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AHAQZH ZYTTPAOEA NTYXIAKHZ/AINAQMATIKHZ EPTFAZIAXZ

O KATwOI unoyeypappevocg NManadonouAog EAceubEpiog Tou ZTUAlavoU, ue apiBuod pntpwou 19674140 ol-
TNTNS Tou MavenioTnuiou AUTIKAC ATTIKAC TNS 2XOANGZX0ANS Epapuoocuevwy Texvwyv Kal MNMoAITiopou Tou
Tunuatoc NpagioTikNg kal OnTIkNG Enikoivovia,

ONAWvVwW uneuBuva oTI:

«Eiual ouyypagpéac autic TNS NTUXIAKAS/OINAWUATIKAC epyaciac kal oT1 kdBe BonBeia Tnv onoia €ixa vyia
TNV NEOETOIJACIA TNG €ival NARPWCS AVAYVWPICHEVN KAl AVAPEPETAI OTNV €pvyacia. Eniong, o1 dnoiec nNnyeg
ano TIC OoNoiec Ekava xpnon OedOHEVWY, I0EWV N AEEewv, €iTE AKPIBWC €iTE NAPAPPACUEVES, AVAPEPOVTA
OTO CUVOAO TOUG, ME NARPN ava@opd OTOUC CUYYPAPEIC, TOV EKOOTIKO OIKO 1} TO NEPIOOIKO, cuunepiAaua-
VOMEVWYV KAl TV NNYWYV NMOoU EVOEXONEVWC XpnoiponoinOnkav and 1o di1adikTuo. Eniong, Befaiwvw o1 autn
N EPYACia Xl CUYYPAPEI AdNO PEVA ANMOKAEIOTIKA KAl ANOTEAEI NPOTOV NVEUUATIKAC 1010KTNGCIAC TOOO OIKNG
uou, 0o0o Kal Tou IdpupaToc. MNapdfaon TS avwTEPW aKAdNUATKAS MOU euBuvng anoTeAei ouciwdn AOYo Via
TNV avAKANGoN TOU NTUXiOU HOUY.

O AnAwv




AHAQZH ZYTTPAOEA NTYXIAKHZ/AINAQMATIKHZ EPTFAZIAXZ

KATwOI1 unoyeypappevn Xpnotou Mavayiwta Tou Newpyiou, ye apiOuod untpwou 19674207 poliTNTAC TOU
avenioTnMiou AUTIKNG ATTIKAC TNG 2XO0AACZXoANC Epappoopuevwy Texvwyv Kal MNMoAITiouou Tou THANATOC
"papIoTIKNG Kal ONTIKNG Enikolvwvia,

ONAWvVwW uneuBuva oTI:

«Eiual ouyypagpéac autic TNS NTUXIAKAS/OINAWUATIKAC epyaciac kal oT1 kdBe BonBeia Tnv onoia €ixa vyia
TNV NEOETOIJACIA TNG €ival NARPWCS AVAYVWPICHEVN KAl AVAPEPETAI OTNV €pvyacia. Eniong, o1 dnoiec nNnyeg
ano TIC OoNoiec Ekava xpnon OedOHEVWY, I0EWV N AEEewv, €iTE AKPIBWC €iTE NAPAPPACUEVES, AVAPEPOVTA
OTO CUVOAO TOUG, ME NARPN ava@opd OTOUC CUYYPAPEIC, TOV EKOOTIKO OIKO 1} TO NEPIOOIKO, cuunepiAaua-
VOMEVWYV KAl TV NNYWYV NMOoU EVOEXONEVWC XpnoiponoinOnkav and 1o di1adikTuo. Eniong, Befaiwvw o1 autn
N EPYACia Xl CUYYPAPEI AdNO PEVA ANMOKAEIOTIKA KAl ANOTEAEI NPOTOV NVEUUATIKAC 1010KTNGCIAC TOOO OIKNG
uou, 0o0o Kal Tou IdpupaToc. MNapdfaon TS avwTEPW aKAdNUATKAS MOU euBuvng anoTeAei ouciwdn AOYo Via
TNV avAKANGoN TOU NTUXiOU HOUY.
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Key words:

e Platformer
e Atmospheric
e Exploration

e Adventure
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1 Introduction

Game title:

A.S.U. and the missing seed

Log line:

> € EvaVv EPNUWPEVO KOOMO nou paocTileTal and To XAog Kal TNV Ka-
TAOTPOPN, VA JOVAXIKO opaIpIKO pounoTAkl eugavideTal wg n Te-
AeuTaia eAnida yia TN owTnEia. ZeKIVACTE YIA CUVAPMNAOCTIKA META-A-
NOKAAUNTIKA MEPINETEIA KAl AVAKAAUYTE TIC €UNEIPIEC auToU TOU
NPWTOYVWPEOU NPWTAYWVIOTA YECA and €nikivOuva Tonia Kal TPOE-
PEC NPOKANOEIG.

The objective:

H dieUpuvon TwV YVOoewy, NEow TwV NalA KAl TV KPUPWV von-
MATWYV, MOU €XOUV OXEOoN WE TN PUOCIKA KAl TNV €NICTAMN TNG NAE-
KTPOAOYIOG KAl TNG UNXAVIKAG.

Target group:

Kpivape 6TI KATAAANAOTEPO KOIVO YId TO naixvidl yag 6a Atav
and 10 1wV Kal ndvw. QoTe va undpxel duvaToTNTA KAAUTEPNG
KATavoNnoNng TWV KPUPWYV OTOIXEIWV, OXETIKWV JE TN MNXAVIKA KAl
TN pUOIKA, Nou Ba undpxouv y€oca oToO NAIXVIOI.




Key words:
e Adventure

e Platformer e Sci-fi
e Atmospheric e Singleplayer

e Exploration e Third person perspective




2 Game script

Abstract:

To €1o¢ 2085, n avBpwnoTnTa avTiyeTwnilel yia oAo kKal nio ex0pikA ' nou paoTieTal and KATAOTPOPIKES (PUCIKEC KATAOTPOPEG.
[Mapd TiIc NnpoondBelec va avTioTpaPei N {nNuUId NEow TNS OpdoNnc VIAa To KA, gyive ¢pavepd OTI n yovn eniAoyn via Tnv enifinon
ATav n avalntion yia pia véa naTtpida aAAou. MeTtd and xpovia adidkonng Epyaciag, ol eENICTAPOVES avakaAuPav gvav NAAvATN JE
TO Ovoua NEa 'n, o onoiog gpalvoTav va gival 1I0aVvIKOG via TNV avlpwnivn {wn. =ekivnoe €va TEPAOCTIO €PYO VIA TNV KATACOKEUN EVOC
oTOAOU dlaoTnuoONAoIwV Nnou Ba YeETEPEPE ekATOPMUPIA avOpwnoug o auTov Tov VEo NAaviTn. To 2150, ol NnpwTol dnoikol €pTacaVv
otn N€a 'n, Kal KaBwc n anoikia eunuepoUoE, evTonioTNKAV opIopEVA €idn puTWV (WTIKAG onuaciacg yia Tnv enifinwon Toucg. Ava-
vvwpilovTag Tn onuacia Toug, ol dnoikol aveénTuéav pounoTIKES yovdadec nou ovoudoTnkayv A.S.U. (Artificial Seed Units) yia va cuA-
AEyouVv auTouc Touc onopoucg and 1Tn 'n. Metd and €va nikivouvo Ta&idl, ol POUMOTIKEC HOVADEC AVEKTNOAV PE EMITUXIA TOUC Ono-
poug, e€aopalilovTag Tov €podiacud TNG anolkiag oe TpoPIya. O1 Anolkol YIOPTACAV TNV EPEUPETIKOTNTA TOUG KAl pUTEP AV TOUG
onopouc otn NEa ', dnou eudokKiunoay, NapPEXovTag oToug avBpwnoug auTtd nou xpeidlovtav. Me TnV NponyuUEVN TEXVOAoYia Kal
TNV anoPacioTIKOTNTA Toug, ol Anoikol EENEpacayV TIC NPOKANOCEIC TOU VEOU TOUG KOOUoU, BupouvTal ndvTa TNV KaTaywyrn Toug ano

TN N, evew npoonaBouyv yia TNV €niITUXia oTn V€A Toug naTpida.




Backstory:

To €toc 2085, n avBpwndtTnTa €ixe eniTEAouc PpTACEl O €va KPIoINO onueEio Ka-
unig. H 'n eixe yivel éva oAo kal nio exBpikd PEPOG, ME KATAOTPOPIKEG (PUOIKES KO-
TAOTPOMPEG ONwWG NealoTelakES eKpn&elg, dvodo TnG oTdbung Tng O6dAacocag kal
akpdaia KalpIikd (paivoueva va yivovtal OAo Kal nio cuxvd. MNapd TI¢ yevvaieg npoond-
Oelec va avtioTpapei n {nUIA PECW OIAPOPWV OPACEWY, €IXE KATAOTEI CAPES NAE-
ov OTI n {nuUId ATAV PN avaoTpePiun Kal OT1 o hOvog Tponog via va eEacpalloTel N
eniimon T™Ng avBpwndtntag ATav va Bper yia véa naTtpida aAlou oTtov vaAaia.

TIg enOueVEG OEKAETIEG, Ol ENIOTAMOVEG EpYAOTNKAV OKOUPAOCTA YIA VA EVTONioouv €vav
nAavATN nou Ba ynopouoce va unooTnpi&éel Tnv avBpwnivn {wn. TeAikd, To £€To¢ 2130, yia
opdda e€epeuvnTV avakdAue gvav nAaviTn o TpoxId yUupw and €va yakpivo doTpo
nou gaivotav va Taipidlel andAuta. O nAaviTng, nou ovopdoTnke NEa I, ATav évag
nAoUc1og, NPACIVOG KOOUOC JE oTaBepd kKAiua kal dpBovo yAUKS vepd Kal Ndpoud.

Taendpevaxpovia,ekivnoepiaTepdoTiaenIxeipnonylatTndnuioupyiaevogcoToAoudiaoTn-
MOMNAOIWV IKAVWV VA HETAPEPOUV ekaTOPpUpIaavBpwnoucotnNEa . KaBwgonAavATng
M nAnociale oto TEAOC TOU, 0 eVOOUCIAONOC KAI NMPOCOOKIA EPTACAV OTO KATAKOPUPO YIa
TOVKAIVOUPYIONPOOPICUO,KAITEAIKA, TOETOC2150,01NPWTOIANOIKOIEPTACAVOTOVEOKOGHO.

KaBw¢ n anoikia otn N€a ' cuvExioe va eUQOKIUEI, HIa opdda eNICTNUOVWY aVAKAAUYE
OTIuNAPXAV opicuEva €idnN pUTWYV oTn ' nou ATav {wTIKAG onuaciag yia Tnv eniBioon TNG
AnolIKiag. AUTA TA PUTA EiXAV HOVADIKEG IOIOTNTEG MOU TOUG EMNETPENAV VA EUOOKIUOUV OTIG
okAnpEgouvOrkecTNENEagINCKaIXwpPIigauTd, NNApoxTPOPASTNGANOIKIaGOaKIVOUVEUE.

2 UVEIONTOMOINVTAG TN ONUACIA AUTWV TWV (PUTWYV, Ol AMNOIKOI KATAOKEUACAV &vav
OTOANO and POMPNOTIKEG povAdeg, TiIC A.S.U. (Artificial Seed Unit), ikavég va eni-
Biwdoouv OTIC OKANPEC ouvbnkeg TNG NG KAl TIC MPOYPAWMATIOAV VA OUAAE-
youv Toucg ondpouc nou NTav (wTIKAG onpaciag via Tnv eni3imon Tng anolkiag.

O1 POUNOTIKEG HOVADEG EKTOEEUTNKAV O€ Pid EMIKiVOUVN anooToA niow oTn ' kal ol dnoil-
KOI NEPIMEVAV JE KOUMEVN TNV avAca TNV ENICTPOMPN TOUG. HTav €éva yakpu Kal eNiKivOu-
vo Ta&idl, uETA and PVEG AVAUOVHAG, Ol POUMNOTIKEG HOVAJEG enEoTpePay, HETAPEPOVTAG
uadli Toug, Toug NoAUTIHoUG onodpoug nou Ba eEaocpdAilav Tnv eniimon TNG anoikiag.

O1 dnoikolI XxdpnKayv,cuVveIONTOMOIWVTACOTINANOPACICTIKOTNTAKAINEPEUPETIKOTNTATOUG,
TOUG €ixav owoel yia AAAN pia popd. DuTtePav Toug ondpoug otn Néa ' kal Toug eidav va
avOidouv, nap€xovTag pia vVEa NNy TeoPnc KAl NOpwV Yid TNV avanTuooodevn anolkia.

Kal €101, ol dnoikol otn N€a ' cuvéxicav va xpnoigonolouVv TNV NponyMeEvn TEXVOAO-
via Kal TNV Kalvotouo okePn Toucg via va Eenepdoouv TIC MPOKAROEIC TOU VEOU TOUG
KOopou. Aev E€xaoav noTE TIC pideg Toug oTn N, aAAd rn€epav OTI To yEANOV Toug Bpl-
OKOTAV OTN VEA TOUC NATPidd KAl ATAV AanopAcICPEVOl va TNV KAVOUV EMITUXNMEVN.




2 Flow chart

Units

World

A.S.U. (artificial spherical or seed unit)

Movddec nou eival unevBuveg yia TNV
OUAAoYN TwV ondpwv and Tn yn, ol onoi-
ol €ival anapaitnTol yia Tnv dlaliwon
TV avBpwnwyv oTov véo NAAVATN.

Protagonist

A.S.U. 71217

% Easter eggs >*

(kpud pvnuara)

>TNn yn, Mou TNV €xouv eyKaTaAegiel ol
avBpwnol kal €xouv eykaTaoTaBei o
gvav dAAo NnAavATN Nou ToVv £€XOUV OVO-
udoel Néa I'n, aAAd Toug Aeinouv Kd-
nolol onopPol NoU €ival CNUAVTIKOI yId
TNV dlafBiwor Toug, ondTe enavOopw-
VOUV TIC MOVAOEC AQUTEG yId aAuTh TNV
ANOGCTOAR.

Result

Backstory

AOYW TWV KATACTPOPWY, N YN ATAV NAEov aKATAAANAN
via dlafiwon, ondte o1 dvBpwnol Tnv eykatéAeiPav Kal
eykaTaoTdOnkav o dAAo NnAAvATN KAl n yn Xpnolueu-
gl yévo via KANoloug onodpouc Nou NPENEl va OUAAe-
xBouUv. O1 dvBpwnol €xouv dNUIOUPYAOE! TNG MOVADECQ
gpyaociac A.S.U. yiaTi yia Toug idioug 1o nepiBdAiov
NG yNG €ival anpoonéAaocTo, onodTe OTEAVOUV AUTECQ
TNG MOVADEG VIA TNV EKTEAECN TWV EPYACIWV.

The problem

O A.S.U. 71211 np€nel va evToniocel
TOUG OMOPOUG KAl VA TOUG ENIOCTPEYEI
niocw otn NEa .

©a undpxouv KAMola AavTIKEIJEVA OTA
onoia étav 6a aAAnAenidpd o naikTnNg Pe
ekeiva Ba gugavideTal €va ynvupa otnv
00dvn. Mo cuyKeKpPIUEVA, TO AVTIKEINEVO
Oa eival yia epevpeon, ocnoudaiag ocnua-
oiag yia TNV €NICTNUOVIKN KolvoTnTa. To
Keipevo nou Ba sppaviletal Ba eival oxe-
TIKA JE TNV EPEUPEDN KAl TOV EPEUPETN,.

[Mp€nel va yupiocgl oTov
nAAvATN Kal va €MNICTPE-
JeI TOuG onopoug.

Explanation

Ta e€apTApaTa autd Ba Ta CUAAEVEI
KaTA TO NEPAC TWV eNNEdwV. Mo ou-
VKEKPIMEVA Ba eival ogipd and kap-
P14 yIa va aveaivel oge KANOIEG €ni-
PAVEIEG, MIA NPONEAA YIA NEPIOXEQ
ME vePO KAl npowbdnTpes via va
unopei va aiwpnOei.

Method of solution

>Tov nAavnTtn Oa enioTpEPel nepvo-
VTAG TNG NEPIOXEG KAI TA ENINEDA TNG
YNNG MEXPI va ¢pTACEl oTOV dIACTNMI-
KO ouaBud kal nicw otn Néa M.

Extra Levels

Na va nepdoel
KANoIEC OUOKOAI-
£C OTO KABE €ni-
nedo Oa xpeld-
{eTal KAMola VEa
e€EaptipaTa.

O1 J1a0OXIKEC

NEPIOXES TNG YNG
Oa anotelouv Ta
enineda Tou nai-
xVvIdloU (nioTeg).




2 Easter eggs

Explanation:

©a undpxouv KAnold AavTIKEIJeEVA oTa onoia otav Oa aAAnAeni-
Opd o naikTng e ekeiva Ba epgavideTal €va yrivupa otnv 086-
vn. Mo ouykekpluy€éva, To avTikeiyevo Oa eival pyia epeuvpeon,
onoudaiag ocnuaciag yia TNV ENICTNUOVIKA KolvoTnTa. To Keiue-
vo nou Ba sppavidetal Ba gival oxeTIKA YE TNV EPeUPECN KAl
TOV EPEUPETN.

Example: Faraday’'s dynamo

O Michael Faraday ang€deife o611 n Ol1EAseucn NAeKTPIKOU
peUATOC and €va oUppa JETAEU paAyvNTWV TO EKAVE va
vupioegl (nAekTpopayvnTik enaywyn). Autd odrlynoce oTov
NAEKTPIKO KivNTAPA. AvTioTpo®a, N NEPIoTPOPr EVOC oUp-
MATOC METAEU payvnNTwV Napriyaye NAEKTPIKO peUua, odn-
VOVTAG oTnV NAeKTpIKn vevvATela. O1 e€eAi€eic Tou 190U
alva BeAtimoav Kal TIC dUo cuokeuec. QoTdo0, N eupeia
xprnon Toug e€aptiOnke anod Tnv epelUpecn TWV NAEKTPOKI-
VNTWV TPEVWYV KAl TOU PWTICUOU.

** Ta Easter eggs 0ev eppaviovTal oTo trailer tou naixvioiou.




2 Level layout

Act 1

Act 2

> Factory

> Forest

> Desert

> Undergroung mine (lava)

> Lab (seeds)

> Aquatic (water |vl)

> Atlantis

> WENEIER IR

Act 3

> Operating space capsule

> Space station

> Meteorite

> Wormhole

> New Earth




Trailler Storyboard



*Transitions
*Camera movements
*Character movements

MA: 1o
Apdaon: Fade in Apaon: A.S.U rolling to reveal the logo

‘Hxoc: Backroung music ‘Hxoc: Backroung music

and the MISSINg seed

Apaon: A.S.U's logo

‘Hxoc: Backroung music

[MA: 3o

EARTH IS NOT OUR HME ANYMORE

MA: 4o
Apaon: A.S.U rolling to reveal the other way Apdaon: A.S.U’'s full logo

‘Hxoc: Backroung music ‘Hxoc: Backroung music

MA: 50

Apdaon: A.S.U’'s full logo

‘Hxoc: Backroung music

MA: 60\

2eA. In



Fade in Fade in Fade in

o -,
1 )

BUT SOMETHING IS MISSIN SOMETHING IMPORTANT
MA: 70 MA: BD\ MA: ‘?D\
Apdaon: Fade in, letters appears Apdaon: Fade in, letters appears Apdaon: Fade in, letters appears
‘Hxoc: Backroung music ‘Hxoc: Backroung music ‘Hxoc: Backroung music

Zoom out/ Travel

WHO IS GOINGSFOBRING IT BACK
MA: 100 J MA: 120
Apadaon: Screen turns greener, with an older feel Apdaon: The camera travels from the screen to A.S.U. Apaon: A.S.U. wakes up
‘Hxoc: Backroung music ‘Hxoc: Backroung music ‘Hxoc: Backroung music

2eA. 2n



Apaon: A.S.U. gets up

‘Hxoc: Backroung music

360° camera view

Apdaon: A.S.U. turns 3D and rolling in the factory

‘Hxoc: Backroung music

MA: 160

Apdaon: A.S.U. starts rolling forward

‘Hxoc: Backroung music

360° camera view

e e il
& i

Apdaon: A.S.U. turns 3D and rolling in the forest

‘Hxoc: Backroung music

MA: 150

Apaon: He keeps rolling when the doors open

‘Hxoc: Backroung music

360° camera view

MA: 180

Apaon: A.S.U. turns 3D and rolling in the lava mines

‘Hxoc: Backroung music

2eA. 3n



Apaon: Fade out

‘Hxoc: Backroung music

MA: 190

2eA. 4n



3 Research
Refferences from movies:

WARLL-E

Plot:

>€ €vav €PNUWUEVO KOOMO nou paoTideTal and To XAoG KAl TNV KATa-
oTPOMPH, €vVa JOVAXIKO opaIpIKO POMNOTAKI eupavideTal wg N TEAeUTaiA
gANida yIa TN owWTNEIA. ZEKIVAOTE HJIA CUVAPNAOTIKA WETA-ANOKAAUNTIKA
NEPINETEIA KAl AVAKAAUYTE TIC EMNEIPIEC AUTOU TOU NPWTOYVWPEOU NPw-
TAywVIOTH MECA and enikivOouva Tonia Kal TOOUEPES NMPOKANCEIG.

Influenced by:

H Taivia autrj €xel auTov Tov OUOTONIKO XapaKTHPAa nou B oupe
va €XEl N YN KAl OTO Maixvidl, OvTag NAEoV eyKATAAEIYPEVN Anod

Toug avBpwnoug.
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3 Research

Refferences from movies:

39 (2003 ROIMATED FILMm)

Plot:

‘Evag eniotApovag AapBdvel evtoAr anod Tov OIKTATopd Tou va ONUIOUPYAOCE] €va pOUNOT OTO
évoua TNG Npoddou, Kal €101 0 enioTripovag onuioupyei To B.R.A.LLN., éva e€aIpeTIKA EUPUEQ
popnoT. O dikTAdTOoPAG TO apnddlel HETA TN PAIVOUEVIK] OAOKANPWON TOU KAl TO UETATPENEI
oTn Mnxavrl Kataokeung, €évav onAicud nou ynopei va katackeudoel €vav oTpatd and no-
AEUIKEG UNXAVEG VIa va KAaTaoTpeYel Toug exBpoulg Tou dikTdTopa. Qotdco, To B.R.A.LN.
d1apBeipeTal eneidr} Tou Asinel n Puxn, HE anoTEAeopa va eEovTwvel TNV avBpwndTnTa. XTA
npoBupa TNG KATAOTPOPNG, O ENICTAMOVAC XPNOIYONOIEI TNV aAXnueia yia va dnNUIoOUPYAOEI
EVVEQA KOUKAEG KoupeAoU nou poldlouV PE OHOCWHOUG, YVWOTEG WG «Stitchpunks», wg UoTa-
TN AUON YyIa VA OTAPATACE! TIC INXAVEG, OivovTAg ToUug TUAMATA TNG OIKAG Tou PUXAG MECW
evVOC UAaxToU nou dnuioupynoe. Mebaivel ye TNV oAoKARpPwon TNG TEAEUTAIAG KOUKAQG.

Influenced by:

Mepa and Tnv aicONnTIKA TwV NEPIBAANOVTWY, NAC EXEl EYNVEUOE]
KAl N KAOTAOKEUN TWV XAPAKTAPWY AAAd Kal TV exOpwv Toug.




3 Research

Refferences from games:

METROID PRIME

Engine: In-house engine, Retro Studios

Gameplay:

To Metroid Prime gival €va TpiodidoTaTo Naixvidl nepIngrtelag OpAdong oTo Onoio
Ol MAIKTEG EAEYXOUV TNV NPWTAYWVIOTPIA TNG o€Ipdg Samus Aran and Tnv Npoo-
ATIKA NPWTOU NPpoownou, og avTiBeon ye Ta nponyoUpeva naixvidla TnNG oeIpdg
Metroid, ye OTOIXEIQ TPITOU NPOCWMNOU NOU XPNoIYonoloUvTal yid Tn AEIToupyida
TnG Morph Ball. To gameplay nepiAaufBdvel Tnv eniduon ypigwy yia Tnv anokdAu-
PN HUOTIKWYV, AApaTa o€ NAATPOPHES Kal nupooAicuouc exBpwv pe Tn BoriBeia
evog unxaviopou «lock-on» nou eniTpEnNel TNV KUKAIKA NAorlynon eV NApAuEVel
OTOXEUUEVN oTOoV Xx0p0.

Influenced by:

And autd To MaAIXvidl ENNPEACTAKAME KUPIwg and Tn OeUTeEPN
HOPPN TNS NPWTAYWVICTPIAG, OTNV ONOoid NAIPVEI TO oxXnua oPpai-
OAG VIA VA KIVEITAl uE NEYAAUTEPN EUKOAIO O0€ KAMOIOUG OTEVOUG
XWPOUG.




3 Research

Refferences from games:

STRAY

Engine: Unreal Engine 4

Gameplay:

To Stray eival éva naixvidl nepinéTtelag TpiTou npoownou. O NAikTNG eAEyXel Yia ad€onoTn
yaTa, n onoia nNNddel o NAATPOPPES KAl CKAPPAAWVEI O €UnodIq, EVW UMOPEI va avoitel
VEEC OIAOPONEG AAANAeNIOPWVTAG e To NEPIBAANOV, ONWS TO VA OKAPPAAWVElI o€ Koud-
deg, va avanoodoyupilel doxeia ynoyidg, va xeipidetal €va unxavnua autouaTtng nwAnong Kal
va ypaTtlouvdel avTikeiyeva. EniAUouv ypipoug yia va Npoxwprnoel N apriynon, Nou ocuxvad
nepiAauBdvouv KivoUpeva gunoddia. XTIC NPOAIPETIKEG OpAOoTNPIOTNTES NepIAauBdvovTal o
UNvog, TO VIAoUPICHA Kal TO OnpWEINO JE TN HOUCOUdd OE XAPAKTAPES N NAlyVUGCIUOUG, Ol
NEPICOOTEPES And TOUG OMoioug ouxvd €xouv avtanokpion. Opiopéva enineda €xouv OTOI-
XEIQ AVOIXTOU KOOMOU, ENITPENOVTAG OTOV NAIKTN VA nepinAaviéTal eAeUBepa.

3
I

Influenced by:

To naixvidl auTtd €xel NoAU evdlapEpouoeg aAANAENIOPACEIG,
KATI nou B€Aoupe va epapudooupe Kal epeic. Kabwe kal 1o
OTUA TWV PN nalyvuoiywyv xapaktipewyv (NPC).




3 Research

Refferences from games:

LOST EMBER

Engine: Unreal Engine 4

Gameplay:

To Lost Ember gival €éva naixvidl nepingreiag T1pitou npoownou. OI NaikTeg eA&yxouv €vav AUKO UE
apvnoia. ‘Eva nvelua dntd and Ttov naiktn Bonbeia yia va ¢pT1doel otn uetd Bdvatov dwr kal eEnyei
oTI o1 dvBpwnol nou anokAgiovTalvvvvvvvUuouyv YIaTi o Naiktng anokAsgietal and tn yetabavdTia
(wn kal va BonBrijocouv 1o nveuua. To naixvidl dev €xel Napadociakoug YPIipoug, av Kal Ol NMAIKTES
Mnopei va cuvavtioouv ducfaTto £€dagog. MNa va cuvexioouv, Ol NAIKTEG PNOPOUV VA KATEXOUV
AAa {wa nou cuvavTouv. H katoxry evog nouAioU enITPENElI OTOUG NAIKTEG va neTd&ouv ndvw anod
€ddpn anpdoiTa yia Tov AUKo Kal Ta Pdpia unopouv va KoAupnrioouv o€ Aipveg. EEepeuvaivtac Ta
KOVTIVA €PEiNIa, 0 NAIKTNG Kal To NveUuua yabaivouv nepiococdTeEPA VYia TIG NponyoUueveg (WESC TOUG
KAl ToV NOAITIONO and Tov onoio npogpxovTdl. To EEKAEIdWUA AUTWV TWV AVAUVIAOEWY TOUG ENITRE-
NEl VA NPOXWPENOOUV OTO Naixvidl kKal va eiIocéABouv oTn petd BdvaTov (wA.

Influenced by:

> TOXOG UAG €ival VA EVOWUATWOOUUE OE AuTO TO NAIXVidl cuvapna-
OTIKEG aAANAeNIOPAoEIC Kal TO EEXWPIOTO OTUA TWV PN NAIYVUCIHWV
xapaktTApwV (NPC), kaB1oT®vTag To Yia cuvapnaocTIKA EUNElpia.

mooneye's

L@ST EMBER

L




3 Research

Refferences from games:

SPIRIT OF THE NORTH '\I:)IRI %FE
NDORT ™

Gameplay: " y

Engine: Unreal Engine 4

To Spirit of the North gival éva naixvidl nepinéreiag 3ou NPOowWNou yia €évav NaikTn, EYNVeEU-
OMEVO and Ta PJAYEUTIKA KAl yuoTnplwdn Tonia Tng loAavdiag. H 1oTopia éxel Tig pideg TG
o€ Oldpopa KoUpATIa TNG okavolvafBikng Aaoypagiag. To naixvidl ival yovadikd oTo OTi
okoniya dev éxel didAoyo | apriynon. O naikTeg npénel va avanveuoouv To nepiBAiiov
TOUG YIa va AUcouV dIApopoug YPipoug KAl va unoB€couv To vonua evog XaPEVou apxaiou
noAITiopou. Mai&te wg pia ocuvnBiopévn KOKKIVN aAenoU TnNG onoiag n 1oTopia UNAEKETAI PE
TN PUAAKa Tou Bopelou X€Aag, pia OnAukr alenou-nveuua. Kabwg Ta&idelete ndvw and Ta
Bouvd kal KATw and KOKKIVOUG oupavoug, B6a avakaAUuPete nepicocdTEPA yiA TN CUVTPOPO
0QG KAl JIa XwPa Nou €xEl YEIVEI O gpeinia.

Influenced by:

Macg evénveuoe n eAeuB€pia nou €xel o NAiKTNG KABw¢ gival nai-
XViola avoIxToU KOouou, aAAd Kal €xel NOAU evolagEpov nadA Pe
Ta OIAPOPA KTIOPATA TOU KOCHOU.




3 Research

Refferences from games:

NIER: RUTOMATA

Engine: In-house engine, PlatinumGames

Gameplay:

Nier: Automata ival €va naixvidl poAwv dpdong (ARPG) oto onoio ol nai-
KTEC e€gpeuvoUlV €vav avoIxTo KOoPo. EKTOG and Tnv Tuniki nAorjynon PeE Ta
nddla, To naixvidl OlaB€tel oevdpia pe INTAPeveg NAXeC he mech, kaBWe Kal
gva €101k aVvTIKEIYEVO Nou pnopei va kaAgéoel dypia {wa yia innacia. O1 un
nalyvuoiyol xapaktipes (NPC) nou BpiokovTal oe Ao Tov KOCGUO NPoopE-
pouv oToxoug avalnTnong, EVW TA KATAOTAMATA OE KEVTPIKESG TonoOEeoi-
£G NWAOUV O1APOPA AVTIKEIMEVA, CUMNEPIAAUBAVOUEVWY AVAADCIU®WY NOU
anokaBioTouv wr Kal avafaBioceig yia Ta onAa.

Influenced by:

Ano To naixvidl autd pag EVENVEUCE OE oUVOUAGCUO O TPOMNOG
nou dINYyEiTAl TNV 1I0TOPIA, N AICONTIKA TOU XWPOU Kal ToV OeUTE-
PEUOVTWV XAPAKTAPWYV (TwV PoundT) aAAd Kal N APXITEKTOVIKA
TWV KTNPiwv.




3 Research

Refferences from games:

MACHINARIUM

Engine: Adobe Flash, DirectX

Gameplay:

O o1déx0¢ Tou Machinarium gival va AUoeTe pia ogipd anod ypigpoug kal naixvidia. O1 ypigol
ouvogovTal HETAEU TOUG PE Evav UNMEPKOCUO NOU anoTeAEITAl and Pia Nnapadosoiakr IoTopid
nepinéteiag «point and click». H nio p1dik) andkAion Tou unepkdcpou gival Tl HOVO TA AVTIKEI-
MEVA nou BpiokovTal evTog TNG eUPEAEIAG TOU XAPAKTAPA TOU NAIKTN unopouv va natnBouv.

To Machinarium eival a§loonueinTo WG NPog To OTI eV NeEPIEXEl KAvEvVAV OIAAOYO, NMPoPo-
PIKO 1} YPANTO, KAl EKTOG aAnd PEPIKESG EKNAIOEUTIKEG odnyiegc oTnV NpwTn 0Bdvn, oTepeiTal
EVTEAWC KATAVONTAG YAWOOoAg. AvT' auTou, To naixvidl xpnoipgonolei éva cuoTnua KivoUue-
vV puoalidwyv okéPng. OI okNVES I0TOoPIAg YE TNV idIa opPr unopoUv va anokaAugpBouv
MOVO av JeiveTe adpaveic o€ OPICUEVES NEPIOXEG.

Influenced by:

Mag ennpéace and auTto To NAIXViOl TO KAAMTEXVIKO UPOG, dAAd
Kal Toonog nou napouocidldel kanola "Kpupd™ pnvuuata Katd Tn
OIdPKEIA TOU NAIXVIOIoU.




3 Research

Collage from reference pictures
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4 Rough sketches

Character and the extra parts

The base of the model

Thrusters Propeller




4 Rough sketches




4 Character

Versions

The base of the model 2D 3D

(outlined sketch) (colored)




4 Character

Turnaround

LEFT FRONT BACK RIGHT

S80S
\ | A | T 4




4 Rough sketches

Enviroment

KUploC oTOXOC OoTn OXe0IdoN TOU XWPEOU NTAV VA
UNAPXel ouvoxn METAEU TwV OoKNVWYV, dAAd va Ke-
VTPIOOUV TO EVOIAPEPOUV TOU Kolvou. AIOTI, yia TO
naixviol yag Nou €ival KUpPI10¢ NapAyovTac TO NePI-
BAAAov, xpeidlovTal EVTOVEC AVTIOEOCEIC TOU Pw-
TOC KAl EVOIAPEPOUCA NPEPOONTIKA.




5 Design process

Logo J
KaTtd Tov oxediaouo Tou AoyoTunou, OEAaue va NeipapuaTioTOUE \' ¢
TOOO ME MNOIKIAEC UPEC, OCO KAl PE IDIAITEPEC YPAUUATOOEIPEG. ana the missing seed
H TeAikl npoTaon yia To orijpd AoyoTuno nou KataAn&aue €ival n
eIkOova oTa 0e€Id. To gival anAd Kal AITO aAAQ €xel pia EexwpPIoTN
upn METAAAOU, Nou dlauopPwOnkKe pe TN Xxpnon dlAPAVEIWV KAl A S k

3 »

XPWUATIKOV OlafaBuicewv. (lllustrator)

and the missing seed

H.S.U.

The missing link

A.S.U.

The missing link The missina link

\_J




5 Design process
2D Character

APXIKA, oXEOIACAME UE YPAUMUES TO NEPIYPAPMA KAl KAMOIEC AENTOUEPEIES, OTN CUVEXEIA EPAPMOCANE WAOKEC OE grey-
scale yoppn o cuvdouacouo ue NPOCBEeTEC OKIACEIC KAl EVTOVA pWTA. YOTEPA, BAAAUE TA XpWUATA KAl Ta puBuicape Kal
ue Tn xpnon Twv Image Adjustments, aAAd kai pe Ta Blending Modes oe kdBe Layer EexwpioTd. (Photoshop)




5 Design process
3D Character

RA.S.U 22l ) T
B & scccionvione~ | B SRR
O KUPIOC XAPAKTAPAC Slapopdwdnke e j . | Y -
EekivvTag and €va Bacikd YEWPETPIKO LT Zowas  x Bw
OXAHA, TOV KUKAO KOl OTN CUVEXEIQ TPOMO- 'f Z H[
noiOnke ye napgyPBaon oto Edit mode, : : .
WOTE va €ival KATAAANAO via TNV €¢pap- ® oo ® > .
UOyn TOU OTO Naixvidl. 2& deUTePN Ao, fou Piverstn ®
OTO KOUMATI TNG O1AHOPPWONG TOU KEPA- : Z

AloU KaTaAn&ape o€ €va owNOEC OXNMAa,
ONou Kal eKEi XPEIAOTNKE va enePfBoupe
OTNV TOMOAovyia TOU NAEYUATOC VIO VO
gival To 10aviko. TEAog, via Ta Textures
TOU XAPAKTAPa Tpononoin®nkav o oeU-

TEPO NPOYPAMMA KAl ENEITA €10AXONKav
£va Nnpog €va Pe 1o ocvoTnua Twv Nodes.
(Blender and Photoshop) e e [




LL TOPOLOGY




Unwrap

Metallic Normal Roughness Ambient Occlusion



Head Topology







5 Design process .
2D Enviroment %_‘f

APXIKA, XpNOIUONOINCAUE YPAUMUES VIA VA ONUIOUPYROOU-
ue TN Baocikr doun KAl va EVOWHATWOOUUE OPICUEVEC EMI- _\
UEPOUC AENTOUEPEIEC. 2TN CUVEXEIQ, EPAPUOCAUE HAOCKEG N

o€ greyscale yadi ye cuunNANPWUATIKEG OKIEC KAl €vTova NS

(PWTA. 2TN CUVEXEIAQ, €I0AYAYAME TA XPWHATA KAl TA TE- |
Aclonoinocadpe Pe TN xpnion Twv Image Adjustments kal 4
Blending Modes oe kdbe eninedo &exwploTtd. Auty n OI-

adikaoia a&lonoin®nke kal ota unoAoina 2D ox€dia Twv

ennedwyv. (Photoshop)




5 Design process

2D Enviroment

< ﬁ‘ yy £
TN e




5 Design process

2D Enviroment




5 Design process
3D Enviroment

Factory

To oknVvikO yia To €ninedo PE TO €pyooTACIO dlAauopPpwOnkKe
apxIkad oto Blender, 6nou kKaTtaokeudoTnKe OXI HOVO TO KTNPIO
AAAQ KAl T AVTIKEIMEVA NOU UNAPXOUV OTO ECWTEPIKO TOU. AKO-
AouBnoe n dladikacia yia Tnv TonoBetnon Twv Textures. TN
ouvexela, TonoBeTriBnke oTo Npoypaupa TG Unreal Engine 5,
WoTE va pubuiotei ocwoTd n oxéon Tou NepIBAAAOVTA XWPOU
Kal Tou npwTtaywvioTn. (Blender, Unreal Engine 5)




5 Design process

t

3D Enviromen




5 Design process

3D Enviroment

Forest

To eninedo Tou ddooug, o OXEON ME TA Nponyoudeva dUO €ival TO HOVO nou dnuioupyndnke €€ oAokKAnpou oTo
npoypauua NS Unreal Engine 5. Xpnoiponoin®nkav Texvikeg onwcg, Landscape Paint yia va kaBopicoupe nou Ba
undpxel N BAdoTnon KaBwc Kal xpelidoTnkayv pubuiceIc yia va KAVOUV (pUCIOAOVYIKN TN OX€on Tou NePIBAAAoOVTOC
UE TOV XAPAKTAPA, WOTE vad hNV NepvAel HEOA ano AVTIKEIMEVA Nou OV NPENEel AAAA KAl VA UNAKOUEI € KAMOIOUG
(PUCIKOUC VOMouUcG. (Unreal Engine 5)

& Pesspectve § © Wiretrame
R L

T

% Perspective

BT ML, Sy ——ra T

© Wireframe :

I




5 Design process

3D Enviroment (only in the trailer)

Underground mines (lava)

AuTO TO €ninedo eniong dlapopPpwOnke NpwTa oTo Blender, pye Tn xpnon d1dgpopwyv cuvoOUaouwWY NAEYUATWY KAl
UE TETOIA OMIAEUON, WOTE VA €XOUV WUTEPEC AIXUEC VIa va Bupilel npaloteiakn neTpa. Katoniv, oto npoypauua
TNS Unreal Engine 5 kaBopicape Ta Textures aAAd Kal TwV PWTICUO, OIOTI BEAAUE va dWooUE IDIAITEPN onNUAcia
oTn AQPq, via va €Xel KAl Kivnon ocav vad pEel aAAG Kal va eKNEUNel ocwoTo pwTIouo. (Blender, Unreal Engine 5)
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6 Final Designs & their Functionality

Character

Main character

HS.U 22l




6 Final Designs & their Functionality

2D Enviroment

FRCTORY




6 Final Designs & their Functionality
2D Enviroment
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6 Final Designs & their Functionality
2D Enviroment

UNDERGROUNG
MINES (LARVA)




6 Final Designs & their Functionality

User Interface

Main Menu

To apxikd yevou Tou naixvidoloU nepIEXel OAA Ta

anapaitnta koupnid. MAAiota, kKGBe popd nou

O NAiXTNG €NIAEYEl va EeKIvVOEl €va VEO NAIXVi- i
d1a kal natdel Tnv eniAoyn «New Game», 6a Tou A@.. S ° L ) o
npoBAAAeTal €va apxikd cinematic nou €xel oTo- and_the missing seed
XO VA EYKANMUATAOE! TOV NAIXTN ME TNV I0TOPIA

TOU KOGHOU Tou naixvidlou. OAeg ol AeITououpyi-

£C €XOUV OnuIoupynBei e TNV xpnon Twv nodes

TN Unreal Engine 5.




6 Final Designs & their Functionality
Main Menu Nodes

Class WHStA » Return Value @

O Owning Player

b

Cr Specific Player
: {hﬂfﬁ'e‘fﬁmuer
Onut

Ignore Platfarm Restrictions

Return Value @

O Target [self | WE Settings w

= Owning Player




6 Final Designs & their Functionality
Opening Animation

EII'IEIFIFIL JACH

COLONEL.




6 Final Designs & their Functionality

i
Y T I

'Ena.ﬂ:mw;“;'
eturn Yalue Days
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Opening Animation Nodes
SR W=

e T e e
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6 Final Designs & their Functionality

User Interface

Pause Menu

To naixvidl yag d1aB€Tel KAl TNV €NIAOY VA OTANATAOCE! O NAIXTNG ONOoIa-
OAnoTe oTIyur BeAnoel, naTwvTag 10 «P». Téte gupavideTal To pevou
navong, TO onoio €xel TIC OIKEC TOU duVvaATOTNTEG, ONwWS N NpocBaon oTIg
ouBuiocelc Tou naixvidloy, N pOpPTWonN &vOc AAAoU eninEdou AAAd Kal n

£€odoc and To nNaixviol.




6 Final Designs & their Functionality
Pause Menu Nodes

_ »
D,.Targm ‘Paused | Feturn Value:

@ Player Controller
Flush Input

e Playerindex [0  Return Value @

isvalid B
IsNotvalid P

C» Player Index [0]  Return Value @ & Owning Player




6 Final Designs & their Functionality
Pause Menu Nodes

B Exec s valid

& InputObject  isHotValid b

Isvalid B

I= Not Valid [ 3

Asvalid b
s NotValid

Class
WHSettmgs » 11

©» Owning Player

»

Return Value @

:ﬁa-sa: Return Value @
WE Save Memur w0

o :ﬂyning'.H;yjar'




6 Final Designs & their Functionality

User Interface

Settings Menu

[ToAU onuavTikO €ival Kal To hevou Twv pubuioe-
wV. Onou, and ekei o NAiXTNg ynopei va pubuioel
TNV avdAuon Tou naixvidoioU cUPp VA JE TNV Aava-
Auon TnG oBdvng and tTnv onoia nailel. Eniong,
unopei va puBuioel kal AAAEC enIAOYEC ONWC, TO
Texture Quality kal Ta Shadows, ol onoieg €ivai
ONUAVTIKEC YIa TNV NolioTNTA KAl Tn ouvaTtoTnTad
TOU NAIKTN va JNopei va anoAauocel TO naixviol
oTN MEYIOTN anddoon NMou PJNOPEI va unooTnpEi-
cel To ocuoTNUA TOU.




6 Final Designs & their Functionality

Settings Menu Nodes




6 Final Designs & their Functionality
Settings Menu Nodes

> !r.-ﬂ.ru. 10 20x1020
£ Specilee Player

‘Carmaand

[ Specifes Player




6 Final Designs & their Functionality

User Interface

Credits Screen

> € auTpv Tnv 00dvn avaypdgovTal Ol EUXAPIOTI-

£C KAl anoveEuovTal eonuad oTd HEAN TNG OuAdAC A S L ’ |

NOU CUJMETEIXAV OTNV NTUXIAKRA, AAAG yivovTal o . .
and the missing seed

KAl ava@pOpPES OTO KUPIO NPOYPAUUA NOU XPNOol-

uonoinonke.

This game was created by Naya Christou and Eleftherios Papadopoulos

UNIVERSITY OF @ @
WEST ATTICA

UNREAL _
NANEMIZTHMIO AYTIKHE ATTIKHEZ ENGINE 3D@S|g merds




6 Final Designs & their Functionality
Credits Screen Nodes

& On Clicked (BackButton) L

> =
O Target Condition False [

/ .
Glass

WE Main Menu » ™  Target

» Owning Player

Return Value

& EnhancedinputAction |A_Pause |

Triggered L — ——
Started [ P Completed [P -4 &
Action Value P Reset C» Target | self
s = y Start Closed




6 Final Designs & their Functionality _ : :

User Interface _ Load Gfﬂme

Save and Load Game Func-
tionality

£
o

‘Exouue npoocBOgoel oTo naixvidl Tn Ael-
TOUPYyIia O NAIKTNG va MNOPEI va ano-
Onkevoel TNV NPOodo MnMou £€xel KAVEI
KAl va (QpOPTWOElI TO MAIXVIOl KAl nou
EIXE UEIVEI TNV nNponyouuevn popa. MNa
auTo, OnuIoupynOnkav 6 B€oeIc uvAUNG
(slots) o1 onoieg¢ napaugévouv Kal agpou
kKAgioel To naixvidl. QoTe, va undpxel n
OuvaToOTNTA OXI HOVO va EEKIVAOEIC KAl-
voupylo naixvidl kdBe popd aAAd kail
VA JNOPEI VO CUVEXICEI O NAIKTNG ano
EKEI NOU EUEIVE.




6 Final Designs & their Functionality
Save Game Nodes

o

2 WIT By G instanoe ([l

RSN

 WIDGETBL




6 Final Designs & their Functionality
Load Game Nodes

- Cast Faded [
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User Interface

Basic Controls

Use Spacebar

To naixviol "010docKel™ Tov nai-
KTN OTNV ApPXn, OXETIKA PE TOUG
XEIPIOYOUC, Nwe OonAadn o xa-
PAKTNPAC NMPOoXwPJAEl Kal NNOA-
el. AUTO TO KAVEI JE KAMOIA pop
up MNVUMATA, TO AvaypApouyV Td

KOUMMIA KAl TN AEITOupyia Toug. fOI’ Movement over obstacles

Use keys

for Jump

'Understood

Use Mouse

for Camera Control

Understood
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Basic Controls Nodes (walk & camera)

O Player Index Return Value @

Success
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Basic Controls Nodes (jump)

(O Player Index Return Value @

~ @ Game Instance Ref

SUCCess
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User Interface

ltem Interaction Dynamo
Prompt & Popup message

To naixvidola Pac neEPIEXEl KA-
nola KpupaA unvupaTa, Ta onoida
TA AVAKAAUMNTEI O NAIKTNG ONWC
naidel. ' Eva napddeiyua €ival 1o
Ouvapo Tou DdpavTel. KabBwcg 1o
nAnoi1adel o NAIKTNG TO AVTIKEI-
UEVO, eugavieTal €va PRvupa
VIO VA NATNOEI €VA CUYKEKPIUE-
vo kKoupni. Otav 1o natnioel Oa
Eekivnoel va nailel €va PivTteo
UE NANPOPOPIEC VIO TO AVTIKEI-
UEVO KAl TN XPNOIMOTNTA TOU
OTOV KOOMO TOU Nnaixviolou.




6 Final Designs & their Functionality

ltem Interaction Function
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ltem Interaction Nodes
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Game Enviroment
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6 Final Designs & their Functionality

Factory level puzzles and challenges

Moving Platform

Mia anod TIC NpwTeC OOKIYACieC Nou BAAAPE yia ToOV NAIKTN, NTAV KAMOIEC KIVOUUEVECG NAATPOPUES. Onou yia va
NEPOXWPENOEI TO €NIMNEDO ENPENE VA CUYXPOVIOEI OWOTA TNV Kivnon TOU XAPAKTNEA PE TO NAONUA Nou KAVEI yIa
va ndael otnv enopevn. Katagpepaue va KivouvTal ol NTAATPOPPES o€ €va NAaicio oTtov déova X wWOTE O NAIKTNG
VA JUNOpPEl va NEPACEI ANEVAVTI AV XPNOIUOMNOINCElI OWOoTA TIC OUVATOTNTEG TOU XAPAKTNEJ.
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Factory level puzzles and challenges

Checkpoint Teleporters & Moving Lava

OT1av o NaikTNg anoTuyxAavel va NePACEl OoTNV ENOMEVN NAATPOPHA, EXOUUE OXEOIACEl VAV UNXAVIOUO OTOV
onoio OTav AKOUNMNAElI O XAPAKTAPAC ToV TNAEMETAPEPEI KANola BpaTta niow, avaykalovtdac Tov va Eavanepa-
O€l OTOV EMNOUEVO onueio. Me TN Xprion Twv nodes Tou NPOoYPAPUMATOC EXOUME OPIicEl o€ Nio onueio Ba TNAgUEe-
TagpEPEeTAl. Eniong, To UAIKO To onoio (gaiveTal €Xel YA Kivnon, WOTE vd €ival Mo MAPACTATIKA N okKNVA.
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Checkpoint Teleporters & Moving Lava Nodes
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Checkpoint Teleporters & Moving Lava (moving texture node)
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Factory level puzzles and challendes

Vanishing Platforms

> € JIa ano TIC NIO AnAITNTIKEC OOKIMACIEC MOU KAOATAOKEUAOCAME, O
NAIKTNG KAAEITAI VA XPNOIUOMNOINCEI GTO ENAKPO TIC OUVATOTNTEC
TOU XapakTNpea. Na va cuyxpovioel TIC KIVACEIC ToU, aAAG Kal va
TO KAVEI ypnyopPa yid va un xAoeEl.

O1 nAaTpopuec auTeC e€apavidovTal HETA AnO €va XPOVIKO NEPI-
Owplo, ondTe o0 naikTng Ogv Npenel va kabuoTepnoel kal va a&lo-
NOINCEI TN OUVATOTNTA KivNoNG TOU XAPAKTAPA TWV wEd nou Ppi-
OKETAI OTOV AEPQ.




lity
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Vanishing Platforms Nodes
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6 Final Designs & their Functionality

Factory level Problem & Solution

Not working static light source

‘Eva npdéBAnpa nou cuvavTiAcaue oTn OnNUIoupyia TOU NPWTOU M-
nEOOU, NTAV OXETIKA ME TA OTATIKA pwTA. KaBw¢, éTav undpxouv

NOAAEC OTATIKEG NMNYEC PWTOC KOVTA N MIa oTNV AAAN ONUIOUPYEI-
Tal NPOBANUa, oTo onoio g AsiIToupyouv cwoTA.

H AUon nou Bpnkaue ATav Pia puBbuion n onoia aneuBuveTal oTo
£i00C TNC NNYNACS TOU PpWTOC. Av Ta pwTA dlapOopOonoliouvTal HETA-
EU TOUC ME TN XpNOoN AUTAC TNS puBuiong, Ba AsiIToupyouv Kavovi-
KA XwPIi¢ Kaveva npoLBAnua.
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Factory level Problem & Solution

7 Details x & World Settings M World Partition
L 4 10 objects o
Q B & &
General Actor Misc Rendering Streaming Al

W e

w Transform

Location W Multiple Value | Multiple Value: | Multiple Value = 45
Rotation v 0.0° |oo® |oo-
Scale v 1.0 [ 1.0 (10

Mobility Static Stationary Movable L
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Game Enviroment
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Forest level Terraforming

Forest Landscape

[a TN dnuIoupyia Tou OeUTEPOU ENIMEDOU, XPNOIMONOINOAME NOAAG anod Ta gpyaAeia onwg, To Landscape Paint
TNG Unreal Engine 5 yia va oxedldcouue GUAAOYIKA TOV XWPO TOU OACOUG.

FEm Sky
Bt F B Water
A Landscape3
e PlaverStan
B RecastMavMesh

Tob actors

# Details = 4
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Forest level Terraforming
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6 Final Designs & their Functionality

Forest level Terraforming
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Forest level Terraforming
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Forest level puzzles and challendes

Patroll Cubes

O©EAaUe TO NMAIXViIOI YAC va €XEl KAl KANolov €x0p0, Tov onoio o naiktng Oa np&nel va anoguyel. Na auto Kai
NEPOYPAUMATICAUE KANOIEC KUBIKEC HOVADEC UE EVA CUYKEKPIMEVO povonaATl. OTav o XxapakTRPeaAdc ONWS MNAIVE]
OTO "ONTIKO TOUC Nedio” Ba TNAEYETAPEPETAI NICW, OAV VA TOV EXOUV MIACEIL. AUTO TO KATAPEPAUE PE TN XPNOoN
TEXVNTNC vonuoouvNng KAl TwV hodes Tou npoypAduuaToc.
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Patroll Cubes Nodes

: ¢ Event BeginPlay U

T ——.
Point A @ —
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B >

—— @ Pawn On Success [P

@ Destination On Fail [

(_» Target Actor Movement Result

(» Acceptance Radius | 5.0

Point C @ —

e —.
Self &

Stop on Overlap

> Lowtarget {s Actor
4
Overlapped Component (»
__—— @ Target
Other Actar [ » ]
____,,/ @ Dest Location
Other Comp (_» (> Player Index @ Return Value @ e
est Rotation
Other Body Index (C» W [D.UJ vionl z[-1 BU.U]
From Sweep /T —
TP-Dest @ —

Sweep Result

Al MoveTo

& Pawn

@ Destination

_» Target Actor

(» Acceptance Radius | 5.0

Stop on Overlap

Return Value

D

D

On Success [P

On Fail [

Movement Result
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Forest level puzzles and challendes

Lillypads

> € auTAV TN OUOKOAIQ, BACIOTAKAUE NEPICOOTEPO OTNV NAPATNENTIKOTNTA Tou Nnaiktn. OnoTte Oa npgnel va eni-
Ae€el nia dladpoun Ba xpnoiponolinoel yia va nepdoel ndvw anod Tn Aiyvn. ‘Exouue kataokeudoel OUO 10wV
voupapa (Onwc PAEnete and KATwW, To aploTePA €ival To PeuTIko Kal To O0e€Id To aAnOIvo), av 0 XAapaKTAPAG
npoovyelwBei oto PeuTika Ba TnAepyeTapepOei nicw kal Ba npenel va Eavakavel Tn d1adpoun.

S
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Fake Lillypads Nodes

& On Gomponant Begin Gveriap (Bax) T

»
Overlapped Component ©»
Other Actor C»
Other Comp (¢
Other Body Index C»
From Sweep

Sweep Result

»

Overlapped Component Cr
Other Actor C»

Other Comp ©»

Other Body Index O»

@ Target

@ Hew Scale 3D

[ P — »
@& Target

& Player Controller

Completed [

2 Duration

»

@ Target

@ New Location
SWEED |

Telepart

Sweep Hit Result

Return Value

B

. el
4 P —

& Target Sweep Hit Result
@ New Location Return Value
Sweep |+
Teleport |

F R Player GO
O» Player Index E Return Value @

%

F

.

@ Target

# Flayer Controller
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Lillypads Nodes

A e Ir'.";.iq.-.:i--,. "_':..'!-;]:
[farget s Scene Component

————— » D
Overlapped Component [ . Waterlilyleaf @ S inoct

Other Actor (_»
i e | @ New Scale 3D
Other Comp (» ' New Scale 3D @ }

Other Body Index O»

& On Component Begin Overlap (Box) o

From Sweep

Sweep Result

-~

& On Component End Overlap (Box) o

P —————,
Overlapped Component (_» ! Waterlelogf
aterlilyleaf @ » Tarns:
Other Actor »
- New Scale 3D
New Scale 3D 0 @ — @ New Scale

Other Comp (»

Other Body Index O»
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Forest level puzzles and challendes

Seesaw Mechanic

H kaTaokeun TNG TPAUNAAA MOU CUVAVTAPE OTO €NiNedo ToU OACOUC, ANOTEAEITAI ANO TPIA AVTIKEIJEVA, EvAV NENAATUCUEVO
KUAIVOPO oTn Bdon TNS KATAOKEUNG, MIA MAPAAANASYpAUN cavidd KAl N Evwon TwV OUO AUTWYV AVTIKEINEVWY EMITUYXAVE-
Tal ME €va npokaBbopliougvo uynxaviouou TnG Unreal Engine nou ovouddeTtal Physics Constraint, cto onoio ynxaviouo €xou-
UE opioel Ta OUO avTIKEIPMEVA va dAANAenIOpouUV PHETAEU TOUCG NAPA MOVO KATA TNV NEPICTPOPN TOU ENAVW AVTIKEIUEVOU OE
gvav vonTo NUIKUKAIO TO onoio opileTal HE KEVTPO TO KATW AVTIKEIUEVO. TAUTOXPOVA, EXOUUE EMIPOPTICEl TN cavidd PE TN
OUVATOTNTA NPOOCOMOIWONG EVEPYEINV CUUPWVWY PME TOUC (PUOIKOUC vououc (BaputnTa, avTiotaon kal adpdvela). TEAog,
OTAV O XApaKTNPAC NNOA&EI oTN YIa YEPIA TNG oavidag n AAAN pvepId Ba avuPwBei kal EKUETAAAEUOPUAOCTE AUTAV TNV 1010-

TNTA AVAAOYWG.
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Forest level puzzles and challendes

Seesaw Mechanic
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eesaw Mechanic
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Seesaw Mechanic
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Forest level Problem & Solution

Low FPS & Bad Quality

[MpoonaBwvTtag va npoocBeocoupe XAwPida oTo 0ACOC PHAC ONAAdN OEVTPA, XxopTApPIl, AouAoudia Kal OIdpopda
(PUTA AVTIJETWNICAUE €va NPOLANMA dnou To NAIXVidl KOAAoUoe AOYo XxapnAoU puBuou avavewong TWV EIKOVWV.
AuUTO TO NPOPANUa AUONKe ye Toug €ENC TPOMOUG:

1) Movo Ta puTd onou BpiokovTal 6To AUECO oNTIKO NEQIO TOU XAPAKTAPA €XOUV Tn OUVATOTNTA VA NAPAyouV
OUVAUIKEC okIEC (Dynamic Shadows)

2) Mdovo Ta puUTA JE TA OoMoia PMOPEI va AKOUUNIOEI O XAPAKTNPAC €xouv 1010TNTEC aAAnAenidopaonc (Collision n
kal Colliding Animation)

3) Meiwoape Tov cUVOAIKO aplOuod OAwV Twv OIAPOPETIKWYV AVTIKEINEVWY, OTOV I0AVIKOTEPO WOTE VA UNV NMPOKU-
nTouv O€pata anddoonc aAAd Kal va un peEIiwBouv ol aicOnTikeES a&iec Tou OAoouUCG.
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D Enviroment
in the trailer only

UNDERGROUNG
MINES (LARVA)




Usefull Links

Unreal Engine Tutorial Series

3Designerds
https://youtube.com/@3Designerds?si=SIM-b3bJj0SjZ0Prv

3Designerds

@3Designerds - 2 subscribers

More about this channel ...more
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