Tyropuasa no Unreal Engine. Yacts 5: Kak
CO31aTh MPOCTYIO UTPY

Ecnu BBl HOBUYOK B pa3paboTKe UTp, TO JIOTHYHEE BCEr0 HAYMHATD C CO3JaHUS IPOCTOM UIPHI.
Ona Hay4HT Bac peajii3aliy MPOCThIX MEXAHUK U TOMY, KaK 00bEKTbI B3aMMOAECHCTBYIOT JAPYT C

JIPYTOM.

B 3T0i1 yacTu TyTOpHaia MbI CO3aIUM UTPY OT IIEPBOTO JIUIIA, KOTOPAs JUTUTCS OECKOHEUHO. Bhl
HAy4HUTECh CIEAYIOLIEMY:

e beckoHeuHO nepemerars Urpoka BIEpE

e T'eHepupoBatrh NpensATCTBUSL, KOTOPbIE UTPOK JOJKEH N30€eraTh

e PangomMu3upoBaTh MPENSATCTBUS ISl CO3JaHUsl Bapualluid

o Co3pmaBarh KHOIIKY Ilepe3alycka, KoTopast 0ToOpakaeTcsi, Korja UTPOK CTAIKUBAETCS C
IPENATCTBUEM



Ipucrynmaem k padore

Ckauaiite https://koenig-
media.raywenderlich.com/uploads/2017/08/InfiniteMatrixStarterProject.zip u pacnakyiite e€.

[lepeiinute B manky mpoekra u otkpoiire InfiniteMatrix.uproject.

Ipumeuanue: eciau OTKPOETCS OKHO, COOOIIAOIIEe, YTO IMPOSKT CO3/aH B Oojiee paHHEH Bepcuu
Unreal editor, To Bc€ B mopske (ABMKOK 9acTO OOHOBIIIETCs). MOKHO W BEIOpPATh OIITUIO
CO3JIaHUs KOITUH, HJTH OIIIMIO TPE0OPa30BaHUs CaMOT0 MPOEKTA.

Haxxmure Ha Play, 4ToObI IpOBEpUTH yIIpaBICHUE IBIKCHUEM. J{6uUeas Mblulbio, MOKHO
NepeMenaTbCcsi BEPTUKAIBHO U TOPU30HTAIBHO.

3aro/i0BOK crnoijiepa

HepBoe, YTO HaM HYXHO CACJIaTb — 3aCTABUTb UTPOKA IOCTOAHHO ABUT'aTHCA.

JBHKeHHe HTPOKa BIEpPEn

[epeiinute B manky Blueprints u otkpoiire BP_Player.

Uro0bI 1BUTATH UTPOKA BIEPEA, HY)KHO T00ABISATH B KaXIOM KaJpe K MECTOIOIOKEHUIO UTPOKA
CMELICHUE.

BO'HepBHX, HaM HY’KHO €CO03aTh IICPEMCHHYIO, 3a1atOyIO CKOPOCTh ABUKCHUA UT'POKaA Bnepé/:[.

Cosmaiite mepemennyto Float mo Hassanuem ForwardSpeed u 3aiaiite 3HaUEHHE 10 YMOIYAHHIO
2000.

4 Variable

Variable Name ForwardSpeed

Variable Type

0
=
g
K

!

Instance Editable
Blueprint Read Only
Tooltip

Expose on Spawn
Private

Expose to Cinematics
Category Default
Slider Range
Value Range

Replication

Replication Condition

=
o
S
o
o
v

4 Default Value

orward Speed



https://koenig-media.raywenderlich.com/uploads/2017/08/InfiniteMatrixStarterProject.zip
https://koenig-media.raywenderlich.com/uploads/2017/08/InfiniteMatrixStarterProject.zip

Teneps nepetigure B Event Graph u Haiiaure Hox Event Tick. Co3maiite cieayromyro cxemy:

6 Event Tick

>

Delta Seconds @ ————@

® Add pin +

T
Forward Speed @

Ymuoxas ForwardSpeed ua Delta Seconds, MbI TONy4YHM He3asuUCUMbLLL OM 4ACMOMbL KAOPOS
pe3ynbTar.

Ilpumeuanue: eciv BaM HEIIOHATHO, YTO TaKO€ HE3aBUCUMOCTb OT 4aCTOTHI KaJIpOB, TO
pOYHUTaiTe 4acTh TyTopuana nmpo Blueprints. Mer pa3oupaem e€ B paznene Hesasucumocms om
yacmomsl Kaopoa.

Tenepb HaM HYHO HUCIOJIb30BATh ATOT PE3Yy/bTAT, YTOOBI IEPEMELIATh UTPOKA IO OJHON OCH.

JIBUKEeHME B10JIb OJJHOM OCH

Yrobsl epemMeInaTh urpoka, cosaaire Hox AddActorWorldOffset. ismennte 3nauenue Sweep
Ha true, HaxxaB Ha ¢@hadxCoK.

f AddActorWorldOffset

2 D

Target | self | Sweep Hit Result

Delta Location

O [00][7 00][Z 00
Sweepg

Teleport 0

Ecnu nmonpodoBath coenuHUTh pe3ynbrat Float ¢ Bxogom Delta Location, To Unreal
aBTOMaTU4ecKu rpeobpasyer ero B Vector.


https://habrahabr.ru/post/344446/

f AddActorWorldoffset

» B

Target [ self | Sweep Hit Result
@ 1 — @ Delta Location
»

® Add pin + Sweep (A
Teleport 0

Opmnako TakuM oOpa3om 3HaueHue Float Oyner 3amrcano B koMnoHeHTsl X, Y u Z BekTopa. s
HAaIllel UIpbl IBUKEHUE BIEPE TOJIKHO BBIIOIHATHCS TOJIBKO B10Jb ocH X. K c4acThio, MOXKHO
paznenuTh Vector Ha Tpu KomroHeHnTa Float.

Vo6enurecs, uro kourakt Delta Location noga AddActorWorldOffset uu ¢ yem He coenuHEH.
Haoiemume npasou knasuweit moiuwiu Ha kontakt Delta Location u Beioepute Split Struct Pin.
~ [ AddActorWorldOffset

Target [ self | Sweep Hit Result

_ Delta Location
“ [ 00][v 00][Z 00]

Teleport 0O

Haxkowneri, coenuHuTe BCE CIEAYIOMUM 00pa3oM:
' AddActorWorldOffset
& Event Tick farget is Acto
P ——————tte— B
Delta Seconds @ T, Target | self Sweep Hit Result

® @ : ‘ :
X i

/ —r Add pin 4

@ Delta Location X

~ ——
Forward Speed @ O» Delta Location Y [0.0 ]

O» Delta Location Z (0.0 |

Sweep 9

Teleport 0O




ITonseném uror:

1. B xaxmom kaape urpa 0yaetr ymuoxkats ForwardSpeed u Delta Seconds, uro661
HOJTy4aTh HE3aBUCHUMBIH OT YaCTOTHI KaJJPOB PE3YJIbTaT

2. AddActorWorldOffset 6yaer ucmonbp30BaTh 3TOT PE3YIIBTAT IS IEPEMEIIECHUS HTPOKa
BJIOJIb OcU X

3. TlockombKy Sweep BKJIHOUEH, UTPOK OyIeT IMPEphIBaTh IBIKECHHUE BIEPE, KOTa €ro 4ro-
TO OJOKHpYyeT

Haxxmurte Ha Compile u Bepuutecs B ocHOBHO# peaakrop. Eciu HaxkaTs Play, To Bbl HauHETE
JIBUTAThCSA CKBO3b TYHHEb.

3aro/i0BOK crnoijiepa

BwMmecTo pacrnionoxeHus TyHHenel BpyuyHyto Mbl MokeM co3ath Blueprint, aBromarnyecku
CHAyHSIIUN TYHHEIN.

Co3naHmne cucTeMbl CIIAYHA TYHHeJel

IMepeiinure B Content Browser u 3aiiaute B manky Blueprints. Cosnaiite Hobiit Blueprint Class
¢ poautenbckuM kinaccom Actor. Hasosute ero BP_TunnelSpawner u otkpoiite ero.

Wrpa Oyner co3aaBaTh TYHHEIH ITOCTOSIHHO, IO3TOMY HEIUIOXO ObUTO OBl CO3MIaTh yHKYuUIO 1S
crniayHa. [lepeiinute B manens My Blueprint u co3aaiite HoByo ¢yHkmuto SpawnTunnel.
3amaueit GyHKIMHU OYAET crlayH TYHHENS B YKa3aHHOM MECTOIOJIOKEHHUH.

Uto06s! nepenaBaTh GyHKIIMU MECTOMNOOKEHUE, PYHKLNU HYXKEH 6X00HOoU napamemp. OHU
OyayT 0TOOpaxaThbCsi MPU BbI30BE (PYHKIIMU KaK BXOJHBIE KOHTAKTHI.

. Target Wl
O My Input 1@

Taxoke oHu OyyT 0TOOpa)kaThCsl KaK BBIXOAHbBIE KOHTAKTHI HOa ENtry ¢pyHkimu.

¥ My Function

b

My Input O»

Jagaiite co3aanum BXxoaHo napametp. [lepeitnute B rpad dpyukimu SpawnTunnel. Beibepure
HoN ENtry u nepeiinute B manens Details. Haxkmurte Ha 3Ha40K + psaoM ¢ pasaenom Inputs.



4 Inputs <

Please press the +icon above to add parameters

[lepeumenyiiTe BXOIHOM napamerp B SpawnlLocation u cmenure ero Tum Ha Vector.

4 [Inputs +

Y soovniocation Jovecor - B0 | v I

YroOsl cO31aTh TYHHENB, 100aBbTe HOI Spawn Actor From Class. HaxxMute Ha
PACKPBIBAIOWUICS CRUCOK, PACTIONIOKEHHBIN cripaBa oT koHTakTa Class u Beioepute BP_Tunnel.

& SpawnActor BP Tunnel
D D

Class! BP Tunnel = Return Value

» Spawn Transform

Collision Handling Override

Instigator

Yro06sl 3a/1aTh MECTOIIOJIOKEHUE CIIAYHA, HAXCMUmMe Npasoll Kiasuuiell Ha KOHTaKT Spawn
Transform u Bei6epure Split Struct Pin. 3arem coenunute nHox Spawn Actor From Class ¢ nomom
Entry:

¥ Spawn Tunnel & SpawnActor BP Tunnel
»P —— P D

|

Spawn Location @ \ Class BP Tunnel = Return Value

@ Spawn Transform Location

__ Spawn Transform Rotation
O [00][v 00][Z 00

Spawn Transform Scale

O [10)[7 0]z 19

Collision Handling Override

Instigator

Teneps npu Bb13oBe Ppyrkimu SpawnTunnel ona 6yzaer ciayHuts sx3emiisip BP_Tunnel B
MePEIaHHOM €1 MECTOIOJIOKEHUH.

JaBaiiTe mpoBepuM, Kak 3TO padoTaeT!

IIpoBepka cucreMbl CliayHa TYHHe/IeH



[Mepexmrountech Ha Event Graph u naiigure Hox Event BeginPlay. Jlo6assre Hox SpawnTunnel
U coeMHUTE ero ¢ HomoM Event BeginPlay.

B nome SpawnTunnel 3amaiite Spawn Location 3nauenue (2000, 0, 500).

- > Spawn Tunnel
{ Event BeginPlay Target is BP Tunnel

e ——— 4
Target | self

Spawn Location

@ [ 20000][7_00](Z 5000]

Tenepp npu 3ammycke Urpel OH OyZIeT ClIayHUTh TYHHENb CBEPXY U nepe] urpokoM. Haxxmure Ha
Compile u BepHUTECH B OCHOBHOM pEIaKkToOp.

Cuauvana ynanute BP_Tunnel u3 yposust. [{ist atoro wénxknume na BP_Tunnel 8 World Outliner.
3atem HaxMuTe Ha KiaBuiny Delete, yToObl ynanuTh ero ¢ ypoBHs.

3areMm nepeiigute B Content Browser. /lepemawume nesoii knaguuieri mviuiu
BP_TunnelSpawner Bo Viewport. Biarogaps 3ToMy €ro sK3eMIUISAp MOSBUTCS Ha YPOBHE.

Ecnu Haxkats Ha Play, To urpa Oyaer ciayHuTh TYHHEIb CBEPXY M [IEPEl HTPOKOM.
3aroJioBoK cnoiiiepa

3akoHYMB MTPOBEpKyY, BepHuTech k BP_TunnelSpawner. Copockte 3Hauenust Spawn Location
Hozma SpawnTunnel wa (0, 0, 0).

ITocrne sToro Haxmute Ha Compile u BepHUTECH B OCHOBHOM PEIaKTOP.

B crenyromem paszene Mbl HacTporm padoty BP_Tunnel.

Hactpoiika Blueprint TyHHe st

BP_Tunnel 6yaer BRINONMHATE BE 3a1a4d. Bo-1epBbIX, OH OyIET ONpeaessTh, KOTIa urpa
JIOJKHA CO371aTh HOBBIM TYHHEIb. J{J1s1 3TOT0 MBI cO37a1uM 30HY Tpurrepa. [locie
cpabateiBanus Tpurrepa BP_Tunnel 6yner coobrmats BP_TunnelSpawner, uto Hy:KHO c0o31aTh
HOBBIN TyHHENb. Biiarogapst 5ToMy MOXKHO CO3/1aTh HJUTFO3UI0 OECKOHEYHOTO TYHHEIIS.
3aroJi0BoK cnoiiiepa

Bo-BTopbIX, OH OyzeT 3amaBath TOUKy crayHa. [locne atoro BP_TunnelSpawner 6yzer
HCTIONIB30BATh 3TY TOUKY KaK CIIEAYIOIIEe MECTOIIOJIOKEHHE CIIayHa.

JlaBaiiTe HaYHEM C CO3aHUsI 30HBI TPUTTEPA.

Co3nanue 30HbI TPUITEPA



Otkpoiite BP_Tunnel u nepetigure B manear Components. Jlo6aBsre kommonent Box Collision
W Ha30BuUTE ero TriggerZone.

[Toka o6sacTh KOJLIM3UK JOBOJIbHO Maia. [lepeiiute B maHens Details u Haligute pasmen Shape.
3anaiite cBoiicTBy Box Extent smauenus (32, 500, 500).

4 Shape

b Box Extent [x 320 O v 50000 |7 50000 Jo

Teneps 3anaiite cBoiictBy Location 3nauenus (2532, 0, 0). 3to pazmectut TriggerZone mpsiMo B
KOHEII MellIa TyHHEJ L. DTO 3HAYUT, YTO HOBBIN TYHHEJb JIOJDKEH OyJeT CO3/1aBaThCs TOJIBKO
KOT/Ia UTPOK JIOCTUTHET KOHYA TYHHEJIS.
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TenepL HaCTaJIoO BpEMs CO3aTh TOYUKY CIIayHa.

Co3paHune TOYKHM criayHa

J1st 3a)1aHUsT MECTOITOJIOKECHHSI TOYKH CITAyHa MOKHO UCIIOJB30BaTh KOMIIOHEHT SCene. Dtu
KOMIIOHEHTHI UAEATBHO MOAXOIAT IS 3a4aHUsI MECTOIOJIOKEHHM, IOTOMY YTO Y HUX €CTh
tobko Transform. Kpome Toro, onu BuauMsl Bo Viewport, TOATOMY BBl MOKETE BUCTh, T
HaXOJUTCS TOYKA ClayHa.



[Tepeitnure B manens Components U yOeIUTECh, UTO HUYETO HE BEIOpaHo. Jl00aBbTE KOMIIOHEHT
Scene u mepenmMenyiite ero B SpawnPoint.

-=. Compornents

4+ Add Componernt -~

iy BP_Tunnel(self)

iy StaticMeshComponent (Inherited)

™ TriggerZone
. SpawnPoint

Mem tynuens umeet JumHy 2500 enuHUI] 1o OCH X, TOATOMY UMEHHO 371eCh JIOJDKHA OBIThH
touka npucoeaunenus. [lepeiiaure B manens Details u 3amaiite coiictBy Location sHadeHus
(2500, 0, 0).

Crenyroliee, 4To HY>)KHO cJIeJIaTh — CO3/1aTh (PYHKIIMIO, KOTOpasi CIIAyHUT TYHHEIb B
SpawnPoint.

Co31aHue TyHHeJIeil B TOYKe CIIayHa

Haxxmurte nHa Compile u nepexmountecs Ha BP_TunnelSpawner.

Caenyromuit BP_Tunnel momken ciayautbes B SpawnPoint camozo danvrezo TyHHENS.
brnarogaps sToMy TyHHENb Bceraa OyIeT MPOA0KATHCS.



[TockonbKy caMblil JalbHUI TyHHENb Beerja OyaeT MOCASAHUM CO3JaHHbIM, TO HaM JIETKO
IIOJIyYUTh CCBUIKY Ha HEro.

Ortkpoiite rpad SpawnTunnel. Hasxcmume npasoii knasuweti mviuiu Ha xouTakTe Return Value
Hozaa Spawn Actor From Class. Beioepute Promote to Variable u nepenmenyiite nepeMeHHyto B
NewestTunnel.

- & SpawnActor BP Tunnel
-2

Class BP Tunnel w Return Value @ Newest Tunnel

@ Spawn Transform Location

Spawn Transform Rotation

O [ 00)7 00)z 09)

Spawn Transform Scale
O [ 70][v 10][Z 10]
Collision Handling Override

Instigator

Teneps y Hac Bcerja OyAeT CChlIKAa HA CaMblil JallbHUN TYHHENb.

Janee co3maiite HOBYIO (pyHKIHIO 1 HazoBuTe € SpawnTunnelAtSpawnPoint. Co3maiite
crenyromui rpad:
6 Spawn Tunnel :
B Spawn Tunnel at Spawn Point |
o o g
Target | gelf

& Spawn Location

B § ; 5 ) ) § UGEL IS /

Newest Tunnel Target Spawn Point Target Return Value @

OTa cxema 6y11eT moJIy4daTb CaMBIM HOBBIN TYHHCJIb U MECTOITOJIOKCHUC €TI0 KOMITIOHCHTA
Spawn POint, MMOCJIC 4YCTO CIIaYHUTb HOBBIM TYHHCJIb B 9TOM MCCTOIIOJIOKCHHUHU.



Yrobsr BP_Tunnel mor oomenuBaThcst nanabivu ¢ BP_TunnelSpawner, emy HyskHa ccblika. bes
nepenauu naHubix BP_TunnelSpawner e OyzieT 3HaTh, Ilie CIAyHUTh CICTYIONIUN TYHHEIb.

Co31aHue cChIJIKU HA CTIAYHEP TYHHeJIei

Haxxmute na Compile u 3akpoiite rpad SpawnTunnelAtSpawnPoint. ITepexitountecs Ha
BP_Tunnel.

Jlo6aBbTe HOBYIO IEpeMEHHYIO U Ha3zoBuTe ¢€ TunnelSpawner. B kauectse Variable Type
BeiOepute BP_TunnelSpawner\Object Reference.

4 Variable

Variable Name TunnelSpawner

Variable Type .BP Tunnel Spayvw

Haxxmure na Compile u nepeximrountecs Ha BP_TunnelSpawner.

Ortkpoiite rpad SpawnTunnel u 1o6aBbTe 0003HAUYCHHBIC HOBI:

Newest Tunnel Tunnel Spawner

Target

Temeps y kakaoro TyHHess Oyzet ceblika Ha BP_TunnelSpawner.

Hanee HyxHO coobumth BP_TunnelSpawner o HeoOxomuMocTH criayHa CleIyOIIero TYHHEs,
KOTJIa UTPOK BXOJUT B TriggerZone.

CKpI/IHTI/IHI‘ 30HBI TPHUITEPA

Haxxmure Ha Compile u nepexmountech Ha BP_Tunnel.

[Tepeiinute B nanens Components U Hasxxcmume npagoll kiasuwie Ha TriggerZone. Beibepure
Add Event\Add OnComponentBeginOverlap. 3to nobasut B Event Graph cienyromiuii HOI:



<> On Component Begin Overlap (TriggerZone)

B

Overlapped Component
Other Actor
Other Comp
Other Body Index O
From Sweep

Sweep Result

Dot HOJ OyIET BHIMOIHATHCSA Koraa Apyroi Actor kacaercs TriggerZone.
CHauaJia HaM HY)XHO TIPOBEPUTb, ABJIsETCs i ACtOr, kacaromuiicst TriggerZone, urpoKoM.

Iepemawume xoutakt Other Actor. OTmycTute J1e6yio KiaguuLy Mbluiy B IyCTOM IPOCTPAHCTBE
u BbiOepuTe B MeHio Cast to BP_Player.

< On Component Begin Overlap (TriggerZone) =+ Cast To BP_Player
P — P D
Overlapped Component Object Cast Failed [
Other Actor As BP Player
Other Comp
Other Body Index O
From Sweep

Sweep Result

Ilpumeuanue: TyHHEIb CIIAYHUTCS B KOHYe IPYTOTO TYHHEIS, TO3TOMY OH MPUBEAET K
cpabateiBaHHIO TpUrrepa TriggerZone storo tynnens. Cast to BP_Player npenorspariaer
BBITTOJTHEHUE BCEX JANbHEHIIMX HOOB, eciu Other Actor siBisieTcst TyHHEIeM.

Temneps nobaBrM 0003HaUEHHBIE HOBI Tocie Hoaa Cast to BP_Player:

Tunnel Spawner

’6 Spawn Tunne! at Spawn Point | DestroyActor
(‘; On Component Begin Overlap (TriggerZone) »+ Cast To BP_Player i

P Target arget | gof

From Sweep

Sweep Result

JlaBaiiTe MOCMOTPUM, YTO 3/1€Ch MPOUCXOIUT MOIIATOBO:

1. Korma Actor kacaetcs TriggerZone, seimonusiercs Hox On Component Begin Overlap
(TriggerZone)



N

Hon Cast to BP_Player nposepsier, siBIsieTcs JIn KacaroIUHCs aKTOP UTPOKOM

3. Ecmu ato urpok, To BP_TunnelSpawner co3aact HOBbI TyHHENb. Ero MecTomonoxenne
Oy/eT HaXOIUTCs B KOMIIOHEHTe SPawnPoint mociieiHero Co3JaHHOro TYHHEISL.

4. TlockonbKy cTapblif TYHHENb YK€ HE HY>KEH, UTpa yAaJseT ero ¢ MOMOUIbI0 HOJla

DestroyActor

Haxxmurte Ha Compile, BepHuTech B 0OCHOBHO# penakTop u Haxkmute Play. Korna Bel mocturiere
KOHIIa TYHHEJISI, UTPa CO34acT HOBBIH.

3aro/i0BOK crnoijiepa
XoTs urpa 6ECKOHEUHO CO3/1aéT TYHHEIU, OHU HE gvlenadam 6eckoHeuHbIMU. McnpaBuTh 310

MOXXHO, CACJIaB BUANMBbIMHU HCCKOJIBKO TYHHGJIef/'I. H03)Ke, Koraga Mbl COCIMHHUM HUX C
MPEIATCTBUAMU, UTPOK HE CMOXKET YBHUCTh, KaK CO3JAI0OTCA TYHHCIIN.

Co31aHmne HeCKOJIBLKHUX TYHHeJel

ITepBoe, 4TO HY)KHO ceNaTh — CO3/1aTh (PYHKIUIO, CO3AAIOLIYI0 ONpeIeIEHHOE KOINYECTBO
TYHHEJIEH.

Ortkpoiite BP_TunnelSpawner u co3naiite HoByto pyHkuuio ¢ HazBanueMm SpawnlnitialTunnels.
YroObl CIayHUTh ONPEICIEHHOE KOJMUYSCTBO TYHHENCH, MOKHO UCIIONIB30BaTh HOIl FOrLoop.

OTOT HOZ OyJIeT BBIINOJHATH COEIUMHEHHBIE C HUM HOJbI yKa3aHHOE KOJIM4eCTBO pas. JlobaBpTe
Hoxa ForLoop u coequnute ero ¢ Hozmom Entry.

B8 Spawn Initial Tunnels & ForLoop

»P — » Loop Body >
(» First Index [:‘ Index O»

(» Last Index ’_I Completed [

YroOs1 HO FOrLOOp BeIMOMHSIICS N pa3, He0OXoauMo 3a1ath s Last Index smauenne n — 1.

B stoM TyTOpHae Mbl OyaeM CliayHUTh mpu TyHHEIS. [l BBIIOJIHEHHS TPEX IIUKIIOB 3a/1aiTe
Last Index 3nauecHue 2.

. © ForLoop
B Loop Body >

~» First Index |—| Index O»

O» Last Index [ 2 | Completed >

Ilpumeyanue: ecau He 3amath moiist First Index wmm Last Index, To mo ymonuanuto oHu OyayT
paBHbI 0.

Korna urpa HaumHaeTcs1, UTPOK BCET/1a 0JDKEH HaXOAUTHCS B TYHHeENE. J{J1s1 3TOro MOYKHO
CO3J1aTh MEPBBIH TYHHEh B MECTOMIOJIOKEHUH UTPOKA.



Co3naHune nepBoOro TyHHeJst

UTto0b! onpeaenuTh, ObLI JIU CO3/IaH MEPBBIN TYHHEIb, Mbl MOYKEM ITPOBEPHUTH, 33/1aHO JIH
NewestTunnel. Ecii Het, TO 3TO 3HAYHT, YTO MEPBBIA TYHHENb el HE CO3/1aH, IOTOMY 4TO
NewestTunnel 3agaércs TONBKO noCIE TOTO, KAK UTPA CO3JACT TYHHEIIb.

Y00kl BHIMOJIHUATE 3Ty IPOBEPKY, 100aBum Hox IsValid (Ha koTopoM ecTh 3HaK BOMpOca) Mmociie
noxa ForLoop.

3atem noyuum ccbuiky Ha NewestTunnel u coenunnm e€ ¢ kontakrom Input Object Hona
IsValid.

_ IsValid

Loop Body p ————————————— P Exec Is Valid >

(» First Index |*] Index O» ——— Input Object Is Not Valid >
3 Newest Tunnel

O» LastIndex 2] Completed >

Ecau NewestTunnel e 3aman, To 6yaer Beinosaex vox IS Not Valid, u Hao6opor.

Jlo6aBbTe crieayroliee U coequHuTe HOIbl ¢ KontakToM IS Not Valid nona IsValid:
< Spawn Tunnel

———— »
———— J GetActorLocation
fGet Player Pawn argel : Target [ self |

» Player Index I] Return Value Target Return Value @ —— @ Spawn Location

OTa cxema 6y):[eT CO31aBaTb TYHHCJIb B MECTOIIOJIOKCHUN Pawn HUI'poKa.

3arem HaMm HYXXHO CO31aTh CICAYIOINEC TYHHCIIH.

Co3nanue cjeaylOmux TyHHe el

Jlo6asbTe HO SpawnTunnel AtAttachPoint u coenunute ero ¢ kourakrom Is Valid nona IsValid.
€ Spawn Tunnel at Spawn Point

B B

Target [seff

Is Valid

Input Object Is Not Valid [p




BoT kaK BBITTISAIUT TOTOBBIN Tpad:

& Spawn Tunme! at Spawn Point

B Spawn Inftisf Tenneds L Forloop

IlonBeném muror:

=

Hon ForLoop BeimosHsieTcs Tpu pasa

B mepBOM 1HKIIC OH CIIAYHHUT TYHHEh B TOYKE PACIIOJIOKCHHS UTPOKA

3. B mocnenyroonux mMuKiIax OH CIAyHUT TYHHENb B Touke SpawnPoint camoro HOBOro
TYHHEJIS

N

Teneps nepetiaure B Event Graph u ynanurte non SpawnTunnel. lo6aBbTe HOJ
SpawnlnitialTunnels mocie Event BeginPlay.

—— < Spawn Initial Tunnels
¢ Event BeginPlay Farget is BP Tunnel Spay

Target {E|

Haxxmure nHa Compile, BepHuTech B OCHOBHOM peiakTop U HaxxmuTe Ha Play. Ternepb TyHHEb
cTaja ropasao JiIuHHee!

3aroJi0oBOK crioiijiepa

Hrpa noka He O4YeHB CII0XKHA, TaK YTO JaBalTe 10OABUM MPETSTCTBHUA.

Co3nanmne npensiTcTBUil

Bor MCUIN, KOTOPBIC MbI 6YJ16M HCIIOJIB30BAaTh KaK MPCIIATCTBUA:



SM_Hole_01 SM_Hole_02

SM_Hole_03 SM_Hole_04

Ortkpoiite BP_Tunnel u nepeiinute B manens Components. Jlo6aBsTe kommoneHT Static Mesh u
nasosure ero WallMesh.

[epeiiaure B manens Details 1 u3menute ero cpoiicteo Static Mesh na SM_Hole_01.

3atem 3amaiiTe ero cBoiicTBy Location 3nauenue (2470, 0, 0), pacroyioxuB ero Takum 00pa3om B
KOHIIE TYHHEJIS.




YTo0BI cienath UTpy HHTEPECHEE, CTEHBI JOKHBI enié U BpamaThest. JJo6aBuM HOBYIO
nepemenHyto Float u HazoBém e€ RotateSpeed. 3amaaum Default Value 3nauenue 30.

[epexmountecs B Event Graph u naiinute Hox Event Tick. Co3aaiiTe cleyroIyro cxemy:

_f AddLocalRotation

6 Event Tick
» ——m———————
Delta Seconds @ Wall Mesh Target

@ Delta Rotation X (Roll)
’ / Delta Rotation Y (Pitch)

© [o0)

Rotate Spe d r — @
otate Speed @ Add pin + Delta Rotation Z (Yaw)

' (0]

10 3acraBut WallMesh nmoBopaunBatbest Kakablil Kaap Ha 3aIaHHYIO BETMYHHY.

Haxxmure na Compile u BepauTech k ocHOBHOMY penaktopy. Haxxmure Ha Play, 4uro0sl yBuieTh,
KaK MOBOPAYMBAIOTCS CTCHBL.

3aroJioBOK croiijiepa

JaBaiite crnenaem urpy emé nHTepecHee, 100aBUB CTEHaM BapUaTHBHOCTH.

Co3nanue Bapuanui CTeH

Bwmecro co3nanus HoBoro Blueprint asist kax ol Bapraiuy, Mbl MOKEM ITPOCTO
panomusuposats WallMesh.

Ortkpoiire BP_Tunnel u co3naiite HOBYI0 QyHKIHMIO o HazBanueM RandomizeWall. 3arem
co3JaiTe cienyomun rpad:

O ——
wall Mesh

* [ set static Mesh
¥ Randomize Wall Target is Static M

& B D

Target Return Value

New Mesh

Kak cnenyer u3 Ha3Banus, Hoxa Set Static Mesh 6yner 3anasare WallMesh nepegannsbiii merrr.

YT100BI CO31aTh CIIMCOK CTATHYHBIX MEIIEH, MOKHO UCIIOIL30BaTh HOZ Select.



Ilepemawume xoutakr New Mesh. OrmycrtuTe zeeyro kiasuuty mviwiu Ha IyCTOM IIPOCTPAHCTBE
u nobasbTe HOI Select.

wall Mesh

* f set static Mesh

&8 Randomize Wall

& & D
Target Return Value

New Mesh
3+ Select

Option 0 Return Value

Option 1

yelect Asset -

O» Index STARTE I

Hopx Select mo3Bosisier 3amarh criucok BapuanToB. Bxox Index onpenenser, kakoii Bapuant Oyaer
BBIBOIMTH HOI Select.

VY Hac ecTh YeThIpEe MeIlia CTEH, I03TOMY HY)KHO co31aTh enié aBa konrakra Option. 3to MoKHO
crenath npasvim wenukom Ha Hone Select, Beiopas Add Option Pin. TToropsiite 3Ty omneparuio,
1oKa y Bac He Oyzer uemsbipe konTakTa Option.

3» Select

Option 0 Return Value

Option 1

ot v

OES o Wildcard  ~

Tenepp 3analiTe KaXA0My BapUaHTY CIEAYIOIINE 3HAYCHHUS:

e Option 0: SM_Hole 01
e Option 1: SM_Hole_02
e Option 2: SM_Hole_03
e Option 3: SM_Hole 04



3+ Select

Option 0 Return Value
SM_Hole_01

Option 1

Option 2

Option 3

sM_Hole_04 w

O lex

Teneps caenaem Tak, 4TOObI BHIOMpACS CIy4allHbIA BapUAHT.

Pangomu3zanusa creH

Jlst mosrydeHust CIy4aifHoro Yrciia MOKHO MCIIoIb30BaTh HO Random Integer in Range. Dtot
HOJT BO3Bpalaer 3Hauenue >= Min u <= Max.

Jlo6assTe HO Random Integer in Range u coequnmte ero ¢ konrakrom Index noma Select.

3+ Select

Option 0 Return Value
SM_Hole_07

Option 1
SM_Hole_02

Option 2
SM_Hole_03

, Option 3
| Random Integer in Range SM_Hole_04
O» Min @] Return Value @ — @ Index

O» Max ‘@

3anmaiite Max 3aauenue 3. To JacT HaM YeThIpe BO3MOXKHBIX yucia: 0, 1, 2 u 3.

—
_f Random Integer in Range
O» Min (0]  Return Value @

O» Max ' 3

YrtoObl 106aBuTh ciydaitHOCTH, naBaiite npuaanum WallMesh ciyuaitabiii noBopor. [lo6aBeTe
creayroriee mocie Homa Set Static Mesh:



" AddLocalRotation

T — Target
wall Mesh , :
@ Delta Rotation X (Roll)

Delta Rotation Y (Pitch)

- © [og] I
/| Random Float in Range :

O Min [0] Return Value @ o [i)%“g]RO(aUO” Z(Yaw)

O Max | 360 v

Oro nobasut WallMesh ciyuaiinsiit moBopot B uatepsaie ot 0 1o 360 rpagycos.

BoT Kkak BBITJIIIUT TOTOBEIH rpad:

Wal Mesh
J Set Statie Mash
B Randomize Wall

"3+ Select

IlonBeném mutor:

Hogx Select mepemaér crimcok meriei

C nomoreto Homa Random Integer in Range BeiOupaeTcst ciydaitHbIiA Meti
Hox Set Static Mesh 3agaér WallMesh BeiOpanubIii Merir

Honx AddLocalRotation no6asssier cmemnienue cirydaiinoro nosopora WallMesh

N

Haxxmure na Compile u 3akpoiite rpadg RandomizeWall.

[Mepexmountech Ha BP_TunnelSpawner u otkpoiite rpad SpawnTunnel. JlobaBbTe BbIACICHHBIN
HOJ:

—— ———————
< Randomize Wall

B

Newest Tunnel Tunnel Spawner ‘ Target

Target




Teneps npu criayHe TyHHEIS Y HETO Oy/IeT CITy4alHbIN MEIl CTCHBI.

3akpoiite rpad SpawnTunnel u nasxmute Ha Compile. Bepaurech B OCHOBHOM peIaKToOp U
Haxmute Ha Play, uTo0b! yBuIeTh Bapuanuu creH!

3aroJi0BOK crnoijiepa

Ecin BBI CTOJIKHETECH CO CTEHOM. TO NEPECTaHETEe ABUraThes Brepen. OMHAKO eCli IPOJOILKUTE
JIBUTaTbCs U MMPOUIETE CKBO3b OTBEPCTUE, TO CHOBA HAYHETE JIBUTaThCs BIEPEL.

Crnenyronmm maroM OyJIeT OTKIIOUSHHUE IBIKEHUS BIEPE MOCIIE CTOJKHOBEHUS UTPOKA CO
CTEHOI.

O0padoTKa KOJNJIU3HUI CO CTEHAMM

JIiist BKITFOYEHHSI U OTKJIFOYEHUSE IBHKEHHS BIIEPET MOKHO MCIIOJIB30BaTh IIepeMeHHyro Boolean.
Ona uMeeT Bcero aBa cocrosaug: true u false.

Ortkpoiite BP_Player u co3naiite HoByto nepemennyro Boolean nox nazsanuem IsDead.

[Mepeiinure k Hoxy Event Tick u co3aaiite Hox Branch.

Teneps monmyuute cchuiky Ha IsSDead u coequnute ero ¢ konrakrom Condition voxa Branch.

_.,,, Branch
D True

Condition False

Coenunute Hox Event Tick ¢ momom Branch. 3arem coennnure xkontakT False voma Branch c
nonoM AddActorWorldOffset.

< Event Tick Branch
» —MmM8Mm True >
Delta Seconds @ ’ Condition False p = P D

| AddActorWorldOffset

Target | self Sweep Hit Result
\
\ ~ o
T, et ——t— @ —— @ Deita Location X

X
o TTTT—— ™ > ~ Jeita Location Y }
Forward Speed @~ ® Add pin + O Delta Location ¥ (0.0

¢» Delta LocationZ [ o |
Sweep 9
T'eleport D

Teneps xorna IsDead paBHo true, urpok OyJaeT OCTaHABINBATHCS.

Teneps HyXHO 331aBaTh epeMeHHyI0 ISDead, kora urpok cTankuBaeTcs CO CTEHOM.

3ananue nepemenHoii IsDead



Haxxmute na Compile u nepexarountecs Ha BP_Tunnel. B manenu Components nascmume
npasoi knasuueti moruu Ha \WallMesh u Beioepute Add Event\Add OnComponentHit. Dto

no6asuth B Event Graph cnegyrommii HOI:

<> On Component Hit (WallMesh)

B

Hit Component
Other Actor
Other Comp

Normal Impulse O»

Hit

DTOT HOX OYJET BBIMOJIHATHCS MPH CTOJIKHOBeHUH apyroro Actor ¢ WallMesh.
Bo-niepBbix, HaM HY)KHO ITPOBEPHTS, SIBIISICTCS JiM urpokoM Actor, crosikuysiuiics ¢ WallMesh.,

Ilepemawume xourtakt Other Actor. OTmycTuTe egyro Kiasuuly Mvluiu Ha IyCTOM
IpoCTpaHCTBe U BeIOepuTe B MeHto Cast to BP_Player.

< On Component Hit (WallMesh) »» Cast To BP_Player
»P—» D
Hit Component Object Cast Failed
Other Actor @ As BP Player
Other Comp
Normal Impulse O»

Hit

Ilepemawume xoutakt BP_Player noma Cast to BP_Player. Ornycrute egyro knasuuty Ha
MyCTOM IPOCTPAHCTBE U 100aBbTe HOM Set Is Dead.

3anaiire IsDead 3nauenue true, moctaBuB ¢adicox.

»» Cast To BP_Player

> D—p |

b

Object Cast Failed Is Dead A

As BP Player Target

Haxxmute Ha Compile u BepHuTECh K OCHOBHOMY penaktopy. Haxkmute Ha Play u mompoOyiite
CTOJIKHYThCSI CO CTEHOM. Ecin BbI epeMecTUTeCh K OTBEPCTHIO, TO HE OyJIETe IBUTATHCS CKBO3b

HETO JaJIbIIIE.

3aroJi0BOK cnoiiiepa



B crnenyromem pazaene Mbl HayduMcs OTOOpa)kaTh KHOIIKY Mepe3anycka, Korjaa urpok
yZapsieTcsi O CTEHY.

OTto0paskeHue KHOMKH Nepe3anycka

Bumxker, koTopsiii Mbl OyzieM oToOpaxarts, Ha3biBaeTcst WBP_Restart. Ero moxxHo HaliTH B
nanke Ul. BoT xak OH BBITJISIINT:

YT1o0bl 0OTOOPA3UTh MK CKPBITh BUKET, HAM HY)KHA CChblTka Ha Hero. Otkpoiite BP_Player u
cosnaiite HOBYIO iepemennyro RestartWidget. Msmenute Variable Type na WBP_Restart\Object
Reference.

4 Variable

Variable Name RestartWidget

Variable Type M WBP Restart w

3atem niepeiinure B Event Graph u Haiiaure Hox Event BeginPlay.
Jlo6aswsTe HO Create Widget u 3anmaiire Class snauenne WBP_Restart.

Temneps nobasbTe HOA Set Restart Widget u coenmunute Bcé cremyronmm oopa3om:

{ Event BeginPlay ¥ Create WBP Restart Widget

' SET
P — » » —H

Class WBP Restart Return Value Restart Widget

Owning Player

Teneps mipu criayHe UTpoka Mbl Oyaem cosznaBath dk3emiusip WBP_Restart. Cnexyronum marom
Oynet co3nanue GyHKIMHA, OTOOPAKAIOIIEH ITOT IK3EMIUIAP.



Co3nanne GyHKIUM 0TOOPAKEHUS

Cosnaiite HOBYIO (yHKIHIO 1 HazoBuTe e DisplayRestart. Crienas 310, co3aaiite clieayrommii
rpad:

~ J Get Player Controller

Player Index ' | Return Value

| Add to Viewport
= Display Restart

SET

Show Mouse Cursor
N %

Restant Widget to Focus Target

ITonBeném uror:
1. Add to Viewport otrobpakaer RestartWidget na sxpane
2. Set Input Mode Ul Only no3Bossier urpoky B3auMoeicTBOBaTh TOJIbKO ¢ UL Mbl
Jie7IaeM Tak, 4TOObI HTPOK HE MOT MEepPEeMENaThes, MoKa OH MEPTB.

3. Kak moxHO moHsTh U3 Ha3BaHus1, Set Show Mouse Cursor mpocto oTobpaxaer Kypcop
MBIIITH

Jlnst oToOpakeHus1 KHOTIKH Tepe3arycka HaM HY»HO MpocTo Bbi3biBaTh DisplayRestart mocie
CTOJIKHOBEHHS UTPOKA CO CTECHOM.

Bb130B pyHKIMH 0TOOpAKEHUSA

3akpoiite rpad DisplayRestart u naxxmute Ha Compile.
[Mepexmountech Ha BP_Tunnel u naiinute Hogq On Component Hit (WallMesh).

Jo6aswsTe HO DisplayRestart B koHelr menovyxku HOOB.

& Display Restart
< On Component Hit (WallMesh) »+ Cast To BP_Player

=
P —» > —»

Hit Component Object Cast Failed > Is Dead 8

SET

As BP Player Target

Normal Impulse O

Hit

Haxxmute na Compile u 3akpoiite BP_Tunnel. Bepautecs kK OCHOBHOMY peIaKTOPY U HAKMHUTE
Ha Play. Koria urpok crajikuBaeTcsi co CTeHOM, 0TOOpakaeTcsl KHOIKA Tepe3amnycka.

3aros10BOK cnoisiepa



[Tocneanum marom OyAeT nepe3anyck Urpbl Py HAXKATUH HA KHOTIKY.

IHepe3anyck urpsl

[Tpu nepe3amycke Urpa JoJ’Ha BBITOIHATH ABA IEHCTBUS:
1. CoOpacbiBaTh COCTOSTHUE UTPOKA. DTO BKIIIOYAET B ce€0sl M CKPHITHE KHOIKH Iepe3amnycka ¢

JKpaHa.
2. TloBTOpHO co3/aBaTh TyHHENIH. TakuM 00pa3oM UIPOK CTApPTYeT ¢ Havyaja TYHHEIs.

JagaiitTe HauHEM co cOpoca Urpoxa.

Copoc urpoka

Otkpoiite BP_Player u co3naiite HoByto ¢pyukuuto RestartGame. Coznaiite cieayromnmii rpad:

Get Player Controfler

ayer Incex

/ Remove from Parent —
™ Restart Game g 1 | Set Input Mode Game Only

IlonBeném mutor:

1. Set Is Dead mpucsauBaet IsDead 3nauenue false. 1o cHOBa BKIIOYaET BO3MOXKHOCTb

JIBUKEHUS BIIEPEN.

Remove From Parent ynanser ¢ sxpana RestartWidget

3. Set Input Mode Game Only cHoBa BkITIO4aeT BO3MOKHOCTh YIIPABICHHUS B UTPE, YTOOBI
UTPOK MOT IlepeMelaThbCs

4. Set Show Mouse Cursor ckpbIBaeT Kypcop MBbIIIH

N

Tenepb HaM HY’KHO CHOBa CO3J1aTbh TYHHECJIH.

IHoBTOpHOE CO31aHUE TYHHEeIeH

Haxwure na Compile u 3akpoiite BP_Player.
Ortkpotite BP_TunnelSpawner u nepeiinure B rpad SpawnlnitialTunnels.
BO-HepBBIX, nepea CoO31aHueM HOBBIX TYHHCHCﬁ HaM HYKHO YJaJIUTh YK€ UMCIOIIHCCH.

Jlo6aBbTe HO Sequence mociie Hoaa Entry. Coenunure kontakt Then 1 ¢ Hogom ForLoop.



B8 Spawn Initial Tunnels §- Sequence

»P — P Then0
Then1
Add pin +

Nr—
. © ForlLoop

& Loop Body

O» First Index [ ] Index O»

O Lastindex 2] Completed [>

prwettaﬂue: HO Sequence BBITIOJIHACT CBOU BBIXOABI B IMOCJICAOBATCIBHOM ITOPSAOKE. 9T0
OTJIMYHBIHN CIIOCO0 YIopsAa04YUTh rpaq) BCPTHUKAJILHO, 0COOEHHO Koraa OcIio4Ku HOJOB OYCHDb
JJIMHHBIC.

3areM co3iaiTe CleIyroIIe HObI:
if': bestroyAcfor
zls ForEachLoop Target is Acto
D P — P Exec Loop Body p —— B D

Actor Class Out Actors : Array Array Element Target
BP Tunnel w

Array Index O»

Completed [>

OTa cxema MMOJIYYHUT BCC CYHICCTBYIOIIMUC TYHHCIIN U YIAJIUT UX U3 UTPBI.

Haxownerr, coenuanm koaTaktT Then 0 moma Sequence ¢ mogom Get All Actors of Class.
Biiaromapst 5ToMy TYHHEIH YAAISATCS [0 TPOIECCA CO3TaHusL.

BoTt kak BBITTIAIAT KOHEUHBIN rpad:

[ Oet Bl Acvers OF Gisss .A, Fortachloop
- » “ 03 Bed

B Spewn ntal Tonek
> & Spovan Turnw! a1 Aivach Port

AR e

HOCHCI[HCC, YTO HYKHO CACIATb — 06pa60TaTB HaXaTHUC HAa KHOIIKY.



O0padoTka HaKaATHIl HA KHONKY

Haxxmure na Compile u 3akpoiite BP_TunnelSpawner.

[Tepeitnure B Content Browser u Haitnure nanky Ul. /[sascowvr wénknume na WBP_Restart,
YTOOBI OTKPBITH €TO.

Bribepure RestartButton u nepeiinure k nanenu Details. [lepeiinure B pazgen Events u
HakMuTe Ha kHonky psaom ¢ OnClicked.

4 Events

0 OnClicked

© OnPressed
© OnReleased
O OnHovered

O OnUnhovered

Oro cozmact Hox On Clicked (RestartButton). DToT HO BBIMONHAETCS, KOTa UTPOK HAKUMAET
Ha RestartButton.

Boccospaiite cnenyroniyto cxemy:

Pes tartBuatton) «s Cast To BP_Mayer [ Set Al Actars OF Class

ITonBeném mror:

1. Get Owning Player Pawn Bo3Bpaiaet Pawn, KOTOpbIM B TEKYIIMIl MOMEHT yIpaBiIsieT

UTPOK

Cast to BP_Player nposepsier, npunaiexur i Pawn k kinaccy BP_Player

3. Ecum 510 Tak, TO oH BeI3bIBaeT (pyHkMo RestartGame. Ora ¢pyHkuus copacbiBaer
UTPOKa M CKPBIBAET KHOIIKY Iepe3anycKa.

4. Get All Actors of Class u Get Bo3epamaer BP_TunnelSpawner u Boi3biBaeT
SpawnlnitialTunnels. Ota dyHkus ynanseT Bce CyIIECTBYIOIIUE TYHHETH U CIAYHHUT
HOBEIE.

N

IIpumeuanue: Bam MOXeT OBITh HHTEPECHO, TTOYEMY 51 HE UCTIONB30BaJ IEPEMEHHYIO-CCBUIKY
st BP_TunnelSpawner. I'maBHas npuunHa 3akirouaetcs B ToM, uto BP_Tunnel e cBs3an ¢
WBP_Restart. /I Hamieil mpocToil Urpsl Ipolile peaan30BaTh TaKOM crocod, YeM BBISCHSTD, Iie
XPaHUTh EPEMEHHYIO-CCBUIKY.

Haxwmure na Compile u 3akpoiite Blueprint editor. Haxxmure Ha Play, uto0Obl mpoBeputsh padboTy
KHOIIKH Tepe3anyckal
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