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HEPIAHYH

H napodoa dumhopatiky epyacio diepeuvd ) xpnon tov 6évipmv cvureptpopds (Behavior Trees) otnv
avamTuEn TEYVNTNG VONUOGHVNG Yoo oy vidowa, HECH TNG UEAETNG TEPImTOONG NG ovamTuENG evog 3D
[Moyvidov Apdong — Iepuéterog (3D Action - Adventure) otnv Unreal Engine 5.4. Xxomdg g peAétng
elvat M avadivon TV PacCIKOV apy®V Kol TEXVIKOV TOL JETOLV TNV EVOMUATMOOY TOVS, KOOMS Kol 1

ATOTOTMOOT) TV TPOKANGEMV Kol TV AVGEWMV TOL TPOKVTTOLV KT TN S1dpKELD TNG OVATTVENG.

AéEerc Kiewona: Aévipa ovpmepipopds, Non-Player Characters, teyvnt] vonuooLvr, UnNyoveg Totyvioimy,

Unreal Engine



ABSTRACT

This thesis explores the use of Behavior Trees in artificial intelligence development for games, through the
case study of developing a 3D Action-Adventure game in Unreal Engine 5.4. The aim of the study is to
analyze the fundamental principles and techniques involved in their integration, as well as to document the

challenges and solutions encountered during development.
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Ewayoy

H teyvnm vonuootvn (TN) ota ynelakd moryvidwe arnoteiel Evay amd toug ToyvTeEP eEEMGGOUEVOVE TOUEIG TG
TANPOPOPIKNG, CLVOLALOVTAG OTOXElD TPOYPUUUOTIOHOD, oxedlaong kol avOpdmvng cvumepipopds. Me v
av&avopevn amaitnon yu peaMord, TOALTAOKITNTO Kot OAANAETIOpaACT), 1| avaykn Yo Tponyrévo cvotipata TN
yvivetor 6Ao ko mo emtoktikny (Takacs, Vincze & Eigner, 2024). Idwitepn 0éon otov oyedooud téToimv
GLOTNUATOV KOTEYOLVY TO, 0évTpo cvumepipopdc (Behavior Trees), ta omoia Tpocs@Epouy Evay EVEATIKTO Kot 1EPOPYIKE
dounuévo TpoOmo Hovielomoinong g Aoyikng Tav yapakthpav un maiktn (NPCs) (Togelius & Yannakakis, 2018).

Ta Behavior Trees mpoc@épovy pio DEAIKTN Kol OTTTIKG KOTavon T HEB0d0 Yo TNV 0pyAvmGT TMV GUUIEPLPOPDY
TOV YOPUKTIPOV, ETTPETOVTIOS GTOVG TPOYPAULATIOTEG VO OT|LLLOVPYOVV TOAVTAOKES KOl PEAAIGTIKEG AVTIOPACELS GE
Olpopes KOTOOTACELG malyvidlov. H ypnon tovg dStevkoAbvel v avamtuén S1adpacTikdv Kol EAKVOTIKGOV
T VIOLOVY, KaODC Ol YUPUKTINPES UTOPOVV VO TPOGOPUOLOVTOL GTIS EVEPYELEC TOV TOIKTN UE QLUOIKO Kol AOYLIKO
TPOTO.

X unyovn avamtuéng moyvidiov Unreal Engine 5.4 (UES), n evooudtmon toug yivetol uéom twv Blueprints, evog
OTTIKOV GULGTNUATOG TPOYPUUUATIGHOD OV EMTPEMEL GTOVG TPOYPOUUATICTEG V. SNUIOVPYOLV AOYIKY TOLYVIOIO0
YOpic ™V avaykn vy ypoon kddika. Méowm tov Blueprints, ot mpoypapuuatiotéc umopobv va kabopicovv Tig
EVEPYELEG TOV B0l EKTEAOVVTAL OO TOLG YOPAKTNPES GTO MO Vidl, cuvdvdlovtag Tig duvatdtnteg Tov Behavior Trees
pe v gvehéio Tov OmTIKOL TPoypoupaticpov. H omtikn ovamopdotacn g AOYIKNG, G GLUVOLOCUO HE TIG
SUVATOTNTEG TUPUUETPOTTOINOTG KOl QAANAETIOpAoN S HE TO TTEPIPAAAOV TOV TTOLYVISIO0D, KADIGTA TN HUNYOVH OVTH
Wovikn yuo v avantuén eévnvav, peaitotikdv NPCs (Butler & Oliver, 2024).

H mopovca dimhopotikn epyacio eotidalel ot peAétn g eeoppoyng tov Behavior Trees oty avdmtoén evog 3D
oy vidlov dpdonc-repmetelas, ypnoonowwvtog v Unreal Engine 5.4. Méow avutig g HeAéng mepintwong,
e€etalovtal 1060 01 POCIKEC apyES KOl TEYVIKEC OV SETOLV TNV EVOOUATMOCT] TOVE GTIV TEXVNTH VOMUOGLVY TOV
oy ViS00, OGO KOl Ol TPOKANGELS OV TPOKVITOVY KATA TN dtdpketo TG avantuéng. [Hapdiinia, oto mAaicto tng
avamtuéng tov Behavior Trees, avamtoyOnkov emimAéov Aeitovpyieg mOL €VIGYVOVV Tr GLUVOMKN oicOnom Ttov
peoMopol kot g euPudiong oto mayvidl, OM®E GVOTNUO OTOGTOAGYV, omAoudg, Ul otoyeio kot cinematic
cutscenes. AvTtég o1 emmhéov vAomooelg cuvepyalovtat pe ta Behavior Trees yio va IpocQEPOLV [0 GUVEKTIKT KoL
EUTAOVTIOUEVN epmelpial oLy VId10V.
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1. Ozopntiké YnoPabpo

1.1.  Unreal Engine
H Unreal Engine, avomtoypévn omnd tv Epic Games, vl pio omd TIG 7O 10YVPEC KoL ONUOPIAEIS LMyovES
TOLVIOIOV TOYKOOUI®G. ['veoti Yo Tnv vynAn moldtnTa YpuQeIiKaVv, T PEOAICTIKY TPOSOUOI®MGT PLGIKNG KOl TG
eKTETANEVEG duvatdtnTeg Tpocsapuroyns, N Unreal Engine &yel kobiepmbei g éva amd to Pacikd epyaieio yio Ty
avamtuén Toyvidiwv og ddpopa €idn. H éxdoorn 5.4 ecdyel onuavtikéc avopaduioeis, dnwg PeATidoelg otov
QOTIGUO Tpaypatikod ypovov (Lumen), anddoomng HOVIEL®Y VYNANG AETTOUEPELONG HE KPS VTTOAOYIOTIKO KOGTOG
(Nanite) kot pio o Qrvkn Tpog Tovg pNoteg pon epyaciog yio tnv avantuén (Epic, 2024).

1.1.1 Blueprints

‘Evoc Pacwdg unyavicpog mov vmootnpilet m Unreal Engine eivar ta Blueprints, to omtikd ocvotnua
TPOYPOUUATIOUOD TNC. ZOuemva pe v Epic Games (n.d.), to Blueprint Visual Scripting System ¢ Unreal Engine
TOPEYOVY U0 O1oeONTIKY KOl EVEAIKTT JIETAPT TOL OTOTEAEL Eval 1IGYVPO EPYOAEID AVATTVENG AEITOVPYLDV, TO 0010
emrpémel T Oonuovpyia, owwyeipion kot obvBeon ortolyeiov gameplay péow evdg ypagikov mepPdAiovtog
Baciopévou og kouPoug (nodes). To cuotnpa avtd KaMoTE EPKT TNV VAOTOINGT TOAOTAOK®V AOYIKGOV XWOPIg TNV
avayKn Ypopng TopadoGloKoD KMOLKO, TPOSPEPOVTOG £TGL AEITOVPYIES TTOV £MG TPOTIVOG OToLTOVGaAY Yvmoelg C++.
Mopddinio, péow €dtkne ovvtaéng (Blueprint Markup) otnv C++, ot TpoypapUoTIGTEG LTOPOVY VA, OT|LLOVPYODY
BepeAddn CLGTHHOTO TO 0TTOT0L O1 TYESIOGTEG UTOPOVV GTI GUVEYELX VO, ETEKTEIVOVY OTTTIKA.

Ta Blueprints v100eto0v TNV OVTIKEIUEVOGTPAPT, AOYIKY, EMTPEMOVIOC TOV Oplopd kAdoewv (Classes) ot
OVTIKEWHEVAOV EVTOG TNG UNYOVIG. ATOTEAODV, OVGLOCTIKE, EVaV GLVOLOCUO asset Kot KOJKa, e SuvatoTnTeg OTmG:

e Eméxtaon dnpiovpynuévev kKAdoemv
e Tpomonoinon npokabopiouévev 1310THTOV
o Awyeipion Components Kol TOV TOPAUETPOV TOVG KATA T1 OMHOVPYIN OVTIKEILEVDV

1.1.2 Eion xou Aoun twv Blueprints

O 70 kowvd¢ tomog eivar to Blueprint Class, to onoio emitpénel T dnuovpyio vEwV THTOV ACtor e EVOOUATOUET
ocoumeppopd. Avtd ta Blueprints dnuiovpyodvion kot Stapopemvovior péca 6to mepifdiiov avdmtuéng Unreal
Editor kot pwopovv va tomofetBodv 6Tov KOGHO ¢ instances [LE TANPT] AELTOVPYIKOTNTO.

Kd&0e Blueprint mepiiapfaverl opiopéveg facikég vokatnyopies:

Construction Script

Extedeitan kotd ) dnpiovpyio 1| Totobétnon evog instance 6tov KOGUO. XPNOULOTOLEITAL Y1 TV OpYIKOTOINoT Kot
TPOGOPLLOYT TOV AVTIKEEVOD aviaroya ue 1o Tepidriov. o mapaderyua, vo eo¢ umopel vo, EvIomnicel T0 £30.(p0og
omov Tomobeteital Kot va eMAEEEL TO KATAAANAO VAKO 1 mesh.

Event Graph

[Ipdkertan yroo tov Pacikd kKOpPo Aoyikng, 0mov opiloviotl ot dSUVOIKEG avTIOPACELS TOV asset GTo YEYOVOTO TOV
oy violov (0mmg damage, overlaps, input k.d.). Ot evépyeieg mov opiloviat eddd epapudlovtal € Ola To instances
tov Blueprint kot kaBopilovv ™ Aettovpyia Tov.

Functions

Ot ovvapmioelg (functions) empémovv Tnv opadomoinon Kot emavoypnollomoinon node-based Aoyikng,
BeAtidvovtag tn cagnveln kot T doun twv Blueprints. Mmopodv va kododvior and dAlo onueio péso oto id10
Blueprint kot copdiiovy oty 0pyavmen mo cOVOET®V GUGTNUATOV.
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Variables

O petafintég amodnievouvv dedopéva 1 avapopég (references) e GALO avTIKEIPEVO TOL KOGLOV. MTOpovV va gival
tomikéC (private) 1 mpooPdoiuec amd tov editor (exposed), emttpémoviag TNV TOPAUETPOTOINGT TOL KAOE instance
Eexmprotd. 'Etot, kdOe Blueprint pmopet va tpocoppoletar pe eveMéia o€ S1pOpPETIKA GEVAPLL YPTONG.

[Tépo amd ta Blueprint Classes, 1 Unreal Engine mpoc@épetl kol aliovg e€edikevuévouvg tomovg Blueprints wov
eELTNPETOVV JUPOPETIKEG AEITOVPYIEG OTOV GYESIOGHO KOl TV UPYLITEKTOVIKT T®V GUOTNUAT®V:

Blueprint Interface

Ta Blueprint Interfaces emtpénovv v enucowvovia petadd dupopetikdv Blueprints, Agttovpydvtag o¢ £va Koo
GUVOAO cuvopTHoE®V Yopic LAomoinor. Kabe Blueprint mov evoouatdvel éva Interface pmopel va vAomonoel owtég
Tig ovvaptioelg Eeywplotd. Ilpdkertor ovCCTIKA Yoo TNV €QOPUOYN NG £€vvolag tov interface amd TOV
OVTIKEYEVOGTPUPT] TPOYPUUUATIGUO, TPOGPEPOVTAG VAL KOO HEGO EMIKOVMVIOG OVAUESTH GE SLOPOPETIKOVG TOTOVE
OVTIKELEVAV.

Ta Blueprint Interfaces dnuiovpyodvtar pécm tov Unreal Editor kat, mapdtt mTapéyovv SLUVOTOTNTES EXIKOIVOVING,
GLUVOSELOVTAL OO OPIGUEVOVG TEPLOPLIGHOVG:

o Agv gmitpénetar | TpocOnKn LETOPANTOV
o Aegvvmoompilovv enelepyocio Event Graph
e Agv pmopovv va nepthappdvovy Components

Level Blueprint

Kd&Oe eminedo (level) oto Unreal Engine mepihapfaver amd mpoemidoyn éva Level Blueprint, to onoio dpa w¢ t0
kowd Event Graph tov exdotote emmédov. Méoa oe avtd pmopodv va Kobopiotodv evépyeteg kot okolovbieg
YEYOVOT®V TOL GYETILOVTOL L€ OAOKANPO TO €MIMEDO 1 LE GLYKEKPIUEVE instances PEca og avTd. Xg avrtifeon e Ta
KAaowd Blueprints, égv eivan dvvarn n onuiovpyio vémv Level Blueprints péoco tov editor, diabétoviag éva
povodiko yio kdOe enimedo.

Blueprint Macro Library

Ot Piprodnkeg poxpoevioldv (Blueprint Macro Libraries) etvor cvAloyég amd macros, dniadn aveEdptnta
ypagnuata (graphs) mov umopodv vo emavoypnoiomombovy oe dAlo Blueprints wg pepovopévor koéppot. Eivar
Wuitepa YPNOIUES VIO TN CULYKEVTIPMGN GLYVA YPNOLLOTOIOVUEVOV AOYIKGOV 0akoAOVOIDY, KaODG pmopodv va
TEPIAAUPAVOLY TOCO EKTEAEGTIKOVS OGO KOt OEGOUEVIKOVG 0KpOdEKTES (pins).

1.2.  Aévtpa Xoumeprpopdc (Behavior Trees)
Ta dévipa GLUTEPIPOPAS EIVOL L0l EVEAIKTY] KOL OPYOVOUEVT] SOUT| TTOL XPTCLUOTOIEITOL EVPEMG otV avamTvén TN
Y10 NAEKTPOVIKE oty vidlo. ATOTELODV Lo oo TIG IO SNUOPIAELS TEYVIKEG Y10l TN OLUXEIPIOT] TOV CUUTEPLPOPDY TMV
NPCs, mpoceipoviog Hio 1Epapylky TPOGEYYION TOL OEVKOAVVEL TNV OVATTLEN KOl TNV TPOCOPHOCTIKOTNTO
(Millington & Funge 2009).

Ye oavtiBeon pe TIC MOPAOOCIOKES UNYaveES Kataotdoemv (state machines), ot omoieg eivar cuyvd SOOKOAO va
enektafovy kol va, dwyelplotody o ocvvleta cevapio, ta Behavior Trees mopéyovv évav mo apbpmtd kot
dtooOnNTkd Tpomo Srayeiptong g Aoyikng cvumepipopds. H Pacwn apyn wicw amd to Behavior Trees eivon m
SLIOTTOGT LOC CLUTEPLPOPAS OE LIKPOTEPQ, OloElpioIUa LEPT), TA OTOI0. OPYOVAOVOVTOL GE £Va 1EPAPYIKO OEVTPO
(Biggar, Zamani & Shames, 2020).

1.2.1. Aopn xon Baocuéc Apyéc
Ta Behavior Trees otnv Unreal Engine dnuiovpyobvtor pe ontikd tpomo, mopouoto pe to Blueprints. O ypnotng

npocBétel ko ocvuvdésl o oepd and nodes oe éva ypdonua Aoyikng (Behavior Tree Graph), 6mov kdbe node
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EVOOUATOVEL U0 GUYKEKPIUEVT Agltovpywotnta. o v amobnikevon kot dwyeipion mAnpopopiag mov gival
amopoiTnTn KATd TNV EKTEAECT] TNG AOYIKNG, YpNoomToteitar Eva Egywpilotd aviikeipevo mov ovopdleton Blackboard.
e avto amodnkevovtor Blackboard Keys, oniadn petafAntég mov ennpedlovv TiG 0mOQAGELS 1] TI POT| TOL OEVTPOV
(Epic Games, n.d.).

H extéleon tov Behavior Tree axoAovfel katevbuvon apiotepd mpog 6e€10 Kot amd AV TPOS To KATM, GOUPOVO,
pe ™ dudtaén tv nodes. Ot factkol TOTOL TOV ¥PNGILOTOLOVVTAL EIVAL:

o  Koupor Porc (Control Nodes): Opilovv ) Aoywkn doun kot T oglpd ektéleons tov vroAowmwmy nodes.
Hopadeiypata teprappdvovv toug Selector, Sequence kot Decorator Nodes, wov kabopilovv mola dadpopn
mpémel va. akorovOn el pe Bdon v emtuyia 1 amotuyio dAA®V nodes.

o Koupor Evépyeiog (Action Nodes): ExtehoOv GUYKEKPIUEVEC EVEPYELEC, OTMC TO VO, LETAKIVNOEL O YOPAKTNPOS
o€ (o torofecia 1 va eKTELEGEL Lol EMIOECT]. AVTITPOCSHOTEVOLV TIG ANTEG TPAEELS oL emttedei 1) TN.

o  Koupor Koraoraons (Condition Nodes): A&ohoyodv cuvOfkeg kol €MGTPEPOVV EMLTUYIOL 1| OTOTLYIO.
Bacilovtal cuvnbwg oe tipéc tov Blackboard ko kaBopilovv edv mpénel va cuveylotel n extéleon evog
node 1 VTOKAASOL TOL SEVIPOUL.

Aoy oyedlaotel To Behavior Tree kot kobopiotel 1 Aoyikny Tov, ekteAeiton Kotd T Oldpkelo Tov gameplay.
YuvBwg, éva Pawn (dniadn évag Actor, OTmg £vag YOPOKTNPOG 1| OVIOTNTA) Elval vIevBuvo Yo TNV EKTEAEGT TOV.
To Pawn cuvodedetor and éva Al Controller, to omoio avaiapufdver ) Owayeipion kot v kKabodnynon Tov,
ocvumeptrapPavouévne g ekkivinong tov Behavior Tree. ‘Eva Pawn mwov ypnoiponotel ta assets Behavior Tree kot
Al Controller xatd to gameplay ovopdletor ko Agent. [ vo katootel dvvatn 1 petaxivinon evog Agent otov
kOopo, amarteitar 1 tomobétnon evog NavMeshBoundsVolume oto Level, mov kaBopiler tovg mhonynoipovg

YDPOLG,.

1.2.2. Topadeiypoto xpriong
Yopemva pe v Kootapéhov (2024), n xpnon TPOGUPLOCTIKOV dEVIPOV CUUTEPIPOPAG UTOPEL VO EVIGYDOEL TNV
ainBoedveila katl v eumhokn tov NPCs, evoouUatdvovTag cuvolsOnIaTIKEG avTIOPAGELS OTIC CUUTEPIPOPES TOVC.
[No mapdaderypo, évog NPC og éva moyviol Spdong-mepmételog Umopet va avtidpd SUVOULKA:

e Edv o maiktng mincidoel pe aneidntikd 1pdémo, o NPC pmopel va vioBetnoet pia emiBeTikn copmepipopd
e Edv o maiktng kpatioel andotacn, o NPC pmopei va avalntiost kdAvyn 1 vo LI0BETAGEL TO OUVVTIKN
otdon

AVT M KAVOTNTO QVTIOPOONG OTIG EVEPYELEC TOVL TOIKTN KOl OTIG OAAAYEC TOV TePIPaAlovtog Kablotd to dévipa
CLUTEPLPOPAS Pactkd epyadeio Yia T dNUIOVPYiD PEAAGTIKAV Kol KAONAOTIKOV EUTEPIOV TOLYVISL0D.

1.2.3 [TAeovekTHOTO KO LELOVEKTNLLOTOL
To Behavior Trees omoteAovv pio amd TIg TO OMUOEIAEIC €MAOYEC Yl TNV LAOTOINGCT TEXVNTNG

vonuoovvng oe NPCs, kaBdg mpoc@épovy mAnddpa TAEOVEKTNUAT®OV TOL EVICYLOVV TNV gveMéia, T
GLVTNPNOT KOL TNV EXEKTAGIUOTNTO TOV GLGTILLATOG,.
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Mieovektipoto

Evelidio: H apyltektoviki Tovg eMTPENEL TV €VUKOAN TPOGHNKN VE®V GLUTEPIPOPOV Y®PIC TNV avAyKN
PIKOY aAloydV 6T0 VITOAOUTO cvotnuo. Avtd kabiotd to Behavior Trees diaitepo katdAAnAa yio Epya
mov e&glMocovtal 6Tad10K .

ApbOpwti doun (Modularity): Ot x6uPotl Tov dEVIPOL UTOPOVV Va. ETOVAYPNOUOTOMO00V GE JOPOPETIKA
oevapta 1 Toovg NPCs, peidvovtog tov mAeovalovta KOSIK Kol EVIGYDOVTAS TV EMAVAYPT|CLLOTOINoN.
KaBopog diaywpiouos evbovarv: H Aoyikn g cuumeplpopds eivar opyovopévr Le TPOTO TOL OV OToLTEL
a6 kafe koéppo va yvopilel v katdotoorn Tov cuvolov. Ot aropdoelg AaUPAvovTol 6e VATEPO ETITEDO
(yovikoi kopPot), yeyovog mov eVIGyDEL TNV AVOYVOGILOTNTO KOl T GLVINPTON TOL KOJIKA.

A10GVELD, KO EDKOALO. GTOV EVIOTIOUO opoiudtwv (debugging): H 1epapyikn Kot ypoeikn avamapdcTacT) TG
oLUTEPLPOPAS KAPIoTA TN PON AOYIKNG EVKOAITEPO KOTAVONTH TOCO ONO TPOYPOUUATIOTEG OGO KOl OO
OYEOLOOTEG TOLYVIOIDV, JIEVKOADVOVTOC TN GLVEPYUGio LETAED TOVG Kot TNV EVTOTIGUO AodmV.
Tpooopuootixotnra oe dvvouxés karoordoelg: Ta, Behavior Trees vrootnpilovv v eveopdtoon cOvieTmv
TOPOUETP®V, OTMOG cVVAIGOHOTA, TEPIPAAAOVTIKEG LETAPANTEG KOl TYHEG AELOAOYNONG, TPOGHIOOVTAG GTOVG
NPCs mo peoMoTiky kot Totkilopopen cvumeptpopd (Colledanchise & Ogren, 2018).

Mewovektipata

[Mopd ta Theovektuatd tovg, o Behavior Trees evdéyetal va TapovCIAGOVY TEPIOPICUOVE, EOIKA GE £pYO. WOPIg
TNV OTTOPOLTITI TEXVIKT VTOGTNPIEN:

Avaykn no eleroikevuéva gpyoieio: H mnpng a&lomoinon tov Behavior Trees omottel vmootpién yio
debugging, serialization kot ontikomoinon. H amovcio avtdv tov epyoleiov pmopel vo SUGKOAEWEL TNV
avamTLEn Kol TN GLUVTHPNOT).

THolvmlokotyta o ueyalo. dévipo: Xopig cmotd apyikd oyediacud, n doun evog Behavior Tree pmopel va
viver vrepPOAKA  meEPImAOKT Kol OODOKOAQ OloEPicUN, HE TOAAOVC KOUPoOLE Ko mEPImAOKEG
OAANAETIOPACELS.

Anotoun koumvdn exualnong: Xe cOYKPION UE OmAOLOTEPO. cuoThuata, Omw¢ finite state machines, ta
Behavior Trees amattodv €1g faBog KATavonon TOV apydv GYeSOCUOD KOl ¥PNoMS, KATL Tov pmopel va
amodelyfel AmOTPEMTIKS Y10 APYAPLOVG.

Avorolio uetéfaons kartaotaoewy.: Etvar ouyva dOGKOAO Vo 0p1oTODV S10POPOTOINGELS 6€ Kataotdoelc. [a
napddeypa, otov €vag NPC eigépyetanl otnv Kotdotoon meEPUmoMag, WTopel Vo amolteital S10pOopETIKN
GUUTEPLPOPA OV AVTOG EIGEPYETOL GE LTIV TNV Katdotaon Hetd arnd o enifeon 1 and pia ¢don adpavelns.
AVTEG 01 S10POPOTIONCELS AULTOVV EMMAEOV GUVOETOVG EAEYYXOVG TG TPOTYOUUEVTG KaTdoTaomg Tov NPC,
avéavovtag v moAvmAokotnta Tov Behavior Tree kot kabiotdvtag Tov mo dVGYPNOTO KOl SVGKOAO OTN|
dwyeipion.

Eéoptnon omo to Blackboard: Av xar to Blackboard mpoc@épel évav opyavmpévo tpomo amobnkevong Kot
avToAlayng dedopévav petad tov epyasidv tov Behavior Tree, n oteviy obvdeon petald tovg umopei va
dnpovpynoet TpofAnpato Katd v avamtuén, wiaitepa 6Ty edon tov tpmtotvmov. Orotadnmote aAlayn
ot doun tov Blackboard pmopel va amaitiost avabedpnon kol Tpocappoyn tov epyaciov Tov Behavior
Tree, pe amotéAespo TV OENGT TS TOALTAOKOTNTOG Kot TNV Kabvotépnon g avamtuéne. Emmiéov, avt
n e&dptnon mepropilel v evyépela TEWPAUATICUOY KOl PEATIOCEMY GTO GLGTNHA, KOODG 01 OAAAYEG OE Evay
topéa enmpealovv kot Tov GAlov. H amoohvdeon twv S0 cuotnudtov ce optouéva onueia, otav m
avlmtuén to emTpénel, Oa PmopoHcE VO TPOGPEPEL MO EVEMKTES Kot amodoTikéG nefddovg emkovmviag
petald TV epyociayv, kafoT@vTog TN OldIKOGio MO OTOTEAEGUOTIKY KoL AYOTEPO EMPPENT| OE
npoPpAnpata (Francis, 2017).
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Ta Behavior Trees Tpoc@épouy [io 1Epapykd SOUNUEVT], EVEAMKTN Kol ETEKTAGIUN AVOT| Yo TNV avATTUEN TEXVITNG
vonuoovvng og mepidriovia pe ouvleteg anartioegic. Evoelcvovtal dlaitepa o€ moyviold e TOAVETITEST AOYIKN
NPCs, evd 1 duvatdtra evooudtoong epyoieiov debugging kot visual scripting evioyvel TV amod0TIKOTITO TMV
TPOYPUUUATICTIKOV OUAd®V. 26TOG0, 1 0T0d0TIKY YPNOT TOVG OTALTEL ETAPKN GYEIOCUO, VTOGTNPIKTIKA epyaAeia
Kol dounuévn mPoocéyyion, kaBmG OPOpPETIKA €AAOYEVEL O Kivouvoc 1 apylkn eveMéio va petotpomel oe
OLOYEPIOTIKY] TPOKATON).

1.3.  E@apuoyéc Aévipov Xvuneprpopdc o [aryvidwo
H ypnon tov dévipov coumepipopdc £xel kabiepwbel wg Pacikn teyvikn oty avamtoén TN o niextpovikd
mayvidw, ocvpPailoviag oty Onovpyio peootikdv kot Stdpoactik®y NPCs. Ta dévipa coumepipopdc
TPOGPEPOLYV GTOVC TPOYPOULUATIOTEG TNV eveMEln var dtoyepilovTal TOADTAOKES KATUOTAGELS LE OPYUVOUEVO TPOTO,
EVD TOPAAANAL ETITPETOVY T PEATIOTONOINGOT TNG EUTELPTRG TOV TOIKTT).

[ToAAG Touyvidio amroTeAOVV TOPAdEIYUATO TNG OMOTELECUATIKOTNTOG TOV OEVIPMOV GLUTEPLPOPES OTN SOUOPP®OT
g vonpoovvng tov NPCs. Zoupwva pe tovg Thompson (2025) kot Argentics (2025), Tapadeiyloto amoteAovy o
axolova:

e Hitman: Xto Hitman, to 0évipa GUUTEPLPOPAS EVOPYNOTPMVOLY TIC TePimAokeg Oladikacies ANymg
anopdoemv T@v NPCs, kaBodnydvtag Toug PEsa amd £vo uph PAGLA SOVVOLLK®DV EVEPYELDY, OO TEPUTOAES
€mC TNV SUVOIKY] OVTOTOKPIOT] GE OTPOCOOKNTEG EVEPYELES TOV TaikTr. To modvmAoka Kot eEgMooOpEVa
mepPdAlovta Tov ToyVIdoh EXMPEAOVVTAL OO T dEVIPO CLUTEPLPOPAS, SVUPAALOVTOG oTNV KaBNA®TIKN
KOl OITOLTYTIKY] QOGN TNG EUTELPLOG TOV TTOKTH.

o Assassin’s Creed: H ceipd Assassin’s Creed mopéyetl Lo akOUn GUVUPTACTIKY HEAETN TTEPINTTOONG, OOV TA
dévTpa cuUTEPLPOPAS emtpénovy 6tovg NPCs va tpocappofoviol Suvopkd otig HeTaBaAlopeveg cuvOnkeg.
Ao TIC avTIOPAcELS TOV TANOOVE £®C TIC OTPATNYIKEG UAYNG, N EPUPUOYN TOV OEVIPOV GLUTEPLPOPES
EVIGYVEL TO PEAAMOUO Kot TNV amtpOPAETTN VG TOV KOGHOV TOV ALY VIS0V,

o Middle-earth: Shadow of Mordor: Avtd to moyvidl XPNCIULOTOIEL VAV GUVOVAGHO OEVIP®Y GUUTEPLPOPAS
Kot OL0OIKAGTIKNAG OMLLOVPYING TEPIEYOUEVOD TOPAAANAL HE unyavikn puabnon yia to Nemesis System. To
oLOTNUO TTPOCOPUOLETOL OLVOULKG OTIC EVEPYEIEG TOV TOAKTN, Onuovpydvtag o tepapyic. NPCs pe
LOVOIIKEG TPOCHOTIKOTITEG, OVVAELS KO AOVVAIES.

o The Elder Scrolls V: Skyrim: Evoopot@voviag dEvipa GUUTEPLPOPAS UE UNyovikn pdadnon, to Skyrim
onuiovpyel NPCs pe mpocapuocTikd Tpoypappoato kot cupmeptpopéc. Ot kabnuepvég povtiveg twv NPCs
emnpedlovtol amd Tig EVEPYELES TOV TTaiKTr, He omotédesa Evav {ovtave KOGUO Tov avTdpd OTIS EMAOYEG
TOL TTOAKTY).

o Watch Dogs 2: To mayyvidt xpnoiponolel £Evay cuvOvaGHO VEVPOVIKOV SIKTOMV KOl 0EVIPMY GUUTEPIPOPAS
v va dnpovpynost NPCs pe pealotikés avtdpdoelg otig evépyeteg tov maiktn. Ta vevpovikd diktva
cuupdAdovv ot Myn AETTOV OmOPACE®Y, VD TO. SEVIPO. GUUTEPLPOPAS KOOI YOUV TN GUVOAIKY dour|
TV cvpuneplpopmdv Tv NPCs og andkpion oto duvapukd TepiBaiiov Tov Ty vidloo.

e Far Cry Primal: 1o Far Cry Primal, ta 6évipo cuumepipopdg amotehAovy T OgpeAiddn apylTeKTOVIKN Yl
TN CLUTEPLPOPA OA®V T®V YUPOKINPWV, CGUUTEPIAAUPOVOLEVOV TOV Ayplwv (OoOV Tov UTopovV Vo
e€nuepmbody wg obvvtpopor (companions). [a tn dwyeipion TV cvvipdépwv (dwv, TO mOLVIOL
YPNOUYLOTOLEL L1aL TEYVIKT] SUVOUIKTG EIGAYMYNG OEVTP®V cLUTEPIPOPES. Otav o Taiktng divel pua evioAn o€
éva, (0o, €vo véo, KPOTEPO OEVIPO GLUTEPLPOPAS E1GAYETAL TPOCOPWVE GTO VIdpPYov cvotnua Al,
kaBopifovtoc Tnv dueon ovtidpacn Tov {M®Oov TNV EVIOA. AVTO EMTPENEL GTOVG GLVTPOPOLS VO, EKTEAOVV
TIC EVTOAEG TOV TOUKTY], EVD TOPAAANAC OATNPOVV OPIGHEVEG EVOTIKTMOES OVTIOPACELS KOl OTOPEVYOLY
Kataotdoelg mov Bo €bstav oe kivduvo v emiPimon tovg. H 1epdpynon tov dEVIp@V GULUTEPLPOPAS
Stoo@oAilel OTL Ol EVIOAEG TOVL TAKTN £(OVV TPOTEPOULOTNTH, OAAG dEV KATOPYODV TANPMOG TNV QUTOVOUN
oVUTEPLPOPA TV {DOW®V.
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1.4.  Xvvovacpoc Behavior Trees pe Alleg Texvikég Al
‘Eva and 1o peyolotepo mheovektnuato t@v behavior trees givar 1 duvatdtTd TOVG VO, Guvdvalovtal pe GAAESG
teyvikég TN, Ommg:

e Mnyavéic Amogacemv (Decision Trees): Ot unyovég amo@acemv UTOPoOvV va, XpNGILOTOINB0VV Yo T ANy
OTPATNYIK®V amopdcewv, evd ta behavior trees eotialovv ot dwoyeipion g taktikng ektéleong (Costa &
Pedreira, 2023).

e AlyépriOpor Madnong Mnyaviig (Machine Learning): Ta behavior trees pmopodv va emweeAnfoiv and
nabnon pnyovng ywe t Pertioon g tpocsappoctikotntag Tov NPCs. I'a mapaderypa, Evag NPC umopei va
péoer vo aAralel ™ ovumeprpopd tov pe Pdomn Tic mponyovueveg evépyeleg tov maiktn (Tomai & Flores,
2014).

H evoopdtoon ovtdv tov texvik®dv dtevpivel Tig duvatotnteg e TN ota moyvidia, emtpémovtag tn onpovpyio
YOPOUKTP®V TOV UITOPOVV VO OAANAETIOPOVV O PUGIKE KO PEUAIGTIKA LLE TOV KOGUO TOL ALY VIO0V.

1.5.  IIpocappootikd Aévipo Zoumepipopds Kot ZuvorsOnuatikn Avtidpaon
2mv épevva g Kootapéhov (2024), divetonr Eupacn otnv tpocHkn cvuvaicOnuatikov avtidpdoeswv ota Behavior
Trees, Oonuovpymvtoc NPCs mov avtamokpivovtolr SUVOUIKE OTIC OAANAEMIOPACEL TOV MOIKTOV KOl OTIC
nmepParlovtikég oArayéc. o Tapadetypos:

e 'Evag NPC o¢ éva moyviolr tpopov pmopel va gpoaviCel @ofo 1 emBetikdtnro ovaloyo Le T GTACT TOV
oK.

o Ye mayvidia otpatnyikng, ot NPCs pmopoiv va mpocapudélovy T cuumepupopd toug dtav avtilapfdavovton
ot Bpiokovrol oe pelovekTikn 0€on, V1I0OETOVTOC O APVVTIKEG CTPUTITYIKEG.

Avt 1 Tpocéyyion oyl povo evioyvel Ty euPfvbion tov maiktn, ahAd Kot cupfdiiel otn dnuovpyia mo {oviovav
XOPOKTNP®OV TOV TapoLGIAlovV avOp®OTVe, YopaKTNPIeTIKA. H duvatdtta Tpocaproyng oTic EVEPYELEG TOV TTOUKTN
Kot 1 xpnomn cvvacnudtov kabiotovv ta Behavior Trees davikd yio oy violo TOV OTOLTOVY TOALVTAOKOTNTO KO
SuVapIKOTNTO GTIG AAANAETIOPAGCELS.

1.6.  Evolloktucéc péfodot avamtuéng texvntic VoNUocovuvng 6 oty violo
H avéntuén texyvntic vonuoovvng vy NPCs umopet va viomomBel pe didpopeg mpooeyyioeic. Ilapoio mov ta
Behavior Trees éyovv edpaimBel w¢ éva IUOPIAEC TPOTLTO T, TEAELTAIN XPOVI, OEV OMOTEAOVV TN LOVAOIKY
oTpoTNyKn oyedioong. Ymapyovv eVOALOKTIKA CUGTAUOTO HE OLPOPETIKE TAEOVEKTNUOTO, TEPLOPICUOVG KO
KatdAndia wedio epapuoync. Ta mo yapoxtnplotikd sivor ta €€ng: Unstructured Al (Mn  Aopnuévog
[poypappatiopog), Finite State Machines (FSM) kot Goal-Oriented Action Planning (GOAP) (Millington & Funge
2009).

1.6.1. Unstructured AI (Mn Aopnpévog Ipoypappaticpoc)
H mpocéyyion avt) Paciletoan otn onpovpyia g Aoywkic tov NPC amevbeiog péco otov kddika, ywpic

CUYKEKPIUEVO OPYITEKTOVIKO TTAiG10. O Tpoypapuatiotg Kabopilel amhd Tig evEPYEIEG KO TIG GLVONKES VIO TIG
omoieg extelovvTon (m.y. KuvyL emibeom, Bdvartog), cvvdéovtog Tig dwadkaciec pe Tpdémo avbaipeto Kol Ywpic

ovoTnpY| doun.

[TAeovektripoTo:

o  AmiétnTa Kot TayvtnTo vAomoinong: Eival o mo duecoc kol ypnyopog TpOmog ovAmTuéng, €101KA GE
TEPIMTMOGELG L€ TOAD POCIKN CUUTEPIPOPA.
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o Agv amartovvion e€edikevpévo epyadeio: H viomoinon yivetol OmOKAEIGTIKG UE TOV VLIAPYOVTO KM,
xopic Tpodcbeteg PifAiodnkeg 1| cuoTHpaTO.

Melovektrpota:

o [lepopopévn emektacipomro: KabBdg ov&dveror 1 moAvmAokdtnta, o KMo yiveror SVGKOAM
Stoyepioplog Ko yepdtog eEapToELC.

o [IpofAnpatikn cvvinpnon kot eviomopuog ceaipdtov: H amovoio doung kabiotd 600KOAN TV Katavonon
Kot emd1OpBwon mpoPfAnudtwv.

e  Eootepikny oAnieEdptnon: Ot ocvoumepipopéc twv NPCs eloaptovion €viova n pio amd v GAAN, Le
amoTéEAEC A QVENUEVO PIOKO CQUALATOV KOl AGVVETELOG,

[Miaicto Xpnong:

o  KatdAAnAio yo moAd omiég cuUmEPLPOPES, OTmG €xOpucd zombies pe HOVOSIAOTAT GLUTEPIPOPA (T.X.,
KIVOOVTOL TPOG TOV Tk, EmtifevTon Otav @Tdcovy Kovid, kKot tebaivouy dtav eSavtindel n vyeia Tovg).
o AxatdAAnlo yio chvOeTovg £YOPOVG (.., bosses) Tov S100£T0VV TOMATAES KATOGTACELS KOl GTPOTIYIKES.

1.6.2. Finite State Machines (FSM)
H teyvicn tov FSM Bacileton oty vmopén dakpitdv "kotactdoewv" (states) mov meptypapovy OlopopeETIKES
ovumeplpopéc Tov NPC (m.y. meputolia, pdyn, vmoymdpnon), Le capmg kabopiopévee petafacelc petald tovg vd
OULYKEKPIUEVEG GLVONKEC.

[M\eovektnuara:

e EvkoMMa xotavononeg kot vAomoinong: Kdbe kotdotaon mepléyel GUYKEKPUEVN AOYIKY, LE GOQPElg
petapdoets.

o  Ymoompitn omtwkomoinong: IloAAd epyoreio mapéyovv visual debugging kotr amotvmmon g pong
KOTOAGTAGEMV.

o Emovaypnowonoinon: Ot FSMs umopobv va ypnoiwomoinfovv kol yioo GAAEG Aettovpyieg, OmMMG 1
avVamopOy®Yn animations.

Melovektfpota:

o XoaunAn emextacipotnto: O apBpog tov petafdoemv avédvetar ekBeTikd pe Tov aplipd TV KATOoTACEDY
(N? petapdoeig yio N kataotdoelg), odnymvtag oe SuokoAio dtoyeipiong.

e AvckoAn olayeipion ovvbetov meputtdcemv: Koabmg mpootibevior véec cuUmEPLQOpEC, T avAyKT
EVIUEPMONG TOAADV LETOPACEDY 00NYEL G€ avVETOOUNTN TOAVTAOKOTNTA.

e Avvnrikn emkdAvyn katactdoemv: Kataotdoeig mov emmpedlovioar and eEmtepikd yeyovota pmopel va
ATOTOLV ovVadLiPOP®ST TOV HOVTELOL.

[Miaicto Xpnong:

o KatdAinio yio NPCs pe meproptopévn, oAAG 0yl 6TOLEIDON TOATAOKOTNTA, OTIMS €XOPOVE TOV HTopovV va.
nepmorolv, va emttifevral kot va eE0vdeTEPOVOVTAL.

e Mn mpotevOpEVO Y1 SUVOIKE Ko EEEMKTIKG GUOTNUATO 1] GTPATNYIKES CLUUTEPLPOPES TTOL EEAPTMOVTOL OO
TOALEG peTafAnTéc.

1.6.3. Goal-Oriented Action Planning (GOAP)
To GOAP amotelel pion Mo OUVOIKT TPOGEYYION OTOV OYEOGUO TEXVITAOV GLUUTEPLPOp®Y, O0mov o NPC dgv

axolovbei Tpoomopuciopéves oAiniovyiec Kataotdoemv 0AAG eMAEYEL EVEPYEIEG PACEL GTOY®V KOl TNG TPEXOVGAS
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Katdotoong Tov kocpov. Ot dwbéoueg evépyeleg opilovtal pe mpobmobécelg ko oamotedéopato, kot o NPC
oyxedldlel avtopata Eva PEATIOCTO LOVOTIATL EVEPYELMV TTPOG TOV GTOYO TOV.

[M\eovektnuara:

e Evoevung ko dvvopikn ocvumepipopd: Ot NPC pmopovv va mpocapudlovtal oe anpOfAEnTes KOTAGTACEL,
EMOEKVOOVTAG OLVOULKT avTIOpaoN.

o Emextacipommra yopig avadounon: O oyedooudg emekteivetal opyovikd mpocBétoviag véeg evépyeleg,
Y®pig va Tpomomoteital OAGKAN PN 1 VTAPYOVCO AOYIKY.

o Amlomoinon ocuvvtipnong: H Aoy Paciletor o kaBoAkobg otoy0vg Kot Ol 68 aotnpéc akolovbdieg
KOTOOTACE®MV KOl AKAUTTOV SOUMV.

Melovektfuota:

o Avénuévo vrmoloylotikd k6otog: To runtime planning pmopei va givor vroloyiotikd akpiBo, Waitepa oe
moyviola pe moArovg NPCs.

e TloAlvmlokdtnTo vVAoTOinoNG: ATattel dnuovpyic. GLGTANATOS oYEdlAGHOD (planner), dlayeipiong oToOYWV,
Kot KaBopiopod cuvOnkmv/amoteresdToy.

o llepopiouévn ontikomoinon: Xe avtibeorn pe ta behavior trees, m Aoy pon dev givar dpeco opatn 1
YPOQUKO OTEIKOVIGI).

[Mhaicto Xpnong:

e I[davikd Yoo NPCs pe TpOGOPUOCTIKN KOl GTPOTNYIKN OKEWYT, Om®C GOUUOYoVE cuvodovg, NPCs ue
gvaAloooopeva kivntpa, 1 bots o€ oTpatnykd oy vidia.

o Arydtepo KatdAAnro yia amhég cupmeptpopés ex0pdv 1 NPCs pe meplopiopéva oevipio dpacns Kot ouoTnpd
KaOOPIoUEVEC GLUTEPLPOPEC.

Kdébe pia amd tig mapamdveo pedddovg Tpoceépel SlopopeTiKd TAEOVEKTNUATO Kot Teploplopovs. H emhoyn tng
KATOAANANG TEXVIKNG €€0PTATOL GO TIG OMOLTAGELS TOV TTOYVISL00, TNV TOAVTAOKOTNTO TOV GUUTEPIPOPOV KoL TIG
duvatotnteg cuvinpnong oto péALov. [a épya VYNNG TOAVTAOKOTNTOG LE aVAYKT SUVOUIKTG TPOCUPUOYNS, TO
GOAP vmepéyetr, evd yuo mo kiaowkés mepmtdocelg 1 FSM umopel va mpoo@épel éva 160ppomnuévo  petypo
amAGTNTAG KOl SUVOTOTNTOG EAEYYOV.

2. Epyoleia ko IThat@oppeg Avantoéng

H avéntuoén tov No Man’s Land viomombnke pe ) ypnon ¢ Unreal Engine 5, piog ek tov mAéov e€eMypévov Kot
EVPEDG YPTCULOTOIOVUEV®Y UNYoVOVY oy vidlov taykoopuiog. H ékdoon 5.4 tng Unreal Engine a&lomomOnie mg 1
Baocikn TAATEOpLE VAOTOINGNG, TPOGPEPOVTOC TPONYLEVA EPYOAELD YO TN ONUIOVPYID PEOAICTIKOV TPLGOIAGTOTOV
TEPIPUAALOVTI®V, TNV OVATTUEN UNYOVIGLOV TEXVNTNG VONUOoUVNG, KaBdg kot T dtoyelpion animation, QUGIKNG Kot
QOTIGUOV GE TPAYLATIKO XPOVO.

YUYKEKPUEV, Y10, TOV OYEJAGUO Ko TV oAAnAenidpacn twv NPCs, a&lomomdnioav Behavior Trees, Al Controllers,
Blackboards kot dAlec teyvikéc dopudpewone cvuneplpopdc. ExmAiéov, cuotiuata 6mmg to. Blendspaces kot to
Motion Matching ypnoipomomOnkay yio TV ovamtuén pEAAICTIKIG KIVIGLOAOYIOG TOV XOPAKTP®V. LTV aeOntTiKy
KoL AELTOVPYIKN OYEdIOGT TOV TOLYVIOOD evompat®bnkay emiong texvoloyiec 6mwg to Lumen yio tov duvoutko
eotiopud kot to Niagara ylo TNV mopay®yn eW0IKOV EPE, evd 1 Slemaen ¥pnot oxedidotnke pe ypnon Ul Widgets.
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To épyo evoopatdvel exiong epyaieio and to guphtepo otkocvotnua g Epic Games, 6mwg o MetaHuman Creator,
0 omoiog YPNOOTOMONKE Y100 TNV KOTOOKEVT PECAICTIKOV avOpOTIVOV YOPUKTNP®Y. ZUUTANPOUOTIKA,
ypnotpomomdnkav emleyuéva dwpedv projects amd to Unreal Marketplace, yio v evooudtmon assets Onm¢
animations, avtiKeipeva Kot TePPUAAOVTIKG GTOLYEID.

Ocov apopd oTov NyMTiKo oyedlacuod, a&lomomdnkay TAatedpueg cOvOEoNg P®VIAG KE TEYVNTA VOTLOCHVT, OTMOC TO
Eleven Labs, yia v mapaywyn dwaidyov toco twv NPCs 660 kot Tov Bacikol yapaktipa. Emmiéov, 1o eikaotikd
VA6 g demapng ypnotn (Ul) oyedidotnie pe yvouova tnv aictnTikny toutdtnto Kot TG AEITOVPYIKES ATOLTNOELG
TOV TOLYVIOLOV.

210 mhaiclo ¢ dnuovpyiog Kol eneEepyaciag meplexouévov, ypnotpomombnkay entpocheto epyaieio OnwC 10
Blender yio tn povtedomoinon kot tpomonoinon 3D avrikeévov, to Ableton Live yo tnv mopoywyn kol pién
MNTIKOV ototyeiov kot To DaVinci Resolve yia to povtdl tov cinematic cutscenes.

210 POV KEPAANLO TOPOVSIALOVTOL AVOAVTIKA TO ETUEPOVS EPYOUAELD KO TAATQOPUEG TTOV YPNCULOTOONKAY KATH
v avamtuén Tov €pyov, HE ERPOCT TOGO OTIS ADGELS TToL TTapéyel To otkoovotnuo ¢ Unreal Engine 660 kol o€
eEMTEPIKEG TAATPOPLEG TTOV CLVEBUANY GTOV TEXVIKO KOl KOAATEYVIKO EUTAOVTIGLO TOV TEAIKOD OTOTEAEGUATOG,

2.1.  Unreal Engine 5 kot Teyvoloyieg Xvotnuotog
H Unreal Engine 5 mpoo@épet o oelpd amd KovoTOUES TEYVOLOYIEG KAl EYYEVI] GLGTIUATO Y10 TN OVATTLEN Kol TN
owayeipion Al NPC’s aAld kot yio T dnpovpyio YopaKTHpOV, TN KIVIGLOA0YI0G TOVE, OTTIKOOKOVGTIK®MY £QE Kol
nepPdArovtog.

2.1.1. Behavior Trees
H viomoinon g TN tewv NPCs Baciletal oto svotnua Behavior Trees, to omoio enttpénel tov kabopioud chvoetmv

ovumePLpopmV Pdoel akolovBimdv evepyeidv ko cvvnkdv. H viomoinon twv Behavior Trees kobiotd gkt
dnpovpyio SOPOPETIKAOV KATAGTACEMY CUUTEPLPOPAS KOl TAPEYEL GTOVG €XOP0DS LN TOUIKEVUEVEG GTPATNYIKEG KoL
avTIOPAcELS He Pdon v aviyvevorn Nyov katl kiviong, divovtag oTov ToikTn Tn dLvvaTOTNTO VO, AANAETIOPACEL e
TOV KOGUO e Ol0QOPETIKODS TpOmovg (m.y. Héow stealth v dpeong emifeong). To ovykekpyévo cHoTUO
vroopiletonr omd gpyareio 6mmg ot Al Controllers, Decorators, Subtrees kot EQS Queries yio v meptBaiiovtikn
avtianyn tov yapokmpov. H evoopdtwon tovg emiTpémel 6Tove YOpuKTNPES Vo, avidpolV PENACTIKA GE
KOTOOTAOEL, OTMG 1 TEPUTOAiD, T £pguva Kot 1 €miBeoT, EVIoYDOVTAG TN OdPACTIKOTNTA KOl TOV PEOAIGHO TOV
TOLYVIO00.

2.1.2. Motion Matching ko State Machines
H dwayeipion g kivnong tov yapaxtipov Paciletor otov cuvdvacud BlendSpaces (Epic, n.d.) kot State Machines

(Epic, n.d.), emtpénovtag tnv emloyn katdAiniov animation Bacel mopapétpov 6nwme katebbvvon Kol ToyvTNTa.
INo v xwvnoloAoyio Tov waiktn aélomoteiton To cvotnua Motion Matching (Epic, n.d.), o onoio emiléyet dvvapikd
TO KOTOAANAOTEPO animation amd pio eKTETAUEVT Pdor dedopévav Kivioewv. To chotnua owtd mpocapuoletal ot
QUOIKT OAANAETIOPOOT] TOL YOPOKTAPO HE TOV KOGUO (Y. GApaTe, KOAOUPNGOT, TUPKOVP), TPOSIIOovVTaG LYNAO
Babuéd peaiicpo.

2.1.3. Niagara Particle Systems kot Ul Widgets
To obomuo Niagara (Epic, n.d.) aglomoeitar yio v mopaywyn e0IKov Qé (0Tmg EKPNEELS, NAEKTPIKA QAIVOLEVA,
opoppayia), eEac@oAMlovtoc peaAloTIKN OmEKOVION UE amodoTikn ypnon mopwv. Iapdiinia, ta Ul Widgets
YPNOLLUOTOIOVVTOL Y10 TV ATEIKOVIOT GTolElmv Ommg ot tovtol {wng Twv NPCs, 1 katdotoon toug oto Behavior
Tree, Quick Time Events (QTE), xafd¢ kot to ypapucd meptdiiov tov maikt (.. minimap, inventory, omAouog).
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2.1.4. Metahuman Creator ko Metatailor App
H onuovpyia tov Pacikod yopoktipo viomombnke pe ypnon tov Metahuman Creator (Epic, n.d.) xot g
epopuoyng Polycam vy ™  QOTOYPOPUETPIKT  ATOTOMWOON TPOCHTOV, OIUOPPAOVOVIONG £VO  TANP®G
TOPOUETPOTOMNUEVO YNPlokd opoiopa. H epappoyn Metatailor aflomomdnke yio mEPUITEP® TPOGAPUOYN TNG
evovpaciog kot twv agesovdp. Ot NPCs onpiovpyndnkayv pe ypnion ehagpitepwv LOVIEL®V, OOTE VO EE0CQAAICTEL
1 AOSOTIKOTNTO TNG UNYAVIG KaTd TO rendering TOAAUTADY YOPAKTPOV.

2.1.5. Lumen
H teyvoloyia Lumen (Epic, n.d.) emutpémer v wopoy@yn QOTICHOV KOl OKIOV GE TPOYLOTIKO YPOVO,
avtikadiotdvtag to mopadootakd Light Baking. To cVotnua avtd mpocoppuodletor SLUVOULKE OTIC OGAAAYEG TOV
TePPAALOVTOG, TPOGIIdOVTAG PEAAICTIKN ATUOGPAPA. AOY® TOV OmOITHCE®V TOL project, 1 PeAticTomoinon g
anddoong mpaypatomodnke pe ypron LODs kot peimon twv peydiov textures, kabmg dev €ytve ypnon tov Nanite.

2.1.6. Landscape Editor, Landscape Auto Material kot Foliage Instancing
H dopdpemon tov tprodidototov neptBdiiovtog faciotnke oto Landscape Editor tng Unreal Engine, a&lomoidvrog

Heightmaps mov dnuovpyndnkav péow Houdini yio T YEOUETPIKT ATEIKOVION TOTOYPAPIKDV YOPAKTNPIOTIK®Y. To
Landscape Auto Material emitpénel v SUVOUIKT OTEIKOVIOT ETPAUVEIDV PACEL YEMUETPIKOV KOl YEDYPUPIKMDV
mopapétpov. H texyvikn Foliage Instancing e@appootnke yioo TV amodoTiky omwdd006n TOAAATADY OVTIKEWUEV®V
(6mwg dévtpa kat Ppayot), emtTuyyavovtag olkovopio 6to rendering yopic OTOAELN TOOTNTOGC.

2.2.  Leonardo Al
H mloteopuo Leonardo Al a&lomomnke yioo T OMUovpyiot TPOCHPUOGUEVOV EIKOVISI®V TOL YpopLKoD
TEPIPAAAOVTOC TOL ToyVIdD, PactlOpevn 6e MEPLYPAPES KEWEVOL Yl TNV TOPUY®YN EIKOVOV HEC® YEVETIKNG
TeyvnTg vonpoovvne. Ta moapayopeva gikovidlo mepthappdvovv aneikovioelg evepyeimv NPC, avtikeyévov (OmAa,
CQOIPEC) KOl TANPOPOPILDOY GVGTHLATOS (TOVTOL LMNG), TANP®S EVOPUOVIGHEVA LLE TNV GoONTIKN TOL £pyov.

2.3.  Eleven Labs & PlayHT

Mo v Tapoyoyn MNTIKOV SAdY®mVY Kol NYNTIKOV €€ ypnoiporotidnkay ot tAateopuec Eleven Labs kot PlayHT.
H PlayHT o&lomombnke yia tovg NPCs yapn oTig duvatdTnteg TPOSaproyng cuvaloOnuatikod veovg (.. ayyog,
Boudc), evd m Eleven Labs ypnoyomomfnke yio tovg S0AOYOUG TOL KEVIPIKOD YOPOUKTNPO, UE TN duvatoTNTa
EKTAIOEVLONG LOVTEAOL POVIG Y10 TTLGTH TPOCOUOIMGT CUYKEKPIUEVOL GMVITIKOD YapAKTNPO.

2.4. Blender

H epopupoyn Blender ypnoipomomnke ywoo ) povieAomoinon Kou Tpomomoinon opiopéveov 3D assets,
TPOcapHOLoVTAG To. 6TO VPO Tov TovVidlov. [payupatomonke emiong texture painting yio Tov KOAAOTIGUO
YOPOKTAP®Y KOlL OVIIKEWWEVOV, EVOOUATOVOVTAG OToleld OmM¢ TaTtovdl, €&VOLUOTOAOYIKEG EMAOYEC Kol
YOPUKTNPLOTIKE TPOGMTOL.

2.5. Ableton Live
To Ableton Live ypnoipomombnke yio v eneéepyasio yntikdv S1oAdy@V Kot EQE, LE EQAPUOYN PASIKOV TEYVIKOV
onwg e&iooppommon (EQ), ovumicon (compression) Kol ypOVIKT TPOGAPUOYY|, DCTE VO, SIAGPAAGTEL 1] GUVETELN TNG
€VTOOTG KO TNG TOLOTNTAG TOVS, YOPIG v EMPopHVOVY OKOVGTIKA TOV ¥pNoTh KoTd T didpkela Tov Gameplay. H
e pién mpayupotomoteital otnv Unreal Engine péow Submixes, mpokelpévov vo emTuyydveTal 1G0ppomio
€VTOONG KOl AKOVGTIKT GUVETELN 0TO gameplay.

2.6.  Davinci Resolve
H mhatedpua DaVinci Resolve a&lomoOnke yio Ty €vomoinom nyov Kot KOV GTO EIGAYMYIKE KOl KOTOANKTIKE

KIVTLOTOYPOQIKG OTIYHOTUTTO. Tov moyviolov (cutscenes). Ta apyeia mapayoueva pécm Unreal Sequencer,
eneEepydotnkav oto DaVinci yio tnv teMkn eEaymyn ApTIOV PIVIEOGKOTIKMV OTOTEAECUATOV.
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2.7. 3D Asset Marketplaces kot Free Projects
H evoopdtoon 3D poviéAov kol GAAGOV GTOWEIOV YPAPIKOV TPOyUaTomombnke HEGH omd U0 EKTETAWEV
a&lonoinomn eémtepkdv ynolakmv ayopmv (3D Asset Marketplaces) ko eEleb0epov Epywv (Free Projects), pe otdyo
TNV EXTAYVVOT TNG OVATTLENG KO TOV EUTAOVTIGUO TOL OTTIKOD TEPLEYOUEVOD TOL TTALYVIOIOV. TVYKEKPIUEVA, Y10l TIG
avaykeg NG kataokevng tov NPCs, 6mmg n motkilopopeio oty eEMTEPIKN TOVG ELPAVION, O OTAGLOC TOVG KO TO,
animations kivnong, oAAd Kot Yy TN Swuopemon Tov TEPPArlovioc (dévipa, KTiplo, QUOIKA GTOKElN),
a&lomomOnke mAnbopa ynekov toépov. Ot Pacuég TAaTedppeg Tov ypnoiponomdnkay repthapupdvovuv 1o Fab
(mpdnv Unreal Marketplace), to Sketchfab, to Artstation kot to Poly Haven, ot onoieg mapsiyav vyninig moldtntog

assets ovuPotd pe v Unreal Engine. [Mopdiinia, eveopatodnkav dopedv épya tng Epic Games, 6nmg to Game
Animation Sample Project (G.A.S.P.) (Epic, 2024), to Advanced Locomotion System (A.L.S.) (Epic, 2025) kot T0
Lyra Starter Project (Epic, 2025), ta omoia mpocépepayv £TOU0. GUCTALOTA Kol animations Tov TPOGAPUOGTIKOY
KOTAAANAQ OTIG OVAYKEG TNG Kivnong kot TG aAANAETidpacng 1060 Tov okt 660 Kot Twv NPCs. Méow avtng g
TPOGEYYIONG, €METELYON ONUAVTIKY €E0IKOVOUNGT XPOVOL Kol TOP®V, Y0piG cvuPifacud otnv modtnTo Kol N
GLVOYT] TNG OMTIKNG TOVTOTNTOG TOL £PYOU.

3. X1adw Yromoinong kar Mg@odoroyia
H avantoén tov moyvidod Poaciomke oe pio pebodikn npocéyyion mov a&lomolel cOyypova epYOLElD Kot TEYXVIKEG,
HE GTOYO TN dNUIovPYia VO PEAAGTIKOV, SuVapkoD Kot epfubiotikod mepifdiiovtoc. [TapdAinia, 060nKe Eupoon
TNV OPYOVOUEVT] KOl EVEMKTN OVATTUEN, LE TN OTAOLOKY VAOTOINGN EMUEPOLG GUGTNUATOV OV GuvePYAlovTal
HETAED TOVE YO TV VTOGTHPIEN TOL TLPNVO TNG EUTELPIOG TOV TTOAKTY.

Kevtpucog a&ovag tov project amotélece 1 vAomoinon Behavior Trees, pe okond v avamtuén TOAOTAOK®V KoL
SLOPOPOTOMNUEVOY KOTACTACEMY GUUTEPIPOPAS Yo, Toug NPCs, ot omoior mapovoidlovv motkida Oyl pHovo otn
(PLGIKN TOVG EPPAVION, OALG KOl OTIG AELTOVPYIEG KOl TN CUUTEPLUPOPA TOVG. ZVYKEKPIUEVO, avamTuydnie Lo Paciky
KAdomn v v ko1 Aoywkn tov NPCs, 1 onola enektddnie o€ VTOKAAGELS, avaDETOVTOG 1O10HTEPO YOPUAKTPLOTIKA
Kot cvumeplpopés. Emmiéov, avamtiyOnkay punyovicpol Kivnololoyiog Kol eVvoouatdinkoy unyovicloi orAiopuo
Kot EMOEGEY, 01 0moiotl TpocapprofovTol oTig 11TEPOTNTESG TOL KABe NPC.

Qo1000, TO £pyo emeKTEIVETAL TEPA GO TO. GLGTIILOTO, CUUTEPLPOPAS, EVOMUATMOVOVTAG UNYOVIGHODS TOV EVIGYDOLV
TOV PEOAIGUO TNG aAANAemIdpacTg Kot TV euPvdion Tov maiktn. 10 mhaiclo avtd, avartuydnke évo ETEKTAGIUO
ocvotnua dtayeipiong tov movieav (ong, o onoio cuvovaletal ue cvuoThuote gameplay yio Tov woikt Kol Tovg
NPCs. O maiktng €xetl tn dvvaTdTNTO VAL YPTCILOTOLEL OTTAN, VO OAANAETIOPA e 101K OVTIKEIUEVO KOl VO EKTEAET
E0IKEC KVNoElg emibeong Kol amoQULYNG, Ol 0moieC OAANAEMOPOVY GUECH WE TO GUOTNUN CLUTEPIPOPAS TOV
TOLYVIO00.

SOUTANPOUOTIKG, EVOOUOTOONKOV OTTIKOOKOVOTIKE Q& TOV GLVOSEVOVV TIG eVEPYELEG TOGO TV NPCs 060 kot Tov
iK™, EVIoYVOVTOG TNV ONTIKY KOl 0KOLGTIKT dtdotoon s epunelpiog. EmmAéov, oyedidotnke kot viomombnke éva
EMEKTACIUO GUOTNHO OTOCTOAMV (quest system), 10 omoio ToPOLGIALEL TIG EVEPYEG OMOCTOAES TOL TOAKTN Kot
vroompiletor amd éva oroxinpwpévo cvotnua Heads-Up Display (HUD). To HUD npocoépel kpioiueg
TANpoopieg, OMMOGC TNV OMEKOVION TOV TOVI®OV (®NG, TNV KOTACTACN TOL OMAMGUHOD Kol TEPLOUPAVEL XAPTN
mAonynong (minimap), SIEVKOADIVOVTAG TV KOTAVOTGN TOL TEPIPAAAOVTOC 0O TOV TOIKTY.

Ao, KOTAOKELAGTNKE éva evOelkTikO emimedo mayvidiov (Level), 1o omolo eumlovtiotnKe pe avtiKeipeva Kot
OYEOLAOTNKE UE GTOYO TNV avAdEEN TV cuurepipop®dv TV NPCs, Tov facikdv unyovik@v tov gameplay kot Tov
OAANAETIOPACEDV PHETAED TOV TOIKTT KOl TOV CUGTNUAT®V TEYVNTNG VOTLOCUVIC.
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Téhog, yio TV €vioyvon NG GENYNHOTIKNG SOURG TOL Tl VIdlon, onuovpyndnkav 600 evdeKTIKA cinematic
cutscenes, T0 07010l KAADTTOVV TIG EIGAYDYIKES KOl KOTOANKTIKEG OKNVEG, GUUPAAAOVTAG 0TI oKNVOBETIKN GuvoyN
TOL £pYyou.

H mopodca dmAopatikn epyacio eMKEVIPOVETAL TPOTIGTOS GTNY OVAALGT T®V VAOTOMGCE®V Tov Gyetilovtal
dueca pe To. OEVIPO. CLUTEPLPOPAS, TO omoia amoTéAecav To Poacikd epyaleio povtedomoinong g Teyxvntng
Nonpoovvng 6to mAaicto tov £pyov. To mapdyv Ke@droto Tapovctdlel T HeBOSOAOYIKN TPOGEYYIOT| TG GUVOAKNG
vAomoinong, TapabEToVTIog LE YPOVOAOYIKT GELPO TO GTASLN UVATTVUENG, LE GCUVOTTIKT OVOPOPA GTO TEPLEYOUEVO KL
OTOVG EMUEPOVG GTOYOLG Kabe pdong.

3.1.  Anuovpyio Xapaktpwv

H viomoinon &ekivnoe pe  dnpovpyic TV YOPAKTAPOV TOL ToyVIdoD, EEKIVOVTOG OO TOV TOIKTI KOl TOVG
dtapopovg NPCs. O yopaxtipoc tov maiktn onpovpyndnke pe ) Pondeia g mhloateopupog Polycam, n omoia
EMETPEYE TNV PEOAICTIKN OmMOTOTOON TOov Tpoo®mov o€ 3D mesh péow eotoypoppetpioc. To omotéreoua
petapépbnke oto Metahuman Creator, 6mov dnuovpynOnke €vag peaMoTIKOS YOPOKTNPAG LYNANG TO10TNTOG,
gtolog yo ypnomn oto moryviol. H dwudwkacio avth evoouatdvel texvikég texture painting oto Blender ywo v
TPOCONKN SEPUUTIKOV AETTOUEPEI®V Kol TATOVAS, KOOMG KOl TNV EPAPUOYN POLYICHOD KOl aEEG0oVap HECH TNG
epappoyng Metatailor.

I"a tovg NPCs, 1 xprion t@v Metahumans amoppigdnike A0y Tov LYNAOD VTOAOYIGTIKOD KOGTOVG TOV CUVETAYETOL
N ypnon tovg oe mepPdriov pe molhovg NPCs. Avt' avtol, ypnoipomodnkoy 1o EVOOUUTOUEVE LOVTELD TOV
napéyer n Unreal Engine xafdg kot aviikeipeva and dwpedv épyo kot to Fab Marketplace, mpokeiévov va
onpovpynBel mowcidio oty gpedvion twv NPCs.

3.2.  Avémto&n cvotipotog dtayeipiong moviov {ong

H emopevn edon mepilappave v avdmroén evdg suotiuotog dtayeipiong moviov {wng (Damage System) yia tovg
YOPOUKTAPES TOL TOLYXVIOOD. AVTO TO cVOTNUO EmMTPENEL TV avénon M pelwon g (ong kdbe yopaxKTipo TOL
CUUUETEXEL O eMBETIKEG eVEPYELEG Kt Teptlaufavel Aettovpyieg avtidpaong yia kabe cevaplo. o mapdderypa,
otav évog yopaktmpag oéyeton damage, oAAG dgv €£0VOETEPDOVETOL, EVEPYOTOLOVVTAL Ol KATAAANAEC avTIOpAGELS
OO MYNTIKE @€ Ko animations. To cOoTNUA OVTO Eival ETEKTACIUO KOl EMTPEMEL TV EVOOUATMOON TOL o€ KAOe
YOPOKTNPO KO AVTIKEIUEVO, GuVOLALOVTAG TIG Asttovpyieg Tov pe To. Behavior Trees kot ) {oTik KaTUGTOOT TOV
NPCs kot tov moiktn.

3.3, XuoThuoTo KivnoloAoyiog
H avértuén tov cvotnudtov Kivnololoyiog amotéAess T0 EMOUEVO GTAOIO TNG VAOTOINGTG, LE TNV EQOPLOYT TOV
Motion Matching yo Tov maiktn, T0 000 wapEyEL EKTEVI] GLALOYT KIVIGEMY VYNANG ToldtnTag pécm tov G.A.S.P.
free project tng Epic Games. To cvotnua avtd €mTpENel THV ETAOYR TOV KOTAAANAOL animation COUE®VO LLE
TOPOUETPOVG OTIWG 1| TOYLTNTA KOl 1) Katdotaorn tov woaiktn. Emumiéov, viomomnkay emmAéov KIViGES OT®G
TPEEI0, GALO Kot TTopKOVP, KAODC Kot KOAOUPNoN Kot amo@uyn| emBécemy, e GTOYO TNV a0ENCT TOL PEAAICUOD Kol
™G SLUVOIKOTN TG TOV gameplay.

I'a tovg NPCs, ypnowomombnkav Blendspaces kot State Machines, emitpémovtag TV €QapUoyn SLOQOPETIKOY
Kivioeov yo ke Tomo NPC, avaioya pe to yopaktnpiotikd Toug (m.y. eoio 1 €160¢). [lapd tnv apykr epapuoyn
tov Motion Matching, n pébodog twv Blendspaces amodeiyfnie mo amotehespatiki A0Y® TOov peEYaAov TARHovg
KIVGEDV KoL TNG SLOPOPETIKOTNTOG TOV CKEAETMOV KO TV OLOECTIUMV assets oV YPTGLLOTOLOVVTOL GTO TTOLYVioL.

3.4. Anuiovpyio OTAIGHOV KOl AVTIKEIUEV®V
Me v ohoxAMpwon T®V BACIKOV UNyovicuov kivnong yuo tov maiktn kot toug NPCs, 10 emdpevo otddio eotiaos
oTNV OVATTLEN TOV GUCTNUATOV OTAGUOD KOl E0IKOV OVTIKEWEVODV. XOueove He To dwféoiuo  assets,
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eveoUaTOONKaY TowkiAe HOVTELD OMA®V KOl OVTIKEWEVOV HE HOVOOIKE YOPOKTNPIOTIKH, GUVOOELOUEVO OO
KOTAAANAQ OTTTIKOOKOLGTIKA £PE Y10 TNV EVIGYVOT TOL PEUAGUOD KATd T ¥pnomn tovg. [Hapdiinia, avamtoydnikoy
ot avtioTtoryeg AoyikéG Aertovpyiog yio kéBe TOTO GTAOL M E101KOV AVTIKELEVOUL.

Mo tov maiktn, oxedldotnke €vo OAOKANP®UEVO GUGTNUO SLUYEIPIONG TLUPOLAYIKMOV KOl YEUIOTNPO, TO OMOi0
mopakolovbel 6e TpayuaTKd ¥PpOVO TNV TOSOHTNTO T®V JBECIU®Y CEAIPOV KOl TN UEYIOTN XOPNTIKOTNTO KAOE
omiov. IeptrapPavovron emiong Aetrtovpyieg dnwg N emavayéuion (reload), ot omoieg cuvodevovtal omd KOTAAANAL
animations 7oV OTOTVLOVOVY PEAMOTIKG TIG EVEPYELEG OVTEC. AvTioTorya, LAOTOWONKAV €101KA avTikeipeva (Om®S
PlYELS EKPNKTIKOV 1| PonONTIKAOV epyaieiV), Le EQPACT] GTNV OTTIKOOKOVGTIKT OVATUPAGTOCT TNG YPNONG TOVG Kol
v enidpaom Tovg oto gameplay.

To cvoTpa OTAIGUOY TOV TOiKTN TAAGIOONKE [E Ta avTioTOotKo GToLEin TOV Ypapikoy mepiBdilovtog yprot (UD),
TPOCPEPOVTOC TANPOPOPIEG GE TPAYUATIKO YPOVO GYETIKG UE TO. EVEPYE OTAM, TO OOEGILO TVPOUAYIKE KoL TIG
Tpéyovoeg evépyelec. [l TV LAOTOINGT TV EVEPYEIDV OVTAV, OVOTEONKOV CUYKEKPIUEVE TANKTPO YEPICHOD,
dtoo@oAilovtag Tn AEIToVPYIKOTNTA KoL TV OUECOTNTO OTNV CAANAETIOPAOT) TOV TAKTN UE TO TEPPAAAOV.

Ye endpevo otddlo, dnMuovpyninke &vo GLUTANPOUATIKO GVGTNUO TOTOOETNGONG OVTIKEWEV®OV OTOV KOGUO TOV
moyviolv. To ocvotnua avtd emTpénel TV TOMOOETMON TUPOUAYIKADY, OTAMV KOl EWIKAOV OVTIIKEWEVOV CE
mpokabopiopéveg 1 duvapkég BEcelc, TPOGPEPOVTAG T SVVOTOTNTA GLALOYNG AVTMOV OO TOV TAIKTN. XTO TAMIGL0
avtd, evoopotodnke emiong éva Pacikd cvotnua Stoyeiptong vopiopatog evrog oy vidlov (game currency), LEGM
GLAAEKTIKOV OVTIKEIWEVOV oL TTpocBétovv aio otov maiktn kot 6to uéAlov Ba pmopovv va a&lomomBolv yio
ayopég and cvykekpipuévoug NPCs.

H viomoinon tov omMopod yioo tovg NPCs axolovOnoe mopouolo dtodtkacioo pe €Keivn Tov TOiKT, OV Kol UE
OTAOVGTEVUEVT] TTPOGEYYION (OC TTPOG TNV ECMTEPIKT] AOYIKT KOl TOV EAEYYO T®V ATOBEUATOV TUPOUAYIKOV. Xg KAOE
tomo NPC oamoddOnkav JSopopetikd HovTtéAa OmA®V UE TO OKG TOUG YOPOKTNPIOTIKG KOl GUVOOELTIK
OTTIKOOKOVOTIKA 0. H ohokAnpmon tov otadiov mepiidupave v amdo06n TOV KATAAANA®Y animations yio, Tnv
AMEWKOVIOT) TOV KIVICEMV OTAIGHOV KOl APOTAIGHOV, TOGO Y10 TOV TOiKTI, 060 kot Yo Toug NPCs.

3.5. Behavior Trees
‘Eva and 10 facikd otddio TG vAoToinong amotéless 1 avamtuén g TEXVNTNIG vonuoouvng tov NPCs, uéoo g
a&lomoinong g teyvikng Tov Behavior Trees. H dwadwacio mepiddufave ) dnuovpyio tov amopoaitntov assets
OV SEMOVV TN AELTovpyict TOVE, KOOMG Kol TV EVOMUATMOOYN TOV TPONYOVUEVMG OVETTVYUEVOV GUGTNUATOV
KWV GL0AOYI0G KOl OTTAIGHOY. XKOTOC NTOV 1 OCPAMGT| TNG OLOANG KO GUVEKTIKNG AELTOVPYING TOV CLGTHUATOC
OLVOMKAE, KBS Kot 1) evioyvon TG dSuvapkng aAAnAenidpaong puetaly maktav kot NPCs.

To ovomua Teyvntig Nonpoovvng mov avartdyonke, Pociletal e dvo kvplovg Tumovg NPCs, ot omoiol mapdtt
popalovron Pacicég AeITovpyies, Sl0POPOTOIOVVTIOL GTPATIYIKG OGOV 0(pOPA OTIG OVTIOPACELS KOl GTIC GCUUTEPIPOPES
toug. H Oudkpion ovt evioydel Tnv TOKIAOUOPQIo. Kol TOV PEOAMOUO TOL Toyvidoy, kodioTdvTog TIG
OAANAETIOPAGELS TTEPIGGOTEPO PLGIKES Kol AANB0PAVEIS, BEATIOVOVTAG T1 GUVOAIKY EUTELPi TOV ¥PNOTH.

3.5.1. Zrpatmykég Xprong Aévipmv Zounepupopdg
H o&omoinon twv Behavior Trees 6to No Man’s Land emikevipaveral otnv avantoén covletwv oArd eréy&ipuov

UNYOVICUAOV avTidopaong yio dvo katnyopieg exbpikdv NPCs:

o Enforcers (Ranged): 'Evomiotl avBpdmivol yapoaktipeg pe oTpatnyikn Léyns omd amdeTaoT).
e Androids: Poumotikoi gyfpot pe S10popeTikég TOKTIKEG TPOGEYYIONG KOl LOTIRo avTidopaomG.
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H ovunepipopd twv NPCs dwopopemveton fdoet meptPaiioviikov epebicpdtov, 6T N Topovsio, ToL ToiKTY, ot
Nyotl N M kivinon oto medio dpdong. Kabe NPC axolovbei pio mpokabopiopévn Aoyikn KatdoTaons, EXTPETOVTIOS GTO
oVoTNUO Vo AapBavel omopacels 6 TPayLaTIiKO ¥povo PACEL TOV GUVONKOV.

O1 Baocikéc GLUTEPLPOPIKEC KATUOTACELS TEPIAAUPAVOLV:

o [lepmolia (Patrol): O NPC xwveiton og mpokafopiopéveg S100popES, ETLTNPOVTAS TO TEPIPAALOV Yi0L DTOTTES
evOei&elg N avOUOALEC.

o ’‘Epevvo (Investigate): Xe mepinmtmon aviyvevong nyov 1 kivnong, o NPC olhalel katdotaon Kol Kiveital
TPOG TO EPEDIGLLO TPOKELUEVOD VO SLOTIGTMOGEL TNV QUTia.

o Emifeon (Attack): Epocov evtomiotel o maiktng, o NPC gumiéketon Gueca og pdyn, aSlomoidviog tov
O100€01UO0 OTMAMGUO KoL TIG TOKTIKES TOV.

o Apvvo/Andéovpon (Defend/Evade): Otav ot movtol Lmng Tov NPC @tdcovv o€ yaunid emninedo, emAéyel Tnv
ATOUAKPVVOT TTPOG AGPUAEG onueio, TNV avalitnon kdAvyng f/kot Ty viobémon stealth taxtikdv, £mg
otov amokatooTadel N Katdotaor Tov | ANEEL 1| amEAN.

To ovotua éxel oyedlacTel MoTE va LITOGTNPILEL YEPLIGUOVE Ao TOV TOIKTN TOV EXNPEALOVV TN CLUTEPLPOPE TV
NPCs. ['a mtapdadetypa, o maiktng propel va metdéetl éva avtuceipevo (). LTOVKAA) Y10 VO GTOGTAGEL TV TPOGOYN
evog NPC xot va tov mapacipel o dapopetikd onueio. EmmAéov, oe meputtdoelg mov ot NPCs dev €yovv
avtineBel v mopovoio TOL TOIKTN, EMIPEMETOL 1) TPAYHOTOMOINGCY OMEVIOWOTIKGOV emfécemv pe Gpeon
e€ovdetépmon.

H Swgopomoinomn avaueca oe Enforcers kot Androids mpoodider otpatnywd Babog oto gameplay. Ov Enforcers
V100ETOVV TOKTIKEG UGYNG OmO OmOCTUCN HE KAALYM Kol ¥PNoN Tupopoylk®dv, eved ot Androids teivouv va
emtifevron mo embeTikd kot pe PiKpoTeEPN avac@dAgla, PacilOUEVOL TEPIGGOTEPO GE TPOTLTC, EVIOMIGUOV KoL
avtdvoun TPOGEYYIo).

3.5.2. Awdwoocio YAomoinong
H Aetrtovpyikdtta v NPCs vAomodnke pécwm g onpiovpyiog Kot TopapeTpomoinong eEE0KevéveV assets Tov

Unreal Engine, ta omoia vrootpilovv tn ypnon tov Behavior Trees kot eXTPETOVV T1 SLUVOUIKT KOl PEOMGTIKN
CLUTEPLPOPEA EVTOG TOV TOLYVIOLOV.

Yopemva pe v Epic (n.d.) evdektikd assets tng vAOmoinomg amoTeAoVV:

e Blackboard: ITivakag amofnkevone LETOPANTOV Kol 0E00UEVOV GUUTEPIPOPAS, XPNOUOTOLOVUEVOS atd TO.
Behavior Trees yio T Aqyn omo@dcemy.

e Al Controller: O vrebBvvog édeyyog kébBe NPC, o onoiog diayeipileton tnv ektédeon t@v Behavior Trees.

e Decorators & Services: EmumpocOetec Aoywéc ovvOnkeg kol emavoiopPovopevor  €heyyol  TOL
gvepyomolovvial Pacel TpokoboploUEVOY  TOPOUETP®Y, EMITPEMOVIOG 7O EVEAMKTN KOlU OGTOYELUEVT
GLUTEPLPOPA.

e Custom Behavior Tree Tasks: Anpiovpyndnkav npocappocpéva tasks yio tnv vAOTOINGo” EWOIKOV EVEPYELDY,
Om®G oAlayr katdotoong 1 €vapén animation, e&edikeboviog TV oAAniemiopacn tov NPC pe 1o
TEPPAAALOV KOl TOV TOUKTT).

Mo mv mpoctnin aedntnplaxnig avtiinyng, a&lomomdnke to:

e Al Perception Component: EvoopatdOnke yio tnv npocopoinon avlpomvev aicdncemv, Omwe n 0pacn Kot
1N axon, emrpémovtag 6tovg NPCs vo avtihapfdvovtor Ty mapovsio Tov Toiktn 1 Novs and CUYKEKPIUEVES
evépyeleg (Epic, n.d.).
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Emunpdcbeto, evoopotmbnkay mponyuéveg texvikég ANyng amopdosmv yio v kivnon kot to pathfinding (Epic,
n.d.):

e EQS (Environment Query System): Xpnoiponomdnke yio tnv extipnon Pértiotov onueiov torodétnong 1
petaxivnong, AauBavovtog VoY TAPUUETPOVS OTTMG 1] OTOCTUCT OO TOV TOIKTN 1 1] OPATOTITA.

e NavMesh (Navigation Mesh): Emitpénel | peaiotikn mhonynon tov NPCs oto mepipdiiov, opilovtag
EMTPENMTEG EMPAVEIEG KOl GNUEID TPOSPAGILOTNTOC.

H emucovovia pHeta&d StapopeTikdv ototyelnv Kot 1 eneEepyacio dedouEvav EYive HECW:

o Blueprint Interfaces: Emtpénovv m Siayeipion tng oAANAenidpaong HETOED OVTIKELLEV®Y KOl TNV OVAKTNOT)|
1N Tpomomoinon dedopévav pe enektacipo kot modular Tpomo, dievikoAbHvovTag T HEALOVTIKH GLVINPNOT Kot
enéktaon tov kodwka (Epic, n.d.).

Awdwkocia Yiomoinong
H oloxAnpwon tov cuatipatog Al mpaypotonomOnke péso amd to TUPUKAToO GTAS10:

o Xyediaon Iepapyiog Zvunepipopmv: Kabopiotnke 1 doun kot pon tov kéupwov oto Behavior Tree, copewva,
UE TIG AetTovpyieg Kot Tig oTpatnyikég kdbe tomov NPC.

e Aoy & Iapopetporoinon: Evoopoatmdnke n avtictoyn Aoywkn pécm Blueprints yio kdfe evépyeia, pe
duvatotnta pHOUIEN G TAPOUETP®V OTTMG TOXHTNTA OVTIOPAOTG, ATOGTACT] AVIXVELCOTC K.AT.

e  Ymoompién pe Animation & E@é: Avantdydnkov mapdrinio animations Kot GUVOSELTIKA OTTIKOOKOVGTIKE
€pé yuo. v vroopiEn kabe kardotaong (0mwg enifeon, avalntnon N amouyn).

e Aoxég & Betiotomoinon: IlpaypatoromOnkay enavolappavopevor Ereyyot amdS00mg Kot peOAGLOD, e
010Y0 TN cvveyn Pertimon TG eumepiag Kot Tr 6TafepOHTNTA TOV GUGTHUATOG GUUTEPLPOPES.

3.5.3. A&wloynon amddoong
H o&oldynon kot PeAtiotomoinom g onddoone twv Behavior Trees omotéiece kabBopiotikd otddio yioo v

eEaoPAAIon NG PEAAICTIKNG Kol OpOANG cvpmepipopdc Tov NPCs 610 mepiBdiiov Tov moryvidov. H Sadwacio
0T EMKEVIPOONKE G TEYVIKES KO GTPATNYIKEG TOV GTOXEVOVV GTN UEIMOT] TNG VITOAOYIGTIKNG EMPAPVVOTG KO TN
BeAtioon g amdKpIoNg TOV GUGTNUATOV. ZVYKEKPILEVA, EQUPLOGTNKOY TO EENG:

e Amlomoinomn Aopng kot Meiwon [Holvmhokotntag: Ta dévipa CUUTEPLPOPAS GYEIACTNKAY LLE YVDOLOVO TV
OmTAOTNTA, OOPELYOVTAS TNV LIEPPOMKN ¥pNon KOUPOV Kol TOAVTAOK®V AOYIKOV dtoakiaddocewv. H
TPOKTIKY] 00T GVVEPOAE AUECH GTN LEIMOT] TOL YPOVOL EKTEAECT|G KOl OTT) GTAHEPOTNTO TOL GLGTILLOTOC.

o Emoavaypnowonoinon Aoywng pécm Subtrees: Ot emavoropPovOUEVEG GUUTEPLPOPEG OPYOVOONKOY GE
vrnodévtpa (subtrees), to omoio emavaypnopomolovvtor ce moAlamAovg NPCs. Avtd amétpeye
onuovpyior mheovaldviov KOUPOV Kol EVIGYLOE TNV EMEKTAGIUOTNTO KOl T1] SUVATOTNTO GUVINPNONG TOL
GUGTNLOTOC,.

o Amodotikég Xtpatnyikég EAEyyov ko ZuvOnkav: Ot kouPotl tov Behavior Trees puOuiomkayv £étol dote va
a&lohoyovvtor pwovo otav amotteitor, NAady oe mEPTMOGEC UeTABOANG TG katdotaong tov NPC 1 tov
nepifdilovtog. Me autdv Tov TpOTO TEPLOPIoTNKE O aplBUOG TEPITTOV EAEYY®V, PEATIOVOVTOG GTUOVTIKY
NV omddooT).

o Xpnon Epyoieiov Profiling ko1 Avédivong Amodoonc: Eeapuootniav eEedikevpéva epyaleia profiling tov
Unreal Engine yio tov evtomiopd mbovav onpeiov coppopnong evidc twv Behavior Trees. To dedopéva
vt a&lomombnkay yio T oToyeLHEVT avadtipOpwon kot felTicTomoinon ETUEPOVG KOUP®V.

e Aokiuég kot Avatpo@odotnon omd Xpnoteg: [lpaypatonomdnkav exavolopuPavoueves dokiuég oe GUVONKEG
gameplay pHE GUUUETOYN| TPOUYUATIKOV YPNOTOV. MEG® TG GLAAOYNG TOLOTIKNG OVATPOPOSOTNOTG,
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EVTOTIOTNKAY OTUEN TOV ATONTOVCAY TEPAUTEP® PEATI®OON Kol £YVOV Ol KATAAANAEG TPOTOTOUGELS YO TV
gvioyvon g eUmepiog TOL TOAKTY.

H epappoyn tov mopamdve TPOKTIKOV 00YNCE GE ONUOVTIIKA ovénon tng amodotwkotntog twv NPCs, pe
TOPAAANAN OlOTAPNON TOL PEOMGHOD KOl TNG TOIKIAMOG TOV CUUTEPLPOPDV, EMLTLYYAVOVTOS £VO OLVOLUKO KOl
EMEKTAGILO CVGTNLO TEXVNTNE VONUOGUVNC EVIOE TOL TOLY VIS0V,

3.6. Eméxtaom Mnyovicumv Gameplay
Metd TV oAOKANP®ON TOV BOCIKOY GUCTNUATOV TEYVNTIG VOTLOCHVIG KOl TOV dEVIPOV GUUTEPLPOPES, TO ETOUEVO
0TAO10 LVAOTOINGTG EMKEVIPOONKE GTNV avATTVEN TPOCHETOV UNYOVIGUMV TOV EVICYLOOV TEPULTEPD TNV EUTELPIN
ToL TaVIdoL, T0c0 Yo Tovg NPCs, 660 kot yuo tov moaiktn. Ot véeg Asttovpyieg UmAOVTICOV TI GTPATNYIKN
d1idpaon Kol TNV TOIKIAOHOPQio. TOv gameplay, TPOCEEPOVING GTOV TOUKTN UEYOAVTEPO EAEYYO, PECMOUO Kol
euPabuvon ot por| Tov TaLVIdIoV.

Kvpror Mnyaviopoi:

o Stealth System: YlomomOnke éva duvapkd cvotnua stealth, 6to onoio o maiktng pumwopel vo amopevyel TNV
aviyvevorn omd Tovg £xBpovg aflomoidviag otoryeio Tov mEPPAALovTog, Ommg OBduvovg. EmimAéov,
npootébnke 101k stealth enibeom, mov emitpénel otov maiktn va e€ovdetepivel axapilaia Evav NPC, epdcov
ovTOg Oev €xel avtiineBel v mapovcio TOv, TOPEYOVTAG LU0 GTPATNYIKY EVOALOKTIKY oTnv omevbeiog
GUYKPOLOT).

o Quick Time Events (QTEs): Evoopatondnke éva cvomua Quick Time Events, to omoio gvepyomoigitan o€
kpioweg otrypég 6mov ot NPCs mpayuatorolovy cvykekpiuéveg entbéoeic. O maiktg KoAgitor vo Tothoel
OULYKEKPIUEVO, KOLUTIA HECH GE TEPLOPICUEVO YPOVIKO OACTNUN, TPOKEWWEVOL VO OTOPUYEL 1 Vo
e€ovodetepmoel TV ameln. To GOGTHUA OVTO EVIGYLEL TN OPAUATIKOTNTA Kol TNV GAANAETIOpOOT KOTA TN
OLIPKELD PAYNG, OTOLTAOVTOG ALEST] ATOKPIOT| KOl GUYKEVIPMOOT).

o opuminpouctia Zvotiuote Ortikookxovotixhs AAAnieriopoong: Hapddinia pe T pnyavikéc gameplay,
avamTOYONKOV Kol OTTIKOOKOVGTIKA EPE TTOV EVIGYVLOLV TOV PECAICUO KOl T CUVOICOMUOTIKY EUTAOKT).
Ewdwd mymrikd unvouate kot S1dhoyot evepyomolodvial Suvapkd avdioya pe ™ cvumepipopd tov NPC i
TOV TaiKTN, ONMOG o€ TEPITTOOELS avalntmong exfpod 1 Eapvikng eniBeonc. Ot Mot avtoi onpuovpynonKay
Kot mopopeTponomnkav uécm tov mhateopucdv Eleven Labs kot PlayHT, e€acoaiilovtag vymin motdtnto
(POVNG KOl TPOGAPHOYT GTIG OVAYKES TOL £PYOV.

o Jvotua Amootolwv (Quest System): AvomtOyxOnke éva Poaowd Quest System mov mapéyel oTOV TOAKTN
OTOCTOAEG KOl OTOYOVG OYETILOMEVOLE HE TIC TTpoavapepBeices unyavikég, ONUIOVPYOVTOC KiviiTpo Yo
e€epevvnon Kot Tp60do, OALG Kot EVIGYDOVTAG T cuVoyn UeTald aerynong Kot gameplay.

e Scanner Mechanic: Tlpootéfnke emiong por Hovadikn tKovOTTO Y10 TOV TOIKTH, UEG® TNG XPNONS EVOS
avtikelpevoy Scanner. To avtikeipevo avtd etvorl Tavtote S1ECIIO Kot EMTPEMEL GTOV TAUKTH VO EVTOTICEL
Tpocwpva T 0éom kol v katevbvvon tov kovivev NPCs, mapéyoviog TokTikd TAEOVEKTNUO GTNV
TPOCEYYIOT TOV.

Ot mapomave unyovicpuoil cuvéBalav KaboploTikd 6TV EVIGYLON TNG TOKIAOUOPPING TOV ETIAOYMY TOL TOIKTN Kol
o1 Pertioon TG CLVOAKNG EUTELPIOC, EMTPEMOVTAG OLPOPETIKA GTIA TALYVIOOV, OO TANPY GUYKPOLGT HEXPL
OGTPOTNYIKN TPOGEyYion Kot stealth.

3.7.  Anuovpyio meppdirovtog
Endpevo ot1dd10 avdmtuéng amotéhese 1 OnNUovpyio Tov €VOEIKTIKOD TEPIPAALOVTOC TOV Toy VoD, TO Omoio
Aertovpyel 1660 G Aeltovpylkd TAOICIO SOKIU®V, 00O KOl OC TOPOLGINCT TV SLVATOTHT®V Tov €pyov. To
TEPIPAALOV oyxeddoTNKE HE GTOYO Vo avadeyBovv ot coumepipopéc twv NPC pécm tov Behavior Trees, ot
unyovikég gameplay, aAAG Kot T0 KOAATEYVIKO DOOC TOV TITAOL.
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Mo v avantoén tov mepiPdilovtog ypnoporombnkayv epyaieio tng unyavig Unreal Engine kot o cuykekpiuéva
10 epyaieio Landscape Editor. Méow avtob, TpaypatonomOnke:

o Mwouoppwon Edapovs: Xpnowonomdnke peaiiotikd heightmap mov onpovpyndnke pe to Houdini Engine,
TPOKEWEVOD VO, EVEOUATOO0OV PUGIKE YapaKTNPIoTIKA OTT¢ Pouvd, mediddeg kot motdua. To amotélecua
Arav €va, avayAueo €3G(povg TOL AVTOVUKAG QLGIKA ToTio LE PAoT TOPAUETPOVS OTTMC KAIOT|, VWOLETPO KO
yYewypapikn o).

o FEgpopuoyn Landscape Auto Material: Tw. TV peaMOTIK amOd00N TNG PULGIOA0YiNG TOv TEPPAAAOVTOG
(6mw¢ ypaoidl, Ppaymoelg eTQAVELES, Y10V, YKPEUOL K.4.), epapuootnke 1o MW Landscape Auto Material,
éva, asset 10 omoio Mrav S100écio dwpedy TV mEPido avanTvENG Tov A vidD. To VAIKS avtd emtpénet
SUVOIKY oAAOY] TOV LE®OV TOL €0GQOVG PACEL VLWOUETPOVL KOL YEOUETPIKAOV YOPAKTNPIOTIKAOYV,
TPOGOHIOOVTOG PEUAIGHO KOl GUVOYT OTO OTTIKO OITOTEAEGLOL.

e Foliage Instancing: To tv tomoBétnon peydiov apifpov 3D aviikelpévav, 6mwmg TETpes, SEVIpa Kot Toiyot,
ypnowomomnke 1 pébodog Foliage Instancing, eacpaiiloviag tnv amodoTiKy) dloyeipion mOp®V Kol TNV
VynAn omddoorn oto rendering. Me avtiv ™ péBodo, emavorapPavoueva avtikeipeva amodidovtal mo
OTOTEAECLLOTIKA OO TN UNYAVT], XOPIG Vo ETPAPUVOLY GTUAVTIKA TNV ATOS00M.

o Evowudtwon Assets: Ta, assets Tov mepPaiiovtog amokTOnKay Kupimg amd dwpedv dabéciua projects oto
Unreal Engine Marketplace, e£acpaiilovtag mapdiinio vynin modtnta kot Aettovpykdtnra. Kdabe asset
emAéyOnke xor tomobemOnke pe yvopovo v efuanpémon TV gameplay UnNyoviGU®V oL Egiyov
vAomondet, evioyvovtag TOGO TNV AeONTIKY, 0G0 Kol TN AEITOLPYIKT TAONYNGT GTOV YMDPO.

H oyedioom tov emmédov £yve e TETOW0 TPOTO MOTE VO TOPOVGIALOVTOL SLOPOPETIKA GEVAPLY. TPOCEYYIONG OO TOV
naiktn, avéioya pe Tig emA0YEG Kot TO GTUA oy vidtov Tov. H tomobétnon tov avtikelnévoy Kot 1 Hopeoroyia Tov
nepPaAlovTog dMNUIOVPYODV TOIKIAEG OTPUTNYIKEC EVOAAOKTIKEG, Omw¢ stealth dSwwdpouéc, onueio evédpag M
anevBelag ovykpovon, vrootnpilovtag Kol eVioyVovVTaS OAES TIG unyovikés gameplay mov eiyav avamtuyfel ota
TPOTYOVLEVD, GTADLL.

3.8.  Kuwnuoatoypaeucéc oxnvég kot Edwa epé
210 TEAELTAIO OTAOIO TNC VAOTOINOTMG TOL LAIKOV TOL project, avamthydnkoayv 000 EVOSIKTIKG KIVIUOTOYPOOIKA
cutscenes T0 O7Ooi0l EVIGYVOLY TNV OQNYNUOTIKY O Kol TN oknvobeTikn cuvoyn Tov moryvidton. Ot 6KNVES oVTEG
TOmo0ETOVVTOL GTNV EIGAYOYN KOl GTNV KOTOANKTIKY GACT] TOL TOLVIO00, TPOCPGEPOVTING OTOV TOIKTY £VO. O
eUPLOGTIKS Kol KOAMTEYVIKE OMOKANPOUEVO TAOIGLO EUTELPTOG.

Teyvikn YAomoinon:

o Cinematic Sequencer: Ot oknvég onpovpyndnikay pécw tov epyoreiov Sequencer tng Unreal Engine 5, 1o
0TO010 EMETPEYE TOV GUVTOVIGUO KAUEPAG, animations, NYNTIKOV EPE Kal SIOAGY®V, TOPEYOVTUG TANPT EAEYYO
oTN oKkNvoOeTIKN amdd0aT.

o FEioikd Epé (VFX): T tnv evioyvon tng onTikng eumelpiog, yproytonomdnie to Niagara System, Hécw tov
01010V VAOTOMONKAV E0IKE EPE OTMG KATVOL KOl GMUATION, TO OTOle EVIGYLoAV TN SPUUATIKOTNTO KOl T1)
SUVOLIKT TOV CKNVAOV.

o Miadoyor: Ot pwvnrikoi didhoyor dnpovpyndnkov péow twv mhateoppmv Eleven Labs kot PlayHT,
EMTPEMOVTOS TNV TOPAYMOYN PECAIGTIKNG POVNTIKNG QPN YNOTG, COUPOVO LE TIG OMALTIOELS TOV GEVOPIOL Kot
TOV VPOVE TOV EPYOV.

o Hynuxny Emelepyocia: To ™) HOVGCIKY €MEVOLON, TOV GLYXPOVIGUO M@V Kot TN WEN tov Soddynv,
xpnoonodnke to Aoywopikd Ableton Live, eved m telkr| eneepyacio kot evomoinom Twv OKNvoV
npaypororomOnke pécw tov Davinci Resolve, eEacpalilovtag vynAr Totdtna fyov Kot EKOVIC.
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[ep1arrovta Cinematics:

e To mpmhto cinematic mpaypatonombnke oto Poactkd Level mov KaTAGKELAGTNKE EOIKAE Yo TO TTOLYVIOL,
EVIAGGOVTOG PUOLKA TNV ap1 YN o1 LESO GTOV 1010 TOV KOGLO TOV project.

e To devtepo cinematic avantoyOnke o€ éva £toyo Level mov amoktnbnke and to Fab Marketplace, to onoio
anewkoviler mepiPdAdov oyetikd pe v e&EMEN TG TAOKNG Kol TPOGEEPEL U0, OKNVIKY TOIKIAa,
EMEKTEIVOVTOG TOV OPNYNHOATIKO KOGLO TOV TOLYVIO0V.

Ol KIVIUOTOYPOAPIKES QVTEC OKNVEC OTOTELODV £vol KPIGLUO GTOLYEI0 TOPOVGINGNC TOV £PYOV, AVOSEIKVOOVTIS TOGO
TO TEYVIKO VITOPaOpo TG avaTTLENG OGO KoL TNV APNYNUOTIKY TOV SLUVOULKY.

3.9.  Aoxyn ko Behtiotomoinon
To tehevtaio 6tdd0 ™G avanTLENG TEPAAUPave EmOVOANTTIKEG O1001KAGTIEC SOKIUMV Kal BEATIOTOTOINONG Y10l TN
SloeAAIoN TG TTOLOTNTOG TOL gameplay Kot TG otabepr|g amdd06NG TOL GLUOTHUOTOC. XTOYOG TV OUdIKACIOV
ovToOV NTav 1 enitevén enapkovg amdkpiong, otabepdv frame rates kol 1 OLOOOTIKY YPTON TV VTOAOYIGTIKOV
TOPWV KATA TNV EKTEAEGT TOL TTOLYVISLOD.

Epyaieia kor Aladikacieg:

o  Xpnowonmombnke 1o epyaieio Unreal Insights ywo v mapakorodbnon g amddoong Tov project,
EMTPEMOVTIOS TNV AVAYVAOPION ONUEI®Y cuppopnone, kabvotepricemv Kot mepoydv mov ypniovv
BeAticTomoinomng.

o [IpaypatomomOniay dokipéc evtog tov mepifdiiovtog tov Level, a&loloymvtag v cvumeplpopd Tmv
Actors, tov NPCs, kabmhg kot tov unyavicpmy gameplay vnd cuvOnikeg mpayotiknig xpnongs.

Teyvucég Beltiotonoinong:

e [ m Bektictomoinon g anddoong Tov Level kot tov empépovg assets, papUOSTNKOY POCIKES TEYVIKES
nov oyetilovtan pe TN Slayelpion TG TOAVTAOKOTITAG KO TG VIOAOYIGTIKNG EMPAPLVONG:

o Anuovpyio kor mapapetporoinon LODs (Levels of Detail) yia tovg okeletodg tmv Actors aAld kot yio
OTOTIKG OVTIKEIUEVA, LELDVOVTAG TNV DITOAOYIGTIKN Otaitnon yio. LovtéAda ov Ppickovtal 6€ amdoToon Ao
TNV KOUEPQ TOV TOLKT.

e Meimon tov texture sizes oe mepmtdoelg assets mov Owbetav 4K resolution, mpooapudlovidg Ta o€
WIKPOTEPT] OVAAVGT GOUPMOVO, LE TN XPNOT TOVG 0T0 ekdotote gameplay cevaplo, dlaTNP®OVTAG TNV OTTIKN
oo TN TO YWPIC TEPITTO KOOTOC,

o Avdamtuén script mov dtaypdeel dSuvapkd Tovg Actors 6 TEPLOYEG TOV O TTAUKTING OEV €XEL TAEOV TTPOGPaoT),
amelevfepdVOVTAG VTN KO TOPOLS TOV GUCTHUATOG.

e Tlapaywyn mipmaps yio To textures, Slac@oAilovtag ™V opoAn andd0on TOVG G€ SLUPOPETIKEG ATOGTAGELS
Kot ovilvoT Tpofoing, Hetmvovtog TV Katavdiwnon VRAM.

Ot dwdikocieg avtéc, oe cuvovOoUd UE cuveXelc doKUEG matyvidloD, cuvéfaiav otn cvvolky Peltimorn g
gumepiog tov maikt, eEacpourilovtag peaAiiond, otafepOTnTo KOl AT0d0TIKOTITO GTO TEAIKO OTOTEAEGLA.
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4. Game Design Document (G.D.D.)

H oyediaon tov Game Design Document (G.D.D.) amotéhece 1o Ogpéio tng onmpiovpyiag Tov matyvidlov,
kaBopifovtoc Tic Pfoacikéc mTapapéTpoug Kot dopég mov Ba odnyodoav oty 0AOKANPOUEVT VAOTOINGT TOV, €0V TO
oy vidl avantuesotay otnv AP oL popen. To G.D.D. mepthapfdvel Tov mpocdlopicd TV YOPAKTNPICTIKMY
TOV TTOYVIOL0V, TNG TAOKNG, TV CNUAVIIKOV YUPOKTHP®V KOl TOV Y¥APTY], EVO TEPTYPAPEL KO TIG PACIKEG HINYOVIKEG
Aertovpyieg, Tov EOMAIGHO TOV TTOAKTY), TIC KaTnyopies Twv ex0pdv, Tnv axoilovdia Tov mwatyvidol Kol T dtoyeipion
™G owovouiag. Xkomdg ToL €YypaeoL givar va mapéyel Evay mANPT 0dNyd Y. TN GUVOMKN KOTOGKELYT TOV
oL VIOV, eEac@UAIlovTac 0TI KAOE GTOLYEI0 EVOOUOTMOVETOL OPUOVIKG LLE TO VTOAOUTAL.

210 mapov KePAiolo avorvovtol ot facikég katnyopieg tov G.D.D., 6nmg 1 Kotnyoplomoinon Tov mayvidov, 1
TAOKN TNG 10Topiag, ot Pacucol YopaKTAPEG, 1N dOUN TOV YOPTN KOl Ol UNYOVIKEG TOL TALYVIOon, KoBmG Kot M
axolovbio Tov gameplay kot 1 dwoyeipion TV exOpdv.

4.1. Tithog

‘Ovopa: No Man’s Land

®paon "covOnpa': Rebellion

"Exodoon: 1"

Ewoéva 1. EEo@uiio maryviotov
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42. Ewayoym

To No Man’s Land givai cuvopractikd moryvidl dpdong kot e&gpgovnong mov Oa cog petapépel o€ éva post-
apocalyptic pélhov, O6mov mn GCVYKPOLON TNG TEYVNTNAG VONUOGOVIG HE TNV avBpdmiv @Oon 00NyNnoe oe
KkataoTpoPkég drapdyes. H dnuovpyia TN e&avépioe Tig vmooy£oelg vOG OVTOTIKOD KOGHOV KATA TNV amdQaon
va evovtimbel e 6A0VG avTovg oL Og Ponbovcav pe evepyd Tpdmo TN cvveyn eEEMEN TG O diyaopog Kot ta
aféuta péoa ovtng ™G EMPOANC TPOKAAEGOV TOALET MOAEHO HETAED TOV TUEANDV VLTOGTIPIKTOV KOl
onuovpynudtev tg TN kot tov Marauders, e€eyepTik@v dvvape®V TV 0vOPOT®VY 01 0Ttoiol avainTovy TPOTOLG
Vo, OVOKTHGOUY TNV AeLBepia. TOLG KOl VO, TNV KATACTPEYOLV.

Ytov poro tng Nora, AaPete pépog ot piyn G evepyd UEAOG TNg €&€yepong Kol OVIIHETMMIOTE EMKIVOLVEG
SVVAELS Yoo TNV ovotponm TG dvotomiag. EEepevvnote éva avolktd KOGHO LE PEOAMOTIKE YPOUQEIKO TTOv EXEL
TANYEL Al TIC APVNTIKEG CUVETEIEG TG TEYVOAOYIOG, OVOKOADTITOVTAG HUGTIKA YOUEVOV TPOGOTMY TOL UTOPOVY
VO OVOTPEYOLV TNV 1G0PPOTIC, TV SUVAUEDY TOV TOAELOV.

To No Man’s Land mpoc@pépel otovg maikteg pio epmeipion yepdtn e&epedvnor, OAANAETIOPAON LE YOPOUKTIPEG
SPOPETIKOV PLOUATOV Kot OPACT] TOV OTOITEL OVTOVAKANGTIKG Kot cuvepyacio cuvovdlovtag to aicOnua g
emPioong, pe v aicOnomn tov pootpiov 6 Evay KOGUO OOV 1 TEYVOAOYIO KOl 1| GVOT) GLYKPOVOVTUL GUVEXXC.

43.  Avdivon Ioyvidov

IIeprypoaon moryvidton

Eidog Apbaong/Porov

Yroyyeto [Taryvidron
o  Mdyn pe 6mAa KOVIIVIG/LOKPIVIG

euPérelag
Kpvon dpdon-embéoeig (Stealth)
I1p60d0g YopaKTIPOV UE EIOIKEC KIVIOELS
enifeong

®  YVAAOYY OVTIKEWEV®V

[Tepiexdpevo moayvidoron
Apbiong

Emompovikng pavtaciog
Apbipa

Ofua- oA
AvoTtomiko

Cyberpunk
Post-apocalyptic

Poy| o100 Ipoppkn agnynon wotopiog pe KOpLes,
OEVTEPEVOVGEG AMOGTOAEG KO TPOKATGELG

Taikme "Evag maiktng
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Avaopéc Toryvidron

Ta&ovopia maryvidton

Apaon/Emetuovikny @avracio/ Poiov

Eppabovvon tov yprot

Taktikn
ITpoodevtucég duvapeg/skills

Agnynon

[nyég

Wasteland

Fallout

The Last Of Us
Horizon Zero Dawn
Cyberpunk 2077
Dying Light
Shadow of Mordor

Teyvikd uépoc moyvioron

Texvuchi popeny

3D

OntiKn Yovio KAUepos

Tpitov [Ipocanov

A oTpOppE AVATTUENC e Unreal Eng%ne 54
e Unreal Engine 4.7
e Houdini Engine
e ZBrush
e Maya
e Marvelous Designer
e Substance 3D Painter
e Daz3D
® Speech-Graphics
YVOKEVEG * PC ,
e Gen 9 (PS5, XBOX Series X|S)
2TOYEVUEVO KOO ® Achieves
Explorers
Killers
PEGI-16

HAwoxn Kotdragn
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44. lotopia IToryvidovn

H 1otopia eEghicoetan o€ €va OxL Kot TOG0 paKpvo pEALOV, 6oL 1 €EEMEN NG TeXvoLoYiag 0dnynoe otnv
avamtuén texvnig vonpooovig (AGI), n omola pwopel va, Katavonoel, vo, LABeL Kot vo EpapUOGEL YVADOELG
o€ £€va, eupL PAGLO EPYACI®V G€ avOpOTIVO eMinedo, aAld Kol TEPQ AO QVTO.

To povtélo dnuovpynbnke amod v etapeio Ascedance kot eykatactddnke otn kapdid e noAng Eliezer,
OOV 01 TEPACTIEG LOVAOEG TTOL TO OTOTEAOVV TPOCSTATEVOVTAY aVGTNPA and TG MobmTég duvauelg g
etoupeiag, tovg Enforcers. Ot myetikéc Suvvdauels amopdoioov v aEloToloovV ©T0  £MAKPO  TO
mAgovekTNUaTa Kot Tig dvvatdotreg g TN, mpoypappatifovtag 10 AOYIGHKO HE OTOXO TNV €MIiTELEN
TEYVOLOYIKNG povadikotrtag (Singularity), pe povadikd 6Komd va AELITovpyel Kot vo, TPATTEL Yo TO HEYITO
KaAO TG avOpmTOTNTOC.

[Hopott n avBpordmTa erTiodnke oe mToALoOg Topeic, 1 cuveyng eEEMEN TOV HOVTEAOL GE GLVOVAGUO LE
TNV 0CAPELN GTOVE KOAOTPOUIPETOVS GTOYOVE TOV TPOYPUUUATIGUOD KOl TNV 0I0VGI0 GUVOGONUOTIKAG
VOMHOGVVTG, 0dNYNoaV otV andpacn va evavtiobel oe OAovg ovtovg mov dg fonbovcav e evepyd Tpodmo
ot ovveyn eEEMEN Tov pe PBloteg TPakTIKES. Me TNV TVEAT EUTIGTOGVVT] TOV NYETOV GTIC EVEPYELEG TOV, O
koopog yéoe amd Pacelg tov Enforcers, evioyvuéveg niéov and otpatidwteg Al Humanoids (Sentinels)
kot Drones (Tracers), emfaiiovtag Tnv Kupropyio. TOL HOVTEAOL Kol TILOPMVTOG TOVG Un vrotaypévous. H
vIOTOYUEVT KOovmVvia, dyaouévn omd o dvotomikd kabeotdc, andvince pe v e&éyepon tov Marauders,
opadwv kowov Bopparénv avBpoOrmv, Tov evobnkav amd kdbe onueio Tov YApTn OTNV TPOoTAbEL
amelevfépwong Tov TANBVGHOY péca amd GouToTAl Kol KoTaoTpoPés Bacewy twv Enforcers. AmoxtdvTog
duvapelg, ToAD ypiRyopa otpdenkoy otic Pdoeic tov Enforcers pe teAkd 6to30 TNV OAMKN KATAGTPOPN TOV
KEVIPIKMOV EYKATOGTAGE®DY TOV HOVIEAOL 6T0 KEVTpo NG Eliezer.

O deKkoeTNg TOAELOG OOMYNOE GE OMMAELES AUOOV TANOBVOUOV, dNUOCIEG EKTEAEGELG KOl KOTAGTPOPES
vodopmv. To TeYVOAOYIKO TAEOVEKTNUO KOl 1| OTPOTIOTIKN Laepoyn ¢ Ascendance odnynoe ot
GLYKEVIPMOT] TOV QUGIKGOV TOp®V 6T0 KévTpo tng Eliezer kat tig mOAELG o€ onym, pe tovg Marauders va
yovouv duvapels TpooTafdVTOS TAEOV VO AVTLUETMTICOVV TIG KATACTPOPIKEG CUVETEIEG TOV TOAEUOL LE
Tov VoAouTo TANBuopd. O TANBVGUOC, amodeyxouevog TV emtkpdtnon g Ascendance ¢ opetdfintm
TPAYUOTIKOTNTA KOl TV OTOMOCT) TOL HOVTEAOL Va TILOPNGEL 000VG d€ GCLVEROANY GTNV avATTLEY TOV,
amédmoe 6to poviédo to dvopa Basilisk, and to meipapo oxéyne tov Roko ("Roko's Basilisk", 2022), ue
T Beopia T TAEOV ival 0LTOVOUO Kol VONLLOV VO KUPLOPYEL TNV KOWVOVId.

O maiktng poc, Nora, anotelel péhog twv Marauders kot evepydc GTPATIOTNG TOV TOAEUOL OO T VEOVIKT
™™g nhkia. Meydhmoe pe ™ untépa g, Eliza, n onoia tv donoe kotd ™ O14pKEL. TOV TOAEUOVL WE
elMdpoteg avapvinoels. H Eliza, poall pe o opdda emomnudévev, dotnpodce HUCTIKG €PYAcTHPLO. LE
OKOTO TNV KATOOKELN MG TEYVNTNG vonuoosvvng mov Ba umopovoe vo katomoieuncet tov Basilisk. H
Nora, o€ [ 0mooToln dieicdvong oe €va and ta exfpucd camps twv Enforcers, avaxoivntet £va dlaitepo
LEeVTayldv, T0 0moio emALYEL VO PopEcEl 6Tov Aapd ts. Ilpoywpdvtag oto camp, PpickeTol 6TV €6000
UI0G HUOTNPLOO0VG TOPTOG GTNV 0TTOi0 PAIVOUEVIKG dgv VINpye TpdcPacn. Otav TANGIaGE, TO HEVTUYIOV
MG OMEKTNCE U0 OmPocsdOKNTY Aduyr, olvovtdg tng 1 ovvardtnta va €16éAdel otov Ydpo,
OVOKOADTTOVTOG £VOL LVOTIKO EPYOCTNPLO, TTOL Oa TN QEPEL avTIUETORT e TO TopeBdV ¢ untépag ™. O
yopaktnpog Eekvd éva ta&idt modépov evavtia otov Basilisk kot Tovg vtdd0vA0Dg TOV, MOTE VO ATOTPEYEL
™V TPOodLyeYPAUUEVT Topeia TOV HEAAOVTOG Kot vo Hdfet Ty oAnBela Yo T HuoTNPdOn EUTAOKY TG
UNTEPOC TNG OTIG TEXVOAOYIKEG EPEVVEG.
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4.5.

4.5.1.

XopoKTNPES TarVIO00 Kol GNUAVTIKO OVTIKEIIEVQL

XopokTpeg Taryvidon

Nora (ITaixtng)
‘Ovopa: Nora

Hlwia: 27 etcdv

Koatayoyn: North-Lake Outskirts

Toveig: Elisa Newcomb

Alan Langford

“Yyoc: 171 cm

Bapog: 62 kg

Enrdayyeipa: Mnyovikog

Xopoktnprotikd: Mo poAld, yohalio patia,
£EVTOVEC YOVIEG TPOCAOTOV, TATOVAL GTO YEPL
[pocomxéTnTa: Avvopiky, ToAvUN AV, Yvopilel
TOAEMKEG TEYVEC, EEEIOIKEVUEVEC YVDGELG
KOTAGKELNC TOAEUIKOD EEOTAIGUOD, TEPITETEIDONG,
ebopévn oty adpevaiivn

Koataotaon: Evepyo pélog tov Marauders, otéleyog

emyelpnoemv katd twv Enforcers

Elisa (NPC)
‘Ovopa: Eliza Vale

Hlxia: 52 etov

Katrayoyn: North-Lake
“Yyog: 162 cm

Bapog: 50 kg

Endyyeipo: Emomuovog TN

Xapaxtnprotikd: XAouo déppoa,
mpdoiva LaTio, KOoTOVE LOAALY

Mpocomkétnra: Avvapkn,
EPYOUCLOUAVIG, EVYEVIKT], COON

Kotaotaon: Ayvooovuevn (10 étn)
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Basilisk (NPC)
Heprypaen: pdypappo AGI and v
etapio Ascendance.
Anpovpynoe Sentinels kot Tracers yio Tnv mpoctacio
TOVL Kot TV evicyvon twv Enforcers

Kivnrpa: Enékroon g kopopyiog.

E&dheym 6cwv dev cupdriovy oty eEEMEN TOVL.
Epgova v mbavotnta aviipétpov texvntgs
vonuoovvng and toug Marauders.

Tomo0Beoia: Kevipikd g etonpiog
Ascendance (Eliezer)

XapoKTNPI6TIKG:

[IpdoPaocn oe kdbe Teyvoroyikn vVITOdouUN, EAAELYN
GLUVALGONUOTIKAG VO UOGUVNG

Bewpieg ToL TANOLGHOD OTOdidoVY TNV ATOKAIOT O
dvoettovpyia kmdka 1 o€ e&EMEN ASI.

Marauders (NPC)
Heprypaen: Etavactdrteg pe otdyo v
katacTtpoen Tov Basilisk
Méin: Amlog TANBLGUOG Ko EPTELPOL
OTPUTIDTES
Kivnrpa: Avatpont g dvotomiag,
kataotpoen Ascedance & Basilisk
Tomo0eoia: Kotagiyla o didpopa
onueia Tov xaptn
Xapaxtnprotikd: Koplog €x0poc tov
Enforcers.
XpNno1ponotovy arrohs TPOTOVS ETKOVMVING Kol

enmibeong Yo 0moEvYT EVIONIGUOD atd SVVAUELS TOV
Basilisk
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Enforcers (NPC)
Heprypae): MicBwtol oTpatidTeg Kot
avBpmmot mov evtdyOniay oTIC SUVAUELS
tov Basilisk Aoym apoifav, pofov kot
eoroyioc. AToteAohv TV TAEOV LOVOOIKN
dovaun e€ovaiag.

Kivntpa: IIpoctacio tov Basilisk
Aopaviopoc twv Marauders

EmBoAn g kupropyioc tov Basilisk
Tomo0eoia: Eliezer/Camps/Free Roaming

XopokTnproTikd: Moyntikéc ikavoTnTeG,
OTAIKOG EEOTAIGIOC, KIVOUVTOL GE OUAOES

Sentinels (NPCs)
Heprypa@r): Humanoids pe teyvnt
vonuoovvn AGI
Kivntpa: Ipoctacio tov Basilisk
Apaviopog twv Marauders
EmBoAn g xupropyioc tov Basilisk

Tomo0eoia: Eliezer/Camps/Free Roaming

XapaxtnproTikd: Aviyvevon Kivnong-tposmmov,
TPOCOETIKA PEAT TEXVOLOYIOG, GCUGTAUATA OTAMYV,
KIVOOVTOL GE OLOOES, OIKTVMUEVOS GUVTOVIGUOC KoL
emkowvovia pe Tracers, KaTaoTAGES GLVAYEPLOD Kol
TPOTOKOAAN EUTAOKNC, avOekTIKOl GE VYNAEG
Oepuokpaciec, aoTdOED GTNV EKTELEGT] EVIOADV
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Tracers (NPCs)
Meprypagn: Drones youniov emimédov TN

Kivnrpa: llpoctacia tov Basilisk
Dpovpoi TV exBpikmy camps
SVAA0YN TANPOPOPLOV Yo TOVG Marauders

TomoOeoia: Eliezer, camps, free roaming

Xaopoxtnprotikd: [kavotnteg aumpnong, Evaépia
aviyvevon kiviong-TpooOTOL, KOTUCTAGELS
GUVOYEPHOD KOl TPOTOKOAAN EUTAOKNG, oONTNPES
EKPNKTIKOV Kot GAAOV ETIKIVOULVOV DMKDV,
SIKTVOUEVOC GUVTOVIGHOG KOl ETIKOVAOVIO [LE
Enforcers, yeipokivntn mapdkopym, ovOeKTIKG o€ TOAD
younAég Bepuoxpaciec.

Onmlopog, Stealth Blend (og mponypéva povtéia)

Lali (NPC)
‘Ovopa: Lali
Hlxia: 36 etdv
Kotayoyq: Ayvoot

Toveig: Ayvowoto
“Yyog: 186 cm

Bapog: 68 kg
Endyyehpa: Mechanic/Merchand

Xapaxtnprotikd: ‘Epmopog e£omMopon
Kot ovTikepévov Evavtl Shards. Mropel va
Bpebel oty mdAn North-Lake (apyikd) kot
o¢ Tuyaia onpeio Tov xapTn (emodueVa
EMmed).

Y7revBuvoc teyvoroyikoy eE0TAMGOD T®V
Marauders.

[pocomkéTnTa: AVTIKOWV®VIKOC,
LLGTNPLOONG
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4.5.2. ZNUOVTIKGQ OVTIKEILEVOL

Ieprypapn: Mevtoylov mov £xel 6To
Kévtpo tov pio pol métpa, TEPLEYEL LEPOG
Tov k®dwa, tng TN, Tov dnuovpynce n
Eliza Newcomb

Mpoéievon: Bpébnke and ™ Nora g éva
HLGTIKO EPYOCTNPLO

Iowotntes: To pevrayidv ekméumet pio
Adpyn otav n Nora Bpioketot otnv
€10000 €VOG EPEVVITIKOV KEVTPOU,
dtvovtdac g T dvvatotnTo va slcEADEL
GTOV YMOPO.
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4.6. Xaptng

O KOGHOC eKTEIVETOL AVAUESO GE ATUVES, TEOLADEG, EPNUOVS KOt OGOT KOl KUTOUKEITOL OO EMUVACTATEG,
POUTOT Kot 0vOPOTOVG TTOL PLdVOVVY TIC BETIKEG KA TIG OPVNTIKEG GUVETEIEG TNG TEXVOLOYIOG. ATO UK
Tomi, EPNUMUEVEG TOAEIG KOl EYKATOAEAEUUEV Y®PLO oe €xOpucég PACEIC, LLOTIKA €PYOCTIPLO Kot
eEelMypéveg moAels, 6mov 1o otiypa tov Basilisk sivon eppavéc.

Ewoéva 2. Xaptng mayyvioron

A: North Lake

B: Eliezer

B1: Urban Slams

B2: Ascedance

C: Enforcers Camps
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North Lake: H néAn kataywync g Nora. Ot kdtowol g givor évog amhdg TANBuouog mov dev Taipvel
UéPog oTov mOAENO Kot glvar @ulikoi pe tovg Marauders, ot omoiot {ovv avdpuesd tovg kol orsBdvovrol
ac@aiela o€ avth. Exel kotépuye apketdc mAnOLGHOG e oKoTd Vo omootaciomonfel amd v Eviaon Tov

moAépov. Ta onpadio Tov Ypoviov TOAELOL Eivol ELLQOVT.

Ewova 3. North Lake
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Eliezer: H Boacwn) woAN tov xaptn omv omoia 1 texvoroyio sivar mAnpwg e&elypévn. Eivar n méAn mov
avantoyOnke o Basilisk. Kotowkeiton amd emotnuoves, KOAMTEYVEG K.0L KOl YEVIKOTEPO OO TO, OVADTEPO
KOW®MVIKO, GTPOUATO, TTOV OTOAOUBAVOLV TIG OVEGEIC TNG TEVOAOYiog Vo 1o Kabeotmg tov Basilisk.
dpovpeitar évrova and kdbe eidog Enforcer, pe omolovonmote vo vTovopedEL 1] Vo, OVTITAGGETAL EVAVTIO OTO
Basilisk, vo déxeton T1g GuvERELEC.

Ascedance: Ta kevipikd krtipio oto omoia oteydleton o Basilisk, mpootatevpévog amd eEelypévong
Sentinels ko Tracers. H mapovoia avOpamivng {ong eivar EAdyiotn amd v apyn ToL TOAEUOL.
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Urban Slams: Ou yeurtoviég mov Ppiokovior ota mpodoti g mwOANG Eliezer. Ilepiéyovv «riplo mov
eEummpetovv Tig Kabnuepvég avaykeg tov aviporwv. H ppodpnon amd tovg Enforcers givar évtovn. Ot
Kkérotkotr exkel Lovv vIOTAYUEVOL Kot €XOVV OEXTEL TO OMOTEAEGLOTO TOV TOAEUOV, OGTOGO £YOVV UEIKTEG
OmOYEL; OYETIKA HE TN Oloiknom tov Basilisk. Av kou PBpiockovior moAd kovtd otnv wo TeEXVOLOYIKA
eEeltypévn oA, oty mpaypatikétnTo 1 (N TOVg givan SUOKOAN. Agv amolappdvouy Tig 101eg avEGELS Kat
dev &yovv amopponoel Tig TexvoroYIkEG eEeAitets. TloAdol amd avtovg ovelpedovtal va {oovv oty Eliezer
Kot K@motol va EEpuyouv.

Ewoéva 5. Urban Slams
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Enforcers Camps: Eykatoctdosig tov otpatiotikdv dvvapemv Enforces, mov £yet diackopmicel o Basilisk.
Xpnoiponotovvior ®g Bdon, katd Tig eE0pUNCELS TOVG, He oKOTo TNV EMPOAN Tov kabectwtoc. H mpdcsfaon
emTpénmeTOl aotnpd Kot pévo otovg Enforcers ko mepurorlovvror and Tracers. Xe kdOe camp Ppioketar Eva
EPELVNTIKO EPYOCTNPLO, TO OTOI0 TEPIEXEL OVTIKEIPEVE eEOTMGOD Kot avTikeipeve Tov oyetilovion pe tnv
eEEMEN ¢ oTopiog.

Ewova 7. Enforcers Camp

Ewkova 6. EpgovnTiké gpyactiipro
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4.7.  Mnyoavices-Kavoveg Mdyng

4.7.1. Taikng
O yopaxmpog Eexvd 1o moyvidt pe 100 mwoévrovg (HP) (ong (Vitality), oAdd xor avroyng (Stamina) ot omoiot
KOTOVOADVOVTOL KOTE TNV EKTELEOT EMBETIKMOV Kol OPLVTIKOV Kivijoewv. O maiktng £xel T SLVATOTITO VO VOKTIOEL
Vitality | Stamina ypnoiponoidvrag KatdAAnia aviikeipteva.
To cvomuoe pdyng teprrapupdvel kovrivég embéoelg ue Melee 0mha, o1 omoiec pmopel va givat ypriyopeg N apyég, oL apyég
npocpépovy 10% emmAiéov damage. EmumAéov, o maiktng pmopel va ypnoilonotoel oTAIcUd Yoo TV £E0VOETEPMON
Enforcers, aAld 6yt Androids.
Mia akéun dvvatdtnta eival to Takedown, o €181kn evépyetla axopiloiog E0VOETEPOONC TOL UTOPEL VO EKTEAECTEL LOVO
av o gxBpog dev €xel avTineHel TV Tapovcic TOv TAKTN.
Opiopéveg exfpikég embéoelc umopobv va amoKkpovoTodV pécw amouyng (dodge), dote o maikng vo, un dgytei damage
Katd TIg omoieg spaviletal Eva Kovuni amoevyng oty 006vn, to onoio npémel va motnOei evidg ypovikod opiov. Av to
Stamina pundeviotel, o moiktng dev pmopet va apovoet.
Me 6 cuveydueveg emtuyiec o emBéoeig 1 amoeLYEC (combo), yepiletl pio KAyovdlo EVEPYELOC TOV EXITPETEL TV EKTEAECN
Takedown o€ omolovonmote gxfpo, ave&aptitog av &xel avtiAnebei tov maiktn 1 0yl O maikng umopei va amobnkedoet
UéEYpL 000 TETOLEG KOWOVAES, HE TN dvvatdmTe UOVIUNG ovénong ¢ YopNnTIKOTNTOC KoTd pio, HETd amd kaOe
0AOKANPOUEVO ETITEDO.
O efomMopodg Tov maikTn opyavavetal o€ Tpelg aueceg 0éoelg (slots): Weapon, Equipment kou Healing. Xe kd0¢g slot
umopel va avatedel Eva avTIKEipEVO Yo xpioT YopPIc dvotyua Tov menu.
Téhog, T OmAa mov amoattovv TVpouaykd dbétovv yepuotmpeg pe kabopiopévn yopnrikotnta. Otav adeidoouy,
OTTOLTEITOL ETAVAYEUIOT] Y10 VO GUVEXLOTEL 1) YPTOT) TOVG.

4.7.2. Eybpoli
e kdBe emimedo, o1 SOLVATOTNTEC, 1 SVVAUT], OAAG KOL Ol TPOTOL OVTIUETOMIONG TOV €XOpOV doPEPOVY. ZTASIOKA, Ol
exOpol amoxtovV pEYaADTEPT SVVOUN, OTOLTOVV TEPICCOTEPO, XTLTNUATA Kol €0WEG Kivioels. Tavtoypova o moikTng
EexAeldmVeL EMTALOV €OIKA AVTIKEILEVA, KIVAGELS KOl SUVALELS Y10 TNV OVTIUETONION TV £X0pOV OTMC TEPIGGOTEPO
damage, axwntonoinon nepiocdtepv exfpdv, amokdioyn Tov adpoatmv Tracers.

O1 Tracers 610 TPMOTO €MiMEdO KAVOLV TEPIMOAIEG GTOL camps, £YOVTOC Tr OLVOTOHTNTO VO €L00TOGOVY KOVIIVOVG
Enforcers kot Sentinels yio tnv moapovcio exfpadv, aAld Oyt va emtefovv oTovV TOIKTH. £TO EMOUEVO EMMEDO OTOKTOVV
OTAGUO KOl 6TO TeEAEVTAIO Elvar adpatol. Mmopohv va, fpedovv amoKAEIGTIKA 08 KATAGTAGELS TEPUTOALN EVTOC TV camps.

O1 Sentinels givol TolepioTéG KOVTIVIIG KOt Yp1iyopn G To0TNTOG. Mio 0o TIC HOVASIKEG KIVIGELG TOVG Eivan 1) EKTIVOEN, UE
G0, TPOG TO HEPOC TOV TOKTN KO 1) Xp1ion oradiod Yo Tov Tpavpatiopd tov. Ot emBEGEIS TOVG ATOITOVY OTOPLYT KOl
dgv Umopovv va, umAokaptotobv. H avtipetdnion toug amattel kuping e01KEG KIVAGELS amd TOV ToUKT Kot XproT €101Ko0
eEomlopov adpavoroinone. Emmhiéov, ta 6OmAa e opaipeg dev Pmopolhv vo ¥pnoiomonfovy evavtiov TouG. LT EMITESO
1 n mapovoio Tovg otor camps givol HKpY, eV ota ETOUEVa eninedo avEAVETaL oTASIOKG. XTO TEAEVTOIO €minedo dgv
umopovv va e£orobpevbodv e embécelg stealth. Mmopobv va Ppebobv amokAEIGTIKA GE KATAGTAGELS TEPUTOAING EVTOG
TOV camps.

O Enforcers cto eninedo 1 dnbétovv eldyioto omioud, givar Alyor oe mAn0oc kol mpokaiodyv uikpd aplfud damage.
Mmnopovv vo Ppebovv o€ kataotdoelg mepumoiiag 1 adpovelg evidg TV camps. XTo EXOUEVO EMIMESN UTOPOLV Vo
TPOKOAEGOVV pEYaADTEPO damage ©TOVG TOIKTEG Kol 1 avTiAnyn Tov Y®Opov Kot 1 avtoyn oTlg embéoelg stealth
av&avovtal. Xto tedevtaio eninedo, opiopévol dtabétovy trowables, 6mwg grenades KTA.
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4.8. ’'Hrtta

>10 No Man’s Land, n ftta tov maiktn enépyeton 6tav ot woévrol (mng (HP) tov yapoaktpa peiwbodv oto undév. Xy
mepintoon mov o maiktng Owbéter kdmolo avtikeipevo avtouatng avafioong (my. Adrenaline Injector), oawto
EVEPYOTOLEITOL OVTOUATO KOL O YOPAKTNPOG emavépyetatl ot Con pe 35% HP kot 6to 50% g avroyrg tov. e avtifet
mepintmon, gvepyomoteitan To Vot enavekkiviong and to tekevtaio Checkpoint kot To moayvidt cvveyiletal and v
o TPOGEATH omobnKeLIEVN KaTAGTACT). O UNYAVICHOS GVVOSEVETOL OO OTTIKA KOl NYNTIKA £QE, ONmG epuBpd POTICUO
006vnc, emPpaduvon e KAUEPUS Kot Y0 KAPIIOKOD TOALOV Y10, TV EVIGYLON TNG £VTOOTG.

[N toug maikteg mov avalntovv pia GKANPOTEPT TPOKANOT, TO TOLYVIdL TPOSPEPEL TN SLVATOTNTO ETIAOYNG TOV Survivor
Mode (Permadeath). e owtd t0 mode:

e Agvumapyovv checkpoints ovte avtikeipeva avopinong

e Av o yapoaktpag teddvet,  TPOOSOC YAVETOL OPIGTIKE Kol TO oty viol Eekivd amd TV apyn

e To Survivor Mode gmAéyetor kotd v €vapén Tov moryvidlov arnd To Settings Menu kot dev pmopet va, oAAGEEL
OTY GLVEYELN

e H emioyn avt cvvodevetar omd tpomomooslg oto Ul (okotevn awsbntiky, mepropiopévol mopot, arovsic HUD
Bonbnuatwv)

H oloxAnpwon tov moryvidiod oe Permadeath mode ovtopeifer tov moiktn pe omOKAEIOTIKO TEPLEYOUEVO, OTWMC
EVOAMOKTIKO TEAOC, LUOTIKG cinematic cutscenes Kot €101kd game lore ovTikeipeva.

AvT06 T0 OUTAO GVGTNO TTOC ENMLTPETEL GTOV TOIKTY VoL EMAEEEL ovapesa o€ To QlAkég 1 hardcore epmeipieg, avaloya pe
TO GTUA TTALYVISLOD KOl TO EMTEDO TPOKANONG TOV EMOVEL.

49. EfomMouog/Avtikeipeva
H Nora dwa8étet 6mha, avtikeipevo Kol KIVAGELS, TO OTTOi0 GAANAOGUUTANPOVOVTOL KOl OTOLTOVVTOL Y10 TV OAOKANP®GN
tov main quests. Kdfe €idog Enforcer St00étel dapopetikd chvoro OmMA®V, SLVAUE®Y Kol OSVVOUIOV KOl OTOLTEL
SLLPOPETIKO TPOTO AVTILETMOTIONG. O TOUKTNG LTOPEL VO TPOGAYEL OVTIKEILEVO TTOL EVIGYVLOVY TOV EEOMMGHO TOL Kol Vol
KOTOVOADGEL AVTIKEIEVH TTOV TPocHETouy TOVTOLG {MNG KOl aVTOYNC.

4.9.1. Weapons

Nora
O yapaktpag g Nora emkevipdveTol 6€ eEOTAMGUO Layng.
"Exet t dvvaun Kot n yvoor vo ypnotlonomost Papd omAcuo.

H Nora dw0étet:

FN Scar-L Description: Eva 1oyvpd ovtdpoto 6mho pe vynio puduod
mopdc. Xpnoipomoteital evavtio og Tracers ko Enforcers.
Damage: 15/bullet

Special Move: -

Rate of Fire: 645 RPM

Capacity: 24 Bullets

Location: Secret Lab

Attachments:Red dot, Extended Mag, Muzzle Brake, Silencer
Uses: 5.56 Ammo

52



Ballista

Description: 'Eva 1oyvp6 6mAo pie 6KOTELTPO TOV YPNCILOTOIEITOL Y10t
va emtebel o€ 6TOYOVS OO KPLYEG BEGELG 1| GE AMOGTAGELS TOV
vepPaivouy TIg SUVATOTNTES AVIXVEVOTG TOV GTOYOL.

Damage: 150

Rate of Fire: 51 RPM

Capacity: 5 Bullets

Special Move:-

Location: Secret Lab

Attachments: Red dot, Extended Mag, Muzzle Brake, Silencer

Uses: 7.62 mm Ammo

Harpoon

Description: Teyvoloyikd Tpomomompuévo OTAo LoKpIvig, dAAGL Kot
KovTIViG epPédetoc. Mmopel va ypnoponombei evavtia oe Enforcers
kot Sentinels.

Damage: 100 an6 stealth, 30 kovtd, 20 pokpud, 20 o Tracers.
Special Move: (Anattei 1 dtoebéoipo Combo Bar):

Auwho akaproio Kill tov 2 kovtvdtepov avtimdioy

Location: Starting weapon

Attachments: no attachments

Uses: Infinite

Jambiya

Description: ‘Eva 0010tk pecoimvikd oTIAETO Tov £XEl TpomomonOel
TEYVOAOYIKA (DOTE VO EMGTPEPEL GTO YEPL TOL OLOKTHTN TOV.

Damage: 100 an6 stealth, 30 kovtd, 20 pokpid, 20 o€ drone.

Special Move: (Anattei 1 dwnbécipo Combo Bar):

Ao akaproio Kill tov 2 kovtvdtepov avtimdioy

Location: Starting weapon

Attachments: -

Uses: infinite

DataWorm

Description: Mio GuGkeLT] TPOCOPIVIG AOPAVOTTOINGCTG TOV
mePMaUPAveL Eva ynoeaxo 10 pe popen kaptag oedopévav (data chip).
H exto&evon tov dnuovpyel éva BOL0 emidpaonc mov adpavomotel
tovug Sentinels kot Tracers Ko016TOVTOG TOVG EVAAW®TOVG GTNV £nifeon
Takedown.

Y10 eMOUEVA EMIMENN TO TTESIO EMOPACTC AIYEL NAEKTPIGUO
emnpedlovtog kot tovg Enforcers pe 10 damage avd dgvutepoiento mov
Bpickovtotl evtog Tov.

Damage: No direct damage

Special Move: Av mupodotndei kovtd oe teppoTiKd avefalet
TPOCOPIVA Evay Ppdyo GNUATOG 6TO dIKTLO TPOKAADVTOG YEUIVT
anevepyomoinon twv Tracers.

Location: Camps/Merchants

Attachments: -

Uses: Infinite
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Jammer

4

Description: HAektpoviki cuokevn Tov anevepyonolel Tovg Tracers
v 3 Aemtd Ko eppaviel 6To minimap tov moiktn tnv tonobecio Kot
™V Katevbouvon Kabe exBpov. Mmopei eniong va ypnooromndel yio to
Avorypo NAEKTPIK®V E1600®V. XT0, eTOUEVA EMimed PUTOPEL va KAVEL
gueavn ta aopata Tracers.

Damage: No direct damage.

Special Move: -

Location: Starting weapon

Attachments: -

Uses: Infinite (1 min cooldown)

Bottles

)

Description: MmovkdAio Tov Ypnoiebovy ot onpovpyio
aVTIMEPIOTOC OV, BpiokovTal d100K0pTIGHEVE GTO YAPTY KoLl KAT T
plym TOLE KATAGTPEPOVTOL, TPOKAADVTOS TOV £YOPO VO SlEPEVVICEL TO
onueio NyNTIKNS dratdpacne.

Damage: No direct damage.

Special Move: -

Location: Open World/Camps

Attachments: -

Uses: Single

Ivy bomb

8

Description: Mia Boppa dnAntnpiov n onoia Tpokaiei {nuid o 6GAoVG
péca 6to vEQOg agpiov, aBdpufa. Mmopei va ypnoionombet evavtia
o€ Enforcers.

Damage: 10 damage/sec evtog eppéretoc.

Special Move: -

Location: Open World/Camps/Merchants

Attachments:-

Uses: Single

Boombox

Description: ‘Eva boombox e tponomomuéva nysio. Otav
evepyonomOei, apyilel vo Topdyel SuVATO TOPOLOPPOUEVO CTLLOTOL,
TPOGEAKDOVTAG TOVG £XOp0DS Vo epevvicovY. XT0, ETOUEVA EMiMEQ
expryvuton petd omd 10 devteporenta, mpokaimvtag 30 damage péoa
oV axtiva Tov. Mmopel va ypnoomomBei evavtia o Tracers kot
Sentinels

Damage:30

Special Move: -

Location: Camps/Merchant

Attachments: -

Uses: Single
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4.9.2. Healing
Ta avtikeipeva healing ival ovoA®oLo OTTOL 0 TAIKTNG UTOPEL VO ¥PTCLLOTOGEL Yo, Vo ovaktioel Vitality 1 Stamina.

Mmropovv va Bpefodv 6Tov avolktd KOG, 6T camps Kot va, ayopactodv amd Merchants, Evavtt Shards.

Med Kits To Med Kit givor o Tponyuévn 10TPIK GLUGKELT] GYEOLAGUEVT Yo
tayeio wor  oAoxAnpwpévn Oepameic oe  Kataotdoelg  pdyme.
XPpNOOTOIDVTOG VOVOTEYVOAOYia, omokadiotd tnv vyeion Tov ypNoT
Tpwg, péco oe pohg 10 devteporenta. o va eEacoariost ™

% uéylotn amotelecpatikotnta, o Med Kit amoitel omd tov ypnot va
TOPOUEIVEL OKIVNTOG KOTA TN SLAPKELD TNG EPAPUOYNG TOv. Avtd TO
/ amopoitnto epyoAeio umopel vo oAAGEEL TV Topeion TG HAYNG,
: TOPEYOVTOG L0 KPIGIUN Govida coTnplag OTIS To EVTOVEG CUVOVTHOEL.

Adrenaline Shots Ot Adrenaline Shots givol 10YVpEC EVEGEIS DIEYEPTIKAOV, CYEIUCUEVEG
Yo oevaplo. payng LVwnAng mieong. Mohg uwe. Adrenaline Shot
yopnynOei, avayevva ypnyopa 10 povadeg vyelag avd devtepdiento,
EMTPEMOVTING GTOV YPNOTN VO TOPOAUEivel o1 Hayn, €veO Kiveitol.

T —y — LTS ’ 7 r ’. 7
Mﬁ% ‘ i E&acpodiler cvveyn avappworn, KabIoTOVTOG TNV OVEKTIUNTN Yo, TN

ST pMoN TG OPUNG Kot TNV EMPIMOT| GE TOPUTETAUEVES EUTAOKEG,.

Ta Bandages eivoar Poaocikd wotpikd epyoleio oyedacuévo yioo v
POy GUEONG KOl OMOTEASGUOTIKNG (QPOVTIONS TPOLUATOV OE

Bandages

KOTOoTAoES Hoyne. Me v omdf, oAAG amodoTIKY) TOVC YpPNom
GTOHOTOOV TNV a1poppayic Kot TpolapPdvouy AoumEelc, Tpocdidovtog
25 noévtovg LmNG, EMTPETOVTOG GTOV YPNOT VO GUVEXIGEL TN LAY, KOTA
TN xpnomn Tovg. Av kot dev anokafioTodv TANp®G TV LYEld, OT®MG TO
Med Kit, o Bandages mapéyovv {otikn mpdtn fondela mov umopei va
Kével ) owpopd petald Cmng kot Bavdtov. H edkoAn gpappoyn tovg
Kol M eopNnTOTNTE TOovg Tovg KafioTohv avamdoTUcTO KOUPATL KAOE
gEomMopov emPioonc.

Ta Energy Boosts sivoaw mponyuéva evepyslokd GLUTANPOULOTO
OYEOOGUEVE, Y10 VO, amokafioTobV TNV avtoyn Tov Taiktn. Me v
GUECT] KOTOVAAWDGT TOVG, EXOVOPEPOLY TO EMIMESO AVTOYNG TOL TAIKTN
G610 WEYIOTO, EMITPEMOVTAG TOV VO GLVEXICEL VO LAYETOL 1] VO TPEXEL
Yopig dtaxkom. Avtd ta arapaitnto fondnpata divouv 6ToV TOiKT TO

Energy boost

nmpofddiopa mov ypetdletar oe KpioeS oTryréc, eEac@aAilovtag 0Tl de
Oo eEavtinbel kotd T Sdpkelo évrovng payng N xotodwwéewv. H
ypPRyop” Opdor Tovg Kot 1 popnToOTNTA TOVG To KaO1oTOOV TOAVTILO
gpyodeio ya kabe main.
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4.9.3. Attachments
Ta Attachments eivar avtikeipevo mwov evioybovy ™V amodoTikOTNTO Kol T ¥pnotikotnto tov omhov FN Scar kot

Ballista. Mmopotv va BpeBodv péoa ota Secret Labs. To avtikeipeva ovtd pmropovv vo cVAAEYOoVV amd TOV TOTKTN Lo
Popa kot wapopévouy oto backpack tov yia to vwoéAowmo moryvidl. Kdabe avtikeipevo mapapével opatd yio kabe maiktn
UEYPL VoL GLAAEYDEL.

Red dot To Red dot eivar éva oa&ecovdp axpiPeiog moL
BeAtiover v akpifela otdyevong Yoo ta. TLPOPOLL
omha. IlpoBdaAiovtag pio xaBapr, KOKKIVY KovKida
GTOV GTOYO, EMITPEMEL YPNYOpn OMOKINGN GTOYOL Kol
BeAtiopévn  okpifein  mopoPforiicumv.  Avtd 10
aecovdp elvar WOVIKO Yo UOYXES OF KOVIWVEG MG
HECOiEC  OMOCTAGELS, TPOCQPEPOVTOS  CNUOVTIKO
TAEOVEKTNUO ~ OTIS  OLYKPOVOELG EMTPETOVTOG
YPNYOPOTEPN Kot 710 aKpLPh) GTOYXELON.

To Extended Mag givon éva onpavtiko agcovdp dmlov
Extended Mag TOL OVEAVEL TN YOPNTIKOTNTO TOV YEUOTAPO and 25 o€
35 opaipec, TPOoEEPOVTOC TEPLGGATEPT] OVVAUN TLPOG
c€ TOPOTETAUEVEG ovykpovoels. Extoc amd v
aVENUEV  YOPNTIKOTNTO  TUPOUOYIK®DV, OVTO  TO
aEeocovdp  Peitidver  TOV  ¥pOVO  EMOVOYELIONG
UEWDVOVTAG TOV KOTA 2 OELTEPOAETTO, EMTPEMOVIOG
TayOTEPN EMOVOYEULOT VIO Ttigom. [daviko Yo dtapkeic

pdyes, eCacealilet otov maiktn OtL umopovv  vo
TOPOUEIVOUYV  OTN paYN TEPIOCOTEPO HE  ALYOTEPES
SLOKOTEC,

To Muzzle Brake eivar éva e&edikevuévo akecovdp
Muzzle Brake OYEOLOGHEVO Y10 VO LEIMVEL TNV OVAKPOLGT] TOV OTAOV.
Avokoatevfovovtog ta aépla Tov EKADOVTIOL KATd TN
dudpkelo tng Poing, otabepomoiel tOo TLPOPOAO,
EMTPEMOVTIOS MO EAEYYOMEVOLG Kot axpiPeig
mopoPoiiouovc. Avtd 10 afecovdp elvar 1dwoitepa
XPNOWO GE KOTUOTAGELS TUPAUTETAUEVNG TUPOSOTNONG,
BeATIOVOVTAG GNUAVTIKA TNV opadomoinon tov Poimv
Kol T oLVoMkY dlayeipion tov O6miov. [davikd Y
dratnpnon g axpifelag katd T ddpKelo YpPIyopNs M
avtopoTNG PoAnc.

To silencer givan éva a&gcovdp mov peidvel tov 06pvfo
Silencer mov mopdyetol ond TIc POAEG TOV OTAOL TOV TAIKTH).
Meiovovtag Tov Y0 TV TUPOoPOACUMY, UELOVEL TNV
oktivo péoa omnv  omoior ot  wovrwvol gxBpoi
€1007T010HVTOL Y10, TV TAPOVGIO TV TUKTMOV. AvTtd TO
afecovdp  eivol  amopoitnTo YO EMYEPNOELG
HUOTIKOTNTOC,  EMTPEMOVTOG  OTOVG  MOIKTEC  val
e&ovdetepdoovy oTOYoVG aBOpLPA KOl VO AToPEHYOLY
TNV TPOGEAKVOT| TNG TPOGOYNG TV eXOpOV.
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4.9.4. Equipment
O maikteg owBéTovy ddpopa e£oMMOTIKA oTolyEln, amd TNV apyn TOV TOUYVIOOD, TTOV EVICYLOVY OTOTIOTIKA (NG,

TaxOTNTOG KIVAGE®Y, amoppopnong Tov gxOpukod damage katl Tov y®po amodnkevong avikelnévayv. Ot duvaToTTeg TMOV
AVTIKEWWEVOV UTOPOVV va. gvioyLBobv £m¢ kat Tpelg popég oe Merchants, £vavtt Shards.

To Armor eivor amopaitntoc €EomAloUOg Yo KdaOe
moiKTr, mopéyovtag (OTIKN TPOOTAGIO LEIDMVOVTIOS £Val
pépog ¢ {nuidg mov AapPavetor omd TG £YOpkég
emBéoeig. Kabe maiktng Eexvd pe ovtd TO OVTIKEINEVO
eComhiopévo, efacpariloviag €va  Packd  emimedo
aupovag amd v apyn. Kdébe ovopdbuion peunvet
mepotépm TN {Nud mov  AapuPdvetar, EVieVOVIOG
ONUAVTIKA TNV duvatdtnta emiPimong Tov maiktn ot
péyn. H avafabuon tov eivonr kpioyun yw v
OVTIHETOTIOT] SVCKOAOTEPMV HOYDV KoL TV aéNon g
GUVOAIKNG avOEKTIKOTNTOC.

To Tactical Gear, mov GuvOVLALEL EEEIOIKEVIEVEG UTTOTECG
Tactical Gear Kol yévtwa, €xel oxedlootel Yo va PeEATidvel TN
GUVOAIKT] TOOTNTO KOl TNV OTOTEAECUOTIKOTNTA TOL
okt otn payn. Avtdég o omopaitntog ££0MAMGUOG
BeAtidvel v taydnTo Kivnong, v tayxdTnTe Kotd 10
YOVATIGHO KOl THV TOYVTNTO OV OTOLTEITOL Yol TNV
EKTEAECT] GLVIVAGTIKAOV KIVIIGE®V Kol EEOVOETEPDCEWV
moktov. Kdabe maiktng Eexwvd pe tov  Taxtikd
Eéomliopno eomhopévo, eéaocporilovtag éva Pacikod
enminedo evkivnoiog Kot grolpwdmrag yioo pdayn. Kabe
avafaduion PeEATIOVEL TEPATEP® CVTEG TIC IKOVOTNTEG,
KAVOVTOG TOV Okt TODTEPO KOl O 1IKAVO GE OAES TIC
EVEPYELEG, TAPEYOVTOG OMNUAVTIIKO TAEOVEKTNUO, TOGO
otV kivnon, 660 Kot 6Ta GEVAPLL LLAYMG.

Marauder Pack To Marauder Pack eivor éva cokidio mov emirpémel
GTOVG TTOUKTEG VO LETAPEPOVY PaCIKG OVTIKEINEVD OTTWC
ammo, med kits, bandages, adrenaline shots, ka1 GAAa.
Kabe maiktng Eexkivd pe ovtd T0 €LEMKTO TOKETO
eComhiopévo, efacpariloviag 1Tn  dvvatotnto  va
amofnkevoovy kol va €yovv mpdofoocn o€ Kpiolo
QOO0 KOTA TN Oldpkeld Tov Taryviooy. Kdabe
avafaduion emekteivel tov oplBpd tov Swbéciumv
0écewV AVTIKEWEVOV, EMITPEMOVING GTOVS TUIKTEG VO
UETAPEPOVY TEPIOCOTEPA EPOIIN KO VoL Elval KOADTEPQ
TPOETOLLAGUEVOL Y10 OTTOLOONTTOTE KOTAGTAOT).
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4.9.5. Ammo

Wasp 7.62mm Ammo Pack

To Wasp 7.62mm Ammo Pack eivor oyediocpévo
OTOKAEIOTIKA Y100 TO €AEVOEPO OKOMEVTIKO OTAO
Ballista, mpoc@épovtag eEatpetikd axpiPr] Kot 1oyvpd
TUPOUOLYIKE Y10 LOKPIVEG OTOGTAGELS. AVTEG 01 COAipES
umopovv va Bpebodv otov avolytd KOCHo, GE camps,
kaOd¢ Kol vo ayopactodv omd Merchants. Ot coaipeg
7.62mm Wasp e&ac@aiilovv 0Tt 0 Taiktng dtobétet TV
amopaitnTn 1o)d TVPOS Yo VO, EEOVOETEPMGEL GTOYOVC
0O 0amOOTACY, TPOCPEPOVIAG LYNAN okpifelo Kot
dudtpnon, kabiotdvtag to Ballista éva Oavarneopo
ePYOAELD Y100 TOVG EAEVOEPOVC GKOTEVTEC.

Panther 5.56mm Ammo Pack

To Panther 5.56mm Ammo Pack sivor cvokevacio
ocQap®V oyedaopévn edka v to 6mho FN SCAR-L,
mopEyovtag  aSlOmoTo Kot LYNANG  omddoomg
TUPOUOYIKE. AVTEC Ol GLOKEVOGIEG UTOpPOVV Vv
Bpebovv diGomapteg 6TOV AVOLYTO KOGUO, GE SLAPOopO.
camps, N va. ayopaoctovv and Merchants. Ot ocpaipeg
5.56mm Panther efacpoAilovv 611 0 maiktng eivon
EMOPKDG  €£OMMOUEVOS Yl VO OVTIUETOTICEL
OTOLOONTOTE CEVAPLO HAYNG, TPOGPEPOVTIOS GLVEXN
duvaun Topog Kot axpifeta.
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4.10. AxoiovBio IToryvidron

O maiktng avaiapfavel tov poho g Nora, g Bacikig npwidag tov No Man’s Land. H Nora dwafétel évav povodiko
oVVOLACUO EEEIOIKEVIEVMV OTTAMV, OVTIKEILEVOV KOl E0KOV KIVIGEWV ToL €EEAIO00VTOL GTASIOKE KATA TV TPOOJSO TOL
moyviolov. Koabmg egepeuvd Tov HETa-amokoATTIKG KOGHO, avofaduilel tov eEomAiopd g, av&avel To GTATIOTIKA TG
(Com ko avToyn) Kot amoKTé VEES IKOVOTNTES OTOPOATITES Y10 TNV OAOKATP®OOT] KPICIU®V OATOGTOAMY.

O Baocudg 6T0Y0C TNG €ivatl 1 KOTaoTpodn Tev Bdoewmv tov Enforcers, mpoywpdvtag omd TG TEPLPEPEINKES TEPLOYES TPOGC
v te)voroyIKd Tponyuévn moAn Eliezer. Katd tnv mopeia g, avripetonilel exfpotdc avavouevnsg duokoiiog, GuALEYEL
TANPOPOPIEC TOV GLVOEOVTOL LE TO TOPEABOV NG UNTEPAG TNG Kol TPOETOUALETAL Y10 TNV TEAIKT OVOUETPNON LE TOV
Basilisk.

O maiktng 0o mepmynOdel 6TOoV KOGHO TOV oY VIOOD UE SIUPOPES EMAOYEC, OTMG EKTEAECT] PUAGIKOV OTOGTOADY (TMV
omoicv N tomobecio Oa kabopiletor oto Téhog kbe main quest) Kot eAevBepn mepuynon yw looting ko e&epevvnon
TEPLOYDV, UE KOPLO GTOYO TNV KATASTPOPT TV dtabéoiumy camps twv Enforcers.

To moyvior yopileton og 3 enineda av&avopevng dvokoriag, e0KoAo (Tpdotvo), pecaio (pop), dvokoro (kKokkvo). Kabe
v€0 KePAAOO avolyel Eva emmALOV KOUUATL TOV XAPTN, KAOIGTOVTAG TO SIBEGILO Yo TEPUYNON KOl OTOCTOAEC, EVD O
maiktng Oa éxel mpocPoon kol ota mponyovueve EekAedmpéva, koppatio. H mpododog Paciletor oty g£dovimon tov
exOpdv KABe mePLOYNG Kol TNV TPOSPACT] GTA EPELVNTIKG KEVTIPO TV camps, 6mov 1 Nora avaKaADTTEL NYOYPAPNCELS,
TEYVOLOYIKG OEGOUEVO KO ATTOKOAVTITIKEG AETTOUEPELEG TNG 1oTOpiag. Ta KAeWmuéva Tufata ToL ¥aptn Ba £xovv cuvopa
ue peyarovg apdpovg exfpmv Enforcers, ot omoiot Oa givar wo 1oyvpoti omd tov maiktr. Otav o maiktng tAncidlel avutd to
ovuvopa, Bo AapPdver mpoewomoinon amd Tovg NPCs kai, av dev amopokpuvOel, Bo Ooéyeton 1oyvpéc embécelc,
001 YOO LEVOG TAVTO GE NTTA.

H mepitétein Eexivd omd v amopovouévn meproyr] North-Lake kol otodiokd odnyel o moO 00TIKE, TEYVOAOYIKA
aventoypévo tomio. Kabog n Nora mpoywpd, 1o mepifddlov petafdrietor otadiokd, ol gybpoi evioydovtal kol o
QPN YTLOTIKOG TOVOC YIVETOL IO GKOTELVOC, KOPLQOVUEVOC TNV TEMKN Layn evavtio otov Basilisk oto kévtpo ¢ Eliezer,
10 onpeio 6mov TeYvoAroyia Kot TapeABGV cuykpovovTal kKaBoPIoTIKA.
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4.11. Aopn axorovOiv

211 ouvéxel mOPOVCLALETOL 1] POT] TOV TALYVISIOD OTO TPMTO EMMEIA, KAODSG Kol 01 Sl0(pOPEG TOV TPOKVITOLY GTA
emopeva Camps, 660 1 dvokorio avdvetat kot 11 Nora wpooeyyilel v moin Eliezer.

H Nora @tdvel o kabe camp pe Pacikd otoyxo v e£6VIOON TV eXOpOV Kot TNV €UPECT] TNG IGO0V TOV EPEVVITIKOV
kévtpov. O maiktng €xel ™ dvvatdtra va emiré€erl stealth mpooéyyion, a&lomolmvtag KaTtdAAN o e£omAioud OmwS TO
DataWorm, mov adpavomoiei mpocwpvd Sentinels ko Tracers, 11 6mha 6mwg to Harpoon, to omoio pmopel vo
eEovdetepmoel gyfpovg O6mwg ot Enforcers pe aBopvfo yrdmmua. Qotdco, Adym tov minbovg tov grbpdv Kol g
aovvapiog stealth e£6vtwong Twv Sentinels, kG0e camp KATOANYEL AVOTOPELKTO GE LY.

H anoctoln Bempeiton emttuyng 6tav eEohoBpevBodv diot o1 xBpol oto camp. Ztn cvvéyewn, 1 Nora pmopei vo cuAréEet
avtikeipeva and to camp (6mAa, ovaPobuicels, healing items x.6.) kor va avalnmost v €i60d80 Tov £pgUVNTIKOD
kévtpov. o va v avoilel, evepyomolel Evav unyavicud ac@uAsiog mov amottel TV oAokAnpmon evog mini puzzle N
UNYOVIKNAG TPOKANOTG (.. ETOVAPOPH PEOLATOG, bypass Tp®TOKOAA®V, PO TOV HEVIAYIOV).

Aoy avoitel n gicodog, n Nora €1GEPYETAL GTO E0MTEPIKO TOV KEVIPOL Kol EEKIVA €£EPELVNOT TOV EYKATOCTACEWY,
avalntovtag v nyoypdenon 1 dAlo kpioiwo tekuniplo mov o odnynost oty amokdAvym Tng 1oTopiog Kot Oa
Eexheldmoel to emduevo camp. Avti 1 doun emavoropuPdvetol oto. ETOUEVO, camps, HE TPOOSELTIKN avénomn g
dvokoliog, TG exOpIkng TOUKIAMOG Kol TNG GTPATIYIKNG TOAVTAOKOTNTOG,

© Objective
= Kill Enemies
= Find secret lab

A S o
o »“‘:" \Mﬁ:

}!-f : "','.‘I . g
Ewkova 8. EvolkTiKY] ametkdvion vog camp

A

Kabdg n Nora mpoywpd 610 d€0TEPO EMIMESO TOV TALYVISION, TO, camps TAPOLGIALOVY SOLKES OLOLOTNTEG LE EKEIVA TOV
TPOTOV EMTEGOV, OUMG EUPAVILOVTOL ONUAVTIKEG SPOPEG OTIV TPOKAN OGN KAl TN GTPOUINYIKY TPocEyyion. Ot duvdpelg
g €xovv TAEov evioyvbel, péow avafabiicemv otov e£0MTMGUO, GTATICTIKOV Kal EWOIKAOV Kivicemv. 61000, ot gxfpoi
av&dvovtal 6 aplBpd Kot YivovTol ELGAV®G O CITALTITIKOL.
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>¥10 1010 emimedo, ot Sentinels kdvovv Yo TPMTN EOPA TNV EUPAVION TOVG, €LGAYOVTAG Evav VEO TOTO OVTITAAOL ME
avénuévn taywtnTo, avlektikoétnTa Kol otpatnyikég kKwnoelg. Ilapdiinia, ov Tracers mAéov @épouvv omAouo,
kaOiot@vrtag ™ stealth Tpocéyyion o emkivovvn Kot T payn o ToADTAELPT).

210 TeEMKd eminedo, 1 dvokoria kopvedvetol. Ot Sentinels givor TAEov mavioyvpot, pe oxeddV TANPN avOeEKTIKOTNTA GTIC
Boaoikég emBéaelc, evd ot Tracers éyovv amoktioel dSuvatodtnto stealth, kabiot@VTAg TOVG CdpATOVS PEXPL VO aviyveELOOVY
N va gvepyomotoovv enibeon. Ta camps QuUAGGGOVTOL OO PEYAAES, KUAG OpYOVOUEVES OUAOEG exBpdV TTov emttifevton
GUVTOVIGUEV, OTTOLTOVTOG 0t TOV maiktn TANpN aélomoinon tov Sabéciumv TOpmV Kol IKOVOTHTOV.

Ye avutd to eminedo AapUPAVEL YDPO 1 TEMKN KOl TO OTOLTNTIKY UAYN TOL TO(VIOo0, UE GTOYO TNV KOUTOGTPOPT] TOL
Basilisk, oto kévipo g mwoOAng Eliezer. H avauétpnon ovt) amotelel kopOemon TG o@Nynong Kot TG UNYOVIKNG
TPOKAN GG, OTOLTAOVTOG TOGO GTPUTNYIKN OKEYT 0G0 KoL YP1YOPO OVTAVOKANGTIKA OO TOV TOiKTY).

4.12. Télog moryvidlov
210 TEAEVTOIO EPELVNTIKO KEVTPO, Alyo €€ amd tnv moAn Eliezer, n Nora avoakaAdmTel £Vo GUYKAOVIGTIKO HVUOTIKO TOL
oAraler pilikd v Kotavonon g v v omocotodn. H untépa g, Eliza, mov eiye eapaviotel mpv amd ypovia, eiye
KATOPEPEL TPV TOV BEVATO TNG VO OPTADGEL TN CLVEIONGN TG o€ v GLGTNUO TEXVNTNG Vonuoovvng. To chotnua avto,
eykateotnuévo Pabdid oto diktvo tng Ascendance, mepiEyeL Ol LOVO TIG OVOUVICELS KOL TN YVOGT] TG, OAAG KOl KPIGUUEG
TANPOPOPIES Y10, TNV KATOOTPOPT| ToL Basilisk.

‘Exovtag emavevooetl tn oOvoun tov Marauders, n Nora Eekwvad tnv telikn emifeon npog tnv Eliezer, pe otdyo tov
KevTpikd kopupo eréyyov tng Ascendance. Atooyilovtog Tig Kate)OUEVES GLVOIKIES TNG TOANG, N Nora épyetal avVTILETOTN
He TN peyaAbTepn Kol mo oOvOeTn udym tov moyviolov, aviipetonilovtag oheg Tig dobioueg dvvauelg v Enforcers,
petald avtov picbotol otpatidtee, e&elypévol Sentinels ko stealth Tracers pe evioyvpéva TpmTOKOAAD GULVOG KoL
emibeomng.

Kobng n migon kopvemvetor kat 10 xdog kvplapyel, N Nora focileTor 6To avTovakAQOTIKE, T GTPOTIYIKY Oloyeipion
TOPOV Kol TIG EOIKEG KIVIGELS IOV £XEL ATOKTNOEL UEYPL TMPO, DOTE VO SLCTAGEL TIG YPUUUES AUVVOC KOl VO, OTAGEL GTO
KévTpo eléyyov tov Basilisk.

>10 Televtaio oTAd0 NG amocTOANG, M Nora Kota@épvel va, €l0XOPNoEL oTov wupnva Tov Basilisk kot vo tov
kataoTpéyel. Me v mtadon tov Basilisk, ot Enforcers ydvouv ) cuvoyn tovg kot 1 e€ovsia tov Basilisk katappéet. H
noAn Eliezer apyilet va avoktd tnv ehevbepia tng kot n avOpomdmta maipvel Eavd tov Eleyyo TG Loipag Tne.

4.13.  Owovopia [Toyvidroh
Ta KOp1o vopucspo tov Taryvidtov givar to Shards, aropaitnta 1060 Yo v avopadpon tov eEomAopoy Tov Ak, 060
KOl Yoo TNV ayopd moAOTIU®OV avTikelpwévoy omwg Medkits, Ammo, Adrenaline Shots, Data Worms k.o. To Shards
UTOpoLV Vo cLAAEXBOVY amd EovdeTep®UEVOLS €YOpovVG, KUBMG KOl Vo avaKaAVEOODY GE HUGTIKA EPYOCTNPLO GTOV
KOGHO TOL Toyvidd. Mmopobv vo ypnoipomomBodv otovg Merchants, v avopdaduion eomhopod Kot oyopd
avTIKEWEVOV. Avtol ot ToAOTIoL TOPOL €ival KPIGIHOL Yia TV TPO0d0 Kol TV EVIGYVOT T®V IKOVOTHTMOV TOL TOIKTY.

Ewova 9. Shards
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4.14. Xepiopog

Gl

&®

®@O®

O& ®®@

Ewova 10. ITMqktpa e1popov

62



) B @ @D & e

63



5. Damage System
Y10 moiclo Tov Toyvidd, avarToyxdnke £vo gVEMKTO Kol emekTacylo ovotnua damage (Damage
System), T0 omolo EMITPENEL TNV OVTOALAYT] TANPOPOPLDY KOl TNV EKTEAECT AOYIKNG OV oyeTIleTON pE
TOLG TOVTOVS (MG TOV YOPUKTHP®Y Kol AvTIKEEVOVY. To choTHo KAADTTEL £va EVPY AL GevapiwV,
Onoc:

o Amddoon kot AMyn Cnpidg peta&d S1opopeTik®v TOTMV Actors

e Ylomoinon healing kot avarAnpwong {ong

e Evepyomoinomn avidpdocemv (Damage Responses)

*  Ayeipion KataoTaoe®V E0VOETEPMONG

e  Evnuépmon cvomnudatmv Al (Behavior Trees ka1 Al Controllers) pe Bdon v kotdotaon Long
evog Actor

Mo v vlomoinon tov cvLOTNUATOG EMAEXOMKAV CUYYPOVEG KOl OpOPOTEG TEYVIKEG, UE OTOXO 1M
UEYIOTOTOINGT] EMAVUYPNOWOTOINoNG, TNV amnddooT, Kol TNV TPOCUPUOCTIKOTNTA GE OLUPOPETIKEG
TEPIMTMOGELG YPNONG. ZVYKEKPIUEVA, a§lomombnkay:

e Actor Components ko Data Structures, yio TV €voOUATOON Kol ETEKTOCT AETOLPYIOV GF
TOALOTTAOVG Actors

e Blueprint Interfaces, yi v vAOTOINGON KOW®MOV AEITOVPYIDV YWPIG TEPLOPIGHOVS 1epapyiog
KANPOVOLIKOTNTOG

e Macros, ylo. THV amod0oTIKOTEPT ¥PNoT TOPV Kot Kobopn dtdtaén Tov Kmdiko

e Enums, yio ™ dwoyeipion dapopetik@v Tommv (NUdg 1 Katdotaong vog Actor ue EuavayvmoTto
KOl GLUVTPNAGILO TPOTO

e Event Dispatchers, yio v aidomortn kol akpipn gvepyomoinon Kpiciumv yeyovotwv (6mwg M
eEovdetépwon evoc Actor 1 1 evepyomoinor UI)

To ocvompa epappootnke wg Actor Component 1o otov Blueprint Tov maiktn 6co kot otovg Agents
(exBpkovg yapaxtipeg). [eprrapupaver OAeg Tic Kovég Aettovpyieg mov oyetilovtan pe Tovg TOVToug {ng
KoL TIC avTIOTOU(EG EVEPYEIES, O1 0moieg Tpooapuolovtal avdioyo e To EKAoToTE gameplay cevdpro. o
Tapadetypa, eEAEyyel av évag Actor eivon emAéEiog va deytel Damage (m.y. £xel evepyn aomida 1 eivor og
invulnerable katdotacn). Axoun, epapuolel v tun tov Damage kot evepyomotei ovtictoryo VFX,
Nyovg, kot animation feedbacks. EmumAéov, exkivel kataotdoelg e£ovdetépmong, ov ot movol (NG
UNOEVIGTOV.

Emumpdcbeta, n Pacwkn) Aettovpywomrto enekteivetor o Kabe Actor péom evog €01Kd oyeSOCUEVOL
Blueprint Interface. Avtd emitpémel, ywoo mopdderyua, 1 idw ootk Aoy avamiipoong {mng va
epappoletol o€ S1opopeTIKONS £XOPOVC, VD TOVTOYPOVE VO, S10POPOTOIOVVTOL CUUTEPLPOPIKA, T.Y. EVOG
ex0pdc va tpémeTal g PuYN OTAV TPAVUATIOTEL, EVE €vog GALOG va yivetal o emBetikds. H ypnon tov
Interface amotpénetl v avdykn yio mepimhokeg epapyieg kot dtac@arilel evehéio kKo copPatdTnTo o
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kG0e mepintwon, JSTnpo®vtag TopdAAnAa v opyn ™S xouning ovlevéng (low coupling) otov
GYEOOOLO TOV UNYOVIKOV TOV gameplay.

Téhog, To cvotnpa TepiiapPaver 6vo Eexmprotég demapég (Ul) mov oyedidonkav yia va ameikovitouv
TNV KOTAoTUoN TV TovTov {mNg T060 ToL maiktn 060 Kot Tov Agents. Tvykekpiuéva, onuovpyndnke
éva HUD ototyeio yio Tov moiken, To omoio TopEyel Guveyn OmTIKY EVNUEP®OT GYETIKA e T (N Tov og
TpayHoTikd ypdvo, kabmg kat £vo, cvotnue Health Bar yia tovg €x0povg, 1o omoio epgaviletor duvapukd
otav avtoi dgyxbovv damage. H omtikn avomopdotacn g KATACTOONG VYELNG EVIGYVEL T GTPOTNYIKN
KaTavonon g Layns Kot GUUPBAALEL 0TI ANYT OTOPACE®DY OO TOV TOIKTT).

10 TapOV KEQALAL0, TOPOLGLALETAL AVOAVTIKG 1] VAOTOINGT TV AEITOVPYIDV TOV TEPAAUPEVOVTUL GTO
Actor Component Tov DamageSystem, xafdg kot 1 yprion Tov Blueprint Interface mov oyedidiotnke yiao
v vrootpiEn tov. Téhog, meptypdpetal 1 avanTuén TOV YPUPIKOV JETAPOV TOV AmeKoviovy TV
KaTdoTooT TV TOVIKV {ONg TOL TAIKT Kol TV EX0pmv.

5.1.  BPC _DamageSystem (Actor Component)

H vAomoinon tov Damage System mepthappdver ) dnuovpyio evog Actor Component (Epic Games,
n.d.), to omoio amoterel o cvihoyn petafintodv ko functions mwov pmopovv va. mpootebovv oe
omolovonmote Actor S1a0étel n duvatdra va deybei N vo amodmoet damage (Damageable Actor). H
YPNOMN TOL TPOCPEPEL EVEMEID GTO GUOTNIO KOl OTOTPENEL TNV AVATTUEN EMAVOAAUPBAVOUEVOL KOSIKAL.
To Component meptAapfdvel facikég Kot KowvEG Aettovpyieg mov oyetilovion e T dtoyeipton g vyeiag
evog Actor, koBmg Kot Tig amapaitnteg petapintéc. o mapdderypa, to function TakeDamage eivan
vevBuvo Yo v anddoon damage otovg TOVTOLg LmNG EvOg Actor, ot omoiol EKTPoc®TOVVTAL Ao TN
petapanty Health (Float).

Y10 mapdv project, To Component tpootédnke oto blueprint tov maiktn (CBP_SandboxCharacter) ko
oto blueprint tov gbpdv (BP Enemy Base). Qotdco, 1 oyediacn] tov 10 Kobotd 7ANp®G
EMOVAYPNOLUOTOW OO, HE dVvaTOTNTO TPOGONKNC Kol 6€ GAAOVG Actors, OTMC ylo TOPAdEIYIO Vol
EKPNKTIKO avTIKEIUEVO OV, OTOV dgybel mupd, evepyomolel Expnén kot omodidel damage 6€ KOVTIVOUG
Actors.

Kotd v vionoinom, opioctnkov ot mapokato Pactkés HeTaPANTEG:

e Health (Float): Exnpocomnei tovg tpéyoviec mdévtoug {ong

o MaxHealth (Float): Opiletl Tovg péytotovg movrovg {mng

e IsInvincible (Boolean): Anl@vel av o Actor gival GTpmTog

e IsDead (Boolean): AnAdvel av o Actor £xet e&ovdetepmbel

e IsInterruptible (Boolean): Anidvet av pia eniBeon pmopel vo amopevyBel pe evepyn evépyeia
e IsBlocking (Boolean): Exnpoconei tnv Kotdotaon dupvvag 1 amoeuyng tov Actor

Me Bdon avtég Tig petaPintéc, viomombnkav ot Paocikéc Aertovpyieg TakeDamage wor Heal, mou
oyetiovtan pe v amddoomn kot TV avarinpoon toéviov (ong avtictorya. EmmAéov, evoopatmbnke n
petafint AttackTokensCount (Integer) kou ta functions ReserveAttackToken ot ReturnAttackToken,
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ta omoio. oyetilovtar pe v viomoinon tov Token System mov ovoivetor oto vmokepdiowo 8.4. H
evoopatwon tovg ato Component kpifnke oxomun, kabmg amotelobv avamdotacto Lépog tov Damage
System kot ypnopomolovvton omd 6Aovg Tovg Damageable Actors.

5.1.1. Heal (Function)
To function eivar vrevBovo Yy v avaminpoon tov woéviov {ong evog Actor, mpocBétovtag To
avtioToryo mocso otny Tpéyovoa. Tiun g uetafintng Health. Aéyeton wg gicodo v Tty HealAmount
(Float), mov oaviumrpoowrmevel tovg mOVIovg Lwng mov Oa mpooteBovv Kol emoTPEPEL TN VEO TN
NewHealth (Float) petd v avarAnpwon. Koatd v extéheon tov, to function ghéyyel mpmTa TNV TIUN
m¢ petaPantig IsDead, ®ote va amotpéyel Ty avarAnpoon moviov {ong o€ tepintmon mov o Actor
&xel oM e&ovdetepwbet.

Av 1 petapinm IsDead eivoun False, tote n tiun tov HealAmount npootifeton otnv Health. [Ipwv v
teAMkn avaBeon, epapupoletor to node ClampFloat, Yo va dtacpaiiotel 6T 1) tehk Tipn dev vepPaivet
70 UéyloTto Opro mov opiletan amd ™ perafAnty MaxHealth. IN'o mapddetypa, av Evag maikmmg pe tpéyov
Health 30 kau MaxHealth 100 ypnopornomoet £€va medkit mov npocBéter 100 movrovg Long, n cuvaptnon
Bo meplopicel v avamAnpwon otovg 70 mwoévtovg, pépvovtog to Health oto péyioto tov 100. H
evnuepopévn Tt emotpépetar o €£odog tov function. To avtictoryo blueprint tov function
napovctdleTol otny ewova 11.

[ Heal -IE Branch ; - [ Return Node

i SET
| Tuep — — — — P P

Heal Amount & Condition False [ Health New Health

©F Clamp (Float) .

Add pin ® Value Return Value

Health M ‘ﬁl

Is Dead
P Max

Max Health

Ewkoéva 11. Heal (Function)

5.1.2. TakeDamage (Function)

To function eivar vrevBvvo yio v amddoon Damage kot ™ peioon tov moviov {ong evoc Actor.
Hopddinio, eiéyxel Tig ovvOnkeg Vo TIC omoieg pmopel vo amodobei Damage kot wkolel Event
Dispatchers yio v ektéleon evepyeimv, 6nwg 6tav o Actor déxetan {nuid oAAd ot Tovtol {wng Tov dev
unoeviCovtar 11 6tov 0 Actor meBaivel. Aéyeton ¢ e66dovg T dounl Damagelnfo (Structure), 1 omoia
mepLapPavel OAEG TIG amopaitnTeg TANPOPOPies GYETIKA Ue TNV enifeon, kot tov Damage Causer (Actor),
oV avoeépetal otov Actor mov mpokdAece 1o damage. Emiotpéeer ™ petapinty WasDamaged
(Boolean), n omoia amotut®vel av To damage epapUOGTNKE 1 OXL.

To function a&ohoyel Tic mapapétpovg g enibeong Kot v KOTAGTACT TOL Actor mov dEYETOL TNV
enifeon, ekTEA®VTAG TIG KOTAAANAEG EVEPYELEG Y10 KAOE TTepinTtot. Avtd emttuyydveTot p€cw Tov Macro
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CanBeDamaged, 10 omoio mepi€yetl Toug amapaitntoug KOPPovg EKTEAESTC Kot TopEYEL execution pins yiol
™V avantuén Aeltovpyldv avdioya pe v mepintoon. To amotédespo tov Macro evepyomotel emiong
Event Dispatchers, ot onoiot "ekméumovv" 10 yeyovog o€ GAAo assets 1| LEPN TOL TOLYVIOOD, MCTE vV
avtdpdoovv og avtd o yeyovota. o mapdderypa, to Event Dispatcher Death mupodotel Tig evépyeieg
7oV ekteLobVTAL OTOV 0 Actor e&ovdetepmOei.

Ewoéva 12. TakeDamage (Function)

5.1.3. Damagelnfo (Structure)
To Damagelnfo ypnoyonolgiton ®g doun yio v opydvwon Tov UETOPANTOV Tov Ttpocdtopilovv Tig

mopopétpoug (oG emifeonc. Ov petaPintéc tov kabopilovtor katd Tnv KANom NG GLVAPTNONG
TakeDamage kot teptappdvovv:

e DamageAmount (Float): H {nuié mov Oa deytei o Actor

e DamageType (Enum): O tdnog tov damage (m.y. Projectile, Explosion, Environmental, k.Am.)

e DamageResponse (Enum): O 1tpomog oavtidpaong tov Actor otav oéyeton damage (m.y.
HitReaction, Stun, Knockback, k.Ax.)

e ShouldDamagelnvincible (Boolean): Av o Actor 0a dgytei damage axopa ki ov gival 4tpmtog
(m.y. amd TopoPorcong)

e CanBeBlocked/CanBeParried (Boolean): Av 1 enifeon pumopel va amokpovatel 1§ mopakapgOel

e ShouldForcelnterrupt (Boolean): Av n enifeon npénel va Saxdyel dAAeg evépyeleg Tov Actor,
omwg oty epintwon g enibeong Takedown

Can Be Damaged (Macro)

To Macro déxetan Tig petafAntég ShouldDamagelnvincible ko CanBeBlocked kot moapéyet tpeig e£600vg
EKTELEOTC:

e DoDamage: Otav o Actor Oa deyfsi damage
e NoDamage: Otav o Actor dev pnopet vo dgytel damage
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e BlockedDamage: Otav 1o damage amokpovetal pe emttuyio

Mo v extédeon g €€660v DoDamage, eAéyyetor 011 0 Actor dev eivan e&ovdetepmpévog (IsDead) ko
tavtdypova 6t dev glvar atpmrtog (IsInvincible) kot 1 enifeon dev amodider Damage aveSaptntmg TV
evepyelmv anopuyng (ShouldDamagelnvincible). Av n cuvOnkn givon false tote ekteleitan 0 KOdIKAG TOL
axolovbeitan and v é€odo NoDamage. Av 1 cuvOnkn ival True, 10t e€etdletal av o Actor extélece
kivnon block. Edv 1 enifeon pnopei va anokpovotel, extereitan  €£0d0¢ BlockedDamage evéd 1 €€060¢
DoDamage nvpodoteitar otnyv avrifetn nepintwon. To Macro angikovileton ot ewdva 13.

T Branch T Branch
» True B » True B

Condition False [ Condition False [

fome

f .Add pin @

Ewova 13. Can Be Damaged (Macro)

211c mepumtmoelg ektédeons tov e£0dwv No Damage kot BlockedDamage, to function ohoxkAnpmvetot
emotpépovtag tn Boolean WasDamaged pe tiun False. H é€0dog DoDamage evnuepavetl ) petafint
Health pe v tun g dwpopd g pe ) petafintn DamageAmount kot eAEyyeTol av 1 véo Tiun givoe
puepdtep”n 1M ion tov undevog. e avtny TV Tepintmon, o Actor yopaktnpiletol g £0VOETEPO®UEVOCS, IE
) petaPAnt) IsDead va maipver tnv tiun true kot to function vo OAOKANPOVETOL ETGTPEPOVTAS TNV
WasDamaged pe tun True. Ze avtifetn mepinmtmon, eléyyxetar av ot petafintég IsInterruptible 1
ShouldForcelnterrupt eivor oinbeic, mpokeyévov mn emiBeon vo yOpOKTNPIOTEL EMTUYNG CAAL Vo
TP0odoTNOOVV 01 eVEPYELES avTidpaong Kot Oyt eE0VOETEPWOTG.

5.1.4. Event Dispatchers

To function TakeDamage pmopei va xinbei oyt povo amd to Blueprints tov Actors, 0mmg To
CBP_SandboxCharacter kou BP_ Enemy Base, oAAd kot amwd omolodnmote dAio Blueprint mov oyetileton
pe ovtovg, onmg to BP. WeaponBase ka1 BP. NPC_ WeaponBase tov omiiopov. [a avtdv tov Adyo,
dnuovpyndnkav tpia. Event Dispatchers evtdg tov component. Xkomwdg ToVG gival vo dlac@aAileTar 1
duvatotnTo eKTéLEOT|G EVEPYEIDV £VTOG TV Blueprint tv Actors mov 6€yovtal tnv enifeon, ave&apTHTOg
tov Blueprint mov koAel ) ovvdptnon. Me avtdv tov tpomo, kibe Damageable Actor Swabétet Tpia
Custom Events ta omoio tupodotovvtal (e v KARon tov avtiototywv Event Dispatchers kot extelodv
gvépyeleg oL oyeTIoVTOL E TO YEYOVOC. AVTO EMTPENEL TV TPOTOTOINGN UETAPANTOV, TNV ALY TNG
KOTAGTOONG GVUTEPLPOPAS Tov Actor (7T.y. olhayn amd KatdoTaon TeputoAing o€ emifetikn), kabdg Kot
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TNV EQUPHOYT SPOPOV OTTIKOOKOVGTIKMV €PE Kol avTidpdoemv (6nwg Ul Damage Indicators, Damage
Reaction Animations, yovg kot Camera Shakes).

Ta Event Dispatchers kot to. avtiotoryo Custom Events mov mopodotovv oto blueprint kabs Actor givar
Ta g€Ng:

e Blocked: KoaAgiton 6tov pio eniBeon amoxpovetor pe emitvyia, mopodotdviag to Custom Event
Blocked. H petapinty CanBeParried (Boolean) ypnowonoteiton yio vo diapopomomBodv ot
evépyeleg mov ektehovvtal 6to Custom Event, avdioya pe tov tpodmo amdkpovong g enibeong
(Block 1 Parry).

e Death: KaAeiton 6tav or movrol {mng Tov Actor undevifovron ko mopodotel to Custom Event
Death. e avtdo 10 Custom Event, ot evépysieg mov extehovvtol amd évav Agent dtav
€EOVOETEPDOVETOL SLOPEPOVY AT AVTEG TTOL EKTEAEL O TTOUKTNG.

e DamageResponse: KoAeitor o0tov o Actor déyeton omowodnmote Damage mov odev tov
eEovdetepvel, ka1 mopodotel to Custom Event DamageResponse. Aéyetor ¢ €icodo Tig
uetafAntég DamageResponse (Enum) kot DamageCauser (Actor Object Reference) yi v
EQOPLOYN SAPOPETIKAOV TPOT®V OVTIOPACTG, OVIAOYQ LE TO YOPOKTNPIOTIKA TNG emiBeomg Kot
tov Actor mov mpokdAiece ™ (nuid. Onwg kot oto Custom Event Death, ou evépyeiec mov
ekteAovvTOL amd Evay Agent 6tav 6éyetar Damage dtapépouvv amd avtéc mov ekteAet o Player.

H avaBeon tov Custom Events ota avtictouyo Event Dispatchers mpaypotonoleital katd tnv ekkivion
tov Actor pécm tov Construction Script tov Blueprint tov, 6mwe gaivetar oty gwcova 14. Mg avtdv tov
TpOTO, Ol Agttovpyieg epappolovrol Katd v apykonoinor tov Actor, dtacoiilovtag Tnv opoin Kot
£€ykoipn extéAecn TV oamortovuevev gvepyeldv. H dwadikacio ovt mapéysl vav opyovouévo Kot
EMOAVOPNOLOTOMGIUO UNYXOVIGHO OloYEIPIONG TOV YEYOVOT®V KOl TMV OVIWOPACEMVY, EMITPETOVIOG
gueMéia oTOV TPOTO [LE TOV 0010 01 Actors OVTOTOKPIVOVTOL GE SIAPOPH GEVAPLL EVTOG TOV TOLYVISLOD.

p

BPC Damage System

[ Construction Script ‘irBind Event to On Death B Bind Event to On Blocked [ Bind Event to On Damage Resi:unse
» » === | e — o | 4
Target Target Target

Event Event Event

. Create Event . Create Event . Create Event

Object [self | Event

Ewova 14. Event Dispatchers Binding

DamageResponse (Agents) (CustomEvent): To Custom Event DamageResponse ekteAel TIg evépyeleg mov
epappolovrar otav évag Agent d6éyetor damage wor viomoleitor oto blueprint BP. Enemy Base twv

Agents. Zuykekpipéva, mepthappaver tnv extéleon tov Custom Event DisplayDamage, o onoio xafiotd
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opotd 10 widget DebugHealth yio pucpd ypovikd Sidotnpa, VITOdEKVOOVTOS TO TocO damage mov
apapEtnke amd Tovg TovTovg Long Tov Agent, kKabmg kal To Guvoiikd Tocd Tov Health tov.

Mo va amogevyBei  avemBount epedvion tov widget oe gxfBpovg mov dev pmopovv va dgybodv damage
amo Tupopaykd, 1 extéleon avtov Tov Custom Event mepiopiletar povo 6tovg exfpoic mov dev aviKovy
otov oo Android. O éheyyog avtog emiTuyyaveTol pécw g petafintig EnemyType (Enum), 1 omoia
kaBopilel Tov Mo tov Agent. Q¢ amotéleoua, to DisplayDamage mapodeinetal, omoTpémovtag TV
eupdvion tov widget yio gx0povg mov dev mANTTOVTOL OO GULUPOTIKG TVPOUAYIKE. XTN GULVEYELQ,
kaieiton To function HitReactionAnims, to omoio givar vebBuvo yio v evepyomoinom tov animation
avtidpaong kota v amodoyn damage. Xvykekpiuéva, avamoapayetol to HitReactionAnimation, to omoio
amekovilel Tov Agent va eKTEAEl U0l OTOTOUN KivNon ovTidpaoNS, CNUOTOSOTMOVTOG TNV EMLTUYNUEVN
emifeomn pe peaMoTikd Tpdmo. 1o onpeio avtd, ypnotponoteital To node SwitchOnDamageResponse ot
petafint DamageResponse, Tpokeiuévov va evepyomombovv ot katddinieg é£odot ektédeong Yo Kabe
TOTO avTidpaong mov mpokaAel 1) emifeon, 6mwg Stun, Stagger, Fall Damage, «.4.

Té\og, To function oAoKANPOVETOL LETABAAAOVTOC TV KATAGTOOT GUUTEPLPOPES Tov Agent Ge embeTIKN,
epooov o DamageCauser dgv avikel otnyv id1o opddo pe tov Agent. O EAeyyog AVTOG ETTUYYAVETAL LECH
mg avaxtong tov appod g opadag otnv omoion ovikel o DamageCauser, uéco tov function
GetTeamNumber. O apBpog e opddag amodniedetar otn perafint TeamNumber (Integer), | omoia
avatifetor oe kabe Damageable Actor kol ypNGUUOTOLEITOL Y10 TO OLOYOPICUO GUUUAY®V Omd [N
GLUUAYOVC. Xg 0T TO project, o waiktng AauPavel my Tyun 1, evéd kdbe Agent Aapupdver v Tun 2. Me
avtdv TOV TpOTO, 0 Agent dev Ba aALAEEL TNV KatdoTaoT Tov av To damage mponAbe amd cvupayo Agent,
eved Oo evepynoetl embetikd v to damage mponAide and avtimaro. To didypappo ¢ LAOTOINONG TOL
DamageResponse evoc Agent mopovsialetor otny ewova 15.

v 4= x

DamageResponse

¢

Ewova 15. DamageResponse (Agents)

AOY®D TOV EWBIKOV OTOLTHCE®V TOL TAPOVTOG project, kabdg kot TV meplopocUEvev dabdéciumy assets,
Yo TV TpéYovca vAomoinon vmootnpiletor pévo M ovtidpacn oe damage mov mpokaAieiton omd
mopopoykd pécm g e£0dov extédeong DefHitReactionAnimation. [Tapdla avtd, o TpoOTOG AVATTVENG
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EMUTPEMEL TNV TPOCHNKN EMTAEOV KMOKO Y10 TNV EPAPUOYT EWVIKDV EPE, YOV Kol GAADV OVTIOPAGEDY
vio K6Oe pio amod Tig dStopopetikég avtidpdoelg mov opilovtal oto Enum, kabmg kot tv tpoctnkn véwv
TOMOV AVTIOPAONG GTO LEALOV.

DamageResponse (Player): (CustomEvent): To Custom Event DamageResponse ekteAel Tig evépyeleg
oV epopuolovtol 6tav o maiktng d0éxeton damage ko vAomotgitar 6to blueprint CBP_SandboxCharacter
TOV KT, Zuykekpiéva, to event ypnoiponotlel to node PlayWorldCameraShake, to onoio mpokaAei
oTlyloio, Kivnon ¢ KApepag Tov okt HE Tuyoio TpOmo, TPOKEWEVOL Vo amodobel 1 évioon NG
oTIyUNG Ko va evioyvBel n aicOnon epfodiong, eldomoidvtog TopdAANAL TOV TOIKTY Yol TO YEYOVOG TNG
enibeong. Avt n kivinon ¢ kduepag cvvielel otn Snuovpyio UOG 7O EVIOVIG KOl PENAIGTIKNAG
aicOnong katd t Jdpkeln TV eMBECEDY, EVIGYVOVTOG TN GLVOALKN gpmelpia Tov ypnotn. Emumiéov,
kaAeiton To Custom Event DamageFX Module tov widget HUD Main, to omoio 8€yetol ¢ €ic0do
petafinty DamageResponse kot gpeavilel avtiototyeg evoeifelg damage otv 006vn 0L TOUKTY
oOLPMOVA, LLE TOV TOTTO TNG enifeonc, OTwg aivetan oty ewova 20. H gpepdvion avtdv tov evdeitemv 6To
Ul mopéyel 6ToV TTOUKTN OTTIKY OVOTPOPOOOTNOT GYETIKA Ue TNV emidpact tov damage mov €yel deyTel.
Ye avto 10 onuelo, glvar duvatr 1 TpocHnkn emmALov €€, OTMG Ot oL oyeTilovtan pe tnv damage 1|
damage animations, TpokeWEVOL va evioyvbel Tepattépw 1 oNuavor Tov Yeyovotog. To didypappa g
vAomoinong tov DamageResponse evdg Agent Tapovoidletal oty ikova, 16.

[
o154 P

DamageResponse (Player)

Weapon HUD
¢ DamageResponse “& Damage FX Module
f Play World Camera Shake Target | DM

Damage Response Target
Damage Causer = Damage Response
JF Get World Location = » Epicenter
Target i ' e Con /

A Inner Radius [ 0,0]
Target Return Value @ ~ —

T — Outer Radius [400,0 |
Camera
Falloff [ 1,0

Orient Shake Towards Epicenter

Ewova 16. DamageResponse (Player)

Avagpopikd pe tig petapintég DamageResponse kot DamageCauser, avtég pmopovv va aglomombovv
KoTA TN OpKELN TNG EKTEAEOTG TOV event Yo TNV avVATTLEN TEPUUTEP® EVEPYELDV, OTMS 1| EPOPLOYN
OLOPOPETIKOV TOTWV OvVATPOPOOOTNONG N €QE, avaioya He To €100 Tov damage 1 Tov OpAcTN NG
emifeong. H dvvatomta aflomoinong ovtdv tov petafAntdv umopel vo cuuPdAiel otnv mePUUTEP®
eatopikenon g avTidpaomng ToL TAIKTN KOl 6TV EVIoYLOT TG SUVOUIKNG TOV TOLYVISL0V.
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Death (Agents): Katd v extéheon tov Custom Event Death yia évav Agent, kakeiton to Custom Event
DeathWrapper, to onoio 6&yetal wg gicodo tn petafint IsByTakedown (Boolean) kot Asttovpyei ¢ o
Boaotkdg KOdKag oV TEPLOUPAVEL OLEG TIC EVEPYELEG TTOL oYeTiCovTal e TV eEovdetépwon evog NPC.
To DeathWrapper nepirapfaver v eppaviorn tov Loot mov kepdilel o maiktng petd v e£ovdetépmon
Tov Agent, Tig eWbomooelc oto Ul yio tnv €vdeién tov yeyovotog, kobmg kot v exiotpopn Tov attack
tokens mov evdeyouévmg €xovv deopevtel Katd TN OdpKew tng poyng. Emmiéov, mepiropfaver tnv
aAlayn Tov Behavior State otnv katdotaon Dead yuo tov Agent, kabmd¢ kot Aettovpyiec mov apopohy To
Quest System, 10 00{0 ETTPEMEL TNV OAOKANPMGN GTOGTOADY 1| TNV EVIUEPMOOT] TNE TPOOSOL GE TLYOV
evepyég amootoAég. TENOC, €KTEAODVTIOL OMTIKOOKOVOTIKG €PE Tov vROoypapuilovv ) Swudikacio Tng
€E0VOETEPMONG, OTTMOC EPE YOV KoL animation.

H ypnon tov DeathWrapper emitpénel tn S10popomoincn T@V AELTOVPYIDV TOL EKTEAOLVTOL OVAAOYQ UE
Tov 1pomo e&ovdetépmang Tov Agent. Tvykekpiuéva, to DeathWrapper extehel dopopeticég evépyeleg
avéioya pe to ov o Agent eEovdetepmvetol pécm tov function TakeDamage (m.y. mopopoykd) 1 av n
e€ovdetépmon mpayuportonoleitor pécw g evépyswag Takedown, katd tnv omoio 1 cvvaptnon
TakeDamage dev ypnoponoteitor. Ot gvépyeieg mov mepthapfavovtor 6to DeathWrapper kot o Tpdmog
OV AVTEG SLOPOPOTOLOVVTOL TTEPLYPAPOVTAL OVAAVTIKA GTO VITOKEPAANLO 8.7.

Death (CBP_SandboxCharacter): Xe avtd 10 event, opoim, KOAODVTOL Ol OTOPOITNTEG EVEPYEIEG OV
aQopolV otV €E0VOETEPMOT TOV KT, cvurepAapfavouévng e €£600v amd to Tayvidl, Kabdg To
mode tov Touyvidov givor Single Player. Xvykekpiuéva, to node PlaySound2D avamopdyet Evav qyo Ul
OV GNUATOOOTEL TOV TEPUATICUO TOL Taryvidov, kal 1 petafintn IsDead tov component maipvetr tnv
TN true, VTOJEIKVOOVTAG TNV OAAMYT KaTAoTaoTg Tov ikt eovdetepmuévo. Akorovbwmg, to, nodes
StopAnimMontage (null), SetSimulatePhysics (true), SetCollisionEnabled (QueryAndPhysics),
SloKkOTTOLY TO TPEYOV animation TOL TAUKTN, EVM TAVTOYPOVE EVEPYOMOLEITAL 1| PLGIKY| TPOGOUOIMOT)
kivnong (ragdoll), mpokewévov o moikTnNg va. mEGEL 6TO £00POC LE QUGIKO TPOTO, TOPEYOVTOG MO
peOMOTIKY Kivnowoloyia katd v e&ovdetépmon. Emumiéov, to node Disablelnput amevepyomotel ta
TANKTPO €GOOOV TOL TOIKTI Y10, VO UV UTOPOVV Vo YIvOuv GALEC eVEPYELEG KOTA TN OLOPKELN TNG
eEovdetépwonc. [apdriinia,  petafinty CanFire (Boolean) e£aocporilel 6TL omoladnmote evoeXOLEVT
EVEPYOTOUUEVT] TVPOSOTNOT] TOV OTMAICHOV TOL ToikTn Oo SlKOTEl, OTOPEVYOVTOG TNV EKTEAEON
aKoTaAMNA@V evepyeumv. Téhog, 10 node SetAnimlnstanceClass (null) amodeouevel tov Actor amd To
Animation Blueprint yio Adyovg vmoroyiotikod ko6ctovg, evd to Quit Game teppartifel to moyviot,

olorAnpavovtag Tic evépyeteg eEovdetépmong. To didypappo g dadikaciog eaiveton oty ewkova 17.

Ewova 17. Death (CBP_SandboxCharacter)
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Blocked: To custom event Topéyel Tn SuvVATOTNTO EPAPUOYNG AELITOVPYL®DV, OTAV €VOC Actor eKTEAEGEL
emruynuéva €va block o6mwg omtikd M MynTk& €€, animations, evdegifelg Ul k.o 10 cuyKeKpuévo
project, AOY® OLOPOPETIKOD GYESOCUOV TAOV PNYOVIKOV, Ogv gpapudotnkay kivioelg block, pe
amoTéleco v Uy avamtuybodv ot oyeTikéc Agttovpyieg. Qotoco, M ewovo 18 meprapfaver po
gvogyouevn viomoinon oto blueprint Tov maikT, KoTd TV 0TOiR 0 XPOVOC TOV ALY VIOV EXPPASHVETUL
péom tov node SetGlobalTimeDilation kot ta TAAKTPA £16650VL amevepyomoloHval, Sac@aAilovTog Tnv
avermnpéaotn ektéheon tov function. EmmAéov, avamoapdystor £€vo animation wov omeikovilel Tov maik
va ekterel v evépyeto Block. Katd tnv olokipwon tov animation, 0 ypovog Tov oty vidloh NGTPEPEL
oTNV apyKn Tov Katdotaon, N petafinty IsBlocked tov component apyukomolgiton Kot to TANKTPO
€10000V TOL TaikTn Kobiotavrolr kot mwodt evepyd. Téhog, m petaPinty CanBeParried pmopel vo
a&lomomBel v v avamapoywyn SOPOPETIKOV animations GOUP®VO HE TOV TPOTO 7OV 1) ATOPLYN
TPOYLOTOTO ONKE.

Blocked (Player)

Ewova 18. Blocked

5.1.5. Damage Indicators (UI)
Mo vo amotvmwbei omtikd 1 amddoon damage amd tov maiktn mpog Evav Agent Kol OVIIGTPOYUA,

onuovpyndnkav dvo User Widget Blueprints, to DebugHealth kot RadialHealthBar.

DebugHealth (Agents) (User Widget): To DebugHealth gugovileton yio k0 Agent mov dev avrkel otov
tono Android, kKa0e popd mov déyetar peimon otovg TOHVTOLG {ONG TOL. XTO TANIGIO TOL GYESOGUOD TOV
TapOVTOG project, Pactkdg 6TOY0C TG €V AOY® AEITOVPYIOG EIVOL 1] OTTIKOTOINGT TV GUVOAIK®DY TOVIMV
{ong Tov Agent péc TG avTioTOYNG UTdpG, 1 omtoia TapdAinia peavilel To Tocd TG HEI®ONS OVTOV
oe kGBe emibeorm. H viomoinon avty otoyedel oty evioyvon g avTIANY”Ng TOL TOIKTN € GeEVApLOL
udyme. EmmAiéov, n umdpo {one tomobetnOnke o6& ouyKeKpuévn amdoTOc TOVO omd TO YNAOTEPO
onueio tov kabe Agent ko emAéydnie va amodideTor oe Screen Space, OCTE va gival VIO 0paTh, Vo
éxel ovykekpluévo uéyebog avelapttog epmodiny petald Tov maiktn Kot tov Agent 1| TG peta&d Tovg
amOoTOONG Kot 1) KatehBuvor g umdpog vo, eivol TvTo Tpog TOV oK.

H vlomoinon g mepthapfavel v mpocdnkm evog Widget Component oto Parent Blueprint tov Agents
(BP_Enemy Base), 10 onoio ypnoyomoieiton omd kdbe vmokAdon avtov tov Actor. Avtd 1o Widget
Component mopéyel o empaveln omodoong tov optopévov Widget (DebugHealth) oto tpiodidotato

nepPdiiov. 1o Blueprint tov Widget mpootédnkav dbo Progress Bars, tomofemuéva 10 éva méveo oto
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GALO, e OTOYO VO EVIUEPOVOVTAL TAVTOYPOVA PACEL TNG TPEYOVOAG TIUNG TV TOVTIOV (one. To mpdto
Progress Bar &yet kOKKIVO ¥pdLL0l KOl EVIUEPDOVETAL YOPIC KABLGTEPNOT, OVTITPOGHOTEVOVTOC TO HEYEDOG
tov Damage, oe avtifeon pe 10 d€0TEPO OV AVTITPOCMOTEVEL TOVG VIOAEWOUEVOVG TOVTOVG {ong. Me
avtd ToV TPOTO, OTaV To Widget yivel eppavéc, anotvrndverar To péyebog tov Damage o€ oyéon e tovg
VIOAELTOEVOLE TOVTOVS (NG,

Emumhéov, evtog tov Widget onovpyndnkav ta functions GetPercent DMG kou RedBarReaction, ta
omoio evnuepdvouvy TG avtiotoryeg TwéG Tov Progress Bars péowm tov Tdv mov mapéyoviol and To
DamageSystem. Xvykekpipéva, onpovpynonie n petofintn DamageableActor tomov BPI Damageable,
amo v omoia avaktovTor ot petafintéc Health kon MaxHealth, péom tov functions GetCurrentHealth
ka1 GetMaxHealth, ot omoieg dtopodvtan yio va dnpovpyncovy 10 Tocootd oL Oa dexbel wg gicodo To
Progress Bar. Ta 6vo functions eivor moavopotdtumo pe ) opopd tng Tung tov node Lerp, mov
¥PNoLoTolEiTaL TPV TV evnuépmaon tov Progress Bar, yio va emitevybel n otadiokn evnuépmoT TV
TIHAOV pe dtapopetikos ypdvovs. Ta functions evnuépwong g purdpog {ong tov Actors Tapovoidlovtan
otV €kova 19 kot 1 ewdvo 20 amekovilel to Widget evtdc tov mayvidlov katd to opykd 6Tdd1o
avanTuéng.

[ Red Bar Reaction
P—0

~ @ Taget  MaxHealth @

F Get Max Health F Gel Current Health
rcent DMG et aiges s

P-==-b » » »
® Tagel  MaxHealth @ , @ Targel Health @

add pin @

Retum Yalue @

Ewova 19. DebugHealth Widget Blueprints

74



NG MANS LAND 3:26.3

Ewkova 20. DebugHealth Widget

RadialProgressBar (Player) (User Widget): To RadialProgressBar amotekei to Health Indicator yio tov
moikTn Ko epapuolel avtiotoryn Aoyikn pe avtn tov DebugHealth yio v evnuépwon tov. Qotdc0, TO
ovykekpiévo Widget sivon pépog tov Pacikod Ul tov naiken, 1o onoio mapapével povipmg epeavec. Mio
aKOUN S1opopd glval TG To YA ival MUKOKAL0, KATL To omoio amattei T dnpovpyia evog Material
Kol TV avabeon avtov va mpofdiietor og ewkdve oto Ul, kabog de dartiBeton emioyn Progress Bar
GYNLOTOG MHKVKATIOL amd v pnyoavi. Ta tov Adyo avtdv, onuovpynnke po ewcovo pe ypnon Al and
) oelida Leonardo Al n omoia mpootébnke oto Material Radial HealthBar. H Aoyim mov mepiéyet to
Material yopiler v ewkova oe 4 TeTOpTNUOPLY, TO, OTOLNL KOAVTTOVTOV OTOKOADTTOVTOL PBAGEL NG
petapintig HealthPercentage (Scalar), mpoypotomoidviag KIViGELS TPOTOV-TETAPTOV TETAPTNUOPLOV,
Kkatd v anddoorn Damage/Heal. Me avtd tov tpomo, 660 1 TN TG UETAPANTAG HEYOADVEL, COUPOVA
pe To Damage mov el 6exbei o maiktng, N urdpa {oNG PiKpaiver.

Ewova 21. RadialProgressBar Material Blueprint
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Téhog, Yo TNV OUOAR EVNUEPMOT] TV THMV KoL TNV ToVTOYXpovn amddoon Tov Tiuov Damage kot
GUVOMKNG vToAemdpevnc (ong, Onpovpynonkoy 600 aKOUN TOVOLOLOTUTIEG EIKOVEG UE YPDUN KOKKIVO
Kot AEVKO, ot omoieg TomoBeTnONKavV N pio TAV® otV GAATN, aKoAOVOMVTOG T AOYIKY) VAOTOINGNG TOL
DebugHealth Tov Agents’s. O kddikag Tov Material paiveror otny eucova 21 kor 1 eikova 22 anewkovilet
ta. dvo Damage Indicators (tov Agents kol TOV TOiKT™), TN OTIYUR TOL d&OvTOL TawTOYpova Damage
KaTd T d1dpKeLlo Tov gameplay, 6TO TEAMKO GTAd0 OVATTLENG TOL TTaLVISL0D.

NO MANS LAND 8M4.1.3

Ewkova 22. Damage Indicators

5.2. BPI Damageable
To DamageSystem evoouatovel éva Blueprint Interface (BPI) asset ywo tqv kAfon Tov Kowov
Aetrtovpylidv tov component, Stoc@aAilovtag TN péyotn eveMéilo Kol TNV ENEKTACIUOTNTO TOV
AELTOVPYIDV TOV GLGTHLOTOC UE OTOSOTIKO TPOTO.

370 TAOUGLO TOL GLYKEKPLUEVOD project, Tupodotovvtal ToAlamAd functions Ta omoic ekTeELOVV EVEPYELEC
KOl OvOoKTOOV M TPOTomolovy UetafAntés ocvumepiiapfovopévav ovtov tov BPC DamageSystem
component. H yprion evog BPI emitpénel tov opiopd avtdv tov functions kot tnv avamtuén tovg og
eminedo Actor, mopEyovtag T dLVATOTNTO TPOCAPUOYNG KOl ETEKTACTG TMV EVEPYEIDMV OVOAOYO WE TIG
avaykeg kdbe Actor. Zuykekpipéva, Kabopilel Tig petafAntég €16660v Kot 6660V TOLV ¥PNGULOTOIOVVTAL
am6 kaBe function ko avorifetar oe OAOVG TOVG Actors OV OTOULTOVV TNV EQPAPUOYN TOV &V AOY®
AETOVPYIDV.

H viomoinon twv functions wov opilovion oto Interface evoouatdveror oto blueprint tov kabe Actor, e
TIG EVEPYEIEG VO KANPOVOUOUVTOL o€ kK(Be vrokAdon tov. e mapdderypa, ot vrokAdoelg tov Agents
tomov Ranged kot Android, ot omoieg avamapiotody Tovg £x0podc poumdT Kot Tovg avOpdTOVG TOL
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dtab€Tovy omAopd avtioTotya, eKTEAOLY TNV 1010 EvEpYelo oL VAoToleital 6to BPI function tov parent
blueprint (BP_Enemy Base) tovg, e€aAeipovtag tnv avaykn yio ovamtuén SImAGTUTON KOSIKA.

Emumiéov, ov evépyeieg avtég umopodv va aviikatactafodv 1 va enektafodv oto blueprint kdbe
VIOKAGONG, TOPEXOVTAG TN OVVATOTNTA TPOCHPHOYNG COUE®VO UE TOV TOMO TOL Agent 7OV TIC
ypnowonotel. o mopdderypa, to function Heal pmopei va emextabel yio va avamapdyel dSopopeTikd
MM TG €@€ ava Tomo Agent, evd 1 SLOSIKAGI0 AVATANP®ONG TOV TOVI®V {ONG TOPAUEVEL OUETABANTY.

H mopoddtnon evepysudv mov ektedovvtal omd évav Actor, amoartel Tnv mapoyr] ovagopds avtod Tov
Actor xotd v KAfon g evépyeloc. [a mopaderyua, to function TakeDamage amattel to reference tov
Actor, dote 1 peiwon g vyesiog va mpaypoatonomel oto katdAinio Actor. Luvenmg, 1 ypnon tov BPI
eEaoparilel évav amodoTikd TPOTO KANOTG TV EVEPYEIMV 0td omtolodnmote Blueprint, ywpig v aviykn
xpnong tov CastTo node yio TV Topoyn TG AVAPOPAS, TO 0TTOI0 EVIEXETAL VO AVENGEL TO VITOAOYIGTIKO
KOGTOG G€ MEPMMTMCELG GLVEYOVG KANONG.

Mo v avarntoén tov napamdve Asttovpyidv, to Blueprint Interface BPI Damageable avotédnke oto
tunpa Implemented Interfaces twv Class Settings oto Blueprint tov maiktn (CBP_SandboxCharacter)
kot oto Parent Blueprint tov Agents (BP_Enemy Base). Ileptiaupdver functions yia tnv kAnon kdéde
Aerrovpyiog mov €xel avamtvyfel oto component (0mw¢ Heal won TakeDamage), kabmg kot emmAéov
functions mov emTpENOLY TNV AVAKTNOT N} TNV TPOTONOINCN LETAPANTAOV Y1 TOV TTaikT™ 1| Kamolov Agent,
a6 didpopa Blueprints Tov project.

Agurovpyieg Tov Blueprint Interface:
1. GetCurrentHealth kou GetMaxHealth

Avtd 1o functions emiotpépovv T petafintég Health (Float) xoir MaxHealth (Float), ot omoiec
OvVOKTOVTOL oo To component Tov Actor Kot ametkovifouv avtioTolyo TNV TPEYOLGH KOl TN UEYIOTN TIUN
vyeiog Tov Actor. Xpnoluonmolohviol 6€ SIAPOPEG EVEPYEIEC TOV project oV AmOITOLY TNV OVAKTIOT|
aVTOV TOV TWOV, 0meg oto. functions Medkit (Use) kat Syringe (Use) oto Blueprint tov maiktn, katd ™
SUIPKELD TNG YPNONG OVTIIKEWEVAOV avamANp®ong Tov moviov (ong. Emiong, aflomotovvior evtdg tv
functions GetPercentDMG ka1 Get Health DamageSystem twov Widget blueprints mov apopodv ota
Damage Indicators twv Actos. TéLOC, ¥pNGULOTOI0VVTAL GE EVEPYELEC TOV APOPOVY GTI CLUTEPIPOPH TOL
Agent, 6nwg yio Topaderypa otov Decorator BTD IsHealthLow twv Behavior Trees, o onoiog Agttovpyet
™G GLVONKN TPOKEWEVOL 0 Agent Vo avATANPOGEL TOL TOVTOLG (NG TOV, av awtol BpeBovv e younAE

TIHEC.
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[ Get Max Health [ Return Node
e e e e e e e e e e e e e e e e e
Max Health

P E———

BPC Damage System Target Max Health &

J Get Current Heal... x

Ry = T

Get Current Health B Return Node

»-r—r—tD
A

~ — -

BPC Damage System Target Health

) Health

Ewova 23. GetCurrentHealth kon GetMaxHealth
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2. Heal

To function déxetan g gicodo tn puetafint HealAmmount (Float) 1 onoio vrodeikvidel tov aplfud tov
moviev (ong mov Ba avaxtBovv katd T dadikacio tov Healing, kot kaAel to avtictoyo function Heal
Tov component, emotpéeovtoc ™ petopint NewHealth (Float). [apadeiyparta ypriong nephapupdvovy
ta functions Medkit (Use) kot Syringe (Use) tov Blueprint Tov maiktr, kabog kot to Behavior Tree task
(BTT _Heal), to onoio evepyomoteital 6tav ot movrol {mng Tmv Agents peiwbodv kdtm amd Eva oplopuévo
op1o.

' Heal n ' Return Node

>» —— =0
Heal Amount @ Target New Health @ @ New Health

)» Heal Amount

T T—

BPC Damage System

Ewova 24. Heal

3. TakeDamage

To function 6&yeton g €106d0vg T petoPfAnty Damagelnfo (Structure) kot tov Damage Causer (Actor)
Kot gival veevbuvo yia v epappoyn Tov Damage emiotpépovtag ) petapfint) WasDamaged (Boolean).
H «\non wpaypatomoteiton amd to blueprint Tov dpdotn (m.y. Tov maikty, Tov Agent 1 éva OVTIKEIPEVO
Om®g 0 oOmMMGNOG), Ko ekteleitor oto Blueprint tov Actor mov d0éyeton to Damage, mopéyovtag to
avaykaio reference xotd v kKAfon tov function. Xevapia ypriong meptiapupdvouy v TepinT®on TOLv 0
moiktng Oéxetan 1M mpokaoAel Damage péow embécewv pe mopopoyikd omd to  Blueprints
BP NPC Weapon Base kot BP. WeaponBase tov omiiopov, tig embéoeic tov Agent tomov Android amd
1o Blueprint BP_Enemy_ Android, xafdc kot 6tav o maiktng déyetrar Fall Damage amd to Blueprint
CBP_SandboxChartacter. Evdewctikd, n ewova 25 amewcovilel v kKAnon tov function amd to blueprint
TOL OMMGHOV TV Agents EVAVTIOV TOV TOUKTY], KOTH TNV OTOi0 TOPEXOVTOL Ol OMOLTOVUEVEG TAPALETPOL
nov yopaktpifovv v emibeomn. Akoun, n vAonoinon ota Blueprints Tov Actors @aivetor 6TV €wKova
26.
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% Event Graph

Hit Actor

J Take Damage

»
Hit Actor Target Was Damaged
Damage Info

Damage Causer

':- Make S_Damagelnfo

-

Weapon Damage Damage Amount S § Damage Info

Damage Type S
Projectile

Damage Response S

Should Damage Invincible S

Can be Blocked S
Can be Parried S

Should Force Interrupt S

Ewoéva 25. TakeDamage (input parameters)
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1 F Take Damage 3 -
[ REVCDETELT Ta )amage Systen [ Return Node

Damage Info Target Was Damaged Was Damaged

Damage Causer Damage Info

Damage Causer
N —

BPC Damage System

Ewkoéva 26. TakeDamage

4. IsDead

To function emotpépel ™ petaPint IsDead (Boolean) n omoia yivetar True dtav ot movtol {mng Tov
Actor pundeviotobv. Xpnoomoleital ylo. TNV ovAKTNon NG KOTAGTOONG €vOg Actor, TPOKEUEVOD V.
TVPOS0TNOOVY OPIGUEVEC EVEPYELEG N VO amoTpamel 1 ekTéheon Tovg. o mopddetypa, ypnoomroteitol
ota Behavior Trees tov Agents yio vo Sl0KOTEL 1 EMOETIKY TOVG GUUTEPLPOPA OTAV O TTAUKTNG EXEL
g€ovdetepmwbel. Axoua, amotpénel v ektédeon g evépyelag Takedown Otav évag Agent givor 1om
€E0VOETEPOUEVOG, OLOCPAAILOVTAG TOC TO OMTIKOOKOLGTIKA €pé M M amovop] mwoviov XP mov
nmepthapPavet dev Bo exteElesTOOV.

Return Node
|

2 ——
BPC Damage System Target Is Dead

Ewova 27. IsDead
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5. GetTeamNumber

To function emotpépel ™ petapintm TeamNumber (Integer), n omoio OV AVATAPIGTA TOV GPLOUO TNG
opadog mov Exel avatebel og Evav Actor. XpnoUOTTOIEITOL GE EVEPYEIEG TOV TOUTOLY TOV KAOOPIGHO TNG
ouddag &vog Actor, ywoo TV ektéAeon evepyeidv. [a mapdderypo, oflomoteitar oto function
DamageResponse twv Agents yio vo kaBopiotel 1 endpevn evépyeld Tov, oty mepintmon mov deydet
damage amd évav Actor dta@opeTiknig opdadac. Akoun, ypnolonoteitar evtdg tov Al Controller yio va
kaBopilotei eav Evag Actor Tov leépyetol oty euPéreia opatdtnTag evoc Agent avikel oty 6o opada
Le auTOV, TPOKEUEVOD VO EKTEAEGTEL 1) KATUAANAN COUTEPLPOPA.

6. IsAttacking ko DidPlayerBlock

To mpdto function emotpéper ™ petaPint IsAttacking (Boolean) m omoia yivetow True otov
gvepyomoteiton pio amod Tig embéoeig tov Agents. Mropei va aglomondel og evépyeieg mov oyetifovron pe
v emfetikn Katdotaon evog Agent, OTOC Y0, TOPASEIYUA VO AEITOVPYNGEL OC GUVONKN ATOTPOTNG
gvepyelmv gvog Agent tn otyun mov enttifevtot. Opoimg, to debtepo function emiotpépel T petafinm
IsBlocking (Boolean) n ontoia yiveton True dtav o moiktng mpoypotomotel Kivion amopuyng Kot Uropel va
ypnowonombel oe omotodmote onueio amarteitor n avayvoon g Ta functions avomtoyOnkov yio
HEALOVTIKY| ovEmTUEN AEITOVPYIDV, MGTOCO GTN CLYKEKPEVT £KS0GT TOL project 1 yp1on Tovg dev NTOV
amopoitnen.

7. ReseveAttackToken ka1 ReturnAttackToken

Avtd 1o functions mapgyovv Evav VEMKTO TPOTO EKTEAEOTC TOV avTioTolywv functions Tov component
BPC_DamageSystem oand dtapopetikd Blueprints. Xpnotporotovvtot yio tov Kafopiopd g eKTéAeoNg
emifeong evog Agent ki evtdocoviol 6to mAaiclo tov TokenSystem, tov cuotiuatog mov cyetileTan
dpeco pe v vAomoinon g emBeTIKNG ocvumeplpopdg tov Agent. Or Aemwtopépeieg tov TokenSystem
avaADOVTOL 6TO KEQPAALO 8.

6. NPC Blueprints

O o16)0G TOL TOPOVTOG project eivan 1 evoopdtwon NPC yopaktipwv, ot onoiotl dtabétovv Eva GHvoro
KOW®V POCIKOV AEITOLPYIDV KOl YOPUKTNPICTIKOV, EVEO TAVTOXPOVE TOPOVGIALOVY  OLGIMOEIS
SLOLPOPOTOCELS OE EMPEPOVG TOUEIC TOL TayvidLoD. Ot d10pOPOTOINCELS AVTEC OTOPPEOLY AT TOV TOHTTO
KOs Agent ko ekteivovtor o TOAAOTAEC OWIOTACELS TNC VAOTOINGCNG TOVG. ZUYKEKPIUEVOQ,
TEPMAUPAVOLV JPOPEG GTNV EEMTEPIKT EUPAVIOT], TNV KIVNGLoAOYid, KOOMG Kol 6ToV ££0MAIGHO TTOL
@épovv. Ilepartépm S10PpOPOTOINGELS APOPOVY GTOV TPOTO CUUTEPLPOPAS Kol avTidpaong tov Agents oe
Sapopa SLVALLKA YEYOVOTA EVTOG TOL TTALYVIdL00, KaBMG kol oTn eOoT TG AAANAETIOPOCHG TOVG LLE TOV
TOKTY), OGS Y10 TUPASELYILO. GTOV TPOTO LE TOV OTOI0 OVTOTOKPIVOVTOL 1] AVTIUETOTILOVTOL ad ALTOV.
Emumpocbitme, dopopomompéva ival ta opéln mov amokopilel o maikg amd v eE0VdETEPWOOT TOVG,
omwg ot movrol eumelpiog (XP) mov amodidovron kot ta avtikeipeva (Loot) mov amoxtdvrol. Téhog,
TOPOTNPOVVTAL SLOPOPEG KOl GTO EMIMESO NG aUGONTIKNG avomapdoToong, OmMG GTNV OVOTUPOYMYT|
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LOVOOIKAOV OTTUKOOKOVOTIKOV €PE, PETAED TV omoimv meptiapfdvovtor e&otopikevpéva animations,
nyMTKoi S1ahoyot Kot E101KE eQE.

Ot SQOPOTONCELS AVTEC €VIOYLOLY TNV aicOnon moucdMog Kot SldpacTIKOTNTAS GTO ToLyVidt,
TPOCPEPOVTOC GTOV TOIKTN [0, SUVOULKT] EUTELPIO OOV Ol EMAOYEC Kol Ol ATOPAGEIC TOV £XOVV GUECT|
eMidpaon TNV CAANAETIOPAOT) LUE TOVG YUPOUKTIPES Kot TNV EEEMEN TNG Guvolkng TAoKNG. [Tapdiinia, n
VAOTOINGTN CVTOV TOV SL0POPOTONGEMY TPETEL VO, EE0CPUAEL TNV KAUAK®GN TOVE, EMTPETOVTIOC TV
€0KOAN TPocHnKn VEmV GTolYEl®Y, OTTMG VEN OTTAN Y10 TOVG Agents, TNV EVEOUATMGT] SL0POPETIKAOV ELODV
exOpmv pe povadtkég Suvapelg kot advvapies, Kot Ty Tpootnkm véwov nyntikedv epé. Oha avtd mpénet vo
emTuyydvovior yopic va emnnpedletol apvnTikd 1 omwdd06T TOV CLGTHHOTOS, &Eac@aAiiloviag T
BedtioTomoiNoN TOV AELITOLPYIOV KO TNV OTOS0TIKH PO TOV VTOAOYIGTIK®OV TOP®V.

Mo ™y ernitevén tov mopamdve otoxwv, Oonuovpyndnke mn Pacwkn kidon Parent Blueprint
(BP_EnemyBase), n omoia mepthapPdvel OAeg Tig KOWES UETAPANTES KOt AELTOVPYIEG TOV APOPOVY GTOVG
Agents. o mapdderypo, ooty M KAGon TEPAOUPAVEL TIG EVEPYEIEC TOV EKTEAOVVTOL KOATH TNV
eEovodetépmon evog Agent. Amod avtiv v KAdom Parent Blueprint dnutovpyodvtar vroxddoelg Child
Blueprints, ot omoieg kAnpovopovv 1t Aegtitovpyikotnta tov BP_EnemyBase o emtpémovv v
TPOTOTOINGT M| TNV EMEKTACT CLYKEKPIUEVAOV AEITOVPYIDV, TPOCOEPOVTOG vEMEiD Katl TN duvatdTnTa
npocnkne e€atopukevpévay yopaktnplotikov. H dopn avtn emtpénel v emavaypnoionoinon tov
Aertovpyidv o moAlomAd Blueprints, eAayloTOTO®VTAG TNV ETAVAANYN KOSIKO Kol SIEVKOADVOVTOC TN
dtaxeipion tov £pyov kot ¢ amocoipdtmons. Ewwotepa, and to BP EnemyBase dnuiovpyndnkov
Tpelg Poaoikéc vmokAdoelg yw tovg Tomovg €xOpdv BP Enemy Pistol, BP _Enemy Rifle, ot
BP Enemy Android, ot omoieg mpocOitouv emmAéov Aeltovpyiec TOV  0QOPOLV T  dliTEPQ
YOPOUKTNPLOTIKA KAOe TOmoL. o mapddetypna, o animations Tov avamapdyoviol Kotd tnv 6mAon evog
Agent tomov Pistol Sapépovv amd exeiva Tov tomov Rifle, yeyovdg mov evioyvel tov peaAlopd g
GUUTEPLPOPES TV YOPAUKTPOV.

Me v dmapén avtdv Tov Tplov Pacikodv vrokidceny, dnuovpyndnkav emimAéov Child Blueprints yia
kd0e tomo Agent (m.y. Pistol kou Rifle), oto omoia mpootébnkav mo egedikevpéveg Aettovpyieg Kot
avatédnkov  véa Assets ontikrig dwpopomoinonc.  Evdewktikd, ta  BPc Pistol Male 1 ko
BPc_Pistol Female 1 kAnpovopodv oieg tig Asttovpyieg tov BP EnemyBase kot tov BP_Enemy Pistol,
napéyoviag veMElol OTNV ETOVOYPNOLUOTOINGCT KOJKO Kot SlevKoAvvovtag TiG Halikés oAhayés oe
YEVIKEC VTTOKAGGELS, EVD TAVTOYPOVH ENLTPETOVY SLOPOPOTOIGEIC KOl ETEKTAGELS TOV AEITOVPYIDV TOVG.

H dwdwacio avt ovveyiletor pe tm onmovpyic morramAdv vmoxkidcewv twv Child Blueprints
BP_Enemy Pistol kax BP_ Enemy Rifle, pe xdpia diapopomoincn Toug ) YEOUETPio TOV GKEAETOV TOVG,
EMTPENOVTOG £TGL OLOPOPETIKES OVOTAPACTAGELS Y10 TOVG YOPAKTIPES. AVTN 1) dLPOPOTOINGT 0POPA TIg
OLOOTAGELG TOV GKELETOV, OTMG Y10 TOPAOELY oL TOL diKpaL, TO 0Toial Elvart S10POPETIKA Y10 TOVG YOPAUKTIPES
Male ko1 Female, pe amotélecpa v katdAAnAn mpocapuoyn tov 0écewv ota OmA, avaioyad UE TO
péyebog ko ) popeoioyia tov kibe Agent (1.). S10POPETIKEG SIUCTACELS AKPMV).

e owtd T0 KEQALO10 Oa ovaAlvHovV aVOAVTIKE T YOPOKTNPLOTIKG TOV Agents Kol 01 DVTTOKATIYOPIEG TOVG,.
¥m ovvéyeln, Ba efetaoctel 1 vAomoinomn tov Parent Blueprint kot T®vV vmokAdcewv TOUL,
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CUUTEPTAQUPOVOUEVOY TOV AEITOVPYIDV TOL GPOPOVY TOV TPOTO KIvNong, TN CLUTEPLPOPH Kl TOV
OTMAG L0, TPOKEIUEVOL VO, EEACPUAGTEL 1) OUOAT EVoOUAT®GT| Tovg ota Behavior Trees tov motyvidiov.

XopaxkTnploTikd KLAGEDV

Ot Agents dwokpivovtal g dVo kOpieg katnyopieg: Human (Ranged) kor Android, ot omoieg cuvBétovv to
ovvolo TV gxBpkav yapaktpwv Enforcers kou Sentinels, cOppova pe tov oyediacud tov Game Design
Document. Ot Human Agents @épovv omha, epférelag kat dlakpivovtor o€ d0o vokatnyopies, Pistol kot
Rifle, Baocel tov eéomhopond mov drobétovv. AvtiBétwg, ot Androids ypnoipomolohv OTAC KOVTIIVIG
QTOGTOOTG, TO, OTTOI0, EVEPYOTOLOVVTAL UTOKAEIGTIKA KOTA TNV EKTEAEGT] TG EMIOEONG TOVC,.

Humans

O Paowkog tpoémoc emiBeong tTov Human Agents Pociletar otn yprion o6miwv tomov Pistol 1 Rifle. Ot
dtopopéc peta&hd Tmv 600 THTMV e0TIAlovY TOG0 TNV TocdTNTa ToLv Damage mov Tpokalohv 6GO Kol 6Ta
OTTIKOOKOVOTIKA €PE TOL GLVOSEVOVV TN ¥PNoTn TV OmAmV Tovg. EmmAéov, ot cuykekpipuévol Agents
umopotv va eovdetepmbovy gite pécm cLUPATIKNG UAYNG €ite LE TNV EKTELEST] TNG ELOIKNG EVEPYELNG
Takedown, vwd v mpodmdOeon 611 dev €xovv avtiinebel v mopovsio tov waikt. H Takedown
amoteAel Pocikn pNyoviK TOv moVISOD KOl CLVERAyeTol TNV AUECT €EOVIMON TOL  GTOYOV,
aveEaptTog TV Tovimv {mng mov dtabétel, Onmg avaidetal 6To kKePAiato 9.

Ot Human Agents daxpivovton mepattépm o€ apoevikovs kot OnAvkols yapaKtmpec, e SlopopoTOCELS
OTNV ONTIK GMEKOVIOT Kol TNV Kivnololoyia tovg. EmmpocOétwg, umopodv va Ppickovtol gite oe
katdotaon Unarmed, yopic 6mho, cuvnBwmg dtav meptmorodv 1 avalntody Tov moiktr, 1€ 68 KATAGTOO
Armed, pe ta ovtioTtoryo animations vo TpocoprofovIol avaloya HE TV ToyVTNTO Kol TV Katevfuvon
g xivnong (w.y. Idle, Walk, Jog, Sprint).

H nymruc ameikdvion evioybel Tepaitépm Tov peaMopo, kabdg ta nynTkd epé dSrapépovv avaioya Le TO
QOLO TOV YOPOKTAPOV, EVAO Ol MOl TOV Pnudtov gival puowkol oe avtifeon pe tovg Androids, Gtovg
omoiovg omodideTon UHETOAAIKOG Myos. EmutAéov, katd tm Afqyn Damage, ot Human yopoxthpeg
ovvodevovTal amd EpE aipnatog, evd 6tovg Androids ¥pNGUYLOTOIOVVTOL EQE NAEKTPIGUOV.

H mopoandveo moAvmlokotnTo amaltel TNV EVOOUATMOGCT J0POPETIKMY GKEAETIKMOV dopmv yio kdbe NPC,
v avantuén Eexopilotdv animation blendspaces aviloya pe v katnyopio Kot To gOA0, kabdg Kot TV
TPOGOPLOYT TNG TOTOBETNONG TOV OMAGHOD GTOV avTioTolyo okeAeTd. H viomoinon tov mymTikdv pé
ocuvdéetonl dueca pe v ovdmtuén tov Behavior Trees kot tnv evépyeio Takedown, kot Bo avaAivBei
EKTEVEGTEPO GTO, GYETIKG, KEPAAULAL.

Androids

Ot Androids ypnoiponotodv og kKopla popen emxibeong v evépyela Aerial Attack, po e01kn punyovikn
Katd v omola gktofgvovtor mpog T Béomn tov moaiktn kot emtiBevrol and KOVIvh amOGTOCY| UE TN
yxpfon orabod. Ot Agents avtrg tng katnyopiag gival dtpmtol oe embécelg e copPatikd onAiopd Kot
umopotv va g&ovdetepmbovy amokAeloTikd pécm g evépyelag Takedown, n omoio kabictatol epikth
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VIO CLYKEKPIUEVEG GLUVONKEG: OTaV O TaikTNg Ogv €xel yivel avtiAnmtog, otav €xel ypnopomombei o
avtikeipevo DataWorm yia thv adpavoroinot tovg i 6tav £xel amopevybei emtuymg n Aerial Attack. H
VAOTOINGT CLTAOV TOV UNYOVICUDV TEPTYPAPETOL AVOAVTIKG GTO KEPAALO 8.

Extog amd Tig aioOnTikég Kor MynTIKEG SlopopoTomcel; o oyéon ue tovg Humans, or Androids
Topovctalovy Kot Slokpith anekovion oto Minimap tov UL Xvykekpipéva, 0tav 0 maiktng evepyonotel
TN Agrtovpyio 6apmong Yo v aviyvevon Kovivev ex0pav, ot Androids supaviCovtor pe pof évoeién,
eved ot Humans pe koxkwvn. EmmAéov, to Loot mov amodidetor petd v e€ovdetépmon SlagépeL: ot
Androids mpoopépovv Kupimg avtikeipeva Omwg DataWorms, ypfiioito yio v odpovomroinctn Tovg,
ka0d¢ kot Shards, To vouicpo Tov Tayvidlod, eved ot Humans mapéyovv kupimg mupopayikd.

6.1.  Parent Blueprint
H vlomoinon g Baotkng KAdong exOpikdv YopaKTHp®V TPAYUATOTONONKE HEC® TG dNUIOLPYING TOV
Parent Blueprint pe v ovoupacio BP Enemy Base. Qg Bdon ypnoponomdnie 1 mpokobopiopévn
KAaon yapoaktipa tov mokétov Third Person mov mapéyetor amd tnv Unreal Engine, m omoia
EVOOLATOVEL BEPeEM®ON GTot El0 amapaitnTa Yo TV avATTLEN VO ActTovpytkov gxBpucod Agent. Avtd
nmepthappdavovv to CharacterMovementComponent, T0 0oio miTpENEL TNV Kivnon tov Actor 6Tov Y®mpo,
kaOfdc kot to Skeletal Mesh, to omoio aflomomOnke ¢ 00NYOC YO TNV EVOOUATMOOYN KOl
TOPOUETPOTOINOT] SLUPOPETIKMOV CKEAETMOV, EMLTPETOVTOS TNV OTTIKY dlapopornoinon twv Human Agents.

INo mv exitevén ™mg ocvpPatdmrog petald SPOPETIKOV CKEAETOV Kol animations, eQAPUOGTNKE 1|
teyvikn IK Retargeting, 1 onoio enttpénel T PETAPOPE 1| TPOGUPHUOYT KIVICEMVY GO EVAV YOPUKTIPO GE
dAdov, Paciopévn oe Inverse Kinematics (IK). Ilpokeipuévou va emitevydei cGuvoyn Kot opolopopeio 6Tig
KIVAOELS, oLyKevipmbnkav o€ €vo Pondntikd project 6Ao To animations 7oL ¥PNGUYOTOLOVLVTAL GTO
ocvotnua glevBeprg kivnooroyiog (Locomotion) twv Agents Kot £ytve 1 dtadikocio retargeting omd Tovg
TPMTOYEVEIC OKEAETOVS GTOVG 0TTOI0VG Elyav apyIKd oyedlooTel, TPog Tov Pacikd okehetd SK Mannequin
tov Unreal Engine 5. AxoAo0Bwg, dnuiovpyndnkov ta katdAinio Blendspaces yia ke xatnyopia
yopoktnpov (w.y. Male, Female, Android), kafmg kot yio TIG EMUEPOVS KOTAGTAGES 0T Armed Kot
Unarmed. To Blendspaces evoouatd@dnkav ce éva evoroinuévo Animation Blueprint pe tv ovopocio.
ABP _Enemies Merged, 1o onoio ypnotponoeitol kaforkd and 6Aovg toug NPC yopaktipes. Eviog tov
Animation Blueprint ovomtOyOnkav pnyovicuol ywoo v ovayvoorn Kpiciumv UeTtafAntov Kot T
dlevkOALVOT TG EMKOvVaViog Le Ta avtiotorya Blueprints tov Actor kot tov Al Controller tovg.

Emutiéov, oe kdbe Actor mpootébnkav ot avtiotolyol okeAetol, EviOg TV 0omoimv Kabopiotnkay To
onuelo gpedviong Kot TomofEong Tov oTAIGHoD Tov gkdotote Agent, avaloyo Le TNV KoTnyopio Kot
Tov tomo tov. [ Adyovg Peltictomoinomg TG OOUNG, EMAVOYPTGULOTOINONG TOL KOOIKO Kot
opyavouévng dayeipiong, ta Assets mov oyetiCovtal pe T embéoelg Tov Agents ovartdyOnkav oe
Eeywplotd Blueprint, coppova pe v apyttektovikr Parent-Child Blueprint, axolovfdvrtag v i
QIA0GO0PTi0, 6YESIOTG TOV EPUPUOGTNKE KOl GTOVG £XOPIKOVG YOPAKTAPES.
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6.2. IKRig & IK Retargeting

AOY® TG AVAYKNG EVOMUATOOTNG TOALATADY YUPUKTP®V LE SLUPOPETIKOVG GKEAETOVS Kot TNG emfupiog
OTOPLYNG AVTLYPOENS KOl ETAVAYPTOILOTONOoNG TV (dlwv Kivijoewy (animations) yio kéOe O10popeTIKO
okehetd, vioBetOnke M TEYVIKN TOL retargeting e mpayuatikd ypovo (real-time IK retargeting). H
TPOCEYYIoT OVTH eMTPENEL og kdBe Actor va ypnoiponolel tov PBoacikd okeietd SK Mannequin tov
Unreal Engine 5, o onoiog mapapével 00patog Katd to gameplay, ¢ anyn ava@opds yio, Ty Kivnon, evod
o1 dtopopeTikoi okeretol mov £yovv avatedel atoug NPC yapaktipeg 0koAovBovv Tig KIVIOEL TOL PHECH
tov cvotiuoatog IK Retargeter (Epic Games, n.d.).

o ™ ypnon g teyvikng IK Retargeting, dnuovpyndnke éva IK Rig Asset yio kébe yopaxtpa mov
ovpupetéyel ot dwdikacio, T0co Yo tov yopaktpa mnyng (Source Character), omd tov omoio
TPoEPYovTal To animations, 6060 kot yw tov yopaktipa otdyo (Target Character), otov omoio
epappolovrat. To IK Rig opiletl to chvoro tov apbpdoeny kol TV dopukdv ototyeimv (joints and bones)
evOg OKEAETOD Kol yprowomoleitar ywoo v kabodynon g kivnong. H teyvikn avtny mapéyet
SuVATOTNTO AVOTOPAYMYNS TOVOUOLOTUTIMV KIVIICEMY GE YOPUKTNPEC UE ETEPOYEVH OVATOWMIKY Ooun,
avegopTNTOG OVOAOYIDY 1 OPYLITEKTOVIKNG OKEAETOV. £T0 MAOiclo NG vAomoinomng, eviog kdbe IK Rig
opiotmke 10 onueio pifog (root) ywn kaBe YOPOKTAPO, TPOKEWEVOL 1 KIVNON VO UETUPEPETOL UE
avoAoylkd Kot peaAloTikd Tpdmo. Iopddiinia, kabopioTnkav To GKPO Kol TO VITOAOLTO GTUOVTIKG
TUNHOTO TOV CAOUOTOG TOL GLUUETEYOVV oTo retargeting, t6co ywo to IK Rig tng mnyng 6co kot tov
otoyov. H dwdwkacio avt apocopotdlel pe v opydvmon rigging oe Aoylopuikd omwg to Autodesk
MotionBuilder /| To Maya, pe t dwopopd 611 otnv Unreal Engine ot kiviioeig avatibevtol pécwm Retarget
Chains ovti pepovopévov octdv. Ot olvcideg ovtég efacpaiilovv eveMéla katd TV €Qapuoyn
KIVAGE®V HETAED YOPOKTNP®Y UE EVIEADC SLUPOPETIKA cLoTNHaTo apdphcewv. Evosiktikd, n sikdva 28
anewovilet éva IK Rig Asset yio tov yapaktipa wnyne.

a
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a
a
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i
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u
il

Ewova 28. IK Rig & Retarget Chains
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Bdoel g mopandve apyitektovikng, onpovpyndnikov Retarget Chains yio 6lo to kOpla oAAG Kot
EMAEYILEVA OEVTEPEVOVTO, GKPO TOV YOPAKTIPMVY. T GUVEXELN, Y10 KAOE VEO GKEAETO dnpovpynOnKe Eva
IK Retargeter Asset, 6to onoio opiotnke g Source IK Rig to IK Mannequin kot og Target IK Rig to
avtiotoryo IK Rig tov empépovg okehetov. Télog, yia tn Aettovpyikn ovvdeot tov IK Retargeting evtog
TOV UNYOVICUOV TOV ToyvidwoD, mpootédnke oto Parent Blueprint (BP _Enemy Base) éva emumiéov
Skeletal Mesh Component, to omoio Aettovpyel ¢ onpeio TomoBETNONG TOV EKAGTOTE OKEAETOD 7OV
npootifetan og kabe Child Blueprint. e ka0 tét010 component, avatibetor Eva Egxwpiotd Animation
Blueprint, o omoio a&tomotei to IK Retargeter Asset péow tov node Retarget Pose From Mesh, émwc
eaiveror oy gwkova 30. Me avtdv Tov Tpomo dratnpeiton eviaio fAcn KIvGE®V Yoo OA0VG Tovg Agents,
ave€opTNT®G OKEAETIKNG SOUNG 1] POAOVL.

* 8 st proses i Slispring AP ositsoess s iy [NEASEAON] < Z:is

RightPinky

Ewova 29. IK Retargeter

A&iler va onueiwdei 6t n uEBod0g avTr cuverdyeTol Le ALENUEVO DTOAOYIOTIKO KOGTOC, KaOMS amaltel
) xpnomn moAramiov IK Retargeters kot empdier v enelepyacio oe Tpaypatikod ¥povo yio kabs Actor
ov gpEavileTon €vtdg TOL TOLVIOOV. ¢ OMOTEAEGHN, GE MEPWTMOELS OTOL TO. Olnbéoiua Assets
EMTPEMOVY T YPNON EVIIOL OkeAETOV Ywpig TNV avdykn real-time retargeting, m amd6d00M TOL
GLOTNHOTOG Lmopel va, BeATiwbel onpovTicd.
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2 AnimGraph

Gutput Pose

ANIMATION GRAPH

2 Ani

Ewoéva 30. Retarget Pose Animation Blueprint

6.3.  Animations kot Blendspaces

IMa v kdAoyn Tov avayKOv Tov Epyov 060V dPopd GTNV KIvNon YopaKTHpmV SlopopeTikon THmov (.Y,
Male, Female, Android, oe xoatootdosic Aware 1 Unaware), a&lomotfnke 1o ovotnuoe Blendspaces g
Unreal Engine 5. Mg 6100 TN 010T1p1 01 TOV KOGTOVE AVATTUENG G YOUNAN EMIMEdA, TPAYLOTOTOONKE
ovAloyn kot emelepyocio animation assets amd nnyéc 6mwe To Mixamo kot Fab, kafog kot and dwpedv
projects 6mwg to Lyra Starter Project.

[ToAAG amd To cvAAeyBévta animations Onpuovpynonioy €ite Yoo SPOPETIKOVC GKEAETOVG €lTe GE
molootepeg exdooelg g unyovng Unreal (w.y. UE 4.7). o v evoopdtoot tovg 610 KHplo project,
dnuovpyndnke éva devtepevov project oty ékdoon UE 5.4.4, gvtog tov omoiov mpaypotonomdnke n
petatpomn (retargeting kot reimport) T@v animations MoTE va. €ival cLUPATAE e TOV EVINi0 GKEAETO 001YO
SK Mannequin. H dwodikacio tov retargeting vmootnpileTol €yyevmg omd Tn Unyovn Ko, OTmg Kot 1
uébodog IK Retargeting, mpodmoétel tnv vmapén evog apyikov (source) kot evog telkov (target) skeletal
mesh, 0nmg mapovcidletor evdeiktikd otnv Ewova 31 (Unreal, n.d.). Q¢ anotéhespo, og avtd 10 project
onpovpyndnke pio. GLAAOYN TOL TEPIAAUPAVE OAOVG TOVG ATUITOVUEVOVG CKEAETOVG KOl TO OVTIGTOLYO
animation assets. Me tn yprion ¢ Agrtovpyiag migration, 0 QAKEAOG L€ TO LETACYNUATIOUEVO animations
evoouatoinke oto KVPLO project, OmOL Kol yprnoyomominke yio T Snuovpyio TOV AVTIGTOL(WOV
Blendspace assets.
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Retarget Animations

w Source

 Target

/N Ready to export! Select animations to export

Export Retarget Assets

Ewova 31. Animation retargeting

H xivnon tov Agents 610 y®po mpoaypatonoleitor pécw tov node AlMoveTo kot tov component
CharacterMovementComponent. To np®to amotelel tov kOufo mwov mapéyet n Unreal Engine yio v
QUTOLOTN TAONYNON YOPOKTINP®V, EVEO TO OEVTEPO OLOYEIPILETAL AETTOUEPDG TIC PUOIKEG TOPAUETPOVG
kivnong, Omw¢ Tto mepmATnUo, GApO, TTOoN Kol oAicOnon. Méow 1tV peTafAntdv  tov
CharacterMovementComponent, 6mwg MaxWalkSpeed, JumpZVelocity, MaxWalkSpeedCrouched «.d.,
kaBopiletoar 1 tayvTNTO Kou TOo €i60¢ NG Kivnong tov yopoktnpo. Ot TWHEG OVTAOV TOV TOPAPETPOV
Swpdlovtar oe mpaypatikd ypoévo omd to Animation Blueprint ko xobopilovv moto animation 6o
avamopoydel péoom tov oavtiotoyov Blendspace. o mopdderypo, pio petafoArn tng TWng TOL
MaxWalkSpeed and 150 oe 500 mpoxaei tnv alAdayr Tov animation ané Walk ce Run. X10 mlaicio tov
OULYKEKPIUEVOD project, ypnolpomotdnikay animations tomov InPlace, to omoia omodidovv v
yevdaichnon g kivnong ympic va HETOKIVOOV TOV YOPOKTAPO oTOV Ydpo. H @uown petatdmion
TpoyuaTonoleitan omd 1o ovotnue thonynong g Unreal Engine, kot 0yt amd to id10 T0o animation (og
avtifeon pe ta RootMotion animations).

YvrreyOévro Animations ka1 Xprion
Ta animations mov emA&yOnKav opyavddnKay avaloya e To TAAICI0 ¥PONS TOVGS:
o [dle Animations (yio Female, Male, Android yopoxtipeg): XpnoilonotoOvTol 6ToV 0 YOpaKTPAG
Oev ektedel KAmolo evEpYeEld (). OTEKETOL OKIVITOG KO OVATTVEEL 1] KOUVAEL EAAPPDOG T YEPLOL

TOV), TPOKELUEVOD VO OTTOPEVYETAL 1] OTOAVTN aKIV Ol

89



o [dle Breaks: Xpnolomolovviol ®G GOVIOUES, aLOBOPUNTES KIVIOELG TOV YIvOvTol TEPLOdIKA KATA
) ddpketa evog Idle Animation yio va tpocBécovy mokiMa Kot peOAMOHO (.. EVOG YOPOKTNPOS
givar o€ Idle Animation kot Eagvikd Evvel 1o Ke@AAL TOv | KO1TALEL YOP® TOV).

o Unaware Locomotion Animations: AmoteAoOv cLAAOYEG amd Animations yio tn onuovpyio
Blendspaces. [lepthappdvoov 6o ta Animations mov KoAOTTOLV TIG TOAVEG KATELOVLVGELS TNG
kivnong tov Agent oTOovV YMPO  OMMG UTPOCTH, To®, 0plotepd, 0eld Kol SloydVia.
Xpnoiponotovvol ot dnpovpyia tpuwv Blendspaces:

= BS F Patrol yio Female Agents
= BS M Patrol yio Male Agents
= BS A 8W yw Android Agents

Ta Blendspaces avtd yopaktnpilovtal Tnv elevbepio TV Xep1OV KaTd TIC KIVIOELS, Kabdg or Agents dev
KPOTOUV KAmo1o 6mho 1 GALO GVTIKEILEVO KOTA TNV AVOTAPOY®YR TOVG. Xpnoiuonotodvial cuvnbmg oe
KOTOGTACELS YOUNANG EMOETIKOTNTOG, OTAV 1] TOPOLGIO TOL TAUKTN OV £XEL YIVEL OVTIANTTN.

e Aware Locomotion Animations: A@opodv KATAGTUCELS OTIG OTOIEG O YOPAKTIPOAG EXEL EVIOTICEL
TOV TToiKTn Kol Kpatd 6mAo. Xpnopomolovvtor 6t dnpovpyio dvo Blendspaces:
= BS M 8W_Pistol yio tovg Agents pe omhopod Pistol
= BS M 8W Rifle AIM yia toug Agents pe omhiopo Rifle

Ta ovykekpéva Blendspaces ypnoipomolovvton amd O6Aovg tovg Ranged yopoxtipeg aveoptitmg
@OLOV, GE KOTAOTAGES VYNANG embeTikdTTag. XNV Tepintmon tov Androids, ypnoonoteitan 1o 1010
BS_A_8W Blendpace.

e Frozen Android Animations: To animations wov ypnoytorotidnkav yio to Blendpace tov Agents
tomov Android (BS A Frozen 8W), to omoio gvepyomoteiton dtav éva Android déxetan emibeon
péom tov oviikelpnévov DataWorm, amewkovilovtag o adpavomompévn Kot SUGAEITOVPYIKN
Klvncloloyia.

Anmovpyia Blendspaces

Evdewctikd, yio 1o BS A 8W, dnovpynOnke éva Blendspace Asset 000 0106TAGEDV UE TOPOUETPOVS TIC
petapintég Direction (float) kon Speed (float). Ot katevBHveelg avtiotolyovv o THES (Y. 90 Yo deud,
135 yio apiotepd, K.0.K.) KOl T0 EXUEPOVE animations TomofeTNONKAY Ge onuEln TOV AVTITPOCOTELOVY
tayvtreg onwg Idle (0), Walk (150), Jog (200) xor Run (500). Ot Tipéc tv pETABANTOV aTOV
evnuepovovtot ord o CharacterMovementComponent kot To Animation Blueprint ce mpaypotikd ypovo,
00MNYOVTAG 6T SuVOIKN EN animations avAaAoya, Le TNV KoTevBuvon Kot TNy TayhTNTo TOV YOPaKTPO.
AxorovBmvtag mapopoto diadtkacio, oyedidotnkay Kot To vrolowma Blendspaces Tov project.
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Ewkova 32. Blendspace (BS_A 8W)

6.4.  Animation blueprint

Mo mv avdBeon tov Blendspaces otovug Agents SlpOPETIKOD TUTOV, TOV OPIGUO TOV HETOPACEDV
HETOED  OLOPOPETIKMV KOTAOTACE®V KOl TNG YEVIKY AEITOLPYiO. TOL GCULOTHWUATOG T®V animations,
ypnowonomdnke to Animation Blueprint tov mpoemideypévon yapoktipo Mannequin amd TO TAKETO
ThirdPerson tov Unreal Engine (Unreal, n.d.). Ildve oe ovtd, mpootébnkav emumiéov Aeitovpyieg
TPOCOPLOGUEVEG OTIS avaykeg TG vAomoinone. To cuykexpipuévo Blueprint meptloufavel éva tomikod
State Machine pe avemtoypévn ™ Aoy tng petdfoong peta&d tov kataotdcoemv Locomotion kot
evepyelmv, ommg Jump kot Land. Axdun, meptiapfavel to tumikd Event Graph mov dwotibeton o€ kabe
Blueprint ka1 to AnimGraph. To mp®to eivar vrevBuvo yia ™ Aoywkr Tov Animation Blueprint mov
oyetileTon pe TNV AAANAETIOPOOT) TOL YUPOKTAPO LE TO VITOAOITO Ty VISl Kot T1 poT| TOV Tayvidlov. To
mAaioclo avtig g Oadikaciag, Snuovpyobvtol To events Kol EVIUEPOVOVTOL Ol UETOPANTEG 7OV
emnpedlovv o TG Kot ote Ba gvepyomoinBovv To Animations 1| o1 katactdoel 6to Anim Graph, 6mmg
n tayvra, N kotebbovvon 1N 1 Kotdotaon Tov yopoktpo (Y. ov Tpéxel | avoammda). To devtepo
YPNOUYLOTOLEITOL OTOKAEIGTIKA UE TNV EKTEAEST TV Animations, Tn peTafacn Kot v avaueén tove. Xto
Anim Graph onpovpyegiton n Aoykn mov kaBopiletl moieg Kvioelg Ba exktedovvTol Kot moTe, pe Pdon v
Katdotoon tov yopoktipa, meptlouPaver Blendspaces, State Machines kot opilovior ot kavOveg
UETAPOONG TOV KATAGTACEDV.

6.4.1. Event Graph

Y10 Event Graph vlomolovvtal dvo Bacikd Events. To mpdto apopd oto Event Blueprint Initialize, to
omolo ekteAeital Katd v gvepyomoinon tov Agent (m.y. €KKivnom Tov mouyvidlov 1 spawn) yuo TV
OpYIKT OVAYVOOT Kol amofnikevon TV amapoitntov UETAfANTOV. ZUYKEKPEVE, amodnKeveTal TO
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reference Tov Agent mov yprnoiponolel o Animation Blueprint kor to CharacterMovementComponent,
TPOKEUEVOL va. amoktnOel mpdSPacn oTig KatdAAnAeg Asttovpyiec. AkoOun, Aapdvovtor ot HeTafAnTég

Enemy Type (Enum) xot Gender (Enum), ywo v opywonoinon tov Blueprint Bdcel tov
yopoaktnplotikedv tov Agent. To Event angikovileton otnyv ewcova 33.

Ewoéva 33. Event Blueprint Initialize

2 ovvéyela ypnolpwonombnke 1o Event Blueprint Update Animation ywo. v eviuép®ST UETAPANTOV
TOV YOPUKTAPA TPV TNV eKTELEST T@V Animations. To Event ekteleiton og kabe frame tov matyvidion,
MOGTE VA, LITAPYEL EVIUEPMON GE TPAYLATIKO ¥pOVO. Xe 0vTO TO 0TAS0 YiveTal avAyvmoT Kot 0piopdg TV
Speed kot Direction a6 to CharacterMovementComponent yio v gicay@yn tovg ota Blendspaces.
Axopa, amobnkevovtar o1 petafAntég IsFocusingTarget (Boolean) kot BehaviorState (Enum) omd to Al
Component, ywo tnv avaueiln dwupopetikdv Blendspaces Pdacel tov kataotdoemv tov Behavior Tree.
Emumiéov, opileton m petapint LookAtHeadPosition (Vector) wg tomofecia eoticong, 6mov o Agent
wpEneL vo, otpiyel t0 KeAA tov. H petafinti ypnotponoleitor mpokeévov €vag Agent mov £yt
avtiinedel Tov maiktn va Kortdéel mpog v katevbuvorn tov keeoAod tov. Téhog, mpootédnke Tto
Custom Event TriggerldleBreaks, kotd o onoio 6tav évag Agent Bpicketol o€ KATAOTOOT OKIVNGiOg, Eva
amo to, IdleBreak Animations emiAéygtor Toyaio Kot avamopdyetol. To event avtd ekteAsitanl o€ Toyaio
YPOVIKE SLOCTNUATO KOl KATA TNV OAOKANP®GOT Tov, 0 Agent ematpépel o€ katdotaon Idle. Ta oyetkd
YPAPILOTA TOPOVGIALOVTOL OTIC E1KOVES 34 Ko 35.
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Ewoéva 35. Event Blueprint Update Animation (2)
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6.4.2. Anim Graph

Y10 Anim Graph opictnke n Pacikn doun pécw tng omoioag to Blueprint mapdyel To TelMkd Animation
nov Oa avamapoyBel (Output Pose). H dadwcacio Eexvd pe v €€odo tov State Machine mov @épetl v
ovouaocio "MainStates" kot meptlhopufdvel To TANpeG ocVvvoro Kwvnoewv Locomotion, kabmg Ko Tig
evépyeleg Jump wai Land, poall pe tovg avtiotoyyovg kovoveg petdfoaonc peta&y tovg. H é€odog
tpogodoteital otov koo ControlRig o omoiog evepyomoteitor 6tav 0 yopaktNPog PpickeTol 6To £60.00G
kot Tpoopépel T Aettovpyia Leg Inverse Kinematics (LeglK). H Agttovpyio avti emtpénel otovg Agents
VoL KIVOOVTOL PEOAMGTIKG G€ O1APOPOVS TOHTTOVG E0GPOVS, dacPUAIovTag OTL Ta O TOVE TomobeTOVVTaL
pe axpifelo ko otafepotnto, aveSaptntmg Tng EOONG NG EMPAVELNS. (.. 0 KAIGES N avOUOAN
€04.01).

> ovvéyela ypnowomoteitan o node LookAt, to omoio tibeton og Asttovpyio 0tov £yl OPIOTEL KATO0

onueio eoticong, onAaon otav 1 Tl ¢ petaPint) IsFocusingTarget €yet v Tyun true. To node
EMUIPENEL TNV TEPIOTPOPY] TOL KEPOAIOD 1 GAA®V HEADV TOV GOUOTOS TOV YOPOKTHPO TPOG i
GUYKEKPLUEVT KatevBuven otov TPLedldotato ympo, Yopic vo amatteitor n onulovpyio emmAiov
animations. Me autov tov Tpomo, dtav o Agent avTIAAUPAVETOL TNV TOPOVGIN TOV TOIKTY), TEPICTPEPEL TO
KeQAAL TOV avtouaTo Tpog TNV tonobesio g petafinthg LookAtHeadPosition, 1 omoia €yl oploTel va
avTIoTOYXEL TN B€0M TNG KEPAANG TOVL TTAUKT GTOV YMPO.

Ewova 36. Anim Graph

To amotédecpo T@V TOPATAVE d1odIKaCIOV arobnkedeTan oe o mpocsmpivy) otdon (Cached Pose) pe 1o
6voua "FullBodyLocoCache". To Cached Pose oamoOnkever 1o omotéheouo evoc animation 1 €vOg
GLVVOLAGCHOD animations G€ pio OEOOLEV YPOVIKY CTLYUN, Kol LITopel vo eravaypnoiponombel oe aiia
onuela tov Anim Graph, eite xatd ™ petdPfoorn HETOED KOTOOTACE®MV €ITE GTOV GLVOLOCUO
dlopopeTik@v emmédmv animation (Animation Layers). H é€o0dog tov FullBodyLocoCache otn cuvéyeia
ouvovaletar pe to Slot "UpperFrozenAndroid" otov xoépupo Layer Blend per Bone, kot 1o amotélecua
aVTNG NG ovuvbeong anoteAel To Tehkd animation tov Agent. To cuykekpyévo Slot éxel oyedlaotel dote
vo déyetar animations wov £QOPUOLOVTIOL OMOKAEIGTIKA GE EMUEPOVS TEPIOYEC TOV CMUATOC, XWOPIC Vo
emnpedlovv TO GUVOAIKO animation TOv YOPOKTAPO. XTO TANIGLO TOL GLYKEKPEVOL project, to Slot
YPTOLLOTOIELTAL Y10 TNV avVOTOpay®myn VoG animation ov exnpedlel udvo v mEPLOYN TOV KEPUALOD GE
NPCs tomov Android, katd tnv oAokAnpwon g enidpacng Tov avtikelévov. H yprion tov Layer Blend
Per Bone kafwotd dvvory tnv avdueién animations kafopiloviag emakpifdg 10 06T6 TOL CKEAETOD

94



(bone) and 10 omoio kot K&t Oa epoappootel N oHvheoT, EMTPENTOVTOC £TGL TNV TAVTOYPOVT] VTAPEN
animation cg SLOQOPETIKG LEPT TOL CAOUATOS XWPIS VO TPOKAAOVVTUL GLYKPOVGELS.

6.5. Locomotion

Méoa oto State Machine pe v ovopacio “MainStates” eveouatdverol to Cached Pose "Locomotion",
70 omoio TEPIAAUPAVEL TO TANPEG GUVOAO KIVIGLOAOYIKOV pouTvav Yo kdbe Tomo Agent. H emdoyn tov
katdAAiniov State Machine mpaypatonoleitol pécm tov node BlendPosesByEnum, kabodnyovuevov and
™ uetafinty EnemyType, n omoia opilet mowo amd to vwooHvoro Kvhioewv Ba ypnoyromomOet:
PistolLoco, RifleLoco 1} AndroidLoco, 6mwg mapovsialetol oy avtictotyn ekova 37.

AndroidLoco_1
e Ma

PistolLoco @ -
ate € Blend Poses (E_Enemy_Gun_Types) | Locomotion

 Default Pose 4 ———— 4 Pose

T Pistol Enemy Pose

RifleLoco — T AR Enemy Pose

 Android Enemy Pose
< Boss Enemy Pose

Default Blend Time ‘ 0,1 ]

AndroidLoco

te | Pistol Enemy Blend Time
0,1]

AR Enemy Blend Time
B

Android Enemy Blend Time
||

Boss Enemy Blend Time
[01]

Active Enum Value

—_—

Enemy Type

Ewova 37. Cached Pose Locomotion

Kébe empépovg State Machine amoteleiton amd dvo xdpwo States, o Idle xor To Move, ta omoia
evaAldoocovtar avdioyo pe ™ uetafinty ShouldMove (Boolean). Otav ovtr givor True, o Agent
petafaivel o€ KoTaoTOoN Kiviiong, evd o€ avtibetn mepintmon mapapével og otaon adpavetog (Idle). Ko
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ta 6vo States Pacilovtar oe Blendspaces kot Sequence Players mov kaBodnyovvtol and petafintég kot
TPOGaPUOLOVTOL GTIC SLUPOPETIKEG CLUTEPLPOPES TV YUPUKTPOV.

Move to Idle

Transition Rule (in words)

N OT ShouldMove

Documentation
hold (Ctrl + Alt) for more

Ewkévo 38. State Machine (Idle&Move)

H emioyn tov kotdhAniov Blendspace o€ ka0e kotdotacn eEaptdtol amd T GVUTEPLPOPE TOV EKTEAEL O
Agent, 6nmg avt opiletor oto Behavior Tree, kot omd 10 av £xel opiotel kAmolo onueio eotioong, HEC®
tov petoPAintov BehaviorState (Enum) xon IsFocusingTarget (Boolean). H petafinty BehaviorState
kaBopilel T Loywkn kotdotoon Tov Agent, 0nwg Passive, Investigate, Seeking, Detect kot Attacking, evid
n petapanty IsFocusingTarget evepyomoteitan oTIg TEPUTTOOELS TOL 0 Agent €€l OTTIKY UE KATO10 6TOYO
kot Bélel va eoTidosl mpog avtov (True yuo Attacking kot Detect). O cuvovacudc TOV TILOV OVTOV TOV
petapintaov kabopilel moro Blendspace Oa emideyel, 0nmg poivetal 6Tov TOpaKiIT® VKo

Behavior States Passive Investigate Seeking Detect Attacking
Awareness X X X XY Y

(Player)

IsFocusingTarget X X X Y Y

Weapon X X Y XY Y
Equipped

Selected PatrolUnarmedLoco BS_EnemyType Weapon Det | BS EnemyType We
Blendspace ect NoAim apon_Aim

Move State: H ovdBeon tov Blendspaces og évav Agent tomov Ranged mpaypatonoteiton wg eéng: To
CachedPose PatrolUnarmedLoco, ypnoiponoteitar oto States 0mov o Agent dev @épet 6mAo (Passive kot
Investigate). Avto to Cached Pose, mepihappdver to Blendspaces yio kd0e Agent, cOppova pe 10 GOAO
toug (Male/Female). H diaAoyn mpayuatomoleitar uécm eréyyov g puetapintmce Gender, 6nmg gaiveton
oy €wkova TBA. To BS EnemyType Weapon Detect NoAim avatifetar oto States 6mov o Agent dgv
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&xel avTIAN@Oel TV mopovsic TOL TOIKTN Kot TAPAAANAC EVOEYETOL VO, KPOTH TOV OTAIGUO GTA XEPLO TOV
(Seeking ko Detect). Téhog, o BS EnemyType Weapon Aim evepyomoleital 6TV mEPIAT®ON TOL O
Agent Bpioketan 610 emBetikd State (Attacking).

Detect

®

"B BW_Rifle_Detect NoAIM

Attacking

Attacking

(785 W _6W_fifle_CROUCH_AIM ®

Seek Or Passive (Patrol/Investigate)

®

BS_M_8W_Fifle_Detec_NoAIM

Ewova 39. Move State (Rifle Locomotion)

H tedikn €€odog (OutputPose) eréyyet ) petafint) IsFocusingTarget dote va domiotmbel av o Agent
Bpioketon oe katdotaon Attacking 1| Detect. Av avtd woyvel, n petafint) BehaviorState kafopilet
EMOKPIPMOG oL VAL 1) EVEPYN GLUTEPLPOPA KoL avTioTOlXEiTOL TO avaAioyo Blendspace. Avtifétwg, av n
TN g IsFocusingTarget eivon False, o Agent Bpioketan og pia and Tig Katactdoelg Passive, Investigate
N Seeking, kot yivetoaw yprion tov BS EnemyType Weapon Detect NoAim yio tnv Seeking kot tov
PatrolUnarmedLoco ywa tic vodowmec. Ze 6Aa Ta Blendspaces, 1 katevfovon kai 1 taydtnta tov Agent
kaBopifovror amod Tig petafintég Direction ko Speed.
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PatrollUnarmed 1660

BS_M_Patrol

Direction

PatrolUnarmedLoco

BS_M_Patrol
S ————— T Pose

Direction Direction

Ground Speed Speed
Default Blend Time | 0,1

Male Blend Time | 0,1

Female Blend Time [0,1

BS_F_Patrol

Active Enum Value

ction
Gender

Ewova 40. Cached Pose PatrolUnarmedLoco

‘Ocov agopd otovg Agents tomov Android, oto Move State tovg ¥pNOHOTOLOVVTAL dVO SLUPOPETIKE
Blendspaces, avdAioyo pe v enidpaor tov avtikeiévov DataWorm. Otav o Agent Bpioketor vad v
EMPPON TOL OvTIKEWWEVOL, evepyomoteitar 10 BS A Frozen 8W, evd oe avtifetn mepimtoon
ypnoonoteitonr 1o BS A 8W.

BS_A_Frozen_8W - @

Direction =
Direction

Speed
Ground Speed

“Blend Poses by bool 'mée
T Result
T False P
True Blend Time ‘.LE‘

False Blend Time ,U\

BS_A_8W

direction
Direction Direction

o Speed
Ground Speed

Behavior State

Ewova 41. Move State (Android Locomotion)
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Idle State: 210 ldle State, 1 evooudtwon tov Cached Pose PatrolUnarmedLoco dwacoorilel mwg Oa
avamapoydobv Idle animations cOpemva pe to Blendspace, koBdg 1 toydtnto tov Agent 6€ avto to State
elvar undevikn. [Hopddinia, péow tng petaPintig PlayldleBreaks (Boolean), n omoia evolAidcoston
meptodikd péow tov Custom Event Trigger Idle Breaks, evepyonoteil to Cashed Pose "Idle Breaks". Avto
nepthapupaver évo odvoro avBopunteov kwvnoswv (IdleBreaks), 6mwg ¢aivetonr otnv ewkova 42. H
aVamOpOy®Yn aVT®V TV animations Paciletol oty ypnon Sequence Players, dtacoaiilovtog opoin
Aertovpyia avamopay®yne Le AQUECO TPOTO.

IdIelBreaks;

IB1_HandLook i @

Blend Poses by int

IdleBreaks
T Blend Pose 0 * = T Pose
- - Blend Pose 1
IB2_LookLeftRight_LegJiggle £
- Blend Pose 2
T Blend Pose 3
; 7 Blend Pose 4
IB3_LooseHands_HeadChin
7 Blend Pose 5
- Blend Pose 6

Blend Time 0 | O
IB4_Restep

Blend Time 1 \E‘

Blend Time 2 [0,1]
s JE—

Blend Time 3 \!‘

Blend Time 4 ‘I‘

Blend Time 5 \ﬁ‘

@ Active Child Index

Current Idle Break Index @

Ewova 42. Cashed Pose Idle Breaks

Mopd tavta, to Idle State amottel v evooudtoon npoécetwv Blendspaces kot Sequence Players,
TPOKEWEVOD Vo €EACPAAIOTEL 1 KOTOAANAN O10A0yY TO®V animations o€ €0IKEC TEPIMTOGCELG.
Yvykekpyéva, to. Behavior Trees pmopovv va 6écovv v Tiun Speed oe undév, yeyovog 1o omoio
mpoKaAel T petafacn tov State amd Move oe Idle, akdun kol ov 0 YUPOKTAPOC TPEMEL VO,
ypnowonomoetl Blendspaces mov aviikovv oto State Move. "o mapddetypa, 6tav o Agent emitifeton
oNUAOEVOVTAG LE TO OTAO TOV KOl GTOUOTA oTiypioio yuo. vo odAdd&el katevbuven kivinong, vmdpyet
kivouvog va emdeyel éva tomikd Idle animation. Avtd Ba giye o¢ amotéhespo T oTIYHLOi0 TTAOGCT TOL
OTAOV, OTEWOVILOVTAG ONOTOUEG KOl U1 PECMOTIKEG KIVACES. €2G €K TOVTOVL, Ol AOYIKEG EMIAOYNG
Blendspace tov Move State enektdOnkav kot oto Idle State, kabmg kot Tpoctédniay opiouéva Sequence
Players xotd To omoio 0 moikTng oMUOdELEL e TOV OMAIGUO TOL oOKivntoc. Me avtdév tov TpOToO,
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dtuoporiletor n opadr peTdfaon Tmv States Kol 1) GUVETELN TOV KIVIGEWDVY, aKOUN Kot 6Tav o Agent eivat
oTaTIKOG OAAG TeEdel VO ovvOnkeg emiBeong M otdxevonc. H ewova 43 amewovilel evoeikTikd v
VAOTOINGN TOL GLYKEKPIUEVOV GLGTHHATOG Yo Evay Agent Tumov Rifle.

7]

Detecting

Combat Idles

RS Fifle_Crouch Aim

RS Fifle Aim

.
RS FifleAim

.
RS FifleAim

Seek Or Patrol/Investigate

BS B Rifie_Detect NoAIM

Behavior State

Ewkova 43. Idle State (Rifle Locomotion)

6.6.  Skeletal Mesh Setup

Onwg &xel O avagepbel, To project ypnoipomolel Evav eviaio oxeletd (SK Mannequin) kot PEG® NG
dwdkaciog IK Retargeting oe mpaypotikd ypovo, ot emmA&ov OKEAETOL Yo TN S10POPOTOINCT TG
ELOAVIoNG akoAovBovv v kivnororoyia tov (Epic Games, n.d.). O eviaiog okehetdg vIdpyel otn BEom
tov Skeletal Mesh Component “Mesh” otov onoio mpoctiBevian emmiéov Skeletal Mesh Components
OV AELTOVPYOUV m¢ BEcelg ekympnong, ta omoio Ppickovral TpockoAlnuéva oto Mesh. Kabmg avtd ta
Components kAnpovopodviar ce kabe Child Blueprint avtd pog emttpénet v avabeon oloKAnpov
YOPOKTNPOV Kol SIAPOP®Y accessories 0T LopPr CKEAETOV LE epapynpéva bones, MGTE Vo, EMTOYOVUE
mowkilec eueavioelg exfpwv. Kotd ocvvémeln, mpootédnkov ta Components "body", "head", "hair",
"chest", "vest", "outfit", "pants", "hand/gloves", "boots", "hat", "eyebrows" ko1 "beard" to omoia
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mapopévovy kevd oto Parent Blueprint kot Aertovpyovv mg placeholders ckeretdv npog avdbeon oe kdbe
Child. Avt 1 doun emtTpémel TN JlOYEIPION TOV YOPUKTNPMV, SUPOPETIKNG CKEAETIKNG GLYKPOTNONG,
oL VENPYAV dlBESIOL Yo TO cuykekpiévo Project. Evdeiktikd, évag okehetdg pmopel va amoteieiton
amo éva povadikd mesh (single mesh character) kou évag dAlog va amaptiletor amd mOALOTAG HEPN
(modular character) 6mw¢ ameikovileton otn swdvo 44. Ta v akpiPr Kot Ty GUEST AvVTIYpaP TOV
Animations tov Components a6 1o mesh ypnoiporomdnie 1o node Set Leader Pose Component yio tn
GUVOEGT TMV TOPOTOV® 6T0 Yovikd mesh. Qotdco, 1 uébodog £xel onuovtikd KOGTOC 0mOd06NG GTO
Render Thread ot M avamapoywyn Animations pmopel va mpaypotomondel povo oto yovikd mesh.
Téhog, dnuovpynOnkav emimdiéov petafAntéc yuo kabe Skeletal Mesh Component pie gvepyég Tig emAOYEG
Expose On Spawn kot Instance Editable, dote vo katactel duvarh n avabeon tov Assets amevbeiag 6to
Viewport avd Actor mov tomobeteital 6ToV PO, YOPIG TNV AVAYKT OVATTUENG KOJKO Y10, T OMovpyio,
SoeopeTik@v yopoktnpov. Kdbe tétola petoPAnt) avabétel to mEPLEYOUEVO TNG GTO AVTIGTOL(O
Component péco tov Node Set Skeletal Mesh Asset. Ot evtoréc tomofetnOnkoav oto Construction Script
tov BP_Enemy Base, ®ote va gktelodvtol Katd Tnv apywomoinon evog Actor, OT®G GAiveTAL OTNV
gwova 45. Me avtov tov tpomo, kabe tomog Agent tomobeteitan 610 Level Kot Ta yopakTnpIoTIKO TOL
avatifevron yepokivnta. Qotd6c0, oe €va odokAnpwpévo Project pe modlhamid Levels kot Sublevels,
omov dgv etvon amapaitnto 6Aot or Agents vo givor poptopévVol 6T PVIAUN 6€ OAN TN OIPKEWN TOV
oy violo, Bo nrTov amapaitmto éva Spawn Assets Blueprint vrevfuvo yio To spawn tov Actors, facel
ouvOnkav. To cvykekpiévo Blueprint Asset Oo Tpocépepe 0pydveoT, ETEKTAGIHOTNTO KOL HELOUEVO
VTOAOYIOTIKO kOGTOC, KaODC Kkhbe evepydc okeretdg oto Level av&dvel onuoviikd tm ypnion tov
VTOAOYIGTIK®V TOPWV.

Ewova 44. Modular Character Example
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ot

St Skeletal hesh Asset

Ewkova 45. Skeletal Mesh Setup

6.7.  Weapon Blueprint

O omMopdc mov viomombnke oto mapodv Project mepthapPaver tpia dwokpitd €idn dmiwv, to omoia
OVTIGTOLYOVV GTOVG TPELG Paotkovg Tumovg Agents. ZuyKeKPIEVQ, ypnolponoteitan £va motol (Pistol),
éva avtopato mopoPoro (Rifle) kot éva omho kovivig euPérelag tomov Katana (Melee), to omoioa
avatifevtol otovg Agents tomov Pistol, Rifle kot Android, avtictoyya.

To motOA KoL TO OLTOHOTO TVPOPOLO TAPOLGIALOVY OPKETEG OUOLOTNTEG MG TPOG T YEVIKY TOVG
Aettovpyia, dedopévov OTL Kot Ta 0VO givor mopoPfodia dmia poakpivhg eupéretas. Katd  ypnon toug,
avamopayovtal €pE ovVAPAEENG KAl KAmVOD OTNV KAavn, kabdg Kot epé amoPfoAng kdAvka, To omoio
TPOGdidoVV PEOAGUO 6TN oKV nayng. EmmAéov, kaOe mupofoiicudc cuvodevetar amd NynTkd €, Ta
omoia gival duvatdv vo aviyvevBovv and aAhovg Agents 610 TEPIPALAOV, TPOKAADVTOS TNV AVTIGTOUYT
CLUTEPLPOPIKT avTidpacT). QoTOC0, TAPA TIG KOWVEG AVTEG PAGELS, TO TIGTOAL KOl TO OLVTOLATO TUPOPOAO
SPEPOVY G TPOG GUYKEKPIUEV YOPOUKTNPIOTIKG. AVTEG Ol SlopOopES TEPIAAUPAVOLY TNV OTTIKN
OEKOVIO Kot T0 péyebog Tov OmAmv, TNV TN tov damage mov TpoKoAeitan avd TupoBolcud, TV
TUKVOTNTO, TOV POV ava OgVTEPOLETTO, KaOMG Kol TNV aKoLoTIKn eupélela tov mupofoioumv. H
TeAevTaio TPocapUOlETaL SUVOUIKA OVOAOYO WE TIG TOPAUETPOVS AVTIANYNG TTOL EX0ovV avormTuydsl Yo
toug Agents. AvtiBétmg, to 6mAo TOmov Katana mov ypnoiponoteitol and tovg Android Agents eivan
OTTOKAELGTIKG KOVTIVIG EUPEAELNG KOl 1| YPTON TOV OV GUVOOEVETAL GO MYNTIKA £Q€ oV Ba umopovoov
va. Tpod®covy T Béon Tov Agent GToV YMPO.

Mo v evomompévn Kot enektdoiun dayeipton Tov OmAwv, avartoydnke éva Parent Blueprint pe v
ovopacio BP. Weapon NPC Base, to omolo svoopatovel Tig facikég Aettovpyieg OAwv Tov dmiov. H
OGUYKEKPIUEVT] TTPOGEYYION EMUTPEMEL T ONovpyio. VIToKAGoE®Y Yo Kabe TOmMO OmAov pe eAdylom
EMOVAAN YT KOOKA, SIEVKOAVVOVTOG TIC LEALOVTIKEG TPOTOMOMGELG | emekTdoels. Xto Parent Blueprint
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&yovv mpootebel o amapaitnteg petapfintég kar Components, ta omoio Agttovpyodv mg placeholders. Ot
vokAdoelg wov 1o kKAnpovopovv (Child Blueprints) ypnotpuonoodv to ototyeio avtd uécm avabicemv,
YOPIG TV avaykn mepartépw vAomoinong Aoyikne. Evdewtikd, n petafint) WeaponDamage opileton
oto Parent Blueprint ka1 Aeitovpyei og €ilcodoc katd v KAnon tov function TakeDamage. [Tapodio mov
N Aoy tov function mopoddmmong Exel vAomomnOel uoévo ot Pacikn kAo, 1 T TG UETABANTAG
WeaponDamage opiletor oe emimedo vmokAdong, kot to function ypnoipomolel avtiv T SUVOUIKA
avatedepévn Tiun katd v ektédeon. Me avtdv tov Tpomo, 1 kb vokidon, 6nwc ot BP. NPC Pistol,
BP NPC Rifle kaut BP. NPC Melee, nepilopfavel Lovo Tig amaitoOUEVES TILES Y10, TIC LETOPANTEG Ko Ta
amopaitnta Assets yio to. Components, ympic vo tepthapBavel avutovopo AEITOVPYIKO KOOIKA.

H 6wovvoeon tov 6mAmv pe toug avtiotoryovg Agents yivetar péow tng petafintng WeaponActor, 1
omoia €yel dNAwBei oto Parent Blueprint twv Agents. H cuykekpiévn petapinm emrpénet tnyv avdabeon
OTMOL0GONTOTE VTOKAAONG OTMAOVL o€ €vov Agent, TPOCEEPOVTING TN SLVOTOTNTO EVEPYOTMOINONG TV
AELTOVPYIDV TOL OTAOL omevbeiog omd Tov Agent.

To mapov vrokediaio mapovotdlel avarvtikd o, Components kot TIC LETAPANTEG TOV TPOGTEOMKAY GTO
Parent Blueprint tov omliopov, kaBdg Kot Tov TPOMO HE TOV Omoio ypnoipomotovviatl. EmimAéov,
TaPoLGIALOVTOL Ol TIHES TTOVL avaTEONKAY OTIG LETAPANTES Y10 KAOE VTOKAGOT], OCTE VO SLOUUOPPOVOVTOL
Ta. 1010iTEPO YOPUKTNPIOTIKE TOV KdOe 6mlov. AkorovBwe, avaibovtol 1 uebodoroyio avarnTuéng Kot ot
TEYVIKEG TTOVL YPTCILOTOONKAY Yot TNV VAOTOINGT TG TLPOddTNONG 6T OTAa TVToL Pistol ko Rifle.
Ocov agopd oto Melee 6mho tov Android Agents, 1| TEPLYPAPT TOL GLUVOEETOL GPPTKTU UE TNV E101KN
emibeon Aerial Attack kot g ek toOTOL OvoAvETL o€ EEYplotd ke@dAao. Télog, mepiypdoetor m
dwadkacio avabeong tov omAlcpol o Kabe Agent, Eacparilovtag tn AettovpyodTnTa Tov EE0TMGHOD
EVTOG TOV ToyVIOD Kol EMLTPEMOVTOC TNV TANPN 0&l0moinon TV SVVATOTHT®Y TOL GE TPUYUOTIKO
xPOVvO.

6.7.1. Components kot Variables

Ta Components mov wpooténkav g placeholders oto Blueprint oo BP Weapon NPC Base
TEPAAUPAvVOLV:

o  WeaponMeshBase (Static Mesh Component): mepiéyet to static mesh (pLovtélo) tov 6TA0L

e  Muzzle (Scene Component): Agttovpyel o¢ pia. Tomoecio TPOGKOAANUEVT TNV KAV TOV OTAOL
KOl YPNOUOTOIEITOL VIO TNV OVOTOPAY®YN TOV €€ avAQAEENC Kol KOTVOL OTNV TPEXOVCO
tonofecio g

e  MuzzleDirection (Arrow Component): exiTpénel TOV TPOGOOPIGUO TNG Katevbuvong mpog v
omoio onuadevEL TO OTAO

e SpawnWeaponFX o1 DissolveWeaponFX (Niagara Particle System Component):
YPTCULOTOLOVVTOL Y10 TNV 0vVAOEST TV EOIKMY EQE EUPAVIONG KOl EEAPAVIONS, AVTIGTOT M, TOL
omlov Katana ota yépro tov Android
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O1 petafintég mov dnovpynnkav mg placeholders givat:

o WeaponDamage (float): H tyu damage mov mpokaiel to 6mho og kaOe TAnpn for.

o WeaponDamageHead (float): H Ty damage mov mpokaAel 1o 60mAo 0tov 1 POAn ¥TUTA TO
Ke@AAL Tov 6TdYoV. H Tiun tng eivon peyakvtepn omd avt tov WeaponDamage, og emiPpapevon
TPOG TOV TOAKTN.

o Weapon Range (float): H andctoon mov pmopel va @TAcEL TO OTAO Yl VO EMNPEACEL GTOHYOVC,
dnAadn 1o PEYIOTO EVPOG POANG.

o AutoFire (Bolean): KaBopilel av 1o 0mho xel duvatdtnto owtopotg Poing. Ty mepintmon
tov Rifle n petafint maipvel tnv T True xor oty mepintmon tov Pistol ko Melee maipvet
v Tipn False.

o MuzzleflashEffect (Cascade Particle System): To ontikd €p€ TG AAUYNG OV TOPAYETOL OO TO
GTOULO TOV OTTAOL KOTE, TV EKTVPCOKPOTNGT.

e FireSound (Sound Base): O fyog mov avamapdyeral 0tav to OmAo TupofoAst.

e BulletRecoverTime (Float): O xp6vog (o€ deLTEPOAENTA) TOL OMOLTEITAL Y10 VO EMTPONEL GTO
oOmho vo emavaArdpet purr| petd amd pia foin.

o  WeaponType (Enum).: O tomog tov omhov (m.y. Pistol, Rifle), mov xabopilet Tig duvatdtnteg Kot
TO YOPAKTNPIOTIKE TOV OTAOV. Xpnoiponoteital ektdc tov Blueprint twv émhwv, o€ onueio 6ToL
t0 Asset vtapyel og reference KVPi®G Yol TOV EAEYYX0 TOL TOTOL TOV Agent TOL PEPEL TO OTAO.

o  RandomTimesToFire (Integer): O aplOpog TV Toxoi®v eopdv mov Ha TupoPfoAincel To 6TAO o€
po emifeon tov NPC. Xpnoyomoleital Yoo vo. TPOGOUOIMOEL TNV TOIKIAIL TOV PITtdV ovd
eniBeon. Aviupoownevel tov apBud mov to Custom Event FireOnce 0o exteleotel og ua
eniBeomn ko apyconoteitan o kdbe kKAnomn tov Custom Event Fire pe toyaio .

o ActualTimesFired (Integer): O tpéx®v apOpdg TV TUPOBOAICUDY TOV EYOVV EKTEAECTEL GE LIl
enibeomn. Xpnowonoteital wg cuvinkn yia tn dakonr g Tpodotnong Custom Event FireOnce)
Kot apywomoteitar og kébe kKAnomn tov Custom Event Fire pe tiun undév.

o SurfaceType (Enum): m petafAnt mov opiletonr og kKaOe emupdvelo kol actor kot yapaktnpilet
v TOMO NG EMPAVEIDNG 1 TNV LEN TOL OVLTH CVIUTPOCMTEVEL. XPTNGLOTOLEITAL Yol TOV
kaBopiopd Tov TPOTOV AAANAETIOPAOT|G TG EMPAVELNG GTNV OTOI0, TPOCKPOVEL L0 CPAiPO, OGS
NYNTIKA EQE Kt EQE TPOTKPOLGNG,.

o Impact Point Effects (Cascade Particle System): T0 GOVOAO T®V €QE TOL OVATAPAYOVTOL GTO
onueio mov N ceaipa YTLVTA, Yoo KOOeUi OmO TIG MEPMTMOEIS EMPOVEIDV, COUPOVO HE TO
nepleyopevo g petapfinme SurfaceType (m.y. BloodEmmiter av to SurfaceType givar kdmoiog
Actor, MetalEmmiter av 1 emipdvela eivat peTOAMKN K.0L.).

o FireCompleted: 1o Event Dispatcher mov ypnowyomoteiton ot Agitovpyio movOONG TOL
TUPOPOAIGHOD Kol GTUATOS0TEL TNV OAOKANp®GN TNG Sl0dkaciag.

104



O Tpég Tov petafAntav mov avatédnkay og Kabe vTokAdon Tapovelalovial GToV TUPUKAT® Tivaka. To
nepleyouevo v RandomTimesToFire, ActualTimesFired, SurfaceType kot Impact Point Effects opiletan
ové TEPIMTOOT KOTA TNV KANON.

BP NPC Pistol, BP NPC Rifle BP NPC Melee
WeaponType Pistol Rifle Android
WeaponDamage 25/100 35/100 45/100
WeaponDamageHead 60/100 80/100 N/A
Weapon Range 80 m 500 m N/A
AutoFire False True N/A
BulletRecoverTime 0.8 sec 0.5 sec N/A
FireSound Pistol_Fire SFX Rifle Fire SFX Katana Slash SFX
MuzzleflashEffect CPS_MFE_ Pistol CPS_MFE Rifle CPS_KnifeRibbon

6.7.2. Fire Functions

H extéheon wog enifeoncg tov Agents tomov Pistol kou Rifle evepyomoteitan péow cuvvbnkov mov
opifovtat 6to Behavior Tree tov Agent, kaAdvtog to function Attack tov Blueprint Interface BPI Enemy
Al Ot evépyeteg mopoddTong mpayuatonotovvtol péocw tov Custom Event Fire, 1o omoio viomoleiton
oto Parent Blueprint tov omlcpod BP Weapon NPC Base. To Fire ypnowomotei 1 petafinty
RandomTimesToFire (Integer) yio va tpocopoidacet Toyaio apBpd pumov oe kdbe enifeon tov Agent kot
kalel to Custom Event Fire Once moAlomAéc @opéc ovuemva pe v tyunq g To Fire Once
epAapPavel To cHVOAO TG TVPOSOTNONG, CLUTEPIAAUPUVOUEVNG TNG TPOGOUOIMGONG TUPOSOTNONG KoL
avalnmong otoyxov uécw LineTrace, amddoon Damage, ONTIKOOKOVGTIKGOV €QPE KOl TOV OTOPUITTOV
eMEYYmV 1o, TN dtokomn g dadikaciag. Me avtd tov Tpdmo, ke emiBeon mepthapPavel évo, Tuyaio
aplBpd Topodotnoemv, OTOL 610 TEA0G KAbe putng, To function OAOKANPOVETAL GTIG TEPUTTMOGELS OV O
aplOudv TOv purdv oAokANpmONKE N 0 TaikTNC TEDAVE.
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Fire (Function) To function Attack Aapupdaver tnv tp€yovca tonobesia tov 6mAov (Start), Tnv Tomobecia
Tov o1oyoL enifeonc (End) ko éva reference otov Agent mov emitiBeton (Noiselnstigator), kot Tig mepvaet
¢ mopapétpovg oto Custom Event Fire tov BP. Weapon NPC Base. Katd v ekxivnon g Fire, n
petapinty RandomTimesToFire pe évav toyxaio aképato (3 émg 5) ko n petoPfint) ActualTimesFired
apykonotgitor og undév. Ot petafintéc avtéc, kabopilovv tov apldud Tov pmav uag enibsong, kabe
@opa mov to Behavior Tree mupodotel v ektéheon e Avtdg o unyoviopds eoocporiler ot Kabe
Agent Tporypoatonolel petafAnto aptud purmv, Tpocdidovtag QLGIKOTNTA Kol TOIKIAI0 OTIC EMOECELS.

7 Random Integer in Range lI

Return Value @

& Fire Once

Target | self |

@ Start
@ End

Noise Instigator Input Pin

Ewova 46. Fire Function

Av106 emruyydvetan amd v e&ng doun: Kabe extéleon g Fire kaiet tnv FireOnce, katd tnv omoia to
omho mupodoteital kot 1 petaPfint ActualTimesFired avédvetar katd po povéda. H olokAnpwon g
FireOnce eiéyxer av m ActualTimesFired eivor pikpdtepn amd avty tng RandomTimesToFire,
dtucearilovrog Tavtdypove TG 0 otdyo¢ (T.y. 0 moiktng) Oev €xel mebdvel, pe TNV AVAKINGN TNG
Boolean IsDead péow tov function IsDead. Ztnv wepintwon mov o éleyyog amoderyfel True kot yia Tig
0o ocvvOnkeg, to Custom Event FireOnce emovektedeitor, agov mpaypotomom0el (o pikp ypovikn
kabvotépnon (delay) g tywng BulletRecoverTime. Xe avrtibetn mepinmtmon, 1o Event Dispatcher
FireCompleted koAgiton yioo vo onUATOSOTHGEL TNV OAOKANP®ON NG evéPyelag Tov mupofoiicpov. H
ypnion tov Event Dispatcher givar ovaykaia, dote 10 Behavior Tree vo avabécel 10 enduevo mokéto
gpyociog TNV KATOAANAN GTIYUn, OTMOC OVAPEPETOL GTO KEPAALO 8.
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Random Times to Fire @

Ewova 47. Fire Once Exit Conditions

2T0 GLYKEKPUYEVO OMpElD cuvioTatol 1 EMEKTOOT TNG CLYKEKPLUEVNG TPOGEYYIoNG, UE éva GhVOAO
petafintov mov Oa ovIITPOo®TEVOVY TIG OMOECIIEG KOl GUVOAIKEC CQOIPES TOV VTAPYOLV GTOV
vepompa evog NPC kon functions mov Oa Tic evoouatdvovv otig 101 avertuyuéveg Aettovpyies. H
TOPOTAV® TPOGONKN UTOPEl VO TPOGPEPEL EVOL EMTAEOV EMIMEDO PEAAICUOV UE EMEKTAGIUO TPOTO, Yid.
Kd0e omAO.

LineTracebyChannel Metd tov opiopd tov RandomTimesToFire xai ActualTimesFired xoAeitor to
Custom Event FireOnce pe gicodo tic petafintég Start, End ko Noiselnstigator. Ouv Start kotr End
mapéyovtar oto node LineTracebyChannel wg onpeia exkivnong kot teppoticpot avrtiotoro. To node
TPOoEEPEL o UEB0do EAEYYOL Yo TO av éva avTikeipevo N emipdvela Ppioketor move oe uio vbeia
ypapun, Baciopévo og évav ovykekpyévo Channel (6nwg Pawn, World Static, Custom k.a). Av to line
trace Ppel KATOL0 OVTIKEIUEVO GTNV TOPEIQ TOV, EMIGTPEPEL TANPOPOPIES VIO TO ONUEIO GVYKPOVGNGS, TO
avtikeipevo mov Ppébnike, v katevbvvorn ko v amdoTacn. Xt0 cvykekpiuévo Project to line trace
yiveton oto channel "BulletTrace" mov mpootédnke, emtpémovtag Tov axpiPi] opiopd TOV AVTIKEUEVOV
OV OVTOTOKPIVOVTOL G€ aVTO Kal ¥pnouomomdnke o¢ wo a&dmiot ADon YounAod LITOAOYIGTIKOD
KOGTOVG Y10 TNV TLPOSOTNOT TOV OTAMY KOl TNV aviyvevoTn Tov ornueiov ovykpovong g coeaipag. [Ma
v mpoctnkn UG emmAéov dlopopomoinone v onueiov oto omoic ot Agents wvpodotohv, TO
petafintd odvocua End tpomomoleitor, kotd tvyoiovg ap@povc, peta&d &vog €0POVLE TIUMV OTIG
ovvtetaypéveg tov Y kou Z. Ilpwv 1t ypnon tov omotelecudtov mov mopéyoviol omd TO
LineTracebyChannel, kaAoOvton too nodes SpawnEmmiterAttached kot PlaySound at Location yio tnv
AVOTOPOY®YT TOV EPE AAUWYNG TNG EKTVPCOKPOTNGNG KOL TOV X0 TOV TUPOPOMGHOD, Ta 0ol dEXOVTaL
v €icodo to mepleydpevo tov petaPintov MuzzleflashEffect kot FireSound g assets mpog
avamopoyoyn. o vy torobesio mov Oo avamapoybolv, ypnoiponoleitol 1 0éon tov Muzzle Component
GTOV XMPO.
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H ypfion tov LineTracebyChannel eniléyOnke Evavtt tng mpocéyyiong pe xpnon Projectiles Aoym vynming
amAO00NC, OUEGOTNTAG KOl OTAOTN TG KATA TV VAOTOINGCT, KAaODS Kot ToydTEPOL ¥POHVOL aVATTLENG TOL
Project. Qotdco, éva GAlo Project Bo pmopovce va emidléEel tn ypnor Projectiles, edv omorteiton
TPOCOUOIMOT TPUYUOTIKNG KIVOTG KOl QUGIKNG AAANAETIOpaoNG e To TEPIPAAAOV, OTmG emPpaduvon
Tov PAAUoToc Ady® g Boapdmrag. Av kol avtd amartel avamtuén emmAéov Blueprints kot obvOetn
dtevBétnon, umopel va Tpocpépel avénuévo Pabud peaiicpod oto Gameplay kot vo amotehécel pia
KOO TPOGHNKN GTO GOVOAD TMV UNYUVIGLMY TOV ALY VIS0V,

Ewkéva 48. Fire Once (1)

X1 ovvéyela, eréyyxetan 1 Boolean "Return Value" mov mapéyetar and to LineTrace. Av Ppebei True,
avtd onuoivel Tog vanpée [wo ovyKpovor Kot To onueio obykpovong poll pe tov Actor o omoiog
yTumnOnke amoBnkevovrol otig petaPintég Impact Point (vector) kot Hit Actor avtictouya. Xe avtd 10
onuelo, eEréyyxetol av n Poir mpaypatomomdnke eviog tov WeaponRange mov avtiotolyel 610 OTAO Kot
av o Actor givan éva Asset to omoio pmopei va, deybei Damage (m.y. maiktng 1 Agent). Avtd emTvyydveTon
Ue T obyKplon ¢ TG tov Distance mov mapéyeton and o trace kot ¢ petaPAantig Weapon Range.
Av n amootaon Distance eivon pikpotepn 1 ion pe 1o mepieyopevo g WeaponRange tote kodeiton to
function DefineDamage 10 onoio kabopilel mv Tyun tov Damage wov O amodobei, couP@vo pe TIG TIUEG
7ov &govv avatebei otig WeaponDamage kor WeaponDamageHead. O xaBopioudg emituyydverol pécwm
g petafAntig Surface Type mov Swatifetar ot GLALOYY OTOTEAEGUATMOV TOL EMIGTPEPEL TO trace.
"Emerta, xaAeitor to BPI function TakeDamage, oto omoio mapéyovtor to Damage mov Oa amwodobei, o
tomog tov Damage (Projectile), o tpdmog pe tov omoio Bo avtidpdacel 0 amodEKTNg, Kabds Kat ol THEG TV
ShouldDamagelnvincible, CanBeBlocked, CanBeParried ko1 ShouldForcelnterrupt.
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Hit Actor

7 Define Damage 7 Take Damage

% Branch

Ewkéva 49. Fire Once (2)

21 ovvéyeln, péow tov nodes SpawnEmmiterAtLocation kot SpawnDecalAttached, avamapdyovtot ta
OTTIKA €QE Tng oLYKPOLoNG TOL PANUATOG GTO onueio cbykpovong, COUE®VE HE TN UETABANTA
SurfaceType tov Trace (m.y. extiva&n otiypdtov aipatog av 1 emipdvelo eivar Agent, prvicpota EOAlov av
elvar EOAvo avtikeipevo k.a.). Ta epé mov Ba avamapoyBobv oe Kabe €100 EMPAVELNG, OVTIGTOLYOVY GTO
meplEXOEVO TV peTofAntav ImpactPointEffects.

Ewova 50. Fire Once (3)
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Y11¢ TEpmTM®GSELS oV 1M PoAn dev mpaypatomomOnke evtog tov WeaponRange 1 1 Boolean Return Value
tov LineTrace eivan False, o1 mapomdve evépyeleg mopokauntovial, cuveyilovtag e v eKTEAEOT TV
epé ovyKpovons. 'Yotepa omd avtd 10 onpeio, mpaypotonoleital avaeopd Bopvfov yio Tov N0 Tov
mopayetol and 1o 6mho péow tov node ReportNoiseEvent, to omoio Bo edomomcel 6Govg Agents

Bpiockovtol vTog eVpovg Yo T0 yeyovos. Me avtov Tov Tpomo, edomoleitol 1 aicOnon akong tov Agent,
evtog tov Al Controller, 6mwg ovth avaADeTOL 6TO KEPUAOO 7. AKOUA, YO TNV TOVTOTOINGT Tov Actor
OV TapNYaye tov Mo, mapéxetor oto node to tag "Enemy Gunshot". Ov tedevtaieg evépyelec tov
FireOnce mepthapupdvouv tovg ehéyyovg mov kabopilovv tnv emavektéleon tng FireOnce 1 tov
tepuationd g emibeong, Omwg avaépbnke oty gloaymyn g vmogvotntag. H ocuvvolikn por| tov
Sy pAUUATOS TTOPOVGLaleTaL TNV EKoOva S1.

Ewova 51. Fire Functions Overview

6.7.3. Weapon Setup

Mo mv evoopdtoon tov omMcopod otovg Agents, kabe Child Blueprint too BP. NPC Weapon Base
avatifetor oto avtiotoyo Child Blueprint tov BP_ Enemy Base, coppova pe tov tomo tov 6mov. H
avdBeon avtn mpaypoToTolEiTal Katd TV apyikomoinon tov Agent, oto Event Begin Play, péom tng
EVTOAMG spawn Tov KotdAAniov Blueprint Actor tov 6mhov. ' va amodobei cwotd T0 6TAO GTOV
YOPOKTNPO Kot VoL akoAovBei Tnv kivnon Tov, aratteiton 1 vapén evog socket oe cuykekpiuévo bone tov
oKeAETOV TOV povtédov. Epocov ot yapaxtipeg popalovtal tov 0dnyd okeletd (SK Mannequin), 1
Swadikacio amartel Waitepn Tpocoyn, Kabmg 1 tomobétnon OTAwY PACIGUEVT ATOKAEIGTIKA GTOV 001Y0
okeAETOd pmopel vo OONYNOEL GE OOCLVEMEIES AOY® OlPOPAOV OTN OKEAETIKN YEWUETPlO HETOED
dlopopeTik®V Agents.

O1 mbavég Bécelg 0TI omoieg éva OTAO UTOPEL VO VTTAPYEL GTOV ¥MPO, TOIKIAOLY COUPOVA LE TO €160C
TOV OTMAOV, TO HOVTEAO TTOL £XEL O KAOE YOPOKTAPOS Kol TNV Katdotaon otnv onoio PpiokeTor o Agent.
Yuykekpéva, évag Agent pmopei va Ppioketal oe gxfpikég kortaotdoelc (Attacking 11 Seeking) otig
omoieg to 0mAo Ppioketar ota ¥épta Tov (Armed) 1| oe pn eyBpucég 0nmg Patrol (Unarmed). Axopa, otig
kataotdoelg Unarmed 1 tonoBesio Tov Pistol eivon mdvta otov unpod kot tov Rifle oty whdtm. Avtod
TPOKLITEL OO TO. animations oLV YPNOHOTOOVVTAL KaTd TV OmAor Kot v aednion. Emmiéov, oe
katactdoelg Armed vrdpyel Stapoponoinomn tov onueiov TomofETnong Tov OTA®V oTo ¥EPLd, AOY® TNG
OL0LPOPETIKNG OKEAETIKNG OOUNG, aKOUN Kol PHETAED YopaKTHPOV Le 1010V TOVTOL omhioud. H dtapopetiki
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OKEAETIKN doun TpokaAel pio peydin motkilopoppio peta&h TV oNUEIDV TOL CKEAETOD OV TPEMEL VA
avatefovv ta Omha, doTe va mpocapTilovial, Ue PEOAIOTIKO TPOTO, GTO SO TV Agents aveEapTTOg
katdotaong. Q2o616c0, T0 TN 0Eopd amokAeloTikd otovg Agents Tomov Ranged (Pistol kau Rifle), pe
TIg avafécelg Tov omAiouov tov Android va mpaypoatonotobviot e o anAd TpOmo, AOY® TG Omovsiag
GKEAETIKMV SL0QPOPOTONGEDV.

Mo v exilvon tov Tapamdve (Ntnudtov Kot T JlThHPNon PEOACTIKAG ToTobitnong tov OmAmy,
dnuovpyndnkav SceneComponents oto Parent Blueprint, Ta omoia Agttovpyovv wg placeholders yio ta
omha. To mepieyouevo tovg opiletar amd To Sockets Tov dnuiovpyndnKov o€ kGle dSLOPOPETIKO GKEAETO,
avtikatontpifovv T cwotn B€om Kot KatevBuvon Tov 6mAoL, cCOHE®VO UE TN YeopeTpio Tov Agent. Ot
avtiotoryeg functions, mov dnuovpyovvtar oto Parent Blueprint oAld vAiomowobvtanr coe kdBe Child
Blueprint, emttpémovv v ekympnomn tov KatdAiniov socket oe kdbe SceneComponent. Mg avtd tov
TPOTO, KAOE TPOGAPTIOY OTAIGLOV XPNOIUOTOlEl akpiPng Tomobecieg, ot omoiec opilovtan otov TpodchHeTO
OKEAETO TOL YAPOUKTHPO.

Yvykekpéva, ta sockets WeaponType Equip Socket kon WeaponType Unequip_Socket onpovpynon-
Kov oto KatdAAnio bones kdfe dwapopetikod okeietov. Evdekrtikd, v tov Agent tomov Pistol, to
socket Pistol Equip Socket mpootéOnke oto bone hand r kor opiler v 7TomoBecioa ko TOV
TPOGaVATOAIGHO Tov Pistol dtav 0 Agent 10 KpaTd 6T XEPLX TOL. AKOAOVODVTOC AVT TNV TPOGEYYIOT,
K60 SrPopeTikdg okeleTdg Stobétel 4 dapopetikd sockets, mov apopovv ot Béon OmAong Ko
aomhong tov omhov Pistol kot Rifle. Q¢ amotéheoua, n avdbeon tov sockets ota SceneComponents
tov Parent Blueprint amottel v €Qopupoy HIOG YEVIKELONG YO TNV OTOTPOTH ETAVOAAUPBAVOUEV®V
€VTOADV B0V TOTOL, KOBMS KAOE oKEAETOC EYEL TO d1KO TOL, povadikd og Tomobesia, socket.

[ Set Currect Pistol Bones = | | Return Node

EVENT DISPATCHES
LOCAL VARIABLES

[ Components

[ Set Current Rifle Bones Return Node

-y SET SET el
Current Rifle Bone Uneq Current Rifle Bone Eq

‘lr:* PistolUneq_F_Meta_Modern . Rifle Uneq F Meta Modern . Rifle Eq F Meta Modern

L. RifleEq_F_Meta_Modern

Ay, RifleUneq_F_Meta_Modern

My, PistolEq_F_Meta_Modern

Ewova 52. Weapon Sockets Setup (child blueprint)
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Q¢ ek tovTOL, dMUoVPYNONKaV TéooepPlg peTaPAntéc tOmov SceneComponent oto Parent Blueprint
BP Enemy Base «ot ypnowomombnkav ¢ onueia  omhong  (CurrentPistolBoneEq ko
CurrentRifleBoneEq) xot apoémiiong (CurrentPistolBoneUneq kot CurrentRifleBoneUneq) yio kdbe
TOmov Actor katd TV ektéleom Aerrovpyidv oto Blueprint. Ot petafintég avtég opilovion pécw twv
functions SetCurrentPistolBones kot SetCurrentRifleBones, o1 omoieg extelovvtar katd o Begin Play kot
OVOKTOUV TIG KATAAANAEG TANpopOpieg amd Ta sockets Tov EKAGTOTE GKEAETOV. X1 GLVEXELn, 0 Weapon
Actor amobnkevetar otn petaPfAnty WeaponActor, ®ote vo givarl So0E0UOG Yoo ¥pNoT GE OLOPOPES
Aertovpyieg Tov Blueprint. H mpocdptnon tov émlov 610 yopoaktipo yivetal pe tn xpnorn tov node
AttachActorToComponent, kot 1 6éom mov ypnoyomoteiton emAéyetor duvapkd Paoet tng petafiAntng
Enemy Type. Evdewctikd, oty ewxova 52 amekoviCovrol to functions mov avabétovv KatdAAnAo Tic
petapintég tov placeholders, yia évav arnd tovg child actors twv Agents tomov Pistol. Axoun, otnv
€Kova 53 TapovclaleTal To GYETIKO dldypappa avafeonc Tov oTAIGHOV, Yio Tovg Agents Tumov Pistol.

Begin Play (Parented)

Ewkova 53. Weapon Attachment

Mopott 1 péBodog amartel opiopd povadikov sockets yio Kabe S10pOPeTIKO CKEAETO, QLT 1| TPOGEYYIOT
npoTunOnke amd v alonoinon twv sockets tov SK Mannequin. H ypriorn custom sockets avd ckeietd
eEaoparilel vynAOTEPT OoKpiPelo KOl GUVETEID KOTA TNV OMEWKOVION T®V animations Kol TNgG Kivnolo-
Aoyiag Tmv Agents, EVIGYVOVTOG TOV PEOAGUO TOV gameplay.

7. Artificial Intelligence

H avéntoén g Teyvntig Nonpoovvng (Al) tov Agents amoteAiel Tov Bacikd TOAGVO TOL TOPOVTOC
project, pe otdyo TN SNUOLPYIL EXOPIKDOV YOPUKTAP®Y OV EMOEKVOOVY EELTTVY] KO TPOCUPLOGTIKN
CLUTEPIPOPA 0TO ekdoToTE GEVAPLo. Ot Agents avTol avTidpohv SuvaKd TOGO GTIG EVEPYELEG TOL TTOUKTN
0060 Kol 6TIG LETaPOAEG TOV TEpPAALovToc, AUPAvVoVTaS ATOPAGELS TOV ATOTVITOVOLY £VO PEUALCTIKO
TPOTLTTO  TEYVNTNG ovumeplpopds. To kepdAoto avtd €0TIA(EL OTNV TAPOLGINCT TOV TEXVIKOV Kol
gpyoreiov mov ypnopomombnkav oto Unreal Engine 5 yioa tqv vAomoinon owtig NG COUTEPIPOPAC,
KaBMG Ko OTIC EWOKEG TOPAUETPOVE TTOV KoBoplotnkay dote va emttevydel cuvémela, opaAdTNTA KOt
oo otV aAAnienidpaon peta&d Agents Kot mToike).
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Y10 TPOTO LVTOKEPAAAL0, TopaTiBEVTOL 01 GTOYOL OV TEOMKOV YO TIG GUUTEPLPOPIKES EVEPYELES TV
Agents, KOAOTTOVTOG TIC OPOPETIKEG KATACTAGELS 0TI omoieg pmopet va fpebodv — and v mepurorio
KOl TNV avoyvepion, £og v emibeon Kot v €£0V0eTEP®OT. XTN GUVEYELN, OTO LTOKEPAAGIO TV
TPOUTOITOVUEVDV, TEPLYPAPOVTOL OVOAVTIKA To Pacikd cvotatikd tng Al oto Unreal Engine 5, 6nwg ta
Behavior Trees, to Al Controller, to Al Perception Component, ka0m¢ kot to Navigation Mesh kot to
Environmental Query System (EQS), mapéyovtoc 1000 Oempntiki] ene&inynon 0G0 Kol TPOKTIKEG
Aemtopépeteg ypnong tove. TELog, To Tpito vwokePAAao £EETALEL TV LAOTOINGT T®V GLGTNHATOV AVTOV
070 TAGC10 TOv Pproject: avaAboviol ol emMUEPOVE TIUEG Kot pubuicelg mov epapudoTnkay yio Kade
gpyoreio (my. medio avtiAnyng Opaong Kol oKong, yPOvol ovTidpaorg, queries TAOMYNOMNG), EVO
enenyobvtal ot Adyol mwicw omd TV emAoyn kdabe mapouétpov. H evopynotpmon tov mapamive
CLOTNUATOV KOOIGTA SVVATO TOV GUYYPOVIGUO TNG CLUTEPLPOPAS HE TIC OPNYNUOTIKEG Kol gameplay
avaykeg Tov oy vidov, cuvBETovtag pia peaMoTIKN Kot oTpatyikd mhovoto epmepia Al

7.1. Xto)oL
H mapovoa gpyacia €£xel ®g o100 TV avartuén NPC yopaktnpov Le TPOCHPUOCTIKN Kol PEOAIGTIKN
GUUTEPLPOPA, 1) OTTOL0L OVTATOKPIVETUL OTLG SUVAIKES GLVONKEG TOL TEPPALAOVTOG KL OTIC EVEPYELEG TOV
TOIKTN 1] TOV GUUUAY®V ToV. Ot emUEPOLG GTOYOL TOV project SIUOPPDVOVTUL OG EENG:

e Ylomnoinon [loAvkatactooiokng Zoumepupopdg pécwm States
O1 Agents Ba mpémet va vmootnpilovy Aettovpyikéc Kataotdoelg (States) mov avtavakAoby dlopopeTikd
emineda emiyvoong kot xfpikng mpodiabeong: Passive, Investigating, Detecting, Seeking, Attacking kot
Dead. Kd&be katdotaom cuvodevetal amd £va TANPES GUVOAO evepyel®V Tov Kabopilovv 1n cvpmeprpopd
tov NPC, ooppwva pe t1g petafarropevec cuvirkeg tov gameplay.

o Avamtuén E&edikevpévav Mnyoaviopdv Avtidpaong avd Tomo Agent
X10y0¢ eivar ot Agents va dtopopomolovvtal avaioyo pe tov tomo tovg (m.y. Ranged 1 Android),
V10OETOVTOG LOVASIKES EMOETIKES GUUTEPLPOPES, TPOTOVG AVTIOPAOTC KAl TOLTIGELS AVTIIUETMTIONG Ao
Tov TtaikTn. O1 SL0pOPOTOGELS OVTEG EVIGYDOLY TOV GTPUTIYIKO GYEOAGO KoL T1 O10dPpacTIKOTNTA.

¢ Evooudtoon Avvoukov Epedicpdtov kot OntikoakovsTikng Avotpo@odotnong
To project emdIOKEL TNV OVOYVAOPLION KOl OVTIOpOoT TV Agents 6€ akOLOTIKA 1 ontikd epebdiouata.

HopdiAnio, ctoyxevel oty evicyvon g euPodiong tov maikt He TV VTOGTNPIEN OTTIKOUKOVGTIKMV
€p¢ ko1 animation transitions Tov avTIKATOTTPILOLY TNV EKACTOTE KATAGTOCT TOV Agent.

113



o Yyedwoudg Evepyeriov Ewdwkng AAAndeniopaong pe tov Haiktn

[epraappdvovton dkéc punyavikég 6mmg 1 kivinon Takedown yia apvidiactik) e&ovdetépmon, Kabdg
kot  xpnon aviikeywévov (Bottle, DataWorm) pe dtaxpit) €midpacmn oTovg S10pOopeETIKODS TOTOVG
Agents. AVTEC 01 eVEPYELEC EVIGYDOLV T1 JLOOPUCTIKOTNTO KOl TOV TEPAUATICHO TOV TOIKTN €VTOG TOV
KOGLOL TOL Ty VIS0V,

o A&onoinon Iponypévov Epyaieimv tov Unreal Engine 5 yio Pealotikn Zoumnepupopd

O oyedloopodg kot 1 viomoinon PoacileTor oTNV EVOOUATMOOT Kol cuvepyacio epyaieimv 6nmg Behavior
Trees, Al Controllers, EQS Queries o1 Custom Tasks, ®ote vo dac@oiiotel peolotikn Aqym
amopdoemy, cuveyng agloldoynon v cuvinkdv Ko dueon petdfacn oe véa States Ue GuvERELN Kot
otabepotnTa.

o Awoopdlon AvBektikng Aopng Al ko Khpakovpevng IoAvmiokdtntog

H TN tov Agents opyavdvetal 6€ avortuélokd oTifapn apyltektovikn, pe kobapd daympiopd PeTasd
TV States, yprion Subtrees yio ETOVOYPTCLLOTOUCLUES EVEPYELES, KOl TpoTEPALOTOinoT nécw Decorators
wote vo géooeoriletor n opbn 1epdpymon TtV oaviwdpdcewmv. H petdfoon peta&d tov  States
TPOYUATOTOLEITOL HECH ECMOTEPIKAOV UETAPANTOV Kol EAEYY@V, OOTNPOVTAG TN OTOOEPOTNTO TNG
GUUTEPIPOPAC VIO OLEG TIG GUVONKEC.

7.2.  Ilpoamaitodpeva

Mo mv avdrtoén teyvnmc vonuootvig tov Agents, a£l10mo100VTOL TOIKIAG GUGTUATO KOl GTOLYEID TOl
omoio. cvuvepydlovtal apUoVIKG Yo TV emitevén PEOMCTIKAOV Kol TPOCUPUOCTIKOV GUUTEPLPOPDV.
Hopokdto mopatiBeviol ol Bactkoi opiopol Kot o1 AEITOVPYIKEG GYEGELG TOV CNUAVTIKOTEP®Y and aLTA
obuewva, pe to documentation tng Epic Games:

Behavior Trees: To Behavior Tree givar pio doun AyYMe amo@pace®V TOL EMITPENEL TNV 1EPUPYIKT
opydvaon Kot ektéreon cvpmeprpopdv oe NPCs. [Ipdkertar yia Eva ypoapikd epyoieio mOv EMTPENEL TOV
mpoypoppatiopd g Al péom koéupav (nodes) ot onoiot kabopilovv AoYIKEC EVEPYELEC N ATOPAGELC.

Baoikd otoyegio:

1. Composite Nodes

O kopPot ovtoi eivar vevBuvol yio Tov Eleyyo g pong ektéleong petald v madidv tovg (child
nodes).
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Selector: extelei child nodes and apiotepd mpog T de1d péypt va Bpet £va mov va emrvyydvetl. Katd v
emtuyia evog child node drakdmteTon pe emttvyio, Topaieimovrag to vwdAoura child nodes. Av kabe child
node amotiyel T6te 0 Selector amotvyyaveL.

Sequence: ektedel child nodes and apiotepd mpog ta 6e&1d. Edv kdmoto child node amotiyet 1 extédeon
SlOKOTTETOL KO TO Sequence EMOTPEPEL TO OVTIGTOLYO OTOTELEGLA.

2. Task Nodes (Leaf Nodes)

IMpdkertar v T @OAAG TOL OEVIPOL, TO OTMOl0, EKTEAOVV EVEPYEIEG 1 EAEYYOVV GUYKEKPLUEVEC
katactdoels. [lopadsiypata anoteAovv ta:

MoveTo: evToAn HETOKIVIONG EVOG YOPUKTIPO GE GLYKEKPLUEVT BEo.

SimpleParallel: extelel mopdAinio Vo nodes ToL SEVIPOL, €vo MG KVPLWOL EVEPYEWM KOU EVO MG
dgVTEPVOLGOL.

Custom Tasks: E&otopikevpéva tasks tov ypnotdv mov opilovv GLYKEKPIUEVEC AOYIKEC, OM®MC M
aVaTOpOy®yT €VOG animation 1 0 €Aeyy0g HlOG LETAPANTAG.

3. Decorator Nodes

[epipdArovv dArovg kOuPovg Kot Asrtovpyodv g eidtpa mov kobopilovv moTe vag KOuPog umopsl va
exteheotel. o mopadetypa, umopodv vo epapuolovv Eleyyo ocvvnkdv mpv v ektédeon evog Task 1
va emavolouBavouy éva Task péypt va emrevyfel cuYKEKPIUEVO ATOTEAEGLO.

4. Service Nodes

Yuvdéovtal e KOUPOLE Kol EKTEAOVV TEPLOJIKEC M| emavaAapuPavopeveg Aettovpyieg 660 0 KOUPoC givat
evepydc. Zuyva YPNCLOTOOVVTAL Y10 TNV TapakoAovdnor tov mepiBdiiovtog (m.y. aviyvevon exfpmv,
evnuépmon dedopévav oto Blackboard).

5. Subtrees

Emutpénovy v ouadomOiNcT  GUUTEPLPOPMY G  EMUEPOVLS OEVTIPA, TO. OmOioL  UmTOpodV  va
emovaypnotponomBodyv ce dapopeTikd onueio Tov kuprov Behavior Tree 1 oe dAdha Behavior Trees,
TOPEYOVTOG EMAVOYPT|CUYLOTOINGT] TOV EVEPYELDV KL OPYAVMOT).

Blackboard: To Blackboard omoteiel éva Sounpévo obvoro petafAntodv, to omoio Aettovpyel ©¢
mivakog OedoUEVOV Y10 TN dlayEiploT KPIG®V TANPOPOPIOY OV GYeTIlovVTal e TN CLUTEPIPOPH EVOC
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Al Agent oto mAaicwo &vog Behavior Tree. Méowm ovtol, ol TPAKTOPEG TEYVNTNG VONUOGUVNG
amofnkebovy Kal OvVOKTOOV SEGOUEVA AmOPAiTNTA Y10 T AYT| OTOPAGEMY Kol TOV TPOYPOUUUATICUO TNG
eMOpEVNC evépyeldg tovg. To dedopéva ovtd pmopel vo meptiapPdvouy BEceEl; 610 Y®PO, GTOHYOVC,
KOTOGTAOELS, KOl YEVIKOTEPO, OMOLONTOTE TANPOQPOpio. amarteiton yio. TNV VIOoTNPEN SVVOLIKNG Kot
TPOGOPUOCTIKNG CUUTEPLPOPAG.

H mpoécPoon oto Blackboard eivar dvvaty avd mdoo oTiyur, YEYOVOS TOL EMITPEMEL TNV GLEOT
avtomokpion tov Al og aAlayég tov mepiPdArovtog 1 ecwtepikdv cvuvinkav. H eveMé&ia avt) kabiotd
to Blackboard Bacikd gpyoaieio yio v avAmTuén peAAIOTIKNG KOt SL0OPAGTIKNG GUUTEPLPOPAS, 1d1aitepa,
0€ GLGTNUATA OTTOL 1) KOTAGTACT TOL Agent 1 Tov TEPIPAAAOVTOG PUmopel vor LETAPAALETOL CLVEXDC.

To Blackboard amoteAeitar kvpicng amd dHo focikd otovyeio:

o Blackboard Keys: Tlpokeurton yo T €mUEPOVG UETOPANTEG OV YPTCLOTOLOVVTOL EVIOG TV
Behavior Trees koatd tnv ektéheon tovg. Kdabe Key oavtiotoyel oe pio minpopopio kot
yopoktnpiletal amd GuyYKEKPIUEVO TOTTO dedouévmv, onwg Vector, Boolean, Object, Enum «.d.
Evdewtikd mapoadeiypoata mepthappdvovuv 1o TargetLocation (Vector), to omoio kaBopilel
0éom evog otdyov 610 YOO, Kot To IsPlayerVisible (Boolean), To omoio dnimvel av o moiktng
elvar opatog otov Agent. Ta Keys ovtd pmopovv vo onpovpyndovv, vo dapactodv 1 vo
Tpomomoinfovy omd Sopopetikd onuein Tov project, 6mwg Blueprints evog Actor, tov Al
Controller, tov Behavior Tree 1 akoun kot péow epedioudtov amd to TeptBAAioy.

e Blackboard Component: Ilpdkeiton yio component TOV GUGTHHOTOG TOL givar vVeEvHLVO Yo TN
dwayeipron Towv Blackboard Keys. Amotedel ovslaotikd to Asset Tov cuvdcetan pe Evav Actor 1
éva Al Controller ko mopéyel 10 amattovuevo interface ywo tnv wpocPoct, Tpomomoinon M
evnuépmon twv dedopévev tov Blackboard. Kafe Agent mov oyetiCeton pe éva Behavior Tree
meplEyel kol olnbétel mpocPacn oe évo Blackboard Component, to omoio Aeitovpysi ¢
OUVOEGOG OVALESO GTT] AOYIKT] TNG CLUTEPLPOPAG KOt TO dEGOUEVA TTOV TNV KBS YoV,

Blackboard Condition: To Blackboard Condition amotelei éva Pacikd Decorator, o onoiog emrpénet
mv adloddynon tov TV mov eivor omobnkevpéveg ota Keys tov Blackboard. Méocw avtmv,
kaBopileton av pio evépyelo N o akolovbio evepyeldv mpémel va ekteAentel, pe Pdorn v Tpéyovca
katdotaomn tov Agent, Tov TayvidoH 1 Tov TEPPAAlovTtog. Ot cuVONKES OVTEG UTOPOVV VO EPOPLOCTODV
o€ d1dpopovg kouPovg tov Behavior Tree, 0nmg otovg képPovg eAéyyov pong (Selector, Sequence) kot o
kopPovg evepyeuwv (Tasks). Me ovtd tov tpdmo emnpedletonr 1) OCLVOAKN pon EKTEAECNG Ko
EMTUYYAVETOL SUVOUIKY] KOl OOSOTIKY] TPOCHPUOYN TNG CLUTEPLPOPES TV Agents GTIG €KAGTOTE
cuvonKec.

H Aertovpywomta tov Blackboard Conditions evioyvetor pécwm Owpdpmv puuicemv, ol omoieg
TOPEYOVY AETTOUEPT] EAEYXO TAV® GTY] GUUTEPUPOPE TNG TEYVNTNG VOTLOCHVNG:
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o Notify Observer: H poBuion avti kabopilel o mote o Observer Ba evnuepwbei yio aArayég oty
Ty evog Blackboard Key. Mo cuvnOiopévn emdoyn eivan to On Result Change, 1o omoio
oniaver 6tL o Observer Ba evepyomoteitar povo dtav aAAAEEl TO amoTéAESHO TG CLVONKNG,
onradn o6tav 1 véa Tyun Tov Key empépel diapopetikd amotérecua and 1o Tponyoduevo. Avth n
Aertovpyio, elvar kpiowun oOtav amotteiton aueon avtiopaon tov Agents o€ UETOPOALC
Kkataotdoemv (T.y. olayn amd Passive oe Investigate), dote va mpokindei ek véov a&loAdynon
TOV OEVTIPOL GUUTEPLPOPAG,.

o Observer Aborts: Avti m mapduetpog kabopilel mog to Behavior Tree 0o avtidpdoest otov
aviyveuBel aAlayn oty T evog Blackboard Key mov mapakolovbeitoan. H emloyn Both
VTOOEIKVVEL OTL TOGO Ta evEPYA OG0 Kol Ta Thava endpeva branches tov dévrpov Ba axvpmbovv,
kot 1 exktédeon Oo emavekkivnOel omd TOo avdTEPO OYETIKO omueio. Me avtdv Tov TpdMO
Stuoporiletar N TPOTEPUIOTNTO TOV VEOV OEOOUEVOV KOl OTOTPEMETAL 1 GLVEYICT] TOAUIDV
EVEPYELDV IOV UTOPEL VOl EIvOl TAEOV GVUPOTES LE T VEQ KOTAOTOOT).

o Key Query: Opilel 10 €idoc ™ Aoyikng obvykpiong mov Oo mpoayuatomoindel petald tng
Tpéyovoag Tiung evog Blackboard Key kot piag mpokabopiopévng tiung. H wo cuvndng emtioyn
elvar 10 Is Equal To, 1o omoilo a&ohoyel av 1 Ty tov Key eivan ion pe v xobopiopévn tiun
(m.y. ov n petafinti katdotaong tov Al givar Investigate). Epocov i cuvOfkn amodwoet True,
EMTPEMETAL 1) EKTEAEGT] TOVL AVTIGTOLYOV VTOSGEVTIPOL 1| EVEPYELNS.

o Key Value: Ilpéxertal yio t otafepn Tiun pe v omoio cvykpivetor n Tiun tov Blackboard Key,
ue Paon 1o €idog Tov Key Query. o mopadetyua, av to Key givar AlState kot to Key Value gival
Investigate, 1 cuvOnKn eAéyyel av o Agent Bpicketal 6N QAcT depedvnong.

e Blackboard Key: To cvykekpiuévo medio onidvel molo Key tov Blackboard cvppetéyer o
ovykpon. Ilpdkerron ywo tn petafinty mov amobnkever v Kpiowun mAnpoeopio 1 omnoio
napakorovdeitoan amd to Condition, émwg M 0éon evdg 6tdYoL, N OPATOTNTO TOV TOIKTN, N 1
TPEXOVGO AELTOLPYIKT KOTAGTAGT TOL Tpdiktopa Al

Abypappa Porlg: Kabe node tomoBeteiton oto didypappa pong tomobetdviag Tig gvépyeleg mov Oa
extelecTOOV 6€ @Bivovoa oelpd mpotepatdtnTag. To Sidypappo g €wovoag 54 mapovotdlel o
axolovbia gvepyeldv oe éva GeVEPLO emBECT|G YPNOULOTOIDOVTOG TO GUVOAO TV PUCIK®Y GTOXEI®V EVOG
Behavior Tree. X& avtd 10 dudypappa o Agent &xet avTiAngBel Tov maiktn Kol Prnopel vo eKTEAEGEL TPELG
Bactkég evépyeteg, vt ¢ emifeonc, ¢ avamApoong Tov Toéviov (ONg Kol ovTh Katd TNV omoia
avalntd tov maiktn. H exktéheon Eekvd amd ™ pila (root) tov dévipov kar o Combat Selector emiyeipei
va ekteréael éva amo ta child nodes pe ™ cepd, cOppova pe tovg Decorators mov mepthapupavouy.
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®
4 MoveToLine0fSight
e

Ewova 54. Behavior Tree Nodes Example (attack scenario)

Sequence FindCover and Heal: mepthopfdver v avalntmon pog tomofeciog aceaielag péco EQS
Query, 1t peTOKivnomn Tov ToikTn 6To onueio péom tov task MoveTo, v avariAnpmon Tov toviev {ong
ovpewva, pe to Custom Task BTT Heal kot tnv avapovy tov Agent 6to onueio avtd péom tov Wait,
Katd v omoio To Sequence oAoxAnpmvetal. Evepyomoteitor 6tav o Decorator aAddEet Tipn, dnAaon
otov ot Tovtol Lmng Tov Agent Bpebolv og yaunAd enineda. Mia tétoto aAlayn Tpokalel olaKony KaOe
EVEPYELOG YOUUNADTEPTC TPOTEPAULOTNTOS KO ETOVOEIOAOYNOT TV KOUPWOV amd TNV apyn, OTO ENIMESO TOL
Combat Selector.

Attack Sequence: mepihappdvel Tig evépyeleg emifeong, 6mov o Agent ektedel Tn dEoUN EVEPYELDV HECH
evog SubTree (Omwg TVPOSOTNOT TOL OMAIGHOV) VD TUPAAANAQ KIVEITOL 7TPOG €vo. onueio. Avtd
emtuyydvetal pe tn xpnon tov node Simple Parallel. H olokAnpwon Tov node avtov Bo Ttupodothoet Tnv
emopevn evépyeto, Wait. To Sequence gvepyomoteitan Kot ektedeitan ko’ OAnN ™ didpkeio wov o Decorator
BTD CanSeeTarget gival aAnOng, avTimpooc®medovTag TV ONTIKY KOTAGTAoN HETaEd TOL maikTn Kol Tov
Agent.

MoveToLineOfSight Sequence: meplopfavel v oAhoyn g ToxOTNTOG UE TV onoio Kiveitar o Agent
péow Custom Task, tnv avalntnon uog tomobeciog oty omoia o waikg Oo Ppicketol 6To 0nTIKO TOV
nedio péow EQS Query kot tn petokivnon tov Agent mpog 1o onpeio avtd. Evepyomoteitan otav ke
dAho Sequence tov Combat Selector amotiyel, nAadn otnv mepintwon mov o Agent £yel ETUPKEIG
wovToug {mNG KoL OV £)EL OTTIKT EXAPT| LLE TOV TTOAKTN).

Téhog, o Selector Bo diakomel oty wepintwon mov o maiktng eEovdetepwbei, cupPOvVa e To Service
BTS_StopAttackinglfTargetlsDead, to onoio extedeiton ko’ dAn TN SibpKeln TG EKTELECTNG, EAEYXOVTOG
™ (OTIKN KOTAGTACT TOV TTOAKTY.
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Al Controller: To Al Controller amotelel kevipikd oToryeio Tov cvuatnuatog Al kot Agitovpyel wg To
vonTikd cvotnua evoc Al-controlled Actor. IIpdxettar yio pa €101k1y KAGoM 1 omoia GuvogeTan e Evay
Actor xou avolapBdver tnv KaBodnynon Kot tov EAEYY0 NG OCULUTEPIPOPAG TOV, HESH TOGO
EVOOUATOUEVOV 0G0 Kol €S0TOUIKELUEVAOV AELTOVPYIDV OV avamtOiocovtal amd tov ypnotn. To Al
Controller dwoyepiletoar v exkivnon tov Behavior Tree, evd tavtoypova dwtnpel mpoécPfocn 6Tto
Blackboard. EmumAéov, evoopoatdver 1o ocvotnue Al Perception, emitpémovtag otovg Agents va
avtihapupdvoviat to mepPdAlov Tovg Kot gival vevBuvo yia T dtaxeipion ¢ Kiviong Kot TG €0Tioong
Tov Agent, EAEYYOVTAG GE TPAYLOTIKO ¥POVO TNV TAONYNOT Kol TNV KOTELOLVGT TOV TPOC GTOXOVG 1|
avtikeipeva  evolapépovtog. Q¢  Blueprint «Adom, emutpémer TNV TEPAUTEP®  EMEKTOCT  TNG
AELTOVPYIKOTNTAS TOV pHEcm TG onuovpyiag custom functions kot tng ypnone Blueprint Interfaces,
KaO1oTOVTAG dUVATH TNV AVATTLEN SUVOUIK®OV KOl TPOGOPLOCTIKOV Agents, Ol 0010l AvToToKpivovTal
OTOTELECUOATIKA ©E UETOPOAAOUEVEG GLUVONKEC TOL TEPIPAAAOVTOC Kot VIooTnpilovy TOADTAOKEG

GUUTEPLPOPEC.

Al Perception Component: To Al Perception Component givol évo cOGTNHO TOV TOPEYEL EVOV YEVIKO
unyoviopd avtiinyng o évav Agent. Emttpénel otov Agent va avtilapfavetol to mepipdilov yopw® Tov
uéom dpopmv achnoemv (senses). Avtég ol auoOnoelg emtpénovy o Evav Agent va avtidpdoel og
YEYOVATO TOV KOGUOV TOV, OTTMG VO avTIAN@OEl TV mapovsio Tov maiktn 1 GAAwv Agents, va oviyveDoel
Nyovg N axopa Kot vo, avtidpacel oe Damage. To ohotnua avtd evoopotmvetat duecsa oto Al Controller
Kol ypnoomoteitar yo. tn onuovpyio EEumveov ko mpocsoppoctikav NPCs. Ot pvOuicelg kot ot
Aerrovpyieg tov Perception System mepihappdvovv tpelg Pacikovg tOmOvg oicHfoewmv 0TS akon
(Hearing Sense), 6paon (Sight Sense) kot 1 avtiinyn damage (Damage Sense). Avtéc umopodv va
pLOoTOHY Kot Vo SapopemBolv Yo va emtevyBohv SloPOPETIKA ATOTEAEGLATO OTIG OVTIOPAGELS TOV
Agent. O1 Bacwkég aictnceic mov mapéyovtat ivat:

o Sense Sight: empénel v aviyvevon evog Actor (.. Tov ikt 1} Kamwowo dGAlov Agent)
N A @V avtikeipevov (T.y. Vo UTOVKGAAL) 6TOV KOGUO TOL HECH TNG Opaong. Alabétet
puBuicelg 6mwe to Sight Radius, to omoio xabopiler tn péyiot andotoom oty omoin
pmopel o Agent va det évav o10)0, 10 Lose Sight Radius oto omoio xafopileton m
amoOoTOoN UETG TNV omoio 0 Al ydvel v emoen Tov pe Tov 6TtOX0 Kot to Peripheral
Vision Angle 6mov avamopiotd tn yovie 6pacng tov Agent, n omoio emnpedlel v
TEPLOYN OTNV Omoio, UTOPEl Vo aviyvevsel Eva avtikeipevo. EmmAéov, to Sense dtabétel
T1g puBuiceic Max Age ko Starts Enabled, ot onoieg apopodv ot ypovikn didpkela Tov
éva gpébhopa Ba SatnpnBel otn pvnun tov Agent kot otV apylKoroinon tov Agent pe
TO sense gvepyomoinuévo avtiotorya. ‘Ocov apopd otn Aettovpyio Tov, évog Actor Tov
gloépyetal oto medio Opoong Tov Agent amoteAel ko éva epébopa, tO omoio
KaToypaeeTon amd To Sense kol pmopel va ypnoomombei evtdg omolacdmote GAANGC
Aewtovpyiog, Om®G Yy TopddEypo  Kotd TtV mopoddtnom g Aettovpyiog
OnPerceptionUpdated 1 omoia avaeépetar oe emdpevn mapdypapo. Térog, ot puBuicelg
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Detection by Affiliation emttpémovv v aviyvevon Actors PAcElL TV YOPOKTNPIGTIKOV
mov Kabopilovv ) oyéon tovg, dnwg tags M petaPAntés. Xpnotuedovv og meptpdAlovta
TOLVIOIDV OOV LIAPYOLV OUASEG YOPOKTNP®OV 7OV EVOEYETOL VO OVAKOLV OF
SL0POPETIKEG CLUUOYIES, OLADEG 1) AALEG OPYOVMGELS EVTOG TOVL TALYVISIOD.

o Sense Hearing: emtpénel o€ €vav Agent vo 0KOOEL YOV, OT®G TVPOPOAIGHOVS, PripaTa
N GAAec dpaocTnPlOTNTEG KOt va avTdpd. Agitovpyet e t Pdon tov Hearing Range, to
omoio kabopilel TNV amdeTACT 0O TNV 0MTOiN 0 YOG UITOPEL VAL YivVEL aVTIANTTOC, MOTE TO
epébopa va kotaypoapsi omd tov Agent. Emumiéov, dwbéter Tig emioyég MaxAge,
DetectionByAffiliation xau Starts Enabled, o1 onoieg Agttovpyovv pe tov 1810 TpomO LE
avtdév tov Sense Sight. H aicbnon evepyomoteitar kotd tv kAfon tov node Report
Noise Event, to onoio pmopel va ekteleotel and omolovonmote Actor 1 onueio evog
Blueprint. Evégiktikd, avtd umopei va cupfel Kotd v TupodoTnon [og 6Qaipag amd to
Blueprint gvog 6mAOv M TNV KOTAGTPOEN £VOG WITOVKOALOD KOTE TNV €MOQT TOV HE TO
€0apog. Téhog, 10 node mopéyel el0600VG peTafAntdv o6nmg Noise Location, Instigator
kot Tag, ot omoieg avtimposmredovy v tonobesio Tov epebicpatoc, tov Actor omd Tov
omoio kKAMOnke 10 node xou £va TPOPETIKO Gvopa mov yapaxtnpilel to epébopa. Me
avtdv ToV TPOTO, KGbe KANom tov node Oo KoToypAwel TOo €pEOIGUE, OAAG Kol TIg
TANpoeopiec mov oyetifovrol pe ovtd, MOTE VO, ypnoiporombody oty vAoToinom
SPOPOV EVEPYELDV, OTMS KATA TNV Tupoddtnon g Asttovpyiog OnPerceptionUpdated.

o  Sense Damage: emutpénel og évav Agent vo avtihapBdavetor v anodoyn Damage and
Tov Taiktn 1 GALovg xBpovg, emtpémovTag TV avantvén aviioymv avidpdcemy. ‘Eva
epédiopa mov gvepyomotel oty TNV aicOnon dnuiovpyeital katd v KARon tov node
Report Damage Event, 10 onoio Aettovpyel pe tov 1610 tpomo pe o node Report Noise
Event. Ké&fe xAnon mapéyst petaPAntéc €ic6oov mov agopovv oto Damage, Ommg
Damaged Actor, Insigator, Damage Amount, Event Location kot Tag kot pmopodv va
yxpnoponomBovv Katd v Tupoddtnon tov Sense otov Al Controller.

H p0Buion tov cvotipatog yiveror péow tov Al Perception Component gvidg tov Al Controller kot
mapéxel Pacikd events ota omoio, puwopovv va avortuyfovy Aettovpyieg PACEL TOV KOTOYEYPOUUEVDV
gpebopdrov 1 dStupdpov cuvinkmv. Zuykekpipéva, to event OnPerceptionUpdated kokeiton ke popd
mov 10 Al Perception Component aviyvevoet véa dedopéva. Avtdc o Unyavicpog evepyomoteitat dtav Eva
amo6 to Senses moupodotnovv (m.y. Sense Sight) ko emtpéner v avamntuén TV evepyEIdY TOL Oal
EKTEAEGTOVV GUUPMOVO, LE TOV TOTO Tov gpebiocpatog Ko dAleg ovvinkeg M petaPintéc. EmmAéov, 1o
Component drobétel Events, 0mwg to OnTargetPerceptionForgotten, to OnTargetPerceptionlnfoUpdated,
1o OnComponentActivated k.a., Yo TV avanTvén eMmALOV AEITOLPYIDOV PACEL CLYKEKPIUEVEOV GUVONKOV
OV apopovv  oto  Component. XopaKTnploTiKn QaproYN omotelel 10 event
OnTargetPerceptionForgotten, To omoio mupodoteitan 6tav Eva epéBiopo €xel aparpedel amd T Uviun
evog Agent, cOLe®Va pe T peTafAnti) MaxAge mov €xel opiotel 6To avtioToryo Sense.
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Navigation Mesh: To Navigation Mesh (NavMesh) éva mAéypo TAonynomng mov ypnoLonoleitol yio vo
KaBopicel TIg TPOSTEAAGIES TEPLOYES TOVL o VIS0 amd évav Agent. Avamapiotd o Sobéoipa medio
Yo Kivor, TPOCOEPOVING OTOVG YOPOKTNPEG EvaV YAPTN TAONYNONG, MGTE VO TPOYPOUMHOTICOUV TN
S100pOT) TOVG OMOTEAEGUATIKG, Y10 TN COOTH KATELOVVOT Kol amoPVYn umodiov Katd TNy Kivnon tovg
67OV KOGHO Tov TTaryvidlov. [lpoatifetan mg Asset (NavMesh Bounds Volume) 6to Level tov moyvidiod
Kol pe Baon TG YEMUETPIKEG EMPAVELEG TOV KOGUOV (OT®G Ol TOiYOL, TO £30(POC, TO EUTOIIN KAT.) Evag
NPC pmopel va vmoroyicel v kKoAvtepn dwadpopn amd éva onueio og éva aAAo, Pacilopevog otnv
ATOCTOOT KOl 6TO EUTOOLN. XpMolonoteital dueoa and tig Asttovpyieg MoveTo, Pathfinding, kabmg kot
a6 tic EQS Quieries. Q¢ amotédeopa, omotedel amopaitnto asset ylo T SOCPAAIGT TG KIVNTIKOTNTO
Tov Agents otov KOGHO ToL Tavdwd. H ewdva 55 amewcovilel TIC TPOcTEAICIUES TEPLOYES TOV
oy vioov and évav Agent cOpemva pe To TAEypa NavMesh.

RecastNavMesh-Default (Static)
AgentRadius 35.0, AgentHeight 144.0
CellSizes 38.0/19.0/19.0, CellHeights 10.0/10.0/10.0, AgentMaxStepHeight 35.0/35.0/35.0 (low/default/high)
Region part Watershed, Layer part Watershed
o e

[ NavData count: 1
MainNavData: BecastNavMesh-Default
Custom NavLinks count29
Usifg clusterlinkss =

Ewoéva 55. Navigation Mesh

Environment Query System: To Environment Query System (EQS) amotehei pio evoopoatopévn
dvvatotnta tov cvotipatog Teyvntig Nonpoosvvng oto Unreal Engine 5, ) omoia emitpénet T GuALOYN
ka1l avdivon dedopévev amd 1o meptBaiiov Tov mayvidiov. Méow tov EQS, prnopovv va dtopoppmbodv
EPOTAHATA TOV 0ELOAOYOVV SLAPOPES TAPAUETPOVS TOV TEPIPAAAOVTOG, KOl VO, EMGTPEYEL MG AMOTELEGLLOL
éva M TOAAG onpeio yioo v kabBodynon tov Agents. To amotédlecpa pmopei va amobnievtel og pa
petapinty tov Behavior Tree o va ypnowomombei ©g mopduerpog €10660v o ddpopa Tasks
petaxivnong N enifeonc. Evdektikd, to amotédespa evog EQS mov avalntd to Koviivotepo avTiKeilevo
amo €vo cOVOAO QVTIKEWWEVOV 6 oyéomn pe ) Béom tov NPC, pmopel va ypnoomombei wg tomobesio
otV omoia Ba kivnBei o Agent pécw tov task MoveTo. Ta kdpa ototygio Tov givar:
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e Generators: Eivar vredBuvvor yio tn dnpovpyia vroynieiov 8Ecemv 1 avIIKEWEVOVY TOV
0o vroPAnBobv oe a&lordynon.

o Tests: A&loAoyolv to dedouéva mov mapéyoviat amd tovg Generators, YPNOLUOTOLDVTAG
SLapopa KPLUTnpla, OTme omdcTocT 1 0PUTOTNTO.

o Contexts: Ilapéyovv to mAic0 avoeopdc Yoo Tig dokiuég kot tovg Generators,
devkpwilovtag to medio epoproyng tTov epotnudtoy. ‘Eva context umopel va givar o
Querier (o yopoxtipoc Al mov ektelel v gpmdTnoM) M| IO cVVOETO, OTMG OAOL 0L Actors
evOg OLYKEKPIUEVOL TUTOL. EmmAéov, pmopovv va dnpovpynfodv mpocoppocuéva
Contexts péow Blueprint 1 C++, emrpénoviag v evedla otov Kabopiopd Tov
TAULGIOV aVOQOPAG OVAAOYO LE TIG AVAYKES TOV TTALYVIO0V.

Mo dwdikooio. EQS mapdyst moldamiéc vroynoleg 0écelc otov ydpo, uécm tov Generators Kot To
arotéleopa Tov Query mpokvmtel and TtV aS0AdYNoN TV ONUEIDV, COUPOVE LE TO KPLTNPLNL TOL
opifovtat ot Test oe oyéon pe 1o TAaico avapopds. Mropei va. ekteleotel péow tov node Run EQS
Query evioc tov Behavior Trees woti emitpémel otoug Agents vo AopuPdvovv amopdoelg Pacel tng
duvapukng agloddynong tov mepdriovioc. Xto mhaiclo Tov mopoviog Project, ypnoiuomolovvtal g
TEYVIKN Yoo TNV €0peon ¢ Pértiomng 0éong emibeong, v avalpon KaAvyng, tov mifavov onueiov
dapuyNG mov pmopel va £yl akolovdnoet o maiktng apdtov ¥abel and To onTkd Tedio Tov Agent K.a.

7.3.  Y)lomoinon

H dwdkacio vAomoinong Eexivnoe pe tn onovpyia tov P10V Poctk@v Assets Tov omoTeEAOVV TOV
TLPNVO TNG AELTOLPYiaG TV Agents.

Apyikd, oyxedidotnke n khdon Blackboard, otnv omoila opiotnkav dieg ot amapaitnteg peTafAntég yio
TOV TPOYPOUUOTICUO TNG PONG omopdcewy Twv Behavior Trees. Xtn cuvéyela, avamtdydnke n kAdon Al
Controller, o6mov vlomombOnkav to functions wot to Custom Events mov dwyxepilovion v
aAdnieniopaon petald tov Agents ko twv Behavior Trees. To tpito Pacikd otoyyeio apopd v
TAONYNON TOV Agents GTOV YMPO TOV TALYVIOLOV, 1) 0Ttoio EMTELYONKE e TNV evooudtmon Tov NavMesh,
EMTPETOVTOG OTOVG Agents Vo LETOKIVOOVTOL GVTOVOLO GTO TEPPAAAOV.

IMa ™ dwoyeipion g coUTEPLPOPAS TV EYOpdV, dnovpyndnkay dvo Pacwkd BT assets wov 0dnyovv Tig
KOpleg Katryopieg exfpav pe kown Aoyikn. To éva avaténke otovg exBpodg pe omiiopd Pistol ko Rifle
(BT Enemy Ranged) ot mepthaufavel tn doun mov kabopilel Tic evépyeleg tov Agents pe embécelg
euPéretag, kabdg avTég TapaUEVOLY 101eC € EMIMESO YEVIKOV 0mopacewy. To dALo avatédnke otovg
gxBpovg Android (BT Enemy Android), kaBdg ot evépyeiég toug dapépovv onpoviikd. Emmiéov, yia
TIC AVAYKEG TOV OVO oWTOV KAGcemv avartdydnkav to avaloya Tasks, Decorators, Services, EQS
Queries kot SubTrees ywo tv opBn Aertovpyia, opydvmon Kot BEATIGTONOINGCT TG CLUTEPIPOPAG TOV
Agents. Xt ovvéyelo, onovpynonke évo Blueprint Interface (BPI Enemy AI) mov Aettovpysi wg
GLALOYT| GUVOPTNOE®DY Y10 KATOT) KOWVOYPNOTOV EVEPYEIDMV Kol OVAYVOOT UETAPANTOV, GE onueia TOLv TO
amoitel 1 viomoinor, 6nwg To Blueprint twv Agents, o Al Controller, To Animation Blueprint .a.
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Téhoc, éywve avabeon tov katdAiniwov Behavior Trees kot Al Controller Assets og kéfe Agent, ®ote va
glvarl TpoGBAGILe Kot TPOG YPNOoT KOTA TV 0p)LIKOToinen Tovg.

7.3.1. Blackboard Keys

Ot petopintéc (keys) mov opiotnkav oto Blackboard otoyebovv omnv omobnkevon kpicluwv
TANPOPOPLOV GYETIKA WUE TNV KATAOTOOT, TN OTOYELON Kol TG evépyeleg Tov Agents. [lapaxdto
napovctdletor  Asrtovpyio Kot 1 Pacikn ¥pnon g Kabeudg amd avtéc:

o AttackTarget (Player) (Actor Object reference): og avt tn peToPAnt) ekywpeitar o Actor mov
&xel mpootebel 610 onTkd medio Tov Agent Ko Bo amOTEAEGEL GTOYO MG TPOG L EVEPYELQL.
Xpnowonoteital yio vo vrodeiel Tov Actor otov onoio o Agent o evepynoet emBeTikd, oAAG
ka1 o€ Decorators kot Services mov a@opovv 6Ty avtiinyn tov Agent ®¢ Tpog TV mopovsia 1
oL tov Actor. Evoeiktikd, ot evépyeleg emiBeong extehovvion Kotd ) d1dpkela Kot v onoia o
actor givol avTIANTTog, EVO GTNV AvTiBETN TEPIMTMOT LOTUIDVOVTOL.

o State (Enum): avtq UETOPANTN OVIIPOCHOTEVEL TIG SLUPOPETIKEG KUTACTAGEIS TOV UTOPEL Vol
Bpioketar o Agent, émwc Patrol, Investigate, Attack, k.. Xpnowuomotgitor yio. TV €TI0V TOV
KaTOAANAOL dévipov gvepyeldv and to Behavior Tree kot og eA&yyovg Yo TV TPAYLLOTOTOINOT
EVEPYELDV OV amoTovV cLyKekpLuévo State. o mapdderypa, dtav 1 petafAnT Taipverl Ty Tiun
Investigate Oa ektEAEGTOVV O1 EVEPYELES TOV JEVTIPOL OV ALPOPOVV GTN SIEPELVNOT L0 NYNTIKNAG
Swtdpaéne. EmmAéov, 10 mepieyduevo g petafintig kabopilel v emioyn tov KatdAAniov
Blendspace oto Animation Blueprint.

e PointOfInterest (Vector): e avti tn petafAntn ekympeiton pio torodesio ) onoia Oo amotehéoet
TOV YWPIKO GTOYO0 Log evépyelag. Xpnotponoteitol Evavtt Tov AttackTarget oe evépyeieg mov dev
glvar aueoa emBetikég mpog évav Actor 1| mov to reference evog Actor dgv givar diabéoio.
Evéewtikd, xatd tnv ektéheon evog EQS Query ywe v avalimon o tomobesiog, M
amofNKeLoN TOL AMOTEAECUOTOC Tpaylatonoleitor otn petafint). Axoun, o6tav to Hearing
Sense Tov Agent Tpokaiécel TV extéleon Tov state Investigate, o key PointOfInterest opiletan
pue to mepieyOpevo tng tomobeciog omd Tnv omoio mpokAnOnke M dAloyn, ©OCTE Vo
ypnowomoindei evtog tov Behavior Tree.

o AttackRadius ko1 DefendRadius (Float): oe avtég Tig petafintég opifovtal ol amocTicelg amd Tig
omoieg évog Actor umopei va emtebel, Kabmg Kot vo S10Tnpiogl 0mdoTOoT AGPAAEiNS omd Evay
dAlov Actor avticTtorya. Xpnowomoteitan o¢ €i60d0g yio tnv ektéleon tov Behavior Tree Task
BTT MoveToldealRange ota sequences FindCover kot Strafe evtog tov Behavior Tree.

o AttackTeleportLocation (Vector): e autf T petafint) amobniedetor 1 torobesio otnv omoia
évag Agent Tomov Android Ba mpaypoatonomoet teleport kot ypnoponoteiton oto Behavior Tree
Task BTT GetAttackTeleportLocation, kotd v extéleon g enibeomng Aerial Attack.

o DistanceToPlayer (Float): o ovtf T petafint) amobniedetor n andctacn Tov Agent amd tov
TOLKTY). Xprnowonoteiton OTOKAEIGTIKA amo Agents TOTOV Android ®g
BlackboardBasedCondition yio tnv €mthoyn g katdAAnAng enibeong tov Agent. Evnuepmveton
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o€ payuatikd ypovo pécw tov service BTS UpdateDistanceToTarget mov mupodoteitoar otnyv
évapén tov AttackState.

o FrozenWhileAttacking (Boolean): ce avti ) petaPint opiletan edv éva Android Bo ekteréoet
To vmodévipo FrozenWhileAttacking 1 FrozenPassive 6tav Ppicketor oto State Frozen, Adyw
enibeong amd DataWorm ko ypnowonoteitan wg BlackboardBasedCondition.

o LocationPriorTolnvestigation (Vector): o€ ovtf ) petafint omobnkevetor n tomobecio oty
omoio. Ppioketonr évog Agent mpotoly petafel oto State Investigate 1 Seek, kotd ta omoia
petafdrder v apyikn Tov B€or. Xpnowomoteitoan wg M tomobecio mov Ba emoTpéyel o Agent,
Otav OLOKANP®OODV 01 TAPUTAVE® EVEPYEIEC, KOTA TNV EMGTPOPT TOVG 0T0 State Passive.

7.3.2. Al Controller

INa sveMé&io otV avanTvén AertovpyldY NG GLUTEPIPOPAS TV Agents dnpovpynonke éva custom Al
Controller pe v ovouacio AIC Enemy Base. H cuykekpipévn khdon amoterel Tov kevIpkd kOpPo
dlayelplong e texyNTNS VONLOGHVIG TV Agents, EVOOUATOVOVTOG TN PAGIK AOYIKT TOV AEITOLPYIDOV
OV UTOPOVV VO EKTEAECOVV KOATA TN OAPKE TNG AAANAETIOPACS TOVG Ue TO TEPPAALOV Kol TOV
TOAKT).

H AIC Enemy Base Aettovpyel o¢ eviaio Blueprint, 610 0m0i0 GLYKEVIPOVOVTOL GNUOVTIKEG
Aertovpyieg, OT®G N Tupodotnorn Custom Events mov Ppickovtar oto Blueprint ke Agent, n duvapuikn
petaforn Tiwmv petafintov oto Blackboard tov Behavior Tree, kabmg kot 1 yevikdtepn dtaygipion tng
eMKOwmViog avaueso oto Behavior Tree kot to Blueprint tov Agents. H avafeomn tov éywve otnv Parent
Class BP_Enemy Base, ®ote vo kinpovopeitor amd ke avtictoyyo Child Actor.

[Mopdro mov ot0 TAicLO pEYOADTEPOV £pymV givar ocuviBng n dnuovpyio moAramidv Al Controllers
puéom piag doung tomov Parent-Child yio v e€edikevon g Aoyikng ava tomo €x0pod 1 Aettovpyio,
OTNV TOPOVGO VAOTOINGN EMAEXONKE 1) EVOOUAT®OT OA®V TV d10.PopoTONcEDVY (OTG 0 TOTOG £XOpOD
N t0 eOAO TOL YopakTipa) evidg tov idov Al Controller. H emdoyn avt evioybel T cvvoyn Tov
GUGTAUOTOG KOl GUYKEVIPMVEL TN AOYIKT GE éval eV oNUELD, YEYOVAC TOV SIEVKOAVVEL T1] GLVTHPNOT
KOl TNV 0mocQUAUATOGT. 26TOG0, GLVOSEVETAL OO ALENUEVT] TOAVTAOKOTNTO GTOV OYXEOUGUO, KAOMDC
QTTOLTEL TNV VAOTTOINGT TOPOUETPIKMV EAEYXMOV KOl SIOKAAODCEMY GE TOAAATAN OTLEID, TOV KOIIKA, DCTE
va KaAv AoV dAeC 01 TOUVES TEPIMTMOGELC.

Télog, Waitepn TPOooyN AMALTEITOL OC TPOG TNV TOTOOETNGN GLYKEKPIUEVOV AEITOVPYIOV TV Agents,
kaBad¢ pio evépyea umopel va viomomBei eite atov Al Controller, gite oto Behavior Tree, ite anevbeiog
otov 1010 tov Actor. H emdoyn tov katdAinlov onueiov vAomoinong e€aptdtol amd Tov 6KOmd 7oL
e&umnpetel 1 evépyeta, TN QVOT NG, KOOGS Kol omd To ool Agents TNV a&l0TO0VV KOl GE TO0 TANIG1O.
H 1coppommuévn katavoun g AOYIKNG G€ avTG TO eminedo omoTeAel Kpiolwo otoyeio yw v
QTOO0TIKOTNTA KOl TNV EMEKTAGILOTITO TOV GUVOAKOD GUGTHUOTOG,

124



7.3.3. Perception System

IMa v viomoinon Aettovpyidv mov Pocilovior oty andkpion tov Agents oe eEwntepkd epebiouara,
a&lomotel TIg mopapéTpoug Kot ta events mov mapéyovrtal amd 1o Al Perception Conponent. Xvykekpiuéva,
kaBopioTnKav ol TWWES TOV TaPAPETpOV Yo kKiBe Sense cOUPOVE UE TIG OXEOIOOTIKEG OVAYKES TOL
oy vidlov, kot ovortoydnkav 3 Custom Events ta omoia dtayeipilovtal v EKTELECT TOV EVEPYELDV TOL
apopovV Gty TupoddTNnoT Kabe Katnyopiag epebiopatog. Ot TéC mov avatédnkay dtac@aiilovy Twg N
Aertovpyio. TV owoBncemv Asttovpyel pe PeoMOTIKO TPOTO OTO TANIGIO TOV TOLYVIOWOD Kot
mopovotdlovtal oTic EkdveC 56 kat 57.

Al Perception

Config

1500,0 cm
2000,0 cm

65,0°

en Location -1,0cm
0,0cm

0,0cm

Starts Enabled

Ewova 56. Sight Sense Configuration
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&) Al Heal

lementation A e_Hearing

Hearing Range 1000,0 cm

Ewova 57. Hearing & Damage Sense Configuration

OnPerceptionUpdated (Custom Event): H dwyeipion tov evepyeiov vy ta gpebicpata mov
mopodotovvrol omd to SightSense, HearingSense ka1 DamageSense emttvyydveton péoa amd to Custom
Events OnPlayerSeen, Handle Sensed Sound kot Handle Sensed Damage ovtictotyo. Xvykekpyéva, to
Events kaAovvtol kabe @opd mov éva gpébicpa mopodotel to Custom Event OnPerceptionUpdated. To
event mapéyel T petaPant) UpdatedActors (Array) n omoia mepiéyel OA0VG TOLG Actors TOL TPOKAAEGOY
éva gpébiopo. o kabe tétolo actor, To function CanSenseActor déyetan mg €ic0do €va, amd ta. Enums
Sight, Hearing 1§ Damage kot mopodotei to katdAinio Custom Event avtictoyo, mopéyoviog Tig
amopoaitnTeg HETAPANTES Y1l T OLOYEIPIOT) TV EVEPYEIDV.
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Perception Updated

7 Can Sense Actor & Rdd To Known Seen Actors & On Player Seen
© On Perception Updated (AlPerception) G ForEReh Toop

Addpin ©

7 Can Sense Actor & Handle Sensed Sound

$ Fandle Sensed Damage

Ewoéva 58. OnPerceptionUpdated

CanSenseActor (Function): To CanSenseActor ovoktd OAo to Televtaio epebicpoata  mov
Kataypaenkav oto Perception 7tov Agent, péow twv nodes GetActorsPerception kot
BreakActorPerceptionBlueprintInfo. ‘Enctta, copmvel ta anoterécpato pésm tov node ForEachLoop kot
emAgyetl avtd mov oyetiletal Pe To d0edopéEVO Sense cOLP®VA e TNV TIU) Tov Enum mov mapéyeton Kotd
v eicodo. Télog, 1o function emotpépel 10 reference tov gpebicpatog, To omoio mopEyel OAES TIG
TANPOQOpiec mov oyetilovtal pe antd dmmc TV Tomobesio Tov 6To YMPo, Thava Tag wov 1o dlakaTE oLV
K.o. Akoun, to function emotpépetl o¢ Eeywpiot) petafinth v SuccessfullySensed (Boolean), n omoia
glval PEPOGg TV TANPOPOPLOV TOL £PEBIGLOTOC KOl OVTUTPOCMTEVEL TO YEYOVOG OV TO gpEBiGO amoTeAel
gyypaon N dwypaen omd to Perception tov Actor. INa mopdadetyua, otav o moiktng Ppedel oto omtikd
medio tov Actor 1 petafint Ba €xet v TN true, v 6tav o Actor e£€ABel amd To OMTIKG TMESIO TOL
Agent Oa éxel v Tun false. Qg amotéheopa, n petafinty SuccessfullySensed emitpénel v avamrTvén
EVEPYELDV Y10, KAOE TEPIMTOON, ATOTEADVTOC PACIKY TOPAUETPO TN VAOTOINGTNC.
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Ewova 59. CanSenseActor

Handle Senses: Zopoava pe v Katnyopio Tov Sense Tov avikel £va gpéficpa, TpodoTovvTal Eva and
ta functions OnPlayerSeen, HandleSesnsedSound kot HandleSesnsedDamage. To mp@to ektedeiton dtav
évag Actor €16€pyeTal 6TO OonTIKO TEdio Tov Agent, kot d€xeTon ¢ €i60d0 To reference Tov Actor kot
petaPint SuccessfullySensed. To function meptloufavel Tig amapaitnteg evépyeleg Pdon dapdpwv
ocuvink@v, OnMg avtéc meprypdpovial oto vrokepdiato 8.6. To devutepo function apopd otnv
TLPOSOTNON EVOG MYNTIKOV £peBicLOTOC Kot TEPIAOUPAVEL OYETIKEG EVEPYELEG, OTIMG OVTEC TEPLYPAPOVTOL
07O VTOKEPAAL0 8.3. AOY® TOV EVEPYELDV TTOV VAOTOI0VVTOL GE VTN TNV TTEpinT®on, To function amortei
¢ €lcodo povo tig petaPantég StimulusLocation kot Tag, ot omoieg mapéyovar and to reference Tov
epebioparog. Téhog, to function HandleSesnsedDamage nepthapfBavel Tig EVEPYEIEG TTOL EKTEAOVVTAL OTOV
o Actor oéyeton Damage. Zvykexpipévo, to function propet va petofdaietl tov Agent oto Attacking State
av avtdg Ppioketor og éva and to, States Passive, Investigating, Seeking, 1} Detecting kot av o Actor mov
npokdiece t0 Damage dev eivar coppoyog tov Agent. Qot060, TO cLYKeEKPEVO Sense Umopei va
mopodotn el povo péow tov node ReportDamageEvent mov mapéyel to UnrealEngine. Kabog og avtd to
project ot TaPAUETPOL KOl O EVEPYELEG TTOL GyeTilovTal pe TNV amddoon kot amwodoyn Damage evog Actor
evoopatdvovtal oto DamageSystem, to function vAomomOnie Yo AdYovg KOANG TPAKTIKNG, OAAL Ogv
a&lomombnke. Avt’ avtov, ot evépyeleg mov meplhapPdver to HandleSesnsedDamage evoopoatdvovtot
oto function DamageResponse tov DamageSystem.

7.3.4. BPI Enemy Al

210 mhaicto g vAomoinong, yio Tn dlevkOALVGT TG emtkovmviag petacd tov Behavior Trees kot tov
Blueprints tov Al Controller kot tov Agents, avartdoydnke éva Blueprint Interface pe tv ovopoocio
BPI Enemy Al H ypnion tov emtpénel Tov Opiopd Kol TNV opydvawcn €vOc GLVOAOL GUVAPTIGEMV
(functions) mwov a&lomolovVIOL G OPOPO. OMUE TNG OPYITEKTOVIKNG TNG TELVNTNG VONUOGUVNG,
eEacpaMlovtog emekTACIUOTNTO, COENVELD KOl ETOVOYPTCILOTOINCT TOL KOOIKO YWPIG TNV ovAaykn
PNTAOV PETATPOTMV TOTMOV HECH casting.

To ovykexpévo Interface exyopndnke 1660 oto Blueprint tov Al Controller 660 kot oto Parent

Blueprint tov Agents, kafiotdviag dvvorny TNV VAOTOINGCT TOV OTOITOVUEVOV GULVOPTHGE®Y GTO

KatdAAnAo mepiPdiiov, avaroya pe T @von ¢ kKabe Asttovpyiog. H vioBétnon avtig g mpocéyyiong
128



TPOCOEPEL ONUAVTIKT eveMEla: pio cuvdptnon mov kaAeitol evtog evog Custom Task tov Behavior Tree,
umopel vo ekteleotel gite oto Blueprint tov Agent (uécm tov reference Controlled Pawn), gite otov Al
Controller (péom tov Owner Controller), yopic vo amarteital n yprion koppwv Cast To.

To Interface ypnoyomoigitoar TOGO Yo TNV TLPOSOTNCT GLVOPTNCEWOV (Y. EVEPYEIEG, UETAPACELC
KOTOOTAOE®MY, €KKivnoT animation sequences), 6GO KOl Y0 TNV OVOKTNON Kol HETAOCT HETOPANTOV
petaéd Tov 000 PACIKOV CPYITEKTOVIKGOV EMITEOOV NG TEXVNTNIG VOnUoovvng. Me ovtdv tov tpomo,
EMTLYYGVETOL pio Sounpévn Kot omodoTik) pon dedopévayv, 1 omoioe vmootnpilel T OSvVOUIKN
CLUTEPIPOPA TV Agents EVTOG TOV TALYVISLOV.

7.3.5. EQS TestingPawn

210 mAaiclo TNE mapovoog vAomoinong, aélomomonke exktevadg to cvotnuoe Environmental Query System
(EQS) ¢ Unreal Engine yio v ovalnnon KoTtdAANA®V Ton00ecidv PACEL TOPAUETPIKDY KPLTHPI®V.
Ta vmoymoeia onueia avoropdyoviol opykd pécm mtpokabopicuévav pattern assets, énwg ta, SimpleGrid
kot ConeGrid, Ta omoia kaBopilovv ™ yemueTpio KOl TNV KOTOVOUN TOV TOPAYOUEV®OV CTUEIDV EVTOG
tov emmédov. O mapdapetpor GridHalfSize won SpaceBetween emnpedlovv, avtictoyya, v oktiva
OlIoTOPAC Kot TNV UETOEL TV onpeiov andotact, kabopilovtag dueco to vTOAOYISTIKO BAPOG TOL
EKACTOTE query.

Mo ™ doxyn kot a&ordynon tov EQS Queries kotd v avimtuén tovg, dnuovpyndnke éva 1dkd
EQS TestingPawn, oto omoio avatifevrar dvvapkd ta vrd avamtoén queries. To Testing Pawn
tomofeteitanl gviog tov emuméoov (Level), emrpémovtag tnv GUECT ONTIKOTOINGOT TOV TOPAYOUEV®V
amotelecudtv kol T PelticTomoinon tov mapouétpev Tpv v Evtaén tovg oto Behavior Tree. Katd
v ektéleon evog Query, Ol ta vIoyNQlo, onueios Bewpovvtarl apyikd toomiboava. H kotdtaén kot
emAoyn 0L PéATiIoTOL onueiov mpaypatonoleitonr Pacer Twv Tests mov epapudlovtar, ta omoio
Tpomomotovv T Bapvtnta (score) kdbe onueiov pe faon cvykekpuéva kprnpia. H eikdva 60 amewcovilet
to Testing Pawn va ypnoiponotel éva EQS Query pe ConeGrid kafad¢ kot ta a&todoynpéva onueio mov
napdyOnkav. Zvpeova pe TG mapopétpovg tov Tests, avalnteitol To Kovivotepo onueio 6mov To
Testing Pawn dgv éyel ontikn emaen.

Evdewtika mopadeiypato Tests wov ypnoiponomdnkoy teptiiapfavovy:
e PathExist: From Querier: aroppintel onueio mov dev givorl tpocsPdoipa amd tov Agent.

e Distance: To Querier: tpomomotei T Popdta TV onueiov Pacel TG amdGTUCNG TOVG AId TOV
Agent (.. euvoel onpela evtog amdotacng < 300 povadwv).
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RecastNavMesh-Default (Static) .
AgentRadius 35.0, AgentHeight 144.0%.
CellSizes 38.0/19.0/19.0, GellFeights 10

10,0, AgentilaxStepHeight 35 /35.0 (low/default/high)
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Ewova 60. EQS Query pe ConeGrid

INa v vroompiEn Tests mov amattovv 1 ypnon Context, dnAadT| Tov KaBopioud onUEi®V avapopdc Yo
v a&loloynon, avarntoydnke to asset EQS Context AttackTarget. To asset avtd vAomolel TNV KAdoM

EnvQueryContext BlueprintBase, mov moapéyetor €yyevdg omd T unyovn, Kol eTTPETEL TNV AVOAKTNOT)
tov AttackTarget evog Agent, dniadn tov Tpéyoviog Actor-octdyov. H avdaktnon apoayuatonoleital pécw
tov Al Controller Tov Actor mov ekterel to query (Querier), emTpEMOVTOG T SUVOUIKY] EIGAY®YN TOVL

context oto query.

HESTINGIONLY?

J Get Actor Of Class
L4 »

Actor Class Return Value

»# Cast To AIC_Enemy_Base

[ Provide Single Actor

Querier Object F Get AlController - Object Cast Failed [

Querier Actor Controlled Actor Return Value As AIC Enemy Base

Ewova 61. EQS_Context
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H extéleon evog EQS Query pmopei va mpaypatonombel eviog evog Custom Task, oniadn pe t xpnon
nodes evtog Blueprint 1| pe to Task RunEQSQuery mov mapéyet to Unreal Engine. To Quieries avtod Tov
Project exteAéotniav pe Tov 0e0TEPO TPOTO, KOOMG TO OMOTEAEGHOTO TOL TOPEXOLV OEV AMOLTOOY
TPOTOTOINoT Y TG avaykeg mov ypnoiporotovvrol. To RunEQSQuery déyxetar to EQS Query Asset wg
elcodo kot mopéyet Tig pvOuicelc RunMode kar Blackboard Key. H npmtn avoeépetar 610 amotéleciio
nov Oa emotpagel and to Query, 6T®G To onpeio pe TN peyoivtepn Pabuoroyia (Single Best Item), éva
Tuyaio onpeio omd 10 25% TV GUVOAKGV onueiov pe T peyaivtepn Padporoyia (Single Random Item
from Best 25%) «.a. H devtepn pOOon avagpépetar oto Blackboard key oto omoio t0 amotéiesua Oa
amofnkevtel, dote va pumopel va ypnotponombel og kdmowo Task og eicodog.

H mapondve npocéyyion emtpénel v vAomoinon moAvmlokmv kot evélktov EQS Queries, ta omoia
uropotv va Kabopicovv ywpikég emAoyéc ue Pacn 1o tov Agent 0GO Kol TOV GTOYO TOV, EVIGYVOVTAG
TNV TEWCTIKOTNTA TG GLUTEPLPOPAS TOL Agent.

8. Behavior States

H mapovca epyacia emikevipoveror oty avantvén NPC Agents mov emdeikvOouy peOMOTIKY Kol
TPOGOPLOCTIKY] CUUTEPLPOPE, PACIGLEVN GTA YEYOVOTO TOV TEPIPAALOVTOC KOl OTIC EVEPYELEC TOV TOIKTN
N TV ovpudywv Agents. ITupvag VTN TG GLUTEPIPOPAS amoTeAel 1| VAOTOINOT Kot dtayeipion evog
ocvotiuatog Behavior Trees, To omoio opyavmvel T EVEPYELEC KOl TIG OVTIOPACELG TV Agents PBdoet
npokabopicpévav States. Ta Behavior Trees ce avtd 10 £pyo vAOmOOOV o SOUNUEVN tepapyic.
KOTOGTACE®V, 1] 07010 EMLTPENEL 6TOVG Agents v 0AAALOVY PEAACTIKA Kol AUECH GUUTEPLPOPE aviLoya
ue T epediopata Tov moyvidlov.

SUVOAIKA, oyedtdotnKay Kot bAomomdnkayv dvo Pacucd Behavior Trees: éva ywo tovg Ranged Agents
(tomov Pistol kau Rifle) ko éva Egywpiotd yio tovg Android Agents. Ot TOTOL 0L TOL SLAPEPOVY TOGO MG
TPOGC TO GUVOAO EVEPYEIOV OGO KOl GTY GTPUTNYIKN OVTIUETMTIONG TOV TOIKTH, YEYOVOG TOL KobloTd
avaykaio ) dudkpion o€ dagopetikéc BT douéc. Tapddinia, avamtoydnkov mollamid Subtrees, to
OTO10L GUYKEVIPMOVOLV ETAVOAUUPBOVOUEVES EVEPYELES 1] KOWVEL CLUTEPIPOPIKA LOTIPa, EMITPETOVTAG TNV
gmavoypnotponoinon kot T modular TpocEyyion otov oyedaGUO.

To ovomua cvurepipopds otnpiletar og €€ Paocwcd States: Passive, Investigating, Detecting, Seeking,
Attacking kouw Dead. Kdbe kartdotaon avomapiotd éva cevaplo dpdong, to omoio mepthapPdvet
oLYKEKPIUEVT akoAovBio evepysidv kot emimedo embetikotntag. O Agent pmopei vo petafoivel and to
éva State 6to dALO, Ue kprtplo eEwTtepikd epebdiouata 1 TV EKPOOT) ECOTEPIKMY EAEYYOV KO VO EKTEAEL
OVTIOTO(EG CLUTEPLPOPES LECH TMV KOUPwV Tov Behavior Tree.

Mo v opaAn petdPfacn HETOED TOV KOTACTACEMV KOl TNV EKTEAEON TNG KOUTOAANANG GULUTEPLPOPAC,
a&lomotovvton Decorators vyning mpotepardmrag. Ot Decorators avtoi e€acparilovv mwg kdbe State
umopel vo S1o0KOWEL GUEGO OTOLAONTTOTE GUUTEPIPOPH YOUNAOTEPNC TPOTEPALOTNTUC, e&ocpaiilovTag
PEOAMOTIKY OTOKPIOT] KOl GUVETELD GTI AYT ATOPACEDV.
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H ovumeprpopd tov Agents couminpovetor omd v viomnoinon Custom Tasks xor EQS Queries, ot
omoleg emtpémovv efedikevpévee avalntoels oto TePPAALOV KOl EVEPYEIEG TPOGUPLOGUEVEC GTIC
amoltoglg tov gameplay. Ot AelTovpyieg aVTEC EVOMUATMOVOVIOL OPYOVIKA TOGO oTo Subtrees 660 Kot
oto kvupto Behavior Tree, emtpénovag v £Eumvr avTiAnym, oTOXELON, UETAKIVION Kol EMOETIKOTNTO
TV Agents.

Emuthiéov, xabopiotikd poro Swodpapatifel m vrodoun evorrayng States, 1 omoio vAomolEiTAl HECH
ocuvaptioemv 1060 610 Al Controller 660 kot ota Blueprints tov Agents. Ot GuvapTnoelg AVTEG ival
VIEVOVVEC YOO TNV EVEPYOTOINGT] KOl TNV OEVEPYOTOINGT GLUTEPLPOPOV, TNV OUOATN OlayEiplon TmV
HETAPANTAOV KoL T1) S10THPNOT| TNG CLVOYNG KATA T S1GpKELN TG CLUTEPLPOPIKNG HETAPOONC.

Téhog, onuovtikn £Epeacn 0600nke ot  OloVVOEST) TOV GUGTNUOTOS GCLUTEPLPOPAS UE  TO
OTTIKOOKOVOTIKA oTolXEin TOL TTatyvidlov, Tpocdidovtag Pdbog kot evioyvovtag v aictnon sufodiong.
Evépyeteg ommg n ypnon oviikepévav (m.y. Bottle, DataWorm), n kivnon Takedown, To povadtkd voice
lines ko T ewcovidia katdotaong vrootnpiloviar amd o cvotnua BT, evioydovtag v avtiinyn tov
TOIKTN YO0 T VOMUOoLVN TV Agents Kol TPOcQPEPOVTAG TAOVGLN, PEUAICTIKY Kol OLVOULKT eumelpia,
gameplay.

Y10 mapov Kepalato avorvetatl og Babog n Aertovpyio kabe empépovg State mov GLYKPOTEL TO GLOTN LA
ovumepLpopdg Tov Agents. EEetdlovtat avolutikd OAEG 01 EVEPYELEG TOL LAOTIOIOVVTOL EVTOG KGfe State,
01 doéG TV avtictoymy Subtrees kabd¢ kot ot Custom Tasks kot ot Functions mov amatthOnikoy yio tnv
vroopién tove. Tlapovoidletor n Aoy Ticm omd v emhoyn cuykekpipuévav BT koépPav, ot tpomot
evooudtoong EQS Queries, ot dtayeipiotikég Asttovpyieg Tov Al Controller kot twv Blueprints, kofmg
Kot kGBe oxeTIKO asset TOV CULVEICEEPEL OTN AELTOVPYIKOTNTA 1| TV oucOnTiK) tov ekdiotote State. H
avalvon eoTidlel TOGO OTNV TEYVIKY VAOTOINGT OGO KOl OTI GYESIOCTIKT AOYIKT] TOL S1EMEL TO GUCTN A,
TPOCPEPOVTOG 0L TAAPY €IKOVO, TNG OPYLTEKTOVIKNG, TNG OCLUTEPLPOPIKNG GCUVETEWNG KOL TNG
OO POACTIKOTNTOG TOV eMITLYYAvVETAL Lécw TV Behavior Trees.

8.1. Behavior Trees Overview

H teyvnm) vonuoovvn tov Agents 6to mopov project Baciletar oty vAomoinon Behavior Trees, ta omoia
Swyepifovat T AoYIKN AMYNG OToPACEDY Kol TNV EKTEAEGT] EVEPYELDV OVAAOYO LE TNV KATAOTOON KAOE
Agent. Méo® 0UTOV, EMITUYYAVETAL 10 EVEMKTY, OVTIOPOCTIKY KOl TOAVKATOGTAGLOKY GUUTEPLPOPA, 1|
omolo OpYaVAOVETAL G States JPOPETIKOD EMTESOV GUVELONTOTNTOG KOl EMOETIKOTNTOG,

I'o v viomoinon ypnoomombnkay 600 Poacikd Behavior Trees: éva yio tovg Agents tomov Ranged
(Pistol kou Rifle) ko éva Egywpiotd yuw tovg Androids, dote vo vrootnprybodv o1 SloQOPETIKES
eMOeTIKEG TOKTIKEG, OLVATOTNTEG Kivnong Kot Tpomol avtipetonione. [lépa amd ta kOpo dévipa,
viomomOnkayv kot Subtrees yio kKowvég 1 emovolopuPavoueveg evépyeleg (m.y. Patrol, Move to Location),
ka0d¢ kot Custom Tasks kot EQS Queries yio o cuvleteg amo@dcelc.
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Ta Baoikd States mov dwoyepilovion Ta Behavior Trees eivan ta €€1g:

o Passive: [Ipoxettor yio TV mpoemAeypévn Katdotaon Tov Agent Katd Tnv onoio gite mepumodel
oe mpokafopiopévn dadpoun eite puAdoocel otabepd onpeio. Agv PEPEL TOV OTAMGHO TOL GTO
YEPLO Kot Tapovotalel undevikn embetikn duabeon. Ot evépyeleg evepyomolovvtal pécm Selector
node pe evailayn avdpeca o Patrol ko Idle emtipnon.

o Investigating: Evepyomnoieitor 6tav o Agent avtiinebei éva nyntikd epébiouo. Tpayuaromoiei
éleyyo TOoL omnueiov ywpic omAloud, capdvel To TEPPAAAOV Kol €0V OV EVTOMICEL OMEIAN,
emotpépel oto Passive State. To Behavior Tree petofaivel mpocopvé oe avtd 1o State pécw
Decorator.

o Detecting: O Agent éyel omtikf eman pe mOavo exbpod, odAd dev €xel oAoxkAnpmoel ™V
avayvopion tov mpoc. To State vAomoigiton pe &vav unyovioud YPOovikng mpoddov mov
OVOTOPLOTA TO EMIMEDO OVAYVAOPIONG Y10 TOV KOOOPIGUO TNG EMOUEVNG EVEPYELNC. AV O TOIKTNG
viver TiNpwg avtianmtoc, o Agent petafaivel oe Attacking. Av yobel n ontikn ema@n 0AAG 1
avayvmplon etvat Tpoywpnuévn, Tote e16€pyeTal 6to Seeking State. AlQOPETIKA EMOTPEPEL GTO
TPONYyovpEVO State Tov PpiokdTay.

o Seeking: To State avtd agopd otnv evepyn avalntnorn omeldng pue tov Agent OTAMGUEVO.
Xpnowornotei EQS Queries yio va evromioel mbovég Tomobecieg Tov TAIKTN, G GLUVOVAGUO UE
Task Loops mov gAéyyovv tig meproyés. To Seeking mpokvmret and mpoywpnuévo Detecting 1 av o
maiktng Ppebei extdg TOL omTIKOV TTESIOL TOL Agent Y10 GUYKEKPIUEVO ¥POVIKO JAGTNa. AKOun,
umopel va gvepyomomBei 6tav o Agent ovtihappdvetor Evav eEovdetepmuévo ooppoyo Agent. Av
N avalntnon tov meikTn omoTvyEL, 0 Agent emioTpépel oo Passive State.

e Attacking: Evepyomoicitan dtav 1 mopovcio tov waiktm €xel empPePfoiwbdei. Or Ranged Agents
axolovBovv chvhetn Aoy mov cvvdvalel Task nodes yia elypote Kot TopofoAicpovg, Kabmg
kot BlackBoard conditions yio dwatnipnon aceorods amodctaong and tov moiktn. Ot Agents
Tomov Android ektedovv Gueceg emiBécelc, Kot ov YAGoVV TNV OTTIKY EMOQT TNAEUETAPEPOVTOL
Kovtd otov maiktn, mapokauntovtag to Seeking State. H mpotepardtnto Tov State sivonr m
VYNAOTEPT, Kol O10KOTTTEL KADE TPOTYOVEVT] GLUTEPLPOPAL.

o Dead: To telikd State 6mov o Agent Bewpeital eEovdetepopévoc. Anevepyonoleiton To Behavior
Tree, ot Al Aettovpyieg SakdmTOVTOL KOt €vepyomolovvTon €101KG animations 1 €pé. To State
Stucparilel 6t ot dwdikaciec anodéopevong Tov Agent and to Al Controller kot to Behavior
Tree, xaBdg Kol o1 evépyeleg €E0VOETEPMONG ONMOC TPOTOTOINGT UETAPANTOV KOl EWOIKA €QE
EKTEAOVVTOL KOTOAANACL.

Awyeipron Pong Xvpmeprpopav

H Aoywr| pon petald tov dpopetikdv katactdcemv (States) tov Agent wabopiletor péocw twv
Decorators kot tv Blackboard Keys, emitpémovtag t OSvvoutkny HETAPaom HETOED GULUTEPLPOPOV
avéioya pe ) petaforn tov cuvinkov. H apyrtextovikn Paciletar otn ypnom Selector kot Sequence
kOpuPav o cuvdvaoud pe Conditional Decorators, ot 0oiot dStauc@oAilovy TNV EOKAUTTN TPOSAPUOYT TNG
GUUTEPLPOPAG TOV Agent GOUPOVO, LLE TIC TAPUUETPOVS TOV TEPIPAAALOVTOG 1| TIG EVEPYELEG TOV TOIKTY).
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Kotaotdoeig mov neptlopfdvouy ektevég cOVOAD €vepyeEL®Y VAOTOOLVTAL ®G Eeywplotd Subtrees, Ta
omoia evomuat@vovtal 6to kvpto Behavior Tree péow Run Behavior xopPov. H mpocéyyion avth
TPOCPEPEL ONUOVTIKG TAEOVEKTAUOTO GCE EMIMESO OPYAVMOONG KOl GLUVINPNOIUOTNTAG, TUPEXOVTOG
EMOVAYPNOLUOTOINCT] VIOUOVAO®MY GE OLOPOPETIKG OEVTIPU YOPIG TNV avayKn SUTAOTLOV KOJSIKA.
Emuthéov, n xpion VIOdEVTIP®Y LEIDVEL TO VTOAOYIOTIKO QOPTIO UECH TEPLOPICUEVOV EAEYY@V YO TNV
EMAOYT TOV KATAAANAOL State, KaOmdG 1 a&loAdyNomn YIVETOL TOTIKE EVTOG TMV VTTOOEVTIP®V.

H ovvoAikn apyitektovikn vrootnpilel pedAoTIKT, SOHOGTOLYEIMTY] KOl EMEKTAGLUY GLUTEPLPOPE, 1|
omoio. avtamokpivetar o€ ovOvOeto oevapla gameplay. H cagerg dwdkpion petald tov States, oe
oLVOLOGUO UE TNV TPOTEPULOTOINGT KOl TNV VAOTOINGT aveEAPTNTOV VTOJIEVTPOV, KaBIGTA TO GVGTNH
€VENIKTO, EMEKTAGIHO Kot avOEKTIKO 0€ cuVONKeS Tov UETAPAAAOVTOL dUVOUIKE KOTA TN OPKELD TOL
TOLYVIO0V.

Emoxkénnmon Porjg Extéleong
To Behavior Tree exkiveitar pe évav Boaoikd State Selector g root node, o omoiog mephauPdver ¢
children tovg kopPovg kabe empépovg State. Kabe child node anotedeiton and Run Behavior kdppovg

Kol €E0MTEPIKOVG Selectors, 0pyavmUEVOLS 1EpapyIKd Katd @bivovcso cepd mpotepatdtntoc. H oegipd
a&lohdynong twv States eivar 1 €€ng:

Dead — Frozen — Attacking — Seeking — Detecting — Investigating — Passive

l

18] StateSelector

[ Blackboard Based Condition

e ° °
yoard Based Condition oard Based Condition board Based Condition

Blackboard Based Condition ) Blackboard Based Condition
oard tatelsEqual To Dead ° " )

BTT_ClearFocus 3

Ewova 62. Behavior Tree Overview

H evepyomoinon kabe State xabopiletor and v Tyun tov Blackboard Key pe 6vopa State (Enum), pécwm
tov avrtictoyywv Blackboard-Based Condition Decorators. H petafoln g Tung e uetafAntng avnig
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TPOKOoAEL avtopatn emavasloadynon tov State Selector, emitpémovtog tn petdfoorn oe véo State ko
SL0KOTTT TOL TPONYOVLEVO.

Kotd v apywomoinon tov Agent, to Al Controller opilel 1o State wg Passive, odnydvioag tov Agent
OTNV EKTEAECT] EVEPYELDV TTEPIMOMOG 1) EMLPLANKNG, Ol OTOIEG EVOMUATOVOVTAL 6TO LITOdEVTpo Patrol or
Wait. To ev Adyw vodévepo ypnoyomoteitar amd dhovg toug Agents. Qotd6G0, Yio Tovg Ranged Agents,
VITAPYEL EVOLAUESO QIATPO OV dtooporilel Tt 1 petdPacn o Passive State cuvodevetar amd dladikocia,
aQOTAMGLOD, EPOGOV TPONYOLUEVDG 0 Agent Pplokdtav oe emBeTik) KOTAoTOOT. )G OMOTEAEGO, TO
Passive State Tov eivan évag Selector wov emAéyel TNV KOTAAANAN eVEPYELQ.

Y& mepintwon MNTIKNg datdpaéng (.. péow ypnong tov avtikewévov Bottle), to State uetafdiieton
oe Investigating, dote 0o Agent va &éetdost to onpeio mpoéievong tov Bopvfov. Ot evépyeiteg ToL
Investigating State givat KowEg Yo OAovg Tovg Agents Kot VAOTOI00VTOL GTO GYETIKO VITOSEVTPO.

H ontikn emapn pe tov maiktn mpokaiel petdfoon oto Detecting State, evepyomoldvTog TG KATAAANAES
avtdpdoeic. Xtovg Ranged Agents, ot avtidpdoeig tepthopufdvouy animations Kot MYNTIKOVG SAAOGYOVG,
eved otovg Androids ontikoaxovotkd €pé. Kot og avtf v mepintmon, ot evépyeleg VAOTOIOVVIOL GE
Eexmp1oTd VITOOEVTPO.

H emtoyng avayvoplon péow Detecting odnyel ot petdfoacn oto Attacking State, to omoio
nepthapPavel 6Aeg Tig embetikéc evépyeleg evog Agent, Omwg ypnon OTA®V, eAypovg k.6 Ot evépyeteg
SLPEPOVLY  OLGLOOTIKG HETAED OlOPOPETIKDY TOUmWV Agents, kabiot@vtag avaykaio v vmapén
dwapopetikdv Behavior Trees. H tonobétmon tov Attacking State 6e vynAn mpotepatdTnTo. SlacParilet
NV Gpecn S10KOom OmoGONTOTE AAANG SpaoTnPOTNTAS Yio TNV ektéleon emibeong. H amoydpnon and
to Attacking State pmopei va mpokvyetl gite and v eE0VOeTEPWOTN TOV ToiKTn (Tapakoiovbeital pécw
oxetwkov Service), gite av o maiktng dwevyel and to omtikd medlo Tov Agent Yo mpoxkabopiopévo
dtbotnuo, mpokaimvtag petdfacn oto Seeking State, 6mov o Agent avalntd tov o100 LECH TOL
aVTIGTOL(OV VTTOOEVTIPOU.

To Frozen State agopd wvpiog tovg Android Agents, ol omoiol &ivol €VAA®TOL GTO OVTIKEIUEVO
DataWorm mov mpokohel adpavomoinon. Emmiéov, to State avtd pumopet va agomonbel kot amd tovg
Ranged Enemies yio tnv ameikovion animations avtidpaong katd v amodoyn damage. H 0éon tov 6t0
dévtpo eEacparilel v mpotepardTNTA TOL £vavTt Tov Attacking State.

Téhoc, To Dead State tonoBeteiton 6TV KOpLPN TOL FBEVTPOL DOTE VO HLOKOTTEL Apesa KAOE EVEPYELD TOV
Agent katd v €£OVOETEPMON TOV, EMTUYYOVOVTAG TNV GUECT WETAPACT GE KOTAGTOON mTOOGNC

dpPaCTNPIOTHTOV.

H dopn tov 6évipov ameucovileTol oTo Sidypappa tng ewovag 62.
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8.2. Passive State

e avtd 1o State o Agent Bpioketal oe TaONTIK KOTAGTOON Kol OEV €IvVOL EVIILEPOG YO TIV TOPOVGiaL
Kdmowov €xBpod M kdmolag exfpikng dwotdpaine. Mmopel va Ppioketon axivintog o€ kdmolo onueio
(IdleState) 1 vo mwepimodel pio. cuykekpipévn dadpoun av tov £xet avartebei (PatrolState). Mo dadpoun
mepwmoMag pmopel vo avatebel katd tnv apyucomoinon tov Agent 1 SLVOUIKG KOTA TN OLIPKELD TOV
TOLVIO0, BACEL SIAPOPOV EVEPYELDY TOV TTOAKTN T} TOL TEPPAALOVTOG, KaBmG Kot Vo 0modecevdel amod
vt Kol vo ektedécel TNy Katdotaon Wait. ‘Evag Agent pmopel va aAddEet state mnyaivovtog oto state
Investigate av axovoel po MynTiky oatdpoén (). av 0 ToUKING METAEEL VO PMOVKOAL Yo VO TOV
TPOCEAKVOEL GE €vo, onueio), oto state Detecting av évag ex0pikdc 6toY0¢ €16EADEL GTO OTTIKO TOL TEDIO
kot oto state Attacking edv dgybel Damage otovg movrovg {wng tov. Emumiéov, oty mepintwon twv
Agents tomov Android, pumopei vo yivelr petdPfaocn oto state Frozen, edv o moiktng ypnolLonomcel To
avtikeipevo DataWorm, anevepyomoidvrag otrypiaio tic aisdnoeic tov NPC. Akoun, o Agent Bpioketal
o¢ katdotoon Unaware mov onuoivel mwg pmopel va ogybei enifeon Takedown omd tov moiken,
nebaivovtag akoploio kKot og €k TovTov vo petoPel oto Dead State. Amod mhevpds mpoTePAUOTNTOC OE
oyéomn pe to voroute States, to State Passive éyel ) yaunAotepn 0éom kon Ppiocketan oto de€idtepo
onueio oto ohvoro twv dévipwv tov Behavior Tree. Kafd¢ amoteAel tn ovumepipopd youniotepng
TPOTEPALOTNTOC, Umopel va dwokomel amd kdbe dldo State (wy. Investigating M Attacking). Xtnv
mepintoon piog tétotag ahiayng, o Agent Ba yupicetl oto State Passive povo 6 oevdpia mov yAceL amd To
OTTIKO TOVL TEdi0 TOV 6TOY0 (TaikTn) 1 OAOKANPMGEL TNV £PELVO, UIOG NYNTIKAG T} OTTTIKNG SoTapa&ng
Yopic vo. avayvopicel kdmotov €x0pikd otoy0. Kabmg 1 eicodog oto Passive State evdéyetar vo Ppiokel
toug Agent tomov Pistol ko Rifle o KotdoTaon mov €xovv omhicel 10 6mAo ota xépla Tovg (T.y. and to
state Seeking Enemy), n mpdtn evépyela T@v dévipov givarl 0 EAEYXOC TN KOTAGTUGNC TOV OTAIGHOD,
mote 0 Agent va agpomAicet av gtvon anapaitnto. v mepintoon tov Agent tonov Android, ot evépyeteg
aeomAcpob amovoldlovv omd to Behavior Tree, AOy® TV YOpOKTNPIGTIKOV TOL €x0pod ®g Tpog Tov
omAopnd. Xe owtd 1o Project, kabe Agent mov tomobetnOnke oto level apyikonolgitol oto Passive State
Kot Bpicketal akivntog oto onueio apyucomroinong N Eexva va akolovbei T dtadpour tov Patrol mov Tov
avtiototyel. Emmpocbeta, tomobetnOnkav oto level opiopéva Trigger Boxes dmov péow tov collision
Tovg pe €vav Actor (T.y. £vog Taiktng 1 KAmolog aAlog Agent mepvd and Eva onpeio Kol EpYETAL GE ETAQPT|
pe 1o Trigger Box) avafétovv o dwdpoun Patrol ce cvykekpiuévovg Agents. Me avtdv Tov TpOTO
duvapukng avébeonc kol aAloyng Tov kabnkoviov tov Agent, evtdg tov Passive State, umopodv vo
vAomombovv mpocyedloouéva cevdpla. Xe ovti TNV Vroevotnta o avaivBel M vAomoinom Tov
ovykekpluévoy state, coumepiiapPfovouévav tov Blueprint Actors, tnv avantuén tov Subtrees kot v
avdBeon Tovg oto Pacikd Behavior Tree, kabmg kot tnv avartuén tov kodika evtdg tov Al Controller.

8.2.1. Passive Behavior Tree Overview

H extéleom tov Passive State amoutel to State (Enum) va €xer tnv Tyun Passive, dote to Blackboard
Based Condition tov Selector Passive State vo, eTITpéyeL T GUVEYELN TOV EVEPYEIDV TOV TEPIAUUPAVEL.
e oot v epintmon o Selector Oa emiréEel av 0 Agent Oo apomhicel M| o Tpoywpnoel kKatevbeiay ota
kaOnKovta mov Tov €youvv avatebel, onAadn avaueca ot evépyeleg Unequip 1 Patrol or Wait.
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Hexwovtag amd to Sequence Unequip ®¢ tov Tp®dTo KOUPO TOL OEVIPOV, EAEYYETOL M KOTAGTOOM
omAlGoD Tov Agent, MGTE TO sequence vo apyicel TV eKTEAEST). AVTO emtTvyYAveETOL LECH EAEYYOL OO
tov Decorator BTD IsWeaponEquipped kot otnv mtepintoon mov o Agent givol omAopévog, to Sequence
extedeitat. Ot gvépyeleg Tov sequence TEPIAAUPAVOVY TNV ETAVAPOPA TOL onueiov goTioong Tov Agent
omv apyikn katdotoon péow tov task BTT ClearFocus, v ailayf g toydtntdg tov o€ akivnoeio
(Idle) péow tov task BTT SetMovementSpeed kot t€dog to task apomhicpuod BTT UnequipWeapon.

m
[-] Blackboard Based Condition
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u:) BTD_IsWeaponEquiped ¥. Patrol Or Wait
BTD_IsW quiped 1Zv 2
8 Unequip

Sequence

122 4@ L] .w
=¢ BTT_ClearFocus =¢ BTT_SetMovementSpeed =¢ BTT_UnequipWeapon
BTT_ClearFocus BTT_Set en eed: BTT_UnequipWeapon

Movement Speed Al: Idle

Ewova 63. Passive Behavior Tree Overview

H npd evépyela anarteitanr dote o Agent vo dtaypdyet Eva evieyOuUevo onpeio 6To omoio £xel OTPEYEL
TNV TPOCOYN TOL Kol MG €K TOVTOL TNV Kotevbvvon Tov couatdg tov. To devtepo task apopd otnv
aKwnTonoinor tov Agent, 6e TEPINTMOON TOV TPONYOVUEVMG EKTEAOVGE KATOl0 animation 1 Kivouviov
oTOV Y®po. Me avtov Tov TpoOmOo 0 Agent TpoeTOUAlETOL Y100 TNV EKTEAEST] TOL TpiTov task, kabdg M
aQOTAMON TEPIAAUPBAVEL TNV AvVOTOPOY®YT animation 7OV OToLTElL oKIvNGio. XTnV TEPITTO®ON 7OV O
Decorator emtpéyel pe Ty False, to Sequence Unequip mopaieinetor kot o Selector ektelel Tov kOpuPo
Run Behavior Tree. O xoufog déxeton ¢ eicodo to BT Subtree Passive, to vmodévipo mov mepiéyel ta
KaOfKovTo, avapovig kat tepimoriog. H evépyela tov agpomAiopov Ppioketan anokielotikd oto Behavior
Tree twv Agents tomov Pistol kot Rifle (BT Enemy Ranged), evdd amovcidlet amd 1o Behavior Tree twv
Android (BT _Enemy Android), kafab¢ omhilovv/agomiilovv otiyaio katd tnv emibeon toug katl oyt
ka0’ OAn T Jbpkeln TV KAONKOVTOV TOvg avd state. Adyw avtod, To dévipo tov Passive State
amoteleitor udvo and tov kouPo Run Behavior Tree, o omoiog tpéyel to id10 vodévipo. To uépog tov
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Behavior Tree mov agpopd oto Passive State yio tovg Agents tomov Ranged mopovcialetar oty ewcova
63.

Téloc, yio v opB1] dwokomn kol Evopln TOV amopaitnTeV EVEPYEIMV KATO TV OAAayn €vog state,
ypnooromdnkayv o1 pubuicelc mov mapéyel To blackboard based condition. Zvykexpipéva, 1 extioyn On
Result Change opiotnke oto NotifyObserver, ®mote puo oAiayn tng Tng tov state key vo mpoxaiéost
emovagloldoynon tov dévipwv. X 0éom tov Observer Aborts opiotnke n emiloyn Both, dote kotd ™
petaforn g Tywng Tov key, kdbe task tov cvykekpyuévov state oAl Kol Tov state younAdtepng
TPOTEPALOTNTOG Vo dtakomel dueca, mote va agloloynbdei to dévipo. Ttig 0éoeig tov Key Query, Key
Value ka1 Blackboard Key avatédnkav o1 emioyég IsEqualTo, Passive ko State, dote o1 evépyegleg Tov
state va gvepyomomBovv, 6tav n petafint State (Enum) €xer v Ty Passive. Me avtdv tov 1pomo,
plo oAdayn oto State key Owaxodmter T Agttovpyion Tov state mov exteEAEital, DOTE VO, EMAEYEL TO
KaTAAANAO déVTpo Pdcel Tng vEag TIUNG Tov key.

PatrollfRoute or Wait: To vmodévipo Eegkvd v extéleon tov pe tov Selector PatrollfRoute or Wait, o
omoioc emléyel eav o Agent Oa akolovOnoel uio SladpOUn TEPITOANG OE TMEPITTO®GN OV TOV EXEL
avatedel 1 Bo mepyével oto onueio mov Ppioketor, dSNAadn avdapesa ota Sequence Tov PatrolState n
IdleState. Q¢ evépyeln vymAng mpotepodTNTOG, TO PatrolState sequence Ppicketonl mpdTOo G GEPA
extéheong, mepliapfavovtag éaeyyo vy v vmopén Swdpoung mepumoriog tov Agent PEGHO TOL
Decorator BTD_HasPatrolRoute. Xtnv mepintmon mov £€yet avartebel meputorio, to Sequence 6Oa
kaBapicel o onueio eotiaong péow tov task BTT ClearFocus, 1 taydmrta petapdireton oe Walking,
uéowm tov task BTT SetMovementSpeed, ®ote va umopei va kivnOei o Agent ko akoAovBei ™ dadpoun
nepumoMog péom tov task BTT MoveAlongPatrolRoute. Av dev éyel avartebei dadpopn, 1o Patrol
Sequence mapadeimeror ko apyiler m extéheon tov Idle State sequence. To oyetikd Oidypoppo
TaPOLGIALETAL OTNV EKOVA 64.

l Patml if Route Or. Wan

/\

D. HasPalmIHnule ®
IRoute IdleSlaln

Z¢ BTT ClearFocus o eAlongPatrolRoute Z¢ BTT_ClearFocus
BTT_ClearFocus Wait:0.1 gFairolRoute BTT_ClearFocus

Ewova 64. Subtree PatrolOrWait
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H axolovbia Idle State mepthappdver Tov kabopiopod Tov onpeiov €6Tioong, TNV aAAy” TNG TaXOTNTAG GE
UNOEVIKT KOl TNV OVOHOV] TOL O&vipov pe tov koOpPo Wait, apfvovtag tov moiktn oxkivnro. H
olorhpwon tov task Wait, 8o onpatodotrost tnv odokAnpwon tov IdleState kon avth pe ™ ogpd g
v oAokAnpwon tov Subtree PatrolOrWait. Mg avtov tov Tpdémo 10 dévipo Ba emava&ioroynOei,
KkataAnyovtag kKot wdAl oto Idle State emavaiaufavovrag m dadikacio. Qotdco, Evac Agent GTov 0moi0
dev €yel avatebel kamowo onueio mepumoriag, oAAd €xel tomobetnbel va mTpoeuAdcocel oTdoIog Eva
ovykekpluévo onueio, umopei va e1oéAbel oto Idle State, apod mponyovpévag epevvhoel va onueio
MNTIKNAG dlatdpaéng (w.y. ektelmvtag to state Investigating). Kdtt této10 0o mpokaAovoe tov Agent va,
petakvnOel omd v apykn Tov BEom Yo vo epeuvnoel To onpeio, pe amoTélecpa va, PEIVEL 0TO onuEio
™G OTdpoéng XPIg vo yupicel otnv apylkn tov 0éom, oe mepintmon mov 1o state oAAGEel oM og
Passive. [l v amo@vyn avtod Tov cevapiov, 1 ekkabdpion Tov oneiov eotiaong akolovbeitan and
v aAloyn g TovtnTog o Walking kot T petakivnon tov Agent 6to onpeio oto omoio PpiokdTav
npwv petafairet t 0éon tov. Avto emitvyydvetol péow tov kKouPov MoveTo, e €ic0do 10 mEPLEXOUEVO
tov blackboard key LocationPriorTolnvestigation (Location). To blackboard key avarapiotd tn 6éon Tov
Agent TTplv EKTEAEGEL [0 EVEPYELN TTOL TTPOKOAAEL TNV aAlayr TG B€omg tov otov ympo. To mepleyduevo
tov opileton cupemva pe ™ petaPintn idtag ovopaciog mov Ppioketar oto Al Controller, n T g
onotiag opietatl xatd Vv apykonoinon Tov Agent 6Tov YMPo, AALd Kot KABE POpA OV E1GEPYETOL OF
KOTOGTACELS IOV TOV TPOoKaAoVV va uetakvnOel (m.y. Seeking State).

8.2.2. Patrol Route

BP_PatrolRoute (Blueprint Actor): Eivaw o Actor mov rtomofeteiton oto mepidAlov Kot
xpnowonoteital amd tov Agent g diadpoun| mepumoiiog. To Blueprint mepiéyel éva SplineComponent to
omoio opiletl ) dradpopr mov akorovbel o Agent KOTA TN SIAPKELD TNG TEPITOANG TOV, OTMOC PAIVETOL
oty ewova 65. To SplineComponent eivor éva gpyolelo OV EMTPEMEL TOV OPIGUO KOL TN YPNOM
Oladpoudv ooV TP1edldoToto Yopo. Emitpénel v kivnon Actors (1 dAiwv Components) katd pKog
KOUTLAOTOV dtodpopmv (splines) pe axpifeta. Ot d10dpopéc avtég ivor mANpog enelepydoiues, 1060
oto Blueprint, 660 kot otov Level Editor, mpoceépoviag tn Svvatotnto mpocsHnkng, aeaipeong M
avtypapng Spline Points. Me avtov tov tpomo, morlomdoi Actors tomov BP_ PatrolRoute umopotv va
nmpootebovv oto Level, va eneEepyactovv ta onpeia mov Ba akolovbnoel o Agent (spline points) kot va
avatefovv e avTdV €vtog Tov viewport. ['a va Kataotel dvvat 1 avabeon tov Actor o évav Agent,
dnuovpynbnke m petoPinty PatrolRoute, tOmov BP PatrolRoute, &vtog tov Parent Blueprint
BP Enemy Base.
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Ewova 65. SplineComponent (PatrolRoute)

Increment Patrol Route (Custom Event): H Aettovpyia avtod tov event givar va Bpickel 1o tpéyov
onueio oto omoio Ppicketol 0 Agent tdve oto Spline kot va evtomilel tnv Tomobecia Tov enduevov. [Ma
v enitevén g Aettovpyiog dnuovpyndnkav ot petapintég Patrollndex (Integer) mov avtimpocwmevel
Tov ap1Bpd mov avtioToryel 6to onueio 6to omoio PpickeTon o Agent ko 1 Direction (Integer) mov agopd
otV Kotevbuven oty onoia Kiveitar o Agent og oyéon ue 1o Spline. H Direction maipvel anokieiotikd
Tig Tég 1 kot -1, pe v TpdTN Vo onpotodotel g o Agent Kiveitan amd o apyikod onueio tov Spline
TPOC TO TEAIKO Kot TNV 0gVTePN 10 avtiotpopo. H kinon tov event oav&dvel v Tiun ¢ petapiAnmg
Patrol Index kotd v Tiun g petapintig Direction. Avtd onuaivel tog ov o Agent Kiveitor eunpdc, To
emopevo onueio oto Spline Oa Ppebdel mpocsbétovtag 1, evd av Kwveitor Tpog ta mo®m 1 peTafAnTi
Patrollndex 0o peiwbei. Tt cvvéyelo, Tpaypotonoleital EAEYYX0C yioL TV EVOEYOUEVT] OAOKANPMOT| TNG
Stadpopng. Xe avtd 10 onueio, ypnoponoteitan To node GetNumberOfSplinePoints Tov spline component
PatrolRoute, to omoio emoTpépet Tov aptOud TV onueimv Sladpoung oV EYOVV OPLOTEL GTOV TPEXOVTA
Actor. O éheyyog e&etalet €dv o aplBuodg mov emotpéeel To node givarl icog pe to tpéyov Patrollndex.
Qo1660, 0 ap1Buog pe Tov omoio Ba cuykpiBei To Patrollndex sivon eAatT®pEVOG KOTA pict Lovada, apov 1
TPOTN TN 7oL AapPdaver to Patrollndex sivor undevikr. Edv o éleyyoc amoderyfel True, n petafint
Aappdver v Tiun -1. Ze avtifetn mepintwon, axoiovbel Eleyyog mov e€etdlet edv n Ty g Patrollndex
glval Unodevikn, onUaTOd0TMOVTOG TMG 0 Agent OAOKANP®GE TN dladpoun KaTeLOLVOUEVOS TTPOC TO oW,
mov onuaivel Tmwg n Direction mpémet va, Aapet Eava v tiuf 1. Me autov tov tpomo 1 dtadpoun| Eekvd
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amo 1o apykd Spline point pe Direction tipung 1 kon av&davetor 6tov Agent ¢tdoel 610 €MOUEVO point.
Otav o Agent oAoKANP®OGCEL TN dLOPOUT PTAVOVTAG GTO TeEAgvTaio onueio, N dadkacio akoAovOeital
avtiotpopa pe Direction Tyung -1, mote o Agent vo 0dnynbei 610 tehevtaio onueio Kot 1 evépyela vo
emovainebei. To event koleiton emovaiapfovopeva eviog tov Behavior Tree, ®ote o Agent va
akoAlovOnceL To emodUEVO onueio TG Sladpounc.

& IncerementPatrolRoute

[(EEmEnch =t

SET

P —_—_— —_ o

» Direstion [ 1]

@
Addpin ®
(EBraneh ,
» ue -»

Gondition se > O Direction [1]

SET
('F Get Number Of Spline Points
Return Value @

y ®[1] Patiol Index & ——
Patrol Route U addpin ®

Ewova 66. Increment Patrol Route

GetSplinePointsAsWorldPosition (Function): H cvvdptnon sivor vrevfovn yio v edpeon tov
oLVTETAYUEVOV €VOC spline point otov ydpo tov level, dote va oplotel 1 Tomobecian Tpog v omoia
nmpénel va kivnbel o Agent. e kabe kAnom g ypnoyonotel to node GetLocationAtSplinePoint, pe
€10000v¢ 10 spline component PatrolRoute kor to Patrollndex, emictpépoviag v tomobecia Tov
Tpéyovtog spline point ¢ petafintn Location (Vector).

E Get Spline Point as World Position - Return Node
» —
7F GetLocation at Spline Point _ @ Location

-
Patrol Route

Target Return Value @ T

@' Point Index
P S S S S
Patrol Index @ Coordinate Space

World

Ewova 67. GetSplinePointsAsWorldPosition

8.2.3. Passive State Assets

BTT MoveAlongPatrolRoute (Custom Task): To Custom Task avolaupdaver v extéleon g
gvépyelog Tov Agent kotd v omoio akolovBei tn dadpoun PatrolRoute mov tov éxel avartebel. O
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KOOIKAG TOL TEPLAUPAVEL TNV OVAKTNON TNG Oldpoung vog Agent kol TNV avaktnomn e tomobesiog
TOL €nOUEVOL onueiov otdyov omd T ddpopr], Kabdg Kol TV EVIOAN Tov B TPOYUOTOTOMGEL TNV
kivnon mpog 1o onpeio awtd. Kadeitar evidc tov Behavior Tree otnv axoiovBia evepyeidv evog Agent pe
KaOMKoVTo TEPUTOATNG.

Ewova 68. BTT_MoveAlongPatrolRoute

Kotd v exkivnon tov task ypnoyonoteitoan n £€odog Controlled Pawn, 1 omoia mapéyeton and to node
Event Execute Al kai amoterel éva tpdémo mpoOGPoong Twv Asttovpyldv Tov Agent Tov ¥PNGUYLOTOLEL TO
Behavior Tree. Me o100 avtd 1o reference kaAeiton 1 function GetPatrolRoute, péow tov Blueprint
Interface BPI _Enemy Al, n omoio emotpéeet 1o mepieyduevo g petopantig PatrolRoute, dniadn to
Asset mov £xet avatebel otov Agent. H avdkton tov PatrolRoute yivetan péocw Blueprint Interface, dote
va amopevyel n yprion Cast, yia v TpocPacn otig Aettovpyieg Tov Blueprint tov Agent, K1l T0 0moio
umopet va emPopivel To VITOAOYIGTIKO KOOTOC. AKOun, pia kKAon péow Interface dev amottel va vdpyet
vAomoinon g Asttovpyiag amd Tov Actor GTOV 0010 KOAEITAL, [UE OMOTELECLO GE QLTI TNV TEPIMTTOOT 1|
KANon g va ayvoeitar ympic va vrapEel KAmTol0 GOAApO. XT1 GUVEXELD, Y10, AOYOLG KOANG TPOKTIKNG
ypnowonoteitar to node IsValid wote vo emPefoarmbel nog  petapint PatrolRoute &xel mepieyouevo,
av dnradn €xel avotedel otov Agent Kamolo S1adpopr). Av VIAPYEL TEPIEYOUEVO, 1| EKTEAECT] TPOYWPA
kavovikd omv kAnon ¢ function GetSplinePointsAsWorldPosition mwov onovpynnke oto
BP_PatrolRoute, emiotpépovtog tnv tomobecia (Location) tov omnpeiov mpog to omoio mpémer va
katevBouvlel o Agent oto Level. 'Eneita, 1 tomofecio ypnoponoteiton w¢ gicodog oto node AlMoveTo
mov mopéyel to Unreal Engine, dote 0 Agent va kivnbei mpog to optouévo onueio. To node omattel wg
gloodo to Pawn (Actor) mov ektedel TNV €vioAn, oto omoio mapéxetat To Controlled Pawn reference tov
EventExecuteAl. Mo akdun gicodoc tov node amoterei to Acceptance Radius, 6mov Asttovpyel wg v
aktivo 1 TV andotoon péca otnv omoia, o Agent Bewpel OtL éxel pTacel otov TPooptopd Tov. Otav o
Agent @tdoel otov mpoopopd Tov, Koleitoan 1 function IncrementPatrolRoute omd 1o reference tov
PatrolRoute @ote otnv emduevn KAnon tov task, va avoktnBei n tomobecia Tov emduEvoL onueiov.
Téhoc, o task odoxAnpdvetar pe 1o node FinishExecute (Success=True), dote 1o Behavior Tree va
TPOYWPNOEL GTNV EKTELECT] TOV mOUEVODL task GTo sequence.

BTT SetMovementSpeed (Custom Task): To cuykekpiuévo task eivar vredbvvo yia v aAloyn e
TayvmTag pe v omoia Kwveitow évag Agent. Onwg avapépOnke kot oty avdiven tov Animation
Blueprint, évag Agent pmopel va kivnfei pe toydtnreg Idle, Walk, Jog ka1 Run, mov opilovran pécm tov
CharacterMovementComponent. Ot tipuég avtég kabopilovv v TaydTNTO e TNV Oomoin Kiveitol o Agent
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OTOV Y®POo, KaBdC Kol TNV avamopay®yn Tov avtiotolyov animation/blendspace. 10 cuyKekpyévo
Project ypnowwomoteiton yo vo petafdirer ™ petapint MaxWalkSpeed (float) mov mopéyetol omd to
Character Movement Component, dcte va 0AAGEOLY 1) TaOTNTO Kot To animations gvog Agent. Me avtov
TOV TpOTO KAOe state, ALl kot omoladnTote akolovdio tov Behavior Tree prmopovv va ektelectoby and
Tov Agent 6€ SL0QPOPETIKY TAYVTNTO KAl MG €K TOVTOV dlopopeTIkd animations. ' Tapdderyua, to state
Investigate, Katd to omoio o Agent diepevvd (o NNtk datdpoln, exteieiton pe v tayvtnta Walk,
KaOdC KATL TETO0 dev omoTeEAEl Gueom exOpikn amed). Aviifétwg To state Seek, katd to omoio o Agent
avalntd tov Taiktn, ekteleitor pe tayxdTa Jog. Avtd mopéyel VYNAO €nimedo peaMopol, Kabmg M
TayOTNTO Kivnong Kot To. animations evappovifovtal GOUP®VO. Pe TNV VTaoT] Tov yopaktnpilel kdbe state
Kot Agrtovpyeil g aueon &voelEn g Katdotaong Tov Agent mpog tov maiktn. To cvykekpiuévo Task
KaAeiton og ToAlamAd onpeio tov Behavior Tree, pe anotéhespo ot Agents va KIvOUVTOL LUE OLOPOPETIKEG
TayvTTEG ava state 1 akoAlovbio evepyeldV COUPMVA LIE TOV TOTO TNG EVEPYELNG KOOMG Kol TOV TOTO TOL
Agent. Ocov agopd otnv vAomoinom, 1o task déyetar g eicodo 1o Blackboard Key MovementAl
(Enum), emtpénovtag oe kibe KAnon tov task amod drapopetikd onpeia Tov Behavior Tree, va emileyei n
EMIKEILEVT) OAAOYT] 0TO TTEPLEXOUEVO NG MeTaPANnTNG () Walk 1) Jog).

- S Set Movement Speed Al Bad F Finish Execute
© Event Receive Execute Al Enemy Al ; BT T

pb— "> | »
Owner Controller Target Speed Value Al Target [self |

controlled Pawn Speed Al Success

e

Movement Speed Al

Ewova 69. BTT _SetMovementSpeed

To task waAel tv Blueprint Interface function SetMovementSpeedAl tov BPI Enemy Al, 1 omoia
déxetar mg gicodo 1o Blackboard Key kot emotpépet tnv iU otnv omoia opiotnke 1 PeTABANT OT®G
eaivetal oty ewova 69. To function viormoleiton oto Parent Blueprint BP_Enemy Base, 0étovtog
SlopopeTIkEG TIEG ot petaPinty MaxWalkSpeed, coppovao pe to emileypévo Enum ond to task. To
oYETIKO Oldrypoppa Tapovotdletal otny ewova, 70.
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Character Movement

[B Set Movement Speed Al

[ Return Node
SET
=) p———»
i @ Max Walk Speed ‘ ; D' Speed Value Al
Target
3+ Select
Idle \ C Return Value
walking [125,0]
Jogging | 300,0 ]
Sprint [500,0

Index

Ewova 70. SetMovementSpeedAl (function)

BTT FocusTarget (Custom Task): To task givon vrevbuvo yuo tqv avéBeon evoc onueiov eotioong
(focus) oe évav Agent, ETTPETOVTIOG TOV VO GTPEYEL TNV TPOCOYN TOL GE EVOV GLYKEKPLUEVO Actor M
onueio otov YmPo. Avtd enttvyydvetar péow tov node SetFocus kot £yl MG amoTEAECUA TNV EVIUEP®ON
tov FocalPoint tov Agent, eanpedlovtog tn cvumepipopd tov, Onm¢ v Katevbuven kivinong N ™
otoyevon. Me avtdv tov Tpomo, Evag Agent Tov £yl KATO0 oNpEl0 €6TIOOTNG GTPEPEL TO CAOO TOV TPOG
ot TNV KatehBuven ok Kot oV To ONLEL0 KIvEiTal GTOV XM PO.

f SetFocus f Finish Execute

» »

Input Object  Is Not Valid B i
\ New Focus

7 Get Blackboard Valueas Actor

Key Return Value

Focus Target [EEaneh
» Tru —_—

Condition ce Target

7 SetFocalPoint

®FP

("F Get Blackboard Value as Vector / (7F 15 Valid Al ocation F Print String

Key Return Value @ = @ Location  Retum Value

Dévelopment Only’
v

Ewoéva 71. BTT FocusTarget

To SetFocus d&yeton tic e160d0v¢ Target kot New Focus, ot onoieg avtimpocwnedbovv 10 Al Controller

Tov Agent Ko TOV V€O OTOYO €0Tioong avtioTolyo. XTo oLYKekpévo Project ypnoipomombnke oe
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moAlomAG states Omwg Seeking 1 Attacking, 6mov amaiteitol 1 S10pKNG E6TIOGT TOL TOUKTN GE £voL oMpEio
1 otov maiktn oavrtiototya. Axoun, m avdbeon &vog onueiov eotiaomng enmpedlel v emAoyq TOL
blendspace mov Ba ypnowonomoet évag Agent, kabwng opiler v petofint) IsFocusingTarget, 6mwg
avapépinke oto vrokepdiato 6.3 tov Animation Blueprint. H vAomoinon mepilapfavel apyucd, ™
onuovpyio tng petapintmc FocusTarget (Blackboard Key Selector) evtog tov Task, mote vo pmopel vo
ypnooroindel og dapopeticd pépn tov Behavior Tree pe diapopeticodc 6ToOYX0VE €0TioNg ava oneio
K\ong. Kdabe kinon tov task amartel v exydpnon &vog tétoov key, amd to dwbéoiua keys tov
Blackboard, 6nm¢ PointOfInterest (Location) © AttackTarget (Actor). Mg avtd tov Tpdmo évag Agent
umopel va gotidoetl og o tomobecia 1 évav actor. Katd v kinon tov task, mpoypatomoteiton Ereyyog
yiw tov tomo tov Key mov exyophdnke omd 7t0 Behavior Tree péo® tov node
GetBlackboardValueAsActor kot GetBlackboardValueAsLocation avtictoyyo. Xtnv mepintoon mov to
node IsValid eivor ainbéc, xoleitoan to function SetFocus pe Tic katdAiniec €106d0v¢ kol to task
oloKkANpoveTaL. e ovtifet mepintmon, koAeitor to SetFocalPoint pe tic KatdAAnieg €10600V¢, 0@oD
nponynbei éreyyoc mwg to Blackboard Key amotelel éyxvpn tomobecia yio tov Agent, dnAadn €dv to
onueio gival TpocPaciuo cvopemva e to NavMesh péow tov node IsValidAlLocation. O éleyyog eivan
OTOPOITNTOG Y10 AOYOVG AMOCPUALAT®ONS, MOTE o€ avtifetn mepintmon vo unv opiotel Kamowo onpeio
gotiaong oto omoio givar mBovod va tpoxAndel Kdmoo cedApa.

BTT ClearFocus (Custom Task): To task sivor vrevfuvo yia v amodécpevon evog Agent amd To
TpEYoV onueio N 6TdY0 E0TIOONG, DGTE VO, GUVEXIGEL TNV KOVOVIKN TOL TOPEia 1] vV E0TIAGEL G€ KATL VEO.
Avtd emruyydvetonr pe ™ ypnon tov node ClearFocus pe target to OwnerController, dniadr| to
AIC Enemy Base. Ka&0e kinon tov enavagépel Ty eoticon Tov Agent 6Ty TPOETIAEYUEVT] KATAOTAON.
Xpnoonoleital g opyIK EVEPYELD 6€ TOAAOTAG states 1 sequences, O0TE 0 Agent Vo eKTEAECEL TIG
EVEPYELEG TOV EVTIPOL YWPIG KATO0 TPOoDTapYOoV onueio eotiaong mov Oa Tig ennpedoel. Avtd umopei vo
ovuPet 6tav o Agent g16€pyeTan 6€ KAmolo state (m.y. Passive), evad €xel mponynbel n ektéleon kdmolov
state 1 sequence oto omoio opiotnke ornueio eotioong péow tov BTT FocusTarget (m.y. Attacking n
Seeking).

JF ClearFocus F Finish Execute

&> Event Receive Execute Al

Owner Controller

Controlled Pawn

Ewova 72. BTT ClearFocus

BTT _EquipWeapon kot BTT UnequipWeapon (Custom Task): Toa ovykekpyéva tasks eivon
vrevbuva yio v OmMon/aeomAlon Tov Agents tomov Pistol kot Rifle, dote vo tomoBeticovv tov
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OMAGUO TOLG oTNV apylkn Béom M ota xépla tovg avtictoyya. O oTAoUOS Kol OPOTAIGUOS TOV TOTTOV
Android ekteleitor povo evtog g emibeong Aerial Attack evtog Blueprint, apod o Agent omhilel kot
aomAilel oTiyaio Kot dev EKTEAEL EVEPYELES TOV AALTOVV VA, £(EL TO OTAO oTa. XEPLa Tov. To mpmTo task
YXPNOOTOEITAL OtV €vopén TV EVEPYEIOV TOL OATOLTOLV VYNAN eToludtnta Ommg Seeking kot
Attacking, evd 10 de01EpPO Ypnoponoleital otny Evapén tov Passive State 0mov o1 evépyeieg tov Agent dg
yopaktnpifovral and evoeyouevn aneidn. H apomiion aratteitol oty mepintmon mov o Agent E10EpyeTaL
oto Passive State, evd Ppiokotav o€ kdmolo State vymAng etoudmrag (m.y. Attacking 1| Seeking), kotd
T0 omoio éyel omAioel. Kabd¢ ta dvo tasks akorovbovv mavopoldtuan doun, evoektikd Oo avaivbel to
task BTT UnequipWeapon.

e = L1l 1Ll 1. 1 ¢ Weapon

< Event Receive Execute Al »+ Cast To BP_Enemy_Base 3 BPI Enemy A [ Bind Event to On Weapon Equipped
»P— B0 » » » [

Qwner Controller Object Cast Failed [> @ Target Target

Controlled Pawn As BP Enemy Base Event

Fﬁmshedﬁquip

[, Find Results

¢ Event Receive Execute Al © Unequip Weapon
»# Cast To BP_Enemy_Base Ta is BP1 Enemy Al

. Bind Event to On Weapon Unequipped
»
Object st Fa > Target

As BP Enemy Base Event

'© FinishedUnequip

=

Ewova 73. BTT_EquipWeapon kax BTT_UnequipWeapon

To task mepthappdvet tn ypron Cast to BP_ Enemy Base, ®ote va amoxtndei tpocPacn otig Aettovpyieg
tov Parent Blueprint tov Agents. To reference mov mapéyel, enttpénel v kKAnon tov Blueprint Interface
function UnequipWeapon, to omoio epoppolel v aedémiion. Qotoéco, to function UnequipWeapon
mepLapPavel Tnv eKTéAecT animation AQOTAMGHOD, 1) OTTOi0, ATOLTEL OPIGUEVO YPOVO Yid VO OAOKANPwOEL.
AvTO onpaivel TO¢ N OAOKANPwoN Tov task mpémel va mpaypoatonomBel petd TV OAOKANP®ON TOL
apomhcpod. To mpofinua €ykertan otov Tpdémo Asttovpyiag twv Behavior Trees, xobBhg otav
olokAnpaveral éva task pe to node Finish Execute, to 0évtpo mpoympd 6TV €KTEAECT] TOV ETOUEVOL
task. Adym ¢ mapomdve cvvinkng, n kKAnon tov WeaponUnequip, evtog tov task, akolovBeitan amd to
node Bind Event to WeaponUnequipped, to omoio emttpénel ) dnuiovpyia evog kawvovpiov Custom
Event FinishedUnequip mov Oa mupodotiosetl tnv olokAnpwon tov task. To FinishedUnequip exteAeiton
Kkatd v kAnon tov Event Dispatcher WeaponUnequipped, to omoio dnuovpynOnke evidg tov Parent
Blueprint tov Agents kot KaAeiton HeTd TV OAOKANPMGT] TOV 0QOTAIGUOV. Mg avtdv Tov Tpdmo, To task
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koAel to WeaponUnequip, T0 omoio pe 1 oepd tov «oiei to Event Dispatcher
CallOnWeaponUnequipped, mopodotdvtag to FinishedUnequip. tn cuvéyela, 1o task oAokAnpoverarl pe
emtuyia ko To d€vipo exteAel Tnv emopevn evépyela. H amovoia tov Event Dispatcher Oa mpokaiovoe
avemBountn coumeplpopd TV Agents, OT®MG OKAVOVIOTEG 1 OTEAEIC KIVNOELS TOV YOPOKTINPQ, LE
OTOTELECUO VO TOPUUEVEL OTAMGUEVOC akOpo Kot av To task Bewpnbdei 6T1 odoxAnpmOnke, kdtl wov Oa
EMNPEACEL TN GUVOAIKN ovumeppopd tov Agent oto moyvidt. H cwoty aiiniovyio towv events
e€aoparilel 0tL 1 petdPfoomn amd TV KATdoTaoTn ToV OTMGUEVOLD Agent GE Un OTAGUEVO YIVETOL OUOAN
KOl YOPIg TOPEKKAIGEIS Omd TNV  OVOUEVOUEVT] GUUTEPLPOPA. AkoiovOdvtag Tov ido Tpdmo
dnuovpynbnke 1o BTT EquipWeapon ywo v 6mhon. Ta 600 ypagnuata tov tasks mapovcsialovtot
otV gwova 73.

EquipWeapon kot Unequip Weapon (Function): Ta functions givail vrevfuva yio tnv epapuoyn e
omhong/apomiiong otovg Agents Tomov Pistol ko Rifle ko kadovvton evtog twv Behavior Tree Tasks
BTT_EquipWeapon kot BTT UnequipWeapon avtictoya. Ta functions kaAovvtol vo eKTEAEGTOVV GTO
Parent Blueprint BP_Enemy Base, ®otdc0 vAomolovvtar oto empépovg Child Blueprints twv Pistol ko
Rifle Agent yio ™ dvvatdtnTe UEAAOVTIKNG OVOSIOUOPPOONG TOV EVEPYEWMV Yo KGOe TOmOL Agent.
Kabmg ta 000 functions akolovbovv mavouoldtumn doun, evoetktikd 0o avaivdei to Unequip Weapon.

Unequip Weapon

& EventU

Ewova 74. Unequip Weapon

H extéheon opyiler pe v kAfon tov node PlayMontage yio v avamopaywyn tov Animation. To
ovykekpipévo node mpotyundnke évavtt dAlwv (m.y. PlayAnimMontage), Aoyo tov emumiéov Execution
Pins mov mpocépel, Yo TIC TEPIMTOOCEL, KATA TIG Oomoieg To Animation olokAnpwOei/diokomel
(OnCompleted/Onlinterrupted), oAAd Kot v avantoln evepyeldY G©€ GUYKEKPWEVO OTUEi TOL
Animation (OnNotifyBegin). To Animation avamapdyslt v kivnon a@omAopod, kabmg 1o Omho
(WeaponActor) Bpicketal ota xépla Tov Agent TpockoAinpévo oto socket CurrentWeaponTypeBoneEq
TOU OKeEAETOD KOl OTO KOt@AANAO  ypovikd onueio oavabétet 10 OmAo oto  socket
CurrentWeaponTypeBoneUneq. Avtd emtvyydvetor pe tov optopd evog MontageNotify, evtog tov
Animation, 610 KOTGAANAO onueio, mov Agrtovpyel ¢ gwomoinon yio v ovdbeon tov omAov. H
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avéBeon ypnoponotel to node AttachActorToComponent yio va tpockoAincel to WeaponActor 6to
KkatdAAndo socket ue petafintég elcooov to Asset wov Bo avortebei (Target) kot tov otdyo (Parent). H
extéleon mupodoteital pe Tn ypnorn tov switch on name, omopaitntov node yw TV eKTéAEOM
omolovdnmote MontageNotify copupwva pe to dvoud tov. H gicodoc yio to Parent amotelel éva Select
node, o6mov Pdost ¢ upetafintic EnemyType (Enum) emléysr v xotdAAnAn 0éom socket
(CurrentPistolBoneUneq 1| CurrentRifleBoneUneq). Me avtév Tov tpodmo T0 OmAO Tomobeteitan avdioyo
UE TNV Katnyopia Tov, Kabmg dtabétel dapopetikny B6on avd mepintwon. H avdbeon akorovbesiton amd
éleyyo emPePaimong g evépyelag ko Emetta 1 petaPAanty IsWeaponEquipped? (Boolean) maipvel v
Tiun False yuo mepattépw xpromn o€ ornueio Tov apopovdy TNy KATAGTACT OTAIOG. LTIG TEPMTMOCELS KATA
TIG omoieg T0 Animation OAOKANPAOVETOL 1 SlUKOTTETOL OO KATOl GAAN evépyela (.. KATO0 GAAO
Animation), koAeiton to Event Dispatcher WeaponUnequipped, dote va olokAnpmBel to Behavior Tree
Task, onwg meprypdpetar oty mopdypago BTT EquipWeapon xar BTT UnequipWeapon. TéAog, to
Animation Asset mov 0Oa ypnowomombel Yy TNV AvVOTOPOY®OYN EICAYETOL OTN  UETAPANTN
UnequipAnimation kot avorifetor ota ChildBlueprint BP. Enemy Pistol ka1 BP_Enemy Rifle. Opoiwg,
to function EquipWeapon ovomopdyst to Animation OmAMONG amd TO TEPEYOUEVO NG METAPANTNG
EquipAnimation, mpookoAld tov Weapon Actor amd to socket CurrentWeaponTypeBoneUneq oto
CurrentWeaponTypeBoneEq, 0¢tet ) petafint) IsWeaponEquipped? otnv tiun True ko xoketl to Event
Dispatcher CallOnWeaponEquipped? yio. v olokAnpwon tov task. To ypdonua tov function
mopovctileTon otV gIKova 74.

BTD_HasPatrolRoute (Blackboard Decorator): O cvykekpipévog Decorator givar vredBvvog yio tov
éleyyo avdbeong mepimorag otov Agent. Xprnoiponoteital og EAeyyoc Yo Tov KaBopiopd TG EKTEAEGNC
tov sequences PatrolState 1 IdleState. TomoBeteiton oto sequence PatrolState, ®ote 10 sequence va
exteleotel, oty mepintmon mov N petafAntn PatrolRoute £xel mepieyduevo. Xe avtiBetn mepintoon to
o0évtpo Ba exkteléoel to sequence IdleState. Avtd emtvuyydvetar pe ) ypnion tov function Perform
Condition Check Al, 1o omoio mapéyer ta references twv Controller kot Agent kol EMIGTPEQPEL {0l
petapint Boolean. Méow tov Controlled Pawn reference xaAeitor to Bluepint Interface function
GetPatrolRoute, to omoio avaxtd t petafint) PatrolRoute dote va eheyyfel av éxel mepeyopevo. H
petafinty ypnotponoleitol g eicodog oto function IsValid kot o Decorator ohokAnpmvel tn Agitovpyia
TOV EMOTPEPOVTAG TO amoTéAecpo. Me avtdv tov Tpomo, o Decorator yivetan True, étav to PatrolRoute
elvar £€yKvpo Kot EKTEAEL TO sequence 6to onoio ypnolponoteital. Av o Decorator yivet False, o1 evépyeieg
PatrolState mapoleirovror kot 1o 6EvTpo Tpoxwpd oty ektédeon tov IdleState.
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JF Get Patrol Route

Perform Condition Check Al g B Return Node
Owner Controller Target Patrol Route Return Value

Controlled Pawn I Is Valid

Object Return Value

Ewoéva 75. BTD_HasPatrolRoute

BTD_IsWeaponEquipped (Blackboard Decorator): O Decorator ypnoylomoteitor mg EAeyyog yio Tov
kaBopiopd ¢ ektéleonc tov task BTT EquipWeapon kou BTT UnequipWeapon eAéyyovioag tnv
katdotoon omMopod towv Agent tomov Pistol kot Rifle. Avtd emrvyydvetar pe to node CastTo
BP Enemy Base ywo v avdyvoon g petapintig IsWeaponEquipped?, tng omolag n tiun kabopileton
ano to functions EquipWeapon kot Unequip Weapon, eniotpépoviag to anotédecsa otov Decorator. [
tov éleyyo tov BTT EquipWeapon 1 cuvinkn avtiotpépetal péom tng emaoyng Inverse Condition mov
mapéyetal o€ kdbe Decorator, kabmg mpobmobéter n petafant) IsWeaponEquipped? va €xel tqv tiun
False. Me ovtév tov 1pdémo évag Agent Bo omhicel 1 apomiicel poévo Otav eivorl AQOTMOUEVOS M
OTALOUEVOG aVTIGTOLY L.

EPem}rm Condition Check Al . v+ Cast To BP_Enemy_Base EE]Retum Node
| —— —— i e e —— ]

Owner Controller Object Cast Failed [ Return Value

Controlled Pawn As BP Enemy Base

Target Is Weapon Equipped?

Ewova 76. BTD_IsWeaponEquipped

Set State As Passive (Function): To function givat vrevBuvo yuo v evepyomoinon tov Passive State.
Avantoynike evtog tov Al Controller xor ypnoyomoteitor yioo va PETOPAAEL TO TEPLEYOUEVO TNG
petaPintg State (Enum) tov Blackboard oe Passive. H petofoin g petofintig 0o mpokaiécet
OlOKOTN TV TPEYOLVCMV eVEPYEIDV Kot emavatloldynon tov Behavior Tree oto eminedo tov State
Selector, gvepyomoumvtog Tig EvEPYELEG TOL TepLAapfPdvovtal oto Passive State.
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(¢ Behavior States Icons  Se Reset Awareness il F Set Value as Enum

Ewova 77. Set State As Passive

Av1o gmtvyydvetal péow tov node Set Value As Enum, to omoio déyxetan w¢ €icodo 1o Blackboard
reference, To0 6vopa Tov key mpog adiayn kot To mepieyOeVo ato omoio Ba opiotel To key omwg paivetan
otV €ikova 77. EmmAiéov, to function Béter ™ petafint IsEngagedinCombat (Boolean) og False, 1
omoio. ypnoylomoleitar oe ddpopa onueic Tov KO Yo vo ereyybel edv o Agent Ppioketal og
Katdotaon pdyng, oniadn oto State Attacking. H evépyela tomobeteitor dote va SOCQOAIOTEL TOG M
peTafANT dlaTnpel T cOOTH TN Yo TV 0pO1 Aettovpyia TV EAEYXWOV GTOVE OTTO10VG YPNCLLOTOLELTAL,
kaOdc o Agent umopel va petafet oto Passive State, evod Bpioketon oto Attacking State. Akoun, wpw tnv
ektéleon g aAlayng tov blackboard key, koloOvtor o Blueprint Interface functions Behavior State
Icons ka1 Set/Reset Awareness. To mpdTo givor vaedBovo yoo ™V omdkpuym TOV Kovidiov Tov
eppaviCovror mive amd évav Agent, 6tav Ppioketar og kataotdoelg Seeking 1 Investigate, To omoia
Aertovpyodv mg évosin tov State. Kabog évag Agent pmopel vo petofel amd avtég T1g 600 KATAGTAGELS
npog to Passive State, 1 evépyeio onpatodotel v €i6odo Tov Agent G€ 0LTH TNV KOTAGTACT UNOEVIKNG
embeticotnroc. To dedtepo  agpopd otov opiopd g  uetaPAntic Boolean IsAwareofPlayer
(BehaviorVoiceSFX) oe False, n omoia Ppioketar gvtog tov Parent Blueprint BP. Enemy Base ot
YPTOULOTOLEITAL GE EAEYYOVG TV AEITOLPYIOV TTOV OPOPOVV OTA MYNTIKA EPE OV AVOTAPAyOVTOL Ol
Tovg Agents.

To function kokeiton Katd v apytkoroinon tov Agent, dnladn oétav Bpicketal tomobetnuévog oto level
Kot To 7oy violr Eexvd M Otav yiveton spawn pécw kdmotlag GAANGg pebodov (m.y. €va Spawn Actor
vevbuvo yo T dnuovpyio Agents Baocel cuvOnkadv). EmmAéov, kaAeital Kotd v 0AOKA PO TV
evepyeldv twv States Detecting, Investigate, Seeking wor Attacking. Xvykekpyéva, m petdfaon
Tpaypatomoteiton 0tav o Agent diepedvnoe o nyntikn datdpaln yopic va avtidnebdei kdmolov exHpikd
Actor (Investigate), évag exOpikdc Actor Ppédnke 6To OMTIKO TOV TEGIO Yo HWKPO YPOVIKO SLIoTNUA,
xopic va tov avtiingBel minpwg (Detecting), kabog kot dtav avalinoe ympig enttuyio évav Actor mov
¥@Onke oo to omtikd Tov medio (Seeking). Téhog, o Agent petafaivel omd to Attacking oto Passive State
otav 0 moiktng mefdvel amd OTOONTOTE EVEPYELD TTOL UNOEVIGEL TOV TOVIOVE TOL, cLUTEPIACUPOVO-
pEvev TV emBécemv Tov id1ov 1 Kdmolov dAlov Agent 1] amd anddoon Damage, Adyw Fall Damage.
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8.3. Investigate State

Ye auto To State o Agent £yet avTIANEOEel po nynTikn datdpaln oTov YdPo, Y®PIig vo eival EVAIepPOS Yo
NV Tapovcio Tov Taiktn. Avtd pmopet va copfel dtav o Taikng ¥pPNoLLOTOMGEL TO avTiKEipevo Bottle,
oNAadn Otav TeTAEEL Vo PITOVKAAL KOl 0UTO TPOKOAEGEL YO EVTOG TOV NYNTIKOV TEGIOV OV UITOPEL Vol
avtiinedet o Agent. ‘Evag axopn Adyog yio tnv evepyomoinon tov State amotedel 0 YOG TOL TPOKAAEL
éva, OTAO TN GTIYUN oL TVPodoTNOEl, aveaptnta av o MYog TPOKANONKe Tov Taiktn 1 évav dAio Agent.
O mbavég dutapdaelg avayvopilovtor kot Kataywpilovtal ypneIULoToldvTag To cvotnpa Perception tov
Unreal Engine, péow tov Al Perception Component kol Twv HETAPANT®OV 7OV opioTnKov €vTog 0vTOD,
OGS TPOoaVAPEPONKE.

Yvykekpyéva, €vog Actor Tpokodel po nyntikn datdpoén pe v kKAnon tov node Report Noise Event,
TOPEYOVTAG TIG amopaitnteg HeTaPfAnTéc Ko Tupodotdvtag to function Handle Sensed Sound péow tov
event OnPerceptionUpdated (AlPerception) tov Al Perception Component. ¥Xg avtd 10 Project, ot
Swtapdéelg eivar ave&aptnteg amd tov TOTO Tov Agent, dNAAOT TPOKAAOVV TNV EVEPYOTOINGT| TOL state
v kéOe TOmOL £YOpd. XNV TEpinT®ON MOV TANPOLVTAL Ol TPpobmobéselg, o Agent Bo kivnbel Tpog to
onueio wote va depguvnoel ) dwrdpaén. Oco o Agent Ppioketor oe avtd T0 state, umopei va dexbei
enifeon Takedown amd Tov maiktn, KoBmG dev £xel avTIANEOEL prTd TNV Tapovsio Tov. Akdun, to state
amotelel kaTAoTOON EMOETIKOTNTAS YOUNAOoD emmédov, Tov onuaivel Tog Tomobeteitoan oto Behavior
Tree apiotepd amd to Passive State kot de&10tepa and kdbe GAAN, S10KOTTOVTOG OTOONTOTE EVEPYELQ
Bpioketan de€1d amd awtr, yopic va emmpedoel kamola onuavtikdtepn. o ) dagopomoinen Tov state
a6 avto Tov Seeking, ot Agents Tomov Pistol ko Rifle dgv omhilovv yia tnv ektédeon e Qo1660, £vog
Agent Tov €16€pYETAL GTO state, dloTnPel TNV TPONYOVUEVT] KATAGTAGT TNG OTAIONG, AOY® TNG OMOLGIOG
EVEPYELMV OTAIONG Kol OQOTTAIoNG. Q¢ amoTéAEqLn, Ol EVEPYELEG TOV state mapauévouv idleg yio ke
tomov Agent ko1 Ta Behavior Trees BT Ranged ka1 BT Android ypnoiponotodv 1o 1610 Subtree yio tnv
EKTEAECT] TOV.

O apywéc evépyeleg Tov State meptaapfdvovov v amobikevon tov onueiov mov Ppioketon o Agent,
TPOKELUEVOD VA EMOTEYEL G€ AVTO KOTE TNV 0AoKApwon ¢ dwadikacioc. [lapdiinia, péow evepyeidv
tov Al Controller, éva yopaKTnpioTikd £1KOVido TpoctifeTal Tavm 0md Tov Agent Kol OVOTOPAYETOL EVOGC
NYNTIKOC S1IAOYOG, CTIHATOOTMVTOG TO TPEYOV state. LT cuvEyELd, n ekkaddpiorn Tov Focus dtacparilet
g 1 katevBovvon tov dev Ba mopapeivel eotioopuévn o€ éva onueio. ‘Emetta, o Agent axivnromoteiton
610 onpeio mov Ppiokerar kot éva Animation mov amodidel TNV AvayvAOPIoT TG NYNTIKNG datdpatng
avomopdyetol, Tpotod o Agent TpoywpPNOCEL GE KATOlo AAAN evépyela. Me avtdv tov tpdmo €voc Agent
umopel vo pavel TG avTidpd, CNUATOS0TOVTINS TOG avTIANeOnke v myntikn dwtdpaén. H evépysia
emovalopuPavetol og kabe Evapén tov state, TPOoPEPOVTOG £V, EDKOAN aVOYVOPICIHO Kot TPoPAEYLLO
ontwk6d feedback mpog Tov maikTn pe PEOMOTIKO TPOTO, MGTE VO AVayV®PIGEL TV 0AANYT] TOL State Kot vol
oYEOLA0EL TNV EMOUEVN TOV Kivnomn. Metd v olokAnpwon Tov tpd@tov Animation, o Agent o otpapei
kot o kwvnOel Tpog to onueio oto omoio cvvéPn N datdpaln. Otav @tdoel oto onueio, o Agent Oa
axwnrtonomBel Ko évo akoun Animation g cuVOLAGUO HE MYNTKO dtdhoyo Ba avamapoyBovdv. Ot
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evépYeElEG amodidoVV OTTIKA KOl YNTIKA TO YEYOVOG Tws 0 Agent avalntd yOpw Tov yio TNV EVOEYOUEVN
vmapén exBpikng mopovoiog.

2V mepinTmon Tov o1 evEPYElEC OAOKANpmOoDY ympic 0 Agent va, avtiAngBei tov maikt, to Behavior
Tree enavépyetor oty katdotoon Passive State. Me avtov tov 1pomo o Agent cuveyilel Tnv mepuroiia
TOV 1 EMOTPEPEL OTO OPYIKO onpeio mov Ppiockotay Tptv TN dotdpaln. Xe avtifetn mepintoon, o Agent
petafaivel oty katdotaon Detecting, Eekivdviag T dwadikacio avayvodplong tov maiktn. Télog, ot
pvOuicelg Tov Blackboard Based Condition diac@oAiilovv mwg pio aAlayn mov gvepyomotel éva state
UeyoADTEPNC TpoTEPUOTNTOG, 00, MPOoKaAESEL dloKOm TOL state, GAAG koi kd@Oe state younAng
TPOTEPAOTNTOC, DGTE VA Tpaypatomoindel emava&loldynon Tov dEvIpov 6To eMinedo TV states.

O mbBavég petafdoelg mpog avtd To state pmopel va givar omd 1o Passive State, 0tav o Agent avtidne0ei
pio ymTkn dtatdpaén kon and to Seeking State, 6tav 1 dwtdpaln yivel aviiinmTi katd v avalntnon
tov 7maiktn. Emumiéov, to state pmopei va odnynost évav Agent otnv katdotaorn Detecting, dtav o
ToiKTNG €10EA0EL GTO OTTIKO TOV TEDIo N otnv Katdotaon Dead, edv o maikTng eKTEAESEL TNV EVEPYELD
Takedown.

Ye avty Vv vmogvotnto o avoivbel m vAomoinom Tov cuykekplévov state kol TV assets TOL
avamtOoyOnkav ywo T Aettovpyio Tov. Apyikd Bo avaAivBel m Aeitovpyio Tov state kou tv tasks mov
kaAovvtor oto Behavior Tree xai otn cvvéyelin Oa meprypagovv ta functions tng ektéleong Tov
Animation avtidpacng. Xtn ocuvvéyela, Oa avagepbodv to functions mov wTPodoTOHV TIC EVEPYELEC TOL
Agent og o nyntikn Swtdpaln. Térog, Ba avaivBovv ta Blueprint mov agopovv otn ypnon Tov
avtikeévou Bottle, copmeptropfavouévev tmv Blueprint mov mepi€yovy Tig Agttovpyieg Tov, kabdg Kot
tov functions mov vAomom|Onkav oo Blueprint tov maiktn kot kabiotodv duvarh ™ xpron Tov.

8.3.1. Investigate Behavior Tree Overview

To dévtpo evepyomoteitar katd v a&loAdynon tov State Selector péow Blackboard Based Conditions
kot mopodotel to BT Subtree Investigate twv evepysidv tov State. To Subtree mepiloufdvel Eva
sequence, e KAOe evépyela va EKTEAEITAL OO TO APIOTEPA TTPOG Tal Oe&IAL.

I %
rinvestigation ¢ BTT_ClearFocus E tateAsPassive
n BTT_earFocus n .

Ewoéva 78. Investigate Behavior Tree Overview
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Apyd, amoOnkeveTar 1M TPEYOLGQ tonobecio TOL Agent péocm OV task
BTT StoreLocationPriorInvestigation, ®ote va. ypnoonoindel wg 1 tomobesio otn onoia Ha yvpicel o
Agent petd v oloxApwon Tov state, av g O100£TEL KATOO J1AOPOUT] TEPUTOAING. XTI GUVEYELD, TO
tasks BTT ClearFocus kot BTT SetMovementSpeed yp1oilorolodviol yio Ty anodEécuevon tov Agent
amo éva evoeyOUeEVo onueio €oTicomg KoL TNV OKIVNTOTOINGT TOV, KoOME Kol TNV avamapoy®yn ToL
npotov Animation. To task BTT InvestigateStartAnimation ektehel 10 mpdTOo Animation mov apopd
o™V avtidopaon tov Agent Ady® g dtdpaéne. H olokAnpwon tov Animation axoiovdeitol amd ta
task BTT SetMovementSpeed e €icodo Jogging, MoveTo pe gicodo PointOflnterest. Mg avtov tov
Tpomo M TovTNTe Tov Agent petofdAleton og Jogging, mote vo kivnbel pe ypriyopovg puvBuovg ctov
x®po kal o Agent petaPaivel oto onueio datdpatne. H ohoxkAnpwon tov MoveTo onuotodotel tnv
aeiEn tov Agent 6to onueio kol akolovbeitan amd to task SetMovementSpeed pe gicodo Idle, mote va
axwntoromBel Eovdé. ‘Emerta, 1o BTT InvestigateEndAnimation ovomapdysrt 1o Animation 1Tng
avalnmong exOpwav Actors, emttpémovtag otov Agent va kottdéel v meployn Yopw omd to onueio.
Téhog, 10 task SetStateAsPassive 0o oAAidEer to State (Enum) mpoxodmdvtag emavo&loAdynon Tov
dévpov, evepyomolmvtag To PassiveState.

8.3.2. Investigate State Assets

GetCurrentState (Function): To function givor vrevbuvo yio v avdktmon tov TpEYovtog state mTov
exteheitan and to Behavior Tree kot vAomoieitar oto Blueprint tov Al Controller. Xvykekpiuéva,
Swpaler to mepieyopevo tov Blackboard Key State (Enum), pécm tov node GetValueAsEnum, pe
€16600v¢ 0 Blackboard Component kot To 6vopa tov key mpog avayvmon Kot ETGTPEPEL TO ATOTEAEGLOL
®¢C enum 6TO TEAOG TNG KANomng. Xpnoiponolgitonr oe kdbe onueio tov Al Controller mov amatteitol
éleyyog Tov state 1o omoio ektedeiton oto Behavior Tree. I'o mopddetypa, ypnopomoteitoar Katd v
aAlayn tov mepieyopévov tov Blackboard Key State, péow tov node Switch, @ote vo petafei 10
Behavior Tree og d10pOpETIKT KOTAGTACN, EXITPETOVTOS TOV OPIGUO L0 KOLVOUPYLOG TIUAG COUG®VO UE
v mpobmdpyovca. Télog, umopel va kinbei amd 1o Blueprint evog Agent, Kotd TV ekTéAecn HLOG
EVEPYELOC TTOV omattel Tov Agent vo Bpioketal evtog 1 eKTOC EVOG GUYKEKPLUEVOD state.

Get Current State [ Return Node
- ————— g

©F Get Value as Enum

Target is Black

Blackboard Target Return Value

@ Key Name

State Key Name @

Ewova 79. GetCurrentState
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SetStateAsInvestigating (Function): To function etvon vrebBuvo ywo v evepyonoinon tov Investigate
State ko kodeiton Otav Eva ex0ptkd MymrTikd epébioua kKataypapel and to Hearing Sense evdg Agent Kot
ol ouvOnkeg aAlayng tov state oe Investigate wavomolobvtol AkOUN, YPTOCLOTOEITAL Yo TNV
emovaeopd tov Agent otnv katdotoorn Investigate, Otov o depgdbvnon OSOKOTNKE OTIYUIiaL.
AvomtoyOnke evtog tov Al Controller kot ypnotuomoleitonr yioo vo UETAPOAEL TO TEPLEYOUEVO TNG
petafintg State (Enum) tov Blackboard e Investigate.

Ewova 80. SetStateAsInvestigating

H petapoin tov State emttvyydveton pécm tov node Set Value As Enum, to omoio 6&yetan wg €i60d0 T0O
Blackboard Reference, to 6vopoa tov key mpog aAloyn kot to mepieyduevo 6to onoio Oa opiotei 1o key
omwg eaivetal oty gikova 80. EmmAéov, 1o function 6éter tn petafint IsEngagedInCombat (Boolean)
oe False, koBdg o Agent petofaivel oe un embetikn katdotaorn. e avtd to onueio, to Blueprint
Interface function Behavior State Icons kaAgitat yio TV EUEAVIOT VOGS XOPAKTNPIGTIKOD EIKOVISION TAV®D
oo TOo KEQPAAL Tov Agent, ONUOTOOTOVTAG TNV €l0000 TOL GE MO KOTAGTOOT YOUNANG EMOETIKOTNTOG
KaTA TNV omoia dtepevva pio nyntikn dtatapaln. To swovidto mapapével kab’ 6An ) ddpkelo Tov Agent
oto Investigate, 6nwc eaivetor otnv swdvo 81. Xt cvvéyeln, to Blueprint Interface function Set/Reset
Awareness emavapépel T petafinti IsAwareofPlayer (BehaviorVoiceSFX) oe False, 6mwg ko oto
function SetStateAsPassive.

Télog, to function ohoxkAnpmvetan pe to node SetValueAsVector, 10 onoio ekympei v tomodesio Tov
nnTkov epebiopatog oto mepieyopevo tov Blackboard Key PointOflnterest. H tomofecia exympeitol og
kGBe wAnon tov function SetStateAsInvestigating g €icodog, amoteAdviog Kpiowo onueio g
vAomoinong. Me avtdv tov Tpoémo amobrnreveTol 1o onueio oto Blackboard Key, mote va ypnopomomet
g elcodog and To task MoveTo kot o Agent va kivnfei pog ™ oot Katevhuvon).
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Ewova 81. Investigate State Icon

BTT_StoreLocationPriorInvestigation (Custom Task): To task gival vrebBvvo yio v amobnkevon
mg tpéyovcoc tomobesiog tov Agent oto Blackboard Key LocationPriorlnvestigation (Vector).
Xpnowonoteitar oty évapén kdbe task mov mpokaiel ™ petaPorn g Béong Tov Agent otov Y®PO,
mapéyovtag tnv tomobecio otnv omoio Bo emoTpéyel PeTd TNV OAoKANpworn Tov State mov TOV
petafarret. Koleiton katd tnv apykonoinorn tov Agent kot otnv apytkn tov tasks Investigate kot Seek.
H ypnon g emtpénel oe évav Agent mov d¢ dwabéterl Eva PatrolRoute, va emotpéyel 6TV apyiky Tov
0éom petd omd o diepedvnon MNTIKNG dtatdpoing N avalftnong tov maiktn. Exiong, n epapuoyn g
oto Passive State emavagépelr tov Agent otn 0éom Tov, 0TOV €VTOMIcEL TOV MAIKTN KOl EKTELECEL TO
Animation avtidpaong mov meprrapuPdavetor katd to Detecting State. Onwg avaeépetor 6€ OYETIKO
Ke@dAa10, TOo animation ovtidpacng tov Detecting State drafétel root motion, koTd to omoio 1 BEom oL
Agent oALGleL ELdy10TO, COUPOVO LE TNV Kivnon Tov Animation. Me avto tov Tpomo, 0 Agent EMGTPEPEL
GTO QPYIKO CTUEID LETG TNV AVOTOPAY®YN TOL animation.
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< Event Receive Execute Al i Set Blackboard Value as Vector
—_— P
Owner Controller Key

Controlled Pawn @ _ @ Value

©F Cet Actor Location .

- Returm Vo e @~ T Target Location

Ewova 82. BTT_StoreLocationPriorInvestigation

H avéxton g tomobeciog mpaypatomoteiton péow tov node GetActorLocation, and to reference tov
Controlled Pawn kot tv amofnkevon tov Vector oto Blackboard key péow tov node SetValueAsVector.
To task mepigyer t petapint) Tagret Location (Blackboard Key Selector), pe tnv emihoyn instance
editable evepyomomuévn, wote to Blackboard key 6to omoio O amobnkevtel To0 Vector va exywpeitat o€
KkdOe KAnon tov task.

BTT InvestigateStartAnimation ka1 BTT InvestigateEndAnimation (Custom Task): Ta tasks sivau
vrevBova Yo Ty KANon tov function mov gkteAoOV TV avomapaymyn Tov Animation, Tov Adpfdvovy
YoOpo katd TV Odpkela tov State. To mpdTO CPOPAE 6TO animation Tng avtidpaong tov Agent otnv
NYNTIKN S TAPOEN Kot TO SEVTEPO GTNV AVIXVELON TG TEPLOYNG YOP® omtd To onueio tng datdpaéne. Ta
tasks axoAovBoOv tnv vAomoinon 7tov tasks BTT EquipWeapon a1t BTT UnequipWeapon,
ypnowomoidviag 10 Node CastTo BP Enemy Base, koAmvtag 1o Blueprint Interface function
InvestigateStartingAnimation kot InvestigateEndingAnimation ovtiotoryo Kot OEGUELOVING TNV
olokMpwon tov task omv «\jon tov Event Dispatcher OnlnvestigateStartingEnd kot
OnlnvestigateEndingEnd. Mg avtov tov tpodmo, 1o task amoxtd mpoécsPacn oto Parent Blueprint, to
function avanapdyel To animation and ta Child Blueprints tov Agents, dtucparilovtag mwg to Behavior
Tree Bo TpoywpnceL 6TV EXOUEVN EVEPYELX LETE TNV OAOKANPOGT TNG OVATOPAY®YNG TOL Animation.

Investigate Starting Animation (Function): To function givar vrevBuvo Yo v avamopoywyn ToLv
Animation g avtidopaong evog Agent 6tav avtiAapPavetot po nyntiky datdpalr, vioroteitan og ke
Blueprint diapopeticod tomov Agent (BP_Enemy Rifle, BP_Enemy Rifle kau BP_Enemy_Android) kot
opiletan oto Blueprint Interface BPI Enemy Al O Adyog tng viomoinong tov function cg kdfe éva and
ta Child Blueprint kot 0yt oto Parent, £ykettat ot ypnon SopopeTik®dv animations avd THTO Kol GTO
yeyovog mo¢ to function ypnolomoleitol yioo TNV €KTEAECT EMTALOV EVEPYELDV. XVYKEKPIUEVQ, TO
function Aettovpysl kou ®g onueio KAong emumAiéov functions moOL AEOPOHV GTNV AVOTOPAYDYN
XOPOKTNPIGTIKOV MYNTIKGOV SIoAdY®VY avd Tov TOmo Tov Agent.

e autd 10 Project, ypnoponombnke éva chvoro amd Animations avtidpacng, To onoia yopaktnpilovrol

a6 tn 0éom tov onueiov oto omoio EhaPe ympa M Satdpoln, copeova pe tn 0éomn tov Agent. '

mopadetypa, av 1 dtapaln £yive miow and tov Agent, 0vTOG KAVEL dVO Pripota Umpog pe ELPVINGUEVO

Tpémo Kal yupilel T0 GMOUA TOV PO TV KoTevBuvon g dwtdpoéne. Me ovtdv tov Tpodmo, o Agent
156



POIVETOL VO OVTIOPE LE TEGGEPELS SAUPOPETIKOVG TPOTOVG Y10 Kabe katevBuvon (eumpodg, micw, apiotepd,
de&1a). H xatedbBuvon avaktdral and m uetafint Noise Direction kot ypnoiponolgitor o¢ i6odog o
éva Select Node, dote va kabopiotel o KoatdAAnAio Animation.

Investigate Start Anim

- = Mesh
& Event Investigate Starting Animation ==l i & Behavior Voice SFX
W Piay Montage

3+ Select

Option 0

3 Select

Retum Value Front

Add pin @ e

Retum Value

option 1 F 7 Floatin Range
; ;

Return Value

T — )
B Call On Investigating Starting End
» D

Target [self |

Ewova 83. Investigate Starting Animation

H petapint Noise Direction maipver tnv tiun g €€66ov tov pure function CalculateNoiseDirection
katd ™ petdPfacn tov Agent oto Investigating State oto function HandleSensedSound. To Animation
avamopayetol pe o node Play Montage, omd tov omoiov tig €£600vg OnCompleted kot Onlnterrupted
kaAeitor 1o Event  Dispatcher  OnlnvestigateStartingEnd  ywo  tv  oAoxAnpworn  ToL
BTT InvestigateStartAnimation. And aicOntikng dmoyng, ta. Owbécyuo animations tov Project
aodid0VV OVTIOPACELS TOL TOPUTEUTOVY GE OVOPAOTIVES GUUTEPLPOPES. (G EK TOVTOL 1) OVATOPAY®YN
animation Pdocetl KotevBuvong viomouwOnke anokAelotikd yio Tovg Agents tomov Pistol ko Rifle, evod ot
Android Agents ypnoponotody Eva eviaio animation, aveoptHT®S TG KOTELOHVLVGTC TPOGKPOLGNG.

Investigate Ending Animation (Function): To function &ivar vaedbuvo yio v avomapaymynq Tov
Animation katd 1o omoio 0 Agent aviyvedel TNV TEPLOYN YOP® Ao TO oneio datdpalng. Zvykekpluéva,
0 Agent 0o, eKTELECEL KIVIIGEIC TOV AVOATAPIGTOVY TI GAPMOOT) TOL TTediov KaTd TNV APIEN TOL 6TO oNuEio.
Opoiwg pe to function Investigate Starting Animation, opiletor oto Blueprint Interface BPI _Enemy_ Al
viomoteitan o kGOe Child Blueprint Kot 1 0AOKANP®OT TNG OVATOPAY®YNS TOL animation okoAovOeiton
amo to avtiotoro Event Dispatcher OnlnvestigateEndingEnd, yia tnv oAoxAnpwon tov task.
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Investigate Ending Anim

ate Ending Animation .
[ Play Montage

W Gl n investgate Ending End Bl

Ewova 84. Investigate Ending Animation

CalculateNoiseDirection (Pure Function): To function eivar vmevBuvo v tov kabopiopd g
katevBuvorg T NynTIKNg datdpaéng, Aapfdavovtag veoyn ™ 0éon Tov Agent Kot TV KatevBuven otV
omoia avtdg Kortalel umpootd. YAomomOnke oto Blueprint tov Al Controller kot og kdfe KAnon g
déyetarl mg gicodo ) petaPAnt NoiseOrigin (Vector) mov avTimpooc®nedel TV Tomofesion TG NyNTIKNG
Swotdpaéng ko emotpéeel T petaPAintni Direction (Enum) pe mbavég tipég Front, Back, Left kot Right.
To amotéieoua tov function ypnoipomolgital yio v €XAoy T0LV KatdAANAOL animation avTiopPoGNC
evog Agent, 0tav ovTiAnedel ) dwtdpaln, 6mwg meptypdpetarl oty avaivon tov function Investigate
Starting Animation. Xvykekpyéva, 10 omoTéAecpa Bo avabiécel 1o mePEXOUEVO TOV OTN HETOPANTA
NoiseDirection (Enum), mov Bpioketon oto Parent Blueprint tov Agent. H petafifoacn tng tiung yivetan
péom tov Blueprint Interface Function GetNoiseDirection tng BPI Enemy Al kot eivar amopaitmto
oTotyelo ¢ vAomoinong, kabmg 1 extéleon tov Animation Bpicketal oto Blueprint tov Agents.

L Branch B Return Node

Addpin ©
F Get Controlled Pawn "F Get Actor Location

Target[Self ] Retum Value

T Retum Node

ptntente—

Ewkova 85. CalculateNoiseDirection
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Ocov apopd otov kabopiopd Tov onueiov, To function yprnoiponotel pa cepd and Branch nodes kot Dot
Product yio va a&lodoynoet ) yovia peta&d e KatedbBuveng Tov fyov Kot g KatehBvvong tov Agent.
To Dot Product (] ecmtepikd yvouevo) eivar po pabnpotiki Agrtovpyio mov Bonbé otov vroloyiopd
G OlOVUCUATIKNG OTOCTOONG KOl YPTCILOTOLEITAL Y1 TOV VROAOYICUO TNG Yoviag HETAEL NG
katevbouvong Tov Agent kai Tov MoV 7OV TPoépyeTon omd To NoiseOrigin. e avtd to function,
ypnoorotovvtol dvo dot products, pe To TPOTO Vo EAEYYEL €0V 0 NYOG PpioKeTon PTPOSTA 1 TGO KAl TO
devtepo av Ppioketar aprotepd 1 de€id Tov Agent. To function emAéyOnke va eivan pure, kabmg exteAet
VTTOAOYIGHOVG KOl EMOTPEPEL TO OMOTELECUN, YOPIC VO TPOTOTOIGEL LETUPANTEG 1| KATOL0 KATAGTOOT
TOV KOGHOL. AkoOun, dev ggaptdror and eEmTeEPIKES UETAPANTEG 1| KOTOGTAGELS, TAPH LOVO OO TO
dedopévo mov mapéyoviar otnv €icodo. Mg ) ypnion tov function g Pure, pmopei va koheiton
OTOOONTOTE OTIYUN XWPIG VA TPOKAAEL TPOPANUATO HUE TNV KATAGTOOT TOV GUGTNUOTOG, VO EKTEAECEL
TOVG LTOAOYIGUOVG OOS0TIKOTEP KO Vo emavaypnoiporondel oe moAlomAd onueio tov Blueprint.
Télog, mg pure function pmopel va QapUOGTEL GTOV KDIKA Y®Pig va ypelaotel va tomobetndel og kdmolo
execution pin, 61ELKOAVVOVTOG GTN] GLVTIPNOT KOl GTNV OPYAVMOGT] TOV KOSIKA.

DotProduct (Front/Back): Ot gicodot tov mpdtov dot product mepirapfavovv To normalized vector g
dropopag Béonc peta&y tov NoiseOrigin kot tng 0éong Tov Controlled Pawn, kafd¢ kot Tov d1ovHGHOTOC
mov delyvel v Katevhouvon otV omoio KOThEL O YOPOUKTPAS GTOV KOGUO Tov Ttatyvidlov. H dwapopd
0éong avdpeoso oto NoiseOrigin kot to Controlled Pawn dnuiovpyel 1o didvuopo mov deiyvel omd tov
YOPOAKTNPO TPOG TNV 7TNYN Tov NYov. O ckomdg Tov normalize eival va LETATPEYEL OLTO TO SLAVUGUA O
Stdvvopa prkovg 1 (povadag), dote va pmopel va ovykpifet pe dileg katevbuveoelg ymplis va ennpedaleton
amd to péyebog tov davdcpatog. Me avtov tov Tpdmo dwtnpeitan wovo M Katevbuven Tov MYovL,
ayvomvtag TV amdotacn. Av to amotéiecpua tov dot product givor kovid oto 1, onuaiver 6TL 0 MYog
Bpioketon pmpootd amd tov yopaktpd, kabdg ot dvo katevBivoelg (N katevBuvon Tov NYOL Kol 1
katevBuvon Tov yopokTNpa) gival oyeddov mapdiiniec. Av to amotédieoua givarl kovtd oto 0, ot dvo
katevBovoelg eivonl kabeteg kan de oyetiloviar kaboAov. Av 10 amotéleoua gival Kovtd oto -1, 0 Nyog
glval Tio® amd Tov yopaktnpa, kabmg ol dvo katevbivoelg eivar avrtibeteg. To function ypnoomotel to
amotéleoua tov dot product oe éva branch mov gAéyyel av n tn eivon peyoAvtepn and 0.5, 10 omoio
onpatodotel 0Tt o1 dHo KatevBuvoels etval apkeTd kovtd yia va Bewpnbei 6TL 0 Nyog Ppicketon unpootd
a0 TOV YOPUKTHPA, EMOTPEQOVTOC TNV TN Front. Av to amotélespo eivar pikpotepo amd 0.5, dniadn o
Nyxog d¢ Ppiokeror umpootd, to function gléyyet av 1o dot product eivon pikpotepo and -0.05. To -0.05
elvar por KoT@AANAN Tun, wov dev amartel akplPadg avtifetn katedBvvorn mpokewévov o Mo vo
BewpnBel mog PBpiloketor miom amd tov Yopaktipa. Av avtd 1oyvel, emotpépetar to Enum Back,
VTOJEIKVVOVTAG OTL 0 YOG PpilokeTor Ticw amd Tov Agent.

DotProduct (Right/Left): Av dev 1oybel kapio amd TIG TOPUTAVED TEPMTMOCELS, onpaivel Tog 1 0éon Tov
onueiov dev pmopei va yopaxtnpilotel unpootd M micw. Tote 1o function mpoywpd oe mepoTEP®
a&loldynon, ypnowonoimvag £va devtepo dot product yio va mpocsdiopicel av o Mxoc Ppioketon gite
aplotepd eite o0&l tov Agent. To amotédeoua TpokvaTel 0td to 1010 Normalized didvvcua Tov TPMOTOV
dot product kot 1o didvucpa Tov deiyvel Tpog T de1d KatevBuvon Tov Agent. Av To amotédeoua givat
kovtd oto 1, o Myog Ppioketon de&ud, evd av givor kovid oto -1, 0 Nxog PpickeTon apiotepd. Xe avtn TV

159



mepintmon 1o branch eléyyet edv n Tun givor peyorvtepn and 0.5, ®OTE Vo EMGTPOPEL TO OTOTEAECUA
Right. Av n cuvOnkn amoderydei False, o televtaioc éleyyog e€etalel av n tiun tov dot product givar
puepdtepn amd -0.5, dote va emotpoeel n tun Left. Av kot ov Tyég mov opiotnov pmopovv vo
XOPOKTNPIGOVV £Va, OTOL0ONTOTE GUEID TOV YDPOV, TO TELeLTaio branch (To omoio Ou extedeoTel av OAEg
ot ocuvOnkeg omoderyBovv False), emotpéeel v Tiun false ot petafinty, dote va eEoc@oiotel TG N
KANomn TG cvvaptnong Bo emoTPEYEL Pia TIUN.

HandleSensedSound (Function): To function &ivar vmedBvvo yio v extéheon ™G KATAAANANG
gvépyelag evog Agent, otav AdPet éva mmtikd epébicpa uéom tov Hearing Sense mwov mopéyel 1o Al
Perception Component tov Unreal Engine. Ilepiéyer | ovAiloyn tov mbavov evepysumv mov Oa
axolovOnoel évag Agent cOUE®VO HE TNV KATACTOOT KOl TIG TIUEG GUYKEKPIUEVOV UETAPANTOV TOL
oL VooV, Aéyetal o¢ €icodo to Location (Vector) mov oviumpoocwnevel To onueio tov epediocpuatog otov
x®po kail to SoundTag (Name) mwov agopd otov yapaxtnpiopd mov dnbétel éva epébhoua. To function
mopodoteitan O6tav kAnOei éva ReportNoiseEvent node, mAnpovtag tic mpoimobicelg katoaydpiong
Stimuli, 6mwg avtég opiCovtal oto Perception Component. ITapadeiypato amoteAodv 0 NY0C KATOGTPO-
ONG €VOG UTOVKOAIOD KOTA TN piyn TOL amd TOV TAikTN 1 0 MYOG €vOG TLUPOPOAIGHOL KOTA TN YPTIoM
O6miov amd tov moaiktn N kamwowov Agent. H kdpia Aettovpyio tov function givol vo ahAdEel to state evog

Agent o€ évo GALo, pe Pacikd kpitiplo To state oto omoio Ppioketar o Agent TV TapovoA GTIYUN.

Ewova 86. HandleSensedSound

H apyin evépyeia tov function eivar o éheyyog tng petapintg TargetlsDead, n omoia maipvel v Tiun
True 6tav o gxBpkdc otdY0g (7). 0 ToikTng) meBdvel. Av o maiktng dev eivan {ovtavog, To function de Oa
TPOYWPNOEL GE OAAAYN TNG KOTAGTAONG. Me avtdv Tov Tpomo dtucpariletol twg o Agent de Bo petafel
oto Investigate State yia va diepevvioel éva onueio dtav o maiktng mebdvel, KaBdg 10 CLYKEKPIUEVO
Project avamtiybnke wg mayviol Single Player. H arovcia tov eAéyyov Ba mapovciale Suoieitovpykég
OVETLOO N TEG CLUTEPLPOPEC TOL Agent, G KOTAGTACELS TOV dEYETOL Eva NYNTIKO epEBICLO TN GTIYUR TTOL
o moiktng dev gival {mvtavog. O Adyoc £yKertal 6To YEYOVOs ¢ o€ avtd to Project, n £6vtwon tov
okt pEToPdAel avtopdtmg 6Aovg Tovg Agents oe Passive State, dote va yvpicovv oe pn €xfpikn
katdotaon mpwv to Level emavekkivnOel Aoyow oamotuynuévng mpoomdOeiac. 'Eva Paocikd mapdderypa
dvolettovpyiog amoterel 1 €EGVTOOT TOL TOIKTN KATA TN O1APKELWD U0 LAYNG UE TOAAOTAOVG Agents ot
omoiot TupoPorovv katd Tov ToikTn. Av o waiktng mebdvel kat ot Agents petafovv oto Passive State, pia
put) TV Agents Aiyo Uetd ™ otiyun tov Bavdatov Oa Tpokaiécel T S1EPEVVNGT TOV GNUEIOL TNG PIANG
TOV GUUUAYXOV TOVG.
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Metd tov €heyyo Yo TNV KaTAGTAOT TOV TOiKT™, To function avaktd to evepyd State Tov Agent pHEcw TOL
GetCurrentState. H petapAnm mov emotpépetl ypnoiponoteital oe évo Switch node, mov emtpénel v
avamtuén Astrtovpyeldv yuoo kKaBe mBovn TR g HETUPANTNC. ZTIG MEPMTMOES OV TO state sivar
Attacking, Frozen, Detecting 1] Dead, to function dev exteAel kapio Aettovpyioa, kabmng o Agent gite givar
vekpog, €lte ektedel pia evépyela vynAOTEPNGC TTPoTEPALdTNTOC Kot TO gpEBicpa mpémel va ayvombel.
Avtifétwmg, otig mepmtdoelg mov o Agent Ppioketon ota states Passive, Investigating i Seeking, to
function Oa petafdiel tov Agent oto State Investigate dote vo diepgvvioet To onpeio g dtatdpaéng.
Av1o gmrvyydveral péow tov node SetStateAsInvestigating, pe eicodo v Tomobecia tov onueiov. Me
avtdv Tov TPOmo, €vag Agent mov Ppioketon o un gxBpwn katdotaon (Passive) 1 diepevvd Mo o
nyntikn dwtdpaén (Investigating) N avalntd tov maikt (Seeking), Oa diepguvnoeL T0 GNUELD TOV HOAIC
avtinednke. Qotdco, oty Tepintmon Tov Seeking State, n petdfoon Oo mpaypotonomOel povo edv o
Nyxog TponAbe amd ™ ypnom Tov aviikelévov Bottle kot tavtdypova kavévag Agent tov Level dev €yet
avTineOet v mapovoia Tov waiktn. Avtd enttvyydvetan eEAEyyovtog g to SoundTag mov yapaktnpilet
Tov Nxo &xer v Ty BottleNoise kot n petapinti EnemiesActive éyet undevikny tiun. To soundtag
napéyetarl Kotd v kAnorn tov node ReportNoise oto Blueprint tov Bottle kot n petapint Enemies
Active avopeunveton katd v l60d0/£E0d0 gvoc Agent otnv Katdotoon Attacking, n xpion g onolag
TEPLYPAPETOL AVOAVTIKA GTO VITOKEPAAALO 8.5.

Y10 function evompoatdOnkav emiong evépyeleg mov a@opodv oto Animation avtidpacng, oto Quest
System, og Ul assets mov oyetilovrar pe to Detecting State k.a. Xvykekpuéva, ypnotponolgitol to node
GetNoiseDirection pe gicodo 10 omotéieopa g Pure function Calculate Noise Direction, ®ote va
optotel N kKATELOHLYVGT TOV NYOV YO TV AVATOPAYWOYT TOL KATAAANAOL Animation avtidpacng, Onwg
mePLypapeTal oty vAomoinon tov function Investigate Starting Animation. Axoun, 10 node
CallObjective ID kaAeitor mpokeipévon 1o Quest System va evnuepwbel Tmg 0 TOAKTNG YPTCILOTOINGE TO
avtikeipevo Bottle mpog évav Agent pe emttuyio, dote va evnuepmbody toydv evepyd Quests. Emumiéov,
To nodes Stop Detection, Get HudDetection, Remove from Parent Kol
CheckandInvalidateTimerbyHandle, eivar vmedBuva yio v opfn Asttovpyio TV AELTOVPYIOV TTOL
oyetifovton pe 1o Detecting State, 6mwg ovaAdOVTOL 6TO VTOKEPAAALO 8.6.

8.3.3. Throwable Actor
BP_Throwable_Base ka1 BP_Bottle

310 GuYKeEKPLUEVO project, dnuovpynnkay 6vo oviikeipeva piyng, to Bottle kot to DataWorm, mov
umopohv va ypnoipononfody and tov moikTn yio TNV ovIET®nion Tov Agents. To mpdTo, eivon éva
UTOVKAAL TO Omoi0 0 TaiKTNG UmOopel TETAEEL KOl VO OTAGEL KOTA TNV EMAPN TOL HE L0 ETPAVELD,
onuovpywvtog éva nymtikd epébiopa kot petafailoviag tov Agent oto Investigate State, dote va
S1epEVVNGEL TO YEYOVOG. XPNOLOTODVTAG TO OVTIKEIUEVO, O TOIKTNG UTOpEL Vo TopacvpeL Evav Agent og
Kdmolo onpeio, ®@ote vo, akorovdnoel pia dadpoun tov Level ywpig tnv mapovocio gxbpod 1 vo, tov
tomofetnoel o KATUAANAT BEom, dote va ektedéocl TV evépyeln Takedown kot va Ttov eovidoetl. To
ogvtepo, eivol ol MAEKTPOVIKN GLOKELN] TOL adpavomolel oTiypoio. Tovg Agents Tomov Android,
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kab1oTOVTag TOVg evdAmTovg Yo embéoelg Takedown kot avikavovg vo €vTOmicovV TNV TOPOLGio TOL
naiktn. To Bottle, pmopel va petafdirer kabe tomov Agent oto Investigate State 6tov Ppicketar og state
dtopopeTikd amd Attacking 11 Dead, evo 1o DataWorm upmopei vo ypnoiponomdel omokAeiotikd og
Agents tomov Android ave&optitog Tov state 6to omoio Ppiokovtal. Kabe tétoro avtikeipevo pumopel va
amoktnOel and tov maiktn og ddpopa onueia tov level, oe Evav Agent wov £yl e€ovimbet, KabmOG Kot ™G
avtopopn otnv ohokAnpwon evog Quest 1 Objective. ['o TV vAoToinon TV TopATAvVE, dNUovpyROnKe
1 blueprint actor kAdon BP_ Throwable Base pe BalAiiotikd yopoaktnpiotikd, mov Asrtovpyei wg Parent
Blueprint tov oavtikelévov piyng mov umopel vo ypnowwomomcel o maiktng. IepthapuPdver Tic
Aertovpyieg kdBe avtikeyévov, akoAovBmdvTag ovomtuélok Sopn OUOl LE OUTH TOV OTAMGOUOD TOV
Agents. Me autoVv TOV TPOTO, TO TEPLEXOUEVO TMV UETOPANTOV KoL 1] EPAPLOYT TOV XOPAKTNPIOTIKOV TOL
KOs avrikeyévov opiletan o kaOe Child Blueprint, kafiotdvTog E0KOAOTEPN TNV OTOCEUALATOOT] Kot
™V TPocONKN EVOG KAVOOPLOV OVTIKEUEVOD. AKOUN, avamtOyOnKe Asttovpyia ekkiviong kot tpoPfreymg
NG TPOYLAG TNG piynNg oTo blueprint Tov TaiKTn, OGTE VO KATOGTEL SUVOTH 1] XPNON TOL OVTIKEEVOD.

e avt ™V Topdypago, Ba meptypapovy ot vAomomoelg Tov Parent Blueprint yio To pHépoc Tov KOIKA
mov apopd to avrikeipevo Bottle, tng piyng avtikeyévov oto Blueprint tov maiktn kot ot TIEG Kol Ta
assets mov avatéOnkav oto Child Blueprint. H avdivon mepropiletatl oto avrtikeipevo Bottle, kabmg etvar
TO HOVO Omd T dVO VAOTOUEVE avTikeipeva ov oyetileton pe 1o Investigate State. H avdlvon g
vAomoinong Tov DataWorm mpaypatonoteital 6to vroke@diaio 8.8, Adyw Tng GUecnc GVOYETIONG TOV
AELTOVPYIDV TOL avTikeEVoL e To State Frozen kot Attacking.

Parent Blueprint: To apyo otddio g viomoinong tov Parent Blueprint meptlaufdavel tnv mpocOnkn
v kowvdv Components oV OTOTOOVTOL Yio. Tr AEITOVPYIO TOV AVTIKEWWEVOVY. ApyiKd Tpooténke éva
Capsule Collision Component, Tov ¥pnGIUOTOLEITAL Y10, TV OVOYVAOPLET] TNG ETAPNG TOV CVTIKEUEVOL UE
pia emedavela. To Component opiotnke w¢ root Tov Actor dote Ta vroAoura Components vo akolovBovv
v xivnon tov. Q¢ Child Components poctédnkav dvo Static Mesh Components, exeiva tov Mesh kot
DataWormAOE Sphere, ta onoia opilovtar ota Child Blueprints. To mpdto Aettovpyei w¢ placeholder
Yo To mesh Tov aVTIKEWWEVOL Kol TO OEVTEPO YL TO EOKH EPE TOL OVATOPAYOVTAL KATH T1 XPHOT TOL
DataWorm. Axoun, mpootédnke to GC Bottle, éva geometry collection mov ypnoiponoteitar wg
devtepevov mesh tov Bottle, 10 omoio kataGTPEPETAL KATE TV ETOPT| TOV OVTIKEWEVOL UE Lo ETPAVELQ.
To GC Bottle onuovpyndnke amd to mesh tov Bottle kot dwondotnke €K TOV TPOTEPOV
ypNoomoldvog to epyoleia fracture mov mapéyovrol amd 1o cvotnua Chaos Destruction tov Unreal
Engine. Mg avtév tov tpémo, 1o Bottle ypnowonotel éva mesh katd ) dudpkeln g piyng, 10 omoio
avtikalictator omd to GC Bottle ylo tv mpocopoioon g KataoTpoeng tov oviikeluévon. Télog,
npootébnke 10 ProjectileMovementComponent, 1o omoio mapéyel PoAMoTiKEG AgrTovpyieg MOV
xpnowomomnkay katd TV ektéleon g piyng, xabiotovrag tov Actor g projectile. Avtécg
mephapPdvouv ektoevon tov Actor [LE TPOGOUOIMGT] PLGIKTG KIVNoNGE, TN SLVOTOTNTA CAANAETIOPACNS
TOV OVTIKEUEVOL [LE TOV KOGUO KOl TOV TPOCILOPICUO TOPAUETPOV KOl YOPUKTNPIOTIKOV TOV 0(pOopoHv
omv emppon g Papdmrag, g kotevbvuveng tov Actor k.a. AkOun, To component mwapEyel TV
aVATTLEN AEITOVPYIDV GE GUYKEKPIUEVO GUUPBAVTA, OGS Y10 TOPASELY U GTIV TEPITTMGT] TOL 1] PIYT TOL
OVTIKEYHEVOD OAOKANP®OEL (.. 6Tav 1 TaydTNTA ToL Pndeviotel). Ocov apopd ot dnpovpyia HETOPAN-
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t@®v, 1 ThrowableType (Enum) avtitpocmnedel Tov TOTO TOV GVTIKEWEVOL KoL ¥PNCIUOTOLEITOL Yo TV
EMAOYN TOV KATAAMNA®V evepyeldv Katd T piyn kot 1 Sound (SoundBase) aviurpocmnedel Tov Yo mov
OVOTOPAYETOL KOTA TN GVYKPOVoT Tov avTikelnévov. To Parent Blueprint tapovsialetar oty eucova 87.

Collision

HLOD
Transformation
Emitter Effect

AOE_Initialization 3 Level Instance

Ewova 87. Throwable Base (Parent Blueprint)

StartltemTrace (Player): H plyn tov avtikeyuévov ekkwveitor amd tov moiktn péow tng function
StartltemTrace 1 omoia mpoceépel o TpOPAeyn g TPOYLdG, MGTE 0 moikTng va Kabopicel v mopeia
TOV OVTIKEIUEVOD. ZOUPOVE, pe TV emAeyuévn mopeia, to function Throwltem opilel ™ petafintn
Velocity, n onoio. apopd 10 ProjectileMovementComponent kot givor amapaitntn yio Tnv kivnorn tov
Projectile otov aépa. Metd v avdbeon, to KaTdAANAo avTIKEiEVO YiveTal spawn 6To TEPIBAAAOV TOV
TOLVIOO0 Kot KIveital cOpemva pe tnv Tpokafopiopévn tpoyld Kot katevbuvon g pivng. H avémtoén
mg TpoPreyng tpoylag piyng ypnowomotei T Onuovpyio Spline Points petafdiioviag to Spline
ovppovo pe éva Timeline, Katd ™ d14pKEIQ TOV 0 TAUKTNG TOTA TO KATGAANAO TANKTPO. To didypappa
OV TEPLYPAPEL TN JSladikacior ekTéleong ¢ plyng Kot g dnuovpyiag (spawn) Tov KATOAANAOL
Throwable Bpicketar evoopotouévo oto Blueprint tov moiktn kot omewkoviletar oty ewova 88.
[MoapdAinia, 1 ewova 89 Tapovstdlel TV ONTIKY OVOTAPACTACT] TNG PIYNe O™ epeaviletal vidg Tov
TOLY VOOV, TN GTLYHT] TTOV O TOUKTNG EVEPYOTOLEL TN GYETIKN AgtTovpyia.
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MAMISSIWUTREEH

Ewova 89. Bottle Throw Overview

Bottle Blueprint: H cuvéyeia g viomoinong Aoufavel ydpa oto blueprint Tov aVTIKEWEVOL, UE TNV
mopoddtnon Tov event OnComponentHit (Capsule) tov capsule component, T Ty TOV TO AVTIKEIIEVO
épbel oe emapn pe wo emedvewn. To event pe ™ oglpd Tov ekkivel Ta events DataWormlImpact ko
Bottlelmpact copupovae pe tov TOTO TOL AVTIKEWEVOL, TopEyovtag Tt HeToPAnt) Hit mov mepiéyel Tig
TANPOPOPIEC TNG GVYKPOVONG. L€ aLTO TO oNUEI0 Ol Asttovpyieg Tmv aviikewévoy Bottle kol DataWorm
Spopomotovvtal, kabmg to Bottle Ba kotactpapel, evd To DataWorm 6a cuveyicel tnv kivinomn tov.
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OnComponent Hit

5 Data Worm Impact

< 0n ComponentHit Gapsle)

|ESHiEimpactn

7 SetHidden in Came. 7 SetSimulste Physice
TCalTOn Frojec
& Botile Impast

Ewova 90. OnComponentHit & Bottle Impact

To event Bottle Impact givai vrevBuvo yio v amdkpoyn tov mesh kon v epedvion tov GC Bottle, to
0moil0  KOTAGTPEPETOL KOTA TNV TPOoKPovsn. Avtd emtvyydvetolr amd ta nodes SetVisibility kot
SetHiddenInGame, koBdg ko1 amd ta node SetSimulatePhysics kot SetCollisionEnabled, to omoia
EVEPYOTOLOVV TNV TPOGOUOI®MON TNG KATUCTPOPNS. AKOun, To event evnuepmvel to Blueprint tov maiktn
v ™ piyn péow tov event dispatcher CallOnProjectilelmpact, ®ote vo peiwbei o aplOudg tov
SloB€oIOV aVTIKEILEV®V Kot Vo Tupodotel To event BottleStopped.

Bottle Stopped

© Botile Stopped

Ewoéva 91. BottleStopped
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Ye auto To event, apykd anevepyonotgital To collision Tov capsule component dote va unv epnodilet to
ePPALAOV. TN CLVEXELD avaTapdyovTol £va, ETUTAEOV E101KO EPE KAl O NYOG TNG CUYKPOLONG HEGH TMOV
Node SpawnEmmiterAtLocation kot PlaySoundAtLocation. 'Eneita, 1 dwatdpaén avapépetal Héc® Tov
ReportNoiseEvent, ®ote o1 Agents mov ovtilapfdvovtor tov Mxo va evepynoovv. H extéleon
OAOKANPMOVETAL UE TN SLOYPOPT] TOV KOTECTPAUUEVOD OVTIKEUEVOL amtd To level, émetta amd pia ¥povikn
kabvotépnon 15 odevteporéntwv. To odbypappo tev events Bottlelmpact wor BottleStopped
napovotdleton otig ewkdveg 90 ko 91. Téhog dnuovpyndnke éva Sound Attenuation asset, To omoio
EAEYYEL TNV EVTOON KOL TOV TPOTO OVOTOPOY®YNG TOV YOV TNES cVYKpovong Pacel mapousTpmy, OoTE Vo
TPOCPEPEL EVIGYLUEVT eUPOBion Tov TOiKTN Kol PEOAMGCUO KOTA TN oUYKPOLOT TOV OVTIKEWEVOL. Me
aVTOV TOV TPOTO 0 NYOG OVATUPAYETOL GTOV TPIGOIAGTATO ¥DPO, GOUPOVO. LE TNV OTOCTUCT LETOED TOL
onueiov avamapoyyng Kol TOV TAIKTY], T®V EUTOSIOV TOL VTEPYOVY GTOV UETAED TOVS YDPO KO AALEG
TOPOUETPOVS O OYEON WUE TOV moiktn Kot to mepiPdilov. Ot mapdpeTpol mov ypnoipomomonkoy
neptropuPavovov 1o InnerRadious kot to FalloffDistance, avimpocmmebovioc v amdeTacn omd TV
omoia 1 €vtaoT Tov MYov apyilel Vo HEWMVETOL KOl TV aOGTACT] TOL O YOG TOVEL VO EIVOL OVTIANTTOC.
Axoun, evepyomombnkav pvbuicelg énwg Occlusion, AirAbsorption ko Reverb, yio mepartépw peioon
TOV NYOL GTNV TEPITTWOT EUTOSIOV KOl TNV EMTAEOV SOUOPO®SCT TOV GOUPOVA LE TOV TTEPPAALOVTA
x®po. Or puBuicelg Tpocopotdvouy Tov TPOTO TOL AVTIAAUPAVETOL £VOG OKPOATHG TOV MYO Kot TO asset
avatifetol oto medio Attenuation Settings mov wapéyel To node PlaySoundAtLocation.

8.4.  Attacking State

‘Evag Agent petoPaivel oto state Attacking o6tav aviiingbei v mopovcio tov maiktn, to omoio
mepthapuPavel Tig embeTikég evépyeleg mov ektedovvtatl. Ot gvépyeleg mepthapfdvouy v OmAGN TOL
Agent, v extéleon g enibeong, v mpayuortonoinon eAyudv, kabhg kot Tic evépyeieg healing og
nepintoon mov o Agent dexBel aprketd damage. H npaypatomoinon tov enbécemv emiTuyydveTol HECH
™G KANoNG Tov KatdAAnlov task, 1o omoio mupodotel v vAomoinomn TV embécewv mov PpickeTol 6To
blueprint tov ka0¢ child actor. Kabe enibeon Aettovpyei o€ cuvdvacud e 1o cvomue Token System, to
0TO10 YPNOLUOTOLEITOL MOTE Ol TOLTOYPOVEG eMBETELS TV Agents Tpog v 6Tdyo (.. TOV TOIKTN) Lo
dedopévn otryun, va unv vrepPaivouy évav cuyKekpévo aptBpd. Qotdco, Aoy Spopdv OVALEST GTIC
evépyelec twv Agent tomov Pistol/Rifle xor Android, ot viomowjoelg BT Enemy Ranged xon
BT Enemy Android mapovcialovv dwupopomomosic. o mapdderypo, évag Ranged Enemy pmopei va
AVATANPOOEL TOVG TOVTOLS (NG TV, avtifeta pe Evav Agent tomov Android.

H evepyomoinon tov state umopei va souPet 6tav o maiktng eléAbel 610 ontikd medio Tov Agent, kabmg
to Behavior Tree tov extelel kamowo omd ta Passive, Investigating, Detecting xon Seeking states. H
petaBoln oto state mpaypoatomoleital pécw tov function SetStateAsAttacking evtog tov Al Controller, to
onoto B¢tel to State Enum oe Attacking. To function eniong 8étel oto mepieydpevo tov blackboard key
AttackTarget (Player) 1o reference tov moaiktn, Tpokeiévou va ypnotponombel otnyv Khnon tov tasks kot
services gvtog Tov Behavior Trees. Mg e€aipeon 1o Seeking State, oto omoio o Agent petofaivel otnv
embeTikn katdotoon akaplaio, 1 petafoin oto Attacking state eEaptdTor amd 1O ¥POVO TOL ATOLTEITOL
®ote 0 Agent vo aviiinebel mTAPOC TNV TOPOLGIN TOV TOIKTN COUEOVE WHE TIG OLOOIKAGIEC OV
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extehovvtal oto Detecting State. Onwg avagépetal 6to vokepdiato 8.6, to Detecting State petpd tov
¥POVO oL 0 TaiKTNG PpiokeTon 610 ONTIKO TEdio Tov Agent, LETAPUAAOVTAC TOV G€ KAUTAGTACT EMiBEOTG
otav mopELBeL GUYKEKPIUEVOC ¥POVOG.

Ye ovuT0 TO KEPAAOLIO TPOYUOTOMOLEITOL [0 EMOKOMNOY TOL ovotiuatog TokenSystem mov
¥pMNoyLomoteitan yio tov kabopiopd g extéheong pog enifeong, g doung t@v Behavior Tree yua 1o
Attacking State ka0 tOmov Agent, Kot ovaADOVTOL Ol VAOTOGEIC TMV EVEPYEIDMV TTOL EKTEAOVVTOL KOTA
TN S1dpKEL TOL state.

8.4.1. Token System

To ocvomuo TokenSystem ypnowpomoleitor yioo va kobopiotel edv évag Agent mov PpiokeTon 6To
Attacking State 0o, exteléoet po enibeon evavtiov Tov waikt. H epappoyn tov emttpénet tov kabopioud
oV pEYloTov oplBpod TovTdypoveV emMBEcE®V TOL UTOPOLY va AdPovv yopo, €Qoproloviog pia
owovopio Token. Avtd emttvyydveton pe t dnuovpyio g petapAntie AttackTokensCount (Integer)
Kot v ovéopeimon g katd v Evapén/oroxinpmeon piag emnibeong. Ocov apopd ot Agttovpyio ToL
ocvoTiHatog, kGle emibeom evog Agent decpedel évav ovykekpipuévo apBpd Tokens amd t0 GTOYO TOL,
agapmvtog 0 mocd amd T uetoPfAnt) AttackTokensCount. Me avtov tov tpdémo po emifeon Oo
exteheotel, €av o apBuog twv Tokens mov amoutel eivor pikpdtepog 1 i6og amd TovV aplBud TV
dwbéoipumv Tokens (AttackTokensCount) tov otoy0v mpog emifeon. Akdun, to Tokens mov deouevet o
enibeon amobnkevovrtal, dote va apopedodv Katd v oAokAnpmon ¢ enibeong M katd tnv eEdAeym
tov Agent. O €éieyyog TV Tpoinobéceny extédeong piag enibeong, Tpaypatonoleitol og ke KGN TOoL
avtiototryov task mov mupodotel v emibeon evog Agent, evtog tov Behavior Tree. Q¢ anotéhecpa, o
enifeon Eexvd amd 10 6TAd0 TOL gAEyyov cvppwva pe to dtbéoua Tokens, Kot pmopel va €xgl dvo
mBavég exPdoeic. Av to anapaitnto Tokens eivon dabéoipa, n enibeson exteheiton kot to Behavior Tree
ovveyilel kavovikd ™ Aettovpyio Tov. Xe avtibet mepintmon, n enifeon avoaPdriietal, Kot 10 dEVTIPO
amoTVYYAvEL TpoKoA®vTog emavaglodoynon. To obvolo 1TV  EvEPYEL®V  TOV  GLOTHLOTOGC,
CUUTEPTLOUPAVOUEVDY TV EAEYXOV, TOV QLEOUEIDGEMY Kal TNG Ao KELONC TILOV TVPOSOTEITOL HECH
tov function Attack Start (Attempt), 1 omoia ypnoyomoteitar vrog Tov task mov apopd oty enibeon Tov
KkGOe Agent.

H petafint AttackTokensCount torofeteital oto component BPC DamageSystem kot ovTimpocwnevet
TOV PEYIOTO OptBpd TV TonTdYpoveV endécemy mov pmnopel va dexbel évag actor (m.y. 0 mOiKTNG) Mid
dedopévn otrypn. Ot evépyeteg g av&opeinong g petafintmgc kot n anobikevon tov Token mov &xovv
deouevtel opifovtar ota Blueprint interfaces BPI Damageable kot BPI Enemy Al, pe tmv vAomoinon
tovg va Bpioketon oto Blueprint BP. Enemy Base xar AIC Controller Base. Xto cuykekpipévo project,
n AttackTokensCount maipvel v T 5 yi tov moiktn, pe v avabeon ¢ va yivetol Kotd tnv
apykonoinom tov and To construction script, 6mw¢ aiveTol otny gikdvo 92.
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G Enable Master Pose Miain

Ewova 92. Player Token Setup

Q¢ amoTéAEGHO, TO GUVOAO T®V TAVLTOYPOVAOV emBécemv mov umopel va ogxbel o maiktng eivar 5,
aveEapttmg 1o €ido¢ g emifeong kot Tov TOmo Tov Agent mov Vv ekteAel. H yprion g petafAntig
eMTPEMEL TN OLVOUIKY avdBeon ¢ TG ™G Pdoel SoeOpOV TAPAyOVI®V, OT®G Yo, TOPASELYLLO
oOLPMVO, e TO eMimedo dvokoriog Tov Level, Tic ikavoTNTEG TOL OMOKTA O TAIKTNG KOTA TN OLAPKELD TOV
mayvidoL K.o. Télog, To cvotnua propel va dayeplotel Tic embécelg peta&d omolovdnmote actor, GtV
mepintmon mov 1 vAiomoinon enttpénel o kibe Agent va emitedel oe omolovonmote GAA0 Actor, GOUPOVA
ue to dabéopa Tokens tov. Avtd emttvyydveton pe tov optoud ¢ petafintig AttackTokensCount g
Kkd0Oe actor mov d&yetarl damage, Omw¢ yio mTapdoetyo o€ kKabs Agent, KoOMG Kol TOV TPOTO AmTOONKELGONC
tov deopevpévov Token dnwg meprypdpetor oty avdivorn tov function StoreAttackTokens. T Tig
avdykeg To0v cvykekpiuévov project, n petafAnt AttackTokensCount opictnke kot ypnoipuomomdOnke
Lovo yuo Tov oKy, Kafog amotelel To povadikd 6tdyo Tv Agents.

ReserveAttackToken (Fuction): To function eivon vevBuvo yio To av Ba apoipedel 1 L 1 oplopévn
i Token mov kootilel 1 ekdotote emibeon and Ta cuvolikd Srabéciua Token. Aéyetar mg €i6000 T
petafint Amount (Integer) kou emotpépel ™ petafint) Success (boolean). H petapint Amount
OVTITPOCHOTEVEL T0 KOGTOG NG emifeong oe Token ko cvykpiveton pe v T NG MHETAPANTAG
AttackTokensCount. Av 10 K00T0¢ €ivat pikpoTepo 1 160 amd tov aptdud tov dwbéoiuwv Tokens, TotE TO
dwbéotpa Tokens peidvovial Kot 1] cuvapTnoT EMGTPEPEL TN UeTaPAnT Success e TN true, OOTE Vol
ouvveyloel n ektédeon g enifeong. Xe avtifern mepintmon to function OAOKANPMOVETAL EMGTPEPOVTOS TO
Success pe Tyun false. To function viomoteiton evtog Tov component BPC Damageable odAd opiletarn kot
o710 blueprint interface BPI Enemy Al mote va pmopel va kinbei and ta task tov Behavior Tree ywpig
v ypnon Cast To.

[ Reserve Attack Token [ T Branch S EESENE i [ Return Node
SET

P ——F——————— » Tu=p - p _

Amount @ Condition False B @ Attack Tokens Count o Success

=

Attack Tokens Count @ >

S N S0 T S SR . = l“, Return Node
Attack Tokens Cou
»

Success

Ewova 93. ReserveAttackToken
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ReturnAttackToken (Fuction): To function eivor vrevbuvo yio v avomAnpwon tov aptBpod tov
dwbéopumv Tokens otov maiktn. Kaieitar katd v olokAnpwon wog enibeong N tv e€dAetyn evog
Agent ov €yel decuevoel Tokens, ®ote va. pmopovv va decpevfody amd diiovg Agents. Aéyetonr ®g
gloodo ta Tokens mpog emiotpogn pe T petaPfinty Amount (Integer), to mepieydpevo ¢ omoiag
npootifetan ot petaPint AttackTokensCount. Onwg kot To function ReserveAttackToken, vAomoteitan
oto component BPC Damageable aALd yio Tnv KA oM TOL ¥pNOLUOTTOIEITOL O 0pIGUOG Tov function 6To
blueprint interface BPI Enemy Al

B Return Attack Token ; i Sl i = B Return Node
»

Addpin @&

Ewkova 94. ReturnAttackToken

StoreAttackTokens (Function) To function givar vrevBuvvo yia v amobnkevon tov Tokens wov Elafe
évoc Agent amd €vav CUYKEKPUYEVO actor, yio v ektéheon 1ng emibeong tov. Aéyetal ¢ €icodo ta
Tokens mpoc omoBnkevon pécm tng petafint Amount (Integer) xoi tov Actor amd Tov 0moio
deopevovrarl (m.y. Tov maiktn) uéow g uetafinthg AttackTarget (Actor Object Reference). YAomoteiton
oto parent blueprint tov Agents (BP_Enemy Base) kot yio v khfon tov ypnoyomotei to Blueprint
interface BPI Enemy Al Ilopdtt 6t0 Guykekpiuévo project o povadikog otdyog tov Agents givol o
moiktng, M vAomoinon g amobnkevong meptiauPdver v mepintwon O6mov kabe Agent umopel vo
emtebel og omolovonmote GAAO actor mov umopei va dexbel damage, dniadn epapudlel o component
BPC Damageable. KaOd¢ molamhoi Agents pmopel vo, €xovv decpedoetl dapopetikd aplud Tokens
amo SlapopeTikos actors, 1 vAomoinon amottel v anobnkevon tov Tokens yio kGOe actor Egywpiotd,
MOTE M TN va umopei va avartnOet.
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Store Attack Tokens
& Event Store Attack Tokens “?

» x
Attack Target Reserved Attack Tokens(Who) i=

Amount @

Reserved Attack Tokens(Who) =

= Lo+ @ AV-H' —
FIND ddpin @ S\ g

®A Return Value @
——— o8

Pick A

Ewova 95. StoreAttackTokens

AvTd emituyydvetol pe v amobnikevon TV TGOV o€ o petafAintn Container Kot GUYKEKPIUEVO TOTOV
map. H petafint emitpénet v amobnkevon kot ypriyopn avaliTnoTn CLGYETICUEV®Y OE00UEVOVY LETAED
500 OOV TWW®OV, G€ oLTAV TNV TTepinton petatd evog Actor kot evog axépatov aplfpov. Mécwo g
¥PMOMNG TOL TOTOL Map, Uropel va Kotaympnoel og kabe Actor (m.y. Agent) o avrtictoyog apBuoc Tokens
07O TOV OTOl0 £XOVV OEGUEVTEL, EMTPEMOVTAG £TCL TNV GUEST TPOGPACT), EVNUEP®ON N APAIPEST TV
oedopéEvv, ympic ™ ypnon dutnpnong Eexmplotdv HETAPANTOV | TOAVTAOK®Y dopmv. Q¢ €K ToHTOV,
dnuovpynbnke n petaPinti Reserved Attack Tokens, n onoio mepiéyet kdbe Actor Tov omoio ta Token
&yovv deopevtel pio dedopévn otiyun, Kot 1o avtiotoyyo mocd tov Tokens. H viomoinon mepapPdvet
v mpocstnkn tov KotdAAnAov mocov otn uetafAntr Reserved Attack Tokens péocw tov node Add
(Map), pe eicodo tov actor otdOY0, Kot T0 Tocd. ' TV emAoyn Tov Tocov mov Bo amobnkevtei, TO
function e\éyyel eav éyxovv MOM deouevtel kdmola tokens omd Tov GLYkEKPEVO actor, OnMAadT TNV
mepintmon mwov o actor €yel NoN exywpndel ot petafinti. Me ) yprion tov node Find (map),
petafAnt capdveTar avalntovog Tov actor, kol av avtog Ppebei, ta Tokens mov £xovv 101 deouevtel
avEAvovTal KaTd TO Kavovplo moco mov wapéyel To function. X avtibetn mepintmon, o actor TpootibeTan
oTo map pe v T tov tokens tov function, kabBhg Kovéva token dev £xel deopevtel péypt ot ™

OTLYUN.

Attack Start (Attempt) (Function): To function kaBopiler av upwo emibeon evog Agent 0Oa
npoyuatorondel, coupova ue to dbécipua tokens Tov actor oTOXOL Kol TO KOGTOG TNG emibeomg,
EMOTPEPOVTOAG TO OMOTEAECUA PECH oG petaPAntig Boolean. TTupodoteitor katd tnv kinon evog task
emibeong péow tov blueprint interface BPI Enemy_ Al, ka1 vAomoigiton oto parent blueprint tov Agents.
Yvykekpyéva, korel to function ReserveAttackToken, 1o omoio agaipel ta Tokens tng enifeong amd ta
Swbéoua Tokens kot emoTpépel v emttuyia N amotvyio g aeoipeons. Edv vrdpyovv drabéoiua
tokens kot 1 a@aipeon eivor emtuyng, to function cuveyiler pe v omobnkevon tov Tokens mov
apapédnkav pécw tng StoreAttackTokens. ‘Eneita, n tiun twv Tokens mov deopgdtnkav amobnkeveton
ot petoPAnt TokensUsedInCurrentAttack, n onoia ypnoponoteiton katd tnv emiotpopn twv Tokens
oto function AttackEnd. Téhog, to function oAoxAnpdveral emOTPEPOVTOG TNV TN true, oNHoTod0-
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TOVTOG oG 1 emifeon umopel va mpaypatomoindel. Xty avtifetn mepintwon, to AttackStartAttempt
emotpépel v TN false, pe amotéleoua ™ patainon g enifeong, kabng o6io ta dabéoiuo Tokens
éxovv KataktnOel and dAlovg Agents. Avtd Ba dokdyel TIg evépyeleg G emifeong, TPOKAADVTAS TO
Behavior Tree va extedécel puo ALY evépyela evidg tov Attacking State, péypt to Attack va emavokindet
Kot vo, vdpyovv oabécio Tokens.

F Reserve Attack Token © Store Attack Tokens

T Branch = B Retun Node
» True p ———— B p——=p

Condition  False » Target [self | ® Tokens Used in Current Attack

Ewova 96. Attack Start (Attempt)

AttackEnd (Function): To function givatr vtebBovvo yio v avarAnpmon Tov apBpod tov dtubécipumy
Tokens otov actor amd tov omoio decuevThiKay, gvnuepovovtag T petafAint) AttackTokensCount 6to
component tov actor oAAG kot Tov aplOpd twv tokens mov €yovv amoBnkevtel otn peTafAnTy
ReserveAttackToken. KoAeiton pécsm tov blueprint interface BPI Enemy Al kotd tnv oAokAnpmon pog
emiBeong N Katd v eEdAetyn evog Agent mov éxel amoktioel Tokens, kot wepthapfavel TNy KANon Tov
functions ReturnAttackToken kot StoreAttackTokens. Axoun, 0éter ) petapint) IsEnemyAttacking oe
false, n omoia avtimpocwnevel TV katdotaon emibeong Tov Agent Kot ypnolonolgitol oe ddpopo
onueia eréyyov tov kmodwke. To function oloxkAnpwvetonr pe tnv KAAon tov event dispatcher
CallOnAttackEnd, to omoio onuotodotel tnv emruyn oAokAnpwon g enibeong, mote to task to omoio
™V KoAel vo OAOKANP®OEL TNV KATAAANAT GTIYUN KOl TO OEVTIPO VO TPOYMPNGEL GTNV EMOUEV] EVEPYELN
XOPIC OVETIBVUNTEG GLUTEPLPOPES,.

AttackEnd

& s
> Event Attack End ‘£ 3 > Retumn Attack Token =

g B Call On Attack Eng el
SET =
& —_— —» | (9]

Attack Target arges O Target [ self Is Enemy Attacking self |

Tokens Used in Current Attack @

Ewova 97. AttackEnd
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8.4.2. Ranged Attacking State

Attacking Behavior Tree Overview (Ranged): To dévtpo gvepyomoteitan kotd v a&loAdynon tov State
Selector péow Blackboard Based Conditions, dnAadn otV TEPIATOON TOL TO TEPIEYOUEVO TNG
petafAntng State (Enum) éyer v Ty Attacking. O Selector Attacking State dwafétel éva service 1o
omoio eAéyyel kaB’ OAn 1 Owdpkeln ¢ ektéheong Tov State av o moiktng sivar {wvtavoc.
Xpnowonotlgitoan otV dtaKonn ¢ eniBeong tov Agent 6tav o maiktng mebdvel, peTafdAAovVTAC TOV GE
katdotoon Passive. Axoun, to service dac@arilel e&opyng mwg to state dev Bo evepyomomnBel av o
maiktng éxel mebavel. O Selector axolovbeitor amd éva cuvolo Selectors kot Sequences tomobetnuéva,
O7t0 TO 7O OTLOVTIKO GTO AYOTEPO CNUAVTIKO, S10c@OALOVTAG TNV EKTEAECT] TNG KATAAANANG EVEPYELNG

o€ kabe atryun g enifeonc.

Ewova 98. Attacking Behavior Tree Overview (Ranged)

H apyn evépyela mpog extédeon eival 1o Sequence LookPlayerAndEquip, oto omoio evepyomotgiton 1
€otioom tov Agent TPog TOV MOIKTN Kol 0 OTAGUOC Tov OmAov, péow twv tasks BTT FocusTarget kot
BTT EquipWeapon avtictorya. To task extedeiton povo 6tav o Agent dev £xel 01 OTAIGEL, GOUPOVO, UE
tov decorator BTD IsWeaponEquipped. O Selector AttackOrEvade mepiiappdvel tig foacikéc evépyeteg
emifeong Tov Agent, Katd Ti¢ omoieg Tupofolel mpog Tov maiktn (Attack Sequence) ko exteAel eAypode
dTNPAOVTOG TOV TOUKTN GTO OTTIKO TOL Tedio péypt trv enouevn emibeon (Evade Sequence). To sequence
Attack 0¢tel v ToOTNTO TOL TOiKTn og Jogging pécm tov task BTT SetMovementSpeed kot cuveyilet
EKTEAMVTOC TOV TUPOPOAICHO EVOVTIOV TOV TTOAKTY), LETOKIVOVTOG TOpdAANAL ToV Agent TPog £val 100VIKO
onueio. Me avtd tov Tpomo o Agent umopei vo kvnBel pe avnuévn tayvtnTo KoTd TV enibeon, va
TVPOPOANGEL TOV TTaUKTN, AALALOVTOC GUVEXMG TNV TOTODEGIN TOV, MOTE VO, AMOTEAEGEL SDGKOAO GTOYO
Kot va S10TNP1GEL TOV TTOUKTN GTO OTTIKO TOL TTedio. AvTd emttuyydvetat e T ypnon Tov Simple Parallel
node, pe Paocwkod task to BTT Ranged Attack yia tov mupofoMopd, Kot Ty TOpGAANAN EKTEAECT] TOL
sequence Strafe, katd to omoio o Agent avalntd kot kweitor wpog €ve onueio péom tov tasks
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RunEQSQuery kot MoveTo. Qg devtepebovoa evépyela, 1o sequence Strafe extedeiton péypt va
0AOKANP®OEL 0 TVPOPOAICUOG, Ywpic 0 Agent va QTAGEL AMOPAITITA GTO OPICUEVO GTLEIO TOV TPOKVTTEL
a6 to EQS Query. Qg anotéheopa, to Sequence Attack olokAnpadvetol pHeTd Tov TUPOPOAIGUS, KOl TO
Behavior Tree extehel Tig evépyeieg Tov sequence Evade. Avtég mepthapfavouyv Tov opioprd Tov ToiKTn ¢
onueio gotioong (kabog pmopel va £xel amodecuevtel amd tov Agent pv v €i60d0 6TO sequence),
petaforn tng toyvtnrag oe Jogging, kabdg kol v avalnmon kot petakivinon tov Agent mpog Eval
onueio eMypod, uécm tov idov EQS Query pe avtd tov sequence Attack kot tov task MoveTo.

Kabmg to Sequence Attack amoteAel onpavtikotepn evépyela amd avth tov Evade, n evepyomoinon g
0o Tpaypatomolovvtay og kdbe emavalloldoynon tov dévrpov, pe amotélecpa to sequence Evade va punv
exteleotel ToTé. Q¢ €K ToUuTOV, T0 Sequence Attack dwbéter éva Cooldown 5 devteporéntov, MoTE VO
exteleital  mopodika, emtpémovioc to sequence Evade va  evepyomombei. Axoun, o Selector
AttackOrEvade ypnowonotel tov Decorator BTD CanSeeTarget dote ot evépyeieg Tov embécemv va
EKTELEGTOVV UOVO OTOV O TaikTNg Ppioketol 610 onTikO medio Tov Agent. Avtd onuaivel TOG OTAV O
maiktng Ppebei extd¢ TOL OMTIKOV TEDIOV, O1 EVEPYELEC TTOV ephauPavel o Selector Oa TapaieipBovv 1
Ba drokomodv, TpokeEVoL 0 Agent va KivnOel og éva onpeio OV EYEL OTTIKY| ETOPN UE TOV TAIKTY] HECW
tov Sequence MoveToLineOfSight. £e avtd to Sequence, 1 ToyOTNTA TOL Tkt petafdrietar o€ Sprint
wote va, kvnBel ypryopa mpog to onpeio, To omoio mpokvmtel amd Eva akoun EQS Query.

Téhoc, 10 sequence FindCoverAndHeal mpootébnke dote o Agent va Bpel éva onueio kdAvyng kot va
avamANPOoEL £va PHEPOG TV VTV (Mg Tov, av avtol Ppedodv Katm and Eva cuykekpiuévo opto. To
sequence owabétel tov Decorator BTD IsHealthLow, vredBuvo yio. tov éheyyo tov movtov {mng Tov
Agent xol Vv evepyomoinomn Twv gvepysldv mov mephopfavoviar, kot éva Cooldown dote va
amoQevyOel M EMAVEKTEAEDT] TNG EVEPYELNG EVTOC LUKPOV ¥povikoy dtaotnipatos. To Sequence Eekva pe
TN SlKOTN NG £0Tiaong Tov Agent TPOG TOV TOUKTN Kol TN METAPOAN TNG ToOTNTAG TOV 68 Sprint MGTE
va, KivnBel pe ™ peyolvtepn duvarty tayxdTnTo TPog £vo OGQUAEC onueio. LTr GLVEKELD, TO 1OUVIKO
onueio kaivymg Bo avalnmdel péow EQS Query, kot pésm tov MoveTo o Agent Ba kivnBei mpog o
onueto. Katd v aei&n tov, 1o task BTT FocusTarget 0o mpoxaiécet v enaveotioon tov Agent Tpog
tov maiktn, to BTT Heal 0o ddocel ndviovg (ong kot to sequence Bo olokAnpwbel petd amd pio
avapov 1 devteporéntov. To sequence tomoBetnfnke apiotepd omd TG evépyeleg TIC emibeonc,
ATOKTAOVTOG LVYNAOTEPT TPOTEPALOTNTO EKTEAEGNC. XPNOLUOTOIDVTAS TNV 10100 dOUN, 1) CUUTEPLPOPE TOV
Agents 0o pumopovoe vo EUTAOVTICTEL pe emmAéoV gvépyeles. XapaKTNPIoTIKO TOPASELYUO, OTOTEAEL T
avantuén evog Sequence Reload, 6mov o Agent doomtel v enifeon tov Ko yepilel TIc GQaipeg Tov
omhov tov. Mia tétown viomoinon Oo amaitovoe €va ovvolo amd Decorators kor Services mov Oa
EMEYYOUV TNV KOTACTOOT T®V TUPOHOYIKAOV, Kobmg kot v ovamtuén tasks kot functions yw v
TEPUiMOT TNG S1OIKAGTNG.

BTS_ StopAttackinglfTargetlsDead (Service): To Service eAéyyel edv o maiktng £xel e&ovdetepmOei.
AvTo emtvyydvetarl pe tnv kAnon tov blueprint interface function IsDead pe target to reference tov
maiktn. To reference avaxtdtotl and v avdyvoor tov ekyopnuévov key (AttackTarget) kotd Tnv kAo
Tov service, péow tov GetBlackboardValueAsActor. To function emotpépel v Boolean IsDead, mov
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Bpioketan oto component BPC DamageSystem, 1 onoio ypnoiponoteitol og éreyyog dote 1o Behavior
Tree vo petafei oty Katdotacn Passive State, kot va 0écet ) petofAnt) TargetlsDead o true. Avtd
armortel ) ypnon Cast To AIC Enemy Base, yio v mpocfoon tov Service oto Al Controller Tov
Agent, oto onoio PBpiokovtar n petafAntn kot To Function SetStateAsPassive. To service evepyomnoteiton
katd v gicodo Tov Agent oto Attacking state, ko Koheitar kabe 1 dgvtepodrento, péow ¢ pOOUONG
Interval mov mapéyetar. H tyun g pbhOuong avamapiotd tov pdvo Tov OmaLTEITOL Yo TNV EXAVAKATON
Tov service, e€acpaAilovioc g to Behavior Tree 0o evnuepwbei yio v oAloyn TG KOTAGTAGNE TOV
TOAKTN, OGTE VO SLOKOWEL TIG evépyeleg Tov state. H tiun mov emdéyOnke mapéyel tkavomoinTikod ypovo
EVIUEPMOTG, YOPIG LEYAAN aOENGT] TOV VTTOAOYIOTIKOD KOGTOVG, HECH JPKMOV KAIGEWMY TOV Service.

O SelaT Nartiode

Ewova 99. BTS StopAttackinglfTargetIsDead

BTD_CanSeeTarget (Decorator): O Decorator ghéyyel av o moiktng Ppiokerol 610 OnTIKO TTESIO TOL
Agent, kot ypnowomoteitar yo tov kabopioud ¢ exktédeong tov Sequence AttackOrEvade kotd v
a&loldynon oto eninedo tov Selector Attacking State. Aéyeton yio gicodo éva blackboard key selector,
oto omoio avatifetal o mepeyouevo tov key AttackTarget(Player), kot emotpépel 10 OmMOTELECUN (OC
petapint Boolean. O Decorator mepiiopfavel to node LineTracebyChannel, 6mov ypnoiponoieitol yuo
ToV EAEYYO TOPOLCING KATOLOL EUTOOI0oV, OTN YPOUUY HETAED TOLv Agent KOl TOV TOUKTN. AV 1 Ypouun o
Bpet kdmolo eumdolo, owTd onuaivel mwg o moikng Ppioketor 6to onTikd medio Tov Agent. Avtod
EMTLYYAVETAL EKTEADVTOG TO trace pe apyn TNV Tortobecio tov Agent Kot TEAOG TNV TOTOOEGTO TOV TTAKTY,
OAAG ayvo®dVTOG TOVG OLO actors omd To amoTéEAESHA HEG® NG €10600v ActorsTolgnore. H petafint
Boolean mov emiotpépetl 10 trace maipvel T T true ov M ypoppq petagd tov Agent Kol TOL TOIKTY
dloKomKe 0md Kamolo eunddlo, kat false oe avtifetn nepintwon. Kabmbg o Decorator emiotpépel v o
maikTng Ppicketal evrog TOL omTIKOD TEdiOL TOL Agent, 1 TIUN TOL trace AVTIGTPEPETAL LE TN YPNOT TOL
Not Boolean. Me avtdév tov tpomo, kdbe popd mov éva avtikeipevo Ppebdel petald twv 6o actors, ot
evépyeleg tov AttackOrEvade 0o diokomovv. Qotoco, o éleyyoc oev e€etalel v mepintwon mov o
TOIKTNG amopakpvuvetol o andotaon peyoAvtepn and to LoseSightRadius tov Agent, omwg ovth
opifetan oto Al Perception component. Ov evépyeleg mOV €KTEAOVVIOL GE OLTH TNV TEPITTOON
TEPLYPAPOVTOL GTO VITOKEPAANLO 8.5,
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¥ Get Actor Location

(i Wake Array
o Aray

1

Ewova 100. BTD_CanSeeTarget

BTT Ranged_Attack (Custom Task): To function givar vtebBvvo yio v ektédeon g emibeong Tov
Agent tomov Pistol kot Rifle, xatd v omoia mupoPorovv tov maiktn. To task déyxetar w¢ €icodo to
AttackTargetKey (blackboard key selector) pe Ty to key AttackTarget(Player), kot tn petafint
TokensNeeded (Integer). H T tng TokensNeeded exkympeitor kotd tnv kAfqon tov task o
OVTITPOGMOTEVEL TNV TIUN KOGTOVS Yl TV EKTEAEOT| oG emifeong, 1 omold ¥PNGILOTOLEITOL Y10 TOV
kaBopiopd g TpaypaToroinong g enibeong cvpupava pe to TokenSystem. Xe avtd T0 project, 1 TN
wog térotag enifeonc opiomke mote va Exel v Tun 1. O éleyyoc mov meprhauPavel to TokenSystem
eEavaykaletl v viomoinon g enifeong vo EVOOUATMOGEL TNV EVEPYELD TNG £0TIOGTG TOL Agent TPOG TOV
TaikTn €vTog tov task. Avto eivan amapaitnto, Mote N eoticon vo Tpoyuatorombel povo otav 1 enibson
oV Agent TAnpoi T Tpotinobicels tov dwbéciumy Tokens. Zoykekpiuéva, oV 1 EVEPYELD TG ECTIOGTG
npaypatorombel péow tov task BTT SetFocus, avtd 0o émpeme va tomobetnBei mpwv to task ng
enibeonc. Avtd Oa mpokaAovce Ty eotiacn vog Agent mpog Tov moikTn akoOun kol av 1 enifeon dgv
npaypatomondel, ue amotéleoua o Agent va petafei oe éva sequence mov amoiTtel vo PNV €yel oploTel
onpeio eotiaong.

FallingCheck Attack

»
-y

Ewovo 101. BTT_Ranged_Attack
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Ocov apopd oty viomoinon tov task, apyikr evépyela amotelel 0 EAeYY0G Y0 TNV TPOYUATOTOINGN TNG
enibeong péow tov function AttackStart(Attempt), To omoio emioTPEPEL OV 1| dEGUEVGN NTAV EMMTUYNG. AV
1 ovvONKN dev Kavomoleitatl, To task oAoxAnpmvetan pe amotvyio péow tov node Finish Execute pe v
Tiun Success wg False, pe amotéleopa 1o sequence Attack vo Staxomel kot to dévtpo vo petofei oto
sequence Evade. Xe¢ avtifetn mepintwon, o maiktng opiletor ¢ onueio €otioong kol OmOKTOTOL
npocPacn to parent blueprint pécm tov CastTo BP_Enemy Base. 'Evog emimhéov éheyyog mponyeitot g
KAnong tov function g enibeone, dote va amogevydel 1 mepintwon wov o Agent Ppicketal 6TOV aépa
(.. exteAel Kamolo AApa) kot to OmAo mupodoteitor. O EAeyy0G TPAYLOTOTOEITAL UE TV ¥PNON TNG
tiung IsFalling, mov mapéyeton and 1o CharacterMovementComponent tov Agent kot yivetol aAndng otav
o Agent dgv Ppioketon 610 £daoc. Xe avth v mepintwon, to node BindEventtoLandedDelegate
EMTPEMEL TN GLVEYLOT TOL KMOIKO UOMG O TOiKTNG TPooyElwbel 6To £30POG, YPNCILOTOIDVTAG TO event
dispatcher mov mapéyel to component . To task cuveyilel pe v kinon tov AttackTest, | omoia exteAel
TNV TOPOJSHTNGN TOL OTAOV TPOG TOV TOUKTY. L€ aVTO TO onpeio, ypnowwomoteital éva akoun Event
Dispatcher mov koieiton katd v oloxknipwon tov AttackTest, mote 1o task va olokAnpwbei v
KATAAANAN oTiyun. Opoimg UE TIC VAOTTOMGELS TOV TP LOTOTOONKAV Y10, TNV OTALGT Kol APOTALGT|, TO
Event Dispatcher dwcporiler v opfn extéheon twv task tov sequence, kabmg 1 ddkaocio
TLPOJOTNONG ATOLTEL TNV TEAPOSO GLYKEKPLUEVOL ¥POVOL Yo Vo ohokAnpmBel. Me avtd Tov tpodmo To task
0o oAoxAnpwOel emtTuydC YOPIG Vo TpokAnOei pio avemiBOUNTN GUUTEPLPOPE, OTMG TNV TVPOSOTNOT TOV
omhov evad o Agent éyet petafel axaplaio oto sequence Evade 1§ FindCoverAndHeal petd v kAron tov
AttackTest.

AttackTest — Ranged (Function): To function extelel v evépyela enifeonc evog Agent couP@Vo Ue
ToV TOTO TOov. Xg KAaBe KAnom, Béter ) petafinty IsEnemyAttacking (Boolean) wg true, n omoia
onuartodotel Tmg o Agent Ppiocketol o€ KOTACTOON €mMIBECNG KOL XPNOLUOTOIEITOL G ONUEIR EAEYYOL
dlpopmv evepyeldv. Qotdco ol vmorowmeg evépyeleg tov function avomtdocovror oe kabe child
blueprint A0ym g peTa&d Tovg dupopomoinong. Me avtd Tov TpodTo vAOTOMONKAV dVO TAVOUOIOTLTES
EMEKTAGEIC TOV eVEPYEIDV Y10 TOVG Agents Tomov Pistol kot Rifle ota blueprint BP. Enemy Pistol kot
BP _Enemy Rifle avtictoya, kabodg ko e tpitn oto BP_Enemy Android ywo tov tomo tov Android.
Kd&Pe function ota child blueprints ypnoyomoiei to node Parent:AttackTest, ®ote o1 gvépyeieg mov
nepthappdvovior oto function tov parent blueprint vo ektedestovv, ympic vo avikatactabodv &€
olokdpov amd TNV vAomoinon ¢ eméktaong. To function AttackTest ywo kdBe Ranged Agent
TpayuoTonolel Ty kAnomn tov function Fire, to omoio vAomoteitan 6to blueprint Tov omAMcopoD Kot ektelel
TIG evépyeleg mupodotnong evog omiov. Kabmg to function Fire amoutel évo cuykekpyévo ypovikod
dtloTnua. Yo vo. oAokAnpmbel, kot to SioTnHo aLTd Tapovoldlel dlakvpdvoelg o kdbe KAnon Tov
function, 1 oAlokANpwon NG mwLPodITNONG onuatodoteitar pe v KARon tov Event Dispatcher
FireCompleted. H kArjon tov mupodotei 1o Custom Event FireCompleted, to omoio pe tn ogipd 1oV
extelel 1o AttackEnd. Me avtdv tov tpomo daceariletor mmg to task g emifeong BTT Ranged Attack
00 oAokAnpwbel LOVO OTOV EKTEAEGTOVV OAEG O1 EVEPYELEG TTOV TteptAapPavel to Fire, kot 1o sequence Oa
TPOYWPNOEL OTNV EXOUEVT EVEPYELD TNV KOTAAANAT GTUYUN.
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Ewova 102. AttackTest — Ranged

BTD IsHealthLow (Decorator): O cvykekpyévog Decorator eAéyyst tovg movrovg (mng tov Agent,
wote or gvépyeleg mov mepthapPaver to sequence FindCoverAndHeal vo ektedestouv katd nv
a&loldynon oto eminedo tov Selector AttackingState. [TeptlapPaver ™ petapinti HealthThreshold, mov
OVTUTPOGMOTEVEL TNV TIUN otd TNV omoia eapTdtan 1 EKTEAEST) TOV sequence. AKOUN, Ol TOVTOL {ONG TOV
Agent ovaxtovtor péco tov blueprint interface functions GetMaxHealth ko GetCurrentHealth won
UETUTPETOVTAL GE TOCOOTO HECH TNG HETAED TOVG OlaipeEDNC. LTI GUVEXELD, EAEYYETOL OV TO OTOTEAEGLLOL
glvan pikpotepo 1 ico pe v Ty g HealthThreshold, yeyovog mov Ba katactiost tov Decorator ainon.
Ye auto To project M TN ¢ emAéyOnke va givor 0.3, mov onpaivel Tog évag Agent Bo avamAnpmaoet
ToVG TOVTOLG (ONC TOL OTOV avToi Bpebovv amd 30 kot kdt®, amd To cuvoro Twv 100.

— J GetMax Health Ead J Get Current Health -
n Check Al I [ I B Return Node

» » » » r—_——————p
Owner Controller Target Max Health Target Health Return Value

Controlled Pawn

Add pin ®

Health Threshold

Ewoéva 103. BTD IsHealthLow

BTT Heal (Custom Event): To task givail vevfuvo yio v avaminipoon tov moviov (ong evog Agent,
Kot kodeiton katd tnv ektédeon tov sequence FindCoverAndHeal. Aéyetar g €icodo ™ petafAnt
HealAmount, 1 omoio avIIIPOCHOTELEL TO TOGO TNG avamAnpmong tov moviov {ong. H petafinm
dnuovpyndnke evtog tov task kot ypnoiponolel tnv emdoyn Instance Editable, mpokeipévon va pumopei vo
oplotel oe kGBe wkAnomn tov task. H viomoinon ovaxtd tnv péyiotn tun tov Agent pécw TOL
GetMaxHealth kot tov moAdamiaciooud tg pe 1o HealAmount. To omotéiecua petatpémer to
EKYOPNUEVO TOGOGTO TNG TIUNG 0 TOVTOLG (MNG TMPOC OVOTANPMOOT, MOTE Vo YPNCLUomomBody ¢
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€lc0d0¢ o1o blueprint interface function Heal, o omoio exteleiton oto component BPC DamageSystem
Tov Agent.

T Get Max Health st 7 Heal 7 Finish Execute

» Event Receive Execute Al
» » P —— »p
Owner Controller Target Max Health @ Target New Health

Controlled Pawn ® Heal Amount

Heal Amount Add pin ®

Ewova 104. BTT_Heal

EQS_FindCover (RunEQSQuery): To Query ava{ntd oto mepifdriov 1o onueio mov Ppicketon oty
KOVTIVOTEPT] amdoTacT amd Tov Agent kail dgv givol opatd amd tov ToikTn. XProlUonoleitol Katd v
evépyewn Heal evog Agent péow tov Run EQS Query task, mpoxeipuévov o Agent va avalntiost éva
acQurég onueio yio va avomAnpmoel Tovg movtovg Long Tov. Qotdco umopel v ypnoiponomndel mg
HEPOG NG evépyeLag NG emifeong evog Agent, Katd v omoio TupoPoAel TOV TOAKTN Kol KAAVTTETOL Y10
HUIKPO YPOVIKO SLAGTN L.

}

SimpleGrid: generate around Querier
radius: 1000.0, space between: 150.0, projection (height: 1.024)

PathExist: from Querier
discard unreachable
require existing path, constant score [x1]

Trace: to EQS_Context_AttackTarget on Visibility
I
yS:uwre hit, constant score [x1]

Distance: to Querier
prefer lesser [x1]

Filter
Bool Match

Data Binding

Ewova 105. EQS_FindCover

Amoteieitan and évo SimpleGrid yo ™ dnovpyia tov mhovav onueiov, éva pathfinding test tomov
PathExist: from Querier yio v andppiyn TV axpootélactov onueiov kot évo Trace test yuo v
gopeon twv onueiov mov dev eivar opatd omd tov maiktn. To Trace test ypnoiomotel 10
EQS Context AttackTarget wg context, diac@aArilovtoc 0Tl Ta emAeypuéva onueia dev gival opatd amnd
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tov maiktn. Enedn 1o Trace ypnowonotel éva LineTracebyChannel, ot tipéc tov Item Height Offset ko
Context Height Offset pvOuicmkav étol dote M emloyn va unv eanpedletal omd avneopikd M
KATNQOPIKA £daen. Zvykekpipéva, 1 tiun 100 eEacparilel 6TL 10 trace Bo exteAeitanl amd T0 VYOG NG
UEONC TOVL KT, EMTPETOVTIOG TN GMOOTH EMAOYN ONUEi®V oL TapEyovv kdAvyn otov Agent. To task
ypnowomnotel v emAoyn Single Best Item, dote 10 amotéleoua va gival to onueio pe tn peyoAdTEPT
Babuoroyia.

EQS_FindIdealRngedLocation (RunEQSQuery): To Query avalntd oto mepipdAiiov 10 onueio oto
omoio o Agent Oa kvnBei, koTd ™ Sudpkeln TV emBeTIKOV evepyeldv Tov. KaAeital katd ) didpkela
g enifeong Kot g exTéAEOTG EALYHOD, €VTOG TV sequence Attack kot Evade avtiotoyo. Zopeova pe
TIG OVAYKEG TOL project, To ornpeio mov Ba emtheyel KOTA TN OLAPKELN TOV TAPOTAVE® EVEPYEIDV EMAEYETOL
ue to €€Ng kprnplo. o Agent wpémel vo, Bpiokel éva onueio mov Oa gival pokpild amd TovV TOIKTN OOTE
TPOGTATEVTEL, OAAG TOVTOYPOVA KOl KOVTA MOTE VO, UTOPEL VOL TOV OTOYEVGEL LE ETITUYLOL

Distance

Filter

Minimum

SimpleGrid: generate around EQS_Context_AttackTarget " o

radius: QueryParam.GridHalfSize, space between: 200.0, projection (height: 1.024)

PathExist: from Querier
discard unreachable
require existing path, constant score [x1]

Trace: to EQS_Context_AttackTarget on Visibility
line
require not hit, don't score

Preview

Distance: to EQS_Context_AttackTarget

prefer greater [x1]

Distance: to Querier
at least 300.0, don't score

Ewova 106. EQS_FindIdealRngedLocation

Amoteieitan amd va SimpleGrid yio ™) dnuovpyia Tev mbavodv onueiov YOpm omd Tov TaikTn Kot Eva
pathfinding test ywo. v amdppryn TV ampocnélactov onueiov. Axoun, mepiapuPavel éva Trace pe
context tov Tk, ®OTE T0 onpeio mov Ba emheyel va Ppioketan gvidg Tov omtiKov mediov Tov Agent,
wpokeWévoy va, propet va emtedel. EmmAéov, to Distance test pe context tov maiktn kot ) pvduion
prefer greater, ypnowomomdnke yo v avadeon peyoardtepne Pabporoyiag ota onueio mov Ppickoviot
pokpld and tov moiktn, kabiotovrog to o wibava tpog emthoyn. Térog, To Distance test pe context Tov
Agent d106QaAilel Tog To onpeio mov Bo emdeyel améyel Lo GLYKEKPIUEVT OmOGTAGT OO TNV TPEYOVO.
tomofecio Tov Agent, OCTE VO OTOKAEIGTOVV TO. KOVTWVE onueion Ko 1 UETOKIVIIGN TOL va €Yl Uid,
amoctoot. To task ypnowonoiei nv emioyn Single Random Item from Best 25% ®ote to onpeio mov Oa
emAeyel o€ Kabg KA oM va gival dlapopetiko, kabdc to Query erxovolapuPaveTol cLVEXMC.
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Mo va xotootel epiktn n Topaymyn onueiov pe dvvopiko péyebog, ypnoyomombnke n pvbuion Data
Binding oto GridHalfSize, n omoio emttpémel v ekydpnon Tunig Katd v KAfon tov task evtog tov
Behavior Tree. Zuykekpiéva, n TopAaUETPOG TOL HeyEBOVG TapaymYNG onueiV PTopel vo TAPEL TV TIUN
mov €yel éva blackboard key. Ztnv mpoxeipévn mepintmon, dnovpynonke to key AttackRadius (float),
T0 0m0i0 Taipvel TV T Tov amd TN petoPAanty AttackRadius mov Ppioketan oto parent blueprint Tov
Agent. H petafint pmopel va mdpel dapopetikn Ty yio kdbe Agent, pe v avdébeon g oto child
blueprint tov kabevog. H exymdpnon tov mepieyouévov g oto blackboard key Aaupdver yopa oto Al
Controller, agov avaktnOei and to blueprint tov Agent uécw tng blueprint interface function Get Ideal
Range. Mg avtov 10V TpOTO, 0 KaBOPIGUOG TOV 180VIKOD GMUEIOV TPOKVTTEL GOUPOVO [LE TNV ATOGTUOT)
emibeong mov &yl oplotel o kibe Agent, emitpémovtag dlAPOPOTOINCN TOV KIVNoewy ¢ enifeong,
CULPMOVO, LLE TAPOUETPOVS OTMOG TOV TOHTTO TOL Agent, TOV OTAIGHUO TOV, TNV KATAGTOOT) TOV Toyvidlon,
dvokoAio Tov emmédoL K.a. AkolovOdvTog Tny idto Aoyikn, dnuovpyndnke n petafinty Defend Radius
ka1 To oudvopo blackboard key, dote va ypnoipomombovv ce apvvtika task, 6mov o Agent mpémetl va,
Kivnlel oe éva onueio aoceoing andotacng and tov maiktn. Q6Td60, 6TO GLUYKEKPLUEVO project dgv
avartOYONKaY EVEPYEIEG TTOL TEPIAUUPAVOVY CUVVTIKEG KIVIGELS.

8.4.3. Android Attacking State

To Attacking State tov gxfpadv tomov Android mopovcidlel dopoporomoelg and tovg Agent TOTOL
Ranged 1000 oT1c gvépyeleg mov meplhapPdver 660 kot otic mBavég petoPdoeic Tov states mov
TPOKVTTTOVY, GOUPOVO UE TIC EVEPYELEC TOV Toiktn. Ocov agopd otig evépyeieg evog Android, o Agent
emtifetal otov maiktn pe v evépyela Aerial Attack, o emiBeorn kovrivig epféretag katd tnv onoia
extelet éva dApo Tpog TV katebBvvon tov maiktn, kavel spawn éva onabi kot Tpokaiei damage. Akoun,
1 KwnooAoyio tov Agent TeptiapPdaver v kivnon Teleport, Katd v omoiot 0 Agent TNAEUETAPEPETOL
o€ £V0, GUYKEKPIUEVO ONUEID COLPOVA [E TIC OVAYKEG TNG EVEPYELNG TToL ekTeAel. EmmAéov, o Agent d¢
umopel vo extedéoel v evépyewo Heal, omwg ocvuPaiver pe tovg Agents tomov Ranged. Téhog, éva
Android dev pmopel va dexbel damage amd Tov mOiKTn e TN XPNOT OTAICUOV, OTOLTOVTIOG WOHTEPT
TPOGEyyLon Yo TV eE0VOETEPWOGT TOV.

Yuykekpluéva, o moiktng mpénel va petafdiet Tov Agent o€ KoTAoTOGN KOTA TNV Omoio 1 evépyeln
Takedown umopel vo. mpaypotonomdel. Onwg avapépetal Kol 610 oxeTiko Kepdiawo, €vo Takedown
umopel va mpaypotonomnfel av o Agent dev givol EVIEPOG YO TNV TOPOVGIC TOV TAUKTY, YEYOVOS OV
avTimpoconevetol ond 1 petaPfAnti IsAware (Boolean), n omoia ypnoonoteitor og cuvOnkn yo v
extéheon g evépyelag. H petafint €xet v tun false 6tav o Agent Ppioketon oto states Passive,
Investigating, Detecting ko1 Seeking 1| pmopei vo Tdpet v Ty avtn, 6tav o Agent Ppicketor oto, states
Attacking 1 Frozen kot o maiktng ypnoiponoliost pio amd Tig 00 unyavikéc oviuetniong tov Android
7oV avarToyOnKav oto Toyvidlt. H mpmtn agopd otn yprion tov aviikepévov DataWorm, kotd to omoio
o Agent adpavornolgitor petapaivovtag oto state Frozen, emtpémovrag étol v evépyelo. Takedown. H
dgvTeEPN apopd otV amoeuyn g enifeong Aerial Attack T cwot oTiypn, ONAddN £vIOg VO LKpoD
YPOVIKoV Teptfpiov katd TN ddpkeld . H amopuyn mpaypotomoleital e TNV EKTEAEST TNG EVEPYELOG
Dodge ka1 0 éAeyyog TG EMTLYING TNEG TPOKLATEL GOUP®VO. HE To cvotnuo EQS 1o omoio avoamtoydnke.
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Me ovtdv Tov TpOTO, 0 TOIKTNG Umopel va dNUovpynoel Eva Pikpd xpoviko "moapdbuvpo” ot1o omoio o
Agent Bpioketon axwvnromomuévog katl 1 evépyela Takedown givar epiktn. EmmAéov, dtav o maiktng
Bpebel extog TOL OMTIKOD TESiOV TOL Agent, avToOg B ThAgpeTapepbel oe onueio mov o maikng gival
0paTog, KoBoTOVTOG dUOKOAO o€ €vav TaikTn vo amopvyel Tig embéoelg tov. Téhog, €va Android
SLOPEPEL GTOLC NYOVE KO TOL OTTIKA EPE TOL TTAPGYOVTOL KATd TIG EVEPYELEC Kivnong, enibeong, Takedown
K.0.

Ta mBava states ota omoio €vo Android umopel va petafel amd to Attacking state, meptiopfdavoovv to
state Seeking (0tov ydoel Tov TTaikT) 00 TO ONTIKO TOV 7Edio), To state Dead (6tav o maiktng tov
eEovodetepoet), 1o state Passive (0tav o Agent e£ovdetepmdoel Tov Taiktn) kol to state Frozen (6tav o
TOUKTNG YPT|CLOTOGEL EMTUYNUEVE TO avTiKeipevo DataWorm).

¥e 0T TNV LTOEVOTNTO TEPLYPAPETAL 1) VAOTOINGN TOL OEVIPOV GULUTEPLPOPAS KOl OVOADOVTOL Ol
VAOTOMGELS TNG TNAEUETOPOPAS, TG emifeong Aerial Attack, tng kivnong amoeuvyng Dodge kot tov
cuvink®v Tov kabiotovv éva Android evdhwto oty enibeon Takedown.

Attacking Behavior Tree Overview (Android): AxoiovBdvtog dour idwo pe vt Tov SEVTIPOL TOV
Agents tomov Ranged, to dévtpo evepyomoieitan péocm Blackboard Based Condition, kot o Selector
AttackingState S100étel éva service mov otapoatd to State av o maiktng egovdetepwbel. To dévipo
akolovBeitoan and tov selector Attack or Evade, kot 1o Sequence MoveToLineOfSight. Me avtdév tov
TpOTO, 0 Agent ektelel TIC evépyeleg emibeon Kot EAYU®VY, AV O TOUIKTNG PPICKETOL GTO OTTIKO TOL TENIO
ovppwva pe tov Decorator BTD CanSeeTarget. Xe avtifetn nepintwon, o Agent TNAEUETAPEPETAL TPOG
éva onueio mov o maiktng givar opatdc. O selector emAéyel avdueoa oto Sequence Attack 1 Evade, ue to
de0TEPO Vo ekteAeiton Otav 1 emibeon Ppioketar oe Cooldown.

[ Blackboard Based Condition

stels Equal To Atacing
Attacking State

TD_CanSeeTarget ®
1 MoveToLineOfSight

n EQS Query.

3 Attack

=« BTT.FocusTarget SetMovementSpeed

Ewova 107. Attacking Behavior Tree Overview
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To Attack mepilopPaver v eniBeon Aerial Attack, n omoio ekteleiton pES® TOL VIOOGEVIPOL
BT Subtree Aecrial Attack. 'Eva emtiBéuevo Android, tniepetopépetat e éva 10avikd onueio enifeonc
péow tov BTT Android Teleport. To onueio vroloyiletar cOppova pe tnv Kivion Tov maiktn, HEcw
tov task BTT GetAttackTeleportLocation, ®ote 1 enifeon va EEKIVIOEL OO L0 GUYKEKPLUEVT] ATOGTACT)
pokpld amod avtov. H enibeon mupodoteitar péom tov task BTT Android Attack, katd thv onoio o Agent
extelel éva Ao mpog TNV KatevBuvor Tov maiktn, Tpokelévou vo Ppebel o€ KOVTIvi amdoTACT KOl Vol
npokoAéoel damage. Metd v olokAfpwon g emibeong, o Agent Oo gotidost otov TaikTn Kot Oa
TAepeTopeplel oe éva poakpvo onueio, ooueova pe to amotéleocua tov task Run EQS Query. Q¢
amotélecpa, o Agent emoTPEQPEL o€ B0 amOcTOONG 0O TOV TOKTT, GLVEXILOVTAG LE TNV EKTEAECT] TOL
emopevov sequence. To Evade a@opd otnv kiviion mov extehel o Agent avaueca o€ dVo embécelc. Xe
avtd 1o project, 10 Android emAéyOnke va wwveltar pe apyn ToydTNTO TPOG Eva 10aVIKO orueio,
STNPOVTOC TOV TOIKTN 6TO0 ONTIKO TOV TTEdio, KabmG amotelel dSVGKOAD GTOYO €EOVTIMONG KO OTOULTEL
E101KEC evEPYElEg avTipeTdnmong. To Sequence mepthapuPdvel Tov optopd Tov TaikTn ¢ onueio eotioong
(BTT_FocusTarget), Tov opiopo g tayvtntog oe Walking (BTT SetMovementSpeed), tnv gvpeon tov
wavikoy onueio petaxivnong (Run EQS Query), ko v evépyela petakiviniong mpog 1o onueio avtd
(MoveTo).

Z¢ BTT_Android_Attack

Ewova 108. BT Subtree Aerial Attack

To Sequence MoveToLineOfSight evepyomoteitoan poig o maiktng €£élBel and to omtTikd medio TOL
Agent, onladn oty mepintwon mov o Decorator BTD CanSeeTarget yiver false kot mpoxoiécet
emova&loddynon tov 6évipov oto eminedo tov selector AttackingState. Ileptlapfdvel tov oplopd tng
tayvtrog oe Walking (BTT SetMovementSpeed), trv €0peon Tov onpeiov petakivinong kat éva selector
nov Ba exteréoel v petoakivnon. O selector ypnowonotel to task MoveTo mov kdvel tov Agent va
nepratiost Tpog To onpeio kot to task BTT Android Teleport to omoio tmAepetapépel Tov Agent 6to
onueio. H ypnon tov selector kou 1 mpocsOfkn tov decorator TimeLimit oto task MoveTo, &govv mg
arotélecpa Tov Agent vo Kivnbei mpog To oNUEID YPNOILOTOIDOVTOG KOVOVIKY KIVNGLOAOYio Kol TNV
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TNAEUETAPOPE TOL PETH amd Eva PIKPO ¥poviko didotnua. Me avtov tov Tpdmo, to task MoveTo ndvta
0o oamotuyydvel petd v mAPodo TOv YPOVOL, EvePYOmOu®VTOG TO task tng tnieuetagopds. Avtd
TPOCPEPEL [0, OLOADTEPN OVTIOpaoT TOL Agent 6TV Kvnolohoyia Tov, 6tav o maiktng Ppedel ektdg TOL
ONTIKOY TOV TEIOV.

Teleport kor TeleportEnd (Custom Event): To ovykexpiuévo Custom Events extehovv v
Aepetapopd evog Android o va onpueio Kot £1000100V 1O task yio TV 0AOKANpmGT TG S10d1KaGinG.
To mpdto avorapuPdvel TIC GpPYIKEC EVEPYEIEG TNG AELTOVPYIOG, €V TO OEVTEPO EMAVOPEPEL TIG
amopaitnteg puouicelc kot LETOPANTEG OTNV APYIKN TOVEC KOTAGTOON. ZVOUQ®VO LE TOV GYXESOIOUO TOV
project, m vAomoinon ng TnAepeTaPopdg EEKVA e TNV OVATOPOY®YN €VOC EOIKOL €0, TO ONOi0
onuatodotel v évapén g kot dwapkel kaf' OAn ) didpkela g dwdkaciog. [Tapdiinia, o Agent
kafiotoTor 0opaToc. XN GLVEKELR, 0 Agent Kiveital Tpog To KaBoPIoUEVo GNUELD LE TayVTNTO OV Eival
OPKETE VYMAN ®OTE va YiveTal avTIANTTO OTL TPOYUOTOTOLEITOL TNAEUETAPOPA, OAAL KOl OPKETA apyn
MOTE 0 TOUKTNG VO umopel vo mapakorlovnoet v kivnon tov. O waikmg PAErel To e101KO £QE YOP® omd

T0 copo Tov Agent péypt ekeivog va @Tdcel 6to onpeio mpoopiopov. Otav o Agent @tdoet otov
TPOOPIoUO, TO €€ oTapatd kou o Agent kobiotoator kol mdA opatdg. EmimAéov, 1 dwadikocio
TEPMAUPAVEL Evay N0 OV avamapdayeTal amd TV Evapén Kot kod’ OAN T S1dpKeLd TS TNAEUETAPOPES.
To dbypappo mov mEPYpAQeL T SAOIKOCIH TNAEUETAPOPAG KOL 1) OTTIKN OVOTAPACTOCT TNG OMMG
eppavifetror evtdg Tov mayvidlov mapovctdlovor otic ewkoveg 110 kot 109 avtiotorya.

Ewoéva 109. Teleport Demonstration

Méow tov CharacterMovementComponent, o Tpomog kiviiong tov Agent petapdairetor and Walking ce
Flying (Set Movement Mode) kot ot petapintéc g tayvtntog (Max Fly Speed kot Max Acceleration)
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opilovtar oT1g KaTdAANnAes TIHEC, Tpokelévoy o Agent vo petakivnOetl oto yopo. H emioyn tov Flying
®¢ TpOTMOG Kivnong, ogeiletal 610 YeYOvOs ¢ o mode pmopel va Kiviioel Tov Agent ywpic tnv exppon
TOPOYOVTOV OT®G TNV TPIPN Tov £6dpovg, TN Papvtnta K.0., OTmG yiveral oto mode Walking. ‘Eneita, to
mesh yivetar adparto (Set Visibility) kot 1 oOykpovon tov Agent pe kamowov Actor amevepyomnotgiton (Set
Collision Response to Channel), ®ote 1 TOpEior TAEUETOPOPAS VO, NV EXNPEACTEL 0Td KATOL0 EUTOOLO.
¥m ovvéyewn, 1o ovotnuo Niagara NS ElectricTrail evepyomoteitol, avomapdyoviag to €00 pE
mepetapopds. To event cuveyilel pe T Sl0KOT 0TOIOVONTOTE Animation oV EKTEAEITAL T1 0EOOUEVT
otiyun (Stop Anim Montage) Kot avoamapdysl Tov fxo thisuetagopds otnv tomobecio tov Agent (Play
Sound At Location). Téhoc, yia tnv ektéAeon g petokivnong ypnoyonoteitar To node AlMoveTo, 10

0moio d&yeTOl G €16000 TOV TPooploud TG peTakivong kot Agrtovpyel ue tpdmo mopduolo tov task
MoveTo. O mpoopiopdg siodyetor and tn petafinti €iod6dov Tov function, 1 onoio TPOKVTTEL OO TO
EQS Query. H emtuynuévn n amotuynuévn petaxkivinon tov Agent oto onueio, Bo mupodotioetl v
évapén tov custom event TeleportEnd, pécm twv execution pins OnSuccess kot OnFail.

Ewova 110. Teleport & TeleportEnd

To event TeleportEnd otapoatd apéowg tov Agent oto omnueio mov Ppicketar (Stop Movement
Immediately) kot To mode kivinong, ot petaPAntéc TayvINTOag, N opoTdTNTA Tov Mesh katl or pvbuicelc
GUYKPOLGNG EMAVEPYOVIOL GTNV Pyl Tovg kotdotaot. Emerta, to Event Dispatcer Teleport End
KoAeitol, ®ote va oAokAnpwOel to task. To edwd epé oamevepyomolgiton, HETA OO M0 YPOVIKY|
kabvotépnon 0.5 Odevteporémtwv. Televtaio mpocHRkn g vAomoinong amoteieli mn  petafinTi
IsTeleporting, 1 omoia maipvel v TR true Kotd v €vapén g TmAspetapopds, kal false katd v
oloKANp®on TG XPNOUOTOIEITOL WG GLVONKN EAEYYOV, TPOKEUEVOL VO SLUCPAAIGTEL TOC CLYKEKPL-
péveg evépyeleg o0¢ Ba TpaypaTonomBovy Katd Tn SIPKELD TNG TNAEUETUPOPAS, CUUTEPIAUUPBAVOUEVIG
g 1010g g evépyetag. Téhog,  ypnon tov Event Dispatcher On Teleport End xatd tov apyikd éieyyo
mov e€etdler av o Agent ektelel 1o Teleport, eoocporilel mwg to task Oa oloxinpwbei oe «daOe
nepintowon kot to Behavior Tree o mpoympnoel oty emduevn evépyeia. Avtd umopei vo copPet oty
nepintoon emavdixinong tov Event, evd avtd extedeiton 10

BTT _AndroidTeleport (Custom Task): To task eivar vaevbvvo yio v Topoddtnon tov custom event
Teleport. Xpnowonoteital evtog tmv sequence Evade ko Aerial Attack. Aéyetarl o¢ €icodo tn petafint
Teleport Location, n omoia waipvel Tnv tipn g ond to mepieyopevo evog blackboard key ko exywpeiton
g gicodog oto Teleport. To task ypnoiponoiel to node CastTo BP_Enemy Base ywo tnv mpdofaon otig
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Aertovpyieg Tov Agent kot kodel To Teleport. Téhog, To task decpevet TV OAOKANP®GT TOL [E TNV KANOT|
tov Event Dispatcher OnTeleportEnd, dote To Behavior Tree va mpoywpfioel 6NV EXOUEVN EVEPYELN TNV
KOTOAANAN oTUyp).

Ewoéva 111. BTT _AndroidTeleport

BTT Android_Attack (Custom Task): To task eivatr vrevfovvo yio v Topodotnon tng enibeong Aerial
Attack. Aéyetor g €16080V¢ TOV 6TOY0 TNC emifeong kot tov apOud twv Tokens mov kootilel, uéow TV
blackboard key selectors AttackTargetKey kot TokensNeeded. To task eAéyyel edv vdpyovv dabécipa
Tokens yio v extéleon g enibeong uéom tng AttackStart(Attempt) ko av dev vEapyovv, To task
oAoxkAnpovetal avemtuy®g pécow tov Finish Execute (Success=False), mpoxaidvtag v amotuyic Tov
Attack sequence kot v enava&loddynon Tov KopPov. Av ta tokens eivon dabéciua, o maiktng opiletan
¢ onueio eotiaong péow tov node SetFocus, kot amoktdton TpocPacn oTig Aettovpyiec Tov Agent HEC®
tov CastTo BP_Enemy Android. Xtn cuvéyeta, to function Aerial Attack mopodotel Tnv enifeon Kot to
task oAoxAnpmvetat katd v kAo tov Event Dispatcher On Attack End, 6nw¢ o€ ka0 task mov amartel
akpipn cvyypoviopud LeTald TS OAOKANPMOOTG TOL task Kal TG EVEPYELNG TTOL EKTEAEL.

Ewoéva 112. BTT Android_Attack

GetAttackTeleportLocation (Function): To function givar veevBuvo yio Tov VTOAOYIGUO TOL GUEIOVL
o010 omoio Ba tniepetapepBel o Agent mpokeévov va, ekteléoel v emibeon Aerial Attack, kot
vhomoteitar oto Al Controller. Aéyeton g €icodo To reference tov maiktn Ko ) petafAnti Time (float),
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1 omoin YPNCIUOTOIEITOL GTOV VTOAOYIGHO TOV GNUEIOL TAEUETAPOPAS, KOl EMCTPEPEL TO CNUEID HECH
¢ petaPintmg Attack Teleport Location (Vector).

H eniBeon mephapPaver v extéleon &vOg GALOTOC GLYKEKPEVOL pnkove (5 pétpa) mpog tnv
katevBuvor Tov TaikTn, €161 dote 0 Agent va Ppebel og Kovivi] andotacn amd avtoév. O VTOAOYIGUOC
Tov onueiov TepAapPavel TNV ektipnon g B€ong Tov TaikTN GTOV YMPO KoLl TNV ETAOYN EVOG GNUEIOL
EVTOG OKTIVOC 5 pETpV amd tov Taiktn. EmmAéoy, Aapupdvetatl voyn n cuveyng kivnon tov maikt.

7 Draw Debug Sphere

"F Gt Actor Forward Vector

Developmient Oy,

Return Node

B Get Attack Teleport Location N /om—— B
-_———— @ Attack Teleport Location
1 = p

P e Addpin ©

Actor

< Add pin @
Target Return Value @ —

Ewova 113. GetAttackTeleportLocation

Q¢ ek TOVTOV, TO oNueio mpémel vo. voAoyileTor pe Paon ™ peddovtiky Béom Tov TaikTn, KATL TOL
EMTUYYAVETAL HEC® TNG CLUTEPIANYNGC TNG TOYXVTNTAG TOV GTOV LIOAOYISHO. O vmoAOYIoUOG NG
pueAdovtikng 0Oéong mpayuatomotleiton  mpocBEétoviag To  didvuoua  tomobeciog  Tov  moikn
(GetActorLocation) ko1 to ywopevo g tayvmntog (GetVelocity) pe to ypovo Time. [N v
opaiomoinon g tayvTToc, 0 Aovac Z aQulpeital. XT1 GUVEXELW, TO AMOTEAEGHO TPOOoTiBeTOL GTO
dlvoopo TG umpootd  katevBuvong tov  maiktn (GetActorForwardVector), to omoio €yxet
molamAacilactel pe tov aplduo 500, étol mote To VIOAOYIoOEY onpeio va PBpioketor evtodg aktivag S
pétpwv and tov maikt. To TeAko amoTéAecpa EMOTPEPETOL OO TN GLVAPTNOT UEC® TNG UETAPANTAG
Attack Teleport Location. H ewéva 114 amewcovilel 10 vmoAoyiopévo onueio pécm oG oeoipag
Debugging, émov o Agent TNAEUETOQEPETAL Y10, TNV EKTEAEGT TNG EMibeoC.
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Ewova 114. Teleport Location Visualization

BTT_ GetAttackTeleportLocation (Custom Task): To task eivor vrevBuvo yio v mTvPodOdTNON TOL
function GetAttackTeleportLocation, kotd T0 omoio vwoloyiletal To onueio ThAepuetapopds evoc Agent
ov Bo extehécel v emibeon AerialAttack. Axoun, oamoOnkevel T0 OMOTEAECUN TTOV EMIGTPEQEL TO
function og éva blackboard key, dote va ypnoponomOei wg eicodoc oe dAla tasks. Aéyetar TIg £16OS0VG
AttackTargetKey kot AttackTeleportLocation uéom blackboard key selectors. To task amoktd mpocPaon
otig Aertovpyieg tov Al Controller péoow tov node CastTo AIC Enemy Base kot koAei to
GetAttackTeleportLocation, pe &i66dovc 10 reference tov maiktn kot tov ypovo pe tun 0.5. To
arotéleopa amobniedeton oto mepeydpevo tov blackboard key péow tov Set Blackboard Value as
Vector kot To task oloxAnpoveta.

>

= # o —— e e ¥ Get Attack Teleport Location F Finish Execute
© Event Receive Execute Al +— Cast To AIC_Enemy_Base g f Set Blackboard Value as Vector 5

Attack Teleport Locatio ] ey a elf |

I GetBlackboard Value as Actor

Return Value

Ewova 115. BTT_GetAttackTeleportLocation

Aerial Attack (Custom Event): To cuykekpyévo event viomoiel Tig gvépyeleg g emibeong Aerial
Attack ko givar evoopotopévo oto child blueprint BP. Enemy Android. H enifeon mepiroufaver myv
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avamopoy®yn EvOg animation mov ometkoviletl Tnv kiviomn evog AALOTOC LLE TPOVETA, TO OTTOI0 KOTOANYEL
o€ pa enifeon pe 1o onabi tov Android 6tav awTOC TPOocyEIdVETAL 6TO £00pog. Katd tv évapén tov
animation, o omAioudg tov Android (omafi katdva) kabictatol opatdg CTUSOKA HECH EWOIKMOV EQE.
Axoro0Bwg, 0 ypdvog Tov moryvidtoy emPpadvvetar kol Eva ewovidto Ul gpoaviletor move ond to
Android, vodeikvhovTog TO KOV TOV TPEMEL VO, TOTNGEL 0 TAIKTNG Y10 Vo, amo@OyEL TNV enifeon. Tty
mopeia Tov dApaTog, Alyo mpv 0o Agent ekteléoetl Tnv emibeon pe to onabi, To gikovidolo aALGlEL YpdUa
Kot ovoooPnvet, VTOdEIKVOOVTOC OTL 1) emifeon elvat EmKEIUEVT). AVTH M ¥POVIKY GTIYUN OVTITPOCOTEVEL
TO OTUEI0 GTO 0TOI0 O TAUKTNG £YEL TNV gVKaLpio Vo EKTEAEEL oL TEAELD omo@LYT| TG emifeong (Perfect
Dodge) ypnowonowwvtag v kivinon amopuyng Dodge. H amopuyn pnopetl vo Oempnbel téietn, av o
TOIKTNG EVEPYNOEL €VTIOC €VOG UIKPOD Ypovikoh mepdmpiov, mpv o ypovog mopéibel kot o Agent
oAoKANpoacel Ty enifeon. Xe avtd TO ONUEID, TPAYLOTOTOIEITOL EAEYYOG Y10 TO OV O TOUKTNG OMEPLYE
EMTUYDG TNV €mibeon, pe Tpia mbava cevapia:

o Xevipro 1: O maiktmg dev amopevyel v emifeon, pe omotéleoua va dgytel damage, kot To
Android miepetapépetal AUeEc G€ EvVo ONUEID OTOGTOONG ATO TOV TTOAKT.

o Xevipo 2: O moiktng omopebyel v emiBeomn mpwv 1o onueio G TEAENG ATOPLYNG,
amopevyovtag To damage, evd to Android TniepeTapépetor QeSO OTMOG KOl GTO TPMTO GEVAPLO,
yopic va Bpebdei evdiwtoc oty emibeon Takedown.

o Yevdapro 3: O maikg amoeevyet TV enifeon ™V KATdAANAN oTiyun (tTnv TéAela amoeuyn), Yopig
va degytel damage kot axvnromolel To Android yw Alya devtepdrenta, KabIGTOVTAG TO EVAAWDTO
omv emiBeon Takedown. Xt0 OUYKEKPUEVO OEVAPLO, OVOTAPAYETOL £VO. YOPAKTNPLOTIKO
OTTIKOOKOVOTIKO €€ kal To €kovioto Ul petatpémetol 6 autd TOL VTOJEIKVVEL TNV EVEPYELN
Takedown kot avofocfrivel. Mg avtd tov Tpdmo, 0 maiktng AcpPAvel avatpoPoddTNon TG
extédece éva Perfect Dodge. O moiktng €xel 1dpa Eva mEPLOPIGUEVO YPOVIKO OLAGTNLO YL0 VO
minoiboel To Android kot va to g&adelyet. Edv avutd 1o dibdotnua mapéibel yopic evépyeia and
Tov maiktr, to Android tniepetapépetal, 6nwg ota oevapila 1 kot 2, kol cuveyilel Tig embeTiKég
TOL EVEPYELEG.

H swévo 116 anewovilel v omtikn @don g emifeong Aerial Attack, eotialovtag 610 ¥povikd onueio

Katd to omolo eu@aviCeETOL 1 GYETIKY €vOEIEN TTOV VTOJEIKVVEL GTOV TOIKTH Tr GMGTH OTIYUN Yo Vo
extelécel o amopuyn Perfect Dodge.
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NGO MANS LAND 3:4.1.3

S SWITCH

8

Ewova 116. Aerial Attack Demonstration

To animation yia tnv enifeon Aerial Attack avomapdyston péom tov node PlayMontage, To omoio mapéyet
T amopaitnta execution pins yia v vAomoinon. To animation Tpog avamapoy®yn ETAEYETOL TV
amod tpio Owbéciua animations, to omoio. £MOLV TOPOUOLN YOPOKTINPIOTIKA KOl KIWVAGELS, OAAY
010.pOPOTOLOHVTOL GE OPIGHEVA GNUEID V1o va TopEYoVV TotKIAlo otV Kivnotoloyia. H didpkeia tov kdbe
animation £ygt tpomomoindei dGTE 0 ¥POVOC amd TNV OAOKANPo™ TG emibeong €m¢ TNV TNAEUETOPOPA
Tov Agent o€ amdcTOcT amd ToV ToikTn va emunikvvlel. H enypumroven tov xpoévov avti avTloTotyel 6To
xPoviKd TepBmPLo oL SlabéTEL 0 TAUKTNG Yo va ekTeAéaeL TNV emifeon Takedown, epdcov exteléoet Eva,
Perfect Dodge. Q¢ amotéleoua, To animation ovoTOPAYETOL TANPOS UOVO GTO TPiTo Gevaplo (0T O
maiktng ektelel to Perfect Dodge), emtpémovtog v eovdetépwon tov Agent uéom Takedown. Xta
vIOAOITO. GEVAPLE, TO animation SlHKOTTETOL VOPITEPH, OAOKANPOVOVTOC TPOmpa TNV enifeon, Kot o
Agent Tpoywpd otV eKTéAEST TOL emduevoL task Tov oto Behavior Tree, dniadn TmAepeTapépeTon o
pio amdoTaoT amd Tov ikt Kot cvveyilel v emibeomn. Av o maiktng dgv evepynoeL 6T0 TPITO GEVAPILO,
to task olorAnpaveral kot o Agent cvveyilel Tig emBeTIKEG TOV evépyeleg. AveEapTiTOS TOV GeVaPiov
amoQLYNG, To custom event Slash and Damage, 10 onoio gival vrevBovvo yuo v anddoon damage otov
naixtn, 0o wopodombei. H mocdmra tov damage mov Oa oamodolel e€aptdtor amd 10 GEVEPLO NG
amopuyns. H petafintn IsBlocked, n onoia Ppiocketon oto component BPC Damageable, kaBopilet to
damage kot waipvel Ty Ty ¢ pe Paon tig evépyeleg tov Roll-Perfect Dodge oto blueprint tov maik.

Montage Notifies: ['la v epappoyn tov Aettovpytdv katd T didpkele g enibeong, oe kabe animation

tomofetnOniov oe katdAinia onueia didpopo Montage Notifies, éva MontageNotifyWindow xot €va

MontageNotifyState (MontageNotifyState ActivateAttack). To mp®dto amd avtd to assets emTpémet v

EKTEAEDT EVEPYELDV OTAV 1] OVOTOPOY®YN TOV animation @Tdcel 6To onueio tov notify kot ypnoionotei-

TOL YlOL TNV TUPOSOTNOY| EVEPYELDY OV AmALTOOV UOVO €va ¥povikd onueio v v évapén tovg. To
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devTepO asset mopEyel Tapopoleg Asitovpyieg pe éva Montage Notify, 001060 omoterel Eva dSAGTNHO TTOL
umopel va. emektodel vtoOg TOL animation, ENLTPETOVTIOG TV AVATTLEN EVEPYELDY GTNV aP)T] QAL KOl GTO
téhog tov. To tpito asset mopéyel OAeg TIg Aettovpyieg evog MontageNotifyWindow, motoéco Sabétet to
o6 tov blueprint, emitpémovtag TNV OvATTLEN EMTAEOV KMOKO, TPOSPEPOVTAG TPOSPaor oe
TOPOUETPOVG TOL animation (7.y. TN Owpkel Tov animation 1 to reference Tov Agent 7oV TO
avamapdyer). Ot gvépyeleg mov ektelovvtar oto blueprint tov MontageNotifyState ypnoipomotovvrot
otV vAomoinomn tov Perfect Dodge, kot meprypdpovior otnv moapdypapo ChecklsPerfectDodge.
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Ewova 117. Animation Montage Notifies

Make Static Mesh

Mécw tov execution pins On Notify Begin kow On Notify End, ke8¢ kot tov node Switch On Name,

EMTVYYAVOVTOL Ol EENG EVEPYELEC:

o Slo Mo: H emPpddvven tov ypdvov oto mowyvidt pe to node Set Global Time Dilation. ITapéyet
EMMAEOV YPOVO aVTIOPAONG GTOV TTAIKTN Kot AmoTeEAEl v PaciKO TPOTO avaTPOPOOITNONG MG
TPOG TIG EVEPYEG eMBETELG evavTiov ToV.

o Weapon Spawn ko1 Weapon Dissolve: H otadioxn gueaviorn Kot £0QAvicT TOL OTAGHOD TOL
Agent pe to Weapon Spawn FX ka1 Weapon Dissolve FX avtictoya. [Tvpodotei to katdAinia

190



custom events OV EVEPYOTOLOVV TO EOIKA £PE TOL OTAIGUOV, TO, OOl dNUOVPYNONKAY HECH
Niagara Particle Systems.

LoseFocus: H amodéopevon tov onpeiov eotiaong tov Agent pe to node ClearFocus, dote o
Agent va oTAPOTACEL VO, £XEL TPOYLA GALOTOG TPOG TOV TAKTY Alyo mpv oAokAnpwbei n enibeon.
Av1o dacparilel mog o Agent otapoatd vo axolovbel v kotevbvven Tov oIkt HETA TNV
OAOKANP®OT TOL  GApHOTOG, mPOoKeEWEVOL Vo dlatnpndel o 1coppomio. ot dSLvoKOAiN
OVTIHETOTIONG TNG eMiBeomg.

Jump: H extéleon tov diuotog tov Agent pe to Jump to Player. Avti yio v exto&evon péom
Tov root motion mov 7eplAauPdvetol ote. animation, To custom event Jump to Player
YPNOLOTOEITOL Y10 VO SIUCGPAAIGEL TI CULVERELD TNG KIVNOTG KOl Y10 vV eMTPEYEL 6TO capsule
Tov Agent va axoAovBei To mesh tov, KoTd TN S1APKELD. TOL AANATOC. AVTO ival Kpioo, Kabmg
av TO GALO ¥PNCILOTOI0VGE TO root motion, To capsule Tov Agent Oa BprokdToV 6TO £30(QOG EVRD
10 mesh Tov Ba NTav oToV Aépa, LE UMOTELEGHO VO ELPAVIGTOVV OVETIOOUNTEG CLYKPOVGCELG LE
aVTIKEIUEVO M VO, emNpeaoTel TO GAue pe un @uowkd tpoémo. H viomoinom tov dAuatog
nepthapPdvel tov voloyopud e peAAOVTIKYG B€omg Tov maikTn kot TV ekToggvon tov Agent
péom tv nodes Suggest Projectile Velocity Arc kot Launch Character.

Slash: H extéleon g evépyelog mov oyetiletot pe v amddocn Damage kol v avomapaymyn
OTTIKOOKOVOTIK®V €0 pécm tov custom event Slash & Damage, 1 dwoakomn g emPpadvvong
ToVv Ypovov pécw tov SetGlobalTimeDilation kot 1 amdxpuyn tov ekovidiov UL H extéheon
TOV TOPATAVED EVEPYEIMY TLPOSOTEITOL GTO TELOG TOL KUOOPIGUEVOL ¥POVIKOD SLUGTAUATOC,
kabmdg to ovykekpuévo notify elvon tomov MontageNotifyState. EmmAéov, mepihapfdvet
EMNPOCOETEG EVEPYELEG TOV VAOTTOLOVVTOL EVTOG TOV blueprint.

Assassination Window. Ot evépyeleg mov oyetilovtol Pe To ¥povikod dlaotnue 6To 0moio o Agent
umopel va Ppebet evdiwtoc oe embécelg Takedown. Qg Montage Notify Window, mepilapfavet
evépyeleg mov ektelovvian otnv opyn (OnNotifyBegin) aAAd Kot 010 T€A0G TOL SLOGTHUATOSG
(OnNotifyEnd). H apyikn mopoddtnon zmepthopfdvel tnv gvepyomoinomn g duvatodTnTog
Takedown kot T@v KOTIAANA®V €iKoVIdi®V o€ mepinTwon mov o maiktng ektéhece €vo Perfect
Dodge. O ékeyyog yivetaw péow tov blueprint interface function GetifPlayerDodgedPerfectly,
EMOTEPOVTOG TO amotédecuo. Mio  emroynuévn mpoomdBelon petofdier T  petafinm
CanBeAssassinatedAndroid (Boolean) cg true evepyonoidvtog to Takedown Kot To gikovidio mov
amekovilel to kovuni Takedown yivetar opatd kot avaPocsPrvel. ZTny mepinT®ON UTOTUYNUEVIG
npoondfslg TO animation OloukomTETOL Kot ot dwadikacieg olokAfpwong g emiBeong
mopodotovvtol uéc® Tov execution pin Onlnterrupted tov node PlayMontage. Avtég
TEPMAUPAVOLY TNV amdKPLYT TOV OTAICUOV KOl TV EIKOVISI®OV, TNV apyIKOToinon HeTtapfAntodv
Kot v oAokANpwon tov task tng emiBeong. Térog, m teAikn mupodotnom petofdiet
petafinty CanBeAssassinatedAndroid oe false, ko omokpoumtel ta gikovidle tov UL v
nepintwon mov o maiktng ekteréoet éva Takedown avapesa otig 600 TLPOSOTNGELS, 1 dVTEPT OF
0o extereotel kabmg To animation Oa otapaTioel dote va avarapaydei avtd Tov Takedown. Qg
€K TOVTOV, 1] CUUTEPIANYT T®V EVEPYEIDV TNG ©TO execution pin Onlnterrupted docporilovv ™
oot Asrtovpyla tng emifeong.
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To oyetikd didypappa g vAiomoinong tapovcidleTol otny ekova 118,

Ewova 118. Aerial Attack Blueprint Overview

Slash and Damage (Custom Event): To Slash and Damage exteAei tnv evépyela enifeong tov Android
kol glvanr eveopatopuévo oto child blueprint BP Enemy Android. YmebBvvo yia v aviyvevon g
Tapovciog evog actor mov pmopel vo deytel damage, to event kabopilel edv to damage Bo amodobel kot
OVOTTOPAYEL TO KATAAANAQ OTTTIKA EPE KO YOVS, AVAAOYQ LE TNV emTLYia TG eniBeong. H aviyvevon tov
mBovov actors mwov emnpedlovion  amd TV emifeon  mpoypatomotgiton  pécw Tov  node
SphereTraceForObjects, To omoio d&yetal o¢ €i60d0 600 onueia: v apykn BEon kot To T€Aog ToL trace.
To SphereTraceForObjects Omuovpysl pio ceoipo Kol EMIOTPEPEL TO TPATO OAVIIKEIPEVO TOL
GUYKPOVGTNKE UE ATV, Holl e TANPOPOPIES GYETIKA LIE T1 GVYKPOVOT).

Ewova 119. Slash and Damage

H ypnon tov SphereTraceForObjects emiéyOnke ovti tov LineTraceForObjects, xafmg topralet
KaAOTEPQ, 0TI VoM Kol 6ToV TpOTo €mibeong Tov omAopol Tov Android, o omoiog ypnoiponotlel omabi.
AOY® TNG QLGIKNG TOV YEMUETPIOG KoL TOV TPOTOL oV eKTEAEl emBETEL, omattel TV aviyvevon otV
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TEPLOYN YOP® ATd aVTO, KoL OYL LOVO G€ o ypappukn mopeia. T Ty apyn tov trace, ypnoyLoroleiton n
tomoBecio Tov Agent, evdd 10 TéAOC kaBopileTton amd 10 dBpolcpHa NG TOMOBECING TOV UTPOGTIVOD
dwavoopatog tov Agent (GetActorForwardVector) kor g petapintig AerialAttackRange (float). H
YPNOM OVTNG TNG HETOPANTAG emTpénel TV avéopeiowon g euPéretog Kot g duvaung g enibeong
avéioyo pe T SvokoAio Tov emmédov N GAlovg mapdyovtec. Avty N uéB0dOG TOPEYEL oL amAn Kot
Gpeon viomoinon ywo TNV Tpocopoinon enibeong pe onadi, Evd emTpENEL TNV EVKOAIO TPOGAPUOYNG TNG
euPérelag g enibeong. Omwg kot 1o LineTrace, to SphereTrace emiotpépel o tiu Return Value
(Boolean), n omoio vwodekvOel av 10 trace yTOMNGE KOmOWOV actor. v wepintwon mov £vag actor
ovykpovotel pe to trace, 1o event kaAel to TakeDamage, 1o omoio exteleiton udévo v o actor mov
o nke vrootpilel To avtiotoryo interface (m.y. o maiktng 1 dAlot Agents). To TakeDamage déyetan
¢ €l0000 TapapéTpovg 6nmg To Weapon Damage, tov DamageType ko ™ petafint CanBeBlocked
(Boolean), n omoio, tifeton o€ true. H pvOuion tg CanBeBlocked ce true eivar onpovtikn, kabmg
EMTPEMEL TNV OMOKPOVOT| TNG EMiOENC, €6V 0 TAUKTNG TNV ATOKPOVGEL EXTVYMDC. 1€ QLTI TNV TEPITTMON,
10 damage dgv B amodobel, cuppwva pe Tig cuvinkeg Tov avortuyOniav oto Macro CanBeDamaged
tov component BPC Damageable. Xmn ovvéyewa, to. nodes SpawnEmitterAtLocation ot
SpawnSoundAtLocation ¥pnciLoTolovvVTaL Y10 THV OVOTOPAYMYT TOV KOTOAANA®Y OTTIKAOV £QE Kot YOV
OV GLVOEOVTOL UE TN CVYKPOLGT), TAPEYOVTOS OVATPOPODOTNON GTOV TOIKTN CYETIKA e TNV EMTLYIO N
v amotvyio ¢ emibeonc. Télog, av dev yivel kdmol GUYKPOLGN WE actor, ol €VEPYELEC AmOOOGNC
damage kot onTIK®OV £PE TAPUAEITOVTAL, KOl EKTEAEITOL LOVO 1| AVOTOPAYWYT TOL NYOV.

Roll (Input Action Event): To cuykekpiévo event givar vmevfuvo yio v €KTEAECT] TOL GLVOAOL TOV
gvepyelmdv mov oyetilovtan pe v kivnon amoguyng tov maiktn. Ot evépyeleg avtég meptloufavoovy v
OVOTOPOY@YT TOL animation OTOEVYNG, TOLS EAEYXOVG TTOL aPOopovV TNV ekTédeot Tov Perfect Dodge kot
TNV EVEPYOTOINGT TMWV ONTIKOOKOVGTIKOV €PE TOVL gvioyvovv tnv eumepia tov moiktn. To event
vAoTOlEiTaL €VTOC TOL blueprint Tov TaikTn Kol Umopel va evepyomombel pe To0 TUTNUO TOV AVTIOTOLYOV
Kovumoy omd tov maiktn. To animation tng kivnong amnewovilel o ypriyopn kol eVEMKTN Kivnon Tov
YOPOUKTN PO KAODC EKTEAEL [LLOL GTPOPT], LETOKIVADVTAG TOV UE GUYKEKPIUEVT TOYVTNTO OE UKPT] OTOGTOOT).
H «xivnon pmopei va mpaypatomomBei npog omoladnmote katevBuvon OmwG mPog To EUTPOS, TPOS T
Ay 1 TPOG Ta oW, avAAOYa LE TNV KATELOVVOT OV EYEL 1 KAUEPQ TOV TTOUKTY).

H «xivnon Roll amodidel otov maiktm mpocwpwvr avocio. otnv emiPoArn damage amd v emibeom
AecrialAttack epocov exteAeitar  evtdg TOL  YPOVIKOD OloTHMOTOS 7oL  kabopiletar omd TO
MontageNotifyState oe ké0e animation. EmutAéov, 1 kivnon umopet va yapaxtnpiotei wg Perfect Dodge,
€QV TANPOVVTOL GLYKEKPIUEVEG GLUVONKEG, KabioTdvTag Tov Agent evdimto oe emiBéoelg Takedown. O
YOPOKTNPOHOG NG kivnong g Perfect Dodge mepilapfdver xor v ektéheon &vog Guvolov
OTTIKOOKOVOTIKAOV £0€, TA 0ol evicyvovy v aictnon eupoudiong kot mapéyovv caen ovddpacn GTov
TOUKTN OTL U0, GTLLOVTIKY EVEPYELN £XEL TpaypoTomoOel. Xvykekpuéva, eppaviletat éva eucovioto Ul to
omoio amewovilel 10 kovunmi mov ovtwotoryel oty emiBeon Takedown kot o ypodvog ToL TOUYVISLOD
empPpoadvvetar Yoo €vo HKPO YPOVIKO dtdotnua. AKOUn, eueavifeTor €vo QOTOYPAPIKO  iyvog
(Afterlmage) Tov maiktn ™ otyun mov ektedel 1o Roll, evd Towtdypove avamapdystor €vag
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XOPOKTNPIOTIKOG Mxoc. H otiyun 6mov o maiktng exteAel pe emtvyio éva Perfect Dodge evtog tov
oy vidlov, anewkoviletal otny eikovo 120.

N MANS LAND 8:4.1.3

D MAN'S SWITCH

Ewova 120. Roll & Perfect Dodge Scenario

To ocvykekpévo event EeKIVA LLE TNV EKTEAECT] TOV OTOPOITNTOV EAEYY®V TPOKEUEVOD VO SLOCPUMOTEL
o0TL M evépyela pmopel va mpoypoatomombei. Zuykekpipéva, emaindevetal 0Tt 0 maiktng ogv ekTEAEL 10T
éva Roll, 611 dev Ppioketon og dodikacio extéleong evépyetog Takedown, kabmg Kot dALeC cuvOnKES TOL
kpivovtotl anopaitmres. 'Eva Do Once node ypnoonoteitan dote vo eEacpaiiotel 01t 1 evépyela Roll
oev pmopel va mupodotndel ek véov pExpL vo oAoKANPpmBel 1 tpéyovca extéreon G, Tlapdiinia, N
petaPint IsRolling (Boolean) Aaufdver v tyun true, dnAovovtag Ot 0 maiktg Ppioketol og
katdotoon Roll.

H avorapaymyr tov animation tng kivinong mpaypotonmoteiton péco tov node PlayMontage, 1o omoio pe
™ oglpd tov wopodotei to custom event Start Block Window. To event avtd 0éter ™ upetafint
IsBlocking tov component BPC Damageable ce true, mopéyovtag 6TOV MOIKT TPOCOPLVI] CUVVTIKY
katdotaon évovil soepyduevov damage. H katdotoon avthy Swpkel yio ypovikd dibdotnua 0.5
devteporémtov, Omwg opiletar amd t petafAnt) InvincibilityWindow (float), kot emavagépetal otnv
Tiun false pe ypnon tov node SetTimerByEvent, to omoio mpoypoppotiler v opyikomoinon g
UETAPANTAG UETA TNV TAPEAEVGT] TOV GLYKEKPIUEVOD SLOGTILOTOC. £2C OMOTELECLO, O TOIKTNG 7OV EKTEAEL
v kivnon Roll amoxtd mpocwpwvn ovocio ce emBéoelg, yeyovog MOV OMOLTEL TN CWOOTI YPOVIKY|
ekTéAEON NG Kivnong katd ™ dwdpkela pag emibeong Aerial Attack. Mia mpoémpn ektéleon tov Roll
evdéyetar vo. odnynoel oe ANEN TG OULVTIKNG KOTAoTOONG TPoToL M emibeon amoddoel damage, ue
OTOTELEC LA O TOKTNG VO VITOGTEL TAN YL
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Apéomg petd, kaieiton n ovvaptnorn ChecklsPerfectDodge, n omola emotpépet edv to Roll minpoi tig
npovmobéoeic yapaktnpiopod ¢ Perfect Dodge. Xe mepintwon mov 10 omotédleouo givar Ogtikd, 1
petapint PlayerPerfectlyDodged (Boolean) tifeton oe true. H petofint) ovt) olomoieiton ot
ovvaptnon GetlfPlayerDodgedPerfectly, v omoio koAiel o Agent, mpokeyévov va emainbedoel eav
TPENEL VO, adpavomom Ol ¢ amoTELEGUO LLOG ETLTUYNUEVIC OTTOQUYNG.

Y1 ouvéyela, evepyomoleitar to custom event Perfect Dodge, to omoio ovomopdysl t0 GOVOAO TV
OYETIKOV OMTIKOOKOVOTIKOV €PE. AVTA TEPILOUPAVOLY TNV EUEAVIOT] €VOC QOTOYPOPLKOD {yvoug
(AfterImage) Tov TaiKTN KOTA TNV EKTEAEGT TNE OMOPVYNG, TNV EMPPASLVOT TG PONG TOL YPOVOV, LI
oTlyloio €0tioon NG KAUEPOS OTOV TOUKTN, KAODC KOl TNV OVATOpUy®yn €VOG YOPOKTNPLOTIKOD
M TKov €. Téhog, N oAokANpwon M N Tpowpn dtakonh Tov animation Roll tpokaiel v emavapopd
tov petapintov IsRolling xoi IsBlocking oe false, evdd to node Do Once oapyikomoigiton €k véov,
EMTPETOVTOG TNV EMOUEVT EKTELEDT] TNG Kivnong Roll.

Ewoéva 121. Roll Blueprint Overview

ChecklIsPerfectDodge (Function): H evépyeia Roll pmopel vo yopaktnpiotei w¢ Perfect Dodge povo
EPOCOV EKTEAEITAL EVTOC TOV YPOVIKOL Ol0oTHHTOG Tov kaBopiletar and tn petafint Perfect Dodge
Window (float), 1 omoia £yel mpokabopicuévn tun 0.2 devteporenta. QoT060, N TWH TG UETOPANTAG
umopel vo. TPOGOPHOoTEL avAloyd LE TO €Mimedo SVOKOMOG, TNV KATAOTOON TOL TOiKTN, 1 TO
xopaktnplotikd Tov Androids. O €leyyxog tng ovvOnKne mpayuoatomoteital UEGO amd Tr Agrtovpyia
ChecklsPerfectDodge, 1 omoia ektelel dV0 KOPLOLG EAEYYOVE KOl EMGTPEPEL TNV TN true (dnAaodr|, To
Roll eivar Perfect Dodge) epocov tkavomolovvTal Kot ot Vo cuvinKeg Tantdypova, kot false og avtiBetn
nepintoon. O mpdtog éheyyog aforoyel av 1 ) g petoPintig TimeTillHit (float), n omoia
OVOTOPLOTA TOV XPOVO OV GIOUEVEL HEYPL TNV OAOKANp®on Tov MontageNotifyState, eivar peyodvtepn
Tov Pndevdc. Me avtov Tov Tpomo Suceariletor 6Tt 1 xivion Roll ekteleitar eviog tov ypovikov
mopodvpov oL KaOeTE TV amouyn £ykupn, amogedyovtag to damage. O devtepog EAeyy0C GLYKpPIvEL
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mv i ¢ petaPintig TimeTillHit pe ™ petapint) PerfectDodgeWindow, e&acpaiilovtag 6Tt 0
Roll wpoyuatomoteiton £vidg T0L YPOVIKOD TANIGIOV TOL omatteital yuo. vo, yopaktmplotei o¢ Perfect
Dodge. Eav kot o1 800 cuvinkeg ucavomolovvtal, o Roll yapaxtnpiletor wg Perfect Dodge, oAlmg dev
TANPOL TO KPITPLOL KO O TOAKTNG OEV OMOKTA TO TAEOVEKTILOTO, TOV GLUVOLOVTAL LE LTIV TNV EVEPYELQ.
To oyetikd ddrypoppa wtapovotdletor oty gkdvo 122,

= —
[ Check Is Perfect Dodge (& For Each Loop - [ Brancl Return Node

Perfect Dodge Window @

Ewoéva 122. ChecklIsPerfectDodge

Ov oamoutovpevee petafAntés v tov vmoAoyiopd tng tiunig TimeTillHit, énwog n dudpkela Tov
MontageNotifyState, mopéyovror péow g petapfinme Active Android Attacks (Array), n omoia
mepthapPdvel 6Aeg Tic evepyég embBéoeig AerialAttack mov ekteAovvtonl Tawtdypova kaTd Tov Taiktn. H
¥PNoN NG HeTAfANTAC avThg eivar amopaitntn, KOO LIAPYEL 1 dVVATOTNTA O TOAKTNG VO OEXETOL
tavtoypoveg embéoelg AerialAttack, koBepio pe S0pOpeTIKN ¥POVIKY OAPKEWN. XVVERMG, KAOE Véa
enifeon mpoaotiBetor dvvapkd oto Active Android Attacks array kotd tnv évapén g Kot aeopeitot pe
v OMOKANP®ON ™G Héow® ovtiotoywv functions. H dwuyeipion avt) viomolgitor oto blueprint
MontageNotifyState ActivateAttack. Zvykexpipéva, katd tnv evepyomoinon tov dwoothnpatog Notify
State mov opiletor oe kabs animation enifeonc tov Agent, n enibson mpootifetal oto array péc® TOV
function Received NotifyBegin, 1o omoio Kotoypdget kot 1 povikn SLdpKELD TOV EVEPYOD OL0GTILOTOC.
Ye avtd 10 onuelo, akoun, mopodoteitan M omekdvion tov Ul ewovidiov péowm tov function
ActivateAerial AttackUI. Avtictoya, uécm tov Received NotifyEnd, n cvuykexpiuévn emnibeon agoipeiton
amo to array. Me avtdv tov tpomo, 1 cuvaptnor ChecklsPerfectDodge pmopei va agloroynoet 6deg Tig
TPEYOVOEG EVEPYEG EMDECELS, TPOKEUEVOD VO TPOCOOPIcEL €AV M Kiviorn TANPoOiL To. KPLTHplo Yio,
yopoktnpopd ¢ Perfect Dodge. Ta functions Received NotifyBegin kot Received NotifyEnd tov
MontageNotifyState mtapovcidlovtar oty ewcova 123.
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Received Notify Begin

Mesh Comp Target Target Return Value
Animation @ Attack Duration @ Duration
Total Duration @+

Event Reference

("F et Owner

Target Return Value

& Dea vate Current Attack [ =

B Received Notify End B8 Return Node

Mesh Comp ] Target Return Value
F Get Owner

Animation

Event Reference Target Return Value

Ewova 123. MontageNotifyState ActivateAttack

8.5. Seeking State

Kotd ™ odpkea tov Seeking State, o Agent ektelel extetopévn avaltnon oto TePPAALOV TOVL UE
OKOTO TOV EVIOMIGUO €YOPIKNG TOPpoLGing. AV Kt 1 AeltovpylkoTnTa Tov State TapovGtdlel OLOIOTNTES
pe exetvn tov Investigating, O10(POPONOIEITOL OVGIOOTIKA ®C TPOG Tn Oldpked Tov, Tov Pabud
embetikdtnTog Tov Agent, Tov TPOMO AVTIOPAONG TOV, KOOMG KOl TO OMTIKOOKOVOTIKG €PE TOL TO
ovvodevovv. H petdfaon oto cuykekpipévo State dbvotar vo mpordndel amod tpeig faotkods mapdyovteg:
(1) 6tav o Agent, katd tnv ektédeon tov Detecting State, ydvel ontikn emapn pe Tov moiktn Alyo mpv
0AOKANPMGEL TV TANPT avoyvapion tov, (2) otav, Kot v ektéleon tov Attacking State, o moiktng
OTTOUOKPOVETOL TTPOCO®PVE amd To omTikd medio tov Agent, kot (3) O6tav o Agent evromicel &vov
€€oVoeTEPOUEVO COUUOYO. ZTIG OV0 TPMTEG MEPUTTMGELS, 1| LETAPAON GLVOSEVETAL OO GTOXEVUEVOL
OTTIKOOKOVOTIKA €QE, TO, OTOl0, EVIGYLOLV TNV OVTIANYN Tov Taiktn 0Tt 0 Agent BpiokeTor o (pdaon
embeTikng avalntnong.

Kotd v extéheon tov Seeking State, o Agent e£etalet 51000y 1KA TOAAATAES TEPLOYES EKTOG TOV AUEGOV
OnTIKOVY TOV 7ediov, ue emikevipo To omnueio mwov mpokdiece to oyeTkd epébicpa. [Mapauével oe
ETOOTNTO EMIOEOTC, OMAGUEVOS KOl ETOLHOG VO OVTIOPACEL AUECH GE TEPIMTMOT EVIOTIGHOD TOL TOAKTN.
Hopdaiinia, énog kol oto Investigating State, avamapictator £vosin katdotaong péow gkovidiov Ul
endve omd Tov Agent, evd ywo Tovg Ranged tdmovg avamopdyovtol Kot avtioToryo nynTikd £@é. Xe
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mepintoon mov 1 avalntnon amoPei dxapnr, o Agent emavépyetar 6to Passive State, cuveyilovtog eite
TNV TPOYPOUUOTIGUEVT TOV TEPITOALN EITE TNV TPOCTAGIN TPOKABOPIGHEVOL onpEiov.

Ov Agents tomov Ranged xot Android moapovoidlovv S10KpITéEG GUUTEPLPOPES KATO TNV EKTEAEGT TOL
OLYKEKPIUEVOD State, yeyovog mov odnynoe oty avamntuén ko avabeon eEedikevpévov Subtrees avd
tomo Agent. Ot Booikég dwpopomomoel; eotidlovy otnv Vmapén evepyeldv Omw¢ 1 OTAoN, TO
animations avtidpacong Kot ot MyNTKoi ddAoyol, mov vAomowovvtar pdvo otovg Ranged Agents kot
napoAeinovtol otovg Androids.

O mBavéc sloepydueveg petafaoelg tpog to Seeking State mepiiappdvovv: amd Detecting (Adyog 1), and
Attacking (Adyog 2), kaOd¢ kot and ta Passive ) Investigating States (Adyog 3). Avtictoya, n £€£000¢ amd
10 Seeking State odnyel oe: Attacking, epdoov evromiotel €x0pdg Passive, av n avalinnon omotoyer
Dead, oe mepintmon eovdetépmong tov Agent kot Investigating, av o waiKINg ¥PNOOTOMGEL TO
avtikeipevo Bottle. H televtaio mepimtoon ocuvvendyetor petdfoacn omd o KOTAGTAON VYNANG
emBeTKOTNTOG OF o o TafNTIKY, Kot Yol VoL EMTPARE], amoteiton vo pnv vadpyovv dAlol Agents Tov
€YOVV OVOYVOPIGEL TNV TOPOVGia TOV maikTr, 0mwg opiletor ot Asitovpyion Handle Sensed Sound. Mg
Tov Tpdmo avTd, dceaiiletor 60Tt 0 Agent dev pmopel vo yeipaymynbel gdkola katd Tn Sldpkeln
TEPLOdV EVTovNG €XOpikng dpacTnploTTaS.

Y10 mapov Keparato Bo avaivbei n vAomoinon Tov cuykekpluévon State, 1 AEITOVPYIKOTNTA TOV, KAOADC
kot To. empépovg Tasks kat Functions mov to vrootnpilovv. Idwitepn éupacn Oa dobei otic Asttovpyieg
OV EVEPYOTOOVV TO State, oto epyoieio avomapdoTaong TV avIdpdcemVy, Kabdg Kol oTa assets Tov
dnuovpyndnKay yio Ty TARPN EVEMUATOOT ToV 610 ekdotote Behavior Tree kdbe tomov Agent.

8.5.1. Seeking Behavior Tree Overview

H evepyomoinom tov Behavior Tree yio 1o Seeking State mpaypatomoleitor pécw aloAdynong cuvonkmv
oTo emimedo tov State Selector, Paciopéveov oe tuég tov Blackboard. Zvykexpipéva, 1o vrodévipo
gvepyomoteiton 6tav 1 petafAnty State Aapet tnv Ty Seeking. Ta cUVOAQ EVEPYELDY OPYOVAOVOVTOL GE
Eexmprotad Subtrees avd tomo Agent: to BT Subtree SeekingEnemy agopd otovg Agents tomov Ranged,
eved 10 BT Subtree SeekingAndroid otovg Agents tomov Android. Kot ta 600 ypnoyomolovvial HEcwm
Run Behavior tasks evtog twv Behavior Trees tov avtictorywv Agents. To Seeking State tomoBeteitan
lepapyd avapeco oto States Attacking kou Detecting, amoktmvtag tnv evOedelyuévn TPOTEPALOTNTA
EKTENEOT|G.

Ranged Agent Subtree

To vrmodévtpo yia Tovg Ranged Agents Eekiva pe évav Boaotkd Selector, o omoiog emiéyel avdiueoa oty
EKTELEDT] TNG EVEPYELNG OTAIOHOV Kot otV évapén Tov Sequence avalitnong. Av o Agent dev pépeL TO
OmAO GTO YEPL TOV, TOTE AKLVNTOMOLEITOL KOl eKTEAEl TV evépyeto, omhone. H dwadwkacio avalntnong

opyavaveral o€ Tpia Pacikd Sequences: GoToLastKnownLocation, Seeking kot Finish Seeking.
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GoToLastKnownLocation: O Agent petaxweitor péom tov task MoveTo ot10 onueio amd T0
omoio TponAbe 10 epédicua Tov mTpokdAese T petdfacn tov oto Seeking State. To onueio owtd
opiletar uécsw tov Blackboard Key PointOflnterest, to omoio Aaufdavel tiun kot tnv ektéleon
OV function SetStateAsSeeking. [pw ™ petaxivnon, 10 task
BTT StoreLocationPriorInvestigation kotaypdoeel ) 0éom tov Agent, TPOKEWEVOL GVTOC VO
emoTpéyel kel Petd v oAokAnpwon tov State. To onueio eotioong exkabapiletar, gvd n
TayvTnTa Tov Agent tifeton o Sprint, yio péytotn kivnrikdmra. To Sequence OAOKANPOVETOL UE
to task BTT StartSeekAnim, 1o onoio gvepyomoiel animations avtidpaong otav o Agent @TUoEL
670 GNUEID TOV EYOGE OTMTIKY ETAPT| LLE TOV TOAKTY).

Seeking: Katd v avalftmon mbavov Bécemv amdxpuyng tov maiktn, o Agent petafdidetl tnv
TayOvmtd tov o¢ Jogging mote va Kwveitor ypriyopo, OAAG OloKpLTd To opyd omd TV
mponyovpevn @don. Extedel éva EQS Query yia vo evtormicel mbava onueio evolapépovtog,
petakveitol og ovtd Ko, etavovtog, petafoivel og Idle tayvtnta. Lto onueio avtd extelel
animation avalnmong uéow tov task BTT Seeking Animation, dtapopetikd omd 1o animation
Tov TpdTOL Sequence. To cvykekpévo Sequence emavolapfdavetar 600 Qopés Lésw Decorator
Loop, e€acparilovtog TOAATAEC OTOTEIPEC EVIOTIGUOD.

Finish Seeking: To tpito Sequence ekkabapilel To onpueio eotioong TOV Agent KoL TOV UETAPEPEL
oe Passive State. EmmAéov, to task BTT BehaviorVoiceSFX evepyomotel nMyo-daidyovg,
VITOONAMVOVTOG TNV OAOKANpmor TNng ovalnInong Kol TNV EMOTPOQN o€ Un EmOETIKN

KOTAGTAOT).

Ewova 124. Ranged Agent Subtree

Android Agent Subtree

H éxdoom tov vodévipov yio Tovg Agents tomov Android dapopomoteital ¢ TPog TIG AEITOVPYIEG TOVL
amovotdlovy Adym g eUoNg TV yopakTpwv. H dadikacio OTAIoNG dEV VEIGTAUTOL KOl GUVETMS TO
dévipo Eexvd omevbeiog pe v ektéleon tov mPdTOL Sequence. Avti Yo animation avtidpaong,
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ypnowomoteitan éva Wait task, emrpénoviag otov Agent va cuveyicel apécmg v avalnmon, yopig va
emdeifel kMmoo €100¢ GLVALCHNUOTIKNG 1 PLOIKNG AVTiOPAoNC 6TO onueio andAgiag Tov Taiktn. Eniong,
to task BTT BehaviorVoiceSFX napaieinetal, kabhg ot Android Agents oto mapov Project dev
EKPOVOVY NYNTIKOVG SIHAOYOVG,.

2 RoOT

|

1 Sequence
e

i

'\ |

®
. ki

1 GoToLastKnownLocation © Loop
i eking

o b

‘s Z/BTT SetMovementspaed = MovaTo

Ewova 125. Android Agent Subtree

Ta Tpn ypoaenuato (Blueprints) tov 600 vrodévipmy Yo, TOvg TOTOVE Agents TOPOLGIALOVIOL GTIC
ewkoveg 124 won 125, ot omoieg amewoviCouv Tn doun KoL TV pon ektédeong twv empépovg tasks
AVOAVTIKA.

8.5.2. Seeking State Assets

SetStateAsSeeking (Function): To function SetStateAsSeeking, to omoio vAomoieiton €vtog tov Al
Controller, givar vrebbovvo v T petaforn evoc Agent oto State Seeking kou Tnv gvepyomoinon twv
Baocwadv evepyeiwv mov amortodvtor yio. TV opbn Asttovpyic tov ev AOym state. H petafinty
IsEngagedInCombat tifston o€ Tyun False, evnuepodvovtag 1o cbotnuo o o Agent dev Ppioketon TAéov
o€ evepyn eumlokn, onwc cvpPoivel oto Attacking State. H evépyeta avt) e€aocporilel v kaTdAANAN
OEUTAOKT] OO KOTOOTACELS MAYMG, TPokeEvoy va Eekivhoel dwadikacio avalptnong. Axoun, to
ewkoviolo Behavior State Icon yivetar opatd omewkovioviag to State tov Agent péow tov function
Behavior State Icons pe v emhoyn Seek. Téhog, avabétovror ov Typég Tov Blackboard Keys State kot
PointOflnterest, pe to tpmto va waipvel v Tun Seeking, kot 1o dgdtepo v tedevTaio Totobecia Tov o
maikTng NTav opotdc amd tov Agent, 1 omoia Aapupdvetat o kdbe kKAnon tov function wg gicodoc.
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Ewova 126. SetStateAsSeeking

SeekAttackTarget (Custom Event): To SeekAttackTarget amotelel éva custom event, 10 omoio
Aettovpyel ¢ wrapper yu v opoAn petdPfaocn evog Agent oto Seeking State, evoopot®vovTog T
AOYIKT Olayelpong oAV TeV THAVOV TEPUITOCEDV TOV WUITOPOVV VO TPOKAAECOVY TNV €V AOY®
petdPoom. To Event viomoiel dlopopomoinuéveg evEPYELEG, AVAAOYO UE TO TTANIGIO OV 0ONYNOCE TOV
Agent 61N CLYKEKPIUEVT KOTAGTOOT.

Ewwdtepa, oty mepintwon omov évag Agent uetafaivel oto Seeking State omd to Attacking State 1) and
1o Detecting State,evepyonoteitar €va onTIKOOKOLOTIKO €0€. To epé avtd €xel S1TT0 PoOAO: APEVOG,
onNUaTodoTel oToV TOUKTN TV EvEPYOTmoinon ¢ Katdotaong avalnmong ond tov Agent Kot, AQETEPOV,
EVIGYDEL TNV OENYNUOTIKN GLUVOYN Kol aTtudc@alpe Tov moryvidlov. To geé omoteleitoan amd évov
YOPOKTNPLOTIKO MYNTIKO TOVO KOl TNV TovTOYpovn ektéleon evog Niagara Particle System, 1o omoio
amodidel éva ontikd iyvog (Afterlmage) tov moiktn oto axpiféc onueio 6mov ¥abnKe N OXTIKN EMAPY],
oNUOTOd0TMVTOG TO onueio avalntnong tov Agent. Xe avtifeon He TIG TOPATAVEO TEPIMTOCELS, OTAV M
petdPoaomn oto Seeking State mpokaieitor and v aviyvevon evog eEovdetepmopévov cuupdyov Agent, To
OTTIKOOKOVOTIKO €0¢ mapodeinetar. H amovoia tov €pé ogeiletar oto yeyovog 0Tl 0 Agent, ot
CULYKEKPIUEVT TIEPITT®ON, dev evtomilel dueoa Tov maiktr, oAAd ekKivel o Sadikacio avalntmong otov
YOPO YOp® omd Tov ovppayd tov. H ewdva 127 amekoviler v exkivnon tov Seeking State, oTic
nepmtdcelg petdfaong tov Agent and ta States Attacking 1 Detecting.

201



b

Ewova 127. AfterImage Effect Demonstration

H ektéleon TV OnNTIKOOKOLOTIK®V €PE VAOTOEITAL PEG® NG ocvvaptnong OnSeekingStarted, n omoia
elvar viAomomuévn oto Blueprint tov maiktn. Baowkn mpoimdbeon yia tnv evepyomoinon ¢ givar
Kavomoinom g cuvnkns mov opiletor and to function ShouldPlayAfterlmage, cOpewva pe to omoio o
mAM0o¢ Tov Agents oL dpovv EMOETIKA Katd TOv ToikTn dev mPEmeL va vepPaivel Tov apBud éva. Me
OVTOV TOV TPOMO OTOPEVYETOL 1| TOAAATAN EVEPYOTOINGCN TOV €PE, Yeyovog mov o pmopovse va
dNUoVPYNGEL GVUYYVON N VA SlaTaPAEEL TNV 1COPPOTLD TOV TTOLYVISLOD.

>
SeekAttackTarget (Wrapper)

7 Should ey Rfer image

Ewova 128. SeekAttackTarget

Katomv g extéreonc tov gpé, to function SeekAttackTarget kaiei to function SetStateAsSeeking, to
omoio dlayepiletar v petdPacn tov Behavior Tree oto Seeking State. Tovtdypova, ekteAeiton ToO
function DecrementEnemiesActive, 1o omoio peidvel tov aplud tov Agents Tov KOTOYPAPOVTOL ®G
gvepyd emrtifépevol Katd Tov ToikTn, Tpocapudlovtag dvvapkd Ty €xOpikn dpacTnplOTNTO GTO

nepPdArov tov Tayvidtov. H dadikacio ohokAnpdvetor pe tnv kAnon tov function BehaviorVoiceSFX,
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VIEVHVLVO Y10 TNV AVOTAPAYDYT] TOV NYNTIKOV SLOAOY®OV TTOL GNIATOS0TOUV aPeEVOS TNV €160d0 Tov Agent
oto Seeking State kol agetépov v ortio TG petdPacnc. Ot didAoyor awtoi Agltovpyodv TOGO MG
NYNTIKE epebicpoTa Yo ToV TOiKTn, 060 Kol MG OPNYNUOTIKOL OEIKTEC TNG CUUTEPLUPOPIKNG KOTAGTACNG
tov Agent. To oyetikd didypappa e viAomoinong tov SeekAttackTarget mapovoidletor otnyv eikdvo 128.

Me avtd tov Tpémo, m SeeckAttackTarget amoteiel por KouPikn cvvdptnon ywoo T Swyeipion g
UeTAPOTIKNG GLUTEPLPOPAC Tov Agent mpog to Seeking State. Méow ¢ evomoinong TV AELTOVPYIOV
avTidpaoNG, OMTIKONKOVOTIKNG CHUOVONG Kot dlayeiptong katdotaong, to function eEacpaiilel 611 N
petdPfoon tov Agent givol AEITOLPYIKG GULVETNG, CQPNYNUOTIKG TEIOTIKY KOl TPOGOPUOCUEVT] OTO
€VPOTEPO TANIGIO SPAGTNPLOTNTAG TOV TOLYVISLOV.

ShouldPlayAfterImage (Function): To function exteheli 7Tov éleyyo ovomopay®yng TOL
OTTIKOOKOVOTIKOV £0€ oL onuatodotel Tog évag Agent avalntd tov maiktn. To function vAomoteitot
oto Al Controller kot emtotpéPet To amotérecua Yo kdbe mepintwon.

¥ GetEnemies Active S ———
I L NML (T Branch Return Node

» P e e »

[ Should Play After Image

Yes/ No

GINML

\ddpin' @

T [ Return Node
»
N

Branch
» e B
Conditior ep

Add pin @

Return Node
»

Yes/No

Ewoéva 129. ShouldPlayAfterImage

O éleyyog PacileTon og dVo petafintés: v aképota petoPAnty EnemiesActive, n onoio Kataypdagpel Tov
aplBpd tov Agents mov Ppiokoviol gvepyd o€ emMBETIKN KOTACTAON OTEVOVTL GTOV TOUKTN, KOl TNV
Boolean petapAint) IsSeekByDetection, 1 omoior vwodnAdvelr av 1 upetdpoon oto Seeking State
TPoKANONKE amd aviyvevon kail Oyl amd AUEST] EUTAOKN o€ payn. Zvykekpipéva, 1 IsSeekByDetection
Aappdvetr tnv Tiun true 6tav o Agent gigépyetan oto Seeking State e€attiog anmdAglog Tov TOikTN OO TO
onTikd Tov medio katd T acn tov Detection, evd mapouével false otav N petdfoocn opeiretar g ££060
amo to Attacking State.

H ouvOninm avorapaymyng tov epé wavomnotgital o€ dvo mepumtmoelc. [lpdtov, 6tav o televtaiog Agent

7oV &lye avtiinebdei tov maiktn petaPaivel oto Seeking State, dnlodn otov N puetoPpAnty EnemiesActive
éxer Ty 1 o tavtoypova 1 IsSeekByDetection eivor false. Aevtepov, 0tav kavévag Agent dev €xet
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OTTIKT EMAPY LE TOV TaikTN Kot 1 petdfaocm oto Seeking State yivetan péow g dadkaciog aviyveoong,
om6te | EnemiesActive givon undevikn kot 1 IsSeekByDetection éyet Ty true.

H petafinty EnemiesActive owmnpeitor  dwopkd¢  emkoupomomuévny  péow tov  function
IncrementEnemiesActive ko1 DecrementEnemiesActive, ta omoio koAovvtor kdabe @opd mov
petafdidetonr n katdotoon evog Agent Ko mpocsapuolovv avtictorya v Twn g H mpooextikn
dweipion Tov petaPAntov avtov eEacearilel 6t n ovvdpmon ShouldPlayAfterlmage aviamokpiveton
pe axpifeid otig ovVONKEC TOL TOYVISOD, JTNPOVTAG TNV EVidio EUmEPiO. Yo TOV TOIKTN Kol
So@oAlovTag TNV aIpOCKOTTN LETAPACT] AVAUESH OTIS KOTOOTAGELS vTOg Tov Al cuoThioTod.

Me avtdv oV TpOTO amoPeVYETOL 1] VIEPPOALKN | EMOAVUAAUPOVOUEVT EVEPYOTOINGN TOV €QE, 1| omoin O
UTOPOVGE VO 0ONYNOEL G OMTIKOOKOVOTIKN KOTMGT TOL TOUKTN, €0KH OE TEPIMTAOCELS OOV TOAAOL
Agents petafaivouv oto Seeking State Tavtdypova 1 6€ GUVTOUO XPOVIKO SLAGTI L.

IncrementEnemiesActive kot DecrementEnemiesActive (Functions): To function givol vrevfuva yia
™ duvoukn dayeipion g petofAntic EnemiesActive, 1 omoio oviurpoowmevel tov aplOud Tov
evepyov Agents, onAadn TV Agents Tov £MOLV WANPY EMYVEOON TNG TOPOVCING TOV TOAKTN KOl
Bpiokovtor oto Attacking State. H cowot) mopakoiovOnon avthg g uetafinmg sival kaboplioTiknig
onuUaciog yo T pOOUIOT OPIGUEVOV AELTOLPYIOV ToL Al, OTmMG M avamapay®y] TOV OTTIKOOKOLGTIKOD
epé katd ™ petdfaon oe Seeking State.

H vlomoinon tov ovykekpiuévev functions £yet mpayuatomoindei oto blueprint tov Gamelnstance, to
omoio amotelel evompatouévo ototyeio ¢ Unreal Engine xor ypnouomotgiton yioo v omodnkevon
OEJOUEVMV TTOV APOPOVV TN GUVOAIKT KOTAGTOGCT TOV TOLYVId00, aveEdptnto amd Tov KukAo (NG TV
emuépouvg Actors. H ypiion tov Gamelnstance w¢ tomobesio vAomoinong e€acparilel 6Tt n petafinm
EnemiesActive gival kowvdg mpooPdaoiun Kol tpomonomon and 6lovg tovg Agents, dtaceparilovrag
£TG1 GLVETELN OTY| OLOYEIPIOT) TG TANPOPOPING KOl ATOPLYT TOTIKAOV OTOKAIGEWDV.

H Aertovpyia tov IncrementEnemiesActive koleiton kabs eopd mov évac Agent eigépyeton 6to Attacking
State, avédvoviag «otd pio  povado T petaPint]  EnemiesActive.  Avtictoya, 1
DecrementEnemiesActive koleitan 6tav o Agent amoywpel amd v eMBETIKY KATAGTOCT, LETOPAIVOVTOG
0€ OTOLOONmOTE GAAO State, peldvovtag tov apldud katd pio povdada. Qotdco, yo vo, amogevydodv
CQAALOTO KATO TNV EKTEAECT], OTMG 1| UEI®ON TNG TWNG TNG HETAPANTNG o8 Tepmtdoelg 6mov o Agent
dev elye Ppebel mpomyovuévmg oto Attacking State, spoapuoletor €Aeyxoc HEC® TNG METOPANTAG
IsbyDetection (Boolean). H cuykekpiuévn covOnkn daceaiilel tnv mpoctacio tng HETUPANTNG amd
AavBacpéveg TPOMOTOMGELS, OTMG Yo TapddelyHa o€ petafdcelg and To Investigating oto Passive State.
To oyetikd ddrypaupa tov functions mapovcidletar oty ekdvo 130.
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Ewova 130. IncrementEnemiesActive & DecrementEnemiesActive

H 1tpérovca tun ¢ petafintic EnemiesActive elvar mpooPdaciyun péow 1Tng ovvdptnong
GetEnemiesActive, 1 onoia propet va kinbel amd 1o blueprint tov Al Controller, amd to blueprints Twv
emuépovg Agents, 1 kot and to blueprint tov maiktn. AVt 1N dSvVvVOTOTNTA TPOoPEPEL eveAia GTOV
oYEdGHO cuatnrdtov Tov Paciloviol otnv TANpogopia g emBeTikng dpactnplotnTag TV EX0pmV,
emutpénovtag TV dueon aglomoinon g omd dopopeTikd ototyeio Tov cvotiuatog Al katl Tov gameplay
YEVIKOTEPQL.

FirstSeekAnim kot SeekingAnimation (Function): Ta function givon vrevBuva yio TNV avoamapaymyn
TV animations avtidpaong katd tnv ektéieon tov Seeking State kor vAomolovvtanr e kdBe child
blueprint tov Agents. To FirstSeekAnim avomopdyel To animation Tov eKTEAEITOL KATE TNV OAOKANPOOT
tov Sequence GoToLastKnownLocation, katd to onoio o Agent @tdvel 610 TEAEVTOIO ONUEI0 TTOL €0€GOM
o maiktng. To SeekingAnimation avomapdyst To animation 1oV EKTEAEITAL EVTOE TOV EXAVOAAUPAVOUEVOL
Sequence Seeking, katd to omoio o Agent avalntd mbavad onueio oto omoio pmopel vor KpHPeTan o
moiKTNg Ko Kiveiton pe tayvtnta Jog mpog avtd. H xprnon tov dvo function enttpénet Tov dSoaympiopd Tov
animation Tov ypnolonoleital o kdbe mepinmtwon, avabétovrag oto mpmto function animation e
EVTOVOTEPEG KIVIOELS OE OYECT LE TO OEVLTEPO, MOTE VO, TOPLALOVV Gg KAOE TEPIMTOOT KO O1 EVEPYELES VO
dwapopomotovvtol. Téhog, kabe function OAOKANPAOVETOL LLE TV OVATOPOYOYN NYNTIKOD SeAOYOV, Kot
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v kAnon tov Event Dispatchers First Time Seek End kot Seeking End mpokeipévov ta endpeva task va
mopodobodv uetd ™V oAoKANpwon TV animations ovtidpaons. Ta Swypduuate tov functions
amekovifovtal otnv gwova 131,

First Time Seek Anim

f Random Floatin Range
B Call Gn Firet Time SeekEnd
»

Seek Loop Anim

P
nimation £ %

F Random Floatin Range

[ Call On Seeking End L=
>

Ewova 131. FirstSeekAnim & SeekingAnimation

EQS Seeking (Environment Query System): To Query ypnouomoteital yu v avalimon mbovov
onuelmv petaxivinong tov Agent o1o TEPPAAAOV, TO OTOi0L EVOEXETAL VO LTOONAMVOUY KPLYMVEG 1|
onueia dapuyng Tov maiktn. H Asrtovpyia Tov cuykekpiuévov Query evepyomoteital Katd v eKTELEDT
tov Sequence Seeking, mapéyovtog otov Agent T dvvatdmTa vo Kivnel otpatnyikd oe pia tonobeoio
OV EVIGYVEL TIG TOOVOTNTEG EVTOMIGUOV TOV TOIKTY).

206



H dwdwcocio emhoyng tng tomobeciog Pociletol o po cuvOLACTIK GAPMOOT T®V GCNUEI®V TOL
extelvovtal Unpog amd tov Agent, e£01pdVTOG MGTOCO eKEiva OV PpioKovtal EVIOC TOL OMTIKOL TOV
nediov. [a va emrevyBel avtd, 10 Query a&romoiei To otoryeio "Cone: generate in front of Querier", to
omoio dnuiovpyel mBava onpeio oe oYNUA KOVOL Prpootd amd tov Agent, eEaceaiilovtag 0Tt dev Ba
emieyolv tonobecieg miow Tov M ektog TG KatevbBuvong kivnong tov. EmmAéov, epapuoletor to test
"Path Cost: from Querier", pe to omoio amoppimToviol TO ONUEID TOL OTOLTOVV VLYNAO KOGTOG
petakivinong, onAadn onuovTIKO ¥poOvo Yoo vo @Taost o Agent. Avtd £xgl ™G OMOTELECUO TNV
TPOTEPALOTOINGT KOVTVAV TOTo0eG1dDV e vymAdtepn mbovotnta dtohoyng. TlapdAiinia, to test "Trace"
eCapel amd v emroyn ta onueio oto omoio vVEApyel anevbeiag omtikn TpoésPacrn amd Tov Agent,
EMUTPETOVTOC TNV €oTinoT UOVO o€ gkeiva mov KoAvmtovtal omd eumddia. Ta a&loroynuévoe onueio wov
TPOKVTTTOVV Topovstalovial otny eikova 132, pe v ypnon tov TestingPawn to omoio ektelel o EQS
Seeking.
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Ewoéva 132. EQS Seeking

To onueio mov TeEMKE eMAEYETOL Eival EKEIVO TOL GLYKEVTPMVEL TNV LYNAOTEPT Paboroyia Pacel Tov
mopomave kpunpiov. Etol, 6tav o Agent gtdosl oty tedevtaio yvootr 0éom tov maiktn, Bo capdoel
TIG YOp® TEPLoYEG Kot Bo kvnbel mpog to KovTIvoTEPO onpeio mov PpiokeTar EKTOC TOV ONTIKOD TOL
nediov, avédvovtog Tig mbavotnteg va eviomicet Tov maiktn. H enavdAnymn tov Sequence emttpénel otov
Agent va ovveyicel tn odpwon kol og dAleg mOavég tomobecieg, €VioYVOVTOG TOV PECMGUO NG

GLUTEPLPOPAS avalNTNONC.
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Qot1660, N cvykekpévn dwpopemcn tov EQS PBaciletoar omv mopovsio eumodiov oto mepiBdilov,
YEYOVOG TOV UTOPEL VO TPOKAAECEL QLGAEITOLPYIEG. ZVYKEKPIUEVA, OTNV MEPITTOON 7oL To tests
OTOTVYOLV VO EVTOTICOVV KATAAANAA onueia, nAadn av dgv LIAPYOVY eUmOdI0 UTPOGTA oTov Agent,
kapio tonofecio dev o emdeyel wg onueio avalnnong, e anotéAespa o Agent va TOPOUEVEL GTAGILOG
Kot vo, emavorappdaver avemruymg to EQS Query. H oyedioon tov Level oto cuykekpiuévo project €xet
AGPel voyn avtd 1O EVOEYOUEVO, PpovTilovtag doTe T TOmoBETNoN avtikeévey va eacpolilet
mhvrote TV OIapén eumodiny otnv Katevbuvon tov Agent.

[Mopd tavto, pwo o evéAktn kot a&lomot tpocsyyion Oa NTov n ektéreon tov EQS péocwm evog Custom
Task oto Behavior Tree. Me avtov tov tpomo, kobictator Suvotn €iTe 1) €K VEOL eKTEAEOT EVOG OEVTEPOL
EQS pe dwogpopetikd kpitiplo o€ TEPITTOOT OmMOTLYING, £iTE 1| TANPTG AKOP®OT TG avalnTnong, MoTE Vo
npoywpnoel 10 Behavior Tree oty enduevn cvumepipopikr] akorovdia. H mpocéyyion avti npoceépet
peyoAvtepn otobepdtnto 6t0 gameplay Kol amOTpEMEL KATOGTACELS OmMov o Agent moydedeTO
AELTOVPYIKA AOY® EAAMTTONG TANPOPOpPiag omd To TEPPAAlov.

8.6.  Detecting State

Xe auti TV Katdotoaon, o Agent avtidapfdvetor Evav actor o¢ €x0pikn mapovsia (T.y. Tov maikTn) Kot
Eexva pioe 01001KaGIoL TPOOSEVTIKNG AVAYyVAPIONG TOV OTOXOV, 1 omoia cuveyiletar pEyPL TV TANPN
avtiinyn tov otoyov. H mpdodog avtg g avayvapiong TapakoAovdeitol Hécw Hiog Urdpag tpooddon
(Detection Meter), n omoio avéopeldverol avaloya e To ¥pOvo oL O TaikTng PpiokeTon evidg TOL
onTikoV 7ediov tov Agent, kaBdg kol TV omdctaon petad tovg. H avénon N peiwon g pmdpag
emnpedlel ™ ovumepupopd Tov Agent, ETITPETOVTAG TOL VO TPOYMPNGEL G OLOPOPETIKG States avdloya
UE TO onuelo TG mPOOOOV, EVEPYAOVTOS HE Eva OHOAO Kol peOMOTIKO Tpomo. o mopddetrypa, 6tav M
UTApO YEUIGEL TANPWGS, 0 TaiKTNg Bempeitan evieAdg avTiAnmtoc kot o Agent petafaivel oto Attacking
State. Av, ®61060, 0 ToikTNg Pyel EKTOC TOV OTTTIKOV TTEdiOL TOV Agent TPV YEUIGEL EVIEADG 1| UITdpaL, TO
onueio Tov maiktn Bewpeiton wg epébicpa mpog diepedvnon, pe tov Agent va petafaiver oto Seeking
State. Q¢ ek tovtov, to Detecting State amotelel T0 GLUVOETIKO KPIKO OVAUESH GTIV OVAYVMDPIGT TOV
TOAKTN Kot oTIG evépyeleg ov Oa ektelectodv amd tov Agent. IepthauPdvel o chvoro TV evepyelmv
nov dayepilovran Tig d1dpopeg TEPUTTMOELS, Kabopilovtag T cvounepipopd tov Agent aviloya pe TV
eEEMEN ¢ avayvdplong.

Holvriokotnta ka1 Yioroinon
H vAomoinomn g dtadtkaciog antg Tapovciose GNUOVTIKES TPOKANGELG AOY® 000 KOHPLOV TOPAUETPOV:

o Oruxa Epebiouaro ko Aroyeipion tov Al Perception: H punyavn ypnowonotet to SightSense tov
Al Perception Component yio TNV avayvmdpion OTO0VONTOTE actor OV EIGEPYETAL GTO OTMTIKO
nedio tov Agent, evepyomoldvtog to function HandleSensedSight. Avtd kabiotd anapaitnto tov
S OPIoUO TV EPEDIGUATOY aVALOYO [E TNV TNYN TOVLE, OTMG TOV TOIKTH, TOUG GUUUMYOVG
Agents kot GhAovg Actors. H diapopomoinon ot emtuyyavetol pEcm g avadeons Lovadtkmy
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aplBuov oe kabe tOmo Actor (m.y. ot Agents kol 0 ToikTNG). AVLTOG O OlYOPIGHOG
ypnotpomoteital evtog tov Custom Event OnPlayerSeen, 1o omoio avaiapfavel m dwyeipion twv
OTTIKOV £PEDIGUATOV KOl TOV EVEPYEIMV OV EKTEAOVVTOL GE k(e Tepintwon. Zopumeplhappavet
TNV KaTNyoplonoinon tov epedicudtov, Ty mapakolovinon g tpoddov tov Detection Meter,
KkaBmg Ko Ti¢ petaPdoelg Tov Agent amod state oe state.

o Mnyoviky Stealth: 'Evo, onuovtikd YOpOKINPIOGTIKO TOV GLOTNUATOG €ival 1) SLVOTOTNTA TOV
ToikTn va. kpoPeton amd tovg Agents oe €101k ornueia (StealthSpots), o0mwg .. oe Oduvouc,
axoua ki av gival Oempntikd gvioc tov omtikod mediov toug. Otav o maiktng Ppicketan o€ éval
Této10 omnpeio, N dwwdikacio avayvopiong tov atoyov (Detection) Ba tpémetl va Aettovpyel pe tov
1010 TpOTO MOV AELTOLPYEL OTOV O TTAUKTNG E10EPYETAL 1] EEEPYETOL OO TO OMTIKO Tedio Tov Agent.
Q61660, 1 d1001KAGTN TN AVOYVOPLONG GE AT TNV TEPITTOGCT OTOLTEL SLIPOPETIKY TPOGEYYION
amo T dwdikacio mov cvpPaivel 0Tov 0 TaiKTNg Pyaivel EVIEADS EKTOG TOV OTTIKOV TTEGIOL TOL
Agent, KaO®OG 0 TOIKTNG TAPAUEVEL EVTOC TOV OTTIKOV TESIOV, GALL KPUUUEVOS. AVTN 1] UIYOVIKT|
npocébece pia emmAEOV TPOKANGT 0TV avamTuén, kabdg amaitel cuveyeig eEAEyyovg og dapopa
onuele Tov kOdKo yo va eEacpolotel O6tt 1o Detection Meter ko m pnyoavikr, Stealth
OAANAETTIOPODY COGTA Kol Y®PIG cpaAuaTa.

H avéykm mpocektiknig Sloyelptong autdv TV TopauséTpov omattel TNy a&loAdynon g Katdotaong Tov
Agent (m.y. oe mowo state Ppioketarl) kol TG Katdotaong Tov moiktn (my. av kpOPetar M Oyl oe
StealthSpot). ‘Etot, o1 dtbpopot Edeyyot mpémetl va eKTEAODVTIOL G SLOPOPETIKA GTUEID TOV KMOKA Y10l VO
dtuopoiotel N 6OGTH CAANAETIOpacn HETOED TOV TOPAUETP®V. AVTH 1] TOAVTAOKOTNTO KATAOEIKVOEL TN
onuocio tov Al Controller, o onolog dtayelpiletal T0 chvoro TV evepysldv Tov Agent oto Detecting
State kot ypnoyonotei blueprint interface functions yio v peTaQopd Kol ovAKTNON TOV AmOpAiTNTOV
petapintaov. To Behavior Tree Aeitovpyel GUUTANPOUATIKE, TEPIAAUPAVOVTOS TEPIOPIOUEVEC EVEPYELEG,
KOl TOPOUEVEL GE KATAGTAOT "avOUOVIG", TEPLUEVOVTAG TV OTOGAGCT] YO TNV EKTEAECT] TNG EMOUEVNG
evépyelag tov Agent.

IhOavés Metafacels

O mbavéc petofaceic mpog o Detecting State wpokvmtovy dtav o maiktng €160l 610 0nTIKd TTESIO TOL
Agent evd avtog Ppioketarl ota Passive 1 Investigating states. Edv o Agent Bpioketon 1om oto Seeking
State, 0o exteléoel dueca embetikég evépyeleg. Av Ppioketol oto Attacking State 1| 6€ GAAo state
VYNAOTEPNG TPOTEPALOTNTOC, M OVTIANYN Tov moikTn o€ 0o TPOKOAEGEL OANOYN OTNV TPEYOVLOU.
KatdoTooT).

O petafdoeig and 1o Detecting State mepiapfdvovv:

e MetdPaon oto Attacking State 6tav to Detection Meter yepicel 1 av o maiktng npoxaiéoet {nud
otov Agent

o Metdfaon oto Seeking State av o maiktg Pyst ektdg omTikoD wediov Tov Agent TPV yeEUIGEL
TPOG M urdpa 1 av o Agent avTiAn@Bel 0Tt £vag cuvadeAPog £yl TEDAVEL
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e Metdfaon oto Passive State av to Detection Meter undeviotel (m.y. 6tav o ToUKING KPLPTEL O
StealthSpot)
o Metdfoaon oto Investigating State av o waikTng ¥pNOWOTOCEL £Vo. AVTIKEIUEVO, Om¢ To Bottle,
KT T O1GPKELD TG SLAOIKOGING AVayVMDPIoNG
Avtéc o1 petapdoeic kabopilovral and T c®oT aS0AGYNOT TOV TOPAUETPOY TOV TAIKTN Kol Tov Agent,
LLE TNV TPOTEPAOTNTA OV £XEL OPIGTEL GTO GVGTN L.

O mBavéc petafdoeic Tpog to Detecting State givar dtav o maiktng 16éMDeL 6To 0mTTIKO TESiO TOL Agent
otav avtoc Ppioketal oto states Passive 1 Investigating. Xtnv mepintmon mov o Agent avtiAngbei tov
naiktn kol Ppioketon oto Seeking State, o Agent Qo exteléoel aueca evépyeleg emifeong. Av o Agent
Bpioketon oto Attacking state 1| o kdmolo state VYNAOTEPNG TPOTEPALOTNTAS, L0 GCOVTOUN EVAALOYN
oTNV Katdotaon avtiAnyng dev Ba mpokodéoel oAlayn otV EKTELECT] TOV TPEXOVTOG State.

g aUTN TNV VTOEVOTNTO, TAPOVCIALETOL [0 EMCKONNON TOV TUNHATOg Tov Behavior Tree mov agpopd to
Detecting State Tov Agents, kaOd¢ Ko 1 avaAvomn g VAOToINoNG TG unyovikng Stealth kot tov assets
ov avortoyOnkay yuo v vroompiEn e Emmiéov, Ba efetoctodv To assets kou to functions mov
oyetiCovror pe 1 dwdikacio avayvopiong (Detection), kabBmdg kot 1 epoppoyn tovg oto function
OnPlayerSeen, to omoio &ivar vaevBuvo Yy T GUVOMKY OlOYEIPIOTN TOV ONTIKDY EPEDICUATOV TOL
Tpoépyovtar amd tov Agent.

Behavior Tree Overview

H ocvumeprpopd evoc Agent mov gioépyetar oto Detecting State meptlapfdvet nv axivntonoinon tov, v
€otioo” TOL WPO¢ TNV KatevBuven Tov maikTn, TV Evapén TG OOIKOCING OVOYVAOPLIONG HECH TOV
Detection Meter, kot ™) petéfact| tov og £va and ta mbava states. Zuykekpiéva, 1 €6060G Tov otk
070 OTTIKO Tedio Tov Agent TPOKOAEL TNV OKIVNTOTOINGT TOL G6TO oNEio Tov PpickeTal, Le TAVLTOXPOVN
eotioon otov moiktn ko’ OAn ) odpkewn tov state. [TapdAinio, M dwdikocio mepthaupdver v
avoamopaywyn evog Nyov, evog animation avtidpacnc, kabmg kot v evepyonoinon evog ekovidiov UL, to
omoio eppavifetor otnv 006vn Tov TalikT. AvTd TO £IKOVIdLo avamaplotd o Detection Meter, dgiyvovtag
TNV TPEYOVCH KOTACTOOT TOL Agent Kot TNV avTIANYN TOv, Kol EVNUEPDOVETOL CUVEXDG ko’ OAn
dugpkelo tov Detection. Mg avtdv TOV TPOTO, O TOUKTNG EVNUEPDVETOL UE SOOPACTIKO Kol PEAAOTIKO
TPOTO Y10, TO YEVOVOC, SIVOVTAC TOV TNV €ukalpio, v avTIdpacel avaldyme. Xt cuvéyela, To Detection
Meter avEopeidveral avaloya Le To oV 0 TaikTng PpiokeTot vIog 1] eKTOC TOV onTikoy Tediov Tov Agent
N av kpvPetal oe kdmowo StealthSpot. H tyun tov Detection Meter kabopilel moto state Oa emhééel o
Agent 611 GLVEYELO.

AOY® TG TOAVTAOKOTNTOG TMOV EVEPYEW®V TOL TPUYUOTOTOOVVTOL KOTA TN OlAPKE OVTNG TNG
dwdkaciog, to peyolutepo HEPOG TOv KMotka £xel avamntuybel evtog tov Al Controller. Ot povaducég
evépyeleg mov ekterovvtol péoa oto Behavior Tree gival n akivnronoinorn tov Agent uéo® ¢ aALOYNG
g TayvTas Tov o€ Idle (BTT SetMovementSpeed) kot 1 tomofétnon tov maiktn o¢ onpelo e6tioong
(BTT_FocusTarget). Me avtdv tov TpoOmo, 0 Agent KatevBovel cuvexdS T0 GOUN TOV TPOG TOV TTOUKTN
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060 0VTOG PplokeTon €vTOG TOL OMTIKOL TOV Tediov, emTpémovtag v ovéoueimon tov Pabupod
EVIOTIGUOV avAAloya e To av o Agent BAEmel | &yl Tov maiktn. ZOUe@va pe TNV bAomoinon, ot Agents
tomov Ranged, ot onoiot dabétovy Omha, SloTPOvY TNV KATAGTOCT) OTAMGHOD TOVG KATd TNV £(6000 GTO
Detecting State. Zvykekpyéva, ov o Agent ftov oTAIGUEVOG TPV TN peTdfoorn og avtd To state, Oa
exTeLEDEL T dlodikacio pe o OTAO Tov. Av dev Tov oTAoUéEVOC, dev Ba omAicel Katd TN StdpKeEL TOV
Detecting State. Avtictotrya, ot Androids mov dev dwbBétovv evépyeleg OmTAMoNG M apOTAlong Ogv
emnpealovtor amd avtn T Aoyikr. Ot evépyeleg ektelobvion amd kabe tomov Agent, yU' avTd Kol EYOLV
evoouatobei oe éva subtree (BT Subtree Detecting), 1o omoio ekywpeitar otov Detecting Selector tov
Behavior Tree kd0e Agent. To State tomofeteiton petalv Tov Seeking kot Investigating, eEacpaiilovtog
011 TO states yaunAdTepNg TPOoTEPALOTNTOG Dot SlokoTovV Y100 TV EKTEAEGN TOL, Evd To Detecting State dgv
umopel va dtakowyel éva State vymiotepng mpotepardrag. To oyetucd didypappa angikoviletar otnv
ewova 133.

¥. ROOT
BB_Enemy_Base

il

12 Look Player
Sequence

s

=¢ BTT_SetMovementSpeed =«¢ BTT_FocusTarget
BTT_SetMovementSpeed BTT_FocusTarget:

Movement Speed Al: Idle Focus Target: AttackTarget(Player)

Ewova 133. Detecting State Subtree

O do@PICUOC TOV EVEPYEIMV KOl 1| EVOOUAT®OT Tovug €viog tov Al Controller, oe avtibeon pe to
Behavior Tree, e€ac@orilovv v opbn extédeon tov amopaitntov eAEyyoV Kot TV akpipr petdpoon
TV states TNV KOTAAANAN YPOVIKN] OTIYUR, OTOQEHYOVTOG TNV OVAYKN ovATTuéng TOAANTAGDV KoL
ovvbetwv tasks evioc tov Behavior Tree.
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8.6.1. Stealth System

BP_StealthSpot (Blueprint Actor): O actor avamoapiotd T onueic 610 TEPIPAALOV TOL TALYVIOOD TOL
EMTPEMOVY OTOV TOUKTY VO KPLPTEL amd 10 omTikd medio twv Agents kot mepthappdvel ) diayeipion
EVEPYELDV OV ATOKPOTTOVV 1] Kabiotovv opatd tov maiktn. O actor dwabétel éva Box Collision, to omoio
umopel va tomobeOel e moAhamhd onueia tov Level kot evepyomolel Tig avtiotolyeg evépyeieg 6tav o
moiktng ewoépyeton N e&épyetonr omd avtd, péow tov events OnComponentBeginOverlap o
OnComponentEndOverlap, avtictoyo.

To mpdTo event kadel To function ConcealPlayer, 1o omoio meptiapfavet Tig evépyeleg oV KOOIGTOOY TOV
maikTn aopato amd Toug Agents Kot drpocsPAinto amd T dadikacio Detection. To devtepo event KoAgl To
function RevealPlayer, to omoio emava@épel Tov TaiKT GTNV KOVOVIKY] KOTAGTAGY|, EMITPETOVTAG TNV
aviyvevon tov amd toug Agents. Ta functions avtd vAorolovvTol 6to blueprint Tov maikTn Kot 1 KAON
Tovg Tpaypatonolgital péow tov Blueprint interface BPI Assassination, to omoio meptlappdvel OAec Tig
functions mov oyetifovron pe Tig pnyavikég Stealth, Onmg avaiveTon 6to vVTokePdrato 8.6. H kinomn kabe
function wpotmobéter &1L 0 actor mov aAAniemkaAdmTeTon pe to asset Box Collision @épel to Tag
"Player", diac@aiifovtag OTL 01 gvépyeleg ekTEAOLVTOL POVO Y10 TOV TTOUKTN KOl Ol Yo OTOLOVONTOTE
actor. To Blueprint Tov Asset mapovoidletor v swdva 134,

% @100 4 2812

Ewova 134. BP_StealthSpot

ConcealPlayer (Function): To cvykekpyévo function extedel OAeC TIC amapaitnTeg EVEPYELEC Yo TNV
amOKPLYN TOL ToikTn omd €évav Agent, Kot vAomoleital 6to blueprint tov maiktn. H kevipikny tov
Aertovpyio, givar n avdBeon e tyng g petapinmgc IsHidden (Boolean), n omoio xabopiler v
KOTAoTOOT AmOKPLYNG TOV TTaikT. Avth 1 uetafAnt ypnowonoteital yio eAéyyovc otov Al Controller,
o¢ functions mwov kabopilovv T copmepPopd Tov Agent OTOV 0 TAIKTNG PPICKETOL EVTOG TOL OTTIKOD TOL
nediov, cuUTEPIAOUPAVOLEVOY TOV AEITOVPYIOV 7oL oyetiloviol HE TN OdKacio  aviyvevong
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(Detection). [MopdAAinia, to function evepyomotel Kot £va 101KO OMTIKO EPE GTOV YOUPUKTPO TOV TOIKTY,
TO 07010 OMUATOSOTEL TNV KATACTUGN ATOKPLYTG.

O1 Baoikéc mapapeTpot mov Anednkay voéy” ylo TV vVAoToinomn Tov function givor ot €EXG:

o StealthSpot ko1 Crouched: T'w vo BewpnBel o maiktng Kpuppévog kal ampdsPintog amnd Tto
Detection, mpénel va mAnpovvior dvo mpoimobécels: (o) O maiktng mpémel va PpiokeTon eviog
evog StealthSpot, kau (B) va Ppioketon oe katdotaon Crouched (oxvetdg), yeyovog mov
AVTITPOCHOTELETAL OO TNV T TG petapAnmc IsCrouched (Boolean).

o  Emotpopn oty xotdotacy oporotnrog: O moiktng pmopel va emavélfer oe KoTdoTooM
opaToOTNTOG pécw O0V0 tpommv: (o) E&épyetan amd to StealthSpot, yeyovog mov mvpodotei to
function RevealPlayer, 11 (B) Bpioketaw oe «artdotacn Uncrouched (6pOiog) evtdg tov
StealthSpot, omote Kot kabicToTon opatodg, ympic ®otdco va Tupodoteital to RevealPlayer.

o  Emlcukn kardoroon twv Agents: Edv o moiktng efvon avtiinntog and kdmolov Agent oto Level,
to1E dev pmopel va Bewpn el kpuppévoc, axoun kot av Ppicketor evtdg tov StealthSpot.

o  Merafaoeic uetald twv StealthSpots: H viomoinon npénet va dacparilel Tmg po petdfocn tov
okt amd €va StealthSpot oe éva dALo, ta omoiol GAANAETIKOAVTTOVTOL, OEV TPEMEL vV
TUPOJOTHGEL TNV EMAVAPOPE TNG KATAGTAGNG ATOKPLYNG.

To function Eexwvéd pe v avénon g twng g petapintic HowManyBoxes (Integer), n omoia
avtimpoonevel Tov aptBud twv StealthSpots ota onola o maiktng Ppioketar. Xn cuvéyetn, Kaleitol To
event StealthTimer, to omoio mepthapuPdvel TIC GLVONAKES Yo TNV AmOKPLYT, EAEYXOVTOC TNV TN TNG
petapAintrg IsCrouched kot tov apfud twv Agents mov €xovv emBeTIKT] GUUTEPLPOPA TPOG TOV TOAKTN
puéowm g function GetEnemiesActive. Av 1 petafint IsCrouched ivat true kot o apOudc v evepydv
Agents gival KpOTEPOS TOL UNOEVOS, 0 TOIKTNG TANPOL TIG TPoUTOBETELS amdKpLYNG. ZTNV TEPIMTMOOT)
avtr], To function avabétel 1o 0O epé kar opilel v TN g petafintg IsHidden oeg true. Av dgv
TANPOLVTAL Ol cLVONKEG, TO €0KO €€ apapeitar ko  petaPant) IsHidden maipver v tyun false. H
Aertovpyior tov StealthTimer Paociletor oto node SetTimerbyEvent, to omoio éxet pvBuotel pe v
emoyn Looping kot éxet oprotel n tyun 0,1 ot petaPpAnt Time, dote T0 event vo eKTEAEITOL CLUVEXDC,
eVl 0 Toiktng mopapével evtog tov StealthSpot. Avt m pobuon dwceoriler 6Tt 1 KoTdoTOoN
ATOKPLYNG EVNUEPOVETAL OvVOUIKd, eEaceoiiloviag TV ocmot) Aettovpyio TV EAEYYOV TOL
ypnowomrolovy tn petoPfanty IsHidden kot tv ypiyopn aviamdkpion Tov ORTIKOL EQE.
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Conceal Player

Ewoéva 135. ConcealPlayer

To edkd epé mov evepyomoteital Kotd tnv amdKpLyn ToL Taikt meprhapuPdaver Eéva Overlay Material, to
07010 EMKAADTTEL TOV TOKTT pEe Eva TEMAO dlopavelng 6To Ttepiypappa tov mesh tov. H mpocsOnkm kot n
ATOUAKPVVOT) TOV VAKOD mpayuatomolovvtol uécm tov node SetOverlay Material, oto events
AddStealthMaterial kot RemoveStealthMaterial avrtictoyo. H Ewova 136 oamewovilel to ontikd €pé
OT®G aVTO gUQOVILeTal EVTOG TOV TOLYVIOOD, GE TEPIMTM®ON KATA TNV 0moia 0 ToUKTNG £xEl E1GEADEL Kot
kpvPeton evtdg evog Stealth Spot. To € Aettovpyel wg omtiky £vOelEn ¢ KOTAGTACN S UTOKPLYNC TOL
iKY, cVUPdALovTag TOGO ot d1ddpacT, OGO KOl GTNV KATavonon tov gameplay and tnv mAgvpd Tov
xphoT.

Ewova 136. Conceal Overlay Material
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RevealPlayer (Function): To function RevealPlayer extelel Ti¢ amopaitmteg evépyeieg ya tnv
EMOVOPOPA TOV TTAIKTN 0€ KATACTOON 0patOTNTAS omd TOLG Agents Kol evePYOMOLlEiTOL OTOV O TOIKTNG
e&epyetar amd éva StealthSpot. Onwg kot to function ConcealPlayer, evoopotovetol 6to blueprint Tov
moiktn. H dwdwkacio meptiapfdver tn peiwon tov apBpod tov StealthSpots ota omoio Ppioketon o
moikTng Kot tov €Aeyxo ¢ Ttyng g upetapintmc HowManyBoxes. Edv o apiBuog avtdc eivan
UEYOAVTEPOG TOV UNOEVOC, OLTO orMuaivel OTL 0 Ttaiktng PpiokeTor akduo oe Kamoto dAlo StealthSpot,
omote 1o function dev exteAel mepartépm evépyeiec. Edv o apOude sivar undév, dlokomtetal 1 GOVEXNC
extéleon tov StealthTimer, kabOdg 1 Asttovpyio avt dev eivan TAéov amapaitntn kot Oo emPapvvel Tovg
VTOAOYIGTIKOVG TOpovg. EmmAéov, n petafintn IsHidden opiletan o false ko to €181k £p€ amdkpoyng
apaipeitat.

Reveal Player

an
& alPlayer  £%

& Resel Add Waterial

Target [T ]

Ewova 137. RevealPlayer

8.6.2. Detection

Start Detecting (Custom Event): To Start Detecting sivoar vmedBvvo yio v mupoddtnon Twv
amopoitnTev gvepyeldv katd v &vapén pog Sadikaciog aviyvevong YAomoieitor evidg tov Al
Controller ko1 xaAeiton 6tav wavomolobvTon ot cvvOnkeg Evapéng tng dladikaciog aviyvevons, Ommg
meprypagpovtar 6to Custom Event OnPlayerSeen. To function apywcd petafdler tov Agent cto state
Detecting péom tov function SetStateAsDetecting kow Tvpodotel to function Detection Animation to
01010 TEPLEYEL TIC EVEPYELEC avTiOpaoTG TOL Agent, OTw¢ animation ovTidPUOTG KO OTTIKOOKOVOTIKG £QE
nov omewovifouv T petafoAn Tov Agent 6To state cOUE®VO pe TOV TOTO Tov Agent. XN GLVEXELD,
OVOTOPAYETOL GTOV TOIKTY £VOG YAPOKTNPIOTIKOG NXOG TOV ONUATOd0TEL TG Ppicketor vd aviyvevon,
KoL 0 MYOG OV avamapayeTal eival dla@opeTikog ylo. Kabe tomov Agent, dnAadn GAAOV MO KAVEL Eva
Detection amd évav Agent tomov Ranged xon dAlo av eivon tomov Android. ‘Enetta, dnpovpyeiton va
User Widget otv 006vn 10V Ttaiktn, T0 0moio TapEYEL Le Guveyn evuépOT TV Kotevbvven amd TV
omoia. wpoépyetar to Detection kabmdg Kot T0 Pabud aviyvevone péypt o moikmg va yivel TANPOG
avTiinmrog and tov Agent. H evnuépmon g katebBouvong emtvyydveton pe v enovoilappovopevn
extéheon tov Custom Event UpdateDetectionAngle, to omoio ekteleitor kdbe 0.02 dgvtepdienta
ovpowva pe to node SetTimerbyEvent. Mg avtdv tov 1pomo, Kabe kavovpyla aviyvevon Oa tpochHicet
oamo €vo TETOL0 E€KOVIO0 otnv 000vVN TOL TOIKTH, TOPEYOVTOG TANPOPOPIEC Yo TNV KOTACTOGT TNG
amokpoyne tov. Télog, to Custom Event Start Detection Meter koleitor, dote va exkivnbei m
EVIUEPMOT] TOV UETAPANTMV TOV YPTCILOTOIOVVTOL 0T LETPNOT ToL Pafpov g aviyvevong.
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Ewoéva 138. Start Detecting

SetStateAsDetecting (Function): To function extelel T1¢ amapaitnteg evépyeleg yio T HETAPOAN evOg
Agent oto Detecting State, kot viomoteital vtog tov Al Controller. Aéyetan wg eicodo to reference kot
v Ttomobecio Tov TaiKT), OOCTE VO EKYOPNOEL TO TEPEYOUEVO Tovg oto blackboard keys
AttackTarget(Player) kot PointOfInterest uéow tov nodes SetValueAsObject kot SetValueAsVector.
Axoun, petafdrel to State key oe Detecting péom tov SetValueAsEnum, mpokeipuévov to d€vipo va
emavoéloroynBel kot to tasks tov state va ekkwvnBovv. EmmAéov, n petopint) IsEngagedinCombat
(Boolean) maipvel v tiun false kaBmdg o Agent dev evepyel mAéov embetikd mpog Tov maiktn. Télog, Ta
gwovidla mov amekovifouv Tig kataotacelg Seeking ko Investigating amokpORTOVTAL, GE TEPITTOGCT TOL
o Agent Bpiokdtav o€ £va, omd avTd Ta states.

Ewova 139. SetStateAsDetecting

Detection Animation (Function): To function gktelel TNV avamapoy®yn TOV OTTIKOUKOVGTIKMOV EQE Y10
Kkd0e TOmov Agent. YAomoteitan o€ kdBe child blueprint, mpokeipévov kdbe Agent vo avtidpdosl cOLE®VA
LE TOV TOTO TOV. Zuykekpluéva, ot Agent tomov Ranged avamapdyovv éva animation xotd TO omoio
avTIOPOVV UE TOPaYN, EMALEYOVTOG TO KATAAANAO animation cOUE®VO HE TO AV 1| ATOGTACT TOL TOAKTN
amo avTovg ivorl KovTvi i 0L, 0rtmg opiletar omd to function IsDetectionClose. Me avtdv tov 1pdmo, v
0 moikTng €16€A0e1 6TO0 OMTIKG TEdio TOV Agent amd KOVTIIVI] 0mOCTOCT, TO animation wov o emtheydei Ha
amekovilel ueyolvtepo enimedo Topayng oTig Kvioelg tov. [a kabe nepintmon, 600 mOavE EVOAAUKTIKA
animation UTOPoOLV VO, EKTEAECTOOV GOUUEMOVO, pPe Mo Toyoio petafAnti. e avtd T0o project, Kabe
animation ovtidpaong aneikovilel Tov Agent vo TAPACGETAL KOl VO KIVEITOL TTPOG TOL TIG® KaO®dG avTidpd
OTOV EVIOTIGUO Wog exfpikng mapoveioc. o avtdv tov Adyo, kabe animation éyel tnv emthoyr Root
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Motion evepyomomuévn, @ote o Agent va kivndel cOpeova pe to gkdotote animation. 61060, OLTO
umopel va mpokaAEcEL avemBOUNTN cvumepleopd, kabmg o Agent dev mpolafaivel vo €0TIOCEL OTNV
KatevBuvor Tov TaiKTN, COUPOVA UE TIG EVEPYELES OV ekTeEAoVVTOL 6T0 Behavior Tree. Qg amotédeoya,
Kk@Oe animation avamopdyetal PeTd amd pia xpoviky kabvotépnon 0.2 deuTEPOAENTOV TPOKEIUEVOD TO
task vevBuvo Yo TV €oTioon Tov Agent GTOV TAUKTN VO, EKTEAECTEL KoL émetta, To animation vo, avolapet
TN GLVEYELD TNG KivioTG.

>

Detected Animation

‘-;!' ["Root Motion Anims/Allow Focus Target |
ection Animation ¥ )

¥ Delay M Play Montage

Duration . 5 Skele c B Cal O Detecing End Il

5 self |
F Select

Return Value

Option 1

® Index
F Random Integer in Range Opti Return Value
Add pin @

Option 1

® Index

Ewova 140. Detection Animation

Télog, To function ohokAnpdveton pe v kAnorn tov Event Dispatcher OnDetectingEnd ave£aptitog Tov
TOTOL TOV Agent oL TO EKTEAEL, TPOKEWEVOL VO, KOTAOTEL OLVOTO Y10, TIC EVEPYELEG TOL OKOAOLBOUV TO
function Detection Animation kot amaitoOv pnTd TNV 0AOKANP®OGCT] TOV VO, EKTEAEGTOVV TNV KATAAANAN

OTLYUN.

‘Ocov agopd otovg Agents tOmov Android, n avomapaywyr] animation avtiopaong oev Tapldlel otov
TOmo tovg. Avt’ avtol, to function avamopdyel €vo €W0KO Q€ TOL dNUIOVPYEL €vo €QE TOTOL
NAEKTPIGUOD GTNV EMPAVELD TOL mesh Tovg, onuatodotaviog OTL gidav o exfpikn mwapovoio Kot
eropalovtar va gvepynoovv. H omtikn ovamopdotacn tov Detection Meter kot ot avticTtoryeg
avTdpdoelg yio kb Tomov Agent vTog Tov oy vidlos, anekovifovral otig eucoveg 141 ko 142,
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Ewova 141. Detection Reaction & Widget (Ranged)

Ewova 142. Detection Reaction & Widget (Agent)
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IsDetectionClose (Pure Function): To function vmoloyilel tnv amdctaon petald evog Agent Kot evog
Actor kot viomoteitar gvtog tov Al Controller. Xpnoyonoteitor katd v ektéleon TV animation
avtidpaong oOtav €évag Agent ovtiAnefel tov moaiktn 1 évav efovdetepopévo cOppoyo Agent,
TPOKEWEVOL Vo KaBoplotel To KatdAAnAo animation avtidpaong. ZVYKEKPIUEVO, OEYETOL Evav Actor ®g
€l0000 KOl GLYKIVEL TN JVLOUATIKY] TOL omdoTOon e ot Ttov Agent. Av 10 amotéhecpo sivol
pupdtepo amd 10 pétpa, 10T€ M amdotaon tovg Bewpeiton kovtv) kot To function emotpéeel po
petafint pe tun true. To function opiletarl og pure, KaOMG KAVEL LOVO VTOAOYIGOVS Kal OV UETAPAAEL
TO TTEPLEYOUEVO HETAPANTDV.

7 Remove from Parent
(]

Is Detect e [ s B Return Node
PE——— < S —— -

Detection Target n o 5 Mot Valid 5 b Conditio e
FGelControlled Pawn . cto \

Ewova 143. IsDetectionClose

PlayDetectionSound (Macro): To PlayDetectionSound omotehei éva. Macro vmevBvovo vy v
OVOTTOPOYWYN TOV YOPOKTNPLOTIKOD YOV OV CNUATOO0TEL TNV Evapén TG SLadkaciog aviyveuong Tov
moiktn and évav Agent. KdBe tomog Agent cuvodedeTor amd dopopeTikd Y0, TAPEYOVING GTOV TOIKTN
Jo EMTAEOV TANPOPOPIO GYETIKA LE TO TO10G TOTOC €YXOpov Tov £yl avTIANEOel. Avtd emTuyydveTol
uéom tov node Select, T0 0TOI0 EMITPEMEL TNV AVTIGTOIYION OLOPOPETIKMY NYNTIKOV OPYEI®V OVAAOYO [UE
Tov TOomo tov Agent. H avamapaywyn tov fyov yiveton pe t ypnon g PlaySoundAtLocation, 1 omoia
mailel Tov Nxo oto onueio émov PpiokeTon o Agent, ¥PMCILOTOIOVTOG TO avTioTolyo Attenuation Asset
oL dnuovpyndnke. Me avtdv Tov TPOTO TAPEXETOL GTOV TOIKTN Kot 1 aicOnon g Katevbuveng o’
O6mov mponAbe 0 MYXOC, EVIGYVOVTOG TNV OVTIANYN TOL Yo TO Y®PO Kol TO OTNUEI0 TPOEAEVONG TG
aviyvevong.

310 TAQIC10 TOL GLYKEKPIUEVOL project, 0 NYOC AVTOC AVATOPAYETOL LOVO GTNV TEPITTOOT TOV KAVEVOC
Agent dev éyel evepyonomBei evavtiov tov maiktn, niadny 6tav o aplBudg Twv evepymv Agents givon
undevikodg, KAt Tov eAEyyeTon pécw tov function GetEnemiesActive. Me tov Tpomo avtd dacparileTon
g to mmTikd feedback 0o TpocEépel caPég KAl OVGLUOTIKO VONUA GTOV TOIKTY, CTLOTOS0TMOVTOG TV
TPOTN GTYUN aviyvevong tov. EmmAéov, yio v amopuyr] vrepPoAtlkng 1 GLVEXOUEVIC OVOTOPAY®YNG
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Tov 1010V MOV GE GUVIOHN YPOVIKE Slacthiuata, kaBe Nyog evepyomolel évav pnyavicpnd Cooldown,
eumodilovtag Vv Gpeon exavainyn tov.

Ewova 144. PlayDetectionSound

Create Detection Widget (Collapsed Graph): To cuvventvoyuévo ypaenuo Create Detection Widget
TEPLEYEL TIG EVTOAEG Onuovpyiog Tov ekovidiov ¢ aviyvevong mov epgaviletal oty 006vn Tov Toikn.
Yhomoteiton gvidg tov Al Controller ko wepthappdavel  onovpyio tov User Widget péow tov node
Create Hud Detection Widget ko1 v mpodcBecr| tov otnv oB6vn tov moiktn pécm Tov node
AddtoViewport. EmmAéov, péow tov ereyymv IsValid kot IsInViewport diacpariletor mmg to €1Koviolo
dev €xel NoN dnpovpynBel kot Tmg dev Exel MO Tpootedel otV 006VN TOL TATKTN, ATOPELYOVTOG £TGL TN
dnuovpyio STAOTLRTOV EKOVISI®V Y10, TOV 1010 Agent 6TV TEPITTOGCT HLOG GVVTOUNG EXOVEVEPYOTOINGNG
Tov state.

Ewova 145. Create Detection Widget

UpdateDetectionAngle (CustomEvent): To UpdateDetectionAngle givar éva Custom Event vrehbuvo
Y0 TN GUVEYN EVIUEPMOT) TG KaTehBLVOTG TOV E1KOVISIOL aviyvevomng, Kot vAomoteital oto blueprint tov
Al Controller. H Aertovpyia tov Eexvd pe tov éleyyo IsValid, o omoioc dacparilel mmg o Agent mov
EMIYELPEL TNV EVNUEPOOT] EIvaL aKOUN EVEPYOG Kot OV EYEL dloypael and To emined0, AMTOTPETOVTAG £TG1
TOUVO COAALLL.

H Poocwm Aettovpyio tov event givor vo evnuepdoeEl TNV ONTIKN KATELOHLVGN TOL €1KOVISIOL TTOV
VTOOEIKVVEL OTOV TaiKTN and 7ol katevBuvorn mpoépyetar N aviyvevon. o va emrevyBel avtd, T0
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UpdateDetectionAngle kaAei to Custom Event UpdateAngle, to omoio £xet viomonfel evtdg tov Widget
Blueprint tov gikovidiov aviyvevong. To UpdateAngle vmoroyilel ) yovia petaé&d Tov Agent Kol TOv
maiktn ypnoonowwvtag to node FindLookAtRotation, and émov e£dyeton 1 petapanty Angle (tomov
Float). Ztn ovvéyela, n yovia avti ypnoiponoteital g €icodog oto node SetRenderTransformAngle, to
07010 UETOTPENEL TNV KATEVOVVGN GE OTTIKY TEPLGTPOPT TOV EIKOVISIOV.

© Update Angle

Is Valid [
Input Ob s No ar Is Not Valid [>
— - - HUD Detection
F Get Actor Location

Detection Target Target Return Value @ =0

"F Get Control Rotation
F Get Controlled Pawn F Get Actor Location

Target Retum Value @

Return Value Target Return Value @

Ewova 146. UpdateDetectionAngle

Me avtév ToVv TPOTO, TO EIKOVISIO aviyvevons amodidetol SuVOLIKE o8 £va ONLEL0 TNG aKTivag YOp® amd
TOV TOIKTY] KOl EVIUEPDVETUL GUVEXDG OOTE Vo, delyvel pe axpifela tn Béon tov Agent mov ekTeAel Tn
Stadikooio aviyveuons, TPocEEPOVTAG £TCL GTOV TOIKTH YPNOLUN KOl EVOTIKTMON TANPOPOPTON GYETIKA
LE TOV KivOuVo oL TOV TANGLALEL.

Start Detection Meter (Custom Event): To Start Detection Meter anoteAei Custom Event vrebfvvo yia
TN Sl ElPIoT) TOL GLVOLOL TV EVEPYEIDY OV GYETILOVTAL e TN JAdIKOGI0 OViYVEVOTG TOV TTOUKTN ATd
évav Agent. H viomoinon tov mpaypatomoteiton eviog tov Al Controller kou mephopfdver v
mopoKoAovdnon tov Babuov aviyvevong tov moikTn, TV EVNUEPMOOT TOV €1KOVISiov aviyvevong e tnv
TPEXOLGO TN KOl TNV TVUPOSOTIGT EVEPYELDV COLQOVA LE TOV BABUO 0viXvELOTG Kol TNV KATAGTOOT TOV
ToLyVISLo0.

H dndwkacio Baciletor otn gprion 600 Bocikdv peTafAnTov:

e PlayerDetectionLevel (Integer): Exopalet 1o fabpod aviyvevong tov maiktrn ) 0ed0UEVN Ty,

e Detected Level (Float): Avamapiotd 10 0plo mov, av Eemepaotel, onpaivel 0Tl 0 TaikTNg £xel
aviyvevbel Mpws. Lty Topodoa vAomoinen, Exel v T 50, motdco, pmopel va HETOPAAAETOL
Suvapkd cOue®ve pe tov TOTO Tov Agent 11 dAdovg mapdyovteg oe peAlovtikn e&EMEN Tov
project.
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Ewova 147. Start Detection Meter

Kotd v ekkivnon g aviyvevong to event evinuepmvel v urdpo tpoddov tov detection widget, péow
tov Custom Event Update Bar mov viomotgiton evtdg tov blueprint tov UL Xt cuvéyeta, yiveral EAeyyog
péom tov function IsPlayerHidden, mov e€etdlel av o maiktng Ppioketar eviog evog StealthSpot ot tng
petapintig IsInSight, mov npocdiopilel av o maiktng Ppicketar evidg Tov ontikod mediov Tov Agent.
Avoloywg Tov mapamdve, ov o Toikmg givatl opatds, tote to PlayerDetectionLevel avEdveton. Av dev
glvan (M elvan KpLUUEVOG), TOTE UELMVETOL GTASIOKE, OMUIOVPYADVTOS O PEOAOTIKT aicBnor andAsiog
oV 6TOY0L amo Tov Agent. H evnuépwon tov detection level Bacileton otn cuveyn emavainymn tov Event
(ne Delay 0.1 devtepoiéntov) kot oto amotélecpa tov function DistanceBasedDetection, to omoio
apocappolel v avénon Tov detection avdAoya pe Ty amdcTaon petabd maiktn kot Agent. Kaf’ oAn
duipkeln, 1 KOTAoTAON Ovixvevong cuykpivel Tig TéG Tov petaPintav  PlayerDetectionLevel kot
DetectedLevel.

Av 1 tyun g PlayerDetectionLevel yiver peyodotepn 1 ion g DetectedLevel, tote 0 maiktng £xet yivel
Tpog avtiinmtog kot to Custom Event PlayerDetected evepyomoteitat:

o Xtapoatovv 0la to evepyd functions wov dev givar TAéov amapoitnTa

o To ewovidio aviyvevong yivetol KOKKIVO Kot avafocivel MGTE VO GTLOTOO0TNOEL TV OviXVeELGT|
e Y11 cuvérEld SloypaPETOL LETA ald Ayn dpa

e H petapint) PlayerDetectionLevel undeviCeton

e O Agent petaPaivel oto Attacking State

Av n twn ¢ PlayerDetectionLevel yiver pikpotepn amd 1, tote exteleitoan to Custom Event Stop
Detection:

e H petapint) PlayerDetectionLevel undeviCeton
o To ewovidio aviyvevong apoaipeiton
o O Agent emotpéeel oto Passive State
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e avto 10 onueio, Bo pmopovce pelhovikd va ypnoipomombel po peTafAnT Yoo v anobnikevon Tov
mponyovuevoy State tov Agent, ®OTE va UV €mMOTPEPEL TAVIO 010 Passive, oAAd oto State mov
Bprokdtav Tpv TNV aviyvevon.

Av dev 1oyvel kavévo omd Ta 0vo mopoamdve, to Custom Event Continue Detecting cuveyiler

Swdikaoia, emavektehdvtag ta Prpata amd to Custom Event Detecting. To ypdonuo tov functions
mapovctaletal ot ewova 148.

Ewova 148. Player Detected & Stop Detection

Teyvikes Kot AEITOVPYIKES 10I10ITEPOTHTES

To Start Detection Meter meptlapfdvel Kot emmAEOV ELEYYOVG MOTE VO, SIOCPOAOTEL 1| GTAOEPOTNTA TNG
GLUTEPLPOPAS TOL Agent Gg EI1KEG TEPUTTMGELG OTIC 0moieg 0 Agent déxetan emibeon Takedown kotd ™
Suapkela tng aviyvevong N eivar Android o déyeton emifeon péow tov avtikelwévov DataWorm. Xe
OVTEG TIG TEPUTTMGELG EIVOL OTOPAITNTO Vo dlakomel kabe evepyn dadikacio aviyvevons, Kabmg o Agent
Oo pmopovoe va petaPei 6to Attacking State mapd to yeyovog 6Tt ivar 01 €E0VOETEP®UEVOC, 0ONYADVTOG
o€ OQAApOTO OTNV Kivnololoyio tov Agent, avoviiotoryio peTafAnt@v (Ommg gvepyoi Agents), 1
TAPAAANAT EKTELEST] AVTIKPOLOLEVOV EVEPYELMV LETAED TmV States.

lNo mv apéoinyn avtodv tov mpoPinudtov to Events Continue Detecting wou PlayerDetected
nmepthappdvouv eléyyovg dote va damotmbel av o Agent Bpioketarl 101 oto DeadState (Takedown) 7
oto Frozen State (DataWorm). Av 1oy0et éva amd to mapandve, koieitor to Event Stop Detection For
Takedown, 10 omoio SwokomTEl TN dadkacio detection, EMTPEMOVIOG TNV OVETNPENCTY EKTEAECT TOV
evepyeumv tov Takedown 1 Tov Frozen.
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DistanceBasedDetection (Pure Function): To function eivat vtevBuvvo yio Tov KabBopiopd g Tiung Tov
0o mpootebel | apapedei ot petafintn PlayerDetectionLevel cOppova pe v andotacn petad Tov
moiktn Kot Tov Agent. YAomoteitan oto Al Controller g pure function kot ypnoytonoteitor oto Custom
Event Start Detection Meter koatd tnv evnuépwon trng uetoapfinme. To function vmoroyiler 1
SIOVUGLOTIKY omdoTaon TV 000 Actors kot Tt Otupel pe v Ty 1500. To amotédecuo
Kavovikomolgitor petaly tov apBpov 1 kot 20 ko zmpootibetor 1 agoipsiton ot peTafAnTi
PlayerDetectionLevel. Ot tipéc mov opiomnkav Stac@oAilovy e ot TIHEG aVEOUEIMONC TPOGOUOIDVOLY
T0 ¥pOVO avTidnyng evog Actor pe PEOAOTIKO TPOTO OOINPAOVIONC TOVTOYPOVO, UK OTOKALGT 7OV
e&umnpetel 1o gameplay.

f Remove from Parent

Add pin @

— J‘ 1 e
[ Distance Based Detection MENELT | (ERewmNode
P ————————— P »

Detection Target inputObject  Is Not Valid

7 Get Controlled Pawn ' Get Actor Location
ot — 7 Clamp (integen)

sair | " (7 Distance (Veeton i ST B | e
Target [5ef ] Retum Value arget Retum Value @ — ® [1500] ® — @ vale Reum Value @ <— > Addpin ®
1 Rewm Value @

Addpin @

Ewova 149. DistanceBasedDetection

8.6.3. Handle Sensed Sight
OnPlayerSeen (Custom Event): To Custom Event OnPlayerSeen givou vehbovo yio T dlayeipion 6Awv
TV TOAVOV avTidpacey evog Agent otav Evag Actor gleépyetor 1 e&Epyetal amd 1o onTikd Tov edio. H

vAomoinon tov wpayuatonoteitan otov Al Controller kot déxeton dVo Pactkég 16O60VG:

e Actor (Actor Object Reference): o yopaktpag mov aviyvedTnkKe
e Sensed (Boolean): dnAmvel edv o Actor givar avt T otryun opatdg (true) 1 o (false)

Kdabe @opd mov evepyomoieiton m dadwkacio HandleSensedSight, to event OnPlayerSeen ekteleitan,
aglomolwvrag to reference tov Actor mov aviyvevOnke.

H x0pa Aettovpyia Tov event teptaappdavet:

e Tnmv kamyopronoinon Tov Actor o¢ maiktn 1 coppoyo Agent
e Tmv evepyomoinom tng KOTAAANANG avTidpaong Tov Agent, avaAoya LE TNV TEPITTOON
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To mpdPAnua mov mpokvmtel givar 611 o Sight Sense tov Al cuoTiOTOC KAVEL register TOV TaikTn HLOVO
Katé TV €16080 TOL 67O OMTIKO TEdio Tov Agent. Avtd onuaivel 6Tt To OnPlayerSeen mvupodoteiton pia
@opa, otav 1o Sensed yiveton true. 61000, 0 TEPIMTOCELS OTMG OTAV O TAUKTNG €EEPYXETAL OO €val
Stealth Spot (evd Ppioketonr axdpo €vidog tov omtikod mediov), amarteitor véa afloldoynon g
katdotaong. To cvotnua Sense amd LOVO TOV dg UTOPEL VO EVIOTIGEL TETOEG LETAPOAEC, LLE ATOTEAEG A
va unv evepyomnoteitor Eava to OnPlayerSeen kot dpo va un yiveton n amapaitnn petdfoocn State tov
Agent.

Mo va avtyetoniotel ovtd, To project vAomoiel fondntikd functions mov eAéyyovv ce cuveyn Paon v
KOTAGTOOT OmOKPLYNG TOL TOikTN. Avtol ot €Aeyyor mLpodoToLV €k VEOL TNV a&loAdynon g
Katdotoong Kot enttpénovy otov Agent va petafel oto katdAAnio State 6tav amorteitol, akOpo Kt oV
dev &yel adAael ) opatotnTa ESm Tov Sight Sense.

Avayvapion tov Actor: H vhomoinon Eexwvd pe tov €leyyo ¢ opddog tov Actor mov TPOKUAESE TO
epébiopa péow tov function OnSame Team, 10 omoio Guykpivel Tov aplBPd opdadog mov £xel avorebdel
otov Agent kol Tov Actor Tov TpokdAece To gpéDicua Kot emGTPEPEL €0V glvan avupayotl. Eav dev givar,
0 éAeyyog Yo to av o Actor dtobétel o Tag "Player" eacparilel Tmg ot evépyeieg mov akolovbovv Ba
eKTEAEOTOVV Yo ToV TtaikTn. O €heyyog eivor amopaitntog kabmg axdun kot av o Actor dev givar otV
oo opdda, Bo pwopovoe va givarl 0moloconmote Actor Tov EIGEPYETUL 6TO OTTIKO TEdio Tov Agent, OTMC
Yo mopddetypo o oviikeipevo Bottle. Tty mepintmon mov o actor ivor ovppoayog Agent, akoiovBel
éleyyog vl to av o Agent gival eovdetepmpévog, mate o Agent vo petafel oto Seeking State.

Sensed Player--->

G OnPlayerSeen

Sensed Agent--->

Ewova 150. OnPlayerSeen (identify actor)

AVTHETOTION AVAYVAPIGHS TOV TTAIKTH

Av o Actor mov €1oMABe 610 omTikd TEdio Tov Agent gival 0 TAKTNG, TO event ekywpel ot UeTABANTA
DetectionTarget 1o reference Tov maiktn, OGTE v, YPNCLUOTOINOEL GE TEPAUTEP® EAEYYOVE KOl EVEPYELEG,
kaOdc kot va ypnoipomomBei evtog twv Behavior Trees. ‘Emeita, mpayupotomotleital EAeyyog g
katdotoong e€ovdetépwong tov moiktn pécw tov function IsDead, dote vo efacparotel mwg ot
petémerta evépyeteg Ba exteAeoTovV HOVo OTov 0 TaikTng eival Covtavoc. Xn cuvéyela, 1 cuvOnKn pe
npobndOeon tn Sensed (Boolean) Siaympilel Tic evépyeleg mov ektelobvTOL OTAV O TOUKTNG EIGEPYETUL 1|
e€épyetal omd 10 OTTIKO MEdio TOV Agent.
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Player Seen: To Event avabéter ot petafAint) IsInSight (Boolean) tnv T true kot to function
IsPlayerHidden emotpépel v katdotaon amokpuyng tov maiktn. H tiuq mov emiotpéeet to function
avatifetor oty HiddenInSpot (Boolean), n omoio aviimpocwnevel TV KATAGTOOT OTOKPLYNG TOV
maiktn evtog tov Al Controller. Xt ovvéyewn, avoktdtor to State tov Agent omd to function
GetCurrentState kot péc tov node SwitchOnEnum mapéyovton ta execution pins yia kéfe katdotoon.

e Av o maiktng elvon kpuppévog oe éva StealthSpot kot o Agent Ppioketon oe éva amd ta States
Passive, Investigating 7 Seeking, t0te 1 Kotdotaon omOKpPLYNG TOL ToikTN EAEYYXETOL
emovaiapPoavopevo 0660 o Toiktng Ppioketar evtdg ToL 0mTIKOD TOV TEdIOV. AVTO EMTLYYAVETOL
pe to Custom Event Force Senses, 1o omoio ekkivel to function CheckPlayerConcealStatus wov
emovarapPavetor kébe 0.02 devteporenta péom g ypnong SetTimerbyFunction. To function
eEAEYYEL TNV KaTGoTOoT amdkpuyng Tov maikt kol pécw tov Custom Event Recheck Sense,
TVP0OOTEL TNV EMOVAEIOADYNOT TNG KATACTAONG GE TEPINTOOT TOV O TOUKTNG TAVGEL VoL glvat
kpoupévog. To function CheckPlayerConcealStatus exteleiton émg O6tov o maiktng va
amokoAveOel 1| va Pyel ekTOg TOL OMTIKOV TEdioV TOV Agent.

e Av o maiktng dev glvan kpovppévog og éva StealthSpot kor o Agent PBpioketon oto Passive 1 oto
Investigating State, ta functions cuveyovg EAEYYOL TNG KATACTOONG ATOKPLYNG SLOKOTTOVTAL, KO
1N dadikacio Detection exkiveitoan péow tov Custom Event Start Detection. Xtnv mepintmon mov
o Agent Bpioxetarl oto Seeking State, o Agent petafaivel anevbeiog oto Attacking State, péow
tov SetStateAsAttacking. Télog, av o Agent Bpioketon ota States Attacking 1 Detecting, tote
Kopio evépyela dg Aapupdver yopa, dniadn o Agent cuvveyiler v emibeon N ™ Swwdikacia
aVOyVOPLONG OVTIGTOLY L.

To oyetikd dudypappa wopovotdletor oty ewova 151.
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F Gat CurrentState

iz S Sabeeg
T by Fandie

Ewova 151. OnPlayerSeen (Player Seen)

Lost Sight: Ztmv mepintoon mov o maiktng eEEABeL and 10 omtikd medio Tov Agent, TOTE 01 d10OIKUGIES
eEAEYYOL TNG KATAOTUONG amOKpLYNG SLoKOTTOVTAL, Kol TO TpEYov State mov ekteAel o Agent avaktdrtol
mote vo Tpaypatoroindel n KaTdAANAY evépyela. e ovtd TO ornueio, o Agent umopel va PpiokeTon ot
States Attacking 1 Detecting State, kaBmg £xetl avtiAnedel 1M Tov maiken.

o XtV mepintwon tov Attacking, to Custom Event StartSeeking 0o petofdier tov Agent 6to
Seeking State, udévo petd v mpodo 3 SEVTEPOAENTOV KATA TO OO O TWAIKTNG Elval EKTOG TOV
onTikoV Tediov Tov Agent. Avto gmituyyavetot pe to node SetTimerbyEvent, to omoio mupodotel
1o StartSeeking coupwovo ue ) petapint TimetoSeekAfterLoosingSight (float). Me awtd tov
TpOTo dacoAiletan g évag Agent dev Oa petafel auéomc oto Seeking State, Tn oty mov o
TaikTNg €£EADEL TOV ONTTIKOV TOV TTETIOV.

o XtV mepintwon tov Detecting, av o fabudg g avayvopiong eivor pkpotepog amd 40 povadeg
o115 50, ovppova e ™ petafAnty PlayerDetectionLevel(Integer), tdte 1 aviyvevon cuveyiletot
UE OMOTEAEGHO TO EMIMESO AVAYVOPIONG VO OpYicEL Vo LELDMVETOL X avtiBetn mepintwon, o
Agent 0o petafel oto Seeking State avalntovrtag tov maiktn, kabdc T0 EMiMEdO OVAYVOPIONC
£QTOcE € LYNAG emimedol.

To oyetikd ddypoppa wapovsidleTar otny gkdvo 152,
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Lost Sight
a

Ewova 152. OnPlayerSeen (Lost Sight)

AVTIUETOTION AVvaYVAPIGHS ECOVIETEPWUEVOD COUUGY OV

Ortav évag Agent evtomicel évov Actor mov avikel otnv 10 opddo kot eivar e£0vOETEPMUEVOG,
evepyomoleitol ol Stadikacio €AEyyov TOV OTOYELEL OTNV E€MOANOELON TNG TAVTOTNTOC KOl TNG
GYETIKOTNTAG TOL Actor, KaBmG Kot TG KATAAANANC amdkpiong Tov Agent.

Ewova 153. OnPlayerSeen (seen dead teammate)

Yvykekpluéva, eAéyyetol opywkd €dv o Actor dwbéter éva omd to Tags "EnemyAndroid" 1
"EnemyHuman", mov vmodnAdvovv mmg mpokertar Yo povddo tov idov TOmov pE Tovg Agents.
[MapdAinia, voroyiletonr 1 amdoToon HeTald Tov Agent kot Tov eEovdetepopévon Actor UEGH NG
kaBapng ovvaptnong IsDetectionClose, n omoio emotpéeel true pHoOvo av 1 SOVUGUOTIKY OTOGTOOT
petaly tv Vo eivan pukpdtepn amd 10 pétpa. Avtdc o €heyyoc eEacpolilel mwg 1 ondkpion Ba
evepyonmomBel udévo 6tav o Agent TANGLAGEL OVGLOCTIKA TO GOMO TOL GULUUAYOV, OTOTPETOVTAG TNV
TPOKANGY OveEmBOUNTNG CLUTEPIPOPAG OO peydAeg amootdoels. Emumdéov, yia vo amopevybel 1
emovailapuPoavopevn amokpion otov id1o Actor, eAEyyetal av 0 cuykekpiévog Actor €xel 10N KaToypoei
0TO OMTIKO Tedio tov Agent. Avtd emituyyavetor péom g petofantig KnownDeadActors, n omoia
amotelel Evav Array Tov mEPIEXEL OAOVE TOVE NON AvayVOPIGUEVOLS EEO0VOETEPOUEVOVS GUUUAYKOVS. AV O
Actor dgv mepthappdvetar 6to Array, Kataypdgetal, Kot 1 oladikocio oandkpiong cvveyiletat.
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21 ovvéyela, péom g ypnong tov GetCurrentState kot SwitchOnEnum nodes, dac@oiiletor mog n
petdPaon oy kotaotacn Seeking Oa mpayuatomombei povo av o Agent Bpicketor 16N oe pia amod TIg
kataotdoelg Passive 1 Investigating. Av o Agent PBpioketol o€ 0omowdNTOTE GAAN KOTAGTACT, M
amoKpilorn dev evepyomoteital. Aoy emPeforwbodv ot mapoumdve cvvinkeg, o eEovdetepmuévog Agent
opiletar mg onueio eoticong, kot koreiton to function SeenDeadTeammate. To cvykekpiuévo function
elvar vevBuvo Yo TNV EKTELECT] TOV OMTIKONKOVGTIKAOV EPE TOL GLVOSEVOVY TNV OvTidpaotn Tov Agent
Kot eptiapPavel animation ovtidopoaong kol MyNTIKe €pé yio Agents tomov Ranged kou omtikd e@é
niektpiopod Yy tovg Android. E@dcov to €pé ovtd amortodv évo ypovikd OSldoTnpo Yoo THV
OAOKANP®OY,  TOLG, 7PoToh o Agent oAAdEer «kotdotaom, «koAeitor to Event Dispatcher
SeenDeadTeammate, axolovOmdvtag TV 1010 AOYIKT GUYYPOVIGUOD LE QLTI TTOL YPTCLULOTOIEITAL V1oL TNV
OmAoN Kot apoOTALoN TV Agents.

Té\og, mpaypotomoteital évog akoun EAeyyog Katdotaons, mote va emiPePaimbei Twc o Agent Topapével
oe Passive M Investigating katdotoon kot dev €yl petaPel oe GAAn, omwg 1o Detecting, efoutiog
EVOEYOUEVIC EUPAVIONG TOV TAIKTN OTO OWTIKO TOV 7TEdio KOTA Tn OWIPKELD TNG TPOTYOOUEVNG
dwdikacioc. Epdcov dha ta mopandve oydovv, o Agent petafaivel otnv katdotacn Seeking, pe otoyo
™ SEPELVNOT TOV AUTIDV EEOVIETEPMOTG GTNV TEPLOYT OOV EVIOMIGTNKE O TEGUEVOS CULLLLOYOG.

8.7. Dead State

H xotdotaon Dead vrodnimvel tyv e€ovdetépmon evog Agent, eite péow g evépyelag Takedown gite
AOY® pundeviopov tov Toéviov {ong Tov. LTo GUYKEKPUEVO state, o Agent TOOEL Vo EKTEAEL OTOLOONTTOTE
evépyelo ko tibeton extdc Aettovpyiag. To Dead State tomoBeteitan otnv apyn tov Behavior Tree ke
TOmov Agent, MOTE Vo JOKOTTEL AUESH TNV TEPUITEP® EKTEAECT] TOV SEVIPOL, KAOTOVTAG TO TANP®G
adpOVvEG HEYPL TNV amodéevon Tov Agent 1060 amd 10 dévipo 6co kot amd to Al Controller. To
povodiko task mov mepiéyetl eivan n ekkabapion Tov onueiov £otioong, 1 0Toio EKTEAEITOL KUKAIKA £mG
TOV TEPUATIGUO TOV dEVTIPOUL.

O1 evépyeieg mov cuvodevovy TV gicodo evog Agent oto Dead State meptlapfdavovv:

e  Tnv axwnromoinomn tov

o Tnv avabeon katdAAMAov TILOV o€ UETABANTEG TTOL aPOpPoVV TNV Kotdotacon tov Agent (7.y.
IsDead, IsEngagedInCombat)

e Tnv amodéopevon tov Agent and to behavior-related assets, 6mwc to Behavior Tree kot o Al
Controller, dote va glayiotomombei n yp1non VIOAOYIGTIKOV TOP®V

O evépyeteg autég gival Katavepunpéveg peta&d tov blueprint tov Al Controller ko tov Parent Blueprint
TV Agents.
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Holvriokotnta ka1 Yioroinyon

H amodéopevon tov Agent and tov Al Controller, oe cuvovacud pe v evepyomoinon tov Dead State
evtog Tov Behavior Tree, amotelel kpicipo onueio yio v opdn Aettovpyio e e€ovdetépwonc. Xwpig
v KotdAANAn omevepyomoinom, o Agent pmopel va datnpnoel evepyd components, 6mwg 10 Al
Perception, emttpémovtdg tov va cuveyioel va aviihapPdvetor epebicpota Kot vo evepyomotel functions
oV dgv eAEYYOUV TNV KaTAoTOON TOL. ¢ OmOTEAEOUN, WmOopel Vo, EKTEAEOTOOV EVEPYELEG TOV O€
ouvadouvv pe v eEovdetépwon Tov Agent.

Emutiéov, 1dwitepn mpocoy| OmoITEITOL GTOV GUYYXPOVIGUO UETAPANTOV Kol EVEPYEUDV OTOOEGUEVCNG,.
Mo moapdderypo, évag Agent mov €yl Mon petoPei oto Attacking State Oswpeitar ampdsPintog oe
Takedown. Av, wotdco, dgv £€youvv avatebel eykaipwg ol c®oTég TIHEG o PeTaPANTEG OmMMC
CanBeTakedowned, to cOotnuo evOEXETOL VO EMTPEYEL TNV EKTEAEON TNG EVEPYEWG, OONYDVTOG TOV
Agent og ecpaiuévn petafacn oto Dead State. Aviiotpoepmg, 1 kabvatépnon oty avabeon THmV HETd
Vv €£0VOETEPMON UTTOPEL VL TPOKOAEGEL EGPAAUEVT EMOVAPOPE TOV Agent Gg EvePYN KATAGTOOT, T.Y.
emoTpoPn oto Attacking State, av To Behavior Tree cuveyioel va ekteAeitat.

"Eva emimhéov otorygio ToATAOKOTNTOG AmOTEAEL 1] SIUPOPETIKT VT TOV a1tV E0VOETEPMOOTG:

o XtV mepintwon Takedown, n efovdetépmon ekteAeital Gueco Kol OV yPNOIUOTOLEITAL TO
BPC_Damage component

o Xty mepintwon undevicpov tov moéviov {ong, 1o BPC Damage component mupodotei
QLTONOTO TNV KATAAANAT axoAovBia evepyeudv

[No v opBny Sroeipion kon tv 600 mepmTdoeY dNpovpyRdnke to Bondntucd function DeathWrapper,
TO OTO{0 EVOOUATMVEL TO GUVOLO TOV EvEPYELDY £E0VOETEPMONG. AEYETOL (OC TAUPAUETPO TN UETAPANTY
IsByTakedown (boolean), n omoio xafopiler tn por| extéreons. Av m eEovdetépworn mponibe amd
Takedown, t0te N petafAnt maipvel Ty TN true, Ko oe avtibe nepintwon false. To DeathWrapper
aVOAQUPBAVEL TV EVEPYOTOINGT TOV KATAAANA®Y animations, TNV eVNUEPOGCT TOV UETOPANTOV, Kol TV
amodéopevon ond 1o Al Controller kot to Behavior Tree. O dwuywpiopodg ovtdg eEacpoariler ot M
axolovbio evepyeldv exTeAEITAL COGTA OVEENPTHTOS OUTIOGC.

IhOavés Metafacels

H petéfaon evog Agent oto Dead State umopei va mpoxinbdei amd 600 evépyeieg tov maiktn: Extéleon
Takedown, pe mpotimdBeon o Agent va pnv Ppioketon oto Attacking State 1] Tov undeviopd towv tovViev
{ong Tov Agent, ave&optNTog TG TPEXOVGAS KaTaoTaong Tov Ppioketal. H eicodog oto Dead State eivan
TEPUATIKN, OMAdN Oev emtpémeton Kopio petayevéotepn petdfaocn tov Agent oe dAlo State. Avtd
eEaopaiilel TNV akivnromoinon Kot TANPY Tavon ke cuumepupopds Tov Agent LETA TNV E0VOETEP®ON.

Ye aut TV vrogvotnta, mapovoldletar 1 Asttovpyikn vAomoinomn tng katdotacng Dead State, pe

éupacn ot dloyeipion g OEGUELONG Kol 0modécpevong tov Agent omd T0, GLOTAUATO EAEyyov Al,
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kaOdg ka1 otn ypnon ™¢ ewwd oyedouévng ovvdptnong DeathWrapper yio tv evomomuévn
OVTILETOTION TNG EE0VOETEPOONG,.

SetStateAsDead (Function): To function givat vrevBuvo yio ™ petaforn tov Agent oto Dead State ko
TNV €KTEAECT] TOV ONOPOITNTOV EVEPYEIOV Kotd Tn upetdfoor, oty mepintwon mwov o Agent
eEovdetepmbnke pécw omAiopov kot Oyt and v evépyewe Takedown. Zvykekpipéva, 10 TEPLEYOUEVOL
¢ State (Enum) petafdiietoar oe Dead kot kdBe gucovidlo 6mwg awtd tov Detection kot tov Behavior
State amokpOmTOVTOL. ZTN GLVEKELD, av 0 Agent eEovdetepdBnke kabdg fpiokotav oto Attacking State o
ouvolkOg aplBudc Twv Agents mov éxovv avtilnebei tov maiktn pewwvetor. EmumAéov, to nodes
SetSenseEnabled pe Ty False xou Deactivate amevepyomolovv 10 ontikd Sense tov Agent kot 1o Al
Controller avtiotowya. ‘Eneita, to RunBehaviorTree pe tiur null anodeopevel tov Agent and 1o Behavior
Tree. Téhog, To Custom Event Stop Brain & Unpossessed Delayed amodeouedel tov Agent and to Al
Controller péow twv nodes Stop Logic kow Un Possess, petd and po pikpn ypovikn kabvotépnon. To
Event emutpéner v kabvotepnuévn amodéopevon tov Agent amd to Al Controller, mpokeévov va
VIAPYEL EMOPKNG ¥POVOC Vi TNV ektédeon OAwV TV amapoittov gvepyeidv tov Custom Event
DeathWrapper, npwv v anodéopgvon tov Agent amd 1o Al Controller. Amotelel avandonacTo KOUUATL
g e€ovdetépmong Tov Agent HEc® omAIGHOV, KaODC 1 amodécuevon tov Al Controller dtokomtetl TV
emkowmvia pe to Parent Blueprint. To cOvoio tov evepysidv tov SetStateAsDead otnv mepintwon tng
eEovdetépwone péow Takedown, evoopatdvetal otnv eKTéAEoT TG EVEPYEWG, dlocpaiilovtag TNV
TPOTOMOINCT TOV HETAPANTAOV KAl TNV TUPOOATNGT| EVEPYELDV TNV KOTAAANAN GTIYUN.

Ewova 154. SetStateAsDead

DeathWrapper (Custom Event): To DeathWrapper amoteiel to fonOntikd function mov evompatdvel
TO GUVOLO TV gvePYELDV eEovdetépmong. Méow tng petapintig IsByTakedown extedel Tig amapaitreg
EVEPYELEG COLPOVA LLE TOV TPOTO ££0VOETEPMONG TOV Agent.
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ZuyKekpéva, KaAovvVToL To:

e StopBehaviorVoiceSFX 10 omoio otapotd tov tpéyovta nyo dtahdyov tov Agent

e RemovePoiRuntime 1o onoio aAAdlel To ikovidlo Tov Agent 6TO minimap TOov TOiKTY

e DropLoot 10 omoio eppavilel aviikeipeva 0mmg Tupopoyikd, Bottles, DataWorms, Medkits «.a.,
Kkévovtag spawn €va omd to child Blueprints mov dnpovpyndnkav

o KilledPlayerNotify mov epgavilel m oyetikn wdomoinon e€ovdetépmong kar kdvel Update 6tovg
novtoug XP kot oto Level Tov maikt

e StopAnimMontage (Null), SetSimulatePhysics (True) kot SetCollisionEnabled kotd to omoia
OTOUOTAO OTOLOONTOTE €vePYO animation, gvepyomolovvtal tao simulation tov physics asset Tov
Actor kot 0¢tet 1o collision wg CollisionEnabled (Query and Physics), dote vo mécel 610 £60poc
ue evoikod tpomo (Ragdoll)

o SetStateAsDead tov Al Controller to onoio oAAdlel To state tov Behavior Tree oe Dead. To
function opaldeinetar oty wepintwon mov N e€ovdetépmon £yve péow Takedown, cOppova, pe
™ petofant) IsByTakedown

e (CallObjectivelD Tov quest system, ®dote va evipep®BovV 0TOEGONTOTE AMOGTOAEG CLPOPOVV GTA
kill Tov exfpmv

e SpawnBloodPool kotd tnv omoia sueoavifovion €pé pe aipata, pdost cuvinkov, 6mwg T0 €id0g
€x0pod ka1 0 TPOTOG EKTELECTG TNE EEOVOETEPOONC

e SetAnimlnstanceClass pe Ty Null, ®ote va amodespevtel to Animation Blueprint tov Actor yia
AGYOLC VTTOAOYLOTIKOD KOGTOVG

o ReturnAttackToken oty mepintwon mov o actor £xel decpedoet €va token Aoyw enifeonc. Avtd
emtuyydvetar pe tn ypnon tov ForEachLoop to omoio tpéyet tov mivaka ReservedAttackTokens

Kot ov Ppet deopevpévo token amd TOV GLYKEKPIUEVO actor, TO EMOTPEPEL

Ewoéva 155. DeathWrapper

OnPossessed (Event): To event mapéyetan eyyevog and to Unreal Engine kot evepyomoteiton dtav to Al
Controller £yel avatebel og évav Agent. e avtd 10 Event ekteAovvtol o1 evEPYELEG OPYIKOTOINGNG TOVL
Agent, O0nwg 1 evepyomoinon Tov KotdAiniov Behavior Tree xoi tv OYETKOV UETOPANTOV.
Yvykekpyéva, to Event ypnoiponolel 1o node CastTo, mpokeipévov vo omokthosl mpdcPacn 6to
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Behavior Tree Asset mov €xer avatebei oe wdbe Agent. To Asset avtd exkiveitor pécw tov node
RunBehaviorTree «ot o Agent apywomoleitan oto Passive State. Axoun, to function
SetOriginPriorLocation amofrnkedel Tnv Tom0becia Tov Agent 6TOV YDPO, AEITOVPYDVTAG MG EVOAAUKTIKN
evépyewa apytkoroinong tov Custom Task BTT StoreLocationPriorInvestigation.

Event Possess

‘O Set State as Passive ‘& SetOriginal Prior Location

& Event On Poss v% Cast To BP_Enemy_Base ¥ Cast To GLNML_Gamelnstance

Addpin @

Ewova 156. OnPossessed

OnUnpossessed (Event): To Event gvepyomoigiton xotd v omodécpevon evdg Agent and to Al
Controller, diac@oaiilovtag tn dlakom) kabe function wov exteieiton emavolapPavopeva, pe T ypNoN
tov node SetTimerbyEvent. Avtd emituyydverot pe v exkkabapion tov Timer Handlers péow tov node
ClearAndInvalidateTimerByHandle, e£ac@oiilovtag amodoTiKy dlayEiplon VIOAOYIGTIKGV TOPMV.

On Unpossess

£ Event On UnPossess FClear and Invalidate Timer by Handie 7 Clear and Invalidate Timer by Handie F Clear and Invalidate Timer by Handle F Clear and Invalidate Timer By Handie 7 Clcar and Invalidate Timer by Handle

Ewova 157. OnUnpossessed

8.8. Frozen State

To Frozen State avtimpoowmedel Lo, KoTdoTaon TAPovS adpavoroinong tov Agent, KoTd TV omoio
OLOKOTTETAL OO0 TOTE EVEPYELD eKTEAOVOE. To GuykeKpIéVo State evepyomoleital AmOKAEIGTIKG OTOV
0 TOIKTNG YPTOLOTOUGEL EMTLYMG TO OvTikeipevo DataWorm, 1o omoio €xel oyediootel vo ennpedlet
uévo Agents tomov Android. Exyfpoi tomov Ranged dev emmpedlovior kol Guvenmd¢ dev Umopovv va
eloélBovv oto Frozen State.
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H evepyomoinon tov DataWorm yiveton péom piyng Tov OvVIIKEWWEVOD GTO YMDPO, SNUIOVPYDVTASG Yo
oUVTOUO XPOVIKO dtbdotnua pio meptoyn enidpaons. Orot o Android Agents mov Ppickovtatl Eviog g
mEPLOYNG TG, ennpedlovrar aueca. H emidpacn mephapPdvet:

o Tn petdPaon Tov Agent 6g KOTAGTAON KOTA TV 0moia deVv gival g BEom v eVTOTicEL TOV TOKTY
o Trnv mpn evorwtottd tov og Takedown embéoelg

Koat’ enéktaomn, to DataWorm pmopel va ypnoipomondel og Pacikd otpatnyikd epyoieio tov maiktn yio
mv avtipetomon tov Androids, emitpémoviag &ite TNV oKWNTOMOINGY TOVG (OOTE Vo TEPACEL
ATOPUTAPNTOG, it TNV EVKOAOTEPN €£0VOETEPMOT TOVG HéGM stealth embécemvy.

Yiomoinon

H vhomnoinon tov Frozen State mepilaufdver v avamtvén tov oviikeypuévov DataWorm, 1o omoio
OULVOOEVETOL a0 €0IKA OTTIKOOKOLOTIKA €PE 7OV amekovifouv v meployn emidpaons. Kotd v
gvepyomnoinomn tov, To DataWorm dnpovpyel Evav nuidideavo 8640 mov amidvetal otadlakd kot opilet
m {ovn emppong. KdébBe Android Agent evidg g meployng avtnig petoPaiver oto Frozen State,
ouvodevopevo omd avtiotowo epé. To amotélecpo givor M mpocwpivi adpavomoinon tov Agent,
divovtag otov maiktn Vv gvkaipio vo, ekteléoetl éva Takedown &viog tov ypovikov meplfwpiov Tng
emidpaons. Me m Anén g, o Agent emoTpEPEL 6TO PO YoULEVO State Kot dgv gival TAEOV EVAAWTOC GE
stealth emBéoerc.

To DataWorm umopei vo epopupootel aveCaptntmg tov State tov Agent, S1AKOTTOVINS OTOLONTOTE
evépyewn ekteleitanl ekeivn tn otiyp). H emavaeopd oto mponyoduevo State givol avtopotn petd v
TAPOJS0 TG O1dpKELOG EMIOPAONG.

H ovumepipopd avtr| viomoteiton kot pécm evog Subtree oto Behavior Tree tov Agent, to omoio
mepthappavel dvo Pfoactkd Sequences:

e Sequence 1 (Attacking State): O Agent cuveyilel va Kwveitar yOp® amd TovV TOUKTN UECH €VOC
BlendSpace mov avtiototryel oto embeticd state, 0AAG KOTA OLCTNUATO EKTEAEL GUYKEKPIUEV
animation avtidpoaong mwov tapepPailoviar oty enibeon.

e Sequence 2 (AAAa States): O Agent TopopEVEL OKIVIITOTOINIEVOG Kol EKTEAEL €vol animation Tov
anekovilel ducAettovpyia.

Kot ota 000 Sequences, to cvomuo evepyomotet Eva BlendSpace to omoio mepilappdvel animations pe
aoLVVNOIOTES, OGLVIOVIOTEG KIVNGEL,, TPOGOUOIDVOVTIOG TEYVIKY OvoAeltovpyio. Avdioya pe To
mponyovuevo State:

e Av Bpiokotav og emifeon, Tpocmabel avemtuymdg va emitedel pe o xEpla Tov
e Y& GAAEC TEPMTMOELS, EKTELEL AOVVTOVIOTESG KIVIIOELG CMLOTOG
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Ta animations mov ypnoipwonotobvior Tpogpyoviot amd Pipriodnikes mov cuvnbmg aflomotovvial og
horror games (.. Y10 QUVTAOUATO), OAAE TPOCUPUOGTNKAY OUOAN OTIC OVAYKEC TOV project. EmimAéov, 1
avtidpaon Tov Agent GOUVOJEVETOL OO MAEKTPIKA KOL UNYOVIKG MNYNTIKE €QE, Om®G MyOot
BpayvKuKADOUATOG, EVIGYDOVTOG TN PEUALCTIKY OEIKOVION TNG OVCAEITOVPYING.

H vlomoinon a&omotel moAdamid Custom Tasks yio v ovomopaymyn animations avd (don enifeong
Kot Yo TV evooudtoon tov KatdAiniov BlendSpace. To Frozen State vmootnpiletor amd motkida
assets, Omw¢ 1o parent blueprint tov aviikelpévov piyng, to child blueprint Tov Agents kot to Al
Controller.

Ih@avés Metafacels

O Agent pnopei va petafel 6to Frozen State amokAelotikd HEG® TG EMTLYOVS EVEPYOTOINGTG TOV
DataWorm, ave&aptitaog tov State 610 onoio fpioketar tn dedopévn otiyun. Me t Anén g enidpaong,
EMOTPEPEL VTOUATA GTO TPOTYouEVO State.

Y& oot TNV LIToEVOTNTO AvaAvETOL | Agttovpyio Tov DataWorm, kabw¢ kot to Behavior Tree mov agpopd
to Frozen State, pe emokOmNOT TOV EXPEPOVG assets TOV VTOCTNPILOVY TNV €V AOY® GLUTEPLPOPAL.

8.8.1. Frozen Behavior Tree Overview

Oleg o1 evépyeteg mov oyetifovror pe to Frozen State opyavevovior cto Subtree pe v ovopooio
BT Subtree Frozen Android, to omoio mepthappdvel dvo Poacikd Sequences:

e FrozenWhileAttacking
e FrozenWhilePassive

H emoyn petald tmv 0vo e€aptdrat amd to mponyovevo State Tov Agent. Tvykekpluéva:

e Edv o Agent Bprokdtav oto Attacking State, exteAeitar to Sequence FrozenWhileAttacking
e Y& omowodNTote GAAN TepinTmon, ekteleitol To FrozenWhilePassive

Av1o emtuyydvetar péow evog Blackboard Based Condition Decorator, o omoiog eAéyyel v T g

petapintig FrozenWhileAttacking (Boolean). Eqv n tiuf eivon true, exteheiton to mpdto Sequence,
0AM®G TO OEVTEPO.
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Ewova 158. Frozen State Subtree

FrozenWhileAttacking Sequence

o Opiouog Eotiaong: O Agent opilel og onueio eotioong Tov TaikTn, MCTE Vo TOV Kortd Kab’ oAn
T Sudpkela tov Frozen State

o Merafoln Toyvtnrac: H toaydtnto 100 Agent ueiwvetor oe Walking, mpokeiuévov va kivnbei
apyd, coueavo. ue ta avtiototya Blendspace animations

e Animation Avtidpoons: Extekeiton 1o BTT AndroidFrozenAttackingReactAnim, oto omoio o
Agent npoomafel amotuynuéva va emitebel pe ta yEPLo TOL

o  EQOS Query: Ipoayuatomoieitan avalnmmon péow EQS (6mmg kot oto Attacking State) yio vo
emeyet onueio petaxivnong

o Telixo Animation: Me mv apién oT0 onpueio, exteleiTan T0
BTT AndroidFrozenAttackingEndAnim, To omoio mepthapfdvel pio yopokInploTikn kivinorn Tov
KEQPAAL0V, VTTOINADVOVTOC TO TEAOG TNG SVGAELTOVPYING

o Eloooc amo to State: To task BTT AndroidFrozenAttackingExit emavagépel tov Agent oto
Attacking State

AvT10 10 Sequence mOPEYEL GTOV TTOAKTN OTTIKG ONUAdIL Yo TO TOTE 0 Agent TpoKeLTal v, emavELDEL oTNV
KOVOVIKT TOV GUUTEPUPOPEL.

FrozenWhilePassive Sequence

o  Kabopiouos Eotioons: O Agent ctopatd vo €otidlel 6TOV TOIKTN, EMITPEMOVIOG GGPOAN
S1EAEVGN UTPOGTA TOL

e Aravyromoinon: H taydtnta tov Agent undeviCeton (Idle)

o  Koabvotépnon & Animation: Metd and pkpn ypoviky kKobvotépnomn, ekteAeiton  TO
BTT AndroidFrozenPassiveAnim, to omoio meptAapuPdvel aKovOVIOTEG KIVIGELG

o  FEmorpopn oto Illponyoduevo State: O Agent emavépyeton ovtoOpato oto State oto omoio
Bpiokotav mpiv e16éA0el oto Frozen State
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Avtog 0 pnyoviouds eival dlaitepa ¥pNOog Yo oevapila stealth, 6mov o maiktng emBopel va
OKIVT|TOTTOOEL TOV €00 Y10 VO TEPAGEL ATAPAUTI)PNTOC.

To BT Subtree Frozen Android gvepyomoteitan amokAgiotikd amd Agents tomov Android ko exteheiton
péow tov task Run Behavior, 6tav n petapint) State (Enum) éxer v tiun Frozen. To cvykekpipuévo
State éyer mpotepodtnra petaéd tov Dead wor Attacking, dote va dwkodmter States younAdtepng
onuaciog KAt TV EVEPYOTOINGT TOL.

8.8.2. Frozen State Assets

SetStateAsFrozen (Function): To function givon vrevBuvo yio ™ petaforn evdg Agent oto Frozen State
Kot vAomoteitar 6to blueprint tov Al Controller. Ileptiappdver tqv avabeon g Tung oto Blackboard
Key FrozenWhileAttacking, mpoxeipévov 1o Behavior Tree tov Frozen State va extehécel TIC KATAAANAES
evépyeleg. To key maipvet tnv Tun true av o maiktng Ppioketan oto AttackingState ko false dwapopetika.
Ymv npdn mepintwon to key 0o Bewpnbei Set ko Oo extedeotel 0 Sequence FrozenWhileAttacking,
eva ot devtepn Bo exteleatel o Sequence FrozenPassive.

d

7 Get Current State "F SetValueasBool ¥ Set Value as Enum’

[H Set State as Frozen g
»P— P | — | g _—-smM M -0 M >
Target |E State Target Target
@ Key Name
Enum Value
Frozen State Key Name @ >
3+ Select E Literal enum E_A|_States
Passive Return Value Enum Return Value
Frozer

Attacking

Frozen

Investigating

Ewova 159. SetStateAsFrozen

FrozenWhileAttacking wov FrozenWhilePassive Animations (Functions): H vlomoinon 1ng

OVOTOPOY®YNG TV animations katd tn dudpkela Tov Frozen State axolovBel doun avdmtuoéng mapopoo

ue k@Be dAAo task avoamapoywyng animation mov yPNCWOMOLEiTAL 6TO cuykekpuyévo project. Kabe

animation avtiototyel o€ éva Egxwpiotd function, To omoio ivar vIEHOHLVO YO TV AVOTOPOYWYN TOV KoL

vhomoteiton oto child blueprint twv Agents tomov Android. H mupoddtmon rtov functions

npoyuatomoteitan péow Custom Tasks mov evoopot®vovioar oto Subtree tov Behavior Tree. Ta
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ovykekpiuéva tasks ypnoponotodyv to node CastTo BP_ Enemy Base ywo va amoktiicovv mpoécfacn ota
animation functions kot to node Bind Event yia va g&acparicovv moc 1o task Oa ohokAnpwdei dtav
KAnOel o avtiotoyog Event Dispatcher, o omoiog givar cuvoedepévog [ie To EKTEAOVIEVO animation.

Ye 0,T1 apopd ota functions FrozenAttackingReactAnim kot FrozenAttackingEndAnim, mapatnpodvton
ONUAVTIKEG OLOPOPOTTOINGELS GTOV TPOMO LE TOV OTOI0 EKTEAOVVTOL TO animations. XUYKEKPUUEVA, TO
FrozenAttackingReactAnim akwnromotel mAnpwg tov Agent, kaBdg Exel evepyomomuévn v €mAOYN
RootMotion. Avtd tov emitpénel va pEVEL OTAGIHOG Yo, OAN TN SPKELD TOL animation, TPOCPEPOVTOG
GTOV TOKTN TNV gukolpio. va, TAnoldosl Ko vo ektedéost o evépyela Takedown ywpic tov kivévvo
avtidpaong and tov Agent. Avtifeta, to FrozenAttackingEndAnim €yl puBuiotel dote va avarapdystot
uévo oto ave pEPog Tov cdpaTog Tov Agent, pe xpnorn Layered Animation. Avtd onuaiver 6t o Agent
umopel v cuveyicel va Kiveital Kotd T OldpKel. TOv animation, KOVOVTAG PO TOV KIVIGEWDV OV
opifovtar péow tov Blendspace ota vrdéioma onpeia Tov cdpatog Tov. H dvvatotnto vt emitpénet
otov Agent Vo KIVEITOL EAOQPPDC GTOV YMPO, TPOCPEPOVTOG GTOV TOAKTN UK OTTIKY €VOElEn OTL 1
mePiodog adpavomoinong tov Agent mTAnctilel 6To TEAOC TNG.

Rets

Add pin &

[ Call On F ng End Anim eed

Ewova 160. FrozenAttackingReactAnim & FrozenAttackingEndAnim
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Avriotolya, to function FrozenPassiveAnim ovamopdyel éva and to dtebéoipa animations, emAeypEVO
Toyoio ovapeoca oe Tpelg mbavég ekdoyéc. H ypnion tuyaiog emAOyng EmMTPEMEL TNV  OMTIKN
S10(pOopOTOiNCT| AVAUESH GE EMAVOAAUPAVOUEVES TEPIMTMGELS Xpomg Tov Frozen State, dwatnpovtag tnv
TOWIAMO Kot Tov pgodopud oty mapovcioorn. [HopdAinia pe v avamopoywmyn Tov animation, To
function &yel v €vBVVTN Yo TV emavaEopd Tov Agent TNV KOTAGTAGN GTNV omoia Ppiokdtay mpv
g10éA0el oto Frozen State. MOAG olokAnpwbel  avamapoywyn Tov animation, akoAovOei EAeyyog g
TPONYOVUEVIC KOTAGTAONG TOL Agent KOl ZTPAYUOTOTOlEITOL 1) KOTOAANAN upetdPfoacn Pdost Tov
uetafAntaov StateBeforeFrozen ko DataWormOriginLocation, énw¢ mapovoidletal oty gikova 161. H
Aertovpyio Tov function orokAnpmvetar pe v kAnorn tov Custom Event ForceSensesInvestigate, mov
amotelel mopariayn tov Pacikov function ForceSenses. H cuykekpiuévn mapairoyn e&acpoilet 6Tt o
Agent B0 exteAECEL ETOVELEYYO TNG KATAGTACTG OTOKPLYNG TOV TOIKTY], EVICYVLOVTOG TNV 0SI0TIoTIO Kot
v akpifela g TEVNTHG VONUOGUVNG OGOV apopd TNV OAANAETIOpACT UE TOV TTaikT UETH TNV ££030
tov and to Frozen State.

Frozen Passive Ar

Ewova 161. FrozenPassiveAnim

8.8.3. DataWorm

BP _DataWorm (Blueprint Actor): O Actor BP_DataWorm amote)leil 10 asset 610 omoio opiloviol ta
YOPOKTNPLOTIKA TOV OEVTEPOV AVTIKELUEVOD Piyng TOL avortvuyOnke 6to TAaiclo Tov project, YvmoTod ®¢
DataWorm. O ovykekpyévog Actor amoterel child blueprint tov BP Throwable Base, 1o omoio
EVOOUATOVEL TO TANPEG OUVOAO TMV EVEPYEIMV TOL OPOPOVV OTNV €KkTtoOgeguon Kkal Agltovpyio
AVTIKEWEVOV QLTOD TOV TOTOV. XT0 blueprint tov BP_ DataWorm, et avatebei o mesh mov avomapiotd
OTTIKA TO OVTIKEIUEVO, VD TapdAAnia opiletorl kol TO TEPIEYOUEVO WOGC OGEPAS HETAPANTOV 1OV
oyetiCovtot TG0 LE TO OMTIKOOKOVGTIKG EQE OGO KOl LIE TN AELTOVPYIKOTNTA TOV AVTIKELLEVOL.
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M My Blueprint x X  f Construction Sc. %2 Event Graph

4+ Add Q ® = Perspective Lit LIRS
Collision

HLOD

Transformation

BP Throwable Base

Initial_AOE

Editin
Edit in Blueprint

Editin

Ewoéva 162. BP_DataWorm

Mia and 11¢ Pacwkég petaPintéc eivan to DataWormAOE Sphere, to omoio amoteAeil éva StaticMesh
Component Kot ¥pNGULOTOLEITOL Y10 TV OVOTOPACTACT] TOL E0KOD OTTIKOV EQE TOL BOAoL emidpaonc. Xe
avtd to mesh ekywpeiton évo vAkd (Material) pe 6toOY0 TNV OVOTOPAGTAGT TOV OTTIKOV EPE UE O10KPITO
Kot EVILTOGLOKO Tpomo. [épa and 1o omtikd @€, opilovtor kot ot petaPAntéc Emmiter Effect (Niagara
Particle System) kot Sound (SoundBase), o1 omoieg ¥pMGILOTOIOVVTOL Y10 TV OVOTUPOYDYT NYNTIKOV KoL
COUUTOOKOV €PE KATO TN OTIYUN TNG GVYKPOVOTG TOV OVTIKEWEVOL UE empdvelec | otoyovs. H
petapint ThrowableType (Enum) kafopilel tov THTO TOV OvTIKEUEVOD Kot AGpPBAVEL TNV OvVTIGTOLM
TIUN TOV VTLOJEIKVVEL OTL TpdKeELTaN Yoo DataWorm.

YyeTikd PE TN AEITOVPYIKOTNTO TOL OVTIKEWEVOD, kaboplotikd poio moailovv ot petafAntéc
DataWormRadius (Float) xot DataWorm A.O.E. Scale (Vector). H mpotn kabopiler v axtiva
enidpaocng tov Bo0Aov, OMAad” TNV amOCTACN ONO TO OMUEID GVYKPOLONG OTNV ONOio. UTOPOLV Vo
emnpeactovv ot Agents. H dgbtepn apopd tn yewuetpikn KAipoka tov 00A0D 6To y®Po Kol uetafdAleTon
Katé T O1GPKELL, TNG XPNONG TOV GVTIKEWEVOL, MGTE VO, TAPEYETOL GTOV TAIKTN LK OPUTH KOL GOPNG
évoeign tov mediov empponc.

H DataWormRadius ypnoylomoteiton g1dcd katd ) dadwkacio avalntnong tov Agents mov Ppickovton

EVTOG TOL TEGIOV EMPPONG, EVD TAVTOYPOVE, TVPOSOTEL TIC EVEPYELEC EMIOPUCTC, OTIMG 1) dALOYT TOL State
N N TpoKinon kamowg avtidopaong otovg Agents. H DataWorm A.O.E. Scale pvOuiletr 1o péyebog tov
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€€, £T01 MOTE TO TMEGIO dPAGTG TOL UVTIKEWUEVOD VOl EIVOL OTTTIKG OVOYVOPIGIHO OO TOV TOIKTY Kol Vol
S1EVKOADVEL TNV TAKTIKY TOV XpNoT 6T0 gameplay.

Télog, n petafiner DataWormA ffectedActors (thmov Array) mepihappdvel 6Aovg Tovg Agents mov £xovv
Nnon ennpeaotel amd 1o avtikeipevo DataWorm. H yprion g ovykekpuévng Aotag eacpariletl 0tL dev
Bo vmapler ampoPrentn emavekkivion TV EvePYEI®V EMOPACNC OE NON ENNpeacuévovg Agents,
SoTNPOVTOG £TGL TN GLVOYT KoL TOV EAEYYO TNG CLUTEPLPOPAS GTO GVGTNUM TEYVNTNE VOT|LOGHVIC.

DataWormImpact kor DataWormStopped (Custom Event): To Custom Events DataWormImpact ko
DataWormStopped eivar vevBova yia T0 cHVOLO TOV EVEPYEIDV OV EKTEAODVTOL OO TN OTIYUN TNG
piyng tov avtikeywévov DataWorm, kaAOTTOVIOC TOGO TO OMTIKOUKOVGTIKG €pE OGO KOl TN AOYIKN
EVEPYOTOINOTNG KOl EMPPONG TOV OVTIKENEVOVD 6Tovg Agents. Ta events ovtd viomolodviol oto parent
blueprint tov aviikeyévav piyme, 6to omoio Pacilovtor O o Ta empépovg instances 6rmg To DataWorm.
Onwg meptypleeTol Kol 6T0 GYETIKO KepdAato, kabs Actor tomov Throwable mupodotei éva Custom
Event katd ™ cbykpovomn pe pio emedvela kot vo 0e0TePo OTav 1 T OTNTA TOV UNOEVIOTEL.

Xe avtifeomn pe 1o avtikeipevo Bottle, 1o omoio oTOpOTA KOl KOATAGTPEPETOL AUECHS POALG GCUYKPOVGTEL,
10 DataWorm cvuveyilel vo Kiveitar Petd tn oOykpovor €m0 OTOV VO GTOUOTNGCEL TEAEIMS, 0TOTE Kot
EVEPYOTOLELTAL.

To npoto Event, DataWormImpact, koiei tov Event Dispatcher OnProjectileStopped yio va peiwbei o
apBudc tov dtwbéoumv DataWorms kot va mtopodotnfei to Custom Event DataWormStopped. Auéomg
uetd, ta nodes SetSimulatePhysics kot SetCollisionEnabled Aaufdvouvv Tig omapaitnteg TIHEG OOTE Vo
eCopomBel n wOhon tov avtikeévov. Tovtdypova, ypnopomorovvtor ta nodes DoOnce Kot
SpawnSoundAttached yio va avamoapaydei 0 xoc g cVYKpoVGN G LOVO Lo, Popd.

Data Worm Impact

ion Enabled

Ewova 163. DataWormImpact
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To Custom Event DataWormStopped Eexwvd pe kaBvotépnon 3.5 devteporéntov, dote va e&acpolotel
YPOVIKT] GUVETELD GTNV EVEPYOTOINOT LETE TNV apyIK) cVYKpovot). AkolovBel apytkomoinon g PUOIKNG
TPOCOUOIMOoNG Kol TV pubuicemv GOYKPOVoTG, VO 1 TPEXOLGO BE0T TOL AVTIKEINEVOL amobnkeveToL
ot petoPanti DataWormLocation (Vector). Xtn cuvéxelo ovamopayeToL 0 Y0G TOV GTUOTOS0TEL TNV
EVEPYOTOINGT TOL QVTIKEWWEVOL kol ot uetafintég StopDataWorm (Boolean), DataWormRadius, kot
DataWormA.O.E.Scale apywomolodvtol pe TiG KOTAAANAEG TWEG. Xto onpeio ovtd mvupodoteital To
Custom Event StopWorm/Reset Actors, to omoio dwoyeipileton tn dwadikacio Tov Oo axolovbnoel Kot
aQopd TNV EMdPAcT TOL AVTIKEWEVOL oTOoLC Agents evidc Tov mediov emippong, kabdg kol v

OVOTTOPOYWYT] TOV AVTIGTOL®V EQE.

Ewova 164. DataWormStopped

Axolovbwg, To Custom Event Initialize AOESphere ka6iotd opatd to mesh DataWormAOE Sphere ko,
pe t ypnon evog Timeline (Initial AOE), avédvel otadiokd to péyebog tov. Me tov tpdmo avtd, o
OTTIKOC BOLOC TOV eSOV EMPPONG YIVETOL OPATOG GTOV TTOUKTN Kol PeyEBVVETAL OTAOIOKA LLE TNV TEPOOO
Tov YpOVOL, COUPOVO HE TNV okTiva emppone. IlapdAinka, mopodoteitar €va €101KO €pE TOL
TPOGOUOLOVEL SuoAetTovpYia 6TV 006V TOL TTaUKTN, OEiYVOVTUG TWG TO AVTIKEILEVO £XEL EvEpyOoTOMOEL.
Avto gmroyyavetor péocw tov function PP_GlitchTrigger, To omoio vAonoteital evtdg tov blueprint tov
naiktn Ko a&lonotel pubuiceig PostProcessing.

Kotomv, 10 DataWormStopped Onuovpysi pie ocoaipo ocOykpovong pe ypnon tov node
SphereOverlapActors, tng omoiag 1 aktivo avtiotowei ot petapfinty DataWormRadius, kot avalntd
o6Aovg Tovg Agents tomov Android mov Bpiokovion eviog e To amoteAéopoto TEPVOLV OO
ForEachLoop ka1 o€ mepintwon mwov eviomotel Agent mwov dev éxel NN ennpeaoctel, mpootifetal ot
petapinty DataWormA ffectedActors kot exteAeiton to function DataWormAffected, to omoio epappolet
TIG GUVETELEG TNG EMIOpaoNS Thve otov Agent.
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Ewova 1685. Initialize AOESphere & StopWorm/Reset Actors

Metd TV 0AOKANp®GT| TNG TPOTNG 0hp®ong, okolovbel ypovikn kabvotépnon 3 SeVTEPOAENTOV KOl OTN|
ovvéyeln avéavovtor ot petaPfAntég DataWormRadius kow DataWormAOEScale, dote o 06dog va
peyolmoel 1000 og péyebog 660 ko og emppor. To Custom Event DataWormTrace emavekkivel
Swdwocio omd To KATAAANAO onueio, STNPOVTOC EVEPYN TNV EMPPON TOL oavTiKeévov. Otav
oloxkAnpwBel o mpokabopiopévoc KOKAOC Asttovpyiog, to StopWorm/Reset Actors dStakomtelr tnv
avalnnon Agents petd amd 20 devteporenta, kabapilel T petafint DataWormAffectedActors kot
UELDVEL GTAOLOKG TO OTTIKO €€ ToL BOAOL, péYPL aVTd va e£0QOVIGTEL TANPMG, GNUATOOOTOVIOS TOV
TEPUATIOUO TNG YPTONG TOL AVTIKELLEVO.

DataWormAffected (Function): To function givar vrebBvvo yio ™ petaforn tov Agent oto Frozen
State ko vAomotgiton oo child blueprint twv Agents tomov Android. Kotd v ektédeon tov, to function
eAEYYEL apyukd eGv o Agent dev givar 1101 €£0VOETEPMUEVOS, DOTE VO, OTOTPATEL 1| EKTEAECT] SIMAGDY M
OVTIKPOVOUEVOV EVEPYEIMV. AV 1 cvvOnkn mAnpeitar, tOTE Yyivetonr EAeyyog Tov TPEYOVTOG State TOL
Agent. Epdcov avtdc Ppioketon oe koatdotaon Attacking, tote mupodoteiton to Custom Event
HandleFrozenWhileAttacking, dwugpopetikd «aieiton 10  HandleFrozenWhileNotAttacking. H
dtapopomoinon avty eivar avaykoio dote n petaPacn otov Frozen State vo un coppel amdtopo kot ™
dudpkela emOEcemV, 1010iTEPA OTAV AVTEC EIVOL EVAEPIEG.

Ymv mepintoon tov HandleFrozenWhileAttacking, eléyyetar av o Agent extelel AerialAttack. Av m
ouvOnKkn 1oY0eL, TOTE TO cVOTNH ovafdAAet Tn petdfaon oto Frozen State péow emavolopfoavopevov
eMéyyov pe ypovikn kabvotépnomn 0.3 devteporémtov, UEXpL va olokAnpwbOel M emibeon. Avtdc o
unyoviopos e€acparilel o oe Ba drakomel Plono por evepyn emibeom. Avrtifeta, €dv o Agent dgv
Bpioketon o Attacking State, n petapacn otov FrozenState sxteleiton dueca ympic kabvotepnioelc.
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Hopdiinia, to function xotoypdeer to TpéYov State tov Agent otn petaPintn StateBeforeFrozen
(Enum), dote avtd vo pmopel va emavapepbel O6tav m emidpaocn tov DataWorm mapédBet. Avtd
SLlooaMEEL TNV aKPIPY] OTOKOTACTACT TNG CVUTEPLUPOPAS TOV Agent GTO GNUEID TOL SLOKOTNKE.

EmumAiéov, wotaypdpetor ot m  tomobecio tov oviikelévov DataWorm ot petafint
DataWormOriginLocation (Vector). H tomofecia avt eivar kpioiun oe meputtdoelg 6mov o Agent
emotpéyel og States TOV OTOLTOVV GLYKEKPIUEVO onueio avagopds, 6mmg ta Investigating v Seeking,
EMTPETOVTOG TN (PNOT TNG TOToOEGIOG MG E1G0O0G Y10 TNV EMOVEKKIVIION AVTMV TOV GUUTEPLPOPHOV.

Téhog, to function olokAnpdveton pe v kAnorn tov function CallObjectivelD, evnuepdvoviag to
QuestSystem g éva DataWorm ypnoponomdnke enttoydc. Avtd enttpénel v Tpdodo evOg evepyoD
Objective mov oyetTileTal L€ TN XPNOT] TOV OVTIKEUEVOD, EVOMOUATMOVOVTAG TN piyn Kol TNV ENLOPOCT] TOL
DataWorm 610 gup0TEPO GUGTNLO OTOGTOADMY TOL TALYVIOLOV.

DataWorm Affected

< Wandle Frozen While Attacking

[ — » > HlEEEEE B o
e & CAObctveTD
» T o]
c . & Fandie Frozer WieNot Atacking >
»

< Event Data Worm Affected A

< HandieFrozenWhileAttacking

Ewova 166. DataWormAffected
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Ne MANS LAND 3:4.1.3
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Ewova 167. DataWorm Demonstration

9. Takedowns

H evépyein Takedown amotelel pio amd Tic Pooikég pnyovikéG mov UTOPEl Vo EKTEAECEL O TTAIKTNG,
EMTPENOVTAG TOL va e&ovdetepmvel aueca évav Agent. H evepyomoinon g mpayuatonotleitol HEG® TOL
avTiGTOrYOoV TANKTPOV, VIO TNV TPoVUTOBeST] OTL 0 Agent dev €xel avTIANEOEl TV Tapovsio TOv Ak
kot 0Tt 0 maikng Ppioketoan og kovivy omdotacn. H extéheon g evépyswng meptrapPdver tnv
avamopoy®yn animation 1660 6Tov Tkt 060 Ko otov Agent: T0 animation Tov TAIKTN OVOTAPIGTH
EMBOETIKEC KIVIOELS, VG eKeivo Tov Agent akolovBel Tig Kivioeglg Tov emtifépevon, angikovilovtag tov
o¢ Bopa. MapdAinio, EvepyomolOVVTOL OTTIKOOKOVGTIKA QE Yo Tovg S0 Actors. Me v olokAnpmon
g evépyelag, o Agent e£ovdetepmveTal aveSopTNTOG TV TOVI®OV (®ONG TOL.

H viomoinon mepihapPavet emiong éva cvotua emAoyng Toyaiov {evyovg animation, To onoio e&aptdtan
amo T Béom ekxivnong g evépyelog (Umpootd N Ticw omd Tov Agent). Anpovpyndnkov €& petafintég
mov Aettovpyovv ¢ placeholders yio Ta animations: tpelg yuo v nepintwon Front Takedown ko Tpelg
v v mepintwon Back Takedown. Ot petafAntég avtég dnidvovtor oto parent blueprint twv Agents
kot petoPifalovrar ota child blueprints, exttpémovtag v Tpocapuoyn Yo kabe THmo Agent 1| vVIIOKAGO™
TOV KOl TN HEAAOVTIKY TpooHnkn emmAéov animations. 'Etol, kdBe @opd mov ektedleitanl (o evépyeia
Takedown, pmopei va, avorapaydei éva omd to tpio animations avdAoyo pe v Kotevbovon.
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H ocvvolikn viomoinon mepriapfavet Ta Topakdto Pacuct onueio:

KoBopiopog owbecipotntog yuoo v evépyeie Takedown: Méocw 1ng odadwkoaciog SetUp
Takedown, 1 omoio ypnowonotei Box Collision Events yio va exteléost eléyyovg kot va
TPOTOTOOEL TIC OTOLTOVUEVEG LETAPANTEG DGTE VO EvePYOTOOEL 1) evEpyELa.

"Eleyyog avriinmrikotntog tov Agent: Ilpaypotonoeital péow tov function IsPlayerAware, to

omoio emoTpépet True av o Agent £xel evromioet Tov maiktn kot False av oyt

Anpiovpyio Input Event yio tqv evepyomoinon g evépyeslag Takedown omd tov maiktm, mov
TEPILOUPAVEL TNV avVOTOPAY®YN animation Tov TOikKTr Kol TV EVEPYOTOINGCT] TOV OVTIGTOL(OL
animation otov Agent. Avt 1 Sadacio viomoteitan pécom tov Takedown Input Event.

AMlwon petaPAntodv yio to, {evyn animations: Anuovpyndnkav to arrays StealthMontagesFront
kot StealthMontagesBack, ta onoio Bpickovtol 1060 oto blueprint tov maiktn 060 Kot 6To parent
blueprint tov Agents, kot teptiapfdvovy To animations avd Katevfovon.

Emoyn tov koatdhAniov animation (gdyovg ywo kdBe Takedown, cOppova pe tn 0éom
extéheonc. Avtd kabopiletar amd v axépore petopint StealthSelectedMontage, n omoia
umopel va, opiotel gite Toyoaia eite yeypokivnta omd to Viewport,uéowm tov function Assassination
Chooser.

Metogopd omapaitnTOV TANPOPOPIOY ©T0 blueprint Tov Agent yio TNV OVOTUPAY®OY TOL
KaTdAANAov animation, cOUE®VE e TNV EMAEYUEVN oknvi. Avtd viomoleitar pe to Blueprint
Interface function AssassinationWarpLocation, to omoio Kaheiton omd To blueprint Tov maikTn Kot
vAomoteitan oto parent blueprint twv Agents. To function ovtd avorapfavet kot tn HeTaPacn Tov
Agent otnyv Katdotacn Dead State.

Ta functions kot custom events Tov €KTEAOVVIOL LE YPOVIKY] CEPE KATA TNV EKTEAECT LOG EVEPYELOG

Takedown eivon ta e€ng:

SetUp Takedown (Event): H Swoudikacio ekkiveiton 6tav o moiktng ei1oéhdet og pio amd tig dV0 meptoy€g
Box Collision (Front 1§ Back) mov éyovv tomobetnbei otov Agent. Avtd €xel oG amoTELEGUA TNV

evepyonoinon tov Events OnComponentBeginOverlap, 1o omoio eAéyyouv av mAnpobvior ot

npobmobécelg yio v evepyonoinom tng evépyetog Takedown. O €leyyog avTOG TPOAYLOTOTOIEITOL HECH
tov function IsPlayerAware, to omoio emPefoicdvel 6T1 0 Agent dev €xel avtiinedel tov maiktn Kot dgv

BpiokeTar 10N o€ £0VOETEPMUEVT] KOTAGTAGT).

Epocov o1 mpotimofécelg ikavomolovvtal, akolovbei Tpononoincn tpudv Pacikdv petafAntdv:

H oyetikn tomobecia tov maiktn ®¢ mpog tov Agent kotayopiletor ot petafint
PlayerTakedownLocation (Enum)

To Custom Event SetUp Takedown exywpei 10 reference tov Agent otn petafinm
PlayerTakedownRef (Actor), 10 omoio 6T OULVEXEWL OMOGTEAAETOL GTOV TOUKTI HEC® TOL
Blueprint Interface function GetEnemyTakedownRef

H petafint CanBeAssassinated (Boolean) opiletot g True
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HopdAinio, evepyomolobvial OnTIKE €0 EMKGAVYNG TOG0 oToV Agent OGO KOl GTO EIKOVIOO EVEPYELNG
OV VTOSEIKVOEL GTO YPNOTN TN OLDEGIUOTITA TOV TANKTPOL Y1 TV eKTEAEOT TNG evépyelag Takedown.
O mapomave petafintég aglomotovviar apyotepa and to Input Event Takedown oto blueprint tov
TOKTY Y100 TNV EKTEAEST TNG EVEPYELOG KOl TNV TAPOUETPOTOINGT| TNG.

Ye mepintoon mov o maiktng e&éAlBel amd Tig meproyéc Box Collision, 1o OnComponentEndOverlap
gvepyomoteiton, undeviovtag Tig OVTIOTOXEG WETOPANTEG KOL OMEVEPYOTOIDVIOG TO. GYETIKG EQE,
kabiotovtag €tol advvarn tnv ektéieon tov Takedown. To Sibypappa g mopomdve Slodikaciog
mopovotdletal otny gwova, 168.

Takedown Collision & Ul Helper
Gon 3 :

SetUpTakedown

SetUpTakedown

Ewkova 168. SetUp Takedown
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NG MANS LAND 38:4.1.3
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Ewova 169. Overlay Effect & Takedown Widget

IsPlayer Aware (Function): To function xafopilel av évag Agent Bpioketon og State mov emTpénel v
extéleon g evépyelog Takedown, emoTpéPovtag 1o anotéecpa og petofant Boolean.

H Paocwn npotndbeon yio va emtpanel n evépyela givar o Agent vo unv €xel avtiinedetl v mapovcia
Tov TaikTn, ONAadn va pnv PBpicketar oto Attacking State. Xvvenmg, av o Agent €ivol G€ OTOLOONTOTE
dAlo State, o function emotpépel False, vmodeikvooviog 0Tl 1 eKTEAEON TG EVEPYELNG €ivarl duvarth.
Qot6c0, oV TEpinT®OoN mov 0 Agent ovikel oty Kotnyopio Android, spoappoletor pia emmAéov
eEaipeomn katd Tov Eleyyo. Zvykekpipéva, okoun kot ov o Android Agent Bpioketar oto Attacking State,
pmopel va yivel dektog wg o160 Takedown, gpocov n petafint CanBeAssassinated eivon True. H
petafinti avt tibeton o€ True yio GOVIOUO XPovikd SAcTNUE OTAY O TOUKTNG EKTEAEL EMLTUYNUEVO Lol
kivnon Perfect Dodge, kofiotmdviag €161 Tov Agent €udAmTo, TOPG TN QOVOUEVIKG EMOETIKN TOL
KOTAGTACT).

To oyetcd ddypappa tov function, to onoio ameucovilel T Aoykn gAéyyov otnv mepintworn Android
Agents, tapovoidletal otny ikdva 170.
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Ewova 170. IsPlayer Aware

Takedown (Input Event): H extéieon g evépyelag Takedown mpaypatomoteitor pécsm tov Input Event
Takedown, 10 onoio gvepyomoteitor dtav 0 TaikTNG TOTHOEL TO avtioTotyo TANKTpo. To event Ppicketan
vAomonpévo oto Blueprint tov maitn ko apyikd TpoPaivel o€ dH0 Kpiciovg EAEYYOVG:

o ’'Eleyyo eyxvpotnrag tov TakedownRef péow tov node Is Valid, dote vo dwomiotmbel av vrapyst
evepyodg 6TOY0G EVIOC TNG TEPLOYNG EUPELELOG

o Avdxtnon g Tiung g petaPintig CanBeAssassinated péom tov GetCanBeAssassinated, dote
va, eEakpifwbel av o Agent BpickeTol o€ KOTAGTAOT TOL EMTPEMEL TNV EVEPYELQL

Ot Topamave Eleyyotl dacParilovv g N evépyela Ba ekteleotel pLovo OTav o maiktng Ppioketal evidg
evog and Ta Box Collision volumes mov opiCovv t TakedownRef, kot o Agent dev Ppioketon eite on
€E0V0ETEPMUEVOC EITE GE KOTAGTAON TTOL OTAYOPEVEL TNV EKTEAEDN.

> ovvéyelo, o Event mpofaivel o€ amdGmac 1| KATAGTPOPT TV OVTIKEWWEVOV TOV EVOEYOUEVOC KPOTA
0 moiktng (w.y. 6mia), péow tov Custom Event Detach/DestroyAllHeldItems, dote va dtac@aiiotel 1
kaBapn ontikn angwdvion Tov Animation katd v ektéleon g oknvig Takedown.

Apéowg petd, m xatedBuvorn mpocéyyiong (Front 1 Back) vmohoyileton péow tov function
PlayerTakedownLocation, 10 omoio o1 ovvéyela mopodotel to ovtictorye. Custom Events:
TakedownFront 11 TakedownBack, odnydvtag t por] Tov script Tpog TNV aVTIGTOWN OVOTOPAYMYY|
animation, avaioya pe TNV 0E6M TOL TAUKTN GE GYEGN UE TOV GTOYO.

Emunpdobeto, emedn 1o moaryvidt vmwootnpiler kor yxepiopd péow Controller, o Event mepihapfavet

eA&yyoug Yo TV mepintmon wov 1 evépyeto Takedown dev pmopel va exkteleotel. e avtd T0 GEVAPLO, TO

010 TAKTpo avarapuPdver GAAeg evépyeieg, pe mpokabopiouévn oelpd mpotepodtntag: Takedown,

Looting avtikeipuévav kot Reload tov omMopod. Avtdg o 6yedocdC ETITPETEL TIV TOAVAELTOVPYIKOTNTA
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TOV KOLUTION, SlOTNPAOVING TOPAAANAC TN AOYIKN 1EPAPYNOTN EVEPYELDV, GUUPMOVO LE TO context Trg
oTIypNG.

To dudypappa tov Takedown mopovoidletor oty gikova 171.

Takedown - PickUp/Reload (Gamepad)

Ewova 171. Takedown Input Event

Takedown Front-Back (Custom Event): Ta cvykekpyéva Custom Events gvepyomotovvtar omd to
Input Event Takedown, pOAIG 0 ToiKTNG TOTNGEL TO OVTIGTOLYO KOLUTL, KOl €lvar vrevbuva Yoo TNV
EKTEAEOT TPIOV POoIKOV AtTOVPYIDV. ApyiKd, nécm tov function Assassination Chooser, emtAéyetol to
animation ov Oo avamapaydei, To 0moilo EMOTPEPETUL MG OKEPOLOG 0PIOUOC TTOV avTIcTOLEL o8 pia BEom
tov Array mov mepiéyel to OSwbéolua animations. H T ovty ekyopeitor ot petafint
StealthSelectedMontage (Integer), m omoia ypnoluomoleitol Yoo va Yivel €MAOYN Kol €KTEAECT] TOV
avtioTotryov animation g ypnon tov node Play Montage.

Ewova 172. Takedown Front-Back

Tovtoypova, evepyomoteitan to function Assassination Warp Location, 1o omoio ekkivel Tic amapaitnreg
dwodikacieg oto Blueprint tov Agent, 6m®C TV AvVOTOPAY®YN TOV OVTIGTOLWOL animation Kol TiC
KatdAndeg petaforéc petofintov. EmmAiéov, emotpépovtar ot petafintéc RefLocation (Vector) kot
RefRotation (Rotator), mov petafifaloviar g eicodol oto node AddOrUpdateWarpTarget. Avtd
gmrpémel v evbuypdupion g 0éong Kot TG KaTeLOLYVGONG TOV TAIKTN YPNCLLOTOLDOVTOS TV TEYVIKN
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Motion Warping, ®ote 10 animation va Eekvioel and Tn o®oTth Tomofecio kol e TNV KATUAANAN
katevbvvor. Mg avtdv tov tpomo, eEacparileTor 0TI, aKOUN Kol ov 0 TOIKTNG EEKIVAGEL TNV EvEpYELd
Takedown pe ovtiBetn kotevBovon amd tov Agent, 1 0éon tov Ba mpocapuootel KOTAAANAQ,
EMTPETOVTOG GLYYPOVICUEVT] KO PEOAIGTIKY OVOTOPay®mYN TV 600 animations GTov Y®Mpo.

HapdAinia, to functions Spawn Front Stealth Weapon kot Spawn Back Stealth Weapon kafictodv
0pOTO TOV OTAIGUO TIOL GLVOOELEL KADe animation, av VEAPYEL. Mg TV 0AOKANp®GT TOL animation,
EKYOPOVVTOL EK VEOL Ol OOPOITNTEG HETOPANTEG MOTE Vo EMTPATEL UEALOVTIKY] EKTELECT] EVEPYELNG
Takedown, vo, Tpaypatomombody o1 KIVIoELS OTAIONG 1| APOTAIGUOD, VO, 0TOKPVPOEL 0 OTAIGUOC TTOL
oyetileTon e To animation Kot va yivel €K VEOL 0paTdC 0 apyIKOS OTAGUOG TOL KPOTOVGE O TOIKTNG TPV
v eKTéleon.

H Swypoppotikn aneikdvion Kot 1 Otk ovorapdotaon tng evépyelag Takedown katd tnv ektéleon
¢ mapovctdloviot otig ewoveg 172 ko 173.

Ne MANS LAND 2:M4.1.3

Ewova 173. Takedown Demonstration (1)

Assassination Chooser (Function): To cvykekpévo function eivar vmevBvvo yuo tnv emloyn Tov
animation mov 0o ekteleotel katd v evépyelo Takedown, Bdoet TN KatevBovong amd v omoic avTh
ekkwveital. YAlomoteital oto parent blueprint tov Agents kot d€xetar ®g €icodo ) petapintm IsFront, 1

251



omoia mpoacdopilel av 1 TPocEyyion Tov TaikTn yivetal amd urpootd 1 omd micw. H €é£o0dog Tov function
elvar évag axéporog aplBudc mov avrtiotolyei og dgiktn evog omd ta arrays StealthMontagesFront m
StealthMontagesBack, kot ypnoylomoteitor 1660 oto blueprint Tov waiktn 660 Ko 6to blueprint Tov
Agent, Tpokelpévon va avamopoydei 1o cwotd (edyog animation yia kdfe wepintwon.

Mo va vroompiletarl 1060 1 TVYOi0 ETAOYY animation, 660 KOl 1 dSVVATOTNTA XEPOKIVNTNG avaBeonc
puéom tov Viewport og kébe Agent, £yovv viomoindei dvo enum petafintéc: FrontMontageChooser kot
BackMontageChooser. Xe oavtég pmopel vo kabopiotel €ite cvykekpiévo animation, €ite 1 €mAOYN
Random. Katd cvvéneia, to function Assassination Chooser a&lomotel avtég Tig enum petafAnTég yio va
emotpéyel eite Evav mpokabopiopévo deiktn, eite Evav tuyoaio, avdioyo pe TNV emBounti GLUTEPLPOPA.

Ewova 174. Assassination Chooser
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Assassination Takedown Warp Location (Function): To cuykekpyévo function vAomoteiton 6to parent
blueprint Tov Agents kot gvepyomoleitor katd TV Evapén TG avamopay®yng ToL animation Tov ToiKTY).
Qg €icodo déxeton T petaPint ChosenMontage, oniadn tov aplBud tov animation mov €xel emheyet
péom tov function Assassination Chooser. O pdrog tov glvar TTOS APEVOC VO TUPOSOTNHGEL TIG
amopaitnteg evépyeleg otovg Agents katd TV ektéleon g evépyelag Takedown kot apetépov vo
mapéxetl Ta dedopéva BEong kan katevBuvong yia Tnv opdn ypnon g teyvikng Motion Warping.

Apyikd, to function agaipel omolodnmote ontikd £pé emkdivyng ko UL, axivnromoiel tov Agent ko
SloKOTTEL OMOLOONTOTE €VEPYO animation, MoTE va eKkteElecTel ywpic mopsuforéc To animation TOL
Takedown. 'Emeita, 0¢ter ) petopant) IsDead oe false xou petapéper tov Agent oto Dead State. Ot
evépyeteg autég e€acparilovv 6t 1 evépyela Takedown Ogv pmopel va ekteleotel €k vEOL KOTA TN
duapxeld tng kot 611 o Agent dev Oa petafei oe drapopetikd State uéypt va oAokAnpmbei n dradikacia.

>t ovvéyela, to function ypnowomotei ™ petafAinty PlayerTakedownLocation (Enum), n omoia eiye
exyopnBel ™ otiyun mov o maiktng ewonibe oto BoxCollision tov Agent, yia va kobopicel v
katevbuvon ¢ emifeong (umpootd M micw). Me Pdaon avty v katedbbovvon kol ™ peTafAnT
ChosenMontage, mvpodotei 10 avrtiotoryo Custom Event Takedown, to omoio evepyomotel v
AVOATOPOY@YT TOV GOCTOL animation KOHMG KOl T0. GLVOSEVTIKA OTTIKOUKOVGTIKG EQE.

Téhog, avaxtovior kor emiotpépovion amd to function ot petafintég 0Oéomg (RefLocation) ot
katevBuvong (RefRotation) yia v ektédeon tov Motion Warping. Ot tonobecieg antéc mpoépyovtat omd
SceneComponents, ta omoia €yovv opiotel Egyoprotd oe kdBe child blueprint, avtictoymvtag oto
dropopetikd Takedown animations. Avtd e&ac@olilel 0Tl 0 TAUKTNG UETAKIVEITAL OKPIPDS GTN COGTN
0éon v xéOe yapaxpa, Acppdvovrag veoyr TOAVES YEMUETPIKES OMOKAIGES GTN OKEAETIKY TOVG
dopn.

To oyetikd dbypappa Ttapovstdleror otig gikoves 175 kot 176.

Ewova 175. Assassination Takedown Warp Location (1)
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I Retum Node

[ Return flode

Ewkova 176. Assassination Takedown Warp Location (2)

Assassination (Custom Event): To Custom Event Assassination eivat vrevBuvo yio v avamopaywyn
TOV KOTOAANAOL animation wov &yel emdeyfel katd v ektéleon pog evépyelog Takedown, kabmg kot
YO TNV OVOTOPOYMYY] TOV OVTIGTOLYOV ONTIKOOKOLGTIKAOV €QE OV TO GLVOOEVOVV. YAOMOLEITAL GTO
parent blueprint teov Agents ka1 déyetor og eicodo tn petafinty ChosenMontage.

H mpd evépyeia mov ekteAeitan glvar 1 SLOKOTH OTOOVONTOTE EVEPYOL MYNTIKOD dlaAdyoL Tov Agent,
péo®w tov node StopBehaviorVoiceSFX. Avtd eivar omapaitnto, kabbc opiouéva Takedowns
EVOOUATOVOLY TOV O1KO TOVG O1aA0Y0, v AL dev TeptAapfdvouy KabBorov. Xtn cuvéyela, pe faon
petapinty ChosenMontage, emiAéyetol 10 KOTAAANAO animation oamd to Array Ttov Agent kot
avamopayetol péow Tov Play Montage node.

Kd&be animation wepthaufavel éva covolo amd Montage Notifies, to, omoiot TupodOTOVV GUYKEKPIUEVEC
EVEPYELEG, OYETIKEG e TNV £E0VOETEPMON TOV Agent KOL TNV AVATAPOY®DYN TOV VKMV PE. EvOekTiKd,
7o notify Dead aAlaler ™ petafAnt IsDead e true ko kaAel to Custom Event DeathWrapper, to omoio
evepyomolel OAEG TIG VITOAOITEG dLdIKaGieg TOL oyeTilovian e TV EEOVOETEPOGT) TOV YOPAKTIPOL.
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H ypovikn tomoBétnom tov ovykekpiévov notify péca oto animation givor kpioyn yio dvo Pacikcong
Abyoug:

o OloxAfpwon animation: H kAinon tov DeathWrapper mpénetl va yivetan agol €yl olokAnpwbel
TO LEYOADTEPO UEPOG TOV animation, kaOdC Teptlapfaverl Ty TANPN axwvnToroinon tov Agent

o ’'Eykoipn petdPaorn koatdotaong: [lpémer va dacpalotel 0Tl ot HETAPANTEG KOl Ol GYETIKEG
evépyeleg eE0VOETEPOONG £YOVV EKTEAEGTEL EYKOIPMG, OGTE VO amoTpamel 1) aAlayn Tov State Tov
Agent og kataotdoelg 0nmg to Detecting, kotd ™ dudpkela Tov Takedown

Ewova 177. Assassination (Agents)
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Ne MANS LAMD 3:4.1.3

Ewova 178. Takedown Demonstration (2)

10.Xopminpopotikeég YrAomomoeig

Y10 mhaicto g avantuéng tov Behavior Trees, dnpiovpyndnkov emmAEov AELTOVPYIEG KOl EPYAAELD TOV
ouuPfdriovy oty evioyvon Tng TOAVTAOKOTNTOG TNG CLUTEPLPOPAS TV Agents Kol TOVTOYPOVO
Tpodyovv TV aicOnon gupodiong Kot pealopov Tov mayvidov. AvTtéc ot vAomomoels Tpoopilovtar va
EMNPEACOVY TOGO TNV EUTELPIN TOL ¥PNOTI OGO KOl TNV OTLOCPOIPO TOV TOLYVISIOD KOTA T S1GPKELD TOL
gameplay.

Scanner

‘Eva amd ta kOpla avTikeipeva, mov onpovpyndnke gival to Scanner. At 1 ASITOLPYiQ EMTPENEL GTOV
TOIKTN VO GOPMGEL TO TEPPAAAOV TOL Yo Vo, gvtomicel Agents Kol OVTIKEIUEVO 7OV UTOPOVV V.
oLAAEYBOOV €VvTOC oG GuyKekpluévng oktivac. Otav o maiktng gvepyomolel vt Tn dvvatdtta,
eppavifetor pio texvoloywd mponyUEV] (OPNT] GLGOKELY OTO YXEPLL TOL KOl Evepyomoleital éva
animation mov Ogiyvel Tov TaikTN Vo dAANAETOPA pe ovtiVv (T.Y., TOTOVTOG Kovumid). H dwdikacio
ovvodevetor and évo post-processing effect mov ypnoylomolel v TeYVIKN custom stencil depth,
EMTPENOVTOG TNV avAbeotn €vOg Lovadtkoh aptBpod Kol YpOUOTOS GTO OVTIKEILEVO Kol Tovg Agents Tov
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moyviolov. To mepiBdAlov Tov Taryvidlol aroypmpatiletal, kot kabe avtikeipevo  Agent wov umopel va
cvAdeyBel maipvel ypd o COLPOVE LE TOV TOTO TOV.

EmimAéov, auth 1 evépyela eMTPENEL TNV ONTIKY OVOTOPAGTACT] TOV Agents Kol OVTIKEWEVOV LEG® EVOG
minimap. To minimap evnuepOVETAL G TPOYUATIKO ¥poOvo kot sueoviler ™ 0éon tov Agents ue
OLOPOPETIKE YPDUATO OVOAOYO LE TOV TOTO TOLG, Y0 TOPAderypua KOKkivo yio Ranged wot pof yu
Androids. O maiktng umopei étol va mapakorovbei tnv kivinon tov NPCs kat vo PAémel avTikeipeve pécwm
EUMOdIV, OMWG TOLYOVG, YEYOVOS OV JIEVKOADVEL TN oTpartnywkn Tov kivnon oto Level. Emiong, to
ovotnua cuvovaleton pe to Quest System, mopEyovtag otov maiktn T dvvatotnTo va PAErel T 0€om g
KOplOG OmooTOANG otov ¥aptn. o va oamoeevyBei M vrepPorkn ypnon, to Scanner Swobétel Eva
Cooldown gvog Aemtov.

ANS LAND S.91.3

AD MAN'S SWITCH

entinels using Data Worms 0/1
our path

Ewova 179. Scanner (active)

Quest System

AvantiyOnke éva mANpm¢ Aettovpyikd kol emektdouo Quest System, to omoio ypnopomolel Data
Structures ®¢g PAcELS dEIOUEVOV Yo TNV OTOONKELOT Kol 0PYAV®OOT TV TANPOPOPIDY GYETIKH LE TO
Quests. Avtéc mepthapfavouv TITAOLS aTOGTOAMY, 001Yies, Tomobesieg, duy®PIoUd HETOED KOHPLOV Kot
OEVTEPEVOVODV UTOGTOAMY, KPLTHPLOL KOl LETPNTEG EMiTELENC, OvTIKEIIEVA KO TOVTOVE XP oL KePHilel o
maiktng. To ovomua mapéyel duvatdtnteg avabeong Kot enitevéng Quests, evnuUEP®ONG GE TPAYLOTIKO
YPOVO Kot OTLTIKNG avamapdotaong pecw Ul
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Ewova 180. Quest Trigger

To Quest System &VOOUOTOVETOL LE TN CLUTEPLPOPE TV Agents, EMITPEMOVIAG OTOV TOUKTN VO
olorAnpavel cuykekpipéva challenges, onwg "ypnoyomoinoe to avrtikeipevo DataWorm" 1 "extéleoe
tpeig kvnoelg Takedown". Evoouat@bnke eniong éva Quest Menu Widget mov enttpénel otov moiktn va,
BAémer mAnp1 meprypoaen tov Quests, Ta avTikeipeva Tov amottovvTal, Toug Tovrovg XP wov Ba AdPet,
KaBmG Kot Tov 1apTn TG Tomodeciog.

IDead Man's Switch
The facility's defenses are formidable, but you've
made it inside. Now comes the hard part--find
the tech Lali sent you for. Use the Scanner to
pinpoint its location and tread carefully. It's time
to get your hands dirty, even if it's just to stay out
of sight.

Scan the area to locate the item and avoid
detection.

Disable Sentinels using Data Worms 1/1
Use distractions to clear your path
Perform takedowns 3/3

Ewova 181. Quest Menu Widget
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Haiktng
H avantuén tov yopaktipa Tov ToikTn TEPIAAUPAVEL TNV VAOTOINGT) TOAAMYV assets Kol AELITOVPYLDV.

Anuiovpyia. Pealiotikod Xapaxtipa: H mhatedpuo Polycam ypnowwomomnie yio tn cdpmorn &vog
TPUYUOTIKOD TPOGMTOV HECH POTOYPAUUETPIOG, dnpovpydvtag éva face mesh pe vynAn yeoueTpikn
Aemtopépeta. To mesh petapépOnke oy mhateopue Blender ywo enelepyocia tng tomoloyiag tov, Kot
ypnowwomomOnke oto Unreal Engine yia ™ dnuovpyia evog mAnpovg Asttovpyikod Metahuman Actor
puéo® ¢ teyvikng mesh to metahuman. O yoapaxtipag Tov TaikT olabétel TANPN oKeEAETO, O 0TOI0G
elonydn wg child mesh xou ypnoonolel teyvikég real-time IK retargeting, emttpémoviog T oo
TPOCOPLOYT TNG KIVIONG KOl TOV GKEAETOV UE Pdom To ocdpo kot T SuVaUK Tov yopaxthipa. H
KIVNGloAOYi0 TOV YOPOKTNPO EKTEAEITAL HECM TNG TEYVIKNG Motion Matching, 1 onoia eravahappdvet kot
TPOCAPHOLEL TIC KIVIGEIS OTT®MG aKPIP®G VAOTOIOVVTOL Yot TOVG Agents, TPOGPEPOVTAG EVOV PEOAGTIKO
KoL GUVETN EAEYYO KTd TN SLdpKele TOV gameplay.

N ®E

]
':'?
“

heeT oema

@

Ewova 182. Polycam Mesh (Blender)
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@ AIB Viewport

Ewovao 183. Mesh to Metahuman

Orliouos - HUD Wheel: O omMopdg TOU YOPOKTAPO EVOOUATOVEL TANPT  AELTOVPYIKOTNTA,
mepLaUPavovTag Tov aplipd oeop®V Kol YEUIOTHPO, KaO®dG kol animation OTAMONG, OQPOTAICUOV,
EMOVOYEUIONG Kot Tupodotnone. Ta omtikd kot mymtikd €€, Omwg Koamvol kol ektivaln kdAvka,
TPocBETouy pealopd otny eunelpio. Evoopatodnke eniong éva HUD Wheel ywo tnv ypriyopn evaiioyn
HETAED TV OTA®V Kol GAADV OVTIKEILEV®VY, TO 0moio eREvIlel Ta 100G AVTIKEIIEVO TOV TTOAKTY LE
KaTdAANAa gucovidla Tov avtamokpivovol og input péow keyboard 1 controller.
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Ewéva 184. HUD Wheel & Weapon Effects

Kolbum xou loopporio: To mouyvidt emekteivel T SLVOTOTNTA TOV TAIKTY VO KOADUTA KoL VO 1COPPOTEL,
evoopotmvovtag platforming otoyyeio pe t1g duvatotteg Tov MotionMatching. Avtég ot dSuvatdTNTEG
vAomolovvtol pécm blendspaces oto animation blueprint Tov maikTn Kol AVATAPIGTOOY TOV YOPOUKTHPO VO
KOALUTA ) Vo 1ooppomtel Otav Ppioketal 6TV KATAAANAN ETLPAVELQ.
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Ewova 185. Balance Locomotion

Ewova 186. Swimming Locomotion
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eprpariov

To mepifddAAov TOL TOLVIOOD GYESACTNKE HE OKOMO Vo avadeibel Tn OSUVOMIK TV OEVIp®V
GUUTEPLPOPAS KOl VO, TAPEYEL OTOV TOIKTN £VOV PEAAICTIKO KOl TOIKIAOUOPPO KOGHO Yo e&epedivinomn Kot
aAAniemidopact. 1o mhaiclo avtd, onpovpynonke éva evoeiktikd Level mov kolvmtel évav extetapuévo
YXOPTN HE TOWKIAEG QUOIOAOYIKEG TEPLOYES, OT®G Pouvd, Alpuveg, épnupot kot 6don. Kabe meproyn €xet
LOVOSIKA YOPOKTNPLGTIKG, TOV aVOSEIKVOOLVY T1) SLOPOPETIKT PVGT KOl TAVTOTNTO TOV KOGUOV.

O yapmc oa&lomotei évo, Heightmap mov omuovpynbnke mapapetpikd péom tov Houdini Engine,
EMTPETOVTIOS TNV TOPAYMYN EVOC PEOAISTIKOD £0GPOVG LUE TOIKIAI VYOUETPOV KOL LOPPOAOYIDV. AT
to Heightmap ocuvvévdaleton pe v avdbeon evdc Auto Material oto Landscape, to omoio dnuiovpyet
duvapkd to TEPIPAAAOV GE TPOYUATIKO YPOVO, avAAOY LE TIC TOTODEGIEC KUl TO YOPUKTNPIOTIKA TNG
TEPLOYNG, OMOC TO VYWOUETPO Kou M yewpopeoloyic. H dwdwacio avty yivetor péow procedural
placement, emTPENOVIOG TOV OLTOUOTO KOOOPIGUO TOV YOPOKTNPIOTIKAOV TOL €JAGOVS, OTMG 1
Tomof£tnon ypaoidiov, Bpdymv Kot yroviod pe fdor v tonobecia kot Tig pUOIKEG CLVONKEGS.

Mo vo gpmhovtiotel mepartépw 10 mepPdAiov kol va mpocpepbel o aichnon euoikng Tinpdtntag,
ypnowomotndnke 1 teyvikn tov foliage instancing yio tnv TpocOnkm dévipwv, Oauveov Kot kTipiov. Avtd
Ta ototyeln emavolopuPavovtal oe OAN TNV TEPLOYN, OLCPAAILOVTOG TNV VTOAOYIOTIKY] ATOSOTIKOTITO TOV
oy vidlon, KabmG 1N TEYVIKN 0UTH UEIOVEL TO (OPTO amddoong yopic va Buctalel v modtnTa NG
EIKOVOLC.

‘Eva axoéun ototyeio mov gvicyvel v aicnon tov avorytod kocpov givar ) xpnon billboards pe 6évipa
YOUMANG avaivons oe meployés mov etvor pokpld amd to camp. Avtd ta billboards PonBodv otmv
AmOTUTT®ON NG Yevdaictnong evog {mviavoy, KATOIKNUEVOL KOGLOV, KaOMG emttpémovy v vmoapén
otoyyelov Tov TEPPAAAOVTOS O OMOUOKPUGHEVES TEPLOYES XWPIC VO AmaLTovV UEYAAN VITOAOYIOTIKN
1oY0.

Mo va onovpyndei n aicbnon evdg tepdotiov kOGHOL OV givar TpocsPdoiuog and Tov moikT,
nmpooténkav distant meshes oTig dxpeg Tov ¥dpt. Avtd to meshes, av Kol dev givor TAVTH AUECH
TpocPaciye, mTapéyovv TNV yevdaicOnon 01t 0 KOGHOG givar ayavig Kot avowytdg ywo eggpedvnon,
EVIGYVOVTOG TNV aicnon g amepovTocHVNG TOV TALYVIOI0V.

Y10 Level tomofetnOnkav emiong didpopa assets wov amoteLobV T0 KEVTIPIKO camp Tov Tayvidov. To
camp mePLOUPAVEL TEYVOLOYIKE KTipLol KOl OVTIKEIEVA TOL TAPLAoVY e TNV coOnTiky Tov Toyvidton
KOl TNV 0THOoQUpo Tov KoOouov. Ta assets ovtd e&ummpetovv Oyl HOVo TN SlKOoUNoTN Kol TV
aTUOGPALPO, ALY Kot TV Tomofétnon v Agents kot T duvapukn Tov Gameplay. O GYEOAGUOC OVTOV
TOV KTIPIOV Kol OVTIKEILEVOV EVOMUATAOVEL TEYVOLOYIKE oTOLYElR TOV LTOGTNPILOVY TN CLUTEPLPOPH TOV
YOPOKTNP®Y KOl EVIGYOLOLV TNV OAANAETIOpAGT TOL ToUkTn UE TO TEPPAAAOV, avadelkvOovTag TNV
aioBnon g oTpaTNYIKNG Kol THG TPOOAIOV GTOV KOGLO TOV TOLYVIS100.
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To 6UVOLO TOV TOPATAV® TEYVIKMDY Kl GYESUCTIKOV ETAOYDV EVOMUOTMVEL T SLVATOTNTO SNUIOVPYIOG
evog (ovtavoD, peoloTikod KOGUOV UE TOWKIAiL TEPIPAALOVTI®V oV eEVTINPETOVY TNV CAANAETIOpOOT e
T OEVTPO CLUTEPLPOPAG KOt SLUPBAALOVY 0T GLVOY Kot TO BABOC TNG APTYNOTG TOV ALY VIS0V,

g e

A&

”-on 4

Ewoéva 187. Landscape (final version)

UI Elements - Loot - XP

H evoopdtoon ovukewévov mov umopel vo ocvAhéger o moaiktng meplapPdver medkits, ammo,
dataworms kot Shards. Avtd to avtikeipevo tomobetovviolr e dldQopo onueio TOv YAPTN Kot
nwpooTifevtal 6To inventory Tov moiktn pe katdAinio Ul eucovidia, Ta omoio eveEpPOVOLY TOV TOAKTY Yid.
v mocdtNnTa kol tov Ttomo tov avtikeévov. To Common Ul Plugin ypnowonoteitor yio v
TOPOLVGiooT) TV TANKTP®V GVALOYNG Kot TV otoryeinv Ul mov avtamokpivovtal 6tov TOTO ye1piotnpiov
(keyboard 7} controller).

Evoopotmnbnke emiong éva Level System mov emPpaPevel tov maiktn pe XP, to omoio emnpedlel v
TPO0SO TOVL TOUKTN kol TNV guedvion g umdpag XP. To ovotnua umopel vo emektobel v va
gvoopotmdel pe 1o Quest System, evd mopéyel dSuvatdOTNTEG YLo. AvOPAOUIGN TOV YOPAKTNPA 1 Ayopd
avtikepévav ard NPCs tomov Merchant.
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NG MANS LAND S:4.13

J2EAD MANS SWITCH

Ewova 188. UI Elements - Loot - XP

Cinematic Cutscenes ko1 Motion Capture

IMa v gvioyvon g TAOKNG KOl TNG GLVOYNG TOL TToyVIdloV, dnuovpyndnkay Vo cinematic cutscenes
o1 omoleg evompatmvovtal pe To gameplay kot gEuvmnpeTodv TNV aprynon tov demo mov avamrtuyOnke
0710 mAaiclo TG SMmMAUATIKNG gpyaciag. Ot cutscenes ovTég €ivarl oTpatnykd TomofeTnUéves, Lo 6To
Eexivnua kol pio 6To TEAOG, YO VO, TPOGPEPOLY U0 SVVOULKY] E10AY®OYN Kol £vo KOPLEOio ornueio
KAMUAK®OOTG TNG 10Toplog, EXTPETOVTAG GTOV TAUKTN VA PIOGEL TIG TTLO CTUOVTIKEG OTIYUES TNG TAOKNG.

H mpotn cutscene onuovpyndnke oto Poaocwd Level, to omoio meprapuPdver 10 camp NG
mpotayoviotplog. H oknvi vt €160yElL TOV TOUKT 6TOV KOGUO TOV TOLVIOO0 KOl TV GTOGTOAN| TOL
avaiapfavel, kabopilovtag tov tovo Yoo To vorouto g eumelpiag. To Level Sequencer tng Unreal
Engine ypnoyomofnke yio v Topaymyn ovthig TG oKNvng, divovtag tn duvatdtnta yio cuvovaoud
animation, M0V Kol GCKNVIKOV EPE GE 110, SUVOUIKT] KOl GUVEYOUEVT QAANAETIOpaON.
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= | & Perspective ' @ Lit * Show + Scalability: Cinematic _ ¥ F 4 r®E ¥[xo8 '@

RecastNavMesh-Default (Static)

AgentRadius 35.0, AgentHeight 144.0 g
CellSizes 38.0/19.0/19.0, CellHeights 10.0/10.0/10.0, AgentMaxStepHeight 35.0/35.0/35.0 (low/default/high)
Region part Watershed, Layer part Watershed —

MainNavData: RecastNavMesh-Default
Custom NavLinks count: 18
Using cluster links

NavData count: 1 L} L]

LS_OpenBunker of|
19,4167

Ewova 189. Cinematic Preview 1 (level sequencer)

H debtepn cutscene, mov £xel peyolvtepn cuvailsOnuatikn eoption, eedicoeTon 6to T€A0C Tov demo. Ze
OUTHV, 1 TPOTAYOVICTPI OVOUKOAVTTEL €VO HUOTIKO EPYOCTNAPLO, OMOKOADTTOVIOS OTLOVTIKEG
TANPOPOPIES YO TN UNTEPQ TNG KO 0VOTYOVTOG VEES OLVATOTNTES GTNV TAOKN oV akoAovBel. [ avtn ™
oKNnvn, ypnopomombnke éva tpokotackevacuévo Level mov amoktbnke and to Fab Marketplace, to
01010 TAPOLGIALEL Uit OTNALL YEUATN TEXVOAOYIKG GToLyEin. AVTA T TEXVOAOYIK( assets TPooTEOnKaV
OTPOATNYIKA Y10 VO LIOSTNPIEOVY TNV ATHOCOOIPE TNG OKNVAG KAl Vo eVioyOGoLV TNy aicnon tov
pvotpiov kot tng e&epevvnone. ‘Eva akopa dlaitepo ototyeio g debtepng cutscene NTav 1 TOPOLGINGCT
mg UNTEPOG NG TPOTOYOVIoTPOG MHECH €vog oloypaenuotog. To epé ovtd  onuovpyndnke
ypnowomoldvtoc to Niagara Particle System yw v mapayoy couatidiov mov oynuotilovv to
oloypdyppa, To omoio Kiveital og TPayUaTikod ¥povo mave oto Metahuman mesh. To amotélecuo givar
EVIVTIOGLOKO Kol EVIoYDEL TNV aicOnomn g TervoAoYiog Kol TOL HUGTNPIOV, ENLTPETOVTNG GTOV TTOAKTN VO
Se1L TNV E1IKOVO TNG UNTEPUS TNG TPOTUYOVICTPLUG OG LUK OAOYPUPIKY] OTEIKOVICT).
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Ewova 190. Cinematic Preview 2

O1 d1dhoyot yia T1g 600 cutscenes onpovpynniay pe ) ypnon Al epyaieiov 6nwg to Eleven Labs kot
PlayHt, mov enétpeyov Tnv TOPAUETPOTOINGT KoL TV TANPN TPOTOToINoN TV evdv, Tov delivery kot
oV TOVOL TV YopakTnpov. H duvatdtnta aAAayng T@V YapoKTNPIoTIKOV TNG POVNG, OT®G 1) £VTUGCT, O
PLOUOG KoL 0 TOVOC, TPOCEPEPE TNV EVYEPELN VO TPOGOUPLOGTOVV Ol SLAAOYOL OTIG OVAYKES TNG OPNYNONG
Kol va evioyvBodv ta cuvolsONUaTiKE onueia Tov oLy viotoV.

H oAAnAenidpacn Tov yopaktpOV Kot 1 EKEPUcTIKOTNTA TOVE evioybnke pe ) yprion tov LiveLink
g Unreal Engine kot Tov Metahuman Animator, emitpémovtag TNV omoTOTMOOT TNG Kivong Kot TV
EKPPAGEMY TOL TPOGHOTOV TV YUPUKTP®V GE TPAYLATIKO ¥povo pécw face capture. Avti 1 teyvoloyia
TPOCPEPEL EEAIPETIKA PEAAICTIKT OMEIKOVIOT] TV YAPUKTAP®V, KAVOVTAG TOVG VO (POIVOVTOL QUGTKOTL KoL
TOTOl GTNV avOpOTIVT] EKPPOCTIKOTNTA, EVICYDOVTAG T GUVOEST] TOV TOIKTY [LE TNV 1OTOPIC.

Téhog, n Hi&n tov duhdyov tpoyuatorombnke péow tov Ableton Live, mpoc@époviog tn duvoToTnTa
EVOOUATOONG SUPOPETIKOY MNYNTIKOV ETTEIDV KOl EPE TOL OVAOEIKVOOLV TNV ATUOCEUPO KOl TO.
cuvacOnuatikd ototyeia tov oknvav. To tedikd editing &ywve onv mAateoppe Davinci Resolve, 6mov
oLYYOVELOMKAY TO OTTTIKG, Kot MYNTIKA Q€ Yo vo dnuovpyndei n tehikn popen g oknvig. To apysio
Myov kot ta epé glonyOnoav oto Level Blueprint tng Unreal Engine yio va avamopoyfodv akpiBag
OTLYUN OV amoTeiTon 6to gameplay, d1ac@aAilovtag T por Kot T GUVERELD TG 0PN YOG,

Me ovtdév tov TpOMO, Ol cinematic cutscenes cLVOVALOLYV TEXVOAOYIEC OLYUNG YO TNV EVIGYLOT NG
aQNYNONG KOl TNV TPOCPOPH HI0G GLVOPTOCTIKNG Kot oAnboeovodg eumelpiog oTov moiKTn, &VO
TOpIAANAL avadewviouy Tig duvatotnteg ¢ Unreal Engine kot dAAov epyodeiov yuo tn dnpovpyio
PEUAMGTIKAOV KOl GUVOICONUATIKA QOPTIGUEVOY CKNVDV.
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11.IIpoxMMoseig kor Merlrovtikeg Beltidoeig

Kaboc 10 project e€ehicoetor Ko TANGLALEL OE MO OAOKANPOUEVT] LOPPT], TPOKVTTOVY EVKALPIES Y1l
TEYVIKEG KOVOTOMEG, PEATIOOELG amOO0GTG, ALY KOl YEVIKY ETEKTOCT] TOV SLVOTOTHTOV TOL gameplay
Kol Tov KOopov. To mapdv ke@AAolo TEPLYPAPEL TPOTEWVOLEVES PEATIOGEIC TTOV APOPOVY KPIGILOVG
toueic onwg ta Behavior Trees, to animations kot to 3D povtéAa, TNV apyLTEKTOVIKT TNG TEXVNTNG
VONUOGUVTG, KOlL Tr GULVOAIKN Oloyeipton 7Opov Kot  omdd0oNG  OVAOEIKVOOVTOS  TOPAAANA
HELOVEKTHUOTO KOl AOVVOUIES TOV GLUGTIILOTOG.

Advvapieg kot fedtiotomoinen tTov Behavior Trees

H omodoon tov Behavior Trees pmopei vo evioyvbel péow S0@oOpmv TEYVIKOV KOl TPOGEYYICEMV.
Optopéva onueia mov yperdloviotl Tpocoyn kal feAtiomon avaiboviol TopaKdTo:

Zrparnyikés Beluiotomoinong: H tomoBétnon eléyywv oe otpatnyikd onueia tov 6évipov pmopet vo
neplopicel Tov apBpd tov kouPov mov a&loloyodvial, Pektidvovtag v amodotikotnto. [Topdiinia, 1
€VOTOINoT KOl 1 YEVIKELON T®V GUUTEPLPOPOV Ba  EMTPEYOLV UEANOVTIKY] EMEKTOCIUOTNTOL,
O1EVKOADVOVTAG TNV TPOcHNKN VEOV TOT®V GLUTEPLPOPOV Kot gxOpav. Opoiwg, 1 Pertiotonoinon 1
agaipgon un amapaitntov Services mov eKTEAOVVTOL cLVEXDC Oa GLUPBAALEL TNV TEPAUTEP® LEIDMOT TOV
k6otovg emeéepyaciag. Emmhiéov, n petatponmn otoyeimv tov Behavior Tree 6mwg Custom Tasks,
Decorators 1 Services omd Blueprints ce C++ 0o mpoo@épel onpavtikny Peitioon oty amddoon,
dedopévov 6tL 0 CH++ kddkag ekteleiton TOAD TO ATOSOTIKA.

Moyeipion Eléyywv war petofdocwv: Katd t odpkeln ¢ vAiomoinong twv Behavior Trees,
napaTnpNOnke SuvoypPNoTic GTOV OPIGUO TOAVTAOK®OV LETAPACE®V KOl GTNV OVATTLEN SLOPOPOTOUEVDV
EVEPYELDV, Ol 0Toieg e&aptdvial amd TNV Tponyovuevn katdotoon tov Agent. To Detecting State, to
omoio amotédece Pootkd a&ova tng doyeiplong petapdoswv tov Agent, Kpinke akatdAAnAio yo v
Mym amoedceny uécm tov Behavior Tree. Avtifétmg, kpibnke avaykaio 1o dévipo vo adpavomotndel
TANPOG TPOKEWEVOL Vo, unv ennpeoctel o kadwkag tov Al Controller mov dwyepiletoar avtég TIC
petafdaoets. Q¢ anotédecpa, mopatnpnOnke 601t to Behavior Tree amodeikvieTol To 0mOTEAEGUATIKO Y10l
™ MM HEYUA®V OTTOQAGE®DY KOl YL Y10 TNV EKTELECT] EVEPYELDV KOl GUVOET®MV EAEYYOV.

Moyeipion Karaotaoewv: To Seeking State onpuovpynnke pe okomd v avalitnon gxfpikng mapovoiog
Kot gvepyomoteiton and tpeic mepumtdoels: 6tav o Agent YAveL TOV TOIKTN OO TO ONTIKO TOL Tedio, dTav
evromilet évav eEovdetep@Uévo OO0 1| OTAV 1) Uadpo aviyvevonc etavel o€ VYNAL enineda. [opd v
QTOTEAECLLATIKOTITO TOV GLUGTNHUATOC, 1 XPNoN EVOS kan povo Seeking State avénoe tnv moALTAOKOTNTA
NG LAOTOINGNG, YEYOVOS TOV NTOV OMOOEKTO 6TO TANIGLO TOL £pyov. QQ6TOGO, AVTd avESEIEE TNV AvAyK
v Bertimon otV avAmTLEN GLUGTNUATOV TTOV OTOLTOVY JLUPOPOTOINUEVES EVEPYELEG, OVAAOYO UE TNV
TPOTYOVLEVT] KOTAGTAOT TOL Agent Kol TV €KACTOTE KATAOTOOTN TOL TOLVIOWD. Xt0 HEAAOV, 1
gloay®YN €vOog LPPOKoy GLoTHUNTOE, T0 omoio cuvvdvdlel Finite State Machines (FSM) vy v
amoTELECUATIKY dlayeipion petafdoemv pe v ypnon Behavior Trees yuo ™ Afym amo@dcemv vyniod
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eMmESOL, B LTOPOVGE VO TPOGPEPEL £VAL O EVEMKTO KO ETEKTAGIUO TAAIGLO Y10 TNV avATTLEN TETOIV
GUGTNUATMV.

2yediaouos kol Zoviipnon tov Zvotiuetoc: Mo onuavtik TpoKAnon mov mopotnpnonke kotd T
dudpkela g avamtuéng ftav 1 e&dptnon Tov petafintov tov Blackboard kot tov Asttovpyidv tov Al
Controller. Kafe véa evépyesia mov mpootiBetan amortovce T Snuovpyia véov Blackboard key, pe
ATOTELEC LN VO, XPELALETAL ETOVEKTIUNGT KOl OVOTPOCUPUOYT TOV UETARANTAOV KOl TV eAEYY®V 610 Al
Controller yia vo eEac@oAotel 0TI 01 GAAUYEG EVOOUOTOVOVTOL CMOTA Kol Y®PiG ampOPAenTeg GUVERELEC.

H oyediaon kot viomoinon tov Behavior Trees amottel mpocoyn otov KaBopIoHo TV EVEPYEIDV Kol TV
eAéyymv mov dwoyepilovon Ta facikd ooty eio TN TEXVNTAS VONUOGUVNS, 0Ttmg Tao Blueprints tov Agent,
to Al Controller ka1 ta assets tov Behavior Tree. H arAonoinon tov Behavior Tree, ypnoionoidviag to
UOVO Yl TN ANYN YEVIKOV OTOQACEDY GYETIKO UE TN GLUTEPLPOPE Tov Agent, @aiveTol va givor 1 To
amoteleouatiky mpooéyyion. H pelhoviikn Pertiomon umopei va emitevyfel péow g viobétnong
oLVOLOCUEVMV TTpoceYYicewv Omtmg Ta Finite State Machines yio Tov opiopd TOAVTAOK®V cuUVONKAOV TV
petafdoemv HEToED TOV KOTOoTAcE®MY Kot To. Behavior Trees yia TG GUVOAIKEC UTOQAGELS GLUTEPLPOPAS,
EVOOUATOVOVTOG TOPAAANAQ TIG aVAYKEG TOL TOXVIOOL YO PEOAIOTIKY KOU EMEKTACIUN TEXVNTN
VONLOGULVT).

Animations & 3D Models

H dwyeipion morlhoamidv kot ontikd dtagopormomuévoyv 3D yopaktpov o6to project odnynoce oe
onuavtike Cntuate omddoong Kal TEYVIKNG TOATAOKOTNTAG, KUPIEC AOYM TOV YEOUETPIKMOV dAPOPOV
peTald TV OKEAET®V KOl TNG OvVAyKNg Ypnong oonyov okeletov (skeleton retargeting) ywoo tnv
AVOTOPOY®YN TOV KWVAGE®V. AVTN 1| TPOcEYYIon amodeiydnke 101aitepa AmaLTnTIK GE VIOAOYIGTIKOVG
TOPOVS, KOUBIGTMOVTUG TN GLUVOAKY| EPAPLLOYT TV AEITOVPYIDV T0 Bapid.

M Beltictomompévn Adon etvar 1 avdmToén ko viobétnomn evoc mposappospévov modular okedeTod
7OV va. ypnoonoteitan kaborikd oe 6A0 to project. ‘Evag 110100 okeAeTOG pmopel va vrootnpilel v
evaAlay” kol Torobétnon dapopetikdv ontikav e€aptnudtov (modules), exttpénovtag T dnuovpyio
TowiMog otV epedvion Tov Agents ympic v avdykn dtapopetik®v skeleton assets. Avti n Tpocéyyion
Oy uovo e€areipel v avdaykn yuo real-time retargeting, HEWOVOVTOG £TCL TO VTOAOYIOTIKO KOGTOG, GALG
evioyvel kKou v gveMéio avamtuéne péom tng oadlomoinong g ooung parent-child Blueprints,
SIEVKOADVOVTOG TNV EXEKTAGILOTITO, KOL TV OPYAVOGT] TV YOPUKTNPMV.

Combat Director/Agent Spawner

310 TAIG10 TANPOLE AVATTLENG TOL TOLYVISIOD UE YapaKTNPIoTIKG open-world, énwc moAlamAd enineda
KOl OTPOTOMESD camps KOTAVEUNUEVO OTOV YOPTN, 1 Ooyeiplon 1ng mopovciog twv exOpikdv
YOPOUKTNPp®V UTopel va opyavmbel pécw evog educov Blueprint Actor asset, to onoio Tomobfeteitar gviog
tov Level kai Aettovpyel og ovotnuae dayeiptong spawn yio tovg Agents. Iopdiinia, umopei va

OvaAGPEL KO TOV GUVTOVIGHO GEVOPLOKDV YEYOVOT®V, OTMG £MBECELS Kot TEPITOAIEG.
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YuyKekpléva, 0 Actor anTOG EMITPENEL T1 SUVOLIKY] KOl TUPOUETPIKT dNUIOVPYIO YOPOKTHP®V, XOPIC Vo
ypelaletar va givor yeipokivnto tomobetnuévor oto Level. H yprion tov umopei vo mapgyel onuovTikn
€£01KOVOUNGT VITOAOYIGTIKGV TOPWV, 0pol ol Agents kdbe camp umropodv va dnuovpyodvtatl Hovo 4ty
0 TOUKTNG TANGLALEL TO OvTioTOLY0 camp, ATOPEVYOVTOAS (ICKOTO VTOAOYIOTIKO KOGTOG OTOV O TOUKTNG
Bpioketon paxpid. Emmdéov, n onwovpyia tov Agents umopei va kobodnysiton omd  SGpopeg
TOPAUETPOVG OTIWG:

o H yesoypapikn 6éor tov camp
e To eninedo dvokoriag
e To 014810 TPOOIOV TNG TAOKNG

Méca amd avTéG TIg TUPAUETPOLS, KABe camp UTOPEL VO OTOKTAGEL LOVOSIKE Y OPUKTNPLOTIKA, OTMG:

e O ovvolikog aplBuog Tov Agents
e Ta onueia mov B Tpoctatedovy
e  Outimol twv Agents mov o epeoVicTOVV
o O apBuog kot ot Béoeig twv Patrol Points

Me ™ GUYKEKPILEVN TPOCEYYIOT), OGPUAIleTaL OTL O TTaUKTNG O Bol EPYETOL GUVEXDG AVTIUETOTOG LE
TOVG 1010V¢ €XOPLKOVG YOPAKTIPES, EVIGYDOVTOC TNV TOIKIAIN Kol TOV PEUAGUO TNG EUTELPLOG.

O Actor avtdc umopetl emiong vo vmootnpilel ™ dwypapn tov Agents Pacel mopauéTpov, Yo
TOPASEY AL

e Metd Vv TopELELOT TPOKADOPLGHEVOL YPOVIKOD SLUCTILOTOG
e Ortav o naiktng anopaxpuvlel amd v meployn ko etvor anibavo vo emotpéyet

Emnpocbeta, o Combat Director pmopel v moupodotel cevaplokd yeyovoto Kotd Tn OApKELL TOL
TOLYVIS0V, OTIMG T.Y. OTAV O TAIKTNG TEPVA amd Eva Kabopiopévo trigger onueio. e avt TNV TEPInTOO,
umopel va, avatifetor og évav Agent 1 évapén TepIToAiog TPOS TO GLYKEKPIUEVO GNUElD, avEdvovTag TNV
£VTOON Kol TPOKOAMVTOS TOV TTOIKTN va TapeL Tayvtates amopdcels. Oupoing, propel va ypnotporondel
Kol 6€ cevaplo enifeong.

Téhog, o Combat Director pnopei va avorapet Kot yeViKOTEPO KAOKOVTO, GUVTOVIGUOD TNG ATUOGPULPOG
TOV oy VIO0L, OTOG TNV EMAOYT TG KATAAANANG LOVGIKNG VIOKPOLGNG AVAAOYO LE TNV KATACTOOT
(uaym, e&epedvnon, stealth k.Ax.).

310 TAQIC10 TOV GLYKEKPIUEVOL project, KaOmG To matyvidtl dev avamtiydnke TAPOC GALL LOVO Yio TNV
emidelén tov Behavior Trees, ol mapamdve Asitovpyiec vAomombnkay pe amdd TPOTO. ZVYKEKPIUEVA,
evtog tov Level tomoBetifniav Box Collisions, ta omoia mvupodotovv evépyeleg puéow tov Level
Blueprint, 6nwg:
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e AvdBeon mepimoliog oe Evav Agent
e [Tvupoddtnon derdymv
e Evepyomoinomn povcikng gameplay

Qot660, awT 1 TPocEyylon dev umopel vo vrootpifel KAUAKOOUEV Kol OpYOVOUEVT OVATTLED,
YEYOVOC TTOL KATAOEIKVOEL TNV ovayKT vAoToinong evog mo oAokAnpmuévov Combat Director Actor yia.
TO TEMKO TTouyviot.

LODs Xkehetdv ko1 Avrikeipévov, Xpijon Nanite & Arhovetevpéve Animations

H anddoom tov project umopei va Pertimbel mepartépo pécw g ypnong LODs (Levels of Detail), t6c0
YL0. TOVC OKEAETOVG YOPOKTHP®Y OGO Kol Yio To avTIKEipeEVA Tov mepPdAlovioc. Me Tov TpOTO QWTo,
OVTIKEIUEVO KOl YOPOKTAPEG 7OV Ppiokovior o€ peYOAnN omOoTOON Omd TOV MOIKT WITopodVv Vo
epoavifovrol pe YouUnAdTEPNC TOLOTNTOS HOVTELD, HELDVOVTAG ONLOVTIKA TO VITOAOYIGTIKO POPTIO.

Mo 1o ototwed avtikeipevo, a&iler va efetootel n evooudtoon tov cvotnuatog Nanite, To omoio
avodapfavel avtopata T dayeipion tov emmédov Aemtouépelog (LOD). To Nanite emttpémet v
OTOO00T AVTIKEIUEVOV UE DYNAO aptBpud Tprydvev (triangles) Kot onTiky ToTOTNTO, YOPIC VO AmoTeiTol
TOAOTAOKN M YEPOKivTn dadtkacio pOhOonc. 'Etol, datnpeitor vynin otk TotdTNTo, KOVTE GTOV
TOIKTN KoL TOVTOYPOVO LELDMVETAL TO VITOAOYIGTIKO KOGTOG 0TOS00T|G LOKPIVMY OVTIKELUEV@V.

Emuthéov, pe v €kdoon beta tov Unreal Engine 5.5, £yl mpootebei vrootipién tov cvotiuatog Nanite
v Skeletal Meshes, yeyovog mov avoiyet véeg duvatdtnteg Kot yio. T PEATIGTONOINGT TG 0TOS00TG TV
KWVOOLLEV®V YOPAKTIP®V.

Téhog, wo emmAéov Texvikn Yoo T Pektioon ¢ omddoong agopd To. animations tmv Agents.
Yvykexpéva, gtvar duvotov va 6xedlooTodV animations mov yPNoHOTolovV Atydtepa bones omd tov
AP OKEAETO, UEIDVOVTOC £TGL TO VTOAOYIOTIKO KOGTOC 7OV OMTOLTEITAL YO, TNV OVOTOPOY®OYT TOVG.
Avt M mpocéyylon eivon Waitepa ypnotun v Agents mov Ppickovial o€ peydln andotocn omd Tov
TaikTn, Kabmg umopodv va cuveyilovv va ektedovv Pacikd animations ympic tnv meplrty] akpipeio mov
QTOTOLY T animations KOVTIVIG EUPELELNG.

SUVOAIKA, 1 EPOPUOYN OVTMOV TOV TEYVIKOV TPOCPEPEL W0 160pPpoTios UeTAED ONTIKNAG TOdOTNTAG KOt
OTOSOTIKNG YPNONS TV TOP®V, TOL Eval KPioLun Yo TNV avATTLEN £VOG AEITOVPYIKOD KOl EMEKTAGILOV
open world cvotiuaTog.

Project Migration: Kotd v avantoén, 1o project améktnoe peydho péyebog (65,3 GB) Aoywm tov
TOAAGV assets mov elonyOnoav, ToALd K TV omoiwv dev ypnoomomidnkav. H daducacio migration og
véo project, mov Bo mepthapPdver povo ta ypnopomompéva apyeia, Bo pmopovce va peEIdoeL aisinTd o
uéyebog Kot va dlevkodvvel T dnpovpyia ekteAéomv builds péow g dadikaciog packaging. ‘Eva
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ppotepo, kabapodtePo project S1ELKOADVEL EMIONG TNV OPYAVMOGN KOl TNV UEAAOVTIKT] GLVINPTNON TOV
KOOWKOL.

12.Xvpnepdopato

H mopovoa epyacio avédeile tn onpacio tov Behavior Trees otnv avAmtuén peoloTiKng Kol EVEMKTNG
Texvntg vonuoovvng yio NPCs, 610 mAaicto g onpovpyiag tov maryvidiov No Man’s Land. Méoa, amo
) ypnon ¢ Unreal Engine 5.4 kot tov omtikov mpoypoppoticpov Blueprints, katéotn dvvotn 1
onuovpyios  SUVOLUK®V, JOPAUCTIKOV KOl GLVOICONUOTIKA TPOCAPLOCUEVOV  YOPOKTP®V, TOV
EVIOYDOLV TNV EUTELPLO TOV TOIKT).

Ta Behavior Trees enétpeyayv TNV opyavoUEVT] DAOTOINGT GTPATNYIK®OV 0VTIOPAoNS KAl TNV EVOMOUATMOOT)
TEPIPUAOVTIKOV KOl ECOTEPIKOV TOPUUETPOV 0T cvumeptpopd twv NPCs. H o0levén avtdv tov
TEYVIKOV HE To €EEMYUEVA YPOPIKA, TO GUGTNUO UAYNG KOl TOV OQNYNUOTIKO KOPUO TOL Talyvidloh
OUVTEAEGE GE U0 TOAVOLACTOTY Kot KOONA®MTIKY gumelpio gameplay.

H wyvpn pnyovn tov Unreal Engine kol to gupd OKOGUGTNLO assets MOV TPOCOEPEL EMITPETOLY
Tay0TOTo TPWTOTLTO GYESGUO TOGO Yoo TV avamtuén Behavior Trees pe oovletn counepipopd, 6o
KOl Y10 TNV EVEOUATOOT eMnpOsheTtov Acitovpyltdv mov gvévvaumvouy Ty aicnon peaiicpod tov
NPCs kot tov mepipdiroviog tovg. Me antdv tov Tpomo, avadeiydnke n woyvpn wkovotnto g Unreal
Engine otnv vmoot)pi&n molvdldotat®y projects, EMITPEMOVTOS OKOUN KOl GE VEOLC YPNOTEG vV
ONUIOVPYNCOVY KOl VO avarTOEOVY GUVOETO GLGTHUATA.

H epappoyn tov Behavior Trees anodeiyOnke 1diaitepo €0EMKTN, ELEKTAGIUN KoL IKOVY VO ovTamokpliet

OTI VYNAEC OmaTNOELS TOL GVYYpovov game design, amodstkviovtag 0Tt ta. Behavior Trees mapapévoovy
L0 EMIKOLPT KO OTTOTEAEGLOTIKT] TPOGEYYIOT] Y10 T LOVIEAOTIOINOT] GUVOETNG TEXVTNG VON|LOGVVTG.
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