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Goals Outcomes

Llenn aTon nekuun K KOHLLY 3TOM NIEKLMN Bbl CMOXETE

* [lokazaTb, Kak 0obaBnATb KOMMNOHEHTLI B Blueprint « Jlob6aBuTb pasnunyHble TUMNbl KOMNOHEHTOB B Blueprint
 3HaKOMCTBO CO CTPOUTENbHLIM CKPUMTOM * YnpasneHune aksemnnapamum Actor

(Construction Script) 5
« (Co3paHne cobbITUA KOMNN3UN U MbILLW

* [lokasaTb pasnnyHble TUMbl COBbLITUN
 Co3paHne cobblTU BBOAA, a TaKXXe KoYEen N OCen

* [lokasaTb Kak co3faBaTtb, YHUHTOXAaTb N CCbIN1aTbCA HA KapTbl

ak3emMmnnspbl Actor.

* [lokasaTb, Kak BbINOJSIHATbL COMOCTaBNEHNS BBOOaA




KOMIMOHEHTDI

KOMMNOHEHTbI - 3TO FOTOBbIE K UCMNOJIb30BAHUIO
KNaccbl, KOTOPblE MOXXHO NUCMOJSIb30BaTh BHYTPW
Blueprints. HekoTopbie pyHKUNN MOIFYT ObITb
BKMtOYeHbI B Blueprint, ncnonb3ayowine Tonbko
KOMMOHEHTHI.

YT106bI [OOaBUTL KOMMOHEHTLI B Blueprint,
ncnonb3ynte naHesns Components B pegakrope
Blueprint.

Ha nsobpaxxeHnn cnpasa nokasaHa naHenb
Components ons Hosoro Blueprint ¢ HeEKOTOpPbIMK
napamMeTpamMm KOMMOHEHTOB, KOTOPbIEe OTOBpaXkaroTCS
npu Haxxatun kHornkn Add Component.

-=. Components

+ Add Component ~

Lommon

& Audio

® Geometry Cache
* Particle System
® Point Light

& Scene

T Skeletal Mesh
iy Static Mesh

= Plane

¥ Cube

® Sphere

!
I

@ AlPerception

® AlPerception Stimuli Source

€, Blackboard

| 3% Pawn Noise Emitter

Pawn Sensing

-
2




KOMMNOHEHTDI:
BbIOIMNMOPT

BunayanbHoe npencraBneHmne KOMNOHEHTOB MO>XXHO
yBnOeTb BO BbronopTe.

Ha nsobpa)kxeHnn cnpasa nokasaHbl KOMMOHEHTHI,
KOTOpPbIE SBMIAIOTCA YacTbio bitonpuHTa

ThirdPersonCharacter n3 wuabnoHa ot TpeTbero nmua.

KoMMoHEeHTBI, Yy KOoTopbiX ecTb «(Inherited)» psgom ¢
NMMeEHeM, Bbinin yHacnenosaHbl oT kKnacca Character.

 CapsuleComponent ncrnonb3yeTtcs ans
TECTUPOBAHUS KOMNU3UWN.

* KomnoHeHT Mesh - 3TO CKeNneTHbIN MELL, KOTOPbIN
B/3YyanbHO NPeAcTaBNsAET NepcoHaxka.

« KomnoHeHT FollowCamera - 310 Kamepa, KoTopas
OyOeT NCcnosib3oBaTbCs A1 NPOCMOTPa Urpbil..

« KomnoHeHT CharacterMovement cooep>xuT
Pa3nNYHbIE CBONCTBA, KOTOPbIE UCMOSb3YIOTCA A1
onpeneneHnsa OBMKEHNS.

1"' ‘M TiirdPersonCharacter

File Edit Asset View Debug Window Help

#. Components g¢ ) ! /@ ﬁ%! a [ QW ," > )

4+ Add Component ~

. ThirdPersonCharacter(self)

4 § CapsuleComponent (Inherited)

Compile

. Viewport

"\ ArrowComponent (Inherited)
Y Mesh (Inherited)
4 ¢ CameraBoom
¥ FollowCamera

“ ¥ CharacterMovement (Inherited)

M My Blueprint

+Add New - EXTININS © -

4Graphs +
D m= EventGraph
4 Functions (3:
*f ConstructionScript
Macros
4Variables
[ My Character

== BaseTurnRate
== BaselLookUpRate

Event Dispatchers

Find = Class Settings CIassDefgults Simulation

f Construction Scrip: m= cvent Graph

.
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f° Construction Serip == CEvent Graph

CONSTRUCTION SCRIPT Pttt

Construction Script - 310 cneunanbHasa dyHKUMS,
KOTOPYIO BbINOSIHAIOT BCE BntonpuHTbl AKTOPOB Npw
nepeoM gobaesneHnn bnonpmnHTa Ha ypoBeEHb, NPW
N3MEHEHNN ero CBONCTB NN NMPW CNaBHE Kacca BO D
BpeMs BbinonHeHua. B Construction Script ecTb
OoTAEeNbHbIN rpaduK, Ha KOTOPOM MOXXHO Pa3MeCcTUTb
BbIMONHAEMbIE OENCTBUS.

B8 Construction Script

BakHO oTmeTuTb, 4TO Construction Script He
3arnyckaeTcs Ha pa3MelleHHbIX AKTopax npu 3anycke
Nrpbl.



CONSTRUCTION SCRIPT:
NMPUMEP

Construction Script, nokasaHHbIV cripasa, NCMONb3YeT
dbyHkynto Set Material ona onpeneneHusa Tuna
MaTtepunana komrnoHeHTa Ctakmk Mella B COOTBETCTBUU
C MaTepuasnom, BblbpaHHbIM B pedakTupyemMou
nepemeHHon Material Type.

Kaxkabin pas, korga nameHsetca nepemeHHas Material
Type, Construction Script 3anyckaeTtcsa cHoBa,
oBHOBNAS OOBEKT HOBbIM MaTepurasnom.

f° Construction Scrip == Event Graph

f

= Construction Script f set Material

lgiuct o |

/7 ——— Target
Static Mesh

» Element Index @]

Materal
T ——

Material Type



COBbITUA



f Construction Serip == Event Graph

COBbITUE BEGIN PLAY

CoO6bIiTUda No3BoNsAOT B3anmogencteoBaTb Unreal

Engine C AKTOpaMI/I. O Event BeginPlay f Print Strinj
TunnyHeI Npumep - cobbiTre BeginPlay. CobbiTne D e I
BeginPlay 3anyckaetcsa npu 3anycke urpbl ans In Strin

AKTOpa. Ecnn AKTOp NoABNSAETCH B cepennHe Urpbl, aTo

cobObITNE 3anycKaeTcs HeMenJieEHHO.
Development Only

v




COBbITUE TICK

EcTb cobbiTre noa Ha3sBaHueM «Tick», KoTopoe
BbI3bIBAETCS B KaXXAOM Kaape urpbl. Hanpumep, B
nurpe, Kotopasi pabotaeT co ckopocTbio 60 KagpoB B

cekyHay, cobbiTue Tick Bbi3biBaeTcs 60 pa3 B CEKYHAY.

CobbITne Tick nmeet napameTp, n3BecTHbIN Kak Delta
Seconds, KOTOPbIV COOEPXKUT KONMMYECTBO BPEMEHW,
npoLleqliee c MOMeHTa nocfiegHero Kagpa.

B cobbitnn Tick, nokasaHHOM cripaBa, AKTOP
OBUXeTca No ocn X co ckopocTbio 100 caHTUMETPOB B

CeKyHAay.

cnonb3ynte cobbiTne Tick TOMbKO npwu
HeoOBXOoANMOCTU, TaK KakK 3TO MOXXET NOBMNATb Ha
NPON3BOANTENbHOCTb.

> Event Tick

B
Delta Seconds @

\

@ ®

O [100.0 44 pin +

f AddActorWorldOffset

31101 IS AU
I ULt 1o ALLL

[
Target

@ Delta Location X

/ O» Delta Location Y | 0.0

(» Delta Location Z
Sweep O

Teleport 0

Sweep Hit Result

>




All Actions for this Blueprint Context Sensitive »

> Add Event for Static Mesh
> Call Function on Static Mesh

> Actor
> Add Component
4 Add Event

> Actor

COBbITUA COLLISION 4Collision

© Event ActorBeginOverlap

Co6bITNA CTONKHOBEHMA 3arycKaroTcs, Koraa aBa Q Event ActorEndOverlap
AKTOpa CTaNKMBaIOTCS UMW MNepeKPbIBAOTCS. © Event Hit

CobbiTne ActorBeginOverlap 6yoeT BbINONHATLCS,
Korga asa AKTopa HaduHarT NepeKkpbiBaTbCA, a ong
ceounctea Generate Overlap Events o6ovx AKTOpPOB

YCTAHOBMEHO 3HaueHe «trues. b
Other Actor My Comp

¢ Event ActorBeginOverlap ¢ Event Hit

CobbiTne ActorEndOverlap 6ygeT BbINONMHATLCA, KOraa
nBa AKTopa rnepecTtaHyT NnepekpbIiBaTbCS.

Other

Other Comp
Co6biTne Hit 6ynet BbINONMHEHO, eCn A1 CBOUCTBA © Event ActorEndOverlap Self Moved
Simulation Generates Hit Events ogHoro ns AKtopos D it Location O

B CTOJIKHOBEHNN YCTAHOBJIEHO 3HA4YEHUNE «true». .
Other Actor Hit Normal O

Normal Impulse O

Hit




All Actions for this Blueprint Context Sensitive |

Select a Component to see available Events & Functions

> Actor
> Add Component
4 Add Event

B3AUMOENCTBUA
M bl I_IJ M [ Collision

> Game
4 Mouse Input

EcTb HEKOTOpPbIE COBLITUSA, CBA3AHHBIE C © Event ActorBeginCursorOver

B3aumoaencTesnemM mMbilin ¢ AKTOPOM. Q Event ActorEndCursorOver
€ Event ActorOnClicked

Co6biTne ActorBeginCursorOver Bbi3blBaeTcs, Korga
O Event ActorOnReleased

KYPCOP MbILLWN NepemMeLllaeTca rno AKTopy.

Coo6biTne ActorEndCursorOver Bbi3biBaeTcs, Korga
KYpCOpP MbILLUK yxoauT ¢ AKTOopa.
O Event ActorBeginCursorOver [ { Event ActorEndCursorOver

Co6biTne ActorOnClicked Bbi3biBaeTcsi, Korga MbllUb
D

LLienikaeT no AKTopy. b

Coo6biTne ActorOnReleased Bbi3biBaeTcs, koraa
KHOMKa MbILLN OTMYCKAaETCHA, a KYpPCOpP MbILLN BCE eLle & Event ActorOnClicked () & Event ActorOnReleased
HaxoauTcAa Hag AKTOPOM. D B

Button Pressed Button Released




IK3EMIMJIAPbI AKTOPOB



CINABH AKTOPOB X Spacear & SpawnActor Blueprint Effect Explosion

Pressed p —mmmmee P D
Released [ Class Return Value
Spawn Actor from Class - 310 pyHKUMS, KOTOpas BillenintEfect i
Y Ke
T 3aK3eMnnap AKT NCIMOJIb3yA YK HHbI y
CcO30a€T SK3EMIIAP opa, NCMOoJib3yA YKa3da @ Spawn Transform
Knacc un npeobpasoBaHue.
' f GetActorTransform ‘ Collision Handling Override
BxogHble paHHble Collision Handling Override Taiget is Acto / Defaut v

onpenensioT, kKak ob6pabdaTbiBaTb CTOIKHOBEHME BO Target [self]  Return Value @
Bpemsa co3gaHus. BoixogHown napameTp Return Value -
3TO CChblfika Ha BHOBb CO3[aHHbIN 3K3eMMNISAP.

Instigator

B npumepe crnpaBa, Korga HaxkaTta Kiasuiwla npoodena,
co3paetcs ak3emnnsp kKnacca Blueprint Effect
Explosion B ToM e mecTe (npeobpasoBaHnn)
TekyLlero Blueprint.



YHUHTOXEHUE AKTOPOB

_ _—f DestroyActor
B Test Health Branch farget is Actol
» —— b True p = P
OyHkuna DestroyActor yoansaet ak3demnnsap AKTopa us i
o Condition False [ Target | gelfl
YPOBHSI BO BPEMS BbIMNOMHEHNA. YOANAEMbIN 3K3EMMNNIAP R
OOJ/KeH ObITb YKa3daH B napametpe Target. Health @

Ha nsobpaxeHnn cnpasa nokasaHa PYyHKUNA C UMEHEM
«Test Health», kKoTopasa npoBepseT, MeHbLUEe N
3HayeHune nepemeHHon Health, yem Honb. Ecnn «true»,
TEKyLWnn ak3emMnnap atoro Blueprint, KOTopbIn
npencTaeneH «self», Byaoet YHUYTOXXEH.




GET ALL ACTORS OF CLASS & videnicans

B
Get All Actors Of Class - 310 hyHKLMS, KOTOPas /
Nosy4YaeT CCbIIKN Ha BCeX AKTOPOB Ha TEKYLLEM o Py P N J* Set Actor Hidden In Game
YPOBHE, KOTOpPble NMpuHagnexart ykasaHHOMY Kaccy. ¢ L AR gigetis Acto
=3 P — P Exec LoopBody p — P >

napaMeTp Actor Class yKasbIBaeT KJlacC, KOTOpbIv Actor Class Out Actors ::: =z Array Array Element @ Target
OyOeT ncnonb3oBaTbCsA NPY MOUCKE. BP Coin w

Array Index O» New Hidden ™

BeixogHown napameTp Out Actors - 310 maccus, Completed [
coaepXallnn CCblIKN Ha 3K3eMMnnspbl AKTOPOB
yKa3aHHOro Knacca, HanaeHHble Ha YPOBHE.

Ha nsobpaxxeHun cripasa Get All Actors Of Class
Bo3BpaLlaeT maccuB AktopoB BP_Coin, 3atem
ncrnonb3yet Hoay ForEachLoop onsa yctaHOBKA
ceonctea New Hidden B 3HayeHune «true» B doyHKLMUN
Set Actor Hidden In Game gnsa kaxxgoro AKTopa B
MaccuBe.

ITO MOXET ObITb AOpOrocTosien onepauynen. He
ncnonb3ynte ero B coboitum Tick.



CCbUIKN HA AKTOPbDI

B Blueprint MO>XXHO co3gaTb NepeMeHHYo, KOTopas
CCbIIAaeTCS HA OOBLEKT / aKTOP.

[TpMmep cnpaBa NnokasblBaeT co3aaHne nepeMeHHoON,
KOTOpas CCbIJTAETCA Ha 3K3EMMIAP Kacca
Blueprint_Chair. Ccbinika Ha 06bLeKT yKa3blBaeT Ha
AKTOpa, HaxopdsiLlerocs Ha YpoBHe.

[Mpn co3gaHnn nepemeHHas nycrta. Cnocob yCcTaHOBUTb
AK3EMMASAP OJ19 3TON NEPEMEHHOW - MPOBEPUTL
ceoncTBo Instance Editable, no6asutb Blueprint Ha
ypoBeHb 1 Ha naHenn Details BbibpaTb AKTOPA,
KOTOPbIN HAXOAUTCHA Ha YPOBHE.

[pyron cnocob - ncnosnb3oBaTb BO3BpaLlaeMoe
3Ha4veHne dyHKuum Spawn Actor from Class.

3 Details

of = B
FRVETED S

Variable Name ObjectVar

Variable Type @) Blueprint Chair v

4 Object Types
ieference  |(JBlueprint (%1 » [

() Object Referen
Class Reference

® Soft Object Reference
® Soft Class Reference



BBOJ UFPOKA



BXOAOHbIE
COMNOCTABJIEHUS

Mo>KHO co3faBaTb HOBble BXOJHble COObITUSA, KOTOPbIE
NPeacTaBnsaloT AeNCTBUS, KOTOPbIE MMEKOT CMbIC/ B
nrpe.

Hanpumep, BMeCTO co3gaHnsa cobbiTns BBoAa NS
JIKM, KoTOpoOe 3anyckaeT NUCTOJET, Nydlle co3aaTh
cobbITne OencTensa nog HasBaHneM «Fire» u
COMOCTaBUTb BCE KNaBULLN N KHOMKW, KOTOPbIE MOIyT
3anyckaTb 3TO COObITHE.

YT106bI NONY4YNTL OOCTYMN K CONOCTaB/IeHUsAM BBOA4a, B
MeHio Level Editor BbibepuTe Edit > Project
Settings... 1 B pazgene Engine BbibepuTe napameTp
Input.

Engine - Input

Q, These settings are saved in Defaultinput.ini, which is currently writable.

4 Bindings

Action and Axis Mappings provide a mechanism to conveniently map keys and axes to input
behaviors by inserting a layer of indirection between the input behavior and the keys that invoke it.
Action Mappings are for key presses and releases, while Axis Mappings allow for inputs that have

a continuous range.

> Action Mappings + [
> Axis Mappings + @
> Axis Config

Alt Enter Toggles Fullscreen

F11Teggles Fullscreen

4 Mouse Properties

Use Mouse for Touch

21 Array elements

A




COMOCTABJIEHUS]
OENCTBUN

ConocTaBsieHns oencTBUN npeaHasHavYeHbl aJis
HaXKaTusi 1 OTNYCKaHNS KNnaBuLL N KHOMMOK.

Ha nsobpa)keHun cripasa nokasaH npumep
COMOCTAaB/IEHNSA OENCTBMN U3 WabsioHa OT NepPBOro
nuua First Person.

B aTom npumepe 6b1510 co30aH0 AENCTBUE C UMEHEM
«Jump», KOTOPOE MOXXET 3arnycKaTbCs KsfiaBuLuen
npoo6en, HMKHEN NNLLEBON KHOMNKOW remmnana unm
NEeBbIM TPUITEPOM KOHTpOepa ABMXEHUS.

4 Action Mappings ¥+ @

PN Jump + X

it ) e [ A Co [
= Gamepad Face Button Bottom «Ehilid EeGll RFUS E&GLE
= MotionController (L) Trigger 24 Shift [l Ctrl | Alt [l Cmd 8

"N Fire + X

it () vt (8 A [l om O
= Gamepad Right Trigger 24 Shift [l Ctrl |l Alt |l Cmd |8
= MotionController (R) Trigger 24 Shift [l Ctrl [l Alt [ Cmd B

'8 ResetVR + X




4 Axis Mappings + [

"8 MoveForward + X

COMNMOCTABNEHUA OCEN g Moty atfte,
'Em X

ConocTaeneHunsa ocen Axis Mappings gonyckaroT cale m X
BBO[bl, KOTOPbIE UMEIOT HEMPEPLIBHbLIN OMana3oH,

A P PeP A = Gamepad Left Thumbstick X-Axisw gla:1[= m X
HanpuMep OABUXXEHWE MbILLUN N aHaNoroBbIX
FIPKOMNCTIKOB renmMnapa. = MotionController (L) Thumbstick ) EREI 1.0 .

KnasuLn 1 KHOMKW Tak>XXe MOT'YT NCMNOJIb30BATbLCA MPU

y *8 TurnRate + X
oTobparkeHnn ocu. B npumepe cnpasa gencrTaemne
MoveRight conocTtaBnsieTcsa ¢ knasuwen «D» co "l Turn <
3Ha4yeHmnem ceoncTea Scale, yctaHoBNEHHbIM Ha «1.0»,
1 C KnasuLlen «A» co 3Ha4eHNeM, YCTaHOBIEHHbIM Ha '3 LookUpRate X
«=1.0», YTO NpencTaBnsaeT cobon obpaTHoe _
»8 | ookUp )4

HarnpaBfeHue.




All Actions for this Blueprint

Search

4|nput

4 Action Events

COBbITUA INPUT ACTION

Bce conocTtaBnenuns genctsum Action Mappings
OocTynHbl B pegaktope Blueprint Editor B pazgene
Input> Action Events B KOHTEKCTHOM MeHIO context
menul.

CoObiTne InputAction co3gaeTca npu HaXkaTnun Unu © InputAction Jump

OTNyCKaHnn CBA3aHHbIX C HUM KraBULL U KHOMOK.

Pressed
Ha HmXKHeM nsobpa)keHun crnpasa nokasaH rnpumep

cobbiTna InputAction. Released P

Key

7 Stop Jumping |

B
. Target | gelf




COBbITUA INPUT AXIS

Bce conocTaeneHus ocen Axis Mappings 4OCTYMHbI B
penakTope Blueprint Editor B pasgene Input> Axis
Events B KOHTEKCTHOM MeHI0 context menu.

Cob6bITne InputAxis NOCTOAHHO COOBLLAET TEKYLLEE
3Ha4YeHumne ocwu.

Ha HmXKHeM nsobpa)keHun crnpasa nokasaH rnpumep
cobbITnsA InputAxis.

4 Axis Events

¢ LookUp
© LookUpRate

> MoveForward
€ MoveRight

O Turn

¢ TurnRate

¢ InputAxis MoveForward

Axis Value @

Y g A T fr o ——
f Get Actor Forward Vector

. . ST
iyl IS

.

Target | self | Return Value @

f* Add Movement Input

gl | |

»
. Target ‘ self |

@& World Direction
@ Scale Value

Force O

D




UTOIM'N

B aTton nekunmn 6b1nin npeacTasneHsbl
KOoMMNoHeHTbl 1 Construction Script, a
TakK>Xe NnokasaHo, Kak 0obaBnaTb
pasnnyHble TUnbl codbiTnn B Blueprint.

Tak>ke OblI/10 PacCMOTPEHO, KaK ynpaBnsAaTb
ak3emMmnnspamu Actor n Kak BbIMONHATb
conocTaBfiIeHNAa BBOAA.




