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AHAQXH XYITTPA®EA METAIITYXIAKHY EPTAXIAX

O kdtwO1 vroyeypappévog INorapmovkiong Kapvotivog Adapdvtiog tov Mdpiov, pe aptOpod pntpmov
71347685 portntg tov Tunpatoc Mnyavikov ITIAnpoeopikng kot Y ToAoylot®dv TG ZyoAnc Mnyavikov
tov [Tavemotnpiov Avtikig ATtikng, NAdve OTL:

«Befoardve 0Tt gipor cvyypagéag avtng ™S AA®pPaTiKng epyaciog Kot kKabe Bondeia v omoia giya
Y10 TNV TPOETOLUAGTO TNGE, EIVOL TANPOS VOYVOPLIGUEVT] KOl OVOQEPETUL TNV epyacia. Emiong, ot dnoteg
mYEC omd TG omoieg €xava ypnom dedouévav, 1Wedv N AéEewv, eite akplPag ite mopaPPUcUEVEG,
AVAPEPOVTOL GTO GUVOAD TOVG, LLE TATPT VOPOPA GTOVS GUYYPAPEIC, TOV EKOOTIKO 01KO 1 TO TEPLOJKO,
CUUTEPTAOUPAVOUEVOV KOL TOV TNYOV TOV EVOEXOUEVOS YpnopomomOnkay ard to dtadiktvo. Emiong,
Bepardve 0Tt ot M epyacia Exel GVYYPAPEL OO HEVO OTOKAEIGTIKG KO OTOTEAEL TPOIOV TVELLATIKYG
1ok Tnoiog 1060 KNG pov, 660 kat tov Idpvpatog.

[Mopapaocn g avotépo akadNUAikng pHov gvBdvng arotehel ovou®ON Adyo Yoo TNV avAKANGN TOL
TTUYIOL LoV,

«BePardve 6tL gipon ovyypagéag g mapovos SUTAMUATIKNG £pYaciog Kot OTL &X® avoEEPEL N
TOPATELYEL GE AVTH, PNTA KOl CUYKEKPIUEVO, OAES TIG TNYEG amd TIG OTOieg Ekava Xpnom dedopévay,
10e®V, TPOTAcE®V 1 AEEEMV, £1TE AVTEG LETOPEPOVTAL EMAKPIPAOG (OTO TPOTOTLTO 1 LETAPPACUEVEG) E1TE
napagpacuéves. Emiong fefardve 0Tt avt 1 epyacio TPOETOWAGTNKE AT EUEVE TPOCOTUKH EOTKE V1oL
TNV GUYKEKPLUEVN SITAMUATIKN EPYOTioN

O/H Aniav/ovea

TINoiapmovkiong Kapvotivog Adapdvriog

/






EYXAPIXTIEX

H moapovoca duthopatiky epyacio ohokAnpmbnke petd ond emipoveg mpoondbeiec, o £va volopEPoV
YVOOTIKO aVTIKEILEVO, OT®G 0wTo NG enelepyaciog keWEVoVL. Tnv Tpoomdbeld Lov vt VTOoTHPIEE O
emPAEm®V KaONYNTIS Lov, Tov omoio HBa NBeda va EvYOPICTHC.

Axépo Oa MOl va EVYOPLIOTACH TNV OKOYEVELDL OV Y10l TI] CUUTOPAGTOCT KOTA TN OPKELD TOV

OTOVOADV LLOV.






IHEPIAHYH

H mopovca simhopatiky epyacio acyoleitor pe ) dnpovpyia evdg olokinpopévon moaryviotov 2d platform
fighter moyyvidlov pe ) ypnom g unyovng oxedtaocuov UES kot g yAdooag C++. Apyikd avapEépeTal 6To
BepnTiKO KOUWPATL TOV TPEMEL VO, YVOPilel Kavelg yio Tov oxedlacpud otny yAdooo C++ Kot T0 TAEOVEKTAIOTO
HL0G TETOWOG YADOOOG VYNAOD EMTESOL, KOODG S1EVKOADVEL TOVG TPOYPUULOTIOTEG GTO £PY0 TOLG Kot givotl amd
TIG TTO NUOPIANG YAMGOGES Y10 GYESIOGLO TOLVIdIdMV. AkOua yivetar pio cvvtoun meptypagn e UES kot 6Awmv
TOV GOYYPOVOV KOl EDKOAWMV GTIV XPNOT EPYOAEIDV TOL TPOGPEPEL iol TETOLO UNYAV Y10 TNV OTAOTOINGT TNG
dradtkaciog Tov oYedINGHOD O EMIMESO GYEDINOTG YPUPIKDV, POTIGUOV, GYESINONS dlETap®V, Bivieo, PUGIKNG,
peolopov oAAd kot tpoypappaticpod. H UES dwfétel moAAd avtopatonomuéva epyoieion Tov 0nmg to ray
tracing Kot TOAAOVG QIALKOVG TTPOg TOV ¥pnotn editor yio kdOe Ti ¥pelacTEl EVOC TPOYPOUUUATIOTNC. XTI GUVEYELL
dtveton peBodoroyia yio TNV avamTuEn eVOg IO VIS0 Y10 VEOUG GYEOAGTEG TOV EMBVUOVY VO, uiBovy ¢ pmopel
Kaveic va vAomomoel £va 1€toto Tpotlekt Prpa — Prina. Metémeita yiveTar avoivtikn ene&nynon Tov oxedlacon
TOV TTaLVIdoD ava otadio dnpovpyiog kot 1 agloddynon tov amd maiytes — dokipuactés. Tédog mapovasialovton

TO. GUUTEPACLLALTO, TTOV ATTOKOLUGTIKAY 0O TO GOVOAO TNG EPYACING Ad TNV OTTIKY YOViK TOV SNUovPYoL TNG.

ABSTRACT

This thesis focuses on the creation of a complete 2D platform fighter game using the Unreal Engine 5 (UES) and
the C++ programming language. Initially, it discusses the theoretical aspects that one needs to understand regarding
design in C++ and the advantages of such a high-level language, as it facilitates developers in their work and is
one of the most popular languages for game design. It also provides a brief description of UES and all the modern
and user-friendly tools that this engine offers to simplify the design process at the level of graphics design, lighting,
interface design, video, physics, realism, and programming. UES has many automated tools like ray tracing and
numerous user-friendly editors for everything a developer might need. The methodology for developing a game is
then provided for new designers who wish to learn how to implement such a project step-by-step. Subsequently,
there is a detailed explanation of the game's design process at each stage of creation and its evaluation by
playtesters. Finally, the conclusions drawn from the entirety of the work are presented from the creator's

perspective.

EIMIETHMONIH ITEPIOXH: Zyed10610G YPOQIKOV ,TPOYPOUUATIOUOS VTTOLOYIGTOV, TEXVNTY VOT|LOGHVT,
aAnieniopoomn avOpdmov vtoloyioty|, EEVTVN EQAPLOYN, OYXESLOOUOS TOLYVIOIDY
AEZEEIX KAEIAIA:2D platformer, Al, Level progression, av&oavouevn dvokoria, UES,game development,

animations, editor, flipbook, kKAdom, cuvaptnon.
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10.

11.

12.

13.

14.

15.

AEZIAOI'TO

Unreal Engine 5 (UES):
H Unreal Engine 5 givot évag o0yypovog Kot 1oyupdg KIvTHPog avATTuENG Toty VISV TOL TPOCPEPEL
epyoreia yro ) dnuovpyia 3D kot 2D mepitPailoviav vyning TotoTnToC.

Yyedroopog [ayviduov (Game Design):
H dwedikocio oxedloopo0 TV KOVOV®VY, TOV UNYOVIGU®Y Kol TNg aentikng evog oy vidlon, Le GKOTo
N dnovpyia Liog S106KESAGTIKNG Kol IGOPPOTNUEVTS EUTEIPIOG YOl TOV TOIKTY).

[poypappatiotg (Developer):
To dropo mov givor vTevBLVO Yo TNV AVATTLEY KoL TNV VAOTOINGT TOV KMOKA KoL TOV UNYOVIGUOV
evog oy vidlo.

Zodipa (Bug):
Mo avemBOUNTN 1 0TPOGOOKN T GUUTEPLPOPE GE £VaL TPAYPALLE 1 ToyVidL TOL TPOKAAEL TN U
o®GTN AgITovpYyia TOL.

Kwobpevn Ewova (Animation):
H dwdikasio onpovpyiag g aicOnong g kivnong HEco oG GEPEG GTATIKOV EIKOVOV 1) KapE.

Flipbook:
Teyvicn dnpovpyiag Kivodpevov eikévaov oty Unreal Engine, ypnoiomoidvrog pia akolovbia
eoVOV Yo va dnpovpyn el n yevdaicOnon tng kivnong.

Ene&epyaotg (Editor):
To epyaieio evidg tng Unreal Engine mov ypnoionoteitot yio tn dnpovpyia Kot TV TPOTOTOINGT) TOV
TEPIEYOUEVOV TOL T VIOL0D.

Platformer:
Eidog maryvidion émov o maiktng mpémel va Kvnbel og pio mAatdppa, cuyva pe GALOTO, OTOQELYOVTOG
EUTOO10 Kot £xOpovg.

2D:
Avapépetal og mayvidla mov £yovv diodidotarn (2D) ypapikn anekdvion, e TNV Kivnon vo yivetol og
dvo GEoveg (optlovria kat kabetTa).

Teyvnt Nonpoovvn (AD):

H mpoypappoticpévn copmepipopd tomv pn-toktikev xopoktipov (NPC) mov emrpénet nv avtdvoun
dpdomn Tovg 6To Ty Vit

Xeprotpio (Controller):

Mo, povada 1 GVTIKEILEVO TTOV EMITPETEL TOV EAEYYXO EVOG YOPUKTNPA 1] LIOG AELTOVPYIOG GTO oL VioL.
Mmropel va, avapEPETUL KOl GTOV TPOYPOUUATIOTIKO KOOIKA TOV EAEYYEL TI GUUTEPIPOPH TOV
OVTIKELLEVOV.

Mn-ITowkrtikog Xapoktpag (NPC):

Xoapaktpeg 6To Toyvidl Tov dev EAEYYOVTOL OO TOV TaUKTN 0AAG 0o To mayvidt (Al).

OloxAnpopuévo Iepitparirov Avantuéng (IDE):

"Eva Aoy1topiko mov mapéyetl EpyOrEia TPOYPUUUATIOUOD, OTTMG EXEEEPYOOTN KMOIKA, LETOYAMTTIOT, KOl

debugger, 6Aa o€ po eviaio demap.

Ewova (Sprite):
A16d10oTOTN EIKOVO 1] YPUPLKO TOV YPTCLUOTOIEITOL Y10, TNV AVOTAPACTOCT) YOUPUKTAP®Y, OVIIKEIUEVOV
Kot GAA@V otoyyeinv og éva 2D mayviot.

KAdon (Class):
¥t C++, o kAdon givar éva TpodTumo mov kabopilet T doun Kot T CLUTEPLPOPE TOV AVTIKEUEVOV
7OV OMLLOVPYOVVTOL OO OVTHV.
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16. Avdvoopa (Vector):
2V avamtuén mayvioimv, £vo SIVOGHLA £ivot Eva LoBNIOTIKO OVTIKEIILEVO TOV avoTaploTd Eva
péyebog kot o Korevhuver, Guyva ¥pNGILOTOOVUEVO Y10, Tov Kabopiopd Béong kot kivnong.

17. Katdotaon Mnyavic (State Machine):
"Eva Aoyiko poviéro mov kabopiletl Ta SopopeTikd 6Tdd1a 1) KATOCTAGELS P0G OVTOTNTOS GTO Tt Vidtl
Kol T1G LeTAPACEIS HETOED OVTAOV TOV KOTACTAGEDV
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Evotnro 11

1. Evoayoyn

1.1 Evcaymyn 6Tov KOGHOo TMV 0160146TaT®V(2d) TOLvioL®v
mlateoppac(platformer)

To platformer (ovopdletor emiong moyvidl TAATEOPUOG Ko LEPTKES POPES TTayVidL jump 'n' run) gival Eva
V70-€id0¢ Prvteomatyvididv dpdong 6To 0moio 0 Pactkdg 6ToY0g Elvar va petakvnel o YopakTpag TOV ToUKT
petald owpdpwv onueiov oe éva mepPdilov. Ta moyyvidwe mhatedpuag yopaxktnpilovtolr ond enimeda e
AVOUOAO £30.(POG KOl OVOPTIUEVEG TAATPOPUESG OLOPOPETIKOD VYOVG TTOV ATOLTOVY GAUATO, KOl Ovappiynon Yo va
Ta Socyicovv. AALOL akpoPaTikoi EAlYpOl UTopel Vo, ETNPEAGOVY TO TTayVidL, OTMC 1) AMPT O OO TO KANUOTO 1)
T0 AYKIGTPO, TO AALA OO TOTYOVS, YMOTPOVTAG GTOV 0épa N 1] avamnonon amd epaitipla 1| tpoproriva. To eldog
Eexivnoe pe to arcade Prvreomaryviol Tov 1980 Space Panic, 1o omoio €xetl oxdreg oAb oyt dipota. To Donkey
Kong, mov kvkAopdpnce to 1981, dnuovpynoe €va mpdTLTO Y. AVTA OV apyikd ovoudlovtay "Toryviolo
avappiynong”. To Donkey Kong evénvevoe ToAlovg KAMVOLG Kot Tatyvidia pe Topopoa otoryeio, 6nwg 1o Miner
2049er (1982) ko to Kangaroo (1982), evd to Arcade moryvidr Sega Congo Bongo (1983) mpocBéter pia tpim
S1oTOON HECH IGOUETPIKAV YPOPIKAOV. Eva dAAo dnpo@idég matyvidl ekeivig tng mepiddov, to Pitfall! (1982),
EMUTPEMEL TNV Kivnomn apiotepd Kot de&ld péoa amd o 6elpd 000vay ywpig KOAON, ETEKTEIVOVTOG TV TEPLOYN
nwayvidov. To kopveaio Super Mario Bros. (1985) tng Nintendo ftov éva kaBopiotikd moryvidt yuo 1O
EKKOAOTTTOWEVO €100, pe emimeda opllovTiag KOMONC KOl TOV TAIKTN Vo EAEYYEL EVOV ETOVLUO YOPUKTPOU—TOV
Mario, o omoiog £yve pookoT TG etaupeiog. O 6pog mayvidl TAaTPOpUG AmEKTNoE EAEN OTA TEAN TNG OEKUETING
tov 1980, 6mwg Kot To evoAhakTIKO oy vidt mAateopuog. Katd m didpkeia g Kopuemong g SNUOTIKOTNTAS
TovG, to platformers extiumbnke 6Tl amotelobV amd To €va TETAPTO €MG TO £€va TPITO OAMV TMV TALYVIOIDV
KovooAag. Méyptto 2006, T0 €id0og giye VTOOTEL TTMOON OTIC TOANGELS, AVTITPOCOTEVOVTAG LEPIdI0 ayopdc 2% oe
obvykplon pe 15% to 1998. Iapdra avtd, ta platformers eEaxorovBolv va kvkilopopodv eumopikd kébe ypodvo,
CUUTEPIAAUPAVOLEVOV OPIGUEVOV TTOV EYOVV TOLANGEL EKATOUUOPLN OVTITUTAL.

Year Event

1950s The Birth of Video Games

1962 Spacewarl and the Birth of Modern Gaming
1970s-1980s The Rise of Home Gaming and the Golden Arcade Age
1983-1985 Gaming Crisis and the Legend of E_T.
1985-1995 MNMES Revolution and lconic Franchises
1990s SMNES and PlayStation Era

1996-2000 NG44 and PlayStation 2

Early 2000= Microsoft Enters and World of Warcraft

2006 The Wii and Motion-Based Gaming

Present - The Era of Diversity and Cross-Platform Play

Eixoval: gamedesigning.com- Xpovooiaypouua tqg eEEAENS TV NAEKTPOVIKGDY
TALYVIOIDY
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INoti eivon 1o 2D gaming 1060 GNUOVTIKO aKOWO Kol 6TV cOyypovn enoyn; Ot Adyor gival ToAd Kol 0 Kupiwg
Abyoc etvan n mposPaciudtnTa mov tposPépouvy. Ot yproteg(gamers) TV o vididV aLTdV Labaivouy TTo evkoio
va yepifovral ta moyvidw avtd, KabdC APaIpEiTOL 1 TOAVTAOKOTITO YEWPIGUOD TOL £YOVV TO TPIOIACTATO
mayviole. ‘Etot to mpodto kabicTavtol To QrAlkd Tpog Tov HECO TEAATY], TOL UTOPEL Vo UnV €yl LEYAAT eumelpio
GTOV KOGLO TV Prvteomayvididv. Emiong ta diodibotata moyvidia gival mo edkolo va ontikonomBoldv kot va
vAomonBovv kot amd toug Tpoypappatiotég(developers), dnAadn amd Tovg dnuovpyos Tovg. To meptBdilov Kot
T YPOPIKE 0TOLYEID TOV SIOOACTOTMV TOLYVIOIDV OEV OTOLTOVY TOGOVE TPOYPUUUATIGTIKOVG TOPOVG Kol EPYUAELN
660 éva tpredidotato(3D) maryvidl. Avtd puoikd dev onuaivel Tmg £va 2d Toyvidt eivat evKoAdGTEPO 1 O EONVO
va dnuovpyn et og oyéon pe éva 3d.

1.2 Eweayoyn otnyv tevnT] vonpoosvvn(Al) oto moyviowa

H teyvnm) vonpoobvn pmopel vo Peltidoet to moyviol pe moAAovg Tpoémovg amid mailovrog ta. H
Bropnyovia Toyvididv cuviBog AapuPavel ETaivoug yia TV TEXYNTI VONLOGUVT] TOV TOLYVIOIDV TOVE—I1dimg Yio
TOV un maiktn 1 tov avtinaio texvnng vonuoouvng (Al).To Al Tov maryvidod mpocbétel oty eumopikn a&io Tov
TOLVIOO0, GUUPGALEL G KOADTEPEG KPITIKEG o VIOUDY Kot PeATidvel tnv eumelpio. Tov moiktn. Eite to Al
Baciletar og éva amAd 6évipo cvumepipopdg(behavior tree), éva Al Pacicuévo oe PondnTikd Tpoypaupata 1
EVOALOKTIKG GE €VOl EKAETTUGUEVO YEPLOTNPLO IOV avTdpd pe Bdon v unyavikn pddnon(machine learned
reactive controller), eivar pkpng onupoaciog epdcov elumnpetel tovg mpoavapepBivieg okomovg. Mia
OVTIGUUPBATIKY Kol OTOTEAEGUATIKT ADGT GE o epyacio Tov Exel dobel and tov amd Tov vroAoyioth (NPC-Non
player character — pio ovidomnta mn omoio ep@avilel KATOEG CULUTEPLPOPES TAUKTN, OVOAOYOS LE TOV
TPOYPOUUATICUS TNG, OAAGL GTNV TPOYLLOTIKOTNTO 1) AEITOVPYIR TNG EAEYYETOL OO VO VTTOAOYLIOTIKO TPOYPOAULLAL.
Anhadn KOIKO OV KATOAAPOIVOLY Ol VIOAOYIGTIKEG UNYOVEG.) TPOG TOV TOUKTN UTOpEl cuyva va gival Evag
KpIGULOG TOPAYOVTAG TTOV SLOLUOPPADVEL TIG GTPOTNYIKES SLOYEIPIOG, LOPKETIVYK KOl O1Lovpyiog €600V KATA TN
SlpKeL Ko LETE TNV Tapary@yn evog moayvioov. H teyvnt vonuocivn mailel maryvidio £xoviag katd vou 600
Baotkobg otoyoLe: Maile kaAd ko maile motevtd (| oav GvBpwmo, | ue evdlapépov Tpdmo). Tlepartépw to
Al(teyvnt| vonuoovvn) umopei vo eEAEYEeEL €iTe TOV YOpOKTAPO, TOL TOIKTY EITE £vOV EIKOVIKO YOPUKTHPO, TOL
oy vidlov Tov dev eAéyyetarl omd maiktn. Eva Al mov nailel kaAd o¢ évag yapaktpag mov dgv givatl aindvog
moiktng eotidlel otn PedticTomoinon ¢ amdO0oNG TOL TOLYVISIOV—T) AmOS0CT UETPIETOL MO UTOKAEICTIKG O
Babpog otov omoio vag maikTNng EKTANPMVEL TOVE GTOYOVE TOVL T VIS0V, Mia TETOLN TEYVITH VO|LOGUVT UTopel
va gival TEPACTIOG CTUOGIOG Y10 TOV EAEYY0 Kot TV 0EL0AGYNOT] TOV GYESIOCLOD EVOG AVTOLATOV TALYVIO0D GTO
obvolo tov. 'Eva Al mov mailel KoAG ®¢ YOpaKTHPOS TOV OV ELEYYETOL OO Evav TTAIKTY, UTOPEl Vo EVIGYDGEL T
SUVOLIKT TPOGAPUOYN SVGKOAING KO TOVES BUTOUATOVG UNYAVICUOVG EELGOPPATTNONG TALYVIOIDV TOL LE TN GEPA
tovg Ba e&atopkedoovy kat Bo ferTidcovy TNV gumepia yia Tov Taiktn. Edv n eotioon g tevnTig vOnUosuvNg
LETATOMIOTEL OTOV EAEYYO YAPOKTNP®V OV dgv eA&yyovtarl and aAnbwvolg maikteg, mov mailovv moTELTd GOV
aAndwo avbpwmo, tote T0 Al pmopel va ypNoedoel G LEGO Y10, TOV EVIOTIGUO CQOALATMOV EUTELPIOG TOiKTN 1|
Yo TNV €midelén evOc pEUAGTIKOD LA VIS0V Y10 GYESIOGTIKOVE GKOTOVG. TELOC, £va oty vidt Tov drafétel TAovaLa
arnienidopaon pe o NPC(un ainbivoig maikteg mov £xovv dnpovpyndel oamd TpoypapLe TEXVIKNG VONLOGUVIG)
umopel va emm@eAndel amd Ty TEXVITI VONUOGUVT UEaVI(OVTOC EKQPACTIKEG KOl TIOTEVTEC GUUTEPLPOPES TTOL
potalovv pe avOpmmved.

1.3 Xpnowotntao tng TEXVITIIS VO IOGUVI] 6TO 016010 0TATA TOLYVioLd

1.3.1 EravEnon epnepiog waryviorov

H teyvmt vonuoovvn cg mayvidia 2D pmopel va, PEATIOCEL GTUOVTIKG. TIG EUTELPIEG TALYVIOOD dNULOVPYDVTOS
70 SVVOLIKE Kot avTomoKpvopeve TepBdilovia Taryvidtod. AkolovBodv pepikol Tpdmot pe Tovg omoiovg to Al
EMTLYYAVEL AVTO:

. Avvopukn GLUTEPLPOPA exOpov:

- [Ipocopuootikn teyvnm vonuoovvn (Adaptive Al): To Al pumopel va oyxediactel yia vo pobaivel Kot vo
TPOcapUOLETOL OTIC GTPUTNYIKEG TOV TOIKTOV G TPAYUATIKO ¥povo. Avtd dnuovpyel exfpodc mov
umopobv vo. avtamokplBodv EEVTVO OTIG EVEPYEIEG TOVL TOUKTY, TOPEYOVTOG L0 TPOKANTIKY Kot
ouvopmooTikn eumepia. o mapdderypo, oe éva 2D platformer, ov gxOpoi umopei vo pudbovv va
ATOPEVYOLV TO. GLYVE YpMoILoTolovpeva potifa enifeonc N va Palovv mayideg pe faomn tnv Kivnon Tov
ToiKT).
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-Aly6p1Buog evpeong povomatidv (Pathfinding): H teyvmt| vonpoclvn pmopel vo ypnoUOTOUCEL
aAyOPIOLOVE EVPECTG LOVOTIOTIDV Yo TNV TAONYNoN o€ moAvmAoka 2D mepifdAlovta. Avtd Kavel Tig
KIWNGELS TOV €£(Opov mo ampOPAERTES KO TPOKANTIKES, KAOMDG pmopovv va fpovv ta BéATioTa povomdtio
Y10 VO KOVI|YIGOLV 1] VO, 0T0QUYOVV TOV TOAKTN.

. IepParrovrikég OAANAETIOPACELS:

-ZVoTNHOTO  JOIKOCTIKYG  TeEYVNTAG  vonuoovvne: H  teyvmt] vonpoovvn umopel vo  eléyyel
ePPAALOVTIKA GTOLYElR TOV OVTIOPOVV GTIG EVEPYELES TV TAKTMV. ['la mapddety o, ot TAaTOppes ) T
eumodlo umopel vo oAAdEovv 0éom avdioyo pe To mov Ppicketarl o maikTNg, KAVOVTOG TO, EMIMEdH Vol
aloBdvovtar o {OVTavA Kol v ovTomoKpivovTol.

-Ilpocapuoyn oe mpaypatikd ypévo: To Al pmopel va mpocapudcel tn dvokoiio Tov ToLVdD GE
TPAYUOTIKO YPOVO TOPaKOAOLODVTOC TV 06306 ToL aliktr. Edv évag maiktng SuokoAeveral, n texvnm
VONUOGUVT] UTOPEL VO, UEIMGEL TOV aplud Tov €xBpdv N vo KAVEL O €OKOAN TNV TPOGROCT OTIS
TAOTPOPLES, SICPOAMIOVTOG e LIGOPPOTNLEVT] EUTELPT ALY VIOLOV.

1.3.2 AwwdwkaoTtiki Anpovpyia Iepreyopévov

To Al pmopei va ypnoomomOei yio tn onpovpyio S10dKacTIKoD TEPLEYOUEVOD YIa TN OTLOVPYia TOKIA®Y Kot
eVOLLPEPOVTOV EMEd®V kol oevapiov moayvidiwv. llapokdto avaeépetar o TpdmOg Agttovpyiog TOL:

Anuovpyia EMTESOV:

-Tuyaiec dwrtdéelc: H teyvnmy vonupoobvn pmopel v ONUIOVPYNCEL EMIMEDD  YPNCULOTOIDOVTOGC
alyopBpovg mov tomofeTovy TVYaia GTOLKELN EVIOG TPOKABOPIGUEVAOY YDPOV. AVTO dtoc@aiilel 6Tl KAOE

ToTO TPOCPEPEL U1 LOVADIKT EUTELPiaL.

-O¢potikn ovvénelo: H texynm vonpocvvn puropel va dtacearicet 0Tt ta emineda mov ONUOVPYOVVTOL
SLdKAGTIKG dlaTPOobV L0, GUVETH KOUTOAN Ogudtov Kot SVGKOAING, Qmo@EDYOVTOG TN OMpovpyia
adLVUTOV 1 TapdAoY®V SloTdEewv. AvTr 1) Ioppomia Slotnpel To ToLyVidl EAKVOTIKO Ko diKO10.

. Mouwahia TEPLEXOUEVOL:

-TomoBémon avtikelévov kot gxBpov: To Al umopei vo tomobetel Tuyaia avrikeipeva, kol exfpoic e
drapopeTikég tomobecieg kdbe Popd Tov poptdveral Eva eninedo. Avtd tpocshitel éva otoryeio EkTANENG
Kol amotel omd Toug ToUKTEG VoL TPOGaPUOLOVY CLVEYDS TIC GTPOTNYIKES TOVC,.

-Aonynuotikd ototyeio: H teyvnty vonpoobvn propet va dnpovpynoetl dtodikaoTikd ototyeio 10Topiog
N ATOGTOAESG, TAPEYOVTOG GTOVE TOUKTEC LOVOSIKES OTOOTOAEG KOl TPOKANGELS Kibe @opd mov mailovv.
Avto pmopel vo PEATIOGEL OMUOVTIKG TN SVVATOTNTO OVOTOPAY®YNS Kol T Pvdion otov KOGHO Tov
TOLYVIO00.

.E&ooppdnnon Ko doxipn:

-Avtopotornomuévn dokun avamapoywyng: H teyvnt) vonuoobvn pmopel vo mpocopotdoel YIMASES
OOKIUEG T VIOLOD Yo Vo, EVIOToEL Thova (NTHOTO GE TEPIEYOUEVO OV OMLULOVPYEITOL SLOOTKOGTIKGL,
oM abéuiteg ayuéc dvokolog N Un wpooPaciueg meptoyéc. Avtd Pondd Tovg TPOYPUUUATIOTEG Va
TEAELOTOUGOLVV TO TTOLYVIOL TPV ad TNV KVKAOPOpia.
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-ZyoMo o€ TPOyRaTiko ¥povo: Katd m Sidpreia Tov oy vidlon, 1 TeXvnT VOnHoohvi UrTopel v GUALEEEL
OEOOUEV OYETIKA LE TIG AAANAETOPAGELS TOV TOUUKTMV LLE TEPIEXOLUEVO TOV SMOVPYELTOL OLUOIKACTIKA
KOl VO KAVEL TPOGAPUOYEG €L TOTOV. AVTO S10oPOAleEL OTL TO TALYVIOl TOPAUEVEL IGOPPOTNUEVO KoL
OTTOAOVGTIKO GE SLOUPOPETIKA GTUA TOLYVISLOV.

1.4 Iopadeiynato YvoOGTOV 0160106 TUTOV TULYVIOLMOV UE EQUPUOYT] TEYVITNS
VON|LOGVVIG

A&wonpueinta tapadciypato Al og mayyviown 2D
1. "Hollow Knight" (https://www.hollowknight.com/)

e Eoapuoyn Al: H teyvnt) vonuoovvn oto "Hollow Knight" eivan a&loonpeioto yio tnv €Eumvn exBpucn
coumeplpopd Tov. Ot gyBpol oto mayvidt £xovv povadikd potifa kot Tpocapuodlovial 6TIg KIVIGELS TOV
TOAKTN, TOPEYOVTOG TOIKIAD KOt TPOKANTIKA Gevdpla piyng. To Boss Al, cuykexpiéva, £xel oyediaotel
Yo v SnUovpyel o EAKVGTIKY Kot Suvapikn TpdkAnon tpocappolovtag ta potifo enibeong pe faon
TIC EVEPYELEG TOV TTOLKTY).

e YvuPoi oty emtvyia: H mponyuévn teyvnt vonpocivi GupPAAAEL GNUOVTIKA GTHV 0VOyVAOPLoT Kot

1 SNUOTIKOTNTA TOL oy VIS100 0T TOVE KPLTikovg. H mpokAntikn aAld dikoin cvumepipopd tov
ex0pol evioyvel T cuvolikn epmelpio Tov Taiktn, evBapphvoviag v avanTvén de&loThTOV Kot T
OTPATNYIKT OKEYT).

Ewxova 2: IInyn pockettactics.com - 2d nwayvior hollow knight

2. "Dead Cells" (https://dead-cells.com/)

e FEoappoyn Al: To "Dead Cells" ypnoylomoiei d1001KaGTIKN ONUovpyio 68 GUVOVAGUO LLE TPOGOPLOCTIKY
TEYVNTN VONUOGVVT] Yia TN SNULOVPYio, Lovadik®V dtotdéemy emmédon kal tonobetoswv exdpov kdbe
@opa mov évag maiktng Eexwva o véa dadpoun. To Al eléyyet Tig copmepipopéc Tov €xBpol Yo va
SLoQOAGEL OTL TAPAUEVOLY OTPOPAETTEC KOl TPOKANTIKEG, TPOGUPUOLOVTOC TIG GTPOTNYIKES TOVG UE
Baon Tic evépyeleg KoL TNV TPOOSO TOV TAKTY.
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e YyuBoi) otnyv emttvyio: AVTA 1 EQAPLOYN TNE TEXVNTNG VONLOGLVNG TOV KOOOPIOTIKNC CNUACTOG Y1 Vo
viver 1o «Dead Cells» éva Eexmpiotod matyvidl anatedvov. Ta cuveydc petafariopevo tepiBailovia Kot

ot é&umvol gybpoi datnpodv 10 ToyVidl PPECKO KOl EAKLOTIKO, OONYMVTAG GE LYNAN duvatoTNTe
AVOTOPUY®YNG KOt SIOPKES EVOLUPEPOV TMV TOIKTMV.

3. "Terraria (https://terraria.org/)

e FBoapupoyn Al: To "Terraria" ypnoyomotel Teyvnt] vONUOGUVY Yoo TOV €AEYX0 HOG TOKIAMOG
ocvunepipopmv NPC, and exfpodc mov katadidkovy Tov Toiktn pe povadikovg tpémovg £éog NPC wov
oAANAETIOPOHV LE TO TEPIPAALOV Kol TOV TAIKTN L€ OVGLOGTIKOVG TPpOTOVS. H dnpiovpyia d1adikaotikod
KOG OV, KaBodNyov eV o alyOplOovs TEXVN TG VONUOGUVIG, Stac@arilel 6Tl KGO KOGLOG oty vidto0
elvar povadikdg, e S1opopeTicd £0a.pog, Bimpa kot TOPOVE.

e Yvufoi) oty emrvyio: H teyvnt vonpocovvn kat ot suumepipopég NPC éyovv kavetl to "Terraria” €va

ayoamnpévo moyvidl sandbox(TOmog oty vidlon ywpig oveTnPd TPOGIOPICUEVOLS KOVOVESG KOl GTOYOVC).
H otekeiot mowido kot ot duvopkés aAANAemdpdosls mopéyovv oTovg maikTeg o oicOnom
aVOKGALYNC KOl TEPITETEWNG, GUUPAALOVTOC OTN HOKpompdbeoun emtuyio. Kot ONUOTIKOTNTA TOV.

Avaivon OETIKAOV GUVETELOV TI|G PNONS TNGS TEYVNTNHS VONOGUVIG GTA TAPUTAVED TALYVIOLQ

1.Evicyvon ¢ 0.Q0cimong TOV TUIKTOV

-Avvopikéc  mpoxkioel;: H  teyvnty  vonuoolvn oe  moyvidie Omwg to  "Hollow  Knight"
(https://www.hollowknight.com/) kot to "Dead Cells" (https://dead-cells.com/) dSwacpaiilel 611 o1 maiKTEg
AvTIHETOTILOVY SVVOAIKEG KoL TPOGOPUOGTIKEG TPOKANGELS, OMOTPETOVTOS TO LOVOTOVO TOV Ty vidlov. Avti 1

TPOCOPUOCTIKOTNTO SUTNPEL TO EVOLOPEPOV TV TUIKTOV KOl TOPEYEL M0 TKOVOTOUTIKY EUTEPio KabmG ot
naikteg pobaivouy kot Eemepvovv OAO Kol o TEPITAOKO EUTOOLAL.

2.AvENpévn SVVETOTITA AVATUPAYOYNS TOV TALYVIOL0D

-Alodkaotikn dnuovpyia: H dnpuovpyio S1001KoGTIKOD TEPIEYOUEVOD LLE YVDILOVE TNV TEXVITH VONLOCVUVT], OTT®S

eaiveton ota "Dead Cells" kot "Terraria" (https:/terraria.org/), evioyvel GNUOVTIKA T1 SLVATOTNTO EXAVAAYNG,

TPOCPEPOVTOC LOVAOIKEG eumelpieg o€ kdOe playthrough(maiyvidl). Ot Taikteg TOPAKIVOOVTOL VO ETOVOALBOLY TO
oy vidt yuo va eEgpeuvnoouy véa TePIPAAAOVTA KOl GUVAVTIOELS, EVIGYVOVTOS T pakpolmia Tov oy vidiov.

3.Jooppornpuévn Avokorio

-Ilpocapuoctiky dvokorio: H teyvnt vonuoovvn umopet vo, eE1l6oppomnoel ™ dVGKOAIN TOL Tayvidloh og

TPOYUATIKO XpOVO e BAcn TV anddoct Tov moiktr. AvTo S106QaAilel OTL TO TaLVidl TaPAUEVEL TPOCPAGIUO GE
véoug Ttaikteg, eva e&akolovdel va amoterel Tpoxinom yia unelpovg moiktes. H mpocapuootikn dvokoiio fondd
oTN STNPNON MG EVPVTEPTS PACTIC TAUKTMV KOADTTOVTAG SIUPOPETIKA emimeda deEI0THTOV.

4. Kowomro kor Anprovpyio Iepreyopsvov

-Tlepieyduevo mov dnuovpyeitor amd tov ypnom: [Hotyvidwa 6rmg to "Terraria” enweelovvtal omd ™

onpovpyia d10d1KACIOV PAGEL TEYVNTNG VONLOCHVIG TOL VTOGTNPILEL EKTETAUEVEG TPOTOTOINGELG KOl
TEPLEYOUEVO TTOVL dNULOVPYELTAL 0Td TOV XPNOTH. AVTO evOaPPIVEL Uia, IGYVPT KOWVOTNTA YOP® OO TO oy Vidt,
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LLE TOVG TOIKTEG VO CUVEICPEPOVV VEO TTEPLEXOUEVO KOl EUTELPIES, EMEKTEIVOVTOG TEPALTEP® T1| dtdpkela {mNg Kot
TNV EAKLOTIKOTNTO TOL TOLYVIOL0V.

Xopmépacpa

H teyvntq vonpoovvn éxet dadpopatioet kabopiotikd poAo otn Peltioon TOV EUTEPLOV  TALYVIOO0
a&loonueiotov mayvidiov 2D, dnuovpymvtog SuvapKd, avTomToKPIVOUEVO Kot TTOKIAN TEPIPAAAOVTA TOLYVIOL0D.
H emoyng epappoyn g texvnmig vonuoohving ce avtd ta motyviole Ol Lovo GuvEPOAE GTNV KPLTIKN Kot
EUTOPTIKT EMLTLYIA TOVG, OAAY emiomg PeEATiOOE ONUAVTIKG TNV 0QPOGIMGT KOl TNV IKAVOTOINCT) TOV TOIKTMV.

1.5 X605 TTUYLOKNGS EPYOOsiag KOl doun

1.5.1 Emwoxkonnon g [Itoyuaxig epyaciog

Y10 e€gMoobduevo medio g avarTuéng PvteoTayVIdIdY, N EVOOUAT®OON TG TeXVNTAS vonuoovvng (Al) om
UNYOVIKN TOL Ty vidon €xet yivel évog kpioiog Topéag Kavotopiog. Avti 1 TTuyloky| diepeuvd tov oyedooud
KOl TNV VAOTTOINGoT €vOg oy vidlov TAateopueg 2D mov aflomotel Tnv teyvnTh vonuoovvn yia va BeEATidost Ty
eumelpio TOV TOKTOV PECH SUVOUKOV €XOPIKOV GUUTEPIPOPOV Kol TPOOSEVTIKOV eMTEd®Y dvokoAiac. O
TPOTOPYIKOC 6TOYOG eivol 1 EMIOEIEN DG 1 TEYVNTN VONUOGVHVT Uopel vo. ypnotponombei yia tn dnuovpyia mto
EAKVOTIKOV, TPOKANTIKOV KOl TPOGUPUOGTIKOD oy Vidlov og tepifdilovta 2D.

1.5.2 IThaiowo épevvag

H avapioon tov mayvidiov 2D platformer ot oknvi| tov indie gaming vroypappilet tn dopkr| EAKLGTIKOTNTA
tovug. [Moayvidw 6mwg o "Hollow Knight" kot to "Celeste" (https://www.celestegame.com/) éxovv amodeifel 0Tt

o mwoyvidie 2D pmopovv va mpoceépovv Pabiéc, eumlovTicuéveg eumelpieg mov ovvaywvilovral Tnv
moAvTAoKOTNTO, TV SOyxpovav 3D tithwv. Qotdco, pio amd TIG ONUOVTIKEG TPOKANGEIS GTOV GYESGUO
GOICTOTOV oL VIO®VY EIval 1) dTHPNOT TNG APOCINCNG TOV TUKTOV GE EKTETAUEVEG TEPIOOOVG TOLYVIOIOV.
O1 ototkég exfpiéc ovumepipopés Kot 1 TpoPAdyiun eEEMEN TG SVoKOALNG LTOPOVY YPIYOpa VA 00Ny GOVY GE
KOTOOT| TOL TOIKTN KOl UEWWUEVO EVOLOQEPOV. Me TNV EVEOUATOGN TNG TEXVNTAG VONUOGOVNG, WTOPOVUE V.
OVTIHETOMICOVIE OVTEG TIS TPOKANOELS, OMNLOVPYADVTOG £VO O SLVOLIKO Kol OVTUTOKPIVOUEVO TEPIPAAAOV
TOLYVIO00.

1.5.3 Xtoy0r Tng Hroyuaxnic

H mapovoa simhopotikn epyacio otoyxevel 6ty enitevén mToAAGV Pacik®v oTtdy®v. Ap iKd oToYevEL
otV owvdamtuén EEvnvev gxfpikdv NPC (yopoktipes ywpig maiktec) mov mpocopproloviol OTiG EVEPYELES TOV
TOIKTAOV, TOPEYOVTOG L0 TTPOKANTIKNY Kal ampoPrentn eunepia. Avtd mepthapupdvel tov oyedooud adyopibuwmv
Al mov emtpénovy otoug gx0povg vo, udbovy amd T CLUTEPIPOPH TV TUIKTOV, VO, TPOGUPLOGOVV TIC GTPOUTNYIKES
TOVG KOl VOl 0VTIOPACOVY SLVOLIKA HEGO 6TO TEPIPAAAOV TOV TTaLYVIdL0D. XTIV GUVEXELD 6TOYOG vl 1 EQApLOYN
TPOOJEVTIKTG SVOKOAING, SNAadN 1) dNUIOVPYiC EVOC GLGTAUATOG TPOOSEVTIKNG SVGKOAING OV TPOcUPUOLETAL GE
TPOYUATIKO XpOVO e BAon TNV amddoct Tov TTaikT. AVTO T0 GUGTNUA SGPAMEEL OTL TO TTayVidl TapPAUEVEL
AVTOYOVIOTIKO 0AAG dikato, avédvovTog oTadlakd T dSVoKOAIN Tov KobMG 0 TaikTNG PEATIOVETAL, SLOTNPOVTOC
£TO1 U0 LIGOPPOTNIEVT] KOl GUVOPTOOTIKY epmelpia. ‘Evag axopa otdyog givar 1 dnovpyio S1adpactikod Kot
SUVOIKOD TTEPIPAAAOVTOG GTO YDPo Tov Toryvidov. H ypnoomoinon éEumvev teyvik@v yio T Onpuovpyio
MO0V Kol AVTIKEWEVOVY aAANAETIOpOoNG HETOED TEPPAALOVTOC Kot TaikTn Y10, TNV ONuiovpyia mokilmy Kot
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EVOLLPEPOVTOV EMTEO®V ALY VIOI0V. AVTO TeptAapPdvel dnpovpyia datdéemv emmédov, Tonobetioewy exfpmv
KOl SLOVOLLMVY OVTIKEIWEV®Y, dl100QaAilovtag 0Tl kKabe eminedo mPOGEEPEL Lo LOVAOIKT EUTEIPiO. TN GLVEXELN
yiveTon 1 avaivor G eUmEPiRg TOV TTaiyTY), ONANOT 1 TPOYUATOTOINGT AVAAVLGTS TOL TPOTOL LE TOV OTO10 Tal
YapoKTNPoTikd mov Pacilovral oto Al emmpedlovv TV 0Qocimon, TNV KOVOmToinon Kot Tn S1aThpnorn Tov
TKTOV. Avtd mepthapPdvel ™ cLALOYT Kot TV 0EI0AGYNON TOV GYOM®V TOV TOKTAV KOl TOV dedoUévmv
oy VoL Yo TNV a&loAdyNon g OMOTEAECUATIKOTNTOS TV VAomomoeny Al To v ermitevén avtdv tov
OTOX®V, M TTVYLOKT VIOOETEL Hio TOAVTAELPT TPOGEYYION, TOL GUVILALEL TN BE®PNTIKY EPEVVOL LIE TNV TPOKTIKY|
epappoyr. H dwdikocia avdmtuéng mepirapfdver ta axdéiovBo Prjnata. IlpaypoatomomOnke po ektevig
OVOGKOTNGY TOV VLAOPYOVIOV EPELVAV KOl HEAETOV OYETIKO WE TNV TEYVNTN VONUOGVVI] GTO TOLyvidld,
eotidlovtag otV TEXVNTI VOMHOGLVY ToL £xOpov, 6To eminedo duokoiiag Tov exBpov, To eminedo SvoKoAiog TOL
nepBdilovtog , kaBdg Kol otnVv SdpacTiKOTNTA Tov. AVTO Tapéyel Lo otabepn Pdacn yio T dadtkacio
avamtuéng Kot evtomilel PEATIOTEG TPOKTIKEG Kol KOWEG TToyidec. 1N cuveyeln dnuovpyndnke to mayvidl 2D
action platformer ypnoiomowdvtag o GOYXpovn pnyov] avantuéng moyvidudy, v unreal engine 5, mov
EVOOUATOVEL YopakTnplotikd Al yio ocvumepipopd exbpov kot e&EMEN dvokoriag. H dadikacio avamntoéng
TEPIMAUPAVEL ETAVOANTTIKES SOKIUEG Ko BEATIOON Y1 v S10CQOAMGTEL OTL 1 TEXVNTI VONLOGVVT] GUUTEPIPEPETL
Omwg mpoPArémeTor Kot cLUPAaALeL Betuch oty gumepia mayvidov. Epoppoctnke pio S0KIHAGTIKY GAcT OTOL Ot
moikteg KAOnKay vo mai&ovv To Tty vidl kot vo, SdGovy oxoAla. AVt 1 avotpo@odoTtnon gival {OTIKNg onpaciog
Yl0L TOV EVIOTIGUO TEPLOYDV Yo BEATIOON KOL TNV EMKVPMON TNG OMOTEAEGUATIKOTITOS TOV YOPAKTNPIOTIKOV
TeYVNTG vonuoovvng. Ev  kotaxeidt omuiovpydvtag mo  SUVOUIKEC KOl  OVTOTOKPVOUEVEG €XOpikég
CUUTEPIPOPEC, TO TTALYVIOL GTOYEVEL VO KPOTNOEL TOVG TOIKTEG OPOCIOUEVOLS Y10 LEYAADTEPA YPOVIKE, SIOCTH LT,
LEWDVOVTOG TNV TOAvOTNTA KOOGS TOV TAIKTN Kot av&dvovtag T cuvolkT aroiavct. H dnpiovpyia duvapkod
TEPLEYOUEVOL OGPOAIlEL OTL KUBE KavoLPYlo Taryvidl glval dadpacTikd, £vOUPPOLVOVTOS TOLG TOUKTEG vV
EMOTPEYOLV GTO TOL(VIOL TOAAEG QOPES Yo Vo Pudcovv véeg mpokAnocelg Kot mepifdiiovia. To cvotnua
TPOO0OEVTIKNG dVoKOAOG Tapéyel GUUPGAAEL yloL TV OMUOLPYIK 1GOPPOTNUEVEOV KOl SIKOVVAOV EUTEIPLOV
TOLVIO0 TTov Tpooapuolovtal ot eninedo de&loTTOv TV Toukt®dv. Ta svpriuate Kot ot pebodoroyieg mov
TapoLGIALovTal GE aVTH TN STAMUATIKY WITOPOVV Vo YPNGILENGOVY MG AVOPOPE Y10 AAAOVG TPOYPOUUOTICTES
TOLVIOIDOV TOL BEAOVLY VO EVOOUATMOGOLV TIV TEYVNTN VONLOCHVY 0Ta £pY0. TOVS, GUUPBAALOVTOG GTIV EVPVTEPN
yvoclokr Bdon tov epappoydv Al 6to gaming.
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Evotnro 2"

2. Emokonnon 10v 1€di0v, TP0Go10pLopiog Tov TPoPApatog Kot o1E0vic viko

2.1 Xovropun eoaymyn] otn 6yediacn 2d moryyvior@v mhat@oppog kot C++

H oyedlaon evog 2d maryvidon eivar ek tov Tpaypdtov 1 ypaeiky| oyedioon evog moryvidion eviog povo
dvo dlnotdoewv. Me autd GUVERAYETAL TG Kot 1 KIVoT TOV TPOyUATiKoD avOpOTOV-TaikTn Kol TOV dopopmv
GAA®V npc - TUKT®V 7OV 1 Agttovpyio TG eléyyetan omd €va state machine v évav aAyopiOuo pe d&vopo
aropdoemV 1 akoua kol and £va machine learning alyopiBpo mov Ba avagepBodv kot eEnynbodv mapoKdTo.
[Mopdro mov og KATOlEg TEPMTMOELG Umopel 0 ypnotng(gamer) vo e&amatnOel amd ToV GYESIAGUO TV YPUPIKDY,
T omoio TOAAEG PopEG TPoGdidovy €va PABOg 6To Ypapikd TEPIPAALOV TOV TaLVISIOD, GTNV TPAYLUTIKOTITA TO,
oy vidla avtd Kivobvton povo o€ 000 dlaoTdoels, Tov dEova X kat tov d&ova y. Ankadn exteivovton 6€ UNnKog Ko
o€ VYo¢, oAAG ToTé og Pabog. Av Kol Ta cVYypove xpdvia €xel apyicel vo yivetal OA0 Kol To ONUOPIANG 1
onuovpyia hybrid 2d kou 3d moyvididv, onradn 2d moyvidia pe 3d ypapikd otoyeio. [To ocvykekppéva ta
moyviowa 2d mlatedppag 1 odmg platformer games, émwg O avagépovtal and €00 Kot 6To €ENC 6TV EpyaciaL.
Ta moyvidwe avtd cuvévdlovy ctoyeia dpdong pe unyoviopuovg platformer game. e avtd To TOLYVIOWO 1) OTTIKY
yYovia Tov YepLoT] eitvar amd To TANL Kol 0 10106 KaAeiTan Vo EAEYYEL TOV YAPOKTHPA TOV HEGO GTO T VIdL Kot val
e€epeuvad d1ipopa enimeda yepATA pE EUmddLa, €xOpoVg Kat dtdpopeg Tayidec. O KOpLog okomdg givar 0 TaikTNG Vo
viknoet éva eninedo, Tov 6movdadtepo avtinalo(boss) 1M va Bpel KATOW0 OvTIKEIPEVO.

2.2 T'howooa mpoypappatiopov C++

H dnpovpyia avtod tov moryvidton mov givar kot to Opa TG STAMUATIKNG Epyaciag emTeuyOnKe LUe TNV Yp1on
MG YADOGCOG TPOYPOUUUATICHOD VYMAOL emmédov CH++, ypnoUOTOI®VTAG TOV OVTIKEWEVOSTPAPn UEH0dO
npoypappaticpod. Natl emdéydnke n C+H+ yio v dovield avt ko yio oo Adyo n C++ Bewpeite TOAD KoAn
emMAOYN Yo TNV oyedioon Prvreomaryvididv o avarvbel TapakdTm:

-Anddoon: H C++ emitpénet tov akpipr EAeyyo mdvm 6Tovg mOPOVE EVOC VTOAOYIGTIKOD GLUGTHLOTOC TOV Eival
TOAD GTUOVTIKS Y10 TNV 0TOS0GT TOL GLUGTHOTOG GE TOLYVIOH UE VYNAEG OALTIOEL AOYIGULKOD.

To C++ AMP (C++ Accelerated Massive Parallelism) emitayOvetr nv ektéheon kddiko C++ ekpetaAlevdpevo to
VAKO TapdAdning eneéepyaciog dedouévmv, 10 0moio cuvimg ival Tapdv ¢ Lovade. ETeEEPYACIOG YPOUPIKOY
(GPU) o¢ a Egymprom) kapta ypagikav. To C++ Accelerated Massive Parallelism (C++ AMP) etvon éva eyyevég
LOVTEAO TTPOYPOLLUATIGHOV TOV TTEPIEXEL OTOLXEID OV EKTEIVOVTOL GTN YADOOGH TPpoypappoTiopod C++ kot o1
Biprodnkm ypdvov extédeong e To C+ AMP egivor pia Biitodnin mov viomoteitar oto DirectX 11 kou givon
Qo avotlkTy Tpodtaypapn] omd ) Microsoft yio Tnv vAomoinon mapdAining eneéepyaciog dedopévav angvdeiog
oe C+t. Avt 1 yAdooo eivarl mo €0KOAN ot ypNom kot TePLEyel TOAAES PiAodnkec yio v avamTuén
EPUPUOYDOV TapdAINANG enelepyaciag dedopévav. T va pavel mo Eexdbapa noc va ypnoiponomoete 1o C++
AMP yuo v emilvon evog mpoPAnpatog TapdAining enelepyaciog dedopévev, Ba TapovclacTel TO TOPAKAT®
mapadetypa. To TpofAnua eivar amhod kot Exel TAPGAANAN OO, 1| TOAATAOCIAGUOC TIVAK®Y. AG TOPOVUE UL
LOOMUOTIKT 1] OIKOVOUIKY] EQPOPLOYN OOV UEPOG TNG JdIKAGING EIval 0 TOAAATAUCIUGUOG TIVAK®Y, GALY TO
mhove cevaplo eivar 0 ToAamAaGLOoUOC TVaK®Y uikpod peyéBovg kot n mpaén moAlamlaciacpod dgv Oa
exteleoTEL TOMES QOPEC, TOTE 0 GEIPLUKOC KOJIKAG Yio. avthy TV ©Tpaén dev Oo ypetaldtav peydio ypovo
EKTELEOTG KOl 0 TOPAAANLOG KOdIKaG Ba NTav vepPolikdg. AALG, eaviacteite éva cevdpro pe 200 mivokeg pe
40000 otoryeio 0 kKabévag. Amd €dm éxovue 100 TPAEeElg TOAMATANGIOCUOD KOl 0 GEIPLOKOS KMOKAG Oa Ematpve
peydro ypovo ektéleong, eved av ot 100 mpa&elg extehovvray mapdAinia, alomoidviag Tig SLVATOHTNTEG TOL
napéyer 1 GPU, o ypdvog extéreong O frov pikpodtepogt. Mapoxdrto mopatidetor wio omify un-mopdAinin
ovvaptnon o€ C++ yia ToV TOAATAAGIOGHO dVO TIVAK®V:

1Mapomouny: [Mill] Gregory, Kate, and Ade Miller. C++ AMP: Accelerated Massive Parallelism with
Microsoft® Visual C++®. " O'Reilly Media, Inc.", 2012
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multiplicationfvector<vector<int=>d& T1,
vector<vector<int==& T2, vector<vector<int=>d&
T3, const int n, const int m, const int kj

i
f

forfint i=0; i<n; i++)
{
forfing j=0; j<k; j++)
{
int sum = (0);

Sorfint z=0; z<m; z++)

sum += T1{if[z] *T2{=] [j]:
T3fijfi] = sum;

YOUTEPAGULOTIKG €6V 1 KOpLoL TpodToBecT TOL TTpoTEWVOUEVOL odlyopiBiov Yo éva TpoPinua eivor n Toyv TN T
EKTELEOTG, TOTE O TAUPAAANAOG TPOYPAUUOTIGHOG YiveTan onuavtikog. O mpoypappatiopdés GPGPU sivor pia véa
KOl OTOLTITIKT TEYVIKT] TTOL ¥PNOLOTOIEITOL Y10, TNV emilvon mpoPAnudtov pe ebon mapaiining enelepyaciog
dedopuévav. Opiopévol topeic dmov pmopovpe vo Ppodue avtod Tov €idovs To TPpofApaTa gival: CLGTHLOTA
EAEYYOV GE TPOYUATIKO YPOVO, EMIGTNUOVIKN UOVTEAOTOINGT Kol TPOCOUOI®MoT, gaming, ¥PNUATOOIKOVOLUKT|
npocopoino, eneéepyacia ikovag, K.AT. ['o mpofAnpata mov Tauptdlovy kadd pe v apyrrektoviky s GPU,
elvar ovvnbeg va emituyydvetar EO0KOAN UL ETLTAYXVVOT 2X 1) KO TEPIGGOTEPT GE GVYKPION UE TNV LAOTOINGCT) TOV
id1ov mpoPAnuartog oe CPU, evd ot feltictomomuéveg vAomomoelg umopovv va Eemepdcovy v CPU katd 10
é¢wg 100 popéc. H GPU eivar pia mpoypappatilOpevn Kot 1oyvpn VIOAOYIGTIKY cuokevn and povn g H GPU
EYel U0 OPYLTEKTOVIKY MOalKNG mopdAAnAng enefepyociog mov amotereital omd YIMAOEG HWKPOTEPOLS, TLO
A0S0 TIKOVG TUPNVEG GYESGULEVOLGS Y10l TNV EKTEAECT TOALOTADYV £pyacidV Tavtdypova. To gvpog {dvng pviung
g CPU eivon mepinmov 20 GB/s, og ouykpion pe ta 150 GB/s tg GPU. 'Eva 1oyvp6 onpeio tov GPUs givar 1
katavaiwon evépyeloc. Mo GPU pmopel va amoddoel 10 GFLOPS/watt, evd o CPU propei va omodmwoet 1
GIGAFLOPS/watt. Edv 6éhovpe va avoartiCovpe kmdwa mov Ba ekteheotel mapdiinia, 1 GPGPU etvan évag
KOAGG vIOYMPlo¢ ¢ véa teyvoloyia kat to C+ AMP eivol po yAdGoo mov mopéyel VKOAlEG KaTd TOV
TPOYPOLLOTICUO KO TIG amapoitnTeg PpAodnkec?.

-Awyeipion uvnung:

H bwayeipton pvung mov tpoceépel  C++ givar éva peydAo mheovékTnua yio v oyxediacn mayvidimy, kabdg
&xel Gpeon emppon OV otV amddoot, Tr 6TafepdTNTa Kol TNV ATOTEAECUATIKOTNTO TV TPoypappdtov. H
C++ mopéyel d1apopa epyoleio Kot TEXVIKEG Yol TNV SLXEIPLOT TNG UVIAUNG SIEVKOADVOVTOG ETGL TOVG OXEOLUGTES
oy violov(Game developers-devs). ITio cuykexpiéva 1 C++ wpooceépel otatikny Kot Suvoulkn dtaysipion
pvnuns. H Global kon static(maykdopieg kot ototike) petapintég amobnkevovron ko’ dAng g ddpketag Long
TOV TPOYPOAUUATOS, EVO UETOPANTEG OV dNADVOVTOL LEGa o8 KATolo Ttedio(scope) amodnkevovial oty oToifa
Ko S1ypAeovToL QuTOUTA OTOV 1) POT) TOV TPOYPAUUATOC GTAVEL 6TO TEA0G awTov Tov Tediov. Emmpocheta 1
SUVOLIKT SLoYEIPIOT) WVAUNG EMLTPETEL GTOV TPOYPOUUATIOT] VO OEGUEVGEL SQUVOUIKA LUEPOC TNG UVIUNG OO TN
wnun copodv(heap) | va v amodecUevoel, OTmg ekeivog emtBupel. Emimiéov vapyovv ot éEumvol deiktec(smart
pointers) wov givarl kKAGoelg Tpotdmwv otnv Tumikn fiAobnkn mov dayepilovior Tov KuKAo {®NG TV SuVOUKA
EKYOPNUEVOV AVTIKEWEVOY. TNV avamrTuén moyvidldv, 1 OTOTEAECUATIKY dwoxeipton puvnung eivar {oTikng
onuoaciog Ady® TOV LYNAGV OTOITNoE®Y amodoons Ttov maryvidtwv. H C++ ypnouonoteitonr gvpémg ot
Bropnyovia emeldn mopéyel GTOVG TPOYPOUUUATIOTEG AKPIPT] EAEYYO TOV TOPMOV TOL GUGTHUATOG, EXLTPETOVTAS TN
BedtioTomoinon ¢ ¥pNoNS HVAUNG Kot TG TtaxdTTog enelepyociag. ATOTEAEGUATIKEG TEXVIKES OloyEiplong
pvfiung oty C++, 0nmg 1 YepoKkivnTn KaTavoun Kot 0modEGUEVST] UVAUNG, Hall pe Tn xpnom E5umvev SEIKTMV

2Mapamopnn:[Gas2] B. R. Gaster and L. Howes, "Can GPGPU Programming Be Liberated from the Data-
Parallel Bottleneck," Computer, vol. 45, no. 8, pp. 42-52, Aug. 2012
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(smart pointers), fonfovv oTNV OTOTPON SLOPPODY UVAUNG KOl KOTOKEPUOTIGHOD, TOV €lval KPIGIUES Yol TN
Srrfipnon g amdédoong oe cHvOeTo TEPIPAALOVTA TaYVISIHVS,

-AVTIKEIWEVOGTPAQNC TPOYPOULLOTIOUOC (00D):

H C++ givor pio amd Tic YADGoEG DYNAOD €MMEOOL TTOL VROGTNPILEL TIG TEYVIKES TOL OVTIKELUEVOCTPOQPT|
TPOYPOUUUATICUOD, LLE TOV OTTOI0 EMITVYYAVETOL 1) AVATTLEN AOYIGHIKOD YOP® amd OedoUEVH 1) AVTIKEILEVD EVOVTL
GLVOPTNCEMY KOl OTANG AOYIKG. O OVTIKEILEVOSTPOUPNG TPOYPUUUATIGUOG TEPLEXEL KATOEG PUCIKES EVVOLES OL
omoieg Ba. avaivBohv mapakdTo Yo va yivel katavontog. [lpoto amd ola mpémel va avaeepbel n évvola g
KAdong (class), kaBog etvar pioe moAd Pacikn Aertovpyia tov oop. Mia kidom eivar éva mpocoyédio yuo v
onuovpyia avtikeyévov. Kabopilel évov tomo dedopévav cuvovalovtag 6ed0UEVO — LETAPANTES KO GUVOPTHGELS
N aAMdg ueBddovg mov Asttovpyodv pe avtd ta dedopéva oe pia eviaio povada. ‘Eva aviikeipevo eivar va
mapadetypa piog kKidong. Etvor pia ovtotnto 1 omoia £l YOpAKTNPIGTIKA KOl GUUTEPLPOPES TTOL opilovTat omd
v KAdon tov. [ToAAd avTikeipeva umopohv va tpokiyouy omd pio KAAoT, GAAS OAC QVTA TO OVTIKEILEVE EPOGOV
Tpoépyoviat amd TV 1d1a KAdor Ba glvar Tov 1610V TOTOL avTikeipeva 1 aAmg Tig 1dtog opadac. ‘Emetta vépyet
N évvown g evBvidkmong (encapsulation). H evBuAdkwon givar n opadomoinon dedopévav kot pebddmv mov
VIAPYOLV GE W0 KAGON UE GKOTO TOV TEPLOPICUO TNG TPOGPAGNC OVTAOV amd GAAL HEAT TOV TPOYPEUUOTOS 1
YPNOTES OV OeV £YOVV dKA000Gi0. AVTO onuaivel OTL KOl TO OVTIKEILEVO TOL TPOKLATOLY OO pio KAdon Ba
€YOLV TEPLOPIGOVE TPOGPaoT g o€ Kimota omd To dedopéva Tovg. H evBvddkmon emttuyydvertal pe ypnon Aécemv
KAEWIDV oL TEPLopilovy TV TpdcoPaot, dnwg ot AéEels: IduwTikog (private), mpoototevopevog (protected) Kot
onuodcog (public). Ev cuveyeio vdpyet n €vvola g KANPOVOLKOTNTAG, 1| OTToia, EMTPETEL G [io vEa KAGoT Vo
KANpovopel yopoakTnploTikd Kot pefddovg amd pa vadpyovoa kKAGoT. Avtd Tpombel TV emovaypnoLLoToinoT
KOOKO Kot dNULOVPYEL ol QUGIKY] tepapyio LeTaEDd TV KAACE®V.

H C++ vmoompiler molhoamAn KAnpovopikotnta, mov onuoivel Ot pio mopayopsvn KAdon pmopel va
KANPOVOUNOEL amd TEPLGTOTEPEG OO io Pactkég KAGGEIS. AKOUO VITAPYEL O TOAVUOPPIGHLOG TTOV EMITPETEL GTIC
pefddovg va KAvouy SlapopeTikd Tpdyuate He PAcT TO avTIKEILEVO 61O 0moio Opa, akoOpa K av ot péhodot
potpalovtat to idto évoua. Emtuyydveton kuping péow g vaepeoptoong cuviptnone. [ToAléc cuvaptmoelg
umopel va, £xovv To 1610 6voua, 0AAG pe daPOoPETIKEG TapauéTpovs. Emiong enttuyydvetol pe v uneppoptmon
TeEAeSTOV (operators). Avtd givot 1 SuvatdHTNTA OPIGHOD 1 EMOVATPOGIOPIGHOD TG CUUTEPLPOPIS TMV TEAEGTOV
Yo S1hpopeg GALEG xpNoEIC TEPA TV TpoPAremopevov amd T standard BipAiobnkn, mov o opicel o yeploTic.
[epartépw emrvyydvetal 0 TOAUOPPICUOS HECH EIKOVIKOV GUVOPTNGEDY KoL TOV SUVOUIKOD TOADLOPPICUOV:
XPNOYLOTOIDOVTOG EIKOVIKEG GUVOPTNOELS, UE avapopd og KAdon Pdong 1 dgiktn pmopel va kaAéoet uebddouvg
TOPAYDYOV KLAGEMY, TOV €lval KPIGILO Yo TNV EPAPUOYT TOV TOAVUOPPIGHOD G€ 0ANOVO ¥poVo eKTELEGNC.
Télog vmapyetl n apaipeon (abstraction) mg pia TeXVIKY TOV 00p, TOL TEPIAAUPAVEL TNV ATOKPLYT SDGKOAMV KOl
TEPIMAOK®V GTNV KUTAVONGT AETTOUEPEIDV TOV KDIIKO OVOOEIKVIOVTOG HLOVO TIC AmapoitnTeg Asttovpyieg evog
OVTIKEWEVOD. AVTO EMTLYYAVETOL LEGH APTPNUEVOV KAAGEDV Kot SIETAPOV TOL 0pilovV GLVAPTAGELS YWPIg va
115 VAomoovv. H C++ mapapével SnpUoeiing emAoyT| yio T avamtuén oy vididv Adym T VTOSTHPIENG TG GTOV
OVTIKEWEVOCSTPOPT  TPOYPOUUATIONO, 7OV  EMITPEMEL TN ONovPYio OopdV  kKOdwka ue  opbpwotn,
EMOVOYPTCLUOTOW G KOl GUVTNPNGIUN LopPH. AT 1 apBpwtdtnta elvor Waitepa @EEMUN oTNV avATTLED
TOLVIOIDV, OTTOV TO, TOADTAOKN GUGTALUOTA KOl Ol GUUTEPLUPOPES UITOPOVV VO, SILXELPIGTOVY TO OTOTEAEGUATIKY
HEGO KOAG OPIGHEVOV 1EPAPYLOV KAAGEDV KOl TOAVLOPPIGLOV”.

-BifmoOnkec C++:

H C++ mpotipdron dtaitepa, oty avamtuén moyvidiov Aoy Tov ektetapévev Pipitodnkov kot epyoleinv g
7OV EVIGYHOLV TNV TOPAYOYIKOTNTO Kot TNV ardd0on. AkoAovBoldv opiouéveg Pactkég PifAtobnkeg kot epyoieio:

SMapamopny: Aleem, S., Capretz, L. F., & Ahmed, F. (2016). Game development software engineering process
life cycle: A systematic review. Journal of Software Engineering Research and Development, 4(6)

4TTopomopni:Mukherjee, Druhin. "Game Development Using C++." Packt Hub, 2014.
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BifloOnkec:

Standard Template Library (STL): Tlapéxer Paowég Oouég  dedopévov Kot oAyoplOpovg.
Boost: [Ipocpépet (QopNTEC, a&lohoynpéveg Ko KaAQ TEKUNPLOUEVES Biprrodnkes.
SFML (A7Af xor ypryopn Pipriodnkn morvuéomv): Xpnoylomoleital Yo TOAVUESH, YPOOIKA Kol MYO.
SDL (Simple DirectMedia Layer): Tlapéyer mpoécfacn younAod emmédov G€ LAIKO MYOv, TANKTPOAOYiOL,
TOVTIKLOV, joystick Kot ypapikdv.

OpenGL kot DirectX: API yio amddoon ypagucav 2D kot 3D.

Epyaieio:

Visual Studio: "Eva oloxinpopévo IDE pe epyaleio eviomopod coaipdtov, dnpovpyiog mpoeik Kot avaAvong
KOOKO.

CMake: 'Eva epyokeio TOAAGMAMDY TAQTQOPU®V YL TNV OLTOUOTOTOINON TNG OldKaGiog KOTOGKELTG.
GDB: O evtomoudg oceoipdtov  GNU  yioo  TOV  EVIOMIGUO  GQOAUGTOV — EQOPULOYAOV.
Valgrind: "‘Eva gpyoleio Yo eVIOTIGHO GQUAUATOV UVAUNG, AviXVEDST] SLOPPONG LVIUNG KoL OTLovpyio Tpoeil.

-Cross Platform Development(mpoypouiotiouoc o€ S10popa VITOAOYIOTIKO TtepIBdAlovTa):

Cross Platform Development givar 1 duvotdmta piog YA®GGOS 1 €VOG TPOYPAUUOTOS GE QLT TNV YADGGO Vo
UETAYAMOTTIOTEL KOl va TpEEEL [e emTuyia o€ d1dpopa AEITovpYIKd cuothuaT, 0nwog ta Windows, macOS kot
Linux. H C++ howmov pumopet va vroompi&et tov mpoypappotiopnd oe ddpopa Asttovpykd. Me ) ct++ pmopet
Kaveic va ypawyel opntd Kddika. AnAadn va 6TIAGEL 6T GOVTOEN KOSIKO TOV GUULUOPPOVETOL LUE TO, TPOTVTO,
g C++ Kot amopedyel 660 To SLVATOV TEPIGGOTEPO TIS EEQPTNOELS TOL GyeTilovTan pe TNV TAATEOpLa. Mmopel
v ypnotiponomoet Tomikée Piprrodnieg kot APl omote givan gpiktd. [ivetar yprion Pipiodnkedv morlomAdv
TAOTPOPUGOY. YTTapyovv drabéciueg morhég cross-platform BifAiobrkeg mov mapéyovv GUVTOUEDGELC Y10, KOIVEG
epyaoieg, Omwg N avdmtuén GUI (diemapéc ypnon), diktvakd mpoypappatiopnd kot I/O (gicodo — ££060) apyeiov.

Mepukég dnuo@ireic emAoyEc TephaBivouy:

-Qt: "Eva ohoxAnpopévo miaicto C++ yia tn dnpuovpyio epopHOY®Y TOAOTADY TAATQOPUOV UE ELOACT] OTV
avartuén GUI.

-Boost: Mo cuAdoyn BifAiobnkdv yia epyacieg 0mmg threading, diktdmon Kot dopég dedopévmv Tov
AELTOVPYOVV GE SLUPOPETIKES TAUTPOPLLES.

-SDL (Simple DirectMedia Layer): Mia BipAoOnkn avémtoéng xauniot exmédov mov mapéyel TpocfucT o€
VAIKO M0V, TANKTPOAOYIOV, TOVTIKIOV, joystick Kat YpapikdV 6 TOAAEG TAATPOPLES.

H C++ oxdpo emitpénel mv peETayA®@TTIoN VO 0poLE .ANAOdT TNV YPNOWOTOINGT 0dNYLDV TPOETEEEPYAOTY|
onwg #ifdef kon #endif yio ) petayAdTTIon VO OPOVG KAOIKA Y10, GUYKEKPIUEVT TAATEOPO. Tn dnovpyio
GLGTNUATOV, EVOC GUGTILOTOG KUTOOKEVTG TOV VToaTnpilel avantuén mtolhamidv TAatpopumv, 0nmg to CMake
1 10 GNU Make. Avtd ta gpyaleio emtpémovy Tov opiopod g Slapdpemong tov development yior S10pOPETIKES
mhoteoppes. Emmiéov yivetat 1 ToKTIKN SOKIUN TOL KOJIKA 68 OAES TIC TAUTPOPUEG-GTOYOLS Y10l TN OL0GOAALO
™G ovUPaTOTTAC KOt TNV EVTIONIOT (NTNUAT®V TIOL APOPOVY GUYKEKPIUEVEG TAUTPOPUES VOPIS 6T dladtkooiol
avamtuéng. Akopo sivol @ikt 1 emdoyn &vog olokAnpopévov mepipdiiovtog avamtuéng (IDE) 11 evog
TPOYPAUUATOG ETEEEPYACTOC KEWEVOL TTOV VITOGTNPIlEL TNV avarTuén pueta&d TAateopu®v. Opiopéves dSnUoPiieig
emhoyég etvar To Visual Studio, to CLion kot to Code::Blocks. Téhog e tnv C++ givon duvat 1 xpnotponoinon
evog cvoTnHOTog EAEyyov €kdoomng, omwg to Git, yuoo T Slayeipon g Paon Kodikmv, dlevKoAHvovTag TN
ovvepyooio. pe GAAOVLC Kol TN OTHPNOT OLOPOPETIKMOV VTOKATACTNUATOV Y10, 0AAUYEC GE CUYKEKPIUEVT|
mAateopua, v yperaletar. H avantuén Aoyiopuikol yuo. ToAAUTAEG TAATEOPHEG TEPIAAUPAVEL TN dnpovpyic
AoylopkoD Tov pmopel va tpécet o€ dtpopeg TAatedpuee, o6mmg to. Windows, macOS, Linux, i0S kot Android,
YOPIS Vo amontoOVTOL CNUAVTIKEG OAAUYEG OTOV KMOIKO. AVTO EMITPENEL GTOVE TPOYPUUUATIOTEG VO, YPAPOLY TOV
KOOKO piot Opa KoL VoL TOV OVOTTOGGOLV GE S1APOopes TAUTPOPLES, EE0IKOVOUMVTAG YPpOVO Kol TpocTddeia. XTo
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TAIG10 TOV EVOOUATOUEVOV GUGTNUATOV, | CHF amodeikvieTon eEUPETIKT EMAOYN AOY® TG eveM&iag Kol TV
TAEOVEKTNUATOV THG GE AmdS00T".

2.3 Unreal Engine, pnyovi oyedioonc maiyvidoimv

Ewsayowyn oto Unreal Engine S(UES)

To UES ypnoonmombnke yuo tnv €kmOVNoTn TN SIMAOUATIKNAG €pyaciag Yo T Onuovpyia tov 2d action
platformer. Xtn cvuvéyeia o avoivbel n Aettovpyio tov UES, n texvoloyia mov ypnopomotel, kabdg Kot ot
duvatodtnteg mov TapEYEL Yoo TNV dlevkdivvon tev véwov developers otov Ypaed Kol TPOYPOUUATIGTIKO
oYEOLOG O TOLYVIOIOV otV YA®ooo C++. H unyovi avt) £xet dnuovpyndetl and v etaipio Epic Games kot
amotelel pio onpavtikny eE€MEn oty dnuovpyia 2d kot 3d gaming mepieyopévov oe aAndwod ypodvo. To UES
YTIGUEVO TAV® OTIC TPOTYOVUEVEG EKOOGEIC TOV TOPEYEL GTOV YPNOTN EPYOAEiD KOl dUVATOTNTEG Yo TNV
onuovpyion ddpopwv wpotlekt oe dpopeg Prounyovieg, Onwc oTic Plounyoavieg TOL gaming, TOV
KIVNUOTOYPAPoL, TG apyttekTovikng Kot dAies. To UES mapéyel otoug ¥pNnoTtes Tov AP KAAMTEYVIKT Kol
dNuovpyikn erevbepia Kot TEXVIKEG dSUVATOTNTEG, DGTE VO TEWPAUATIGTOVV, VO, SOKILACOVY KOl VO DAOTOLGOVV
10 TPOTLEKT TOL £YOVV GTO LLOAO TOVG.

Baowa yopaxtnpiotikd tov Unreal Engine 5

Ewovikn 'sopetpio Nanite

‘Eva mdpa moAd omovdaio epyareio mov mpooeéper to UES, 6cov agopd tnv oyedlacn tov ypopitkol
mepPdArovtog evog mayvidlol , gival to cvuotnua nanite. To cOGTNUO AVTO EXITPENEL GTOVG GYESLOGTES VO
ONUIOVPYRoOVY SLAPOPO YPAPIKO oToryelo pUe TOAD UEYGAN AETTOUEPED KOl OTOTEAECUOTIKOTNTA. AVTO TO
EPYOAEID EMTPENEL TNV E1GOYOYN SOPOP®Y YPOUPIKDY KOl KIVILUUTOYPUPIKDOV GTOLEIDV YPNCULOTOIDVTIOC
EKOTOLPDPLO TOAVY®VO Kot £XEL TN SUVATOTNTA TOV QLTOHOTOL YEPICHOV TOV EMMESOV TV Asntopepeidv (Level
of detail-LOD) avtmv tov otoyeinv, Kabmg Kot va yerpiletor To eninedo kot va feltiotonotel tnv anddoon. Avti
N texvoloyia KataoTel aypeiaotn TV xelpokivntn dnuovpyio tov LOD, peidvovtag 1ot SpacTiKd Tov ¥povo Kot
TNV SOVAELQ OV OMOLTEITE Yo TNV OMOLPYio YPAPIK®V otoryeiv vymiod emmédov. To nanite Agitovpysl
enekepydlovtag Kot TPoPAALOVTOC LOVO TIG AETTOUEPELEG TOV UTOPOLV VO, YIVOUV avTIMNTTEG amtd TOV TOKTY,
dtaoporilovtog £Tol TG 1 0mTdd0cT TOL oy VIdoL Oa Tapapével otadepn OKOUO KOl € TOAMGVOVOETEG GKNVEC.
Av 1 duvatodTTo EIVOL WBTEPMOS XPNGLUN Yo TV SNUIoVPYin EKTEVAOV TEPIPOAAGVIOV AvOLYTOD KOGHOV TOV
daTnpovv VYNAN gvkpivela ywpig va voPiPalovy TV enidoom TOV TOLYVISLOV.

Lumen Global Illumination

To Lumen givar éva emmAéov epyareio Tov UES mov mapéyet évav TAnpn Kot Suvopukd moykOGHov PeAnvekode
eoTIoud oV EAEYYEL Ko puOuilel T0 TOC AerTovPYEL 0 POTICUOS TOV YPUPIKDY TOV TULYVIOOD GE TPOYLOTIKO
YPOVO. AVTO TO GUGTILO TPOGOIOEL PEAAIGTIKO POTIGUO KOl OVIOVOKAAGELS TOV QOTOC OV TPosaproloviol 6To
TePPAALOV Y®PIC TNV AVAyKN Y10, TPOCYESIAGUEVE ETITEDN POTIGLOD KOl TNV dNUIOVPYIN, LEUOVOUEVOV GYEdIDV
QOTIOUOD Y10, KGOE Ypapikd otoryeio. EmmAéov pe to Lumen, ot 6yed100TEC Umopohv va TETOYOVY PEOMOTIKG EQE
QOTICUOV OTWG NALOKEG AVOKAAGELG TOL POTOC LE TOAAATALS OVOKAGGELS KOl AvamnOnoels. Avtd Tpocdidet pia
peydin aAnfoedveio kot avOevTIKdTTA GTA YPAPIKA oToLYEln, KOOMS TO GVGTNUA 0WTO Hropel va pun el puéypt

STapamopnn:"Cross-Platform Development Secrets In C++," Code With C.
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KOl TO G TOV A0V JIVOVTOG TPUYUATIKEG OKIEG OTA GKNVIKE. MTopel vo TPoGOPUOGEL TO PG OTIG OAAAYES TNG
DOPOG TNG NUEPAS, EITE Y10 SIUPOPETIKEG GLVONKES POTIGUOD, OTMG CHVVEPQ 1| [io amAn okioor).

Eixova 3: Avadeién twv epyaleiowv Nanite kar Lumen oto UES amo wcecftech

Beltiopévo tpdypoupio reEEPYucios Kol por) EPYOCIS

To Unreal Engine 5 gicdyet puo o0vOetn demapn enelepyosiag, pe otodY0 TN PEATIOON NG YPNOTIKOTNTOG KoL TG
amoteleouatikotnToc. H véa diemapn eivatl o TpOaKTIKN Kot QUAKT TPOC TOV PN OTH, ATAOTOIDOVTOS T lUdIKOC 0!
avanTuéng kol opadonoldvtag TiG Pacikés Asrtovpyieg kot Ta ddpopa epyoireia Tov yprotn. To mpdypappo
enekepyaciog mepthapuPdvel Tponyuévo, epyareia yio Ty e0KOAT dlayEiplon TV SGQOpmV apyEi®v TOL XPHOT,
OTMG AVTIKEIEVO, YPOPIKA GTOLYElD, AKOVOTIKA apyeia Kol yopaktipes. H opydvoon tov ypaeikdv ototyeiov
KOl 1] TAONYNON GTO YPOUQOIKO TEPPAALOV, EMITPEMEL GTOVG TPOYPOUUOTIOTEG VO EGTIALOVY TEPIGGOTEPO OTN|
SMUoVPYKOTNTA KOl AlyOTEPO GtV dlayeipion TV topwv. To avavempévo Tpoypappa eneéepyasiog vrootnpilel
emiong KoAOTEPT EVOOUATOOTN eEMTEPIKOV epYOrei®V, EMTPEMOVING £V MO EVEMKTO KOl TPOGAPUOGIUO
mepPdArov avdmtuéng. Avtéc ot Bertinoelg kdvouv 1o UES éva evéhcto epyaleio Oyt LOVO Y10 TPOYPOUUOTIOTEG
ToVIOIOV AL Kot Yo SNHovpyong 6€ GAAOVS KAAOOVS OV OTUTOVV 1oYVPA KOl OTOTEAEGHOTIKG epyaleio
onpovpyiog TPIoOEGTATOL KOl S1G01AGTATOV TEPLEYOUEVO.

MetaSounds

To MetaSounds givor éva wponyuévo nyocsvatnua wov gwenydn oto UES mov mapéyel 6Toug TPoypopLoTIoTEG
0AOKANPOUEVO ELEYYO TNG GYESIAONG NYOV. XPTNGILOTOIDVTOG VTO TO EPYOAEID UTOPOLV Ol TPOYPUUUATICTEG VO
glodyovv ddpopa apyela Mywv oto mpoypappatiotikd mepiPdirov tov UES o va to enelepyactodv pe
S10POPOVG TPOTOVE BVOAOYMG TV OVAYKDV TOL TTpdTLeKT. O1 TPOYPAUUATIGTES LTOPOVY VO GLVOEGOVY TOVG XOLS
Le ovykekpyéva yeyovota, kabmg Kot va 0picouy TNV TPOEAEVOT| TOVG , OTMG Y10 TAPAdELY L OO o onpelo 6T
YOPO TPOEPYETAL O MYOC Kol TO €idog avtov Tov Myov. To MetaSounds Aertovpyei mapopola pe éva
Tpoypopuuatilopevo mepPaAlov cuvieon YoV, OOV Ol TPOYPUUUNTIGTEG LITOPOVV Va, Ypdyouv Kot va, EAEYEoLY
TNV TOPOYOYT KoL TOV XEPLGHUO TOV YoV 1E DYNAO Pabud axpifelag. Avto To eninedo eAEyyOv 6T GTOXELD YOV
EMUTPEMEL O KAONAWMTIKES KOl SUVOLIKES YN TIKEC eumelpieg, COTIKNG GNUAGIOG Y10 T OT|LLOVPYit CLVAPTUCTIKMV
Kot peOMoTIK@V TepPordiovimv. Eite mpokeital yio moryvidl, €iTe Yo EIKOVIKN TOPOY®YT EITE Y10 S1LOPOCTIKY|
npocopoino, 1o MetaSounds Tpoc@Epet Ta EpYOLEiR TOV OTOUTOVVTOL Y10 VO EETEPACOVY TA OPLOL TG OYESINOTG

A

Nyov.

Evooudtmoon Quixel Megascans

To UES éyxel evoopotopévo 1o Quixel Megascans, 1o omoio givarl pio dwpedv PifAiodnkn n omoia mepiéyet pio
mAnfmpa and 3D croygin, 6Twg oKNVIKA oToLElR, YOPAKTPESG Kot AL TEPPAALOVTIKA AVTIKEILEVA TTOL UTOPEL
VO YPNOLULOTOICOVY Ol TPOYPOUUATIOTEG Y10, VO, SNUIOVPYACOVY TO YPuQikd meplPdilov mov embuuody pe
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TayOTNTO Kot evkoAia. OAo ovtd To. avTiKeEipevo givol anTOUATOC TPOYPOUUATIOUEVO £TOL OOTE Vo gival
(PMTOPENAIGTIKA Kol TO EMIMESO TNG TOLOTNTOG TOLG VA €lval EVKOAN TPOYPAUUATILONEVO. AVTO GMUOIVEL TAOC
pkpdtepeg etarpieg 1 ehevBepot emaryyelpatieg dev ypeltdleTorl va ONUOVPYNGOLY HOVOL TOVG VYNANG EVKPIVELNG
YPAPIKA GTOLYEID KOl UTOPOLV TG V. YAVTOGOVY TTOAD ¥povo kal yprpa. ‘Etol epdoov avtd to aviikeipeva
aAniemidpov pe To cHGTNHO POTIGLOV Kot eneEepyaciog Ypapwdv tov UES mov avagépbnkav tapamdve givar
TOAD €UKOAO GTNV YPNOT TOVS KoL OEV AMOLTOVV TPOYWPNUEVES YVADGELS TPOYPOUUOTIGHOD Kol EUMEPING 01N
oyedilaon YPupIK®OV.

IIpoktikéc spopuoyéc tov Unreal Engine 5

Ot dnuovpyoi tov UES anockomodsav otn dnuovpyio evog game developer engine 1o omoio Ha pmopovce va
VooTNPilel TOAAEG TAATOOPUES KOl GUGTHLOATA Y10 TNV GYESINON TOLVIOIDV. AKOUA OXeOAGTNKE, UE TETOLO
TPOTO, £TGL MGTE VO, UTOPEL va viroatnpilel TV dnuiovpyio TOAD ATUITNTIKOV GE DTOAOYIGTIKOVE TOPOVG TITA®Y,
oAAG axopo kol pukpotepa mpodtlekt. ‘Etor ot developers pmopovv va ypnowomomjcovv 1o UES v
TPOYPOUUUATIOUO GE OTOL0 TPOYPUUUATICTIKO TEPIPAALOV emBLUOLY aVTOT KOl VO SNULOVPYNGOLY Ta O Vil
TOVG, MGTE AVTO VO LTOGTNPILETOL OO TNV TAATPOPLLA TG ETAOYNG TOVS N AKO L, KOt OTd TOAALUTAEG TAATOOPLES,
omwg Windows, macOS , android k.0.x. 'Etot 0 mpoypoppoatiopds emtuyydvetot amd ToAmdTEPO VITOAOYIGTIKA
GULGTHLLOTO, £MG KOl GE GLGTILLOTO TEAELTOALOG TEYVOAOYING KOl UTOPEL VL GTOYEVEL GE £va VPV KOO M KOO KoL
Vo EMTPETEL IO Viol LETAED TOAAATADY TAatPopudV ( cross platform gaming).

Avamtvén oy vididv

Yy avantoén mayvididv, ot mponyuéveg dvvatdtreg tov UES emrpémovv i dmuovpyio eEopeticd
KOONAOTIKOV Kol OTTIKG eVTLTTOOIKGOV Toyvidimv. O cuvovooudg Nanite kou Lumen emtpénel 6tovg
TPOYPOULOATIOTEG VO TOPAYOVV AETTOUEPT TEPPAALOVTA UE PEAACTIKO POTIGUO, PEATUOVOVTIOG TI GUVOMK)|
eumelpio moryvidwon. To oyvpd epyoleio kal ot poég epyaciog Tov kvntipo efopaidvouy Tn oladikacio
AVATTUENG, EMTPEMOVTOC OTIC OMASEC VO €6TIALOVV GE OMLOVPYIKES TTLYEG KOl O)L GE TEYVIKOVG TEPLOPIGIOVG,.

Towvia ko Ewwovikn Hapayoyn

To UES ypnouomnoteitor emiong OA0 Kol TEPIGGOTEPO OTNV MUPUYDYN TOWIDV KOl OTTIKOV Tapaywydv. Ot
dUVaATOTNTEG OTOOOONG OE TPAYHOTIKO YPOVO EMTPETOVY GTOVG KIVIUATOYPAPIOTEG VOL OTTTIKOTOLOVV OKNVEG Kol
Vo KAVOLV TPOCUPUOYES €V KIVIOEL, LELOVOVTOG TOV YPOVO Kl TO KOGTOG TOV OYETILETAL e TIG TOPUSOCIOKESG
uebddovg mapaywyns. ‘Etol to vynhd eminedo Aemtouépelag kot o peoioudg mov emttvyyavetor pe to UES to
K0016TA 1Wavikd epyarelo yia T dNUOVPYIo OTTIKOV EQE KOl YPOPIKOV GKNVAV.

Apyitektovikn Ontikomoinon

Ot apy1TéKTOVEG KOl Ol GYESNGTEG UTOPOVV VO YPNCLOTONGOVV TIG duvatotnteg mov mapéyel to UES yuo v
dnuovpyios aLOeVTIKOY Kol HOVOSIKOV YPOPIK®OV oTolXEimv. Afvetal 1 duvoTOTNTA Yo TOV GYESoUO TOV
TOPOTAVD UE TN YPNON TEPITAOKNG YEOUETPIOG KOl QOTIGHOD, TA OToio €ivol EVIEAMG TPOCUPUOGILO KoL
dwxepionua and tovg mpoypappotiotés. H avlousioon tng €ukpiveldg tov ypagikodv eivar akduo Eva
TAEOVEKTNO, OV EMTPEMEL TNV ONUIOVPYIO YPOPIKOV GTOWEIOV avAAOYO HE TIC OSLOPOPETIKEG OMALTHOELS
emidoomng evog maryvidlov Kot oviioya pe 1o dbéoiuo enimedo vAGHIKOD ov dtabétovv ol ayopaotéc. 'Etol
UopoHV va, dnutovpyndovv SlopopeTIKG ETITESN GTIV TOLOTNTO TOV YPUPIKMDV.
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Amoondouoto Kot AvopopEc

-To Unreal Engine 5 oviummpocoomevel £vo, GNUOVTIKO GAUO TPOG TO EUTPOG OTNV TEYVOAOYiO, amOd0oNG OF
TPOYUATIKO Ypdvo, Waitepa Le TV elcay@yn tov Nanite kot tov Lumen, mov enttpénovy np@topavn emineda
LETTOUEPELOG KOl PEAMOTIKO QOTIGHO Ge Stadpaotikd mepiPdAloval.

-H evoopdtoon tov Unreal Engine 5 omv emomuoviky épevva avoiyel véeg duvatoOTNTEG Yo T1 dnpovpyio
eopeTikd AenTOpEP®V KAt S100PACTIKADV TPOGOUOLDGEMV, EMTPEMOVTAS GTOVG EPEVVITES VO OTTIKOTOI|GOVY KOl
va g&gpevvioovy cOvVOETo GHVOLN SES0UEVOV E TPOTOVE TTOL TPONYOLUEVMC HTAV OVEPIKTOL'.

-To mponyuévo civoro epyareimv tov Unreal Engine 5, cupmepirapfavopévov tov Nanite kot Lumen, Tapéyet
L0 IOYVPT TAATQOPLLO Yo TV aVATTUEN €QOprOYdY 3D LYNANG TIGTOTNTAG TOV EIVOL OTTTIKG EVTUTOOIUKEG KOl
BelticTomomuéveg yio v omddoon?®.

ZouTEPOoU.

To Unreal Engine 5 eivat éva guéhikto gpyaleio onpuovpyiog TpiodidioToTon Kot SIGO1AGTOTOV TEPLEYOUEVOD GE
TPAYUOTIKO ypovo. Ot mwponyuéveg duvatoOTNTEG TOV, OMMC 1 EIKOVIKN yemuetpios Nanite Kot O TOYKOGULOG
eotiopdg Lumen, emtpémovy GTOVEC TPOYPUUUOTIOTEG VO SNIUIOVPYOVY EEQUPETIKG AETTOUEPT KOl PEOAMGTIKG
nepfdilovta pe mpotogavy omddoon. O Peltimpévog emefepyactig kol To gpyoieio pong epyaciog
dlevkoAuvouy 1 dladikacio avartuéng, kadiotovrag to UES mpocsfdcyio og éva vpd @acua dSnUovpydv e
dupopovg KAdoovs. Eite mpokertan yio game development, gite yio onpovpyio KIVHOTOYPOQIKOV TOWVIDV EiTe
Y10 OPYLTEKTOVIKOVES GKOTOVG 1 OKOUA Y1 KGO0V €i00vg emtotnuoviky épgvva 10 UES mpoceépel péca oe éva
TOKETO OAOL TO amopoitnTa EPYOAEin Kot TIG OGLVOTOTNTEG TOL UTOPEL Vo YPENCTEL KATO0C Y10, AVTOVS TOVG
okomovg. Téhog pe v cvveyn eEEMEN g teyvoloyiag, £tat akorovBel kot to UES avth v eEéMEn, kabdg 1
dlxeploTplao eTaipior TPUYUATOTOLEL CLVEXDG VEEG avafabuioelg kot dlabétel ato Koo véeg exdoyég tov UES.

2.4 Anpovpyia 2d woyvidlov pe evempdtmon texvTilg vonuoovvig Al kot facikég teyvikég

H gpapuoyn g teyvntig vonuoovuvng o€ £va, matyviol 2D dpdong mhatdpuag mepthopupavel moAréc DepeMmoeig
TEYVIKES Y10 TN dnpovpyic EELTVEOV KO GUUTEPIPOPDV Y10 TOVG YOPUKTIPES TOV TALYVISIOV, OV Ba doKILAGoVY
TIG IKOVOTNTEG TOV TToUKTN-XPNOTH. AKoAovOOVV EEL PAGTKES TEXVIKEG TEXVNTIG VOTLOGHVIG TTOV YPT|CLLOTOLOVVTOL
ocuvnbwg og Tayvidw 2D dpdong TAatpdpuagc:

2.4.1 Mnyavéc nemepaopévng kataotaong (Finite State Machines) (FSM)

O1 ypfion v FSM omotelel pio facikn teyvikn vionoinong Al mov ypnoILonoleite yio Tov TPOGIIOPIGUO Kol
Tov éleyyo Tov un oaAnbov mawktov, niadn tov NPC yapoktipov. Mio FSM anoteleite amd Sidepopeg

6I1apanopnn:Rehn, A., & Zvvewopépovteg UE4Research. (2021). "Unreal Engine for Research."

TTopamounn:Smith, J., & Doe, A. (2022). "E&elitelc otnv anddoomn oe Tpoypotiko xpovo e to Unreal Engine
5." Journal of Computer Graphics and Interactive Techniques, 18(3), 45-60.

8Mapamopmy: Thompson, R., & Williams, L. (2021). "E&egpedhvnon tov duvatotitev tov Unreal Engine 5 yio
onuovpyia 3D mepieyopévou.” International Journal of Digital Content Technology and its Applications, 15(4),
30-42.
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KOTAOTACELS OV YPilel O TOIKTNG KOl OTOTEAOVY TO GUVOAO TG cvumepipopdg tov NPC. Avoddymg pe tov
TPOYPUUUATICUO VTEC O KOTOGTAGELG EVOALAGGOVTOL Kot £T01 0AAGLEL Ko 1 svumepipopd Tov NPC, kabhg kabe
pio katdotaor eivor kot pio SopopeTIKT GLUTEPLPOPE OV EYEL TPOYPaUpOTIoTEL 0md Tovg developers. Avtég ot
KOTOGTACELS UTOPEL VAL EIvVOL V1o TOPAOELY UM, TO TEPTATNLLA, 1) TEPUTOAI, 1 akivynGio 1 1) exibeom Kol OTIONTOTE
AN mpaén €xet oxetel o onpovpyds Tov NPC avoldymg tov avaykdv tov maryvidiod. Ot petafdoelg petasd
QVTOV TOV KATACTACEMV TPUYUATOTO0VVTOL pe PBdon Kamowov mpobmobécewv - cuvOnkmv mov xel Béon o
developer. Xto motyvidor ue Al to FSM eivorl baitepa yprioyior yioo TV €Qoproyn omAdv Kot tpoPfAEyipumy
ocvunepipopmv. Kdbe xatdotoon evoopatdvel pio GUYKEKPYEVT] GUUTEPLPOPA Kot Ol peTAPAcels LeTtald TV
KOTOGTACEMY EVEPYOTOLOVVTOL OO YEYOVOTA 1| cuvOnKeg evtog tov mayvidlod. o mapddetypa, évag exbpog
pmopel vo mepimodel po weployn (Katdotaon meputorag) uéypt va evtomicet Tov maiktn (LETAPOOT GE KATAGTAOT)
Katadiowéng) ko petd va emtebel otav Ppioketor oe guférera (petdPfoon oe Katdotaon eniBeong). Ta FSM
UTopohV VoL OTTIKOTOMOOVV (¢ KATELBVVOUEVO YPAPN LA, OOV Ol KOUPOL OVTITPOCSHOTEVOLY KUTOGTAGELS KOt Ol
OKUEG AVTUTPOCOTELOLY HETOPAcELS. AVTH 1 onttiKomoinon BonBd 6To GYeEdIAGIO KOl TOV EVIOTIGUO COOALATMV
CUUTEPIPOPDV TEYVNTNG VONIOGUVNG KAVOVTOG TN AOYIKH GOQT| Kol EDKOAN 6TNV Tapakoiovdnen. Eva FSM yia
o amAn ex0pikn teXVNTA VONMUOGLVN Umopel vo, TeEpIAapPAveEl KOTaoTAGES Onwg «Adpdaveloy, «Ilepumoiion,
«Katadioén» kar «EniBeony». Ot petafdoelg petald ovtdv tov katactdoemv Paciloviar og cuvOrkeg OTmg M
OTOCTOCT) TOL TOUKTT, 1) OTTTIKY YOVIO KOl 1] KATAGTAOT TNG LYElag Tov. Avth 1 apBp@t TpocEyyion emtTpénet
TNV €0KOAT EMEKTACT] KOl TPOTOTOINGT] TMV CUUTEPLPOP®V KaBMG e&gdiooetan To mayvidl. H opopeid g xpnong
[erepacpévov Mnyavov Kataotdoewv (Finite State Machines) oty tevn) vonuocsivn tov Brvteomayvidimv
gykertal oty amhomTd toug Kot v gveléio tove. [apéyovv évav EexdBapo Kot opyavouévo Tpdmo Yo, TovV
oplopd Kot T dwaxeipion cHvleTmV cuumeptpop®dv Yia Tovus yapaktpeg NPC. Me 1o va yopiletor  coumepipopd
tov NPC og kataotdosls, HETOPAGELS KOl EVEPYELEG, Ol TPOYPOUUUOTIGTES LITOPOVY EVKOAL VO, TPOTOTOINGOVY KOl
VOl EMEKTEIVOLV TO GOGTN O TEXVNTIG VONLOGUVNG Y®PIG va ypelocTel va Eavaypdyouy peydlo LEPT TOL KMOK"
(Moments Log, 2023). Avti] 1 apBpmT TPOCEYYIoN EMTPENEL ENIONG TNV EVKOATN ATOGPUAUATMOGT Kot SOKIN,
KoOD¢ KdOe KATAGTUOTN AVTITPOCMTEDEL UI0L GUYKEKPILEVT] GUUTEPIPOPA, KAVOVTOS EVKOADTEPT] TNV ATOUOVEOGCT

KoL aveAven Toyov TpopAnudtav’.

2.4.2 AkyoprOpor gvpeong povoratiov - Pathfinding Algorithms

O1 aAkyopBpot bpeong povomatidv etvorl Kpicyot yia va 8itvouv T duvatdTnTo 6TOVG YOPUKTIPES TNS TEXVNTIG
VOMUOGUVIG VO, TEPINYOVVIOL OTOTEAECUATIKA GTOV KOGUO TOV ToyVIOoD, Omo@ehyovtag To gumddlo Kot
Bpioxovtog T cvvropdTepn Sadpor| TPog Tov TPooptod Tove. Ot akyopifrot edpeons povomatidv dnwg o A*
elvar amapaitmtol oto moryviot Al yuo v €0peon ™G cLVTOUOTEPNC dadpoung HeTa&d dVvo onueinv e éva
nepPdAirov mov Pacileron oe mAéypa. To A* Aettovpyel cuvoLALOVTAG TO TPAYUOTIKO KOGTOC Yo TNV emitevén
evog KOUPOL KoL TO EKTIHMUEVO KOGTOG Y10l TOV GTOY0, O10.6QUAILoVTAG TOCO T €0pecT TG PEATIOTNG S1dpOUNS
660 Kot TNV anotehecpotikoTTa. To A* givar Wiaitepa amoTeEAEGLOTIKG ENEION YPNCIUOTOLEL EVOL EVPETNPLO Ya
va kaBoonynoet v avadntnorn, divoviag TpoTepaldTNTo G LOVOTATIO TOV GOIVOVTOL IO EATOOPOPA. AVTO TO
gVPETNPLO Eivor kpico oe peydro N moAdTAOKa TEPIPAriovTa 6mov ot e&aviintikég pébodot avaltmong Oa nrav
VTOAOYIGTIKA amaryopevtikéc. H duvaun tov akyopibpov A* éykertal oty wovotntd tov va e€lcoppomnel 10
KOGTOG SLOOPOUNG KoL TIG EVPETNPLOKEG EKTIUNCELS, KOOIGTOVTOG TOV TAVTOXPOVO TANPN Kot PEATIOTO. AVT 1
eopporia enttpénel otov A* vo PpicKeL TO GUVTOUOTEPO LOVOTTATL ATOTEAEGLLOTIKG, QKON KOl GE SUVOUIKO Kol
noAOTAOKA TEPIPAAAOVTA. XPNOIUOTOIDVTAS 10 OVPE TPOTEPOLOTNTAG YO T OLUYEIPIOT AVOLXTOV KOUP@V Kot
EVILLEPMDVOVTOG SUVOUIKA TO KOGTOG S1a0pO UG, TO0 A™* dtacparilel 0Tt mpmTa Ba SiepeuvnBovv o1 o VITOGYOUEVES
SLOPOUES, LEIDVOVTOC CIUOVTIKG ToV aplfud tov kOppov mov npénel va a&toAoynbodv. H ebpeon dwadpoung
(pathfinding) ota moyvidww cvyvd Paciletor oe peBoddovg pe mAEYpOTE, OTOV Ol YOPUKTNPEG TPEMEL VO
nepmynbovv péca amd pia oepd kouPov. AAyopuol OTmg 0 A* TPOTILOVTOL AOY®D NG KAVOTNTAG TOVG Vi
Bpiokovv tn cuvtopdtepn Stadpoun, SrayelptloHeVOl OMOTEAEGUATIKA TOVG VITOAOYIGTIKOVG TOpovs. O A* givan

OMapanopnn:Moments Log. (2023). "State Pattern in Video Game Al: Finite State Machines."
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1010{TEPO ATOTEAEGLLATIKOG EMELDN YPTCUYLOTOLEL EVOV ELPETIKO 001 Y0 Y10 TNV avaliTnon, divovTag TpoTEPUIOTI T
og S108popEG OV PaivovTon o EATIS0POPeC™.

2.4.3 Aévopo. ovumeproopds — Behavior trees

Ta dévtpa cvumepLPopds TaPEXOLV Hia EDEMKTT Kot lepapyikn dopn| yia Tov kabopiopd chvleTmv cupmeptpopmdv
YAPOKTHP®V, KOOIGTOVTOS TO. piio TponyUéVT evarraktiky A0on ota FSM. Ta dévipa cupmepipopic TpoGeEPOVY
o opfpmtn Kol EMEKTAGIUN TPOGEYYIon o100 oyedacud cvumepipopds Al Kabe wkoéppog oe éva dévipo
GUUTEPLPOPAS OVIUTPOCHOTEVEL U0 €PYOGio. 1 MO AmOQOCY], EMTPEMOVIONG GTOVG TPOYPOLUOATIOTEG VL
dnuovpynoovy cOVOETEC GLUTEPLPOPES cuvdLAlovTaG OmAEg evépyeleg. Avth 1 evedéio kabioTtd T dévipa
GUUTEPLPOPAS TTOAD ETOVOYPNCULOTO GO Kot E0KOAN 6T Otayeipiomn. Ot kopPot pong eEAEYXoL OTmG ol EMAOYELS
KoL 01 aKoAOVBiEG EMTPETOVY TOV OPIGUO 1EPAPYIKNG GUUTEPLPOPAS. Ot emAoyeig emtpémovy oto Al va emAééet
HeTAED SUPOPETIKMOV EVEPYEIDV PAGEL GLVONKDOV, VD 01 akoAovdieg ekTELODV L0 GEIPE EVEPYEIDVY LE T1| GELPA.
Avtol o1 kopPor eléyyov Tapéyovv £va 1oYLPO TAAIGLO Yo TN OloYEIPIoT GUVOET®V CUUTEPIPOPDV TEXVNTNG
vonuoovvng. Ta O&vipa GUUTEPIPOPAC MTAV AVOTOCTAGTO Yo TN OWEIPIon NG TOALTAOKOTNTUG TV
ocvunepipopmv Al oto Halo 2. Emupémovv cageig kot dtatnpnoipovg optopovg g Aoyikng Al, émov kdbe
CLUTEPLPOPA AVOADETOL GE JLOYEIPICILES EPYACIEC. AVTH 1 LEPUPYIKT dOUN EXETPEYE TNV OVATTLEN SVVOIKNAG KoL
OVTOTOKPIVOLEVNG TEYVNTNG Vonuoovvng. H ypnon tov dévipmv GUUTEPLPOPAS OEVKOAVVE TN OnpovpYic
eEelMypévav ocoumeplpopdv tov gxfpov mov Bo PTopovGAV Vo TPOGAPUOGTOLV OTIS HETOPOAAOUEVEG GLUVONKES
oL VIooD. Zovovalovtag Pacikég epyacieq o€ GLUTEPLPOPEG LYNAOTEPOL emmédov, T0 Al umopovce va
avromokpBel Eumva oTIg evEPYElEg TOL TaKTN, PEATIOVOVTOG Tr GLVOAKY eumelpia moryvidov. Ta dévipa
ocoumeplpopds (behavior trees) mpoceépovv o apfpmt Kot KAUOKOOUEVY]) TPOGEYYION GTOV GYEOOCUO
GLUTEPLPOPAS TNE TEXVITNG VoM ochvic. Kabe koufoc oe éva 0EvTpo GUUTEPIPOPAS OVTITPOCMTEVEL LI, EPYOCTOL
N OTOPAGT), EMTPETOVTOG GTOVG TPOYPAUUATIGTEG VO dNLOVPYOoDV cOVOETEG CLUTEPLPOPES GLVOVALOVTAG ATTAES
evépyeleg. Avti 1 apBpetdmTa KaB1GTA TO SEVTPO CLUUTEPIPOPAC EENPETIKG ETAVOYPNCILOTOMGILE KO EVKOAL
ot doyeipiont.

2.4.4. ATo@uy1 gumodimv

O1 teyviég amopuyng eumodiov sivan {wtikhg onpaciog ya ™ Aettovpyia tov yopoktipov Al Etvor moid
onuavtikd Ta NPC va uropodv va kivndodv 6Tov ydpo He PEAIGTIKO TPOTO Kot aAnfo@avn, yopig va YaAave tnv
eumeilpio Tov oy vId1ov Tov ToikTn Kévovtag yalés kKivinoelg. H amopuyn epmodiov eivat éva Kpioto KoppdTt g
pealoTikng kivnong oto mayvidla. Texvikég Onmg o aktvooyedioopdg (raytracing) Kot Ol GUUTEPLPOPES
TAOYNONG EMTPEMOVY GTOVG YopakTipeg Al va aviyvedovv Kot va mepinyohvtal YOPw amd gUTOdO SUVOLIKA,
IMUIOVPYDOVTAG £vay TT0 KAONA®TIKO Kol TOTELTO KOGHO oy vidldy. Ot GUUTEPIPOPEC TAONYNONG UTOPOLV VaL
oLVOLOCTOVV Yo Vo dNUIOVPYHRcoVY ToAVTAOKE HoTifa kivinong. o mapdderypa, £vag xopaxTipag UTopel va
YPNOUYOTOINGEL VOV GLVOVACIO GUUTEPLPOPDY ava)TNOTG, PVYNG KoL AmoPLYNG EUTOdimV Yo va, tepinynOei o
éva Tolvovyvaoto mePPdAlov eved emdunkel Evav otoyo. H amoteleouatikn anopuyn epmodiov omattel tnv
evooudtoon aiyopiBuwv aviyvevong cvykpovong kot dievbvvong. Or pébodol mpdPreyns, OTmMG OLTEG TOL
Bacilovtol otnv TodTNTO KOl TNV TPOYLO, ETLTPETOVY GTOVE YOPUKTNPEC VO TPOPAETOVY KOl VO, AVTIOPOLY GE
EUMOOI0. GE TTPAYUATIKO Ypdvo, eEacporilovtog opodn kol peaiotikny thonynon. O cuvovacuoc TOAAATADY
TEYVIKOV OTOQVYNG, OO 1 SLVOULKT TPOGAPUOYN SLOSOPOUNG KOl TO TOTIKO TILOVL, UTOPEL va. PEATIOOEL TV
oTipapotnTa TG Kivnoeng g texvntg VONUOGOVIG, GIOTPETOVTAG TOVG YOPOKTAPES OO TO VO KOAAGOVV 1| Vo
TOPOVGIAGOVY APHGIKES CLUTEPIPOPES. H amopuyn epumodimv eivat £va KpioILo GTot Elo Yl T PEOAGTIKY Kivion
oto oy viola. Teyvikég OTmg To raycasting Kot 01 GOUTEPLUPOPES TAOTYNoNG (steering behaviors) exttpémovy 6ToLE

10IMoparounn: LaValle, S. M. (2006). Planning Algorithms. Cambridge University Press.

11apomopny: Champandard, A. J. (2007). AI Game Development: Synthetic Creatures with Learning and
Reactive Behaviors. New Riders.
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YOPOKTAPEG TNG TEYVNTNG VONUOCLVNG VO OVIYVEDOLUV KOl VO TAONYOOVIOL YOp® OmO EUTOdD OLVOLKD,
dnuovpydvtag &vay mo KaOnAoTikd kot aAnfo@av kOGO moryvidiont?,

2.4.5.Ep@avien ex0p®v kot poOpion dvckoriog

H dvvapikn epedvion-dnpovpyia xfpadv kot 1 KApdkwon g duokoriag etvat amapaitnta yio tn dtotipnon g
1GOPPOTIaG TOL TOLXVIOOL KOl TNG TPOCHAMGCNG TOV TOUKTMOV, Oc@oAloviog OTL TO molyvidl TOpapEVEL
amontnTikd oAAd dikato. H mpocappoyn duvapkng suokoriag (DDA) eivar pia Pacikn texvikn yio ) dtotnpnon
g apocimong tov tukt®v. [Ipocappolovtag ) duokora Tov mayvidlov pe Bdon v amddoon Tov maiKT, ot
TPOYPUUUATICTEG UTOPOVV VOl S10.GQPAAICOVY OTL TO EMIMEDO TPOKANGONG TAPOUEVEL KATAAANAO, PEATIDVOVTOG T
ouvolikn| eumepia Tov maiktn. To cvoTipaTe avorapay®yNs Tov £x0pod uropohv va ¥pNoLOTOMGoVY d18POopeS
TOPOUETPOVG, OTT®G 1M Tomobeciot Tov moikTn, 1M TPEYOLGO VYElo Kol M TPAOSOG TOV TALXVIOOD, Yo V.
dnuiovpyncovy dvvapkd xBpods. Avtd dtac@orilel 6TL To ToLVIdl TOPAUEVEL TPOKANTIKO KOl opOPAETTO,
KpOTMOVTOG TOVS TTaiKTeG 6€ €ypriyopon. Ta cuotipata Suvapkng Tpocapoyns suokoiiag (DDA) ypnoiponotovv
Ta. 5dopEVH amdOO0oTG TOV TAKTN Y10 VO, TPOCUPUOGOVV THV EUTEIPIN TOV TOLYVIOOD GE TPUYUATIKO ¥pdvo. AvTh
1N TPOGEYYIoT OYL LOVO KPOTA TOVG TAIKTES OPOCIOUEVOVS, OAAG BonBd emiong TNV TPOGAPLOYT EVOG EVPVTEPOV
Qaouatog emuméoov defloTTev, KobloTdviag T0 Toyvidt mpooPacilo ot mePLecOTEPOVE Toikteg. Ta
amotelecuatikd cuothuate DDA mopakolovBovv Sidepopeg LETPNGEIS, OTTMG M VYEID TOV TOUKT®V, T0, TOGOGTA
EMTLYIOG KOL O XPOVOG TOV OTTOLTELTOL Y10 TNV OAOKANPMOT] TOV EPYOCUDV, Y10 VO TPOGOUPUOGOVY SVVOULKE TN
duaoKoAia TOV Ly VId10V. AVTOG 0 PPOYOG OVASPUCT|G OE TPUYUATIKO ¥pOvo Bon0d otn Slatpnon Hog EAKVGTIKNG
Kol 1ooppomnpuévng epmelpiog maryvidov. H dvvapikn tpocappoyn svskoiiog (Dynamic Difficulty Adjustment -
DDA) Bonfd ot dtatipnon tov evOlpEPOVTOS TOV TAKTMV, TPOGAPUOLOVTOS TNV TPOKANGT TOL oL VIO0D UE
Baon v anddoomn Tovg. Avtd umopei va mephapuBavel TNy Tpomonoinct tov pubpod eppdviong tov exfpdv, e
vyelog Toug 1} TV potifov enifeong og mpoypaTid xpovo™s,

Xounépocua

Yvumepacpotikd, n avartuén evog 2D action platformer pe ™ ypiomn tov Unreal Engine 5 kot pe tv a&lomoinon
g C++ etvon pia otpotnykn emioyn mov gvbuvypappiletor Tdco pe Tig Ppayvmpodecues avdykeg Tov Epyov 0G0
Kot pe T pokponpdBecun avamtuén kot EEMEN Tov. O cLVILOCUOG TPOGPEPEL Ui IOYVPT EPYOLELOBNKN Yo TN
dnuovpyio TALVISIOV VYNANG TOLOTNTOC, OTOTEAEGLOTIKOTNTAG Kol UE TOAAEG duvatotnteg avafaduong. H
gveM&ia ot ypnon toéco e C++ 6c0 Kot twv Blueprintstng UES, | vrootpién yio ypapikd vyning moldtntag
Kot 1 SuVaTOTNTA OVATTLENG Y10 TOAAUTAEG TAUTPOPUES fval Hepikd PoVo omd TO TOAAG TAEOVEKTILLOTO TTOV
kavouv to. UES xar C++ v 18avikn €mA0yn yioo TNV avVOTTLEN Toyvididv. Avti M TPocEyyion Oyt HoOvo
Sto@oAilel g opaAr] Kot ypinyopr mopeion avamtuéng, aAld emiong divel tnv duvatdtnto dnpovpyiag evog
ETOLLOTOPAO0TOV T VIOOD GTNV OYOPa EPYUCING.

12TTapomounny: Reynolds, C. W. (1987). Flocks, Herds, and Schools: A Distributed Behavioral Model. ACM
SIGGRAPH Computer Graphics.

13MMopamounf: Adams, E., & Rollings, A. (2006). Fundamentals of Game Design. Prentice Hall.
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Evotnro 3"

3. MeBodoroyia onuovpyiag 2d action platformer

H onpovpyia evog 2D action platformer mepihapfavel Evav cuvovacpd onpovpykod oyedacpov, delottov
TPOYPOUUUATICUOD KOl KATAVONONG TV EpYoreinv avdmtuéng maryvidiwv. To Unreal Engine 5, oe cuvdvacud pe
™ OOvoun g C++, mapéyel éva oyvupd TAOIGIO Yo TNV avATTLEN TETOLOV TOLYVIOUDV. XTI TOPOKATM
vroevotnteg mov Ba akoilovBrcovv Bo avapepbel Prina Prpo n pebodoroyio mov akorovBrfnke ywo v
dnuovpyia Tov Toryvidtov 2d action platformer pe TNV EVOOUATOON AEITOLPYIOV TEXVNTHG VO LOGVVNG,.

3.1. ZOAMYN Kol 6YE010G OGS TALYVIOLOD

To apyikd otédlo ot dnuovpyio Kabe Taryvidod ELOIKA eivar 1 GOAANYN TOL TALYVIOOL GTO HLOAD TOL
OYEOL0OTY] KO 1] OOTUTIMGT] TOL YEVIKOD TAGVOL 1) dAMMG TG YeEVIKTG katehBuvong mov BEAeL va akolovBceL o
oYE0100TIG OTO ULOAO TOV, TPOPOPIKA 1 ypamtd. H @don avimtuéng g 10éag eivar kpicyun kabog Bétet ta
Oegpéha yioo oAokAnpo to £épyo. Ileptlaufdver onpovpylkny okéym, eumelpio. TAV® O©TOV KOGHO TOV
Brteomaryvidudv, Katavonon g {tnong g agopdg tov gaming kot KBopIoUd TV PAGIKOV UNYOVIGU®V Kot
YAPOUKTNPICTIKOV TOV B0l KAVOLV TO TTatyvidl LoVadIKO Kol GUVOPTOCTIKO. X€ QLT TNV TEPITTOOCT] 0 GKOTOG TNG
OMA®UOTIKNG ivorl 1 avadelln Aettovpyudv TeXVNTNG VONUOGUVG, £E0TvNG aAANAenidpaong e To TepBaiiov
Kol TPOoGapUOCTIKNG dvokoAriog. 'Etot divovtag éueacn oe avtég Tig mruyég dnuovpynbnke éva 2d action
platformer mayvidi, 6mwov o Npwag moAepdel kot aAANAETIOPA pe exOpikég NPC povadeg Al aAld kat pe T0 GUEGO
neptdilov tov. Xto mepPdAlov vrdpyovv mayideg aAAG KOl OKOAES Kol TANTQOPLES TIC Omoieg pmopel vo
a&10TOMoEL 0 TOUKTNG Yo Vo, EMLTOYEL TOVG 6TOYoVG Tov. To maryvidl amoteAeite amd 3 dopopeTikd emineda
dvuokoiiag, ota omoia ot gxfpoi yivoviatl TpoodevTicd SuvaTOTEPOL.

3.2 Epyaieia Avantoéng kot [epipdariov

3.2.1 Emwokonnon Unreal Engine 5

To endpevo 6TAd10 €ivol 1) ETIAOYT TOV TPOYPUUUATIOTIKOD TEPIPAALOVTOC TTAV® 6TO 0moio B mpaypotomon el
N viomoinon tov moyvidd. Onwmg €xet avapepfel Kol TNV TPONYOVLEVT] EVOTNTA YO TNV EKTOVNON TNG
SMA®UOTIKAG AL TG emA&yOnke wg epyareio to UES , kabmg mpoceépet pio mindmpa cuomudtev wov fonbovv
Tépa TOAD TOVG GYESINOTES, TAPEXOVTAS TOALA dMPEAV EpYUAEin OMLLOVPYING YPAPIKDVY, YOV Kol poTIcHoV. To
Unreal Engine 5 mpoc@épet vepotyypova, epyaleio Kot SuvaToTNTEG OV PEATIOVOLY GMUOVTIKA TN Sladkacio
avamtuéng tov matyviotov. Ot véeg teyvoroyiec Nanite kot Lumen enitpémovy Tp@topavn eninedo AETTOUEPELNG
KOl PEAAIGLLOD QOTICUOV, KAOIGTMVTAG TO 100VIKT EMAOYT T000 Yo oy vidla 3D dco kot yuo 2D. 'Eva akdpa atod
QUTAG TNV UNYavig elvar  xpnomn ™ CH o¢ YADGGOC avapopic TOL EVIEIKVLTAL Y10, TOV GYEOIAGILO TOLYVIOIDV,
omwg emiong £xel avapepbel oty evomra 2. H e€oikeimwon pe to Tpoypoppatiotiko teptPdiiov NTav évo amd ta
O OOKIUAOTIKG KOUUATIO TNG EPYACIOG KOl OmOiTnoe PEYAAO Ypovikd ddotnua yio vo mpoaypotonomdel. H
e€owkeimomn £ywve HEGO TOV GLVEXDY SOKIUMV TOV TTparypatonombnkav v oto mepipdirov tov UES, dote va
amoktnOel éva kol eninedo yvmong xepiopov Tov editor, Tov blueprints kot dOhov TV epyodeiov tov UES. Hrtav
amopaitnTn 1 ekuddnon Pacikdv YVOCEDV GYESNONC YPAPIKDY DTOAOYIOTH OAAG Kot 1 EKuabnon OAwv Tmv
KAdoemv blueprints kot T@V AvTIKEWEVOVY TOVG TOV eivar (OTIKNG GNUAGIOG Y10 TV DAOTOINGT TOV GUUTEPLPOPDV
TOV TaiyTN.
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3.2.2 Ohoxkinpopévo Avontoéroxo IHeprpairov (IDE)

To Visual Studio ypnoiponomdnke og oloxkinpouévo mepipdiiov avantoéng (IDE) yio mpoypoppatiopd ot
evtomopd opoipdtov. To yopoKTNPIeTIKd ToL Kot 1) €0KOAN evompdtmor] Tov pe to UES 1o kabiotovv pia
TPOTILMEVT EMAOYN Y10, TOLG TPOYPUUUATIOTEG Ty vidldv. To Visual Studio mapéyet ohokAnpopéva epyaieia
Y10 TPOYPALUATIGUO, EVIOTIGUO GOOAUATOV Kol EAEYYO £KO0GTG, Ta omoia ival amapaitnTa yio pie BEATiopéVN
dwdwkacia avantuéne. H evoopdtoon tov pe v Unreal Engine digukoAdvel TV OmOTELEGUOTIKY AVATTLEN
TOLYVIOIDV.

3.3 Avwdkacio avarTuEng TarvVior@v

3.3.1 llpoTtotvmomoinon

H dwdkacio avarntuéng Eexivnoe pe ) onovpyia evog Pacikod TP®MTOTOIOV Yo TN SOKIUN TOV POCIKMOV
UNYOVICUOV TOL oy violov. Avtd mepthauPave Pacikn kivion Tov moiktn, GANOTO Kol GAANAETIOpOCT LE TO
nepBdAlov. Duoikd 1o TePPEALov OV YPNGIULOTOONKE Yol TIG SOKIUEG OEV NTAV TO TPAYUATIKO EMIMESO TOV
TOLVIO0V, KaBdC ovTod gV elye vVAOTOMOEL axdpa, AAAL £VO, SOKLUAGTIKO OV TapéyeTol antopata amd to UES.
Eniong ovte 0 1d10g 0 maikng eiye povreAomomBel ko ypnopomombnke Evog NN LILAPYOV YOPAKTAPAS TNG
unyovig. H dnpovpyia Tpototdmimy eivat pio ETovaAnTTiKy Sladkocio Tov ENLTPETEL GTOVG TPOYPUUUATIOTEG VO
SOKILAGOVY KOl VO BEATIOGOVY T1 UNYOVIKT TOV T Vidlo0 vopic otov kiKkio avamtuéne. Bonbd otov eviomiouo
mOovOV TPoPANUAT®V Kot 6T BEATIOON TOV IO VOO0 TPV EEKIVIGEL 1] AvVATTTLEN TAPOVG KATLOKAG.

relo close, use highlighted keys to toggle categories Time: 86.26s Debug actorP_Enemy
ssagesTab:Spectator

Blackhoard (asset BBM :

HasLineOfSightialse
—— ... MoveToLocationX=976.560 Y=2052.765 Z=7.196
9170 1296504198 StatBafachoriiy Enent9_C_UAID_0BBFCI1 F68B2431801_1174130308
TargetActorNone

[ 9% ]
C_Enemy_C_(BP_Enemy_C_UAIDPO88FC31F68824231801 1174130308

remaining: 3. 461826s

3.3.2 Xyeowaopdg yopaxtpov(Sprites) koa kivnowioyiog (flipbooks)

Ta sprites, 6T®g 0VOUALOVTOL Ol EIKOVEG TV YOLPOUKTAP®V OMovpyninkay ypnoponowwvtag to Adobe Photoshop
Kol Ol KivnoloAoyio, Tovg vAomomdnkay ypnotponowwvtag to epyoireio kivnong tov UES. O otdyoc Ntav
dnuovpyio PELOTOV Kol OVTOTOKPIVOUEV®V KivicewV yapaxtipwv. To Photoshop givat éva 1oyvpd epyoieio yuo
™ onuovpyio. Ypoeikdv otolyeinv moyvididv, taitepa ywo. 2D sprites. Emitpénet otovg oyediactéc vo
oYEAALOVY YPUPIKA e TOAAEG AETTOUEPELEG KO VO, TPOGOIO0VY KIVIGELS 1OV {mVTaVEDOVY TOLE Yopaktnpec. Ta
gpyoreia Kivodpevav eikovav Tov UES mapéyovv éva ioyvpd mhaicto yia tn dnpiovpyio TOAVTAOK®V KIVOOUEVHOV
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ewovoy yopoktnpov. [Ipocepépovv o oepd omd Aettovpyieg Yo avapelln, onpovpyio oAAniovyiog kot
Bedtinong KIVOOUEVOV EIKOVOV Y10 TNV EMITEVEN OUOADY KOl PEAIGTIKMDY KIVI|GEDV.

3.3.3 Xyediaon emmédmv

Ta enineda oyeddonkav ypnoonoldviag tov eneepyaotr emmédov tov UES, gotidloviag ot dnpovpyia
OTOITNTIKOV KOl GUVOPTOCTIKOV eMTES®V TAUTPOpUaS. O oyedlacpog meptlauPoave odpopa eumddo,
mhotedppes kot tomobetnoelg exfpmdv. H oxedioon tov emmédov amoitohce apketn Swxeipion OAwv ToV
YPAPIK®OV GTOLXEI®V, OTOG 1] COGTN ONLOVPYIN TOV SGTAGEMY, 1) TOTOHETNGT TOVG GTOV YMPO KOl 1] ATOTHTWGT
™G VAN vtooTaong(collision) whve og avtd. O oyedloopdg TOL EMTESOL elval Pia Kpiotun Uy TNG AVATTUENG
oL VIOLOV OV GLVOVALEL TNV TEYXVN, TNV OPYLTEKTOVIKT] Kat To Ttayvidt. Ilepthapfavet ) onpovpyio ydpwv mov
dev gival povo omTikd EAKLOTIKOL OAAG TOPEYOLY EMIONG L0 SIOIOKEDOCTIKT KOl TPOKANTIKY EUTELPI Y10 TOVG
naikteg. H Awodwkaotikny Anpovpyia [epieyopévov (PCG) givar pio onpovtikn péodog mov ypnolonoteital yio
10 oyedoopd emmédwv yio 2D platformers. Iepthapfdvel T onpovpyio mepieyopévov maryvidod akyoptpukd
ue ehdyom avOpomivn moapéuPacn. To PCG eivar 1daitepa ¥pcito yio tn SNUovpyio. Sl0QOPETIKOV Kot
LOVOOIKOV EMmEO®VY, TN UEI®ON TOL ¥pdvov ovamTuENg Kol T Peitioon g duvatdtnrag ovarapaywyns. H
TPOKANGON EyKettat ot dnuovpyio akyopibpmy mov Topdyovy eninedo mov Oyt Lovo umopoHv va aélorombovy
OO TOLG TaiyTeS OAAG KOl GUVOPTOOCTIKA Kol Tolkida. Mo mpocéyyion yio amotelecpatikdé PCG oe 2D
platformers givonr 1 evoopdtwon tov pvOuov (rhythm) kot g emavéinyng, dtaceaiilovtag OTL Ta TOPAYOUEVOL
enminedo olatnpody Lo 1oppomion peTa&d mpoPreyoTNTOC Kot Kovotopiog yioo vo dtarnpnOel 1o mouyvidt
evolapépov. O puBudg oty Gyediaon eMmMES®V £VOG TOLYVIOOD AVOPEPETE GTOV XPOVO KOl TNV AmOGTAGT TOL
TPEMEL VAL OLOVOGEL EVOG TTOIKTNG EVTOG TTOLYVIOIOD Y10 VO GUVOAVTHGEL TV EMOUEVT ovTapolPn 1 duvokolia. ‘Evag
KkaAdg puOudc oe éva 2D action platforrmer opilete avtodg TOL TPOGHIdEL Uick OHAAOTNTA GTOV PLOUO TTOV €vag
ToiKTNG avTIeTOTIEL SLoKOAIEG GTNV TOTA ALY VIS0V Kol GTO, LETAED OOAEIUIATO TOV UTOPEl Vo ETavamovTel
KoL Vo, ElTTPAEEL avTopolPBEG 1 ¥poOvo EEKoVPAOTG. AVTO LELDVEL TOV EKVEVPICUO TOL TTOLYTY Kot OEV TOV KOLPAlel
VONTIKG LLE OOTEAEGLOL TO TOLLYVIOL VOL YIVETOL IO ATOANVGTIKG KOl AyOTEPO EKVELPIOTIKO. 'Epguveg delyvouv mtmg
01 GYEJICELG TOLYVISI®V OV €lval BUCIGUEVEG GTOV PLOLO TOL T VIS0V, TOV AVAADOLV TIG KIVIGELG TO TTOYTY
KoL EVEOUATOVOLY puOukd potifa Pedtidvouy v eumelpio mayvidtov. Xta 2D platformers, 1 kabapn omtikn
oyedlaon eivor {otikng onuociog. Ta omtkd otoyeio Oa mpémel va kabBodnyovv Tov maikt docOnTikd 6to
eninedo. Ot TAATQOPLESG, Ol KIVOLVOL Kol T0 GUAAEKTIKA OVTIKEIUEVA TPETEL VO, dlakpivovTol evkoAa. Ta omwtikd
€PE UMOPOVV EMIONG VA EVOOUAT®OOVV Y1o Vo BEATIOCOVV TO oy vidl TopEYovTag ool Kot PEATIOVOVTOG TN
GLUVOMKY oeONTIKN gpeavion. o mapddetypa, SIOPOPETIKA YPOUATA KOl GYLOTO Y10 SOPOPETIKOVG TOTOVS
TAOTQOPUOV Kol €xOpdY pmopovv vo, fondicovv Tovg TOIKTEG VO, KATAVONoouy Yp1yopa To TEPBAAloV Tov
ToyvidloL Kal vo avTdpdoovy avaioya. ‘Evoa kokd oyediacuévo eninedo Oempeite avtd mov gpeaviler pio
TPOOJEVTIKT] SOLVGKOALD, OV EEOUAADVEL TNV TEPTI0d0 EKPAONONG TOVL TaliyTn, OTT™G £Yve o€ avTh TNV epyacia. Ta
TpmTo, eninedo 0o Tpémel va pabaivovy otov maiytn Tovg PacIKovg UNYUVIGIODG TOV ToLVISL00 Kol GTOSIOKA VoL
EVOOUATOVOLY T0 cVvBeTeg TPOoKANGELS, KaBmg 0 maiktng mpoywpd. Avth 1 Tpocéyyion Sac@arilel OTL ot
maikteg dev Oa Kortamovn0ohv apyicd kot Oa £xovv Ty gvkatpio Vo avartiEOLV TIC 0£EIOTNTEG TOVG UE TPOOSEVTIKO
tpomo. H e&iooppdnnon g dvokoriag Tov moryvidod mepthapPdvel eniong, T oTpoINyIKY| TomoHETNON E0IKMOY
onueiov emovaeopdc mayvidod (checkpoints) yio tn peiwon TG ATOYONTELGNC TOV TUIKTOV Omd
EMOVOAQUPAVOUEVES QTOTLYLEC.

3.4 Evoopdtoon g Te(VNTIS VONLOGUVI G

3.4.1Finite State Machines (FSM)

Ta FSM ypnoyomomnkav vy tov €leyyo g ovumepipopds tov exfpav. Kabe exBpdg €xel opiopéveg
CLUTEPLPOPES, OO TNV adpdveln, TepuToAin, katadiwén kai emifeomn, pe petaPdosic petald aLTOV TOV
Boacilovtal oTic evépyeleg TV TUIKTOV Kol oto meplPailoviikd epeBiouata. Or unyovég TETEPAGUEVNG
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KOTAGTOOTG EIVAL OTOTEAEGUATIKES Y10 TNV EQUPUOYN TPOPAEYIU®V KOl SLOYEPICIUOV CUUTEPLPOPAOV TEYVNTNG
vonuoovvng. Opilovtog KataoTdoels kal LETAPBAGELS, Ol TPOYPUUUATICTES LTOPOVY VO SNUIOVPYNICOVY SUVOUIKA
NPC, mov épovv v KavotnTa TG OvVIOnOKPIonG ovaAldyms Tov Kwvnoewv tov maiktr. Emumiéov to FSM
TOPEYOLY Uid capn doun Yo TV avantuén Al oy vididv, ETTPEROVTOG TNV EVKOATN d10pHOoT COOALATMVY Kot
tpononoinor. Kdabe kotdotaon avtimpooommedel po EexOPLoT] GUUTEPLPOPA, OTAOTOIOVIONS TN OtdtKacio
avamTuéng.

3.4.2 Teyvikég €OPECNS HOVOTATIOD

O TeyVviKéG €0PEONG HOVOTTOTIOV, EPUPUOCTNKOV Yo VO EMITPEYOLV OTOVG £YOpovg vo mepinynbovv oto
TePPAALOV Kl VoL KUVIYIGOLV TOV TTOIKT, GUYKEKPLUEVE eQaprdcTnKe pia ray-tracing texviky. To raytracing
EVOOUATOVEL TEYVIKEG OVIXVELONG OKTIVOV OTn OldlKocios €OPECNS UOVOTOTIOV Yoo Vo PeATidoel Tnv
OTOTELECUATIKOTNTO KO TOV PEAMSHO TG mhonynone. H Pacikn déa etvar n gpfon oKTvav yio Ty aviyvevon
EUMOSIOV KOl TOV VLTOAOYICUO TOV LOVOTOTUOV GE TPOUYUATIKO YPpOVO, EMITPEMOVTOG TN OLVOUIKY Kot
OVTOTOKPIVOLEVT €0pECT] HoVOTOTI®VY. Ot aKTiVEG EKTEUTOVTAL OO TNV KIVOOUEVT] OVTOTNTA (.Y, £Vav ToikTn 1
&vay YopoKTAPO TEXVNTIG VOLLOGUVNG) Y1 TOV EVTOTMICUO EUTOSIMV KOl TOV TPOGIOPIoUO TOL EAEHBEPOL YDpOL
070 TEPPAALoV. AviyvedovTag aKTIVES Kol OViYVEDOVTOS GUYKPOVGELS, O OAYOPIOLOG UITOPEL VO XOPTOYPUPTIOEL
SUVOLIKE TNV TTEPLOYN TAONYNOTG KOL VO EVIUEPDGEL TIC SLUOPOUEG OVAAOYQ. AVTN 1| TPOGEYYIOT) EMITPETEL OTIS
ovtotNTEG VO TPOooapUOlovTal o€ aAAaYES oTo TEPIPAALOV GE TPAYLATIKO XPOVO, BEATIOVOVTOG TIG OLVOTOTITES
mionynong tovg. Emiong omv epyacio avty ¥pnolonomdnke Kol aviyvevon cOYKpouoNg HE TNV  EKTEAEOT
SOKIUMV TOUNG UETAED TOV OKTIVOV Kol TOV OVIIKEIWEVOV 010 mepBdAilov. [vete kataypapr tov onueimv
YTUTLOTOG OOV Ol AKTIVES TEUVOVTOL IE AVTIKEIUEVO. AVTA TO GMUELD VTTOSELKVDOLV TO OPLX TOV TPOGPACIUMV.

3.4.3 Aévopa amopdosmv

Ta dévipa cvumepipopdg elvar €vo LOVTEAO 7OV YPNGIUOTOLEITOL Yoo TOV EAEYYO TNG Sl0dKaGiog ARYNMG
amopdoemv oto Al IIpoépyoviar amd T poumoTIKY Kot £xovv viobetn el evpémg ot Prounyavio TOLVISIGOV Yo
TNV OOTEAECHOTIKOTNTO TOVG otn  Owyeipon ovvletwv ovumeppopdv. Ta  dévdpa  amopdcemv
YPNOWOTOONKAY 0T EPYAGIA VIO TOV TPOGIOPIoUO TOV KIvGE®V oV VAoToLEl To Al Ta dEvipa GUUTEPLPOPAS
TPOCPEPOVY €Va. EMEKTAGIUO KOl EVEMKTO TANIGIO YLl TOV KOOOPIGHO TOADTAOK®V GUUTEPLPOPDY TEXVNTNG
vonpoovuvng. Emttpémovv 6toug mpoypapatioTés v dNpovpyodV StakAadi{OUEVEG Kol ETOVAYPTCLLOTOWGLLES
EVEPYEIEG, EVIGYVOVTOG TNV TPOCHPUOCSTIKOTNTO Kot TV avtomdkpion tov Al To UES 6wbéter éva érolo
TPOYPOULO OLoyelPIoNG SEVOP®Y amOPAcE®V Kot VITOSTNPLOUEVEG KAGONG LLE TPO-TPOYPOUUATIOUEVES HEBOSOVG
Kot ovTikeipeva. 'E1ol Ta 8évopa amopioemy Umopovv va SloyeploTovV SIipopeg KOTAGTAGELS Kol LETAPACELS
petald avtov. [Na mapdderypo, 1 Kivnon evog yopoaKTipo Uropel vo oxedlootel og 1 LeTdfacn amd Ty aKvnoia
oV Kivnon pe to mov aAAALEL 1] TN TNG EMTAYLVONG Kol TIS TaXVTNTOG o€ £vay afova. EmmAéov avaioymg pe
Tov d&ova Kivnong umopel vo petafinbei n kivinon tov moiyt og evaéplo Ton N QAL EVO UE TNV EXIOPACT TNG
Boputntag o yopoktipog va yewwbel Eavd M v kdvelr xkdmowo yAiotpnuoe. Olec avtég or petoaPdocelg
TPOYUOTOTOLOVVTOL OTO TO SEVOPOL ATOPACEDV.

3.4.4 Amo@uyn epmodimv

To UES mapéyel ddpopa epyodeio yio tnv vAomoinon g amopuyng eumodiov. To cvotnua ypnoiponotel
TAEypoTo TAoynong (navmeshes) yio TV ovomapdcTacY] TEPLOYDY TOL UTOPOVV VO TPOCTEANCTOVV GE £Vl
eminedo. H aviyvevon cvykpovong oto UES mepirapfavet ) yprion npokafopiolévey oynudtov cOYKpouoTng
(.x. xoVTId, GEUIPES, KAYOLAES), TOV pmopovv va Bpedolv 6To Levoy pe to ypapwd meptPaiiov tov UES, yua
TNV OVOTOPAGTAGT] TOV PLGIKMV 0PIMV TOV AVTIKEUEVOV. AVTH TO, GYNLLOTA ¥PNGLLOTOOVVTOL Y10 TNV aviVELON
ocvykpoboewv (collisions) Kol TNV €vepyomoinon GLYKEKPIUEVOV YEYOVOT®V OTav ovpPaivovy ouTég.
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Amotelespotikoi akyoplpot oviyvenong cuYKpouong 0106QaAIovy OTL 0LTOL Ol EAEYYOL EKTEAOVVTAL Y PITYOPO. KOt
ue axpifela, amoTpEmovTag TNV ETPPAGVVGT TOL TOLYVIOIOV. ZTNV EPYOCiH YPNCLOTOMONKAY TEYVIKES ATOPVYNG
eumodinv, dnmg to raycasting kot akydpidpol copmepipopmv devbuvong (steering) yio vor S1GOAAGTEL 1] OLLOAY|
KOl PEAIGTIKN TAOTYNGoT TOL £)0pov. Ot cuumepipopég Raycasting kot steering ivon amopoitnTeS yio Tr SUVOULKN
ATOPLYY| EUTOSIMV, EMTPENOVTAS GTOVG YopakTipes Al va mepinyobvtar 6Ta epmddia e ELKOAMO Kot GUOIKOTN T
Kot va, d1atnpovv peaiotikd potifa kivnone. H amoteAes otk amo@uyr| EUmodiny EVEOUATOVEL TNV AVIXVELGT
GUYKPOLGTG UE TPOYVAOGTIKOVG aAyOp1Buovg diebbuvong, emtpénovtag otovg yapaktpeg Al va TpofAémovy kot
Vo OVTOTOKpPivovTol o€ eUmdOLn GE TPAYUATIKO XPOVO.

3.4.5 Z10010Kd avEAVONEVT] OVOKOAIN EMTEOOV KL EXOpOV

H ocvveymg petaforidpevn duokolrio tov exfpmdv ftay éva ToA) GNUAVTIKO GTASI0 GTNV OVATTLEN TOL TOLVIOLOV.
H oAAlayn otov Babud tng duckorag eivar amapaitntn yio v Stac@EAion TG S10cKESAGNG TOV TTaiyTn Kot TV
KOTOMOAEUN G TNG EXOVAANYNG KOl TG POVTIVAG EVTOC TOL Tayvidlov. To mayvidl O mpémet apyikd va divel Tov
amopaiTnTo XPOVO GTOV TaiyTH, AGTE AVTOS VO TPOGAPUOGTEL GTOV TPOTO Kol TOV YEPICUO TOV YOPOUKTHPO TOV.
AoV o maiytng efokelmbel pe Toug EAEYYOLES TOL TTaUYVISLOD, TOTE UE TN ¥PNON O0POPOV TOPOUETP®V KoL
dedopuévmv evtomileTol To eMMESO IKAVOTNTOG TOV TTOiYTN, MOTE TO TOLYVIOL Vo Unv givor 00Te TOAD €0KOAO Kot
Bapetd , aALG 0VTE Kot LITEPPOAKA AT TIKO, TEPAY TOV SLVATOTHT®V TOL. O1 TEYVIKEG SuVAKTG ovEopeimong
g dvokoAiag mayvidov ovopalovton Dynamic Difficulty Adjustment (DDA). H av&oucioon tng dvokoAiog
EMTLYYAVETOL HECH TIG POOLIONG S0POPOV YOPUKTNPIOTIKAOV TV £xOpdv, 6mwc 1 Lon tovg, n {nud mov
TPOKOAOVV GTOV TOLYTN, 1 TOYOTNTA TOVG KOl GALEG TOPAUETPOL TOL TTOLYVIOLOD 0TS 0 PLOUOG avayEVyNoNg TV
exOpdV Kot 1 EMBETIKOTNTA TOVG. TVUTEPAGUATIKG 1) OTOTEAECUATIKY avéopeimon g dvokoliag Tov exfpov
yiveTan pe T cvAAoyn dedopévev tov maiytn, pe Pdon v amoddoct Tov. Me v ypfion epyoreimv, OTOS TV
dévdpmv amopacemv Tov UES kot tov otrypidtunwy (blueprints) ot Tpoypapatictég Lropovy va, SnUovpyncovy
npocappootikd cvotiuote Al kot yapoktipeg NPC mov efacearifovv éva 1coppomnuévo, oAAd Kot
OVTOYOVIOTIKO TPOTO TOYVIoon. AvTO UTOPEl VO YIVEL €QIKTO HE TIG GLVEYNG OOKIUEG TOV TOLYVISION Kot
TPUYUOTOTOLDVTOG LEPIKEG OVETOUTONTEC AALOYEC GE QTO Y1a TNV SLATHPNGT TOL EXLHVLUNTOV EXTEGOVL SVGKOATNG
KOLL Y10, TNG CLVEYNG TPOCOYNG TV TOLTMV, YOPIG TNV TPOKANGT EKVEVPIGHOD.

3.5 Aokipég kan fertioTomoinon

3.5.1 Aoxipn} oy viorov

AT 10 6TA010 Elval ATOPAITNTO Y1X T1 TEAEOTOINGT) TOV TaLYVISIOD Kol TNV S106PAALeT TG ToldTnTag Tov. Eivat
adlvonTa Yo €va Toyvidlt vo. KUKAOQOPNOEL GTNV ayopd, Ympic owtd va €xel SOKIHAOTEL Yo SLpopovS
TAPAYOVTES, OTWG EIVAL 1) OLLOAY] AEITOLPYIO TOL, Y10 VXMV COAALATO TOL HTOPEL VAL TPOKVYOLV KOTA TO ot Vit
N TV EOPT®GN TOV TOVIOOL Kol Yo TNV ToToToinon ¢ eunepiag ypnotov. Ipénel av eleyybel av 6Aa
Aertovpyodv OTmG MTav TPOPAEMOUEVO KOl OEV VRAPYOVY GOAAUNTH GTOV KMOIKO KOl OTNV AOYIKY TOV
mayviolov( bugs and glitches). e avtd 10 6TAO0, EPOGOV TO TOLYVIOL EIVOL GE PAGCT] VO AELTOVPYNGEL OUOAA,
SlavEpETaL G EYKEKPLUEVOVG Tty Teg — play testers ot omoiol O a&loAoyNcovy 10 oLy Vidl 0o TNV OTTIKY YOVia
Tov mEAGTN gamer kal Od TPOQPOJOTHGOLV TOVG TPOYPOUUUATICES UE OLAPOPEG TANPOPOPIES, OTMG Yo TUYDV
oQAALOTA M BEATIDGELC TTOL UTOPOVV VA, VAOTOINO0VV TNV AOYIKT] TOV e ViS00 1) KATOlH VEX AOYIKT| TTOL UTOpEL
Vo evempatobdel 6ToV KOOKA Yo TV avENon Tng Yoyoywyiag Tov Totyvidlol 1 g TPosPoctuoTnTag Kot dAla
oA, [ avTovg TOL AdYOLC TO playtesting gival évo kpioo otoygio TG dladikaciog avarTTuénG Tov oy Vidlov.
Emutpénel 6t00G TPOYPOUUUATIOTEG VO GUAAEYOVV TIOADTIUG. GYXOA0, OO TOLG TOiKTeG, Vo evtomilovv mhavd
TPOPANLOT Kot va BEATIOVOVY TN AOYIKN KoL T1) 6X£010GT) TOV Tty ViS00 Y1, Vo, BEATIOCOVV T GUVOAIKT EUTELPTaL
tov moiktn. Téhog péow Tov playtesting, ol TPOYPOUUATIOTEC UTOPOVY VO TOPATNPNCOVY TTMOG Ol TOIKTEG
OAANAOETIOPOVY HE TO TOLYVIOlL, VO KOTOVONGOLV TIl GUUTEPLPOPE TOVG KOL VO KAVOLV TIG OmOpOiTNTES
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TPOCAPHOYES. AVTH 1) EMAVOANTTIKY dtadtkacio fondd ot pubuion g SuokoAiog, Tov pVOUOV Kot TNG GUVOMKNG
1GOPPOTING TOV TOLYVISLOD.

3.5.2 Teyvikég Behtiotomoinong

211 cuVEXELD aPOV EMITELYONKE TO TOAPOUTAV® GTAGIO TNG AVATPOPOSOTNONG, £YIVAV Ol ATUPUITNTEG AALOYEG OTO
woyvidl yio v Pertioon g eumeplog tov mayytdv. H Peltictomoinon elvar éva ovclaotikd pEPOS NG
dradtkaciog avantuéng, 10taitepa 6TV avarTuén oy vidlov 0oL 1 anddoon eivar kpiciun. H anoteiespotikn
BeAtictomoinon meptlopfavel Tov evtomiopd kol v eEGAEWYT TOV onuel®V TOL PEWOVETOL 1 ATOSOCN, TN
BedticTomoinon Tov KOO KOl TNV OMOTEAEGUOTIKY YPNOoN TOV TOpOV Tov cuothuatog. Lo v emitevén
BérTiotng amddoomng, eivar HeyGAng onuaciog 1 EPAPUOYN OTOTEAEGUATIKOV oAyopiBumy, n ueimon g xpnong
LvAUNG Ko 1 feEATIoTOMOINGT TOV SLOIKOGIHV ATOd00oNS. AVTO S10cPaAIlel OTL TO TToLy VIOl EKTEAEITOL OLOAD YO
SIAPOPEC KOUTOVOUEC VMGUIKOD Yo 1Apopeg LITOAOYIOTIKEG unyovég. H Pedtiotomoinon tov matyvidiod pmopel
va emtevyBel o ddpopa onpeia Tov Taryvidov. Ot teyvikég fabovg Aemtopepeimv (LOD) ypnoyomolovval yo
N Helmon NG TOAVTAOKOTNTOS TMV HOVTEAWMV KABMS amopokpOvovTal omd TV KAUEPO, PEATIOVOVTAG £TOL TNV
amodoon. To Frustum culling diac@aiilel tnv eneéepyasio kot amdO00T LOVO TOV OVTIKEIUEVOV EVTOC TNG OTTTIKNG
™G KAUEPUS, YEYOVOS IOV UTOPEL VO LEUDGEL GNUAVTIKA TOV apliid TV KANGEDV KOJIKO Kol Vo PEATIOGEL TNV
amodoon. H Bertiotonoinon twv shader mepthapfavel ™ peiwon g moAvalokoTnToG TV VToAoYIGU®Y shader
KOl TOV TTIPOVTOAOYIGHO dedOUEVOV OOV gival duvatdy, yia T BeAtioon g amddoons. EmmAéov ot alyopBuot
aviyvevong ocOyKpovong evpeiog PAcNe, OT®MG 1 YOPIK KATATUNOY Kol ot epapyie Oykov oprobétnong,
oLUPdALOVY GTNV EAOYLIOTOTTOINGT TOV aPOUOD TV EAEYY®V GUYKPOLGTC TOV OTOLTOVVTOL, BEATIOVOVTAG £TCL
v anddoon. To Multithreading pmopel va PeATidGEL TNV ATOS0CT] KATAVELOVTOG EPYAGIES GE TOAAOVG TUPTVEG,
OAAG OTOLTEL TPOGEKTIKN SOXEIPIOT TNG KOWNG YPNONE OEGOUEVOV KOl TOV GUYYPOVIGLOD YO TNV OTOQUYY|
ocuvinkav ayova kot adiEéodmv. Téhog 1 BEATIOTOTOINGT Y10 GLYKEKPIUEVO DAIKO DTOAOYIOTH TTEPIAAUPBAVEL TNV
KOTAVON O™ TNG LOVASIKNG OPYLTEKTOVIKTG KOl TOV dVVATOTHTOV KAOE TAATQOPLOG Yol TV KOADTEPT (PTioN TV
Stabéciuwv TOPmV.

3.6 AemTopépEres EQUPROYNS

3.6.1 Scripting ko1 TPOYPUURATIGNOS

H Aoy tov moryvidion kot ot cvumepipopés Al viomombnkay ypnoomowmvrag to cvotnuo Blueprint tng
Unreal Engine kot wpoypappatiopd pe C++. Avtdg o cuvdvacpog mapeiye svehéio Kot EAEYX0 GTOVG UNYOVIGUOVG
TOL ToVIdloL kot ot cvupuneplpopss Al To ovompa Blueprint tng Unreal Engine mpoo@épst éva omtikd
TEPPAALOV GKPITT TOV EMITPENEL GTOVG TPOYPOUUUATIOTES VAL SNULOVPYOVY TOADTAOKT] AOYIKT oLy VIO100 YMPIig va.
yphpovv kddka. o o mponyuéveg Aettovpyieg, 0 mTPOYPAUUATIoONOG okpunt oe C++ mapéyel TNV amapaitn
oy kot evedéia. O ovvdvaoudg Blueprints koaw CH+ mTPEREL GTOVG TPOYPAUUOTIOTEG VO, AEL0TOGOVY TV
EVKOAIO, TOV OTTTIKOD GKPUTT SLUTNPOVTIOG TOPGAANAL TNV 0mOd00M Kol Tov EAeyyo mov mopéyel 1 C++. Avti
VPP TPOGEYYIoT Elval 1010UTEPO OMOTEAEGUOTIKY] OTN Olayeipion moAdmlokwv cvumepipopdv Al kot
AELTOVPYIDV TOLYVIOIDV.

3.6.2 Kiwvnowolroyio Kot aAAAETIOPO.ON YOPOKTPOV UE TO TEPLPALLOV

e auto 10 Prina vAoTomOnKe GAOL 1| GYETIKN dlEPYACIN Y10 TV OMLLOVPYIN TOV KLPIMG XOPUKTHPO TOV TALYVISL0V,
oAl ko twv NPC. Avtd €ywve pe v Ponbelo evog emtepikod epyaieiov 10 0molo eival pio EVO®MUATOOT)
(plugin) , to paperzd tov UES ka1 mopéyet To gpyoadreia yia tn onpovpyic OAOV T@V KIVAGE®V UE TN dNovpyio
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flipbook o€ animation source files. Ola avtd o e&nynbovv pe peydin Aemtouépeio otnyv endpevn evotnra. ‘Etot
0€ 0VTO TO GTAJIO OMLLOVPYOVVTOL TO, CTUYUIOTLTA Yo KGOe animation TV yopaKTAP®V Kol opileTor 1 ToydTTA
AVATOPOYWYNG TOVG Kot GAAES AETTOUEPELEG OTMG 1] ovEALGT) oL Bal £0VV 1] KATTO10 PIATPO OV TLYMV UTOPEL VAL
ypnowomoindel. Xvumepacpotikd To. epyoAeion Kivovpévov oyediov tng Unreal Engine mapéyovv éva
OAOKAN P®UEVO GUVOLO AELTOVPYLDV Y10, T OMUtovpYia Kot T dtayeiplon KivoOUEVOV EIKOV@V YopaKTip®V. Avtd
T0 EPYOAELD EMTPEMOVY GTOVG TPOYPOULATIGTEG VO GLVOLALOLV, VO 0KOAOVBOVV Kot VO TEAELOTOIOVV KIVOUUEVH
o010 Y10 VO ETITOYOVY OUOAEG Kol peEaMOTIKEG Kivnoel. Emmpdcheto ot mpocopotdoelg aAAnAemdpdoemy
nepBdilovtog eivar {oTikng onuaciog yw T onpovpyio peoMoTIKOV aAANAemdpdoemv oTa Toaryvidl.
[Ipocopoi@vovtog pe axpifela SUVALELS, GUYKPOVGELS KOl GALO QUGIKE POIVOLEVA, 0L TPOYPUUUATIOTEG LTOPOVY
va fertidcovv T fOBon Kol Tov pEUMSHO TOV KOGHOV TOL TAtVISLoV.

3.6.3 Evoopatmon nynrikov £9¢

H oyediaon fyov mailel {mtikd poro otn dnpiovpyio pog StadpacTikKng EUTEIpiag moyviolov. Eveoupatdvoviog
MNTIKE €€ Kol HOVGIKY] VYNANG TOWOTNTOG, Ol TPOYPUUUATICTEG UTOPOVV v BEATIOCOVV CMUOVIIKE T
oLUVOLCONUOTIKY ETIOPACT TOL TOYVIOOD GTOLC TOUKTEC KOl TN GULVOAIKN atpoceoipa. H oamotehesuotikn
EVOOUATOON YOV TEPILAUPAVEL TPOGEKTIKO GUYYPOVIGUO NYNTIKOV EQE LLE EVEPYEIESG TTOLYVIOLOV, KOOMDG KoL TN
YPOM NYOV KOl LOVGIKNG TEPPAALOVTOG Yol TN SNtovpyio £vOG GLUVEKTIKOD Kot KABNAMTIKOD NyNTIKOV TOmiov.
Me 10 gpyodeia mov mpoopépel o UES umopel va yivel  evooudtmon eEmTepikdv apyeiov Nyov oty unyovn,
glte M avomopaymyn té€toimv Nyov mov mapéyovior Mo and avtr|. 'Eneita yivetor n enefepyocia Toug kot 1
EVEOUATOOT TOVE 6TO oL Vidl. AvTtoi ot ol uropoHv vo Tpoctedodv gite HEGO EOIKMY SCripts GTO KOUUATL TOV
KOdKa, eite va evoopatmbodv 6to animation source file mov mapéyetan and to paperzd plugin oe cuykekpluéva
Kopé, OTAV YIVETOL 1] OVOTOPOY®YN TV animation.

3.6.4 Xyeoiaon oema @@V ypnotaV — user interface

To enduevo 6tad10 oty avamrTvén evoc Ty vidloy gival o oyedacudc g demapng ypnot (Ul), mov sival
kpioyog oto gaming, kaBmg ennpedlel QUeESH TNV EUTEPiA KAl TV 0pocimomn tov Ttaiktn. Eva kaAd oyedioouévo
mepPdAlov ypfotn mapéyel oagn, doucOnTik) TAoNYNo, PeEATI®VOVTOC TO TToLyvidl kKot dtuc@aiilovtag OTL ot
TOUKTEG LTOPOVV VAL £X0VV EDKOAN TPOGPACT) OTIG AEITOVPYIEG KOl TIG TAT|POPOPIES TOV TOLYVIOLOV YWPIG GVYYLOT).
Mio, kaAx dtemaen xpnotn eivar (OTIKNG ONUOCTNG Y10, VO ETITPETEL GTOVE TOIKTEG VO TAOTYOUVTOL GTOV KOGLUO
TOV oS0, va, &xovv TpoGPacn OTIG EMAOYEG TOL TOLYVIOIOD KOl VO, KOTOVOOUV TOVG UNYOVIGHODS TOV
Toryvidov. Oa tpémet va gival copés, Stonohntikd kot tpocsPactpo oe OAOLG Tovg maiktes. Ta otoyeio demapr|g
YPNOTN TOPEYOVY OVCLUCTIKY GVATPOPOSOTIGY GTOVE TOUKTEC, EVNUEPDVOVTAC TOLG Y0 TNV KUTAGTAGY, TV
TPO0OO TOVG KOl TIC EVEPYELEG TOVG LECO GTO TOYViol. AVTH 1 avatpo@oddtnon eivor (OTIKNg onuaciog yuo T
dwtnpnon g eupdntiong Kot T Slacediion 0Tl ot Taikteg aoBdvovtal cuvdedepévol e Tov KOGHO TOL
O VIO00. Mia EAKVOTIKT Kot alcONTIKA VYAp1oTn OETAPT] YPNOTI UTOPEL Vo LENGEL GILOVTIKG T Slotipnon
KOLL TNV 1KOVOTOINGoN TOV ToKT®V. Agv TPOKELTAL LOVO Y10 TN AEITOVPYIKOTITA GALG KoL YioL T1) ONHovPYie oG
OTTIKG EAKVGTIKNG KOl GUVEKTIKNG EUTEPIOC TTOV PEATIDVEL T GLVOAIKY GYESIOGT] TOV TOLYVIOLOD.
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3.7 Meta tqv avamtoén

3.7.1 Aoxpun beta — 1€k 6TAO10 dOKIUNG

Metd amd TV GLVOMKY| avATTVLEN TOL TALYVIOOV akOoAOVOEL TO TEAEVTAIO OOKLUAGTIKO GTAO0, OOV TO TLYVIOL
omv Pektictomonuévn €kdoon Tov, eite Pyaiver otV ayopd eite Koatavéuetal oe pio pepida tuyaiov 1
EMAEYUEVOV TKTOV Kol TNV Tehevtaio dokiuactikny mepiodo. Edv Pyet oty ayopd, tote Aéue 6T Ppioketon
Koo 6to 6Tad10 Beta, SnAadn oty mo TpdIUN KO0 TOL TPOTOL TAPEL 1| dLYEPICTPIL ETALPIO TV TPDOTN
avaTpo@odoTnon amd aindivovg maikteg. H dokiun beta etvon puo kpiciun @acn oty avamtuén Tov motyvidlon,
TapEXOVTOS TOAVTIUES TANPOPOPIES Yo TO TMG AAANAOETOPOVY 01 TparypatiKol maikteg pe To mouyvidl. Avtd ta
oo fonbodv TOLG TPOYPUUUOTIOTEG VO EVIOTIGOVY Kol Vo d10pBdcovy cedApata, va eElGOpPOTHGOLY TO
oy vidl Kot va BEATLOGOVV T GUVOAMKT eUTEPia YP|OTY. ME TN CUULETOYY| TV TOKTAOV GT| (pACT) SOKIL®V beta,
Ol TPOYPOUUATIOTEG UTOPOVV VO GLYKEVIPMOGOLY TTANB0G avaTpo@odotnoemy kot dedopévev, ta omoio gival
amopaitnta yio ™ e£EMEN Kot T PEATIGTONOINGT] TOL O VIS0 TPV GO TNV TEAIKT TOL KUKAOQOPIa.

3.7.2 TeMkég TPOTOTOM|GELS KOl pOOULON AETTOPEPELOV

AvT0 gival kai to tehkd oTado g pebodoroyiag mov arxorovdnodnie yio ™ dnuovpyic Tov TOLVISLD. TE AVTO
TO GTASL0 O1 TPOYPOAUHOTIOTEG HalgvovV Oha To dedoUéva TOL £yovV GTNV O180E£GT TOVG OO TNV AVUTPOPOOITNON
TOV TOKTOV Kol ETIAEYOLV ToteC aAlayEG Oa NBelay Kot umTopohv va TPAYULOTOTOWGOVY TAVM GTO TOYViol. AVTO
EMTLYYAVEL TNV 000 TPAYUATO, TV EEEMEN KOl EMUVAETICKEYTLOTNT TOL TOLYVIOL0D, GALG KOL TNV IKAVOTOINoT)
g ayopds. Eivol mold onuovtikd ot meddteg vo vidBouv g To auTaTd TOVS E16OKOVOVTOL KOl T®G 1) Tonpiol
OV £)EL TO, SIKOLMULOTO TOV ALY VIS0 OKOVEL TO, TAPATOVA KOl TIG TPOTACELS TV TEAUTAOV TG, 'ETotl ta telikd
oTadw avamTLENG TEPIAAUPAVOVY TPOGAPUOYES KOl pLOUICELS TOL oy VIdoL Yol Vo, SLoPUMOTEL éva TPoidv
VYNNG TotOTNTOC. AVTO TEPLapPavel T S10pBwoT TVYXOV EVATOUEVAVI®OV GPAAUdTOV, TN BEATIoTOTOINGT TNG
amod00oMG Kot TN PEATIOON TOV UNYOVICUOV TOV TToyvidlon. Avtd mepthapuPdvel T PeATioon TOV OTTIKOV EQE,
NV €E160pPOMNOT| TOV ALY VIS0V Kot T S10GOAAGT) OUOANG ATOS0CNG GE OAEG TI TAUTPOPLES.

Yopmépacpa

H peBodoroyia yia v avdmtuén evog moryvidton mAateopuag 2D dpdong pe gxfpovg Al ypnoyomoidviog To
Unreal Engine 5 mepllapPavel pio 0OAOKANPOUEVN KOl ETOUVOANTTIKY O1001KAGI0, GUUTEPIAAUPOVOUEVOD TOV
OoYEO0G OV, TOV TPOYPUUUOTIGHOD, TNG AVATTLENG, TNG OOKIUNG Kot Tng PeiticTomoinone. ASlomoidviag Ta
woyvpd yapoktnplotikd tov UES kot ypnoyomoidviog oyvpés teyvikéc Al éywve dvvatn n onpovpyio piog
CUVOPTOCTIKNG KOl OVTOY®VIOTIKNG gumelpiag moyvidrod. O Aemtopepng oxedl0GHOG Kol Ol 0VOTNPEG OOKIUES
e&oopaMoay £vo OKOVIGUEVO TEAKO TPOTOV TOV AVTOTOKPIVETOL GTIC TPOGOOKIEG TV TOUKTMV.
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Evotnro 40

4. Xyeownopnog kat [llapovsioon g epappoyns

4.1.1 Apyk6 o1Go10 TPpOoETOLROGIOG, pLOpicEIS KON gEpyaieia OV K proLpoTOUONKAY

To Tp®TO GTASI0 Y10 TNV EKTOVNOT TNG EPYOCING NTAV 1) EYKAUTAGTAGT TNG UNYAVIG OVATTUENG T VIOV
UES mov mpooopépete dmpedv and v etorpio. epic games. AQoV TPOyHOTOTOMONKE 1 EYKATAGTACT TNG
epapproyng epic games amd ekel €yve kot 1 gykatdotaon g unyovig UES. Ermiong vmoypemtikd yio tnv
€YKATACTOOT NTAV 1) OMLLOVPYi EVOC AOYOPLOGHOD epic games 1) 1] GUVOEST] TNG EPAPUOYNG UE EVAV NAEKTPOVIKO
hoyaproopd facebook, google, xbox games, steam kot GAAES TAATOOPUES dtkTO®oNC. H emioyr| g ékdoong 5.3.2
O CLYKEKPIUEVA NTOV 1] £KO00T) TTOV EMAEYONKE AOYO TTpOoNYoOUEVTG EumeLpiog pe avtn. [To avaivTtikd o TpdTOg
apBpdc g €kdoong cupPorilel TV KOpLo EKGOGT TNG UNYXOVIG OOV EKEL TOPATNPOVVTOL KOl Ol PLEYOAVTEPES
dwpoponomoels peta&d tovg. Oco peyaidtepog gival o TpdTog aplBudg 1060 Mo cOyXpovn gival 1 £€kdoom g
UNYOVIAG KOl TTLO TPOTYUEVEG Ol Agrtovpyieg tng. Emiong cvvnbog 660 mo kawvovpyla eival 1 €kdoor cuvimg
dropOdvovtat kot o ToAAE cedApata (bugs) mov eiyav ot makoidtepeg exdocelc. O devTEPOg 0ptBUdS TG £KdooNg
elvar n voékdoon. Eved mopatnpodviol HeEYAAes dlapopég UETAED TOV KOVOVIKOV EKOOCEMV GTIC VTOEKOOGELC
dwatnpeite n Kuplog ypouun mov akoiovdel n Pactkn ékdoon Kot dev aALALEL 1] AELTTOLPYIKOTNTO, TG UNYAVIG.
Télog o televtaiog apBudg cvpPorilel modd pkpéc dopbdoelg v otnv vroékdoon. ' avtd 10 Adyo
emAEYONKe M €kdoom 5, evdd 1 €k000M 6 OV UOAG EKOVE TNV EUPAVIOT] TNG OTNV 0yopd NTOV OKOUO GE TOAD
TPOWo otddo e£EMENG Kot Yo avtd Ogv emA&yOnKe, Yo TNV ATOPLYN TLYOV GEUAUATOV Kol TOV YPOVO
emoveknaidevong mwov 0o, amatovoe 0 YEPIGUOG TNC.

Launch

Library e Unreal Engine 5.1.1

ENGINE VERSIONS £

9103
upose |~

Eiwxova 5: Eykardotacy Unreal Engine oto epic games launcher

To auéomg emduevo Prino HETE TNV EYKATACTOOT TNG UNYAVAS NTaV 1 dnpovpyic tov TpoTtlekt ¢
SMA®UOTIKNAG, dNAAON 1 dnuovpyio evog mpdtlekt mov enttpénetl v avantvén evog 2d action platformer game.
Omnodte apyucd mpaypatomoteite n exkivnon g punyovhig UES kot o pevov emhoyng mpdtlext emhéybnke 1
KapTéLa ue avaypagn moryviol. 'Exerta £ywve 1 emthoyn tov tomov oty vidtov mov 8élovue va gtiaéovpe. To UES
napéyel ToAAG Tola Kodovmia (templates) mov divouv apécme TPpofadicn GTOV TPOYPAULOTIOTH ETAEYOVTOG TO
template mov amekovilel Tov TOHTO Ta VIS0 oV EMBLLEL Vo SnptovpyNoeL. AvoTuymg dev vTooTnpileTot Kdmolo
template yio Snuovpyio 2d moyvididv, omdte o avTh TV Odon emAéyOnke to blank template, SnAadn 0 Kevo
template. Xtn cvvéyewo d00nke éva Ovopa oto mpotlekt to omoio apyomombnke kail amodnkedtnke otnv
npokabopiopévn Tomobecia, oe Evav pakelo Tov amodnkevovtal OAa to Tpdtlekt Tov UES. Apov dnuovpyndnke
to poTleKT 10 TPOYpappa eneEepyaciog mov ovopdaletar editor eppaviletl éva peydro 3d avayilveo xaptn (map)
N aAlMdg enimedo mov eivan dypnoto Yo éva 2d game. ‘Etol epdoov éva 2d game ypeidleton eminedo £d0pog M
TPMOTN TPGEN TOV TPy LOTOTOMONKE lvVOl A0 TO LEVOD ETAOYMV 1 EMIAOYN EVOS VEOL POCIKOD ETITESOV Y10 TOL
apYIKA GTAd TNG OMOLPYIKG TOV Tarvidoy ov apyotepo B avtikotaotabel omd To KOVOVIKO €mimedo
oy violov mov Bo dnuovpyndei oe avt v epyoacia. To apykd eminedo avTd TOPEYXETUL CLTONOTO OO TNV

42



pnyovn Kot 6gv dNUovpyRONKe amd TOV TPOYPUULOTIOTH. TNV EIKOVA 6 QaiveTol TG Elval TO EXITESO AVTO. X1
GUVEXELD OMLOLPYNOTKE EVOC VEOG PAKELOG EVTOC T®V apyei®mv Tov TPOTLEKT LLE TO OVOUA XAPTEG. XTN GUVEYELL
éywe 1 amobnikevot Tov Pacikob emmédov pPésa oe avTd ToV PAkeAo pe To dvopa debug. 'Emesita otig pubuiceig
Tov TpotlekT otV katnyopio maps and modes opicTnke aVTO TO €MMESO MG TO PUCIKO EMINESO EKKIVNONG TOV
editor ko tov mpodTleKT.

n Siagion
- &, Selectior

= | &% Perspective | @ Lit
= @

®© * Item Label «

Eiwxova 6: Baoiko srinedo

‘Eva axépo onpovtikd Prpa yuoo v apyikomoinon tov mpdtlekt givor 1 emAoy] GUYKEKPIUEVOV
pvOuicenv mov Ba ¥pelacTOVY Yo T0 d166100TATO game, KoOmG ol TPoemAeyUEves pLOUIcELG EVVOOTV O TOAD TO
Tplodldotate games Kot Bo emnpedcovy apvnTiKd To YpaEWd Tov oy vidov edv dev ailayBobv. Oleg ot
mopoKaTo puluicelg  Ppiokovior MO EVTOE TOL TWPOYPAUUATICTIKOD TEPPdArloviog tov UES kar o
TPOYPOUUOATIOTNG O&V XPELALETAL VAL TIG EKTEAETEL XEPOKIVITA, AALY LOVO VO TIG 0AAGEEL amd To pevol puBpicewv.
H npdn pvbrion mov ypetdotnie addayn givar avt g eEopdivvong tov akumy. Ipokeirat yio pa texvikn Tov
XPNOOTOlEITAL otV Ynolokn emneepyacion €KOVAG Yo Vo, HEMoEL M v eEadeiyel TNV eUQAvIon TOV
"oxoAomaTidVv" (Yvootd mg "aliasing") oTig YPOUES KOl TIC OKUEG TOV YNELOK®OV eKOVeV. 'ETot £ytve 1 emloyn
tov FXAA( Fast approximate — anti aliasing). Av kot givar tayvtepo, to FXAA umopei va givatl Atydtepo axpiéc
Kot vo Bohdvel AeTTOUEPELEC TNG EIKOVAG G GUYKPLoT pe GhAeg uebddovg anti-aliasing. Omdte pe Alya Adywo
emAéyOnKe N €upaor oty amdS0cT TOL TALYVIOIOD KOl OYL OTIG AETTOUEPEIEG TOV YPUPIKAV, KOOMG £TCG1 Kot
aAlmg oty epyacia avtn yivetat xpnon 2d pixelated art, evog GTUA pETPO YPUPIKOV TOV OEV ATALTOVY EVKPIVELX.
¥t ovvéyela yiveton N amevepyomnoinorn g pvouong Bourddog kivnong (motion blur), 6mov mpocdider pia
Ooumado v Kdpepa Tov ToikTn Yo va 600l 1) yevdaicOnom g kivnone. Oumg ota 2d games o maiktng £xet pio
eEMTEPIKT OTTIKT YOViK AEG KoL TOPATNPEL TOV YOPAKTAPO TOV Ao TO TAGL, omdte 1 Oapundda otnv 006vn givar
evteddg aypelaotn. H endpevn pubuion etvon ) mpoegmioyn tov apBudv tov migel (pixel) omnv 006vn and ta
omoia. amotehovvTol o Ypagike aviikeipeva. ‘Eva Unreal engine unit avtiotoyei o €vo €katootd Kot oo
nmpoemhoyn ot éva Pixel. e avt ) pbOuon yivetar n emioyn 0,25 and 1 €101 dote va enttevydel n embounty
avdivon kot gvkpivelo otnv 006v. O kabopiopdc g tiung "Default Pixels Per Unit" (PPU) og 0,25 oto Unreal
Engine onuaivel 611 kabe povada tov kéouov (world unit) avtiotoyet og 0,25 pixels. Avto €xel GpeGo OVTIKTUTTO
oTNV KAIPLOKO KoL TNV OEIKOVIOT] TV YPOPIKAOV assets 6Tov KOGUO TOL Tatyvidtol 1 TNG EPapHoYNS. Aniadn av n
T PPU eivon 0.25, td1€ yia va yepicetl pio povada tov kocuov ue pixels, Oo ypeltactovv 4 pixels (oniaon, 1
povado Tov kocpov = 4 pixels). Avtd mpaxTikd onpoivel 6Tl To Ypapkd assets Bo epgavifovior 4 @opéc
peyorvtepa and 6t av 1 Ty PPU ftav 1. Akopa yia tnv mpogtolpacio Tov matyvidton eykatactddnke oto UES
pio dwpedv eméktao, To paperZD mov onwg £xel avapepOel oe TaPATAVE® EVOTNTA EIVaL TOAD GNUOVTIKO Y10 TV
Sloelpton TV YPOQIKOV GTOLYEIWDV.
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4.1.2 Ilpoctopocio YpoQik@v cTovyEi®V (sprites)

TlNo v amdkton OAV TOV YPUPIKOV GTOLEIDV TNG SMAMUATIKNG £pYOciog €YIVE EYKOTAGTACT Kol
gvooudtoon étomv opyeiov Ta omoia etvar tomov ccl. Avtd onuaivel TOG To GTOYXEID AVTA UTOPOLV va
ypnoomonBovv eredbepa gite Yo TpocwmK €ite yia epmopikn xprion. Emtpénete | tpomonoinon toug kot 1
avadlovoun Tpog Oia ta VoK mpdcwma. Agv yperdleton va {ntnbel ddeta xprnong ovte va yivel ovoposio g
npoérevong. Ta apyela avtd mepthapuPdvovv évav @aKelo YapaKTp®V e Ta sprite Tov exfpmdv Kot Tov Taikt
Ko kGBe pakelog meprhapPavel Eva apyeio ToTOL .png Kot Eva apyeio TOToL .json. Emimhéov vdpyet évog gdikelog
pe apyeio png mov mepthapPdvel ta aviikeipeva mov Ba ypnoyomomBovv yio Ty dnuovpyic Tov ETTESOL Kot
TV oknvikav. Ta ototyeia avtd ovopdalovron tile sets. Télog vadpyel Evog pakelog e EKOVES amd S1ApOopa EQE
mov Ba ypnoomonBovv. [ v eveoudtoon 6Amv avtdv Tov apyeimv dnuovpyndnke Evag eAKEAOG e OVOLLL
paper assets. Eviog avtol tov gdxelov dnpovpynbnke évag odakelog pe dvopa characters (YopokInpeg) Kot viog
avtov évog pe 6voua Player. Ta json apyeio dSnuiovpyndnkov pe tn Bondela tov epyaieiov aspritre mov Ponddet
otV omdomacn TAnpoeopdy and pio akoAovBio sprites Kot TV dlay®dplon TV animations (Kioemv TV
YOPOKTNP®V) o€ Oldpopeg katnyopieg, Omwg Oa @avei omv ewdve 7. [Na v dnuovpyio Twv sprites
ypnooromdnkay to apyeio json yw TNV amAomoinorn Tng odkooiog, oAAG Y TO TPOTO sprite Oa
ypnoonomBet to apyeio png yro v avddeitn g dadkaciog dnpovpyiag evdg sprite yapaxtipo amd apysio
png. 1o emduevo Prpa yivetol ) eloaymyn Tov png apyeiov Ue ta sprite Tov maiytn otov edkelo player. Apyikd
T0 apyeio dev paiveton o¢ éva apyeio pe pixel art, omote Yo vo 600gi 1 KatdAANAN VEN oTO OpYEio, TryaivovTag
oto content drawer editor emAéyeton To sprite actions kot émerta apply paper 2d texture settings. Avtd divel v
eMOLUNTA OYT GTA YPOPIKA. ZT1 GUVEXEL 0md TIC pOuioelg yivetal addayn Tov GIATPOL TNG EIKOVAG GTIV EMIAOYT
nearest. Avti 1 eMAOYT yiveton gpmeptkd, kabng dokipdlovtag Ta ddpopa GIATpa gkOVag HOVO aVTO el TO
emBounta amoteléouata Tov Taptdlovy oto pixel art ng epyaciag. 'Emxeira kabmg 6Aa Ta sprite eival evomotnpuéva
oTNV €KV, kKavovtag de&l KMk oto apyeio pe ta sprite Ko Emetta emieyovtag extract sprites to UES evtonilet
Ko dtoypilel avtoOpTa To animation avd katnyopie. Xtig Topakdto ikoves O avaderydei To mTpv Kol To PETA

g e€aymyng TV sprite.

Climb Spin JumpRize B i1dle
Fall
Hurt

Eiwxova 7: Asprite d1oywpioudg animation
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Eixova 8: Ilpw Ty elaywyn

Enredn givon axopo evoromuéva evtog evog mopToKa KouTioh €yve Slaympiopds e EIKOvog € 6 GTHAES Kol
14 oepéc and Tig pvbuicec. Metd matdvtag to kovuni extract, TAEoV amopovdvovtal OAc To animation og
Eexwplotd sprites. X1 cvvéyela emAgyovtag OAa ta sprite Ti¢ kéOe katnyopiag, Onwg m.y. Tpé&o 1 TupoPoricopog
ko Tat@vtog 0e&i KAk create flipbook, ta sprite avtd gvomolodvtan kot Tailovy 6€ Gelpd NUIoVPYD®VTAG £TCL TA.
olorinpopéva animations. [TAéov &xovv dnuovpynOei ta animations tov maiytn. Eva flipbook eivor pio cuiioyn
oo sprite mov TpEYoVV G celpd pe cuykekpLéEvo puud( frames per second). “Etot onuovpyovvral ta flipbooks
amo €vo apyeio png. Emeldn opmg Exovv dnpovpyndel 1on apyeio json mov givar TOAD MO OTOTEAECUATIKA, TOPOL
Bo avaderyBel o mpaypaTikdg TpOTOG TOV LAOTOONKE 1) dMoLPYin TV animation 6TV epyacia. Apykd £yve 1
gloaymyn TOv json apyeiov ctov pdxelo player. Me tnv mpayuatonoinon g sweaywyng 1o UES avayvaopioe
avtopata to json file kot dnpovpynoe 3 apyeio, Evav edielo pe dvoua frames, Eva gdrelo textures kot éva sprite
sheet. Xtov @akeho frames dnpovpyovvtal OA0 TO Sprites Tov TPONYOVUEVEMG Eiyav dnuiovpynOel yelpokivnta pe
avtopaTo TPOTO. XToV QaKeAo textures Ppioketar 1 kova 9 n omoio dNUoVPYNONKE EMIGNC AVTOUATO LE TIC
owotég puipuicels. Kavovrog de&i khik oto apyeio sprite sheet kot emiéyovrag create flipbooks dnpiovpyovvron
avtopato o6Aa ta flipbook mov Tponyovuévmg giyav onovpyndet avtopatae eE0IKOVOUMYVTAG TAPA TOAD XPOVO.
Mo avt6 Ko Tpotipdte 1 dSnpovpyia Kot 1 xpnomn Tov apyeiov json. Ztn cvvéyela ETAEYovTog OAa T animations
flipbooks — asset actions — edit selection in property matrix &ywve 1 poOIoN TS TOYOTNTOG CVOTAPAYOYNG TOV
animation am6 15 xapé 1o devtepdrento (frames per second - fps) o€ 7, Y10 v poivovTol Ol KIVIIGELG IO PUGIKES.
‘Enerta yuo v e1caymyn tov exfpdv dnpovpyndnke eviog tov pakélov characters évog vEog AKELOG e Gvopa
enemies, 6mov ekei TorofetnOnKav To apyeio json Twv £x0pmv. Akpiog 1 idio dwadikacio exavainEOnKe Yo TNV
dnuovpyio TV animations TV exfpdv. ‘Eneita otov pdkelo paper assets onpovpynonke vog véog pAKEAOG e
ovopo Fx, 6mov gvtog avtov elodydnikoy ta apyeia pe o €101k €pé (Fx). IIdM akolovnbnke n idia dodikacio
v v dnuovpyia Tev flipbooks. Téhog dnpiovpynbnke évog emmiéov pAKeLOg pe Gvopo environment, OTOL
tomofethOniav ta apyelo pe to tile sets. Avtd Ta apyeio dev eivar 010V TOHTOL He TO TPONYOVUEVO Kol dEV
a&lomombnkov akopo o avtd To onueio g gpyaciag. Movo mepaloviag Tig pvduicelg Eywve pudon tov
ypapik®v o€ 2d paper texture, OTmG Kol Tponyovpéves. Télog puBuiotnie to Gidtpo yo avtd To apyeio otnv
€MIAOYY nearest.
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Eixova 9: Meta v eéaywyn

4.1.3 Anpovpyia blueprint facikov YopaKTpa Kol KANPOVOUIKOTNTOG

€ aVTO TO GTAJLO YIVETOL 1] APYIKOTOINGT TOL OCTKOD YAPUKTHPO, OTTOV EVIOS TMV PUKEAMY TOL TPOTLEKT
B onovpynBet évag véog paxelog e dvopa blueprints, 6mov ekel Ba amodniedovral Oha ta avikeipeva mov Oa
ypnowomoinbovv yia v gpyacia. Eviog tov poakéhov blueprints O dnuovpynbei Evag véog gpakelog e Gvoua
characters, 6mov ekei Oo TomoBeroOvion Tt blueprints tv yopaktpov. Evidég tov @okélov ovtov Oa
onuovpynoovpe pio kKidorn tomov paperZD character n omoio eivon moudi Twv KAdoemv object- actor-pawn-
character- papercharacter- paperzd character. Etct ) kAdon paperZD 0o kAnpovouncel OAa T, OVTIKEIEVO, KoL TIC
uebBodd0vg OA®V TV TPOoavaPEPHEVTOV KAAGEDY YOVEWDVY LLE OTOTEAEGLO VO QVTOUATOTON OOV Kot amAomomBody
TOALEC Aettovpyieg Tov maiytn. Oleg avtég ot khdoelg mapéyoviar amd 1o UES. Mepikd yopaktmpioTikd g
KAdong avthg eivat: O yapoktipog arnoteAeitar and éve, UPaperSpriteComponent, To omoio ypnoipomoleiton yio
™V gUEEvIon Kot T dlayeipion TV Ypapikdv Tov yapaktipa. Evoopoatdvel évo CharacterMovementComponent
OV TTOPEYEL TLG OLVATOTNTEG KIVIONG KOl PUGTKNG, EMLTPETOVTIOG GTOV YUPUKTPO VO TEPTATA, VO, TPEYEL, VO TNOA,
KA. Mropel va vrootnpitet 2D animations péowm flipbooks (UPaperFlipbook), emtpémovtac tnv avomopaywyn
aKoAOVOIDV EIKOVOV Yoo TN OMovpyio Kivovpevev yopoktipov. Atabétel éva CapsuleComponent yio. Tn
dwaxeipton g oVLYKPOLGNG KOl TNG PUGIKNG TOV YOPOKTIPA, TO OTOI0 UTOPEL VO TPOCUPUOGTEL avAAOYO LUE TIG
avdykeg Tov mayvidlov. Mmopel va yiver yprnion tov state machines kot blend spaces ywo tov éheyyo Kot T
petdfoon petald SPOPETIKOV KATUOTACEDY Kol KIVAGE®MY TOL Yapakthpa. TElog vrootnpilel evompatouévn
dlelplon €1600®V, EMTPENMOVTAG TOV EVKOAO YEIPIGUO KIVAGEMV KOl EVEPYEWDV TOL YOPOKTINPO HECH
mAnktpoloyiov, gamepad 1 GAAov cvokev®v €oo6dov. 'Etor dnpiovpyndnke mn mpodt) KAdom pe Ovoud
BP_ActionChar Base. A6 kdtm 0o Topovctactel 10 6yE10 KANPOoVOKOTN TS Tov O EQOPLOCTEL £T61 BGTE VA
amhomomBel 1 vAomoinon Tov TPHTLEKT, KOODG TOAAEG KAAGEIS YopakTnpov Bo popdlovial opkeTd KOwvd
YapoKTNPLoTiKd. OmdTe Yoo vo uelmbel 1 emavainyn eVe®UATOONG KATOIOV HEBOd®V Kol aVTIKEWEVOY Oa
yxpnoyoroinfei n mopakdtm doun g euovag 10 ko 11.
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ActionChar Inheritance

Vitality Component
Faction
DynamicSpriteMat

PARENT

Camera . | TAC Despawn Func
Player Inputs « ‘ Turn Character Func
Walljump system

Slide System

Shot Charge System

Ewxova 10: Iepopyikn ooun kKAAGE®Y Kal YopaKTiploTIKG TOVG

H Baowmn pog kAdon kAnpovopel and v kAdon paperZD character tov UES plugin. Qa £xet g avtikeipeva éva
vitality component, faction kot DynamicSpriteMat. Ta; components givar facucd dopikd ototryeio Tov propodv
va tpootefobv o€ actors (N0omo10i) Yio va TOVG dMGOLY GUYKEKPLUEVEG IOIOTNTEC KOl AEITOVPYIKOTNTES. L€ VTN
v mepintwon to component vitality Oa yeipileton Oheg Tic Aertovpyieg mov €yovv va Kdvovv pe v (o1 Tov
maiytn. H petapintn faction O ypnoyomondei yio tov S1oy@piopd Tov MKV He TV eX0pIK®V Hovadwy. X
ouvvéyela Ba onpovpynBovy dvo KAGGEIS TOIdLd, Uio Y100 TOV YUPOKTHPO TOV TTaiytn Kal pio yio Toug gx0povg pe
ovopato BP Player kot BP._Enemy Base. Xtnv cuvéyeia 0Aot ot drapopetikoi tomot gyBpoi Oa eivar madid g
KAdomng enemy base. Ta kKAnpovounuéva, avtikeipevo katl ot pébodot tng kdbe Khdong, kabdc kot Ta dIKA TOvg
LLOVOOTKA YOPOUKTNPLOTIKG (oivovTal OTIC EIKOVES Kot Ba emeEnynBovv atny Tapakdto o€ ovTd TO KEPAANL0, KOOGS
0o Snuovpynbovv. T cuvéyela evtoc v kAdong BP_actionchar base Oa opicovpie to sprite yio tnv KAGGM 00Ty
to animation player idle. 'Enerta 6o pvbuictel to capsule component €161 ®@GTE 1 KAWYOLAN VO TEPIKAEIEL TOV
xapoktipo pe axpifeia kabhg avtr o kabopicel TIc PLOIKEG SLOCTACELS TOV.

Eixova 11: player capsule component
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Eiwxova 12: ILapng ooun KinpovouikoTyTas YopoKTipwy

21 cuvéyela etvar oAl onuavTiko va opiotel g mola Ba Bpicketal o Taiyng oTov Ydpo, 0TOTE GTOV AEOVA Y TTOV
elvar 1o Pabog givar moAd onuavtikd va tov opicovpe oty Béomn 0. Omwg kot Oo opiotel Yo kdbe avtikeipevo
GTOV YMPO, APOV TO TAYViIoL pog elvar d16dldoTaTo Kot Oyl Tpiedidotato. 'Eneita tpafdvtog e To movtikt Tov
YOPOKTAPO TOV Ty TN EVTOG TOV 0pYEiOV We To eminedo, 0 yapuktipag Oa Tapet Yo TpdTn eopd vdoTach. Oume
EMEION €xel pio ehappld audpnon mov dgv Ba Expene va vdpyel yivetor pia pikpn pvouon otov aéova z viog 1o
action char base o1t 0éom 13,9 ét61 doTE VO axovpumdet o xopaKTipag oto £6apoc. TeAKA o1 cuvteTayéves OV
opionkav givor x: -5, y:0, z:13,9.'Enetta otov pdxelo blueprrints- characters 0o dnuiovpyn0ei Evag véog eakeiog
pe ovopacio player, ko pio véa kKAdomn tomov paperZd character pe 6vopo BP_Player kot 8o opiotei ¢ mondi g
KAGong action char base.

To enduevo Prpa ivar n amdknom Tov EAEYYOL TOL TaiyTn amd Tov yeptot. o va emitevydei avtd Oa
npénel TpmTA va onpovpyn et éva game mode class 1o omoio Ba £xel Tovg PacikoDg EAEYYOVG Kot TAPUUETPOVS
Tov moyviolov. H khdon Game Mode otnv Unreal Engine 5 (UES) elvar pia omd 11¢ wo Pacikég KAAGELS oV
pLOuiler T por| Tov TayVIdLD Kot TI¢ Pacikég Tov mapapétpovs. Ovclootikd, 1 Game Mode kAdon kabopilel To
g Bo Agttovpyet to mayvidy, opilovtog d1apopes mTuYEG Tov gameplay Kol TapEYoVTag KAVOVESG Kl AOYIKT| TTOV
di€mouvv Vv gumelpia Tov mayvidlov. ‘Etot evtog tov gaxélov blueprints £ywve n dnuovpyio piog kKidong tHmov
game mode pe 6vopa GM_Action. Mepikég amo tig Asttovpyieg mov O ypnoipomomBovv givor o kaboptopds motag
KAdong Ba ypnoonomBel wc o TpoemAeyuévog yopaktnpog tov maiktn. Kébe popd mov évag maiktng yevviétan
oTOoV Koo, Oa ypnotuonombel awtdg o yapaktpag Kot o kabopiopdc molag KAdorn o ypnoyomombei yio tov
éleyyo tov maiktn. To Player Controller dwoyeipiletan Tig £166600¢ TOL TOUKTN Kot GAANAOETIOPE [IE TOV KOGHO
Tov Toyvidtoy. Evtdc tov gm action Oa opicovpe wg default pawn class tnv khdon bp player, dniadn og Pacikd
yapoxtpo moiytn. ‘Enetta yio va yivel 1 evepyomoinon tov gm action ocav tnv KAACT €AEYYOV TOV TOLYVIOLOD
anyaivovtog otig pubuicelc tov mpdtlekt, oty kartnyopia maps and modes opileton g mpoemheyuévo
TPOYPOUUE. TToL Voo 1 KAGon gm action. o va epeavietel 0 Yopakmpog 610 NINESO TPEMEL VO OPLOTEL EVal
player start position, Sniadn to onpeio amd 1o omoio Oa Eexvioet o maiyTnG. AVt TOPEXETOL AVTOUATO OO TO
UES, omdte T0 LOVO TTOL £YEL VOL KAVEL O TTPOYPAUUATIGTAG EIvaL Vo, TO TOTODETHGEL GE GNUEID APESKEING TOV EVTOG
Tov gmmédov. [TAov e TV ekkivnon Tov mayvidlon o Taiytng EEKIVA eVTOG TOL YOPAKTHP TOV, OAAA eV Pmopet
va KAavel Kopia kKivnomn, aeov dgv £xel OploTel AKOUO 1 AEITOVPYIKOTNTA TOV YapakTipa. ['a T dnpovpyia twv
SAPOP®V AELTOVPYIDV TPENEL TPMTO, Vo, dnuiovpyndei éva yepiotpilo maiktn (player controller) to omoio Oa
umopel va déxeTan inputs amd to TANKTpoAoYo. Ilpv dpmg yivel avtd vdpyel €va akoun npofinua. Katd tov
ENEYYO TOV YOPUKTPA OO TOV TOiYTN, 0 OEVTEPOG ExeL Ui Tepiepyn ONTIKN YOViol ooy vo, fpicketal EvTOg TOV
yapoktnpo. Puoikd ovtn dev gival 1 extlount oTTIKN YOvia Yo Tov maiyt, Kadmg avtdg tpénet va PAETEL TOV
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XOPOKTPO TOV 0md To TAGL OmoTe 6TN SLVVEKELD Ba yiver n pbBon g ontikng yoviag Tov maiytn. Evtog g
KAdong bp player oto viewport editor, 6nmg ovopdaletol UTopel 0 TPOYPOUUUATIOTNE VO SLOXEPIOTEL TA YPOPIKA
oToleila Kot To components Tov blueprint. 'Etot 610 capsule component 8o tonofetnbei éva spring arm kot wéve
o710 spring arm Oa tonoBemOei pio kapepo. To spring arm gival pio adpatn TPOEKTAOT] OO TNV KAWYOLAN TOV
naiytn mpog to mAdL. 'Etol mpaypotonoteite mepiotpo@n Tov spring arm katd -90 poipec, mote va £pbet and v
micw oyn otnv mAaiv. ‘Enetta éywve mepiotpo@r| katd -15 poipec otov dEova y, dote va 600el 1 aicOnon ot
yiveton n wapakoAovOnom tov yopaktnpo omd Eva mo YnAod onueio. Téhog mpémel va apaipebel 1 wavoT T
ovykpovong (collision) Tov spring arm pe GAAa avtikeipevo, omdte otic pvOuicelg do collision test
amevepyomombnke avtr 1 puduio.

= Viewport X JF Construction S.. & Event Graph

= Perspective  Lit N blE2 o & @10 @G5 2025 [

Eixova 13: Spring arm ko1 kauspa

Topa Npbe n otryun yio v dnuovpyio T@V PacIKOV KIVICE®Y TOV YOPOKTAPO Kot Yivetal 1 onpovpyio evog
VEOL POKELOL WE TO Gvoua inputs kot EvTOg owTov gvog dAhov pe to dvoua actions. H gicodog eviodmv yivetan
oto UES5 pe t ypnon g enhanced Input Actions class, mov 8a ypnoipomombel oe Atyo. tov @axkelo actions
onpovpyodvTat KAAceLS Yo Kabe €idog dpdiong mov Ba kavel o Taiytne. Anpiovpyndniay €11 o1 dpdoeig (actions),
IA_Jump (avomnoneon) tomov digital boolean, IA__Move (kivnon) tomov axis 1d(float), xivnong o pia didetaon.
A@ov dnpovpynbnkav ot dvo mo Pooikés dpdoelg Kivnong tdpa TPEMEL Vo YiVEL 1] GUVOEGT TOVG UE TO
TANKTPOoAOYl0. OmoTE GTOV PaKEAO input dnuiovpynRdnke pio KAGoM TOTOL input mapping context pe dvopa
IMC_Action pe oxond v daygipton e 16060V eviol®v and to TAnktpordyo. Ondte n Al Jump 6é0nke pe to
mnktpo space kot k. H IA Move 6é0nke pe ta mAinktpa d (kivnon mtpog ta de&ld otov Betikd déova X), pe 10 A
(xtvnon mpog ta aplotepd pe negate modifier mov avTIGTPEQPEL TO TPOGMUO TNE Kiviong Yo “apvnTikn” Kivion
otov d&ova x). ['a 10 emduevo o1adio pémet va, dobel 1 evtoln oTov maiyTn vo YPNCLOTOMGEL TNV KAAGT imc
action, mote vo Kotahdpel 1 kAdon bp player amod wov Oa d€yeTon evioléc.

// Zovaptnon o apyonoinomn tov game mode
YYNAPTHZXH InitializeGameMode()
// Tlaipvoope tov Player Controller (yia single-player)
PlayerController = [TapePlayerController(avtiypago avtov tov game mode, [Taiktng 0)
/I"EXeyyoc av o PlayerController eivon £yxvpog
AN PlayerController vrdpyet TOTE
// Tlaipvoope o Pawn mov ghéyyeton and tov PlayerController
ControlledPawn = PlayerController.ITapeEAeyyopievoPawn()

/I"EXeyyoc av to Pawn vrapyet
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AN ControlledPawn vrtapyet TOTE

/I Kévoope cast to Pawn otnv KAdoT TOV GUYKEKPLUEVOL YOPAKTIPO LLOG

PlayerCharacter = KaveCastXe YourGameCharacter(ControlledPawn)

/I Av to cast elvar emtuyég kot o PlayerCharacter givon éyxvpog

AN PlayerCharacter vrdpyet TOTE
/l AMMAETMOPACTE LLE TOV YOPOKTAPO TOL TOUKTN (7., KA|OT KATOG GLUVAPTNONG)
PlayerCharacter.ExtéAeonKdmolwonXvvaptnong()

TEAOZ AN
TEAOZ ZYNAPTHZHZ

/] Zuvaptnon yio tn pOOen Tov input Tov Tkt
YYNAPTHZXH SetupPlayerInput()
// Aéopevon g evépyetag "Jump" oto TAnKTpO spacebar
AéopevonInputEvépyeiag("Jump", OtavllatnBeillAnkTpo, Jump)
// Aéopevon g evépyetog "StopJumping" dtav To TARKTPO aENVETHL
AéopevonInputEvépyeiag("Jump", OtavAeedeilIAnkTpo, StopJumping)
TEAOZ £YNAPTHZHZ

/] Zuvaptnon yo v evépyeto, Jump
SYNAPTHEH Jump()
/I Kiqon ¢ Pacikng cuvaptnong yuo Jump
KiMonBaowmcXvvdptnoncCharacterJump()
TEAOXZ £YNAPTHZHZ

/] Zuvaptnon yio. Tn S10KOoT TNG AvVomToNeNg
YYNAPTHZXH StopJumping()
// Kion g Pactkng cuvaptnong yio S10Kom ovarnonong
KMonBaoumcZuvaptnongCharacterStopJumping()
TEAOX XYNAPTHXHX

Meténerto Oa yiver | ilcaymyn tov input actions wov dnpovpyndnkav Tponyovuévoc. Me v ekkivion tov
YEYOVOTOG OSNANON E TO TATNLLO TOL KOVUTIOV O YopaKTpag Oa mpaypotonolel avandnon. Eivar told onpoviikd
Vo OPIOTEL PETA TO TEPAG TNV TPAENG O YOPOKTNPOS VO OTOUNTAGEL TNV OVOTNONGCT, OTOTE TPEMEL VO,
TPOYPAUUATIGTEL KOl QVTO.

// YourCharacter.cpp
YYNAPTHZXH SetupPlayerlnputComponent(PlayerInputComponent)
KéieoeTnBaownZovapmonSetupPlayerlnputComponent(PlayerlnputComponent)

/] Aéopevon g evépyetag "Jump" oto TAnKTpo Spacebar
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PlayerInputComponent.AéopevonEvépysiag("Jump", OtavIlatnOeillAnktpo, Jump)
PlayerInputComponent.AécpevonEvépyeiag("Jump", OtavAeedeilldnktpo, StopJumping)
TEAOZ XYNAPTHXHX

YYNAPTHZXZH Jump()
// Kion ¢ Pacikng cuvaptnong Jump
KMonBaowmcZuvaptnongJump()
TEAOX LYNAPTHXIHX

YYNAPTHZXH StopJumping()
// Kiqon ¢ Pacikng cuvaptnong StopJumping
KMonBaoikmcZuvaptnongStopJumping()
TEAOX ZYNAPTHZHZ

21 ovvéyela emavorappdveton 1 ida depyacio yia tnv kKAdon [A Move, 6pmg og avtr Vv mepintwon dev givot
eMBLUNTO VO TPOYUATOTOLEITOL 1] KIVNON UE TO AT, TOV KOVUTIOD, ALY LE TO KPATN O KO VO GTOUOTOEL IE
TNV am0dEGELGT TOV TANKTpov. Eniong oto character movement component tov mopEyetal LTOHOTO Od TV
UNyYOv 6TV Kivnon Tov Toiytn TPEMEL VO OPIOTEL 1 TN UE TNV OO0 TEPTOTAEL O TaiYTNG dNANSN 1 HOVAdA TNG
amooToomng Kot 1 katevbuvon. ‘Etol opiotnke mg scale value ywa to mepratmuo 1 tiun 1 wov gival kot 1 avtopatn
T Ko ©¢ katevBovvon kivnong opiotnie n tipn 1 otov d&ova x kat 0 yio Tovg AEoveg y kat z, epdGov 1 kivnon
TpaypoTonoleital povo oe €vav aéovo ota 2d games mépa and TV avamnonon. Topa OU®g TapOA0 TOV O
YOPOKTAPOG pmopet vo mepmatioet dev oALalel katevBuvon Tpog 1o onpeio mov TEPTATIEL, £TG1 TPpooTiBeTon pio
ouvOnkn oto scale value. Edv avtd eivar peyaivtepo 1 ico tov 0, tOTE KAVOVTAG 0vapopd otV KAdon player
controller Tpaypatomolgitan TEPIGTPOPT| TOV TalyTn TPog Tar de&id, dNAadn opiletar otov d&ova z  Tyun 0, evd
eav n tipn etvon pikpdtepn tov 0 1ote opiletan otov dova z n Ty 180 kat yiveton mepioTpot| TOL sprite TPog Ta
aptotepd. To mpofinua mwov dnuiovpyeite OpmG givar dTL AoV To Spring arm Ue TNV KAUEPA EIVOL GUVIEDEUEVA.
OTOV Ty TN KAVOLV Kol LT TEPIoTpoPn pall Tov kot £Tot dnpovpyeite Eva mov mepiepyo epé. 'Etol mnyaivovtag
oT1g puOpioelg Tov spring arm yiveton adiayn tng pOOUoNg mepioTpoPr|g amod relative og world kot mAéov 1 Kapepa
dev meprotpépetal pall e Tov yopoaKTnpa, Tpocdidoviag £Tol aAnbopdvela oty kivnon tov.

e auto 10 oTddo O evompoTmBodv To animation Tov YOPAKTPA TOL YPEWALOVTOL GTOV KMOKA, KOOMG
LEYPL TOPO O YOPOKTNPOG EVO glye Kivnom dev amoTummvoTay avth otnyv Tpdén. Evtog tov paxélov Player Oa
dnuiovpynOei éva animation source class amd 1o paperZD plugin pe 6voua AS Player. e avtd to editor Oa
onpovpynBodv ta animation yio Tov TaiyTn Kot ®g dedopéva animation Ba emdeyodv ta avtiotorya flipbooks mov
elyov dnovpyndei Tponyovpévmg. Andadn oto idle animation o tpootebei to idle flipbook. [Mapaxdtm vadpyet
N ewodva Tov eaivetal akplPac Tmg Aettovpyel o editor pe 6Aa To animation Tov iyt TAEOV EVEOUATOUEVA
otV kAdon AS Player. Me ) dnpovpyio twv animations dnpiovpyndnke avtdpoto Kot vag AKeA0s e GvopLa
anime sequences oTov QAKeLO player Tov mepiEyel OAa Ta animations 7ov onpovpyYHONKay oty ewcovo 14, X
ouvéyeln oTov Pdrelo player onpovpyeite pia Kidorn tomov paperZD animBP kot emiAéyetor og yovéag 1 kKAdon
AS Payer, ®ote 1 Tpd™ v £xel TpdoPacn o€ Ol To. animation T devTEPNC. AT M KAGO™ EmITPEREL TV
dnuiovpyio animation trees Kot oNA0ON 0EVOPA ATOPAGEMV LUE KATAGTAGEIC LETAPOONG 0o TO £va animation 6To
Aho. Opmg yuo va yivel 1o Topandve TPEREL 1) KAACT 0VTH VO ATOKTGEL TPOGPCT 6TO AVTIKEIUEVO TNG KAGONC
BP Player and 6mov Oa. ypelootel TAnpo@opieg yio TNV dNuovpyio 1oV KOTooTACEMY UETAPAONC.
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Eixova 14: AS Player editor - class animations

Kénwg ¢1o1 6o mpaypatonomBel to mapamdve Pripo:

// YourFunction

YYNAPTHZXH YourFunction()
// Tlaipvoope tov wpmto Player Controller
PlayerController = [TapePlayerController(ovtr 1 kAdon, [laiktng 0)
AN PlayerController vépyer TOTE
// Tlaipvovpe to Pawn mov gléyyet o Player Controller
ControlledPawn = PlayerController.ITapeEAeyyopevoPawn()
AN ControlledPawn vrépyet TOTE
/I Kévoope cast To Pawn otnv KAGoT TOL YOPOKTNPO LOG
PlayerCharacter = Kd&veCastZeYourPlayerCharacter(ControlledPawn)
AN PlayerCharacter vrapyer TOTE
// Tlaipvoupe To Anim Instance tov yopaktipa
AnimlInstance = PlayerCharacter.ITapeMesh().ITdpeAnimInstance()
AN AnimlInstance vrdpyet TOTE
// K&vovpe cast to Anim Instance otnv Khdomn pog tov AnimBP
YourAnimBP = KdaveCastZeYourPaperZDAnimBPClass(AnimInstance)
AN YourAnimBP vrépyst TOTE
/I Topo pTopodLe vo OAANAETIOPACOVLE HE TIC AgiTovpYieg Tov AnimBP
YourAnimBP.ExtéAeonKdamolwaXvvaptmonc()
TEAOX AN

TEAOX XYNAPTHXHZ
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Emmpdcbeto eviog tng kAdong BP Player oto animation component otig pvBuiceig Tpénetl vo opiotel cav anim
instance class 1 kAdon ABP Player. Ovcwootikd avtiy 1 pofuion Aéel otnv KAGOT TOL YOPAKTAPO Vo
TPOYUATOTOLEL TIG KIVIGELS TOV pe PAon To 0évOpo amopldcemVy Kol ta animation tng khdong ABP_Player. Onote
topa evtoc g ABP Player opiletor wg facikn kivnon n adpavela kot o¢ petafatikn kivnon to tpé€ipo. Opmg
TpéneL va oploTel Kol pio mopaUeTpog LeTdBacng amd TN pic GUUTEPLPOPE oTNV GAAY, £TGL EyovTag KAVEL oM
avagopd otnv KAdoT Tov maiytn Ba wépovpe to velocity. H taydtnra (velocity) oe évo animation component oty
Unreal Engine 5 eivor ovvBog po petafinty tomov FVector. O tomog FVector sivar pio doun mwov
OVIUTPOGMOTEVEL VA OEVUCLO GTOV TPLGOLAGTATO YMPO Kot TEPLEXEL TPELS cuVIoT®oeG: X, Y Kol Z, ol omoieg
OVTITPOCMOTELOLY TIG TOYOTNTESG KOTH UAKOG TV avtioTormv aovmv. Onodte petd Oa avalnmoei to péyebog tov
vector kot pe Bdon v cvvBnKn edv To punKog etvar peyardtepo tov 0, tdte Ba gvepyomomBel to run animation,

aAldg oty ovtifetn mepinTmon pe 1 TN Tov uiKovg givar pukpdtepn 1 ion pe to 0, Tote Ba mai&el ) kivnon g
adpavelng. (ewova 15)

Ewxova 15: Ano adpavela o€ Kivijon Kol avTieTpopns

Amd 10 idle petd mhpe oto jump animation oL €ivor 1 Kivnon avamnonong. ¢ TAPAUETPOG KOLTANE av M
napdapetpog is falling Tov movement component givar aindng, Kabmg £yovpe opicel mwg 0 N avamdnon sivor
éva action tomov boolean. Edv to is falling sivor ainbéc tote petafaivel o yopaxtipag oTnv KATAGTACT
avamnonong, 6mov petd petafaivel oty katdotoon fall. H cuvnkn petdfoaong edm givar av 1 tiun tov Z omd 1o
velocity mov givar tomov Fvector gival pukpdtepn 1 ion pe 1o undév mov onpaivel 0Tt o Taiyng Kiveite apyvntikd
otov G&ova Z, dNhadn mEeTel Tpog ta kato. TeAkd amd to animation fall o waiytng petafaivel oty katdotoon
idle vd v cvvONKN 6T N petafAnty isfalling dev givor aAndng.(eucova 16). Emmiéov dev €xer dnpiovpynOel
axopo petdfoon and v Katdotaon TpEEOo 6To animation NG avamnoNomng, OTOTE aVTO gival To EMOUEVO PriHa.
H ocuvOnkn petdpaong sival akpipoc n idto pe avti amd v adpavelo TPog TV avamrnoncn, doniadn av o bp
player isfalling eivonr aAnfég 161e owTd onuaivel 0Tl PpiokeTorl 6TOV 0EPO KOl TEPVAEL OTNV KOTAGTOON
avamnonong.

@ JumpRise

=)

Eiwxova 16: Idle, walk, jump, fall animations
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‘Eva axopo fripa yio v Beltioon tng aAAnAenidpacng Tov yopaKTipa pe To mepPdilov ival n d16pBwon Tmv
UNYOVIK®V 0G0V apopd Tn cOyKpovor pe drda ovtikeipeva. Kabog mpoxertar yio €va 2d moyvidt givor mold
ONUOVTIKO O YOPOKTNPOG UETE amd Kamowd oAANAEmiOpaot pe €vo oviikeipevo M €xBpd va punv pmopel va
EKTOTIOTEL EKTOG TNG TPOoKaBOoPLGUEVTG S100pounG Tov 6Tov aZova y. Olo to mepipdAiov sivar yTiGHéVO otV 010
“Sdpopn)”, omdte av o Mpwag ektomlidtav dev Ba pumopovoe mAEOV Vo CAANAETOPACEL e Ta VIOAOUTO
avtikeipeva. Epocov Ba ftov 1o mo oeélpo vo viomomBovv tantdypova autég ot oAAaYEG 68 OAOVG TOVG
YAPOKTNPEG, 0VTEG Ba Yivouv evtdg g kAdong bp actionchar base. ‘Emeita oto character movement component
omnv pvOon constrain to plane &ywve n petatpomi g pOOong awtng 1 poévo ya tov déova y. Avtd onuaivel
TOG TAEOV JEV vl SuVATO Y10 KOVEVA YOPOKTN PO- Todi VTG TNG KAGOMS va petokivnOei otov déova y. EmmAéov
pio acopun 016pBwon mov £yve Mtav TG Adym g vVIapEng Tov capsule component wov opilel Ta YLGIKAE Hpla TOL
matytn, ovtdg Oev EMEPTE OLOAL GTOVG KEVOLG YMDPOVGS TOL EMTESOV, AL Katd Kdmolov Tpdmo KO aye Alyo oTo
TAGL TOL €0G.QOVG KUl YAIGTpOYE TTEPiEPYA TPOG TO KAT® AGY® TOL TEPIEPYOL GYNUATOG TNG KAWYOLANS TOV TOV
nepikAeiel. 'Etotl oto character movement component tng actionchar base, 6nwg kot tptv Ba yivel 1 aAloyr| pog
POOUIONG Yio OAOVG £TGL MOTE VAL TEPTOVY OUOAN OLOL O1 YOPOKTAPES GO TO VYN TOV EXTESOV. TNV puouion use
flat base for floor checks emAéyete n aAnOng Tur. ‘Emeita yio v Bedtioon T@v unyovicu®v TNe avomnonoens
&ywve 1 oAhayn kdmowmv axopo pubuicewv. AvEndnie n pvduon gravity scale oto 3( Tomov float - moAlamiacidlet
to global gravity * 3), onAadn avénonke n €AEN ¢ Papvtntog kat To jump z velocity pvBuictnke ota 600cm/s,
onAadn n dvvaun g avamidnons. ‘Eneita oty pvBuion air control €yve n emloyn tipung 1 , dote va €xetl o
maiytng meplocdtepo EAeyyo NG Kivnong otov aépa. H Air Control givor pia tiuf peta&o 0 kot 1. Otav évag
YOPOKTAPOC TNOAEL N} TEQPTEL KOl fpiokeTol oTOV aépa, 1 Kivnon tov eanpedletol Kuping amd tn PapvTnTo, Kot
0mOlEGONTOTE apyIKEG dSuvapels Tov Tov ®Onoav otov aépa. H petapinm Air Control kabopiler méco pmopel o
ToiKTNG v aALAEEL TNV KotevBuven Kot Ty TohTNTO TOL YUPUKTNPO TOV VM PpiokeTol 6TOV aépa. L€ aVTO TO
onpeio Ba yivel epappoyn evog Unyovicpov avamionong 6mov o Taiytng Bo emAéyel avtdc OGO YA BEAEL va
OVOTNONOEL O YOPUKTNPOG AVOAGY®G TOV TOCO TOPEUEIVE TATNUEVO TO TANKTPO space. Xtnv KAdon bp player
KaBdC HOVo vt Ba ETNPedcel 0 VEOC UNyavioHOg yivetal addayn ¢ petapAntge max hold time otnv Tiun 0,4.
H petafint Max Hold Time oto Unreal Engine 5 (UES) cuvi0wg avagépetor otn péyiotn didpketo mov umopel
va kpatn et kamolo input N evépyela Tpv avty evepyomombel 1 aneievBepwbet. 'Enetta yivetar viomoinon dote
1 GLVAPTNOT Stop jumping vo KOAEITE KAl TNV aneAevBEP®ON TOL TANKTPOV, OAAG Kol OTAV OAOKANP®OEL TO
jump. Téhog yivete n puBon tov lateral friction otv Ty 50. H petapint Lateral Friction oto Unreal Engine
5 (UES) avagépetal otny TpiPn] 1oL €QoproleTol 6TI TAEVPIKEG KIVIGELS EVOG YOPUKTIPA 1 OVTIKELLEVOD. AVTY|
N PPN ennpedlel To TOG O YOPAKTNPOG 1 TO AVTIKEINEVO EMPPadiveTal OTavV KIVEITOL TAEVPIKA, OTMG KATA TNV
oAioOnon N v mepiotpoen. [TAéov o yapaktipag pumopel va Kiveite oyeddv eErebbepa dtav PpiokeTal 6Tov aépa
7oV divel 6ToV oy TN TOAAEC EMAOYEG Kot EAeVOEpio KIVGE®V.

4.2 Anypmovpyic animation Kot pnyeviopov tvpofoircpov

DuoiKd T0 TPOTO TPAYLO Y0 TV ONUIOVPYIN TOV EPE TVPOBOAGUOD KoL TNV GOUPOVY Eval 1] EIGAYMYN
TOV spite Kot 1 dnuovpyio animation yio, TG GPAiPEG MOV TVPOPOAEL 0 KOPLOG YAPAKTAPAG, AAAG Kot Evag omd
Tovg gxBpovg. Me Tov 1610 TpOTO OV avaPEPONKE GTNV TOPATAV® VTTOEVOTNTA Kot OgV Ypelaletal vo exavoinedel
Eava, £yve 1 elcay@yn TV sprite Tov ceapdiov (projectiles) kail 1 dnuovpyio tewv flipbook. To wpdto frua
elvar n puduion g TayvTToS avamoapaywyns Tov flipbook. To TpmTo animation eitvon avTd TG TPOSKPOLONG LE
ex0poic N avtikeipeva Kot opiotnke ota 13 kapé avd devtepdrento (frames per second). ‘Enetto 1o animations
Yo TV @OpTmoT BOANC TOL TaiyTn, To 0moio Oa eival £vag UNYAVIGUOG OTOL O TalYTNG WITOPEL VO, EVOLVOUDGEL
v ovvoun Tev PoAdv Tov, puBpictnke kot avtd ota 13fps. To gpé g mopeiag g PoAng pubBuionke ota Ifps
Kot 1 prdda eoTidc Tov £x0pod ota 9 emiong. Téhog 1 €kpnén mov Oa ypnoiponombel wg epé Bavatov yio Tovg
exBpotc pvBuiomke ota 13fps. Apov énée n dadwacio onpovpyiag TV epE, To emdUevo Prpo givor 1
onpovpyia TG Aoyikng pe v omoia Ba Aeitovpyodv ot ceaipes Kal yio avtd T0 okomo Ba yivel ypnon mhAL TG
KANpovokottag. Amd kdto otny gwkova 17 divete n Aoyikn n omoia O, akoAovONOel Yo TV onpovpyic TV
KAdoemv TV projectiles, ex0pikdv Kot PIMKOV.
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Projectile Inheritance

Collision and Event
Flipbook
ProjectileMovement
Faction
ProjectileDamage
VFX and Sound

PARENT

Disappear when
leaving screen

ShotEnergy
Management

Eiwxova 17: Kingpovouixotyta kidoewy projectile

H apyum khdon Ba kinpovopei and tnv kAdon Actor tov UES kot o €xel otoyyeia, 0nmg ta animation yio tnv
oLYKPOLGT Kot GALD YEYOVOTa, TO projectile movement component, 67ov Oa yivetar 1 pOOGT TG TAYXDTNTOC, TNV
petafinty faction mwov Ba opilet edv mpoxetTar yia exfpikd 1 prkd Topd, v {nuio Tov Tpokaiel n ceaipa, Tov
Nyxo Kot aAla. Oa £xel dVo KAAGELG Tad1d, TNV player projectile base kot tnv enemy projectile base, yia Tig P1AUEG
Bolég ko Tig exBpikéc avtioTorya, dmov ekel Oa mpootebovv emmAéov aviikeipeva, OTOG pPio LETOPANTH Yo TO
op1o Poradv Tov maiytn, pio pEBodo yro TNV avarAnpwot Tovg kot pio péBodo yia v e&opdvion tov foidv Otav
avtég Pyaivouy amd ta opla g 006vnc. Oha avtd fonbodv Kol 6TV UEI®OT TOV VITOAOYIGTIKOV TOPOV TOL
YPNOLOTO1EL TO TaLyVidl, Kabmg Kkat yio v e&looppodmnomn tng dvokoriog. Télog Ba ypnoytomonBovv diieg 4
KAIoELS oL, OTIMG QaivovTol otny ikova 18, Tpelg amod Ti¢ omoieg Oa eivar yia Tig BoAég Tov TaiyTn Ko pia Yo
ToVG €Y0p0ov¢ oL Ba avaAvBOLV TAPUKAT®.

Collision and Event
Flipbook
ProjectileMovement
Factio

Disappear when
leaving screen

ShotEnergy
Management

PARENT

Eixova 18: Iljpng Loy kldcewy projectiles

55



Emopévag dnovpynnkav ov pdxelot blueprints — projectiles — player , enemy , bp projectile base (KAdon
€vTOg TOL PakéLov projectiles). “Emetta dnpovpynnkav o1 kKhdoeig modid bp playerprojectile base otov pdkero
player o1 m wAdom bp playerprojectile regular. Xto emopevo Prpo Bo yiver m pOOon g KAAoNG
bp_projectile base mov Ba givar o yovéag OA@V TV vToloinmv kot Bo TepiEyel OAeC TIg Pacikég 1010t TES OV OOt
popdloviar ot kAdoelg moudd. Kartapyds Bo yiver m mpocsOnkn tov projectilemovement component otnv
Katnyopia Twv component g KAGoMG, T0 onoio eival éva component TOV TOPEXETAL ETOO OO TNV U)XV,
kaBag etvar éva mhpa moAd cuvnBiopuévo component oL VIGPYEL G€ OAa Ta oy vid Boidv. [ va dovAéyel
oumg ypetdleTon 6mmg O o To avtikeipeva va €xel KAmow Quoikd dpia, omdte otov viewport editor Ba yiver m
mpocOnkn evog sphere collision, éva €idog aviyvevty (collision) mov ypnoylomoleitan Yo vo EVIOTIGEL TIg
GLYKPOVGELG LETAED OVTIKEWUEVOV GTOV KOGUO TOV oy vidloL pe oynpa opaipoc. 'Engita apod dnuovpynnke to
KOAOVTIL TNG GQaipas 0T cLVEXEWD TPEMEL Va. Yivel 1 TpocsOkn Tov animation, ondte yivetar 1 TpocOnKn evog
flipbook otnv oeaipa and tov editor, cuykekpuéva to player shot loop flipbook. Apo¥ t0 sphere component Oa
elvat vevBuvo yio GAovg ToVG PNYOVIGHOVS cUYKPOLOTG YiveTat optopds e puBuiong collision oto flipbook amod
UTAOKAPIGUO GTO TTAVTA, GTNV EMAOYN UNOEVIKNG cuykpovone. ‘Emeita yivetar phOon g mepiuétpov tov
o@a1p1diov £161 MoTE AVTO VO £xEL TO 1010 UEYEDOG Le TO Sprite TNg oPaipag, OAM®MG 1 TEPLOYN GVYKPOLGNG dgv Ba
Nrtav 1d1a pe 1 mepipeTpo tov sprite kot dev Ba EPyale Kavéva vonpa. Xt cuvéxelo TpEmel va Yivel  apaipeon
¢ BapvnTog amod to projectile movement component yioti 1 ooipa 0o TEPTEL TOAD YPNYOPO TPOG TA, KATM UETH
™V anelevBépman| g amd to dmAo mov dev etvan emBupunto. ‘Etot yivetan pufuion g Bapvtntag oy tipn 0.
Emiong v va pmopei n opaipa va ta&dedel o€ gubeio mopeia otov d&ova X yivetal o oplopdg Tng TING initial
speed (apykng tayvmtog) oe 1000 ko tov max speed (uéyiwotng toydmrag) oe 1000. Emimiéov yo va
KOTAOTPEPETAL 1| BOAT LLE TO TOL GLVOVINGEL £vav Toiyo Ypeldletal n dnpovpyic vog GIATPOL GLYKPOVGEWV.
O)ot o1 toiyot Ba Eyovv pubuion cvykpovong opiopévn o€ block all dynamic, dniadn umAokdapiopo OA®V TV
OVTIKEWEVOV 0TOTE Ogv ypetaleTal va mepayTovy ot pubuicels avtéc. Omote otic pubuicelg Tig ceaipag yiveton
emoyn g puduiong block all dynamic. Xtn cvvéyeia yivetar 1 yewpokivntn dnpovpyio £vOg YeyovoTog TOL
Eekvdel e TNV oOYKPOLOT) TG GOOIPAG UE GAAO OVTIKEIIEVO OV EYEL IKOVOTNTO CUYKPOLGNC. Me Tnv gkkivnon
TOV YeYOVOTOG émetta Kaheitan 1 cuvaptnon destroy actor Tov KOTAGTPEPEL TO AVTIKEIUEVO TNG KAAONG Ao TOV
KOGUO TOL Ty Vidlov, dNAadn v cpaipa.

// Zovaptnon yio Ty GUYKpPoLon
// OnOverlapBegin

YYNAPTHXH OnOverlapBegin(OverlappedComp, OtherActor, OtherComp, OtherBodylndex, bFromSweep,
SweepResult)

AN OtherActor vrapyet KAI (OtherActor AEN gtvon avtd to avtikeipevo) TOTE
// Kataotpopr] 0utov TOV OVTIKELLEVOL
Kartaotpoon|()
TEAOZ AN
TEAOZ ZYNAPTHZHZ

Zmnv ovvéxela Ba yiver n dnpovpyio tov flipbook g ékpnéng oeaipag Katd TV chykpovon pe dAlo
avtikeipevo. Avtd Oa mpaypatomomOei pe Ty dnuiovpyia evdcg véov blueprint to omoio Oo wailetl £va véo flipbook
kot 0tav to flibook orapariost va nailel Oo avtokatacTpapel, SNANOT HLOAIG ¥TUTNOEL e KATO10 avTiKeipevo Ba
noyBel To animation katacTPOENG Kot M o@aipa Bo efapaviotel amd Tov Ydpo Tov ToryvidwoY. [iveton 1
onuovpyia Blueprints — Vfx folder — new blueprint class BP. VFX Base. Metd v onovpyia g kAdong
yiveton mpocOnkm tov play shoot hit flipbook. E@dcov mpoxettar yio éva g€ yivetor n amevepyonoinorn OA®V TV
OLYKPOVGEWMY UE TOV 1010 TpOTO oV £)EL avapepOei Tponyovuévag pe ™ pvOuon no collision oto fipbook. Xtn
oLVEXELN YiveTal 6TO YeYovog begin play, Oa onovpyndei n cvvaptnon set looping n omoia opilel v TN
Looping tov blueprint 6€ yevdr|. Avtd Oa GTAPATACEL TNV GLVEYN EXAVAANYT TOV animation, Kafd ovTO TPEMEL
va Tpaypotonoleite udvo pio opd Kot Ty Kotaotpo®n e opaipoc. “Emerta yivetor ) dnuovpyio evog véou
YEYOVOTOG OV eKTeAEite pe TV ANEN Tov animation tov flipbook, kot dnpiovpyeite n cuvaptnon destroy actor
OV KATOOTPEPEL TNV GOAIPA UE TO OV Yivel TO animation. Xt cuvéyela yivetal 1 SNUovPYio Tov TS0 TNg
KAdong vix base pe 6voua BP. VFX Shothit. Qote va yivel i yprion avtod otov kOGO yioti 1 facikn kAdom
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umopel va Eava aAldéel oty mopeia. Epocov dnuovpyndnke n kKAGOT KATOGTPOPNS TNG GPAIPAG, GTN GUVEXELD
Ba yivel n kKhnon g amod v KAdon projectile base wov yepiletan OAeg Tig facicég Aettovpyieg. OmoTE 6TO YEYOVOS
on component hit mov &yet oM dnpovpynBel kaieite n cuvaptnon spawn actor mov gpeavifer v bp vix shot hit
o Béom mov ftav to projectile tng KAdong base projectile pe mapoapéTpovg tnv tonobesio g bp projectile base
Kot To rotation, onAaodn v @opd g KatevBuvong me. Télog opileton Always spawn, ignore collisions (va
epopaviferon mdvta Ko vo ayvoel Tig cuykpovoelg) oto collision handling override yia va eEacpalotel n opair
Aettovpyia.

// ReplaceProjectile
YYNAPTHZXH ReplaceProjectile(OldProjectile, NewProjectileClass)
AN OldProjectile AEN vrapyet ' H NewProjectileClass AEN vrdpyet TOTE
EINIZETPOOH
TEAOZ AN

// Aym g B€omg Ko TEPIGTPOPTG TOL TAALOV projectile
OldLocation = OldProjectile.ITdpe®éon()

OldRotation = OldProjectile.Ilapellepiotpopn()

// Anpovpyia tov véov projectile
SpawnParams. XeipiopudcZoykpovong = [avraAnpovpyia

NewProjectile = [TapeKoopo(). AnpovpynceActor(NewProjectileClass, OldLocation, OldRotation,
SpawnParams)

/I Avtikatdotoor tov waAlov projectile
AN NewProjectile vadpyer TOTE
OldProjectile.Katastpoen()
TEAOZ AN
TEAOZ ZYNAPTHZHZ

INo to emdueva, Pripa Tic epyaciog VAOTOMONKE 0 unyavicpog tov 6mAov. [lponyovuévag dnuovpyndnkoy o6l ta
KoTAAANAQ animation yio TI§ GOAIPES KOt TNV UNXOVIKT] TPOCKPOLONG e avTikeipeva Kot £x0pods, aAld axdpa
oev &yel viomombel n €l60d0g TOV TANKTPOAOYiIOL Yo AvABEST TANKTPOL GTNV Agttovpyio. Tov TVPOROAGLOV,
KoBDC dev VIdPYEL AKOUO KATO0 GVGTNUE TPOKANGNG CNutdc. AKOUO TOPAUEVOVY VO TTPOYPOUUATICTOOV KAl 1)
€101KN evépyela Tov Bo PTopel v TPOYUATOTOMGEL O TOXTNG LE TN EMUPOPTICUEVT BOAT. Apa Yl apyn TPENEL VAL
delel éva mANKTpo pe TV Kivnon, ondte otov Pdxkelo input — actions o dSnuovpynOei pio véa kKAdon thmov input
action pe 6vopo [A Shoot yio tov Topofoiiopd, tomov digital boolean. Ondte émeita oto IMC  Action 6mov
YivovTol OAEG Ol GUVOEGELG TOV TANKTP®V, OTTMG £YIVE KOL TPOTYOLHEVAGS Y10l TIG KIVIOELS jump Kol move, Thpa
kavooue Input éva véo key mapping (avdbeon minktpwv) kai gicdyetal n kivinion 1A Shoot e avdbeon oto
mktpo j. ‘Emerta oty xAhdon bp player tov Pacwkov yapoktipo mpootifecar to enhancedinputAction
IA_Shoot . Metd ypnoiponomdnke n cvvaptnon spawn actor from class, 1 omoio enTPENEL TNV EUEAVIGT EVOG
OTLYWOTLTOV OTOLCONTOTE GAANG KAGoMC £xel onuiovpyndel ko £tor epgaviletor to Pacikd projectile
mupofoAcpol , Tov givol To amAd animation g o@aipag. OTmG Kot TPV QVTH 1 GUVAPTNOT EXEL TAPAUETPOVS
v tonobecia, TV TEPIGTPOEN Kot TO UEYEDOC TOL AVTIKEUEVOD TNG KAAGNC TTov o eppaviotel. Agv Oa odAhayOei
to scale, Tpo@avag yio TV Tonobecio epPaviong Tig oceaipag emiéxOnke 1 Tortobecia Tov maiytn 0 onoio dev
elval amoAVTmg 0oTo, Kabmg M opaipa Tpémet po eppaviletal amod to 6mho. Eva mpofinuo mov Oa aviipetomiotel
apyotepo. Emiong yia v @opd ¢ opaipoc emAéyOnke va gival idla pe Ty gopa Tov oyt T oTiy U Tov ovTdg
nmopoPoince. Metd and avtiv v vAomoinon Katd Tn S0k Tov TVPOROAMGLOV LIPYE TO TPOPANUA TOG O

57



Oy TNG ULTOPOVGE VO TUPOPOANGEL TOV E0LTO TOV Kot LETOTOTILETON 0o TNV B€om Tov Oty cvuPaivel ovtd. Ondte
v vo, AvBei To TPOPAN IO TIG LETATOTIONG TOL TTOLYTY OO TIS GPAIpPES, EVTOG TG KAAong bp projectile base oTig
pvlpicelg GuyKpovong yiveTal 1 dOnuovpyia piog xelpokiving Aiotag puduicewmv mov givon pia omd Tig Asttovpyieg
mov mpocspépel To UES yio v dtevkdivuven tov mpoypoppatictdv. Omote oto véo Takéto pubuicewmv mov
onpovpyndnke pmikay ot puOUiceLs, ol ceAipeG Vo LTOPOVV Va TEPVAVE PEGO OO GALES Gpaipeg aAAL Kot amd
TOV oyt Kol va GuYKpovovTol Pe OAa Ta dAla ototyeia Tov mepiBdAlovtog. Xe avtd 1o onueio nedN aKOUA
dev &yxerviomonbein petdPaon oto animation Tov TVPOPOAIGLOD Y10 TOV KLPIC Taly TN, AVTO Ba gival To ETOUEVO
Prpa e epyooiog. [a vrevBopon tpog 1o Tapdv Exovv dnpovpynBel povo ot KOTAGTAGELS TNG AdPEVELOS, TOV
tpeéipatog, ¢ avoammonong kot tng ntwons Omdte mol oty kAdon bp player 6o dnuovpynbei pio véa
petafint pe O6voua is shooting tOmov boolean pe mpoemkeypévn T v yevdn, m omoio pE TO TOL
evepyonomBel To input action cvoTnua Tov dnuUoLPYNONKE Tponyovpéveg Ba aAldEeL 1 TiuY| ™G o aAnOmg,
dNradn o maiytng mupoPfoirel. Znv cvvéyelo oto ABP Player mov eivat 1 KAGoM pe TO dEVOPO KOTAGTAGEDV TOV
elxe onuovpynBet Tponyovpévmg yuo tov maiytn Ba tpootebel oty Kotdotaon idle 1 cuvOnkn: Av is shooting
elvar true, 101€ Mai&e To animation Tov TLPOfoAicOV, aAMOC Ttaie To idle. AkpiPag M 1010 cuvinkT Ba TpocTeDel
OTNV KOTAGTOGT Tun OVTIoTOIY®MG Kol 6TV KATASTAGT jump, UE TNV d10popd 0Tl 6TV KoTtdotaon jump Oo mailetl
10 jump shoot animation kot 61 To amAd shoot animation mov givat dtapopetid peta&y tovg. To TPOPANUa Opmg
elvar 611 dev opiotnke 10 is shooting oe YevdEC APOV 0 TOiYTNS CTAUATNGE VO TUPOPOAEL, 0TOTE TAAL 6TV KAGOT
T0V TaiyTn oto shoot input action Ba opiotel  GLVONKN TG OTAY TEAEDGEL ALTH N TPAEN 1 HeTaPAnT is shooting
0o yiver yevdne. Eod Ba onpuovpyndei pio cuvaptnon pe retriggerable delay n onoia agov Oa tedeidvel To input
action petd amo 0,4 devtepa Oa yivetan n adiayn tov is shooting, ®ate va unyv gival dpeon n aAloyn T@v animation
a6 TuPoPoMoUd og (AN KOTAoTAON Kot Vo glval To guYAPIoTO OTTIKA Yiow Tov maiytn. Exet ) dvvatdmra
eMOVEKKIvVNoNG TG KaBLGTEPNONC 0V 0 KOUPOC evepyomoinbei Eavd tpv AnEetl n Tponyovpevn kabvotépnon. Avtd
elvar Wwitepa YpNOYLO GE TEPIMTMGEIS OTOV YPELALETOL VAL YIVEL ETAVAPOPE TOV YPOVOUETPOL KABE (opd Tov
nmopoPoiet o maiytnc. H petafint float g ypovikng xabvotépnong ovopdotnke Shoot anim duration. To
EMONUEVO TPOPANUO TOV TPEmEL va, AvOEl etvar 1 EUEAvIon TG 6EAipag 6T0 6MGTO oNuUEio MUV 610 OTAO TOV
natyn. Inyaivovtag oto bp player class 1o UES emutpémer tnv évtaln scene components mov gival £va Pacikd
GULGTATIKO TOV UTOPEL VO TPOGOLOPIGEL Evay PeTAcYNUOTICUO (0€om, TEPIOTPOPT| KOl KAMOKA) GTOV KOGHO TOL
mayvidov kot Oa petovopootel oe ShootPos. To scene awtd Bo tomoBetnBel axpifmdg Tave 6To OTAO TOL TTaiyTN
Ko 1 Torofecio avtov Tov scene Ha ypnoiporombel yio Ty EpEavioT ¢ oeaipag otV cLUVAPTNOT spawn actor
Ko 00, OVTIKATOGTIOEL TNV TPOTYOVLEVT TAPAUETPO TTOL 1Y€ YpMOILoTO0el ) yevikn B€om Tov maiytn g onueio
avapopds. 'Etol mAéov o maiytng mupofolel pe T0 OTAO TOV EMTLYDC.

Telkd Ba evoopatmbel kot pio akdpa AeTovpyio 6TOV UNYOVIoHO TUPOBOAIGLOD TOV TOiYTN |LE CKOTO
va avéndel n dvckoiia Tov mwayvidov. H Aettovpyia avt Oa amoayopedel otov maiyt va umopei vo pi&el mhvo
oo TPELG evepyég forég cuyypovms, oAld Ba Stodvet Tig folég mov Eepebyouv amd To Opto TG 00GVNG LELDVOVTOG
étol 10 PeAnvekég tovg. Emopévag oty khdon bp playerprojectile base Oa evtaovpe v Aettovpyia oto
TPOYPOUUE. Vo EAEYYEL GE KO Kapé v ot Poréc £xovv Egpiyel amd To Optla TG 000VNG KL TIC KOTAGTPEPEL
Omote 610 YeyovoOs on tick mov diveran avtdpata and Tic Pipiodrkes g UES ypnoionoidvtag v cuvaptnon
get player controller yivetat ava@opd 6Ty KAGGT 0LTH KOl 00 QLT TNV KAGOT UE TNV GLVAPTNON TG convert
world location to screen location yivetor 1 petatpony pog 0éong otov KOGHo o€ Béomn otnv 006vn. Avti M
ouvaptnon maipvel uio 0€om GTOV KOGUO Kol TNV UETATPENEL GE GULVTETOYMEVEG NG 00ovne. Q¢ emimAéov
TopAUETPOC TPETEL VoL d00el Ko 1 Tomobeaia Tov avtikeipevov player projectile otov kdouo. Aivovtal cov ££060¢
1 CLVTETAYUEVT] TOV AEOVA X TNG oPaipag oty 006vn kat V7o TNV cVVONKN TG av eivar pikpoTepPN 1 iom pe to 0,
TOTE KUTAGTPEPOVLE TO AVTIKEIUEVO LE TNV cuvaptnor destroy actor mov £yel ypnopomombei kat vopitepa. Avtd
KOADTTTEL TNV ap1oTeEPT] TAELPE TG 000VNG , OU®G Yo TNV de&ld TAevpd Tpémel vo. evtomiotel To0 PEyehog Tov
viewport editor, kafd¢ avTtod pmopei va cuppikvmbel 1 va peyol®GEL OVOAOYMG TOV TPOTIUAGEMV TOL Taiyth. Etot
YIVETOL TODTOYPOVA KOL O EAEYYOG OV 1) CLUVTETAYUEVT] X lvarl peyaAnTepn N iom TG TWNS X Tov viewport editor,
omov av gipot aAnBég mil Kotaotpépetol 1 oeaipa. Encita yioo va punv epeaviletal to €p€ KOTASTPOPNG TS
oQaipag 0Tov Pevyel amd Ta Opto. TG 000vNG, OTTmG av yTOTTayE Evay £x0pd, aAAd amAdg va eapaviletor apkel va
yivel oAdayn otnv ogpd Tov KMOKo €vtog NG kAAong projectile base. ‘Etol xkotd tqv ovykpovon ovii va
KOTOOTPEPETOL 1 GPAIpO, Kol HETA va moilel To animation, tdpa tpdTa Oa mailel To animations kot petd Ho
kataotpépetan 0 NBomoldc. Epdoov moté dev yivetar ovykpovon dev Oa marytel moté animation KaTa.GTPOENC ,
EVO TPV TOV animation TNg KOTAGTPOPNG NTAV GUVOESEUEVO LIE TNV KOTAGTPOPT TNG CQUipag 1 omoio cuvEPave
Ko Kotd Ty £€086 g amd v 006v.
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O televtaiog unyovicudc mov Ba dnpiovpynOel ivar o maiytng va £xetl £o¢ Tpelg evepyég Porég kKabe popd M avti
avtov vo. pmopel va pikel pio peyddn PBoin Eodevovtag OAN v evépyeld tov. ‘Etol ot foAég tov maiytn Oa
OVIUTPOCMOTEVOVTAL OO TNV HETOPANTY NG evEPYELag oL Tov amopével. 'Etot oto Bp player yiveton dnpovpyio
g petoPAntig ShotEnergy tomov integer pe tiun 3. Apa 6TOV UNYOVIGHO TOL TupoPoiicuod oty apyn Ba
npootebel M cuvOnKn T o maiyg Y vo TopoPoiricel Ba mpémel To ShotEnergy va givar peyaldtepo tov
undevog. Epdcov autd etvar adnbég tote peidverar n tyi) tov ShotENergy katd 1 mov onuaivel mmg vedpyet pio
BoAn evepyn kot tiBetan To is shooting o€ true kol cuveyilel 0 TAALOC KOG TOV £xEL 10T avaivBel. Emmpocheta
Ba dnpovpynBel pio cuvaptnom Yo TV AVOTANPOCN NG EvEPYELNS Tov malytn pe 6voua RestoreShotEnergy,
omov amAog O0tav Koleite Bo av&dvetar n T tov shot energy katd 1. Ondte petd anyaivoviog oty KAGGOM
playerprojectile 1o onpeio Tov kddKa OOV KATAGTPEPETAL ) GOAipa YiveTar avapopd otnv kKAAon bp player kot
KoAgital 1 cuvaptnon restoreshotenergy pe AMOTEAECLLO VO AVOTANPMVEL EVEPYELL O TOLLYTNG.

4.3 Anpovpyia cvetipotog {mng ko Myng Inuag
4.3.1 Anpovpyio Baociknis kAaong ex0pov

Xe autod 10 KePAhato Ba mpaypaToron el  dnpovpyic g Paong Yo OAeS TIg KAMAGNS TV eXOpdV Kat o
7o amAog avtimorog. Ondte yio to TpmTOo Py Oo yivel ) dnpovpyia piog kKAdong moudi pe ovopo bp _enemy base
1 omoia B KANpOVOUGEL OA TOL XOPAKTNPIOTIKA TNG 0td TNV bp_actiochar base Pdaon g Aoyikng mov £xel o
avapepbel. Xtn cvvéyela Ba yivel amd v bp _enemy base 1 dnpovpyia g KAdong madi bp _enemy crab kot
apécns Ba mpootebel to flipbook mov mepiéyel v kivnon adpdvelag Tov TpdToL £XOPOv Tov TayVdL. Omwg
yiveTan Kot o€ KGBe KAAoT YOpaKTNPO TPOSAPUOLETOL TO component TNG KAWYOLANS OOTE VO, TEPIKAEIEL ETAPKDG
Tov yapaxtipa. Q¢ vrevhdouen n cvvictoca kayovrag (Capsule Component) otnv Unreal Engine 5 eivar éva
Bacikd otorelo OV YPMOUOTOLEITOL KVPIMS Yo TNV AVOTOPAcTACT] AmA®V GYNUatog cvykpovong (collision
shapes) kot yio v kivnon yopaxtipav. Ot cUVIGTOGES KAWYOVLANG EIVOL ATOTEAEGUATIKES KO (PT|CULOTOLOVVTOL
ouYVA Yo Vo opicovy To Oplo TOV YOPOKTNPMOV 1] OVIIKEWWEVOV TTOV YXPEALOVTOL amAd Kol OTOTEAEGLOTIKA
CYNLLOTA GUYKPOLGNG.

= Perspective Lit 2 h) | ' 48 5° @025 (K1

Eixova 19: Aneixovien npatov eyOpod koi kayovios

[ToAd onpavtikd eivar va optotel, Onmg Kot 0oL o1 yopoakTNpec N 0éon Tov oTo onueio undév tov aéova, z yo
Adyoug mov €yovv MOM avaeepbel ko pe T KAvovtag tecT va Ppefodv ot kaTdAAnAes cuvTayUEVEG, MOTE O
YAPOUKTAPOG VO KOV UTTOEL GTO £00.POC UE PEAAIGTIKO TpOTO. Evol amd ta mpofAnpato Tov epeavictnkoy ivol mmg
otav o maiytng Ppicketar oto d10 onueio pe tov xfpd avTd, TO TALYKVIOL dEV UTOPEL VO AVOyVOPIGEL TOLOG E)EL
TPOTEPOLOTNTA Y10 VO, Pavel 6TO TPOookNVio. 'ETol évag e0KoA0G TPOTOG OVTIUETOTIONG 0TOV TOL TPOPANUATOG Yio!
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va givot o waliyTng TAvVTa dVTOG TOV PAIVETAL GTO TPOCKNVIO KATA TNV OAANAETIdpact pe exBpovg emttuyydveTot
LE TNV LG0T peTakivnon tov otov dgova z katd 0,05 povades. 'Etot fpioketal ELappdc o uapootd and Toug
ex0poiic, aALd mapola avtd propel akdpa vo aAANAOETOPAEL EMLTLYAOGS Le avTovs. IIpog To Tapdv ot 6paipeg Tov
maiytn Oev UmopohV va ¥TUITNGoLY ToV €X0p0o Kot Tepvovy amd puéca tov. Etol oty kAhdon projectile base yivetot
onpovpyia evog event mov gvepyomoteite kKatd tnv dtdTpnon evog otdyov. Ilapaxdto Oa yiver | eneEnynon tov
events 6to UES. Xtnv Unreal Engine 5, ta events (copfdvta) eivor évag tpomog emkotvoviag petatd tov
avtikeévay. Emtpémovv v evepyomoinom AEITOVPYIdV GE OMOKPIOT] GLYKEKPIUEVOV GUUPAVIOV, OTWOC 1|
aAANAeniOpaOT TOL XPNOTY, Ol PUCIKEG GLYKPOVGELS, Kot GAAES ailayég Katdotaons. To events pmopovv va
dnuiovpynBodv kat va ypnooroinfovy e diipopovg Tpdmov, T0co o€ Blueprints 660 kot oe C++. Xtnv Unreal
Engine 5 (UES5), ta events dev givarl akpiPdg cvvoptioels, aAld givor otevd cuvdedepéva e ocuvaptioels. Ta
events AELITOLPYOVV Gav UNYoVIGHOl €180ToiNnong mov UmTopohv Vo EVEPYOTOLGOVY GLVAPTAGELS 1| LeBddovg
(callbacks) 6tav coppaivovy cuykekpiéva yeyovota. [apakdtom Oa eEnynbdel mog Aettovpyolv ta events Kot TmG
ocuvvdéovtar pe ovvaptioels. Ta events oty UES vionotodvion ypnoponoidvtag delegates. ‘Evog delegate givan
€VaL OVTIKEILEVO TTOV KpaTdel avapopég o pio N mepiocotepeg cuvaptnoelg. Ot delegates pmopovv va ekTépmony
onpata (broadcast) mov Kolobv OAEG TIC cuvdedepévec cuvaptioelg (callbacks).

Hopaderypa Xpnong Events kot Zvvaptioewv:

Anovpyia evég Event oto Actor:

// YourActor.h

KAAZXH YourActor KAHPONOMEI an6 Actor
XYNAPTHZXH YourActor()
/ Anpovpyia tov event ypnopomownvrag delegate
AHAQXH EVENT(YourActor, FCustomEvent)

FCustomEvent& ITapeCustomEvent() { emotpoen CustomEvent }

YYNAPTHZXH TriggerEvent() // Zuvaptnon mov Oa evepyomomoel to event

IAIQTIKA:
FCustomEvent CustomEvent

TEAOX KAAXHX

/' YXomoinon tov Event kot tng Zuvaptnong:
/I YourActor.cpp
YYNAPTHZXH YourActor()
// Omoladnmote apykn podon pmopel va yivel €36

TEAOX XYNAPTHXHZ

YYNAPTHZXH TriggerEvent()
/] Kémoteg evépyeteg
/I Evepyomoinon tov event
CustomEvent.Metddoon()
TEAOX XYNAPTHXHX
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Omndte Bo onpovpyn et Eva event TOL EKKIVEITE TN oTIYUN TTOL 6VO OvTiKEipeva KAdoewv kdvouy Overlap. To
"overlap" avaeépetal oe €va 100G GUYKPOLOTG OTTOL dVO 1) TEPIGCOTEPO, AVTIKEIIEVO KOTOAAUPBAVOLY TOV 1010
YDOPO Y®pic va Tpokalohv aAlnienidpact mov va aAAdlel Tnv mopeia 1} T B€om tovg. To overlap ypnoonoteiton
GLYVA Y10, VO, EVTOTICOVUE OV £Vo, aVTIKEILEVO £xEl E1IGEADEL OE o GUYKEKPIUEV TTeployn 1 €xel £pBel o emapn
pe éva GALo avtikeipevo, yopig va epaprostovy SuvAaelg 1 petatonicels. Ondte yivetat o TPOyPOUIOTIGHOG £TGL
®ote 6Tav svpuPaivel oVTO TO YEYOVAS VO KATAGTPEPOVTAL OAOL OL YOLPOKTIPES TUTOVL action char pe Tovg omoiovg
vivete 10 overlap. To mpoPAnpa €dd eivol OUMG TOC £TGL UTOPEL VO AVTOKATOGTPEPETAL KOL O 1010G O Al TNG e
11§ oPaipeg Tov, omdte Ba dnpovpynBel évag emmAéov Eheyyog opddag pe v xpnon g petafintng Faction.
Omnodte oty KAdomn actionchar Ba yiver n dnpiovpyio tng petapintg Faction tomov enumarator. H Ty enemy 6o
ouuPorilet tig exfpiéc povades, evad n tun player Ba amevBiveral otov maiytn. ' v viomoinorn avtig g
AOYIKNG yiveTon ypnon evog enumerator. Xe évav véo @dkero pe 6vopo Enums Ba dnpiovpynBel éva blueprint
Tomov enum. Oa dnpovpynBovv dHo enumarators pe ovopoto player kot enemy. ‘Etot 0o tebel g n apyikn tiun
tov Faction wg player ywa tig kAdoelg bp_actionchar kot bp_player kot enemy yio tnv bp_enemy_base. Xtnv KAdon
bp_projectile base Ba dnuiovpynOei dAdn pio petafintn faction Tomov enumerator pe Tiun enemy. Xty KAGON
playerprojectile 8o opiotei n petafAnty faction oe player. [ivete vrevBopion Tmwg avth 1 KAGoN givar Todi g
projectile base mov &yel Tiun faction enemy kot yio avtd wpémel va oprotel avt | aArayn. Ondte micw otnv
KAdom projectile_base oto overlap event yivete ovykpion peta&d tov faction g cpaipog kail to faction trng
KAdong Tov xBpov Kot epappdletar n cuvO K, av to faction g opaipog eivar id10 pe Tov gxBpov va pnv copPel
Timoto aAMGG vo, katactpapeil o x0pog. Eniong yia v Pektictomoinon g uokdTTag ToV Tayvidlon UeTd
TNV KOTOGTPOPT TOL iy TN YIVETAL KOl KATAGTPOPT TOV TG GQaipag, OU®G dev Tailel T0 EPE KUTUGTPOPNG TNG
oQaipag o€ aUTN TNV TEPITTOOT, OMOTE OMAOG WPE EMAVAANYM Tponyovuevoy Kmduko puBuileTon mpv v
KOTAGTPOON TNG oPaipoc vo mailel Kol 10 KoTaAANAo €0é katactpoenc. Télog Ba mpootebei éva véo yia tnv
KOTAoTpoen TV eXfpdv pe tn dnuovpyio g kAdong BP_vix enemydestroyed kot Ba mpootebei to flipbook tng
éxpnéng tov gxBpov. ‘Enerta otnv kAdon enemy_ base £xel yivel GUVOEGT TG CLVAPTNONG TNG KOTAGTPOPNG TOL
ex0po? e éva event pe dvopa destroyed. Xt cuvéyela yivetar ypnon Tov event pe dvoua destroyed Kot pe kK@Oko
oV £xeL NOM avapepOel pe v cuvdptnomn spawn actor Ba yivel 1) ELEAVICT) TOV £QE KATAGTPOPNS, dSNAOON LLE TOV
OV KOTAOTPOQEL 0 exOpOG Kat yivel KANGM 1 0LTOV TOV event.,

4.3.2 Evoonatmon cueTtipatos {mng

IIpoc¢ to Tapmv 601 01 £XOPOL KATUCTPEPOVTOL AUESMG LE LOVAYQ Lo cQaipa, 0ToTe o yivel 1 dnovpyia
evog health component, dniadn evog cvotiuotog (wng mov Ba ypnotpomoodv Ghot ot yapaxthipes. [lpog
vevOouion ta. Components oty Unreal Engine 5 gival Pacikd doutkd ototyeia mov mpootifevral otovg Actors
Yo Vo emeKTEivouy TN Agttovpyikotntd Toug. Kabe Actor umopel vo amoteleiton omd moAlamid Components,
kabéva and ta omoio Tpochitel cuykekpéves W10TNTEG | Agttovpyiec otov Actor. Ta Components propovv va
elvar omtikd (6mwg Static Mesh Components), euotkd (6nwg Collision Components), 1 va wap€yovv GAAES
duvatomteg (0nmg Audio Components). Oa yivel dSnpiovpyia evoc edxelov pe Gvopo components Kot LEGO oVTOV
0o dnuiovpynOel pia KAdon tomov actor component pe dvopa bpe vitality. Ztnv kAdon actionchar base Oa yivel
TPocOnkn awtov Tov component ctov editor pali pe ta vwdAoTo components ¢ kK dong. Omodte g AVTO TO
component 0Oa dnuovpynBovv 3  petaPintéc, Svo petaPintég MaxHealth wouw  CurrentHealth mov
QVTITPOGMOTELOVY TNV UEYLGTN Kol TNV TapovTikh (on Tov maiytn kot pio petapinty IsDefeated tomov Boolean
nov Ba kabopilel edv o yapaxtipag ivor vekpog 1 oyl H petafintiy MaxHealth 6o apyucomomBei pe v Tyun
déxa. 'Enerta oto event évopéng tov moryvidlov yio TV KAdon ot mov mopéxetarl and v UeS Oa opiotei 1
petafint CurentHealth va mapel v tun g petofintig MaxHealth. 'Etol €dv ypelootel vo yivelr kdmolo
Tpomonoinor otnv {1 TV YOPIKTNP®VY, TO LOVO TOV omatteital etvar n aAiayr g netapintme MaxHealth. 'Etot
oV KAdon tov €x0pov Bp enemy crab Oa yivelr adhayn tng tiung MaxHealth o€ 3 yia avtov tov yopoaktipo. Xt
ocuvéyela oty KAdon bp_projectile base 6a dnpovpynBei o cuvéptnon apply damage n onoio dwoyerpileton tnv
{nuia mov Tpokarobv ot opaipec. 'Etot yivetal avTiKaTdoToon TG CLVAPTNONG KATOGTPOPNG AVTIKEWWEVOL GTOV
KOJK TG KAAoNG Kot ypnotponoteitol n apply damage.

Hopaderypa apply damage:
// Kémov 610V KdOIKa, T.)Y. GE Uit GUVAPTNON

YYNAPTHZXH CauseDamage()
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/I Avagpopd otov 610)0 (damageable actor)

Target = ... // actor otdy0G

AN Target vrapyet TOTE
/' Epappoyn 20 povadmv {nuds otov 6tdyo
EpappoynZnuidg(Target, 20.0, xapia, avtd, kopio)
TEAOZ AN
TEAOZ ZYNAPTHZHZ

H apply damage mpoypoupatiotnke €161 ®ote va mwpokoAgiton pion povadog (nudg ovd oeaipa. Emiong
onpovpyndnke n petafAnt tomov float pe dvopa projectileDamage mov draxepileron tn {npud tov foidv. Opwg
TOpa Tpénel vo, dnuiovpyndel pia cuvdptmon mov Ba katacTpéPetl Tovg £x0podg edv dexBobV ToAD (nud, Kobmg
TAE0V o1 gxBpoi dev kataoTpéPovTal. Xty KAdon bp actionChar base yivetar 1 dnpovpyia evog event pe dvopa
event any damage 1o omoio kaAeitol pe v gktédeon g cvvdptnong apply damage. ‘Etot oto event avtd Oa
onuovpynBei pio. cuvaptnon pe o6voua receive damage mov déxeton pio petafAnty pe ovopo damage g
TOPAUETPO Kot apatpel TNV Tiur] Tov damage amod v T g petafintrg currentHealth. 'Etor mAéov peidveror n
oM Tov avimmdov. Emmiéov yio va unv propet va peiwbei n {on evog xapaktnpa vwd Tov undevog oty kAo
bpc_vitality otnv receive damage epapuodletal kol 1 cuvOnkn mog to current health dev pmopel vo peiwbdei
TOPOTAVD £POCOV PTACEL GTO UNOEV pe TV yprion return max(damage,0); kot mwg dev pumopel po Eemepdcel Tnv
uéytot Lon. T cvvéyetn epapudletar n Aoyikn eAEYXoL 4V o gxBpdc £xel nTnbei N oyt Edv n {1 Tov €xBpod
elvar pikpdtepn 1 ton pe to 0 petd v agaipeon g gndce, tote n petapfintn isDefeated yiveron aAnbngc. 'Eneita
o1o0 receive damage event yivetal o €éleyyxoc av 1 petafinty] isdefeated eivar aAndng 10te Kakeiton 1 cuvapnon
destroy actor kot katacTpEPeTUL 0 YapokTpoc. [TAEov ot gxfpikoi yapaktipeg umopodv va deyxbovv {nuio kot va
KotaoTpapovy otav Eepetvouy and Lon.

4.3.3 Yhomoinon €9 Myng nuiag yopoxtipov

H endpevn epyacia mov Ha yivel givai 1 vAomoinon tov £pé mov Ha cvpPaivel dtav Evag Taiytng oéxeTon
{nuid. To animation avtd £yel NON sloaybel pali pe GAa To VTOLOITO GE TPONYOVLUEVO PrLL0, OTOTE ATOUEVEL 1|
viomoinon g Aoyikng. To UES mpocpépel amd povo tov €va €i80¢ e@é 10 omoio pmopel va ypnotpuonombel g
pio €voelEn otav o maiytng doexfel Onuid. ‘Etor €yve avtiypoaon g kidong defaultLitSprite material kot g
defaultSpriteMaterial , 7oV AVTITPOGOTEVOVY TO VAIKO Od TO OTOI0 OMOTEAOVVTAL Ol YOPOUKTINPES, EVIOG EVOC
eoxélov pe 6voupo materials. Ot kKAdoglg avtég petovopdotnkay og costumlit ko costumunlit sprite material.
Eexwaovtag and v In yiveral tposbnkm ypdpatog tpochétovtag £va vector parameter pe 6vopa flashColor ko
OULVOEOVTAG OTOV OTNV €16050 emissive color To 0omoio aVIITPOCMOTEVEL Wio, amdypOon YPOUOTOC Tov Oa
exméumeTal ond avtd 1o VAKO. ['a to TpdTO LVAIKG Yivete emhoyn evog Kitptvov ypdpotog. Opmg edv
ypnowomoindel awtd 10 VAIKO ¢ LAKO Yo ToV TtaiyTn T0TE 0 ToiyTNG o Exel povipwe Eva kitpvo ypopa. To
embountod omotédeoua ivar avtd T0 YpOUL Vo EvaArdcoeTal, SnAadn va avapocPrivel Tdvm otov maiyt. o va
ocopuPel avtd yivetar 0 TOAAUTAUGIOGHOG TOV YPOUATIKOL vector pe pion petofint) tomov float pe 6voua
flashmultiplier. H id1o Stadwkacio yivete kot yio to costumunlit sprite material. Xtn cuvéyeia omd avtd to 600
material blueprints 6o dnpovpynBovv dHo material instances pe ovopata mi_ costumunlitsprite_material Ko mi_
costumlitsprite_material. Ztnv Unreal Engine 5 (UES5), éva "Material Instance" ovo@épetor o€ o Topailoyn
evOC Pootkol VAIKOD TTOV ETXLTPEREL TV TPOTOTOINGCT TOV TAPOUETPMY TOV YWPIg va. xpeldletal va onpovpyndet
éva véo vAo amd v apyn. Me ta "Tlapdywyo Yiwkd" (Material Instances), ot ypfjoteg pmopovv va, oAAGEovy
TOPOUETPOVG OTIMG YPDLOTA, VPES, SOPAVELEC Kal GALEC 1010TNTES, TOpEYOVTOC EveMEln Kkal eEotkovOUNGT YPOVOL
Katd T dwdikacion avimtuéng. Avtd yivetor SatnpdvVTag TOV POCIKO OPIGUO TOL VAIKOD OVETO(QO Kol
EMTPETOVTOG TPOTOTOOEIS LECH TV TAPAUETP®V OV 0pilovTal 610 Pacikd VAIKO. Anladi cav VO GTLYIOTLTTO
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TV KAMAoEWV TV materials. Ondte otV KAdon bp actionchar base 0o yivel yprion otig puOuicelc vVAIKOD ToL
sprite To mi_costumlitspritematerial. 'Eneita 6to yeyovog ekkivnong Tov moyvidlov Tov VTAPYEL Y10, OAEC TIC
KAdoelg Ba dnuiovpynBel n cvvéptnon pe dvopa create dynamic material instance. H mapamdve cuvdptnon kot
1 GLVOMKT KAGGT OMOLPYOVV Kol EQOPUOLOVY Eva SuVOUIKO TTapdymyo VAKO g éva Static Mesh Component
Kot 0AAGCOVY SUVOULKA TO XPMOU TOV EKTEUTOUEVOL OMTOC o€ KABe Kapé. H kAdon ADynamicMaterial Actor
KAnpovopel amd v AActor, Tov gival 1 Pacikn KAAGT Yo OA0 TO AVTIKEILEVA GTOV KOGUO TOV TTatyvidtoD. Tov
Kotaokevoot) G KAAong  (ADynamicMaterial Actor:: ADynamicMaterialActor),  dmuwovpysiton kot
apywonoteital éva StaticMeshComponent. Avtd 1o eEdptnpa Oa ypnotpomomBel yio va epeavicel To VAIKO 610
eminedo. X1 ovvdptnon BeginPlay, eAéyyetor av vdpyel évo BaseMaterial (dnAadn éva VAIKO TTov €xel oplotel
otov Editor). Av vmépyet, onpovpyeitor évo UMateriallnstanceDynamic a6 avtd 10 bAKO Kot epapproleTol 6to
StaticMeshComponent. Xt cvvéptnon Tick, mov kodeitol oe kaOe Kapé, oARAleL TO YPOLUA TOV EKTEUTOUEVOL
(MTOG YPNOWOTOIOVTOG TN cuvaptnomn SetVectorParameterValue.To véo ypdpo kaBopiletor amd ) cuvaptnon
FLinearColor::MakeRandomColor(), mov onpovpyei éva tuyxaio ypdpa.

Mopaderypo:

Kotaokevaotg:

// Kataokevaotig ADynamicMaterial Actor

YYNAPTHXH ADynamicMaterial Actor()
PrimaryActorTick.MropeiNaKdaveiTick = ainbéc
MeshComponent = AnuiovpyiaDefaultSubobject("MeshComponent")
RootComponent = MeshComponent

TEAOXZ XYNAPTHXHZ

// BeginPlay
YYNAPTHZXH BeginPlay()

KéieoeSuperBeginPlay()

AN BaseMaterial vrndapyer TOTE
DynamicMateriallnstance = AnpuovpyiaMateriallnstanceDynamic(BaseMaterial, avto)
AN DynamicMaterialInstance vdpyet TOTE
MeshComponent.POOice Y Akdo(0, DynamicMaterialInstance)
TEAOZ AN
TEAOX AN
TEAOX XYNAPTHXHX

// Tick
YYNAPTHZXH Tick(DeltaTime)

KéAeoeSuperTick(DeltaTime)

AN DynamicMateriallnstance vrépyet TOTE
NewColor = AnpiovpyiaTvyaiovXpodpatog()
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DynamicMateriallnstance. POOioe TipunIlapapérpov("EmissiveColor", NewColor)
TEAOZ AN
TEAOZ XYNAPTHXHZ

H €&odoc avtg g Asttovpyiag glvar 1 dnuovpyio Kot 1 EQOPLOYT EVOC SUVOUIKOD TAPAY®OYOV VAIKOD GE £val
avtikeipevo (ovykekppéva oe éva Static Mesh Component) kot mapdyst éva avtikeipevo (object) pe ovopa
DynamicSpriteMat. ‘Eneito 6o dnuovpynbei éva event pe ovopo triggerflash pe pioa cuvaptnon n onoio Oa
oAraler v T g flashmultiplier kot pio mov Ba aAialer v tn ¢ flashcolor mov eiyov dnpovpynBel
TPONYOLUEVAGS Yl TNV pLOLGT TNG £VTOoTG KOt TOL XpdUatos TG kKAdong lit ko Unlit material. Onote micw oto
event begin play petd v cvvapton create dynamic material instance 6o dSnpovpyn0ei pio cuvdptnon pe dGvoua
delay n omoia Ba diver pio kaBvotépnon 1 devteporéntv Kot émetta pio cuvaptnon pe dvopa triggerflash n onoia
evepyonolel To event triggerflash mov onpovpyONKe TPONYOLUEVDG KOl TEPVAEL OC TAPUUETPOVS TIC TIES 1 Yo
1o flashmultiplier kot o ypdpa KéxKvo otov vector flashcolor. Opmg emeldn Tpémel 0 YopaKTNPG VO EMGTPEYEL
OTN GLVEXELD GTO APYLKO TOV YPpdLa EVTOG Tov event trigger flash oto téhog mpootifetan éva timeline. Xtnv Unreal
Engine 5 (UES), to Timeline eivar éva 1oyvp0 €pYAAEl0 OV EMITPENEL GTOVC TPOYPUUUOTIOTEG KOl GTOVG
oXEOOOTEG VO dnovpyolv cvvBeTeg KivoeVEG €1KOVES (animations) Kot va, EAEYYOVV TIG TAPAUETPOVS UE PAom
tov ypovo. To Timeline propei vo, ypnoyomombel yio va SnUtovpynoel SIOKPITES KIVAGELS, £QE, Kot 0ALAYEG KOTH
TN ShpKeEIn (oG XPOVIKNG TTeplddov. Metd 1o timeline kaleite mdA 1 cuvdpton scalar parameter wov givat
VIELOLVY Y10l TOV POTIGUO TOL VAIKOD TOL maiyTn Kot Taipvel Tipég and pio cuvaptnon lerp. H cuvaptnon Lerp
(Linear Interpolation) ypnowonoteital yio va vwoAoyicel pio evolqueon tun peta&d 800 Tmv pe Paon Eva
1060010 (Alpha). H tun mov emotpéperar eivar pua ypoppuky HETAPacn amd TNy apyiky T TPOG TNV TEAK)
T, aviloyo pe to mocootd mov kobopiletar. Ttnv Unreal Engine 5, m ocuvvdptnon Lerp sivar cuyva
YPNOUYLOTOLIOVUEVT] Y10, TV OLOAN UETABOOT TIL®V OIS BECELS, YpOUATA, ) AAAEC TAPAUETPOVS KOTA T O1APKELL
tov ypdvov. O tomog g Lerp pmopel va epapuoctel o ddpopes popeés dedopévav, onwg float, FVector,
FLinearColor, k.Am.

Hopaderypa lerp:

float StartValue = 0.0f;

float EndValue = 100.0f;

float Alpha = 0.5f; // 50% peta&b StartValue ka1 EndValue

float InterpolatedValue = FMath::Lerp(StartValue, EndValue, Alpha);

H tyn alpha g lerp Ba maipvel tipég and 1o timeline 1o onoio Ba Eexvaer amd to 0 pe apykn T To 0 Kot
TEAELMVEL UETE, ot Eva devTEPO otV TN 1. AvTo onuaivel 6Tt péca og Eva devtepoAiento 1 ££0d0¢ Tov timeline
TPOOOEVTIKA [E TOV ¥povo Ba maipvel Tipég amd 1o 0 péypt ko o 1 ko Ba Tig mepvder cav tiun alpha oty
ovvaptnon lerp. Omov to A value tov lerp Oa etvar ) petafintr flash multiplier kot to B value Oa givor to 0. ITov
onpaivel 611 n flashmultiplier Oo perdveton Kot og éva devtepo Ba yiver ion pe to 0 pe anotédespa va EeBwopracet
0 POTICUOG TOV VAIKOV TOV TaiyTn PEXPIS OTOV eEQPaVIoTEL divovTag £T01 Eva @€ cav va avafocfivel Kabs popd
o déyetan (nud. ‘Eneita epappoletor pia cvvaptnon pe évoua play rate mpv and to timeline mov déyetal pia
petafint pe ovopo fadespriteflash mwov mepiéyel évav moAlamlooiaotr, yio va yivel 1 emttdyvvor tov timeline
Ko va avéEndet 1 Toy Tt avamapay®yng Katd S gopés mapamive. TEAOG S1oypapeTal 0 KOJIKAG TS GLVAPTNONG
delay kot g event trigger flash omd to begin play, yiati dev 0élovpe va avaPocsPrvel o Taiytng otv apyn Tov
oy vidov, oAAd otav Séyeton {nuud. Ondte oty Khdon actionchar base 6to yeyovog pe dvopo anydamage mov
&xel dOnovpyn el vopitepa otn cvvOnkm dmov yiveral o EAeyyog g petoPantng isdefeated av to isdefeated givai
aAnBég viomoieite n ovvdptnon destroy actor, Opmg o€ mepintwon mov eivor yevdng Oa mpootebel edd 1
ovvaptnon triggerflash mov evepyonotel to event trigger flash kot mpaypatonoteite To @é Tov maiytn. Me gicodo
To Kitpwvo ypouo kot flash multiplier 10.
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4.3.4 Tootnpo AMync inuidg moiytn

AoV viomomnke o punyavicpds Ayng inuds omd tov malytn, Topa TPEMEL VA Yivel 1 vAomoinon va
umopel va deyBel ko o maiytng inuid avtiotoiyme. [pog o Tapdv, Otav o Taiyng EpyeTal o emapn Le Evav ex0pod
TOTE UTAOKAPEL 0 £VOG TOV AAAOV Kot dev d€xeTan {nud o maiyme. Oo viomombei £va choTNUO KOTA TO 0Toio O
maiytng dev umhokdpeTot TAEOV amd Tov £x0po Kot déxeton {nuid kébe Popd mov Epyovian o ETAPY]. TNV KAAOT
bp_actionchar base otig pvBuiceig collision g kGyovAag, OT®G £xel Yivel kKot TP@THTEPA, YIVETAL OAAOYT TNG
pYvBong pawn collision and block og overlap. Avtd Avet 1o TpdPAN L TG cHYKpOoLONG, OUMG AKOLA O TOLYTNG
dev umopei vo dgybel nuid omdte Ba dnuiovpyndel Eva yeyovog mov Bo evepyomoleitol OTOV SV0 YOPUKTHPES
épyovtal og enan. Avtd ouwc dev Ba dnuovpynbel oty yevikn Khdon actionchar oAAG otn KAGo™M TOL Ty
bp_player. Ondte 610 Yeyovdg awtod yiveral cast oty KAdon bp _enemybase, kabmg BEAovpe va d€yetar o malyTng
uio pévo amd tovg €xBpovs. Otav yiveton cast (piyn) oe évov ahdo yapaxtipo otnv Unreal Engine 5
ypnoomroldvtag C++, avtd onuaivel 6Tt yivetol Tpoomadelo LETATPOTNG EVOS OEIKTN N OIS avapopdis amd Evay
TOMo 6edoUEVOV GE Evav GALO, GUVHOWG Yo TNV AmOKTNGOT TPOGPAoNS GE CLYKEKPIUEVEG AgtToVpYieg 1 1O10TNTES
TOV VEOU TOTTOV dESOUEV@V. APyLKA, DTTAPYEL £VOG OEIKTN N Ll avopopd o€ Evay Pacikd TOTO dESOUEVAV (TT.).,
Aactor). Xpnowomnoteite n cvvaptnon Cast<> tng Unreal Engine ywo tnv petatpony| tov deiktn otov emibountd
tomo. H Cast< givar acs@aing Kotd to ypovo ektéleong kat emiotpépel nullptr edv 1 piym amotdyel. H cvvaptnon
Cast<> eléyyer av o apywodg oeiktng (m.y., MyActor) umopel va petorpanel otov emibountd tomo (m.y.,
AMyCharacter). Avtog o €heyyoc Pacileton otig mTANpopopieg THmwv mov eival dwbéoiueg katd to YpovVo
extéheonc. Eav n piym etvan emttuyng, emiotpépetan £vag vEog dgikTng Tov EMBLUNTOD TOTOL, 0 OTOI0G EMTPETEL
v tpdcPaon og cuykekpéveg peBddovg kot 1016t TEG TOL VEOL TOTTOL. Edv 1 piym amotiyet (dnAadr|, o apyukcds
deiktng oev givarl cupuPatog pe tov extlBountd o), n cvvdpton Cast< emiotpéeetl nullptr. Xpnoomoigiton to
Cast<AEnemyCharacter>(OtherActor) yw va yivet n petatponn tov mbomoiov mov &ywve overlap oe TOTO
AenemyCharacter. Av to OtherActor givon mpdypatt évog AEnemyCharacter, to casting 8o givor emituyég Ko n
petafint Enemy 0o mepiéyet Evav £ykupo deitn otov ex0pd. Av 1o OtherActor dev givar AEnemyCharacter, to
casting Ba emotpéyet nullptr. Av to casting givon emitvoyéc (dnAiadn Enemy != nullptr), t6te kaAeiton n cuvdptnon
ApplyDamage otov maiytn. @o dnuovpyndei pia petafint pe dvopa baseDamage mov givar n Ty g dnpdg
OV dEYXETAL O TaiyTNG arwd Tov €xOpO Kat tifeton n Tyun oe 1.

[Mopaderypa cast:
// SomeFunction
YYNAPTHZXH SomeFunction()
/I Apykd dnuiovpyodue 1 Bpiokovpe Evav AActor
MyActor = [1apeKoopo(). AnpovpynoeActor(AActor. XtatiknKidaon())

// TIpoomabovpe va, kdvovpe cast ce AMyCharacter

MyCharacter = KaveCaste AMyCharacter(MyActor)

/I"EXeyyxoc av 1 plym RTov ETTUXNG
AN MyCharacter vapyst TOTE
/I H piym ftav emitoyng, kodlodue pebddovg tov AMyCharacter
MyCharacter. ExtéleonEdiknicEvépyeiag()
AAANIQY
/I H piym amétoye, evépyeleg yepIopod GOAANATOG
KotaypaeiMnviouatog(Warning, "Casting failed, the actor is not of type AMyCharacter.")
TEAOX AN
TEAOX XYNAPTHXHX
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Ye outd TO onuelo OpmG TPEMEL va vAoTonOel  Aoyikn TG 0 maiyTng dogv Ba d€xetan (il amhoc Kdvovtog
overlap pe tov gxfpo6 aAld pe to capsule component tov €x0pov. Ondte oTo event overlap apov £yxel 110m yivel cast
otV KAdom tov gxfpov Kot vhpyel deikTng otov x0p0o, vILdpyeL TPOGPacn oTo avtikeipevo capsule component
Ko e@apuoletol  ovvOKn 6t1 0 maiyTng Bo deyBel nuid poévo dtav Kavel overlap pe Eéva component wov o ivart
capsule component tng KAdong enemybase, aAlidg dev Ba cvpPet timota. Emumiéov mpénet va onpovpynBet vag
punyovicpds mov Ba kavel tov maiytn dtpmto Yo Alya devtepa apod Adfet {nud dote to mouyvidt va givon mo
LGOPPOTNUEVO Kal Vo diveTal ETapKng ypdvog avTidpacng otov maiytn Yo va amoevyetl tov €x0pd. 'Etol oty
bp_player 8a dnpiovpynBet éva véo event pe 6voua triggerlnvincibillity to omoio Ba aAraler ) pvBuiom tov
capsule component Tov maiytn and overlap oe ignore. Eneita 6o mpootebei pio cuvaptnon retriggerable delay
010 T€AOC oV £xel NON emeEnynBet ko v petofAtn invincibillityDuration mov 8a opilel Tnv tiun tov delay ce
0,5. 'Emerta Ba yiver médr adhoyn g pvBuiong capsule oe overlap. 'Eneita 8a yiver mpocHnkn tov event any
damage 10 omoio Oo kaiei to event anydamge tov yovéa mpmdTO KOl petd Oa yivetow kAnorm tov event
triggerInvincibillity. ITAéov o maiyng pmopet va dexBetl {nuid kou va yiver dtpwtog yia Alya dedtepa, oAAG Tpémet
va. dnuovpynbei otn ocuvéyeln kol to katdAAnAo animation. ‘Etot yivetoar dmuovpyio g ovvaptmong
togglespriteflicker 6mov aAAalel v petaPAnty visibility tomov boolean n omoia vEapyel omd POV TG OTNG
pvlpicelg spirte oo UES kot edéyyetl €dv to sprite o paivetar 1 0yt otov maiytn. Ondte epapuoletar n Aoyikn
eav 1o visibility gival true kdve to false ko to avtioTpopo. Ondte wiow oTo YeYOVOG triggerinvicibillity mpv To
delay epoppoletor n cvvaptnon ot pe pio GAAn cvvdptnon pe ovopo set timer n omoia Ba kdver loop v
ouvvaptnon togglespriteflicker pe Pdon g petapintg spriteflickerinterval mov opilel Tov xpdvo mov Oa yivetan
to loop ka1 opiotnke o€ 0,12 devtepa. Avti 1 cuvaptnomn Ba Asttovpyei puéypt To TéAog TtoL retriggerabledelay,
MoTe OTAV TEAEUDGEL O XPOVOGS TNG afavaciog Tov malyTn VTOS VO GTAUATNHOEL VoL avoFocsPrver kot yiveTot Tl 1
pOOon tov visibility oe aAn0ég, doTE Vo UV VITAPYEL TEPINTM®ON UETA TO TEAOG TNG GLVAPTNONG toggle sprite
flicker o maiytng va peivel adpatog yia mavto. 'Enetra £ytve poBuion g petafintrg invincibility Duration og 1,5
oo 0,5.

4.3.5 E@appoyn pnyovicpov peTaTémong naiytn Kol 60oTicpnotos katd ™ Myn {npidg

[IpdTa Ba yivel epopproyr ™G LETATOTIONG TOL TTaiyTn TPOg TNV avtifetn Kotevhuvon dTav avTog déxeTon
ua og éva wpaio epe mov Ba Pertidoet TNy gunepio Tov mayvidov. Ondte oto event any damage eviog tg
KAdong bp_player 0o epappootel pia cuvaptnon launch character. [Tpwv a6 avtd dpmg Tpémel va yivel eviomiopudg
ToV €XOpoV GE GYEoN LE TOV YT MOTE VO YivEL 1] EKTOEEVOT| TTPOG TNV OvTIOETN TAELPA ATd OVTY TOL PpickeTan
0 gyBpog. iveton N ypfon o puebddov pe 6vouo GetActorLocation(), 1 omoio enttpénel TV amdOKTNGN NG
tpéxovcag Béong evoc avtikeypévov (bp player) otov koo tov mayvidlov. ‘Etot amobniedeton ) tomrobesio Tov
aVTIKEWEVOD o€ o petafint FVector. Avti  cuvaptnon XpNOLUOTOLEITOL KAl GTNV AVO.QPOPE TOL OVTIKEYUEVOL
bp_enemychar mov £yt yivel vopitepa yia tov evtomiopd e 0éong Tov €x0pod.

Hapdaderypo( GetActorLocation):

[Ipémet vo vdpyel oty Keparida header wov mepiéyet Tov opiopd g KAdong AActor. Avto yivetol pe v
evtoAn: #include "GameFramework/Actor.h"

/! Exobryoope v amapoitnt KepaAida yio tnv kAdon Aactor
// Zovaptnon o tnv andkTnon g tomobeciog evog avTIKEILEVOD
YYNAPTHZXH PrintActorLocation()

/1 Aym ¢ tomobeciag Tov avTiKeEVo

ActorLocation = [TapeTomoOeciaAvtikeiuévou()

// Extomwon ¢ tonobeciog otnv koveoia
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KoataypapiMnvipatog(Warning, "H tomofecia tov avtikeipévou eivat: %s",
ActorLocation.MetatponnZeKeipevo())

TEAOZ XYNAPTHZHX

// Zuvaptnon mov kaAeitan 0tav apyilel To mayvidt 1§ 6Tav TO AVTIKEIUEVO dnpovpyeitan
YYNAPTHZXH BeginPlay()

KéAeoeSuperBeginPlay()

// KhMjon ¢ ocuvaptong yio ektonmon g tomofeciog
PrintActorLocation()
TEAOX XYNAPTHXHZ

‘Ererta ypnowonoteiton 1 ovvaptnon pe 6vopa find rotation mov ypnoipomoteitor yio va vwoloyicel v
TEPIGTPOPT] TTOV OTOLTEITAL DOTE EVAL AVTIKELUEVO (actor) Vo KOITAEEL TPOG i GuYKeEKPLUEVT BEom (target position).
Avt 1 cvvaptnon ival WaitePO ¥PNOIUN G TaLXVidlo Kot eQapuoyéc 6mov ypelaletal vo katevfdvovue Eva
avtikeipevo mpog kdmowo ot1dyo. [vetan eoaymyn tov kepoAidwv Kismet/KismetMathLibrary.h yu 1ig
poabnuoticég Aettovpyieg kar GameFramework/Actor.h yio tnv kidon AActor. Anpovpyeite pia GuVAPTNGN TOL
Aappdver og moapapetpo v Ttonobecio Tov otoyov (TargetLocation). Aapfdver v tpéyovca tomobesio Tov
avTIKEWEVOL ypnoomoldvtog T GetActorLocation kot vohoyilel TV OMALTOVUEVT] TEPIGTPOPT| Y10 VO KOLTAEEL
TO OVTIKEIPEVO TPOC TOV 6TOY0 Ypnopomoidvtog T FindLookAtRotation. Télog epappolel Ty vwoloyiopévn
TEPLOTPOPY| GTO avTiKeEipevo pe tn SetActorRotation.

[Mopaderypo:
// Exoéryoupe Ti¢ omapaitnteg KeQoAideg
/] ZuvapTnon Yo ToV VIOAOYIGUO KoL TNV EQUPLOYT TNG TEPIOTPOPTS TPOS VA GTOYO
YYNAPTHZXH RotateTowardsTarget(TargetLocation)
/ Aym g Tpé€Yovcas Tomobesiag TOL AVTIKEWEVOL

ActorLocation = [TapeTomoOeciaAvtikeiuévou()

/' YTOAOYIGHOG TNG TEPIOTPOPTG Y10 VAL KOLTAEEL TO OVTIKEILEVO TTPOG TOV GTOYO

LookAtRotation = YroAoyioellepiotpopn] iaKoitayua(ActorLocation, TargetLocation)

// E@uppoyn TG TEPLGTPOPNG OTO OVTIKEILEVO
PoOuionIlepiotpopnicAvrikeluévov(LookAtRotation)

// EKTommon g TePLoTporic TNV KOVGOAQ

KartaypaenMnviuatog(Warning, "H wtepiotpoen tov avtikeuévov givar: %s",
LookAtRotation.MetatponnZeKeipevo())

TEAOXZ XYNAPTHXHZ

/] 2uvaptnon mov kaAeitar Otav apyilel To mayvidl 1§ 6Tav TO AVTIKEIUEVO dnpovpyeitan

YYNAPTHZXH BeginPlay()
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KdéeoeSuperBeginPlay()

/! KaBopiopdg tonobesiog Tov oto)0v

TargetLocation = AnpovpyiaVector(1000.0, 1000.0, 0.0)

// KAMjon cuvaptnong TepioTpoeng Tpog ToV 6ToOY0
RotateTowardsTarget(TargetLocation)

TEAOZ XYNAPTHXZHX

/] Zuvaptnon extdEevong Tov yopaxtipa fdcel cuvOnKng

YYNAPTHZXH LaunchCharacterBasedOnCondition(bCondition, Valuel, Value2, Multiplier)
/ Emoyn tyng Pacel g cuvOnkng
SelectedValue = AN bCondition TOTE Valuel AAAIQY Value2

/] TIOAMOTAOCI0GLOC TNG EMAEYUEVTG TIUNG IE TOV TOPAYOVTO TOAAUTANGLOG OV

LaunchValue = SelectedValue * Multiplier

// Anpovpyia katevBuvong ektd&evong pe Paon tov dEova X

LaunchDirection = AnuovpyiaVector(LaunchValue, 0, 0)

// Exkt6&gvom tov yapaxthipa ypnoiponotdvog Ty pébodo LaunchCharacter

Exto6&evonXapaktipo(LaunchDirection, aAnfég, aAnbéc)

TEAOXZ XYNAPTHXHZ

"Etot yivetor n ekto&gnom Tov YOpOKTAPO TPOG TO TAV® GTI 6MGTH kKatehbvvor, Opme ovtd dgv eival apketd
KOVOTTOMTIKO and povo tov, ondte Ba yiver oddayn tov pubuicemv tov charactermovement component GTig
pvOuicelg tng avamnonong tov maiyt. Etot akpipdg mpv tnv vAomoinomn e mponyovuevng Aoyikng 0o pvuictel
N uetaPAintn falling lateral friction Tov component oe 0. Emiong va avagepbel mmg yio T cvvdptnon launch
character &iye dnpovpynOei pio petafinti pe 6vopa knockbackpower hor ko pic Knockbackpower vert mov
kaBopilovy v petotdmion otovg 6vo Gfovec. Metd ™ cvvaptnon launch character Oo ypnoomombei n
ocuvaptnon retriggerable delay mov €ye1 oM avaeepbel pe didpketa id1o pe v petafinty invisibillity duration
®ote va pvOuotel to lateral friction oty apywkn Ty 50, cAldg owtd Bo emmpéale Tov PUNYOVIoUd NG
avamnono”ng Tov maiytn av mapéueve oty tiun 0. ‘Exerta Oa yivel ) donovpyia tov stun animation. Xty kAdon
AS Player éye1 1on yiver mpocBnkn tov animation ovtov poli pe 6Aa to vroéiowma Omwg £xel avaivbel oto
Kke@dAaio 4.1. Onote oty Khdon ABP_Player mov gpappoletal 1o 6£vopo Kotaotacewmy Tov aiytn Oa siooyel
pio véa katdotoon pe 6voua stun tov Ba mailel To animation stun. To wpdPAnpa givorl 6T 0 maiyTng pmopet va
Bpebei g ot TV KATACTHOT G7TO OTOLONTOTE GAAT, Yo avTO TO Adyo Oa ypnowomombei pio Aettovpyia Tov
paperzd plugin mov Aéyetor animation jump. XtV ovcio onpovpyeitar Evag kduPoc” otov omoio yiveTor KANon
amevbeiog omd éva dAdo onpeio tov mpoypappatog. Ondte Ba cuvdebei To animation avtd pe £va node pe 6Gvoua
JumpStun. Onote petd v cvvaptnon launch character kot Tpv tnv retriggerable delay 0o mpootedel pio Aoykn
1 omoia otV ovoia o Koiel TV cvvdptnon Jump node mov mailel to animation. ‘Emetta yivetor puluion oto
PapaerZD ¢ petapintgc loop animation oe yevdng ywoo vo moiEel To €€ pOVO pio. OpA Kol Vo UV
emovarapPaveratl. ‘Enerta mpénel va epapuootel pion Aoykn €161 OOTE Vo EMOTPEPEL TOWM GTNV KATAGTOOT
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AOPAVELNG Kol TO VTOAOTO 6EVOpo. OndTE GOV GUVONKN TOAD OTAG OPIGTNKE TG OTOV TEAELMGEL 1] S1APKELL AVTOD
Tov g€ Ba petafel o mToiyTnNg TO® OTNV KATAGTAUCT] 0OPAVELNG.

4 JUIIPRISE

=

JumpStun

Ewxova 20: Avavewuévo 0évopo KaTocTtdecemy

"Eva tpopAnpa mov Tpokdntel Opmg eivat 0T 0 TaiyTng pmopel akodpa va mupoPoiet vd etvar yromnuévog ondte
YPNOWOTOIDOVTOS TNV HeTaPAnTn isStunned wov oM vapyeL, aEod Tatytel To e@é opiletor o€ aindnc. 'Eneita oto
input action shoot otV apyn TOL YEYOVOTOG TPV amd TV LLOAOITN eKTEAEOT KMOKA TifeTan 1 cVVONKN T¢ Oa
exteleotel poOvo otav 1 petofanty isStunned givar yevdng. To id1o Ba vAomomBei kot yio to move input. Télog
yiveton 1 emovapopd ¢ petafinmmcg isStunned wov opilel v akivnromoinon Tov wwaiytn puetd amd 0,4 devtepa
amo Otav opiotnke oe aAndng pe pia cvvaptnon retriggerable delay. To 0,4 amofnkedtnke o pia petafint pe
6voua stun duration. Omdte TMOPO. yiveral  odhayn g cuvOnkng omd stunned 6g adpavig pe v véa cuvOnk
otav 1 petafanty isstunned gival yeLONG Kat Ol LE TNV XPOVIKT IEPKELD TOV EPE.

4.4 Emmléov IKOvVOTNTES TTOiyTN
4.4.1 ®opTiopévn Poin maiyty

e ovtd 10 otddo B Tpootedel N cavOTTA GTOV T TN VT TG KAVOVIKNG TOL POANG v umopei va
KpOTNoEL TNV PoAn TOL Kot vo TNV amelevbepdosl PETO amd pio ¥povikn Tepiodo, dOTE VO TPOKAAECEL
neplocoTeEPN {nud otov avtimaro. Xty kAdon IMC Action yivetatl TpocOnkn otnv evtohn shoot evog trigger pe
ovopo released, To omoio ovclocTiKd divel TV evtodn oty input action shoot va vroAoyilet emiong tov ypovo mov
TO TANKTPO j TAPOUEVEL TATHEVO OTOV O TTaiyTng TupoPoiet. Xtnv enhanced input shoot yiveton ) Srayeipion g
a6 to UenhancedInputComponent mov vrdpyet oto UES mov déyetar v €icodo ¢ evtoAng shoot amd to
TANKTpoAdYlo. [ vt Trv véa foAn Ba dnpovpynBovv dvo axdua kKAdoelg Tadid tne bp playerprojectile base,
plo KAdon vy v nueoptiouévn PoAn kot pic KAGon v v mANpNng @opticuévn PoAn pe ovoporto
bp_playerprojectile_partialcharge kot bp_playerprojectile_fullcharge. Ztnv tpodn n omoio kAnpovopei to sprite
™G Kavovikng PoAng Ba yivel n aAlayr| Tov ¥pduatog e e poP amod Tig puduicelg tov sprite. Avti 1 foAn Ha
Kavel kot avt povo pio povado uids. Xtnv dgbteprn kKAdon mov Oa eivan n TAnpng eoptiouévn PoAn Oo yivel
oAdoyn g petafintig projectile damage and 1 o¢ 3. 'Enerta Oa yiver odhayn tov flipbook amd tnv facikn foin
070 Q£ TNG EMPOPTICUEVNS POANC. TN cuvéyela Oa yivel oddayn TV initial speed kot max speed oy tiur 1300.
Avtég ol petaPAntéc kKAnpovopodvtor amd v KAdon yovéa. ‘Emerta 0o dnpovpyndei éva yeyovog pe dvoua
triggershoot animation 610 onoio 6mote kaAeital 0o Tpootedel oe CLTO 0 KOIKOG TOV VILAPYEL O UE TNV AOYIKY
ot petafint ishooting adddlel amd aAndng o yevdng pe éva retriggerable delay. Avtod yivetot yioo cuvtopio
®ote vo unv yperleTot va emavoiapPavetar n AoYiKn aAld amhog vo yivetor kKAnon tov event. Emmiéov oto
onueio Tov KOSIKO TOV APALPOVUE TNV EVEPYELD [E KAOE POAN YioL TNV OTOQVYT] COOALATOV DAOTOLEITOL 1] AOYIKY|
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LLE XPNOT TG GLVAPTNONG MaX, TMG KATA TNV 0QOipeST EVEPYELNG OEV vl SuVATOV 1) TIUN TNG EVEPYELOG VA Elval
pupdtepn amd 0 Kot GtV cuVAPTNOY restore energy mov £xEl ONovPYNOel TPONYOLUEVMG dEV UTOPEL VA, TAPEL
T peyoAvtepn and 3. Omdte 1 cuvdptnomn restore energy enedn Koieite amd v KAdon projectile base kot
KAnpovoundnke amd v playerprojectile fullcharge 0o yiver odhayn, dote va mpochétel cuv 3 gvépyeta avti yio
1, apod M TANpNg eopTicpuévn Poir Eodevet 3 evépyewn. Omdte oty cuvéyela oty bp player epappdleton n
AOYIKN EAEYYOL TG O TaiyTNG TMPEMEL Vo EAEYYEL €4V €XEL OPKETH EVEPYEWD MOTE VO umopel va mupoPfoAncet
avaAdY®g TG BoAng mov BELeL va kavel. TELOG OGOV VITAPYEL NOT 1| OAOKANP®UEVT] AOYIKT Y10 TO TG UTOPET
va mopofoincetl o maiyg Kot Tt cvpPaivel apov Tupofoincel epapudletal 1 cLVONKN TG edv kpotnbel 1o
TANKTPO | v tov 0,8 deuTteporénTmv Kol KAT® TV 3 deuteporéntmv Ba yivel KA oN Tov gpé tng KAdong bp
playerprojectile_partialcharge aAMdg av 10 kpatioel Yo dvo tov Tpio M ica pe tpio dgvteporenta, tote Ba mailet
10 €€ NG KAdong bp_playerprojectile fullcharge. Xtnv nmpdn nepintwon Ba ydoel pio evépyesia Kotd v foin
kot Oo avomAnpdcel 1 petd, eva oty dedtepn Ba ydoet 3 kot O avamAnpmdacel 3 e TV KOTaoTPoPn TG GOAipas.
Anpovpyndnkav yu avtd tov okomd ot petafintés fullchargetime ko partialchargetime. Téhog mpémer av
EPUPUOCTEL 1 AOYIKT TT®G €GV 0 TTaiytng dexbel {nud Katd tnv mepiodo @optiong g PoAng T0te Bo axvpmbel 1
BoAn avtn. e avtd 10 AdYO YiveTon dnpovpyia g petafintig washitduringcharge tomov boolean ko petd tnv
KAorn tov yeyovotog anydamage tng kAdong bp player, agov dexfel {nuid o maiyng tibeton n peTapinti
washitduringcharge ce aAndnc. Ondte 010 action shoot petd v Aoyikn TG 0 waiyTng wropel va TupoPforncet
poévo av dev elval GOoTIGHEVOG Tov €yel NOM vAomowmBel mpootifetor M Aoy TG 1 peTafAnTi
washitduringcharge oAAalel T og yevong. Ondte kdbe popd mov TupoPoiret o maiytng Oa yivetal emovapopd
g petaPfAntng. ‘Enerta oto onueio tov kddika mov extedeite M @opTicuévn PBoin uetd amd tpio devTepa
TaTPOTog Tpoctifetal emmAéov 1 cuVONKN TG 1 petaPAnty Oev mpémet va givon washitduringcharge dev givan
aAndng N pe dAlo Aoy va givor wevdne. Edv dev eivarl wevdng antod onpaivel mmg o maiytng 6&xnke nud ko
éto1 dgv pmopet va mopoPoAncet, omdte dev cvpfaivet Timota. XN cuvéyela Oa Tpémetl va vAomomBel To kKaTdAANo
animations 10 0moio 6o VTOONADVEL OTL O TALYTNG TPOYUATOTOLEL VT TN POPTIGUEVT PO DOTE VO lval EPPAVES
otov maiytn mote apyilel N dadikacio EOPTIONG OAAG Kot YioL TNV TKOVOTOINGM oL a1sONTiKoD KOUUOTION TOL
mayvidov. Ondte oty KAdon BP_player o onpuovpynBet pia véa cuvéptnon pe 6voua handle charge flash mov
0o etvor vevBvyN Yo To animation. Avti 1 cvvdpton Ba exteleite katd TV apyn tov IA Shoot action kot
O€xeTaL G TAPAUETPO TO SEVTEPOLETTA YiaL T OTTOl £val vepPyT| M TPAEN Tov TVPOoPoAGoV. Opwg To animation
Oa aAAaler Yo kGBe Srapopetiky Paon g PopTicpéVNS BoAng. Omdte yivetan Eleyyoc otV GUVAPTNGN €4V O
xpOVog TG Poing 1 adhmg elapsed time, 0nmg ovoudotnke 1 BoAn sival pikpotepog 1 i6og pe v petafinm
partial charged shot 0,8 seconds, tote dev yivetot timoto, aAMdg B onpovpyndel va ypovOoUETpO KT TN
dupkelo Tov omoiov Oa mailel To animation kol otV GuVEXEl Oo YIvVETOL ETAVOPOPA TOL YPOVOUETPOV.
Anuovpyeiton pio petafinm pe ovopo charge flash timer tomov float otnv omoio petd ta 0,8 devteporenta Oa
apyicovv va mpootifevtol Ta dgvTEPOAENTA LETE TO TEAEVTAIO KOPE E TN XPToM TG cvviptnong get world delta
seconds, kaOah¢ 1 UES éyel pio Aettovpyio 1 omoio omobnkevel 1o 0VTEPOLETTA OO TNV EKKIVIGT TOV ALY VIGO0V
otV petaPintr delta seconds mov pmopei va xpnoiporondel Kot 0o TOLE TPOYPUUUATIOTEG Y10 TNV KOTOUETPT|ON
CLYKEKPIUEVAV YPOVIKOV TEPLOdMV. TNV TEPInT®OT oV dev £xovv mepacel 0,8 debtepa amd TV eKKivioT TOL
TUPOPOAIGHOV, TOTE YiveTal EmavaQOpd Tov Ypovouétpov Kot tifetal  petaPint) omv tun 0. Exerta oty
nepintwon mov Eemepdotniay ta 0,8 dgvTepa Kot APYLoE VO LETPAEL TO XPOVOUETPO TOTE YiveTal EMTAEOV EAEYYOG
v k60e 0,2 devTEPOLETTO, TTOL TEPVODV KOl EAV EYOVV TEPAGEL TOTE YIVETUL EXOVAPOPE TOV YPOVOUETPOL oTal O
oevtepa exteheiton 1 cvvdptnon trigger flash mov €xel 16N vAomonOel kol TpocOETel To animation g Adpyng
OTOV TaiyTr. 10 TEAOG Y10 TOV TPOGOIOPIGUO TOV YPMOUATOG TG Aapyng Ba mpootebel n telikn cuvOnkm edv
petafint elapsed time givorl peyoaivtepn 1 ion g full charge time tote 10 Ypdua Oa 1e0el o8 pmhe oAAimg Oa
tebel og GOTPO YPOLO, MOTE O TOLYTNG VO UTOPEL VA, 10O PIGEL TV TANP®S POPTICUEVT BOAN OO TNV U1 TANP®G
eopticuévn. Télog oe mepimtwon mov o moiytng ogybel (nuid Katd v EOpTOoT TG POANC CTAUOTAEL TV
dradtkacio Tov Tupofoicpol 6nwg eiye vAoTonOel TponyovuEvmg 0pBd, aAld dev otapatdel To animation. Etot
oV apyn Tov eEAéyyov g ovvdptnong handle charge flash Oa yivet kot o Edeyyog g 1 petafint was hit during
charge mov &iye onovpyndei mpwtdTEPO VO givar un yevdng. Etot ohoknpadvetal o unyovicpoc T QopTIGUEVNS

BoAngc.
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4.4.2 Ydotnpa avappiynong 1oiyov

‘Evag emumhéov unyovicpds tov maiytn 0o gival 1 tkovotnTo Vo HTopel Vo YPam®VETOL od TOVS TOLYOVS
ooV VO CKOPQOAMVEL Kol va Umopel v peTammdOnoel and tov éva toiyo otov @Alo, LE TNV GOGTH XPnom
CUYKEKPIUEVOV TANKTP®V, MGTE VO TOV SIVETOL 1) TKOVOTITO OVCIUGTIKA VO GKAPPUAMVEL 6€ empaveles. Otav o
maiyTng ypomdvetol omd évay Toiyxo tote owtdg Ba YAoTpdet e ToAD apyd puBud mpog Ta KATw eKTOC av eMAEEEL
V0. OTOJEGEVTEL OO TO YpAmua OOV Bo TEGEL KAT® oKaplaio Kot o pmopel Kdvovtag GAp0 Vo, TUGTEL 0To
Adov toiyo. OmoTE Yo APy TPEMEL O TOLYTNG VO LITOPEL VO EVIOTIGEL TOVE KOVTIVOUS TOLYOVE MOTE VO UITOPEL Vol
TOVG OKOPPUADGEL dNAad| pénel va pmopel va avayvopilel Tig KOVTIvEG empdveleg 0TI onoleg Umopel va
ypammBei. Avtd Oa emitevyBel pe ™ ypnon tov line trace. To line trace yvootd kol ¢ raycast pmopel va
YPNOOTONOEL Y10 TOV EVIOMIGUO AVTIKEWHEVAOV GTOV KOGUO TOV Tayvidov. o v dnpovpyia tov mpénet va
evoouat®wbodv ta katdAinia headers, va yivel opiopog tov onpeiov apyng Kot t€élovg tov line trace, va yivel
kAo g nebodov mov extelei o Line trace kot va yivel ene&epyacio TOL ATOTEAECUATOG,

Hopaderypo:

/] 2ovaptnon extéheong Line Trace

YYNAPTHZXH PerformLineTrace()
// TIpoGd10p1o oG apy koD onpeiov Kot TEAKOD ornueion
Start = [TapeTomoOecioAvtikeévou()
ForwardVector = [1édpeAietBuvonMnpoctdAvtikeypuévou()

End = Start + (ForwardVector * 1000.0) / 1000 povadec pnpootd and tov nfonotd

// TIpoGd10pIo OGS TOPAUETPOV GUYKPOVOTG

CollisionParams.IIp6c0ecel lapafreym Aviikeipuévou(anto)

/! Epappoyn line trace

HitResult = EpappoynLineTraceSingleByChannel(Start, End, ECC_Visibility, CollisionParams)

/"EAeyyoc av vafp&e cuykpovon
AN HitResult.bBlockingHit TOTE
/I Anpovpyia ypapuung debug yio ortikonoinom tov line trace

YyediaonDebugl pappunc(llapeKoouo(), Start, End, Koxkivo, yevdég, 1, 0, 1)

// Extommon tov ovopatog tov n0omotol Tov eVviomioTnKe
AN HitResult.ITdpeAvtikeipevo() TOTE
KartaypaenMnviouatog(Warning, "Hit Actor: %s", [1apeOvopaAvtikeiuévov(HitResult.ITdpeAvtikeipevo()))
AAAIQY
/] Zyxedlaon TpAcIvIG YPAUUNAG Y10 OTtTIkooinon Tov line trace
YyediaonDebugl pappng(llapeKocpo(), Start, End, [Ipdowvo, yevdéc, 1, 0, 1)
TEAOX AN
TEAOX XYNAPTHXHX
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Omndte oty KhGon bp_player yio ka0e kopé Ba yiver kKAnon g pebodov line trace yio avtikeipeva, n pébodog Oa
dEXETAL MG TAPOUUETPOLS TNV apyN KoL To TEAOG Tov Line trace , kaOd¢ Kot TOVG TOTOVG OVTIKEILEV®V Y10 TOL OO0
Ba “yhyver”. OmdTE GTNV TAPAUETPO TOV AVTIKEWWEVOV Ba d0Bel cav TOTo¢ Kavaitoh To world static , dnAaor| ta
OVTIKEIIEVO TOV KOGLLOL TO OO0 OEV £YOVV TKAVOTNTO KIVNOTG, OTIMG TOIYO1 TOTMOTO Kot GAAa oTotyeia. [1a v
apyn tov line trace Ba opiotel 1 Béom tov blueprint Tov maiyTn Kot €meTa Yoo TOV OPIGUO NG TEMKNG Béong Ba
yiver n xpnom g devuspaTIkng KotevBuveng tov nbomotod mpog ta gunpdg mov givan amobnkevpévn 6To
movement component o€ £va vector pe 6vopa forward vector mov ovG1aoTIKA £XEL TIC GUVTETAYUEVEG TOL O0TO100
otov d&ova x. Eneita Oa moddamiaciaotel avti 1 T ent 200, dnAadr| Ba tpocteBolv oe autr Vv katehBuvon
6Ahec 200 povadeg mpog to eUmPOg Kat 6T cuvEXELn Bo TpooTebel avT N TN GTIC CLVTETAYUEVEG TOV N00TO10D.
Avto onpaivel mmg to line trace Ba Agttovpyet amd v B€om Tov nbomorod mg Kot 200 povadeg epmpog amd avty
v 0€om mpog v TALLPE oV KotTdel Kot katevBouvetar o maiytng/ nbomoldc. ‘Eneita enedn eitvar embopuntod va
umopel va yparwbel o maiytg amd Tov toiyo novo v Ppicketal TOAD Kovid o€ avtdv Ba peltmbovv ot povadeg
oG 40, kaBdg 1 KhyovAia Tov malytn eivar 34 povddeg kot melpapatikd Ppénie mmg o1 40 povadeg eivar 10avikés.
AvTtéc o1 povdodeg Bo amobnkevtodv o pio petaPfAnt pe o6vopo wall trace length. ‘Emeita petd to line trace o
yiveton Edeyyog e ™ onpovpyia pog véag petafintng is wall sliding Tomov boolean. Av ot é€odog tov line trace
elvar aAnOng 16te avTO onuaivel Tog o maiytng Ppiokeral dimha oe Toiyo Ko £Tot TiBeTon 1 TOPATAV® PETOPANTA
o€ true aAMmg Topapével o€ katdotaon false. Xtnv mepintwon mov givar aAndng n é€odog yivetan n odhayn Tov
Velocity tov maiytn péco g kAdong tov Character Movement component, onAadn TV Tay0TNTO Kiviong Tov
XAPOKTAPO. AvTd TOL TPETEL VO aALGEEL lvan M) kiviom oTov KaBeTo AEova epdoov o maiytng PpiokeTol Kovtd o€
TOIY0 MGTE OLGLUCTIKA VO UMV TEPTEL TPOG TO KATM divovtag Tnv yevdaictnon ot kpatiétal amd tov toiyo. 'Etot
Ba petafindei poévo 1 taydINTO GTOV A0V Z EVD GTOV X KOty B mapapeivouv 1o 1d10. Ondte pe TV xpnom g
max ard ™ Pprrodnin g c++ Ba 1ebel mog n péyiot Tiun otov dova y Ba givar 1 -20, ondte 0 TaiyTNC EPOGOV
BpiokeTan kovtd oe toiyo dev Ba pmopel va kivnBei otov dEova y pe toydrta peyardtepn and -20 mov givor pio
oAV apy"| kivnon mpog ta katw. Opmg tdpa mapoatnpeital 6Ti 0 Taiyng uropel va yparwOel amd Evay toiyo evd
Ta&L0EVEL TPOG TO TAV®, TTY, LETA A0 £VOL AALN CKOPPUADVOVTOC TPOG GTLYUNV GTO TOLYO LE 0vOdtKN TTopeia avti
v kaBodikn, 1ot B ePapUOGTEL GTNVY TOPATAVE® AOYIKNG GTNV apyn Evag emmAéov Eleyyoc. O maiytng B pmopet
va ypormBel amd Tov TolX0 HOVO €V Ol TaDTNTA TOL aTov d&ova z givarl peyaAvtepn 1 ion amd v Tyun — 40,
oNradn povo edv Ppicketon oe ciyovpn kabodikn mopeio. Emmiéov évag axopa unyoviopuds tov Ba dnpiovpyndet
elvar g o maiymg dev B pmopel va ypanwbel amd Evav Toixo mapd povo gdv eival TATNUEVO TO QVTIGTOLYO
TANKTPO LE KatevBuven mpog Tnv TAEVPA ToL Toiyov. AvTo Bl divel TNV tKOVOTITO GTOV T TN Vo ETAEYEL EKEIVOG
eqv embopel va ypommOel 11 Oy kol vo emAéyel emiong €qv 0Ael vo TeppoTiosl vaopitepo avt TN Kivnon
OTOOEGIEVOVTOG TO TANKTPO, KOOMG TTptv 1 avappiynon Nrav eEovaykacuévn epdcov o maiytng Pprokotay Kovtd
otov toiyo. Omote Oa yivel Eleyyog v 1 KotevBuven g €1l6030V oL divel 0 ¥pNoTNG Eival 1010 Ye aVTH TOLV
Kottdiet o TolyTng Kotd TV dradikacio e avappiynons. Onodte maipvovrtag Tic Tipés tov forward vector tov maiytn
KoL TNV TN TG Tpaéng £16660V move Tov £yovpe 701 dNUoVpyNoel, dNAadn tnv €080 mov pmopei va, gival -1,0
N 1 avordywg edv divetat kdmola £16000g Kot ol £16050¢ SiveTan Kol GLYKPIVOVTOG AV O TOAAATANGLOCUOG TOVG
emoTpépel Oetikd 1 apvntikd tpdonuo. Edv to amotédespa eivar peyaidtepo tov 0 10Te 1 €16050¢ Kivnong £xet
v O katevbuven pe v UTPOGTIVY TTopeia. Tov TaiyTn aAAog sivol avtifetec. Evoopatdvovtag avth ™
AOYIKN oTNV apy1 ToL EAEYYOL eEAGPAAILEL TMG O TalyTNG LITOPEL VO dEGUEVTEL 1] VOL ATOOEGUEVTEL OO TNV TTPAEN
™G avappiynong émote owtdc emOvEL.

4.4.3 Anpovpyio animation avappiynong Kot IKaveTnTOg 0VEANON61NGS TOiYOV

O maiymg mAéov pmopel po avappiyndei otovg Toiyovg aAAd dev €xet yivel akduo 1 EQOPUOYN TNG
Kivnooloyiag mov mpocdidel avtny v wavotta. ‘Etol oty yvooty kidon ABP Player pe to dévopo
GUUTEPIPOPAC TOV TOLYTN TPEMEL VO, cLUTEPIANPOEL M| VE KaTtdoTaon HeTaPaonc Tpog kat and To VEo animation
avappiynons. 'Hon eivar yvootd amd v @apuoyn g AOYIKNAG TOV TPOTYOLLEVOD KEQPOANIOV TG O TOLYTNG
umopel vo, uetafel oty Kotdotacn avappiynone wovo otav Bpickeral og kabodikn mopeia, ONANIN OTOV TEQTEL
amo pio emMEAvela, £T61 1 Katdotaot e avappiynong Ba tpootebel petd v katdotaon fall. Xty xatdotoon
wall slide 6mwg ovopdotnke | avappiynon tpoctifetar 1o avTicTolyo animation, 0mOTE OTAV O TAYTNG HETOPOivEL
o€ LT TV Kotdotaon mTAéov Oa eaivetal avtd katl oty Tpdln. Oumg o€ tepintwon mov o maiytng Tupoforet
v opa g avappiynong Oa tpootebel 1 cvuvOnkn edv N petaPAnty is shooting givan oAnONg 101 O maileTan to
animation wall slide shoot, aAMd¢ Oa aileton to amdd wall slide. Téhog Tpémetl va opiotel ) katdoTooT Hetdfacng
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amo v katdotaon fall. H cuvOnkm petdfoong modd amid sivon edv 1 petafint is wall sliding wov €yel non
onpovpynOel eivon aAndng tote o maiytng petaPaivel amd v Katdotaon fall otnv wall slide. AnAadn o maiyng
EVO TEQPTEL €V KOVTA G€ TO1YO0 Kot 1] €16000¢ TANKTPOL avTieTotKel otV Katevbuven mov Kottdet. 'Enetta yio va
terelmoel N katdotaon wall slide kot va petafel ticw oty fall n cuvOnkn eivan n petaPpinty is wall sliding va
elvar yevdnc. 'Etot o maiytng emotpépel oty katdotaon fall kot and exel oe omowdnmote GAAN KATAGTOO
ypewotel. [Tapdra avtd mpémet va yiver pio emmiéov pvBuon oo animation tov wall slide, kaBdg o maiyng dev
EPAMTTETAL UE TOV TOiYo OAAGL PpiokeTor otov aépa, KATL TOL QLGIKE dev gival embBountd. Ondte oto player
wallslide animation class Oa yivelr p0Bpion g petafAntrg custom pivot point oe 17 povédeg, mote dtav apyilet
7o animation va aALALEl eEhappdg 1 BEom ekKiviiong Tov, ®GTE TAEOV O TaliyTNG va epdmteTon Le Tov Toiyo. To id1o
yiveton kot yia to wall slide shoot animation. "Eva dAlo tpdPAnpa mov mpokvmtet givar 6Tl Tdpa 0 TalyTng OTOV
Bploketar oe avt) Vv Kotdotaon kot wopoPoiel, dev E€pel Tpog Ta TOL VA TVPOPOANCEL Kot TOAAEG POPES
mopoPorel Héca oToV TOiY0 APOD TEYVIKA O Ty TNG KOLTAEL TPOG Ta. EKElv TNV KaTevOVVET. OndTe 6T0 shootpos
component Tov &yetl o1 dnpovpyNndet yro v Kavovikn 8éom Tupofoiisov Tov malytn Ba yivel avirypagy Tov
kot Oo dnpovpynOel évag véo component pe dvopa wall slide shoot pos, oniaon 0éon mupofoiicuod katd
ddpketa g avappiynons. ‘Enerta 6o tomobem el avtd 1o component ypapikd 6To onpeio tng KAvNgG ToL OTAOV
tov wall slide shoot animation. Ondte otV cuvéptnon spawn projectile, 1 onoia dwayepileton TV euEdvion g
o@aipag Kotd T dugpkela Tov TupoPoricuod Ba wpoatebel pia véo cuvOnkm. [lpwv v cuvaptnon spawn actor
nov gpeavilel v ceaipa, yiveral Ereyxoc edv n petofinty is wall sliding etvon aAndng. Xy nepintwon mwov
elvar 10t opiletor wg Béom mupofoiicuod 1o shoot pos wall slide, aliidg n BEon TupoPoricuod Tapapével M
TPOTNYOVUEVT. AP0V TAEOV LAOTOONKE TANP®G O UNYOVIGUOG TG OvVapPiYNoNE TPETEL TMP Vo dnovpyndein
KovOTNTO O TTaiyTNg vo. umopel vo avamndnoel 6co Ppioketol Tdve otovg toiyove. Opwmg n cvuvinkn yo v
AV OO TOL TOiYTN OV £xEl dINUIoVPYNOEl TPOTNYOLUEVOC EIVAL TTMG O TTALYTNG TPETEL VO PPIoKETOL GTO £30.POC
v va avorndfoet, dniadn vo unv glvar otov aépa, OpmG To maryviol Bewpel v avappiynon og pia evoaépio
Kivnon, Kabmg o Taiytng TeXviKa TEQTEL o€ apyn Kivnon dpa eivar oTov aépa kot €161 dgv Pmopel va avorndncel
Ao VTN TNV Kotdotaon. Avtd to Tpofinua Bo avtipetomiotel Tapokdto. Ondte avi yio TNV cuvapToN jump
Ba xpnoiponombel pio GAAN cuvdptnon n omoio £yl 101 VAOTOMNOEL Yo TV EQOPUOYN TNG EKTOTIONG TOL TTOLYTY
otav déyxetar (nud, v cvvaptnon launch character. Movo mov avt ™ @opd Bo. petafindei n Aettovpyio g,
MOTE VO AELTOVPYEL GAV TNV GLVAPTNON ovandnong Tov Ttaiytn. Ondte oty Input action Jump mpv v pappoyn
g ouvaptnong jump Ba yivel Edeyyog g petafintg is wall sliding, edv eivar yevudng tote pe TV €ic0d0 TOV
TANKTPOL spacebar o waiytng 0o avanndd Kavovika OTmg Kot Tpty, edv Opmg sival aAndng tote 1 Asttovpyia Tov
mAKtpov spacebar Oa aAAGlel. Xt devTEpN mepimTmON KoAgitanr 1 cuvaptnon launch character pe velocity z,
oradn toyvnTe. otov kabeto dEova 1500(petafinth Wall jump power vertical) povadeg kou velocity x otov
optlovtio d&ova mpog v avtibetn katevbuvon amd avth wov Ppicketon o waiytng. ['a va dobei popd mpog v
avtifen KatevBuvon tov dova X, yivetar yprion T@v cvvietoyuévev tov forward vector Tov maiytn mAAL Kot
yiveton 0 ToAAamAooacHOg pe -1, dote va oAAdEel 1 katevBuvon kot koatd 1000(petapint) wall jump power
horizontal) povadeg dote vo avénbein “odvaun” Tov dipatoc. Emiong 6o opiotei n Tyun tov lateral falling friction
omv TN 0, doTe 0 TalYTNG VO UMV SEXETAL AVTIGTAGELS TV OPO TNG VoI dnong 660 PpickeTan 6ToV aépa Tpv
v gpappoyn tov launch character. ¥tn cuvéyeia petd v Launch character 0o mpootebei | yvoot) cuvaptnon
retriggerable delay ywo 0.2(petafint wall jump lock) devtepa kat yiveton emavapopd g Tung tov falling lateral
friction wicw otV apykn ™G TW.

4.4.4 Yhomoinon pnyovicpod yYAGTPNOTOS E0GPOVG

TNo v pevototTo TNG Kivomg Tov Taiytn aAld kol Yo vo. 00000V otov Taiytn emmiéov emloyég
EAMYLLOD KOl amoPLYNG TOV €X0pdV £ytve 1 TPocOfKn EVOC EMTAEOV UNYAVIGLOD TTOV ETITPETEL GE AVTOV VO, KIVELTE
UE HEYOADTEPN TOYVTINTO OTO 000G YMOTp®VTOG TAV® o€ ovtd. o ) dnovpyia avtig g Kivnong
ypnowomotidnke éva plugin pe évoua rootmovementS.3. Avti 1 tpocOnkn nepiéyel kdmoteg Pipiodnkec C++
7OV TAPEYOVY GLVOPTNGELS oL Ba ypnoyomomBovy oto Tpodtlekt amevbeiog and kel Yo evkoiio. Ondte and
ot TV BiAodnKkn yivetou ypron g cuvdptnong apply root motion constant force with callbacks. Mg ) ypnion
aVTAG TG ouvaptnong Ba emtevybel | dnuovpyio TG Kivnon Tov YMGTPAUATOS, OUMS Y10 V. SOVAEYEL AVTA M
GUVAPTNOT TPENEL VO TEPAGTOVV KATOEG TopdpeTpol. Ot TAPAUETPOL TOV TTEPVOVV GTNV GLVAPTNGT €ivol TO
character movement component kai to forward vector tov maiyt, £meita TPETEL VO TEPAGTOVV Ol UETOPANTES
strength (1000) o duration(0,3) wov ivar 1 dvvaun g kivnong kot 1 ddpkela aviiotoiymg. Ondte yo To
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emopevo Prina Oa Tpémel va dnuovpynbel pio véa €il60d0g TANKTPOAOYIOL Yo v TV TN VEQ Kivnon. H véa gicodog
0o evepyomoteitat Le TNV yP1OMN TOL TANKTPOL Space Kol Tov s, dONAdT KAvovTag ovamnono” aArd pe katebBuvon
pog o kbTe. 'Etot oty kAdon IA_Move Ba yivel petatponr| tng pbBuong value type ond axis1D(vector 1D) e
axis2D(Vector 2D), kaBd¢ o€ apyodtepa atddio avamtuéng Oa tpoctedel kivnon kot otov dEova z, dnAadn kivion
o€ 2 JoTACELS, VO LEYPL TOPA VINPYE LOVo og pia. Znv kKhdon IMC_Action otnv IA_Move otig pvBuiceig
key mappings Ba mpootebel véo mAnktpo w pe modifier swizzle input axis values kot avtioTolymg TAKTPO S LE
negated swizzle input axis values yia kivnon pog ta kdto. Ondte oto input action jump otnv KAdon bp_player
nov &yel vAomomBel n Aoy avamnonong and £3a.pog Kot amd Toiyovs 6tov Tpdto Aeyyo tov is wall sliding av
elvar yevdng mpootibBetar Evag emmAéov Edeyyog Gv 1 TR ToL Y amd Vv kivinon IA Move givor pikpdtepn tov
0, avT6 oNuaivel TOG 0 XPNOTNG TOTAEL TO TANKTPO S. Edv dev givan pikpotepn tov 0 tote 0 moiytng mpaypotonotel
KOVOVIKN avamnonon, aAladg Ba epappootel 1 cuvaptnon apply root motion constant force with callbacks kot o
maiytng 0o Tpaypatoromost yAiotpnua. Opmg topa 6Tav 0 TaiYTNG TUTAEL TO TANKTPO S 0 YOPAKTHPAg AAAALEL
katevBuvon mov dev glvan to emBountd anotéhespa. ‘Etol mnyaivovtag oty cuvdptnon update rotation otnv
apyn yiveton TpocOnkn eAEYYOL OV KOTAEL av 1 kaTevBvvon Tov maiytn gival didpopn tov 0. 'Etol tdpa dev
oAlalel o moiytng Kotevbuvon otav yivetor ypnon tov mANkTpov s. Ilicw omv A Jump oOtav koAeite 1
oLVAPTNOT Yia TO YAIoTpM A YiveTal onpuovpyio piog petafintg pe ovopo isGroundSliding kot tibeton o ainO1g
Kol Katé T0 TEAOG TNG cuvaptnong aALdlel TaM o€ yevdng. ‘Etot yivetal yvwoto mote PpickeTor oe avth TV
katdotaon o yopoktipoc. Ev cuveyela oto dévopo kataotdoeswv tng kAdong ABP Player mpémer va yivel
wpocnkn ¢ véag katdotoaong ground sliding. Ondte amd v katdotoon idle Oa wpootedel n KoTdcTOGN
YMOTPNUOTOG. € 00TH TV Katdotaor ogv o pumopel vo TupoPoANceL 0 moiyTng Yo vo unv €ival ToAd EVKOAO TO
woyvidl omdte mpootifetar pdévo 1o animation slide. H kotdotaon perdPocng eivor av m petapint
isGroundSliding eivor oAndng omd idle og katdotaon slide kot ovTioTPOPOS av givar yevdng amd slide oe
idle(adpdveia). Emiong oty xatdotaon slide pmopei va €16€A0¢1 0 malyTtng Kot oo TV KOTAGTAGT run e TV ot
ouvOnKkmn, Opmg dev ypeldletal va oplotel GLUVONKT EMGTPOPNG TNV KATAGTACT] IUNn APOL O TOLYTNG UTOPEL Vo
emotpéyel oty katdotoon idle kol oo exel va petafel oe onotadnmote GAAN KatdotooT 6nwe N run. X avto
10 onpeio €xel epappootel TANP®G N AEITOLPYING TOV YMOTPNUATOS, OUMG OKOUO TPEMEL Vo Yivouy Kdmoteg
oAayég mote va Peltiotomombel. Apyikd mpémEL O YOPOKTAPOC VO UMV Umopel va mupoforncel 66O
Tpoypatomotel To yMoTpnua Ko va unv pumopel va aAldEetl katevBuvon v dpa g Tpaéng yti autd Ba tav
oA apvowko. Emiong mpémer va mpootebel n emdoyn o moiyng vo pumopel va aKLPOOEL TNV JadIKOGio
YAMGTPNUOTOG TATOVTOG TO TANKTPO TNG AVOTNONGCNG, VO WTOPEL VO OKVPAOVETAL TO YAIGTPNUO OTAYV O TTOiYTNG
TEPTEL A0 KATO0 VYOG kot Otav o maiys Pploketan otov aépa. OTOTE Y10 TNV ONEVEPYOTOINGT TNG IKAVOTNTAG
Tov Taiytn va mopoPorel 660 YAotpdel otnv kKAdon Bp player otnv ektéleon tng cuvaptnong la shoot oty
apyn TOL EAEYYOV MG EMITALOV EAEYYOC Y1 VoL TupoPoincet o maiytng tifeton g n petafinty isGroundSliding
npémel va punv etvo aAnOng poli pe v petafint IsStunned dniadn o matytng va punv etvor caoTIcHEVOS TO 0010
&xel N viomonOel. Enerta axpifog 1o 1010 Oa mpénet va, epaplocTtel Kot 6To onpeio eAEYYOV Y10, TNV QOPTIGUEYT
BoAn. 'Etotl moAd amhd mAéov o maiytng dev pumopel va mupoforncel 060 YAMGTPAEL GTO £DAPOG. TN GUVEXELD V1oL
va unv umopei vo oArGéel katevbuven o maiytng 6co YAlotpdel oty cvvaptnon updateRotation wov yepiletan
va Vv petafoin katedbvvong tov maiyt mpootifetar évag emmAéov Eleyyoc 6Tl 1 petafinty isGroundSliding
gtvan yevdng. Omote wg vrevBdoN TN AstTovpyiag OVTHS TS CLVAPTNONG GV O TatlyTNG YAMoTPAEL 1| Kveitol
TPOC TO, TAV® 1) TTPOG TO KAT® dev pmopel va, aAldéel katevbuvon kivnong pe ta minktpa a kot d. Emmpdceta
Y0l TNV OIIEVEPYOTOINOT| TNG AELTOVPYING TOV Ty TN Vo umopel va YAMoTpoel 6Tov aépa. oty cuvdptnon [A jump
070 onueio mov yivetor o ELeyyog edv o maiytng matdel pali e TO space Kol To TANKTPO S Y10, TV TPOYLLOTOTON o)
Tov yMotpiuatog 0o yiver €leyyoc wor amd to character movement component pe TNV cLVAPTNON
isMovingOnGround yia va Stomotwbei v o yopoaktpag dvTog PpioKeTor 6To £50(POC KOl LOVO EQV 1) EMIGTPOPT|
QUTAG TNG oLVApPTOoNG eivor aAnOng kot dMAadN O yapakmpag givia Tpdyuatt oto £0agog Bo pmopel va
TPOYUATOTOMGEL TO YAoTpnpa. Bacikég Evvoieg Tng kivnong yopaktipoL:

-Emtdyvvon (Acceleration): O pvOudg aArayng tng tayvTnTog evog yapaktipa. Xto UES, n emttdyvvon pmopel
va ka0oploTel HECH TV TUPAPETPOV ETLTAYVVONG Kol LEYIGTNG EMLTAYVVONG.

-Tpipn eddpovg (Ground Friction): O cuvtedeotng TpIPnc mov emmpedlel v oAicOnom TOL YOPOKTAPO GTO
éoapog. H tp1fn eddpovg ennpedlel v emrdyvvon kot EXPBpaduvor Tov yopoKTipa.

-Tayvtto (Velocity): H taydtnta pe tnv omoio Kiveitat 0 yopoKTHPOC 6€ (Lo SEGOUEVT] OTLY L.

-Xpoévocg (Delta Time): To ypovikd didotnuo. mov mtepva petald 6vo mAaciov (frames) Tov mayvidioo.
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E&iowon xivnong
H e&iomon mov weptypdeet TV Kivior Tov YOpOKTPO 6TO £d0(POG UTOPEL Vo GUVOWISTEL MG eENG:

Velocity=Velocity+(Acceleration—Friction)xDelta Time\text{Velocity} = \text{Velocity} + (\text{Acceleration} -
\text{Friction}) \times \text{Delta Time} Velocity=Velocity+(Acceleration—Friction)xDelta Time

Omov:

Velocity: H tpéyovca toydTnTe ToV YopoKTnpa.

Acceleration: H emttdyvvon mov epappoletatl 6Tov opaktipa.

Friction: H dOvaun tpipng mov epappuoletal GTov yopaKtipa.

Delta Time: To ypovikd dtdotnpo HETOED TMV EVILEPDOCEMY TG Kivnomg.

YAiomoinon og C++

Mopoakdto sivor éva mopddetypa kmowko C++ yio v vAomoinomn g kivnong oe yopoktipo oto UES
YPNOLLOTOIDVTAG TNV TAPAUETPO KIVIONE YAPUKTHPOL.

/] 2ovapTnomn pUOIKNG TEPTUTLOTOS TOL YAPAUKTIPO
YYNAPTHZXH PhysWalking(DeltaTime, Iterations)
AN DeltaTime < EAAXIETOX XPONOX ENHMEPQXHX TOTE
EINIETPO®H
TEAOZ AN

/' YTOLOYIGUOG TNG EMTAYLVONG KOl TG TPPNS
Acceleration = [apeTpéyovsaEmnttayvvon()

Friction = I1apeTp1MEddpovg()

// Evnuépwon g oy hTnTag ToL opaKTipo

Velocity = Velocity + (Acceleration - Friction) * DeltaTime

// TIeplopiopog TG TOYLTNTOG OTN UEYIOTY| EMTPETOUEVT] TOYLTNTO
Velocity = Velocity.IlepropiopdcZeMéyiomn Taydmra(lldpeMeéyiomn Toydtnral))

// Epappoyn tng véag 0¢ong Tov yapaktpa
Delta = Velocity * DeltaTime

MerokivnoeXapaxtipa(Delta)

/l Evquépwon g Béomg kot tng TohTnTag ToL YopaKTp
EvnuépoonTaydtmracZrotyeion()
TEAOXZ £YNAPTHZHZ

To emopevo Prina givar  aKOP®ON TOV YAGTPIUATOG UE TNV IKAVOTNTO CVOTAONoNG ToL Toiytn. Ondte
o cvvdaptnon apply root motion constant force with callbacks 0o dnuovpynOei pio véa cuvaptnon pe dGvoua
cancel 1 omoia Ba axvp®VEL TNV AgLTOVPYiO TNG TPOTNYOVUEVNG OE TEPIMTOOT OV AT Ol TO TANKTPO Space Kol o
xapoktipog Bo avarndast. H cuvaptnon Cancel g (o acvyypovn dpdon (async action) givat GNUOVTIKN Y10 TOV
ENeyY0 Kol TN SLYEIPLoT TOV AcHYYPOVOV dlEPYACI®Y, E101KO OTav ypetdleTor va akvpmbel o depyacio Tov
Bpioketon oe eEEMEN.
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-Anuovpyia kot Eyypaen tg Apdong: H pébodog RunAsyncAction dnpuovpyel kot gyypagpetl tnv achyypovn
dpdon pe to mayvidt.

-Exkivnon g Actyypovng Epyociag: H péBodog Activate ypnoipomotei To Async yio va EeKiviioel Tnv gpyocio
o€ éva, v ard to ThreadPool.

“Eleyyog yio Axvpwon: Méca otov Bpdyo g acvyypovng epyoaciag, m petafinth blsCancelled eléyyeton
oLVEXDGS V1oL VAL OEL AV 1) EPYOCTIO TPETEL VO GTALLOTYOEL.

-Axvpwon g Apdong: H pébodog Cancel Béter T petapint blsCancelled oe true, ekméumnel To GNUA AKOP®ONG
kot KaAel T péBodo SetReadyToDestroy yia va kabapicel T dpdom.

Omndte petd v akOpmon 1oV YMoTpNUaTog 6to £dapog tifBetan 1 petafinty isGroundSliding ce yevong €tot
®OTE VO, oTAOTAOEL Vo Tailgl To animation Tov YMOTPNUATOG VD 0 moiytng dgv YAotpael. Eniong npénet va
onpovpynBel Ko 1 Aertovpyio 0 YopaKTAPAG VO GTAUATAEL TO YAIoTPTLA OTOv d€xeTan Cnud amd €xBpove. 'Etot
070 yeyovog any damage mov €yt onpovpyndei mov opilel ™ Ba copPel 6Tav o maiytng déyeTor Cnud Ko TV
dwdkacio caoticpatog, Tpdta Bo vAomombei n cuvaptnon cancel slide, ®ote o maiyng og nEepinT®ON 7OV
TPOyUATOTOLEL YAMGTPNLLO TPMTO VO OKVPAOVETAL TO YAMOTPIUA KOl LETA VO VAOTTOIEITAL 1) DTOAOITN AOYIKY], DCTE
Vo unv vapyovv mpofAanuata — bugs. H Aoyikn tng cancel £xel 16m viAomomOei ko amhog yivetal n emavaAnym
™G Kol 6€ oVTO TO oNUeElo Tov KMOWKA. XTN CUVEXEL TTPEMEL VO EPAPLOGTEL 1 AgITovpYio TG AKVP®GNG TOL
YAMGTPNUOTOG OTOV 0 YOPOKTNPOG TEPTEL amd KAmolo VyoueTpo. Etol Oa yivel dnpiovpyio piog Aoyikng émov Ba
OVIVEVEL OTOV O YOPOUKTNPOC PPIoKETOL KOVTH 08 KATOLN GKPT KOl TAEL VO, TECEL Kol 0T GLVEYELD, Ool exTeAEiTON
ndA1  cuvaptnon cancel 1 onoia akvpdvel to YAiotpnpa. H Aoy mapotiBetot amd kdtm:

INo va yiver eme€fynon g Aertovpyiog ¢ Kivnong evog yopaktpa katd to mepmdtnua oty dxprn (ledge
walking) avtd givor ta facikd fpata Kot ot £Vvoleg Tov EUTAEKOVTAL.

Baowég 'Evvotleg Kivnong oty Akpn

1. 'EAeyyoc Axpng (Ledge Detection): IIpocdiopiopog av o xopoktnpog Bpicketal KOVTd oty Gkpn g
EMPAVELNG.

2. Kivnon katd v Axpn (Ledge Movement): ITpocoppuoyn tg kivnong tov yapoaktipa dote vo. umopel va
TEPTOTAEL KATE KOG TNG AKPNG.

3. Avtiotd@Ouion Oéong wkar IIpocavatolopod: Ac@EAMoT OTL 0 YOPOKTAPOS TOUPAUEVEL GMOOTH
gubvypopUIoUEVOG KOTA TV Kivnon TV aKp.

Enre&nynon tov Kddika

1. Aviyvevon Axpng (Ledge Detection): H uébodog CanGrabLedge ypnowuomotei éva LineTrace yiwo va
aviyveDGEL AV VILAPYEL AKPT UITPOGTA OO TOV YOPAKTPA.

2. AMoyeipion Kivnong omv Akpn (HandleLedgeWalking): Avti n pébodog yepiletar v mpoypatin
Kivnom Tov YopaKTPa KATd UAKOG TG AKpNGS, Tpocapudlovag T B€om tov yapakmpa pe Pdon tov xpdvo
(DeltaTime).

3. 'Evapén kot Awoxornr; Kivinong otnv Axpn (StartLedgeWalking, StopLedgeWalking): Avtéc or uébodot
EextvohV Kol GTOUATOVV TV KIVIOT TOL YOPOKTAPO KOTO PNKOG TNG GKPNG, AVTIGTOLYA.

"Etot 0 mhéov 0 yapaxthipag dgv Kavel YAIGTpNUO 0TV TEQPTEL 0O KAmTolo AKpn, OAAG, ETIGTPEPEL GTO KOVOVIKO
falling animation( xwnoloAoyio TT®oNC) Kot ePapudlovial o1 YVooTéc TopaueTpol puoikne. EmimAéov Oa yivel
TpocHNKN TG Asrtovpyiag o TaiyTNG Vo LITopel Vo aKupMGCEL TO YAMOTPI U oV TOAD OTAG TATHGEL TO TANKTPO Yol
kivnon mpog v avtibetn katebOvvon amd avth mov Ppicketal o o maiytne. Ltnv cuvaptnon TryWallSlide mwov
&xel MO dnuovpynBel €xer NON epopprootel Eva HEPOG NG AOYIKNG OTTOV 0 Tl TNG HTopovse va yparwbdel otov
Toiyo €4v M karevBvuvon mov Kkoitale o yopakTpag NTav 1 Bl pe TV Katevbuvon g €166d0v amd TO
TANKTPOAOYI0 otov Gfova, X. Omdte pe pion pikpn mopaiioyn Oo yiver éheyyoc €Gv 0 TOAATAAGIOOUOS TOV
otoeimv givarl pkpdtepog tov 0 avti Yo peyoldtepog donAadn v 1 €i60d0g gival 1 avamodn g katevBuvong.
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Omnodte Oa dnuovpynbei véa cuvdptnon n onoio Ba kaAeiton avd Kapé kot edv 1 petafinty isGroundSliding givan
aAn0nG T0TE 0€ GLVOVAGUO KAl LLE TOV TOPOUTAV® EAEYYO EGV 0 Ty NG TpocTadnoet va KivnOel Tpog v avtifetn
katevBuvon Ba epapudletar 1 cvvdptnon cancel ko Bo akvpdveral to yAiotpnua. ‘Eve axépa {immuo mwov
onuovpyeital givol TOG TPOG TO TOPOV O TOIXTNG UTOPEL VO TPOYUOTOTOMGEL OlAOOYIKA OmEPLOPIOTA
YAGTPNHOTO, TTOV JeV eivan emBLUNTO, TCL GTNV AOYIKN TOV YAGTPIUATOS GTO GNLEI0 EAEYYXOVL TOV TANKTPOV S
plo emmAéov mpoimdBeomn yia to yAiotpnpa ivor g n petaPfintn isGroundSliding Oa mpémet va etvar yevdng.
Anhadn o maiytng oev Bo umopel va TPoyUOTOTOMNGEL ETTALOV YAGTPN U GTO £30POG EGV ON TO KAVEL

4.5 Anpovpyia onpeimv EAEYYOV KOl ETAVOQOPAS TOIYTN

4.5.1 Enavagopd maiytn

e auTo TO oMEio TNG EPYACING O YOPUKTNPUG TTOV EAEYYEL O Ty TNG UTOPET Vo KaTaoTpapel edv dexBel
vrepPorikn nuid amd toug exBpovg, oAhd dev Exel opiotel kdmola Aettovpyia yio To Tt O cvuPei petd. Enedn
KoAgite N cuvaptnon destroy actor, 6Tav 0 YoPAKTAPAG KOTAGTPEPETOL 1) KAAGT player controller dev Epel 1 val
KAvel KOOMG dev VILAPYEL TAEOV YPTCLLOTOUGLLOG YOPAKTPAG Kol £T0l TO TPOYypappo Pydlet moAld Addn won
npénel va yivel emavekkivion tov maryvidoy. Omote glvar TOAD oNUAVTIKO GE aLTO TO 6TAS0 Vo OPIGTEL 1
Aertovpyio ETAVOPOPAS TOV TAiYTN GTOV KOGIO TOL TOLYVISI00, O)l LOVO Y10 VO, UMV KOTUPPEVGEL TO TPOYPOLLLD,
OALG KO Y10, VoL LTOPEL 0 XPNOTNG VO GuVEXIoEL VoL TailEL Ypig v YpelocTel Vo KAEIGEL XEPOKIVITA TO TPOY PO
KOLL V0L TO KOVEL EMOVEKKIVIN O KAOE popd Ttov yavel. OmdTe yio apyr| KAOE pOPA TOV KATAGTPEPETAL TO GTIYULOTVTO
g KAdong bp_player o mpémetl va dnpiovpyeitan £va vEO GTIYHOTUTO TG KAGoNG otnv apykn 0éon PlayerStart
mov €yel oplotel ko va opilotel petaPifootel o EAeyyog omd T0 TAAO YOPAKTHPA GTOV KAvoLPYlo. Oa pmopoloe
va ypnoomombei wg uEbodog emavapopdc Tov TaiyTn 1 ¥PNCN TOL NN VAAPYOVTOC NTTNUEVOD YOPOUKTAPO KOL M
petapopd tov oty apytkn 8éon pe avaveopévn (o1, aAld n péBodog mov Ba ypnoiponomBel edd etvar 1 TARPNG
KOTOGTPOPT TOV TTOALOD YOpUKTHPO Kot 1) dNUovpyio evOg Kavodpylov 6tov omtoio Ba avatedel o Eleyyog and v
KAdon player controller. Avti n uéBodog eivar yevid o Eekabapn Kot 0KOAN TNV ¥pNH o1, Kabdg 6TV GUVEXELN
Ba ypnoponomBel kot yio v dnpovpyia tov onpeiov eravaeopds (checkpoints) and 6mov o maiytng Bo pmopel
va. avaPlrdvel EpOcoV €xel KaTapépel va, Ta gTacel. Omote dev ypeldletal va yivetal ke popd ETavoEopa Tng
fong Kot OA®V TV KOTAGTACE®V oL Pprokotav o maiytng tnv @pa tov Bovdtov tov. Omdte otV KAGOM
gm_action wov givai 1 KAAGT EAEYYOV TOV TAPUUETP®V TOL Ty vidloD Ba dnovpynbdei pia cuvaptnon pe Gvoua
respawnPlayer kot kel 0o vAiomomBel  Aoyikn ¢ cvvaptnong tov waiyt. H cuvaptnon SpawnActor aviket
otV KAdon UWorld kot dnpovpyet éva véo avrtikeipevo tov tonov AActor (] Topdywyng KAAoNG) otov KOoHo
Tov Toyvidov. H yevikh popen g cuvdptnong eivan n e€ng: template<class T>

T* SpawnActor(UClass* Class, const FTransform& Transform, const FActorSpawnParameters&
SpawnParameters = FactorSpawnParameters());

[Toapdpetpot:
-UClass Class*: O tomog g kAdons Tov nfomotov mov Bélete va dnpuovpynoete.
-FTransform& Transform: H 0éon, mepiotpopmn kot hipako tov BLeTe va €xet 0 véog nomotodg.

-FActorSpawnParameters& SpawnParameters: [IpdcOeteg mapdpetpot yio Tov ELeyyo TG oadtKaciog
onpovpyiog.

/] ZovapTnon yio. TNV ETAVEUPAVIOT) TOV TOIKTN
YYNAPTHZXH RespawnPlayer()
AN PlayerCharacterClass != xevo TOTE
/I Op1oUOC TOV GUVTIETAYUEV®V Y10, TN BE0N EMAVEUPAVIONC
SpawnLocation = AnuovpyiaVector(0.0, 0.0, 100.0)

SpawnRotation = MndevichIlepiotpoeni()
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SpawnParameters. Kdtoyoc = avtd

SpawnParameters.Instigator = I[1apelnstigator()

/I Anpovpyia véov maiktn ot Béom emaveppdviong

NewPlayer = [1apeKoopo(). AnpovpynceActor(PlayerCharacterClass, SpawnLocation, SpawnRotation,
SpawnParameters)

AN NewPlayer vrapyet TOTE
/I Omowadnmote emmAéov puOLLIoN Yo TOV VEO TTOKTN
TEAOZ AN
TEAOZX AN
TEAOX XYNAPTHXHZ
E&nynon tov Kmdwko:
e FVector SpawnLocation: Opiletat 1 0éom enavep@AvIong TOL TOUKTY.

e FRotator SpawnRotation: Opiletat 1 apyiKn TEPIGTPOPT| TOV TOIKTY.

e FActorSpawnParameters SpawnParameters: PvOuicelg yio v enaveppdavion, Onmg o 1810KTHTNG Kot 0
VITOKIVITIG.

e SpawnActor: Anuovpyel éva véo avtikeipevo g kAdong AYourPlayerCharacter ot 0éom kot pe Tig
pvOpioelg mov opicTnKov.

"Eto1 ¢ mopdueTpot yio tnv cuvdptmon avth Ba eicayBobv to deafult pawn class mov givor 1 kAdon bp_player wg
10 avtikeipevo mov Ba eppavicbel Kot emAEyovial TPog TO TAPAOV G GLUVTETAYUEVEG Ol apyikéc. 'Emeita Oa
ypnowomoinfovv ol cuvapthoelg get player controller kot posses dote 1 kKhdon Player controller vo, amokthoet
TV EAeYY0 TOV VEOL yapaktipa. H cuvdptnon GetPlayerController ypnotponoteiton yio va omoktoete tov player
controller and Tov KOGHO TOL TTALKVISLOD. ZVVHBC Kokeltar omd v KAGon tov GameMode 1| amd TV KAAoT TOL
yapoktipo. H cuvaptnon Possess koadeitor amd tov player controller yio vo 0moKTiGEL TOV EAEYYO EVOG YOPUKTI PO
(character). Avtf| 1 cvvdptnon evnuepavel Tov gcmteptkd pnyovicpd tov Unreal Engine yio va cuvdécetl tov
controller pe Tov véo yapoKtipa.

/] ZovapTnon yio. TV ETOVEUPAVIOT) TOV TAIKTN
YYNAPTHZXH RespawnPlayer()
AN PlayerCharacterClass != xevo TOTE
/1 Op1GUOC TOV GUVTETUYUEV®V Y10, TN OE0N EmAVEUQAVIONC
SpawnLocation = AnuovpyiaVector(0.0, 0.0, 100.0)
SpawnRotation = MndevichIlepiotponi()
SpawnParameters.Kdtoyoc = avtd

SpawnParameters.Instigator = I1apelnstigator()

/l Anovpyia véov maikt ot 0éom emaveppdviong

NewPlayer = [1apeKoopo().AnpovpynceActor(PlayerCharacterClass, SpawnLocation, SpawnRotation,
SpawnParameters)

AN NewPlayer vrapyer TOTE
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/I Amdktnon tov player controller

PlayerController = ITapeKoopo().I1dpellpdroPlayerController()

AN PlayerController vépyer TOTE
/I ATOKTNGN TOL EAEYYOV TOV VEOL YOPAKTI PO
PlayerController’EAeyEe(NewPlayer)

TEAOZ AN

TEAOX AN
TEAOZ AN
TEAOZ ZYNAPTHZHZ

e Spawn Location and Rotation: Opilet T B€om kot TV TEPIGTPOEN TOL VEOL YOPOKTNPA.

e SpawnActor: Anpovpyei éva véo avtikeipevo g kAdong AYourPlayerCharacter.

e GetFirstPlayerController: Anoktd tov mpdTto player controller 6tov KGO TOL oy VIdL0D. Evailaktikd,
umopeite vo ypnowomomoete 1o UGameplayStatics::GetPlayerController yw vo omoktioete tov
controller cuykekpévoo maik.

e Possess: O player controller amoktd tov éAeyyo TOL VEOL YOPAKTHPA.

Topa mov dnuiovpyRdnkKe avT N CLVAPTNON TPETEL VA, YIVEL 1] KANGT TG 0O TO OOGTO ONUEI0 TOV KMOKA,
oNradn and to onpeio eAéyyov mov PAETEL €6V 0 YapakTpag NTTHONKE 1 OxL. AVTH 1 AOYIKN £XEL EPAPUOGTEL OTNV
KAdom bp_actionChar_base, 6mov dtoygipiletarl TV KaTooTPOPT TOV EX0PMOV GALA KOl TOL YOPOKTNPO TOV TOIYTT).
Ouwg uévo o moiytng eivar emBountd vo pmopel va avoyevvnbei 6tav nebaivel. Ondte Oo yiver avtrypoaen g
AOYIKN G KaTaoTpoPg amd v kKAdon bp_actionChar_base otnv kKAdon bp_enemy base 1 onoia eA&yyel LOVO TIg
exOpkég povadec, £161 6A01 01 gxOpoi KaTacTPEPOVTUL KoTeEVOEiNY Kol YiveTal Slaymplopndg petald g Aetltovpyiog
KOTAGTPOPNG TOL ToiyTn kot Tm exfpmv. Encita Ba yivel avtiypar| TG AOYIKNG KATAGTPOPNG KOl TNV KAGGT TOV
maiytn bp_player, duwg tdpo. Oo xpnopomomBody Kamolo ETUEPOVE TOPAUETPOL DCTE VO, LWTOPEL 0 Ty TG VOl
avayevviétal. Ondte Oa yivel KAnon g kKAGong gm action pe avoa@opd pe tnv pébodo casting yuo va €xel
npocsPacn 1 KAdon bp player otnv cuvdptnon g enavagopds maiytn avtig g kidons. Omote petd v
ouvvaptnon destroy actor Oa yivel KA 6N TG cLVAPTNONG respawn player Kot 0 TaiyTng TAEOV OTOTE KOTUGTPEPETAL
YIVETOL 1] ETOVOPOPA TOV GTNV APYT TOL KOGLOL TOV Ty vidov. Kdatt mov mpénet va d10pBwbei eivar mmg o maiytng
0o pmopet va nrndel udvo pia opd kot 6yl ToAhamAEG popéc, ondte oty KAdon bp actionChar base mpiv v
Aoy mov o maiytng déxetal (nud Ba mpootebel o édeyyoc mwg M petapinty isDefeated tov bpc vitality
component Ba etvor yevdng, dnAadn o maiytng dev Ba eivan nrInuévos. Edv o maiytng nrnmbet dniadn n {on tov
elvar wikpotepn M ion tov undevog tote o maiytng Oa otaparhost va déxetar uid kot dev Bo emavapépel
aneploplotovg maiytes. Opmg o TaiyTng Tov KaTaoTpEPeTal cuveyilel va VITAPYEL GTOV KOGLO TOV TOLVISIO0 Kot
avto pénet vo dtopbwbel. Ondte oty KAdon Bp player otnv Loyt mov epappdlerar n Aqyn {npds otov naiym
oto event any damage Qo yivel Eleyyog mpdta yio TNy petapint isDefeated edv elvar wevdng, epodGov o Taiymg
elvar NTINUévog T0TE Bol GTAROTICOVV VO EKTEAODVTOL OAEC O1 KATAOTAGELG AYNG (i petd tov Bavatd tov Tov
TPONYOLUEVMG EKTELOVVTAY Oteplopiota. Tdpa oTtapatovy va mailovv OAa ta @€ Ay Ubc aALd 0 NTTNUEVOC
naiytng ovveyilel va vTapyEl 6TOV KOGUO TOV Tayvidlov. v KAdon bp player petd v cuvdptnon respawn
player 8o mpootebei n cuvaptnon destroy actor yio Tov TaALd yopoKTAPa Kot £T61 TAEOV AVOTKE Kot To TELELTAiO
wpoPAnua. Ipv v KAnon g respawn player Oa tebsi oo capsule component 1 pOOUIGT GVYKpOVONG GE UNdEV
Yo va v pmopel kapio ovotnta vo. aAANAETIdpdoel pe Tov yopoaktipa agov nttndel. "Eror podhg o maiytng
KataoTpEeetal apyilel ko méetel péoa amd to matmpo 6To Kevo. E1ot otn suvéyela opiletan ) pvbuon oto spring
arm component wov £xeL TNV KAuePa Tov maiytn n pvduton ¢ tomobesiog katl ¢ meplotpoPng o€ keep world,
oNradn va mapapeivovy oty B€om TOL ¢ Kot va Uiy akoAovBncovy tov maiytn puéoa omd to matwopa. Ensita oty
any damage, dnAadn TV cuvaptnon mov eAEYYEL TN Asttovpyia agov dexBel (nud o Taiyge, otov EAeyyo €4V o
maiytng etvon nTINUéVog oty Ttepintwon mov £xel nttndel Oa Tpootedel n cuvaptnon kockback wov 16m vdpyet
Kol 6€ 0VTO TO GNUELD TOV KOAIKA, Y10 VO TPOoTEDETL £va TAPOTAV® EPE KATA TNV KOTAGTPOPN TOL Taiytr. Enetra
TPV TNV cuvaptnon respawn O tpoctedei pia cuvaptmon delay 2 devTeEpOAERTOV ETGL DGTE VO, NV ETOVOPEPETUL
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0 moiymg dpeco mov Ponbdel kor oebntucd , oAAG KOl TPOKTIKG Oivovtag ypdvo OTIG OlEPYNsieg TOv
YPNOUYLOTOIOVGAV TOV TOALO AT VO TEAEUDGOLV Kot £TG1 Val YiVEL amopuyn d1dpopwv cpoipdtov. Eneita tptv
10 delay yia tov gpumlovtiopd tov €pé Bavatov Ba ypnooromnbel Ko pia cvuvaptnon camera fade n omoia Ba
OKOVPOIVEL TOV POTIGUO TNG 000vN G, Kabdg o Taiytng mebaivet.

/] Zuvaptnon o tnv évapén tov camera fade
YYNAPTHZXH StartCameraFade()
// Fade out (padpiopa)
HexivaCameraFade(0.0, 1.0, 1.0, MavpoXpmpa, yevdés, aAndic)

/I Avapovn yua 1 devtepoiento mpiv to fade in

TimerHandle = AnpodpynceTimer()

[MapeKoopo().IdpeAayeiprotiXpovouétpov().®éoe Timer(TimerHandle, avtd, Kdiese(Fadeln), 1.0, wevdéc)
TEAOZ ZYNAPTHZHZ

/] Zuvaptnon v to fade in (emavagopd)
YYNAPTHZXH Fadeln()

// Fade in (emavoapopd)

HexivaCameraFade(1.0, 0.0, 1.0, MavpoXpmdua, Yeudés, Wevdec)
TEAOX £YNAPTHZHZ

4.5.2 Anpovpyio onpeiov eréyyov- erava@opds (checkpoints)

Taopa Ba mpaypoatorombel ) Snpovpyia onueiov eréyyov yvootd kot o¢ checkpoints ota omoio LOALG TaL
@tavel o Taiytg 0o amodnkeveTon N TPO0dGC TOV MoTe dtav TEDaivel vo umopei vo ovofidvel omd To TeAevTaio
omnuelo eAéyyxov mov £xel PTAcEL KO vo suveyiletl To mayvidt Tov oo ekel. Omote B yiver 1 dnpiovpyia evog véou
(QOKEAOL pe Ovopo props kot Bo dnpovpynBel pio véa kKAdon thmov actor pe dvopa bp checkpoint. Xe avtr v
KAdom Oa dnovpyndei Eva box collision component pe 6voua trigger. Na onueimbel mog 6Lo avtd copfaivovy
otov editor ypagwdv tov UES, 6nwg gatverar otnv gucova 21. To checkpoint dev Oa gtvon opatd yia tov maiy
Ko Oev Ba pumopel o maiytng N Kopio GAAN ovtoTnTo va aAAnAemidpdoet pali tov, ondte opilovion OAEG o1 pulpicelg
GUYKPOLGTNG GE AyvOMGoT), EKTOG atd TNV puBuion Pawn collision dniadn 1 oOyKpovo pe Tov maiytn mov TifeTon
otV emthoyn overlap, dnhadn va enttpéneton ) oAinienidopaon. Eneita o dnpovpynbei éva Overlap event omwg
€xEL YIVEL KOl TPONYOLUEVMG OTNV €PYACia Kol Tpoypatomoleital cast otnv KAdon Bp player, énwg ¢oivetal
TOPOKATO.
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Eiwxova 21: I'pagixny avadeién tov checkpoint

/1 Khor Checkpoint
KAAZH ACheckpoint KAHPONOMEI and AActor
AHMOZXIA:
/I Opilel Tig Tpoemleyuéveg TIHEG Yo auTdV TOV actor

YYNAPTHXH ACheckpoint()

[MPOZTATEYMENA:
/I Kaettan 0tav Eegkvdet To moryviol 1 0tav yevviétat o actor

YYNAPTHZXH BeginPlay() YIIEPKAAYIITEI

AHMOZXIA:
// KaAettar kdOe frame

YYNAPTHZXH Tick(DeltaTime) YIIEPKAAYIITEI

/] Z06TaTIKO Y10, AVixvVELOT) GUYKPOVOTG

IAIOTHTA BoxComponent Opatilloavton, Mévol iaAvayvoon, Kamyopia "Components"

/] Zovaptnon i T Sloyeipion TV YeYovOT®V ETKOADYE®DY

YYNAPTHXH  OnOverlapBegin(OverlappedComp,  OtherActor,  OtherComp, OtherBodylndex,
bFromSweep, SweepResult)

TEAOXZ KAAYXHX
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// Katookevaotg mov opilel TpoemAeYUEVEG TILEG

YYNAPTHXH ACheckpoint()
PrimaryActorTick.MnopeiNaKéveiTick = aAnbég
BoxComponent = AnpiovpyiaDefaultSubobject("BoxComponent")

RootComponent = BoxComponent

// POOIoN TOV YEYOVOTOG EMKOADYEDV
BoxComponent.OtavApyileltEnucdioyn.IIpocBecseAvvapukn(avtd, Kareog(OnOverlapBegin))
TEAOZ ZYNAPTHZHZ

// Zuvaptnon mov kaAeital 0tov EeKvdel To matyviol 1] yevviETal o actor
YYNAPTHZXH BeginPlay()

KéAeoeSuperBeginPlay()
TEAOZ £YNAPTHZHZ

/] Zuvaptnon mov kaAeital kébe frame
XYNAPTHZXZH Tick(DeltaTime)

KéeoeSuperTick(DeltaTime)
TEAOZ XYNAPTHXHX

/] Zuvaptnon yia tn Sloyeipton TV yeyovoTmv ETIKOADYE®DY

YYNAPTHXH OnOverlapBegin(OverlappedComp, OtherActor, OtherComp, OtherBodylndex, bFromSweep,
SweepResult)

// Metatponn tov OtherActor oe BP_Player

Player = KdveCastXeBP Player(OtherActor)

AN Player vrdpyer TOTE
/I Av to cast glvan emtuyég, kdve 0,tL yperaletar yia to checkpoint
KataypaenMnvouatog(Warning, "Player reached checkpoint!")
// Tlopaderyuo: Amtodnievsn Tpooddov 1 EvEPYOTOiNcT AOYIKNG

TEAOZ AN

TEAOZ £YNAPTHZHZ

H nopandve Aettovpyia 0o viomomOel uoévo yio Ty Tp@tn eopd mov Oa mepdoet o maiytng amd To oNueio Kot dgv
0o evepyomoteital Tig VIOAOITES POPEC. X1 GuVEKELd o Yivel avagopd oty KAGon gm action pe uébodo casting
g bp_checkpoint ka1 Oa Tepactel oV KAGon gm game mode pe avagopd to Tpéyov checkpoint.

/I Khomn Checkpoint
KAAZH ACheckpoint KAHPONOMEI and AActor
AHMOZXIA:

/I Opilel Tig Tpoemleyéveg TIHEG Yio 0uTOV TOV actor
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YYNAPTHZXH ACheckpoint()

[MPOZTATEYMENA:
/I Kaettan 0tav Egkivdet 1o moryviol 1 Otav yevviétat o actor

YYNAPTHZXH BeginPlay() YIIEPKAAYIITEI

AHMOZXIA:
// KaAeitar kaOe frame

YYNAPTHZXH Tick(DeltaTime) YIIEPKAAYIITEI

/] Z06TATIKO Y10, OAViXVELCT) GOYKPOVGTG

IAIOTHTA BoxComponent Opatillavton, Mévol'iaAvayvoon, Kamyopia "Components"

// Zovaptnon yio Sloyeipion YEYOVOT®V EMKAADYE®DY

YYNAPTHXH  OnOverlapBegin(OverlappedComp,  OtherActor, = OtherComp, OtherBodylndex,
bFromSweep, SweepResult)

IAIQTIKA:
// Boolean yia éleyyo av 1 gvépyela £yl ekTELEOTEL

IAIOTHTA bHasActionBeenPerformed

/] Zovaptnon yio eKTEAEST] EVEPYELNG Ui pOpa
YYNAPTHZXH PerformActionOnce()

TEAOX KAAXHX

// Katookevaotg mov opilel TpoemAeyUEVES TIEG

YYNAPTHXH ACheckpoint()
PrimaryActorTick.MropeiNaKaveiTick = ainbéc
BoxComponent = AnuiovpyiaDefaultSubobject("BoxComponent")

RootComponent = BoxComponent

// POOUIoN TOV YEYOVOTOG EMKOADYEDV

BoxComponent.OtavApyilelEmucdivyn. J1pocOecseAvvapkn(ovtd, Kaieoe(OnOverlapBegin))

/I Apyikomoinon tov boolean o yevdég
bHasActionBeenPerformed = yevoég
TEAOX XYNAPTHXHX
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/I Zuvaptnon mov korettor Otav Sekvael To Toyviot 1) 6tav yevviEton o actor
YYNAPTHZXH BeginPlay()

KéAeoseSuperBeginPlay()
TEAOX XYNAPTHXHZ

/] Zuvaptnon mov kaAeital kdbe frame
YYNAPTHZH Tick(DeltaTime)

KdaieoseSuperTick(DeltaTime)
TEAOZ XYNAPTHXHX

/] Zuvaptnon yio S10yEipIoTn YEYOVOT®V EMKAADYEDVY

YYNAPTHXH OnOverlapBegin(OverlappedComp, OtherActor, OtherComp, OtherBodylndex, bFromSweep,
SweepResult)

/I Metatponn tov OtherActor oe BP_Player
Player = KdveCastZeBP_Player(OtherActor)
AN Player vrdpyet TOTE
ExtélesePerformActionOnce()
TEAOX AN
TEAOX LYNAPTHEHZ

/] Zovaptnon yio eKTEAEST EVEPYELNG M pOpA
YYNAPTHZXH PerformActionOnce()
/I"EXeyyoc av 1 evépyeta £yl NON exteleoTel
AN bHasActionBeenPerformed == yevdég TOTE
/I Extéheon g evépyelog €00
KartaypapiMnvopoatog(Warning, "Checkpoint reached!")

/I Avapopd oto GameMode

GameMode = KdaveCastXe YourGameMode([1apeGameMode(avto))

AN GameMode vrdpyet TOTE
GameMode.®éceCurrentCheckpoint(avto)

TEAOX AN

/I @¢oe 10 boolean og aANn0Eg Yo va amoTpéyelg HEALOVTIKEG EKTEAECELG
bHasActionBeenPerformed = aAn0ég
TEAOX AN
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TEAOXZ XYNAPTHXHX

// Khdon GameMode
KAAXH AYourGameMode KAHPONOMEI an6 AGameModeBase
AHMOZXIA:
// Zuvaptnon o pHoen tov tpéyovtog checkpoint
YYNAPTHZXH O¢ceCurrentCheckpoint(NewCheckpoint)

IAIQTIKA:
/I To tpéyov checkpoint
IAIOTHTA CurrentCheckpoint
TEAOZ KAAYXHX

/] Zovaptnon v pvOon tov tpéyovtog checkpoint
YYNAPTHZXH @¢ceCurrentCheckpoint(NewCheckpoint)
AN NewCheckpoint vrapyet TOTE
CurrentCheckpoint = NewCheckpoint
KataypaeqMnviopatog(Warning, "Current checkpoint set!")
TEAOX AN
TEAOX LYNAPTHXHZ

e  ACheckpoint::PerformActionOnce(): EAéyyer av n evépyela €yl Mo ekTELECTEL XPMOYLOTOIDVTOS T
boolean petafinti bHasActionBeenPerformed. Av oy1, extehel v evépyetia kot 0tel TV peTaPAntn og
true.

e ACheckpoint::OnOverlapBegin(): KaAei tn PerformActionOnce() 6tav o maiktg e10éAbel otny Tteployn
tov BoxComponent.

e AYourGameMode::SetCurrentCheckpoint(): Opilet to tpéyov checkpoint 6to GameMode.
e [lepdote Avagopd oto Checkpoint: H cuvaptnon PerformActionOnce() koel

e SetCurrentCheckpoint() tov GameMode Yo va mepdoetl v avaeopd tov Tpéyovtog checkpoint.

Onodte petd evrog g KAAong gm_gamemode otnv cuvapTNnon respan player Tpénet vo opiotel o€ oo onueio Ha
yivelr 1 emavagopd Tov maiytn. Edv o maiytng Ba avayevvndetl oty apyikn 0éon i oe kdmoo checkpoint. Ondte
oV opyN TG AOYIKNG Yivetal EAeyX0¢ G€ TEpimT®MON oV vrdpyel kamolo active checkpoint , dniadn av €yxel
mepdoet kamotlo checkpoint pe avagpopd oty KAdon. Edv oyt tote Oa kdvel respawn oty apyn oAAoOg O kdvet
emovagopd oto televtaio checkpoint. Omdte yivetow avtiypagn g ouvvaptnong respawn player pe Tig
TOPOUETPOVG GUVTETAYIEV®Y TOL active checkpoint évavtt tov cvvietoyuévev e apyns. To mpofinue wov
Onpovpyeital PeTd vl TMG TPEMEL VO OPLOTEL TO KATAAANAO VYOG GTIC GUVIETAYUEVES DOTE O TALYTNG VO UNV
KAVEL respawn 6Tov aépo. 1| GO 6TO TATMUA. AVTO S10p0dVETAL EDKOAN KAVOVTUG OAOG KATOIES TELPOUATIKES
dokiuég otic ovvietayuéves. Omote mpootifetal evrdg TOL KOLTION £va scene component 6To KOTAAANA0 VYOG Kot
TNV KOTAAANAT QOpE Kot YP1CUYLOTOIOVVTOL Ol GUVIETAYUEVEG TOV GTOV YDPO MG OvVaPOPd Yo TO onueio Kot TV
katevBuvon emavoaeopdc Tov maiyt. TEAOC mpémel Vo avTILETORIOTEL TO TPOPANUO T®G 0 TaiyTNG OV UTOPEL va,
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avayevvn0el oty mepinT®on oV GLUPEL KATO0 GOAALN KOl TEGEL EKTOG TOV KOGIOV TOLYVIOI00. LE TEPIMTMOOT)
oV GuVEPave awTd O EMPENE O TOALYTNG VO KAVEL OAIKY ETOVEKKIVNON TOL oy vidoD. e avtd 10 Adyo Oa
epappootel Aoykn mov evtomilet €dv o maiytng TEPTEL AGTANATNTO Kot TPOKOAEL CVTOUATA TIV KATAGTPOPT] TOV.
Omnodte otov Pdxelo props Ba dnuiovpyndel pio véa kKAdor tOmov actor pe 6voua fallDetector. Ze avtn Oa yivern
onpovpyia evdg box collision component 6w kot Tpv pe to checkpoint pe povadikn pbOpon cdykpovong to
Overlap pe tov maiytn. Enerta 6o dnpiovpynBel éva overlap event kot Ba yiver cast otnv KAdon bp_player , dote
va gvepyomoteitarl povo otav evromilel avrikeipevo tng KAGong Tov maiytn, 6nwg £ytve kot pe to checkpoint.
"Enerta yivetar kKAdon g cvvdptnong apply damage mov vdapyet 1o pe mapdpetpo {nuidg pio wodd peydn tium
oV oKOTMVEL amevBeiag Tov maiytn. Etot yivetan tomofétnon avtod Tov ypapukcov 6mov givar extBountd o maiytng
va déxeTan peyddn {nuid ttdong, Kabdg kot KATm omd ToV KOGUO TOL TALYVIOoV , £TCL MGTE O VO UTOPEl va yivetot
1 EMOVAPOPE TOV 6€ KOVTVG onueia 1 va mebaivel dtav méptel o€ onpeia pe maryides.

4.6 Anpovpyia Tp®@TOL €XOPOY pE CLUTEPLPOPE TEXVTIIS VONHOGVVIS

4.6.1 Anpovpyio TpoTov £r0pov - kKafovpr

e auth v evotta Bo yivel ) dnuovpyio TV ex0pmV Kol 1] EVOOUATOOT GUUTEPLPOPAS GE AVTOVG. XTO
UES v va emtevyBel n dnpiovpyia g copmeprpopds tav exfpdv yperdletarl n dnpovpyio pio kKAdong tHmov
Al Controller n omoia 0o xepileton Tic gOpucég povades. 'Etot Oa dnuovpyndei n kidon AIC Base kot to moidi
g AIC Crab. H npotn givon pia yevikn kAdor yovéag 1 omoia yepiletor OAa To KOWE YOPAKTNPIOTIKA TOV
exfpmv, evd n devtepn elvar M TPOTN KAGON OV AVTIUTPOCHOTEVEL TNV €xOpikn povada tov kafovplov. H
Aertovpyia. Tov TpdTOL €YOpov Ba eivar moAd omAr. O exBpdc avtdg B Kiveite eite dekld eite aplotepd
npokormvtag b KaBe opd Tov EpyETaL GE ETAPT LE TOV TTaiyTN Kol Bal €Y1 TNV IKAVOTNTA VO EVTOTLEL TOTYOVG
OAAG KoL YKPEUOVG BGTE Vo umopel vo aAlalel katevBuvon kot va cuveyilel v mopeia Tov. OTOTE OpyIKA TNV
KAdon AIC Crab Qo yiveton éheyyog eav to Al controller Ttov UES ghéyyer v kAdon pe gxfpov pe dvopa
BP_enemy crab. AxoAovOel mapddetypos:

// Khaon EnemyAlController
KAAZH AEnemyAlIController KAHPONOMEI an6 AAlController
MMPOZTATEYMENA:
// Kaeirat 0tav to Al Controller maipvet tov €éheyyo evoc Pawn
YYNAPTHZXH OnPossess(InPawn) YIIEPKAAYIITEI
TEAOZ KAAXZHX

/] 2uvaptnon OnPossess mov kaieitan 6tav to Al Controller maipvetl tov Eleyyo evog Pawn
YYNAPTHZXH OnPossess(InPawn)

KéieoeSuperOnPossess(InPawn)

/I"EXeyyoc av to Pawn givar tng kKAdong ex0pod
EnemyCharacter = KdveCastZe YourEnemyCharacter(InPawn)
AN EnemyCharacter vnapyet TOTE

/I Extéheon Aoyikng 6tav to Al Controller maipvel tov Eleyyo tov gx0pov
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KataypaeiMnvopatog(Warning, "Al Controller has possessed the enemy: %s",
[MépgOvopa(EnemyCharacter))

/l Tlapddetrypo: ZEEKIVAGTE U0 GUUTEPUPOPE OTIMG TEPMOAia 1) emifeon
/I EnemyCharacter.ZexivnoeBehaviorTree()
TEAOZX AN
TEAOX XYNAPTHXHZ

Xmv kAdorn bp_enemy crab, otig pvbuiceig Al Controller Class, 6a opiotei 1 AIC Crab. ‘Etot, 1
OLYKEKPIUEVT KAAoT Ba. £yel TAEov Tov Edeyyo TOv TPMTOL €xOp0v. TN cvvéyewn, Ha opiotel 1 pvBuion Auto
Possess Al g "Placed in World or Spawned", dote va dStucpaiiotet 6t 1 kKAdon AIC Crab Ba éxet dpeco éleyyo
10V Kofovprov-exBpov oe ke tepintmon. H id10 ahiayn Ba yiver kor tnv kAdon BP_enemy base dote vo oprotel
ot 1 pYduioT Yo OAeg Tig KAAoELG exfpmv. Omote oty KAGon bp enemy crab Oa yivel n mpocsbnkm kivnong.
‘Etot pe pio ovvaptnon pe 6vopa add movement input kot mwov d€xeton ¢ mapdpetpo to forward vector g
enemy_crab 1o kafovpt TAéov umopei va kiveite evbeia. I'iveton ypnon g getActorForwardVector yio va Bpedel
N Kotevbuven mpog ta. eumpog Tov exBpov kar AddMovementInput yuo va 600gi 1 kivnon.

// KAdon YourCharacter
KAAXH AYourCharacter KAHPONOMEI an6 ACharacter
AHMOZXIA:
/I Opilel mpoemAEYUEVES TULES Y10, TIC IOIOTITEG TOV YOPAKTIPA
YYNAPTHZXH AYourCharacter()

I[MPOZTATEYMENA:
// Kaeital 0tav Egkivd to oy vidl 1 6Tav YEVVIETOL O YOPAKTPOG

SYNAPTHSH BeginPlay() YIIEPKAAYTITEI

AHMOZXIA:
// KaAettar kdOe frame

YYNAPTHZXH Tick(DeltaTime) YITEPKAAYTITEI

/I KaAeital ylo va uvdéael ) Aettovpyia pe To input

YYNAPTHZXH SetupPlayerlnputComponent(PlayerInputComponent) YIIEPKAAYTITEI

// TIpocaprocuéVn GLVAPTNON Y0 Kivion Tpog Ta. EUTPOg
YYNAPTHXH WalkForward(ScaleValue)
TEAOX KAAXHX

/] Kotookevaotg mov opilel mpoemley UEVEG TIUEG
YYNAPTHZXH AYourCharacter()

PrimaryActorTick.MnopeiNaKdvetTick = aAnbég
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TEAOXZ XYNAPTHXHX

// Zuvaptnon mov KoAeital 0Tov EEKVAEL TO oy viol 1] OTAV YEVVIETOL O YOPOUKTHPOGC
YYNAPTHZXH BeginPlay()

KéAeoseSuperBeginPlay()
TEAOZ XYNAPTHXHX

/] Zovéiptnon mov KaAeitol kabe frame
XYNAPTHZH Tick(DeltaTime)

KéieoeSuperTick(DeltaTime)
TEAOX XYNAPTHXZHZ

// 2ovapTnom Tov KOAEITAL Y10 VoL GUVOEGEL AELITOVPYIKOTNTO LE TO input
YYNAPTHZXH SetupPlayerlnputComponent(PlayerlnputComponent)

KdaieoeSuperSetupPlayerInputComponent(PlayerInputComponent)

/] 2bvdeom g cvvaptnong WalkForward pe to input
PlayerInputComponent.AéopevonA&ova("MoveForward", avtd, Kédieoe(WalkForward))

TEAOXZ XYNAPTHXHZ

/] Zuvaptnon yo Ty Kivnon mpog ta. eUmpog
YYNAPTHXH WalkForward(ScaleValue)
AN Controller != kev6 KAI ScaleValue != 0.0 TOTE
// Tlape Tov didvucua KatevBuveng Tpog To EUTPOC

Direction = ITapeAidvocpaEunpoc()

/I llpbobece kivnon mpog v katehBvvon
[IpdcbeceKivnon(Direction, ScaleValue)
TEAOX AN
TEAOX LYNAPTHXIHZ

AYourCharacter: KAdon mov xinpovouei amd tnv ACharacter, 1 omoio mapéyel Pacikn AETovpyKOTNTA YLO0

YOPOKTPES e Kivnon.

WalkForward(float ScaleValue): vvapton mov déxetar mg mapduetpo v T Kiipokog (ScaleValue) xai

YPNOYLOTOLEITAL Y10 VO TPOGHESEL TNV KivNoT TPOG TO EUTPOG.

GetActorForwardVector(): [aipvetl tov dtovucepotikd Tpocavotoloud tov nbomotov (actor) mpog ta. eumpog.
AddMovementInput(FVector Direction, float ScaleValue): IIpoc8éter v kivnon mpoc v katevBouven tov

dtavvopoatog Direction pe tnv kAipoka ScaleValue.

BindAxis("MoveForward", this, &AYourCharacter::WalkForward): Zuvdéel tnv €i60d0 T0v TANKTPOAOYiov (7

dAdov input) pe tn ovvdptnon WalkForward.
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Omnodte avtég ol suvaptnoelg Ba ypnoyomombodv oty kAdaon AIC Crab yio tov Ipocdiopiopd g Kivnong tov
kafovplod kot Bo Tpéyovv yio kKabe kapé. Lo character movement component tng kKAdong bp enemy crab Oa
oplotei o max walk speed oe 120cm/s. Znv {610 kAo Ba dnpovpynBet pia véa cuvdptnon mov Ba kaeital avd
kapé pe 6vopo UpdateAnim. Ondte €60 Oa opiotel pion Aoyiki TopOUOLN IE OVTH OTIC KIVIOELS TOV TTOAYT Yol
evaAlayn| petald Tev KaTaoTAcE®Y TG Kiviong tov kafovplov. Opmg emeldn oe ot T tepimtmon 1o kafovpt
éxel povo 600 Knoelg pia amin cuvaptnon tvar apket yio avtd tov Ereyyo. Ot kivioeglg owtég sivan glte to
mepnatnpa gite n otdor. Ondte Ba yiveton Eleyyog edv M petafinty velocity €xel tiun >0, 1ote B mailetl to
animation Tov TEPTATHUATOS, AAMODS Ba Tailetl To animation tng oTdomg.

// KAdon YourCharacter
KAAZH AYourCharacter KAHPONOMEI a6 ACharacter
AHMOZXIA:
/I Opilel mpoemMAEYUEVES TILES Y10 TOV YOPOUKTHPO
YYNAPTHXH AYourCharacter()

[MPOZTATEYMENA:
// Kaeitan tav Egkivd to oy vidl 1] dtav YeVVIETOL O YOPAKTPOG

YYNAPTHZXH BeginPlay() YIIEPKAAYIITEI

AHMOXIA:
// Koketran ké0e frame

YYNAPTHZXH Tick(DeltaTime) YIIEPKAAYIITEI

// KaAettal ylo va GUVOEGEL T1) AELTOVPYIKOTNTA UE TO input

YYNAPTHZXH SetupPlayerlnputComponent(PlayerInputComponent) YITEPKAAYTITEI

/] Zovaptnon yio evpéPmon g Kivnong
YYNAPTHZXH UpdateAnimation()
TEAOZ KAAZHX

// Kataokevaotg mov opilel TpoemAeyUEVEG TIEG

YYNAPTHZXH AYourCharacter()
PrimaryActorTick.MropeiNaKavetTick = ainbéc
Sprite = AnuovpyiaDefaultSubobject("Sprite™)
Sprite.ZuvoeonMe(RootComponent)

TEAOXZ £YNAPTHZHZ

/] Zuvaptnon mov kaAeitar 0tov EEKIVA TO Toyvidl 1 OTOV YEVVIETOL O YOPOKTNPOS
YYNAPTHZXH BeginPlay()

KéAeoeSuperBeginPlay()
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TEAOXZ XYNAPTHXHX

/] Zuvaptnon mov kaAeital kébe frame

XYNAPTHZH Tick(DeltaTime)
KdaieoseSuperTick(DeltaTime)
EvnuépoonKivnong()

TEAOZ XYNAPTHXHX

// 2ovapTnomn Tov KOAELTAL Y10 VoL GUVOEGEL AELTOVPYIKOTITA LE TO input
YYNAPTHZXH SetupPlayerlnputComponent(PlayerlnputComponent)

KéAeoeSuperSetupPlayerInputComponent(PlayerlnputComponent)
TEAOZ XYNAPTHXHX

/] Zovaptnon yio Ty evpéPmoT Tng Kivinong
YYNAPTHZXH UpdateAnimation()
/1 Aym TodhTnTeg TOL YOPUKTIPO
Velocity = ITapeTaydnTo()

/' YTOAOYIGHOG TG TayOTNTOC (UAKOG TOV S10VOGUOTOS TAYXVTNTOC)
Speed = Toybtnra.Méyedog()

// TIpocdlopiopdg KaTtdAAnAov animation BAcet TG TaXVTNTOG

DesiredAnimation = AN Speed > 0.0 TOTE RunAnimation AAAIQX IdleAnimation

/I Opioudg tov animation
AN Sprite KAI DesiredAnimation KAI Sprite.IldpeFlipbook() != DesiredAnimation TOTE
Sprite.OpiopodcFlipbook(Desired Animation)
TEAOZ AN
TEAOZ ZYNAPTHZHZ

I Tov evtomiopd epmodicv 1| tolyov ®ote vo aArdlel To Kapovpt Katevbuvon mepratnpatog Oo ypnoipomombel
éva box collision. Ondte dnC Ko TPonyoLvpEVRS Bo dnutovpyndel ypapikd éva kovti o omoio Oa tomobetn el
UmpooTd omd to KaPfovpt kot Oa evtomilel pe T obykpovon mote mpémel Vo aArdel katevbuvor. Ondte otV
pvOpuiceig collision Ba evepyomomn et pdvo n world static yio axivnta avtikeipeva kot Bo dnpovpyndei cuvdaptnon
turn character yio tn cOykpovon pe dAlo avtikeipeva 6to box collision component. Ondte avt 1 GVVapTNoN Oa
eréyyel To mpdonuo g katevBvvong tov exBpod kat Ba to avtioTpépel Yo va aArdéel katevBuvon. Enerta Oa
yiver addayn g puouiong cuykpovong kot yio world dynamic, dote vo, oAAdlel katevBuven to kafovpt kot oTov
épyetal o€ eman Le tov moiytn 1 dAlov €x0pd. Iapduoia pe To box collision Oa dnpovpyn et Eva ledgeDetector
YPAPIKA ®G £va adpaTo KoLTi TOv PpioKeTol PTPooTd Kot Kat® and to kafovptl 1o omoio Ba €xel collision povo
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ue world static. Ed® 0a ypnoonombei n avtictpopn Aoywkn kot Bo kadeiton  cuvaptnon turn character 6mote
10 ledgeDetector dev cuykpovETOL e KATL, ONA0dT OTav dev vITdpPyEL £30.pog KAT® 0mtd TO Kafovpt.

4.6.2 Anpovpyia gx0pov — cavpag

e aTd T0 0TAd10 TNG EpYaciag Ba yivel n viomoinom Tov exfpov g covpag. Avtdc o exfpog av kat ivar
otatkdg Kot Oev Ba Exet ) duvartdtnTa Kivnong Ba pmopel va exto&evel Borég o pia gubeia Tig omoieg 0 maiyng
0o mpémel va amopevyel yioo vo unv dgxbel nuid. Ommg Ko pe tov IpmdTo €(0pd M KAGGM NG GOVPOG
bp_enemy lizard 6o givon modi g khdong bp _enemy base. Ondte apyucd o yiveln €vtaén Tov sprite Tng cowpog
kot Ba yiver mpooappoyn tov capsule component ®ote vo toupldlel 6T1g daoTdoelg Tov sprite. Epdoov éxet
onuovpynBei to vitality component oty Pacikr KAdon tov £8pod Kot 1 cavpa Ba £xel TpoSPacn o AVTO TO
component kot opiletor 1 péyiotn Lon g oty Tipn 3. Ondte o cvvéyela Ba yiver n dnpovpyia g kKAboNg g
BoAng g ocavpac. ‘Etotl yiveton n dnuiovpyia g kidong bp _enemy projectile base mov Qo givor moudi g
projectile base mov vdpyel 0M kat petémerta Bo dnuiovpynOei n kKhdon bp projectile lizard wg modi tg mpd™C.
Yty tehevtaia Oo mpootebei To flipbook pe To animation g ceaipag mov Ba exto&edel n cavpa Kot Ba yivel
pOOon tov peyéboug Tov sphere component wov KANpovounOnke mate vo, Toaupldlel pe ovtd TG GEaAipag. X
oLVEXELD OTNV KAGoT NG cavpag Ba onovpyndei cuvdptnon pe dvopa shootFireball n onoia Ba eppavilel v
opaipa KaAGVTOG évo oTLypoTLmO TG KAdomg projectile lizard pe v cuvvdptnorm spawnActor mov €yet
¥pNoomoindel TOAAEC POPEG TPOMYOLUEVMC. QG TAPOUETPOVS Y10, TO GNUELD EUPAVIoNS Ba oploTohV 1 Tomobesia
Kot 1 KatevBuvon mov Ppioketal g eKelvo To Kapé 1 cadpa mov Exovv avaAivbel Eavd oe Tapamdvm evoTnTa Kot
dev Ba emavoinebei n e€nynomn g Aertovpyia toug. ‘Emerta Oa yiver n dnuiovpyio g khdong AIC Lizard wg
nandi g AIC Base mov Oa givon 1) kKAdom eLEyyov TG cavpag, akpiPdg Omme &ywve Kol e Tov £x0pd kafodpt kot
Omwg Ba yivel Kot pe Tovug vroAourovs gxBpovg , kabmg OAeg o1 KAAGELS YapakTpmV ypetdlovtat Kot pio kKAGon
eréyyov. Ondte oty KAdon AIC Lizard Oa yivel cast tng kAdong bp_enemy lizard , dote 1 KAdoM eAEyyov va
éxel mpocPaocr 6tng Aettovpyieg G TPAOTNG. AVTO EMTVYYAVETOL LLE TOV TAPOUKAT® TPOTO:

// Khdon MyAIController
KAAZH AMyAIController KAHPONOMEI andé AAIController
AHMOZXIA:
/I Ynepkordntetan 6tav o Al Controller anoktd Tov €leyyo evog Pawn

YYNAPTHZXH OnPossess(InPawn) YIIEPKAAYTITEI

TAIQTIKA:
/I MetafAnt yuo tov €x0picd nbomo1d
IAIOTHTA ControlledEnemy
TEAOX KAAXHX

/] 2uvaptnon OnPossess mov kaieitan 6tav o Al Controller amoktd tov édeyyo evog Pawn
YYNAPTHZXH OnPossess(InPawn)

KéieoeSuperOnPossess(InPawn)

// TIpoordBeio exydpnong Tov nbomolov otov Tvmo AMyEnemyActor

ControlledEnemy = KdveCastZeMyEnemyActor(InPawn)
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AN ControlledEnemy vrépyer TOTE
// Emtoyng exycdpnon
KataypaenMnvopotog(Warning, "Successfully possessed: %s", [1apeOvopa(ControlledEnemy))

// TIpdoPaon otig Aettovpyieg tov AMyEnemyActor péom g ControlledEnemy
// ControlledEnemy.KédieceMyEnemyFunction()
AAAIQE
/I Amotuyia exydpnong
KataypaenMnvopatog(Error, "Failed to possess enemy actor.")
TEAOX AN
TEAOZ ZYNAPTHXZHZ

"Etot apod n khaon AIC Lizard €yel mpocfacn otic Asttovpyieg Tic bp_enemy lizard pmopel va ypnoiomoiost
v ovvaptnon shootFireball ko yivetat ko dnpovpyia vog erovalopovOopevon ypOVORETPOV MOTE 1) GOVPO VO
umopel va exto&evel PoAEC vl GLYKEKPILEVE, YPOVIKA SGTAUATE, dNANOT 1 cuvapTnoT Vo kaAeital Eava Kot
Eava ava v Tn g petafintrg shootlnterval mov givon 3 devtepdrenta. Ondte opiletan otig pubuicelg g
bp_enemy lizard n AIC Lizard ¢ k\ldom ghéyyov otig puOuicelg kot TAéov 1 cavpo umopei v, ekto&evet forég
ka0 3 devtepa uéypt va kataotpagel. Topa oumg Tpénel va yivel kKaTdAnAn Tpochnkn evog animation wov Oa
VROJELKVVEL OTL 1] Gavpa. GvT¢ TupoPoiel katd tn otiyun g foAng. L Ba onovpynOet £va animation source
ue  xpnom tov PaperZD pluggin pe 6vopo AS Enemy Lizard. Onote ovcloctikd o€ avtd to editor Oa yivel
mpocHNKn Tov dVo animation g cavpas kat Ba yiver  dnpovpyio g kKhdong ABP _enemy lizard xou Oa yivel
cast ¢ KAdong bp _enemy lizard. AnAad akpiPdg 6tL £yive Kot Yo Tov Bacikd TaiyTn ToL Toyvidlol Yo Tn
dwaxeiplon TV copmeplipop®dv tov. OmdTe Ba dnuovpyndei Eva state machine pe Tpmtn Katdotaon v idle wov
Ba mailel To idle animation kot 6evtepn Katdotaon shoot cav éva Override slot mov Ba maiilel To animation tov
mopoforicuov. ‘Etol émote kokeiton 1 ovvdpton shootFireball Oa yivetat override g kotdotaong idle kot Oa
nailel To animation shoot. X1 cvvéyeln 610 TéTOPTo KOpE 6TO Animation source tng covpag 0o mpootebei Eva
notify spit, 6nwg ovoudletol to onoio divel cav onpeio avapopdg to 40 kapé and To animation extdEELVONG BoANG
¢ cavpoc. Omote otv Khdon ABP Enemy Lizard 0o opiotel avtd wg onueio ekkivnong g cuvaptnong
spawnProjectile, ondte n cpaipa B gppavifeton akpiPdg oe ekeivo to kapé. Téhog Ba PpeBovv ot axpiPeic
CUVTETAYUEVEG TOV GTOUOTOG TNG COVPOC o€ €kelvo TO animation kot 0o OVTIKATOGTNCOVY TIG TOAMEG OTN
ouvaptnon spawnActor OoTe 1 6Qaipa. va ektoéeveTal akplPmg amd To otopa g cavpac. 'Etol tedetomomnke
KOl OTTTUKG TO animation Tng PoANg TG cavpag.

4.6.3 Anpovpyio urtapevov £0pov — voytepion

Onwg ko kdbe popd yio. TNV dnpovpyia Tov grbpov avtov Bo dnovpyndet pia véa kKhdon pe dvoua
bp _enemy bat w¢ moudi ™ bp enemy base koti Oa yiver mpocOfkn Tov sprite ¢ vuytepidog, kabmg Oa
npocapuootel kol to capsule component. Eneidn avtdg o gxfpodg eivar imrdpevog Ba mpémel vo yivel avti M
petatpom otig pubuicelc, kabmg to UES avtihapupdvetor and povo tov dAovg tovg £x0podc g 6vta Kivovvtol
eni Tov €ddpovc. OAeg o1 KAdoelg TOTTOL Pawn £youv evoopatopévo avtopata To character movement component
nov dwoyelpiletar OTL €xel va KAVEL e TNV KivNomn evOg YOPUKTIPO Kal £TGL TOAD omAd oTig pubuicelg avtod Oa
yiver n petatporny) oto default land movement mode ond walking(nepratnua) oe flying( wtion). Avtdg o ex0pog
B0 pumopel va meTdel kot Tryoivovtag otov d&ova y and Tave Tpog To Kato Bo epmodilel Ty dtdPacn Tov maiyT.
Emedn n Aertovpyia avt gival ToAd amhn dev amatteite n dnuiovpyio piag Al controller kKhdong 6mmg Eyve pe
TOVG TTPOTYOVUEVOG £xOPOLE Kot 1 AelTovpyio oty propel va tpootedel dueca otnv KAGon ¢ voytepidag. Omote
otov editor Tov capsule component o Tpocstefodv oA dV0 scene components T 0TOi0 ATAOG Eival dVO orpeio
v otov yopo. To éva Oa givar  ave Tomobecia Kot To GAAO 1 KAtw. Ol GLVIETAYUEVES OVTAOV TOV 00O
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component Ba ypnoipononfodv @g onueio avaEopas yio TV Kivior g vuytepidas omd TG GUVTETOYUEVEG TOV
AVATEPOL CNUEID TTPOG TO KOTMTEPO Kl avTIoTPOPmC. 'Etol Ba emttevybei n Asttovpyia tng vuytepidag va meTdel
a6 mhve Tpog ta kato. apakdto yiveTon n angikdvion tng vuytepidag kot v 000 onueiov otov editor.

== Viewport X J Construction S.. - Event Graph

= Perspective i N 2 I A l5° 8 0.25 K1

Eiwxova 22: I pa¢zxﬁ avormapdotocy 2 scene components Kol VoYtepioag

Omndte Yo Vv emitevén g Aettovpyiog mTiomng e voytepidos Ba dnuovpynbei éva timeline to onoio Ba TpEyet
ouveydg Kot Ba avavemvel TNy tomobecio TG vuyTepiong e TIC KATAAANAEG GUVIETAYUEVES OVAAOYMG TOV XPOVOL
7oV €yel mepaoel. o v emiloyn g tomobeciog oty omoia Oo petakiveite n voytepida o dnuovpyndei Eva
lerp vector To omoio Ba maipvel oG Optopa A TG CLVIETAYUEVES TNG Ave Tomobesiag kot ®g B Tig cvvtetaypéveg
¢ kéto Tomobeciag. To Timeline Oa opiotei yia 1 devtepdrento didpkeia kot Oa Eexvaet amd 0 sec pe Tun 0 ko
O tederwver oto onueio 1 sec pe ipn 1. Ondte and exel o mpokvmter 1 Tiun alpha 1 omoia Ha mepdoet kot avTn
otov lerp vector, dote va E€pel 0 vector Tmg va evorlrhdooetol petald tov Tindv A kot B. Avtq n Aoy Oa
epappootel mate vo Tpéyel o€ kKabe kapé. Etorn voytepida tAéov evaridooetar petald tov onueiov A koat B

opoAd kot ovtod divel v aicbnon mwg metdet. Hapokdtm diveton emeEnynUATIKOS KOOKOG.

Bruota YAomoinong
1. Anwovpyio Kidong Exfpikod HOonowo0 (Enemy Actor Class)

Apycd, dnuovpyeitor 1 kKAAoT Tov €xOpikod nbomotov. Avtdg o nbomoildg Bo Tepiiaufavel To cuoTATIKG (Scene
components) yia T1g 8éce1g ko Tov timeline.

2. Anuovpyio Scene Components yio Oécelg

Ba dnuovpyndovy 6o scene components yio, THY arodNKEVOT TOV KOPLPAIOY Kal younAdTEPOY BEcEmV.
3. Anuiovpyio Timeline kot Xprion Tov 1o T Metokivnon

Ba dnpovpyndei éva timeline yio tov Edeyyo g kivnong and v Kopveaio B¢on otn younAdtepn 0éon.

#pragma once

// Khéon FlyingEnemy
KAAZH AFlyingEnemy KAHPONOMEI an6 AActor
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AHMOZXIA:
// KataokevaoTne Y10 TPOEMAEYUEVES TIUES

YYNAPTHZXH AFlyingEnemy()

IMTPOXTATEYMENA:
// KaAeitan 0tav Eekivdel To moryviol 1] 0TV YEVVIETOL O YOPOUKTIPOG

SYNAPTHEH BeginPlay() YIIEPKAAYTTEI

AHMOZIA:
// Koketran ké0e frame

YYNAPTHZXH Tick(DeltaTime) YITEPKAAYTITEI

IAIQTIKA:
/] ZuoTatiKd Kot LeTaANTEG
IAIOTHTA Root
IAIOTHTA TopPosition
IAIOTHTA BottomPosition
IAIOTHTA MovementTimeline
IAIOTHTA MovementCurve
IAIOTHTA StartLocation
IAIOTHTA EndLocation

// Zovaptnon yio v Tpododo Kivnong
YYNAPTHZXH HandleMovementProgress(Value)
TEAOZ KAAZHX

// Katookevaotg mov opilel TpoemAeyUEVEG TILEG
YYNAPTHZXH AFlyingEnemy/()
PrimaryActorTick.MropeiNaKdavetTick = ainbéc
Root = AnovpyiaDefaultSubobject("Root")
RootComponent = Root
TopPosition = AnpuovpyiaDefaultSubobject(" TopPosition™)
TopPosition.X0vdeonMe(Root)
BottomPosition = AnuiovpyiaDefaultSubobject("BottomPosition")
BottomPosition.X0vdeonMe(Root)
MovementTimeline = AnpovpyiaDefaultSubobject("MovementTimeline")

TEAOX XYNAPTHXHZ
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// Zuvaptnon mov KoAeital 0Tov EEKVAEL TO oy viol 1] OTAV YEVVIETOL O YOPUKTIPOGC
YYNAPTHZXH BeginPlay()

KéAeoseSuperBeginPlay()

AN MovementCurve vrdpyet TOTE
ProgressFunction.XovoeonAettovpyiag(this, "HandleMovementProgress™)
MovementTimeline.IlpocOnknInterpFloat(MovementCurve, ProgressFunction)
StartLocation = TopPosition.I16peTomoBeciaXvototicon()
EndLocation = BottomPosition.I1apeTonofecioZvotatikon()
MovementTimeline.POOionEravainyng(wevdéc)
MovementTimeline.PvOuionPvOpod Avarapaymyng(1.0)
MovementTimeline IlaiEe AndTnvApyM()

TEAOZ AN

TEAOZ XYNAPTHXHX

/] Zovaptnon mov kaAeiton kébe frame
2YNAPTHZXZH Tick(DeltaTime)

KdaieoeSuperTick(DeltaTime)
TEAOZ ZYNAPTHZHZ

// Zovaptnon yio v Tpoodo Kivnong

YYNAPTHZXH HandleMovementProgress(Value)
NewLocation = FMath.Lerp(StartLocation, EndLocation, Value)
OpiopocTomoOesiocHOomoto0(NewLocation)

TEAOXZ XYNAPTHXHZ

E&nynon:

L. Anovpyia kot Apykomoinorn ZueTuTiK®V:

Anpovpyodvtan ta USceneComponent yuo tic 0¢ceig TopPosition kot BottomPosition.
Anpovpyeitor to UTimelineComponent yio Ty Kivion.

2.PO6on kot 'Evapén tov Timeline:

>to BeginPlay, eAéyyovpe av to MovementCurve givot £ykvpo.

Anuovpyeitot kol cvvdéetan 1| cuvaptnon Tov Ba Kadeitar Kotd ™ didpkela ¢ kivnong (ProgressFunction).
KaBopilovrar o1 apyucég ko teMkéc Béoerg.

PuOuileton to timeline va unv kévet loop kot vo Eekvd amd v apyn.

3.Evnuépwon @éong HBomoov:
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H ovvdpton HandleMovementProgress koleiton katd tn didpkelo tng Kivnong kot evnuepmvel ) 0éomn tov
nbomoov ypnowonoidvtag v FMath::Lerp yio ) ypopukn topeppforn peta&d tov 0écewv. Téhog yiveton
pOOon g petafintng Play rate o€ 0.8, dote va opilotel 1) ToybtnTa pe v omoia Ba Kiveito ) voytepida. Avto
0o cupPardel oty gukordTEPN avopeimon TG SuokoAiag apyodTEP.

4.6.4 Anpovpyio teMkov €(0poY — wwTdpevo Tépag

Av10g Oa glvar o TeEMKOG exBpOG TOL T VId100 Kot TOVOG 0 o dVGKOAOC, KaBmg Oyt Lovo Ba etvar Evag
mTapevog x0pog aAld LOMG 0 TaiyTng e1EADEL otV EUPELELD. EVTOTIGHOD TOV, O TPOTOC Bol TOV avTIAapuPdveTal
kot B Tov kuvnyder péxpt évog amd tovg dvo va mebdavel. Ondte yio v dnpovpyio avtod Tov £xBpov Ba
onuiovpynBodv ot kKAdoelg bp_enemy eye , kaBmg kat n kKAdom gléyyov mov Oa ypelaotel AIC Eye. Ondte 6mmg
ocuvnbwg ov kidon AIC Eye Ba yivel cast otnv kAdon bp_nemey eye, dote va mepdoet €va reference tng
KAdong avtig otnv AIC_Eye kot va éxel mpdoPaocn oe kamowa otoryeio . Akodua yiveton reference kot otnv
KAdon player pawn mov givar 1 KAGGM yovéag Tov maiytn, kabmg o ypelaotel va vapyel TpdoPacn Kol GtV
KAdon 1o maiytn. ‘Enetita 8o opiotel otig pubuiceig 1 AIC_Eye wg 10 Al controller class tng bp_enemy_eye.
Emiong Ba opiotei to default movement mode il ce mton. Xt cvvéyeto oty AIC_Eye 0o viomomBei n Aoy
EVTOTIGHOV TOL TaiyTn. Apyukd pe TV cvuvaptnon get actor location Bpickovtot ol Guvtetaypéveg Tov €x0pod e
Ka0e Kapé Kot pe Tov 1810 TPOTO Kot 01 GUVTIETAYUEVES TOV TalyTh. XpMolLonoldvag Ty cvvaptnon find look at
rotation |E OPIGUOTO TIC GUVTETAYUEVEG TOV €YOPOV KoL TOVL TTaiy TN VIOAOYILETAL 1| TEPIGTPOPT| TOV OTALTELTOL V1oL
va kortdéet amo ) 6¢om tov "Owning Eye" mpog t 0éon tov "Target Pawn" kot pe tnv cuvdptnon get forward
vector o gyfpdg maipver tov forward vector amd v mepioTpopr mov vmoAoyiomke. [TAéov pmopel va
mapakoAovBel axpPog Tig KIvNGEL TOL TTaiyTn, dnAadn mov PpiokeTor Kot Tpog oo Katevduvon Kiveital.

// KAdon FlyingEnemy
KAAZH AFlyingEnemy KAHPONOMEI an6 AActor
AHMOZXIA:
/I KatookevaoTg 1o TPOEMAEYUEVES TILES

YYNAPTHZXH AFlyingEnemy/()

[MPOZTATEYMENA:
// Kaettan 0tav Egkivdiet To moryviol 1] 0TV YEVVIETAL O YOPOUKTIPOG

YYNAPTHZXH BeginPlay() YIIEPKAAYIITEI

AHMOXIA:
// Koettan k60e frame

YYNAPTHZXH Tick(DeltaTime) YITEPKAAYTITEI
// Zvvaptnon yia vo tapovpue tov forward vector mpog tov atdy0
YYNAPTHZXH GetForwardVectorTowardsTarget(OwningEye, TargetPawn)

TEAOXZ KAAYXHX

// Kataokevaotg mov opilel TpoemAeyUEVES TIEG
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YYNAPTHXH AFlyingEnemy()
PrimaryActorTick.MnopeiNaKéveiTick = ainbég
TEAOZ XYNAPTHXHZ

// Zuvaptnon mov kaAeital 0tov Eekivdiel To matyviol 1 OTav YEVVIETAL O YOPUKTIPOGC
YYNAPTHZXH BeginPlay()

KdAeoeSuperBeginPlay()
TEAOZ ZYNAPTHZHZ

/] Zuvaptnon mov kaAeital kdbe frame
YYNAPTHZXH Tick(DeltaTime)

KdaieoeSuperTick(DeltaTime)

// TTapdderypa ypnong ywo va ndpovpe tov forward vector
OwningEye = [Tapeldioktim()

TargetPawn = kevo // BdAe €0 Tov mpaypatikd oto)0

AN OwningEye KAI TargetPawn TOTE
ForwardVector = [1apeForwardVectorlIpogXtoyo(OwningEye, TargetPawn)
/I Xpnowonoince tov ForwardVector 6nmg ypeidletat
TEAOX AN
TEAOX £YNAPTHZHZ

/] Zuvaptnon yia vo tapovpe tov forward vector mpog tov 6toY0
YYNAPTHZXH GetForwardVectorTowardsTarget(OwningEye, TargetPawn)
AN OwningEye == xevd 'H TargetPawn == xevdo TOTE
EINIZTPO®H FVector::ZeroVector
TEAOX AN

OwningEyeLocation = OwningEye.IlapeTonobecsiaHOomo100()
TargetPawnLocation = TargetPawn.[1dpeToroBeciaHOomo100()
LookAtRotation = Bpegllepiorpopnl iaKoitaypa(OwningEyelLocation, TargetPawnLocation)

ForwardVector = I[1apeForwardVector(LookAtRotation)

EINIXTPO®H ForwardVector
TEAOX XYNAPTHXHX
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Meténeta yio va wpoypatomombei n kivnon Oa dnuovpyndei pia Aoyikn mopdpoto Le avThy Tov £YIVE Yo TOV
€x0po kaPovpt. Znv kKAdon bp_enemy_eye Oa yivel ypinom g ocvuvaptnong addMovementInput 6mov o €x0pog Oa
Kivettan pe Ty 1, dnAadn v Kovovikn tov Tayvtnta tpog to forward vector Tov maiytr, dnAadn cvoveyds Tpog
TIC GLVTETAYUEVES TOV TTOiyTY.

// KAdon FlyingEnemy
KAAXH AFlyingEnemy KAHPONOMEI and AActor
AHMOZIA:
// Katookevoo TG Y10 TPOETIAEYUEVES TILES

YYNAPTHZXH AFlyingEnemy()

ITPOXTATEYMENA:
// KaAeital 0tav Eekivdel To oty viol 1 0TOV YEVVIETAL O YOPOKTNPOG

SYNAPTHSH BeginPlay() YIIEPKAAYTITEI

AHMOZIA:
// Koketran ké0e frame

YYNAPTHZXH Tick(DeltaTime) YIIEPKAAYTITEI

IAIQTIKA:
// Zovaptnon yia va tdpovpe tov forward vector mpog Tov 6td)0

YYNAPTHZXH GetForwardVectorTowardsTarget(OwningEye, TargetPawn)

// Zvvaptnon ywo va petakivioovps to OwningEye npog tov otdyo
YYNAPTHXH MoveOwningEyeTowardsTarget(OwningEye, TargetPawn)
TEAOZ KAAZHX

// Kataokevaotg mov opilel mpoemAeyUEVES TIEG
YYNAPTHZXH AFlyingEnemy()

PrimaryActorTick.MnopeiNaKdvetTick = aAnbég
TEAOX LYNAPTHXIHZ

// Zovaptnon mov KoAeital 0Tov EEKvAel TO oy viol 1] OTAV YEVVIETOL O YOPUKTIPOGC
YYNAPTHZXH BeginPlay()

KéleoeSuperBeginPlay()
TEAOX XYNAPTHXHX

// Zovaptnon mov kaAeitol kébe frame
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YYNAPTHZH Tick(DeltaTime)
KéeoeSuperTick(DeltaTime)

// Tlapdderypa ypnong ywo va petakwnoovpe to Owning Eye mpog tov 6tdyo
OwningEye = KéveCastZeCharacter(I1apeldioktin())

TargetPawn = kevo // BdAe €0 Tov Tpaypotikd oto)0

AN OwningEye KAI TargetPawn TOTE
MeraxkivnioeOwningEyellpocXtoyo(OwningEye, TargetPawn)
TEAOX AN
TEAOZ ZYNAPTHXZHZ

// Zovaptnon o va tapovpe tov forward vector mpog Tov 6TtoO)0
YYNAPTHZXH GetForwardVectorTowardsTarget(OwningEye, TargetPawn)
AN OwningEye == xevd 'H TargetPawn == xevé TOTE
EINIZTPO®H FVector::ZeroVector
TEAOZ AN

OwningEyeLocation = OwningEye.IlapeTonobesiaHOomo100()
TargetPawnLocation = TargetPawn.[TapeToro0eciaHOomo100()
LookAtRotation = BpegllepiotpopnlaKoitayua(OwningEyelLocation, TargetPawnLocation)

ForwardVector = [1édpeForwardVector(LookAtRotation)

EINIZTPO®H ForwardVector
TEAOX XYNAPTHXZHX

// Zvvéptnon vy va petaxivioovpe to Owning Eye npog tov otdyo

YYNAPTHXH MoveOwningEyeTowardsTarget(OwningEye, TargetPawn)
ForwardVector = [1apeForwardVectorlIpocXtoyo(OwningEye, TargetPawn)
OwningEye.Ilpdéc0soeEicodoK iviong(ForwardVector, 1.0)

TEAOX XYNAPTHXHZ

MoveOwningEyeTowardsTarget: Avty 1 ovvdpmmon zaipvelr tov yapoxtipa (OwningEye) koi tov o106)0
(TargetPawn), vmoloyiler tov forward vector koi ypnowomoiel ™ ovvdaptnon AddMovementlnput yuo va
npocBéael kKivnon mpog v Katevhuven Tov 6TdYoL e scale value 1.

Tick: v pébodo Tick, yiveton o €reyyoc av to OwningEye kot 1o TargetPawn givon £ykvpo kot 6t cuvéyela
kaAgitar 1 ovvaptnon MoveOwningEyeTowardsTarget yio va epappooctel 1 kivnon.

Opiletorn péyrot Lon og 5 ko péylotn tayvtnta ntnong o€ 400. 'a va kottdet o £x0pog Tpog v katevBuvon
TOV Tty aKkoua kol 6tay avtodg oAAGlel katebbuvon amd to forward vector Tov maiytn yivetar Eleyyog g
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ocvvtetaypévng X edv givar apvntikn 1 Betikn, €tol avaddymg tng Tung g yvopilel o exfpog edv kiveitan
aplotepd N 0e€ld Kot pe TV cuvaptnon set actor rotation o gxfpog yvpvael mpog v idwo kKatevbovveon. o to
emopevo Prina Ba yiver  dnuovpyia gvog sphere collision component pe dvopo aggro range, To omoio givor pio
opaipa 1 onolo mepucheiel Tov exBpod e GYeTIKA PHEYAAO €0pog. AvTth 1 Gpaipa Ba amoTteAécEL TNV TEPLOYN OTNV
omoia pumopel va yivel o evIomGpog Tov Taiytn, dSnAadn LoAS o maiytng kavel Overlap ( €pBet o€ emapn) pe avty
mv adparn oceaipa tote 0 £x0pdc Ba evepyomonBel kot Ba apyioel pa Tov kovnydel. Ondte dnwg £yl oM yivel
TOALOTTAEG OpEC M opaipa Bo pvOuiotel vo umopel vo aAAnAemdpd povo pe avtikeipeva e khdong Pawn,
dniadn tov maiytn kot Oa mpootedel éva event begin on overlap 6mov yiveton cast oTov maiyTn Kot vAomotgiTo M)
AOYIKT TOL KLVIYNTOV TOV TOiyTT).

Eiwxova 23: leproyn evromiouodv maiyty

4.7 Y)homoinon owema@ig ypnotn — user interface (UI)

4.7.1 Exoayoyn oto Ul

TlNo v exndévnon avtig TS SIMAOUATIKNG Epyaciag 1 dnuovpyio TOAOTAOK®OV S1ETAPNG YPNOTOV N
aAlmg Ul yio cuvtopia dev nTav o kbplog okomdg kat £tot tar Ul elvar moAd amhd, aALd TOAD GNUAVTIKA Yl TV
OUOAY] EUTEPIOL TOVL TTALYTY KoL TV OUOAY pon Tov Ttoyvidtod. 1o UES 6Aa ta ototyeio Ul ovopdalovror widgets
Ko £T61 dnuiovpynOnke évog paxelog pe dvoua widgets 6mov Oa evamotiOevton dha ta widget epyaciag. ['a v
dnuovpyio evog widget mpénet va dnuovpynOel éva widget blueprint. Xe avtd 10 blueprint vdpyet Evag editor
o0mov oTa oplotepd drabétel Eva designer yio TNV YPOAPIKR OMLovpyic TV otolyeiov kot To graph 6mov yiveton n
VAOTOINGN TOL KMOIKO, TOV Eivorl cuVdEdEUEVOS e éva widget. Evtog tov designer editor umopovv va tpoctefodv
S1apopa Ypapikd ototyeio OTMG TANIGIO, CYNUATA, LEVOD Kl KEILEVO OTIMG Kl TTOAAN GALQ.
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@ Palette X @@ Library d
Q ) %3 None a @R Screen Size v Fill Screen

AUDIO
COMMON
[ Border
&8 Button
v/ Check Box
[®]Image
(%] Named Slot
& Progress Bar
¢ Radial Slider
7] Rich Text Block
I~ Slider
[T] Text
EDITOR

i= Hierarc.. X I= Bind Wi

Q
[WBP_HUD]

Eixova 24: Widget editor

4.7.2 Xyedwaopdg Tov Ul g ong Tov maiytn

Ké&Be mayvidt to omoio Aettovpyei pe cvotnua {nudg kot {ong tpénet va €xet éva Ul pe v umdpa {ong
TOV TTaiy TN, MOTE QLT VA YIVETOL AVTIANTITH e EVKOALD Kol evkpivela amd tov maiytn. To makéto pe ta oynuata
mov ypnoponodnke yuo tov oxedoopd eivar to Ul Pack tov Kenney ko etvan tomov CCO, omdte dev tibeton
0ép0 TVELUATIKDOV SIKOMMUATOV Kol ¥poNG SIOUOIPAGHOD GVTOV TOV TakEToV. Ondte amd ovTd TO TOKETO Oa
¥pnoomoinfovv Tpeig ekoveg. Mia YoaAvov ¥p®dUOTOC Yio To mAaiclo ¢ umapag (ong, pio Tpacvn yuo tnv
Com xon pio ewdva ypt mov Oo cupforilel v andieia e Long. Anpovpyeite évog véog pdxerog pe 6voua UL
OOV YiveTol TPOGHNKN TOV TAPATAV® EIKOVISI®V Kol YIvETal aAloyn Kamolmv puiuicemv yia tnv Pedtiotonoinon
TOVG, L€ TO10 oNpavTiki TNV pubon texture group oe UL, dote va avtilapPdveral to UES 011 avtég o1 e1koveg
TPOKELTOL VO, YpMoLomon oy g ypaeikd ototyeio UL T cuvéyeia Oa yiver n dnuiovpyio tov widget blueprint
ue ovouo, WBP_Health Bar yuo v {on tov mtaiym. Apyud Oa tpootebel éva ypapiko ctoyyegio border mov givan
éva xouti. Méoa og avtd Ba mpootedel n ewdva glass panel pe pOHOuon draw as box akpiBadg mwéve oto border.
Emuiéov Oa mpootebei £va vertical box péoa 6to border 6to 0moio umopodv va Tpoctedolv KEIUEVO Kl EIKOVEG.
H ewdva mov Ba mpootebel givar 1o mpdotvo koutl Yo v {on ko To keipevo Ba Aéel Health. duoucd Ba yiver
oALOyT TOV CUVTETAYHEVAOV Kot peyefdv Tov dlopdpwv ototyeiny, dote va givar ta emBountd. ‘Eneita Ba yivet
AVTLYPOPT| TOV TPAGIVOL KOLTIOD GAAES 10 popéc £Tol dote Kibe TPpdotvo KouTi po amekoviletl Kot pio povada

Cong.
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Eixova 25: Ul urdpos {ons tov maiyty

"Ererta oty khdon GM_Action ov givar 1 kKAdom eEAEYYOL TOL Tatyvidtov Ba dnuiovpynbel cuvaptnomn pe Gvopa
create widget, n omoia onovpyei éva véo widget Paciopévo e pia kKAdon widget blueprint, cuykekpiéva v
WBP HUD «o1 1 cuvdptnon add to viewport mov tpocBétetl to widget mov dnuovpynnke oto viewport, dniadn

To gupavilel atnv 006V TOL YPNOTN.
/ Khdon MyHUD
YYNAPTHZXH BeginPlay()

KéieoeSuperBeginPlay()

AN WBP_HUD_Class vrépyet TOTE

PlayerController = IIapeKoopo().I1dpellpdtoPlayerController()

AN PlayerController vépyet TOTE
/I Anpovpyia tov widget
CurrentWidget = AnuovpynoeWidget(PlayerController, WBP_HUD_Class)

AN CurrentWidget vrapyst TOTE
// TIpocOnkm tov widget 6to viewport
CurrentWidget.[1pdcOsceXtoViewport()
TEAOZ AN
TEAOZ AN
TEAOX AN
TEAOX LYNAPTHXIHZ
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4.7.3 IIpocOkn Aertovpykétnrog oto Ul

e avtn T edon to Ul éxet dnuiovpynOel pe emruyio aAld dev Exet akoua kKopio Aettovpyio. H Agttovpyia
avtr| Ba Tpootebdel evidg g Khdong WBP_Health Bar kot k48 @opd mov o maiytng déyeton {npud Bo aporpeiton
pio Tpdovn ova amd v prdpo {ong Kot Ba yivetor avtikatdotaoh g omd pia idto EKova YKpt YpOUOTOC.
1o UES vrdpyet n dSvvatodmta vo tepactel og petafint kdmoto ypapikd otoryeio and to widget designer Kot
étol Bo mepaotel oG peTafAntn 1o kovti mov mepikieiel Ta Tpdova kouTid ®¢ petafAntn pe dvoua health box.
Olo. Ta otoryeia mov Ppickovial viog tng petafinthig HealthBox Bswmpovvral ta “mondid” tng kot €161 HEGO AVTNG
éxovpe mpocPacn otng 10 ewdveg mov Ppickovror evidc tov HealthBox mov gival ta mpdoiva KovTid.

// Khdon MyWidget
KAAXH UMyWidget KAHPONOMEI an6 UUserWidget
ITPOXTATEYMENA:
// KaAeital 60tav 1o widget katackevaletot

YYNAPTHZXH NativeConstruct() YIIEPKAAYTITEI

// Avapopd oto HealthBox and 1o Ul
IAIOTHTA HealthBox

/I Avagopd otnv ven mov Ba ypnoiponombel oto Ul
IAIOTHTA NewTexture
TEAOZ KAAZHX

// Zuvaptnon mov kaAgitan 6tov o widget KataokevaleTot
YYNAPTHZXH NativeConstruct()

KéAeoeSuperNativeConstruct()

AN HealthBox KAI NewTexture vrapyovv TOTE
// Taipvoope 6Aa ta children Tov HealthBox

ChildrenCount = HealthBox.I1dpgAp1Opuo6Children()

I'IA i = 0 MEXPI ChildrenCount KANE
// TMaipvoope to child oto index i

ChildWidget = HealthBox.ITapeChildZto(i)

// TlpoomdBeto cast e Ulmage

ImageWidget = KaveCastZelmage(ChildWidget)

AN ImageWidget vrapyet TOTE
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/I Op1opdc Tov brush amd v ven
ImageWidget.OpiopuocBrushAmo Yon(NewTexture, aAn0<q)
TEAOZ AN
TEAOX T'TA
TEAOX AN
TEAOZ XYNAPTHXHX

NativeConstruct: Avti 1 cuvdptnomn ektereital 6tav To widget dnpovpyeitat.
HealthBox: To HealthBox &ivan évog mivakag (panel) widget mov mepiéyet 6Aa ta children.

GetChildrenCount: [Taipvel tov apiBud tov children oto HealthBox.
For Loop: Mg éva for loop, dtatpéyovtor 6Aha ta children tov HealthBox.
Cast<UImage>: Kd&0e child yivetar mpocndbeia vo yivel cast oe tomo Uimage.

SetBrushFromTexture: Av 1o cast givon emitvyéc, ypnoonoteiton 1 SetBrushFromTexture yio va opiotel ) véa
ve1 oto Ulmage.

[Ipwv v xpnon tng SetBrushFromTexture 6o To Todid apov petaTpamodv 6g Lopen| eovag Ba tpocsteBovv ce
évav mivaxo eikovov e ovopo HealthImages. Ondte ot cuvéyeia evtog e khdong BP Player oto onueio tov
KOOKa TOV yiveror 1 Aqym nuiag tov maiyt ReceiveDamage yivetot avapopd cto WBP_Health Bar uéoo g
KAdong GM_Action kol kdBe @opd mov o maiytng Oéyeton {nuic evnuepmvetor 1o HealthBar wxon pe v
SetBrushFromTexture yivetail ovykpion g {mng tov maiytn pe tov deiytn Tov mivako tov eiovov -1 . Onote Ha
yivelr mépacpa amd tov Tivaka availoya pe n {on Tov iy, péxpt n {on va givar ion pe tov deiyn Tov Tivaka
v 1. Kot yia 6Aeg Tig Tipég mov givar peyakvtepeg amd ot 0T 0 mivakag 0o aAlalel ta vidAoma cToyEio
ue v ovvaptnon SetBrushFromTexture amd mpdoiveg oe ykpt eikdveg. [ mapdderypa av o maiytg £xet 3 (o,
101€ Yo delytn mivaxa peyordtepo tov 3 - 1 6ha ta mpdova kovtdakia Ba yivovrar ykpt. O deiyne + 2 etvon m
Tpitn 0éom to mivaxoa, omote Povo 3 kovtid Oa pévouy mpacva. Kat €161 odokAnpavetal n vioroinomn tov UL

4.8 IIpocOnkn @€ Nyov
4.8.1 "Hyot waryviorov

Yyxeddv OLEC 0L AEITOVPYiEC TOV TOLY VIS0V £YoVV 0AOKANpmOEL, Omg To TToLyVidL mapoauével BovPo, kabmg
dev €rovv evompoTmOel akopa Yot Yio To TEPIPAALOV TOL TaLY VIS0, Y10 TIG SIAPOPEG KIVIOELS TOV TULYTMOV Kol
dAdot ot mov Ba Tpootebovv 6T cuvEKELa. 1o TOVG YOV ¥PNOIUOTONONKE £Vl ETOLO TOKETO YWV UE OVOUQ.
The ultimate 2017 16bit mini pack omd tov phoenix1291 e ddewo ypnHong ywo kabe oxomd. Yrapyovv Tpeig
KOTIYOpieg Nywv, ol ot Liog popic TOV EVEPYOTOIOVVTOL GE GUYKEKPIUEVEG TEPIGTAGELS OTMG 1) VT ON O, TO
YAloTPNUO, O TUPOPOAIGUAG KOl GALD. YTTAPYXOLV Ol X0l TOV £ival GUVOEdEUEVOL e KATTO0 animation O7®S TO
TEPTATILLOL TOV Ty TN Kol TV eXOpdV Kol ETUVAAAUPOVOUEVOL Y01, OTTMOG GTI POPT®SN TNG POANG TOL TaiyT.
Omndte yo apyn o tepactovy dha ta apyeio xov oto UES otov pdkero sounds. Enetta otig pubuicelg 0o emieyel
yio. GAOVG TOVC NYOoLGg M pVOuLoT create multiple cues, dote va yivel oAlayn otov TOTO apyeiov, Kabmg o éva
sound cue apyeio vapyel n dvvarotnta amd 10 UES péco evog editor 1yov va yivel eneéepyacio avtdv TV NYoOV.
"Etot pe ™ Ponbeia tng cuvaptnong play sound 2d iodyovtor ot ot piag popac, 6Tms 0 NY0S TS Vo oNeTC.
Ag vmoBéoovpe 6tL BEhovpe va maifovpe évav Mo mov ovopdleton Jump Player SoundCue 6tav o maiktng
mddet. O kddKag pumopet vo, potdlet pe Tov e€ng:

// KAdon MyCharacter
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KAAZH AMyCharacter KAHPONOMEI an6 ACharacter
AHMOZXIA:

// Katookeuaotg TOV YopoKTHPO

YYNAPTHXH AMyCharacter()

[TPOXTATEYMENA:
// Kadettal 0tov Eekiva to moryvidt

YYNAPTHZXH BeginPlay() YIIEPKAAYTIITEI

//"Hyog mnonpatog
IAIOTHTA JumpSound

/] ZovapTnon Yo ovamopoymyn ToL NYOL TNONUATOS
XYNAPTHZXH PlayJumpSound()
TEAOZ KAAZHX

// Kataokevaotig mov opilel apyukcés THéG
YYNAPTHXH AMyCharacter()

// Op1opdc apyIKOY TIUDY
TEAOZ LYNAPTHZIHX

// Zuvaptnon mov kaAeital 0tov EeKivd To Toyvidt
YYNAPTHZXH BeginPlay()
KéAeoeSuperBeginPlay()
/ Mzopeite vo, kaAéoete T cvvaptnon PlayJumpSound o€ éva couPav 6mmg to Tnddiicua

TEAOXZ XYNAPTHXHZ

/] ZovapTnon Yo avamopoymyn ToL YoV TNONUOTOC
YYNAPTHZXH PlayJumpSound()
AN JumpSound vrapyet TOTE
[Hoai&eHyo2D(awto, JumpSound)
TEAOXZ AN
TEAOX XYNAPTHXHX

Anuovpyeitot po petopant) tomov USoundBase* yio tnv amobnkevoen tov fyov mov Bélovue va maifovue. H
petafinti ovt) pmopel va pvbuictel otov Unreal Editor (ue 1o EditAnywhere, BlueprintReadWrite). Avtn 1
ouvvaptnon ypnoonotei ) UGameplayStatics::PlaySound2D yuwo va wai&etl Tov fyo. Ilaipvel o¢ mopauetpo to
this, Tov avapépetar oTov nBomo1d (character) mov kakei T cuvdptnomn, kot Tov xo JumpSound mov £xel opiotel.
H ovvéptnon PlayJumpSound pmopei va kAnfeil oémote ypedletor vo morytel o My0g, Yo ToPAdELypo. OTOV O
naiktng wnoddet. 'Etol 1 cuvaptnon ovth epappoletal oty kAdon bp player petd v mpaypotonoinon tov
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kodka avomdnone. To idto Ba yivel kor v xivinon avamnonong oe toiyovs. Axpifmg n it dadikacio Ha
emovainebei yio 1ig kivioelg: [lpooyeimon tov maiytn, yAiotpnua, avafacn okdrag( Oa viomombel apyotepa),
Mym Onudg maiytn, Bdvatog maiytn, emavaeopd maiytn, mupofoAilcpic, empopticuévny Poin, mupoBoloudis
ocadpag, KOTAGTPOPT cpaipag, 0avatog exfpav, evtomonuds taiyt ond mrapevo €x0pd. Etot yivetal ) vAomoinon
OA®V TOV YOV TOL EVEPYOTOLOVVTAL Uit POPA.

4.8.2 Y)homoinon v cuvoeoeuévov pe animation

I avtovg ToVg MYOVE TPEMEL Vo VAoTomBel pia dapopetikn AoyiKn, Kabmg Tpénel va mailovy cuveymdg
Y cuykekpluéva Kopé. v kAdon AS Player mov éxet tov editor pe Ao To animation tov moiytn, 6TO run
animation kd0e popd mov 1o OO TOL TalyTN aKovuUTdEL TO £d0po¢ Ba mailel o Nyog Tov TepraTaToc. OmoTE V1oL
Ta kopé 1 kot 4 Tov Totdel To £5a.pog o maiytng Oa yivel TpocHnkm evog sound notify, dnAadn evog yeyovoTog mov
Ba evepyomoteitan og avTd Ta Kopé povo kot Ba mailet tov embountd Nyo. I'a avtd 1o UES eivar mapa mord grliko
TPOC TOVC TPOYPOUUUATIOTES Kol ExEL amAovoTtevpéva editors pe To omoia, UTopohv Vo Yivouv TETOLEG AgtTovpyieg
aVTOUOTO Kot 08V YPeldleTal Ol TPOYPUUUOTIOTEG VA GTTaloKEPUAALOVY UE TEXVIKA BELOTO OTTMG O YOG TTOL OEV
elvat kot to medio acyorag Tovc. Ondte 1660 AMAd TOPA OTOV O TALYTNG TEPTATAEL AKOVYETAL KOl O OVTIGTOLYOG
Nyos. To 1610 axpipadg Oa yivel kot yio To run shoot animation. o tov gxBpd kafodpt wov dev €xel animation
source KAdon, 1 TpocOkn Tov Nyov Ba Tpémet va yivel xelpokivnta. Omote Ba vhomomnBel Loy, dmov eAéyyovtag
amo to flipbook tov kafovplov epdoov mailel To animation TOL TEPTATHATOC KAl OYL TNG OOPAVELNG Kot ETELTA
epooov Ppioketor ota Kapé 2 | 4 TOL TO TOSL TOL OKOVUTAEL GTO £J0POG, TOTE YPTCULOTOLEITAL 1] GLVAPTN O
Playsound n omola mailgl Tov 10 TOL TEPTATHLATOG.

4.8.3 Yhomoinon enavoropfavopevev yov

Té\og Yo TNV VAOTOINGT TOV EXAVOLOUBOVOLEVOL YOV TNG ETPOPTIGUEVNG BOANG TOV TTaliy TN KaTd TNV
nepiodo g oOpTmoNg g Ba ypnoomombei pia dapopetikn Teyvikn. Xtnv KAdon BP_ Player otov editor Oa
viver mpocOkm evoc véov component 1yov pe ovopa chargeSound kot 6€ avtd mpootifetar 0 YOS TG POPTIONG
BoAnc. Ondte 670 ONUEIO TOV KMAIKO OOV TPOYUATOTOLEITAL 1] POPTIGUEVT PoAn Kot avafocPivel o maiytng Oa
npootebel kMUKG OV gvepyomotel Tov Mo amd to chargeSound component. Opmg o Nxog cuveyilet va mailet kot
UeTE TO TTEPAG TNG TEPLOSOVL POPTONG. OTOTE GTOV KOJIKN OTTOVL TVPOPOAEL O TTALYTNG GTO GNUELD TOL APTVEL TO
mnKtpo Polng kot erevBepdvetar 1 PoAn yivetonr amevepyomoinon Tov component, omdTE WHE TO OV
aneievfepdvetar | foAr] amd TV OPTIoN TALOV GTApATAEL Kot 0 X0c. Opmg thpa o€ TEPITTMOT IOV O TALYTNG
dgy0el Onud 660 poptdvel TV PoAn kat wabel caoTioua 0 NYog cuveyilel va mailel actapdmmta. Onote oTOV
KOO Tov d€yeTan {nutd o oy Tng YiveTal ETIONG OMEVEPYOTOINGT TOV component 6g TEPITTM®GT TOL ivor Evepyod
Ko £161 6Tav 0€yeTal {nud o TaiyTng KaTd TNV POPTION TAA GTAUOTAEL O NX0G. 'Etotl olokinpdOnke kot avtd 10
KOLLUATL.

4.9 Anpovpyio emagd®v Taryvidlo0

4.9.1 Anpovpyia tileset ko tilemap

270 pYIKO GTASI0 OMNLUOVPYING TOV EMMESOVL TPEMEL TPDTA VA, YIVEL 1) TPOETOWOGIO TOV GTOLXEI®V TOV
EMMEDOL , ONAAOT TV EIKOVOV OV Bol AMOTEAEGOLY TO YPAPIKA GTOLYEIN TOV EMTESOV. AVTE TO GTOLYEIN OTTMG
avaQEPETOL GTNV apy TG evotnTag £xovv evtaybei 1om oto UES amd mpv pali pe to animation T@v Yopoktpoy.
Omnodte Yo OAo To. oTotKEln Oa yivel 1) petaTtpont| Tovg o€ popen tilesets péco tv pubuicewv. Xto UES ta ypoaukd
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oToeia Tov emmédov ovopalovron tiles ko o editor yia TnVv dapdpewon Tov emmédov ovopdletou tileset editor.
O vprog Aoyog Tov vrapéng Tov tileset editor givar 1 pOOUon Tov collision ota cToryeia avtd. Ta otoyeia 1
aAlung assets yopilovtal o 2 katnyopiec. Zta asset vmdéPabpov 1 aAlidg background ta omoia dgv £xovv collision
KOl 6T GKNVIKA UE T 0Ttola aAANAETIOPE 0 TTaiyTng Ko Exovv collision, Tov ovoudlovrtal foreground. Ondte oe
oia ta foreground avtikeipeva Bo mpooteBovv box collision. 'Etot o maiytng pumopel vo aAniemdpd pe to
nepBdiiov. Topa 6la avtd ta Tileset mov dnpovpyndnkav Ba ypnciporombovdv g otoryeia Yo TV dnpuovpyio
Tov emmédov oo tilemap editor, 6Tov 610 tilemap yiveral o oxedlocHOG TOV TEAKOD EMMESOL.

= Right @Lit

w  Singhe Tile Editor Editing Tile #167

o

Ewcova 26: Tileset editor

Y7o tilemap editor mpootiBevion OAa Ta GTOYKELD TOV EMTEGOV OTTMG EMBVEL O dNULIOVPYOG KOt £TGL SIAUOPPDVETOL
10 eminedo. 'Emetta poig dnuovpyndei 1o tilemap avtd tomobeteite oto emimedo, dnAadn oto Map éxet
onuiovpynBel amd v oapyn kol wAEov eivor evepyd To emimedo Tov mayvidov. To eminedo oto omoio Oa
tonofetnOei o tilemap Ba elvan éva Kevo eninedo, date To tilemap va gival To povadiko ototyeio mov dabétet. To
tilemap eivou éva 2d eninedo to omoio ovolacTikd TontobeTeite oTOV TPLodidcTaTo ydpo tov UES.

= % Perspective @ Lit Show t LT RSO @5 AT 2025 2 /B

A, MAP_2DStage (Editor)
2 TM_Playground PaperTileMapA(

1 actors (1 selected)
# Details x @ World Settings

£ TM_Playground o2 of

2 TM_Playground (Instance)

RenderComponent (RenderComponent) Editin C++

B %

Physics Rendering

v Tile Map
Edit Map New Empty Map

Convert To Instance

Tile Map

Eixova 27: IIpooOkny tilemap oo eminedo

"Enerta puOuileton o potiopds tov yapaktpov 6to costumunlitspritematerial, dniodn 6€ oOTIOUO Y®PIC OKIEG
a@ov mpoxeltal yia £va 2d game kot yivetan anevepyomoinon tov okidv. 'Eneita puOpiletot to auto exposure o€
yepokivnto Ko pe tiun 0, dote vo petmbel mepattépm 1 POTEWOTNTO TOVL EMTESOV. XT1 cLVEYELD pLOUileTan To
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post processing level va givar 1o 1010 Yo 6A0 10 eminedo. Axopa tifetar n pOOuon global illumination g pn
VIOPKTY, BOTE TO epyaieio lumen yio TO0 POTIGUO TOV EMTESOL VO UMV CTATAAGEL VTOAOYIGTIKOVG TOPOVG,.

4.9.2 Anpuovpyio opOoypa@kig Kapepag

H Unreal Engine 5 (UES) vmootpiletl 600 Bactkovg THmovg KAUEPAS: TV 0pOoypapIKn KALEPO
KOL TNV TPOONTIKY KAUEPQ. AVTEC 01 0V0 KAUEPES YPNCUYLOTOLOVVTOL Y10, OLOPOPETIKOVG GKOTOVG Kol
EYOUV OLPOPETIKA YopaKTNPIoTIKA. H opboypagikh kapepa mopovsidlel 1o TepPoAlov ympic TpoOnTIKY.
Avto onpaivel 0TL T avtikeipeva dev pewdvovial og péyefog Kabmg amopakpvvovion and v khpepa. Ola ta
avtikeipeva gaivovtol oto 1010 péyebog, aveldptnra and TV amdGTacT TOVG. AVTH 1 TPOGEYYIoT Eival YpPNoIuN
v diodidotateg (2D) mpoPforéc, onmg xapteg 1 Ul (user interface) oroiygio, kabag Kol e moryvidwo 1 EQapUoyEG
Omov M mpoonTiky dev gival amapaitntn. H mpoomtikn kapepa, and v dAin Tievpd, dnpiovpyel po eidvo Tov
glval o KovTd GTOV TPOTO TTOL PAETOVUE TOV KOGUO HE TO HATIO MOG. ZE OLTH TNV KAUEPQ, TO OVTIKEIUEVA
eaivovrtal vo pkpaivouy kafdg amopakpivovTot amd Ty KAUepa, dnpovpydvag v aicnon tov fédbovg. Avtr
N Kauepa ypnoyLonoteitar kuping yio tprodidototes (3D) mpofoiéc kot eivat 1OaVIKN Yo oy viold 1 EQUPUOYEG
OOV M PEAAIGTIKT AVOTAPAGTOCT) TOL ¥DPOL Kot Tov PdBovg eivar onuavtikr. Omote Oa yivel addayn Tov camera
component Tov maiytn Tov £xel NON dnpovpyndei oe ophoypaeikn Kduepa.

4.9.3 Anuovpyia dvvepkig 2D kapepag

Xe khmola onpeia Tov emumédov dmov To TEPPEALOV YiveTar TOAD EmKivOLVO Yol TOV TTaiyTY, €ITE EMELON
amoLTel KAAN 0poTOTNTO Y10 GVCKOAQ, AAUATO, EITE EMELON EUTEPIEYEL TOAAEC TTOYIOES, EITE EMELON VTAPYOLY TOAAOL
exBpol yuo Tovg omoiovg mpémet va yvopilel o maiyg Ba dnpiovpynBel pio kapepa n onoia Ba tomobeteite oe
OLYKEKPIUEVE, oM pEin TOV emmédoL Kat Oa eoTIalel 6e cuykekpuéva onueia ov gival emBountd. ‘Etotl 0o aAddlel
1 OTTIKN YOVia amd TNV KAUEPA TOL TaiyTn o€ avt T véa Kapepa. Etot Ba dnpovpyndet véa kAdon tomov actor
pe 6vopa bp Camera Restrictor kot 6o mpoctebei £va box collision component pe pOBpon collision overlap povo
ue tov maiytn. OmodTe pe v apyn aAAd kot o TEAog Tov overlap yivetan cast oty kAdon bp_player. ‘Etoln k\don
umopet va avayvepiost v €icodo kot ££0d0 tov Talytn and ta dpla Tov KovTloV. OmdTeE e TV 16000 TOL TalyTn
aAAalel n petaPAnty overlapping restrictor mov avikel oty KAGoN camera tov bp player oe aAnOng kot pe v
€000 TOL Tty o€ Yevdnc. Metéretta otV KAdom bp player yiveton édeyyog yio kiOe kapé av 1 peTaPANTY
overlapping restrictor gfvat aindng. Omote oty mepintmon mov etvar aindrg Ba tebel wc véa BEon g Kapepag
Tov maiyt M 0éomn Tov camera restrictor pe to omoio éxave Overlap o waiytng. TV TEPITTOON TOV EIVOL YEVONG
to1e Ti0eTOn TAM M) KApepa va glvar ) 1d1a pe v Tomobecia Tov maiytn. ‘Etotl 6tav o maiytng dev kdvel mhéov
overlap pe 1o kauepa, restrictor 1 képepa yopvael Tom oty Kavovikn e 0€om kot akolovOel Tov maiytn.

4.9.4 Yyediaon TPLOV EMTESOV

Xe auto To onueio TomoBeTohvTal OAO TO. CKNVIKG TOV TPOGKIVIOL KOl TOV TOPUCKN VIOV, ol didpopot
ex0poi, o1 Torobeaieg exkivnong Tov maiyTn, To KOLTLR EVIOTIGOD TTAOGCTG, TO OTLUEIN EXOVAPOPAC TOV TOlYTN KoL
01 YMPOL EVEPYOTOINGTG TNG OLVOUIKNG KAUEPUS, DoTe OA avTd pali va découv Kal va dnuiovpynbovv ta exineda.
To kd&Be emimedo amd GYeSOOTIK TAEVPA OTOYEVEL VO, SVCKOAEYEL TEPIGGOTEPO TOV TAIKTN 0amd OTL TO
TPOTYOVUEVO YPNCIUOTOLDVTOG TEPPAALOVTIKA GTOLYEIN DOTE VO OLGKOAEWEL TO HOVOTTATL. AvEdvovTar ot gxbpot,
KoBdG Kot 01 Tyideg aALA KOl 01 SUOKOMA T®V OAUAT®V. AVTO OTOCKOTEL MOTE 0 TAiYTNG VO VIDCEL 0lodNTd TNV
dtapopd otV dvokoAio Tov kabe emédov. Akopa kdbe mioto oyedAleTOL OPKETE OLOPOPETIKA, DOTE O TOLYTNG
vo Uy vimBel cuveyd¢ mayldev VOGS 6TO 1010 oTUEio Kot Yo v TO YIVETOL EVOALNYT GKIVIKDV.
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Edit  Window

L MAP_2|

Eixova 28: Emidoeién evog cnueiov Tov emmédov

4.9.5 Xyedraopog cvvOnKng vikng

2Yto enimeda oKoOpa dev el Tpootedel KATO10G PNYOVIGHOG TOV GNUOTOJOTEL TNV ViKT TOV TTaiyth, £Tot Oa
yiver vAoToinoT EVOC TETOL0L UNYaVIGHOD 6 auTh TV evotnTa. H vikn tov maiytn Oa emituyydvetor 6tav o maiytng
(PTAVEL GTO TEAOG TOV GYEOLAGUEVOD EMTESOL Kot GuVaVTAEL pio TOAN. Ze avti TV TOAN B vVEapyeL Eva adpaTo
box collision to omoio Oa aAAniemdpd povo pe tov maiytn o PAémel v {on tov Ko €dv givar peyaivTepn g
TN 5 Ba Tov PETAPEPEL OTO EMOUEVO EMMEDO AAMMG 0 maiyTng Oo peTapépeTal oTnV opyN TOL 010V EMMESOL.
Axopa o eppaviCeton pia dieroaen oty 006y Tov TaiyTN 1 0Toia B0l TOV EVNUEPMVEL GE TLO EMIMEDO PETAPEPETAL.
‘Etot yiveton n onovpyia pog kidong pe évoupo win condition oty omoia mpootifetan £va box collision
component wov kdvel Overlap uévo pe tov maiym. ‘Etol pe 1o begin overlap event Oa yivetal cast otnv KAGo TOV
maiytn Kot Emerta Bo ypnoonoteital 1 cuvdptnomn open level by name dote va avoitel 1o KatdAAnlo eminedo
avéioyo pe tov Eleyyo g {ong Tov maiytn. T cvvéyeln Oa onovpynbei pio véa kAdon widget mov ivon ta
Interface tov UES n onola Oa eppavileton pe ™ cuvaptnon Create widget ko add to viewport yio pio popéd 6tav
0 maiytng e1eépyeTan oty {Ovn vikng kot tov €1domnolel 0Tt viknoe 1o eninedo. Eneita pe tnv open level by name
0o avoiyel 10 enduevo eminedo petd and pio kabvotépnon 2 SELTEPOAETT®V.

/! Extéleon kmotko uovo pio popd
AN bHasRunOnce == yevdég TOTE

bHasRunOnce = ainbéc

/I Anpovpyia widget
Widget = AnuovpynoeWidget(IlapeKoopo(), UYourWidgetClass:: XtatiknKidaon())

// Evoopdtmon widget otnv 006vn
AN Widget vrnapyet TOTE

Widget.ITpocOeceXtoViewport()
TEAOZ AN
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/1 Zovaptnon kabvotépnong
TimerHandle = AnpodpynoceTimerHandle()
[apeKoopo().IdpeAayeprotXpovopétpov().@éoe Timer(TimerHandle, [=]()
{
/] Avorypo, véov emmédov pe Pdon 1o Gvoud tov
AvoiéeErinedo(IlapeKoopo(), FName("LevelNamel"))
1, 5.0, yevdéq) // KabBuotépnon 5 devteporéntmv
TEAOZ AN

4.9.6 Eveoparoon rettovpyiog avapaocns okaiog

' 1o TeMKd otddo Tov oYedlacpol o vAomomBel Aettovpyia, OTOL O TALYTNG OTAY GLVOVTAEL [Lio CKAAQ
omv ddpoun tov Bo umopei vo v avePaivel. Me 10 mov épyetal o emapn € TNV okala Oa undevileton 1
Bapdtnta yia v mepiodo g emapng kot o waiytng Oo pmopel va metdetl mpog ta endve mailovtog To animation
avapaong tng okdAag divovtag £T61 TNV Yyevdaictnomn 0Tt o maiytng okap@aAdvel TV okdra. [ avtd Tov okond
0o dnuovpynbei pio véa khdon tomov actor bp laddervolume pe éva box collision component mov Oa. Kdvel
overlap povo pe tov maiytn. Omote dnwg wévta yiveton cast otnv Bp_player xatd v apyn Kot to T€A0G TOV
overlap, ®ote 1 6KAAQ VO GAANAETIOPE POVO e TNV KAAGN Tov Ttaiyt. H avapacn g oxdAag Ba yiveton pe v
YPNOMN TOV W TANKTPOL Tov Ppioketal oty bp player 1o IA_move event. Ondte o¢ ekeivo 10 onueio Ba yivel
éleyyog edv 1o IA_move to Y value mov givor 1 kivnon tov maiyt otov d&ova y givor peyardtepo tov 0 wov
OMUOIVEL OTL TO TANKTPO W €lval TATNUEVO. TN GUVEXELD YiveTon EAEYYOC €4V LTAPYEL KATOLO0 OAVTIKEIUEVO
bp_laddervolume kot tote yiveror aAlayr tov Movement mode o¢ flying, dniadn o maiytng va metdetl Kot Oyt vo
mepnatdel, To0 omoio givar pio evoouatopévn Aettovpyio. oto UES. Emiong enedn oto UES vmdpyel kou m
HETAPANT TNG OPUNG TOL YOpOKTPE €MEWN Oev eivor embuuntd o maiytng va avePel v okdia pe v
TPONYOVUEVT] OpUT ol To epmaTnpa pndevileton 1 petafinty velocity. Onwmg giye yivel mponyovpévog yio v
kivnon tov maiyt otov X dova £tot Ba vAomomBei n cuvaptnon add movement input pe Tiun 670 Zz 1 KoL Yo TOV
y G&ova £To1 MOTE 0 TOLYTNG VO UITOPEL VO LETAKLVEITE TAVD Kol KAT® oty okdia. [ va unv pmopei dpwmg o
maiytg va kwvnlel deld kol apiotepd 660 avePaivel v okdro Oo onpovpyndei pio petapinty boolean
isClimbing mov Oa yivetoun aAn0ng étav o maiytng totdel to w. Kot Oa opiotei Aoyikn 6Tov KOSKo, pe TNy Kivnon
ToL Tty de€ld Ko apiotepd ¢ propel va enttevydel povo edv n petafinty| isClimbing eivar yevdng. Omodte
oTN cvvéyelo Tpénel vo Ttpoctebei To animation, £tol oty KAdon ABP_Player Oa yivel évtaén g cvumepupopds
climb wg &va jump node mov £xetl eneEnynBel AN wou v 1 petafinty isShooting etvan aindng tote Ba mailet to
climpshoot animation ( Topofoiicuov kai avapacnc tavtdypova) oAimg 0o mailel To climb animation. Avto T0
animation petd Oa mepvdet oto idle state pe Aoyikn petdfaong edv n petapinty isClimbing sivor yevdng. Omote
pe v cvvdaptnon jump to node 6tav 0 TaiyTng Totdel To W Kot ekTeELEl avaPfacn mailgl Kot TO KOTAAANAO
animation. H enduevoc oyediacudc mov mpénet va yivel eivar n dnuiovpyio Aoykng mov Oo exTpENeEL GTOV Tyt
Vo apiVETAL Ao TNV okdAa ov to emBupel. Omote apyikd n petafintn isclimbing Oa aAlalel og Wyevdng edv givan
aAnOng kot Oa opiotel Tto Movement mode Tov waiytn amd wron o€ Ttdon. Onote oty bp laddervolume o6tov
N oKGAQ GTOUOTAEL VO, KAvEL overlap pe Tov Taiytn KeAeite | Tapomavm AOYIKN Kot £T61 OTAV 0 TOiYTNG QTAVEL
oTNV KOPLEN TNG OKAANG TEPTEL TAM KaT®. Enerta otnv Aoywkn g bp player otnv [A Jump kivnon edv n
petafint Isclimbing givot aAndnc tote e@apudletar 0 KOKG TG AOYIKNG 0vamionoTg G€ TO1Y0 Kot £To1 TAEOV
0 maiytng umopel vo. avamndfoel amd TNV oKOAO 0G0 GKOUPPAAGDVEL TPog Omola katevBvvorn embupel. 'Etot
TEAEIMVEL TO TPOKTIKO KOUUATL QVTAG TNG EPYOCING KoL TO Ty vidt eivan TAEOV 0AOKAp®UEVO.
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Evotnro 51

5. Epotnpotoioyo Kot aSloAdynon o vidlov amd Toyaiovg ypnoTeg

5.1 ITowor ovppeteiyav 6TV GELOAOYGT TOV TAL(VIOLOV

Metd v 0AOKAp®GT TOVL GYEJAGTIKOD 6Tadion Tov Toyvidod €ytve 1 aEoAdyNoT| Tov and TVYaiovS
malyTeG o1 0moiot AoV EmaEV TO Ty vidl KANONKAY vo, o0TavT|covy og éva epatnuatordyto pe 10 epotoelg yio
va dlomiotdel €4v ) eumelpio TOVG e TO TOViIoL NTav BETIKN KOl Yo TNV EVPECT TVYDV COOAUATOV OAAG KoL
onpelov Pedtioong. H ypnoteg evnuepddnkav mwg to moyvidl mpdkettal yio Eva mpdtlekt apydplov ETédon 6To
KOUUATL TOV GYESIAGHOD TOLYVIOOD Kol TG TPoopiletal ¢ SMAMUOTIKY €PYOCio Y10, EKTALOEVTIKOVG KO
EPEVVNTIKOVG GKOTOVS KOl OYL GOV £VOL EMAYYEAUOTIKO KOl EUTOPIKO Ty Vidl Tov Gopmg Oa glye TOAD TEPIGGOTEPES
Aertovpyieg kot otoryeio. Me 10 Topamdved KaTd Vou ot maiyTteg — SOKILAOTES KANONKay va arovincovy og 10
epotoelg pe Pabuoroyia Eekvavtog and 1 mov eivor 1 xepotepn Pabuoroyia €wg 5 mov eivan n vynidtepn. H
EMAOYN TOV GLUUETEXOVTI®V £YVE TuYOia amo pio YKAUA avOpOT®V avip®dV Kol YOVOIK®OV dapOp®v KAAS®mV
EMOYYEALLOTIKOV TIPOGOVOTOAIGHOV Kot NAtKiog peta&d 20 kot 30 etdv. Ot cupUETEXOVTEG ElYOV d10POPQ EMITESA
eKTaideVoNg amd POITNTEG UEXPL KO KATOYOVS SImAmudToV emmédov master. EmmAéov ol umeipia tov ypnotdv
MOV GTO KOGUO T®V PVTEOTaLVIOIDV KAALTTE Eva EVPV TAOIGLO OTTO GLYVOVS KOl EUTELPOVS TOIKTEG [LE TOAAL
¥POVIOL EVOoYOANONG LE Ta Prvteomaryvidta, aALG Kol amd 7o Kadnueptvovg ypnoteg ot omoiol mailovy pe ToAD
LKpY| ouyvoTnTa Kol OV gival T0G0 Punuévol 6Tov KOGpo autd. ‘Etot emtevynke mo peaAloTikn TPOGOHOimoT
™G KOWwOTNToG N OAM®MG TG PAcNG TOKTAOV oV €xel €va Prvteomaryvidt Kot amoKopuioTnKay mToAd Yprolpes
TANPOQOPiec amd didpopeg ontikéc Yovieg. H dtapopetikdmra petald tov epambéviav mopsiye TAnpo@opieg
KOl TPOTAGELS Amd SLAPOPO. EMMESA TOUKTMV, Ol OTTOL0L ELYOV SLOPOPETIKES TPOGOOKIES KOl GTOYOVS V1oL TO Tty Vidl
avTtd Ko £Tol emitedyOnke n PEATIOT ovOTPOPOSOTNOT).

5.2 Anoteréopata agroroynong

[Mopoakdto Topatifevtol Ypaeikd pe LOpeT TOGOGTMY Ol UTAVTHGELS TOV 00ONKAY amd Tovg ep@TNOEVTES Y10, TNV
KGOe epdTNON, KOODG KOl TO TEPLEYOLEVO TOV EPOTNCEMV.

Eptreipia Maiyxvidiov

H [ToAU KoKA
B Kokr)

m METpia

® KaAR

B EEQIpETIKN
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Mnxaviouoi Maiyxvidiou

m oAU Kokn
B KoKr)

m METpia

® KoAn

u ESaipeTIKN

Ex0poi kal ETritTredo AuokoAiag
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® KaoBdAou IkavoTtroinuévn/og
B Aiyo IkavoTtroinuévn/og

® MéTpia IkavoTtroinuévn/og

E oAU IkavoTToinuévn/og

= ATToAuTa IkavoTtroinuévn/og



KatadAAnAn AuokoAia Maixvidiov

Mioteg Maiyvidiov

113

E Nai

m Oy

 KaBoAou AlaoKEDOOTIKES
B Aiyo AlooKeSAOTIKEG

B METpia AI0OKEDAOTIKEG

B [1oAU AIOOKEDOOTIKEG

B ATTOAUTa AI0OKEDAOTIKEG



Ytrapén Id1aitepa AUGKOAO Znuegiou i
Mnxaviouou

E Nai

m Oy

Aikain ka1 looppotrnuévn
AAAnAeTTidpaon pe Ex0poug

= Nal

=m0y
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Aikaio XuoTnpa EtTrTavag@opdg

= Nal
m Oy
AgloAoynon Npagikwyv Kal Zxed100H0G
EmimTédwy
H [1oAU Kakd
B Koka
m METpia
B KoAa
B EEaIpeTIKG
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Oa Mporteivare To MNMaixvidl og AAAoug

E Nai

m Oy

5.3 Avdivon TOV 0ToTELEGNATOV

To gpotuatordyo mov amgvBivinke oe 20 coupetéyovieg eixe okomd TV A&OAOYNOT TOV TALXVIOL00
Kol Topelye mOAOTIUES TANPOPOPIEG OYETIKA LLE TNV EUTMEPIN TOV TOUKTMOV, TOVG UNYXOVIGUOVS TatVidlo0, T
SvoKOoAia, Kol TV YeVIKT aictnon tov 6yedtacpod. To anoTteAEGUATO TOV GLAAEXONKAY OTOKOADTTOVY [L0L YEVIKG
Oetikn otdon amévavtl oto Toyvidl, oV KOl UE OPICUEVEG OLPOPOTOMCELS TOL avTikatomtpilovy TNV
TOKIAOUOPPI0, TOV OVIIAMYENDV KOl TOV TPOCGOOKIOV TOV TOKTOV. [lopokdto okolovdel pior avaAvTtiky
EMOKOMNOT TOV OTOTEAECUATOV KOl TOL Tl GNUOIVOUV Y10 T GUVOMKT EUTEPIO Kol GYESOGHO TOL TOLYVIOLOV.
To 40% twv cvppeTeXOVTOV AEOAGYNGOV TIV EUTEPLN TOVS OC KOAN, [e emmAEoV 25% va dnidvouv Ot Bprikov
v eumepia e&onpetikn. To yeyovog 0t n péom fadporoyio kopaivetal 6to 3.8 vTOdEIKVVEL OTL TO O VIOl TOPEiYE
GTOVG TTEPLOGATEPOVG TOAUKTEG L0 EVYAPIOTN EUTELPIQ, OV KOl DIAPYOV OPIGUEVOL TOL EEEPPOCAY EMPUALEELS
(10% xox1|, 5% moAbd kaxn). Avtd umopei vo, amwodobei oe d16.popovg TapPdyovTieS, OTMS TO EMINEDO TPOKANONG 1
GUYKEKPLUEVO TPOPANUOTO TOL CVTIUETOTICAV OPIGUEVOL TTOUKTEC UE TOLG UNYXUVIGUOVS TOL motyvidlov. Ot
UNYOvic ot Tov Touyvidlod OTmg To dAua, | oAicOnon, | avappiynon toiyov kot okdiag fpédnkay va eitvor péTpiot
éw¢ kahol, pe 35% tov Tukt®v vo Toug yopoktnpilovy "kadovc" kal 15% "egapetikong”. Qotoco, 20% tmv
GUUUETEYOVTOV BPNKOV TOVG UNYAVICLOVG KOKOVG 1 TOAD KOKOVS. AVTO VTOONA®DVEL OTL EVHD TO O VIOl KATAPEPE
VO IKOVOTTOINGEL TNV TAEIOVOTITO, TV TOIKTOV, VINPELY OPIGUEVEG OOVVOUIEG GTNV DAOTOINGT TOV UNYOVICUOV
OV EVOEYETAL VO SUGKOAEYAY OPICUEVOLG ¥PNOTEC. XPNOTEG Ol 0ToioL dev NTav eEOIKEIMUEVOL LE OLTO TO GTLA
oy VIO0L Giyovpa cCLVAVINCAY HEYAAHTEPT] SuoKOAIN GTNV EKPAONCT TOV ard GAAOLG Ol 0TToiol Elyov SOKIHLACEL
mapouote Toyvidlo oto TapeAbov. H mowihio tov exfpdv kot to eninedo dvokoriag Ppédnkayv eniong og Oetikd
enminedo, pe 10 40% TOV TOUKTOV vo OMAGVOLV OTL givarl mOAD ikoavomomuévor kot éva 20% amoAvta
KOVOTOUEVOL. 26TO00, £va KpO Toc00To (5%) dNAmaoe 6Tt dev NTOV KABOAOD KAVOTONUEVO, VTOONADVOVTOG
otLvmp&ay Kamolotl Taikteg Tov Bewpovcay 0Ti 1 TpdKAN G NTay VIEPPOAKA YaUNAN 1] TTOAD TEPLOPIOUEVT. AVTO
elvar éva avapevopevo gupnua, kabdg 1 aicbnon g duokorioag Umopel Vo TOIKIAAEL ONUOVTIKE AVAAOYA LE TIG
de&1otnTeg Ko TIc mTpoodokieg kabe maiktn. To 70% TV cuopueteydvimv Pprkay T SVoKOAD TOV ToLVISIOD
KaTdAAAN, evd 10 30% eféppacav avtiBetn dmoyn. Avti n dwipeon eivar tumikn og moyvidio TOL
TEPLAUPAVOLV SLAPOPETIKA EMITEDD TPOKANONG, Kabdg Kabe maiktng £xel dapopetikn aicbnon dvokoiog kot
wavotntec. Evdeyouévmg, o mo éumeipotl maikteg va fprikay to moryvidl e0kolo, evd ot Aydtepo e£oikelmpévol
va to Bprxay vrepfoiikd dvokoro. To 40% tov maiktdv Bedpnoay Tig TioTEG TOAD S100KESACTIKES, EV® TO 25%
TIG YoPpakTNPLoE EEPETIKA SLOOKESUOTIKES. AVTO gival £va OeTiKd amoTéAET L0 TTOV JElYVEL OTL O TOTEG, AP TIC
TPOKANGELC TOVG, NTAY KUAG GYESIOCUEVEG KO TPOGEPEPAV EVYAPIGTNOT GTOVE TEPLGGATEPOVS TOiKTES. Q26TOGO,
N Tapovcio evog HKpoD Tocootov (5%) mov Ppnke Tig mioteg KaBOAov Sl0oKed0oTIKEG delYVEL OTL UTOPEL val
vapyovv onpeio mov yperdlovrar Pertioon. Iepimov 55% tov mokT®V avépepav 4Tl fprKav KATolo onueio 1
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UNYOVIcHd S0OKOAO 1] EKVEVPLOTIKO, HE TO VIOAOWTO 45% Vo Unv avTIUETOTIoE Wnitepeg duokoAiec. AvTi M
KOTOVOUR €lval avapeVOpEVT, Kabmg Kabe maiktng £xel dpopeTikec de&lOTNTES KOl TPOTIUNGELS MG TPOG TN
dwxeiplon pnyoviopmv. Xoyxvd oe malyvidie tomov platformer, n dvokolio oe cuvykekpuéva onpeio givor
avamoOPeVKTn, Kabmdg amotedel pépog tng doung tov &idovg. To 65% twv cvuuetexdviov Bedpnoe v
aAnienidopacm pe Tovg xOpotc dikan kot ilwoppornuévn, eved 10 35% Pprke ta oToryeio VTE LN IKAVOTONTIKA.
Avtd to amotehéopaTo Ogiyvouv OTL, yeViKd, ol TaikTteg évimoav OTL 1 duokoAin tv gxfpdv MTav KaAd
puOopévn, Tapodro mov vpyav Tepfdpla Pertimong yio va emitevybel peyadvtepn wwoppomio petad TtV
emmédv dvokoriag Tav exfpmv. To 75% tov moktdv Bewpel 011 T0 cOOTNUA ETAVEKKIVNONG NTAV dTKOO KOt
o®OTA TOTODETNEVO, KATL TTOVL Ogiyvel OTL Ol TOUKTEG KTIUNCOV TNV TOMoBETNoN onueiov emovekkKivnong pe
TETOOV TPOTO DGTE Vo PUnv KoB1oTovV 10 TTayvidl vrepPoikd duckoro 1 amoBappvvikd. Ta ypaeud Kot o
oxedaopog Tmv emmedmv Eafav o amd g VynAdTepes Babporoyiec, pe to 45% va ta yapaxtnpilet Kodd kot
70 35% e&aupetikd. Avtd o amoteAEcaTa Ogiyvouy OTL 1 OTTIKN GTEIKOVION KoL 1] SO TOV EXUTESDY NTOV £V
amd To mo duvotd onpeio Tov Toryvidlov. To 80% twv muktdv dMiwcav 6t Ba TpdTEvaY To Ta Vil oe dALOVG,
YEYOVOG OV amoTeAEl Evav 1oyvpd deliktn emtuyiog yuo To ouyvidl. To yeyovog 6t to 20% dev Ba to mpoTEIVE
VTOIMADVEL OTL VAGAPYOVV KATOIEG AOVVAUIEG TOL EVOEYXOUEVMG YPELALOVTAL TPOGOYN GE UEALOVTIKEC PEATIDOELC.
Ta amoteAéopata Tov gpmTnraToA0Yiov delyvouy OTL TO IOy vidL TV KaTd KOPLo AOYO EMITUYES, TPOGPEPOVTOS
Jio S10oKEDUOTIKY KOl TPOKANTIKY epmelpio. 6Tovg maikteg. H opaAr Kotavoun Tov anaviineemy Kot n vrapén
LG GYESOOV KAVOVIKNG KOTAVOUNG TV a&loAoynoemy gival ovopevorevn yio éva motyviol mov mepthapPdvet
ToKiAo emimedo TPOKANGOTG KoL UNYOVIGUOVE TOL amattoby e€otkeimor. Ot S10popoTooELg HETAED TMV TAIKTOV
UopoHV va arod0000V GTNY TOIKIAOLOPPIO TOV EUTEPIDY TOVE KOl TOV TPOGOOKIDY TOVG amd £V Ay Vidl TOTOL
action platformer. e yevikéc ypappéc, ol maikteg Bpriiav 1o maryvidl KoAd 1GopponNUEVO KOl SIOGKEIACTIKO, OV
KOlL OPIGUEVOL UNYOVIoHOT Kat etimeda duokoriog Oa uropovcay va feltimboly nepartépm. H Betikn amodoyn tov
YPAPIK®V KO TOL GYESUCLOV EMMEd®V amOTEAEL Lo 1ovpT| fdomn Yio peddovtucég avafobdpiocetlg kot emPBefoaidvel
OTL 1 KatevBuvon NTOV KATAAANAN Y10, TV EMUTEVEN TOV GTOY®V TNG EPYAGIOG.

117



Evotnro 6m

6. Xoumepdopora

Yopnépacpo: Xyeoraopiog kot Avantoén Hoyviowwv otnv UES 1o éva 2D Action Platformer

H evaoydinon pe v avantoén mayvidiov, ewwd oty Unreal Engine 5 (UES) ypnowonowdvrog C++,
TPOGEPEPE L0 TAOVGLOL KOL CNUOVTIKT) EUmelpia. AvTo To £pyo, OV EMKEVTPMONKE ot dnuiovpyia evdg 2D action
platformer eumvevouévov omd wKhaowd moyvida, mopeiye pwo Pabdd Koatavonorn TOV AETTOUEPELDOV TOL
oYEO0G 0D Kot TNG avantuéng moyvidlov. H dadikacio mepthaufoave Ty eVEOUATOOT BOCIKOV UNYOVIGUMY
TOLVIOO0 OGS 0 TUPOPOAGLOC, TO GALE, T OAlGONGN, N avappiyNon Kot 0t GAANAETIOPACELS e TOVS gxOPOVG,
EVO TOVTOYPOVA £YIVE TPOGTADELD IGOPPOTTNGNG TNG SLOoKOAING G€ TOAAG emineda. MEGa Ao ALTY| T1 STA®ULOTIKY
€PYOCi0, TIC TPOKANCELS TOV OVIWETOTION KOl TIC YVAGCELG OV OMEKTNGO, OO OVTO TO £pY0, OEV NTAV HOVO
amopaitnreg yio v dnuovpyioa tov 2d platformer moyyvidiov, oAld cvvéBoiav emiong ce pa gvpldtepn
KOTAVONOT TV apYdV GYEOGUOD TOVIOIDV Kol TV povadikov dvvatotitov g UES kot g C++. O
OYEOLOGLOG ALY VIOIDVY EIVOL [0 TOADTAEVPT EMIGTNUN TTOV TEPIAAUPAVEL O1APOPa GTOLYEID OTMOC Ol UNYOVICUOT
oy vidloL, 1 aeNYNoN, N aonTikn kot 1 aAAnAenidpaocn tov maiktn. o v avanTuén evog emTuymuévov
TOLVIOOD, OTOITEITOL L0 IGOPPOTNIEVT] TPOCEYYIOT TTOV Vo, AapPdvel vadyn 1660 TNV TEXVIKN OGO Kol TNV
KOAMTEYVIKN TAEVPA TOV GYEOLAGLOV.

Xy mepintoon evog 2D action platformer, 0 oyedCUOC EMKEVIPAOVETOL KUPIOG GTOVG UNYAVIGLOVG
TOLVIOOL Kal oty aictnon g mpodxinong mov mapéyel o matyviol. 'Evog amd tovg xbplovg 6Td)ovg Tou
oXeOOGHOD ALTOL TOV TOLXVIOOL NTAV v emTeLYOel 1 COGT 1COPPOTIN AVAUESH OTY] SVOKOAIM Kot TN
dokédaon. Ot pnyavicpol Ommg 10 dApa, n oAicOnon kot 1 avappiynon toiyov £mpeme va givol GUEGOL Kot
KOVOTIOUTIKOL, Y®pig OU®S Vo kaB1oTovV T0 oty vidl vepPoiikd duckoro 1 bkoro. H epmelpio pov £0eiée 6t
OOO0CT ALTOV TOV PNYOVIGU®V 6€ €va 2D mepiBdiiov amattel TpooekTiky] pOHOUION TOV TAPAUETP®V YOl VO
emtevybel 1 Wavikn aicOnon yo tov maiken. [apdAinla, n aAAnAienidpacn pe Tovg gx0povg fTav Kpioun yio
Vv amdO0GT TOV EMTESOV TPOKAN GG TTOL eMBLUOVoN Vo TETLY®. O TEcoEPI TOHTOL EYOPDOV TOL GYESIAGTNKAY
v owtd 1o TOyvidt — o1 melol gxBpot, ot gxfpoi Tov TupoPorovv, ot TTAEVOL TOV EMITIOEVTOL GTOV TOIKT KOl
Ol ITTAUEVOL TTOV OTAMDS KIVOOVTOL KATOKOPLPO, — TPOGEPEPAY OLOUPOPETIKA EMITEdA TPOKANOTG KL AVAYKOGAY
TOV TOKTY] VO TPOGOPUOCEL TI| GTPOTIYIKH TOV AVAAOYQ LE TNV KOTAGTAOT. AVTd T0 oToryeio Tpocépepe Pabog
07O Ty Vidl, STNPAOVTINC TO EVAAPEPOV TOV Ttaiktn o€ kKabe eminedo. H ypnon ¢ Unreal Engine 5 ywo v
avantuén evog 2D action platformer mapovoiace pio e amd TPOKANGELS, GAAG KOl GTUOVTIKEG EVKALPIES Yol
pabnon. H UES givan yvoot yia tig e€opetikés dvvatdtnres mov napéxetl o 3D mepifdiiovta, oArd 1 xprion
™G vy 2D avamrtuén amortel (o o TPOGOPUOCUEVN TPOGEYYIoT. Mo amd TiG KOPLEC TPOKANGELS NTOV 1)
QIOTEAECLLOTIKY YPNOT TNG PLOIKNG Kot TV pnyovicpav kiviiong oe éva 2D mhaicto. H UES mpoogépet évav
W6oYLPO PLOIKO KIVNTNPA OV OUMG givorl BedtioTomompévog yio. 3D mayvidia. o v emitevén tov emBounton
Babuod eréyyov kot axpifeiag GTOVE UNYOVIGHOVEC KIvnong, XPEWCTNKE VO TPOCHPUOGTOVY TOAAEC OO TIg
TPOEMAOYEG TOV KIvTHPA. AVTO TEPLAUPAVE TNV TPOCAPHOYN TNG CUUTEPUPOPAS TOV YOPOKTNPO KOTA TO GALL,
™ SloyEipton TV cLYKPODGEWDY WE TO AVTIKEIMEVH KOl TOVG €X0polc, KabmG Kol TNV aAANAETidpacn UE TIG
EMUPAVELEG OTIG OTOIEG O TAKTNG Urmopel var avapprynOel.

‘Eva dAAo onuovtikd pabnuo Mtav n dwyeipton g omddoong tov moryvidwod. H UES eivar évag
e€apeTIKd 1YLPOS KIVNTAPOC, OALG I dlathpnor TG omddoong e VyNAA erinedo oe Eva 2D motyviol amartel
TPOCEKTIKT dlayeipion Tov mopwv. H Pektiotonoinon tov ypaeikdv Kol 1| 6ot dlayeiplon Tov assets fNtov
kployeg yio vo dtoopolotel 0Tl To oy vidl TpEXEL OPOAG, aKOU Kot OTav 0 aplOUds TOV AVTIKEWEVOV GTNV
006vn etvar vynidc. H avdmtoén pe mv C++ oy UES ftav pia sumepia mov tpocépepe Pabid Kotavonon g
Aertovpyiag Tov KvnTipa Kot TV SuvatotnTev mov mopéxel. H CH+ givar 1 kdplo yYADGoo TpoypopUaTIoHOD TG
UES ko1 mpoo@éper e€opetikn gveléion Kol EAeyY0 GTOV TPOYPOUUOTIOTY, E€MITPEmOVTIOC TN Onulovpyio
TPOGUPUOGUEVOV UNYOVICUOV Kot AOYIKNE watyvidiov. H yprion g C++ yia tnv avantuén Tov unyevicuoy Tov
ToVIO00 LoV EMETPEYE VoL £ TANPN EAEYYO O€ KAOE TTTLYN TOL TOLYVIOIOV, OO TIS KIVIGEIS TOL YOPOKTIPA
UEYPL TIG OAANAETIOPAGELG LE TOVG eYOp0oVC Kot TaL avTIKEipEVa TOL TEPPAALOVTOC. 26TOGO0, CVTO ATAITOVCE KOAN
katavonon tg doung g UES kot tov apyov mpoypoppaticpod o C++, kafdg kot v kavotnto vo
Swaxepifopan v mOALTAOKOTNTA TOV KOJIK Kabmg to €pyo e€ehocotay. Eva amd ta facikd mieovektipota
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g xpnong g C++ frav 1 duvatdtnto PeATIOTOTOINGNG TNG ATOS0GTC TOL oty vidlov. Me tnv C++, oy dvvarty
N YPOPT] KOSIKO TOL EKTEAEITAL TTO YPNYOPO. KOl €ival 0 amodoTIKOC omd 6,11 Ba pmopovce va yivel pe GAla
epyoreia mpoypappatiopov mov tpoceépel 11 UES, 6nwg 1o Blueprint. Avtd ftav wwaitepo onuavTikd yio
datnpnon tov puBUOY AVOVEDGCNG Kot TNG OUOANG AELITOVPYIOG TOV TotyvidloD, aKOUO KOl GE O OTTOLTITIKES
KOTAOTACELS, OMMG 1 JloElplon MOAL®V €xBpdV TaVTOXPOVA. XVLUTEPAGUOTIKE 1 ovamtuén evog 2D action
platformer otnv Unreal Engine 5 ypnoyomoidvrog C++ ftav pio tpdkAnon mov tpocEpepe GNUAVTIKA S1ddypoTo
YO TOV GYESGUO KO TNV ovATTLUEN Tayvidlv. O oyedlaopog €VOG TETOLOL TOYVIOOD OTTOLTEL TPOGEKTIKN
wwoppomio avhpeso otny TPOKANGN Kot T SoKEIAON, EVA 1] VAOTOINGCT TOV UNYOVIGUOV amottel AeTTouep|
YVOGT TOL EPYUAEIOL AVATTVENG KAl TOV TPOYPUUUATIOTIKOV de&lotnTmv. H gumepia avt pe didaée t onpocio
NG AEMTOUEPELNG GTO GYESGUO TOV UNYOVICUAV, TNV avarykoldtnta Yio BEATIGTOmoiNGN TG amdd0oNG Kot TV
a&lo g TPOCAPLOYNG GTLG SLVATOTNTES TOL KIVITHPO OVATTUENG.

H yprion g C++ omv UES mtpocépepe tov amapaitnto Eleyyo kot tnv eveMéia yio Tnv vAoToinon evog
oy vidlov ov dev Ba Mtav dvvatd pe dAleg peBddovc. Avtd To €pyo, av Kot (UKPO o€ KAMpaKa, amotelel Eva
OVIUTPOCOTEVTIKO TAPASELYLOL TV OEELOTNTAOV KOl TNG YVMOGTG TOV OALTOVVTOL Y10, TV OVATTLEN oL VIOIDV Kot
0étel Tic PAoelg Yo HEALOVTIKEG, TO TOAVTAOKES TPOKANGELG GTOV TOpED, TG avanTuéng matyvidioy. H Unreal
Engine 5 ko1 n C++ amodekviovtal 1oyvpd epyoireia yio TV VAOTOINGT OTOLOVINTOTE GYEJIOV, KOt 1) KATAVONOT)
KOUL 1] EUTELPIO. TOV OTOKOMGO amtd avTo TO £pYo Oo ival avekTiUNTeC oTNV LEALOVTIKY LOV TTOpEin GTOV TOUEN
NG aVAmTTLENG ALY VIOIDV.
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Hapdptnpa

Epotmpatordyro A&roroynong Mayyviorod (1: IoAd kakm, 5: Eapetikn)

1.Iog a&loroyeite ) yevikn eumelpia mwayvidiov cog; (1: [Toid kakoi, 5: E&upetikol)

e Mécog Opog: 3.8
e O maikteg yevika Pprxav To Totyvidl KaAd, pe opioévous va 1o Bempolv eEatpetikd, aldd vp&av Kot
HepKoi mwov giyav mTpofAnuata.

2.11dg oag eavniay ot unyavicuol tov moyvidtov (GAua, mopofoiicuds, oAicdnon, avappiynomn toiyov,
avappiynon okdrog); (1: Kaborov wavomomuévoc, 5: ATOAVTA IKOVOTOUIEVOS)

e Mécog Opog: 3.5
e O maikteg PpriKay TOVG UNYAVIGUOVG OTOOEKTOVC, e OPICUEVES BEATIOGELG Vol eival amapaitnTES, EWOKA
GTOV TOWEN TNG OVOPPIYNOTNG KoL TOV GAUATOG.

3.I16c0 Kavomompévor elote pe TNV TOKIAMA TV £8pdV kat To eninedo duokoiiag mov mapéyovv; (Nat/ Oyt -
Ecnyfiote)

e Méoog Opoc: 3.7
e H mowiMa tov gyfpdv kai 1 duokora BewprOnray yevikd kaAés, Le HePIKOVS TOIKTEG VA TPOTEIVOLY
TEPLOCOTEPT TOIKIALD 1] CLENUEVT TPOKANGT.

4.H dvokoiia Tov mayvidlov NTav KatdAAnAn yuo e6dg; (1: Kaboriov dwaokedaotikés, 5: TIoAd d100kedaoTIKES)
e Nou 70%
e Oy 30%

e  X0poKTNPIOTIKEG ATAVINGELS:
e "Nat, 1 Svokoria NTav akpiPmg OTwWc Enpene yio PéEva, 0VTE TOAD EVKOAT 00TE TOAD SVGKOAN."

® "Oy, To moyvidt fjrav vrepPfoirkd duckoro kot pe amofdppuve and o va cuveyicn."

5.I16c0 draokedaotikég Pprrate Tig Tpelg mioteg Tov maryvidlov; (Not / Oyt - Av var, Topakoid TePTypaYTE)

e Méoog Opoc: 3.9
o O eplocotepeg mioTteg DempNONKOV SIOCKESAGTIKEC, UE TOVG TOIKTEG VO ovaPEPOVY OTL 1] SuoKoAMa
avéPaive He IKOVOTOUTIKO TPOTO.

6.Ypye kdmoto onueio N unyavicuoc mov Ppnkate Wwitepa dvckoAo N ekveuptotikd; (Nat/ Oyt - EEnynote)
e Nou 55%
e Oy 45%

e  XopaKTNPLoTIKEG ATAVINGELS:
e "Nat, 0 Ghpo nTav d0ckolo va ereyybei, 1d1aitepa. o€ otevd onueia.”
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e "Oy1, BpKa TOVG PUNYOVIGHOVG EXYPNOTOVE KOl S10ICKEOAGTIKOVG."

7.H aAdnienidpaon pe toug £x0pod NTav dikain Kot 160ppomnuévn;
e Nau 65%
o Oy 35%

e  XopoKTNPLoTIKEG ATAVINGELS:
e "Nat, 1 oAAnAenidopacn pe Tovg gxBpovg fTav diiain Kot ol fiyeg NTaV 160PPOTNUEVES.”
e "Oyy, kamotot gxBpoi frav vePPoAKd dUVOTOL KOl 0EV UTOPOVGO VO, TOVG AVTIUETOTICM
OTOTEAECUATIKA."

8.To cuotnua TV onueiov exavekkivinong (respawn points) NTov apkeTd dikaio Kot KatdAAnia TomobeTuévo;
(Noaw/ Oyt - EEnynote)

o Nou: 75%
e Oy 25%

e  XapoKTnploTikég ATOVINGELS:
e "Nat, o onueia eravekkivnong Ntav KaAd tonobetnuéva kot dikona."
e "Oy, To onueio emavekkivnong NTov TOAD apoid Kot Pe SUGKOAELAY VO TPOY®PNoM®."

9.Ilwg Oa a&roroyoboaTe Ta YPAPIKA Kol TOV oYedaoud Tov emmédwy; (1: o kaxd, 5: E&aipetikd)

e Méoog Opog: 4.1
e  Ta ypagud Kot 0 oxedlOoHOg TV EMTESMV eKTIUNONKAY 10104TEPA, [E OPKETOVS TAUKTES VO TO BempPoV
eEOIPETIKG Y10 TOV GKOTTO TOL Ty VISL0V.

10.0a mpoteivate avtd To oy vidt og kamolov dAlov; (Nar / Oyt - EEnynorte)
e Nau 80%
e Oy 20%

e  XopaKTNPloTIKEG ATAVINGELS:
e "Na, olyovpa Ba to TpdtEva o8 GALoVG, givar ToAD drokedaoTiko!"

e "Oy, Ba ypelaotel PeEATIOCELG TPV TO TPOTEIV®."
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