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LLENX U BbIBOAbI NEKLIUN

Llenn aTton nekunu: K KOHLY 3TOWN JIEKLUNN Bbl CMOXETE:

¢ OO6BACHUTb YTO TaKOe TPacCcnpoBKa * lcnonb3oBaTb TPACCUPOBKY A MPOBEPKMY

CTONNKHOBEHUA
* [lokazsaTtb, Kak genaTtb Pa3Hbl€ TUMbl TPACCUPOBOK

* yl'lpaBJ'IFITb 3BYyKaMu 1N YaCTtnuamMiu
* [lokasaTb, Kak co3faBaTtb N YHNYTO>XXATb 3BYKN U

YyacTuLbl « CospaBaTb NMPOCTblE aHUMaLMN C MOMOLLbIO AENCTBUIA

* [lpencTaBuUTb pasnnyHble TUMbI aHUMALMN, KOTOPbIE
MO>XHO cO3[aTb C NOMOLLbIO OENCTBUMN.




TPACCUPOBKW




4 Collision Presets

Collision Enabled Collision Enabled (Query and =

Object Type WorldStatic

ignore Overlap Block

TUMbl TPACCUPOBKMW CollisionResponses 7 [ [

Trace Responses

TpaccupoBKM NCMONb3YIOTCA AN NPOBEPKN HATNYNS Visibility
CTONKHOBEHWI BAOMb ONPERENeHHON NNHAN 1 MOTYT <

BO3BpAaLLAaTb CTOIKHOBEHME C NEPBbIM USIN C LAY
HECKONbKNMUN OOBbEKTaAMMN. Object Responses

TpaccupoBka MOXET 6bITb BbINOMHEHA MO KaHanam WorldStatic

Unn no TMny o6beKTa. WorldDynamic

KaHnan moxeT 6bi1Tb “Visibility” nnm “Camera”. Tunom Pawn
obbekTa MOXeT 6bITb “WorldStatic”, “WorldDynamic?,
“Pawn”, “PhysicsBody”, “Vehicle”, “Destructible”, nnun
Projectile”. Vehicle

PhysicsBody

Ha nsobpaxxeHnun crpaBa nokasaHbl peakuun Static Destructible

Mesh Actor Ha cTonkHOBeHKe. i
Projectile

EEEEEEE B8
EESEEEE B8
SES080080808

Tun o6beKTa onpeaensaeTca B pacKpbiBatOLLEMCA
cnucke ceoncTtB Object Type, a oTBETbLI Ha
oTCneXXmnBaHme BUANMOCTN N KaMepbl ONpenenstoTcs B
pasaene Trace Responses B Tabnuie Collision
Responses.



- Break Hit Result

Hit Blocking Hit

EIROTET
Time O

Distance O

CTPYKTYPA HIT RESULT Location O

Impact Point O»

Korga pyHKUnA TpacCupoBKU C YEM-TO CTallKMBaEeTCH, Normal O»
OHa BO3BpaLllaeT ogHy 1N HeECKOMbKO CTPYKTYp Hit
Result. Hoga Break Hit Result moxeT

ncnonb3oBaTbcs ana goctyna K anemeHtamMm Hit Result, Phys Mat
KaK nokasaHo Ha n3obpaxxeHuu cnpasa.

Impact Normal O»

Hit Actor
BoT HEKOTOpPbIE 3N1EMEHTbI pe3ynbTaTa nonagaHus:

_ _ Hit Component
 Blocking Hit: Jlornyeckoe 3Ha4eHue, P

yKasbliBatoLlee, 6b1710 N1 61oKnpytoLlee nonagaHue. Hit Bone Name O»
* Location: MecTononoxxeHne nonagaHusi. Hit Item

 Normal: HopmanbHbI BEKTOP nonagaHua B

MWPOBOM MPOCTPaHCTBE. Face Index O

e Hit Actor: OTcbinka kK AKTOpy, nonasLLemMy B Trace Start O
TPaCCUPOBKY.
P POSKY Trace End O»




CTPYKTYPA HIT
RESULT:
NMPUMEP

Ha npumepe cnpasa ncnonb3yeTca Hoaa
Break Hit Result. Bbixon napametpa Out
Hit pyHkumm LineTraceForObjects
BO3BpaLllaeT cTpykTypy Hit Result ecnu
ObINIO CTONIKHOBEHMUE.

[lonapaHne AKTopa yaanseTca U3 Urpbl C
nomoLlbio pyHKUmn DestroyActor,
KOTOpasa NUCMOJb3YET CChINKY nonagaHus
AKTOpa B KayecTBe Lenu.

dyHkums LineTraceForObjects
OOBACHSAETCA Ha crieayoLem cnange.

=3
@ Start

® End
Object Types
Trace Complex 0

:.: Actors to Ignore

Draw Debug Type

Ignore Self >,

Out Hit

Return Value

' < ' Branch

| SRR

True

Condition False [

-’ Break Hit Result

Hit

Blocking Hit

Initial Overlap
Time O»
Distance O
Location O
Impact Point O
Normal O
Impact Normal O»

Phys Mat

Hit Actor

Hit Component
Hit Bone Name O»
Hit item O
Face Index O»
Trace Start O»

Trace End O

| DestroyActor

lciyt |




OYHKUUSA
LINE TRACE FOR OBJECTS

dyHkums LineTraceForObjects npoBepseT Hann4yme
CTOJIKHOBEHMW BOOSb ONpeneneHHon JIMHUM 1 BO3BpaLlaeT
CTPYKTYpY Hit Result c gaHHbIMK Ona nepBoro nonagaHns
AKTOpa, KOTOpPOE COOTBETCTBYET OOQHOMY U3 TUMOB
OO6BLEKTOB, YKa3aHHbIX B BbI30OBE (DYHKLMN.

BBon

Start n End: BekTopbl MECTOMONOXXEHNSA, KOTOPbIE
onpenensatoT Hadano n KoHewl, MHUK, KoTopasa byaet
NCNonb30BaTbCA A1 TeCTa CTONIKHOBEHUA.

Object Types: Maccus, cogep>xaLimm Turnbl 06 LEKTOB,
KOTOpble 6yayT NCnoNb30BaTbCs B TECTE Ha
CTO/IKHOBEHME.

Trace Complex: Jlorndeckoe 3Ha4yeHne, yKkasbiBatoLlee,
cregyeT NN UCNoNb30BaTh C/OXKHbIE KOJITN3NN.

Actors to Ignore: Maccuns AKTOPOB YPOBHSA, KOTOPbIE
crnefyeT UrHopupoeaTth B TECTE HA CTONIKHOBEHME.

Draw Debug Type: [lo3BonseT pncoBatb TPEXMEPHYIO
NMNHUIO, NPEACTaBMAOLLYIO TPACCUPOBKY.

__—f LineTraceForObjects

D

Start

e

End

"

Object Types
Trace Complex )

:.: Actors to Ignore

Draw Debug Type

Ignore Self v,

Out Hit

Return Value

>




OYHKUUSA
MULTI LINE TRACE FOR
OBJECTS

OyHKkums MultiLineTraceForObjects nmeet Te xe
BXOOHblE NapamMeTpbl, HTO U PYHKUMNS
LineTraceForObjects.

PasHnuya mexxgy pyHKUMaMn 3ako4aeTcs B TOM, YTO
dbyHkuna MultiLineTraceForObjects Bo3BpalyaeTr
MaccuB cTpykTyp Hit Result, a He ogHy, 4TO OenaeT ee
BbIMONHEHNE 60Jiee OOPOroCTOALMM ONA NpocyeTa.

f MultiLineTraceForObjects

D

Start

>

End

=

Object Types
Trace Complex )

:.: Actors to Ignore

Draw Debug Type

Ignore Self ~,

Out Hits

Return Value

D




OYHKUUSA
LINE TRACE BY CHANNEL

dyHkumsa LineTraceByChannel nposepsieT Hann4ne
CTOJIKHOBEHMNA BOOMb onpeneneHHon AnHUN, UCrosib3yS
KaHas TpacCupoBKU, KOTOPbIN MOXET ObITb “Visibility”
nnn “Camera”, Bosspawlaet cTpykTypy Hit Result c
OaHHbIMU N5 NepBoro nonagaHna AKTopa B TECTE Ha
CTONIKHOBEHME.

BBon

o Start n End: BeKTOpbl MECTOMONOXKEHNSA, KOTOPbIE
onpenenstoT Havyano U KOHeL NIMHUN, Kotopas OyaeT
NCMONb30BaTbCA ANA TecTa CTONIKHOBEHUS.

 Trace Channel: KaHan, ncnonbsyembin gna tecta
CTONIKHOBEHUSA. ITO MOXET ObITb “Visibility” nnu
“Camera”.

e Trace Complex, Actors to Ignore, n Draw Debug
Type: Te >Xe napameTpsbl, YTO N B PYHKL W
LineTraceForObjects (cm. Cnanpg 7)

f LineTraceByChannel

b,

Start

o

End

X

Trace Channel

Visibility =

Trace Complex )

¢ Actors to Ignore

Draw Debug Type

Ignore Self M

Out Hit

Return Value

>




OYHKUUSA
MULTI LINE TRACE BY
CHANNEL

OyHKumns MultiLineTraceByChannel nmeet te xe
BXOOHbIE MapamMeTpbl, HTO U PYHKLMS
LineTraceByChannel.

PasHnuya mexxgy pyHKUMaMn 3ako4aeTcs B TOM, YTO
dbyHkuna MultiLineTraceByChannel Bo3BpallaeT
MaccuB cTpykTyp Hit Result, a He ogHy, 4TO OenaeT ee
BbIMONHEHNE 60Jiee OOPOroCTOALMM ONA NpocyeTa.

| MultiLineTraceByChannel

D

Start

%

End

" [ 00][" 00](z 00]

Trace Channel

Visibility v

Trace Complex )

:.: Actors to Ignore

Draw Debug Type

Ignore Self >,

Out Hits

Return Value

>




TPACCUPOBKA B BUE
OPUI'ypP

TpaccnpoBKy TakXXe MOXXHO caenaTb C NMOMOLLbIO
dburyp. CywiecTByroT PYyHKUUN TPACCUPOBKN ANna (Oopm
NPAMOYrofbHMUKa, Kancynbl N cdepbl, HO BbINOSIHEHNE
3TUX (PYHKLUMN OOPOXKE, HEM TpaccmpoBKa JINHUW.

[na Bcex aTnx dpopM eCcTb PYHKLUNN ONns TPACCUPOBKM
No KaHanam n no Tuny obbekTa. TakXe eCTb PYHKLUUN
019 OAVMHOYHBIX U MHOXXECTBEHHbIX nonagaHun.

Ha nsobpaxxkeHunmn cnpasa nokasaHbl QYHKLUNN
BoxTraceForObjects n CapsuleTraceByChannel.

7 BoxTraceForObjects

>

Start

End

Half Size

Orientation

Object Types

Trace Complex 0

:.: Actors to Ignore

Draw Debug Type

Ignore Self >

Out Hit

Return Value

>

_f CapsuleTraceByChannel

>

Start

End

Radius
Half Height

Trace Channel
Visibility v
Trace Complex 0

:.: Actors to Ignore

Draw Debug Type

Ignore Self >

Out Hit

Return Value

>




OTNALKA

PYHKLUNM TPACCUPOBKN UMEKDT BO3MOXXHOCTb p1COBaTh
NIMHUN OTNaaKW, KOTOPble MOMOratT Npu TECTUPOBAHN
TPaCCUPOBOK.

na napameTpa Draw Debug Type MoXXHO 3agaTh
O4HO U3 creayrLnx 3HaYEHUN:

* None: He pucosaTtb nMHKIO.
e For One Frame: JInHns nosiBnsaeTca ToNbKoO HA OOVH
Kagp.

 For Duration: JlnHnsa octaetcsa B TedeHEe BPEMEHMN,
yKasaHHoro B napametpe Draw Time.

e Persistent: JInHnga He ncyesaer.

YT106bI 0TOOPa3nTb napameTpbl Trace Color, Trace Hit
Color, n Draw Time KNMKHUTE N0 MaJIEHbKOW CTPESIKE

BHN3Y pyHKUMN.

~ { LineTraceForObjects

D

Start

W

End

8

Object Types
Trace Complex 0O

:.: Actors to Ignore

Draw Debug Type

lgnore Self .

Trace Color

Trace Hit Color .

(» Draw Time

Out Hit

Return Value

D




CO3SAAHUE N YHUHTOXXEHUE




CO3ANAHUE AKTOPOB

Spawn Actor from Class - 910 oyHKUNS, KOTOpas
cosfaet ak3emnnap Actor, ncnonb3ya yKkasaHHbIN
Knacc n npeobpasoBaHue.

BxogHble gaHHble Collision Handling Override
onpenensatoT, Kak obpabdaTbiBaTb CTONIKHOBEHNE BO
Bpemsa co3gaHus. BoixogHown napameTp Return Value -
9TO CCblJIKa Ha BHOBb CO3aHHbIN 3K3eMMASP.

B npumepe cnpaBa, Korga HaxkaTa Knasuiia npobena,
co3paetcs ak3emnnap knacca Blueprint Effect
Explosion B ToM e mecTe (npeobpasoBaHnn)
TekyLlero Blueprint.

4% Space Bar

Pressed

Released [

Key

Target

~ [ GetActorTransform

s revot
l{.*'«_J.'_" N

!

self Return Value @

& SpawnActor Blueprint Effect Explosion

Class
Blueprint Effect [w

@ Spawn Transform

Collision Handling Override

Instigator

Return Value

>




YHUHTOXEHUE AKTOPOB

7 DestroyActor

B8 Test Health : . Branch
» —— b True p = P
OyHkuna DestroyActor yoansaet ak3demnndap Actor ns 5
o Condition False [ Target | gelfl
YPOBHSI BO BPEMS BbIMNOMHEHNA. YOANAEMbIN 3K3EMMNNIAP —— —
OOJKeH ObITb YKa3daH B napametpe Target. Health @

Ha nsobpaxeHnn cnpasa nokasaHa PYyHKUNA C UMEHEM
«Test Health», kKoTopasa npoBepseT, MeHbLUEe N
3Ha4yeHune nepemeHHon Health, yem Honb. Ecnun «true»,
TEKyLWnn ak3emMnnap atoro Blueprint, KOTopbIn
npencTaeneH «self», Byaoet YHUYTOXXEH.




NMPUKPENMJIEHUE AKTOPA K
KOMIMOHEHTY

dyHkuma AttachToComponent npucoeanHaeT AKTOp K
KOMMOHEHTY, yKa3saHHOMY BO BXOQHOM MapameTpe
Parent. [lpucoegnHeHHbIN AKTOP Y4YnUTbIBAET
npeobpasoBaHna POOAUTENBCKOrO KOMMOHEHTA.

BBon

 Target: AKTOpP, KOTOPOro HY>XHO NPUKPEMNUTD.
e Parent: KoMmnoHeHT, KOTOpbIX nonyyvaeTt AKTopa.

 Socket Name: Ima cokeTa, K KoTopomy OyaeT
npukpenneH AKTop. Vicnonb3oBaHue aToro
napameTpa Heobs3aTebHO.

[onmep

B nonb3oBaTenbckomMm cobbiTnn cnpasa Ckenetan MeLu
NrpokKa OCHalleH Me4yoM, UCMOMb3YIOLWMM FrHeE340 C
Hagnucbto «HandSocket», koTopoe ykasbiBaeT, rae Mmeu
NoMmKeH octaBaTbes B Ckenetan Mewe.

& EquipSword ~ { AttachToComponent

Target

/

Sword Actor - Parent

__ Socket Name
" | HandSocket

/

Skeletal Mesh Location Rule

Snap to Target

Rotation Rule
Keep Relative

Scale Rule
Keep Relative

Weld Simulated Bodies 9



SBYKMN:
NMPOUINPATb 3BYK HA
JIOKALIUN

B Blueprints ecTb npocTton cnocob Bocnpon3secTu
3BYK. [lpocTo ncnoneaynte pyHkumo Play Sound at
Location.

IT1a pyHKUMs co3paeT Ambient Sound Actor Ha
YPOBHE.

icnonb3ynTe none co CNMckoMm, YToObl onpenennTb
pecypc Sound Cue nnn Sound Wave gns
BocnpounseseneHus. [lapameTtp Location ncnonb3yertcs
019 onpeneneHns MmpoBou No3nunn, otkyaa éyaner
BOCMPON3BOANTLCS 3BYK.

lcnonb3oBaHMe ocTalbHbIX NAPaMETPOB
HeobA3aTENLHO.

Korga AKTOp 3akaH4MBaEeT Urpartb, OH YHUYTOXKAETCA.

~ { Play Sound at Location

b,

Sound

! - —y ¢ A
onlorrt Acenn
o A1 re I !

Location

Rotation

¥ 00][v 00](z 00]

Volume Multiplier [ 1.0 |

Pitch Multiplier

Start Time [0 0

Attenuation Settings

Qalornt Acont
- e wl .
.l._‘l",‘ o | MY _\" A 4

Concurrency Settings

. . \
YEleCl ASSel »

Owning Actor

A




SBYKMN:
AYOANO KOMIMNOHEHT

XopoLunn crnocob KoHTponmpoBaTb 3BYyKK B Blueprints -
ncnosib3oBaTb KOMMNOHeHT Audio.

YT106bI 4OO6aBUTL ayano KOMMNOHEHT, HAXKMUTE KHOMKY
Add Component Ha naHenn My Blueprint 1 BbibepuTe
“Audio”. Ha naHenn Details Bbibepute B okHe Sound
3BYK WU MECHI0, KoTopaa 6yaeT NCMOMNb30BaTbLCA U
yb6epuTe ranodky y ceomcrtaea Auto Activate 4Tob6bl
3BYK He Ha4yan npourpbiBaTbCA aBTOMaTUYECKW.

B npumepe cnpasa ecTb ABa ayano KOMMNOHEHTa, OAunH
N3 KOTOpbIX HadBaH «Game Music», a gpyrom -
«Victory Music». Hogbl Fade Out n Fade In
NCMNONb3YOTCS 1 MOCTEMNEHHOIO N3MEHEHNA MY3bIKU
B TEYEeHNEe ABYX CEKYHM..

-=_ Components

+Add Component - [EEIEIN®)

® EBP_Music(self)

4%y DefaultSceneRoot
& Game Music
& Victory Music

¢ Event BeginPlay

b ——
Target

Game Music O Start Time | 0.000000 |

(» Fade Out Duration [Z]

O Fade Volume Level (0.0 |

Victory Music

O Fade in Duration @

Fade Volume Level

O (7000000}
O» Start Time D.DDOOOD




YACTULILDbI: " f Spawn Emitter at Location
CO3OAHUE U3JNTYYATENS HA N 5
." O KAIJ‘M M Emitter Tgn-\p‘late Return Value

| -l s nd J
. et \ S 4 ’
ITTITULUL MO0 T >

OyHKunsa Spawn Emitter at Location cosgaet un Location

BOCNPOU3BOAUT KOMMOHEHT CUCTEMbI YacTuL, B O - - -

yKasaHHOM MecTe. X _00][Y 00][z 00

Bsog | Rotation

 Emitter Template: Accet wabnoHa Cuctemsl Hactuu, O | 0.0 |
KOTOPbIV OyOET NCNoSIb30BaTbLCA :

* Location: MecTo, B KOTOPpOM Cucrtema Hactuu éyget Seale

pasmelLeHa. O
* Rotation: BpaleHune, kotopoe OyaeT NPMMEHEHO K [ ]-0 [ ]-0

Cucrteme Hactuul.

e Scale: MacwTab, KoTopbIt BygeT NMPUMEHEH K
Cucteme Hactuu.

 Auto Destroy: Jlornyeckaa nepemeHHada. Ecnu
3Ha4eHune paBHo «true», Cnucrtema Hactuy éyner
aBTOMaTUYECKN YHNYTOXXEHA MNOCSIE 3aBePLLEHNS
BbIMOJSIHEHUS.

BbiBon

e Return Value: Ccbinka Ha co3gaHHbIl KOMMNOHEHT
Cuctembl HacTtuul.

Auto Destroy B




YACTULLbI:
YHUYTOXXEHUE

Cuctembl HacTuy, MoryT octaBaTbCA B LMKIE U 6bITb
O0eaKTUBNPOBAHbI N COXPaHeHbI B NaMATU Ans
NOBTOPHOWN aKTUBaL N MO3XKeE.

Ecnn HeobxoOuMO YHUYTOXUTb CUCTEMY YacTul, / :

Emitter Reference
MO>XHO mncnonb3oBaTb PyHKUno DestroyComponent,
NOCKOJIbKY CCblfika Ha CUCTEMY YacTuL, ABNAETCHA
KOMMOHEHTOM CUCTEMbI YacTul,




AHUMALIMA



OYHKLUUS
SET VIEW TARGET WITH BLEND

dyHkums Set View Target with Blend ns knacca Player
Controller oyeHb NonesHa onsa nepekntoYeHns suaga Nrpbl
MeXXay pas3HbIMN Kamepamu.

BBon

 Target: Cchinka Ha Player Controller.

* New View Target: AkTOop, KOTOPbIN OYAET YCTAHOBSEH B
KadecTBe uenu npocmotpa. ObbI4YHO Kamepa.

 Blend Time: Bpems, Heob6xoanmoe ansi 3aBepLUeHNs
CMeLUnBaHus.

e Blend Func: Tnn dpyHKumn, ncnonbsyemoun ons
CcMeLInBaHuA.

 Blend Exp: 3Ha4yeHne 3KCMNOHEHTLI, KOTOPOE
KOHTponupyeT dopmy Kpmson. OH NCNOSb3YyeTCH
HEKOTOPbLIMN PYHKLNAMUN HANOXXEHUS.

 Lock Outgoing: Jlornyeckasa nepemeHHas. Ecnu
3Ha4yeHne paBHO «true», ncxogsmm o6 bLEKT NpocMoTpa
OyOeT NpuBsi3aH K NONOXKEHNIO KaMepbl MOCeAHEro
Kagpa

| Set View Target with Blend

‘;.:.g/'..l '- { |._,- ‘ .-'l : : :

b
. Target

New View Target

(» Blend Time

Blend Func

VTBlend Linear v

(» Blend Exp | 00 \
Lock Outgoing 0




== Event Graph (® Timeline_Sun_Tem|

Length m B Use Last Keyframe? [Jj AutoPlay [} Loop |} Replicated i} Ignore Time Dilation

4 Sun_Y_Rotation

External Curve .00
eox |EH
Synchronize View

4.00 8.00 12.00

BPEMEHHDbIE LLUKAJIDbI

BpemeHHble WKaJbl NO3BOSIAIT co3adaBaTb MNPOCTbIE
BpeMeHHble aHnmMmaunm BHyTpu Blueprints. locne Toro,
KaK LKana BpeMeHn 6bina gobasneHa B rpadpumk |
cOObITUN, €€ MOXXHO pefakTMpoBaTb B pedakTope (® Timeline_Sun
CXEM, OBaXKdbl LLENMKHYB MO HEW.

[> Play Update [
[lepemMeHHble, 0ob6aBneHHbIe Ha BPEMEHHYIO LLKany, ",
OTOBPAXKAIOTCS KakK BbIXOAHbIE NapaMeTpbl, YTOGb [> Play from Start Finished [
MOXXHO ObIf10 MONYYUTb AOCTYM K UX 3Ha4YeHuaMm. Ha ™ Stop Hirantinn
BEPXHEM 1306paXkeHn cripasa nokasaH pegakTop
BPEMEHHO LLIKasbl C AOPOXXKOW Mofd Ha3BaHWeM PLEEE: Sun Y Rotation O

«Sun_Y_Rotation».Bo Bpemsa paboThl WKasbl BPEMEHU

KHOMKa OGHOBNEHVS BbI3bIBAETCSA MOCTOSHHO. [> Reverse from End

BpemeHHyIo LKany MOXHO BOCMPOV3BOAUTL Briepes [> Set New Time
NN Hasag,

O» New Time [0 ]




BPEMEHHDIE LLUKAJIbl KAK
NMEPEMEHHDIE

[locne co3pgaHnst BPEMEHHbIE LLKalbl TaAKXXe MOryT
ObITb AOCTYMHbI Kak NepeMeHHble, MO3TOMY MOXXHO
Bbl3blBaTb PYHKUNN BPEMEHHOW LLKanbl N3 Nt060ro
MecTa Ha rpaduke.

Hopa Get y LuKanbl MOXET ObITb NOIy4eEHA U3 NAHENN
My Blueprint 4epes Variables > Components.

=
Timeline Sun

4

Timeline Sun




COBbITUE TICK U
DELTA TIME

EcTb cobbiTne nog HaseaHMeM Tick, KoTopoe
BbI3bIBAETCS B KaXXAOM Kaape urpbl. Hanpumep, B
nurpe, Kotopasi pabortaet co ckopocTbio 60 KagpoB B
cekyHay, cobbiTue Tick Bbi3biBaeTcs 60 pa3 B CEKYHAY.

CobbITne Tick nmeet napameTp, n3BecTHbIN Kak Delta
Seconds, KOTOPbIV COOEPXKUT KONMMYECTBO BPEMEHW,
npoLleqlliee c MOMeHTa nocnegHero Kkagpa.

B cobbitun Tick, nokazaHHOM crnipaBa, 3Ha4yeHe Delta
Seconds yMHO)XaeTCs Ha CKOPOCTb, YKa3aHHYIo B
nepemeHHon Speed X, 4TOObI ONPeaennTbL CKOPOCTL (B
cM / C), C KOTOpon AKTOP OOSIKEH NepemMeLLaTbcsa no
ocun X ons KaKaoro Kagpa.

[lenctensa ¢ oTMeTKaMmm MoryT ObITb O4YEHb JOPOrMMU
Ha MPOCYHET, MO3TOMY MO BO3MOXXHOCTW cnenyet
PACCMOTPETb allbTEPHATUBLI, TAKNE Kak BPEMEHHbIE
LLKanNbl U TanMepbl.

{ Event Tick

2
Delta Seconds @

\ fo——

‘@
.»

.b

b 4

-
"

Add pin <

-

| AddActorWorldOffset

l.;'k‘!'.".,':..

&
Target \ self

@ Delta Location X

(» Delta Location Y

(» Delta LocationZ | 0.0

Sweep D

Teleport 0

Sweep Hit Result

>




OYHKLUUN INTERP TO

OyHkunmn Interp To ncnonb3yroTCcAa onsa NNaBHOMo
N3MEHEHNST 3HAYEHUS, NMOKa OHO HE OOCTUIHET
3aaHHOro LeneBoro aHa4eHnsa. Hekotopbie NpuMepbl
BktodatoT doyHkunto Finterp To gnsa 3HaveHun ¢
nnasatowlen 3anarton, Vinterp To ons BeKToOpoB
dbyHkumio Rinterp To ona poratopos.

BBon

e Current: TekylLlee 3Ha4eHue.

 Target: LleneBoe 3Ha4yeHne, KOTOPOro He0O6XoANMO
OOCTNYb.

 Delta Time: BpemeHHON nHTEPBAN, NpoLleaLmnm c
MOMEHTa rnocnegHero BbINOSIHEHUS.

* Interp Speed: CkopocTb nHTEPNONALNN.
BbiBoA

 Return Value: HoBoe 3Ha4veHune 6nmxe K Lenesomy
3Ha4YeHUIO.

~ f{ Finterp To

(» Current Return Value O

» Target | 00 |

(» Delta Time ’ 00 ]
O» Interp Speed | 0.0 |

{ Vinterp To

current

% [x00][* 00](z 00}

Target

O [ 00][v 00][Z 00]

(» Delta Time (g0

O Interp Speed [0.0 |

{ Rinterp To

Current
2 z 00}

Target
O [ 00][v 00][z 00]

O Delta Time (0.0 ]

(» Interp Speed TW]

Return Value O»

Return Value Op




OYHKLHMA INTERP TO:
NMPUMEP

[lpnMmep cnpaBa coaepP>XUT OABE NEPEMEHHbIE.
[lepemeHHasa Real Health xpaHuT TekyLlee 300poBbLE
nrpoka. 'lepemeHHas Display Health ncnonbsyetcs
019 OTOOpaXKeHNS Ha dKpaHe LWKanbl
PaboTOCNOCOOHOCTW.

Korga urpok nony4aet ypoH, 3Ha4yeHne Real Health
HemMenneHHO n3mMmeHsietcsd, Ho 3HadeHne Display Health
n3meHsieTca ¢ nomowlbio pyHkumm Flnterp To, Tak 4ToO
noJsioca 340poBbs NJIaBHO YMEHbLUAETCA A0 TeX Mop,
noka 3Ha4yeHune Display Health He cTaHeT paBHbIM
3Ha4eHnto Real Health.
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NTOI

B aton nekumm o6bACHAETCA KOHLUEMLNSA
TpaccupoBkun. OHa nokasana, Kak
co3faBaTb U YHUYTOXKATb 3BYKUN U
yacTuubl, a TaKXXe Kak co3aaBaTb
pas3nnyHble TUMbl aHUMaLUUN C MOMOLLIbIO
OENCTBUN.




