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1. BBegeHue:
MpoekT CloseCombat:Swordsman co3faH ¢ uenbto npefocTaBuTb paspaboTymkam
3aroToBKy 4SS urp B XaHpe JkweH/Pr1l, cnawepa vwnn danTmuHra BKNyawwme B
ceba 6oeBylD CUCTEMY, CUCTEMY MNEpeMeLLeHUs MepcoHaxa, CUCTEeMY MPOKayKu
YPOBHEN NepcoHa)xa, CUCTEMY CKUIITOB NepCoHaxa.

B naket Bxogat cnegywwme arieMeHTbl and revMmnnes:

MNepemelweHne. ba3oBoe nepemelleHne C npouenypHbIMA HakKoHamMu, 4YTOObI
MOXHO ObIfI0 06X04MTCA MEHBLUMM KOS-BOM aHMMauuu U Npy 3TOM YyBCTBOBAasrocCb
peakuusi MnepcoHaka Ha CMeHy HanpaBneHuss npu aBwkeHun. [lpucytcTByeT
cucTema npbiKKOB, nepemelleHne warom n 6erom. Tak ke npucytcTByeT 6oeBas
cMcTemMa C LWarom B CTOMKE Ha BCe HanpaBrneHusi, nepebexkamu, yBOpoTamu U
npouyee..

KomnoHeHT 3p0poBbA. [JaHHbIA KOMMOHEHT COAEPXUT B cebe napameTpbl
3[0pOBbsl MEPCOHaxa, a TakK e MOXeT OblTb NPUMEHEH He TOMbKO K NepcoHaXam,
HO M K nbbiM actor'am, KOTOpbIM MOXeET MOHagoOUTbCHA 340POBbE, Hanpumep
Typerib, KoTopas [OShkKHa paspylaTtbCs OT noBpexaeHun. KOMMOHEHT Tak xe
copepxut B cebe cuctemy BOCCTAHOBMEHUSI 3400POBbS 3TO MOXET NMPUroANTCSA Mpu
NOCTOSAHHOW pereHepauuun 300poBbS.

Opyxune OnuxHero 60s. Knacc opyxua OnwxkHero 60s cogepxut B cebe
BM3yanbHbI BWUA OPYXWUHA, HACTPOWMKM MOBpEXAeHus, Tunbl yaapoB. B npoekTe
NPUCYTCTBYIOT 3 pasnMyHbIX Meya B pasHbiX CTUNMCTUKaX:@ymypucmuyHbIl Med,
Mey ceema, Mey mbMbiI.

MUN. Bas3oBbl WCKYCCTBEHHbIN WHTENSIEKT, KOTOPbIA MOXET BUAETb, ChbllaThb,
npecnegoBaTb M artakoBaTb B OnvkHeEM OO urpoka. YMmeeT yBopaymBaTbCs OT
yOapoB, nepemellatbcst B 6010, cTaButb 6510KM 1 npoyvee. Takke ecTb PyHKUMOHAM
naTpynMpoBaHna Mo WUrpoBoMy YypoBHK. [lpucytctByeT ymobHas u npocTtas
HacTpoOMKa XxapakTepa noBeAeHUs MepcoHaxa B 601, KOTOPYH MOXHO MEHATb
AVHaAMUYECKM.

Tak ke B npoekTe NpuUcTynaeT Typesib, KoTopas Ucrnonb3yeT O0M Ha pacCTOAHUN.

KoMnoHeHT HauucneHus onbiTta. [laHHbIN KOMMOHEHT codepXuT B cebe BCHO
HeobXoauUMyH0 JOrMKY AN MNOBbLIWEHUA YPOBHS NEepcoHaxa. Takke COooepXuT
CUCTEMY CKWUITOB COAepKallyld Heobxoaumble 3feMeHTbl AN UX Cco3gaHusa -
KyngayH (BpeMsi BOCCTAHOBMEHUS CKWUIna), akTUBHBIA,MACCUBHbLIN NepeKnoyYaeMbli
TUMbl CKUISIOB.

UrpoBon wuHTepcdenc. B npoekTte NpuUCYTCTBYET MOSTHOCTbO AHMMUPOBAHHbLIN
NHTepdenc BKrYawLWwmn B ceba anemeHTbl 300POBbs Kak Urpoka Tak U Bparos,
nokasaTenu YpoBHA W OMbiTa NepCcoHaxa, aNeMeHTbl BU3yarbHOro npeacraBneHus
CKMIOB NepcoHaxa.

0O630p B 6010. KuHemaTorpaduyHas 6oeBas kamepa.



2. basoBoe nepemeLllieHue :

[MepemelleHne nepcoHaxa OCHOBaHO Ha 6a3oBOM Knacce nepemelleHunsa oT “Epic
games” character movement. BcBs3n ¢ 9TuM Bce napameTpbl nepemeLleHus
HacTpamBanWTe B AaHHOM KOMMOHeHTe. [lepcoHax ymeeT ABuratbCsi B JOOOM
HanpaBneHuun, coBepLlaTb NPbIKKN.

AHuMMauma oT newkn B anim blueprint nepegaeTca nocpeacTBOM WHTepdencos

FEl Search Folders DPORRELCERSN Soaich nterfaces

4§ Content

OT0 cpgenaHo pagu TOoro 4tobbl He nNpuMBA3bIBaTb MELIKY MepcoHaxa K
onpegeneHHoMmy anim blueprint 1 BnocnegcTBuMM ynpowass MHTErpauuio Apyrux
NepcoHaxen, KoTopble UCNOMb3yT CBOW ckeneT. ocne nHTerpauum nepcoHaxa Bbl
MOXETe UCMonb30BaTh NPSIMYIO CCbINIKY Ha anim blueprint nocpeacrteom “cast to” nnu
Xe pobaenas yHkuum B uHTepdenc “AnimBP_Interface”.

Pasbepem kak 3TO BbIrMSAMT Ha npumepe npbbkka. locne Haxatust Ha KHOMKY
NpbbKKa MAYT PasfuyHble NpocHeTbl (MOXET S MEPCOHaX MPbIrHYTb B TEKYLUUNA
MOMEHT?) N ecnn NepcoHaxk npbiraeT TO Mbl Bbi3biBaeM coobLieHne nHtepdenca
nog HasBaHuem Set Jump

(3TO hyHKUMA KOTOPYI Mbl NpeaBapuUTENbHO
cosganun B AnimBP_Interface) ona Bbi3oBa B
AnimBlueprint Heobxo4Mmoro nBeHTa
KOTOPbIN aKTUBMPYET aHMMauuio nepcoHaxa
N NepeBoaM T ero B COCTOSHUS MPbIXKa.

" set Jump

»

—_— Target
1'% AnimBP arge

Anim BP

& Event Set Jump o

»

Is Jump Is Jump




YT06bI BbI3BaTh UBEHTLI MHTEPhENCa Bbl AOMKHbI NPeABAPUTENBHO €ro NOAKMUYNTD
B “Class settings”.

T ¥ ).

GIEESEEHINGE] Class Defaults Play

aF Anim Slot Manager
Search

I Class Options

[» Optimization

4 Interfaces

4 |mplemented Interfaces

Anim BP Interface

4 |nherited Interfaces

Mo Interfaces

Uto KacaeTca InOrMKM NepeMelleHnss MepcoHaxa TO OHO MOCTPOEeHO Ha
ANHaMN4YECKOM M3MEHEHUN NapamMeTpPoB Kracca KoMroHeHTa “character movement”
oT “epic games”. Ha npumepe 6era u wara MeHAeTCs MakcumMmarnbHas CKOpOCTb Mpu
Ha)kaTuUM Ha KnaBuLLy nepeksitodeHmns ¢ 6era Ha war (no ymosnyanuio alt)

B Inputs

=

Max Walk Speed ¢ ————— — @ Max Walk Speed

SET

Rotation Rate @ — Target

Character Movement

B 3aBMCMMOCTIN OT CKOPOCTU NepCoHaXxa MeHSAETCH N aHMMauma B anim blueprint.

Taknm obpa3om OCYLLECTBNSAETCA CBA3b aHMMauuu U nepemMeLleHns nepcoHaxa B
nakete “CloseCombat:Swordsman”.



3. KOMNOHEeHT 300pOBbLA :

KOMMNOHEHT 300poBbsi CNYXUT ANS YHUPULUUPOBAHHOW CUCTEMbI MNOOKMIOYEHUS
napamMeTpoB 30POBbS K NIOOBLIM akTopam.

Kak amo pabomaem:

lMogknoyas KOMMOHEHT K akTopy Bbl nepedaete B 3TOT KOMMOHEHT [AaHHble O
noBpexaeHusix aktopa (any damage), a KOMMNOHEHT B CBOK O4epedb cyuTaet
300poBbe, NPU OnpedeneHHbIX HacTpoWKax BOCCTaHaBnMBAaeT €ro U Bbi3blBaeT
MBEHT CMepTU B Cly4ae OTCYTCTBUA 300poBbs. VIBEeHT cmepTu nepepaeTtcs no
NHTepdency akTopy K KOTOPOMY OTHOCUTCH AaHHbIN KOMMOHEHT KOMMOHEHT.

Kak ncnonb3soBatb KOMMNOHEHT 300POBbA.
Pa3bepeM npymMep UCMOMb30BaHUS KOMMOHEHTA 340POBbSI.

1. Co3gagum nycton aktop. [NpaBon KHOMKOW MbILWW B KOHTEHT B6pay3epe=>Blueprint
Class

u Pick Parent Class

4 Common Classes

Actor is the base class for an Object that can be placed or spawned in a level.
Actors may contain a collection of ActorComponents, which can be used to control how actors move, how they are rendered, etc.
The other main function of an Actor is the replication of properties and function calls across the network during play.

@see https://docs.unrealengine.com/latest/INT/Programming/UnrealArchitecture/Actors/
([@see UActorComponent
hold (Ctrl + Alt) for more

nent is a reusable component that can be
tor.

2. [lo6aBvM B Hall akTop Ans npuMep ky6. OH GyaeT cryxuThb [Rasss iy
BM3yarnbHOM MPEeACTanBEHNEM HALLIEro akTopa.

3. Tak Kak KOMMOHEHT 300pOBbA MMeeT YHUPULMPOBAHHYHO

cuctemMy, TO OH nepefjaeT MBEHTbl NO uHTepdencam. B nepsByw ouepenb
NoaKroyaeM WHTEpdENC KOMMOHEHTa 300pOBbsA Hawemy aktopy. [Ans aTtoro
nepexoaum B class settings n gpo6aesnsem nHrepdenc “HealthOwner_Interface”.

4 Interfaces

>> 4 |mplemented Interf;
BIEEE BEImnE: Health Dwner Interface

4. [1o06aBMM KOMMNOHEHT 340POBbS HALLEMY aKTopy.

4+ Add Component ~

Search Compenents




5. HacTpomm Hall KOMMNOHEHT 340POBbS - ANS 3TOr0 BblAENNTE KOMMOHEHT 300POBbS
“‘BP_Health_ Comp”, nocne nosiBsatcsa ero HacTpounku B Bknagke “Details”

-=_ Components
4+ Add Component ~ Search

® TestActor(self) b Variable
I Sockets

# DefauliSceneRoot

. BP_Health_Comp 4 Health

Max Health
Health
Health Recovery V

Health Recovery Time

lMapamempsbi:

Max Health - makcMmansHoe Kon-BO 300POBbS.

Health - Tekywiee 300poBbe

Health_Recovery Value - po kakoro Kon-Ba 300poBbsi OyaeT npooormKatbes
pereHepauus. [lNpyn HyneBOM 3HayeHWn pereHepauus 6ygeT npogosmkaTbCcs [0
MOMHOr0 BOCCTAHOBEHWS 300POBbS.

Health _Recovery Time - 3a CKONMbKO BpeMEHW BOCCTAHOBUTCH 340pOBbE MNpu
HyrneBOM 3Ha4YeHue pereHepauun 34oposbs He Byger.

6. lNepepaoym paHHble O NOBPEXOEHUAX KOMMOHEHTY 340poBbdA. [Ans aToro
BbI3blBAEM MBEHT Yy KOMMNOHEHTa Damage npu nony4YeHnn NoBpeXAEHNSA akTopa.

_—i.i' "¢ Damage X
<> Event AnyDamage Target is BP Health Cor

3 —»

Damage @ BP Health Comp Target
Damage Type 5 | @ Damage
Instigated By | Damage Causer

Damage Causer

7. NocnegHnm warom 6yaeTt BbI3OB MBeHTa cmepTu. Ons atoro go6aBMMm B UBEHT
rpad mBeHT nHTepdenca “Death”. Ha 3TOT MBEHT yKasblBanUTe Bally JIOTMKY CMEPTH
AN1S HaLLero TeCcToBOro aktopa s 4obasun uanky Hawemy Kyoy.

{" Event Death - _-f_'.Set Simulate P_!ﬁrs_iés

»

Damage Causer Target

Simulate B

Tenepb Bbl MOXeTe A406aBUTb Ha CLEHY Hall akTop KyG 1 NOCcne HECKOMNbKNX yaapoB
(3aBMCKUT OT 300pPOBbS YKa3aHHOro BaMu) KyG CTaHeT pmM3nYecknm 1 ynager.



4. Opyxue onuxHero 601 :

Opyxue B NpoeKTe TakK Xe ABNSAeTCs KOMNOHEHTOM 1 J06aBNAETCA K NEPCOHAXY
nocpeactsoM y3na add component. B faHHOM MOMEHTe cofepXUTca MHopmMauus
O MOAENN OPYXMS, CMIMCOK YAAPOB C MOMOLLbIO AAaHHOIO OPYXUSs, CKOPOCTb YAAPOB U
HaHeCceHWsa NoBpeXaeHnn.

Kak amo pabomaem: MNpu HaxxaTuK Ha KHOMKY yaapa n cobnoaeHns BCex YCroBuii
(nepcoHax He B BO3ayxe, He MePTB M T.4.) NepCoHax obpallaeTcs K KOMIOHEHTY U
nonyyaeT OT HEro aHMMaLUmio yaapa, CKOpOCTb NPOUrpbiBaHNE aHUMaLMK (CKOPOCTb
aTaku), Bpemsi Yepe3 KOTopoe MOXXHO npepBaTb aTtaky (HavyaTb ABUraTbCcs nocre
B3Maxa He [OXNOAasCb KOHLa aHMMaLuun).

Kak no6aButb opyxue 6nvxHero 6os.

Bo BTOpoM 06HOBIEHMM B MPOEKTE MPUCYTCTBYET cneynanbHbli KOMAOHEHT As
co3faHusa 1 xpaHeHus opyxus - BP_WeaponStorage. OH pacrnonaraeTcs B nanke c
KINacCoM OpYXuS.

I AddNew ~ X Import Save All ¢

FER Scarch Folders LPOPRAZICERE ~cach ParentWeapon

[ Bl Turret

[ Il Hud
I Interfaces

[ Il Misc

[ Bl Player

4 i Weapon
 XP

CJ'Ie,EI,yI-OLIJ,VIM LaromMm Hy>xHo ,EI,O6aBVITb ,D,aHHbIVI KOMMOHEHT K NeLuKkam (MI’pOKa n
Bpara). Mo ymonyaHuto faHHble KOMMNOHEHTHI YXXe JobaBneHbl N nepenMeHoBaHbI
(yoaneH npedwmkc BP_).
Mo ymonyaHuto B NnaBHe OH nepenmeHoBaH B WeaponStorage.

“ % CharacterMovement (Inherited)

@ Health

# CombatCamera

1% PawnNoiseEmitter




Bblgennte gaHHbIM KOMMOHEHT U B BKNage “netann” Hangute pybpuky “Weapons” B
HeW Bbl YBMAWTE ABE Map-NepeMeHHbIe:

-=. Components

4+ Add Component -

f Pawn_CloseCombat(self) 4 Variable

4 § CapsuleComponent (Inherited) — —
R, ArrowComponent (Inherited) Lk

4 F Mesh (Inherited) Category

¢y WeaponMesh Editable when Inherited
4 g CameraBoom

%y FollowCamera

&, TargetPoint Favent Suckel L %

4 Sockets

“f CharacterMovement {Inherited) 4 Weapons

®, Health [» Weapon List 1 Map elements
&, CombatCamera
e xP

[ Available Weapons 1 Map elements

#

: = PawnMNoiseEmitter 4 Tags

Component Tags 0 Array elements

4 Component Replication

WeaponList - CnnCoK BCEro opy>usi KoTopoe MoXeT ObiTb 406aBNEHO K NEPCOHAXY.
AvailableWeapons - Cnncok Bcero 4OCTYnHOro opyxuma (Ha nogobum opyxue B
WHBeHTape). B gaHHOM cnncke MOXXHO XpaHUTb OPYXXMe B KOTOPOM Bbl U3MEHNN
N3HavasrbHble napamMmeTpbl (anrpeuT).

Mo ymonyaHuio B cnmcke npucytcTeyeT opyxue “PlayerSword” ons nobasneHns
HOBOro OpyXwusi fobaBbTe B map-MaccuB CTPYKTYPY OPYXMS (KHOMKa C
n3obpaxkeHnem nrtoca). Ykaxute HassaHue BalLero HOBOro Opyxus (BHUMaHue
OpYyXre He MOXeT cofepXxaTb OQUHAKOBbIX Ha3BaHu (map-varible).
PaccmoTpum napameTpbl OpyXxus:

4 Weapons

4 Weapon List 2 Map elements

B8 PlayerSword -
FR MyMNewWeapon

WeaponMName

Can_be_equipped

AnimationBlueprint

SwordsmanPlayer_[dleRun_ 10 =

*D.:I

MovementAnimation




WeaponName - Ha3BaHne opyXus, HyXXHO yKa3aTb Takoe e KaK U B MaccuBe, Ha
naHHom npumepe MyNewWeapon

Can be equipped - MoxeT nn gaHHoe opyxue ObiTb ybpaHo 3a cnnHy (obHoBNeHWe
1 - https://youtu.be/mzYNtDsmEQOQ). NepemeHHas HyXHa ONA OPYXNA KOTOPOE He
UMeeT MOAENN K NpMMepy pyKonallHbIN Gon.

Weapon mesh - BuayanbHbin BUA Opy»xus,BbI6Op Mogenu.

Socket Effect - Touka 13 kotopon 6yayT npourpbiBaTbCA NApPTUKIIbL. (UCKPbI)
Damage - ba3zoBoe nospexaeHne opyxua oT yaapa.

AdditionalDamage - [JononHuTenbHoe noBpexaeHue, nyywe obaenaTb
NnoBpeXaeHNs Yepes AONONMHUTENbHbIE MBEHTbI (ONMMCAHHbBIE YYTb HUXE).

Attacks - Cnucok atak OT 4aHHOro OPYXWs, MO YMOSYaHWIO aTaku ayT ogHa 3a
apyromn (Bbl MoxeTe cobupaTtb Kom060).

4 pttacks & Array elements +=

4 [ 3 members

A_Attack_01
Animation

DelayCaninterrupt

AttackPlayRate

Animation - AHUMauus ygapa.

Delay Can Unterrupt - 3agep>ka nocne KOTopor MOXHO npepBaTb aHMMauus
nepemeLLeHnem.

Attack PlayRate - Ha4anbHasa ckopoCTb NpourpbiBaHUs aHMmaumm ygapa (CKopocTb
aTakm).

+ Add'Component =~ [EEEIEIR
Cnepyowmm warom 6yaet gobasneHne opyxns K Haemy

nepcoHaxy. [Ina aToro co3gante MeLl 1 NPUcCoeanHUTE ero
nepcoHaxy k cokeTy opyxus.(Socket Weapon). No
YMOYaHUIO AaHHbIN KOMMOHEHT NPUCYTCTBYET.

[anee nob6aBnM KOMMOHEHT OPYXMS (MO YMOMYaHWIO KOMNOHEHT AobaBnseTcsa Ha
nBeHT begin play).

AUUIWEAPORICOMPOHRERT

I Add BP Main Melee Weapon

', .

SET

& > —»

Target | self | Return Value Weapon



https://youtu.be/mzYNtDsmEOg

Mpn pobaBneHnn KOMMNOHEHTA CTOUT YKa3aTtb nepemeHHyto “Weapon” (Tun
nepemeHHon - BP_MainMeleeWeapon) Hawlero opyxusa 4tobbl B AanbHenwemM Mbl
MOFIIM CCbINaTbCA Ha Halle opyxue 13 nodoro mecTa. [1aHHbI KOMMOHEHT
coaepxut B cebe nornky 6rvxHero opyxms a komnoHeHT “WeaponStorage” xpaHut
B cebe napameTpbl ANA 3TOro KOMMNOHEHTa YTobbI Nepe3anucbiBas NX MEHATb
opyxue.

Crneayrouwmm Wwarom ykaxeM KOMNOHEHTY OpPYXUsi KaKoe OpYy>Kue Ucnosb3oBaTb. [ns
3T0ro BbizoBuUTe PyHkumMo “Add Weapon” B naBHe 1 HanuwnTe Ha3BaHUS BaLlero
opyXxue, co3gaHusi KOTOPOro Mbl paccMaTpmuBanu BbliLLE.

& Add Weapon

Target | "E|T|

T — b Tl
Weapon Storage Weapon Store
Weapon Name

[Pla ord |

Mo ymonyanuto ato “PlayerSword”. [laHHaa pyHKUMA 3anuiieT B KOMMOHEHT OPYXMUS
napamMeTpbl U3 cnucka opyxus “WeaponList”.

PaccmoTpuM Bce MBeHTbI Npu paboTte ¢ komnoHeHToM WeaponStorage:

" J Get Avaliable Weapons

——
|| Weapon Storage )

<> Add Weapon .

)
————

Weapon Storage Target
Weapon Mame [ |

Weapon Component

€ Save Weapon

[
Weapon Storage Target

Weapon Component

B )

Target Available Weapons

> Change Weapon -

—_

Weapon Storage Target
Weapon Name [ |

Weapon Component

<> Remove Weapon

; Weapon Storage Target

Weapon Name [




Save Weapon - CoxpaHsieT TekyLlee opyxue 4obaBnss ero B CN1Mcok
“AvailableWeapons”.

Change Weapon - 3aMeHsieT TekyLlee OpyXue Ha ykazaHHoe U3 Cnucka OOCTYMHbIX
opyxun (available weapons).

Remove Weapon - ynanseT ykazaHHOe OpyXue 13 crnmcka JOCTYMHbIX OPY>XUK
(available weapons).

Get Available Weapons - BblgaeT CriMcok opyXuns AOCTYMHOIo NepCcoHaxy.

dyHKkuum B KoMnoHeHTe “WeaponStorage” addweapon 1 changeweapon
3anncbIBalOT HOBblE NapaMeTpbl B KOMNOHEHTE OPYXWUHA, HO YTOObI NPUMEHNUTD
HOBbIE MapaMeTpbl K NEPCOHaXy BaM HYXHO Bbl3BaTb oyHKUMo SetWeaponParam
cpasy nocne nameHeHus napameTpoB. [Anga yaobcTea B neLuke co3fgaHbl PyHKUUN
Addweapon 1 ChangeWeapon rae nocne npumMeHeHust napameTpoB cpasy
Bbl3biBaeTcs pyHKuma SetWeaponParam.

Change Weapon Settings (WeaponStore) ~ [l Set Weapon Parameters

" AddWea & Set Weapon Param

B8 Add Weapon
== ————— 4 -==>
Weapon Store Target Target [ self|
Weapon Name Weapon Name

Weapon Weapon Component

[lononHUTEnNbHbIE UBEHTLI B OopyXun:

“& Add Additional Damage “& Add Attack Speed

Weapon Target : Weapon

O Add Damage [-20]

Remove D

Type [ Name| Type [Name |

Add Additional Damage - [JaHHbI UBEHT CNY>XUT ONS YBENUYEHUS UNN YMEHbLUEHNS
AOMONMHUTENBHOIO YpoHa OT opyXus. (K npumMepy OT NOBbLILLEHUS YPOBHSA NepcoHaxa
UNn OT pasnu4HbIX cknnoB). MicnonbayeTca dyHkuua “Multilncrease”.

Add Aftack Speed - [JaHHbI UBEHT CAYXUT ANS YBENNYEHUS UNN YMEHbLUEHNS
ckopocTu ataku. (K npumepy OT NOBLILLEHUSA YPOBHA UMW OT PasfnYHbIX CKUMOB).
Wcnonbayetca pyHkums “Multiincrease”.




HaHeceHus noBpexaeHusn (“Notify_Damage”)

HaHeceHunst noBpexaeHnsa Npon3BOAATCS B Knacce OpYyXXus N0 UBEHTY
“CauseDamage” B knacce opyxus, HO AaHHble AN NOBPEXAEeHMA nepeaarTcs
yepes aHMMauuto nocpencTsom Notify.

[ns npumepa oTkponTe Nobyo aHMMauuio ataku 1 Ha wkane notify Bbl OGHapyxute
“‘Notify_Damage”

' K ; lm] o)A ! i i Details ) Preview Scene Sett
| |

4 Anim Notify

ugDamage

4 Notifies

Notify_Damage gomxeH pacnonaratbCa B Kagpe HaHeCceHUsa ypoHa, YTobbl
pacnonoxuTb notify KNMKHUTE NpaBOn KHOMKOM MbILIKN B HY>XKHOM Kagpe u Bbibepute
Notify_Damage.

Bbigenus notify Bl yBuguTe ero Hactpouku Bo Bknagke Details. Packponte cnucok
napameTtpoB “Damage Parameters”:

Damage Animation Type - TN aHMMauum noBpexgeHus y uenu (Brneso,Bnpaso unm
Hasag). AHMMauus BelbrpaeTcs BpyyHyto B Enemy_Param B HacTpowkax Al (unu
3anonHuTe Tabnuuy .

DamageMultiply - MHOXuUTErb NOBPEXAEHUN OT TeKyLlero ygapa.

MoBpexaeHus No LensiM NPOXoAauT No crieaytowiemMy npuHumny. Cosaaetcs cdepa ¢
3aaHHbIM pagnycoMm W pacroniokeHneM OTHOCMTENBbHO aTaKyloLero kotopas
nepecekaeT akTopbl U ECNN CPpeaun NpeceyveHnsi akToB ecTb Tern uenm (BpaxaebHble
rpynnbl) TO OHW NOMyYatoT YPOH. Bbl MOXXeTe OTKMIOUNTL NPOBEPKY LIeNN U YPOH
OyaeT HaHeceH BCEM aKTopam.

Distance - puctaHums oT nepcoHaxa Ao LeHTpa cepbl.
DamageRadius - paguyc cdepbl KOTopas nepecekaeTt akTopbl.
DrawDebugDamage - Bu3yanoHoe oTobpaxeHue cdepbl 48 yA0O6HOW HaCTPOMKW.



https://docs.unrealengine.com/latest/INT/Engine/Animation/Sequences/Notifies/

AH/MMaUMN NepcoHaXa C OpyXuem.

Bce aHnmauumn nepcoHaxa (nepemelleHne, nosegeHune B 600, aHnmMauunsa yMeHui..)
coaepxxaTtcsi B aHMMaLOHHOM GnynpuHTe.

== ContentErowser

Ik AddNew ~ X Import Save All &

PR Search Folders jo! T Filters

4 g Content

CTpyKkTypa nocTpoeHa TakuMm ob6pa3om UTO Kracc OpYKusi COAEPXUT B cebe CCbINKy Ha
aHUMaUMNOHHBIN GFONPUHT MEHSAS MOMHOCTbLI0 BCE aHMMaL MU NepcoHaxa. OTO AOBOSIbHO
yAo0HO npu fobaBneHnn HOBbIX BUAOB opyxus. K npumepy Bbl 3agymanu co3aatb rnedy
ANs 3TOro NPOCTO CKOMMPYNTE aHUMALMOHHBIN GRONPUHT yKasaB B HEM HOBblE aHUMaLUK.
[anee ykaxuTe B Krnacce OpyXus, Kakoh aHUMaUNOHHbIN BIIONPUHT MCMOMb30BaTb.



BP Main Mele

I Visual

I Component Tick

I Weapon Parameters
I Target
Al g I Attack
R Ig ht' C I l’C!‘ 4 Animation
Animation Blueprint D + x

SwordsmanPlayer_IdieRun_T00 =

€0

ment Animaticn

Animation Blueprint - AHUMaUNOHHBIN 6NYNPUHT KOTOPbIN ByAeT MCnosib30BaTbLCH NPU
NOAKNIOYEHNN JAHHOIO OPYXMS.

MovementAnimation - Beibop 6neHg cnerca nepemelleruns. (Y BparoB MoOryT ObiTb CBOU
aHVMaumun nepemeLleHns, a 6oeBble aHMMaLUuK Te Xe camble).

Bce pononHutenbHble aHMMaUUK yKkasbiBaloTCAa B kaTeropumn “Animation”
4Variables + T Details @ Previ

[ Math
4 Default Value

[ Lean
4 Animation 4 Anim Avoid 8 Map elements + 0

A_SW_Avoid Forward -

A_SW_ Avoid_ForwardRight =
-

ForwardRight
€« D

E1C1E1E1E1E) E)ENE E)

\‘i' A_SW_Avoid ForwardLeft
Bbubnuoteka hyHkuum “CloseCombat_FunctionLibrary”

B naHHon 6ubnuoteke cogepxatca (yHKUMM KOTOPbIE MOTYT ObiTb MNOME3Hbl BHE
OOHOro akTopa.

Anim_BlockHit

®yHkuma “Multilncrease”

OpHa n3 dyHkumin ato Multilncrease. [laHHaa yHKUMS CRYXUT ANS U3MEHEHNA
3HayYeHUn OT pasHbIX UCTOYHUMKOB. K nprmepy noBpexaeHust OT OPYXUS Y Bac MOXET
NOBbLICUTCS OT CKUIa 1 MNOBLICUTCS OT MOBbLILLEHNS YPOBHSA U TakK Kak OT ckuna
NOBbILLEHME YPOHA MOXET ObiTb BPEMEHHbBIM, TO Ha MOMOLLb NPUXOANT (PYHKLMS
Multilncrease.



< AddadditionalDamage

i Multi Increase == .
SET
[ I e ——————
—
alue Final Value @ —————@ Additional Damage [0 ] = Add Damage

Final Map (&

dyHKUKna paboTtaet crneaytowmm obpasom. Nogaetcsa 3HadveHue (Base Value) k
KOTOpOMY Hago npubaBunTb UK BbIYECTb Apyroe 3HadveHue (Add Value). Janee
AaHHoe 3HayeHue (Add value) 3anucbiBaeTcs B map NepeMeHHyo nog
onpeaeneHHbIM Kyom (MmeHeM). bynesas nepemeHHas Remove oTBevaeT 3a
AobaBneHnsa NsMeHeHU Unu yaaneHme BHECEHHbIX N3MEHEHMI Ha MPaKTUKe 3TO
BbIFNAAWT TaK.

: < Add Additi
[ Delay ° Jarget s BP Main Melee W
»P—» Completed p — B

Weapon Weapon Target C» Duration |?| RE:

O Add Dam . = O Add Damage [
Weapon

BHauvane k nospexaeHuto opyxus npudasnaetca 30 ypoHa nog tunom “LevelUp”,
nanee npunbasnsetca 20 ypoHa nog Tunom “Berserker” n yepes 5 cekyHa n3 obuero
KOJ1-Ba JONOSTHUTENBHOMO YPOHA BblYMTaAETCA 3Ha4veHus nog Tunom “Berserker” HO
coctaBnset 20. Npun 6yneson nepemeHHon Remove=true ykasbiBaTb 3Ha4YeHNE He
0bs13aTenbHO Tak Kak OHO yxxe B base.

[1ns BCeX KOMMOHEHTOB B KOTOPLIX Mcnonbdyetca yHkuma “Multiincrease” gns
ynobcTBa caenaHbl MBEHTbI U HAYMHAKTCA OHM co croBa Add..

PyHkuma “TargetTags”

[aHHas yHKUMS cnyxuT ans gobaeneHne unm yaaneHuio Teroe k aktopy. PaboTtaet ¢
MacCc1BOM YTOGbI MOXHO ObINo A06aBNATL UNW YAANSATL Cpasy HECKONbKO TEros.

®dyHkumua “CheckTargetTag”

[aHHasa yHKUNS NpoBepsieT eCcTb N B ONpeaerieHHOM akTope onpeaerieHHbIe Ter 1 encu
Terv NpuUcyTCTBYIOT BblaeT Ha Bbixoae OyneByto NepeMeHHyto Lernb.

UcKyccTBEHHbIN MHTENSIEKT (Bparun)

B npoekTe npucyTCTBYIOT NMPOTUBHUKN KOTOPbIE MOTYT NaTpPynMpoBaTb MECTHOCTb U
ecnu obHapyXmBaloT Lerb aTakoBaTb €€ B 6rivkHeM 60t0. [Ina Hayana paccMoTpum
LI,OGaBJ'IeHI/Ie NPOTUBHMKA Ha CLUEHY. 3TO MOXHO caenaTtb HECKOJNTbKUMU cnocodbamm mMbl
paccMoTpuM cnocob HenocpeacTBEHHO JOBABNEHMS NPOTUBHMKA HA CLIEHY U CraBHa
NPOTUBHMKA Ha cLieHe nocpencTeom Blueprint.

lMepBbIM Aenom nocymMTaeTe HaBUraumio Ha BalleM ypoBHe, AenaeTcs 3TO C NOMOLLbIO
nobaeneHusa Bonyma “Nav mesh Bounds Volume” BHYTpy KOTOPOro AOSMKHA pacnonaratbcs
Ballia CLUeHa rge MoryT nepemellaTbcs NnoTeHumanbHble NPOTUBHUKM.




‘ﬂ. tﬂ : [lied :

Blueprints Cinematics

LIGHTING NEEDS TO BH]

tNav Data

]
Nav Mesh Bounds Volume

Nav Mesh Bounds Volume
DNEVRNEIGERYERY hold (Ctrl + Alt) for more

Navigation Testing

Criegyrolwum warom pasmecTuTe BalLero NpoOTUBHMKA Ha CUeHy nocpedcTeom “click and
drop” n3 content browser.

Search Folders ORSRSIUCER S Scarch Character

4 g Content

Bl Turret
[::. e
BblgenuTte nepcoHaxa u pacCMOTPUM ero HacTPOKKM.

Enemy_Swordsman

Search jo)
' Enemy_Swordsman(self)
Search fe] B ©
o
o
s
otatio
1|
PlayerWarrior

PlayerEnemy

Level: Untitl

MepBbIM AENOM CTOUT yKa3aTb KTO SABNSIETCA AN NepcoHaXa Lenbto U K Kakow rpynne oH
oTHocuTtcs. o ymonuyaHuio Lenblo Ans nepcoHaxa ssnsaetca rpynna “PlayerWarrior” k
KOTOPOM MO YMOMYaHUIO OTHOCUTCH UIPOK, TaK e NepCoHaXK OTHOCUTCS K rpynne
“PlayerEnemy” BpaxxgebHasi ansa urpoka rpynna. O4yeHb BaXXHO y4nTbIBaTb JAHHbIE TPynnbl
TaK Kak HaBeJeHWe Ha Lenb y urpoka nponcxoamut No Ha3BaHWUKo TEroB y aktopa. Terun



Ha3Ha4alTCs Ha MBEHT beginplay nocpeacTBoM Bbille onvcaHHom pyHknuumn “Target Tags”.

[ Camera f' Target Tags 4 Default Value

4Target 3 P — | 4 Target Group Tag List 1 Armray elements + O

Target Group Tag List =2 . 22 Target Name o 4

rget_BlockMultiply

YKkasbiBaTb MOXHO Cpa3y HECKOMbKO rpyrnn TeM camMbliM Bbl MOXeETe co3faBaTb
NPOV3BOSIbHOE KONMMYECTBO BpaXKaeOHbIX UM COO3HbIX rpynmn.
Criegylowum waroMm paccMoTpum HacTpouku “Al”.
4 Details & World Settings
i -
+ Add Component;= o Edit Blueprint =

Search

', Enemy_Swordsman(self)

m Behavior Param .

BehaviorData

+ D

Name Type Be X Warrior_Balanced

Enemys_Data
Data Ene

Name Type Enemy
o
Stealth Kill

B oaHHOM pybpurKke HaxoasTCs OCHOBHbIE HACTPOWKKN KacaTenbHO noBeaeHust B 6010 a Takxke
napameTpbl MepCoHaxa Takne Kak 300poBbe, KONIMYECTBO YPOHa NPOXOAsALLMI Yepes Brok,
KONMYecTBO ypoHa NpoXoasLLUmi Yepes yBopoT.

Start Sensing - BygeT nv1 nepcoHax nsHavanbHO BUAETb U CriblwaTh.

Can Stealth Kill - MoxHO nn youTb gaHHOMO akTopa npu nomoLum ckuna “StealthKill”

Custom Behavior Param - He ncnonb3oBaTtb Tabnuuy a ykasaTb NnapameTpbl BPYYHYHO.
Mocne BKNOYEHMSs 3TOro napameTpa packponTte cnucok Al Behavior Param n ykaxuTte
napameTpbl NOBeAeHUs1 NepcoHaxa.

Custom Enemy Param - He ucnonb3oBatb Tabnuuy a ykasatb napaMeTpbl BpyyHyto. lMocne
BKIOYEHMS 3TOrO NapameTpa packponTe cnucok Al Enemy Param wn ykaxxute napameTpbl
nepcoHaxa.

[nsa yno6cTBa 3anonHeHNst U XpaHeHUs AaHHbIX O NOBeAEHUN NepcoHaxen B 6010 B NpoekTe
ncnonbaytotcs Data table.

[MepcoHak NpU HaxXOXOEeHUN Lernv U Haxoasacb OT Hee Ha guctaHumm BegeHns 6os (no
yMOn4YaHuio 6 MeTpoB) NpuHNMAET pelleHne kaxaple 0.3 cekyHabl B npoueHTHom (0-100)
COOTHOLLEHUM OT YKa3aHHbIX napameTpoB B cTpykType Al_BehaviorParam kotopon



HasHa4yalTCs AaHHbIE U3 TabNMLbl MW OAHHbIE 3aMNOMHAKTCS BPYYHYHO (MCXoas U3
HaCTpOEK NPeACTaBMEHHbIX BbILLE).
OTkpoem Tabnuuy n pasbepem HaCTPOVKM NOBeEeHUS NoBeAeHNd B 6010,

PR Search Folders jo TFilters ~

4 &= Content
4 i CloseCombat
- Il Animations

4 % Blueprints
4 % Fnemy
4 % Character
B EnemyParameters

Mo ymon4yaHuio B NPOEKTe eCTb 2 3aroTOBIEHHbIX TWMa NOBEAEHUS.

Warrior_Balanced - cbanaHcnpoBaHHbIN xapakTep no 06opoHe n aTake.
Warrior_Aggresive - arpeccMBHOe NOBeAEHNE HACTPOEHHOE Ha MOCTOSIHHYIO aTaky

Y Bac moxeT 6bITb Nto60oe Kor-BO 3aroTOBMEHHbIX TabnuL KOTOpble Bbl MOXETE yKa3blBaTb
Kak U3HayanbHO Tak U MEeHATb AMHAMUYECKM MPU NMOMOLLM MBEHTOB B NEpPCOHaxe
ChangeBehavior ons nosegeHma u ChangeEnemyParam gns napameTpos.

1. Data Table
Search

e_TimeAfterDamage

5. Row Editor,

L W Warrior_Balanced A

4 Row Value

Chan

8
=

Fa

OnucaHne napamMmeTpoB NoBegeHunA:

Bce napameTpbl 3a4atoTcs B CTO NPOLEHTHOM COOTHOLLEHUW. Ha npumepe nepBoro
napameTpa arpeCcCMBHOro HanpaBfeHns - AaHHbIN napameTp coctasnseT 30% waHca
NPUHATUA pelleHnsa Ha conmkeHne ¢ uenosto (30/100) peweHne npuHnmaeTcs kaxasle 0.3
CEKYHObI.

Chance_AggresiveFollow - WwaHC arpecCMBHOrO LWara B CTOPOHY Lienn ¢ nocreayoLen
aTakon.

Chance_Stand - waHc octaHOBUTCS.

Chance_Taunt - lWwaHc apasHUTb Lenb Nocrie OCTaHOBKN.

Chance_Attack - wwaHc HauyaTb aTtaky ecrnv 4o uenu 3 MeTpa, ecnu WwaHc He cpabaTtbiBaeT
NepcoHaX HauYMHaeT KOPOTKY0 nepebexky.




Chance_AvoidAttack - wwaHc yBEpHYTbCS OT aTaku UCMONb3ys KyBbIPOK.
Chance_BlockingAttack - iaHc ncnonb3oBaHus Groka.

MaxNotAttackingChoices - MakcumanbHOe KOM-BO NPUHATUS PeLUEHUIN He CBSA3AaHHbIX C
aTakon. 1o NCTeYEHNIO NPUHATLIX PELLUEHUIN HE CBSI3AHHbLIX C aTakon NepPCoHaX HavyHeT
cObnmxeHne ¢ Lenbio 1 NONbITaeTcs aTakoBaTh NOCME aTakn KOm-BO peLleHni
cbpacbiBaeTcs.

Choice_TimeAfterDamage - nocne nonyyeHus NoBpexaeHus Yyepes AaHHOe Bpems
NepCcoHax CHOBA HAaYHET MPUHUMATb peLUueHus.

Mcxoasa ns gaHHbIX napaMeTpoB NEPCOHaX NpUHUMAaET pelueHus B 6oto. [1na 6onee
AeTtanbHoro pasbopa 03HaKoMbTECh C KOMMEHTapusimm B blueprint - kaxagasi 4acTb Koga
nmeeT NOApPOGHbIE KOMMEHTaPUN.

MaTpynupoBaHue

MepcoHax MOXeT NaTpynMpoBaTh pasnuyHblie o6nacTi ypoBHs. MNaTpynupoBaHue CTponuTtcs
Ha yKa3aHHbIX KM4eBbIX TOYKax. Bce napameTpbl naTpynnpoBaHus 3agalTcs B
COOTBETCTBYHOLLEN pyOpurKe B AeTansx nepcoHaxa.

i Details @ World Settings

; "

+ Add Compnneﬂt = o3 Edit Blueprint ~

Saarrh
Search

*. Enemy_Swordsman(self)

I Al

4 Patrol
Patrol After Kill
Patrol nent .

Patral P

Revert

[> Collision

Patrol After Kill - nocne ybuncTsa Lenu nepcoHax NpogosiKUT UK HET naTpynMpoBaHue.
Patrol Movement - OygeT nv AaHHbIA NEPCOHaX NaTpynmMpoBaTh.

Patrol Points - KntoueBble TOYKM NaTpynMpoBaHMsa cogepkaT KoopauHaTbl, MepBOn TOUKOM
yKasblBanTe Tekyliee nonoXeHne nepcoHaxa, Kon-Bo ToYek MOXeT OblTb MPON3BOSbHbBIM.
Point Delay - Ckonbko BpeMeHu nepcoHax byaet HaxoguTcs B KIHOYEBbIX TOYKaX.

Point index - Tekyliasa Touka B KOTOPYI NondeT NepCcoHax (MHOEKC MaccuBa TOYEK).
Loop - lNepcoHax NO AOCTUXKEHMM NOCNegHEN TOUKM BEPHETCS B NEPBYIO U NPOOOITHKAT
naTpynupoBaHue.

Revert - o gocTrxeHnn nocriegHen TO4KN NepcoHaX HayHeT BO3BpaLlaTbCs K NepBon
TOYKe yepes npeablayLine TOUKU.

MapameTtp XP cogep>XuT KOM-BO OMnbITa 3@ CMePTb AaHHOIo NepcoHaxa.




" Details @ World Settings
L Enemy_Swordsman i

3 Edit Blueprint ~

. Enemy_Swordsman(self)

CnaBH BparoB 4epe3 blueprint.

MpocTo ncnonbayete y3en “Spawn actor from class” n npu BoiGope knacca
‘Enemy_Swordsman” nosBsiTCsi BCe BbiLLE ONUCaHHbIE HAacTponkn. OBa3aTenbHO yKaxute
Spawn Transform - MecTo Ha cueHe rge nosBUTCS NPOTUBHUIK.

< Event BeginPlay & SpawnActor Enemy Swordsman
[ g »

Return Value

Spawn Transform

Collision Handling Override
Default

- Mame Type Enermy

rr|:::r_|
Patrol After Kill (=}

Patrol Movemnent O

|
1
i Patrol Points

Start Sensing %]
Can Stealth Kill [

Instigator
I Assel -

Tak Bbl MOXXETe HAacCTpOUTb NapameTpbl ataku B kKateropum “Attack”, Takme kak:
AttackDelayMin - MmHMManbHasa 3agepkka Mexay atakamu.

AttackDelayMax - makcumarnbHas 3agepxka Mexay atakamu.

AttackTimeRotation - CkopocTb NOBOPOTA K Lienu npu atake.

AttackTimeLookAtTarget - Yepes kakoe BpeM4 rnocrie noBopoTa NepcoHax nepecraHeT
nosopavuBaTbcd K uenun. (MoxeT 6bITb NONE3HO ANg 3axo4a B CrnHY..)




Typenb

Bhlille onncaHHoe KacaeTcs U pasMmeLLleHnsa Ha ypoBHe Typenu. Typenb cTpenseT Lwapukamu
C napameTpamu cHapsaaa.

Search Folders jo! T Filters ~ JEEEEURINNIER

4 @ Content
i [ ombat
[ Il Animations
4 % Blueprints
[ Bl Enemy
[ I Hud
I interfaces

T Details @ World Settings

. o
+Add Component = o Edit Blueprint ~

Navigation Testing Actor

@ -

4 52019555 /4 -184.1862 [ 19.999985 R
oo ORfoo SR oo ]
by 1.0 i 10 2

I Target Tag List 1Armay elements 4+ @
b Targ agList 1 Armay =+ @

4 Shooting

4 Rendering

r Hidden |

== ContentErowser
I AddNew/~ X Import [OSaveAll & & |k Content » CloseCombat » Blueprints » Enemy » Turret i
h Folders fo] Trilters ~ EEEHINEINENIING

<@ Content
45

7 EP_Iunrd'

Ml Always Spawn. lgnore Collisions »

-

MapameTpsl Target:
Target Tag List - meHa rpynn uenen ons typenu
Target Group Tag List - meHa rpynn K KOTOPOW OTHOCUTCS Typenb

MapameTpsbl Shooting:
Shooting Rate - CkopocTb CTpenbbbl
Damage - YpoH oT cTpenbbbl



Co3pgaHue HOBOro Bpara.

Pasbepem npumep co3gaHusi HOBOro NpoTUBHMKA Ans 6nukHero 605. BosbmeM aktop Ky6
KOTOPbIA Mbl caenanu B nyHkTe “Kak ucrnosib3o8amb KOMMIOHEHM 300p08bST” NN
co34aguM ero rno MHCTPYKLUUKN U3 9TOro NyHKTa.

BaaumogencTene mexay LensMmmn Takke NpoucxXoauT rnpy noMoLLm nHtepderncos, Nno3Tomy

nepBbIM 4ENTOM NOAKMNI0YMM K HaLLeMy HOBOMY MPOTMBHUKY nHTepdenc “Target_Interface”.
~ Toolbar i Details

E @ ﬂi’! _ rch P Ee

4 Class Options
Find in CB rch e
Parent Class
SCrip ma EventGraph

4 Blueprint Options

Blueprint C

Damage Causer Hide Cat

Wy Blueprint
+ Add New ~ BRI

4 Graphs
I m= EventGraph
4 Functions
* ¢ ConstructionScript
dInterfaces
4Target
M Target_Health

t_Weapon_Vec

Macros
4Variables
[ Components

Event Dispatchers




Tenepb yKaxeM Hallemy akTopy rpynny K KOTOPOW OH OTHOCUTCS, AJ1A 3TOro UCMNOomb3ys
dyHkumio “TargetTags” ykaxxem rpynny PlayerEnemy (no ymonyaHuto BpaxaebHasa ans
urpoka rpynna).

<> Event BeginPlay | Target Tags

PP

S Make Array

= Target Mame
Array 32 ° Remove (O]
Add pin 4 Actor

_..r"__'——
Self

Cneaytowum warom bygeT nepefaya napameTpoB 300p0Bbs Yepes UHTepdenc (4Toobl
aTakyoLwmmn 3Han o 3aoposbe Lenu). OTkponTe yHkumio “Target_Health” B kaTeropum
nHTepdencos “Target” n ykaxnte napameTpbl HalLero KOMMNOHEHTa 300p0Bbsl. Tenepb
UrPOK YXX€ CMOXET HaBOAUTCA Ha LieNb 1 BUAETb €€ 300POBbE.

[anee HYy>XHO OYMCTUTbL UMEHa rpynn NpPY CMepTn akTopa, YTobbl NoCne CMepTU Lienu Urpok
He Mor Ha Hee HaBoguTcs. [1na 3To KonupynTe y3nbl ¢ Aob6aBneHneM rpynnbl, HO yKaxute
napameTp Remove (ybpath).

&> Event Death ‘ﬂ‘ﬂ [ set simulate Physics
Interf Target is Primitive Compor | Target Tags
e e e e e e

Damage Causer Target Make Array

rget Name
Cube - Simulate (] - — o e
Add pin = Actor

Self

Cnepytowum warom byaeTt nepegada nHdopmaunm o cmepTy aktopa. [Ansa aTtoro npocTo
nepegante uHTepdenc atakytowemy “Target is dead” Ha MBEHT cmepTu.

> Event Death ‘ﬁ Téet Simulate Physics | F & Target Is Dead =]

Damage Causer Target ke Array

£2: Target Name Target

simulate (@ O 0] [PlayerEnemy | Amay #° Remove [ O XPvalue [15]

Add pin 4= Actor

Self

Tak e MOXeTe yKasaTb nosiydaemMblii OnbIT 3a YOMNCTBO AaHHOMo akTopa. Ha aTom Bce Haw
NPOCTOM aKTOp rOTOB Ha KOTOPbIV NEPCOHAaXN MOryT HAaBOAMTCS, yOMBaTb U Nony4vaTb 3a 37O
onbIT. lns 6onee cnoXHbIX U NPOABUHYTbIX NPOTUBHUKOB YMTanTe KOMMEHTapun B Koge y
aktopa Bpara “Enemy_Swordsman” ansa 6nuxkHero 6oa n “BP_Turret” gns
JunctaHUMoHHoro 6os.



KoMnoHeHT HauucneHus onbiTa.

[aHHbIA KOMMOHEHT CNYXXUT Arsi HAYUCIIEHMS OMbITa U NOBbILLIEHUS YPOBHSA NEPCOHAXa.
Ho6aBnsieTcs TOYHO TakK e Kak U KOMMOHEHT 340poBbsi. OCyLLEeCTBNAET CBSA3b MeXay
KOMMOHEHTOM U nepcoHaxeMm vepes nHtepdenc “CharacterXP_Interface”.

== ContentBrowser

I AddNew ~ X Import Save All & 2 I

search Folders jo, T Filters ~ JEEETRIRE

[ @l Animations
4 i Blueprints
[- Bl Enemy
[ Hud
Bl Interfaces
L I Misc
[ -
B Weapon

Kak aTo pabotaeT. KOMNOHEHT MMEET CTPYKTYPY YPOBHS NEPCOHaxa, KoTopasi MEHSETCS Mo
nHaekcam (YpOBHSAM) B MaccuBe BCEX YPOBHEN NO HabvpaHuio onpeaeneHHoro Kon-sa
onbiTa. Mo ymon4aHuio onbIT HAa4YMCNsSeTcs Npyu yOUncTeBe NPOTUBHUKOB, HAYNCMSIETCSA OH
nocpeacteom meeHta “Add_XP”.

_{_} Event Target Is Dead -‘%

XPvalue @ —_ Target

T— @ XP
CharacterXP compenent "

e —

XxP

Kak Ha npymepe co34aHHOro Hamm akTopa Bpara npu CMepTu OH NocbinaeT coobLueHre
NHTEepdenca atakylowemMy 0 CMEPTU U HAYMCIIEHMIO OMNbITa B CBOK OYepeab aTakyoLWwuin Ha
OaHHbIV MBEHT NepedaeT AaHHble O onbiTe B komnoHeHT “CharacterXP_Interface”.
KoMNOHEHT noacymTbIBaET OMNbIT U €CNM €ro A40CTAaTOMHO AN Nepexofa Ha criegyowmn
YPOBEHb TO NPOMCXOAUT MOBbILLEHNE YPOBHSA NepcoHaXka 06HOBNASA ero napameTpbl U3
CTPYKTYpbl 1 0BHOBNASA AaHHble Ha UrpoBoM nHTepderice (Hud).

PaccmoTpum CTpyKTYpy YPOBHSA Ang aToro otkporte komnoHeHT “CharacterXP_Interface” un
nepengute B “Class Defaults”, Hac nHrepecyet Toneko kateropust “XP Settings”.



1. Details

=V ’ B o debug object selected

el JF* Play Debug Filter

I Skills

I» Component Tick

I- Parameters Varible
4 YP Settings

[ Levels

Current Level

Levels - PackpbiBatoLLencs cnmcok HabopoB CTPYKTYP Ha KaXabl ypOBEHb NEpCOHaxa.
Current Level - TekyLinin ypoBeHb NepcoHaxa. YkaxuTe 1 4Tobbl Ha4aTb C NEPBOro yPOBHS.
XP Current n XP Remains octaBnante B HONsAX. OTO NEpEMEHHbIE 41151 pacyeTa onbiTa

CTpyKkTypa YpOBHSI:
4 ¥P Settings
5 Array elements + 0
3 members
3 members

3 members

4 CharParameters
MaxHealth
HealthR ryTime
Bls lamageMultiply
AvoidDamageMultiply

AdditionalDamage

SpeedRate

4 Map elements
-
[
[
-
3 members
3 members
Current Level
XP Current

XP Remains

Ha gaHHom npumepe pa3bepem 201 ypoBeHb NepcoHaxa, Bbl MOXeTe co3gaBaTb noboe
KOMn-BO ypOBHEN KOTOpoe BaM HeobXxoaMMmo.

Level XP - onbIT KOTOPbIN HE06X0ANM YTOOLI NepenTh Ha 31 YPOBEHb.

CharParameters - cTpykTypa napaMeTpOB NepcoHaxa Ha AaHHOM (20M) ypOBHe TyT
XpaHUTCA MHAOPMaLMS CKOMbKO SOMKHO ObITh 340POBbLA Y NEPCOHaXa, Ha CKONbKO MEHbLLE
€My HY>XHO BpeMeHM, 4TOObl BOCCTaHOBUTbL MOMHOCTLIO 300POBbE, CKOSbKO NornoLwiaeT
ypOHa 610K, YBENMYEHUS MOBPEXOEHUSA OT OPYXXMS U npo4vee. Y Bac MOryT ObiTb
JONoNHUTENbHbIE NapaMeTpbl MPOCTO pacwmpante cTpyktypy “CharParameters”.




I AddNew~ X Import Save All & 2 | I& Content
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4 g= Content

4 i Bluep
I Bl Enemy
[ Bl Hud
I interfaces

[aHHasa cTpyKkTypa 1 ocTanbHble napaMmeTpbl YPOBHS nepefaeTcd nNpuy NoBbILWEHUU YPOBHS B
neeHTe “Add_XP” nepcoHaxy nocpeacTBOM MHTEPdENCOB. (YMTanTe KOMMEeHTapun B
Koae).
Skills - MaccrB map CTPYKTYp CKMITOB NMEepCOHaXa Ha 4aHHOM YpPOBHeE.

Skills 4 Map elements
4

Skill_Active

Skill_Hudlcon

Skill_DefaultB
Ha npumepe ckunna HeavyAttack:
SKill_Active - akTUBHbIN N CKNN N3HaYarnbHO.
Skill Cooldown - BpeMsi BOCCTAHOBNEHMWS CKUnna.
Skill_Hudlcon - nmeeT nn gaHHbIA CKUI BU3yalnbHOE NpeAcTaBlieHME Ha UTPOBOM
UHTepdemce.
Skill_DefaultBlock - 3a6n0kMpoBaH N U3Ha4anbHO AaHHbIN CKUN. ATOT NapaMeTp CAyXuTt
OIS NepeknioYaembiX CKMNoOB Ha nogobun patanutn. Patanmti cpabaTbiBaeT TONLKO Toraa
KorQa Bbl €ro akTMBMPOBAnu U HaHeCN nocneaHui yaap uenwu. Noatomy datanutn
n3Ha4anbHO 3abnoknpoBaH 1 pa3brnokMpyeTcs ¢ KHOMKK ckuna (No ymonyaHuio 2).

Mo ymonuaHuio 3To BCe NapameTpbl KOTOpble NepeaaroTcs Mo YPOBHAM NepcoHaxa.
[lo6aBmB OOMNONHUTENbHbIE NMapamMeTpbl KOTOPbIE BaM HEO6XOAUMbI, 3aNnoNHUTE AaHHbI
MaccuB Ha BCE YPOBHW NepcoHaxa.

CKunnbl nepcoHaxa.

Bbl MOXeTe Mcnonb3oBaTh pasnuyHbie YMEHUSA NepcoHaxa v Ans 3TOro B NepBy0 ovepeab
HY>KHO UX yKa3aTb B KOMMOHEHTE HaymcrneHus onbita nepcoHaxa “CharacterXP”. [No
YMOM4YaHuo ckunnbl gobaesnsatoTtces B useHte “Use Skill”.



= inpits
© Useskil SRR K —

F* Switch on String
»

Skill Name:

I Find Active Skill

Skill Name:

& Blockskill

Bawl HoBbI JoOaBReHHbIN CKUIT OOITKEH UMETb HEM3MEHHOE UMS - JoD0aBnaAnTe
HeobXxoanMble CKUITIbI MO aHanorMm NPUCYTCTBYIOLLMX CKUITIOB.

Tunbl CKUNNOB

Mo ymonyaHuo ckunnbl MOryT GbiTb 3eX TUMNOB:

AKTUBHbIE - CKUIbl KOTOPbIE CpabaTbIBAOT MO HAXaTUIO KHOMKW.

MaccuBHbIe - CKUMMbl KOTOPbIE ANS 3amnycka NPOCTO AOMKHbI MPUCYTCTBOBATbL B CTPYKTYpe
YPOBHSI.

Mepekntovyaemble - CKUMMbl KOTOPbIE CpabaTbIBAOT TONBKO B TOM CllyYae ecrnm mux
npeaBapuTenbHO akTUBMPOBAaNM NepeknYyaTenem.

PaccmoTpum Bce 3 Tuna Ha npumepe roToBbIX CKUIIOB.
AkTuBHbIN ckun. Cepusa n3 5t nocnegosartenbHbIX yaapos “Combo” ABnseTca akTMBHbIM
CKUSIOM M pacnonaraeTcs Ha knasuwe 3.

Skill Berserk Skill Fatality Skill Combo Skill Throw Ball

Mpun HaXxxaTnn Ha JaHHYHO KNaBuLy NPOMCXOAUT NOMCK AaHHOro ckuna (BMecTe ¢
OOMNONHUTENbHBbIMKU ycnoBusammu) B komnoHeHTe “Chatacter_XP” y urpoka oH nepevmeHoBaH
B KOpoTkoe Ha3BaHune XP. [Ing noucka ckunna HanucaHa dyHkums “Find Skill”.



= Inputs

“& Use skill

» Tue p —————— P If Already in Combat [

Condition False [> If Set Combat True [

& InputAction Skill_3 T Branch IF SetCombatState

\ CharacterMovementParam
»

—_——
Speed Combat @———— @
" Combat Rotation Rate @— —— @ Fot:

Avoid Roll

77 Ishir

F 1N
Is Air !":._‘ T

Frnasa
skill Name: Active
Find
skill Cooldown @

Ecnn gaHHbI CKUN Ha4eH N akTUBEH (He HaxoguTcsl B 4aHHbIN MOMEHT B COCTOSIHUM
BOCCTaHOBIIEHMSA) TO MPOUCXOAUT ero 3anyck nocpenctsom yHkummn “Use Skill”. JaHHas
dyHKUMS 3anyckaeT COCTOsIHME BOCCTAHOBIIEHUSA CKMMa B KOMMOHEHTE OnbiTa U Takke
3anyckaeTt aHMmaumio Ha MrpoBom nHtepdence. Cama noruka ckuna nget cpasy nocrne
dyHkumm “Use Skill” 3to 3anyck kKom60 aHMMaumm 1 pasnuyHble 3PdEKTbI.

MaccuBHbIN ckun. CKpbITOe YOUINCTBO CO CMMHbI HE HYXXOAeTCs B KyngayHe 1 noaTtoMy
ABNSAETCS NACCMBHBIM CKMoM. Npu HaBeAeHUMN Ha Lierb U COKPaLLEHWUIO C HEKO ANCTaHLMK
naet nouck ckmnna “StealthKill” n ecnn TakoBon NpucyTCTBYET B CTPYKTYPE YPOBHS TO
NosiIBNSAETCHA BO3MOXHOCTb YOUTb MPOTUBHMKA CO CMUHBI.

Mepekntoyaembln ckun. PatanuTn UMeeT 1 KyngayH U BKIOYEHHOE/BbIKITIOYEHHOE
cocTosiHMe. [1na aToro ncnonb3yetcsa 6rnokMpoBka ckuna. Patanutm pabotaet no
crneayoLwemMy nNpyHLMNY - €CNU AaHHbIN CKUIT UMEETCHA B CTPYKTYPE YPOBHS U OH He
GNOKMPOBaH, a TaK e aKTUBEH (He B COCTOSIHUM BOCCTAaHOBMEHUS) TO Npy NocneaHeM yaape
Nno NPOTUBHUKY aKkTMBUpyeTcsa aobusaHue. Mo ymonyaHuto 6nokmpoBaHme/pa3bnokmpoBaHmne
NPOUCXOOUT MO HAXATUIO KNaBuULLIM 2.

BusyanbHbI BUO CKUIJIOB.

[ns Bcex CKMnoB NpucyTCTBYET yHUULMPOBAHHAs BU3yarnbHas cxema B BUAe maTepuana
“M_2D_Skill".

== Content Browser

k& Add New = & Import Save Al & - | &5 Content » CloseComb




B nankun Skills nexat nHcTaHChl 4N KaXaoro ckunna. Ytobbl co3gatb HOBYHO MKOHKY ANS
BaLLMX CKUIIOB HA>XMUTE MpaBon KHOMKOW Mbllin Ha maTtepuan “M_2D_Skill” nanee
Create Material instance. Bbl cosgaguTte MHCTaHC B KOTOPOM NMPUCYTCTBYHOT HACTPOWKN
BU3yaribHOro 0ToBpaXkeHns ckuna.

A Details

Search jol E Lu 2

4 Parameter Groups

T_Skill_Berserker_lco

M+ 0>

4 Scalar Parameter

[ General

[ Previewing

Color - LlBeT ¢poHa maTepunana.

Color Intensive - UHTEHCUBHOCTb LiBETA (APKOCTb).

MagicMap - TekcTypa ons (poHOBOW aHMMaLMN.

Skill_Icon - lkoHka yMeHns Ha nepeaHeM (oHe.

AnimSize - lMapameTp cnyxuT gna 3anofHeHnss doHa Npu BOCCTaHOBMEHUN YMEHMS.
[eMoHcTapumsa matepuana.

[Mocne HacTpOKKN BHELLHEro BMAa BaLLEro CKuma ero Hy)kHo BHECTU B a3y BHELLHEro Buaa
ckunoB B Bumpxkete “Hud_Skill”.

I AddNew'=: &L Import [f)SaveAll €3 | &

D T Filters = TGRSt

Hud_Skill

OTtkpovite “Hud_Skill” Bbiaenute map nepemennyto “Skill_Visual” n gob6aBbTe HOBbIV
nHaekc. Crnesa HYXXHO ykasaTb MMs ckunna (TOYHO Takoe e MMs KoTopoe ByaeT yka3aHo B
KOMMOHEHTE HAYMCNEHUs onbiTa), a cnpaBa yKaXuTe Ball co3faHHbIN MaTepuan. Tenepb
Balla HoBas MKOHKa B 6a3e v npu gobaBneHmmn ckuna ¢ ogHOMMEHHbIM Ha3BaHMEM Ha
UrpoBoMm UHTepdence ByaeT oTobpaxaTbCs Balle yMeHMe.


https://youtu.be/XthCAADyuQ4?t=7m11s

Co3pgaHue HOBOro ckuna.

PaccmoTpum co3gaHme HoBoro ymeHus. Co3gaamm CKUmm, KOTOPbI NOSTHOCTLIO
BOCCTaHaBMBaeT 3[,0pOBbe N BOCCTaHaBnueaetcs Yepes 20 cekyHA nocne ncnonb3oBaHus.
MepBbIM Aenom co3gaaum ero BusyanbHbI BuA (material_instance) kak onncaHo 4yTb
BblLLE. Y MEHS Mony4mrock BOT Tak (MKOHKa NPUCYTCTBYET B NPOEKTE):

T Details

T_Skill_HealthHecovery_lco. =

*D':I

~alar Parameter Values

[na eOuMHOM CTPYKTYpbl NOMECTUTE Ball MaTepuan psaom ¢ OcTanbHbIMY MaTepuanamm
YMEHUA.

Blueprints
[ Bl Enemy
4 % Hud
< % |con
4 % Materials
1 skill
L Il Textures

[anee go6aBmm Hall maTepuan B CNUCOK BHeLIHero Buaa ckunos B Bugxete “Hud_Skill”
Kak onucaHo Bbllwe. HassaHue ckunna ykaxute “Health_Recovery’.

Hanee no6asum Haw ckmn B komnoHeHT “CharacterXP”. MNMepengute B nBeHT “Use_SKkill” n
Mo aHanoruu ¢ octanbHbiM1 ymeHusimmn gobaebte “Health_Recovery”



B 1 Details
= E /® ﬁé,‘ a -!,‘ > B Mo debug object selected = h

Save FindinCB Search Class Settings  Class Defaults Play Debug Filter 4 Fin Options

Hate Level Paral e Useskill 4 pin Names 6 Array elements +

> : o - -
¥ Switch on String 75 skillBlocking? (75 SKillcooldown © g o
» Roll I » skill Is Mot Blocked b ——— B After Cooldown > 3 s
Selection Fatality I il Name [Roll | skill Blocked [> skl Name [Rall | 4 >4
Is Case Sensitive [ ]

Has Default Pin B -

Berserk ¥ -
Lo ; skillBlocking? T Skillcooldown e

Combo
» -3 Skill Is Mot Blocked b — [ After Cooldown [

Heavy Attack [ " -
Shill Name [Fatality | skill Blocked [ skill Name [Fatality |

Health Recovery [ e
(7Y skillblocking? 7 Skillcooldown

» Skill Is Mot Blocked b — [ After Cooldown [

Add pin 4

skill Name [Berserk ] skill Blocked > Skill Name [ Berserk |

(T ShilBlocking? (T Shilcooldown ]
» Skill Is Mot Blocked b — B After Cooldown [

Skill Name [ Combo ‘ skill Blocked [ Skill Name [ Combo |

(75 SkiliBlocking? £} skillCooldawn o
[ skill Is Mot Blocked b = B After Cooldown [

skill Name | HeawyAttack | skill Blocked [

77 skillblocking? T SkillCooldawn ©
» Skill Is Not Blocked b ——— B After Cooldown >

Skill Name Skill Blogked [ Skill Name
Health_Recovery | Health_Recovery |

Y Bac JOIMKHO MOMYy4YMTCA Kak Ha kapTuHKe Bblwe. B camom Hu3y nocne “HeavyAttack”.

[anee HyXHO yka3aTb Ha KakoM YpOBHe Y Hac NOSABUTCS AaHHbIA CKUI U Kakue ero
HacTpoviku, ansa atoro nepengute B Class defaults nnu Boigenute nepemenHyto “Levels”.
nepenguTe B 16l MHAEKC (NEPBbLIN YPOBEHb), Aanee packponTe CNMCOK CKUMMoB 1 fobaBbTe
Tyaa Haw “Health_Recovery”. [lomkHo nonyyntcsa BOT Tak:

4 Variables = | 4 Default Value

&> Skills A |gyels Array elements + @
[: Character " .
AXP Settings 0 3 members

E 47 3 members

= CurrentLevel | Level_XP 10.0

== XP_Current [* CharParameters
= ¥P_Remains
[: Parameters Varible

Event Dispatchers 4
Pl Stealthkill
PN Health_Recovery

4 Skills 3 Map elements

Skill_Active
Skill_Cooldown
Skill_Hudlcon

Skill_DefaultBlock

HacTtponkn Hawero ymeHus:

Skill_Active - BKNOYEH, TakK KaK CKUNM A0MKEH OblTb aKTUBHBIM M3Ha4arbHO.
Skill_Cooldown - 20 cekyH, Ha BOCCTaHOBIIEHME CKMINa Kak 1 3a4yMblBarnochb.
Skill_Hudlcon - BKIMOYEH, TaK KaK CKUINN akTUBHbLIA U UMEET NUKOHKY.
Skill_DefaultBlock - BbIKITOUMEH, TaK KaK CKUMS He Hy>xgaeTcs B ONOKMpOBKe.

Tenepb HanuweM camy fOrMKy yMeHUsi BOCCTaHOBNEHNs 3gopoBbsi. MNepexoamm B
nepcoHaxa “Pawn_Swordsman” n gobaensiem MHNyT MBEHT Knasuwum 5.




All Actions for this Blueprint

A|nput
4Gamepad Event:

Events for when the 5 key is pressed or released

H Num B

4Touch Events
B Touch§

Ha paHHbI NBEHT nuiem cnegyrowyro Nnoruky

il & Use skil “& Full Health Retore
{_Branch rarget ] BP H

4 Tuep —— P P—0>

Condition False [ arg Target

Active
Find Health

Skill Cooldown @ ——

MoaTanHo NponcxoauT cneaytoLlee:

Mwem ckun ¢ Ha3BaHue “Health_Recovery” n ecnvn oH HangeH n akTMBeH (NepemMeHHas
Active GygeT BblgaBaTbCs TOMLKO B TOM Criyvae €Cnu CKUnn HangeH, 4ONoNHUTENBHO
npoBepATb Ha Find He HYXXHO) TO ncnonb3yeTcs Ckun npu nomowm dyHkumm “Use Skill”
(maHHasa yHKLMA 3anycKkaeT BOCCTAHOBEHWE CKUNa 1 aHMMaL M1 UrpoBoro nHTepdeica),
nanee 3a gyHkumen Use skill uaet HenocpeacTBeHHO BOCCTaHOBMEHME 340p0OBbs. VIBEHT
“Full Health Restore” B koMnoHeHTEe 340pPOBbA NOSIHOCTLIO BOCCTAHABMBAET 340POBbLE.

OTtkomnunbTte “Pawn_Swordsman’ 3anyctuTte urpy 1 Bbl YBUANTE HOBbIN aKTUBHLIN CKUM

BOCCTaHOBIEHMS 300POBbsSI KOTOPbIV aKTUBUPYETCS Ha knaeuwy 5. Bce ocTanbHble kUMbl
paboTatoT Mo TaKoMy e NPUHLMNY.

—100£100—"——




BoeBasi kKamepa.

BoeBasi kamepa cny>xut ans 4ononHUTeNbHOro o63opa Mexay ABYMs LiensiMy 1 rno
YMOYaHMIO MOXET UCNONb30BaTbCA ECNU NepCoHaX HaBedeH Ha Lenb. [laHHas kamepa
3axBaTbiBaeT [Be Lienv Ha akpaHe. [JleMoHCcTpaLus.

HacTpounku kamepbl.
PaccmoTpuM HacTponkmn kamepsbl. Belaennte kKoMNoHEHT 60eBOW Kamepbl 1 BO BKNagke
“Details” Hy>xHa Tonbko kaTeropusi “Combat Camera Settings”:

. Components ; i
= Components [: Variable

4 Add Component~ [EEIEIF® o sockets
I Pawn_CloseCombat(self) [ Default

4 8 capsuleComponent (Inherited) b Inner Variables

R, ArrowComponent (Inherited) [ Additional
4 1 Mesh (Inherited) b Change Target Vars
¥ Weaponhesh x
" il 4 Combat Camera Settings
4 o CameraBoom

%y FollowCamera
tTargEtF‘Dil'lt Max Camera Distance

Min Camera Distance

¢ ST Interpolation Time
* § CharacterMovement (Inherited) il -

&% Health Camera Channel

+ CombatCamera b Tags

Min Camera Distance - PacctosiHue kamepbl [0 LeHTpa Mexay uensMm nx MMHMMasnbHOM
pPacCTOSAHUMW.

Max Camera Distance - PaccTtosiHme kamepbl [0 LeHTpa MexXxay uensaMm nx MakcmumasibHOM
pacctosiHun. (MakcMmaneHoe paccTosiHue 7.5 MeTpoB)

Interpolation Time - Bpemsa nnaBHoOro nepexona kamepbl 3 60eBoro B 6a30BbIN peXnMsbl.
Camera Channel - Kanan gnsa kamepbl. 1o ymonyaHuio co3gaH JONONHUTENbHbIV KaHan ans
©0eBoN Kamepbl, OH HeObBXoANM AN UTHOPUPOBAHMSA HEKOTOPbLIX 06bEKTOB. Pasbepem
TaKyt CMTyaLMIo - y Bac Ha YPOBHE NPUCYTCTBYET ALWMK (CToN6, Hekun nponc..) n B 6010
Kamepa He JOSKHa CTankmBaTbCH C JaHHbIM OOBbEKTOM M MOPTUTL 0630p, HO BHE 604
Kamepa AoMmKHa CTankmBaTbCs C AaHHbIM 06bekToM. [1nsa aToro B o6bekTe B kaHanax
KONNM3unm ykaxnte kaHany “Combat Camera” nrHopmpoBaTb AaHHbIA OO BEKT.

1, Details & worlt i
(yal SM_Primitive_Cart

4 Add Component ~ o Blueprint/Add Scrip

(ij SM_Primitive_Cart{Instance)

ticMeshComponent (Inherited)

Y > [=] <
4 Collision

simulation Generates Hit [l

None:

€0

Phys Material Override

Custom
Collision Enabled (Query and Physics) =
WorldStatic

Ignore Overlap Block

% [ ]

" B
B B
| |


https://youtu.be/XthCAADyuQ4?t=49s

Jo6aBneHne 6oeBow Kamepbl

BoeBas kamepa ABNsieTCA KOMMNOHEHTOM 1 MOXeT ObiTb Aob6aBneHa kK nobomy akTopy,
KOTOPbIA MCMONb3yeT CNPUHI apM 1 Kamepy. YTobbl 4o6aBUTL 6OEBYO kKamepy Kamepy
BblbepeTe ee B cnncke Job6aBnsSeMbIX KOMMNOHEHTOB.

= Components

+ Add Component ~

e Combatl+]

[anee HyXHO co3gaTh JOYEePHUI KOMNOHEHT “Scene component” ons cnpuHr apma, B
NPOeKTe AaHHbIA KOMMOHEHT nepenmMmeHoBaH B “TargetPoint”. [JaHHbI KOMNOHEHT ByaeT
CNYXWUTb NTOKaLMEN KOHEYHOWN TOYKN CMIPUHI apMa - 3TO HY>KHO 715 BO3BpaTa Kamepbl B
6a3oBoe nonoxeHne. Cam KOMMOHEHT JOSMKEH pacnonaraTbCs B TEX e KoopAauHaTax, YTo U
Kamepa.

- FollowCa

i, TargetPaoint
“f cterMovement (Inherited)
o, ]
€, CombatCamera

M iy Bluepring

4 £dd ew - EETNINS) © -

f AddTargetT
f Targeting

[ Hud

[ Movement

Sl

MocnegHum warom 6yaeTt nepegadva MHAPOpPMaLUM O KOMNOHEHTAxX B KOMMNOHEHT 60eBOM
Kamepsbl (byHKUMOHany 60eBor KaMepbl HYXXHO 3HaTb C KakKUMKU KOMMOHEHTaMn paboTaTb).
Cpenatb 310 nyywe no beginplay. BeidoBute yHkumio “Set Camera Components”y
KOMMOHeHTa 60eBoN KaMepbl N YKaXXUTE KOMMOHEHTbI.

oPal Cdarnerd
“& set Camera Components

&

Combat Camera Target

Follow Camera Camera

Spring Arm
Camera Boom bbbl
Target Point

Target Point

YUTtoObl 60eBasi kamepa paboTana KOPPEKTHO el HYXXHO NepedaBaTb CCbIfKy Ha Uenb. Cama
Kamepa aktmsmpyeTcsa no neeHty “Start Interp”. Mo ymonyaHuio Ha KHonKy “V”.



£ Start Intep

Target Actor

Target

Combat Camera

[na 6onee petanbHOro pasbopa koga YiTanTe KOMMEHTapun BHYTpU blueprint knaccos.
Takke npyn HaBeAEHNN KypCOPOM MbILLM Ha NapaMeTpbl YnTanTe BCNSbiBaOLLME MOACKA3KM.

Cnacubo 3a eHUMaHue.
C Hauny4ywumu noxenaHusamu ZzGERTzZ.



