UDK Ma6nua 1

T elvar to UDK;

1. Npoypappa katackeung 3D matyvidiwyv anod tnv Epic Games.
2. Apxwa: Unreal Development Kit.
3. Awpedv AOYLOULKO.
4. Moawyvidia texvoloyiag Unreal
HMEPOMHNIA ‘ TITAOX NAATOOPMA
UNREAL ENGINE 1
1999 Unreal Tournament MS Windows, MAC OS
2001 Adventure Pinball MS Windows
2002 Harry Potter MS Windows, OS X
UNREAL ENGINE 2
2002 America’s Army MS Windows. OS X, Linux
2005 Brothers in Arm MS Windows, X-Box, PS2
2005 SWAT 4 MS Windows
2006 Red Steel Wii
2007 BioShock MS Windows, OS X, X-Box,
PS3
UNREAL ENGINE 3
2008 Army of two Xbox 360, PS3
2009 Alien Breed Evolution MS Windows, Xbox 360,
PS3
2009 Batman MS Windows, OS X, Xbox
360, PS3
2009 Borderlands MS Windows, OS X, Xbox
360, PS3
2011 Dungeons and Dragons MS Windows, Xbox 360,
PS3
2012 Game of Thrones MS Windows, Xbox 360,
PS3
2015 Assassin’s Creed MS Windows, Xbox One,
PS4
UNREAL ENGINE 4
2014 Daylight MS Windows, PS4
2015 Adrift MS Windows, Xbox One,
PS4
2015 Tekken 7 Arcade

5. Minimum System Requirements

https://udn.epicgames.com/Three/UE3MinSpecs.html

6. UDK vs Unreal Engine

https://www.unrealengine.com/previous-versions
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UDK MaBnua 1

Nepwnynon oto UDK

1. Apxika kateBdaloupe kat eykabiotoupe to UDK. Matape oto Google

13

UDK kat prtaivoupe oto 1° Link. To kateBgloupe amo edw.

« C' fi [ httpsy//www.unrealengine.com/previous-versions e @@]
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@ ABOUT LEARN COMMUNITY  MARKETPLACE ACADEMIA

WAIT! IS NOW AVAILABI
I LEARN MORE

Please start your project in UE<. We are not shippjfffj updates to UE3
UNREAL ENGINE 3

UE3 was the leading engine of the previous generatj
development. For new projects, we recommend

. It remains available to teams with UE3 projects in

UNREAL DEVELOPMENT KIT (UDK
WHAT IS UDK?

Unreal Development Kit was the free edition of Unreal Engine 3. It remains available for teams completing
projects in UE3.

2. Avoiyoupe to UDK Editor.

I. 4 viewports Prospective,Side,Top,Front pe ta 81kd Toug pevou.
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.  Av BéAw ta aAAGlw amod View—> Viewport Configuration.
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UDK MaBnua 1

3. File=>Open kat avoiyoupe €va xaptn(map) nén €towo. Path—> C:\UDK\UDK-
2014-08\UDKGame\Content\Maps
4. Gyl Game n Designer Mode.
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5. Aplotepod KAk (akAlk) Kal KAvw aplotepd, 6€€ld, mavw, Katw. Kouvaw to
TIOVTIKL UTtpog-Tiiow A ta BeAdkia amod to MANKTIPoAOyLo. Aokipalw tn podéa
TOU TOVTIKLOU. Matdw Movo to Oe€l KALK (OKALK) KOl LETAKIVW TO TIOVTLKL
(ueTtokvw TNV Kapepa). Matdaw toauvtoxpova & kat a KALK. Metoakivoupol
MAavw-katw. MPOZIOXH!!l Av éxw ouvnbicel va xpnoluomow Ta W,a,s,d
TIANKTPA B TTPETEL VAL £XW TIATNUEVO TO OKALK.

6. Viewport Toolbar. Ano toyé\oq KaBopilw Ta EEWTEPLKA KOUUTTLA.
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7. Real Time—=>1.Mpaypatiki por ewovag (kivnon) aAAd KATovVaAWVEL PVAN
kal 2. Av aAAdoupe Béon os éva avtikeipevo oe kamoto Viewport (VP) dev
oAAGleL kot ota @AAa VPs eKTOG av matriow To Realtime.
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8. Brush Wireframe—>®aivovtal oe €va mpoox€Slo OAEC Ol GKPEG KO OKUEG
oxnudtwv. AimAa akplBwg Wireframe mou eival oxedov mapopota. AlmAa
elvay/to Unlit mou deiyvel ta UAka Xwpig Light(dwc) katL mou kavel to Lit.
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9. Lock Viewport. Camera Movement Speed—>Natwvtag to yeilel 1 adeldlel
KOl N KAUEPO KIVELTOL TILO apya N TiLo ypryopa. Tear off Floating Copy.
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Viewport Toolbars

Avoifte to UDK kot emilé€te kamolo amo ta £tolpa map templates (yia mapadetypaNight
Lighting). Mapatnpeiote 6tL mavw amod kabe Stabéolpo viewport umapxet éva Stabéotpo
toolbar.
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Ewkova 1

Jtnv evotnta auty Ba avadépoupe ta Bacikd epyaleia Tou xpelaldOPAOTE yla TA
pobnuata ekkivnong, evw dMa Ba emefnynbolv katd TN por TwWV HABNUATWY oTnv
KOTAAANAN evoTnTO.

e Real Time: _JE_ Otav otn oknvr oag UTtAPXEL KAToLlo animate ylo va pmopéoete va deite
TNV Kivnon Oa MpEMEL va AT OETE MAVW O€ QUTH TNV ETUAOY.

e Brush Wireframe: @ ‘Exete tn Suvatotnta va Seite Ta avrkelpeva kal OAa Ta
TEPLEXOUEVA TNG OKNVNAG 0OC UE OPATA TN ONUELD KOl TIC TAEUPEC TWV OVTIKELUEVWV.
Mpokettot SnAadn yLo To AmOTUMWLO TOU AVTIKELMEVOU (Ko BOUKL)

¢ Wireframe: @ Elvat ouvadég pe to Brush Wireframe. Atad€pouv povo oto TL akpLBwg
ntapouotalouv. o LAACOUUE EKTEVECSTEPA OTNV KATAAANAN evdTnTaL

o Unlit: g Epdavilel tn oknvi oog pe Ta avtikeipeva (udn kal VALKA) xwplg Thv mapouacia
dwrode.

o Lit: & Eudavilel Tn oknvr oog pe ta avtikeipeva pe tnv napoucia pwtdg. Ol emAoyEC
mou €movtal Sivouv ¢wg otn oknvh oag pe peyaluTtepn Aemtopépsla oA pe autd Ba
aoxoAnBolue otnv evotnta omou Ba mpémet vo BdAoups Pwc otn oknvh Kal vo
«Ta§OUEY UE TLG OKLAOELG TWV AVTLKELUEVWV.

o Game View: B Epdavitet tn oknvi cag 6mwe Ba Atav o€ emntinedo £ToLoU TaXvISLoU.

e Lock Viewport: & KAeLOwVEL TO oUYKeKpLUEVO Viewport oTo onpeio Kal avTikelpevo mou
£XETE EMAELEL EVW OL KIVAOELC UItopoUV va Yivouv povayo ota urtdAouta viewports.

e Camera movement Speed: i Ouolaotikd kaBopilel Tnv TaxutnTa HeETAPBach oog amno
TN pa B€on otng okNvng otnv AAAN UE TN XPRon Twv MANKIPWY PETAKivnong elte amnod to
TIANKTPOAOGYLO, €lTe A0 TO MOVTIKL.



e Play in Viewport: E” Yag Sivel ™ Suvatotnta va Ppiokeote oe play mode oto
eTiAeypévo viewport.

o Tear off floating copy: o+ Epdavilel avtiypado tou viewport og véo mapdBupo.

Brushes -CSG

1. Anpoupyla Baotkwy oxNUATWY OMw KUPBoUG, odaipeg, KUALVEPOUG KATT.
Ouolaotika ivat Ta oxiuata (shapes).

0 fes aBKE  C[EBO.xxome 00 @I[>)
5L PPORS0Ies@ G Ao ddil > P 0- fFiRo0PPRIsea@ G oo ddll

fe AR LI>] L

< (21 )L (@) Corent et Pecon el e e v we B VI A 45 v Wb @ DR

« (B[, J[H J[@) Curentievt persscent Level None oo b WA WY e ME @ DR

Ewova 3



4, Me ta Transform Tools emAéyw TO OXAUQA, TO METOKWVW, TOU oAAGIw
S100TAoELG, TO MEPLOTPEDW KATT.

5. Av pEeTOKLVAOW TO KOKKLVO wireframe elval oa va Staxelpilopal EexwpLota to
KaAoUTIL yla va TLAEw VEa oxrpaTa.
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Ewkova 4
6. Av ptiafw maAL Eva kUPo Kot petakvow to wireframe my oto VP F mavw Kot

6e€la tou kUPou, matwvtag to CSG Abstract 6a dw Mw¢ KOPw EKEIVO TO KOUUATL.
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Ewkoéva 5
7. Kavovtag mdaAt tov kUBo amd tnv apxn kot akoAouBwvtag tnv dla

Stadkaoia matdw to CSG Intersect, €MIAEYEL POVO TO OUYKEKPLUEVO KOUUATL TO
omoio propw va Staxelplotw Eexwprotd (2" ewkdva). Av mdw Bripa miow Kat mathow
10 CSG Deintersect kdvel akplpwe To avtiotpodo (3" ewkdva).
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Ewkova 6
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Ewova 7

8. Kavovtag tnv apxikn dtadikaocia kat koBovrtag to de€ld mMAvw KOUUATL, av
nape oto VP F Kal LETOKLVAOOUE To KOKKIVO wireframe Ba dolUpe otL otn B€on tou
QTOMEVEL EVa KiTPpLVO. AUTO €lval TO KOUUATL TTOU KOPAUE. AV TO PETAKLVI|GOUE Alyo
mo 6e€ld ylati LETAVIWOAUE Yyl TO KOUUATL Tou Kopape. Oa doUpe OpwG OTL O
KOBog dev avamAdaBetal. Autd yilvetal yla €€0LKOVOUNGCN HUVAMNG. AV TOTHOOUUE
Ouw¢ to Build Geometry for Visible Levels (BGVL) deite T yivetal.
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Ewkova 8
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Bund Geomenry for Vrutie Levels

Ewova 9

MeTaKklvAoTe TAAL TO Kitplvo TAaiolo Lo péoa Kat matnote to BGVL.



