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1 Set Visibility
(—) FRSHABAARSET =

ASHEnEnEETS

f set Visibility '

D
BiF

New Visibility [}

fEEmE S MEmE - Propagate to Children ()

Static Mesh

new visibility J& {21 AHEGEIX AN FEES PR,
(2) RFRETS A

wrrREm TS "

New Visibility [J)

EEaAT Propagate to Children [}

Farticle System

new Visibility )% b QRERKL TR R0, WO Eas R 1



2 DestroyActor

(_) $‘élﬁ-.-l%_l\\\

* [ DestroyActor

A7 [self]

Hbr: NS Hbr. BERAE Actor BRE B KL, AIEHR, NOUHHBEX
A~ Actor BE VRS HIX AT R A, 3 B R AR SO AT S Actor,
R B ER AR

3 Delay
(—) EETR

f Delay o
Completed [

(» Duration |E|

FEIRFT A YERZEIR, Duration A ZEIR HH

4 SpawnActor Kai Shi
(—) H/ Actor 31 BmE

- @ SpawnActor Kai Shi
&
Class KaiShi= Return Value
@ Spawn Transform

Collision Handling Override

Default -

Instigator
fal =) = E




BT AR R Actor 283375 LI

Class )& & ZLA R Actor 28

Spawn Transform )& & : Syt 4% AL R
Return Value I8 M2 ELA AT Actor 251 5] A
collision handing override & A& W B fill- 8 FE

5 Get All Actors Of Class

(—) 3k18 Actor T =2

_f Get All Actors Of Class

Actor Class Out Actors
IKai Shiw

BT SRS X 153 Actor 28
Actor Class HJ & M2 REASFAT Actor 28
Out Actors & X i&: FRIF3IHT Actor 2510 51 FH4

6 =5

(—) AMSIET =

TEFH

o Then 0 [

Then 1 [

mOnsIEn +

WA SIS X Bl —NEA A AR E I R GeE — N, e
THILIRATT T LA I AT AL, 804 st 38 0 — AN 15 s ida s (ol
25D, HEA AR E A AT, (ThenO F1 Thenl [FJES #4047 )

10



7 Apply Damage
(—) EMATR

" Apply Damage

Damaged Actor

_— @ Base Damage

Event Instigator
. J Random Float in Range : Damage Causer

O Min[0]  RetunValue @ — Damage Type Class

Cr Max |E|

eI RN BENLD

Min: g/MiE

Max: # K15

AT RN BENL T

Damaged Actor ] {5 3 J2: Actor 51 5] H

Event Instigator [} & & #6351 5|

Damage Causer 5 X 3051 #E (W& RIS s 5D
Damage Type Class [ X AP 5 197 p2:

8 Play Sound 2D

== 3 4+

(=) FETR

Sound

BT S E X BRI A
Sound J& &£ &= 1]
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9 Actor Pm

Ll

“f Get Actor Forward Vector “f GetActorLocation “f GetActorRotation

B =X

Return Value Or Return Value Or =] Return Value Or

1T R % 7521 Actor [AHIT 1 1A &
2 W RN G 133 Actor FIN B INIME
3RS S 53 Actor [ie#% II1E

1 O Set Blackboard Value as Enum
(—) REERPIK=E

'Tget_lilackhoa_ra‘l.ralue as Enum

Key

Value [0 |

BB RS SO WE BRI EIHAE
Key HJ& e SRR 51
Value ff155 302: HEHER ST (ED

B = #2E{E AlEnum

Enum Return Value

BT SRS R E MASE

Enum B8 3. IEFEMESE

Return Value & X &: RBME CFI_EE PR Value ) (PIANTT S EE A [H] )
R
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1 1 Set Blackboard Value as Object
(—) REERETS

Key

Value EEHE -

PR R S WE ERERNN SR
Key & & g5tikrs) H
Value 1% X &: Object 1) 5] H

1 2 Set Animation Mode

(—) REHERAT R

D
B [self]

In Animation Mode

Use Animaticn Blueprint -

I RS R K E SR

In Animation Mode FJ & A2 : B HEE
(7E ALAT AR A 15 SO EE AL B
1 3 Finish Execute

(—) FERBITHA

| Finish Execute

a5 (s

SUCCESS B

BT B S O SERAT
Success )& X A&: EHHATITEE (B FNPATEE, ANaiEN )

13



1 4 Breach(IF)
(—) FlEFT =

BT S A SO FIWT A OIR 3 2610 B BB ok s i HE ) 511 D
Condition & Si&: HIWr 2% 4F

1 5 Get Player Character
(—) REMRABENT R

~_{ Get Player Character

O» Playerindex [0  Retumn Value

T RS 2 IR I At
Return Value [ SU2: AEKNIIH (FAERE{E
Player Index (5 X 2&: B GeAJINMAEKE O

1 6 VectorLength
(—) EENKETS
* [ VectorLength

O A [ D D|| 00|[Z 0. D| Return Value O»

BT ERE X2 MERNKE
AWE S &
Return Value & X &: IR [EME
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1 7 Run Behavior Tree

(—) BITITANT R

haﬁor ‘i're-e

BT | self | Return Value

BTAsset

AlBehaviorTree_tw

BT SIS X2 1sATAT A
BTAsset H) & X A& GEAT W

1 8 BRI

(—) REBFTR

iz E
Show Mouse Cursor D

A4 [sef]

BT SRS X2 WE RAr e SRR
Show Mouse Cursor H) & S Ag&: 2] A2 75 s

1 9 Get Player Contronller
(—) ImFITHIZR

| Get Player Controller

O» Playerindex [0 |  Return Value

BB RS SR RIS B ] 25
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2 0 Possess
(—) BETR

At (s

In Pawn

BET S SR IR A

H bR s ) 48

In Pawn )& Y& BIE P Pawn H AR

2 1 AddLocalRotation
uj\\ﬂﬂri’fbﬁ';ﬁ?%‘f

f AddLocalRotation

Dl‘|ta Rotation
x 0.0][v 0.0][Z 05]

v

AT A X Wi AR (g2 R e )
H br e Z e 1 H by

Delta Rotation F & X & Teds a7 [\l ff F

2 2 GetworldTransform

(—) Transform T 5

~r EetWorHTransform
= Compon

B 7 | self | Return Value

PET R SO RS Transform
Hir: 2HS
Return Value: 284k iR [A1{H
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2 3 SetWorldLocation

(—) REHFONE

| setWorldLocation

B [self] Sweep Hit Result

_ New Location
[x 0.0][v 00][Z 0.0]

sweep [O)

Teleport ()

new location: HrAf &
sweep: 14
sweep hit result: LR

2 4 AttachTo

(—) HET R

| AttachTo

B [ self]

In Parent

O In Socket Name | xuli_you |

Attach Type
Snap to Target, Keep World Scale -

Weld Simulated Bodies [

BT U SO e T

Hbr: et s (7 ULEE AT

In Parent )& Xg: B4 Bir (A] LN

In Socket Name [ 7 S & $HFE 1% F

Attach Type 15 Xog: FhE R

weld simulated bodies [ A& : AT LM MIRERS K CBRARD
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2 5 Set Active
(—) BETR

| Set Active

o [
New Active [J)

Reset [}

Hirse: FREHEER HER
New Active: 21k F/2W0E, ANaERABIE
reset & Xoe: HE

2 6 Play Animation
(—) BHHET R

f Play Animation

B4 [self]

Mew Anim to Play
A_s cLli_Anir -

Looping ()

HAr: ZR00shE Hix
New Anim to Play [{]75 M J&: ZHEB I3 H
Looping 15 X : A RGBS E, A2 N ATEA
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2 7 SetRelativeTransform
(—) BEHENTHDS

| SetRelativeTransform

55 [ self] Sweep Hit Result

__ New Transform Location
~ [ 00][v 00][Z 00]

__ New Transform Rotation
" [ 00][v 00][Z 00]

__ New Transform Scale
2 k0] 10][z 10]

sweep ()
Teleport [

new transform location 1 & S &: R JE A E
new transform rotation {5 M 2. ARV G I &
new transform scale [¥] & X A&: 2240 Ja IR/
sweep M5 Y& FH

sweep hit result EI’J/\ XE 5 R [EHE
teleport [ & S Jg: R LIAE

2 8 Get Hand Position and Orientation
(—) FRENEMEEZNTS

" f Get Hand Position and Orientation

C» Controller Index |E] Out Position Or

Hand Out Orientation O

Retur Value

controller index ff) & Y& &Ml 28 a4

hand ()5 3% T (T VIVE P ERE SGRIEFET (LT D
out position )& a2 A E

out orientation ¥ & S 2. it fF) &

return value H & X 2&: iR EME
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2 9 Set worldRotation
(—) BEHAEEDS
fBetWorHHo?tEn_

B [ self] Sweep Hit Result

O» New Rotation X (Roll) [0.0 |

- New Rotation ¥ (Pitch)
|I L Y P : B
" lo.o]

O+ New Rotation Z (Yaw) [0.0]
sweep (O

Teleport [

new rotation x [} & & IRTGFIT X Hhiek%
sweep M S E: FHi

sweep hit result 15 X HAHHI4E R
teleport I & S Jg: & LIAE

3 0 Quit Game
(—) &RBEXRT =

[ Quit Game
»
Specific Player

Quit Preference

31 gEEHTR

B clEsiwangiZiF

Class Siwangw Return Value

Owning Player

class [ 3&: I8 (FEIX BLAt IR E I 1) UMG #£11)
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owning player [ X /2&: A 1 player

3 2 Add to Viewport
(—) AMBEOTR

=i #]
| AddtoViewport =

[
B
O ZOrder [0 ]

Fy

Hbr: 2fRERINEIE 15 UMG

ZOrder P& Y& UNINENE L1 Z FhAk by
ZIT Jr 34

MREE ST A

3 3 Set Global Time Dilation
(—) SEIBFELR

_}: Set Global Time Dilation

¢ Time Dilation |I|

I RS R S A (A AR R, SEIR AR SR AUR
Time dilation: U B [A] [ 53 2
(1 NIEF IR RN &SN D

3 4 Set Visibility
(—) REFURLETS

f set Visibility

In Visibility
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in visibility & g : W] W
T SR AR RN CEtn UMG)

3 5 GetRotationXVector
(—) KT X RET S

" f GetRotationXVector

“'R'Jt Return Value Op
* 00][v 0.0][z 00]

inrot [ XAE: JieHeth Ciehe s

3 6 DoOnce
(—) EHRPITRETS =

Completed [
[> Reset

Start Closed D

B SR T R AR RPAT—x

3 7 ToText
(—) XA =

" f ToText (int)

O Value |I] Return Value Cr

Use Grouping [

Mlnm:um Integral Digits

A3

~ Maximum Integral Digits
" [324]

a

value )& Jg: CAME

Minimum integral Digits & X : &/ int 2584

Maximum integral Digits [ &5 3 : H KR int Z58(H
(2 int 88 (A EAE 1-324 VI B TIALEE 1 /0 324)
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3 8 Set Owner
(—) % E Actor EREE

E |

Mew COwner

BWHE Actor frE# ($87€ Actor)
Hbr . WER Actor H#x
new owner ] X: ) Actor
3 9 GetOwner

(—) 3%18 Actor Fr &

" f Get Owner

B#% [self|  Return Value

343 Actor T &

H#r: Actor HFr

4 0 Get Components by Class
(—) 318 Actor B4R &

" f Get Components by Class

H EhAs el

H#F [ self] Return Value

nent Class

IR1F Actor AT M
Component Class: %4 Actor 8 [ ZH 1
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4 1 Get Component by Tag
(—) 3R18 Actor LA HRIFRE

" Get Components by Tag
I:l kT _'__...I CEOI

55 | self | Return Value

Component Class

O Tag [MNone |

345 Actor KRLAFIFREE

Component class: Iﬁ;f:l: Actor ZE [ ZH 44

tag (N5 X Actor RIFREE, Zh1EH 1 Actor ZRLA/F R IARZS
return value: Actor 21511 5| %A

4 2 Get Actor Eyes View Point
(—) 3X%8 Actor fARIAE (GRS Actor ARt RALE)

~ f Get Actor E]res View Point
HimEActo

Bi7 [self]  OutLocation O»

Out Rotation O

IR1F Actor MU I U (343 Actor #8 A B H T A7 ED
H#x: Actor

out Location )& X : #ith Actor A7 &

out Rotation FJ & 3 : #iH Actor HJie#%

4 3 Set Percent
(—) HEEBESET

J Set Percent

F#7 [self]

O In Percent [0.0]

set percent: 1% & [ 7 bLAT A CRbanidt B2 AN &1 [ 7 B
Hir: Z&E [ ER
in percent: 52 H I EFR GF RS
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4 4 Get User Widget Object
(—) REBAPEHNRTR

" f Get User Widget Object

I=Eark

B#r [self|  Return Value

HAr: widget Hbr (Lt UMG)

AT M T 75 Actor 28 B ) 15 ISR BL T R widget T H A (Ehdn
UMG B H A

4 5 Stop

(—) FIE—IBERMRIERIITE

SO RS SO TR e — VB JE AR R AT 3
BRI E i/ LN NS R 7

4 6 Stop Anim Montage

(—) FIEEERKE

B 47 [self]

Anim Montage
= 4E !:-_. .-.

PO s B SR A5 1E Bl 5 OK #F
anim montage: &30 H 5 KA

25



4 7 Stop Jumping
(—) BT =

*J stop Jumping

{5 1R B9

4 8 Stop Movement Immediately
(—) MEMFLERBER

At [self]

SR IR A s E)

H */]1\‘ : character movement

4 9 Stop Broadcasting Game
(—) FIEBRGE%

152 1B M
5 0 Gete

(—) IR =

26



Start Closed B

TR S
open [P & X: AT
close 17 Y. &5
toggle 5 S : fil 5 #%

5 1 MultiGate
(—) EXMHO
- MultiGate
outo [
outl1 [
isRandom O mmaim +

Loop D

(Cr Start Index |I|

A B
Reset )& X: HHE., HHTRE
is Random )& 3: FEAL

loop & X T

start index 2 X : HEHE T
outO: ﬁﬁﬁm

outl: M

5 2 Draw Debug Line
(—) BHISHET S
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-anaw Debug Line

o Line Start
J| DD|| I E 7 00|

o Line End
J| DD|| 0.0][Z 0.0] 7 00|

Line Color
O» Duration [0.000000 |

O Thickness 0.5 |

TR S (SRR A4 i — 2% 28D
line start [ 75 ). 2RI B
line end 175 S ZRIG RN E
line color HJ& X : ZRIEItE
duration [F) 75 3 f7AERS[A]
thickness 17 X: k)R

5 3 LineTraceByChannel
(—) St

f LineTraceByChannel

Start Out Hit

[« 0.0][v 0.0][Z 0.0] Return Value

_ End
[ 0.0][v 0.0][Z 00]

Trace Channel

Wisibility -

Trace Complex ()

: Actors to lgnore

Draw Debug Type

Ignore Self [

TR e A
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start )77 3 Pt ia i B

end [R5 S S EAG I ) S5 A7 B

trace channel [ & X : FREZEIE

actors to lgnore [K1 8 X BZAIK) actor B4 CEL A Raa: i B /R i) N\ Yo -f 5 2
(S E YN8 ﬁiﬁ%bﬂi/&%ﬁﬁiﬁéﬁ CIN=R: 28D

out hit 2 3= it S 2 e il £ Al 42

return value: X [A[{H

5 4 Draw Debug Circle
(—) &N EH=PEERE

anaw Debug Circle

@ Center

C» Radius |E|

» Num Segments [12]
Line Color

O» Duration [1 |

O» Thickness [0.000000 |

__ YAxis
X og] X 0.0] 1|||| 0.0]

_ ZhAxis
X og] X 0.0] D|||| 10]

Draw Axis ()

R S SRR 37 s
center: [F¥)HCofr B

radius: [R[[¥)-42

line color: [&] [ B A,

duration: 572 [H]

thickness: [& 1 )5 &

draw axis: & 75 H] H %l

5 5 Play Dynamic Force Feedback
(=) VIVI FHEHT =R
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