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ATrayopeUeTal N avTiypa®r], atodrnkeuon Kal dlavoun TngG mTapoloag epyaciag, £ oAOKApou N
TMAMOTOG AUTAG, Yia eUTTOPIKG OKOTTO. EmTpémetal n avarumwaon, amobrikeuon Kal diavoun yia
OKOTTO JN KEPOOOKOTTIKG, EKTTAIOEUTIKNG 1] EPEUVNTIKAG @UONG, UTTO TNV TTPOUTTO0ECN VO QVOPEPETAI
N TTNyr TTPOEAEUONG Kal va BIATNPEITAI TO TTOPOV PAVUA.

O1 amméYeIg Kal Ta CUPTTEPATUATA TTOU TTEPIEXOVTAI € QUTO TO £YYPAPO EKPPACOUV OTTOKAEIOTIKA TOV
ouyypa@éa Kal dev avTITTPOCWTTEUOUV TIG £TTioNueg B€oeig Tou MavemmaoTnuiou Meipaiwg.

Q¢ ouyypagéag TG TTapoloag epyaciag dnAWvVwW TwS N TTapolca epyaaia dev ATTOTEAET TTPOIGV
AOYOKAOTTAG Kal OEV TTEPIEXEI UNIKO ATTO N avaQEPOUEVES TTNYEG.
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MepiAnyn

H mrTuxiakn epyacia agopd tnv avamruén evog open world fantasy RPG action traiyvidiou yia
UTTOAOYIOTEG, TO OTT0I0 £XEI dnuioupynBei aTnv TTAaTEOpua TNG Epic, Unreal Engine 5, pe kUpia
yAwooa Trpoypaupatiopgol Ty C++. To Traixvidl xapaktnpideral atréd évav avoixTé KOOHO TTou
TIPOCPEPEI OTOUG TTAIKTEG EAEUBEPia £€epelivnaong Kal AAANAETTIOpaong e 1o TTepIB&AAov, £xBpoug
kal NPCs. Méow Tng Unreal Engine 5, agiotrolouvtal oUyXpoveG TEXVOAOYIES YPAPIKWY, OTTWG N
Lumen yia duvapiké ewtiopd kai n Nanite yia BeATIOTOTTOINWEVN OTTEIKOVION AETTTOUEPUOV
QVTIKEIMEVWV, WOTE VA OTTOdIOETAI £VA EVTUTTIWOIOKO KAl PEANICTIKO OTITIKO atToTéAsopa. To
ouoTnPa Paxng Tou Traixvidiol ouvOuddel unxaviououg real-time dpdong, HE EUQACn OTNV TAKTIK
TTPOCEYYION eV TTAPAANAa TTapéxeTal éva ouoTnua €¢EAIENG. To oevapio Tou TTaiXVIdIoU
TOTTOBETEITAI O€ Evav QAVTACTIKO KOOHO UE TTAOUCIO lore, OTTOU OI TTAIKTEG EUTTAEKOVTAI O€ ETTIKEG
MAXEG Kal HUBOAOYIKEG QYN OEIG.

H C++ xpnoigoTtroigital yia Tnv avaTtugn Tng BAcikng AOYIKAG Kal TNG TEXVNTHGS vonuoouvng Twv
eXBpwv, evw aglotrololvTal Kal Ta evowpatwuéva epyaleia scripting Tng Unreal Engine 5 yia tnv
uAoTroinon S1adpaCTIKWY CUCTNUATWY KAl NXAVIOUWY.

Abstract

The thesis is about the development of an open world fantasy RPG action game for computers,
which has been created on Epic's platform, Unreal Engine 5, with C++ as the main programming
language. The game is characterized by an open world that offers players freedom to explore and
interact with the environment, enemies and NPCs. Through Unreal Engine 5, state-of-the-art
graphics technologies such as Lumen for dynamic lighting and Nanite for optimized rendering of
detailed objects are utilized to deliver an impressive and realistic visual effect. The game's combat
system combines real-time action mechanics with an emphasis on a tactical approach while
providing a progression system. The game's scenario is set in a fantasy world with a rich lore,
where players engage in epic battles and mythological narratives.

C++ is used to develop the basic logic and artificial intelligence of the enemies, while Unreal
Engine 5's built-in scripting tools are also utilized to implement interactive systems and mechanics
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Eicaywyn

H ouvexng mpéodog aTov Topéa TNG TEXVOAOYIag AoyIoIKOU Kal N augnon TNG TTOAUTTAOKOTNTAG TWV
TTPOYPANMATWY dnuioupyolv TNV avaykn yia vEES HEBOBOAOYIEG Kal TTPOCEYYIOEIG TNV avATITUEN
eQapuoywyv. H yAdwooa mrpoypappatiopol C++ ava@EpeTal CUXVA WG PIO QVTIKEINEVOOTPEPRS YAWTOoA
oxedlaopou uwnAng atrédoong, evw TTapdAAnAa divel Tn duvaTdTNTA VO CUUMETEXEI O€ XAUNAOU
EMITTEDOU XEIPIOPS TwV TTOPWV TOU CUCTAPATOS To KUPIO XAPAKTNPIOTIKO TNG YAWOOAG €ival n EUEAIKTN
oUvVTagA TNG, Kal BAETTEI EKTETAPEVN XPAON OTOV AVTAYWVIOTIKO TTPOYPANUATIONS atrd TNV avAaTmTuén
AOYIOUIKOU CUCTANATOG £WG TNV AVATITUEN TTAIXVIBIWY, TIPAYUA TTOU GNAivel OTI UTTOPEITE VA YPAWETE
KWOIKa TTOAU uynAAG ammédoong kal va AUoETE TTOAU BUOKOAQ TTPOPBARUATA.

270 TTACiCIO QUTO, TO TTAPOV project aToxeUEl TNV AVATITUEN KAl TTOPOUCTIOON CUYKEKPIKEV WV
EQPAPHOYWYV TTOU avadeikvuouyv TIG duvaTdtnteg TNG C++ ag did@opoug Toueig. AKOAoUBWVTAG Jia
ouoTnuaTikh peBodoAoyia, avahliovTtal kal oXedIAdovTal TTPOYPAUUATA TTOU QVTILETWTTICOUV
TPOKAACEIG OTTWG N eTTeEepyacia dedopévwy, N alyopiBuIKA eTTiAucn TTPOBANUATWY Kal N
BeATioToTrOiNON UTTOAOYIOTIKWYV dIEPYATIWY. Ta TUEPOUG TUAUATA TOU project KAAUTIToUV
OIAPOPETIKEG TITUXEG TNG AVATITUENG AOYIOHIKOU, UE OTOXO VO TIPOCQPEPOUV [Ia OAOKANPWHEVN
KaTavonaon TnG A&IToupyiag TNG YAWO OGS KAl TwV dUVATOTATWY TTOU TTPOCPEPEI.

H mmpoacéyyion mou akoAouBeital BagieTal aTn oTAdIOKK QVATITUEN KAl TNV EUTTEPIOTATWHEVN HEAETN
OIAPOPETIKWV TEXVIKWY TTOU OXETICovTal he TN dlaxeipion dedopévwy, TNV aAyopIBuIKr TTOAUTTAOKOTNTO
Kal TNV aTTOTEAECUATIKI XPAON Twv SI0BECINWY TTOPWYV. Ta ATTOTEAECUATA TWV EQAPHOYWV
TTapousIdadovTal avaAUTIKA, aTTodeIkvUovTag TNV agia Tng C++ wg epyalcio yia Tnv avarTuén
a1roOTIKWVY Kal agIOTTIoTWY AUCEWV G€ TTPOBARUATA TTOU ATTAITOUV AETTTOUEPH TTPOYPAUUATIONO Kl
aKpIBA EAEYXO TWV AEITOUPYIWV TOU CUCTHHATOG.

To project autd dev TrepiopifeTal JGVO oTNV ATTAA TTapouadiacn Twv duvaToThTwy TG C++, aAAd
EMIXEIPE va emOEigel TN XpNOINOTATA TNG KAl TNV EUPUTEPN EQAPUOYH TNG OE TTPAYMATIKG oevépia. H
TEKUNPIWPEVN avAAUG TWV ETTINEPOUG AEITOUPYIWY, N TTAPOUCIaan TwWV OAYOPIBUIKWY TTPOCEYYITEWY
Kal N oudATnon Twv atroteAeoudTwy cuuBaAlouv otn BaBuTepn KATavONon TwV TTAEOVEKTNUATWY TTOU
TIPOCPEPEI N GUYKEKPIMEVN YAWOTA TTPOYPANMATIONOU O€ éva eUpU QACHA EQAPHUOYWV.

Avarmntuén RPG Edappoyng C++ otnv Unreal Engine 5 7
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1. NMpooxediaouog

1.1Eido¢ game Kal mEPIEXOHEVU

‘Evag ouvouao oG TEXVIKWV Kal KAANITEXVIKWV EKTIMACEWY TTOU AVTOTTOKPIVOVTAV GTOUG OTOXOUG Kal
TIG ATTAITAOEIG TOU project 0dAynoe oTnv €mmAoyrA TNg C++ wg YAwooag TTpoypauuatiopou, Tng Unreal
Engine 5 wg pnxavig avamTugng kai Tou gidoug RPG dpdong yia 1o tTaixvidl. O1 kupidtepol Adyol yia
TOUG oTToioug Xpnotpotrolgital n C++ aTnv avdamTuén TraixviSIwy gival ol YpAYopeS MOACEIG TNG Kal N
TIPOCAPHOCTIKOTNTA TNG O€ TTOPOoUG XaunAou emrédou. H C++ givail n kaAUTepn €1mAoOyA yia Tn
onuioupyia TTaxvISIWV PE TTOAUTTAOKA YPO@IKA Kal TTEPITTAOKEG ladikaaieg, OTTwWG n atrdédoaon o€
TTPAYHATIKO XPOVO Kal N TEXVNTH vonuoouvn, eTeIdn Trapéxel TpdaBacn oTn UWAKN Kal OTIG OOUES
Oedopévwv Pe TPOTTO TTOU BIEUKOAUVEI TNV ATTOTEAEOUATIKY SIAXEIPION TWV TTOPWY TOU CUCTIUATOG.

EmmAéov, n C++ kai n unxavr) Unreal Engine cuvepyadovTal Ayoya, KaBIoTwvTag atrAf Thv
evowNAaTwon KwoIka atreudeiag oTn unxavn Tou TTaixvidiou Kai 8ivovTag oag TTANpN EAEyx0o Tou
TPOTTOU A€ITOUpYiag Tou, evw TTAapAAANAa BeATiwvouy TIG emdOoeIg. AuTo eyyudTal 0TI TO TTaXVidl
MTTOPEI va XEIPIOTET ypriyopa Kal aTTOTEAETUATIKA TIG AVAYKES £VOG avoIXTOU TTEPIBAAAOVTOG.

‘Eva a1ré Ta Mo 1I0XUPd Kal TTpocapudciua CUCTANATA TTapaywyng maixvidiwy cival n Unreal Engine
5. O1 Texvohoyieg TG, 6TTwG 10 Lumen yia peaNioTIKO duvapiké @wTioud kal To Nanite yia BeATiwpévn
atrdd00N AETTTOUEPWYV YPAPIKWY, Eival IBAVIKES yIa TN dnuIoupyia evOg avoiXTou TTEPIBAAAOVTOG [E
mAouaoIa ypagikd. EmirAéov, n Unreal Engine 5 Trpoo@épel e€eAiyuéveg duvaTtdTnTEG yIa TO OXEDIAO O
XOPOKTAPWYV Kal TTEPIBAAAOVTOG TTOU ATTEAEUBEPWIVOUV TOUG TTOPOUG TOU CUCTHNATOG, WOTE Ol
TTPOYPAMMATIOTEG VO UTTOPOUV VA ONUIOUPYACOUY EKTETAPEVA, DIAdPAaTIKA TTEPIBAAAOVTA.

EtreidA n unxavn d1ab£Tel evowpatwuévn uttooTAPIEN yia C++, o1 TIPOYPAPPOTIOTEG UTTOPOUV Va
aglotroinoouv TTAfPwWG Ta epyaAcia TTou £xouv 0Tn dIABECT TOug Kal va EAEyXOUV aTTEUBEIaG TN
A€IToupyIKOTATA TNG PNXavg, divovTdag Toug TTARPN €AeyX0 Tou TTaixvidiou.

AT6 Tnv GAAN TTAEUpd, N eUGCN Kail N KAipaka Tou €idoug RPG dpdong 10 kaBioTolv pia dnuo@IAR
ETTIAOYA YIQ TNV EUTTEIPIA TOU TTAIKTN. AUTOU Tou €idoug Ta Traixvidia diakpivovTtal atrd £va TTAoUaIOo Kal
OUVAPTTACoTIKO TTEPIBAAAOV TTOU ETTITPETTEI GTOUG XPOTEG Va £€epeUVOUV eAeUBEPQ, va aAANAETTIOpPOUV
ME BIaPOPETIKOUG XOPOAKTHPES Kal va AAUBAVOUV PUEPOG O CUVAPTIACTIKEG UAXEG.

O avoixT16¢ oxedlaouog evog RPG emTpETTEl EUEAIKTO KAl OTPATNYIKO TTAIXVidI, TIPOGQEPOVTAG OTOUG
TTaiKTEG TN duVaATOTNTA Va TTPoaeyyidouv Ta TTPORANMATA Pe TTOAAATTAOUG TpdTTOUG. H £ugacn otnv
e€epelivnon, TRV a@riynon 10Topiwv Kal TRV aAAnAeTTidpacn pe Tov k6ouo kabioTd 1o TTapddeiyua
opdaong Twv RPG TéAgi0 akdun kail o€ auto To project xwpig auoTnua eEEAIENG XAPAKTHPa i
avTikelyévwv. EmmAéov, 10 €idog RPG cuvuTidpxel pe oToIxEIa avoiXTou KOOUOU, ETTITPETTOVTAG ThV
avamTtuén evog {wvtavou TrepiBAAAovVTOG.

Avarmntuén RPG Edappoyng C++ otnv Unreal Engine 5 8
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1.2 TexvolAoyieg AvanTugng

1.2.1 Rider
MNa TV avaTTugn Tou KWAIKA XpnoluoTroIfénke 1o TTpdypauua Rider Tng
JetBrains, 10 otroio cuvepydletal atroteAeopatikd pe Tnv Unreal Engine 5,
TTapEXovVTaG éva TTEPIBAAAOV TTOU eVIOXUEI TNV TTAPAYWYIKOTNTA KAl TNV
a1rodOTIKOTNTA KATA TV QVATITUEN EQAPUOYWY Kal TTaixvidiwy. H
AeiToupyia Live Coding a&lotoiABnkKe yia va TTITPETTETAI N AUECN
ETTAVEYYPAPN KAl EKTEAEON TOU KWOIKA XWpPIG TNV avAykn TTARPOUG
ETTAVEKKIVNONG TOU TTPOYPANUATOG, SIEUKOAUVOVTAG £TO1 TN Sladikaagia
OOKIPWV Kal ETTIAUCEWY OQAAPdTWY O¢ TTpayuaTikO Xpovo. EmitTAéov,
XPNOoIUOTTOINBNKE Eva apyxeio header, TO OTTOIO TTEPIEXEI OPICKEVA MACros
yla Thv atTAoTroinon Twv diadikaciwy debugging.

Eival onpavTiké va onueiwBei Twg o kwdikag C++, TTou UAOTTOIEI OAEG TIG
AeIToupyieg €xel avaTTuyBei €€ OAOKArpoU atrd TNV apxr] Kal OV TTPOEPXETAI
atré KATToI0 £TOIMO asset pack Tou unreal marketplace.

Iltems

Kouolafelog XapaAapumog

v [ Wukong - 1,658 projects
v ;2 Wukong
v [ Plugins
~ [ Developer

- [ RiderLink
v [ Source
> 200}
RiderBlueprint
RiderGameControl
RiderLC
RiderLink
RiderLogging
RiderShaderinfo
> [ Resources
RiderLink.uplugin
v [3 Source
Wukong
> A Dependencies
v (3 Private
> [ Components
> [3JEnemy
> I HUD
O Items
Combatant.cpp
EnemyVol2.cpp
MainCharacterinterface.cpp
NotifyStateRightWeapon.cpp
WukongAniminstance.cpp
WukongCharacter.cpp
[ Public
> [ Components
> 3 Enemy
> I HUD
> O Items
CharacterTypes.h
Combatant.h
EnemyVol2.h
MainCharacterinterface.h
NotifyStateRightWeapon.h
WukongAniminstance.h
WukongCharacter.h
MyGameModeBase.cpp
MyGameModeBase.h
Wukong.cpp
Wukong.h

Eikéva 1. KAdoeig C++

Eikéva 2. KAdoeig C++ Files oto Game Engine
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2. AvanrTuén Tou XapakKTRPda TOU TTAiKTN

Eikéva 3. Wukong Files oto Game Engine

2.1 AWukongCharacter Class

To apxiTekToviKO poTio TTou xpnoiyotroisital otov AWukongCharacter gival Baoiouévo o€ KATToIEG
apx€G oxedlaaUoU Kal TIPOYPAUMATIOTIKWY WOTIBWwY TTOU uvavTwvTal cuxva o€ Traixvidia kai €181k o€
auTd TTou xpnaoiyotroiolv Tnv Unreal Engine kai T C++.

H AWukongCharacter kAnpovopei ammé Tnv ACharacter n omoia mrapéxerai ammoé tnv Unreal Engine kai
auTA €ival n KAGon 1Tou EUTTNPETEN OAES TIG BACIKEG AVAYKES TWV XAPAKTAPWY O€ KABE TTaIxVidl 6Gov
agopd TNV Kivnan, Tn QUOIKA Kal TIG OXETIKEG aAANAeTIOpATElS. Me auTdv Tov TPATTO O XAPAKTAPAS
QTTOKTA OAEG TIG TTPOUTTAPXOUCEG, OXEDIAOUEVEG KAl avaTITUyHEVEG €TTIAOYEG TNG Unreal Engine.
EmmAéov, ulotroiei o IMainCharacterinterface.

2.1.1 AntapiOpion AuvaroTATWV
e Kivnon 1pog Ta euTTpdS Kal Ticw - MoveForward()
e Kivnon mpog Ta 8e€1a kai apiotepd - MoveRight()
o [epioTpoen — TurnRate()
o  MeTardmon omTIKAG ywviag Tpog Ta TTdvw Kai kaTw - LookUpRate()
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e AApa - Jump() kai StopJumping()

o Baoikn emiBeon (Main Attack) - MainAttack(),
ME UTTOoTAPIEN YIa combo emmBéoElg

e EmiBeon pe dApa (Air Attack)

Eikéva 4. Action & Axis Mappings

Eival onpavTikéva ava@epBei TTwg, yia va JTTopéael 0 TIAiKTNG va XeIpioTei Tov xapaktipa Wukong
MEoW Twv 1060wV (inputs) Tou, gival atrapaiTnTo va opiaTei To kKatdAAnAo GameMode, 10 oTTo0io
mpétel va gival TUttou Character. To GameModekaBopilel Toug Kavaveg Kal Tn AOYIKK) Tou TTaixvIdiou,
OUPTTEPIAGUBAVOUEVOU TOU TTOIOG XOPOKTHPAG Ba eAEyXETal ATTO TOV TTAIKTN KAl TTWG Ba yiveTal autég o
£Aeyxog.

‘ET01 woTe va uttoaTnpifovTal oI AEIToupyieg TTou OXETICOVTaI PE TNV Kivnon Kai TIG EVEPYEIEG TOU
XOPOKTAPA, OTTWG TO TPEEIUO, TO GAMA Kal OI JOXNTIKEG IKAVOTNTEG TTOoU KaBopilovTtal péoa oTnv
kAdon AWukongCharacter. O owoTtdg opioudg Tou Player Controller ato GameMode emTpéTTel T
METAQPOCN TWV EVTONWLV TOU TTQIKTN O€ EVEPYEIEG TOU XOPOKTIPA EVTOS TOU TTaiXVIdIoU. Xwpig Tov
KaT@dAAnAo TuTTo GameMode, dev Ba ptmopolce va kabBopioTei To TS 0 Wukong avtatrokpiveTal oTa
inputs Tou TTaikTN, KA&TI TTOU Ba EUTTOBICE TN CWOTA AEITOUPYia TOU TTaIXVIdIoU.

2.1.2 Kivnon ka1 MepioTpopn oTov Xwpo
To oUoTnua Kivhong Tou XapaKTAPa TTou evowpatwveTal otnv kAdon AWukongCharacter, éva amé 1a
XOPOKTNPIOTIKA TOU TTaIXvIOIoU, eival OXEDIOOUEVO E TETOIO TPOTTO WAOTE VA AVTATTIOKPIVETAI APKETA
OTIG €I0000UG TOU TTAIKTN KAl £€TC1 VO TTOPEXEI EEOTOPIKEUPEVO TTaIXvidl. AUTO, KaT' apxdg, TTEPIAaUBAVEI
TNV Kivnon TTpOg Ta EUTTPOG KAl TTPOG Ta THow, N oTroia yiveral o€ yeyadAo Babud e Tn péBodo
MoveForward(). Me autév Tov TpATT0, UTTAPXEI ICOPPOTTIA TNG £0TIAONG TG KAPEPOG KOI TNG
KaTeUBuvong evog XapakTrpa.

O xapakTtrpag eoTiadel o€ pia kabopiopévn kKateuBuvaon Kai KiveiTal péoa ) é§w atrd Tov agova Tng
Kapepag. Katd cuvETTela, auto QEpVEl TTEPICOOTEPN BorBeia oTnv KwAIKOTToINoN, KABWg o1 TTAIKTEG
MTTOPOUV VA PETAKIVOUV TOUG XOPOKTHPES TOUG TTPOG TO OTOXO 1 HOKPIA atrd auTdv, OTTWG ATTAITEITAl,
EVW) O XOPOKTAPOG TTOPAUEVEI OTO OWOTO AOVa Kal TNV TTPOOTITIKA TOU TTaixvidiou.

H péBodog MoveRight() xpnoipotroigital €Triong yia Tnv eKTEAEOT TTAEUPIKNG Kivnong, n oTroia givai
TTOAU ONPOVTIKA 000 Kal oI KIVACEIG TTIPOG TA EUTTPOG KAl TTPOG TA TTIoW. AUTO divel OTOV XOPOKTHPA TN
duvardtnTta va KiveiTal TTAdyia dieupUvovTag TO TTESIO TwV KIVHOEWY OTO OPICOVTIO ETTITTEDO.
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EmimAéov, n TTEPICTPOPT) TOU XaPAKTAPA EAEyXETaI HEOw TG PeBGdou TurnRate(), n otmoia gival TTOAU
onPavTiKA KaBwg gival éva atré Ta JEOA VIO VO «UTTAKOUOUV» 01 XOPOKTAPES OTIG EVTOAEG TOU TTAIKTN.

AuTr n péBodog kabIoTd duvaTr Tn OTPOPH TWV XAPAKTAPWY PE BAon évav KaBopiouévo pubud TTou
ETTITPETTEI OTOUG XOPOAKTHPEG VA OTPEPOVTAI TTPOG TNV Kivnon Tou TraikTn OTtav n katelBuvon Tng
Kivnong ival €€ OAOKAPOU OXETIKH PE TOUG OTOXOUG, yyudaTal OTI O XAPAKTPOG UTTOPE VO OTPEPETAI
TTPOG TO OTOXO, VA ATTOPEUYEl T EPTTODIA KAl VA aTTOKPOUEl TOUG £XBpoUG OTav dEXETAI ETTIBEDON.
E@ooov o taiktng gival og Béon va dlaxeipioTel TTOCO ypriyopa Kal TTpog Trola KateuBuvon Ba
OTPEQPETAI O XAPAKTAPAG, Ba ATAV EUKOAO VA QVTIMETWTTIOTOUV aKOUN KAl TA TTIO TTEPITTAOKA yEyovoTa
TTOU CUMBaivouv GTo TTaIXVidl.

2.1.3 AsitoupyikéTnTa EmOécewv
H pébodog SetupPlayerlnputComponent XpnoIPOTTOIEITAI IO VA EVWOEI TIG EVEPYEIEG TOU TTAIKTN UE TA
TAAKTPA €10600u. Méoa atd autr) Tn PEBodO, opilovTtal Ta TTANKTPA YIa TRV €TTiBEON, TNV duuva, Tnv
aAayr OTTAwV f AAAeG evépyeleg, ol otroieg kaBopilovTtal oTo InputComponent. Autr n diadikaoia
ETMTPETTEI GTOV TTAIKTN va AAANAETTIOPA E TOV XAPAKTAPA PECW Twv controls TTou éxouv UAoTToINBEi
OTO TTAIXVidl.

H péBodog Attack avaAapBavel Tnv évapén piag €mmiBeong, kaBopifovtag TToia animation Kal TTola OTTAa
Ba xpnaoiyotroinBouv. Katd 1n didpkeia autAg TG peBGdou, uttopei va eAeyxOei n katdoTaon Tou
XOPOKTAPA, OTTWG TO av gival AdN o€ €TTIBECN, WOTE va atToQeUyovTal SITTAEG EVEPYOTTOINCEIG TNG
€TTiBeONG.

H evepyotroinon Tou collision yia 1o 61mAo a1o "WukongCharacter" uAotroigital péow evog notifies
(UNotifyStateRightWeapon) pyéca atmé 1o animation Tou XapakTrpa. ZTnv apxr Tou animation, KaAeiTal
n péBodog NotifyBegin, n otoia evepyoTroiei To collision Tou dmAou. H péBodog auth eAEyxel av

10 MeshComp kai 0 1I810KTATNG TOu gival £YKUPOI Kal aTn ouvEéxela, Xpnoigotrolei Tn uébodo Cast yia va
Bpel Tov xapakTtrpa Tou Wukong, 0 01moiog €ival utreUBuvog yia 1o 61TA0. Edv 0 xapakTtrpag Bpebei,
KaAeital n péBodog ActivateRightWeapon 1rou Bpioketal atnv kKAdan AWukongCharacter. AutA n
MEBOSOG evepyoTrolei TO collision Tou OTTAOU, ETTITPETTOVTAG £TCI OTO OTTAO VA AVIXVEUEI TUYKPOUCTEIG
Movo katd Tn didpkela Tng emiBeong. Katd tn ARgn Tou animation, n

pEBodog NotifyEnd xpnoiuotrolgital yia va atrevepyotroirjoel 1o collision péow TnG avtioToixng
peBOSou DeactivateRightWeapon, mou etravagépel 1o collision o€ "NoCollision" katdoTtaon. Autd
d1ac@aAiel 6T TO OTTAO eV aviIXVEUEl CUYKPOUTEIG OTAV OEV XPNTIMOTIOIEITAI, JEIVOVTAG ETCI TUXOV
avemmuunTeg emMOPACEIC.
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2.2 Blueprint Tou Main Character

® BP_WukongCharacter (Self) Transform

Editin C++

Editin C++

Edit in C++

GRAPHS

Animation

% EventGraph

FUNCTIONS

MACROS

VARIABLES
Components

EVENT DISPATCHERS

Compiler Results x

Eikéva 5. Wukong Blueprint; Viewport

2.2.1 Components
Capsule Component: Collision Cylinder

[EWPETPIKO OXNMQ TTOU TTEPIYPAPEI MIA TTEPIOXT) OTNV OTTOId O KOGHOG TOU TTalxVIOIoU dnuIoupyei
onueia ouykpouaong. Qg yevikog kavovag, eival auviBws KUAIVOPIKO Kal GuvABWS XpnNOIUOTTIOIEITAl VIO
va uTTayopeUel TToU cuuPBaivouv ol CUYKPOUCOEIG JE GAAEG ETTIQAVEIEG | avTIKEiyeva. Eival KaAd yia Tov
TTPOCBIOPICUO TWV ATTOTUXIWY AAANAETTIOpaoNG av £vag XapaKTAPAG i KATTOIO VTIKEINEVO BEAEI va
aAANAeIOpdoel he TO TTEPIBAAAOV TOU.

Spring Arm Component: Spring Arm

Oa cuvdioel TNV KAPEPD UE Evav XapakTrpa Kal Ba dnuioupynaoel évav «EAAoTIKO» deoUO TTou Ba Toug
KpaTa o€ 0Tabepr| amméoTaon PeTagu Tous. Autd Ba BonBriocl WOTE N KAUEPA VA UNV «KOAAGEI» KATI
GAAO KaI VO €XOUHE IO TTIO EUXAPIOTN EUTTEIPIO OTAV O XAPAKTHPAG PAG KIVEITAI.

Flollow Camera Component: Camera Component

To avTikeipevo TTou diaxelpiCeTal TI Eival opaTO OTOV TTAIKTN OTOV KOOHO TOU TraiXvIdiou. Kartaypdgel Kal
EUQaviCel TN OKNVI OTTO TNV OTITIKY YWVid TOU XOPOKTHPA A ATTO OTTOI0dNTTIOTE CUYKEKPIUEVN
TommoBeaia. Eivar duvartd va 10 aANGEETE WOTE va PTTOPEITE va BAETTETE T OTOIXEIQ UTTO SIOPOPETIKEG
ywvieg B€aong kal va TpooBéoeTte @€ OTTwg T0 depth of field.
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Mesh: Character Mesh

EmTpétel TRV opaAn Kivnon TnG KAPEPAG 0€ OXEON HE TIG KIVAOEIG TOU XapakTApA. Zuvdéel Tnv Kauepa
Me évav nBotrold, TTpdyua TTou onuaivel 6Tl N CUYKEKPIPEVN KAPEPA Ba BpiokeTal TTAVTA O€ PIa
KaBopiopévn amdoTacn atrd ToV CUYKEKPIMEVO NBoTTO16. AuTS BonBd oTnv atToQuyr| Tou
KKOANAPATOG» TNG KAPEPAG 0€ GAAO AAANAETTIOPWHEV QVTIKEIMEVA TTOU BpioKovTal TTIO KOVTd, YEYOVOG
TTOU TTPOKOAEI pia AiyOTEPO OPOAR euTTEIpia BEAONG KATA TN PETAKIVNON EVOG XAPAKTAPA OTOV KOGHO
TOU TTaIXVIIOU.

Right Weapon Coallision: Collision Box

Mia atTAf YEWMETPIKA TTEPIOXT] TTOU XPNOIUOTIOIEITAI VIO TNV avixveuan oUykpouons. EugavideTal wg
£€va opBoywvio TTAQiCIO XPrOIKOo YIa ToV KOBOoPIGPO TNG TTEPIOXNG TTOU UTTOPET va odnyroel o€
OUYKPOUOEIG Je AAAG avTIKEIPEVA OTO TTaIX Vil XPAOIYO yIa TTEPIOXEG TTOU TTPETTEI VA BlaxelIpidovTal TNV
€i0000/£€£000 XOPAKTAPWV A GAAWVY QVTIKEINEVWV.

Field System: Scene Component

O¢epehiwdng TUTTOG component aTov otToio Ba ToTToBeTNBOUV OGAa Ta GAAa OToIXEIO TNG OKNVAG. AUTO
OIEUKOAUVEI TNV TOTTOBETNON KAl TOV TTPOCAVOTONO UG BIOQOPETIKWY CUCTATIKWY, TNV OpYAvwWan Kal
TNV 1IEpdpxnon piag BIBAIOBAKNG PE KATAOTOGON YIA TOV TTPOYPANMATIOTH.

Arrow Component: Arrow

Eival pia otrmikn évoeign, n otmoia Seixvel KUpiwg TTPOG €va AVTIKEIPMEVO A pIa Kivnon. XpAaiyo yia 1o
KOMMATI TNG QvATITUENG, OTTOU N OTTTIKOTTOINGN TOU TTPOCAVATOANIGOU TOU CUGTATIKOU KaBIoTd TTIo
&ekdBapn TN diapdpPwaon Kabwg Kal EUKOAN TNV Katavonaon Tou TTwg Ba @aivetal n didTagn Tou
TTaixvidiou.

2.2.2 Field System

© BP_F

Eikéva 6. Field System Blueprint; Event Graph: Field System Aoyikn
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Weapon Slash FX

Eikéva 7. Wukong Blueprint; Event Graph: Field System Aoyikn

270 ouykekpipévo Field System TTou éxel dnuioupynOei, To €€ trail eppavifeTal TTAvw OTO OTTAO TOU
XOPOKTAPa O0Tav ekTeAEiTal pia €TTiBean. H 6An diadikagia ekiva atrd 1o Blueprint Tou xapakThpa,
étmou 10 event Create Fields evepyotroigitar étav Eekiva n emmiBeon. Auto 1o event KaTeuBuveTal TTPOG
10 Add Transient Field, oto otoio Trepvd €va reference atd 1o Field System. To Add Transient

Field eival utrelBuvo yia Tn dnuioupyia evég TTpocwpivou TTediou, To OTToio BIaPKEI yia Aiyo Xpovo Kal
XPNOIUOTTOIEITAI YIa TNV aTTOS0CT TOU OTITIKOU £QE TTOU AKOAOUBEI TO OTTAO KaTd TN SIAPKEIQ TNG
€TTiBeONG.

21n ouvéxela, 1o Add Transient Field cuvdéetal pe 1o Set Radial Falloff, To otmoio eAéyxel Tov TpOTTO UE
TOV OTTOIO N €TidpPACN Tou TTESIOU PEIWVETAI OO0 ATTOUAKPUVETAI aTTd TO KEVTPO Tou. H Radial

Falloff Aeitoupyei wg pUBuIon TTou KaBopilel TNV KAIHAKWON Tou £QE avaAoya e TNy atrdéoTaon atmod 10
onueio TpoéAeuang. Auti n diadikaaia eaa@alilel 0T To eQE ep@avieTal Pe TTIO £VTovn €TTIOPACN
KovTé& aTo OTTAO KaI £€00Bevei 600 atropakpUveTal aTrd auTo.

MeTtd atré auTA Tn pUBUIoN, n diadikacia eTTavaAaupaveral e Eva deltepo Add Transient Field, 6trou
auTr) TN @opd 1o node Traipvel Eva dla@opeTikd reference atrd To TTPWTO TTESIO, dNUIOUPYWVTAG £T0I
Mia aAAnAouyxia e@é. Auto 1o deuTepo Add Transient Field emTpémmel Tnv TTPocOAKN eTTITTAOV TTESIWV
o010 aUuoTnua, diac@aAiovTag 6Tl To €€ trail cuveyiCel va evnUEPWVETAI KAl va TTPOCAPUOLETal e KAOE
Kivnon Tou 6tmAou. Kai o€ autr] Tnv TTepiTrTwan, 1o Set Radial Falloff xpnoiyotroigital yia va eAéygel Tov
TPOTTO HE TOV OTTOIO PEIVETAI N EVTOON TOU EQE OE OXEDN WE TNV ATTOOTACT OTTO TO KEVTPO.

2.2.3 NPC Interaction

NPC Interaction

Eikéva 8: Wukong Blueprint; Event Graph: NPC Interaction Aoyikn

H mrapammdvw diadikacia aAAnAemidpaong pe NPC Eekiva pe 1o Input Action Interact, éva node 1o
OTT0i0 AvTIOTOIXEI OTN dPACN ToU TraikTn OTav £TTIXEIPEl va aAANAemOpdoel Ye évav XapakTrpa. OTav
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EVEPYOTTOIEITAI QUTH N evépyela, kateuBuveTal og évav For Each Loop, o otmoiog xpnoiyoTroigital yia va
ETTEEEPYAOTEI OAOUG TOUG XOPOKTHPES A AVTIKEIJEVA TTOU BpioKovTal yUpw aTTO TOV XOPAKTHPA.

O For Each Loop ouvdéetal ye 1o Get Overlapping Actors, To otroio €xel eTTIAeypévn THV KAGON Twv
NPCs. Auté onpaivel 611 To ouoTnua eE€TACEI GAOUG TOUG XOPOAKTHPES TTOU BpioKovTal O AUEDN
eyydTnTa PE TOV TTAIKTN KAl aviikouv oTnv KAdon Twv NPCs, yia va dIaTTIoTwoEel av UuTTapXouv Tlavoi
oTéX0!I yia aAnAeTTidpaon.

21n ouvéxela, k&b xapakTipag trou Ppioketal atrd 1o Get Overlapping Actors eAéyxeTal Eow

Tou Does Implement Interface, 1o otoio xpnoipotroigital yia va diatmioTwBei av o ekdoTote NPC éxel
uAotroifjo€l To atraitouuevo Interface. Edw yivetal €Aeyxog yia 10 av o ouykekpipévog NPC
utroaTnpiel Tnv aAAnAeTTidpaon péow Tou interface TTou €xel opioTei yia auTrv Tn Asitoupyia. To
atrotéAeopa autou Tou eAEyxou TTpowBeiTal o€ éva Branch, To otoio Aeitoupyei wg ouveikn. Av

10 Does Implement Interface emoTpéyel true, Té1€ onuaivel 611 o NPC utrooTtnpidel Tnv
aAANAeTTIOpOON.

‘Orav n ouvbnkn oTo Branch eival true, T101e KaAeital n cuvdaptnon Interact, n omoia givalr dnAwuévn
oTo Interface kai uhotroigital atré Tov NPC. H ouvdpTtnon autr kaBopilel Tnv TTpayuaTik
oupTtTepIPopd Tou NPC 6tav o XapakTApag eTTIXEIPEI va aAAnAemIdpdacel padi Tou.

2.2.4 Pause Game

Pause Game

Eikéva 9: Wukong Blueprint; Event Graph: Pause Aoyikn

MNa v emmiduon TNG avaykng TTalong Tou TTaixvidiou, £xel dnuioupynBei éva pevou TTalong TO OTToio
gvepyoTrolgital étav o TraikTng TTariael To koupTi F. OTav autd cupBaivel, To F Pressed

Node avixveUel Tnv evépyeia kal 0dnyei otn dnuioupyia Tou Pause Menu Widget, To otroio eival évag
opiopévog TUTToG Blueprint Widget. To widget autd otn ouvéxeia rpoaTiBetal oTny 086vn PEcw

Tou Add to Viewport, waoTe va egpavioTei To pevou TTadong OTov TTOIKTN.

MOAIG eppavioTEi TO JEVOU, TO TTOVTIKI TOU TTaIKTN evepyoTToIEiTal JEOW TNG AeiToupyiag Set Mouse
Cursor True, emTPETTOVTOG OTOV TIAIKTN VO XPNOIKJOTIOINCEI TO TTIOVTIKI Yia TTAOAYNGnN OTO pevoU.
MapdAAnAa, yvivetal aAAayr Tng Asitoupyiag eic6dou og Ul Only péow tou Set Input Mode Ul Only, n
oTToia aTTOKAEIEl OAEG TIG AAAEG E1I0aYWYEG EKTOG aTTO TN SIETTAPR XPAOTN, d1a0@aAIovTag OTI O TTAIKTNG
AAANAETTIOPAG OTTOKAEIOTIKG PE TO pevou. lNa va yivel auto, xpnoipotroigital évag Get Player Controller,
0 OTT0i0g TTapPEXEl TOV EAeYXO Tou TTaikTn 0To Ul. TeNIKd, evepyoTroigiTal n TTalon Tou TTaIXVIBIoU PE

10 Set Game Paused True, oTtapatwvTag 6An Tn dpdon Kai EMTPETTOVTIOG OTOV TTAIKTN VO TTOPAMEIVEI
OTO JEVOU HPEXPI VO ATTOPACIOEI VO CUVEXIOEI TO TTQIXVIOL..
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2.3 Animations Tou Main Character

2.3.1 Animation Blueprint
21nv MpoemmAeypévn uttodoyr Tou Animation Blueprint TrpaypatotrolouvTal animation montages - Ta
otroia ouxvd TrepiAaudvouv animations dpdong, 0w eMBOE0EIG ] AAANAETTIOPACEIG AVTIKEINEVWIV.

I Updafe_ﬁ\.r;in1ati;r1~}5no_r>ert}és

£ Event Blueprint Update Animation )
»
[ 4
| Target | self

Delta Time X
Delta Time

Eikéva 10: Wukong Animation Blueprint Event Graph

XpnoigotroloUpe Tn ouvdpTtnon UpdateAnimationProperties(), n omoia xpnaoipotrolgital yia Tnv
EVNUEPWON TWV IBIOTATWY TTOU oUVOEOVTAI [E Ta animations Tou XapakTAPa, WOTE va avTaTTOKPivVovTal
KOAUTEPQ OTNV TpEXOUTQ KATaoTaon Tou Traixvidiou. KavovTag Tnv va kaAeital kGO frame yia va
€AEYXEl TNV KATACTAON TOU XAPAKTAPA KAl va dAAGCel Ta animations Tou.

H ocuvéptnon utropei va diaxeipioTei TV TaxuTnTa avAaTITugnG Tou XOpaKTipa Jag, n otroia gival o
TPOTTIOG E TOV OTTOI0 €iJaOTE 0€ BE0N va N EvNUEPWOTN TOU TTEPTTATAUATOG, TOU TPEEiUATOS 1 TNG
adpdvelag animation Tou avTIOTOIXEl 0€ éva HETPO TNG TAXUTNTAG TOU. AV O XOPOKTHPAG TTEQTEI I
Bpioketal o€ katdoTaon GApaTtog, eAEyxel av n kataotaon grounded eival WeudAG Kal TN GUVEXEIQ
TTPocapuolel To animation waTe va gival GApa/TTpooyeiwan.

Me autdv Tov TpdTTO, N cuvaptnon UpdateAnimationProperties dilaag@aAilel 6Tl o1 KIVAOEIS TOU
XOPOKTAPa atreikovifovTal opaAd Kal Je akpipela.

Eikéva 11: Wukong AnimGraph

MNa va atroBnKeuTEl G GUYKEKPIPEVN OTACT TOU XOPOKTAPA £VW EKTEAEITAI PIa Kivnon,
XpnoigotroifoTe Tn Aeitoupyia Tou AnimGraph Save pose o1o Animation Blueprint Tng xapaktrpa. H
duvaToTNTa aTroBrKEUONG Kal avAKTNONG TNG aTroBnkeuuévng oTdong diEUKOAUvEl Tn dlaxeipion
TTEPITTAOKWY oUVOUOO WY animation kai BeATILOvEl TNV aTTdd00N £EAAEIPOVTAG TNV AvAYKN
eTTavEIANUUEVOU eTTAVAUTTOAOYIGHOU TwV idlIwv dedopévwy animations.
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O k6uBog Save pose by Bool emtpérrel TRV atmmoBrikeuon piog oTadong PE BAon TNV TIPA HIAg
peTaBANTAG boolean. H Tpéxouca pose diatnpeital kai PTropei va xpnoloTtroindei Eava eav n Tiun
boolean gival aAnBnig.

To Default Slot xpnoipeuel wg TTPOOPICPOS yia TV aTTOBNKEUCN A TV avaTtrapaywyr] Twv animation
montage, €MTPETTOVTAG O€ AUTA animations va Tpoxwpouv péow Tou animation bueprints aveédptnta
atrd TIG AAAEG pouTiveg animation Tou xapakTApa. E¢aitiag auTtou, n opydvwaon Kal N EKTEAECT TwV
animations €vOg XapaKTAPaA YE TEPACTIA EUEAIEIA KAl BUVAUIKA KABioTATAl EQIKTA ATTO TO CUVOUACHO
TNG ATTOBNKEUONG MIOG POse, TOU EAEyXOU Twv TINWV boolean oTa animations kai Tou Default Slot, To
OTTOI0 TTAPEXEI AKPIPH EAEYXO TWV KIVACEWV KAl TWV EVEPYEIWV TOU XOPAKTAPA.

=)

Entty @ ——>QIdle/Run | —> @ JumpStart —> (@ Jump_Apex

K

\

S\ =
\ /

@ JumpEnd

Eikéva 12: Wukong AnimGraph Machine States

210 AnimGraph utrapyouv 4 machine states yia Tnv avamapaywyn animation Tou xapakThpa.
Idle/Run: Mpayuarotroicital N avatrapaywyr] Tou KatdAAnAou animation pe fdaon tnv TaxuTnTa TOU
AWukongCharacter péocw Tou BlendSpace 1mou €xel dnuioupynOei.

BSBP_Wukong @

p

Movement Offset Yaw Blendspace | ———
Output Animation Pose

Direction T
\ T Result

Speed

L S S S SR S S S S 2

® ¢ ¢ ¢ 0 ¢ ¢ 0

Eikéva 13: Xprion Tou Wukong BlendSpace
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2.3.2 BlendSpace

AWAa4OPPIPT 197 0em

Eikéva 13: Xprjon Tou Wukong BlendSpace

(Znueiwaon: To preview mesh twv montage kai blenspaces o¢v givai 10 1010 skin amapaiTnTa e 10
Kavovikod)

To BlendSpace xpnoipotroigital yia Tn dnuioupyia peucTwy PETARACEWY PETAEU TTOANATTAWY
animations, avdAoya pe TTaOPAPETPOUG €1I0000U, OTTWG N TaxUTnTa f N Kateubuvan Kivhong Tou
XapaKTAPa. AVTi 0 XOpaKTAPAG va Trnyaivel kateuBeiav atd éva animation oe GAAO pe atréToun
aAAayn, To BlendSpace emTpéTmel TRV avdueifn auTwy Twy animations, dnUIOUPYWVTAG OUOAES Kal
OUVEXEIG KIVOEIG.ZTNV CUYKEKPIPEVN TTEPITITWAON TTPOKEITal yia éva BlendSpace dUo afdévwyv, utropeic
va avapeigeig animations Badiong, TpegipaTog kal oTPoPNG avaloya e TNV Kateubuvaon Kal Tnv
TaxUTNTA TOU XAPOKTAPA, £TC1 WWOTE Ol HETABACEIG HETAEU QUTWV TWV KIVIICEWY VO PaivoVTal QPUOIKEG.

2.3.3 Animation Montage

Eikova 14: Wukong Animation Montage Files

To Animation Montage cival £évag o E€10IKEUPEVOG TPOTTOG XEIPIOKOU animations TTou
XPNOIMOTIoIEITAI CUVHBWG YIa CUYKEKPIPEVEG OPAOEIG I AAANAETIOPACEIG EVOG XAPAKTAPA, OTTWG
embEoelg, aAAnAemdpdoelg e avTikeipeva r e10IkES Kivrioels. 'Eva Montage ptropei va mrepiAapBavel
éva ) TepiIocdTEPa animations, Ta oTToia EKTEAOUVTAI O€ TTPOKABOPICUEVES XPOVIKEG OTIYUEG KOl
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TMAMaTa. Auté divel Tn duvaTtoTnTa va diapepioouue Eva animation ag dla@opPETIKA TUAMATA Kal Va
eAéygoupe TTola PEPN TOU eKTEAOUVTAI ] DIGKOTITOVTAI O€ OUYKEKPIUEVEG KATAOTAOEIG . ETNITTAOV, TA
Montages ptropouv va xpnaoiyotroijoouv slots, 61mwg 10 Default Slot, yia va kaBopiocouv og Troia
TepIoxn Tou animation blueprint 8a e@appooTouv, diac@alifovTag 6Tl TO CUYKEKPIYEVO animation Ba
TTAIXTEl 0€ OUVOUAOHO PE AAAEG KIVIOEIG. XpNOIPOTTOIoUVTal CUXVA Yia OpAoEIg TTou DV TTPETTEI VA
dIakOYouv To KUpIo animation cycle Tou Xapaktripa, OTTwG o1 €TTIBECEIG A 01 €IBIKEG EVEPYEIEG, Ol OTTOIEG
aTTaITOUV PEYAAUTEPO EAEYXO Kal aKpiBela.

"

‘A :
x

'

Eikéva 15: Wukong Animation Montages

‘ET01 evw TO blend space eTmAéyeTal yia TNV avaTtapaywy movement animations, Ta montages
EMAEYOVTAl YIA TIG HAXITIKEG KIVAOEIG TOU XOPAKTHPA.

2.4 Attack Abilities

21N Paxn, o XapakTipag utrooTnpilel emBéoeig combo. OTav o TTaikTng EvepyoTToINoEl TN BACIK
emiBeon péow TG peBBGdou MainAttack(), o xapaktripag eKTEAE Tnv TTPWTN Kivnon Tng mmiBeong. Eav
O TTQIKTNG CUVEXiIOEI va TTaTd TNV €100, TO oUCTNUA combo ETTITPETTEI TN CUVEXION HIag akoAouBiag
a1Té £mMOBETEIG, avaTTapdyovTag pia oglpd ato animation montages mou ouvdéovTtal yetagu Toug. To
ouoTnUa auTd AEITOUPYET PUE XPOVOUETPNTH, OTTOU N

pEBodOG PlayMontageAndSetupResetTimer() evepyotroigi Ta dIaQopeTIKG oTAdIA TNG £TTIBEONG, KAl

10 ResetCombo() emavagéper Tnv aAAnAouyia étav TeAeidoel To combo. ETTiong, o XapakTipag PTropei
Va EKTEAETEI AEPOTTOPIKN €TTIOEON OTAV BpioKeTal OTOV agpa. AuUTH N €10IKA €TTIOEON evepyoTTOIEiTAl
péow Tng MainAttack()epdoov 0 XapaKTAPAG eival EKTOG €DAPOUG, TTPOCOETOVTAG TTOIKIAIO OTIG
KIVIOEIG TOU KaI ETNITPETTOVTAG EMOETEIS OTTO TOV aépa
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2.5 Control Rig

1. Sphere trace from feet to ground

Eikéva 16: Sphere trace from feet to ground logic

il i 3, Use the lowest point to prevent overextension

sk

Eikéva 17: Interpolate smoothly targets & prevent overextension

210 Control Rig 1Tou £x€1 uAoTTOINGET YIa TNV TTPOCAPPOYT TwV TTOdIWV OTO £8a@Oog, N xprion Tou Alpha
Interpolate oe cuvduaoud pe Ta Get Z Offset L Target ka1 Z Offset R Target cuudAAel kaBopioTIKG
oTn dnuioupyia PIag opMaAARS Kal QUOIKNG METARBAONG OTIC BETEIC TWV TTOBIWV TOU XAPAKTHPA, KaBWG
autd TTpocapuolovTal oTIG PETABOAEG Tou £ddgoug. To Alpha Interpolate Bswpeital pia diadikaaia Tou
EMTPETTEI TN OTAdIAKN AAAayr MIOG TIUAG, 0pifovVTaG TNV QVAUETA OE PIa apXIKN Kal Jia TENIKN
KOTAOTOON. ZTNV TTEPITITWAT] TOU, XPNOIKOTIOIEITAl YIa VO UTTOAOYICOTEI N evOIAPean BEon Twv TTOdIWV [E
Baaon TG Tpéxouaeg Kal eMBUNNTES B€aelg Toug aTov dfova Z, dnAadr] To UYog, eEaapaAifovTag OTi ol
KIVACEIG TwV TTOOIWV TTPOG TIG VEEG BETEIC OTO £Da@OG BeV YivovTal ATTOTONA, OAAG hE OUAAS TPOTTO.

Add the interpolated offsets to the IK-foot bones, to move them up or down

Eikéva 18: Offset — IK bones Binding

Ta Get Z Offset L Target ka1 Z Offset R Target avTirpoowTtreUouv Toug 0TOXOUG UWOUG yid TO apIoTEPO
Kal To Oegi TTOOI avTIOTOIXA, AVOKTWVYTAG T OTTOPaiTNTA OEQOPEVA OTTO TN YEWMETPIA TOU £DGPOUG KATW
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a1Té TO TTOdIO TOU XapakTrpa. Me autdv Tov TpOTTo, KabopideTal TTO0O0 Ba TTPETTEI va PETAKIVNOET KGBE
601 oTOV GOV Z, €iTE TTPOG TA TTAVW EITE TTPOG TA KATW, WOTE VA ETTITEUXOE TTARPNG ETTOPH PE TO
£00@og. 2Tn ouvéxeld, pEow Tng diadikaaiag Alpha Interpolation, ol TIéG auTég e@apudlovTal
oTadlakda kal pubpidouv Tn B€on Tou KABE TTOdIOU.

5. Use full body IK node to solve IK, and use the IK foot bones as the effector
targets for each foot.

[ f Get Transform - Bone

7 FullBody 1K

Initial

Transform 4

£ F Get Transform - Bone

Pull Chain Alj
Pin Rotation|

Initial

Transform 4

Eikéva 19: Eeappoyn Control Rig o1o Full Mesh

H xprion Tou Alpha Interpolate e€ac@aAilel 611 N aAAay aTo UPog Twv TTOdIWV Eival OUaA,
QTTOTPETTOVTAG TUXOV ATTOTOUEG I APUOIKEG KIVIOEIG TOU XapakTrpa. Autd, o€ cuvOuaouod JE TN Xpron
Twv Z Offsets yia Tov uttoAoyIopO TNG CWOTHG BE0NG Twv TTOBIWV Kal T duvaTdTNTa TTPOCAPUOYAS
KGBe TTodI0U EEXWPIOTA avAAoya e TO UWOG Tou £DAQOUG TTou TTaTtdel, D1ao@aAIfel TNV APUOVIK
ETTaPN TwV TTOdIWV PE OTTOIOdATTOTE avIoOTTEdO £€0a@og. ‘ETol, av 1o éva TodI BpiokeTal TTAVW O€ HIa
EM@AvEIa OTTWG HIa TTETPA, To GAAO Ba TTpocapudleTal autdvoua oTo £TTITTEOO £8APOUG, dIATNPWVTAG
TOV XAPAKTNPA OE QUOIKI OTACN KOl aTToQeUyovTag TNv aiwpnon Tou 1Todiou. AuTdg 0 ouvOUAoUOG
TEXVIKWV ETTITUYXAVEI PEAAIOUO OTIG KIVI|OEIG KOl OTN OTACT TOU XAPOKTHPA.
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onn

. My x

Eikéva 20: Control Rig Overview

3. KAaon Enemy - A.l. Controlled Ex0po6g

3.1 AmapiOunon Twv dSuvaTroTATWYV TOU £X0poU

MNa v uhottoinon Tou A.l driven hostile NPC (exBpou), atréd pepids Tng c++, €xouv dnuioupynOei
KaTTola states/kaTaoTdoEIg, OTIC OTToieC UTTOPEi va BpiokeTal, BACEI OPICUEVWV ECWYEVWIV TTAPAYOVTWV.
2UYKEKPIPEVA ol duvaTdTNTEG TOU:

MapakoAoubnon (Patrolling), é1rou TrepITTOAET PETAEU TTPOKABOPICHEVWYV OTOXWV.
Aviyxveuon lMaiktn (Pawn Sensing) 6tav autdg £pxetal evidg TNG akTivag épacng Tou
ex6pou.

Katadiwén Maiktwv (Chasing) HOAIG Tov avixveUael, TOV KATAOIWKEL.

EmiBeon (Attacking) 6tav TTAnCIACEl APKETA.

Health and Damage. AnAadn utropei va AauBavel {nuid kai va eBaverl 6tav 10 hp (health
points) Tou Trécel oTo 0.

MapdapAewn Mapeppoiwv (Melee Collision Overlap): EvepyoTtrolei Kal aTTevepyoTToIEi TV
TEPIOXN €MiBeONG yia va TTpoadiopicel av XTUTTNoe Tov TraikTn. OTrwg Asitoupyei kal atro
pepiag Tou AWukongCharacter.
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Aiaypappa 1: Enemy State Logic

3.1.1 Enemy Movement States

Katd tnv ekkivnon Tou maixvidiou, {ekiva ae katdaTaon TrepiTroAiag (Patrolling) pe Bdon 1o ouoThua
OTOXWV TTEPITTONIOG TTOU UAoTTOIEITaI OTTO T uEBodOo ChoosePatrolTarget. Kard tn didpkeia Tng
TTEPITTONIOG, 0 £XOPOG PETAKIVEITAI OTTO TO £va ONUEio 0TO GAAO, OTTWG £XEl KaBopioTei atmd pia AioTa
OTOXWV TTEPITTONICG.

Mia péBodog MoveToTarget avaAaupdvel va oTeilel Tov £XBp0 TTPOG TOV ETTOPEVO OTOXO,
xpnoigotroliwvTag Tov controller Al Tou exBpou yia va kaBopioel Tnv TTopeia. EGv 0 exBpdg eTdoel ot
évav oTOX0, ETTIAEYEI Evav VEO OTOXO TTEPITTONIOG e TuXaia oeIpd KAl TTEPIPEVEL yIa Eva
TTPOKABOPITHEVO XPOVIKO SIGCTNUA TIPIV GUVEXIOEI TNV Kivnor) Tou.

EmmpooBéTwg Xpnoipotroiei éva PawnSensingComponent, To OTTOI0 TOU ETTITPETTEI VA QVIXVEUEI TOV
TTaikTn péoa ammo tnv 6paon (SightRadius). OTav o maiktng Bpebdei evidg TNG akTivag avixveuong,
gvepyoTrolgital n yEBodog PawnSeen, n otroia aAAAdel TN KatdoTaon Tou £x6pou ae "katadiwén"
(Chasing). Z& auth TV Kar@oTaaor, o ex6pA¢ KIVEITAI TTPOG TOV TTAIKTN, au&dvovTag TNV TaxUTNTa TOU,
woTe va kAgioel Tnv ammoaTacn. O exBpdg TTapakoAouBei CuvEXWG TNV aTTOOTACT OTTO TOV TTAIKTN
Méow NG peBSGdou CheckCombatTarget. Otav o TraikTng BpiokeTal £Ew aTTd TNV OKTIiVA AviXveuong, o
eXOPOG ETMIOTPEPEI OTNV KATACTAGCH TTEPITTOAIAG, EVW €AV O TTAIKTNG Bpedei evTOG akTivag €TTiBeong, o
eXBpOG TTpoeToIpGlETOI VA ETITEDEI.

&) Pawn Sensing (PawnSensing)
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Eik6éva 20: Enemy Pawn Sensing Component

OAgg o1 TTapatrdvw duvaTOTNTES KIVNTIKOTNTAG TOU £XOp0U, UTTOPOUV va TTpAayHaToTToINBoUV Hévo
evtog Twv NavMeshBounds Volumes, evTog Twv oTToiwv eXouv TOTToBeTNBEI T meshes Twv exBpwv.

Eikéva 21: NavMeshBounds Volume

3.1.2 Enemy Combat States

H emiBeon Tou €xBpou cival xpovikd kaBopiouévn péow TnG PeBddou StartAttackTimer, n otroia
kaBopilel éva Tuxaio xpovikd didoTnua yia Tnv ekTéAean Tng eTTiBeong. OTav Eekivd n etmiBeon, o
exOpo¢ tailel éva animation emiBeong p€ow Tou animation montage TTou £x€l OPIOTED, KAl N
oUyKpouaTn Tou OTTAOU EVEPYOTTOIEITAI TTPOCWPIVA, ETTITPETTOVTAG T oUYKPOUGT WE TOoV TTaikTn. AUTHA N
dladikacia uhoTroisiTal pEow Twv activateEnemyMelee kai deactivateEnemyMelee, TTou eAéyxouv Tnv
kardoTaon Tou collision Tou 61mAou. Edv o traiktng XTutrnOci Katd TN diIdpKeIa auThg TNG TTEPIGDOU, N
pMEBodog EnemyMeleeOverlap evepyoTroleital kai uttoAoyilel Tn {nuIG TTou TTPETTEI va TTIBANBEI oTOV
TaikTn. MNapopoiwg pe TNV avtioTpoen AsiIToupyikoTATA.

OTtav o exBpdg dexOei xTUTTNUA aTTd TOV TTAIKTN, N MEB0dOC TakeDamage utroAoyilel TN «Cnuidy Kai
peiwvel Ta health points Tou. Edv n uyeia Tou @Ttdoel oto pndév, evepyotroigital n péBodog die, n otroia
avatrapdyel To animation BavdaTou Tou Kal oTapatd va aAANAETTIOPA e TOV KOOUO, EVW PETA aTTo
MEPIKG OEUTEPOAETITA KATACTPEPETA.

H ouptrepipopd Tou £x6poU kaBopileTal atrd TIG DIAPOPETIKEG KATAOTACEIG (States) TTou avagépovTal
wg EEnemyState. Zekivivtag AoITtév, otnv kardataon mepitToAiag (Patrolling) kai Trpoxwpd otnv
katdoTaon karadiwéng (Chasing) 6tav evromioel Tov TTaikTn. MOAIG @TACEI OPKETA KOVTA yia va
emTeBei, TTepva oTnVv KardoTaon emiBeong (Attacking) kai, apou oAokAnpwael Tnv €TTiBeon, peTaBaivel
oTnv kardotaon eroipotnTag (Engaged) ) emoTpéel oTnv KaTadiwén €av o TTaikTngG TTOPAUEVEl KOVTAL.
AvTioToixa, 6tav 0 exBpog TeBAvel, n katdoTaor Tou aAAalel o€ "vekpdg" (Dead), kar OAEG o1 GAAEG
EVEPYEIEG OTANATOUV.
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3.2 Enemy Blueprints

A6 TAeupdc Twv blueprints £€xouv dnuioupynBei, éva animation blueprint éva character blueprint
KaBwg Kal éva blendspace Ta otrola dpouv pe TTapduolo, aAAa atrAoUoTEPO, TPATTO |E TOU
AWukongCharacter.

Animatio

Eikéva 22: Enemy Blueprint Files

3.2.1 Blueprint & Components

| 6P_Enemy._Morigesh (Self)
D

Eik6éva 23: Enemy Blueprint Viewport

Ta components Ta otroia Kavel xprion To Enemy Blueprint atmroreAolv {ava duoia kai Aiyotepo GUvOETN
OTTEIKOVION EKEIVWV TOU BACIKOU XOPAKTAPA Tou TTaikTn. Me péveg didpopeg To pawn sensing
component yia Tnv TTepIynon Tou A.l., 6TTwg avaAubnke TTapatmavw, KaBwg Kal TNV EMITTPO0OETN
€lo0aywyr Tou component; attributes, yia Tnv katdAAnAn diaxeipnon Twv healthpoints Tou enemy
character a1t TNV c++.
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Construction Script J Parent: Construction Script

D

Eikéva 24: Enemy Construction Script Initialization

3.2.2 Animation Blueprint
To animation blueprint Tng TTapoUcag KAAoeIg £xel DlapopeTIKA UAOTTOINCN aTTd €KEIVN TNG
TTPoNyoupevNnG. Av Kal ETIITEAOUV OPKETA OUOIOUG OTOXOUG, OTNV TTPOKEIPEVN TTEPITITWON N
dlaxeIpIoTIKA B€on TTou KaTEXE TO A.l. 0dnyei o€ opIouéveG BATIKES DIGPOPOTTOINTEIG.

E Blu'eﬁrin't Thread S'afeiuﬁz;teiﬁiir;aftion :
» . SET
b

Ground Speed

Delta Time

7 Vector Length XY

@ Character Movement Velocity v @ ®A Return Value

Eikéva 25: Update Animations

ZekivwvTag arrd Tov kopPo "Thread Safe Update Animation Node", o otroiog gival anuavTikég yia Tn
dlaxeipion TG avavéwaong Twv animation states. E€ac@alilel 611 oI aAAay£EG TTou yivovTal OTIG
TTAPaPETPOUG TOu animation cival ac@aAeic atrd TTAeupdg vijuaTtog, dnAadn o1 dev UTTdpyouV
OuyKpouoelg Katd Tn SIGPKEIa TNG EKTEAEONG.

270 €TTOMEVO Brua, n TaxUuTnTa Tou £X6poU pubuileTal xpnoiyoTrolwvTag Tny TiPr Tou Vector Length, n
omoia TTpoépxetal attd 1o Get Character Movement Velocity. AutA n Aeitoupyia avTAei TIg TpEXOUOEG
TayxUTNTEG TOU XOPOKTApa o€ TPEIG diaoTaoelg (X, Y, Z) kal €moTpé@el ToO CUVOANIKO pEyeBog Tou
diavuopaTtog Taxutntag. ‘ETtol, n taxitnta auth utmopei va xpnoipotroindei yia va pubuiel Tn petapaon
Twv animations Tou £x6pouU, emMTPETTOVTAG GTOV £XOPO va avTIOPA PE QUOIKO TPOTTO OTIG KIVIOEIG TOU.

MNa mapadeiyua, av o exBpdg KiveiTal ypriyopa, UTropei va emAEEel Eva animation TTou avTikaToTrTpicel
TN ypAyopn Kivnon, 6mmwg Tpé€ipo A emiBeon, evw av €ival akivnTog A KIVEITal apyd, To animation
MTTOPEI va gival Mo APEPO, OTTWG N TTEPITTOAIA i N oTACN.

‘ETo1 Aoimrév, n puBuion Tng TaxuTnTag Tou £x0pou péow Tou Vector Length emitpétrel Tnv dueon
ouvoeon avdueoa oTn QUOIKN Kivhon TOU XOPAKTAPA Kal TNV avatrapdoTtaon Twyv animations,
diacpahifovTag OTI o1 exBpoi Ba @aivovTal Kal 6a cuPTTEPIPEPOVTAI OTTWG AVAPEVOVTAI ATTO TOUG
TTAIKTEG, XWPIG VO ATTOCUVOEOVTAI ATTO TNV TTPAYUATIKOTATA TOU gameplay.

AvTIBETWG TO animgraph Tng KAGonG Tou exBpoU atroTeAei pia aTTAoTToINpEVN EKDOXN, EKEIVNG TOU
XOPAKTAHPA.
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BS_Morigesh @

—_—
— Blendspa Y/ Output Animation Pose

Ground Speed Cronnd Speed + = Result

Eikéva 26: Xpon Enemy BlendSpace

Output Pose

AnimGraph

P
Main States Slot 'DefaultSlot’

A
Group i ‘/" ’\,—'\

+ @ - source + B F Resut

4
e

y

Eikéva 27: Enemy Animgraph

3.2 HUD (Heads Up Display)

Mpodkermal ouaiaoTikd yia 1o healthbar widget Tou ep@avietar akpiBwg eTTédvw amrd To mesh Tou
exBpou oTov K6oPO, POVo OTav Kal av Tou €mTEDEI 0 TTaikTNG.

Eikéva 28: Healthbar files
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‘Exel dnuioupynBei Aoitrév 1o katdAAnAo widget blueprint kai éxouv eigaxBei 2 eikdveg wg textures. H
TTPWTN arreikoviCel To TTePiBANUa TNG health bar kai n d€UTEPN TO TTEPIEXWMEVO TNG.

Eikéva 29: Healthbar Widget

270 healthbar widget blueprint éxel ToTroBeTnBei éva canvas panel TTou AsiToupyei wg n 08évn Tou
XpPnoTn.

Eikéva 30: Healthbar Blueprint Settings 1
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AkolouBwvTag, To TrepiBAna Tou healthbar eival amrAd pia eikéva n oTroia TTepIKAEiel éva

component TUTTOU progress bar. H progress bar autr £xel T€0¢i w¢ peTaBAnTA Kal cuvoeBei atmd
C++ pe Tnv petaBAnT health Tng kAaong AEnemy.

Eikéva 30: Healthbar Blueprint Settings 2

4. HXOZ

MNa v avatmapaywyn fxou, xpnoipotoinénkav 1éco SoundWaves 6co kai MetaSound. Ta
SoundWaves civai n 1o atmAf popen nxnTikwv apxeiwv ato Unreal Engine, evw ol MetaSounds civai

£va o oUVOETO 0UOTNUA TTOU OOU ETTITPETTEI VA dnuIoupyoU e BUVAUIKOUG, TTPOCAPHOCTIKOUG NXOUG
XPNOIUOTTOIWVTAG YpagraTa Kal KopBoug (nodes).

Eikéva 31: Audio Files
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4.1 ArmAa Soundwaves

Ta a1TAAG pop@ng soundwaves xpnoigoTroindnkav o€ opiopéva animation montages étmou frav
€MBUPNTO Va aKOUYETAI 0 HXOG AKPIPWG £TO1 OTTWG gival Xwpig KATToIa JETABOAR O0Tnv ouxvoTnTa A Kal
TNV évTaot) Tou.

Eikéva 32: Epappoyn Soundwaves

2UyKeKpIPEVo TTapadelypa atroteAei To attack montage D (1o 4° o€ ogipd motage Tou combo
emBeoewv Tou Wukong). Otrou rpokeiTal yia epygavég heavy attack - dnAadr| emiBeon mou Ba ékave
TEPITTOTEPO BOPURO ATTO TIG UTTOAOITTEG- KAl CUVETTWG Oev Ba ATav £mMBUPNTO va gixe pIKpOTEPO pitch
atrd katoia GAAN TTio aduvaun.

4.2 Metasounds
AVTIBETWG Pe Ta atmAd sound waves, 0TTwG avagEpBnke, Ta metasounds TTapEXOUV TNV TTOIKIAOUOP®N

eTTECEPYOTia TOU rfXou péow Twv event graphs, pe ammotéAeaua o aAnBogavr) Kai {wvtavo nxNTiko
TTEPIEXWMEVO.

Eikéva 33: “Whoosh” Metasound
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H eicaywyn Tou event gival cuvdedepévn PE TNV avatTapaywyn evOog Tuxaiou fxou PeE Th Xprion Thg
Aeitoupyiag Random Float yia va etmiAeyei pia Tuxaia TIpA geTagu dUo apiBuwyv. AuTA n Tuxaia TIUn
KaBopilel TTOOO cuyvd Kal Pe TTola TToIKIAia Ba akouyeTal o fxog "whoosh", TTou gival avatmapdoTaon
€vOG OUYKEKPIUEVOU NXNTIKOU apxeiou. 'Evag Random kéuBog divel pia T geTagu 6 kai 8
OEUTEPOAETTTWYV YIA ThV avaTrapaywyr Kai évag deutepog Random Float k6upog, divel pia Tuxaia Tiun
yia 1o Pitch Shift Tou xou, dnAadr Téco Ba aAAdgel n ouxvoTnTa, divovTag HEYaAUTEPN TTAPAAAQy)
oTov Axo. TEAog, o kOuBog Wave Player avatrapdyel To NXnNTIKO apxeio, To oTroio Tepvdel ammo évav
KOMBo piEng kai TeENIKG oTéAveTal oTnv €060 (Output) wg Mono.

Eikéva 34: “Steps” Metasound

Mapdpoiwg pe 1o TTponyoUpevo aAAd agopd Eva event OTTOU ETTIAEYETAI TUXAiaA Eva NXNTIKO apXEio
péoa atd pia ocipd Axwv (Array) Tou oxetifovTtal e pruata. H diagopd civar 611 €dw XpNOILOTTOIEITOI
évag kOpPog Shuffle yia Tnv Tuxaia avatrapaywyr] Twv NXNTIKWY apxeiwv atmod pia Aiota (wave asset
array), TTpoodidovTag emTTAéov TToIKIAia oTov AX0. ETTiong, o k6uPog Random Float rapéxel Tuxaia
TiuA peTagu 0.5 kai 1 yia Tov Tpoadiopicud Tou pitch shift Tou Axou.

Eikéva 35: “Hit” Metasound
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210 TeAeuTaio metasound, To event agopd évav rfxo TTou oxeTiCetal pe 1o "HitFlesh". O fxog autdg
avaTtapdyeTal Pe évav TTapOUoIo PNXAVIOHO, OTTWG OTIG TTPONYOUUEVEG EIKOVEG, OANG €W N £TTIAOYN
TOU NXNTIKOU apxeiou yivetal eriong Tuxaia ammd pia Aiota e 1o shuffle node va traidel Tov poAo Tou
TUXOioU avapelyvuovTag dIagopeTIKG NXNTIKA apxeia kKaBe @opd. MapdAAnAa, duo Random Float
nodes puBpilouv To pitch shift aAAG kal To xpdvo kaBucTéEPNONG TTPIV TV AVATTAPAYWYI) TOU AXOU,
TTPOCdIdoVTAG HEYAAUTEPN DUVANIKA KAl TTOIKIAIG TNV AAANAETTIOpPAON TOU AXOU WE TIG EVEPYEIEG TOU
TTaikTN.

5. NPC

210V KOO PO TrepIAapBavovTal duo €idn NPC: ol xwpikoi kal oI dpdkol.

Eikéva 36: NPC Files

Kai o1 800 katnyopieg €ival un emOeTIKoi xapakTApeS. O1 Xwpikoi diakpivovTal o€ U0 UTTOKATNYOPIEG.
O1 mpwrol gival o1 XwpIkoi TTou AsiToupyouv wg background characters. Autoi dev €xouv kapia
AeiToupyia aAAnAeTTidpaang, UTTAPXOUV POVO YIa va YENI(OUV TOV XWPO, ONUIOUPYWVTAS £T01 Hid
aiobnon dwvTtaviag kai TTAnBucpol. H deltepn uTTOKATNYOPIa APOPA TOUG KAVOVIKOUG XWPIKOUG, JE
TOUG OTTOIOUG O TTAIKTNG PTTOPET va GUVOUIANCTEI, dNUIOUPYWVTAG £TOI PG AAANAETTIOpACT) TTOU UTTOPEI
Va TTPOCQPEPEI TTEPICOOTEPES TTANPOPOPIES | AAAEG BUVATOTNTES HETT OTO TTAIXVIOI.

Eikéva 37: Villager Files

AT6 Tnv &AAn, o1 dpdkol uTTopoUlV va TTEPINYoUVTal GTOV XWEOo WE Tn Xprion Tou Nav Mesh Bounds
Volume, 0TTwg Kail 0 xBPIKOG XapakTApag. QOTO00, 0€ avTiBeon UE TOUG XWPIKOUG, BV UTTAPXE! N
ouvaToTNTa aAANAETTiIOpaoNG PETAEU Twv OPAKWY KAl TOU TTAIKTN. AV Kal €ival un €TTIBETIKOI, N
TTapouaia Toug GUPUBAAAEl 0Tn dnuIoupyia TOU KOOUOU, EVIOXUOVTAG T OUVOAIKH aTUOC®aIpa Kal
Kivnon pgéoa oto repIBAAAov Tou Traixvidiou.

Eikéva 38: Dragon Files
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5.1 NPC Xwpikoi

5.1.1 Background Characters

Eikéva 39: Background Characters Files

2Tnv TepiTrTwaon Twv background characters, n Asitoupyia Toug gival atrAf kai TTEpIOPIOUEVN O
OX£0N KE TOUG KAVOVIKOUG XWPIKOUG 1) Toug dIaAdyouGs. AUTOI Ol XOPAKTHPEG EXOUV OVO

éva character blueprint kai éva animation blueprint, kai n Kivnor Toug TrepiopideTal oTnv
avaTtapaywyn evog atrAou idle animation.

O okotdg auTAg TNG dIATAENG €ival va YEUITEI TOV XWPO TOU TTaIXVIOIOU JE ETTITTAEOV XOPOKTHPES
TTou Oivouv Jia aioBnon {wvTaviag Kal TTANPOTNTaS 010 TTEPIBAAAOV, XWPIG va emRapuveTal TO
ouoTnua Pe TTEPITTAOKES AeiIToupyieg aAAnAeTTidpaong i cupTtrepipopds. O1 background
characters dev GUPMETEXOUV evepyd aTnV TTAOKA A TIG dpACTEeIg Tou TTaiKTn, AAAG GUPBAAAOUY OTnV
aIoONTIKA KaI TNV aTuOCPaIpa TOu TTaIXVvIOIoU.

5.1.2 Xwpikoi (aAAnAeTTidpaong)

Eikéva 40: Villager1 Viewport
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O1 XWpIKOI, UE TOUG OTTOIOUG O TTAIKTNG UTTOPEI va aAAnAeTIdpdoel TTEfovTag To TTANKTPO "E",
d1aBéTouv Eva emTTpdoBeTo component TTou ovouddletal "target zone". Otav autd T0 component
ETTIKOAUTITETAI OTTO TOV TTAIKTN Kal KAAEITAI N KATAAANAN ouvapTnon, 6TTWG TTEPIYPAPETAl OTNV
evoTnTa 2.2.3, TIPAYPOTOTTIOIEITAI N €KKiVNoN TNG AAANAeTTiOpaong HETAGU Twv SUO OVTOTATWV.
AuTr n dladikacia emTPETTEI TNV evepyoTToinan S1aAdyou 1} GAANG Hop@rg aAAnAeTTidpaong,
EVIOXUOVTOG TNV EUTTEIPIA TOU TTAIKTN Kal TTpoo@épovTag TTPOOBETEG AsIToupyieg 0To gameplay.

H trpokeipevn kKAGon kavel xprion Tng Interface BPI_Dialogue. Ekei gival dnAwpévn n ouvaptnon
interact.

L &% Project Settings +14 Editor Preferences BPI_Dialogue

[ (e} i@ Compile i  ®{gDiff v LOF Class Settings  # Class Defaults

o My Blueprint X
+Add Q
FUNCTIONS

f Interact

Eikéva 41: Blueprint Dialogue Interface

210 Event Graph twv Villagers uAotroicital n rpoava@epopevn ouvapTnon Je Tov akdAoubo
TPOTTO.

NPCTalk

LENGTH

Eikéva 42: Villager Talk

EmeEnywvTag Ta rpoavagepopeva 1o event interact, odnyei ae évav kduBo branch. O kéufog
auTOG eAEYXEI av N METABANTA index gival JIKPOTEPN 1) ioN PE TO PIAKOG TOU TTiVAKA TTOU TTEPIEXEI TO
strings d10Adyou. Z¢€ TTEPITITWON TTOoU N ouvenKkn gival aAnBAg, auédveTal n TiPr Tou index katd
éva. ApEéowg PETA, yiveTal xprion evog getter Tou index, o otToiog kaBodnyei Tnv €TopEvn
EVEPYEIQ, TTOU €ival N EKXWPENON ToU KeIPévou o€ évav kOUPo set text ye atdyo 10 Ul o€ yopon
diaAdyou. To in text kaBopileTal pEow evog getter TTou avTAei To string ammd Tov TTivaka diaAdyou,
QVTIOTOIXWVTAG TO TPEXOV CTOIXEIO TOU array oto Ul.

Av O6pwg, HETA TNV auénon Tou index, o getter dev cival valid, n por) odnyeital otn dnuioupyia
evog wbp dialogue widget, ouvdedepévo pe Evav kOuBo get player controller kar eTmA&yovTag wg
kAaon 1o WP Dialogue. Apéowg PeTd, autd odnyei oe Evav setter Tou Ul. AkoAouBei n evioAn add
to viewport, n omoia TTpocBETel To widget oTo TTapdBupo TTPoRoARS. TeAikd, n diadikacia
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KaTaARyel kal TTaAI oTo set text, pe Tov idIo TPOTTO TTOU TTEPIYPAPNKE TTPONYOUNEVWG, BETOVTAG TO
KaTdAANAo Keipevo até Tov Trivaka diaAdyou oto UL.

OuolaoTIKG, N por) auTr| ETTITPETTEI OTOV TTAIKTA VO TTPOXWPEACE! JEOA OE HIa O€1Ipd dIaAdywv, Ol
otToiol atroBnkevovTal o€ évav TTivaka dlaAdyou (dialogue array), pe TPOTTO TTOU TTPOCOUOIWVEI
dia cuvopiAia BrApa Tpog BAa. Edv Aoirdv uttdpyouv akdun diaBéoiya oTolxEia OToV TTivaka, TO
Keipevo evnuepwvetal oto Ul, emTpétTovTag oTov Traiktn va diafdoel To ETTOUEVO KOUUATI TNG
OuvoIAiag. Av Opwg o index utrepPei To PéyeBog Tou TTivaka, N evépyela TTPOXWPA 0TN
onuioupyia evég véou widget diahdyou (wbp dialogue widget), To oTroio emMTPETTEI TNV TTPOROAR
VEWV INVUPATWY 1 GAAWV OXETIKWV TTANPOPOPIWV.

5.2 Apakol

5.2.1 Dragon Blueprint
O dpdkog atroteAcital eTriong, atmd éva non-hostile ai npc, péoa o¢ pia oTnAIG oTNV
VOTIOOUTIKI] YWwVia TOU TOTTIOU KAl OTTOU KAl TTEPINYEITAI .

Roam Around Al

Eikéva 43: Dragon Roam Around

210 blueprint TTou €xel dnuioupynBei, xpnoipotrolcital éva custom event TO OTTIOI0 EVEPYOTTOIEITAI
KaTa Tnv évapén Tou Traixvidiou pEcw Tou KOpPBou Begin Play. To ouykekpiyévo custom event
@épel TNV ovopacia "roam around” kai dIaXeIPICETAI TN CUPTTEPIPOPE TNG Kivnaong Tou dpAKoU OToV
Xwpo. Katd Tnv ekTéAeon auTtou Tou event, TO oUCTNPA KATEUBUVETAI apYXIKA TTPOG Tov KOO Al
Move To, émmou kaBopileTal 611 TO pawn ival To id10 T0 Al (6nAadn, o dpdkog). Qg TTPOOPICUHAG,
XPNOIUOTIOIEITAI N TIMM TTOU ETTIOTPEPETAN aTTo Trn ouvapTtnon Get Random Reachable Point in
Radius, n omoia kaBopiletal Baoel TNG Tpéxouaag ToroBeaiag Tou actor e Tn xprion Tng Get Actor
Location.

AUTOG 0 Pnxaviopog e€ac@alilel 61 To Al Ba peTakivnBei Tuxaia yEca o€ Evav CUYKEKPIPEVO
akTiva yopw atté Tn B€on Tou xapakTipa. H Tuxaia emAoyn TommoBeaiag Tpoodidel Yia QuUOIKRA Kal
atrPOBAETITN Kivnaon, yEyovog TTou evIoXUEl TOV PEAANICUO TNG CUPTTEPIPOPAG TTEPITTIOAIAG TOU
exBpou. MOAIg oAokANpwOEi N kKivnon, akohouBei éva Delay diapkeiag 1.2 SeuTepOAETTTWY,
EMTPETTOVTOG OTOV OPAKO VO TTaPAlEivEl yia Aiyo oTaoIog oTn véa Tou B€on, TTpoodidovTag Evav
MO QUOIKO puBPOG oTnVv Kivnor Tou. ANEowG PETA To TTEpag Tou delay, To ouoTnua odnyeital £k
véou aTo idlo custom event "roam around", To oTTOi0 TTPOKAAEI £TTAVAANWN TOU KUKAOU. H

Avarmntuén RPG Edappoyng C++ otnv Unreal Engine 5 36



Mtuxwakn Epyacia Kouaoldfelog XapaAapmog

TTapattavw diadikaoia diadpapaTifeTal evidg Twv opiwv evog NavMeshBounds Volume, 61Twg
ouppaivel kal oTNV TTEPITITWON Tou Enemy.

5.2.1 Dragon Animation Blueprint
To animation blueprint Tou dpdkou atroTeAel piIa akSpa AaTTAOUOTEPN EKDOXH EKEIVNG TOU enemy HIoG
Kal 0 oKOTTOG Tou gival n TTEpIRyNon.
‘Eto1 Aoimtév oo TTapdv animation event graph pag evoiagépel va evnuepwvovTal Ta animation
properties avaAOywg pe Tnv Taxutnta mou Katéxel o NPC

Eikéva 44: Dragon EventGraph

H petaBAnTA speed kaBopilel TNV TaxUTNTA e TNV OTTOIO UTTOPET va KIVEITAI 0 OPAKOG.

To initialize animation event £ekivd To animation evw 10 update animation 1o eTavoAaupdaver 6tav
0 OpdKog €xel avaTrTuEel TaxutnTta. ‘ETol wote va un Aaufdavel xwpa 1o walking animation evw o
O0pakog va eivai idle.

Ooov agopd 10 AnimGraph, n Taxutnra sicdyetal o€ éva reference Tou blendspace, 61mou -6TTWG Kal
OTIG TTPONYOUMEVEG 2 TTEPITITWOEIG- OTTOTEAEI TOV 0pIfOVTIO GEoVA TOU.

Eik6éva 45: Dragon Animgraph
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Eikéva 45: Dragon BlendSpace

6. MENOY
ATtrapaitnTo oToixgio evog Traixvidiou gival Ta HeEvou Tou, Ta otroia diadpapaTti(ouv onuavTikd poAo
oTnv TAorynon Kai Tn dlaxeipion Twv emAoywv atmd Tov XproTn. Na 1o ouyKekpIpévo project, £xouv
onuioupynBei Tpia Bacikd Pevou: TO ApXIKO PevoU, TO JeVOU TTAUONG Kail TO PEVOU ETTIAOYWV.

Eikéva 47: Menu Files

H Utrapén autwy Twv pevou evioxUel TNV OUVOAIKK EUTTEIQIA TOU XPMOTN, KABIGTWVTAG TO TTaiXVid
TEPITTOTEPO BIAdPACTIKO Kal QIAIKG TTPOG TOV TTAiKTN, VW TTapdAAnAa e€ac@alilel Tnv ouaAr por Tng
diadikagiag atod tnv Evapén wg TNV 0AOKAAPwWGON TNG EUTTEIPIAG.

6.1 Ap)ik6 Mevou
To apxik6 pevou atroTeAei To onueio eKkivnong Tou TaixvIOIoU, ETMTPETTOVTAG OTOV XProTN va EEKIVATEI
TO TTaIXVIdI, VO €TTIAEEET DIAPOPES pUBIoEIG i va eCEABEI aTTO TNV EQAPUOY).
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Eikéva 48: Menu Widget

MNa v uAoTToinon Tou apxikoU pevou Tou Traixvidiou, dnuioupyronke Eva €181k level To otToio dev
TTEPIEXEI TITTOTA AAAO €KTOG aTTd £vav Player Sound Wave yia Tnv avartrapaywyr] JOUCIKKG OTO
TTAPACKNVIO.

Eikéva 49: Menu Level & Gamemode Settings

EmirAéov, £xel dnuioupynBei éva Eexwpiotd GameMode, WOoTE va aTTOTPETTETAI TO Spawn Tou Bacikou
xapakTtpa (AWukongCharacter) 6tav o Traiktng BpioKeTal €iTe 0TO APXIKO PEVOU E€IiTE OTO PEVOU
ETTIAOYWV.
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Eikéva 50: Main Menu EventGrpaph

H dopun Tou apyikou pevou Baciletar oe Widgets kai repIAauBAVEl KOUUTTIA YIA TIG

etmAoyég Start, Options, kai Quit. Autd Ta kKoupTTid ouvdEovTal pe KOTAAANAEG AsiIToupyieg TTou
EMTPETTOUV TNV Evapén ToU TTaIXVIOIOU, TNV EPPAVION Tou Pevou eTTIAOYwY, Kal TNy €000 aTTd TO
mraixvidl avriotoixa. OTwg Qaiveral oTo blueprint, To kOuuTTi yia TNV évapgn Tou TTaixvidiou (Start)
avoiyel TO €TTOUEVO eTTITTEDO PECW TNG €VTOANG Open Level, evw 1o kKoupuTri yia Tig eTmIAoyEg (Options)
agaipei To apxIko pevou atré Tnv 08évn kal dnuioupyei To widget yia 10 pevou emAoywv. To KouuTi
€€6dou (Quit) evepyotrolei Tnv evioAr Quit Game, n otroia TeEpuaTifel TO TTaIXVid!.

(H 1TpoPoAn Twv widgets aTo viewport Trpayuatotrolgital 6TTwg Kai atnv aAAnAeTtidopacon pe Ta NPC.)

AuTr n dopr e€ac@aliel 6T katd Tnv aAANAETTIOpacn Tou TTAIKTN WE Ta JeVoU, TO OUCTNHA TTOPAUEVEI
€UENIKTO Kail Oev eTTNPEACEl TNV KUPIA por| Tou Traixvidiou, 0edouéVoU OTI O XOPAKTPAG TOU TTAiKTn dev
KAvVEl spawn KATd TNV TTApaPovA oTa Pevou.

6.2 Mevou NMavong

To pevou TTauong epgavideTal 6tav To TraIKVidl SIKOTITETAI TIPOCWPIVA atrd TOV XPHOTN, TTAPEXOVTAG
duvaToTNTEG OTTWG CUVEXIOT TOU TTaIXVIBIoU, ETTIOTPOPr) OTO KUPIO Pevou ) TTpdoaon o€ pubuiceig.
AuTO TO PevOU ETITPETTEI OTOV TTAIKTN VA KAVEl éva SIGAEIPO XWPIG va XAael Tnv TTp6odo Tou, VW ToU
divel TN duvardTnTa VA TTPOCaPUOCEl DIAPOPEG ETTIAOYEG av XPEIAZETAl.
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Eikéva 51: Pause Menu Widget

H &iatagn Tou pevou sival opyavwpévn péow evog Canvas Panel kai evéog Vertical Box mmou @iAogevei
TEOOEPA KOUUTTIA, Ta OTToia €EUTTNPETOUV DIAPOPETIKES AciToupyieg. To KouuTri Resume emtpéTrel oTov
TTAIKTN VO GUVEXIOEI TO TTaIXVidI aT1Td TO OnpEio OTToU TTATNOE TTAUACN, EVW TO

koupTri Sound cuvodeleTal atrd éva slider, To otroio puBpilel Tnv £vTacn Tou fXOU £VTOG Tou
mraixvidiol. To kouptri Return to Main Menu &ivel Tn duvatdTnTa £TMIOTPOPNG OTO APXIKO HEVOU, XWPIG
va XPeIooTEl va kAgioel To TTaixvidl. TEAog, To koupTti Quit emTPETTEI OTOV TTAIKTN VA KAEioE! TTARpWG TO
TTaixviodl.

Eikéva 52: Pause Menu Event Graph

H AeIToupyIkOTNTA TOU PEVOU TTAUONG ival oXedIAoPEVN UE TPOTTO TToU dev eTTNPEACEl TV KUPIA pon
TOU TTaIXVIOIOU, ETTIITPETTOVTAG OTOV TIAIKTN va SIOKOWE! TIPOCWPIVA KAl VA KAVEL TIG ATTAPAiTNTES
pUBUIoEIG 1 EVEPYEIEG XWPIG va XAavel TNV TTPOOOO TTOU £XEI KAVEI.
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6.3 Mevou EmAoywv

To pevou emAoywv EMITPETTEI GTOV XPAHOTN VA TPOTTOTTOINCEI TRV £VTaoN TNG HOUOIKAG. Eival
TpooBdaciyo atrd 1o apxIkd pevou.

7. EMNEAA KAl KOZMOZ

KaB' 6An Tn didpkela TNG UAOTTOINONG TNG TTEPIYPAPONEVNG 10£AG, XPNOIUOTTOINONKAV Tpia SIaPOPETIKA
etrireda (levels). To TTpwTo £TTiITTEDO €ival TO KEVO ETTITTEDO TWV HEVOU, TO OTTOIO TTEPIAAMPBAVEI

ATTOKAEIOTIKG Ta SIdpopa PevoU Tou TraixvidioU, OTTwG To apXIKO PevoU, TO JEvOU TTadong Kal To pevou
ETTIAOYWV.

Eikéva 53: Level Files

7.2 Test Map

>1n ouvéxeia, 1o test menu level xpnoipgotoiRdnke wg 1o €TTITTESO OTTOU TTPAYUATOTIOINONKE OAOKANPN
n dokiyaoTikn diadikacia katd Tn didpkeia Tou development stage. e autd To £TTITTEDO £YIVE 0 EAEYXOG
Kal N agloAdynon Twv dIa@opwyv AEITOUPYIWY TOU TTaixvIOIoU.
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@ LandscapeStieamingt Lond:
© LandscapeStreamingt

@ | andscaneStreaminaf | andsca:

Eikéva 54: Test map

7.3 Level1 Map

TéAog, 1o level1 avTiTTpoowTTeUEl TOV TEAIKO avoIXTO KOO0 TOU Traixvidiou, OTToU Ol TTAIKTEG JTTopoUvV
va eEEPEUVATOUV Kal VO GAANAETTIOPACOUV e TO TTEPIBAAAOV, OTTOTEAVTOG TO KEVTPIKO £TTITTESO TNG
oAoKANpwHEVNG euTTEIpiag TTaixvidIou.

NuNNNNNNNNN

% WaterBodyOcean

<

# De

< WaterBodyOcean +Add -2

% WaterBodyOcean (Instance)

Eikéva 55: Level1 map
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To Level 1 map atroteAeital a1roé éva TotTio diaoTdoewv 8 €TTi 8, To oToio TrepIAapBavel dUo
KGoTpa, he pia apéva TUTTou wasteland va Bpioketal 1o evOIAUETO TOUG. To TTPWTO aTTd TA
KAOTPA OUVOEETAI HEOW MIAG YEQUPOG HE Eva ETTITTAEOV TEIXOG, TO OTToIO TTEPIBAAAEI £va XWwpPI0
XTIOPEVO O€ éva Bpaxwoeg TTEPIBAAAOV. ZTnV AGKpen auTol ToU XwpIoU, EKTOG aTTd TO TEIXOG,
uTTdpxel Kal éva PIKpd dACO0G, EVW OTO E0WTEPIKO Tou kaTolkoUv NPCs kail dAAor background
characters 1mou atreikovifouv Toug XwpIkoUg. MNa va eIg€EABEl KATTOI0G OTO XwpPI0, UTTAPXE! JIa
€I0IKA TTEPIOXNA HE OKAAEG, TTOU ETMITPETTEI TNV TIPOCRACN, AAAG Kal TNV £€£000 av To emBupei. 'EEw
a1Té TO TEIXOG TOU XWpPIoU BPioKoVTal HEPIKG ETTITTAEOV OTTITIAL

To deUTePO KAOTPO TTEPIBAAAETAI OTTO pIa O€Ipd ATTO OYKWOEIG BPAXOUG, 01 OTToi0I oXNKaTi(ouV
Mia otrnAId. 2Tn otTnAId auTh BpiokovTal ol dpdKol, Evw ol £XOPOi, oI uayliooeg, epgavifovtal T0oo
oTa OUO KAOTPA OC0 Kal TO OEUTEPO HIOO TNG YEQPUPAGS, KABWG Kal OTNV apéva, o€ HEYAAUTEPN
OUYKEVTPWOT.

OAS6KkANnpo TO TOTTiO TTEPIBAAAETAI OTTO €vav WKEAVO Kal KATTola Bouvd, Ta oTToia TTPO0BETOUY €va
eMITTAEOV eTTITTESO peaAiopoU aTo TTEPIBAAANOV Tou TTaXVIBIoU, divovTag pia aiobnan avoixTou
KOOMOU TTou TTEPIBAAAETAI ATTO PUOIKA EUTTODIA KOI TIPOCPEPE! I TTIO PEQAIOTIKN EUTIEIPIO OTOV
TTaiKTn.

AkoAouBei pia oeipd atrd screenshots Tou kGGUoOU:

(actual gameplay)
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7.3.4 Water Body Zone

Avarmntuén RPG Edappoyng C++ otnv Unreal Engine 5 55



Mtuyiakn Epyaocio Kouolafelog XapaAapumog

MeAAOVTIKEG TIEPETAIPW ETMEKTACEIG

MeANOVTIKE, N avAaTTTuén Tou project uTTopei va eTTEKTABEI O€ PEPIKOUG TOWEIG, AgIOTTOIWVTAG TIG
duvaroTnTeg TNG C++ yIa TTI0 TTEPITTAOKEG KAl £GEIBIKEUPEVES EQapUOYES. ‘Evag Topéag mavrg
ETTEKTAONG €ival N avATTTUEN TTOPATTAVW TTPOYPAUUATWY TTOU OXETICOVTAI UE TNV TEXVNTA
vonpoaouvn (Al) kai Tn pnxaviky gdénon. Me tn BorBeia tng C++, YTTOpOoUV va KATAOKEUAGTOUV
aAyopIBuoI NXavIKAG HdBnong TTou BEATIOTOTTOIOUV Th AW ATTOPACEWY O€ TIPAYUATIKO XPOVO,
KATI TTOU Ba YTTopoUlce va EQAPUOOTEN O€ BIOUNXAVIEG OTTWG N POUTTOTIKN, N avAAuan 6€d0UEV WV
KOl N QUTOPATOTTOINUEVN ETTEEEPYQTIa TTANPOQOPIWV.

‘Evag GAAog Topéag JEANOVTIKAG avAaTITUENG gival N UAOTTOINGT CUCTNUATWY TTPOCONOIWONG
uwnAng ammédoong. O eQapPoyEG QUTEG UTTOPOUV VA XPNOIUOTTOINBOUV GTNV ETTIOTAUOVIKA
£€PEUVA KAl OTNV EKTTAIBEUCT, TTPOCPEPOVTAS OKPIBEIG TIPOCOUOIWOEIG PAIVOUEVWV PUOIKAG,
XNMeiag ) akopa kal BioAoyikwv diepyaoiwv. H C++ pe Tnv 10xupr SloxXEipion PvAPNG Kai TiG
duvaTOTNTEG TTOAUTTAOKATNTOG ETITPETTEI TN SNUIOUPYIO AUTWV TWV TTPOYPANMATWY UE PEYAAN
akpiBela kar amrdédoaon.

EmimAov, pia GAAN €TTEKTOON PTTOPET va a@opd TNV avaTITuén epyaAciwy yia TRV ao@AAEIa oToV
KuBepvoxwpo. Me Tnv augavouevn atreiAf KUBEPVOETTIOETEWY, UTTAPXEI TUVEXWG QUEAVOEVN
avAykn yia AOYIOUIKA TTOU ITTOPOUV VA EVTOTTIOOUV KOl VA EEOUBETEPWOOUV KAKOBOUAEG £TTIOECEIG
o€ TTpayaTiko xpovo. H C++ mmpoo@épel Tn duvaToTnTa ONPIOUPYIag Ypryopwy Kal
QATTOTEAECUATIKWY TTPOYPANMATWY TTOU €0TIAJOUV OTNV QviXveUan EUTTABEIWY, evioXUovTag TNV
TTpooTagia Twv OIKTUWVY Kal TWV CUGTNUATWY.

TéAog, pia evdlapEépouaa TTPOOTITIKA Ba ATav N evowudTwaon TG YAwooag C++ g€ eQapUOYEG
€IKOVIKAG Kal eTtauénuévng paypatikotntag (VR/AR). H auéavouevn xprion autwy Twv
TEXVOAOYIWV O€ TOMEIG OTTWG Ta TTaIXVidIQ, N EKTTAIOEUAN KAl N IOTPIKI) TIPOCQPEPEI EUKAIPIES yIa TNV
avaTTugn e€eIBIKEUPEVWV EPYOAEIWY Kal TTAOTQOPUWY TTou Ba BEATILOOOUV TNV aTTGdOCN KAl TNV
TTOI0TNTA TNG EUTTEIPIAG TOU XpRoTn. H C++ uttopei va xpnoiyotroinBei yia Tnv avarTugn
aTTOOO0TIKWY KaI YPHYOPWV HNXOVWY YPAPIKWY, TTAPEXOVTAS BEATIOTOTTOINWEVEG EQAPHOYEG YIA TIG
TIAOTQPOPUES AUTEG.
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ZUHTIEPAOCHATA

H avatTugn Tou project autou avadeikviel Tn onuacia Tng C++ wg éva eUENIKTO Kal I0XUpO
€PYAaAEio yia Tnv uAoTtroinon oUvOeTwWY Kal aTTodOTIKWY TTPoYypauudTwy. Méoa aTtrd Tig eQapuoyES
TTOU TTAPOUCIACTNKAV, KATADEIXBNKE OTI N YAWOOO QuTH TTPOCQPEPE! ECAIPETIKNA aTTGdOC KAl
duvaToTNTEG, KAAUTITOVTAG éva EUPU QACHO avayKWY OTOV TOPEA Tou AoyiopikoU. H avdAuon kal
N €miAucon TTPORBANUATWY PECW TWV EQAPUOYWV AUTWVY avEédeigav Tov poAo Tng C++ oTnv
aAYOPIOUIKA KAl CUCTNPOTIK TTPOCEYYION TNG avAaTTuéng AOyIGUIKOU.

H duvartdtnta diaxeipiong TG MVAKNG Kal Twv TTOPWYV TOU CUCTHPOTOG, O€ CUVOUACHO UE ThV
UTTOOTHPIEN QVTIKEINEVOOTPAPOUG TTPOYPANKATIONOU, KaBIoTouv Tn C++ pia atrd TIG TTI0
ATTOTEAEOPATIKEG YAWOOEG YIa TV avaTiTugn BeATioTotroinuévwy Trpoypauudrwy. H aglotroinon
QUTWYV TWV XOPOKTNPIOTIKWY OTIG EQAPUOYEG TTOU avaTTTUXONKAV TTPOCEPEPE TNUAVTIKI
amdédoon, deixvovTag TIG BUVATATNTEG TTOU UTTOPET va TTpoa@épel N C++ o€ TTPAYUATIKEG
OUVOAKEG.

Mépa atd Tig TTapoloes e@appoyég, N C++ dlatnpei TN B€on TNG WG pia oo TIG TTAEoV AgIGTTIOTEG
YAWOOEG yia TNV avaTrTugn AoyiouiKoU, ue duvaToTnTeG TTOU ouvEeXi(ouv va eEeAicoovTal Kal va
TTPOCApPPOoVTal OTIG AVAYKEG TNG aUyXpovng TexvoAoyiag. O JEANOVTIKEG ETTEKTACEIG TTOU
TrpoteivovTal atrodelkvUouv Tnv euehigia TNG yYAWooag kai Tn duvatdtnTd TnNG va TTPOoCapuOleTal
0€ VEOUG TOWEIG, OTTWG N TEXVNTH vONUOOoUVN Kail N aoQAAEIa OTOV KUBEPVOXWPO.

2uvoyilovtag, n cuuBoAf Tng C++ oTnv avdamTuén oUyXPovwVY EQapUOoywyV Oev TTEPIOPICETal JOVO
OTIG TEXVIKEG BUVATOTNTEG TTOU TTPOCPEPEI, OANG Kal aTn guveXh €EENIEA TNG yia Tnv €TTIAUCN
ouvOeTWV TTPOPRANUATWY. Me TN oWOTH agloTToinon Twv £PYaALiwy Kal Twv SUVATOTATWY TNG
YAWooag, eival eQIKTO va TTapaxboulv TTpoypduuaTa UWnARg TToIGTNTAG TTOU VA AVTATTOKPivovTal
OTIG ATTAITACEIG TG OUYXPOVNG Biounxaviag Kal TExvoAoyiag.
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systems
Guide to implementing health and damage systems in Unreal Engine 5.

https://dev.epicgames.com/documentation/en-us/unreal-engine/ai-patrol-quard-systems
Documentation on setting up patrol and guard systems for Al in Unreal Engine 5

Avarmntuén RPG Edappoyng C++ otnv Unreal Engine 5 58


https://www.udemy.com/course/unreal-engine-5-the-ultimate-game-developer-course/learn/lecture/32521158#overview
https://www.udemy.com/course/unreal-engine-5-the-ultimate-game-developer-course/learn/lecture/32521158#overview
https://www.youtube.com/@unrealengineindie
https://unfgames.com/unreal-engine-5-ai-patrol-combat/
https://www.worldofleveldesign.com/categories/ue4/ue5-tutorial-melee-combat-system.php
https://leveldesign.org/ai-sensing-attack-system-ue5
https://www.game-creation.com/unreal-engine-melee-combat-tutorial
https://dev.epicgames.com/community/learning/tutorials/qyZr/how-to-make-a-combat-system-in-unreal-engine-5-2-tutorial
https://dev.epicgames.com/community/learning/tutorials/qyZr/how-to-make-a-combat-system-in-unreal-engine-5-2-tutorial
https://dev.epicgames.com/documentation/en-us/unreal-engine/ai-perception-in-unreal-engine
https://dev.epicgames.com/documentation/en-us/unreal-engine/implementing-health-and-damage-systems
https://dev.epicgames.com/documentation/en-us/unreal-engine/implementing-health-and-damage-systems
https://dev.epicgames.com/documentation/en-us/unreal-engine/ai-patrol-guard-systems

Mtuyiakn Epyaocio Kouolafelog XapaAapumog

Mnyég

3D assets atré 10 Unreal Engine Marketplace:
o Primitive Characters (Pack) from Bugrimov Maksim - Characters
e Paragon: Wukong from Epic Games - Epic Content
e Quixel Bridge
e Quadruped Fantasy Creatures from PROTOFACTOR INC - Characters
e Paragon: Morigesh from Epic Games - Epic Content
o temperate Vegetation: Spruce Forest from Project Nature - Props
o Ithris Cemetery from Rasmus Bagner - Environments
e Fantasy Bundle Environment Kit 3 in 1 from Denys Rutkovskyi - Environments
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