Path nodes-player start-jump pads-add bots

1.

2.

3.

Avolte pa miota mou €xete Nén Ppriatel. Ze neplmtwon mou Sev UTTAPXEL ETOLUN,
uetaBeite otn ypapun pevou otnv erdoyn File> New Level> Morning Light.
Ztnv emthoyn View Ba mpémnel va petaPeite oto medio World Properties kat n
eTUAEYUEVN pUBULON va elval oto Game type (kaBw¢ kal ota Default kat PIE)
omnotadnnote popodn UT (yia mapadelypa utgame, UTdeathMatch, kArm.)

Onwg avadpépbnke oto mponyoupevo pABnua mpoPeite otnv mMpooOnkn

weapons,ammo ,armor Kalt vehicles (Content Browser > Actor Classes). Evag
AANOG TPOTIOC va KAVETE TNV MPocBnkn eival adou €xete eMAEEEL TO AVTIKEIPEVO
a6 1o Content Browser, va petafeite oto Viewport Perspective kat k@vovtag
6¢eél click va matrioete add yia mpooBnrkn (Ewkova 1)

LOD Operations

Add UTVelncleFactory_Scorpion Here
Replace With UTVehicleFactory_Scorpion
Add Recent

Add Actor
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4. To mpwTto B TIOU TIPETEL val YIVEL 0TNV TILOTA 00 yLa VoL SOUAEPEL cwOoTA lvat

va Tpoodlopioete Tt onuelo ekkivnong Ttwv bots (spawned). Mpokettat
OUCLOOTIKA Yl Ta robots Tou otpédovtal evavtiov Tou xapaktipa oag. lNa 1o
oKOTO auTo kavete Sekl click mavw oto viewport kat emiléyete Add Actor > Add
Players Start (Ewova 2).

InterpActor Properties... F4
Find in Content Browser... Ctrl+B :-D
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Gl e Snap View to Actor
Teleport to Point Ctrl+T+Click
Select >
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Paste Here
Transform >
Pivot >
Create Blocking Volume >
Set Collision Type >
Set Collision from Builder Brush...
Update Base to Proc Building
Simplify Mesh...
Export (FBX)...
Visibility >
Materials >
Level >
LOD Operations >
Add Recent >
Add Actor > Add Light (Point)
Replace With > Add PlayerStart
Convert > dd AmbientSound
Create Archetype... Add Coverlink
Create Prefab... Add PathNode
Play Level > Add bylon
2 Add Trigger
e Force Play From Here (no startup kismet) e
5 Dlay from Her All Ternnias
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TomoBeteite Téo0oepa bots (éva yla kdBe ywvia tng miotacg). Ma ypriyopn nmpocbikn(Ewkova
3) adou elo0dyete o MPWTO Uropeite pe alt+ aplotepod click va kdvete copy yla mpoodRKn

OTLC UTTOAOLTTEG YWVIEC.

Ewova 3

6. XTn OUVEXELD TMPEMEL va yivel mpooBrkn Twv path nodes, dnAadn va dtacadnviotel n
nieploxn Kivnong twv bots. MNa to okomd auto kavete 6e&i click kat emhéyete Add Actor >

Add Path Node (Ewova 4).
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Find in Content Browser...
Go to Actor
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Simplify Mesh...
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Add Light (Point)
Add PlayerStart
Add AmbientSound
Add Coverlink
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Kavte mpooBnkn moMwv Slackopmiopévwy Bnuatwv (Ewkéva 5). Onou &ev umapyouv
nodes ta Bots dev mnyaivouv moté. AvtiBeta o OMOLO ONUELD €XOUUE OKAAEG, TPUTIEG,
OTOEC KATT Ba Tav §0OKLUo va umouv ta bots cag.
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7. 3Tn GUVEXELA KAVETE TIPOOHNKN KL GAAWV OVTLKELUEVWY, EVEPYELWY, KATL. N TO OKOTO
auto petapeite oto Content Browser Actor Classes > search. 1o nebio avalntnong
vpadete health kat pe drag and drop elodyete €va superhealth (Etkéva 6).
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@ Actor Classes - [m] X
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UTHealthPickuplight 1
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£ Health
UTPickupFactory_HealthPack|
UTPickupFactory_Healthvial
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utgamecontent.UTPickupFactory_HealthPack
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Mapatnpeiote OTL MAVW 0o AUTA Ta OVTIKELpeva umtapyet light (Ewova 7)Av emiBupeite va
elvat o epdaveg to anotéeopa Kal va pwtlleTal pmopeite va mpooBEoeTe €va.

[v] Show Categories

=) Categories
=) Lights

- Health
UTPickupFactory_HealthPack
UTPickupFactory_HealthVial
UTPickupFactory_SuperHealth
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8. Otav €xete elodyel €va 6mAo otn oknvh oag (Content Browser > search: weapon > drag
and drop (nty pick up factory)) pnopeite va npocBéoste pe drag and drop ta avtiotolya
dwta. Me Ao click mavw oe kAdBe 6mAo, oto mapabupo Staldyou mou gudaviletal
ETUAEYETE TL emIBUElTE va uTtApXEL o KABOe OmAo(Elkova 8)
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w UTWeapon Pickup Factory

Weapon Pickup Class None
‘w Navigation Point
Blocked
One Way Path L
Destination Only
Vehicle Destination
Make Source Only
Path List ... (0)
Volumes .. (0)
Extra Cost 0 :
Max Path Size (Radius=0.000000,Height=0.0
Nav Guid (A=0,8=0,C=0,D=0)
Network ID -1
w Vehicle Usage
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9. e meplntwon mMou to OmAo TG emAoynG oag €xeL tomobetnBel oe YnAd onueio n
npooPaon oe autd eival aduvarn. MNa 1o okomd autd Ba mpémnel va mpooteBolv jump
pads. MetaBeite oto Content Browser kot erihé€te Actor Classes—> search(siodyete tnv
emhoyn jump)(Ewova 9). BAénete ota anoteAéopata to UTjumpPad (Ewkéva 10) kot to
TPOoCBETETE O0TO ONUELO TTOU BEAETE TIY. TIPLV ATIO €va PnAd KUBO Omou eival Ta OmAa.
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9. Av eruhé€ete play from here kal mAnoldoete oto jump pad Ba Seite OTL AKOUYETAL O HXOC
oAAa Sev yivetal timote dMo. Mpénel SnAadn va Tou TElTE MWE AV TTATACETE eKEl MAVW
Ba mpémnel va odnynBeite o cuykekplpévo onpeio. Mnyaivete oto onpeio otoXo KAVETE
Seki click kat emAé€te add actor>add path node. Kdavete 8utho click oto jump Pad kat
BdAte to 6vopa tou Path Node oto JumpTarget (Ewkova 11).

10.KAetdbwote TIc 1610TNTEG 0a¢ Yyl va otabepormolnBel 1o mapdbupo dlotitwy. Ma Tto
OKOTIO QUTO TMATHOTE TOo AOUKETO (20 amd &gl oto mapabupo blottwv) (Ewkova 12).
EruAé€te to Path Node pe click kat kavete insert anod to npacivo BeAdkL oto Jump Target.

I o ale } j
J w UDKJump Pad A '.
‘ Jump Target :ntLevel PathNode_1'Z@ICTIT)
Jump Sound SoundCue'A_GameplalaiCy 1 :
‘ Jump Time 2.000000 :
" Jump Air Control 0.050000 -
1
Blocked O
One Way Path ]
Destination Only
Vehide Destination O
‘ Make Source Only O
I Path List .. (0)
Melrome o0
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» UDKJump Pad Lock Selected Actors

¥ Navigation Point
Blocked
One Way Path
Destination Only
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Make Source Only
Path List <. (0)
Volumes ... {0)
Extra Cost :
Max Path Size (Radius=0.000000,Height=0.0
Nav Guid (A=0,B=0,C=0,D=0)
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11.And tn ypopurp Mevol eruhéyete Build>Path (Ewdva 13) | KAvete amo Tto Koupri
ypnyopng smloyng otnv kopdéla (Ewkova 14). Av sudaviotel mapabupo Sltaldyou pe
errors Koltalete mola eival kKot ta oBrVveTe. 2tn ouvéxela atnote play from here yia va

Selte 10 anmotéAeopa.
lopment Kit (64-bit, DX9)

h Build Play Tools Preferences Help

Geometry for Current Level
1 Geometry for Visible Levels
Lighting Ctrl+Shift

Al Path&
Selected”Al Paths

Build All
Build All (Selected Al Paths)

Build All and Submit To Socurce Control

1 S
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| Build Paths (right-click for partial build) |
|
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12.5tn ouvéxela kavete rebuild ta paths, emiAé€te play from here kal matiote and to

keyboard to ~. AvoliyelL éva mapdaBupo SiaAdyou omou ypadel add bots x (6mou x o



aplOpog Twy bots mou BéAete va elodyete). Kavete spawn ta bots amoé ta onueio mou
£l0AYATE OTNV ap)r. AOKIULAOTE Kal IAAL TNV TiioTa.



