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LLENTN U UTOMU NEKLUN

Goals

Llenn nekuun:

OnpepeHne knaccos Gameplay Framework

[TokasaTtb kKlacc Game Mode n ero knaccsol no
YMOSYaHUIo

[TokazaTtb knacchel Player Controller n Player State
[1lpencTtaBuTb KNacc Pawn 1 HEKOTOpPbIE NOAKMACCHl

3HaKoMcTBO ¢ Knaccamum Game Instance n Game
Session

Outcomes

B KOHLEe 3TON NeKunn Bbl CMOXKETE:

Onpepenntb 0bwmne kKnaccobl Gameplay Framework

[ToHATb B3anmoceasb Mexay Game Mode n Game
State

[ToHATb B3anmoceaAsb mexay Player Controller n Player
State

YmMmeTb Bnagetb Pawn ¢ nomoLbto Controller

OdopmuTe NpocTyto NMHpopmMaLunto C MOMOLLLIO
knacca HUD




Actor Scene

OCHOBHDIE KJIACCBbI Component Component

Player
[1pn co3paHun Blueprint Bam OyaeT npencrasneH Controller
CMUNCOK KraccoB, 06bI4YHO NCMNOJSIb3YEMbIX B Ka4ecTBe Controller
poanTeENbLCKOro Knacca Blueprint. 3T ocHOBHbIe Al Controller
Knaccbl sasnstotca Yactbto Gameplay Framework v
NCNONb3YIOTCA ONA NpeacTaBieHnsa NrpoKoB., Game Mode

NepCcoHaXkeln, KOHTPOMEPOB 1 NPaBua Urpbil.

N306pakeHne cripaBa NOKa3bIBAET NEPAPXUIO Character
OCHOBHbIX KnaccoB. CTpenka yKasbIBa€eT, YTO Kacc
cnpaBa HacnenyeTtcs oT Kniacca crnea. B Unreal ecTb
6a30BbIN Knacc, Ha3biBaeMbi Knaccom Object.




5 Details

) Elo-

I Actor Tick

4 Classes

Game Session Class GameSessionv K OIS
Game State Class GameStateBase v K SO R .

K”ACC GAME MODE Player Controller Class e O +
Player State Class & O -+

HUD Class
Knacc Game Mode ncnonb3yetcsa ans onpeneneHns

npasuns Nrpbl. Game mode Takxe onpenendeT Kriacchbl Default Pawn Class DefaultPawi v~

Nno yMOJ4aHUKO, KOTOPbIE 6y,El,yT NCMOJIb30BATbCA OJiA Spectator Class O +
co3gaHust Pawn, Player Controller, Game State, HUD —

N Qpyrnx Knaccos, Kak NoKa3aHo Ha |/|306pa>KeH|/||/| SEVEVE M GRS EVTI AR [T WEEL I PlayerController v [ o 0 =+

crnpana. Server Stat Replicator Class ServerStatReplicator v [ & 0

Y KaXxgoro ypoBHS MOXET ObITb cBon Game mode.
Ecnn pnsa ypoBHsA He ykadaH Game mode, oH 6yaeT 4 Game
NCMNONb30BaTb UTPOBON PEXIM, YCTAHOBJSIEHHbIV OS5 Default Player Name

npoekTa.

g g 4 Game Mode
B MHOrononb3oBaTebCKON Urpe UrPOBOU PEXNM

CyLLEeCTBYET TOJIbKO Ha CepBeEPE N HE KOINMNPYETCHA Ha
KITMEHTOB. Start Players as Spectators

Use Seamless Travel

Pauseable




HASHAYEHUE UTPOBOI'O
PEXNMA

YT106bl YKazaTb UrpoBON PEXNM MO YMOSTYAHUIO AN
npoekTa, BblbepuTe Edit > Project Settings... B Level
Editor n B pasgene Project Bbibepute napametp Maps
& Modes. Bbibepute nrpoBon pexxmm B
packpbiBatoLemcs cnncke ceoncts GameMode no
YMOJTHYaHWIO, KakK NoKa3aHO Ha BEPXHEM N300paXKeHNM
crpasa.

YT100Obl yKasaTb UrPOBON PEXUM YPOBHS, HAXXMUTE
KHoMKy Settings B Level Editor n sbibepunte napameTtp
World Settings. BbibepunTte nrposon pexxmm B
packpsbiBatoLlemcs cnncke ceoncts GameMode
Override, Kak NnoKkazaHO Ha HKHEM N300pa>KeHNN.

IrpoBoii pexxnM YPOBHS nepeornpenensiet UrpoBoii
PEXMM MNPOEKTa MO YMOMYaHUIO.

Project - Maps & Modes

q, These settings are saved in DefaultEngine.ini, which is currently writable.

4 Default Modes

b

Default GameMode FirstPersonGameMotv K J8® <=

Selected GameMode

™ VWorld Settings

> World

4 Game Mode

RN LL ROVl MyNewGameMode v K SORL e

4 Selected GameMode

Default Pawn Class e O+
HUD Class RS « O +
Player Controller Cl: e O <+
Game State Class & O+
Player State Class e O+
Spectator Class & O +




4 All Classes

KJIACC GAME STATE

gamestatel

Knacc Game State ncnonb3syercsa gnsa oTcreXXxmBaHus
NepeMeHHbIX, KOTOPble NpeacTaBnAaAloT TeKyLLee

COCTOSAHNE Urpbl, 1 NCNONb3YETCA BCEMU KNNEHTaMN B
MHOIOMNoJIb30BaTENBCKOW Urpe. 471 GameStateBase

OcHoBHas ngesi CoCToUT B TOM, YTO UFPOBOI PEXUM -’ GameState
ornpenensieT npaswia Ha cepBepe, a COCTOSIHNE UTPbl 2
ynpaBnsaeT nHdbopmaLmnen, Kotopas UBMEHSIETCS B UTPE
N JOMKHa 6bITb OTNPaBeHa KIIMeHTaM.

5 items

YT106bI MCnonb3oBaTb HOBbIW Blueprint, OCHOBaHHbIN Ha
knacce Game State, Bbl JOMKHbI HA3HAYNTb CBOW
cobcTBeHHbIN Knacc Game State napametpy Game
State Class B Game Mode.

Knacc Game State pacwmpsieT knacc Game State Base
N 0ob6aBNseT HEKOTOPbIE MHOIMOMOSIb30BaTENbCKNE

dbyHKUMN.



KJIACC
PLAYER CONTROLLER

Knacc Controller nveet gBa OCHOBHbIX MogkKnacca.
Knacc Player Controller ncnonbsyercsa nrpokamm-
nogbmin, a knacc Al Controller ncnonbsyetr

NCKYCCTBEHHbIV NHTENNEKT ana ynpasneHusa Pawn.

Knaccel Pawn 1 Character nony4atot BXxogHble
cOObITNA TOMBKO B TOM Cllydae, ECNV OHU NMpuHagnexxar
Player Controller.

Knacc Pawn, KOTOpbIM BNageeT UrpokK, MOXET ObITb
n3MeHeH B urpe. 1sobpa)keHune cnpasa B34ATO 13 Level
Blueprint 1 nokasbiBaeT ncnosib3osaHmne PyHKLUUN
Possess. B atom npumepe KoHTponnep rpoka 6ynet
obnagatb Aktopom Pawn BP_Car Ha YpoBHe, Koraa
Ha)kaTa knasuwia Enter.

| Possess

Pressed [P — = —EOERSEEE —
4

Released [

Target
Key
In Pawn

[ Get Player Controller

O» Playerindex [g|  Return Value

s BP_Car

4‘

b,




KJIACC PLAYER STATE

playerstate

Knacc Player State ncnonb3syetcsa gnsa oTcneXxmBaHus
MH(POPMaLUN O KOHKPETHOM UIMPOKe, KOTopasa Oo/HKHa
ObITb NepegaHa gopyrum KiimeHTam B

MHOIOMOIb30BaTeNbCKOW UrpE. 1o
Player Controller cyliiecTByeT TOMbKO Ha KNNEHTax, B | ® PlayerState
TO BPEMSA KaK COCTOSAHNE UrpoKa pennumpyeTcsa Ha 4 1tems

BCEX KJIMEHTOB C cepBepa.

YT106bI Cnonb3oBaTb HOBbIW Blueprint, oCHOBaHHbIN Ha
knacce Player State, Bbl 4O KHbI YCTAaHOBUTL €ro B
napameTpe Player State Class B nrposom pexvme.



PAWN

Pawns - 370 AKTOpPbl, KOTOPbIMA MOIYT YNpaBNnsTh
(Bnapetb) KoHTponneps! (Urpok nnn UN).

Knacc Pawn npeacraBnser duanyeckoe TeNo, a Knacc
Controller npegcraBnsieT MOS3T.

Ha nsobpa)keHun crnpasa nokasaHbl HEKOTOpPbIE
napamMeTpsbl, yHacnegoBaHHblE OT Knacca Pawn. Knacc
Pawn MOXXeT ncnonb3oBaTbh 3Ha4YeHNA BpaLleHns
KoHTposniepa, KOTopbI UM B1afeeT.

[pyrue atpnbyTbl NOKa3bIiBaloT, KAKMM obpa3omM Pawn
HaxoguTcAa BO BnageHun KoHTponepa.

4 Pawn

Use Controller Rotation Pitch
Use Controller Rotation Yaw
Use Controller Rotation Roll

Can Affect Navigation Generation
Auto Possess Player
Auto Possess Al

Al Controller Class

Disabled

Placed in World =

AlController v

O X




PAWN: KJIACC CHARACTER

Knacc Character saBnsetcs nogknaccom knacca Pawn,
KOTOPbIN NpeaHasHavYeH Ona npeacTtaBneHnsa AByHOrMx
NePCOHaXXeN, KOTOPbIE MOIYT XOAUTb, 6eraTb, npbiraThb,
nnaBaTb N NeTaTb. Y 3TOro Kfacca y>e ecTb Habop

KOMMOHEHTOB, MOMOraloLWwnXx B AOCTUXKEHNN 3TOW LIENN.

Ha n3obpakeHnn cnpasa nokasaHbl KOMMOHEHTHI,
npucyTcTBylowme B knacce Character.

 CapsuleComponent vcnonb3yeTtcs ans
TECTUPOBAHNA CTOIKHOBEHWIA.

 ArrowComponent yka3blBaeT TEKyLLEE HarnpaBleHne
NnepcoHax<a.

 KomnoHeHT Mesh - 3To CKeNneTHbIN MELL, KOTOPbIN
BU3YyaslbHO NPeaAcTaBiaeT nepcoHaka. AHMMaLms

KoMrnoHeHTa Mesh ynpasnaetca animation Blueprint.

« KomnoHeHT CharacterMovement vicnonb3yetcs ans
onpeneneHnsa pasnnyHbIX TUMNOB OBUMXXEHNSA
NepcoHaxXka, Taknx Kak xoabba, 6er, NpbIKKU,
nnaBaHWe 1N NOSET.

-=_ Componenis

4 Add Component ~

! BP_Character(self)

‘ L

CapsuleComponent (Inherited)
A\ ArrowComponent (Inherited)
v Mesh (Inherited)

“y CharacterMovement (Inherited)




[ Variable

> Sockets
> Character Movement: Jumping / Falling

> Character Movement (General Settings)

KOM nOH EHT 4 Character Movement: Walking
CHARACTER MOVEMENT Max Step Heigh

Walkable Floor Angle

KomnoHeHT CharacterMovement HanncaH Ha C ++ u Walkable Floor Z

obpabaTbIBaET ABMXKEHNE, a TaKXe pennnkaumio u Ground Friction

npenckKadaHmne B MHOIonoJib30BaTEJIbCKNX UTPpax. Max Walk Speed

CyIJ.I,eCTByeT MHO>XECTBO CBOUCTB ANA Pa3/iNyHbIX Max Walk Speed Crouched
TUMNOB ,EI,BI/I)KGHI/II?], KOTOPbIE MO>XXHO HACTPOUTb HA _

Min Analog Walk Speed
KOMIOHEHTEe.

Braking Deceleration Walking
Sweep While Nav Walking
Can Walk Off Ledges

Can Walk Off Ledges when Crouch

Maintain Horizontal Ground Velocity

lgnore Base Rotation .

v

> Character Movement: Swimming




PAWN: TPAHCNOPT

Knacc Wheeled Vehicle - ewie ognH npumep
nogknacca knacca Pawn.

OH copep>xunt koMmrnoHeHT VehicleMovement,
HanncaHHbin Ha C ++ 1 coagep kawnin Ko ois
nMnTaUumMn nosegeHns TpaHcnopTHoro cpeactea. OH
NMMEET MHOXXECTBO NapamMeTpoB, NCMNOMb3YEMbIX OJ1S
onpeaeneHns aABmxKeHnsa n dn3nkKn TPaHCNoOpPTHOro
cpenctea. OH TakXKe MOXeET obpabaTbiBaTb
pennnkauuio n NnporHo3mpoBaHne B
MHOIOMoOSIb30BaTENIbCKNX Urpax.

BepxHee n3obpaxkeHne cnpasa B3ATO U3 WabnoHa
Vehicle template.

Ha n3obpa>keHnn BHN3Y NoKasaHbl HEKOTOPbIE
cBoncTBa KomrnoHeHTa VehicleMovement.

o= Viewport f Construction Scrip m= Event Graph

-

4 Mechanical Setup

Torque Curve

4 Engine Setup
Max RPM
MOI
Damping Rate Full Thrott
Damping Rate Zero Throt
Damping Rate Zero Throt
[ Differential Setup

> Transmission Setup




HUD (HEAD-UP DISPLAY)

Knacc HUD ncnonb3yeTtcs ans co3gaHna xens-an-
ancnnea (HUD), koTopbin SABNSIETCA CBOEro poaa
9KpaHHbIM gucnneem, obecnednsaroLLM ObICTPbIN
OOCTYN K BaxkxHou nHdpopmauun. HUD ncnonb3yeTtcs B
nrpax gfig otobpaxeHuns pasnnvyHon nHopmaumn ons
NFPOKOB, TAKOW KaK MUX CYET, BPEMS, SHEPIUSA U Tak
nanee.

B Unreal Engine knacc HUD - aTto 6a3oBbiv kKnacc,
cogep>xawmm Canvas, KOTOpbIN NpeacTaBnseT cobon
O0OBLEKT, Ha KOTOPOM MO>XHO pucoBaTb NPUMUTUBSI,
Takne Kak TEKCT U TEKCTYPbI.

Knacc HUD copep>xut cobbiTne nog Ha3sBaHNEM
«Receive Draw HUD», koTopoe ncnonb3yertca ans
PUCOBAaHNA NPUMNTUBOB B KaXXKOOM KaJpe.

Knacc HUD cyLecTBYeT TONMbKO Ha KaXXOOM KITNEHTE U
He pennuumpyeTcs.

—i

{ Event Receive Draw HUD =

/ —

Player Score @

»
Size X O»
SizeY O»

[ BuildString (int)

Append To
Prefix D

& Inint

Suffix [:]

Return Value

7 Draw Text

-4
Target

Text

Text Color
O» Screen X | 20.0
O» ScreenY | 10.0
Font Select Asset »
(» Scale @]

Scale Position O




Project - Maps & Modes

KJIACC GAME INSTANCE

Q, These settings are saved in DefaultEngine.ini, which is currently writable.
Ik3emMnnap knacca Game Instance co3pgaercsa B
Ha4vane nrpbl N ygansaeTcsa TONbKO Npu 3aKpbITUN UTPbI. b Default Modes

Bce akTopbl 1 gpyrve o0bekTbl Ha YPOBHE MNONTHOCTbIO b Default Maps

YHUYTOXKAIOTCS N PECMAaBHATCS Ka>XKObIA pas rnpu b Local Multiplayer

3arpysKe YpPoBHS. 4 Game Instance

Knacc Game Instance v gaHHble, KOTOPbIE OH Game Instance Class e O +
COLIEPXKUT, COXPAHSAOTCA MeXy YPOBHSAMMU.

3K3€MI’IJ’IFIp NIrpbl CYLLEeCTBYET TOJIbKO HA Ka>XOAOM
KITMEHTE N HE PEruimunpyeTCcH.

YT106bI Ha3Ha4YNTL Knacc Game Instance gns
NCMNONb30BaHNSA B UFPe, UBMEHNTE HACTPOWNKN MNPOEKTA,
BblObpaB Edit > Project Settings > Maps & Modes.



¥ Create Session c ¥ Find Sessions c

GAME SESSION D D Bl D >

. Player Controller On Success [ - Player Controller ~ On Success [

» Public Connections @ On Failure [ » Max Results @ On Failure [

[1poLle roBops, UrpoBas ceccus - aTo MHTepdenc gns
Use LAN O Use LAN D Results

Nrpbl, 3anyLeHHOW Ha cepBepe, KOTOPbIN KITNEHTbI
MOryT MCNONIb30BaThb A9 OOHAPY>XXEHUA K
NpUCoeONHEHNA K UTPE.

&8 Join Session G &8 Destroy Session c
Ha nsobpa>xeHnn cnpasa nokasaHbl HEKOTOPbIE B B B D
dbyHKUMKM Blueprint, KOTOpble MOXXHO MCMNONbL30BaTh ONid
yrpasB/ieHNA CECCUEN.

- Player Controller  On Success [ + Player Controller  On Success [

Search Result On Failure > On Failure [




NTOI

B aTon nekuun 6b15in NnpeacTaBneHb
kKnaccbl Gameplay Framework v
OTHOLLEHNA MeXAYy HEKOTOPbIMU OBLLIMMIK
Knaccamu.

OH nokaszan, Kak Bnagetb Pawn c
NOMOLLIbIO KOHTpOJIepa U Kak opopMUTb
NPOCTYIO MHOPMaLNO C MOMOLLbIO
knacca HUD.




