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MEPIAHWH

IHEPIAHYH

To B€pa mou PAYUATEVETAL N TTAPOU oA TITUXLAKA gpyacia elval n
KOTOLOKEUH €VOG TpLodLaotatou matxvidlol Pe Tn pnxovn mavidiwv
Unreal Engine 4 yia ouokeveg Android. H dnuloupylia tou matyvidiov
TipayotomoL0nke Kupilwg pe tnv xprion UML dlaypappudtwy yvwotd
w¢ blueprints kat tn ouyypadn kwdika oe C++. H emmiloyn tng
OUYKEKPLUEVNG UNXOVAC TTOLXVLISLWV €yLve S1OTL Bewpeital n kaAutepn
oTo €160¢ NG KL yLati EMeLta amo SOk AAAWY UNXovVwV TTavidLwy, n
Unreal Engine amodeiytnke n kaAutepn emhoyn. To maixvidl £xel KAlpa
HLECALWVLKAG ETIOXNG KL O TIALXTNG ELvalL £VAG TTIOAEULOTNG TIOU TIPETIEL VAL
VIKNOEL OAOUG TOUC QVTUTAAOUC TOU YLa OAOKANPWOEL TNV ATTOCTOAN TOU.
TKOTIOG LoV €lval TO TaLXVidL Vo KATAOKEVAOTEL LIE TETOLO TPOTIO WOTE VAl
glval eUKOAQ EMEKTACLUO YL LEAAOVTLKEG avaBabuioslc. MNa tn
Snuoupyia tou moaxvidlol aAAd Kal Ta ETILMEPOUC AVTILKELpMEVA Ba
xpnotuomnotnBouv ta npoypappota Visual Studio 2017, Adobe
photoshop CC 2015, blender kat 3ds Max, mou emiAéyouyv ot
LEYOAUTEPEC ETALPELEG OTOV KOOHO.
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Kedbalato 1 - Mnyxavég Maxvidiwy

KepaAaio 1
Mnxaveg Maixvidiwyv

1.1 Eloaywyn

Ma tn Snuoupyia Tou maxvidlou Tou PAYHOTEVETAL N TIapovuoa
TITUXLOKEA €Epyacia xpnotdomnolionke n unxavn mawvidtwyv Unreal Engine
4. H Unreal Engine amo tov Maptio tou 2015 napéxel OAa ta epyaleia,
™ Slemadn npoypappatiopou epapuoywyv (API) kat to mnyaio kwdika
NG UNXOVAG EVTEAWG Swpeav.

Ita mpwta Xpovia tn¢ dnutloupylag maxvidiwy, Ta mayvidia
Snuoupyolvtav amod to undév, xwplc tn xprion kamolag mAatdpopuag.
2Tn ouyxpovn €noxn lval avaykaio, yla va utapéel To embupunto
amOTEAEOUA AAAA KoL YLaL E€OLKOVOUNGN XPOVOU, N XPHoN HLOG
TAQTPOPUAC, OTIWE L0 LNXOVE TTOLXVLIOLWV.

2TO OUYKEKPLUEVO KedAAaLo Ba yivel pia eplypadn TNG LNXAVAG
maxvidLwy, Kabwcg Kat pa cuvtopn meptypadni Twv 1o dStacnpuwy
pnxavwv ratxvidlwy yia android. Emtiong, Ba e¢etacoupe tn Soun Kat ta
BaoKa XAPAKTNPLOTIKA TNE UNXOVNE TTOLXVLOLWV TTOU XPNOLUOTIOL)ONKE.
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1.2 It6)x0¢ tnG Epyaociag

ITOXO0G TNG MTUXLAKNAG Epyaciag eival N eEKUABNON ULOG ETOYYEAUATIKAG
pHnxavng rmavidlwy kot n avamntuén-vAomnoinon os neptBaiiov android
EVOG TpLodldotatou malxvidlol dpAong mMou aVNKEL OTLG KATNYOPLEG
“Tpitou npoowmnou” (First-Person) kat “6pdong mepunételag” (Action-
Adventure).

H katnyopia “tpitou mpoowmnou” mpaypateveTal LAXES LE TN XPAON
KArmolou OmAou. Xta mowyvidla Tpitou mpoowrnou n Kapepa Pploketot
TILoOW Qo TOUG XOPAKTNPEG, Sivovtag Tnv aloBnon oto xpriotn OTL elval
0 XapaKTAPOG Tou Tayvidlou.

H katnyopia “6pdong meputételag” npaypatevetol moxvidla pe
TIPOPBAAMOTA KATAOTAONG TOU Ttaiytn mpog AUon, He apKeTH dpaaon Kal
TIEPUTETELO OTIOU OIMOLTOUVTAL KOAAQ avTavaKAQoTIKA. Emiong ta
TaLvidLa auta €Xouv ypriyopo pubuo kat meplAappavouy Toco
OWMATLKEC 00O KOl EVVOLOAOYLKEG TIPOKANOELC.

1.3 MnxavEg oy vidiLwv

OL TtePLOOOTEPEC TALPLEG TTOU KaTtaokeudlouv malxvidia Snuovpyolv
€va AOYLOWLKO, TO OTIOLO TOUG ETUTPETEL TNV EUKOAOTEPN oXedlaon Kot
vAomoinon maxvidlwyv. To AoyLoULKO aUTO XPNOLUOTIOLELTAL YLaL TNV
avantuén oAwv Twv mavidLwy tng etaupilag, LExpL va BewpnOel maAlo,
e€attiag tng e€EAENC TNG TEXVOAOYiag Kot va Swoel tn B€on Tou o€ pLa
véa €kdoon.

AUTO TO AOYLOMLKO TTOU SNLOUPYOUV OL HEYAAEG ETALPLEC Elval pLa
pnxavn mavidtwy. Mo pnxavi moxvVidlwy KAavel epLkTh T
SLaolvdeon mou XPELATETAL O TIPOYPAULOTLOTAC YLO VAL ETILKOLVWVNOEL
He To UALKO (hardware). MA€ov, 0TI SLAONUOTEPEG UNXOVES TTOLXVIOLWV
UITopoUV VAl KATOLOKEUAGTOUV Ttalxvidia yLo OAa Ta AELTOUPYLKA TTOU
XpnoLuomolouvtal and KoVoOAeg, smartphones, UTTOAOYLOTEG, KATL.
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Ertiong n pnxavn nepAapPAveL CUCTHUATA KOL TEXVLKEG YLaL TN
Slaxeiplon Sltadikaowy mou mepAapBAvVoUV TN TEXVNTH vonuooulvn, Ta
ypadka@, Tov X0, Tn Staxeiplon tng Ll00d0U amod To XpRotn, TN GUOLKN,
™ ouyypadn KWK K.a.

To ovotnua texvntng vonuoouvng(A.l) elvat urteBuvo yla tnv
OUMMEPLPOPA TIOU TTAPOUCLALOUV OL XOPAKTIPEG-TIALKTEG TTOU Sev
eAéyxovtal amnod Tov maiktn. Xwpig To ocloTnua TeEXVNTAS vonuoouvng, To
QTOTEAECUA TWV KIVACEWV TWV OVTUTAAWY Ba ATtav avUTIapKTO N
aduaoLko.

To cloTNUA TWV YPADLKWVY ELVOL YLO TNV ATIELKOVLON TWV YPOADLIKWVY TOU
rayvidlov otnv 006vn kat avalapBAavel Toug UTTOAOYLOUOUG, YLOL TOUG
OTIOLOUG 0 TTAUKTNG oTtAvLa avapwTLETaL. MNepléxel Tig BBALOOAKEG KaL TLG
OUVAPTHAOELG TTOU KOAOUVTOAL ATTO TNV KUNXOVH TTOLXVLISLWV yLa TV
avVamapAcTacn OAWV TWV OVTOTTWV.

H unxovn $uoiLkig, EL0AYEL TOUG VOUOUG TNG GUCLKAG, SnULoupywvTag
PEQALOUO yLa ToV XpNoTn. Na tnv e€opolwaon xpnoLlomoLeiTal n
Baputnta, n avixveuon cuykpouoewv, oAAA Kol GAAQ oToLXEla yLa va
arnoboBel to kaAutepo Suvato anotéAeopa. O MTPOYPAUUATLOTHC UITOPEL
va au€NoEL ) val LELWOEL TOV BaBpod peaALOLOU, WOTE VA ETUTUXEL TO
emBUUNTO anotéAeopa o€ oxéon He To €i60o¢ Tou matxvidLov mou
dnuoupyet. OAec ot AAANAETILOPACELG HETAEL TWV OVTOTNTWV O€ Eval
TayvidL, n kivnon twv xapaktipwy, N SUVALKA TWV LYpPWV
eneepyalovrtal amd auTto To cUOTNHO.

H pnxavr nXou XpNOoLLOTIOLELTAL VLA TNV ELCAYWYH AXWV oto Ttaxvidl. O
oXeOLA0TN G ELOAYEL TOUG KATAYEYPAUUEVOUC RXOUC, SnuLloupyel Ta
Sdebopéva yla To mwg Kot TOTe Ba IaLXTeEL 0 YOG KAl N avorapaywyn
ylvetal autopata anod t pnxavn, cUUPWVA HE TIC KOOOPLOUEVEG
pubBuioelc.

O Saxelplotig eloodou avaAappavel tnv elcodo mou mpoEpyetal amnod
To XpNotn. O XpoTNE XPNOLUOTIOLEL TNV 006V adrC KoL TOL KOUUTTLA TOU
Klvntou yla va rtai€el To mayvidl. O Slaxelplotng eloodou SExeTAL TIG
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£10080UC TOU XProTN Kol TG LeTadpAlEL O EVTOAEC, TLC OTIOLEC
katoAoBaivel To atyvidt.

TEAOG, (o TTANPNG Hnxavh movidtwy SLabETel katl AAAQ CUCTAUOTA, YL
™ ouyypadn kwdika (scripting), umodour diktvou KTA. Itn cuvéxela, Oa
TIOPOUCLAOTOUV OL SLOLONUOTEPEG UNXAVEC TtatxviSLwy yla android, ta
Baoka oToLKELO KOl XOPAKTNPLOTIKA TOUG, KaBwe Kot oL SLopopEg ou
€XOUV HE TNV TEAKN M oy, TNV unreal engine.

1.4 AAAe¢ Mnxoawvég Matyvidiwv

1.4.1 Unity 5

Sunity

H Unity elvat pia amnod tig o dtadedopéveg unxaveg dtodlaotatwy Kot

TPLoSLAcTOTWY TTALXVISLWV Kal n SLaonuoTEPN YLO TNV KOTOOKEUN
TavidLwy o€ Aettoupytko android. Mapéxet tnv Suvatotnta
dnuoupylag ekteAéoipou os dtadopeg mAatdopueg (i0S, Android, Mac,
Windows, Web Browsers). Mapéxel Swpedv tnv €kSoon yLa TPOCWTTLKNA
xpnon, n omoia divel tnv Suvatotnta dnuoupyia mayvidlwy akopa Ko
YLOL EUTIOPLKN XPNON HEXPL TO OpLlo KEPOWV TWV €KATO XIALASWV
Sdolapiwv.

Méoa amo ta epyaleia TG o XpHoTtng EXEL APeon POoBaon oTLg
AETITOUEPELEG TNG YEWMETPLAG, OTNV ELOAYWYI OTOLXELWY OTIWE AXOUG,
ocwpatidla, pwTLoHOoUG K.a. KaBwE Kal 0 EVav CUVTAKTN KWK
scripting, yla tnv uAomoinon t¢ Aettoupyiag tou matxvidlou.
Ynootnpilel cuvtaén kwdika o€ JavaScript, CH# kaL Boo. O xpriotng

10
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uropei va ypaet Sikég tou cupmnepidpopég os JavaScript, C# 1 Boo
XPNOLLOTIOLWVTOG TO EVOWUATWUEVO EPYAAELO lte AAAO epyaAeio
ouyypadng kwdika. Exel lowg tnv KaAUTepn umtooTtnPLEn e TIOANA LEAN
OTNV KOWOTNTA KAl TIOAU XPr oo UALKO Ttou StatiBetal teAelwg Swpeav.

T€Ao¢ n Unity amoteAel pia amo tig KAAUTEPEG UNXAVES VLA TNV
Snuoupyia StodlaoTatwy Kal TPLodLAcTATWY TTOLXVISLWY, VLo TNV
EKUETAAAEVON OPWG TWV SUVATOTATWYV TNG amatteital n ouyypadn
KwaLKaL.

1.4.2 Construct 2

/
. { 2

C

H Construct 2 ival n Staonuotepn punxovn dnutouvpyiog dStodldotatwy
riayviSlwy yla dtaddopa AELTOUPYLKA CUOTH AT
ocupunepAapBavopévwy Twv android cuokevwv. Mapéxel TNV dSwpedv
€kdoon yLa SOKLUAOTIKO OKOTIO Kal €XeL AAAEC SUO eKOOOELG e TTANPWHN

YLO TTPOOWTTLKI) KOl ETTOYYEALATLKA XpAon .

Entiong &ev amatteital cuyypadn kwdika kabwc mpoodEpel avaloya
ypadka epyaldeia. AKOpa, amoteAel pla OAOKANPpWHEVN Kal TIOAU
gUKOAN AUon yla dnuloupyia Opwe povo anAwv dtodldotatwy
riaviSLwy. TEAOG amaltel ayopd pia ek Twv SU0 ekOOCEWV PE TANPWHUNA
yla tn Snuioupyio OAOKANPWHEVWV TTALXVIOLWV.

11
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1.4.3 Godot

GODOT
w Game engine

H Godot eival pla dwpeav pnxavn avolkTng nnyng dtodlactatwy Kot
TPLOSLACTOTWY TTALXVLISLWV yla TTOAAG AELTOUPYIKA
oupunepAappavopévwy Twv android cuokeLvwv.

Exel mapopoLeg Aettoupyieg pe Tnv Unity aAAd n ouyypadn Kwdka
yivetal pe C++ 1 pe tn SIKLA TOU YAWOoOoO TIPOYPOUUATIOMOU TToU AEYETal
GDscript. TEAoG amoteAel pLa KaArn Kot oOAoKANpwHEVN AUCN OUWG
anattel ouyypadn kKwdika kot Sev UTIAPXEL APKETI) UTIOOTAPLEN Kall
EKTIALOEUTLKO UALKO.

1.4.4 PlayCanvas

PLAYCANVAS

H PlayCanvas, €ival pla avolytou Kwdika pnxavni moxvidwy, e tTnv
oroia dnuoupyouvtal amAd 3D nawyvidla mou pnopouv va Tpéxouy art'
guBelag otoug browsers péow WebGL. MeA\ovtika Ba utootnpilet kat
o mepimAoka otoug browser pag, xwplc va xpelaletal va KateBAcou e
TUTOTA OTOV UTTOAOYLOTH MG KOl PLE ETILOOOELG AVTIOTOLXEG E T

e
12
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gykateotnueva matxvidia. O Playcanvas editor Asitoupyel amokAELOTIKA
o€ browser emnutp£novtag £ToL eUKOAN Kal ypriyopn nmpocPacn o€
TIPAYHLOTLIKO XPOVO O€ IAVW Ao €va oxedlaotn. TEAOG tapEXeL pia
dwpeav €kdoon Pe aPKETEC Asttoupyleg Kat U0 ekOOOELC e TTANPWHN.

1.5 Unreal Engine 4

UNREAL

ENGINE

H Unreal pnxavn énuwoupynBnke amno tnv Epic Games to 1998 yia to
rayvidt Unreal katl mpOKeLTaL yLa pia armo TG KAAUTEPEC, av OXL N
KOAUTEPN HNXavA TTavidLwy auTr tn oTyun. H pnxovn auti
XPNOLUOTIOLELTAL ATTO TIG LEYAAUTEPQA ETALPLEG OTOV KOOMO, EXEL XIALAOEG
HUEAN OTNV KOLWVOTNTA TTOU TTAPEXOUV BorOsLa Ko XapaKTNPLOTLKA TTOU
duokoha Bplokel Kaveilg og AAEC pnxaveg axvidilwy. Mapéxetat
tedeiwg Swpeav cupmepAapPavopéVou KoL TOU TINyoiou KwdLka HEXPL
TO OPLO TWV TPLWV XALddwv doAapiwv, omou n Epic Games {ntdeL eva 5%
Twv Kepdwv. Exouv umapéel 3 LETAYEVECTEPES YEVLEG TNG UNXAVAG, KAOE
UL TTPOOPEPEL AKOUA TIEPLOCOTEPEG SUVATOTNTEG E TNV 4" YEVLA KoL
glval pa amo TLg o cUYXPOVEG Kal paydala avamtuCooOUEVES
texvoloyiec. H 4" yevid tng Unreal kukAodpodpnoe tov Mato tou 2012 kat
n dnuioupyla tng Eekivnoe to 2003 amnd tov WLoktAtn TG Epic, TNV
gtalpia otnv omola avrkel n unreal, Tim Sweeney.

O nnyaiog KwdLKag TNG Lnxavng eivat oe C++, TTpAyUa TTOU TNV KAVEL
TIOAU ypriyopn, Kal emiong umootnpilet tn xprion Staypappdtwy uml,

13
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yvwotad w¢ Blueprint Scripting yia mpo-oxed1aoTtikoUG 0KOmoUG LECW TOV
omnolo pmnopet va dnuoupynBouv mayvidia xwplig tn ouyypadn Kwdika.
H mapouoa rtuxtakn €xel UAomolnBel kuplwg pe blueprints aAAd €xel
yivel kat ouyypadn kwdika . H cuyypadn kwdika amod tov
nipoypappatiotr yivetat oe C++ ; UnrealScript. Mepléxel OAa ta umo-
CUOTNHOTA TIOU Elval amopaitnTa KoL lval apKETA amaltnTki ano 1o
oUOTNUA, AOYW TOU EVTUNIWOLAKOU QTTOTEAECHOTOC.

H ekpdBnon tg pnxavig elvat SUokoAn, Opwg emAEXONKe SLoTL
SlatiBetal Swpeadv kat divel ateAeiwtes SuvVATOTNTEG OTNV QVATTTUEN
edapuoywv TpLwv dlaotdcswy. Emopévwg Ba e¢etdooupe ta
TIAEOVEKTA AT KAl pelovektipata tng UE4 oav povada aAAd Kal
OUYKPLTIKA UE AANEG LNXOAVEG TTALXVLIOLWV.

1.6 MAeovektipata — Melovektipota UE4

Y€ aUTH tn Katnyopia e€etalovtal Ta ONUAVTIKOTEPA TTAEOVEKTAMOTA KOl
pelovektnpata tng Unreal Engine. Ta TOAAQ TAEOVEKTHLATA TIOU
npoodEPEL NTav 0 KUPLOG Aoyog emthoyng tng UE4, evw Tta
LELOVEKTNHOTA TNG £lval Alya KoL OXETIKA AOAMAVTA.

MAgovekTpata :

o AwxtiBetal teAeiwg dwpedv cupnepAapBavopévou Kot Tou
ninyaiov kwdka.

o 'EXEL EKTTANKTIKEG SUVATOTNTEG OTO KOMUATL TWV YpADLKWY, E TLG
KoAUTEPECG SuVaTOTNTEC SUVALILKOU GWTLOUOU KOl OKLWV.

e Aev arnalttel ouyypadn Kwdika Aoyw TN KOLVOTOUIaC TwV
Staypappdtwv uml (Blueprint Scripting).

o TMoapéxel KaAn umtooTtPLEN Kot EKTTALOEUTIKO UALKO.

e MeydAn Kowvotnta pe toAAoU¢ XPrOTEG.

o [Noapéxel kamola Swpedv oToLxela KoL apxeia yvwotd wg game
assets onw¢ materials, 3D povtéAa, animations, K.a.
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Mmnopeic va Snuloupynoelg 0Aa ta (6n mavidiwy og 2D, 2.5D N
3D og avtiBeon pe AANEG UNXOVEC TTOU UTtooTNpPilouv
OUVKEKPLUEVA £(6N TtaxvISLwV N SLaCTACEWV.

Eivat Cross-platform dnAadn divel tnv duvatotnta va
dnuoupynoelg mawyvidla mou pe pkpég alhayég Ba nailouv oe
OAOUG TOUG UTTOAOYLOTEG, KOVOOAEG Kal KLvnTd.

H kOpLa yYAwooa yla ouyypadn kwdika eival n C++, n onoia sivat
TIOYKOOULWG Lo ot TLG 1o SLadLEOUEVEC KOl XPNOLUOTIOLNEVEG
YAWGOOEG Kal £ToL 6V avayKAlEL TOV TIPOYPOUUATLOTA Va LABEL
Vv 61kl Tou yYAwooa (UnrealScript) o avtiBeon pe dAAeg
UNXQVEG TtaVISLwV mou n ouyypadn KWSLKA YIVETOL LOVO UE TN
SLKLA Toug yAwaooa.

‘Exel tn Suvatotnta tou Level Streaming mou onuaivel 6tav o

XOPOKTAPAC TIEPACEL ATIO VA XWPO OE Eva AAAO KoL TTAEOV Sev
UTTAPXEL OPATOTNTA, TOTE N KUNXAVH OTOUATA TNV ENeEepyacia TOU
LN 0paToU XWpPOou Kal e€oLKOVOUELTaL £TOL EMeepyaoTLK LOYXUC.

MelovekTipata :

MoAU amalTnTIKO armod To cUCTNHA yLa VA TPEEEL KAAA XwPLg va
‘KoAAQel’.

MoAU Alyotepa Swpeav oTolxela KoL apxeia og oxeon e tnv Unity.
AUGKOAN otV eKpABnon.

‘Eva matyvidL mou eival ptiaypévo povo pe Blueprints pmopel va

glval oAU Bapu yla TOuC MEPLOCOTEPOUG UTTOAOYLOTEC, KOVOOAEC
N KvnTa.

1.6 Aoyot emthoyng tn¢g Unreal Engine 4

Yrapxel peyaAn mAnbwpa pnxavwy ya tnv avamntuén 3D mayvidiwyv. H

erAoyn tou KatdAAnAou epyaAeiou amoteAel onUaAvTLkO BrApo eVog

oxeblaotr mou B€AeL va dSnuoupynoet To 1Ko Tou mayvidt. Xtnv

gvotnta 1.4 €yve pa avadopad otig SLacnUOTEPECG AUTNV TNV EMOXN

HUNXAVEG TaxvVidLwv BEPRata umtapyxouV Kal TIOAANEG akOuUn Alyotepo
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YVWOTEG. Kaveic 6ev Umopel va TEL AVTLKELUEVLKA TIoLa £lval n KOAUTEPN
griloyn, adol auto e€aptatal amo noAAoU¢ TapAyovTeS, KaBwE Kal
arno tov (6lo to oxedlaotr). H Unreal av kot SUokoAn otnv ekuadnon yla
KATIOLOV apXApLlo, UTINPXE Ko e€oLKElwaon TtpAypa Ttou §ev cUVERN Ue
AAAEG LNXAVEG TtaLVLO LWV Ttou dokipaotnkav. Eival evoeLkTiko mwg
UTTAPXEL Ko TANBwpa TaXVISLWY, HE YVWOTOUG TITAOUC AVAECA TOUG,
miou €xouv dnuloupynOset pe tnv Unreal Engine. Entiong ta

TIAEOVEKTN AT TTIOU avarntuxbnkav otnv evotnta 1.6, emnpéacav moAv
yla tnv emdoyn tng Unreal. TEAOC AOYyw Tpo UTIAPXOUCAC YVWONG TNG
YAwooag C++ dev xpetaldtav n ekpadnon aAAng yA\waooog yLa tn
ouyypadr KwdLka Kal £ToL UTIAPEE Kal EVKOALQ 0TNV XpHon Twv
blueprints ta onola eival Baciopéva otn C++.

1.7 Avamntuén mayvisLwv

KaBe avamtuén evog matxvidlol mepvael péoa amod moAAd otadla mpLv
KUKAOdoproeL. MEVIKWG UTIAPXEL Eva oXESLAOTLKO TTAQVO TIPLV TNV
mapaywyn, To oTadLo TNG apaywynG KaL To oTAdLo HETA TNV apaywyn).
Onwg elvat puoiko, o MePLOCOTEPOC XpOvog darmaveital oTo otadlo TG
mapaywyne. Na tnv avamntuén evog matyvidlov xpetalovtal AToUA HE
eldkotnta ypadiotag, 2D/3D oxedlaotig, oXeSLAOTIC KIVNHATIKWY,
oxebLaoTn¢ YoV Kal GUOCLKA TTPOYPAULOTLOTHC.

OLypadioteg Snuioupyouv OAa T OPATA AVTLKELLEVO TOU TTaLXVLIOLOU
aro 1o £6adog LEXPL KAl KOUUTLA Tou pevoU. Karmolot ypadiloteg
eldikevovtal oe 3D povteAa, evw AANoL o€ animation. ZKomog Toug va
SnULoupyrRoouV 600 TIo PEAALOTIKA YPadIKA Kot akpLBn povtéAa. Ot
ELKOVEC A LOVTEAQ SnuLoupyouvTal oo Toug YpadiloTeC LE KATIOLO
Aoylopko onwe 3Ds Max, Blender, Maya, Photoshop kalt €metta
npootiBevrtat otov Unreal Editor.

OL oXe8LO0TEG KLVNUATLKWY glval ouvRBwg ekmatdeupévol ypadioTed.
‘Exouv TOAU KaAO HATL Kot SnULloupyLlkoTnTa yla va Snutoupyouv
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OUVTOUEG TOLVIEC. XpNnOLUOTIoLoUV £lte To sequencer editor 1) To matinee
tool yia T dnuoupyia KvNUATIKWVY.

OL oXeSL00TEG XOU €XOUV KaAN akon Kal eival ekmalbeuévol otnv
HOUOLKA. AnULoupyouv Kal nxoypadouv Touc XOoUG Tou maxvidlol ot
£181KOUC XWPOoUC. EMELTO ELOAYOUV TOUC RXOUC OTO TTALXVIOL KOl TOUG
Tpormomnolouv pe to Sound Cue Editor.

OL tpoypaUUATIOTEG amodacilouv 1o AoyLoULKO Ba xpnaotpomnolnBet yia
TNV Snuoupyla Tou maxvidlol Kot emiong Tt AAAO AOYLOULKO XpELaleTal.
Mpémnet eniong va Befalwoouv OTL Ta AOYLOHLKA TTou Ba
xpnotuomnotnBouv eival cuppata petafl toug. Enetta ot
TIPOYPOUUATLOTEG YpADOUV KWOLKA YL T AVTLKELUEVA TTOU
dnuoupynoav ot urtoAourtol oxeSLaoTEC. MepLKOL TIPOYPOLUATIOTEG
a.oXOAOUVTAL LE TNV SnULoUpyLla epYaAElwy Kal TV avartuén
KOLVOUPYLWV EHAPUOYWV yLaL TO TTaLVidL.

1.8 Texvnti Nonpoouvn

Texvnti vonuoouvn (A.l) elval n EMLOTAMN, TTIOU LOXOAELTAL LLE TN
oxeblaon Kal TNV uAomoinon UTIOAOYLOTIKWY CUGTNUATWY, TIOU UITOPOUV
OUGCLOOTLKA VO avamapAyouv tTnv avBpwrivn cuuneptpopd, oAl va
glval kaL avtovopa. H texvnti vonuoouvn ota nalxvidia dev
OUYKPLVETOL PE TNV EMLOTAMN TNG TEXVNTNC VONUOOUVNG KABwWG EXEL
oxeblaotel yla va Aettoupyet o€ €va KAAQ EAEYXOUEVO ELKOVLKO
nieplBarov. AnoteAeital KUplwg amo €va GET ATIO HOVILOUG KOVOVEG
TIOU ETUTPEMOUV O0TOUC actors Tou matxvidlou va KAVOUV T CWOTEC
TPAEELC avaloywg TNV Iepilotaon.

OL XpROTEG EMLBUOUV L0 PEAALOTLKI KoL GOAVTAOTLKA EUTELPLA aTtd Ta
raxvidla. H texvntn vonpoouvn mailet oAU onpovtikd poAo oto va
SNULOUPYACEL UTH TNV EUMELPLA YLa TOUG XPOTEG. Evag
avtinalog/exBpdg Tou Xprotn ival o Mo cuvnNBOLOUEVOG KOL GNUOVTLKOG
TPOTOG XPNONG TNE TEXVNTAG vonuoouvng. Entiong ta Stadopetikd idn
TEXVNTAG VONUOoUVNG OTtwG, TAonynaon, Laxn, Bonbela amnod to cuotnua,
glval 0 KAAUTEPOC TPOTIOC VA KAVOULLE TOUG AVTLTAAoug va potalouv
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peaAlotikol. MA£ov Ta HoVTEPVA TTOLXVIOLO ELOAYOUV AKOLLO TIEPLOCOTEPQ
XOPOKTNPLOTIKA Kol SuvatoTtNTEC MPAyUA OPWC TTou SnpLoupyel Kat
npofAnuata KaBwg oL apamavw SuvatoTNTES AMALTOUV TTOPATIAVW
KOWVOVEC TEXVNTHC Vonuoouvng.

1.9 Epnepia xpRotn

To MO GNUOVTIKO KPLTAPLO yla TNV emLTu)ia evog maxvidloL gival n
geunelpia Tou xpnotn mailovrag to natyvidl. H mepjynon tou xpnotn
OTOV ELKOVLKO XWPO TIPETEL VA LOLATLEL pEAALOTIKI KOl v elval amodekTn
arto TOV XPRotn, £T0L E(VAL CNUAVTIKO VO EEETACOULE TOUC TIOPAYOVTEG
miou Ba BonBricouv Tov XprRoTn va BLWOEL TNV ELKOVLKN TIEPLYNON oAV
va elval mpayUaTkoTnTa.

e [lapouocia
Mapouoia oplleTal wWE N UTTOKELUEVLK EUTIELPLO TOU va eloaL EKEL Kall
glval éva PuxoAoylko GaLvOUEVO TIOU KATOLKEL OTLG AVTIARYPELG TOU
xpriotn. H aioBnon t¢ napouaciag SteukoAUvVETAL OO TNV ELKOVLKA
POy ATLKOTNTA KoL 0dNnyel Tov Xpriotn va vouilel 0TL KABe TL mou BLlwvel
elval mpaypatikotnta. Auto €ival onUavtiko eneldr oL avBpwroL EXouv
TNV T@on va Bupouvtal TPAYUATO TToU BLWVOUV oo TIPWTO XEPL TTAVW
amo ta npaypata nou anAd dtaBalouv. MeploocoOTEPES EPEUVEC EXOUV
Selel OTL n mapoucia xwplletal o€ TPOOWTILKN, TEPLBAANOVTIKN KoL
KOWwVLKA. H Kowvwvikn kot n eptBalAovTiki mapouoia
ETUKEVTPpWVOVTAL 0TNV aAAnAemtidpaon pe aAAAouG avBpwroug Kot
avtiotolya pe to mePIBANAOV, yLa TNV ELKOVLKI) TIEPLYNON OTOV ELKOVIKO
XWpPo, eTdbiwén elval n mpoowrikn mapouacia, n onola pnopel va
OPLOTEL WC N EUTELPLO TOU XPrOTN OTO E0WTEPLKO TOU ELKOVLIKOU KOGHOU.
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* MMhorjynon
‘Evag amod Toug KAAUTEPOUC TPOTIOUC YLd Evav Xpnotn va atoBavOel tnv
Tapoucia eivat va unv xpeLaletal va avnouXet yla €va oAUTIAOKO
ocuoTnUa mMAonynonc. 2ta moxvidla mpwtou npoowrou ywa Android n
mAonynon givat oAU eUkoAn adol o xpHoTnG XPNOLUOTIOLEL TNV 080V
adng KoL e ATTAEG KLV OELG TWV XEPLWV TOU KOTEUBUVEL TNV KAUEPQ Kall
TOV XOPOKTr PO TOU.

e AmeKOVLoN

H mowotnta tou nw¢ 0a epdaviletal to mepBAANOV AOTEAEL CNUAVTLKN
ouvelopopa yLa TO TTWE EVaC XpNoTNG atcbavetal tnv mapouaoia. Ano
TEXVIKN amoyn, TPEMEL N MAATPOP A TTOU XPNOLUOTIOLEL O XprioTNG Vo
glval tkavn va TpEEeL To elKOVIKO TepLBaAlov opaAa. Matyvidla
dtiaypéva He tnv unreal pmopouv va Tpé€ouv oTLG tepLoootepeG android
OUOKEUEG EPOCOV UTIAPXEL LEYAAN YKAMA puBUicEwY yLa va
gEunnpetouvtal TOANA LOVTEAQ CUOKEUWV.
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KepaAaio 2
Eicaywyn otnv
Unreal Engine 4

2.1 Ewcaywyn

H &nutoupyia evog 3D matyvidlou pe xprnion tng Unreal amoteAeital ano
800 KUPLOUG LEPN: TO KOUHUATL TOU YpadLkoU oxedLaopol Kol TO KOUMATL
Tou KwoLKa r/kat twv blueprints. MNa to mpwto pépocg, n Unreal
npoopEPEL pla TANOBwpa epyaleiwy, He Ta omoia o Snpoupyog Tou
maxvidLou, Umopel va KataokeuAoeL Toug actors ou emtBupel va
neptAapPAvel To oy vidi KoL va Toug TomoBeTACEL 0TO ONUELD TNG
oKnNVNG Ttou eTLBUHEL.

Y& autn TNV evotnTa Ba e€eTACOUE TIC PAOLKOTEPEC EVVOLEC KOl
gepyaleia tng Unreal Engine ta omoia palt oxnuoatilouv tnv Sopun tng
Unreal Engine 4.

2.2 Baowkég Evvoleg tnc UE4
e Actor eilval éva avtikeipevo mou pnopel va tonoBetnBel os Eva
eninedo. OAa ta avtikeipeva, Ta ¢wta, N KAUPEPES, K.ATL. glval
actors. Ot Actors gival Yevikég KAAOELG TTou urtootnpilouv 3D
HLETAOXNUATIOMOUG OTWG TtepLoTpodn, KALLAKwoN K.a. Evag actor
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uropel va SnuoupynBet N va kataotpadel LEOW KWOLKA 1) LECW
Twv blueprints.

Eva entinedo (Level), eivat pia teploxn tou mayvidiou
KoBoplopévn amo tov oxedlaoth. Ta Levels Snuoupyouvtal Kat
enefepyalovtal TOMOBETWVTAG KAL LETAOXNUATI{OVTOG TLG
dLotnteg Twv Actors. Eivat otnv ouoia 3D nmeptfaiiovia ota
orola TonmoBeTouvTal AVTIKEIPHEVA E YEWMETPLKO TPOTIO TA OTIola
kaBopilouv tov KOopo ou Ba BLwoeL o XprRotne.

Ta eaptuata (Components), elval KOPUATLO AELTOUPYLKOTNTOG
TIOU UmopoUV va tpooteBouv o€ actors. Eva component dev
UTTOPEL VO UTIAPXEL AUTOVORO OUWG OV IPOOTEDEL o€ €va actor, o
actor Ba €xeL mpooPaocn otnv AELTOUPYLKOTNTA TOU component.
Ta rovia (Pawns) givat umto-kAAoeLg Tou Actor Kat XpnoLLeUoUV
WG TIPOOWTTILKOTNTA EVTOC TaxvidLloL Ti.X Tou xpnotn. Ta Pawns
UItopoUV va eEAEyXoVTaL E(TE QIO TOV XPNOTN £(TE Ao TO TTaLYViSL
(NPC). ZuvnBwg xpnotpomnotlovvtat anod to maxvidt kabwg autni n
KAdon Oev mepLéxel peBOSoUG yLa TOV XELPLOWO TOU TtallyTn amno
TOV XPNOoTN.

‘Evag xapaktipag (Character), eivat umé-kAaon tou Pawn Kat
XPNOLUOTIOLELTAL WG O XOPAKTPAG TOU XPNOTH. XpNOLUOToLE(TaL
KOTA KUPLOL BAcn LOVO yLa TOV XOPAKTPpa TTou Ba eAEYXEL O
XPNotng,.

Materials amokaAouvtal ta otolxeia mou epappolov e o€ Eva
TIAEY A yLa vOL EAEYEOUE TNV OTTTIKN Ttapouciaon pLag oknvig.
Eivat otnv ouoia n proytd evog 3D avtikelpévou. ArtoteAouvtal
arto TOAAEG 2D OTATIKEG ELKOVEG OTIOU N KABOE pLa avarapLloTa pia
dLotnTa tou material oMW xpwWHA, LETAAALKOTNTA, AVTIAVAKAOON
o010 dWwC.

Animation gival n mpooopolwaon HLoG Kivnong LEoa armo pLa oelpa
amo €LKOVEC 1 mAaiola.

Static Mesh eivat éva ToAUYwWVLKO TAEYpA eVOC 3d QVTIKELLEVOU
To omoio dnuloupyeitat péoa ano éva npoypappa 3d modelling
KOl ETIELTA ELOAYETAL OTNV unreal engine. XpnoomolouvTal yLo
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Snuoupyla TNG YyeWUETPLOG EVTOC Kamolou emnédou. Adou
TomoBetnBoUV o éva eMiMESO UMOPOULE VO TPOTIOTIOL{COUUE TO
uEyeBog, tn meplotpodn Kal tn B€on Toug.

e Ta owpatidia (Particles) eival ta ontikd ep€ Omwg GAOya, XLOVL,
ouixAn K.Am. XpnotpomnoloUv ypadikd kat 3d avtikeipeva yla va
TIPOCOUOLWOOUV CUYKEKPLUEVA POLVOUEVA TOL OTtola Elvall
SUOKOAO va TPOCGOOLWOOUV e AANEG TEXVIKEG AOYW QUENUEVNG
UTTOAOYLOTLKAG LoXVOC.

2.3 Epyaleia tou Unreal Editor

2.3.1 Level Editor

Eilval o Baowkog editor tng Unreal mou xpnotlpomnoleital yia tnv
KOTOLOKEUH TWV ETUMESWV TOU Ttaxvidlol, O AUTOV POCOBETOUUE
QVTIKELPEVA, XaPAKTAPEG, material Kol yevikd OTL Xpeldletal To KABe
emninedo. e autov tov editor Snuloupyouvtal Ta enineda
Snuoupywvtag Kat petaocxnuoatilovrag actors. Méow tou level editor
TomoBeToU e yewpeTpia, Sltakoounoelg o popdn pwTLoHoU, oxHUaTa,

QVTIKELPEVA TTOU Ba XpNOLUOTIOLAOEL O XPNOTNG K.O.
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2tn Stenadn xpriotn PAEnoupe ta €€AG :

210 KEVTPO TO viewport oto omoio dnuLoupyoU e Kot tpoBApouE
To maxvidL. Edw pmopou e va tonmoBeticou e pe dtddopoug
TPOTOUC Kal epyaleia OAa Ta assets mou £xou e SnULOUPYIOEL.

21O 0PLOTEPA TO TOPABUPO AELTOUPYLWYV TO OTOLOo paG Sivel
TIOAAEG AELTOUPYLEC AVAAOYQ LE TLG AVAYKEG LA OTIWG
TonoB<tnon actors, BaLpo Twv actors, PayLpo meploxwy,
Tpormomnoinon NG YewUETpLlag kal dnuioupyia ducikol toTiov.

MNavw 6g€La €xoupe to World Outliner to omoio pag dsixvel 6Aoug
TOUG actors mou €XOUE OTO TMedO pOG O Lepap)Lkn popdn.

Katw 6g€1d to mapdbupo e TG AEMTOUEPELEG TOU ETUAEYUEVOU
actor. ESw pmopoU e va mpooBEcoupe components Kot

blueprints otoug actors.

KAtw £Xou e TO EPLEXOUEVO MG TTOU TiepAapBavel OAa Ta assets
TIou Ba XPNOLUOTOL)COUE OTO ETIMESO.

2.3.2 Blueprints Visual Scripting

Ta Blueprints givat éva mAnpeg cuotnua ‘OMTkoU TPOYPAUUATIOHOU’ TO

omolo kaBlotd duvatod tnv dSnuoupyia avidLwy xwplic cuyypadn

kwoika og C++ 1) UnrealScript. Opwc ta blueprints eival Baolopéva otnv

c++ Kall UAoTtoloUV TIg LeBOSoUC KaL TIG AsLToupyies TNC YAwooag dpa n

(PO UTtApyxouoa yvwon t¢ yh\wooag C++ BonBacsl apkeTd otnV

dnuoupyia twv Blueprints. Onwc kot o€ MOAAEG avTIKELUEVOOTPODELS

YAWOOEG MPOYPAUUATIONOU, Ta blueprints xpnolpomnolovvtal yLo va

kaBoploouv avtikeipeva Kal KAAOELG eVTOG TNG unxavng. Evtog tng UE4

TA AVTLKELEVA TTOU opilovTal xpnoLdomolwvtag blueprints avadépovtal

KowWw¢ w¢ <<Blueprints>>.
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AUTO TO cuoTnUa elval EQLPETIKA EVEALIKTO KOl LOXUPO KOOWG TTapEXEL
™ duvatotnta otoug oXeSLAOTEC VoL XPNOLUOTIOLOUV 0XESOV TO TTANPEC
dAopa TwV EVVOLWV Kol EpYAAEiwV YEVIKA SLaBEaLpeg povo oe
EUTTELPOUC TIPOYPOUUATLOTEG. TN Baolkn Toug popdn ta blueprints sivat
uml Slaypdppoato oto onoia 0 oxedLaoTAG cUVOEEL KOUPBOUG,
Aeltoupyieg Kal LETABANTEG e cUppaTA SNULOUPYWVTAC £TOL
TIOAUTIAOKO OTOLXElO TNG CUMTIEPLDOPAC TOU TtatyvLSLoU.

Ta blueprints xpnotpomnowouyv ypadnuata yio Stadopeg AeLtoupyieg
OTIWG KATAOKEUN OVTIKELLEVOU, ETILUEPOUG AELTOUPYLEG, dSnUloupyia
yeyovotwv tou maxvidiol. Ta ypadripata xwpilovral o yeyovota
(events), ouvaptnoelg (functions), pakpoevtoAEg (macros) Kat
uetaPAntég (variables). Ta yeyovota ival ol KOKKLVOL KOpBoL, ot
OUVOPTHOELG Ol UITAE KOl Ol LOLKPOEVTOAEC oL yKpilotl koppol. Ot
HeTaBANTEC xpwpatilovtal avaloya He to €60¢ SnAadn :

e Float — MNpaowoc KouPog

e Boolean — Kokkivog KOpBog

e Integer — FaAadlog KOUPOG

e String — Mwp koppog

e 3D Vector — MNoptokaAt kOpBog

Qotooo, akoun kot av ta Blueprints eival éva moAU xpriolpo epyaleio,
e€akoAouBel va elval meploplopévo amo tnv anoyn Tou TL UMopEL va
KQVEL O€ O PE TNV ouyypadni KWOLKA O€ c++. ZUVETIWG, O
TIPOYPOUUATIOUOC LE C++ €Lval TTOAU TILO EVEALKTOC KOl EUTIPOCAPUOOTOC
arno ta Blueprints. H c++ ival oAU kaAfj otnv vAomoinon mMoAUTTAOKwWY
aAANAemnidpaoewv Kot pnxaviopwyv. Mia dAAn dtadopd petafl Twv
Blueprints kat tng C ++ elvat otL ta Blueprints givat oAU mo Bapld oto
oUOTNUO TIOU TPEXOUV OUYKPLTIKA HE Kwdka C ++, aAAd auTo eival
alolnto, povo av umapxouv MoAAA Blueprints oto mayvibt.

Yrnidpxouv dUo €idn blueprint, To level blueprint kat to blueprint class.
KaBe eninedo (level) mou dnuioupyoupe €xel to 6iko tou level blueprint.
Y€ QUTO UMOPOUUE VA EAEYEOUE OTL EXEL VA KAVEL UE TO CUYKEKPLUEVO
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eMinedo OMwWC vo TPOTIOTOLOULIE TIG LOLOTNTEC TWV actors Tou emumedou N

va rupodotoU e Eva Kvnuatiko edé kK.A. Ta blueprint class an’ tnv

AAAN ivat eldikot actors pe MoOAAG components Ta omola
nieplhapBavouv otatikd 3D aviikeipeva, KAPEPEG, NXO K.A.. KOL UITOPOUV

va tonoBetnBouv os onolodnmnote eninedo.

2tn Slenadn xpriotn PAEnoupe ta €€AG :

210 KEVTPO ToV YpAdo otov omoio dSnuoupyol e KOpBOUG Kall
aAAnAouyieg. Evag kOpBog pmopel va eivat pia HetafAnth, po
ouvaptTnon, Kla EKPPacn Kot YEVIKWGS OTLOATIOTE OTO OTolo
ouvdéoupe yia va dnuoupynooupe éva blueprint. KaBe kOpupog
EXeLN eL0060uc N e€66ouc 1 kat ta dvo. Zav elcodo pmopel va
TIAPEL KAToLa TN N €kdpaon. Mo va cuvdeooupe SVo KOUBoUC,
ouvdEou e TNV Kapditoa tng €660 Tou MPWTOU otnV Kapditoa
NG €l0060ou tou deutePOU KOUPOoU. TENOC, OO0UC ALyOTEPOUC
KOUPBOUG £XOUUE TOOO TILo KA Ba ival n anddoon.

Yta 6€€1d To MapABupo AETTTOUEPELWY OTO Omolo puBuilovtal ot
8LoTNTEC TWV SLadpopwv KOUPWV Kot TwV PeTaPANTWY. AloBETel
PUBULOELG OTIWG O TUTOG TNG HETABANTAG, TO OGvoua K.q.
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e Katw to napdBbupo pe Ta anmoteAéopata tou compile. Mag bivel
Anpodopleg Omwe ooo xpovo £kave To compile, méoa
odAApOTA EVIOTILOE K.Q.

e J1a aplotepd to mapdBupo My blueprint oto omoio PAEmMouUE pLa
Alota pe O0Aa ta cupBavta kol HETABANTEG TTOU EXOULE
dnuoupynoel. Eniong edw pmopoupe va dnuULoupynoou e
OUVOPTNOELG, LETABANTEG KOl EVIOAEG macro.

2.3.3 Material Editor

Me tov Material Editor pmopoupe va SnpLoupyricoupE f va
enetepyootoupe Ta materials ta omola anoteAouv pépn mou
edapuolovtal o€ 3D avtikelpeva yLo TNV pUOUILON TOU OTITLKOU TOUG
HEpoug. Mvetal emiong va eme€epyaotol e Ta ypadlkd ou Ba ExeL Eva
material KATw a6 CUYKEKPLUEVO PWTLOUO 1} av KOAUTITETOL ATtO OKLA

K.T.A., SNULOUPYWVTOC £TOL PEAALOTIKA YpadLKA YLO TOV XpHoTh.

2tn Sdlemadn xpriotn BAEnmoupe ta €N :
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e 310 KEVTPO TOV YpAdo otov omoio Ba SnuLloupyricoupe Ta
materials poag. O ypadog tou material editor Asttoupyel Omwg kot
0 ypadoc twv blueprints.
Emeldn ta meplocotepa KLVNTA €V UITOPOUV VO VOO AYOUV
owoTA materials pe MOAAEG LOLOTNTEG, YU aUTO XpnoLpomolionkav
oL £€L BaOIKOTEPEC LOLOTNTEG OL OTtOLEG €lval : TO BACIKO XpWHQ, N
HMETAAALKOTNTA, O KATOTITPLOUOG, N TPaXUTNTA, N EKTTOUT
XpwHaTog Kat n adladavela.

e Jta 6e€la o mapabupo palette to omolo mepLExel OAOUC TOUG
KOUBOUC TTou pmopouv va xpnotpomnotnBouv otov material editor.
OAeg oL Aettoupyleg, ekPpACELS K.a. E(VAL KATNYOPLOTIOLNUEVA KOl
0 OXeSLAOTAC UIMOPEL va XPNOLUOTIOLOEL Kol GpiATpa yLa
g€okovopnaon xpovou.

o Kdatw aplotepd to MapaBbupo e TG AEMTOUEPELEG YLa TO material
oTo omnoio eTAéyou e TL £(60¢ material dnuloupyoUe.

e [Navw Aplotepad to mapaBupo Viewport oto omoio BAEmoupe pia
TIPOETILOKOTINGN TOU Nw¢ Ba eivat To material pag. 2e kaBe
aAAayr) TIOU KAVOULE AVAVEWVETOL QUTOMATA N TIPOETILOKOTNON.
To oxApa TNG POETLOKOTNONG Ao poemiAoyn eival pa odaipa
aAAQ propoU e va to aAAdou e amo Tig pubuioelg Tou viewport.

2.3.4 Static Mesh Editor

Me tov Static Mesh Editor pmopouUpe va pmopoU e Vo TPOTIOTIOL|COU UE
™V duotkn, tn cuykpouon (collision) kat tnv UV xaptoypadnon evog 3d
HOVTEAOU. Ta avTlKeipeva Ye Ta omola BENoU e o TailkTnG pag ite va
TIOTAEL TTAVW OE AUTA (Y TaTwpata, oKAAEG) i va tou gumnodilouv tnv
npooPBaon (my tolyol, KAYKEAQ, TTOPTEC) MPETEL VA TOUG TPOCBECOUE
éva cloTtnua oclykpouong. Av to static mesh oto onoio BéAoupe va
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pooB£oou e olykpouon givat amAol oxeSLAGHOU TOTE UMOPOULE VA
TIPOOB£0OUUE TO cUOTNUA CUYKPoUONG HEow Tou Static Mesh Editor
Xelpokivnta r avtopata. Mo moAucUVOEeTa LOVTEAQ TIPETEL VA
xpnotlpomnotnBei éva mpoypappa 3d oxedlacpou.

u

2tn Stemadn xprnotn BAEMouue Ta €A :

® JTO KEVTPO TO Viewport 0To omoio KAVOUE TPOETLOKOTINGN TO
static mesh.

o A&gfld to mapabupo e TIG AEMTOUEPELEG YLa TO static mesh omwg
TioLo material xpnoomolel, ToLo cUoTNUA CUYKPOUGNG UAOTIOLEL
KATL.

e [Avw tn ypauun epyodeiwv otnv onola umdpyxouv OAa ta
epyaleia ou XpeLalOUAOTE YLOL VO TPOTIOTIOL|GOULE TO static
mesh.

28



- Kedbalalo 2 — Eloaywyn otnv Unreal Engine 4

2.3.5 Animation Editors

Ma tnv dnuloupyla kal eme€epyaocia Twv animations n unreal mapéxel 4
editors ot omotot eivat o Skeleton Editor, o Skeletal Mesh Editor, o
Animation Editor kat o Animation Blueprint Editor.

O Skeleton Editor xpnotuomoLeitatl yLo va TPOTIOTIOL)COULE TO ‘OKEAETO’
TwvV actors aAAA Kol Ta SOULKA TOUC oTolxela (assets). & autov Tov
editor mpooB£toupe sockets otoug ‘okeAetoug’ Twv actors. Ta sockets
elval e€wtepka aviikeipeva ta omola BEAOUUE va TPOooBECOUE O Eval

HOVTEAO OTwG TL.X. €val oTtaBi oto XEPL Tou maiytn. Emelta péow tou
Skeleton Editor pmopoupe va TPOTIOTIOLCOUE TO UEYEDOG KaL tn B€on
Tou socket.

Itn Sdiemadn xpriotn BAEmoupe Ta €N :

® JTO KEVTPO TO Viewport To omoio pag Slvel pia POEMLOKOTINGN
ToU 3D POVTEAOU PaG HE TIC AAAQYEC TIOU TOU €XOUME KAVEL. ESw
ETLONG TOMOBETOUE KAl TPOTIOTIOLOUUE Ta sockets.

e JTa OpLOTEPA TNV LEpapxia Tou ‘okeAeTol’ paG. Edw emiong
UTtOpOoUE va dnuloupynooupe ta sockets.
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o MMavw de€la £xoupe To MapAaBUpPo AEMTOUEPELWV OTO OTOLO
TPOTOTOLOUE TIG pUBULOELG TWV OTOLXELWV TTOU £XOUE
TIPOCOEOEL.

o Katw 6&€ld to mapdaBupo Anim Curves to omoio pog Sivel pLa
TIPOETILOKOTINGN TWV KOUTTUAWY TIOU UTTopoU UE VA EPAPUOCOULE
OTO TPEXOV TAEY QL.

Méow tou Skeletal Mesh Editor pmopouUpe va avaBéooupe ta materials
Tiou €xoupe ¢TLaeL oTo ‘OKeEAETO’ TWV actors pag.

2tn Stemadn xprnotn BAEMou e Ta €A :

® JTO KEVTPO TO Viewport To omoio pag Slvel pia POEMIOKOTNGN
TwV animation pag ndvw oto PovtéAo mou Ba edpapootouyv.

e JTa OpLOTEPA £lval TO MOPABUPO TWV AEMTOUEPELWV YLa T
otolxeia pag. Aitvel mAinpodopieg yla ta material mou €xoupe
epapuooet oto 3D povtEAo pag.
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e Jta 6e€la to mapabupo Morph Targets pag divel pa
T(POETILOKOTINGN YLa AAAQYEC TIOU UTTOPOULE VAL KAVOUUE OF
HEUOVOUEVA onpeia Tou 3D povtélou.

Me tov Animation Editor pmopoupe va dnuloupyrnocou e animations.
AouAelel pe Animation Sequences ta omola gival KlvoUUEVA OTOLXEL
(assets) kat meplExouv mAnpodopleg yia tn 6€on, meplotpodn Kat
KAlpoka evog ‘okeAetol’. EToL 0tav £XoUupe apKeTd Animation Sequences
dnuoupyeital €éva animation.

e JA] = [ 1] » +

Itn Sdiemadn xpriotn BAEmoupe Ta ENG :

e 31O KEVTPO TO Viewport To omoio pag avamnapayel tTa animation
TIOU £XOUHE ETUAEEEL TAVW OTO LOVTEAO HaC.

e JTO OPLOTEPA TO TTAPABUpPO AemtopepeLwv/SEvTpou Lepap)iag, Ta
orola €xouv 6la AeLToupyLKOTNTA E Ta avTioTolya mapdbupa
twv Skeletal Mesh Editor kot Skeleton Editor.
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e Katw o Asset Editor o omnoio¢ petafarietal avaioya pe to id0¢
TOU animation mou €xoupe avolyxto. Edw pnopol e va
TPOTIOTIOLCOU LLE TA animation sequences Kal YeVIKOTEPQ
omnolodnmnote €ido¢ animation.

o MNavw 6&€ld to mapdBupo AeMTOUEPELWVY TO OTIOL0 EXEL bl
AELTOUPYLKOTNTA LE TO avTioToL o mapdbupo tou level editor.

o Katw 6e€la elval To mapdBupo twv assets to omoio poag deixvel
OAa ta animation otolyela IOV UITOPOUUE VA XPNOLOTIOL|COU UE
LLE TO TPEXOV ETUAEYUEVO.

O Animation Blueprint Editor xpnolpormnoteitat yla va oplooupe to mote
Kol To mw¢ Ba matytouv Ta animations.

H Stemadn xpnotn onwc ailvetol oTnv mapandavw lkova eival oxedov

(6o ue avutn tou Blueprint editor.
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2.3.6 UMG Ul Editor

Me to UMG Ul Editor pmopoupe va SnULoupynocoupe To oXeSLOOTIKO
KOUHATL Tou TayvidioL (Ul) onwg to kupiwg pevou, to HUD k.a. O editor
QUTOC Aeltoupyel pe widgets ta omola e€lval pla Ospd amd Tmpo-
oXEOLAOUEVEG OUVAPTHOELG TIOU UTTOPOUV Vol XpNnotpomnolnouv yla thv
katookeun tng Sdtaocuvdeong (Ul). Ta Widgets enefepydlovtal pe €va
e€eldlkevpévo Blueprint, To omoio xpnowomnotlel U0 KAPTEAEG yla TNV
KOTOOKELUN Twv widget, tnv kaptéha Designer n omoia €MLTPEMEL TNV
otk Oldtagn tng Slemadng Kal TG PACIKEC CUVAPTACELS KOl TNV
kaptéAa Graph n omola mapExel tn Asttoupylkotnta niow amo ta Widgets
TIOU XpnoLlomnoénkav.
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2tn Stenadn xpriotn PAEnoupe ta €€AG :

21O KEVTPO TOV ypAdo oTov onoio tonoBetoV e eUkoAa e drag and
drop amno to mapdBbupo palette.

MNavw Aplotepa to mapabupo palette To omoio mepléxel OAa ta
widgets mou pmopolpe va tomoBetriooupe oto ypado. OAeg ol
Aewtoupyleg, eKPPACELC K.O. €lval KOTNYOPLOTIOLNMEVO KOL O
oxeblaotng Mmopel va  xpnoldomow)osl Kol  piAtpa  ya
g€olkovopunaon xpovou.

Aplotepd To TtapaBupo Lepapyiag to omoio pag deixvel Ta widget
TIOU €XOULE TOTIOOETAOEL 0TO YPAdO LG LE LEPAPXLKT) OELPA.

Katw aplotepd to mapdBupo animations To omoio pag eMTPETEL
VQ XPNOLUOTIOL|COUE KIVNUATIKA EPE TTOU €XoUuV dnuLoupynBet

ylo widgets.

Katw to mapaBupo timeline mou pag Seixvel To xpovodiaypoppa
TWV KLVNUATIKWY £ODE.

Ag€1d To MapABUPO LE TIC AEMTOUEPELEG YL TO wWidget Ttou €xoupe
ETUAELEL.

2.3.7 Cascade

To Cascade eival to epyaAeio yla 1o cUOTNHO cWHATSlwV TO omoio pag

ETUTPETIEL VA SNULOUPYNOOULE LOVASLKA OTITIKA €€ OTIWG KATIVO,

omifeg, pwtla K.a. Ta cwuatidia prmopouv va BewpnBouv wg onueia

010 3D XWPO LLE OPLOPEVEC LOLOTNTEG OL OTtOLEG KUPBEPVOUV TLG

aAANAEeTILOPACELG PETAEL TOUG Kal TOU yUpOoU KOouou. To cascade €xel

OPKETEC AELTOUPYLEG KaL TTAPEXEL TN duvatotnTa va SnULoUpYHOEL

oxebov onolodnmote cuotnua cwpatidiwv. Ta cuotApATa CWHATS WY
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XpnoLuonolouvtal o€ LeyaAo Babuo yla tnv mpocopoiwaon puotkwv
dalvopEVwy.

2tn Siemadn xpriotn BAEmoupe Ta €NG :

e [Avw aplotepd to viewport mou poag SelyVEL YLa TPOEMLOKOTINON
TOU TPEXOVTOC CUOTHHATOG CWHATLOLWV.

e Katw aplotepd to Mapabupo AEMTOUEPELWV OTO OTOLO
TPOTIOTOLOUE TIG pUBULOELG TOU TPEXOVTOC CUCTHATOG
ocwpatidiwv.

e [lavw 6e€la to mapdBbupo pag Seiyxvel GAOUC TOUC TTOUTIOUG TOU
TPEXOVTOC CUOTAMATOC CWHATLOLwV.

o Katw 6e€la eival o editor kuptoTnNTAC O OMMOLOC G SElXVEL
1d16tNTEC MOV TpoTmomnolouvtal. ESw eniong pnopoupe va
TIPOCOPUOCOUE TO GUOTNUA CWHATIOlWVY TNV WA TTOU TO
OVOTIOPAYOULIE.
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2.3.8 LightMass

To LightMass ivat to obuotnua ¢pwtiopoL tng unreal. Mapéxet uPnAng
TIOLOTNTAC OTATIKO GWTLOUO KOl XAPTEG OKLWV (shadow maps) pe
TEXVIKEC TIOU £lval uTtEpBOALKA TIOAUTIAOKEG YLOL EVOWUATWON OTO TPEXOV
UTTOAOYLOTLKO UALKO. To Lightmass mpemnel emopévwe, va eKTEAEOTEL
Xwpig cuvdeon (offline), mpwv anod tn poptwon tou emunédou. H Unreal
npoodEpeL TEooepa 16N dwTLOUOU :

e To kateuBuvopevo dwc (Directional light) To omoio eivat o
SaVIKOC WTLOUOC OTAV UTIAPXEL Lo UTtAlBpLar OKNV Kol TIPETEL
ylvel pla mpooopoiwon tou pwtdg Tou NALou, SLOTL auTo to £idog
TIPOCOUOLWVEL TO GWC TTOU TIPOEPXETOL ATIO ULA TINYN AMElPWG
HOKPLA.

e To pwc evog onpuelou (point light) oto omoio éva onpeio
TIPOCOUOLWVEL TO GWC TTOU TIPOEPXETOL ATO pHia LOVO TNy Tou
dWTOC KOl EKTIEUTIEL OHOLOHOPd A O OAEG TIG KATELBUVOELC oav
pLa Aapra. Etval to mo xpnotponotnpévo eidog dwtlopou.

e To ‘mpoPoléa’ (spotlight) mou potdlel moAU pe To KateuBUVOUEVO
dWTLOUO SLOTL KaL oL SU0 ekMEUTOUV Pw¢ armo pia tnyn. H
Slapopad toug eival OTL To KATeUBUVOUEVO PWG EKTTEUTIEL WG
opolopopda o€ OAEC TIC KATEUBUVOELG, EVW 0 TIPOPOALAC
EKTEUTEL PWCE O€ HLa KATEVLOUVON O€ OXAA KWVOU.

e To ‘dwc tou oupavou’ (sky light) mou mpocopolwvel To pwc mou
avTavoKAATaL amo tnv atpoodatpa.

2.4 Tuvtetaypéveg & Metaoxnpatiopol

H katavonon kaBe eidoug 3D meplexoévou amattel TNV katavonon tng
XPNOoNG TWV TPLOSLACTATWY CUVIETAYUEVWY YVWOTEC WE KOPTECLAVEC
OUVTETAYMEVEC. KapTEOLAVEG CUVTETAYEVEG Elval Eva cUOTNUA
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UTTOAOYLOMWV OTTO TO OTIOLO UIMOPOUHE VO AVTAN|GOUE TTANpodOopies N
onuela péoa og éva dedopévo xwpo. Otav tornoBeToVUE Eva onpEio Ot
gva xwpo Vo dlaotacswy PETEL va eTIAEEOULE TToU Ba TomoBetnOel
otov agova X kaL tou otov afova Y. Emelta av Bpouue mou ta onueia
oUVAVTLOUVTAL EXOULE BPEL T OTOXEUMEVECG CUVIETAYUEVEG LECQ OF
QUTO To Xwpo. H Stadikacia eival idla yia tplodldotatous Xwpous e TN
Slapopad OtL £xouv TpeLg a&oveg ou opilouv ou Ba cuvavtlouvTal Ta
onueia. H agoveg eivat o Z mou eivat o afovag anod mavw PEXPL Katw, o Y
TIou elval amo ta aplotepa ota Se€Ld Kot o X 0 omolog ival ano ta
UIPOOTA £WC Ttlow. Evtog Ttou unreal editor kaBe actor pmopet va
TomoBetnBel kal va peyeBuvOel xpnoLpomoLwvTog Toug AEOVEC.

Entiong evtog tou Unreal Editor untapyouv tpila €6n PETOOXNUATIOUWY
Twv actors oL omoiol ivat :

e H petakivnon (move) mou ival o 1o XpNoLUOTIOLNLEVOG
HETAOXNMATIONOC actor Tng UE4. KaBe actor £xeL pa
OUYKEKPLUEVN ToTtoBeaia otoug agoveg X, Y kat Z. MNa va
LETOKLVIOOUUE €vav actor ETUAEYOUE TO EPYAAELO TNG
petakivnong ano to mapdbupo Asttoupylwv. ‘EMELTO LETAKLVOU UE
TOV actor Pe armAEC KLVAOELG TOU TTOVTLKLOU.

e O UETACXNUATLONOC HeEYEDOUG (scale) pe Tov omoio pmopoUl e va
HEYAAWOOUUE N va UkpUVoU e omtolovdnmote actor. H
nipokaBoplopévn TLUA yla kaBe actor eivat 1. Zto mapdbupo twv
AELTOUPYLWV UTTOPOULE VA BPOUE TO LETACKNUATIOUO LEVEBOUG.
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e H neplotpodr Twv actors n onoia AELTOUpPYEL pE PolpES OTWG
otoug eplocotepoug 3D editors kat Bploketal oto mapdBbupo Twv
Aetoupylwyv poall pe Toug AAAOUC HETAOXNMATIOMOUG. H
TepLotpodn VoG actor Umopel va Yivel Kal 0ToUG TPELG AEOVEG.

Ol HETAOXNUOTIOMOL UImopoUuV va yivouv pe o Tpomoug. O mpwTtog
glval autog mou avaAuBnke mapandavw dnAadn n xpnon Twv
EPYQAElwV peTOKIVNONG, HeyEBouc kat teplotpodnc. O TPOMOC AUTOC
ovopaletal SLo-6paoTIKOC LETAOXNUATIOMOG KaL EVW €lval
gvxpnotog, dev emutpemnel akplPeic aAdayec. Napadeiypatog xapn
dev umopou e va KAVou e €va actor va €xel Uog akplPwg 1.82
ekatootd. O SeUTEPOG TPOMTOC OVOUALETAL XELPOKIVNTOC
LETOOXNUATIONOG KoL adopa TN XPrionN CUYKEKPLUEVWYV TILWV OTO
napabupo Aemtopepelwy yla Kabe actor Eexwplota. Av Kot €tol Ba
€XOUUE KOAUTEPO amoTEAECHA B XpELAOTEL TTOAUG XPOVOC yLa val
yivouv ol emiBupntol petaoxnuatiopot. Emopévwe n Abon sival n
XPron Kot Tov U0 TPOMWV yLa VoL EXOUE TO EMOUUNTO AMOTEAECUA
0€ CUVTOMO XPOVLKO Slactnua.

2.5 C++

H C++ elvait n kUpla yA\wooa nmpoypappatiopou tng Unreal n omolia
dnuoupynBnke to 1979 amo tov Bjarne Stroustrup kot anoteAel pa
enéktaon ¢ yA\wooag C. Eival avtikelpevootpadng kal Bewpeital pa
amo TLG o SlAonUeEC YAWOOEC KAl XpNOLUOTIOLELTAL KUPILWG O€
eDAPUOYEC/TIPOYPAUUOTO TOU CUCTHATOC, drivers, edapUOyEC TIEAATN-
server Kol o€ evowpatwpevo firmware. H kUpla epdoaon tng C ++ givai n
ouAloyn NG armo NPokaBopLOUEVES KAAOELG, OL OTIOLEC Elval TUTIOL
debopEvwy ou Umopouv va apylkormololvtal ToAAEG popEG. Emiong n
C++ meplhapBavel mTOAAOUG TEAECTEG, OTWG N CUYKPLON, APLOUNTLKN,
tpornonoinon bit, Aoywkot popeic k.Am. Eva amo ta mo EAKUOTLIKA
XOPOAKTNPLOTIKA TNG C ++ €lval OTL ETUTPEMEL TNV UTEPPOPTWON
OPLOHEVWVY TEAEOTWV. MEPLKEG OTTO TIG BAOLKEG EVVOLEG TNE YAWO OO
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TIPOYPAUUATIONOU C++ glval 0 TOAUHOPPLOUOG, OL cUVOPTNOELC Virtual &
friend, Ta mpotuTa, Ta namespaces Kot ot SELKTEC.

ErtumtAéov n Unreal Sivel mpooBaon otov mnyaio kwdika Tng mou ival o
C++. ETOL YlVETOL VO EVOWHATWOEL EVTOC TNG LNXAVA G ETILITAEOV
AOYLOHLKO KOl ETILONG YLVETOL VO TPOTIOTIOL|OOU UE TOV TINYOLL0 KWLKA YL
va pocBéooupe veéeg Aettoupyiec. Me auto tov Tpomo n Unreal kepdilet
gvelilia.

TEAoOG n cuyypadn KwKA HE c++ EXeL tepimou SEka HOPEC TILO ypriyopa
anoteAéopata anod ta Blueprints mou onpaivel 0tL av eiyape eva
TLALYXVIOL LE TTOAUTIAOKOL CUCTAHOTO KL AELTOUPYLEG UAOTIOLNUEVO UOVO
ue blueprints, tote To alyvidL autd Ba eixe oAU kakn anodoon
avegaptATwe TnG mMAatdoppag ou Ba mailel. Emopévwg av Kat n xprnon
™G C++ Sev elval UTIOXPEWTLKN TAPOAQ AUTA CUVLOTATOL YLOL TNV
Snuoupyla MepUMAOKWV TTALXVLISLWV.

2.6 Evowpatwon o€ Android

Y€ aUTH TNV evotnta Ba eEETACOUE AVA KATNYOPLEC TIOLEG AELTOUPYLEG
NG unreal UMOPOUPE va EKPETAAAEUTOU UE ETAPKWCE, AOYW UELWUEVWV
duvatotNTwyv TwV Kvntwv-tablets mou xpnowpomnowouv android
AOYLOULKO O€ OXEON LE AANEC OUOKEVEC e KaAUtepo hardware (m.x. H/Y,
playstation, xbox). Entiong 6a avaAuBouUv TpOmoL KoL TEXVIKEG yLa val
UTTAPXEL TTAPA TOUC TIEPLOPLOUOUC TO BEATLOTO ATMOTEAECUA OE OAEG TIG
OUOKEUEG android.

2.6.1 Neplopilopot ypadikwv

Ooov adopad ta ypadlkd n LEYLOTN AVAAUGCH TIOU UTTOPEL VA EXEL Eval
ypadko otolxeio eivat 2048px. Opwg EMeLdN yLa TG IEPLOCOTEPEC
OUOKEUEG aUTH N avaAuon lval LeyaAn, TPEMEL va XpnoLUoToLlouvTal
TIOAU HUKPOTEPQ HEYEDN. ETtiong to puéyebog Twv ypadLlkwy oToLxelwv
EXEL LEYAAN ONUOOLO OTIOTE TIPETIEL VAL XPNOLLOTIOLOUVTAL TEXVLKEG
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OUMTLEONC TWV ELKOVWV TIOU Xpnotpornolouvtal. Onwe npoavadeépOnke
KOlL OTNV UTO-evOTNTA 2.2.3 OL TIEPLOOOTEPEG CUOKEVEC android Sev
UItopoUV VoL avamapayouVv cwotd materials pe ouyKeKPLUEVEG LOLOTNTEC.
ErtumAéov ta materials €xouv mapa MOAAEG LOLOTNTEG Kal N MAATdOpUa
android urntootnpileL TI¢ MEPLOCOTEPECG ATIO AUTEC. OUWCE OOEC
TIEPLOOOTEPEG LOLOTNTEC £XEL Eva material TOoOo amaltel mopandavw
enelepyaoTikn oYU Kat ypadiki avaiuon npadyua mou Sev pmopoulv va
QVaTTaPAYOUV OL TIEPLOCOTEPECG OUOKEVEG android. M’ autd to Adyo ta
neploocotepa materials mou xpnotponolOnkav eixav tic Baolkotepeg
L8LOTNTEG OV £lval To BACIKO XPWHA, O KATOTTPLOUOG Kal N TpaxUTnTA.
Emtionc oL Klvntég cuokeueg Sev umootnpilouv TNV Asttoupyia PhysX
Destruction mou uAomolel n unreal kot emitpEnel Suvapkn Kataotpodn
QVTIKELLEVWV EVTOC TOU Ttaxvidiou.

2.6.2 Neplopilopoi PwTIOHOU Kat TKLWV

Mapopolwe pe Ta ypadlkd, o pwTLoNOS TNE unreal yo va tpefel cwota
0€ OUOKEVEG android, urtapyxouv Kamolol eploplopol. Ta Suvapka
avtikeipeva mapadeiypatog xapn 6€xovrat kavovikd ¢wtlopd alAa dev
EXOUV OKLEC AOYW TNG LEYAANC UTTOAOYLOTLKN G LOXUOC TToU XpELAleTal yla
va dnuloupyolvTtol SUVAULKES OKLEC. ETtiong n avtoavAakAaon mou €XEL O
GWTLONOC amaltel LeYAAN UTIOAOYLOTLKI LOXU, Apa TIPETEL E(TE va
QTTEVEPYOTIOLOUVTOL TEAELWC OL AVTOVOKAACELG I VAL €XOUV 0adWG
LELWUEVN TTOLOTNTA.

M’ autd 0 AOyO N unreal £xeL SNULOUPYAOEL TIG KALLOKWTESG OKLEG
(cascaded shadows). Autr N nEB0SoG Xwpllel KALLAKWTA OAEG TIG OKLEC
Tou daivovtal otn KAUEPQ, KAL OCO OTOUAKPUVETOL L0l OKLA OO TNV
KAUEPQ, TOOO XONAOTEPN avaluon Ba €xeL. Av Kal pe autr tn HéBodo
HELWVETAL N ypadLKr avamapAotaoh, EXOUUE KAAO AMOTEAEGHA TIOU
UTTOPEL VO TPEEEL CWOTA OTLG TEPLOCOTEPEG CUOKEVEG android.
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2.6.3 AAMoL Nepropiopot

e To péyebog Tou mayvidlou Ba lval mavta PEYAAO aKOUO KOl OV
Exel priaxtel Eva moAL pKpO matyvidtl. Ymapyouv BERaLa apKETEG
Aewtoupyieg Tig Unreal yia va peltwBel onpavtika to péyebog,
TIAPOAQ QLUTA TTAVTA TO TEALKO pEyeBOC Ba eival peyalo.

e H Unreal emonuwg dgv unootnpilel akopa tnv mpooonkn
KOWWVLKWV HECWV SIKTUWOoNG o€ maxvidla yla cuokeveg android.
Avenionua BEBata utapyouv ta KaAtaAAnAa apxeia tpog ayopd
0TO NAEKTPOVLIKO Katdotnua tn¢ unreal ano dtadopoug
oXEOLAOTEC, OLWCE OL TIEPLOCOTEPEC NXAVEG TTALXVIOLWV TTAPEXOUV
Swpeav TIg AeLToUpyLEG yLa TN CUVEEDN OE KOWVWVLKA HETQ
Sdiktvwong.

e H Unreal 6ev untootnpilel tnv €lkovikomnoinon (virtualization),
dnAadn ToV KNXAVIOUO VO TIPOCOUOLWOEL OTNV CUYKEKPLUEVN
nieplmtwon éva Kvnto N tablet pe Aoylopkd android otov H/Y.
AUTO onpaivel 0tL kaBe popa Tou MPEMeL va SOKLUAOTEL
TIELPOLULOTIKAL TO TTALXVIOL ETIPETE AVAYKAOTIKA VA YiVEL O
T(PAYHOTIKA ouokeun android, mpdypa To omoio ématpve mapa
TIOAU XpOVvo.

2.6.4 Device Profiles

AOYW TWV TTOAAWV ETALPLWV OVA TOV KOGHO TIOU KATAOKEUAIOUV
OUOKEUEG UE AOYLOULKO android, oL mepLoooTePEG £XoUV SLaPOpPETIKA
XOPOKTNPLOTIKA Kot Attoupyiec. M’ auto to Adyo n unreal £xel Eva
apXELo TUTIOU .ini 0TO OMolo pmopoupe va BEcoupe pubuioelg yia 6Aoug
TOUG TUTIOUG cuokeuwv android. EmutA€éov pnopou e va

Snuoupynoou e POdIA yla CUYKEKPLUEVA LOVTEAO CUCKEUWV N
uropoU Ue va dnuoupynoou e tpla mpodiA ta omola Ba sival yia
“YapnAov’, ‘uecaiou’ kat ‘peydlou’ emumeéSou oUOKEVEC. AuTd ta TtPodIA
avadEpovtal otnV UTTOAOYLOTLKA LoXU KoL TLG YPAPLKEG SuVATOTNTEG TNG
KABe ouokeung avaloya pe to podiA mou avnkel. H unreal dtab<tel
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emiong éva apxeio mou avayvwpilel avtopata tig duvatotnteg Kabe
OUOKEUNG Kal epapuolel Tig pubuioelg pog. OL pubuioelg mou

UTTOPOU UE VA KAVOULE apopOoUV TNV IoLoTNTA OAWV TwV YpadLKwyV, TOU
dWTLOPOU Kal TNV TOLOTNTA TWV HOKPLVWY AVTIKELMEVWY (LOD). Emiong
6w Umopou e va B€ocoupe to HEyeBoOG tou Ba mLdvel to maLyvidL ano
TNV 006vn TG CUOKEUNG.
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KepaAaio 3
2xediaon & Aiemmapn

3.1 Elcaywyn

Y€ aUTO To KepaAato Ba avaAuBel o oxedSLAOUOG KOl 0 OKOTIOC TOU
TayvidLov Kabwg Kal to ypadiko meptBairlov xprnotn. Emewdn n
rmAeloPndia Twv cuokevwv android Aettoupyouv e€oAokAnpou pe 086vn
adng, £TOL TPETEL vaL UTTAPXEL pLa ypadikn Slemadn pe eUKOAN
kKaBodrynon yLa tov Xpriotn Kot e KOUMTILA adnG yLa TG EMUTPOCOEeTEG
AewTtoupyleg.

3.2 Zkomo¢ tou Mawyvidiov

O TaiKTNG IOV XPNOLOTIOLEL 0 XPriOTNG Elval 0 ‘TTOAEULOTAG 0 omoiog
XPNOLUOTOLEL €va omtaBt kat pLa aomida i éva peyaio omnabi mou to
Xelpiletal pe ta U0 XEPLA yLO va TIOAEUAOEL. ZKOTIOC TOU Tayvidlou
glval va VIKAOEL TOV TIEUITTO KoL SUVATOTEPO AVTITOAO KAl VA TIAPEL TNV
KoAUTtepn BaBuoloyia vikwvtog 0Aoug Tou aviumtaloud. MNa va ptaoet
HEXPL TOV TEAEUTOLO AVTITAAO TIPETIEL VAL VIKI|OEL TOUG TIPWTOUG TPELG
QVTUTAAOUC OTIOU 0 KABEVAC EEKAELOWVEL LD TTOPTA YLOL VAL TIPOX WP OEL
TiepaLTEPW oTo eTinedo. KaBwg o MOAEULOTAC MPOXWPAEL TIEPALTEPW OTO
emninedo, oL avtinalot eivat o duvartol Kot xpnoLomnolouv
SlapopeTikég emIBEoELG.
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3.3 Zxedlaopog Emnédwv

Ma va Eekvriooupe va kataokeualoupe enineda kal xapteg Ba
XPELOOTOUV OVTOTNTEC KL OVTIKELEVA KOLL TILO CUYKEKPLUEVA static
meshes yla va dnuloupynBel n yewpetpia tou mayvidlov. Eniong
xpelolopaote kol cwpatidla (Particles) kat materials yla va
MPOCSWaOouV oTo TtalyVidL TNV avaloyn atpoodatpa. Ta mepLocotepa
QVTLKELYEVA TTOU XPNOLUoTIol0nKay yLo Tnv dnuoupyia tou emumédou
SiatiBevral amod tnv unreal yia eAeUBepn Xprion 0TO KOLWVO Kal Ta
urtdAouta dSnuoupynBnKav yla Toug OKOTIOUG TNE TITUXLOKN G EPYOOLAG.
Ma tnv Snuloupyla Twv aVTIKELLEVWY AUTWV amnatteitatl n oxediaon Toug
o€ €va IPOYPAUUO HovTeAoTtoinong Kat botepa n dnuloupyla
KOTOAANAWVY YpadIKWV UE £V TIPOYPOUUA ETEEEPYATLAC ELKOVWV.

Erteldn 1o mayvidl £xel BEpa peCALWVIKAG ETTOXNE XPNOLLoToOnKkayv ta
avAaAoya avikeipeva yla tnv dnuioupyia evog emunédou e Bouva,
BAaAoooa Kal 0TO KEVTPO EVA LECALWVIKO KACTPO OTOU
TipaypotomnoLeitat kat To mayvidt. Ma tnv dnuoupyia tou edddoug Kal
¢ Oahaooac xpnolponoltnke to epyaleio Snuoupyiag Ttomiwyv
(Landscape Tool) to omoio dnploupyel autopATA VA TOTILO HE TUXALEG
VEWUETPLKEG avaloyiec. Emelta pe ta epyadeia ‘YAuTTtikn g’ Ttou
Landscape Tool pnmopoupe va aAAAEOUUE TNV YEWUETPLA TOU TOoTTOU.

[afzirizie) =
4 New Landscape

& Create New Impaort from File

None -
Material

g oo 17 oo E2 oo ]

(00 ~Joo ~foo o
b 100.0 |7 1000 A 1000
ClS) -CHS)
ES - EES)

44



- Kepdalaio 3 — Zxeblaon & Aemadn

Ma to emBupuNnTo ypadLkd amoteAeopa xpnotpomnol}onkav material mou
QVOTTOPLOTOUV YPOOLSL yLa TIC XAUNAOTEPEG KOL XWHA VLA TIG PNAOTEPEG
TLEPLOXEG TOU XA pTn. Emiong mpootEbnkav Kot avilkeipeva ou
aVaTapLOTOUV BPAxX0oUG OTLE AKPEG TOU TtaXVISLoU £€T0L WOTE va NV
elval opatad ta 6pla tou xaptn. Emumpoobeta npootebnke Eva sky light
yla tnv ypadLkni mpooopoiwaon Tou oupavou Kal Tou AALOU aAAd Kal yLa
va npootebel pwc otnv niota.

TplodLaotata HOVTEAQ AVTIKELUEVWV.

Emewta mpaypatonoliOnke n dSnuoupylo Tou KAOTPOU TPOCOETOVTOG
apxLlka 2 oykoug Post Process Volume kat Lightmass Importance Volume
oL omoiol dev elval opatol amod tTov XPnotn Kol KAAUTITOUV TO KAOTPO.
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Xpnotwuomnotlouvtal yia va OEcoupe Ta 0pLa Ttou BEAOUE va UTIAPYXOUV Ta
KaAUTEpa amoteAéopata enefepyaciog kat pwTlopov avtiotowa. Enetta
npootednke €vag oyko¢ Nav Mesh Bounds Volume yia va Béooupe ta
opla ota omoia prmopel o maiktng pag Kol oL avtimaAol va KivnBouv.
Eniong mpootéBnkav oykot Blocking Volumes ol omoiol 6ev emnttpénouy
otov Taiktn va ¢tdcel oe onpeia Tou xaptn mou dev BEAoupe va €xeL
npooBaon o xpnotng. Emiong otnv apxn Tou KACTpou mpootebnke Eva
actor Player Start pe to omoio dnAwvoupe To onueio Tou xaptn mou Ba
Eeklvnoel o maixtng pag ool Poptwoel TO emimedo. AKOUN
MpootedBnKav Alya pETpa Tpv amd kaBes avtimaAo Trigger Boxes, ta
orola sivatl aopata ‘KouTld’, HECW TWV OTolwV OTAV O TOUKTNG TIEPVAEL
HEoa amo éva trigger box EekvaeL TN LAXN LE TOV KOVTIVOTEPO AVTLTTAAO.

Emunpoobeta mpootéBnkav owpatidia, Sévipa kat dutd ywa va

npoodwaoouv oto eninedo tnv avaloyn atpoodatpa.
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MavopauLkeG ELKOVECG TOU eMITESOU.

TéAo¢ OnuoupynBnke AAAOC €vag XAaptng o omoiog Bewpeital o
EOWTEPLKOC XWPOC TOU KAOTPOU. MNa auToV ToV XAPTn XPNOoLUoToL0nke n
Aewtoupyia Level Streaming péow tng omoiag adou eloéABoupe oTtov VEo
XAPTn O omolog eival evtog tou (blou emumédou mou PBplokeTal Kol O
XAPTNG HE TO EEWTEPLKO TOU KAOTPOU, EEPOPTWVEL TOV ApPXLKO XAPTN OO
TN MVAUN Kot POPTWVEL LOVO TO SEUTEPO XAPTN TIOU ELVAL TO ECWTEPLKO
TOU KAOTPOU £EOLKOVOLLWVTOC OTNV TTOPELX LVAN KOL UTTOAOYLOTLKH LoXU.

To ECWTEPLKO TOU KAOTPOU.
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3.4 Xapoaktipag Kot AvtinaAol

To TpLoSLAOTATO UOVTEAD TOU XAPAKTHP

To povtélo kol Ta animations Tou XapAKTApa OMOKTAONKav amoéd tnv
online mlatpopua Mixamo tng Adobe n omoia mapéxel dwpeav 3d
HOVTEAQL KOl animations YapoKTApWV ylo TIPOYPOUUUATIOTEG KOl
oxeblaotec. Emelta To LOVTEAQ KL T animations Tpomomnolénkav pe ta
epyaleila TnG unreal £T0L WOTE va UTIAPXEL HEYLOTN cUpBaToTNTA.

2TO HOVTEAO TOU XOPOKTAPA TOU XPHOoTn £Xouv PooteBel 26 animation
To. omola €lval oL KWVACELG TOU XOPOKTNPO ONMwE TPEEWWO, OTACLUN
katdotaon, alayn omAwv, €L emBEoelg ue to omabi kat tnv aomida,
OKTW €MIOE0ELC UE TO LOVO omabi, otaon Bepamneiag, otdon Bavatou Kot
KWVAOELG amoduyn G EMBECEWV TWV AVILTAAWV.
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Fpa@ikn avanapaotaon evoc animation enideonc.

Meta TNV el0aywyn Twv animation otnv unreal dnulovpyoupe yia Kabe
animation, eKTO¢ TOU TPEEINATOG KL TNG OTACLUNG KATAOTACNG, animation
montages ta omola elval EpYAAELO TIOU HOG ETILTPETTOUV VoL OECOUE TTAVW
OTO XpOVOSLAypappa TWV animation KAoLo XPOVIKA onuela ota omola
apyotepa pEow blueprints Ba mMupodotolvTol CUYKEKPLUEVA YEYOVOTA
OTIWG TL.X TN OTLYMN TIoU To omabi Tou malytn Hog XTUTAEL £va avTtimaAo
Ba kouviEtal Alyo n kapepa.
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Ta povtéda Kot Ta animation Twv avTutaAwy anoktnonkav eniong ano
Vv mAatdpoppa Mixamo.

Ta tplodLaotata HOVTEAX TWV QVTITAAWYV.

MNa ta animations twv avtutdAwv akolouBoupe tnv idla dtadikacia pe
OLUTA TOU KUPLOU XOPAKTN A Kol OETOUE TIAVW OTO XPOVOSLAYPOAUUO TWV
animation Kkamola XpPOVIKA OnUeElat ota omola apyotepa HECW TWV
blueprints Twv avtutdAwv Ba Mupodotouvtal CUYKEKPLUEVA YEYOVOTO
OMWG TLX TN OTWUN TOU €vag avtimaAo¢ XTumdel tov maixtn Oa
nupodoteital Eéva cwpatidlo yla va UTTOSELKVUEL OV ATAV ETILTUXEG TO
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XTUTNUa. Mo Toug avIUTAAoUG TOU TTAKTN XPNOoLUomoLBnkav cuvoALlKa
40 animations yLa va TPOCOLOLWOOUV KLVAOELG TIOPOLIOLEG LE QUTEC TOU
raiytn.

Oowv adopd ta animations Tou TPEEILATOC KAL TNG OTACLUNG KATAOTOONG
yla TOV XOpOKTAPO KOL TOUC OVILTAAOUG OnUOUPYOUHE EexwpLoTa
Blendspaces ta omoilo pog empénouv va ocuvbudocoupe SUo 1)
TEPLOOOTEPA animations. YTV OUYKeEKPLUEVN Teplmtwon BéAloupe va
ouvbudooupe Ta animations tou TpeflHATOC KOL TNG OTAGCLUNG
KOTAOTAONG £TOL WOTE OTAV O XAPOKTAPAG KAl oL avtimaAol eival otdctuol
va XpnoLldomolouv 1o oavaAoyo animation kat otav avamtlooouv
TOXUTNTA VA XPNOLLOTIOLOUV To animation tou tpefipatod.

Ol evaAdayn ano otaoiun kataotaon oe tpeéLuo.

3.5 Mpadwkn Aenadni XpRotn

Ye autAv TNV evotnta Ba yivel meplypadn tng ypadikng dStemadng xprnotn
(GUI) n omola armoteAeital 0TO OCUYKEKPLUEVO TTaXViOL amd to apyLko
pevol, tnv o06dévn ¢oéptwong, to HUD, tnv teAkkn o6dvn Tou
anoteAéopatog, ta Pnolakd xeplotnpla kabodrnynong kat to HUD twv
QVTUTOAWV.
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L B

To KUpto Tpa@iko meptBailov.

e -
= —

3.5.1 Apxk6 Mevou

To apxLko pevou sival n apxtkn 086vn ou epdavilel To matyvidl Katd tnv
gvapén. AnoteAeital and dU0 KOUUTLA adNG Kal Hla oTATIKA €wKova. O
XPNotng emAéyel va ekwvnoel va mailel (Start Game) i va kAelosl to
rayvidt (Exit).

To apxtko Mevou.

3.5.2 H 006vn ®dptwong

H 0B86vn dpoptwonc eival pia armAn oTatikn ELKOvVaA n ool
XPNOLLLOTIOLELTAL YL VAL EVNLEPWOEL TOV TIOLLXTN OTAV TO TaLyViot
Bpiloketal og Stadikacia popTwong evog ek Twv SVO XOPTWV.
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H oBovn @poptwong.

3.5.3 HUD

To HUD (Heads-Up Display) eivatl to kUplo ypadikod meptBariov evog
TALXVLOLOU KOl XPNOLLLOTIOLELTAL YLOL VAL EVNLEPWOEL TOV XPROTN YLa OAEG
T TANPodopLeg TOU XOPAKTPA TTIOU E(val APESA XPHOLUES. ZUVAOWG
TIOPEXEL LOVO EVNUEPWTIKEC TANPOodOopieg aANA o€ TtaLyvidia yia
OUOKEUEC e 0B0vN adrig eEPLEXEL KOl AAAEC AELTOUPYLEC OTIWCE KOUUTTLAL
adnic. O Xpnotng unopel va eniteBel 0Toug AVTUTAAOUC TTATWVTOG
omoudnmote otnVv 006vn €KTOC Ao TNV nepLoxn mou Ppioketatl to HUD.

T

| 500 / 500 »
YL ——

120 /120

To Heads-Up Display otav o maiktng puayxetot pue tnv aocnida kat to onadi.

2TO OUYKEKPLUEVO TaLyVvidl To HUD npoodEpeL TIg mapakATw AELTOUPYIES
LE OELPA amo aplotepd ota He€la :

e To nmpwrto otolxeio tou HUD eival éva kouuni adng to onoio
OAAAZEL TOV TPOTIO TIOU AXETAL O XOPAKTPAS TOU TaLxvidLou.
2TNV CGUYKEKPLUEVN ddon aAAATEL ToV TPOTIO AXNG amnod aoTmida
Kol omta®t oto povo peyaio omadi.
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e To SeUtepo otolxeio tou HUD eival éva kouuri adng to omnoio
oTO Tatnua tou enavadepel 50 movroug {wng OTo malXTn KOG,
Samavwvtog Opwe 30 TOVTOUC EVEPYELAG. H CUYKEKPLUEVN
dLotnta pmopel va xpnotponotnel povo kabe 30 SeutepoAenta.
TNV SLAPKELD AUTWV TWV SEUTEPOAETITWY N ELKOVA TOU KOU UTTLOU
aAAalel wote va utodeifel otov Xpriotn OTL Sev EXEL TEPAOEL
OKOUO O EKTLLWHUEVOC XPOVOC.

e 10 KévTpo Tou HUD €xoupe dUo punapeg mou pag deiyvouv moco
{wn KoL eVEPYELA €XEL O TAXTNG Hag. OL umapeg kateBaivouv
aVOAOYWG KE TO TTOCOOTO {NULAG Ttou Ba dextel o mailyTng pag.

e To méumnto otolyeio tovu HUD eival éva kouuri adng, To onoio
UITOpEL va xpnotpomoln el Katd TNV SLApKELA 1] 0TO TEAELWHA
HLOG KAVOVLKAG ETIBEONC yLaL VOL KAVEL O TTOLXTNG O Lol ELOLKNA
eniBeon mou kavel peyaAutepn Inuia. H emutAéov enibeon Opwg
KOTOVOAWVEL TIEPLOCOTEPN EVEPYELD ATIO ULOL KAVOVLKN ETBEON.

e To £kto otolxeio tou HUD eival éva kouumi adng to onoio ot
OUVEXOUEVO TIATNA TOU XPrOTN EVEPYOTIOLEL TN AELTOUPYLA
aonidag Kata TNV omola o maixtng pag omote dExetal enibeon
arno avtinaAo dgv xavel mévtoug amo tn {wr Tou oaAAA XAvel
TIOVTOUC aTto TNV EVEPYELA TOU. OpwG KATA TN SLApKELA TNG
EVEPYELAC AUTNC O TTALXTNG LaG EXEL TTOAU PELWMEVN TaxLTnTa. H
Aeltoupyla aomidoag amevepyomoleital 0TV 0 XPrioTNG OTOUATAEL
VQL TTOTAEL TO KOUUTTL adnC.

Emeldni 0w o xapaktripag Tou matxvidlov xpnotomnolel o aomida
Kal Eva omadi i éva peyaio omnabi, to HUD aAAdlel avaAoya e ToV
TPOTIO TTOU PAXETOL O XOPAKTAPAG.

To Heads-Up Display otav o maiktng Haxetal e To ueyaio onadi
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Otav 0 XapaKTAPAC LAXETAL LLE TO HOVO peyaAo omnabi yivovtal ot
napakatw aAAayEg oto HUD :

e 310 Kouurmi adng to omoio aAAA&leL ToV TPOMO TIOU HAXETOL O

XOPOKTAPAC TOU TtaVidlou alAalel n ewkova yla va urtoSeifet
OTOV TIOXTN OTL HAXETAL HE TO HOVO omaBbl Kol MoTwvToG T
Kouuni Ba petafel maAL otnv aonida kot to omnadi.

To kouumi mou evepyormolel tnv Asttoupyia aomidbag aAANAleL
ElKOVA Kal Aettoupyia epocov o maixtng pag Sev xpnoLpomoLel
A€oV TNV aomida tou. H kawvoupyla tou Asttoupyia gival n
arnoduyn emiBéccwv. KabBe dopd mou o xprotng MATAEL TO
KOUMML O mailXtng Hag KAVEL pla ypriyopn amoduyn tng
eniBeong Tou avtumdAou npog tnv KatevBuvon mou tou deiyvel
o xpnotng Me to Ynodlakd xewplotnplo. Kabe amoduyn
KOTOVOAWVEL TIEVTE TIOVTOUG EVEPYELQC.

3.5.4 H TeAwiky 006vn

KaBe ¢opd mou o xpnotng eite kepdioel eite xdavel to mayvidt

geudaviletal n moapakdtw 0Bo6vn n omoia petafarAetal avaloya Tou

QTOTEAEOUATOC.

DEFEAT

Main Menu

$

VICTORY

2

Main Menu

*

H teAitkn oBovn mou pag deiyvel to TeAko anotédeoua tou matyvidioU.
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H mapamndavw o08ovn mepLEXEL YLa PTtApa TTOU SEXVEL TO OKOP TOU XProTN
avAaAoya HE TO MOOOUC avTUTAAoUC viknos. AkoAouBouv SU0 KouumLd
adnc, Eva yla va eMLoTpEPOUE 0TO KUPLwE pevou (Main Menu) kal eva
yla va Eavamnaiéoupe ano tnv apxn to nayvidl (Retry).

3.5.5 Wnouaka Xeplotipla

Ta Ynelaka Xetplotnpta.

Ta Pnolakd xelplotipla XpnoLomolouvTaL ya tTnv ‘odnynon’ kot tv
nepLlotpod Tou Taixtn Hag. To apLoTEPO XELPLOTHPLO XPNOLUOTIOLELTAL
yla va opilooupe tnv ¢popd Kal Tnv Taxutnta mou Ba taldevel o maixtng
uog. To Oe€l xelplotriplo xpnowdomoleital ywa va puBuiooupe tnv
neplotpodr Tou maixtn pog. Mapéxovial Kal UTTAPXOUV QUTOUATA EVTOG
¢ Unreal engine. 210 cuykekpLpévo matyvidt €xouv pubutotel kat ta dUo
XEPLOTAPLA Yl va €lval To €UKOAA OTn XpHon Kol €miong €xel
anevepyornolnBel n meplotpodn MAVW KAl TTPOC T KATW OLoTL Oev
Xpelalotav.

3.5.6 HUD AvtutaAwv

.,

Ganfz

Omnote o maiyTng LoG EPXETAL AVTLUETWITOC HE Evav avTimaAo TOTe 0To
TIAVW HEPOC TG 080vNng epdaviletal éva HUD to omolo xpnotluomnoleite
yla va urtodeifel otov maiytn mooo {wr €XEL AKOUA O AVILTAAOG Tou.
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Kepalaio 4
YAomoinon

4.1 Ewcaywyn
Y€ aUTO To KepaAaio Ba eetacoupe mwe Oa mpootebel AettoupyLlkoTnTA
OTOV KUPLO XOPOAKTAPA KOL OTOUC aVTUTAAOUC. O XOpaKTpag LOC KoL Ot
avtimaAol yla va Asttoupyrioouv xpeltalovtal £va Kavoviko blueprint kat
g€va animation blueprint yia tov kaBéva Eexwplota. Eniong, Ba avaluBel
N AELTOUPYLKOTNTA TWV EMMESWV Kal NG Stemadng xpriotn. Ta blueprint
miou Ba avaAuBolv o€ auTo To KEPAAALO ElvaL ETMEKTACLUO KL £XOUV
dnuoupynBel pe TETOLo TPOTIO WOTE va elval EUKOAN KoL ATtAn N
POCOnNKN VEWV AELTOUPYLWV.

4.2 Aertovpykotnta Kuplov Xapaktipo

Onw¢ avadepONKe Kal TAPATIAVW O XAPAKTAPAC LaG Ba xpeLooTeL Eva
blueprint to omoio ovopdalouvpe Warrior_Blueprint kot pe auto 1o
blueprint Ba mpoypappaticovpe tnv cupnepLpopd tou ‘MoAepot’.
Entiong, xpelaletal €va animation blueprint to omoio Ba eAéyxeL Tta
KLVNUOTIKA Tou okeAETOU TOoU TtoAgpLoTr. To animation blueprint tou
‘toAepioty’ ovopaotnke Warrior_Animation. Apxika 8€Aoupe o
XOPOKTAPAC LOG VO KpATAEL 0TO €L xEpL éva omaBi KoL 0TO apLOTEPO
gL aomida Kal oTnv mAATN ToU va €XEL TO POVO HeyAAo omabi.
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HeadTop_End

ftForeArm
ftHand
hield
eftHandThumb1
#- LeftHandThumbz2
4% LeftHandThumb3
4~ LeftHandThumb4
+- LeftHandIndex1
1+ LeftHandindex2
#- LeftHandindex3
4~ LeftHandindex4
+- LeftHandMiddle1
LeftHandMiddle2
#- LeftHandMiddle3
+- LeftHandMiddle4
- LeftHandRing1
LeftHandRing2
#- LeftHandRing3
4 LeftHandRing4
eftHandPinky1
LeftHandPinky2
#- LeftHandPinky 3
4~ LeftHandPin ky4
«-{- RightShoulder
-4~ RightArm
4-%- RightForeArm
«-%- RightHand
word
- -§- Right HandThumb1
<-%- RightHandThumbz2
4-%- RightHandThumb3
4~ RightHandThumb4

Onote nMpEneL va avoiou e To OKEAETO TOU
TLOAEULOTH TToU SnuLoupynOnke, otav
npooBEcape to static mesh tou moAeulot)
otnv unreal.

‘Emewta mpooBétoupe €va socket oto aplotepod
XEPL TOU TIOAEULOTH, €va 0TOo Se€l XEPL, Eva
oTNV MAQTN TOU TTOAEULOTH KoL €va socket oto
6e€l yodo tou moAepLotr omou ekel Ba
‘armoBnkevel’ TNV aonida kat To onabi otav
XPNOLUOTIOLEL TO poVO oL,

4.2.1 To Blueprint tou KUplouv Xapaktipa

= Components

+ Add Component ~

Ytn ouvexela oto Warrior_Blueprint otnv
KopTEAQ viewport SnuUloupyou e Ta avaloya
components yLa Ta socket mou
dnulouvpynoape. Emewta yla kaBs component
eTAEyou e Ta static mesh mou Tou
avaloyoUv onwg, yla to sword component
SlaAéyou e to static mesh tou omaBlou mou
g€xoupe npooBael otnv Unreal. Eniong
dnuloupyol e Ta component ou adopouv
NV anoBnKkevon Twv OTMAWVY oTa oTola

Baloupe ta static mesh twv omAwv onw¢ Ba BENape va deixvouv
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amoBnKeUUEVA TIAVW OTOV TTOLLXTN. 2T CUVEXELA TIPOCOETOU UE L
KOUEPQ TILOW OTTO TOV TIOAEWLOTH KAl TNV TPOCApPUOloUE avVaAOYWG LUE
TN B€0on mou B£AoUHE va BAETTOUE TOV TTALIYTN HOG EVTOC TOU
mayvidlov. Metd mpémneL va tpooBEcou e KAYPOUAEG oTa components
OTwG oTo omaBi To omoio XPNOLUOTOLEL O TalXTNG KOG Lo va eTiteDel
oTouG avttdloug. Me Bdon ta animations mou xpnotuonoldnkayv o
TLOAEULOTN G XPNOLUOTIOLEL TO KAVOVIKO omtaBi, To povo omabi kat to Seél
TOU TO6L.

2tn ouvéxela petaPaivoupe otnv kaptéAa event graph omou edw Ba
TIPOYPOUUATIOOUE TN CUUTIEPLDOPA TOU TTOAEULOTH. ApXIKA
dnuoupyol e €va SLKO PG yeyovog pe ovoua Initialize to omolo Ba
eKTEAELTAL OTIOTE EEKIVAEL QTTO TNV apXN) TO maxvidi kat Ba apylkomolel

TO BACLKA XOPAKTNPLOTLKA TOU TTOAEULOTH).

Ot float petafAntég Health kat Energy apyikomotwouv tn {wn Kot tnv
gvEpyeLa Tou ToAepLoTH. H Boolean petaBAntn IsAlive apxlkomoleital wg
aANBNG KaL XpNOLUOTIOLE(TAL APYOTEPO WG KPLTHPLO YLa KAOE evEpyeLa
Tou moAepLoth. H cuvdptnon Combo_Reset xpnotuomoleital yia va
OKUPWOOUE ONEG TIC EVEPYELEG/EMBEDELG TOU TTOAEULOTA. H petaBAnti
SkillActive apyilkomoleital wg PeudAC Kal XpnOLUOTIOLELTAL YLO VOl
EMAVOPEPOUE TNV LOLOTNTA TOU TTOAELLOTH, VO OVOTIANPWOEL TTOVTOUG
{wNng otnv apxkn tTn¢ kataotaon. H cuvaptnon Regen HP snavadéEpet
ULoo movto {wn¢ KaBe Séka SeUTEPOAEMTA OTOV TTOAEULOTH, OTIWCG YyiveTal
ota neplocotepa matyvidia touv eidoug. OL cuvaptroslg Create User
Widgets kat Add to Viewport Snuioupyouv tnv kUpla dtemadn xpnotn
KoL TNV IpooBETOUV oTnV 000vn.

Ta mapakdtw ypadipata XpNOLULOTOLOUVTOL YIO TOV UTTOAOYLOUO TWV
€L008wV Kivnong tou xapaktipa Kot Snuioupyouvtal QUTOUOTO oo TV
Unreal. Apou AndBoulv ot eloodot amo tov naiktn, moAlamAaoialovral
LLE TA XIALOOTA TOU SEVUTEPOAEMTOU EVTOC TOU TTALXVLOLOU UE TNV
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ouvaptnon Get World Delta Seconds kat pe ti¢ 0o Float petaBAntég
Base Turn Rate kal Base Look Up Rate umtoAoyiletal To TooooTto KALoNG
TOU HOXAOU Kal TNG KAUEPAC.

< InputAxis TurnRate J Add Controller Yaw Input
> —
Axis Value @ . L
\ — Target [ self]

. K /
@ Val
Add pin +

— @
Base Turn Rate @

®
f Get World Delta Seconds /
Return Value @

< InputAxis LookUpRate _f Add Controller Pitch Input
B N e e e i s v s i o
o

Axis Value @ \
] arget :;»:V]
LB T
& ;
@ Val

—_— ®o
BaseLook Up Rate @ —— Add pin 4

L4
f Get World Delta Seconds /
Return Value @

JTo TapokAatw ypadnuo  umoAoyiletar n  Oefootpodn Ko

aplotepootpodn mepPLoTpod TOu Taixtn He Baon ta dedopéva tou
apanavw ypodpriuatod.

e J/ Add Controller Yaw Input
< _Branch

| True D
Condition False [
£ InputAxis Turn
{,_Branch
D
Is Blocking
Dodging

Is Switching

Is Attacking

To yeyovog InputAxis Turn gvepyormoleital OmoTe 0 XpAotng otpifeL tnv
Kapepa He TO Oefl xeplotnplo. Ta Branch eival kowwg otov
npoypappatiopd n doun emdoync if-then-else. ¥to mpwto branch
KAVOUUE TipwTa EAEYXO OV O maixtng eival {wvtavog Ye tn HetaBAnti
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IsAlive ToTe pumopel o xpriotng va neplotpEP el TV KApEpa. Me To SeUtepO
branch gAéyxoupe av o Taiyxtng TNV mapouoa OTLYHN XPNOLLOTOLEL TNV
aonida yia va priokapel(isBlocking) n va kavel amoduyn enibBécewv
(IsDodging) 4 va aAAagel omAa (IsSwitching) n va emteBel (IsAttacking)
TOTE N TAXUTNTA TEPLOTPODNAG Slalpeital PUe TO TEVTE KAl £€TOL N KAUEPQ
TEPLOTPEPETAL TTOAU apyd ylo eUKOALQ Tou XpAotn. AANALWG N KAuepa
TepLoTPEDETAL e TNV MpoKaBoplopévn tiun mou divetal amo tnv Unreal.
H cuvaptnon Add Controller Yaw Input divel pla meplotpodn otov afova
yaw Tn¢ KAUEPOG TOU XAPOKTAPA aVAAOYd LE TNV TLUA TToU SEXETAL.

21O ENMOEVO Ypadnua YIVETOL O UTTOAOYLOHOC TNE Kivnong Tou maiytn :

T Branch | Add Movement Input
& InputAxis MoveForward L Branch
»P— >
Axis Value @ == c

| Get Forward Vector

@ In Aot Return Value @

Zero out pitch and roll, only move on plane ™

f Get Control Rotation "7 Break Rotator “FWake Rotator

@ Rotatio

J Get Right Vector
@ InRot Return Value @ o

| Add Movement Input

{_Branch

Axis Value

To yeyovog InputAxis MoveForward evepyomoleital OmMote o XprRotng
UETOKIVEL UMPOOTA N TIOW TO OAPLOTEPO XELPLOTHPLO EVW TO YEYOVOG
InputAxis MoveRight evepyomoleital Omote o XPNOTNG TO HETAKLVEL
aplotepd Ko Se€La. ApxLlka Kal yia to SUo yeyovota yiveTal £vag EAeyxog
av o maiyxtng eivatl wvtavog yla va evepyonolnBeil n kivnon tou. Enewta
ylvetal akopa €vag €AeyxoC HE KAmola amo ta WBla KpLhplo twv
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mponyoUuevwy ypadbnuatwv. H boolean petaBAnty StopMovement
XPNOLUOTIOLELTAL YL VO OTAUATACOUME TNV Kivnon Tou maixtn otav
eKTEAELTAL TO animation yLa 0tav 0 MaKTNG XPNOLUOTOLEL TNV LOLOTNTA TOU
va enavadepel movioug Lwne. H ouvaptnon Get Control Rotation 6€xetal
To Sldvuopa kivnong tou xapaktripa. OLouvaptroelg Break Rot kat Make
Rot §€xovtal To Stavuopa Kivnong Tou XapoKTAPA KoL TO SLapouV oToug
TPELg afoveg kivnong. Emelta ot ouvaptioel AddMovement Input
d€xovtatta Sltavuopata kivnong otov afova Y yLa kKivnon Umpog-miow Ko
otov aova X yla kivnon aplotepd-8e€La.

Itn ouvéxela Ba avaAuBel n dnuwoupyia tou cuotAuAtog OAAAYAG
OTAWV.

& switch_ON

O Max Walk Speed (0.0]

Target

J Retriggerable Delay

s
S
& Switch_OFF P — »

{_Branch

J

ApxLka SnuoupynBnkav dUo yeyovoTta, Eva yla 0tav n allayn ylvetattnv
TIAPOUOO XPOVIKA OTLYUN KoL €va yla Otav €XEL Tpaypotomnolndsl n
aAAayn). 2& mePUTTWon 1ov yivetatl aAAayn OMAWYV n HEYLoTn ToxUTNTA TOU
naiytn undeviletat. Av n aAlayn €xeL mpaypatonolnBel koL o Xprotng
XPNOLUOTIOLEL TNV aoTida Kal To omaBi TOTE €XEL TNV KOAVOVLIKI HEYLOTN
Taxvtnta Tpetipatog. AAALWG av 0 XPNoTNG XPNOLUOTIOLEL TO LOVO HEYAAO
omnaBi (GS_Mode->True) 10te n HEyLoTn TAXUTNTA TPEELUATOC HELWVETOL
yla va SWOoEL TNV EVTUMWON OTO XPAOTN OTL TOo Hovo omabi eival mio
dUoKkoAo ot xpron.
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© Switch_Modes —_—
{_Branch
[ [ 3 True )
Condition False B —— p True [> N FlipFlop

A Switch Mode (v,]
- Condition False B = » »

s Switching BP r

Add pin +

Switch Mode (m)

Yuvexilovtag pe to cuotnua aAAayng omAwy, Snuwoupyndnke éva akoua
yeyovog (Switch_Modes) to omoio Oa ekteAeital Otav o Xpriotng MATAOEL
TO Kouumi aAAaynG OmMAwv. Z€ epimtwon mou o maiktng dev emttibetal,
XpnoLpomolel tnv aormida tou ) aAAAlel OTTAQ TNV TAPOUCA XPOVLKN
OTLyUN TOTE MPOYHATOTOLETAL N AAAQyT) OTIAWV.

Enopévwg, dnuiloupyoUpe to ocuotnua eniBeong xwpic Opwe va yivetal
QKOO O UTTOAOYLOHOC {NMLAC OTOV avTimaAo.

&> Regen EN Stop & Regen HP Stop —
< Branch

»P—»

© ChainCombo
T, Branch

»P— » welp =——-h

Conditio

Ma to cuoTtnua emBécewv dnuloupyndnke éva cuotnua combo dnAadn
o maiktng Ba mpaypatomnolel SLadOXIKEG EMIOECELG PEXPL VO OTAUATHOEL
TIC ETOECELG O XPNOTNG N MEXPL VA LNV ELVOL APKETI N EVEPYELO TTIOU EXEL
neplooéPel otov maiytn. Tnv wpa ou 0 MALXTNG EMTIBETOL OTAUATA N
enavadopd {wng Kal EVEPYELOG Kal EEKLVA TO cUOTNUA combo €KTOG Kol
av elvat nén oe Loxv. Av o xpotng XPNOoLUOTIOLEL TNV aoTtida Kot To omadi
TOTE 0 Taiytng Ba pmopel va KAveL TPELG eMIOEoEL o Sladoxikn oELpA.
210 MapaKATW ypadnua daivovral ol puBULCELG TNG TTPWTNG EMiBeon( :

f Play Anim Montage
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Av £X0oUV TIpayUaTOTOLNOEL Ta TPONYOUHEVA KPLTHPLO TOTE AUEAVETOL TO
combo, wWoTe TNV €NMOUEVN GOPA VA CUVEXLOEL UE TNV EMOUEVN €TiBEON.
‘Emewta O€toupe to Animation Montage tn¢ mpwtng enibeong. Meta pe to
Force puBpuiloupe méoo Oa ektofeutel euBeia o maiyxtng 6tav KAVEL Eva
BAMa tnv wpa Tou ekteAeital to animation tng emiBeong. Meta
puBuilovpe to €UPOC INULAC TIOU MTOPEL VA KAVEL N CUYKEKPLUEVN
eniBeon. TEAOC, KAAOUUE pLa cuvaptnon n omnoia Ba nai&el to animation
montage mou em\é€ape. MNapopoiwg He TNV Mpwtn enibeon
Snuoupyndnkav Kat ot uttoAouneg pe tn Stadopd OtL n deUTEPN KAl N
Tpltn eniBeon xpelalovtal Kol KOTOVOAWVOUV EVEPYELA yla  va

XpnotLuomnotnBouv.

Mapopoiwg dnuoupyndnkav Kol oL TECOEPLS ETOECEL Yl TO HOVO
onadi:

Y& Meplmtwon mou o maixtng dev €XEL APKETA EVEPYELA VA EKTEAEOEL

Kamola eniBeon TOTE UMopel vor EKTEAECEL UEXPL KAL TNV TTPONYOUUEVN
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eniBeon. Av o maiktng 6ev £xel KaBOAou evépyela TOTE Umopel va
EKTEAEDEL LOVO TNV MPWTN MiBeon.

Otav o xapaktinpag pag aAlalel omia and aonida kat onabi og povo
omna Bt BéAoupe va kpuBovtal n aomida Kal To onabi ota XEpLa TOU KoL va
eudavilovral To onabi kal To onabi mov €xouue TonmobeTnoEL 0TO YodO
tou. NapaAAnAa, BEAoupe va KpUBetal to peyaio onabi mou Bploketal
oTNV TAATN TOU Kal va eUdavileTol auto mou €XOULE TOMOBETACEL OTO
X€pL Tou. Emiong otav o xapaktpag pog aAAdlel omAa and to HeyAAo
omnabi og aonida kat onmabi, OéAovpe va kpuBetal to peydio onabi oto
XEPL TOU Kal va epdaviletal To peyaAo omabi mou €xoupe TomobeTAOEL
otnv mAdtn tou. MapdAAnAa, mpEmnel va kpuBetal to onabi kat n aonida
Tiou Bplokovtal oto yodo tou Kal va epdavilovtol to onabi oto dei tou
XEPL Kal N aoTida 0To aplotePO ToU XEPL. To apAKATW ypAdnuo EKTEAEL

QLUTEG TLG AELTOUpYIEG.

Ta yeyovota mou €xouv dnuioupynBet Ba kaAouvtal eVviog Tou animation
blueprint yiati mpénel oe kKOs animation mou adopd TNV aAlayr OmMAwv
va eTUAEYOUV Ta CWOTA yeyovota e Baon to animation.

Katomy dnuioupynbnke éva yeyovog To omoio ‘aKUPwVEL KATIOLEG
EVEPYELEG TOU XPNOTN OMWG : combo, emiBeon, elOIkEC emMIBEoeLg, Suvaun
AAMATOG, KWVAOELG amoduyng eMIOEcEwWY Kol EMELTA EEKIVAEL TIAAL TLG
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OUVOPTNOELG TIOU eMavadEPOUV TTOVTOUC {wNG Kal evépyelag. Eva tétolo
YEYoVOG xpeLaletal og MoAAA onueia tou blueprint.

Emewta dSnuoupynBnke 1o cvotnua €KWV eMBEcEwWV OTO Omoio av

TipaypoTonolouvtal Kamnoleg nmpolmoBéoelg mou Ba avaAuBoulv kal o
naiyxtng pog emutibetal TOTE, OTAV 0 XPROTNG MATACEL TO KOUUTTL ELOLKAG
eniBeong katd tn SLAPKELX HLOC KOVOVIKNG emiBeong B€éAoupe va
EKTEAELTE Ll OUYKEKPLUEVN €TiBeon n omola KAvel peyalutepn {nuLa
OToV avtimaAo aAAd aKUPWVEL To cuotnua combo. Omote, yla KABe
KOVOVLKN €MiBe0N TOU Ttaiytn umapyxeL Kot pia 18K enibeon, dpa otav
O TIOAEULOTAG Xpnoluomolel tnv aomida kal to omabi Ba pnopel va
XPNOLUOTIOLNOEL TPELG ELOLKEG ETILOEDELG KAl OTAV XPNOLUOTIOLEL TO HEYAAO
omnabi Ba pmopel va XpnOLUOTIOLAOEL TEOOEPLG ELOLKEG eTUOEDTELG. ApXLKA
dnuoupyouvtal dUo yeyovota, Eva (SmashEnable) mou Ba kaAeital evtog
Tou animation blueprint 816tL 6éAoupe yia kaBe animation emnibeong o
ALl TNG O VO UTTOPEL O CUYKEKPLUEVA XPOVLKA ONUEla va EKTEAECEL pLal
elOLKN eMiBeon £€TOL WOTE VA UTTAPXEL MLla wpaia omTiky petafaon anod
éva animation eniBsonc oto avtiotolyo animation €8¢ eniBeong Kot
€va yeyovog (Smash_Mode) to omoio Ba evepyomolel To cUOTNUA ELOLKAG
eniBeong Otav o XprioTNng MATACEL TO KOU UL 181KN ¢ emiBeonc.

© Smash_Mode
{ Branch

Is Attacking

Can Smash

Can Smash (A
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H ouvéxela Tou ouoTAHATOC ELOKWY ETILOE0EWY HOLALEL APKETA HE TO
ocvuotnuo amAwy emBeoswv dnAadn, yia kabe 161kr enibeon BEAoupe va
ekteAolvtal Ta €€NAC : va KAAoUUE eva SladopeTikd animation montage
yla kaBe e16kn enibeon, va Bétoupe moco Ba ‘ektofeutel’ euBeia o
naiktng pag oe kaBe animation, va adatpeital n evépyela mou xpelaletal
VA KATAVOAWOEL N €MBECN Ao TNV CUVOALKN EVEPYELQ, TNV EAAXLOTN KOl
™ Héylotn {nULA Tou Umopel val KAVEL Kal TEALKA va Ttaidel To animation
montage. Eniong, yla kdBe €161k eniBeon BEAOUME va UTIAPXEL €vag
EANEYXOC OV O TIOXTNG EXEL OPKETH EVEPYELA YLOL VO EKTEAECEL TNV ETOEON
KoL o€ Tia emiBeon ) combo Bploketal o maixtng £€ToL WOTE va EKTEAECEL
NV KAtaAAnAn eniBeon avaloya pe TNV TLUA Tou combo. 2To TEAoC Tou
ypadnUaTog TPETEL va TTPooTeBoUV Kol Ta KAataAAnAa ysyovota £10L
woTe 0tav oAokAnpwvetal n 181k eniBeon va akupwveTal Kol To combo

TOU maiytn.

To mapanavw ypadnua eival to cloTnUa ELSIKWVY EMBECEWV yLa TNV
aomnida kot To onabi. I autd To ypadnua eNeLdn o€ KAToL animation o
malytng KAavel Eva aApa ExeL mpooteOel Kal pia LetaBAnTr mou BETEL TOCO
PNnAo Ba eival To AApa Tou Taiytn pag. 2To mapakatw ypadnua eivat to
ovotnua el8LKWV EMBECEWVY YL TO HEYAAO oTtaOL.
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Yotepa dnuioupynbnke €va yeyovocg (Launch_Frw), to omoio Ba kaAeital

EVTOC TOU animation blueprint Tou moAepioth, S10TL B€Aoupe yia KAOe
animation eniBeong o mailyTng Lo VoL UIMOPEL OE CUYKEKPLUEVA XPOVLKA
onuela va ‘ektofevetal’ UMPOOTA N KAl va KAVEL Eva AAUA yLoL KAOe
BrAua mou KAvel eviog Twv animation. Exoupe nén B€oel To moéco
unpootd Ba ektofevetal A Kal Ba KAVEL Eva AApa o Ttaixtng pag ya
KaBe animation evtog Twv ouoTnUATtwy eniBeong kat l8LKNAC emibeonc.
ApXLKA Tallpvou e To Slavuopa UMpooTivig Kivnong (Get Actor Forward
Vector) kat to dtavuopa mavw kivnong tou maiytn pag (Get Actor Up
Vector) kat to TOAAAMAAGLALOUE LE TIG TIHEC TTOU €XOUE BEDEL yLa TNV
‘exktofeuon’ KoL To AAUA AVTLOTOLXO EVTOG TWV CUCTNUATWY eMiBeonc.
ITNV CUVEXELQ TA TTPOCOETOUE KAl TTEPVALE TO TEALKO SLavuopa kivhong
otn ouvaptnon Launch Character, n onoia ‘ektoéevel’ tov maiytn. TEAoOG,
nipooBEToupe TPLPN oto Slavuopa Kivnong Tou maiytn ya va
0AOKANPWOEL n ‘ektdEeuon’.

~ Ground Fricti
Target
» f Launch Character ©
\ i (03] ; \ f Retriggerable Delay

» »P - > Completed

J Get Actor Up Vector
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Enewta dnuiovpyoupe SU0 cuvaptrnoeLg oL onoleg Ba emavadEpouv
TIOVTOUC {wNG KAl EVEPYELAC OTO TTALXTN VA TAKTA XPOVIKA SlaoThpata
TIou oplloupe gpelC. EVTog Twv ocuvapTtoswv BETOUUE TNV EAAXLOTN Kall
TN MEYLOTN TLUA TTOU Ymopet va €xeL n {wn Kal n evépyela. Enmetta
TIPOCOETOULE VA TIOVTO EVEPYELAG KAl ULOO TIOVTO (WG KoL
ETULOTPEDOUE TO TEALKO AMOTEAECHA OTOUG GUVOALKOUG TtovTous LwnG N
EVEPYELQC.

8 Restore HP
=i———"
@ Health

= Restore EN
SET

f Clamp (float)

mp (float)
—_— Return Value @
e — Retum Value @ il .

O [05] ¥ agdpin +

Meta oto warrior_blueprint SnuoupyoU e TEoogpa yeyovoTta yLa va
gekvAve Kal va otapatave tnv emavadopd {wng KoL evEpyeLag. Ta
YEYOVOTO QUTA XPNOLLLOTIOLOUVTOL OE OPKETA ONUELO TOU
warrior_blueprint. Emetta KAAOUUE TIC CUVAPTHOELG TTOU SNULOUPYOAUE
HLECQ OE CUVAPTHOELG TTIOU TLG EKTEAOUV QVA TOKTA XPOVLKA SlooTripota
mtou opiloupe (Set Timer By Function Name) r} otapatave vo eEKTeAOUV
TG ouvaptnoelc enavadopac eveépyelac/lwng (Clear Time By Function
Name).

‘O Regen EN 7
- - 5 Regen_HP
oJ et Timer by Function Name | Set Timer by Function Name
> b ‘ »—» D

Object ) Return Value Object Return Value

Function Name

EN| i

» Time [10]

Looping B Looping B

(\ geEN Slop
Clear Timer by F i > Regen_HP_Stop
[ r Timer by Function Name © t

J Clear Timer by Function Name

— D) B
2 » ( > —» D
Object Object

Function Name
RestoreEN

Function Name
RestoreHP
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2tn ouvéxela dnulovpyndnke €va yeyovog (CameraShake), To omoio Ba
KaAe(tal evtog Tou animation blueprint tou moAeptotr S16tL BEAOUUE YA
KaBe animation eniBeong o mailxTNG Lo OTIOTE XTUTIAEL LE ETULTUYXLO TOV
avtimaAo vo KOUVLETAL EAAXLOTA N KAUEPA WOTE VO UTTOOELKVUEL OTO
Xprnotn OtL n enibeon Ntav emtuxnG. Auto yivetal oAU eUKOAQ LE TNV
ouvaptnon Client Play Camera Shake, n onola 6€xetal tn cuvaptnon
Tiou Slaxelpiletal pa amno TG pLiLkeG KAAOELG TOU TTOAEULOTH, SnAadn
Vv KAdon Player Controller kat €metta pe pio SIkLad poag petofAnti
(Shake Intensity) kaBopiletal To moco Ba kouvnBeil n KAuepQ.

?_:Z::- f:;m e.rashake m

[ Client Play Camera Shake

"I Get Player Controller »

» Player Index |F| Return Value Target

Shake

; i . » Scale
Shake Intensity @—— @ Scale

Play Space

TNV MOPOKATW ELKOVA Elval N UAOTIOLNON TOU CUOTAMATOC ArtodUYAC
emBeocwv. Na to cuoTnua anoduyng eMBEcEWV XPELALETAL OPXLKA VOl
dnuoupyrooupe Eva S1kO pag yeyovog (DodgeMode), To omoio Ba
TIPOYLATOTIOLELTAL OTAV O XPHOTNC MATHOEL TO KOUUTTL yia TNV anoduyn
erB€ocwv. Meta yivetal évag EAeyXog av o aixtng pag eivat {wvtavog.
Ertiong, mpémel va unv KAvel aAAayn OTTAWVY KaL VO EXEL OPKETH EVEPYELA
yla VoL TIpAYLOTOTTOLN €L pLa artoduyr). Epocov o maiktng pag a
T(POYLLOTOTIOLEL Lol AELTOUPYLO TIOU KATAVAAWVEL EVEPYELQ, TIPETIEL YLAL
000 KPOTAEL N AelToupyia va punv emavadEpeTal n evépyeLla tou. Enetta
ue tn petaPAntn IsDodging SnAwvoupe OTL o Ttaiytng poag tnv mapouvoa
oTLyUN amodevyel pla nibeon.
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© DodgeMode & Regen EN Stop
< Branch < Branch

P — > uelp = P
alse wdition alse elf Is Dodging [~}

Energy @

Enmopévwg, mpémnet va B€cou e mola Ba eival n mpokaboplopévn
KateUBuvaon mou o mailxtng Ba KAveL TV amoduyn OTav lvol OTACLUOG I
KLVELTAL UE TIOAU HIKPN TaxUTNTA. AUTO EMLTUYXAVETOL TTAipvovTag TNV
Tayvutnta Tou naiktn (Get Velocity). TéEAog, puBuilovpe moéco BEAouE 0O
Talytng HaG va eKToEeVETAL UITPOOTA N TILoW, TTPOCOETOUE Eval ULKPO
AApa Kal EeLlto KAAOU UE Ta KATtAAANAaQ animation yLa tn YmpooTiv Kot
Tilow Kivnon KoL To avamapayou LeE.

» i L | 2
=~ ——— _’fmT R / ofaemm) O fl odmprxe(m] O tackonage \ 7 Play Arim Montage

Is Dodging [ @ Energy o Condition  False

- N\

O Force [-800 (o O Jump Force [150] O Attack Montage

SET
(]

Return Value O

Energy @ — @

» (5] > ®

o [50) & o
=~ = Attack Montage
“f Get Velocity ~f VectorLength

) A v ol
_ = ®A Return Value @
Target [self] ~ Retum Value @

To anotéAeopa elval OTL OTOTE O TAXTNG MAG EVOL OTAOLUOG 1 TPEXEL UE
ToU XapNAn TaxuTnTa ToTe Ba KAVEL pia armoduyr Pog Ta miow. AAALWG
Ba kavel pLa anoduyn eubeia anod tnv katevBuvon nou Ba Bploketat o
maiytng Hog.

Emewta Oa avaAuBel to ypadnua yla 0tav o maixtng Hog XpnoLHOoTOoLEL
Vv aomida tou yla va apuvBel. Apxtkd dnuoupyol e Suo yeyovorta,
€va yla OTav 0 XProTnG EVEPYOTIOLEL TNV aoTida MaTWVTAg CUVEXOUEVA
To kouurni tng aomidag (ShieldModeON) kat éva 6tav o xprRotng
OTOHOTAOCEL VO TIATAEL TO KOUUTIL TNG ALOTILO G KOLL QTTEVEPYOTIOLELTOL N
aonida tou naiytn (ShieldModeOff). Na otav o xpotng evepyomolet tnv
aomnida MPEMEL apXIKA O TtalyTng va KNV emitiBetal, va unv Kavel aAAayn
OTAWV KOlL VO LNV XPNOLUOTIOLEL TO peyaAo omaBi. Emiong mpémel va €xel
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OPKETH EVEPYELO WOTE VA XPNOLUOTIOLNOEL TNV aoTida tou. Emetta pe tnv
puetafAntn IsBlocking &nAwvoupe OTL 0 maitng Log XPNOLUOTOLEL TNV
aonida tou. Epodoov mMAEov o0 malktng pag Ba xpnolUomolel Tnv aomida
TOU TIPETIEL YL OGO TNV KPATAEL VAL LNV EMAVAPEPETAL N EVEPYELA TOU.
Entiong B€Aou e yla 660 o maiytng xpnoLlomnolel tnv aomida va
TIEPTIATAEL OTIOTE HELWVOULE TN HEYLOTN TaxUTnTa Tpefipuatog Tou
naiytn. TéAog, BEtovtag tig petafAntég Orient Rotation to Movement oe
Peudn kat Use Controller Rotation Yaw o€ aAnBr o maiktng pag 6a
nieplotpEdetal pall Le TNV KAPEPA OTAV XPNOLUOTIOLEL TNV aoTtida.

& shieldModeON -
(C Branch

Condition False

(C Branch

O MaxWalkSpeed [150] O emen Use Controller Rotation Yaw
Target

Energy @ ;
Character Movement

2TO YEYOVOC TIOU OTEVEPYOTIOLEL TNV aoTtida BEAou e va eMLOTPEDEL N
KOWVOVLKH HEYLOTN TaXUTNTO TOU TalXTh, N mMepLotpodn tTnNg KAUEPAC va
elval aAL ave€dptntn Tou maikTn Kol TEAOG va EEKLVA TTAAL N
enavadopa evépyeLag.

! © Regen EN
& ShieldModeOff < Branch - R — —

O Max Walk Speed [550 ]

Target

Character Movement

O umoAoyLopog Tou Tooo {nuLd Ba amoppodacl n acnida étav
emutiBevtal oL avtimaloL otov naiytn npenet Oa yivel oto ypadnua mou
adopd TNV CUVOALKN {NULA TTOU UITOPOUV VoL KAVOUV OL aVTimaAoL oToV
raiytn.

210 eMOEevVo Slaypappa dSnuloupyeital Eva véo yeyovog (Shield_DMG),
To omolo Ba evepyormoleital OOTE 0 mMaiyTNC pag SExeTal enmibBeon evw
XPNOLLOTOLEL TNV aoTtida Tou. Mo To CUYKEKPLUEVO YEYOVOC BEAOUUE va
nailel kaBe popa €va animation ou deixvel Tov maiyxtn pag va
QmoKPOUVEL TNV eniBeon Tou avtumdiou. Enetta otn B€on mou Bploketal
n aomnida B€Aoupe va dnuloupyeital Eéva cUVIopo cUoTnUa cwHaTidiwy,
TO omoio Ba UTtodELKVUEL OTO XPrOTN OTL N EMiBE0N AMOKPOUOTNKE
eMLTUXWC. EmeLta tpomnomnoloV e to peyebog mou Ba €xeL To cwpatidio.
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© Shield_DMG J Play Anim Montage J Set World Scale 30
|/ Spawn Emitter at Location

O In Play Rate

ection Name | None

_J GetWorldLocation

Shield

Itn ouvéxela dnuloupynbnke to clotnua Bepameiag tou maixtn. Mo va
gvepyornoLnBel To cUOTNUA O TALXTNG HaC TIPETEL VA elval {wvtavog Kot
va €XEL OPKETH eVEPYELA YLa va Beparmeutel. Emiong mpénel va pnv
aAAALeL OTTAQL KalL VaL EXEL TIEPAOEL O XpOVOoC TwV 30 SeuTEPOAEMTWY TTOU
XpeLaetal yla va ermavaypnotponolnBei n wbiotnta. Enetta pe tnv
uetaPfAntn Skill_Active SnAwvoupe OTL 0 aiXtnG XPNOLOTIOLEL TNV
8LOTNTA TOU VA YLATPEUTEL KO Pe TN HetaBAntrh Stop_Movement
OTOUATAEL N Klvnon Tou maiytn yla tn Stapketla tng tdlotntag.

& Heal_Mode

Stop Movement (A

Enegy @ — @

Health @ L
Skill Active
Add pin <

Is Switching

Katomv adatpouvtatl 30 ovrol evépyelag Kal mpootiBevtal 50 movrol
{wnc. Enetta kKaAoU pe To Kat@AAnAo animation montage va naiéel,
EVEPYOTIOLOUHE KO TIAAL TNV Kivnon Tou maiytn Kot SnULoupyouUE pLa
kaBuotépnon Twv 30 SeUTEPOAEMTWY PEXPL VA UTTOPEL N LBLOTNTA VO
XpnoLpomnotnO«i.

_f Play Anim Montage
L > | f Delay G ] [ Retriggerable Delay G _J
B — »P—» Completed b =~ = » Completed p ===

@ Energy
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To povo mou £UeLve yla va oAokAnpwOel to warrior_blueprint givat o
UTTOAOYLOMOC {NULAC TTOU KAVEL Kal SEXETAL O TallXTNG Hag. Na va
UTtOAOYLOOU HE TN {NULA TTOU KAVEL O TIAXTNG Ba XPNOLUOTIOL|COULIE TLG
KA oUAEG Tou MpooBEaape otnV apxn TN UTO evotnTag. Me autd tov
TPOTIO OTIOTE O TTAXTNG MOG TIPAYLOTOTIOLEL Ula eTiBE0N KAl pia oo Tig
KA OUAEC TTOU TOTIOOETACAUE AKOUUTIAEL TOV avTimaAo tote Ba
gvepyoroleital To ovotnua clykpouong (Collision) TnG CUYKEKPLUEVNG
kapouAag. Otav o maiytng pog dev mpayUatomnolel pia eniBeon to
cvuoTnUa cuykpouong tng kapouAag Ba anevepyomnoleital.

ApPXLKA TIPETTEL VL AANAEOUUE TLG

. puBuioELg CUYKPOUONG KOL OTLG TPELG
KAWOUAEG WOTE Vo amevepyoTmoLeital

lgnore Overlap Block

72 =B T0 oUOoTNUA CUYKPOUONG EKTOG KAl AV

B3

[ E €pxovtal o€ emadn Ue Eva
[ Bl

og

OVTIKE{HEVO TNG KAAoNG Pawn,
dnAadn T pLlikng KAAoNG OAWV Twv
QVTUTAAWV.

<J<N B<N § B |

© Enable_Col_Sword /' Set Collision Enabled

~LLLEL LT

w

Emewta npémnel va SnpLoupynocou e 2

_Eadild (Query and Physics) v

yeyovota yla kaBe kapouAa ta onola e
Ba evepyomoLouV 1} AIEVEPYOTIOLOUV

© Disable_Col_Sword /' set Collision Enabled © Reset Dmg

avtiotolya To cUoTNUO CUYKPOUONC. » >

Target

& Enable_Col_GS J Set Collision Enabled < Enable_Col_Kick /" Set Collision Enabled

Ne:

s oy o =

© Disable_Col_GS J set Collision Enabled © Reset Dmg © Disable_Col_Kick f"Set Collision Enabled O Reset bmg
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Ta yeyovota autd Ba kahouvtal eviog Tou animation blueprint tou
TIOAEULOTH €Tl B€Aoupe og kABe animation eniBeong Tou maiytn pog
Va EVEPYOTIOLE(TAL TO OUOTNA CUYKPOUONG OE CUYKEKPLUEVO XPOVIKA
onueia yla kaBe animation. AAMLWG Umopetl o Taiytng LoG o€ KAmoLa
animation va akoupmndel mToANAmAEG GOPEG TOV avTimaAo Kal £TOL VA TOU
nipokaAeitat {nuLd moAAEG dopég evw BEAOUE og KABe animation va
TOU MPOKOAE(TOL HOVO pLa popd {nuLad.

Ermopévwg dnuiloupyndnke to ypddnua umoAoyLlopou InuLdg mou
TipokaAel o maiktng otov avtimalAo. a Tov UTTOAOYLOUO
xpnowpomnotndnkav tpia yeyovota OnComponentBeginOverlap yia tnv
KaBe kAP oula Ta omoia EVEPYOTIOLOUVTAL OTAV UTTAPXEL EMadH EVOC
actor pe po amo TG KAPouAles. ApXLKA YivVETOL VoG EAEYXOC WOTE O
actor va pnv givat o maiytng Hog ylta AOyoug CwoTnG MPAKTLKAG. Emetta
Xpnotlpomnotndnke n pakpoevtoAl DoOnce £€10L WOTE O TAXTNC HaG VA
TIPOKOAEL povo pLa popad {nuLd otov avtimalo kabs popd mou
TIPOAYHLLOTOTIOLEL Ll ETIOED. TN CUVEXELO XPNOLUOTIOLELTAL N CUVAPTNON
ApplyDamage yLa va pokaA€cou e TN {nNULd otov actor ou Ba
Bploketal pmpootd otov maiyxtn. H eAdxlotn Kat peylotn {nULd mou
uropel va mpokaA€oel kaBe emiBeon €xel oplotel ota ypadriuata
EMIOECEWV KOl ELOIKWV ETIOECEWV.

& OnComponentBeginOverlap

© Reset_Dmg F Sequence

Theno B
Then1 B
Then2 B

1 4
'f Get Player Character »

yer index (0]  Return Valu

Add pin +

| Get Player Controlier

& OnComponentBeginOverlap ( ol Player index [G]  Return Valu

MinDMC @ J Random Float in Range

 Min Retum Value @ =

MaXOMGC @~
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Katomiv SnuioupynOnke to Staypappa UtoAoyLlopoU yia T {nuLd mou
S€xetal o maiytng. Xpnolponowwvtag to yeyovog Event AnyDamage
UTTOPOU UE VA TIAPOUHE TN {NHLA TTOU SEXTNKE O TtalXTNG LOG Kol ETELTA
va tnv anodnkevooupe oe pia petaBAnti Damage. MapdAAnAa yivetal
Evag EAeyXoG yla To av o actor mou S€xetal {nuLa ivatl o maiytng pog.
ITn CUVEXELA YIVETOL VO EAEYXOG YLOL TO AV O TtAlXTNG MOG XPNOLUOTIOLEL
Vv aomida tou. Av Tn xpnollomolel Tote dev xavel ovtoug {wng aAAd

XAVEL TO % NG {NULAC TTOU SEXTNKE OE TIOVTOUG VEPYELAC. Av Sev

XPNOLUOTIOLEL TNV aoTtida TOU TOTE XAVEL TOOOUC TOVTOUG {wNnRG 000 NTav
N {nuLd ou Séxtnke. Emiong otnv nepintwon mou o maiyxtng
XPNOLUOTIOLEL TNV aoTtida TOU TOTE YIVETAL AKOPA EVOG EAEYXOC YLOL TO AV
EXEL APKETI) EVEPYELA YLOL VAL UTTOPEL VO ATOKPOUOEL pLa emiBeon. Av n
SlaB<aiun evépyela dev eival EMOPKNC Lo va ATTOKPOUCEL TNV eMiBeon
TOTE QUTOMATA O TIALXTNG OTOHOTA VA XPNOLUOTIOLEL TNV aoTtida Tou.

- @ { Energy .rr — e
o
- Energy @
—— Is Blocking O | 00] 5] |
_Branch Il L < Shield Mode Off

_ B _—
Shield DMG Branch
] True p © P <

‘g ‘
- True b
& Event AnyDamage / Condifion  False [> \,___ ——— - rue [p »
» » SET  brand / = False [ R nergy (o] Condition
» True [ Target [self] 1
) =——=—=—————————@ Damage ® —

Dar

Condition False [ / - -
Health @ ® - @ Health

Energy @ f clamp (float)
| Get Player Controller X v
Return Value @~

Player Index [p]  Retumn Value a
! [0] Damage @—— @

2T CUVEXELA EAEYXOUUE av oL TtOvVToL {wn¢ TOU Talytn HoG EXouv
unéeviotel £T0L WOTE val Umouv o€ Asltoupyia ta animation Bavatou tou
raiytn. Emetta yivetal akopa £vag EAEyX0G yLa TO aV O TTOXTNG
xpnotpomnoletl aomida kat orabi r To povo onabi £ToL WOoTE va aLYTEL To
avaloyo animation montage Bavdatou. Katd tnv Stdpkela mou nailel
€va ek Twv 6Vo animation Bavatou B€toupe tn petaBAntn IsAlive oe
Peudn £TOL WOTE VO OTAUATNOEL N Kivnon Kot ortoladrmote aAAN
Aettoupyla tou maiytn. Katomw kaAoupe to HUD tou maiytn Kat to
adatpoUUe anod tnv 0006vn. TEAOC KAAOULE KOL EVEPYOTIOLOUUE TN
ouvaptnon Set Game Paused n omnola maywvel TEAELWC TO TTOLXVIOL.
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_f Play Anim Montage

b Shield Mode OFf SET

> —» »
RetumValue @ = _lsAlive [ \j.Delay ©

» Completed [
" — @ Duration

4[] | f Remove from Parent

[ Get All Widgets Of Class [ Set Game Paused

» P= D - b
f Play Anim Montage Target Daused

» » SET .
o >
Return Value @ — F G
I5Alive O \ S MG
]

@ Duration

2 omplete
Health @ — @ Completed [

4.2.2 To Animation Blueprint tou KUplou Xapaktrpa

Mpwv Eekvrioouv oL aAAay£g oto animation blueprint tou maiytn npémnet
pWTA ONw¢ avadEpPBnke Kat oTLg uTto-evotnteg 3.4 kat 4.2.1 va
TIPOCOECOUUE KATIOL ONUELA 1] ELOOTIOLNCELG OTO XpovodLlaypappa
OpLOHEVWY animation montage tou xapaktripa. Kabe dopd mou o
maiytng pog ekteAel €va animation ko pTavel o Eva onpeLo Tou XpOvou
OToU UTIAPXEL pLa eldomoinon tote Ba ekTeAeltal TO AVAAOYO YEYOVOG
TIOU €XOULE SNULOUPYAOEL EVTOC TOU KavovikoU blueprint tou maiytn. To
animation blueprint xpnolpomnoleitat yla va Kavel tn cuvdeon HeETALY
TWV €L60MOLNCEWVY KOl TWV YEYOVOTWV.

m | |8 | | &8 | &8 & ' | [ | [ [ | | [ B ]

Haotifes lE a5
T .._--.---- R .-

Xpovobiaypauua animation pe et60mMOLNOELS.

Edooov £xouv dnuoupynBel kat tomoBetnOel ota KatdAANAa onueia ot
€L60TMOLNOELG, UTTOPOUE VA TIG KAAECOUUE O0TO animation blueprint kat
VA TIG cUVOECOUE e Ta KATAAANAQ yeyovoTa armo to warrior_blueprint.

3tn ouveyeia petaPaivoupe oto animation blueprint Tou maiytn kat oto
ypado AnimGraph. 2 autov tov ypdado dnuiouvpyouvtal ol GTACELS TTOU
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Ba xpnowuomnolet o maiytng SnAadr, n oTACLUN oTACN UE aoTiida Kal
omnaBi kat n petafaon os TPEELUO, N OTACLUN OTAOHN LE TO LOVO omabi pe
N petaPfaon og TpEELUO Kal N oTAon OTavV XpNoLUomoLel Tnv aomida. Ot
napandavw petofaoceslg Oa yivouv evtog TG LNXAVAS KATAOTOONG TOU
naiytn (Locomotion). Tn pnxavn Katdotaong TNV anobnkeVOUUE OE L
npoowpvA pvnun (Locomotion Cache) yia va pmopet va xpnotpormnoin6et
o€ dladopetika onpeia tou ypdadou. Itn cuvéxela dnulovpyoupe dSuo
Bupidec (Slot) oL omoieg kpatdve animation montage kat
XPNOLLOTIOLOUVTAL WOTE VO UMOPEL O TTAlXTNG HOG TNV WP TOU
mayvidLov va petofel amo €va i meploocoteEpa montage mou
XpNOoLUomolouyV o Bupida os eéva SladopeTikd montage mou
xpnotuomnolet Stadopetikn Bupida. H avabeon twv Bupidwv yivetal
EVTOC TWV animation montage. tn cuyKekpLUEVN TtepimTwon n Bupida
body kpatdel OAa ta animation montage mAnv tou animation montage
Tiou Selyvel Tov maiytn pag va armokpoUEL pia emiBeon TOU avVTUTAAOU UE
Vv aomida tou. Me auto Tov TPOMO OTAV O TALXTNG XPNOLUOTIOLEL TNV
aomnida tou av dextel eniBeon amnod aviimaAo t1ote o naiytng 6a
oTapATAOEL TOo animation tn¢ Bupidag Body Ba petaBel oto animation
¢ Bupidag Torso Kat HeTd mAAL oto animation tng Bupidac body. H
TIopATAVW PETABAON TIPAYyUATOTIOLELTAL YUE TNV ouvaptnon Layered
Blend per Bone.

= e T S e
Final Animation Pose

Locomoation Source *
{ Result

Locomotion Cache

’ —.— *ﬂc-:r:

Use cached pose 'Locomotion Cache' Layered blend per bone -

’ — ”:m*: s
/ f
froom=p souce f

Mpwv Egkvioel n dnuloupyia tou ypadou yLa Tn PNXavn KAtaotoong

NpEneL mpwta va SnuioupynBouv ta Blendspaces mou Ba xpnotpomnotel
O TALXTNG yLa v TPEXEL Le TNV aoTtida Kot to omabi, To povo omabi kat
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ylaL VoL TLEPTTATAEL OTOV XPNOLUOTIOLEL TNV aoTtida Tou. Onw¢
npoavadEpOnke kat otnv uno-evotnta 3.4 ta Blendspaces pog
ETUTPEMOUV va cuvduacoupe SU0 1) MepLOoOTEPA animations. Ztnv
OUYKEKPLUEVN TepimTwon ta animations Ba Stadéxovtal o £va to dAAo
avaAoya HE TNV TaXUTNTO TOU TalXTn. TNV MOPAKATW ELKOVA £Lval TO
blendspace 1o onolo mepLEXEL TN LETABOON TOU XAPOKTAPA OO OTAGCLUN

KOTAOTAON O TPEELUO.

4_shield_run (1.0000)

<4— Animation Tpefipatog

, , [ Display editor vertically
<4— Animation ZTaoLung KATAOTAONG

Aa40O0 pipZ

Me tnv i6la dtadikaoia dnuioupynbnkav kat ta Blendspace yla to povo
onaBi kat tnv acrnida.

2tn ouvéxela Ba avaAuBel o ypadog TG LNXAVAG KATACTAONG
Locomotion. ApXlkd SnULOUPYOU E TIG KATOOTACELG TPEELUO e aoTtida
kot oraOt (Run) ko tp€€Lpo pe to povo omabi (Run_2H). Emetta eviog
TWV KATOOTAOEWV KaAoU e Ta avaloya blendspace kat Snpioupyolpe
gL LetaBAnTh n omola mepLéxeL TNV TaxUTNTA TOU TtaiyTn.

Final Animation Pose Final Animation Pose

@

) = o

Warrior_Blendspace
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3Tn ouvéyela pe drag and drop mpooBétoupe Ta animation mou
XPNOLUOTIOLEL O TTAlXTNG YLO TNV aAAayr) OTIAWV LE CWOTH OELPA Ao TOV
asset browser oto ypddo tng unxavng Kataotaonc.

=) = =

Sheath_Sword —* o« Sheath_Sword .1 —* . UnSheath_2H —* . UnSheath_2H_1

UnSheath_Sword UnSheath_Sword_1 1 Sheath ZH [ Sheath_2H_1

= =/ =

Ta BeAakia peta Twy animation aviLmpoownevouV TN LeTtafacn
HETAEL TWV OUWVUUWVY animation. ZTi¢ peTtaBAceLg oL omoieg elval
LOPKOPLOUEVEC HE KOKKLVO Ba yivel n aAdayn omAwv. Na tnv aAayn
OMAwWV dnuoupyol e pa petaBAnti (UnSeathe 2H), n omola av gival
aAnOng tote yivetal n aAAayn o€ povo omnabi.

p—2J Apo E0WTEPLKA TIG MTPWTING LETABOONG
T — Can Enter Transition a‘n‘_}\(bc Ka}\oo LE TNV ueraB)\nrﬁ KoL TNV

ETILOTPEDOU UE.

® Evw n deutepn petaBaon Bélovpe

FE—— va Ylvetal povo av n wetafAntn

elvat apvntikn.

Ma Tg umtoAouneg petafaoelc BEAOUPE amAd va YiveTal Evag EAEyXOC av
TO animation Bploketal akplPwg tPLV To TEAOG TOU yLa VA TTAEEL OTN
OUVEXELA TO ETOUEVO animation. AUTO MPAYLATOTIOLELTAL UE TN
ouvaptnon Time Remaining (ratio).

J Time Remaining (ratio) (draw_sword_2) Result

Return Value @ Can Enter Transition
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Itn ouvéxela mpooBEtoupe TNV eloodo tou ypadou (Entry) kat Eva kevo
animation (Split) avapeoa ota dVo tpefipata yia vo oAokANpwoOEL n
aAAayn Twv OmAwv. XpnolpomoloU e TS (dLeg peTaBAOELS LE TN
puetaPAnt) UnSeathe 2H omwc kot mopanavw.

= =) =)

Sheath_Sword ——> Sheath_Sword_.1 ——> UnSheath 2H —> UnSheath_2H_1

% | =

UnSheath_Sword o 1 UnSheath_Sword_1 o 1 Sheath2H Sheath_2H_1

= = =)

Ma vo OAOKANPWOEL N UNXav KOTAoTAoNG MPEMEL VA TPOCOECOULIE KoL
TPELC OKOWUN KATAOTACELC TTou adopolV TNV aomida Tou naixtn. Onote
PooBETOUE amo Tov asset browser 1o animation mou deiyvel tov
naiytn va ewogpyxetal otn Asttovpyia aomnidag (ShieldEnter) kat to
animation mou Seiyvel Tov maixtn va e€€pxetal otn Asttoupyla aomidog
(ShieldExit). Emetta dnuioupyoU e TNV KATACTAGN GTNV OTtola 0 Ttaiytng
xpnotuomnolet tnv aonida (ShieldMode). Metd evtog TnG KATACTOONG
KaAoUHE To avaAoyo blendspace.

Final Animation Pose

——

Direction @ —® a
\ Warrior_BlendSpace_Shield ’S

s VN

* @ Direction ” o ) [ =it o it =l e S ” Result ) 3
@ Speed y
-v/ )

SmARans

Erteldn 1o blendspace tng Asttoupylag aomidoag neplExel mavw amnod Svo
animation eival tplodldotarto onote d€xetal SUO HeTAPANTEG, TNV
TOXUTNTO TTOU SNULOUPYACOE VwpitEpA Kal pia KatvoUupyla LeTafAnTn
n omola ivat n katevBuvon tou maiytn.

Edodoov n Aettoupyla aomidag xpnotomnoleital povo Katd tn SlapKeLa
™G Kataotaong tpefipatog pe aonidba kat onabi, n kataotacn avth Oa
glval n eloodog kat n £€€060¢ tng Aettoupyiag aomidac.
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ShieldExit

o]

ShieldMode -
=== ShieldEnter

-

To pOVo TToU ATIOUEVEL ELVOLL O UTTIOAOYLOHOC TWV LETABACEWV. ITIC
LETAPBACELG OL OTIOLEG ElVaL LOPKAPLOUEVEG HUE KOKKLVO Ba YIVEL N
eloodo¢ kal £€060¢ amo tn Asettoupyla aomidag avtiotowya. Mo tn
Aettoupyla aomidag Snuioupyoupe pLa petafAntn (ShieldMode), n
orola av ivat aAnBng tote o mailxTng EeKva va XpNOLUOTIOLEL TNV
aormnida Tou.

ApOL ECWTEPLKA TNE TTPWTNG . ®
Result

HeTABaong amAwg KaAoU e
™ MeTaPAnTA KaL TNV
ETULOTPEDOUE.

Shisld Mode Can Enter Transition

Evw n 6eltepn

®

petaBaon B€Aoupe " Resuft

Can Enter Transition

va cupPaivel povo av Shield Mode

n LeTaPANT lval
QpPVNTLKN.

Ma tig uTtoAouneg petafaoelg OEAou e amAd va YIVETOL Evag EAEYXOG vV
TO animation Bploketal akplPwg tPLV To TEAOG TOU yLO VA TTAEEL OTN
OUVEXELQ TO EMOUEVO animation, OTIWE KAVAE KOL TTPONYOU UEVWC.

Edodoov ohokAnpwBnke mARpwe o ypadog AnimGraph petafaivoupe oto
YPAdO TWV YEYOVOTWV WOTE Va Yivel n ouvOeon Twv animation pe ta
avaloya yeyovota armo To Kavoviko blueprint.

ApxLKa xpeLlalopaocte €va yeyovog Blueprint Update animation, To onolo
ekTeAelTaL KABE OV MpaypATOoMOoLELTAL £va animation eviog Tou
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TaLXVLOLoU. ITn CUVEXELA KAVOUUE €vav EAEyXO0 av O actor mou
Xpnoluomnoinoe kamotlo animation ivat o maiytng poag. NoapalAnAa
Talpvouv TNV T Kivnong tou S1avuopatog Tou maiytn Kat tThv BEToupue
oTNV TaxVTNTA TOU TtalXTn. ZTN CUVEXELD XPNOLUOTIOLOUE TOUG ELOLKOUG
KOpuPBoug Cast To yLa va oIOKTOOU UE TIPOCPacn O€ OAEC TLG
OUVAPTHOELG KAL TA YEYOVOTA TTOU UTIAPXOUV oTto warrior_blueprint.
Emopévwg yla va KIAECOULIE T YEYOVOTA TIOU XPELO{OMAOTE Ao TO
warrior blueprint mpénel kaBe yeyovog va ivatl cuvdedepévo e TV
£€€060 As Warrior Blueprint tou koppou Cast to Warrior_Blueprint. Ot
aAAayEg dpaivovtal oTo mapakdtw ypddnua.

"& Event Blueprint Update Animation () 7 TsValid

| 3 B Exec Isvalid p ———P

Delta Time X O» Input Object Is Mot Valid [ _——@ Speed

7

SET

3\

\ »+ Cast To Character
\

\ "+ Cast To Warrior_Blueprint
» » ;
o - (]
Object Cast Failed >

" f Try Get Pawn Owner

Return Value £
- n Object Cast Failed >
As Character
filoc As Warrior Blueprint
Get Velocity

Target Return Value @
\

(" f VectorLength
\

] ®A Return Value @» —

Enetta kaAoUpe armod to Kavoviko blueprint ta yeyovota mou
TIPAYHLOTOTIOLOUV TNV aAAayr} OTAWV Kal tn Asttoupyia aomidag kat Ta
OUVOEOUUE PIE TIG AVAAOYEG LETABANTEG TTOU SNULOUPYHOALE EVTOC TOU
animation blueprint. Metd yla va urtoAoylooupe tTnv kateuBuvon Tou
maiytn otav xpnotpomnolel Tnv aomida xpnoLUomoLloU UE TNV CUVAPTNON
Calculate direction.

»+ Cast To Character

14 4 SET

Object » 1 4 »

Cast Failed [ Un Seathe 2H | | »P—>

\

\ —

f Cakulate Direction

f - SET
Get Velocity
arget H As Warrior Blueprint q olf Return Value @ ——@ Direction

Target Retum Value @ —078 —C— ——————————— "
\ I

,‘J S ‘
/ N »

f

i e o s

| Vectortength ) Shield Mode
® A Rewmvalue @ —

Target  ReturnValue @
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To povo mou £peLve yla va oAokAnpwOel to animation blueprint ivat va
OUVOECOULE TIC ELOOTIOLNOELG IOV TTPpooBEaaype ota animation pe Ta
KatdAAnAa yeyovota amnod to warrior blueprint.

& Combo Reset

< AnimNotify_Reset

€ Chain Combo
< AnimNotify_Chain

e H ebonoinon Chain xpnotpomnoteitat and ta animation amAwy
EMLOE0EWV TOU TtalXTN yla voL cUVOEDEL SLOSOXLKA TLC ETUOEDELG
Snuoupywvtag £toL To cloTNUA combo.

e H sbonoinon Reset xpnolpomoleital oTig TEAKEG ETUOEDELS Kall
OTLG ELOLKEG ETUOEDELG TOU TTAXTN YL VO OTOUOTIOEL TO CUOTN O
combo.

€ AnimNotify_LaunchFrw © Launch Frw

e H eldonoinon LaunchFrw xpnowuormnoleital anod ta animation
arnoduync eMBEcEWV Kot amAwv/eldIKwyY eMBEcEWV yLa va
‘extofevoel’ TOV alXTn UMpooTaA.

< AnimNotify_Cam_Shake ¢ Camera Shake

e H ebonoinon Cam_Shake xpnolpomnoleital amnod ta animation
amAwV Kal EL6IKWV EMIBECEWV TOU TallXTn yla va kouvnBet
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gAAXLOTO N KAUEPA OTAV O TIALXTNE XTUTIA ETILTUXWG EVAV
avtinalo.

& AnimNotify_sheath_sword € AnimNotify_draw_sword < AnimNotify_sheath_gs ] < AnimNotify_drawgs

[ g » - ) 3

© Sheath Sword & Draw Sword © SheathGS & Draw GS

» » <p »

Target Target

e H sbonoinon sheath_sword xpnolpomnoleital amnod ta animation
aAAayng OMAWYV yLa va KpUeL Ttnv aomida Kal to onabi mou
Bplokovtal ota xEpLa Tou maiytn Kot va epdaviosl tTnv aomida Kat
1o omnaBi nou Bpiokovtal oto yodo Tou.

e H ebomnoinon draw_sword xpnotpomnoleital anod ta animation
aAAayr ¢ OMAWY yLa va KpUEL TNV aoTmida Kal to onabi mou
Bpilokovtal oto Yodo Tou maixtn Kat va epdoavicel tnv aomida kot
To omaBi mou Bpilokovtal ota XEPLA TOU.

e H ebonoinon sheath_gs xpnowonoleital anod ta animation
aAAayng OMAwWV yLa va KpUeL To povo omnabi mou Bpiloketal ota
XEPLO TOU TtallXTn Kal va epdavicel To povo omabi mou Bploketal
oTnV MAAQTHN TOU.

e H sbonoinon drawgs xpnollomoleital amno ta animation aAAayng
OMAWV yla va KpUEL TO HoVO omaBi ou BplokeTal otnv MAATN
TOU Taiytn Kot va epdaviosl To povo onabi mou Pploketal ota
XEpLa TOU.

& SwitchON ———
© AnimNotify_Switch_ON & Switch OFF

© AnimNotify_switch_off
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e H ebonoinon Switch_ON xpnolpomnoleital amo ta animation
aAAQyrC OTTAWYV YLa VO TIPAY LATOTIOLHOEL O TtaiXTtng TNV aAlayn
OMAWV amo aomnida kot omadi, oe povo omadi.

e H sbonoinon Switch_off xpnowuomnoteital amod ta animation
aAAQyr ¢ OTTAWYV YLa VO TIPAYLATOTIOLHOEL O TtaiXTtng TNV aAlayn
OMAWV amo povo onabi, o aomida kat omoadL.

& AnimNotify_Enable_Col L & AnimNotify_Enable_Col GS ) & AnimNotify_Enable_Col_Kick ) & AnimNotify_Disable_Col ‘& AnimNotify_Disable_Col_6S L) & AnimNotify_Disable_Col_Kick L)

—r — — — — —r

& Enable Col Sword & Enable Col GS & Enable Col Kick & Disable Col Sword & Disable Col GS & Disable Col Kick

CD D<D D<D » DCD D<D

Target Target Target Target Target Target

e H ebomnoinon Enable_Col xpnowuomnoleitat anod ta animation
AWV Kal ELGKWVY EMOECEWV OTOU 0 TAXTNG XPNOLUOTIOLEL TNV
aomnida kot To onabi. Xpnopomnoleital yia va evepyormnotnBei to
oclOoTNUA cUYKPOUONG Tou omaBlol tou Taiytn.

e H ebonoinon Enable_Col_GS xpnoluomnoleital amod ta animation
armAwy Kal LKWV EMBECEWVY OTIOU 0 TALXTNG XPNOLUOTIOLEL TO
Hovo omabi. Xpnolyomoleital yla va evepyomnolnBei to cuotnua
oUyKpouaong Tou povou omaBblov Tou maiytn.

e H ewdomnoinon Enable_Col_Kick xpnowuomnoleital anod ta animation
armAwV Kat EL6LKWV ETMBECEWV OTIOU 0 MAXTNG XPNOLUOTIOLEL TNV
aonida kal to onabi. Xpnowuomnoleitat yia va evepyornolnBei to
cuotnua ocuykpouong tou de€lov modLov Tou maiyTn.

e H ewdomnoinon Disable_Col xpnotpormnoleitat amnod ta animation
armAwV Kat EL6LKWV ETMBECEWV OTIOU 0 MAXTNG XPNOLUOTIOLEL TNV
aomnida kat To onabi. Xpnolpomnoleital ya va anevepyomnolnBei to
olOoTNUA cUYKPOUONG Tou omaBlol tou Taiytn.

e H ebonoinon Disable_Col_GS yxpnotwuomnoleital ano ta animation
AWV Kal ELOIKWV ETOECEWV OTIOU 0 TALXTNG XPNOLUOTIOLEL TO
HovO omaBi. Xpnolpomoleital yla va amnevepyomnolnBei to cuotnua
oUyKpouoNG Tou povou omaBlou Tou maixtn.
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e H ebonoinon Disable_Col_Kick Xpnotwpomoleital amnoé ta animation
amAwV Kal EL6IKWVY EMOECEWV OTOU 0 TALXTNG XPNOLUOTIOLEL TNV
aomnida kot To onabi. Xpnotpomnoleital ya va anevepyomnolnbei to
ocvuoTnUa cuykpouaong Tou de€Llov odLov Tou maixtn.

4.3 Aetrtoupylkotnta AviunaAwyv

Mo TOUG QVTUTAAOUG TOU TallXTN TPETEL VOl SNLLOUPYHCOUUE Tpia
blueprints ta omoia eival to kavoviko blueprint, to animation blueprint
kot To blueprint to onoio Ba avoiyel Tnv mopta nou Ppioketal miow amnod
TOUG TPELG TPWTOUG aVTUTAAOUG. Emeldr) 6AoL oL avtimaAol Tou maiytn
xpnotuomnotlovv ta idta blueprints Ba avaAuBouv povo ta blueprints tou
TPWTOU avTtalou. Ot Stadopég Twv avtutaAwy eivat ot tovrotl {wng, o
apLlOPOC TwV eMBEcEWY, N {NULA TTOU KAVOUV Ol ETILOE0ELC Kol OAoL oL
avtimaAol xpnotpornolouv SladopeTikd animations, Ta omoia ival
TIPOCOPHOCHEVA OTO OKEAETO TOU KABe avtutdAou. Eniong yia 6Aoug
TOUG avtimaAoug xpnoLomoLBnke to yeyovog ‘exktotevonc’
(Launch_Frw), onwc eixe SnuioupynBOset oto blueprint Tou mMoAspoth.

Mo Toug aviutaloug ot omoiot B I vy
4 RightForeArm
XPNOLLLOTIOLOUV OTTAQL TIPETIEL VOL —
4-%- RightHandindex1

dnuoupynBouv ta avaioya socket oto “ RiohtHendindex2

4-3- RightHandindex3

’ v ’ ’ , - ¥ RightHandindex4
OKEAETO TOU KABOE avTuTAAOU OTIWE KAVOE s =)
4-4- RightHandMiddle3

Kot ywa Tov T[ai_xtn . ¥ FightHandwiddies

Adou tornoBetnBouv ta sockets pémnel evtog Tou blueprint va
TomoBeTNBOUV KO VO TIPOCAPLOCTOUV TA OTIAQ. 2T CUVEXELO OTNV
KoptéAa viewport tou blueprint mpémnet va npooteBolv KAYPoUAEC ota
OTAQL 1) OTA LEAN TOU OWHATOC LE Ta oTtola emtiBetal o kaBe avtimaAog.
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4.3.1 To Blueprint twv AvtutaAwv

mponent (Inherited)

O mpwTtoc avtimaAog Tou maiytn XpnolUomoLel

herited)

éva omnaBi oto Sl Tou XEPL KOl TO apLoTEPO
TOU XEpL.

Ereldn o maixtng pog Ba aAAalel eminedo otav MPOKELTOL VAl
QVTIHETWILOEL TOV TEAeuTalo avtinmalo, kKaBe yeyovog mou cuppaivel oto
niponyoupevo eninedo Ba dtaypadetal amo Tn PvRn. Apa TPEMEL UE
KQTIOLO TPOTIO VO KPATHCGOUE OTN MV LN TOU ToxviSloU moLloug
QVTUTAAOUG EXEL VIKNOEL O TtaXTNG HAG ETOL WOTE VOL LETPHOOUV OTO
score. AuTO emituyxavetal pe Game Instances. Omote dnuloupyoupe Eva
Game Instance Blueprint pe ovopa Userlnstance kot To POvo mou
XPELaleTal va KAVOULE glval va mpooBEoou e TTEVTe PETOBANTEC, OL
omnoleg Oa UTIOSELKVUOUV TIOLOUC AVTLITAAOUG £XEL VIKAOEL 0 Talytng. Ot
akOAouBec petafAntég Oa aAlalouv evtog Twy blueprints tou kabe
QvTLTdAou.

4Variables

Itn ouvéxela petafaivoupe otnv KaptéAa yeyovotwy tou blueprint tou
TIPWTOU aVTLTAAou omou edw Ba MPOoYPAUUATICOUE TN cUUTEpLPOpPA
TOU QVTUTAAOU. ApXLKA SNULOUPYOUHE €va SLKO HaC YEYOVOC E OVOUQ
Initialize, To omolo Ba ekteAeital OMOTE O MALXTNG LAG TIEPVAEL Eval
trigger box mou Bploketal Alya pétpa mpLv amo kabe avtimado. Tn

]
() [ RddtoViewport =
™ Create Boss 01 Widget =

Completed B = B »P—>
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OTLyUN Ttou evepyormolnBet to Initialize Ba Eekivael kat n Asttoupyla Tou
avTLtdAou.

Evtog tne initialize apyika SnAwvoupe 0tL o avtinalog sivat {wvtavoc.
Emewta KaAoUpe U0 CUVOPTIOELG, OL OTIOLEG XPNOLLLOTIOLOUVTOL N HEV
TPWTN yla va BpeL o avtimalog Tov maiyxtn pag, n 6 deutepn yla va
apxloel va emitiBeToL 0 avIimaAog oTov maiytn HOg av eivol 0€ KOVTLWVNA
anootaon. 2tn cuvEXELa opiloupe Toug apXLkoUg TTOVTOUC {wh¢ TOU
avtutaAou. Metd KaAoUpe Tn LeTaBANTH mou SNULOUPYNCAUE EVTOG TOU
Game Instance yLa To av 0 TPWTOG avTimaAog eival VEKPOC Kal TV
BEtoupe Peudn. TENOC, BEToupe 0 avtimaAog va unv emLtiBetal pe to
TIoU €EKLVAEL N AstToupyia Tou Kot dnuloupyoupe To widget mou
eudavilel Toug movtoug {wng Tou avTutdlou.

2Tn cuvEXeLa SNULOUPYOUE TO EMAVOAXUBAVOUEVO YEYOVOG, LIE TO
orolo o avtinalog Ba Bpel Tov aiyxtn Hag HEoa oTo eMMeSOo KoL HETA
Ba Eekvroel va tov akoAouBel (FindPlayer). Emetta kavoupe SuUo
eAEyXOUG yLa TO av 0 avtimaAog eival {wvtavog Kal av dev xeL
TIPOoWPLVA akKlvntomotlnBet and pa duvartr enibeon Tou maiytn
(IsFlinching). Emewta av o avtinalog enttiBetal, T10te Ba oTAUATOEL VAL
Kwveltad.

—

Character Movement J Stop Movement Immediately

© FindPlayer -
{_Branch < Branch < Branch

» - Treep =— P True D b True |

Condition False > Conditior False Condition False >

~ ~
Is Flinching Is Attacking

Av bev erutiBetal tote pe TNV cuvaptnon Ai MoveTo Ba EeklvriosL va
0beVeL mpog Tov Taixtn pag. Enetta npooBEtouue o0to TEAOG TO YEYOVO(Q
TIOU SNULOUPYACOLE, YLa Va £val TO Yyeyovog emavaAlapBoavopevo.
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Character Movement ' Stop Movement Immediately

C Branch /f L b3
True > » True B Target

n False [ Condition False [
‘B Al MoveTo a

o “& Find Player

Is Attacking

» : J Delay
4 / Completed p = B
C ion [0.2] Target [self]

" Get Player Character

~» Player Index |T| Return Value

Emopévwg, Snuioupyol e pLa cuvaptnaon e TNV omola o avtinalog Oa
apxloel va emitiBetal otov maiyxtng pag, otav PplokeTol 0 KOVILWVNA
anootaon. ApXLKA, ECWTEPLKA TNG CUVAPTNONG KAVOULE EVaV EAEYXO OV
o avtinalog eivat {wvtavoc. Emelta mpaypatonolouvtol akopo Suo
€\eyxoL, ylLa TO vV 0 QVTLITAAOG eV £XEL MPOOWPLVA aKLvnTomoLn Ol ano
uta duvatn eniBeon tou maixtn Kat av dev emitiBetal otov maiyxtn. Meta
naipvou e tnv TonmoBeoia Tou maiytn kot tnv Tonobeoia tou avtimalou
HEoa oto eminedo Kal T adatpoUue. To amotéAeopa anobnkeveTaL O
uta petaBAntn Distance. TEAOG, KAVOULE Eva EAEyX0 AV O TIAXTNG
Bploketal o kovtivh andotacn amnod tov avtinalo. Av Bploketal o
KOVTLVN amootaon Tote KaAgital To yeyovog Range oto onolo Ba
yilvovtal ol emiB€oeLg Tou aviutdlou.

8 Player Distance < Branch < Branch _
»P-» True p — P True _ < Branch |
condiion  False [> Condition  False B ‘:7. R p———p el — B
—& Distance [ 2 Condition False [ REES |E‘
"».‘ /
Is Attacking

Is Flinching Add pin 4=

f VectorLength

B ) T \
Jf GetActorLocation /
L @A Return Value @~

Retumn Value @

" f GetActorLocation
[ Get Player Character

O PlayerIndex [0]  Return Value Target  Return Value @

2Tn ouvéxela petafaivoupe maAL oto ypddo yeyovotwy Kal
dnuoupyol e €va yeyovog Distance_Player, to omoio 6a kaAel T
ouvaptnon nou umoAoyilel tnv andotacn. ApXIKA EAEYXOULE aV O
avtinmaAog sival {wvtavog Kal av Sev EXEL TPOowPLVA aKlvntomolnOel
arno pla duvatn eniBeon. Enelta pe tnv cuvaptnon Set Timer By
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Function Name kaAoUpe tn ouvdptnon Player_distance va ekteleital
kKaOe tpla deutepoOAemta.

© Distance_Player | Set Timer by Function Name

{_Branch T Branch
»P— > Tuelp = P

Condition False > Condition

—

Is Flinching

Looping 9

Emetta dnuioupyoupe To yeyovog Range, oto omoio o avtimalog Ba
erutiBetal otov maixtn poc. Apxika B€toupe OtL o avtimaAog emnttibetal.
Meta pe tig cuvaptroelg Random Integer In Range kat Switch on Int o
avtimaAog Oa MPaAyUATOMOLEL OTNV TUXN L0 OTTO TLG TECOEPLG ETULOEOELG
TIou B Tou avaBE0OUUE. 2T CUVEXELD YLa KABE emiBeon KaAAoOUUE Eva
Sladopetikd animation montage, B€toupe ooo Ba ‘ektoéeutel’ eubeia
0 avtinaAog og kKABOs animation, B€toupe TNV EAAXLOTN KOL TN LEYLOTN
{NULA TToU PTtopEL va KAVEL N emiBeon Kal TEALKA KAAOUE TNV avAAoyn
ouvaptnon yla va nai€ouv ta animation montage.

> SET j | [ » SET
O Launch Force [150 o O nbmg [10] o ©» Max Dmg \Tv\
© Range

SET
_f Play Anim Montage

- SET
»

O Launch Force 300

SET

" attack Montage

Edodoov o avtinmaAog mpaypaTonoloeL TNV TUXN Ko EMiBeon oTapatd
va eritiBetal kat Eekva va avalntel kat taAL Tov raiytn pog. TéEAog, av
0 alxtnG BploKeTal O€ KOVTLVI) OMOOTACHN LE TOV AVILUTAAO TOTE KaAeltal
To yeyovog Face_Player pe to omoio o avtimalog neplotpedetal £T0L
WOTE va aVTIKPUTEL TOV TtaiXTn HOG.
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/" Play Anim Montage ° < Find Player z -  Face Player
- Branc!
SET

Completed p =~ - P »P - »
Is Attacking (] £l

-

—~

—
Distance @~ @

To enodpevo ypadnua eivat n uhomoinon tou yeyovotog FacePlayer.
Xpnowomoloupe tn cuvaptnon Find Look at Rotation wote va mapoupue
TIC LOlpEG TTOU TIPETEL VoL OTPLPEL O avTLTAAOG oo Tov aiytn Hag.
Emelta eMoTp£POUE TIG HOLPEC OoTNV cuvaptnon SetActorRotation wote
va npaypatonolnBel n meplotpodn Tou avtimdAou. To yeyovog
Faceplayer Ba xpnoipomnolnBei kat evtog tou animation blueprint Tou
QVTUTAAOU WOTE O AVTITAAOG va aVTIKPUIEL TOV TTOLXTN KOG TNV WPA TTOU
TIPAYHLOTOTIOLEL pLa eTtiBeon.

Ytn ouvéxela dnuiovpyndnkav dUo yeyovota e TA OTtoLa OTIOTE O
avtinmaAog METUXALVEL TOV alXTn oG o€ pia emiBeon Ba dnuioupyeital
éva oloTNUa cwuatdiwy, otn B€on Tou 0 avtimalog METUXE TOV TtaixTn
HOG WOTE, va UTtoSeiéeL 0TO XPOTN OTL TO XTUTINA TOU QVILTAAOU ATV
ETUTUXEC. EdOoOV 0 mpwTog avtimalog £xel SU0 KAPOUAEC TTPETEL VOl
dnuoupynBel Eva yeyovog yia tnv kaBe kapouAa. MNa tnv kapouAa mou
Bpioketal oto omabi Tou avtutdAou maipvou e tnv tomobeoia kal tnv
neplotpodn tNG KAPOUAAC KAl TLG TIEPVALLE OTN CUVAPTNON
SphereTraceForObjects. H ouvaptnon avtn Oa P atel to eninedo yia
actors tn¢ kAdon¢ Pawn omnwc¢ sivat kat ot avtimaAol Tou naixtn. Enetta
yivetal évag éAeyxog av n kapouAa tou orablol akoUUnoe Tov maiytn
HOG. AV TOV £XEL AKOUUTOEL TOTE Ba SnuoupynBet to cvotnua
owpatdiwv otnv B£on mou unnpée n emadn. TEAog, opllou e To
pHEyeBoc ou Ba €xeL To oUOTNHO CWHATLSLWV.
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J SphereTraceForobjects < _Branch

= e —— Condition -
-_ = 5 i e J setWorld scale 30
f GetWorldLocation = Retum Value _f Spawn Emitter at Location

Right Arm Sword

[ GetWorldRotation

Target Retu

& Make Array
10]

Array
[ — " Gt Player Character
Add pin +
Play 0] Retu

Mapopoiwg dSNULouPYOUE KAl TO YEYOVOC yLa TNV KA ouAa tou
aplotepoU XePLoU :

J set World scale 30
C_Branch f Spawn Emitter at Location

Hit item

Add pin +

Ta yeyovota autd Ba kaAoUvtal eviog Tou animation blueprint yuarti
TpENEL o€ KAOe animation eniBeong Twv AvTUTAAWY va EMIAEYOUV T
owoTa onueia mov Ba nailetal To cuoTNUA CWHATSLWY pe Baon To
animation.

Emopévwg, yla va UTtoAoyiooUpE TN {NULA TTOU KAVEL O AVTiMaAOG OToV
maixtn 6o XpNOLUOTIOL 00U LE TIC KAYOUAEG TOU OVTLITAAOU OTIWCG
npagape kat pe tov naiytn. H dtadikacia mou eivat idla pe avtn tou
naixtn. Apou alAdfoupe tig pubuioslg cuykpouong Twv KaPouAwv Tou
QAVTUTAAOU Snuoupyol e Ta KatdAAnAa yeyovota nou Ba
xpnotlponotnBouv oto animation blueprint.
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< Enable_Col_Sword | Set Collision Enabled
¢ Enable_Col_Lhand | Set Collision Enabled
»P— >

Targ »P— >

Collision Enabled (Query and Physics) v » - New Type

© Disable_Col_Lhand | Set Collision Enabled & Reset Dmg

Right Arm Sword

© Disable_Col_Sword /" Set Collision Enabled © Reset Dmg

Enewta dnulovpyndnke to ypadnua utoAoyLlopou {NULAC, TTOU TIPOKOAEL
o avtinmaAog otov naiytn. Na tov umoAoyLlopo xpnotponodnkav Svo
yeyovota OnComponentBeginOverlap yla tnv k@Be kapouAa, Ta onoia
EVEPYOTIOLOUVTOL OTAV UTIAPYXEL ETtAPI) EVOC actor pe pLa amod TiG
KaPoUAeC. ApxLKA yiveTal évag EAeyxog €dv o actor ou d€xetal TNV
eniBeon elval o maixtng. Ztn ouveéxela KaAeital To yeyovog DoDamage,
OTOU oUVEXL(ETAL O UTIOAOYLOUOC TNG {NHLAG.

Ll L & DoDamage
> OnComponentBeginOverlap (Left_Arm) < Branch

P — > Tuep =— P

Overlapped Comp Condition False Target [ gelf

[ Get Player Character

Playerindex [0]  Retumn Value

"© Do Damage

€ OnComponentBeginOverlap (Right_Arm_Sword) < Branch
» —M8M8M8M— » Tuep =~ P

Conditior False > Target [ self

2to yeyovog DoDamage xpnotlponotndnke n pakpoevtoAn DoOnce €totL
WOTE 0 TAlXTNG KOG VO TIPOKOAEL LOVO piLa dopa InHLA oToV aVTLmalo,
KaBe dopd TOU TTPAYUATOTIOLEL pLa ETOEOT. TN CUVEXELQ
XpnoLhomoleital n cuvdaptnon ApplyDamage yla va mpokaA€éoel {npLd o
avtinaAog otov naiytn. H eAdxlotn kot pEylotn {npLd mou Unopel va
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TIPOKAAEDEL KAOE emiBeon €xel oplotel oTo yeyovog Range. Otav
oAokAnpwOei n DoOnce TOTE eMavadEPETAL OTNV APXLKI TNG KATACTACN
LLE TO Yeyovog Reset_ Dmg.

© DoDamage

& Reset_Dmg

[ Get Player Character

Player index 0]  Retu

| Random Float in Range

—
MNDMO @ — o \in Return Value @

Max Dmg @ — @ Max

Ma vo oAokAnpwOel To blueprint Tou avtutalou MPEMEL va YIVEL KAl O
UTTOAOYLOMOC {NULAC TTou SEXETAL O aVTIMAAOC Ao Tov maiytn.
XpnoLomoLwvTag To Yeyovog Event AnyDamage UmopoUE VA TIAPOU UE
™ {NULA Ttou €XTNKE 0 avTiMaAOC Kal ETELTA VA TNV AroOnNKeVOOUE O€
uLa petaBAntr Damage. Itn cuvéxela Kavoupe U0 EAEyXOUG, O LEV
TIPWTOG AV 0 avtimaAog eivatl {wvtavog, o de SeUtepog av n {NULA ou
TipokAnBnke otov avtimaAo dev eival amnod tov idlo Tov avtinaro. Enetta
adatpoUue tn {NULa Ttou SEXTNKE 0 avtimadog anod toug novtous {wng
TOu.

_Branch . Branch
‘T
& Event AnyDamage / 3 Tuelp =— B True \ - =
» Condition False D Condition False D » SET » » SET
Damage  ——m™™™™™™™™———————————————————— @ Damage g @ Health

Type

MeTtd kAvou e E€vav €Aeyxo av oL Ttovtol {wng Tou avtutdAou ival

ULKpOTEPOL N (OOL TOU UNbEVOG.

e Av eilval peyalUtepol Tou UNdeVOG TOTE yiveTal Evag EAeyXog av N
{nuLa ou mpokANROnke otov avtinmado Atav peyain (>45). Av Atav
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TOoTE SNAWVOUUE OTL 0 avTiMAAoC elval mpoocwpLva
QKLVNTOTOLNUEVOC Kot Ttallou e To avaAloyo animation. Meta amno
Alya SeutepOAenta mou POoKeLtal vo oOAokKANPwOEeL To animation
dnAwvoupue otL 0 avtinaAog dev elval TTAEOV AKLVNTOTOLNUEVOG.
Emetta yivetal akopa €vag EAeyxog av o avtinmaAog eival
{wvtavog. Av eival tote ouve)ilel va erutiBetal. AALWG
aKOAOUBEL TNV Mopeia TNG EMOUEVNG KOUKISAG.

e Av eilval pkpotepol (ool Tou uNdevog TOTe KAAOUUE TN
pHokpoevtoAr) DoOnce wote va atytel povo pia ¢opd to
animation Bavatou tou avtutdalou. Enelta B€toupe OTL 0
avtinmaAog ival vekpoc.

_f Play Anim Montage

Completed

< Branch

SET SET

» »—» : » e b S

@ Damage @ @ Health Condition  False B

Flinei
f Play Anim Montage o
- Branch | f Delay - [ Branch
» Tue =P —i P — b P —» Completed B =~ —i - True >

Condition False [> Is Flinching (=] Return Value @ = @ Duration Is Flinching (m] Condition False >

Yuveyilovtag amo tn deutepn Koukida KaAoU e TN cuvApTnoN
SetActorEnableCollision yLa va amevepyomoljoou e To cUCTNUA
oUYKPOUONC TOU aVIUTAAOU £TCL WOTE VO UTTOPEL 0 TtaiXTNG Lag va
TIEPACEL LECOA OO TOV AVTLTAAO avTi val KOAROEL TAvw Tou. Enelta
eTUAEYOU UE TO Widget Tou avtutdlou kat To Byaloupe amnod tnv 00ovn.
Metd kahoU e tn cuvaptnon Boss_01_Door amnod to blueprint mou
QVOLYEL TNV TIOPTA TILOW aTIO TO APEVTIKO. TEAOC, KAAOUUE TNV
peTaBAntn mou dnuloupynoape eviog tou Game Instance yla to av o
TPWTOC avtimaAog eival vekpog Kal tnv B€toupe aAnon.

o | Set Actor Enable Collision §( ) [ J Remove from Parent < Open Boss 01 Door

» N f Delay f Get All Actors Of Class »» Cast To Userinstance
> ompleted B = B »-» »—» »P-» »-»

——— @ Duratior arget [seif Widget Clas Found Widgets Target Actor Class

1 Get All Widgets Of Class

J Get Game Instance
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4.3.2 To Animation Blueprint twv AvtunaAwv

Mpwv €gkvrioouv ol aAAay£C oto animation blueprint tou maiytn npemnet
TIPWTA VO TPOOBECOUE ELOOTIOLOELG OTO XPOVOSLAYPAUA OPLOUEVWY
animation montage ka0e avtutaiou.

T } T (| Torore
| T oreies !
soase_Cril_Thoh ble_tal nagn zoashe_Cri_Mhghe

2tn ouvexeia petaPfaivoupe oto animation blueprint Tou mpwtou
avtutaAou Kal oto ypado AnimGraph. Anpioupyoupe pia Bupida (Slot)
n omola Kpatdel OAa ta animation montage tou avtutdAou. H avabeon
Twv Bupidwv ylvetal eviog Twv animation montage. Enetta
SNULOUPYOUE TN LNXOVH KATACTAONG TOU AVTUTAAOU.

EowtepLkd TNG HNXAVAG
KOTAOTAONC XPELO{OUAOTE LOVO
Vv €lcodo tou ypadou Kat pLa
HNXOVr KATAoTaong yla To

TPEELUO TOU avTtdAou.

Final Animation Pose

A
/’. )\/n

ffSpeed.; _— @ None ’ - * Result )
4
‘/

"Boss_01_BlendSpace

Emetta eviog TNE KATAOTOONG TOU TPEEINaTOC KAAOULE TO avAAoyOo
blendspace kat dnuloupyoUpe pla petafAntr, n onola MePLEXEL TNV
ToxUTNTA TOU Ttaiytn.

e
Fmnal Animation Pose

” =1 ”Pt':zult
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Edooov ohokAnpwBnke mAnpwe o ypadog AnimGraph petafaivoupe oto
YPAdO TWV YEYOVOTWYV WOTE Va Yivel  ouvOeon Twv animation pe ta
avaioya yeyovota armnod 1o blueprint tou avtutalou. H apxr tou ypadou
glval idla pe auth tou maiytn pe tn Stadopd OTL XPNOLLOTIOLOUE TOV
€161kO¢ KOUPoG Cast To Boss_01_Blueprint yla vo amoktiocou e
pooBacn o€ OAEC T CUVAPTAOELG KOLL TOL YEYOVOTO TTOU UTIAPXOUV OTO
blueprint tou mpwtou adevtikov. EmMouévwg KABe yeyovog mpemeL va
elval ouvdedepévo pe tnv €€060 As Boss 01 Blueprint tou kopuBou Cast
to Boss_01_Blueprint. Ot aAAay£g dpaivovtal oTo mopakdtw ypdadnua.

e
& Event Blueprint Update Animation ? IsVahd

» ® Ex=c v ¥ . [53 Cast To Character "3 Cast To Boss_01_BluePrint

Delta Time X O» Input Object 3 NO ) — Speed .
put Obj ol - 3 »

= = Object dD Object
f Try Get Pawn Owner L y
As Boss 01 Blue Print

Target [self |  Retum Value

J Get Velocity i
| VectorLength

Target Return Value @ @A Retum Value @

EMOMEVWG TO HOVO TTOU PEVEL YL VO OAOKANPwWOEL To animation
blueprint eival va cuvd€éoou e TIg lOOMOLAOELG IOV IPOCBEoapE oTa
animation pe ta kat@AAnAa yeyovota amno to blueprint tou avtutdiou.

< AnimNotify_Launch

e H ewdomoinon Launch xpnolpornoteitatl amnod ta animation eniBeong
yla va ‘ektoéeVoel’ ToV avTmalo Unpootd.
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< AnimNotify_Face Player

e H sbonoinon Face_player xpnowuomnoleital amnod ta animation
eniBeong yla va otpiP el Tov avtimaAo wote va avTikpilel tov
raiytn.

© AnimNotify_Enable_Col_left <> AnimNotify_Disable_Col_Left > AnimNotify_Enable_Col_Right > AnimNotify_Disable_Col_Right
» »
=2 =

& Enable Col Lhand & Disable Col Sword

e H ebonoinon Enable_Col_left xpnowpomnoteitat and ta animation

eNMIBEONC TOU AVTUTAAOU yLa VO EVEPYOTIOLOEL TO CUOTN O
oUYKPOUONG TOU apLloTEPOU XEPLOU TOU OVTLUTAAOU.

e H eldonoinon Disable_Col_left xpnolwponoteital ano ta animation
eNiBeon¢ TOU AVTLTAAOU yLa VA QTIEVEPYOTIOLCEL TO CUCTN A
oUYKPOUONG TOU apLoTEPOU XEPLOU TOU QVTLITAAOU.

e H sbonoinon Enable_Col_Right xpnolpomnoleital amno ta
animation eniBeon¢ Tou avTUTAAoU yLa va EVEPYOTIOLCEL TO
oVOTNUO CUYKPOUGCNG TOU oTtaBLlou Tou avTuUTtaAou.

e H eldonoinon Disable_Col_ Right xpnolpomnoteital ano ta
animation eniBeong Tou AvTUTAAOU yLa VO OTIEVEPYOTIOL OEL TO
cuoTnUa cUYKPOUONG TOU oTaBLlov Tou avTutdAou.
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< AnimNotify_Left_Trace ¢ AnamNotify_Right_Trace

e H ebonoinon Left_Trace xpnowuomnoleital amo ta animation
eNiBeong Tou avtutaAou yla va Snpoupyel To avaloyo
oUOTNUA CWHATLS LWV OTOV O AVTLUTAAOG EMLTIOETAL ETUTUXWG
OTOV TOLLXTN UE TO apLOTEPO TOU XEPL.

e H elbonoinon Right_Trace xpnoluomnoleital amod ta animation
eniBeong Tou avtutdAou yla va Snuoupyel to avaloyo
olOoTNUA cWHATLOLwY OTav 0 avTimaAog emtiBeTal EMITUXWG
oToV Talytn He to onabi Tou.

4.3.3 To Blueprint tn¢ Ndptag twv Avtumaiwv

Onwcg €xeL eldn avadepbel ol mpwTol TpeLg avtimalot Ba €xouv (o
KAELOTI TIOPTA TILOW TOUG £TOL WOTE 0 XPAOTNC O TTPETIEL AVAYKOOTIKA
VO TOUG VLKNOEL ylaL vaL TtpoXwpnoeL oto eninedo. MNa va yivel auto
edKTO dnuloupyoupe tpia kavoupyLa blueprint yia kaBe avtimalo. Ta
blueprint ecwtepika eivat (dta aAAd €xoupe dnuloupynosL Tpia pe
Slapopetika ovopata wote o KaBe avtimaAdog va EekAelbwvel
Slapopetikn mopta. ApXIKA oTnNV KapTEAA viewport mpooBEtoupe Eva
Scene component to omnoio €xel (bl Aeltoupyia pe Eva KAVOVIKO
component oAAQ SEXETAL KOL LETOOXNHATIOHOUC LEYEOOUC KoL
neplotpodnc. Ecwtepikd tou Scene component TormoBetou e to static
mesh piag noptag. Enelta npocappoloupe To Scene component va
BploKkeTal 0TNV KATW OPLOTEPH Yywvia TnNG mopToc.
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‘Emetta oto ypado yeyovotwv tou blueprint Ba kdvou e to Scene
component va nieplotpedetat 90° poipeg kat emeldn n mopta ivat madi
Tou Scene component Ba meplotpédetal kat auth pall tou pe puolko
TPOTIO. XTN CUVEXELA SNULOUPYOULE TO YEYOVOG Ttou Ba KaAeital armo to
animation tTwv avtutdAwv yla va avoifel n mopta. Itn CUVEXELA
TLAPVOU UE TN OpXLKI) TIEPLOTPOGN TIOU £XEL TO Scene component Kal Thv
arnoBnkevou e o€ pLa petaBAntn Initial_rot. Meta dnuioupyoupe éva
XPOVOSLAYPOLUO ETOL WOTE N OPTA VA NV OVOLYEL OTLyULaio 0AAG va
avolyet pe puoLko Tpomo.

Evtog Tou xpovodiaypappotog pubuicape To Scene component va

Taipvel pLa meplotpodr) twv 90° og Alyo maparndvw ano va
SeUTEPOAETTO. TNV CUVEXELA TIPOCOETOUE TNV OPXLKN TIEPLOTPODN UE
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TNV neplotpodn Tou xpovodlaypaupatog Kal tn pubuiloupe va
nipaypotonoleital oto afova yaw. TEAOC, UE TNV CUVAPTNON
SetActorRelativeRotation epappdlouvpe tnv neplotpodn oto Scene
component.

& Open_Boss01_Door

=i 2.1 J SetActorRelativeRotation
@® Timeline_0

P Play Lo —— —— »

@ Initial Rot » D Play from Stan

SET

Tarc
f Get Owner age:

f GetActorRotation N s ) @ New Relative Rotation

Target Return Value > 4
Target | self | Return Value @

® O X (Roll) [0.0 Retumn Value @

Add pin <+ < b
~, Break Rotator | © Y(Pitch) [0.0]

Initial Rot @ ~ @ Rotation X (Roll) O» ® Z(Yaw)

4.4 Nertoupykotnta HUD

Ma tnv dnuioupyia tov HUD dnuloupyndnke €va véo blueprint kAaong
Widget Blueprint pe ovopa UserWidgets, To omoio xpnollomoLeiTal yla
TNV vAomoinon otoweiwv dtemadng xpnotn. Emetta 1o kovoupylo
blueprint avolyst avtopata pe tov UMG Ul Editor. Ztn kaptéla
oxeblaotr) tonoBetoupe apxlka SUo progress bar. Na va €XOUE TO
EMOUUNTO ATTOTEAECHA OTA KOUUTILA aprC, TIPWTA TOTIOOETOUE OTLG
Boelg mou BEAOUUE va BplokovTol T KOUUTILA, TLG ELKOVEG TTou Ba
enudavilovral 6tav o mailxtng xpnotomnolel To povo onabi. Enetta
TOTOBETOUE TIAVW OTLG TIPONYOULEVEG ELKOVEG QLUTEC TTOU Bat
eudavidovral 0tav o XpAoTtng XpnoLomoLel tTnv aomida kal to omadbL.
Emelta mavw armo TI¢ ELKOVEG TOTOOETOUE TOL KOUUTTLAL KOl OTLG
PUOULOELG TWV KoUMWV Ta oTtola kAvou e Stadavr). MNa tnv KaAUTEPN
SLappuBuLON TOU XWPOU OL ELKOVEC KOl TOL KOUUTTLA ToTtoBeTtrOnkav pEoa
o€ containers. TNV MOPAKATW ELKOVA 0TNV KAPTEAQ Lepap)xiag paiveTal
N TeAKN Katdtaén twv widgets.
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4 [userwidgets]
Fl

Health
m T

‘EToL 6Tav 0 XpAOTNG MATHOEL TO KOUUTL 0AAQy G OTIAWV N ELKOVA TOU
povoul omaBlov Kal n elkova ¢ aomnidag Oa yivouv dtadaveic kal Ba
daivovtal ol EIKOVEG TTOU €lval TOMOBETNUEVEG oo KATw SnAadn, n
ELKOVO TNE AOTILOOG KAl TOU oTtalBLou Kal n ElKOVA TNE arnoduyng
enBéocswv. Emiong otav o xpriotng MATAOEL TO KOUUTIL yLa val
avanAnpwoel tn {wn Tou, TOTE N €lkOva Ba yivel emiong adtadavig yla
va ELPOVLIOTEL N ELKOVA TTOU UTIOSELKVUEL OTOV Ttalytn OTL Sev €XelL
TLEPACEL AKOUA 0 XPOVOC TwV 30 SeuTtepPOAETTTWY.

Ma tig prapeg tng wng Kat tng evépyelag dnuiovpyoupe duo
OUVAPTHOELG N omoleg Ba xelpilovtal To TocooTto nou Ba €xeL n KAOe
umapa avaloya pe tnv {wr/evépysla Tou maiytn. Evtog tg cuvaptnong
TNG EVEPYELAC XPNOLLOTIOLOU UE TOV €LOLKOC KOUBog Cast To yla va
TLAPOUE TNV EVEPYELD TOU Ttaixtn. Emeldn ol pmapeg Asttoupyouv e
Too00oTO €7l TIC 100 SLopOUE TNV EVEPYELA PO LLE TNV APXLKN TNG TLUNA
Ko O€toupe 1o anotéAeopa o€ pa véa petaBAntni EN. Enetta
erotpedoupe tn petafAntn EN.
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8 Energy Binding ++ Cast To Warrior_Blueprint i 8 Return Node

SET
»P— > DSy P—»

Object Cast Failed > = g ®——— @ Retumn Value
(
[ Get Player Character As Warrior Blueprint

» Playerindex [0]  Retum Value £ 'NOTE

-

e
Target Energy @ —— @

» [120]

8 HPBinding »+ Cast To Warrior_Blueprint ] B Return Node
»P —» 3
C d [ @' Return Value

" f Get Player Character Target Health @

» Player Index "g|  Return Value

Itn ouvéxela petaPaivoupe oto ypado tou UserWidgets yia va
TIPOOBECOUUE AELTOUPYLIKOTNTA OTA KOUUTLA Tou HUD.

Ma to koupurtt aAAayng omAwyv pooteBnke eva yeyovog OnClicked to
OTIOLO EVEPYOTIOLELTAL OTAV O XPrOTNG MATACEL TO KOUUTL. Emelta pe 1o
KOUBO cast to kaAoU e To yeyovog aAlayng OmAwV amo to blueprint Tou
TLOAEULOTH).

& Switch Modes
£ OnClicked {SwitchButton)

Object

f Get Player Character As Viarnor Blueprint

Player Index | o Return Value

Ma ta Koupmid avanAnpwong {wng Kat eLOIKWV eTBEcEWV
npaypoatornolnOnke n idla dradkaoia:
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< OnClicked (Heal_Button) »» Cast To Warrior_Blueprint
»P— P P == P
Object Cast Failed [

] Get Player Character As Warrior Blueprint

& Heal Mode

Player index

& OncClicked (SmashButton) ++ Cast To Warrior_Blueprint
»P— >
CastFailed >
[ Get Player Character As Wamor Bluepnnt Target

Player Ingex | Return Value

Mo To KouuTtt TG Aettoupyioag aomidacg/amoduync embéocswv
XpnoLpomotntnke apxLka to yeyovog OnPressed To omolo evepyormoleitatl
OTO GUVEXOMEVO TIATN O TOU KOUUTTLOU Ao Tov xprnoth. Emetta
xpnolpomotndnke n cuvaptnon Get All Actors of class pe tnv onola
UTTOPOU UE VO TIAPOUE YEYOVOTA, CUVAPTHOELG KOl LETAPANTEC Ao Eval
AaAAo blueprint. Metd KAVouLE €va EAEYXO OV O XPOTNG XPNOLUOTIOLEL TO
ST\ omaBi. Av dev To XpnOLUOTIOLEL EvEpyoTIOLELTAL N AELTOUpPYLO
aornidag.

<> OnPressed (SwitchButton2) [ Get All Actors Of Class

Entiong dnuioupyoupe €va yeyovog OnReleased to omolo evepyormoleitat
OTAV 0 XPNOTNG OTAHATAOEL VO TTATAEL TO KOUMTTL AELToUpyiag aomidag.
EMeLlta KAVOUUE €vav EAEYX0 AV O XPrOTNG XPNOLUOTIOLEL TNV aoTtida Kat
av Sev xpnolpomnolel to SUTAO omnabi. TEAOG, amevepyomoleital n
Aewtoupyia aomidag.
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© OnReleased (SwitchButton2) / Get All Actors Of Class £ Branch

»P-» True \ & Shield Mode Off
4

Target

= - Add pin +
Target Is Blocking

Target GS Mode

Ma tnv anoduyn enbécewv xpnolpomnotndnke éva yeyovog OnClicked.
Emelta mpaypatonoleital évag EAEYX0G av 0 XpHoTnG XPNOLUOTIOLEL TO
HovO omaBi. Av To XpnOLUOTIOLEL evepyoTOLELTaL N armtoduyr ETUBECEWV.

€ OnClicked (SwitchButton2) | Get All Actors Of Class C Branch ) Dodge Mode

»P—» » lll“.\.

ondition  False

Ma tnv aAAayn Twv EIKOVWY KAatd TNV aAAayr OTAWYV MIPETEL EVTOC TOU
warrior_blueprint oto t€Ao¢ Tou yeyovotog switch_modes va
TPooTeEOOUV oL TAPAKATW AAAAYEG :

| Set Opacity

J Get All Widgets Of Class
SET

P —
Switch Mode (A Widget Class Found Widgets oSS Target 2H Image

Target Shield

J Set Opacity

Target 2H Image

Target Shield
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Me T aAayEG auTtéG aAAAlou e TNV SladAaveLd TWV ELKOVWV avaAoya
LLE TTOLOL OTTAQL XPNOLUOTIOLOUE. TO QIMOTEAECHO ELVOL OL TTOPAKATW
ELKOVEC.

Ma tnv aAAayn TwV EIKOVWVY Katd tnv avanAnpwon {wng MPEMEL eVTOG
Tou warrior_blueprint oto t€\o¢ tou yeyovotog Heal Mode va
POooTeOOUV oL TTAPAKATW OAAAYEC.

e Otav &ekvnoet n Asttoupyia tng avamAnpwong {wng :

| Retriggerable Delay ° / Get All Widgets Of Class
> omplered B = B

sration [3 Widget Class Target Skill Active (0)
 In Opacity [

Target
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4.5 KOpro Mevou, 000vn Doptwong & lNevikég Pubpioelg
ApXLKA Ba SnULOUPYNCOUKE TNV apXLkr) 080vn tou BAEMEL 0 XprioTNG Kot
EMeLta tnv 00ovn poptwong. Apxtkd dnuoupyol e Suo widget
blueprint. To mpwto widget blueprint ovoudletal LoadingScreen kat
TIEPLEXEL TNV 000VN doOpTWwOnNG Kal to Sevtepo ovopaletal Main_Menu
KOLL TLEPLEXEL TO KEVTPLKO pevol. 2to blueprint LoadingScreen
TomoBeToU e anAwg éva Image widget, To omolo epLEXEL TNV EKOVA
Tiou B€Aou e va epdaviletal omote doptwvel To maLyvidL. Eneta
pHeyaAlwvoupe to widget yla va kaAumtel oAokAnpn tnv 06ovn. To
OUYKEKPLUEVO Blueprint dev Ba mepLéxel AettoupylkotnTo EPOcOV
B€Aoupe amAad va epdaviletol Katd TNV ¢OpTWaon KATOLoU EMUTESOU.

. -

H Zxediaon tng odovng woptwong.

‘Emewta oto Main_Menu Blueprint Snuloupyoupue dUo widget koupmuwv
Kot éva Image widget. Enelta oto mapaBbupo Asntopepelwv aAAG{oUUE
KATIOLEG LOLOTNTEC TWV Widget TTou €XOUE TOTIOOETACEL OTIWG XPWHA,
HEYEBOC KL TO KE(UEVO TWV KOUMTILWYV. To KOUWTTL LE TO omoio Ba
Eekvael To mayvidl ovopdotnke StartGame_Button kal To KOUpTtL LE TO
omoio Ba kAeivel To malyvidL ovopdotnke Exit_Button.
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Edooov ohokAnpwOnKe To oXeSLAOTIKO KOUUATL TIPETEL VAL TTPOOTEDEL N
avaAoyn AeLtoupylkotnTo oTa U0 KOUUTLA. NTUPVWVTOC 0TNV KOPTEAQ
Graph dnuioupyoupe duo yeyovota OnClicked yia to kaBe kouprnd.
Emetta yia 1o koupni Exit_Button kaAoUue tn cuvdptnon Quit Game, n
orola KAELVEL QUTOMATA TO TTALXVIOL.

&> onClicked (Exit_Button) [ Quit Game
» — D

Specific Flayer

Quit Preference
Quit
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Ma to kouprti StartGame_button KaAoUHE TIC TOPAKATW CUVAPTAOELC OL
omnoleg kaBe popa mou KaAouvTtal KAvouv ta £€N¢ e SLadoXLKN OELpa,
dnuoupyouv ta widget tng 08ovng poptwaong, Ta MPocBETOUV OTO
rayvidt, poptwvel to emninmedo Castle mou eivat o e€wtepLkdg XAPTNG TOU
Kaotpou, emAEyeL Ta widget tng KUplag 0Bovng, adalpei Ta widget Tng
KUpLag 00ovng, emAéyel ta widget tng 086vng poptwong kat TEAOG
adatpel ta widget tng 066vng poptwongc.

) (FadtoViewport =

> OnClicked (StartGame_Button) @8 Create Loading Screen Widget

»—>» Lo L 7
Class Return Value Target
o v

Owning Player

[ Delay e

» Completed [
© Duration |ﬁ‘ :

: ~F Open Level
»

» Level Nam

B Exec

Aray

Completed [ 7

Ll L L i) _f Remove from Parent
: [ Get all Widgets of Class = Target is Wi
» = b
Widg

W 5§ Found Widgets Target

Emnetta SnuloupyoU e €va Kevo emninedo pe ovopa EmptyMap, mou Ba
glval o apxLkOg xaptnG Tou Talxvidlou Kal o€ auTto Ba UTIAPXEL TO apXLKO
pHevou. Metad dnpioupyoupe eva véo L8k blueprint kAdong HUD to
oroio Ba dnpoupyel To apxLko pevou KABs dopd ou GOPTWVETAL O
adeLog xaptng.

© Event BeginPlay B8 Create Main Menu Widget

Owning Player
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To povo mou £peLve sival va aANaou e otig puBuioelg tng Unreal ko
oTLG puBuioelg Tou xaptn Castle ti¢ Baoikeg KAAOELS TToU Bat
XPNOLUOTIOLOUV.

EmptyMap

EmptyMap

I « © +

[ « o +
o ——— PR
T « o +
T « o +
EETETTI « o +
T « o +

Fevikéc puduioeig tng Unreal

4 Game Mode

OAeg oL KAAOELG TTANV TNG
GameMode Override = D40

Warrior_Blueprint ivat ot
PRESIF I  TTPOKOBOPLOUEVEC KAAOELG TLG
b BN Unreal kot xpnotwpomnowidnkav

Sl Pavercontolier > RBERE 5471 £x0UV XpnoLpoToLn Ol
TS « o +
O « o +
IR « o +

evtog tou Warrior_Blueprint.

Ot puBuioceic tou Emunébdou Castle

Ytn ouvexela dnuoupyrndnke to blueprint to omoio Oa eivat untevBuvo
yla tn petadopd Tou maixtn ano 1o eEWTEPLKO OTO ECWTEPLKO TOU
KAOTPOU. ITNV KapTtéAa viewport tou véou blueprint mpooBétoupe
amAwW¢ €va KouTi To omolo dev elval opato oto xpnotn. Emetta oto
ypado yeyovotwyv KaloU e Ta yeyovota ActorbeginOverlap kat
ActorEndOverlap. Me To TpwTO YEYOVOC OTAV O TIOLXTNG LG ELCEPYETOL
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OTO KOUTL Ba evepyoroleital OoLo KOU Tl EL6O6d0oU XPNOLLOTIOL)COUE
EVTOC TOU blueprint mapakauntovtag aAa blueprints mou
XPNOLUOTIOLOUV TLC 1OLEC EL00S0UC, EVW LE TO SEUTEPO YEYOVOC
anevepyornoleital n elocodoc. Enelta epdaviletal otnv 08o6vn éva
HUAVUHA OTL O TTAXTNG UIMOPEL VA ELOEADEL OTO ECWTEPLKO TOU KAGTPOU.

| Enable Input
< Event ActorBeginOverlap

Other Actor

Player Controller

f Get Player Controller Printic Log (0)

s Playerindex ‘o Return Value

Text Color i

'f Disable Input O Duraticn [3)
& Event ActorEndOverlap

4

Other Actor

ITn oUVEXELA XpnoLlpomolnBnke yla eilcodo¢ to armAd matnua otnv 08ovn
armo tov xpriotn. Enetta kaAoU e tnv 0066vn dpoptwong Kat GopTwVOUE
TO ECWTEPLKO TOU KAOTPoU. Metd EedopTwVoOUE Amd TN PVALN TO
EOWTEPLKO TOU KACTPOU.

0

8 InputTouch (B Create Loading Screen Widget f Delay e f Open Level f Unload Stream Level c J Get All Widgets Of Class = f Delay

Pressed p —— B » » Completed B — B =D Completed p —— B » »
Class Return Value 7 © Duration [0.7] O» Level Name [interior01 | > Level Widget Class Found Widgets ? © Duration [0:2]

v

Finger Index

fAddtoViewport =

" Remove from Parent

Target

v Target

Enopévwg tonoBetol e To blueprint evtog tou emunmédou Kal to
TIPOCOPHUOIOULE ETOL WOTE VA KAAUTITEL TO LEYOAUTEPO PEPOG TNG
TIOPTAC TIOU 0ONYEL OTO ECWTEPLKO TOU KAOTPOU.
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h

TEAOG, yla va EEKLVNOEL N AELTOUPYLKOTNTA TWV QVILTAAWY TIPETEL O
kaBe Trigger Box mou PBpioketat Alya pEtpa mpLv and kabes avtinalo va
TIPooB£00oUUE AsLTOUPYIKOTNTA. Avolyoupe To Level Blueprint tou
£EWTEPLKOU TOU KAOTPOU, TO omoio Snuloupyeitol autopata ano thv
Unreal. Enelta yla k&Be Trigger Box XpnOLLOTOLOULE TO YEYOVOG
OnActorBeginOverlap to omoio evepyormoleitol 6tav 0 maixtng pog
€L0€NOeL oto Trigger Box. MeTA XpnNOLUOTIOLOUE TNV LOKPOEVTOAN
DoOnce €101 WOTE N AELTOUPYLKOTNTA TWV AVILTAAWY Va EEKLVAOEL LOVO
uLa popa. Emetta eAéyxoupe av o actor mou €lonABe oto Trigger box
glval o maixtng pag. TEAog, KaAoUHE To yeyovog Initialize yia va
gvepyornolnBet o avtimalog. H mapanavw Stadikaoia sivat idla yia
OAOUC TOUC aVTUTAAOUG.

s S —
¢ OnActorBeginOverlap (Trigger_Boss_01) — DoOnce

——
{C Branch
D True p ——— P
Condition False

» — Completed p —___
Overlapped Actor [ Reset

Other Actor Start Closed D

= _1_
[ Get Player Character § Boss_01_BluePrint

Player index [0]  Retum Value
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Ooov adopa 1o HUD twv avtumdAwv Snuloupyou e Eva KovoUupyLo
Widget blueprint yia kaBe avtinado. Eneita tonobetoU e €va progress
bar kaL to mpoocapuoloupe avaloya O0To TAVW UEPOC TNG 08ovNG.

Ganfaul

Emetwta oto ypado tou blueprint Snuioupyolue pLla cuvaptnon, n omoia
Ba urtoAoyileL To TOCOOTO TNG UMApPaG. Eviog tng cuvaptnong yla va
XPNOLUOTIOL 00U E HETAPANTEG Kal yeyovota arod to blueprint evog
QVTUTAAOU TIPETEL VAL XPNOLUOTIOLICoOUE o emavailnyn ForEachloop.
2tn ouvexela Stapoupe T {wn TOU AVTUTAAOU LE TNV OPXLKH TNG TLUA
Kol O€toupe To anotéAeopa o€ pLa vea petaBAnti Boss HP. Emetta
erotpEdou e tn petaPAntn Boss Hp.

8 Get Percent 0 | Get All Actors Of Class ) ForEachLoop +» Cast To Boss_01_BluePrint Return Node

-
! v -
»—» ! e == o vl ) = >

Out Acto Object ¢ > D o

Actor Class

Return Value
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4.6 Aertovpyikatnta TeAwkng 00o6vng

Ma tnv teAkn 000vn dnuloupyou e Eva kawvoupylo Widget Blueprint pe
ovopa EndMenu. Ztn cuvéxela npooBEtoupe éva border widget kat to
TPOCOPUOIOUPE va KAAUTITEL OAN TNV 0006vn. Enelta npooBETovpe Eva
text box, pa pmapa kKot SU0 KOUMUTILA KOL TO TIPOCOPHOIOULE OTWG
BEAoupe. H telikn StappuBuion dpaivetal otn mopakATw ELKOVAL.

DEFAULT

*

ITn cuvéxela SNULOUPYOUE oL cuvaptnaon, n omoia Ba ivat urtevBuvn
yla TOV UTIOAOYLOMO TOU score. ApXLKA OnULOUPYOUHE Mol METOPBANTN
Score kal T Mndeviloupe. Emelta BéAloupe ywo kaBe avtimoaAo va
eAéyxoupue av n petaBAntn nou Bpioketat oto Userlnstance eivatl aAndng
N Peudne. Av eivatl aAnbng mpooBEToupe pLa povada oto score aAALWE
av eival Peudng ouvexiloupe oToV EAEYXO YLOL TOV EMOUEVO OVTLTAAO.

= Score Binding

»» Cast To Userinstance C Branch
True P ——pP
_— rem—— ———— | Bogs 03 check
Condition ~ False ® score s oy » 8933 03 siigci
.|

_,—@ Score
Condition  False »+ Cast To Userinstanc:
“f Get Game instance

turn Valu —
feim yalue Target  Boss 01 Dead

_ —
Score @ — @ ®o Jf Get Game Instance Target Boss 02 Dead
Sl Return Value

Score @ =" [ 3 3 f Get Game Instance

Return Value

O [1] "agdpin +
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TéAog, SlalpoUpe TOo score Pe TO 5 SLOTL oL pmapeg Asttoupyolv HE
TooooTo et tig 100.

-

< Branch
B True B @ Score

8 Return Node
»
@ Retum Value

Condition False

" Get Game Instance

Returm Value Target Boss 05 Dead

Score @ ( 2 e

Add pin 4

Emnewta yia va aAAdfoupe To Keipevo tou Text Box mou mpooBécape
QVAAOYQ UE TO QTOTEAECHA SNULOUPYOUHE ML OUVAPTNON HECA OTNV
orola dnuoupyoUl e pLa petaBAnth Result kat Tnv eMOTpEDOULE.

== Get Text 0 ¥ Return Node

@ Return Value

Ertiong yia va aAAd&oupe to xpwpa tou border akoAouBoupe tnv idla
Sdtadikaotia.

8 Get End Game Background Content Color and Opacity 0
B Return Node

»
S

~ Return Value
End Game BG

Jtnv ouvéxela petaPaivoupe oto ypdado tou EndMenu yia va
TPOCOECOUUE AELTOUPYLKOTNTO OTA KOUUTILA TTOU TtpooBEcape. Ma to
Kouurni Retry kaAoUpe €va yeyovog mou Ba SnloupyrooUUE EVTOC TOU
warrior_blueprint.

Lo TO KOUUTIL TTOU ETILOTPEDEL TO XPHOTN OTO APXLKO LEVOU TO HOVO TIOU
XPELALETAL VO KAVOULE €lval va GOPTWOOUE TOV KEVO XAPTN TIOU
TLEPLEXEL TO OPXLKO HEVOU.
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& OnClicked (Retry_Button) | Get All Actors Of Class
»P— >

Out Actors

& OnClicked (Button_63) | f Open Level

Enopévwg petaBaivoupe oto warrior_blueprint kat dnuioupyoupe to
yeyovog Retry. Enelta mpémnel va StakoPoupe tnv mavon tou maxvidiou
Tou oupPaivel Otav o Talytng VIKACEL 11 XAOEL TO Talvidl. Meta
emAéyoupe Kkalt PByaloupe 10 EndMenu amd tnv oBovn. TEAoC,

doptwvou e to eninedo Castle.

..}
| Set Game Paused | Get All Widgets Of Class - / Open Level

»-» | S P — >
Paused D Return Value Widge Found Widgets » Level Name [ Castle

v

Top Level Only ()

Emewta evtog tou Warrior_Blueprint 6tav o maixtng pag nttndel
TIPOAYHLLOTOTIOLOUHE TIG aVAAOYEG OAAAYEG OTO TEALKO pevou. Omote oto
TEAOC TOU YypadAUATOC TIOU O TTOUXTNG HOG OEXETAL {NULA TIPEMEL va
aAld€oupe to Keipevo tou Text box amo “Default” oe “Defeat”. Enetta
oA\dlovpe TO XpwWHO TOU border oe KOKKIVO Kol TPOOBETOUUE TO

EndMenu otnv 0086vn.

SET

P S S S S S S S S S S— »

| Set Game Paused = Create End Menu Widget Target End Game BG 1)
. ; J Add to Viewport

» Ll Target

Paused 9 Return Value Class End M Return Value » o

Owning Player Target
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Edooov 0 Hovog TPOMOG yla Vo TIPAYLOTOTIOLNOEL EMITUXWCE TO TtalyVvidt
glval va nttnBel o teAevtaiog avtimaAog npeneL oTo ypadnua mou
Séxetat InpLa o TeEAEUTALOG AVTLTAAOG VA TTPOYLOTOTIOLIOOU UE TLG
avaAoyeg aAAayECG 0TO TEALKO PeVOU. ApXIKA KAAOUE Kal
EVEPYOTIOLOVUE TN cuvaptnon Set Game Paused yla va maywoel TEAELWG
To maxvidL. Emetta aAAdlou e to Keipevo tou Text box amnd “Default” oe
“Victory”. Enetta aAAAloupe To Xpwpa tou border og pmAe kat

npooBEtoupe to EndMenu otnv 086vn.

-
> [ Set Game Paused ¥ Create End Menu Widget End Game B .
\ » .
| | R f Add to Viewport =

Target

Paused 3 Retum Value
»
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Kepalaio 5

Anodoon, Emekraoipornra &
EmiAoyog

5.1 PuBpioeig Amodoong

Onwg €xeL N6n avadepbel ta matyvidia mou eivat ptiaypéva pe Unreal
Engine Adyw twv MoAU KaAwv ypadikwv eivat ToAU Bapld yLa Tig
TIEPLOOOTEPEG OUOKEVEC Android. e autrv tnv evotnta Ba e€eTdooUE
TEXVIKEC, OL omoleg KaAutepeUouV TNV anodoaon Tou moaxvidioL n
LELWVOUV TNV MOLOTNTA TWV YPAPLKWV.

Onwc avadepape otnv evotnta 2.1 ta static meshes eival moAvywvika
TMAEypata 3d avTKelPEVWY. AUTO onpaivel OTL oL TTAEUPEG eVO¢ static
mesh amoteAolvtal ano Tplywva, TETPATTAEUPA 1] KUPTA TTIOAUYWVAL.
Avaloya pe o mooa ToAUywva €XEL KAOe MAgupA evog static mesh
yilvetal 6Ao kat 1o SUCKOAO N avamapAcTach TOU OO LA CUGKEUN
android. Omote mpLv TNV eloaywyr] VoG TIOAUTIAOKOU YEWUETPLKA static
mesh €ylve pLa tpomornoinon tou os npoypaupa 3d modelling wote va
HUELWOEL 0 aplOUOC TWV TTOAUYWVWV TOU OVTLKELUEVOU.

Mo armo tng KAAUTEPEG TEXVLKEG yLla va Kepbioel amodoaon to maxvidt
HoG elval n amevepyomnoinon tou cuotipatog cuykpouong (collision)
armo OAa ta aviikeipeva ou dev épxovtal o€ emadn UE TOV Talytn Hag.
To cuoTtnua cUyKpouaong AelToupyet mapopoLa pe ta static meshes
adou vAomolel i6leg TEXVIKEG yLa TNV dntoupyia MOAUTIAOKWY
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OUOTNUATWV oUYKpouaong. OMOTE yla TOL TIEPLOCOTEPA AVTIKELUEVA TOU
TayvidLov ou €xouv cloTNUA cUYKPOoUONG XPnoLpomoL)onkav moAv
QTAQ YEWUETPLKA OXAHOTA.

Mo oo TLG TILO ATALTNTIKEG AstToupyleg TtnG Unreal eival n
avarmapaywyn cuCTNUATWY oWHATISLWV. AV KOl 0€ CUOKEVEC android Ta
OUOTN AT CWHATISlwV lval TTOAU TIEPLOPLOUEVO UTTOPOUV TTOPOAQL
QUTA TOL TIPOKAAECOUV UEYAAN ITTWoN otnv anodoaon. Onote oto maxvidt
g€xouv vAomolnBei Alya cuotpata cwpatidiwv ta onola €xouv amid

edE.
TENoG otV UTtO-evoTNTa 2.6.4 avadEpOnKe n xpnolpuotnta twv Device

Profiles. Mapakdtw givat ol puBuioelg mou xpnaotponolidnkayv yo tnv
KaAUTepN duvatr anddoon tou mayvidou :

e r.mobileContentScaleFactor = 0.25, Eival o cuvteAeotn ¢ KALpOKOG
yla Vol KALLOKWOOUHE TNV avaAuon tou matxvidlol wote va
Tatplalel KOAUTEPO OTNV AVAAUGCH KLvnToU.

e r.BloomQuality = 0, To bloom xpnolpomnoteital kupiwg o
UTTOAOYLOTEG yLa va TIPooBETEL pEOALOUO 0TO WTLOUO. OpwG
elval OPKETA AIMALTNTIKO OTIOTE £XEL ATIEVEPYOTIOLNOEL.

e r.depthOfField = 0, Xpnotuomoleital yia vo BeEATLWOEL TNV
TIoLOTNTA YPAPLKWY AVTLKELLEVWV TtoU Bpilokovtal oto BaBog evog
erunédou. Exel amevepyomnolnBel emeldn) eivat amattntiko amno 1o
cuoTnua.

e r.LightShaftQuality = 0, Xpnolpomnoteitat amno directional lights yla
va dnuloupynoet atpoodalplkeg oKLEG. EXEL amevepyomolnBet
eneldn elval AKPpWE ATTALTNTIKO Ao To cUOTNHA.

e r.refractionQuality = 0, Xpnowpomnotettat yia tn dtdBAacn otav 1o
dwe Epxetal o€ emadn pe eMPAVELEG, OTIWC VEPO Kal ypaoidt. Exel
arnevepyornolnOet emeldn elval AKPWE ATALTNTIKO MO TO CUOTN U

e r.shadowQuality = 1, Elval n mowotnta ypadikwy Twv oklwv. Exet
pPUBULOTEL yLa HETPLA YpaDLKA.
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e r.materialQualitylevel =0, Eivat n moltdtnta ypadlkwv Twy
materials. Exel puButotel yla xapunAd ypadika.

5.2 Enektaolpotnta

To mawvidiL mou dnuoupynBnke pnopel va ivat amAo kot cUVIOuO,
OAAQ €lval £TOL KOTOLOKEUQOUEVO TIOU UTTOPEL va emekTaBEel TTOAU
gUKoAa. H mpooBnikn vEwv AELTOUPYLWYV OTOV Ttaixtn Hag, Omwg
KOLVOUPYLEG EMLOEDELG, UmOpOUV va TpooteBolv oTig &N UTIAPXOUOEC
UE peyaAn eukoAia. Emiong umopouv va npooteBouv kawvoupyLol xBpot
ue Baon toug dnuoupynuévoug. Emiong to mayvidt pmopet va
BeAtwOel dnuiovpywvtag eplocotepa emninmeda Pe HEYOAUTEPEG
TIPOKANOELG yla ToV Xprotn. EmumpooBeta, Ba pnopolvoav va
npooteBoUuV enineda 0TO MAlXTN HOG KOL OTOUC QVILTAAOUG HUE EVal
cuoTnUa experience yla va aveBaivel o maixtng pag eninedo.

Akopoa Ba prmopouvoes va mpooteBel SLAAoyocg Kol Eva cUoTNHO
QTOOTOAWV HE ETIAOYEG Kal avtapolBEg, Omwc ocuvnBiletal o mapopola
mayvidia.

TEAOC, oOAOKANPN N UAoTtoiNOoN TNEC AELTOUPYLKOTNTOG TOU TtaLxvidlol Ba
purmopouoe va petatpaneil oe C++ £€T0L WOTE TO TALXVISL va EXEL TNV
BéAtiotn anodoon.

5.3 Enidoyog

MapoAo ou n epyacia €édtace oto TEAOC TNG UTIAPXOUV OKEPELG yLa TNV
pueAAovtikn dnuloupyia evog mapopolou maxvidiol. H dtadikaoia
KOTOLOKEUNE €VOC TtaiXVISLoL eival apketd dtaokedaotiki aAAd Kal
oUYXPOVWE TTOAU XpovoBopa. MapoAa autd péoa os €va TTOAU cUVTOUO
XPOVIKO S1AoTnUa XWPLG TIPONYOULEVN YVWON OTOV TOUEN KATOLOKEUNG
TayviSLwy dnuovupynoa €vo OAOKANPWHEVO TPLOSLAOTATO TtaLyVidL
XPNOLLOTIOLWVTOG Ta (61a AOYLOMLKA LE AUTA TTOU XPNOLUOTIOLOUV OL
HEYaAUTEPEC eTALPELEG OTOV KOOMO. Av Kal Sev €XEL TIG 1Oleg SuvaTOTNTEC
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He Ta oy vidia tng emoxng mA€ov E€pw TL XpeLAleTaL yla va YIVEL pLa
TETOLO KATOOKEUH.
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Eloaywyn otnv C++
C++ MPOYPAUUATIONOG
Texvnt) Nonpoouvn — Mua 20yxpovn
TIPOOEYYLON
Learning C++ by Creating Games with UE4

Learning Unreal Engine Android Game
Development

Master the Art of Unreal Engine 4 -
Blueprints
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Adobe Photoshop CC Brjpa npog Brijpa

Xpnowa Eyypada tng Unreal Engine 4
Mnxavn movidlov (Game engine)
Bikutaidela tng Unity
Eyxelpidio Construct 2
Xpnowa Eyypada tng Godot

Action - Adventure

MNawvidla tpitov mpoowmou

HAektpoviko katdotnua t¢ Unreal

Xprnowa Eyypada - Blender

Xpnowa Eyypada - 3ds Max

Kapteolavo cUOTNUA CUVTETAYUEVWV
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