitmap. ‘Exer yivel kal mapéupacn oto apxiko
terrain pe TNV xprion Twv gpyaciwv sculpt kai paint yia Tnv TEAIKA diapudpewon Tou
€0A@OUG.

Eikéva 29 "Material Terrain_new"
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v Leval: FirstPersonEsamolzilan (Persistent)

Eikéva 30 "TeAiké Landscape”

4.3 Foliage

To ovuotnua Foliage Instanced Mesh pag emiTpémel va {wypa@icoupe
ypniyopa 1 va Odlaypdyouue ouUvola atrd Static Meshes. TlMNa TTapddeiyua
EI0AYOUPE €va HOVTEAO OEVTIPOU Kal HTTOPOUME va «Zwypa@iooupue» Kal va
dlaxelpICopaoTe TTOANG id1a dévTpa TTAVW TO terrain Pe YEYAAN EUKOAIQ Kal TaxuTnTa
XWPIG va XpelaleTal va Ta TTpooBEéTouue £va €va. Me Tnv Xprion TOU OUYKEKPIUEVOU
epyaAeiou TTpooTEONKAV OTO terrain dévTpa, ypaaidl, AOUAoUdIa Kal TTETPEG.

Eikéva 31 "Foliage Demostration"
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Ta otoixeia TTOU Xpnolyotroioaue Péoa atmmod 1o ouoTtnua Foliage cival Ta
TTOPAKATW:

e HillTree_02

e Low pine

e ScotsPine_01

e ScotsPineTall_01

e SM _ BoulderO5a

e SM_Buttercup_Patch_01

e SM_FieldGrass 01

e SM_FieldScabious 01

e SM_GroundRevealRock001
e SM_GroundRevealRock002
e SM_Heather_Mesh_Clumps2
e SM_LargePlainsBoulder002
e SM_River_Rock 01

e SM_Yarrow

4.4 First Person Character Blueprint

O1rwg €xel avagepOei kal 0To KePAAaio 3.1 Katd Tnv dnuioupyia Tou project
XPnoihoTtToInenke 1o TTPOTUTIO First Person. Autd 10 TTPOTUTTO TTEPIEXEI TIC PACIKES
Aeiroupyieg TToU XpelaleTal éva Traixvidl Tuttou «lMpwtou MpoowTtou». ‘Eva 1ToAU
OnNUavTiKG Kopudt Tou eival To First Person Character Blueprint. ‘Exouv yivel ol
ATToPAITATEG  TTAPEUPACEIC OTO  OCUYKEKPIUEVO apxeio Blueprint woTte  va
EMTEUXOOUV 01 OTOXOI TOU TTaIXVIBIOU. TO cuyKekpIuévo Blueprint eptrepiEXel OAEG
TIG AEITOUPYIEG TTOU €XOUV va KAVOUV MPE TNV Kivhon TOU XOPAKTAPO uag, Tnv
eloaywyr onAadry TG Kivnong atmd TO TTANKTPOAOYIO, TTOVTIKI KATT. OTTWG Kal
AeiToupyieg TTou TTpocBécape eueic Line Trace, Pause Widget, Notes Widget kai
Intro Sequence O6TTWG Ba doUue Kal Ba avamTuEoupe TTapakdTw. A@aipédnkav
oToixeia OTTwG n ekTOEEUON PTTAAAG PE TO KAIK KOl Ta XEPIO PE TO OTTAO BAETTE
eikdva 32,33. ANayég €yivav kal 7o FirstPersonHUD woTe va yivel yia didgavn
TEAEIO O KEVTPIKOG, apXIKA KOKKIVOG, O0TOX0G. Me authv Tn TeAgia Ba ptropei o
TTAIXTNG VO OTOXEUEI T AVTIKEIMEVA PE TA OTTOIA ETTIOUMET VO AAANAOETTIOPATEL.
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06 /E.cffve s
Enter your DA)/I Aou:c

Eikova 33 "First Person Character 2”

47 a1d 80



Mruxiokn epyacia Tou @oITnt To1tnpidn lwdavvn

4.4.1 First Person Character Custom Variables.

e PlayerObjective TUTTOU Text oTnv oToia KpaTtdue Kal eP@aAviCoupe TOV
ETTOPEVO OTOXO TOU TTAIXTN.

e Pause Menu Reference tutou User Wldget otnv otroia kpatdue 1o Pause
Menu WIldget petd tnv dnuioupyia Tou.

e has_key TUTTOU Boolean n otroia kaBopilel av o TraixTng d1abéTel TO KAEIDI
yia TNV TTOPTA TOU OTTITIOU.

e Notes Text TUTTOU Text n oTTOIa TTEPIEXEI TO KEIPYEVO ATTO TO CNUEIWPATAPIO.

e Story sequence TUTTOU Integer Tnv oToid TNV XPENOIMOTTOIOUKE yia va
KaBopioouue TNV O€IpA TTOU PTTOPEI O TTaiXTNG va AapBavel Ta objectives.

4.4.2 Intro Sequence

Kartd tnv dnuioupyia Ttou First Person Character kai Tou Event BeginPlay
onuioupyoupe évav Level Sequence Player pe Tnv Xprion Tou kouBou Create Level
Sequence Player kai otnv €icodo Tou divoupe TO avrtikeiyevo Level Sequence
“Intro”. 'Emeita n €moTpe@OpEVn TIUA OuvOEETal YE TOV KOUPBO play woTte va
EEKIVAOEI N avatrapaywyn NG e1I0aywyng n otroia 6a ekTeAEiTal HEXP!I VA DIAKOTTEI.
2T0UG KOUPBouUG TTapartnpouue Ot ETG Tov KOUBOo Play utrdpxel o kOoupog Delay o
oTroiog AauBdvel cav TTapdueTpo TNV didpkeia Tou Level Sequence avtikeinévou
Intro kai n xpon Tou gival va KaBuoTeprioel TNV eugavion tou FirstPersonHUD
MEXPI va oAokAnpwOei n avatmrapaywyr. MNMapdAAnAa uttdpxel kal o KOPPog enter
TTou KaTé TO event pressed evepyotroleital 0 KOPPBog Stop €101 WOTE va
TTOPAKAUWOUHE TNV €loaywyr. AQou oAokAnpwBei n avarrapaywyr) T0TE PE TNV
xpron Tou k6upou Cast to First Person HUD éxoupe Tpdéofacn kal aANG{oupe TV
custom petaBAnTA TTou £xouue dnuioupynoel TRANSPAR tUTTOU Float atrd undév
o¢ 1, dnpioupyoupe 1o First Person Hud Widget kai pe Tnv xprjon Tou koupBou Add
to Viewpoint 1o epy@avifoupe. ZTnVv Ikova 34 BAETTOUUE TO TEAIKO ATTOTEAEC Q.

Intro Sequence
Mo SEqUENce;

Eikéva 34 "Intro Sequence Playback”

4.4.3 Note Widget

‘Eva XapakTnpioTIKG  Tou  Traixvidlou  givar  OTI KATAypA@ETAl  OTO
«ONMEIWPATAPIO» TOU TTaixTn OTI cupPaivel OTO TTaIXVidl WOTE va MTTOPEi va
avaTpéCel oTo TTAPeABOV BonbwvTtag Tov €101 va GTACEl TTI0 ypriyopa oTnv AUon
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TOu puoTnpiou. '‘ETol pe tnv Xprnon KOpBwv pe TNV Xprion tou TTAAKTPpou «N»
MTTOPEI O TTAIXTNG VA EVEPYOTIOINOEI KAl VA OTTEVEPYOTTOINCElI TO ZNUEIWHPATAPIO.
Apxiké £xoupe Tov KOPBO TUTTOU event N Kal Katd To event pressed gvepyoTroigiTal
0 KOPBog FlipFlop o otroiog €xel duo evépyeleg A kal B TIG oTroieg eKTEAE EVOANGE
ME KABe TTANKTPOAOYNON TOUu TTANKTPOU «N».

H A emAoy pag odnyei otov ké6uPo Create Notes Widget oto otroio
dnuioupyoupe To Widget Notes kai émeita pe Tov kOupBo Add to Viewport To
eMavifoupe. ‘Etreira aAAdfouue Tov TPOTTO €lI0aywyng o€ Game and Ul kai
QuUTO WOTE VA UTTOPOUME va KIVNBOUUE PE Ta TTARKTPA KAl TO TTOVTIKI Héoa
o1o Note Widget. Mg Tov eTTOpeVO KOUPBO KAvouue Pause To Game Kal TEAOG
eM@avifoupe Tov KEpoopa UE Tov KOPPo SET.

H B emAoyr pag odnyei otov kOUPo Remove from Parent kair AauBdavoupue
WG TIMA €10000U TNV ETTIOTPEPOUEVN TINN atmd Tov KOUPo Create Notes
Widget. ‘Etreita aAAdloupe Eavé Tov TPOTTO €10000U QUTHV TNV QOopd UoOvo
oe Game, aAM\d&loupe Tnv TR Tou Game Paused o¢ false kai
QATTOKPUTITOUME TOV KEPOOPA.

Notes Widget

hotesWidger

Eikéva 35 "Notes Widget Activation/Deactivation™

Notes

Me andilly father.. [is o lang story.. [ hape i had mare time fo describe our
relatimship bict i dont. [ havent seen him for like [0 years know, bict we falk
reqularly on the phone. [ haven’ heard from him the past wonth and he didn%
rt/alie) y calls and messages. Affer so many years i decided ts 90 and see
him cause i am & bit worried if he iy ok. Had fo travel SOD wiles ts get fo s
house. [ keep staring the landscape, i forget how beasciful this place ir...Hope /UL

find him soom and he it k..

Eikéva 36 "Notes Widget In-Game"
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4.4.4 Pause Widget

O maixTng £xel TRV duvaTtoTNTa va KAvEl TTauon Katd TNV SIGPKEI TTOU TTailEl
ME TNV Xprion Tou TTANKTpou Escape. 'ETol EekivovTag atro 1o event on escape key
pressed eAéyxouue av n petaBAntr TUTTOU User Widget “Pause Menu Reference”
TTou €xoupe dnuioupynoel eival valid. Edv dev eival 161e ye Tov KOUPo “Create
Pause Menu Widget Widget” dnuioupyouue o Pause Menu Widget kai To BéToupe
oTtnv PeTaBANTH “Pause Menu Reference”. 'Etreita 4 oTnv TTEPITITWON TTOU Eival
valid ouvexiCoupe pe TNV Xprion Tou KOuRou “Set Input Mode Ul Only” pe otdxo 1oV
Player Controller ka1 Widget to Focus 10 Trepiexdpevo TG PeTaBANTAG  “Pause
Menu Reference” kai 10 gu@avifoupe Pe TRV Xprion Tou KOuBou Add to Viewport.
TeAeiwvovtag BETouue TO TTaIX VIOl O TTAUCON WE TNV XPAON Tou KOUPBou Set Game
Paused B¢tovrag oe True tnv boolean petaBAnt) Paused kai ep@avi(oupe Tov
KEPOOPQ.

Eikéva 37 "Pause Widget Activation”

Pause Menu Widget

O oxedlaopog Tou ouykekpigévou widget cival TOAU atrAdg. AlaBétel €va
background, duo buttons, Resume kai Quit to Main Menu. Kdavovtag KAIK OTO
Resume atrokpUTITOUdE Tov Képoopa, BEtouue Tnv pEBOdO €l00dou oe Game
Mode Only, agaipoupe 1o widget pe Tnv xprion Tou kOuPou Remove from Parent
kKal divoupe cuvéxela oTo Traixvidl kavovrag false tnv petapAnt Paused Tou
KOupPou Set Game Paused. Kdvoviag kAik oto Quit to Main Menu apxika
eM@avifoupe TOV KEPOOPA Kal KaAouue Tnv péBodo Remove HUD Ttou €xoupe
onuioupynoel. ‘ETeita avoiyoupye TO OpxIKO peEvoUu TO OTToi0 BpiokeTal o€
Ola@opeTIkG Level. Autd 1o KaTa@épvouue Pe TRV Xprion Tou kOupou Open Level
kal divovrag cav gicaywyr Level Name 1o “MainMenu”. Ta 1o apxikd pevou Ba
MIANOOUNE O€ ETTOUEVN TTAPAYPAQPO.
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06 ) fe clives
Enter your DA):{ /wm'e

Eikéva 38 "Pause Widget In-Game"

4.4.5 Interaction Line trace

MTtropei va UTTAPXOUV TTEPITITWOEIG OTO TTaIXVidl OTTou  B€Aoupe  va
TTPOCOIOPICOUPE AV O XOAPOKTAPAG TOU TIAIKTN KOITAZEl KATI KOl Qv val va
onuioupyeital  kdmmolo  ouuBdv. Autd UTTOPOUME VA  TO  UAOTTOIOOUME
xpnoigotroiwvtag Raycasts (3 Tracing) yia va "trupoBoAriocoupe” pia adpatn
aKTiva TTou Ba avixveuoel Tn YEWMETpia PETAEU dUO onuEiwv Kal av XTUTTAOEI
YEWWETPIA, ETTIOTPEPEI AUTO TTOU XTUTTAONKE, WOTE VA UTTOPOUME VA KAVOUME KATI
ME auTd. To MO onUAVTIKO XOPOKTNEIOTIKG TOu TraixvidloU eival n TTapatTavw
OuvaToTNTA TOU TTaiXTN v dAANAOETIOPA PE TA AVTIKEIYEVA TA OTTOIO OTOXEUEI PE TO
oTOXO0 TTaTWVTAG TTAPAAANAaG TO TTANKTPO “E”. =eKivwvtag pe 1o event on “E” key
pressed kalouue v péBodo LineTraceByChannel divovrag trapapéTpoug Start
TNV Bé0n Tng Kauepag “First Person Camera” pye Tnv xprion Tou GetWorldLocation
kal End péxpr To onueio Tou BéAoupe va Asitoupyei 1o linetrace pe améotaon 300
atd TNV B€on TNG KAUEPAS aveCapTATou TTEPIOTPOPNS. Me Tnv Xprion Tou KOPBou
Break Hit Result avaAUoupe 1o XTUTTNUO TNG a0pATNG aKTivag Kal AapBdvouue Tov
Hit Actor autd Quaoikd pévo edv éxel yivel xTotrnua dnAadn n return value amd Tnv
LineTraceByChannel cival true. & autd TO Onueio TTPETTEL va AVAQEPOUNE OTI
géxoupue dnuioupynoel €va interface 1o “Interaction_Interface” 10 otroio TrepIEXel TNV
MEBODO Interact. 210 TEAOG TOU Line Trace kaAgitalr autr) n HEBODOG e OTOXO TOV
Hit Actor 1Tou “xtUtrnOoe” 1O Line Trace. OmoTe KABE QVTIKEIMEVO TTOU €XEI YiVEl
impliment To ouykekpipévo interface kai d108€tel uAoTToINUéEVO TO Interact event,
OoTOXeUOVTAG TO PE TOV OTOXO Kal TTATWvTag To TANKTpo “E”, Ba ekteAeitar OTI
akoAouBei PETA TNV evepyoTroinon Tou event. Auth n uAotroinon pag €dwaoe TNV
duvarotnTa va aoAAnAoemdpoupe pe Otrolov Actor €TBOUPOUNE, €I0AYOVTOG TIG
evépyeleg TTou BéAoupe va AapBdvouv xwpa eviog Tou avtioTolxou Blueprint.
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Eikéva 39 "Line Trace Workflow"

4.5 Main Menu Level

To ouykekpipévo Level To xpnoipgoTroloUupe Hévo yia TO KEVTPIKO PEVOU TOU
TTauXVvIOIoU. 2¢€ eTTiTTedo pubuiccwv KOOUOU XPNOIUOTTOIOUME  TO
“FirstPersonGameModeMenu” aAAalovtag OUYKPITIKG ME TO
“FirstPersonGameMode” atd 1o “FirstPersonExampleMap” level Tnv HUD Class
o¢ “MainMenu” kai Tnv Default Pawn Class o€ “None”.

4.5.1 MainMenu HUD

Katd tnv ekkivnon Tou Level kal TrapdAAnAa tnv dnuioupyia Tou MainMenu
HUD evepyoTroicital To event BeginPlay tou Bpioketal péoa oe auto. 'ETrerra
dnuioupyoupe To MainMenuWidget Widget kai 10 eugavifouue ue Tnv péBodo Add
to Viewport epgpaviovrag Kal Tov KEpoopa.

4.5.2 MainMenuWidget Widget

2T0 OXEDIAOTIKO KOUMATI TO KEVTPIKO HEVOU ATTOTEAEITAI OTTO MIA EIKOVA WG
background kai Tpia buttons Start Game, Options kai Quit Game. Evidég 1ng
emAoyng Options uttdpyxouv 4 kouptnd pe 3 emAoyég avaAuong (1920%1080,
1280*800, 800*600) kai pia emmAoyr Return yia emoTpo@r] 0TO KEVTPIKO PEVOU. ZTO
AEITOUPYIKO KOPPATI UAOTTOIOUVTAI TA TTAPAKATW:

e On Clicked (StartGame): Kahoupe tnv péBodo Open Level pe otdX0 TO
Level “FirstPersonExampleMap”, 6étoupe w¢ péEBodO eloaywyng Game
Only ka1 e€agavifouue Tov KEpoopa.

e On Clicked (QuitGame): KaAouue Tnv péBodo Quit Game kai TeppaTiCel TO
TTQUXVidl.

e On Clicked (Options): Otav emAéyouue Tnv emAoy options &ia Tng
pNEBOBoU Set Visibility epgpaviCoupe 10 pevou Options kal e¢agavi(oupe 10
pevou Main.
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On Clicked (Return): Kavel akpifwg 1o avtiBeTo, dia Tng ueBodou Set
Visibility ep@avifoupe 10 pevou Main kai e€agavifoupe 10 pEVOU
Options.

On Clicked (1920*1080): Me Ttnv xpnon tng peBOGdou Execute
Console Command ekteAoupue TNV €vioAn “setres 1920x1080” kai
aAAdloupe Tnv avaAuon Tou TTaixvidiou o€ 1920*1080 pixel.

On Clicked (1280*800): Mg Tnv xprion TnG ueBddou Execute Console
Command ekteAoupe TNV €vioAn “setres 1280x800w” kai aAA&G{oupe
TNV avaAuon Tou traixvidlou og 1280*800 pixel.

On Clicked (800*600): Me Tnv xpron tng peBodou Execute Console
Command ekteAoupe TNV evioAn “setres 800x600w” kai aAAG{oupe
TNV avadAuon Tou TTaixvidiou o 800*600 pixel.

Eikéva 40 "Main Menu"
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Eikéva 41 "Main Menu Options”

4.6 Objectives Sequence

2¢ autd TO onueio Ba avaAuoouue TOUG OTOXOUG TIOU TIPETTEl VO
OAOKANPWVEI O TTAIXTNG KAl TOV TPOTTO TTOU UAOTTOIOUVTAl WOTE va PTACEl OTOV
TEPMATIONO. O €AeyX0G TNG OEIPAG EKTEAEONG TWV OTOXWV YIiVETAI PE TNV XPRON TNG
MeTaBANTAG Story _sequence Tou Ppioketal péoa oto Blueprint “First Person
Character”.

4.6.1 Door_BP

To Blueprint Door_BP eKTeAE TIG AEITOUPYIEG UIOG KAVOVIKNG TTOPTAG. XpEIAgeTal
KA€IOi yia va Tnv avoifoupe, avatrapayetal XoG KABe popd TTou avoiyel 1) KAEivel
KOl OTNV TTEPITITWON MAG EVAUEPWVEI KAl KATTOIEG YETARANTEG yia TAV €EENIEN TNG
I0TOPIAG.

ApxIka oTig puBuioeig kKAdong (Class Settings) Tou Blueprint éxoupe KAvel
implement 1o Interaction Interface kai €101 uhotToioaue 10 Event Interact. Otav
evepyotroigital 70 Event Interact pe Tnv  xprjlon Tou kOuPou Cast to
FirstPersonCharacter EXOupE mTpéoBaon oTIG METARBANTEG TOU
FirstPersonCharacter. EAéyxouue av 0 XAPOKTAPAG MOG KATEXEI TO KAEIdI Ye TNV
boolean petaBAnt Has Key. Me tnv xprion tou k6uBou Branch avaloya pe 10 av
Katéxel 10 KA€1di (True) 1 6xi (False) yivetar dlaxwpIioUOG OTIG EVEPYEIEG TTOU
ETTovral.

o Edv katéxel To KAEIOi eAEyxoupe av n TTOPTA €ival avoixTr 1 KAEIOTH WOTE
Katé Tnv ekTéAeon va avoigel A va kAgioel. Me Tnv xprion Tou kK6uBou Add
Audio Component avatmrapdyoupe TOV avTiOTOIXO X0 OTAV AVOoIgel N TTOPTA
(Door_Open) 1 otav kAcioel (Door_Close). ‘ETreita xpnoIUOTTOIOUPE TOV
KOupo Timeline. Edv n T1épTa ATaV KAEIOTH €EKTEAEITAI KAVOVIKA TO
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xpovodidypapua (Play) timeline diagopeTikd €dv ATAV AVOIXTH €KTEAEITAI
avtiotpopa (Reverse). EcwTtepikd oto Timeline £xoupe dnuioupynoel Eva
Float Track (left_down_rot) pe pyAkog 2.0 yia va ekteAéooupe OPOAG Thv
TTEPIOTPOPN TNG TTOPTAG ATTO AVOIXTH) O€ KAEIOTH KAl AVTIOTPOPA. =EKIVAUE
éxovtag 1o mpwto key otnv TipR 0 otov xpdévo 0.0 kal To deuTtepo key oTnv
iy 100 kar xpoévo 2.0. TéAog upe Tnv XPAON Tou KOuPou
SetRelativeRotation, pe otéxo tnv MNMoépta (Door) kal wg New Rotation Tn
TIA Tou KOUPou Make Rotator cupgwva pe Tnv TR Tou Left Down Rot atré
10 timeline oTtnv Béon Z (Tou KABETOU ALOVA), EKTEAOUUE TNV TTEPIOTPOPN

NG TTOPTAG.

e Ed&v dev éxel 10 KA€Idi 1O0TE aAAGloupe TNV TIWA TNG METABANTAG Player
Objective oe “Door is Locked!” kai avatrapdyoupe Tov Axo “key place”.
TEéNOG evnuepwvoupe TNV TIPA TNG METABANTAG Notes Text TpooBETovTag Ta
véa OTOIXEid OTO OnUEIWHATAPIO KOl TNV TIWA TNG METABANTAG Story
Sequence og 1 deixvovtav 0TI TOTE OAOKANPWONKE O TTPWTOG OTOXOG.

Eikéva 42 " Door Blueprint"

4.6.2 key1
To Blueprint key 1repiéxel To KA€IOI TO OTTOIO €ival ATTAPAITNTO YIA VA AVOIEE!
n mépTa Door_BP.

MNa TNV UAOTTOINON TOU CUYKEKPIUEVOU Objective xpnoiuoTtroifdnke 1o event
ActorBeginOverlap kai n ekTtéAeon yivetalr pia @opd Pe TNV Xprion Tou KOuBou
DoOnce. Me 1nv xprion Ttou Trapatrdvw event kai Tov kOupo Cast To
FirstPersonCharacter é€xoupe tmpdéofacn oOTIC WETABANTEG TTOU UTTAPYXOUV OTO
FirstPersonCharacter kai evnuepwvoupe Tnv MPeTapAnt) Has Key oe True,
evnuepwvoupe Tnv PetapAnt) Player Objective oe “I got the key!” kair tnv
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MeTaBANTA Story Sequence oe 2. T€Aog pe TNV Xprion tou kOPPou Set Visibility
QATTOKPUTTTOUME TO QVTIKEIMEVO TOU KAEIDIOU.

Eikéva 43 "Key Blueprint"

4.6.3 Look for_dad
To Blueprint Look _for_dad avartrapdyel évav HJovOAOYyo TOU TTPWTAYWVIOTH
KAl EVNUEPWVEL KAl KATTOIEG METABANTES YIa TNV €EENIEN TNG 10TOPIAG

OT1rwg Kal oTo TTponyoupevo Objective yia TNV UAOTTOINCN XPNOIKOTTOINONKE
T0 event ActorBeginOverlap kal n €kTEAEOn yiveTal Yia @opd UE TNV XPrOn Tou
KOupou DoOnce. Mg Tnv xprion Tou TTapatmmdvw event kal Tov kKOoupo Cast To
FirstPersonCharacter €xouue mpoéofaon oOTIC WETABANTEG TTOU UTTAPXOUV OTO
FirstPersonCharacter kal evnuepwvouue TNV TiUA TNG YETABANTAS Player Objective
oe “Look for your Dad’s Notebook. ‘Emeita evnuepwvoupe 10 onuEIWPATAPIO
onAadn v uetaBAnTtr) Notes Text kal avatrapdyouue Tov rfxo “search_for_dad”.
TéNOG evnuepwvouue TNV HETABANTA Story Sequence otnv Tiun 3.

Eikéva 44 " Look For your Dad Blueprint"
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4.6.4 Notebook
To Blueprint Notebook avatrapdyel évav povoAoyo TOU TTPWTAYWVIOTH,
avoiyel To widget “Notebook Widget” kai evnuepwvel Kal KATTOIEG METARBANTEG yIa

TNV €§EAIEN TNG 1I0TOPIAG.

To ouykekpiyévo Blueprint artroteAeital amd dUo event TTOU UAOTTOIOUV
OI0QOPETIKEG AciToupyieg. 2TIG puBuioeig kKAaong (Class Settings) Tou Blueprint
¢xoupe kavel implement 1o Interaction Interface kai €101 uhotToijoape 10 Event
Interact. Emiong €éxoupe TmpooBéocel 1O event ActorEndOverlap. ‘Exoupe
onuioupynoel Kai pia yetaBAnTtr TUTTou Boolean tnv BookVis yia va eAEyXoupe €av
EXOUE avoIXTO TO NUEPOADYIO.

Event Interact

ZEKIVWVTAG TNG EKTEAEON XPNOIMOTTOIOUPE TOoV KOUPBOo Branch pe ouvlrikn tnv
TIMA TNG METABANTAG Book Vis.

e Edv n mipn g cival False dnAadn dev £xoupe avoigel TO NUEPOAOYIO OTTOTE
onuioupyoupe 10 Widget “Notebook Widget” kai 10 ep@avi(ouhe Pe TNV
xprion Tou kOuPou Add to Viewport kal avorrapdyoude Tov X0
“‘Notebook_read” pe tnv xprion tou koupou Add Audio Component. ‘ETreita
aAAGloupe TNV TIUA TNG METABANTAG Book Vis o€ true kal e TNV Xprion Tou
KOupou Cast To FirstPersonCharacter éxouue TTpooBacn oTIiG HETARBANTES
TTou uTtdpxouv oTo FirstPersonCharacter kal evnUEPWVOUNE TNV TIMN TNG
peTapAnThc Player Objective oe “Look for your Dad in the Forest”, Tnv TiuR
NG JeTaBANTAG Notes Text kal To Story Sequence o€ 4.

e Ed&v n Ty ¢ givalr True agaipoupe 10 Widget pe tnv xprion Tou KOuPBou
Remove from Parent, 8étoupe TnVv TiuA TG peTaBANTAG Book Vis ot False
Kal OIOKOTITOUME Tnv avarrapaywyn tou Axou “Notebook read” pe TNV
Xpron Tou kK6uBou Stop.

Event ActorEndOverlap

ZEKIVWVTAG TNG EKTEAEON XPNOIUOTIOIOUME ToV KOUPBO Branch pe ouverkn
TNV TINA TNG METABANTAG Book Vis. Edv eival aAnBnig, pue tnv Xprion tou KOuBou
Remove from Parent, 6étoupe TNV TIUA TNG PETABANTA¢ Book Vis ot False kai
OIOKOTITOUME TNV avatrapaywyr Tou rixou “Notebook read” pe tnv Xprion Ttou
KOuBou Stop.
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Eikéva 45 "Notebook Blueprint”

4.6.5 Book_Page
To Blueprint Book _Page avatrapdyel évav povoAoyo Tou TTPpWTAyWVIOTH,
avoiyel To widget “Page Widget” kal evnuUEPWVEI KAl KATTOIEG METABANTEG yia TNV

e€ENIEN TNG 10TOpPIAG.

OT1rwg Kal To TTponyouuevo Kal auTd 1o Blueprint atroteAeital ammd duo event
TTOU UAOTTOIOUV BIAQOPETIKEG AciToupyieg. TG puBuioelig KAaong (Class Settings)
Tou Blueprint £€xoupe kdvel implement 1o Interaction Interface kai €101 uUAoTTOINCAUE
10 Event Interact. Emiong £xoupe TmpooBéoel To event ActorEndOverlap. ‘Exoupe
onuIoupynoel Kal hia petaBAnTr TUTTOU Boolean tnv BookVis yia va eAéyxouue eav
EXOUME avoIXTA TNV oeAida.

Event Interact

ZEKIVWOVTAG TNG EKTEAEON XPNOIMOTTOIOUPE TOov KOUPBOo Branch pe ouvBrikn tnv
TIMA TNG METABANTAG Book Vis.

e Ed&v n miun 1ng eival False dnAadny dev £xoupe avoigel Tnv oeAida oTrdTe
dnuioupyoupe To Widget “Page Widget” kai Tnv eJpavifoupe Pe TNV Xpnon
Tou KOuBou Add to Viewport. ‘Emeita aAAGloupe TNV TIuR TNG METABANTAG
Book Vis o€ true kai pe Tnv Xpnon Tou KOpPBou Cast To
FirstPersonCharacter £xoupe Tpoofacn OTIC WETARANTEG TTOU UTTAPXOUV
oTo FirstPersonCharacter. Me tnv xprion Tou k6uPBou branch eAéyyxoupe eav
N TIMA TNS METABANTAG Story Sequence €ivai ion e 4 WOTE va PNV PTTOPEi va
EKTEAEOTEI N OUVEXEID €dv Oev €XOUME OAOKANPWOEl TA TTPONYOUUEVQ
objective. Edv n ouvbnkn eivar aAnBng T1oTE QvATTOPAYOUHPE TOV MXO
“magic_page” pe Tnv xprion tou k6uPBou Add Audio Component kai £TTEITa
ME TNV Xprion Tou kKéPPou Set Visibility kal ye otéxo Tou Static Mesh “Page”
ATTOKPUTITOUME TNV O€Aida. TEAOG EVNUEPWVOUNE TNV TIUA TNG METABANTAG
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Player Objective o€ “ Search the Cabinet for the rest of the Book ”, Tnv Tiun
TNG METAPBANTAG Notes Text kal To Story Sequence o€ 5.

e EA&v n Ty g civalr True agaipoupe 10 Widget pe tTnv xprion Tou KOuPBou
Remove from Parent kai 8étoupe tnv Ty Tng MeETaBANTAG Book Vis o€
False.

Event ActorEndOverlap

ZEKIVWVTAG TNG EKTEAEON XPNOIPMOTTOIOUME TOov KOWBO Branch pe ouverkn
TNV TINA TNG METABANTAG Book Vis. Edv eival aAnBrig, pue tnv Xprion tou KOUBou
Remove from Parent kai B€Toupe Tnv Tiuf TG neTaBANTAG Book Vis o€ False.

Eikéva 46 "Book_Page Blueprint"

4.6.6 Magic_History

To Blueprint Magic_History avatrapdyel évav JovoAoyo Tou TTpwTaywvIoTH,
avoiyel To widget “Magic Book Widget” kal evnuepwVel Kal KATTOIEG JETARBANTEG YIa
TNV €¢€AIEN TNG 1I0TOPIAG.

OT1TWw¢ Kal To TTponyouuevo Kal autd 1o Blueprint atroteAeital ammd duo event
TTOU UAOTTOIOUV BIAQOPETIKEG AsiToupyies. 2TIG puBuioelg kKAaong (Class Settings)
ToU Blueprint éxoupe kavel implement 1o Interaction Interface kai €101 UAOTTOINCAUE
10 Event Interact. Emiong £xoupe mmpooBéoel To event ActorEndOverlap. ‘Exoupe
onuioupynoel Kai pia petaBAnTr TUTTou Boolean tnv BookVis yia va eA£yxoupe €av
€XOUME avoixTo To PBIBAIO.

Event Interact

ZEKIVWVTAG  TNG  €KTEAEOn  xpnoigotroloupye Tov  KOpPBo  Cast  To
FirstPersonCharacter wate £€xoupue TTpooacn oTiC ETABANTEC TTOU UTTAPXOUV OTO
FirstPersonCharacter. Me tnv xprijon Tou kKOuPou branch gAéyyxouue €dv n TiuA TNG
peTaBANTAG Story Sequence gival ion Pe 5 WOTE va Unv UTTOPEI VO EKTEAEOTEI N
ouvéxela €av Oev €xoupe OAOKANPwoel Ta Trponyoupeva objective. ‘Etreita
XpnoliyoTroloupe Tov KOUPBo Branch pe ouvBrikn tnv TIPn TNG HETABANTAG Book Vis.
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e Edv n mipA g gival False dnAadr dev £xoupe avoigel To payiko BiBAio oTToTe
dnuioupyoupe 10 Widget “Magic Book Widget” kal 10 gu@avifoupe Pe TNV
xprion Ttou képPBou Add to Viewport. ‘Etreita aAAdfoupe v TIPA TNG
MeTaBANTAG Book Vis o€ true kal avatmmapdyoupe Tov Axo “Magic_book_find”
ME TNV Xprion Tou koupBou Add Audio Component. TEAOG EVNUEPWVOUUE TNV
TiuR NG peTaBAnTig Player Objective oe “Find the mysterious cave on the
mountain ”, Tnv Tiu TNG HETABANTAG Notes Text kal To Story Sequence o¢ 6.

e Ed&v n Ty ¢ gival True agaipoupe 10 Widget pe tTnv xprion Tou KOUPBou
Remove from Parent kai 8étoupe Tnv Ty TN MeTaBANTAG Book Vis o€
False.

Event ActorEndOverlap

ZEKIVWVTAG TNG EKTEAEON XPNOIPMOTTOIOUME TOV KOWBO Branch pe ouvelnkn
TNV TINA TNG PETABANTAG Book Vis. Edv eival aAnBnig, pe tnv Xprion tou KOuBou
Remove from Parent kai 6€toupe Tnv Tiurf NG ueTaBANTAG Book Vis o€ False.

Eikéva 47 "Magic_History Blueprint”

4.6.7 to_the_cavel
To ouykekpipévo Blueprint avatrapdyel évav JovoAoyo Tou TTPWTAYWVIOTH,
KAl EVNUEPWVEI Kal KATTOIEG METABANTEG yia TNV €EENIEN TNG 1I0TOPIAC.

2T0 OUYKekpiyévo Blueprint uAotroloupe 10 event ActorBeginOverlap 10
OTTOI0 €vepPyOTTOIEITAI OTAV O TIAiXTNG €loaxBei otnv TrEPIOXr) Tou blueprint.
ZEKIVWVTAG TNV €KTEAEOn  xpnoldotroloupe  Tov  kOuBo  Cast  To
FirstPersonCharacter woTe £€xoupue TTPOCBacn OTIG ETARANTES TTOU UTTAPXOUV OTO
FirstPersonCharacter. Me tnv xprijon Tou KOuPou branch gAéyyxouue €dv n TiuA TNG
peTaBANTAG Story Sequence gival ion Pe 6 WOTE va PNV UTTOPEI VO EKTEAEOTEN N
Ouvéxela €dv Oev €xoupe OAOKANpwoel Ta Trponyouueva objective. 'ETteita
avatrapdayouue Tov Axo “to_the cavel” pe TNV Xprion Tou KoOuPBou Add Audio
Component. TEAOG evnuepwvoupe TNV TIUA TNG METABANTAG Notes Text kai To Story
Sequence og 7.
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Eikéva 48 "To the cave 1 Blueprint"

4.6.8 to_the _cave2
To ouykekpipévo Blueprint avatrapdyel évav JovOAOyO TOU TTPWTAYWVIOTH,
KAl EVNUEPWVEL Kal KATTOIEG METABANTEG YIa TNV EENIEN TNG 10TOPIAG.

2TO0 OUYKeKpIMEVOo Blueprint uAotroioupe 10 event ActorBeginOverlap 10
OTTOIO €VEPYOTTOIEITAI OTAV O TIAiXTNG €loaxBei otnv TepIoxr) Tou blueprint.
ZEKIVWVTAG TNV €KTEAEOn  xpnoldotroloupe  Tov  KOuBo  Cast  To
FirstPersonCharacter woTe £€xouue TTpooBacn oTIG ETARBANTES TTOU UTTAPYXOUV OTO
FirstPersonCharacter. Me tnv xprjon Tou KOuPou branch gAéyxouue €dv n TiuA TNG
METABANTAG Story Sequence cival ion Ye 7 WOTE va PNV UTTOPEI VO EKTEAEOTEI N
ouvéxela €dv Oev €xoupe OAOKANpwoel Ta Trponyouueva objective. ‘Etreita
avatrapdyouue Tov AXO “to_the cave2” pe Tnv xprijon Tou koOuPou Add Audio
Component. TEAOG evnuepwVoupEe TNV TIWA TNG METABANTAGS Notes Text kai To Story
Sequence o¢ 8.

Eikéva 49 "To the cave 2 Blueprint"

61 amd 80



MruxiakA epyacia Tou @oitnT Toirnpidn lwavvn

4.6.9 to_the_cave3
To ouykekpipévo Blueprint avatrapdyel Evav JOVOAOYO TOU TTPWTAYWVIOTH,
KAl EVNUEPWVEL KAl KATTOIEG METABANTEG IO TNV €EENIEN TNG 10TOPIAG.

2TO0 OUYKeKpIMEVOo Blueprint uAotroioupe 10 event ActorBeginOverlap 10
OTTOI0 €VEPYOTTOIEITAl OTAV O TIaiXTNG €loaxBei otnv Trepioxr) Tou blueprint.
ZEKIVWVTAG TNV €KTEAEOn  xpnoldotroloupe  Tov  KOuPo  Cast  To
FirstPersonCharacter woTe £€xoupue TTPOCBacn oTIG PETARANTES TTOU UTTAPXOUV OTO
FirstPersonCharacter. Me tnv xprjon Tou KOuPou branch gAéyyxouue €dv n TiuA TNG
METABANTAG Story Sequence cival ion Ye 8 WOTE va PNV PTTOPEI VO EKTEAEOTEI N
ouvéxela e€dv Oev €xoupe OAOKANPwOoel Ta Trponyouueva objective. 'ETteita
avatrapdyouue Tov Axo “to_the cave3” pe TNV Xprion Tou koOupou Add Audio
Component. TEAOG evnuePWVOUNE TNV TIWA TNG METABANTAG Notes Text kai To Story
Sequence og 9.

Eikéva 50 "To the cave 3 Blueprint"

4.6.10 into_the _cavel
To ouykekpipévo Blueprint avatrapdyel évav JovoAOyo TOu TTPWTAYWVIOTH,
KAl EVNUEPWVEL KAl KATTOIEG METABANTEG YIa TNV €EENIEN TNG 10TOPIAG.

2T0 OUyKekpipévo Blueprint ulotroioupe 10 event ActorBeginOverlap 10
OTTOI0 gvepyoTTOIEITAl OTAV O TIAiXTNG €l0ax0ei otnv Teploxy Tou blueprint.
ZEKIVWVTAG TNV EKTEAECN XPNOIJOTTOIOUME Tov KOUBO DoOnce woTe n etTakdAoubn
eKTEAEON va yivel yia @opd kai Tov kOuPo Cast To FirstPersonCharacter woTte
éxoupe mpdéoBaon oTIC UeTABANTEG TTOU UTTApYXouv oTOo FirstPersonCharacter.
‘ETreITa XpnolYoTToIoOUPE avatrtapAyoupde Tov AXo “into_the cavel” pe tTnv xprion
Tou KOuBou Add Audio Component. TEAOG EvNUEPWVOUNE TNV TIUN TG METARANTAG
Player Objective og “Go deeper in the Cave!”, Notes Text kal T0 Story Sequence
oe 10.
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Eikéva 51 "Into the cave 1 Blueprint"

4.6.11 into_the_cave2
To ouykekpipévo Blueprint avatrapdyel évav JOVOAOYO TOU TTPWTAYWVIOTH,
KAl EVNUEPWVEI KAl KATTOIEG HETABANTEG yIa TNV €EEAIEN TNG I0TOPIAG.

2T0 OUuyKekpigévo Blueprint ulotrolouue 10 event ActorBeginOverlap 1o
OTTOI0 €veEPYOTTOIEITAl OTAV O TIAiXTNG €l0ax0ei otnv Teploxy Tou blueprint.
ZEKIVWVTAG TNV EKTEAEON XpNOIPJoTToIoUUE Tov KOPBOo DoOnce woTe n eTTakdAouon
eKTEAEON va yivel pia @opd kai Tov kKOuPo Cast To FirstPersonCharacter woTte
éxoupe mpoéoBaon oOTIC ueTABANTEG TTOU uTTApyouv oTo FirstPersonCharacter.
‘ETreITa XpnoIJOTToIoUME avaTtrapdyouue Tov fxo “into_the cave2” pye tnv xpron
Tou KOuPBou Add Audio Component. TEAOG EvNUEPWVOUNE TNV TIUN TG METABANTAG
Player Objective og “See if you can open the Tomb.”, Notes Text kai 10 Story
Sequence og 11.

Eikéva 52 "Into the cave 2 Blueprint"

4.6.12 end_1
To Blueprint end_1 ouciaoTIKA avatrapdyel HECA ATTO XPOVOdIaypAaupaTa HXoug
Kal gE TNV oAoKArfpwon Tou avoiyel To widget “End Game Widget”.
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To ouykekpiuévo objective atroTeAei To TEAeUTaio Kal PETA TNV EKTEAECH TOU
ohokAnpwvetal To Traixvidl. Apxik& uAlotroloupe 10 event ActorBeginOverlap 10
OTTOIO €VEPYOTTOIEITAl OTAV O TIAiXTNG €l0ax0ei otnv Teploxy Tou blueprint.
ZEKIVWVTAG TNV EKTEAEON XPpNOIPoTToIoUPE Tov KOPBOo DoOnce woTe n eTTakdAouon
EKTEAEON va yivel MIa popa Kal AvVOTTOPAYOUUE TOV AXO
“Man_Crying_and_Whimpering” pe tnv Xprion Tou k6upou Add Audio Component.
‘Emreira ye Tnv Xprion tou Timeline_0 6tav oAokAnpwOei 0 XpOvog eKTEAEONG TOU UE
TV XPrRon tou KouBou Stop kal wg oTéxo To TTponyoupevo Audio Component
OIOKOTITOUME TNV avatrapaywyr. MapdAAnAa Katd TRV EKTEAECN TOU TTPONYOUNEVOU
Timeline £xoupe TpooBéoel kal €va float track oTov oTToiI0 TTAVW QvATTAPAYOUNE
ToV fixo “Dinosaur_Footsteps_Sound_Effect” yia 5 sec. ‘Emeita avarmrapdyoupe tov
nxo “Dinosaur_Roar _sound_effect” kai pe tnv Xprion tou Timeline_1 kai TOU
KOuPou Stop OIOKOTITOUME TNV avatrapaywyr] METG atmd 7 sec. OEToupe TNV
Karaotaon Tou Traixvidiou o€ Paused pe tnv xprion tou képPou Set Game
Paused. Té\og dnuioupyoupue To Widget End Game kail To eJ@avi{OuE.

Eikéva 53 "end_1 Blueprint"

End Game Widget

Ortav avoiyouue 10 ouykekpiuévo Widget ekteAeital To Event Construct yéco
Tou KOPBou Play Animation avatrapdayoupe 1o “New Animation 1”7 10 oT10i0 €XEI
MEyeBog 5 sec omTou £xoupe duo Key €va otov Xpovo 0 otTou kal To Opacity Tou
TextBlock 38 cival 0 ka1 oTtov xpovo 5 étmou 1o Opacity €ival 1. Me tnv xprjon Tou
KOuPou Delay kaBuoTepouue TNV ouvéxela TnG eKTEAEONG KaTd Tov Xpovo “Get End
Time” Tou “New Animation 1” kal agou TTepAcel autdg 0 XPOVOGS PE TNV XpHion Tou
KOuBou Open Level avoiyoupe To MainMenu Level eTIoTpEQPOVTAG £€TO1 OTO APXIKO
Mevou.
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Eikéva 54 "End Game Widget"

4.7 Main Assets

MNa va ytropéoel va uAoTroinBei o€ peaNIOTIKO XPpOVO TO CUYKEKPIPEVO project
XpnoligoTtroindnkav TToAAd £Tolua assets aTrd Ta oTroia KATToIa TTapEXovTal aTTd TV
Epic Games, Tov dnuioupyo dnAadr Tng Unreal Engine, aAAdG kai TTOANG akoun Ta
oTroia dnuioupynRdnkav atrd dIAQopoug dNUIoUPYOUG Kal TTapEXoVTal OWPEAV TTPOG
xpnon. Mnv &exvaue om yia Tnv uAotroinon evog AAA (* A lot of time. * A lot of
resources. * A lot of money.) Traixvidiou dIaQopPETIKA TTPOCEYYIon Ba ATav aduvarn.
H cicaywyn kai n PBeATioTotroinon €vog TPIoOIGOTATOU MOVTEAOU ATTOTEAEI pia
O1adIKaoia TTou aTTaITeEl APKETH PEAETN Kal ekTTaideuon OI0TI unv divovTag onuaacia
o¢ TTAPOPETPOUG OTTWG TO MEYEBOG Twv texture kal Twv triangles ptropei va
odnyAoel oe €va apkeTd ‘Bapl’ yia To hardware Traixvidl. MNapdAAnAa apkeTd
MovTéEAa dnuioupynBnkav atrd epéva Pe TNV Xprion Tou gpyaAeiou Blender 1o otroio
atroTeAei dwpedv Kal avoixToUu KwoIKa Aoylouiké dnuioupyiag TpIodIdoTaTOU
TTepiEXopévou. Mapakdtw TTapabETOVIAE MEPIKA aTTO T MOVTEAA Ta  OTToia
XPNOIMOTTOINBNKav Kail YiveTal TTo €KTEVHG avaAuon o€ autd TTou dnuioupyrnénkav
atrd gPéva OTTWG KAl O€ AUTA TTOU EKTEAOUV KATTOIA AEITOUpYiIQ.
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4.7.1 House
AL e

f Debug Fi

Eikéva 55 "House Blueprint"

To OTIiTI TTOU ATTOTEAEI ONUAVTIKO KOUMATI TOUu TTaixvidlou dnuioupyrnonke
e€oAokArpou atrd euéva oto Blender 3D pe TETOIO TPOTTO WOTE VA ATTOTEAEITAI ATTO
000 TO dUVATOV HIKPOTEPO APIBPO TTOAUYWVWY XWPIG va XAVeTal O PEANIOUOG.
ATtroTeAcitTal atmd dla@opeTikG KoupaTia (roof, up_floor, side logs A new_Cube,
side_logs A _new_Cube 001, side _logs C _new,.... kal TTOAMG akéun) Ta oTroia
ouvBEéTouv 1o Blueprint house 1o oTroio €ikovileTal oTnv €iIkdva 55. E@apudoTnkav
material oTo K&Be KOUuATI avaloya Pe TNV BEon TTOU €xel OTO OTTITI. TO OTTITI
atroteAeiTal ammd 2 opdPous. O KATw OpoPog atroTeAiTal atmd 2 dwudTia (koudiva,
OaAGVI) Kal €xel DUO €10000UG WIa KEVTPIKN €000 Kal Wia 01O TTiow PéPog. MEoa
atmoé 10 OaAGVI JE TNV XPAON ECWTEPIKAG OKANAG O TTaiXTNG €xel TTpdoacn oTov
avw 6po@o O OTT0i0G aTTOTEAEITAI KAl aUTOG aTTO dUO dWMATIA (UTTVOBWWATIO,
ammodnkn-ypageio). OAa ta dwudtia diaxwpilovTal ue TTOPTES TIG OTTOIEC OTTWGS Ba
OoUuE TTAPAKATW O XPAOTNG MTTOPEl PE TNV BEANCN Tou va TIS avoigel epodoovV
O108€Tel TO KAEIbi. TePINETPIKA OTOUG TOiXOUG UTTApXOuV TTapdBupa Ta oTToia
atmroteAouvTal amdé material yuaAi (M_Glass) kai ¢uAo (M_Wood_Oak). EcwTtepikd
TOU OTTITIOU UTTAPXOUV «NAEKTPIKOI» OIAKOTITEG TTOU €AEYXOUV TO QWG OE KABE
OWMATIO EEXWPIOTA CUPPWVA PE TNV BOUANCN TOU TTaiXTn.

4.7.1.1 switch

To ouykekpiuyévo Blueprint atroteAcital amd €vav dIAKOTITN Kal €va PointLight
Kal n Xpnon tou eival étav 0 TTaiXTng oToxeUEl TOV OIAKOTITN WE TNV XPHOoN Tou
TTAAKTPoU “E” aAAnAoemdpd pe auTtdv Kal avapel A ofrivel Ta ewTa. ApXIKA Péoa
oTig puBuioeic KAdong “Class Settings” €éxoupe kdvel Implement 1o Interaction
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Interface €101 WOTE va JUTTOPECOUME va XPNOIPoTTIoINOOUPE To Event Interact.
YAotroiwvTag 1o Trapatmavw Event ekteAoupe Tov KOPPBO Sequence 10T KATA TNV
evepyoTtroinon BéAoupe va ekTeAéooupe dUO evépyeles. MpwTov TNV aAAayr Béong
ToUu dI1aKOTITN a1Td ON 0g¢ OFF kai avtioTpo®a, Asutepov TNV aAAayn TnG £vraong

TNV TTNYNS TOU QWTOG.

Then 0: Me tnv Xprion Tou k6uPBou Branch egAéyxouue Tnv TIWR Tou Left
Down Rot woTe avayvwpifovtag Tnv B€on Tou dIaKOTITN VA EKTEAECOUUE ThV
avTioTolxn evépyela woTe va aANdgel Béon. 'Etreira pe tnv xprion Tou
Timeline_0 €dv n ouvBAkn €ival aAnBrig eKTEAOUUE TNV KAVOVIKI QOpA Tou
Timeline. EocwTtepik& Tou Timeline €xouue dnuioupynoel éva float track pe
ouo keyframes éva oTtov Xpovo 0.0 pe Tiyn -30.0 kai GAAO éva oTOV XPOVO
0.35, tmou €ival kai To prkog Tou Timeline, kai Tiu 30.0. Emeidn n kivnon
yivetal otov d€ova Y dnuioupyouue évav Rotator pye Tnv xprion Tou KéupBou
‘Make Rotator” kai B€Toupe Tnv Vvéa TIEPIOTPOPN ME Tov KOMPPBO
SetRelativeRotation pe otdéxo Tov dlokdéTITN “Switch Cube 001”. Edv n
ouvOnkn eival Yeudng ekTeAeiTal To Timeline pe avtiBetn @opd €101 WOTE
ETTAVAPEPETAI OTNV TTPONYOUUEVN BECN TTEPIOTPOPNG.

Then 1: Mg Tnv xprion Tou KOuPou Branch eAéyxoupe Tnv Tiun Intensity Tou
Point Light €101 av n iy Tou gival peyaAutepn atrd 0.0 1é1e BETOUNE TNV
TIu Tou Intesity o€ 0.0 ofrjvovrag €101 TO PWG. AIAQOPETIKA BETOUPE TNV
TIu o€ 5000 kai €101 avaBoupe To PwG.

Eikéva 56 "switch Blueprint”
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4.7.1.2 switch2
O 1pd11OG UNOTTOINONG €ival iBI0G pe TO switch pe TNV dlagopd 6T £XOUNE
OUO TTNYEG GWTOG.

4.7.1.3 switch3
O 1pdTTOG UAOTTOINONG €ival idl10g pe To switch.

4.7.1.4 old_lamp

To ouykekpipévo Blueprint atroTteAgital ammd To TTOPTATIQ KAl Hia TTNYA @WTOS
KAl n Xpron tou eival étav O TTaiXTNG OTOXEUEl TOV OIOKOTITN WE TNV XPAHON Tou
TTARKTPOoU “E” aAAnAoemdpd pe autdv kal avdaper r ofAver 1o wg. ApxXikd péoa
oTig puBuioeic KAdong “Class Settings” €xoupe kdvel Implement 10 Interaction
Interface €101 WOTE va JTTOPECOUME va XPNOIMOTIOINOOUNE TO Event Interact.
YAotroiwvTag 1o Trapattdvw Event kal pye Tnv xprion Tou kK6uBou Branch eAéyxoupe
TNV TIYA Intensity Tou Point Light woTte va aAAdgoupe tnv Tiun Tou Intesity ye tnv
XpPron Tou kOuPou Set Intesity avaBovTtag | ofrvovTag avTioToixa 1o Quwg.

Eikéva 57 "old_lamp Blueprint"

4.7.1.5 cabinet

2tnv BIBAIOBAKN-KAUTTiVa TTOU UTTAPXEI OTO OOaAOVI €XOuuhe OWOEl TNV
duvarétnta  oTa  viouAamma TG  (cabinet_down, cabinet_down_right,
cabinet_up_left, cabinet_up_right) pe Tnv xprion Tou Event Interact va avoiyouv Kai
va kAgivouv. Méoa oe kdBe €va ammd autd oTIGC pubpioelig KAGong €xel yivel
Implement T0 Interaction interface. O TPOTTOG TTOU UAOTTOIEITAI TO AvOolyua Kal TO
KAEIOIUO TWV VvTOUAaTTIWV €ival idI0G PE QUTOV TNG TTOPTAG Kal TwV OIAKOTITWV.
EowrTtepikd autAg uttdpxel kal To objective Magic_History.
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Eikéva 58 "cabinet Blueprint”

4.7.2 windmill

To Blueprint Tou avepopuAou atroTeAgital ard dUO KOUPATIA, TOV KOPHO Kal
Ta TITEPUYIA OTA OTToia Ta €xoupe dwaoel Kivnon. Me Tnv xpAon Tou event tick TTou
KaAegital o KGBe frame ekTEAOUNE TNV TTEPICTPOPN TWV TITEPUYiWV aTov Géova X.

Eikéva 59 "windmill Blueprint"

4.7.3 Boat_bp

Me tnv Xprion Tou Event BeginPlay kai Tou Timeline éxoupe dnuioupyAoel
éva Loop TO OTIOI0 eKTEAEITQI KATA TNV €KKivNON TOU TTaIXVIOIOU KAl OUCIOOTIKA
aAAGlel TNV TIUA TNG TTEPIOTPOPNG TNG Pdpkag otov dgova X divoviag Tnv
weudaiobnon TNG Kivnong €mavw OTO vePO. ZTO OUYKEKPIMEVO  blueprint
EUTTEPIEXETAI KAI TO Objective “key1”.
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Eikéva 60 "Boat_bp Blueprint"

4.7.4 wood_plank

Me tn CUAIvn cavida ptTopei 0 XproTng va AAANAOETTIOPACEl Kal va Tnv
otraoel. [Na va gival epIkTd autd £xouue dnuioupynoel €va destructible mesh atd
10 “wood_plank” kail £€xoupe kavel implement 1o interaction interface. ETTouévwg pe
TNV Xprion Tou Event Interact evepyotroiouue TNV Acitoupyia Simulate physics €101
WOTE KATA TNV KOTAOTPOPI TA KOPUATIO va TTECOUV OTO €00¢g0G. TENOG PE TNV
xprion Tou k6uPBou Apply Damage 1TTpokaAoUue Tnv ¢nuid oTnv cavida.

J Apply Damage
_f set simulate Physics aiget is

S e e ————P
» et

‘Wood Plank DM

Eikéva 61 "Wood plank Blueprint Nodes"
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Eikéva 62 "Wood Plank Blueprint Preview"

4.7.5 rip_bp

To TeAeuTaio ouoiaoTikG blueprint TTOU CUVAVTAEI O TTAIXTNG OTO TTAIXVIdI KAl
ATTOTEAEITAI ATTO TO TAYO TTOU TTPETTEI VA AVOIEEI KAl va PTTEl JEoa. ApXIKA NECA OTIG
puBuioeic KAaong “Class Settings” éxoupe kdvel Implement 10 Interaction Interface
€TOI WOTE VA PTTOPECOUNE Va XpnoidoTToifoouphe 1o Event Interact. YAotrolwvTag
TO TTapaTTdvw Event kai pye Tnv xprion Tou kOuPou DoOnce o TraiXTng TTaTwVTag TO
“‘E” ekTeAOUVTOI Ta TIOPAKATW Mia POvo @opd. Avatmapdyoupe Tov NAXO
‘Rock_Moving_mp3cut_net_” pe tnv xprion Tou kKouBou Add Audio Component.
‘Emreira €xoupe dUo Timeline pe Ta otroia aAAGfouue TNV TIUA TNG TTEPICTPOPNG
oTov agova Z kai Tnv T g B€ong Tou “Rip Knight Statue Lying 001” woTe va
avoigel. TENOG Pe Tnv xprion Tou kOPPBou Activate evepyotroloUpe Tov aTud “P
Steam Lit".

Eikéva 63 "RIP Tomb Blueprint"
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4.8 Components

4.8.1 Exponential Height Fog

‘Exel TTEPIOOOTEPN TTUKVOTNTA O€ XAUNAEG BEoEIg evOg XAPTN Kal AlyoTEPN
TTUKVOTNTA O WnAA pépn. H petdPaon eivar ogaAr], woTe TTOTE va pnv a1roToun
aAAayr} KaBwg augaveTal To UYPOPETPO. To eKBETIKG UYWOG OMiIXANG TTAPEXEI ETTIONG
OUO XpwuaTta opixAng, €va yia 1o nuic@aipio TTou PAETTEI TO Kupiapyo directional
light (n euBcia emdvw av dev uTTApXel) Kal €va AGANO Xpwua yia TO avTiBeTo
nuiIo@aiplo. To cuykekpigévo Component XpnolJoTIoIRONKE yia va TTpocBEécouue
OMiXAn oT0 OKNVIKO pag. KpatrBnkav ol BacikéG pubuioeIg, EvEPYOTTOINOAUE OPWG
TNV €mAoyn Volumetric Fog woTe va €mMTUXOUUE PEYAAUTEPO PEAANIOUO O€ Oxéon
ME TNV oixAN Kal TRV TNy @WTOG Tou nAIou. ZTI¢ TIHEG Extinction Scale dwoaue
TNV TP 9.34 kai View Distance tnv Tiur 1000.

4.8.2 Directional Light

To ouykekpiyévo Component atroTeAei TNV TNy @wWTOG pag. ‘Exoupe
aAAG&el TRV Ty Tou Intensity o€ 4.5 OTTWG €TTiONG €XOUME EVEPYOTTOINOEl TIG
emAoyég “Light Shaft Occlusion” kai “Light Shaft Bloom” woTe va dnuioupyicoupue
TO QaIvouevo Twv God Rays (B€iKEG aKTiVEG) KAVOVTAG TNV EUTTEIQIA TOU TTAIXVIOIOU
ATPOCPAIPIKN.

4.8.3 SKy Sphere Blueprint

To ouykekpipévo blueprint uTTpxXE HECQ OTO APXIKO TTPOTUTTO KAl OTTOTEAEL
TNV o@aipa Tou K6ouou pag. O aAAayEC TTOU KAVAUE O OXEON ME TO APXIKO €ival n
emAoyry Tou Directional Light Actor oe¢ “DirectionalLight” amé T10 3.9.2,
amrevepyoTtroifoaue TNV €mAoyr “Colors Determined by Sun’s Position”, aAAagape
TIG TIUEG “Sun Brightness” o€ 5.0, “Cloud Speed” o€ 5.0, “Cloud Opacity” o€ 1.1 kai
“Stars Brightness” og 0.1. TéAog aAAG&ape 1o xpwpa oTIg £mAoyEG “Zenith Color”
Kal “Horizon Color”.

4.8.4 Post Process Volume

Ta Components TUTTOU Post Process Volume ta XpnolJoTToIOUME yia va
aAAGEoupe TINEC OTTWG BepPOKPATIa XpWHATOG, KOPETHAG, avTiBean, gamma KTA.
@TavovTag £101 OTO €mMOUPNTO TEAIKO atroTéAeopa. Eivar éva T1ToAU onuavtikod
KOMMATI OTav BéAoupe va emMTUXOUPE PEAAIOUO Kal aTTOTEAEI IOXUPO EPYOAEio TNG
MNXav YPOQIKWY. 2TO TIaIXVvidl €XOUNE XpnoiyoTtroinoel 2 T€tola Components
€Xovtag 10 KABe £va TIG avaAoyeg pubuioeIg.

4..8.5 Ambient Sound Actor
O Ambient Sound Actor ptropei va xpnoipoTtroinBei yia TToAAoUG OKOTTOUG,
OTTWG o1 eTmavaAapBavouevol fixol TePIBAANOVTOG KaBWGS Kal o1 fxol Xwpig loop.
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"evikd, o Ambient Sound Actor CUPUOPPWVETAI PE TOV TTPAYMATIKO KOOUO, OTTOU
000 TTIO KOVTA OTNV TINYH €VOG NXou BPIoKOUAcoTE, TOOO TTI0 dUVATA TOV OKOUWE.
2UYKPITIKA, €VOG AXOG TTOU gival KAVOVIKA duvaTog, PTTOPEI va aKOUYETAl TTIO OIy&
€Qv gival o Pokpid.

Edv o Ambient Sound Actor £xel puBpioTei oe Autéparn Evepyotroinon, 6a
apxioel auéowg va avatrapayetal OAIG dnuioupynBei (OTNV apxr) Tou TTaIXVvIdIou N
oTnNV avaTTapaywyr]), akOPa Kal av n ouoKeun avatmmapaywyng dev gival o€ Béon
va TNV AKOUCEL.

To otoixeio nxou Ttou O¢ixvel 1o oOToIXeio Ambient Sound Actor 6a
avatrapdyetal uovo pia @opd avd evepyoTtroinon, EKTOS av opileTal wg Looping oTo
Sound Wave 1 opileTal wg EPOG evog oToixeiou Sound Cue.

Eueic €xoupe xpnoipotroifoel 2 tétola Components, €va yia ToV X0 €viog
TNG OTTNAIGG Kal £va yIa TOV X0 0TO OAC0O0G.

4.8.6 Decal Actor

MNa v atreikdévion Tou aiyatog XpnolgoTroioaue 1o component Decal
actor 10 OTT0i0 TTPOCPEPEI KAAUTEPEG ETTIOOOEIG, CUVTAPNON OAAG Kal PEYOAUTEPN
PEQAIOTIKOTATA O€ YWVIiEG KAl TTOAUTTAOKA POVTEAD OTTWG 0 AvOpWITTOG.

4.8.7 'Etolypax Components

MapakdTw TTapPaBETOUPE MEPIKA TTOKETA KAl PEMOVWHEVA asset Ta OTroia
xpnoigotroinoaue kai diatiBevral atrd tnv Epic Games 1 eAcUBepa atrd dIdPopoug
dnuIoupyoug TrPog Xpron.

4.8.7.1 Open World Demo Collection

Xopnyeital ddeia xpriong Movo yia Trpoidvta 1mou Bacifovrar oe UE4. Mia
OuAAoyy peaAIOTIKWY OToIxEiwv amd 1o demo Ttou Open World tng Epic 10U
TTapouaoidacTtnke oto GDC 2015.

2XETIKA JE QUTO TO TTAKETO:

KaBe oToixeio €xel dnuioupynbei xpnNOILOTTOILVTAS QUTOYPAYIEC EVOS QVTIKEINEVOU
TTPAYUATIKOU KOOUOU.

H Aladikaaoia:

MNa peyaAuTepa oToIXEia OTTWG TTETPWHATA, £€DAQOG, YKPEPOUGS Kal dEVTPA, N
QAVOKATAOKEUH TTPAYUATOTTOINBNKE ATTEUBEIag aTTO QUTOYPAYIES XPNOILOTTOIVTAG
Mia d10dIKaoia TToU OVOPACZETal QWTOYPAPUETPIO. AUTA Ta TTEPIOUCIAKA OTOIXEIA
TEONKaV OTn ouvéxela péow piag diadikaoiag Tou ovopaletar "de-lighting” yia va
TA KATOOTACOOUV KATAAANAQ yia Xprion o€ OTTOIOONTIOTE OEVAPIO QWTIOUOU.
Specular kai roughness maps, Tou Onuioupyndnkav yia va €eKPETAAAEUTOUV
TTAApwWG TNV apxItektovik Tou Physical Based Rendering 1ng Unreal Engine 4.
TéNog, Ta TrEPIOUCIOKA OTOIXEId TTOU PBeATIOTOTTOINBNKAV ATTO TO  TTAIX VIO
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onuioupynBnkav pe normal maps, LOD kai mAéypata ouykpouong (collision
meshes).

MNa 1N PAGdoTnon, 6TTWS AouAoudia, BAuvoug Kal ypaaidl, XpnolUoTToIndnke
color calibrated reference photography 1mou TpaBfixTnke oto Tedio yia akpIBECTEPN
MOVTEAOTTOINON KAl UG QUTWY TWV OTOIXEIWV.

Eikéva 64 "Open World Demo Collection"

4.8.7.2 Landscape Mountains

AuTS TO XI0VIOUEVO, 0pEIvO TTEPIBAAAOV dnuIoupyrBNKE yia va TTAPOUCIACEI
TI UTTOPEITE va KAVETE PE Ta gpyaAcia Totriou landscape kair uAAwuaTtog foliage
otnv Unreal Engine 4. To €da@og cival trepiTtou SxAn €wg SxAn o€ péyeBog,
ATTOTEAOUMPEVO OTTO WNAEGC KOPUPEG, KOIAADEG, KATEWUYMEVEG AiUvEG Kal ddon
atroteAoupeva atro XINAdES dEvTpa.

Méoa amd autd TO TTOKETO XpnoldoTroioaue 10 Blueprint BP_Birds 10
OTTOi0 aTToTEAEI £va OPrvog atrd YAApoug OTTwG €Tmiong kai SM_Path 1mou 10
XPNOIUOTTOINCANE VI TOV OPOUO WE TNV XPHON Tou gpyaAeiou Splines.
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Eikéva 65 "Landscape Mountains"

4.8.7.3 Water Planes

AUt n ouAN\oy TTEPIEXEl ETTIPAVEIEG VEPOU Kal Trapadeiypyara ato
dla@opeTikG water shaders kai Blueprints yia va 1a €megepyactolpe CUPNQWVA UE
TIG AVAYKEG Mag. O eTQAveEIEG vEPOU OE AUTO TO TTAKETO KAAUTITOUV £va €UPOG ATTO
OIOQOPETIKEG TTEPITITWOEIG EQAPPOYAG, ATTO JEYAANG EKTAONG ETTIPAVEIEG WKEAVOU
ME KUPOTA KAl a@pO, £WG DIAPAVES ETTIQAVEIEG HIKPOTEPWYV TTEPIOXWV.

Eueic xpnoigotroioaue tnv em@aveia vepou BP_LakeWater yia tnv
dnuioupyia TNG Aigvng TTOU UTTAPXEI OTOV KOOKO HAG.

Eikova 66 "Water Planes"
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4.8.7.4 Luos's FREE Modular Caves/Rocks mini Package

To OUYKEKPIUEVO TTOKETO ATTOTEAE dia dwpedv €kdoon Tou “Luos's Modular
Rocks & Caves” kal Tepiéxel €Tolua povréAa Kal materials Ta otroia €ivar modular
Kl Ta XPNOIJOTTOINCAUE yIa va ouvBéooupue TNV oTThAIG Pag.

Eikéova 67 "Luos Caves"

4.9 Cinematics

2€ auTo TO onueio Ba TToUUE PEPIKA TTPAYUATA yIa TO TTWGS dNPIoUpyROnKe To
gloaywyikd  Bivieo  TO  OTOiO  avatrapdyeTal O TTPAYMATIKO  XPOvo.
XpnolgotroiwvTtag Tnv €mAoyy Cinematics ammd 1a T0 PeEVOU €I0AYOUME €vav VEO
Level Sequence. ‘Etreita ciodyoupe €va Component Tuttou Cine Camera Actor
OTOV KOOMO HOG Kal TTEITa €vTOG Tou Sequencer. Mg tnv xprion twv Keyframes
aAAGloupe TNV B€on TNG KAuepag. Etriong éxoupe glodyel 2 oToixeia nxou (audio
track), Tnv wv Tou TTpwTaywVvIoTh Kai background music 6TTwg kai éva Fade
track yia va dnuioupyrilcoupe OPaAr EKKiVvNOT TOU intro Kal OMaAd KAgio1do.
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fdidod 4P orip |~

Eikéva 68 "Intro Sequence”

4.10 Player Dialogues

O povoAoyog Tou TTaixXTn KaTé TNV OIAPKEIA TOU TTAIXVIBIOU £XEI dNuIoUpynOEi
MéoOo TNG 1o0TooEAIdOG http://www.fromtexttospeech.com/ n otroia pag divel TV
OuvaToTNTA VO PETATPEWOUUE KEiNEVO o€ AOyia. Me TNV KATAAANAN UETATPOTTH TOU
apxeiou oe format *.wav PTTOPOUPE va €l0AYoUUE TO apxeio Axou otnv Unreal
Engine 4.

EMIAOIoz

KAgivovtag autd 10 KeQAAaIo £Xoupe avaAUoel OAeG TIG TITUXEG Tou
TTaIXVIOIOU €TOI WOTE KATTOIOG TEAEIWVOVTAG TO va €XEl TTAAPN ETTiyvwaon Tou
TPOTTOU OKEWNG Kal UAOTTOINONG dnuioupywvTag TTapdAAnAa kai Tnv mmoupia yia
EMITTAEOV PEAETN KAl avalATNoN.

ZEKIVAOQUE PE TNV dnuioupyia Tou project, eTIaEaue To £6aPog TNV QUON, Ta
OEVTPA, TOV KEVTPIKO POG XOPAKTHPA, TO apXIKO BACIKO pevou, Toug OTOXOUG TTOoU
TTPETTEl VO OAOKANPWOEI O TTAiXTNG, Ta BACIKA OTOIXEIa TTOU aTTapTi(OUV TOV KOGO,
TO OTIiTI, N BApKa, N oTNAIG OTTWG Kal OAa auTd Ta OTOIXEia TTOU ATTOTEAOUV TO
QAQTOTTITTEPO OTO TTAIXVIOI OTTWG O PWTIOUAG N OUiXAN O1 AKTIVEG TOU NAIOU KTA.

H 1Tpocéyyion 0TTwg €xel ava@epBei Kal aTnv apxr Tou Ke@aAaiou gival atmo
€Ew TTPOG Ta HECA aAAG TTPETTEI va yVwpiloupe OTI éva TETOIO project dev akoAouBEi
ouvexwg oelplokd  poviéAa  avamTugng. ToANéEG  TTTuxéG  Tou  TTaIXVIOIOU
avatrruooovtal TTapdAAnNAa Kal 0 ouvduaoudg Toug pag divel Eva OAOKANPWHEVO
ATHOOPAIPIKO, OTTTIKOOKOUGOTIKO WE TTAOKI KQI VONUQ aTToTEAEC Q.
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2iyoupa UTTAPXOUV £VVOIEG MIKPOTEPNG ONUACiag TTOU OEV £XOUV QVATITUXOEI
OTTWG KAl JOVTEAQ ) TEXVIKEG OTIG OTTOIEG OEV YiVETAI KATTOIA ava@opd. Edv yivotav
avaAluon o€ BABog n ouykekpIpévn epyacia Ba utropouaoe va yivel Eva pikpo BiBAio.
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KE®AAAIO 5: ZYMIMNEPAZMATA

2uptrepacpaTtika, n UE4 artroteAei éva OUyXpoOvo €pYyaAgio avatrTugng
TTAIXVIOIWY, OTO OTI0I0 OuveEXWS OAO KAl  TTEPICOOTEPOl  TTPOYPANMPATIOTEG
emmevduouv. H dwpedv €kdoon TTou TTapéxel N Epic Games TTapéxel Eva apKeTa
IKOVOTTOINTIKO apPIBPO epyaAciwv Kal Oev UOTEPEI OE TITTOTA O€ OXEon ME GAAa
TTapouola TTpoypduuara. TéEAog n Unreal Engine 4 atroteAei Tnv TTpwTn €1MAOYA
yla Tnv avdamrtu¢n 3D taixvidiwv Kal KATOAAyw OTO CUMPTTEPACHA auTO, KaBWG
TTapEXEl TO KATAAANAO TTEPIBAAAOV, Ta gpyaAeia aAAd kal atmmd To PeyaAo aplBud
BiBAIoypagiag kai Bivieo ekuABNONG TTOU KUKAOPOPEI 0TO DIABIKTUO.

H avdaTmTuén evog maixvidiou TpIwv dIOOTACEWY aTTaITel TTOAU XpOvo Kal
TTPWTOTUTTIA. 2Z€ TEXVIKO ETTITTEDDO XWPICETAl O€ OIOPOPETIKA pEPN OTTWG O
oXedlaouog Twv 3D povTéAwy, n dnuioupyia oevapiou, cinematic, material, Level
Designer kTA. 'ET01 kataAaBaivoupe 611 0 BaBudg duokoAiag cival uwnAdg yia pia
MIKPR} opada 2-3 avBpwTtwy va UAoTToinoel éva TETolo project. TiTmota Opwg dev
gival adlvato apkei va uttapxel MEBOBIKOTNTA OTO TPOTTIO €pyaciag TTavw OTo
project. YTrdpxouv apKeTa £Tola aToixeia atrd dAAoug developers ava Tov KOGUO
TA OTTOIA PTTOPOUME VO ATTOKTACOUME PE MIKPO QVTITIUO KAl va YAITWOOUUE TTOAU
XPOVO Kal XpriuaTa.

H ouykekpigévn €pyaoia  aTToTeEAEl PIO  PIKpOypA@ia €VOG  EUTTOPIKOU
TTaIXVIOIOU  Kal  oiyoupa €MOEXETAI PBEATIWOEWV Kal  €TTEKTACEWY. Kabwg
OAoOKANpwveTal TO TTAIXVidl OAOKANPWVETAI OUCIOOTIKA TO TTPWTO KEPAAAIO TNG
I0TOPIOG aPAVOVTAG TOV TTAIXTN ME TNV ATTOPIa TOU TTWG Ba PTTOPOUCE va €ival n
ouvéxela. Oa Aéyape OTi gival demo atrd KAt peyaAuTepo. Etriong Adyo TG xpriong
Tou Interaction Interface Ba ptmopoucape va Owoouue (wr Ot TTEPICCOTEPO
QVTIKEIMEVA OTTWG TO padIdPwVo, N TNAEOPACN, TO TOEKOUPI TO OTT0I0 Ba PTTOpOoUCE
va yivetal Kal OTTA0 Tou TTaiXTn. TexvoAoyieg OTTwG n XpAon inventory i Player
Stats 6mmw¢ {wn Kal avtoxn eivalr TTpaydaTta TTou dev Ba éAsittav amd €va
OAOKANPWUEVO, OTO ETTITTEOO TTOU ATTAITEI N AYOPd, TTAIXVidI.
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