NEPIZTPEOOMENH TEQYPA
Anpoupynote pe BSP Cube éva Samedo e dtaotaoeslg x=1024, y=1024, z=32 kaL natiote CSG Add.

Me tov 610 Tpomo dnuoupynote 3 Cubes pe Slaotdoelg x=y=z=256 Kol TOMOBETNOTE TA OMWG OTNV
TIOPOKATW ELKOVAL:

Anuloupynote éva enumAéov Cube To omoio Ba xpnaowomnotoou e cav Yeépupa Ue SLACTACELG X=256,
y=512, z=32

Emeldn to animation Sev pumopel va AELTOUPYNOEL O QVTIKELUEVA TTIOU £xoUV dnoupynBel péow BSP
Ba mpémel va to petatpéPoupe ot StaticMesh.

Emopévwe, kavte Sefi KAk mavw otn yédupa kat erule€te Convert = Convert to Static Mesh. Ito
MeVoU Tou Ba avoifel SwoTe KAMOLo avayvwpeLoTIKO évopa my RotatingBridge.

Enter Package, Group and Object Name

Info
Package | hd |

Grouping | | FTy

Mame |RotatingBridgE |

Awaypate tn yédpupa péoa amnod to level kal avoifte tov Content Browser (CB) kat otnv avalitnon
vpate RotatingBridge, wote oTn cUVEXELQ va TNV ELOAYOULE oav StaticMesh.

12 tnis, 24 verts
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10.

11.

12.

13.

14.

15.

16.

Onwc PAENEeTe TO AVTIKELEVO pag Sev eival Collision Model. MNa va to dlopbwoou e autod, kavte Se€l
KALK TAvw tou kot erhé€te Edit Using Static Mesh Editor. Anto to pevou tou Editor erudé€te Collision
-> Auto Convex Collision kot oto eppaviiopevo napdBupo natrote Apply kot kAeiote to mapdbupo
kot Tov Editor.

Enionc amoBnkeveaote To Static Mesh kavte g€l kKA Tavw Tou Kat eTAEETE Save.

To endpevo Brua gival va etoayoupe tnv yédupa péoa oto level pag, mAéov opwg wg Static Mesh ki
OUYKeKpLUEva we InterpActor. Emopévwe, emiAé€te T yédupa otov CB (va mapel kitplvo mepiypapua),
Kavte elaylotomoinonp tov CB kalt péoa oto level «kavte O6e€l KAk kol emAé€te TO
AddInterpActor:MyPackage.RotatingBridge.

TomoBetnote TNV YEDupa TTOU POALG ELOOYAYATE HETALY TWV 2 TTAEUPLKWYV cubes Omwg oTnV mopaKaTw
ElKOVOL:

Av oL dgoveg dev BplokovTtal 0TO KEVTPO TOU AVTIKELEVOU UTMOPEL va XpeLaoTel va alAdtete to Pivot
Point Tou avtikelévou. ‘Qote To animation Tng mepLotpodrg va yivel cwota.

Mo va To KAVETE auTO TIPETEL val KAveTe Sel KALK otnv yédbupa Kal va eThéEete ta Properties 1
evoAaktikd atriote F4. Ano tig emloyég nnyaivete Display = Pre Pivot 2 x=y=z=0.

ErurAéov, kavte maAt Se€i KAk otn yédupa kat emidé€te Set Collision Type = Block All, wote o
XOPAKTAPOC VA UITOPEL VA TIATAEL TTAVW TNG KAL VL NV TEDTEL.

TomoBetriote éva dwg PnAd mdvw amd to €8adog 6co yivetal o Keviptkd. As€l KAk Add Actor 2>
Add Light(Point) kat amnd tic emloyég Tou auérjote to Brightness og 5.

TomoBetriote 2 Triggers €va mavw otn yédpupa kat eva oto Se€i cube. Aei khik Add Actor = Add
Trigger.

TéMNog, tonoBetriote 2 Teleporters (CB = kaptéAa Actor Classes) éva kdtw oto §amedo unpootd ano
TO aploTepO cube kat £va mAvw oto cube kat cuvdéote cwotd ta Tags & URLS, wote 0 xapaKktripag va
tnAepetadEépetal MAvw.
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17. Av 0Aa £xouv TomoBetnOel cwotd Ba pEmel va Selyvouv ePIMoOU OTWE OTNV TTAPAKATW ELKOVAL:

~SLOPULLOIOIOS |G| AeldAa0[r]F O TL9ROWWOIOIOS G(Se dA0|[»]P

~ | PLOROIIWIOIDS Glae ddD] PP 0~ FLIORO@W@OIOSPOS G A= dadldllr|P

18. Kavte éva Build All kat eAéyEte pe Play from Here 6tL 0Aa AsttoupyoUv cwotd.

Edbdoov €xoupe KATAOKEUAOEL OTL XpelalOHaoTe yla to level pag, emdpevo Brpa tng doknong eivat o
XapaKkTApOC Hag, adol thAepctadepbel amnod to damnedo navw oto aplotepd cube, va pnopei LOALG otabel
OTO KEVTPO TNG Yédupag (1° trigger), n yédupa va apxioel va meplotpédeTe MPOG To KEVIPLIKO cube, povo
OLWG oV TIPWTA EXEL TATHOEL 0TO 2° trigger Tou Bplokete mavw oto Sefi cube.

AnAadn, Tnv pwtn dpopd ou Ba mepdoel amo tn yédupa Ba mpénel to 1° trigger va sival disabled kot va
aAAalel o enabled poALg mnyaivel oto 2° trigger. Na va 1o KatadpEpoupe akoAouBroTe Ta MOPAKATW

BrAuorta.
1. Apxika Ba SouAéPoule e TO TpwTo trigger, wote va SNLLOUPYHOOUE TNV Kivnon tng yédbupag.
2. Emé€te to 1o trigger kat avoitte to UnrealKismet, 6e€i kAik New Event Using Trigger_1 - Touch

3. Aeti kAik New Matinee, kal evwote OMwG MOPOKATW:

ThHEEER 1 TEUE
S HEE

= ] ez zie]

R T oo

4. Kavte ghaylotonoinon to Kismet kal péoa anod to Level cag emhéCte tnv yédpupa kat avoifte to
UnrealMatinee.
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5. Kot katd ta yvwotd Snuloupynote apxikd éva Empty Group kot éva Movement Track pe 2 keyframes,
70 1° oT0 MPWTO SEUTEPOAEMTO KAl TO 2° OTO TEUTTO SEUTEPOAETTO.

1.00 3.00 4,00

6. 210 50 deutepOAemro N yédpupa Ba MPEMEL va €lval TPOCAVOTOALOHEVN OTO KEVTPLKO cube, LETA amo
nepLoTpodn).

7. Kavte Build All kot Sokipdote av Aettoupyel cwota.

8. Avoifte maAL to Kismet kot emilé€te To Trigger_1 Touch kal and ta properties 0To KATW UEPOG OTN
nieploxn Sequence Event anevepyornotirote to Enabled.

9. Kavte 6e€i kKAik New Action - Toggle - Toggle.
10. Emulé€te amo to level oag to 2° trigger kat k&vte 6e€i kAik New Event Using Trigger_2 = Touch.

11. EvwoTe OMw¢ mMapakatw:

TEEEE
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12. Kavte éva Build All kat eAéyEte pe Play from Here 6tL 0Aa AsttoupyoUv cwotd.

O yapaktipac oag Oa npémnel péow tou Teleporter va petadepbel oto aplotepd Cube va Stooyiost tnv
védupa mpog to ekl Cube kal amnod ekel va emotpéPel oto PETO TG yédupag. Tote Ba mpenel n yédupa
va apXLoEL va TIEPLOTPEDETAL, £TOL WOTE TEPTIATWVTAS UMPOOTA VA UITOPEL VA TTATAOEL KAL OTO KEVTPLKO
cube.

ErutAéov, pmopoUpe oto onueio ou Bpioketal to 2°° trigger va ipocBécou e £va Static Mesh to omolo
otav o yopaktnpag Ba to mAnolalel auto Ba e€adaviletal, evw mapaAAnAa Ba epdaviletal Eva ppvupa
otnv 006vn 1o omnoio Ba pag mAnpodopsei OtL N yépupa svepyonotOnke!

1.

Avolyoupe tov Content Browser (CB) kat Bpiokoupe to S_Ammo_ShockRifle kat to emAéyoupe
(itpwo mepiypappa).

Emotédoupe oto  Perspective  View  kalL  kdvoupe  8e€l KAk KOl ETUAEYOUME
AddinterpActor:Pickups.Ammo_Shock...

To petakwvol e Omw¢ einape otn B£on 1ou Pploketal To 20 trigger Kal pe scale To HeEYAAWVOUUE TLG
Slaotdoelg, wote va elvat opatod.

To emiAéyoupe kot avoiyoupe aAL to Kismet kat €€l kAik New Object Var Using InterpActor_2
Zavad 6e&i KAtk New Action = Toggle = Toggle Hidden.

Kal evwvou e Omwe mapakatw:

THEGEr B fEuch P EGE Evert:

Tirager 1 Euch) (i

ity

Uiz defzlisr

(I E b

Télog, eméte sto Kismet 1o Toggle Hidden cag kat ota properties evepyonourjote to Output Obj
Comment To Screen, kal akplBwg amno navw oto Obj Comment ypdate Bridge Activated.

Kavte éva Build All kat eAéyéte e Play from Here 0tL 6Aa Asltoupyouv cwoTta.
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