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Creating Blueprint Classes



/P;

ik
R

M Content Browser ;

Folder
48 New Folder

Import Asset

P! Import to /Game/01-HelloWorld/Blueprints...

== Content Browser a Output Log

I Add/Jmport ¥ [ SaveAll € & % Content » 01-HelloWorld » Blueprints

- B @ Y
4@ Con ent

R 01_- HelloWorld
f ‘- E:

Create Basic Asset

Blueprint Class

(1B ueprints
M. Vaps
> #m Ge« metry

> W Mannequin

> @ ThirdPerson -

> #m ThirdPersonBP 2222 Material

BP_HelloGM BP_Helloworld

..‘ Particle System

-
ntent
VHILETI

® Add Feature or Content Pack Create Advanced Asset

Fats Animation
# New Folder SR :
Artificial Intelligence

Blendables

2! Import to /Game/01-HelloWorld/Blueprints

Blueprints

| f Blueprint Class Editor Utilities

Foliage
FX

2 Material )
Materials & Textures

...‘ Particle System Media

advanced Asset Miscellaneous

Animation
Paper2D
Artificial Intelligence

S ELES PhySICS

Blueprints Sounds
Editor Utilities
User Interface
Foliage
FX
Maternals & Textures
Media
Miscellaneous

Paper2D

Physics

Sounds

User Interface

U

4 Common Classes

(J Actor

8 Pawn

. Character

v, Player Controller
ls) Game Mode Base
.. Actor Component

. Scene Component

> All Classes

Pick Parent Class

An Actor is an object that can be placed or spawned in the
world.

A Pawn is an actor that can be 'possessed’ and receive input
from a controller.

A character is a type of Pawn that includes the ability to walk
around.

A Player Controller is an actor responsible for controlling a
Pawn used by the player.

Game Mode Base defines the game being played, its rules,
scoring, and other facets of the game type.

An ActorComponent is a reusable component that can be
added to any actor.

A Scene Component is a component that has a scene
transform and can be attached to other scene components.

Cancel
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™ View Options =

= World Outliner

Label

{y RightArm_StaticMesh
4 Lighting
%% Light Source
*! LightmassimportanceVolume
%7 PostProcessVolume
%7 SkyLight
4 RenderFX
& AtmosphericFog
#. SphereReflectionCapture
\‘} CubeMesh
@ DocumentationActor]
™ NetworkPlayerStart
® sSkySphereBlueprint
Aa TextRenderActor
*# ThirdPersonCharacter AL hirgdllsonChare

StaticMeshActor

22 actors (1 selected) sdionc v

%) Details ® World Settings

N

4+ Add Component ~ & Blueprint/Add Script

Search Components

{13 CubeMesh(Instance)

{} StaticMeshComponent (StaticMeshComponent0) (Inherited)

of : B
4 Transform

Location ¥ )4 -2900 W p7 -4700 o Pd 2022805180
Rotation g oo' o~ ffoo  ORd oot 0
Scale v 1420  off20  ofd1s oM

Mobility [ ] .'T Stationary 4.* Movable

4 Static Mesh

1M_Cube_Chamfer

e 0"
| S

v

Static Mesh

4 Materials

CubeMaterial
Element 0 & O

Textures v

4 Physics
Simulate Physics
Linear Damping
Angular Damping
Enable Gravity

P Constraints

Ignore Radial Force

=
Ignore Radial Impulse ]
&
v

Apply Impulse on Damage v

Replicate Physics to Autonomou

4 Collision

Simulation Generates Hit Events [}

1[ Create Blueprint From Selection X

CIVELINd\EINEE CubeMesh_Blueprint

Path /Game/01-HelloWorld/Maps -

4 Creation Method

Replace the selected actor with an instance of a new Blueprint Class inherited from the
selected parent class.

Replace the selected actors with an instance of a new Blueprint Class inherited from the

ild Act : ;
Child Actors selected parent class with each of the selected Actors as a Child Actor.

Replace the selected actors with an instance of a new Blueprint Class inherited from the

Harvest Components :
& selected parent class that contains the components.

4 Parent Class

_Search D
AO Object
“i®
4§y StaticMeshActor

iy lllt@l2'1(;t["u/6’F(1)|Iélqr?/\(,:t()l

4 items @ View Options ¥

Select Cancel
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View Debug Window Help

-S_ Componenis Q
; - : - = No debug object selected «
4 Add Component ~ v i) t- d! _ug j

- compile Save Browse Fine Class Settings  Class Def 5 > Debug Filter
P FirstPersonCharacter(self)
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- —+~00 OO0 I~
Q é 7t I I -~ 8 Viewport Jonstruction Scrp m= cvent Graph 1 Detalls
n n JI I 4 § CapsuleComponent (Inherited) '

R ArrowComponent (Inherited)

/;r..

T Mesh (Inherited) 4 Variable
b &g FirstPersonCamera Variable Name FirstPersonCamera
L_MotionController i Stick input 9 Tooltip
: = L1000 L
1N/ > @ R_MotionController ' - 2
-~ |l— '§ CharacterMovement (Inherited) & InputAxis TwnRate | Add Controller Yaw input

Editable when Inherited

’\
g

o™ val
o N al
° ®

8ase TunRate @

Addpn

FRYIEE (My Blueprint) MR - 1
I = y p M My 8luesnnt 4 Sockets
| Get World Delta Seconds -
Retun Value @
AR
4 Functions < InputAxis LookUpRate 7,‘- Add Controller Pitch Input Proiection Mode

(
T\)l_LlJ ( \/| ew p O rt ) *1 ConstructionScript e e, e e » LREMLUAN S 000° | O

AxisVale & o

Macros \ Target T3ai] Constrain Aspect Ratio [}

/ 4Varnables o o ——— OVl

= I — . v

3./ /—-I: § % ( Eve nt G ra p h ) & My Character Base Lock Up Rate @ =" . - Use Pawn Control Rotat 2

. Add pn

> Components Post Process Blend Wi (TGS

= GunOffset

[ Get Workd Delta Seconds Lock to Hmd
== BaseTurnRate e
sun Vakoe v

= BaselLookUpRate

4 Color Grading

o Add New ~ IR

Details) Etx

> m= EventGraph 4 Camera Settings
“m= Eventorapn

Parem Socket 0 X

dUn

UsingMaotionControllers?

E WhiteBalance

Event Dispatchers




TE=

BRI T B S — R A TR v v
; : s WO §F T PP . e
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gﬂ'fq: (COmpOﬂeﬂtS) E*}i 4 § CapsuleComponent (Inherited)

A ArrowComponent (Inherited)

. 4B (Components) ERA, AILAGISETEELR Y Mesh (Inherited)
NSRRI RY A «z FirstPersonCamera
= RAAEIEFHSMIZE, SR, EEalrEz ® L_MotionController
{SERRRY LIo{ARRR > % R_MotionController

¥ CharacterMovement (Inherited)
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< Add New v B0

4Graphs
&E/J 5] (My B‘Uepﬂnt) > m = EventGraph

4 Functions

. ”dl—kE’J"*éz (My Blueprint) EiRFATEERERIE * ¢ ConstructionScript
7. PREFNEZE
Macros
s Xm0 En, 810EE— 1%, BTN _
IIE S 4Variables

[ My Character
> Components

== GunOffset

== BaseTlurnRate
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1 Details
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4 Variable
Variable Name FirstPersonCamera
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Editable when Inherited

4 Transform

A7 (Details) MR Location ~
Rotation v m m m

. Scale - l
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— — NN \le gy , \ Parent Socket O X
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HIRIREME —MERIE, AILUBATIREME, 4 Camera Settings
Projection Mode
Field Of View 900° | O

Constrain Aspect Ratio .

Use Pawn Control Rotat 9

Post Process Blend Wel _
Lock to Hmd
v
4 Color Grading

> WhiteBalance

N Clabhal
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o= Viewport
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== Event Graph
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Stickinput

R

> InputAxis TurnRate | Add Controller Yaw Input

=HEZE (Event Graph)

SHEERZ Gameplay 1238, AT HBEIF N THE]
Il'il'/l‘llT § ;éﬁg?j__ﬂg f Get World Delta Seconds

Return Value
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dUn

| Add Controller Pitch Input
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Axis Value @
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Base Look Up Rate @
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Return Value

¢ InputAxis LookUpRate
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(BeginPlay) Z14,
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All Actions for this Blueprint Context Sensitive |

Select a Component to see available Events & Functions

> Actor
[ Add Component

’I\;%j:%;{iég > Add Event

> Al
> Android Permission
« PEEREATHERMNIT S > Animation
\— et fope . [ Apple ARKit
+ PRETEE. BER. REUFRMNSA > AR Augmented Reality
+ FIIMERE: ESHERNSUEREOR, e > Asset Data
M**,\\\Eﬁélﬁill}@ fatn AR > Asset Manager

[ Asset Registry

[ Audio

> Automation

[ Canvas Render Target 2D
[ Cinematics

> Class

[ Collision

> Components




All Actions for this Blueprint Context Sensitive

4 Add Event
4Collision

© Event ActorBeginOverlap

(V2 Event ActorEndOverla
e scotr :
== Assign On Actor Begin Overlap
- RERPEEE—MERE, BTSRRI TMAN == Assign On Actor End S
AN SI=UIES == Bind Event to OnActorBeginOveriap
. EERET (Palette) ENREEMEZR: s == Bind Event to OnActorEndOverlap
(Favorites) #B%, — AT "1EHIHR" (Palette) AIES J BoxOVEFlapActors

{ BoxOVerlapComponents

f capsuleOVerlapActors

f capsuleBVerlapcomponents
f ComponentOveriapActors

f ComponentOVerlapComponents
f Get BVerlapping Actors

f Get Overlappmg Componento

IsGITpingActor
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% Favorites

Search

< Branch

f DestroyActor

© Event BeginPlay

© Event Tick

f Get All Actors Of Class
f Get Player Pawn

it (Palette) Mt s

Find a Node

- TIEERiET, BifE'E0” (Window) >"1&dliR"

(Palette) FTLUTIFIZHIR (Palette) EHR = _

Jealrh
. IR (Palette) EREIAFTEATEEEFERN ,L.b,ar,
mﬁJK > Actor
e N P , N [ Add Component
.« ZEIRINERZ " EF" (Favorites) B9, ERESIH 4Add Event
=R i b
E—ﬁl% 11 = > Actor
Il -\ LT A e ; y —_— 4 Collision
- ERETRIKENTERTR, TEFR" (Palette) Mk o
E E_E:\j/\—H— = gk 2// 7S | " A t .
Efio X TR, AEEENINEE B (Add to O Event ActorEndOverlap ‘Add to Favorites
Favorites)

Q Event Hit Refresh List
> Game
[ Mouse Input
[ Touch Input
¢ Add Custom Event...
© Event BeginPlay

© Event Destroyed
/\ Evont End Dlay




Actions taking a(n) Camera Component

( Object Reference
Ve

First Person Camera Seach D
,rﬂﬁiiﬁ%ﬂ%(c O ntex-t S e n S itive) Select a Component to see available Events & Functions

Promote to variable

Context Sensitiv

> Al
° E'H@% él]-ﬁj_lﬁlg %_/\/_ ﬂ: %jj” TEL%%H%” [ AR Augmented Reality
(Context Sensitive) > Asset Data
> Asset Manager
« WIREZIE, NPT RIIERFIRIEIRIBEERET R LE b Asset Registry
RIS EH ?ﬂﬂ? ﬁé::::ra
- IRRIFREBEEEIESAEERPEILAEMITRY, b Class

n fEiﬁjj% 51 15 [E] 2 > Collision

> Components
- IRZBEINT K5 HIHEL S LMY, NIBER
125 | fI==E
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-=. Components

4+ Add Component ~
Search Components

Common

& Audio
gﬂﬁ: (COmpOnentS) & Geometry Cache

#* Particle System

| B ® Point Light
- FHEEn]ERMINEEELR, TJLIEESRIEEZE+ & Scene

. 2|EEMT A0+ OIS FERBEHE T Skeletal Mesh
—— o oo 1 /L 1 —_ St t M I
- [FRIEEIRIEEE Y A" (Components) HEHR, Y, Static Mesh

= Plane

© Cube
AESR T —MNEEREH (Components) EIR, & @ Sphere
o "ADNERA (Add Component) $zeH/E A MK oL |
EBYETR, ® AlPerception

'4 AlPerception Stimull Source
®, Blackboard

| 3% Pawn Noise Emitter

& Pawn Sensing
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4 Materials
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4 Rendering
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Box Collision ZH44
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® UnrealEditor File Edit Asset View Debug Window Help

o o [N

-¥. Components ’ m !" |
= v . - - g B9 No debug object selected v
#Add Component - TN > P - commmrTm:
4 Compile B ide Unrelated Class Settings  Class Defaults  Simulation

Play Debug Filter
@ BP_MyDoor_V1(self)

4 ¢y StaticMesh_DoorFrame

B S

»  Actor U= R LAE H =7

: WERALSENOTERER, HEELIET - |
Details B dmtE -

4% EventGraph

=
e

B

€ On Component Begin Overlap (Box_Trigger)
O On Component End Overlap (Box_Trigger)

A = \45_ /\\. 4 Functions
E g Eg g/l\ II_I[ZI-IT % ;EN—MU_\W@J El ° :flealrur_:u-vnScnpl

Macros

4Variables

e M Static Mesh 2H{& e

StaticMesh_Door

StaticMesh_DoorFrame

. —N Box Collision 2B{4&




® '@ EPVYDoorVZ

$. Components y : , D Details
Component - Ax - Y - [ © -
FAdd Comy m m Compile save owse n Hide Unrelated Class Settings Phys Material Override None E
@ EP_MyDoor_V2(self) i o
e Viewport f Construction Sc m= Event Graph
4 [y StaticMesh_DoorFrame

iy StaticMesh_Door v )| . Perspec W 8 © \_.'| | ‘»] 10 | ‘ L) D . - Cunarste Ovesiap Crante

<J Box_Tﬂggef Can Character Step Up On Yes -
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4 Component Replication

M My Blueprint

FAddNew > EXNIIN® © -

Component Replicates

4 Cooking
+

-

N == /\ ! 4Graphs Is Editor Only
. R, HEMATE Detalls BIRTER -
L’ - / < NS 2: e a S I:| J'l_/ h € 0n Component Begin Overlz SEvents
O On Component End Overlap .
5 - 1 = F \ Z‘Z === i 5 4 Functions + _ " S AGnCompomant 1 +
L T + j:ﬁ % D LX )-—l- EE—{—: [I |J|:T \\ #r ConstructionScript <> On Component Begin Overlap View
i I 7N 5 —] , l | ]
A :E j_ = = AN Macros + & 0On Component End Overlap View
4Variables + € On Component Wake
—_ N 1 7|< ==/ —- 4 Components € On Component Sleep
e oV 2B T
/Z\\\ I——I | eW EE __.3- I:I \—\L /Z\\\ Box_Trigger 3 O On Begin Cursor Over

StaticMesh_Door
i On End Cursor O
StaticMesh_DoorFrame € On End Cursor Over

bLocked 3 I < On Clicked

Event Dispatchers + © OnReleased

O On Input Touch Begin
<> On Input Touch End

€ On Input Touch Enter

0 On Input Touch Leave
0 Physics Volume Changed

0 On Component Activated

“£1+17r777 7009111

0 On Component Deactivated

p HLOD
& Mobile

P Asset User Data
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£ .
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ANEY 7Y

MR, MASESITE:
o fHH— N EEH &5 Lot

o« ffH /37 (Branch) s S FBHZ 4

(4l

(4l




y2 1 —]
b A= =1

Variables



M My Blueprint
+ Add New ~

DR E

4 m= EventGraph
 Event BeginPlay

LT FREEETRENESE, 1 LSRR T O Fvent ActorBeginOverlap
€ Event Tick

\

HRE)2, =] LABAEIRYZEE,

LeETE, BiftEEmEETHY TRYEE" (My e
Blueprint) Mk, B&"ZE" (Variables) ZSplIHAY"+” unctions

1%2H. ? ¢ ConstructionScript

Macros

4Variables

4 Components
DefaultSceneRoot

Event Dispatchers




Boolean
Byte
. Sz = Integer
= |
= Name
BER eSS (Static Typed) BEIRES, LR String
e G- VUESRUS == itk w Text
« fp/R (Boolean) : HRBER{FE"true"gy false” = \Vector
. B (Integer) : FITFEERAE = Rotator
T (Float) - AT HEIEIE sl

> Structure

> Interface

> Object Types
> Enum

o FFER/A (String / Text) - BFIEEAR, Bk
NAZE, FNCSIFAMY

« K& (Vector) : 8E&F=EX. YHIZ
o TR (Transform) - BFEFEE. TEFEFI4ERL,




T Details

Search jO E o~

FRVETEL

Variable Name PlayerScore
Variable Type @a Integer v

Instance Editable

Blueprint Read Only

FEAIMHT (Details) EMR

Expose on Spawn

Player Score

]
]
- ]
]
0 Privat
}Z#REHT /\/%li{ﬂj—?—”ém%” (Deta|ls) H7H§E:I° E E: ci“ztol“irematic“ :
XTEIRF, TR SR/ TRF0RE, RanRR z
//é - . o — ]y | .
A" (Details) mEikFIVEMEEEE: clider i ol
- sLf]gREE (Instance Editable) @ anSReAr, MAJLA Value Range ol
FEX-E RISl E B R =
. &bk”/_: (BlLéeE'[mt Read Oﬂly) : gu;g\ﬁ@:l/ )H\UE Bitmask Enum
= ZEEY Hbi T
. TE#2R (Toolip) © BAMFERIFEE ISR Replication None <
E/] :/% Replication Condition
o« FEAERITER (Expose on Spawn) : RSk, T =
L EE IEENMREL = 4 Default Value
0




Getter *I:I Setter ~ Boolean Var

L —

T BIEHEBHEETE, 55— MDA Getiset nteger Var
TEIHY RSB,
. b s P T S e —

Get—rj/\\\ J I*HXXEE/]{EO Float Var O’
o SetmRAFETSFFENE,
B—LEE BRI REED BReIEGetF NSeth =, E 052 -
GetPhs, st Cirli, Set(FRAILERIZER, Text Var

S —
Transform Var

D

Transform Var




TR, 5l S5|%

Nodes, Pins & Wires



s SR T

. IEEIZESEHEIXEIRY (event based)

i %E}ﬂ{TQA__QT%EH'fﬁF‘D, 1, MNEEIAGERS
%I@%}ﬂﬁ, BRI AEE— 1T~

» TRAIEBS HH%’WS#LFJ%WH(GX@CUUOH pins)
-« HbBEERIs TR AEEES [Fl(data pins)

{ Event BeginPlay
> — »

O» Energy




#¥iES|Z& (Data Wires) T e

. é,\ﬁ*ﬁiﬁﬁlﬂiﬂﬁﬁﬁﬁifjﬁj EEREIES 23R
madE, ARBTRIT

© TRV S8

Ve
Player Level @ e [T ———

EoB ®

O [30.0444 pin =

LI_




W TRl (Control Flow)

| SET
JEEEEEEES —»
. ﬁ th-n-u- ¢ =|=j: r&E J R E/Hj:b 'f__l_/) 3 { Event BeginPlay ‘E' Branch / (» Health Bonus

o EFPTR=MERIZHIR » b ’ True
Condition False \—. —

7 —— .
Is Big Health Pack (» Health Bonus




- &% (Sequence) Tim=AILA

74 (Sequence) Tom

I A ENcHR Bt A E i
{F, MART, BiEMFHITSHEs EBERPET

=—RB0, TSI Then ORIPTBERIE, AEHIT
SR Then THIIRIE, LALCSSHE,

s ERTLAGER A0S+ (Add pin +) 1l

T, EbRs|, ARSI, AEIEEBIR
AT B)" (Remove execution pin) 181K,

£- Sequence

Then 0
Then 1 P
Then 2 [

Then 3 [

Add pin =

A

~ { Print String

In String

Development Only
\ 4

~ f Print String

In String

Development Only
\ 4

~ { Print String

In String

Development Only
\ 4




ﬁ\i (BranCh) _-Il_jl_/“\ iPrintString
O N m—_ / In String

« 93 (Branch) TRRBEMRBINSEEHE ("true'sk B True B rasrag o
”fa|Se”) §7 ﬂ‘mg}ﬂ'fjaglﬂbm Condition False.

EAER, BRERNSER— N ERN I, X9 \ At

57 (Branch) o= /UW/\"‘ e ATF"10000", RIE | 3

22552257—4\ o E/] ﬁ:u "o ' 2 In String

Development Only
\ 4




Switch On Int 75 O EventBegnPiay O [V SRR O Total Enemies [15]
/\\\ QO 9 y

. = . ' SET
+ Switch on Int ¥ SRIERE I N EIRERITT | Bimm S -
o I S|EIRTLUER A0S B+ (Add pin +) 1&IUH T | Difficult @ —
I
« JEEE (Selection) : BWEEE, X MERTERIITH peant O Total Engmies 32
s R, QD%EG%EEME KHRAT gjﬂ)\ (Default) Add pin + | ,
5 | . —» i
O» Total Enemies
T~

o EENRAIF, FFREEFEEENTE EE
(Difficult) =, HEEERE"0-3",

+ MASHRIEEEMRE,




£* Switch on String

[ EASY D

— Selection NORMAL [
Difficulty
HARD [

SWltCh Oﬂ Strlﬂg /\\\ Default O»

»  Switch on String 7 RIRIEF RSB N ERTERI T,

* WAFTRISENSIMZIXILE, WRLES, NMHITIX
5 R, ROEE

« [FER"MAT" (Details) EHkFAY 5 [IEEIT (Pin
Options) >3 [#IZFR (Pin Names) "FEHTACE,

o &FFE (Selection) : BWHETFHAERLRIFRTERE,

PE o~

4 Pin Options

4 Pin Names Jelements <= @ ©

EASY

NORMAL
HARD
Is Case Sensitive

Has Default Pin




—. ~—— ‘_———._""—.”
{ Event BeginPlay & ForLoop { Print String

P — P Loop Body p ————————————— P D
— (» First Index Index @ In String
FO r I_OO E ~, Last Ind Completed [> \ ' s Development Only
VAN O» Lastindex 10 | ® i

» ForLoopT RETIBNERSl, HITSHdsIILoop
Body=REXAI—2BIR(F.

+ HForLoop T RSeRHITAT, BAERHS B 5Sh
(Complete)

T=aMl, ForLoopT =TT X FJED=58" (Print

String) TR, ForLoopT =BYZ5 55 (Y ERE ']
EN=#58" (Print String) B =HY%RIA
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/NEFR3

WMRITRGER, WASBEITTE:
+ ffi/ Construction Script {8 L8] E

2138 B AT (8




19 15 BR 25 R 2N

Construction Script



"B Viewport fm m= EventGraph

MBS R e s mmmm———

SRR B A 22— SRR EL, JEEFIIE < E.
F§EVE*E&I£EM#**W%%M S5 |EE

N &8 Construction Script

3 3

/

:

ISR A AE RIRERR, ARMEZNITHIR(E.

EE TSR, MWISREBI AN ST BRI E
AYACtonz=17,




MIEEREBI A . 7~f5)

EME (Set Material)

AEPTRAIMNEREEIZA (Construction Script) {EIR

2L, IRIERIEREM Tty

(Material Type) HiZkPRIMTRSKTE N EHSIFEIAR
(Static Mesh) ZB{&RIFFRESEY,

(B TERZERS (Material Type) WElY, FPIERREHZS

(Construction Script) &=

FTRTSR,

ARz T, LUERFECRE

f° Construction Serip == Event Graph

f

8 Construction Script [ set Material

lgiyct ) ' i1l
GIyYcCl ic

T —
Static Mesh

Target

O» Element Index |0 |

T —
Material Type

Maternal
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T Rt AN, Bt AL SRR e L ¢ T e
J e S wx.‘,".cxw-“a,.-,'..-\;‘v__‘, o 2,
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R
Operators



¢ Event ActorBeginOverlap

»
Other Actor \ .

HARIZERF(Arithmetic operators)

BAREEG (+. - * /) AURTEBERR
FAEST— MEBNEAR, TESAINE (Score)

SENINE"S0", AEEDE (Score) REFIRET

EEREENEREM N NG, REEGNALIES
B B EAE, RESE RN
(Add pin) 78I,

WMANENUEEBAIITRT, @ LINESEIKREL

bE«
- !
O [50] Add pin +




K ZRIzERF(Relational operators)

%?i:f@tbiﬁﬁ/\lg 97& I:Ii)§ O 47'—57'-]_’\{% (//true//gz
false”) VERECEREER.,

AEE R T ERXAREEFHERS (Branch) 1

JJ
E’JTWJO TERERAT, SRRV E (5% (Score) g —
£) HoxReLRINDE (59 (I—Ilgh Score) % = e _—» D
%) l_’fj'ttiﬁao §D73ITE \*QE\IT/ )\J?_':/\ (ngh T il @ High Score ;
Score) TEHRFEDEL (Score) T=ANE, SO O SE— Condiion  False > |

|
!

-
”~ —— iy = /ﬁ__——_—\ ,,

|

' : . ‘ / /

High Score @~ Score @




BBz & (Logical Operators) 9w SR

O Add pin <

B ESER M/ RMEZFRITIZE, AEIREH/R
{E ( true’ _E ‘false” ) 'f"lfjj _:éﬁgg E—KL?FEL_:/_

}E ' 2: Branch E; RunAway
& Truep — P In Out [
« AND: WRFFBWmANE " true”, NiR[E{E true’, B 5 i e o ) o condition Fa:D
. OR: tNREEHNER"true’, MIREIE rue’. s AND
. NOT: (VB — MGG, SRS ER(AE. — —

Player Is Near

AMNREEIL T B P E AR N R E, WEREIAEZY
KE (52Z5{lL (Low Ammunition) =) , MitxREM

T (ITxfEMIUE (Player Is Near) =) , BRARNAR
IEL'DLD@




MFRIEL

Math Expression



Return Value O»

HEFERAI T =

"‘ﬁz%% AT\, (Math Expression) a2 —sS455R8Nm

=, [EREEREFRIATVERFE.

SERAY, FREREFIERE TR FRXIC.." (Add 3 Details
Math Expression...) , AEIER 7TEBRFRIAIN X + V'EIE
LN e

- ph Node
PN > Graph
*XIAT( (Expression) : BKESTRIFRIAT. 4 Expression
' FIXT PENAISEL (Parameters defined in o ki
‘Expression”) : SIF AR AHISATRER, BLERH
iﬁ_ﬁ)\ééyo [ lnputs
e > Outputs

“JRX[E{E (Return Value) : AR ER,




MNFEIAN T

ANl

TAaMRGF, T8IEhE
(CalculateAttackDamage) S ITEIN
AT, FRERFETETETR. BIFERF

Math ExpressionTs RFALL FERIATL

(BaseWeaponDamage + AbilityModifier)
+ Enhancement) * CurrentStatus

NSRBI ZZRA TV E .

! ——

{ CalculateAttackDamage

/ T

Base Weapon Damage @ ((BaseWeaponDamage + AbilityModifier) + Enhancement) * CurrentStatus

- o @ Base Weapon Damage
Ability Modifier @
. S @ Ability Mot

/ S

Enhancement @ @ Enhancement

@ Current Status
/ R /
Current Status @

Return Value @




Actor 1 M

Actor Events



Ri+EZS {4 (Collision events)

AR P ActortilifEsl B SR =& FAlTESA,

S ACtorHIREE,
(Generate Overlap Fvent) |

>

EE"ActorFFiEEE'

LR P Actor{=1EE

I}

(ActorEndQOverlap)

ANERANF-hillifEr
(Simulation Generates Hit Events) |

NF 7 48

o5 (Hit)

N F—Actorfy B a piET
%Iéthgjj true”,

Y,

FEM ACtorfY R E

]QXI

=0

(ActorBeginOverlap)

l|||ﬂ| L ’I

23

IEHIT Actorés e &5

l||||'|

nI

EEERE N true” /T, NI
=14,

diln

S

EdC

All Actions for this Blueprint Context Sensitive

[ Add Event for Static Mesh
> Call Function on Static Mesh

> Actor
> Add Component
4 Add Event
> Actor
4 Collision
€ Event ActorBeginOverlap
€ Event ActorEndOverlap

€ Event Hit

¢ Event ActorBeginOverlap { Event Hit

>

Other Actor My Comp

Other

Other Comp

© Event ActorEndOverlap [ Self Moved

D Hit Location O»
Other Actor Hit Normal O»
Normal Impulse O»

Hit
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Enumeration



Animation b ﬁ Blueprint Class

Artificial Intelligence

Blendables > fﬁ% Blueprint Function Library
Blueprints .
Materials & Textures » of Blueprint Interface
Media b
*Q“E AT ’ 55 Blueprint Macro Library
_-I-_ (enum) Paper2D | :
Physics :
Bz (enum) 2—HE=E, BIIREEEXNIER, Sounds R
FieEe— 1T=0 LUHErIE R BEE. User Interface ™
ULTEE’JMZJP*’*” EQ—JP\J@XJDCEE PRI E TR
(Add New) 1%iH, AT &E" (Blueprints) F3<E8 —
. }2//4:& S (Enumerathn) ) 1 numerators
4 Enumerators
XWiE < BUBIEZEHIM S H TR,
ST (New) HISERIET 52— RIS, ity Neme ETEITN - ocs<ron D -

VELEVINETW Flak Cannon ~ Description (S - /N
Display Name [[RECAR @ ~ Description (S ~ N |
-

4 Description




FRVETEL S

Variable Name WeaponType

Variable Type @ tWeapon Type =

*ﬁ“ @UL/_I‘RE Instance Editable

+ EXTFWERELC f, MpIAERSESRAIIERPHEE
* ImiEss = EnRES SN R SRR, (HEHE

4 Default

Weapon Type Shock Rifle

Shock Rifle

.. , Flak Cannon
> Renderlng Rocket Launcher

> Input




f Set Static Mesh

B >
Target Return Value

New Mesh
shockRifleMesh -

\\ é . { Event BeginPlay £* Switch on EWeaponType
*ﬁ—_l_—_ﬁ SWItCh On >» — » shock Rifle I
Selection Flak Cannon

T —— Rocket Launcher \ 2 ?et Static Mesh

ﬁ élé /\_D/\\\4(@}%5”—'|‘—'f§7<ﬁ%ﬂf}ﬂ'fj’uu,o ~ Weapon Type

& >

1/ \N\/ T
EE \_E] / .L_J:tl:un;'ktﬂ:u (Wea pOﬂ Type) KEE_/\§U7—'E§ Weapon Mesh Target Return Value
=, "EHasMBIR" (Weapon Mesh) 22— SIS New Mesh
SE{HE FlakCannonMest

B FS NI IRIE R s S T TR B | cnm———

b b

Target Return Value

New Mesh
RocketLauncher! =




Game Mode



T Details

Search o, g O~

> Actor Tick

4 Classes

Game Session Class ¢ O X
Game State Class GameStateBase v [ N ® BN

;ﬁ?iﬁﬁﬁ( Game MOde ) Player Controller Class ¢ O +
Player State Class ¢ O +

. Game ModeEFFE N R AHIN HUp Class [l ¢ © + x

Default Pawn Class DefaultPavav K JEEO R TS

-

- IPNIRIUIAIE BT eliEPawn, Player Controller,
Game State. HUDFIEMBZEMIBUIAZ, NAEFTR. Spectator Class « O+

Aot == > fps Replay Spectator Player Controller Class [HEVEU®IMIEAA 4 O =
- BR—T (Ed=1idn) @ SEREIN. B =HIEILF
Server Stat Replicator Class ¢ O

4 Game
SRR LUERRIGEEER. MRTAX-RIEEHE R
B0, N EAREEAINEIREFRUFIRTL,

4 Game Mode
E%/\Jﬁ?@am / ﬁ?ﬂﬂ%ﬂ&ﬁﬁfzﬁlﬁ%ﬁﬁ y \%E%U@J% Use Seamless Travel
mLIJ_I
/ l[ﬁ'ﬁo

Start Players as Spectators

Pauseable




Project - Maps & Modes

Q, These settings are saved in DefaultEngine.ini, which is currently writable.

4 Default Modes

Default GameMode FirstPersonGameMoiw £ JEORL -
bl_‘_I:B? i = [ Selected GameMode
IEEIFIRT

. L | Sl gkt s # VWorld Settings
. HINEISEAN S bz -
. ISEFENHRELT, X EREWE S EEREN

PR IRTC, > World

4 Game Mode

eETN VLG ROVl Ol MyNewGameMode v K SSORL Hhe

4 Selected GameMode

Default Pawn Class

HUD Class

Player Controller Cl: e O+
Game State Class e 0O+
Player State Class e 0O <+
Spectator Class e 0O <+




95 45

Data Structures



3 Details

%ﬁ[éﬂ\ Set *I:I I\/Iap Search

FRVETELN
Variable Name ContainerVariable
e § A" (Variable Type) BHEEE—IZH, ATETE Variable Type ===
B EE,

Instance Editable

aes ) LUFEE—2=ERNZ TR, LUNIER BEesiIzEt,

Blueprint Read Only

. ¥R (Array) . ETLAEFRERS EBIDRENB Y. Tooltip
. Set: EITRES, T\fmﬁFE =1 S

+ Map: FEE-ENENETFEENYIZER, FTRTFEERE, Private

Expose to Cinematics




4 Variable

variable Type [T N =+
%@E(Array) Instance Editable .

HHRE— T BEFRIxE, BB FERAETEZEHIRSIRR
EAGRENEZETTE=,

\% \T_]' ¥br4 L _7§_5EF|: N— AN
Eéggégﬁjégq R EDHEE k., £ 4 Default Value

Bt CIEMEE, FhaEpdEsRE,

B TEEA (Variable Type) THIEE=HRIER,
== %}%”*ﬁléﬂ" (Array) (WAaLEE) .

FERES, ALERETEPERSOAE, WaTE
G

L

4 L evels Bonus 5elements <= @

/




o BET

HH: FETR

‘ LENGITH
SHEEREET AT

“SKEX (Get) : R[EIFTAZRSIIEEIMELHITTER. p——————
K (Length) © EEUETTERIME, L L
SEIN (Ad) : EEMUEERRETTE. ADD
JBA (Insert) | ERs|IZHIEENELRIIFITE=.




#eRw[H . For Each Loop

ForEachLoopw5&4&"‘%@1@7}%)\ £, FEXIATLAMN
"SEHITTER" (Array Element) %t s [BISREXRYE 1 202HTT
=, }ﬂﬁ—?ﬁ%Loop Bodyiﬁi 5 | REXRVIR(E, <3,
AT RES | S2 "R (Completed) i s |,

TN
FZH (Array) - BW—1EE, EHESEBEREIAGDE
97T E=,

o

iﬁ.]l__l
*#UHtE (Array Element) @ BIEXTH512EETZ=RYS|

#BAZ5| (Array Index) i =HEIEEEITTEIIRS],

-.J ForEachLoop

P

[> Exec

Array

Loop Body [>

Array Element

Array Index O»

Completed [>




HeBRIRA . 3 5)

FEafiF, AT ForEachLoopTs
REETRDHIEIA,

NFEME, FHi—xh, LA
RE =77 §D7<7j”true”

/\\\ f '

= =2 A<
BEETD

NEFRERE &

=5%9" (Best Score) T2
T EDt3" (Best Player) 3%

, ITRRS|FE

=3
g2 H

(o)

{ FindBestPlayer

Condition
555 ForEachLoop
P — P Exec Loop Body P

4

Players Score :::

i Array Array Element @ ——

Branch
/-——-u—!-——_\

True = G < SET ~
& Best Score O

False [
{ = | [

@ Best Player

\
Array Index @ ——

\
\

Completed [

—
Best Score @




4 Variable

Variable Name UniqueValuesSet
Variable Type Integer  vE®
Set Instance Editable .

>}

— Set JE—E£F8E, HUTHEH, 1EE*££EKHE’J
=, EaetFtE=Y%, RIBEERETRIT=, ,x
E,%%I e LI BRERERENT s HE—k, —
BENEREES T FEEEITE=,

TERIMENXEENESIMBE RS,

Eﬁ\yﬂ-\RE.—‘—.ijE‘—/\ Eél— II—ﬁ—E

=5, B Xgi ZShY (\/anable Type)
MEEEFIARENR, FREE'ES" (Set) (WAL
=) . L
FfEE25E5858 ) —Lt= =8 Unique Values Set {

il (Add) Wﬁé/m\/d“}]ﬂh
(Contains) @ELM%LAEE/C.\E@@%}‘EEE o
‘#2lx (Remove) : MNEGEIRIE,
(Length) : R[EIESFNINEZZE.

I

A




INE— P EERIEFSIE Map , 2RTS E)Uj Map |

B TEEA" (Variable Type) Thx BRYER,

FH&EE "Map”

Map B8 1 ITE=AVERME XEXAYE, Map 2 FHY, fF
IR (B fﬂﬂé/??\o A EEFREI Map A, #2282
"B, BERBR FRE,

Map AISEERIE—,

A NERE— Map -, HPHFSsRInERIRATRXK

EX,

4 Variable

Variable Name
Variable Type

Instance Editable

4 Default Value

4 Map Variable

MapVariable

4 Map elements
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FUNCtions



M My Blueprint
+ Add New ~ EEEIG)

4Graphs

@%’Q(Fu nctiOnS) 4= EventGraph

© Event BeginPlay
© Event ActorBeginOverlap

.+ REERANZIERLNNIRERN, RIFHINETT

— € Event Tick
° _*% H /\ EIJ_/\ I o :[II\_L‘;LI\:I: /\_Ei_ggl .
ﬁ%ﬁgéé O AL P 4 Functions Override «

o FEOJLABHEI N TS5 *¢ ConstructionScript

Macros
Z0ERZ, BITiEERmiEssTFRY HAVEE]" (My 4Variables
Blueprint) ik, BE&E"BRZEL" (Functions) ZEH|FHY"+" 4Components
=

DefaultSceneRoot

Event Dispatchers




3 Detajls

4 Graph

Description

Category
Keywords
Compact Node Title

Access Specifier

m& Eﬁ)\*ﬂiﬁﬂj z::fln Editor

4 |nputs

o WM ASHEALUEEEREANE, 5 __ ua %

° iﬁ_ﬁt % QKETLJ\}\A@;EQ = El\j{go A Outputs +

o ZRNINBIATASLSEL, A FAVEE]" (My Blueprint) ‘NewScore  Naminteger Ol 4 | v [IEET
i) R T" (Details) mEit,

AR FPIZeiERRET, FH

& Add Score == Return Node

» — > - »
VEIE T ' T &' New Score

AN
AEFIRIREE—TMRAZSHE" (Value) , BRI

2520 (Score) =,
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