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LLENTN U UTOMU NEKLUN

Llenn aTton nekunu: K KOHLY 3TOWN JIEKLUNN Bbl CMOXXETE
* [lpenctaBunTtb pasHoobpasne dyHKunn Blueprint * lVcnonb3oBaTb onepauunto no moaynto (%) n pyHKUMio
Clamp

o O6bscHUTb PyHKUMo Set Input Mode Game And U

5 * 13MeHATbL MaTepuran ¢ NoMoLLbo PYHKUMK Blueprint
* [lokasaTtb, Kak co3gaTtb Clly4YanHyo TOYKY B

orpaHn4YeHHoOM 6okce * I3mMeHATb pexxum BBOAA

* O6bsiCHUTL HOpQy Select * lVlcnonb3oBaTb HOAQy Select ¢ pasHoobpa3HbIMU
TUNamn NMHOEKCOB




MOAYIb (%)

Onepaunsa modulo npegcrasneHHasi CUMBOJIOM
NPOLEHTa BO3BPALLAET OCTATOK OT AENEeHUs.

BBon
 A: SHayeHune, KoTopoe byaeT AennTbCA.

e B: 3Ha4deHune, koTopoe byaeT NCNonb30BaTbCA Kak
nenuTens.

BbiBog

e Return Value: OctaTtok geneHus.

[onmep
1% 3 =1
2% 3=2
3%3=0
4% 3 =1
5% 3=2

6% 3=0



MOAVYIb (%):
NMPUMEP

Onepaums No Moaynto 0O6bl4HO UCMOSb3YeTCA AN
npeobpasoBaHNS NHOEKca OJHOMEPHOro MaccuBa B
[IBYyMepHble KoopauHaThbl.

B npumepe cnpasa MaccuB LenbiX YACEN
NCNONb3YETCH ONA NPeAcTaBneHns lWaxmMmaTHOW OOCKMN.
Maccus cogep>xut 64 no3nuymm, NO3TOMY €ro MHAEKCHI
BapbupyroTca oT «0» o «63». KaXkgaa no3numsa gOCKN
npencrtasneHa koopanHatou (X, Y).

[lepBas no3nyma nmeet koopguHartel (1, 1), a
nocnegHsas nNo3nums MMeeT KoopauHaTthl (8, 8). Makpoc,
NnoKasaHHbIN B NnpumMepe, NpeobpasyeT NHOEKC
MaccurBa B KoopaunHaTbl X 1 Y OOCKMW.

X
:

Gae Hezire] Bgorelifizitas (5,05)

& Inputs

In P
Array Index @

&

Add pin =

&

Add pin =

i
;
;




f Clamp (int)
» Value @ Return Value O

OYHKLUUNA CLAMP

OyHkuma Clamp nonyyaeT BXogHOE 3HAYEHME, a TaKXKe
MUHUMaJIbHOE N MakcuMasbHOe 3Ha4YeHnsa. Ecnn
BXOOHOE 3HA4YEeHMNE HaxXoONTCA MeXAY MUHUMasbHbBIM U
MaKCuMarsibHbIM 3Ha4YeHUAMUN, OHO BO3BpaLLlaeTca 6e3

N3MEHEeHNN.ECnm OHO HIKe MUHUMASTBHOTO, [ Clamp (float)
BO3BpaLlaeTca MUHUManbHOe 3Ha4vyeHne. Ecnn oHo
BbILLE MaKCVManbHOro, BO3BPAaLLLaeTCH MakCManbHoe O» Value (0.0 Return Value O
3Ha4yeHue.
y MIn {00
BBof O
e Value: BxogoHoe 3HayeHne, KoTopoe OyaeT O Max | 1.0 \

cpaBHMBaTbCA co 3Ha4YeHuamn Min n Max.

e Min: MakcnmanbHOE 3Ha4YeHNE, KOTOPOE MOXKET
ObITb BO3BPALLEHO.

e Max: The highest value that can be returned.

BbiBoA

 Return Value: 3Ha4yeHne mexagy 3aHavyeHuamm Min v
Max.



®YHKUUS CLAMP:
NMPUMEP

B npumepe cnpaBa eCTb COObITNE, KOTOPOE BbIYNCNAET
3HaA4YeHNE CUTOBON aTakn NepcoHa)ka. ITO 3HAYEHNE
OCHOBaHO Ha CyMMEe 3Ha4YeHUn nepemMeHHbIX Base
Attack n Attack Modifier. [lepemeHHas Attack
Modifier moXxeT oTtobpaxkatb OOHYCbl aTaku U UMETb
oTpuuaTtenbHOe 3HadeHne, oTobpaXkaroLlee Kakoe-To
NSI0XOE€ COCTOSIHME NEPCOHaXKa.

Ho He3aBMUCUMMO OT TOro, HAaCKOJbKO MNOXWU LWTpadbl 3a
aTaky nepcoHaxka, MMHUMalibHOE 3Ha4YEHNE CUTOBOW
aTtaku coctasngaeT «500». To4yHO TaK e MmakcumasibHoe
3Ha4YyeHne cuyioBon atakm coctaBnseT «2000», gaxke
ecny cymma 3HadeHumn 6a3oBON atakm 1 60Hyca aTaku
BblLLE.

{ CalculatePowerAttack

4

Base Attack @

Attack Modifier @

f /’/

®
®

®

Add pin +

~f Clamp (int)

® Value

» Min | 500

O» Max [2000]

EUIGREEE &

& Power Attack




OYHKLUN MIN N MAX

OyHKUMA Min Bo3BpallaeT MUHMMaNnbHOE 3Ha4YeHne
MeXXay BXOOHbIMU 3HavYeHnamMmn. PyHkums Max
BO3BpaLlaeT MakcuMmasnbHOe 3HavyeHne Mmexay
BXOOHbIMW 3HAYEHUAMMN.

MHorvne BxogHble 3Ha4eHnNA MoryT 6bITb AoOaBfeHbI B
obe pyHKUMKM Cc nomMmoLbio KHonkn Add pin.

[onmep

Ha H1XHeM nsobpakeHunn cnpasa pyHKUma Min
ncnosnb3yetca ans obecrnevyeHns Toro, YTtobbl 3Ha4YeHne
nepemeHHon Shield Hukorga He npesbiano «100.0»..

6 RechargeShield

Value @

/ —

Shield @

’

\- .)

/ ® Add pin +

@& Shield

O




OYHKLUUNA SET MATERIAL

dyHkumsa Set Material meHsieT maTepunan,
NCMNOSIb3YEMbIN KOMMOHEHTOM.

BBon

 Target: [lpMNTVBHBIN KOMMOHEHT, MaTepUaU
KOTOPOro 6yaer MeHATbLCA.

 Element Index: OtobpaxkaeT kakon maTtepuarn
OyOeT N3MeHeH Y KOMMOHEHTA.

 Material: Ccbinika Ha HOBbIN MaTepuas, KOTOPbI
OyOeT ncnonb30BaThbCA.

/

Static Mesh Component

| Set Material

‘ l? :;_,‘ : ‘_; ! |

D

+ Target
O» Element Index [0 |

Maternal




M_Tech_Hex_Tile_Pulse “

& |
\
&

© Event ActorBeginOverlap [

PYHKUNA SET MATERIAL.: Other Actor
nPMMEP » Element Index @

Power Sphere

Material
B npumepe cnpaea ecTb Blueprint, KOTOpbIN COQePXNUT M_Tech_Hex_Ti
KomMmnoHeHT Static Mesh nog HazBaHnem «Power
Sphere». Korga AKTOp NpubnmXxaeTcs K YepTeXY,
maTtepuan Power Sphere 3ameHsaeTCs Ha

T_Tech_Hex_Tile_Pulse, 4Tobbl ykasaTb, 4TO OH =
AKTUBEH. M_Tech_Hex_Tile

Korga AkTtop yxoguTt, MaTtepunan 3amMmeHsIeTcA { Event ActorEndOverlap | Set Material
M_Tech_Hex_Tile, ykasbiBasi, HTO KOMMNOHEHT > Target is Primitiv
OTKJTHOYEH. N >

Other Actor
+ Target

S ——— e
Power Sphere » Element Index &I

Maternal
M Tect




OYHKLUUNA ENABLE INPUT

dyHkuna Enable Input ncnonbsyercs, 4ToObI
no3sonnTb Blueprint pearnpoeaTtb Ha cobbITUA BBOAA,
Takne Kak KnasmaTypa, Mblllb 1 remmMmnag.

BBon

 Target: AKTOp, Ans KoToporo OyaeT paspeLleH BXOA.
3HadveHue «self» ncnonb3yercsa ans HauenmBaHus Ha
Blueprint, cogep>xawiun Hoay.

* Player Controller: Ccbinka Ha ncnonbdyemoin Player
Controller.

b,

| Enable Input

Target | gelf

Player Controller




OYHKLUUS
ENABLE INPUT:
NPUMEP

B npumepe cnpasa Blueprint pearnpyet
Ha cobbITNS BBOAA, TOJSIbKO KOraa Urpok
HaxoauTca paaom ¢ HUM. rpok
npenctasneH Blueprint ¢ nmeHem
GamePlayerCharacter. Korga nrpok
HaxoguUTCcAa B npegenax rpaHuny,
CTONKHOBeHWA Blueprint, Bbi3biBaeTCH
dbyHKumna Enable Input.

Korga nrpok HaxoauTca 3a npenenamm
rpaHnL cToNkHOBeHUSA Blueprint,
Bbi3biBaeTcsa pyHKUMA Disable Input,
4TOObI 3TOT Blueprint 6onbLUe He
pearvpoBasn Ha cobbIiTnA BBOAA.

¢ Event ActorBeginOverlap

[ Get Player Controller

“»» Cast To GamePlayerCharacter * f Enable Input

> &
| __ EE-»
Other Actor Object Cast Failed [

, Target ] self

Player Controller

As Game Player Character

O» Playerindex [0|  Return Value

* f Disable Input
»» Cast To GamePlayerCharacter Target is Acto

¢ Event ActorEndOverlap

| Cast Failed [ - Target | self |

As Game Player Character

Other Actor
Player Controller




OYHKLUUSA
SET INPUT MODE GAME
AND UI

PyHKuma Set Input Mode Game And Ul onpepenser
PeXM BBOAA, B KOTOPOM MNOJIb30BaTENbCKNN
nHtepdenc (Ul) nmeet npunopunteT npu ob6paboTke
coObITUN NONb30BaTENIbCKOro BBoaa. Ecnu
Nosib30BaTeNbCKUN NHTEPMENC HE 3HAET, Kak
obpabaTbiBaTb KOHKPETHOE COObITNE, BXOOHbIE AaHHblE
nepepatotca Player Controller.

BBon
e Player Controller: Cchinka Player Controller.

* In Widget to Focus: Ccbinka Ha Bugpxet UMG
KOTOpbIN 6yAeT nonyyaTb BBOA UFPOKA, NMpexXae 4Yem
nepepnatb ero Player Controller.

 In Mouse Lock Mode: Otobparkaert, kak 6ygeT
OEP>XXaTbCHA MbILLKA.

 Hide Cursor During Capture: YkasbiBaeT, OOIKeH
NN 6bITb CKPbIT KYPCOP MbILLW.

D

Inw

~ { Set Input Mode Game And Ul

- Player Controller

idget to Focus

() : _ b I "
- e ln_ > 1 - T A |

In Mouse Lock Mode

Do Not Lock v

Hide Cursor During Capture

~




OYHKLUUS
SET INPUT MODE
GAME AND UI:
NPUMEP

) Event ActorBeginOverlap “»+ Cast To PlayerCharacter

»P — H P ——pP
Other Actor @ Object Cast Failed [

SET

B npumepe cnpasa ecTb Blueprint, b el s

KOTOPbIV B3aMMOAENCTBYET C UMPOKOM B o i g Target

/
nrpe oT NepBoro nuua. Korga Urpok ———
p p LI' . p' p f Get Player Controller /
nepekpbiBaeT aTOT Blueprint, E i)
OTOOPaXKaeTCs MoSb30BaTENIbCKUN O Eyem g T - J Set Input Mode Game And UI = PR
NHTEPMENC C OMNMUUAMUN, KOTOPbIE UTPOK & b \ Larget is User Widget
MOXXET BblOpaTb C MOMOLLbIO MbILLIN. » Player Controller >
g — - In Widget to Focus

In Mouse Lock Mode

Player Controller yctaHOBMEHO 3Ha4YeHNE
«true», 4TOObI KypCcOp oTOobpaXkancsa Ha
3KpaHe.

dyHkuma Set Input Mode Game And Ul
3acTaBNsAEeT Mbillb YNPaBAsiTb KYPCOPOM,
4yTOObl OH MOIr B3aMOOeNCTBOBAaTb C
naHesnblo, a He U3MEHSITb BU UrpoKa.

Do Not Lock A 4

Hide Cursor During Capture

~




OYHKLUUA TELEPORT

OyHKuna Teleport nepemelyaet AKTopa B yKaszaHHOe
MecCTO. Ecnn B nokauum ecTtb NpenaTtcTene, AKTop
nepemMeLlaeTca B bnmxanilee MecTo, rae HeT
KONNn3un.

BBon

e Dest Location: MecTto HazHa4yeHus.

 Dest Rotation: BpalyeHune, npnmeHeHHOEe K AKTOpPY.

BbiBoA

 Return Value: Jlornyeckaa nepemeHHasa. Ecnn
3Ha4yeHune “false”, AKTOp He CMOXXET OBUraTbCs.

| Teleport

iyt

D
Target | self |

Dest Location

O [ 00][v 00][Z 00]

Dest Rotation

Y ¥ 00]

Return Value

D




OYHKLUUNA TELEPORT:
EXAMPLE

B npumepe cnpaBa nokazaHa urpa, B
KOTOPOW UrPOoK cobnpaeTt MoOHeETLI. Ha
N306pa’keHnn nokasaHo cobdbITue
ActorBeginOverlap Blueprint, koTopoe
npencTaBnAeT MOHETHI.

Korga nurpok cobmnpaeTt MOHETY,
BbI3biBaeTcs pyHKUns Add Coin Points
09 perncTpaunm o4kKoB, N NOCHe 3TOro
MOHETa TENENOPTUPYETCA B Apyroe MecTo
B UTPOBOW 30HE.

Ha nrpoBon nnowaake ecTb HECKOSbKO
NPENATCTBMN, HO DYHKLUWA TenernopTauum
NOMECTUT MOHETY B CBOB6OOHOE MECTO.

O» Min
O» Max ]100

O Min
O» Max 1300

) Event ActorBeginOverlap

»» Cast To GamePlayerCharacter

Other Actor

_f Random Float in Range

Return Value @

_f Random Float in Range

Return Value @

» Object

> -

g
Cast Failed [

£ Add Coin Points

‘,‘y‘l'f'.'-l"',"'."l ‘;,‘[""' ! e

» Target

As Game Player Character

L L L.
\ *~ Make Vector <

@ X
@Y

o 2 (250

Return Value @ \

f Teleport

/

»
» Target @l

@ Dest Location

Dest Rotation

O 00|V 00][Z 00)

g

Return Value

>




OYHKLUUSA
RANDOM POINT IN
BOUNDING BOX

OyHkunsa Random Point in Bounding Box
BO3BpaLLlaeT BEKTOP, NMpeacTasnaoLLnn cyvyanHyto
TOYKY, pacrnono)XXeHHyo B 0O0bemMe, 3aaHHOM
ncxoaoHon Toykon n Box Extent.

BBon

e Origin: BekTop, npeactaBnsowmn LEHTPAlTbHYIO
no3nuuto box extent.

 Box Extent: BekTtop, cogep>xaiumm paszmepbl 60Kca,
OnpeaenaArLEro TPEXMEPHbIN OOBEM.

BbiBog

 Return Value: BekTop, npeactasnstowmm TOUKY,
KoTopasa 6bina cnyvyanHo creHepmpoBaHa BHYTPY
3apgaHHoro Box Extent.

O Origin

O Box Extent

f Random Point in Bounding Box

Return Value O»




OYHKLUNA RANDOM POINT
IN BOUNDING BOX:
NMPUMEP

N3obpaxxkeHne crnpaBa B3ATO U3 Level
Blueprint. I'None-tpurrep ¢ nUMeHem
«SpawnArea» 6bl/1 MOMELLEH HA YPOBEHD,
4TOObI onpenennTb 0bnacTb, B KOTOPOW
aneMeHTbl OyayT co3adaBaTbCcA B
Clly4anHbIX MecTax.

Korga urpa Ha4ynHaetcd, Hoga ForLoop
BbINOMHAET HoAQy SpawnActor 20 pas,
4yTO6bI co3aaTb 20 31EeMEHTOB B
ClTly4aunHbIX NONIOXKEHUAX.

[lono)keHne KaXxaoro afieMeHTa
onpepensietca dyHkumen Random Point
in Bounding Box ¢ ncnosib3oBaHnem
NCcxXogHon ToYKM N box extent, ykasaHHbIX
onsa obnacTu nosiBNeHus.

{ Event BeginPlay . & ForlLoop

& SpawnActor Game Item

Loop Body p —— B
(» First Index @ Index O»

O Lastindex [17g]  Completed D

Box Trigger ™

Y ——
% SpawnArea

" f GetActorBounds
T& I l‘) et 1s Actol

) Target

Only Colliding Components

=

< .’ @v-

Class Game Item

@ Spawn Transform

Collision Handling Override

Try To Adjust Location, But Always Spawnw

-~ 4
Aot v

\

f Random Point in Bounding Box

Origin @ — @ Origin
Box Extent @ — @ Box Extent

Return Value @ >

Return Value

>




HOAA SELECT

D ——

4+ Select
Hopa Select Bo3BpallaeT 3Ha4eHne, CBA3aHHOE C ,
napameTpamMn, KOTOpoe COOTBETCTBYET UHOEKCY, Option O Return Value
nepegaHHoOMy B KadecTBe BXoAHbIX AaHHbIX. Hoga Select

SBNSETCS YHMBEPCAIbHOW N MOXXET paboTaTb C HECKONbKUMU Option 1
TUnamMm NepemMeHHbIX Ana NHOeEKca 1 3Ha4YeHUN NnapaMeTpoB.
YT06bI N3MEHUTL TUM NAPaMETPOB U MHAEKCA, LENKHUTE ! :
napameTp rnpasoi KHOI'IK%VI MbIIDLLIVI n BbiGepute “Change Pin @ Ll c Wildcard »
Type”. Bbl TakK)Ke MOXXeTe YCTaHOBWUTbL TUM BbiBOAA,
nepeTaLimB CChINIKY Ha NepeMEHHYI0 UK NPOBOM, Ha BbIBOAbI.
YT106bI OOAaBUTL OOMONHUTENBHbIE NAPaMETPbI, LLENKHUTE
y3es1 npaBon KHonMkoun Mbiin 1 Belbepute “Add Option Pin’.

BBon

e Option 0, 1, ...: 3Ha4yeHUsA, KOTOPblE MOryT ObITb
BO3BpaLleHbl Hogown Select. BapuaHTbl MoryT ObITb
ntoboro Tuna.

* Index: 3HauyeHune, onpenenstoLlee BO3BpaLLaAEMbIN
napameTp. Tnun Moxet ObIThb “Boolean”, “Byte”, “Integer”,
nnn “Enum”.

BbiBoA

 Return Value: Onuus, ykasaHHasa napamMmeTpom Index.



HOZA SELECT:
NMPUMEP 1

B cobbiTn Respawn Ha KapTUHKe
crnpaea, Hoga Select ncnonbayetca Ons
NOTY4EHNA MECTa TOYKN CnaBHa,
OCHOBaHHasA Ha 3Ha4YeHUN LEeoYNCIEHHON
nepemeHHon Spawn Point Index.

Ecnn 3HayeHne Spawn Point Index
asnsaetcs “0”, oHo BepHeT “(0,0,0)”. Ecnn
3Ha4yeHne paBHO “2”, OHO BEPHET
3Ha4yeHne nepemeHHon Spawn Point 2.

/ S

Spawn Point 1 @

Spawn Point 2 @

/—v_“
Spawn Point 3 @ — =

'/-'——————-———\.
Spawn Point Index @

3+ Select

Option 0
¥ (0]

& Option 1
& Option 2
& Option 3
@ Index

Return Value &

—» SET

@' Spawn Location

O»




HOZA SELECT:
NMPUMEP 2

Ha npumepe cnpasa, NHOEKC 3TO
nepevuncrieHne c nmeHem “Difficult”
KOTOPOE COAEPXNT 3Ha4YeHna Easy,
Normal, n Hard.

Tun onuun ato “Integer” n npegcraBnsaeT
KOMMYECTBO BparoB B COOTBETCTBUMN CO
3HAYEHNEM MEPEYNCEHNSA NEPEMEHHON
Difficult.

{ Event BeginPlay

/

Difficult

¢ Normal

¢ Hard | 45

Index

Return Value &

» SET

&' Total Enemies

._

l-l)




NTOI

OTa Nekums pacckasasna o pasinyHbIx
dyHKUMAX BnronprHTOB.

OHa nokasana Kak MEHATb PEXXM BBOAA,
co3aaBaTb CllydanHble TOYKN, MEHATSAb
MaTepwarn, u ucrnonb3oBaTb Hoay Select.




