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LLENTN U UTOMU NEKLUN

Goals Outcomes

Llenn aTton nekuunu: K KOHLLy 9TOW JIEKLINN Bbl CMOXETE:

* [lokasaTtb 6onblie pyHKumn Blueprint * Onpepenatb AKTopa no Tery

* [lokaszaTtb, kak ncnonbsosatb GyHKUMO Add Child Actor * HaHocutb ypoH AKTOPY
Component

* Vcnonb3osaTb yHKUMo Add Child Actor Component

* O6bscHUTL aencrene yHKumn Al MoveTo « CospaBaTtb npocTon Al KOTopbI ABUraeTcst Mo YPOBHIO

* [lokasaTb BbINOSIHEHNE KOHCOJIbHON KOMaHdbl B
Blueprint




OYHKLUUSA
MAP RANGE CLAMPED

OyHkuna Map Range Clamped npeobpasyeTr
3Ha4YeHne N3 oaHOro ananasoHa 3Ha4YeHu B
COOTBETCTBYIOLLEE 3HAYEHME B APYroM gmnanasoHe
3Ha4eHnn. KoHeYHbIn pesynstaT Bcerga OyaeT B
OnanasoHe BbIXOOHbIX 3HAYEHUN,

BBof

Value: VlcxogHoe 3Ha4veHune anga npeobpa3oBaHus.

In Range A: MuHnmanbHoe 3Ha4yeHne gnanasoHa
BXOOHbIX 3HAYEeHUI.

In Range B: MakcunmanbHoe 3Ha4vyeHne gnanasoHa
BXOOHbIX 3HA4YeHUI.

Out Range A: MuHnmanbHOE 3Ha4YeHne gmanas3oHa
BbIXOOHbIX 3HAYEHUN.

Out Range B: MakcumanbHoe 3HadyeHne guanasoHa
BbIXOHbIX 3HAYEHWUN.

BbiBoA

Return Value: [lpeocbpa3oBaHHOE 3Ha4YeHNE B
anianas3oHe BbIXOOHbIX 3HAYEHUN.

Out Range A | 00 |

Out Range B | 00 |

Return Value O»




OYHKLUUSA
MAP RANGE CLAMPED:
NPUMEP

B npumepe cnpasa pyHkunsa Get Percentage Ammo
KOHBEPTUPYET TeKYLLee Konn4ecTso boenpunacos
NrpokKa B NPoLEeHTHOE 3HaYeHne, oTobpa>kaemMoe Ha
9KpaHe.

PacyeT ocHOBaH Ha NepPEMEHHbIX, KOTOpbIE coaep kaT
MaKCcumMasnbHOe KoONM4ecTBo H6oenprnacoB, KOTOPoe
MOXXET UMETb UMPOK, U TEKYLLEE KONMNYECTBO
6oenpunacos.

B8 Get Percentage Ammo

/ "

Current Ammo @

Ve
Max Ammo @&

\

@ Value

» In Range A 0_0
@ In RangeB

O OutRangeA | 0.0 |

(» Out Range B

| Map Range Clamped

Return Value @

88 Return Node

@ Percentage




OYHKLUUSA
ACTOR HAS TAG

OyHKuna Actor Has Tag npoBepseT, ecTb N1 y AKTopa
Nrpbl onpegeneHHbin Ter. icnonb3oBaHWE TErroB -
npocTton crnocob pasznnvyatbe AKTOPOB Ha YPOBHE.
3006pakeHne crnpaBa NOKa3bIBAET, UTO K AKTOPY OblI
nob6asrieH Ter nog HasBaHvem «Specialltem».

BBon

e Target: Ccbinka Ha AKTopa, KoTopas oyneT
NCNONb30BaTbCA MPW NPOBEPKE Tera.

 Tag: Ter, KoTopbIN OYOET NCNONBL30BaTLCA B TECTE.

BbiBoA

 Return Value: nornyeckoe 3Ha4deHune. Ecnm
3Ha4deHne “true”, AKTOp MMEET yKa3aHHbIN Ter.

4 Actor

Can be Damaged

Generate Overlap Event |

SHEWHRRSIE LN ELGIIE Always Spawn, ignore Collisw

Initial Life Span

Find Camera Componen

> Pivot Offset

X 00 [¥ 00 0]z 00

Ignores Origin Shifting [

Enable Auto LODGenera

4 Tags

0

1 elements
Specialltem

A

+ @

v

.




OYHKLUUS
ACTOR HAS TAG:
NPUMEP

¢ Event ActorBeginOverlap “L Branch

B npumepe cnpasa dyHKumsa Actor Has N ~p
True i

Tag ncrnonb3yeTcs ANs NPOBEPKM TOro, -9 O Health
ecTb NN y AKTepa, Ha KOTOpPbIN Other Actor @ Condition  False [>

HaknagblBaeTcsa Urpok, Ter Specialltem.

Ecnun 370 Tak, TO 300pOBbE U LLNT UrpOoKa " f Actor Has Tag
BOCCTaHaBNNBAKOTCA NyTEM YCTAHOBKU UX [arget is Acto!
3Ha4YeHnn Ha «100.0». Target Return Value

O» Tag l Specialltem |

—» SET D

(» Shield [ 100.0 O




OYHKLUUSA
APPLY DAMAGE

OyHKUna Apply Damage ncnonb3yeTca ans HaHeceHns
ypoHa AkTopy. VMIHpopMmauuna, cBa3aHHas C NOBPEXOEHNEM,
MOXXET ObITb NepenaHa 4yepes PyHKUM. AKTop, Mo
KOTOPOMY rnonanu, pearnpyet Ha YPOH C MOMOLLIbIO
cobbiTnss AnyDamage, HO cobbiTne cpabaThbiBaeT TOSIbKO B
TOM cry4dae, ecnn 3HadeHne napameTtpa Base Damage
Hoabl Apply Damage otnnyaetcs ot «0,0».

BBon

« Damaged Actor: Ccbinika Ha AKTOp, KOTOPbIN ByaeT
nony4aTb YPOH.

e Base Damage: 3Ha4yeHune ¢ nnaBaroLlen 3ansaToun,
npeacTaBnsioLlee YPOH.

 Event Instigator: Ccbinika Ha KOHTposep,
OTBETCTBEHHbLIN 3a NpUYNHeHne ypoHa. Vicnonb3oBaHune
9TOro NnapameTpa HeobAa3aTenbHo.

e Damage Causer: Ccbinka Ha AKTopa, HaHecLUero
yuwep6. Vicnonb3oBaHne aToro napameTpa
Heoba3aTeNbLHO.

e Damage Type Class: Knacc, npegcrtaBnsatoLnii TUM
HaHeceHHoro ypoHa. licnonb3oBaHmne 3Toro napameTpa
HeobA3aTesNbHO.

~ | Apply Damage “

> b,

Damaged Actor Return Value O»

(» Base Damage | 00 |

Event Instigator
Damage Causer

Damage Type Class
select Class

,-lli J J w

¢ Event AnyDamage i
D

Damage O»

Damage Type
Instigated By

Damage Causer




laIrget Is A

4 ‘ " f DestroyActor

{ Event Hit f Apply Damage
B PP
My Comp O - Damaged Actor ' Target [ self |
Other @ O» Base Damage |20 |

®YHKLUSA APPLY DAMAGE: g

+ Damage Causer

n P M M E P Hit Location O Damage Type Class

Hit Normal O datiia
Normal Impulse O
CKpuNT, NoKasaHHbIN HA BEPXHEM U3006pa>keHnu
crpasa, MOXXHO Ucnonb3oBaTh B Blueprint, KOTopbIn
npencTaBnseT cobon nynio.

Hit

Korga nynsa nonapgaetT B AkTopa, pyHKums Apply
Damage ncnonb3yeTtcsa ana HaHeceHnsa ypoHa co

3HayeHnem «20». [locne aToro nynsa yHUHTOXKAETCS. Event from the Damaged Actor

Ha HXHEM 1300paXkeHnn nokasaHo codbiTne ¢ Event AnyDamage SET
AnyDamage onsa nospexxgeHHoro AKtopa. JTo

______/_——————D >

YMEHbLUUT 3Ha4yeHne nepemeHHon Health Ha 3Ha4veHne @ Health O
Damage. Damage @ Health @

Damage Type
Instigated By

Damage Causer




OYHKUUSA
GET OVERLAPPING ACTORS

dyHkuma Get Overlapping Actors Bo3BpallaeT CNMcoK
AKTOPOB, KOTOpble NepeKpbIBatoT AKTOP/KOMMOHEHT.
EcTb OBe Bepcumn aTon PyHKUNN: ogHa NCMNONb3YET
AKTOpa B Ka4eCcTBe LUenu, a gpyrasa NUcnonb3yeT
KOMMOHEHT B Ka4eCcTBe Lenn.

BBon

e Target: Ccbinika Ha AKTOP/KOMMNOHEHT KOTOPbIN
O6yOEeT NCMONb30BaTbCS B TECTE HA NEPEKPLITUE.

 (Class Filter: Yka3biBaeT, Kakon Knacc nnm
nogknacchl 6yayT NCNoNb30BaTbCA B TECTE.
lcnonb3oBaHme aToro napamMeTpa HeobasaTenbHO.

BbiBoA

 Overlapping Actors: Maccus, cogep>xaLimin
AKTOPOB, KOTOPbIE NEPEKPLIBAIOT
AKTOpPa/KOMMOHEHT.

3:l| 1S

Target | self |

Class Filter
S5elect Class »

Target | self |

Class Filter

| Get Overlappmg Actors

Overlapping Actors &2

f Get Overlappmg Actors

Overlapping Actors &2




OYHKLUUS
GET OVERLAPPING
ACTORS: MPUMEP

{ Timer Damage ;‘
[lpencTtaBbTe cebe obnacTb, KOTOpas nt ®) ForEachLoop " Apply Damage
HaHOCUT YPOH BCEM Haxo4ALNMCS B HEW p T B Loop Body B — B D
AKTOpaM' 22 Array Array Element  Damaged Actor
B npumepe cnpaBa ata obnacTb - BoxCollision ATAETICECLH O Base Damage (10}
npepctaeneHa Blueprint ¢ KOMNOHEHTOM T T WYY WO 1P~ 5 5 1 Completed [> . Event Instigator

+ Damage Causer

Box Collision, KoTopbin onpenensieT =

[ Get Overlapping Actors
Target is Primitive Component
MeCTO, rge AKTOpr Nnosiy4aroT YpOH.

Damage Type Class

select Class -

. Target Overlapping Actors :::

CobbiTe Timer Damage nepnognyeckm S
BbI3blBAETCS, YTOObI HAHECTN YPOH BCEM bl
AKTepaMm, KOTopble nepeKkpbiBaloT Box
Collision.




OYHKLUUSA
ADD CHILD ACTOR
COMPONENT

{ Add Child Actor Component
®OyHKUma Add Child Actor Component nob6asnseT > >
AKTOpa Kak KOMMOHEHT apyroro Aktopa. Takmm
06pa3oM, KOMMOHEHT AKTOP cneayeT Target | self | Return Value
npeobpazoBaHnaM poanTenbckoro Aktopa. Korga
POANTENBCKNN AKTOP YHUYTOXXAETCH, KOMMOHEHT AKTOP Manual Attachment O
Tak>Xe YHNYTOXKaeTcs. HoBbIM Knacc akTepa 0osKeH

ObITb YKa3aH Ha naHenn Details pyHkumn Add Child + Relative Transform
Actor Component.

BBon

 Target: Ccbinka Ha AKTopa, KOTopomy 6yaeT
npuHaanexaTb HOBbIN KOMIMOHEHT.

 Manual Attachment: Jlornyeckoe sHayeHune. Ecnu
3Ha4yeHune paBHO «false», HOBbIN AKTOp ByOeT
aBTOMaTNYECKMN MPUCOEONHEH.

 Relative Transform: [lpeob6pa3oBaHue,
MCMNOJSIb3YEMOE HOBbIM KOMIMOHEHTOM.

BbiBog



PYHKLUNA & SpawnWeapon ' Aadhid Actor Component
ADD CHILD ACTOR > — D

COM PON ENT: TIPUMEP Target | self] Return Value

Manual Attachment O

B npumepe cnpasa ecTb Blueprint ¢ nmeHem - Weapon Transform @ @ Relative Transform
«WeaponBlueprint», KOTOpbIV NpeacTaBnAEeT OPYy>KME.
B opyrom Blueprint, KoTopbi NpeacTasnaeT
nepcoHaxka B Urpe, eCtb CobbITNE, KOTOPOE OYAET
Bbl3bIBaTbCHA BO BPEMS Urpbl, HTOObI 406aBUTL K
nepcoHaxxy opyxune tuna «WeaponBlueprint».

Hu>xHee nsobpaxkeHne Haxogntcsa Ha naHenu Details
PpyHkumn Add Child Actor Component. 4 Child Actor Component
OTobparkaetcs npu Bblbope pyHKUMK. Knacc, KoTopbiv

6Y[EeT UCMONb30BaTLCS HOBbIM AKTOPOM, AO/MKEH BObIThb Child Actor Class WeaponBlueprint v [l SO b Jh=

ykazaH B nosie ceonctea Child Actor Class. b Child Actor Template o,




OYHKLUUSA
SPAWN EMITTER ATTACHED

dyHkuma Spawn Emitter Attached socnponssoont
CUCTEMY YacCTUL, N MPUKPENNAET €€ K KOMMNOHEHTY.

BBon

Emitter Template: LLIabnoH cuctembl HacTuu,
KOTOpPbIN OyOEeT NCnob30BaTbCA.

Attach to Component: Ccbinika Ha KOMMNOHEHT.

Attach Point Name: lIlma cokeTa, K KoTopomy 6yaeT
npukKpenseH amuttep. Vicnonb3oBaHme 3TOro
napameTpa Heobs3aTeNbHO.

Location, Rotation, Scale: MupoBsoe nnu
OTHOCUTENbHOE NMpeobpa3oBaHme B 3aBUCUMOCTU OT
3Ha4veHunsa Location Type.

Location Type: MupoBoe nnnm oTHOCUTENBHOE
MECTONMOJIOXKEHNE.

Auto Destroy: Jlornyeckoe 3Ha4vyeHune. Ecnu
3Ha4yeHune «true», cuctema 4actuu oyoer
YHUYTOXKEHA MNOCSe 3aBEPLUEHNSA BbIMOSTHEHUS.

" { Spawn Emitter Attached

D,

Emitter Template

| -~ — T é
- ) | 1. . ()
I l“ i Mool v

» Attach to Component

) Attach Point Name

Location

&

Rotation

" [ 00][* 00][z 00]

Scale

© [ 10)[ T9) [z 1]

Location Type

Keep Relative Offset v

Auto Destroy 9

Return Value

b,




OYHKLUUS ———

¢ Event Hit ~ f Spawn Emitter Attached | DestroyActor

SPAWN EMITTER ATTACHED: & o p [ S—
I-I PMMEP My Zi:lpr ‘ } Elpit[yl?rr_'zelnplate Return Value R—

Attach to Component

Other Comp

Self Moved (y» Attach Point Name

N3o0bpaxkeHne cnpaBa B3ATO 13 Blueprint,

NPEenCTaBNALLErO MySio o B o Location D
- 0.0 0.0 0.0
Hit Normal O e —J[—j
Korpga nyns crankuBaeTcs ¢ Yem-nmobo, cuctema Nonmal Mitlas O Rotation
; O x 00][v 00](z 00]
yacTuy, OygeT co3gaHa ¢ Ucnonb3oBaHMeEM LabnoHa 5
P_Fire n 6yget npukpenneHa K KOMMNOHEHTY, B KOTOPbIV Scale
O 0]V 10][z 10]
nonait.
Location Type
[locne aTtoro nynsa 6yaeT YHUYTOXKEHA. RS

Auto Destroy 8




HOOA Al MOVE TO

Hopa Al MoveTo ncnonb3yetca ona nepemMeLleHuns
Pawn. ['yHKT Ha3zHa4YeHna MOXXET ObITb MECTOM UNU
opyrum AKTopoM. YpoBeHb gomkeH nmetb Nav Mesh
Bounds Volume 4T06bl onpenenntb obnacTtb, KOTOPYIO
nencteue Al MoveTo MOXeET ncnonb3oBaTtb. JTO
CKpbITOE OENCTBNE, MO3TOMY OHO BbIMNOMHAETCH
napanfiefibHO C 0O6bIYHbIM MOTOKOM BbINOJSTHEHUS
Blueprints.

== Al MoveTo c

b b,

Pawn On Success [ >

Destination On Fail [

" [ 00][" 00][z 0o]

Target Actor

(» Acceptance Radius

Stop on Overlap )

Movement Result



HOZLA Al MOVE TO:
BBOA T BbIBon = Al MoveTo @

> D
Bsog Pawn On Success [ m~
 Pawn: Cchbinka Ha Pawn KoTopbi 6yOeT rnepemMeLlaTbCs. O DF%]O On Fail [ D Success >
e Destination: BekTop, oTo6parkatoLnin nyHKT Ha3Ha4YeHus. ' Movement Result Selection Blocked [
 Target Actor: Ccbinika Ha AKTOP, KOTOPbIN BYAET NOCTOSIHHO FAIGE Zator
OTCJiEXXMBATbCA. O Acceptance Radius @] off Path [
 Acceptance Radius: MakcrmanbHoe paccTosiHMe 4o MecTa Stop on Overlap () Aborted [

Ha3Ha4YeHNs Ans 3aBepLUeHNs OBUKEHUS. Invalid [

e Stop on Overlap: Jlornyeckoe 3HavyeHne. Ecnn sHayeHne
«true», xon 6yaeT 3aBepLUEH, Kak TONbKO Pawn Ha4yHeT
nepekpbiBaTb pagnyc npuema.

BbiBog

e On Success: [lnH Exec, koTopbIn 6YAET BbINOSIHEH, KOraa
dbyHkuns Al MoveTo JOCTUrHET CBOEN LIENN.

e On Fail: I'nH Exec, koTopbin 6yAeT BbIMOSIHEH, €CNUN YHKLNS
Al MoveTo He MOXET O0CTUYb CBOEW Lenu.

e Movement Result: [lepevncnenne co cnegyowmm
BO3MOXXHbIM pe3ynbratoM: “Success”, “Blocked”, “Off Path”,
“Aborted”, nnn “Invalid”.



HOOA Al MOVE TO:
NPUMEP

B npumepe cnpaea Hoga Al MoveTo

GooNextbomt | @
ncnonb3yeTcsd, 4ToObl HanpaBuTbe Pawn no nt & Al MoveTo S
nyTun, NpegcrasneHHoOMy Habopom >»P — » O (S FndvextPomt
npegonpeneneHHbIX TOYEK Ha YPOBHE. IT Pawn On Success I —— P In outp —— P
TOYKWN, NpeacTaBnAoLLne NyTb, MOryT ' Self @ Destination On Fail >  Target [seff
XpaHUTbCA B MaCClBe. I\/IaKpOC + Target Actor Movement Result

FindNextPoint oTBeuaeT 3a BbIGOP Next Point @ O Acceptance Radius
o 5.000000 |
CneayroLLei TOYKW Ha MyTV U COXpaHeHne

o - Stop on Overlap
ee B nepemeHHon Next Point. =

3Ha4YoK YyacoB yKa3blBaeT Ha To, 41O Al
MoveTo saBnsaeTca CKpbITbIM OENCTBUEM.
CobbiTne GoNextPoint nHnuunpyetr
nencteue Al MoveTo, HO aencTBuA,
cBsA3aHHble ¢ BbiIBoooM On Success,
OyayT BbIMOMHEHbLI TONMBKO TOraa, Korga
Pawn JOCTUrHET CBOEro NyHKTa
Ha3Ha4veHus. [locne Toro, Kak Makpoc
FindNextPoint o6HOBNAET NepeMeHHy10
Next Point, co6biTne GoNextPoint
BbI3bIBAETCA CHOBA.




OYHKLUUA EXECUTE CONSOLE
COMMAND

| Execute Console Command

dyHkumsa Execute Console Command no3sonsier D D
BbIMOSIHATb KOHCOJIbHYO KOMaHpy.

Command D

KOHCO/bHbIE KOMaHObl - 3TO TEKCTOBbIE KOMaHAbl,

KOTOPbIE MO>XHO BbIMNOJIHATb B pPeAaKTopeE UJIN B U PeE. Specific Player

BBon

e Command: KoHconbHaa komaHga, kotopasi oyaer
BbIMOSHATBLCS.

* Specific Player: Ccbinka Ha Player Controller,
KOTOpPbIN OYOET BbIMNONMHATL KOMaHAY.
Icnonb3oBaHWe 3TOro NapameTpa Heobs3aTensHo.



OYHKLUNS
EXECUTE CONSOLE
COMMAND: NPUMEP Restartiievelioneats

B npocTtoun urpe ypoeBeHb ByOeT rnepesanyLleH nocne
CMepTU Urpoka. B npmnmepe cnpasa aTo genaeTcs C
NOMOLLIbIO HACTpanBaeMoro cobbITns C UMEHEM —_— D >
“Death” KoTOpO€e BbINONMHAET KOHCOJIbHYO KOMaHAY
“RestartLevel”.

f Execute Console Command

Command [W{_P—pl |
YT106bI MONYYUTH MNOMHbIA CANCOK KOHCOJMbHbIX KOMaHL, Specific Player
OTKpowuTe OKHO >XypHana BbiBoga (Window >
Developer Tools > Output Log). Ctpoka BHN3y OKHa
npegHasHavYeHa ansi BBoAa KOHCOJSbHbIX KOMaH.
Beeonte komaHgy «DumpConsoleCommands» v
HaxMmuTe kKnasuwy Enter, 4To6bl NOAY4YUTL CNNUCOK
KOMaHA,




NTOI

B aTon nekuumn 66110 npeacTasneHo
bonbLle pyHKUnn Blueprint. Takxxe ObI1n10
NoKasaHo, KaK NCMNo/ib30BaTb KOMMNOHEHT
Add Child Actor n dpyukuymm Al MoveTo, a
TaK>Xe Kak BbIMOJIHATb KOHCO/bHYO

komaHay B Blueprint.




