Unreal Development Kit AveAKuoTAPOG

AveAkuotnpoc - Atadikaoio pe Bapata

1. File > New Level = Blank Map

Choose a mép template

Afternoon Lighting - Midday Lighting

Morning Lighting Night Lighting

Blank Map

2. A€l KAk oto Brushes = Cube

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

Brush Builder - Cube

Properties
k7
X |1024.000000 - 2
Y |1024.000000 -
-
z 16.,000000| -
Wall Thickness |16.000000 :
Group Name |Cube
Haollow |
Tessellated ]
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4, Metd rnatdw CSG = CSG Add
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5. MOALg dnuloupynoape to danedo yia to level pag.
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6. Katd tov i6lo tpomo dnuioupyoUpe to mapakdtw (Evdewktika X=512, Y=256,
Z=256) (X& nepimtwon movu dev ¢aivetal o Red Brush Builder, to kokkivo wireframe,
TIOTALE TO TANKTPO B).
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7. Content Browser - All Assets—> All > S_LT_Buildings_SM_BunkerWallB_STR
KOlL aTTAQL TO ETUAEYW KAVOVTAG KALK TIAVW Tou (Kitplvo mepiypappo)!!!

% Content Browser

Content Browser Actor Classes Levels Scene Layers Documentation

ctural —
[J Animation Sets [ Building 1
[ Material Instances (Cc¢ [] Deco 0
[ Material Instances (Ti [J Effects 0
[ Materials [ Fractures 0
[ Particle Systems [ Volumetrics 0
[ skeletal Meshes Attribute
[] Sound Cues [18sP 0
[ Static Meshes [ Character 0
[ Textures [ Decal 0
[ Destroyed 0
[l FxamnleConts 0

S_LT_Buildings_SM_BunkerWa S_LT_Buildings_SM_BunkerWa
B_STR ilB_STR_FRACTURED
48 tris, 58 verts

8. Acéi kA oto damedo Add Actor = All Templates = Add InterpActor.

9. Itnv emiloyn Static Mesh tou Actor Factory matdw to mpdowvo BeAdkL yia va
€L0AYW TO UALKO Tou eixa eTiAé€el kal matdape OK.

Actor Factory

=

Add InterpActor

Cancel
Options
| ol | P
static Mesh dings_SM_BurkerWallB_STR '@ 1) [1:
»Draw Scale 3D (¥=1.000000,Y=1.000000,Z=1.0000
No Encroach Check I}
Notify Rigid Body Collision O For encroachers, don't do the overla
Caollision Type COLLIDE_NoCollision 5o if you want touch events fror
Pl i e e (3] This is an optimisatien for large
@see Actoruc BNoEncroachChe




Unreal Development Kit AveAKuoTAPOG

10. Oa TO XpNOLUOTOLNCOUNE cav MAATHOPpUA yLla TO acavoép. TomoBeTAOTE TO,
niepLoTPEYPTE TO Kal aAAdte Tou To pEyeBog pe to Non-Uniform Scaling Mode, 6mwg
OTNV MAPOKATW ELKOVA.

11.  As€i kAik>Add Actor->Add Trigger. Copy-paste (] e to Aplotepd kALK & Alt
TIATNUEVO O£PVW) yia va GTLAEwW 2° Kal Ta TOTTOOETW OMWE apaKATW, Alyo Héoa otov
Toixo.

12.  Avoiyw 1o UnrealKismet = Al kKAik>New Matinee.

13. Em\éyw opXLKa TO KATw trigger kat kavw Ag§i KAitk=>New Event Using
Trigger=>Used

14. Ae€i kKAik=> New Action—> Switch-> Switch
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15. Kavw to (610 yia to dAAo Trigger, WOTE val ETUTUXW TO TOPAKATW.
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16. Outriggers oto Kismet kat otov toixo €ivat katd avtiotolyia (katw trigger O,
navw trigger_1).
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17.  Evwvw TI¢ emadec we e€NG.

ThigEer L Used

[EtifiEE

IFEtEELER e EEE

EEiE EtEE

EhEmEE If
Trgger U Used Dzt
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18. KA oto Switch kal katw oTLg L8LOTNTEC TIKAPW To Looping. To idLo oto dAAo
Switch.

w Seq Act Switch

Link Count 1
Increment Amount 1
| Looping
# Indices
Auto Disable Links

Targets

w Sequence Object

19. KA oto mavw trigger used kat otig 1616TNTEC 0TO Sequence Event kavw to Max
Trigger Count to kavw O (unlimited). To 810 kAl 0TO KATW.

LIS ALt

w Touch Types
Class Proximity Types (1)
Ignared Class Proximity Types ()]

Max Trigger Count

Re Trigger Delay 0.000000
Enabled
Priority 0

Player Cnly

—
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20. KAeivoupe to UnrealKismet.



Unreal Development Kit AveAKuoTAPOG

21. EmAéyoupe tnv mAatdopua (tov aveAkuotinpa SnAadn) kot avoilyoupe to
UnrealMatinee. Agéi KAk otnv aplotepn neploxi Add New Empty Group. To
ovoualoupue Elevator.

22. A€l KA tavw oto Elevator mou ¢ptiaape kat Add New Movement Track. 2to
timeline petakwvoupe tov slider oto 1sec kat KALkApoupe avw aplotepa Add Key.
Entiong petad£pouple To KOKKLVO BEAAKL TTOU gival tepimou ota 5sec oto 1sec.

File Edit View Window

4 [curve (Auto/damped) v| b &l 4 | | 100 | 50% 25% m%l%|b‘| ~|§QQ0050

IMatinee Curve Editor

2@ @ | wow ol o o | 5] | 5 Default

KAI TO MPAZING
KAI TO KOKKINO
ETO 1 SECOND

23.  Aev kAelvoupe to Matinee kot mape otnv mAatdopua kat tnv aveBalouvpe Alyo
TIPLV TO TtAVW trigger kal ioa pe to aAAo eninedo.
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24. Ae€i KA otnVv MAatdoppa kal InterpActor Properties. 210
Collision—=>CollisionType—> COLLIDE_BlockAll.

25. Mape Content Browser—> All Assets> All > S_HU_Deco_SM_LightConcave
(va ylvel kitplvo mepiypappo taAL).

26. [Maw oto Katw trigger kot kavw A€l kKAik—>Add StaticMesh: HU_Deco...

27. Rotate 10 pwc. Copy paste Kot mTAVW Kal KATAARyw 6w.

28. Ae€i KAk = Add Actor = Add Light(Point). To onkwvw va ¢wrtilel to anedo
(Me 8€€l kAlk Ttvw Tou Kot emAéyovtag PointLight Properties pmopw va puBuiow to
Brightness — Qwtewvotnta).

29. Build All. A&l kA > Play from here kat pe to mAnktpo E Sokipndlw Kot mataw
TOL KOUUTTILA TOU 0.OQVOEP.



