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FEZAIRINAES, BAITCE T TR TREL 4 SIEREARR, K, M, Ul 4%,
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ARSI — A R R RS, ARl k£ R S NI A .
FRR, BA PR L A X AN IS 545 Rk Bus M B HA A is 3l

&R —Hhissh

AT IEFEMEiss), HERAUE D AddActorWorldOffset i i, ¥ Sweep WEN true.
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KNS HOE 4l SpawnlLocation, SRJEHERAEECN Vector.
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RIE¥s Spawn Actor From Class 5 rUEH:F] SpawnTunnel 5 55:
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1E BP_Tunnel 1 Elgntads TEAE b idi Compile, SRJGEV)#:3] BP_TunnelSpawner.
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NTIMERE, FTEAE ForLoope 5 R Gl M—A IsValid 5 .
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& A\ Skeletal Mesh
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FE.

fEAsset DetailsE iR F1% ElIMaterial Slotsi#7y, NEDBEM_MuffinfIt1R, REXH
SK_Muffin,

WY, MERNSEMINANLAABNART HXEE,
IR[E] F 44822, 7EContent Browserd X 53] FFBP_Muffin,

£ComponentsE i FikHFMesh(Inherited)2B14, FAFETEDetailsERF K EIMeshEl % .
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BRI AT, FRATERATER AN AR TR E A
M — R ES, BATRE S AZE, 1k NTT TR an A
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TEREZ) 4 E9miE 281483 Content Browser, #AJ5 il Import, #3324 %
SkywardMuffinStarter\Animation Assets. 1EH%PL T30
SK_Muffin_Death.fbx

SK_Muffin_Fall.fbx

SK_Muffin_ldle.fbx

SK_Muffin_Jump.fbx

SK_Muffin_Walk.fbx

e G, s Open.

ESANEER I, HF Mesh #4r, BUHZAE Import Mesh &I, X AERL AT AR A S HIXSA
Skeletal Mesh.

1N KK Skeleton J&PEi% B & SK_Muffin_Skeleton, %k E 1 2 BT FH (B84



e sl Import Al Il 2 56 F [RIFE AR BEEL 9 AT AT (K20 i
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i, Fedl 175 E4E A Animation Blueprint (him &) ~

O ) i P

B R R S S I P A R Bl AN B T — AN BhiE (T 45 1 graph.

FEREL] 4 (X 4wiE % # Content Browser, fiili Add New ##4l, 4% Animation\Animation
Blueprint.

e IR H, k3 Target Skeleton JEE, #8)51%k# SK_Muffin_Skeleton.
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1.Anim Graph:

XA Graph &L [ 1B BhE ), AR AR X H AR SEhE .

2.Preview Scene Settings:

AR AT ALEJRATTZE AR B v i BE T 5 7 55

3.Anim Preview Editor:

FATr VR A B X B R, 8 P2 AR AT DL A ) fe 2 sl e = A i PR T
4.Asset Browser:

AR LS T A B R ) — R P B
R T8 XA B Az A G, FRATFE EAT A State Machine CIRZESHL) -
T2 FERASHL?

AR, — ARSI — RAVFPIRESFRIN . 5T A RFI R, R DA — /MRS H
i —AzhimE .

TEATAT— A%, RASHLR BEACTE AR E PPIRAS, TN T YD B 5 4b—ANIRES ol 75 B0 2 4
EHIZAT CERELNISRE SO

B —ANE RS PRGBS T AR Z 8 U1 )

REWLZ A PR AT RER W R SRR, A2 T XA 7 Hi,  Jump IR Fall SR AT BUH
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U RBAT IR RI, T 3 Tl B I e IR P B K
o7, RSP eI R, SRR, iERATSEPR eI — IR
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B e RN ETE Anim Graph /1, SRJE A s (X3, WS RIS Add New State

Machine.

SRR, MEHERIT— ARSI A, 8B4 7 E %N Locomotion. Fifi 55 Locomotion R #&



HLiZEFRE3] Final Animation Pose 7 &5 F.
AE Locomotion JRZSHUKE vk g #ATF/IN N 1 i 48 2 1]

2R R Locomotion ARASHLEHATH, BEl AT LA 2 Entry 5 £,
R PR R EAERIRES .

MAHBREHRVE, X HEBBRYCIRE L idle Bim .

EME ARG A Xk, MSEHRFIESE Add State, FREH 44 Idle.
Rk Entry 5 fihi— 2526 CEL R Idle R L

BRI BB G 7 — MRS, ER RGBT AT A 3 il — s .
IR — Rf 2B R



R R BIRA B

M iti Idle IR HFTIF. M Asset Brower H1#5 3 SK_Muffin_Idle 2, FK 240K 25 .
5 M Play SK_Muffin_Idle 5 &% — 24k 2 Final Animation Pose ™7 1.
N TS B K, FRATTR EE G BP_Muffin.

4 Animation

Animation Mode Use Animaticn Blueprint =

-

s THEA 1Y) Compile %41, 4R 5 V1% BP_Muffin.
7t Components T F1i% % Mesh(Inherited)Z1 1. 7 Details AR+ £ 2 Animation 4
# Animation Mode ¥ & & Use Animation Blueprint. #X/5 ¥ & Anim Class & ABP_Muffin.
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FE T g ds b sy Play #2281 A2 i A

Ky Idle 2 BRUGRES, AT AR BEN KR ERIN S HY idle 21 .

o7, R-RRR AR R,
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FHEHE-AR A E QQ #F:

375143733

EHERIR:

http://www.vr910.com/forum.php?mod=forumdisplay&fid=52

HIP A
https.//zhuanlan.zhihu.com/kidscoding

iR
http://blog.sina.com.cn/eseedo

Github:
https://github.com/eseedo

N
http:.//icode.ai/




MM S FRATTHI 2 X o

FEX—IRMIN AT, FATREIRE N NI 2 (I 8hERES .
TE % B gmiR 25 17T ABP_Muffin, ]33] Locomotion FRASHIALE

FEZATIRIE, B0 7 —MeIRE, )R mshm ek .. Hsit ] IHEE#
CORBRBIEFPRAS . X BEERAm , ATl Al PUZXFERIERAE

MNIE P G 25 4 M ) Asset Browser H14R2] SK_Muffin_Jump 2 i £ 465 200 B, X85t 6
T ERE T SEAPRE

LIRS E a4 4 Jump.
P SK_Muffin_Fall 2 th s 2L E K a4 o Fall.
EFERATHA T =R 1dle,Jump F1 Fall.



TR EAEAFRPRES Z A BRI . MHIRIRASHE — 2% 2 B HFRIRZS AT BLEE — A shEid
BT,

T RAEFATEIE LU LA I I -

Idle to Jump

Jump to Fall

Fall to Jump

Fall to Idle

WMAERN OB L TARES 2B I PE, # 1R E e U A S U #shmER S, AT
Transition Rules #5231 .



Transition Rules(id JE#)

R—.
—

FERER A, BN BIRRARR B 2 I N -

£ Transition Rule #5457 —/> Result %5 &, A — AN 88— K40 R 5 AMH -

W RENKAE N true, S BATIRZAS I He.

PR oR, BATEOIESARE, FSRIRIILE YA PR 7 5 2 BB Bk . SR P LATE
Transition Rules 71 F Xt AR &,

K A BT S SE 75 LB R B2 A5

BIEPAN/RAE R, 43 Al 444 Isdumping 1 IsFalling..



B, AKX E Isdumping (I{E. D3] Event Graph, #XJ5#£%] Event Blueprint Update

Animation 5 5. 1% SPIAE AT Event Tick 5 52840

NTREIF AR SR EBER, ATLAIE LTI E

ELL B E Y, AT ETRAE Z 5 B velocity £ 5 KT 0. 2, AT
IsJumping IRZSHL S H K B N true.

NTRES R GAEBE (falling), BATT A 75 EHH S AR &R, A9 LAR 39 mON S 1



ZAERE A, BB z i EREE N 0 I, IsFalling Mt 4 BEE N true.
BN RORE A X e Bk LBl DI L -
5E BN EPARZS VIR

BT E W E M Idle 2] Jump I ERUN . )4 [E] Locomotion RSN K .
Xiti Idle to Jump FTFFZ AN .



TERE SN 1Isdumping 15 85, R HOERE R Result 75 5 F

I, 24 IsJumping JRZS K true I5F,  Idle ZhERRZAS 2 U1#: 3] Jump HRZS .
X} Jump to Fall 1 Fall to Jump SR #EAE, JERMEH LTS5
Jump to Fall: IsFalling

Fall to Jump: IsdJumping

17, A Jump Al Fall JRZASHB AT DLEAHYI#: 71

WA — /MRS TN 75 2 Lo FT7F Fall to Idle #E.

NTEE Idle IRE, IR AREBRERELERTE . ik, FATEAEI NOR 5 . KA MR AR
false Wi, %17 A 2R [ true.

B —/ NOR i &, 4RJ5# IsJumping 1 IsFalling % s53%E 42 )i% 45 5 E . SRJ5 4 NOR 4 5%
#% Result 7 .



U7, BUE2 Isdumping Al IsFalling RS 2 false HIRHiE, #t2x M Fall IRZ& DI 2 1dle JR7E .
M B gmiE A LY Compile %41, #RJFIR [ Egmids, ridi Play T DAIOIRES D)4

7, ARKARBIIZET .
FATH — PRI~
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KRR EEIRA 52>
BIHATAE, AP N NAEHTE BRSNS IFA B8, IR BA T8 BcAT (4 FIAT AL 2l !
ALK BRI Z QN — AT AEIRZS, 2 Blend Space 1977 5K SEHL

4% Blend Space?

Blend Space /& —MamE & IR, Bk T+ I AR ERIEAAF B mRE .
AR, BATRAE B 1) speed 1ENHIA -

] Blend Space 7] LAH; B AL IRASHL -
WRAIEH Blend Space, AFATEAIN T AT &R G PR HLIT HEZ T HIXAER:

{HRLEEH T Blend Space < J&, FATH 7 EEA idle hm Rl Al .



Jump

Entry B > IdleWalk

&S

e,
o

Fall

BIEAREI A Blend Space HI3 K TIE? 45 1, JRIEDUL, iERATBREIE—A.
1% Blend Space
TEREX] 4 T 94 231 Content Browser 1 2517 Add New, #XJ5i%+% Animation\Blend Space 1D.

EE:

Blend Space #! Blend Space 1D X HI7ETRI#E A WA, 1MEE A — NN
TERATIXFE ST RAEE— M, L Z2%+ Blend Space 1D.

M 3 B b % £ SK_Muffin. Skeleton.

FEIXAN B B ik B U EE i 44 O BS_IdleWalk, SR i XU 7 2 i 4 48 2 o HL T T
125, fEIREHESEE—A MR, Xit& Blend Space [1)gmiE#s, FATATLATEX B IMAT %11
2] o



PIAELEFRAT145 Blend Space ¥ fil—LE5 H .

%+ Blend Space ¥ 12/

EAETRATFEEE S N FR . $2F] Asset Details [Hill, #8535 Axis Settings #75. ¥
Horizontal Axis\Name J& " 5 24}y Speed.

PR RALTRATR B .

EAM ) Asset Browser 7 SK_Muffin_Idle 2 i 6 )i 55 42 /) Blend Space 4%, ik MG

0.0 HUE AL, FATT BRARES INIZZhE .
HE: N T RRshEf4FR, s Blend Space K% X /2 _EH/INMEDR.



B SK_Muffin. Walk s %) 100.0 i EE AL

HL1E Blend Space ¥ 2 MR 45 At A speed {H KR4 idle 1 walk zhili . WERHA N0, AR
PRI dle B, RN 100, HAREBUTESNE .. IR AL 0 2] 100 218, etk
SR A B .

I 7, WAER] Lk 8 Blend Space [P 1.

{§ F Blend Space
514 BS_ldleWalk, #X/5F77F ABP_Muffin. )4 %] Locomotion IR, SR/GFTIF Idle IR7.

T 5EMIfE Play SK_Muffin_ldle ¥ 4.
#:% ¥ BS_ldleWalk ix 1> Blend Space ¥k, #RJ5K BS_ldleWalk 15 £ Final Animation



Pose i miEHEK
PITE BS_IdleWalk 2> H&hERL, ALK A Speed fi AR 0, ATl R 287K idle )i .
R, AT E IR speed JE M.

SREIL A 1) Speed

B — AN float &, K H v 44 Speed, A5 1)#%] Event Graph.
7E Sequence 1 & LI IN—ANEH pin 5 E L, ARJEE R W J5 20 m s B .

DL E AT LUK Speed A% HIMH W B NS HIHEFE
PAE YA Idle IR graph ML, K Speed A8 &% %% BS |dleWalk 75 £ [f) Speed #ii A\ .

BI7E, BS_IdleWalk 3t BAIR & idle Al walk ZiE T .
mia THEAF ER) Compile %41, AJEIREIF iR, s Play il Blend Space &R~
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BN RBABEE AN — A 3hm, Wl AT shm .

{EFAET- Bl
FEXANER T, RATE Idle IRA T ATTHEET: (Ml b)) o A Be o] LEEAEIRAS FAETS,

AT RERZ E B BRI B — > Death R3S, I ITA FPIRSHM BRI . BR
XA EI, (H e ol B AR AT 7 TR L

R 77k 2 — st 2 £ Blend Poses by bool =5 /. 2715 s ml PAE T4\ B A 2K ABLAE 5 ) 3l 1]
Z AT V)
TERNEIZ T 20, HARE - MR ERAIENTIRE.

MEAEDLF AR O
IR\ ABP_Muffin , @il — M /RA8 s, ¥ Hdr 4k IsDead.
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2
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XFERR A LAk IsDead 22 & ME R IR FIFE T RS YR E K .
2 T RKi 8 A Blend Poses by bool ¥ 1.

f#i i Blend Poses by Bool Node

)45 Anim Graph #11&, #RJ57% 0 SK_Muffin_Death Zil . %1%z H, 4R)57E Details [tk
rR U /2 1% Loop Animation J& 1.

R AT DARIESE T Bh ) 2 3% — IR
N k6% — Blend Poses by bool ¥ £,



%5 5, 7E Details THiBR F f) Option #4)/2)1% Reset Child on Activation J& 1 .

PRONAET B R 23—k, DRLiZade A n] DA DR 51 £ [m] 75T 2

e N 1sDead 5 &, ARJE T B 105 AU EE L :



IEY IsDead M true I, i &#EBET-3hiE . % IsDead H false, #i4#%/i Locomotion R4S
HUR 4 AT .

madi TR R Compile #2451, 44 )5 5¢H ABP_Muffin.

(A1) F g as, o5 Play #2240 R 0UHT AL T 3 i o

W1, RTNEMANERBZELERT .
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KTBNE I EZ RN, TES5 M-

Skeletal Mesh Animation System
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MR AR SEFRAT 22 2]

FEHERH, Audio (&) FRMET S R WG SRS s, ATk an LB f
FEHEERA TR,

FEE AT LR KSR A BURAEWF AR ORI . & SR 0] AR DR I IR R, W6 BT DALEJiE kA €8
T A T INAE S, (RIS LRI R i AR AR BN . & 20T LAl DL R AR L 75 8 b, ki
I FRR IS . FrE X —YIIE—#e, A ek — M B RRAL e — kR B
FERXAH RS, BATE =TT A%

AR O AR TS 508 R, DAl i B R SR FR BT

2. VAT FE By ] R AR S P S AR B0 AR

3. AT 47 T8 75 T B 1 2R

4 AT AR 3D 7% 8] A R B S IR/

5% U 5 B 5 23 il Y 755 5] F A 280 8 2R/
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HIERAKRAE, EWE—TZATERE.

BEAh,  SRAVE RS AE A S AR HRE R RE P BAL, Rl R 223 18]35 23 s o
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1 WEER.

B 5 s
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1E BN ET, BATEHRBIN T 55 %,
B TR BAA BN O N NS INAT ERT 15 24, i H 21 Animation Notify.

2442 Animation Notify (ZhmEiE%1) ?

Animation Notify 7] DATE 2/ i ) HE AR 0 sl k. AT LA 28007 kA Animation
Notify, thinfilz—A Notify A Bok 7R

FERATIEAERR A, AP N ARERIE S, whos I ia 003 s . (R SR8 Notify, %
ATTRT CALE B3 T 46 T X (0 Fc 1 AR B0 T Bl (1) 285 R A A T 46 o

TEAZFES, BATHEALH Animation Notifies, AT LERATF /N A (VR 21 1 T 14 B 405 376 5025 280
B —4> Animation Notify
FEREX) 4 10 E 4B 28 3R ) Characters\Muffin SCfF3¢, T H ) SK_Muffin_ Walk.

TEBHE iR Viewport NI TR, 7 LLE 2|—/N 44 Notifies X3k, AR 5 A € X3t
& Notify Track. FATHEAEX A ME H Notifies.



Horb 2 10 WANES 22 W Aa BRI R AE R Rl ) M THT RS 221, DRI 3R AT 75 BEAE X A 5040 ) 6
##—/> Notify. A 7 6% Notify, #5885 Notify Track, #%#¢ Add Notify\Play Sound. ix#f, %
T8I T —4>4% A PlaySound ] Notify.

PRk, Tl 170k Notify A7 B X B AESS 10 Wi,

250 Animation Notify

B #1E Notify Track #2350 Notify tLc R, A B AARES 10 WA E. At FATA eUE
i timeline Sk &R —AMbRid.

o, FREHAUEE Timeline. B EahE, SRR AR BE PR3 2] Current
Frame Z/AZ /& 10 [t /5 .
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ok, JRATFEEAL Notify FE7BUT E R .
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Hidig A PlaySound X4~ Notify, 245754l Details Tt 142 Anim Notify 547, ¥ Sound
W& N S_Footstep.

FER RN A — RIEEAT AR i &
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2.%% Notify & & 225 21 i

3. Notify )% ‘KX BN S_Footstep.



WA, REATENEIZITRIE 10 WIFIEE 21 Wi, ek Notify J:#%/% S_Footstep /¥ .
M) SK_Muffin_Walk, #RJ5 0] = 4dEa% .
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7E E—p R AT, AT 1EH Animation Notify (1975 REGFAGE N ANTRIN T B
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U SFEFRATT AT DA B 5 3L A R A A o 5 AN R AT T

R, AT EAE A Sound Cue.

442 Sound Cue
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81— Sound Cue
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WG RFFAAE
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BAE, BF4IRATIEL Sound Cue HIRHGE, B BT RS & B8 W2 AT SR 46 75 AU 75 1 2 1]
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#% 7% Sound Cue

R[] T gmtE e, % Blueprint X443 . 47JF BP_Cloud, #&J5X{di4TJF CloudTouched p&%5.
PR B AE DL S AL B 2= e BT, PRI 2 887 Sound Cue FOERARRT £

FATTAT LA PR 2T R A T8 7S

1.Play Sound 2D: & $oR U, wlie AN REATAT LA = (AR AL, X T3 5 AR A Ul & R0E &
XK R

2.Play Sound at Location: /i 3D 5t @ fr B 8 8. W RIRATA B T Do 5 A i i E AN
H RO R, R BRI — 2R R



KA 25 2 A AE TR T rf, RIS 7 1) 35 Rt B Z AR Tkt R 2 e Ak, A7 e
¥ AU R B 5 1% B Play Sound at Location 7 & .

B4 S % Sound % B A S_Pop_Cue.

T, DR MU AL ) 2 A i %, #R2i%7 S_Pop_Cue.

s TEF ER Compile %4, SASFIREI T 4wiEa%. i Play f&EITF G B0z -
AR BT = Z i, #R Wi BIBEHL A 0 75 2

o7, AR ABEBLAR T

HATH — PRI~

P REA R GTE QQ B
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XAk BEPATHI 2]
PUER S RE T2, ERAUTERAGZE 3D I B HE . Nk, BATHEEE s 52
51k (spatialize).

NI

H

472 Spatialization (%5[8]4k)
i /] spatialization, 7] A1l 75 2 W iE RAG & AE FLSL) 3D ¥ [A L.
AR 7 B 2 bl e B, ez Wil Bl (T2 EE L~ .

B T I X I DTIR IR, A A AR AT LB X N IO Bl o AR SER SR Rt~y A B CS
2 (A RO DA BB SR L B e A B
FEARZRET, BATRFIAI A4, MRS = e A BRI 2.

Ja a4

H WA 7 ] LLE A% Sound Cue 1) %5 a4k -

1.Sound Attenuation (753 ZE )

ZRIE RS T XIS ML A R E . TR E AT DK SR W B S AN E A &, TR O
EATH A F ) E

2.0verride Attenuation (78 = % i)

B 71 ] Sound Attenuation, FATiE T LAZE Sound Cue HfRE B E . {iJH] Override Attenuation
Al LUAANE ) Sound cue Il 13 E .

FEAZRES, TATRALH S = A7,

FT7F S_Pop_Cue, #RJ57E Details [fi#i $1#%k 31| Attenuation #54y, /& F Override Attenuation.
XFEK A H Attenuation Distance Fil Attenuation Spatialization 54«



7t Attenuation Spatialization H7fi{2)i% Enable Spatialization.
BT ORI 175 B 75 4R € B & AL 3D e Th AL

1E 3D =5 [a) & AU
17T BP_Cloud, #RJ5 8% — GetActorLocation %5 &, #RJ& 1 Fl4n T ()7 2ok Hoiki 2 3 Play
Sound at Location 7 /&[] Location ¥iij [ o

45 7, BUEF B HAE 2R A R AL AR
mifi Compile #24H, #RJ5IR 7] - 2w 45 .
skt Play #Z41, JFibhlt 2 5%

BRI, RTTEAWT 2K AN R AL B A~



FEEENE:
BRAONTEDL T, 3G H1L2 audio listener. W2 Ui FRATT BT T 21 1) 75 5 & AR AL A AL AR
R A7 B ¥ 2 audio listener, T] LL{# ] Set Audio Listener Override 7 .

47, ARRMNERBIETR T .
HATH — PRI~
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MDA BEFRATTI 25 2]
ATREC AR T, AY A FHAW, (HRUEFAS FHEMAES, MM RS ES
BTk, BRATEWINE A, F-8H attenuation, AR 38 FE B (1937 U 3k 55 00 735 /D

NN A

NT R NWRIAE S, A EE A, KRN LG REAE A Audio 414, 48 A 444 1) 4 Ab
T, B HNTE B A E RS &

f17F BP_Cloud, %&£ Components [ H 4 I1—N ¥ Audio 417, K Hz 444 RainAudio.
% RainAudio 414, 7EA4 I Details [tk H14% 2 Sound #4, # Sound ¥ %4 S_Rain.
SN o, BAANPAZIRN A Ak, AT ZEXEE 1 =225 H RainAudio.

Jiitt, 7F Details Mk #& 21 Activation 34>, B0 A1k Auto Activate.
PR, BAIFEEXNW = F30)/H H RainAudio.



FATAT LLEE EnableRain BT #ET giant W B . AN S AR W o IHE, i ATiZ R L.
FTHF EnableRun &%, FHESINT B R 10 s

PR RIATTFH L E ] attenuation(GEJL) , AT AHSEHRE .

W E Attenuation

11 15 Bl w45 11 Components [HAR 4% 1 3F1% # RainAudio. 7E Details [Hiti 3£ £ Attenuation
#84y, Ji F Override Attenuation ¥ & .

7f Attenuation Distance 45, AW ANSHFHERE.

Ho—A~E Radius, A2 7 5 F AR 2 BT s KBRS .

7 4h—A~ & FalloffDistance, -t 2 75 5% 3k 1) 2 1 A 5

EIX B, f Radius W& N 300, Falloff Distance i & 4 400

X EIRE UK B IR PE B 7E 300 NN AR, & &S 100%. MPus & &R I S 1E
700 A7 (300+400) I, HE2%3)0.

W 2 T R R DL SOR A E G, B4 SRR Wi, Ak, RATFEERE
A IR T %

PWERIPE SN EDS

P)#:3] Event Graph #1 K, X543 FadeOut HF. #AER) 7 U2 1E My blueprint [ i H1 3k 2]
Graphs #4), #XJ5 X EventGraph T %1 Hi ) FadeOut.

FE T RV I A5 S 0 B A R v 1 R



IO, YBCS AR 25 A2 G, w447 FadeOut. Timeline(FadeTimeline) ¥ i< — M
T O M A Z A EUE . @ %l T BAik RainAudio & & 77 AR AL

BOGIEA — TR ER BN . UFEAFE SRS L 0%, wha & 3B w0 R ATE 5 ah R
15 BU A AT AT )76 & S 2 7k, S_Rain & R 0%, B, 43RATTHEN T LAWT 3 75 3 1)
TEE I, AT .

BATAT LS Virtualize when Silent 5 B REE XA . MHZKE, NEEFEQT, #HaiE
TR

#ii compile #%4H, #R 5 %14 BP_Cloud.

3] Audio X3, FFFTIF S_Rain. 7£ Sound #5435 Ji Virtualize when Silent.
XM S_Rain, iR [A| T4,
miily Play #2481, AERNBINZMTEE PN, BReSWr 2] T NS &~



5T, AR ERBIZE T,
FATH — PRI~
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XD L FRAT T 2 2]
TR IR B e, AT 2% 2T wifT 8 A Sound Classes 1 Sound Mixes 4% i & & .

Sound Classes #1 Sound Mixes

1] Sound Class fJ VR E B Z AN H . tln, AT LHERTA 1 55 e — 2, R
Ja B A B OB R 3 b — A28

N T AETER I FE S A Sound Class HIJE: (F&E, =HE) , BAIFZEH A Sound Mix.
Sound Mix H5z& —AFME, Hop s —Kid 3482 — Sound Class. fF—2idFHEES T
Sound Class NiZzA K@t ia%, tan R & — sl

TS A _E ) Sound Mix, Music Z8 /RN A 5 #0K UL — - 12 =73 THE G 1 Effects 28
[P P AR RN 2 %

R ok e FATTE A Sound Class

£1% Sound Class

FEARZBRET, TATH 7 7l R R RSN & 8. NIRANTFZEE @M Sound Class. £
UE4 T 4miE 5] Content Browser #1, it Add New, %% Sounds\Sound Class. 37 61# )
Sound Class #r %4 S_Music_Class.



A RIFE )77 BN 73—~ Sound Class, 44 Hr 4 4 S_Effects_Class.

PR RBANFTR E LA F B EN— Sound Class.
B RATR R EE S8 K.
7 S_Music, #RJ5#%F] Sound #B4), # Sound Class # %~ S_Music_Class.

SEJA < S_Music.

T ORELS B 2050 BC Sound Class. A A 102 — M MTIFE RO, #£ Content Browser
e A L B

S_Footstep

S Pop Cue

S Rain

Fetad kR —, SRJ51EHF Asset Actions\Bulk Edit via Property Matrix.

IR FT IS B & M i 4R s -



15 DA B 0 P g s mT DAL FRATT R B g i 2 A 23 RO ) g ik
7 Details T 4% 237 & IF Sound, i Sound Class A7l i) K K& B b5 .

1% $ S_Effects_Class, #RJa %M@ MEgmfEas.
IAERT B I S 5 BiC 2 17 A& Sound Class.
PR RIRATFEZAE — Sound Mix, FEAf FH 4 &SR HL &,

BUZEFNH % Sound Mix

7t Content Browser #1, riii Add New, #AJ51E+#E Sounds\Sound Mix, #4871 Sound Mix
44 S_Volume_Mix.

N T EHIEEAS Sound Class & &, FATAT LMEHW 3%, X B OLIEATEIE 17— MmN
5% 1 widget.

7£ Ul 3044771 WBP_Options..



NN o e ——|

g, =

N REEE, RAIFEHZIENFMEE, JFxbi4 Sound Mix.

T etk A R X A 7 SR i s R

P)# 3] Graph #1228, 4R J57E My Blueprint [tk -1 1#) Variable #4)i% & MusicSlider.
7t Details [tk 7 A On Value Changed 551 (13441 .



XFERLEIE 7 On Value Changed(MusicSlider) 34, & 4 /RA TSNS s 2 IR E 2 b R 1%
.

BN RIAT EAE S_Volume_Mix % & S_Music_Class. Mitt, A7 i Set Sound Mix
Class Override 77 . %75 55 Ao ¥ 146 € Sound Mix Al Sound Class. %15 Sound Class AN7E
Sound Mix #, #i<=¥s 1% Sound Class. IR T4 1 Sound Mix #, H54 w45 #r Sound
Class.

M E AN Set Sound Mix Class Override i 5, Ff18E LT &

In Sound Mix Modifier: S_Volume_Mix

In Sound Class: S_Music_Class
Fade in Time: 0 CHfifR & & 1 15 5L A2 280

B RAL U 5 U A



B F ko EffectsSlider f2LIAI#/E, ¥ In Sound Class 3 Ll (I T 80 S_Effects_Class.

FLTE BB A IS A5 L, S_Volume_Mix 34 E 2145 Fixt i) Sound Class 95 Bt
ARHE— VIR i, BATE R EHGS Sound Mix.

& Sound Mix



b T A UL FETHD A 5 5 /INIE R, B IR Ui AR 4 A e 3 Sound Mix. 1X#¥ Sound
Class 2 H#{H H Sound Mix & =& R . At 7 RAGE N, X EIEATE widget H15
& Sound Mix.

7ENIA B W5 A —A Event Pre Construct 5 £, %41 £ Event BeginPlay 5 52510

AT EE Sound Mix, FRATFEEAE B Push Sound Mix Modifier 715 i, A& —ANMZ T &, K

EH:3 Event Pre Construct 75 55 F. 285 In Sound Mix Modifier 1% &~ S_Volume_Mix.
XFEk 276 4TI WBP_Options 0% S_Volume_Mix.

il Compile,#8 J5 %< ] WBP_Options.

it Play #EH R BNER, AEH% T M BB 3N, W T k& & KK/,

7, RERVIMHEFES B R T -
SEREH) T H 7] A X B
B2 https://pan.baidu.com/s/1DLaNj1PgcY5Hq_ql4Bcfew “%515:9fmx

WARARAE TR 4 SIS B RGINEZ AR, ATBLZ5 5 0.

https://docs.unrealengine.com/en-us/Engine/Audio/Overview#reverbeffects

N — D RIIMERE, AR RS UK S > Wl B R H5 2L
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SRR EEBATFES]

N F MR, NFRARISIEEEEN., FRNFRE, HXEANZTIHR ERS]
BEMEIZIAR, LEUEE. WENTWE,

RAIAPRM T —TERZAEBANNFIREIERS, #iRZNCascade, {ERCascade RSt
AIABIZ IR AVER, HBENEHIRFRIITRH.

EARHRER, HIMTBEEIUATRE:

18BN F RS

21 BRI FHIREF A

3ERN FHERERE

4 (FR L IR BN T K\ FER B9

5.{FFCascadelR BRI FEi e

6.FAEERENERAT RS

7 ERERIREN T

FHABIRES
SEMXETHLIATNE (5% https://pan.baidu.com/s/1IPqRgkxHWELIDAEY6NF3hA 22

WE:ny32) , ARBEBRES., FTHIBEXMEE, HXRXEFTHSpaceshipBattle.uproject,
RiEPlayf3GiH3E, FERRRAZRA MG T, FAWA SHIDA UL,

ERHRET, HIVFCIEMTRFITR. EP—T3 e, ma—7TNE S eI
IR, AL, HNVEFERER T RS,



T ABKFRE

BREX, HFRAMSARNENEER AR, BAHARNTFIE? EAXEBRIIAFE
EESEMEEENZREMNR, XENKFINEREEMZEPRN—TR, ERAFRE, #i]
BT BRI FROSMIFNIT .

HFREFES T — PSR Nemitters (RE1E3) AIAMH, emitterkUERREERMALIF,

emitter Pt EHH, #WIRZAmodule, {FAModuler] AIZHIHemitterd RG] FRI ST,
EEAIM BANADIEERE . £ FTEREIFH, (ERM Tmoduletn S M+ — M1 REFZH BAIREHL



B I B ATERL F AL dp B HA TR EE eURL RO E
37, MEBINELME T HARBKFRE, BTN RNEHSCIEN T RE.
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DB EEFA RIS
AERRNATH, HAVE—ELIE A H=Ra9FH53,

BRI F R
FTFParticleSystemsX 43, m=drAdd New\Particle System, IR F RS G RN
PS_Thruster, ABRBEITH.

Cascade: i F R i JmiEss
CascadeZRE4J45 | ZHHHIF RS RiEsS, EESTHUNETENER:

1.Viewportfl [ :

ZHIRPEETAFRENTIR ., FREFMREERTARENEAAEEE. RERTAE,
{EFRAWASDRENA],

2.Detalils:

AXE, @S RMEPIEMAEHE (emitter,module) HEARBMY., MREH/EFR(F@ERA, L
P ETRRFRENENM.

3.Emitters:

ZERETMERI G emitterdFR, BT emitterffaB —ZRFIAImodule,

4 .Curve Editor:

{E£FCurve Editor®] AR B9 Emodulef iz, FETEMNE, FHIEFRERImodule/E 44
AT,



BMINBERT, KFRICKERBIAR TR,

BB ERRA REIREIARL FH R,
EMaterializ A EIFI+ £

EEmitterE R iZ+H Required module,

Required moduleR B2 T —LEnENREM, LK FMEMemittertdEds B, BT emitterEB
WA —"1"Required module,

AT ERMBE, 7EDetailsEIRFIEMaterialikERM_Particle, LEITHIFHRIIMNSTHEERNE
fZ,



BTR, HNNBEBNFRARAXBKIRIRN ML,
KR FRER
R[E|EREERS, K EFIBlueprintsX{43, $TFBP_Player, #A5#ZIComponentsEiR.

NEBRIF RS, BIEE(FEMParticle SystemB{f, 7EComponentsER P BIiZE— P Particle
SystemB, JGEHERZ A ThrusterParticles, JFEHFZEIFGEH KB EICollisionZB4 £,

& EDetailsERF L EParticlesZ 7, AEETemplateiR & APS_Thruster,
&&EE ThrusterParticlesfyLocationig &N (-80,0,0) , X#HFERILNFE/RE CARREE.



g/a, §RotationiREXA (0, 90, 0) , FEMAIMNILAFRENARENSE,

mifiCompiletztl, AFREIEHRESR. R LA FAPlayigH, MAIUERIFRAER
I



7y, B—IRNATMARET,
BT —REBR~

WIEEF-FRIEPRIZQQET:
375143733

ERRIR:

http://www.vr910.com/forum.php?mod=forumdisplay&fid=52

HFERE=:

https://zhuanlan.zhihu.com/kidscoding

FREE:
http://blog.sina.com.cn/eseedo

Github:
https://github.com/eseedo

OWNT)E
http://icode.ai/


http://www.vr910.com/forum.php?mod=forumdisplay&fid=52
https://zhuanlan.zhihu.com/kidscoding
http://blog.sina.com.cn/eseedo
https://github.com/eseedo
http://icode.ai/

DB EEFA RIS

FEL—IRNOATHR, HNELXIM T EMNFI5R, ESERRRERE, MERTHRRN,
A, BNBERENFRVIRREARN,

IRE R FRIEREFIA /)

B, B1—ERIENFHEERE, FTFPS_Thruster, i&#Fnitial Velocity, FEfERFFStart

Velocity\Distribution,
BIANBRT, R TFH¥RIRETE(-10,-10,50)%1(10,10,100) Z[E],

AT IERFMNAENESI AR RARE L, BMNIRBEEMZH ERE, AL, BMin ZIRE
#9300, ¥¥Max Zi%E 79400,

THRVIERES BRENRFIRESTLE:

Before After



ETRBANRENFITR R,
RERFRIAN
1EFInitial Size, fAIS7EDetailsEHR# & FFStart Size\Distribution,

MR RERR—1F, YERXNMERBETR/NIRAEE., AMIXNAEERE, BINEEEN
FRINEBERN—DEE., AL, JEDistributioni% & yDistribution Vector Constant,

#EEEConstantiZ EF (70, 70, 70) , TEHENFANHNRIEXNLE:

Before After

REFRiEeS, RifTPlayR MR,



NMAERFRREERGF—KRT, FIERERTH. XEERNRNFERZENERAK, HULE
EEE IR FHspawn rate,

1@ 0% F#9Spawn Rate
AT MNspawn rate, FHAIFE(FERHSpawniEiR, ErIAIRHIFF A RERAFREE. TS

MHIF & 518388 H — 1 Spawnt&iR,
FTFPS_Thruster, i%##Spawn, 7EDetailsER R Spawn\RateZ4,

Y ConstantE IR E 50, XIEF A LAiLspawn ratetEnE| #0450+

RO E5RiEeS, RfPlayiRHf R,



AMEE, NN FITREEREGE—TNT. HTILRFERREBEGEHEHRFONE, K
MNEBELLAFEREZEHZ N,

TR F 4 RS R /)N
FTFPS_Thruster, ARG EIEmittersER
ATILRIF 48, AT LAMERSize By Lifet&iR, {FRIZIERFINIERIFANVEEE S EE T

M—1 R,
A FemiterE AR, AE%EIESize\Size By Life,



BINBRT, HRIEARSRIHR A AR/NIMERR . X2E A HRIRRBIRLIRENL A T
FZN, BAFRFBERNEL, ML FARNERE S ERFRUTRN RN,
BT, HaiL%?

A%
FERNERENEFEHMNEE LML,

RENHS TR AKX, BRNAS, RTEISTRBEHTEMN: UEMHIE.
SBATEMTHZ T RORR, MEZRT —%%.

MRBANEE L BRE—UERE, BAMELERHE . IERREW, HILRER.
LA EERYERLE S, WRBAVEMELIRGF, BBLMFEEE0S.

X$FSize By Lifet&iRFyt, HAFERRIZ— T HEEMUEBINEER DL,



E T RIE( TG ECascade P BIE LA L,

TEERRIRAV 2%

1%£#%Size By Life, #A/G7EDetailsE#R EFFLife Multiplier\Distribution\Constant Curve\Points,
XEBEHATEEZLife Multiplierfh & — 2R 5=,



In Valif @ #i%k £ RAYAIE ., 3T Size By LifefiRKit, ORI FERFEER, MINAR

K4 ap EHARVR =,

NTRFARNREBERT ), FNFEEDE 1 RRIO0ut ValfE, F~R1M0ut ValigE R
(0, 0, 0) . EHFFUAILALEAIFA/\BEAE s B HRZ M/ NRHR

AT A{EACurve EditorsERI R {t Life Multiplier, Jitb, siiiSize By Lifet&EiR#graphE#r,



XAER ] LAY Life MultiplieryAan&ICurve Editor, A T1LMA R R~EIE, miCurve Editor TE=
LROFitEH.

AIIAEER, fFANFREEsize multiplierfEE I 74 A M LEHT RO,

REIERIEERTE, REREPlayiRil,



¥, MENFRREERBREE 7.
R—IRNABTHMEXET, BN T—REL~
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OB EEFATRIF S,
ETRNATT, HIBERAETER TR
BARBIIEEGRFRARNI—LEBEEL.

IR EN

H{EMACascadeiz ERIFIIEF,, BINBEERIKENFIME. HEIMaterialsSUF3, ARG
FHM_Particle,

HNBEEEEEMETRIREN, NMEBRNFRANEY, HIIFEMRParticleColorim,
B 7R EIZRZEIEmissive ColorfTi s, RERNIN—"1F80ParticleColort =, FHERMUTARE
5



ARBNFBEERZHINFRERE, BAFERN—TMultiply TR, FERWTHINES:



miEApplyiz, fARXHEIM_Particle,
RNTRENFIEY, BAIEFEEAnitial Colori&iR,

Initial Colorf&iR
FTHPS _Thruster, #ZAEZIN—"Initial Colort&iR, 1ZAEIRA] LATEColory £ E

ANTHRMBEZML, BNFEEE—TEEZMNEE. jjltlﬁ*zﬂ]ﬁ-ﬁgﬁﬁ Fldistribution,
j%&Hinitial Color, ,.\\}:T_DetallsEﬂiEPE?:FStart Colorgl%y, FHI&EDistributionE 2 Distribution
Vector Uniform, X#EFEHMI IS T B IEEE E;Blo

NAHIERG, BENZNCEN ZEMEREILIE, Alt, BMaxigEXH (1.0,0.0,0.0), Min
®EFR (1.0,0.35,0.0),



LR EEM R Viewportfi O, FIMERIBENEMNMRE R, BREEMESRIT~

H X I SRR E Z Color Over LifeIREIFEEREEMIIAE, AL, iEFH{TEF R Color
Over Life, #A/E1% TDelete, LtATIERFIRERUT:

XHIPS_Thruster, AEREERIESE LA FAPlayigH, AJUERILAIHRHE WRBR
BEET.



ETRBNFERE SRS ITIRSHRIT B R AR F 1535
FEMK AR F 453

NTHREIMESESIT, BHMNFENENMREDIR T 7 E—oaiztlizd.
1J7¥BP_Player, #F|Event TickTi R, HETREBHNRERINTIRE.

IEERNEBEU LIREFITHRNES:

1.#9EMoveUpiIMoveRIightfIBREY, fNRIREMERO0, MARMKIZEILE MEAEaLH.
2. 91RBranchz X T RiREtrue, ARMFIKFIR MEMEaigil, WNFEEER
ThrusterParticles

3. W& Branch < 17 sk [Elfalse, KFXITKIZ MMENEa)izH, LAYFEZEEAThrusterParticles

miiCompilei%tl, AEXMHBP_Player, Rii TR= ERIPlayiZHll, REIRIEENIRT, EEN
FRROFBHNRAZEEK,



Y, XTSRS ISR EMEIXET, BN TRBL~
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DB EEFA RIS
EZHNRES, HAIRINEIE T A ESRNEEBRR. ETIRBNR—EZICERE /Y
RIF4538

BB IBIELTS

NTAHEERL, BNLFLIE—THINR 1N, REEEF L EASNEIERR, REE
EEM ERAEMTF T,

#ElParticleSystemX 43, BHEEHEPS Thruster, iE#FDuplicate, JEHEGRA N

PS_Explosion, #AE$17F.

SHRIERRFR, FRARIKIFENZER - B, MAR—ME—THIERI, XMEMBH

burst-emitting,

Bll#Eburst

B, BEEGNFIERIEREspawn rateiRE N0, AANTHEERBIANERITH, 1EH
Spawnt&iR, #AE4ESpawn\Rate\Distribution\Constantiz &40,



ETRBEE B Hemitter, IETRELERIE—Dburst, HEFIBurstZsy, FRSTEBuUrst Listhi
M—T e, BiEmE+/ BT A5 .

BRCRPEIT=ZTFR

1.Count

REREBERNFE, XERHIREN20,

2.Count Low

WMRAFHEFETFO, ALK TFHETEIEECount LowR|CountZ (8], XE{REE-1AIEKIA
B,

3.Time

KRR EMKL T, 0FRTemitter EanEARARIFTIE, 1RTemiterEanEHARNER, XEREEIA
f90.0



iR REemitterfil T & 521G e L A B HARO IR £ 20 THL F .
N TN FREREERGEFNRR, HNEFEREN FOINSHRIERE,
1R F [ INBE]
EARXZ— T REE2DHE, MBI RBEIREXH YHAEEZERIA,

#%#FInitial Velocityi&iR, FRFFStart Velocity\Distribution, ¥$Maxi&& (0, 1000, 0) , ¥EMin
&&H (-1000, 1000, 0) .

BT HEEM ERYSERE, PIBALKIF [ & 5325a05MRIG TS

BT RBEANFEREN TR IR0 BT 8]

& Eemitter loop

BMIANBRT, FRFABRS—EHRHRTE, T FERMEZBZROUR, XMREESEN. B
= NMRRABEEN—IXR. BALt, BOIFEILLZFEIBEHAER—X

iEHRequiredi&iR, A5 FDurationEfy, JFEmitter LoopsiZ & H1,



BTR, HNNBEERA SR REERER R,
AR E YRS REN A AL IR
R[E|EREERS, T BlueprintsX {43, $JFFBP_Enemy, #AE#EIOnDeathE4,

AT ERN TR, FATRIAERSpawn Emitter at Locationi g, SIEIZT R, HEHEED
Destroy Actorfi &= £,

1% T RIR E Emitter TemplateJPS_Explosion,



&a, BlE—"GetActorLocationT &, FHIFEEIEZLocationisd L.,

ME, HSHESIIERN, MeEXNNAUESERMPS ExplosionfgsLFl),
miiCompileiz iR fF, AEIREIFIREERE.
BT E FAPlayR AT SR ,



ETFR, EBTSRFESIRENIRBERRE,

BRIFRFNBRIRENNE SHNER .,

ATERHMENEE, BRNEERNEMEERFERER . FEHECascadeff it T
distribution, BJASERLIXFPIZIE.

¥JFPS_Explosion, i&#ZFInitial Colori&iR, 4%Start Color\Distributioni& & #Distribution Vector
Particle Parameter,

RERNMIRE T —12H, AIERABEEHITIZE.
J&Parameter Namei% & JyPrimaryColor,



MIRIERRFKN, BN ERRMBENRE. hTEREZMaE, BNFESIIM—T
emitter, AR HemitterfITHX1g, EFEmitter\Duplicate and Share Emitter, X#EFAIINE
#ll i — T emitter,

AAEER, 8TERLEEE 7T —1+irc. Bid{EMDuplicate and Share EmitteriiEDuplicate,
BATM AT DU RIR KX TE—#E, MARENEH ., FTRB(NINE—ZRRVMENBERNTES
Fh—"emitterfIE—1ER £, MNRIFA1HLRNEXFABemitterfIBRBMY, XFHMESE
i
XEFHNTRAFZZEE Anitial Colort&iR, AT IEWNIZFriRsy, SBHAWEL ERIENRES, AP
emitter#ff R R EBHFAIZEN , NHBREERR, BN AIEERRXEKE—E, BEAENEES
BNZHE. Ait, HNFERFRE S L RMInitial Colori&iR, HAIE—MHRIEIR,



AR BIERTNLE, RX451EDFRMABRNTIERBUEIRIRAIKEL,

EAHFETAYInitial Color, J%Start Color\Distribution i% & JyDistribution Vector Particle Parameter,
& T3k, J§Parameter Namei% & JySecondaryColor,

R, BTMNFRRAESESTH T . XHPS_Explosion,
B3R, BRMNEEEREERIREHEXNSE.

EREEIRER TS

A9

di

P]ﬂl

FTHBP_Enemy, F7ESpawn Emitter at Location™ s Z Gl FEIRFrS

"

AR AT ATEPS_Explosion i B TS T,



MEHNFEREEHSER, 1§5E—1Set Color Parameter™ R FAJParameter Nameix &
A PrimaryColor, Y55 — mAigParameter Namei% & JySecondaryColor,

REBITISERMHEE. ATEALER, BeEfEFHEZEPrimaryColorflSecondaryColor
B, FRAUTAREEESMXI AT KR E—EE,

RENT RELE T ER:

BB ESHRINITING :



1Y ETIRSEIRGER, BENNAMESEK—"TPS_Explosionf3LH4,
2.8 EPS_ExplosionfJPrimaryColorZ %4

3.8 EPS_ExplosionfJSecondaryColorZ#§

miiCompileigsll, SAIFGXHIBP_Enemy, mifiPlayi®ill, ZZEKEE CALRITRIRAIF R E~

NS
RIN—THON A5, SRR R ERRHMR RS .

B EER:

1.ﬂ9:FBP_PIayer ¥ FOnDeathZE 4

2.[mSequence  mAIThen 1w 7R NSpawn Emitter at LcoationTi &, JEEmitter Templatel& &
JRPS_Explosion,

3.8 —GetActorLocation &, JFEEIEZFISpawn Emitter at Location¥7 s2fLocationiii [
4.813#— Set Color ParameterTis, FHIGEH xEXZISpawn Emitter at Location /2, I
Parameter Namei% & A PrimaryColor, H3§PrimaryColorZ £ xExF|Param,

5.6 2 9h—" Set Color ParameterT &, FISEH XE£ZIE—PSet Color ParameterTi & k., 15
Parameter Namei% & ;JSecondaryColor, #J§SecondaryColorZ = xFxZ|Param,



37T, XTRIEBFEEPIN ISR DA MENLE SR T ~
SEMNIBIEEXETE:
PE1E https://pan.baidu.com/s/1J5IDLz_QKobnV6XKVv_4AA Z315:7geq

MT—1RFFE, BAIE—EREIRELIIFIATERE~
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SRMAREFA TS,

MX—IREAB TR, BIE—E T RERHIALERE.

AREAMNE, ATEEENMSXMEBRANR, BROZ, Bl PMERNALERERAH
RERIBBNSE., NIMEEFIR, BEMGoogle DeepMindFHIASIEHE (EREE) St
KHPERRMIREZIRA, URANEZMOITEKEE

EREF, AR AEEMEIREK., FHRNRKEFBELMMAXHABRE, MERN
RTR ] BER TERTS LAY S B& 7 Xk P AN L LAZ HI R A B BR A ST 8K o

FEELIA5|1 %5, B T@iTbehavior tree (REEHN)FRBIZRAI, FIERBX, FREEHATHIETAIRIZH
TR, BlA0, EEDHEXRPHRINZE T HXA BT A FREATR . BRI UGIE
—NRERR, HAIEBCHEGETES0% A ERFEEAE S, 4 dr BT 50%AT NEiFEdkE,
EXEOHNAEH, RIBEINTHE:

18I —PAIZR, Mimal AEHI—TPawnB

2. BIEH(E R RBHFI RN

3.6lIEAI Perception, MmitPawnBE &M

A BIEB1TH, MMmitPawn@ & AU HHERA

¥, RIERZ, EBATHANIER,

FHARIRY &S

EFRZ AT, BY% FHERA (BHE https://pan.baidu.com/s/1x_dgtd_qnwL30CREaRWb7g %
fig:n7vn)

FIAIB X4, FHITHMuffinwWar.uproject,
RiGPlayFFaRIeHE3% . LR REESBXIEAERL— .



EXEENIRTER, BAVEEIE— TR UEBRITENAL, SEABMERBNRTTENAIBEEN
FEEAN, AIBEMIERHeEr, FFEKE.
ANTREAIRE, BNBE=1RA:

1.54K:

XEABNMIBERS, EXFUEXFINHMEE R,
2. %5

REMEEHABNIE, EFEFTEEARITRIAL
3. KHN:

ABZIBAEAIELIRR . FATFIMERRERAIREIE, LEMC+H+ED, BEEEEITHN.

MAERNEZE TAIRBHNEER, ZTRIAFECIZERABMAM,

BIIX—RORNBMEIXET, TIREBR~
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MDA S,
FEX—IRMAET, BIVELIRAIRE, thafZcontoller (Z5%) |

a2 izHlas?

R4, =HRETIEMIENAE, Bpossess—~Pawn, ¥control(3&H]) —1
Pawn,

BB AIX By control" R HIIERI R ANR?

MNERAKIR, BIRE SR TENMREN, PawnfSEMELIEENEE. EFHEBMITRIR) LI
WA, ARE&RIEEIPawn, b, 1EFIZFETTAGIERAN, AREBHPawnHITENIE,

SFAIEYE, Pawnp] AMIZHIZZSL AR FEHKIES (BURTIHNANCERE~) .



NTERARZERRH, BINBECIE—FISHIZHIZS, tRZAI Controller,
Bl#Z&—Al Controller

FEREXJ4R$T FCharacters\Muffin\Al, #AEBIE— 1 §#AYBIueprint Class, iE#EAlControllerfEy
parent class, FIEHEGRBNAIC_Muffin,

BETE, BOEZEZEBEMINBHERFRIAI Controller, FTFFCharacters\Muffin\Blueprints, fAEFTFF
BP_Muffin,
ZANBER T, DetallsERFNIZER 7T EEMNINEZE, IREE, INFIREIEE L

Class Defaults,

fEDetailsER P EIPawnSB 4 . IEAI Controller ClassiZ B RAIC_Muffin, X, L4 AR
MR =4 B —TEHI 23RS,



RAABNBERNG, FRLUREREIGAuUto Possess AR E JJSpawned, XHERR AT LARR{RAE BUAA T
B LAIC_MuffinE 53 BP_Muffin,

mHETER Facompileifll, fAE*HFIBP_Muffin,
BTR, HNAIUCEER TR HIT IRIBEE, Ak, BONFEMBRTRH (behavior trees)>

BIEZE—TT AW

¥Rl Characters\Muffin\Al, iEfHAdd New\Artificial Intelligence\Behavior Tree, J5EH# R A
BT_Mufin, ABRBEITH,



1T RNYREEE: (Behavior Tree Editor)

THAMNRERTES T EER:

1.Behavior Tree:

ZAE R EIZFMTAREXNT R
2.Details:

FrEH T R EXEERHBANEMY
3.Blackboard:
ZERE E mBlackboard key R EXI N HME, AEREBEHEXZITRNASETR,

MEREM, TANPRESTEMNTR. TAHANPEOMARERENTR, XM EtasksHll

composites,

4 2 TasksFlComposites

BEET,



NTHITES, BNIFEFAHcomposites, ITAMFEE T Z 19 (behaviors) ., BTH X
IREBER 22— composite, A [EEEEIcompositest] AR A X FMITF T =,
fFlan, FATTMERXMN TENITRFES:

R T HATRIIBRIETE, FiIFEEAZISequence composite, XEEHSequence T sG M 6]
AWMITEFTR, WTER:

xR

Mcomposite FFIBHIER AT A FRE— P subtree (FH1) . BERIGEETN. EHNTXMIF
1, Sequence,Move To Enemy, Rotate Towards Enemy#Attack®] LA#IA N 2R EELARTT
y\jo

R Sequence FEMEAI— P F T EIITRIN, E P SequenceFFESEIEIIT,

Blan, PawnfBEICERSENRIEAMIA, BB4Move To EnemyfiaiiThM, XEKE FSH
HJRotate Towards EnemyflAttackth FBiEIMFIHIT ., AT RPawn B & BT AR INRIFEEhEIFIA
B, BBAREREEFIRFINT,



FEHENASH, FHA1EE T #ESelector composite,

BRI, FA1EERSequenceitPawnfEE&EIEIE N FENAIE,
37, ARNABMEIXET,

HATT—iRYr e~
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OB EEFA RIS
EX—RNATH, HMEEFTEILPawnBEBNEIE T REHUE,
B EIE TR E

B2 —SequenceT =, AEWHEEEIRoot SR L,

EBETIRBMNFERIPawn, Bl Z—TMoveToT R, REBEHEERISequenceTm, %1 REIE
HEEPawnBiRIE M ENMETAE.

EBTIREEBE—WaitT R, RAEBHEIERISequence i, EREXEEEWaitTI RFEMoveTo
TRIGD, ?“ﬁﬁ’fﬂjqﬂw,\ﬁ“ﬂ’]lﬂﬁfﬁig, AR FP M EEHRT,



AR A -MEBENGERBATRNIITIF, BREEEES T TRALANEFRES. 8F
BT R E AT,

RNER, RAERNELLETBSHNE —TTHAN! ERERRILPawnB B RIE TMFERIU
8, REFHEY.

RNT¥sIPawnBE, HIFERE—THENME, MMoveTo™ R R3Z#5 Mblackboards I
e, Eit, FANFELIE—"blackboard,

Bllz2Eblackboard

blackboard@—fiiE 53R, ENE—ERMEREEE (EELI4FHBkeys®R) . HATAIN
Eblackboard BHRIAIFNFREIEIZ

RE&blackboard A&, AEERM T —MRERENAREFINZEBENAN. ZFrR
blackboardRH1E, RENITHMPIIRZ T = RiEZblackboardfkey,

97T BlEblackboard, F{1FEEIR[E Content Browser,ZA/5i%#EAdd New\Artificial
Intelligence\Blackboard, J§E A& NBB_Muffin, AEEEITH.

BlackboardZg 522

Blackboard4g5E23 81 S T M1 EIMR

1.Blackboard:iZERIE & ~— &R 5 #Tkey
2.Blackboard Details:1iZE G E R FTiZ A EOkey I E 14



ETIRBNFELIE—Tkey, URFEFUE.
Bl B & RYkey

ZREBAZENMLEESLEIDEE, BNBEZRERFTA—TvectorZEE, mdiNew Key,
RIE1EE Vector, 1§ H A& N TargetLocation,

BRER, BNBECNZR—HENNGE, FBHERFEEDblackboard, ALk, FATEHEIE =
TAMTE: service,

Services

FtaskZEL, serviceFATFRREHFES, BEE2Htask T ENZE, task@E Z2iLPawnBABHITED
ohfE, MservicelllBE & FHITHE D E EHiblackboard,

servicesHIFRIERIT R, Ef1EE Mtasksz{compositesKHxE—i#C, B {EAservices, FIA
IHTARNARENAFKE,
HBATR (ERtaskly, ITHNSEIXFRY:




M {EMserviceld, TANEZE FEIXFAY:

WY, ETERENTEEIZE—"service, BFEB— N HBEHME.
BlliEService

IR[EIBT_Muffin, s2iFNew Service,

XEFHNTEIE T — 1 Fiflservice, F B BB HITH,

FEHdr & IBTService_SetRandomLocation, (EE: FEiR[EContent BrowsersREm&) .
Zservice AREPawn B R ERMAVIHMERIT. Ak, RMNEERFHEXEEIMoveTo TR L,
FTABT _Muffin, ¥ 5 HMoveTo, i%IFAdd Services\BTService Set Random Location,



M7E, HMoveToT 2 BUERIATE, BTService_SetRandomLocationth &385E .
B RRBENEFEEZELR— TRV BEMUE.
SIZFENAUE

¥THBTService_SetRandomLocation,
R T FiEservicea I EE, FRIIEESIZE—Event Receive Activation AITT &, X1, Yservice
RT R (FrRBITR) BUENR, Matimizta,

7EE: IR T Event Receive Activation AITi g1, 118 57 —""Event Receive Activation T Rt B] A
=REHENTS. MENXBIFEFEvent Receive Activation Al S t1321 T Controlled Pawn,

NTERBEIIE, ERERMNTHERTR. TEHEERRadiusikEN500.

X, HAHRE T IEEPawnf B500 T B AIARIFENL A SR E.

72 : GetRandomPointinNavigableRadius{EF S #8##E (¥R 2z FINaMesh) FRFMENSES
ARA, EARBIEF DRI TNavMesh, AZR7EViewportdiEHShow\Navigation, FiaIIU
ZEZ%INavMesh,



NRHNIFLLIE B S HINavMesh, FBARBABIZE—""Nav Mesh Bounds Volume, {ER%EM T
B, MMEREERNEEIANXETE,

F7, RRNRBMARRET,
BA T T —IR4k 4R~
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SRMAREFA TS,

ETRBNVEE I WS Location{s B 1R 172 blackboard 1, BFFHA B BRI EEE AN

key:

1.7£Make Literal Name¥1 2 P A E B FRIEI5 E key

24-:E/|\§§,J\ 2LR1T M, XA AT AM FHRIZIRAIEE—Tkey,
XEHRITEERFEZFGIE. CIEE—1 LB Blackboard Key SelectorfZ £, FHGEN

BlackboardKey, H/SHInstance Editable, X#¥, HE(17E(THHF 5’6}¢serwceﬂﬁ Mme=EE

S OITRE
ZTE,

ETHREBETETHNSRTR

NG
1.Event Receive Activation AITT 2 ER TR (I XEZMoveTo)BUER 1T



2.GetRandomPointinNavigableRadius}$iR Bl — MEHI R S ERAIE, 2 HESZEHIFRGHEY
5008 (iSEEIA .,

3.Set Blackboard Value as Vectorf§iEblackboard key (HiBlackboardKeyizgfit) HIEIRE FME
&

s TE# FACompileiRil, 2RExHBTService_SetRandomLocation,

ETR, BNEEEITAM{EMDblackboard,

JE$EBlackboard

FIFBT _Muffin, FRREREAETE, fEDetailsERT, 7EBehavior treedfs i&%Blackboard
Assetiz & NBB_Muffin,

% T3k, MoveToT m#IBTService SetRandomLocation™ s 8 & B Eh{#ER 5 — 1 blackboard
key, 7EXXEERZTargetLocation,

sl

&, BI1ZEEBENAI ControllersR{ERIT N,
BITIT RN

FTFFAIC_Muffin, J8Run Behavior Tree¥5 s iE1EF|Event BeginPlay T &= ., J§BTAssetiz &1
BT Muffin,



X#E, HAIC_ControllerE A 21E17BT_Muffin,
mirCompile 24, REIF4RiE2s. mihPlay, £ —LEWH, ARETCIEZSTEREDS~

77, Z—REATMAEXET, HNTREBL,
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DB EEFA RIS
ETRBAIFEIREAI controller, iEEBIENEIMETERNNEBA. ALk, BNIFERTIAI

Perception,
1% EAIl Perception

HEMNLEAERI TAI PerceptionZ 5, AJLAILAIR&FsensesBiN (FAOFFH) .
FTFFAIC_Muffin, FATERINAIPerceptionZA{4,

BTE, BNBERN—MEBA, BRFENEZERNS—MAG I HANREF, FRAZERIN—
Nsight/ &,

kA AlIPerception, fEDetailsERAHIAI PerceptioniB4y, aSenses Configivil— M HHITTE,

Felement 01X & A Sight config, ARBEEF,



I Fsight BB =N EEBHIRE IR

1.Sight Radius: A AT A BRI MHITES, XEBi%EH3000.

2.Lose Sight Radius: MIRMPER T — A, BARXMEMAKREHRATERNZ T BEM
HEOMEFRIER, XEiRE 3500

3.Peripheral Vision Half Angle Degrees: ¥ tHrfIA, XBIREN45, BERENRHZHE0EN
=R

[N ERENEN I AlSense_Sight v [ e

Sight Radius
Lose Sight Radius

PeripheralVisionH: C

ERIANERT, Al Perception R2MMEIBA (ENAEEDERBIM—"TteamP~) . TLEIA
BRTReHEE18Eteam, HENAEZAteamid, Al PerceptionRiANEZneutral( 3L
) I

FERLIANERIRATR, BRBRIFNMNEBTEER D Eteam, NI EATRTLUBEIAI
Perception>RI&MHIIAE ., HiL, FTEEFDetection by Affiliation, #A/5/5FDetect
Neutrals,



mit THA EfCompile, AEREIERIEER, RbPlaybMEEM—LMH. R TRE FATREXE
£ Al debugFRHE, & TFEE FRY4IEAI perceptionBl fifL, HEMRHEsHB W ZH/E,
MeEEM—TFENERGTE~

37, X—IRNATMEILER, BT —RERL~
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MOMREEFATRIF S,

BTR, HIVEILMHBEERANAREZE, AL, TAMDIEEEEA. BIFEE
blackboard 1R F—"Zlenemy#I35| A,

Bl —"1Enemy Key

FTFBB_Muffin, fAERIN—1EEL HObjectikey, FHIEEERZ NEnemy,

MAERNEZ I EEMoveToFR{EREnemy, XEFE X key/EMObjectz(E!, TMMoveToT =
H3E VectoraActorZE B plkey ,

AL, EHEnemy, HEFKey Type, §Base Classig B NActor, X#FETHMFLESILENemyiR
Hl9Actor,



XHBB_Muffin, M7E, HNFZEIE—MTH, UEILAHEEBASREIL,

IR EAEIR

FTFBT_Muffin, BiffSequencefRoot T RESEIIERE ., Wi EZRRER, REERETAIRE, A
EREEEMITRZENEGMIT T, BILSFNFRKE—L,

BETE, SIZNTHSRTA, HI§Blackboard Keyig & IEnemy:

XtEERILPawnfaBaEnemyEilR, N DIERT, PawnBBHASTE@MBEREL, AU
I FE(FFHRotate to face BB entry,
ETE, BINIFEEAI Perceptiont@ilE] B —MAHBRHRIREEnemy,

R EEnemy Key

FTFAIC_Muffin, #ASIEEAIPerceptionfAf4F, 71— 1~On Perception Updated event,




SsenseFMANMESHITIZS M, ARXE, BNMEZIAIBIREFLE BIETFRA, %5
TR ESHMRAZIN—RIAE,

NN TERNEST R, HiREMake Literal Namel& & A Enemy,

BEMEIRE, AIMMENAIRSEZE TEA, RERE, RNFEEE—. AL, HmU
THERTR:

INGG:

1.IsValidy 7 EEnemy key2 B2 IR E.

2UREZHIRE, BLAKEHSRIMEERAMNAE

3.Cast To BP_Muffinf§iE A S 0

AMRZNH, BLABREERESERT

5.01RIsDeadiR[Elfalse, AN HIRENFIHIEnemy, AETHRITEL,

mirCompile, FXHAIC_Muffin, RiEPlay, REEMRMMRG, EP—TES—THIEIH.
XE, EEERBTIATHEBREDS—THAT.,



977, RMROABTHMERET, BT IREBR~
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DB EEFA RIS
EIRBNFELIE—TEHRVtask, J AR THHIITIGE,

BIIEE— P IEES (Attack Task)

f£Content Browserd 8liZ—task, FENEEITANRESR T, CIE—THAIBIlueprint
Class, i%#%¥BTTask BlueprintBasefE AR,

BHA R NBTTask_Attack, ZAGFTF. NII—TEvent Receive Execute Al s, T mSTET
j\JH‘]‘}M‘TBTTask_AttackEl’\] BEHRAT o

B, BNFEZMHREAR G, BP_MuffinRE1E T IsAttackingZE, —BIRETM, MEHIT
IQI:-Eo ﬂgll:b, //J\\jJ[IL/{-FE’]_ﬁ_;-'ﬁ



MREHIPRS TERtask, BBFASHITA T E., XRAMTANHAMEETSELSH. AL,
FEED R ENSEERIN—"Finish Execute &=,

ETEEASuccess, EAXEFAT SequenceT s, FbT SI§EBTTask Attack Z FHIAT.




INGE:

1. 1T AMIEITBTTask_Attack™ &iT, J§H1TEvent Receive Execute AIFT /.,
2.Cast To BP_Muffinf§t@ & Controlled PawnfyzEEI 2 & 2BP_Muffin,
JUMRE, IsAttackingZEFEWIZE .,

4.Finish Execute 7 s LT AWM ENEE S EINFISTAK

s Compile, #AF<HFBTTask_Attack,

ETR, BRIEEEBTTask AttackiRinZEAT M,

FAttacki N EN1T A

FTFABT_Muffin, $#EEFESequence™ R RINBT Task_Attacki &=,

Z TN —TWaitT mmZlSequencel &G, JFWait TimelR &R 2. XM A ST T E R
HNIRE,



REIEYREeR, REOPlayfbsEMARR, M R—1, LM TAT. REHEEEANT @D
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OB EEFA RIS

RROBERATEEEDNRE—R, ARARNATF, BITEERGIERNFITANESHE
—itg,

BFITANBESRE—IE

NTEEFITIN, EMNFEERZSelector iIX>composite, FlSequenceT mE1ll, Selectord
NF T REFENEZEAERNITH. AEARENE, SelectorFEFT SIRFERZEEL, WA
EERMZEELE, Bid{FERSelector, HATATUBRITAMERRSHIT—MFITRN.

FTFBT_Muffin, fA/G7ERootTI R 2 [E8lE— Selector, BEEERN TR R REE FITRON:

BEMEIEE, —RRESPT—TNFTAN, TERETFITARRITA:

1.Attack: Selectorl§ B HITIRE FIT AN, HRMFIBESRE, Sequencett}FINFIZEM .
Selectorat@iMEIIX—m, AEELERITXNAISequence, XEFAS ZIFEERITERNFITA
i,

2.Roam:Selectori§ M AHITIRE FIT AN, FEHRITRENFITRME, MREnemy’RBHIRE,
BB2MoveToTT SRS HITEM ., HAHZERD RISequencelEiTRM, EitkSelectoriE&HITSH
—DFITRN, HEREEHR.

BEIERIEE, mEPlay, ER—EMG, FHIR—TRER.



AIEER T, AT ARHAARSILEIREE ERIFATH?
EERFERNTANER, BEMRT REMERIT. IMERESRXEFAZAREFTAIN, A
7 B8R T AN, XMEREUREnemyRIBEREZN, BATHAMNRNTHEEREEL.

NI RLI4FRIIT RN TIERIBFHIFALL, HRZI4F, BRME—XPITHTRLTFE, ERAI
Perception NEEM BIRANEENAE, FILUERFITANSIITIERIT. RETANEDREIK G
FITAWZE], BESFTERNFTANER,

RNTEEXNEA, BIBEERIHE—FEEATI A decorators,
BllZ&Decorator

FserviceZ |, decoratori§4a xExZtaskslcomposite. BE Kk, FIIS{EHdecoratorsEH 1T
KWE, MREENERZtrue, BiAdecoratorfiaikAtrue, & 2ZNiR[Efalse, BT XA,
AT LAz IdecoratorfI R T R 2 S I AT .

decoratori® ] AR SR A IE (abort) BN F1T AN . XMEWKRE —BEnemy#igERE, AJAEILZA]
RYERFFIT RN, XM UM HENEIFRA Z BB R K E.

AT {ERabort, FA 1R LA{ERBlackboard decorator, ¥TFFBT_Muffin, AEARBBEHINEFIT
FASequence T &=, %A Decorator\Blackboard, XA A LAfESequence s & X BX—
“Blackboard decorator,



1& Tk Blackboard decorator, #A/57EDetailsE R 4§ Blackboard Keyi& & A Enemy,

XEBESHMBEnemy2EHMIRE., REEEWIRE, HAdecoratorfisITRM, HEHK
Sequencel TR, XIEEHFFITAMMSBEINIT,

NTHIEEBRFITAIN, HIIFEMAZRIObserver AbortsiZ &,
{#HObserver Aborts

L ATiEAIblackboard key# 2 ZERt, Observer abortsii & IEF4T RN, BFFPEENaborts:
1.Self

MR ERSEENemy BRI EFTANPIEE S, MREnemyERHFITHMTEM Z
BIZEY, MEREXMIER.

2.Lower Priority

ERAXMIRE, HEnemyHBIRBEFERILEMARFN., BAERANEREFNZE, Eit
HIARER,

XEJ%Observer Abortsi& B A Both, XHFMMERIAAbortE 2B,

WME, SRENANR, EFNMIILENIRAERFN. B9, SHNRIEARRIRE,
=i N SRVAE RGN R G e WS

SERNT AWM TEAR:



XEBE AR TR EFRMITAR:

1. HEnemyiiZ BN, SelectoriHTH & F

2. HEnemy#IRERS, PawnBBEREQEA, HOBMAER
EEAERMITRE

4 REABRKESHY

ETIRAEMERE T SR FRORTAR:

1. HIETFRHRITRIWAIEHER, Selectori§SHITERTH., XE, MITAKMNIERAMEZEIRE
Enemy

2.BTService_SetRandomLocation}§&4 i — N HEH A B

3.Pawnf BISRRIAMEMUEER
4.[EERBERSFREY

KHBT_Muffin, A5 R EPlayFRsTizk .
EGRPER—LENH, REEENRERE}~
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SRAMAREE B 2 FRA TR L]45 | EE S Z k.

FEZRINIRTER, BNELR TR T RTREL4SIZENE T AHE. MEX—RNASTH, HIEE
B{EA ZBIFTE S AR R BIZE — 1 B R AIFPSIHER .

FPS(First-person Shooter, S—AMREIHE) HHEHPHN—FEHAELR, GIREAE—ARE
MAFNMRBEX PSS, HERASMREBANBANE., FPSHERIEFRD, FHIFPSHENE
& (Eadm) , (Cs) . (Overwatch) Z,

SEfR b, B4I45|ERE 2 VIR RFPSIHERAY, FRUAMERELI45IZHLKFPSH, A&
FRBAEERONTF., ERRIFERES, BIEZIUTRE:
1BIE— N E—AMPawnE®, T IURBENH IR

2. 8B ERHEE, FBEXKEIPawnEE L

3.fFMline trace (J4IRER, XFRZAraycast)RAHF5#

AR hENRRIBE L

FHARTHES
B THRIAINE FISEHRESE, 55% https:/pan.baidu.com/s/1dRx_LSBCXRHbSnok1V5£JQ

B :w7tm

FAB X%, INETFHBlockBreaker.uproject, AJLABFILA iR

HpZIEREE T 21T En. EXEEMRIAMENMEZERL, mM—EBRNEREEN0, M
SMIRPIHEK., AR MAREERBRIBET,

57, —UIEEME.



BT RBEMNFBELIRKRIPaWwnEE,

SIEmRAIPawnE &

FEERERPFT FBlueprintsXX 3, SAERIE—THHIBlueprint Class, Hi&#ECharacterfEX
R, BHaBNBP_Player,

CharacterZPawnfB & —fhERl (BEf8LEPawnBE —LEEYMIINEE, tbilCharacterMovement
A,



ZAM R B SR TEMBIX 2 K001EE) ., RAF/RBFASERNRL, MANLPawnE &
&, LS, ERIUEIZAHRIRENTEEENPNERE 2 XNEE,
EF(NLPawnB BB ZHI, FEILEMERRWIIRT Tiash#, Alt, H(NFEE TR
EIw,A SHIDH

AR RFEXRT T RZAE TR EMEY, AILOREEZ ARV EEEMEIE,
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DB EEFA RIS
ETRESBNFTELIZIEAIIRES

EUFE S
FEREXJAJRE R B RRIZEdIt\Project Settings, ZABFTFInputiZ .,

Sl N Axis Mappings, 77458 IMoveForwardfIMoveRight, EARMoveForward}§HF 412
BI/E A @AYIEE), TIMoveRightllFARAMNE A4 S [EHEH .

X FMoveForward, HREIHNEENRE ENFEW, ZESBRSZIIM T, HRBHEIRERN
S. ARIFSHILEAIREN-1.0,

Z2E, BT ERPawnBEMFIEEETScaletbfl, X ZScalefIEERN EHET, MAIKB
— T REIAEE. WRScalefVBENRLE, WEEE—TRENHEE. BIERITELNRES
R, #MAEIAiLPawnAERIGEHE.



BTR, RNBENEGGEIHITEMIRE. EMoveRightlIfRIZREND., BEEEIE—THY
B, FBHIRENA, 1EAKNScale B A-1.0,

IERZMF R, Z THBERENEBTIPawnEE,

S A BRI

¥JFBP_Player, #AE¥TFEvent GraphtlE, ARIl—MoveForward$E4 (7EAxis Events
H) . ZBHEEERXPHNs—nHT, BMERMNTAETRET,

ZT REFR L —TAxis Value, BIDAMERN ZRIFTIRERScaleE, SFANR TWRE, ZHE
B, SRTSEN, Mb-1, MRMMRERFR, BoFmLo.

ETE, BNEEEMPawnB & &, ALk, ARII—TAdd Movement Input ™ =, FERMUT
B RERE:



Add Movement InputT s EIR— @2, HIGHEF L Scale Value, MMEHEIRANSENS
@, EREIMERECharacter, FilACharacterMovementB{44% @ T4 AR A 5 @ S FE 5hPawn
RE.

BT, BNBFEEEAEBHNAE. AABINFERRNEE, MNFEEEMGet Actor

Forward Vector, %7 RFIRE— T EBINGEE, FREFREEZTR, FERTENHGNE
&
ING—TF:

1.MoveForwardE1E B —MNETT, HimH—Axis Valuels, HIFTWEIDEHETHL, HiR
TSESHLE-1, MRAMTREPZEERT, BimLo,

2.Add Movement Inputi s R IEPawnf & #forward vectorselAScale Value, XHFr]MAiL[@E
RIEFME THRIEQBI ANEEH . MRTETEAR, ZOERARFEHO, LMERE
PawnfB B A=,

3.CharacterMovementB 1§ MAdd Movement InputT mHIREVER ., AEESRILPawnBEEE
%K E LB

& T MoveRight T S EE L MMIRIE, RAIIEIEGet Actor Forward Vectorip{Get Actor
Right Vector,



EMdPawnB BRI ZHI, BIEFEEGame ModeFiRERIARIPawnEE,

IREIIARIPawn

R EE%RmEs LE= EACompiletktll, AFREERIESS. T World SettingsEHR, #%Z!
Game ModeZB%y, I§Default Pawn ClassE X BP_Player,

RiPlayizl, FIMERWA S DERARBIEHET .
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DB EEFA RIS
ETRBNFECIZMREY, LR UMNLKE,

Bl LookHg AR &t

FTFFProject Settings, BIZ - NAxis Mappings, 73 5!# % ALookHorizontalf1LookVertical,

J&LookHorizontal 33 N FH21E & i I Mouse X,

X#E, HE@AABHERN R, BREMSmE—"EE, RmlEE—1mnE.
1& T35 LookVertical 3 B RO BB B 2 IMouse Y,

XE, SBAE LSRR R, MEMsmE— 1 EE, kmlmE—70E,
BTk, HNF2ELACOUENENEE,

LI LookAB 4R

NRPawnAE&HB Cameralt, UE4ASBMBIE—T., EIANBRT, ZCameraz{EFR
controllerfdrotation{Z 2.

AR WRETHEXTFcontrollerfIEZEE, AIUE S TAIRVIAVIRIE,



R%controller23EIERY, B 19458 B 2 Mrotation, XFLEGE R TATAiLtPawnBEIES
NMEEAENALE, i, EE=AMEXT, AelEgNEERAcERE— TS,

AT EE— AR PRGN, HMNRFEE N controllerilrotationf5 2.,
¥TFBP_Player, #AFEBI#—"LookHorizontalZE4,

AT IHBGIN A AR AR E G Ak, HiIFEixEcontrollerfyaw,
ZEUE D RIZ—PAdd Controller Yaw Inputti &, AEERATEHNAREEETS:



ME, HHNEKFEALEBHERNIE, controlleramAMEE AMiEsE., MENBEIE
FA 7 controlleriyrotationfS R, FAAERSEAR M.

& T3 3FLookVertical EE £ AY3 52, {FFA Controller Yaw Input™i ;22X Add Controller
Pitch Inputf =,

NRMAEILBIMIRNER, SRINEEHRNERRZREN, XMERE S0 LB ENE AR
&, BENZOTE.

MRMENREEERE, IBARARBEILAXs ValueEA-1, XiEFMRIFAXs Valuetit AT RN
iR

R T A= ECompileiztll, AERTPlayizl, BohEimRUMMR TR,
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SRMAREFA TS,

EX—RNAEH, EIE—ERLIEF HANEZEGUN,

FEZRINZEI DT, RIS LME T HelZE— P Blueprint Classhyit g, BILUEER—MRZE, SER
£, BRTUEBAZRGARMAZE, FITETORIZE CHERRMEARSE, BEXM AR, MAMIE
REEEMN RABEENINEEHE M.

EEANBANRERE STRENSE, BATUGLIZ—TELRNAEE, HFEs—LEEANE
2, CEENGE. RERHENMAMEBZITERSERENRE, KEIZESNAESHEE
NEEMNF R, ST FRFZBERENEE. BIXMAN, MAIMEMEIEEREREMEE
RISE.

BA AT AR A KRB BIC ST 2R E K,

BIZEARRIGUNZE

REIFRiESR, BIE—TActorkBIRVIEEIZ, BHEHWENBP_BaseGun, ARIGEITH,
BETREMECERILNEERTENILZHNEM, SIZMU TloatiBINTE:

. MaxBulletDistance: X XRE N FHE ] IA VTR AER

. Damage: &R H FRTRABNPILUERINHEE

. FireRate: &R Z 0] AL F—1R F 38RV 8] (8] 7




MEBRNBECZNMEENMA . Pk, FERI—Static MeshdAF, FHIEHGBERN
GunMesh,

M Seal Dk Estatic meshSEENEEIRIEE, Bl EELIEIE X FRMERD KT T LIF.
BIEBZRIF3£

mfCompileFREI T 4RiE2E, A¥EEEBP BaseGun, AGi%RCreate Child Blueprint Class,

BE B EZNBP _Rifle, AFISEFITFF, FTFClass Defaults, AGEIEREFPHNTEIREMATEE:
MaxBulletDistance: 5000

Damage: 2
FireRate: 0.1



MEBENEXNE: EBFENRATIEREES5000, SEmFactorAEN, SEM2RNHEE
B, SISEHETHEN, MRETZENEEZ0.1%.,

ETRENEZIEENZNSIE, EREGunMeshdBY, AEI5Static MeshiZ B SM_Rifle,

MAERXNIREMTA T . Rt TE= LACompileizill, AfEXHIBP_Rifle,
ETRBEMNFECIZE ChcameraBff, BRI DILIATEIFIZFIBEN. B, Bl
ST RERZIRG L, ML ERERGIARIE.

BIZRIEM

FTHBP_Player, #AIG8IE—CameratB4, IGEH& R NFpsCamera,

BEIORMIEE /AR, JEFUERKBERRN. AL, BAIFEFFpsCamerafiJlocation
B4iRERN (0, 0, 90) ,



ZIANER T, CamerafBiEFHAEHcontrollerfyrotationfS 8, Fitb, FHAIEEEDetailsERT /B
FHCamera Options\Use Pawn Control Rotation,

ETRBNFEEXRZIME,

E XTI E



AT RIEEKMUE, F(FIERScenedB, BAERB—Transform(ER. HRIEH
FpsCamera, fAFEIZE—TSceneBt, ZABHRFERIAZIcamera L, KHaGER
GunLocation,

BT GuUnLocation kB BIFpsCamera b, HREMRRIFAUBENAEIEIL, KERNRTA
LHE IR B RIERHEAA0RTT5

## T f§GunLocationfLocationik B (30, 14, -12) , EHMAIHET R RERGHASH
—fl,



& T3 rotationi&E RN (0, 0, -95) , XN EEEFKELRSEMNIERR,

F7, RMRNARBMARXET,
A T—IROATH, HITFERCTTR, FIFEKEKEIGunLocation,
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DB EEFA RIS
ERX—IRAETH, BIIFEEEXEKIBE L,

R REAB ST

FTFBP_Player, #ZlIsiflIEEvent BeginPlayT R, fAEEIZE—1Spawn Actor From ClassTi
=, JEClassiXxE NBP_Rifle,

ZRIABNEELFTEAICS, AEERHEHRFE—TEER., CIE—TXKEN
BP_BaseGuniZEE, FHI§HEHHRZNEquippedGun,

FTEIENE, TENXEREBP_Rife, XEENMKFAIEREAFELREMNIESE, MXRER
REEHRN—M, SBMNEMEERENIEIN, B AFRFIIBP_RifleXBMNTEH,

& T IIEEquippedgunik & 9 Spawn Actor From ClassBdReturn Value,



NT RKEESZ, FHATRIAERAttchToComponent, BlIE—MZT 5, AEBE M Location
RuleflRotation RuleiX &} Snap to Target, XFEZM S E KRB LB BB RN EFE
®ER,

ETKEIZ—TZEIGunLocationd95| A, FHERMUTANES:



INGE—TF:

1.E54 BP_Playerff, &4 —"1BP_RiflefISEHINI R,
2.EquippedGunF =R E— 1 EITEAARIBP_RIflef5| F
3.AttachToComponent=#E4837 X EXEIGunLocation L,

Rii TR ERCompilet?ill, REIEYRiEEE, HiZ FPlay,

MIEHANBRERE 7188, HOAEENHE, BIRESEMERGINNERT.

¥, FRNABSHMEXET~
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DB EEFA RIS
ERX—IROATH, BAMEEIMARE 38, A TRNFEESaRER, BIIFERE

line trace,

=51 F58

line trace (SY4RIRER) EWESMER (ER—FELZ) WUEEAIZE, ARLGEEEZNE
B A, BEIEGPENERA, mE%FP, IRRNFERSh2EMNREEAN,

E RS HEESThEE, ALtEZEEBX classHsEI, MIFIZRERLI, $TFBP_BaseGun,
AREBIFE—1 R R ShoothIRR %N,

EECIEM M VectorZKBURIMINSEL, P 5lan& N StartLocationFIEndLocation, XA N ZEEE

SR IRIR R AR RMEZ R CEMBP_Playerdf{EN) .
TR AMERLineTraceByChanne BRI T L IRER . 1Z°1 /UG {E R Visibilitys Camerafihit

EEENERESHR. SIBETR, HMEBUTHELS:



ETE, BNBENERLERESHR T HRH, BIE—TBrachTiR, FMEMUTEL:

SMZURIIERS, Return Valuel§fatitrue, ZM4difalse,
NTIRFIRG Faa RN RIR, BlTEFERRIRFH.

R SRR E AL 45X

B, BINEERBPLEIRNMAE, MOut Hithii—54, ABEMEFIEEBreak Hit

Result,



Blli#—>Spawn Emitter at Lcoation i 52, $A/SIEEmitter TemplateiZ & HIPS_Bulletimpact, F#
Bi§E LocationiFE1% % Break Hit ResultBdLocationis [,

PEZTIEPNT RERDT:



INGE—TF:

1.3 ShootHITHIRNR, RERMREENERNEZRER—TH%ERR.

2. ANRMZEIFLEIE, Spawn Emitter at Lcoation I sUSFERIIEI B A R PS_Bulletimpacefi F4%
B

MESENHEE5A, &' FREIEERMER.
A FShoot R %X
BAEERNBECBIZTHREMES, S TEZ EACompileiRill, #AFFTHProject Settings,

Bl —1#TEYAXIs Mapping, FIEHE R Shoot, JEFTIREIAIH#E E 4N Left Mouse Button, %2
f& % F]Project Settings,

& T RFTFBP_Player, ZAG I3 —1Shoot 4,

NTHREMERESIR FShooti#, HIEEHMEAXIs ValueREET1, HBIEWNTHTA:



Tk, BlEE— 7 EIEquippedGunid3|fE, AEAAShoot R,

ETRENFENTEFLERNERNZLRMUE,

it &Line tracefINIE

ERZFPSHF, FEMBEGNHOMAERS, MABRMEXME. XEENBREGNBEBEN+
FHEENMERENTT, AtEFREMRGIRME LRSI, o] ARIEF58 s 3 2FTiEN
fig.

BliE—"1FIFpsCamerafy5 |, ARIEEEIZEIGetWorldLocation,

BETRENEBERINRSHOMUE, iDFEEMaxBulletDistancelX ML E, XMBKEE SN IZ
= REEIAIMaxBulletDistance, ALt, BIEMNUTTHR:



ETREBATARNERETTR:

NG
LEMRE RN, BXSMERBINALE RS T34,
2.F5#J% k4TMaxBulletDistance I &

mETEZ FRCompiletzd,
AREETRERPAEPlayRHMLE, & TR H-~
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WIEEF-FRIEPRIZQQET:
375143733

ERRIR:

http://www.vr910.com/forum.php?mod=forumdisplay&fid=52

AMFEE:

https://zhuanlan.zhihu.com/kidscoding

FREE:
http://blog.sina.com.cn/eseedo

Github:
https://github.com/eseedo

AR
http://icode.ai/


http://www.vr910.com/forum.php?mod=forumdisplay&fid=52
https://zhuanlan.zhihu.com/kidscoding
http://blog.sina.com.cn/eseedo
https://github.com/eseedo
http://icode.ai/

DB EEFA RIS

ELROASH, BIIELAIMNILE A5 78T, BELRFEREMUFERKR, FLt, &F
FFAFERFEARS R G FRANRR,

HIEFF KRE
B, BHIIEEFE— I T=RAMREE I UG T, FTHBP_Player, tl#—booleanzs#!
MNTE =, FIEHEGBRNCanShoot, FEEEIANMEIRE Ntrue, R CanShootf{EEtrue, BFAITER

fEaElE, R2UFA.
FEHBranchE S HELIIT

¥T, MAETIRR B HShootFIZ T, MMHECanShoottI{ENtruelt 7 8EET .

ETREBATANRNISSHNTR:

E I — T X BT :
LIIRRBER TEAALR, HCanShoott{E Ntrueld A BT .
2—BLREAGH—KF5#, CanShooti§#igE Nfalse, XEFEMAM IEIIREBXRSIE.



3 fEFireRate £ EIHFHILR/E, CansShooti§#KiREMtrue,
miECompiledzll, ZAEX<MBP_Player, siifPlayiR iR .

ETRBMNEFEZULZ B BEN BN FETE RN, AATEKTE 715~

FEELAF, STHRBHAIMUREME, ERFREFNNRAEAEMESHEFLMN,
plan, SRIGEN, —TEIPUERARESESEE, BMRIE[IK, FTEMERET.
Fit, & RIEGFEN, HNFEEIREFILEERRE,

AEEHEMNVEREMZANMGER, BAEMIMENEHE. 3JFBP_BaseGun, AETE
Shoot R EHI R ERIN—"TApply Damage i &,



BETER, BNEEEERERENABNR, £XE, ERREMENLEIRMUZINAEE., &
Damage Actori&#%%l|Break Hit ResultfJHit Actor =,

&E, BIEEEEENANMHEE. FKE—12IDamagefV5| A, AEBHEREEIBase
Damage L,



mM7E, SEAVEAShoottIEHE, EMSNEIEEBRMGBTRNARERBE. SfiCompile, A
X [#BP_BaseGun,

ETRBNBENARIEMHEHITLAE,

WEFHEMRINGE

B, BINEZELEEFRNRNMCZS, FTFBP_Target, #AEEIE—1Event AnyDamageTs
R. BEHABZINMEAZ0NIME, BRRITZEHL.

1E T RAMA TakeDamage R, FHiEiEDamagelnd, XA IGABNA G {EMHealthZ 2
RIMENESR, HEFEGAENEE.



o, HEmZEGENRNER, EHEZREE. [RiCompieikill, AFXHBP_Target,

ETRBENBELIBIRANCIERIAE., FTFBP_ResetButton, #AFEIE—Event
AnyDamage, #A/SEFResetTargetsiKi%],

2, HRMRAGENRE, MEEEMBBIR. KiliCompile, A/FXHBP_ResetButton,

ORI RIS, RbPlayiRil, AEFRGEEN. WRBEEEEN, REEFHRHEEA.



37T, RRIIREASHEILERT .
TRERNIMEESEXE:
BEE https://pan.baidu.com/s/1qrglUur11QaKsz4T2ACOKg Z3RE:wkft



WIEEF-FRIEPRIZQQET:
375143733

ERRIR:

http://www.vr910.com/forum.php?mod=forumdisplay&fid=52

AMFEE:

https://zhuanlan.zhihu.com/kidscoding

FREE:
http://blog.sina.com.cn/eseedo

Github:
https://github.com/eseedo

AR
http://icode.ai/


http://www.vr910.com/forum.php?mod=forumdisplay&fid=52
https://zhuanlan.zhihu.com/kidscoding
http://blog.sina.com.cn/eseedo
https://github.com/eseedo
http://icode.ai/

	01
	02
	03
	04
	05
	06
	07
	08
	09
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24
	25
	26
	27
	28
	29
	30
	31
	32
	33
	34
	35
	36
	37
	38
	39
	40
	41
	42
	43
	44
	45
	46
	47
	48
	49
	50
	51
	52
	53
	54
	55
	56
	57
	58

