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Abstract

This thesis analyses the main categories of computer games, with a greater emphasis on

adventure and horror games. It presents the basic design concept of a first-person 3D
adventure game with horror elements, and analyses the story, characters and main
objectives of the game. It then details the steps of implementation of this idea, through
the powerful game creation tool Unreal Engine, combining technical expertise and
artistic vision. Finally, the challenges encountered during the implementation are
highlighted, as well as the solutions applied to overcome them. This thesis presents a
vision of future improvements to our game and explores possible routes for its
evolution.

Iepiinyn

H mopovoa omlopatikn epyocio €MKEVIPOVETOL OTNV OVAALCYN TOV PACIKOV
KATNYOPLOV MNAEKTPOVIK®OV TOLYVIOIDV, HE UEYOAVTEPT EUQOACT], OTO  Talyviow
nepumételng kot Tpopov. Iapovoidletal n Pacikn 10éa oyedacpov evog first-person 3D
T VIO00 TEPmETELNG e oTotyeia horror, Kot avaivovtal 1 16Topio, o1 YOPUKTNPES Kol
01 KUPLOl GTOYOL TOV TALYVIOOV. TN GULVEXELD, TEPLYPAPOVIOL AETTOUEPMSG TA PrjLoTa
vAomoinong ovtng TG WEuS HEG® TOL 1oYLPOV gpyaieiov dNUIOVPYING TTALYVIOIDV
Unreal Engine, cvvdvdlovtag v teyvikn e&edikevon kot T0 KOAATEXVIKO OpOLo.
Télog, emonpoivoviol ot TPOKANGELS OV TPOEKLYAV KATO TNV VAOTOINGT, KOOMOS Kot
ol AUGELS TOVL EQOPUOCTNKAY YOO TNV AVIHLETOTION Tovs. H mopovoo otatpifn
opopotiCetar HEALOVTIKEG PBEATIOGELS TOL TOVIOWOV HOG Kot Olepevvd mavoig
dpoOHOoVE Yo TNV eEEMEN TOVL.






Evyapiotieg

Exppalovue v eidikpivyy ektiunon pog otovg emMPIETOVIES TG OLATPIPHS UOG, K.
Aémovpo. I'ewpyio kou k. ITAaty Nikoioo, yio v kaBoonynon kot v vwoothpiln toug
xal' oln t owgpkela owtng ™S mpoonddeiag. Eluaote emions e0YVOUOVES OTO. UeAN THG
ETITPOTNS UOGS YIO. TIC TOADTIUES YVOTEIS KO ETIONUCVOELS TOVG.

Oa Oéloue emmAéov, va evyopioThoovue Tov avvaoeipo uog, k. Kopioln Ayyelo, yia
Ponbeia ka1 v evBappoven tov, kKaOwS eTioNs TOVS PIAODS KOl TIS OIKOYEVEIES LLOG VIO,
™V ouéPLoTH VIOTTHPIEH TOVG.

Telog, avoyvwpilovue ™ oOUPOAN OLWV EKEIVOV TOL ETNPEATOYV GTHV ETIAOYH TOV
TPOTOVATOAGUOD QVTHS THS O10TPIPAS KoL GOVELOAAY GTHY OVATTOEN THG.
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1. Evoayoyn

H epepdvion 6Ao Kot o 16xvpdv UNYovey avamTtuEng oy violdv EPEPE ETAVAGTION
o Pounyovioe ToVIOIDV, EMITPEMOVING OTOLS ONUIOVPYOLS va  (oviavéyouv
(QOVTOOTIKOVG KOGUOVS UE TPMTOPAVT EMITEdN AeTTOUEPELNG Kol dadpacTikdTTag. Ta
oy viol mEPMETELNG, UE EUQaoT oty €Egpevvnon, TV EMiAvon Yplpwv Kot TNV
eEEMEN ¢ 1otoplog, €yovv yonteboEl TOVG TOIKTEG €M KOl OEKOETIEG HE TIC
CLUVOPTOCTIKES 10TOPIEG KOl TOVG KAONAMTIKODG KOGLOVE TOVG,.

Kvpiog oto6)0¢. 0 avt ™ dSmAmuatiky epyacio, givoat n a&lomoinon g oVVAUNG TOV
gpyareiov Unreal Engine ywo t ompovpyio evog mouyvidtod mepnéteiag, mov oyt Hovo
dtookedalel Tov maikTn, oAAG Ko dieyeipel v mePEPYELd TOL PEGH OO EAKLGTIKOVG
vpipovg, duvapiko mepPdAiov Kot TAOVGIO AP YNoN.

H mopovca Sumhopatiky epyacio mepAapPavet T dadtkacio TAPOVS ovATTLENG EVOG
TOLVIOL00, 0md TO GTAOI0 GYESOGHOV MG KOl TO GTASI0 VAOTOINOMNG, AS10TOIMVTOS TIC
duvaTdTNTES KO TO. EpYareia Tov apéyel To v Ady® mepiBdAiov tov Unreal Engine.
Eppadoverl oe dtdpopa puépn g avamtuéng tov moyvidlov, GOUTEPIAAUPOVOLEVOD TOV
OYEOICLOV EMIEO®V, TNG OMpovpyiag otoyeimv (assets), Tov ocevapiov Kot NG
BeAtiotomoinong. ‘Evag and toug otdyovg gival, extdg dAL®V, va TapExel YVAOGCELS Kol
TPOUKTIKEG ADGELS Y10 TOVG EMIO0EOVS TPOYPUUUOTICTEG TOLYVIOUDV.

H epyoacio opyavaveror ce evOnteg, opyikd HE Lol EMOKOTNON TOL Be@pTIKOD
mloiciov kot ™G PacIKNG TPOGEYYIoNG TNG O0dIKAGING, KOl GTI GUVEYELD TNV TTopEia
™G otadlakng vAomoinong.  Télog, mapovcialovior Ol TPOKANGES — 1OV
OVTIHETOTIOTNKAV ~ EMTLUYMOG, OnwG emiong Kot 10 7EPODOPO  HEALOVTIKNG
BeAtiotomoinong.
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2. Evcayoyn oto Gaming

Ta. miektpovikd moyvidle omoteAovv TV KOHPLL Yuyoywyio, TOGO WKP®V O0CO Kot
HeyaAmV, TG emoyng nog. Emedn axpifog peydAog aptpog motktdv aplepm@vouy MPEG
and ™V KeOnuepvOTNTd TOLS Y. VO ATOANOGOLY TO YOXAYOYIKO OVTO YOUTL, TO
oy viol amoteAoV TAEOV OMUAVTIKO Kol avamoomacto Kopudtt e (ong (Qaffas,
2020). Avtég ol TACE £YOLV KEVIPIGEL TO EVOLAPEPOV TOCO EMEVOLTOV OGO Kol
EPELVNTMOV OGOV OPOPE TNV AVATTLEN KO TNV TPOMONGN TOV NAEKTPOVIKAOV TOLYVIOUDY
OAAG Kol TOV OVTIKTUTO OVTMV GE OAPOPOVG TOUEIC, OMMC 1 EKTOLOEVLOT KOl M
owovouia.

Extog avtdv, ta nAekTpoviKd motyviolo Tpoc@EPOVY TOAALATAG 0PEAT] GTOVG TOIKTEG.
Ot maikteg avamtoooovy 0e&l0TNTEG OMMOC 1| cLVEPYASia, 1| AQYN OTOPAGE®V Kol M
evioyvon ¢ Nuovpyikng okéyns. EmmAéov, ta moaryvido avadetkviovy Tn dOvaun
NG SLOPACTIKNG EUTELPIAG KO 0ONYOVV GTNV OVATTTUEN VEDV SVVOTOTITMV.

Axoun, n e£EMEN TV KOVOOA®V £xel PEPEL oL VED 0140TOGT GTOV KOGHO TOV gaming.
Ot o0yypoveg €KOOCEIS €YOLV EVIOYVOEL TO EMMESN OOKESOONS, KOOMG KOl TIG
OTOLTNOELS TOL Kowvov. TEAOC, pe v elsaymyn TG €KOVIKNG mpayuatikotntas (VR)
KoL TNV ovAmTuén g SodpacTikng TeXVoloylag, ot maikteg £xovv TALOV TV gvKopio
vo {foovv  pHovadkEG eUmElpieg MOV TPOCPEPOLV  piok OAOKANPwUEVN aicOnon
pPEOAMGLOD.

2. 1. Awo@opomoinon oTIS KT YOPIES TALYVIOLOV

Ta niektpovikd moyvidole KOAOTTOUY HEYAAO QOGO TPOTIUNCE®MYV, Kol AOY® aVTOD
vdpyer ovltnon ©¢ mpog Tov TPOMO Katnyoplomoinong tovg (Qaffas, 2020).
[Mapakdto mopovoidlovior Kamoleg Pacikég KATNYopieg TAVIOUOV Kol TAPAOELyLoTaL
TOV TO ETTVYNUEVOV TOPAYOYDV TOV TEAELTAIWMV OEKOETLDV.

o Ilepwrétern (Adventure): [Toyvidw pe Epeacn oy avakdioyn, v e€epedvnon

Kot TNV aenynon totopuwv. Ot maikteg ouvnBmg Avvouy ypipovg kot akolovBovv
L0 TTEPITETELN LEGOL GE EVOL PAVTUGTIKO KOGLLO.

o Ilayyviowe Péimv (Role-playing Game - RPG): Iloyvidie Omov ol maikteg
avorapBavouv To pOrO £VOG YapaKTPO Kot EEPELVOVY VOV QAVTOCTIKO KOGLO,
EMTPEMOVTOG TNV TPOGOPLOYN TOV YOPAUKTHP®V KoL TNV AVATTLEN TV O£E10THTOV
TOVG.

o Yxomevtég llpoTov Ilpooamov (First-person Shooters - FPS): ITayyvidia 6mov o
moikng PAémel ™ Opdon péoa amd TO HATIOL TOV YOPOKTNPO TOL KOl KLVIYOEL
ex0povg¢ pe OmAQL.

o Iloyviow IMiateoppog (Platformers): IToayvidie 6mov ov maikteg mpémel va
TeEPACOVV S1APOPa EUTOIO KOAL VO PTAGOLV GE JLAPOPQ EMITESN YPNCULOTOIDVTOG
Kupimg T1G dEEIOTNTEG TOL AALATOC.

o Iloyviow I'pipwv (Puzzle Games): [Towyvidowo 6mov ot maikteg Tpémel vo ADGOLV
Jpopovg Ypipovg 1 malA yio voL TpoymPGOVY GTO O VioL.

e XYrportnykng (Strategy Games): [Tavyvidowa 6mov ot Taikteg Aapfdvovy amopicelg
Yoo TNV KOTEVOVVON KOl TIG EVEPYELES TAOV YOPOKTNPOV 1) TOV GTPUTEVHATOV TOVG
LE GKOTO TN VIKN G€ £VOV POVTOGTIKO 1) TPAYUATIKO KOGLO.

o Ayoviotikd (Racing Games): I[Toyvidia 6mov ot maiktec avtaywvifovtal petald
TOVG GE AYDVES OYNUATOV.
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e AOMTKG (Sports Games): [Tayvidia mov mpocopoldvovy dibpopo abAnuota,
EMTPEMOVTOG GTOVS TAUKTES VO avaAGPOVY TOV EAEYXO0 TV AOANT®V TOVG.

Ytov mivaka mopakato (PA.

[Mivaxoc 1.) mopatiBevron kdmowo €lon pe to

YOPOKTNPLOTIKAE TOLG KO KATO10, TOPAOELYLOTO TOLYVIOIDV OV €100G.

Eidog XapaKTnpLoTIKa Hapadeiypato
Arcade & [Ipocavatolopog ot dpdon, cuvtoviopdg | Doom, Mortal
Action YEPLOV-UOTIOV Kombat, Pacman
Adventure O maikTng oAANAETIOPE e TOVG King's Quest,
YOPOKTPES KOL TO OVTIKEILEVO TOV Monkey Island, Full
T Vo100 Yo vo. oAokAnpoocet Tig epyaocieg | Throttle
TOV, TPOCTOODVTOS VO TETVYEL VOV TEAIKO
o10)0 ("quest"). Zvvnbwg tepthapPdvet pio
KOAT TAOKT, EVOLOPEPOVTES YOPAKTNPES KO
éva ovtaoTikd oknvikod. O maiktng mpémet
V0L TPOGOAPHOCTEL GTOVE KOVOVEG KO TN
VOOTPOTia TOL VEOL KOGLOV. 1] OTOKTN O
Kol 1 xpNon TOpwv Eivol CNUOVTIKES.
Computer RPG | HAektpovikég eK0OGEIS TOV TOLYVIOUDY Dungeons and
poAwv. H 1otopia etvar emavorapfavopevn | Dragons, Wizardry,
Ko OEVTEPELOVGA GE GYECN e TN poyn kot | Ultima
™V aVATTLEN TOV YOPOKTIPOV.
Simulation Ta oy vidio povteAomolovy avtikeipeva Falcon, Fleet
(Sim) TOV TPOLYLOTIKOD KOGHOV, OTTMG LOyNTIKA Defender, Mig 29
O0EPOCKAPT, KOL EMTPETOVY GTOVG TOUKTES
VO TPOGOLOIMGOLVV TN P01 TOVG,.
Building Sim O maixktng givor vrevhvvog yia v SimCity, SimAnt,
01K0OO N O KoL TN SlaXElpIon Hog Civilization,
KOWOVIOG, OTTMC ot TTOAN 1 L0 QAPLLOL. Populus
[TeprrapPavovyv emiong ta " God games ",
OOV 0 TOUKTNG £YEL IKOVOTNTEG TTOV
TPOGOoUO1dLovV aTEC ToL OE0D.
Strategy AVToyovioTikd oty vidlo 6T 0moio 0 Command and
naiktng mpémel va avartvéel oxédla yuo va | Conquest,
Eeyeldioet Evav avtimado 1 tov vmoAoylotn. | Warcraft [ & 11,
Warlords 11
War [Moyvidwo otpatnyikng turn-based, Ta Panzer General,
omoia cuvnBwg avarapiotovy o totopikn | Koei's Chinese Saga
oVYKPOLGN. QUEG TPOGEYYIGELS TNG
TPOYLLOTIKOTNTOG,
Sports Hybrid peta&p arcade kot simulation, mov | FIFA Soccer '96,

OTTOLTOVV GLVTOVIGUO YEPLOV-UATION, OAANL
AVOTOPIGTOVV TPOYLATIKOVG 0OANTIKOVG
YDOPOLG 1] LOVTEAOTOLOVV TTPOLYLLATIKOVG

Virtual Pool, ESPN
Extreme Sports
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(d1dompovg) abAnTés.

Puzzles Epoappoyéc padnuatikdv n Aoyikav ypipwv | Puzzle components
0€ VTOAOYIOTY. ZVYVA EVOMUATOUEVES OE in Seventh Guest
GAAOVG TOTTOVG TOLYVIOUDV.

Educational Yyeotaopéva yia va 010aéovy otov aiktn | Carmen San Diego,
€V GOVOAO EKTALOEVTIKMV OE0TNTMV, Mario Teaches
OT®G oM UaTIKE, avayvoon, Typing

daktvAoyphonon 1 pa EEvn yYAwooa. Ta
oy violo £xovv SLAPOPES LOPPES, OTTMG
enthvon ypipwv 1 arcade.

[ivaxag 1. Eidn moyvididv, YopoKTnpioTikd Kot mopadety oo

KaBdg ov maikteg eEgpeuvoiv avtéc Tig Katnyopleg maryvidudv, €MAEYOLV TOL
eumepio Topralel KAAOTEPO GTO TPOSMMIKE TOVS EVOLOPEPOVTO, KOl TPOTIUNGELS. ATO
TIG UEYOAES OVOLYTEG TEPUMETELES LE GUVOPTAGTIKEG 1GTOPIEG, UEYXPL TIS EVPAVTIUGTES
Moelg yplpov Kot TIC ateAeldTeS AyOVIDOES KOVIPES, TO gaming TPOCPEPEL Lo
TOWKIMO EUTMEPLOV TTOL KoAOTTEL KAOe €id0og maiktn. Me ) ovveyn e&éMéEn g
TEYVOAOYLOG, Ol TOUKTEG EXOVV TAVTA KATL VEO VO, AVOKOADWYOLV KOl VO, ATOA0DGOVY GTOV
koo Tov video games.

2. 2. Ietopun EEEMEN TOV oy vior@v (gaming)

H &£éMén tov gaming amd To TpdTA IO VIO MG CY|UEPO OTOTEAEL L1l GLVOPTOGTIKY
Topelot TOV AVTOVOKAG TNV TEXVOAOYIKY] TPAOOO Kol TIG KOWMVIKES 0ALYES. AT Ta
anmAd pixelated moryvidwo tov dexoetidv Tov 70 kat tov '80, péypt Ta VIEP-PEAMGTIKY
YPOPIKA KO TIC EVIVTOGLOKEG EUTEIPIEG EIKOVIKNG TPAYUATIKOTNTOG OTIC LEPES OGS, TO
gaming £yetl SLOUOPPAOCEL £VAV TAOVGLO KOl TOAVIIAGTUTO KOGLO.

H e€€MEN Tov gaming avtikatontpilel Emiong TIg KOWOVIKES TACELG KOl TIC TPOTIUNGELS
tov toktov (Valentine & Jensen, 2016). Awo v apyn, ta mworyvidlo NTov Kupimg po
OTOMIKY eumelpio, oAAG onuepa TOALA oy vidla Tpocpépovy multiplayer Aettovpyieg,
OV EMTPETOVY GTOVG TOUKTEG VO, AAANAETLOPOVV Kot Vo avTaymvilovion petald toug o
npaypotkd xpovo. H dnuovpyia online xowvothtov yopm amd mayvidw €xet eniong
aALAGEel Tov TPOTO TOL Ol AVOP®TOL AVTIAAUPAVOVTOL TNV KOWVMVIKOTOINGN Kot TNV
EMKOLVAOVIOL GTOV YNPLOKO KOGLLO.

H &&éMEn tov gaming efoptdton dueca amd v e£éMEn tov €£OMTAGHOV TOL
YPNOOTOIEITOL, O 0mol0g £xel PLUDOEL Pidt EVIVTTOGCIOKY] Topeian Tor TeEAgvTaia YpOVIaL.
ATO TIG amAEg KOVGOAEG KOl TOL pOpNTA oy vidla Tov mapeAddvtog, Exove petafel og
moAvovvOeta gaming PCs kot e€eAyuéva gaming laptops mov emttpEémovy 1 Agttovpyio
TOLVIOIOV GE DYNAN avAALON Kol PEYAAN ToyvTnTa. Ol KOVGOAEC TOLYVIOIDV £YOVV
eniong yvopiost onuaviikn e£EMEN, He TG TElevtaieg YEVIEG VO TPOGPEPOVY LYNAN
amOd00Y| YPOUPIKAOV KOl EKTETOUEVES OLVOTOTNTEG OKTVMOONG Yo online moyvidio.
[épav twv kovoolmv kot twv PCs, &épovue det emiong v epedvion véov oV
egomMopov yio to gaming, 6mwg ta. VR (Virtual Reality) cvotmipota kot to woyvioa,
TOL TPOGPEPOLY GTOVG TOUKTEG Mol TANPN eumepio epuPabuvong pe eviummoloKd
ewovikd mepiParrovta. EmmAéov, ov €dwol gaming mepipepelakol eEomAiopol, 6mmg
gaming TOVTIKlo, TANKTPOAOYIL KOl OKOLOTIKA, £YOUV GYESNOTEL UE YVOUOVA TIG
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AVAYKEG TOV TOUUKTOV, TPOCPEPOVTOS PEATIOUEV amOO0GT KOl AVEST) KATA TN SLOPKELL
TOL gaming.

Extog avtdv, po peydiAn petdfoon €xet mopatnpnbei otig 1d1eg T1g Kartnyopieg
nayyviolov. Kdamote, ta matyviow mwepropiloviav o€ YPOUUKN TAOKY], TPOCPEPOVTOS
MYOGTEG €MAOYEG Ko TEPLOPIGUEVO TTAaicto avalntnong. [TAéov, pe v gpuedvion tov
Open World mouyvidiov ot maikteg KOAOVVIOL VO EEEPEVVIICOVV EKTEVEIC EIKOVIKOVG
KOGHOVG Kol va. tAonynfovv mwépav g PACIKNG 16TOPIAG, OAOKANPOVOVTOG ETTAEOV
OTOGTOAEG. AKOUT, M VON TOV OTOCTOADV KOl TOV YEPIoUOD, Exovv eEeMyOel o o
TOATAOKEG Kot amontnTikés Odikacies. Ot Aettovpyieg tov idov TOL TOLYVISIOV,
£ywav mo TePITEYVEG KOl OAOKANPOUEVES, KOl 1] SIETAPT| TOV XPNOTN MO PEAAGTIKY.

Me m ovveyn €&éMEn g texvoAoyiog, TV av&ovopevn SMUOLPYIKOTNTO TMOV
developers kot T ovveyn PeAitioon tov gaming e£omMopov, 10 PEALOV TOL gaming
Qoivetal AQUTPd KOl YEUATO VTOCYECELS TPOCPEPOVTOS OTOVG TMOIKTEG OKOUN 7O
EVIVTTOGLOKEG KO EKTETAUEVES EUTMEPIES.

2. 3. Ioyviow IepunéTeroc

To mouyviow mepumételog eivonr €var ONUOPIAEG €100¢ TOYVIO00 €0 KOl OEKOETIES.
AyomiOnkov amd Toug TaiKTEG Y10 TO LOVOIIKO GLVOLAGUO TNG APTYNONG LGTOPUDV, TNG
enthvong yplpwv Kot g e£epeLVNONG. ZVYXVE TPOCPEPOLV LI TTO EAKVOTIKT EUTEPIQ
amd Ao €idn, KaoTOVTOS TO WOAVIKA Yo 060VG amoAapPdvovy v e&epevvnon vEéwv
koopov (Fernandez-Vara & Osterwil, 2010).

Ta mwoyviow mepumételag divovv cuvnBwg Eupacn oty egpedivion Kol TV ETIALGN
yplpwv &vavtt g dpdong. Aapupdvouv ydpo o€ POVIAGTIKOVS KOGUOVE 1) CKNVIKA Kol O
naiktne elval ovvbmg o TPOTUY®VIGTNG, 0 omoiog mpémel va Eemepdoel didpopo
EUTOOI0L Y10, VO TPOY®PNOEL TOPAKAT® OTNV 1otopia. Atvouv peydin éueoacn otnv
aQPNYNOT|, TPOGPEPOVTAG GTOV TOIKTN Lot KAOMAMTIKY KOl GUVOPTACTIKY 10TOPIi TOL
npénel va akolovnoet. Ot maikteg mpémel GuVHBWE Vo GLAAEYOLV 1] VO KATAGKELALOLV
OVTIKEILEVO, TTOV YPNCUYLOTOLOVVTOL HEGO GTO T Viol 1] TOV €lvan amapaitnTa Yo TV
ékPaon tov moryvidov.

Xapoktnprotikd, Eion kow EEéén

To moyvidw mepumételng cuvnBwg SBETOVLY YOPAKTNPIOTIKA TOL TO, OLOPOPOTOLOVV
amd GAec katnyopieg moryviowwv. Ilopoakdtw mopovsidlovior kdmowo amd To
ONUOVTIKA YOPOKTNPLOTIKA TNG OPYITEKTOVIKNG OUTMOV TOV TOLYVIOIOV TOV UTOPEL Vo
YPNOLELGOVY MG TNV APYN Yo TO GYedoUO TETOIWV Tayvidwwy (Ju & Wagner, 1997).
To mouyvidio avtd, omoteAovvror ond tpia facikd dopkd ctotyeio: v oTopia, TV
eEEMEN Ko TV vAOToiNnoM).

o H Iotopia (Story) (xabn¢ kot 1 Metapopd, 1 Avoroyio kot n "mAokn") kaBopilet
TO. KOPOL YOPAKTNPOTIKG TG vmodbeong (m.y. 10 OEpHa), TOLG YOPOKTNPES, T
avtikeipeva (TOpovg), To. KaOKOVTA TOL TPEMEL VO EMTEAEGTOVV, KOOMOG Kol TOV
TOTO KoL TOV ¥pOVO GTOV 0100 ot dladpapatileTar.

o H efehktikn mpocéyyion (Development) ovo@épetor 6Ty mPOGEYYIGN TOL
TPOYPOUUOTIOT] TOV  TOYVIOIOV G 7NPOG TOV TPOmMO He TOV omoio O
TOPOVCIOGTOVV T, OTTIKA GTOLYEID TOV TTAYVIOOV Omd TAEVPAS TOV YOPUKTHPMOV
Kot TOV TEPPAAAOVTOC,.
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e H viomoinon (Implementation) ovoeépetol oTIG TEYVIKEG AETTOUEPEIEG Y10, TNV
AVATTUEN TOV UNYOVIGUAOV TOV ToLYVIO0V.

XopoKTNPLoTIKA
Story Characteristics o Ofua
e FEidog (m.y. xopmdio)
e Emilvon g mhokng (m.y., " dtotpefropévn
mAoxn")
o Aopnynuotikn taxdtnTa (T.)., CUVOTTIKN Kol
YPNYOPT Kivnor, LOKPOGKEANG Kol AETTOUEPTC)
e dovracio Kot ToKilopopoio
o Tloyviol porwv
Actors and their e Kartnyopia (maiktng, alter ego, non-player)
characteristics e Tovtotto (dvopa, Teptypaen vTOPabpov K.AT.)
e Eminedo vonuoovvng (BovPo-vietepuviotiko,
miBavoroykd, pabnciokd)
e Polog (exmandevnc, ametin, TAPoyog TOPMV)
o Kuwntwoémta (petakveitar, otabepr| 0éon oto
YPOVO, TOTOG)
e Amaitnon dmapéng (tpémel va {Noet, mpénet vo
nebdvet)
Resources o [lopot
e A&l (Tiun, KOGTOC, GTAVIOTNTA)
o Avorloouotnta (aVoOADGIHO, LOVIHO,
OVOVEMGLULO)
® Amaitnon xKotoyng
e AlAeg mpodiaypapés (Bapog, pnéyebog k.AT.)
Tasks ® >1O)01 £pYaclOV (OVOTEPO EMIMEDD, GKNVIKO
eMinedo, YouUnAd eninedo)
® >yVONKeG Kol SUGKOAIN EKTEAECTG TNG OMOGTOANG
o  Xpovodtdypappa (TOTe TPEMEL VO OLOKANpwOEL;)
o Amoutnoeglg TOpwV (Tt TOPOVE TPETEL VAL
StaBETovLE;)
® Ymoepyaoieg (N 0mocToA amotereitan omod;..)
o  ®Dopéag (Tolog TPEMEL VoL EKTEAEGEL TO £PYO;)
Setting o Xtoyygcia
o  Xpovog (maperBov, mapdv, LEAAOV, LEIYLO OLTMV)
e TomoBeoia
o "Aopdto"
e ['evikn meproym

IMivakag 2. Xapaxtmprotikd Hoyvidiov [epimétetog kot Avaivon

H 1otopia (Story) evoc mouyviorod mepmételag OpopPdveTol and to akolovda
otoyEio: KOPlOL YOPOKTNPIOTIKE, TPOTAYOVIOTEG, TOPOL, oTdYol (kabnkovta) Kot
nepiparirovta (PA. [ivakag 2.).
2T YOpaKTNPIOTIKG TG 1oTopiag meptiapPavovtat to Bépa ("topic") g 1otopiog, To
€ldog (MOAMG eivol KoOU®OleG, ®OTOCO OpoUéva TouyVidlo TEPUTETELNG EIval TLO
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OKOTEWOV YOpOoKTNPa) kol Sdpopeg mrtuyxés mov oyetiCovror pe to otd. o
TAPAdEYIO, TO, Toyvidlo UTopel vo Ol0QPEPOVY MG TPOS TOV TPOMO LE TOV OMOi0
EKTUMGGETOL 1 TAOKT] KOl TNV TayOTNTa Pe TV omoia £16TOPEITOL. ZNUOVTIKA Yo TNV
otopia otolyeio gival emiong N eavtocio Kot 1 TOKIAOLOPPia, KOOMG Kol TO oTOlXEL0
TOV o Vdoy poiwv. Mia mAovowa otopio €xel TOAAATAG LOVOTATIOL PE TO. OTTOial
pumopovv va emrevyfodv ot otdyotl (0L wovo o "ocwotn" ADoT) oL GLYVE EKTANGOEL
tov maiktn. To emimedo tov ToyVdoH POV TPocdlopilel mOCO UEYOAN emppon
UTOPEL VO 0K OEL 0 TATKTNG 6TV EKPOoT TV YEYOVOT®V.

Ot popeig (yapakmpeg) pmopet va eitvar dvo tommv: yapoktipes maikn ("player") Ko
un-naikteg ("non-player characters"). Xuyva Opwmc, LOVO £vag YOpaKTPOS YPNOULEVEL
®¢ EKTPOCHOTOG TOL MOiKTN 0To aryviol. Ot un maikteg epeavifovtol 6Tov KOGUO TOV
o VIOlo0 Yoo vo. EUmAovTicovy TV eumepia. Mmopel va givor @ulikol cOupoyot,
ovoétepa pEPMN M exfpwcéc ovromes. IlpootiBevror yio va mapéyovv mdpove, va
BonBovv TOV YOPOKTAPO-TTAIKT OTNV OmOKTNGN EW0IKAOV Oe&loTTwV, vo divouv
OVUPOVAEC 1 VO XPNOUEVOVY MG EKTOMOELTEG Yoo vo. Ponbnoovv tov moaiktn va
avartoéel 0e€otteg emihvong mpoPfAnudtov. ‘Evag €101kdg tomog un maiktn €xel og
TPOTAPYIKO GTOYXO Vo PAAWEL TOV YOpOKTPO-TaikTn. AVTOl Ol YopaKTHPES TPOSHETOVLY
kivouvo kol gvBovcloopd oto moyvidl kot PBeAtidvouvv Tig deSidtmreg emilvong
TpoPAnudtev Tov maiktn kabhg To mayviol eEeloceTat.

Ot dpot ota moyvidlo mepumételag pmopet va givor kowd avtikeipeva (T.y. eaxkog)
TOADTIHOL Kol LOVOOIKG avTikeipeva (T.y. xpvods, "oknmtpo g dvvaung"). Mropei va
elval aval®otpotl 1 pun avoAdcipot (povipotr). Mmopovv eniong va eivar dviot, dmmg
€101kEG 0e£10tNTEC (M.} OKOMOPOAN, KAOTN) oL TTPEMEL VO LABEL O YOPOKTNPAG-TTAIKTT
Y0 VO, PEPEL E1G TEPOG UL OTTOGTOAY. ZVY VA, 01 TOPOL GLVOEOVTOL LE £VOL GKOP, TO OTTO10
vrodnAmvel v aia, T oTavidTNTO, TOV AVTIKTUTO 1) TV TPOOdo TOL TatyvidL. '
OPIGUEVOVG TOPOVG UTOPEl VO LTTAPYEL AAiTNOT KATOXNG, OTTMG Yol Vo OAokANpmBEt Lo
epyaoia (m.y. kKAewdl yio vo Eexdedmbel po Toptar).

Ot otoyor M1 kabnkovta (Tasks) elvar ov evépysleg mov mpémel ov maikTeg va
OAOKANPAOCOLY Y10 VO UTOPECOVY VO TPOY®PNoOVY otV 1otopia. [Iponyodueveg
€PEVVEG OELYVOLUV OTL O1 GTOYOL Elval CMUAVTIKOL Yo TNV OPECKELD TV ovOpOTOV GTO
nayviown (Malone, 1981). O kopvpaiog o1dy0g €vOg Taryvidlov odMYel oTnV emiTLYN
OAOKANP®OT TOL oy violoV. 'Evag o1dyog pecaiov emmédon (Tov avapEpETOL ETIONG OG
o0T1OY0G €VOG KEQOAAIOL 1 GTOYXOC LG OKNVNAG) Umopel var odnyel oe €va cut scene
animation, OV VTOONAMDVEL TNV OAOKANP®OT oG mpdéng. Ot 6Tdyot YapumAov emmESoL
OlEVKOADVOLY TNV eMTELEN TOV CTOYOV KEPOANIOL KOl KOPLOOIOL EMUTEOOV KOt
amoTEAOVV  omottovpeva  Prpota Yoo T ouvvéxlon g Oadikociog, oAAG  dev
nepthapPdvouv cut scene animation 1 AAAES €101KEG avTOpOBEG.

TéNog, o1 oyedlooTéc Tpémel va Kabopicovy Tig pubuicelg Tov matyvidlov, ol omoieg o€
oLVOLAGUO LLE TO POAOL KOl TIG EMAOYES KIVIIONG TOL TTat)VIO100 ONUIOLPYOHV o CMOGTNH
aiocOnon tov ypodvov Ko g Tomobeciac. Aoy amopaciotel 1 yevikny tomofecia
(meproyn)), etvon emiong amapaitnto va Kabopiotodv to doudtio (0€celg oknvmdY) Tov
etvat avowktd yuo e€epedvnon and Tov ToikT).

H e&ehktikn mpocéyyion (Development) kaBopiler ) popon mapovsioons evog
nayviolov. Emwkevipdvetor oe dvo topeic: tovg yapoktipes (mbomorodc) kot To
nepdAlov (oxknvikd/@ovto). O TPOYPUUUOTIOTNG TPEMEL VO, OmoPacicel av Bo ta
ONUIOVPYNOEL EIKOVIKA 1 XPNCOTOIDOVTOG TPOYUATIKOVG 100T0100¢ Kot oknvikd. o
TOPAOELYLOL, 1GTOPIKA, TO TTALYVIO TEPUTETELNG YPAPIKDOV avamtuyOnkav pe tn ypnon
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YEPOTOINTOV  YOPOUKTNP®V Kol GOVIOL. ApKETO OmO To vedTEPO Tayvidw elte
YPNOLOTOLOVV TPy LATIKOVS 1BOTO100G Kol YNOLOTO10VV ATAOVCTEVUEVEG EKOOYES TV
EIKOVOV TOVG, EITE YPNOLOTOIOVV OKOLN KOl animations.

To (nmuota viomoinong (Implementation) mov avtyetonilovy ot mepiocdTEPOL
TPOYPUUUATIOTEG TOLYVIOIDV TEPIAAUPAVOLY TOV EAEYYO TOV YPNOTN, TNV TAPOVGINON
g €€0d0ov (Bivteo kol Nxog), T péTpnom ¢ emitevéng otodY®V, TOV YPOVO KOl TNV
afeporotnTa.

Meta&h twv otoryeiov €16600v, Eva Pactkd {Tnua ivol 1 TAOY) TG GLOKELNG 1M
Tov ovokevav. Ta mpota moyyvidw meputételag kabopiloviav avotnpd omd T0
TANKTPOAOYI0, TPAYUO TOL MNTAV KOTAAANAO Yylo. TNV KEWEVIK] QUON TETOLOV
T VIOLDV. ZNUEPO, TO TOVTIKL €ivOl 1 TUTIKY GLGKELY £10O00V Yo TOV YPNOTY TOL
aAMMAETIOPA pE TO TTEPLOCOTEPO TOLYVIOW TEPUTETELNG- KoL 1) OlEMAPY YPNOTN EXEL
BeAtimBel Eava kot Eava yro vo TopEyxel pia KOADTEPT EUTEPI TOLYVIOL0V.

H popoen €£600v 1V TpdTedv TTarvVIduOV TEPMETEWNG GTOV LITOAOYIOT| (.Y, Zork)
ePLop1LOTOV GE OMTIKN OTEIKOVIOT] KEYWEVOL, 1] OTTol0L apyOTEPO EVICYLONKE LE YPAPIKAL.
Kabnhg o cuetipoto vtoAoylotdv £ytvay mo 16yvpd Kot Ayotepo akpid, To Ypoptkd
BeATidOnKay cg EYYPOLES AMEWOVIGELS KOt OO GTATIKO POVTO GE KIVOUUEVO POVTO LIE
Kivnon TV yapoKTnpoV Kot GAAOV avTIKEWEVOY 6To Tpocknvio. To keipevo otadiokd
Katapynonke 1N evioyvOnke ond TPOPOPIKES YPOUUUES UE TN HOPON WNOLOTOUUEVNG
OLAlag.

Opopévo omd To onuepwvd mayviole TeAevtaiag TEXVOAOYIOG YPNOLLOTOLOVV
ymoetlomompévo Pivieo mAnpovg kivnong o¢ péco ontikng mapovciaong. To "Game
accounting" &ivar évag TpOTOC 0EOAGYNONG TNG TPOOOOL TOL TALYVIOOV, O OTO0i0g
amotteiton o€ OAa T mayviow tepimételag. H mpdodog petpiétan pe fdon toug Tdvtouvg
ov kePOilovTal, To YEYOVOTO TOV EVEPYOTOLOVVTIOL 1] TO OVTIKEILEVO TOV OTOKTOVTOL
omv arodnkn tov maiktn (Inventory). Opiopéva maryvidio mepméTeiag akolovbodv to
oLOTNO TOVIMV, KATO TO 01010 1) EMITEVEN GTOYWOV ATOPEPEL TOVTIOVG GTOV TOIKTT, EVD
Ao ekTELOVV €AEYYOVS AmOYPAPNS Yot VoL SouV av £xovv amoktnOel ol amattovpevol
nopot. QQ610G0, TO MEPICCOTEPO YPNOLUOTOOVV TNV TPOGEYYION TNG EVEPYOTOINONG
YEYOVOT®V Y10 TOV GTOYO KOPLPAIOV EMUTEOVL.

Ot TPOYPOUUOTIOTES TOLYVIOU®Y UTOPOVV EMIGNG VO OTOPAGIGOVV VO, EVOMUATMOGOVY
otoyeio apePordtrog Yoo vo evioydcovv v agio ETavaAnyng ToV Toryviolo0 Kol Vo
amo@OYOLV Ulo. HoVadlKY] Abon oto maryviol. H afeforotnrta pmopel va dnpiovpynOel
pécm G tuyaiog TomoBETMONG MOP®V (). AVIIKEWWEVOV-KAEOIDV), OLOPOPETIKNG
aAniovyiog ypipwv 1 Tuyaiog epedviong yeyovotmv.

Yndpyovv moAAEG vIokaTNyOpieg ToYVIOIOV TEPWETENG, 1 Kabepio pe 10 Skd TNg
povodikd gameplay Kot yopoknplotikd. Me v gupitepn £vvola, VITAPYOLV Ty Vidia
OVTIKNG KOl m®VIKNG emppone. To dutikd moryvidlo mepimételog cuyva divouy oTov
okt peyaAn elevbepia va e€epeuvioel Kot Vo 0VOKOADYEL TOV KOGHO TOV TTOLY VIS0,
EVD TO 10MOVIKA moyvioln meputételng Ttelvouv  va givol WO YPOLUKA Ko
EMIKEVIPMVOVTOL GTNV OPNYNOT UG CLYKEKPIUEVNG 1oTopiac. Evtog avtdv tov oTud,
Vrapyel mepartépm drapoponoinotn. Kdamoleg and avtég Tic vrokatnyopieg mapatifevron
TOPOKATO.

e Choose your own adventure: Ilapéyovv otov maiktn emloyég mov emnnpedlovv

v ékfactn Tov moryviolov.
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e Escape: Mg éupoaon oty enidvon ypipmv, o1 ToIKTES TPEMEL VO ATOIPAGOVY OTd
éva doudtio M ktiplo. Avtol ot TOTOL T VISV £XOVV GLYVA YPOVIKE Opla Kot
amotTovV YpNyopn okéyn kot topatnpnTikotnta yio tv entivon (The Room).

e Hybrid: IToyyvide mov dev EVIAGGOVTAL HE GOPNVELN GE KOO0 VITOKOTNYOPio
Kat, avtifeta, cvvdvdlovv ototyeia and mToAhog tHmovg (Alan Wake).

e Interactive movies/visual novels: Mg éupocn otnv agnynon, ot maikteg Kévovv
eMA0YEG Tov enmpedlovy v 1otopia. Ta moyvidla avtd £xovv cLYVA TOAAOTALS
totopiec mov eEgMocovtal TopIANAa Kol dtopopeTikd TEAN moyviowov (Detroit
Becomes Human).

e Point-and-click: IToyvidwe mov Pacilovior oe peydio Pabud omv €icodo Tov
TOVTIKIOV, W€ TOVG TOUKTES VO KAVOLV KAIK Y10, VO OAANAETIOPACOVY [E OVTIKEIEVOL
KOL YOPOKTNPES. X OVTA TO TOYVIODL VITAPYOLV UEPIKEG POPES MO TOAVTAOKOL
ypipot oamd GAAeg vmokatnyopie kot ocvyvd omorteitol SOKIU] Kol GOAApQ
(Monkey Island).

o Puzzle: To ovykekppévo maryvidw €xovv cvyvé TOATAOKOLG YPIPOLG TOV
aroartovv moAvmAevpn okéyn (The Witness).

e Text-based: H xAacwn vrokatnyopia mov Pociletor o peydro Pabud otnv
eloaywyn Keyévov. Ot maikteg TANKTPOAOYOUV EVIOAEG Y10 VO OAANAETOPAGOLY
ue to moyviot (Zork).

e Walking simulator: ITauyvidwa mov gotidlovv otV £Egpevvnomn, e TOVG TOIKTES
Vo TEPTATOVV KO VO VOKOADTTOVV VEEG TEPLOYES Kol TPOKANGCELS. AvTd £xouv
eMdyoTovg €m¢ kaBoAov ypipovg kot Pacilovtar oe peydio Pabud oty aprynon
(Fire Watch).

Me 100 olOyypova TeQVOAOYIKE GApHOTO, TO TOLYVIOW TEPWMETEWNG VLITECSTNOOV
HETOGYNUOTIOUO GTOVG UNYXOVIGUOVE TOLVIO00, EVOOUUTOVOVTAS oTowyElo amd GAA
€lon Omm¢ M OpAom, TO ULGTHPLO KOt TO Totyviol poAmv. Avti 1 dapopomoinor £xet
OlELphVEL TNV OmNYNON TOV TOLXVIOIDV TEPUTETELNS, TPOCEAKVOVTAG VEO KOWO,
STNPAOVTOG TOPEAANAN TNV KEVIPIKN 0LGi TNG £EEpeHVNONG KAl TOL OLPTYNLOTIKOD
gameplay.

Emutiéov, n ewovikny mpaypatikdémta (VR) o mpocepépetl véoug Kot KabnAwmTikong
TPOTOVS oY VIO0D, evd 1 teXVNTH vonuoosvvn (Al) Ba dnpiovpynoetl mo ainboaveig
yopoktpec mov Bo aAAdlovv cuvveydg pe TO Taryviol. Avtég ot Teyvoloyiec Ba
Bonbnoovv ta moryvidla mepuéteiog vo e&elyBodv Kot vo Tapapeivovy onUavTIKO GTO
pooknvio. Ot avaPldoelg kol o1 EmaVEKOOGES KAUCIKOV Tatyvidumv moilovv emiong
ONUOVTIKO POLO, EMAVAPEPOVTOS OYOMNUEVOLS MPWEG CE O VED YEVID TOUKTOV,
STNPAOVTOG TOPAAANAO TN YONTELD KO TOVG UNYOVIGHLOVS oLy VIOLOo0 TOVG.

H onpoaocia g Ietopiag (Story)

Ot avBpomot avékabev YPNGUYLOTOOVCAY TIG IGTOPIES YOl VO, LLOIPACTOVV TOPAOOGELS,
TOMTIOTIKEG 0EIEC, 1OTOPIKE YEYOVOTO, OKOUT KOL Y10 VO LETAOMGOVY T YVMOCN TNV
enopevn yevd. Onmg elvatl puowo, 1 aenynomn 1otopldv ivat eniong mopodco Kot GTo
oy viole, ToPOVCLAlETOl HEC® OWAOY®V, CKNVAV, EVEPYEIDV TMV YUPOKTIP®V,
16TOpilag EVIOC TOL TOLYVIOOD, UNYOVIGUMV TotyVidoL Kot ToAA®V dAAwv. Ta woyvidio
Eyouv petaTpomel e €va HEGO O@NYNONG Tov oaviayovifetor TIG Tovieg Kol TN
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hoyoteyvia (Ju & Wagner, 1997). Xtov enikevipo avtig g e&éMéng Ppiokovral Ta
nepimAoka SOKE GToLyYElD TOV KATAGKELALOLY TNV AP YNCT EVOS LAY VIS0V,

o Anuwvpyio kocpov: To Bgpéio kdbe alopvnudvenng aenynong moyviolon
elval  Kataokevn Tov KOcuov tov. [pdxettan yro T dradikacio dnpovpyiag evog
KaONAoTKoD, aAnbo@avoic KOGHOL oL AMOTEAEL TO OKNVIKO TNG 10TOPilaG. X€
avtifeon pe To TAPUOOCLOKE HEGH, TO TOLYVIOW TPOCOEPOLY £VOL SLOOPOUCTIKO
nepParrov, 6mov ot TaikTeG UTOPOVV VO EEEPEVVIIGOVY KOIL VO EUTANKOVV LLE TOV
KOoHO YOp® Tovc. O KOGUHOG £vOG oty vidloD Ogv gival amAdS v GKNVIKO OAAA
évag evepyog ocvppetéyov otnv aenynor. Kdébe otoyeio, and 10 apyitektovikd
OTUA TOV KTIPIOV HEYPL TO KOWMVIKA TPOHTLTTA TOV KATOIK®V TOL, CUUPAALEL GTN
BaBbtepn katavomon kot guPfabvven  otov  KOopo TOv  Taryvidwov. H
amoteleopatikny  onuovpyio  mepiPdAiovrog  eEacpariler  Ott o1 moikTEG
aoBavovtal HEPOg ToL KOGUOL TTov ££gpevvolV, KabioTdvTag T0 TaSidl TOVG Héca
07O T VIOl T EAKVOTIKO KOl OVGLUGTIKO.

o Xopoxktipes kor Anuuwovpyic ovvoécemv: Ot yopoktipeg ota  moryviowo
YPNOLELOVY MG GVVALGONUATIKY YéPLPa peTalld Tov TaikTn Kot TG otopioc. H
avATTUEN EAKVOTIK®V, TOALOACTOTOV XOPOKTNPWV Elval (OTIKNG ONUAGING Yo vaL
ovvoehovv o1 TaiKTEG KOl Vo ETEVOVCOVV GTNV APNyNon. AVTol Ol YOPaKTPES
ovyvd eEeAioooviol e TNV TAPOSO TOL ¥POVOL, AVIIOPMOVIOG GTIC OTOPACELS TOV
moiktn Kol oy e£EMEN T™C 10TopiaG, ONUOVPYDVTOS Lo SLVATH OYECN HETAED
Tov ToikTn Kot tov moyvidov. Ot maikteg emevovovv Pabid oto TSt TV
TPOTAYOVIGTOV, BUOVOVIOG amd TPAOTO XEPL TOV AydVa, TOVg Opapfoug kot tnv
avamtuén Tovg. Avth N cvvalcOnuaTikn) emévovon eivor Tov wOel Tov maikn vo
ovveyioel va mailel, avomopovovtog va del mog Oa eCehybel M 1otopio TV
QYO UEVOV TOV YOPUKTIPOV.

o IThox1 kol ovykpovon: H mhokn kou 1 ohykpovon givar avtd mov tpowBodv tnv
otopioe oe éva malyviolr. Eiwodyovv mpokAncelc kot eumddle mov TPEMEL Vo
Eemepdioel 0 malkING, ONMOLPYOVTAG £VTOOT KOl 0dNydVIoS Tov G&ova g
apnynons. Muw kohd dounupévn mAokn oe éva mouyvidl eivor  €uEMKTN,
EMTPEMOVTOG OTIG EMAOYEG TOV TTOUKTN VO EXNPEAGOVY CTLLOVTIKA TNV KatevBuvon
kot v ékPacn g wotopiag. H ovykpovon ota moaryvidw dev meplopileton og
evowkég  avumoapadioel, meplhapPdaver  emiong NOwd  SUAupoTo Ko
ocuvaloONUOTIKEG PdeG. AVTN M UN YPOUUIKY TPOGEYYIoT TNG OPTYNONG EUTAEKEL
Tovg maikteg pe Evav Pabitepo, mo mpoowmkd TPOmo, KAOMG 01 EMAOYES TOVG
EMOPOVV AUEGN GTOV KOGHO TOV TTOLYVIOL0V.

Me Aiyo Adylo, M a@nynon kot 1 1oTopio ote Toyvidln, omnd Tov KOGHO £WG Kot TNV
TEAMKY] GUYKPOLGT TOL TOKTN, €ivol €va HEGO oL Oyt LOVO yoyaywyel aAdd Kot pog
OLVOEEL LLE VEOLG KOGLLOVG, YOPAKTNPES Ko epmelpieg pe fabdtaTovg TpoOmouE.

2. 4. Horror Games

O 96Pog amoterel EuEuTN €vvola 6TOV AVOP®TO Omd TIC ATaPYES TOV XPOVOV. ZVVIGTA
NV QVTOVAKAOGT TG avOpOTIVIG TEPLEPYELNG TTPOG TO AYVMOGTO, TO VILEPPLGIKO KO TIG
OKOTEWVOTEPEC TTLYES TNG OVOPDOTIVNG WYLYNGS.
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H xatnyopia horror €yet po doitepn €mppor] 610 KOWO G SUPOPES LOPQES
yoyoyoyio, 6mwg n Aoyoteyxvia kot o Kwnuotoypaeos. Epnvevouévn omd tig touvieg
TPOUOV, EVOMUATOONKE MG oToLKEl0 oTO oY Vidlo KaTd To TEAN ToL 200V CMOVA. XTOV
KOGHO TOL gaming £xel avadelyfel wg éva amd T O GLVOPTACTIKE £101), TAPEXOVTOG
O0TOVG TO{KTES TNV gukopio vo avTILETOTIGoVY Tovg PBabvtepoug POBovg Tovg Kot va
BuBiotovv o cLVAPTACTIKES OKOTEWEG 1oTopieg. Eykotaiedlepévo omitio ko Ktipiao,
OTOLEIMUEVO OO, TPOLOKTIKEG OKAAES Kol kdOe TomoBesia pmopel va etvar Eéva péEpog
tpopov. O tpdmog pe tov omoio ytileTon Ko epappdletor to otoryeio Tov horror ota
oy viola, emnpedler oe peyddo Pabud tov maikn kot v emitvyio ToL oL TOL
oy violov. Mali pe Ttig Katnyopieg sci-fi kon fantasy, amotelodv pia “poyikn” tpidda,
Kot TOAAEG POpES cuVOILALoVTOL Kot EUTAOVTILOVY 1 il TV GAAY.

[ToAAéC @opég oTIg Tavieg Kot oTa oy vidlo TPOUOV LILAPYEL GLVOLAGHOG TOV KOAOD
kot Tov kakov (Krzywinska, 2012). T'o moapdderypo, oto resident evil 3 o Pacukdg
TPOTAYOVIGTNG TPOoTadel v PEPEL TNV 1G0PPOTLR GE EVAV KOGHO TOV Ol OOLUOVIKEG
duvapelg ometobv v avlpomomrta. QotdG0, VITAPYOVV OPOPES AVAUESH OTO
moyyviow Tpopov Ko Tig touvieg. Ta moyvidl dev otapatobv oTnv aenynon, oAAd
TPOCPEPOLY KOl TI| GLUUETOYY] TOL TaiKTn oIV oTopio. XTic Tovieg o Beatng eAmilet
oV emPi®won TOL TPOTUYOVIOTY, EVO GTO TOLYVIO GLUUETEXEL EVEPYH OTN dpdiom
(Graja, Chanel and Lopes, 2021). Xta vedtepa maryviowo pumopel vo maipvel amo@acels
YL TN GUVEYELWD TOV TOLXVIOOD KOl KATOANYEL o€ OopopeTikd amoteléopato (Lin,
2013). T mapdadetypa oto Witcher 3 1 to Walking Dead, o didAoyog avdpesa 6Tovg
noikteg kKou tovg NPCs ennpedlovv v mAOKN TOL oy vidolol, EMOUEVOS O TOIKTNG
TPEMEL VAL EMAEYEL UE TPOGOYN TIG ATOPAGELS TOL.

Eion ko yopaxtnprotikd horror

Eivar dvokoro vo opiotel pe capnvewn n katnyopio Horror, kabmg meptlapupdavet
TOALEG OéG NG Katnyopieg, vokatnyopieg kot yopaktnpiotikd. Kabe pia and ovtég
TEPAAUPAVEL OIKA TNG YOPOKTNPLOTIKA Kot oToryeio, Ko Tpooeyyilel pe O1popETIKO
TPOTO TNV EUTEPIA TOL POPOV-TPOUOV TOV TOUKTDV.

H xamyopromoinon tov moyvididv horror eivar mepiocdtepo yevikn, mapd GoENS.
AQopovv mEPIGGATEPO TV EUTEPIOL TOV TTOUKTN GE TETOWOVL €100VG ePPAALOVTA, KoL
AMyOtEPO TOV GYEOOGHO TV OV TV Tayvididv (Prohaszkova, 2012) .

e The Uncanny: mepiéyel vrepeuoikd otoryeia, eEompoypotikd 1 mopdioya, 1
yeyovota, mov JEMOVV TOLG VOUOLG TNG QUOIKNG oAAG eivor omiotevto 1
ovykAoviotikd (Little Nightmares).

e The marvelous horror: nepiloppdver mopdroyo Kot aKOTOVONTO GAVOUEVE TOV
umopovv va eEnynbodv povo pe v amodoyn g VIapENG TOV LIEPPVGIKOV T.Y.
Baumip , AokdvOpwmot (Outlast).

e The fantastic horror: dev mpocpépel capeic e€nynoelg v 10 TaPAAOYOo Kot O
TalKTNG €€l TN OLVATOTNTO LE TN QovTacio Tov va emAésel av Ba eénynoet ta
QOWVOLEVO MG TAPAPLGIKE 1 ©G TapoucOncelg tov Koprov npwtaymviot) (Until
Dawn).

Ot voKaTNYOpPies TOV TOLYVIOUDY OTOKOAVTTOVY TNV TOAVTAOKOTNTO Kot TNV TOIKIALL
nov yopaktpiler 1o €idog. Kébe po and avtég cvvovaler v oy tov eopov e
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otoyyela amd dAlec katnyopieg moyvidudv Kot BETeL LOVOSIKEG TPOKANGELS Y10 TOLG
TOUKTEG.

e Survival Horror: O maiktng eotidler omv emPioon oe éva mepfdilov e
TEPLOPIOUEVOLE TOPOLG Kol XOpOVG OV ametlobV TV (N TOL YOPOKTNPA. ZVYVA
TEPIAOUPEVOVY TPOUAKTIKO TEPIPAALOV, EVD 0 XPpOVOG amoteAel cuveyn pdym (The
Last of Us).

e Action Horror: O maiktng emkevipodveral otn dpdon evdviin oe gybpovc.
YovOmg TEPAaPAVEL EVTOVES LAYEG KO VITEPPUGIKOVS, TEPUTMOELS OVTUTAAOVG
(Resident Evil Series).

e Psychological Horror: Ectidlel otov 1popo pé€omw e WYuyoAOyIKNnG aymviog Kot
@OPov. Xuyvd, mepriapfavel ToOAOTAOKN 10TOPIo LE OVATPLYLOCTIKEG ATOKAADYELS,
EVD 1 OTEIAY] TOV AYVMOGTOL KPaTAeL TOV Taiktn o€ eypnyopon (Silent Hill).

Xapaktnprotikd Horror

O oyedlaopdc tov moyvidwwy horror gival Wdaitepng onpaciag Yo TRV oXYNON Kot
emruyla TOL TAYVIOWV. AV Kol VEEC TOPAYWOYEG EVOOUATOVOLV TPOTOTVTES
TPOGEYYIGEIS OTNV VLAOTMOINGCN TO®V TOYVIOIDV TPOUOL, VTAPYOLV KAmow Pocikd
YOPOKTNPLOTIKA TOL HEMOVV TO, TEPLCCOTEPH ATTO OVTAL.

o Atpdéoparpa: XvvOmg omoteAeitanl amd £vToveg GKOTEWEG TOTO0EGiEG e apvdpd
QOTIGHO, dLGOIWVN HOVGIKT, EUEVIKOVE NYOVS KOl TPOUOKTIKG OVTIKEILEVO, DOTE
Vo TPOKAAEGOVY TO oGO e TOV POBOL KoL TNG AVACPAAELNG.

o AiocOnpo empimong ko Adpevarivng: Ot taikteg cuviBwg acBiavovion evdAmTol
Kot 0d0VOpOL GE GYECT UE TNV OTEIAN TOV TOLYVIOOV. ZVUVOLOGTIK(, TO Ty Vil
TPOCPEPEL TEPLOPIGUEVOLG TOPOVS KO KIVIGELS, £TG1 MOTE 1 EMPiwoT Vo amoTeAel
Baocikd KivnTpo Tov ToUKTY.

o EyOpoi-Anmenrég: O maiktng, ovvnbwg, koieitor va aviyuetoniost €x0pods e
VIEPPLGIKEG OVVALELS 1] OTEIAEG LE TPOLLOKTIKY] VITOGTAOT).

e Suspense kau plot-twist: Ot 1010piec TPOCPEPOLV GACTEVS KOl ATPOGOOKNTEG
aALOYEG DOTE VO KAONADGOLV TOV TOIKTN KOl VO TOV KPOTHGOVV GE EYPTYOPOT).

e Ermilvon 7ypipowv: O maiktng eUmAEKETOL OTNV  OMOKAALYTN TOV HLGTNPIOVL
EMAVOVTAG YPIPOLG Ko puzzles Yo vo Tpoywp1|oEL.

e Xvpperoyn Tov maiktn: To moaryvidie cLVNO®G YPNOLUOTOOVLY UNYXOVIGHOVS MOTE
Vo TPOCGEAKOGOVV TOV TaikTn ovvaicOnuatikd. Avtoi mepihappdvovv to first
person gameplay, To peaAMoTIKG YPUPIKE Kot SUVOUIKOVS YOVC.

User Experience

Ta horror mayvidla Onpovpyovv 6Tov moiktn povadikd cuvaicOniuato 0twg o eOPoc,
10 &yyog, N mieon (Gowler & lacovides, 2019). Tlapd v apynTikn TOLG VO, TOAAEG
(QOPEG UTOPOVV VAL XPNGLOTOMOOVV Kot Y10l Yooy YIKoVG GKOTOVS, GE £VOL EAEYXOLEVO
nePPEALOV KOl Vo SNUIOVPYNGOLV £va TPOUOKTIKO KOl KAONA®TIKO Totyvidl mov
TPOCOEPEL EVYUPIoTNON Kot VYNAY eumelpia moryvidod (Demarque and Lima, 2019). H
EVOOUATMOON TOV YUYOAOYIKOV GTOLXEIOMV GTN O1001KOGI0 GYESIAGHOD TOL TOLYVIOOV,
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Wuitepa TNV EIKOVIKN TPOYLOTIKOTNTO, UTOPEL VO EVIGYVGEL TO GLVOAMKO TPOLLO TOV
Budvovv ot TaikTed.

lNott ouwg ov maikteg ovveyiCouv va ovalntodv ovtd to moryviow; [ati
amoLaUPBAvouY aVTEG TIG TPOROKTIKEG Kot GPoAeg epmelpieg; [a va katavorcovpe v
EAKLOTIKOTNTO QLTOV TOV TOLYVIOUDY, TPEMEL VO EEETAGOVUE TNV GLUTEPIPOPE T®V
0oV tov Toktov, yopilovidg tovg oe dvo katnyopiec. H mpdtn xatnyopia eival ot
TOIKTEG TOV AmOAAUPAVOLY TOV POPBO Kot TNV adpEVaAIVT, KOONDS TOLg KAVEL va, vidBovv

mo {ovTavol Kot avaKoupiopévol 0tav o Tpopoc teaeldvel. H devtepn katnyopia givor

ot maikteg mov mailovv Yy va avadeyBovv 1| Vo EVILTI®OGLAGOLV, dElYVovTag g elval

atpoéuntot. (Ntokos, 2018). Iapakdto, ovarlvovior To otddio Tov eoov (BA. [ivakag
3.) Ue KAmolo YopaKTNPIGTIKG TOPAOELYLOTOL:

Eminedo AioOnpa Koatdotaon mayyviorwon Mopdaderypa
1 Calmness Amovcia eofov, o TaiktNg AcG@aréc puépog,
(Hpepia) umopet va. eEgpevvioEt save-point
elevbepa
2 Mild Anxiety Mepkn dmapén eofov, o Tyvn aveEnyntov
(vevpwdT) maiktng dev EEpet akoun TAPOPVOIKOV
TOAAES TANpOPOpleg QUVOLEV®V GTO
AHPO
3 Moderate O @6Pog eppaviletor, o nudoo and aipa,
Anxiety TOLKTNG TPEMEL VaL EYEL amodeilelg dyvmotov
(Eraypomvnon) | eriyvoon tov meppdAiovtog SOLOPOVIKDV
duvapemv
4 Severe Anxiety O ¢p6Pog mpokorel Hyntwd otoyeia
(avnovyia) TpoPAnpaTa oL AEAVOLY TNV
TPOGAUPUOGTIKOTNTOG GTOV £vtaon, avTikeipeva
moikTn KivoOvtal Hovo Tovg
5 Mild Stress O maiktng eoPdror avtd mov | Axovyovtag emvég
(vmepévtaom) dev umopel va 01 va Brinato adia yopig
eEnynoet, kpéc ahAayég 6To va BAEmEL KATL,
nepaiiov mbavov Tdpa vo aVTIKEILEVOL
TOV TpOopda&ovv KWvoOVTOl, GTAVE
6 Severe Stress O @6PBog amopakpivel T Mdptopag oe Tpdén
(dvopopia) Aoy omd ToV ToikTn Kot Bilog péow ewdvag
avadVOVTOL EVOTIKTO, M/xo Nyov

emPioong
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7 Mild Fear ‘Evotikta emPioong kot 2totyeia ylo To Tov
(Hmog @o6Poc) YPNYOPO OVTOVOKAQGTIKGL Bpioketon po
QTOLLOKPUVOLV TNV AOYIKT|, O LLOKPLVT] OTELAN,
moiktng etvon mhavo va adVVaLo jumpscares,
@ofdrar pe pikpég aArayég oTo KPOWYILO
nepPariov
8 Severe Fear O moikTNG EMKEVIPMOVETAL GTO | XTOLYELD Y10 TO TOL
(Evtovog Vo KPUQTEL OO TNV ATEIAN, O Bpioketon o
©6pog) Kivouvog eAAoyevEL KOVTIVI] OTEIAN),
ouvatd jumpscares
9 Terror O maikng M o emProoe O gxBpdc kvvnydet
(Tpopog) oY1, YPNYOPES KIVNGELS £Y0VV | TOV TTaiKTY, amovcio
Kotafaiel T Aoyikn TUPOLLOYIKADV KOTA
™ OBPKELD TNG
uémg
10 Panic [TAYpn¢ amovcia eAEyyov, "E€0dog amo to
(ITovucdg) KaTaoTaon Héyng N evyNg oy vidl, apaipeon
OKOVOTIK®OV,
OLPVIOLOOTIKN
emnifeon, o xOpog
&xel oxeddV mcet
TOV ToikTN

[ivaxag 3. . Zradwo oPov, eme&nynon Kot topodeiypoto

2. 5. Kowovikoroinon péoco tov Gaming

To gaming £yt ONUIOVPYNOEL L TOTH Kot Yepdtn evBovsloopd Kowvotnta, 1 onoio
TPOCEAKVETAL Omd TNV EUPACT| TOV diveL TO €100G GTNV 10TOPLA, TNV ATULOCPULPO KOL TV
eupadovon. Avti 1 KowoTnNTo KOAVTTEL SIAPOPES TAATPOPUES, amd online GOPOLLL KO
OLLAOES KOWVMVIKNG SIKTOMONG HEXPL EEEIOIKEVIEVEG 10TOCEAIDES KOt OPLAdES BaLILOGTOV.
Ye auTég, Ol QIAOL TOV TAYVIOI®V OVIOAAACCOVV TIG EUTELPIEG TOVG, LWAOVV Yo TO
AYOTMUEVOL TOVG TOViole Kot divouv GUUPOVAEC KOl TPOTAGELS GTPATNYIKNG Yol TNV
emilvon ovokolwv ypipwv. H aicOnon g ovvipopikdTTOg KOl TOL KOOV
evBovo1aGH00 PEGH GE AVTEG TIG KOWVOTNTEG ONUIOLPYEL Eva prAdEevo TepiBdAiov 6mov
o1 ToikTeS pmopovv va £phovv og ema@n| e dropa pe Tic idteg 1éeg Tov popaloviot v
aydmn Tovg ylo To gaming.

Ewdikég 10tocerideg ko forums ypnoipevovy o¢ kévipa culnTnoemy, £WONCE®V Kol
KPLTIKAV, TPOGPEPOVTASG YPNOLES TNYEG TOGO Yo EUMEPOVLS TAIKTEG OGO KOl Yo
apybpovg. Avtég ot mAATEOpuUES cuyva Olabétovy odnyleg mepuynons, TEXVN Kot
pvbomhacia Bavpoctdv, TAOLTILOVTOG TN GLVOAMKY EUTEPIC YOl TOVG OTOOOVG KO
ovpParrovtag otn {ovtoavny KovAtovpa mov mepPaiiet 1o £100¢. Emumiéov, Ta cuvédpia
KOl Ol EKONAMOCELS TOLYVIOIDV TEPUTETELNG TOPEYOVY TNV €vkalpioe otovg fans va
ocvvavinBovv amd Kovtd, vo GUUUETAGYOVY 6e cu{nThoelg Kot workshops, va yvopicovv
TOUG TPOYPUUUOTIOTEG KOl VO YIOPTACOVY TO KOO Tovg mibos. Mécw avtdv tmv
KOWOV  YOP®V, Ol AUIPES TOV TOYVIOLOV  ONUOLPYOVV  HOVIHEG GUVOEGELS,
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AVTOALAGGOVV 10€€G Kot GUUPBAAAOVY G évav cuveyT] OLAAOYO GYETIKA pe TNV e€EMEN
KoL TOV ovTiKTUTO TV oy vidiwv (Valentine & Jensen, 2016).

3. Xyeotaonog

210 TAQICI0 OVTAG NG OWMAMUOTIKNG OXeOACAUE £€vol GUVOPTAGTIKO ToLyVidl
TEPWETEWNG, 7OV OLVOLALEL MVoTHPlO Kol otoyein horror oe 3D mepiailov.
The Journalist: The Triangle of

(13

Anuovpynuévo ¢ eumelpion €vog moiktn, TO
Mysteries” akoAovBel €éva cvvapractikd Tta&idl péoa omd por amioctevtn 1otopia.
Kobng o maiktne euPabovel oto maryvidl, kaAeitoar vo AVcel ypipovg, va GLAAEEEL
otoyei yw va A0ceEL TO HLGTAPO Kot va. AGPel KoBOPIOTIKES OMOPAGELS OV
SWHOPOOVOVY TNV TAOKN TOL TTayvidlov. EmmAéov, mpémetl va Katapépet va mapapeivet
acVOAAMTTOG amd TO KaKO OV €ALOYEVEL, avEAvovTag £TGL TN SOPACTIKY GUOT] TOL
ALY VLS00 KOl EVIGYVOVTAG TNV AOPEVOAIVY.

3. 1. Iotopia - Exkivnon Ioavyviowov - Térog

O apyovvtaktng tov CNN ot Néa Yopkn tov 1970, avabétel oty mo Eumiotn Kot
TAAOVTOVYO EPELVNTIKY] ONIOGLOYPAPO TOL KavaAlov Tov, Rebecca Smith, éva véo B€pa.
H Rebecca 0o mpénet va mapel cuvévienén and Evav vavoyd mov d1achOnKe Tpoceata
amd éva €pnpo vnoti kovid oto tpiywvo twv Beppovdwyv. O John Trueman ftav yopévog
vy 25 xpdvio, pExptL ToL VYOI dCOONKE O piat OHAda TOL AUEVIKOD. ZVUP®VEL VoL
EMOTPEYEL GTO VNG Yo TNV GLVEVTIELEN, DGTE VO UTOPEGEL TO KOVAAL Vo TAPEL Ko
TAGVO, O TO KATAPVYLO TOV TOV £6mae TN {m1] ovTd To. 25 XpOVIa OTOUOVAOGCTC.

H Rebecca Eekvd 1o ta&idr pe tov John, tov ewcovonmn kot modikd g ¢ilo Tobias
Lee kot Tov mAOTO TOL gAKOTTTEPOL OV Bl TOVG peTaPépel oto vnoi, Felipe Hernan. H
ovvévtevén Non apyilel péca 610 EAKOTTTEPO, OOV 0 John TepLypdipet Ta yeyovdTa TOL
odnNynoav oto PacavicTPlo TOV. ZETLAIYEL TIG UVALES TOV KOl GQNYEITOL TS TO
oMevTikd okdeog mov Ppiokodtov pall pe v opdda Tov, cuveTpifn TAve of
vroBordocio Bpdyla, mwg To KOpa Tov EEPpace oe o okt OOV Kot KATdAaPe OTL
etvat o povaodikog eml®mv. Al€ocmwaoe 0,1t ropovoE amd TA GUVIPIULLL TOV GKAPOVG DCTE
va eTiagel por KaAvBa yio va mpoeuiaydeil. ®Odvovtag oto vnoi, o John dev gival oe
yoyoloyikn Béom va cuveyicel mpog v KaAvPa kot mpotpémel v Rebecca kot tov
Tobias va cuveyicovv ywpic avtdv, Kabng BEAEL va TEPIUEVEL GTO EMKOTTEPO LE TOV
Felipe.

H Rebecca pe tov Tobias melomopodv 10 AOQO, kol PBpickoviol Umpootd amd v
kaAvBa tov John. Kabog eepevvoiv ta mpdypoato otnv KaAvPa, Tig avtooyEdteg
Tayideg Kuvnylon Kot to {okd AApupa, GLVEINTOTOOVV TMG VILAPYOLVY dV0 KpeRATio
Kot TG OAa delyvouv 0Tt vanpyav 6vo dropa mov {ovcav ekel. Aimha and ta kpePdrtio
Kpoppévn kdto amd éva yoAl Bploketon pia odepévia katomakti. Tnv ®po avtic g
avakdioyng, o John opudet péca oty kaAvpa kot axwvntonolel tov Tobias, yTumdvtog
TOV.

To moyviot pog Eexwvdetl 6tav 1 Npoida Hog TEPTEL 0TS KPLPES KATAKOUPES TOL 00N el
N Kotamokt yuo va. cobel and v Eaevikn enifeon tov John. H katomaxt) and ndvo
™G oppayiletal , ETOUEVMG YAVETOL Ko 1] LOVASIKT YVOOTH £€£000G 0md T1G KATOKOUPES.
ITAéov n Rebecca Bpioketot avIptéTOnn He T0 GKOTAOL Kol TO (YVOGTO.
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Me o6mho TOV QaKO NG mepuyeital oTic KatakopPec. Xyxedov OAeg or mdpteg elvarn
nepiteyvo KAEW®UEVES Kot 0 moiktng, péoa amd to pdatio g Rebecca, mpémer va
drabétel svpnuaTikdTTa, EELTVASA KoL LVAKY Yol VO KATOQEPEL Vo TIS avoietl. 'Hom og
TOAD 0pyKd GTAd0 GLAAEYOVTOG oTotyEln, pmopel va KataAdfel mmg o John Trueman
dev elvar avtdg mov ioyvpiletar. Xty mpoyuatikdémra givar o Ezekiel Asir, évag
OLHOCTOYNG 0OOloTNG TOv ovuvdéeTon pe 10 Bdvato tov mpaypatikov John. Oco o
TOiKTNG TEPMYEITOL OTA TPMTO d®UATIO, ayvoel TV VIapén Hog LVGTIKNG 16000V amd
v omnoia tpundvel o Ezekiel pali pe toug 600 avaicOntovg cvvepydrteg g Tovg
odnyel 610 dwudrtio Twv PBasoviotnpiov (D2) kol avd Taktd ypovikd dactiuato (o€
checkpoint mov evepyomotet o maiktng), o Ezekiel wayver v Rebecca.

Ta otoryeio mov paledel ota dWUATIO, OgV divovy HOVO TPOTOLS VO avoiEOLV 01 KOAd
KAEWOUEVEG TOPTEC, AAAG Gyl o1y EETLALYETOL L 1GTOPiO TOV KOVEIS OV Umopovoe
va gavtoaotel. O Ezekiel dev vavdynoe oto vnot, aAld peydrooe exel. O motépag Tov
(Samuel Asir) évag GUAAEKTNG TEPIEPYOV TEYVOLPYNUATOV KOl AVTIKEUEVOV, LEYOAMCE
tov Ezekiel péoa oe avtéc 11g xotaxopPec. Mall PBacdvilov kot kotéypaeoav Tig
SLAPOPES avTIOPAGELS TV BVUAT®V TOVG, AVIOEWV YaPAd®Y TOL TEPVOVCAV AT TO VNGl
Kot Toug deréalav va katéBouvv yia va toug Bondncovuv.

2ty mopela Tov moyvidlov 1 Rebecca kataAiafaivel mmg ol cuvepydteg tng ivan
Lovtavol aAld eivon emiong kot ot pévor mov yvopilovv v puotikn €£000 Yo va
ocwbovv. Katapépvel va maydevoet tov Ezekiel kot va kepdicet éva mpofadicpa yio va
oMGcEL TOV cvvepyateg Te. Exel o maiktng Ppioketon og éva SiAnupo, TOOV Vo GOCEL.
Tov ayamnuévo g @ilo; Tov 0dnyd tov eAkonTépov; XNV 1oTopio oG vdpyovy 6H0
mhava TEAN:

® Av o maiktng ocwoel Tov  Tobias (cameraman) tote Pyoivovtag omd Tn HLGTIKY

¢€ooo tpéyovtag pakpld and v kaivpa, o Ezekiel toug mpoiafaivel kot Tovg
miavel (evil end).

e Av o maiktng owocel tov Felipe (mAdto) tote pali pe v Rebecca tpéyovv oty

mopoiio Kot PAETOLY Eva EMKOTTEPO MOV £0TEILE TO KOVOAL 0pov OV giye véa
Tovg, kol odlovtal (happy end).

3.2. Xaptg Hoaryviorod

H 66unon tov xapm Eekvd pe v kadvPa tov Ezekiel kot péoa and pio Kotamokt)
katefaivel eminedo, ot VIOYEEG KATAKOUPES. XTIC €IKOVEG TAPOUKAT®, ovopoTilovtal
o dwpdtie tov xaptn (BA. Ewcova 1.), emonpocuévo pe Tpacivo ¥paUe 0T TOV
TEMKA LAoTOMOnKay, Ko TapovsialeTar eniong o apytkog oyedlacudg tov xapt (PA.
Ewcova 2.).

30



A. Cabin ¢« B6. Play Room

B. Catacombs ¢ B7. Samuel’s
e Bl. Library Bedroom
oBl.a. Secret ¢ B8. Kitchen
Office ¢ B9. Pantry
¢« B2. Privy ¢ B10. Tea Room
¢ B3. Storage C. Stair Gate
e B4. Bathroom D: Great Hall
ocB4.a. Secret e Dl: Armory
Prison with e D2: Torture
cells 1-11 Room
¢ B5. Ezekiel’s E: Secret Exit
Bedroom F: Crypt
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Ewova 2. Xaptng [Toyvidiod

3.3. I'pigor

Onmg avapépetal 6Ty 16Topio TOL ToyVIdoL, 0 Taiktng Oa Tpémel va AVGEL KATO100g
vYplpovg Yyl vo pumopécel vo e10EA0eL kol var eEEPEVVIGEL TOL TOPATAVE® dMUATIO TOV
xoptn. Avtd 10 KaTOEEPVEL palevovTag dlapopo oTolyEin, To OToio OEV OTOTEAOVV
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puovo otoyyeiet yoo TNV emiAvom TV Yplpwv avt®v, aArd BonbBovv oty e£EMEN g
16TOpi0g TOL TOLYVIOLOV.

I'pigpoc Kierdi

X100 Tp®TO KOAoG dmpdrtio (Secret Office), o maiktng Ppiokel péca 6to0 cLPTEPL TOV
ypopeiov €va KA. Avtd T0 KAEWI, Y®pig 0 maiktng va to yvopilel akopo, eivor kot To
KAel mov ypewdletal yia va avoier n moépta tov dwpotiov tov Ezekiel (Ezekiel ’s
Bedroom). Méoa 6to cuptdpt, KAT® amd T0 KAEWI, Y100 TPDOTN POPA O TPOTUYMOVICTNG
épyeton og emagn pe o ovopa Ezekiel Asir, yopic akdpa avtd va E€pet TL onpaivet.

I'pigoc PoToypagia

Méoa oto 1010 dwpdtio mov PpiokeTon To KAEWL, TAve o€ po amd Tig PrfAodnkeg,
vrdpyer pio kopvila pe pio potoypaeic. X10 Tow HEPOS TG POTOYPUPING LTAPYEL M
e&ng onueioon: “Dad, 1956”. H potoypagio ancikovilel tov matépa tov Ezekiel kot
ypovoroyia agopd to £1o¢ Bavatov tov. H ypovoroyia avth, eivol kol 0 K®OKOS NG
TOPTAG TOV avoiyel To dwUdTIo TG amobnkng (Storage).

I'pigog I'pappa
Méoa oto dmpdtio g amobnkng (Storage), kdtw omd pio cdepévia. VIOvAdna,
Bploketar éva yphppa, to omoio aviker otov 1010 tov John Trueman. Xto ypdppo
avaQPEPOVTOL T, YEYOVOTO TTOL GLUVEPRN oAV otov Tpaypotikd John Trueman kot pécao amd
avtd dtvel ototyeia Yoo TV emiAvon Tov Ypipov g SmANG TopTag 610 dwudrtio Stair
Gate. To ypappa €yet ¢ €ENG:
“1’ve been heRe foR eleven weeks
every single day we are being tortured,
and some of us neveR come back
i don’t know how long i am going to Live
he is keeping us fed so we can last Longer
i tried to escape this helL,
but when 1 managed to reach the stair gate,
he was already there opening the door and
he caught me again
if you Read this, there is no hope
you aRe doomed ,
LT

Ta kokKva ypappota oynuatiCoov pa akoiovdia, “RRLLRLLLRR”, n onoia kot
amoTeEAEL KO TO GOGTO GLVOLACUO GTO KOV~ LTI VOGS Kpaviov dimAa 6T duthn
nopta, 6mov R - Right Eye ko LL - Left Eye.

Yopnépacpo - Novteg

Méoa oto dwudrtio tov Ezekiel (Ezekiel ‘s Bedroom), o€ éva kipdtio pe Sumhopévoug
TOATOPOVS, VTAPYEL EVOG PAKEAOG TOL TMEPLEYXEL KATAYPAPES TOV Pacaviotnpiev mov
extelovoe o Ezekiel otovg vavteg. e avtd to onueio o maikng owaPdlel Tov TpoOmo pe
tov omoio méBave o mpaypatikdg John Trueman, kol N TpoTOY®VICTPLO EPYETAL GTO
ocoumépacpa 0Tt avtdg o John Trueman mov yvdpioe givat kbmotog dALOG.
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3. 4. Xapoaxtnpeg maryviowov - Backstories

‘Ovopa: Rebecca Smith
Hlxia: 35 etov
Kataymyn: Boston, USA
Ioveig: Derek Smith

Samantha Johnson
“Yyog: 173 cm
Bapog: 65 kg
Endyyelpa:  Epsvovnukny  dnuoctoypdeog
(CNN)
Xapoktnprotikd: Meloypivr|, Kovid HOAAG,
Tpdoiva PLaTtio, EVIOVES YMVIEG TPOCHTOV
Ipocomkétnta: Epyaciopavrg, Bapporéa,
0&vdepkng, EALeEWYT TPOSOTIKNG (NG

Backstory: 'Elnoe avépueia modikd ypévie otn Bootdvn, povayoxdpn oe pio
EVKOTACTOTN OWKOYEVELDL. XTOLONCE ONUOGLOYpaPios 6oL Kol yvopioe tov Matthew
Sanders, Tov peydio épota g (ong mc. Ilpwv mpordfet va oAOKANPAOGCEL TIG GTOVOEG
™m¢, o Matthew BpéBnke vekpdg vtd dyvooteg cuvOnKeg 610 SOUEPIGUE TOVG. ATt TOTE
&xel ¢ okomd {ong va unv aenoet kapio vroddeon avelyvioot, pe v eAmidon Kamoo
oTlyUN] v ADGEL TO LUoTNPL0 Tiom amd Tov Bavato tov Matthew.

‘Ovopa: Tobias Lee

Hlxia: 30 etov

Koataymynq: New York, USA

Toveig: Wu Lee

Rose Black

“Yyog: 190 cm

Bépoc: 85 kg

Endyyeipa: Ewcovolnng (CNN)
Xopoktnprotikd: Meloaypvog, povpo Hatia,
OClOTIKO KOl OPIKOVIKE  YOPOKTNPLOTIKA,
QPO HOAAA, YEPOIEUEVOG

Mpocomkétnra:  Kowwvikds,  @rlkodc,
€VYEVIKOG, TPOOLLOG, ayy®dONG, LITOYOGVOPLOG

Backstory: I'evvmnke ot Néa YOopkn amd untépa a@pukovikng KaToymyng Kot ToTépa.
Kweling xatoywyne. MeydAwoe oe pior ToAvpedn owoyEveld Kot omd pkpy KlOAoG
nAukio avélape v avoaTpoen TV HKPOTEP®V adepP®V Tov. Otav To adEPELO TOL
LEYOAMOAV OPKETH, 0oYOANONKE [E TV eKovoinyia Kot TpocAneinke oto CNN, 6mov
ka1 ovvepydotnke pe v Rebecca. Elval moAd kahdg ¢idog ¢ Rebecca, kot icwg o
LLOVOOIKOG TNG.
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‘Ovopa: Felipe Hernan
Hhxia: 20 etov
Karayoyn: Morelia, Mexico
Ioveic: Maria - Luisa Perez

Ayvaootov matpdg
“Yyog: 168 cm
Bapoc: 73 kg
Endayyeipo: MicOwtdc midtog
Xapaktnprotika: Kootovd poilid kon paria,
GKOVPOYPOUN EMOEPUION, EvVIOva PO Kol
LOVOTAKL, TAUTD OUOYEAO
[pocomxkétnta: AvBdpuntoc, vddbetog pe
yodpop, advvapic o610 yvvaikeio  @VAO,
dyvola Ktvovvov, eymioTig

Backstory: Meydlmwoe o€ Lovoyovelkr] otkoyévela ympig matpiky] @ryovpa. Ilepvaet
TOAD pdvo pe eidovg Kot Aatpevet Ta taidw. Eyxet peydin advvapio ot untépa tov
kot dtya yuo mepuételeg. Ooeg popég éxel ovvepyaotel pe ) Rebecca sivar eppoavic n
ELEN oL VidBet Yo avTn, YeYovac mov koAakevel T Rebecca.

‘Ovopa: John Truman ( Ezekiel Asir)
Hlxia: 50 etov
Katayoyn: Virginia, USA
Toveic: Samuel Asir

Luisa Portman
“Yyog: 199 cm
Bapoc: 85 kg
Endayyeipa: Ayvooto
Xapoktnprotikd: Xioud oépua, pmhe UATLIO,
Mmocapkn  @ryovpa pe évtova  {UYOUOTIKG,
aTnUEANTA Lodpa. LoAAMA
[pocomxétnta: AVTIKOWVOVIKOC,
HOGTNPIOONG, VELPIKOC HE  KWWNTIKA  TIK,
YONTELTIKOG, EVPPAONG

Backstory: O pévoc k0GHoG Tov yvaploe fTav
T0 £pMuo vnot Omov peydhwoe pe tov matépa tov, Samuel. ‘Eywve vroyeiptd tov amd
pkpn NAkio pe omotéAEso va Yivel Gad1oTNG Kot VoL amolapBavel Tov Bacoviopud tov
Bvudrov tov. ['a tov Ezekiel, avt 1 tédon tov va Pacavilel avOpomovg, ivor o tpdmog
vo KataAdfet tnv avOpdmivn eOon kot To cuvasOpota, Kot Tov dgv Epabe ToTé amd
tov matépa tov. O matépag tov mEbave Tpv elkoot ypovia, kal Enoe Pévog Tov péEYPL
nov Ppénke kotd tHYM amd opddo Apevikav. Kabog dev ffele va amokoAvyel tnv
TOVTOTNTA TOV, £0MGE YEVTIKO GTOLXELD Yo TO TO10G £ivatl, KAEPovVTOg THV TOWTOTNTO
€VOG vaOTI OV KATTOTE VALAYNGE GTO VNG,
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‘Ovopa:Samuel Asir (amoBovov)

Karayoyn: Virginia, USA

Foveig: Ayvooctol

Tékva: Ezekiel Asir

Xopoktnpotikd: emPAntiky @ucloyvopia,
peyain opototnta anod tov Ezekiel
[poocomkétnta: Avompds, oKoteEWAC,
mmpota dwyeiptong Bvpov

Backstory: O Samuel nMtov évag avipoc ¢ vyning kowveviog tng Virginia.
[Movtpedtnke véog pia yovaika tnv omoia dgv Mfehe, HOVO KOl LOVO Y10 TO KOWMVIKO
™m¢ “otatoug”. Tnv éldewyn wog Pabibg oxéone, Eexivnoe va yepiler pe cviloyn
nePlepyY®V AVIIKEWWEVOV 1 avTIK®OV. Eekivnoe ta Tagldevel ToV KOGUO LE GTOYXO Vi
avaKoADYEL VEo Kol omavio avtikeipeva. Kamola otiypr| dkovse yo v dmapén evog
omdviov Kot TtoAvtiov AiBov og éva vnoi ota avorytd g Virginia. Exovtag amoktioet
TOV TTPMTO TOV Y10, 6€ NAkio 2 mepimov €TV, amoPacice va, tov whpel pali Tov otV
avalimon tov metpadod. Metd amd moAvkopn avalitmon, avakaivye o vnoi Tov
neTpadlon, PéPata akopa Kot PeTd tov BAavatd tov, dev exetl Ppebdel o meTpdol. H
advvapio cuvapo pe TV povio Tov vo To BPEL, TOV EKOVE VO TAPEL TNV OTOPUCT] VO
petvet yuo mévto 6to vnot.

3.5. Xeypwopog Iaiktn

To mayvidl Eexvdet oTig voyeleg KotakOuPeg pésa 6to okotddt. O maikng £xet T1g
Baocikég duvatdTTeg Kivnong oAAd Kot KATOEG TOL TPOCTEOMKAY KATH TNV VAOTOINGT.
Mopakdto avaypaeetor avorivTikd 0Tt yperalietat vo EEPeL 0 TaikTng Yo va mai&et To
GULYKEKPLUEVO TTOLYVIOL.

o Kivnon: IT\nktpa W, A, S, D 1 ITAnktpa BEAovc.
Xpnowonotodvtat yro TNV Kivnon mtpog ta epunpds (W), tpog ta micw (S) kot v
kivnon mpog ta aprotepd (A) kot Tpog ta de€id (D). Ta mAnktpa fELovg pmopovv
va ypnoponomBoiv avtictoyo avti tov W, A, S, D.

o Kapepa: ITovtixt
H petaxivnon tov movtikion eAéyyetl v KatebBuvon g Kdpepoc.

e ®axdg: [Tinqktpo F
Evepyomotet/ Anevepyomotet 1o pakd yia vo PAETEL 0 TOUKTNG GTO GKOTAOL.

e Pause Menu: [TAnktpo Tab
XPNOOTOLEITOL Y10 TV TODGT] TOV TTOLLYVIOL0V.

e Inventory: ITAnktpo |
Xpnotpomnoteiton yio va ovoiete v amobnkn tov maikn, vrevlopiloviag facikég
TANPOQPOpPiEC.

e Interact: [TArjxtpo E
XPNOHOTOIEITOL Y10 VO OAANAETIOPAGEL O TOUKTNG LE AVTIKEILEVA KO VO AN GEL

pe NPCs.
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e Kovpmd: Apiotepd KAMK TOVTIKION

H emhoyn tov kovpmiod tov widgets mov entbupel o Taiknc.
® Quit Game: [TAnktpo Esc

O maixtng maporteitor omd To Toryvidl 0ploTIK.

4. Y omoinon

Ye autd 10 KEPAAo, Oa gupfabivovpe otnv TOAOTAOKT dradkasion VAOTOINoNG TV
eV oG Yo To oy viot ypnoonoidvrag v Unreal Engine, pio ioyvpn Kot evéAiktn
TAaTeOpua avamTuEng moryvidlidv. H viomoinon onuatodotel 1o kopPikd otdoto 6mov
Ol €VVOlEG HETOTPEMOVIOL GE OLOOPACTIKES epUmelpiec, cuvdvLALovTag TO dMUOLPYKO
OPOLLOL [LE TNV TEYVIKN EUTEIPOYVOUOCHVN Yot Vo ddcovpe {mn oty 10€a pog.

4.1. Unreal Engine 5

To Unreal Engine elvar o pmyovn oxe01aGHOD Kot OMUovpyiog NAEKTPOVIK®MV
o VIoOLOV ov dnmpovpyndnke and t Epic Games. Eivoar dwpedv mpog 10 K0o1vo, Kot
napéyel otovg developers peyain ykdpo epyoreiov Ko puOuicewv yia v onpovpyio
3D moyvidwwv. Ipappévn oe yAdooa CH++ , €KT0C amd vTOA0YloTEG LITooTNPiletl Kot
dAAeg TAatpOopues, Omwg kKovooreg (PS, Xbox), gopntég ocvokevég kar VR headsets.
ITAéov N etapia Epic games , petd amd evnuep®celg €xel TAceL ot £€kdoon 5.3 g
UNYOVIG, TNV OToio. YPNOLUOTOMGOUE Kol Y10, TO OXEOGUO TOL Toyvidov pog. H
€KO00T aVTN TOPEYEL TPONYUEVA YPUPIKA, 1OYLPT TPOGOUOIMOT TG PUGIKNG, LEYOAN
ovAloyn amd étopa 3D assets kot materials, kKot emextdoeic. Extdg amd v avamtoén
nayvidlov, to Unreal Engine vrootpilet kot GALEG apUoYEC, OTWS 1) OPYLTEKTOVIKNY
amewovion, Kivnuatoypapikd video kot oyedacud 3D poviéhwv. Kamowo amd to
oy viol mov €yovv oxedlaoTeEl MOV o€ ovtny TV TAaTeOpua givor to Hogwarts
Legacy, Fortnite, Hellblade: Senua’s Sacrifice kot Final Fantasy 7:Remake.

Unreal Vs Unity

Mo amdpacn mov mpénel va Tapel KABE TPOYPAUUATIOTNS TTay Voo (Kot epelg), eivat
ol TAATEOPUO B0 ¥PNOLUOTOMGEL Yo TOV GYEdOUO TOv Toyvidoy tov. Ot 6vo
KOAOTEPEG EMAOYEG GTNV ayopd, £0¢ Topa, ivat To Unreal Engine kot to Unity.

To Unity eivor g TAat@opua avoryytod KOdka yio tov oxedlacpud 2D kot 3D
nwoyyviowwv amd v Unity Technologies. Xpnowomnowei C# ko vrmootpiler e&icov
moALamAEG TAaTPOpues. Emiong, sivon katdAAnio yuo dnovpyio moryvidiwv VR kot
AR. TIAéov, Ol TPOYPOUUOTIOTES HITOPOVY VO, aVATTOEOLY KO VO, TOVANGOVV TO JKEL
tovug assets. Eivou beginner-friendly mlatpoppa kot evélktn otn xpnon.

KdaOe po amd tig unyavég antég €xet Tic dikég g OopopEs Kot mtAeovektnpata. Kot ot
Vo TAUTPOPUEG HmopohV va dnpovpyncovy AAA modTNTa YPUEIK®V, Lot pilovv
10 TEPLOCOTEPO. AOYIGHIKE NG Propmyoviag kot mopéyovv TOAAL epyodreion Omwg
eneepyaoia, animation, mpocopoiwon g euvoikng, VR k.a. (Simran Kaur Arora,
2021). Kémoteg amod t1g facikég dopopis Tovg ivat:
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e T'locca mpoypappatiopov: To Unreal Engine ypnoiponoei C++, mov av ko
Oewpntikd OVOKOAN, amoTEAEl TNV KOALTEPN EMAOYN YO TPOYPOUUOTIGUO
moyviolov onuepa. Avtiotoyya, to Unity ypnowonmolei C# mov eivor o mo
€0KOAT YAMGGO KO TO OIAKY) TPOg TOVG epacttéyveg developers.

o Ilowtnto Ypa@Kav: Av kol ot VO TAUTPOPUESG UTOPOVV VO TAPAYOLYV VYNANG
nowwttag ypagwkd, to Unreal Engine éyer to mieovékmnua kobmg moapéyet
PEUAMOTIKEG OTTIKOTOGELS Kol KaAVTEPO PTIoHS (lumen), oKiéc.

e Rendering: To Unreal Engine vrmootpiler woAvtepn amddoon petd v
enefepyacia, evod oty mepintmon tov Unity To rendering givot mo apyo.

Ymv dwn pog mepintwon, emAéEapue to Unreal Engine kot ot Adyou givor didpopot.
Apywd, to Unreal dwmpénet oto oyedwopd 3D mayviduwv. EmmAiéov, mapéyet o
BPAodNKN pe EToa peaiiotikd materials kot assets dwpedv, To Quixel Bridge. And 1o
Marketplace for UE mov eivor pio mAat@dppo MAEKTPOVIKOL eUTOpiov, Ol
TPOYPOUUOTIOTEG GLUVOEOVTOL pE Oxedl00TEG Tepleyolévoy (assets, materials, €toyo
KOOIKO Toyvidlon) Kol Hropoldv va amoktnoovy tAndmpa otowyeiowv. Téhog, To Unreal
Engine o6ivert v oJuvatdommta vo oamogevyfel m  ouyypaen KOOKo HEC® NG
eVOALOKTIKTG TV blueprints mov Ba dovpe 6T cLVEKELD.

4.2. Ilgprfarrov-Xyeorwacpog levels

To mp®dTO PrjHa PG GTNV VAOTOINGT TOV TOLYVIOOL NTAV O APYLTEKTOVIKOG GYEIAGLOG

tov levels. Anpovpyncape 600 Pacucd levels, to vinoi mov ypnoiporombnke povo yo
To. cinematics Kot TI§ katokoufPec mov yivetoaw 1o gameplay. o 6ho 10 oyediocud
ypnowonomoape dwpedv assets, materials ko textures amd TG cvvepyalOueveg
mhoteopueg Quixel Bridge kou Marketplace. EmimAéov, ypnowomomcape 1o Blender
Y10 VO GYEOLAGOVIE TOL O1KEL [LOG assets.

Island level

Katd to dvorypa evog véov project oto Unreal Engine vmdpyet n emhoyn yuo to €160¢
oV oy VoL first person, third person, VR k.An. EmidéEape to First person, kot o1tn
onuovpyia level emiéEape éva basic level. Apyikd TpocBécapie Tapdyovieg @OTIGHOV,
ovpavo, Ao, opiyAn. I'a tov oyxedlaoud TOL VNGOV YPNCIULOTOCAE TO EPYOAEiD
Landscape ywo va pmop€covpe vo, GLUAELGOVUE TO €000 MoTE va. potdlel pe vnot. To
epyoreio avtd diver emroyég vy paint, smooth, flatten, x.a. yw 10 €00apog,. Zn
ovvéyela, mpocsbéoape kamola plugins oto Unreal yio ) onpovpyio Tov wkeavoy Kot
™ OlElpIoT| Tov, OTMG TO XPAOLM, TO VYOG TOV KUUATMV KOl TNV TUYALOTNTO TOVG Yio
va gaivovtor wo @uowkd (PA. Ewova 4.). MoMg KataAnEope 610 GYNUA TOL VNGO,
epapuocape otTic empaveleg To materials mov emAélape and to Quixel Bridge yuo v
bppo, ta Ppdye kot tovg Adeovg  (PA. Ewdva 5.). To devtepo epyadeio mov
ypnowonomoape Ntav to Foliage. Apov emdé€ape ta @UTA KoL To, SEVTPOL TOL BELOLLE
va mpocOécovpe oto mEPPAALOV, LE TO €PYOAEID OVTO UTOPECALE VO GYEOIAGOVUE
€0UKOAQ TNV TPOTIKT YAWPId TOL VNG00V, oL Ba VTdpyel PAAGTNON KOt TOV B VITAPYEL
povomdtt (PA. Ewcova 3.). Tehkd, dnuovpyncope To vioi Tov QaiveTol 6TIg TopaKAT®
EIKOVEG.
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o tov oyedaond g kaAvfag, ypnowonomoape to Blender dote va @trid&ovue
aKppdg 10 poviédo mov toupldlel oto mayviol pag . Emmiéov tov Pacikov oyediov,
npocBéoape ota mapabvpa covidec, oyedidoape TV TOPTO OO AEMTE KOUUATIOL
opfoywviov Kol KPOTAGOUE GTOV GYESOUO Uio acvppeTpio. Me avtd tov TpomO
KOTOPEPOUE VO LOLALEL TEPIGGOTEPO PTIAYUEVO A0 AVOPOTIVO YEPL GE ATOLOVOUEVO
vnoi pe meploptopévouvg mopovs. Topaxkdtw mapovosidalovpe t0 TPLd1AcTATO LOVTELO
™m¢ KoAOPag mov oyedtdoape (PA. Ewkova 6.), KaBdg Kot T0 TEAMKO HOVIEAO HETA TNV
EQOPLOYT TOV VAIKOV ToL EVAov (PA. Ewkova 7.).

User Perspective
(1) Collection | Cube.012

Add Modifier

Ewova 6. Tprodidotato Movtédo kaldpag
L= 42 2

Radius  S0px | [[Strength!Hi0007/@ Brush v sk v Stroke v Falloff v C

User Perspective
(1) Cube.012

Material.001

Use Nodes

> Subsurfa

Ewdva 7. Tehkod amotédecpo KoAvPag
21t ovvéyeln poptdcope To apyeio pag oto Unreal, tomobetnoape v KaivPoa 6to
KOTAAANAO oNUEl0 Kol TPOYMPNOAUE GTOV €0MTEPIKO TG oyedaopo. H tepdotia
mowiMo  dwpedv assets, poc €£dmoE TNV OLVOTOTNTO VO ONUIOVPYNCOVLUE Lo
EYKUTAAEAEYUUEVT] ATHOCOOLPOL LLE YEPOTOINTO EMTAN KOl SLOKOGUNTIKA. XTIG EMOUEVES
ewoveg (PA. Ewcdva 8. ko Ewcova 9.) BAémovpe 10 TEMKO 0moTEAEG O TG KAAVPOG GTO
E0MTEPIKO TNC.
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= Viewport 1 x

% Perspective @ Lit "shn\.w

Ewova 8. Ecmtepikd kaAvPog
= Viewport 1

S ctive @ w ! A @ & @i &0

Ewova 9. Ecotepucd kolvpag GAAN otk yovia

Dungeon Level

To debtepo level mov dnuovpynoape NTav avtd Pe TIG KATAKOUPES, TO 0T0l0 GLVIGTA
10 Bacikd Tupnva Tov gameplay.

HEeKvavtag TaAl and éva kevo Pactkd level, oproBenoapie pe S10popeTIkég S10GTACELG
opBoymviov v mepiUeTpo TOL KTIPIOV KOl TO SLOPOPETIKE OMUATIO TOV ATOLTOVVTAV.
INo ta katdAinAa Tiaicio 6mov Ba evompatdvovtay ol Toptec, Tpochécape opoydvia
Kol o opicape ®g aeopeTikd (abstractive), oniodn va a@aipodv TN GLYKEKPIUEVT
yveopeTpia kot va dnuovpysitonr kevdg yopog. Emmdéov, kabopicape 1o collision gia
TOVG TO1YOVG MGTE VoL UV popet o maiktg va mepvdetl ond péoa (BlockAll), evad yio ta
KEVA TV Toptdv apopécape to collision mote va umopet va mepdoel (NoCollision)
Télog, apod ddééape Kol eveopatooope to materials mov taipralov amd 1o Quixel
Bridge, mpoympncape 6Tov e6mMTEPIKO GYEOACUO TV OMUOTIOV.
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Y10 mpwto dwpdtio, dnpovpynoape Eva xopo ypoesiov. IlposhBéoape dvo maiiég
poeLEPES yepdteg pe Pipiio, po kapékia kot Eva TaAld ypoaesio, T0 0moio 6TO GLPTAPL
TOV TEPLELYE TO TPMTO GTOLYEIO TOV TALYVIOLOV.

¥10 0e0TEPO OWUATIO dMUovpYACaUE pior kpePatokdpapa, 1n omoio TEPLEYEL Eva
KkpePartt, éva pukpd Kabiotiko, o Bipiodnkn pe komowa Piiioa kon £i0m ypaeng, Kabmg
EMIONG KO KATOL0 0KOLOL LLIKPOAVTIKEILEVA (OGTE VO BLpilEl vITVOd®UATIO.

To tpito dwpdtio mepi€yel owdepévieg viovAdmes, miBApla, KIPOTIOL Kot YEVIKA
avTikeipevo Tov Ppiokel Koveic oe po amoOnK.

To endpevo dopdrtio dapopedbnke wg kpatnmpiae. [IpocBécaue dvo peydra keld
péco oto omoia KpEpovTav aAvcideg Kot yepomédes. EmumAéov, mpootébniay kdmoto
pKpd  avtikeipeva, OTMG KePd Kol ToAd KOLTd, OoTe vo Tpocsdmbel 1o Ydpo
TEPLOCOTEPT TLUKVOTNTO Kol PeaMoUOs. Mésa 6e avTd T0 d®UATIO TomobETNoNE TOV
Felipe, mov cuvavtovpe Katd 1 d1épKeLn TOV TOLYVISIo0 LA,

Ewoéva 10. Addpopog LrovvTpoupmy

10 téA0g Tov d1dpopov (PA. Eucova 10.), doaré€ape pio peydAn EVIVTOGLOKTY TOPTO
vy va emonuaivel v gicodo oto Great Hall. Méoa oe avtd, mpochécape méTpiveg
YNAEG KOADVES, LEGOUMVIKA OyGALOTH, OKEAETOVG KOl TOAVEAOIOVG VO KPEUOVTOL OO
10 Tafdvi. Xe avtd 10 dwpdtio totobemoape tov Ezekiel, kot puidccetl to televtaio
dmpdrtio Tov level.

Ewova 11. Great Hall
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Méoa oto Great Hall (BA. Eucova 11.), vmdpyet Ko ) €i6000¢ yia to TeAevToio doUdTIo
OV OMUIOVPYNOOLE OTO ToyVidl pog. Xto televtaio avtd dwudtio tpocHicape 600
peydio KAovPud, péca og €va amd ta onoio totobetoape tov Tobias. Eunlovticapue 1o
dopdtio pe aAvcideg kot epyadeion Pacoviopov, iyvn oilotog Kot oYowid, Yo va

dnuovpyncsovpe Evav ydpo Pacaviotnpiov (PA. Eucova 12.).

Ewodva 12. Aopdrtio Bacavietpiov

Téhog, oe 6Lho T0 KTiplo emoTpéyape Kot mpocHécape tov KatdAinio ewtiopsd. O
oT10Y0¢ pHog Mrav va dtatnpnbel M oTpdcEOpa OKOTEWN Kot puotploddns. Etot,
tomofeToaE OE PLEPIKOVS TOTYOVG AVAUUEVOVS TVPGOVS, EVM GE KATOLN OKOUT) oMueia
EVIOYVOAUE TO QOTICUO pE KeP 1| moMéG Aaunes. EmmAéov, yioo akdun mepliocoOTepN
euPovodion oto mepairov, Totobetnoape e O1dpopa GNUEID TOV KTIPIOV NYNTIKA assets
TOL AVATOPLGTOVV 1YOVG OO UITOVVTPOV LA,

Metahumans

"o ) dnuovpyio TOV YapaKTNPOV Hog ¥pnotoromoape To Metahuman Creator, £va
ovvepyalopevo Aoyiopkd g Unreal Engine. Avtd to gpyoieio diver m dvvatdOtnta
OTOVG GYEOIOTEG VO ONULOVPYNCOVY LYNANG TOLOTNTAGS, PMOTOPENMSTIKOVS YNOLOKOVS
avOpAOTOVG 1| YOPUKTIPEGS.

‘Eva a6 1o foctkd Tov TAEOVEKTNHATO NTAV €0XPNOTN OEMAPY TPOS TOV XPNOTN, N
omoia dlevkOAVVE Kol TN dnovpyia TV yapakthpwv (Metahumans). To Metahuman
Creator mpoo@EPEL U0 EKTETOUEVT] CEPA ETAOYADV TPOGOPUOYNG TMV YUPOKTHP®V,
OTMG TN YALTITIKY] TOV YOPOKTNPICTIKMV TOL TPOGMOTOV, T1 YXPOUOTIKT TAAETO Y10l LOITLOL
Kol T0 LOAAG, TOV KaBopPIGHd TOL GOUOTOTLTOL KOl ETAOYN POLYIGHOV. AKOUN, Ol
Metahumans pmopovv e€OkoAa vo evoouat®Bodv o©e OMOOONTOTE project Kot
oLUVOOEVOVTOL UE  YOPTOYPAPNUEVO avOpOTIVO OKEAETO, mTPayuo mov KadoTd
OTAOVGTEPO TO XEPICUO TOV GMOUOTOG KOL TNV EQAPLLOYT| animations 6T COUOTO TOVG.

210 d1kd pag project ypnoponocope to Metahuman Creator yo ) dnpovpyia Tov
TEGGAPOV OKAOV LOG YOPOKTAP®V KOl KOTOANEOUE OTNV TEMKN TOLG HOPPY| TOL

eaiverar oy mopakdto (BA Ewova 13.).
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Ewoéva 13. Metahumans

4.3. Blueprints

To Blueprint Visual Scripting eivatl évo mAnpeg cvotpa scripting mov PacileTon ot

xpnomn KouPwv yw tn onuovpyio otoryeiov tov moryviowov péca oto Unreal Editor.
Eivor witepa 1oyvpd epyoreio kabdg divel T OvuvotdTTe GTOVG GYEONCTEG VL
YPNCLOTOCOVY ONTIKA GYeOOV OAO Tl gpyoieion TNG UNYOVIS, EVAD TO MO duvaTtd
TAEOVEKTNUA TOVG €ivol OTL EMTPETOVY TOAD YPNyopn ONUIOVPYiD KOSIKO EVIOADYV,
eOdkoAa mpoott kot emenynuatiky. Ovclaotikd ta Blueprints pe cbvoeon kopfov,
events, GLUVOPTNOE®Y Kol UETOPANTOV OT®G akpPmdg oe €va ddypoppo. pong, stvot
ovvatd  va  dmuovpynBoldv  moAvmAoko  otoyeion  mouyvidoloD.  XIn  GLVEXELN
napovctdloviat o1 facikéc katnyopieg Blueprints

Level Blueprints

Kdabe level €yel éva oo tov Blueprint péoa 6to onoio pmopel va yepiletor otoryeio
TOV o ViS00 Omwg To. cinematics, checkpoints, triggers «.a.
10 Boaowkd pog level dnuovpynoape 1o mopakdto blueprint, To omoio vAomolEiTOL pg
v €lcodo oto Dungeon (OGTE VoL OPYOVAOGOLLLE TNV 0KOAOVOi0 TOV TTaLyVISIOD).
e MainMenuTest: Otav ovoiyet to Level (Event BeginPlay), 1o onoio
onpovpyndnke yww vo oteydoet to pevold €vapéng, omuovpyesiton to widget
MainMenu ka1 gpeaviCetatl otnv 006vn tov maikt (PA. Ewdva 14.).

CreateNMamhent

F Add to Viewport
Add to View ;
&> Event BeginPlay

»

Return Value Target

Owning Player

Player Index | 0 Return Value

Ewoéva 14. MainMenuTest Event Graph
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e DungeonNew: Mg 10 mov avoiyelt 1o Level (PA. Ewdva 15.), apécmg petd 1o
Kivnuatoypagikd Pivieo (Event BeginPlay), to mouyvidt tibeton o€ Aettovpyia
Game Only ko dnuovpyeiton to widget Press to Open Flashlight to omoio ko
epneavifetoar otnv 006vn tov maiktn ko mepiEyel éva keipevo “F for flashlight”.

createslasnghtWidger

Al
< Event BeginPlay f Set Input Mode Game Only = [ Create Press to Open Flashlight Widget
» P — »

Class
F
I Get Player Controller

Owning Player

Player Index Retu

troller

Retumn Value

Ewoéva 15. DungeonNew Event Graph

Blueprint Class Actor

Eivar éva Bepelddeg otoryeio mov ypnoipedet yio Ty TpocshHnKn AETovpytkdTTag Kot
JdpacTIKOTNTAG € oTolyEia. Tov mayvidoloy. OvolaoTikd, He ot TV Kotnyopio
blueprint ot TPOYPAUUATIGTEG UTOPOVY VO OPIGOLY T GUUTEPLPOPE. KOt TIG 1WOLOTNTES
TV oTolyelmV, KaOdS emiong Kot TIC AAANAETIOPACELS HETAED TOUKT KO OVTIKEILEV®V.

Ot Blueprint Classes emtpémovv tn dnpuovpyio. AOYIKNG Kot AETOVPYIKOTNTAG HECH
omtikaV interfaces, pmopotv va cuvoebohv pe AALEC I VO KANPOVOUTGOLV GTOLXELOL Kol
W0 TES KO, TEAOG, LTopovV va dlapopemBovy kadmvtag egatopikevpévo cuppava.

Katé tov oyediaocud tov dwkov pog mayviowov, aflomomoope o PABog TG gvkaipieg
oV TpoceEpovtar amd ta blueprint classes. [apokdtw mapovoidleTor TS Gyeddcae
TOUG YOPOKTNPES, TIG TOPTEC Kol GAAQ ovikeipevo pe T omoio. pmopel va
aAAMAeTIOPAGEL O TOUKTNG,.

Flashlight

HEexwvovtog and to Blueprint tov First Person, mpocfécape amd to viewport €va
spotlight 6to VYoC¢ NG KApEPAS, OTMG PaiveTal otV TopakdT® ekova (BA. Eucova 16.).
Amo 10 Details panel opicape and mpoemhoyn va gival adpato, TPOCSAPUOCAUE TO
YPOUATICUO TOV PMOTOG MOTE VO EIVOL TTO PLGIKO, KOl OPIGAUE TNV OKTIVOL TTOV TO QO
Oa sivor évrovo (Inner Cone Angle) kot v aktiva didyvong tov emtog eEmTEPIKE
(Outer Cone Angle).
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Ewéva 16. PHOuon eaxov oto First Person

1N GLVEXELD, OMUIOVPYNOOUE [0l EVEPYELD YO TOV QOKO, OGTE VO UTOPOVUE VO, TO
nmpocdlopicovpe oto input mapping tov first person (BA. Eucova 17.), oniadn va
UTOPEGOVUE VO YOPTOYPOPIGOVLE EVOL GUYKEKPILEVO KOVUTL E1GOO0V Yo VO UTOPEL vau
10 YepileTon 0 TAIKTNC. APOV 0piCANE TO KOV TOL GUVOEETOL LE TO POKO VO VAl TO
“F”, emotpéyape oto blueprint yio va 1pocd®GOVLE AELTOVPYIKOTNTA GE ALTO.

Ewodva 17. Maping First Person “F”

>to event graph, opicape o Boolean petapint (Flashlight Active). Otav matn0ei o

xoovuni “F” (BA. Ewova 18.) mov mpocodopicape (EnhancelnputAction Flashlight),
akovyetal évag Nyog kAeiotpov (Play Sound 2D) ko yiveton €heyyog (Branch) av m
petafint) etvor oAnbng, oniodn o @axdg eivar evepydc, M Oxl. Avoroya pe v
KOTAGTOGOT TOL OKOL TOTE YiveTar opatog 1 Oyt ( Set visibility) kou 1 petaffAntn yiveton
€K VEOU 0ANONG 1 YELOTG.

7 Set Visibility
SET

Flashlight Active

Flashlight Active

SET
-

Flashlight Active

Ewova 18. Flashlight Event Graph
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Doors

Ot mOpTEG OV GLVAVTIAUE GTO TALYVIOlL HAG, amoTEAOVV TOVG Pacikols ypipovg Tov
KaAeital va Aoet o maiktng. O eEmtepicdg oyedtaouds otig eEmTepikég TOPTES Elval o
010G Y10 vaL VTEPYEL Pid OUOTOHOPPLA, EVA YO TV TOPTA TOL KATAANYEL 6TO great hall
OwAélope (o peydAn evivmwotlokn owmAn mopta. Kdébe o omd ovtéc Tig mopteg
KATOAYEL 6TO. OWUATIO TOL 07Ol TEPIEYOVVY €lTe GTOLXElD Yo TN AVOT TOL pvaThpiov,
elte otoyyeia yio vo avorytovv ot emdpeves TOPTeS, Om®G Bl SOVUE GTN GUVEKELD.

Apywd mpocBécape to 3D poviého g moptag (StaticMesh), éva miaicio (Box
Collision) yia vo tpocdlopicovpe TV ELAYIGTN OTOGTOCT TOV TPEMEL VOL EXEL O TOAKTNG
v va gvepyomoin el n aAinienidpaon pe tnv mopta (BA. Ewcdva 19.), ko £va Suvopkod
“E” (text render), T Agttovpykdtnrta Tov omoiov pvbulovpe oto blueprint.

Components = Viewport X f Construction S. %2 Event Graph . Details

+ Add (o] = Pers| ve  Lit o2 m % B 4100 2025 [O1 Q

n Inherited
Transform
Scale
Mobilit

Sockets

8 My Blueprint X

+Add Q

VARIABLES

Ewova 19. Viewport Doors

Eekieidootn nopta (UnlockedDoor)

[Ipdkettar yio v Tp®OTN TOPTO TOL GLVAVTIOAEL O TOIKTNG KOTA TNV €600 OTIg
katakopPec. o v ovykekpuévn wopta dev Bécape KAMO0 TEPLOPIGUO YO TO
dvotypa TG Kot 001 yel 6TO SWUATIO YPAPEID TOL AVOPEPOLE TPOTYOVUEVAG,.

Y10 event graph omuovpyovpe po Boolean petafAnt (Isopen). EAéyyovue av o
naiktne Pploketor péoa oto box collision (On Component Begin/End Overlap) (PA.
Ewova 20.), evepyomolovpe to mAnktpo tov moiktn (Enable/Disable Input), xou
pvOuiloope v opatdta Tov Text Render av o maiktng etvor extdc TOL bOX, 1 EVTOG
aALG €xel O avoléet v mopta ko 1 petofAnT Isopen €xel yivel ainomg.

CheckiCollision, Setvisibiiity

Ewova 20. Unlocked Door Event Graph (Collision and Visibillity)

46



EmumAéov, 0tav o maiktng motoet to minktpo “E” (BA. Ewcova 21.)opilovpe to ypovikd
dtdotnpa g kivnong g noptag (Timeline) kot OEtovpe va kavel tepiotpoen 90° otov
a&ova z (Set Relative Rotation). Télog, aAAdlovpe ™ Ty g Isopen og aAndng (Set)
Kot amevepyomolovpe v opatotnta tov Text Render. 'Etot 6tav o maiktng avoi&el v
nopta o eopd to Text Render yivetor pun opatd akdun kot ov aAANAETIOPA e T0 box
collision.

RIESE 00 pENUODT]

J Set Relative Rotation f Set Visibility

@ Timeline
P Play plats [} ee— ) —_

) Play from Start nished [ Target
Test Render
New Rotation Z (Yaw)

v

New Time (0,0

X
@] Add pin ®

Ewodva 21. Unlocked Door Event Graph (Player Interaction)

Mopto pe Kierdi (DoorKey)

H dgvtepn moHpta mov oyedidcape eivor m mopTa mov Yo va avoifel omatteiton o
naiktng va &xet Ppel o khewdl (PA. Eucova 22.). Apywd, oto blueprint tov First Person
onuovpynooue pio Boolean petafint (HasKey) pe apyikn tiun yevdng, n omoia
yivetal aAnOnc Lovo av o Taiktng £xel onkmoet to kAewi. 1o Event graph g moptac n
apykn dwdkacio yio tov Eleyyo g aAinienidpaonc tov maiktn pe to box collision
etvan 1010, kaBdg emiong Kot o kabopiopodg g opatdtnTag Tov Text Render (“E”).

Ewova 22. DoorKey

Emumiéov mpocsOécape éva axoun Text Render (“You need a key”) 1o omoio apyikd
etvar pun opatd. Av o maiktng Ppioketar péca oto box collision kot matnoet 1o “E”,
k@voope éleyyo v tyun ¢ HasKey (PA. Ewdva 23.). Av eivar aAndng, oniadn o
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naiktng €xel To KAEWI, kbvovpe de0TEPO EheyYO av M TOPTA EYEl NON ovoilel. Av Oy,
1018 M MOptTa avoiyel. Av 0 moiktng dev €xel to KAEWi, tOTE 0T Béom tov “E”
enpaviCetoan to “You need a key”, ko petd and 3 devteporenta (Delay) emotpépovv
TNV OPYIKT KOTAGTOON.

Ewova 23. DoorKey Event Graph

IMopra pe Kodwkoé (DoorCode)

H endpevn mépta avoiyst povo pe v zmpobimdbeon ott o maiktng yvopilel tov
KatdAAnio cvvdvacud apBumv. o v vAomoinon awtov Tov YPiPov Kol TOL TAUIGIOV
OV O TOIKTNG TANKTPOAOYEL TOV KOs, Onpovpynoape kot évo widget blueprint
(Numpad) wov 0o dovpE TOPAKAT®.

To apywcd Koppdtt Kot yioo quTh TV TOPTO TOPAUEVEL TO 1010, ONAAON YiveTan EAeyy0g
av o maiktng Ppioketarl vidc Tov box collision kot yiveton opatd 1 adpato avticToryo
10 “E” mov PAémet o maikng.

Av o maiktng PBploketon €vtog tov box collision kot watioet to winktpo “E” (BA.
Ewova 24.), 16te onpovpyeitar to widget pe o Numpad (Create Numpad Widget) ko
enpaviCetoar oty 006vn tov (Add to viewport). Emumiéov, mayvidt tifeton oe Mode Ul
Kot gpeoviletal o képoopag dote vo umopet vo aAAnAemidpdost pe to Numpad (Set
Show Mouse Cursor). H ypnon g Flip Flop otv apyn tov dtoypdupatog diver tv
dvvatdtTo Kabe @opd mov o ypnotng matdel to mANkTpo “E”, va evaAldcoel tov
Kodwa mov Ba tpé€el petalv A M B. 'Etot, kdBe popd mov o maiktng matder to “E” to
widget gpeaviletal otnv 006vn 1 eapaviCetar (Remove from Parent).

Press k) createnumpad, setigamemode:

Ewova 24. DoorCode Event Graph (Interaction)
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AoV 0 TaiKTNG KATOPEPEL VAL TANKTPOAOYNGEL TO GMGTO KdKd, and 1o Event Graph

tov Widget evepyomoteitarl éva cvuBdv (Event trigger) to OpenTheDoor. Otav kAnfet
avtd 10 copPav (BA. Ewdva 25.), 1ot 1 mdHpto avoiyetl ko to Box Collision yiveton
avevepyd (Set Collision Enabled) wote va pnv pmopel mAéov o maiktng va
aAnAemidpdoel pe v moOPTa, Kol KT €mEKTAoT vo dnuovpyndetl Eavd to Widget
Numpad.

Open door); 20llisTon)

nable

Ewodva 25. DoorCode Event Graph (Open the Door Event)

Awuti mépta Great Hall (Double Door)

Amotelel v kevrpikn woépta mov odnyel oto Great Hall. H mopta avtr avoiyet povo
pe v wpovimdOeon Ot 0 maiktng yvopilelt v KotdAAnAn aAiniovyia de&i/apiotepd
kovuni. ['la v vAoToinom avTov TOoL YPIPOL Kot TOV TANGIOV TOL O TATKTNG EIGAYEL
mv aAAnAovyia, OMNUOVPYNCALLE kot éva  widget  blueprint  (BA
ButtonSequenceDoorWidget) mov Ba dodie TopakdTm.

¥to Viewport autig g moptag opicope to 0e&l Kot aplotepd KOUUATL TG TOPTAG
kaBdg emiong kot €va box collision (BA. Ewdva 26.). €161, 0T GLVEXELNL UTOPOVLULE VO
JLLYEPIGTOVE TN OTPOPT KAOE KOPUATION EEYWPIOTA.

M My Blueprint = Viewport x
+Add Q b = Perspective Lit 22 m % B0 L0 2025 0

GRAPHS

Components x
+Ad Q

@ Doubledoor (Self)

DefaultSceneRoot

Ewova 26. Viewport DoubleDoor
>to Event Graph tg moptag, otav o maiktng Ppebdel evidc tov box collision (PA.

Ewova 27.) yiveton éleyyog ™¢ petapintig “You knew the password” (yivetal aAnbng
N vevdng oto widget Tov Kpaviov). Av 1 tipn| givar aAnOng Kot Taikng pavieye cootd
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oV KOO TG mOPTOG, TOTE TiBeTAL G0 Agitovpyia éva sequence, Kot KAOE GUALO NG
noprag (left,right) avoiyel katd 90° apiotepdoTpOPQ KOt SEEIOGTPOPA OVTIGTOLYO.

Irsenq OpENoDTS

Ewova 27. DoubleDoor Event Graph

X1t mopakdte ewova (PA. Ewova 28.) eaiveror n St moépta mov odnyel oto Great
Hall katé ) d1épkeia tov Gameplay.

Ewova 28. DoubleDoor TeAkd amotéAeio

Assets

210 Unreal Engine, ta assets givat ta SOUKE GTOLEIN TOV EIKOVIKOV KOGU®V KoL
UTOpOVV Vo TEPIAAUPAVOLY OO TPIGOLAGTOTO LOVTEAD KOL VPEC LEYPL KIVOUUEVA
ox€d0L, NYMNTIKE Q€ Kot TOAAG GAACL.

I'pageio pe Zvptapr

Méoa 010 dwpdtio ypoaeeio mov €16épyeTon 0 maikTng amd v EekAeidmn mopta,
&xovpe tomobetnoet éva maAo ypapeio pe cvuptdpt mov Ppikape omd to Quixel Bridge.
TomoBetnoape yopm tov €va box collision (PA. Ewdva 29.), dote va pmopel va
aAniemdpdoet o maiktng kot éva Text Render ywo to ypappa “E” g aAAnAienidpaong.

50



Components X f Constr < = Viewport

B My Blueprint x

+Add Q

EVENT DISPATCHERS

Ewova 29. Viewport Desk

>to event graph, (BA. Ewcova 30.) snuovpynoape pia Boolean petapintn (First) ywo va

pmopovpe va koBopicovpe av To cvpTapt EYEL ovorytel Kot opicape Tov ELeYX0 ov 0
naiktng Ppioketar evrog tov box collision. Av vai, tOte TO Yivetar €Aeyxog av To
ovptapt €xel avorytel ko eppaviCetor N e€apaviCetor to Text g aAAnAenidpaong
avticTorya.

Ewova 30. Desk Event Graph (Collision)

Av o maiktng Ppioketar evtdg tov box kot motoet to E (PA. Ewdva 31.), tote
gvepyomoteitoan 10 Gvotypa tov cvptapov (Set Relative Location) kot n petafint
yiveton oAnOnc oote to “E” va otapatnost va epeavifeTol 6Tov moikt).

Etoopendraven

Ewdva 31. Desk Event Graph (Interaction)
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Kie16i (Key)

Méoa oto cvptdpt Bpioketal To TPOTO oTOLKEIO TOL PpioKel 0 TAIKTNG, Eva KAEWDT TOL

ypnowonoteitor yio to avorypa g KeyDoor. To cuykekpipévo kAedi 1o oyxeddcope
oto Blender. I'ia to 3D povtého (PA. Ewdva 32.) ypnoiponomoape €vav topo, €vo
opBoydvio kot PePKoDg KLAIVOPOVS, Kot SOHOPPOVOVTOG KATAAANAOL TIG SLOGTAGELS
TOVG KATOANEQE OTO OMOTEAEGHO TNG TAPOKAT® €KOVOS. TEAOG, KAVOE o GOVOEDT
oe OAOL TOL OYNUOTE LOG, KOl ONUIOVPYNOUUE €VO LEHOVOUEVO OVTIKEIUEVO, DOTE V.
pumopovue Koata v ewcoymyr tov oto Unreal Engine va to dwyeipiotodpe cav éva
eviaio asset.

User Perspective
(1) Cube.002

Ewdva 32. 3D Key Model

Metd 10 oyedooud, avalnmoope to material (BA. Ewéva 33.) mov e&ummpetodoe Tig
avaykeg tov moryviolov oamd 1o BlenderKit (eméktaon tov Blender pe ektetapévn
mowiAia dwpedv 3D povtélmv kot materials), Kot HETE TV EQAPUOYT TOV, KATAANEQLE
OTO TTAPUKAT® PLOVTELO KAELDOV.

g
User Perspective
(1) Collection | Cube.002

e e

Ewcdva 33. 3D key Model with Rust
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AoV giobdyape to povtélo oto Project pog, dnuovpynoape évo Blueprint Actor dote

vo. pmopoVpe va emtyovpe aAANAETiOpacn He Tov TaikTn. Apyikd opicape éva Box
Collision kot éva text “E” pe tnv idto Ae1tovpykdTnTo Tov E1X0V KOl GTO TPOTYOVLUEVOL
Event Graphs. Otav o maiktng matioet to “E” (BA. Ewova 34.), 160te N petafint
HasKey yivetar aAnbng xkow to xAedi efapaviCeton omd v ekdva tov moikTn
(DestroyActor).

f Destroy Actor
f Play Sound 2D

F GetPlayer Pawn

Player Index

Ewoéva 34. Key Event Graph (Interaction)

Telkd KataAnEape 6to amotéAespa TG Topoakdto ewdvag (PA. Eucova 35.).

Ewova 35. Desk and Key Telko amotédecpa

Poroypoagia (PhotoFrame)

To emduevo oToLEl0 TOV TPOGHEGALLE GTO oy Vidl pog eivor 1) potoypagio (PA. Eucova
36.) tov matépa tov Ezekiel. O maiktng pmopel vo tn oNKOGCEL Kot 6T0 oW UEPOS VOl
Bpet T xpovoroyio/ kmdd mov ypnoiponoteitor Yo to avotypa g DoorCode. T
onuovpyia Tov cvykekpyévou Actor ypnoyomomcape évav kofo, aAidlovtog Tig
JlOTAGELS TOL 0TOiloL Katapépape vo Lotdlet pe kopvila. Xtn cuvéyeta, Tpochétovtag
Ho eoToypopio dnpovpynoape £va material To omoio ePOPUOGAE GTNV ETPAVELL TOV
koBov. Emmiéov, pe 1 ypnon tov Box Collision kot tov Text Render, ddocape
Aertovpykdtro oty kopviCa. Téhog, pe 1 onmuovpyia evoég User Interface
(BPI_Photo) mov mepiéyetl pia cvvdptnon (ReadPhoto) katapépape va cuvdécovpe o
asset pe tov First Person. Méow ¢ obvdeong avtrg kadeiton évo Widget (Photo) mov
EMTPENEL GTOV TOIKTN VAL O€L TO UTPOGTA KOl THG® HEPOS TNG POTOYPAPIOG.
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Ewova 36. PhotoFrame Tehkd amotéhecpo

®axerog (Folder)

Me tov 1010 axpipog tpdémo dnovpyiag tov PhotoFrame, dnpovpynoape to asset Tov
ooakérov (Folder) (BA. Ewcova 37.), 10 onoio cuvdéetan eniong pe éva Ul (BPI Sailors)
mov mepEyel tn ovvaptnon Sail, kot to widget Open folder, ®ote o maiktng va
nepmyn0el ot TEPLEYOUEVA TOV PUKEAOV. AVTA TEPIEXOLV TANPOPOPIES Y10 KATOLO OTtO
T O0pata Tov Ezekiel.

Ewdva 37. Folder Tehkd anotédeopa

I'pappa (Letter)

Opoiwg, dnuovpynooue kat to ypdupa (Letter) (BA. Eucova 38.) 1o omoio ypnoipedet
Yo v avayvopon tov potifov Right/Left mov mpéner o maiktng vo ewcdyet yuo to
dvorypo g moptag DoubleDoor. Eival cuvdedepévo, e&icov, pe éva Ul (BPI Letter)
mov meptEyel m ovvaptnon Letter Function, kot to widget Letter, pe to omoio
enpaviCeton 1 dvo TOL YPAUIOTOS TNV 000VT).
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Ewova 38. Letter Tehkd amotélespo

Kpavio (Skull)

Televtaio Actor, givar to kpavio (BA. Ewkova 40.) mov Bpicketor dimia and t Double
Door. Mg oavtd 10 asset aAnAemidpd o maiktng Kot onpovpyeitor to widget
ButtonSequence mov mpootifeton oty €1KOVO TOV, Kot £ivol oLTO OV EMTPENEL GTOV
YPNOTN VO EPOPUOGEL T1 GOOTN AKOAOLOiN Yia Vo ovoi&el 1) TopTaL.

Onwg gaivetol 610 TOPAKAT® OAYPAUUO TOV KPOoviov, OTav O TOIKING TOTHOEL TO
mmktpo “E” (BA. Ewcdva 39.), yivetan Eleyyog yio o av 1 wopta el ovoiEel 10m 1 O,
Kol ov Ogv Eyel avoilel, 10te dnovpyeiton to avtiotoyo Widget kot o moryviol Tifeton
oe Aettovpyia Ul only pe opatd képcopa.

CreateN it eIt

Ewova 39. Skull Event Graph (Interaction)

2y TopoKaTo £Kova, @oivetor To asset tov kpaviov (PA. Ewodva 40.) xatd ™
dwbpketa tov Gameplay.
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Ewdva 40. Skull Tehko amotérecpo

Widget Blueprints

Yta meplocoTepa moryviown, BEAeL Kavelc va polpactel KAmoleg mAnpopopieg e TOVG
naikteg péom pag oemapng ypnot (User Interface) tov mayvidiov. Avtd pmopel va
nepthoppdvel Tpaypoto OT®MG KOPlo HEVOD, HEVOL TOOONG €VTOG TOL Ty VIOoV,
ototyeia Tov HUD 6mmg n vyeia | n eumepio, otoryeio amoypaeng N Keipevo fondetog
Yo vo. KaBodnyNoel TOVG TAIKTEG TL TPEMEL VA, KAVOLV G pia Sed0UEVT] KATAGTAGT. ZTO
Unreal Engine pmopei v dnuovpyndet éva Widget Blueprint to omoio xon yepiletan
mv epedvion tov otoyeiov Ul oto mouyvior. To Widget Blueprint ypnoiponotel to
Blueprint Visual Scripting ywo va oyedtdoet ) dwdtaén (design layout) kaBodg ko ™
Aertovpykdtnto cevapiov (script functionality) uéow tov graph yia to otoryeio User
Interface (UI), 6mwg to Tt cvpPaiver 6tav yiveton KAk og éva kovpumi 1} av aAAdlet pio
.

210 ovyKeKpEVO TTayviol Exovv dnpovpynei Uls og didpopeg AcELS TOL ToyVIOoV.
Kédmoteg amd avtéc ewvar to pevov évapéng, HEVOD Taong, LeVoD EMTAOYMV, SIIAOYOL LLE
NPC, 6nwg emiong kot kdmoror ypigpot. Ilapakdtem avaivovtor frpo-frua to otddo
vAomoinong ya kabe widget Eexympirotd.

Mevov 'Evapéng (MainMenu)

H dudtaén designer tov MainMenu (BA. Ewédva 41.) meprihapupdver péco 6to canvas
panel éva kovti Yo oproBétnon g ddtaéng (vertical box) pésa 6to omoio vdpyoLV TO
logo (nopen image), wovuni (Button Play) pe text “Start Game”, wovumi
(Button_Options) pe text “Options”, kovuni (Button Quit) pe text “Quit Game”. H
epappoyn tov MainMenu yivetor oto tpito level mov oyedidoape povo yio avtd to
okomd. 'Etot, dopopedvovtag tov yopo katdAinia, kotogépape to background tov
widget va OQopiler dadpopo amd TIC KOTOKOUPES, HE AVAUUEVOVS TLPGOVG Ko
npocBécape Nyovg mov Bupilovv umovVTPOL L.
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@ Palette X i Library

Q

AUDIO
COMMON
EDITOR

INPUT

MIZATION
PANEL
PRIMITIVE

SPECIAL EFFECTS

 Start Game |

LLLLLLLLLE

CRCRCECRCECRCCICKC]

Ewodva 41. Main Menu Widget Designer

> oeAida tov Graph, to Blueprint tov cvykekpiuévov widget omoteleiton omd
téooepa  dwypdupata  ponc. Ilopaxdtw avaldovior ot  AEITOVPYIKOTNTEG TOV
vAomomOnKav.

e Button_Play: Otov mom0ei 1o xovuni Start Game (On_Clicked(Button Play))
(BA. Eucova 42.), eapaviletar To widget and tnv 006vn tov maiktn (Remove from
Parent), dnuovpyesiton (create widget) to Intro Seq Widget kou gppavifetor otnv
006vn (Add to Viewport). ITailer (Start) o yog mov Ppickeror otov First Person
(Media Intro Sound) tov video mov vrapyel oto widget kot To woyviol TifeTon g
Aertovpyia UI Only pe kpo@od tov képoopal.

{

MdoVewort =

Ewodva 42. Main Menu Widget Event Graph (Button Play)

e Button_Quit: Otav mambei to xovuni Quit Game (PA. Ewdva 43.) to maryvidt
teppatifet (Quit Game).

=~
i

Quirsn

I Quit Game

Ewodva 43. Main Menu Widget Event Graph (Button_Quit)

e Button_Options: Otav matmOei 1o xovuni Options (PA. Ewcova 44.) to widget
eCapaviCetar and v 006vn (Remove from Parent), onuovpysitan to widget mov
&xer pTuoytel Yo Tig emAoyég (create Option Menu Widget) ko mpoBdAieTot otnyv
006vn (Add to Viewport).
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Ewova 44. Main Menu Widget Event Graph (Button Options)

e Mouse Movement and Load Settings: Otav onpovpyeitar to widget (Event
Construct) (PA. Ewdva 45.) Béhovpue va umopel o ypnotng va PAETEL TOV KEPGOPQ
(Show mouse Cursor ka1 Mode Ul Only) ®ote va emAélel kdmoo amd to
KOVUTA-ETAOYEG TTOL TOL SIVOVTOL KOl EMEITO OE TEPIMTOGT TOV £XEL AALAEEL TIC
pvOuicelg and 10 pevov emioymv (PA. Mevod Emiloydv (OptionsMenu)) va
eoptdvovtor avtéc oto mayvior (Get and Load Settings), oapopetikd
eoptdvovtot ot default emioyés.

MouseMovement@andIoad Settings)

Ewova 45. Main Menu Widget Event Graph (Mouse Movement /Load Settings)

Télog, mapovcialetal to amotéleoua mov @aivetar otov maiktn (PA. Ewkova 46.) kotd
™ S1dpKela Tov oy Voo otav Ppicketal oto level tov MainMenu.

Ewova 46. Main Menu TeAwd amotéiespia

Mevov Emioydv (OptionsMenu)

H 61dtaén Design tov OptionsMenu (BA. Eucova 47.) mepthopfdverl péco oto canvas
panel éva xovti yw opobétmon g Oodrtalng (vertical box) pe 600 SapopeTIKNg
oprofétnong kovtid (horizontal box). To ka6e oploviio KovTl TEPLEXEL e TN CEPA
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text-button pe text-text-button pe text. 'Etot onpovpynoape v emioyn Window Mode
kot Graphics. Ta kovumid powdlovv pe Berdkio kot ovopdotnkov WindowMode- kot
WindowMode+, avtictorya kot ywoo v emioyn Graphics. Ta Aektikd ovapeco oto
koopmo. o apnoape Text Block kabag ompovpynoope 2 ovvaptioelg (BAéme
Functions mopaxdtw) mov Oa tpafodv to text tng emaoyng. Télog, mpootédnkav 2
kovumid, Apply ko Back.

M Palette W Library X

Q Fes Size v Fill Screen v~
A =
AUDIO

COMMON

EDITOR

INPUT

L

M

OPTIMIZATION

PANEL

PRIMITIVE

= WindowMode+ o' @

Ewova 47. Option Menu Designer

o vo mpoywphioovpe otnv vAomoinon twv dypoupudtov pong tov Graph,
onuovpyovpe dvo petafintég (BA. Eucova 48.), tnv Window Mode (£towun apOunuévn
Mota tov unreal, EWindow Mode Type, pe emioyéc Fullscreen, Windowed Fullscreen
ka1t Windowed) ko tnv Graphics Index (integer pe default value 0).

L] My Blueprint X # Details
+add Q
GRAPHS
& EventGraph
FUNCTIONS
I GetText
J GetText_0
MACROS

‘VARIABLES

Grapl

Graphic

Wind ode EWindow
graphic ( = |nteger
EVENT DISPATCHERS

LOCAL VARIABLES

Ewdva 48. Option Menu (Variables/Functions)

"‘Enerta onpiovpyodpe 000 GLUVOPTNGELS Y10 VO KAAOVLE TNV OVOLOGT0 TOVG 6TV 006vn
TOV YPNOTN, TIS omoieg Tic avabétovpe oto avtiotoyo text box (BA. Eucova 49.) oty
emAoy" tov details, content-> text.
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Content

Ewova 49. Function Binding GetText

[MopakdTom avaAidovTal ot AEITOVPYIKOTNTES TOV VAOTOMONKAY.

e WindowMode-/+: Otav matbei to kovuni WindowMode- (<) (BA. Ewova 50.),
naipvoope ™ Moto EWindow Mode Type kot agov petatpomel og integer
agapovpe 1 kdbe popd mov matiétar o kovuni. Exoope Baier mepropiopod amd 0-2
KaOdc ot ovykekpuévn Aota M apiBunon eivor Fullscreen(0), Windowed
Fullscreen(1) kot Windowed(2). Téhog omobnkedovpe 10 omotéAecpo oty
petafanty.

Opoimg ko 6tov moatnBel to WindowMode+(>), duwg e avtiv TV mepinTmon
avTi va apaipovue, tpocOétovpe 1.

WindowiVpteBution)

WindowMode-) - —
SE

Window Mode

Ewoéva 50. Option Menu Event Graph (Window Mode+/-)

e Graphics-/+: Opowr pe to Window Mode Button, pe m owpopd mwg mon
doviebovpe pe integer, omdte Oev ypewdleron petatponn (PA. Ewova 51.). O
nepopopog etvar 0-3 Pdaon oplobétnong twv Ypapik®dv 6t cuvdptnon get _text 0
mov Ba dovpe mapakdto (Functions).

GraphicsButton|

Ewova 51. Option Menu Event Graph (Graphics+/-)
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e apply: Otav motBet to kovuni Apply (BA. Ewdva 52.) maipvovpe Tig puOuicetg
TOV TaY Vo0 kot Tig aAAGlovpE HE OVTEG TOV £YOVV amodNKeVTEL OTIC LETOPANTES
Window Mode «ot Graphics Index, omAadn oavtég mov €xel emAéler o
ypnots-raiktng. Télog, T1g Kavovue apply 6to moyviot.

Ewova 52. Option Menu Event Graph (Apply Button)

e Apply Settings on game: Otav dnuovpysitoan To widget (BA. Ewcova 53.) 0éhovpe
va tpafnytovv ot default pvBuicelg Tov mayyvidwl 6e mepinTwon moOvV 0 XPNGTNG
dev Bérel va Tic aArael. TpaPdpe avtég Tig pubuicelg kot TG “ceTdpovpe” LE TIg
petafintég pog, Window Mode kot Graphics Index.

Ewova 53. Option Menu Event Graph (Apply settings)
e Back: Otav mat0ei o xovuni Back (PA. Eucova 54.) to widget e€apaviletor and

v 006vn (Remove from Parent), dnuovpysiton to widget mov €xetl gtioytet Yo to
pevov (create Main Menu Widget) kot mpodaiietar otnv 006vn (Add to Viewport).

w42 ek Button

Ewova 54. Option Menu Event Graph (Back Button)

Y10 ovykekpyévo Graph viomombnkay Kot 600 GLVOPTNGELS OTWS TPOUVAPEPALE OL
omoieg avolvovtotl g eENG:
o Get_text: Avtn n ovvaptmon (PA. Ewova 55.) tpafd v emroyn mov eivar
aroOnkevpévn o petafinty Window Mode, v petotpénetl oe string ko émetta
TUOVEL GE text.
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show Windowmode

U Get Text

B Return Node

> =tl LLLULEETPEPE
»

B Return Value

E Enum to String JF To Text (String)
—

Enumerator Return Value In String Retu
Window Mode = L 1. Sng :

Ewova 55. Option Menu Event Graph (Function Get Text)

o Get_text_0: Avti n ovvdpmnon (PA. Ewodva 56.) tpafé v emhoyn mov eivan
amoOnkevpévn ot petaPinty Graphics Index kor avdAioyo tnv €mAoyn TOL
ypnot turmvet Yo Low(0), Medium(1), High(2) kot Epic(3).

IAPHICSINENIESTHIOWT)

I Return Node
»

Return Valu

[ Retun Node
B Get Text 0

» \ £* Switch on Int
»

I = 1 [ Return Node

Graphics Index @
Return Value [ Hig
Default >

B Return Node
Add pin ®

Ewoéva 56. Option Menu Event Graph (Function Get Text 0)

[Mopaxdte (PA. Ewdva 57.) moapabétovpe 10 teMKO OmOTEAEGUA GTOV YPNOTN OTAV
0étel og Aettovpyia To OptionsMenu.

Ewova 57. Option Menu Telkd anotérecpo
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Mevov [Havong (PauseMenu)

H 61Gtaén ot oehida Designer tov PauseMenu (PA. Ewcova 58.) mepihappdver péca
oto canvas panel éva kovti Yo oproBétnon g ddraéng (vertical box) péca oto omoio
VIAPYOLY OVO KOLUTLA Kol €vo. KIvOOpEVO oL amekovilel edptwon (Throbber), To
xovuni (Button Resume) pe text “Resume Game” wot kovuni (Button Quit) pe text
“Quit Game”. Emiong £éyer éva Background Blur ywn va dwagpopomoleiton amd to
TePPAALOV TOL TOYVIO10V.

B Palette X i Library eq

3 None a @R @4 Screen Size v Fill Screen V|

AUDIO
COMMON
EDITOR

INPUT

= Bind Widgets

Resume Game

® Throbber_0

Ewdva 58. Pause Menu Designer

>t oeMoa tov Graph, to Blueprint tov cuykekpipuévov widget amoteAeiton amd tpia
Swypdupata porg. Ot viomomoelg Tov Blueprint mapatiBevtotl mtapokdto.

e Mouse Movement: Otav dnuiovpyeitor to widget (BA. Ewcdva 59.) Balovpe tov
KEPOOPO, TOV TOVTIKIOV Vo Qoivetol otov maiktn (set show mouse cursor) Kot
pvOuiloope v Aertovpyion oe Ul Only (Set Input Mode UI Only) ®wote va punv
VILAPYEL AAANAETIOPOOT LE TO KLPI®G Ty Viot.

Mouse Vievement:

& Event Construct ' ; I Set Input Mode Ul Only
| SR )
Player Controller

Target In Widg

“F Get Player Controller

Player Index | 0 Return Value

Flush Input

Ewova 59. Pause Menu Event Graph (Mouse Movement)

e Button Resume: Ortov moatmbel 10 kovuni Resume Game (PA. Eucova 60.)
pvOuiloope to Toyvidt va pnv Ppioketon mAéov oe  mavon(Set Game
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Paused(false)), apoapovpe to widget and v 086vn tov yprotn (Remove From
Parent) kot emotpépovpe v Asrtovpyio e Mode Game Only.

¥ Remove from Parent
© On Clicked (Button_Resume) J Set Game Paused a —_— J Set Input Mode Game Only

»P -

Return Value Target [ self |

f Get Player Controller

Player ndex [0] ~ Return Value

Ewova 60. Pause Menu Event Graph (Button_Resume)

e Button Quit: Otav moatmBel 10 wovpnmi Quit (PA. Ewcdva 61.) koiodue 1
oLVAPTNOT TEPUATIGLOV TOL TTatyvidlov (Quit Game).

F Quit Game
zific Player
Quit Preference

Quit

lgnore Platform R

Ewova 61. Pause Menu Event Graph (Button_Quit)

Mo va. aAAnAemdpdoet o maiktng pe avtd to widget, ypetdotnke va dnuovpyndet Eva
Swaypappo pong oto Blueprint tov FirstPerson. I'a va Aettovpynoet avtd, tpochécapie
éva axoun mapping oto First Person kot to cvvdéoape pe to minktpo “Tab” (BA.
Ewova 62.). Mg 10 matua tov tAnktpov “Tab” gvepyomoteitol To pausemenu.

Mappings

Mapping: (3) ﬁ

ch ch ch ch cp

Ewova 62. Maping First Person “Tab”

>to Event Graph 1tov FirstPerson, opioope o petafinty boolean
(IsPauseMenuOpen). Me 10 matmuo tov Kovumiov “tab”, (BA. Ewova 63.), yivetot
ELeyx0g oG TG METAPANTNG Yo TO av givon AN evepyd To pausemenu. Av dgv glval
evepyo, tOte onuovpyeitar to widget tov PauseMenu, epgavifetoar otnv 006vn tov
maiktn, to moryviol tibeton oe Aertovpyioa Ul Only, eppaviCetal o k€pcopag kol To
mayviol yiveton Paused. Av elvan evepyd, tOte aparpeital amd v 006vn tov maiktm, M
Aertovpyio Tov moyvidoL tiBeton Game Only ko eEapavileTol o kEpcopac.
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Ewova 63. Pause Menu in First Person Event Graph

21 ovvéyela, topatiBetot To anotédeopo tov widget (BA. Ewcova 64.).

"
‘

Ewova 64. Pause Menu Telicd motédecpa

I'pigoc ®otoypagio (Photo)

1 ogAida tov Designer, 1 didtaén tov Photo (BA. Ewova 65.), mepihappdver péca
oto canvas panel (O06vn mov PAémer o ypnotg) o €woOva pog kopviloc pe
eotoypagio kot éva kovuni (Flip) pe text “Flip”.

T| [FlipTxt] "Flip~

Ewdva 65. Photo Designer



To Blueprint tov cvykekpipuévov widget amoteAeitar amd VO dtaypAUHTO POTG TO
omoia ta Ppiokel kaveig otn oeAdida tov Graph.

e Flip: Otav mombei to kovuni Flip (BA. Ewova 66.) to widget pgvyel amd v

006vn Tov Taiktn, KaAeiton To widget photoback kot epgavietor otnv 006vn ToVL

xpHo.

EXCITENGE Wit JETE 0 el oH:

Ewéva 66. Photo Event Graph (Button Flip)

e Mouse on: Otav dnpovpyeiton to widget (BA. Ewcdva 67.) Béhovpe va pmopei o
ypnotg va PAErel tov képoopa (Show mouse Cursor kot Mode Ul Only) dote va
umopet va emAéEet to kovumi Flip.

MOUSEDN)

Ewova 67. Photo Event Graph (Mouse movement)

[No va aAAnAemidpdoet o maiktng pe avtd to widget, ypeldotnie va onpovpynoei éva
duypappo pong oto Blueprint tov FirstPerson (BA. Ewkova 68.). Apyucd opilovpe pio
petafintn boolean (SeenPhoto). Otav matbei To mAnktpo “E” ko o maiktng Ppioketon
uésa oto Box Collision tov PhotoFrame (Get Overlapping Actors), 10te kaAgite Héow
tov Ul BPI photo (Does Implement Interface) n covdoeon actor-widget. ‘Eneita, av
obvvdeon givar cmwaotr TOTe KaAeiton ) cuvdptnom Read Photo. Av dev €xet dnpiovpynOet
10 widget Photo (Validation Get), To dnpiovpyovpue, 10 mTpocshétovpue oty 006vn T0V
naiktn pe Aettovpyia mworyvidrov Ul Only kot gpeaviCovpe tov képoopa. H petafint
SeenPhoto yivetat true. Xe mepintmorn mov €xel dnuovpyndel 1o moryvidr cuveyilet
Kovovikd, Aertovpyio Game Only.

PhotolteractirontBack:

Ewova 68. Photo in First Person Event Graph
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I'pigoc ®ortoypagia micw pépog (Photo Back)

H &1dtaén oto Designer tov Photo (PA. Ewcdva 69.) mepirapupdavel péoo oto canvas
panel (o ewcdva piag kopviloag pe potoypaoeia, kot éva koot (Flip) pe text “Flip”.

Ewova 69. Photo Back Designer

To Blueprint avtod Tov widget amoteleiton amd 600 doyplppoto pong To omoio
Bpiokovtol oto Graph.
e Remember: Otov mot0ei 1o kovpuni Remember (PA. Ewcova 70.) To widget pgvyet
amd TV 006vn Tov TaikTN Ko apov to moryviol 1ebel e Mode Game Only, kot o
képoopag aporpeitar and v 006vn (Set Show Mouse Cursor).

EXILWIdGET]

# Remove from Parent
<© On Clicked (Remember) 7 Set Input Mode Game Only
SET
(= Ed

P ler Show Mouse Cursor

F Target

Ewova 70. Photo Back Event Graph (Button Remember)

e Mouse movement: Otav onpovpysitar to widget (BA. Ewcdva 71.) 8élovpe va
umopet o ypnotg va PAEneL tov k€poopa (Show mouse Cursor kot Mode UI Only)

wote va pmopet va emAéet to kovumi Flip. (BA [pipoc Dwtoypapia (Photo).)

Mouse Movement

< Event Construct y " F Set Input Mode Ul Only

F Get Player Controller

Player Index [0 ] Return Value

Flush Input

Ewova 71. Photo Back Event Graph (Mouse Movement)
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Ye auto 10 onueio, TapovstdleTol TO TEMKO OTOTEAEGLO OV POIVETOL GTOV KT,
tov widgets photo kot photo back (BA. Ewdva 72.), kaBdg to éva widget eivan
OAANAEVOETO KOUUATL TOL GAAOV.

Ewdva 72. Photo kot Photo Back TeAkd amotéiespa

I'pigpoc Navteg (Sailors)

[Tpoxertan yuo éva cuvoro amd widgets, to omoio cuvoéovtal opoimg pe éva kovuni. To
oVVoA0 owTo amotedeital amd to widget Open_Folder, mov eivar kot avtd mov kadeiton
TPAOTO ATO TO YPNOTN, OTN GLVEYXELN ad To. widgets pe TNV avTioToyn oelpd ELPAVIONS
oto ypnotn, BobJameshon, JackPortman, LeonardAsher, MarkusDoyle,
PatrickAllen, StefanDjokovic, JohnTrueman «ot televtaio to AllSailors.

Apyka,  dwdtaén tov widget Open_Folder, (BA. Ewdva 73.), PBploketon otn cerida
Design kot mepiiapfavel péco oto canvas panel pia €ikdvo evog KAEIGTOD QOKEAOV
(Folder) kot éva xovuni (Open) pe text “Open”.

[T][OpenTxt] "Open®

Ewéva 73. Open Folder Designer

[Ipoywpavtag ot ceAida Graph, n omoio amoteleiton amd VO SLOYPAUUOTE PONG,
yivetal katd T Oonpiovpyia tov widget gppdvion tov Képoopa oty 006vn Omwg
axppog kot oto widget photo (BA. dwypappo porig [pivoc Dwtoypoeic) kot ot
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ouvéyela Otav o ypnotg motoet o kovuni Open (BA. Ewdva 74.) , 10 cuykeKplévo
widget diver T B€om tov otnv 006vn oto widget BobJameson.

exchiange widgetsion click

¥ Remove from Parent

Dwening Player

Ewdva 74. Open Folder Event Graph (Exchange widgets)

21 ovvéyeln, akolovBovv entd widgets mov Eyovv dpota vAoroinom. Ta widgets avtd
eivar BobJameshon, JackPortman, LeonardAsher, MarkusDoyle, PatrickAllen,
StefanDjokovic kot JohnTrueman. Ze avti v evotnra Oa avaivdel Eva amd avtd Aoy
opoldtNTog vAomoinong, To JohnTrueman, kabmg kot givol TPOGOTO EVIOPEPOVTOC Yo
™V 1oTopio pog.

H 61dtaén tov widget JohnTrueman, mwov Ppicketor otn ceAiida Design (BA. Ewcova
75.), mepthapPavel péca oto canvas panel po €ikovo evog €yypleov KaToypapng
Bacavietnpiov tov Ezekiel mov dwfader o maiktng (Folder), pia kdkkivn ayvn ekdva
(Status) yia highlight n omoila amotehet ko petafinty, kot éva koopuni (Next) pe image
(Image 114) éva Béroc.

Name: (Jokn Lrueman
Found. "Argo" Fishing ship
“Lolerance Level: High

PANEL

PRIMITIVE

Neotes:

Fas a high pain threshold Utilize
exéreme measures sparingly and
focns on methods that induce fear and

psychological trauma.

Status:Killed while trying o escape

Ewova 75. John Trueman Designer

To Graph tov cvykekpyévov widget , OT®MG KoL TV OpoOi®V TOV, amoteAeital and Tpio
LY PALLLOTO POTIG.

e Highlight Status: Xmv kivnon tov movtikiov (Event On Mouse Enter) kot pe
kaBvotépnon 2 devteporémtav, N ekdva status mov £xetl yivel petafintn yiveral
opatn| (Set Visibility(Visible)) (BA. Eucéva 76.) ywo va Tovicel 6To ¥p1otn TO status
TOV VOUTOV.
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Hed Status:

Ewova 76. John Trueman Event Graph (Status Coloring)

e Mouse movement and Audio Play: Kata t dnpovpyia tov widget (BA. Eucova
77.) eppaviCetar o képoopag, Palovpe Aettovpyion Ul Only xot mailer €va nyntikd
ue ™ ewvn tov Ezekiel.

Mouseon:

Ewcova 77. John Trueman Event Graph (Mouse Movement/Audio)

e Next: Mg to mdtnpa tov kovumov Next, opoiwg pe to widget Folder, divel m 6éon
tov oto widget AllSailors.
Téhog, 10 Tehevtaio widget ivon To AllSailors, To omoio £yxel dpota drdtacn ot cerida
Design pe 1o Folder, aAld avti yio kovpmi kot text “Open” €yet Close (BA. Eucova 78.).

ot o igh i thrasho} {diitine
niremms measmres yparingly and
fins on mctheds ikt adne oo mnd

Ewova 78. All Sailors Designer
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Oocwv agpopd o Graph avtov Tov widget, Tepiéyet 00O dAYPALLATO POTIG.

Close: Otav matbetl to kovuni Close(On_Clicked(Close)) to widget pgvyel amd
mv 006vn 1ov maikn kot ool to moryviolr tebei oe Mode Game Only, kKo o
képoopag apoipeitor and v 006vn (BA. dwbypappa pong [pivoc Pwtoypanio
nicw pépog (Photo Back)).

Mouse Movement and Audio: Otav dnpovpyeiton To widget (BA. Eucova 79.)
0élovpe va pmopel o yprotng va PAémel tov képcsopa (Show mouse Cursor kot
Mode UI Only) mote va pmopei va emiééel to kovpmi Close. Akovyetot €va
nnTkd amd v Rebecca va Pydler kdmowo copmepdopato yio TV 16Topic. TOL
o VIO100 ko pe pa kabootépnon 2 devteporéntav epeaviCeton to kovumri Close,
To omoio givan apywd Hidden, 6mwg paivetal onv mopokdtom KOva.

Mouseon)

Ewcova 79. All Sailors Event Graph (Mouse Movement/Audio)

I'o va evepyomomoet o maiktng to widget Open Folder, ypsidotke va dnpovpyndet
éva odypappa pong oto Blueprint tov FirstPerson 6poto pe gkeivo tov Photo Widget.

H obvvdeon yivetar péow tov Ul BPI Sailors mov mepiéyet tn ocvvaptnon Sail.

I'pigog I'péppa (Letter)

H dudtaén tov Letter Bpioketon ot oeiida Design (PA. Eucova 80.) ko meptioppdvel
péca oto canvas panel po ewoéva tov Ypappatog mov SwPalel o maikTng Kot Eva

kovumni (Drop) mov givat adpato apywd oto ypnotn pe text “Drop”.

® Palette X i Library

Q

1001

%3 None

| e
= prmrTrEng S

INPUT

usts tortwd.mdmufqmﬁmob«d-- i don'{ knsty oy

MIsC

OPTIMIZATION

PRIMITIVE

PANEL bn%'oan Mt&l}% hqhtpmﬂ,ufd“?\e\mlﬂt

SPECIAL EFFECTS

USER CREATED

W
SYNTH : knﬁu. utm&taqmpctfuhll; bu{wﬁwmw% ,

= Hierarc.. X = Bind Wi

Q

ILetter] , caugh me again. ‘f:j’“’R]“&t“‘% {here 50 e

Ellca

*[B Blur]

[F]PhotoFront
& Drop
T] [DropTxt] "Drop”

Ewova 80. Letter Designer
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To Blueprint tov cvykekpyuévov widget, g oelidag Graph, amoteAeital amd 600
SLYPAULOTO PONG LLE TNV DAOTOINGT OVTAOV VO OVOAVETOL TOPOKATO.
e Drop: Otav matOel 1o kovpuni Drop (PA. Eucova 81.) to widget pegdyel and v
006vn tov maikT.

Exchangewidaetsion olicks

Show Mouse Cursor

Target

Ewova 81. Letter Event Graph (Button Drop)

e Audio and drop btn delay: Otav onuovpyeiton to widget (PA. Ewcova 82.)
0élovpe va pmopel o yprotng va PAénel tov képcsopa (Show mouse Cursor kot
Mode UI Only) axovyetar éva mymtikd (LetterAudio), amd tov 1010 tov John
Trueman, kou pe kabvotépnon (Delay) 5 devteporéntav eppavietor otnv 006vn
to xovuni Drop (Set Visibility).

Mouse|on)

Ewova 82. Letter Event Graph (Audio/Drop Button Delay)

o va evepyomomjoel o maiktng to widget Letter, ypeidomke va dnpovpyndel éva
dwypappo pong oto Blueprint tov FirstPerson dpoo pe exeivo tov Photo Widget ko
tov Open Folder. H ovvdeon yivetaw péom tov Ul BPI Letter mov mepiéyer
ovvdptnon Letter Function. AkxoAovBel 10 amotélecua mov PAEmEL 0 ¥PNOTNG OTNV
006vn tov (PA. Ewcdva 83.) kata ) d1épKela TOL oty violoV.

cwm%feﬂfkmwb- oy mk&ﬁ were been
t,.,wm;mumw&mw. idonf oy by
long i going fo Jive. ﬁwhpvquefd&mzmt
Jongr- o e i bl). mmm%
rach e i gl e o lady e paing (e door and
coughf neegain.  you R i e e fope.
:,mq(:&m&.

Ewcova 83. Letter Telkd amotédeopio
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opto pe kwowké (Numpad widget)

>t0 design tov ovykekpiuévov widget (PA. Ewova 84.), péoca oto canvas panel,
nepthappdvovior evvéa kovumid pe v opibunon 0 €og 9 ko TP akOUn Yo TIG
emoyég Enter, Clear ko Exit, og emthoyég tov ypriotn. EmmAéov, vndpyet kot éva Text
(Enter Code), 610 611 cuvéyela epeaviletal 0 KmOKOg Tov TANKTPOAOYEL 0 XPNOTNG.

- - A None
i= Hierarc.. x = Bind Wi +3 None

Q
[Numpad]

Ewcova 84. Numpad Designer

>to event graph tov widget, apyikd opicope 600 petapfintég tomov string, Tic Input y
TOV K®OIKO 7ov mAnktpoAoyel o maiktng kot CorrectPassword pe default value tov
omOTO KMAKO TTov avoiyel v mwopta (1956).

e Buttons 0-9: ['ia 6la To KovUTd apOU®V, SNUIOVPYNGALE TO OVTIGTOLXO YPAPN L

ne 1o mapokdte (PA. Eucdva 85.). Av o maiktng matnoet 1o Kovuni pe tov aptfud 1
(On Clicked(Buttonl)), t6te oto string Input mpootiBeton 610 T€h0g 0 apOudS 1
(Append) kot epeaviCetar otn Béon tov Text (SetText).

BTN SIES)

- - Tt Dlack 12

SET

- - 1 SefText [Text)
nput
[ ] [

Tanget

Ewova 85. Numpad Event Graph (Buttons 0-9)
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e Button_Clear: Av o maiktg motmost 1o kovuni Clear (BA. Eucova 86.), 1618 0
oelpd aplumv Tov €yl HEYPL OTIYUNG TANKTPOAOYNGEL adElGlel Kol Umopel va
Eexwvnoel amd Vv apyn.

Clearbiil

Ewéva 86. Numpad Event Graph (Button Clear)

e Button Enter: Av natoet 1o xovuni Enter (BA. Ewdva 87.), tote yiveton Eleyyog
av o Input kwdwog ko o CorrectPassword kwouog tavtilovral. Av dyl, TOTE GTO
xpnot eppoviCeton to unvopa “Incorrect Password”. Av vat, 10te evepyomoleiton
10 ovpPav OpenTheDoor g moptag pe TOV K®OWKO DOOTE Vo 0voilel, Kot apov
eupaviotel to uvopa “Correct Password” 1o widget Numpad agoaipgiton and tnv
006vn Tov maiKTy.

Ewoéva 87. Numpad Event Graph (Button Enter)

e Exit Button: Téhoc, av o maiktng matoet To TAnktpo Exit (BA. Ewova 88.), tote
to Numpad oeoapeitor  ond v 0o86vn kot 10 maryvior tifeton kou maA o€
Aertovpyio Game only pe amevepyomopévo Tov KEPGOPO.

EXNIEIN

" Remove from Parent

Flush Input

Ewova 88. Numpad Event Graph (Button Exit)

¥t mapokdto swovo (PA. Ewodva 89.), mapovstdlovpe T0 TEMKO amoTELECLA TOV
widget ot 006vn Tov MoK, OTOV CAANAETIOPACEL [LE TNV TOPTO, KOTA TN SLAPKELL TOV
Gameplay.
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nter Code

Ewcova 89. Numpad TeAikd anotérecpo

At tépta Great Hall/ Kpavio (ButtonSequenceDoorWidget)

Apywcd, n drdtaén tov ButtonSequenceDoorWidget, mov Bpicketor otn ceAida Design
(BA. Excéva 90.), meprhapfavel péca oto canvas panel pia siova vog kpaviov pe 600
kovumid ywoo patie, to Button Left kot Button Right avtictoyo. Xto pétomo tov
Kpaviov vmapyer €va text (Sequence), MOV TLAMOVEL SUVAUIKA TNV UETAPANTA
PlayerInput, mov avoivovpe oty evotnta TOL graph ToL cLYKEKPEVOL widget.
Yndpyoov tploa oxéua wovumd to omoio eivar Button Ok, Button Exit ot
Button_Reset ek twv omoio povo 1o dedtepo givar apykd Visible.

%3 None @ R HEH4N Screen Size v Fill Screen v

i
[ [Vertical Box]
&8 Button_exit

oL ®
o ®
& ®
- @
o ®
s
& ®
o ®
& ®
o ®
& ®
o ®
& ®
o ®
& ®
o ®
o ®

Ewova 90. Button Sequence Door Designer

To Blueprint Tov cvykekpipuévov widget, g oeiidag Graph, amoteieitor and apketd
SLYPAULOTO PONG LE TNV DAOTOINGT) 0VTAOV VO ovOADETOL Lo P TopoKATo.
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Apyika dnpovpynoape tig string petafintég CorrectSequence, CurrentSequence Kot
PlayerInput. H CorrectSequence £xet w¢ default value Tov 6otd cuvovacud KOLUTIDV
v va avoi&el n topta DoubleDoor (RRLLRLLLRR).

"Button_Left/Right: Otav mat0ei eite to 0e&i xovuni eite 10 apiotepd (On
Button Clicked) axolovBolue tnv 01 vAomoinon (PA. Ewova 91.). Méypt o
ToikInGg va  @tacet to 1010 TWANOOC YopoKINP®V  GTO  OAPAPIOUNTIKA
CorrectSequence kot CurrentSequence GUUTANPAOVOVTOL  YOPAKTPES OTO
CurrentSequence. 'io to Button Left to “L” kot avtictoya yio to Button Right to
“R”.

write B

Ewova 91. Button Sequence Door Event Graph (Button Left/Right)

Print Sequence & Visibility: Ot matdel o maiktng, apiotepd 1N d6e&i kovumi, 10
evoopotovoope oty Playerlnput (BA. Ewcova 92.), n omolo tummver T0
arotélecpo ot Béom tov Sequence oto Design. Otav o maiktng dmcel Tovg
TPOATOLTOVUEVOVS YapakTpes oto CurrentSequence HECH TOV KOLUTLOV, TOTE
eupaviCovrat ta kovumd Button Ok kot Button Reset.

Ewova 92. Button Sequence Door (Print Sequence, Buttons Reset/Ok Visibility)

Button_Reset: Otav o maiktng natioet 1o Reset (PA. Ewdva 93.), tdte opilovpe
ta strings CurrentSequence kot Playerlnput kevd kot eéopavifovpe ta kovumd
Button Ok ko1 Button Reset. Tnv {010 axpipcd¢ vAomoinon akoiovBovue av o
moikTng 0oel AaBog Kodkd Omme Oa 00VE TOPUKAT®.
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Eucova 93. Button Sequence Door (Button Reset)

e Button_Ok: Otav matn0el to xovuni ok (PA. Ewédva 94.), yivetar évag leyyog
opfoTNTOg ™S aAAnAovyiog oL £dmoe O TAIKTNG. AV €yel dMGEL TN OCWOTN
aAAniovyia tote Tummvetol “Correct” kot to widget eEapaviletar amd v 006vn
tov maiktn. Kaiovtag tov First Person, opifoope 1t petofint) tov
YouKnewThePassword mg true. @étovpe ) Agttovpyio tov moyvidolov oe Game
only kot eEapavifovpe oV KEPGOPU, MOTE VAL TPOYWPNGOVUE GTO GVOLYHO TNG
dumng mdpToc.

n
SetbputodeGameOnly 5

P —

Ewdva 94. Button Sequence Door (Button Ok)

Av o moaiktng d0ev ddoel ™MV ooty aAiniovyio (PA. Ewova 95.), tumdveral
“Incorrect” to omoio avafocfnvel otnv 006vn Ko peTd Tvm®VETAL TO PVLpa “Try
Again”. Téhog, Onm¢ tpoavapépbnke eravarapupdveral n ddwkacio tov reset.

Ewova 95. Button Sequence Door (Button Reset cuvéyeia)

e Button_ Exit: Otav o maiktng motioet to Exit (PA. Ewdva 96.), 1o widget
agapeitor amd v 006vn 0L TaiKTN KoL TO oy Vviol praivel oe Aettovpyia Game
Only pe tov képoopa va pnv eaiveral.

Bt Widget:

Ewova 96. Button Sequence Door (Button Exit)
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Yy mopakdto swovo (PA. Eucova 97.) eivor 10 amotédespa avtig g vAomoinong

otV 006vn oL TalKTY.

Ewodva 97. Button Sequence Door Telikd anotérecpa

AmoOkn [aiktn (Inventory)

¥t oelda tov Designer, 1 dudtaén tov Inventory, (BA. Eucdva 98.), mepriapPfavet
péco oto canvas panel mévie ewkdveg kan €& keipeva. Kdabe pia sewdva and tic moveo
AVTIPOCHOTEVEL TL €YEL O MOIKING TAV® TOL Omd aviikeipeva kot Tu €xel Ppet omd
otoyeio. H ewovo Flashlightlimg wor to Aektwkd flashlight, InventoryText woun
PauseText etvar povipa Visible otov maiktn, To vIOLOTA OUW®S TOL APOPOVV GTOTYELN
etval Hidden kou £yovv oprotel o¢ petafAntéc.

4 Wr Hao

:  Flashlight Key @ Thoughts Le'-:tt"er "Tab" to Pause
? nEn 4 \ L

"I" for Inventory

b bR S <] cury g e day e ban
fortured e om.of g eveR come bk 1 o e e

long Lam goung o Jue. ﬁuuhxptngu&ft&l"kﬁmtut
o b
Jeger oo spenpe o o] ol whor e

reach (b i gele b ey lready (fere apeaing [ door and

et § g Rek . e b
TR
IT

Ewova 98. Inventory Designer
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Oocwv agopd to graph tov widget, 6tav o waiktng £yl T0 Ppel YPAULO, LLE TO TATN LA
tov minktpov “L”, (BA. Ewdva 99.), to gppavilel ko e€apavilel amd v 006vn, oe
nepintwon mov yperaletar va avatpéget Kot va ovadtafacst.

SetbReyforiietier:

»
7 Fiip Flop /
» AD "

Big
BEP

IsA

Ewoéva 99. Inventory Event Graph (Visibility of Letter)

Agv yivetar 0poc va e€nynoovpe v Agttovpyio tov Inventory av dev avaivbei To
duypappo pong avtov oto Blueprint tov First Person. Otav o maiktng natnoet to
mktpo “I”, (BA. Ewcdva 100.), pmopel kot evarlddost dvorypo/kieioo tov widget.

Ewodva 100. Inventory in First Person Event Graph

AxohovBovv tpetg deyyot. EAEyyovtan ot boolean petapintég SeenPhoto, HasKey kot
ReadLetter (BA. Eucdva 101.). Omota amd avtég Tic peTtaPfAnTéc givar true spoavilel tnv
EIKOVO, KL TO AEKTIKO OV avTIoTOLYEL 6TOV ekdloToTE Ypipo. [Tio avaivtikd, n
SeenPhoto epeaviler v ekdva ThoughtsIimg ko to Aextikd Thoughts, n HasKey
enpaviCer v ewova Keylmg kot to Aektikd Key kot téhog 1 ReadLetter eppavilet tv
ewova LetterImg ot to Aektikd Letter.

Ewova 101. Inventory in First Person Event Graph cuvéyeia
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Térog, mapatiBetal 1o TeAMkd amotéAespa 6to ypnot, (PA. Euwova 102.), yopic avtodg
va €yel paléyet otoryeio 1 aviikeipeva.

Flashlight "Tab" to Pause
@ F "I" for Inventory

Ewova 102. Inventory Tekd anotélespa

Emioyf Téhovg (EndingChoice)

H duitaén om oelida Designer tov EndingChoice, (BA. Ewdva 103.),meptrappdvet
péosa oto canvas panel €va titho (text) KGt® amd TOV 0moio VILAPYOLVY dVO KOLUTL, TO
xovuni (FelipeChoice) pe ewkdva tov Felipe kot Aektikd pe to Ovopa kot tnv 1ot ta
tov Ko opoiwg kovumi (TobiasChoice). Mo wypn ewova Yoo @OVIO TOV KEWEVOL -
ovumépacua TG Rebecca ko éva kovpuni (0kBTN) mov ypaeetr “Choose” mov apytkd
etval Hidden.

Ewova 103. Ending Choice Designer

Yyetikd pe 1o graph avtov Tov widget, To omoio amotedeitan amd TEGGEPA OOy PALLLOTO
pong, onpovpynoape o petafantn Choise(Integer).
e Audio Rebecca: Otav 10 widget apyikonombei (Event on Initialized) (BA. Eucova
104.) 8o mai&et pio. @opé TO GLUTEPAGLLO GE NYNTIKO OO TNV TPOTUYOVIGTPLO.
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Rebecca audio’

Ewdva 104. Ending Choice Event Graph (Audio)
e Hover Sound “Choose me”: Otav 0 kepoopog mepdoetl Thvo gite omd To Kovumi
FelipeChoice eite TobiasChoice (On Hovered) (PA. Eucdva 105.) axovyovton

NYNTIKE TPOTPOTNG YO TNV EMAOYT S1AGMOONG At TOV TOIKTT).

Chooseme Nover:

Ewova 105. Ending Choice Event Graph (Audio on hovered)

o FelipeChoice/TobiasChoice Button: [Tatdvrtog o maiktng gite v €Kdva Le TOV
Felipe &ite tov Tobias (BA. Eucova 106.), eppaviCetor o okBTN kot opileton n
uetaPAnty choise (Felipe=1 & Tobias=2).

VIsTbiliEy

DN CHODSE HUTLON

Ewova 106. Ending Choice Event Graph (Buttons Felipe/Tobias Choice)
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e End Widget Depend on Choice (0kBTN): ITatdvtag to xovuni Choose (okBTN),
(BA. Ewova 107.), to widget eEapaviletatl and tnv 006vn tov maiktn. EAéyyetonn
T g petafintig Choise. H viomoinon mov mpaypoatonombnke aveEaptnta
eMAOYNG elvar 1 1010 pe drapopd o widgets Tov dNovPyoVLVTOL Kol TOL YNTIKE
twv Videos mov akovyovtat. Eite o maiktng emiééer 1 eite 2, onuovpyeite o
widget g avtiotoyng emhoyng (EndFelipe ywo choise=1 kot EndTobias yia
choise=2) ko gppavifetor onv 006vn oV maiken. ['tvetan cast o First Person dote
va tpafrgovpe To avtictoryo nymtikd tov ekdotote Video, Media Sound Felipe kot
Media Sound Tobias, to omoio kot Eekivd va mailel. TéLog, To matyviol T1ifetan o€
Aertovpyio UI Only pe kpupd képoopa.

End WidgetDepend 0nCHoice:

Ewova 107. Ending Choice Event Graph (End Widget depend on Choice)

To ovykekpyévo widget kaAeitar amd to Blueprint tov First Person, (BA. Eucdva 108.),
Otav KoL Qv 0 TaKTNG EYEL LA OEL Ko e Tovg dvo Npcs, 6mwg B dovpEe avVOALTIKA
omv enopevn evotnrta. H viomoinon eivar mapdpota avtrv tov widget Photo.

Endinghoice]

Ewodva 108. Ending Choice in First Person Event Graph

Téhog Felippe/Tobias (EndFelippe)/(EndTobias)

Avtd o dvo widget dtopopeTikoD TEALOVG, Elval APKETA OUOLN EKTOG KATOI®MV ETAOYDV.
H 61dtaén g oehidag Designer (BA. Ewova 109.) anotereitar and éva Canvas Panel
TOV OO0V TNV EMPAVELN KOADTITEL TANPOC L0 EIKOVEL, GTNV OO0l KO EPUPUOCAUUE TO
avtiotoyo video télovg avaroya to widget kot apyikd eivor Hidden.
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& Palette X i Library
Q

AUDIO

COMMON

EDITOR

INPUT

= Hierarchy

Q
[End_Fellipe]
Panel

[Can

Ewdva 109. End Felipe/Tobias Designer

[Ipotov avaivcovpe to graph, Ba mpémetl va eEnynoovpe g elcaydyape to video pog

péoo oto Unreal Engine kot t0 KATOGTNOOUE AEITOLPYIKA. Apyikd KAvope import To
dvo apyeio mBavod TéAovg .mp4 kat 6t cvvEyeln dnpovpynoape éva Media Player yio
10 Kabéva, emAéyovtag emiong tn dvvatdtnTa Vo ypnoiponombodv g textures. Xe
k60e Media Player goptdocope 10 avtioctoryo video. Amd to texture mov TPOEKLYE
onuovpyncav €vo vAKO (material). £t ceAido Tov material, aAAGEope TV EmMAOYT
material and Surface oe User Interface, £161 dote va pnopet va ypnoponomel pécw
blueprint. Zvvééoape oto graph mov mpoékvye 10 RGB pe to Final Color kot ta texture
pog o ETOL Yo Yp1on, Xopig Opms va mepthappdvouy fyo.

To Blueprint tov cvykekppévovr widget, omv oeiidag Graph (BA. Eucova 110.),
amotedeiton omd €va ddypappo pong. Apkikd, dnuovpyncaue pio petofinty Media
Player tomov Media Player Type kot oto default value g epapudcape to Media Player
Tov avtiotoyov video téhovg. Katd tn onuiovpyio tov widget (Event Construct)
kaléoape v Open Source pe target to Media Player mov poig onovpyncape. Mg
o pukpn  kabvotépnon, kdvape v ewova pe 1o texture tov video Visible.
IIpocOBécape o kabvotépnon mov 1codtow pe TO UNKOG TOL video ovv v
wponyovpevn kabvotépnon ko émerta apopécape to widget amd v 006vn tov
naiktn. Téhog, avoitape o Level MainMenu, dote dtav teheudoet To video vo metdet
TOV TOUKTN GTO LEVOD TOV TOLYVIOL0D KOl EVEPYOTO|GALE TO TOVTIKL.

pley erid vidso)

Ewodva 110. End Felipe/Tobias Event Graph (Video player)
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Ewaymywkoé Video (Intro Seq Widget)

Oocwv agopd 10 video katd v &vapén tov moyvidlov, akolovOnoaue tnv 1o
dwdwkacio akpipog pe avtv tov Ending Felipe/Tobias, tpocappolovrag ta delays oto
péyebog tov Video sicaywyng.

Blueprints Xapoaxtipov

[Na v viomoinon tov NPCs omovpyncape 600 yapaktmpes, tov Felipe kot tov
Tobias, ypnowonowwvtag Vv Blueprint Class, tomov Character. Ta fpata vAomoinong
ov akohovOnOnKav givor akpPmdg Ta 101 Ko yu tovg dvo Non-Player Characters,
OM®G VOADETOL TOPOKAT®, LE EAAYLOTES OLLPOPES.

Anpuwovpyio Character - Metahuman

AoV dnuovpynoape tov Character Felipe, oto Viewport (BA. Eucova 111.) opicape

®¢ oopo To mesh tov metahuman mov ETIAEANE YloL OVTOV TOV YOPOKTNPA. ATAGL
avtypdoovtag to Face (Beard, Mustache, Eyelashes, Fuzz, Hair, Eyebrows), Torso,
Legs, Feet xatagépape va €xet avtdg o Character ta emBountd opoKIPIGTIKA TOL
Metahuman mov oyed10GOLLE.

Felipe

= Viewport

Perspective

Ewova 111. Viewport Felipe

Extog ™ ¢ epepdviong, Kot ot 500 YapaKTNPES YPELAGTIKE VO £X0VV KATOL0V £100VG
kivnon. ‘Etot, énpene vo onpiovpynei éva animation, to omoio Oa emttpénel GTOVG
YAPOKTNPES VO £XOVV KAmola Kivnolohoyia. ['a Tovg okomobg avtng g AOToINoNC,
dMoapE ERPACT 6TO KEPAAL Ko oTa. pLdTia, To omoio akoAovBobv Tov maikn, VM TO
vdéAouto copa givor o Idle Animation.

Animations In Game

Ocov agopd v kivnon tov Aowov, dnpovpyncope éva Animation Blueprint
(Npc2look), to omoio kot epapudcape (BA. Euwcdva 112.) oto Mesh, Torso, Feet ko
Legs tov Character.
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Animat ko

Ewova 112. Felipe Animation (Body)

I to Head, gpappocape to animation Face AnimBP1FORNPCs (BA. Eucovao 113.)
7oV glval avtiypapo Tov 1on vrdpyovtog Face AnimBP.

Animation

Ewova 113. Felipe Animation (Face)

[Mopokdte avardoviar 1o Npc2look animation kot ot GAAAYEG TOL KAVOUE GTO
Face AnimBP1FORNPCs yia v kivnon tov poatiov.

Npc2look

HEexwvovtog pe to AnimGraph tg Npc2look, emidé€ape and tov Asset Browser 1o
MM _Idle pe Aertovpyio Loop Animation. i cuvéyela, ypnolonomoape v Look At
(BA. Ewcéva 114.), dote va opicovpe mTov Ba kottdel To ke@AAL Tov yapoaktipa, pe Look
At Location 1o dtdvvopa LookAtPose, 6mov kot opilovpe otnv Event Graph mopaxdto.
Télog, oloxkAnpaveTon 1 TeEAKN TOLK TOL YOPOAKTIPA.

A AnimGraph

Ewova 114. Npc2look AnimGraph

>t oelida tov Event Graph (BA. Eucova 115.), opicape v axpipr] tonobecia mov
BéLove va KOLTAEL O YOPOKTNPOG TOV Ogv givat AN amd v Camera tov First Person.
I va gmitevyBet avtd, kahovpe tov First Person, kdvovpe get v First Person Camera,
omov vmobetikd eivor To KePAAL TOL TOUKTN, Kol AEOD opicovpe o peTafAnTi
dvocpa (LookAtPose(vector)), Tng avaBETovpe TNV TN TOV EMGTPAONKE.

85



GetEPCamera Location|

Ewova 115. Npc2look Event Graph

Eyes Movement

[Ipoywpwvtag ota pdrtwa, oto animation Face AnimBP1FORNPCs, ot celida tov
AnimGraph, axkpiBd¢ mpwv tov képpo Output Pose kot petd to Mom vrdpyov ARKit
Head Rotation, mpocOécape 600 Look At, n pia opiopévn oto Bone FACIAL L Eyen
dAn FACIAL R Eye. Xpeidomke vo opicovpe ta Axis Look At kot Look Up (BA.
Ewova 116.) yuo va meTdyovpe 10 emtBountd omotéAespa o KO LATL, OTMG EMIONG Kot
7o Clamp yio va unv xdvoviot 6To E6MTEPIKO TOL KEPOUALOV.

Ewova 116. Look At node Bone Modifications (Left/Right Eye)

To Look At Location kot twv dvo potidv tiBetor wg FPCharacterLocation (BA. Ewcéva
117.), to omoio ko opiletat oto Event Graph tng Face AnimBP1FORNPCs.

LookAtEyes

Ewova 117. Face. AnimBP1FORNPCs AnimGraph

86



Apycd, korovue tov First Person (BA. Ewcova 118.) kot tov opilovpe d¢ petofAnt.

first person variable

#ea BPFirst Por mon OFar acher

Ewova 118. Face AnimBP1FORNPCs Event Graph (Find Location)

‘Enerta, and ovvdéovpe oto False tov branch tng Set ARKit Head Rotation to
mopakatw  owypappo  pong. Exovrag Oomuovpyncer  pwon vector  petafAnt
FPCharacterLocation, av n petafAnty BPFirstPeronCharacter €yetr dnovpyn0et (BA.
Ewova 119.), kdvoope get v FirstPersonCamera kot Bpiokovtag tv tomobecio tov
naiktn o€ oyxéon pe tov NPC opilovpe kot tnv teAikn tonobecio mov Kottdet.

Ewova 119. Face AnimBP1FORNPCs Event Graph (Set Location)

NPCs - Dialogue Widget

Ta Event Graphs kot tv 300 ¥opaKTHp®V, 0popovV TV VAOTOINGCT| TOV J10AOYOU
peta&d tov maiktn kot towv NPC. Avtd emituyydvetor péom evog widget (Dialogue) to
omoio cuvdéetan pe o Ul BP_Dialogue péowm tng cvvaptnong Talk.

Awdroyog NPC (Dialogue)

H dudtaén tov Dialogue oto Designer (BA. Eucova 120.) meptrappdverl péca oto canvas
panel éva kovti yio oproBétnon g didtagng (vertical box) kot amd micw ToL o eKdva
Le ovo YKpL xpoLa Yo va. dtapopomoteital and to background.

Ewova 120. Dialogue Designer
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Méoa oto vertical box vrapyet éva text, to TalkText, to omoio dev pag evolapépet va
YPAPEL KATL GUYKEKPUEVO KOOGS TO Keipevo mov PAEREL 0 ¥pNoTNG OVTAEITOL SQUVOKE
an6 to blueprints Tov NPC mov e€nyovvtot Topakdtm.
o Awdroyor Felipe Hernan (Pilot - NPC):
O dhoyog mov kdvel o Felipe pe ™ Rebecca gaivetar oty eikdva mapakdto (PA.
Ewova 121.). ' 11 ouykekpéveg mpotdoelg vmdpyovy kat ta avtiototyo audio.

Dialogue Felipe

see what makes

Ewdva 121. Felipe Dialogue

e Awdroyor Tobias Lee (Cameraman - NPC):
Avrtictotya pe tov Felipe, o d1dhoyog Tov Tobias (BA. Eucova 122.).

Dialogue Tobias

I think i will - see my daughter again.

Please tell me you know a way out!?

Ewdva 122. Tobias Dialogue

21t ogAida tov Event Graph, kot Tov d00 yopakmpov akolovdel 1 id1o vAomoinon
(BA. Euwcova 123.). T Adyovg cuvtopiag, o€ avtd to onueio Oa meptrypdyovpie to graph
TOV €VOC €K TV 0VO. Apyikd, Onpiovpynoape TG eENg petaPfintés, Eva petpnen integer
(TalkIndexFelipe (-1)), éva mivaxa string (DialogueFelipe), 6mov kdbe 0Eomn tov mivaka
elvarl ko po wpdtaon (BA. Ewoveg and mhvw), évac mivaxog opdiag (SpeechFelipe),
omov Kabe B€om tov etvan N avticTotyio yxov audio pe T TPOTAGELC.

WVARIABLES
I-.'lllq‘l[ld:ll'll"ll'l'-i
String

& |nteger

WE Dhalogue

Text He

S0und Wav

Ewcdva 123. Felipe/Tobias Event Graph (Variables)
To graph pog amotedeitat amd £va ddypoppa pong (BA. Eucova 124.) mov Eekivd pe éva

veyovog, Event Talk. O petpng apyilet va petpd yo kébe 6€om tov mivaxa Dialogue,
Kol oV TEAEUWSOoVY o1 Tpotdoelg apapel To widget Dialogue amd v 006vn Tov TaikT.
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vent Talk

{ Branch
P—— P

Condition

Talkindex Felipe

" Remove from Parent

Talkindex Felipe

Dialogue Felipe

Ewova 124. Felipe Event Graph (Event talk)

Ooco 6pmg vapyovv Bécelg otov mivaka (PA. Eucdva 125.), av dev £xet dnpiovpynbei 1o
widget Dialogue, t0te dnpiovpyeitor kot tpootibetar oty 006vn tov TOUKTN (TPDOTN
eopa) kot émerta ot 0éom tov TalkText tov Widget ypdeeton to string Tov mivoka
StaAdyov pe apBuo tov exaotote TalkIndex.

Tovtoypova akovyetonr omd tov mivaka Speech to avtictoyyo mMymtkod. Av éyxet
onuovpynBet to widget mpoywpdue katevbeiov oty avrikatdotoon tov TalkText
LEYPL VO TEAELDGEL O TTIVOKOC.

Ewodva 125. Felipe Event Graph (Text/Audio Dialogue Widget)

Ao Thevpdic VAOTOINGNG TOV TOIKTT, Yl Vo LTopEcel Vo aAAnAemidpdoet pe toug Npc,

yperdotnke éva dudypappo pong oto Blueprint tov First Person (BA. Ewcdva 126.) v
tov kaBéva. Tapaxdto eaiveror avtd tov Felipe mov givor dpoto pe avtd tov Tobias.
Apywd opicape po petapint petpnt (TalktoFellndex) yw va mopakorlovBodpe Tig
@opéc mov piknoe o maikng pe tov Npe. KabBog to widget Dialogue kolieiton oto
Blueprint tov kdBe Npc Eexwplotd, 10 dPOPETIKO amd TNV VAOTOINoN TV AAL®V
widget (photo, letter, open_folder) sivor 611 amhd kokovpe v cvvéptnon Talk. Avtn
evepyomotei To Event Talk otoug Npc.

IEIKIOEENPE!

Talkto Fel Index

*C Branch
>

c

nent Interface

Ewova 126. Felipe in First Person Event Graph
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AoV opicape too dtaypdppote pong ywo. Tovg OwAdyovg kot twv dvo Npcs,
onuovpyovpe o véa petafintn) petpnty (Talk2both), n omoia dnwg Aéet kot To dvoud
™G, KOTOYPAPEL av £YEl LANGEL Kot e Tovg dvo. Ta dtaypaupato pong twv ovo Npcs
ovveyilovron pe évav €heyyo to Kabéva (BA. Eucova 127.), yia 1o av 0 maiktng éxet mpet
oA Vv mAnpoeopia wov Tov Tpocsiépepe 0 Npc (Felipe (max 5) kou Tobias (max 4)) ko
av oyvet, avEaver v Talk2both. Otav o maiktng Pper ota dwpdtio Toug Npes Kot
KATOPEPEL VO WANGEL KOl LE TOLG 0O, Elvar o o€ BE0m va. amopacicel moldv Oa choel
Kot va gvepyomomoet To widget g telkng emhoyng (EndingChoice).

[ Sila 00 (o Do) of i

E Branch
» True
Condition als ’ E“d]“g CHOJCE! IJ‘.“.'JQ;‘."!

— _."
Talk 2both @ I 1: Branch
| ] True B

Talk 2both @ Condition False [

:E Branch

—
Talk 2both @

Ewdva 127. Felipe/Tobias in First Person Event Graph (Spoke with both check)

To oamotéleopo ™G mopomdve LAOTOINONG POVETOL OTOV ToikTn TapakdTed (PA.
Eucova 128.):

Ewova 128. Felipe/Tobias - Dialogue Tehko amotéhecpa
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4.4. Cinematics

To Unreal Engine mepiéyer oyvpd epyaieion mov emirpémovv v dnuovpyio
EVIVTOGLOKAOV  KIVIUOTOYPUPIKOV TAAVOV  €vtOG TOL  moyvidolov. Méow g
EVOOUATOONG TEXVOAOYIDV atyung, 6mmg to Nanite kot To Lumen, onpiovpyodvtal véeg
SVVATOTNTEG OTTIKNG TOLOTNTOG KOl AETTOUEPELNG,

To kvprdtepo and ta epyareio mov meprhapPavovtat eivar to Sequence, LEGo 6To 0010
EMUTPENETOL O GYEIOOUOG KOt 1 OMovpyio. OTO0GONTOTE KIVILOTOYPAPIKNG CKNVNAG.
Ovoclootikd, amotedel o okolovBio yeyovoTmVv, dpAce®mV Kol OTTIKOV GTOLEI®V TOV
oLvoLALovTol SUVOLIKE Yol T dNUIOVPYIN GUVAPTACTIKOV GTIYL®OV apnynons. Méca
070 sequence VIapyel TANODPA AELITOVPYIDV KO ETIAOYDV Yo, T OMUIOVPYid TAAVOV,
Omm¢ Bo TaPoVGIALoVToL TOPAKATO.

o v évoon tov sequences kot T Slayeiplion g PONG TOVG, YPNCLOTOLEITOL TO
Master Sequence. IIpdketton yioo £var sequence VYNAOTEPOL EMTESOV, TOV UTOPEL Vol
TEPLEYEL TEPLOCOTEPA LUKPE OLOKANPOUEVE SEquUENCes Kol ETLTPEMEL TV OPYAVMOGT] TOVG
KoL VoL Tapéyel eveMEla Kol 0KOAID GTOVS dNULOVPYOVG.

o to dwd pag Project dmuovpynnkov cuvoiika dekamévie sequences, T0, Omoio
evodnkav og tpio. Master sequences. To TpdTO apopoHGE TNV EIGAY®YN TOL TALYVIOLOV,
KOL TNV YVOPYIO TOL TaiKTN HE TOLG YOPOKTIPES KOl TNV 1oTopin, EVEO To GAAN dVO
apopovV o dVO Thava TEAN Tov pmopel va KaTaANEEL 0 TOUKTNG OHAEYOVTOG VO GMGEL
elte tov Tobias gite tov Felipe. Ta cinematics mov onpovpyncape apopovcay Hovo 1o
level Tov yno100.

Sequences

INo mv dnuovpyla twv cinematics tov “The Journalist” ypnoiwonomoape to
neplocdtepo amd To gpyareion mov mpooeépovion oto Unreal Engine. Emutiéov,
ypnoporomoope aAla eEotepikd mpoypdupata: PlayHT, Mixamo-Mixamo Converter,
LiveLink xa1 DaVinci Resolve. I'evikdtepa, yio tn dnovpyioa OAwv tov cinematics,
vAomomcape ta e&Ng:

e Body animations: yw v 7pocopoimwon G Kiviiong TOL  GOWUATOG,
Xpnowomomoaype Sitting, Sitting Talking, Walking, Idle, Run k.a. Xg d1dpopa
OTUA.

e Face Animations: ylo Tov oXe0100UO TNG EKQPOCNG KOl TNG OLUALING 6T TPOCMOTO,
TOV TUKTOV. Mg Bdon ta Adyla Tov Kafevdg 6To NYNTIKO LAIKO, TO TPOCHOTO Kot
Ta yeiln ocvyypoviovtat.

e Audio: TpocsONKN NYMTIKOV Y10 TIG GUVOUIMES TOV YOPOKTNPOV, OAAL KoL YOV
TEPPAALOVTOC, OTMS NYOL EMKOTTTEPOV, KUUATOG, KEAUNSIGLOTA TTOVAIDV, LOVGIKN
k.a. EmmAéov, epapuocape pepicéc puvuioelg, 0nwg n évtaocmn, 1 toyLINTA, TO
Babog kabe Nyov.

e Transform: yw tov opiopd g petotdmiong ko otpoeng (location and rotation)
KGO actor mov petakvnOnke o kKGO sequence, OTMG YOUPAKTPES, KAUEPES K.O.

e Camera Actors: TpocOnKkn KOUEPDOV Kol EVOAAAYN TAGVOV oe kdbe sequence.
PvBuiomke 1o focus, 10 blur k.a. avarioya pe tig avaykeg kdbe oxnvig. H évaon
petd v evoriayn tov thdvov éywve pécm Camera Cuts.

e Light Transform: X¢ k40 sequence petatonicope katdAinia tn 6€om ToL HALOVL,
™V £€VIOoN Kol TOV YPOUATICUO, OOTE VO KOAUKEDOLV TNV KAabe okmvi o610
péyioto.
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Emumdéov, yw va punv emnpedlovv 10 mepiPdriiov tov vnolov OAot ot actors KOs
cinematic sequence, OnAadr va avAKoLV HOVO GOTO EKAGTOTE sequence Kot Vo
eCapavifoviatl OTav VT TEAEIDMCEL, LETATPEYOLE TNV KATACTOCT TOVG G€ spawnable.

Play. HT

> ovvéyewa, ypnotporomoope 10 dwpedv Al Online Tool “Play.HT” (BA. Ewdva
129.), xon dwoape oe O6Aovg Tovg Metahumans ovykekpuévn eovi. To Play.HT
TEPLEYEL UEYOAN YKAUO EMAOYDV, OTMOG QMVES, TaxLTNTA, VEOG K.AT. Me avtd 10
Text-to-Speech gpyaieio, onpovpynoape OAES TIC GUVOUIMES TOV YPELOGTNKOLE Y10l TO
KIVNUOTOYPAQIKE TAGvVa, Kot TS €lodyopue oto Project pog. Xtnv mopokdto €Kova,
TAPOLGLALOVIE TO TPOYPOUUO KATO TNV ONUIOVPYio HIOG €K TOV GUVOMAIDV TTOV

ONUIOVPYNGOLLE.

Sure! | PlayHT 20 Gargamel
X g Give Feedback Generate All
576 characters

Create New
v
File
Pickyour preferred version Regenerate

(® RecentFiles v 2) susan (Narrative)

Sure! Can you tell us what hoppened all those years ago?
hah?

oy e e Tl Well. 1was shipwrecked when our fishing boat ran aground on that rocky island..

Tobias!!!
Files All my companions passed away..

% Voice Cloning

I salvaged what i could. and when i realized no one is coming to save me, i had to find shelter and
° APl Access food to survive,

80:00.90 / 80:48.29

Billing
0405

Audio | suret (1) | Canyou Wel. |was shipwrecke | Allmycon Isalvagedwhaticould. (| 1 managed to builc That day came | itmust bel | Buckle  Alright| Letsgot

Non-English

Ewodva 129. Play.HT Online Al tool

LiveLink

To endpevo mpoypappa eivarl to LiveLink kou ypnooromOnke yio ) dnuovpyio tov
animations Tov TPOCMOTOL TOV £PupUOGapE 6Tovg Metahumans. Amotelel Eva 1oyvpo
ePYOLEID TTOV EMTPEMEL TNV KATAYPOPT TNG KIVNOTG TOL TPOSAOTOV Kol VITOGTNPILEL TOV
GULYYPOVIGUO OKOUT KO GE TPOYUATIKO ¥pdvo. Méypt ottyung eivar cvpPatd povo pe
Aoyiopkd 10S kon Oyt pe Android.

Apyikd, opioape 1 ovvdeon péow iPhone kot vwoloylot) cvvdéovtag To 6To 1010
diktvo, péow g IP address. Xt ouvvéyeln,, amorteiton €va apywd video pe
TEPLPEPELOKT] ANYT TOV TPOCOTOL TOL ¥pnotn (calibration), wov ypnoyomoteitat yio
TNV avVayvapLon TOV TPOCHTOL Kol TMV YOPOKINPIOTIK®V (Hdtio, potn, o0vIia) Tov
YPNOTI, OOTE AVTE GTN GLVEXELD VO OVTIGTOLYIGTOVV GTO YOPOKTINPLOTIKO TPOCHTOV
tov Metahumans. Télog, Pwrteookomovpe Oceg axkdun ANyelg ypelaletor  va
petatpamovv o facial animations.
>to Unreal Engine, dnpovpyncape ta e&ng:

e Capture Source: cguopovifet ta dwbéoa video mpog petoTpomy| amd TN

ovvoedepévn ovokevn iPhone

e Metahuman Identity: Onpovpyet 10 mpdécOTO 10 omolo amewoviletor ©TO

Calibration og mpdécsmmo Metahuman. Edd opilovyie Tic 060€1C TV paTidV, XEIMDY
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kot doviiwv (face control rig), ®ote va pmopel va yivel  yoptoypdonon oto
YOLPOKTNPLOTIKA TOL Metahuman.

e Metahuman Performance: eneepydleton Tic ANyelg kot Tig petatpénet og facial
animations Tov UTOPOVV Vo €PAPLOCGTOVV og omotovonmote Metahuman. KdéBe
animation amoutel retargeting otov Metahuman otov omoio Oa epapupootel (BA.
Ewdéva 130).

[ AIB Viewport

@Lit] A

Frame

15110 115 120 |25 |30 |35 [40 |45 |50 |55 |60 |65 |70 |75 |80 | 11201125130 | 135 ] 140 145 150 155 160 165 | 170] 175 180 185 190 195 200 205 210] 215 220] 225] 230 235 240 | 245 250 | 255 260 | 265 270 275 280 | 285] 290 295 |
main1_39_Audio

Ewodva 130. Metahuman Performance

Mixamo / Mixamo Converter

‘Eva axdéun gpyoieio mov ypnowonomoape, to Mixamo (PA. Ewéva 131.), eivon g
TAOTQOPUE TTOV TEPIAOUPAVEL EKTEVI] GLAAOYN OO £TOYOVG YOPOKTNPEG Ko body
animations. 't TNV KOAVTEPT UETOTPOTN TV animations, TO YPNCLLOTO|CALUE GE
ocvvdvacd pe to Mixamo Converter, To onoio ekteAel T HETATPOT OO TO YAPAKTIPO
tov Mixamo oto default yapoktipa tov Unreal Engine (mannequin). Metd tnv
eneEepyacia and to Mixamo Converter kot TV €loaywyn tov body animations 6to
Unreal Engine, mpoympnoope 6Tov enavanpocsdlopicid towv animations ond to default
YOPOKTPO 0T0 coOpa Tov Metahuman mov emAélape va ypnowonomaoovpe (RTG).
‘Etol, xoataeépape vo OMUOVPYNGOLHE PEOMOTIKEG KIVAGES CGMOUATOS, TOV GF
oLVOLACUO LE TIG KIVNGELS TOL TPOGAOTOV GLUVEROANY GTNV KAAVTEPY] TOLOTNTO TOV
KWW UOTOYPAPIKDOV LOG TAAV®V.

€3 mixamo

Al

Q agPerpage v | v TALKING ON X BOT

SEND TO AERO

UPLOAD CHARACTER

Q Talking

Emphasis 0

Overdrive 50
® & i% °

Sitting Talking Talking Talking On Phone

® o
S 0 100
p - -
O Mirror
% % * < < /

Talkin Phane Pacina Talkina n 1178 @

Ewova 131. Mixamo Tool for Body Animations
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XYAEO10ONOS CKNVIKDV

o ™ onpovpyio kKGBe sequence, £MPEne VO, GTHCOVUE TO GKNVIKO Yo kdOe TAGVO
Eexymprotd. Apyikd, TpocBéoape assets ta omoio amoktioape and to Marketplace kot
10 Sketchfab, pioa oaxoun mlotedpuo pe cviioyéc omd 3D poviéra. Ta assets
tomoBetTOnKav avaroya pe TIG avayKeg KAOe oKnVIC.

Helicopter Scenes

To mpota mAdva mov oyedboape (PA. Ewdva 132.), Nrav ecoyoywd Kot
ypnoonomdnke éva povtélo eAkontépov mov amoktioape and to Marketplace. T
10 eMKOTTEPO Opicape pLOUicE OTMG N TaXHTNTA TOL KEVIPIKOD Kol TGm EAKA Yo
TNV TPOGOUOIMOT TG Kiviiong. Xyedldcope TV Topeio TOV EMKOTTEPOL TAV® Omd TN
Odhacoa , aAAG Kol GAAEG OKMVEC OMWG M TPOCYEI®ON GTO VNGi, LE TN YPNON NG
emAoyng Transform. Ovclooctikd, petoakvoviag t 0éon 100 gMkomTépov avd
OLYKEKPIUEVO YPOVIKO Otdotnua Ko mpoobHétovtag keyframes, omuovpyncoape o
dladoykn ocvveyn kivnon.

= | % Perspective || @ Lit J{ Show | Scalability: Cinematic } c z2Yo)z)m 0] & 100l .~ 025) (10165 | @

B SequenceRoot » 2.2 HeliSwipeFars uf|

H2_water_swipe_eq

43 items (1 selected) +
O laeadP poir]-

Ewcdva 132. Helicopter Opening Scene

EmuAéov, mpocapudcape tig pviuiceig tov poticpob (Directional Light, Volumetric
Cloud) mpoxkeévor ot oknvég vo owdpopatilovior Tic mpwwég pec. TéAog,
npocOécape Nyovg EMkonTEPOL TOVG omoiovg enelepyaotnrape oto DaVinci Resolve,
npocBétovtag Equalizer yio v agaipeon vynidv GLYVOTHTOV Kol OVTOUOTOTOLDOVTOG
10 Panning, dote o Myog va &xer PdBoc wor vo petatomileton Pdoet e BEong tov
eMkontépov. TomoBetdvtag moAAamhd camera actors 6€ SLAPOPES OMTIKEG YOVIES KO
LETAKIVOVTOG TEG PE OO0 TPOTO, KATAPEPALE VO, ONULOVPYNCOVUE TIG TPMTEG CKNVEC,
™V pon TV onoimv devbeoape péow tov Camera Cuts (PA. Ewcova 133.).

94



4100 02

« = SequenceRoot: » HeliLandingBeachRocks* of

faidca q P porid]—

e Outputlog 53 Cmd v

Ewova 133. Helicopter Landing

Interview Scenes

211 GLVEYELD, TPOYMPNOUUE GTO GYEOGUO NG POCIKNAG OKNVIG TOV apPOpovsE T
ovvévtevén tov John Trueman (Ezekiel Asir) oto eocmtepikd tov ghkomtépov (PA.
Ewova 134.). Xe avtd to sequence, mopovcslalovtal ol YoupakTPeS Hag KoBd¢ eniong
ka1 1 wotopia Tov John Trueman wicw amd o 25 ypdvia pova&ldc 6to Epnuo vnot.
Apyikd, S10KOCUTCOLE TO EGOTEPTKO TOV EAIKOTTEPOV LE O1APOopa OVTIKEIEVA (cCamera
lens, tape recorder, exit sign, handbags) mov cvvéBoiav ot PeOMOTIKOTNTA TNG
wotopiog.

=X @ Perspective )| @ Lit )} Show I Scalebilty: Cinematic

I

a4 P poripi-

# Content Draver i Oulput Log  EICmd v

Ewodvo. 134. Interview Scene

TomoBetOnkav o1 yopokTApeS Kol TO MYNTIKO LMKO NG OLVEVTELENG TOL
onuovpynoaue oto PlayHT. Zopeovo pe to audio, ¢rialope €va mAGvVO yio Tig
Katootdoelg kivinong towv Metahumans, gite fpiokoviav o€ adpavy] KATAGTAOT €T €
ocuvopiMa. ‘Etot, yo kdBe yapaxtipa tpocOécape ta katdAAnia body animations 6mmg
Idle, Sitting, Sitting Talking x.a., yi to omoila enefepyactnkape ™ OldpKewd, TNV
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tayvnto kot to blend pe ta emdpeva ot oepd (PA. Ewdva 135.). A@ov
OAOKANPAOCALE TIG KIVGELS COUOTOC, €16AYoe To face animations Tov dnpovpynoape
oto LiveLink. PvBuicape ta Additive Settings oto Panel twv Asset Details tov kd6e
Face animation, o¢ Additive Anim Type to “Mesh Space” kot mg Base Pose Type 1o
“Frame from this animation”, mpokeiévov 1 kivnon tov Ke@aiod va opiletatl amd ta
body animations. Metd v gpappoyn OAmv TV animations, TPAYUATOTOWGAUE TIG
TEAELTOAIEG TPOTOTOMGELS Y10 TOV GLYYPOVICUO TNG Kivnong, TG £EKPPaoTG, TNG OLATNG
Kol Tov Myov. H ovykekpiuévn dodikacio amotélece o omd TIG TPOKANGCELS TOV
OVTILETOTICOE KO OVOADETOL TTOPOKAT®.

B SequenceRoot* » Heli_InterviewMaint of
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Ewova 135. Interview Scene Editing Process

Emumiéov, dnpovpynoape Camera Actors ta omoict 0koAovBovv amd d18popes OMTIKES

TOVG YOPOKTNPES CAAL Kol TO OKNVIKO Yo T ANy NG oKnvng. Avtopatomomonke n
kivnon tovg, to blur kot focal length péocw keyframes, étor dote va evioyvbei
apnynuatiky évtaon kol pécw TV camera cuts tomofemOnkav Swdoywd ot
KATAAANAEG evaldhayég Tov Ayewv. TELog, Tpochiécae Evov akdOuNn N0 EMKOTTEPOV
YOUNANG évtaonc, ®ote anodobel puowodtTa otn oknvn (PA. Ewkova 136.).

view Stella_inten Stella_ pilot

H4_Inside_the_hel Ha_ MTJ icopter HAInside_the_helicopter | H4_Inside.ths
T

OlacadpPrarni-

Ewdva 136. Interview Scene Close up
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Talk on the beach & hillwalk scene

To emdpevo TAAVO TOV ONUOVPYNCAUE OPOPOVCE TN OKNVNY UETE TNV Tpocyeiwot. Ot
YOPOKTNPES KOTEPAIVOUV ad TO EMKOTTEPO Kol GLVOIAOVY. Xt cuvéyela 1| Rebecca
ue tov Tobias Eekivouv v mopeia Tovg Tpog TV KoAvPa, apov o Ezekiel amopacilet
va unv axkoAovOnocet pali tovg kat va mapapeivel oty maporio pe tov Felipe.

Me avtioTolyo TpOTO OTME 6T GKNVA TNG CVVEVTELENG, TPOCHEGALE GTOVG YOPUKTIPES
face kot body animations, Kot ta GuvoldGApE KOTAAANAQ, OGTE HETA TNV TPOSHNKN TOV
avTioTOLYoV MYNTWKOD LAKOV, Vo cuyypovilovtal opodpopea kivnorn kot oo, Xg
avtd TO sequence EMPENE, EMITALOV, Vo YpNoLLomojcovpe kot body animation yio to
TEPTATNO TOV YOPoKTPp®V. Agov Swhélape yo kbbe €vav Eexwplotd €vo GTLA
Badiocpatog, mov Opmg o yopaktipog Padilel oTATIKA, £MPENE VO, OPIGOLLE KOl TN
HETATOMION TOV 600 TO animation givatl evepyo. ‘Etot, pe ) Ponbeio tov keyframes tov
Transform, kata@épope ot yopaxtipeg va petatomilovior KatdAANAa 6to puOUd TOV
animation (PA. Ewcova 137.).

' 5 B S o B n v A AHILLWALK of

Tk Q

© camerzman3

Ewovo 137. Hill Walk Scene

Aol oyedbdoape OAEC TIG KIVNOES KOl TIC GLYYPOVIGOUEe HE TNV OpAo ToV
xopoktpov, Tpocécape Camera Actors, Kot THPOUE TO KATOAANAQ TAGVA Y10 QLLTH TN
oknvn. 'Etol, etidéape to midvo mov katefaivouv amd 10 eEMKOTTEPO, TOV GLVOAOVY
omv maporia (BA. Ewova 138.), mov mepmotdve Kot GUVOUIAODV GTO OPOLO TPOG TNV
KoAOBaL.
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Ewova 138. Talk On The Beach Scene

Inside The Cabin Scene

To teMKd TAGVO TOV EIGAYMYIKOL Kivipatoypagikoy video, tav avtd mwov n Rebecca
kot o Tobias xoataeBdvovv otnv kaivfa. Katd tv eicodo tovg Boavudalovv ta
avtikeipevo mov Ppiockovrol 6to y®po kot cvlntovv Yo v emPioon tov Ezekiel (BA.
Eucova 139.). O Tobias Eekvd va Prvteockomnel pe v kdpepa tov, n Rebecca PBpioket
KAT® omd 10 YoAl po odepévia KaTamokTy Kot cuvewdntonowovy nwg o Ezekiel dev
Lovoe pnovog Tov ekel , OTMG 1oyLPLOTOV.

0,25 | 010116 | B

&5 SequenceRoot » 5News ff

197 items

fdidoa 4 P DRI [—

Ewova 139. Inside The Cabin Scene

e avutd 10 sequence ypnoiponomoope Kot TdAl body animations yio TOLG YOPAKTNPES,
MMTKO VAIKO, Kou camera actors, OU®G LOPPOTOMGAUE TOV TPOTO ANYNG TNG
OLYKEKPLUEVNC oKNVIGS. Xpnoworomoape évav Camera Actor, Kot a@ov pvbuicape ™
Mym ®g acmTpouavptn, SNUIOVPYNCOUE €va €QE TG TO TAGVO avtd €lvar amd v
Kapepo mov kpatdel o idog o Tobias. Anpiovpynoape kivinon yu v KAUEPD, O
amOTOUN KOl EVTOVT] UE YPYYOPES UETAKIVIGELS, DOTE VO OITOOMGOVUE EVA TTO PLGIKO
amotéleopo pe meplocotepn ayovia (PA. Euwodva 140.). 1o t€A0¢ TG cLvopuAiog,
npocBéoape va pikpd Nyo mov Bupilet dvorypa téptag, tpocHécape Attack Animation
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otov Ezekiel, kot pe xatdAAnAn petaxivinorn g KApepas, KOTAPEPOLE 1) KAULEPO VO
OTPEPETOL TPOG TNV TTOPTa. TNV ®pa Tov emtiBeton o Ezekiel. Tehkd, epapudcape oty
kauepa éva Fade out ¢, kot to mAdvo ofnvetl andtopa. Metd and avtd to TAdvo, N
Rebecca éyet pumel péoa amd v KOTATOKTY GTO LUWTOLVTPOVLO 0T’ OTOV Kol EEKIVA O

TOiKTNG TO oY ViolL.

= B SequenceRoot »

Pdioa 4P DorId |-

Ewova 140. Inside The Cabin Scene (Tobias Camera)

Ending Felipe/ Ending Tobias Scene

Ta sequences Ending Tobias ka1 Ending Felipe, onpovpynnkav yia ta ovo mbavd
TéAN oL pmopel va KataAn el o maiktne. 1o TéA0G TOV AL VIdo0, 0 TAiKTNG £PYETOL
AVTETMOTOG UE TNV AmOPOCT Y10 TO OOV ond TOVS dLO YoPaKTNPES B doAEEEL va
omoel. AvaAoya Le TNV amdvTnomn Tov evepyomoleital To avticToryo tehkd video.

¥to sequence tov Felipe, petatpéyape mm 0éon tov niiov ®oTE var dSNUIOVPYNGOLLE
VOYTEPIVY] OTUOCQOIPa, Kol TomoBetnoope toug yapoktipes Rebecca kot Felipe oto
€c0mTEPIKO ™G KoAvPoc. Xpnowomowwvtog body animations pe kivion tpe&ipatog
“Running” ka1 péow tov Transform (BA. Ewova 141.), puBuicape m petotdmon Tovg
®oTE VO POivETOl TG amopokpOvoviorl omd TNV koAvPa pe xotevbovvon mpog v
TopOAio.

fdid 4P porid]—

Ewova 141. Ending Felipe Scene
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Katé v deién tovg oty mapaiic, tpocBécape body animations yio Tov TEpLOTIGUO
tov Tpedipatog Kot ot Rebecca po akdun kivnon 6mov onk®vel To xEpL Kot Oeiyvel
npog T Bdrhacca. [Ipog v katehBovvon mov deiyvel n Rebecca eicdyope dvo povtéia
EMKOTTEPOV TOL OTOI0L LETOKIVOVVTOL TPOS TO VNGOL LE EVEPYOTONUEVOLS EAMKEG (PA.
Ewova 142.). Téhog, cuvodevoape T oknvn suspenseful povsikn kot dnpiovpyncope
Camera Actors amd O10(POPETIKEG YMVIEG Y10l VO KOTAYPAWOVLE TO KOTAAANAL TAGVA.
‘Etol, 10 teMkd omotéleocpo, pe v ovvévmon tov mAdveov otoa Camera Cuts,
avTIKOTOTTPIEL TOVG VO YUPAKTNPES VO TPEXOVY TPOS TNV TOPOAID Kol Vo £EPYOVTal
AVTETOTOL He TNV emkeipevn cwtpia tovg and tov Ezekiel.

w  Scalability: Cinematic

fdicoa 4P porip ]~

Ewova 142. Ending Felipe Scene (Salvation)

>10 sequence tov Tobias, Eexivioope TomMOOET®OVTOC TOLVG OVO YOPOKINPES OTO
€0MTEPIKO NG KOAVPOG. Apykd, emAéEaue Ta katdAAnia body animations, dnAaomn yio
™ Rebecca “Running” kot tov Tobias “Running Injured”, kot pvBuicope katdAinio to
Transform tovg ®ote va petaxvodvtar avaioyo pe v taxdTNTE TOV PNUATOV TOVG
(BA. Ewcéva 143.). Atyo ektOg ™G KOAVPOG, CAAL GE OMTIKY EMAQN LE OVTH, OAAAEALLE
10 body animation tov Tobias ce “Falling” onpovpyovtag tv yevdaicOnon g
nT®oNG, Kot 1o body animation tng Rebecca dote vo oTopaTaEL VO TPEXEL KO VO KOITAEL
npog Ta Ticw Tov Tobias TesUéEVo 6TV AULO.

fdidod 4 B Dorid |~

Ewodva 143. Ending Tobias Scene
100



2t ovvéyxewn, tomobetnoape tov Ezekiel 610 ecwtepikd ¢ kaAOPog kol tov
npocBéoape body animations, mpocsdidovtdg Tov pepkd Prpato TPog TNV TOPTO TNG
KoAOPag, Omov otapatdel kot kotaler oty kotevbuven tov Tobias. Télog,
npocOécape Camera actors mov evaAldocovtor kot akolovBodv tnv Kivnomn tov
YOPOKTIP®V. XTNV TEMKN oKnvN, 1 Kapepa eotialel otov Tobias meopévo, evo o focus
amopakpHveTon Tiow Tov ov EempoParetl o Ezekiel oty ndpta, divovrag Eppacn otnv
atpuocealpa g oknvie. To televtaio mAdvo eotidlel oto mpocwmo tov Ezekiel, ywa
tov omoio pécw tov Control Rig tov tpocdmov evionicaie Tovg KATAAANAOLS HOES Kot
LETAKIVOVTOG TOVG  KOTAAANAQ, ONMOVPYNOOUE W10 TPOUOKTIKY £KOPOCT €
avatpylaotikd yopdyelo (PA. Ewdva 144.). 1o TEMKO amOTELECUA, Ol YOPUKTHPEG
npoomafovy va dpametedoovy, aAAd pe v anpocuevn ttoon tov Tobias, o Ezekiel
toug mpoAafaivel. Me éva capkaoTiKd YapdOYELO, OlvEL TNV EVIVTTMOOT OTL 1| SLICMON)
elval @ovoUEVIKY] Kol OeV ExovV eATid va Eephyouv.

v Scalability: Cinematic 1477 S0 @ % @0 A0

590 tems (1 selectec)
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Ewova 144. Ending Tobias Scene (Doom)

Both Last Clip Scene

To tehevtaio sequence TOV ONUOVPYNCAUE ATOTEAEL TO OHOAL KAEIGIHLO TOVL T VOO0
petd ta 600 mBovd TEAN. Apywd, onpovpynoape €vav Camera Actor Kot
TPOCUPUOCALE TNV KIVNOT TOV, AGTE VO PAiveETOL TMG Pyaivel LEGO aTO TNV KOTOTOKTY|
mov vEhpyel otV KoAOPa, akoAovBel T Swwdpoun pExpr v mapoaiic. Mécw tov
Blender, dnuovpyncape pa mvokioo neon (PA. Eucova 145.) v onoia tomoBetrcape
otV Tapoiio. Apyikd OMovpYAGOUE TO OxE010 TOL OEAAUE VO UETOTPEYOLUE OE
Neon, ko to petorpéyope oe Trace. Xtn ovvéyewn, avénocope to Depth yo va
onuovpyncovpe 3D popoen, OwAélape TO YPOUATICUO TOL UAG EELMNPETOVCE
(Emission) kot to giodyape oto Project pog.
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Ewcova 145. Neon Sign Blender

TomoBemoape v mvaxida otnv mapoiio 6TV KATAAANAN Béon Kot TpocapUdGaLLE

KoTdAAnAo TV KApepa dote va otapatdel pumpootd g (PA. Eucova 146.). Téhog,
npocBéoape éva Fade Out epé, mpoodidoviag oty €woOva opyd ofnoyo kot
ONUIOVPYDVTOS L0 GKOTEWV ATUOGPOLPO, TTOV OTOTTVEEL VUG THPLO.

oW Scalability. Cinematic

BothLastCip+

O tdea 4P oy |-

Ewcova 146. Neon Sign Closing Scene

Master Sequences-Rendering
Rendering (FFMPEG)

To mopamdve sequences mov dnpovpyndnkav, evobnkav oe tpioa Master Sequences
kéOe €va amd To omoio apopovsE TNV elcay®YN, T0 A0S av dtacwdel o Tobias Kot T0
téhog av dtacmBei o Felipe.

[N kdBe Master sequence, TpocHicape Ta ovAAOYO sequences Kol To, EVOOCULE LE TN
oelpd péow tov Camera Cuts, TpomomoldVIOG T0 XpOvo Tpofoing Tov kabevog kat Tig
evaAloyés tov Myeov @ote va coppadifouv pe To MyMTIKO VAIKO. XTn GUVEXELD,
npoywpnoope 610 Render tov Kivnpotoypagik®v. XpnGLOTOWCUUE LOPPT .eXT Yo
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mv e€oyoyn tov videos ©¢ aAiniovyio €wOVOV HE TN WKPOTEPN OLVOTH OTMOAELL
nowotmrag. Emmiéov, npocBécape Anti-aliasing pe Spatial xon Temporal Sample Count,
éva kot Oekaéll avtiotorya, Yo mePlocoOTEPN evukpiveln Kot opoaAdtnta. TEAOG,
Tpocapuocape v avaivon oe 2560x1440p ko 30fps, emttvyydvoviag vyming
nowwtntag render oe €0AOYo ypovikd Sdotnua encEepyociog. AmO TPOEMIAOYN GTO
Unreal Engine dev vrdpyet n dvvatodtta 10 apyeio e£60ov va eivan video (m.y. mp4,
avi), kaBmg umopel va mopdyst povo oaAiniovyieg ewovov (my. Png, jpg) mov
amottovoaV TEPAITEP® emeCepyacia yio petotpont| o video. o v dueon €€odo oe
apyeto mp4 evtdc tov Unreal Engine, ypnowonomocape to FFmpeg, évoav Command
Line Encoder. Kéfe master sequence €ywve render ToAAATAEG POPEG, AOY® amOoKAIGEDV
TOV TEMKOV OTOTEAEGUOTOS OO OTOLXEID OV TPOGOUOU®VOLV TN QULGIKY ( OKIEG,
kivnon vepov) ko kwvinoewv tov Metahumans (BA. Ilpoxinceic). H e&aymynq tov
MMTIKOL LAIKOL gywve Eegxwplotd, o€ HOPON .wav, OCTE Vo £XOVUE TEPIGGOTEPN
eveMéia katd TV TEMKT emeEepyacial.

1o terevtaio 6Tdo0, TpocshEcae Ta Tapayopeva apyeia yov kot video oto DaVinci
Resolve, éva mpdypappo mapaywyng kot eneEepyaciog video, mov meptiapfdavetl peydio
mnbog odvvototitov kol epyoieiov. H emeEepyacia mepihapPoave Ooioyn tov
KOAOTEPOV TAAVOV LEGA OO TIG OOPOPETIKESG £KOOGELS TV videos kat T chvOeon Tovg
oe ovyyxpoviopd pe tov Mo (PA. Ewova 147.). Emmiéov, ypnowyomomnkay effects,
omwg overlay yioa to mhaicto g kduepag kot green screen effect yio ddfpwon g
ewovag ota TAGvo pésa amd TNy Kapepo tov Tobias.

Térog, akoAovOnoe render yio kGOe Master Sequence pe Tig 101eg pvOuicelg wg mpog v
avdivon kot Tto  pulud avavémong kapé, To Omoiol OmOTEAECOV TO  TEMKA
KWW UOTOYpaQikd videos Tov ypnoiomonkay 6Tto moyviot.

W 00033010 el 0021108 R v ¥

20240429

e

. 20240429 00:C0:000¢
S 01:02:11:08
e
2 vz
2024-04-29 00:C0:00:0C (=) =]

.’ @ W et .
]

Be

mpa Fetlandi ook et .

20240429 00c0900c | A1 Mot mmmmmmw —EEeTR

& Doting Resolie 136

Ewova 147. DaVinci Resolve Editing for Rendering
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5. IlpokMmeeic-MelrovTikéG BelhtioTomoun)oelg

Xy mepimhokn OdtKasior avATTLENG ToLVISUDY, Ol TPOKANGELG Kot T {nTruota
ONUIOVPYOVVTOL AVATOPEVKTO KOl OTOTEAOVV EUTOSLOL TTPOG TNV OLLOAYT] VAOTOINGN LOG
OMUoLPYIKNG dadKaGiog. X avTO TO KEPAANLO TOPOVGLALOVTaAL Ol BACTKES TPOKANCELS
TOL TAPOLSLAGTNKAY Kot TN dtdpKewn TG avamTuEng tov “The Journalist”.

IIpoxinoceig

[Mapokdtom avaibhovior ot AETTOUEPELEG KOl 1] TOAVTAOKOTNTO TV (NTNUATOV, KOOMOC
Kot Ot AVGELG Y10 TNV OVTILETOTIOT TOVG. AT 10 TEpdoTio péyebog tov apyeiov péypt
TIG TEYVIKEG OvoAsrtovpyieg, kA mpoxkAnon dnuodpyYNce HOVAOIKES gukaipies Yo
avdAvon Kot eVTOMICUO TV TPOPANUATOV, KAODS KOl GTPATNYIKY TPOGEYYIoT Yo TV
emilvon tovug.

Xpovog

Ye Kabe épyo vAomoinomg &vog mayvidoloD HE XPOVOOLAYPOLUO, T OTOTEAEGLOTIKN
dwyelpon tov ypoévov eivor peydAng onpaociog, Ady® NG TOALTAOKOTNTOG TNG
AVATTUENG T VIOIDV KOl TOV S0pOp®Y EPYOCLOV TOV ATOLTOVVTOL. Mid OMHavVTIK)
TPOKANGN V0L 1] ATOTELECUATIKY| KATOAVOUN TOL YPOVOL GE SAPOPES TTVLYES TOV £PYOV),
OG0 oYESIAGUAC TNG 1oTopiag, 1) oYediaoN, 1N OVATTUEN, 1) SOKLUY KoL 1] ETOVAANYT).

AmpoPrenta eumdol Ko TEYVIKE {NTNUOTO TOL TPOEKLYAV KOTA TN OLAPKELDL TNG
avAaTTUENG, OTMATAANCAY TOAVTIHO ¥POVO KOl OLVNTIKA EKTPOYIOGOV GE CNUAVTIKO
Babuod 1o ypovodidypappo tov Epyov. Oums, 1 KavoTnTa ANYNG OMOPACE®Y VIO TiEoT
Kol 1 ovveyng avalnmnon EVOAOKTIKOV AVGE®V, OT®G B d0VUE O AVOAVTIKG OTIC
TOPOKATO TPOKANGELS, UOG EMETPEYAV VO HEIVOVUE EVTOG TMV YPOVIKAOV TEPLOPICUADV
TOV £pYOU.

O cLVTOVIGUOG TV EEYOPIOTMOV TPOCSTAOEL®V dV0 ATOUMV LE GKOTO TNV OAOKANP®GON
T0V £pyov omotédece emiong mpokAnon. H dwoediion TG OMOTEAEGUOTIKNG
EMKOVOVING, TNG CLVEPYOCIONG KOl TOL KOTOUEPIGUOV T®V KOONKOVI®OV HETOED TMV
HEA®V TG opadag, Nrov (OTIKNG onuaciag ywoo Ty tpnomn ¢ npobeouiog kot v
TOPAO0GT EVOG GUVEKTIKOV TEMKOV TPOidVTOG.

Méye0og Project

‘Eva a&loonpeioto eumddto mov kotoAngope kotd tn dwdikacio avamtuéng tov
oy vidlon, ftav 1o péyeboc tov Project, To omoio katd TV TEMKN £kd00T £PTOCE TAL
69,8GB. Avtd onuovpynoe apketd (ntiuote, OO TEPLOPIOUO otV amodnkevon,
dvokoMa o1 petapopd tov apyeiov, kabmdG Kot yaunAotepn amoddoot. Ymapyovv
OPKETEG TEYVIKEG PerTioTONOINONG OV Umopel va akolovOnoel kavelg yo ) peimon
Tov peyéboug evoc Project oto Unreal Engine. Kdmoleg amd avtég tig teyvikés sivan
Texture ka1 Audio Compression dcte va peiwbel to péyebog pe eldylom amdAel
Tow0TNTOG, Asset streaming MOOTE T assets Vo pOoPTAOVOVTOL SOUVOUIKA KOTA T StipKELL
tov Gameplay 1 LOD (Level of Detail) Models ®ote ta assets va gpooaviloviot o
lower-polygon avdivorn oOtav Ppickoviol ce amdGTACT), HEWDVOVIAG TN ¥PNON NG
pviune. o Toug okomohg Tov O1Kov pag matyvidov, ypnoortomaoope 3D poviéda
vyning mowwtrog, 4K textures oto mepifdiiov ko Metahumans oty vynidtepn
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duvat avaivon. o m peiwon tov peyébovg tov Project akolovOnoape po GAAn
otpatnyky, to Migration. Me 11 Jwdikacio avtn, to Project capdvetar kot
dwypagpovtar 6ho to assets, textures kot materials mov dev £xovv ypnoiponombei. Me
oV TpOTO avTd, T0 PéEYEBOg Tov TTayvidoy pewwdnke ota 30GB, kpatdvToag OAeg TIg
KOTOGKELEG GTNV LYNAOTEPT] OLVATI TOLOTNTA, TOL NTAV KOl 0 6KOTAS ToLv Demo.

Cinematics Live Rendering

2y Sadtkacion SNUIoVPYING TOV KIVILOTOYPOOIK®OV TOV ToyVIOo0, TPOEKLYE Lo
KON ONUOVTIKY TPOKANGN Kotd TV TpoondOeia tov Live Rendering twv oknvav mov
neplelyov Metahumans. Xe apketég amd ovTég TIC OKNVEG TPosKvyov (nNTNuaTo pe
dvoiertovpyieg twv Metahumans, achvOETEG KIVAGELS TOV KEPAAOD 1 OMOPOVUEVA
poAd. Ilapd tic mpoondBeleg yia emotopbwon pEcw v aAlayng TS ovOAVGNS TOVG
and High oe Medium, kot pepikdv aArlaymv otig pubuicelg tov Face Animations, dev
evromiotnke M axping Aon tov mpofAnpartos. ‘Etot, avti yuo v {ovtovn petddoon
TV cinematics KOTA TN OBPKEWL TOL TOLYVIOOV, OKOAOLONGOE 10 OLOPOPETIKT
npocéyylon. Xpnowormomdnke mn dvvatdtnro tov Unreal Engine yio Render tov
cinematics kot 1 &faywyn tovg oe opyeio video. Xto Rendering spappodcTnKOvV
pvOuicelg 6mwg o emBountod resolution (2560x1440), m popen tov apyeiov (mp4) ko
10 TAN00¢ TV frames (30fps) mov enelepydleton to Unreal Engine avd mAdvo. Me avtd
ToV TpOTO, N apYY| EvOEAENS eneEepyacia mov epdapuooe to Unreal Engine odnynoe ot
dNuovpyiot LVYNANE TOOTNTOG KIVILOTOYPUPIK®OV Ywpic ntipata pe toug Metahumans.
> ovvéyew, emefepyaotnkape to cinematics oto DaVinci Resolve kot ta
EVOOUOTOCOE €K VEOL 6T0 Project wg apyeio MP4, mapaxduntovtag pe emtoyio tig
TPOKANGELS TOL TTaPOoVCIdcTNKAV 6 oyéom pe To Live Rendering.

Emowovia Levels - Widgets

H enwowovia petald levels kot widgets oto Unreal Engine pmopet va dnpovpynoet

apkeTég TpokANoels. 'Eva mpotoapyikd mpoéPANUo Tov TPOoEKLYE NTOV OO TNV OVAYKT)
xpnong otoyeiov peta&d dwpopetikav levels. Katd ™ petdfoon petaéo levels, ta
widgets dev avtoamokpivoviav, pe amotédecua vo mpémel va Ppebel dAlog tpdmog
emkowvoviag twv 6vo. H eupdvion tov minpoeopidv mov agopovoay t1o level ko
OTOLTOVVTIOV Ylo. TNV EMTUYN OlOGVVOEST), OEV KOTEGTN TOTE EPIKTY. AVTEC Ol
TANpoYopiec apopovoay ta cinematics, Ta omoia, evd Ppickovtav 6to level tov vnclov,
énpemne pe kdmolo Tpdémo va, kAnBovv o widget oto kevrpwd level Tov moyvidlov otV
npocéyyon tov Live Rendering. To (mmuo avtd emadbnke pe tov 1010 tpOMO MOV
eMAOONKe 1O Topamaved TPOPANU pe tovg Metahumans. Amd T OTWYUR 7OV
petotpéyope to cinematics og apyeio Video, koatapépape va to KaAEsovpe ansvbeiog
péoa oto widgets pe v amhn ypnon evog Media Player (BA. Téhog Felippe/Tobias
Widget).
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Melhovtikég Bedtiwoerg

2e auTdV TOV SLVOUIKO Kot dLopKMG HETAPAAAOLEVO TOpE, 1 oval)Tnomn Yo PeAtioon
etvat dtopkng pe KOPlo GKomd TNV AVTOTOKPIoT GTIC OA0EVO EEEMGGOUEVES TPOGIOKIES
TV ToakToOv. Opopotilopevor HeEAAOVTIKEG PEATIOOELS, OTOYELOLUE Oyl HOVO Vv
BeAtudoovpe TNV LAOTOINOT TOL TOLYVIOOD HaG, 0AAG Kot va eppfabivouvpe 6g vy, pe
TOOVEC PEATIOGELS MO GCLYKEKPIUEVO GTOVLG UNYXOVIGHOVS TOL TOLVIOoD Kol TO
oyxedtaopo g oemaeng xpnot (Ul) émg kon t Pedtiotomoinon Tov emddGE®V KoL TNV
EMEKTOGT TOV TTEPLEYOUEVOU.

[T ovykekpiéva, por TOAAG VTOGYOUEVN 000G, Yo TV evicyvon tng eppvdiong ko
™G OAANAETIOPOONG TOV TOUKTOV GTO TouyVidl Hog, TEPAAUPAVEL TNV EVOOUATOOT
¢&uvmvaov NPCs efomMopévov pe mponyuéveg duvatodtnteg texvntig vonuoovvng (Al).
A&omoidvtag adyopiBuovg dévipaov oamopdcewv (Decision Tree Algorithms) kot dAAeg
TEYVIKES TEYVNTNG vonuoovvng, avtoi ot NPC umopotdv va delyvouv mo ainbopaveic
CUUTEPIPOPES, VO OVTATOKPIVOVTOL OUVAUIKA OTIC EVEPYEIEG TOV TOUKTN KOl Vo
oLUPaALOVY GE £vav T TAOVGLO KOl TTO KAONAMTIKO KOGHO TotyvVid1ov.

Oowv agopd Ti¢ peroviikéc Beitivoelg tov widgets, o avtég mepriapupdvovror n
Beltiotonoinon g S1dTaENG Kot TOL OTTIKOV GYEOAGILOV, O1 OToleg eKTEtvOvTOL PEYPL
Kot N PeATion TG AEITOLPYIKOTNTOS Kot TG SodpAcTIKOTNTAS. ME TNV EVOOUATOOT)
UEALOVTIKAOV KPITIKOV OO SOKIUES TOUKTAOV, UTOPOVUE VO, EVTOMIGOLUE oTMueios TOL
mayvidolov mov ypnlovv Peitioon, kot mwoapdAAnio, PeATidvVOVTOG TO LEAPYOVTO
widgets, va pmopécovpe vo oviomokpldodue KOAVTEPO OTIG TPOTIUNCEIS KOl OTIG
npocdokieg towv moktdv. Emmiéov, o1dy0¢ pHog elval vo O1EPELVIICOVLUE VEQ
YOPOKTNPIOTIKE Kol AETOVPYieg MOV ASOTOOHV TIC OLVATOTNTEG TOV GUYYPOVOV
teyvoroyiwv Ul omw¢ m dvvauikn mopoayoynq mepieyopévov (dynamic content
generation), To TPOcOPUOCIHE Wwidgets Kot M OTPOCKOTTN EVOOUATMOON HE TO
GLGTNLOTA TOLYVISLOD.

AwTondvovtag To Opapd Log yior LEAAOVTIKEG PEATIOGELS, GTOXEVOVLE VO EUTVEDGOVLLE
TEPALTEP® JIEPEVLYNOT, CLVEPYACIO KOl TEWPAUATIOCUO GTNV KOWOTNTO T®V TOLXVIOIDV,
TPowOOVTOC TNV TPAOJO KoL TNV KavoTtopio og ovtodV Tov {mvTovo Kot SUVOUIKO KAGSO.
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6. Xvunepdopata

210 KAelowo avtg g epyaciog, Exovtag tepinyndel avaplesa 6to oyedAGHd Kot TV

vAomoinom avTov ToL TAKVIOY TEPETELNS, Sekivnoe éva Taidt mov yapaktnpiletat
amd OMOVPYIKOTNTA, EPEVPETIKOTNTO OAAN, ETIONG, KOl TEYVIKN KavOTNTa. ATO TNV
apyIKN WEU TOV ToVIOL HOG £WG TOV GYOAACTIKO GYEOIICUO TOV UNYOVIGU®OV TOV
OAAG Kot TRV avotnpn bAomoinom, N tpoomdfeld pog wdndnke and to mabog yo o
SLOPUCTIKY QPN YN OT KO TN OEGUEVCT) VO TPOGPEPOVLE, 0L OGO TO SOLVATOV KOADTEPT,
KOONA@TIKN epmepio Toyvioov.

Méca omd v dwdikacio exkmdvnong g avamTLENG TOL  TOLVIOOL LG,
AVTLETOTICOUE TPOKANCELS Kot Optappoug, pe yéAlo katl pe kAdpa, xabepio amd Tig
omoieg ouvéPare otnv €EEMEN TOL £pYyoV pHOG Kot 6TnV ovATTLEN TV deEI0THTOV Hag
®G TPOYPOUUOTIOTEG TOYXVIOIDV. ATO TNV EVOGYOANCT| LE TIC TPOKANCELS GE EMimedo
OYEJOG OV, HEXPL TNV TEAEOMOINGCT TOV OAANAETOPAGE®V TOV ToiKTY, KAOE EUTOI10
OVTILETOMIOTNKE HE EMUOVH KOl OTOPACIOTIKOTNTO, OHOPPOVOVTOS TO TEMKO
OTOTEAEC O, TOV TOLYVIOOV LLOG.

Kobng oloxinpodvovpe owtd to £Yypopo, TPEMEL Vo TOVIOTEL 1) SLVATOTNTO TMV
TOLYVIOIDV VO EUTVEOLY, VO YLXOY®YODV KOL VO TPOKAAOUV GKEWN, Ol HLOVO GTOLG
TOUKTEG OLTOV ALL KOl GTOVG ONUOLPYOVS TOVG. Méaa amd avtd To Taidl oYedacs ol
KOl VAOTTOINGNG TOL TToyVId100, SIEVPVVALE TIG YVAGELS LOG OE GYECT] LLE TOV OXEOOGLO
NAEKTPOVIKAOV oty vidtmv Kot e&gpeuvinie og faBog éva amd Ta mo duvatd cOyypova
epyoareia dnpovpyiog mayvididv, to Unreal Engine.
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