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Befoicovaw ont giuar o ovyypoapéas avtns g epyaoiog koi otl kabe Ponbeia v omoio glyo yio THV
TPOETOIUATIO. THG EIVOL TANPMOS AVAYVOPLOUEVH KOL OVOPEPETOL OTHY epyoaia. ETions, éxw katoypayel
TIC OTOIEG TNYES QO TIC OTOIES EKOVA. YPHON OEOOUEVV, 10EWY, EIKOVOV KOl KEWEVOD, EITE OUTEG
avapépoviar oxkpifag eite mopappacueves. Emmléov, feforcovw ot avth n epyocio mposToLuaotyke
OO EUEVA TPOCMTIKG, EIOIKG WG TIvYlokh epyooia, oto Tunua Munyovikov [IAnpopopikns kot
Hlextpovikav Zvomuadtwv tov ALIIA.E.

H rmapovoa epyacio. amotelei mvevpatixy idtoxtnoio tov portnty Kwvorovtivov Kovuopdkn wov tyv
EKTOVHOE. 210 WAQIGIO THG TOMTIKHG QVOIKTHG TPOCHOCHS, O OVLYYPOPEAS/ONUIODPYOS EKYWPEL TTO
Migbvég Hovemaoriuio s EAAGdoc ddeio ypHong tov OKOIMDUOTOS OVOTOPOYWOYNS, OOVEIGUOD,
TaPOVOIacHS 0TO KOO KOl WHEIOKHS OLGYVONS THG EPYOTIOS 01e0VaS, 0 NAEKTPOVIKN HOpQYN Koi 08
OTOLOONTOTE UEGO, Y10, OLOOKTIKODS KOL EPEVVHTIKOVS OKOTOVS, GVeEL avialiayuoros. H avoixty
Tpocfoon oto TANpES Keiuevo TG gpyadiog, Ogv onuaivel kal’ 0l0VONTOTE TPOTO TOPOYDPNON
OIKQIMUATOV OLOVONTIKHG 1010KTHOIOG TOD OVYYPOPEQ/OHUIOVPYOD, OVTE ETITPETEL THY OVOTOPAYOYH,
OVAONUOOCIEDOT], QVIIYPOPY, TWANCY, EUTOPIKY YpHon, olovoun, ékooor, UeTapoptwoy (downloading),
avaptnon (uploading), ueTGPpAOH, TPOTOTOINCN UE OTOIOVONTOTE TPOTO, TUNHATIKG 1§} TEPIANTTIKG, THS
gpyaoiag, Ywpic ™ pyTi TPONYOOUEVH EYYPaPn COVOIVETH TOVD GVYYPOPED/ONUIODPYOD.

H éykpion g mroygokng epyaciog amd 1o Tufuo Mnyavikeov [TAnpogopikng kot Hiektpovikdv
votudtev Tov Atebvoig Tlavemotpiov g EALGS0G, dev vTOdNADVEL AmOpOITHTOS Kol arodoyn
TOV OmOYE®V TOV GLYYPAPLa, €K LEPOLE Tov Tunpatog.



«l'10 6oovg Tioteyay oe uevon






IIporoyog

Enéheéa avtd 10 Bépa g epyaciog kabmg 1 dnuovpyia frvreomayvididy TAvIa TaV 6TO LVOAO LoV
®¢ évo, UEAAOVTIKO emdyyeiua. Amd v mMAkio Tov dekoteocapmvy, acyoAndnko pe v Unreal
Engine kot mepapotilopovy pe pkpd projects £mg 6tov £ptoca o€ GNUEI0 VA UTOP® VO, SOV PYHo®
[ oAokANpoéVN 1oTopia Kot vo KukAo@opel 6to dadiktvo, maipvovtag apketd Betikd oxdMa amd
QVTOVG OV TO SOKILAGOV.

Eivot kdti to omoio ayand, Kot kétt mov modroi Oa 0erav va pdbovv kat va eEgpgvuvioovy. H Unreal
Engine 5 pov £dwoe akopo TEPIGGATEPO TO EVOVGHO VO TPUYLLOTOTOGM OVTH TNV TTUYLOKY, UE TIG
TOAD EVOLUPEPOVTEG VEEG TEYVOAOYIEG TNG.
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Hepiinyn

H avantoén moyvioidv veictator €06 kol apketd ypovia, Kol amd TO TPMTO Toryvidl mov
TpoTogppavicTre to 1958 uéypt ko ofjuepa, avt N Propnyovia eéericoetal paydaia. Epgacn opmg
dwotov 61N eHON Tov PvteomaryvidloD Kol Oyl GTOV TLPTVA TOV, OOV VOl 1 UNYAVI] TOLVIOIDV.
ENUEPO VTAPYOVY TOAD dUVATEG UNyavEG Taryvididy, 6mov o €€ avtdv givon 1 Unreal Engine 5. H
Unreal Engine 5, petd and mollég exddoels mov kvkhogopnoe n Epic Games, sivar miéov o
TAVioYLPN UNYXOVH ToLVISOV 1 ool SiveL TN SLUVOTOTNTO GTOLG TPOYPUULOTIOTEG VO SNUIOVPYOHY
EVTVTIOGLOKA Tonyvidla. Kat v yio ToAAG ypovia ot Tpoypappaticotég Paciloviay 6Tov Tapadosiako
TPOYpOppaTIcHS Kot Tepropiloviay amd droyn epyoreiov, n Unreal Engine 5 g&ehicoet miéov 0
OTTIKO GUGTNUO TPOYPOUUUATICUOD TOL, €VO TOPAAANAa Tapovoldlel dvo véa epyaleio o omoia
wpokertan va. fondnocovy oe peydrho Pabud oy amddoorn Kol GTNV PEAMOTIKOTITO TOV TALYVIOION
avtioToryo. X& AT TNV TTLYLeKN, Bo avaAvBohy avTd Ta epyoleio Kol 0 OTTIKOC TPOYPOUUUATIOUOS
g Unreal Engine 5. H pnyovn mpooceépet eapetikd epyaieio yio ta physics kot tnv amnddoor Tov
TOLYVIOO0 MGTE VO EMTPETOVY TO PEOMOTIKO POTICUO, TIC OKIEG KOl GAAQ OTTIKG EQE T, OTTOl0 Etvan
anopaitnta o éva motyviol. Télog, Unreal Engine 5 eivar éva mold 1oyvpd epyaireio mov Bonbd tovg
avOpMITOVE VO SNULOVPYOVV EVIVTIMGLIOKE PBIVTEOTOLY VIO OAAG KOl OPYLTEKTOVIKES KOTAGKEVEG.

AéEeig — Krewowd

unreal engine 5, ontikog mpoypappotioudc, blueprints, pvteomotyviot



Video Game Development in Unreal Engine 5 and

Visual Programming

Konstantinos Koumarakis

Abstract

Game development exists for several years, and since the first game was released in 1958 until today,
the industry has evolved rapidly. Emphasis was given on the nature of the game rather than its core,
which is the game engine. Nowadays, there are very powerful game engines, where one of them is
Unreal Engine 5. Unreal Engine 5, after several versions released by Epic Games, is now a powerful
game engine that enables developers to create impressive games. And while for many years developers
had relied on traditional programming and were limited in terms of tools, Unreal Engine 5 now
evolves its visual programming system, while introducing two new tools that are going to greatly help
with the performance and realism of the game respectively. In this thesis, these tools and the visual
programming of Unreal Engine 5 will be analyzed. The game engine offers great tools for physics and
game performance to allow realistic lighting, shadows and other visual effects which are essential in a
game. Unreal Engine 5 is a very powerful tool that helps people to create great games and architectural
designs.
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Kepdrawo 1

Kepdaiao 1: Evcayoyn

Xe o gmoyn mov o YyNewKa péca eEeAiocovtal cuvexMG, oTa YPaOLKa £xel yivel Eva peydio Prina
6c0ov apopd tov peatopd kot tnv kowvotopio. H Unreal Engine 5 givar n mo mpdc@atn pnyovi
YPOPIK®DY, 1 OTOl0L EPYETOL LE U0 CNUOVTIKA avoPaOuicn o€ vadpyovieg UNYoviopons oAl Hog
TAPOVGIALEl KOl HEPIKOVE VEOLS Omov Ba cuuPfdiiovv €&lcov onUAVTIKG OTNV OVATTLEN €VOG
L VIO10V.

O oxomdg avtig g epyaociag etvar va gpfabdbvovpe TEPIGGOTEPO GTA TEXVIKA YUPOUKTNPIGTIKG TNG
id10g TN UNYOVIG TaPd GTO TG VoL dMovpynoovpe va maryviol. Kot va dtapmticet Tig Oepeiindelg
aAdayég Ko evkopieg wov mapovstdlovrol amod tig e&elibelg ne Unreal Engine 5.

Me avtdv Tov Tpdmo Ba yvaopicovue kaAdtepa opiopéva epyaleia, 6nwg to Lumen, o omoio ivan éva
oDOTNHO, TTOV TPOKELTOL VO QEPEL peyOAes odlayég ota projects tov developers 6cov agopd tov
eoTicpd kot 1o Nanite, Tov mopéyst n Unreal Engine 5, n omoio @épvel v enavioTocn OVGLOGTIKA
oTNV 0TOd00T TOV TOYVISIMV KaOdc TAEov optouéva Tpayuate, To. omoio Bo avaAvBovv ToPUKATO,
dev yperdletal va o vroAoyilovue OTOS KAvae HEXPL TOPOL.

Me avt) Vv epyacio, diveTar 1 dvvatoOTNTO GE KATOWOV VO EUTAOVTIGEL KOl VO EKGVYYPOVIGEL TIG
YVOGELC TOV OAAGL Kot VO ameAeLOepOGEL TANP®G TO SNUIOVPYIKO KOUUATL TOL TTavTa TeptoptldTay amd
TIG OLVOTOTNTEC TOV EKAGTOTE GLUOTNUOTOC AOY® TNG ATOO0GNC TOL ToVIdloV. O mwapaoyebel pa
ohokANpouévn sikdva oyetikd pe tnv Unreal Engine 5 kot 1o 60oTNUO OTTIKOD TPOYPAUUOTIOHOD, TO
blueprints kot 6o amodei&ovpe v e€EMEN Tovg o€ avtifeon pe tov mapadootakd KddKa, v C+t.
Av10 Oa yivel kot péca amd po GLYKPLTIKN PeAETN 1 omoia O TOPOLGLAGEL e KAADTEPO TPOTO TO
0PEAT TNG VEOC UNYXOVIS KL TOV CUGTNUAT®V TNG.

H amdépaon va avaddfo avt v epyacio oamoppéel amd Hio TEPLEPYELD YO TY] OUVOUN OVTNG TNG
UNYoving Kol Tig teyvoroyieg mov mepthapfavel. Emmpocheta évag dAhog Adyog eivor vo dobel m
gukaipio o€ Kamowov va el TNy KAbe GNUAVTIKT AETTOUEPELD TNG UNYAVIS, TOV Oa ypelaoTel yia Eva
AL Vidl, MOTE OTNV GUVEXEWL VO, EYEL AKOUO TEPICOOTEPEG YVAGELS TAV® GTO OVTIKEIUEVO KOl VO
UmopEceL vo otnpi&et va project peyding kKAipokag.

Méow antig NG €pyaciog, GTOXEVOVUE VO OVOADGOVLE TNV AEITOLPYIO TOV VEOV GUGTNUATOV TNG
Unreal Engine 5. H gpyaocia avti Eekivael pe pio oxetiké chvVIoun 16TOPIKH avadpour yuo T0 Twe
Eexivnoe 1 Unreal Engine omd v apyn g dnuovpyiag tov uéypt kot to onfuepa (Kepaharo 2).
"Emterta, O mapovsiactovv opiopéva, {mtikig onuaciog, epyoieio kot Asrtovpyieg tng Unreal Engine 5
Omw¢ To dVo TopoTave Tov avaeipnkav (Kepdiaro 3). Xt cuvéyea Ba avaivbel to project mov
€xel ovamtuybel YpMOWOTOIOVING TO €pYOAeion KOl TIC AETOLPYIEG MOV  TEPLYPAGNKAV GTO
nponyovuevo kepdroto (Kepdroro 4), evd petd o TopovcIaeTEL Uit GUYKPLTIKY HEAETN UE OmDTEPO
oKOTO TNV 0vadelEn g amotelecpatikdToag Tov gpyoreinv avtdv (Kepaharo 5). Télog, 1 epyacia
Oa Kheloel pe 10 GLUTEPAGUOTA TOV KOTOYPAQNKOY oo T cuykekpiuévn epyacio (Kepdaiaro 6).

Kabmg 1 teyvoroyia cvveyilel va dtapoppavel Tov kOGpHo pog, 1 Unreal Engine 5 avadvetal g po
TPOUEPT] OVUVOUN KOl 1) TAPOVSH EPYOCIO OMOTEAEL ATOSEIEN TNG EMTUKTIKNG OVAYKNG TNG KOTAVOTONG
TV OLVOTOTHTOV TNG VO, AVOILOLOPPMCEL TO TOMIO TNG SLOOPACTIKNG Yuyaywyiog Kot oyl Lovo.
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Kepdrawo 2

Kepdalawo 2: H wotopio g Unreal Engine

I'a v xoaTavonon tov mwg erédoape oto ofjuepa pe v Unreal Engine 5, mapaxdto Bo dodue Aiyo
TV 16Topia TG UNYaVIS TALXVIOIDY, TO TS Eekivioe, Kot Tt eEEMEN eiye ava Ta povia.

H Unreal Engine apyixd avortoydnke and v Epic Games [2], o etapeia mov Eexivnoe to 1991
omv Kolpdpvia kot o 1998 katdepepe vor SNIOVPYAGEL L0, UNYOVT TOLVIOUDY 1 OToio apyiKa 7ToV
éva amhd shooter mayvidl, 1 tovAdyotov to brand tng Unreal Engine Eexivnoe €tot. H Unreal
dnpovpyndnke opykd and TPOYPOUUATIGTEG TOV NTAV OLUCKOPTIGUEVOL 68 OO TOV KOGHO, OAAL
TEAIKA 1] OUASO GLYKEVTPMONKE Y10 VO, OLOKATPDGEL TO TToyVioL.

H etoupeio Eexivnoe otov dayovicpnd Make Something Unreal to 2004, pe otoyo va emPpofevost
TOVG TPOYPAUUATIOTEG TTOV ONUIOVPYOVV TpomoTomcel; (MOds) BvTeomayvididv YPNCILOTOIDOVTOS
v Unreal Engine. Enetto emikevipmbnke oto va e€gliEet tnv Unreal og punyoavi moryvidiov.

H mpdtn €kdoon ¢ unyxovng, n Unreal Engine 1 [3], ypnowomomOnke yio va Tpo@odotioetl to
mayviol Unreal, to omoio kvkhopopnoe to 1998. To motyvidl onpeimoe KPITIKN Kol EUTOPIKN EmtTLYio
Kol M pnyovh K€EPSIGE ypIyopa TNV TPOCOYN YO TO TPONYUEVO YPOQPIKE KOl TO YOPUKTNPLOTIKA
ALY VIS0V TG,

Tnv exduevn ypovid n Epic Games napovcioce kat kukhoeopnoe 1o Unreal Tournament, to omoio
avartoydnke pe tnv Unreal Engine 1.5, o avafodpiopévn unyovny moyvioiov ard ty npotr. To
T VIOl KATAPEPE KAl AVTO VO TETHYEL TOVG EUTOPIKOVS TOV GTOYOVS KOl E0PAICE TEPALTEP® TN PN
NG UNYOVIG OG €va 1oYLPO Kol ELEMKTO £PYUAEID Y100 TNV AVATTTLEN TTOLYVIOIDV.

To 2002, xvkhopdpnoe mn Unreal Engine 2, kot opéowng ypnoyomomdnke omd opddeg
TPOYPOUUATIOTOV OT®C TV America's Army koir Tom Clancy's Rainbow Six 3. H pnyavn sixe
Bektiopéva ypapikd kot physics, pe TOvg YopoKTApeg vo eivar akopo mo peoiotikoi. Emiong
vrootipile apketes TAaTQOpues TEPA amd 10 PC, 6mwg Kovodleg kat KV TEG GLOKEVEG.

To 2006, 1 Epic Games ékxave 1o pueydro Prjne ue v Unreal Engine 3, 1 onoia ypnoyomomdnke yio
ta. Gears of War, BioShock kot Mass Effect ota omoio é0woe piar GAAN potid oty ovamtuén
AL VIOIOV Kot £5€1Ee Tov OpOUo Yo TV e€EMEN TV YPAPIKAOV, Ue Ta physics va givol To peoAoTikd
and moté Ko ta animations. Olot o1 VTOAOYIGHOT TOV PMOTICUOV Kot TNG okicong yivoviav avd pixel,
avti avd vertex. [4]

H Unreal Engine 4 fjp0e 10 2011 kot ypnoiponombnke oe moryviow 6nwg ta Fortnite, Street Fighter V
ka1 Player Unknown's Battlegrounds, gépvovtag évav véo aépa otnv avantuén Pivteomayvididv pe
mv vroothpién g ewovikig mpaypotkomro (Virtual Reality — VR) ko g emavénuévng
npaypotikomrog (Augmented Reality — AR), 0o €i6n moayvididv mov ta exopeva xpdvia avénonkoy
paydoic. Mdalota 1 tétaptn ovt) ékdoom NG oEPaSg unxaveov moryvidiov g Epic Games
TOPOVGINCE YO TPDTN POPA £V, OLOKANPOUEVO GUGTIUO OTTTIKOD TPOYPOUUATIGHOV, Ta blueprints.
Yrooyotov v peimon Tov TapadoGloKoD TPOYPULUATIGHOD KOl TNV 7O S100KESNOTIKTY avATTLEN
€vOG Ty vid100 péca amd avTo.[S]

To 2020, n Unreal Engine 5 ftav avty mov £@epe e€mTéAOVC GTO TPOGKNAVIO dVO amd Ta
ONUOVTIKOTEPO, gpyaieia OV umopovoav woté va vrapEovv, 1o Nanite kot To Lumen [6]. Omov 10
TpmTO 0Popd éva véo virtual geometry system, to omoio cupPdier otV TOAD KoAOTEPN OITOSOGT TOVL
TALYVIO00 YOPIG Vo YAVETAL 1] TOOTNTO TOV, vV TO Lumen apopd ToV peOAOTIKO POTIGUO KOl TIg
okibdoelg. H pmyov mepihoppdavel emiong Peitudoelg ot pon epyaciog, To epyoreion Kol TIg
duvatdtnteg ovvepyaoiog [7].
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[Iépa amd ta moryviowe m Unreal Engine éxet v dvvatdmrta vo ypnoipomombel kol 6€ Sdpopeg
EQPUPLOYES, OMMG OPYITEKTOVIKEG amelkovioels [8] kot dtadpaotikég £ykatacTdoelg. Ot aveERTUYUEVES
duvaToOTNTEG TV physics Kol TV YPOPIKOV 0UTAG TNG UNYXOVAS TNV KaB1eToOV KATAAANAN Y10, TETO100
€100VC €QapPUOYEG Ko POAoTO EETEPVAEL TOAAEC POpPES KOl TTpoypdappata 0nmg To Cinema 4D 1 to
3DS Max.

H Unreal Engine £yet emiong ypnotpomomBel moArég @opég Kol amd Topay®y£EG TOL KVIUATOYPAPOL
Kot TG TMAEOPAONG, MOTE VO OMEIKOVIGOVY Ta. oKNvikd tovg péow tov CGI (Computer-generated
imagery). Ot duvoToTNTEG OTOB00NG OE TPUYUOTIKO YPOVO KOl 1 VITOGTHPIEN EIKOVIKMOV KOUEPDV TNG
Ny OvIG TNV €XOLV KOTAGTHOEL ONUOPIAT ETAOYN Y TN dNUovpyio OTTIKAOV EQE.

Mahota, 1 Unreal Engine €yst yivel apketd yvoot) mAEOV Kot Yoo EQUPUOYES KOl Toryvidlo, mov
vrootnpilovv 10 AR aArd kot amd to VR. [9]

‘Eva amd ta onuavtikdtepa micovektiuata ¢ Unreal Engine givar n eveM&ia kot 1 EMEKTAGILOTNTAN
G, 1 Omoio EMTPEMEL GTOVG TPOYPUUUOTIGTES VO ONULOVPYOVV Ty vidla OA®V TV peyebmv, amod
pikpd indie woyvidio £wg kot peydiovg AAA tithovc. H pnyovn €yl apketodg mOPOLS MOTE Vo dMGEL
AT TNV SVVOTOTNTO GTOVG TTPOYPOUUUOTIOTES, LE TO OPKETA epyareio Tov StaBETel KOt TIg AEITOVPYiES
mg.

Ta tehevtaia ypovia, n Epic Games, n etapeia mov Ppiocketon micw omd tnv Unreal Engine, €yet
eniong emkevtpmbel 6to va Kavel mpocsBaoiun v Unreal Engine 6g mepiocdtepovg TPOYPOUUOTIOTES
TapEYoVTag dmpedy TV 0o TV pnyovn oAld kol pe éva peydio marketplace amd assets Omov
UTopovV Vo, ayopicovy kot vo EEKIVAGOVV Ta project Tovg pe v Pondeia avtdv.

Yvvoyilovtag, N wotopio g Unreal Engine Eekwvdet and 1o pokpivo 1998 kat katadnyst 6o onuepa
He o peyddn e€MEN kot pe TOAAES KAVOTOUIEG GTOV YMPO AVATTLENG TOLYVIOIDV KOl EQUPULOYDV.
‘Eyxer wa 1oyvpn kowwotnto, omd griodo&ovg Tpoypoppuatiotés mov aAiniofonddave kot otnpilovron
moTE Vo, AWDGoLV amopieg, va 0Ecovy To AV TPOPANUATA KAl VO GUVEPYOGTOVV.
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Kepdharo 3: O Aertovpyieg T Unreal Engine

H Unreal Engine 5 S100€tel apétpnta yopoKTtnpioTikd Tov dev eivar epiktd va avoapepHouv OAd €00,
TapoOAa avTd B0 VITAPEEL EGTINGCT] GTO TTLO CTUOVTIKG OO QUTAL.

To Blueprints givat 0 omtikog TpoypopUOTIGUOG TNG UNYOVAG TTOLXVISIOV KOl ETITPETEL TN dNpovpyia
opwouévey interactionS péco ota morvidw, TOL &ivon amapaitnTa, Yopig TV ovéykn Tov
napadootakod kddka, oniadn e C++. O Level editor [16] and v GAAn, tovg Ponbdel oty
HOPPOTOINGN TOL EIKOVIKOD TEPIPAAAOVTOC KOl TOV XEPICUO TV OVTIKEWWEVOV HEGA 6 anTd. Duoikd,
mévto dlvetal 1 SUVATOTNTA GTOV TPOYPOLULOTIGTY] VO KAVEL peTaTpom TV blueprints og C++.

To Nanite [11] eivon éva virtual geometry system, puo texvoroyio tng Unreal Engine 5 mov emitpénet
TN uUovpyic 1101TEPO AETTOUEPDY LOVTEAMV UE EAYIGTO BAPOG GTNY LViuN.

‘Eva. amd o moAAd yopoktnplotikd mov oabétel n Unreal Engine €ival 0 maykOGIOG QOTIGUOG GE
npaypatikd ypovo (Real-Time Global Ilumination). To cvomua avtd [10] eEaceariler 6Tt T
ovTikeipeva 6g o oknvh eotiCovtor pe akpifelo Pdoel g aAANAERIOPOOTG TOV POTOG UE TIC
emeaveeg. Eniong to Dynamic Global Lighting 6mov 1 Epic Games 1o ovoudlet Lumen, givai éva
VEO GUGTNUO POTIGUOD TOV TOPEYEL SUVOUIKO PMTIOUO 6T GKNVN EVOC o Vidlon. AVTo onuaivel 0Tt
0 POTIGHOG umopel va oAAGLeL o€ TpayHaTikd ¥povo KaBds Ta AvTIKEINEVA GTN KNV KIvoOvTaL.

S il

Ewova 3.1: DotopealoTik] oKnvi

Emiong vrdpyovv pepikéc e&icov onuaviikég Asrtovpyieg mov givol EKTOC TOL EPELVITIKOD TEGIOV NG
gpyooiag kot gival a&leg avopopas, Om®e 6to Koupdtt tov Nyov énov 1 Unreal Engine mopéyetl tovg
npoypappatiotég kot toug sound designers to MetaSounds [12], to omoio givan éva epyaieio dmov
divel tov mApn Eleyyo og Eva ypaenpo ynelokng eneéepyaciog onpotog [13] yio tn dnuovpyia
MNTIKOV EUTEPIOV 6€ TToyvidw kot Oyt uévo. Evd 10 duvopikd cootnpe Koipov emttpénel
novpyio. pEaAOTIK®OV €PE, OT®G TNV Ppoyn, TO YOVL, TNV OpiyAn kai GAAa, Amd v GAAN 1O
POTOPEOMOTIKO rendering TtV YopaxTpOV yivetor HE Odpopa gpyodieios Kol TEXVIKEG OTOL
ovpparrovy oty eEoupetikn Aemtopépeia owtav. To ocvotnua Niagara VFX [14] sivar éva odotnpa
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yw ta particle effects, ko 6iver v duvatdtnra dnpovpyiog cvvBetwv visual effects, Omwg exprgelc,
QPOTLE KoL KOmTVO.

H Unreal Engine £yt eniong Physics Simulation [15] 6mov amodidel peoloTikdtnTe, 6TV GKNVA,
ONUIOVPYEITOL 1] PLOIKN TOV OVIIKEIWEVOV UEGO GE OLTY, OTME Y10 TOPASEIYUO 1 GOLYKPOLGT dVO
AVTIKEWEVOV 1| 1| TT®oT €vog and avtov. [Iépa amd avtd, 1o physics simulation apopd kot to
animations T@v yopakTpv OTov Tovg divel TPAYUATIKO PAPOg Kot £x0VV TIG AVAAOYES AVTIOPAGELS,
OTMG TTAOGCT), TEPTATNUA GTO £30(POC, TONUC LEPIKDV EKATOCTMOV Kal dAla. Emedn dpmg kamowo amd
avtd yperdloviol mePLocoTEPN €ENYNON 1N KAmow dev avoeipbnkay, mopoakdto Oa avaivBovv
Aertovpyieg, 6Tmg oo Enums mov cuvdéovtot otevad e ta blueprints.

3.1.  Blueprints

v apyn to blueprints ypnoomombnkav g éva pre-production epyaieio, 6mov ot developers
amA®G EKovay oy£S10, Y1 TO Tty vidl Kot LETEMELTO TO LETEPEPAY OTNV TTapaywy o€ C++. [TAéov avtd
dev 1oybel kabmg ta blueprints mANclalovv GTO VO OVTIKOTOGTCOLV TANP®G TNV YAOGGA
TPOYPOUUATICUOV diY®¢ Kopio andAeln, KAt To onmoio Ba cvintmBel ko mopakdtw, oTnv chykpion
™G mponyovpevng ékdoong (Unreal Engine 4) ue v tpéxovoa (Unreal Engine 5).

Ta Blueprints [17] a@opodv tov ontikd npoypapuaticpd g Unreal Engine 5 ta omoio emitpémovy
otovg developers va dnuiovpyodv kot vo xelpilovtar assets tov mayvidion ywpig Tnv avaykn Ypaeng
mapodoctakoy kddwka, oniadn C++. Ta Blueprints eivar ovolaotikd 6tt glvoar kou 1 CH+ amhd
yivovtor Oda omtikd kot Egovv e&icov duvatdtnteg Yo vo dnuovpyncovy ot developers cuvletovg
UNYOVIGUoVE Yo To moyviol, to wwog 0o cvpmeprpépetar n Al yioo mopaderypoa ot NPCs g Oa
Kwvoovtol péca oto TEPIPAAAOV, Kol GAAD GLOTAUATO TOV ToVIOD GLVOEOVTAS UETOED TOLG
«KKOLTAKLO, To. omoia. ovopalovtatl Nodes, o o omTikh dour Tov Uoldlel ue didypoppo. pong, Kot
potalet cav éva mpooyédio (blueprint).

Avtd mov kabiotd v ypron tov Blueprints eAxvotiky givarl to drag-and-drop, to omoio kavel mo
€0KoAN TN ¥p1oM Tovg and Tovg developers, kKot kabiGTd dvvoT TNV dNUIOVPYIC TULYVISIOV OKOMO KoL
and apydpovc. H ypriyopn dnovpyio tov materials [18], twv assets oAld Kot TV pUNYOVIGHOV TOV
VS givor évo kopro (Rtnua yo toug developers kot pe to drag-and-drop tov nodes, ympig va
YPEWGTEL VO YPAWYOLV KDJKO, dIveTal e KOAN ADen o€ ovTo.

2NV GUVEKELD EYOVUE TNV OLVOTOTNTA TPOGPACNC KUl YEPIGUOD TOV EVOOUATOUEVOV AELTOVPYIDV
g UNYovnG, O0T®g ta physics, 0mov Onwg avaeépOnKe Kol 6TO0 TPONYOOUEVO KEPAAMLIO, APOPE TNV
TPOCOUOIOT  TNG  OLUMEPLPOPES TOV  OVIIKEWEVOV — OGTOV  KOGUO  TOL  TOLyvidlov,
ovunepthapBoavousévovr tov collision [19]. To collision egivar n avigvevon odykpovong &vo
AVTIKEIPEVOVY Kot BETel Ta Opla. avTdv o¢ Tpog TV cdykpovor, ta rigid body dynamics, 6érov givan o
RigidBody Animation Blueprint [20], octo omoio pmopei vo, ypnoyomombel to physics asset evog
YOPOKTNPO, Y10 VO, EKTELECTEL L0l KIVIOT) GTO GO0 TOV YOPAKTI PO, KOl TOAAG GAACL.

Ta Blueprints épyovtan pe apketd pre-built nodes[21] ta omoia eivar apketd ypficua 610 Vo
ypnooronbovy oe complex pnyavicpovg 6mov 6vo blueprints aAiniocvvécovtal. o mapdderypo,
N xivinon TV YopokTNpov, ol OAANAemdpdoelc mov Pacilovtar oto physics kot TO TOG
ooumepreépeton 1 Al etvan évo amotéheopa, Tpidv blueprints Tov TPoPoOdOTOVV TO €ve TO GAAO e
KOVOVEG Ylo. vo. OMoEL TO omotéAecpo mov emiopovuse. Me ta mapomdve, ot developers
S1ELKOADVOVTOL VO OMLLLOVPYNCOLV T TToyvidla KaBde 0 KdowKos sivar pndapvog kot n dtoyeipion,

18



Kepdiaio 3

KaBdg Oha gival omtikd, glvatl TOAD KOAVTEPT, GUVETMSG £XOVV KOl YPNYOPOTEPA £V OAOKANPOUEVO
oLy viot.

To debugging [22] eivar éva onuovTikd HEPOG TNG OVATTLENG €vOg TToyvidloh Kobmdg Ue avTod
gvromilovtal mOovE COAALOTO GTO TALYVIOL KOl TOVG UNYOVIGHOVS TOV, PAETOVTAG TNV PON EKTEAEONC
tov blueprints ce mpaypoatkd ypoévo. Emerta, petd v olokApwon &VIOMIGUOV, KATATAGGEL TO
c@aipata o Kotnyopieg kot pe owtd 1o 1pdmo o developer yvopilet T yperaletar va dopbmacetl Kot og
7o aKplP®g onpeio.

<> OnComponentHit (Cylinder) & Attach Ball

> Cast To QAProjectile

Ewéva 3.2: Debugging epyaieia ota blueprints

Ta Blueprints €yovv éva Ogtikd, 10 OTL Umopolhv Vo, SNUIOVPYAGOLY £VO, TPOTOTVTTO KOl VO, TO
UETAPEPOVY OAOKANPO 1 éval TUN A TOV, GE €va, GALo blueprint amAd pe éva copy-paste. Ot developers
€101, UTOPOoHV €VKOAN VO SOKILAGOVY SLOPOPETIKOVG UNYOVIGHOVS KOl VoL KAVOUV dAAAYEG Xpig va
ypealeTal va, Ypayouy €K VEOU KMIIKA, EE0IKOVOUADVTOG TOAD YpOvo Kot Tpootddeio ot dtudikacio
avamTuéng.

O OndctarBegnOverisp (Doot Trigger)

) et Actor Relathve Location

& OrdraEndOverisp (Dot Trigger)

< Dvent Bagin Py
»

Y et v Cocatien

Ewova 3.3: Ontikd chothpo oevopimv
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H dnovpyia custom nodes [23] péoa ota blueprints givan emiong ek, divoviag v dvvatdTnTa Vo
yPNoLoToBovV Yio TV EMEKTACT| TNG AELTOLPYIKOTNTAG TNG UNYAVIS 1 Kol T dnpovpyia wWiaitepwv
UNYOVIGUMV Y10 TO TToyVidt.

_J SetStatic Mesh

| Play Sound at Location

Static Mesh 1 ) I~ _/ Print String

InSting [DamageTaken |

v

Ewova 3.4: custom nodes

To Blueprints tg Unreal Engine 5 dSwOétovv emiong éva embedded network node yw
Aertovpywkdtnto tov Multiplayer [24], to onoio kabiotd moAD To edKoAn TV dnuiovpyia multiplayer
GUGTHIOTOC Y10, VO, TOLLYVIOL.

Ta Blueprints yivovtol emiong 0Ao kot o S0OE0UEVE GTO YDPO TNG EKOVIKNG TPOYUATIKOTNTOG
(VR) kot g emavénuévng mpaypatikotntog (AR), pe anotélespa ov developers va dmuovpyodv
SL0dPOaCTIKEG EUTEIPIEG OKOUA O YPYOPQ Kol EDKOAN UE OAES TIG SVVATOTNTEG TOV TOVS TAPEYEL M
Unreal Engine. Ta blueprints otrnv Unreal Engine 5 0o @avodv ToAd ypnoiua Kot 6Ty onuovpyia
EQUPLOYDY TOL OEV OQPOPOLY TO. TOLYVIOW, OTMC TPOCOUOIDCEL] EKTOUOELONG, OPYLTEKTOVIKEC
OTEIKOVIOELS KOl OOPUCTIKEG E€YKATACTACELS. XvUvioud Oo dodpe Mo mponyuéveg SuvatdTNnTES
TEYVNTAG VOMUOGLVNG KOl UNYOVIKNG HAONONG VO EVOMUOTMVOVINL GE OMTIKG CLGTILOTO OTMS TO
Blueprints, pe ta onoio 0o katactiosl Svvatd va eglrybobv o1 NPC yopoaktipec mov eAéyyoviol amod
v Al, xa0d¢ Kt o TponyUEVEOY SLVOTOTNTOVY GTo, physics Kot TNV arodoon.

3.2. Enums

To enums [25], xpnolpomolovvToL Yoo vo. OGOV OVOUOTO GE OKEPOLES TIMES. o Topdderypo, N
KATAOTOON EVOC Pootkod pevoDd pmopel vo avoamapactadel m¢ ovOUATO KOl VO TPOYPOUUATIOTEL MG
aképatot aptiuoi:

0 = Mainmenu
1 =Game
2 = Pause
3 = Gameover

Ot developers pmopovv pe avtd va OnMuovpynoovy évo GOVOAO SOKPITOV ETIAOYOV Kol Vo
OVTIOTOlYiooVY [0 HOVOdIKN aképota T o€ kdfe emAoyn Omwg PAETOVLUE KOl OTO TOPOTAVE®
TOPASELY IO, KAVOVTOG TTLO EDKOAT TNV QVOQOPQ OTIC EMAOYEG.

Ta Enums ypnoiuorotovviol cuvidmg yio Tov opiopd evog 0POVE TIUMV TOL YPTCLLOTOIOVVTIOL MG
€loodotl 1 €£0001 Y10 GUVAPTNGCEIG | OC TUPAUETPOL Yo SAPOPO YOPOUKTNPIOTIKA TNG unyovie. o
TOPASELYIQ, UTOPOVV VO XPNCILOTONBo0V Yo TOV KOOOPIGHO TOL TUTOV TOV OVTIKEWEV®OV GE Ui
OKNVI], TOV SWPOPETIKAOV KATOOTAGE®MY €VOG YOPUKTNPA 1 TOV SPOPOV MYNTIKOV €QE oE £val
moyvidol. Opilovtag avTtég TIg emA0YEG ™G enums, YIVETOL VO SIUCQAAICOVY OTL 0 KMOKAG TOVG &ivat
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€UKOAOL OVOYVAOGLLOG KOl GUVINPNGIHOG Kot OTL Ol TWEG TOL YPNGLUOTOLOVVTIOL GTOV KMOWKe givor
GUVETEIS KOl GMOTES.

Me v AéEN-KAESi enum yiveTol vo dNUIOVPYRCOVY €VO enum, Kol GTHV GLVEXELD VO, YPAWouV &va
ovopo YU onTO KOt o MoTo LE OVOUOOTIKES TIUESG, KAOE pio amd TG onoieg ympileTon pe KOUUO. XTIg
OVOLOOTIKES TIWES ovaTiBeTOL pio aképoto TN omd TPOEMAOYT, EeKvavtag and 1o 0, aAld ot Tiég
oVTéG pumopovv gmiong va optotovy and tov developer, av avtd eivar emBountd. Apod opiotolv, ta
enums HIopovV va Xpnolpononfody pe tov idlo Tpomo OTmG 0To10GONTOTE GALOC TOTOG dESOUEVAY,
KOl 01 OVOUOOTIKEG TIHEG UTOPOVV VO OVOPEPOVTOL LE TO. OVOLOTO TOVG 1 LE TIC OKEPULEG TIUES TOV
TOVG €YoV exy®pnOet.

Enumerators

4 Enumerators

Display Name (CEYTRETRN ~ Description (R ~ 7Y K2

Display Nerme (CESCSND ~ Oescription (NN - PN K2 x

Display Narme (ETEND ~ Oescription (N - PN K2 x

Display Name v Description_ v u b 4
v

4 Description

Ewova 3.5: Anuiovpyia twv enums

"Eyxovv moAAd mheovekTnuaTo EVavTL GAA®V TOTTOV JES0UEVOV, OTOG PEATIOUEVT OVAYVOCTLOTNTO KOl
GUVTNPNOUOTITA TOV KOSIKA, AYOTEPO COUALOTO KOl OE OPLOUEVES TEPIMTMOGELG KOADTEPEC EMOOCELS.
Mo mapdderypo, OTaV ¥PNCUOTOIOVVTAL TO. €NUMS, 1) WXV WTOPEL VO, XPTCIULOTOGEL OEIKTES Y10l VL
avalnToel ypyopo [0, OVOUOGTIKN TIUN, TPAYUo TTov givarl Toybtepo amd v avalftnon g
GUYKEKPIUEVNG TIUNG O (ol Alota 1 évav mivaka. Quoikd, Ta enums eMPAAALOVY LOVO GLYKEKPUEVA
ovopoato kot fonbovv oty amoeLyn TE YPNONS AVOKPIPOV TIUMV, Ol OTOIEC UTOPEL VO 001 YICoVY O
GOAANOTO Kot GAAC TPOBANLOTO.

UENUM(BlueprintType)
Monday = 0O,

Tuesday = 1,
Wednesday = 2,

Thursday =

Friday =
Saturday
Sunday =

InvalidDay

Ewcova 3.6: TTopaderypo avokpifodv Tyudv

Y10 mapamdve mopdderypa, to enum «EdayOfWeek» éyel oyediootel yio va avirpocmnedel v
nuépa g efdouddag. Qotdco, mepiEyetl T Aovlaouévn Ty «InvalidDay», 1 omoia dev avtiotouyel
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GTNV TPAYHOTIKN NHéEpa TG efdopddac. Avtd onuaivel 6tin AoavBacpévn ypron aVTiG TG TG GE
GUYKEKPLUEVT] AOYIKY| LTopel VoL TPOKOAEGEL GUYYLGT 6TOV KOJWKE. Avtd elvar pia avakping tiun.

Ta enums GTOV OMTIKO TPOYPOUUATIOUO UTOPOLV Vo KAVOLV TOAD gokoAn tnv (on Tov
TPOYPOUUATIOTH], TOV GYESIOOTI KOl YEVIKOTEPO TNG OUASOS OVATTUENG £VOG TTO VIS0 Kabmg péca
oo LEPIKA KOVTAKLO LITOPOVV VO, SNULOVPYHCOVV TIG d18popeg Asttovpyieg Tov oty vidon. AvTifETwg
otV Ewova 3.7 PAénovpe mooeg ypapupés kmdko yperaletar va ypayet o developer mpokeévov va
dnuovpynoet po Aettovpyio pe enum O6tov Bo tepthapPdvel Tpelg EmAOYEC.

/] First, we de the
UENUM(BlueprintType)
55 EMyEnum - uint8

OptionA,

OptionB,

OptionC
¥z

// Then, we can use it as a type for a variable
UCLASS()
MYPROJECT_API AMyActor : pub

GENERATED_BODY()

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category =
EMyEnum MyEnumValue;

=

// Finally, we can use it in Blueprint graphs or in C++ code to control logic or behavior:

void AMyActor::MyFunction()
{
f (MyEnumValue == EMyEnum::OptionA)
// Do something if MyEnumValue is set to OptionA

£ (MyEnumValue == EMyEnum::OptionB)

// Do something if MyEnumValue is set to OptionB

// Do something if MyEnumValue is set to OptionC

Ewodva 3.7: Astrtovpyio Enum pe kmdiko

22



Kepdiaio 3

Ta enums pmopovv va ypnotpomomBodv yio Tov opiopd TOV SOPOPETIKMOV EMTEOMV GE £va, Ly Vidl
Kol To blueprints pmopovv va ypnceiporoinfovv yia tn onpovpyio AOYIKNG Y10 TO TMG CLUTEPLPEPETOL
T0 Toyvidl pe Paon to Tpéyov eminedo. Me tn yprion T@v enums ce cuvovacud pe ta blueprints, ot
developers umopodv va nUoVPYNGOVY GUGTAKOTO TOV UTOPOHY EDKOA VA Tpomomotfovy and GAla
LEAN TNG OpAdaG avATTLENG, Y®PIG VO TOLTOVVTOL AAAYES GTOV KDOJIKA OO THGW.

To custom events [26] ivor emiong pépog TV ENUMS Kot umopodv vo. vepyomonfodv oty unyaviy,
EMTPEMOVTOC TN Onpovpyia o ovvhetwv cvomudtov. o mopddelyuo, To enums UTOPOLV Vo
¥PMNOLOTOmNBo0V Y TOV OpPIoUO OPOPETIKDY EVENtS mov cvpPaivouv Kotd TN ddpKeln eVOg
ALY VIS0V, OT®G 0 Bdvatog Tov maiktn, 1 enifeon tov gxBpov M N maporafr| avikelpévav. Ta oxédia
puropovv va ypnoiporomdov yio ) onpovpyic AOYKNG, Yo Tov TpOTO UE TOV Omoio TO mayvidl
avTOpa 6€ aVTA T GLUPAVTOL.

3.3.  Nanite

To Nanite [35], eivar t0 véo yapokmpiotikd g Unreal Engine 5 kor owtd mov kdver givar vo
epupaviCel pe Aemropepn Kot vymAn avdAivon ta assets, Kot ovtd He EAIYIOTO AVTIKTUTO 6TV amdI0GT).
O mapadooiokdg Tpomog dnuovpyilag assets, PEYplL OTIYUNG, €ivar 1 xpnom g oadikaciog mov
ovopdleton "ueimon Tov aplfuod Tov ToAvydvav" [27], 1 omoio HEIDVEL TOV aplBud TOV TOAVYDVOV
0€ €VO LOVTEAO TTPOKELUEVOL VO PEATIN0EL 1| amddOoT|, [LE AVTIKTUTO TNV TOOTNTA KoL TNV OVOAVOT)
oVTOV TOL asset.

I

Ta televtaio déka ypdvia, 1N avarntuén TOv peydlmv Toryvididv teivel otadlokd oe dVo Pacikd
onueio: To interactive storytelling kot to open-world [28]. T vo. givar peaiiotikég ot 6KNvEG, TO
HOVTEAO TOL YOPOKTNPO TPEMEL vo glvar Gyoyo oyedoouévo, 10 péyebog Tov KOGHOL OV
enelepyalopacte Kot 0 oplOpdc TV avTIKEEVOY ovéavovtol TALoV Katd ToAD, Kol avtd To 000
£€yovv avENCEL OMUOVTIKG TNV TOALTAOKOTNTO, GE U0, OKNVA TOL 7ayvidwd. O aplBudc tov
OVTIKEWHEV@OV TPETEL VOL EIVOIL LEYAAOG Kol KAOE LOVTELO TTPETEL VAL EIVOL ETOPKDG AETTOUEPEG,

Yrdpyovv cuviBwmg 600 onpeio Tov dnpovpyeitar RTnue oty ardd00T TOADTAOK®V CKNVMV:
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o IIgpropropoi otnv GPU (Graphics Processing Unit): H GPU egivon vrevfovn yioa v
amTO00CT] TMV GTOLEIDV G TPUYUATIKO ¥POVO Kol GE TETOIEG TEPUMTMGELS OVCKOAEHOVTUL VO
dwtmpnoovy otabepd frame-rate, 6mov frame-rate givar o apOUOg TOV €KOVOV (KOpE) TOV
pag otvel n 086vn avd devtepodrento. Avto pmopel va 0dMyNGEL 6€ TPOPALOTA, OO TTOGELG
tov frame-rate, stuttering, émov eivar éva mPOPANUO TOL TPOKOAEITOL OO OKAVOVIGTEG
kafvotepnoelg petald g povadog enelepyosiag ypapikmv (GPU) katl tov kopé otnv 006vn
60G, KOOmG Kot TOAAG GAAQL.

e Bottlenecks otnv CPU (Central Processing Unit) ko otnv pvijun: H CPU Swayepileton
duapopeg GAAES TTVYEG TOL T VIS0V, cuumeptlapuPovopévov Tov physics simulation, g
GUUTEPIPOPAS TNG TEYVNTNG VONUOGUVNG Kol TNG AOYIKNG TOL TOoyVidloV. X& TOAVTAOKES
oknvég, ot meplopiopol e CPU kat g pvAung pmopet vo onpovpyncovv {itnua, Omeg
apyobg xpoOvoug POpTMENS, TpoPfAnuata oty Al 1 v EaeViK S10K0M COGTNG AELITOVPYING
Tov physics simulation [29].

Ta tedevtaio ypovia, 1 Pertiotonoinon g Te)voroyiag anddoong ExEl TEPIOTPOUPEL YOP® amd ovTd
Ta 600 TpoPAnuata Kot el dtapopewbel Kamoo TEXVIKY GLVAIVEST GTOV KAADO.

Ot developers TpoKeWEVODL VO AVTILETOTIGOVY Ta TOPOTAve Vo {ntruata ypelaletal apyud va
Bektidoovv to rendering Tov TOLYVIOOD OTAV TPEYEL GE TPUYUOATIKO ¥pOvo Kot ovtd Ba yivel pe to
LOD mov avaeépbnke mponyovuévas odrd kot pe to occlusion culling [30], 6mov givar pia dwadikacio
TPOCOPIVIG EEAPAVIONG TOV OVTIKEIWEVMV GTI OKNVH IOV OeVv ypetaletal va PAEmeL 0 maiktng, Kabdg
kot to dynamic resolution scaling [31], to omoio a@opd ™V TPOCAPHOYN GTO TOGOCTO TNG KLPLOG
006vng avdroyo pe tov @opto epyaciog e GPU tov mponyovuevov kopé. H avdivon
TPocapUOleTal, OVAAOYO HE TIC OVAYKES, Y10, TAPUSELY LD, OTOV VIAPYOVV AP, TOAAY AVTIKEIEVO
otnv 086vn 1 O6tav vrapyetl Eva peydho pé mov pmaivel Eopvikd oto Koapé. O ypdvog amddooNg TNg
GPU Ba avénbei ko 1 avarvon g 000vng Ba pewwbel yia va datnpn el to frame-rate mov €xet opioet
otL emBupel o TaikNG.

To péyebog ™G KPLENC UVAUNG Kol Ol O1APOPOoL TUTOL TTOV OvaPEPONKAY Tapamdved £yovy yivel
otodakd 1 BEATIoTN TpaKTIKY Yo TN PerTicTomoinon cuvletmv oknvav kat ot Tpoundevtéc twv GPU
£€Yovv oTadloKd avoyvopicel aVTn TN VEO poT| EneEepyaciog TV verteX.

I'o v 1otopia, to Driven Rendering [32] Boaoietor oto Compute Shader culling. To dedopéva mov
&yovv apapebei mpémel va, amodnkevtovv oto Buffer e GPU péow amd ta APIs 6mwg to Execute
Indirect, to omoio eivor Y vo emovapépete OAEC TIG decuedoelg mov emnpedlovior amd ovtd o€
YVOOTEG TIHES, Kot To apopedév Vertex/Index Buffer mov tpopodoteitan micw oto Pipeline g GPU
KOl TO 07010 &Y€l aENGEL TNV adpotn EMPAPLVON TNE BVAYVEOOTG KOL TNG EYYPUPTC.

Me Baon 10 Topamdve, TPOKEUEVOD va. feATiDoel Tepattépm v sveléio e eneéepyaoiag vertex, N
NVidia gionyaye yw mpotn @opd v évvowo. tov Mesh Shader[33], eAmilovtag va katapynoet
otodakd opiopéveg otabepés povadeg (to VAF (Vertex Attribute Fetch), 6mov dwafaletl Tic tipéc tov
YOPOKTNPLOTIK®Y 0td TN WA Kot TiG oTéAveL ato vertex shade, to omoio avtAei deiktec omd To index
buffer ka1 otéAver triangles otov vertex shader)[34]. Tapaxdte n Ewova deiyvel nog sivar £va Mesh
Shader.
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Ewoéva 3.9: Zynuatikn avaropdotacn tov Cluster

IMAéov, Oumg ue to Nanite, ovtd movel va givol mTpoPAnue, kot o ddoel apketd ydPo oty
eneEepyaotikn oy kot oty GPU va a&loromoovy ot v dOvaun oe onpeio mov etvol mpoy otk
amapoitnto, Omwg to axopo kaAvtepo rendering oto materials, oTOV QOTICUO KOl GUOIKE GTNV
dnuovpyio TOAD peyoldtepmv kKOGH®Y kabhg kol oe dAAa. TIpoxertar yio éva virtualized geometry

system [36] mov emtpémel ot unyovh va gpyaletol pe mold Aemtopepn models, ympic vo ypetdletan
va pelwdel o apBpog Tov ToAVYOVaV.

‘ o w”/j 2o 0t

Ewova 3.10: Nanite, avalvon tov tepifdAiovtog o complexity view

H pnyovn pmopel kon delyvel ekatoppoplo polygons og mpaypotikd xpovo yopig vo ypeldaletal vo
YPTOULOTOGEL APKETI UVAIN, KOL TTLO GUYKEKPIUEVA, XPNOLUOTOIEL £VaL TTOAD UIKPO TOGOGTO LTI,
Kot Tov eneEepyaoty), o€ avrtifeon pe ddleg pebddovg 6mov Pacifoviarl Kupimg otV eneEepyaoTikn
oYV Kol TNV i, teplopifovrog £tot v dnuovpyikotnto tev developers.

ITo ovykekpéva, to poviého dloomdtor o€ TOAD pKkpd Koppdtio, kot gpgaviovtor to polygons
otav gipoote oto nanite mode. AVTd To UIKPG, KOUUATLO, WITOPOVUE VO TO. TOOUE «nanoparticlesy. H
pnyovi deiyverl 6TL Pmopel va. €ivat 0paTd GTOV TOAKTH KOl LE OMOTEAECLO VO LEWDVEL TNV YPNON TNG
1oYVG KoLl TNG UVAUNG o€ onuovTikd Badpd. o va pmopel n unyxovn euoikd va aroddocel EEumva Tov
apBpd tov polygons tov avtikeyévov, to Nanite €xetl tn dvvoToTNTO Vo dnpovpyel avtdpato Eva
LOD (Level of Detail) [37] cbompa, 6mov avaloyo pe to mOc0 Kovtd PpiokeTol o maiktng 1o
avrtikeipevo, Bo aAAdlel ko 1o eminedo AEMTOUEPELNG. AV ATOLOKPOVETAL, TO EMIMEdO AemTOUEPELNG Ot
TEQPTEL.
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3.3.1. H oyéon tov Nanite Mesh pg to Static Mesh

‘Eva Nanite mesh eivon éva static mesh [38] pe evepyomompévo to Nanite. 'Eva Nanite mesh
eEaxorovBel va etvar ovclootikd éva triangle mesh 6tov muprva Tov pe mOALG emineda AemTopépelag
mov epappolovrol ota dedopéva Tov. Mdiota, to Nanite ypnoiponotel Eva vieddg vEO GUGTNLO Y1d
TNV omdd00T QLTHG TG LOPPNG OECOUEVMV UE EEAPETIKG ATOTELEGILATIKO TPOTO.

To povo mov amorteiton Yo va ekpetaAlevtel £va static mesh ta TAeovektipata tov Nanite, givor Eva
kovunt yioo v evepyomoinon tov. To Nanite dev Stapépel amd ta mapadoctokd meshes, pe
dapopd o6tL 10 Nanite umopei va yelptotel ToALG TepioooTepa triangles amd 6,1t sivar duvatd yia 1o
mapadoclakd geometry. O developer 1o povo mov €xel va KAveL givol vo PETAKIVIIGEL TV KApEpQ
apKeTa Kovtd kot To Nanite Oa oyedidost o apykd triangles g mnyng mov eionydncov.

LoD 0

\ N

Ewova 3.11: H evepyomoinom tov Nanite

Tao Nanite meshes vrootpilovv molamhd UV kou vertex ypopoto. Ta materials avtiotoyiCovrot og
Tunquate Tov mesh étol dote ta. Materials avtd, vo uropodv va, ¥pPNoILoTolodV SL0POPETIKA LOVTELD
okiaong kot dynamic effects mov umopovv va yivovv ota shaders. H avaBeon towv materials pmopei va,
EVOALACOETAL QUVOULKA, OTMG Kot kdBe dAlo static mesh, kou o Nanite dev omartel kapio Sadkacio
YW T0 «ynolwo» Tev materials 1 oAlmg to Bake down, 6mov eivor €évag tpdmog epapuroyng evog
oUVOAOL Omd textures oe €va TPLGOLIOTOTO UOVTELO, €TOL MOTE va Unv ypeldletor mhéov va
vroloyilovtot katd to rendering.[39]

3.4.  Real-time global illumination

O TmoykocHog eOTIGHOG og mpaypotikd ypovo (Real-time global illumination) agopd v vynin
oot ta Kot to dynamic lighting [40] oto nepiBaiiovia tov moyvidudyv. AVt 1 Te)voroYia ETLTPEREL
OTN UNYXOVI VO TPOGOUOIDVEL TOV TPOTO LE TOV OMOI0 GUUTEPLPEPETAL TO YOG GTOV TPUYHOTIKO
Kkoopo, Aapfdavovtog voyn to materials, to oyfquata kot to textures Tov avTiKeEEvoy Ge e KN
Yol T OMHOLPYia TO PEOAGTIKOD POTIGHOV.

O moyKOGLUOC POTIGHOG YPNOUYLOTOIEL TPONYUEVES TEXVIKEG Y10 VO LITOAOYILEL TOV TPOTO e TOV omoio
TO P®G avamnod Kot dtackopmiletal oe po oknvi, Aappdavovtag vedyn 16éco to Direct[41] 660 kot o
Indirect Lighting[42]. To Direct Lighting givai o @wc mov @Tavel g pia emipdvelo angvbeiog omd o
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mmyn ewtoc, evd To Indirect Lighting eivan to pmg mov €xel StooKopTIGTEL OO GAAX OVTIKEIHEVO GTN
GKNVN Kot OTAVEL G€ pa EMPAavele Eppeca. Avtd dnpovpyel £va mo QLUGIKO Kol TGTELTO TEPPAAAOV
QOTIGOD, pe SOft oKiée, SlaKPITIKES OvVTAVAKAGGELG KOl TOAAG GANG.

]
]

'
: '
I
|

Ewcdva 3.12: Direct Lighting Eucovo 3.13: Indirect Ligh:[ing

To lightmass[43], eivar ko ovtd UEPOC TOL TAYKOCUIOL POTIGUOD TO 0010 YPNGIUOTOLEITAL Y10 TO
pre-calculation tov Indirect Lighting o€ po oxnvn. To lightmass katapépvel vo vroloyioet To indirect
lighting, Aappdvovtag vroyn to materials, To GYNUATO KOL TO YPOUATO TOV OVIIKEWUEVOV GTI KNV
Kot aodnkevovtog atég Tig TAnpopopieg og Evav lightmap[44] mov pmopet vo ypnoyonombei kot
TOV {POVO EKTEAEGNG Y10 TNV AtOO0GT TNG GKNVNS. AVt To lightmap mepiéyel TAnpoopieg oyeTIKd e
to Indirect Lighting ce pa oxknvn kou pmopei vo ypnopomombel yio tov ypryopo kot axpipn
VTOAOYIGUO TOV PMTICUOV, OKOWUT KoL € UEYOAD KOl TOADTAOKA TTEPPAALOVTAL.

Ewova 3.14: Indirect Lighting pe lightmass

To volumetric lighting[45] &ivoar por akOpo TEXVIKN QOTIGHOV, TO 0m0i0 OAANAEMOPE pe TO
mepPdAlov pe o QUGIKO TPOTO Kot awTo Yivetar evtog tov Lightmass Importance Volume, 6mov
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0VGLCTIKG etvon 1 TtepLoyn| 1 omoia KoAvmtet To lightmass, dnpovpydvVTag To PEAAIGTIKES OKIESG KO
avtavakAdoelg Kot tpocBétoviag Pabog ko didotacn o€ o oknvi]. To volumetric lighting pmopei va
yPMNoILoTo0el yio T Snpovpyio EPE OTMG 1| OUIYAT.

-’ 3 ~
Es "

Eucdva 3.15:; Volumetric Lighting

‘Encito. éxovpe to reflections[46] oOmov eivor pio onuoviikny wroyn yw vo {oviavéyovv To
nepPAALovVTa, EMTPENMOVING OTO QPMOC VO KAVEL OvTOVOKAOON OT0 OvTKeEipeva otn oknvi. Ot
avTovokAdoelg Eektvouy omd tov Tpdmo Le Tov omoio Exovv puBuictel ta materials. To materials mov
OTIG WOTNTEC TOLG OeV £YOVV LYNMAO VOOUEPO ©TO roughness, KOGVOLV TIC EMPAVEIEG AYOTEPO
avaKAooTIKEG. AvTo pmopel va givat 1 dtopopd petald tng ONovpyiag Hag extpavelag mov Hotdlet
pe kaBpéetn 1 cav PoupToioUéEVO PHETOALO.

Ewova 3.16: Reflection otnv Unreal Engine 5
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3.4.1. Lumen

To Lumen[47] givan éva véo choTpHo TAYKOGHIOL QOTIGHOV oL lofydn otnv Unreal Engine 5, to
01010 GTOYEVEL GTOV PEUAICTIKO POTICUO KOl TNV OKI0OT GE TPAYUOTIKO YpOVOo. ATOTEAEL GTIOVTIKY
Pektioon oe oyéon upe to mpomnyovpevo cvotnue eoticpov ¢ Unreal Engine 4, 1o omoio
YPNOOTOI0VGE AVGELG pre-computed POTIOUOD TOV HTOV TEPLOPIGUEVEG MG TPOG TNV KOVOTITA TOVG
VO, TPOGOLOLMVOLV SUVALIKO eOTICUO Kat okiég, dnmg to Distance Field Soft Shadows.

To Lumen ypnoiuomnotel évov cuvovocud TeXVIK®V Tov ray-tracing[48], to omoio mpoomabel va
pipn0ei Tov TpOTO LE TOV OTTOI0 AEITOVPYEL TO PMOC GTOV TPAYUATIKO KOGLO Kol TO ¢a¢ Bo pmopovoe
VO QVOyVOPLoTEL O¢ pol pony eotovimv, kol tov voxelization [49], to omoio sivar m Swadikocio
LETATPOTNG OOUMV OESOUEVAOV TOV OTOONKEVOLV YEMUETPIKEG TANPOEOPIES GE o €KOVO GE
rasterized popon. Evtonilel Tig axtiveg poTtdg 0T OKNV Y10 VO TPOGOUOIDGEL TOV TPOTO E TOV 0010
TO MG AVOKAATOL OTIC ETMLPAVEIEG, ONULOVPYDVTOS GKLEC KOL OVTOVOKAAGELC.

-

Ewova 3.17: H avéloon Tov goTIGHOD HEXPL KAl TO POTOPENAITTIKO

"Eva. and ta Pacikd mheovektipata tov Lumen givot 611 emtpénel 1o dynamic lighting kot Ti¢ 6K1ég o€
TPAYUATIKO XpOVO, TPAYUN TOL CTUAIVEL OTL 0 PAOTIGUOG Kal Ol OKIEC UTopovV v aALalovv ue Paon
T 0€om ™G POTEWNG TNYNG N TNV KIVIOT TOV AVTIKEWEVOV GTI OKN VY.

To Lumen emtpénel mo evEMKTEG poég epyasiog otny avantuén mayvidiov. Exeidn npoxettol yia Eva
oVOTNHO, POTIGUOV TPAYLOTIKOD xpovov, ot developers pumopodv va dovv Tig aAAOYES POTIGHOD TOL
TPUYLLOTOTO0UV OUECWHS, YWPig va xperaleTor va Tepévouy va, dnpovpyndovv pre-computed AVoELS
ooTIopoV. o mopdadetypa, TV oTyp] Tov TomofeTobV £va avTIKEINEVO PG GTO TEPIPAAAOV OLTO
TPOCAPUOLETUL ALTOLOTA GTOV EMTICUO Xapn oto Lumen ko dev ypedletor va kdvel bake out dote
va 500VE TOV TPOYUATIKO QOTIGUO.

Mopoia avtd vrdpyovv kot meplopicpol. Mia amd Tic peyoAvtepeg mPOKANGELS gival 1 amd300T).
Enedn 1o Lumen elvor por evtatiki] vroloylotikn dwadikacio, amaitel onpoviikn woyd g GPU.
Dduokd, Yo va 1o vootnpi&el avtd, yperdleTon po képta ypapikav omd v NVIDIA andé v RTX
2080 wou vedtepn, eved and v AMD and v Radeon RX 6800 XT wou vedtepn, yuo tnv enitevén tov
IKOVOTTOUTIK®V OTOTEAECUATOV. AVTO onpaivel OTL Umopel voo UMV €ivol KOTOAANAO okOpo Yyl
GUGKEVEG TTOL OEV £YOVV UEYAAT VTOAOYICTIKY] 1GYV.
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Ewova 3.18: H peahotikdtnta tov Lumen

H ¢¥omn tov Lumen onpaiver 6Tt pmopet vo pnv etvor KatdAANAn yio 6A0VG TOVG TOTOVG TOLYVIOIDV.
Ta mouyvidio mov amaitovy vYNAd Pabud akpifelag kot EAEYXOV TOL EOTIGUOV, OTWOC TO TOLYVIOLL
ol 1 To oy vidlo oTPATNYIKNG, evogyetal va eakolovBobyv va ETm@elodVTOL 00 ADCELS POTICUOV
TIOL £YOVV VITOAOYIOTEL €K TV TpotéPmV.[50]

3.4.1.1.  Voxelization (Voxel)

[Tponyovuévmg avagepnkape oto 6tL To Lumen ypnowonoiei Voxelization. To Voxelization sivot
o dwdkacion oty Unreal Engine (Kot og GAAEC UNYOVEC TOLVIOIDV) TOL UETATPEMEL TNV
TOAVY®VIKT YEOUETPIO TOV TPIGOAGTATOV AVTIKEWEVOV o€ YKo voxels, Ta omola givon Tpiodidotata
pixel i1 "volume pixels". To Voxelization ypnoiponoieitol cuyvad 6 GUVILAGUO LE TO ray-tracing Kot
UAAEC TEYVIKEG GE TTPAYLOTIKO ¥POVO Y1, TN BEATIOON TG 0Td00TG KOl TG OTTIKNG OO TNTAG.

To voxelization ypnoionoteitar pe ddpopove tpdmovg. ‘Evag amd toug mo cvuvnbiouévoug givar 1
VTOGTAPIEN] TOV TAYKOGHIOL (OTICUOV GE TPOYUOTIKO Y¥pOvVo OmMm¢ ovoeepikaue mopamdve, o
0m010G YPNOIUOTOLEITOL Y10 TOV VTOAOYIGUO TOV TPOTMOL HE TOV OMOI0 TO POG OVAUKAATOL OTIC
EMEAVELEG TNG okNvNc. Me to voxelization g yeopetpiag, 1 punyovn HTOpel v dMUIOVPYNCEL [
OVOTOPAOTAGT) TNG CKNVIAG OV UTOPEL va aviyvevbel ypryopa Kol OTOTELEGUOTIKA OO TIC OKTIVES
OPOTOG, EMTPETOVTOS O PEOAOTIKO POTICHO KOl OKIEG.

-k

(a) Bunny model (b) 1 mm (¢) 0.6 mm (d) 0.4 mm

Ewova 3.19: To Voxelization og 4 dapopetikd otadio
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Mo dAA xprion tov voxelization oty Unreal Engine givai n vrootipién tov physics simulation. Mg
to voxelization g YEOUETPIOG TOV AVTIKEWWEVOV GTN GKNVI), 1| UNYOVH UTOPEL val ONUOVPYNGEL Hiat
QLOIKTN OVOTUPACTOCT] AVTOV TOV OVIIKEIUEVOV TTOL UTopel vo Tpocopolmbel gukoAdTepa Kal va
OAANAETIOPACEL e AL OVTIKEILEVO GTN OKNVT], KATL TOV Bon0del Ta TOPAUOPPMUEVE OVTIKEILEVA 1)
™mv dnpovpyio gvog destructible mepiBdriovtog, 6mov dnradr| ta assets umopodv va JocTaGTOVY GE
TUYOio KOUUATLO, 0TS Yot TOUPASELY LD TO GTAGLUO EVOG TLATOL.

INo mopaderypa, ov developers éxovv éva mepiBdAlov e €vav YOpOKTAPO, U0 UTGAN, Kol KOTOo
Eva. Xe avto to TEPIPAAoV, BEAOVY Vo dnovpycovy Eva peailoTikd physics simulation émov ta
avtikeipeva OAANAETIOPAvVE HETAED TOVG.

Voxelization: Apywé, to mepifdAlov omoteleitar and TOATAOKN TPIOAACTATO HOVTELD Yo KOOE
AVTIKEIUEVO, OO AETTOUEPT] TOALY®VIKG meshes Y10 ToV YapakTipa, To ELAM Kol Vo oolpikd mesh
Yy ™ prdio. o v ardomoinon tov vrmoAoylou®v tov physics, kdvovv voxelize Ta avTikeipeva
oTA:

e To povtého tov YapoKTPO SUOPPOVETOL G Eva TAEYHA omtd cubic voxels, onov kabe voxel
OVTUTPOGMTEVEL £VO, LLIKPO TUNLLO TOV GYKOL TOV YOPOKTPA.

e Ta &EOGha emiong €ywvav voxelized pe mapopolo TpOTO, PHETATPETOVTOG TO, TOAVTAOKA GYNLLOTA
tovg og Voxel mAéyuara.

o Téhog, N umdra avorapictatol amd po voxelized coaipa.

Physics Simulation: H punyav propel mAéov va mpocopotdvel 0KoAo TG AAANAETIOPACELS HETOED
OVTIKELLEVOV:

o Otov o yopaxtipag mnda kol axovumdast oe éva voxelized &olo, m unyovh pmopel va
vroloyioel mwg To voxels Tov yopaktnpo aAANAoemdpovv pe To. voxels Ttov EvAov,
EMITPETOVTOC PEOAGTIKEG AVTIOPAGELS GUYKPOVGOTG.

e Edav o yopaxtmpag onpmdéel €va EOA0, M unyavi UTOPEl VO VTOAOYIGEL TIG OVVAUEIC TTOL
aokovvtal ota voxelized EOAa Kot TV Kiviorn Tovg avaloywc.

o Otov n umdro avomndd ce empaveleg | cvykpovetar pe GAlo voxelized avtikeipeva, m
pnyovin uropel va xelpiotel ta physics tov aAAniemdpdoewv g voxelized prdiog.

To Voxelization, £ktOg a6 TOV TOYKOGUIO POTIGHO Kol Ta physics, pmopel emiong va ypnoponomOel
KoL Y10 GAAOVE GKOToVE, OTMG Yia. T dnuovpyio volumetric effects, 0nmg n opiyAn N 0 Kamvog, 1 Y
N dnuovpyio Aemtopepmv textures.[51]
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Kepdharo 4: Yhomoinoen Tov project

210 mAaiclo Tng vAomoinong Tov project Bo deiovpe Prpa-Prina to TS vAOTOMONKE UE GKOTO VA
YPTCULOTOUGOVLE TO VEN TEXVIKG YOPOKTNPIOTIKG OOV ovapépnkay Topamdveo e oKomd va
amodei&OoVpE TNV OMUOVTIKY GUVEISEOPE TV Vémv unyaviopov g Unreal Engine 5, Nanite wou
Lumen, oAdé kot v e&EMEn tov blueprints. TTapdAinio Oo moapovoidcovue to blueprints, mmg
dnuovpyndnkav yo v kdbe Asrtovpyia mov vrdpyel péso oto project Kot T0 TOGO VKoM gival
oV ¥pnom Ko T ateleinteg duvatdotnteg tov. Ta assets mov ypnoyomombnkav fTov amnd 10
marketplace g Unreal Engine kot vAomomoape méveo ce avtd to blueprints. To marketplace &yet
mnbmpa assets dote vo Pondncovv Tovg enidoEO0VG TPOYPOUNATIOTES VO EEKviiGouY pe o Bdom
aAAG KoL Oyl LOVo, KaBdc 0 apluog Toug givol PHEYAAOS Kot Umopel KAmo10¢ va dnUovpynoet éva
Ty viol €€’ 0AOKAN POV LE AVTA.

4.1.  Anpovpyio yopoxtipa

H dnuovpyia tov yapaktipa oty Unreal Engine pe blueprints pmopel va goaivetal ek mpmdTng Oyemg
eOKOAN 0AAG pe Alyo meplocOTEPN TPocoyn KataAdfaivovpe T®G Yoo vo EXOLUE €vav TANPWG
AELTOVPYIKO YOPAKTNPO OTTOV VO UTOPEL VO KAVEL O1AQPOPES KIVIIGELS, PEAAMOTIKG KoL Y10 VO UTOPEL val
aAANAoEmIdPa e To TEPPaALoY, ypeldletal apKeTa, Kot TOAEG Qopég mepimioka, blueprints yia va
TETVYOVLE £VOL KOAO OTOTEAEGLO.

I'a va yivouv 6Aa avtd pdiiota, yperdleton kol v cuvdpoun T@v Enums 6nov e&nyovue mopandvem
TL €ival Kol T YPNCUOTO0VVTAL VD QUGIKG amatteital kol o animation editor tng Unreal Engine
01ov B0 dDGEL KivoTN GTOV YOPUKTPO LOC.

Iopoakdto Ba dodue Alyo mo avodvTikd, Tmg dNpovpyeitor To KAOE KOUUATL TOL YOPOKTNPL LG,
TéPO. amd TO YPAPIOTIKO OmOvL owTd pmopel va yiver péca amd 1o Blender M kdmoio mapodpolo
Tpoypoupa Onuovpyiog 3d model.

4.1.1.  Character Blueprint

To Character Blueprint cuvévdlel 10 Tp1odidoTato poviéro, TV Kiviion TOL YOPOKTNPO Kol €va
OUVOAO CLUTEPIPOPAV KOl OAANAEmOpdoemy o€ éva eviaio emavoypnolLomom oo asset. Oa
umopobooue vo Tovpe dNAadn OTL €ivol 0 TLUPNVOC TOV YOPOKTNPO Kol amd eKel umopodue va
eléyEovpe dhec TIG Aettovpyiec oV pmopet va onpovpynoape o€ Eeympiotd blueprints.

v nopakdto Ewova PAérovpe 0ia ta functions Tov yopakTpa OTOL TEPVAVE PEGH amd AVTO TO
Kevpkd (mupnvag) blueprint. Xe avtd PAEmovpe Tig KAGoeS 0nmg tov held object, 6mov o maiktng
0PN CLTAG UmOpel Vo, GLAAEYEL avTIKEiUEVE Kol Vo, amobnkedovtal o€ €va, inventory yio vo. To,
YPNOLOTOUOEL LEAAOVTIKAL.

‘Emerta glvar 10 oOOTNUO KAUEPOC OTOL O@EOPA TO TL PAEMEL O TOUKTNG KATA TNV OLAPKELN TOV
TALYVIOO0 KOl 0VAAOYO TTOV KOLTAEL O YOPOKTAPOC, UETUTOMILETAL KOl TO COUO TOL Kol OTL givon
GUVOEDEUEVO TTAV® GE QVTO.

Avtd eivon pepikéc amod Tig Asttovpyieg 6mov Pmopel var £xEl EvVag OPUKTNPG Kol TopaKAT® 0o dodpe
Ayo 1o avorvtikd ta blueprints avtd pepovouéva.

33



YXomoinomn tov project

FUNCTIONS

—

Held Object
F UpdateHeldObject

J ClearHeldObject

JF AttachToHand

J UpdateHeldObjectAnimati
Camera System

s

BPI_Get_3P_PivotTarget
BPI_Get_FP_CameraTarget
3P_TraceParams

State Changes

OnOverlayStateChanged
Mantle System

GetMantle

MantleEnd

Mantle
Ragdoll System

JpAnimation
Ragc

RagdollEnd

Ewova 4.1: Ola o Functions a6 to Character Blueprint

4.1.2. Flashlight

H dnuovpyia tov gakov givor éva and ta mo amhd mpdypota, kabdg 0 KOIKAG Tov givarl pkpdc.
AoV tomobetnioovpe to asset péca oto blueprint kol 1o kdvovpe attach oto mesh tov yapaxtipa
TOTE EIPOGTE ETOLUOL Y1 VO, TOV SDCOVUE TNV AEITOVPYIN DGTE VO, SOVAEVEL KAVOVIKA.

- @ Fstign
X
O

Ewova 4.2; TomoBétnon Tov eakod 6To XEPL TOL YOPAKTP
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AVT0 yiveTal LE TO VoL GUVOEGOVLE TO TANKTPO TTOL BELOLLLE Y1al v avAPOLLE TOV PaKO, Kot LETA VO TO
cuvdécovpe He to toggle visibility To omoio agopd v @mTEVOTNTO TOL EOKOV, KABDS KOl TNV
TomofETNoN TOL «IKAK» YOV péca amd éva audio component.

=13
Pressed [
Released

Key

5.
Target

Propagate to Children

p——
Point Light e
Spo/l Light

T Ad& ;ﬁd}cﬁtc:mponer;i

Target | se Return Value
Manual Attachment

» Relative Transform

Ewova 4.3: Ta blueprints yio tnv Aettovpyikdtnta tov Qokov

Me avt0, Exovue TAEOV TOV PAKO LOG OTTOV UTOPOVLLE VA, TOV avoiyovue 0mote BEAove Kot 6€ onueia
mov eivatl okotewd. To dvorypo Tov EaKkod oVGLICTIKA YiveTOl TOTAOVTAG TO Kovuni F 6mmg paiveTon
Kot oty ewkovo 4.3 ko omd ekel maipver eviodr] to Audio Component @ote va maifel o Myog
avoiypatog tov akov, kat énstta mael oto toggle visibility yia va evepyomombet to spot light kot to
point light. ®vcikd, to emg TPéNEL Vo, ivorl SuVapKd ®OTE Vo pTopel vo Tpooapproletatl KatdAAnio
ue 1o mEePParlov.

4.1.3. Movement

v xivnorn tov yopoktipo gpPabdvovpe mwo TOAD TAEOV OTIS AsrTovpyieg TNg unyovhg kabmg
YPEWCTNKE VO KAVOLUE TO animation yio TNV kdfe kivnon mov o yopokTnpos pog 0o ékave. Avto
mpoyuatomoleitar puéoa amd £va. animation blueprint to omoio gival o mvpHvag TG Kiviong tov
YOPAKTAPO HOG Kal 6,TL KIvon KAVEL EvepyOTOLEiTal amd eKel.

Méca oto animation blueprint PAémovpe Oheg Tig Asitovpyieg Tv animations émov 1 kabepio Eyel
ouvoebel Le GLYKEKPIUEVE ONUELD TOV GKEAETOV MGTE VO TOL dMGEL TNV Kivnomn mov OEAovE.
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Update Values

J UpdateR
Grounded
Movement

ionAmount

F caleul

J CalculateStandingPlayRate

J CalculateCrouchingPlayRate
In Air

J CalculateLandPre

F CalculatelnAirLeanAmount
Foot IK

ulateQuadrant
F AnglelnRange
Interpolation
F InterpVelocityBlend
J InterpLeanAmount
Debug
F R

Ewova 4.4: Ta functions tov animation blueprint

Apywcd, £govpe To main events oto event graph tov blueprint 6mov apopovv Tig Pacikég Aettovpyieg
OTMG TO VO EEKIVIGEL VO, TTPOY®PE 1 VO, GTAPATACEL 0ALG Kol Ta transitions dTav 0 YOPOKTNPOS oG
KPOTOEL KATO0 OvTIKEIEVO 0Ttmg Eva 0mAo. Ta transitions avtd £yovv cuvdebel pe To kKabe animation,
omov T0 KB animation dnuovpyeital oe Eva animation sequence.

Avt M obvdeon, emrpénel 610 animation blueprint va €yl TpdcPacn ot sequences Kol EMOUEVOG
GTOV GKEAETO TOL YOPUKTNPO.
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Parameters Blend Out Time

Parameters Play Rate Parameters Play Rate

) Play Transiton Tme © Play Transitron- 7
< AnimNotify_->N Stop L : © AnimNotify_Land->ldle }

& AnimNotify_->CLF Stop

$ Play Transitron- Tm

€ AnimNotify_->N QuickStop
»
Target [self

Parameters Animation

Parameters Blend In Time

Ewova 4.5: Transitions tov yapakthipog

Avtd ta events givon apkeTd dmwg eoiveTon Kot oty mapakdto Euwova 4.5, kor umopodue vo movpe
OTL VTOG glval 0 TupNvag Tov animation ov Ba dmwoel (N otov yapaxtipa pag. Exovue ta Stop R,
Stop L, CLF Stop kot Quick Stop, 6mov 10 kabéva aviroyo v katevboven pog, Urpootd, miow,
de€1a, apiotépa, evepyomolel To animation yio dtav oTOPOTAEL O YOPAKTPOG VA Kiveital. Xto de&id
£yovpue omAd To idle animations yuo dtov dev Kiveitat o o paKTHPOC.

To event graph Tov Animation blueprint éye1 6Aeg tig Aettovpyieg ko yia vo. dovAéyovv, ypetdletar va
mepdoovy péca amd to animation layers 0mov ekel divovpe otV UNYOVN HEPIKEG GLYKEKPIUEVES
TOPOLETPOVG DOTE VO LTOPEGEL VOL GLVTOVICEL TOV GKEAETO LE T, animations.
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ANIMATION LAYERS

- AimOf

m-e,
- AImM

Ewova 4.6: Animation layers

INo mapdaderypa, oto Set Pelvis IKOffset vmoloyilel apyikd to Pelvis Alpha Bpickovtag 10 péco
Bapog v TodMV MoTE VO SDCEL TNV KATAAANAN GONGT KOl 1G0PPOTiD GTOV YOPAKTPA OTOV KIVEITAL.
Ta va yiver avtd, TpdTa opicape éva vEO 0TOXO TNG AEKAVNG TOV YOPOKTINPL MG TN YOUNAOTEPN
petatonion modiov. ‘Emetta, dtacvvdéovpe v TpEYOLCO UETATOMON TNG AEKAVNG HE TN VEO TIUN-
o010y0. Kdvovue mopeufoin pe StapopeTikég ToyhTNTEG AVAAOYO UE TO OV O VEOG OTOYOG Eival TAV® 1
KATO a0 TOV TPEYOVTAL.

phabymding|

[ Set Pelvis IKOffset e ———— E Branch
[ — [ ma—— True B

Foot Offset L Target O Pelvis Alpha ; Condition ~ False b =9

¥ Get Curve Value P = =
Foot Offset R Target O 2 Pelvis Offset

© (o) v[20) 7[58)

Return Value

Cur e
| Enablefogtkd—]—
F GetCurve Value Add pin @

Target [ self | Return Value

Ewova 4.7: Yrnohoyiopog Bapovg Todidv
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=
1! Branch
I « @ Pelvis Target o
y, S » el Foot Offset L Target @
/ Foot Offset L Target X Condition  False B
Foot Dffset L Target Y \ SET

» D
i Foot Offset L Target Z | _,,.' Pelvis Target o
Foot Offset R Target X £ " Foot Offset A Target @
Foot Offset R Target Y

Foot Offset R Target Z

peed!

\ T, Branch @ Pelvis Offset
i e Return Value @
\.h T - P —

» LW Pelvis Target @ = @, Target

Pelg ATt X Condition  False | -~

Delta Time X Delta Time
Pelvis Target Y
Pelvis Target Z S - i
s e »

Tf;_\ﬁmelp To

Pelvis Offset X —

@ Pelvis Offset
Pelvis Offset @ = g, cyprent Return Value @

Pelvis Offset Y.

Pelvis Target @~ o,
Pelvis Offset Z & ® Target

Delta Time X Delta Time

Interp Speed [ 15.0 |

Ewova 4.8: Atochvdeon AEKAVNG LE TNV TIUN-0TOYO

Evtog tov animation layers, vmdpyovv to animation state machines to omoio eivor apBpwtd
GUGTHIOTO TTOV UITOPOVUE VoL OMovpycovpe ota Animation Blueprints yio va opicovpe animations
Yo T0 TOTE emTpénetal va ovamopayfovv. Eva and avtd gival to Locomotion state 6ov avdioyo v
KivNo™ OV KAVOLLE [LE TO TOVTIKL KOl TO TANKTPOADY10, QLTS SiVEL EVTIOAN Y10 va ThEL 6TO KATAAANLO
Anim Graph, cav avtd mov gidape Tapamive, Kot vo eKTELECEL TIG EVTIOAEG OV €)EL EKEL

@ (N) Moving

=
e # (N) Stop

e

ey —>§5 (N) Not Moving

ol® . ol

@ (N) Rotate Left 90 # (N) Rotate Right 90

Ewova 4.9: Locomotion state. Aivel evtoAn yia to T kivion {ntdet o maikng
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Me 1ov 1010 tpdmO dnpiovpyodvion kot to, vroAowma states mov PAémovpe oty gwkdva 4.9, Kot Kat’
EMEKTAOT Kol To animation layers. "'Yotepa amd oavt v owdikacic kKot €pocov O €xovv
EQUPLOOTEL GMOTA, 0 YopuKkTNPOG Oa TPémel va €xel Kivnon og KAbe UEPOC TOV GMUNTOC TOV Kol
Aertovpyieg, OTmG va yopilel To KEQAA avAAOYO EKEL TOL GNUAOEVEL TO TOVTIKL LLOGC.

4.1.4. Camera System

To choua TG KAUEPAS TOL YopaKTpa etvat £va Koppdtt Tov animations Kol e 0VTO OAOKAPMVEL
v 0An dwdikacio vAomoinong Tov yopoktipa. [ToAlol dnuovpyol emthéyovv tov €oKoA0 OpOLO
TOMOOETNONG TG KAUEPAG OTO YOPOAKTNPQ, ATAG dnuovpymvtag Eva Pacikd animation blueprint tng
Kéipepag kol cuvdéovtag o Le To mesh Tov yapokTipa.

2V TEPIMTOON HOG VAPYEL TEPIGCOTEPT TPOCOYN OTNV KAUEPO TOVL YUPOKTNPA, KAODG €xel o
PEOMOTIKOTNTO OTNV KAUEPO KOl OVOAOYQ TNV Kivnon Tov KAVOLV To, OO 1 KAUEPO EYEL TNV
duvaToTNTO VO TNYOIvVEL TAVE KAT® poll HE TO VTOAOWTO GMOUO OAAG Kol OTav givol oToTkOg, M)
KapEPO VO, KIVEITOL 0VAAOYOL [LE TNV GVOTVOT] TOV YOPUKTNPC.

210 TapakdTo Topadsrypa yovpe to Aim Offset behaviour states 6mov apopd kot TdAt Tor animation
state machines mov avoa@épape TPV, GTO OMOI0 €4V O YOPAKTAPAS LOG KOITUEL GE EVOL CUYKEKPIUEVO
trigger evepyomolel TNV KAUEPA TOV YOPOKTPO TPOKEUEVOL VoL ODCEL EVTOA Y10 VO oG OEi&el TIg
TANPOQOPIEC OYETIKA UE TO trigger otnv 000vn pog. o mwapddetypa, ov Kortaue o mopta, divel
EVTOAN OTNV KApEPO VO LLOG ELGOVICEL TOV pointer Kot Eva Keipevo 6Tt vt 1 TOpTa avoiyet.

I” Aim Offset Beh

ey — >Ny Look Towards Input l&——> 4 Look Towards Camera

Ewédva 4.10: H kGuepo evepyomotei o input

210 animation blueprint tng kdpepag &yovpe moA kdmolo states ta omoia eivar, Velocity Direction
01OV aPOPE TNV TayVTNTA TOL TTalikT, T0 Looking Direction 67ov apopd T0 TOL KOITAEL O TOIKTNG, KOl
7O aiming O6mov 0 ToikTNG umopel va onuadéyel. Ola awtd mepvave uéoa amd £vav updater dmov
EVNUEP®OVEL TO main blueprint TOv YOPAKTAPO Y10 TIG KIVIGELS TOV.
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e [ForiGetcunent States
GET alg: =
SET
» Isvalid p—— B » —»
Is Not Valid > Target Pawn Movement Mode Movement State
= (GRSt S

Controlled Pawn Movement State < p 3

Prev Movement State Movement Aetiof
Movement Action c SET
Rotation Mode Hotton Meri
Actual Gait SET
= >
Actual Stance

Gait
View Mode SET

“~» »
Stance

SET
e e e <
Update Character Info (= Sequence <p D

[MEEREE

| » Then 0 B View Mode

Then1 B _ (P EPeeCameraparameters Il

Then2 B
isvalid p—— B » »
Add pin
PG Is Not Valid > Target TP FOV Right Shoulder
Controlled Pawn P FOV

Right Shoulder

il i
GET

» Isvalid p—— B

F BPI Get Debug Info

Is Not Valid > Target Debug Focus Character Debug View
Player Controller Debug View
Show HUD
Show Traces
Show Debug Shapes
Show Layer Colors
Slomo

show Character Info

Ewova 4.11: Updater camera animation blueprint

Yty ewova 4.11 Egkwvdet amd Tov updater tov yapoktipa, Tnyaivel oe Eva SEqUENCE Kot EYEL TPELG
emA0YEG o1 omoieg Eexvave poli. XTo Tp®@TO TOUPVEL TNV GTAGT] TOV YOPUKTPA TIV GTLY U TTOL
EeKvael, £metta Taipvel TIg TapaUETPOLS TNG Kapepag kot TéA0G divel debug Tinpogopia.

4.2.  Anpuwovpyio nepifpdriovrog

H dnpovpyia tov mepipdiiovtog gival 1 wo omortntikn dodikacia, Kabmg eivatl 0 KOGHOG 6ToV 0moio
0 TOlKTNG e TOV YapaKTpa Tov Kavel interaction. Olo to moryvidt etvon o nepiPdAiov mov PAEnet o
nmaikme. H dwdwcooio Eexwvdel amd tov oxedooud tov TEPPAALOVTOC Kol TOv YOPTH, EmMELTo
TPOYWPAEL TNV apyIKN VLAOToinon Tov mpochétovtag to terrain (£30(0og), Ko EMEITO EPYETOAL O
oyedlocpnog tov assets. Xtnv Unreal Engine oavtd cvvdvalovtor kot onpuovpysitor to vroOAOUTO
nepPaAlov, OT®G 1 VO], TO. CTITIO KOL TO OVTIKEILEVA TOV EYEL LECA QVTO.

4.2.1. Foliage

Apywcd to foliage agpopd to ¥Opt0, TO OEVTPO, TIC TETPES Kol OTIONTOTE GAAO Ypelaletal va &yl M
@Vomn. Oha avtd éxovv to d1kd TOVC animations Kol umopei vo, puOuioTel avdAoyo pe Tov agpo. Tov
0&hovpe va €xel wote va, kovviovvtal mo ToAv. Elvar €bkoin n tomobétnon tov otov ¥dptn pog pe
éva amho paint brush, otoygvovpe exel mov BEhovpe, puBpilovpe TV TOGOTNTA TOL KoL ATANL KAVOLUE
éva spray.

41



YXomoinomn tov project

Ewobva 4.12: pubuiceig foliage

Kdabe avtikeipevo, 0nmg dévipa M xOPTO, €(0VV TO O1KO TOLG texture Kot material, To omoio material
glvarl ovolooTikd évo blueprint. Méca oe avtd vadpyel OAOC 0 KMOOKOG OOV TOV AVOOETOVLE TO
texture, TOVG Y¥POUOATIGHOVS OV {omg BEAoVNE va €xel aALA Kot TNV kiviorn Tov eOAAwv. To normal
maps avafétovtal eniong amd ekl Kot Umopovie Vo To, pLOUIGOVE KOl 0VTE AVAAOYO LE TIG AVAYKES
UoG GTo project.

dvuowcd exel umopodue vo. pvOuicovue kol ™V Kivnon TV EOAA®V, TOLC YPOUOTIGHOVS TOV Kot
otdnmote dAlo yperaletar va £xet éva foliage material.

Multiply ~

* —

-

Normal_intensity

Ewova 4.13: material blueprint (1)
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To Blueprint tov material otnv ewdva 4.13 Eexvaet pe v obvdeon twv normal map ko diffuse map,
Kot 6ivovUE TaPAUETPOVS VLo, TO TTOGO évtova, Ba eppavifovtar oto telké material péoa amd to UVU
variables.

Ewova 4.14 material blueprint (2)

To v telkd anotédeopo tov 6Aov node, mpocBétovpe v mapduetpo ywo o roughness, v
toydTo. mov Bo kwveiton to material, kabdg mpochHETovpe KoL pEPIKE OKOMO YPOUATO YOl VO
umopovpe va 1o puuifovpe 660 Tpdotvo N kitpvo BElovpe va eivar.

4.2.2.  Blueprint ovpavoo

‘Eva and ta Pacucd blueprints péca oto meptBdilov pog eivar ovtd ToL oLVPAVOL, TO 0moio UAAIGTA
£xel Kot Gecn emIOPOCT PLGIKA GTOV POTIGUO TOV TEPPiALovTog Kot exnpedlel kot to Lumen oto
TG 0o 0TOdMGEL TOV POTIGUO GTOV XD PO.

INo va metdyovue €vov PeOAMOTIKO OVPOUVO LE TO GUVVEQO KOl TO AOTEPLO OTMG (OivovTol GTNnV
mapokato Ewova, ypeidletarl va dnpovpyncovpe éva blueprint 6mov Bo tortobetioovpe Ta textures
YU autd, kot 0o ddcovue v dvvatotnTo 610 blueprint va g Eyyel TV Kiviomn Kol TV 0paTOTNTO TOV
GUVVEQ®V, TNV €VTOGT TOL PMOTOC Kol TO oNUEI0 TOL NAloL MoTE va vuxT®OVEL OTay Kotefaivel 1 va
Enuepavel otav avePaivel. To tedevtaio emTvyydveton divovtag v dvvatdtta oto blueprint va
vrohoyilel v évtaon tov nAiov pe Pdon v ®pa evog poroylod. Emopévag dtav givor axkpifog oto
KEVTPO TOV OVPAVOD 0TO LETUPPALETAL GE dMOEKN 1| MPO. TO LECT|UEPL.
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IMa v mokvotto TV odvvepmv Eekvape pe évo event tick kot amd exel divovpe v dvvatoTToL
010 blueprint péca and branches va pmopel va oAlalel v mukvoTNTe. OAAL Kot TV ToLTNTO TOV
GUVVEQ®V.

Eucova 4.16: TTukvotnTo Kot ToyOTNTO GOVVEQ®V
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‘Enerta éyovpe Tov KOKAO nuépag Kot voytag 0mov maipvel v torofecio Tov niiov kat avdAioyo wov
Ba tov yupicovpe, Ba crotewvidoet | Ba Enpepadoet. Eved mopdiinia vrootnpilel Kot v Tpay Lotk
®po. Kot Kveitor and povo g mpaypatikd ypovo.

Add pin @

Ewova 4.17: Kdkhog Huépag/Noytog

Téhog, £xovpe Ta events Yo TO NAOPAGIAELN KOL TNV OVATOAT TOV MAIOV, Y10 TV TOVGEANVO 0AAG Kol
TNV TEPLOSIKT POTEWVOTNTA TOV OVPAVOV.

unset and Sunrise Events

Euwcova 4.18: HuoPaoiiepa, avotodn
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Ed® péoo and ta variables yio v dpa g nuépag Kot Tov MAOBAGIAENOTOS KOt TG OVATOANG, TO
omoio maipvouy ™V ®P. 0md TOV LITOAOYIOTH OV YpNoiuonotovpe, to blueprint yvopilel note va
dnidacet av gival nhoPaciiepa 1 AvVaTOAN.

Lunar Phase Changes

Return Value

19] Add pin ®

Ewova 4.19: taveéinvog

INa v maveéinvo tov divetor 1 T 27 6mov ovclaoTiKd VToAoyiletol cav 27 NUEPES Yo va dMGCEL
EVIOM VO, ELQUVIGEL TO PEYYAPL OAOKANPO Y10 TNV TOVGEANVO EVG evMVETOL Kol pe To Variable g
NUEPOIG Ko TNG voyTag Yo vo yvopilel mdte etvar Bpdidv dOTE vo, EPQAvVIcEL TO QEYYApL.

423. Xmin

IMa v dnuovpyio ToL GTLTION, YPNCLOTOMONKAY APKETA JIUPOPETIKA assets 6mov to kabéva Exel T0
dwk6 Tov custom blueprint dote va pmopel va tpocoppoletar avaroya onwg BELovpe peis.

IMa mapdderypa, évo kopudrt toixov, pe v Pondeia twv blueprints, £yel v dvvaTdOTNTO UEGO OO
g pubuicelg Tov asset va emiéEovpe av Ba £xel mapdabvpo, av Ba givar YoAooUEVOS TOiY0G KoL GANES
TétoleC mapoOpoleg puipicelg. Avtd emrvyydvetor pe ta blueprints to omoio divovv Ty dvvaTOTNTA VOl
dovpe omtkd awtég Tig pubuicelg pésa omd to Ul g Unreal Engine kot pe pepikd omid KAk, vo
amomAéEovpie N va emAEEovpe TIG puOpicels Tov BEAOLLE.

Hopaxdto PAEmovpe éva apketd peydlo blueprint, 6mov Eekivdel and aplotepd, Kol To omoio divet
TNV dLVOTOTNTO GTOV OdNUIOVPYO va pmopel vo emhééel av Ba mpootebel otov Toixo 1O asset tov
TapaBvpov 1 TG TOPTaG Kot Emeta Tpog Ta de€ia eivan o, blueprints émov pmopove vo puOpicovpe
oV QOTICHO Tov Bo swoépyetan amd to Topabupa. Duoikd, or mOPTEG Kol Ta mapdBvpa Exovv
Eeymp1lotd d1kd Tovg blueprint yia Tig S1KEG TOVG AELTOVPYIES, OTMOG N TOPTA VAL AVOTYEL KOt VO KAEIVEL
ka1 to TapdBopo yia to av Oa £yl oTOpLa N Oyl N av Ba €xel omacpéva TCapa.
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Ewéva 4.20: to blueprint yio tov toiyo

ﬁ Branch
Tue B —

Condition  False b ——

T Branch
True [ —]

Condition Falsep —
truction Seript " Switch on ENUM_WallIn_plain

pNE Blank I _ [ T
n Door Narrow b — » Tuep =

Door Narrow 5m [ —— T = Condition Falsep —

Door Narrow Left [ —— — —
Door Narrow Right [ ———— = T oL, Branch
Tue B —

Condition False b —

T, Branch
» True B —

Condition False b —|

Ewova 4.21; Enum switcher kat branches

To 7o script diveton éva. enum switcher to omoio mepvdel oto branches kot omd exel, avdrioya Tt
pvOuicelg Oa emAé€erl o developer and to panel, avtd Oa evepyomoiei avardywg pésa amd ta branches
v ekdotote Aertovpyia. T mapdderypa, av o developer smiéEel o toiyog va €xel mapdbupo, to
enum 6Ba mepdoel oto branch 6mov Bpicketar n Agttovpyio yio v epedvion Tov mapabdpov ctov
ToiYO0.

47



Y\omnoinomn tov project

Ewova 4.22: O1 puBuicels yio Tov goTicpd TV Topabupuv Ve EVEOUATOVOVTAL GTOV TOL0

O1 Aettovpyieg mov divoviar 6TovV Toix0 dev gival pHovo avtég, oAAG To blueprint emitpénel, mavia pe
Qo EMAOYY, Vo EXOVUE €vay UEYOADTEPO TOiYO, N €va UIKPOTEPO KOUUATL awTov. Avtd KobioTtd
TAVELKOAN Kal ypriyopn v dradikacio dnutovpyicg Tov omtiod amd ToV TPOYPALLATIOTY], dlXmg va
KOATOVOADVEL TOADTIHLO ¥pOVO YU 0wtd, 0 omoiog pumopet vo a&romomBel oe moAD mo onuavtikd onpeio
TOV TOLYVIOOD, OTI®G TO optimization.

Me avtd tov TpOémO, M Onuovpyion Tov mEPPAAAovTog Yivetar okduo mo EEuTVOL Kol 7O
SaoKEJAOTIKA, KAODG OVCIOGTIKA Eyovpe dnuovpynost évav builder eviog tng Unreal Engine.
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Ke@dharo 5: Xvykprtikn perétn Aertovpyrov e Unreal
Engine

O1 000 tehevtaieg ekddoelg tov Unreal Engine, 1 Unreal Engine 4 kot 1 Unreal Engine 5, dia0étouv
OUPOTEPEG EVIVTIOGLOKES TEXVOAOYiES Kal duvatdtntes Yo T Onuovpyio video games kot GAA®V
nepleyopévov. Tlapdia avtd vrapyovv kdmoleg véeg Aeitovpyiec oty televtaio. €KO0GN TOL
OVOPEVETOL VO KAVOUV TNV OMUovpyio. ol vidldV OoKOUO 7O GLVOPTACTIKN kol ciyovpo Oa
EMMPEANGEL TOAD TOVG TPOYPOUUOTIOTES,

IMopakdto Ba emdidEovpe apytkd vo ONUOLPYNGOLLE Lo oKV Le TOAAG triangles kot polygons
evtog ¢ Unreal Engine 5, mpokeipévov va yiver o dokiun ypnong tov Nanite Kot oty cuvéyeia o
dovpe pia ovykpirikn pelémn peta&d g Unreal Engine 5 kou tng Unreal Engine 4, pe mpoaypotikd
avtikeipeva, onwg Oa PAémape kor oe éva moyvidl. Exel o dovpe to Lumen kot to Nanite og
TPAYUATIKEG GLVONKES TOG AKPPDG SOVAEDOVV, KOl TO, ATOTEAEGLOTO TOVG,.

51. Xoykpion pe ko yopic ypinon Nanite etnv Unreal Engine 5

H npd ovykpion agopd to Nanite. Avto Oa yivel evtog g Unreal Engine 5 xaBdg 6tav 1o Nanite
glvar amevepyomomuévo, €xovue 1o 1010 amotérecpa mov Oa giyope ko otnv Unreal Engine 4. Ot
TEPLOPIOUOL TNG TOAVYOVIKNG ovaAveng oev gival mAéov TpOPfANUa Kol OTOC UTOPOVUE VO OODUE
TOPOKATO OTLG EKOVeES 5.2 kan 5.4, 1 dapopd ota FPS kot yevikodtepa oy anddoor tov project pog
glvon gppavic.

Ta frames dev mepropilovtal mTAéov amd tov aplbud tov molvuepmdv, énwg and to ZBrush kot to
photogrammetry scans[52], to omoia eivar M Swdikacic ARYNG TOAADV QOTOYPAPIOV EVOG
OVTIKEHEVOD amd O1APOopEg YOVieg KOl 1| EVMOON TOLG TOLG Yo TN Onuovpyio VO TPIGIAGTOTOV
povtédov. Eved mapdAinia n andAeio moldTnTog lvol omdvia 1 ovOTOPKTT), E10KA UE TIG LETAPACELS
LOD.

Oco ka1 va kwnbobue oto mepifddiov PAémovpe 6Tt To Nanite KOTOQEPVEL UE EMTUYIM Vo
TPOCAPUOCEL CLTOUATO TNV YEMUETPIO TOV OVTIKEIUEVOV YOP® OO TOV YOPUKTPO LOG OVIAOYO HE
TNV ATOGTOCT Ao TNV KApEPA TOL TOV aKOAOVOEL, avTd £xel ¢ amotéAeso vo dtotnpel otabepd oe
VynAd emineda. ta. FPS.

IMa v axopa wo Eekabapn dapopd otny amddocn 6tav ypnotpuonotovue o Nanite, dSnuUiovpynoaue
TUTTIKA P opaipa péca and to Blender kot tov ddcape moALEG Yovieg Kol TAEVPEC TPOKEEVOD Ta.
triangles vo givat Tavo and 250 yidadeg kot ta Vertices méve omd 500 yilddes.

/Game

Ewova 5.1: Ta Vertices kat ta Triangles tg ceaipog 6mwg dnpovpynidnke oto Blender
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‘Emeita dnpuovpynoape éva kevod mepiaiiov péoa oty Unreal Engine 5 ko moAlomiooidcope v
coaipa pog tave arnd 20.000 popég péca oto mepiBdiiov. Avtod giye ¢ amotéAespo TV HElOOT TV

fps ota 3.48, dmog Bo. deite mapaxdte. To mepPdAlov pag ot T oTIyun £l EKATOUUDPLN SESOUEVOL
v vo eneéepyaotel, emopévac ta FPS éyovv mécel dpapatikd, o onueio mov éva tétoto oy viol dgv
Bo MTav playable puoika.

Ewoéva 5.2: Ta FPS mpwv v evepyonoinomn tov Nanite

Me v evepyomoinon tov Nanite, to omoio yivetal péco amd tnv enelepyacio Tov asset Lag, EVIOC TG
Unreal Engine, kot pe évo amdd KAk, 0o dobpe v eviunwotaky dapopd mov vaapyel oto, FPS amo
v 101 aKpPdG OTTIKN Yovia, Kot Pe TNV avaivor va unv €xet puetwbei kaboiov oAl avtifétog va
Beitidver kot Tov OTIGUO.

Ewoéva 5.3: H gvepyomoinon tov Nanite

Otav o6pwg evepyomotovpe to Nanite, 0 TOALUTANCIOGUOG TOV OVTIKEILEVOL LOG &ivol cov va pnv
£Yve TOTE, Kol 1 anddoon TapapéveL o€ VYNAQ erimedo kot Eemepvaet Ta 80 FPS.
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Ewoéva 5.4: Metd v evepyoroinon tov Nanite

Xwpig to Nanite paliora, Oo mpénet va dnuovpyroovie €va low poly poviélo, va kavovue bake Tic
high poly Aemtopépeteg péca otov ¥éptn Kot va tomoBetnicovpe 1o material. ‘Eneita 6o mpémer va
dnuovpynocovue LODs, to omoio givol 10 eninedo AETTOUEPELNG GTO LOVTELO AVAAOYQ TNV OTOGTOGCT).
Avrifeto pe to Nanite otnv Unreal Engine 5 umopodpue va ypnoiponomcovue angvbeiog 1o peydang
avaAvoT G LOVTEAO HOG Kot TO gpyaAeio Ba kKdvel Tnv voloutn S0LAELL Yo ELAC, LEWDVOVTAS OPAOTIKE
oV XpOVO avATTLENG KOt SL0TNPAOVTAS TIV TOLOTNTO TOV UVTIKEWEVOD LIS GE VYNAG mimedal.

Ao Kot 6€ €V TPOYUATIKO TEPIPBAAAOV OTTMG 0L TO TOVL ONULOVPYNCUUE TOPOKAT®, TO Nanite KAVEL
TPOYUATIKY dovAELd, avEavovtog apketd to FPS ywpic vo PAémovue mpoyuatikny dapopd otnv
TOLOTNTAL.

Ewodva 5.5: To Nanite evepyomompévo
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Ewdva 5.6: To Nanite anegvepyomompévo

v moapakdto Ewova BrAémovpe ta Triangles amd to assets To omoio £(ovv €VEPYOTONUEVO TO
nanite. MdAioto oTIg véeg €kdOGELG, TO nanite vroompileTon ko oto foliage émov ekel To PUTA, Ta

dévTpa KAT €xovv Kot animation, TopOAM OVTA TO nanite KATOEEPVEL Vol EPAPUOCTEL Kot EKEL TAEOV,
LELOVOVTOG TOV YPOVO POPTMOGTG TOVS Kol av&avovtag cuvenmg to FPS oto mayvidt.

e

Ewodva 5.7: Avtd givon to Nanite view ce Triangles

5.2.  Xpnon tov Lumen

To Lumen 7dAl, emMTPEMEL GTOVG TPOYPULUATIOTEG VO ONULOVPYNOOLY TOAD TIO PEAAIGTIKOVG
POTICUOVC KOl OKIEC GE TPUYUOTIKO ¥pOvo. XNV TeAevTaio £K600T PAETOVIE TMG O POTICUOG Elvor
O PENMOTIKOG, TO Hawpo akOpa o Padid pe amotélecuo T0 OKOTASL VO, OVTIKOTOTTPILETOL 1O
PEOMGTUKG, TAEOV.
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O1 éleyyot Bertictomoinong ywo ) peimon tov peyéBovg tv Nanite meshes oto dicko, enttpémovy )
Bektictomoinon twv meshes katd n Sdpkew TG AvATTLENG, AEUPOVTOG TPMTO TO ALYOTEPO
OMNUOVTIKA OEOOUEVE, DOTE VA, LOALEL TEPICTOTEPO LIE GUUTIEST] TAPE, LIE ATMAELQ.

Mo Tapdderypo, 6TO CUYKPITIKY UEAETN TTOL £XOVUE OMUOVPYNGEL, UTOPOVUE VO SOVUE TNV dlapopd
otov eOTIoHO. To okotddt glvan Mo pealoTikd Kol o1 akTiveg Tov MAiov mepvlve avapesa ond ta

dévtpa kot ta mhpabupa Onmg Bo YvaTav Kot TNV TPayHoTIKOTNTO.

Ewova 5.8: Zxotevo pépog pe eEwtepicd owg amd to mapabvpo oty Unreal Engine 5

Ewodva 5.9: Zkotewod pépog pe eEotepikd oms and to mapddupo otnv Unreal Engine 4
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Ewdva 5.10: Trotewvd puépog pe eEmtepikd gog and to tapddupo amd dAln ontikn yovia otnv Unreal Engine 5

Ewcdva 5.11: Trotewd puépog pe eEmtepikd gog and to toapddupo amd dAln ontikn yovia otnv Unreal Engine 4

Ymv Unreal Engine 4, eivar gppovig 1 dapopd tov poTicpod 6mov ekei dev vmapyet To Lumen
GUVETMOG OEV EYOVUE KO TNV POTOPEAAIGTIKOTNTA TG VENG EKOOOTG TNG UNYXOVIG YPOPIKDV.
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53. ZXuykpwon tov Blueprints

Ta Blueprints emiong €yovv yivel akdpo mo ypryopa. Xtnv 4n €kdoorn g UNXovig YPOPIK®V, TO
yooua petaéy tev blueprints ko g C++, 660v agopd oty anddoor, tav tepimov 10 devtepdienta
Spopd peta&h TOLG, KOl OVTO TO OTOTEAEGUO PYNKE OO TO MEIPOUN TOV TPAYLOTOTOUCOLE,
avoiyovtog o id1o project ko otnv Unreal Engine 4 aAAd kon otnv Unreal Engine 5 kot kataypdayope
TOVG YPOVOLG POPTMONG,.

Anrodn, n C++ @optwve mo yphyopo 1o TEPPAAAOV omd TOV KOGUO 7OV ONUIOVPYNCOUE KOl
olokAnpove TNy epyocia tov vopitepa. [MAéov ommv 5n €kdoorm Tng pnyovnig, ovTd TO YOO
peimdnke oto mepimov 5 devteporenta kabmg to Blueprints éxouv yivel mo gvovayvoota, £xouvv
TEPLOCOTEPEG dLVATOTNTEG HE OTMOTEAEGUA VO VIAPYOLV OKOUO TO €UKOAOL TPOTOL Yoo Vo
dnpovpynoovpe o Asrtovpyio péco oto moyvidln Kot va pnv ypetdlovtol moAhd nodes, T omoio
emPapovay TV ardd06M TOL TaLYVISL0D.

Emiong n @optwomn tov project GtV punyovn yiveton TOAD O YPNYopd, UE VO GUYKPITIKO OVAUESO
otmv Unreal Engine 4 xou otnv Unreal Engine 5 mopokdrtw, omd 1o project pog, va delyver v
tepdoTio Sopopd 6Tovg ¥povous. Kot autd enedn kdvel kaAbtepn Katavour tov dedopuévev amd otl
N wponyovuevn £kdoor. dvowd peydro poro mailel kot to hardware mov €yovue, TapoAa, aVTAE Ta.

voupepa TOPaKAT® gival amd Tov 1810 vIoAoyloTh, 0 omoiog giye o RTX 3080 kot évav Ryzen 9
5960 kou 32GB ram.

UNREAL ENGINE 4 UNREAL ENGINE 3

4 MINUTES OPEN | MINUTE OPEN
B MINUTES LOAD 4 MINUTES LOAD

107AL 107AL
 MINUTES

Ewova 5.12: Zuykprrikd ot ypdvotl poptmong ovapesa oTig 600 Pnyoveg

v mopakdto Euova, PAémovpe mog m Unreal Engine 4 kdvel render to dedopéva kot mwOGO
kafvotepel o avtifeon pe v Unreal Engine 5. H Stapopd kot €dé eivar epgavig.
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Game [STATGROUP_Game]

Ewova 5.13: Render data og Unreal Engine 4

Game [STATGROUR: Game)
( L } b

Ewova 5.14: Render data oe Unreal Engine 5

Adyw tov Nanite, 1 Unreal Engine 5 éygt moAd Myotepa RenderData, amd 135 usiwbnkav ota 6, evd
OAoL ot ypovol givor mOAD mo KaT® amd To ped amn’ O0tL oty Unreal Engine 4. Avtd éxel og
OmOTEAECUA TO TOAD KOAVTEPO optimization 6To mayvidl, xapn ota Peitiopéva blueprints pe tovg
YPMYOPOTEPOLS XPOVOLG avAYV®ONG Kol oto Nanite 6mov cLUUETEXEL o€ peyddo Pabud oe avth v
Bektictomoinom.
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Kepdioro 6: Xounepdoporto

H Unreal Engine 5 amoteiel éva mpmtomoplakd opoécniuo otn Propnyovio avimtuéng moyvioioy,
ouvdvalovtog Teyvoroyieg 0mmg to Nanite kot To Lumen pe ) d0voun Kot Tnv TpocPasiuodtnTo Tov
Blueprints.

To Nanite, pe to virtual geometry system, emitpénet va vadpyovv VYnAG eninedo AETTOUEPELOG GTA
nepPdAirovta Tov mayvidiov. Ewcaywyn tov assets pe vymin aviivon givar TAEoV TO QKT Kot
yopic va Bvoidlovv Tig emMOOCEIS, LE OMOTEAEGO. VO, OMLOVPYOVVTIOL OTTIKG EVTLTMGCLOKOL Kol
pealoTiKol KOGHOL TOV LEYPL TPOTIVOG \Tay duvatol povo oe pre-rendered cinematics. Me to Nanite,
ToL 0Pl GTEVELOLV GTO WETAED TOV YPOUPIKAOV TPAYHOTIKOD YPpOVOL Kol TMV EIKOVOV OV €£(0LV
oKkNnvobeT el ek TV TPOTEPOV.

Dducikd, 1 tepdotio eEEMEN TV Blueprints Agttovpyei mg KpioUog KOTAADTNG Yi0 TV KOIVOTOMIO Kot
v mpocPacipdtra. Ta blueprints amAomolohv mALOV KOO TEPIGGOTEPO TN JAOIKAGIN OVATTLENG,
Ko divetonl akopo peyalvtepn erevbepia 6to vo dnpovpynbovv cdvBetol unyavicpoli kat interactions
yopic vo facilovTol amoKAEIGTIKG GTOV TOPASOGLUKO TPOYPOUUUOTIGUO.

Yvvévdalovtag to Nanite, to Lumen kot to. Blueprints, 1 Unreal Engine 5 6yt pévo evouvoudverl Toug
éunepovg developers, oAld avoiyel Kot TIG TOPTES Y10 TOVG VEOEIGEPYOUEVOLS VO, GUVEIGPEPOLY TIG
HOVOSIKES 10€€G Ko ToL opdiplata Toug 6To Tomio TV videogames.

H éupaon g unyovig oy tpocPacidtnTo Kot To QIAKE TPog TOV XPNoTh EPpYOAEin ovoiyovv Tov
dpouo Yo €va Mo ovvepyaTikd Kot Snuovpyikd uéidov, oOmov ot developers umopodv va
dnpovpynoovy omtikd ekmANKTIKA moryvidw. Kabdg n Propnyovio tov videogames cuveyiler va
e€elooetar, n Unreal Engine 5 Ppioketon omv mpdtn ypopun, UmvEOVTOG TNV KOWVOTOMIO Kot
apowbmvroc to uéco o véa vym. Kai pe fdon tv ovykpitik peAétn mov €ywve oty mopodoo
gpyacio amodeikvoovial ta 0PEAN TV VEOV Texvoroylidv Lumen kot Nanite, adid kot ¢ eEEMENG
tov blueprints kabwtdvtag tnv Unreal Engine 5 pia amd T1¢ mo duvapikég unyoveg ypopikav Emc

ONUEPQL.
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