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1 jeh &®mMdy Unreal Engine BkzdZO odffkzh,
Games. l jteh s Gty d&O thkh '’ BlzdzO G teC
it sLtetsB dzd € L dzOydzs Bk HtsME t5dz0 dzd dzd fmd Mmis
tdzlsj dzj €Is, eodHd® MIsy BO' Gl 180 tsBOK Ha
ftosctcOdzy L OBJ L Y Jyd dadav . Avw 9ojtefm' v ok
o' Hjt8' etste oMsOdeso d dzO deso d2 MilsOdzH Ote
cGted. 1 " HistcddBzo Odzdmw B OGCOISts § dzOIsW¥ tstc d3,

1R ts 2 2002 ttsy' od2htse Unreal Eng
sO Glstcd 30 datso Bsy dzd o sMils* so¢" wg
fsCteOn jdzd?2 ' demlstclz sy dzlsOte’ 2 Hdzw tosSL tesB ¢

l 2005 ttsy’ od2htse Unr eal Engi ne
W el SO "Tdht sy dzdetsMmilst  tekzh 't ow,

19 BJtjLdw 2014 sk Epic Games f{te
C++. wfftyoObkShkz tkh'2 ttoLisoMmMs Hylzo O Mw
tesy' MlsOes BJjLECtShIssodzgdd3 Hdzw o fp' 7 Cstedf
fesHbkzCIsd, w¢' Htwdddtsmwils! fsdzOH 3000 HTE
ftcdoOBddodds Hdzvw dzjojdzdSédms s’ ClIs o.
Mz yomdzg  zOW tstedzd Hdzv totsL tetsB € (.

vV IstcOo dz' 2020 BEkzddzs Odztsdzmtseo Odaets Un
" dzdzs 00wy 2Nani te, dtsoa0®O Ijrdtsdzse W, WCC
HylsOdz' L 59 Odz' sB' ‘" CIsd o t]j Odz desdzge YO
3" dzt 2tsded tsBO CIs' 9, daJ o dzde O¢ yd ydzO dAst
mMdmisj @30 Mo ' Isdzj dzdz?" kO lzo OEP Biga 9 lsd
o] Odz desaozz yOMm* . v OC B HBEHOdkZd BOGCOITt
Partitiond detso © MdMmilsj BO tesL §f 5H ' dzk dndes B R gD fr
Yyomsddese . [ 3]
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2. tern " sj§OEBOC '  HIstcddBY' Wolsttej Odz
Cstedmisze Oy’ BBtsy EMs¢ * ofge w2 Is H jB'IZ.H ¢
9 ' Qdz' Lo Old t' L desd3Odz’ sdz' BEZH® o dz' |,
f'HIstcddBz® ' dzsicteOY' ¥ L HBHOISC OA]
Mo tstc¥ 9 OIsd o telskzOdz d2 Iskted SO H
3.8 des' dzgn iz fHlstz'OWz' L Oy' w ) tcj Odz' dzts i3Iz
L3 delsd yOfm IsO odlstcOIsd. 1 0 HEGH sSdiC
Wtslststej Odz' Mmisd ydz o' LkzOd' L Oy" H dz
Mlso stes 9 Olsd MyJ dzd L ¢ &zOH dzd d3d
tclz?2 dzz o Odzdzy Istsh ts. Unreal Engine BEL
Al O@aketstej Yy 0, HJ 9 dz HBSf A3 ¢ Mlso 5k
o W' dz g AANBicH fJtoslsd AJjtotcOtc’ 0 o
Chdesydzdrn ItcOfm SO OolstsdisB ' dz' © L 9 c
4. st Odem @' § tew d3" Unjrisejaadd . Engi ne HiSL 9
tcj Odzjdgds e s OW ' €2 E tj Odzt descge yOfm'
tcj Odz! dz' mlss HO' dsydzde ' Mis! Mlso ek
fowdssdge jljte' . Aj " HJOdz dzgs f° HRA S
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. ¢ dz° zouyn me al Engine &0 off' dzj sB =R’
Odz' dizOy" 2. 1 OoHWw Cd tistdctizfigiz ddidslO d® HWdzwL
tcj Odz' Misd ydats”’ fsoJH de¢d otdzsmmw,
tcsLtcsBd2d Cd By ks mMlse stcs 9 OIsd WG
" eteOn, WEzd W' dzd 3O~ IO " & dr et
. bolstsd3dsB TR9.HW C oBlkHtso Odzd d3 Y odefn
ot My £ o' tclskzOdz dzgdm h Sktclkzc
Cedif Odz" 2, kOSdmr wWC€ AAudi 6, AChevr
¢ SOCtsYy HAW IsjMmMiskzeo Odzdzw 0O Is 5 dzts dzdzd -
dzs H J 2. Unr eal Engine odSitstcdMmlstso iz
Wwh' td ¢ dzOd3dl 6. [A6n]ts tc &3z dzO
e d Bz W HWEd Unmea3lzdzEqgi ndyls ©dzd
stsydzd d&3d. kM2 HO' d3sy dzd 9 * Mls L O
HEMS BdzOizs o doydlsd cOdzlziL ' . 1 Of tod
sf jtczoOlsd, O BJ~0O0dz ¢ toj B dzlslzo Ols ¢
VR-Is j ndzsdzts e ' 2, 0L Odglz tegj ddegfigvh dfids. [ 7 ]
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l Unreal Engine ' H9o90O Bmdtsedzd~ L OMm
-Yyd MdMmilsj B3O o' LzOdz dese s ftes6 e Od3lz 9 O dzdz®
(akzLrdzd) LO MsHGCHEROH GOtRzdELsE GHglsdIsd
LO6' HdzOIsd RB'tey btz & 1 dE®o jHjdzed?2 ¢ tod $ dzOt
HEf sdisectss Bl ueprints.

t d fy zdad Blueprints

i sLtecsBCO LO HBYIGBHRSets® dsH' 9 HEBMJIS!
L dzOydzes s 8Ok j dz@ dz2' Mmls: Odze stcd Isdzlz i
Bklsd odSttcdMmlsOdzd? Hdzw Mmlsotstej dadzgv ME¢ dzO
Cdzlsj dzj S sz, oL O diBsH "’ L GtcQoa Yyjd3 IO |
ftesetcOd MO sodzd?2 CBdzZstcB®AdzISORBY H Bt
JWJiSClsdodzg Mls: . 10 HBftBses Btsa dYjslssSst
M¢ dzZOH dzts s * 9" H ftotsMmisd ~ ‘' EBte H S fn)
o' elskzOdz dzgdr toj Odz! desflsj2 SO HESHOIKE' 9
L Odzj ¥ dlIs: o SHstcp Oh & ' 9 dgv L dzOdz fotsc
tetsLtesBSCd fesMsdn et HsMisOlsdy 5 9 ¢ st
OBt Mfjy Odz' L so Odzdr ' dzflstclzdzj dzls' o d3tsy
Yy Offlsts d&3j ssHd od¢ stcd Mls tsetizdzds * o WB | tcuOa psrdi, n
WEdeC y' sdzgOdz Hdzw o dtc’ h jdedaw  jodets’ L OH
Bsy 20 Mlseo tstes 9 Olsd o dzOMmdz' desHd, wW¢g° 9 d
HiSL o sdzw ° MftesmMisdlsd ftesyjm tsLtseSd
tc' ot ORBzo Odadz? HdzW totsL ' WL Odadz? 1 j o dzc
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Hsfmdz" HY jJdzes Misetstej dzdzgy cGted L O HBY SABSGH
f slstcj BZo O odSEtstedMmMlsOdzdzy S sHEZ, O ME dzO}I
ftesetcOBzo Odzdzy . [ HARBRGIE], » Hidts GEHS' Odd3 "O BEC di) ¢
oS BtedMisOdzdzy & ++ sy j -wBSkHsdglz dajdifBGH SHizdzd d
sBdHO O LOMtsBd twLtesB S, hHtsB dBOIsd iy ¢
odte’" "N jdgdzw CtdeCtojlsdedmr L OHOY.

14 1 OGOt &ZzOIsW stedzdzO® " HIHSted @3¢ O Unr e e

Unr eal Engine 5 ' HIted®ikz"’ o’ Mz yc
sO¢ w¢¢ Wi ndows, mac OS, Li nux, I OS,
tesLtcsBdd Cd dsykzls! tesLfsofMmMs HYlzZo Olsd Me
odStstcdmistso z¥ yd tsHUnde € a lls sB2n gnOdzd 25 CIISBIC 15
sO¢ we¢ Direct X, OpenGL, Met al s© V
LOdzj ydets o' H ff dzOIsW tstcdzd , Hdzw W Q' 9 15 dac
JE¢Mf stelszo Olsd ftets’ CIsd o WstedzOIls'™ BHIMLS],
BJL dzj SBr " HdzsMiIs® OISO ZBEs&ZzOBOSdd B 2z
CtedMmMisze ©OYO. v OCtsy thkh' 2 &O' My Jjy O
f' ' HIsted 3¢ B8 o WlszOdz dzgts’™ OBt HESY 59 dzj dzts
VR ftedmlstets’™ .

15 t J mMktemd yydzdzve ddnr eal Engine 5

[ dzv o doeyj degdz? Unr e al Engine HzYyJ B
3" Msdls! HBSC ZOHdZ (BWmde dzdzv SO e & dzOH
9 HBCEMB] dIsOYy® ' dBsy O L dz02Isd o' Hfs9o " H'

f " wOfm tetlsd L wkh' ' ' «&.

g ' dz2 deslstOslUesedad ¢ 9 HtsMdls! oj &zdS O, Ist
Ckztem'™ © IsO dOo yOdz' dzdr~ 9 HJ SBOIJj 6’ Odz' o
1 Of ted € dzOH , &ZO Wtttk ds Unr eal Engine |
B dz@O2Isd o' Hftse ' H' dzO to' L des BOdz'Cldsdf’, 1
totsL totsB dzw ¥ Is Codzh CtedMmMisze Oy "' . ste' d3
dzOo yOdz dzd?2 toj Mkt Unreal Online Learr
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2. [ sMdz" HY J dzdzgv OCIskzOdz! detsmls’ Isj d&3d

21 Oz’ L tddzSkz ' ctste

1G ' Hdes L Lo sk ftets Mo ' ssoad?2 toddets§
Newzoo, "'ctetsoO ' dhafisChvicsBizgdo®) zdfHO.
3.2 3 dz2 wiecHd cGcteOQoay' 9 odltcOlsddzd dBwBO2 Y J
2021. [t 2025 ttsCk, LO ftscdsLtdH, ¢
(tedmMizdetsS 2. 1), wW¢' LG, dejocdiz2ist@) 2254 §3° a
ydWtd, Mt Mo  Hydl!' s §tsfkzdvitcd: fMis!
fjtemMf jSCIsdodes cOdzzL L, wWCO ftede jtelsO

Global Player Forecast
2020-2025

3,534M

3,198M
3,057M 2022 PC Players

2,879M 1,045M
2022 Mobile Players
2,675M
2022 Console Players
603M

2020 2021 2022 2023 2024 2025

t dMezAB A tcsedzsLt € " dzr CsMis® GtcOoay' @ o' H Gl ob

Global Game Revenue Forecast
2020, 2021, 2022, and 2025

$225.7Bn

$196.8Bn

$192.7Bn
$179.1Bn

2020 2021 2022 2023 2024 2025

t dmMEz2A26 A csedesL ftedBlzISC " @9 ' H "cEBtc ' H Gl o
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2.2 ¢dzOdz' L " ez yde ‘ etste, ttsL tetsB dzj dzd -

1 0 Unr eal Engine 5 tLtetsBdVE Is! MW Msisc

o J dzd €° mMiskrn'® *, -fdds’ Ctdds L sigds s S €8] digdi¢i@dds ¢ * o
Mo Btej dzdzgv dzj o J dzd S dr MdBzEZVIsStE' 9 . 202
tcsLisBdd S 9 Unr eal E oMm! sdgsz Mmoo ' Is® . )

‘ete, MjtjH wCdh ftdesHddy' $' BB2Go(
BOOIt ' d&hsets. [ 12]

we te d , tctsL tctsB dzj dz' &ZO Unr eal Engine {te
CtcOh dd3 tokzh ' ' &3 HAZC sBZOM" BOBdzd B stetctlzg® Unr
$29, 99+, f stc’ o dgV dats L dzd h j 6% ' cBte
BZOBOG O st i BO@BNyY ¢l d ¢ dzs ydets * ctod, totsL
COMmMtsdsdzd »n thkh " wa., uvdd yomtsds, 85% oM r
$19.99.{  Mkz22s¥) . weted d&O Unreal L O2 BOH Is!
Steam, LO ojtm" "si GthmEEOevel oper [ 13]

Launch Prices by Engine

100% 54.99-59.98

23 | - 261 [ @ 59.99-514.98
90% 13
23 16 @ 51499-$19.98
_ 5 $19.99-§29.98
80% -
© $29.99-$39.98
, 973
70% 70 @ 539.99-%49.98
719 9.99+
60% @
50% 538 337
40%

0% 57 122 65 63 1045 979 185 61
Adobe_AIR  GameMaker Ren'Py RPGMaker Unity Unknown Unreal XNA

=]

Engines with 100+ games with 50+ ratings, released 2016 or later, priced at $4.99+

t dk2zs3 A" dd 20 dY AWE 2 ° 1 YO
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FNA 0.00% =Tl

Adobe AIR 0.33%;

RPGMaker 2.68%

Unknown 19.39% ™

{ dk2ss | nisksS osdSstedmisOdd tkh' ' o &

22 1 stc' adgwdzdzvy Unreal Engine 5 L @Gftsc

Unityd yj ctdzse dzd?2 ¢ 5dzC @aO] dijs tslEnsrHeda |1 E
BOE s Mets’ HjijtejoOcecd O dHd ¢d. Uni
wWCO 9900 Isi Mw dzj cC 58, BO Hizyd ° dzlsk
Otcrn ' Is jhCHs ZHotiZL, © 5 dzv tctsL csBdzd S O3 Mmlso tstek @
sOC®mpity dzOHLOodyUO2dets Ltekzydzed?2 HEVW tots
o' HBBI?2 Likydeddz " dzlsj oW j 2 Msdz, BlsyJ '+

v bts?2 3yj yYyofm, Unreal B"'d hj ' HATBSH
o ‘dzsH Wislststej Odz' misd ydzts s CGicOW ' ERtsE H

oJdzd G tsBE HY Jlsaltgts. ¢ dMdMilsj 3O Bl uepri nt
Odze stedIsd3d, dzj L dzOs yd d@sod fesctcOdBzo Od
Odz BOt' 9, AEZHBYdC & 1O ' dhdn fWj

I LeOd d jWjClkd

[BdHO O thkh "’ Milso tstosds IsH Iz M9 ' L dzddfgas TaS
o' LEzOdz &z jWjSClkd, wW¢' fMmletsteslIls! Mw o Ur

t J dzH j tod dzc

Unreal §' Hlsteddk® hodHhd2 toj dzHj tod dzg
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| Untembtbd)dsd Od ¢oOy' 2 M6 dcOHd "
L tesBdz ' 9 ' EStE.

[ 590 ftetsctcOd3zo Odzdzw
Unr eal Engine oadStstcdiphlCBolz C++, Ists
wdzinlstcz d3j dzls d

1 dzr b Mmils! " deflstclzdzj dzls' @ © tsBtSA tkzh'
sO¢", wCOsHtcfsB8 @] BEOHT Of e C d&ZOH, N Isk ydz
Tree HBLOGIY L dzj 6 ¢ Milss MmMlseotstes 9 Olsd

=« Rotate to face BB entry ~=+ Move To
RotateToFaceBBEntry. EnemyActor

=¢ BTT_FindRandomPatrol
BTT_FindRandom|
«= Move To

MoveTo: PatrolLocation

t d M z2isBehavior Tree [14]
[ OMhIsOB fftots' Clskz
Unity W) {67 i dhy o b ¢

MszH' 2, 1 0 UnreabhtsiMabksd gl aff &z06 OdzO6 5
Bsy 20 o dStstedMmistsolzo Olsd Hdzw Mmilse stcj dadaw
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o jdzdCdr fs Cl' o, Unreal §'HAosHdlk! d
fdzOB § qis s H iz Uni ty .

z2J BHd ' ftedyddetss, yYysd@dkz o j dzd&¢ ' tofs
9 dz &BO° o' HCtedIlsd?2 odrm Hdzd?2 CBH. I d
oddsed 90 tsets ftes' Clskz. vOC ttsBdzviIs! B
Hdzvw Getcd AFortniteo. [ 15]

S SH Iz9o Odadzw
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Ud o tsdzdp 3 f tetsls d dzj v dizts Bz gz@PlzAHSY s BBES G €
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HsMiskzd dzOo § @6 YsSHISIE@" bbs @ded@L & 9 figrOfs «
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ftsojtelsO' Is! Mw dzO JjIOf d3jder. 1' dz ¢
LOCtedIlsd HEBSHOISSE .



19

32 tjOd L OYy'SWwOm ®dv H
l sydzj d3s L BMmdesoea ded = § dzOM" o

1. BP_MainCharater. s dzOfp  j tomisdzOg diz. ? B £ HIOMO dz® ) &
fiCharacten. [ ' fiplisdlsizH O tc IsUz & Wddy BP _ QL i f 13 dz
o Stets@EOd Mz didl v BC 5y ¢ dzOfp o Misdls: dzts
BP Clipboard?d.(tdmzdets¢ 3.

t dimMzdzes?® 3BR_Mai nCharacter

t dimzdde 3[ ts¢' ¢ CBPSME@Oh&racter
2. BP_MainPlayerControllers d&zOfp C tsdzlstetsdzj e ©. | tsy' tedz

fiPlayerControlled. [ * fMls d Is ' ¢ tod3 i fiistiilel dzisidInteraction(3).

&3 BP_MainFlayerController (Self)

Transform Component (TransformComponent0) Edit in C++

AC_ShipPlacementComponent

it d Mz des € 3 BP2 MainPlayerController.
3. AC_FieldInteraction.; sy ' tedz' @ B KAHIEDIP dztsc s € dzOMmbkz |
[ " MisdgBezON Islzo Odzdzy € j tclz o O ded@ls d ik YO O 0f
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fsLdy’ o OBEBY siisetse WEedzCy' W AUpdat e
o JcOntsolz’ CoteHd dzOlsz Cdz' sddzed dzO {f ts5¢
33). Alzdz€ y*' AUpdat eMousePositionk dz
2O W disSUgj CO° dzO f jtejlsddz L ftsdzj d3 H dzw
f sdzv C stfsjots PO B3 tetsd3’ dzdzv L dzOR 5H J
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t dMEzdtsS 3/ 8¢160 Cd&OMEz AC_Fieldlnte

t dMzdes ¢ 3[ 86620 C &zOMEz AC_Fi el dlnter a

t dimMzdzs ¢ 3 A B dzQUpdateMousePositian
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4. BP_FunctionLibrary.s ' B dz' ¥i5gz& @' 2 . sy’ tedz” 2 & dzC

ABl ueprint Functhilsafrsli b s &z o dz dz' o J i

odSBtedMmistsoalzs Is! Mw k£ (g dfifadds ¢C d3Q ARl ). tc

A Iz dz€ fPosgsibleToPlace ff jtoj 8 ' tow * yq @By dz0 9

(t dmBd&s¢

A Iz dz€ fPogisValid §f j tej o * tow ° yd dzOdzj 3 Ols ¢ ts

(tdmEzdes¢ 3. 4. 3)

A 2 dz€ AaGetallCordinatesFromFiret * L. tSH dzg' ‘ CtststocH d dzO

ZOf teWw Bz L &2ORtsHdIs' kM CtteHddOIsd ¢t
FUMCTIONS

T GetRatio

T Get Main Player Controller

t dmMkzddd ¢ 3AEkdzC y* fiBluepdz@HyriztionLibrary.

t dimizdes € 3 n B dz@APOssibleToPlack

t dmiz dz8S 3 A B dzC AfPOsIsValia.
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t dMEzdz®d ¢ 3 B dz$ nGetAllCordinatesFromFirst.

5. BP_GameStatg. sy "' tcdz' 2 € dzOfp oBEZHBO Odzteddsz & dye

CzOfM o HOGHME Ho dazB sy s GBS 2 s PO dz
L d3' dfdflsa me St ated dzO fAArrangeso, 1yjmhdzp
Yy sihsotstes ‘st v BO Cl €tz Mk dzicB P 3n\dA
My hdetsects totsL sOM zo Odzdzy  Sips®a®dd.  fiplf jtdfC
Mo stos ff sdztmw Mz f totsilsd o dzd € O, O fHiGameSt a
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WBP GameOver Menuo ({dmkzdesG 3. 5. 6) .
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t dmMezdes ¢ 3[ 56 3¢ ONBR_G&&dfg$tate

t Mz dets €
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{ kzdsS 3[ 8¢ 56 OFBR_G@rfgHtate

t dmMzdzs ¢ 3[ 56 6 ¢ ONBR_G&rgState
Components
gameState E Game State
TurnToShot E Turn to Shot
BP_MainField BP Main Field
BP_EnemyField BF Enemy Field

Difficulty E Difficulty

t dimMzdesC 3) & d&dz' ¢ zOMkz ABP_GameSt at
6. BP_ParentField. 1 Ols* €' o ! € d & s oftidef@rdi) ConstrictionScript
L OH O'MB s tfdidpizvdzsC O3 8 YyQB Sz o d ¢ tsdzO dzdaw
W Iz dzCipiportShipKio ( { d Mz dZ&363)3 o stelslz mMfdmts¢
cted "LAPOB&HYPKito (tdmkdts¢ 3. 6. 4) .
]l CdzOMm" BP ParentField BOGOIsts Wkd y
HESY td2' » C dZzOMO~A .
AlzdzS y!
1 fAFieldSetCurrentPase d C dzd € O' Is' v Hftod dzOo j H j dz’
I asy’ tedz' = ¢ zOMOA Mzpask§ gMmiB". I5Y) MW
71 AField Actobo S dzd C ©° Is+ Mw Htod dzOIdmME Odz
C@zOMOon ¢4 W jf fddfiridalzEs figr. 6. 6)
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1 AiGet NeiwdzddEHED! EMfHJOdzL | d @dafzsdatiflz 1
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Hjdlg ec®OnAl |l Shi psPl aced®ts O WA (tgdaf IO
3.6.11)
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AGet Locati onC sFizgeginmclsET e Ifdsd. dy* ¢ dzC
CoteHq @& dzsE 3. 6. 15)

AGet Ship LocatCisaa j M Fisetfygods ¢
ks OoOdz dz (tHipmdaz®OIs@ . 6. 16)
AShdatsad dilf s M tej telgoe * tow * CtststeHddzOlsd, M
9 L Odzj )y detsfls®, offisto sdodzo f@didf'C @, Hj dzj ¢
fso jtlsO’ mtg " hdz Mmis f smilstc’ dzlz, ud
(t Mk dzts8.6.1®). 6. 17

AUpdat el 'Sthdz3'pg®@° ofMm' Mz detslr s JCdrsddbiadn
3.6.203.6.21)

ASpawn Hflsfoesdetss o j W jCIsd dzO0 CwtstcH ddz
4w qdig donkmess 3.6. 22)
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1 &8 Cztlzd Mz dzs S 3. 6. 23)

1 FieldL B | toff) IS0 igls dzdzC d  § s dzv .

1 FilledCellsL B j ©§ dz2'Ols d dz§ d ,$ tsde@ WdE” d -

1 DataShipKitdz* mldsd@s'dzd y S tstcOB dz' 9o .

! ShipKitL B j tedzjc OssL s ©o.dzj dz' ¢ tstcOB dz'

{1 CurrentShip. B j tc8 EBO6 Odzd 2 . € B5tc OB j dz

1 Shipst B j teH @' Mlso stej dzd~ CBOBAdz' o

1 CheckedCells B j toff jct®J 0 " toj dz' .Cdz' sddzS d ¢ sdz

! HisLBjt' 6O MmMlsoatstej dz@ d3" s¢d o dzlzyOdzo

rdmf Obujted (HJdjecOlsd):

1 OnAllShipsPlaceds d ¢ dzd € O Is+ mw | ¢ sdzd Cteqd
CtstcOB dz' .

T OnAl | Shi psDestroyed 9dtd&zde O’ Is: mw ,
L dzdj dz' .
T OnShot odS¢d&zdC O’ Is: mw, Ctdzd SHdd L

{ dMkzdsS 3] 8¢ 1S ONIBR_&xddntEield.



F Tmport Ship Kt

» P ——
Tonget [galf ship Kt
&> Event BeginPlay - Cequence
»y ——Mmo-———— Thena [

\ F Pop Next Ship to Add

t dmMezdes ¢ 3[ €6 2 ¢ OBR_&apemtEield.

I Import Ship Kit 7 Gel Data Table Row Names [ ForEach Loop 7 Gel Data Table Row

Table

[ Return Node
»

Ship Kit

{ Mz dz8S 3[ B¢ ' § GiBR_&@etEicld.
Data Table Data Table [

Amount

{ Mz dzE8S 3u 68 &Py Shipkid.

F Set Cument Ship
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[ Field Set Current Pos b 't String

In String
‘E\ o

Prin

Print to Log

Development Only

~

tdmMezdesS 3AaBdEYy' ' W AField SeBPCParemt FP@$

[ Field Action
| o ———— i ]
Position

Direction

Print to Log

Text Color

{ ik dzsC 3 B dzB Field Aciordo S &zOME A BP_Parent |

DeltaNeighbours

Addpin ©

t dmMkzdzs ¢ 3 A B dz¥ GpetWeighbours ¢ dzOmMkz A BP_Par ent
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tdmMkzdzsS 3ABd8Yy W APossible To Place On Fi

t dimkzdz8C 3AaBdzCy' v ACY @Mk FA BRRP dPar ent Fi e

t EzdetsS 3a B dzQ ®opNexiiShiptoAdd ¢ &zOfz ABP_Par eni

t dmMizdzs ¢ 3 A B dzd Het@urréntShip ¢ dzOMmMkz A BP_Par ent F
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t dMmMkz dets €

3ABdza g W

i Gener at e

t dmiz dzs ¢

IR -
[ Place Ship

—==-p

Ship Data Condition

Ghost?

3ABdzL g W

Filled Cells

-|: Branch

True [

False B

= Break F_ShipData

F Ship Data

t d Mk dzs4&

Ship Type

Coordinates

3AnlBdzd y" W

fGener at e

-» >
APPEND

iPl ace

Randomo ¢ dzOf
Randomo ¢ dzOf
Shipo ¢dzofmkz n



31

t dmMkz dzsx 3 A B dzd Getocdtion From Field € d&zOfmkz A BP_Par en

t dmMzdes& 3aBdzAy' v AGet Shiel docatzOigpkr & BB MP

tdmizdesC 3 BdzQ Hhod A zOMEkz ABP_Parent Fi e
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t dMkdesS 3ABdAG ¥ AShoto CdkOmMkz ABP_Pa

t dMkzdesS 3ABd29 ¥ AShoto CdkOmMkz ABP_Pa

tdimizdzsC 3AaBdz2Q" w A Upda tBP _Shhairpesnot Fided fripizo



CastFaed

NN NN " Rtach Actor To Actor
¥+ Cast To BP_Parentship Class 3
neturm vaiue T

= Break F_ShipData

o= Ship Location from Field.

desC 3AaBdz2W' W AUpdate Shipso ¢ dzOmEk

CONTAINS

IS EMPTY

tdimizdzsS 3AaBdzZ29°" W AUpdate Shipso §¢d&zOofmk

...
B spawn Effects F Print String

» »

Hit? In String
[ Error: Function not implemented |

Ship Destroyed

Location O» Print to Screen

Print to Log
Text Color
Duration | 10,0

O Key | None
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t dMezdes¢ 3aBdZ2Y9' W ASpawn Effectso ¢ dzOmk

Field

FilledCells Vector 2D
DataShipKit Data Table
Ship Kit F Ship Kit
CurrentShip E Ship Type
Ships F Ship Data
CheckedCells Vector 2D

Hits BP Parent Hit

t dmMzdesS 31 & & BPdzP@mkent Fi el do.

EVEMT DISPATCHERS

t dmMezdesS 31 §BHPW) ted ¢ ZzOMEz ABP_Parent Fi

7. BP_MainFields dzOfm dzOMmMdz' HkzfiBPMPas ent EdzOMH O
AlzdzS ye
1 AFi el dSet CQurerjentL RFOsYD* Wk &WPimL #BO L
M tctsL GBtcd Btc OB dfVi AP AEIsCAz'
T AFi el dAlcjttejomdpL dzOyoO* W 2 dzSCylz@m iz B ©iUs ez S
CHgdrdz0 g dfmizdss 3. 7. 2) .
ACI ear Rijedjddd L dzOy o W Iz dz€Sydz@ ) zdeS @i €€
W iHzC ys ®ls ¢ ' § igOMtocdH Odzv ©° M I of tdnjlzddzts €C 3
1 ASet Curr énteghidp adzOyo* W Iz df azO izl g @ Isizg
WEdzCy' 8 BOIs! € tsazigd s @ tiz te DdiABAS Iz | SCctiste @B C
(tdmkzdese 3. 7. 4) .

1 APl aceaSJhajpdL dzOoyo' Wk&IphiEs &z 0¢ " §
BOI! €' oaf! ficg stcf OGBEOR G 3. 7. 5) .
fSpawn B fjfteejcotdsL 0dzO y O W Iz dz€ 0O Iz uBls@Ids't

Wi d9sd MezdsS 3. 7.

=
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tdmMezdzes S 3AEZdz2Qy "W AField Set ManFirelndo Pos

{t M dzs S 3 E dz@ Field Acord  § dzO ftminFieRi® .

t Mz dz8C 3 A Z dz$ Fledr Figldd ¢ dzO NrainfieRi® .

t Mk detsC 3 A Z dz@ $et@urrgntShip ¢ dzO fitainFieBi .



36

t dMzdztS5C 3 a I dz$ Wlaceship ¢ dzO mainFeBi® .

tdimkzdz6C 3AEZdzCy' w A Spawn MEdinFiedddot so ¢ dzOf

8. BP_Enemyield. s dzOfm dzOmMdz" Hiz® Is+ Mw 9 ' H O diPlind
5 ¢ f5dz0dzdz LBy S @' OlsY C( pHiMEtet® 8 ZOME
Az dzeS y®
A fiFieldSet QurierjeoftLREOSYO‘ W kdzCy' ¥ BOIs
ftod WOk 5z BR3Pz dzsC 3 .

AfAFiel dAgiodd zOyo' WhkdCyjH 8@ ¢ 4
(tdmzeds< 3.

A iSpawn BfjftejcotdstodzOyO" WEdzCy' ¥ BOIs
JWJ g MzHES 3.
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> Generate Random

> Event BeginPlay " & Parent: BeginPlay

P — P [

t MEzdd ¢ 3s dz@fB EnemyField .

[ Field Set Current Pos £’ Switch on E_GameState
B

t dimizdzs ¢ 3 A B dzQ ieldSetGurrentPas ¢ &zOMmMkz A BP_EnemyF

CONTAIN:

t dMezdz8C 3aBdCy' v AFi el dSet Current Poso €

t Mk detsC 3 A B dz® WieldActibrd € d&zOfmkz ABP_EnemyFi










































