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1 Tevika

Auto 1o manual reptypddet TG AEMTTOPEPELEG V1A TV £§AYOYT] OKNVOV Artd 1o
max ota format tng Track7: t7sce kat t7anm.

2 Baowkég £vvoleg-Oplopoti

2.1 Level

Zto context autou tou manual opidoupe wg level 1o Koppdt tou game 10
Ortoio POPTWVETAl Oav Pl autoteAng evotnta. Mépwuva mpénet va AapBavetat
€101 ©ote O0Aa ta 6edopéva evog level (yewuerpia, textures, animations) va eivat
KaAd Quylopéva. Oute oAU Alya nipdypata oe éva level (omote kat yivetat ouxvo
@awvopevo 1o loading evog véou level), aAdd oute mapa oAAd (omdte ta dedopéva
elvatl meploootepa and 6oa n PvApn ToU CUCTHATOS KAl TG KAPTAG YPAPIKOV
prnopouv va xewpéoouv). 'Evag kaddg sprmeilpikog kavovag eival va pedetdpe 1o
1éyebog mou €xouv ta levels oe teAeutaia games kat poortaboupie va Kivoupaote
0€ autd ta rmiaioa.

2.2 ObjectGroup

‘Eva level meptdapBavel éva mAnbog and avukeipeva. X1o manual autd ta
“avukeipeva” avagépoviatl g “ObjectGroups” 11 “OG”. 'Eva ObjectGroup eivat
pa ouAddoyn ardo meshes ta onoia padi cuvBETouv €va avtikeipevo ou Sa Kavet
pa ouykekptpévn 6ouAeid oto level. Ta ObjectGroups propet va etvat otatika, 1
va €xouv éva 1) reploootepa animations. MeydAn nipoooxr) Sa nipérnet va §00ei oto
ortdopo evog level oe ObjectGroups. Zinv davikr) nepimoon éva level arote-
Aettat e§oAoxrAfjpou ard éva OG. BéBala auto mpaktika dev yivetat yilati éva level
nieptdapBavet moAAd avtikeipeva rmou kavouv avegaptnteg Kivroelg. To scripting
system tou game £xet ©g Baoikn) povada to OG. I'a nmapddetypa to mapaxkate Sa
HITOpOUCE va eival PEPog evog script yla éva level:

I F andr oni kos pushed button THEN set porta2_ani mati on = open.anm

Ia va priopéoet va oupBél 1o apanave Sa npénet 1o porta2 va sivat éva OG
X®P10To aro 1o uroAotrto level.

'Evag kaAog Kavovag IpoKelpévou va artopacicoupe i eivat éva ObjectGroup
eivat o 8§11 'Eva ObjectGroup sivat éva aveaptnta animated avukeipevo péoa
oto level. v nmapandve mnepinteoon n nopta eivat avefaptnta animated ard to
unodoro level yati 1o dvotypa kat 1o kAgiowid g Sev mpémetl va ennpealouv



10 animation tou uniddownou level. Ag unoBéooupe yia napadetypa ot n mopta
Bpioketal og éva Sopdatio pe ypavadia rmou yupvave Kat aropacioape ot 6Aa padi
nipénet va yivouv éva OG. Ze autr) tny niepirmtworn to OG Sa €xel dvo animations:

1. Avolypa noptag (padi pe neptotpodn ypavadiov)
2. KAeiowo noptag (padl pe replotpodr) ypavallov)
AuTto gival avermBupnto yua toug €8 Adyoug:

1. To animation “Ilepiotpodr) ypavallov” avuypdadetat 2 @opeg ota 2 ma-
pandve animations xepig Aoyo.

2. LV nepimtoon rmou o AvpoviKog IMATHOEL TO KOUNITL TIOU avadEPape oto
script nmapandave, 1ote 06Ao 1o OG 9a mpénet va petanndrjoel oto anima-
tion “Avotypa nioptag”. Nat pev ta ypavadia Sa e§akodoubouv va yupvave,
aAldd Sa apyicouv va nieplotpédovial ano v apxr) tou animation “Avolypa
noptag” kat autod Sa @avel moAv aocxnpo.

Agv gtval opeg povo eikaotikoi ot Adyot tou daxwpiopou oe OG, adld xkat
nippaktikoi. Ti yivetatl x otnv nepimtoorn mou 1o depdtio £xet 2 nopteg” Kabepa
9a mpérnet va avoryoxAeiver ave§aptta ard v Aaddn, ondte Kat da mpéret va
artotedouv xwplota OG.

DUOIKA TIPETIEL VA TIPOCEXOUHE va Hnv koBoupe 1o level oe mepioocotepa OG
ano ooa ypewadovrat. Idwaitepa ta animated OG Bapaivouv éva level, apou yivetat
6UokoAog 0 rPoodlop1lopog Tou av eivat opatd amnod tyv camera 1 oxt. Ilpakuka
autd mou Ya kavoupe eivat 1o eEng:

1. duayvouye éva peyado OG pe 6Aa ta otatikd aviikeipeva tou level (matopata,
10iX01, Kavarédeg KATT), AVIIKEIPEVA TA Oroia anod v apxr g T0 T€Aog Tou
level 9a napapeivouv otnv 161a Yéon).

2. TNa xdBe ave§dpnra animated avukeipevo pooBétoupe éva OG.

K1 €60 tovidetat to ave§dpinta. 'Eva dopdto myx propei va éxet ta ypavalia
mou avagépape, adda kat ddAa npdypata y @idia mou KpEgpovial Kat Kivouviatl
6e€a aplotepa. Av Soupe ot 0Aa autd paldl xopdve oe pia Aourna, tote KAAd
etval va ta kadvoupe 6Aa éva OG. Amo v dAAn propel auto va pag @avei oAu
enavalapBavopevo Kat KOUPAoTIKO, OIoTe 10 ordpe ot neplocotepa OG (éva yia
1a ypavadia kat €va yia ta @idia), dote va @aivetal meplocotePO MEIOTIK 1] KivnoT).
[Tavta xpnotponolovjie Koy Aoyiky Kat {uyidoupe toug 2 mapayovieg: mooo 1o
wpaio Ya @avel kat mooa resources da {odEyet.

[ToAU onpavuko eivatl va nieplopidoupe ta animated ObjectGroups oe éva (1)
600 10 Suvatov Atyotepa) dwpdtia. AUt yiati 0 EVIOIONoG tou av givat visible 1
0x1 6uokoAevetal Katd MOAU Katl TAVOUNE OTO ONEio va Kavoupe render pdy-
pata mou teAka 6ev gaivoviat oty 08ovr. Iy anogaociloupe va kavoupe éva
OG ta ypavadia tou deopatiou A kat ta ypavadia tou depatiou B. Agpou priopouv
va yivouv loop, autd @aivetal cav kaAn 16éa, dedopévou ot £xeoupe kat éva OG
Awyotepo oto level. Autod Sev mpémet va oupBél oe kapia mepint®orn, yatt £tot
eve) PBplokopacte oto SePATIO A, orataAdiie resources yid va UTTIOAOYIOOUE TO
animation oto dwpdartio B, mou 6ev Sa eivatl opato.

'Eva OG 6ev eivat tirote dAdo amd pa oknvr) oto Max. Ilepiéxet meshes,
materials, lights, cameras, epapyia ano nodes kat animation. Kado eivat pota



Kal Kapepeg va praivouv oAa oe éva OG, Kata mpotipnorn og autd IMouU MEPIEXEL
0Aa ta otatikd avukeipeva tou level, yia ieukoAuvor tou level designer. BéBala
HePKA aro autd dev pmopouv va pmouv oAa oto 6o OG. Iy pa Adpna mmou
ninyaivel rEépa 600 Sa mpérnet va £xel kat 1o avticotoyo light oto 160 OG, dote
va akoAouBel kat auto to animation.

2.3 Batch

'‘Qg batch opidoupe éva koppdtu yeoperpiag mou da tnwbei autovoio otnv
000vr. Ady® Tou Tporou nou yivetat to rendering otnv engine, éva batch propet
va £xel povo éva material. To 1610 oupBaivel kat pe ta smoothing groups npog
10 napov. Adyo tou Tpornou Asttoupyiag tou IGame tou MAX, kdBe smoothing
group yivetat éva batch. Tiwa va unoloyicoupe mooca batches éxer kaBe mesh
XPHOIIOTTIO0UIE TOV £61G KAvova :

B=MxS

‘Orou B o ap1Buog tov batches, M o apiBpog twv materials, kat S o apOpog v
smoothing groups. Etot 6oa meshes gudyvoupe §exvaoviag and box, autopata
yivovtat e§artdacia batches, yiat to box £€xet 6 smoothing groups.

'‘Ooo mapdgevo kat av @aivetat, o apBpog twv batches sivatl ano toug onpavt-
KOTEPOUG MEPLOPIOTIKOUG MTAPAYOVIEG Y1a TV TaXuUtnta Tou game. I't autd mpémet
va tov kpatdape xapnid. 'Etol xpeiddetat va opadorotovpe apketd meshes oe
éva, mpaypa rnou nepltdapbavel kat opadoroinon nmoAdwv textures oe éva. Ebdwm
bev oulnrouvial TEXVIKEG yia 10 Mg da yivel autd, adAd ylati Kat Mote IPEmeL va
yivet.

ITouBeva Sev mpemnet va urtapyouv batches pe Atya tpiyova (Atydtepa twv 100
- 200). Eival doxkornn) anwlegia va Xprnotponotovpe éva rendering call otnv kapta
YPadKaV yla va tunebel pia agpioa mou aroteAeital and 2 piyeva. Kavoupe
batch ndvta opoe1dr) kat yettovika npaypata. Opoedr) propet va etvat pia ogpda
adioeg oe éva SePATIO, TIOU OMKG eimajpie eivatl oratddn va yivouv éva batch n
KGO pia. 'Otav Aépe yeltovikd evvooupe mpdypata rou Bpiokoviat e§oplopou
padi, mx éva ypageio pe ta Siapopa yrdompdypata rnou Bpiokovial nave tou, 1
éva 0aAovi pe kavarnedeg, rmou Kat to 1610 material €xouv kat kovid Bpiokovrat.
BéBala kat ed® mpémnetl va §00el mpoooyxr) kat va {uyiooupe 1o Katd mooo pag
oupgepet va batchapoupe nmpaypata, pe mapopolo IPOIo pe autdv Iou aroda-
oloape v opadoroinon oe OG napandve. IToté y Sev batchdpoupe npaypata
mou PBpiokovial og xeplotd dwpdrtia, aAAd Propovpe va t0 OKEPTOUPE KAl Alyo
neEP1o00TEPO Péoa oto 1610 1o dwpdrto. Ta napdadeypa, av Exoupe €éva Pakpo-
otevo depdatio pe 2 oalovia, éva ot pida Akpn Kat €va otnv dAArn, 1ote propei va
9¢Aoupe va kavoupe toug kavarnedeg 2 batches, éva oe KaOe axkprn, apou avayve-
pidoupe o6t ivat oAy duokoAo va ta de1 kat ta 2 n camera tautoxpova. BéBata
propel va anopacicoupe KAt 10 avtiBeto, otV MeEPII®OT] IToU 8EV 11Ag 1IKAVOTTOlEl
10 péyebog tou batch. Ta mavia e§aptdvial ard v mepiotacn Kat 8ev Urapxet
OUYKEKPIEVOG KAVOVAG TTOU TPETEl va akolouBnOei. IToté dev mpérmet va yivov-
tat uniepBoAég oto batching. Iloté my Sev mpémet va batchapiotei éva 0AdxAnpo
doudtio, yiati autd Sa npokaiéoet poBArjpata. Katapynv eivat moAu 6UokoAn
6oudeld anod povn g, Kat Sa @aet oAU xpovo. 'Enetta Sa npoxkuyouv rmbaveg
nipoBArjpata pe ta mipmaps, P Vv avaveémor] TITU XOPoU, av KAt ev pag apEoet
TeAKd, 1) eivat mpoBAnpatko yia 1o gameplay kAn. Tédog auto Sa £xel apvnuiko



anotéAdeopa oto framerate, ylati av €0te Kat pla pikpr) yeovia tou dewpatiou eivat
opatn aro tv camera, tote 0Ao 1o dwudtio Sa tunwbei. ‘Otav éva batch gaivetat
oAU &uokodo va dnuioupynOei, tote PdAdov Undpyel IIOAU KaAog Adyog yla va
PNV 10 KAVOULE.

2.4 PVS

Ita nmapandve plddpe ouxva yia visibility determination kat yia meptiopiopo
OG 1) batch og éva Sepdauo. [Iog ouweg 1 engine &pet rowa eivat ta “Seopana”; H
andvinon oe auto eivat ta PVS (Potential Visible Sets) meshes. 'Eva PVS eivat
éva mesh nou wavortotel ta e§fg Kpttipla:

e Eival xAeioto, 6nAadr) opiletl Evav KAe10T6 O6YKO KAl dev aprjvel TPUIEG.

e Eivai convex, nAadr] kavéva {eUyog YEITOVIK®V TPy@OVeV dev oxnuartiet
yovia peyaldutepn tov 180 polpov.

o IMepikAeiel pa meploxr) MePOPIOPEVNG opatotntag péoca oto level. Tétola
EPL0X1) UIopet va eivat éva dopatio pe éva nmapabupo. Yrapyetl meplopt-
opévr opatotntd, adou 1o SePATio @atvetal Povo arno Eva rapadupo.

Xpnoworoloupie PVS €10t dote va repikAeiouv ) yeoperpia n oroia 9éAoupe
va arotedéoel éva dopdatio. Ta va opicoupe onpeia OMUKAG ermadrg petaiy
twv PVS (mapaBupa, tpureg otov toixo kAm), Ta tépvoupe petaiy toug ota ouy-
Kekppéva onpeia. H nmapakdme ekova arekovidel 3 PVS kat tig petadu toug
oxéoelg. Yridpyxouv 2 depdtia A kat C, ta ornoia ermKoveavouyv pe tov §1adpopio
B. Aeiyvoupe autr) ) oxéon tépvoviag Aiyo ta Sdepdatia pe tov diadpopo. Me
autdv Tov Tpoto eivat oav va Aéue oty engnine “To SoPATo A eTKOV®OVEL PE TOV
61adpopo B oe auto 1o onpeio kat o 61adpopog B srmikovevel pe 1o dopatio C oe
auto 1o onpeio”.

Me auto tov 1poro, otav n camera Ppioketal oto SOPATIO A Katl KOITAEL IIPOG
1a aplotepd, TOTe 1) engine §EPel 6T HOVO aviikeipeva tou depatiou A mpérnet va
wnebouv. 'Etol ypriyopa yAutwvoupe 1o tuniopa teov B kat C, pe §papatkn
augnon tou frame rate.

2.5 Proxy

Extég amno ta PVS, n engine mpérnet va &Epet kat S1apopa ddda mpdypata yia
10 level. Autd €xouv va KAvouv pe T Asttoupyia tou KABe avukelpévou péoa



oto level. ITx “autod eivai éva matepa”. O Xapakirpag MPETEL va MATAEl TIAVE
TOU KaAl va KAvel 81apopeg Kivroelg (mepnidtpa, tpédpo, dApa ...). 'H “auto
etvat évag toixog”. O xapaKtpag IPEMEL va oTtapatr|ost otav @tdoet £60. [ToAAa
aro autd eivat eUKoAo va urmoldoyilotovv. IIx éva nmdtwpa eivat éva mesh mou
€xel 1o normal mpog ta mave. AAAAG ylua Adyoug mPAxkukoug Xpelddetal va ta
optdoupe epeig. O KuplotEPOG AdYOG eival ot 1o collision detection (§radikaocia
€UPEONG EMAPOV PETAEU AVIIKEEVQOV) gival TIOAU Bapld gpyaocia yia tm CPU xkat
mpénel va epappodetal oe 000 1o duvatov Atyotepa tpiyova. AAAot Aoyot eivat ot
6ev 9¢doupe 60Aa ta meshes og pia OKNvI) va KAVOUV KATL OUYKeEKPLpévo. ITx o
XAPAKINPAgG MPETIEL VA TIEPVAEL PECA ATTO 10TOUG APAX VNG, 1] HITOPET KATTO1d OTIyHD
va SeAnjooupe 0 Xapakipag va nmEPtel péoa anod £va nartepa-opdadpandrn.

I'a avtoug toug Adyoug xpnoporiotovpe proxy meshes. Ta proxy mpémnet va
1KAVOITIO10UV Ti§ £§1)G OUVONKEG:

e Na €xouv 600 10 Suvatov Atyotepa Katl peydda tpiyeva. Alya ylati onwg
eimape Bapaivouv oAU v 0An dadikaocia kat peyalda, ylati ta oAU pt-
Kpa Tpilyova oto proxy mpoxkadouv rpoBAnpata. To collision dettection
yivetat pe meshes tng tagng tou xapaxktipa (X€P1 XapaKtr)pa, KOPHog Xapa-
KU)pd KAT), OnOTE PKPA TPly®va OTO Proxy UIOPEL va £X0UV @G ATOTEAEoRA
niepiepyn oupriepipopd.

e Na npooeyyiouv tyv aAndwvr) yemperpia 60o 1o Suvatov kaAutepa.

e Ta normals mpémet va eivatl mpog ) pepld tou xapakmpa. IIx éva proxy
MAT®HA MPELEL va £Xel ta normals 1pog ta nave, aro i) peptd dnadr) mou
10 TTATAEL O XAPAKTHPAG.

e Na akoAouBouv 1o animation tou Xpou 1ou 1pooeyyi{ouv, av autod Undpxet.

e Na eivat 600 10 duvatdv convex. To proxy xpnotporoteital Kat yia va pnv
TEPVAEL 1] camera PEod arto ToiXoug. e MEPUTIVOELS PI)-CONveX proxy, 1
camera ouvavtdel GUOKOALEG.

210 napddsiypa mg napakdate e1kovag, £XO0UHE va TPOOEYYiooUHE Pia OKAAd.
'Exoupe 8uUo ermdoyeg:

1. Na avanapaotr)ooupe ) OKAAd &G €XEL OTO Proxy (aompn ypappn)

2. Na v npooeyyicoupe oav €va KEKATIEVO ETUMESO (KOKKIVY YPAPHL)

_




To ti 9a kdvoupe edaptatal aro g nePLoTacelg. Av ta okalondria eival oxeuxkd
peyada, tote 9a 9édoupe va doooupie Vv eviunie®on aveBaopatog o€ OKAAd, OTIoU
0 Yapaktmpag aveBaivel otadlakd. Av opeg ta okadorndrtia eivat pikpad (X g
14&ng Tou 10610V ToU Yapaktipa), tote Sa BAémoupe “arpdBAerteg” avarndroelg
arnd oKaAordtl oe OKAAOIATL, oUPP®VA € To animation rmou €&l 0 XapaKtpag.
Omnote o€ AUty TV MePITOOon KAaAUtepn €ivatl 1) TPOCEYY10T] TOU KEKATIEVOU ETTITE-
6ou. Ze pia okAaAd Pe PIKPA OKAAOIIATIA, TIEPIHIEVOUNE va Soupie pia 1o smooth
avaBaor.

3 IIpodiaypadéig

‘Otav e€ayoupe pia oknvr) oe t7sce/t7anm, mpérmet va €xoupe unoyn ta
axkoAouba:

e 'Ola ta textures mpémet va eivat oe format Targa 1) JPEG.
e H oxknvr mpénet va mepiéxet Kat ta onota proxy / PVS g €xoupe opioet.

e Ta proxy meshes ovopdaloviat pe péBspa Pr oxXy_. Andadr to proxy evog
mesh pe 6vopa pat oma2, Sa ovouddetat proxy_pat oma2. Avtictoxa
Kavéva mesh rou Sev eival proxy Seev mperel va €Xel 6vopRd IOU SEKIVAEL
anod proxy._.

o Avtiototya ta PVS meshes ovopadoviat pe ipdBspa pvs_. Ty pvs_dwmrat i ol.

e Ta proxy meshes npérnet va akodouBouv to animation tng yeoperpiag. Iy
OtV IEPITI®OT TOU KERKATHEVOU £rEdou maparndve, av o€ KAMolo ani-
mation ta okaldia épxoviat oto 1610 eminedo (n oxkada yivetat erminedn), 1o
KerkApévo eninedo Sa mpénet va neplotpadel avaloya yia va akoloubrjoet
10 animation. ZnPe1OTEO 10 OT1 Ta Proxy urnootnpi¢ouv povo rigid animation
(PRS), kat ox1 skinning.

e Ta PVS &ev mpénet mote va €xouv animation. Ileptypdgpouv otatikoug
X®POUG.

E181ka yia myv e§ayoyr] Xapaxt)pey :
e To SCE apxeio e§ayetat oe DaVinci pose.
e Ta &iagpopa bones mpénet va ovopadoviat ornwg oto biped.

e XV Mepirmmorn mnmou o yapaktpag 6ev Baociletatl oe biped 1) dev €xetl skin
, TIX éva pourot e rigid pédn, tote mpémet O0An 1 tepapXia and nodes va
ovopadetatl orwg Kat oto biped.

4 Eyxkataotaon tou plugin

Avuypagoupe 1o apyeio sce. dl e oto plugin directory tou max. Zuvrdwg
“C:\ Program Fi | es\ Aut odesk\ 3dsMax8\ pl ugi ns”.



5 Xprnon tou plugin

To plugin §dayel dedopéva oknvrg kKat animation oe apyeia t7sce kat t7anm
avtiotoya. Ta otatkég oknvég e§ayoupe povo 1o t7sce apyeio. Ia oxknvég pe
éva 1) meP1o0otepa animations e§dyoupe ermurdéov Kat £va 1) meplocotepa t7anm
apxeta avtiotoixa. I'a va kavoupe export srueyoupe File->Export kat oav turno
apxeiou emAéyoupe t7sce 1 t7anm.

Track? scene exporter |
.-F- __I- L
@) SCExport

— kesh Export

v Momalz W Tangents
[ tc0 vtz

v tc2 v tc3

— Testure action

& Mo achon
£ Copy to "data’ folder
£ Pack in SCE [large file warning)

Cancel

Tinv mepimoon tou t7sce apxeiou, pag spgavidetat kat éva dialog box pe
oplopéveg ermdoyég. To mesh export 1o aprijvoupe og €xel. AAAayég Sa kavoupe
1ovo av 1o t7sce apyeio eivat unepBoAika peydAo. Zto texture action propoupe
va ermAégoupe éva amo ta akéiouba:

e No action.

e Copy in “data” folder. Autn n ermdoyr) 9a kavetl kat €va texture collection
oto @dakeAo data, ekei 6rou emAé§ape va owooupe o t7sce.

e Pack in t7sce. 'OAa ta textures Sa amoBnkeutouv péoa oto 1610 1o t7sce.

6 ZuxVEg EPWTNOELS

Potrote ipota kat €66 9a Pmouv ot anavinoeig.



