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Abstract

In the context of the thesis, a game will be developed in Unreal Engine 4, which will
include a big level, there will be towers (outposts) scattered on the map and each tower will
possess different enemies. The player will be able to choose freely in which order he wants to
conquer the towers. The goal is to defeat the enemy of the last tower, in order to beat the
game. The character, which the player will control, will level up based on the towers which he
conquered, in order to reach the power of the enemies of the next towers.



Xovoyn

210 TAiG10 TNG TTVYLOKNG epyaciag, Ba avamntuydei éva maryvidr oty Unreal Engine
4, t0 omoio Qo meprapPdver €va peydAo emimedo, Oa vmapyovv mopyor (QUAGKLC)
OKOPTIOUEVOL GTO YGpTN Kol KéBe THpyog Ba Exel dlapopeTikovg avtimdiovs. O maiktng Oa
umopel va emAégel eAedBepa pe ol oelpd BELEL VO KATAKTGEL TOVG TOPYOLS. XTOYOG Elvarl
VO VIKNGEL TOV avTImOAO TOL TEAELTOIOL TVPYOVL, DOGTE Vo OAokANpmOel 10 maryviol. O
yopoaktpag, mov Ba xepileton o maiktng, o avePaivel eminedo pe Paon tovg THPYOLS TOL
£XEL KATAKTNOEL £TOL DOTE VO PTAGEL GE SVVAUN TOVG AVTIUTAAOVS TOV EMOUEVMV TOPYW®V.
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1. Evcayoym
1.1. Hepinyn

Y& ovtn T wTuyokn Bo aoyoinbodue pe v dnuovpyio vog maryvidiov otnv Unreal
Engine 4. ®o doldue TV KATAGKEVT TOV XOPOKTNPQ, TOV animations Kot TV oVTIKEIWEV®DV,
7oL o ypNooTOMO0VV WG OTAN KOl TOVOTAL Y10 TOV XOPAKTHP 1] ™G KTIPLOL Y10 TO EMITESO
oV moyvidwov. Emiong, Ba dodpe mwg gTidyveTol £va enimedo Kot mwS mTPOoypappatiCeTon 10
oLy ViotL.

O AovBpng I'pnydplog (AM: 3252) amacyorOnKe pe T0 TPOYPOUUOTIOUO TOV TTOLYVIOOV
omv Unreal Engine 4 o¢ Blueprints (Kepdhiato 3.3.2.) kot t0 oxed106UO TOV HOVTELOVL Ko
TOV 6KeEAETOV TOL Yapaktipa oto MakeHuman (Kepdiawo 3.1).

O IIpoeotdoc Méprog (AM: 3258) amacyoAndnke pe tn Onpiovpyio oVTIKEWEVOV KoL
animations oto Blender (Kepdlato 3.2) kot ) dnuovpyio tov emmédov otnv Unreal Engine
4 (KepdAaro 3.3.1.).

1.2. Kivntpo ywo v AeCaymyn g Epyaociog - Xtoyor

Tnv woyokn ooty v emAésope yuori 0éhape va pdbovpe mowg @TIdYVOVTOL TO
Bwrteomayvidia, ta omoio etvar pio amd TG ayomnpEVeES Hog LopeEg dtaokedaonc. ‘Evag dArog
Adyoc Ntav va pdBovpe mOco €0KoAo 1 OUoKOAO givor KAmolog vo aocyoAnbel pe v
KATOOKELY] Pvteomayvioidyv, He tn ypnon ¢ texvoroyiag mov eivar owbéoyun onuepa.
Eniong, 0éhope vo ypnowomomoovue v Unreal Engine 4 ywoti elvar pio ko kot
EVOLIPEPOLGO UNYOVT] YO TNV KOTOGKELT TOLYVIOIOV KOl Yol VO XPNGULOTO|GOVUE TOL
Blueprints. Téhog, Oempnoape 6t owt M Trvytakn Oa eivon Egywpiot, og pia and T1c Aiyeg
nov ypnotpomotel v Unreal Engine 4, ywati péypt v 0AOKANP®ON GVTNG TG TTUYLOKNG,
VIaPYOVY TApa TOAD Alyeg mruylokég mov ypnowwomowovv tnv  Unreal Engine 4 1
TPONYOLUEVN TNG £KOOGT.

210 T€AOC avTNg NG TTuylakng Bélovpe va €yovpe €va mouyvidol mov pog Osiyver Tu
UTOPOVLE VO KAVOLUE, o€ apydplo emimedo, pe tnv Unreal Engine 4 kot va dovpe Tt
Aertovpyleg UTOPOVUE VO OMGOVUE GTO TOUYVIOl HOG. LKOMOG Hag €ivor 1 yoyoyoyio Kot M
Kivion Tov eVAQEPOVTOS TOV GLUVASEAP®V pag Yo, T xpnon g Unreal Engine 4 kot tov
Blueprints.

1.3. Aopn Epyaociog

[Ipdta B dovpe pior yevikn avdAvon TG MTLYOKNG, TOV TPOYPUUUATOV Kol TN pon
epyaciag pog. ‘Enetta, 6o dovue tv vAomoinon g epyaciog oe kdbe mpOypOLLO Kot TNV
avéivon g Télog, Bo dovue TO OMOTEAEGUOTA, TO GULUTEPAGUOTO KOl TG TOAVEG
mpochnkeg, mov Ba pmopovoav va yivouv pe BAcn TIC YVOGES TOV OmoKTHONKOY KOTA TN
OLIPKELNL TNG EPYACTOG GO TN XPTOT) TOV TPOYPOUUATMV.



2. MeBoooroyio Yromoinong

e autd to KeQAAao Bo avapepbovpe oTo TPOYPAUUOTO TOL B0 PN GILOTOCOVLE Y10
NV vAomoinomn ¢ wTvylakne. Ta mpoypappato mov Ba ¥PecTOOUE GE VTN TV TTVYLOKN
etvon to MakeHuman, Blender kot Unreal Engine 4.

To MakeHuman eivar éva dwpedv TpOYPOLLLO. OVOLYTOD KMOKO Y10, EDKOAO GYESAGUO
TPIOOIOTATOV HOVTEA®V He TN Hopon avOpomov. 'Eyxel oxediaotel and po Kowodtnto
TPOYPOUUOTIOTOV Kol oyxedlaotdv. To mpdypappo Aettovpyel TapoOUOlO PE TO GLCTHUOTO
OMUovpYiag YOPOKITNP®V TOL YPNOUOTOOVVTOL o0 TOAAG Totyvidww, Kot Oivouv 1n
SVVATOTNTO GTOVG TOUKTES VO QTIAEOVY TOVG YOPOKTNPES, TOL Ba YPNGLOTOCOVY GTO
oyvidl, pe Paon Tig dikéC Tovg mpoTunoels. Avtd kdvel to MakeHuman moAd €bkolo ot
xpron. o to MakeHuman 6o ypelaoctodpe to mhx2 plugin, yio va pmopécovue va
gwo@yovpe to yopaktpa pog oto Blender. @a to ypnoyonomoovpe Yo 10 GxedAGUO TOV
LLOVTEAOD KOl TOV GKEAETOV TOL YOPOUKTIPOL LLOG.

To Blender givot évo dwpedv mpoypopLo ovoryToh KMOTKO, Y10 TO GYESIAGHO LOVIEA®V KOl
™ omuovpyior animations. ‘Exer oyedwootel and tnv Blender Foundation. H ékdoon mov
ypnowonomOnke eivor 1 Blender 2.78c, pe eykateotmuéva ta Blender Tools amd to
MakeHuman, ywo vo. pmop£covpe vor 16Gyovpe to yopaktipa pog ard to MakeHuman. Ga
TO YPNOUOTOMGOVLE YIOL TO OYEOIGUO TOV AVTIKEIUEVOV oL B0 YPEIGTOVIE Yo TO
oy viol, dNAadn ta OTAM Kot TV TavomAio TV yopaktipov Kot to Ktiple. Emiong, Oa 1o
YPNOLOTOGOVLE Y10 TO GYEOLOCHO TV animations Tmv xopaKTHPV.

To Unreal Engine 4 givotl n o tpdo@atn Toryvidounyavy mov €el 6YEONOTEL 0o TV
Epic Games kat ypnolomoteitor yioo Ty KOTAoKELT kot Agttovpyio. Pvteomaryvidiov. H
ékdoon mov ypnowonombnke sivor n Unreal Engine 4.16.3. ®a ypnowonombel ywo to
OYEOGUO TOV EMMEOL TOVL TOALYVIOOV, YO TO GTHOLUO TOV YOPOKTHP®V KOl Yo TOV
Tpoypappoticpd tov mayvidtov. To Unreal Engine 4 emttpénet ) yprion C++ ko Blueprints
Yo TPOYPApUATIcHO. o ypnotporomoovpe to Blueprints mov eivor éva cvotua omtikng

GLYYPOPNS KOJIKA LLE TN ¥PNON KOUPOV Yo T dnpovpyia dtoypappdtmy.



3. Yhomoinon Itvpoxnc Epyaciog
3.1. MakeHuman

MakeHuman 1.1.0 - [Character.mhm]

- rf6 P e o0eoOMT

Help

Ewova 1: PvOpiceic Xapaktipa eto MakeHuman

H Ewova 1 deiyver 11 pubuicelg mov Ba ypnoomomBovv yio 10 poviého mov Oa
ypnowonomBel oto mayvidl. Ta sliders avtimpocwmedovv T TS TOV HETAPANTOV TOL
emmpealovv v popen tov povtélov. I'a mapdderypo, to mpwto slider exnpedler to VA0
tov yopoktpa, Pdlovtdg to Ol TO COUO TOL YOPOKTNPO £YEL HOVO  OVOPIKAL
YOPOUKTINPIOTIKE, VD oTo aplotepd Ba eixe povo Onivkd, ol evoldueseg Tipég dnuovpyovv
£V GOUO LE OAPOPETIKES AVOAOYIEG APTEVIKADV KOl ONAVKOV YOPOKTNPIGTIKMV.

MakeHuman 1.1.0 - [Character.mhm]*

Ewovo 2: Xkeretoc Xapaktipa oto MakeHuman



H Ewéva 2 delyvel v mpocOnkn okeAetoh 6T0 HOVTELD, Yol VO xpNoilpomoin el yio
To animations oe emduevo Prjuo oto Blender. Xto Pose/Animate Tab oto Rig presets
emléyoopue Game engine, ovt n emioyn divel éva Pacikd okedetd moOv pmopel va
ypnowonomBel ota animations oto Blender.

MakeHuman 1.1.0 - [Character.mhm]*

AL GOGAPONT 7
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Ewova 3: E€ayoyn Xapaktipa awd To MakeHuman

H Ewova 3 deiyvel v e&aywyn tov yapaktipo ord to MakeHuman. IMotodvrag to
kovuri Export (tpito xovumi omd to. apiotepd, oTNV TAVEO GPIGTEPY| YWVia, GTNV TPOT
ypouun) avoiyer to Export Tab kot emiéyovpe: oto Mesh Format v emiloyn MakeHuman
Exchange (mhx2), oto Options tv gmioyr; Feet on ground kot oto Scale units tnv emAoyn
meter. 'Encita ypdopovpe to dvopo tov apyeiov (Character) kot matdue Export (dimha amd o
filename, givat dopopeticd kovpni and to Export oty apyn). Téhog, oto Blender mpémet va
glodyovpe to povtéro mov e€ayape amd to MakeHuman, yia va yivelr avtd mpénet vo, KAvovpe
TIC EMAOYEG!

File — Import — MakeHuman (.mhx2) — em\éyovpe to apyeio (Character.mhx2) — Import
MHX2.



3.2. Blender
3.2.1. Anpovpyio AvTiKELpEVOVY

Ewova 5: Tprodrdotato Zynpa tov Blender

Me ) yprion tov create menu (Ewodva 4) éxovpe tn duvatdTnTo Vo YPNCULOTO|COVLE
évo omod To MOM £TOoO. TPLOOIACTOTO CYNUOTO TOL vIapyovv oto blender koi va to
TPOTOTOWCOVLE OTtMG epeic embupodue. Zmv Ewova 5 PAénovpe Evav amdd KOAVOpo, mov
ONUIOVPYNGALE, TAPOKAT® Bol SOVILE TMG UTOPOVLLE VO TPOTOTOGOVLE TO, ETOULOL GYT|LLOLTCL.



MNgon

Ewova 6: Zrovysio Zyfqpotos oto Blender

Ewoéva 7: Tpomomompévo Xypa oto Blender

[Ipwv tomoBetricovpEe TO AVTIKEIHEVO, £YOVUE TNV EMIAOYT VO TPOTOTON|GOVUE KOATOIES
TPOEMAEYUEVES TIUES TV TapapUeTpwv Tov (Ewova 6), 6mmg tov aptfud tmv Kopuemv Tov
Kot TNV aKtiva Tov, divovtag Tig emBuunTéS TIHéG Yo To oynua pog. Xtnv Ewova 7 BAEmovpe
€vav KOVO, AmOTEAOVUEVO OO 4 KOPVLOLS, £XOVTOG MG OMOTEAEGHO TO TEMKO OYfUa va glval
pio Topoapioa.



Ewoéva 8: PvOpicsig Zynpatog 6o Blender

2mv Ewova 8 gaiveton n KapTého OV HOG EMTPENEL VO EXNPEAGOLLLE TN BEoM, TNV
TEPIGTPOPT] KO TO HEYEDOG TOL AVTIKEEVOL G TTPog TovG X, Y, Z AEOVEC.

Intersect

Ewéva 9: Modifier eto Blender

Me 1t ypfion tov modifier (Ewodva 9), éxovpe tn duvatdTTO VO LETATOUGOVUE TO
OYMUO, CPUPMVTOS TOL Koppdtia pe ™ xpnon tov difference 1 mpocOétovtdg tov pe to
intersect a6 to Boolean modifier, divovtdg tov £tot v axpipn popen mov Blovue va. £xet.

Ewova 10: Tporomoinen Lyfparog pe Difference Boolean Modifier 6o Blender
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Me 1t xpnon €vog kOPov Kot vog avtypdaeov g mupapioag (Ewova 10), mov etid&ope
pe tig eviodég Ctrl+C won Ctrl+V, agaipéoope v Kopuen ¢ mopapidac Kot avoi&ape
KOVQOUO PLEGO, 6TV TTupapida pe  xpron tov difference amd to Boolean modifier (Ewova
11).

Ewova 11: Anotédeopa Tpomomoineng ynpatog pe Difference Boolean Modifier oto Blender

Ewoéva 12: Edit Mode oto Blender

Mo GAAN péBodOG Yo vo aALAEOVLLE TN LOPEON EVOG OVTIKELEVOL EIVOL LLE TN XPNOT| TOL
Edit Mode. To onoio pog enttpénel va ennpedoovpe pio-pio T AKPeg EVOG AVTIKEWEVOD 1 LE
10 matnua tov Shift+ emAéyovue molaniég dxpec (Ewdva 12).



Set Origin

Ewoéva 13: Tools Menu oto Blender

Me m ypnon tov mopamdveo peBOd®V OTIYVOLUE TO TOPATAVED GYNUATO KOl TO
OLOBOTOLOVLE, YPNOOTOIOVTAS TV €mAoyT| Join amd ta Tools (Ewodva 13), ta evidvovue
Ko o opadomotovpe (Ewcova 14).

Ewova 14: yqpate Evopéva kon Opadomompéve oto Blender



Volume

Lambert

CookTorr

Ewova 15: Xpopotiopog Material tov Avrikeipnévov eto Blender

Ta avtikeipeva mov emAiéEope yio opodomoinomn eivar avtd mov Ba Egovv to 1010
YPOUA, Yio Vo, unv ta ypopotifovpe Eexmpiotd to kabéva. 'ETot apob o opadomocovpe, o
ypopoatiCovue oav opdda (Ewodva 15), adrdalovtag to ypdua tovg ot Koptélo Material
(Ewova 16).

Ewova 16: Xpopotiopéva Avrikeipeva oto Blender

Téhog, Yy Vo ONUIOVPYNCOVLUE €VO  OAOKANPOUEVO OVTIKEIHEVO, TPEMEL VOl
OLLOOOTOMGOVE OAOL T AVTIKEIEVA TOV TO amoteloVV. Etot ta emdéyovpe 0lo pall o o
opdda kot pe T xpHon g emthoyng Join and to Tools, dnuiovpyodue to TEMKO avVTIKEIPEVO
pog (Ewodva 17). ‘Eva avtikeipevo pmopei vo amotedeitar and moAAG amld avTikeipeva,
TOALG oOvOeTa avTikeipeva, mov dnpovpyninkav to kabéva e opadomoinom, 1 awd TOAAL
amAG Kot GOVOETA OVTIKEIEV AL

10



Ewova 17: Tehké Avriksipevo 6to Blender

3.2.2. Animations

o va @uidovue éva animation xkdévouvpe import To yopoKTHPO KOl TO KOUUATLO
eEomiopoy mov yperdleror va €xel mhveo tov. Ta aviikeipevo, yioo Adyovg evkorog
eTidymKay og Eexmplotd apyeio, yoo avtd T0 AOY0 TPEMEL va To. Kavovpe import omd ta
avticTouyo apyeio. 6To apyEl0 TOL YOPAKTNPO LaS, 60V Kot Oa kdvoupe Ta animations.

Ewova 18: Emloyn Bone oto Blender
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Ewoéva 19: Emhoyi) Zkehetod oto Blender

Me d8e&i kKhk pmopovpe va emré&ovpe éva bone (Ewodva 18), evéd pe Shift + Ae&i Kk
umopovue vo emiéEovpe molhandd bones. Exmiong, emiéyovtac pe Agl Kk éva bone kot
peTd matmvTog 2 opég 10 A pumopovpe va emaégovpe 6Ao0 to okehetd (Ewova 19).

. O
* *
* *
* *
* *
* *
* *
* *
* +*
* *
* *
* +*
* *
* *
* +*
* *

® Action Editor 5 vg . Nearest Frame

Ewova 20: Dope Sheet 6to Blender

Ymv Ewova 20 mopotnpodue KAt® opliotepd, MOV €ivol HOPKAPIGUEVO HE VOV
KOKKIVO KOKAO, Ot £povpe emré€el T Dope Sheet mapovoiaon tov Timeline, étol dote va
eTIaEOVLE TO animation.

Yty mepoyn tov Timeline, mov givon popkapiopévn e pmke ko ovopdletor Dope
Sheet Summary, mopoatnpodue GAompPovg KOKAOVG, Ol 0mOiol HaG deiyvouy Ta SLOPOPETIKG,
frames mov tomoBetovpe oto Timeline kdbe @opd mov Oélovue va kdvovue orhoyr ot
GTACT TOL GAOUATOG TOV YOPAKTHPa oL @Tudyvovue. [latdvtag mdve tovg pe Asggi K
pmopovue vo to emAéEovpe va ) @opd, | pue Shift + Ag&i Kk pmopovue vo emhé€ovpe
moAamAd Ko va ta cvpovpe oto Timeline. Mg to Ctrl+C pmopodue va ta aviypdyovpe ko
ue to Ctrl+V va ta tvndoovpe og dAAn 0éon oto Timeline.

12



Orav enexteivovpe to Dope Sheet Summary umopovue vo dovpe To Sthpopa LEPT TOV
OKELETOV TOV YopakTNpo Kot o€ ola frames tov animation éyovv yiver aldayég TOvV® TOLC.
O1 toptokari ypappég deiyvouv ta frames mpwv kot petd amd avtd mov Eyovue emiééel. Evo
0 MPACIVOG KEPGOPOG Wog deiyvel molo givar to mapdv frame oto omoio Oa Eexwvnoetl to
animation.

Ewéva 21: Emhoyn Animation eto Blender

Amo Vv mepoyn, mov eivor papkapiopévn pe xitpwvo (Ewodva 20), pumopovue vo
eoptooovpe animations (Ewova 21). Exiong, uropodpe vo ta amodnkedoovpe divoviog Evo
ovopa Kot Ttatdvtog to + kovuni (Ewova 21).

|2 v % [0 ) R )

Ewéva 22: Timeline oto Blender

Ymv Ewova 22, 1o onpeio mov givol popKapiopéVo He To KOKKIVo KOKAO, gival yio va
pvOuiCovue tov Editor va givar oto Timeline, to omoio pag emttpémel va eréyEovpe, av to
animation mwov @tudape @aivetor Omwg OEhovpe, KaTd TNV EKTEAEON TOL O©E OlAPKELN
ovykekpluévov frames mov gueig emAéyovpe. Xto onueio Tov givol HOPKAPIGUEVO LE TO UTAE
KOKAo, eaivetar to Timeline tov animation, evd ot kitpveg ypoppég deiyvoov to. frames tov
animation, n mpdaown ypauur deiyvel to mapdv frame mov mpoPdrietor kot to ykplwnd
@ovTo deiyvel T ddpkela o€ frames Tov animation. Xto onpeio mov gival LOPKAPIGUEVO LE TO
Kitptvo KOKAO, pmopovpe vo emiééovpe oo Ha elval to apyikd Kot oo Ba givarl To TEAMKO
frame mov 6élovue vo. ektedeotel. Evd oto onueio mov gival papKapiopévo Ue Tov mpactvo
KOKAO, Elval TOL KOOUTIG TTOV oG EMLTPETOVY Va xElptotovpe To Timeline, ot duvatdtnteg TV
kovumdv givon play, go to first frame ko go to last frame.

13



Ewoéva 23: Transform PvBpiceig 6o Blender

Me ) ypfion ToVv emAoy®V Tov pog divel To Transform éyovpe pe ™ dvvatdtnta va,
LETATOTIGOVLE, VO TEPIOTPEYOLE, 1| VO 0AAGEOLE TO HEYEDOG EVOG OVTIKEIEVOL G TTPOG
toug dEoveg X, Y, Z (Ewdva 23).

Ewova 25 Frame oto Blender

14



BAénovpe amd t1g Ewdveg 24 won 25, 600 frames and to walking animation 6mov
AP CLOTOUCOUE VIO VO OVTICTPEYOVLE TIC CLVIETAYUEVEG KAOE GKPOL GTO OKEAETO TV
oSV pe ™ ypnom tov Transform dote va metdyovpe to avtibeto fnuaticuo.

3.3. Unreal Engine 4

"o va ovveyioovpe oty Unreal Engine 4 npénet mpdta vo aAddEovpe Kamoleg puOuicelg
oto Blender. Ot pvbpiceic eivor oty Ewkova 26 napakdtm.

Mone Irmperial

Radians

Ewéva 26: T'evikég PvOpiceaig EEaymyig ané To Blender

Topa npénet vo. eEdyovpe To avtikeipevo (weapons, armors, buildings), toa animations
Kot To yapoktipa pe tov okedetd wg fhx apyeia. Otav e€dyovue aviikeipeva npémel va ta
emé€ovpe Ko va e&dyovpe éva T @opd. o Ta. animations Kot o yopakTpo e TO OKEAETO
TPEMEL VoL EMAEEOVLE OANL TOL KOKKOAO, ETAEYOVTOS VAl amd ToL KOKKOAQ Kol TATOVTOG A 000

15



Qopég ta emAéyovpe Oha, kat petd ta e&dyovpe. Ta animations, mpw e&oyBovv, ypetaletal va
Barovpe ta cwotd Start ko End Frames oto Timeline, ywa vo e€oyfodv oAdKANpa, oAAidg
koPovton frames kotd v e€aymyn tovc. Ot puBuicels yia v e&aymyn glvorl TopakdTm, 6Tig
Ewoveg 27, 28, 29 (ywo ovtikeipeva, xopaktipo pe okeAeTd Ko animations, avrtiotorya).

Operator Presets v Operat

Main
Apply Modifiers
Mormals Only

Z Forward

¥ Up = Tangent Space

Auto

Off

7.4 binary

Armatures Animation

Mormals Only

Tangent Space

Auto

Off

Operator Presets

by Modifiers
Mormals Only
Z Forward

YUp

Auto

Off

Operator Preset:

Main  Geometrie Animation

Operato

Main

Key All Bong:
MLA Strif
All Action

Force Start/End Keying

Operator Prese
FBX 7.4 binary

Main  Geometrie Armatures

Ewova 29: PvBpicsig EEaywyng Animations azé to Blender

Avoiyovtag 1o mpoypappa, emiéyooue New Project — Blueprint — Third Person,
ypaoovpe to 6voua tov Project kot motaue Create Project. ‘Encita giodyovpie to avtikeipeva,
TO YOPOKTNPO LE TO OKEAETO KoL Ta. animations, motdvtag to Kovuni Import kot emAéyovpe



éva mpog éva ta apyeio fox mov e€dyape and to Blender, agov Bdiovue Tig KaTdAANAES
pvOuicelg 6mov ypetdlovrar matdue Import All | Import, ywo vo elodyovpe ta apyeio kot vo
oAOKANpwOEL 1 dradikacio. Adym 6t oo animations ypeldloviol T0 GKEAETO TOV YOPOUKTHPO.
pog, yw v gloaymyn tovg oty Unreal Engine 4, npénel va ta €icGyovue PeETd amd TO
YOPOKTNPO LOG KOL TO GKEAETO TOV.

Ocov apopd T1c pvOuicelg, To animations kot 0 YOPOKTAPAS WHE TOV OKEAETO
xpnowonowovv g apyikés pubuicelg ™ Unreal Engine 4. Evd ou pubuicelg tov
aviikelpévav givor oty Ewova 30, tapakdto.

11 FBX Import Options

Current File: /Game/ThirdPersonBP/swordlv

4 Mesh
Skeletal Mesh [ ]
Auto Generate Collision

4 Transform
[ Import Translation m
[ Import Rotation
Import Uniform Scale
4 Miscellaneous

Convert scene

4 Lod Settings

Auto Compute Lod Dista

4 Material
Search Lot
Base Material Name None
Import Materials

Import Textures

Ewova 30: PvOpicsig Eweayoyig Avrikeipévov oto Unreal Engine 4
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3.3.1. Level Design
3.3.1.1. Anymovpyia Xaptn

Recently Placed

Basic

Lights
Cinematic
Visual Effects
Geometry
Volumes

All Classes

Empty Actor

Empty Character

Empty Pawn

Point Light

Player Start

Ewéva 31: Emhroyég Menu oty Unreal Engine 4

To mpmto Ppa mov Ba Kdvovpe Yo T dnpovpyia evog emumédov ivon pe ) Pondeia
¢ Unreal Engine 4. TTaue otig emtoyég g Ewdvag 31 kan Ba emdé€ovpe tnv emdoyn yio

1o landscape (Ewoéva 32).

MEnEne

4 New Landscape

® Create New

Material

Hint: Assign a material t

Layers

Total Componer

Overall R ti

Import from File

None

€0

see landscape layers

0 Array elements

i 00 o 4 00 ™ fd 100,
(00 ~foo SJoo O
i 100.0 {1000 bd 1008

X

64

Ewéva 32: Landscape Menu otnv Unreal Engine 4
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And v Ewodva 32 moapatnpodpe 6Tl Katd T dnuovpyic Tov €06Qovs, pog divel
emloyéc omwe to Material yuo v miota pog, torobesia, mepiotpoen kot péyebog, ta omoia
umopovpe vo aAla&ovpe pe Paon tovg dEoveg X, Y, Z aAld Kot EMAOYES OO 1 oviAVGT
T0V. AQoV dmocovpe TIC KoTdAANAeg pubuicel, motdupe Create, yw va gu@oviotel 10
armotédeopa tov emAoymv pag (Ewoveg 33, 34).

HEEme  REE B B D

evel: Minimal:Default (P ersist

Ewéva 33: 'Edagoc Emnédov atnv Unreal Engine 4

Ewova 34: "Edag@oc Emnatdov atnpv Unreal Engine 4
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= World Outliner

o

-
Label Type

¥ 4w ReflectionCaptureActors
L)
4w Skyand Fog

.
«

.

4@ StaticMeshes

.
5

o
>
> )
& 4w Volumes
>
>
>

capeGizmoActiveAc

Ewéva 35: World Outliner etnv Unreal Engine 4

‘Enerta, to avtikeipevo gpoaviCetor oto World Outliner Menu (Ewoéva 35). Kabe véo
avTiKeipevo Tov dnuiovpyodve Ba eppaviCetar péoa oto World Outliner. Mropovpe gbkola,
Vo HeToKivnovpe oty ToTo PG, XPNCIHOTOIOVTOS TO, AKOAOVOO KOV

up : zoom-in camera

down : zoom-out camera

left : move camera left

right : move camera right

scroll mouse : zoom-in camera and zoom-out camera
press scroll of mouse and drag : move camera up and down

right click : rotate camera

2 VR A

Manage RBOUIPEY Paint

/
Jy .o ©

Sculpt Circle Smoott

-

4 Tool Settings
Tool

4 Brush Settings

Brush Size
Br 1 Falloff
Use Clay Brush

4 Target Layers

4 | ayers

Ewova 36: Emdoyn Sculpt etnv Unreal Engine 4
20



e Clay Bn

fget Lay

Ewova 37 Sculpt Menu otnv Unreal Engine 4

Amo v etikéta Landscape kot ypnotpomoidvtog Tig emhoyég ommg to sculpt (Ewoveg
36, 37) éyovue ™ SvvaTOTNTA VO SOGOVUE TO CYXNUO OV EXOVUOVUE 6TO TEPIPAALOV Hog
(Ewova 38).

TING NEEDS TO BE REBUILT (64 unbuilt objec

Ewcova 38: Adhayf Zyqpartog Eddgovg otnv Unreal Engine 4
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3.3.1.2. TomoBétnon kot Enelepyacio Aviikepévav

Recently Placed
y ‘ Empty Actor

| Basic

Lights 'P Empty Character

Cinematic
Empty Pawn
Visual Effects

Geometry Point Light
Volumes

Player Start
All Classes

Ewova 39: 'Etoipe Avrikeipeva otnv Unreal Engine 4
Recently Placed 5
o) 4

Basic

Lights ‘ e
Cinematic > Cylinder
Visual Effects

B Curved Stair

Geometry -—

Volumes W Linear Stair

-
All Classes
;! Spiral Stair

e Sphere

Ewova 40: "Etopa Avrikeipeva ety Unreal Engine 4

And T xaptéreg tov Ewovov 39 ko 40 pmopovue va emiéovpe Etoya
avtikeipeva, Omwg KOPovg, ceaipeg, aAdd Kot o cvvOeTa avtikeipeva, OT®G GKAAES, Yio va.
To. TOTOOETNGOVE OTO EMIMEDD O KoL VO TOL TPOTOTOMGOVUE OTt®G epeic BEAovpe. Me
ypron g Details Tab propovue va ernpedoovpe ) tomobecia, mepiotpoen kat uéyebog twv
avTiKepéEvVaV e Baon toug doveg X, Y, Z (Ewova 41).
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i Details
« w
Fo-

4 Transform

-5505:4] -2520.7 | 100.0 G
.
1000 ~f100.0 0 100.0 G

Ewoéva 42: Edit Mode etnv Unreal Engine 4

Amo to Edit Mode éyovpe T dvvatdTNTO VO TOPAUOPPDOCOVUE TO GYNLO EVOG
avtikeévov (Ewodva 42). Ot umhe ypouuéc oty Ewdva 43 pog emtpémovv v,
TOPOUOPPAOCOVUE TO GYNUA OTTMG ETOVUOVLE.

Ewoéva 43: Iyqjpa o€ Edit Mode otnv Unreal Engine 4
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Ewova 44: Emloyéc Avtikeipévov otipv Unreal Engine 4

Emniléyovrog pe Ag&i Kk éva avtikeipevo péoa oty miota pog, UmTOpoOVLE Vo, TO
eneEepyootovpe (Ewova 44). o mapdderypa, va entkevipobodue mave tov pe o Go Here,
va 1o emhéEovpue pue 1o Select, va 1o aviypdyoovpe 1| va dwaypdyoovpe pe to Edit, va to
apnoovpe opatd pe to Visibility.

Ewova 45: TIvpeog ety Unreal Engine 4
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210 mapaderypa g Ewovag 45, o mupcsdc dnuovpynnke and cuvovacspo 4 kopwv,
enekepyoouévov pe to Edit Mode, piog oceaipoc, mov g agapécape to Visibility, kot tnv
TPocOn KN £0€ OTLAC (Yio xpdpoTo Kot pé o avapepOodiLE TOPUKAT®).

[

TorchBasez Brush
B TorchBowl2  Brush
TorchHead2  Brush
TorchHeadAcc2 Brush
G A orchiiiars BIush

144 actors (6 selected) © View Options

%g{/ I -,.,;-__eobwcv

4 Transform

Ewova 46: ITvpeog ety Unreal Engine 4

AoV emhéEovpe OAOL TOL TUAUOTA TOL TVPGOL Ta evdvovue pall pe TV emAoyn
Attach To (Ewodva 46). T va emilé€ovpe molamhd oaviikeipeva motape Ctrl + Apiotepod
KMk ota avrikeipevo mov Béhovue 1 Shift + Apiotepd Kk maveo ota aviikeipeva mov
embupovpe oto World Outliner.

Ta Splines givar éva ypnoipo epyoleio yio ) dnuovpyio LOVOTATIOV, SPOUMV T} KoL
notodv. Emdéyovpe to Splines amd to Manage nedio (Ewkova 47).

Lo /
& Fe h

VIENEUEY Sculpt Paint

Landscape Editor

P~

l .

Edit Splines

Tool Settings

Only Slecte

Use Auto Rotate Control Point

Ewova 47: Emloyn Manage otnv Unreal Engine 4
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Ewoéva 48: Movordart amd Splines etnv Unreal Engine 4

Ymv Ewova 48 BAémovpue ) dnpovpyia evog povomatiov amd Splines ypnoyomoidvog
Ctrl + Apiotepd Kk, ‘Emetta, tov divovope Mesh ko Material, eved pvBuiCovpe to Scale tov
Mesh (Ewoéva 49). Xty Ewova 50 PAémovue éva mapdderypo tov Splines povorotidv mov
&yovpe QTIAEEL.

EE——
TemplatelHloor -

e D

4 Matenal Over

M_Rock_Maw
I ©,

X0 oy 0 o]z 10

Ewova 49: PvOpiceig Mesh etnv Unreal Engine 4
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Ewéva 50: Splines Movonatia otnv Unreal Engine 4

3.3.1.3. Yhka kot E@é¢

11 o TAve dlapaveleg avapepdnkape 6to Tog dnuovpyodue éva landscape kat yio to
TOC UTOPOVUE VO, SDOCOVUE TO GYNUO TOL EMOVUOVUE OTA OVTIKEIUEVA HOG. X€ LTV TNV
evotta Ba dovUE TG TOL LVAIKG KOt TOL €p€ PTOPOVV VoL ¥PNGLULOTOMO0VV Yo Vo, KAVOLV TO
Ty ViOL O EVTOPOVGIOGTO.

€ = Content » ThirdPersonBP » Maps »

AETUCER A “carch Maps =

e

L4

Ewéva 51: Content Browser etnv Unreal Engine 4

Y7o Content Browser (Ewova 51) Bpickovtar amodnkevpéva vAKG Kot €€, OTmg 1 poTLO
and v Ewodva 45, mov pog mpoceépet étoua n Unreal Engine 4, aAAd Kot ovTiKeipeva mov
&yovpe ewoayel and dldo mpoypaupotoa. Onwg to Ktipto g Ewovag 52 mov €yovpe kdvel
import ar6 to Blender.
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Ewova 52: Kripo mov £yet s1o0y0si amé o Blender etnyv Unreal Engine 4

1) Preview Scene Setti

Search

;' e I—“‘
i3

B

Slot name

iz

(&

Ewéva 53: Materials Avrikeipévov otnv Unreal Engine 4

>0 ktipro g Ewovag 52 £yovpe 101 tomobetioer materials, kévovtog dumAd Apiotepd
KAk méve tov umopodue va tomobetnocovpe to. materials mov embopodue emiéyovtag amd
o AMoto amd materials (Ewéva, 53).
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Ewova 54: Opadiki] Emioyf Material otnv Unreal Engine 4

[Matdvtoag Ctrl + Ag&l Kk (Ewdva 54) kot Kavovtag moAATAEG ETAOYEC, UTOPOVUE VO
avobéocovpe opadikd évo ocvykekpuévo material (Ewdvo 55). 'Etor pmopodue gokora vo
Balovpe o 1610 material o TOAEG empaveles, TawTtdypova, avti va o oAlalovpe oty Kade
pia Eeywpiota.

4 Surface Materials

M_Rock_Marble » 2

Ewéva 56: Anpovpyia Néov Material etv Unreal Engine 4
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O Content Browser (Ewkéva 51) pog divel ™ dvvatdtnto v dnNUovpyncovpE Sk pog
materials, 6tav motmoovue Ag&l Kk péoa tov kot emdéyovrag ond to Create Basic Asset
v emioyn Material (Ewdva 56). T'a va @tid&ovpe to ypdua Tov eXBLUOVUE QTIAYVOVUE
éva material pe Ao Apiotepo Kk kot to avoiyovue yio eneEepyacia.

ma Graph

finalarmor

@ Base Color

@ Metallic
Texture Sample A
@ Roughness
®

Ewova 57: Material Blueprint v Unreal Engine 4

And v Ewova 57 BAémovpe 01t yuo ypopa docape Eva non vrapktod texture oto Base
Color, evo oto Metallic kot Roughness evdoape 600 otobepés, MOTE VO UELDGOVUE TO
Roughness kot va dwatnpioovpe 1o Metallic (Ewova 57). H Ewova 58 mapovcidlel pio

TpoemokOTNoN (Preview) tov vEou YpOUATOC, TOL £XOVUE PTIAEEL.

Ewova 58: Material Preview etnpv Unreal Engine 4
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m= Graph

Texture Sample A
L 2

Texture Sample A

Texture Sample A}
Uvs Y

Texture Sample A
L

Ewéva 59: Material Blueprint etnv Unreal Engine 4

INo va ptia&ovpe to material tov ground Ba ypnoloromcovpe 4 o vrapktd materials,
To omoio, kadovvtor amd Texture Samples puéow evoc Layer Blend oto Base Color tov
material pag (Ewova 59). Ta Texture Samples givar cuvdedepéva o€ €va LandscapeCoords,
€161 MOTE Vo EY0oVV To KPP TomofEéton.

1. Details

4 Material Expression Texture Sample

MipValueMode None (use computed mip level)
From texture assetw

Const Mip Value

4 Material Expression Texture Base

T_Rock_Smooth_Granite_D w

0

Is Default Meshpaint Texture [ |

4 Material Expression

Ewova 60: PvOpiceig Texture etnv Unreal Engine 4
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Ymv Ewova 60 BAémovpe to mepieyduevo evog Texture Sample, 6mov tov €yovpe ddoet
texture, mapopoing kot oto GAla Tpia, £govue dmoel 6to kabéva to O1kd Tov texture. H
Ewoéva 61 pog mapovoialer pia mpoemiokonnorn (preview) tov véov material, mov €yovue
etiaéel. Apov tedeidoovue kdvovpe Apply ko Save. ‘Emerta, tomobetovue to ground
material, mov pTidEape, cav Landscape Material (Ewkova 62).

Ewova 61: Material Preview etnpv Unreal Engine 4

4 Landscape

None

e 0

8

groundwork_ma'w

Default Phys Mat

Lands« =

cape Mater
¢ D

Negative ZBound

Positive ZBounds

Used for Navigati

Max Painted Lay'

Ewove 62: Landscape Material etyv Unreal Engine 4
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4 Brush Settings

Brush Size
Brush Falloff

4 Target Layers

Painting Res

ground_Layerinfo

rock_Layerinfo

JrounNdl

ground0_Layerinfo

Ewova 63: Material Layers etnv Unreal Engine 4

Amo 1o medio Landscape emidéyovpe Paint kot mopoatnpodue 0Tl Hog EYEL ELPAVIGEL TO
Layers tov materials tov ground (Ewoéva 63). Otav 0o ypnoiponotmcovpe to Brush yio va
dMGOVUE YPOUA GTNV TioTo pag, avaroya pe to wo Layer emiéEovpe, Oa {oypapilel pe 0
avtiotoyo material (Ewcova 64).

Ewcova 64: MMapaderypo xpioeng tov Paint pe to ground material etnv Unreal Engine 4
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Ewova 65: Material Blueprint v Unreal Engine 4

INa va ptria&ovpe éva material mov Oa éyetl to texture evog kpvotdiiov (Ewkova 65),
npénetl oto Base Color va ddcovpe Agvkd ypopa, oto Metallic va ddoovpe ™) tiun 1, eneidn
Bélovpe va datnproovpe T Aduyn tov, vo undevicovpe to Roughness kot Emissive Colour,
evod vo peiwoovue to Opacity oto 0.75 ypnowomoidvtag otabepéc. o va TETOYOVUE TIG
KatdAAnAeg Tuég oto Refraction ypnowyomomoape to LERP(Linear Interpolate), to omoio
pog emrpénetl vo emAéEovpe petald 6vo kavarimv A ko B emdéyovroc péco tov ALPHA
KavaAov. Me 1 ypnomn tov Fresnel vroroyilovpe v Tiun Tov @®TOG GTEAVOVTOS GNLOL GTO
kavilm ALPHA dote va emidééet petacd g A ko B tiuns.

i Details

4 Parameter Groups

4 Vector Parameter Vall
b [ Colour

4 General

Phys Material

a -; gemmat]
A d°°
> Lightmass Settings

Refraction Depth Bias _

D Material Property Ove

Ewova 66: Material Color etnv Unreal Engine 4
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IMotovtoag Ae&i Kik oto material tov kpvotdhiov pag, etidyvovpe va instance, tov
omoiov Tov divovue o ypdua Tov ypealopacte oto medio Colour (Ewodva 66). H Ewova 67
mapovclalel pio mpoemiokonmnon (preview) tov véov material, mov égovue @Tiaéel. Otav
Bélovpe va. ypnolomotjoovpe cav material Tov dypopo kKpHOoTAALO, TOTE YPNGUOTOIOVUE TO
apyk6d material, o mepintwon mov BEAovpE TOV EypmUO KPOOTOAAO, TOTE YPTCULOTOLOVLE
70 instance cav material.

Y S
-

Ewova 67: Material Preview etnpv Unreal Engine 4

®

\ Lerp(0,) ¥
® Temp @
B o1

Alpha

(“BlackBody ¥ l lightning
— @ Emissive Color

@ Opacity

Ewéva 68: Material Blueprint etnv Unreal Engine 4

Static Bool (True)

TexCoord[0] ¥

Ewéva 69: Material Blueprint etnv Unreal Engine 4
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" Panner v TexCoord[0] ¥ Compare (S)

Coordinate @ ®

Time | y
| Append ¥
Speed

v
®

Input Coordinates (V2)

& A ®
(] \ Noise v

@ Position &

O Filterwidth

Ewéva 70: Material Blueprint etnv Unreal Engine 4

INo va etid&ovpe to material g aotpantg (Ewodva 68, Ewova 69, Ewdva 70 kot
Ewova 71), yperdletar va ennpedoovpe to tedio. Emissive Colour kot Opacity tov material.

To Emissive Colour emtpénel oto material va €xel ypodpo mov arvel akTvoforia.
["a vo To TETOYOVIE QVTO YPTGILOTOLOVE Hidt PETAPANTH TToL Ba KpOTd TPOSOPIVE oL TN,
nov maipvel and éva LERP, oto omoio €yel 6to B kavait tov ™ tyun 6000 kot dnimvel 10
xpouo Tov, evd oto ALPHA kavdait tov maipvel tuég and éva Generated Band to omoio
TPOPOJOTEL pe TéG Ko to Opacity tov material.

To Generated Band pog emutpéner va otid&ovpe éva Band amd Sudpopo peyén
potifov. Xpnoonotovpe mapaptéTpoug yio vo pvbuicovpe to Sharpness kot to Width, evéd
opiCovpe True to Direction Switch, étol dote To potifo pog va givor kabeto.

Mo vo metdHyovpe oV KOTOOKELT] TOL VLAIKOV, Tov £yel kivnomn, o mpémel va
enmpedoovpe v T oto wedio Input Coordinates tov Generated Band. Mg T ypnon tov
Panner, to omoio ypnoipomoteitarl yio tn dnpovpyio Kivovpevov materials, pvbuicape v
ToOvTo 670 GEOVE Tov X MOTE Vo TETOYOLLE opllovTia Kivnen. Mg ) ypnon tov Append
EVAOVOLLE TO amotélecpa Tov Panner pe pa const, dote va dnpovpyncovpe Eva d1dvocua.
"Eneira, mepvape to didvooua amd éva @idtpo BopvPov 1o omoio ennpedlet to puéyebog tov. Ev
téhel pue  xpnon ™¢ Add mpocbitovpe TG TWES TOV SAVOGUOTOC HOG UE TIS TIWES TOL
TexCoord, to omoio £yel T dvvardotnto vo oAAGéel T Tég tov tiles tov material kot to
amotéAecud Tov divetonr cav Ty yuo o Input Coordinates.
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Ewova 71: Lightning Material Preview otnv Unreal Engine 4

3.3.2. Blueprints kot IIpoypappatiopég Maiyviorod
3.3.2.1. Character Blueprints

[Mpdra, npénel va etidéovpe ta apyeio kat ta blueprints mov dev éxetl to project, yuo va ta
ypnoonomoovpe apyotepa. Xto Content Browser (to onoio Bpioketon 610 kGt PEPOG TOL
TPoypappoTog, aAlmg To avoiyovpe omd to Window — Content Browser) motdpe de&i KAk,
Yo va gppoviotel To menu. Ta Assets mov ypeialopoote givon Level, Animation Blueprint
(a6 ™ katnyopion Animation) ka1 Widget Blueprint (am6 ™ katnyopio. User Interface).
[Mapaxdate Bo dovpe moco amd 10 kabéva BEhovpe Kot T o Ta YPNGLOTOWGOVE GTO
Project.

Apya, mpémel va kavoopue Copy(Ctrl+C) + Paste(Ctrl+V) to ThirdPersonCharacter kot
ThirdPerson_AnimBP, é¢merto. mpémer vo to petovopdoovpe oe PlayerCharacter ko
PlayerCharacter_Anim_BP «ot kédvovpe adlayég otig puBuiceic 0nmg topokdato. Exiong, oto
ThirdPersonGameMode mpénetl va arlraovpe to Default Pawn Class oe PlayerCharacter, oe
avti T pYuOon Tpémel mavta va Balovpe to blueprint tov yopaktipa Tov oK.

Yto PlayerCharacter, maue Components — Mesh(inherited) xot petd Details —
Animation — Animation Mode — Use Animation Blueprint — Anim Class — emléyovpue 10
Animation Blueprint pog — Mesh — Skeletal Mesh — emiAéyovpe 10 YOopaxmpa TOL
ewoayape omd to Blender. ‘Emeita, naue Capsule Component — Shape — Capsule Half
Height — 135 xou Capsule Radius — 110. Eniong, npocapuolovpe to CameraBoom ot to
FollowCamera.

To televtaio Prupa, mpv EEKvAGOLUE VO OGYOAOVUOCTE HE TOV KMOWKO, Eivol va
dnpovpynoovpe o SOCKets 6to okeAeTd, OV B0l YPNCULOTOWCOVIE Y10l TO. OVTIKEILEVA LLOGC,
ta. omoion pémel v TomofenBovv TAV® GTO YOpOKTNPA RS Avoiyoviag To apyeio Tov
oKeLETOV, Oo SovpEe OAoL ToL KOKKOAN TNV aploTtepn kapTtéra, 1 omoia Aéyeton Skeleton Tree
Tab. v avalnnon umopodue va Bpodue 10 KOKKAAO mov Bélovue TANKTPOAOYOVTOG TO
ovopa, ov g UmopoVvE va To Pfpovpe otV KapTéAa, Kavoupe 0eél KAMK mive 610 KOKKAAO,
emAéyoope Add Socket kon to ovopdlovpe. ‘Emetta, kdvovpe de&i KAk move oto SOCKet,
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emAéyoope Add Preview Asset kot Bpiokovpe 1o ovtikeipevo amd v ovalitnorn kot to
npocBétovpe oto socket. Télog, mpémel va kdvovpe aAlayéc otig Tiuég Location, Rotation ko
Scale yw vo mder to aviikeipevo oty ocwotn Béon. Opwmg, to avtikeipeva dgv eivor
tomofetnuéve GTO HOVIEAO TOL YOPOKTNPO HOG, €ivol HOVO TPOEMIGKOTNGCN Yo Vo
pvOuicovpe ta sockets, n tonobétnon yivetar auécmg HeTd, agov eTiaEovue kol puOuicovue
oMo ta sockets mov yperaldpoote (Ewova 72).

socket

Name

»! sword13Socket
s sword2Socket
»! a13h2m1Socket
SEVINEL T
»! rightArmSocket
»

a-3

o

Ay

#! helmetSocket
»! body1Socket

4-3
a3

B
"

» legL1Socket
»! legL2Socket
» legL3Socket
4-2

|

A~

4-3
» legR1Socket
». legR2Socket
» legR3Socket
»! body2Socket

A% Blend Profile: Ncw @ All Bones, Active Sockets

Ewoéva 72: Sockets tov XkeheTov otnv Unreal Engine 4

KAigtvovtag avtd 1o Prjpa, Ba Pdrovpe to avtikeipevd pog mave o610 HOVIEAO TOV
YOPOKTAPA LOG, XPNOIoToldvTag Ta SOCKets mov eridéope moporave. [pdta, avoiyovpe to
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PlayerCharacter Blueprint kou néue oto Viewport Tab, yia va BAénovpe to poviéro. ‘Enctta,
naue oto Components Tab kot emAéyovue to Mesh(Inherited), petd pikpaivovue to
Topabvpo ylo va popovpe vo Exovpe evkoAn mpdsPacn oto Content Browser amd 1o kvuplo
mapdBupo. Avalntovrag to avtikeipeva oto Content Browser, emiA£yovtdg to Kol TOTOVTOG
Add Component cto Components Tab pmopovue va. Bpodue ta aviikeipeva otn Aioto Tov
enpaviletal kot vo To TpocHEGove 6TO HOVTEAD TOL YopoKThpa pog (Enueioon: mpémet
navta va. £yovpe emdeypévo to Mesh(Inherited) kou petd vo matdpe to Add Component,
YTt aAM®OG 10 avTikeipevo dev B e@aprolel 6To HOVIELD TOV YOPOKTAPA OGS, OTAV TOV
Balovue to Socket, ommwg to elyoue pvOuicel mopomdvm). Aeov mpocbiécovue OAa T
avTiKeipeva 6To HovtéAo tov yapaxktipa pog (Euova 73), emiéyovpe 10 Kabe avtikeipevo,
naue oto Details Tab kot petd mape Sockets — Parent Socket ko emdéyovue to socket mov
0éhovpe yia To kGO avTIKEiLEVO.

-=. Components

4+ Add Component ~

} PlayerCharacter(self)

4 § CapsuleComponent (Inherited)

"\ ArrowComponent (Inherited)

iy bodyPart1Anim
¢y bodyPart2Anim
¥ helmPartAnim

iy leftHandPartAnim
iy leftLegPart1Anim
leftLegPart2Anim

leftLegPart3Anim
rightHandPartAnim

|
|
iy rightLegPart1Anim
{¥ rightLegPart2Anim
Y

¥y swordl

{y sword2
;

iy axel

iy axe2

iy axe3

#
N
’
N
J
N
’
N
'
N
|
N | L"AP* +3 AN
¥ rightLegPart3Anim
N
’
N
i
N
’
N
)
N
’
N
'

¢y hammer]
Y hammer2
4 ¢ CameraBoom

® FollowCamera

' CharacterMovement (Inherited)

Ewéva 73: Avtikgipeva mave oto Movtélov Tov Xapaktipa oty Unreal Engine 4
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1 ovvéyela, Oa ptia&ovpe ta blueprints, Tov givat o tpoémog mov otnv Unreal Engine
4 ypaoovpe kodka, o dodue mpdTo. To blueprint tov yapaxtipa tov Taiktn Kot Oo
e&nynoovpe ) Aettovpyia kabe koppotiod Tov blueprint.
11 M FlayerCharacter

File Edit Asset View Debug Win

4 Add New - EXTINNS © -

4Graphs

' m= EventGraph

4 Functions
*f ConstructionScript
Macros

4Variables

[ My Character HUD Reference

[ Components auseMenu Reference
== BaseTurnRate enemyHP

== BaselLookUpRate enemyHPMax

MoveVaiC enemyEP
Atk1C enemyEPMax
swordLevel
Defc axeLevel

Health hammerL

weapT

weapLe

damage
damageAtkType
hammerDamage
doDmg deathCount
continue

warningText

animDelayTime

Event Dispatchers
animDelayAtk

animDe

animDe

animDela

EnergyAtk
== Ene

Ewova 74: Merofintég Player Character etnv Unreal Engine 4
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Amd 1o blueprint tov yopoktipa, and to Third Person template, kpatdue to Mouse
input, to Movement input kot To Gamepad input. Me ovtd 0 yopOKTAPAG UG UTOPEL va
otpifel 0e€1a-oplotepd pe Ta avTioTol o PEAGKLIN KOl TO TOVTIKL 1] VO KOITA TAV®-KAT® [LE TO
TOVTIKL Kot v Tnyoivel pumpog-micw pe to. ovtiotoyo PEAn M to kovumid W kot S tov
minktporoyiov (Ewkoveg 75 ko 76). Eniong, mpocOétovpe t1g petafintég mov PAEmovpe otnv
Ewéva 74, o1 omoieg Ba pog ypnoevcovy apydtepa.

f et Cantiol ckation

Ewova 75: Player Character Blueprint etnv Unreal Engine 4

AL [EPmET P we =T8T x
#Compornent Yoo

4 Add Component - Q
= v -

I II | A R ) LA E
Il |

| Get World Delta Seconds

© InputAxis LookUpRate

Base Look Up Rate @ ————
_—

.,'/

J Get World Delta Seconds

Ewéva 76: Player Character Blueprint otnv Unreal Engine 4

‘Emetta £yovpe v apyikomoinon petofAntdv ko v gykotaotacn tov HUD (Heads-
Up Display) Ul oto yoapaktipo tov maikty (Ewdve 77). To HUD 6o 10 avoivcovpue
TOPAKAT®, KOvovikd avtd to kopuudtt Tov blueprint ypeldleton avrikeipevo mov dev Exovue
aVOADGEL KON Kol TPETEL VoL YIVEL 0OV OAOKANp®Govpe T Pacikn Aettovpyia tov HUD,
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tovAdyotov. O Adyog mov 10 TaPOoVSIALoVUE 6€ avTd TO onueio elval yio va €govpe pioL o
KaBop1) Kot KaTovon T EKOVA Y10l TO TOV AVTIGTOLXEL TO KAOE KOUUATL TOV KMOIKE oG,

Al [EFTRECTee A

e yiewnort r

Ewova 77: Player Character Blueprint etnv Unreal Engine 4

O koxkvog kouPog Event BeginPlay, otnv apyf tov dtoypaupotoc, ypnotuonoleitan
YW VO, EKTEAEGTOVV Ol O100IKOGIEG TOV TEPLYpA@oLUE OTOV EgKviioel To moryviol. O yKpt
KOpPog Sequence pog EmTPEMEL VO EKTEAEGOVLE TO TPIOL TULLOTO TOV SOy PAUUOTOC, YOPIG VoL
ypewaletal va to BdAovpe oe pia Gepd, AVTO KAVEL MO €VKOAN TNV KOTAVONGCT TOL
Oy PALUOTOC KOl TO OO OPIGUO TOV GE SPOPETIKE TUNaTO P Bdomn TS Asttovpyieg TOLG.
H mave ypopun apyikomotel i HeTaffANTEG TOL YPNGLOTOOVUE YloL TO. OTAQ HOC, EVA
OMoOE [ apylKn TN o€ OAeG TIG METAPANTES OTOV TIC OMUIOVPYNICOVUE, OTOTE ALTN M
ypopun pmopel vo OempnBel meptrtn, n YPOUUN VTN YPNOULOTOLEITOL OC TPOTLTTO, Yo TOV
TpoOTo oL Bl YEPIOTOVUE TNV OAAXYT TOV OTAWMV HOG GE TAPUKATO KOUUATL, OAAG Kol ®¢
évag e0KOAOG TPOTOG Y10 VO KAVOLUE TTEPAATA OGOV apOpd TIG TIHES TOV UETARANTAOV TV
omAwv Ommwg {nuid, taydmro ko emimedo. H pecaio ypoppr omuovpysi to HUD, 10
apykonolel oty avtictoyn HeTafAnty|, T0 £YK0OIGTA 6TV €1KOVA TOL PAETEL O TAUKTNG Kot
HETA 0ALALEL TNV €160 YMYT OEGOUEVOV GTO GUGTNLA, TO OTOI0 LLOG XPNOUEVEL OTOV TEPVALLE
a6 to Menu oto mouyvidt, Yo va eEaeaviletol apécms 0 KEPGOPOS TOV YPTCLLOTOIOVGOLLE.
H tedevtaia ypapuun apyikonolel d0o petaPAntés, ot omoisc amodnkedovv tig Tuég Location
kot Rotation tov maiktn oty apyn Tov Torvidlon, SNAadT Hog AEVE TOL GTEKOTAV O TOIKTNG
otav Eexivnoe 10 mouyviol Ko Tpog ta wov Koitale, avtég ot PETAPANTEG YPNOIUEVOLVV, CE
TEPIMTOON TOV YAGEL O TOAKTNG, Y10 TNV EXOVOPOPA TOV GTNV OPYLKT| TOV BEa.
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Ewéva 78: Player Character Blueprint otnv Unreal Engine 4

Y& ovtd 1o Koppdtt tov blueprint tov yopoaktipa TOvL TOiKTN EAEYYOLUE TIG
petaPAntég mov emnpedlovv to animations kou tig Aettovpyieg g payms (Ewdva 78). Zta
apotepd PAEmove 0Tt Otav matdpe to kovumd W, A, S, D, ITdvo kot Kdto Beddkt yiveton
aANONG (o HETaPANT] Kot OTOV TO OPVOLUE YIVETOL YEVLONG, LT 1 peTafAint) 660 elval
aAnbng evepyomotel To animation tov mepmaTHUATOS Kot Otav yiveton Wevdng To animation
otapotd. To mave koppdtt tov draypaupatog, tatoviag C 1 to de&l Kovpumi Tov ToVTIKIOD,
emmpedlel tig petafintég tov animation g dupvvag, T HETAPANTH TOL TOPAYOVTIO TNG
dpovag, mov ypnotpomoteitot yio va aAldEovpe ™ (Nt Tov SEXETAL O XAUPAKTPOC, KO OTOV
Tatdpe £vo amd To, KOLUTE Yoo Guova kadovpe kot éva Custom Event mov kadel évo dAro
koppdtt Tov blueprint wov kavel Tov yapaxtpa v yopva Tavta Kot T0 oTtdyo TV, OTaV
éxet. To auéowg emduevo woppdti, matovtag Z 1 T0 oplotepd KOLUME TOL TOVTIKLOV,
emmpedlel T1g petafAntég emnibeong, £101 ®oTE va ekteheotel N amAn enifeomn ot pdym oAAd
Kol TO ovTiotolyo animation, avaloyo to OTAO TOL YPNGULOTOIOVUE. AVTO TO KOUUATL, OGS
Kot to emduevo katoAnyovv oe évo Custom Event mov aAldler v katedBovvon Tov
YOPOKTNPO, £€TGL OOTE VO PAETEL TAVIQ TO GTOYO TOV, AV E€XEL, KATA TNV €KTEAECT TOL
animation g emnifeong, kot kaver (nuid 610 6TOYO. XTO TEAELTOIO KOUUATL YiveETol akplBmdg
70 1010 [E TO TAV® KOUUATL, OAAE apopd TNV €101KN MIBECT] TOV YOPAKTNP, TOV EKTEAEITON
motoviag X N 10 pecaio kovumi tov movtikiov, YU avtd 10 AOY0 KOl KAVEL EAEYXO TNG
petaPintg tov €xer v Tt ¢ Evépyelag(Energy) tov yopoaktipo , mov eivar o
nopog(resource) mov ypelalOHaoTe o va Yivel 1 £101KN eniBeon, aAM®MS EKTLTMOVETOL PVOLLOL
011 dev vapyel apketn Evépyeua.

Ta Custom Events pog emtpémovv vo GUVOECOVLUE SLOPOPETIKO TUUOTO E€VOG
blueprint yopic vo kdvovpe moldmAokec ouvvdécelg N va ypedletar vo Pdiovue To
Swyphppoto Kovid petald tovg, emiong pmopovv vo xpnoiporobovv cov functions,
KOADVTOG S10yPELUUATO TOV KAVOUV L0, GUYKEKPILEVT] AELTOVPYid KOl OEV YPNOLUOTOI0VVTOL
amd pova tovg. AAG kot cov v evtoAn GOTOo, gvepyomoidviog GAAC KOUUATIOL TOV
blueprint, Ta onoio dp®¢ ekTEAOVVTAL KOVOVIKA Kot ywpic va kAnBovv amd ta Custom Events,
aALG Omwg kot 1 eviod GOTo avtdc o tpdmog givarl emikivouvog Yo TV GMGTH POY| Kot

Aertovpyio ToL OAyOPOLOD pHag.
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Ta animations eiéyyovtar amd to avtiotoryyo Animation Blueprint tov kd0e
YOPAKTNPA, TO OTTOT0 B0l TO SOVE TTO AVOALTIKA TOPAKATO.

Damage Dealer

Ewova 79: Player Character Blueprint etnv Unreal Engine 4

Yty Ewova 79 Brénovpe to Damage Dealer tuiua tov blueprint, to omoio £xet mévte
KOKKvoug kOpPovg amd tovg omoiovg Eekvodv To MEVTIE SPOPETIKA TUNHOTO TOV
Swypbppotoc. To kato tpuquo Eexwvd pe tov képPo Event ActorEndOverlap kot kavel ™
LETAPANTT, TTOL EAEYYEL TV IKOVOTITO TOV YOPAKTNPO VAL KAVEL {nud otov avtimalo, yeudn,
£T61 OGTE OTAV O YOPOKTNPAS CTOUOTIGEL VO KAVEL ETAQN LE £VOV OVTITOAO, VO 1N UTOpEl vo
Kkavel inuid TAéov. To apéong emdpevo tunua Eekva pe tov kOppo Event ActorBeginOverlap
Kol Kavel ) UPeTaPANTY, OV EAEYYEL TNV KOVOTNTO TOV YOPOKTHPO Vo Kdvel (nud otov
avTimaAo, oAnon, 0Tov 0 YOPUKTAPOC EPXETOL GE ETOQN LE avTimalo, evd ayvoel ta Trigger
Box mov Ba dovpe v Agttovpyion TOLG TOPAKATO, £TCL OCTE VO, SEKIVIIGEL 1 LAY KOl VoL
umopet va kaver {nuid otov avtinaro. To emduevo tunpa etvar vredbBovvo yio va kavel {nud
o6ToV avTimaAo Kot va pog dmoel Evépyeta, av ypnoyonoovpe 1o Xmobi 1 to Toekovpt, vod
0€ MEPIMTMOT TOV AGTOYNGOVLLE, OV XPTCLLOTOOVUE TO ZPLpi pag divel Evépyeta, aAlubg dev
kavel timota. To dudypoppa Eexwvd pe to Custom Event loopDmg, to omoio kaAgiton amd
dALo Tunqpa avTov TOL Staypappatoc. To dVo TUHOTO TOV ATOUEVOLY apopovV To 1510 B,
Eexwvoov ue ovo Custom Events ta loopTarget kou loopTarget2. To loopTarget2 kaAeitou
OTOV TATAUE EVO OO TO KOLUTLA TNG GULVOG KOl GTPEPEL TO YOPOKTNPO TPOS TO GTOXO TOV,
av vrapyet. To loopTarget kavet to 1610, aAld Kadeitor Otav Kével o yapaktpoag enifeon, yi
avTo T0 AdYo emnpedlel LETOPANTEG TOL EYOVLV Vo KAVOLV e Ta animations kot emiong Koel
1o loopDmg ywa va kéver {npid 6to 6td)0.
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Ewéva 80: Player Character Blueprint otnv Unreal Engine 4

To Damage Receiver tunqua tov blueprint (Ewova 80) givar oAb ankd og chykpion
pe Al Tppote. Avtd mov KAvel sivol va déxetat T {nud mov mTpokaAel 0 avtinaAog GTo
yopaktpa, vroroyilel ™ {nud mov mpénet va dexTel 0 YopaKTpoc, N omoia ennpedleTal av
TOTNGOVIE TO KOLUTE TNG ALVAG, Kol TNV agalpel and ) (o1 Tov yopaxtinpa. Metd yivetal
éheyyxog av mébave o yapaktipag, yio va avénost to Death Count kot va gvepyomomoet to
Pause Menu, 1 av dev mébBave o yopOKTNPOG EAEYYEL OV O OVTITOAOG OKIVITOTOINGE TO
YOPOKTNPO, HE TNV €KY €mifeon Tov Zevpod, Kot aALALEL TG TWEG TV UETAPANTOV
KATOAANACL.

Ewova 81: Player Character Blueprint etnv Unreal Engine 4

To Menu Settings tuquo tov blueprint (Ewoévo 81) amoteleitan omd  tpia
LY PAULLOTO, TO. OTTOT0L XPNGLOTOLOVVTAL Y10 TN XPNOT TOV EMAOYMV TOL MENU TOL TTOAKTY.
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To mpdTO dbdrypappa evepyomoteitor av motnoovpe 1o Koovuni P 1 koAécovpe to Custom
Event, 6tav o yopoktipag nebdvel Onwc avapépope taportavo, oto Damage Receiver. Avtd
mov ket gtvon va gppaviel tov képosopa, va eAéyyel av 1 petaPfinty tov Pause Menu sivon
OgKTI, av OxL TN dnpovpyel Kot tng divel T OOT TN, Kot ApUESMG LETA TNV TPocHétel otV
gwova mov PAEREL 0 moikTnG Kot otapatd To moryviol. To devtepo drdrypappa xpnoomoteitan
am6 1o Pause Menu kot m Aettovpyia g elvar var @OpT®VEL ad TNV apyn TO EMITEIO TOV
oy violov Otav moatoovpe to kovuni Restart. To tpito dudypappa, eniong ypnoiponoteiton
a6 to Pause Menu, ypnoipevet yuo tnv Tepintwon mov o maiktng 0éAel va Eovanpoomadnoet,
omOTE OAEG Ol OYETKEG UETOPANTEG TOAPVOLV TNV OPYIKN TOVG TIUN KOL O YOPOUKTNPOG
eppaviCetoar oty opykn torobecia tov, and 6Tov giye Eekvnoet.

T

4 Add Component -
§ Playe 1 1

Ewoéva 82: Player Character Blueprint etnv Unreal Engine 4

Ewova 83: Player Character Blueprint etnv Unreal Engine 4
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Ewéva 84: Player Character Blueprint otnv Unreal Engine 4

Ewéva 85: Player Character Blueprint etnv Unreal Engine 4

>1ig Ewoveg 82, 83, 84, 85 BAénovpe to Equipment System, to omoio pog emttpénst vo
aAla&ovpe O6mio Katd T Sdpkeln Tov Toryvidov. Xtnv Ewova 82 PAémovpe to Custom
Event mov ypnoomotei to Level Blueprint, 6tav ddcel 610 yapaktipa £vo KOvovplo 0mho,
Y10 VO TOV KAVEL VO TO KPATNOEL, o dovpE TEPIGTOTEPA YOl VTN TN AELTOVPYia TopaKAT®. Ot
Ewoveg 83, 84, 85 £&yovv tpia dwypaupoto to omoio KGvouv 1o 1010 mpdypa oAAG Yo
SrapopeTikd OmTAa(83 yia To Xmadi, 84 yia to Toekovpt kot 85 yia to Zpupi). Ta daypappota
avtd kahoOvTot 0tav matdpe ta kovumid 1, 2, 3 1 6tav to Level Blueprint kadéoet to Custom
Event mov avagépape mapoandve. AVt To S10yPELLATO XPTCILOTOI0VV To, OTTAN TOL PAACLLLE
070 YopokTpa pag mg Components oe mponyovpuevo Prpa. Kébe popd mov éva amd avtd ta
Swyphupoto KoAeitar, oho ta émha yivovior adpato Kot HETO TO 6mMOTO OMAo eu@aviletol
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GTO Y£PL TOL YOPAKTNPA, EMELTO, OAEG O1 GYETIKEG UETOPANTEG TOUPVOLV TIC OVTIGTOLYES TIUEG
TOVG Y10t 0LTO TO OTAO, EMIONG MG TEVAATL Y10 TNV OAAAYT| O YOpaKTNpag Xavel TV Evépyeia
oL €xel paléyer(Znueioon: Aoyw 6tt T0 Zeupl dev €xel TPOTO EMIMEdD OTTMG TO AAAN VO
OO, TOTAOVTOG TO KoL 3 Tpwv mépovpe 10 Zevpi, o yapaxtipag eEomiiletar pe Eva and ta
d00 GO OTTACL KOl EKTUTTMOVETAL KATAAANAO UNVOLLDL).

Xt ovvéyewn o avaivoovue to blueprint tov NPC, avté to blueprint eivon éva
avtiypago tov blueprint tov yapaxmpa tov moikTtn aAAG pe SOPOPETIKA SLorypAUUATO KO
petapintéc. Ilpota, duwmg, mpémer va mpocbécovue éva Pawn Sensing Component, oto
Components Tab — enéyovpe to NPC(self) — mataue Add Component — pe v
avalftnon Ppiokovue to Pawn Sensing kot 1o emtléyovps. Avto divel Ty 1IKAvVOTNTA GTOV
avtitaAo va avtilapPavetor Tt cvoppaivel yopo tov. ‘Emeirta mape otov ydptn pog Kot
npocBétovpe évo Nav Mesh Bounds Volume anyaivovtag Modes Tab — Volumes — Nav
Mesh Bounds Volume, avtd ypnotpevel 6to va @tioytodv povordtio. tov to Al umopel va
YPNCLOTOWCEL £TGL MOTE VAL KAVEL TOVS OVTUTOAOLG v akoAovOncovy Tov maiktn(Enpeioon:
To Nav Mesh Bounds Volume mpémer vo kaAdmter OA0 to eminmedo, omdte MPEMEL VL
TPOCAPLOCOVLE TIG SIOUCTAGEL TOL OVOAOYO TO EMITESD HOG).

File Edit Asset Debug
M My Blueprint

4 Add New ~ [ ol ©~

4 Functions
# Construct
Macros

4Variables

> Components

TurnRate

Event Dispatchers

Ewova 86: Meropintés NPC etnv Unreal Engine 4
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To blueprint tov NPC 0a ypnoylomomfei and tovg aviimdlovg Tov moryvidloh Kot
nepiéyel to Al tovc. To Al pmopei va dnpovpynBel pe dvo TPoOTOLS, 0 TPAOTOG Eivarl Le TN
yxpnon evog Al Controller Blueprint, evog Behavior Tree kot evog Blackboard. O dgvtepog
TPOTOGC, TOV £ivaL 0 TPOTOG TOL Bal YPNGLOTOCOVLE £0M, ival Vo OTIAEOVLE TOV aAYOPIOLO
uéco oto blueprint tov NPC e daypaupata, yioo ovtd 1o Aoyo Oo ypeiactodue Kot Tig
petafantég e Ewdvog 86.

AlINTHAISETUp)

 Event BeginPlay

J GetActorLocation

_f GetActorRotation

Target self]

Ewoéva 87: Non-Player Character Blueprint etnv Unreal Engine 4

Yty Ewoéva 87 Brénovpe 0tL 6tov Egkvd o manyvidl to blueprint amobnkever v
apykn torobecia kot mepiotpoer| (location and rotation) Tov NPC ko petd koei to Custom
Event Chase, to onoio &ivot to didypappa tov Al tov NPC.

Ewova 88: Non-Player Character Blueprint etnv Unreal Engine 4
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To dibypappo Basic Al (Ewdva 88) eivar 1o koppdtt Tov adyopifuov tov NPC mov
avarappavel Oreg Tic aroedoelg Tov NPC, extdg amd ) pdym. Av o maiktng £yace Koheiton
to dudypappo ResetAl, to onoio enavapépet tov NPC oty apyikn tov Katdotacr kot Oo 1o
J0VLE TAPOKAT®, EVAO OV O TOUKTNG Elvar akopa evepyds ToTe 1 dodikacio cuveyiletat. Tov
endpevo Eheyyo av o NPC &yel viknbet Eekivd 1 dtodikacion KATaoTpoPng Tov HOVTELOL TOV,
nov Ba Tov Saypdyet amd to maryviol. Av o NPC dev éxet viknbei, tote mhpe otov €mMOUEVO
éEleyyo, PAEMEL av 0 TAIKTNG TOV £YEL OKIVNTOMOW|OEL, LE TN YPNON NG EWOIKNG eMiBeong Tov
Zeupod, av vor T0Te aAAAlEL TIG TES OTIG OYETIKES MUETOPANTEC. Xt cvvéyewn yivetal
éleyyog av o maiktng eivar og amdotaon enifeonc, av var kaisiton to didypopupo CombatAl
OV OCYOAElTAL pe TN WAyn kol Bo To JdoVUE TOPOKAT®O, OAAMOC Yivetal EAeyyog Yo TNV
amOGTACT) TOV Tkt amd TV apyikn 0éon tov NPC. Av o maiktng ivon moAd pokpid, tote
kaAeitor to ResetAl, aAlwg o NPC mpoomabel va ptdoet ot B€om tov maiktn, dtav etdost
otV tomoBecia, N dadikacio Eekvd amd v apyr|, To onoio £xel wg anotéiecpa o NPC va
akolovBetl Tov maiktn péypt 1 tomobeciao Tov va elvar KTOG oplwv 1 va EEKvIGEL Ldym.

Ewova 89: Non-Player Character Blueprint etnv Unreal Engine 4

Ta dwypdppoata Combat Mechanics (Ewdva 89) givatl tpomomomuéveg ek606ELC TOV
Swypappdatov Damage Dealer ko Damage Receiver tov maiktn. Ze cuykpion pe to Damage
Receiver to Part 2 dev €yetl o unyavicpd axkwvnromoinong, o oroiog sival uépoc tov Basic Al
Yoo o opoAn dwyeipion. Xe ovykplon pe to Damage Dealer to Part 1 amid avavedvel
Kamoleg petafAnTég Tov maiktn mov ypnoyevovy oto Ul kot v mpofoAr TAnpoeopidv 6Tov
naiktn yuo v katdotaon Tov NPC 6mwg Zon kot Evépysila, evd 1o dtdypappo. GTOXELoNg
elvan Egywp1oTo.
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Ewéva 90: Non-Player Character Blueprint otnv Unreal Engine 4

To Al Targeting (Ewova 90) givar to 1610 pe 1o ddypoppo otdyevong tov Damage
Dealer, an\d eivan daympiopévo amd to Combat Mechanics yia gvkoAia, amlomoinon tov
SwypappoTog kot emiong yati eivot wo gbkoAo va otoyomoinfel o maiktng e cLYKpPLON LE
toug NPCs, ondte 1 yprion tov avtictoymv dedopuévov ivar mo gvkoAin oto NPC Blueprint
and 6,t1 6to Blueprint tov yapaktipa Tov moike.

Ewova 91: Non-Player Character Blueprint etnv Unreal Engine 4

To odypappa ResetAl (Ewova 91) elvar amdd, n dovield tov gival va divel oTig
petafantég tov NPC tig apyikég Toug TéG kat va tov tomobetel otnv apykn tov 0éon. H
yxpNon eivar va Koheital, Onmg idape Topamdve, omd GAAL darypappaTo o€ dALo onpeio Tov
blueprint tov NPC, 6tav o maiktng ydoet 1 amopakpuviel moAd and v apykn éon tov
NPC.
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Ewéva 92: Non-Player Character Blueprint otnv Unreal Engine 4

To Combat Al (Ewoéva 92) givar to woppdtt tov aiyopibpov tov NPC mov
avorappavel orec t1g amopdoelg Tov NPC katd ™ didpketa g péyms. Avtd 1o StdypopLpo
kaAeiton 0tav 0 NPC glvan og amdotaot enibeong and tov maiktm. Av o NPC givar o tehucog
avtinaAog, Tote 0 adyopiBuog sivol va akolovbel Tov TaikTn ¥PNOUOTOIOVTOS TO Xmadi yio
Vv TaydTTd TOoV, EVM OtV glvan oe amdotacn eniBeong tov emtiBetan pe 10 Togkovpt, av
vrapyel opkety Evépyeln 10t emtifetar pe v edwkn emibeon tov Zevplov, Yoo vo
OKIVI TOTOWGEL TOV TTOUKTY, Kot LeTd Kavel pio Kovovikn enifeon pe to Zeupi, avTf 1 TOKTIKY|
ovveyiletar péypt va ydoet o maiktng 1 va viknei o NPC. Ze omoladnmote GAAN mepintwon,
enedn o NPC de pmopet va aAha&er 0mAo akolovBel pia TakTikn PACIGUEVT GTO GLVOLOGUO
TOV OTAMV TOV ¥PNCIHOTOlovvVTOL 6T payn kot ard tov NPC kot and tov maiktn. Otav o
NPC éyel 6mho mo apyd N pe ion taydnta pe tov maiktn téte n taxtikny tov NPC gival va
emtifetonl Ko va apovetan péxpt vo £xel apket| Evépyela yio va yp1oILOTOoEL TNV E01KN
tov enifeomn, e€aipeon otov kavova givar 0tav o NPC €xet to Togkovpt kot o maiktng £xetl 10
>mabi, o NPC dev ypnowonotel v €dikn enibeon o avtiv v mepintowon. Otav o NPC
€xel mo ypNyopo OTAO amd ToV iKY TOTE 1 TOKTIKN €ivor vo emitifeton kot vor gevyet amd
TOV TOUKTN Yoo vo omogvyel v nud, otav €xer apkety Evépysio mpoomabel va
YPNOOTOGEL TNV EOIKN TOV miBeo.

To Blueprint tov NPC ypnowonoiciton wg Parent Blueprint yio ta blueprints tov
avTimdlwv, owtd yivetor kavovtag oeEl kAuk oto Blueprint kou emiéyovrag Create Child
Blueprint Class, étot dnuiovpyodue to blueprints tov avtimdlwv, ta omoio poipdloviol tov
KOOIKO TOV OTIAEAUE, TOPO TPEMEL ATADS VO, BAAOVUE TNV OPYIKOTOINGT] TOV UETARANTOV
TOVG Y10 VO OAOKANpBOVV Ko var £xovv Tig Asttovpyieg mov BELOVLE.
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Ewova 93: Non-Player Character Child Blueprints etnv Unreal Engine 4

Ymv Ewova 93 BAémovpe ta entd daypdupato tov blueprints tov avimdlov, 6nog
PAémovpe givarl axkpPadg Ta 1d1a pe T HOVN d1Popd Vo €ivat ot TIHEG TTOV APYLIKOTOLOVY GTIG
petafAntés. Adym tov dapopetikdv Tinav o kdbe NPC avtinalog Aettovpyel dapopeTikd
a7t0 TOVG VITOAOUTOVS YPNCYLOTOLOVTOG TOV 110 adyopifpo.

3.3.2.2. Animation Blueprints

Y& ovtd 10 Prua Ba dovpe TG cuvdéovue ta animations, mov &yovue ETIAEEL Yo kGO
YOPOKTNPO, LE TO YOPOKTNP KOL TIG dPAGTNPLOTNTEG TOL GTO Toyviol. [V avtd yperalopacte
dvo Animation Blueprints, éva ywo 1o yopoktipa tov moiktn kot £va yioe tov NPC mov Oa to
KANPOVOUNGEL GTA TOOLE TOV, TOV ONUIOVPYNCALE KOl EIval OL OvTITOAOL [LaG 6TO TTatyViot.
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Functic

Macros

4Variables

Ewéva 95: Non-Player Character Animation Blueprint etnv Unreal Engine 4

Y1ig Ewoveg 94, 95 PAémovpe Tig petafintéc ko ta Event Graphs tov Animation
Blueprints tov yapaxtpa tov maikt kot tov NPC. Onwg PAEmovue o Stoypaupote Tmv
Event Graphs eivow idt0, ywati avtd mov kdvovv givar vo Toipvouv TG HETUPANTEG TOV
yopoaktpa tov moiktn kot Tov NPC kot va Tig Tepvovdv GTIC OVTIGTOWES UETAPANTEC TV
Animation Blueprints. Avtég ot petafintéc Oa xpnoipomomfovy TopaKaTo® Yo TIG GLVONKES
7oV ol oG EMTPETOVY VA YPNCLOTO GOV E To, animations dtav ta ypelalOpaoTeE.
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ma Event Graph w1 Anim Graph

“

PE——
Final Animation Pose

’Mv'\

Ewova 96: Player Character Animation Blueprint etnv Unreal Engine 4

Yty Ewodva 96 Brémovpe to Anim Graph tov yopaktipo tov moaiktn, tov NPC gival
akpmg To 810, T0 01010 TaPGyEL TO TEMKO animation ov Oa ¥PNGIULOTOGEL O YAUPAKTNPAG.
Onwc PAénovpe £xovpe to State Machine ue to évopa Move wg gicodo oto Final Animation
Pose, to State Machine Move vroAoyiler mowo animation 6éiovpe va maiel kou to Final
Animation Pose maipvetl ovtd to animation and to State Machine Move kot Balet to okeleto,
Kol Kot' €TEKTOOT TO HOVTELO TOV YOPUKTNPO, VO EKTEAEGEL 0T TO animation, £tot extelet

To. animations o ke yapaKTPOG.

ma Event Graph T Move
L ; >

Attack2 Attack3

Attack1 e e e e /

BaslcStance Defend

Movement

/ee\

Death1

=

le

Death2

B aie]
=

Death3 —> . Rebirth1Death3

Rebirth3Death1
ShieldAttack

Rebirth2Death2

Ewova 97: Player Character Animation Blueprint etnv Unreal Engine 4
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ma Event Graph
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Attack2

Attack3
Attack1 o o
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Movement
Entry B asicStance
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Death1

ShieldAttack
Defend

5

Death2 Death3

Ewova 98: Non-Player Character Animation Blueprint etqpv Unreal Engine 4

>11¢ Ewoveg 97, 98 PAérmovpe o State Machines tov yopoaxtipa Tov ToikTn Kol Tov
NPC, avtiotoyya, ovtd To SoypaUUOTO YPNCUYLELOVY GTOV VTOAOYIGUO TOL KOTOAANAOL
animation yi ke yapoaxTpa, avOAOYO HE TIS TIHEG TOV OVIIGTOUY®V UETAPANTOV, TOV
eldape mapandvem, ol omoieg Tpomomolovvtal amd tov maiktn kKo ond 1o Al tov NPC. To
Stdypappo evoc State Machine anoteleiton amd 6Ho Pooikd otoryeio to States(Kotaotdoels),
OV TEPLYPAPOLV TNV ektédeon TV animations, kov ta  Transition Rules(Kavoveg
Metdfaong), mov meptypdpovy T Tpoimodéselg mov yperaloviol £Tol AGTE Vo LETAPOVUE
and 1o évo, State oto dAlo, dniadr| omd animation og animation. Orwe propodpe vo dodue M
apyf tov kébe daypaupatog ivar to Entry Point, to omoio ypnoipevel oty evepyomoinon
TOL JYPAUUATOS OTAV TO Ty viol EekivdL.

Play CharacterAnim_Action2 “Final Animation Pose

i\ /q‘\,
—

Ewova 99: Player Character Animation Blueprint etnv Unreal Engine 4
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Ymv Ewodva 99 Brénovue to BasicStance state to omoio exteleiton 6tav Eekvd to
oy viol Ko kaOe popd mov teEAedVEL Eval GAAO animation Kot EmGTPEPEL TO SIAYPOLUO GE
avtod Tto state. Me avtdv 1oV TPOTO 0 YOPOKTNPOG EXEL TN GTAGT TOL CMOUATOS TOV PAETOLLE
070 Ty Vil avti Tov T-pose mov £yel amd TNV eloaym®YN Tov amd to Blender.

_
Result

/ Can Enter Transition

Add pin <+

D —E

Weap Type @
@
Play CharacterAnim_Attack1

_
Final Animation Pose

N
f i?\’r"\

e 4

~

\\
S~ ” Result

~ f Current Time (CharacterAnim_Attack1)

Return Value @ -

—_—
Result

Can Enter Transition

" J Length (CharacterAnim_Attack1)

Return Value @ —

Ewova 100: Player Character Animation Blueprint etnv Unreal Engine 4

Ymv Ewoéva 100 Brémovpe to Transition Rule amd to Basic Stance oto Attackl, to
Attackl state kou to Transition Rule amo Attackl to oto Basic Stance. BAémovpe 611 yio va
nai&el to animation mpémel vo emdeytel 1 amAn enibeon Kot To OTAO Vo unv givar o XQupi,
AoV TEAELMGEL TO animation, yivetat EAeyy0g 6To ¥POVO TOL KOl EMGTPEPEL TO®.
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Can Enter Transition

——

Weap Type @

@

Play CharacterAnim_Attack2
Final Animation Pose

l—”\ b v f :f\r‘*

4
/ -

y

4

f Current Time (CharacterAnim_Attack2)

Return Value @ -

—_—
Result

Can Enter Transition

f Length (CharacterAnim_Attack2)

Return Value @

Ewéva 101: Player Character Animation Blueprint etnv Unreal Engine 4

2mv Ewova 101 BAémovpe v €0k eniBeom tov Zmabiov, otav emheyOel n €10k
enmibeon ka1 to OmAo givar to Xmabi exteleiton To animation, otov oAoKANPwOEL emoTPEPEL
Tiow.
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Weap Type @

WeapType @

—_—
Play CharacterAnim_Attack3 Final Animation Pose

» .
—_—= s

sult

/, '

¥

4

—f Current Time (Charac(erﬂr;l_mtacm)

Return Value @
_—
— = Result
L]

3
Can Enter Transition
@

f Length (CharacterAnim_Attack3)

Return Value @

Ewova 102: Player Character Animation Blueprint etnv Unreal Engine 4

2mv Ewoéva 102 BAérovpe v e101kn enifeon tov Togkovprod kot v andn enifeon
OV LEVP1oY, avTd To animation wailel povo otov emléEovpe TV €101KN emibeon kot 10 OTAO
elvar 10 Toekovpt 1 Otav emAéovpe v anin emiBeomn kot 10 6mho glvar 10 Zevpi, 6tav
TEAELDOEL EMOTPEPEL TG M.

59



—
Result

Can Enter Transition
P —

Weap Type @

Play CharacterAnim_ShieldA
“Final Animation Pose

f Current Time (CharacterAnim_ShieldA)

Return Value @

Result

Can Enter Transition

" f Length (CharacterAnim_ShieldA)

Return Value @ -

Ewova 103: Player Character Animation Blueprint otnv Unreal Engine 4

Ymv Ewodva 103 PAémovue to animation g €dikng enibeong tov Zuplov, Otov
emlé€ovpe v €01 enifeomn kot to OmAo pog givar To Tevpi mailer o animation kot étov
oAokANpwBel emoTpépet Tiow.

60



®

Result

Can Enter Transition

Play CharacterAnim_Defend Final Animation Pose

b - a
' BN Vg 5

'— \\" ’ Result

L‘

rr .

®

—L
Result

Can Enter Transition

Ewéva 104: Player Character Animation Blueprint otnv Unreal Engine 4

Ymv Ewova 104 BAénovpe to animation tng dupvvac, n petdfoon yivetar uovo pe
Baon ™ petaPAnty, 6co N petafint eivor oAndng mailel to animation tg auovog, otoav
yivel yevudnc emotpépet Tiow (Enueimon: Tto animation g dupvvag mpémet vo aAldEovpe ™
pvOuion Loop Animation kot va thv Kavovue yevdn, £Tot dote Otav Tai&el To animation vo
petvel oto tehevtaio frame pe v acmido ynid 660 Kpatdue TV HeTaPfAnTh aAndn, oAimg
70 animation Oo exovaAlapupavetat péypt va yivel yevdng n HeTaPANT).

®

_
Result

Move Val Can Enter Transition

Play CharacterAnim_Walking

! Final Animation Pose

AN S S S S i B i

[ Result :

Can Enter Transition

fr—

Move Val

Ewova 105: Player Character Animation Blueprint etnv Unreal Engine 4
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2ty Ewova 105 BAénovpe o animation tng kivnong tov yapaktipo. Onwe PAETovuE
etvan ) Aertovpyia givar idto pe v apova, 660 givar oAndng n petaPinty mailet to animation
Ko OTo yivetal YeLONG eMOTPEQPEL TIo®, OAAG avtifeta pe v duove Bélovue to animation
™G Kivnong va €yet to Loop Animation aAnfég, étor mote 660 mailel va PAémovpe to
TEPTATNLLOL VOL ETOVOAOUPAVETOAL.

4

Health BP @

Result

Can Enter Transition

Add pin 4

Crowd Control BP

Play CharacterAnim_Deathl
“Final Animation Pose

l—\ 2 /’ M\/‘\

,,

4

. f "Current Time (cMraaerM}n,Deathl)

Return Value @

: f Lengtﬂ(?haracfﬁniﬁ_bealhl)

Return Value @

e
Result
Can Enter Transition

—_—
Crowd Control BP

Ewova 106: Player Character Animation Blueprint etnv Unreal Engine 4

Yy Ewova 106 BAémovpe v apyn Tov animation tov Bavdartov kot to animation tg
axwnronoinonc. Otav n {on evog yapaktpo elval TEAEUDOEL 1] 0 YOPOKTHPOG aKivnToToOel
nailel o animation. Emetpoen oty apyikn Katdotaon yivetal pévo 6tav mePAceL 0 YpoOvog
0KV TOTTOINGONG, OV O YOPOUKTNPOS VIKNONke tOTe Mhel o€ GAAN Katdotoon mov Ba dovpe
TOPAKAT.
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f Current Time (Chumct;mnim_nenhl)

Return Value @

Ti.ength (é?\muterh\im_ﬁﬂthl)

——
Result
Return Value @

Can Enter Transition

- — -~
HealthBP @ ——— @

7Pl$y 7CharaicterrAnim_Drea;;12

“Final Animation Pose

a
Ve

/I

y

” Result

4

_f Current Time (CharacterAnim_Death2)

Return Value @ -

“Result

Can Enter Transition
_f Length (CharacterAnim_Death2)

Return Value @

Ewova 107: Player Character Animation Blueprint etnv Unreal Engine 4

Ymv Ewova 107 PAémovpe 1o emduevo Prua tov animation tov Oavdatov. To
animation tov favatov gival oraouévo o Tpia HEPN, yio va givar o €0koro ot pHouen, to
TPOTO UEPOG EMIONG OMMG El0OUE YPNOUOTOLEITAL TOPUTAV® KOl ®G TO animation g
axwnronoinone. Otav TeAeld®oEl TO TPMOTO PEPOG Kol 1 (MY TOV YOPAKTPO EYEL TEAEUDOEL
101 mailel avtd To animation kot petd wdel oto TPito Ko TEAELTALO HEPOC.
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Play CharacterAnim_Death3

T —— “Final Animation Pose
: 7 lru*
Result

/l

A

——

-
Health BP @— —— @ Result

O |00 [ Can Enter Transition

>

Play CharacterAnim_Death3

f

e e e
[ T —— Final Animation Pose

———
Result

Can Enter Transition

Ewova 108: Player Character Animation Blueprint otnv Unreal Engine 4

Ytmv Ewodva 108 BAémovpe 1o televtaio uépog tov animation tov Oavdtov kot v
apyn tov animation g emotpoPng Tov yopoktipa. Otav olokAnpwbei To animation tov
Bavatov o maiktng €xel Vv emAoyn va Eavampoonadnoel, Omwg eidape mopamave. Otoav
emiéEel va Eavampoomabnoet T0Te 1) {®N TOL YOPOKTNPA TOV TOIKTN ALEAVETOL GlYd-61yd 6GO
TEPVA 0 YPOVO, GE CLYKEKPIUEVEC TIUES Eva dlapopeTikd animation mailel. To animations tng
EMOTPOPNG €lvar Ta animations tov Oavatov aArd tailovv avtictpopa pe apvntikd Play Rate
Kol QUOIKG Eyovpe PAAel to Tpiol KOUUATIOL LE TNV OVTIGTPOPN GEPAE, £TGL O YOPAKTIPOG
ONKAOVETOL 6TV apykn Tov BEon kot Tola.

64



—
Final Animation Pose

\ A
\ ‘/’. j\/(‘

Jgl

N\
\ * Result

Result

. —

I "

Health BP @ ® Can Enter Transition
O

>

Play CharacterAnim_Deathl

ﬂ\\

.
gy N0 Ve

e * Result ﬁ

"’

Final Animation Pose

Health BP @—- — IR
—~~Ce Result

O mﬂ Can Enter Transition

Ewéva 109: Player Character Animation Blueprint etnv Unreal Engine 4

>mv Ewéva 109 BAémovpe ta dV0 tEELTAio KOUUATIO THG EMGTPOPNG TOV TTAIKTY
610 oy Vvidl, Ommg PAETOLUE 0G0 0 Yapaktpog maipvel Lon mepva oe dAlo State, péypt va
etaoel miow oto apykd BasicStance kot va Eavapyicel va mailet.

O NPC ypnoponotei akpiBmg ta idor Animations, Transition Rules ko States, 6nwg o
YopokTpag tov maikt. H poévn dapopd elvar 6tL dev €yl T0 KOUUATL TNG EMOTPOPNG, YioTi
0 NPC d6gv umopei va emotpéyel 610 moryviol petd v Nrta Tov. Ouwme, vdpyel mepintmon
va viknBobv o maiktng Kot 0 avTinaAdg TOV TOVTOYPOVE, GE OVTN TNV TEPITTWGT O OVTITAAOG
dev eapaviletal, OALL ETMAVOQEPETOL GTNV APYIKT) TOL KATACTOGN, Y10 VO TOV OVTILETOTIGEL
Eava o Taiktng. e ot TV Tepintmon éyovue £va Transition Rule mov 6o dodue mapaxdto.
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T —

Health BP @~

Result

Can Enter Transition

Ewova 110: Non-Player Character Animation Blueprint etnv Unreal Engine 4

Yty Ewova 110 Brénovpe to Transition Rule mov emotpépel tov NPC oty apyikn
TOV Katdotaot, oto BasicStance state, otov 1 {1 TOV ETGTPEYEL PE TNV NTTA TOV TOAKT.

Topo mov tehewwoape pe too Character xar Animation Blueprints tov yopoktipa tov
naiktn ko Tov NPC mpémet va ta cuvdécouye, £to1 dote vo pmopovv to. Character Blueprints
va ypnoponomoovy ta. Animation Blueprints kot ot yapaktipog vo Lmopodv vo EKTEAOVV Ta.
animations. T vo yiver avtd mpémel va odlaovpe pon pobuon ota Character Blueprints,
em éyoope Mesh(Inherited) oto Components Tab kot oto Details Tab oto Animation
emAéyovpe Animation Mode — Use Animation Blueprint kot Anim Class — emiléyovpe to
Animation Blueprint mov avtictoyel oto kabe Character Blueprint. Télog, mpénel va Kavove
drag and drop to Child Blueprints tov NPC, mov ¢ndéope mapomdvem, 610 €Minedo TOL
o vIoLoL kot vo Ta tomofetcovpe otig Béoelg mov B ovE.
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3.3.2.3. User Interface and Widget Blueprints

Y& autd 1o Prjno Oa acyoinbovue pe to User Interface kat yi' owtd Oa ypeiactodue tpia
Widget Blueprints, ta omoia 6a ovopdoovue HUD, MainMenu kot PauseMenu. Ta Widget
Blueprints givail évag e0kolog TpOTOg va. 6YedACOVUE Kol Vo Tpoypappaticovpe to User
Interface evoc moryvidiov oty Unreal Engine 4, topakdto 0o dovpe nog oyedidlovue to Ul
KOl TG UTOPOVLE VO TPOYPOUULOTIGOVUE TIG AELTOVPYIEG TOV [LE TN YPNOT OLYPUUUATOV GE
blueprints.

Debug Filter

9& . ! Q > - T Eénesigner % = Graph

& Palet

T Details
D (DECCIDIETT I v

No Animation Selected

Ewéva 111: HUD Widget Blueprint otnv Unreal Engine 4

2mv Ewoéva 111 Brénovpe 1o HUD, to omoio givan to Ul mov BAEnret o maiktng otnv
006vn 1ov, Otav mailel o moryvidl. o vo oyxedidoovue to Ul oe éva Widget Blueprint
naipvovpe ta ototyeio Tov Ul mov ypeialdpacte and to Palette Tab ot to tomobetodue oto
Hierarchy Tab. Onwg BAénovue to Hierarchy Tab, 6mwc Aéel kot to dvopd tov, £yl OAa ta
otoyyeioa tov Ul pog oe po cvykekpipévn epopyia, n omoio pog delyvel mowo otoryeio
epLEYETL 6€ Moo GAAO otoweio tov Ul Avt m tepapyio pog emTPENEL VO EVAOGOLUE
SPOPETIKA oTotYElD G pio GVVOETN LopeN TV OoToia HeTd HmopoVE Vo TV TomoBETCOVE
omov Bélovpe, yopig va yperdleTon vo petaKvoopol to kabe ototyeio Eeywplotd 1 10 KdaOe
otoyyeio va Bélel Eeymwplotég pvbuicers.
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8 Get Percent 0

[ Get Player Character

» Player Index [0]  Return Value

= Get Percent 1
»

[ Get Player Character

» Player index [0] ~ Return Value

i

= CastTo Piéyelcharactel

Object

-
Target

-
Target

»+ Cast To Playercharacte}

St Costeated By \ 8 Return Node
As Player Character
»

Target

—

Target

Cast Failed |
=
As Player Character \ 8 Return Node
»

Health Max @

8 Return Node

_ @ Return Value

O Return Value [100]

Health @

Pz

/

7

8 Return Node

@ Return Value

O Return Value [0

Energy @

Energy Max @— =

»» Cast To PlayerCharacter
» »
Object Cast Failed D

P =
As Player Character Target Warning Text @

| Get Player Character

» Player Index [0 ‘ Return Value

Ewova 112: HUD Widget Blueprint Zvvaptiiceig otnv Unreal Engine 4

‘Eneta, mpénel va mpocBécovpe m Asttovpyikdtnra tov Ul (Ewkdva 112). Tlpata, Ha
otidEovpe Ta Progress Bars mov avtimpocwonevovv ) Zon kot v Evépysto tov yapaxtipa
TOV TTOKT™, aVTO Yivetal emAEYovTaC T0 KGOe éva and avtd kol oto Details Tab, aAldalovpe
10 Ypdua oto Appearance — Fill Color and Opacity kou oto Progress — Percent — Bind —
Create Binding dnuiovpyovue pia cuvaptnon. Ot cuvaptioelc tov Progress Bars g Zomng
kot ™G Evépyetag etvan ov Get Percent 0 kou Get Percent 1, avtictouyo, Kot pmopovpe va Tic
dovpe oty Ewdva X. Onwg BAEmovpe o1 cuvaptioelg ivol ot 101eg Kot avtd Tov Kvouvv
glvar va Taipvouv Tig TIHEG TOV AVTIGTOY®V HETARANTOV KO VO TIG TPOSUPUOLovV €161 MOTE
va BAémovpe to Progress Bars va aAlalovpe pe Baon tig tipég (Enpeiowon: Onmg BAémovpe n
npocappoyn yiverarl pe tig tpaéeig Health/HealthMax war Energy/EnergyMax, ovtd yiveton
ywti ot Tipég evog Progress Bar sivon petagd 0 kot 1, €161 dtoupdvtog Tig TIHEG OVTEG LE TIG
péyloteg TWEG TOLG TaipvVOLHE €va amOodeKTO omoTéAecpa). Aviictoyya yw. To Text,
aArdCovpe to ypopo oto Appearance — Fill Color and Opacity kot petd oto Content —
Bind — Create Binding onuwovpyodue t ocvvaptnon Get Text 0, n omoio moaipvel v
avtictoymn tun oo to Blueprint tov yapaktipa tov maik.
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Ewova 113: HUD Widget Blueprint Zovaptnen otnv Unreal Engine 4

Ymv Ewova 113 PAénovpe ™ ovvaptnon Get Visibility 0, n onoia avaeépetor oto
Horizontal Box mov mepthopfdaverl ta otoyeio tov avtimakov NPC, kotd tn Sibpkea ™G
uayne. I'a va m dnpovpynoovue mpénet va tapue Behavior — Visibility — Bind — Create
Binding. H ouvaptmon ypnowomnotel t petofintm omd to blueprint tov yopoktipa tov
oKt oL TAPaKoAOLOEl TV TN ™G ZONS TOV AVTITAAOL Kot TN UETAPANT TG UAYNG.
Avaroya pe to anotedéopata OAo Ta oTotyEia Tov mepiEyovtol oto Horizontal Box yivovtat
0poTA 1 a0paTa TNV 000VT).
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8 Get Percent 2 »+ Cast To PlayerCharacter 8 Return Node
| o — — —a

BN ¥ o e 8 Return Node
[ Get Player Character As Player Character »

Player Index ‘ Return Value
O Return Value [0.0

—
Target Enemy HP @ e

— > /
Target Enemy HPMax @~

8 Get Percent 3 »+ Cast To PlayerCharacter 8 Return Node

» » B e —
Object Sast Faile -
# Return Node

| As Player Characte
[ Get Player Character

Player index [0 |

 —— p
Target EnemyEP @ —— @
Y

-
Target Enemy EPMax @

Ewova 114: HUD Widget Blueprint Zvvaptiiceig otnv Unreal Engine 4

Ymv Ewéva 114 Brérovpe Ti¢ cuvaptioelg mov ennpedlovv to Progress Bars mov
apopolv ta oTotyeio ToV avTImdAov, 01 GLVAPTNHGELS Kot 0l puBuicels twv Progress Bars eival
iOteg pe tig avtiotoreg twv Progress Bars tov otoygiov Tov yopoKTi)po TOV TOAKTN 7TOL
eldape Topomdvo.

= . - i
B No debug object selected gm & ™ Gray

Debug Filter

1 s Variable

Deaths
Sword:
Axe:
Hammer:

®
.
-
-
.
-
.
*
-
-
-
.
.
-
-
-
.
-
-
-
.
-
.

No Animation Selected

Ewova 115: Pause Menu Widget Blueprint etnv Unreal Engine 4

2mv Ewova 115 BAémovpe to Pause Menu mov epgoviletor 60tov 0 Taiktng moTnoet
to kKovuni P i} ydoet. o va ptid&ovpe avto to Ul Ba yperactodpe va icdyovpe pio eikova
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otnv Unreal Engine 4 yia ta kovpmid tov Ul, owtd yivetar kavovtag drag and drop tnv eikova
oto Content Browser oto kevipikd moapdbvpo tov mpoypdupotoc. H katackevny tov Ul
yivetar pe tov 1010 Tpomo mov eEnynoape moponaveo. Ocov a@opd To KOLUTIG TOV Menu
pénel va Ta emAEEOVE Eva TTPOg Eva Kat va adAdEovpe Tig puBuicelg tovg. Inyaivovtag oto
Appearance — Style — Normal — Image emAéyovpue TV €1KOVA TOV EIGAYOLE, EXELTU GTIC
pvOuiceic Style — Hovered kai Style — Pressed aAldlovpe 10 ypodua ot pvbuion Tint ce
Kitpwvo kol kOKKvo, avtiotoyo. Télog, mpénel vo aAlda&ovpe ™ pOOwon Is Variable oe
aAnOn oe OAo TO. KOLUTLA, YLOL VO ITOPOVLE VO XPNCIUOTOMGOLLE TO. GYETIKA Events otig
oLvopTHoElg pag, ommg to On Clicked Event.

= Get Text 0 »+ Cast To PlayerCharacter
»

[ Get Player Character

»+ Cast To PlayerCharacter

»+ Cast To PlayerCharacter

»
Object

J Get Player Character

Player Index Returr

*+ Cast To PlayerCharacter

Ewéva 116: Pause Menu Widget Blueprint Zvvaptiieeig otnv Unreal Engine 4

Ymv Ewéva 116 PAémovpe TIg GUVAPTAGEIS TOL ¥PNoUYLoTolovy ta Texts, ywo vo
npofdrovv TIc TIHEG Tov Bélovpe, amd to blueprint tov yopaktipo Tov moikTy, oTNV 000vN
otav avoiyovpe to Pause Menu. H diaducacio yio T dnpiovpyio TOVG Kot TV GUGYETICN TOVG
pe ta Texts etvon idto dOmwg mopamdvo.
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Ewéva 117: Pause Menu Widget Blueprint etqv Unreal Engine 4

Ewéva 118: Pause Menu Widget Blueprint etnyv Unreal Engine 4

Ewova 119: Pause Menu Widget Blueprint Xvvaptnoen otnv Unreal Engine 4
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>1i¢ Ewodveg 117, 118 BAémovue 1o Event Graph mov meprypdoet tic pubuiceig mov
yivovtan 6tav motdpe Kamwolo and to kovumid tov Pause Menu, evad 1 cuvaptnon g Ewdva
Z, gival o cvuvaptnon mov kaAsitan oo to Event Graph. To Resume kAeiver to Pause Menu
kot Eekva to mayvidl. To Quit kaAei tn cvvaptnon yia va apapécsel to HUD (Ewova 119),
avoiyel 1o enimedo Tov Main Menu kot agaipei to Pause Menu. To Retry apoipei to Pause
Menu kot xolel por ocvvaptnon amd to blueprint yopaktipo Tov Taiktn, TV omoin
aVOQEPOLE TAPOTAV®, TO 1010 Ko otV Ttepintwon tov Restart.

% -0 O P . oommmm P 2=

D DECTDIED S v

Qur Game

-
-
-
.
-
-
-
-
-
-
.
-
-
.
B
®

No Animation Selected

Ewéva 120: Main Menu Widget Blueprint etnv Unreal Engine 4

Ymv Ewodva 120 Brénovpe to Main Menu, to omoio givar To menu mov epeavifetat
otav Eexwvape to moaryviot. o to Main Menu 6o ypelootodue pio eikova Yoo @OVTO, TNV
omoia TNV €1GAYOVUE e TOV 1010 TPOTO OTMG TNV EKOVA Y10 TO. KOVUTLA TTapandve. Ensita
naue Appearance — Brush — Image kot emAéyovpe v eikdva kot petd oto Slot(Canvas
Panel Slot) — Anchors emi\éyovpe to Anchor mov vadpyet oty kbt de€1d yovia yuo va
tomofeTicovpE TNV €1KOVO GTO POVTO Kol Vo TPpocoprdletar mhvta o OAn v 006vn. Emiong
Bélovpe ta kovumd va £xovv Tig 101eg pubuicelg e ta kovumd tov Pause Menu mopomdvo.
Ta MainMenu ka1 OptionsMenu, to omoia givar Vertical Boxes, mpénet va £xovv ) pvduion
Is Variable aAn61, yiati £ét61 umopodue va ta ypnoomomoovue oto Event Graph mtopoakdrto.
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B No debug object selected v

Debug Filter

4Variables

& On Clcked (Optionsbutton)

Debug Filter

~‘ » B No debug object selected v
default: Play

Ewova 122: Main Menu Widget Blueprint etnv Unreal Engine 4

Yug Ewodveg 121, 122 Piémovue to Event Graph tov Main Menu, to omoio
XPNOLLOTOLEITAL Y10 TN AELTOVPYIKOTNTO TOV MENU KOl TOV KOVUTIOV Tov. TNV Ewkova 121
Eyovpe To, dlaypappoto Tmv kovumdv tov MainMenu, to kovuri Play avoiyet to eninedo tov
oy vidtov Kot kKAgivel To menu, to kovuri Options kdavel adpato to MainMenu kat opatd to
OptionsMenu, eved to kovumi Quit xkeiver to mayvidl. Xtnv Ewova 122 &yovpe ta
Swyphppota tov Kovpmidv tov OptionsMenu, to kovpuri Return kdvel to aviamodo and to
kovpmri Options, dnAadn kavel adpato to OptionsMenu kot opatd To MainMenu, evéd to GAla
KOLUTLA aAAGCOVV TNV AVAADGT TOV TOLYVIO00, EKTEADVTOC TV OVTIGTOLYT) EVTOAN.
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3.3.2.4. Level Blueprints and Final Settings

Y10 televtaio Prina Oa aoyoinbodue pe ta Eninedo tov mayvidiov, ta Level Blueprints
KoL ToL Sy pAUUOTA TOVS, KaOMG emiong Kot pe Kdmoleg puOuicelg tov moyviorod kat tov Ul.

ttings (GABSEUPBUNGY  Play

B N P

J Get Player Controller

16:00
9/10/2018 B

Ewéva 123: Main Menu Level Blueprint otnv Unreal Engine 4

Ymv Ewodva 123 Brémovpe to Level Blueprint tov Main Menu Level, to omoio éyet
éva dtdypappo mov dnovpyei o Main Menu kot evepyomotei Tov képoopa. Avtd to Level
TPEMEL VAL TO ONUOVPYNGOLUE YTl OV VILAPYEL 6TO Project pog, omdte mape de&l KMK 610
Content Browser kot emidéyovpe Level, onwg eimape kor mopomdve. Avtd to Level givor
Kevo, yuati n pdvn ypnon tov eivor va mepiéyel To Ul tov Main Menu. To didypappo Egkva
otav apyicel to moryvidl ko avoiel to emimedo, dmuovpyel to Ul tov Main Menu kot
EVEPYOTOLEL TOV KEPGOPQL.

Téhog, Ba aoyoAnBolpe pe 1o debtepo Kot TeELeLTAio EMIMESO TOL ALY VOOV, TOL Elvarl
10 eminedo mov mailetoan to Toryvidl. Ilapaxdte Oa dodue to Swypdupata tov Level
Blueprint ka1 t Aettovpyio Tove.
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Ewéva 124: Level Blueprint tov Emuédov tov Mayvidov etnv Unreal Engine 4

Ymv Ewova 124 Brémovue to Lava Damage Over Time didypappa tov Event Graph
tov Level Blueprint. To didypappe LavaDmg kéver {nud otov maiktn otov kaAeotel. To
Sbypappo LavaStart gvepyomotei évav Timer mov kakei to LavaDmg avd taxtd ypovikd
dwotuata pe PBaon to ypdvo mov doré€aue, evéd to LavaStop otopatd tov Timer, ondte
otapatd Kot 1 {nuid Tpog Tov moikT.

Ewoéva 125: Level Blueprint tov Emuédov tov Moyvidov etnv Unreal Engine 4
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Yty Ewova 125 Brémovue to New Weapon Equipped During Battle didypappo tov
Event Graph tov Level Blueprint. Avtd to didypoppa, 6tav 0 TOIKTNG TATNOEL €Vl amd Ta
kovumad 1,2 M 3, ta onoio aAAGLOVV TO OTTAO TOV YAPOKTPA, EVA O XOPAKTNPOS PpiokeTol o€
neployn ne AaPa, kokei to ddypappo Lava Effect Control, mov Oa dovue mopakdto, pécw
tov Custom Event WeaponSwitch.

Ewoéva 126: Level Blueprint tov Emaédov tov [Mayvidrov etnv Unreal Engine 4

Ymv Ewova 126 Brénovue to Lava Effect Control didypappo tov Event Graph tov
Level Blueprint. Avto to dudypappo aArGler To vAd(material) Tov damédov oe AdPa dtov o
naiktng £pOet e emagn pe to TriggerBox mov avtiototyel 6€ avtd T0 dATESO 1) TO EXOVAPEPEL
6T0 apyKO VAKO Otav o maiktng amopoakpuvOel. Emiong pe Paon tov aiydépiBuo tov
dwypaupotoc kael to LavaStart ) to LavaStop, mov gidape mopoandvo, pe pdon to 6TA0 Tov
éxel o maiktng evepyd. To Custom Event NolLava xkotootpéeet ta TriggerBoxes wou
EMOVOPEPEL TAL AMESOL GTNV OPYIKH TOVG KATAOTOON OTOV KOAEOTEL OO TO OAyPOLLULOL
Upgrade System, mov Ba do0pe mapoakdto, pe Baon v avtiotoyn petafinty. (nueioon:
Mo va yiver n oAloyn Tov LAKOD TOL damédov, TPENEL TO aVTIKEIpEVO nag vo, ivan Static
Mesh Actor kaw oyt Brush, ce avty v mepintmon emréyovue 1o avtikeipevo Brush, oto
World Outliner Tab, ka1 petd naue Details Tab — Brush Settings — Create Static Mesh, av
dev vapyeL n pLOUION TaTAUE 0TO BEAGKL Yo vau dovpe OAeG TIg puBuicers.)

I vo tomoBetioovpe to Triggerboxes, mpénet vo mhpe 610 KeEVIPIKO Tapabupo Tov
Unreal Engine 4 xow and to Modes Tab, ta kavovue drag and drop oto yaptn kot to
mpocappolovpe oty kbbe meproy mov BEhovpe, Ba ¥PEOIGTOVUE OKT® GUVOMK(, £va Y10
ka0 meproyn. ‘Encira oo World Outliner Tab og kd0e Triggerbox kévovpue de&i KAk kot 6to
Add Event emiléyovue to. OnActorBeginOverlap koar OnActorEndOverlap, yio va tpoctefotv
oto Level Blueprint.
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Ewéva 127: Level Blueprint tov Emuédov tov Mayvidov etnyv Unreal Engine 4

To ddypappo Upgrade System (Ewova 127) evepyonoteiton étov matd o moiktg To
Spacebar, av Ppioketon oe o mpokaboplouévny omdotoon  amd  Eva amd  To
lightCage(evaAlakTikd UmopovUE VO EMAEEOVIE TOV OVTIGTOLXO TOPYO) KOL O OVTIGTOL(0G
avtitadog €xet mtnoel. To dbypoupa koAet to NolLava, mov avoaeépape mopomdvo,
EMOVAPEPEL TN ZOT TOV YOPOKTAPA TOV TOIKTN GTNV OPYIKN TNG KOTAGTAOT Kot EEKAEDDVEL
t0 avtiotolyo O6mAo. To dmAo epEavifETOL OVTOUOTO TOV® GTO YOPOKTPOU AOY® TNG KANONG
tov Equip amd o blueprint tov yapaktipa, ektdc Kot av TeAeimwoe TO mayvidl Omov Kaleita
to Pause Menu, yopic 0pmg va pmopovpe vo emiééoope Resume 1 Retry, or puoveg emroyég
etvon Restart 1y Exit.

Téhog, mpémet va adldEovpe kamotleg pvBuicelg Tov project Tnyaivovtag oto Settings —
Project Settings. Ipénel va aAra&ovpe to Default Pawn Class oe PlayerCharacter(to 6vopa
tov blueprint tov yopaktipa Tov Taikt), to Game Default Map e MainMenu(to 6vopa tov
Level tov Main Menu) ka1 va aAla&ovpie to splash oty gicdéva mov 0Elovpe.
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4. Amoteréopata

To mayvidr mailetar ypnowonowwviag to Kovumd 1, 2, 3 (yu va aAldEovpe omla og
2rabi, Toegkovpt kot Zevpi, avtiotorya), to Perdxio 1 to kovumad W, A, S, D (yw va
Kwveitar), Z 1 To aploTeEPO KOVUTL TOV TOVTIKION, X 1] TO pecaio kovumi tov moviikiov, C 1 10
og&l kovumi tov movTikoy (Yo va ypnopomomosl v emifeon, €dwkn emibeon 1 dpvva,
avTioTO ).

O maikng kepdilel véa OTAL VIKOVTOS OVTUTAAOLG KOl YPTCILOTOUDVTAG TOV OVTIGTOLYO
mopyo, eniong Bepamevetor pe kdbe ypnon. To maryvidl telewdvel 6tav viknbel o avtimaiog
oV TeEAEVTOioL TOpyov. Emiong, avdioyo 1o OTAO TOL YPNGIUOTOIEL O TOIKTNG EVAVTIO GE
Kamolov avtinado pmopel va Aappdvet nud amd v apéva.

4.1. Xopmepaocparto,

Méoa and ooty ™ TTVYloK) KataAdPape 6Tt 1 dnpovpyio evog moryvidod sival Eva
dvokolo eyyeipnuo yo apydplovg mpoypappatiotéc. H Unreal Engine 4 givon edkoAn otnv
eKpatnon Kot ypnomn, oAl eivar dvokoro vo Ppebel vAkd yuoo perétn. To peyolvtepo
KOUUATL TOV DAIKOV TOV LEAETNCOUE NTAV OTOPYOULOUEVO KoL €lxE Vo KAVEL PLe TPONYOVUEVES
€KOOGELG TOV TPOYPAULOATOS TOV OE AEITOLPYOVSAV UE TOV 1010 TpOTO, TO VAIKO Tponpbe amd
Bivteo amd to YouTube, To documentation tng Unreal Engine 4 kot oyeticd forums. H yprion
tov Blueprints givol oA o edkoln amd v C++ Kot eivol grlikd Tpog vEoug ypfoTes, 10
o€ T€1010 fabpd TOV KoL UN-TPOYPOUUATIOTEG O LITopoHGOV VAL TAL YPTGLLOTOGOLV.

Emiong, éva moyvidr amotedeiton omd TuqpoTo, OTOG LOVIEAN KOl GKEAETOL YOPAKTNPOV
kot povtédwv, animations, level design, ypagikd, oyediooudc tov User Interface,
TPOYPOUUUOTIGHOS ALY KOL O GYESOGUOG TOV TPOTOL e TOV omoio maileTon To oy viol, mov
ypedlovian atopa e eEEOIKEVUEVES YVAOGELS 6TO KOOE avTikeipevo, ONAadT cuumEpaivovE
OTL Y10l TOV KAAVTEPO GYENAGUO EVOG EUTOPTKOV ToYVIOL00 YPELALETOL ol OPLAOO ATOUMV.

4.2. Merhovtikn Epyoacio ko Erektaosig

[Ma va Bertiwcovpe v mrvoyoxkn Oo propovcape vo tpocécovue meplocdtepa OTA,
emimeda, TOVOTAEG Kot LOVTEAN YapakTNpwV. o pmopodoape va Beltudcovpe To animations
KO TOL YPOPIKA 1 VOL KAVOLULE TN Liyn TTo ToAvTAok™ 1 kKo o Al tov avtimdAwv. Eniong, Oa
UTOPOVGALE VO TPOGOHEGOLE NYO YO OLAPOPES OPACTNPLOTNTEG TOV YOPOUKTP®V 1 Yl TO
eminedo.

H mroyoxm, oty topvy g Kataotoot, 0gv elval KOTAAANAN Yoo T Onpovpyion vOg
EUTOPIKOD TOYVIOIOD, OAAG givor koAn ywoo v ekpdbnon tg Unreal Engine 4 kot ™
onpovpyia T VSOV GE 0PYAPLO EMITEDO GTO TAAIGIO GAAWDY TTLYLOKADV EPYAUCIDOV.
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