UNREAL
NG | N E

JIEKUWA 8

CoobLieHne bnonprHTOB



LLENX U BbIBOAbI NEKLIUN

Llenn aTton nekunu: K KOHLLY 3TOM NIEKLMN Bbl CMOXETE

* [lpenctaButb CoobLyeHne BnonpuHTOB  HacTpouTb B3anmogenctemne mexay bnonpuHramm

* [lokazaTtb, Kak ncnonb3oBaTb I_IpFIMoe COOGLU,GHMG e lcnonb3oBaTb OT60p, yTOObI NONYy4YNTb OXXNJaeMyto
brtonpuHTOB CCbINKY Ha BronpuHT

* O6bsicHUTL OTOOpP B bnronpuHTax .
« (CospgaBaTtb ccblfikKM Ha akTopoB B Level Blueprint

* [lokazaTb, Kak ccblnaTbca Ha AKTOpPOB B Level

Blueprint « CoszpaBaTb HOBblE MHTepPdENCHI btonpuHTOB

* [lokasatb Auncnetyepbl CobbiTnN

* [lpenctaBuTtb MHTEPMENC BnonpnHTOB




NPSAMOE COOBLLUEHUE
BJIIONMPUHTOB

Direct Blueprint Communication - a1o npocTtou
MeTon cBA3n mexay Blueprints. Ero mo>xHo
NCNoNb30BaTb, CO34aB NepeMeHHYto, KoTopasa éyaeTr
XPaHUTb CCbIIKY Ha apyrouv Blueprint.

Ha BepxHeM 1n3obpakeHnn cnpasa nokasaHa
nepemeHHasa ¢ nmeHem «MaterialDisplayVar». Tun
aTon nepemeHHon - «Material Display», KoTopbIn
ABNAETCS HacTpamBaeMbIM Knaccom Blueprint.

[TlocTaBneHa ranoyka y csouctsa Instance Editable,
NO3TOMY 3Ty NEPEMEHHYIO MOXXHO YCTaHOBWUTL B Level
Editor. Ha HM>XHemM nsobparkeHnm nokasaHo
pacKpblBaloLLeeca MEHIO, B KOTOPOM MOX>XHO BblOpaTh
3K3eMNsp Knacca oTtobpakeHuss maTtepuana Ha
YPOBHE..

FRVETSEL

Variable Name
Variable Type

Instance Editable

4 Default

Material Display Var

MaterialDisplayVar

ik Material Displa v

Material Display Instance

vD/"D




NMPAMOE COOBLLEHMUE
BJIIONMPUHTOB:

| Set Material

TARGET s i P

Pressed pp —— oo P

Released Target
Ha nsobpaxkeHnn cripasa nokasaHa oyHKuusa Set D : —
Materialllenbto, ncnonb3yemon B yHKLUN, ABNSAETCS Key O» Element Index |0 |
KoMrnoHeHT Static Mesh nepemeHHon Material Display Material
Var. M Metal Gol

/

TakyM 06pa3oM, Blueprint, koTopbili 6yaeT n3mMeHeH T A e DT

pyHKUMen, aensetca ak3demnnsdpom Material Display,

v/ u .
KOTOpbI Obin BbiOpaH B Level Editor. Material Display Var




OTBOP B BJIONMPUHTAX

" »+ Cast To FirstPersonCharacter

Hopa Cast To npeobpasyeT T1n CCbINTIOYHON

NnepeMeHHON B HOBbIV YKa3aHHbIN TUM. ITO OENCTBUE D D
Heob6Xo4MMO B HEKOTOPbIX CUTyauuax ans gocrtyna K Object Cast Failed [>
nepemMeHHbIM N PyHKUMAM Knacca unm Blueprint. Ha

|/|306pa>KeHI/II/I crnpaBa NMNokKa3aH NMpoekKT Cast To As First Person Character

FirstPersonCharacter Blueprint.

BBon

e Object: [lpyHMMaET cChbifIKy Ha OOBLEKT.

BbiBoA

e Cast Failed: [lvH BbINONHEHUS, KOTOPbIN
NCMNONIb3YETCH, ECIIN OOBEKT, HA KOTOPbIN YKa3bIBAET
CCblJIKa, HE OTHOCUTCA K TUMY, UCMOSIb3YEMOMY B
npuBeneHNN.

 As [new type]: BoiBOOUT CCbIIKY, NCNONb3Yysa HOBbLIU
TN, YKa3aHHbIN B NpUBeOeHUN.



OTBOP B BJIIOINMPUHTAX:
NMPUMEP 1/2

B aToMm npumepe 6611 co3aaH HoBbIM Kiacc Blueprint
noa HaseaHuem «Machine». Tuna «Actor». B Blueprint
ecTb PyHKUMA nofd Ha3saHMeM “Recharge Battery’.

Ccblnika Ha knacc Actor MOXXeT ncnonb3oBaTbCA N4
ynpasneHua knaccom Machine Blueprint, HO y Hero He
oynet goctyna K pyHkunun Recharge Battery,
NOCKOJIbKY OH MOXXET MOMYy4YUTb AOCTYM TOSbKO K
NnepeMeHHbIM N PYHKUMAM, KOTOPble BbiNi co3a4aHbl B
Tnne Actor.

[na poctyna Kk pyHkunm Recharge Battery
Heobxogma ccbinka Ha knacc Machine.

Actor
Reference

Blueprint Machine

Actor

Varables
and

o X Fanctons
E

Machine

Vanables
and
Functions

y / Machine

Reference



OTBOP B BJIOINPUHTAX:
NMPUMEP 2/2

B opyrom knacce Blueprint nog HazBaHvem
«Recharger» ectb cobbiTne Overlap.

Ecnn nepekpbiBaoWmmncs AKTOp OTHOCUTCSA K Knaccy
Machine, dyHkuna Recharge Battery Bbi3biBaeTca C
Crosib30BaHNEM ccCbinkn Ha kKnacc Machine,
npepocTasnieHHon B Hoge Cast To.

¢ Event ActorBeginOverlap ~ »» Cast To Machine

D1
+ Object

O Rec
> arge
\ .

Cast Failed [

harge Ba

Other Actor
» Target

O» Value

As Machine




COOBLLUEHMUE

BNIONMPUHTOB YPOBHEWN
1/2

All Actions for this Blueprint Context Sensitive
Jlerko po6asnaTtb ccbinkn Ha Level Actors B Level
Blueprint, nossonasa Level Blueprint Hanpamyto S
o D
B3aMOOEeNCTBOBATb C HUMW. e Evem,for po'm,L'gh,t
[ Call Function on Point Light
YTOObI [O6ABUTL CCbIIKY, BbIMNONHUTE CreaytoLLne ® Create a Reference to PointLight

0EeNCTBUSA:

« (CHavana BblbepuTte Actor B Level Editor.
* OtkpounTte Level Blueprint.

« Haxwmute NKM B Event Graph n Bbibepute
pyHkunio “Create a Reference to [Actor name]”.



COOBLLEHVE v
BNIOMPUHTOB YPOBHEM

2/2

Ha nsobpaxkeHnmn cripaBa cobbITrE NEPEKPLITUSA
Trigger Volume 6bino nomelleHo B Level Blueprint.

Korga npoucxoauTt nepekpbiTne, pyHKUna Toggle
Visibility Bbi3biBaeTcsa ana komnoHeHTa Point Light

Actor.

f Toggle Visibility

£ OnActorBeginOverlap (TriggerVolume)
»P —— »
Overlapped Actor Target

Other Actor Propagate to Children 0

. » - ! . .
® PointLight Target Point Light Component



ANCNETYEP COBbITUN

Oucnetyep coObITUN 06ECNEYNBAET CBSA3b MEXAY
knaccamun Blueprint n Level Blueprint. OH co3gaeTcsa B
knacce Blueprint n MoXeT ObITb peann3oBaH B Level
Blueprint.

[ncneTtyepbl cobbITUN co3aaroTcsa Ha naHenn My
Blueprint. Ha nsobpa>xeHnmn cnpasa nokas3aH
ancnetyep cobbITN, cCO30aHHbIN C UMEHEM
«ButtonPressed>

Macros

> Variables

4Eyvent Dispatchers




ANCNETYEP COBbITUMN:
NMPUMEP 1/3

A,
B aTtom npumepe knacc Blueprint ¢ umeHem «BP ¥ Enter mﬂ
Button» npencrtaBnseT KHOMKY, KOTOPY MOXXHO
HaXXumaTb. EQnHCcTBEHHAsA uenb atoro Blueprint - Pressed p —— P >
obLaTbCa Npu HaXkaTum KHOMKN. B pesynstate KHOMKY
MO>XHO MCMOJb30BaTh B HECKOMBbKMX PasnnyHbIX Released [  Target [ self]

cutyaumsax. lencrteums, Kotopblie 6yayT NponcxoanTb
Npu HaXXaTnm KHoMKK, OyayT yCcTaHOBMEHLI B Level
Blueprint.

Key

BP_Button Blueprint cogep>xut cobbiTne kKnaesmartypbil
Enter. [lpn HaxxaTtnm knaemwin Enter Bbi3biBaeTcs
ancnetyep cobbiTum ButtonPressed, kak nokasaHo Ha
PUCYHKe cnpasa.



ANCNETYEP COBbITUMN:
NMPUMEP 2/3

[obasbTe AkTop BP_Button Ha ypoBeHb 1 BbibepuTe
ero.

OTkpounTte Level Blueprint n Haxxmute NKM no Event
Graph 4T06bI fO6aBUTL cobbiTME ButtonPressed
CBA3aHHOE C CO3JaHHbIM ANCNETHEPOM COObITUMN.

All Actions for this Blueprint

4 Add Event for BP Button
[ Collision
4 Default
¢ Add Button Pressed
> Game
> Input

Context Sensitive




ANCNETYEP COBbITUMN:
NMPUMEP 3/3

[1lpegnonoXxnm, YTo Ha YPOBHE eCTb YepTeXxX nog
Ha3BaHnem “Rocket”, kKoTopbin cogepXnT YHKLNIO
nopd Ha3sBaHueM “Starts Rocket Launch”. Level
Blueprint oTBevaet 3a Bbi3oB yHKUMK Starts Rocket
Launch npun Haxxatum ykazaHHOWN KHOMKMW .

levelBINeprint

() ButtonPressed (BP_ButtoH)”

- Starts Rocket Launch

b,




&= Bind Event to OnActorBeginOverlap
> D

. Target @
HOJZA BIND EVENT Event

e ey i S O
Hopa Bind Event cesasbiBaeT oqHO COBbITUE C APYIM m Bind Event to OnClicked

COObITUEM NN C ANCMNETHEPOM COObITUN, KOTOPbIN > D
MOXXET HaxoauTbca B Apyrom Blueprint. Korga
BbI3bIBAETCS COBbITUE, TAKXE BbI3bIBAIOTCS BCE ApPYrme - Target | self|
CBA3aHHble C HUM cobbITus. [pnBasKa BbINOMHAETCH C
nomoLbto event delegate (KpacHbI NMMH Ha Hoae
coObITUS).

Event

"8 Bind Event to OnTakeAnyDamage

D, b,

nonly4yaeT NpuBS3KY. - Target | self |

BBon

 Target: O6beKT, nmerLmm cobbiTne, KOTOpoeE

 Event: Ccbinka Ha cobbiTue, KOTopoe OyaeT Event
CBA3aHO C ApYyrmm cobbITUEM, KOTOPOE ByaeT
BbI3BAHO MO3XKe.




HO/ZA BIND EVENT:
NMPUMEP

{ Createltem & SpawnActor Pickup Item “B® Bind Event to OnDestroyed
B aToMm npumepe ectb knacc Blueprint nog p — P D-E==="-» D
HasBaHnem «PickupManager», KoTopblIl class Llohe AR e
oTBe4HaeT 3a Co3gaHne AKTOpOB Pleup ' - : _, ® Spawn Transform Event
Collision Handling Override
Iltem 1 cogep>XnT NnepemMeHHyro nog
HasBaHvnem “ltem Count” , KOTOpPAas ~ Spawn Position @ © Removeltem

+ Instigator

OTClIEXXNBAET KONN4YeCcTBO AKTOPOB
Pickup Item, KoTOpbIie CyLLEeCTBYIOT Ha
YPOBHE. | ltem Count @ —

.

HacTpanBaemoe cobbiTe nog Ha3zBaHVEM
«Removeltem» ymeHbLLaeT Ha «1»
3Ha4yeHune nepemeHHon «ltem Count»
BCAKUN pas, Korga rnopoxxgeHHbin «Pickup
Item Actor» 60sbLUe He CyLLIeCTBYET Ha
YPOBHE.

CobbiTne Removeltem npnBasaHo K
cobbiTnto OnDestroyed co3gaHHOro
obbekTa Pickup Iltem. Takum obpasom,
Korga B urpe yHun4toxxaetca AKtop Pickup
Item, BbI3bIBaeTcAa cobbiTe Removeltem.




NMHTEP®EWUC BJIIONPUHT

Blueprint Interface (BPI) cogep>Xut TonbKo
onpeneneHna pyHkunmn, 6e3 peannsaumm.

Ecnn knacc Blueprint peannasyet BPI, oH ncnonbayer
npenocTaBneHHOe onpeneneHne, a 3ateM peannsyet
CBOO COOCTBEHHYHIO NOMMKY A8 3TOU PyHKUUN,

Y1066l co3pgaTtb HoBbIN Blueprint Interface, knukHuTe No
3eneHon kHorke Add New B Content Browser 1 B
nogmeHio Blueprints Boibepute “Blueprint Interface”.

Animation
Artificial Intelligence

Blendables

4 ﬂ Blueprint Class
b

> f‘% Blueprint Function Library

Blueprints =

Materials & Textures
Media
Miscellaneous
Paper2D

Physics

Sounds

User Interface

1

2

, @ Blueprint Macro Library
b

. ‘ Enumeration




NMHTEP®EWNC BNIOMPUHT:
CO3JAHUE ®YHKLUUN

B aTom npumepe 6bi1 cosaaH nHtepdenc Blueprint ¢
nveHem “BP_Interface_TurnOnOff”.

[1pu pepakTuposaHnn BPl MOXXHO Ha3biBaTb PYyHKLUUN W
co3faBaTb NapamMeTpbl BBOAa U BbIBOAA, HO
HEBO3MOXXHO peanns3oBaTh JIOrMKY B MHTEpPdENCE.

10T BPIl nmeet ase dpyHkunn: TurnOn 1 TurnOff, kak
NnoKasaHo Ha n3obpa>keHnn crnpasa.

M My Blueprint
= Add New v =TT

4 Functions

| f Turnon
f TurnOft

Interface




NMHTEP®EWNC BNIOMPUHT:
NOBABJIEHUE B
BIIOMNPUHT

Y106b1 pobaBuTb HTEPdENc Blueprint kK knaccy
Blueprint, Haxxmute KHomnky Class Settings Ha naHenu
nHctpymeHTtoB Toolbar B pegaktope Blueprint Editor.
B pasgene Interfaces Ha naHenn Detail HaxxmuTe
KHonkKy Add v BbibepuTte Knacc Blueprint Interface.

Ha nsobpa)xeHun crnpasa 6bin gobasneH BP Interface
Turn On Off.

3 Details

Search
> Class Options
> Blueprint Options

4 Interfaces

4 \mplemented Interfaces
BP Interface Turn on Off

4 |nherited Interfaces

No Interfaces




MHTEP®ENC BJIIONPUHT:
PEAJIU3ALMA ®OYHKLIUY

OyHKUMK nHTEPdenca Blueprint, He nmetrowine
BbIXOOHbLIX MapamMeTpoB, NOABNSAKTCA KakK cCOObITUA B
Blueprint, peannaytowem BPI.

OyHKUMM nHTepenca Blueprint, y KOTOpbIX €CTb
BbIXOOHOW NMapameTp, oTobpaxkatotcsa Ha naHenn My
Blueprint B pasgene Interfaces.

Ha HmKHeM n3obpakeHun cripaBa nokasaHa yHKUnSA
c nmeHeM «FunctionOutputParameter». OyHKUNS
peann3yeTcs ABOVNHbIM LLENYKOM MO HEW, YTOObI
OTKPbITb PYHKLUMIO ONA peaaKTUPOBaHUS.

¢ Event Turn On

O Event Turn Off

M My Blueprint
<+ Add New v

4Graphs
> m= EventGraph
4 Functions (1

*r ConstructionScript
4|nterfaces

[ FunctionOutputParameter




MHTEP®EWNC BJIIOMNPUHT:
CNY)XEBHbIE ®YHKLIUWN

ECcTb HeKOTOpblE CNy>XebHble YHKLNN, CBA3AHHbIE C
nHTepdencamm Blueprint. Hn>xe npreeneHs! asa
npumepa:

e Get All Actors with Interface: Haxoont Bcex
AKTOPOB Ha TEKYLLEM YPOBHE, KOTOPbIE peannayioT
yKasaHHbIn BPI.

 Does Implement Interface: [lpoBepseT, peannayer
N OANH KOHKPETHbLIN 06beKT BPI.

BP_Interface_TurnOnOff

| Get All Actors with Interface

>

Interface

_.l .'7‘ .' - .‘ - -
[,F"". 11'.»-f_ '!'!'

>

Out Actors =°s

| Does Implement Interface

Test

Object

18 4

I - - | |

Interface

.-‘, 1‘.',1'- ool > 1 !
[r" 1aLut ! | 9

Return Value




NTOI

OTa nekuma npepcrtasuna Blueprint
Communication n nokasana, Kak
ncnonb3oBatb Direct Blueprint
Communication, nutepdencsl Blueprint n
ancneTyepbl COObITUN.

OHa TakXe 06bsACHUNa, Kak NpuBOaUTb,
CBSA3bIBaTb COObLITUSA U CCbINaTbCS Ha
AkTopoB B Level Blueprint




