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LLENTN U UTOMU NEKLUN

Llenn aTton nekunu: K KOHLY 3TOWN JIEKLUNN Bbl CMOXXETE

* [lokazaTb, Kak UCMOoNb30BaTb KOHCTPYKL NN * lAcnonb3oBaTtb CTPYKTYPLI 1 NepedncrieHns

» [lpenctaBuTb KOHTENHEPBLI MaccuBa, Habopa 1 KapThbl * llcnonb3oBaTb KOHTENHEPLI OJ1A OpraHn3aunn gaHHbIX
* [lokazaTb, Kak UCNoNb30BaTh NeEPEYNCNEHNS * lcnonb3oBaTb CKPbITble PYHKLUUN

* [lpencTtaBuTb TAONMLUbLI AAaHHbIX  BHegpsaTb 6a30BY0 CUCTEMY COXPaHEHUS / 3arpy3Ku

« [lokasaTb CKpbITble (OYHKLWNY

« O6BACHUTL DYHKLUUN, NCNONb3yEMble AN COXPaHEHWS
N 3arpy3Kun JaHHbIX




MACCUBDI

MaccuB - 310 ynopsiio4EHHbIN CMNCOK, U Bbl
yCTaHaBNMBAETE U NONy4YaeTe ero 3feMeHTbl C
MOMOLLIbIO LIENTIOYMCNIEHHOIO NHAEKCA.

lcnonb3oBaHmne maccnMBOB NO3BOMSAET rpynnnupoBaTbh
nepemeHHble ogHoro Tuna. Co3gaTtb MaccuB B
Blueprints o4eHb NpocTo.

CHayvana co3ganTte HOBYIO NMEPEMEHHYIO U BblIbepuTe
HY>XHbIN TUMM.

LLlenkHnTe 3Ha40K psaoM C packpbiBaoLLMMCA
cnrckom Variable Type 1 BbibepuTte «Array» (CM.
BepxHee nsobparkeHne cnpasa).

[Tocne komnunsaymm Blueprint MOXXKHO 3anonHUTb
3NIEMEHTbI MaccumBa 3HA4YEHNSAMI MO YMOSTHaHUIO, KaK
NoKasaHoO Ha HUXXHEM N300pa’keHnn.

4 Variable

variatle Type [R5

Instance Editable -

4 Default Value

4 |Levels Bonus 5elements <= @




MACCMBbI:
OCHOBHBIE HOAb!

OCHOBHbIe HOAbl, OTHOCSILLIMECHA K MacCuBaM,
cnenyroume:

e Get: BO3BpaLLAET ANIEMEHT, KOTOPbIN HAXOOUTCA B
no3nuun, ykasaHHoM NCNosib3yeMbIM NHOEKCOM.

 Length: Bo3BpallaeT KONN4eCcTBO ANIEMEHTOB
MaccuBa.

e Add: pobaBnsaeT HOBbIN 3fIEMEHT B KOHEL, MaccuBa.

e Insert: BCTaBNSET HOBbIN 3MIEMEHT B MO3ULINIO,
yKasaHHYI0 napameTpomM index.




HABOPDI

Set - 3T0 TMN KOHTENHepPa, NOAO6HbIN MaccuBy, HO B
OT/INYME OT MacCuBa 3TO HEYNOPSALOYEHHbIN CMNCOK
9NIEMEHTOB, NMONCK KOTOPbIX BbIMNOMHAETCA MO UX 3HAYEHMUIO.
Hpekca HeT. Ero MOXXHO MCnonb3oBaTth ANns rpynnmpoBKx
nepemMeHHbIX ogHOro Tuna. BaxxHoe oTnnymne cocTouT B TOM,
4TO B Habopax He gonyckaeTtca oyénnpoBaHne 3JIEMEHTOB.

Knto4yeBbIM 3HA4YEHNEM, NCMONBb3YEMbIM AS1S MOUcKa
npeaMeTa, ABNSAETCS cam NPeaMET.

YTOObI oNpenennTb NepeMeHHyo Kak Habop, LWeNKHUTe
3HAYOK pPsAOOM C pacKpbiBaroLwmmes cnmckom Variable Type
n Bblbepunte «Set» (cM. BepxHee nsobparkeHne cnpasa).

Huxe npuBeneHbl HEKOTOPbIE 06LLKME HOAbI, CBA3AHHbIE C
Habopamu:

 Add: pob6aBnsieT anemMmeHT B Habop.

e Contains: NpoBepsET, COaePXKNUT NN HABOP AaHHbLIV
SJIEMEHT.

e Remove: yganaet anemeHT n3 Habopa.
 Length: Bo3BpallaeT KOMMYECTBO 3NIEMEHTOB B HAabope.

4 Variable

Variable Name
Variable Type

Instance Editable

Ve
Unique Values Set {}

UniqueValuesSet
integer A




KAPTDI

ECTb eLle onH TN KOHTENHEPA, HAa3bIBAEMbIN KApPTOMN.
YTOoObI oNpenennTb NEPEMEHHYIO KaK KapTy, LWEeNKHUTE
3HAYOK pPsOOM C pacKpbiBarowmmca crnmckom Variable
Type 1 Bblbepute «Map».

KaxkObIl 9NIEMEHT KapTbl UMEET KoY, CBSA3aHHbIN CO
3Ha4eHneM. KapTa He yropsgoyeHa, 1 Nnouck
BbIMNO/IHAETCA MO KIIIOYEBOMY 3Ha4YeHU0. Ha BepxHeM
N306pa)keHnn cripasa rnokasaHa KapTa, TUn KJio4a
KoTopou - «Integer», a Tn 3Ha4YeHns - «String».

KntoyeBble 3Ha4YeHNs KapTbl JOMKHbI ObITb
YHUKaNbHbIMMW.

Ha H1XHeM nsobpa)keHnn nokasaH NpuMep KapThbl, Ha
KOTOPOW HYMCNO CBSA3aHO C Ha3BaHMEM UIPOBOIro
npegmMeTa.

4 Variable

Variable Name
Variable Type

Instance kEditable

4 Default Value

4 Map Variable

MapVariable

4 Map elements




CTPYKTYPbI

CtpykTypy (struct) moxxHO ncnonb3oBaTtb ansa céopa B
OOHOM MECTE HECKOJIbKNX CBA3AHHbIX NEPEMEHHbIX.
[lepeMeHHble, NpuHaanexatine CTpyKType, MoryT ObiTh
Pa3HbIX TUMOB. Y Bac TakXXe MOryT OblTb CTPYKTYpbI,
cofep>kallme gpyrme CTpyKTypbl 1 MacCUBbI.

YT0ObI CO34aTb HOBYIO CTPYKTYPY, HAXKMUTE 3ENEHYIO
kKHonky Add New B Content Browser 1 B nogmeHio
Blueprints Bbibepute “Structure”. Hazosute ee “lItem
Struct”.

[1Baxkabl KnnkHUTe no ltem Struct ons
pefakTNPOBaHWA.

Ha naHenn My Blueprint Ha>xxmuTe KHONKY “+” B
paspaesne Variables 4To6bl o6aBUTb NepeMeHHbIE B

CTPYKTYPY.

' o 2 aArfMvansaon
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Animation % Blueprint Class

Artificial Intelligence
Blendables fk‘ﬁ Blueprint Function Library

Blueprints
Materials & Textures ‘% Blueprint Interface
Media
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Paper2D
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4 Structure
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CTPYKTYPbI:
NMPUMEP

B KauecTBe npumMepa co3ganTte HOBYIO NMEPEMEHHYIO B
Blueprint, koTopasa npeOcTtaBNsaeT MHBEHTAPb UIPOKaA.
HasoBuTe ee “Inventory” n ncnonbsynrte Tun
nepemeHHon “ltem Struct” KoTopas 6bina cosgaHa Ha
npepbigywem cnange. LLienkHnTe 3Ha4yoK psgom C
packpbiBaoLwmmca cnmuckom Variable Type v Bbibepute
“Array’.

Ckomnunmpyute bBnonpuHT.

HoBble anemMeHTbl MOryT 6bITb Ao6aBfeHbI B MacCuB B
paspnene Default Value Ha naHenu Details y
nepemMeHHoun Inventory. Kaxxgbin anemeHT oyaet
cogep>kaTb NepPEMEHHbIE, ONMpeaesieHHbIE B CTPYKTYpE
Iltem Struct.

4 Variable

Variable Type ==zltem Struct  w

Instance Editable M4

4 Default Value

4 |nventory 1 elements

40 3 members
Name TNT

Amount




CTPYKTYPDbI:
HO/lbl BREAK U MAKE

[1pun ccbinke Ha CTPYKTYpY Hoabl Break 1 Make
CTaAHOBATCS AOCTYMNHbIMW ONA NCNOSIb30BaHNA B
Blueprint.

Hopa Break nony4vaeT B Ka4ecTBe BXOAHbIX AAHHbIX
CTPYKTYPY W pas3fenseT ee afieMeHThI.

Hooa Make nony4aeTt oTaefibHble 3/IEMEHTHI B
KayecTBe BXOAHbIX AaHHbIX 1 CO3Oa€eT HOBYIO

CTPYKTYPY.

Ha nsobpaxkeHnn cnpasa nokasaHbl Hoabl Break v
Make cTpykTypbl Item Struct.

~" Break ItemStruct

Item Struct N

ame (»

Amount ==

Image :.:

= Make ItemStruct

O» Name [ |+

== Amount

.: Image

Item Struct




CTPYKTYPDbI:
SPLIT STRUCT PIN

Korpga cTpykTypa SBNSeTCs BXOAHbIM UK BbIXOOHbIM
napameTpoM (PYHKLNKN, €€ BbIBOL, MOXHO pa3aennTb,
4yTOOblI CO34aTb BbIBOA OJ151 KXXO0ro anemMeHTa

CTPYKTYPBbI.

[na atoro wenkHute NKM Ha BbiBOAE CTPYKTYpPbI U
BblbepuTe “Split Struct Pin”.

Hanpumep, BekTop B Blueprint - aTo CTPyKTYpa,
copep allaa Tpu nepemeHHble Tuna float ¢ nmeHamu
<<X>>, <<Y>> W <<Z>>_

Ha nsobpaxkeHnn crnpasa nokasaHa (pyHKUuA
GetActorLocation c NMHOM CTPYKTYpPbI 1 NIMHaAMKX OS]
Ka>KOoro anemMeHTa CTPYKTYpbl.

| GetActorLocation

Target [ self | Return Value Of-

111

A
r n
l1 -

—_ S el
L I

Promote to Variable

Split Struct Pin

\'-' " ;.' £ 4
I//;ly.‘.. -

- | GetActorLocation

-."

Ta

rget Return Value X O»

Return ValueY O»
Return Value Z O»

Watch this value




NMEPEYNCIIEHAUA

[lepeyncrieHne (enum) - 3To HABOP KOHCTAHT C
OCMbICJTEHHbIMW UMEHaMW, KOTOPbIN ONPenensieT Bce
BO3MOXXHblE 3HAYEHNS, KOTOPbIE MOXET MMETb
nepemMeHHas.

YT06bI CO30aTb HOBOE NMepeyncnieHne, HaXXMUTE
3eneHyto KHornky «Add New» B Content Browser v B
nogmeHio Blueprints Bbibepute «<Enumeration».

[BaxkObl LLENKHUTE CO30aHHOE NepeYmncneHmne, YtToobbl
OTPEenaKTMpoBaThb E€ro.

Ha>xmnte KHonky New 4To6bl 006aBUTL NMEHA,
KOTOPbIE ABNAITCS YaCTbio NepevncrneHuns.

"
r~

Animation "8 Blueprint Class

Artificial Intelligence
Blendables b fﬁ% Blueprint Function Library

Blueprints »

Materials & Textures Blueprint Interface

Media
Blueprint Macro Library

Miscellaneous
Paper2D
Physics
Sounds

Structure
User Interface

5 Enumerators

4 Enumerators

SIEMEVINENTY Shock Rifle ~ Description [N ~ v

VEVENIVEIN Flak Cannon ~ Description [N - PN B4

Display Name [ AR nea ~ Description [N -~ PN
-

4 Description




NMEPEYUCJIEHUA:
CO3AAHUE NEPEMEHHDbIX

YTOObLI CO30aThb HOBYIO MEPEMEHHYIO C MOMOLLBIO
nepe4ymncrieHns, NpPocTo BbibepuTe NMSA NepedncreHns
B packpbiBatoLllemca cnncke Variable Type. Ha
BEPXHEM N300pa’keHnn cnpasa nokasaHo
nepevncrneHne c nmeHem «EWeaponType»,
NCMNONb3YEMOE B KQ4eCTBE ThNa NepeMEHHON.

YctaHoBuTe anga ceonctBa Instance Editable 3HaveHune
«true», 4YTOObI 3HAYEHNE NepevncneHna MOXXHO ObINo
BblbpaTb B peaakTope ypoBHen Level Editor.

Ha HKHEM nsobpakeHnn nokasaHbl 3HAYEHUS,
KOTOPble MOXXHO BblOpaTb AJ11 MEPEMEHHON enum.

4 Variable

Variable Name
Variable Type

Instance Editable

4 Default

Weapon Type

> Rendering

> Input

Shock Rifle

Shock Rifle
Flak Cannon
Rocket Launcher




NMEPEYUNCIIEHUA:
SWITCH ON

CyLLecTBYET TN NepeKYaTens Hoabl, KOTOPbIN
onpenensieT NoToK BbINO/HEHNS B COOTBETCTBUM CO
3Ha4YeHNEeM NnepeYncreHuns.

Ha nsobpaxxeHun cnpasa “Weapon Type” - 31O
nepemMeHHas nepevncrnieHns, a “Weapon Mesh”
KOMMOHEHT CTaTUK MeLLa.

CTaTnk mMeLl 6ygeT ycTaHOB/IEHA B COOTBETCTBUMN C
TUMNOM OPYXXWUS.

{ Event BeginPlay £* Switch on EWeaponType
P — D Shock Rifle

Selection Flak Cannon |

—_— Rocket Launcher |

Weapon Type

L ———
Weapon Mesh

f Set Static Mesh

Target
New Mesh
ShockRifleMesh w

f Set Static Mesh

Target

New Mesh
FlakCannonMestw

f set Static Mesh ’

Target

New Mesh

Return Value

Return Value

Return Value

D

b

b




TABJINLbI JAHHbIX

Tabnuuy agaHHbIX MO>XXHO UCMONb30BaTb OS5
npencTaBNeHnNa JOKYMEHTA ANEKTPOHHON Tabnuubl. 9TO

MNos1e3HO ANiA NrpoBoro rnpouecca, ynpasidemMmoro gaHHbiMin.

YT10ObI co3paTh HOBYIO TabnNMUy AaHHbIX, HAXKMUTE 3E€NEHYIO
kHornky Add New B Content Browser v B NogMeHI0
Miscellaneous Bbibepute “Data Table”.

[locne co3pgaHusa Tabnuubl AaHHbIX HEOOXOAMMO Bbi6paTh
CTPYKTYPY, KOTOopasa 6ydeT NpeacTaBnsaTb COQEPKNMOE
Tabnuub! (cM. BepxHee nsobpaxxeHne cnpasa).

[Tocne co3gaHua HoBow Tabnunubl JaHHbIX ABaXKbl
LLENKHUTE ee, YTOObl OTPeaaKTUPOBaTb.

B npumepe crnipaBa Ncnonb3yeTca CTPYKTypa C
nepemeHHbiMn Strength (cuna), Dexterity (noBkocTb) 1
Intelligence (MHTennekT).

OTa Tabnuua gaHHbIX COCTOUT U3 TPEeX CTPOK, Kaxkaasi n3
KOoTopbIx npeactasndaeT knacc RPG.

Pick Structure

3 Data Table

Strength Dexterity Intelligence

Range 6
Mage 5

5 Row Editor

4 Row Value
Strength
Dexterity

Intelligence

N




TABJILbI AAHHBIX:
NENCTBUS

MO>XXHO co3gaTb NepeMeHHYI0 ans npencTaBneHns
Tabnuubl gaHHbIX B Blueprint.

OyHkuna Get Data Table Row ncnonb3yet napameTp
Row Name gnga Bo3spara CTpoku Tabnuubl B BUAe

CTPYKTYPbI.

Hopa Break Struct MmoXxeT ncnonbsoBatbca ANA
OOCTyna K aTpnbyTtamMm CTPYKTYpPbI.

4

Warriors Table

| Get Data Table Row

>

Data Table

) Row Name

Row Found [

Row Not Found [

Out Row

-/ Break WarriorStruct

Warrior Struct

Strength O»
Dexterity O»

Intelligence O»




CKPbITbIE ®YHKLMMN:
SAOEPXKA

OyHKUMA Delay - 3To CKpbITag pyHKUUA, KOTopasd
BbIMOJHAET OencTBus, cesi3aHHble ¢ nMHOM Completed,
TOJIbKO MO NCTEYEHNN BPEMEHW, YKA3aHHOIo B NapamMeTpe
Duration.

CKpbITble PYHKLUUN HE COOTBETCTBYIOT HOPMaJIbHOMY
npotieccy BbinosHeHUA Blueprints. OHX BbINONAHAIOTCSA
napannenbHo, N A0 X 3aBepPLUEHNA MOXXET noTpeboBaTbCs
HECKO/bKO TUKOB.

[lpMmep cnpaBa NoKasbIiBaeT HAcTpanBaemoe cobbiTne nog
HasBaHneM «SpawnEnemy», KOTopoe NnMeeT (PYHKLMIO
Delay, 4Tobbl rapaHTMpoBaThb, YTO NPOLLUIO HE MEHee NATU
CEeKyH[, npeXxae 4emM OHO cO34acT HOBOIO BPa>KecKoro
akTopa. Jaxke ecnn cobbiTne SpawnEnemy Bbi3bIBAETCS
CHOBa MeHee 4YeM 4epes NATb cekyHa, hyHKuna Delay He
NO3BOJISET CO34aTb HOBOIO Bpara.

[Tonrpante B pegaktope, 4Tobbl YBUAOETH OCTaBLUEECS
BpemMs B PyHKUNM 3agepXKu (cMm. Tpumep).

¢ SpawnEnemy

~ [ Delay

& SpawnActor Enemy

53 Completed p —— P

(» Duration

T ———
Spawn Point @&

Class
@ Spawn Transform

Collision Handling Override

Instigator

Return Value

>




CKPbITbIE ®YHKLMMN:
NMEPE3AINYCKAEMAS
SAOEPXKA

OyHkuna Retriggerable Delay - 310 ckpbiTaa pyHKUNS,
KOTOpas BbIMOMHAET AENCTBUA, CBA3AHHbIE C MNHOM
Completed, ToNbKO Mo NCTe4EHNN BPEMEHH,
yKasaHHoro B napametpe Duration.

PasHunya mexxgy dyHkumsamun Retriggerable Delay n
Delay 3aknto4aeTtcs B TOM, YTO 3Ha4YeHNe ob6paTHOro
oTcyeTta ansd napameTtpa Duration 6yget c6poLueHo,
ecnn pyHKuna Retriggerable Delay 6ynet BoisBaHa
CHoOBa.

7 Retriggerable Delay c

D
O» Duration [0.2 |

Completed [




CKPbITbIE ®YHKLUUN:
TAUMEP

Tanmep 3anporpaMmmnpoBaH Ha BbINMOSIHEHNE 3aaHHOW
dyHKUMN (M1 NONB30BaTENIbCKOro cobbITUSA) NO
NCTEYEHNN 3aJaHHOIO BPEMEHMW.

[1Be dbyHKUnn onpegenstowme Tanmep:

e Set Timer by Event: nveet B kKavuecTBe BXOOHOIO
napamMeTpa CChbIfIKy Ha HacTpanBaemoe cobbITHE.

e Set Timer by Function Name: nveet B KayecTBe
BXOOHbIX MapamMeTpoB NMA PYHKLUNN N OOBEKT,
coaep>kalmm yHKLUMIO.

O6e yHKUUM NMEIOT creayowme napameTpsbl:

e Time: npeacraBnseT NPOOOSIKUTENBHOCTb TanMepa
B CEKyHOax.

 Looping: ykasbiBaeT, bydeT nm TanMep npopaosiKaTb
BbINOJSIHEHNE NN BYAET BbINOMHATLCA TOMBKO OOVH
pas.

f Set Timer by Event

>

D,

Event Return Value

O» Time | 0.0

Looping 0

>

- Object

)
» neeonY
"t A I ?_‘ - : sy I_b ?.‘ : '

Function Name D

O» Time @]

Looping 0)

[ set Timer by Function Name

Return Value

D




3ArPY3KA YPOBHEW |
| Open Level

dyHKUmo Open Level MOXKHO vcnonb3oBaTth A4 >
3arpys3Ku ypoBHEN B UrpeE.

Level Name

3Ha4eHnem napameTtpa Level Name MmoxXeT ObITb M4
nanku naoc nms yposHs. Ecnn dyHkuma Open Level
HEe MMEET NOJSIHOro NyTW, OHA NOMbITAETCA OTKPbLITb
nepBbIN HANOEHHbIN YPOBEHbL (.UmMap) C yKasaHHbIM
nmeHeM. Ecnu cywecTByeT HECKOMBKO dhansios .umap C
OQHaKOBbIM MMEHEM, OH BbIGEPET NEPBLIN
HaWOEeHHbIWN.

ITY DYHKLUMIO MOXXHO ncnonb3oBaTh B Blueprint,
KOTOPbIN NpU nepeceyeHnn Nrpokom nepeHoCcuT Ux Ha
OPYron YpOBEHb.

Ero Takxke MO>XXHO 1Cnosb3oBaTb B MeHK0 Start nrpebl,
raoe MoryT ObITb 3arpy>XeHbl pa3Hbie YPOBHU B
3aBNCUMOCTU OT BblOpaHHOW Onumun.



BbiXO4 U3 UT'Pb

dyHkumto Quit Game MO>XHO ncnonb3oBaTb AN
BbIXO4a U3 UrPbl U NEPEMELLEHNS NMPUNTOXKEHNS B
POHOBbLIN PEXNM.

OTa DYyHKLUMS COOEPXXUT CrneayoLne BXOOHbIE
napameTpbi:

e Specific Player: npencraBnaeTr urpoka, KOTopbin
Boinget U3 urpbl. “Player 0” - 3Ha4eHune no
YMOJTYaHUIO.

* Quit Preference: nokasblBaeT, Kak UMPOK XO4YeT
BbINTUN N3 UTPbl. S3HAYEHNE MOXET ObITb “Quit” nnu
“Background’.

~ f Quit Game

b,

Specific Player

Quit Preference




COXPAHEHMUE U 3ATPY3KA OAHHbIX




SAVE GAME BLUEPRINT

YTOObI cCOXpaHNTb Urpy, MHPopMauuna, Kotopaa éyaeT
cOXpaHeHa, Oo/mKHa ObITb cobpaHa B NepeMEHHbIX
Blueprint Tvna «SaveGame».

[lepBbIiM LLAromM K COXpPaHEHUIO 1 3arpy3kKe urp c
nomoLbo Blueprints aBnsetca cosgaHmne HOBOIMO
Blueprint ¢ ncnonb3osaHnem «SaveGame» B Ka4eCcTBe
POOUTENBCKOro Knacca.

Cnenyowmm Larom saBnsieTcsa co3gaHne nepemMeHHbIX
B Save Game Blueprint ons xpaHeHusa nHdopmauun,
KoTopaa 6ydeT coxpaHeHa.

Ha Hu>XHeM n3obpakeHnn cnpasa nokasaH rnpuMmep
nrpbl, co3gaHHon B Jlekuun 5.

4 All Classes

O saveGame

2 items

4Variables

Level
Score
StatueCount

Time



OYHKLUUA CREATE SAVE
GAME OBJECT

| Create Save Game Object
&

dyHKunsa Create Save Game Object cospgaet oObeKT
Save Game Ha ocHoBe Knacca Save Game.

Save Game Class Return Value My Save Game Var

' SV B - ' - rvy- { >
AY oave Came »

NHdopmauna, kKotopasa OyaeT coxpaHeHa, byneT
YCTaHOBJIEHA B NMepemMeHHbIX 3aToro OO6bekTa.

MySaveGame - 310 Blueprint knacca Save Game.



~ f Save Game to Slot

® b,

chH KIJ‘MH /R ——— - Save Game Object Return Value
My Save Game Var

SAVE GAME TO SLOT Slot Name

O» User Index [0 |

dyHKuna Save Game to Slot coxpaHsieT cogepxnmoe
Save Game Object B hann Ha gucke.

KapTunHka cnesa nokasbiBaeT napameTp Slot Name co
3HayeHnem “BP_Game”. 9To 3Ha4unT 41O hawnn c
nveHem “BP_Game.sav” byneTt co3gaH C
NHOPMaLNEN KOTOPYIO HY>KHO COXPaHUTb.

dann “BP_Game.sav” xpaHUTCA B narke » Unreal Projects » BP_InstructorGuide > Saved > SaveGames

“ProjectName > Saved > SaveGames”. x
Nome Data de modific... Tipo Tamanho

- BP_Game.sav 22/08/2018 13:14 Arquivo SAV 1 KB

. ——



OYHKUUSA
DOES SAVE GAME EXIST

f Does Save Game Exist “C Branch

L_

®dyHKUmA Does Save Game Exist npoBepsier, B N i True B

cywlecTtByeT nn Save Game B 3agaHHOM napameTpe
Slot Name. Slot Name | BP_Game] Return Value Condition False [ >

OTO NONE3HbIN TECT, KOTOPbIN HY>XXHO CAeNaTh nepes O» User Index | 0]
NonbITKOW 3arpy3ntb Save Game.




OYHKUUSA
LOAD GAME FROM SLOT

OyHkums Load Game from Slot 3arpy>xaet J Load Game from Slot SIS e —

COLEPXXVMOEe CioTa N CO3[aET C HAM OOBbEKT Save > > —» P —» D
Game ObJeCt Slot Name | BP_Game|  Return Value Object Cast Failed [ My Save Game Var

(» User Index |@ As My Save Game

BoixogHown napameTp Return Value - 310 ccbifika Ha
obLwmn obbekT Save Game, NO3TOMY HEOBXOANMO
NPUBECTN CCbIIKY Ha npaBunbHbIN Save Game
Blueprint, 4ToObl MONY4YUTb OOCTYMN K NEPEMEHHbIM.

B npumepe cnpasa pyHkuma Load Game from Slot
npusognt K MySaveGame. [locre aToro cchisika Ha
06bekT MySaveGame ycTaHaBNMBaEeTCS B
NnepemMeHHOMN.



OYHKUUSA
DELETE GAME IN SLOT

~ { Delete Game in Slot

®dyHkuna Delete Game in Slot ncnonbayerca ons B D
yaaneHnsa aaHHbIX COXpaHEeHUst Urpbl B CNOTE.

Slot Name | BP_Came Return Value
[lapameTp Return Value aenaetca “true”, ecnn pann

6bI1 HaNOeH v yoaneH. O» User Index [ 0 |




NTOI

B aTton nekunmn 6binin npeacTasneHsbl
MHOrune nepenosble KoHuenumm Blueprint
npencTasBfieHbl CTPYKTYPbI, MAcCuBbl,
Habopsbl, KapTbl, NEPEYNCNEHNA, CKPbITbIE

dyHKUMKM 1 Tabnuubl JaHHbIX.

Bbln 06BbACHEHbI PYHKUNN, HEOOXOONMble
anga peannsaunn 6a3zoBoVl CUCTEMDI
coXpaHeHusa / 3arpy3ku.




