Tyropuaa no Unreal Engine. YHacTts 8:
CucreMbl YaCTHII

CucTeMbl yacTULl — Ba)KHEHIIMIT KOMIOHEHT BU3yallbHBIX 3((ekToB. OHU MO3BOJIAIOT
XYA0KHHUKAM CO3/1aBaTh Takue dPQPeKThl, KaK B3PBIBBI, IbIM U JIOKIb.

B Unreal Engine 4 ecth Hané&xHas u ynooHas cuctema moj HazBanueMm Cascade s co3manus
a¢hdexToB yacTuil. Ita cUCTeMa MO3BOJISIET CO3AaBaTh MOAYIbHBIE dPPEKTHI U JIETKO yIPaBIATh
IIOBCACHUEM YaCTUI.

B 3701 yacTu TyTOprana Bbl HAYYUTECH CIEAYIOIIEMY:

e Co3gaBaTh CUCTEMBI YaCTHI]

e 3amaBaTh CKOPOCTh U pa3Mep YaCTHIL

e lI3MeHATH YaCTOTY CcliayHa YacTHI]

e MacmrabupoBarh pa3Mep 4acTHIl B TCUCHHE CPOKA WX CYIIIECTBOBAHUS C TIOMOIIIBIO
KPHUBBIX

e 3amaBath IBET YacTHI] ¢ momoIisio Cascade

e AKTHBUPOBATH U JICAKTUBUPOBATh CUCTEMY YacTHII ¢ ToMoIIbio Blueprints

e 3amaBarh [BETa YaCTHUII C TOMOIIBIO Blueprints



Ipucrynmaem k padore

CkauaiiTe 3aroToBKY IpOEKTa U pacnakyire e€. [lepeiiaure B manky npoekTa u OTKpOnTe
SpaceshipBattle.uproject.

Haxmvure Ha Play, 4To0bI 3ayCTHTD UTPY. Y ICPKUBANTE J1€8VI0 KIAGUULY MbLULU, YTOOBI
CTpeJIATh, U nepementaiitecs kinaBumamu W, A, S u D.

B atom TyTOpmaiie Mbl co3naaum aBa 3¢ dekta yactuil. OauH 11 1BUTaTeIeH Kopadis, a
BTOPOU — JIJIs €r0 B3pbIBa. 1Jisl X CO3[]aHUsI MBI BOCIIOJIB3YEMCSI CUCTMEMAMU YaACIUY.

Y10 TaKoe «cucreMa ‘laCTI/IH»?

Kak M03XHO TIOHSTH M3 Ha3BaHWHsA, CUCTCMA YaCTUIl — 3TO CHUCTCMaA JJIA CO3JaHUA vacmuy 1
YIIpaBJICHUA UMU. Yactuia — 310 IIpOCTO TOYKA B ITPOCTPAHCTBE. C IIOMOIIBIO CUCTEM HaCTHI]
MOKHO YIIPABJIAATh BHCIIHUM BUJIOM U ITIOBCACHUCM YACTHLI.

Cucremsbl qacTul COCTOAT U3 OAHOI'O MJIM HECKOJBKHX KOMIIOHCHTOB, HAa3bIBACMBIX
amummepamu. OHU BBIIOJHSIOT CIIAYHUHT 4aCTHUII.

- Vo

VY 3MUTTEpOB TaKKe €CTh KOMIIOHEHTHI, Ha3bIBaeMble Moy aamuy. MOaynu yIopaBisioT
OTJIENIbHBIMU CBOMCTBAMM YaCTHII, CO34ABAEMBIX SMUTTEPOM, HAIIPUMED, MATEPUATIOM U
HAYaJIbHOM CKOPOCTHIO YacTULIbl. B mpuMepe Huke UCTIoNb30BaHbl ABa MOAYJIS IS IPUJAHUS
KaKIOW 4acTULIE MaTepuaa KpacHOro Kpyra 1 CllydailHON CKOPOCTH.


https://koenig-media.raywenderlich.com/uploads/2017/11/SpaceshipBattleStarter.zip

Takxe MOKHO U3MEHATD [[BET YaCTHUIIBI C TEUEHUEM CpOKa e€ cyliecTBOBaHusA. B aToM mpumepe
[IBET YaCTHUIbl U3MEHSETCS C KPACHOT'O Ha CUHMM:

Terepsb MbI 3HaEM, 4TO TAKOE CUCTEMA YACTHII, K MBI MOYKEM CO3/1aTh €€ [UIs ABUTaTeIICH
KOpaoIs.

Co31anne cuCTEeMbI YACTHII
[Mepeiinure B manky ParticleSystems u naxxmute Ha Add New\Particle System. Ilepeumenyiite
cucremy yactuil B PS_Thruster u otkpoiite e€.

Cascade: peqakTop cucTeM 4acTHIL

Cascade cocTOUT U3 YETHIPEX OCHOBHBIX MMAHEIICH:


https://koenig-media.raywenderlich.com/uploads/2017/11/unreal-particles-01.jpg

1. Viewport: B 3T0ii naHeNn 0TOOpaXKACTCs BHEIIHUI BUJ CUCTEMBI YacTUIl. MOXKXHO
MIOBOPAYUBATh €€, YIACPKUBAS Npagyio Kiaguuly Muluiy v 1BUras ero. [{is nepemenieHus
yIepKUBAKTE npasyio kiasuuty mvluy v HaKuMmanTe kiapumu WASD.

2. Details: 3mech oToOpakaroTcst BCe CBOMCTBA BRIOPAHHBIX KOMIIOHEHTOB (3MUTTEPOB,
MojyJei u T.71.). Eciiu Hudero He BEIOpaHO, TO 3/1€Ch OTOOPAKAIOTCSI CBOMCTBA CUCTEMBI
YaCTHIL.

3. Emitters: B 310l maHenu 0ToOpa)xaeTcs CIIMCOK YMUTTEPOB ClICBa HAMPABO. Y KaKIOTo
SMUTTEpa MOKa3aH CHHCOK €ro MOAYJICH.

4. Curve Editor: penaktop Curve Editor mo3BoJisieT BU3yalu3upoBaTh 1 U3MEHSTh
3Ha4YeHUs KpUBBIX MoayJieil. He Bce cBoiicTBa MOAynel MO1epKUBAIOT KPUBBIE.

IIoka mHama cucrema HCIIOJIB3YCT MaT€puall 4aCTHUIl 110 YMOJIYaHHUIO.

Jlns Hayana 3aMeHUM MaTepual YacTHIl Ha MaTepuai Kpyra.


https://koenig-media.raywenderlich.com/uploads/2017/11/unreal-particles-01.jpg
https://koenig-media.raywenderlich.com/uploads/2017/11/unreal-particles-01.jpg
https://koenig-media.raywenderlich.com/uploads/2017/11/unreal-particles-01.jpg

IIpumeHsieM K 4YacTHIIAM MaTepHaJ

[epeiinute B manens Emitters u BeiOepute Mmoxyns Required.

Firticla Sppijtar
HEE ﬁ

flaouirad

Spawn
Lifetime

Initial Size

Initial Velocity

Color Over Life

Monynbs Required cogepkut HeoOX0oAMMbIE CBOWCTBA, TAKUE KAK MaTepUall YaCTHUI] U
JUTHTEITLHOCTh PaboThl aMHuTTEpa. Monyib Required 1oimkeH OBITh Y KaXI0T0 SMUTTEpPA.

Jlns u3MeHeHus: MaTepuaia nepeiaure B naHenb Details u 3amaiite ains Material 3nauenue
M_Particle. ITpu 3TOM 4acTUIBI CTAHYT OPAHKEBBIMH KPYTraMu.

Ter[epL MBI IPUCOCAVUHNUM CUCTEMY HaCTULI K KOpa6J'IIO HUI'pOKa.

le/lcoeI[I/IHeHl/Ie CUCTEMbI YacCcTuIl
Bepuutech B OCHOBHOM penakTop u 3aiaurte B manky Blueprints. Orkpoiire BP_Player u
nepeiiaure k manenu Components.

J1J1s1 MCTIOJIb30BaHUs CUCTEMBI YaCTHIl MOXHO TIpUMeHHTh KomroHeHT Particle System. Cosnaiite
ero u nepeumenyiite B ThrusterParticles. Coequnute ero ¢ kommnonenTom Collision.



.= Components

4+ Add Component ~

3 BP_Player(self)

4® cCollision
4§y ShipMesh
& BulletSpawnPoint
4 ¢” SpringArm
%y Camera

Jlyist 3a7aThsl CUCTEMBI YacTHIL IiepeiiauTe B manenpb Details u Haiiaure pasnen Particles. 3amaiite
Template snauenne PS_Thruster.

3arem 3amaiite muis aus Location komnonenTa ThrusterParticles snauenus (-80, 0, 0). ITpu sTom
YaCTHUIIBI PACIIOIOKATCS 32 KOPAOIEM.

Haxownerr, 3amaiite Rotation saauenus (0, 90, 0). DTo HaMpaBUT CUCTEMY YACTHI[ TAKAM 00pa3oMm,
YTO YaCTUIIBI OYIYT YAQIATHCS OT KOpaoJIs.

- Vv

Haxxmure na Compile u BepHuTech B 0ocHOBHOI# penakrop. Haxxmure Ha Play, uro0s! yBumeTs
CUCTEMY YaCTHUIl B J€HCTBUH.



Cuctema gactuil paboTaeT, HO YaCTUIIBI ABMKYTCS CIUIITKOM MEJICHHO U OHU OY€Hb MaJIbl. DTO
MO>KHO HUCIIPABUTh, 33/1aB HAUYAJIbHYIO CKOPOCTh M pa3Mep YacCTHIL.

3az1aHHe CKOPOCTH M pasMepa JacTull
CHauvaja Mbl 33J1a/IMM HadaJIbHYIO0 CKOpocTh Yactuil. Otkpoiite PS_Thruster u Beibepute
monyib Initial Velocity. 3arem passepuute Start Velocity\Distribution.

[To ymoryaHHIO HavaabHas CKOPOCTH YacTHIl Haxoautcs B uaTepsaie ot (-10, -10, 50) mo (10,
10, 100).

4 Velocity

4 Start Velocity |

4 Distribution Distribution Vector Uniform d 3

D Max (x 100 o]y 100 |z 1000 Nl -
ORI (TS T -

UTOoOBI YaCTHUIIBI YAAISIIUCH OT KOpadJist ObIcTpee, HaM HYXKHO YBEJIIMYUTH CKOPOCTH 10 Z.
[Tpucsoiite Min Z 3nauenue 300, a Max Z — 3uauecuue 400.

4 Velocity

4 Start Velocity |

4 Distribution Distribution Vector Uniform hd S

Bort cpaBHEHHE HCXOAHOW U HOBOM CKOPOCTEN:

Before After

Jlanee HaMm HYKHO 3aJ]aTh HauaJIbHBIA pa3Mep YacTHII.



3amanue pa3mepa 4acTull

Bribepute moayis Initial Size u nepeiinure B manens Details. 3atem pazBepuute Start
Size\Distribution.

Kak u B mogysne Initial Velocity, B Initial Size Toxe ecTh MHTEpBaT MUHUMAIBHBIX U
MaKCHMaJIbHBIX 3HaueHHH. OHAKO B ATOM TYTOpHAJIe MbI 33J]aJUM MOCTOSHHBIA pa3Mep 4acTHII.
Juns aToro Beioepute st Distribution 3nauenune Distribution Vector Constant.

4 Sjze

4 Start Size

4 Distribution Distribution Vector Constant v

Locked Axes v

Ilpumeuanue. pacuipenenenus (Distributions) mo3BoJIsOT 3a1aBaTh MOCTOSHHBIC 3HAYCHHUSI,
3HAYCHHS B UHTEPBAJIC MM HAa KPUBOM. TakKe MOKHO 33J1aBaTh 3HAYCHHUS C IIOMOIIIBIO
Blueprints. YtoOb! y3HaTh Oomblie, n3yunte cTpanuily Distributions B mokymenranuu Unreal
Engine.

3atem 3amaiite Constant 3uauenus (70, 70, 70). Bor wuttocTpaius cpaBHEHUs pa3MepoOB:

Before After

BepHuTech B 0CHOBHO# peakTop U Haxkmute Ha Play.

YacTHibl BHITTISAAT JIy4llle, HO PACCTOSHUE MEX/1y HUMU MO-TIPeKHEMY CIUIIKOM Oosbiioe. Tak
MOJIYYMJIOCh U3-3a CIMILKOM JJIUTEIBHOIO MHTEpBAIa MEXAY CllayHOM YacTHll. UToOb!
HCIIPABUTh 3TO, MBI MO’KEM YBEJIIMYUTH CKOPOCTH CIIAyHA.

YBeJiIn4eHue CKOPOCTH CIIAYHA YACTHIL

Jlist yBenmMueHUsI CKOPOCTH CIIayHa HaM HY>KHO BOCITOJIb30BaThCS MOAyJIeM SPawn. ToT MOIYIb
YIPABISIET CKOPOCTHIO CriayHa 4acTHIl IMUTTEpoM. Bmecte ¢ Required kaxapiii sMutTep
JIOJKEH UMETh MOYJIb Spawn.


https://docs.unrealengine.com/latest/INT/Engine/Basics/Distributions/

Otkpoiite PS_Thruster u Beioepute Spawn. Ilepeiinute B nanens Details u pa3BepHuTe pasuen
Spawn\Rate.

4 Spawn

4 Rate )

Constant S -
a2

Can be Baked
D Rate Scale
Apply Global Spawn Rate Scale

Process Spawn Rate

3anaiite Constant 3aauenue 50. 3To yBEIUUUT CKOPOCTH criayHa 10 50 4acTHIl B CEKYHTY.

4 Spawn

4 Rate ba|

Constant _ =)
=

Can be Baked

[ Rate Scale

Apply Global Spawn Rate Scale

Process Spawn Rate

BepHuTech B 0CHOBHO# peakTop U Haxkmute Ha Play.

Kax BbI BUsTE, TENEPH YACTHUIIBI OOJIBIIIE HATOMUHAIOT ciiel. YTOOBI cienaTh 4acTUIIBl OO
MOXO0>KUMH Ha TIaMsl JBUTATENS], MOXKHO YMEHBIIIUTh CPOK UX KU3HU.

YMeHblIeHH e CpoOKa CyleCTBOBaAHUA YaCTHUI

Ortkpoitre PS_Thruster u nepeiinte B manens Emitters.

YTOOBI yMEHBIIUTE BPeMsi CYLIECTBOBAHUS YaCTHUL], HY’)KHO BOCIIOJIb30BaThCsI MOyIeM Size By
Life. DToT MOayh IPUMEHSIET MHOKUTEIb Pa3Mepa YaCTUIIbI B TEUCHHE CPOKa e€
cymectBoBanus. Co3aaiiTe ero, Hascas npagotl Kiaguuieti Mbluiy Ha ITyCTOM MIPOCTPAHCTBE B
saMuTTEepe U BeIOpaB Size\Size By Life.



Particle Emitter
Gl 2

rleouiracl
SpEWN
Lifetime

Initial Size
Initial Velocity

Color Over Life

[To ymom4aHMIO 3TO HE MOBJIUSET BU3YyalIbHO HA pa3Mep YacTUll, IOTOMY YTO 110 YMOJIYaHUIO
MHOKHUTENb Bceraa paBeH 1. UToObl yMEHBIIUTD YacTUILY, HAM HY>KHO U3MEHUTH KPUBYIO
MOTyJIsI, YTOOBI MHOKUTEIb pa3Mepa co BpeMeHeM yMeHbnancs. Ho cHagana Hy»XHO
pa3obpaThCsi, YTO Ke Takoe KpuBasi?

Yrto Takoe «KpuBas»?

Kpusas (curve) — 310 MHOecTBO Touek. Kaxxgas Touka o0aaer AByMsi CBOMCTBAMM:
MOJIO’KEHUEM U 3HAYEHUEM.

Korna y Hac ecTh 1Be mwiu Ooliee TOUEK, TO OHU CO3/al0T JTUHHIO. Hibke npeacTaBiieH mpuMep
MPOCTON TUHEHHOU KpuBOoW. Touka A nMeeT monoxeHue u 3HadeHue, pasasie 0. Touxka B umeer
MOJIO’KEeHUe 2 U 3HaueHue 1.

AT

Ecnu commmupoBaTh TMHEHHYIO KPUBYIO B JIF000# TOUYKE, TO 3TO pabOTaeT Kak JIMHEHHAs
uHTepnosus. Hanpumep, eciu coOMIDIMPOBATh KPUBYIO B TOUKE 1, TO MBI MOTYyYHM 3HAUCHUE

0.5.



Position: 1
Value: 0.5

Ecnu co3aate yObIBaIONIyt0 KpUBYIO, TO MOJIy4aeMoe 3HaUeHUE TIOCTENEHHO OyaeT
yMeHbIIaThCsl. IMEHHO TaKylo KPUBYIO MBI XOTUM HCIIONIB30BaTh it Moaydst Size By Life.

Temneps MBI cO3/1a1MM MTOKa3aHHYIO BhIlIe KpuBYyIo B Cascade.
HN3menenune KpuBO MOAYJIA
Bribepure Size By Life u nepeiinute B nanens Details. PasBepuuTe Life

Multiplier\Distribution\Constant Curve\Points. 3xech mpezcTaBieH CIIHCOK Touek KpuBoii Life
Multiplier.



3 Details

Y =) ] © -

4 Size
4 | ife Multiplier
4 Distribution

4 Constant Curve

In Val
» Out Val
> Arrive Tangent
> Leave Tangent

Interp Mode

In Val

Distribution Vector Constant Curve

a
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Linear

> Arrive Tangent

Interp Mode

In Val — 310 nonosxenne Touku Ha kpuBoi. [{iis Size By Life snauenne 0 o003Hauaet nauano
CpOKa »KM3HHU YacTUIlbl. 3HaYeHUe 1 0003HAYAET KOHey CPOKa KU3HU YaCTHUIIBI.

JIist yMEHBIIICHHsSI MHOXHUTEIISI pa3Mepa co BpeMeHeM HaM Hy)XHO yMeHbInuTh Out Val Bropoii
touku. 3agaite as Out Val mouku 1 3navenue (0, 0, 0). 3T0 MOCTENEHHO CHU3UT pa3mep
yacTuLs! 710 0.

+ @ >

40 5 members 5]
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Linear v sl

4 Points 2 Array elements

» Out Val
> Arrive Tangent
> Leave Tangent
Interp Mode
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> Out Val

> Arrive Tangent

> Leave Tangent

Interp Mode Linear




Harmsinmo yBumets kpusyro Life Multiplier moskao B Curve Editor. /Iy aTOro HaXxmure Ha
3Hayok epaga monyns Size By Life.

Particle Emitier
AE 2

Flaejuirael
Spawn
Lifetime

Initial Size
Initial Velocity
Color Over Life

Size By Life

Oto nodasur Life Multiplier B Curve Editor. YtoObl kprBas moMeIanach B OKHO, HOKMHUTE Ha
Fit 8 Curve Editor.

i Eurve Editar;

[ = PF
9 s O
2 Q
Horizontal  Wertical Fit FEN Z0om Auto  Auto/Clamped ser Break

Lifailufaliar
EON

0.01
0.01

0.00

-0.0]

Kaxk BoI BUIUTC, MHOXUTCIIb padMCpa YMCHBIIACTCS 3a CPOK KU3HU YaCTHUIIBI C 1 0 0.
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MULTIPLIER

{0450
LIFETIME

BepHuTech B OCHOBHO# peqakTop u Haxkmute Ha Play

Teneps yactuirsl 6obe moxoaat Ha riams! [locnenanee, 4To Mbl 100aBUM K 3TOH cUCTEME
YaCTUILl — LBETOBBIEC BapHallUH.

Jlo0aBJieHHe IIBETOBBIX BApUAIIMH

YroObI 3a1aTh IIBET YaCTHUIIBI ¢ TToMoIbI0 Cascade, HaM HY)KHO MPaBHILHO BIOPATh MaTepHal
yacrtull. [lepetigure B manky Materials u otkpoiite M_Particle.

(T
M_Particle

@ Emissive Color

@ Opacity
Texture Samp[e A /
UVs ®

O World Position Offset
Tex

O Refraction

Ceiiuac nBer 3a/1aH B MaTeprasie. YToObl HCIOIB30BATh [[BET M3 CHCTEMBbI YACTHII, HAM HYXHO
npumenutb Hoz ParticleColor.



Bo-nepBeix, ynanure Hox, coenuHEHHBIN ¢ Emissive Color. 3arem no6aseTe HO ParticleColor u
COCIIMHHTE €T0 CIIEAYIOIINM 00pa3oM:

Particle Color M_Particle

[ I

@ Emissive Color

@ Opacity

Texture Sample A

UVs ® O World Position Offset

O Refraction

JlonmoJTHUTEIBHO

Haxxmure na Apply u 3akpoiite M_Particle.
YToObl 3a1aTh I[BET YaCTHIIbI, MOKHO HCITOIb30BaTh Moaysk Initial Color.

Monayas Initial Color

Otxpoiite PS_Thruster u no6asste Mmoayis Initial Color. Ero moskuo Haiiti B kateropuu Color.

Color »| Initial Color
Event Init Color (Seed)

Kill Color Over Life

Lifetime Scale Color / Life

YroObI I[O6aBI/ITB OBCTOBBLIC Bapralliy, HaM HY>XHO 3a1aTb UHTCPBAJI, B KOTOPOM MOXKET
HaxXOoAUTHCA IBCT. I[J'IH 9TOI'0 MOKHO BOCITIOJIB30BATHCA PACIIPEACIICHUAMMU.

Bri6epure Initial Color u nepeiinure B manens Details. Pazsepuure paszaen Start Color u
uszmenute Distribution wa Distribution Vector Uniform. Dto mo3BoyiuT HaMm yKa3aTh HHTEPBAI
JUTSL K&JKIOTO [[BETOBOTO KaHaa.



4 Color

4 Start Color
b Max
P Min
Locked Axes m
» Mirror Flags 3 Array elements
Use Extremes

Can be Baked

B sToM TyTOpHAae uBeT OyaeT HaXOUTHCS B HHTEPBAJIE OT OPAHKEBOTO 10 KpacHoro. Jis
9TOro HyXHO 3a1ath Max 3uauenus (1.0, 0.0, 0.0), a Min — 3uauenwus (1.0, 0.35, 0.0).

4 Color
4 Start Color
4 Distribution . Distribution Vector Uniform w

4 Max

Locked Axes

[ Mirror Flags 3 Array elements

Use Extremes

Can be Baked

Ecnu BbI mocmotpute Ha Viewport, TO yBUIUTE, YTO LBET BEAET ce0sl CTPAHHO.

Tak nmpoucxoauT notomy, uto moxayib Color Over Life mocrosiHHo nenaet npet OenbiM. UToObI
ucnpaBuTh 310, BeIOepuTe Color Over Life u maxmute Delete. Teneps Bai ciucok Moysei
OyZeT BBIVIAJCTD TaK:



Particle Emtier
3 . 55

"

Flaeuirad
Spawn
Lifetime

Initial Size
Initial Velocity
Size By Life

Initial Color

3akpoiite PS_Thruster u naxxmure na Play B ocHoBHOM penaktope. [Tomo0yiiTech Ha 3TH S3bIKH
IUIaMEHH JBUTaTes!

Tenepb HaM HYHO HAyYUTHCS EPEKIIIOYATh CUCTEMY YaCTHI] B 3aBUCUMOCTHU OT TOTO,
JBUKETCS JIU KOPaOJIb.

BrioyeHue/oTKJIIOUEHHE CHCTEMBI YaCTHI

UToObI MPOBEPHUTH, IBUKETCS JIM KOPAOITh, MBI MOKEM MPOBEPSTH, HAKUMAET JIM UTPOK KIIABUIIIN
JBHKCHHS.

Ortkpoiite BP_Player u naiimure vox Event Tick. Jlo6aBbTe crieayromyro cxemMy B KOHIIE
[IETIOYKH HOJIOB:

J Deactivate

—
Thruster Particles Target

C,_Branch
» True
f Get MoveUp Condition False B

Return Value @ —“@ e

O @: ;‘?& N D J Activate

" f Get MoveRight Add pin +

Return Value @ —“@ »
—

Thruster Particles Target

Reset D

HaBaiite pazdepémcs ¢ TeM, UTO JIesIaeT ATa CXeMa:

1. Omna mposepsiet npusszku oceir MoveUp u MoveRight. Eciiu 06e Bozspamiarot 0, To 310
3HAYUT, YTO UTPOK HE HAKMMAET KIIABHII JIBIKCHUSI.

2. Ecmu Branch Bosparaer true (Mrpok He HaKMMaeT KJIABUIIN BIIKCHHUS), TO
neaktuupyetcst ThrusterParticles



3. Ecmu Branch Bosspariaer false (urpox HaxxumaeT KJIaBHIY JIBHXKECHUS ), TO
aktuBupyercs ThrusterParticles

Haxxmure na Compile u 3akpoiite BP_Player. HaxxmuTte Ha Play, a morom Haxxumaiite u
OTITyCKaiTe KJIABHIIN JBY)KCHUS, YTOOBI yBUICTh PA3HHUILY.

TCHGpB HaCTaJIO BpEMA I CaMOI'O UHTCPECHOT'O: CO3aa UM CUCTEMY YaCTHIL B3pBIBa!

Co3nanne 3¢pexra B3pbIBa

BMmecTo co3anusi HOBOW CHCTEMBI YaCTHII, Mbl AyOIUpyeM 4acTullsl apuraress. [lepeiiaure B
nanky ParticleSystems, naoicmume npasoii knasuweti moruu na PS_Thruster u Beibepure
Duplicate. [Tepeumenyiite nyomnukat B PS_EXplosion u otkpoiite ero.

J1ist B3pBIBa BCE YaCTHUIIBI JOJDKHBI CIIAYHUTHCS. OJJHOBPEMEHHO, a HE OJJHA 33 APYroi. DTOT
3¢ dexT Ha3bIBaETCS UMNYIbCHOE UCNYCKAHUE.

Ql

»

Normal Burst

Co3nanne ummyJabca

I[J'I}I Haydalla HaM HYXXHO 3a1aTb CKOPOCTbH CIIayHa, paBHYIO HYJIIO, IOTOMY 4YTO MBI HC XOTUM
UCTIOJIB30BaTh TIOBEICHUE CIIayHa 110 YMOJYaHUI0. BeiOepuTe Moaynb Spawn u 3amaiTe
Spawn\Rate\Distribution\Constant 3nauenue 0.

4 Spawn

4 Rate |
Constant
Can be Baked
> Rate Scale
Apply Global Spawn Rate Scale

Process Spawn Rate




Jlanee HY>KHO COOOIIUTH SMUTTEPY, YTO MBI XOTUM CO3AaTh UMITYJbC. [[poKkpyTUTE BHU3, K

paszaeny Burst u 1o6aBbTe HOBBI A5teMeHT B Burst List. DTo MoXkHO caienaTh, Ha)kaB Ha 3HAYOK
+.

4 Burst

Particle Burst Method Instant

Burst List 0 Array elements

[ Bur

4 Cascade
B 30Draw k

[* Module Editol

Kasxpiii aieMeHT OyeT coiep KaTh TPH IOJIS:

=

Count: Koau4YecTBO CO3/1aBaeMbIX YacTull. YKakute 3HaueHue 20.

2. Count Low: ecnu 6ombiiie uian paBHO 0, TO KOJIMYECTBO CO3AaBaEMbIX YacTHI] OyieT
U3MEHAThCs B nHTepBasie or Count Low go Count. OcraBum 3/1ech 3HaueHUE -1.

3. Time: momeHT criayHa yactuil. 3HaueHue (0 0003HaYaeT HAYAI0 CPOKA JKU3HU IMHUTTEPA.

3navyenue 1 o6003HavaeT KOHEI CpoKa KU3HU sMuTTepa. OctaBum 31ech 3Hadenue 0.0.

Ipumeuanue: CpoK KHU3HU IMUTTEpA HaXoauTCs B Moayie Required. On yka3zan kak Emitter
Duration B pasznene Duration.

4 Burst
Particle Burst Method
4 Burst List 1 Array elements + @ -

40

Count

Count Low

Time

D710 3HAYHT, 4TO IMUTTEP co3aact 20 YacTHIl B Hauaie CBOCH KU3HHU.

UTo0BI cAenaTh UMITYJIBC MOXO0XKHM Ha B3PHIB, HAM HY>KHO JI00aBUTH CKOPOCTh, C KOTOPOit
YaCTHUIIbI OYAYyT pa3ieTaThCsl.

Pa3zsieranue yacTuig



[TockonpKy UTpa UMEET BHUJI CBEPXY, HAM HY)KHO yKa3aTh TOJILKO CKOpOoCcTH o X U Y. Bei0oepure
moxyis Initial Velocity u pazBepuute Start Velocity\Distribution. 3anaiite Max 3uauenue (1000,
1000, 0), a Min — 3nauenue (-1000, -1000, 0).

4 Velocity

4 Start Velocity |

4 Distribution _ . Distribution Vector Uniform d D

D Max X 1000.0 o Y 10000 “fzoo O
D Min X -1000.0 o |y -1000.0 “jzoo O

Mgl yKa3aiau MHTEpPBaAI OT OTPULIATEIBHBIX JI0 MOJOKUTEIbHBIX 3HAUEHUN, TOITOMY YaCTHUIIbI
OyZayT pas3nieraTbcsi OT AMUTTEPA.

Teneppb HYKHO 33/1aTh KOJIMUYECTBO IOBTOPOB AIMUTTEPA.

3aaHnue NOBTOPOB SMUTTEPA

[To ymMosI4aHHIO SMUTTEPBI TOBTOPSIIOTCA OECKOHEUHO. DTO OTIAUYHO MOJXOAUT JAJIS TAKUX

3 PEKTOB. KaK ABIM H OTOHO, HO UMITYJIbC JOJDKEH MPOUTPHIBATHCS TOIBKO OJUH pa3. UToObI
UCIPABUTh 3TO, HAM HYXKHO COOOIIUTh SMUTTEPY, UTO OH JIOJKEH IMOBTOPATHCSA TOJIBKO OJIMH
pas.

Bribepute moayns Required u naiimure paszaen Duration. 3agaiite Emitter Loops 3nauenue 1.

4 Duration
Emitter Duration
Emitter Duration Low
Emitter Duration Use Range

Duration Recalc Each Loop

Emitter Loops

Tenepb MbI Oy/ZieM BOCIIPOU3BOJUTH B3PBIB IIPU CMEPTH Bpara.

Co31anue yacTH IPU CMEPTH NPOTUBHUKA

BepHuTteck B 0CHOBHOI# penarop u nepeiaure B nanky Blueprints. Otkpotite BP_Enemy u
Haiigute coosrTe OnDeath.

YroObl 3aCayHUTh CHCTEMY YacTHIl, MOXKHO MCIIOJIb30BaTh HO Spawn Emitter at Location.
Coznaiite ero u coenunute ¢ Destroy Actor.



_{> OnDeath _f ~Destroyl\ctor

P— P
O Target | self]

Spawner ~ @ Target Enemy Count @

3arem 3anmaiite Emitter Template snauenue PS_Explosion.

7 Spawn Emitter at Location

-4 D

Emitter Temnlate Return Value
PS_Explosior

Location
O [ 00][7 00]Z 00
__ Rotation
“ [X 00][v 00][Z 00
Scale
X 1.0][v 10][z 10

Auto Destroy B

Hakonen, cosnaiite GetActorLocation u coenunute ero ¢ kourakrom Location.
_f Spawn Emitter at Location
B B

f GetActorLocation Emitter Template Return Value
Target is Acto PS_Explosion w

Target | self Return Value @ — @ Location

Rotation

Sl [ [

O o) ETa)

Auto Destroy 9




Teneps npu cMepTH Bpara coObITHE OyaeT co3maaBath sk3emiutsap PS_Explosion B Touke
pacroyioKeHus Bpara.

Haxxmure na Compile u BepauTech B ocHOBHOIT peakrop. Haxkmute Ha Play u Haunute
paccTpesuBaTh BParos.

[Tocmotpurte, BOT 1 B3pbIBbI! Terneps Mbl clieslaeM UX HHTEPECHEE, IPUJAB UM TOT K€ IBET, 4TO
U Bparam.

3aMeHa nBeTa B3pbIBA HA I[BET Bpara

UToObI BOCIIOIB30BATHCS IIBETOM, HAM HY>KEH CIIOCO0 MOTyYeHHs TaKoi HHPOpMAaLUU U3
Blueprints. K cuactsio, B Cascade ecTb THIl pacnpeaesaeHus, I03BOJSIIOIUI 3TO CAeNaTh.

Ortkpoiite PS_Explosion u Beibepute mozayss Initial Color. 3agaiite Start Color\Distribution
3nauenue Distribution Vector Particle Parameter.

4 Color

4 Start Color

4 Distribution . Distribution Vector Particle Parameter »

Parameter Name

P Min Input

> Max Input
> Min Output
> Max Output
> Param Modes 3 Array elements
> Constant
Locked Axes

Can be Baked

DT0 AacT HaM mapaMeTp, KOTOPBIA MBI CMOKEM U3MEHSTH ¢ TomoIisio Blueprints. Jlaiite
Parameter Name na3zanue PrimaryColor



4 Color

4 Start Color

4 Distribution _ Distribution Vector Particle Parameter »

Parameter Name PrimaryColor 3
> Min Input
> Max Input
> Min Output
» Max Output
> Param Modes 3 Array elements
» Constant
Locked Axes

Can be Baked

Jlist B3pbIBa MbI Oy/IEM HCITOJIb30BaTh 00a 1BeTa Bpara. Jljist HCIoIb30BaHKs BTOPOr'O [[BETA HAM
HY)XeH emé oJuH SMUTTep. Hadicmume npasotl Kiaguuiell Mbliiy Ha TTyCTOM IIPOCTPAHCTBE B
smutTepe u BeiOepute Emitter\Duplicate and Share Emitter. Tak Mol gy0aupyem SMHUTTED.

Firtiela Sppijiar Fartala Sppjtar

EEL =z . JEELE =

Flaejuirder

Spawnt

| Lifetime+ y l Lifetime+
Initial Size+ % |~4 | Initial Size+

Initial Velocity+ y Initial Velocity+

Size By Life+ % [~ | Size By Life+

Initial Color+ % |~ Initial Color+

BbI 3aMeTHTE, UTO y KaI0r0 MOJYJIS TEHEPh €CTh 3HA4YOK +. biarogapsi HCIOIb30BaHHIO
Duplicate and Share Emitter Bmecto Duplicate, MbI cBsi3asii MOTYJIH, a HE CKOTTMPOBAIN HX. Bee
WU3MEHEHWsI, BHOCHMBIE B OJIMH MOJYJIb, OYIyT OTPa)KaThCsl HA TOM K€ MOJLYJIE PYTOro
SMHTTEPA. ITO MOJIE3HO, €CITA MBI XOTHM H3MEHSTH CBOMCTBA BO BCEX IMUTTEPAX, HATIPUMED,
pasmep.

EnuHCTBeHHBIH MOTY/Ib, KOTOPBIH HaM HYXHO u3MeHsaTh — 370 Initial Color. Oxnako eciu Mbl
BHECEM U3MEHEHHSI, TO OHU OTPA3SITCSA Ha 000MX 3MUTTEepax. B 3ToM ciydae HaM He HYKHO,
YTOOBI MOIYJIH OBUTH CBSI3aHBI, IIOTOMY YTO UM HYXXHBI OT/AEIbHBIC HA3BAHUS ITAPaMETPOB.
[IpocTeiimuii cioco0 OTKIFOYEHUS X CBSI3U 3aKJII0YACTCS B YAAJICHUH JYOJIUPOBAHHOTO MOIYJIS
Initial Color u co3ganuu HOBOTO.



T BRI TETy

=l EREN

HELITEL
SPEWNE
Lifetime+
Initial Size+
Initial Velocity+
Size By Life+

Initial Color+

Particle Emitter
[

Flaeuiraeks

< |

Spawnt

Lifetime+

<. |

Initial Size+
Initial Velocity+

Size By Life+

(< < <

Initial Color+

HpuMeltaHue: Ha MOMCHT HallMCaHUs CTaTbU BCTPOCHHBIX MCTOAOB IJIA pa3pbiBa CBA3U MCIKIY

MOAYJIAMHA HEC CYHICCTBYCT.

Bri6epure Hosiii Initial Color u 3apaiite Start Color\Distribution 3nauenue Distribution Vector
Particle Parameter. 3atem 3anaiite Parameter Name 3nauenue SecondaryColor.

4 Color
4 Start Color
4 Distribution
Parameter Name
> Min Input

> Max Input

> Min Output

> Max Output

> Param Modes

> Constant
Locked Axes

Can be Baked

ha |

 Distribution Vector Particle Parameter v
SecondaryColor 2

3 Array elements

Ha stom sTarme crcteMa yacTHIl yxe rotoBa. 3akpoiite PS_Explosion.
Jlanee Ham HYXHO OyJeT 3a/1aBaTh apaMeTpsl ¢ moMolbio Blueprints.

3ajanne mapaMeTpoB YacTull ¢ nomoubio Blueprints

Otkpoiite BP_Enemy u no6asete mociie Spawn Emitter at Location BeiesieHHbIE HOIBI:



f Set Color Parameter - _f Set Color Parameter g

7]" Spawn Emitter at Location g
» » » »
" f GetActorLocation Emitter Template Return Value Target ! ! Target

PS_Exf v

| O Parameter Name ‘N‘K] | (» Parameter Nar

Target _,eif] Return Value @ — @ Location
== Param Param
tation

0.0][v 0.0][Z 0.0]
Scale

@ [ 10)Z 1]

Auto Destroy B

D70 MO3BOJHUTH U3MEHATH JBa mapamerpa PS_Explosion.

Teneps HaM HY)KHO JaTh MapaMeTpaM IpaBUIbHbBIC Ha3BaHM. 3agaiiTe B kKauecTBe Parameter
Name niepBoro Set Color Parameter 3nauenue PrimaryColor. 3anaiite B kauectBe Parameter
Name Broporo Set Color Parameter snauenne SecondaryColor

Mf Set Color Parameter Mf Set Color Parameter
» ==
Target Target

Parameter Name _ Parameter Name
PrimaryColor < || SecondaryColor

Param Param

Haxkonerr, HaM HyKHO TiepeaTh 1BeTa. YToOBl YIPOCTUTH Pa0TYy, MBI YK€ COXPAaHHUIIU IIBETA B
nepemennbie PrimaryColor u SecondaryColor. Coeaunute Kaxayro MepeMEHHYO €
COOTBETCTBYIOIIMM HOJIOM:

Primary Color Secondary Color
TSet Color Parameter | Set Color Parameter

—-P P — >
Target Target

. Parameter Name . Parameter Name
» RIS | @ BN e—ommmarrzmece
[PrimaryColor <" | SecondaryColor ]

Param Param

BOT, YTO Yy BaC B UTOT'C NOJIDKHO IMOJTYYHUTHCA:

Primary Color Secondary Color
e " f Set Color Parameter
_J Spawn Emitter at Location g Fargetis Particle Syster
» >»—» >»—»
f GetActorLocation Emitter Template Return Value Target Target

Explosion w

. Parameter Name - Pa

Target | se[fl Return Value @ — @ Location = PrimaryColor

__ Rotation Param EIED
= [ 00]["00][z 0]

Scale

O 1.0][V 1.0][Z 10)

Auto Destroy B

JaBaiite pazoepémcst B COOBITUSX O MOPSAAKY:



1. Korma Bpar ymupaeT, oH criayHuT sk3emiuisip PS_Explosion B Touke cBoero
MECTOTIOJIOKEHSI

3anaéres 3nadenue napamerpa PrimaryColor PS_Explosion

3. 3anmaéres 3nauenue mapamerpa SecondaryColor PS_Explosion

N

Haxxmure na Compile u 3akpoiite BP_Enemy. Haxxmure Ha Play u HaunuTe paccrpenuBath
BPAaroB, 4TOObI YBU/ICTh B3PBIBBL



