Unreal Development Kit Avoiyua Moéprag

Avowyupa Noptac - Atadikaoio e Bapata

1. File > New Level = Blank Map

Choose a mép template

. Afternoon Lighting —— Midday Lighting

i

Morning Lighting Night Lighting

2. A€l KAk oto Brushes = Cube

Brushes

3. Properties X=1024, Y=1024, Z=16 kot tatate Build.

Brush Builder - Cube

Properties
X |1024,000000 -
Y |1024.000000 s
-
z 16.,000000| -
Wall Thickness |16.000000 :
Group Name |Cube
Haollow |
Tessellated ]
]
| Cancel |
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Metd matdw CSG = CSG Add

4.

MOALg dnuloupynoape to danedo yia to level pag.

5.

=50,

Kata tov i6lo tpomo dnuoupyoupe 2 opllovtioug toixoug (Evdetktika X

Y=350, Z=300).

6.
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7. Agéi KAk 2 Add Actor > Add Light(Point). To onkwvw va ¢wtilel To damedo
(Me &gkl kAlk avw tou Kal ertAéyovtag Pointlight Properties pmopw va puBuiow to
Brightness — Qwtewotnta).

8. MNa va deite nwg daivetal o pwtlopodg emulé€te oto Perspective Viewport tnv

eritdoyn Lit (og mepintwon mou sivat entheypévo to Unlit)
~PLOOOLOIINDDID 6| Al dAdEHI[>]F

9. Avolyoupue tov Content Browser.

R+ O A |wid v éa @] KIS
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10. All Assets > Static Meshes > ETUAEYOUE 10
S_HU_DECO_SM_ChainLink02_B 1} to kavoupue avalntnon kot pe Drag ‘n’ Drop to
eloayou e oto level pag.

Content Browser Actor Classes Levels Scene Layers Documentation

] All (53 Types) Architectural —
[] Animation Sets [ Building 1
[ Material Instances (Cc [] Deco 0
[ Material Instances (Ti [J Effects 0
[ Materials [ Fractures 0
[ Partide Systems [] Volumetrics 0
[ Skeletal Meshes Attribute -
[ Sound Cues []8sP 0
[l Character 0
LI 1extures [ Decal 0
[] Destroyed 0
[l FxamnleConte 0

S_HU_Deco_SM_Chainlink02_B
844 tris, 1088 verts

11.

12. T va petatpéPpw tn mopta anod static mesh oe dynamic mesh &gl kAlk mavw
otnv nopta kat Convert = Mover.
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13. Méoa oto Perspective Viewport kavte Ag§i KAk = Add Actor = Add Trigger
TPV KAl HETA TNV mopta. Emiong emléyovtog Scale pmopoupe va avoiéoupe tnv
aktiva toug. Tnv reploxn SnAadn mou Ba €xel epPEAeLa.

e L '54.‘%'
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14. AumAa ano to Content Browser natdpe to UnrealKismet.

| 4 © MA@ 1 | |word V|ﬁ|E|
15. Méoa oto mapaBupo tou Kismet kavoupe Aeéi KAtk = New Matinee.

16. EmAéyoupe €va amd ta Svo trigger amd to level pog koL oto UTAPXWV
napadupo tou Kismet kavoupe Ag€i KAk = New event Using Trigger_0 = Touch.

17. Evwvoupe 1o touched tou trigger 0 pe to Play Tou Matinee.
18.  KAw maAL oto aMAo trigger kal Ag§i kKAik=>New event Using Trigger_1->Touch.

19. Evwvoupe to touched tou trigger 1 pe to Reverse tou Matinee.
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20. KAelvoupe 1o mapabupo kal motdpe to Koupmi SiumAa oto Kismet Tto

UnrealMatinee.
G ¢ O @ |jwd v #4 @l K[E]

21.  KAwkdapoupe tnv mopta kot kavoupe Agi kKAlk oto UnrealMatinee = Add new
empty group.

Paste Group
Add New Folder

Add New Empty Group

Add New Camera Group

Add New Particle Group

Add New Skeletal Mesh Group
Add New Lighting Group

Add New Al Group

Add New Director Group
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22.

23.

Avoiyua Moéprag

Awote éva dvopa (rx door). Agéi kAik oto door > Add movement track.

e

il o 7

Add MNew Bool Property Track

Add New Event Track

Add New FaceFX Track

Add New Anim Control Track

Add Mew Float Material Param Track
Add Mew Float Particle Param Track
Add Mew Float Property Track

Add New Morph Weight

Add Mew SkelControl 5cale Track
Add New SkelControl Strength Track
Add Mew HeadTracking Track

Add MNew LinearColor Property Track
Add New Movement Track

Add New Naotify Track

Add New Particle Replay Track

Aplotepo KALK oto timeline kot pe T podéAa TOU TOVTLIKIOU KAVOUUE zoom

in/out. Metakwvoupe to Se€l kKOKKIVvo BelakL oto timeline ekel mou eival kot to de€l
npaocwvo BeAlakt (1.000 seconds). To 6o kdavoupe kot pe to Slider kot Tto
uetadépoupe oto 1.000 seconds. Matdpe navw aplotepd Add Key kat petoakivoupe
NV mopta ekel mou Béloupe va avoiyel. Matdaue stop kal play va doUpe mwg
KLveltal.
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UnrealMatinee Curve Editor
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24. T va naioupe to level kdvoupe oto Perspective Viewport Ag§i kAik = Play
from Here

25. ’lowg otav kavw Play from Here va pnv ¢aivetal tinota. Naw Build = Lighting
=> Ok (‘OtL errors BydAel 6ev pog emnpealel).

26. O xapaktipag¢ pag otav Ba matdel To mpwTto trigger, n mopta Oa mpPEMEL va
avolyel, evw matwvtag oto deutepo trigger, n mopta Ba mpémel va KAsivel. Mapola
Ba mapatnprioete OTL av Mpoonadroste va avanepAoete and tnv AAAn MAEUPA TNG
noptag (mapoAo nmou Sev avolyel n mopta) o xapaktinpag daivetal va EPVAEL Ao
pHEoa tnc. MNa va anotpéPete va oupPaivel To mapandvw. EmAéEte tnv mopTa Kot
kavete Ag€l KAk = Set Collision Type = Block All



