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LLENTN U UTOMU NEKLUN

Llenn aTton nekunu:

pencTtaBnTb HOAbI yrpaBieHNA NMOTOKOM

oKaszaTb, Kak nepebunparb MaccuB C NMOMOLLIbIO HOAbI
~orEachlLoop

[lokazaTb, Kak paboTaTb CO CTPOKaMWM
[1lpencTtaBuTtb HOoay Math Expression

O6BbACHUTb DYHKLUMN CITyHarHbIX YNCEN

K KOHLYY 3TOWN NeKuumn Bbl CMOXETE

BbibpaTb ny4yLlyto Hogy ynpasneHnsa NoTOKOM ANs
Ka>kgou cutyauum

iIMeTb OOCTYN K anemMeHTamMm MaccuBa C NOMOLLbIO y3na
ForEachlLoop

dopmaTnpoBaTb U KOHBEPTUPOBATbL CTPOKM

Co3pgaBaTh BblpaXkeHnsa ¢ nomMoLbo Hoabl Math
EXxpression

Acnonb3oBaTb Cny4anHble Ynucna u NepeMeHHbIE
Random Stream




YINPABJIEHME MOTOKOM



HOOA GATE

Hopga Gate - 310 Hoga yrnpaBneHnsa NOTOKOM, KOTopas
MOXXET ObITb OTKPbLITOW UNK 3aKpbIToN. Ecnn oHa
OTKPbITa, OHa NO3BOJISAET BbINOMHATL OENCTBUS,
cBA3aHHble ¢ nnHoOM EXxit.

Start Closed 8




HOLOA GATE: BBoA
BBOA I BbIBOn e Enter: [lvH BbINOMIHEHNSA, KOTOPbIM NOlyYaeT TEKYLLMNIA MOTOK BbIMOMHEHNS.

e Open: ['l1H BbINOMHEHNA, KOTOPbLIN N3MEHAET cocTosAHME Gate Ha «OTKPbITO».
e Close: [lMH BbINOSIHEHUSA, KOTOPLIN N3MEHAET cOCTOoAHME Gate Ha «3aKpPbITO».
 Toggle: NnH BbINONHEHNS, KOTOPLIN MNEPEKIIIOYAET TekyLlee cocTosHne Gate.

o Start Closed: nornyeckasi nepemMmeHHasi, Kotopasi onpenensieT, Jo/mkKHa nn Hoaa
Gate Ha4vaTb paboTy B «3aKPbITOM» COCTOSIHUW.

BbiBoA

o Exit: ['luH BbINONMHEHNA, KOTOPbLIN ByAET BbINONHEH, ecnn Gate OoTKpbITa.



HOLA GATE: —
HPMMEP OEventTlck.

W——
B Gate
Delta Seconds O» . .
O \ »» Cast To MyCharacter
P Enter

Exit
B npumepe cnpaBa eCcTb AKTOP C UMEHEM & OnActorBeginOverlap (HealthGenerator) > o o — ® &
«HealthGenerator». Korga nrpok j Cast Failed [ 7
CTa/IKMBaeTcsa C aTM AKTOPOM, €ro Overlapped Actor As My Character @
300pOoBbLe ByOeT MeaNIEHHO Other Actor el o
BOCCTAHaBNMBATbCA C KaXXOdbIM COObITUEM
TICk { OnActorEndOverlap (HealthGenerator)

»
Ecnu NIPOK MepecTaHET CTaJIKUBATbCA C

HealthGenerator, Gate 3akpoeTcs s

NEeNCTBUSA, BOCCTaHaBNmMBaroLwme : > T o
300poBbe, OonbLUe He byayT

BbIMNOJIHATLCA.

Overlapped Actor

M o —~ @ Health

dd pin # » Target

v - Target Health @
[encterne Min ncnonb3yetcsa gns Toro,

4TOObI 3Ha4YeHne nepemeHHon Health
HMKorga He npesbiwano «100».




HOZAA MULTIGATE

Hopa MultiGate MoXXeT nMeTb HECKONbKO BbIXOOHbIX
nuHoB. [Npun kaxxgom 3anycke MultiGate BbinonHaeTcs
TOSIbKO OANH N3 BbIXOAHbIX MMHOB. [TOpsaaoK BbINONHEHWS
BbIXOOHbIX MMHOB MOXXET 6bITb NocnenoBaTenbHbIM NN
Clly4anHbIM.

Korga Bce BbIXOAHbIE NUHBLI BbIMOJSIHEHbLI U €Cn onuusa
Loop He BblOpaHa, Hoga MultiGate npekpatuT
BbIMOMHEHME BbIXogHbIX MnHOB. YT06bI Multigate cHoBa
3anycTuna BbIXOAHbIE MHbI, OOMKEH cpaboTaTb MNUH
Reset.

BbixogHble NHbI MOryT ObITb J06aBNEHbI C MOMOLLbIO
onuun Add pin +. HTobbI yoannuTb NnH, WWENKHUTE ero
[TKM u BbibepuTe“Remove execution pin’.

- MultiGate

| —

D

[> Reset

Is Random D

Loop O
O» StartIndex | -1 |

Add pin =




HOOA MULTIGATE:
BBOA

Reset: [lvH BbInonHeHNs, ncnonb3dyemolt ona cépoca Hoagbl MultiGate v
pas3peLleHns HOBbIX 3aryCKOB MMHOB BbIBOAA.

Is Random: Jlornyeckas nepemeHHada. Ecnn 3HavyeHune «true», NOpPAOOK
BbIMNOJIHEHNSA BbIXOAHbIX MUHOB ABNSETCSA CyYanHbIM.

Loop: Jlornyeckasi nepemeHHas. Ecnn sHa4yeHne paBHo «true», MultiGate
NPOAOOSIXKAET BbINONHATL BbIXOAHbIE MWHbI NOCNE BbINOSIHEHNS NOCNeOHEro
BbIXOOHOIMO MUHA.

Start Index: lNpuHnmaeT LenodncneHHoe 3Ha4YeHne, yKasbiBatoLee Ha NepBbIN
BbIXOOQHOW MNH, KOTOPbIN J0MKEH ObITb BbIMNOSHEH.



HOZAA MULTIGATE:
NMPUMEP

B npumepe cnpaBa Ha YPOBHE eCTb
0O6BbEKT nod, Ha3BaHNEM
«MaterialDisplay», pyHKLNS KOTOPOro
3aK/4yaeTcHa B OTOOpaXKeHN pasnnyHbIX
MaTepunanos gns nonb3oBaTens.

[1pn HaxxaTum knaemwn Enter Hoga
MultiGate ncnonbsyetcsa ans
onpepeneHns pasHblix MaTtepunanos npwu
Ka>KOM BbIMOJIHEHWUI.

[lockonbky napameTp Loop nposBepsieTcy,
Nnocsne BbIMNOSIHEHNS MOCNeOHEro
BbixogHoro rnnHa MultiGate npogomxur
BbIMOSIHEHWE BbIXOAHbIX MMHOB, HAYNHAs C
NepBOro BbIXOQHOMO NMHa.

4

' Set Material

Target
O» Element Index [0 ]

4% Enter f- MultiGate Material
Pressed p —— P

Released [ [> Reset
Key Is Random (7) J Set Mate_rial

Loop A Add pin < \ &

O» Start Index [-1] Target

O» Element Index [0 |

Material

iy MaterialDisplay ' Target Static Mesh Component grasoe

f Set Material

O» Element Index [0 |

Material

M_Metal_Burnistw




HOZJA DO ONCE

— DoOnce

| VO —

Hona DoOnce BbinofHAET AENCTBUS, CBA3AHHbIE C B Completed [>
BbIXOAHbIM NMUHOM, HO TOSIbKO OAUNH pas. P

[> Reset

Ecnun nocne nepeoro 3anycka Hoga DoOnce
BbI3bIBAETCA CHOBA, €€ BbIXOOQHOW NMNH HE 3aryCKaeTCH. Start Closed 0

Y106bI HOpa DoOnce Morna cHoBa BbIMONHUTL
BbIXOOHOW NMH, Heobxoaumo akTueuposaTtb NMMH Reset.

BBon

e Reset: [lnH BbINONHEHNSA, NO3BONASAOLLNA HOOE
DoOnce 3anyckaTb NnH BbiBOAA.

o Start Closed: Jlornyeckasi nepemeHHas. Ecnu
3Ha4eHune paBHoO «true», Hogy DoOnce Heobxoamnmo
cbpocunTb, YTOObI pa3peLLnNTb NePBbIN 3anyck.



HOZJA DO ONCE:
NMPUMEP

B anM?pe crnpaBa eCTb AEeTOHAaTOoP, ¢ Event ActorBeginOverlap ‘ :_DoOnce @ SpawnActor Blueprint Effect Explosion
KOTOPbIN NPON3BOANT B3pPbiIB, KOIrga Nrpok B > Completed > D
SN Cz HIM. 9TOT ADUCLUENILR Other Actor C» P Reset Class Return Value
NCMOJIb3YET Aencrteme DoOnce. —— Blueprint Effect [+
I_IpOBepFIeTCFI ceouncTBo Start Closed, 4To _— @ Spawn Transform

{ PrepareDetonator /
YKa3bIBa€T HAa TO, YTO AETOHATOP of : | Collision Handling Override
3anycKaeTcs B OTK/IOYEHHOM COCTOSHIN. > Explosion Transform @

* Instigator

CobbiTne PrepareDetonator Heobxognmo
BbINOSIHUTb, YTOObI aKTUBUPOBaTb MNUH
cbpoca (Reset) npenctersa DoOnce.

[Tocne cpabatbiBaHua nHa Reset npu
CTOJIKHOBEHUW C OETOHATOPOM
npon3onaeT B3pbIiB. HToObI pa3penTb
HOBbIV B3PbIB, COObITUE
PrepareDetonator Heobxoanmo
BbINOSIHUTb CHOBA.




HOOA DO N

Hopa Do N noxoxxa Ha Hogy DoOnce, HO BMeCTO ToOro,
4TOObI BbIMOSIHATLCS TOSIbKO OAWH pa3, AENCTBUS, CBSA3aHHbIE
C BbIXOOHbLIM MMHOM, MOIYT BbINOJSIHATLCA HECKOJIbKO pas. ~ Counter (™

[Tocne Toro, Kak 3agaHHOe KOJINYECTBO BbIMOSIHEHUN
3aBepLUNTCHA, OENCTBUSA BbIXOQHOMO nnHa 6yayT BbIMOSIHEHD
CHOBa, TO/IbKO ecnin cpaboTaeT nNnH cbpoca Reset.

BBon

 N: YcTaHaBnmBaeT, CKOJIbKO pa3 OeNCTBUS BbIXOOQHOIO
NHa MOryT ObITb BbIMOJSIHEHBI.

 Reset: [lnH BbINONHEHNA, NCnonb3yemMbln O co6poca
cyetdnka Do N 1 paspelueHns HOBbIX 3anyCKOB BbiBOAA.

BbiBon

 Counter: BbiBoOuT LienovncneHHoe 3HayeHue,
yKasblBaloLLee TEKYLLMIA HOMEP BbIMOHEHWS.



HOZLA DO N:
n P M M E P AR | £* Switch on Int

B SET
Pressed | R 3 1P =
= P Enter Exit = o . (» Weapon Power
B npumepe cnpaBa y urpoka ectb ocoboe Released SRR @ selectior
® 3 ounter @ - ;
opy>Xune. Korga opy>xme nosHOCTbIO Key : cl \ > SET

3apPSAXKEHO, ero MOLLHOCTb COCTaBnAeT P Reset

100%. Irpok MOXKeT HaXkaTb KnaBuLly
«R», YyTOObI Nepe3apsaanTb 3TO OPYXKUE. Add pin 4 - -
Opy>Xne MOXXHO nepesapsaanTb TPVXKAObI. »

(» Weapon Power

[lepBas nepesapsigka OCTaBMAET OpyXue S Event ActorBegmoveriap O RN T AT L L e
MOSIHOCTBLIO 3aPSXKEHHbIM; BTOpas > Ex= a > >
nepesapsaka octaBnsaeT ero Ha 75%
EMKOCTW; a TPETbS Nepe3apsaaka
BOCCTaHaBNMNBAaET TOSIbKO MNOMOBUHY
MOLLIHOCTU opy>Xua. HYTobbl CHOBa
nepesapsgnTb OpyXue, Nrpoky
HeobxogmMmo cobpaTb NPeaMEeT TUMna
«WeaponPowerRecharger».

Default [ (» Weapon Power

Other Actor . Object Cast Failed [

As Weapon Power Recharger




HOOA FLIP FLOP

Hopa FlipFlop nmeeTt aBa BbIXOOHbLIX NUHA,
00603Ha4YeHHbIX KakK «A» 1 «B». Korga BbIMOJIHAETCS
Tpurrep, BbINOSIHAETCS TOMbKO OAMNH N3 BbIXOOHbIX
nnHOB. [1pn cnegyoulem 3anycke 6yneT BbINOSIHEH
TOSMIbKO ApYyron nNuH BbiBoAa.

BbiBog

e A: [lnH BbINONMHEHUA, KOTOPLIN BYOET BbINONHATLCS,
ecnn 3Ha4vyeHne nnHa Is A “true’.

e B: [lnH BbINOSIHEHUSA, KOTOPLIN BYAET BbINOJIHATLCS,
ecnu 3HadeHune BoiBoga Is A paBHo “false”.

* Is A: Jlornyeckaa nepemeHHas. Ecnn sHa4eHne
«true», NnH A pabotaet. Ecnun «false», nuH B
paboTaer.




HOZOA FLIP FLOP:
NPUMEP

B npumepe cnpasa Hoaa FlipFlop
NCNONIb3YETCA OJ1I9 OTOOPaAKEHNS UNK
CKPbITUS LUMTA NPU HaXXaTnn KnasuLLn
npob6ena.

3Ha4yeHune BbIXxoaHoro nuHa ls A
NCNoNb3yeTca Ana onpeneneHns
BUONMOCTW LLNTA.

4% Space Bar “N FlipFlop

m&a....

Pressed p ——— B

Released [

Key

~ f set Visibility

4‘.5.’;)' [ IS oCcene |

New Visibility
Propagate to Children 0




HOOA SEQUENCE

Hopoa Sequence MOXXET NCMOAb30BaTbCs AJ1I9 NMOMOLLN B
opraHnsauun gpyrux gencteumn Blueprint. [Npw
cpabaTbiBaHUK TpuUrrepa oH BbIMNOMAHAET BCE HOAbI,
NOAKITHOYEHHbIE K BbIXOOHbIM NUHaM, B
nocrnegoBaTesnibHOM MopsaKe, TO eCTb BbINOSIHAET BCE
nencteus nnHa Then 0, 3aTtem Bce gencteus nmHa Then
1 n Tak ganee.

BbixogHble NUHbI MOryT 6bITb fo6aBneHbl C MOMOLLLIO
onunn Add pin +. HTobbl yoanuTb NH, WENKHUTE No
Hemy [1TKM 1 BbibepuTte napametTp Remove execution

pin.

~£- Sequence

>

Then 0 [
Then1 [

Add pin =




HOAA SEQUENCE:
n PM M EP O Time

{ Event BeginPlay £- Sequence
B npumepe crnpasa Hoaa Sequence »P — P Then 0 | | < SET
NCMOJIb3YETCA ONA opraHn3auny Then1 p —
OEVNCTBUN, KOTOPble OyayT BbIMOSHATHCS
nocne cobbiTna BeginPlay.

Game Over
Then 2 O

y Add pi S
BmecTo ncnonb3oBaHnst 0QHOW CTPOKM DI { Set Timer by Function Name

BbIMNOJSIHEHUSA ANA BCEX AENCTBUN, HOOA > B
Sequence 1CrnonbL3yeTca Osis

rpynnuMpoBKK AENCTBUIA MO CXOACTBY. 2l elum vas

| 1 ’.‘-‘l-a-.
._.._"A_l MY ¥

Function Name | Clock ]
» Time @l

Looping >,




HOOA FOR EACH LOOP

Hopa ForEachLoop npunHinmMaeT maccuB B Ka4yecTBe
BXOHOI0O napameTpa 1 BbINOSIHAET HAOOp AENCTBUN,
CBA3aHHbIX C BbIXoAHbIM NMHOM Loop Body ans
Ka>XK[oro afieMeHTa MaccuBa, KOTOPbIN MOXXET ObITb
nony4vyeH c BbixogHoro nmHa Array Element. [locne aToro
NOTOK BbIMOSIHEHNSA HaMNpaBIAETCS HA BbIXOOAHOW MUH
Completed.

BBon
e Array: [lpyHnmaeT maccus, cogep>xaLinin aneMeHThl,
KOTOpble ByayT NCNONb30BaTbCA B LMKIE.

BbiBoA

* Array Element: BoiBOoONT CcCbinNKy Ha TeKyLnm
3/IeMEHT MaccuBa.

e Array Index: BeiBOgUT MHOEKC TEKYLLErO 31IEMEHTA
MaccuBsa.

) ForEachLoop

N

[> Exec

Array

Loop Body [

Array Element

Array Index O»

Completed [




HOOA
FOR EACH LOOP:
NMPUMEP

Branch

B npumepe cnpasa Hoga ForEachLoop

MCNONb3YETCA ANS UTepaLUMm No MaccuBsy, | - ;::[: 5
coaepxallemy OUeHKN UTPOKOB. © FindBestPlayer i S e
[nsa Ka)xaoro 3Ha4YeHus npoBOaUTCS TECT, P — P bxe Loop Body B

4TOObI NPOBEPUTL, COOTBETCTBYET NI OHO i Aray  Array Element @

HamBbicLwemy 6anny. Ecnun «true», —— ATy HISCED

3Ha4YEeHNE COXPaHAETCA B NEPEMEHHOW vl

Best Score, a nHOeKC Urpoka |

Best Score @

coxpaHseTtcs B nepemeHHou Best Player.




SET

~»

s ’___:__——_ '_.’ - =3
H OAA SWITC H ON INT & Event BeginPlay £* Switch on Int > Total Enemies 15|
=P - SET
H Switch on Int _ @ Selection =3
opa Switch o onpenensaeT NoToK BbINOSIHEHUS B | O Total Enemies (5]
COOTBETCTBUM C LIESTOYNCTEHHBIM BXOOHbIM 3HAYEHUEM. m— /
ITTicuit &
BbixoaHble nnHbl gobasnsoTca ¢ nomMmoulsbto onuv Add | SET
pin +. »
Default [ O» Total Enemies |32 ]
BBon
. Add pin =+ .
o Selection: [NpuHMMaeT LenovyncneHHoe 3Ha4YeHne, —» SET

onpegensiollee, Kakon BbIXogHON NH ByaeT
BbINONHATLCA. ECnn 3Ha4vyeHne He HangeHo, byaet
BbiNosiIHeH BbiBOA Default.

O» Total Enemies (40 |

[onmep

B npumepe cnpaBa CNoXXHOCTb UMPbl XPaHUTCS B
LuenodmcneHHon nepemeHHon ¢ nmeHem “Difficult”,
KOTopas MOXET NPUHUMATL 3HaYeHUs OT «0» 0O «3».
OO6LLEee KOMMYECTBO BparoB yCTaHaBIMBAETCA B
3aBNCVMOCTU OT C/TIOXXHOCTW..



HOZOA SWITCH ON STRING

Hopa Switch on String onpenenseT NOTOK BbIMNOSIHEHUSA
B COOTBETCTBUMN CO BXOAHbIM 3HAYEHNEM CTPOKMN.
BxogHas cTpoka cpaBHMBAETCS C KaXKAbIM N3 UMEH
BbIBOOOB, 1 €C/ OHX COBMNaaaroT, BbiBOO 6yaeT
BbIMOJSTHEH.

BbixoaHble 3Ha4YeHnsa OOomKHbI 6biTb A06aBIEHbI HA
naHenu Details gna Hoabl Switch on String nopg “Pin
Options > Pin Names”, Kak noka3aHo Ha HKHeW
KapTUHKe crnpasa.

BBon

o Selection: [lpnHMMaeT CTpOKOBOE 3HA4YEHME,
onpegensitoLlee BbIBOL.

T ———

Difficulty

5 Details

4 Pin Options

4 Pin Names

Is Case Sensitive

Has Default Pin

£* Switch on String

Selection

3 elements

EASY

NORMAL

HARD

v

EASY D
NORMAL [

HARD [

Default Op

B o-

+ @ -




HOAA SWITCH ON ENUM

' Static Mesh msh
Hopa Switch on Enum onpefensaeTt NoToK BbIMOMHEHNS © Event BeginPlay ——— e — Jazgetis Static Mesh
B COOTBETCTBUU C BXOOHbIM 3HA4YEHNEM NEPEUNCTIEHUS. > eI O ENESITYPe b D
[na KaXkgoro nepeyncneHns CyLLeCTBYET SKBUBANEHT » pnall , Target Return Value

| Selection Cube
HOLObIl NEPEKITIOHYEHNUA. —— & il
Cone D ohape_Cube w

[ovmep

B npumepe cnpaea Ctatnk MeLl BbibupaeTcss Ha OCHOBE
3HAYEHNS NEPEMEHHOWN MEPEUNCIEHNS. .



CTPOKUM / TEKCT



HOOA FORMAT TEXT

Hopoa Format Text co3naeTt TeKCcT Ha OCHOBe
napamMeTpPoOB, KOTOPbIE MOXXHO yKa3aTb B NapamMeTpe
Format.

BBon

 Format: [pnHUMaEeT TEKCT, KOTOPbIN ByAeT YacTbio
OKOHYaTeSIbHOro pesynerarta. YTobbl yCTaHOBUTDL
napameTpbl, MPOCTO NOMECTUTE NMS MEXOY
pasgenutenammn {} ona Kaxkgoro napameTtpa.

 Parameters defined in “Format”: [1ns kaxgon napebl
dpuUrypHbix cKob60oK Co30aeTcs HOBbIV BXOOHOW
napameTp C UMEHEM, 3aKJTFOYEHHbBIM B (PUrYPHbIE
CKOOKMN.

BbiBon

e Result: BbiBoouT oKOHYaTeIbHbIN TEKCT,
NOCTPOEHHbIN CO 3Ha4YeHnAMN napameTpa Format u
OpYyrnx napameTpos.

& Format Text

O» Format [ |

Result ™»




HOOA FORMAT TEXT:
NMPUMEP

B npumepe cnpaBa B KOHLe cOoBMNageHns
NOSABUTCS TEKCT, OTOOpakaroLLniA
pe3ynbTaT. ITOT TEKCT COOEPXKNT
3HAYEHUSA YETbIPEX NMEPEMEHHDbIX,
CBA3aHHbIX C UMEHaMWN U cHETaMK OBYX
NIrPOKOB.

TeKCT, UCNonb3yeMbIV B NapamMeTpe
Format, sbirnaguT cnepyowmm obpas3om:

Result: {Player1Name} = {Player1Score}
X {Player2Name} = {Player2Score}

[locne pa3mMelleHnsa 3Ha4YeHna napamMeTpa
Format pegaktop Blueprint creHepupyet
Opyrue BXxogHble napameTpbil.

Ha BepxHeM nsobparkeHnn nokasaHa Hoaa
Format Text.

Ha H1XHeM nsobpakeHn nokasaH
NPUMEP CreHepPUPOBaHHOIO TEKCTA.

¢ EndMatch

T

Player TName @

Vi R

Player 1Score @

4 -

Player ZName @

'/-——w—————\
Player 2Score @

B Format Text

. Format
" [Result: {Player1Name} = {Player1Score} X {Player2Name} = {Player2Score}

@ Player1Name
@ Player1Score

- @ Player2Name

@ Player2Score

Result @

7 Print Text

@ In Text

>




HOZJA APPEND

Hopa Append o6beaNHSET CTPOKW OJ1a co3aaHns
HOBOW CTPOKW. [JononHNTENbHbIE MUHbI AJ19 CTPOK
MO>XHO 006aBUTb C NoMoLlbio PyHKUMM Add pin +.

B npumepe cnpasa HacTpanBaemMoe NpuUBETCTBEHHOE
coobLLleHe co3[0aeTCs C MCMNONb30BaHNEM MMEHM
UrpoKa, KOTOPOE HaxoauTCs B NepeMeHHON.

{ Event BeginPlay

/

Player Name

J Append

A [Fello

B

Return Value

Add pin =

~ { Print String

& >

In String

Development.Only
v




All Actions for this Blueprint Context Sensitive
string to int X
4 Utilities
4 String

f Buildstring (IntVector)

HOAA STRING TO INT f Parse Into ALIE]}/

. JistringToint.

f Tostring (int)

MHoraa oaHa 1 Ta >xe nHpopmaLysl, CoaepXxallascs B f ToString (IntVector)

CTPOKOBOW NeEPEMEHHON Ansi OTOOpaXKeHus, Heobxoanma
0718 NCMOSIb30BAHNSA B KA4eCTBe Lesioro vucna unm
3HaA4YeHNsA C naaBatoLwen 3anaTon AN BbIYNCNEHWUA.

YT06bI NpeobpasoBaTb CTPOKOBOE 3HAYEHNE B
LleNo4YnCcrieHHoe 3Ha4YeHne, Bbl MOXKETE NCMNONb30BaTh
Hoay dPyHKUMM € umeHeMm “String To Int”.

SET

97O NpeobpasoBaHne TakXKe MOXXHO BbIMNOJIHUTL, MPOCTO —» D
coeanHnBs NuH HoAapbl Get String ¢ nHoM | & Player Score K
LieniouncneHHoro Bxoga. Pegaktop aBToMaTn4ecku Player Score Str

cospacT Hoay String To Int, kKak NokasaHoO B HMXXHEM
npuMepe crnpasa.




MATEMATUKA




HOOA MATH EXPRESSION

Hopa Math Expression - ato Hoga ocoboro Tuna,
KOTopas reHepupyeT noarpad C UCrofib30BaHNEM
YKa3aHHOIro MaTtemMaTU4eCKOro Bblipa>keHuns.

YT100ObLI Cnonb3oBaTh ee, Bblibepute “Add Math
Expression...” B context menu. Ha kapTnHke crnipaBa
nokasaH NnpoCcTon NPUMEP BblpaXKeHNA “X + Y.

BBon

 EXpression: BoipaxeHne, KOTopoe byaneT
aHannM3npoBaTbCH.

e Parameters defined in “Expression”: [1ns ka>xgoro
NMEHWN NMEePEMEHHON B BblpaXkeHn OyOeT co3aBaTbCA
HOBbI BXOOQHOW napameTp.

BbiBoA

 Return Value: Bbigaet pesynsraT Bblpa>keHus.

% Details

[ Graph Node
> Graph
4 Expression

Expression

> Inputs
> Outputs

X+y

Return Value O»




HOOA
MATH EXPRESSION :
NPUMEP

Ha npumepe cnpasa, cobbiTne
CalculateAttackDamage cuuTaeT ypoH
aTaku U XpaHUT pesynbTaT B NEPEMEHHOMN.
OHo ucnone3yet Hogy Math Expression
CO CneayroLmmM Bblpa>keHNEeM:

((BaseWeaponDamage + AbilityModifier)
+ Enhancement) * CurrentStatus

BxogHble napamMeTpbl ObiNu
CreHepupoBaHbl HA OCHOBE 3TOro
Bblpa>keHus.

{ CalculateAttackDamage

/ T

Base Weapon Damage @

/ ————

Ability Modifier @ =1

/ T

Enhancement @

/ — /
Current Status @

((BaseWeaponDamage + AbilityModifier) + Enhancement) » CurrentStatus

@ Base Weapon Damage
@ Ability Modifier
@ Enhancement

@ Current Status

Return Value @




HOOA LERP

“Lerp” ato cokpalleHune “linear interpolation” (nmHenHas
NHTepnonsauus). 3ta Hoga MYHKLUNN reHEPUPYET 3HAYEHNE B
ovanasoHe OABYX YKa3aHHbIX 3Ha4YeHNUN Ha OCHOBE 3HAaYEeHUSA
napameTtpa Alpha.

Return Value O»

BBon

» Alpha | o,o
e A: [lpnHNMaeT 3Ha4YEeHME C NnaBaroLLeN 3anAaTon,
npeacTaBnsoLLee HaMMeHblLLee 3Ha4YeHne, KoTopoe
MOXXET 6bITb BO3BpaLLEHO.

e B: [NpnH1nmaeT 3Ha4veHne ¢ nnasaroLLen 3ansiTou,
npeacrasnsaoLlee HanbosnbLlee 3Ha4YeHNe, KOTOPOE MOXKET
ObITb BO3BPALLEHO.

e Alpha: [lpyHMMaeT 3Ha4YeHme c nnasaroLLEN 3anNATON OT
«0» go «1», Ecnn 3Ha4yeHne paBHO «0», BO3BpAaLLAETCHA
HanMeHbLUee 3Ha4YeHne; ecnum 3Ha4yeHne paBHO «1»,
BO3BpallaeTca MakCuManbHOE 3Ha4YeHMeE.

BbiBog

e Return Value: BoiBognT 3Ha4yeHmne ¢ nnasatoLlen 3anston
MeXxay 3HadeHnamm napameTpos A n B, KoTopoe 3aBUCUT
OT 3Ha4veHuns napameTtpa Alpha.



HOOA LERP:
NPUMEP

B npumepe cnpaBa eCTb OTPESIOK,
KOTOpPbIN npoxoanT BAosb ocn X. OTpe3ok
Ha4ynHaeTcs B no3uunm X = 1500 un
3akaH4ymBaeTcs B no3muum X = 9500.

Hopoa Lerp ncnonb3yetca co 3Ha4eHUNeEM
napameTpa A, yctaHOBNEHHbIM Ha «1500»,
N napameTpom B, ycTaHOBNEHHLIM Ha
«9500». [1lapameTp Alpha npnHnmaeTt
3Ha4veHune ot «0» go «1», KoTopoe
YKa3bIBaAET, Kakasl 4acTb OTpe3ka b6bina
3aBeplUeHa, N BO3BpaLlaeT
COOTBETCTBYIOLLEE 3HAYEHME AN NO3ULNK
X.

Ecnun 3Ha4yeHne napameTtpa Alpha
yCTaHOBNEHO Ha «0,5», BO3BpaLlaemMoe
3Ha4yeHune bynet «59500», 4TOo
COOTBETCTBYET CcepeanHe oTpesKa.

Start End
1500 9500

N
i

& Race X Position

Race Completion @

+X

& Return Node

»
@ X Position

~ f Lerp /

O A Return Value @

O B | 9500

@ Alpha




CNYYAUHDBIE YUCNA

CyuwlecTBYOT QYHKLUUN ClyYanHbIX YNCEN, KOTOPbIE
BO3BpaLlatoT cnydamHoe 3HavyeHmne. OCHOBHbIE U3 HUX
nepevncneHbl HUXE:

e Random Integer: Bo3BpallaeT Lenoe Yncno mexay
HO!! I/I “Max _ 1”.

e Random Integer in Range: BosBpallaeT Lenok
yucno mexxgy “Min” n “Max”.

* Random Float: BosBpallaeTt 3Ha4veHmne ¢ nnasatoLLeN
sanaton mexay “0” n “17.

e Random Float in Range: BoaBpallaeT 3Ha4yeHue ¢
nnasatowlen 3anaton mexagy “Min” n “Max”.

f Random Integer

O Max [0] Return Value O

_f Random Integer in Range
» Min @] Return Value O»

O Max [ 0]

| Random Float

Return Value O

_f Random Float in Range

O Min Return Value O
O» Max II




CNYYAUHBIE YNCNA U3
MOTOKOB

MO>XHO co3gaTb NnocnenoBaTelbHOCTb MOBTOPSAIOLLMXCS
cllydanHbIX Ynucen, ncnonb3ysa nepemeHHyto Random
Stream.

[na aToro cozpgante nepemeHHyto Tuna “Random
Stream”. YctaHoBuTte ceBoncTBO Initial Seed B pazpgene
Default Value Ha naHenun Details ons nepemeHHon.

3Ha4veHne ceounctia Initial Seed 6ynet onpenenaTb
nocrneanoBaTeSisHOCTb Clly4anHbIX YACEST.

Ha nsobpa)xeHumn crnpasa nokasaHbl HEKOTOPbIE
PyHKUMK criy4YanHbIX YNCEN, KOTOPbIE NCMNOSMb3YIOT
NepeMEHHYIO CNyYyanHOro rnoToka.

/

Random Stream Var

O» Max | 0

Stream

Stream

| Random Integer from Stream

Return Value O»

| Random Float in Range from Stream

O Min I—D—_DJ

O Max (0.0}

Return Value O»




NTOI

B aTon nekuumn 66110 npeacTasneHo
MHOXXECTBO HOpL yripasneHnsa noTtokom. OH
nokasaln, Kak ncrnonb3oBaTtb ForEachlLoop
N NepeknoYaTb HOAdbI.

B Hen o6bAcHSAN0OCh, Kak paboTtaTb CO
CTPOKOBbIMU PYHKLUMAMUN, HOOOW
MaTeEMaTNYECKOIrO BbIPaXKEHNSA U
PyHKUMAMN CryHanHbIX YXCE.




