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AHAQZH ZYTTPA®EA MNTYXIAKHZ EPIrAZIAZ

O/H KATWO!I UTTOYEYPOAMMPEVOG/N ettt e e e e ,
TOU ot , ME apiBuod MNTPWOU
.......................... @oITNTAG/TpIa Tou TuApatog Mnxavikwyv H/Y ZuoTtnudaTtwy T.E.
Tou A.E.I. Meipaia T.T. mpiv avaAdBw tnv ektrévnon tng MNruxiaknig Epyaciag uou,
ONAWVW OTI EVNUEPWOBNKA YIA TA TTAPAKATW:

«H TMruxiaki Epyaoia (M.E.) ammoTeAei Tpoidv TTVEUPATIKAG 1810KTNCIAG TOOO TOU
ouyypa@Ea, 600 Kal Tou |dpUpaTog Kal Ba TTPETTEI va £XEl HOVadIKO XAPaKTAPA KAl
TTPWTOTUTTO TTEPIEXOMEVO.

AtrayopeveTal auoTnPd OTTOIOOATTOTE KOPUATI KEIMEVOU TNG va  gP@aviceTal
autoucolio N PeTappacuévo atmmd KAtrola AAAn dnupooieupévn Trnyr. Kdbe téToia
TPAgn atoteAei TPOoiIdv AOyokAOTTAG Kai eyeipel Bépa HOIKAG Td¢ng yia T1a
TIVEUMATIKA SIKalWPaTa Tou AAAou ouyypagéa. ATTOKAEIOTIKOG UTTEUBUVOG gival O
ouyypagéag Tng N.E., o o1roiog @épel Kal TNV €uBUVN TWV CUVETTEIWY, TTOIVIKWYV KAl
GAWvV, auTng TNG TTPAENG.

Mépav Twv OTTOIWV TTOIVIKWYVY €UBUVWV TOU CUYYPAQEQ O€E TTEPITITWON TIOU TO
1dpupa Tou €xel arroveipel MNTuyio, autd avakaAsital ye ammdé@aon TG 2UvéEAeuong
Tou TuApartog. H Zuvéleuon Tou TpAPATOG PE VEQ ATTOPAONG TNG, META aTTd
aiTnon Tou evOIAQEPOPEVOU, TOU avaBETel K vEoUu Tnv ekttovnon TN MN.E. pe GAAo
Béua kar dla@opeTIKO emBAéTTOVTIO KABNyNTA. H ekttévnon tng ev Adyw TM.E.
TTPETTEl va OAOKANPWOEi evTOG TOUAAXIOTOV €vOC nuUEPOAoyIaKoU BuAvou atod Tnv
nuepounvia avadBeong TnG. Katd ta Aoimtd epapudlovtal Ta TTPORAETTOMEVA OTO

apBpo 18, Tap. 5 Tou I0XUOVTOG EcwTEPIKOU Kavoviouou.»

Opi&og Avbpéou 3



Ixeblaon kat Epappoyr Bacikwv Xapaktnplotikwy Texvntrg Nonpoouvng os MeplBaiiov
Mawxvidlov

Opi&og Avbpéou



Ixeblaon kat Epappoyr Bacikwv Xapaktnplotikwy Texvntrg Nonpoouvng os MeplBaiiov
Mawxvidlov

EYXAPIZTIEZ

H TTapouoca TrTuxiakn epyacia OAOKANPWONKE HETA ATTO ETTITTOVEG TTPOCTTABEIEG
Kal EKTEVI €PEUVA OTO €V AOYW QVTIKEIUEVO TOOO o€ BewpnTIKO 600 KAl O€
TTPOKTIKO ETTITTEDO. Oa NBeAa va EuXAPIOTACW TTPWTIOTWG TOV EICNYNTH KAl
eMPBAETTWV KABNYNTH Pou, K. MavayiwTtn MNavvakdTTouAo, yia TRV UTTOOTHPIEN TTOU
Mou TTapeixe oTnv €AoY Tou BEPaTog aAAd Kai yia TRV TTOAUTIUN BorBeia kaTd
TNV dIdPKEIa TNG epyaciag pou. ETriong Ba ABeAa va euxapioTAow Tov BACIKO
Trpoypauuatiot) T.N Tng Epic Games Mieszko Zielnski TTou yéoa ato Tig
OUPPBOUAEG Tou BonBnoe onuavTiké oTnv OAOKANPwWON TNG TITUXIOKNG EPYATiag
MOuU.
TéNOG, Ba nBeAa akdun va euXapIoTAOW TNV OIKOYEVEIQ UOU AAAG Kal TOUS QiAoug
Mou yia 6An TNV UTTOOTAPIEN Kal EUTTIOTOOUVN TToU pou £0<1Eav KaTd Tnv didpKela

TWV OTTOUdWV HOU.
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NEPIAHWH

H tTapouca TTuxIaoKkh epyacia aoxoAsiTal ge Tnv oxediaon, avaTrTugn Kai
€Qapuoyn Twv Bacikwy alcBAcEwV Tou avBpwTTou OTTwG n 6pacn Kal n akor) o€
éva repIBAAAoV TTaixvIOIoU pe 0TOXO Yo GO0 TO TTI0 duvVATOV PEAAIOTIKY avTidpaon
atré TNV avTiBeon TTou Ba Bpel 0 TTaixTNG o€ Eva Traixvidl. Ta TTapatdvw
onMIoupyAdnKav BACEl YVWOTWY ICTOPIKWY TTNYWYV KAl aAyopiOpwy TTou £xouv
TTOPOUCIACTEI OTOV TOYEA TNG TEXVNTHS VONUoouvNng. To TTPakKTIKO KOPUATI
oAoKANpwONkKe £¢ oAokAripou oTnv TTaixvidounxavr) Unreal Engine 4.
AloonueiwTo gpyaleio yia TNV TTITUXT OAOKAAPWON TNG UTTAPEE Kal TO EPYAAEiO

Blueprint (Visual Scripting Language) 10 0TT0i0 aTToTeAEl hia oa@r) KalvoTopia Tng

Mnxavng.

ABSTRACT

The present thesis concerns the designing, development and implementation of
a human's basic senses such as vision and hearing in a game environment in
order to accomplish a realistic behavior from the opposition which a player may
encounter. All of the above were created through referencing widely known
historic sources and algorithms. The practical part of this thesis was completed
exclusively in the Unreal Engine 4 game engine. A key feature for the successful
completion of this thesis was a tool name Blueprint (Visual Scripting Language)

which constitutes a clear innovation of this particular engine.

EMIZTHMONIKH NMEPIOXH: Texvnt Nonuoouvn yia Wnelaka MNaiyvidia.

AEZEIZ KAEIAIA: AAy6p1Buog, Anwn Atroeacewyv, AvtiAnyn, KartaoTdoelg,
Ovtétnra, Texvnth Nonuoaouvn, Aévipo Zuutrepipopdg, Maixvidia.
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2YNTOMOIPA®IEZ - EME=HIMHZH OPQN

AL T.N: Artificial Intelligence, Texvntrjy Nonuoouvn,.

KME: Kevtpikr) Movada Etreéepyaaoiag.

BP: Blueprint.

Ram: Random Access Memory.

FSM: Finite State Machines.

BT: Behavior Tree - Aévipo ZUPTTEPIPOPAG.

AAA: Triple A - 'Evag 6pog TTou XpNOIUOTTOIEITAI YIa va O€igel TTWG Eva TTPoIOV
KATEXEI TNV MEYIOTN TTOIOTNTA.

EQS: Environmental Query System.

Ul: User Interface.

[A]Behavior Tree: AtmoteAeital atmo pia TTANBwpa KOPBWVY PE ToV TTPWTO KOUPBOo
va ovopadetal root. Aéxetal Tig TINEG TOU aTTO TO BlackBoard kai eKTeEAEi TOUG
KOuPBouGg TTou BpiokovTal KATW atrd Tov KOJPo root. ‘Eteita, Bacikd oToixeia
atroTeAoUV Kal o1 kOuPol Selector kalr Sequence KaBwg Kal Ta
TapakAddia(branches) mou odnyouv Toug KOPPBOUG.

[B]Selector: EkTeAei TOUG KOUBOUG OTTO KATW TOU WE OEIPA TTPOTEPAIOTNTAG OTTO
Ta apIoTEPA OTA OECIA KOl Ba oTapaTAOE! va ekTEAE Ta branches atrd kaTtw ToU
MOAIG K&TTO10 OTTO Ta TTAIdIG - KOUBOUG TOu ETTITUXOUV. Av Ta TTaIdIA - KOUBOUG
QTTOTUXOUV TOTE ATTOTUYXAVEI KOl 0 Selector.

[[]Sequence: ExTeAei Toug KOPPBOUGS aTTd Ta apIoTEPA TTPOG Ta BEEIA Kal Ba
OTANOTACEI Va eKTEAEITAI JOAIG KATTOI0 ATTO Ta TTAIBIG - KOUPBOUG TOU ATTOTUXEI OTNV
ekTéAean Tou. Av OAa Ta TTaIdId - KOPBOI TOU ETTITUXOUV TOTE KAl O KOUBOG
Sequence ETTITUYXAVEL.

[A]BlackBoard: AtroteAei éva pépog O1Tou atrodnkeuovTtal dedopéva TTou
MTTOPOUV va diaBacTouv Kal va ypa@pTouV yia oKOTToUug AQywn¢ atto@dcewy. To
BlackBoard ptropei va poipddetal atrd pia oviotnta A atrd pia opada TToOAAWY
OVTOTATWY HE KUPIO OKOTTO TNV €UKOAIQ yIa EAEYXO OTIG TIMEG TOUG. ZUVABWG

OuVOEETAl AUECA PE TO AEVTPO ZUMTTEPIPOPAC.
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[E]Services:Eiodyovtal TTGvw atrd Toug KOUPBOUG o€ £va AEVTPO ZUUTTEPIPOPAS
Kal EKTEAOUVTOI CUPQWVA PE TNV TTPOKABOPIoKEVN OUXVOTNTA APKED va EKTEAEITAI
kal 1o id10 kKAadi(branch) mou BpiokovTtal. Xpnoipgotroiouvtal cuvhBwg yia
eAEyxoug Kal va aAAAGlouv TIG TIUEG TTOU eUTTEPIEXOVTAI OTO BlackBoard.
[Z]Decorators: 'H aAAiwg 2uvBrkeg elcayovtal o€ évav koupo Epyou(Task) i
a1TAG KOUBO PE POVo oKOoTTé va avaAUoouv av KAtrolo branch ptropei va ekTeAeoTEI
1 OXl.

[H]Tasks: Eival o1 KOUBOI TTOU OUCIOCTIKA TTPAYHATOTTOIOUV Hid EVEPYEIQ OTTWG

TNV YETAKIVNON Hiag ovtoTNTAG A TNV aAAayr oTIg TIUEG Tou BlackBoard.
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KE®AAAIO 1

EIZArQrH

2€ QUTO TO KEQPAAQIO QVOAUETAI TO QVTIKEIMEVO TNG TITUXIOKAG €PYOOiag Kai
YiVETQI HIa 10TOPIKN avadpour yUpw atro Ti¢ HEBGdOUG TToU £XOUV TTAPOUCIOOTEI
o€ auTo TO TTEdIO.

Oowv agopd Tov Topéa NG Texvnt g Nonuoouvng yia Traixvidla €Xouv UTTAPEEl
TTOMEG ava@opég Ot pia TTANBwpa TEXVIKWVY yia TO TTwWG €ival duvaTtdév va
eQappooTolV owoTd. Ta TeAeuTaia xpovia AoITTov £xouv ouyypa@Tei TTOAAG BIBAia
€K TWV OTTOIWV €va aTtToTEAETE TO "KAEIDI" yia TNV OAOKANpwon TNG gpyaciag. To
BiBAio autd ovopaletar "Al Game Programming Wisdom" (5) kal TTapaBérel pia
OUMTTTUYHEVN €KOOON DIaPOPWY TEXVIKWY OTTO APKETOUG £TTaYYEAMATIES. [épa aTTd
TO OUYKEKPIMEVO PBIBAIO OPwG €EETAOTNKAV Kal ETTIHEPOUG OOUAEIEC YVWOTWV
avOPWTTWY OTOV XWPO YIa TNV KOAUTEPN ETTECAYNON Kal ca@rveia o OUOKOAQ
onueia.  Av kal n TTapoloa TITUXIOKK €pyacaia uAoTroigital péoa otnv Unreal
Engine n omoia atmoTeAei OXETIKA €va POVTEPVO TTPOYPAPMa  uAoTroinong
WYN@Iakwy TTaixvidlwy, n WeAETN TG Bewpiag NG Texvntg Nonuoouvng Kpibnke
ATTOPAiTATN yIa TNV OWOTH KATavonon PaciKwy 10wV TIOU ETTPOKEITO VA
€QappooToUV pEoa oTo TraiXvidl pog. MNépa Ouwg Tou TTAOUCIiou UAIKOU TToU
MTTOPEI KATTOI0G EUKOAQ va avaTpEEEl, UTTAPYXOUV APKETA ApBpa Kal TTAPOUCIACEIG
oto O10dikTUO aTTd €1dIKEUOPEVOUS avBpwTroug, O0TTws o K. Donald Kehoe (1)
TTAVW OTO BEUA TTOU CUVEICEPEPAV ONUAVTIKA OTO TEAIKO ATTOTEAEOUA.

O KUplIoG¢ OKOTTOG TNG epyaciag atroTeAeital amd TNV OWOTH €Kuaieuon Tng
Bewpiag TN T.N kai n epappoyn Toug o€ yia Game Engine 6trou uttdpxel Aiyn av
ox1 ehaxiotn BiBAloypagia. TéAog, Ba TTpooTTaBrioouuE va dnuUIoUPYACOUUE €Eva
OAOKANPWUEVO YeEVIKO oUOTNUa TToU Ba JTTopei va atrodeIxXTel XPrOIUO o€
d1apopec emdeiteic T.N ynelakwy TTaixvioiwy.

Ta epeuvnTIKA TTEdIA TTOU B £EETACOUNE EEXWPIOTA APOPOUV:

e Baoikég Apxéc kai I'vwoTteég Texvikég YAormroinong T.N yia Wneiaka
Maixvidia.

e >xediaon kal YAotroinon evog MepiBaAAovTog Maixvidiou.

e 2xediaon kai YAotroinon Ttwv OvioTATwv KaBw¢ kai AvaAuon Twv

EpyaAeiwv Tng Unreal Engine.
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1.1 Eicaywyn oTtov Topéa TnG Texvntig Nonuoouvng.

H 1exvnT vonuoouvn €xel aTTaoXoAAoEl €dW Kal €va PEYAAO Xpovikd didoTnua
TTOAAG TTedia oTnV KaBnuepIviy Cwr Tou avBpwTTou.(2)2ToV KOOUO TWV WN@IAKWY
TTaXVISIWYV OJWS N T.N w¢ XapakTnPIOTIKO EKivNOE va eQapUOETal TTIO PETA ATTO
Ta TTPWTA Trauyvidla TTou dnuioupyAbnkav, Pe POVO OTOXO MIO TTIOTEUTH Kal
jovadikr) edTTEIpia yia Tov TraiXTn.(4) Aut akpIiBwg n avaykn, wlnoe Toug
TTPOYPOUMATIOTEG WNPIOKWY TTAIXVIBIWY OTNV PEYAAN TTPG0S0 TTOU €XEI ETTITEUXOEI
MEXPI onpepa. MapdAa autd, dev PTTOPEI va PNV Yivel n TTapartienon yia Tov
MEYAAO dlaxwpIlopd TTou £xel €TTEABElI peTagu Tng avattuéng T.N o€ akadnuaiko
ETTITTEQO PE QUTA TTOU TTAPATNPEITAI OTOV KOOUO TwV Wn@Iakwy TTaixvidiwy.(8)(2) H
MEYAAN SiagopoTroinon BPIioKETaI OTO yEYOVOS TTWG O KaBévag TTAnoladel 1o idio

TTPORANUA aAAG pE DIaPOPETIKG UPOG.(8)(2)

Mpiv ¢ekIVAOOUPE OPWG VO AVOPEPOUAOTE TTEPETAIPW OTNV dIOPOPOTTOINCN TTOU
UTTAPXElI OTOV ETTIOTNUOVIKO KOOHO KOAG Ba rTav va avaAlooupe TI Bewpeital
apxika n T.N yia Ta tTaiyvidia.

2710 MO Baoikd emiTedo TNG TiTTedOo, N T.N vonuoouvn yia TTaixvidla atroTeAEITal
Kupiwg atmdé 10 "@aiveoBe” kai ox1 To "eivau". AnAadh, ava@epOuAcTE OTO VA
TTAOPOUCIACOUPE WG MOVAdIKO OTOXO TIPOG TOV  TTIAiXTn  MIa  PEAAICTIK
ouptrepigopd. Me dGAAa Adyia, n T.N civar kupiwg "texvnth" kar AlyoTEPO
"vonuoouvn" oTov KOOHO TwV TTaixvidiwy. (1)

AVTIBETWG, AUTO TTOU TTPAYMATIKA TTapATNPEITAI KOl CUPBAivVEl gival o€ TITUXNPEVA
mapadeiyyata n owoty "Mignon" avlpwTrivnGg CUMTTEPIYOPAS avTi  MIAG

TTpaypaTiké £EuTTvng avTidpaong.

H mapadooiakn épeuva eravw otnv T.N avalntd Tnv dnuioupyia kal TRV avaluon
Miag vonuoouvng MEOW TEXVIKWV PEowV.(1) Eva amd autd 1a trapadciypara
atroTeAei To Kismet Tou MIT 10 oTtroio B€Ael va d€igel k&TTola cuvalicOnuaTa OTTWG
Kal va aAANAeIdpd pe TNV Koivwvia. (1)

O1rwg nén mpoavagépbnke, o okotrdg TNG T.N yia TTaixvidia ival va Asitoupyei

Méoa oTa TTAQioIa TOU XWPOoU - guTtTeipiag Traixvidiou (gameplay). Agv xpeialetal va
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Ocixvel ouvaiobnua, ammAd va TTPOKAAEi OAoéva Kal TTEPICCOTEPO TOV TTAiXTN £TOI

WOTE AUTOG va Tnv Eetmepdoel.(1)

1.2 loTopIKR avadpoun.

H 18éa tng TexvntAg Nonuoouvng utrpxe TTOAU TTpIv €dpaiwBei wg 6pog oTnv
Kabnuepivry Cwr Twv avBpwTttwyv. O1 pideg Tng T.N &ekivouv amd v Apxaia
EAGOa kai Tnv 1oTopia TnG. Ta mpwTta "¢Eutrva" AvTIKEIMEVA EPPAVIOTNKAV O€
AoyoTexVIKA €pya UE ava@OpPA 0€ OUOKEUEG TTOU EKTEAOUOQV Kal "epdpuolav” Eva
€idog Nonpoouvng. (2)

H T.N O6TTwg Trpoava@EpOnke dev OTTOTEAOUCE XOPAKTNPIOTIKO TWV TTPWTWV
TTaXVvIOIWY. To TTPWTO TTaIXVidI TTOU QTIAXTNKE TTOTE ATAV TO 1958 atrd Tov William
Higginbotham Ttrou epyaldtav oto Brookhaven National Laboratory.(11)(2) To
TTaixvidl ovopagotav "Tennis for Two" kal dnuioupyRbnke O6tav ouveEdeoe €vav
TTOAPOYPAQO pE €vav avaloyiko uttoAoyioTr.(11) "To mTpwTo TTaiXvidl TTou "éTpege”
o€ uttohoyioTh ATav 10 "Spacewar" amd Tov Steve Russell Tou MIT. AmroteAouoe
amdé TTOAAOUG iOWG TO TTPWTO TTaIXVIdl TTOU @QTIAXTNKE YIO UTTOAOYIOTH KABwG
onuioupyndnke yia va ekTeAeital  otov  PDP-1, peydAo  UTTOAOYIOTIKO

ovuoTtnua.(mainframe computer). (11)(2)

Oyx1 oAU petd 10 1970 ko 10 "Computer Space” ¢ ATARI, ol oxedlaoTEG
TTaixviOlwv (game designers) &ekivnoav va karavoouv tnv 10éa tng T.N Kai TTwg
QUTH PTTOPEI VA EQAPUOCTEI HECQ OTA TTAIXViIOIQ TNG ETTOXNG.(11)(2)

Ekeivn tnv TTEpiodo €ixav KaTakTAOEl Tov KOOPo Ta Arcade Traiyvidla e Ta
vopiopara. lMaixvidla cav Ta eupéwg yvwoTtd Pong, Space Invaders kai Donkey
Kong trapeixav €vav oToixelwdn avraywvioud yia Tov TTaixtn.(4) AANG amdé autd
Ta TTaIXVidIa EAeITTav Baoikd BgpéAia kal kavoveg TNG T.N. To KupldTEPO iowg RTav
n EAeIYn TG APEWG atToPAaocewv atrd Toug XOpous. MepikéG popEg uTTApXaV
Kal 01 ECaIPETEIC £TOI LWOTE N CUMTTEPIPOPA TWV AVTITITAAWY va Qavei atTpOBAETTTN
oTa PATIa TOU TTaiXTH, OAAG O TTUPAVAG TWV €v AOYyw TTaXVIOIWV NTAvV Ol ATTAOI
Kavoveg Kal ol Adn "eTiaypévol" KWOIKEG Kal yeyovoTa (pre scripted code and
events).(4)(2) H apxikiq T.N dev Atav KATI TTapamdvw amd atrolnkeupéva
mwpoTuTTa (Sstored patterns) TTou geyeAoloav TO avOPWTTIVO PATI KAVOVTAG TO va

TMOTEVEI TTWG AVTIMETWTTICEI Evav TTPAYMATIKO avTitTralo.(4) Mapduolio Tapddeiyua
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arroTéAeoe Kal To0 Pac Man kabwg KaBe gavraoua - exBpodg Tou TTaixTn €ixe £vav
OUYKEKPIMEVO OTOXO OTTWG TT.X. VA KUVNYAEl TOV TTAiXTN ) va TOV attoQeuyel. MoAu
OUXVA OJWG O TTAIXTNG UTTETTITITE OTNV YeUdAIoONOoN TTWG EiXE VA AVTIMETWTTIOEI 4 -
5 dlagopeTIkOUGg £XOpoUG.(6)

KaBwg épwg n taon yia ta traixvidla TUTTou arcade dpxioe va ¢eBwpialel yupw
ota TéAn Tou 1980 n avatrTuén Twv H/Y émaige kabopioTiké pdAo oTnv KaTeUBuvon
TTou Ba £maIpve KAl N AvaATITUgn Twv WYneIoOKWY TTaIXviolwy. ZUVIOPA O
TPoowTTKOG H/Y €yive O10B€0IMOG Kal  ETTEITA ONUIOUPYNONKE TTEPIEXOUEVO
TTaIXVIBIWY BaCIOUEVO o€ GANQ TTPAYHOTA OTTWG Ta ypa@Ikd. (4)(2)

Opwg n T.N atotéAeoe Kal Ye TNV o€Ipd TNG €vag OAOKANPOG TOUEAGS TTOU ETTPETTE
va egehixBei. H avaykn ATav peydAn, T6oo peyadAn tmou edpaiwaoe tnv 16éa NG T.N
WG €va ETTIONPO XAPOKTNPIOTIKO OTA TTaIXVidla atrd 1o TTapeABOV WG Kal OAPEPQ.
Ovrag Aoimmév éva Bacikd XapakTnpIoTIKO, €TTOUEVO NATAV va TTPOXWPENAOCEI Kal N

e€éNEN NG T.N mapatrévw.

2T0 Aueco TTapeABOV eu@avioTnkav TTaixvidia Tou wbnoav o€ peydAo Badud kai
¢Becav  uywnAd TOoVv TIAXN O€¢ Bfuata  TMIOTEUTAG OuPTTEPIPOPAS. Mepikd
Tapadeiyyata ou "EAapwav” fTav ta taixvidia otpatnyikis (Real Time Strategy
- RTS). To ouykekpipgévo €idOC eUPAVIOTNKE KOl QUTO HYE TNV O€lpd TOu OTa TEAN
Tou 1980 kai ypAyopa TauTioTnKe pE Tov 6po "troloTiK T.N."(4) O1 TeEXVIKEG AUTWV
TWV TTAIXVIOIWV ATAV OPKETA aATTAITNTIKEG AAAG Kal TOOO EVTUTTWOIOKEG TTOU
oUuvTopa eEeAIXTAKAVY O€ €va ETTIOTNUOVIKO TTEdi0 atTd POVES TOuG (2)

‘Eva e1miong onPavTiKO TTapadelyua aAAG Kal TEXVOAOYIKO ETTITEUYHO ATTOTEAEN Kal
10 TraiXvidl The Sims 1mou d100£Tel TTAEOV pIa SEKATTEVTAXPOVN EUTTEIPIO OTO va
TpooTradei va uunBei Tnv kaBnuepivip wrp Twv avBpwTiwvy amd TO va
TTEPITPIYUPICOUV PHOVOI OTOV BPOPO €WG KAl TO va dIOKOOWOUV TO idlo Toug TO OTTiTI!
To ev ANOyw eyxeipnua TPOKAAECE 101AITEPN €VTUTTWON KOBWG TTaPOUCIAel
OIAQOPEG TITUXEG TTOU PEXPI TTPIV Oev €ixav eu@avioTei otov idlo Babud. Mepikda
atré auTd €ival n évvola TNG MVAMNG, MIa €CEAIYUEVN HoP®r AQYNS ATTOPACEWYV
aAAG kal n yvwoTt T.N ocuptrepigpopdg (behavioral Al) Tou acyoAeitalr pye tnv

aTTOPUYN EUTTOBIWV ) AVTIKEINEVWV.
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1.3 O1 dUo TrTUXéG TG TexvnTAg Nonpoouvng.

Mwg dnuioupyndnke dpwg €va TETOIO TEPAOTIO XAOMA MPETAEU TNG AKAONMAIKAG
T.N kai Tnv avartuén T.N yia Taixvidia;

H amdvinon Bpioketal o€ 800 PBaoikéS TTAPAdOXEG:

MpwTtov, n T.N artroteAei €vav TEPACTIO KAGDO TNG £moTAPNG Twv H/Y. Agv giva
TTAVTA EUKOAO VA €QOPUOCEIS TIG iDIEG APXEG MEOA O€ Eva WN@IAKO TraiyVvidl. (8)
AelTEpPOV, O KOOPOG KOl TTIO O OUYKEKPIYEVA O Traixtng dev Ba evdlapepOei
TTPAYMATIKA yIa TO TI CUPBaivel TTIow atro Ta ypa@ika kal To gameplay. (8) Aesv Ba
ayopdoouv €va video game PBdoel Twv TOAUTTAOKWY OAyopiOuwyv TTOU
Xpnolyotroinénkav yia va AuBei éva pabnuatikd mpoépAnua opBa.(8)(2) Autoi ol
OXEOIAOTEG TTAIXVIOIWV PAAICTA, XPNOIYOTIOINCAV OIOQOPETIKA TTPOCEYYION ATTO
auTr) TTou avaAueTal atov emoTtnuovikd edio Tng T.N. Eival épwg dlo epwtnong
va avapwTnBei KATTOI0G av eKPETAAEUTNKAV BOOCIKEG 10EEC KAl TTAPADOXES TNG

akadnuaikns T.N yia va ¢Tacouv 0To €MOUPNTO ATTOTEAECHA.

‘Eva onuavTikG TTapdadelyua TTou pag Oivel Pia PIKPAR OTITIKA yIa TO TTWG i0wG
Katrolog Ba Trpétel va oxedidoel pia T.N yia 10 TTaixvidl Tou €ival TO ynelako
OKAKI. Av Kal TO Yn@Iokd OKAKI aTTOTEAE Evav @avTaoTIKO TOPED OTNV eKTTAIdEUON
kal otnv é€peuva NG T.N, oTov KOGHO Twv TTaIXVvIOIWwV cupBaivel To avTiBeTo.(8) Oa
NTAV KATAOTPOPIKO YIO TOV KOOMUO TWV TTAIXVIOIWV AV O UTTOAOYIOTHG VIKOUOE TOV
METPIO TTAIXTN XWPIG Kapia duokoAia. @a xavoTtav n KUpIa Hop@r Yuxaywyiag Trou
TTpoo@épel Eva TTaixvidl, Ba xavoTav n dlaokEdaon, £vag 0pog TTou Kabopilel T
TTpaydaTika eival éva Traixvidl.(8) AvtiBeta n T.N ota Traiyvidia €ival €kei yia va
A@RNOEl TOV TTAiXTN va VIKNOEl, aAAG pe évav puxaywyiko 1potro.(2) MNapdAa auTd,
n uttepPoAIkny emTévduon oT1o Kouudm TG T.N €101 va woTte va "ayyige" Ta
akadnuaika emimeda gival avé@iktn.(2) Ao Ta TTAAAIOTEPA KIOAAG XPOVIA TTOU N
UTTOAOYIOTIKI] dUVAPN UOTEPOUCE ONUAVTIKA, Ol TTPOYPAUMATIOTESG "TTAAEUaV" va
XWPEOOUV MIa ypaPur KWAIKA oTa TraiXvidla AOyw TTEPIOPIOPOU TNG MVAMNG
(RAM). (3) (2)

AkSuN Kal otV CAPEPOV NUEPA TO TTOO0OTO TwV KUKAWY KME (CPU cycles) civai

eppavéoTata TEPIOPIoUEVO Yia TRV avaTTuén T.N akadnuaikou emimmédou. H T.N
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yla Traixvidla opwg Oev xpelaletar va €xel BdaBog.(3)(2) ‘Eva dlapopeTikd
Tapddelyua atmmotéAece kal To Pac Man. O tpdémog pe Tov otroio 70 Pac Man
XEIpiCeTal TIG OIAOTAUPWOEIG OTO WOVOTTATI TwV £XBpWV €ival va TTpocBETel pia
d00n TUXNG OTIG aTToPACEIG TToU TTaipvouv (randomness in decision making when
encountered with junction) €101 WOTE va unv akoAouBouv v idia diadpoun.(6) (2)
ATTOTEAEI £PYO TWV TTPOYPANMATIOTWY VA TTPOCBETOUV Pia TrapaAAayn oTov idIo

aAyopiBuo eupeong povotraTiou (Path-Finding) yia va emtuxouv pia Tétola Tuxaia

OUNTTEPIPOPG.(6) (2)

AkpIBwg yia autdév Tov Adyo TO eTTiTredo Tng T.N yia traixvidla €ivar capuwg
KATWTEPO aTTO OTIOATTOTE £XEI KATAPEPEl MEXPI TwWpPa N akadnuaikh T.N.(8)AAG ue
TO TTEPACHA Tou Xpovou Kal Tnv ouvexy avattuén T.N yia TTaixvidia oAoéva Kal
TTEPICOOTEPEG TEXVIKEC PBACIOPEVEG O€ €PEUVEG ATTO aKadnudik TTPoEAEUCN
Bpiokouv Tov dpduo Toug péoa oTa TTalxVvidla.(8) To yeyovog autd atrodelKvUETal
KaBwg n T.N 1Taixvidiwv €xel eKMETOANEUTE TTANPWGS PACIKEG Bewpieg Kal epyaleia
ammd v akadnuaik TTuxi NG T.N. MepikéG ammd auTEG TIG TTAVTOOUVAEG

MEBODBOUG Kal epyaAcia atroTeAoUV ol:

e Mnxavég MNemepaocpévwy Kataotdoewv (FSM - Finite State Machines)
o Aévrpa Atropdacewv (Decision Trees or Behavior Trees)
e Acapncg Aoyikn (Fuzzy Logic)

)]

Méow TwV TTapaTTévw TEXVIKWYV €ival EUAOYO VO OKEPTEI KAVEIC TTWG €XEI ETTEANDEI N
mAéov onuavTik €EEMIEN oTov KOopo Tng T.N yia taixvidia. Ol traparmmdvw
TEXVIKEG aTTOTEAECQV £pyalgia CWTIKNG onuaciag yia va oAokKANpwOEi n TTapouca

TITUXIOKK EPYQOIO KOl CUVETTWGS aKOAOUBEI N avaAuon dUo atmd auTwy.
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1.4 Mnxavn Memrepaocuévwyv Kataotaoewyv (FSM).

H FSM civar évag TpoTTog oxedioong Kal TTeEPATWONG MIOG OVTIOTNTOG TTOU
dlaKaTEXETAl aTTO EEXWPIOTEG MOVADIKEG KATAoTAOEIg(States) katd Tn dldpKeEIa
NG Cwng TnG.(1) EIdIkOTEPQ, atroTeAcital amd €va POBNUATIKO HMOVTEAO TTOU
Xpnoigotroigital oe TTOAAOUG KAGdoug Tng emoTANNG Twv H/Y. Mia katdoTtaon
MTTOpPEI va TTapouciadel pia "uoikn" avtidpaon TToU TTPAYUATOTIOIEI N OVIOTNTA
EKTEAWVTAG MEoa OTO TTauyvidl pia kivnon (animation). Emiong pia kardoTtaon
MTTOPEI va avatrapioTd KATTola ouvaloOnuarta. Autd Ta cuvalioBriuaTa JITopouv va
@avoUuv  OTO  TIEPIEXOPEVO  TOU  TTaIXVIOIOU  PEOW  TTPOKABOPICUEVWV
oupTtTEPIPOopwWV.(predetermined behaviors). (1)

MapakdTw akoAouBei Eva TTapadelyua Pe dIGPOPESG KATOOTACEIG TTOU UTTOPEI va

UTTAPEOUV O€ dia ovToTnNTa £VOG TTaIXVIOIoU dpdonG.

< IOLE - n:l::z‘

-
[ mlert “} |‘|ntmquud:|

‘ y
-~ r
' Fleeing | ' -ohqqm-wq

L

Eikéva 1.1: Kataotdoeig piag Mnxavig Memepaopévwy Karaotdoewv(FSM). (1)

O1 TTapamdvw KATaoTACEIG PTTOPOUV VA UTTOBNAWVOUV Ta €EAG XOPAKTNPIOTIKA

MECQ aTO TTAIXVIOI:
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e Acgpyog - Idle: Ze autAv Tnv KatdoTacn n oviotnTa TTAPAUEVEI AEPYN.

MTTopei va TTapapével akivntn ME XauNnAR avTiAnyn yia 1o cuppaivel yupw

TOU JEXPI VO DEXTEI KATTOIO EVAUCOHQ.

e Evnuepog - Aware: H ovidtnTa ouveXwg Waxvel yia exBpoug. E@doov

OEXTEI TO EvAUOa OTTWG TT.X VA TTAPATNPACEI dia avoixTr TTOPTA, YTTOPEi va

aug¢noel Tnv akTiva Tou akouel. (1) Mepioodtepo atrd 611 YTTopouce OTNV

dgpyn KATaoToon.

o [lepiepyog - Intrigued: H ovtoTnTa KATAVOE TTWG KATI OV TTAEI KAAA. IMNa va

AVATTOPAYEl TNV OUYKEKPIYEVN OCUUTTEPIPOPA OTITIKA iCWG aPnoel ToV

TTPOKABOPICUEVO HOVOTTATI TTOU TTEPTTATAEI WPAXVOVTAG YIa oToIXEia. (1)

e Ei1doT1T0IiNON - Alert: H ovtdtnTa €x€1 KATAAABEI TOV TTAiXTN, KAl TPEXEI TTPOG

TO MEPOG TOU N €160TTOIEI TOUG GAAOUG PpoupoUc. Av TPEEEI KAl PTACEI OTNV

OKTiVO TTOU JTTOPEI va €mMITEDEI OTOV TTAIXTN TTPOXWPAEI OTNV ETTOPEVN

kardotaon.(1)

e EmOeTiKOC - Aggressive: E@Qooov n ovioTnTa @TACEl OTNV AKTIVA TOU TTaiXTN

¢ekivagl Tnv €mmiBeon. H ovtotnta aAAdlel katdotaon av @TACEl OTnV

karaotaon "fleeing" TTOU pTTOPEI va ouppei OTav @TACEl O0€ XaunAoug

TTOvToug (WNG N av TTedavel. (1)

e Quyn - Fleeing: Ze auti Tnv KatdoTaon n ovioTnTa TPEXEI MEXP!I VA

amo@Uyel TOV TIaiXTn Kal va favd ETMOTPEWEI O€ Mia  OIOQOPETIKA

karaotaon.(1)

e Nekpdg - Dead: H oviétnTa TTAUEl va UTTAPXEL. 2€ OUYKEKPIYEVA TTaIXVidIA

Mia TETOIO KATAOTOON PTTOPEI VO OTTOTEAECElI EVAUOHA VIO GAAEG OVTOTNTEG

OitrAa TG 1TTou Ba dpdaoouv avaioya.(1)

AUTEG O KATOOTACEIG UTTOPOUV VA €QAPUOOCTOUV PECW OUO TPOTTWV Ot £va

TTaiyvidl. Kébe kardotaon va cuvdEsTal Ye pia petaBAnTr n otroia 8a aAAAlel Tiun

0edopEéVOU  KATTOIWV KAVOVWY 1 PEOw AAAOU TPOTTOU  QVTIKEINEVOOTPAPOUG

TTpoypauuaTiopou (Object Oriented Programming). (1)

Mpiv TTpoxwpriooupe oto WG ol FSM kal Ta Behavior Trees avTtioTolxouv oTnVv

Unreal Engine kaAé 6a nArav va avaAlooupe TTWG Mia ovidtnTa MPTTOpEi va

avTIANeBei T cupBaivel yopw TnG. H amdavinon Bpioketal oTi¢ ailcONOEIG TOU

avBpwTtTivou TTapdyovTa TTou 6a avaAuBouv ato KegdAaio 1.6.
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1.5 Aévtpa ZupTtreplpopdg - Behavior Trees.

2€ avtiBeon pe TIC FSM T1a dévipa CUMTTEPIPOPAG aTTOTEAOUVTAl ATTO KOUBOUG.
Méow AoITTOV piag 1EPAPXIKAG OPXITEKTOVIKAG TTOU Ta OloKkaTéXouy, Egival
uTTEUBUVA VIO TNV ARWN aTTOPACEWY KABWG Kal CUUTTEPIPOPA TNG OVTOTNTAG HOG.
KaBe lepapyxia KOWBwWVY TTOU  TTAPATNPOUPE QTTOTEAEI OUCIOOTIKA Kal  pia
OUNTTEPIPOPG TTOU Ba eKTEAEI N ovTOTNTA PAG. AUTA Ta BEVTPA AV KOl OTNV TTPWTN
oyn MTTOPOUV va @avouv atrAd, TTOAU ypAyopa MTTOPOUV vda Yivouv OpKETA
TTEPITTAOKA. AvAAoya AOITTOV TI TTEPIMEVOUME aTTd TNV OovTOTNTA Pag Ba TTPETTEl va
gipaoTe o€ Béon va oTnpixTouhe oTa BT KaBWG €ival TOOO duvaTtd TTOU YTTOPOUUE
va TTPocBEocoupE Evav HEYAAO OPIBPO CUPTTEPIPOPWY. TO KAAUTEPO ONUEIO OPWG
aQOopPAa TNV OXETIKA €UKOAN €kTEAeon Toug. 2TnVv Unreal Engine ta BT atmmoteAolv
Baoikd gpyakeio yia TNV vAoTtroinon diag ovidTNTAG CUVETTWG Ba gival ouveTd va
KPOTAOOUWE PEPIKA TTPAYUATA.

AkoAouBei éva BT péoa otnv Unreal Engine.

& ROOT
AlS Blackboard

| " Sequence |

o Sequence

<
o
., Selector

Selector

@
® = Move To

MoveTo: DesiredObject
&3 Run EQS Query
d

® a 3
-
&) Run EQS Query = . ® =¢ BTTask_Run Base Behavior
BadFood =« BTTask_BlueprintBase BTTask RunBaseBehavior
ct B .

Eikéva 1.2: AvatrapdoTtaon evog Behavior Tree.

Mapatnpwvtag AoItév TRV dourn TnG €ikévag 1.2 Traparnpoupe €va OEVTPO
KOuBwv. H apxn tou dévipou ovouddletal root kai o KOPPBor Selector[B] kai

Sequence[l] ovopdalovral Composite Nodes. Autd T10 €idog KOPPwWY TOTTOBETEITAN
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Tavw ammd 1a Tasks [H] kal emAéyouv Tnv 1gpapxia TTou Ba Tpégouv. MNépa atrd
QuTOUG TOUG KOUPBOUG uTTApxouV Kal aAAol kOupol 6TTwg ol Decorators[Z] kai ol
Services[E] 1Tou €xouv Tnv duvatoTnTa va aAAGEOUV TNV POK TTOU EKTEAEITAI TO
0évipo Mag. AuToi oI KOUBOI pag EMTPETTOUV VA "KAEIBWVOUUE" OPIOPEVEG
OUUTTEPIPOPEG Kal avTIOPACEIG TNG OVTOTNTAG UAG.

EidIkOTEPQ TTAPATNPOUME TTWG APXIKA TO OEVTPO EKTEAEITAI ATTO TOV KOUPBO root Kal
Kabwg karteBaivel péow Twv KAadiwv(branches) OdloAéyel péow Twv KOPPBwWV
Selector kalr Sequence ue Trola o€Ipd Ba ekTeEAeoTOUV Ta Tasks.

MoAU onuavTikn TTAnpo@opia eTTiong cival WG To BT ekTeAEiTAI yIa 000 "TpEXEI" TO
TTaixvidl. AvaAuTikdTepa ekTeAeiTal ava kapé(frame) katd Tnv OIGPKEIQ TOU
TTaIXVIOIOU Kal av n ovioTnTa TTpofei o€ pia ammé@acn Kal evépyela UTTOPEI va
METATTNONOEI ATTO TOV éva KOUBO oTov AAAO. TENOG Ba TTPETTEl VA KPATHOOUUE TIG
TPEIC KATAOTAOEIG TTOU MTTOPEl va KaTEXEl éva OEVIPO KaBWG ekTeAgiTal. Tnv

ETTITUXIA, TNV ATTOTUXIO KAl TNV OWOTH EKTEAECN TOU.

1.6 AvtiAngn - Perception otnv Texvnt Nonpoouvn.

MNa va eivar og B€on pia ovidTNTA VO CUPTTEPIPEPETAI OPBA Kal va AAUPAVE! TIG
KAaTAAANAEC aTTOQACEIC aTTAITEITAI éva oUoTRHMA avTiAnwng.(1) 2Tnv TTo atTAf Tou
Mop®n éva TETOIO OUCTNUA EUTTEPIEXEI KAl avalnTd aTrd TV ovTiOTNTA TIG AVAAOYEG
TTANPOQOpPIEG yia Tnv B€on TTOU WTTOPEI va BPIOKETAI O TTAiXTNG €TOlI WOTE VA
Tpofei kal atnv avaloyn evépyela. AANol o TToAUTTAoKOI KAGdoI TG T.N Suwg
ouvavTOUV APKETA €UTTOdIO OTNV EKTEAECN TOUG OXETIKA ME TO KOBRKOvVTIA TTOU
TIPETTEl VA TTPAYMATOTTOINCElN N ovioTnTa. 'Eva amAd mmapddeiypa atroTeAei éva
dUoBaTo PYOVOTTATI TTOU TTPETTEI VA dIACYXioEl N ovidTNTA I va QTACEI OTOV TTAiXTN
XWPIg aTo TEAOG va @Tavel oToV TTPoOoPIoHO TNG.(1) O KUpIog TTapdyovTag O€ auTh
TNV TEPITITWOon Ba ATav 0 XApTng / €Tmimedo TTOU OUOKOAEUEI TNV OOUAEIA TNG
ovToTNTOG.

MapoAa autd n TTpayuaTikh TTPOKANCN KPURBETAI OTNV TTPOCAPHOYN TNG ovioTNTAG
oTnV ToTa KaBWwe Kal OAa Ta OTOIXEIO TTOU UTTOPEI va TNV guvodeuouv. (1)

H ouykekpiuévn TeXVIKA ovoudletal tpooappooTiky T.N (Adaptive A.l) kai

EQPAPMOLETAI TTIO OUXVA OTA TTaIXvidla oTpaTnyikKAg. ZuvhBwg autd TTou CUUBAiVEl
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gival TTWG n ovidTNTA avaAUeEl TIG KIVAOEIG TOU TTaiXTn Kal dpa avaAoya, o€ TTOAU

YPYOpPO XPOVIKO dIAoTNHA.

Mépa atmmd TEXVIKEG OTTWG N TTPocappooTIK T.N, n ovidtnTa TPETTEl Va €ival o€
Béon va "kataAaBaivel" T oupPaivel yupw TNG.(1) Xpeidletan AoitTdv, TIGC BACIKES
aI00A0EIC TOU avOpWTTOU yia va TO KaTa@Epel autd. To BeTikd pe auth Tnv
uTTéBe0N €ival TTWG OTOV KOOMO VOGS TTAIXVIOIOU O dnuIoupydG - TTPOYPAUMATIOTHG
Exel TTpOoPacn oe OTIOATTOTE O idIOG €xel @TIALEl. AuTO METATPETTEI TNV OAN

dladikacia o€ pia o atrAr TTapadoxn artd auTr TnG TTpayuaTikig T.N.

Mepikég atTd TIG QIOBAOEIG KAl TTWG QUTEG iIowg Ba ptTopouoav va €10ax8oUv OTo

TTaIXVidI Jag akoAoUBoUV TTaPAKATW:

Opaon: H épacn ptTopei va eTTEUXOEI O€ TTPOYPAPUATIOTIKA ETTITTEDA HECW EVOG
amAou diavuopartog (Vector) Tou &ekivdel atmd TO WOVTEAO TnG ovroTNTAG Kal
KATOANYEl O€ Mia OUYKEKPIPEVN aTTOOTAON. AV O TTaiXTNG €10€ABEI OTNV DIGUETPO
TOou dlavUOUATOG TOTE PEOW Miag aAAayng PETaBANTAG Ba avayvwplioTel atmd TV
ovVTOTNTA TTOU WE TNV o€Ipd TG Ba TTpofei 0TV avaAloyn evépyela, va TPELEI TTPOG
TO MEPOG TOU, VA ETTITEDET KTA.

Mépa atrd 10 TTOCO CNUAVTIKA PTTOPET va el N ovTdTNTA PJag Ba TTPETTEl oiyoupa va
uttoAoyiooupe Kal TNV ywvia Tng 6paong TnG.(1) To avBpwTrivo pdT gival o B€on
va diakpivel 62 poipeg atmd 1o apIoTEPO PATI Kal 62 aTTd To Oei. Me KUpIO OKOTTO
Tov peaANioyd oOTO Traixvidl pag Ba nTav ouverd va XPNOIUOTTOINOOUME KAl
QVTIOTOIXEG TIMEG IO TNV OVTOTNTA UAG.

‘Eva eCioou onuavtikd TTpORANUa atToTeAE Kal To TI akpIPWS BEAOUME va BAETTE
Kal va avayvwpilel n oviotnTa pag. Oa avridpd otnv OYn TOU TTaiXTn | KAl O€
KATTOI0 GAAO QVTIKEIMEVO TTOU €I0EPXETAI OTNV €UREAEI TNG Opaong Tng; To
OUYKEKPIPEVO CATNUA PTTOPEI VO QVTIMETWTTIOTEN JEOW TNG Evvolag TNG TARTTEAQG
(label) otnv 1O aTTAR HoPER avayvwpiong TTou Ba KaTéxel N ovroTnTa. ‘Eva atmAd
TTapAdeIypa TTEPIAAUPBAVEI Pia ovTdTATA, TOV TTAiXTN Kal éva OEVTPO. Av EI0AYOUUE
Mia TautréAa "Player" yéoa oTig 1810TNTEC TNG ovTOTNTAC, Ba gival TTAéov O€ B€on va
"avayvwpioel" T BAETTEI atTévavTl TNG. Av BEAOUUE TT.X. N OVIOTNTA POG VA EKTEAEI

Mia attAf) okommd peTagu duo dEvTpwy Ba €1I0Ayape TAUTTEAES KAl yIa Ta OEVTPA ME
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armmoTéAeopa va PAETTEl Ta dUO avTikeEiyeva (game objects) Kal va TTEPIPEPETA
QVANEDQ TOUG.

Ava@epOPEVOG OUWG OE ATTAEG HOPPEG avayvwPIoNG Tou TTEPIBAAAOVTOG YUPW TNG
MIa ovtOTnTa Ba TTPETTEl va gival o€ B€on va punv BAETTEI p€oa aTTd TOiIXOUG KABwG
KATI TETOI0 Ba 0dnyouce o€ pia BUCAPEDTN EUTTEIPIA YIQ TOV TTAiXTN. To TTPORANUa
QUTO AVTIMETWTTICETAI JEOW MiAG TTOAU YVWOTAG TEXVIKAG €V OVOMATI iXVOG QKTIVOG
(ray tracing).(1) To ray tracing €ival évag JaBnuaTiKog TPOTTOS va KataAdBoupue av
N OKTiva POg CUMTTITITEl PJE KATTOIO GAAO game object o€ pia TrpokaBopiouévn

artréoTaon.

‘Hxog: O nxo¢ Ba p1TOpoUCE €UKOAA VO QVTIMETWTTIOTEI PE TOUG TTAPATTAVW
TPOTIOUG. 2TnNV TIEPITITWON OPws €vog Vector, o nxog 6Oa armeikovi{oTav
OIaQOPETIKA. 2TnV Oikn Pou epyaoia €TTEAECa auTd TO vector va gival oTnv ouoia
Mia o@aipa TTou QTAVEl PJEXPI VA OUYKEKPIUMEVO OnuEio. H ovriotnTa AtToTeEAE TO
KEVTPO TNG OQaipag Kal av KATTOI0G AXOG akouoTei yéoa oTnv euBéAsla TG Oa
QVAYKAOEI TNV ovTOTNTA va TTpoBei oTnv avaloyn evépyeia. OTTwg Kal oTnv 0pacn
aTraITeiTal pia AioTa pe TIG AANEG OvTOTNTEG TTOU Ba UTTOPEI va avayvwpioel N dIKNAG
Mag ovtotnTa. ETTiong, otnv TTEPITITWON TTOU O KOOPOG HAG EUTTEPIEXElI KATTOIO

NXOMOVWTIKA UAIKG Ba agloTroloUcaue PE ToV idI0 TPOTTO TNV TEXVIKN ray casting.

Mépa amd autég TIC dUO aIoBACEIC pia ovTOTATA PTTOPEI va agloTToINCEl Kal TIG
AAAEC aI0BAOEIC TOU AVOPWTTOU av Ol KAVOVEG Kal 0 oXeOIOOUOG ToU TTaIXVIOIoU TO

ETTITPETTOUV:

Apn: O1 1epIoodTEPEG TTAIXVIOOUNXAVEG (game engines) €XOuv AVTIUETWTTIOEI
autd 1O TTIPORANUa péow TG évvoiag TnG ouykpouong / TpIfAg (collision).(1)
AuTté cupBaivel yiaTi oI JOVTEPVEG game engines £Xouv XTIOWEVO PECA TOuG éva
a1réAUTa PEQAIOTIKO ouaTnua PuaikAG TTou eQapuolel TOUG KAVOVES TNG JETA OTO
TTaXvidl. AUTG T CUCTAPATA ATTOTEAOUV £pYO TEPACTIWY ETAIPIWY OTOV KOOUO TNG
emoTtAung H/Y o6mmwg n Nvidia pe tnv TeXvoloyia GeForce | PhysX Trou éxel
EVOWMOTWOEI o€ OAeC TIC OUYXPOVEG game engines. ZUVETTWGS av dia ovrotnta
OUYKPOUOTEI e Mia GAAn Ba TTapartnpnBei €va €idog agrg TTou WPTTOpPEl O

TTPOYPAMUMATIOTAG VO EKUETAAAEUTEI yIa TA ETTIBUPNTA ATTOTEAECATA.
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Oo@pnon: H 16éa TNG PUpwWBIAG o€ £va TTAIXVIOI ITTOPEI va TTPAYPATOTIOINGEI YE
TNV TTPOo0BRKN €vOG AOPATOU iXVOUG TTOU ME TNV O€lpd Tou Oa pTTOpEi va
avayvwpeIoTEi atro Tov TTaixTn. Aiya Traixvidia Tpoodidouv TETOIEG 1010TNTEG OTO A.l
TopOAa autd oiyoupa aTroTeAEl évav TPOTTO va ATTOOWOEIG PEAAICUO OTO
gameplay.

TeAeiwvovTag Pe TO TTWG Wi ovTOTNTA PTTOPET Va avTIAn®Oei TI cuuBaivel yupw NG
OoTO TTEPIBAANAOV Pag atTouével Eva TTOAU onuavTikd epwTtnua. ‘Eva epwTtnua TTou
armmoteAei v Bdon ™G T.N yia traixvidia. MNwg PITopei yia ovrotnTa TTOU dEV
EAEYXETAI ATTO TOV AVOPWTTIVO TTAPAYOVTA va METAKIVNOEI 0TO id10 TO TTEPIBAAAOV
TToU TTAéOV avTIAauBAaveTal;

H amravinon épxetal atmd tnv akadnuaikn épeuva 1ng T.N kai aAyépiBuoug tTou

uttApgav €dw Kal Kaipo.

1.7 MAoAynon tng T.N (A.l Navigation).

2TOV XWpPo TnG TTAonynong via T.N éxouv avatmtuxBei TTOANG PovTEAQ pE ETAIPIES
TTOPAYWYNS WYNPIOKWY TTAIXVIOIWVY VA avatrTUooOouV Kal Ta OIKA TOUG POVTEAQ yid
va TaIPIAEOUV OTIG OVAYKEG TOU €KAOTOTE TTaIxVvIoIiou.(10) Mia atmd auTtég eival n
Valve 1Tou yia TNV avaTrTugn evog atrd 1a Tmo dNPO@IAr TTaixvidla TTou QTIaXTNKAvV
ToT€, TO Half-Life 2, dnuioupynoe €¢ oAokArpou 10 81K TG ouoTnua T.N.

MapoAa autd Ba apkeoTOUNE e BUO aTTO TIG TTIO YVWOTEG TEXVIKEG TTAoriynong T.N
TTOU UTTApXOUV €0W Kal QPKETA Xpovia OTov Xwpo. ATtodeixbnkav eT1riong,

KaBopPIOTIKEG YIa TNV OAOKAAPWON TNG TTapoUcag TITUXIOKNG EPYAaiag.

20ykpouon kai Xrpo@n (Crash and Turn)

H texvikr crash and turn atroTeAgiTal atrd dUO TTOAU ATTAEG TTAPAdOXEG:

1. MeTakivAoou TTPOG TNV KaTeUBuvon Tou oTOX0oU oou. (1)

2. Av ouvavtioeIg KATTOI0 €UTTOdIO OTPIYE TTPOG TNV KATEUBUVON TTOU OE QPEPVEI
MO KOVTA OTOV OTOX0 oou. Av dev BpEIC Kapia TETola KaTeuBuvaon SIAAEEE pia aTnv
TUXN Kal OUVEXIOE VA DIOAEYEIC UEXPI VA PTACEIS OTOV OTOXO oou. (1)

AUTA N TeEXVIKA €xel "AdpWel" Katd TNV EENIEN TWV TTAIXVIOIWY KABWG ATTOTEAEI pia

TTOAU atrAf} Auon. O apiBudg Twv TTaIXVIOIWV TTOU XPNOIUOTIOIEI QUTH TNV TEXVIKN
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gival TTOAU peydAog.(1) O Adyog TTou XpNOIKOTToINCa auTr TNV TEXVIKA Ba avaAuBei
TTOPAKATW OAAG aG UTTOBECOUNE TTWG O OTOXOG TTOU TTPETTEI VA KIvnBEi n ovtéTnTa

OV apopd Tov TTaiXTN AAAG KATTOIO QVTIKEIMEVA TTOU TOV AvTaUEiBouy.

O AAyo6piBuog A* (A Star Algorithm)

O aAyopiBuog A* Baciletal eTdvw oOTovV yVvwoTO aAyoépiOuo Ttou Edsger W.
Dijkstra. Katd kaipoug éxouv TrapouciacTei TTOAEG eVOAAOKTIKEG AUCEIC yIa TOV
aAyopiBuo Tou Dijkstra pe pia a1md auTtéG va OUVBETEI TOV OAyOpIBuo A*. Ztnv
oucia utroAoyiCel Tnv ypnyopotepn diadpouny PeTatu kOpPwv(nodes) ot éva
oxedldypaupa.(9) H TeAIKh popery Tou A* aTroTeAEiTal Kal OTTO OTOIXEIQ TOu
YVWOTOU OAAG Ol KOl TOOO OTTOTEAECUATIKOU O€ KATTOIEG TTEPITITWOEIG, TTPWTOU
KaAUTEpou eupriuaTog (Best First Search).(9) Q¢ mpwTto BApa utToAOYIEl TTOIOG
KOuPOG gival o Kovtd. Epdoov emAEEEl TRV TTPpWTN dladpour) akoAouBei Tnv idia
OlodIKaoia Kal yia Tov €TTOUEVO KOPPBO HEXP!I va PTACEl OTOV TEAIKO €TTIBUUNTO
KOupo.
A¢ Bewpriooupe Kal OpPICOUME TIC TTAPOKATW METAPANTEC yIa TNV KAAUTEPN
Karavonon tou A*:

» H ouvaptnon g(n) atmmoTeAei To akpIREG KOOTOG TTOU XPEIAZETAI VIO VO PTACEI

aTTo TOV éva KOUBO oToV AAAO.
» H ouvdaptnon h(n) utoAoyiCel Tnv eupeTikny (heuristic) diadpoury Ao Tov

KOUBO N péxpl Tov TENIKO KOMPBO.
TENOG TIPIV N OVIOTNTA MPOG TTPOXWPENOEI OTOV ETTOPEVO KOPPBO eKTEAED pia
ETTAVAANWN HE TNV TTOPAKATW HaBnuartikr) Tpdaén yia va eTacel oTo TEAOG PE TNV
BEATIOTN diadpour. Akdpa KaAuTepa eEeTAlel KABE opd TTOI0G KOUPBOG N €XEl TO
MIKPOTEPO QATTOTEAEOUA TNG TTOPAKATW TTPAENG KAl PE TNV OEIpd TTpoXwpdel o€
QauToVv:

> f(n) =g(n) + h(n)

Me auTOv Tov TPOTTO ETTITUYXAVETAI N UAOTTOINON TOU aAyopiBuou A*.

DOpi&og Avbpéou 26



Ixeblaon kat Epappoyr Bacikwv Xapaktnplotikwy Texvntrg Nonpoouvng os MeplBaiiov
Mawxvidlov

KE®AAAIO 2

EIZArQrH

2€ QUTO TO KEQAAQIO avaAuovtial O OXeOIAOPOG Kal Ol TEXVIKEG TIOU
Xpnoigotroinénkav yia tnv dnuioupyia Tou TTEPIBAAAOVTOG TTOU Ba KivouvTal ol

OVTOTNTEG.

2.1 Xxediaon Tou Game Environment.

Mpoxwpwvtag oTnv UuAoTToinONn TNG TTOPOUCAG TITUXIAKAG E€pyaciag ,n pon
gpyaciag pou &ekivnoe Ye TNV dnuIioupyia Tou XwpPou TTou Ba eMIdEIKVUOVTAV Ol
duvaTOTNTEG TWV OVTOTATWYV TTOU Ba €ixa OKOTTO va QTIALW. ZUVETTWGS TO TTPWTO
Briua oTnVv gpyacia pou rfTav va dnuioupynow éva game environment.

To ouykekpigévo game environment TTRETTEI QUOIKA va KATEXEI Eva "BEpa”, epooov
MEAETOUME TOV KOOMO TWwV TTaIXVIOIWV Oev Ba TTPETTEl va XaBei n euTTEIpia TTOU
TTPOCPEPOUE OTOV TTAIXTN dNUIOUPYWVTAG HOVO KOUTIA KAl TTATWHATA.

H emAoyr pou AoITTdv ATaV va EUTTAOUTIOW TOV XWPEO POU HE Eva JECAIWVIKO BEuQ
Kabwg atroteAouoe TEPAOTIA TTNYR €UTTVEUCNG VIO PEVA OTA VEQVIKA Pou Xpovia.
Mépa ammd 1o BEpa TG TTioTAg pou, Ba Tav co®d va XTIOTOUV dUO BIAPOPETIKOI
XWPOI yIa va emdei¢ouv Ta dUo €idn T.N TTou oKOTTEUW VA dNUIOUPYHOW.

‘ETOl oTnVv dnuioupyia Tou game environment A&IToupynoa e dUO OTOXOUG OTO

MUQAOG pou:

> MeoaiwVviko 'YPog

» AUo d1a@opeTIKOUG XWPOUG yia eTTideign Tng T.N

2uvexi¢ovtag AoITTOV OTO TTPAKTIKO KOUUATI Ba avagEépw Ta oTAdIa TTOU £pYA0TNKA

yia va "gEpw" 1o TTEPIBAGAAOV pou oTnv CwH.
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2.2 TAutrmikf otnv Unreal Engine 4.

Ooo TTepiepyo Kal av PTropei va akouyeTal OAa Ta game environment d1aBéTouv wg
"payxOKOKAAIG" éva €id0G YAUTITIKAG. Ava@epPOUEVOG AOITTOV O€ AUTH) TNV YAUTITIK)
Kal otnv onuioupyia 3D POVTEAWV yIa TA TraIXvidla ETTICTPATEUOVTAlI OUVRBWG
etTayyeApatieg Animators kai 3D Artists yia va oAokAnpwoouv auTd TO €idoG TNG
OouAelag. OTTwG €ival eTTOPEVO €va ATTO TA TTIO YVWOTA £PYAALIA 0€ AQUTOUG TOUG
Topeig atroteAei To 3DS Max Tng Autodesk TTou €dw Kal TTOAAG xpovid Bewpeital
atro TIG KOPUPAieg eTalpeieg oTov Topéa TNG. MapoAa autd n Unreal Engine pag
TTOPEXEI JE OUK O Aiya gpyaAcia yia va SOUAEWOUE €TOI WOTE va QTIALOUUE Kal
eueic éva AAA game environment. ZeKIVWVTAG AOITTOV AG TTAPATNPACOUUE PEPIKES
€IKOVEG péoa amd Tnv Unreal Engine kal Ta menu Tng KaBwg Kal TTapdAAnAa

EIKOVEG ATTO TNV OIKI JOU PON £PYACiag HEXPI VA GTACW OTO TEAIKO OTTOTEAECUA.

Edit  Window

4fr Modes

ﬂ&! riv r{&

Manage PSEUIES Paint

4 Landscape Editor Contains tools that modify the
hold (Ctrl + Alt) fi

-
Sculpt Circle Smooth

4 Brush Settings
Brush Size 180.234955 W T

Use Clay Brush B
4 Tool Settings

Tool Strength

4 Target Layers

N EGIITER

Eikéva 2.2.1: Apxikd pevou atnv Unreal Engine yia Tnv dnuioupyia evég ToTriou.
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2uveyxifovtag, Ba TTPETTEl va dWOOUKE TNV TTEPICOOTEPN onuacia oto sculpt tool.

2UVETTWG OTO OUYKEKPIMEVO oOnueEio Ba  avaAUooupe MPEPIKA  OIAPOPETIKEG

Agitoupyieg (modes) 1Tou d1aBETel TToUu Ba pag PonBrijoouve va QTACOUUE OTO

EMBUUNTS aTToTéAEO A

Manana

Sculpting Tools

Hydro Erosion

L

Moise

Sculpt: Eival og 6éon va avuywoel éva Tatwpa(plane) i va 1o

KateRAoEl.

Smooth: Aciaivel TIGC em@QAvEIEG yIa €va  TTIO  EAKUCTIKO

ATTOTEAEO Q.

Flatten: Kavel eTiTredn pia eTMQAVEIQ AOXETWGS TOU UYPOUGS TNG.

Ramp: Anuioupyei éva uywpuévo emriredo(heightmap) o popen
PAUTTAG.

Erosion: lMNMpokaAei didBpwon €ite amd Ao €ite atrd vepod yia Eva

MO PEANIOTIKO aTTOTEAEC Q.

Noise: ATTO Ta TMO ONUAVTIKG epyaAeia, TTpooBETel BOpuBo OTO

plane Mag n OTO heightmap yla PEQANIOTIONO.

Eikéva 2.2.2: Aidpopa modes Tou sculpt tool.

‘ExovTtag Aoittév KaTavoroel autd Ta atoixeia Ba eipaoTte o€ B€on va kataAdBoupe

Kal TNV €¢€ENIEN oTo BIkG pou ToTTio. AKOAOUBEI N eIkOva atmd TV apxr Tou project

hou.
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[} enaal @) so @:@@Z

Levsk AlThesis (Pasistznt)

Eikéva 2.2.3: Apxiké otddio uhotroinong Tou Game Environment (1/3).

O1Twg dIaKPiVOUPE OTO TTOPATTAVW OXAMA EEKIVAPE PE éva OTTAO YKPI TOTTIO TTOU
oTabepd kal apyd avuywvouue(heightmapping) 1o emitmedo yia Tnv dnuioupyia
Miag opooeipdc TTou Ba TTePIBGAAEl TOV dpouo pag. H diadikaoia auTr) yiveTal éow
Tou sculpt tool kai piag Bouptoag(brush) Tmou pITopoUuEe va aAAGgoupE Kal va
METATTOINOOUUE TO PEYEBOG TNG.

2uveyxicovtag, n ToTA JOg SIOUOPPUWVETAI TTPOG TNV TEAIKN TG HOPPH.

N 9. 5>

Eikéva 2.2.4: Apxikd o1adio uhotroinong Tou Game Environment (2/3)
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TéNoG, ToTTOBETOUNE BUO Aipveg "kaTeAalovTag” To TTITTESO TTPOG TA KATW HE TO
id10 brush é1TTwg @aiveTal TTAPAKATW PE KUPIO OKOTTO TNV dnuioupyia Yiag yépupag

o€ €KEIVO TO onpeio.

v |[ + Perspective | [ 4 Lit || show

Eikéva 2.2.5: Apxikd o1ddio uhotroinong tTou Game Environment (3/3)

TeAeiwvovTtag Pe 10 sculpting Tou TOTTIOU POG €ipaoTe O€ BE0N va TTPOXWPHOOUUE
OTO TTAPAKATW BAMG TTOU a@opd To "Bawigo” (paint) Tou ToTTiou pag. H erépevn
dladikaaia gival TTOAU xpovoBopa Kal aTTalTel IDIITEPN TTPOCOXN OTNV EKTEAEON

NncG.
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2.3 Painting a Landscape in Unreal Engine.

MNa va kata@Epoupe apxIKa va "Bayoups” To TOTTIO Pag TTPETTEN va dIaBETouUE Ta
KatadAAnAa uAikd(materials) 1TTou Ba dpouv WG Ta XpwuaTta pag. Napakdtw
OKOAOUBOUV UEPIKEG €IKOVEG KaTA Tnv Onuioupyia Twv UAIKWV OAAG Kal N
emmegriynon. ‘Eva uAIkG atroteAgital ammd Tpia maps 1a OTT0id TOU TTPOCdiIdouV TNV

TENIKN Own . Autd Ta maps eival Ta €¢AG:

v' Diffuse Map: Auté 10 map Oivel TO xpwpa oTo UAIKO TTou BéAoupe. Av
BéAape va dWooUNE TO TTAPAdEIYUA TNG OXEdIAONG Miag KA®E TTOPTAG, TO

diffuse map Ba atroteAouTayv aTrd £va KapE Xpwuda.

v Normal Map: Ztmnv oucia av BéAoupe va ATmodWOOUNE Mia YEWHMETPIa
OTO UAIKO MOG, TO TIPAYUOTOTIOIOUME MECW Tou normal map. ZT0
TTaPAdelyua oxediaong Miag Tpaxidag TETPAG ME TTOANEG ywvieg Ba
"Trepvouoape” 6An TNV TTANPOYPOPIa TWV YEWMPETPIKWY ECOYKWHATWY UECT

oT1o normal map.

v' Specular Map: Mpoékeital yia TNV TTANpogopia TTou dIAKATEXEI TO TTOOO
yuaAiler kai ewrier n em@Aveia Tou UAIKOU pag. ‘Eva drotro rapadeiyua
TNG AGBOG Xpriong autoUu Tou map Ba ATav va OTnv ETTIPAVEIA £VOG
Oévipou TToU BEAoupPE va TOTTOBETAIOOUPE OTO Traixvidl  €vav PeyaAo
OEiKTN QWTEIVOTNTAG Kal yuoAiopatog péow Tou specular map. OT1rwg
gival @uoloAoyikd Kal atrdé TNV TTpayuaTikr) ¢wh 1o EUAO WG UAIKO €vdg
OEvTpou dev €xel TNV 1010TNTA va YUOAilel TOOO TTOAU UTTO TO QWG TOU
nAiou avTiBeTa Pe TNV TTEPITITWON TOU aAOUMIVIOU. @EAEI QPKETH TTPOCOXN

yIa VO TTPOCOWOO0UUE TOV PEAAIOUO TTOU XPEIACETAl.

H owoT) TIPaKTIKA auTwyv Twv maps Eival va dnuioupyouvTal 0 €EWTEPIKA
TTPOYPAPMATA EIDIKEUOUEVO O€ QUTEG TIG DIOBIKACIES. TO TTO yVWOTO €pYyaAgio o€
auTov ToVv TopEa eival To Photoshop . YTrapyouv €1miong TTOAAG GAAa €1dwv maps
TTOU TEAEIOTTOIOUV TO OTITIKO ATTOTEAEOHA €vOG UAIKOU aAAG aTraitouv BaBuTtarteg
YVWOEIG aTTd TOV ETTAYYEAUATIA TTOU TIG XPNOILOTIOIEL. Ta MO yVWwoTA OUWS maps

TToU Bivouv TNV TEAIK Jop®n 0€ £va UAIKO gival Ta Tpia TTou TTpoava@épBnkavy.
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s Agiel va onueiwBei TTwg og TTpoypdpuata oTTwg 1o 3DS Max 1o normal
map NG Unreal Engine Bewpeital wg Bump Map kai To normal atroTeAei
KAt dla@opeTikd. MNa Adyoug gukoAiag péoa otnv Unreal Engine ta duo
auTtd maps €xouv evweoei o€ £va.
TeAeiwvovTag Pe TNV ETTECAYNON TWV Maps aKOAOUBOUV UPEPIKEG TEXVIKEG ATTO TO
workflow pou péxpl va @Tdow oTo TEAIKO QTTOTEAEOPO KOBWGS Kal TO aAAayuévo
TAé0V TOTTIO.
2TNV €pyacia amo@acioa va OOUAEWwW HE APKETA textures Kal Xwpig autd va
euTTEPIEXOUV TO Sspecular map. O Adyog TTiow atmd auTtr TNV amogaocn ival TTwg Ta
textures pou, pou xpeldoTnKav yia va Bayw 10 £€60¢QO¢ TNG TTIOTAG POU Kal Ol
KATTOIO QVTIKEIYEVO UE AETTTOMEPEID. Ta textures oTnv TTPOKEIYEVN @aon Ba nTav
owoTo va Ta BEWPHOOUUE WG TO XPpWHMA TOU UAIKOU pag, dnAadr Ta diffuse maps.

Ta textures TToU XpNOIKYOTTOINCA €ival TA TTAPAKATW:

—— e To mpwrTo diffuse map Tou texture atroTeAei

UVs @ éva €idog AAOTING aPoU avapepPOUAOTE O ECOXN.

Texture Sample

UVs

e To deuTEPO gival TO ypaoidl.

e To T1pito €ivar 10 X16vi TTOU HBeAa va

TTPOCOECW OTIC BOUVOKOPPEG.

Eikéva 2.3.1: Diffuse Maps Twv Textures. (1/2)
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2TNV OUVEXEIQ EXOUE:

e ‘Eva diffuse map texture Tou Ba

T XPNOIMOTTOINGEI yIa TNV dnuioupyia VoG XWHATIVOU

UVs [ 2 Spopovu.

Texture Sample
hold (Ctrl + Alt) fo

Texture Sample A

UVs & . .
e 'Eva diffuse map texture Tou Ba

xpnoigotoinBei  yia TNV dnuioupyia  €vog

TTAAKOOTPWTOU SpOHOU.

Texture Sample

UVs

e TéNog éva TMoO PBpaxwdeg texture TTOU Ba

TOTTOBeTAOOUNE KUupiwg oTa Bouvd. Omwg cival

€uvONTOo auTO TO Map Ba £xel APKETES

YEWUETPIKES DIATAPAXEG.

Eikéva 2.3.2: Diffuse Maps Twv Textures. (2/2)
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Quoikd akoAouBei kal n dnuioupyia Twv normal maps 61ou Ba TTapabécoupe pia

at1TAf} avTioToiXNON TNG €IKOvag 2.3.3.

e To avrioToixo normal map Tou texture Tng

Texture Sample A
@

AdoTTNGg TTOU OpicaNE OTNV ApPXH.

Texture Sample A
UVs ® e To avrioToixo normal map Tou texture Tou

ypaoi1d100.

Texture Sample A

UVs &
5 - ; e To avrioToixo normal map Tou texture Tou

X10VIOU TTOU OTTWG PaiveTal Oev Ba EUTTEPIEXEI
KATTOIOU €id0OUG YeEWUETPIKN aAAoiwon aAAd Ba

gival emitredo.

Eikéva 2.3.3: Normal Maps Twv Textures.
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‘Exovtag othoel Ta materials €ipaote TTAEov o€ BE€0N va Ta evWoouue OAa O€ €va
€idog mivaka(atlas / Layer Blend) tou mTpooc@épel n Unreal Engine yia €ukoAia
KATA TNV Ba@r) Tou TOTTiOU POG.

O 1eANIKOG pag TTivakag AoITrév Ba €xel TNV TTAPAKATW HOPYN

I'_..J YEIZBIENG B aSELCOION T TN L

' LayérBlénd @ BaseColor
@ Layer Soil @ Metallic

@ LayerGrass O Specular

@ HeightGrass @ Roughness

@ Layer Snow O Emissive Color

@ Height Snow
@ LayerRoad

@ Layer Garden Road @ Normal

@ LayerLayerRock O» World Position Offset

Layer Blend

hold (Ctrl + Alt) for more

O Ambient Occlusion

O Pixel Depth Offset

Eikéva 2.3.4: Tlivakag Layer Blend mmou ouvdudadel OAa Ta UNIKG JOG.

Kai TrapakdTw akoAouBouv duo €IkéveG TTou Ba pag Bonbrioouv va KAaTtavorjCoupE
TI TTPpaypaTiké Kataokeudoape. MNpwTta Ba e€eTdooupe To UAIKO pag ws oAGKANnpo,
onAadn uE TNV QWTEIVOTNTA, TNV YEWMETPIO KAl TO XPWMO TOU Kal £TeiTa Ba
e€eTAOOUUE POVO TNV YEWMETPIO TOU.

H emdpevn eikdva utropei va pag mmpoodidel pia dIOTAKTIKY ATToWn OTOV TPOTIO
TTOU OXEDIAOAUE KAl XTIOOUE TO UAIKO MOG OAAG KATI TETOIO €ival QUOIOAOYIKO

KaBwg edw TTEPa atreikovifovtal 6Aa Ta UAIKA pag o€ pia eikéva.
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Eikéva 2.3.5: Otk AvatrapdoTaon Tou UAIKoU pag otnv Unreal Engine.

lMNa va TapartnPAcoUPE OPWG Kal TNV EPYACia PJAG ETTAVW OTNV YEWMETPIA HECW

Twv Normal Maps 6a evepyoTtroifjcoupe Tov KatdAAnAo d1akoTrTn "Detail Lighting™.

Eikéva 2.3.6: OTrTikr) AvatrapdoTacn TnG YEWMETPIag Tou UAIKoU pag otnv Unreal

Engine.
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Me Tnv KAatdAAnAn Baery TAéov €ToIun €ipaoTe o B€on va EEKIVAAOOUUE Tnv

dladIkaoia ETTAVW OTO TOTTIO POG.

Target Layers » BAémoupe WG oTO
Painting Restriction [ menu Tou epyaAeiou Paint

Soil ¢ Unreal Engine €xouv
SO REEVERNTE

non OlauopPPWOEi ol
Grass ETTIAOYEG TTOU PTTOPOUME va

Grass_lLayerinfo

EXoupe otav BAQoupE JUE TO

Snow EpYG)\EiO brush.

snowLlaverninfo

/Game/Landscape/Resourc
Road
Road_Layerinfo

gl.

Eikéva 2.3.7: Ta YAIKA wg Layers 010 gpyaAgio Paint.

To TeNIKO pag atroTéAeopa Ba gival TO TTAPAKATW PETA TO BAWIPO £XEl TTAPEI

NV £¢NG HOPPN:

[+) [+ Perspectie | 12 | shm | PR B BN

Eikéva 2.3.8: Totrio yetd TNV £€papuoyr Twv YAIKWV.
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2.4 MpooBnkn AvTikeipevwyv (Props) kai TeAIKR uAoTtroinon Tng
OKNVAG.

To TeAeutaio pag oTadlo agopd TNV TTPOCOAKN AVTIKEIMEVWV OTTWG OEVTPQ,
Bpdxoug, TTUpyol Kal GAAQ yIO va QEPOUNE TO UECAIWVIKO ETTITTEDO OTO TEAIKO
otadlo. Ta TapakdTw 3D povréAa Bpébnkav kKal xpnoigotroinénkav atmd 1o
emmionyo marketplace 1ng Unreal Engine. Aiadidovtal dwpedv Kal Xwpig Kauia

EMPRApuUVON YIa EKTTAIOEUTIKN | ETTOPIKA XPRHON.

% O XOpaKTAPOG QUTWV TWV AVTIKEIMEVWYV gival KaBapd dIAKOOUNTIKOG yia va
"BuBicouv" TOV TTAIXTN OTO PECAIWVIKO UQPOG TTOU BEAOUME VA ETTITUXOULE.
MapdAa autd, eival TTOAU onuavTikG va KATavonoouue TTwWG OAa autd Ta
avTikeipeva dlaBéTouv KATToleg 1I010TNTEG. OTTOIODATIOTE AVTIKEINEVO PECT
oTnNV PNXavr JUTTopEi va KAnPovounoel 1010TNTEG ] va TTapAaXWPNOEl O¢
GAAa avTikeipeva TIG DIKES Toug. H dladikacia auTr) opBwg ptropei va Bupidel
TNV TTapopoia  10éa  TTOU  UTTAPXEl  OTIC  MOVTEPVEG  YAWOOEG
QVTIKEIMEVOOTPAPOUG TTPOYPAMMATIONOU KaBWwg Tdvw o€ pia  T€TOIA

yAwooa BaoileTal Kal £Xel TTPpoypappaTioTei OAn n unxavr, Tnv C++.

Mpiv OpwG TTPOXWPENAOOUPE OTNV OXEDIOON TwV OVIOTATWY HOG KAAO €ival va
AVOYVWPIOOUKE aTTd TWPa TA AVTIKEIYEVA TTou "TTaifouv” évav ouolaoTiKO pOAo
oTnNV oOAOKAfpwWaonN TNG £pyaciag.

210 TTpwWTO KepdAaio avagépape tnv Texvik Crash and Turn. lNa 10 avTIKEiuEVO
TToU akoAouBei Aoitrév péoa otnv Unreal epapuooaue autr akpIBwg TNV TEXVIKA

yla 1o TTwG Ba avTidpd n ovidTNTa Jag oTnv OWn TG TPOPNGS TNG.

ZEKIVAUE AOITTOV PE TO MAAO:
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Eikéva 2.4.1: To avrikeipevo Tou pridou otnv Unreal Engine.

To ev Adyw 3D povtéAo atroTeAei Tnv Tpo@n TTou Ba avaldntd o XapaKTAPAG HaAG.
Méow TnG dpaong TTou Ba €XOUuE ATTOdWOEI OTNV OVTOTNTA PAG, Ba gival o€ Béon
va avayvwpifel To gAAo kal O0tav @TAcEl O pia Kardotaon Treivag 6a To
atmmoppo@nocl. AgiCel va onuelwbei TTwg To uAAo avikel otnv Good Food Class,
TTOU Ba TO EKUETAANEUTOUNE OTO ETTOUEVO KEPAAQIO.

To id10 povTéAO €xel XpnoIhoTToINBE yia U0 OKOTTOUG:

» Kokkivo MnAAo: Eivai n 1po@ry mou Ba avalntd kabwg 6a Aucoel 1O
TTPORANUA TNG TTEIVAG TOU.
> Ka@é MAAo: Eival n tpoery Tou Ba atmmo@euyel KaBwg Oxl Jovo dev Ba
A0oel To TTPOPRANuUa TnG Teivag Tou aAAd Ba PAdwel kal TR uyeEia TNG
ovTOTNTAG.
Eival e€icou xprjo1go va avayvwpioouue TTWGS 0€ autd TO ONUEIO XPNOIMOTTOIVTOG
éva id10 avTikeipevo aAAGfovTag BewpnTIKA HOVO TO XpWHA TOUu dNPIOUPYOUUE Hia

ovTOTNTA TTOU €ival o€ B€0n va ETTIAEYEI UE TI UTTOPEI VA TPAPET KAl PE T1 OXI.
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‘Exovtag avaAuoel Tnv €mAoyA TTou gival og B€on va TTpayuatoTroifoel TTAEoV N
OVTOTNTA POG TTPOXWPAUE OTNV £Vvold TNG MVAMNG TTOU dIOKATEXEI TNV OVTOTNTA
MOG.

To emTéuEVO AVTIKEIPEVO €ival €va BEVTPO TTOU WE Mia TTpokaBopiouévn ouyxvotnTa
Ba treTdel(spawn) Ta gAAA OTO €00QOG £TCI WOTE VA PTTOPET va €TIOPACEl TTAVW
TOUG N OVTOTNTA PAG. TO KOATTO OTNV TTPOKEIYEVN TTEPITITWON Eival Av n ovroTnTA
MOG €xel XAoel Tov OpOPO TNG Kal £XEl PTACElI OTO ONUEIO TTEIVAG, va KATOPEPE! va
BuunBei akpIBw¢ TTou UTTAPXEI N TPOPR TOu. AUTO ETTITUYXAVETAI JE TO va BupdTal
TTOU aKPIPWG BPIOKETAI TO QVTIKEIPEVO (OEVTPO) TTOU dnUIoUPYET TRV TPOPN TOU £TOI

WOTE VO PTACEI OTO ONUEio TTou BpioKkeTal.

ZUVETTWG TO O&vTpo TTou Ba uTropei va Buudtar n ovroTnTag MPag eival To

TTAPOKATW:

Eikéva 2.4.2: To avrikeigevo Tou &€VTPOU TTOU XapAadeTal oTnv PJvAuUN TNG ovioTNTAG Uag,

otnv Unreal Engine.
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2.5 Npoodnikn @UAAwPATWY Kal post process effects.

MapakdTw akoAouBouv pepIkEG Oladikaaieg TTou agilel va avapepBouv Kabwg
aTrodEiXTNKAV IBIAITEPA XPOVOPOPEG.

‘Emreira Aoimmév ammd TNV TTPOCEKTIKY) TOTTOBETNON TWV QAVTIKEIMEVWY HOG OTNV
oknvh, ammaitABnkKe Kal n Xpron Tou epyaAciou @uAAwpdTwyv(foliages) Tng Unreal
Engine 1TOoU oucl00TIKA Pag divel TRV duvaTdTnTa va TTpocBEécouue BAAoOTNON ME
évav 1Mo TTAPAYWYIKO TPOTTO. To ATTOTEAEOUA OTTWG €ival EUPAVEC ATTOdEIXOBNKE

TTOAU EUXAPIOTO OTO UATI:

Level: Al_Thesis (Persistent)

Eikéva 2.5.1: Foliages otnv Unreal Engine.

‘ETreITa XpeIdoTnKe Kal Aiyn yvwon €mavw oTa post process effects.

Ta Post Process Effects 1Tou pag mmpoo@épel n Unreal Engine uttdpyouv €101
WOTE VA TTPOCAPPOCOUNE OAN TNV aloONTIKA TG OKNVAG MAG KAl TOU TOTTIOU HOG.
MeTagU GAAWV POG ETITPETTEI VA UETATTOINCTOUNE TOV QWTIOHO, TA XPWHATA YIA VA
ETTITUXOUME TOV OTOXO MAG MEOW TTOAU YVWOTWV TEXVIKWYV OTTWG gival To ambient
occlusion kai tone mapping. XwpEic 101AITEPEG AETITOUEPEIEG AG TTAPATNPIOOUUE
TTWG AAAGCEI N OKNVI PAG TTPIV KAl JETA TNV Xprion Twv post process effects:
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Level: Al_Thesis (Persistent)

Level: Al_THesis (Persistent)

Eikéva 2.5.3 To Totio yag perd 1a Post Process Effects.
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TENOG, akoAouBEi pia elkova TTou xapakTnpilel TTAEov TO TTEPIBAAAOV PAG WG £TOINO

€101 WoTE va OoUAEWoue aTov "TTupriva” Tng TTapouca gpyaciag Trou gival n T.N.

Eikéva 2.5.4: H 1eAIK) ZknvA TOU TOTTIOU.

DOpiog Avbpéou 44



Ixeblaon kat Epappoyr Bacikwv Xapaktnplotikwy Texvntrg Nonpoouvng os MeplBaiiov
Mawxvidlov

KE®AAAIO 3
EIZArQrH

2¢ autd TO KEQPAAQIO OpPiCOUPE TOUG OTOXOUG KOBWGS Kal To BewpnTikd
uréBaBpo TTou Ba XPEIAOTOUV Ol OVTOTATEG POG TIPIV TNV TTPAKTIKA AVTIOTOIXION

Kal EQaPPOYN TOU TTPAKTIKOU KouuaTiou péoa otnv Unreal Engine.

3.1 Zxediaon Tng T.N Kai Twv OVTOTATWV.
Mpiv TTPOXWPNOOUPE OUWG OTO TTWG OAQ TA TTAPATTAVW PTTOPOUV va elocayxBouv o€

Mia game engine OTTwG eival N Unreal kaAé Ba nrav va karavondei opBd 1o TI
akpIBwg Trepigévoupe atro TRV T.N 1Tou Ba eilodyoupe oTo TTEPIBAAAOV PaG.
To TTpwTO KOPPATI Ba agopd évav @poupd (Guard A.l) TTou wg ovtdTnTa Ba gival

uTTEUBUVN YIa:

» Tnv @UAagn piag TpokaBopiopévng Béong.
> Avridpaon oe otmoladnToTe Kivnon f nXo TTPAYUATOTIOINCEl O

TTaixTng.

To deUTEPO KOUMATI Ba agopd pia ovrdtnTa TToU Oev Ba aTTOOXOAEITAI ATTO TIG

TIPAEEIC TOU TTAiIXTN AAAG avTIOETWG:

» Oa TrepIPEPETAl TUXAIO YUpW aTTO €vav XWPO HE KUPIO OKOTTO
va avadntd ta €@odia Tou, OTNV TTEPITITWON Mag, €va €idog
TPOPNG.

» Oa civar oe Béon €dv €xel Lepuyel ammd TNV TropEia Tou va
"QuudTtal” o€ TTola onuEia Ba TTPETTEl va ETTIOTPEWEI yia va BpEl
TNV TPOPI) TOU.

» Oa cival og Béon va gexwpiler oo TpoYry Ba TIPETTEl va
KATavaAWwaoel Kal TTola va atropuyel kabwg Ba eicdyouue dUo
€10WV TPOPESG €101 va DWOOUNE OTNV OVTOTNTA Pag TNV aicbnon

TNG €TMAOYNG.
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‘Exovtag Aoimmév opicel Toug OTOXOUG PAG WG TTPOG To TI ¢nTAPE OTa TTAdiocIa TNG
T.N ApBe n omiyyn va eEnynoouue TTWG Ba KATAQEPOUUE va @QTACOUUE OTO

EMOUNNTO ATTOTEAECUA.

ApXIK& ag PeAETAOOUUE O€ pia O ATTA Pop®r To cUoTnUa TTou Ba PBpiokeTal

"TTiow" a1rdé TNV OVTOTNTA PAG PE TO TTAPAKATW OXNUA:

Eikéva 3.1: KukAikry diadikacia AvtiAnwng, Aqwng Atmégaong kal Evépyelag Tng

ovToTNTAG.

MpwTta Aoimmév n oviétnTa POg Ba TTPETTEl va eival o€ Béon va KataAaBaiver Ti
oupBaivel yupw TnG.

‘Emreita Oa TpéTrel va gival o€ Béon va Trdpel pia ardéaon (decision making) yia
TO TI Ba KAVEI OTNV OUVEXEID.

TéNog Ba TTpoBei o€ pia evépyela cUPPWVA PE TNV ATTOPACT TTOU TTAPE.
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H mapatmdvw KukAikr} diadikacia Ba exTeAeital o€ pia emavaAnyn katd tnv
OIAPKEIQ TNG EKTEAEONG TOU TTAIXVIOIOU PAG.

AVOAUTIKOTEPA €XOUME TA €ENG ONUEia o€ KABE KAGDO:

AvTiAngn - AicBnon (Sensory):

Ti yvwpiCoupe yia 1o TTEPIBAGANOV TTaIXVIOIOU;
e TiBpiokeTal yUpw HOG;
o ’‘Exoupe akouoel | O¢l KATI;
e ’'Exoupe @Traoel 010 0TABIO TNG TTEIVAG;

e NiwBoupe cuptraBela yia katolov 1 yia KAt (ETAoyr Tng Tpo@ng);

OAeg auTég o1 TTANPOPOPIEG TTPETTEI HE KATTOIOV TPOTTO VA TIG ATTOBNKEUOCOUME
otV unxav pag. Autd utropei va emteuxBei pe TNV yvwoTh péBodo Tng
atroBrikeuong o€ YETABANTEG yEoa o€ éva ouoTnua ev ovopart Blackboard [A].
E@ooov Ouwg eKPETAANEUTOUNE TIG METARBANTEG WG éva PECO yia Tnv atToBrikeuon
TIHWV Ba XPEIAoTEN va OXEDIACOUUE KATTOIO EPWTHAMATA YIA TNV ovToTnTa pag. Mia
OWOTH AVTIUETWTTION TIOU XPNOIMOTTOIOUME YIa auTA T €PWTAMOTA Egival n
QTTAVINON MECW OPICPEVWY UTTNPECIWV TTou ovoudlovtal Services[E] kai
TTPAYUOTOTTIOIOUV OUYKEKPIPEVOUG EAEYXOUG. MEOW QUTWYV TWV UTTNPECIWY EiNAOTE
oe B6éon va "avaykafoupe" Tnv ovrioTNTa Yag va avtiAngOei KaTl. YITdpxouv Opwg
MEPIKA TTPORBARuaTa TTou adidel va onueEiwBouv Ta OTToia TTPOKUTITOUV HE TNV
XPron TETOIWV OUVONKWV:

% Eav civalr yeydAeg o apiBud 10TE ATTAITOUV APKETH UTTOAOYIOTIKA dUvapun

Kal Oev atmmoTeAoUV TIG PBEATIOTEG ETTIAOYEG, TTAPOMOIWG ME QUTO TTOU

oupBaivel oe YA wooeg 6TTwg n C kai n C++.

K/
L X4

ZuvnBwg autéc ol uttnpeoiec PBaaifovial oxedov TTAVIA OTIC ECWTEPIKA
TTPOCOPUOCHEVEG physics engines. KA TTou €TTiong dgv aTToTeEAE TTAVTA

TNV BEATIOTN AUON.

K/
L X4

O1 uttnpeoieg (Services) PTTopouv va Pnv €Xouv oTabepry ouxvoTnTa OTOV
TPOTTO TTOU AQuPBAvouv aTTavIACEIC KOl CUVETTWG VA EPQAVIOTE KATTOIO
avetmiOuunTo atotéAeoua, av kal Pge Tnv Unreal Engine pag divetal n

duvatoTnTa va aAAAEouE auTr TRV ouxXvoTnTa.
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2kéyn - Aqyn Atropdoewyv (Decision Making):
H Ajyn amo@docswyv TTapd TNV iocwg TTapeénynuévn @UON NG wg OTOIXEIO TNG
Unreal Engine €éxel Tnv TTo €UKOAN UAOTTOiNON OTO TEXVIKO KOPWAT. Mepikd

OTOIXEia TTOU TNV aTTapTiCouV €ival Ta €GAG:

e Aoyikr) ATrogpaong (Decision Logic)
e ATTAA uAoTTOINON

e ATTaiTEl EVTATIKA OXEdIaON

H ocuykekpipévn dladikaoia xpelddetal TTIo TTOAU OKEWN OTO OXEOIAOTIKO KOUMATI.
AuTO cupBaivel yiati BEAoUPE N OVTOTATA PAG VA avayvwpiel KATTola OToIxXEia i
avTIKEiyeva péoa oTto Taiyvidl. AnAadr agopd 1o oAU "Aoyikd" TTpopAAuaTa
OTOV TPOTTO TTOU TTaideTAl TO TTAIXVIOI TTAPA TTWGS auTd KaTaokeudldovTal. ‘Eva kaAo
TTOPAdEIYMO ATTOTEAEI N Avayvwpion TOU TIAiXTn atmmd TV ovioTnTa KAl TTWG
avTIdpd oOtav Tov BAETTEL. Av Ogv €XOUME OKEQTEI TTolO ammo®acn Ba TTAapEl n
ovToTNTa POAIG ouvavtioel Tov TraiXtn 0a éxoupe cofapd TPOPAnua oTtnv

EMTTEIPIA TTOU TTPOCPEPOUNE OTOV idIO TOV TTAIXTN.

AvaQepOPEVOG OPWG OTNV OXETIKA €UKOAN UAOTTOINCN TNG, N a1TAvTnon Bpioketal
otnv utroBeTikn AoyikR(conditional logic). ZUu@wva Pe autd TTou yvwpiloupe yia
TO TTEPIBAAAOV TTOU BNUIOUPYOUNE avaBETOUNE Kal KATTOIEG KATAAANAEG OUVONKEG.
2TIGC OUYKEKPIMEVEG OUVONKES ATTAVTAUE PE TNV yvwoTh JEBodo ZwoTou R AdBoug
(True or False) i} akéun kal ZwaoTtou Kai AdBoug. AvdAoya Tnv atmravrnon mmou Ba
TTapoupe Aoitmév Ba TTpoBoUpE Kal OTNV AVTioToIXN aTTOPACT TTOU £€XOUNE BETEL.
MNa tnv amAouoTepn Kartavonon 6a ATav co@d va TO TTAPOMOIACOUUE MHE TIG
ouvenkeg Av - AANIwg (If - Else) Tng yAwooag dopnuévou Tpoypappatiopou (C)
Kal 6x1 uévo. Autég ol ouvBnkeg ovopdlovtal AlakoounTtég (Decorators) [Z] otnv
Unreal Engine kai 0 0TéX0G TTOU UTTNPETOUV €ival va TTPAYHOTOTTOIOUV TOKTIKA
eAéyxoug TTpiv atmmd TNV €KTEAEON KABE ammOQOONG €101 WOTE va KpiBei av Ba
TTapBei ) oxI.
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Evépyeia (Action):

H evépyela TTou TTPAYUATOTIOIET Y1 OVTOTNTA OTTOTEAEI iIOWG TO TTIO BACIKO KOPMATI
OTOV KUKAO Kal oTnv guTreipia mmou (el o Traixtng. Autd cupfaivel dI10TI av n
ovTOTNTA PO avTidpAoel Ba To BEl O TTAIXTNG. ZUVETTWG PEOW EVOG £0TW OTITIKOU
atroTeAéopaTOG Ba KATAAAREI OTI N EVEPYEIQ TTOU £KAVE O iBIOG €ixXe €va AVTIKTUTTO.

Mepik& onpeia Tou 8a YTTOPOUCANE VA ONUEILOOUE Eival T £EAG:

e H evépyela katéxel TNV PEYOAUTEPN OIAPKEIQ EKTEAEONG OTNV KUKAIKA
dladikaoia.

e [loAU ouxvd pTTOpPEi va QVTIMETWTTIOEI KATTOIO TTPORANUA Kal TTavEl va
TpEXEl. 'Eva TTapddeiypa gival Twe n ovidTnTa PTTOPED va TPEXEI aTTd TO
onueio A oto onueio B 1Tou €ival pia peydAn amméoTacn OTo TTaiXVvidl
pag. KaBwg diavuel autr) Tnv amméoTacn eival Toavd va ouvavThoel
KATTOI0 €UTTOBIO KAl VA NV OAOKANPWOEI TO TTPOKABOPICHEVO £PYO TTOU
NG €XEI avaTEDEI.

o [lpémrel OTTWOBATIOTE va dWOEl KATTOIOU €idOUGC avaTpo@odoTnong
OTOV TTaiXTN. AV AT1TO TNV TTPOOTITIKI TOU O TTaiXTNG OEV avTIANQBEI KATI

TETOIO TOTE O OAOG O KUKAOG KOTAPPEEL.

Mia evépyeia péoa otnv Unreal Engine utropei va uAhotroinBei péow Twv ‘Epywv
(Tasks) [H]. Ta Tasks €xouv TTOAAEG POPQEG Kal N unxavh non eival €§ apxng
eCommAiopévn pe didgopa tasks 1mou PTTOpOUV va KAVOUV TNV €pyacia Pag Tmio
€UKOAN. BéBaia n mpdkAnon eival "kpuupévn" oT1o va dnuIoupyAcoUPE Ta BIKA POG

ave¢dpTnTa tasks.

‘Exovtag ava@épel TTAéov TNV Bacikh Bswpia TTiow atmd TRV ovidTnTa Pag NPBe n
WPA Vo avakaAUWOUNE TTWGS OAa Ta TTAPATTAVW OToIxXEia ouvdiovTal. Ta dévTpa
ouuTtrepipopdg (Behavior Trees) [A] cival autd TTou ouvdudlouv OAeG TIG
TTANPOPOPIEC TTOU ETTICNUAVAUE KAl TIGC HETAPEPOUV OTN OVTOTNTA Pag. AKOAOUBEI

éva oxnua yia Tnv KaAUTEPN Katavonon auTrg TnG 1I0€ag:
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Blackboard

Sense

Services
Behaviour
Tree

Think

Decorators

Eikéva 3.2: Oewpntikd Zxnua Tou cuoTtriuatog T.N Tng Unreal Engine.

Mapartnpouue WS Ta Services, Decorators kal Ta Tasks avhkouv péoca OTO
Behavior Tree kal autd avTioToixwg €EUTTNPETOUV TNV AvVTiAnwn, TNV ZKEWN Kal
TNV Evépyela. Na va ekTEAEOTOUV OUWG OPOAG Ba XpeEI0oTEl va dEXTOUV KATTOIEG
TIUEG. AUTEC o1 TIUEG e10€pyovTal oTo Behavior Tree wg petapAntéc amd T0
BlackBoard.

KAegivovtag 1O Ke@aAaio ag TTPooTIabrjooupe va avoAUCOUME O€ ETTIMEPOUG

KOMMATIO TRV UAOTTOINON TNG OVTOTNTOG MOG. ZUVETTWG EXOUWE:

» Al Character: AtroteAei TO CWMA TG OVTOTATAG HAG. TNV OUCIa TTPOKEITAI
yia éva 2D 4 3D povtéAo pe éva OKeAETIKO TTAéyua(skeletal mesh) TTou
UTTOKOUEI EVTOAEG.

» Animation BluePrint: AmoteAeital amrd State Machines, Blend Trees KTA
Tou "Kivouv" Tov Al Character pe KUpPIO OKOTTO va ETMIOTPEYOUV Hia

OTITIKOOKOUGTIKA avatrapAdoTacn oTa hJATIO TOU TTaixXTh.
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> Al Controller: AtroteAei To KE@AAI TG OovTOTNTAG PAG. O appodIdTNTEG TOU
gival TTOAU TTeEpIOPIOPEVEG. TIpakTIKG auTd TTOU KAVEl €ival va @QEpvel O€
utréoTaon(instantiate) to Behavior Tree €101 va 1o eKUeTOAAeuTEl O Al
Character.

> Behavior Tree: EQboov dnuioupynBei atmd tov Al Controller kai "ouvoeBei"
Me Tov Al Character atroteAei TTAéov Tov €yKEQAAO TG ovioTnTag. Tnv
odnyei oTo va TTaipvel TIG KATAAANAEG ATTOQAOEIG.

> BlackBoard: AtroteAei TTAéov TNV MVAMN TNG ovioTNTAG MOG. Méow Twv
ATTOONKEUPEVWV TIMWV TOU PTTOPEI va KABOdNYNOEl TNV CUPTTEPIPOPA TNG

ovTOTNTAG HECW TOU Behavior Tree 0To CWOTO ATTOTEAECHA.
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KE®AAAIO 4
EIZArQrH

2€ auTO TO KEQAAaIO epapuoloupe TIG apxéG TTou Béocaue oTto KepdAalio 3 péoa
otnv Unreal Engine. AvaAuTikOTEPQ €peuvOUNE BaoiKd oTAdIO Kal EPYAAEia OTTWG

Ta Behavior Trees 1Tou B8a pag odnyrnoouv oTnv OAOKAAPWON TOU TTPAKTIKOU

MEPOUG TNG EPYACTiag.

4.1 NMAonynon Twv OvroTATWY - Navmesh.

‘Eva KPIiOINO €pWTNNA aOXETWG TO TI APUOdIOTNTEG Ba avaBETOUNE OTIC OVTOTNTEG
MOG Ba TTPETTEl APXIKA va OTACOUPE TO TTEPIBAAAOV £TOI WOTE va UTTOPOUV va
KivnBouv oe autd. Méoa otnv Unreal Engine autd aTroTéAece pia TTOAU €UKOAN
OouAeld péow Tou cuoTAuatog Navmesh Tou oO¢€ €va PEPOG QglOTTOIEl TOV
AAyo6pIBuo A* TTou avaAucaue oto KepaAaio 1.

To Navmesh Acitoupyei €mmiong pECW TTOAWV epyalgiwv Kal BIBAIOBNKWY Twv
Recast/Detour. AtroteAei pia autoparotroinuévn diadikacia TTou dlaxwpidel TNV
YEWWETPIA TOU £DAPOUG O ONUEIQ TTOU UTTOPOUV va KIVOUVTAI Ol OVTOTNTEG HOG.
AtroteAei TNV BEATIOTN  €mAoyr €miong KaBwg autdég o  dlaxwpIouos
TTPAYMATOTTOIEITAI TTOAU YpRYOpPO.

Ovrag n kaAuTepn AUon, To Navmesh Ba €xel TNV €€QG Jop@r HECQ OTO TOTTIO:

=

4.1.1: AvamrapdoTtaon tou Navmesh péoa oTo TOTTIO PagG.
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2TNV TTAPATTAVW EIKOVA DIOKPIVOUUE TOV DIaXWPIOHUO TNG YEWMUETPIAG ToUu £DAPOUG.
To mpdoIvo XpwHa OTTOTEAEI TO £DA@OG TTOU O OVTOTNTEG MOG KAl €MEIC Ba
MTTOPOUME va KivnBoUupe. Ta KOPPATIO TTOU OgV ETTIKAAUTITOVTAI €ival Ta duoBaTa
MEPN. AuTd atroTeAoUV TIG TTAQYIEG OAAG Kal éva PIKPO PEPOG OITTAA OoTa OEVTPA
Mag. AuTO yiveTal KaBWwG N yewUETpia oTIC TTAAYIEG €ival TTOAU aTTéTOoun £T01 WOTE
va yivel mpoofdoiun péow Tou Navmesh oAAd kai ta 3D poviéAa TTou
KATAVAAWVOUV TTAPATTAVW XWPEO PEoa 0TOo TTEPIBAAAOV aTTd OTI QaiveTal.

To "xtiowo"(build) Tou Navmesh TtpaypatoTtroicital o€ real time kai gival eUKoAQ

mpooapHolouevo av BEAoupE va aAAAEOoUUE TO TOTTIO OTTWG ETTIOUMOUE.
4.2 YAotroinon tng Mpwtng OvréTnTag - ®poupod.

dtavoviag o€ autd TO PEPOG Tou KePaAaiou Tng Trapolcag epyaciag Ba
geKivijoou e Je TIG ETTINEPOUG BIadikaaieg TTou XpeldoTnkav yia Tnv dnuioupyia Tng
TPWTNG ovtotnTag, dnAadny autig tou Ba "uAdooel" éva onueio kKal Katd
ouvETTEID Ba avTIdpd oTnv own 11 o€ évav fxo Tou Ba eKTeAE O TTAiIXTNG. APXIKA,

Ba avaAUooupe TO BEVTPO CUUTTEPIPOPAS TNG OVTOTNTAG TOU ppoupou(GuardAl).
2Tnv €IkGva TTou akoAouBei BAétTToupe TOov TTPWTO KOuPo(root) kal €mmeita Ba

TTapaTnprioouue Tov KOPRo Selector [B].

. ROOT
AlGuard_BlackBoard

ol
[ Selector

Selector

o . - -
e BTService_DistanceToObject
BTService_DistanceToObject: tick every 0.405..0.60s

Guard Target Object Key: GuardTarget
Guard Target Distance Float KEy: DistanceToGuardPoint

Eikéva 4.2.1: Selector Node in GuardAl's Behavior Tree.
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H douAcia tng Ymnpeoiag(Service) ev ovoépatl BTService DistanceToObject
gival OTTWG TTPOAVOQPEPANE VA TIPAYUATOTIOIEI OUYKEKPINEVOUG eAEyXoug. Ta
AOYOUG €UKOAIOG peTOvoudoape TNV YTIpPeoia pe Tnv 1010TATA TTOU TTPETTEl va
EKTEAEI £€T01 WOTE va KaTaAaBaivoupe eUKOAA TIG apuodIOTNTEG TNG. AG UNV EEXVAUE
TTWwG n doulgia evog Selector Node cival va ekTeAei TOUG KOUPBOUG ATTO KATW ME
OEIPA TTPOTEPAIOTNTAG ATTO TA APICTEPA OTA OESIA. AV OUWG OTNV TTPOKEINEVN
TePITITWON N YTNpeoia pag dgv ival "eyKpivel" TOUG KAVOVEG TTOU £XoUlE BEoEl O

Selector Node Ba atroTuxel Kal oI KOUBo! TTapakATw Oev Ba eKTEAECTOUV.

Av TTapaTnPooUpE KOAUTEPO TNV €IKOVA 4.2.1 Ba KATAAABOUME TTWG N oUXVOTNTA
TTOU TTPAYMATOTTOIOUVTAl QUTOi 01 €AgyXOl €ival TO PEoOo pETAEU Twv TiPwyv 0.40
OeuTtepoAETTTWY Kal 0.60 deutepoAéTTTWy. ‘ETTEITa TTpayuatoTroloue dUo atrAoug
EAEYXOUG. 2TNV TTPWTN CUVONAKN 0piOUNE TTWG TO ONUEIO TTOU TTPETTEI VO QUAGEI O
@pPoupdS pag wg GuardTarget TpETTEl va UTTAPXEI MEoa OTO TTEPIBAAAOV. Kai n
0eUTEPN OUVOARKN TTOAU OTTAG PETPAEI TRV ATTOOTAON TTOU ATTEXEI O PPOUPOG HAG
aTTO TO ONUEIO TTOU PUAJEL.

O Aoyog 10U XpelaleTal va atrobnkKeUOUE pia TETola JETARANTA €ival aTTAOG:

Av 0 @poupdg HOG &etTepvAel TRV aTTOOTACN TIOU TOU €XOUME Opioel €TTEION
Kuvnydel Tov TTaixTn, 6a TOV avaykAOOUUE VO Yupioel TTiow £T01 WOTE va ¢avda
QUAAEEI TO onueio Tou.

Avagepbnkape ndn Ouwg otnv atrobrkeuon PETARANTWY Kal yia auTtd fpbe va

yvwpiooupe kai To Blackboard péoa otnv Unreal Engine:

- : B
S Behavior Tree ) :j Blackboard

-=_ Blackboard Details
Be-
4 Parent
Parent
4 Key

Entry Name DistanceToGuardPoint

Eikéva 4.2.2: Amobrikeuon petaBAnTig oto Blackboard.
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O1mwg avaypdageTal oTo TTAVW OeEIA PEPOG TNG EIKOVAG 4.2.2 TTAPATNPEOUME TTWG
OvTwg 10 Behavior Tree kail To Blackboard cuvdudlovTal TToAU oTeVA.

Xwpic Tnv €oaywyl Tiywv oT1o Blackboard otroiadntote TiuR KAl va
TPOOTIABNoOoUNE va el0ayoupe oTo Behavior Tree dev Ba yivel OekTr) KOBWG dev

Ba PTTOPE Va TNV avayvwpioel.

2uvexiCovTag 0ToUG ETTOUEVOUG KOPBOUG Ba eEETACOUNE TOV ETTOPEVO KOUBO TTPOG

eKTEAEON, ONAQDN TOV TTPWTO ATTO TA APIOTEPQ:

...

[-J Blackboard Based Condition

Blackboard: GuardTarget is Set

[J Distance To GuardPoint

( aborts lower priority )

Y Go To Guard Point
Sequence
= Sequence composite node.
sequence Nodes execute their children from left to r
If a child fails, then the Sequence fails. If all the Seq

o = x

= Move To =¢ Reset Enemy
MoveTo: GuardTarget BTTask_BlueprintBase_ResetSeenTarget

Eikéva 4.2.3: Tpwtn Zeipd KouBwv

To mapamdvw oxnua atoTeAeital amd Toug Alakoountég(Decorators) ol oTroiol
OlakpivovTal aTTO TO PTTAE XPWHA. TNV OUCia auTh N o€Ipd KOUPwWV eAEYXEI AV TO
OnNMEIO TTOU QUAGEI O PPOUPOG POG €XEI OPIOTEI KAl AV N ATTOOTACT TOU QPOUPOU

atrd 10 onueio eUAagng, Eetrepvael ) gival ico pe 3000 Unreal Units(30 cm) Ba
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QVOYKAOEI TNV OVIOTNTA VO PETAKIVNOEI TTiow OTO onueio kKal va "Eexdoel" TTwg

€ide TOV TTAIXTN.

O1 duo TeAeutaiol kOuBor eival ‘Epya(Tasks) kai gexwpidouv péow TOU MW

XPWHATOG.

Emrépevol kOupor otnv o€1pd gival ol £E1G:

=¢ BTTask_BlueprintBase
+=+ Move To " e 5

MoveTo: EnemyActor

=¢ BTTask_BlueprintBase i £ Wait «= Move To

FirettackAnim Task = = Wait: 1.0 MoveTo: GuardTarget

Eikéva 4.2.4: AeUtepn ceipd KOuBwv.

AkoAouBwvTag Tnv idia diadikaoia HEow evog AIaKOOUNTH EPWTOUUE TNV ovTOTNTA
Mog av éxel del Tov TTaixTn. Av &€l Tov TraixTn, onAadrn n petaBAnTi EnemyActor
yivel Set T0TE Ba eKTEAEOTOUV PE CEIPA ATTO APIOTEPA OTA BEEIA TA TTAPAKATW £pyar:

e [Ipoxwpa TTPOG TOV TTAIXTN.

e [lpayuartotroinoe éva €idog Kivnong

e [Ipoxwpa 01O va dnNUIOUPYACEIG ZNUIA OTOV TTaiXTN

o [lepipeve 1 OeUTEPOAETTITO

e [Upva TTiIOW OTO ONUEIO TTOU PPOUPEIG.
Mapatnpolue Aoimmév pia o€Ipd CUMPTTEPIPOPWYV TIOU €£XOUME avabéoel aoTnv
ovToTNTA Pag HEOW TWV Epywv.
Mwg ptTopel dpwg n ovrétnTa Pag va Oel TTou PBpioketar o TaixTng; AuTo
TPAYMATOTIOIEITAI  OTO  TTPWTO  TTAPAdEIYMa  pE TNV TTPOo0BRKkn  evog
ouoTaTikou(Component) TTdvw OTNV OVTOTATA HAG KAl TTIO OUYKEKPIPMEVA OTO

"Ke@AN" TG ovTOTNTAG Mag, Tov Al Controller, TTou ovoudletal PawnSensing.
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To PawnSensing Component gvepyoTrolgi TIG BACIKEG AIOBNOEIG 0TV OovTIOTNTA
MOG OTTWG N 6paon Kal N aKor). AVOAUTIKOTEPA O TPOTTOG TTOU BETOUNE TO TTOCO

MOKPIG PTTOPEl va BAETTEI KaI va akouel TTapouciddetal oTto Mapaptnua A'.

Metd éxoupe Tnv OcIpd Twv KOPBWVY TTOU 08nyoUv OTNV CUMTTEPIPOPA TNG

ovToTNTAG HOAIG OKOUOEI KATI:

[~ Blackboard Based Condition
Blackboard: HasHeardMoise? is Set el

e Hear Something

Sequence

| " | == MoveTo
=« Reset Heard Boolean MoveTao: InvestinateP osition
BTTask_Set BE_Bool

Eikéva 4.2.5: Tpitn ocipd KouRwv.

Av AoIttov n Aoyikr) petaBAntr HasHeardNoise? €xel oploTei ATTO TO AKOUOHA £VOG
nxou 161E Ba XpelaoTei va aAAG&oupe TNV TIUA TNG METARANTAG TTAAI €101 va
oTapaTAoel va akoAouBdel Tov TTaixTn. Kam 1étolo 6a cuvéBaive a@ou o akpIBwg
eTTONEVOG KOUPBOG TToU PBpiokeTal de€Id dev Ba £Ryaive TTOTE ATTO TNV €TTAvVAAnWn
avaykaZovTtag Tnv ovidTnTa va Kuvnydel TOV TTaiXTn TTOU TTPOKAAECE TOV fX0. AuTo
QTTOTPETTETAI MEOW TOU Task Reset Heard Boolean.
TéNOG €xouupe TTpooBécel OUO akOua OEIPEC KOUPBWY TTOU  TTPAYMATOTTOIOUV
eAEyXOUG Kal TTAAI yia TV atréoTach wg TTPOANTITIKO PETPO OAAG Kal TRV TEAEUTAIO

oTnVv Igpapxia osipd Twv KOPPwv tTTou ovouddletal Idle étol woTe av dev oupPaivel
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TiTToTa amd Ta TTPonyouheva n ovioTnTa pag va Trapauével depyn. Auth n

dladikaoia PuTTopei TTOAU 0pBda va pag Bupicel pia FSM.

To TeENIKO pag AEVTPO ZUMTTEPIPOPAG Ba £XEl TNV TTAPOKATW HOPPN:

Eikéva 4.2.6: Tehiké Behavior Tree Tou GuardAl.
To otro0io AcIToupyEi xadpn OTIC TTapakATw PETABANTES Tou Blackboard:
-=. Blackboard

T,

L
MNew Key

dKeys

GuardTarget

== DistanceToGuardPoint

Selfactor

Eikéva 4.2.7: MetaBAntég Tou GuardAl.
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AvaAuovTtag AoITTév TO TTWG N OvTOTATA TOU @POUPOU HOG MTTOPEl va TTapEl
ATTOQACEIC KAl va OpAcEl avTioToIXa O€ KATTOIA yEyovoTa Ba TTPETTEl €TTIONG VA
avoAUCOUUE TI TTPAYMATIKA cuuBaivel Triow atrd 1o Behavior Tree. O1 YTInpeaoieg,
ol AlakoounTéG aAAG kal Ta ‘Epya Asitoupyouv BACEl TWV TTPOYPAUMATIOTIKWVY
OXEOEWV TIOU UTTAPXOUV KATW Q1O TNV  €M@AvVEIQ  TOug. AUTEG Ol

TTPOYPOUMATIOTIKEG OXEOEIG ovoudlovTal Blueprints.

4.3 Blueprints.

Ta Blueprints atroteAoUv pia oa@r KaIvOTOUIO €K HEPOUG TWV TTPOYPANUATIOTWY
™NG Unreal Engine. MNpokeiTal yia yia yop@r) TPoypapPaTioyoU TTou ovouddleTal
Visual Scripting. O Adyog Triow amd Tnv avdaykn va dnuioupynBei éva ouoTnua
oav 10 Blueprint kpuBetal oTnv atTA TTAPAdOXN TTWG OTOV KOOHO TNG AvATITUENG
wynelokwy  TTaixviIolwy  Ogv  gival OAOI  TTPOYPAUMATIOTEG. AUTOG O KOOMOG
atroTeAeiTal amd pouoikoug, 3D artists, game designers kal TTOAOUG GAAoUG.
Emopévwg n avdaykn yia €éva euxpnoto ouoTnua Tou Ba  pTTopei  va
XPNOIMOTIOINCEl KATTOIOG XWPEIC TTPOYPAUMATIOTIKO UTTOPaBpo kal Ba dlabETel
TTAPOUOIEG AV OXI iDIEG UTTNPETIEC PE YAWOOES TTPOYPAUMPATIONOU OTTwWG N C++
(oTnVv oTTOIa £XEI XTIOTEN) ATAV AVAPEVOUEVN. 2TNV OUCIA ATTOTEAEITAI ATTO £va TTOAU
@INKO interface 1Tou Acitoupyei kKai autd pe KOpPoug ocuvapTRoewv(functions),
veyovoTwyv(events) Kal GAAwV OTOIXEiwV TTOU oUVOEOoVTal HECW KAaAwdiwv(wires)

yIO VO Pag atrodwaoel éva TTavioxupo cUoTnPa avaTrTugng gameplay.

Na v KaAuTepn katavonon Twv BP ag avaAuoouue Eva Epyo.

> Event Receive Execute ' f Set Blackboard Value as Bool

Owner Actor Key
Value

S ——.
Bool Key to Set

A —
Bool Value

Eikéva 4.3.1: Blueprint Tou 'Epyou Reset Heard Boolean 1ng €ikévag 4.2.5.

DOpi&og Avbpéou 60



Ixeblaon kat Epappoyr Bacikwv Xapaktnplotikwy Texvntrg Nonpoouvng os MeplBaiiov
Mawxvidlov

‘Eva mpdypa TToU icwg TTapatnpoupe atrd Tnv apxn €ivar Twg 10 Blueprint
akoAouBei pia oeiplaki Tropeia. H dotrpn Koukida TTou evwvel Tou KOUPoug
ONUATOBOTEI TNV ETTITUXN EKTEAEDCN TOU £V AOYWw KOUBOU KAl TNV CUVEXEIQ TTPOG TV
EKTEAEON TOU ETTOUEVOU.

2UVETTWG auTO TO oUOTNPA UTTODEIKVUEI £vav OEIPIaKO TPOTTO TTOU AEITOUPYOUV TA
Blueprints.

ZeKIivwvTtag, dlakpivoupe Evav KOuPBo ue Tov TiTAo "Event Receive Execute". Autog
0 OPXIKOG KOPPBOG TTOU eEXWPICEl HEOW TOU KOKKIVOU XPWHOTOG MOG EVNUEPWVEI

TTWG OTav EKTEAEOTE éva event Ba cupBouv Kal Ta TTAPAKATW:

e Anuioupynoe pia cuvapTtnon pe ovopa "Set Blackboard Value as Bool" rou
Ba déxeTal duo opiouata, éva kAedi ammd 1o Blackboard TtUTTOU BOOlean
TTOU ETTPOKEITO VA TTAPEI Wia TIA KAl TTAPOUCIAeTAl JE UTTAE Xpwua. Kal pia
TIuA METABANTA TUTTOU Boolean.

e Ekxwpnoe TNV TIUA TNG METABANTAG PECA OTO KAEIDI TTOU OEXTNKEG ATTO TO
Blackboard.

e Av n ekxwpnon eival emTUXnAS Ba kpiBei péoa armd Tov emduevo KOuPo -
ouvaptnon, "Finish Execute”, TTou péow evog atrAou checkbox pe dvoua
Success TTou €Xoupe €loayel Ba onudvel To TEAOG TNG CEIPIAKAS AUTAG

diadikaoiag.

AuUTOG TO TTaPAdEIyua cival £vag atrAoiKOg TPOTTOG YIA VA KATAVONOEI KAVEIG TTWG
AeIToupyouv Ta Blueprints. Eival rpaypatiké agloonueiwTo dPwS To YEYOVOS TTWG
MEOW QUTWV TWV OUCTNUATWY MTTOPOUPE VA ONUIOUPYHOOUPE TTOAUTTAOKEG
OXEOEIG KOl HABNUATIKEG TTPAEIS UETAEU TWV AVTIKEIMEVWY TTOU UTTAPXOUV O€
éva raixvidl. To TTapatmavw £pyo AoitTév, Kata@Eépvel va aAAGEel TNV TIPN JECQ OTO
Blackboard pag kai pye v o€ipd Tou va aAAGgel Kal TRV pon TTou Ba eKTEAEOTET TO
Behavior Tree. Q¢ amoTtéAeopa TTapatnpoupe WG Ta Blueprints ammoTteAouv 1O
TENIKO KOUMATI TTOU OUVOEEl OAEC TIC €VVOIEC TTOU £XOUME QVOAUCElI €wg TwWpPA.
Mepioodtepa Kal apkeTd 1o TTEPITTAOKA Blueprints Trapabétovral 010 TTOpdPTAHA
B'.
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4.4 YMAotroinon tng Agutepng OvroTNTOG.

ZEKIVWVTAG PE TNV oxediaon Tng deuTepng ovioTNTAG Ba TTPETTEl ApXIKG va dOUE
Tws Oa avriAauBaveral 1o TTEPIBAAAOV yUpw TNG. ZTNV TTPWTNR  ovToTnTa
aglotmoioape 10 Component PawnSensing €101 WOTE va TTPOCOWOOUNE TNG
aI06A0o€IG TNG aKoNG Kal TG 6paong. Edw Ba Trpayparotroifjoouhe tnv idia
dladikaoia aANG pe OlagopeTikd TPoOTTO. [Mpocbéocaue éva Component TToUu
AeIToupyei dIaQOPETIKA Kal pag divel TTepIcoOTEPN gUeAI§ia WS To TTOCO Pakpid Ba
BAETTEl N ovTOTNTA pag. AuTO €yive KABwG o€ auTd To onueEio n ovidTNTa pag Ba
TPETTEl va gival o€ B€on va avayvwpiel TTEPICCOTEPA QVTIKEIMEVA EKTOG ATTO TOV

TTAiXTN, ME ATTOTEAECUA VA EI0AYOUUE €va KAAUTEPO CUCTNUA.

AKOAOUBEI pia IKOVA YIa va KATAVONOOUUE TTWG AEITOUPYEI:

Vs
v ¢

awn Name: AIS_Character_274, Pavé&ClﬁgyxlS_Charamer_c i

pvementMode: Walking, Base: Lan a,a[ﬁﬁandscapeHeightﬁeldc E{BpComponent_298
NavData: Default, ®ath following: Moving (2..3/3), dot:1.00, dist20;] 24" 3
Behavior: Running, Tree: AIS_BT, Randomh/long,T
Active task: Move To[2] “
Montalie: None: sse e - e y

ar ks: 4 b = "Sight: 1.00 &:6.70
Ticking Ta i

S e A | R BESE
Task Queu ' AIS_AICon-C-3{AlS-Ghardttersad)

¥
@ -

Jl

Y
5
= i¥ Sight:1.00

¥
a.1.80

Level: Al _Thesis (Persistent)

Eikéva 4.4.1: Avatmrapdotaon tou AlPerception Component.

Mapatrdvw dlakpivoupe dU0 KUKAOUG TTOU agopouv Tnv opacn. O Trpdoivog
KUKAOG pag Ocixvel TTO00 POKpId PTTopEl va BAETTEI n OVTOTATA POG KOl O MW
KUKAOG pag Oeixvel TTou TeAEIWvVEl N Opacn Tou. e autd To onueio agiCel va
ava@epBei TG dev EXOUNE €1I0AYEI TNV AIoBNON TNG AKOAG £OW.
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4.5 Environmental Query System.

Mpoxwpwvtag, Ba ATav ouveTrd va avaAoyioTOUUPE TTWG n ovrioTnTa pag Ba
TTANOIAdel Ta OEVTPA TTOU TOU TTAPEXOUV TNV TPOY UE Evav BEATIOTO TPOTTO.

To EQS atroteAei éva "Aoyikd" cuoTnua TTou QTIAXTNKE YIO VA ETTITPETTEI OTOUG
xpnoteg  m¢  Unreal Engine va  OnuioupyoUV  OVTIKEIPEVA/KEQAAAIQ
epwTROEWV(query assets). O OKOTTIOG OPWG €ival PHEOW KATTOIWV TTPOTUTTWV
epwTROoEWV(query templates) va kdvouue €pwTroEIS OTA query assets yia T0
TePIBAANOV  TTaIXVIOIOU. ATTOTEAEI €va TTEIPAPATIKO XAPOKTNPIOTIKO PEOA OTnV
Unreal Engine kai yia autd BEAel €10IKr TTpOCOXK OTNV OIAXEIPION TOU.

MNa v TAAPN Katavonon Tou £vag OPIoPOG Oev eival APKETOG, CUVETTWG Oa
TpooTradrniooupe va KataAdBoupe péow Tou EQS Tou atraithiBnke  va
ONUIOUPYAOOULE YIA TIG AVAYKES TNG OEUTEPNG OVTOTNTAG.

Ag Cekiviiooupe pe Tnv dnuioupyia Tou EQS pag. Ava@epOuevo OTO BEVTPO TTOU
TPETTEl va yupilel TTiow O TraiXTnNG yia va avalnthoel Tnv Tpo@r) Tou, Ba
dnuioupynooupue €va query template. O okotdg autou To query template eival va
TTpaypartotrolei "€EUTTVEG" €PWTAOCEIC YUpw OTO TTEPIBAAAOV HOG £TO1 WOTE N
ovTOTNTA Jag va avTiAngBei TTou civalr TotmoBeTnuéva autd Ta dévipa. To query

template Ba €xel TNV €€NG HOPYN:

KnownltemSpawningActors: around Querier
Mone

Distance: to Querier
between 0.0 and 50000.0, prefer greater [x1]

Eikéva 4.5.1: EQS Twv avTIKEINEVWYV TTOU dNPIOUPYOUV TPOYT).
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O1rwg kal ota Behavior Trees mTapatnpoUde TTWG Kal €dW 0 apXIKOG Uag KOUPBog
gival 1o root. ‘Etreita perd ammd tov KOPPo root Tpapnaue €va BEAOG yia va
onuioupyfooupe €vav Generator. O1 Generators d108£ToUV €QTA DIAPOPETIKA €idN
KOl OUCIAOoTIKA OTTOTEAOUV TO group TWwV QVTIKEIYEVWY TIOU ETTIBUMOUUE VO
TeoTApoupe. [pdkerral yia éva oUOvOAo Tou  QIATPAPOUME €TOI WOTE VA
dlakpivoupe av dlaBETouv TIG KATAAANAeg TTpouttoBéoels. O Generator TTOU
EMAECAUE OTNV TTEPITITWON Pag ovopaletar KnownltemSpawningActors kai
TTPOKEITAI YO €vav ATTOKAEIOTIKA @Tiaypévo(custom) amd eudg Generator. H
Unreal Engine pag mapéxel tnv duvatotnta va @TIAXVOUMPE TOug OIKOUG MOG
Generators yia TepeTaipw gueAigia. Ta dévipa TTou €MOUPOUPE va OOKINACOUNE
d1aBéTouv pia ouykekpiyévn 1I010TNTA. Tnv 1810TNTA va TTapdyouv TNV atrapaitnTn
TPOYI) £T01 WOTE VA TPAPEI N ovTOTNTA Pag dTav TACEl OTO CNEIO TTEivVag.
AKpIBWGS atTd KATW £xouue €l0dyel oTov Generator uag £va TEGT TTOU
atreikovifetal otnVv €IKOva 4.5.1 pe prrAe xpwpa. Méoa oT1o TEOT Pag AoITTOV
£XOUE opioel TIG EEAC TTPOUTTOBETEIG:

Distance Eikéva 4.5.2: TeotT EQS

Test Mode Distance 3D - . .
BGO’IO’USVO oTnv atrooTaon

Distance To EnvQueryContext_Querier - BE eI , .
ATTO TOV TTAIXTN.
Test Purpose Filter and Score

Filter

» Float Value Min

» Float Value Max

-

Score
Show Advanced
» Clamping

Scoring Equation Inverse Linear

Scoring Factor
Data Binding

Multiple Context Score O

™

Preview
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21NV €IKOva 4.5.2 Aoitrév TTapatnPoUE TTWGS WS QIATPO £XOUUE EICAYEI Hia TIUA
TUtTOU float pe eAdyiotn Tiun 10 0 Kai pEyiotn To 50000. Me atrAd Adyia auTtd 10
TEOT "pwTdel" éva query asset av UTTAPXEl AUTO TO GUVOAO TwV JEVTPWY PECT OTO
€UPOG TWV TINWV TToU avaBEoape. Auti n dladikaoia aTToTeAEi T £vvoia Tou
QIATpapiopaTog OTTwG avaypd@eTal Kal oTnyv €Ikova. ‘Etreita akoAouBei pia
Kalvoupla £vvola wg TeaT. H €vvola Tou score.

To score gival ammd Ta MO onuavTikd xapaktnpIioTikG Tou EQS kabwg IdIKd oTnv
OIK Pag TTepITITwon "avayvwpidel" 1o atmd 1a dEVIpa TOU CUVOAOU BpiokeTal
KOVTA OTO query asset ge 0TOXO O TTaiXTNG YAG va dIavUCEl TV PIKPOTEPN duvaTh)
artréoTaon.

2710 OIKO pag TTapddelyua £Xoupe opicel wg TTapdyovTa Tou scoring 1o 1.0. Auto
Mag Oeixvel TTWG n KOVTIVOTEPN ATTOOTACN OTO query asset Ba gival o1o 0 kal 600
aug¢daverar Ba yivel péyiotn oto 1. 'Exovrag €mAEyel OpwS TNG AvTioTPOENG
YPOUMIKAG g§iowong(inverse linear) Ba cupPei To akpIfwg avtiBeto. H Kivnon
auTn €yive yia Adyoug debug. Ti akpiBwg OPwg €ival To query asset yéoa OTO

TOTTIO PG TTOU TTPOKAAEI AQUTOUG TOU EAEYXOUG;

H ammavrnon épxetal yéow Tou EQS_TestingPawn. MNMpdkeital yia éva avTIKEiNEVO
oav 0Aa Ta GAAa TTou dExeTal WS OpIcHa To query template TTou dnuioupynoaue
TTponyoupévwg. TEAoG To EQS Ba €xel pia TTapdpola Jop@r JE QUTAV TNG EIKOVOG

TTAPOKATW:
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Eikéva 4.5.3: EQS_TestPawn 1rou Acitoupyei pye Grid Generator.

2TNV TTaPATTAvW €IKOVA TTapATNPEOUNE Hia TTANBWPA KUKAWVY PE avaypa@OUEVES
OUYKEKPIMEVEG TIMEG ETTAVW TOUG. 2TO KEVIPO TOU KUKAOU [PBpiokeTal TO
EQS_TestPawn. O1 avaypa@OUEVES QUTEG TIMEG TTPOEPXOVTal aTTd TO TTEdIO Score
TTOU avaAUcaue TIPIV Kal £Xouv wg eAdaxioto 1o 0 kal wg péyioto 10 1. ETTiong
agifel va onuelwdei TTWG o1 KUKAoI pe TO MITAE xpwpa Oegv dlaBETouv TIg
KATAAANAEG TTPOUTTOBECEIG KAl yIO QUTO €XOUV ATTOTUXEI OTO TECT TTOU €XOUME
eloayel. O1 KUKAOI JE TTPACIVO XpWHA OIBETOUV TIG KAAUTEPES TTPOUTTOBETEIS EVWD
QUTEG ME TO KOKKIVO TTOU E€ival OITTAQ OTO KEVTPO OTTOTEAOUV TIG XEIPOTEPES
emAoyég. Autd Ba utropouce €UkoAa va aAAGEel aAAGlovtag tnv €mmAoy TNG
e€iowong Tou 10T O¢ Inverse Linear KTA..AlQKpivouue TTEPA aTTO TIG TIMEG AOITTOV
KAl hia EUKOAIa oTNV avayvwpIion TwV KAAUTEPWYV ETTIAOYWYV JECW TOU XPWHATIKOU
OUCTAUATOG.

AvakepaAaiwvovTag, gipaoTte o Béon va kataAdBoupe TTws 10 EQS atroTeAei €va
TTavioxupo ouoTnua wg tpog Tnv avattuén ¢ T.N. Ta dUo oToixeia TTou TO
TTPOKaAOUV auTd gival n duvardtnTa TnG avaTTuéng Twv dikwv pag Generators

KaBwg Kal 0 opIohOG Tou OIkoUu pag kévipou(Query Context). Méow autwv Twv
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OTOIXEIWV KATOQEPVOUPE VA  "YXTIOOUME" TTOAUTTAOKEG OXEOEIG METAEU TWV
OVTOTATWY Kal Tou TTEPIBAAAOVTOG pag. ‘Eva kaAd trapddeiypa Ba arroteAouoe
KATToIEG OVTOTNTEG TTOU Ba TTpooTTaBouoav va Ee@Uyouv atrd TRV OYn ToU TTaiXTn
avadnTwvTtag Ta TUPAG onueia. Autd Ta onueia Ba  ptropoucav  va  TA

AvVaYyVWPIoOUV Kal va JETOKIVABOUV TTpog auTd pe Tnv Bonbeia evog EQS.

4.6 MvAun otnv T.N.

‘Exovtag avaAuoel Tov TPOTTO PE TOV OTT0I0 N ovroTNTA POg Ba KaTta@Tavel OTO
KOVTIVOTEPO ONUEIO YyUPW TOU TIOU TOU TTAPEXEI TPOPN AQPVOUPE avaTTAVTNTO
aKOpa €va epwTnua. MNwg Karta@épvel n ovioTNTa YOG va BuudTal TTou akpIBwg
BpiokovTal Ta dEVTPA HECA OTO TTEPIBAAAOV HOG;

H évvoia TNG HVAMNG QUOIKA TTapEXETAl aTTd TNV GAAN pia @opd TToAUTIUN BorBeia

Miag YTrnpeoiag.

a1
i Selector

Selector

u - o
< BTService_KnowAboutThings
BTService_KnowAboutThings: tick every 0.10s

Know About Stuff: KnowAboutStuff

Eikéva 4.6.1: YTinpeoia pe Asiroupyia pvAung.

Mpiv Aoitov ekTeAeoTel To EQS Kkal avaldntioel N ovioTNTA POG TNV KOVTIVOTEPN
aATTO0TACN TWV OEVTPWYV ATTO TNV idIa EKTEAOUUE Wia UTTNPECIA TTOU TTPAYUOATOTIOIE
évav éAeyxo. O éAeyxog uAotroiiBnke o€ Blueprint tTou TTapaBéTeTal OTO
Mapdptnua B'. Tlapatnpoupe OPwG TIWG N ouxvotnta TnG  YTINPEoiag
KnowAboutThings ecivar ota 0.10 O&ecutepdAemta. OuolaoTikd auTtd  TTou
Siaradoupe Tnv ovrOTNTA VO PAG KAVEI gival KOBWGS TTepIQEPETal TuXaia, ava 1/10
TOu OEUTEPOAETITOU va TTPOCELEl av PECOW TNG Opaacng TnG £xel del TToubeva éva
KOKKIVO pnAo. H diadikacia gival eukoAdTEPN aTTO OTI TTAPOUCIAZETAI KABWGS aUTO
TTOU £VVOOUE TTPAYMATIKG gival:

> 'Exeig &€l éva avrikeipevo TnG kAdong Good Food Class;
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» Av vai, 101¢ Bé0€ TNV TIP TNG Boolean peraBAntrig KnowAboutStuff wg
true.
Epboov Aoimmév mrepdooupe atrd Tnv YTnpeoia kal n JeTaBAnti KnowAboutStuff

yivel true ouppaivouv Ta €€N¢ oTo Behavior Tree:

o |
= Selector

Selector

M o o
< BTService_KnowAboutThings
BTService_KnowAboutThings: tick every 0.10s

Know About Stuff: KnowaboutStuff

l

5 Sequence

Sequence

e
k) Run EQS Query

RunEQSQuery: FindStatSpawningActor = Move To
Blackboard key: DesiredObject MoveTo: DesiredObject

Eikéva 4.6.2: Zeipd KéupBwy yia tov kaBopiopd tng Mvrung.

o EkTéAeoe 10 EQS £101 wOoTe va avayvwpioel TTou €ide TeAeuTaia @opd TO
dévrpo(StatSpawningActor) TTou pag TTapéxel Ta uiAa(DesiredObjects).

e Kal TNV OUVEXEIQ YETOKIVIIOOU TTPOG QUTO.
‘ExovTag TOTTO0ETAOElI QUTH TNV OEIPA KOPWPBWVY PE TNV KATAAANAN o€ipd o€ OAO TO
ouvoAlo Tou Behavior Tree Ba TTapaTnpAooOUlE TTWG Ta atmmoTeAéopaTa Ba eival
eviuTtwolakd. Eiodyoupe Aoirév pia petafAnth Tmou av yivel true €oOoov n
ovtoTnTa pag o€l €va pNRAo Ba Tov avaykdoel va PeTaKIvnOEr TTiow oTo PEPOC,
onAadry oto dévipo, TTou Ta PAAG Ba TTapéXouv TNV aATTaAPAITNTN TPOPH OTOV
TTaiXTN. Z€ auTd TO oNUEIo TO onuEio Ba TTPETTEI va avaQEPOUNE TTWG N ouxvoTnTa
TTOU dnuIoupyouvTal Ta IAAA gival opiopévn ato ePdag.
MpoxwpwvTag OUWGS ag unv EexvAue TTwg péoa oTo TTEPIBAANOV pag £XOUNE OpioEl

KAl TO KAQE MNAG WG KOKA TPOPH VW CUYKATAAEyovTal OTNV idla KAAON. XUVETTWG
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NPBE N wWpPa va KATAVOAOOUME TTWG N ovioTATA AAANAETTIOPA PE TA QVTIKEIPEVA

yUpw TNG.

4.7 Interfaces
EidikoTepa, 1a Blueprint Interfaces pag mapéxouv pia koivr) péBodo amod TIg

YAWOOEeC TTpoypauuaTioyou, aAAnAemidpaong pe OAa Ta QVTIKEMEVO TTOU
OUVUTTAPXOUV HECA OTOV KOOMUO HaG. APKE va poipddovtal Mia OUYKEKPIPEVN
1010TNTa. ‘EoTw  Aoimmév TTwg  TTapaBEtoupe  pia 1016TNTA, OVOROCOMEVN WG
OnTouchFallDown, TTou TTPOKAAEI KATTOIO QVTIKEIMEVO va TTECEI OTO £0APOG HOAIG
10 akoupTtrioei(collide) o TraixTnG. Av eicdyoupe autr) TNV IB1OTNTA O€ €va OEVTPO
Kal pia kapékAa, 600 TrEPiEpPYO KAl va @aiveTal autd Ta avTiKEiheva Oa
avTI®OPACOUV WE ToV idlo TPOTTO. Towg 6XI akpIPWG PE Tov idI0 TPOTTO KABWGS OTTWG
EXOUUE ava@épel N Pnxavh Kavelr eEaipeTikn xprion NG PuoikAg aAAd n 16¢a
TTapapével n idia.

Ta Interfaces péoa otnv Unreal Engine €ival TTOAU €UKOAO va @TiaxTouv. H
diadikaocia atraitei eAdyioTa Briparta. uoikd oTidrTToTE aTToTEAE Adyo dpdong Tng
OVTOTNTAG HAG TTPETTEI VA CUUTTEPIANGOEI WG pia Awn amoégaong. ZUVETTWS Ba
€I0AYOUNE TOV OPO TNG ETTIAOYNG TNG TPOoPnS wes éva 'Epyo péoa oto Behavior
Tree. ApxIKG OPwG ag avaAuoouue TV dnuioupyia evog Interface kal TTWG AUTO e

TNV o€1pd Tou Ba dpopoAoynBei péoa oto Behavior Tree.

Search For Help

M My Blueprint

o= Add Mew + B[R]

4 Functions

f Useltem

Eikéva 4.7.1: >uvapTtioeig wg Opiopata péoa oto BP Interface.
A6 KdTw akoAouBei To 6piopa TTou dwoaue péoa oTto Interface. AvaAuTikOTepa

TTPOKEITAI VIO £va QVTIKEIMEVO TTOU Ba gival o B€on va agloTToINCEl TIG TTAPATTAVW

OUVAPTAOEIG.
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4 |nputs

Eikova 4.7.2: To avrikeipevo(Actor) Tou prjAou wg Input.

MapakdTtw akoAouBei n eIKOVa e TNV TOTTOBETNON TOU £PYOU TTOU XPNOIKOTTOIEI TO

Interface pag péoa oto Behavior Tree:

[ Blackboard Based Condition
bo i

[ Blackboard Based Condition
( T pi -

i Sequence

Sequence

//

- a
=« Say Something «= Move To " 3 "
BTTask_DialogFire: MoveTo: DesiredObject

=¢ Useltem =¢ FireAnimation

Desired Object Key: DesiredObiject BTTask_Useltern: BTTask_FireAnimation:

Montage In
Force &

Eikéva 4.7.3: H TpwTn o€ipd KOuPwv o1o BT Tng deUTEPNG OVTOTNTAG.

To 'Epyo Aoimmov Useltem eival ekeivo mTou péow Kwdika oe Blueprint TTou
TapabéteTal oTo TTapdpTnUa B'  pag divel Tov 6po TNG €mIAOYAG WG TTPOG TNV
Tpo@r) TTou Ba emAéEoupe. OuOoIooTIKA GOWV aQopPd TO TTPOYPAUMOTIOTIKO KOWUATI
BéToupe KATTOIO KPITAPIA £TO1 WOTE VA EMTPEYOUME 1 OXI 0TV OVTOTNTA PAG va
KatavaAwoel 10 pAAo. [Mapartnpwvtag Ta opioyata Tou avayvwpioupe TO
DesiredObject w¢ 10 PAAO TTOU €TTIOUMEI VO KATAVOAWOEI N OVTOTNTA JOG OAAG Kal
TNV améoTacn TTou TTPETTEI va £XEl aTTO auTd £TO1 WOTE va TNV KaTavoAwoel. ‘Evag
TUTTIKOG apIBPOG TTou OTITIKA divel TNV weudaioBnon Twg n ovrotnTa POg €ival

diTTAa oTo priAo Kai To KaTavaAwvel gival Ta 250 Unreal Units(25cm).
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AUo d&M\oi etmiong kOuBol TTou TPOOBeca  aPOPOUV TNV  OTITIKOOKOUGTIKN
avaTpo@odOTNON WG TTPOG TA PATIO TOU TTAIXTN £€TO1I WOTE VA KATAVONOEl TTWG KATI
OUVERN.

O koupog Say Something xpnoIUOTIOIEi éva NXNTIKO OPXEIO TTOU AKOUYETAI KABWG
0 TTaiXTNG TTANCIAZel To Ao evw o0 FireAnimation atroteAsital ammo €va clip Tou
avaykadel TV ovroTNTa PAg va TTEPTEN OTO £DAQPOG HOAIG ETTIONG KATAVOAWVEI £vVa

MAAo.

4.8 Atreikévion I810TATWV.

Avagepduevog 0TV TTEiVa TToU Ba avaykAoEl TOV TTaiXTn va avadntroel Tpoen Ba
nTav opBd va TTapoucIAooUPE Kal éva €idog OTITIKAG TTAnpogopiag TTou Ba
BAETTOUE.

2€ autod TO onueio éyive xprion Tou egpyaAeiou Ul Widget 1Tou pag TTapéxel n
Unreal Engine. Autd 10 gpyaAeio "TpaBdel” TTANpo@opieg atrd Tnv ovrioTNTA UAG
OXETIKA WE TNV TTEiVA, TNV UyEia Tou Kal AAAEG IDIOTNTEG TTOU TTPAYHATOTTOINBNKAV
pMéow Blueprint kai TrapaBétovral oTto Mapdptnua B'.

To Ul yag avatrapioTtatal TTavw atrd Tnv ovioTnTa WS £ENG:

Health
Stamina

e

'\\‘i‘

|

‘-ﬂ‘
35:
b

Eikéva 4.8.1: AvatmrapdoTtaon Twyv Stats péow Ul Widget.
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Mapatnpolue pia TTANBwpEa atTd XaPaKTNPIOTIKA TTOU £XOUME EICAYEI OTOV TTAIXTN.
H Aoyikn eivar mwg o6tav 10 Tredio "Hunger” @tdoel oto 0 Ba gekivioel va
MelwveTal Kal To TTedio "Stamina” kai émeira 1o medio "Health". OTtav @Tdoouue
oto onueio 0 yia Tnv TrEiva TOTE O TTAIXTNG Ba ApPXioEl va KATAVAAWVEI TNV TPOYN
Tou. OAn n Odiadikacia PeTaPEPONKE o0€ €va OTTIKO OTTOTEAECUA  YIO VA
KataAaBaivoupe TTOTE N ovTOTNTA YAG €XEl PTACEI OTO OnuEio Teivag. To ev Adyw
ouoTnua pag PonBdasl va karaAdBoupe TOTE KATI dev Asitoupyei owoTtd. Ol
IB1IOTNTEG QUTEG €XOUV TTPOYPAPUATIOTE £TOI WOTE VA HMEIWVOVTAlI OTASIOKA,

odNywVTag TNV ovIoTATA OTNV avadnTnon Tpo®ngG.

4.9 "Hxog ka1 Animation.

ZEKIVWVTAG TNV Ouyypa@r Tng TTapoucdag TITUXIOKAG €pyaoiag, £évag atmd Toug
TPWTOUG OTOXOUG HMOU NTav va TTpooBéow €va ouoTtnua tou Ba €8ive Tnv
weudaiobnon oTov TIaiXTN TTWG N OvioTNTA pAG MTTOPEI va  avayvwpioEl
KOTOOTAOEIG KAl avOpwTToug yupw TNG. AUuTOG O OTOXOG AOITTOV TAUTIOTNKE
oUVTONO HE TNV €I0aywyr €vOG NXNTIKOU CGUCTAMATOG TTOU PAG TTAPOBETEl N
Unreal Engine. H Tapadoxr 6a Atav atrAn:

Na xpnoigotroinBouv Tpia S&iagopeTikd KopudTmia rxou(Audio Clips) yia Tpeig
OIAQOPETIKEG TTEPITITWOEIG.

To mpwrto Audio Clip Ba avagépovtav o€ KATTOIA OVTOTNTA YEVOUG APOEVIKOU, TO
0eUTEPO O€ YEVOG BNAUKOU Kal TO TPITO O€ €va OUBETEPO YEVOGS. APXIKG OKEPTNKA
TO €¢AG TTAPAdEIyUa TToU ETTEITA 0ONYNBNKe 0pOA& Kal 0TNV UAOTTOINCT TOU.

‘EOTW TTWG N ovtoTNTA POg avalnTd XapaKTAPESG AoXETWS TOU QUAOU Toug, PEoa
oto TepPIBAAAOV pag. E@ooov cixe emTUxel Tov OTOXO TnNG, Ba akouyaue Tpia

dlagopeTika Audio Clips avdAoya Tnv TrepioTaon.

e Av n ovrotnTta Tou avalntoUoapeE NTav YEVOG apaeviKou TOTE Ba akoUyauE
TNV ékppacon Tov Bprka.

e AvrtioToixa av Atav yévog BnAukou Ba akouyaue Tnv €Ek@pacn Tnv Bprka

e TEéNoG, av avalnTouoape Eva OUBETEPO QVTIKEIUEVO Ba AKOUYANE TNV

ékppaon To Bpnka.
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XpNOIUOTTOIWVTAG AOITTOV £EUTTVA TA NXNTIKA POG KOPPATIA Ba cipaoTe o€ B€on va
ONUIOUPYNOOUUE Jia ovTOTNTA TTOU TTEPA TWV AAAWY apPodIOTATWY TNG Ba PTTopEi
va avayvwpeigel To QUAO TwV XAPAKTHPWV 1 avTIKEieVWY diTTAa TNG. MNMapoAo 1Tou
onuioupynoa Tpia nXNTIKA KAITT péoa oTo NXNTIKO pag ouoTnPa, TO JOVO TToU
KATagepa va Xpnolgotroiow eival n pdon "To Bprka" Kabwg n ovidétnTa Pag
avayvwpicel éva YAAO TTou TTPETTEI VA KATAVOAWOEL. TO KAAUTEPO ONUEIO OUWG dEV
KpupBeTal €kei. AvTIBETWG TO ev Adyw ouoTnua Ba ptropouce KAAAIOTO va
atroTeAéoel TRV apxn yia éva ouoTnUa S10Adywv péoca o€ éva TTaiXvidl OTTou n
T.N pag Ba cival og B€on va avTaTTOKPIVETAI OTOV TTAiXTN avaAoya TO QUAO Tou

XOPOKTAPQA TTOU TTAiCEL.

2uvexiCovrag Aoimmév  akoAouBouv JeEPIKEG €IKOVEG aTTd TNV  AgiIToupyia Tou

OUOTAMATOG:

4 Dialogue Contexts

Add Dialogue Context

*)

ApioTtepd TTapatnpouhe TNV AioTa pe Ta "nxeia" (speakers) kabwg kai TNV
TOVIKOTNTA TG WV PAG TTOU UTTOPEI VA XWPIOTE O€ Tpia pépn:

» Masculine

» Feminine

> Neuter
Ae€ld diakpivoupe Tnv oTtHAn Directed At TTOu OTnV oucia €mMONUAivel TTOU
atmeubuvopacTe. ZTNV TTPWTN TTEPITITWON OTTEUBUVOUAOTE O€ €va  YUVAIKEIO
TTPOOWTTO, OTNV BEUTEPN O€ £V AVTPIKO KOl OTNV CUVEXEIQ O€ Eva OUDETEPO.
E@ooov €xouue avTtioTtoixnoel opbd& TIC AiOTEC pAG €I0AYOUPE TO nNXNTIKO

KUpa(Sound Wave) 1Tou nxoypa@nlnke atmd euéva kal "traicel” tnv avaioyn
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@pdon. ZTnv TTEPITITWOoN AOITTOV TTOU €MEIC ATTEUBUVOUAOTE O €va YUVAIKEIO

TTPOOoWTTO Ba elIcdyoupe To Sound Wave TTou TTepIEXEI TNV EKppacn Tnv Bprka:

Directed At 4= = i@

FemSing (Feminine)

|_found_her,

Eikéva 4.9.2: To ouotnua Dialogue Wave(2/2).

AG unv &exvApe OUWGS TTWG N ovTOTNTA Pag avalntd éva AVTIKEIMEVO OUDETEPOU
yévoug. E@boov "oTAcaue" 10 cuoTnua dIaAdywyv, TO CUVOECANE UE TV OVTOTNTA
Mag HEow evog Blueprint Trou TTapabétetal oto Mapdptnua B'.

To Animation péoa otnv Unreal Engine atrodeixBnke apketd dUOKOAN diadikaaia.
KaT TTou Bswpeital Aoyikd av avaAoyioTei Kaveig TTwg ol 3D Animators atroTeAouv
évav TEPAOTIO EEXWPIOTO KAGDO OTOV XWPO epyaciag Twv Traixvidiwy. ‘Exovrag
OMWG KAAUWEl TNV NXNTIKA avaTpo@odoTnon &ekivnoa va gpyaloual ETTavw oTnv
Kivnon Tng ovrotntag pag. To oxédlo pou otrAd  atroteAsital atmd  pia
Kivnon(§amrAwpa) tTou rpaypartotroiei N T.N pag uoAig €pBel o eTagn Pe TNV
TPOYI TNG VIO VA KATAPEPW OEIEW TO ATTOTEAECUA QUTAG TNG TTPAENG.

To Animation Aoitov atroteAeital atrd Ta Tpia Bacikd oToixeia. To 3D poviéAo

TTOU Ba TTPAYHATOTIOIEN TIG KIVAOEIG HOG:

% To 3D povtéAo TTou Ba TTPAYUATOTIOIET TIG KIVIOEIG JOG.

% To Animation Tab TTou pOg TMTPETTEI va TTPOCBOETOUUE Kal va BAETTOUNE Ta
animations oTo HOVTEAO PAG, AV QUOIKA N AVOTOMIO TOU PAG TO ETTITPETTEL

% To Animgraph Ttou amroteAeital amo didgopa State Machines kai Ta
AnimBlueprints TTou pOg EMTPETTOUV v OUVOEOOUUE TIC KIVIOEIG TOU
XOPAKTAPA YAG YE TO TTPOYPAUMATIOTIKO KOUPATI TOU TTaIXVISIOU.

Av kal Ta Behavior Trees mmapoucidlouv onUAvTIKEG OMOIOTNTEG e Ta State

Machines, TTapatnpACAuE TTWGS TO KOPUATI TOu Animation atroTeAgiTal ATTo AUTEG.

MapakdTw akoAouBei Eva Animgraph KaBwg Kal TIG aTTapaiTNTEG KATAOTACEIG TTOU

METadIdOVTAI OTO TTAIXTNG YAG:
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JumpStart

JumpLoo
R
Entry b Idle/Run ot

e

JumpEnd

Eikéva 4.9.3: O1 kataoTdoeig(states) ato Animation.

2tnv €ikéva 5.9.3 Traparnpouue Ta didgopa states Tou pTTopEl va TTpofei o
XOPOKTAPOAG HAG KATA TNV SIAPKEIA TNG Kivnong TOU.
AvaAuovtag Tov Koupo ldle/Run Ba avayvwpiocoupe GAAo €va Blueprint Tou péow

NG METABANTAG Speed Ba kaBopioel kal TV TaxUTNTA TTOU Ba TPEELEI O TTAIXTNG.

“Final Animation Pose

" ThirdPersonidieRun

.
e
— ?\__f.\
Speed @—— @ Speed * * ' m—— J ﬁ
e £

Eikova 4.9.4: |dle/Run Node.

TéNOG pTTOPOUPE va avaAUooupe Ta animations pag Kapé-kapé yia Tuxov
o@AAPaTa TTOU PTTOPEl va TrapouciddovTal. H tmapakdtw eikdva avaAuvel Toug

kKOuBoug ammdé JumpStart --> Jump Loop --> JumpEnd.
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[

LU0

Currant Seraan Siza: 1,04
Triangles: 41052

\articas: 29997

UY Chiannals: 1

Approg Size: 18241804195

e aga« |l »n

Eikéva 4.9.5: Omrrikr) AvatrapdoTaon Twv Jump Nodes.

2T0 KATW MEPOG TNG €IKOVAG TTapaTnpoupe Tov Editor yia ta kapé €101 WOTE va

avaAUOOuUpE KOAUTEPA TNV Kivnon HOG.
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KE®AAAIO 5
EIZArQrH

2€ auTO TO KEQAAAIO TTAPABETOVTAI N CUVOTITIKN TTEPIYPAPH TNG £pyaciag YETA

TO TTEPAG TNG KABWGS KAl OKEWEIG KAl CUPTTEPACUATA JETA TNV OAOKANPWON TNG.

5.1 ZuvorrTikni Mepiypaen

H trapouoa trTuxiokh epyacia oAoKANpwONnKe WETA aTTd ETTITTOVEG TTPOCTTABEIEG
Kal TTOAU XpOvo. ApXIKG PeAeTACOUE TO UTTORaBPO TNG T.N KaBWS Kal 1I0TOPIKOUG
aAyOpIBUOUG TTOU XPNOIUOTTOIOUVTAl PEXPI CHAMEPA KAl TTWG AUTOI PTTOPOUV va
eQappooToUV Ot €va TTEPIBAANOV TTaIXVIOIOU MPETA aTTO O1EEOBIKAR £pPEUVA TWV
TINYWV JOu.

To emméueVO KOPUATI agopoloe €vav ApKETA dnUIOUPYIKO TOMEN TTOU Eival n
dnuioupyia evdg peahioTikou TTepIBAANovTOg péoa otnv Unreal Engine kabwg Kai
TNV avaAuon Twv €PYOAEiWV TTOU TTAPEXEI N PNXAV] OTTWG Tnv dnuioupyia Twv
OIKWV MOG UAIKWV , TNV pop@oTtroinon Tou TTEPIBAAAOVTOG pag aAAd Kkal Thv
TpooBnkn Twv Post Process Effects. O povadikdég pag otoxog Atav éva
OcapaATIKO ATTOTEAEC A TTOU ETTETEUXON .

Eg@ooov 10 TTEPIBAANOV Pag ATav £TOIMO TTPAYUATOTTOINCOUE TOV OXESIAOMO TWV
Ouo ovtoTATwY. O oxedlaopog TepieAGuBave TNV avaBeon apPodIOTATWY OTIG
ovTOTNTEC Mag OAAG kal Baoikd xapaktnpioTikd TnG T.N OTTwg o1 €vvoieg NG
ETMAOYAG, TNG MVAUNG TNG Opacn Kal TNG akorng. AAG Kal TNV avTioTOIXIoN TwvV
atmapaitnTwy gpyaAgiwv TnG Unreal Engine yia Tnv cwaoTr) UAOTroinon Toug.
MpoxwpwvTag oTO TEAEUTAIO HEPOG TNG EPYACIOG ECETACANE TTWG AUTA TA EPYOAEIQ
"ouvepydadovTal" Kal yvwpioaue Kpiolueg €vvoleg OTTWG TI gival Ta Behavior Trees,
7o Blackboard, ra Blueprints, ra Interfaces kai Ta Environmental Query Systems
TTOU aTTodeixbnkav onuavTik& yia TNV owoTr Kal BEATIOTN AsiToupyia Twv

OVTOTHTWV POG.
‘Emreita ava@epbikaue oe deutepeUOVTEG dIadiKaaieg OTTWG N I0aywyr NXNTIKWV

eQE Kkal animations TTou aTrodeIXOrKav OPKETA ATTAITATIKEG UE POVO OTOXO TNV

avaTpo@odATnon oTa PATIa TOU TTAIXTN, OTITIKNA KAl AKOUGCTIKH.
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5.2 2uptrepdopuara.

TeAseiwvovtag TNV TTapouoa TITUXIAKN epyacia Kal ouvoyifovtag B6a Atav owoTd
VO avaAoyIOTOUUE TOUG ApPXIKOUG HOG OTOXOUG KAl €AV KATAQEPAMPE vaA TOUG
ETTITUXOUME. MPAyHaTI, KATAQEPAUE VA PHETAPEPOUNE OPBWG TNV BewPNTIKA yvwon
TTou peAeTAoauE p€oa oTo TTePIBAAAoV TnG Unreal Engine. ETriong, omroudaidtepo
KATOPBWPA TNG TITUXIAKNG EPYOOIAG ATTOTEAECE TO YEYOVOG TTWG KATAPEPAUE VA
"xTiooupe" éva yeviké ouoTnpa TTou Ba pTTopécel va atrodelxBei XprRoINo o€
TToIKIAEG KaTaoTdoelg avaTTuéng T.N Kal OXI 0€ JEPOVWHEVA TTEPIOTATIKA.
Ava@epOPEVOG OUWG O€ YNPIOKA TTaIxVidla Kal a1rd TI TTPAyPaTikKG atrapTifovTal,
OUVAVTAOOUE OPKETEG OUOKOAIEG o€ GAAO KOUMATIO (WTIKAG onpaciag OTwg To
animation kKal 0 fxo¢ TTou JUOTUXWG MTTOPOUV EUKOAO VO KATOOTPEWOUV TNV
EUTTEIPIO TTOU TTPOCPEPOUME oTov TraixTn. OTTwg avaAloaue oTnv apxn €va
WYNEIAKO TTaiXVvidl atroTeAEITaI KUPIWG atrd TNV dIOoKEDACN Kal TNV EUTTEIPIA TTOU
TTPOCPEPOUPE OTOV TTAIXTN Kal Oxl a1md TOug TTOAUTTAOKOUG aAydpiOuoug TTou
QuTOG Oev PAETTEL. ZUVETTWG Ba TTPETTEI VO AVAAOYIOTEI KAVEIC TTWG AKOUA Kal TO
o 10XUpo ouoTtnua T.N kpivetal adia@opo av Oev TTAPEXEI TNV OTITIKOAKOUOTIKN
avaTpo@odoTnon TTou Ba evBoucoidoel Tov TTaixTn. Ooo Bacikd XapakTnPIOTIKO va
gival TTAéov n T.N, éva ynolakd TTaiyvidl atraitei TEpAoTIa OpadIK TTPOCTTABEIq,
€101 WOTE va @avouv OAol o1 KAGdOI Tou, YEYOVOG TTOU KATOOTEN TV dnuioupyia

€VOG TETOIOU €pyOU TTOAU onuavTIKA Kal UOKOAN uttéBeon.

MapoAn Tnv TEXVOAOYIKAR avdarmTuén Ttou PBlwvel OJwWS n avlpwtrdtnTa TA
TeAeuTaia Xpdvia OTOV KOOHO TwV UTTOAOYIOTIKWY CUCTAPATWY TTOPATNPOUUE TTWG
n Texvnt) Nonuoouvn yia Ta wn@iakd Traixvidia dev €xel e€eNixBei avaloya. Ta
mo Onuo@IA Traixvidla Oev yivovial yvwoTtd Adyw Tng "éCutrvng” T.N aAAd
QAVTIOETWG VIO TA UTTEPOXA YPAPIKA TTOU PTTOPOUV va deAedoouv Tov TraixTn. Me 10
TEPACHO TOU XpOvou OPwG Ta game environments yivovral oAoéva Kal TTio
peahioTikd pe TNV T.N va upnv karagépvel va @Tavel Ta idla uynAd oTtavtap.
Mapatnpolue oAoéva Kal TTEPICCOTEPOUG TTAVENOPPOUS WNPIOKOUS KOCHOUG va
Opouv BeTikd oTnv ékPBaon evog TeAIKOU TTpoidvTog. Koéopolr Ouwg tmou dev
KatolkoUvTal atrd XAPOKTAPEG - ovrioTNTEG Tou idlou BeAnvekoug Tou Ba
Kata@Epouv va odnyrnoouv Tov peaAlopd oTo emopevo emmimedo. Mia ocoon
Tapadoxn yia TNV €TTITEUEN Tou peaAiopou Ba ATav n axediaon Kai N avaTmTuén tng
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T.N xwpi¢ va utroAoyiCoupe Tov TTaixTn. Me autdv Tov TPOTTO O TTaiXTNG dev Ba
QTTOTEAEI TO KEVTPO TOU KOOMOU, aAAG Ba TTpETTEl TTPOCAPPOOCTEI OTOV KOOUO TOU
TTaIXVIOIOU OTTWG  TTPOCAPMOLETAl KAl 0TV TTPAYMATIKA  KOolvwvia  kal oyl

avTioTPOQa OTTWG CUUPaivel O TTOAAG TTaixvidla.

Tnv Oouykekpigévn TTEPIODO TTOU OIAVUOUME OUWG KATI TETOIO €ival duvaTtov va
aAMagel. ‘Exovrag €10éNBel otnv €mmox) TNG EikovikAg MpaypaTtikdétnrag, pia
wpaia eutrelpia péoa oe €va TTaixvidl Ba TTAWel va atroTeAsiTal yovo atrd €va
ouopo ToTmrio. Eivar ndn yvwotd mwg oTa eTTOMEVA XPOvia n €vvola TG
NAEKTPOVIKAG Wuxaywyiag Ba aAdEel pidikd. Oa €xel va KAvel o€ HeyAGAo Babuod ue
TNV AVTIMETWTTION KAl TRV avTiBeon TTou Ba BPioKeEl O TTAIXTNG HECA OTO TTAIXVIOI.
H avdaykn TTAéoV yia pia TTIOTEUTH CUMPTTEPIPOPA KAl avTidpacon aTTévavTl OTov
TaiXTn €xe€l  yivel PeyoAUTEPn ammé  TOTE. MéEow AoITTOV  AvAVEWMPEVWV
TTpoypauudTwy OTwg n Unreal Engine aA\& 1Tou €xel aAAGEEl OonuavTIKA Tov
TPOTTO TTOU UAOTIOIEITAI Wi HOPQR) TEXVNTAG vonuoouvng OAAG Kal TTEPETAipW
TEXVOAOYIKWYV avakaAUwewv Omwg To Virtual Reality Headset amd &i1a@opeg
eTaipeiec To PEAoOvV Tou Tediou TNG Texvntig Nonuoouvng yia Traixvidia

dlaypagetal AQuTTPO.
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NMAPAPTHMA A’

270 TTapApTNPa auto TTapaTiBevTal Ta Kpioiga Blueprints yia Tnv opBn AsiToupyia

TNG TTPWTNG OvTOTNTAG Pag, Tnv Al_Guard.

EfpSOn EXeIstoblackboard pare auto ey kalvalton tn ©
PoLEXEImetavitnguardtarg et

T Make Literal Hame

» Vaue | GuandTasget|

Guard Taget

Eikéva 6.1: AvatrapdoTtacon Tou Blueprint TTou €xoupe €il0dyel jéoa oTnV OVvIOTNTA TOU

@poupou(AlGuardCharacter).
21NV €Ikova 6.1 opioupe aTo "cwua" TNG ovréTNTAS MAG, TNV METABANTI TTOU

£xoupue dnuioupynoel yéoa oto Blackboard €101 woTe va BEcoupe To onuEio TTou

TIPETTEl VA QUAQEL.
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> OnHearNoize (PawnSensing)

[ Get Controlied Pawn

' " _J Get Nav Agent Location
Tan self | Return Value

Target Return Vahe @ — Jr' Vector_ength
& SR (o Return Value @

Eikéva 6.2.1.: Blueprint yia Tov éAeyx0 TOu fixou KaBwg Kal TNV avaypa@n unviuartog av

auTd ETTITEUXDEI.
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[ Get Blackboard

Target Return Value

[ SetValue as Vector

. Investigate Position Key Mame @y———

Eikéva 6.2.2: AvatrapdoTtaon Tou Blueprint TTou euBuveTal yia TV avayvwpion TG 8éong

Tou TraixTn ammoé Tnv OvToTnTa.

H mTapatmdvw €IKOvVa atToTeAET TNV CUVEXEIQ TNG 6.2.1 KAl OUCIACTIKA OpilEl TO
onueio TTou TTpETTEl va TPpEEEl 0 PpoupdS Pag HOAIG O€l Tov TTaixTn. AuTo

ETTITUYXAVETAI HECW EVOG Vector.
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=+ Cast To AlGuardController

L
A Object CastFs ——
> Event Receive Tick / " st Fabe 7 IsVahd
As AIG roller
» i B Exec lsWald p ———

Inp | IsNot Valid [ =—"

Elegxosgianadoumeanitimnpoutha
grjernanie

[ GetBlackboa rd Value a8 Actor
Guard Target Obgect Key Key Return Vakos

Eikéva 6.3.1: AvatmrapdoTtacn Tng Ymnpeoiag Distance to Object.

KateuBuovel kal ueTpdel Tnv améoTacn Tou ®poupol pag atrd To GnEio TTou
TIPETTEl VA QUAAGEEL. AUTO YiveTal HEOW TNV a@aipeon Twv dUo Vector Xwpig Opwg
va utroAoyiletal n didotaon Z. To amoTéAeopua Ba ekxwpnBei oto TEAOC péoa aTo
Blackboard 1Tou 8a pag dwaoel Tnv duvaTtdTnTa VA TTPOXWPNCOUNE aTTO TA KPITHPIA

NG YTINPETCIOG 1] va ATTOTUXOUME.
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AN ENPATXEIVAIEXIAPD!

| SetBlackboard Value as Float

Guard Target Distance Float KEy »

Key

O Value [

IsValid
Is Not Valid |

——— >~ Make Vector
~" Break Vector

/ ® X Retum Value
X®

b InVec
/.ne /.‘Y
Y®

Target Retumn Value @ fo VA
z0 =
_J GetActorLocation _ "= Make Vector
»
get -, Break Vector
e — @ X Retum Value
Target Retumn Value @ —————— @ InVec X®

ec=—ov
Y@ &
(o 4

ZOr . B

7 GetActorLocation

Eikéva 6.3.2: Zuvéxela Tng €IkOvag 6.3.

“ Guard Target Distance Float KEy

[ SetBlackboard Value as Float
=P )

% Make Vector

* Make Vector

—— @ X Return \

sto blackboard

& A Return Value

Eikéva 6.3.3: Zuvéxeia Tng €IKOvag 6.3.1
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I Run Behavior Tree

&> Event BeginPlay
I SetValue as Object

> OnSeePawn (PawnSensing) e
" [Enemy Actor Key Name @ |

" [ Get Blackboard I

Target Return 'Value

Eikéva 6.4: AvatrapdoTtaon Tou BP TTou Bpioketal péoa otov Al_Controller pag.

Mapartnpouue TTwG To Behavior Tree ekTeAeiTal o€ autd TO KOUUATI TTAPAAANAQ PE

TNV EKTUTTWON €VOG PNVUPATOG €AV N OVTOTNTA QVTIANQOEI TOV TTAIXTNG MOG.
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m= >

Se periptosi pou logo abort trexei kapoio allo BT theloume kai pali na pragmatopoihthoun tha resets stis metavlites

J Set Blackboard Value as Bool
»

Bool Key 10 Se1

© Event Receive Execute | Set Blackboard Value as Bool
»

Eikéva 6.5: ETravekkivnon Twv PeTaBAnTwv.

2€ AUTH TNV €IKOVOG KAVOUE reset o€ oplopéveg Boolean petaBAnTéG
aveCapTATWG av Ba ekTeAeaToUV Ta 'Epya o€ opiouévoug KOuBoug. AuTo yivetal
y1aTi TTaPOTI BEV EICEPXOUAOTE OE OPICPEVOUG KOUPBOUG Ba XPEIOOTEI AUTEG Ol

METABANTEG va TTNyAivouv OTnNV apXxIKr TOUG KATACTOOT.
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NAPAPTHMA B’

2€ auUTO TO TTapdpTnua TTapaBéTovral Ta Blueprints TTou XpnoiyoTtroiénkav yia Tnv
AgiIToupyia NG deUTEPNG OVTOTNTAG. AdYW TOU TEPACTIOU APIBUOU TWV EIKOVWV

EXouv oupTTEPIANQOEI udvo Ta Kpioiua PépN.

( andles damage to the health of the Character, if its health(Stat 0 in the StatNames Array) drops below 0.0 and then unposses and destroy the Cha

Eikéva 7.1.1: AvatmrapdoTaon tou BP tmou xeipifetan Tnv ¢nuid TG deUTEPNG OVIOTNTAG.

Mapatnpouue AdN oTNV TTAPATTAVW EIKOVA £VA OPKETA TTIO TTOAUTTAOKO GUCTNUO
o€ oxéon Pe auTd TTou €idaue oTnV TTPWTN ovToTNTA. To v Adyw BP xelpieTal TNV
¢nuia TTOU TTABAIVEI N OVTOTNTA WE TO TTEPACHA TOU XPOVOU £TC1 LWOTE VA TOV
avayKAoel va ¢Tacel oTo oTAdIO TTEIVAG KAl va avadnTAoEl TNV TPO@r).

AuTO 10 ouoTnua Bpioketal yéoa otov AlS_Character pag aA\d dev gival To pévo.
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Comment:
Error Detection gia to an to item to opoio eprokeito na xris

[ Does implement Interface

¢ Bvent Al Use ltem ‘H@

Eikéva 7.1.2: 'EAeyX0G ZQAAUdATWY yia TNV TPO®H.
2€ AUTO TO ONUEIO EAEYXOUUE av TO MAAO TTOU TTPOKEITAI VA KATAVAAWOET SIaBETEI

TIG KATAAANAEG 1ID10TNTEG £TC1 WOTE N OVIOTNTA PAG VA AAANAETIOpAcEl padi Tou.

f I Get User Widget Object »+ Cast To StatBlock

at Block

> Event BeginPlay 5 -
Sets a timer for the Stam tick down rate. ™
P — i

I et Timer by Function Name

» R

J—
StatTickRate gp— ——

Eikéva 7.1.3: Eicaywyn Tou User Interface péow BP.
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_[ Get Components by Class
N Make Array
L]

Eikéva 7.1.4: Eilcaywyn Tou cuoTripaTog diaAdyou péow BP. (1/2)

keareferencetotheigentderand numberofitems)?
[ Spavn Dialogue Attached

]

ueContext

I GetWorldLocation

Target

Eikéva 7.1.4: (2/2)
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’ &> character to Anim BP

<> Event Controller to Character ‘ﬂ?

Eikéva 7.1.5: Eicaywyn Tou Animation System péow BP.

- SET .
/— » -
> Event Receive Tick Al
J Found ltem )
» \

i Pa =
" [ Get AlPerception Component

=+ CastTo AlS_AlCon

Eikéva 7.2.1: AvatmrapdoTtaon Tng Ytnpeoiag KnowAboutThings.
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i. i ForEachLoopWithBreak
| J= dy

Aray

B Bieak

Eikéva 7.2.2: AvatmrapdoTtaon tng YTnpeoiag KnowAboutThings.

H Ytmnpeoia KnowAboutThings 1Tou TTapoucidgeTal oTIG eIKOveG 4.6.1 kal 4.6.2
TIPAYUOTOTIOIE! Mia O€Ipd ETTAVOAAWEWY EQOOOV NON EXOUPE KOAEDEI TNV DEUTEPN
OVTOTNTA YAG PE HOVO OKOTTO TNV evnuépwan TnNG METABANTAS Know About Stuff
TTOU aTTOTEAEI KUPIO onueio oTnv owaTr Asitoupyia Tou Behavior Tree. H
evnuépwan autr Ba TTpaypaTtoTroindei OAIG N ovTOTNTA PAG AVTIKPICE! TNV TPOPNA

TOU.
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Eikéva 7.3: AvatmrapdoTtaon Tou Generator KnownltemSpawningActor.

2€ auTto 1o BP kaBopiloupe Ti¢ BETEIg TV aVTIKEINEVWY TTOU agifouv oTa PdTIia
TNG ovTOTNTAG Pag. [NpokelTal yia Tov dIKOG pag Generator TTou XpnolJoTToIROnKe o€
ouvouaouod pe 1o EQS. EIdIkOTEPQ , Ba emoTpEéWel péoa oTo Behavior Tree 10
KAAUTEPO QVTIKEIMEVO £TO1 WOTE N OVTOTNTA PAG va TTPpoREi o€ auTd. KaAuTepo
QVTIKEIMEVO BEWPOUNE AUTO TTOU KATEXEI TIG KAAUTEPES TTPODIAYPAPES OTO TECT TTOU
Tpaypartotroinoaue yéoa oto EQS. Ta avrikeiyeva Tou eg¢eTalovral edw gival Ta

oévTpa.
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R pou theloume. Ti ginetai o

Eikéva 7.4: AvatmrapdoTtacn tou ‘Epyou Use Item.

Mepikoi €Aeyxol oTnV €IKOVa 7.4 TToU aQopouV TNV AAANAETTIOPACN TOU TTAIXTN HE

TO MAO €X0OUV KAVOUV UE TA €ENAG:

e Av 10 unAo TTou cuvavticape KAnpovopei To atmrapaitnto Interface €tol
WoTe va TTpofei oTnV KaTavaAwaon Tou.

e Av 10 unAo gival oTnv €mMBUUNTH OKTiva.

e E@boov 10 uAAo ptTopei va KaTavaAwBei, EAEyXouuE av n ovioTnTa Yag
MTTOPEI va @Tdo€l o€ eKeivo TO onuEio. AUuTO TO ETTITUYXAVOUUE JECW TOU

ray-tracing TTou avoAUCauE 0TO KEQAAaio 1.
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Eikéva 7.5: O deutepog Custom Generator Twv MAAwv.

I Finish Execute
> Event Receive Execute Al I Set Blackboard Value as Vector

Move to Key

" f Get Random Point in Navigable Radius

)]
Return Value @ ——

Eikéva 7.6: AvattapdoTacn Tou ‘Epyou Tng Tuxaiag kareubuvong Kai JETakivnong tng

ovTOTNTAG JEOW avagpopd 0To havmesh.
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g -
LSla Qoroume tro £ alm, S tin metavliti stami 1ati arent.class tis exoune
Metatropl tou pr0|goumen0| E}SE%U I"IOEE SE POl S‘marFr'ﬂPo |n?eﬁmce ol a |El eKXorodas se auto 1o mn EI EICE mia mestav |%’%ypou£

Will Break due to stat table

W ko o

Eikéva 7.7: To Blueprint Tng kAdong Tou pnAou yag, Good Food Class.
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