Chapter 1:Object Interaction with Blueprints

Creating a project and the first level
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Setting a template for a new project
Choose a template to use as a starting point for your new proj

# Blueprint o C++
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Flying
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ttings for your project. Don't wori can ch d the Starter Content to yo
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Adding objects to our level

StaticMeshActor
Edit FirstPerson
I Blue

31 actors (1 selected) © View Options~

i Details

3 CylinderTarget '
Search fo E o~

4+ Add Component - « Blueprint/Add Script

Exploring materials

Material Properties and Blueprint Nodes

! TargetRed
O Base Color
O Metallic

O Normal

O World Position Offset

O Ambient Occlusion

4 Parameters




BEo-
4 Material Expression Vector Parameter
i Default Value
4 General
Parameter Name ([T -

4 Material Expression

Color Picker

1ere to save

: New

«

4 Advanced

TargetRed

@ Base Color
Metallic
pecular
O» Roughne

Emissive Color

o Froooooo |
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Adding substance to our material

4Debug
DebugScalarvalues
4 Parameters

Y TargetRed

f @ Base Color
[ L )
— Metallic
P
O» Specular
@ Roughness

O Emissive Color

Metalic
0.1 O Normal

O+ World Position Offset

Roughness '.,

O Ambient Occlusion




Creating our first Blueprint

Select Path

[ Il StarterContent

> | Engine Content

I IIMVEINY CylinderTarget_Blueprint

Create Blueprint Cancel




Exploring the Event Graph panel

f con

ma EventGraph

>

Right-Click to Create New Nodes.
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Detecting a hit

All Actions for this Blueprint Context Sensitive
hit %
4 Add Event

4 Collision

O Hit

4 Collision
[ |

M Assign On Actor Hit

B8 Eind Event to OnActorHit

=" Break Hit Result

- . _ -
mm Unbind all Events from OnactorHit
B8 Unbind Event from OnactorHit

> Event Hit
Executable actions
My Comp 4Physics
Other [ set Physical Material Override (StaticMes
4Rendering
4 Material
Self Moved J set Material

Other Comp

Hit Location _f: 8
j SetV

A Utilities

Hit Mormal
Mormal Impulse A Struct

Hit == Set members in PaperTerrainMaterialRule




Swapping a material

O EventHit L [ Set Material

»
My Comp

Other Target f |
Other Comp O» Element Index [0_]
Self Moved Material
Hit Location O -
Hit Normal O |: None )
Normal Impulse O

Hit

Path: /Game/Firs
Material [
[
[

ler
Normal Rough
ault Lit




Improving the Blueprint

> Event Hit

My Comp

Other Contex

Other Com
L 4 Add Component

Self Moved 4Movement
Mt Losation f Add Prejectile Movement Compo
| A Utilities
Hit Mormal 4 Casting
Mormal Impulse Lo o Proj

Hit

&> Event Hit ;
»+ Cast To FirstPersonProjectile

My Comp

Object
Other 3

Other Comp As First Person Projectile
Self Moved Material
Hit Location
Hit Norm
Normal Impul

Hit
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Adding movement

Changing actor mobility and collision

y& CylinderTarget_Blueprint .
Ho-

= Add/Component ~ e Edit Blueprint ~

%} CylinderTarget_Blueprint(self)

i StaticMeshComponent (Inherited)

4 Transform

{400 J0 6000 7 1200
« S ) 2 COD
S ¥ ST ST

Mobility @ Static |45k

4 Static Mesh Movable objects can be moved and changed in game.
» Totally Dynamic

# Allows Dynamic Shadows

= Slowest Rendering

4 Transform

Scale » ) 10 |2 10 [ 10 W

Mobility Static [y
- Sockets
- Static Mesh

> Materials

> Physics

Collision
Simulation Generates Hit Events
verlap Events
> Collision Presets

Can Character Step Up On
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Storing data with variables

4 Variable

+

== Direction

Event Dispatchers

4 Default Value

Speed

Readying direction for calculations

Morklra atr difgeilon Y2eior

J Normalize

Diection @ — o, ,

RetumValue @

Getting relative speed using delta time

‘li- B g | - -
SGEINESPEEUNEIaHVERONIMIE!

| Get World Defta Seconds

Retum Value @

Speed @——

12

T
[
[
[
[




Translating existing location

Normalize ourdirecion vector:

Addispeedanddirection toicurrentiocation:
f Normalize . S""Make Transform
Direction @ — ®A Return Value @ | ®* — @ Location Return Value

Add pin 4+

" Get World Delta Seconds

Return Value @

_f Get World Transform “7 Break Transform
< In Transform Location @
Target Return Value g
Rotation @

Scale @
Static Mesh Component

Updating location

UITECTIONNOICUTIENTE REVETYTameIPUatedosation!

¢ Event Tick | set Actor Transform

"= Make Transform

Retum Value

l

EveryiErame updatelocation| EVEryIoISECONUS, SWITCHAITECH O

f oy ° Direction
» Completed B » \ O [ 00][V 100][Z 00

& Event Tick f set Actor Transform

O Duration [6_|

SET

Direction
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Chapter 2: Enhancing Player Abilities

Adding the running functionality by extending a Blueprint

Breaking down the Blueprint character movement

| Stickinput

<> InputAxis TurnRate f Add Controller Yaw Input
C3

Axis Value @

" BaseTumRate @ ——— Add pin +

| Get World Delta Seconds

Return Value @ =

& InputAxis LookUpRate /' Add Controller Pitch Input

Axis Value @

" Base Look Up Rate @ ——

| Get World Delta Seconds

Return Value @ =
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MOVERENINPUL

nputAxis MoveForward _J Add Movement Input

: »
Axis Value @

Target |

_f Get Actor Forward Vector @ World Direction

@ ScaleValue

Force

_J Add Movement Input

P
Target [self]
.W @ World Direction
3 @ Scale Value

Target [s | Return Value @
Force

Customizing control inputs

4 Action Mappings 4= @

, I
» O
- CE

_ Left Shift ~E
, +
u Right Mouse Button - [




Adding a sprint ability

SPhnt
<> InputAction Spfir;t -

» Max Walk Spes

Target

Movement \ SET
»
» Max Walk Speed [6

Target

J* Components

4+ Add Component ~ search
I» Variable
4 Sockets

Paren
Character Movement

4200
44 765083

B iy Blueprint
+ Add New ~ [EEEEIIN®] @ ~

Graphs +
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Actions taking a(n) Character
Movement Component Reference

Character Movement B 2k speed X

4Variables

A4 Character Movement

= Get Max

Walk Speed
Walk Speed Crouched

== Set Max Walk Speed

Animating a zoom view

& InputAction Zoom

Pressed [

First Person Camera

SET
»
O» Field Of View [45 |

Target

Contex
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Using a timeline to smooth transitions

ﬁ E E E Length [CECJNN M0 use Last

D00 0.03 0.06

Field of View MR Value 45000004
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riegne Clieic jur Zoorg)

> InputAction Zoom

B Play

ay from Start

rerse from End
t New Time

New Time [0.0]

4 Projectile Bounces

Should Bounce

Bounce Angle Affects Frictio

“(® Timeline_0

SET
[ g

Update
ECSiclv @ Field Of View

Finishe
— Target
Direction

Field Of View @ First Person Camera
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Adding sound and particle effects

Giving our targets state with branches

»+ Cast To FirstPersonProjectile ' " Bra nch

[ ] P —— B True [
Object Cast Failed [ Condition False [>

As First Person Projectile

—_—

Prirmed

D
- Branch | Set Material
¥ True [

I »
Condition False [P -
Target [self] Primed

» Element Index [0_]

Material
e
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Triggering sound effects, explosions, and destruction

——
_ Branch f Play Sound at Location
[ True p == P

Condition Falze [P Sound

& Location

f Destroy Actor
| Spawn Emitter at Location

»
~» > — »

Emitter Template Retumn Value Target |self |

~—— @& Location

Rotation ;
00|(FP 00 (v 00|

Auto Destroy
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WHEMGIAUmyed andiSettopnmed M alreadyiprmed sd estroyselfs

» Event Hit »+ Cast To FirstPersonProjectile _Branch f Play Sound at Location
» P

My Comp Object ast d Condition
Other
Other Comp
If Moved

Hit Location @
Hit Norma
Normal Impulse C Emitter Template Return Value
Hit g :
@ Location

» Element Ind tic

[F-00) 7 50) [ 00)

Material
< >

Auto Destroy

SET
— B D - Destroy Actor

Primed
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Chapter 3: Creating Screen Ul Elements

Creating simple Ul meters with UMG

4dVariables

I» My Character
I Components
Dffset
BaseTurnRate

rCurrentAmmo
KillCount

Drawing shapes with widget Blueprints

‘1= Hierarchy;

Search Widgets D
4 [Root]

anvasPanel]

Play ts Bars
Health Bar
Stamina Bar

999999499

1 Details

Player Stats
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Customizing the meter's appearance

1 [Details

Player Stats B s Variable Open Horiz

4 Slot (Canvas Panel Slot)

+

Targets Eliminated : 0
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Displaying the HUD

> Event Begin Play "8 Create HUD_C Widget

> —»
Class HUD Return Value

Owning Player

DIaWwiiUDIOTESCIEET]
&> Event Begin Play ‘ "8 Create HUD_C Widget = [ Add to Viewport
> » ———

Class HUD~ Return Value
Target

Owning Player
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Connecting Ul values to player variables

Creating bindings for health and stamina

=] Health Bar Is Variable Open Progre

I» Slot (Vertical Box Slot)

I Style

4 Appearance
Bar Fill Type
Is Marquee B
+ (N
"

Create Binding

8 Get Health Bar Percent 1 “+» Cast To FirstPersonCharacter
P— P
Object Cast Failed
" [ Get Player Character As First Person Character

O Player Ind |  ReturnValue

8 Get Health Bar Percent 1 “w» Cast ToFirstPersonCharacter B ReturnNode
D= =D
Object Cast Failed > @ Return Value
As First Person Character
“f Get Player Character

> rIndex [0 Return Value §
O» Player Index [0 Target Player Health
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et Stamina Bar Percent 0 »+ Cast To FirstPersonCharacter ReturnNode
D-==-P »P—»

CastFailed >  ~ @ ReturnValue

As First Person Character

pS—— —————
S Get Player Character Target Player Stamina @

O Player Ind | Return Value

Making text bindings

Details

@ 8 s Verable

4 Slot (Horizontal Box Slot)
Padding
Auto| Fill

Alignment -

| Alignment

4 Content

Text

4 Appearance Create Binding

#m Get Ammo Left Text 0 »+ Cast To FirstPersonCharacter = ReturnNode

»P—» e — === —————— 4
Object Cast Failed [ f 34l @ Return Value
— @ Value Return Value @
v

As First Person Character !
“ [ Get Player Character

y n Return Value
Playerind ’ Target Player Current Ammo

mm Get Target Count Text 0 stPersonCharacter s ReturnNode

» — ==
Cast Failed > @ Return Value
As First Person Character » xt (Int)
'm —+ @ Value Return Value @»

— v
| Return Value

Target Target Kill Count @
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Tracking the ammo and eliminated targets

Reducing the ammo counter

Sound at Location
SET

Player Current Ammo

Player Current Ammo

Increasing the targets eliminated counter

»+ Cast To FirstPersonCharacter
P — P [ L 4

Return Value Object Cast Failed > Target Kill Count

SET

As First Person Character Target

=

Target Target Kill Count
‘Ll Add pin +
" Get Player Character

» Playerindex [0 |  Return Value

Targets Eliminated: 1

iy o S

-~
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Chapter 4: Creating Constraints and Gameplay
Objectives

Constraining player actions

Draining stamina while sprinting

All Possible Actions [ Context Sensitive

4 Add Event
& Add Custom Event...

© An event with customizable name and parameters.
hold (Cmd + Alt) for more

Sprinting DransstaminabySprntiCost
- - 1L C Branch f Clear Timer

<> Sprint Drain > SET >t » s

» R @ Player Stamina O Condition False [

i

- — s
Player Stamina @~ > 18 — » SET

Is Sprinting?

—. ] O Max Walk Speed {600
Sprint Cost @ K Speed B2
\

/ ~ Target
Character Movement
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Using looping timers to repeat actions

& inputaction sprint || (%C_ Branch

True

Released Condition Fals

——
Player Stamina @  —— @

Sprint Cost @

Max Walk Speed |

e ——
Character Movement Target

SET
»

Is Sprinting?

SET

O Max Walk Speed

Target

[ Clear Timer
P

Obje

Fu

rint Dra

Tirne

Looping

| Clear Timer

Object
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SET
»

Is Sprinting?

SET

Is Sprinting?

f set Timer




Blocking actions with branch

& InputAction Sprint "C,_Branch

Pressed p — B True

Released p L Condition False [

" Player Stamina @ — @
.
Sprint Cost @

Regenerating stamina

Hechargesstaminanvieter;

——
> Event Tick C_Branch | Delay ° .
: » Completed b =~ B

Delta Seconds O ondition alse i O Duration |1 @ Player Stamina

SET

Is Sprinting?

- Branch
»

Condition False [

Player Current Ammo @
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Creating collectable objects

Setting up collection logic

32
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> Event Actor Begin Overlap “»+ Cast To FirstPersonCharacter SET

»
» - » > —

® Player Current Ammo

Other Actor Object Cast Failed
" Target

As First Person Character
o ———

Target Player Current Ammo

Ammo Pickup Count @ - Add pin 4

Play Sound at Location Destroy Actor
SET

hyer Current Ammo
get
v

" f Get Actor Location

Add pin 4 Target Return Value @
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Setting a gameplay win condition

Displaying a target goal in the HUD

8 Get Target Goal Text 0 =+ Cast To FirstPersonCharacter = ReturnNode

| s e e — ]
@ Retum Value
"J GetPlayer Character AsFi Sharacte ~f ToText (int)
O Player inde: 1 RetumValue A ———— @ Vvalue Retum Value @

v

Creating a WinMenu

Horizontal Al
al Align

4 Content
4 Appearance

olor and Op: & .Inherimm

&> onClicked (Button_131)

¢ onClicked (Button_241) [ Quit Game
| S
ific Player

Quit Preference
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Displaying the menu

CreateWin' Menu once End

D

& EndGame [ set Game Paused

[ Get Player Controller

Player index [0 | ~ ReturnValue

areimet:
"B Create Menu_C Widget
Class Win M

Owning Player

Triggering a win

sonCharacter

» Target Kill Count

-»
» b——_
ast Failed [
@l Target
Character

— g “_I Add pin ==
Target Target Kill Count @

Target Target Goal @

Paused Return Value

Return Value

Target

SET

same conditions are met.

Show Mouse Cursor

" add to Viewport

Target

¢ End Game

Target

| f Destroy Actor

Target [self]
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Chapter 5: Making Moving Enemies with Al

Setting up the enemy actor to navigate

Expanding the play area
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Creating navigation behavior

Setting up patrol points

}'r Blackboand ;.N Blackboand Details

+ search —————OL=

4 Parent
Mew Key

Parent Mone
dKeys 4 Key

FPatrolPoint Entry Name

Sy W e il The next location to patrol jal

[ Key Type

| Get Blackboa rd

Self .
it Target Return Value

f Make Literal Name , Object Value

Value |PatrolPoint | Return Value @

P ——

" Current Patrol Point
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© Event Actor Begin Overlap C_Branch
» ——» True p ———————— P
e e
Other Actor Condition  False B Patrol Point 2 Current Patrol Point

|
|

SET

< Branch !
R ——
SET
e e —
Patrol Point 1 » =l »

Condition False > Current Patrol Point

Patrol Point 2 Patrol Point 1

Event Begin Piay » [ Run Behavior Tree
8

urn Value

38



Teaching our Al to walk with the Behavior Tree

. ROOT,

EnemyBlackboard

. ROOT,

EnemyBlackboard
A4

‘W’ Selector
tor

v <

0
" Move to Patrol u Idle

Seqguence Sequence

A Y

=+ Move To s Wait
MoveTo: PatrolPoint Wait: 3.0s

4 Materials

TargetRed
Element O
Textures

4 Default

Patrol Point 1 PatrolPointl
Patrol Point 2 PatrolPoint2

Current Patrol Point PatrolPoint2
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Making the Al chase the player

Giving the enemy sight with Pawn Sensing

BETLEEnel | All Actions for this Blueprint

4 Add Event for Pawn Sensing
4Event Dispatchers

When'Playeris Seen; Storeithatiknowledgennithe Blackboard

15 OnSeePawn (Be;wnég‘lsing) =+ Cast To FirstPersonCharacter | SetValue as Object

P — b [ 3
_ =
Pawn Dbject Cast Failed [»
. Target
As First Person Character
@ Key Name

" Get Blackboard Object Value

o
w2 Target  Return Value

“ f Make Literal Name

or|]  Return Value @
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Adding conditions to the Behavior Tree

4 Key
Entry Mame
Entry Description o]

:l: Selector 4 Flow Control
tor Naotify 5

4 Blackboard
i Move to Patrol | ey

Ela ard Key

v 4 Description

i Attack Player
uence «= Move To Node Name
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Creating chasing behavior

4 Variable
Variable Name
ive Execute Variable Type
. Editable
Functions tabie
Macros

4Variables

Event Dispatchers

{:ﬁ:::- Event Receive Execute [ Set Blackboard Value as Object

P — P
COwner Actor Key

Value

Actor

'_‘_'; Move tc | 4 Default

=« Reset Player Seen

ResetValueTask:

K layerActor

42
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Chapter 6: Upgrading the Al Enemies

Creating an enemy attack

Making an attack task

Variable Name
vent Receive Execute Vaniable Type

. ditable
Functions

Macros
Variables
TargetActor . to Matinee
— iable
Event Dispatchers
er Range
‘alue Range

Replic

4 Default Value

Dam

© Event Receive Execute % TsvValid | Apply Damage
P — B Exec Isvalidp = B
Owner Actor Input Object Is Not Valid Damaged Actor
— — -~ @ Base Damage
| Get Blackboard Value as Actor /

Event Instigator
Key Return Value

Damage @ Damage Causer

Target Actor Damage Type Class
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=« Damage Player
HELS

4 Default

Damage @

Damage Type
Instigated By

Damage Causer




Making enemies listen to and investigate sounds

Adding hearing to the Behavior Tree

4 Flow Control

CJ Heard Sound? Motify Observer | ER:ED

" ahnrte lower orarig _ . .
( aborts lower priority ) SLEEORENN Gl [ ower Priority

Blackboard: HasHeardSound is Set

1
" Investigate Sound 4 Blackboard

Sequence Key Query
Blackboard Key
4 Description
Mode Mame Heard Sound?

Seeding the investigating tasks

W HEMEVENNSEXECUIEU ARESEE 001 WAIIE:
‘& Event Receive Execute |

Owner Actor

Target | self
e R
Key Success
.l‘— ——
Bool

WIHENNSEGUENICENSIAUOTIEU BRESELRBOLINAIUE!

<> Event Receive Abort [ set Blackboard Value as Bool [ Finish Abort
> — » Lis |

Owner Actor Key

R Value Target | self

Key

Bool

i
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[J Heard Sound?
( aborts lower priority )
Blackboard: HasHeardSound is Set

i Investigate Sound

EEqUEHEE

i Y Y

(] T
= Move To s Wait =¢ Reset Player Heard
MoveTo: LocationOfSound Wait: 4.0+-1.0s ResetBoolTask:

Key: HasHeardSound
Bool: False

Interpreting and storing the noise event data

> OnHearNoise (PawnSensing) < Branch

» — MM

" f Vector Length

Instigator Condition

» -
i - A W
Location @ - & A Return Value @

Volume On

" Get Nav Agent Location

_f Get Controlled Pawn

N €

Target Return Value @ —
Target [self]  Return Value

" Hearing Distance @—"

46



' Set Value as Vector

{ Branch
» —_—»
Target
' set Value as Bool
@ Key Name T
@ Vector Value " »
Target
“F Get Blackboard

Target Return Value

Self
[ Make Literal Name ~ f Make Literal Name

O» Value [Lo d Return Value g O Value | nd | Return Value @

Adding noise to the player's actions

Executable actions
make noise
4A]
f Make Noise
f Pawn Make Noise
4 Audio
4 Components
4Pawn Moise Emitter
| Make Noise

Sprinting Drains Staminaby Sprint Cost and Produces Noise
& Sprint Drain /
» SET » s
= @ Player Stamina o e — »

A EE—
| Make Noise

—_——— —_— Target | self
Player Stamina @ — o — s ]

-~ - 3 Noise Maker
Sprint Cost @ = 000 © add pin +
O Loudness [1_]

“F Get Actor Location : _
Self i 1 _ @ Noise Location

Return Value @ |

47



| Play Sound at Location ! > SET > | Make Noise

@ Player Current Ammo (o ®

Target [ self|
Moise Maker
Or Loudness [1 |

- f Get Actor Location - ® Noise Location

Target [self] ~ Return Value @

Making the enemies destructible

Saving time by reusing existing Blueprint content

> Event Hit

My Comp Cast Failec
Other ~ AsFirst Person Proiectile
Other Comp B
Self Moved

Hit Location @

Hit Normal Op Juplicate Copy selection
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& ReceiveHit_Copy

»
My Comp
Other
Other Comp
Self Moved

Hit Location @
Hit Normal
Normal Impulse

Hit

Enemy Health @

C Branch
» » » True

Object Cast Failed [ Condition Falst

»+ Cast To FirstPersonProjectile
irst Person Projectile

Primed

f set Material

? Branch
True |

Condition False |

_f Play Sound at Location

ound
Expl

@ Location

ERROR!

SET
»

Primed

Sound
Explo

@ Location

SET

@ Enemy Health
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Spawning more enemies while the game is playing

Managing spawn rates and limits with variables

Wariable Name SpawnTime
Variable Type

ariables

nemy Settings

vent Dispatchers

4 Default Value

in Time

SET

Target Kill Count » Current Enemy Count

Target Target

e —
ent Enemy Count @
Add pin +

Target Target Kill Count

—_————————

Target Target Goal
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Spawning new enemies in the Level Blueprint

AttEmpIaospawnnewEnemyonioop

Event Be gin Play [ Set Timer

Function Mame

Spawn Time @ — @ Time
Looping

[ImaxEenemiesnasnotbeenyeachedss
.{2:: Spawn “»+ Cast To FirstPersonCharacter

[ ]
Object Cast Failed [ Condition

[ Get Player Character As First Person Character

Or Pla ndex (0 Return Value
Player Index |_| ! Target Current Enemy Count @

~—

Max Enemies @

SPAWIENETIY 8

| Spawn AlFrom Class
f Get Actor Location ) i 5
Target i [ Get Random Point in Radius a

£ SpawnPoint

Target  ReturnValue @ &~ @ Origin Return Value @ P?Wi"' Class

“*- Make Rot ; Behavior Tree

f Random Float v D | e
Pitch [0.0]  ReturnValue @ o \
Return Value @ ® " @ Location
" @ Yaw

— @ Rotation
Roll [0.0]
LE-S] No Collision Fail
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SpawhENEMyandac s MoCUiTentiEnemyCotnt:
| Spawn AlFrom Class ! SET
>

@ Current Enemy Count

Return Value
Target

Behavio

@ Location - ®

@ Rotation :
Add pin 4
Mo Collision Fail
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Creating wandering behavior for the enemies

Identifying a wander point with a custom task

GELENANUOITIP DI Ear i T ET Y AU S EW RO ENY ATIU ETEOITHREY,

<> Event Receive Execute “++ Cast To AlController | Set Blackboard Value as Vector | Finish Execute
P — P = P
Owner Actor Object Cast Failed [> Key
. Target | self
As AlController — @ Vale get [self]

Success

“f Get Random Point in Radius

—_—

Wander Key | @ Origin Return Value @

adius [10000 ]

" f Get Controlled Pawn " f Get Actor Location Nav Data

Filter Class
Target Return Value Target Return Value @ | Select Class

" Wander

Sequence

i}
=¢ Get Next Wander Point .= Move To

FindWanderPointTask: MoveTo: WanderPoint

Wander Key: WanderPoint
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. FirstPersonCharacter(self)

4 § CapsuleComponent (Inherited)

¥ Mesh (Inherited)

Player Health

Flayer Stamina

Player Current Ammo

Target Kill Count

Sprint |

Stamina Rec

Target Goal

Current Enemy C




Chapter 7: Tracking Game States and Finishing
Touches

Setting up a lose screen

You Lose. Try Again?

.
Color Picker
Hoboto

p colors here to save

Ll X -10.012233 N

I . > & Ol +
; i e
b L = =
Auto Wrap Text

4 Behavior
Is Enabled
Tip Text
- - -

4 Render Transform

4 Advanced

I:_Trans o At

=4 000000FF




[T

" Branch
g

Condition

End Game _f Set Game Paused

Paused

T Get Player Controller

Retur

True [

"8 Create LoseMenu_C Widget —

True [ »

Class | 1 Return Value

Owning Player

¥ Create WinMenu_C Widget .

»
Class

Owning Player

56

Lost Game

SET

Show Mouse Cursor

Target

_J Add to Viewport

Target

_J Add to Viewport

Target

“& End Game

" Branch
[

Condition

SET

Lost Game




Creating round-based scaling with Save Games

Storing game information using a SaveGame object

VEUELEVEE CurrentRound

VEUELTER R a2 Integer -~ B

il .
== EventGraph

Functions
Macros

4Variables

Event Dispatchers

Replicatio

4 Default Value

Current Rot [l

Storing and loading the saved data when starting the game

4 Variable

Variable Mame SaveGamelnstance

Variable Type 05&1-'& System W
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Object

58

Event Begin Play

Return Value

Return Value

| Load Game from Slot

{ Branc

True [P

Return Value

=+ Cast To SaveSystem

Obje Cast Faile

=+ Cast To SaveSystem

Object

Cast Failed Sa

Condition False [

ame Cla

SET

Save Game Instance

| Save Game to Slot

SET Game Object

ve Game Instance

User Ind




Increasing the enemy target goal

Add pin + ~ @ Target Goal

rad

Target Current Round @
=
Round Scale Multiplier @

Return Value

n = [ CArae | set Timer
HOURG DWW U DGHISCIEET
T Create HUD_C Widget = | | nddtoViewport
. . .
Class HUD Retum Value :
! Target
Owning Player

le Multiplier @

59



Create a transition screen to show between rounds

4 [Root]
4 [=] [CanvasPanel]
4 [ Round Display
[7] [TextBlock] "Round *
[7] [TextBlock] *10"

Round 10

Begin Round

4 [ Begin Round Button
[T [TextBlock] "Begin Round”

99992939

= Get Text 0 . »+ Cast To FirstPersonCharacter Returnl

-=-b [ L
“F Get Player Character Object Cast Failed | ® Return value
A B [Fi e S
O Player Index [0_|  Retum Value As First Person Character
Text (Int)

™~ @ Value Return Value @
Target Save Game Instance Target Current Round @~ ’ ’
v

Tue [
Condition False ¥ lass Lose M Retumn Value
Owning Player
Lost Game _—
L 2 [ 3 -
\ | save Game to Slot
| | Addpin + » SET

-1 @ Cument Round
Target CumentRRound @

Target
—————————

SaveGame Instance

' Create RoundTranstion_C Widget =3 fAddto"u"iewport
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Pausing the game and resetting the save file

Creating a pause menu
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Chapter 8: Building and Publishing

Optimizing your graphics settings
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Setting up our game to be played by others
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Packaging the game into a build
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