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EYXAPIXTIEX

OMoxAnpovovtag v Sumdepatiki pou gpyaociag Oa nbeda va suxaplotroe Beppa
toug emBAemovteg K. AadaAidpn Avtovn Kar tov K. Aoukdakn I'eswpyro yra tnv
KaBodnynon toug 0TO OUYKEKPLPEVO Ofpa Katd Tnv eKmovnon Ttng Iapouoag
epyaotag. H epmortoouvn toug, i evBdppuvon xat ov umodeifeig toug nTav yua peva

ITOAUTLUEG.

KAeivovtag, suxapiote eykapdia tnv olkKoyeveld pou, mou pe otnpidel Kai eivau
OitmAa pou og xaBe mpoormaferd pou epWPuXOVOVTAS Pe GOOTE va IIPooIad® yia To
KaAUTepo Kar wwaltepa Ttov adep@od pou Iou  eival @PiAog, OUNHAPAOTATIG

Kat....00K1paotng tov IatXvidiewv mou Snpuioupyo.



«Me arouikn pou eudivn kai yvwpiloviag 1ic kupwaoeic B, mou mpoBAémoviar amé e
oiardéeig tng map. 6 Tou apbpou 22 rou N. 15699/1986, dnAwvw ori:

1. Aev mapabétw kouudria BiBAiwv n dpbpwv N epyaciwv GAAwv autoAeéei xwpic va
Ta MEPIKALIW O€ EI0AQywWYIKA KAl XwPIc va avapépw 1o auyypapéa, n xpovoAoyia, mn
oeAida. H autoAeéei mapdBean xwpic eioaywyikd@ xwpic avagopd arnv mnyn, ivai
AoyokAomn. TMépav tn¢ autoAeéei mapdBeang, AoyokAorr Bswpeital kai n Tapdepacn
edagiwv amoé épya aAAwyv, auuTtepiAauBavouévwy Kai Epywv GUUQOITNTWY LIOU, KaBwS
Kai n mapaBeon oroixeiwv mou dAAol ouvéreéav n emeéepydodnkav, xwpic avapopd
otnv mnyn. Avagépw mTavToTe ue mANPOTNTa TNV TTNYN KAtw amé rov mivaka 1 ox€oIo,

omwg ora mapabéuara.

2. Aéxouar 611 n autoAeéei mapdBeon xwpic siI0aywyIKd, akoua Ki av ouvooeUETal
ammoé ava@opd otnv mnyn o€ Kamolo dAAo onueio Tou Keiuévou N aTo TEAOS Tou, Eival
avriypagn. H avagopd otnv mnyn o1o 1éAoS 1T.X. piag mapaypdeou 1 piag oeAidag, osv
OIkaioAoyei auppan edagiwyv Epyou GAAOU auyypagéa, E0TwW Kal TAPAPPACUEVWY, KAl

mapouagiaan Tous wg GIKN oU gpyaadia.

3. Aéxouar OmI udpxEl ETTIONS TTEPIOPICUOS OTO LEYEBOS KAl OTn auxvOTNTA TWV
TapaBeudTwy TOoU UTTOPW va evidéw OTnNV gpyacia pou evriog ioaywyikwy. Kabe
ueyaAo mapdBeua (m.x. o€ Tivaka 1 TAaicio, KATT), TpoUTTo6ETEl €I0IKES PUBUIOEIS, Kal
orav donuooieveral TPOUTTOBETEl TNV AdEI TOU OUyypa@éa N Tou ekOOTN. To idlo Kail ol

TiVakes Kai Ta ox€0Ia

4. Aéxoual OAES TIC GUVETTEIES OE TTEPITITWON AOYOKAOTTAS i avTiypa@ig.

Huepounvia:  8/10/2020

O AnAwv

(1) «Ormoiog ev yvwaoer Tou dnAwvel weudn yeyovora 1 apveitalr i amoKpUTTel Ta aAnBiva ue
Eyypapn utretbuvn dnAwon

ToU GpBpou 8 map. 4 N. 1599/1986 miuwpeital e QUAAKION ToUAdxIaTOV TPIWV UNVWYv. Edv o
UTTaiTIoOS QUTWV TWV TTPaéEwv

OKOTTEUE va TTPOOTTOPIOEI OTOV EQUTOV TOU 1 0€ GAAov TTepioudiakd O@peAog BAGrrTovrag Tpitov 1

OKOTTEUE va BAGwer GAAov, TiuwpeiTal pe KGBeipén Léxpr 10 eTwv. »






I[TEPIAHWH

To maixvidlr amotedovoe mavta £€U@UTH avaykn tou avBpwomou. Me to
IEPACIA TOU XPOVOU Kal Aoyw tng paydatag e§eAing tng texvoloylag,
onpiroupynOnkav ta Bivreomaixvidia Kait eyiwvav 1 Onpo@ileotepn
popen maitxvidtou. Efaitiag tng mAnbwpag Kai tng moikiAiag Ttoug
KATATAOOOVTAlL O0g Old@opeg KATNYOPLES, €V® TNV avamtudln Kai tnv
uAomoino1n toug 61eUKOAUVOUV TA AOYLOHULKA ITOU ovopadovTal «nxXaveg
avamntuéng Bivreomairxvidiov». Xto mAailolo Tng mapovuodg IITUXLAKIG
epyaoiag, peta amo Jia OUVTOUI] ava@opd 0€ KAIMOlLES A0 TLE UNXAVEQ
auteg, ylvetalr pia 10Toplkn avaokomnon tng pnxavng Unreal, eve
ep@acn oOivetar otnv upnxavny Unreald. O avayveotng apXika
mAnpo@opeitar yia ta otdadia oxedraopou Kar  avamtuing evog
Bivteomarxvidiou Kalr akodoubwg pueitar otnv avalvon avamtuing tou
Bivteomarxvibiov The Challenger, to omoio dnuioupynbnke pe tnv

Bonbeira tng pnxavneg Unreal 4 yia tig avaykeg tng epyaoiag autng.






ABSTRACT

With the passage of time and technology video games were created
and soon became the most popular form of gaming. Due to their wide
variety and number they are classified into different categories, while
softwares where created to help developers with the development and
production. These tools are called game engines. Within the bounds of
this paper, after a short reference to some of these game engines and
historical overview of unreal engine, we will focus on unreal engine 4.
The reader after a short reference to the development stages of video
games, is run through the development of the game The Challenger,

which was created using unreal engine 4 within the scope of this

paper.
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KE®AAAIO 1 Evocaywyn

1.1 IToxvidua

H Onpiouvpyla tov maixvidiwv Kair 1 evaoxOAnon pe autda avnkel ota Baouka
¢votikta tou Homo Sapiens. Ov apxator EAAnveg, ov Bixivykg, akoun xai ou
avBpwmor Ttwv omndailev eixav ouotnpata mavxvidiwv Baowopeva os Kavoveg

(Egenfeldt-Nielsen, Smith, & Tosca, 2020)

O T'eppavog rdooogpog Ludwig Wittgenstein (1889 — 1951) 6ev xatdgpepe va Bpeu
évav oplopo mmou Ba roxver yua 0Aa ta marxvidia. Eival to mokep kar to Assassin’s
creed mapadetypata tou 16wou @atvopevou; To mokep maidetal pe moAAoUg maAlKTeG
Kau arnaptidetal amod Kavoveg evog IPpaypatikou Koopou. AvtiBeta to Assassin’s
creed eivar maixvidr paxng xar puotnpiou mou Swabpapatidetar oe  evav
@PAVTAOPAYOPLKO KOOPO HE Kavoveg MOoU HLPOUVTAL OP®E TOV IIPAYHATIKO Kal
naidetar pe evav maiken. Avo t6oo Sta@opeTikd marxvidia mou Op®g avi)KoOuv oTnv
10va katnyopla: KAaoolkd matxvidia pe xowva onpeia, 610TL Kar ota 6U0 0 matKTng
avTIPETOIIL{el avTLIIAAoUg Kal ol emtAoyeg tou atodoyouvtal pe Baon toug Kavoveg

tou mavxviorou (Egenfeldt-Nielsen, Smith, & Tosca, 2020).

Aopadwg Aourdov  umdpxouv ImoAAEg Katnyopieg ImaLXvidiwv :  IIapadoolard
£EOTEPLKOU XWPOU OIOE KPUPTO, KUVNYITO K.a, emtparnedla orneg tabAl, oKAKL K.d.,
Kovoodag, omwg to metal slug oto playstation xar ta NAEKTPOVIKA-WNHEOLAKA
mavxvidla mou ouveXmg mAnbaivouv kai epmloutidovtat. Ta tedeutaia, mou Ba
ovopadovtal epelng Buvteomaixvidia, KepSi{ouv 0A0 Kal mepLoooTtepo £8apog vavl

TV IAPAd00LOK®OV KAl AIIOTEAOUV £V I1E€PEL TO AVTLKELIEVO aUTHE TI¢ £pYaoiag.
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1.2 Avadpopurn otnv 10topia TV NAEKTPOVIK®OV IALXVIOLOV

Kavovtag pua avadpopn otnv e§eAiln tov Buvteomaixvidiwv BAemoupe tepaotia
Brjpata avamntudng. Eekivovtag amd to mpato «Aimep» tou Martin Bromley to
1951, gptavoupe otig atbouoeg nAektpovikav (arcades) tn 6ekaetia tou 70, ov omoieg
eival StaBeopeg oto eupy Kowo. Lt ouvexewa to 1962 o Steve Russell, @ovtntng
tou MIT, avemtue tov kwdka yua to mavxvidr SpaceWar. H mpwtn owkuakn
IIALX VOO XavI] IOoU KUKAo@Opnoe to 1972, mepleixe povo éva maiXvidlt xau
ouvbeotav otnv tnAeopaorn. 'Extote 1 paySaia avamtudn tng texvoloyiag, tov H/Y
Kai 11 6revpuvon tou Stabiktuou oupmapeoupe Kal ta Bivreomairxvidia, ta omoia
arrotedovoav axpifn WPuxaywyia yiad KAIIOWoUg KAl £ywvav og XpOvo PeKop I IIL0

Onpo@lAn amaoxo0Anon yia pikpoug kKat peyadoug (Avayvootou, 2009).

Ympepa mAeov akopn xai oool 6ev GvaBétouv mpoowmko H/Y, aAAd povo xivnto
TNALP®VO, £€xouv mpooBaon oe Bivteomaixvibia, mou Bewpouvtal MAEOV pia aKOUn
popoen wuxayeyiag. H dnpotikotnta toug £xel auinbel katakopuga. Aoyw tng
eupelag 61a600ng £yLvav avTIKELPEVO HEAETNG WG EITLPPOT] 0TI OOHIATLKI), YUXLKI] Kal
IIVeupatiky uyelag tov maktov. [lapott exer oudntnBei to B¢pa tng Biag ota
Bivteommarxvidia (kamova £xouv armooupBel yia to Adyo autod) Kat tou eBiopou, dev
exel amoderxBel ot euBuvovtalr yla Aoknon mapaBatikig  OUNHEPLPOPAS
(Avayvootou, 2009). AvtiBeta o1 Oetikeg emmppoeg tov Bivteomatvibiav eival mapa
moAeg. 'Etov mépa amd tnv wuxaywylkny mAeupd, evioxXUouv emiong Tov
melpapatiopo, v efepevvnon kKar tnv efeAfn Quokev 06eflothnTv, OmI®g yia
mapadetypa v avtiAnyn Tou TPlodldoTatou XMPOU KAl TV apeon avtibpaor).
Emiong to aAAnlemidpaoctikd toug meplBdddov mpoopepel apeon avadpaon Kau
ouven®g duvatotnteg yia eprmelpkn pabnon (Avayveotou, 2009). EmumAéov, moAda
Bivteomairxvidia oxediaotnkrav yia va BEATI®o0UV TV uyeia TV IaKTeOV, AKOUN Kat
pe xpovieg mmadnoerg, BeAtiovovtag 6edrotnteg autd-@povTidag Kal CUPHIOP@®ONS 08

watpikreg odnyleg (Griffiths, 2002).

Ta Buvteomatxvidia eivar moAv Snpo@iAn Kal oty X®pa pag. ZUHEaVa e £peuveg ol

IIPOTLUN0L1G NAEKTPOVIKOU ITALXVIO10U KAl 1) oUXVOTnTa Xpnong e£aptmvtal ard to
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@UAO, TOV TOIO S1aPOVIE KAl TO POPPRTLKO emirredo TV yovemv. Autol epmAekovtal
Kal otV emiAoyr) tou BivteomaiXvidiou Kal Tou XpOvVou MoU a@LEPROVETAL O AUTO,

otav o maiktng eivar pikpotepng nAkiag (Xatdng, 2006).

Ta Brvteomarxvidia Opwg 6ev eival povo wuxayoyla Kat 61aokedaorn, aAAd Aoy® tou
£UpoUg TV XAPAKTIPLOTIKROV TOUE OIM®wS aAAnAemidpaon, Trpnon Kavovev, Aapeon
avadpaorn EmUITOOE®Y, aVAIIAPAoTAol] YEYOVOT®V KAl 10TOPLRV, IIPOCOIO0LKON
IPAYPATIKOU  KOopou, moAAamdeg euraipieg O10pBwong Aabwv, Kivntpo
evaoxoAnong, Guvatotnta CUPPETOXNS Opadag MALKT®V £XO0UV KAl €KIIALOSUTUKI)
a&ia. I'ia tov Adyo autd ta Bivteomarxvidia Bplokouv epappoyn oe moAAoug topelg
OII®E OTOV TOWEA TOU 0TPATOU, TN eKIaideuong, tou Xwpou vyeiag (Kato, 2010) , tov

eImxeLpnoemy, ormote Xprnlouv kat wowaitepng mpoooxng (Avayvmotou, 2009)

1.3 E16n wnoeuarov maixvioiov

Aoye tng mAnBopag toug, ta Bivteomaixvidia, oUp@®va e To OTUA KAl ToV TPOIIOo e
tov omolo maidovrar, adld avefdptnta amd To Ogpa Kar TNV 10Topla Toug,

Katataooovtal otig e§ng yevikeg katnyopieg (Avayveootou, 2009):

v' Apdong (action games), 1 modaldtepn KATNyopia e Kowo XapaKTHPLOTIKO
TNV AIIALTNOnN yld YPIYopd aVTAVAKAAOTIKA KAl KAAO OUYXPOVIOHO XePLOU-
patiov (m.X.pac man), pe Tig IapaKATe UIIOKATNYopleg:

» Tlavxvidra BoAawv 1°v mpoonrmou (first person shooters) m.x.Halo

» Ilavxvidia BoAwv 30V mpoonou (third person shooters) m.x. Fortnite
» Ilavxvidiwa maAng (fighting games) o.x. Tekken

» Ilavxvidira mAatgoppag (platform games) m.x.Prince of Persia

v’ Ilepunéterag (Adventure games), mou eKTO¢ Tng OpAONE AIALTOUV OKEWT),
elepeuvnon katl Avon yplpwv m.X. God of War

v’ Xrpatnywkng (Strategy games), mou amairtoUv thnyv olaxeiplon mopmv Kau
avBpomivou Suvapikou Kabng Kat tn Afwn amo@aceov yia Ogpata moAgpou,
€UII0plou 1] Kataktnong edapwv m.X. Warcraft
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v TTawxvidia poAev (role-playing games), mou amotedouvtar amd ouvOeta
oevapla pe Sla@popeTIiKEG AMOOTOAES KAl £XOVTAE £VIOVO TO OTOLXEL0 TNg
elepeuvnong o maiktng avaBabuidelr Tov Xapaktipa mpoodidovtag Tou
Ouapopeg 1kavotnteg/e@odia mm.x. Star Wars: Knights of Old Republic

v TTavxvidia okéwng (puzzle games), mou otnpidovtal otn AUon ypieev, £Xouv
armAo Xelplopo, ouvToun S1apKela, amartouy XapnAr UIIOAOYLOTLKI] 10XU Kdl
AOY® autoU £xouv efamlaBel oe OAeg Tig mAat@opueg m.X. tetris

v' TTawxvidia mpooopoiwong (simulation games), mou avamapdyouv ouvOnkeg
TOU IPAYHATIKOU KOOOU 02 £LKOVIKO KAl £X0UV TLg IIAPAKATE UIIOKATI Yopleg:

»  Tlavxvidia mpooopoiwong oxnuatev (vehicle simulation) m.x. Need for
Speed

» ABAnTika mauxvidia (sports games) mm.x. FIFA, Pro, NFL

» Ilavxvidia xataokeung xkair  pavatduevt  (construction  and
management simulations) m.x. Simcity

» Movuoika mavxvidia m.X. Guitar Hero

Ytig pepeg pag oAoKAnpog kAadog tng Bropnxaviag aoxoleital pe ta Brvteomnatxvidia
Kalr 1oAAeg etaipeieg emevououv mA£ov Otov Topea oxedlaong kai avamtudng
matXviolwv. Iapda to otadio oto omoio Bpiokovtal mpog to mapov ta Brvteormatx viola,
avapevetar paydaita n efeAiln toug. I'a mapddevypa, mpooexeog Ba kavouv tnv
£U@EAavion toug mmatxvidia mou dUokoAa Oa pmopouoape va elKACOUNE AIIO TOPEA TLE
duvatotnteg toug. Emopevag, oe oxeon pe tnv peddovtiki toug eEeAln, Oa Aeyape

0TL Bplokovtal akoOpa 08 VNITLAKT] NAKia.

[Ma tig avaykeg Tig mapovoag IMTUXLAKIE epyaoiag oXedlaotnke Kal vdomou)0nke to
mavxvidolr «The Challenger» mou Ba pmopouoe va evtaxBei otnv katnyopia Puzzle
Platform pe action otoixeia, evoopatovovtag QUOLKA TNV alobnorn tou XL1oUHop Tou
onuoupyoyu kar To pnvupa mou Oeler va 1mepdoel, apa KAl otovxeia tng

IIPOOKITLKOTITAG TOU.
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KE®AAAIO 2 Mnxaveg dnuiroupyiag

Birvteomarxvidiev

2.1 Ewoaywyn

Mnxavr) mopaywyng Bivteomaixvibiov —(game engine) ovopddetar  pua
epYaAelo0nKn-e@apUoyr] IOU IIPOOMEPEL  £Va  OUVOAO ALUTOUPYL®V Yld TNV
QUTOPATOIIOW01] TOU XELPLOPoU £vOog peydAou eUupoug oeipdg dtepyaotav (Ypagika,
11X0¢, PUOLKIN IIAarXvidiwv, diktua, texvnty vonpoouvy). O Xeiplopog avilkelpevov
02 auTeg TG HNXaveg MmALXviolmv yivetalr oup@ova pe Tig apXeg Tou

avtikelpevootpa@oug mpoypappatiopov (Charrieras & Ivanova, 2016).

H pnxavr mapayeyng Bivteomaixvidiov ouciaotika avadapBavel tnv vloroinon
eravadapBavopevov Stadikaoiov 6ivovtag otov OGnuioupyd Tou ImatXvidiou Tov
XPOVO Kal TNV €uKalpia va emkevipebel oto oxeSiaopd Tou  mmatXvioiou

(Avayvootou, 2009)

Ymoapxouv OSuwaBeorpeg pnxaveg mapaywyng Bivteomarxvidiwv pe Guia@opeTtikeg

duvatotnteg, mou SratiBevtal otoug oxedlaoteg maLXvibiov:

* pe avvaddaypa pepidio amod ta kEPON Tou marxvidlou otav autd 600ei oto

epmoplo (rm.X. Unreal Game Engine)

" e mDAnPeuUn tng adelag Xprong

eAeuBepeg oe meplLopLopevn £K6001

= Jwpeav

Mepikeg amd Tig pnxaveg mairxvioou (game engine) eivalr ol akolouBeg:
GameMaker, JMonkey, Ogre 3D, Shiva Game Engine, Sio 2, Turbulenz, Unity,
Unreal Engine's, Godot xau moAAég akoun (Christopoulou & Xinogalos, 2017). Aev
UIIAPXEL OP®G pia pnxavi) matXvidiou mou va eivatl ) KaAutepn yia KaBe okomo, aAda
KaBe xpnotng emAeyel Ty KAtaAAnAotepn yia Tig avaykKeg TOU HALXVIOLoU II0U
B¢eder va oxebuaoer (Christopoulou & Xinogalos, 2017). Kamoleg amd tig pnxaveg

IIALX VIO L@V avVa@EPOVTAL OUVOIITIKA HAPAKATR.
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2.2 Unity

H pnxavn maixviGiou Unity Game avakowemBnke yia mpotn @opd dnpooia oto
Worldwide Developers tng Apple oe ouvebpro to 2005 xai eivar pia amo Tug
yvoototepeg punxaveg mavxvidwwv. H Unity mapéxer mponypévn 3D amoboon
YPa@PKOV Kar owpeav efaywyn oe efurmva kivnta. Emiong eivar pla amd Tig
onuoglAeotepeg unxaveg malXviouwwv otn Blopnxavia, eve pe autn)  €X0UvV
onuioupynOet moAAd emtuxnueva mavxviowa, onwg Deus Ex: The Fall, Assassin's

Creed: Identity (Christopoulou & Xinogalos, 2017).

2.3 GameMaker

To GameMaker xukAo@opnoe yia mpatn @opd pe to ovopa Animo to 1991 xau ntav
KatdAAndo yva Snuuoupyia 2D mavxvibwwv. Evtoutolg emtpémner otov Xprnotn va
mpooBeoel TplLodrdotata ypagika kat @uolkn. To GameMaker eivar eukodo otn
XpNon ywa apxaploug xpnoteg, kabog Oev amartel yvooelg MPOypPApPATLOHOU.

(Christopoulou & Xinogalos, 2017)

2.4 TurbulenzGame

H pnxavn mavxvidwov Turbulenz SnpuioupynOnke tov AmpiAio tou 2013 xav eivau
Hla pnXav) Iou eImvTpeIel tny e§ayoyn) matXvidiov og Ipoypappiata Iepu)ynong yua
Kwntd, pe Baon tnv moAAd umooxopevn IIPooeyylon Tov texvoloyiwv lotou.
Tautoxpova, n Turbulenz eivar Swpedv, avoixtou KmOKaA Kai umootnpidel

tprodraotatn amodoon ypaplkav (Christopoulou & Xinogalos, 2017).

2.5 Godot

Me 1t pnxavy maixvidweov Godot mapéxetalr pua €IMUIA£OV IIPOCEYYLON OTNV
avartun maixvidiov, pe ekatovtadeg mpoypappatiotikoug kopBoug (Nodes), pe
euedlikto ovotnua oknvrg (Flexible scene system), pe ontiko emeepyaotr (Visual
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editor) xar pe tn Suvatotnta poviung {ovtavig enedepyaoiag 0mmou ov aAdayeg 6ev
Xavovtar petd tn dvaxkorr) tou mavxvidwou. H pnxavr) Godot extedeitar akopn xav

oe ¢{unveg ouokevueg (Linietsky & Manzur, 2007-2020).
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KEDAAAIO 3 IXTOPIKH ANAXKOIIHXH THX
UNREAL ENGINE

Xto OUuyKekRpipevo Ke@ddaro Ba doupe avodutikotepa tnv Unreal Engine mou
Xpnotporodnke Katd Tnv eKImovnon tng ImTUXaKng epyaciag yla tn Snuioupyia
tou «The Challenger». H Game Engine Unreal eivalr amo tig dnpo@ileotepeg
HNXaveg mapaywyng marxvidimv, eve £xel Kataypapel oto BuBAlo tov pexop I'kiveg

0 2014 g 1 H10 EIMTUXNHUEVI] UNXAVI] TOPAYRDYTE IIALXVIOLWV.

To Unreal Tournament avartuoxOnke otnv Unreal Engine. Eival to 1° tng maixvidu
Kav etvar avorxtou kKwovka (Lewis & Jacobson, 2002). Evoopatover tn 61kr) tou
MIPOYPAPPATIOTIKY] YA®ooa 1ou ovopaletar UnrealScript kot to O01kO 1tng

enelepyaotn Xaptwv mou ovopadetar Unreal Ed (Paul, Goon, & Bhattacharya, 2012)

Av xau apxika avarntuxOnke yia maitxviora BoAwv 10 npoonmou (Unreal first person
shooter) avapgroBritnta exer eedixOel oe TOAU 10XUPT PnXavy matxvidlou LKavr)
va vurootnpidel omolodnmote £idog marxviorou. Mia dAAn OSvagopd tng Unreal
Engine eivair oti o mnyaiog Kodkag eivar avoiXtog. Autod IIpoo@Epel 0Toug
Ipoypappatioteg mou 0OeAouv va €peuviiooUVvV IMEPLO00TEPO TNV euKkalpla va

QIIOKTIOOUV pa emumAeov epmepia pabnong (Andrade, 2015).

3.1 Unreal engine 1

Yupgova pe ouvevteuln tou 2017 mou €6woe o w6putng tng Unreal Engine, Tim
Sweeney, to 1995 {ekivnoe va ypdgel tov KoOuka yia evav enelepyaotr)- Editor wote
va BonOnoer tov James Schmaltz mou eypage évav emefepyaotn) oe assembly.
Kamova amd ta xapartnpirotika tou Editor tou Sweeney ntav 1n avixveuon
OUYKPOUOE®V, EYXPROIO0 POTLONO KAL 110 IIEPLOPLOREVT] K600 PLATPAPIOPATOS UPRV.

Emiong vnmootnpide tnv Kataokeun yeopetpiag oe mpaypatiko xpovo (Lightbown,
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2018). H apxukr kuxkdogopia tng Unreal Engine ntav to 1998 (Christopoulou &
Xinogalos, 2017)

3.2 Unreal Engine 2

H Unreal Engine 2 xukdog@opnoe to 2001, xar avaBaBuiotnke tedeutaia @opa to
2005 mpotou avtikataotabel amd tnv 3. Ov avaBaBpiosig agopovoav Basics,
Techniques, Tools, Primitives, Lighting and Textures, Effects, Animation,

Physics, Matinee, Scripted Sequences (Epic Games, n.d.)

3.3 Unreal Engine 3

H Unreal Engine 3 xukAo@opnoe to 2007 xar umootnpile tig kovoodeg Playstation
3, Xbox 360 kal puoika H/Y . Ov avaBaBpiceirg apopouoav ota cuotnpata Levels ,
Textures and Materials, Art and Animation, Characters, Weapons and Vehicles,

Effects, Cinematics, Gameplay Scripting, Music and Sound (Epic Games, n.d.)

EmumAeov, oupgova pe pua €peuva 1 Unreal Engine 3 ektog amd mAat@oppa yia
onuuwoupyla Brvteomarxvidiwy, amotelovoe pia KATAAANAN OAATEOPHUA Yld THV
avAartudn puag armoteAeOpaTIKIE Kal akplBoug mpooonolmong mpoBAnudteyv opaong

(Lewis, Brown, Cranton, & Mason, 2011).

3.4 Unreal Engine 4

H Unreal Engine 4 xuklogopnoe ywa mpwtn @opa tov Mdawo tou 2012 xau
Xpnovpornowfnke yia va XTioel CUOTIIHATA €LKOVIKIIG HPAYPATIKOTNTAS KAl Va

onuuoupynoel Srabpaotireg Aettoupyieg (Yuxiang, Xiaowel, & Nongliang, 2020).
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H ¢x6oon 4.24 mou rurlo@opnoe tov AeképBpro tou 2019 eivar autn mou
xpnoiporowdnke Katd tov oxediaopo kav tnv vdomoinon tou «The Challenger». O
XPNOTNE HUIIopel MAEOV va Onploupynoel £00TEPLKES KAl e{OTEPLKES OKNVES Yia
ImavXvidla Kol omotika pe véa epyadeia. Emiong €xelr tn Suvatotnta va avartudel
IIavXvidla TUmou  «avourxtou Koopou» (open world) mou mepiéxouv Suvapikoug
oupavioug 66Aoug. Mia GAAn Guvatotnta IIoU TOU IIPOoEEPETAL elval 1) dnpuloupyia

Kivnong (animation) pe ameikovion kKwvoupevng koung (Epic Games, n.d.).

H 4.25 eival n mpotn mou viiootnpider to Sony PlayStation 5 xat to Xbox Series X
tng Microsoft kaBwg xar tn xpron DirectX (Windows, Xbox One), OpenGL (OSX,
Linux,PlayStation 4, 10S, Android xar Windows XP) kar WebGL, yia mpoypaupata
repinynong ovou HTML5 (Andrade, 2015).

Ta mpotelvopeva XapaKTnploTKA TV ouotnpatev v etapeiag (Epic Games) yua

tnv avamrtudn oarxvioiov pe v Unreal Engine 4 eival ta e8ng:

v" Windows 10 64-bit

64GB RAM

256GB SSD (OS Drive)

2TB SSD (Data Drive)

NVIDIA GeForce GTX 970

Xoreax Incredibuild (Dev Tools Package)
Six-Core Xeon E5-2643 @3.4GHz

D N N NN

3.5 To peAdov tng Unreal Engine

H Epic £xev avakowveoer tnv kukAogopia tng Unreal Engine 5 to 2021 (Epic
Games, 2020). IIpokertar ywa tn vea yevia tng Unreal mou Ba evoopatovel

TEXVOAOYieg OIIKG:

v' Nanite, £1KOVIKI] HIKPOIMOAUY®VIOKI Yewpetpia, mou Ba OSwoer otoug
oxedlaoteg mmatxvidlwv tnv eleubepia va oxedldoouv pe 001 YEDUETPLKI)

Aemrtopepera propel to avlpwiivo patt va Stakpivet
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v' Lumen. ITpoxkevtar yua éva mAnpwg Suvapiko epyadeilo @eTIoRoU, mou eXel
apeon avoamokplon/avtidpaon oe kKABe aAAayr] TOU @PRTOS KAl €TOL Ol
oxedraoteg Ba pmopouv va Snuioupynoouy mo duvapikeég oknveg aAladovag
II.X. TNV YOV TOU NAL0U Yl TNV 0pd THg NUEPAC.

H Unreal Engine 5 6a uvmootnpidel 0Aeg tig mAatpopueg.
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KE®. 4 XTAATA YXXEATAXMOY KAI
YAOIIOIHXHY BINTEOITAIXNIAIQN

4.1 Xxedraopog Tou marxviolou

«O oxebiaopog tou mairxvidlou eivar teéXvn Kai texvikn paly. O oxeGuaotng
mpoodlopidel ta SOPLKA O0TOLXela TOU MALXVvidlou, TNV appoviKl] ouvumapdln Toug,
kaBopider tnv 100pporIria, Tig SUVANLKES TOU CUOTIIATOE TOU IIALXVIOL0U yia va eival
Aertoupylko Kar 6ikaro. I'a va ta metuxer autd, pe Ty @avtaoia tou dnpioupyet
OUVAPIINOTIKOUC £LKOVIKOUC KOOHOUC KOl Je TS YVWOelS Yl To peoo mou Ba
XP1OLPOIIOL 0Ll Y10 TNV UAOIIOLNOT) IIPOX®WPA 0TIV AVAIITUST TOU IIALXVioloU, OUXVa

ouvepyadopevog pe moAAég eudikotnteg (Avayvaotou, 2009).
H mAoxn tou BuvteomarxviGioy The Challenger eivau n e€ng:

Yie &vav QavtaoTLKO KOOWO0, UIIAPXEL £va PuoTi)plo ouykpotnua Ktiopatev (Feli)
OIoU emA£YeL va mael 011o10¢ embupel va armokTIjoet Thv SUuvan va IpaypaTtonolel
omovadnmote euxn tou. I'ia va yiver autd mpemer va amodeifer tnv afia Tou
IePVOVTAS £va oUvoAo Sokipaowav. Lto Feli Bploketar o npwag (The Challenger)
mou mpoomabwvtag va mepdoel Tig Sokipaoieg meBaiver moAdeg gopeg. Opwg n
POVI)/KOKKIVI-UIIAAQ TOV AvVAOTALVEL OUVEXKS, a@oU LKavoIroleital BAémovtag tov
Bavato tou. 'Etol, ¢pxetar n otiypn mou o npwag amogacidel va epuyel amd to Feli
AKOUA KAl av TeAlKd dev amoKktnoel tTnv Ouvapn va mpaypatomnolel tig euxeg tou. H
armo@aocn auty eivar KataAuTtikr.  AvtidapBavetar otv 1 {wr Ttou eival 1mo

ONUAVTUKI) AII0 TNV €KIANP®OON OAXV TOV EUX®V TOU.

4.2 Ytadia avamtuéng epmoplk®V BrvteomatXvioiov

H Swabikaola avamtuéng mavxvidiou (game development) amavtel mewBapxia wote

va emteuxBel o ouvbuaopog 1nxou, TEXVNG, €AEYXOU OUOTNUAT®V, TEXVINTIG
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VOoNpoouvng Kalt avOpRIivov mapayoviov Kol Ola@opoIiolel Tnv  avamtudn
IarX violou amo tnv mapadoolakn avartudn Adoylwopikou (Saiqa, Capretz, & Faheem,

2016).

H avamtudn tou mavxvidiou {ekiva amd to pndev Kal og yevikeg ypappeg akodoubet

TA emopeva otada:

1. Imitiation — IIpotaon , 6mou oto 0TAdL0 AUTO yevvieTal 1 apXuki 10€a Tou
ALY violoU peoa armod Katavylopo 1oemv

2. Pre-production — IIpomapaywyrn, oOmou meprypd@etal TO MHALXViOL, Ol
XAPAKTNPEG, 1] TTAOK, TA CUOTI AT XELPLOPOU TOU ITALKTI KAl TA UITOAOUIA
XapaxTnplotikd. Katd tnv @don autr) Kataypa@ovtal OAd Ta IAPAIIdve O0TOo
£yypago oxebiaong matxvidiou game design document (GDD). To GDD eivay
e&ALPETIKA ONUAVTLKO KAl IIapad0Te0 0T (Ao aUTI) KAl IIEPLEXEL LA OUVAQT)
IIEPLYPAPL] TOV BACLK®V 0TOLXELROV, TOV OXE0LOV TOUE, TOV Kateubuvoenv Kal
£va Koo AeSlAoyo yia va oupBdaAAel otnv amotedeopatikn avartudén (Saiqa,
Capretz, & Faheem, 2016)

3. Production — Ilapaywyr, omou O&ivetar peyaldutepn Baputnta otov
IIPOYPAPPATIONO KAl T Onuuoupyla TV o0tolXeiowv tou mavxvidiou. H
dwadikaoia autr eival peydng Guvapkrerag Kal to mavxvidt apxidel va maipvel
nop@n.

4. Alpha— Xta6wo Alpha . Xto otddio autd to maixvidl pmopel va mmaiXtel Kat
eA£yXeTal amo TNV avtiotolXn opdda av ta otolXela Tou IarXvidlou mAnpouv
TA KPLTNPLA, OHOTE Of IMEPLITMOON OPAAPAT®OV EIL0TPEPEL 0TO IIPOIYOUEVO
0Tad10.

5. Beta — Xtabiwo Beta. Av oto otadio Alpha ta amotedéopata eivar ta
avapevopeva, to matXvior mAeov alodoyeital amnd e{wteplkn KAeiotn opada
Yia avatpo@odotnor).

6. Release — ITvotomoinon xar xukdogopia. To mavxvidl dratibetar mAeov otnv
ayopd. (Ramadan & Widyani, 2013)

Zuvomntikd mapouotadovtal ta otadia mapayeyng Bivteomatxvidlou Kat 1) meprypagn)

toug otnv Eikova 1.
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Ewova 1 Anewkovion otabiov mapaywyng frvreomarxvidbrou
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4.3 Xtadia avamntuéng tou «The Challenger»

I"a tnv avamtudn tou OuyKeKpLuevou matXviolou 0To IMAALOL0 TNE IITUXLAKIG
epyaotag ta otadia avamtudng drapopomou}Onkayv amod ta yevika otadia avamtudng
EUIIOPLK@V  mavxviowwv. 'Etor petd tov apXikd oxediaopd  tou Imarxvidiou
aro@aciotnkav ta mechanics - pnxaviopou tou matXvidiou, Ommg 1) aomida, 0 TPOII0g
Kivnong, to grappling hook, n tnAepetagpopd, ov pnxaviopol twv moptwv (puzzle), n
duvatotnta mupoBoAiopov, to dash xav i yevikn epgavion tou mavxvidrou. Ola ta

IIAPAIIAVE AVKOUV otV @don tng Ilpomapaywyng - Pre-production.

Yto 0tablo tng mapaywyng vdomouOnkav ta mechanics, ta actors Kat ta UALKA-
materials mou XpnoipomowOnkav. Xtnv mapovuca @Aaon vdomou)Onkav Kai ta
emteda Tou matxvidlou avaloya pe toug Gvabeorpoug mopoug. To Alpha xav Beta

0tabio eTpexav mapdAAnAa pe Tnv mopayoyl).

4.4 I'evixn neprypaen tou The Challenger

To The Challenger eival maixvidl evog mmaixtn (single player) xai avikel oto £160g
Puzzle Platform pe action otoixeia. O Yapaktrpag ToU HALKTH Klveltal og £va
TPLOO1A0TATO £LKOVIKO IeplBAAAov £vOog @avtaotikoU KOopou mpoornabovtag va
@TAoel 0To TeAeuTtaio emmimedo, AUvovtag Ypipoug Katl rpoorrabwvtag va avtarre{eAOel

oT1g IpokAnoelg Kabe miotag.

2o 1° emiedo onwg @aivetal otnv Eikova 2, o maiktng £pxXetal oe Pt eIa@n e

Tig 6edL0TNTEG TOU XAPAKTIPA.
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Ewkova 2 Zuuypiotuno mavxvibrou oto 1o eminebo

Yto 2° emimedo, OTLYPLOTUIIO TOU OIOlou @aivetar otnv KEikova 3, o maiktng
rpoorradel va oudAedel axapatd, va armo@uyet mayldeg Kat agou Bpel Tov Kpuppevo

K®OOLKO va rmepdoel 0o erropevo emimedo.

Ewkova 3 Ztvyprotumo marxviéiou oto 20 eminedo
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Yto 3° emimebo (Ewkova 4) o maiktng Ba mpemelr va Siekmepaimost €va GUVOAO
S0K1a0LeOV OIK¢ 1) KLvNon avapeod og Kivoupeveg MAAT@OpHeg K.d. WOTE VA QTACEL

otnv mUAn ££660u yia to emopevo eminedo.

Ewkova 4 Ztvyprotumo matxvibiou oto 30 eminebo

Yo 4° emrinie6o (Eikova 5) 0toxX0g Tou maiktn eival va emBiooet armd Toug avtlmaAoug
ToU Kal e§oudeTep®VOVTAg TOUg va AUoel Tov Ypipo yia va pabel tov Kwdiko Kal va

Kata@epel va amnedeubepndet.

Ewkova 5 Zriyprotunmo marxvibiou oto 40 eminedo
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KE®AAAIO 5 H 6opn tou The Challenger

5.1 Blueprints

Evotnta 5.1.1 BP_FutureShot xatl mawdva

To BP_FutureShot ¢xeuv oav root component to CollisionComponent pe attached
components to Static Mesh kaiv to particle system. EmmAéov exer to built-in
projectile movement component tng Unreal. Emiong mepiéxelr tig ouvaptnoelg
Event Hit, SpawnHitEffect xkai Event BeginPlay. Ymdapxouv ov petaBAnteg
ColorEnemy xav CororAllied mou eivar tomou Linear Color xai n petaBAntn

AlliedShot mou eival tumou Boolean (Eiwkova 6).
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Ewxova 6 BP_FutureShot partl

Yto Construction Script tou BP_FutureShot eA¢yxetal av o actor £xel tnv etiketa
Enemy xai avadoywng aAdadel tnv tipn tng petabAntng AlliedShot xkal av 6ev eivau
AlliedShot tpormomolel to Xpwpa tou Particle System tou actor BP_FutureShot

(Ewkova 7).
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Ewkova 7 BP_FutureShot part 2

IMa ) BoAn SnuioupynOnxke to actor class BP_FutureShot oto omoio opiotnke va
avixveuel Tt oUYKPouon Kal 0TI OUVEXELA VA IPAYLATOIIOLElL eAeyX0oUg OXETIKA e
TOV €VTOITLOPO TOU actor mou OUYKPOUOTNKE KAl VA CURITEPLPEPETAL AVAAOY®G. LTV
Eiwxova 8 BP_FutureShot @aivetal n avixveuon tng cUYKPOUONE KAl 1] evapdl TV
OLLPLAKQOV eAeyXmV, KaBng Kal 0 IIp®Ttog €AeyX0g 0 0molog apopd TNV £VEPYOIIolnon

TNG PUOLKIG TOU OUYKPOUOHEVOU actor.

Ewxova 8 BP_FutureShot part3
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Ytnv Ewkova 9 gaivetar 0tL av o mpmTtog oeiplakog £Aeyxog eivatr adnbng, tote

rpootifetar Onon (impulse) oto onpueto ouykpouong.

Ewova 9 BP_FutureShot part 4

Av o actor eivalr BasicEnemy_Al, kalei tn ouvaptnon SpawnHitEffect kav oty
ouvexewa Tt ouvaptnon Basic Shot Damage mtou BasicEnemy Al. Auto

arretkovidetal otnv Ewkova 10.

Ewova 10 BP_FutureShot part 5
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Av o actor eivar FirstPersonCharacter xalet tn ouvaptnon SpawnHitEffect kau
otn ouvexeva tn ouvaptnon Basic Shot Damage tou FirstPersonCharacter, omnwg

@aivetar otnv Ewkova 11.

Ewova 11 BP_FutureShot part 6

Av o actor eivar BP_PawnParentAi kaletl tn ouvaptnon SpawnHitEffect kal otn
ouvéxela ) ouvaptnon Basic Shot Damage tou BP_PawnParentAi, onog gatvetau

otnv Ewkova 12.

Ewova 12 BP_FutureShot part7

H ouvaptnon SpawnHitEffect mou ameikovidetar otnv Eikova 13 epgavider to
emmiter ( P_hit_slash) otnv tomoBeoia tou Particle System pe tov mpooavatoAiopo

TOU.
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Ewova 13 BP_FutureShot part 8

IMvetar £deyxog yia va SramotwBdel av n petaBAntn AlliedShot eivar aAnOng xau
0T1] OUVEXELA TPOIIoHolelTal avaloywg To Xpmua tou nediou color otov emitter. Meta
armd pia pukpn kabuotepnon yua va oAokAnpweBet to P_hit_slash xataotpepetal o

actor (Eiwkova 14).

Ewova 14 BP_FutureShot part 9

Yto Event BeginPlay apxikomoieital o actor, @ote va ayvoroel T oUyKpouon Je

tov umokivnti (instigator) tou (Eikova 15).
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Ewova 15 BP_FutureShot part 10

To BP_AlliedShot eivalr Child Blueprint Class tou BP_FutureShot xau n petaBAntn
AlliedShot eival true (Eixoval6).

Ewova 16 BP_AlliedShot part 11

To BP_AlliedShot eivar Child Blueprint Class tou BP_FutureShot xau n petaBAntn
AlliedShot eivau false (Eikoval?).

Ewxova 17 BP_EnemyShot V 12
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Evotnta 5.1.2 BP_BasicLamp

To BP_BasicLamp exet root component to SM_Cylinder (Static Mesh Component)
Kau exel attached component to RectLight (Rect Light Component), 6ntog gatvetau

otnv Ewkova 18.

Ewova 18 BP_BasicLamp part 1

Ewkova 19 BP_BasicLamp part 2
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Ewova 20 BP_BasicLamp part 3
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Evotnta 5.1.3 BP_BlockShieldBlockVision

To BP_BlockSchieldBlockVision £xe1 oav root component eva Scene Component pe

attached component to Wall tiumou Static Mesh Component (Eikova 21).

Ewxova 21 BP_BlockShieldBlockVision part 1

Ov puBpioeig yra to Collision tou Wall eivar custom xai ameikovidovtar otnv

Ewkova 22.

44



Ewxova 22 BP_BlockShieldBlockVision part 2

H ouvaptnon CloseDown ekteldel to xpovodiaypappa Timeline_0 xav evnuepwvel
KaO’ 0An tn Suapkela tou xpovodiaypdappatog to peyebog tou Wall (Static Mesh
Component) xkai oto te¢Aog Tou Xpovodraypappatog kKataotpepel tov actor (Eikova

23).
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Ewova 23 BP_BlockShieldBlockVision part 3

To Timeline_0 £xel Guapkela evog (1) deutepodemtou Kal akoloubel tnv KapmuAn

mou @aivetal mapakate (Eikova 24).

Ewxova 24 BP_BlockShieldBlockVision part 4

Evotnta 5.1.4 BP_BlockShieldSimple

To BP_BlockShieldSimple €xev oav root component ¢va Scene Component pe
attached component to Wall timou Static Mesh Component xai vlomolel Tig

ouvaptnoelrg CloseDown kair Open (Eikova 25).
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Ewova 25 BP_BlockShieldSimple part 1

Ov puBpioeig yva to Collision tou Wall eivar custom xkauv ameikovidovtar otnv

Ewova 26.
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Ewova 26 BP_BlockShieldSimple part 2

H ouvaptnon Open tpomormoiel to peyeBog tou Wall ovpgeva pe to Timeline_1. To

Timeline_1 eival 1610 pe to Timeline_0 xav ameikovidetal otnv Eikova 27.

Ewova 27 BP_BlockShieldSimple part 3
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Evotnta 5.1.5 BP_DoorField

Ytnv Ewkova 28 @aivovtal ol ouvaptnoelg, ol petaBAnteg, o Event Dispatcher tou

actor BP_Doorfield xau n petaBAntr Wall mou eival tumou Static Mesh.

Ewova 28 BP_DoorField partl
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H ouvaptnon UseKeypad eAéyxer av vidpxer nén tupn otn petvabBAnty PassUiRef.
Av Sev unapxet, Snuiwoupyet to Password Widget xav avaBéter otn petaBAnth to
Widget. Xtn petaBAntn Door tou Password Widget avatiBetar o i6wog o actor.
Aveldaptnta amd to av vmonpxe to Widget, mpootiBetar otnv 00ovn tou Xpnotn

(Ewkova 29).

Ewova 29 BP_DoorField part 2

Ytn ouvexewa tng ouvaptnong UseKeyPad tiBetar to Input Mode tou Player
Controller povo oe Ul xav emkevipovetar oto Password Widget. Epgavidetal o

KE£POo0opag TOU IIOVTIKLOU Kal mavel 1 Kivnon tou xapaktnpa (Eikova 30).

Ewova 30 BP_DoorField part 3

H ouvdaptnon WrongPassword agaipet to Widget tng pevaBAntng PassUiRef amd
tnv 000V Tou XPNoTtn KAl avamapayel £vav 1xo otnv tomobeola tou Xapaxtrpa

(Ewkova 31).
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Ewova 31 BP_DoorField part 4

H ouvaptnon CorrectPassword (Ewkova 32) eléyxer tnv tuun tng petabBAntig
Portal? xav avadoyng xadetl eite:
» 11 ovuvaptnon CloseDown, agaipet to Widget tng petabAntng PassUiRef armo
TV 000V1) TOU IMAlLKTI KAl AVAIIApAyeL £Vav 1X0.
» 11 ouvaptnon BigClose kav apaipel to Widget tng petaBAntrg PassUiRef

aro tnv 066vI) Tou matKTn

Ewova 32 BP_DoorField part 5
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H ouvaptnon BigClose tpomomotetl to peyebog tou Wall oupgova pe to Timeline_2

(Ewkova 33).

Ewkova 33 BP_DoorField part 6

Length m Use Last Keyframe? [l AutoPlay oop [l Replicated [l lgnore Time Dilation

2.00 2.50

Ewova 34 BP_DoorField part 7

Evotnta 5.1.6 BP_ Candy

Oneg eaivetal otnv Eikova 35, to BP_Candy amoteAettal a6 dvo (2) pepn:

* 1o mAeypa ouykpouong (Spherel) xat
» 1o Static Mesh (Sphere).
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Ewova 35 BP_Candy part 1

To Static Mesh eivar am6 ta Baowka oxnuata Sphere, mou mepitlapBavetatr oto
Starter Content tn¢ Unreal. To uAixo mou xpnowpomow)0nke eivar to Mat_Candy.

O puBpioeig Tou MALYypATOg CUYKPOUOE®V eival amo ta rmporkabopropéva tng Unreal,

NoCollision (Eikova 36).
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Ewova 36 BP_Candy part 2

Ov puBpioelg mAéypatog ouykpouong tou Spherel elvar mpooappoopeveg Kau

@aivovtar otnv Eiwkova 37.
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Ewova 37 BP_Candy part 3

Otav to BP_Candy SnpioupynBet oto emimedo, to xpovoSiaypappa Timeline_0
SeKVA va eviuepmvel ouvex®g ThV OXeTuKl 0£0n Kai Ttov mpooavatoAlopod Tou

Sphere (Eikova 38).
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Ewova 38 BP_Candy part 4

Ewova 39 BP_Candy part 5
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Evotnta 5.1.7 BP_CandyDisin

To Static Mesh xkau to mAeypa ouykpouong tou BP_CandyDisin eival apopola pe

tou BP_Candy (Eikova 40).

Ewkova 40 BP_CandyDisin part 1

To vAko6 tou Static Mesh (Sphere) eivar to Mat_CandyDisin xai eivar n povn

Srapopa pe to Sphere tou BP_Candy (Ewkova 41).
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Ewova 41 BP_CandyDisin part 2

Oneg gaivetar otnv Ewkova 42, ov puBpioeig tou mAeypatog ouykpouong (Spherel)

eival amo tig npokabopiopeveg tng Unreal, OverlapAllDynamic.
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Ewkova 42 BP_CandyDisin part 3

‘Otav to BP_CandyDisin xataokeuddetal oto eminedo, Snprovpyettal pua Suvapikn
rmapouoia UALKoU tou Sphere kav amoBnkevetar oty petaBAnthy Materiallnstance

(Ewkova 43).

Ewxova 43 BP_CandyDisin part 4
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Me omowadnmote oUyKpouon pe TO HmAypa ouykpouong Spherel tou
BP_CandyDisin, evepyomoieitar to On Component Begin Overlap (Spherel).
MoAlg ouykpouotel e To MALyHd YEOUETPLAS TOU XAPAKTI)PA TOU IIALKTI), SEKLVA TO
xpovodraypappa Disappear (Eikova 45) kal evnuepovel tnv tTiun g petaBAntng
DissolveAmount tou Materiallnstance. Otav olokAnpwBei to XpovoSiaypappa,

kataotpepetal to BP_CandyDisin (Ewkova 44).

Ewxkova 44 BP_CandyDisin part 5

Y m Length Use ame? [ AutoPlay cop [l Replicated [l lgnore Time Dilation

|o.o0 0.06

o x'? [EH

Ewkova 45 BP_CandyDisin part 6
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Evotnta 5.1.8 BP_ DisappearingPlat

Ytnv Eiwkova 46 g@aivetar to BP_DisappearingPlat mou amoteleitar amo Guvo (2)
pepn :

=  (Cube (Static Mesh Component)

*  Box (Box Collision)

Ewkova 46 BP_DisappearingPlat part 1

To Static Mesh £xe1 oprotel wg eva amo ta Baotka oxnpata tng Unreal, Cube. To
UA1kO tou eival to MI_DisinRed. Ouv puBpioeig tou mAéypatog ouykpouoewv £ival

aro tig mpokaboplopeveg tng Unreal, n BlockAllDynamic (Exkova 47).
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Ewova 47 BP_DisappearingPlat part 2

To Box (mAéypa oUykpouong) exerv tnv  mpokabopiopevn — pubuion
OverlapAllDynamic (Eikova 48).
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Ewova 48 BP_DisappearingPlat part 3

Otav to BP_DisappearingPlat kataokeualetar oto eminedo, Snuioupyeitar pia
duvapikn mapouoia ulikou tou Cube kav amoOnkevetar otn petaBAnt) MI Ref

(Exkova 49).

Ewkova 49 BP_DisappearingPlat part 4

Onoeg patvetar otnv Eikova 50 kav tnv Ewkova 51, to On Component Begin Overlap
(Box) evepyomoleitar og orovadnmote oUuykpouorn tou Box. Otav i ouykpouon eivau
HE TOV XOPAaKTIPa TOU IIALKTI), £VEPYOIIOLELTAL QIO TNV apXI) TO Xpovodiaypappa
(Ewkova 53) Timeline_0, to omoio evnuepwvel tnv tTuun tng petabAntne MI_Ref .
Katd tn Suaprera tou xpovodiaypappatog extedettal pua (1) @opd, Adywm tou KopBou
Do Once, o €Aeyxog yia tnv Umapsn Tou XApaKTHPM TOU MALKTI) KAl AV UIAPXEL,
kaAel tov Event Dispatcher (NextPlatformDispatcher). Otav oAokAnpwBel miéov
to  Timeline_0, amevepyomoleitar 1 OSuvatotnta  OUYKPOUONE  TOU

BP_DisappearingPlat xkaiv yivetar adpato oto maixvioe. H ouvaptnon
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ResetDisappear &ivel tn Guvatotnta otov xopBo Do Once va ektedeotel {ava. Ta

IIAPAIIAVE UIOPEL VA eKTEAL0TOUV Kal KaAwvtag Tty ouvaptnon Disappear.

Ewova 50 BP_DisappearingPlat part 5

Ewova 51 BP_DisappearingPlat part6

H ouvaptnon Appear xolel tnv extedeon tou xpovodiaypappatog Timeline 1
(Ewkova 54) ad v apxn). To xpovoSidypappa evnpepwvel tnv Tupr) tng petabAntng
DissolveAmount wou MI_Ref. Kata tn O6uwipreia tou xpovodraypappatog
extedovuvtal pua (1) popd, Adoyw tou Do Once, ov xopBour Set Actor Hidden in Game
kav Set Actor Enable Collision. O mpwtog epgavider to BP_DisappearingPlat xav o

Oeutepog evepyormolel tTnv Ouvatotnta ouvykpouong. A@oUu olorAnpwmBel To
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xXpovodraypappa, kadettar n ouvaptnon ResetAppear n omotia diver tn Suvatotnta

otov KopBo Do Once va emavektedeotel.

Ewkova 52 BP_DisappearingPlat part 7

Ewova 53 BP_DisappearingPlat part 8

C}

AutoPlay [l Loop [l Replicated [l ignore Time Dilation

0.63

Ewova 54 BP_DisappearingPlat part 9

Katd tnv kataokeur) tou, o BP_DisappearingPlat yivetal adpatog oto mmatxviol kat

arrevepyoroleitar 11 Suvatotnta ouykpouong (Eikova 55).
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Ewova 55 BP_DisappearingPlat part 10

Evotnta 5.1.9 BP_ EvilOne

To BP_EvilOne (Eikova 56) amotedettal amo ta e§ng pepn:
= Sphere (Static Mesh Component)
* Audio (Audio Component)

To Audio 6e Ba avaduBel mepartepn e@ooov dev £xouv adAaxtel Ol apXLKES TOU

puBuioeig.

Ewova 56 BP_EvilOne partl

To Static Mesh Component eivar eva amd ta Baoika mpoimapxovta oxnpata. To
UA1KO tou Sphere eivalr to MI_EvilOrb. Ov puBpioeig tou mAeypatog cUuykpouong

etval amo ta mpoxkabopropeva, to BlockAllDynamic (Eikova 57).
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Ewova 57 BP_EvilOne part2

MoAwg OnuiwoupynBet to BP_EvilOne, evepyomoieitar To YXpovodiaypappa
MovementAnimation (Eikova 59), to omoio evnuepavel ouvexog tnv tormobeoia tou

BP_EvilOne oe oxeon pe tnv tormoBeoia mmou Bploketar (Eikova 58).
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Ewkova 58 BP_EvilOne part3

Length m Us me? B AutoPlay [ Loop R d [l lgnore Time Dilation

0.50 1.50 2.00 2.50 3.00 3.50

»

Ewova 59 BP_EvilOne part4

68



Evotnta 5.1.10 BP_ ForceWall

To BP_ForceWall ¢xel povo to Wall tomou Static Mesh Component (Eikova 60).

Ewova 60 BP_ForceWall part 1

To Wall exer to Static Mesh 1M_Cube. To uAiko6 tou eivar to Mat_ShieldFinal. Ouv
puBuioeilg ouykrpouong tou Wall eivar mpooappoopeveg onwng @aivetar otnv Eikova

61.
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Ewova 61 BP_ForceWall part 2
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MoArg to BP_ForceWall SnpioupynBel péoa oe xamowo emimedo, kadeital to Event
BeginPlay xau {exiva amo v apxn to xpovodiaypappa Timeline_1 (Ewkova 63), to
omoto eviuepavel to peyebog tou Wall. Otav oAokAnpwBOel to Timeline_1, {exiva pe
pua XpovokaBuotepnon mevte deutepodentov armod tnv apxr to Timeline_2 (6powo pe
Timeline_1) mou tpomomolel to peyebog tou Wall. Xto tedog tou Timeline_2, to

BP_ForceWall xataotpepetar (Eikova 62).

Ewova 62 BP_ForceWall part 3

(1} | Length Bl Us ame? [ AutoPlay [l Loop ] o] Ignore Time Dilation
9 F 9

|o.o0 013
v @ 0 ' @E

Ewova 63 BP_ForceWall part 4

71



MoAwg oto BP_ForceWall cuykpouotel kamowo actor, evepyomoreitar to Event Hit.
Ytn ouvéxelwa Smuuoupyeitar pia Suvapikn mapouoia tou UAlikou tou Wall kau
TPOIIOIIOLELTAL 1) TUUI) TS petaBAnThg pos oupgeva pe tnv tonobeoia tou onpeiou

ouykpouong. Katomv to xpovoSiaypappa Timeline_0 {exuva amo tnv apxn (Eikova

64).

Ewova 64 BP_ForceWall part 5

H tupn tng petaBAntng Radius tng Guvapikng mapouoiag UALKOU TPOIIOIOLELTAL
ovppeva pe to xpovooraypappa Timeline 0. AkolouBwg mapdyetat to cuotnua
oopatidiov  P_ShieldDebri otnv tomoBeola oUykpouong pe TO  0KOTO

rpooavatoAwopo (Eikova 65).
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Ewova 65 BP_ForceWall part 6

Evotnta 5.1.11 BP_HookBeam

Onwng @aivetar otnv Eiwkova 66, to BP_HookBeam amaptidetar amd To

ParticleSystem (Particle System Component).

Ewkova 66 BP_HookBeam part 1
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To ParticleSystem exel mpotumo to Particle System P_Beam. To Mat_Beam eivau

10 UALKO tou (Ewkova 67).

Ewova 67 BP_HookBeam part 2

Kata ™ dnuioupyia tou BP_HookBeam eA¢yxetar n vmapén tou Xapaxtnpa tou
IIOLKTH KOl 0TI OUVEXELa av UIIapXel, opidetal g onpeio mnyng tou ParticleSystem
n vomoBeola tou FP_Gun. H twun tng petabBAntng CurrentHookPointLoc tou

FirstPersonCharacter opidetal wg onueio otoxou (Eikova 68).
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Ewova 68 BP_HookBeam part 3

Evotnta 5.1.12 BP_HookPoint

To BP_HookPoint amoteAettal amnd to Spherel tumou Static Mesh Component xat

vlorolel Tig ouvaptroelg Appear kat Disappear (Ewkova 69).

Ewova 69 BP_HookPoint part 1
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To Spherel £XeL 1o Static  Mesh Sphere  kat  UAKO  TO
MI_SimpleBlueDisinegrationE. Ov puBpioeig ovykpouong tou Spherel eival armod

tig mpokaBopropeveg (Eikova 70).

Ewova 70 BP_HookPoint part 2

H ouvdaptnon Appear epgavider to BP_HookPoint, evepyomolel tn Suvatotnta

oUYKpoUong Kal dnpoupyel pia Suvaplky mapouoia tou UALKou tou Spherel. Xtn
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ouvéxewa pe to xpovoovaypaupa Effects (Ewkova 72) evnuepwvetar 1n tuun
DissolveAmount tng Guvapikg rmapouoiag Tou UALKOU.

H ouvdaptnon Disappear Snuioupyetl pia Suvapikn mapouoia tou UALKoU spherel.
AxkoloU0Bng pe to xpovodiaypappa Timeline_0 (Eikova 73) evnuepwvetal i Tiar tng
petaBAntng DissolveAmount tng OSuvapikng mapouvoiag Tou UAikou. Otav
0AorANp®Oel mAeov to Timeline_0, amevepyoroleitat 1 SuvatotnTa OUYKPOUONE TOU

BP_HookPoint xav yivetar adépato oto marxvidt (Eikova 71).

Ewova 71 BP_HookPoint part 3

C]

Ewova 72 BP_HookPoint part 4
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Ewova 73 BP_HookPoint part 5

H apxikn tipn g petaBAntng Dissolve eivar 1 (Evkova 74)

Ewova 74 BP_HookPoint part 6
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Evotnta 5.1.13 BP_Launcher

To BP_Launcher amaptidetal amnod tpia pepn (Eikova 75):
= Plane (Static Mesh Component)
*  Box (Box Collision)

=  Arrow (Arrow Component)

Ewova 75 BP_Launcher part 1

To Plane xpnoiwpomotetl to vAikd MI_SimpleBlueGreen. To Plane otig puBuioeig

oUYKpouoTg tou £xel to rpokabopiopevo BlockAllDynamic (Eiwkova 76).
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Ewova 76 BP_Launcher part 2

Ov puBpioelg tou Box eivar amd tig mpokaBopiopeveg, n OverlapAllDynamic

(Ewkova 77).

Ewkova 77 BP_Launcher part 3
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Yto Arrow 1 povn adlayrn amo tig mpokabopiopeveg pubpioeig tng Unreal etvar to

xpwpa tou (Ewkova 78).

Ewova 78 BP_Launcher part 4
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H petaBAntn Strength, tomou Float, xpnowpomoireitar wg moAAamdaciaotng. H

apXK1) tng Tupn eivar 5650 kav pmopel va tpomomown el otov Editor (Eikova 79).

Ewova 79 BP_Launcher part 5

To On Component Begin Overlap (Box) evepyomoieital 6tav yiver cUyKpouor pe
TOV XAPAKTIPA TOU IMALKTI KAl TOV eKToSeuel mpog tnv Kateubuvon tou Arrow pe
TaxuTnTa eKTOdeuong ton pe tnv Tupn tou Strength. Apeoa avamapdyetatr o 1X0¢
Launcher2 kav pe xpovoraBuotepnon evog Seutepodémtou akolouBel £vag aropn

nxog (Exkova 80).
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Ewova 80 BP_Launcher part 6

Evotnta 5.1.14 BP_LetterExposal

To BP_LetterExposal amaptidetar amd &vo pepn: to MarkPoint (Static Mesh

Component) kat to BoxCollision (Box Collision), énog @aivetal otnv Eikova 81.

Eiwxova 81 BP_LetterExposal part 1

83



To MarkPoint xpnoiwpomolei to Static Mesh SM_Plane pe to vAiké MI_Grid_1
(Ewkova 82).

Ewkova 82 BP_LetterExposal part 2

84



Ytnv Ewkova 83 gaivovtar ov 1610tnteg ouykpouong tou BoxCollision.

Ewova 83 BP_LetterExposal part 3

2to Construction Script yivetar aopato to BP_Letter Exposal xav amevepyormoleitat

n Guvatotnta ovykpouong (Eikova 84).

Ewova 84 BP_LetterExposal part 4
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H ouvaptnon Appear epgpavider to BP_LetterExposal, evepyomoiet Tt Suvatotnta
oUYKpouong Kar avamapayer evav rnxo. H ouvaptnon Disappear xaver adpato to

BP_LetterExposal kav amevepyoroiet tn duvatdotnta cuykpouong (Eikova 85).

Ewova 85 BP_LetterExposal part 5

Me tnv évapén ouykpovong (On Component Begin Overlap) pe tov Xapaxtipa tou
maiktn kodettar to Letter Appear Dispatcher. Me tn Anén tng ouykpouvong (On
Component End Overlap) kaAeitar to Letter Disappear Dispatcher (Eikova 86).

Ewova 86 BP_LetterExposal part 6
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A&iler va emonpavOetl 6t 1 petaBAntn LetterIndex eival Instance Editable xau n

TUUIn TNE pIopet va drageper amod actor oe actor evtog tou emuaredou (Ewkova 87).

Ewova 87 BP_LetterExposal part 7

Ytnv Ewkova 88 xal tnv Eikova 89 ameikovidovtar ta Event Dispatcher.

Ewova 88 BP_LetterExposal part 8
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Ewova 89 BP_LetterExposal part 9

Evotnta 5.1.15 BP_ PlatformMov

To BP_PlatformMov amoteAeitar amnod ta (Eikova 90) :
=  StaticMesh (Static Mesh Component)

=  Spline (Spline Component)

Ewkova 90 BP_PlatformMov part 1
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Ytnv Ewkova 91 gatvetar i emAoyn tou Cube wg to Static Mesh tou StaticMesh.
To uAik6 mou xpnovponolel (MI_SimpleLowEmissive) xau ou 1610tnteg cUykpouong

tou StaticMesh (Eikova 91).

Ewova 91 BP_PlatformMov part 2

Ytnv Ewkova 92 @atvovtar ov puBpuioerg tou Spline, ouv omoieg £ivat ol apXlkeg.

(Ewkova 92).
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4 Spline

Duration
Owverride
Input Spline Points

Draw Debug

Ewova 92 BP_PlatformMov part 3

Onng eaivetar otnv Ewkova 93, n ouvaptnon Movement exiva arod tnv apxr to
xpovodraypappa Timeline_ 0 (Exkova 94) oupgova e to omoio evnuepwvel Ttnv
tortoBeoia tou StaticMesh mave oto Spline. H ouvaptnon Stop otapatd To

Timeline_ 0.

Ewkova 93 BP_PlatformMov part 4

RGN 15.00 B ne? [l AutoPlay [ Loop [l Replicated [l lgnore Time Dilation

0] 2.00 4. 6.00 8.00 10.00

Ewova 94 BP_PlatformMov part 5
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Oneng @atvetar otnv  Ewkova 95, n ouvaptnon ReverseSlow — Sexiva o
xpovooraypappa TimeLineWithRevers (Ewkova 96) oUpgova pe to  omoio
evnuepover tnv tomobeola tou StaticMesh mdve oto Spline. H ouvaptnon

StopReverseSlow otapatd to TimeLineWithRevers .

Ewova 95 BP_PlatformMov part 6

Ignore Time Dilation

14.00

Ewova 96 BP_PlatformMov part 7

Yupgwva pe tnv Ewkova 97, n ouvaptnon ReverseFast Sexiva to xpovoSiaypappa
Timeline_1 (Eikova 98) ovpgova pe to omoio evnuepovelr tnyv tomobeoia Ttou
StaticMesh mdve oto Spline. H ouvdptnon Stop ReverseFast otapata to

Timeline 1.
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Ewova 97 BP_PlatformMov part 8

Ewova 98 BP_PlatformMov part 9

Evotnta 5.1.16 BP_ PortalNoSound

To BP_PortalNoSound amoteAeitar amo tpia pepn Eikova 99:
= PortalEffect (Static Mesh Component)
=  (Cubel (Static Mesh Component)
* Box (Box Collision)
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Ewkova 99 BP_PortalNoSound part 1

Ytnv Ewkova 100 gaivetar i emAoyn tou Cube wg to Static Mesh tou PortalEffect,

10 UALKO mmou Xpnouvporotel (M_Vortex) kat ov 1610tnteg oUyKpouong tou.

Ewkova 100 BP_PortalNoSound part 2
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Ytnv Ewkova 101 @aivetar n emdoyr tou Cube wg to Static Mesh tou Cubel, to
uAk6 mou Xpnotporotel (MI_SimpleLowEmmisive) kat ouv 16uotnteg ouykpouong

TOU.

Ewxova 101 BP_PortalNoSound part 3
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Ytnv Ewkova 102 gaivovtat ov 1610tnteg ouykpouong tou Box.

Ewkova 102 BP_PortalNoSound part 4

Otav {exivnoel ouykpouon pe to Box evepyomoleite to On Component Begin
Overlap kal mpaypatomoleital €Aeyxog av 11 CUYKPOUOT] (TAV Le TOV XAPAKTIPA TOU
IIaiXtn. Xtn ouvexela petd amd Xxpovokabuotepnon evog 6eUTtepoAEIITou avolyel To

ermiedo Imou avtuIpooenevel 1 tiun g petabAntng LevelName (Eikova 103).

Ewkova 103 BP_PortalNoSound part 5

H petaBAntny LevelName eivar Instance Editable mou onpaiver otv exerv tnv

duvatotnta Srapeper amo actor oe actor (Eikova 104).
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Ewxova 104 BP_PortalNoSound part 6

Evotnta 5.1.17 BP_TeleportIndicator

To BP_TeleportIndicator £xelr povo £va Static Mesh Component to StaticMesh
(Exkova 105).

Ewkova 105 BP_TeleportIndicator part 1
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Ytnv ewkova 106 @aivovtar ov 1diotnteg tou StaticMesh kauv 6ev Ba avaduBouv

IIEPALTEPR.

Ewxova 106 BP_Teleportlndicator part 2

Evotnta 5.1.18 BP_ SpikeMove

To BP_SpikeMove amaptidetar amo tpia (3) pepn (Eikova 107):
=  StaticMesh (Static Mesh Component)

% FlyingDiscSoundCropped (Audio Component)
=  Spline (Spline Component)

To Audio Component etvar cuvnupévo oto Static Mesh Component.
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Ewkova 107 BP_SpikeMove part 1

Ytnv ewikova 108 @atvovtar ov wvotnteg tou Static Mesh Component kav 6ev Ba

avaAuBouv mmepaltepw.

Ewova 108 BP_SpikeMove part 2

98



Ytnv eikova 109 gaivovtal ov puBpioeig tou Audio Component.

Ewova 109 BP_SpikeMove part 3

Ytnv eikova 110 gatvovtal ov puBpioerg tou Audio Component Katl ol TPOIIOIOLNOELE

Tou otnVv Katnyopia Attenuation Distance.

4 Attenuation Distance
Attenuation Function
Attenuation Shape
Inner Radius

Falloff D

Enable Volume Attenu:

Ewkova 110 BP_SpikeMove part 4
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H ouvaptnon Movement evepyoroiet to xpovodiaypappa Timeline_0 a6 tnv apxi).
Autd evnuepwvel ouvexng v tormobeoia tou StaticMesh mave oto povomdatt Ttou
Spline. Me tnv évapln tng ouykpouong tou StaticMesh pe tov Xapaktipa tou
rmaiktn Kadeitar n ouvaptnon MoveSpikeDMG pe tnv tuarn tng petabBAntng Spike?
va eivar aAnbng. Me tnv Anén g ouykpouong Koadeitar 1 oUuvAPTNOI
MoveSpikeDMG pe tnv tuur tng petaBAntng Spike? va eivar weudng (Ewkova 111).

Ewova 111 BP_SpikeMove part 5

Evotnta 5.1.19 BP_Spike

To BP_Spike amotedeitar a6 teooepa (4) Static Mesh Component xau eva (1) Box

Collision (Box), 6nmog @atvetal otnv Etkova 112.
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Ewkova 112 BP_Spike part 1

Ytnv eikova 113 gatvovrtar ou 1610tnteg OAwv twv Static Mesh Components kal 6ev

Ba avaduBouv mepartepw.

Ewxova 113 BP_Spike part 2
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Ytnv Ewkova 114 gaivovtar ov 1610tnteg ouykpouong tou Box.

Ewova 114 BP_Spike part 3
H evapén tng ovykpouong tou Box pe tov Xapaxthipa Tou maikty) onpatodotel tnv
KAnon tng ouvaptnong MoveSpikeDMG pe tnv tipn tng petaBAntng Spike? va eivau

aAnOng. Me v Anén tng ovykpouong kadeital 1 ouvaptnon MoveSpikeDMG pe
tnv Tuun tng petabBAntng Spike? va eival weudng (Ewkova 115).

Ewova 115 BP_Spike part 4

Ytnv Ewkova 116 gaivovtar ov puBpioeig tng petabBAntng Touching?.
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Ewova 116 BP_Spike part 5

Ytnv Ewkova 117 xav otnv Eikova 118 ameikovidovtar o actors BP_SpikeHalf xau

BP_SpikeSolo. Aev Ba avaduBouv mepairteépwm e@OcOV eival Iapopold Hpe  To

BP_Spike.

Ewova 117 BP_SpikeHalf
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Ewova 118 BP_SpikeSolo

To BP_SpikeYellow eivail maidi tou BP_Spike (Eikova 119).

Ewkova 119 BP_SpikeYellow part 1

Ytnv Ewkova 120 petaBdldetar to UvAkO twv Static Mesh Components oto

MI_SimpleYellow.
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Ewova 120 BP_SpikeYellow part 2

Ytnv Eiwkova 121 petaBadetar to vAiko twv Static Mesh Components tou

BP_SpikeYellowHalf oto MI_SimpleYellow

Ewkova 121 BP_SpikeYellowHalf

Evotnta 5.1.20 BP_ SpawnPoint

Ytnv evotnta auth avaluetar to BP_SpawnPoint xkav ta maidia tou. Apxika o
BP_SpawnPoint 6ev amotedettar amd Kdamolo component xat vdomoiel tig Baoikeg
ouvapToeLg GetSpawnTransform xav ApplySpawnHeightOffsetToLocation
(Ewkova 122).
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Ewkova 122 BP_SpawnPoint part 1

Ytnv Ewova 123 amewkovidetar n ouvvaptnon GetSpawnTransform n omoia
emotpepel pua Tt petaBAntng Transform (tomoBeoia, mpooavatodiopd xau

KALPOKQ).

Ewova 123 BP_SpawnPoint part 2
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H ouvaptmon ApplySpawnHeightOffsetToLocation emwotpeper v eioodo
(Location) tng ouvaptnong tumou Vector TPOIOIOLNPEVI) avaAoyd Je TV T g

petaBAntng SpawnHeightOffset (Ewkova 124).

Ewova 124 BP_SpawnPoint part 3

To nabit BP_SpawnPointFixedLocation gaivetar otnv Eiwkova 125.

Ewkova 125 BP_SpawnPoint_FixedLocation part 1
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Yto construction xkadettar 1 ouvaptnon ApplySpawnHeightOffsetToLocation pe
e10060 tnv tomoBeola Tou actor. H veéa muun tng tomobeotag padl pe tov
IIPOOAVATOALOPO TOU actor petatpernovrar oe petabAnth tumou Transform. Autn

avatiBetarl oty petaBAntn SpawnTransform (Eikova 126).

Ewkova 126 BP_SpawnPoint_FixedLocation part 2

H ouvdaptnon GetSpawnTransform emotpéper tn petaBAnt SpawnTransform

(Exkova 127).

Ewkova 127 BP_SpawnPoint_FixedLocation part3

To BP_SpawnPoint_FixedLocation eivar mai6i tng xkAaong BP_SpawnPoint xau yua

auto kKAnpovopel Kat tig ouvaptnoeig (Eikova 128).

4 Class Options

Parent Class BPF Spawn Point -

Ewxova 128 BP_SpawnPoint_FixedLocation part4

To BP_SpawnPoint_Spawning amoteAeitar amd to SpawningVolume tumou Box

Collision (Eikova 129).
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Ewkova 129 BP_SpawnPoint_Spawning part 1

Ytnv Ewkova 130 ameikovidovtar or pubpioeig ouykpouong tou SpawningVolume.

Ewkova 130 BP_SpawnPoint_Spawning part 2
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Yto Construction Script apxikomoteital to SpawningVolume (Eiwkova 131).

Ewova 131 BP_SpawnPoint_Spawning part 3

YmoAoyidovtat ov tuxatieg tipeg tou mivaka SpawnTransform, Xpnovpomowwvtag Tt
ouvapTIoeLg RandomSurfaceLocationInSpawningVolume Kau

AddLocationToSpawnTransform (Eikova 132).

Ewova 132 BP_SpawnPoint_Spawning part 4
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Ytnv Ewkova 133 xkar oty Ewkova 134 amewkovidetar 1 ouvaptnon
RandomSurfaceLocationInSpawnVolume, n omotia emotpé@el tuxaio onpeio evog

OUYKEKPLIEVOU emUIEdou péoa ota 0pla tou SpawningVolume.

Ewova 133 BP_SpawnPoint_Spawning part 5

Ewova 134 BP_SpawnPoint_Spawning part 6

H ouvaptnon AddLocationToSpawnTransform mpooB¢ter tnv tomoBeoia 1mou

dexetar oav ei0odo otov mivaka SpawnTransform (Ewkova 135).
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Ewxova 135 BP_SpawnPoint_Spawning part 7

H ouvaptnon GetSpawnTransform, mmou ameikovidetar otnv Eikova 136 kal otnv
Eiwkova 137, emotpeégel £va tuxaio onpeio amo tov nivaka SpawnTransform. To
onpetlo autod edeyxetar pe tn ouvaptnon IsSpawnLocationCollisionFree?.
e Av n tiun mou emotpe@el 1 IsSpawnLocationCollisionFree? etvar aAnOrg
tote 11 GetSpawnTransform emotpepel to onuelo avtod.
e Av n tun mou emotpeper 1 IsSpawnLocationCollisionFree? eival weudng
TOTE eAeyXovTal Kal aAAa onpela ®OIIou 1) Tiun mou Oa emotpeyel n

IsSpawnLocationCollisionFree? va eival aAn0ng.

Ewova 136 BP_SpawnPoint_Spawning part 8
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Ewova 137 BP_SpawnPoint_Spawning part 9

H ouvaptnon IsSpawnLocationCollisionFree? déxetar o¢ eioobo pia tuprn tumou
Vector. Katomyv eAéyxer yua Ouykpouoelwg XPNOLHoImolovtag Tov  KopBo

SphereTraceByChannel xau emotpepet to amotedeopa tou eAéyxou (Eikova 138).

Ewova 138 BP_SpawnPoint_Spawning part 10

Ytnv Eiwkova 139 @aivetar ott to BP_SpawnPoint_Spawning eivalr maidi tng

kAaong BP_SpawnPoint.

Class Options

Parent Class BPF Spawn Point -

Ewova 139 BP_SpawnPoint_Spawning part 11
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Evotnta 5.1.21 BP_ WaveSpawnController

Yonv  Eiwkova 140 ameikovidovtalr ol ouvaptnoelg IMOU  UAOOOLOUVTAL  OTO

BP_WaveSpawnController.

Ewxova 140 BP_WaveSpawnController part 1
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MoAwg to BP_WaveSpawnController evepyormownfel, petd toug amapaitntoug

eAéyxoug, Kadeitar i1 ouvaptnon InitializeNewWave (Ewkova 141).

Ewova 141 BP_ WaveSpawnController part 2

H ouvaptnon InitializeNewWave apxika evnuepaover to HUD tou xapaxtninpa tou
IMalkTn. XTn  ouvexewd, a@ou mpaypatomouBei o £Aeyxog T™E  TUUNG
WaveSpawnCountdownDuration, elte KaAel ™ ouvapTnon

BeginCountDownToWaveSpawner eite tn ouvaptnon OnBeginWaveSpawning, ou

omoteg Ba avaAduBouv napakate (Eikova 142).

Ewkova 142 BP_ WaveSpawnController part 3

Yto Collapsed Graph 1tng mponyoupevng ewkovag, KaAeitalr 1 OuUvVAPTNON
UpdateHUDInitializeNewWave 1tng oiwemapng BPI_WavelnfoDisplay, mou 6a

avaduBel mapardatew, pe €icodo tnv Tipn tng petaBAntng ActiveWaveNumber

(Eixkova 143).

Ewkova 143 BP_ WaveSpawnController part 4
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H ouvaptnon BeginCountDownToWaveSpawner apxukoroiei Tov petpnti yiua to
wave spawn Kat otn ouvexeva deopevel tn ouvaptnon CountdownToWaveSpawn
MOTE VA EVIIIEPROVEL TNV TUUIN TOU petpnty Kabe Seutepodernto. Otav n tipn tou
petpntn pndeviotel, kadel tn ouvaptnon OnBeginWaveSpawning pe €i006o tnv
£&060 tng ouvaptnong GetDTRowNameForCurrentWave (Eikova 144).

Ewxova 144 BP_ WaveSpawnController part 5

Yto Collapsed Graph 1tng mponyoupevng ewkovag, Kaldeltai, 1 0Ouvaptnon
UpdateHUD CountdownToWaveProgression tng Siertagrng BPI_WavelnfoDisplay,
mou Ba avaduBel mapakdate, pe etoodo tnv Tiur tng petabBAntng TimeToWaveSpawn

(Eixkova 145).

Ewova 145 BP_ WaveSpawnController part 6

H ouvaptmon  OnBeginWaveSpawning  apxukomoiei  tig  petaBAnteg
AlISpawnsCompletedForActiveWave?, NumberOfAIBatchSpawners Kau

UnitsDestroyedThisWave (Eikova 146).
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Ewkova 146 BP_ WaveSpawnController part 7

Yto Collapsed Graph mou ameikovidetalr oTnv IAPAIAVE €LKOVA KoAeitar 1)

ouvaptnon UpdateHUDBeginWaveSpawning onwg @aivetar otnv Eikova 147.

Ewxova 147 BP_ WaveSpawnController part 8

Ytnv Ewkova 148 xav otnv Eiwkova 149, otig omoieg amelkovidetal 1 guvexela g
ouvaptnong OnBeginWaveSpawning, kadouUvtatl amod tnv mapanave oUvapTnor ol
SpawnAlBatch (yva o0Aa ta otoixeia tou mivaka OGedopevev tng petabAntng

WaveSpawnData) kar OnBeginAIBossSpawn,

Ewxova 148 BP_ WaveSpawnController part 9
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Ewxova 149 BP_ WaveSpawnController part 10

H ouvapTnon OnBeginAlBossSpawn XP1NOLIOIIOLOVTAS TV
GetDTRowNameForeCurrent avtdel ta amapattnta 6edopeva armod tnv avtiotolxn
ypapun tou mivaka tng petaBAntg WaveSpawnData. Xtn ouvexeiva kadei tn
ouvaptnon SpawnAlBatch pe eioodo ta deGopeva tng ypapung (Exkova 150).

Ewxova 150 BP_ WaveSpawnController part 11

Amo tn ouvaptnon SpawnAlBatch mpaypatomoleital o amapaitntog Aeyxog yia tnv
eyKupotnta tng Tupng tng petabAntng SpawnPointIndex. AkodouBwg Snpioupyeitar
¢vag actor tumou BP_AlIBatchSpawner pe xprjon to Transform tou avtiotoixou
otorxelou tou mivaka SpawnPoints. Aeopevetar n ouvaptnon AiUnitSpawned

(Exkova 151).
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Ewkova 151 BP_ WaveSpawnController part 12

H ouvaptmon AiUnitSpawned mpooBeter tov  Onuuoupynuevo  actor
BP_AIBatchSpawner otov mivaka SpawnedAlUnits (Eikova 152).

Ewkova 152 BP_ WaveSpawnController part 13

Ytn ouvexewa 1 ouvaptnon SpawnAlBatch Seopevel Eava otov Snuioupynuévo actor
™ ouvapTnon AlIBatchSpawnCompleted, auvavet ™ petalbAntn
NumberOfAIBatchSpawners Kal KATOITLY Kadel ™V

OnReceiveAlBatchSpawnOrder tou actor BP_AIBatchSpawner (Eikova 153).

Ewkova 153 BP_ WaveSpawnController part 14
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H ouvaptnon AlBatchSpawnCompleted eAéyxelr av exouv SnuioupynBei 6douv ou
actors tomou BP_AIBatchSpawner. Av ¢xouv énproupynBet, tote avatibetal otn

petaBAntn AISpawnsCompletedForActiveWave? n tuun true (Ewkova 154).

Ewkova 154 BP_ WaveSpawnController part 15

H ouvapTnon AlUnitDestroyed KaAel TOV Event Dispatcher
AlUnitDestroyedByPlayer, av o actor £xei Kataotpa@el amd Tov XapaKTrpd Tou
Imaiktn, Kair otn ouvexela evnpuepovel tn petaBAntry UnitsDestroyedThisWave

(Exkova 155).

Ewkova 155 BP_ WaveSpawnController part 16

Yto Collapsed Graph mou ameikovidetal 0TV IAPAIAVR £LKOVA, HE T XPNOoI) TV
OUVAPTNOEDV GetDTRowNameForCurrentWave,
CalculateTotalUnitCountForWave kau tn petaBAntr UnitsDestroyedThisWave

vmodoyidetalr g Mmoo onpeio £xel odokAnpwbel to Wave xai petatpémetal oe
1m0000to0. KaAeital i ouvaptnon UpdateHUDWaveProgression pe 10060 to 1100600t

auto (Ewkova 156).
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Ewkova 156 BP_ WaveSpawnController part 17

Katomyv n ouvaptnon AlUnitDestroyed eAeyxelr av umapxouv kar adda otoixeia
otov mivaka SpawnedAlUnits kat avadoywng pie To av 0 OUYKeRpLpaevog actor eivai
puBpiopévog yra tnv ep@avion karmowu Boss unit 1 0xi, xodel Tig ouvaptnoeig

OnBeginAlIBossSpawn xar OnWaveCompleted avtiotoixa (Exkova 157).

Ewkova 157 BP_ WaveSpawnController part 18

H ouvaptnon OnWaveCompleted avadoywg pe v tupn AutoActivate tou actor
BP_WaveSpawnController eite kalei ameuBeiag tov Event Dispatcher Wave
Completed eite kaAei madr tov i6io Dispatcher xpnoitpomolwvtag tig opwg e§06oug
TV OUVAPTIOEROV GetWaveCompletionBonus Kau

GetPointsMultiplierForActiveWaveCycle yia eioo6o tou (Eikova 158).

Ewkova 158 BP_ WaveSpawnController part 19
121



To Collapsed Graph tng mapamave eikovag eivar 1 Etkova 159 xav ameikovider to
KdaAeopa tng ouvaptnong UpdateHUDWaveCompleted tou BPI_WavelnfoDisplay
(Ewkova 159).

Ewkova 159 BP_ WaveSpawnController part 20

H ouvéxewa tng ouvaptnong OnWaveCompleted kaleli tov Event Dispatcher
InitiliazeNewWave kauv otav mAeov 6ev umapxer ernopevo wave, kKalel tov Event

Dispatcher AllWavesCompleted (Eikova 160).

Ewkova 160 BP_ WaveSpawnController part 21

H ovuvaptnon GetNumberOfWavesPerCycle emotpéger tov aplbpo tov Kupdatov

(Ewkova 161).

Ewkova 161 BP_ WaveSpawnController part 22
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H ouvaptnon DestroyAIUnit eAéyxel av o actor otnv eicobo umapxetl. Av vati, tote
tov agaipetl ard tov mivaka SpawnedAlUnits , tov kataotpegel Kar Kaldel T

ouvaptnon AlUnitDestroyed (Eikova 162).

Ewova 162 BP_ WaveSpawnController part 23

H ouvaptnon CalculateWavelndexInCurrentCycle xpnotpomolwvtag tn petabBAntn
ActiveWaveNumber xauv tn ocuvaptnon GetNumberOfWavesPerCycle umoloyidel

Kau emotpe@el Tov 61Kty tou twpivou wave (Eikova 163).

Ewkova 163 BP_ WaveSpawnController part 24

H ouvaptnon GetSpawnedAlIUnits emotpeper tov mivaka SpawnedAlUnits, o

omotlog £xel 6Aa ta actors mmou £xouv dnuioupynOetl (Eikova 164).

Ewkova 164 BP_ WaveSpawnController part 25
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H ouvdaptnon CalculateTotalUnitCountForWave otnv Exkova 165 xau otnv Etkova
166, vmoloyider TOV OUVOALKO aplbpd TV actor mou IepLeéxovialr og pua

OUYKeKpuuevn ypapurn tou nivaka WaveSpawnData. Xty cuvéxela emotpepet tnv

TUUI QUTH.

Ewova 165 BP_ WaveSpawnController part 26

Ewova 166 BP_ WaveSpawnController part 27

H ouvaptnon GetDTRowNameForCurrentWave emotpeper to ovopa piag

oUYKekpluuevng ypapung tou mivaka WaveSpawnData (Eiwkova 167).

Ewova 167 BP_ WaveSpawnController part28
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O ouvapTIoeLg GetStatsControlParameters (Ewkova 168),
GetWaveCompletionBonus (Ewkova 169) Kau
GetPointsMultiplierForActiveWaveCycle (Eikova 170) 6ev Ba avaduBouv, epdoov
onuioupynOnkav yia peAAovTikr Xpnon.

Ewkova 168 BP_ WaveSpawnController part 29

Ewova 169 BP_ WaveSpawnController part 30

Ewxova 170 BP_ WaveSpawnController part 31
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Evotnta 5.1.22 BP_ AIBatchSpawner

To BP_AIBatchSpawner (Eixova 171) vdomoiet tig ouvaptnoetg SpawnAlUnit kau
OnReceiveAlBatchSpawnOrder. H Seutepn 6ev Ba avadubel mepattepw, epooov o
OKOII0¢ TNg eival va kadel tn ouvaptnon SpawnAlUnit pe tig owoteg tipeg otnv

£10000 Tng.

Ewkova 171 BP_AIBatchSpawner part 1

H ouvaptnon SpawnAIUnit Snpioupyel tov actor, mou avtiotolXel 0TV TUUN TG
e1wo06ou SpawnClass pe Tov 0woTd IIPOOAVATOALONO, OTHV 00T Tomobeola Kau

KAlpaka. 2tn ouvexewa kadel tov Event Dispatcher AIUnitSpawned (Eikova 172).
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Ewkova 172 BP_AIBatchSpawner part2

5.2 Interface

Ytnv Ewkova 173 xkav otnv Eikova 174 @aivovtar ot diemageg (interfaces), mmou

o01aBetouv Tig ouvaptnoelg:

ApplyStatsControlParameters
UpdateHUD_CountdownToWaveSpawnProgression
UpdateHUD_WaveProgression
UpdateHUD_BeginCountdownToWaveSpawn
UpdateHUD_BeginWaveSpawning
UpdateHUD_InitializeNewWave
UpdateHUD_WaveCompleted

O oxromog TV dtermagev etvat va 61eUK0AUVOUV TV mpooBaon Kol TV TPOIoIIolnon

autwv amd toug actors mou T evoepatovouv. Emiong OSieukoAuvouv tnv

emKoWeVia petadl TV actors mou £Xouv evoepatouev) tnv iowa dremagn).

Ewkova 173 BPI_WaveCycleStatsController
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Ewova 174 BPI_WavelnfoDisplay

5.3 Actor Component

Evotnta 5.3.1 AC_AIUnitDeletionController

To AC_AlIUnitDeletionController (Ewkova 175) wuvdomolel 1t ouvaptnon
OnBeginOwnerDeletion (Eiwkova 176), n omoia kadei tov Event Dispatcher

AlUnitPendingDeletion pe tig KatdAAnAeg tipeg yua €10odo.

Ewkova 175 AC_AIUnitDeletionController part 1
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Ewkova 176 AC_AIUnitDeletionController part 2

Evotnta 5.3.2 AC_DashDirectional

To AC_DashDirectional &iver 1tn OSuvatotnua otoug actors  TUIou
FirstPersonCharacter, mou to €£xouv ¢ component, va XpPIolLHIOIIOL)OOUV TI)
degrotnta Dash mpog omova xateuBuvon emBupovyv.

H ouvaptnon ActivateAbillity poAig evepyomownOei, avaBéter tnv tipn false oty
petaBAntr CanDash tou Xapaktrpa Tou maikTn. Xtn ouvexeld eAeyXet TNV TUr) TNg
petaBAntng IsDashActive? kav av n tuun tng etvar false, tote avabeter tnv tuun

true otn petaBAntn avtn (Ewkova 177).

Ewova 177 AC_DashDirectional part 1

Onwng @aivetar otnv Eikova 178, otn ouvexelwa tng ouvaptnon ActivateAbillity
edeyxetal 1 TaxUTnTa Tou IaikTn:
e Av eivar pndeviki), 0 XapaKTHPAg TOU IIALKTI €KTOLEULTAL IIPOE TA PIPO0TA
oUHP®VA He TOV OLKO TOU IIPOCAVATOALOMO.
e Av dev eivar undevikn, o XapaKTHPAS TOU IIALKTH €KTOLEULTAL IIPOC TNV

KateuBbuvon 1mmou Kuveltat.
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Ewkova 178 AC_DashDirectional part 2
Metd amo pua pukpr Xpovorkabuotépnorn oTapatd OTuyplala 1) Kivijon Tou XapaKTpa

TOU IIALKTI KAl avarapayetal evag 11Xo¢. Ov tipég tov petabAntev IsDashActive?

kar CanDash emaveépxovtat otig apxikeg toug (Etkova 179).

Ewxkova 179 AC_DashDirectional part 3

Ytnv ewkova 180 amewkovidovrar ol petaBAnteég KAl 1 oUvVAPTNON  TOU
AC_DashDirectional, eveo otig emopeveg ewkoveg (181 — 185) ameikovidovtal ou

apXLKeG TIeg Katl ol pubpioelg Tov petalbAntov autov.
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Ewkova 180 AC_DashDirectional part 4

Ewxkova 181 AC_DashDirectional part 5
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Ewxkova 182 AC_DashDirectional part 6

Ewxova 183 AC_DashDirectional part 7
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Ewxkova 184 AC_DashDirectional part 8

Ewova 185 AC_DashDirectional part 9
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Evotnta 5.3.3 AC_ ForceWall

To AC_ForceWall epgavidel to BP_ForceWall oe ouykekpipevn tomoBeoia pe 0xoro
TNV IPOOTACLN TOU XOPUKTIPA TOU IMALKTH arro ta exOpikd BAnpata.

H ouvaptnon ActivateAbillity, emevta amd toug amapaitntoug eAeyxoug, epu@avidel
otnv tomoBeola mou umoloyidetar oto Collapsed Graph (Eikova 187) evav actor

turou BP_ ForceWall (Eikova 186).

Ewova 186 AC_ForceWall part 1

To Collapsed Graph (Trace) xpnovpomowwvtag tov KopBo LineTraceByChannel
emotpepel 2 Tipeg turou Vector, mou avtiotolXouv oe tomoBbeoieg. Xtn petabBAnth
Location avatiBetar to onpelo OIou mpoKuWe oUYKPOUOH TOU OLavVUORATOE, II0U
dnuioupyettal amod tov Kopbo, pe xamoro Ao mAeypa oUuykpouong. Xtn petaBAntn

TraceEnd avatiBetal to teAeutaio onpeto tou dravuopatog (Eikova 187).
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Ewova 187 AC_ForceWall part 2

Ytnv Ewkova 188 @aivetal otL peta amod pua Xpovokabuotepnon mporkabBoplopeving

ouapkerag avatibetar otnyv tipn ShieldCoolDown? n apxikn tng tuun.

Ewova 188 AC_ForceWall part 3

Ytnv Eiwkova 189 xav otnv Eikova 190 ameikovidovtar ov apXlKeg TUUES TOV

petabBAntev Kal ol pubupioelg Toug.

Ewova 189 AC_ForceWall part 4
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Ewova 190 AC_ForceWall part 5

Evotnta 5.3.4 AC_ TeleportFinal

To AC_TeleportFinal &iver 1tv  Oduvatotnta  otoug actors  TuUIoU
FirstPersonCharacter, mou to e£xouv wg component, va XpPNOLPIOIIOLOOUV TNV
Serotnta tnAepetagopdg.

H ouvaptnon ActivateAbillity eAéyxer av eivar evepyn n 6e§iotnta autn Kau
avadoyeg tpomomotel tTnv tTuun tng pevabBAnting IsTeleportActive? (Eikova 191).

Ewova 191 AC_TeleportFinal part 1
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YTn ouvexela TPOIoIolel tig pubpioelg tng Kapepag Tou XAPAKTHPA TOU IIALKT),

avdaloya pe tnv tupn tng petabBAntng IsTeleportActive? (Ewkova 192).

Ewova 192 AC_TeleportFinal part 2

YTV HePUIT®oN IouU 1) tnAepetagopd 6ev eival 101 evepyr, dnploupyel evav actor
tormou  BP_TeleportIndicator. Katomyv Oeter  petpnt oty ouvaptnon
TeleportVisual, ektedel to Collapsed Graph Trace (Eikova 194) xauv avaloya pe ta
amotedeéopata tou Trace, avaBeter otig petaBAnteg TeleportLocation xau

TeleportNotifierLocation tig avtiotoixeg tipeg (Eikova 193).

Ewkova 193 AC_TeleportFinal part 3
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To Collapsed Graph Trace xpnowpomoiwvtag tov kopBo LineTraceByChannel
emotpePel 2 Tipég turou Vector, IIou avtiotoiXouv oe torobeoieg. Xtn petabBAntn
Location avatifetal To onueio OIIou IIPOLKUWE GUYKPOUOT] TOU O1avUORATog, IIoU
dnuloupyettat amo tov Kopbo, pe Kamolo aAdo mAeypa ouykpouong. Xt petalbAntn

TraceEnd avatiBetal to teAevtaio onueio tou Swavuopatog (Eikova 194).

Ewova 194 AC_TeleportFinal part 4

2tn ouvexewa n ouvaptnon TeleportVisual evnuepover tnv tomoBeola tou actor

turou BP_TeleportIndicator (Eikova 195).

Ewova 195 AC_TeleportFinal part 5
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Ytnv meplmtowon mou 1 tnAepeta@opd eivar ndn evepyr), TnAepeta@eper Tov
XAPAKTIPA TOU IALKTH 0TV Tomofe0ia mou avTUIpooRIIeVeL I TUll) Tng petabBAntng

TeleportLocation kol mavel otvypiaia tnv Kivnon tou Xapaxtrnpa (Etkova 196).

Ewova 196 AC_TeleportFinal part 6

Katomyv xataotpéger tov actor, tumou BP_TeleportIndicator, xaiv otapata tov
petpntn tng ouvaptnong TeleportVisual. Yotepa amd pwa mpoxaBopiopévn
xpovokaBuoteépnon evnuepovelr v tipn tng petabBAnthng TeleportCD?, wote va
propet va xpnowpomoun el xat madr n tnAepetagopa (Ewkova 197).

Ewova 197 AC_TeleportFinal part 7

Ytnv Eiwkova 198 ameikovidetal n apXikr tupn tng petabBAntng TeleportCD.
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Ewova 198 AC_TeleportFinal part 8
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5.4 First Person Character

Evotnta 5.4.1 FirstPersonCharacter

To FirstPersonCharacter eivatl o Xapaxtrpag tou maikti tou Bivteomaixvidiou tou
The Challenger. Baoiletal oto mpotumo npatou mmpoowmou tng Unreal Engine 4.
'Exel epmloutiotel pe actor components, ouvaptroelg Kat petabBAnteg, ®ote va £xel

replLoootepeg duvatotnteg (Eikova 199).

Ewkova 199 FirstPersonCharacter part 1

Ztnv Ewkova 200 ameikovidovtat ol puBpioeilg ouykpouong tou CapsuleComponent,

0 omoio KAnpovouettal amo tnv kKAdon Character.

Ewkova 200 FirstPersonCharacter part 2
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Ytnv Ewkova 201 gaivovtar ov puBpioeig tou FP_Gun.

Ewova 201 FirstPersonCharacter part 3

O puBptioerg ouykpouong tou ShootingPoint aneikovidovtar otnv Ewkova 202.

Ewova 202 FirstPersonCharacter part 4
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Ytnv Ewkova 203 gaivovtat ov puBpioeig tou Cable Component (Hook).

Ewova 203 FirstPersonCharacter part 5
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Ov puBnioerg tou CharacterMovement, mou ¢xouv tpomomounOei, ameirkovidovtau

otnv Ewkova 204.

4 Character Movement: Jumping / Falling

Jump Z by 5100

Fi
LT

Braking Deceleration Fall

=
Fi
LT

Air Control

Air Control Boost Multipl

elocit

x4
z 4
-

Air Control
Falling Lateral Friction

Impart B

Angular Vel

Motify Apex

Ewova 204 FirstPersonCharacter part 6

Ytnv Ewkova 205 gaivovtar ov puBpioeig tou AlPerceptionStimuliSource.

Ewkova 205 FirstPersonCharacter part 7
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H ouvaptnon InputAxis MoveForward petakivel tov XapaKTIjpa TOU DALKTI] HIPOG
T ePIpog Katl mpog ta miow. H ouvaptnon InputAxis MoveRight petakivel tov

XAPAKTIPA TOU IAtKTn mpog ta 6edid Kat mpog ta aprotepd (Eukova 206).

Ewova 206 FirstPersonCharacter part 8

H ouvaptnon InputAxis Turn xuvel tnv Kapepa Tou XOpaKTI)pa TOU IIALKTY IIPOE T
Oefla kau 1mpog ta aprotepd, eve 1 InputAxis LookUp mpog ta delid xau mpog ta
aprotepd. H InputAction Jump xradel tig ouvvaptnoelg Jump 1 StopJumping
(Ewkova 207).
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Ewova 207 FirstPersonCharacter part 9

MoAiwg OnpuoupynBet o actor, evepyomoileitar to Event BeginPlay. Katomv
apxikormotouvtalr ot petaBAnteg GameModeRef kaiv DefaultWeaponRot. Xtn
ouvexelwa yua oAa ta Widgets tou tumou UMG_HUD (Eiwkova 208) kalouvtat ov
ouvapToeLg TOUg UpdateHealth, UpdateShieldCDVisual Kau
UpdateTeleportCooldownVisual. Apxikomoieitar 1n petaBAntr IsPlayerDead
(Exkova 209).

Ewova 208 FirstPersonCharacter part 10

Ewkova 209 FirstPersonCharacter part 11

Otav o maiktng matnoel to mAnktpo K 1 R, evepyomoreitar to InputAction Hook xau

edéyxetar n tuun g petabAnthng Hooked. O ¢Aeyxog autog mpaypatomoleital Ka
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otav evepyoroteital to Event On Landed pe tnv mpotndBeon va eivar €ykupn n

tiun g petabAnthg CurrentHookPoint.

‘Otav n tuun tou Hooked eivar weudng, o maiktng dev £xel evepyomounpuevn
tnv 6edrotnta Hook, n omoia mpemel va evepyormownOel av mAnpouvtat ou
npoumoBeoerg. Ta  va yiver auto, Ipaypatoroleitat o KopBog
SphereTraceByChannel am6 tnv tomoBeoia tou ShootingPoint mpog tnv
kateuBuvon mou kovta 1 Kapepa. O kOpBog Snuioupyel pua ogaipa PKroug
50 povadwv tng Unreal, n ommoia emekteivetal Katd tnv Tupn g petabAntng
HookLength. Av vmdper ouykpouon Kai to avtikeipevo tng oUYKpouong
eivar  tomou  actor BP_HookPoint, avatiBetar ot petaBAntn
CurrentHookPoint o ouykekpipévog actor (Eiwkova 210). Katomv
amoBnkevetar 1n tomobeoia TOU OUYKERKPLUEVOU actor otn petaBAntn
CurrentHookPoinLoc. Metemeirta evnuepovetal 1 petabAntry Hooked xau
tpomomotettar 1 tiun twou Air Control tou CharacterMovement. Xtn
ouvexelwa opidetar to teAdiko onueio tou Hook, dnpioupyeitar actor tumou
BP_HookBeam kol evnuepovetal to CurrentBeam (Eikova 211).

Otav 1n muun tou Hooked elvar aAnBng, o Xapaktpag TOU IMIALKTH
Xpnowporolel eketvn tn otwypn tn 6edvotnta Hook, omote mpemer va mavoet
n xenon twTmg I'a to Adyo auto evnuepovetar 1n tiun tou Hooked,
Kataotpepetal to CurrentBeam xau emavepxetalr otny emAeypevn Tuan n
duvaTtoTnTA TOU XOPAKTHPA TOU IIALKTH) va ernpeddel Tnv Kiviol Tou 0TovV
agpa. Meta apxikomoteitar n tipn tou CurrentHookPoint oe None (Eikova
210). Xty ouvexewa evepyoroleitatl to Timeline_0 xau emavepxetal oup@ova
pe autd 0 apXLrog oxXetikog mpooavatoAlopog (Eikova 212). ‘OAn n napanave

oradikaoia mpaypatomoleitar kav pe tn ouvaptnon UnHook.
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Ewova 210 FirstPersonCharacter part 12

Ewova 211 FirstPersonCharacter part 13
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Ewova 212 FirstPersonCharacter part 14

To yeyovog Event Tick ocupBaivelr oe kaBe frame. EA¢yxetalr av o Xapaxthpag tou
maiktn kavelr xpnon tng oe§iotntag Hook kav av pmopel va ouvexioer va tn
xpnowporotel. Eivar epikto va tn xpnotpomolet 0600 to CurrentHookPoint eivat
epaveg. Oco oupBaivel auto, TPEXOUV CELPLAKA TPELS OLAPOPETIKES POES KOOLKA

(Exkova 213).

Ewova 213 FirstPersonCharacter part 15

YTV mpwtI por Kwouka mpootifetal SUvapn otov XAapaKTipa Tou IALKThH, 1) omola

vmodoyidetal pe ovykekpipeveg padnpatikeg mpaderg ( Eikova 214).
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Ewkova 214 FirstPersonCharacter part 16

2tn 6eUtepn por] KOOLKA evipepoveTtal o mpooavatoAlopog tou FP_Gun. Xtnv tpitn
po1n KOOiKa evnpepwvetal to onueto nnyng tou ParticleSystem tou CurrentBeam

Kau 1) torroBeoia tou otov tplLodiaoctato Koopo (Kiwkova 215).

Ewova 215 FirstPersonCharacter part 17

To InputAction ShieldDeployment evepyomoleitair 6tav 0 HALKTNG ITATIOEL TO
ODANKTPO 1 Kau PImopel va Xpnoipomounoel v aooida, av auty eivar dvabeovun.
E@bdoov xpnowpomoinOel n aomiba, {ekiva n evnuepmon tng TIung tng petabAntng
ShieldAlphaCD xau n ¥Anon tg ouvaptnong UpdateShieldCDVisual pe ei0060 tn
petaBAntn avtn (Ewkova 216). H ouvaptnon ActivateAbillity tou AC_ForceWall

exelr avaduBel oe mponyoupevn e1KOVa.
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Ewova 216 FirstPersonCharacter part 18

To InputAction Teleport evepyormoleital 6Tav o MALKTNG IAToelL TOo 0ell KALK TOU
IIOVTIKLOU KOl HIIOPel VO XPNOUUOMIOW)0elL TNV THAEPETA@OoPd, av autl eival
oraBeovun kauv 6ev kaver xpnon tng de§rotntag Hook. E@ooov xpnotpomownBetl n
TnAepeta@opd, {ekva 1 evnuepnon tng tiung tmg petaBAntng TPAlphaCD kav
KAnon tng ouvaptnong UpdateTeleportCooldownVisual pe eioobo tn petaBAntn
avty (Ewkova 217). H ouvaptnon ActivateAbillity tou AC_TeleportFinal exeu

avaduBel oe mponyoupevn €1KOVa.

Ewova 217 FirstPersonCharacter part 19

To InputAction Dash evepyomoieitar 6tav o maixtng natroet to mAnktpo Left Shift.
Me tnv mpoimoBeon OTL 0 XapaKTpag TOU maikty Oev Kaver ndén xpnon g

oefrotntag Hook kav Dash, evepyomolettar n 6elvotnua Dash. H ovuvaptnon
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ActivateAbillity tou AC_DashDirectional ¢xev avadluBel oe mmponyoupevn eikova.
Yt ouveéxela dSnpioupyouvTal OTLYHLOL0 OIITUKA £@¢ TPOIOIIOLOVTAE TNV KANIEPW TOU

xapaxktrpa tou maikty (Eikova 218).

Ewova 218 FirstPersonCharacter part 20

H ouvaptnon BasicShotDamage pewover tn {on (Health) tou xapaxthpa tou
rmaixtn, Kadel tn ouvaptnon UpdateHealth tou UMG_HUD pe eioo6o tn {wn tou
IIAlKTI 0€ IT0000TO. LT OUVEXeLd eAeyXetal av 1) {®1) Tou MaiKTn eival pndev 1 xav
Alyotepn. Xe MOeplITtoon MOU TO AIMOTEALOPA TOU eAeyXou eivalr adnbeg, tote

Kataotpepetal o xapaktnpag (Eikova 219).

Ewkova 219 FirstPersonCharacter part 21

Ytnv Ewkova 220 ameikovidetal n Ae1toupyla TOV OUVAPTIIOE®V IOU KAAOUVTAL AII0

toug actors tumou Spike. 'Oco to mAgypa cUYKPOUOINE TOU XAPAKTIPA TOU IIALKTI)
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Bploketar oe oUyKpouon e xKamowov actor tumou Spike, 1n ouvaptnon
ApplySpikeDamage ralettar kaBe 1/10 tou Seutepodemtou. H ouvdaptnon avtn

pewovel tn i) Tou XapakTipd, EAEYXeL TNV TUI) TNE KAl IPATTEL AVAAOY®C.

Ewkova 220 FirstPersonCharacter part 22

To InputAction Fire onpatobotel tnv ¢vapén tng Suvatotntag piyng BANpatog amd
TOV XOPAKTI]PA TOU IIALKTH KAl £VEPYOIIOLELTAL PE TO aApPloTtepd IIANKTPO TOU
IOVTLK1L0U Tou maixth. Xtig Eikoveg 221- 227 ameikovidetal Aemrtopepamg 0 TPOII0g

vloroinong tng Suvatotntag plyemv BAnuatoy.
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Ewova 221 FirstPersonCharacter part 23

Ewova 222 FirstPersonCharacter part 24
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Ewova 223 FirstPersonCharacter part 25

Ewova 224 FirstPersonCharacter part 26
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Ewova 225 FirstPersonCharacter part 27

Ewova 226 FirstPersonCharacter part 28

Ewova 227 FirstPersonCharacter part 29
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To InputAction EnterCode evepyomoleital 6tav o maixtng matrosl o IMANKTpo Q.
E@ooov o xapaxtrpag tou maixtn Bploketal 0g KOVTLVI] amo0Ta0l) OTPARPIEVOS IIP0S
¢vav actor tumou BP_DoorField, xaAettar 1 ouvaptnon tou UseKeypad, mou exev

avaduBel oe mponyoupevn ewkova (Eikova 228).

Ewova 228 FirstPersonCharacter part 30

To InputAction PauseMenu evepyorotleital 0tav o maiktng matnoet to mAnktpo Esc
1 to P. 'Exel wg amoteAeopa to mayopa tou matXvidiou Kau v epgavion tou Widget

tumou PauseMenu_Widget (Eikova 229).

Ewova 229 FirstPersonCharacter part 31

Evotnta 5.4.2 FirstPersonGameMode

To FirstPersonGameMode eival peydAng onpaociag yia to matXvior, apou kabopider

to Player Controller xau to Player Pawn.
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Ewova 230 FirstPersonGameMode part 1

Apxika dnpuoupyeitar Widget tumou Death_Widget kav mipootiBetal oto ypagikod
mepBaAdov tou maiktn. Aeopevetar to OnPlayerDestroyed oto Event to On
Destroyed tou Xapaxtrpa tou IMmaiktn Kai 0Tav autog Kataotpa@el ekteleital to
OnPlayerDestroyed. Avdloya pe to emimeGo mou Bploketalr o Xapaxtnpag Tou
maiktn akolouBeitar OUYKeKpLUEVH) por) mpddewv, I} Omola epUNVEULTAL OTLG

enopeveg etkoveg (Eikova 231).

Ewkova 231 FirstPersonGameMode part 2
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‘Otav o xapaktipag tou naiktn Bploketal eite oto emimedo pe tnv ovopaoia Level2
eite oto emimedo pe tnv ovopaocia Level6, ektedettar to yeyovog DeathScreen tou
Widget pe eioo6o tn petaBAnt) TotalDeathCounter. Metda amd pa
xpovokaBuotepnon evog Geutepodémtou (Ewkova 232) dnuioupyetitar actor turmou
FirstPersonCharacter xkaiv apxwkomoirettar. Katomwv auvavetar 1n tpn g

petaBAntng TotalDeathCounter (Eikova 233).

Ewova 232 FirstPersonGameMode part 3

Ewova 233 FirstPersonGameMode part 4

Onwng @atvetar otnv Eiwkova 234 xar otnv Eikova 235 ,0tav o Xapaxtnpag tou
rmaixtn Bploketal oto emiedo pe tnv ovopaoia Level1, Snpioupyettal (petd amo pia
xpovokaBuotepnon evog Seutepodertou) actor tumou FirstPersonCharacter kau

apxikoroteitat .
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Ewova 234 FirstPersonGameMode part 5

Ewova 235 FirstPersonGameMode part 6

Yto emimebo pe tnv ovopaoia Level4d n xataotpo@n Tou XapaxTrpd TOU IIALKTI)
onpatodotel TNV ernavekkivnon tou emuredou. Autod oupBaiver yia va oupBadider pe
TNV MAOKI] TOU HALXVIOL0U, a@oU O0TO OUYKEKPLUEVO emirmedo o Xapaxrtnpag oev

ermavepxetatl oty {wn amd tov master tou Feli (Eikova 236)

Ewova 236 FirstPersonGameMode part 7
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Evotnta 5.4.3 FirstPersonHUD

To FirstPersonHUD ¢xev Parent Class HUD xaiv vdomowei tn Olemagn
BPI_WavelnfoDisplay (Eikova 237).

Ewxova 237 FirstPersonHUD part 1
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Ytnv ewkova 238 ameikovidetal 1 mpourdapxouvoa Aettoupyila tou FirstPersonHUD,

n omoia {oypa@idel 0To KEVTPOo tng 000vNg £va KOKKIVO 0TaupOvIHd.

Ewkova 238 FirstPersonHUD part 2

Otav n ovopaoia tou emuredou eivar Leveld, Snuiwoupyeitar eva Widget tumou
Wave_Widget, amoOnkevetar otn petaBAnt) GameplayHUD xkau mpootiBetar otnv

00ovn tou maiktny (Ewkova 239).

Ewkova 239 FirstPersonHUD part 3

YZtnv ewkova 240 amelkovidovtal Ol A£LToOUPYLKOTNTES TGOV OUVAPTIOLE®V TOU
BPI_WavelnfoDisplay oto FirstPersonHUD. H ulomoinon tng Aevtoupylkotntag
ToUg elval To Kadeopa tov ouvaptnoemv tou Wave_Widget pe tig owoteg Tipeg otig
ewoodoug toug. Xtnv evotnta Widget Oa avaduBolv ta amotedeopata TV

oUYKekRpluevev ouvaptnoeev (KEikova 240).
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Ewkova 240 FirstPersonHUD part 4

5.5 Widget

Evotnrta 5.5.1 Death_Widget

To Death_Widget 6nuioupyeitar oto Event BeginPlay tou FirstPersonGameMode
H€ OKOIIO Vd €VNIEPOVEL TOV IIALKTI IIO0ES POPES £XEL KATAOTPAPEL 0 XAPAKTIPAG
TOU.

Ztnv e1kova 241 ameikovidetal ) kapteda Designer tou Death_Widget. Ta keipeva
exouv apxukorowOel pe undeviko opacity, mote va eival opatd HPOVo KaTtd TNV
ovapkera tou Animation DeathTextAnim. To Animation auto tpormomotlel Tig Tipeg

TV Katnyoplwv Color and Opacity kar Transform tov xketpevov.
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Ewxkova 241 Death_Widget1

Ytnv Ewkova 242 amewkovidetar n ouvaptnon DeathScreen, tng omoiag 1
Aettoupykotnta  eivar va  evinpuepovel to Kelpevo TimesDiedCounter 1ou
oupBoAidel Tov aplBod TV PoP®V MOU £XEel KATAOTPAPEL 0 XAPAKTHPAC TOU IIALKT).
Ytnv ouvéxewa evepyomoleitar to DeathTextAnim xai o apiBpog autog yivetau

0paTOg Yla TNV O1dpKeLa Tou animation.

Ewxova 242 Death_Widget2
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Evotnta 5.5.2 Instructions_Widget

O oxkorog tou Instructions_Widget eival va evnepwoel Tov Akt OXETUKA PE TNV
Ae1ToupylkOTNTA TOV ITANKTP®V mou arattouvtal oto The Challenger.

Yinv Eikova 243 anekovidetar nn kapteda Designer tou Instructions_Widget.

Ewova 243 Instructions_Widget1l

H povadikr oAAnAemiSpaon pe tov maikty oto Widget eilvalr to Koupmi
Back_Button. Otav matnbei, evepyomoleitar to On Clicked mou emwotpepel tov

maixtn oto apX1ko pevou (Eikova 244).

Ewova 244 Instructions_Widget2
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Evotnta 5.5.3 LevelSelection_Widget

To LevelSelection_Widget Givel tn duvatotnta otov maiktn va emAedel to eminedo
aro to omolo Oa erivioet to matXviot.

Ztnv Ewkova 245 aneikovidetal i kapteda Designer tou LevelSelection_Widget.

Ewkova 245 LevelSelection_Widget1

Ytnv Eikova 246 ameikovidetal 11 UAOmmoinon tng AeLTOUPYLKOTITAS TOV KOURI®V
tou ouykekpipevou Widget. Me to mmatnpa tou KaBe KOUPITLOU £Vepyorioleltal To
avtiotorxo On Clicked. Zuykekpipeva:

= To Back_Button petagépel tov maixtn 0to apxiko pevou.

= To Levell_Button @optovel to emimedo pe tnv ovopaocia Levell_Story.

= To Level2_Button @optovel to emimedo pe tnv ovopaocia Level2_Story.

= To Level3_Button @optwvel to emimnedo pe tnv ovopaoia Level6_Story.

= To Level4_Button @optwvel to emimedo pe tnv ovopaoia Level4_Story.
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Ewkova 246 LevelSelection_Widget2

Evotnta 5.5.4 MainMenu_Widget

To MainMenu_Widget mapexel otov maiktn tig e€ng Suvatotnteg:
= £{000U ammo To matXvion
» jpetdBaong oto Instructions_Widget, ®ote va 6el tig 00nyieg Tou marxviolou
= petdBaong oto LevelSelection_Widget, mote va pmopel va emdefel to
eminedo mou embBupet.

Yinv Eikova 247 anevkovidetar n Kapteda Designer tou MainMenu_Widget.
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Ewova 247 MainMenu_Widgetl

Ytnv Ewkova 248 ameikovidetal 11 UAOIIOLNOT TNg AELUTOUPYLKOTITAS TOV KOUUIILOV
tou Widget. Me to matnpa tou xabe Koupmmou evepyoroleital to avriotorxo On
Clicked. Xuykekpipeva:
= To PlayLevel Button agaiper am6 To mnepiuBdAlov Tou maixtn To
MainMenu_Widget. Xtn ouvexela dnuioupyel Kal mpooBetel oto mmepBaddov
tou maiktn to LevelSelection_Widget. Metageper dndadn tov maiktn oto
Widget emdoyrng emuebou.
*» To Quit_Button kAeivel to matxviot.
= To Instructions_Button a@aiper am6 to mepBdddov Tou mmaAlKT) TO
MainMenu_Widget. Xtn ouveéxeva dnuioupyet Kal mpoobetel oto mmepBadov

tou maikti to Instructions_Widget.
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Ewxova 248 MainMenu_Widget3

Evotnta 5.5.5 Password_Widget

To Password_Widget xpnoipomotleital yia tnv £10ay®yr KOOUK@V Ao Tov IIALKTI).

Ytnv Ewkova 249 anewkovidetar i kapteda Designer tou Password_Widget.
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Ewova 249 Password_Widgetl

Kata v evepyoroinon tou On Clicked (Button_11) mpaypatomoleital £Aeyxog tou
neplrexopevou TextBoxPass. Av tautomoleital pe tov avtiotolXo K@olko, KaAeital
n ouvaptnon CorrectPassword tou Door (Reference oe actor tumou BP_DoorField),
eve av 0ev tautoroleital, Kadeital n ouvaptnon WrongPassword tou Door. Telog,

tiBetal to Input Mode oe Game Only xau amokpuntetal 0 KEPoopPaAg TOU MTOVTLKLOU

(Eixkova 250) .

Ewkova 250 Password_Widget2
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Evotnta 5.5.6 PauseMenu_Widget

To PauseMenu_Widget epgavidetar otnv 080vn tou maiktn omote matndeil to
avtiotorxo mAnktpo. O okomog tou eival va dwoel tnv SuvatoTnTA OTOV HIALKTY) Va
IOYOVEL TNV ALUTOUPYLO TOU HALXVIOW0U KAl va TOU Olvel Hid amo IOPAKATE
emAoyeg:

= QUVEXLONE TOU IIALXV1OL0U

= eIIoTPOPIS 0TO APXIKO PEVOU

= ¢£000U A0 TO mALXVLOL.

Ztnv Ewkova 251 anewkovidetar np kapteda Designer tou PauseMenu_Widget.

Ewova 251 PauseMenu_Widgetl

Ytnv Ewkova 252 aneikovidetar 11 uAoOImoinon tng ASLtoupylkOTITAS TOV KOUUIILOV
tou Widget. Me to matnpa tou kabe KoupImou evepyoroleital to avriotorxo On
Clicked. Xuykekpipeva:
= To Resume_Button 6eter to Input Mode oe Game Only, amokpumter tov
KE€POoopa Tou movtikiou, apatpel to Widget amo tnv 00ovn kar ouvexidel to
IIALXVIOL.
= To Quit_Button xkAeiver to marxvion.

= To MainMenu_Button avoiyel to emimebo pe tnv ovopacia MainMenu.
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Ewxkova 252 PauseMenu_Widget2

Evotnta 5.5.7 Story_Widget

To Story_Widget ¢xev oxomd <tTnv a@nynon Ttng IAOKINE TOU IIALXV1OLoU

XPNOLIOIIOLWVTAE £PE YPAPOUNXAVIG.

Ytnv Ewkova 253 ameikovidetal n kapteda Designer tou Story_Widget.

Ewova 253 Story_Widgetl
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H ouvaptnon Initialize Svatpexer to keipevo tng petabBAntng FullText. Kabwg to
dlatpexel pe pua pikpn) Xxpovokabuoteépnon, Kalel tn ouvaptnon WriteText yia kaBe
XapaxThpa Tou Kevpevou. MOAlg mpaypatomou)Bel autd, avamapdyetatr  To
Animation Upward xai n tipn tng petaBAntng StoryEnded petatpenetar oe True
(Ewkova 254).

Ewkova 254 Story_Widget2

H ouvaptnon WriteText mmpooBeter oto te€dog Tou Kevpevou, mou vmapxel 116n otnv

000v1), Tov emmopevo Xapaxrtrpa tou Kevpevou (Kikova 255).

Ewkova 255 Story_Widget3
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Evotnta 5.5.8 UMG_HUD

To UMG_HUD O6npwupyeitatr oe kaBe emimedo kav mpootibetar otnv 00ovn tou
IIALKTI. XKOMOg TOU ouykekpipevou Widget elval va evnuepmvel Tov maikTn yia
Aeltoupyleg ToU mALXVioLoU, OIIKOG 1) {01 TOU XAPAKTIPA KAl 1) AIIO0TOAI Tou, Kabe
OTUYI] TOU IIALXVioiou.

Ytnv Ewkova 256 ameikovidetal i kapteda Designer tou UMG_HUD.

Ewova 256 UMG_HUD1

Yinv Ewkova 257, otmv Eiwkova 258 raiv otnv Eiwkova 259 ameikovidovtal
replLoootepeg Aermropepeteg yia ta Animations PowerNotification, InstructionAnim

katr HealthBarDMG avtiotovxa.

Ewkova 257 UMG_HUD2
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Ewkova 258 UMG_HUD3

Ewova 259 UMG_HUD4

H ovuvaptnon UpdateHealth 6é¢xetar cav eioobo pua Tuur Float, n omoia
avTuIpoornevel Tt {O1] TOU XAPAaKThpa Tou maikty. Avamapayer to Animation
HealthBarDMG xati evnuep®vel To mooootod ThHe UIIAPAS, TOU AVTUIPOOWIEULL TNV
(o tou Xapakthnpa tou maiktn. H ouvaptnon UpdatePowerText exer yua
mapapetpoug pia petabBAntn tumou Boolean  xar pua petaBAntn tumou Text.
Avddoya pe tnv tuan e Boolean B¢tel to keipevo eite oty petaBAntn PowerText
ette otn petabBAntn) InstructionText kav oty ouvéxelwa avarmapdyel o KAtdAAnAo

Animation (Ewkova 260).

Ewova 260 UMG_HUDS5
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H ouvaptnon DisableQuestText amokpumtel to Keipevo tng petabAntng QuestText
kavovtag to Svapavr). H ouvaptnon EnableQuestText epgavidelr to keipevo tng
petaBAntng QuestText xavovtag to pun Svagavr. Ov ouvaptnoeig EnableShieldCD
kat EnableTeleportCD kavouv epgaveig tig pmapeg ShieldCD kav TeleportCD, mmou
avturpoonevouv tig 6edrotnteg Shield kav Teleport avtiotoixa. Ov cuvaptnoeig
UpdateShieldCDVisual kav UpdateTeleportCooldownVisual evnuepwvouv Tig
pdpeg ShieldCD  kav TeleportCD avrtiotoiXa, ®oTe va OIITIKOIIOLELTAL O
evaropeivavtag Xpovog HEXPL 0 XAPAaKTIpag Va SavVamoKThHoel T duvatotnta va

Xpnotporotnoet maAt tig 6e§rotnteg avteg (Eikova 261).

Ewova 261 UMG_HUDG6

H ouvaptnon EnableQuest epgpavider ta keipeva tov petaBAntov QuestText kau
CurrentQuest xavovtag ta un Swagavr. H cuvaptnon UpdateQuest evnuepwver to
Keipevo tng petaBAntng QuestText. H ouvaptnon CountDownTimer evnuepovet to

Kelpevo tng petabBAntng Timer mou avtuapoonievel evav petpnti (Eikova 262).
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Ewova 262 UMG_HUD7

Evotnta 5.5.9 Wave_Widget

To Wave_Widget £xel okKomo tnv evnuép®on Tou MalKTn yua ta Kupata ex0pov
OTI®G: 0 XPOVOE IIOU AMOHUEVEL Y1a TO £IIOpevo KUupa ex0pwv, oe molo Kupa Bploketau
Kal 0€ T II0000TO £Xel auTtd 0AOKANpKOet.

Ytnv Ewkova 263 ameikovidetar n kapteda Designer tou Wave_Widget.

Ewova 263 Wave_Widgetl
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H ouvaptnon ActivateUIElement_Wavelnfo kavel epgavr) ta otoixeia tou Widget
autou otnv oBovn tou maiktny. H ouvaptnon DeactivateUIElement_Wavelnfo
armokpumtel ta otvovxeia tou BorderStats, 6ndadn tnv pmdapa oAoxAnpwong tou
KUpatog Kair  tov  apBpd  tou  twplwvou  Kupatog. H  ouvaptnon
ActivateUIElement_CountdownTimer apxikomoiel tov petpntr yia tnv £vapirn tou
ermopevou  KUPATOg KAl ep@avider  Tov  HeTpIT). H  ouvaptnon
DeactivateUIElement_CountdownTimer amoxpumtet tov petpnti. Ov ouvaptnoeig
UpdateUIElement_CountdownTimer xar  UpdateUIElement_WaveProgress

EVIIEPOVOUV TOV PETPITI Kal TNV pidpa avriotorXa (Eikova 264).

Ewkova 264 Wave_Widget2
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5.6 Textures

Ov mapaxkate veeg (Eikova 265) xpnovpomowOnkav evtog tou matXvidiou oto

Mat_Candy xav Mat_CandyDisin.

Ewova 265 Ypeg Candy

Ov veeg otmv EwkOva 266 YpnoipormowOnkav evtog Tou marxvidiou  oTo

Mat MetalPlatel.

Ewxova 266 Yo¢g MetalPlates005
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Ov vepeg otnv EwkOva 267 xpnoiwpomou}Onkav evtog TOU mALXViolou  0TO

Mat_MetalPlate.

Ewova 267 Ypeg MetalPlates006

Oleg o1 maparrave veeg avaktnOnkav amd tn oedida: https://ccOtextures.com/ kat

oltatiBevtal pe adeva Creative Commons CCO License.

Ov veeg T decolLinesB, T_fire01, T_flare_a, T_gradiation, T maskRGB3,
T_maskRGB5, T noisel3_sml nor, T noiseb5, T_noise6, xar T_slash01_4x4
xpnowporowOnkav yia to Particle System P_stabShot (Kakky, 2017).

H ven otnv Ewkova 268 dnuuoupynOnke oto Owpedv Aoyropiko Krita xrau
xpnotporounOnke oto uAko M_Grid.

Ewova 268 Yo T_GridCell
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H von otnv Ewkova 269 eivar gradient xav dnpioupynOnke oto Swpedv AOYyLopiko

Krita xai xpnowpomowOnke oto uvAiko Mat_ShieldFinal xau ta mapopola tou.

Ewxova 269 Yon T_ScanLineMask

H ven T_TilingNoise03 meprdapBavetar oto Engine Content tng Unreal (Eikova
270).

Ewxkova 270 T_TilingNoise03

5.7 Materials

Evotnta 5.7.1 Mat_SimpleRed

Ta vAKA amotedouv €va peyado KOPPATL THE OITLKIE OWng evog matXvidwou oe

ouvOuaopo pe ta TPLodlaoTata poveeda.

To uAiko Mat_SimpleRed ekménmel pog ouykekpipevou xpopatog mou kabopidetar
a6 tnv mapapetpo Color xkat £vraong mou xaBopidetat amnd tnv mapapetpo Strength
(Ewkova 271). Ta UALKQ MI_SimpleGreen, MI_SimpleEmissive,
MI_SimpleGreenLE, MI_SimpleLowEmissive, MI_SimpleVioletLE Kau
MI_SimpleYellow ¢xouv yovea auto to uAiko. Kamova amnd autd ameikovidovtal 0to

mapaptnpa A.
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Ewkova 271 Mat_SimpleRed
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Evotnta 5.7.2 Mat_Candy

To vAiko Mat_Candy ( Exkova 272) xpnoiporotel tig ugeg tng Eikovag 265.

Ewxkova 272 Mat_Candy

Evotnta 5.7.3 Mat_SimpleDisinegrationE

To Mat_SimpleDisinegrationE (Eikova 273) eival eva uA1KO TO 0II010 IPOKAAEL TNV
weudailobnon ouvOeong 1) amoouvOeong. To UALKO auTd KATAOKEUAOTNKE CURPOVA J1e
T1g 00nyleg tou S18arTikOU UALKOU «Disintegrating Baddies: dissolve effect in UE4»
(Lamarche, 2015). Ta vuvAika MI_DisinRed, MI_SimpleBlueDisinegrationE,
MI_SimpleDisinVioletLE ¢xouv yovéa to UALKO autd KAl KAIIOWQ Q@O autd

arrerkovidovtal oto mapaptnua A.
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Ewova 273 Mat_SimpleDisinegrationE

Evotnta 5.7.4 Mat_MetalPlate

To vAiko Mat_MetalPlate (Eikova 274) xpnoiporotletl tig u@eg mou arrelkovioveal

otnv Ewkova 267.

Ewova 274 Mat_MetalPlate
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Evotnta 5.7.5 Mat_SimpleGlow

To Mat_SimpleGlow (Eikova 275) eivar eva adia@aveg UALKO em@avelag.
AnmoupynOnke pe tn BorBera tou 616akTIKOU Bivteo «Unreal 4 Tutorial: Advanced

tron material #1» (Liaret, 2015). Ta akoAouBa vAikd £€Xouv yovea to UALKO auTo:

* MI_SimpleGlowBlueHigh «  MI_SimpleGlowRoomPink
= MI_SimpleGlowGreenHigh = MI_SimpleGlowRoomRed
= MI_SimpleGlowRoomBlue = MI_SmpleGlowOrangeHigh
= MI_SimpleGlowRoomGreen = MI TileGreen.

= MI_SimpleGlowRoomOrange

Ewova 275 Mat_SimpleGlow

Evotnta 5.7.6 Mat_ShieldFinal

To Mat_ShieldFinal amoteAel to uAik6 tng aomidag tou maiktn Kal Snuoupynonke
pe tn Bonbeia tou GubakTikoU Bivieo «Force Field and Impact Effect - (UE4
Tutorial)» (UnrealCG, 2017). To vAikdé Mat_BlockShieldFinal eival mapopovo pe
o UVAKO auto kav ta MI_BlockTPShieldFinal xar MI_DoorCode eival maidia tou.

Eixoveg yia ta UAKA autd umapxouv oto mapaptnpa A.
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Ytnv Ewkova 276 ameikovidetar kKaBoAika to vAikd Mat_ShieldFinal xav otig
eropeveg eukoveg (Eukova 277 — 279) aneikovidetal KaBe KUPLO KOPPATL TOU UALKOU

auTou {eEX®PLoTd.

Ewova 276 Mat_ShieldFinal partl

Ewkova 277 Mat_ShieldFinal part 2
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Ewova 278 Mat_ShieldFinal part 3

Ewova 279 Mat_ShieldFinal part 4
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Evotnta 5.7.7 Mat_Teleport

To Mat_Teleport eivar €va autopento nuidta@avy UALKO emipavelag. To uAiko

MI_Teleport etvarl mairdi tou uAikou avtou (Eikova 280).

Ewova 280 Mat_Teleport

Evotnta 5.7.8 Mat_Orb

To vlikd Mat_Orb (Ewkoveg 281 — 285) OGnuiwoupynOnke pe tn BonBeva Ttou
o18akTikoU Bivteo «Shaders in UE4 | Live Training| Unreal Engine Livestream»

(Unreal Engine, n.d.). Ta vAika MI_EvilOrb kav MI_Orb etvar mai6id autou.
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Ewkova 281 Mat_Orb part 1

Ewkova 282 Mat_Orb part 2
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Ewova 283 Mat_Orb part 3

Ewova 284 Mat_Orb part 4
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Ewova 285 Mat_Orb part 5

5.8 Audio

O nxor EnemySpawnSoundCropped (aghony, 2019), AlarmSound (Jm_at, 2018)
kar DramaticSoundCropped (x86cam, 2013) avaxktnOnrav amd TOV 10TOTOIIO

Freesound pe adeva Creative Commons O License.
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Ov 1Xol FlyingDiscSoundCropped (Development, 2019) Kau
ScifiBackgroundCropped (5prin6, 2019) avaktOnkav omd TOV  10TOTOIIO

OpenGameArt.Org pe a6eva Creative Commons 0 License.

Ov paveg ou XpnorvpomowOnkav, dnuoupyndnkav pe to 6wpedv online epyaleio
Voice Generator amo tnv wotooedida voicegenerator.io Kal tpomomow)Onkav pe to

dwpeav epyadeio Voice Changer amo tnv wotooedida voicechanger.io.

Ov vmmddouror 11xot eivat amod toug mpoundapxovteg tng Unreal Engine.

5.9 Maps

Evotnta 5.9.1 MainMenu

To emimedo pe tnv ovopaocia MainMenu eival to mpwto eminedo Tou matXviolou pe
TO OIO10 £PXETALl 02 eIl 0 MALKTNG. LTo emimedo auto Givovtal dtagopeg emAoyeg
OTOV IIALKTI), J€ TNV II10 KUPLA Va elval to {EKiva Tou matXviotou.

Ytnv Eikova 286 ameikovidovtal ov puBpioelg tou emaredou otnv xkapteda World

Settings.

Ewova 286 MainMenu World Settings
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Ytnv Ewkova 286 amewkovidovtalr oL ouvaptnoelg Kar ot petaBAntég mou

xpnorporowOnkav oto Level Blueprint tou emmedou.

Ewova 287 MainMenu My Blueprint Tab

To Event BeginPlay evepyomoleitar poAig dnuuoupynBet to emimebo Kol n
Aelrtoupyla mou vdorolel eival i mpocBeon tou MainMenu_Widget otnv 06ovn tou
IIOLKTH. 2T OUVEXELD KAVEL 0pATO TOV KEPOOPA TOU IIOVTIKLOU Kat Oeter to Input

Mode oe UI Only (Eikova 288).

Ewkova 288 MainMenu Level Blueprint
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Evotnta 5.9.2 LevellStory

YKoImo¢ tou emumedou pe tnv ovopaoia LevellStory, omwg Kal twv UmoAolnov pe
mapopolo Titho elvatr va mpoobeoouv TNV a@nynon Katd TNV OldpKeld Tou
atXviolou.

Ytnv Eikova 289 ameikovidovtar ov puBpioelg tou emaredou otnv kapteda World

Settings.

Ewova 289 LevellStory World Settings

Yty Ewkova 290 amewkovidovtalr ov ouvaptnoelg Kar ot petaBAntég mou

xpnovpomnowOnkav oto Level Blueprint tou emmebou.
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Ewxova 290 LevellStory My Blueprint Tab

To Event BeginPlay evepyomoleitar poAig SnuioupynBet to emimebo kKaiv n
Aertoupyla mou udormoiel eivar n mpooBeon tou Story_Widget otnv 0086vn tou
MIAlKTH. XTN OUVEXELN KAVEL 0pATO TOV KEPOOPA TOU IMMOVTIKLOU Kau Beter to Input
Mode oe Game and UL Emnevta {exivael n agriynon tng mAokng. AQou oAokAnpwOet,
HOAlg 0 MalkTng ITATI0elL OMOLOONIIOTE MANKTPO, (POPTOVETAL TO £ITiIiedo pe Tnv

ovopaoia Levell (Eikova 291).

Ewxova 291 LevellStory Level Blueprint
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Evotnta 5.9.3 Level 1

To emimedo pe tnv ovopaocia Levell £xer okomo tnv embeiln tov 6eflotntev TOoU
XAPAKTI P OTOV IALKTH.

Ytnv Eikova 292 ameikovidovtal ov puBpioelg tou emaedou otnv kapteda World
Settings. Aidel va avagepBei otL o1 puBpioeig tou Lightmass ¢xouv tpomoroin et

Hpe oKomo To ermBupunTo OmTIKO AIIOTEAECA TOU POTLOHROU.

Ewova 292 Levell World Settings
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Ytnv Ewkova 293 amewkovidovtalr oL ouvaptnoelg Kar ot petaBAntég mou

xpnorporowOnkav oto Level Blueprint tou emmedou.

Ewkova 293 Levell My Blueprint Tab
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To Event BeginPlay evepyomoleitar poAig SnuiwoupynBet to emimebo Kaiv n
Aelrtoupyla mou UAoIolel elval 1 amdKpuYI) Tou KEPOOPa TOU IIOVTLKLOU Kal O¢tetatl
to Input Mode oe Game Only. Xt ouvéxewa amoBnkevetar n 6¢on tou actor
BP_EvilOne ot petaBAntr tumou Vector SoundsLocation. AxoloubBawg,
Onuioupyeital ava@opd O0TOV XAPAKTHPA TOU IIaiktn, IIou amobnkevetar otn
petaBAntn CharacterRef. Katomwv OSnpuoupyeitar Widget tomou UMG_HUD,
rpootifetar otnv 006vny Tou maikty Kai amokpuirtovtar ta otovxeila TeleportCD,
ShieldCD, Health, CurrentQuest xair QuestText. Emevta exivouv €§1 oeiplakeg

akodouBieg xat extedovuvtar (Eikova 294).

Ewkova 294 Levell Level Blueprint part 1

H mpotn xav n 6evtepn akoAoubia armod ta povoratia 0 kKat 1 Snpioupyouv Omrtiko

€& TPOMOIIOLRVTAS TLeg petaBAntoy amo v Kapepa tou maiktn (Eikova 295).
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Ewkova 295 Levell Level Blueprint part 2

Ewova 296 UnBlur

H tpitn axolouBia ammd to povomdati 2 amevepyoriolel IIPoo®PLVA TNV TKAVOTITA
XAPAKTHPA TOU MAlKTH va KivnBel. Xtn ouvexela avarapayovtatr S1a@opol 1nxXot,
evepyoroleital 1 Guvatotnta tou maikty va kuvnOei. Emiong yivetalr opatd kau

EVNIEPRVETAL TO Kelpevo tng armootoAng (Eiwkova 297).
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Ewova 297 Levell Level Blueprint part 3

H tetaptn akoloubia amod to povomaty 3 amevepyorolel OAeg Tig 0efLotnTeg TOU

xapaxrtnpa tou maikty (Eikova 298).

Ewxova 298 Levell Level Blueprint part 4

Ytnv eikova 299 aneikovidetar o actor DashTrigger péoa oto emirmedo.

Ewkova 299 Levell DashTrigger
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Ytnv Eiwkova 300 kav otnv Ewkova 301 amerkovidetal n Aettoupylkotnta tou actor
DashTrigger. MoOAlg 0 XOapakKTipag TOU IIALKTI OUYKPOUOTEL He TO MmAEypa
ouykpouong DashTrigger, evepyomotettal to OnActorBeginOverlap tou actor. Xtnv
IIPOTI OUYKPOUON EVIIEPOVETAL TO KELPEVO TNS AIIOOTOANG, AVAIIAPAYOVTAL Ol
KatdAAnAol nxor xauv avavetatl n tipn tng petaBAntng TimesTriedCounter. Xtnv
eropevn oUYKPOUOI] eVNIEPOVETAL MAAL TO KELPEVO TNE AIIOOTOANG, AVAIAPAYETAL
KatdAAndog nxog kar auviavetal n v g pevabBAntng TimesTriedCounter. Xtnv
TPLTH Kau tedevutala OUYKPOUOI] EVIHEPMOVETAL TO KeLUEevo Tng OIIO0TOANG,

AVATIaPAYETAL 0 EMAEYHEVOG 1)1X0S KAl KATAOTPEPETAL 0 actor autog.

Ewkova 300 Levell Level Blueprint part 5

Ewxova 301 Levell Level Blueprint part 6
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Ytnv eikova 302 aneikovidetar o actor OrbGivingTrigger péoa oto emtmnedo.

Ewkova 302 OrbGivingTrigger

MoAlg o Xapaktnpag tou maiktn ouykpouotel pe tov actor OrbGivingTrigger
EVIIEPOVETAL TO KeIPIEVO TNG AIMOOTOAING KAl AVAIIAPAYETAL O EITLAEYHEVOS 11X0S

(Exkova 303).

Ewxova 303 Levell Level Blueprint part 7

YT OUVEXEWN AVAIINPAYOVTAL Ol EIILASYHEVOL X0l XPNOLHOIOL)OVTAE KAl TNV

ouvaptnon MoreHa (Ewkova 304).

Ewova 304 Levell Level Blueprint part 8

'Enevta avamapdyetar mdAl emAeypgvog 1Xog Kal arevepyoroleital n duvatotnta
Input yia tov maiktn. AKkoAouBel omtiko Qe XpnoLlomoLwvTag Ty ouvaptnon Start
Camera Fade tng Unreal xav petd amd xpovorkaBuotepnon mevie SeuTepoALmtov

evepyorotleital 1 Suvatotnta Input tou maikty (Ewkova 305).
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Ewxova 305 Levell Level Blueprint part 9

Yuvexidovtag Snuroupyeital Kat GAAO OIITIKO €€ XPNOLIOIIOLWVTAE TN OUVAPTNON
Start Camera Fade =xaiv yilvetar mAéov ep@aveg TO OIAO TOU IIALKTH).
Xpnowpomowwvrag 1t ouvaptnon CloseDown tou BP_BlockShieldSimple
elapavidovtal ov mopteg mou enrnodi{ouV TO POVOIIATL KAl EVNIEPWVETAL TO KELIEVO

tng amootoAng (Ewkova 306).

Ewkova 306 Levell Level Blueprint part 10

Telog, evnuepwvetal i tomobeoia tou actor BP_EvilOne xau i tupn tng petabBAnting
SoundsLocation (Exkova 307).

Ewkova 307 Levell Level Blueprint part 11
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Ytnv eikova 308 ameikovidetar o actor SetSpawnSecond péoa oto emtmnedo.

Ewkova 308 SetSpawnSecond

MOAIE 0 XOpoakTnpag TOU MOLKTH OUYKPOUOTeL He TO HmAeypa OUYKPOUOong
SetSpawnSecond, evepyomoleitat to OnActorBeginOverlap tou actor. 'Etou
onpatodoteitar 1 Kataotpo@n tou actor PlayerStart xai OSmpuoupyeitar veo
PlayerStart otnv tomoBeoia tou actor SetSecondSpawn, wote, Otav 0 XAPAKTIPAS
TOU MALKTI KATAOTPEPeTAL, Vo avadnuioupyeital og vea tomobeoia. Xtn ouvexela
eppavidetar o actor HookPoint3 pe tn xpnon tng ouvaptnong Appear Ttou
BP_HookPoint, otov omoto Oa xpnotpomounoet o maiktng tn 6edrotnta Hook yia va

repdaoel to eprodo. Evnuepovetar to keipevo tng amootoAng (Ewkova 309).

Ewkova 309 Levell Level Blueprint part 12
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Ytnv eikova 310 aneikovidetar o actor HookLandingTarget péoa oto emimebo.

Ewova 310 HookLandingTarget

MoOAlg o Xapaktnpag TOU MALKTI] OUYKpouotel Tnv IpoTn @opd pe tov actor

HookLandingTarget, evnuepovetal to keipevo tng amootoAng (Ewkova 311).

Ewxkova 311 Levell Level Blueprint part 13

ZTnv ouvexela amevepyomnotleital 1 SUvatotnTa Kivnong Tou XapaKThnpa Tou Ak,
avarapayetal emAeypevog 1nxog kai e§agpavidetal o actor HookPoint3 pe tn xpnon
tng ouvaptnong Disappear tou BP_HookPoint. Katomy petakivettal o xapaxrtnpag
TOU maiktn pe T Xpnon tng ouvdaptnong SetCharacterLocation/Rotation xau

dnuuoupyettal actor tummou BP_BlockShieldSimple (Eikova 312).

Ewkova 312 Levell Level Blueprint part 14
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'Enevta xpnowpomnowwvtag tn ouvaptnon Open tou actor BP_BlockShieldSimple,
pmlokdapete n 6wabpoun yva tnv apxn tng miotag. AkKoAdoubwg evepyormoreitatl 1)
LKAvOTNTA KIVI0Ng TOU XAPAKTIPA TOU IIALKTI), AVAIINPAYETAL EILAEYHEVOS 1)X0C,
EVIIIEPOVETAL TO KELIEVO TN AIIOOTOANS TOU IMALKTI KAl dnproupyeitatl actor turou
BP_CandyDisin. T¢Aog eppavidovtar XpnoLoroiwvtag tTnv ouvaptnon Appear tou

BP_HookPoints 2 actors autou tou tumou (Eikova 313).

Ewkova 313 Levell Level Blueprint part 15

Yt OeUtepn OUYKPOUON] TOU XOPAKTIPA TOU MOLKTI] QVAIIAPAYovTal OAOL Ou
SIMLAEYPEVOL 11XOLl, €VIIEPWVETAL I QIIOOTOAI] TOU IIALKTI) KAl £VEPYOIIOLELTAL 1)
delotnta teleport Tou YXapaxrtnpa. Xty ouvexela eviuepovetalr 1) tormobeoia tou

actor BP_EvilOne kav i tipn g petaBAntng SoundsLocation (Eikova 314).
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Ewxova 314 Levell Level Blueprint part 16

Ytnv eikova 315 anekovidetar o actor DeathBoxTrigger pé¢oa oto emimnedo.

Ewkova 315 DeathBoxTrigger

MoOAlg o xapaktnpag Ttou maiktn ouykpouotel pe tov actor DeathBoxTrigger,
arrevepyoroleital 1 duvatotnta Input tou maikTn, AmoXpUITeTAL TO OIAO TOU Kal
peta amo xpovokaBuoteépnon 600 Geutepolemtv petagepetal otnv tomobeola tng
€KKIVNONng. XTh ouvexelda yilvetal mIAAlL 0patod TO OIMAO TOU IALKTI), OVOAIAPAYETAL
OUYKEKPUIEVOS 1X0¢  Kar petd amd mpokaBopiopevn — xpovokaBuotepnon

evepyoroteital 1 Suvatotnta Input tou maikty (Ewkova 316).
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Ewkova 316 Levell Level Blueprint part 17

Ytnv ewkova 317 anekovidetar o actor PlatformMoveTrigger péoa oto emimedo.

Ewova 317 PlatformMoveTrigger

MoAlg 0 XapakTpag Tou maiktn ouykpouotel pe tov actor PlatformMoveTrigger,
Kataotpepetal o actor PlayerStart xal dSnpiovpyeitar oe dAAn tomoBeoia, mote va
Aevtoupynoelr oav checkpoint. Xtn ouvexeia, Xpnolpomol®vtag TV OUVAPTIOI
Movement tou actor tumou BP_PlatformMov, evepyomoleitar n xivnon tev

mAat@oppev (Eikova 318).

Ewkova 318 Levell Level Blueprint part 18
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Ytnv Ewkova 319 ameikovidovtar ov Aevtoupylkotnteg towv trigger Volumes tou
tpitou bopatiou. To PurplePlatformVolume eivar vmreiBuvo yua tnv evnuepwon tng
petaBAntng PurplePlatform, xar to InRoom3Volume eivar vmetBuvo yva tnv

£VePYOoIIoinon Kau arevepyoroinon tou Event Tick.

Ewkova 319 Room3 Triggers

To Event Tick evepyomotleital oe kaOe frame. Ymapxouv 6o kUpleg akodouBieg mou
ektedovvtal. H mpeotn, to povomati 0, eleyxer tnv Tiun tng petabBAnting
HadToSave?, n omoia avtimpoommeyel av 0 XAPAKTIPAS TOU MALKTI] £(TACE KOVTA
oto va xataotpageil. Oco auto Oev exer oupBel, petpouvial TA OGUVOALKA
Oeutepodenta mou eival evepyorolnpuevo to Event Tick. Xt ouvexewa eAeyxetal n
Tiun tng petvabAntng PurplePlatform mou avtiuipoowmevel av o maiktng otekeTal
OTNV ApXuKI mAat@oppda. Av o XapaKTipag Tou maiktn Bploketar otnv apXlkn

mAat@oppa, Eexivouv duo akodouBieg akopa (Ewkova 320).
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Ewkova 320 Levell Level Blueprint part 19

Ytnv mpotn akodoubia (to povomati 0) eléyxovtar ta OeutepOAemta IIOU O
XAPAKTHPAS TOU IIaiktn Bploketalr otnv apXiky mlat@oppa. Av ta deutepodemta
Serrepdoouv ta 10, o mmaiktng mpoeidomoleital va @uUyel amo tnv mAat@oppa. MoAig
ta  OeutepOdemta Semepdoouv ta 13, 1 mAat@oppa  amoouvtifetar  OmTIKA
xpnotporolwvrag to xpovodiaypappa Remove/AddPurplePlatform (Eikova 322).
YTV OuveXeld aAIevepyoroleital 1 duvatdotnta oUYKPOUOoNg He Ty mAat@oppa

(Ewkova 321).

Ewxova 321 Levell Level Blueprint part 20
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Ewkova 322 Remove-AddPurple

Av o0 xapaxtrpag tou maiktn e Bploketal otnv apX 1K1 mAat@oppa, eAéyxetar 1 {on
TOU KOl aV 1] TUpI Tng eivalr Kate amo 20, evnuepovetal 1 tupn tng petabBAntng
HadToSave?. Katomy otapatdel 1 Kivnon tov DAATEOPUOV 1€ Tn XPpnon tng

ouvaptnong Stop kai amevepyoroleital 1 duvatotnta Input tou naiktn (Eiwkova

323).

Ewxkova 323 Levell Level Blueprint part 21

2tn ouvexela, ov 6uo £x0pol Tou TPlTtou S®PATIOU ITAUOUV TO ITUP IIPOE TOV XAPAKTIpA

TOU IIALKTI) KAl avamapayetal ouykerpipevog nxog (Eikova 324).

Ewkova 324 Levell Level Blueprint part 22
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Meta evnuepovetatl 11 {1 TOU XOPAKTIPA KAl IIPAYHATOIIOLELTAL €ALyX0g Yuid TO
moleg 6edrotnteg eival 110n evepyorounpeveg. LNy Ieplrt®on mmou eival 1non oAeg
evepyeg, evepyomoleitar n Suvatotnta Input tou maikty (Ewkova 325). Zinv
IIEPLIITKOON II0U 0 Imaiktng dev exel 161 tn 6ediotnta va mupoBolAnoet, tou Sivetar

Kal evnpepovetal o maitktng yua avtd (Eikova 326).

Ewkova 325 Levell Level Blueprint part 23

Ewkova 326 Levell Level Blueprint part 24

Ytnv Ewkova 327 kav otnv Ewkova 328 ameikovidetal 1 meplrtoon mou n 6eiotnta
tng aomidag 6ev eival evepyomounpevn, To oIoio onpaivel ot oute 1 6edLotnTa Tou

mupoBoAlopoy  eivar  evepyomoinuevn. Omote, petda amd pua  0gpd NXEV
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evepyorolouvtatl Kat ot §uo 6e§lotnteg. O maiktng evnuepm®veTal yua Tig VEeg Tou

dedlotnteg Kal evepyoroteital 1 Suvatotnta Input tou maixen.

Ewkova 327 Levell Level Blueprint part 25

Ewkova 328 Levell Level Blueprint part 26

‘000 1 {e1] TOU XAPAKTI)PA TOU IIALKTI) IOPAREVEL IIAVE arrd tnv apidpntikn tupn 20,
EVIIIEPOVETAL OUVEXROE O PETPNTAGS. XTI OUVEXELA IIPAYHIATOIOLELTAL EALYX0E Yl TOV
XPOVO TI0U 0 XOPAKTI)Pag ToU Akt Bploketal oto tpito Swpdatio. Otav o maiktng
emBLooel Tpravta SeutepoAerrta, avarrapayovtal emAeypevol nxot. MoAig o xpovog
IIOU O XOPaKTNpag Tou Iaiktn Bpioketalr oto tpito Swpatio emepacer ta 60

deutepodenta, exuvael pua vea akodoubia pe Suo akopa povordtia (Ewkova 329).
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Ewkova 329 Levell Level Blueprint part 27

To mpwto povomati evepyomolel T Oefiotnta Tng aomidag TOU IIALKTI] Kau

evnuepovel tov Xpnotn ( Ewkova 330).

Ewxkova 330 Levell Level Blueprint part 28

To OelUTepo pPOVOIIATL TPAYPATOIIOEL €AeyXo yua Tov Xpovo. MoAlg o Xpovog
Semmepaoetl ta 100 SeutepoOdenta, {ekva vea akolouBia pe To IPOTO POVOIATL Va
avarapayel emAeypevoug 1xoug. Akodoubng 6ivel 0Tov XapaKTpa ToU IIALKTH T

ded10tnta va mupoBoAnoel Kat tov eviuepwvel yra avto. (Eikova 332).

Ewkova 331 Levell Level Blueprint part 29
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To SeUtepo povomatt eAeyxel madl tov Xpovo. MoAlg o xpovog emepaoer ta 107
Oeutepodenta, TpeXel pua véa akodoubia Omou To IP®TOo POVOomATL eAeyXel Tn {wn)
TV eX0pav 010 SwpdTio Kalr avadoywg avariapdyel toug KataAAnloug nxoug. Xtnv
meplnton mou n (wn tov exBpov eivar pndevikn, ektedeital 1 OUvVAPTNOn

LevelEnd (Eikova 332).

Ewxkova 332 Levell Level Blueprint part 30

H axoloubia oto devtepo povomatt eAéyxel tov Xpovo. MoAlg o xpovog @raocel tnv
Tiun tev 180 Seutepodémtav, Oeter pndev tn (o tov eXBpnv, cuyxXaipel Tov IalkTn
mou ermeAele va PNV Ttoug KATAOTPEWEL PE0® KATAAANAOU I)XOU Kal KaAel tnv

ouvaptnon LevelEnd (Ewkova 333).

Ewkova 333 Levell Level Blueprint part 31
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To devitepo povordatt Tng apXukig akodoubiag eAéyxel ouvexmg ) {on Tov ex0pav.

Av o1 ex0pol xataotpapouv, tote KaAettal 1) ouvaptnon LevelEnd (Eikova 334).

Ewkova 334 Levell Level Blueprint part 32

Ytnv eikova 335 ameitkovidetal 0 OUVOALKOE Kadikag mmou avadubnke oe xoppdtia

MIAPATIAV®.

Ewxkova 335 Levell Level Blueprint part 33

H ouvaptnon SetCharacterLocation/Rotation 6¢xetal oav £ioodo S0 mapapetpoug.
H pua tomou Vector kav n aAAn tomou Rotator. Xt ouvexeva Xpnoupomnowmveag tug
IIAPAPETPOUG AUTES LETAKLVEL KAl IIEPLOTPEPEL TOV XAPAKTIIPA TOU MALKTI) OUPPRVA

pe avteg (Ewkova 336).

216



Ewova 336 SetCharacterLocation/Rotation

H ouvaptnon MoreHa avamapayer tov 11x0 HaDarlek emAeypévo apibpod @opov
(Ewkova 337).

Ewova 337 MoreHa

H ouvaptnon LevelEnd amevepyomoiel to Event Tick, dnpioupyetl actor tumou
BP_Portal oe emAeypevn tomobecia Kal evNUEPOVEL TNV AIIOOTOAN] TOU IIALKTI)

(Eixxova 338).

Ewova 338 LevelEnd
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Evotnta 5.9.4 Level2

To emimebo pe tnv ovopaoia Level2 Betel tov malktn avTipeTeIo pe tnv IpmTl) ToU
dokipacia. O mmaiktng mpemnet va Bpel tov Kpuppevo K®GLKO IToU umapxel oe Sopdatia
Y10 VO PIIOPE0EL VO OUVEXLOeL 0TO eIOPeVo emmiiredo.

Ytnv Ewkova 339 amewkovidovtalr ov ouvaptnoelg Kai ot petaBAnteg mou

xpnowpornowOnkav oto Level Blueprint tou emuredou.

Ewxkova 339 Level2 My Blueprint Tab
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To Event BeginPlay evepyormoiettat poAig dSnproupynOet to emimmedo pe tnv ovopaoia
Level2. H Aevtoupyia mmou vlormolel ival 11 amoKpuUyI TOU KEPOOPA TOU IIOVTLKLOU
kav Ogtetar to Input Mode oe Game Only. Katomwy Snuiwoupyeitar Widget tumou
UMG_HUD, mpootiBetal otnv 000vn tou maiktn KAl GmoKPUIITOVTIAL TA 0ToLXela
QuestText xav Current Quest. Xtn ouvéxelwa Onpioupyeital ava@opa 0Tov
XOAPAKTHPA TOU MmaiKT Kau amofnkevetar oty petabAntr PlayerRef. 'Emevta

Eexivouv 4 akodouBieg xat extedovvtar (Eikova 340).

Ewxova 340 Level2 Level Blueprint part 1

YTO TIP®OTO HOVOIIATL TNng akoAoubiag yivetal UAOMmoinon TOU OIITLKOU e@E. XTO
devUTepo povordty arevepyoroteital ) dSuvatotnta Input tou maikey, avamapdayetal
EIMALYPEVOE 11X0¢ KAl EVIIHEPROVETAL TO KELPEVO TNG AIIO0TOANG Tou maikty. Tédog
yivovtatr opata ta otoixeia CurrentQuest, QuestText kaiv evepyormoieitar n

duvatotnta Input tou maikty (Eikova 341).
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Ewova 341 Level2 Level Blueprint part 2

Yto Tplto povomati tng akolouBiag SeKuvd 1 avamapayeyry Nnxou oav 11Xog
vrtoBaBpou. Xto TeTAPTO povomaty Ttng akolouBiag OeopeveTar 1 oUVAPTNON
OnDoorClose oto Event Dispatcher InformClosed tou actor BP_DoorField. H

OUVAPTNOI] AUTI EVNHIEPROVEL TO KelPevo tng amootodng tou naiktn (Eikova 342).

Ewkova 342 Level2 Level Blueprint part 3
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Ytnv Ewkova 343 amewkovidetar o actor HallWay1Trigger oto emimebo.

Ewova 343 HallWay1Trigger

Otav o xapaktnpag tou maikty ouykpouotel pe to HallWaylTrigger, kadettal n
ouvaptnon Movement tov actor tumou BP_SpikeMove oto mpwto dwpdtio. Xtn
OUVEXEL AVAIIOPAYOVTAL EMAEYHEVOL 11X01, KadouvTal ov ouvaptrioelg CloseDown,

Appear tou actor BP_BlockShieldBlockVision xatr BP_HookPoint (Eikova 344).

Ewova 344 Level2 Level Blueprint part 4
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Ytnv Ewkova 345 amewkovidetar o actor Room1Trigger oto emimebo.

Ewkova 345 Room1Trigger

Otav o xapaktpag Tou maikty ouykpouotel pe to Room1Trigger, avamapayovtal

emAeypévor nxou (Eikova 346).

Ewkova 346 Level2 Level Blueprint part 5
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Ynv Ewkova 347 aneikovidetar o actor BP_Candy oto emimedo.

Ewxova 347 BP_Candy

Otav o xapaxtnpag tou maikty ouvykpouvotel pe to BP_Candy, kataotpeépetal to
BP_Candy. Xtn ouvexeiva kadouvtal ov ouvaptnoelg CloseDown, Movement tou
actor tuomou BP_BlockShieldBlockVision kav BP_SpikeMove avtiotovxa. Telog

EVNIEPRVETAL TO Ke1PeVo armootoAng tou maikty (Eikova 348).

Ewxova 348 Level2 Level Blueprint part 6
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Ynv Ewkova 349 ameikovidetar o actor Room2HookPoints oto errimneso.

Ewkova 349 Room2HookPoints

Otav o xapaxktnpag tou maiktn ouykpouotel pe to Room2HookPoints kaAeital n

ouvaptnon Appear tou BP_HookPoint (Eikova 350).

Ewxova 350 Level2 Level Blueprint part 7

Otav o xapaktnpag tou maiktn ocuykpouotel pe to BP_Candy2 xataotpepetal to
BP_Candy2. Xtn ouveéxela kadouvtar ov ocuvaptnoelg CloseDown, Movement tou
actor tuomou BP_BlockShieldBlockVision kar BP_SpikeMove avtiotovxa. Telog

EVIIEPOVETAL TO KE1LPEVO armootoAng tou maikty (Eikova 351).
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Ewxova 351 Level2 Level Blueprint part 8

Ytnv Ewkova 352 amewkovidetar o actor TriggerBox oto emimedo.

Ewkova 352 TriggerBox

Otav o xapaxtnpag tou maikty ouykpouotel pe to TriggerBox kataotpepetal to
PlayerStart xav Snuioupyeitar maAr oe vea tomoBeola yla va Aelrtoupyrjoer oav

checkpoint (Eikova 353).
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Ewova 353 Level2 Level Blueprint part 9

Otav o xapaktnpag tou mmaiktn cuykpouotel pe to BP_Candy3, auto kataotpepetat.
2T OUVEXELd EVNHEPOVETAL TO KELPEVO OITOOTOANG TOU MOLKTI] KAl QUTOG

mAnpo@opeital yia tn vea tou 6edrotnta (Eikova 354).

Ewkova 354 Level2 Level Blueprint part 10
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Ytnv Ewkova 355 ameikovidetar oto emimedo o actor PassLevelTrigger, o omotiog

onpatodotel T POPTWOI TOU £IOPIEVOU £HLIES0U.

Ewova 355 PassLevelTrigger

Evotnta 5.9.5 Level6

To emimebo pe tnv ovopaoia Level6 eival to tpito otnv og1pd Kal agopd tnv deutepn
Sokipaocia mou Oa avtipeTteniosr 0 malKTg.
Ytnv Ewkova 356 amewkovidovtar ov puBpioeig tou emaedou otnv kaptéda World

Settings.

Ewova 356 Level6 World Settings
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Ytnv Ewkova 357 ameukovidovtalr ov ouvaptrjoelg Kat ol petaBAntég tou emumaedou

otnv kapteda My Blueprint.

Ewkova 357 Level6 My Blueprint Tab
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To Event BeginPlay evepyomoleitar poAig SnuiwoupynBet to emimebo Kaiv n
Aeltoupyla II0U UAOIIOLEL £1val AIIOKPUYT) TOU KEPOOPA TOU IIOVTIKLOU Katl OeTetat to
Input Mode oe Game Only. Katomyv Snpioupyettar Widget timouv UMG_HUD xkau
rpootifetar otnv 000vn TOU mAilKTH. XTn OUvVeEXelwa Onuioupyeitat ava@opd otov
XAPAKTHPA TOU Iaiktn kKar amoBnkevetar otn petabBAntn PlayerRef. Katomv
EVIIIEPOVETAL TO KELPEVO TNE AITO0TOANG Tou maikty. Emevta {ekivouv 5 akoAouBieg

kal ektedouvtal (Eikova 358).

Ewxova 358 Level6 Level Blueprint part 1
Ta 600 mpoTa povomatia Snuloupyouv eva omtiko e@e. H ulomoinon @aivetal otnv

Ewkova 359.

Ewxova 359 Level6 Level Blueprint part 2
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To tpito povomatt amevepyomolel to Input tou maiktTy, avarmapdyovtal eImAeypevol
NXou Kat evepyoroteitat maAt to Input tou maiktn. To tétapto povordtt amokpuItel

kamowoug actors (Eikova 360).

Ewxova 360 Level6 Level Blueprint part 3

To mepmto povomatt Seopevel yua 0doug toug actors tou mivaka DisPlatArrayRef
oto Event Dispatcher (NextPlatformDispatcher) tn ouvaptnon NextPlatform, n
omoia ep@avidel TNV emopev) MAAT@OpHUaA Ao authy mou Bploketal 0 XapaKTnpag

TOU TIaikT. ZXnpatidel ondadr) to teAiko povordtt tou matXviolou (Eikova 361).

Ewkova 361 Level6 Level Blueprint part 4
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Ynv Ewkova 362 aneikovidetar o actor BP_Candy oto emimnedo.

Ewxova 362 BP_Candy

Otav o xapaxrtrpag tou naiktn cuykpouotel pe to BP_Candy, autd kataotpepetat.
Katomy xadeital n ouvdaptnon Appear Kat eVIIEPOVETAL TO KELPEVO AIIOOTOALE TOU

naikty (Eikova 363).

Ewxova 363 Level6 Level Blueprint part 5

Otav o xapaxktnpag tou maiktn ovykpouotel pe to BP_Candy2, auto kataotpepetal
padi xav o actor PlayerStart. Xtn ouvexeva dnproupyettal xkawvouplo PlayerStart

KAl eVIIEPROVETAL TO KE1PEVO amooToAng tou mmaiktn (Eikova 364).
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Ewxova 364 Level6 Level Blueprint part 6

Ztnv Ewkova 365 amewkovidetar o actor HookPathTrigger kai to povordtt amo

actors tummou BP_HookPoints oto emimedo.

Ewova 365 HookPathTrigger and Path

Otav o xapaxkthpag tou maiktn ouykpouotel pe to HookPathTrigger, {exiva n

Onuioupyia evog HOVOIIaTiwoU  XPNOLHOIOL)VTAE TI) ouvaptnon Appear Tou

BP_HookPoint (Eixova 366).
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Ewxova 366 Level6 Level Blueprint part 7

Meta T xpnon tng ouvaptnong Appear am6 tov actor HookPointl5 Sexiva pua
emuTAéov Guadpopr otov KwOuka, o omoio¢ Kadwvtag tn ouvaptnon Disappear
AITIOKPUIITEL TO PovoIrratt amo tov maiken (Ewkova 367). O maiktng mpemel va mepaoe

TO POVOIATL IPLV auto IIpoddBel va e§apaviotel.

Ewova 367 Level6 Level Blueprint part 8

A@ouU mAfov ep@aviotel TO TEALUTALO ONHEL0 TOU HOVOIIATIOU, UIIOpel IMAAL va

Eexivnoel va epgavidetal to povorratt amo v apxn (Eikova 368).
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Ewxova 368 Level6 Level Blueprint part 9

Ytnv Ewkova 369 ameikovidetal o actor tummou Launcher mou dnploupyettar petd

oulddoyr tou BP_Candy3.

Ewxova 369 BP_Candy3/Launcher

Otav o xapaxktnpag tou maiktn ouykpouotel pe to BP_Candy3, auto kataotpepetal
Katr ep@avidetar 1 mAat@oppa, ®oTe 0 MALKTNG va €Xel mpooBaorn 0to emmopevo

povomartt (Ewkova 370).

Ewkova 370 Level6 Level Blueprint part 10
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Ytn ouvexewa evnuepwvetal 1 tupn tng petaBAntng FinalPathHook kau to xetpevo

arrootoAng tou maiktn (Eikova 371).

Ewkova 371 Level6 Level Blueprint part 11

'Errevta avamapayovtat o emdeypevol nxXor Kar dnploupyettar £€vag actor turou

BP_Launcher (Exxova 372).

Ewkova 372 Level6 Level Blueprint part 12

Ytnv Ewkova 373 anewkovidetar to PlatformPathTrigger xat to povomndatt mou Béter

o€ Kivnon.

Ewova 373 PlatformPathTrigger

235



MoAg o xapaxrtnpag tou maikty ouykpouvotel pe to PlatformPathTrigger, tiBetau
0og KLvNon TO POVOIIATL Xpnoiporolwvtag Ttig ouvaptnoelg ReverseSlow xkau

Movement (Eikova 374).

Ewkova 374 Level6 Level Blueprint part 13

Ytnv Eiwkova 375 aneikovidetar to FinalPathTrigger.

Ewxova 375 FinalPathTrigger

MoOAlg o xapaxtnpag¢ Tou Iaiktn ouykpouoteli pe to FinalPathTrigger,
IIPAYHATOIIOLELTAL €AeYyX0g ®oTe Va Sramotdel av 0 XapaKTnpag ToUu HAlKTy) £Xel
IIePAOEL KAl ta OUuo mponyoupeva povoratia. Av 6ev £xel mepdoel, avarrapayetal

£€vag 11X0¢ IIOU TOoV €100molel OTL IPEIel IIP®WTA VA MHePAcel amo Ta UIIOAOLIA
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povormatia. Av €xel rmepaoet, KaAeital ) ouvaptnon NextPlatform mou epgavidetr tnv

potn mAateoppa (Eikova 376).

Ewkova 376 Level6 Level Blueprint part 14

O actor TriggerBox2 ratadapBaver 6Ao to emimedo autd og UPog XAPNAOTEPO Ao
tnv miota. O OKOmOg TOUu €ival va apXUKOIIolel TO TeAlKO MOVOIIATL, OTAV O
XApakTnpag tou maixtn me@tel Kau meBaiver. MoAlg o Xapaktnpag Tou maiktn
ouykpouotel pe to TriggerBox2, mpaypatomoleitalr e€leyXog Twv petabBAntov
FinalPathHook xav FinalPathPlat. Ytn ouvexewa apxikomoilei tn petaBAntn
DisPlatlterator (Exkova 377).

Ewova 377 Level6 Level Blueprint part 15

‘Enevta kadeitar n ouvaptnon Disappear yva tov mivaka DisPlatArrayRef, oote va
efa@aviotouv 0Aeg ov mAatgoppeg. MoAig SwatpexOel 6Aog o mivakag, KaAouvTtal ot
arrapaitnteg ouvaptnoelg yra va Bpebet to povordt otnv apxiki) tou poper (Eiwkova

378).
237



Ewkova 378 Level6 Level Blueprint part 16

Evotnta 5.9.6 Level4

To emime6o pe v ovopaoia Level4 eivau to tedevutaio emtmedo tou The Challenger.
Ytnv Ewkova 379 ameikovidovtal ov puBpioeig tng kaptedag World Settings tou

emuedou.

Ewova 379 Leveld World Settings

Ytnv Ewova 380 amewkovidovtar ov ouvapthoelg Kai ot petaBAntég 1mou

xpnoiporowOnkav oto emtmedo.
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Ewkova 380 Leveld My Blueprint

To Event BeginPlay evepyomoleitar poAig SnuiwoupynBet to emimebo kKaiv n
Aeltoupyla IIou UAOIIOLEL £1val 1) AIIOKPUWYI] TOU KEPOOPA TOU IIOVTLKLOU Katl Ogtetal
tou Input Mode oe Game Only. Katomy Snpioupyettar Widget tomouv UMG_HUD
Kau 1pootifetal otnv 000vI) Tou maikti. Xtn ouvexelda dnploupyeital ava@opd oTtov

XAPAKTHPA TOU MALKTH Kat amoBnkevetar otnv petabBAntn PlayerRef (Eikova 381).
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Ewkova 381 Level4 Level Blueprint part 1

Onwng Kal ota mmponyoupeva eImreda, TPOMOIOLOVTAS ITAPARETPOUS TS KAPEPAS KAl
Xpnotporolwwvtag tov Kopbo Start Camera Fade dnpioupyeital ortiko epe (Eikova

382).

Ewxova 382 Level4 Level Blueprint part 2

240



Ytn ouvexeva amevepyomoleital to Input tou maixtn, evnuepmveTal To KEUPEVo g
arrooToAng kKat yivetar opato. Emevta avamapayovrar emAeypévor nxor (Ewkova

383).

Ewxova 383 Level4 Level Blueprint part 3

Katomy yua tov actor tumou BP_WaveSpawnController tou emedou deopevetar
n ouvaptnon SpawnLetterActor. H ocuvaptnon avfaver tnv tiun tng petabBAntng
IndexOfWave xd&Be @opd mou Kaleitar. Avadoyng pe tnv tipn tng petabBAntng
Xpnoiporoteitat 1 ouvaptnon Appear ammd Tov avtiotoixo actor TUIoU

BP_LetterExposal xai epgavidetar o actor (Eikova 384).

Ewkova 384 Level4 Level Blueprint part 4
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Katomy Seopevoviar ov  ouvaptnoelg AppearLetter, DisappearLetter xau
OnCloseDoor pe toug Event  Dispatcher  LetterAppearDispatcher,
LetterDisappearDispatcher katv InformClosed avtiotouxa. H mpotn xadei tnv
ouvaptnon MakeLetterAppear, i 6eUtepn v ouvaptnon HideLetter xav n tpitn

avarapayet emAeypevo nxo (Eikova 385).

Ewkova 385 Level4 Level Blueprint part 5

H MakeLetterVisible xaletl tn ouvdaptnon Appear yiva 6Aa ta otoixeia tou Kabe
IMivaka, avadoyng pe tnv tuan g petabBAntrg LetterIndex. Auto éxer oav

AIIoTEAE0UA THV eP@AVLoT evog ototxetou oto eminebo (Eikova 386).

Ewxova 386 Leveld Level Blueprint part 6
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H HideLetter xaAetl tn ouvaptnon Disappear yia 6Aa ta otovxeia tou KaOe mivaka
avadoyeg pe tnv tupn tng petabAntng LetterIndex. Auto exel oav amotédeopa tnv

armokpuW evog otorxeiou oto emimnedo (Eikova 387).

Ewova 387 Level4 Level Blueprint part 7
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KE®AAAIO 6 Xupnepaopata

H Unreal Engine pe tig avapiBunteg Suvatotnteg tng 6ivel mAnpn eAeubepia otov
oxedlaotr Tou matXvidioU va armoTtuII®oel Kal va UAOIIOUoel OTLONIIoTe UIIopel va
@AvVTAoTel XPNOLIOIIOLOVTAS (PUOLKA KAl TOUg avtiotolxoug mopoug/ouotnpata. Kabe
veotepn £K000N TOV UNXaveyv avarrtuéng Bivteonaixvidiov mpoo@epel peyodutepn

arro00TIKOTNTA KAl IIEPL000TEPES VEES OUVATOTNTEG.

‘Otav n Swadikaoia avarmrtuéng evog Bivteomarxvidlou vldomoleital amo eva Povo
atopo, eivalr emakOAoubo va umoAeimetal 1 AemITopEpeld 08 KAIOL0US TOHUELS OTIWG
NXNTIKA £@€, TPLoOLAoTaTa povtedd, ugeg UAK®OV K.a. ['ia to Adyo autd, apou n
oradikaota avartuéng evog Bivteomaixvidiou eivar ImOAUIIAOKN Kai XpovoBopa,
ouvnBng ocuvepydadovralr opdadeg OLa@OPOV elOKOTIT®V Yia Th Onuioupyla evog
KadaioOntou Kat Aettoupylkou Buvteorrarxvioiou.

To «The Challenger» £xe1 peydlo mepiBoplro yra pedloviikeg emektdoelg, Omwg
mPooHNKn MOAAGOV arOun emiaed®v KALPHAKoUPEVIS OUOKOALAS KAl MEPLOCOTEPWV

otorxelwv puzzle, mou 6ev vlomoOnkav otnv mapovoa IITUXLAKY epyacia AOY® TV

orafeopeV mopwv.
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I[TAPAPTHMATA
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ITAPAPTHMA A - MATERIALS

Ewkova 388 Mat_BlockShieldFinal

Ewova 389 MI_BlockTPShieldFinal
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Ewova 390 MI_DoorCode

Ewova 391 MI_DisinRed
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Ewxova 392 MI_SimpleBlueDisinegrationE

Ewxova 393 MI_SimpleDisinVioletLE
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Ewova 394 M_Vortex

Ewova 395 Mat_Beam
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Ewkova 396 Mat_CandyDisin

Ewova 397 Mat_MetalPlatel
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Ewova 398 Mat_SimpleGlowRotation

Ewkova 399 MI_WallGlowRoomGreen
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ITAPAPTHMA B - GEOMETRY

Ewova 400 1M_Cube

Ewkova 401 SM_circle_inv2
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Ewxova 402 SM_cylinder_lowPoly_dist

Ewkova 403 SM_Cylinder_LP
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Ewova 404 SM_lans

Ewova 405 SM_Plane
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Ewova 406 SM_PurplePlatform

Ewova 407 SM_quads

258



Ewova 408 SphereRooms_SM
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