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MitiRaaithE
&%) Steam Workshop



{REJLAMEREEL)4mEBRS (Unreal Editor)Al] MapEditorProject FEXJINE AiksXHlfFE CHY/WIHEEAR
(Skirmish)fIZ AHEl. BEMMESHITEAMAREL (Unrea ) #RBIHEH AN Tenpest

Rising/Tempest/Mods/ BEREM Steam BIE T TEk, HEthXERIEENBRE MR AR IET T,
BEMXERTLAS S BE X & FEE (Blueprint) (BiFX RIEEFPRIGE BREET RAZHINER
iR BB aNE. BiIRBEE/IWIREIR (Skirmish) AR BREX/BEIR(LAN)Z Nk Fif T, 15

(EELIFhFIER) (Unreal Beginner's Guide), iZ4miEsSIE B EMAREIHE:
* ZooExampleMap :—PNEM/RGIME, &R 7 AIERmFIEEIRIAEE D INEE.

* SetdressingExampleMap :— e BItEE ERT (XREIERE) (Tempest Rising)X-<HEARY
—i7 S E (set dressing)i¥In.

o BEZERIEEH (RBUEEIFREARIERM) (Tempest Rising Environment Art Guide),

BB R
e [EXJSI%(Unreal Engine)5.4.4
o {REBGEE—HE M Epic Games Launcher 3i%3 |2,
o (NEUEE) (Tempest Rising)*EimERIH

o 1£ Steam k%% “Tempest Rising Mod Kit” %2 DLC, {REZHBAERABEIREUL
DLC,

o {RAJLATE Steam EEHAHERT (XFEUEE) (Tempest Rising) SA/5i%E "DLC" RikE!
DLC 3Z&r,

o ZIMBBMTIFXBERTH MapEditorProject BRHB(EETE steamapps/Tempest Rising
).

* tEFERESRELERIE Y FIEHRE S HIEETE, S EE HIRIE AL
1

o WBR{FAEGHEILE Steam SIE T EFEE SteamCMD
e i5M Valve Developer Wiki FEE.

Al &
T TR 2 B0, S R B TR
1. %% UE5.4.4,

2. M\ Epic Games Launcher fJ Unreal Engine / Library I35 UE5.4.4,
3. iR Browse HEAE ESHRRIRY MapEditorProject {43, %#% Tempest.uproject,

S FRthE



B ARFERLIE— N EHMEE(Mod) KFRIRRBEXE, —MREAMEE EAILEE S EEXTE B
HFAREEN BN RIFEFE MRARGA—IKIEE. ERIERE ORISR g Tenpest -

> Create New Mod... ,

XiG3 New Mod XHEHE:

MNew Mod ®

Set the name and properties of the new mod.

*ox Custom Map

*a- A mod that contains one or multiple custom maps.

E\TempestMapEditor\Mods?,

Descriptor Data

Show on Startup

Show Content Directory

PEHE custom Map HRARFHIES Mod Name FER, EMBFERUN Author 00
Description ZANIEMH, EIAER TR mod BHMEE!

MapEditorProject/Mods/<ModName> H1, {RETLALG{RAY mod #fHAEF (BEHRE FAEKIK(KL
B 32 PMFF). Create Mod , XIGEUIBR—FHI mod & FHEAENEES(Content
Browser) P SinZE Content BHR. {FRIBEEMKRUAREPERIAEEEX & #MEEELLER
BHETFERP. FEATLIEAENRRR(Content Browsenfy Plugins FISRFEXEEIE. RERFLAINS
FIFTEP—IREERK R, ZRREE—NIERZETH (NEEE) X RIEIEARTHRIIHFIR
E(World Settings), {RETLAMXEFHA BRILFE— N EX R ESUEEMSREREBDATANVETT
=. (REFTLETHE (NFUEE) BRIRKXF(MAP_Template_Small/Medium/Large )Fr#X K. 1SIZHR
TIUNEETARIER R/ BRERGE SSIRAYFT R RIRFAE(R mod B Content/Maps HFRH. WNSR{REMIFF—
N mod RFERIBRAIZTHRIMFEBREIE. B8 (NEEE) X FEEB—MFAKR(Leve)F
ENFRFER—ATOSRME — T ETHARSE F5.

e R HIIEENE



RV BN K ERERE B E AR (Blueprint) #B RS STEE— mod ., {REILUSE=HEE!
mod fY Content BRTFRUERFBERTP FHHEEWR EXK(Map)BHER, KRNGEH
MAP_MP_<MapName>_#P HErf <MapName> R{RiEFEIXER,

# BIZKRRFHUETaERE 190 MAP_MP_ExampleMap_2P , FFAXRREMRXRPIRLIIFAIER K EL
TFERE—XRNHERESE _P B0 MAP_MP_ExampleMap_2P_P , {HAFRRESN (T RIRIFAKRAT
ENR—B R BER(ERARERGES FI0 MAP_MP_MultilLevelMap_uP_Environment ,

BN FETEIRAY mod B9 Content HFE FHEY Maps/Multiplayer/#Player/MP_<MapName>_#P/

Hep # BIZMESHHIITER AL, <MapNane> FARIEEAIEIRFR, 5140, WER Zoo Example Map &
TRERYSSEERRIZ Content/Maps/Multiplayer/2Player/MP_ZooExampleMap_2P/MAP_MP_ZooExample

Map_2P_P :

All > Plugins » ZooExampleMap Content » Maps » Multiplayer » Z2Player » MP_ZooExampleMap_2P

W

AEMERENRRERBENTFERSRNAERIME: B E X IEE (Blueprint) R
Content/Blueprints ,FRSMIE{AR(Static Mesh) R\ Content/StaticMeshes LALLSSHE, HNDEBAEM
BEMNTEBN Tempest HREY TempestEditor HE,

EAEREEAABE TN mod BY Content HRANUE. MapEditorProject IRERYE Content

BR—RRANEEME Editor HEETHRIR. ZBR FTREHAIRSERITEERTAMITEHASHKES
i

ELe B ScdiE

HRigE (World Settings)

(XRUEF) (Tempest Rising)x-<(Level)B&TaYMNYI World Settings:

* lWorld Bounds FSEEFAMEM WorldBoundsActor EFFEMEINF AT REENBaFIFAE(Fog
of War)SeE#IE.

e ¥ World Bounds &75.
® Fog Of War Init Mode JRTEMIE FEASHAERWIIAIAG. PIISZIIANT:
* Default MEIFFIARIFRIE XIFHER#H 100% HNEBKFRERE SHEHEFIIER—EL.



* Visible Terrain :ATEMERERZARRI I BT EECCEER RIGFEELZ T, SRE
(Skirmish)/Z A (MP)IEEIFRIEIR—EL,
* Visible ALl :fRT World Bounds Z /MK, Hitt— &2 L.
* Disabled ST2ZERNGFIXE, FIBABHYITNL.
e Terrain Level Z Span EBEMBFEERN Z ABERT.
e ¥ Terrain &1,
* Terrail Level Z Min/Max EEFNRHRE/ESHIEERN Z E,
e ¥IQ Terrain &1,
® Minimap State Settings :3&HIFFE/ZR/NEE(Minimap),
* Minimap Ignores Permanent Foll :EJSFEJMBE F R RnImA /R0 FIKE W ASIEIRE
i,
* Allow Player Commands :[SFE/ZANRERMATIEREE(Support Powers) R EftHHES,
e Use Map Info FHEMAIZKR(Leve/EREFIIKBMNEM— Vap Info B (RIHRERHEAFE).
o IETURNAREERERE X REPEXRR) DAL, B FRREBNEEFALLEIT,
o IINFEIEANFERRS AT HERXREHT.
* FI AR Maplinfo /5,
Map Info NEMAEXEEIEN TSR Mapinfo /NS, INRIREET Empty Level 1&trEIEBE,
SRR Navigation

System Class f£ World Settings (IHFRIZE)FiIZE/ TedNavigationSystem ,

Maplnfo

ok (XLFEIEEE(Tempest Rising)) HEEBRNXIN— TedMapInfo Hi=, XLREEZMRE(ER
PRSK/ANEEISEE, #ESTFZ VIR E) AR TR BRI, (FEFMEL), JREXREXRRE World
Settings (IHFFIRE)FEA Use Map Info FHRFZXE
B RAESENAELER— TedMapInfo , ZF{RETLUBIIXR World Settings (tHFUILE)ERHAY
Map Info /INTIRIEMHEIRE,
REEREZATAS, NRFAMERS N KRERRBERXREPEXR)AMER Use Map
Info , IREFABA RIS T RiZXRERE,
FRFRRERIFER. SIKERRE— Tedvapinfo &= AFZIEEESZSNFRFHENILL.
TedMapInfo EBUUTEM:

* Display Name EEFEFRAMBEIGESKEBEPRRAIRIR, &F 32 MFH.

* Location IZitERT A SEMBEEFERBEF TR,

* Description JFkA R ERAVEERIA,
Author {RRIRZF, BERKFETRTHERRE. &5 32 MFH,
Minimap /\BEIRFERRISEE (Texture), AI{ERAREM THERMK.



o %00 Minimap INBLGAEESZ(ER.

e Players BMIRMNANREHAE, MRS HF 8 BITR NI NHTHIE RIREEXIER/ B
NI, (B R LABS 2 R RS E Z SN B IR AL L HEESHFE DR, 81K
NEBLITRE:

* Control JEALAEHIX M.
* None FzR{HKEER,
* Human : ASKITEREEZR(Skirmish)Al 3Tz RJ LAERALEAL,
* Bot JRZRH Al =i,
* Uncontrollable :FLAMSERRAIASKREL Al Inzk(E/A. AT HIZ(Neutral) FIEG (Hostile)
Iz,
e Player Start :WItExRHAERTFRY TedPlayerStart actor,
o EZERIBFSNTIRY Player Starts /Vi3,
* Player Faction IITHRAVBNARFS. XFLFRITER, IZIRE SR (Skirmish)/Z A3k (MP)
REEE.

e Player Color IIisRAIENE. XFLPRInER, IZIRESHRZ(Skirmish)/Z AN k(MP)IREBE.

e Additional Pawn GameplayTags :1ZItzRAIRTEBRMAFIFR N A RATEMIINAY GameplayTags,

* Player Data IFANIBHABRIRIF/ CHEMENR, XWTIRIER ZIRESHRZZ(Skirmish)/2 Az
M(MP)IZEBE.

* Custom Attitudes :IREWPLITHRMILIAEFIFENT/KIF/HIL. XEEXIA AR
(Uncontrollable)/Al(Bot)itzxBH.

* Mission Tracks HENSRECE. XENMEIREENER TedJukeboxTrackAsset , B IXIRL
(X ZEUEE(Tempest Rising)) NERIB ARERNEEXHE, HEANBAUTRE,

e Map Sound Tracks JNR7E Jukebox H/ZRAT Mission Tracks f&=t, Nt EEFTHAEISE
WMAOHB%IZR. {ReJLAEER JukeboxEnableMissionTracks HEE(Blueprint) T mF SR,
FAFI3EI1E Jukebox SEERISHERHTXA.

e Victory Track FRMRHEMIIESR. BOUARBA Track_5_Redemption ,
® Lose Track KMAHBHIIE R, BIAHEA Track_7_Fallout,
* Supports NP :ItHEIREREBRENHRK(Custom games)H{FEH,
* Supports SP:UtHEIRERIAESRZE(Skirmish)H{EHA,
* Sandbox Only ‘&SR EEHIIEEAZER Sandbox FXHRIIZIRIURBMAFM.
* EBRII AR ER Mod APl Y win Game BY Defeat Player T, LABBIRITZREEWS R
BizitE.,
e Starting Armies :J938Z&(Skirmish)/Z A% (MP)HAERY Starting Army IREISERMFIE,

o WNRFEEHIIRMNEFHR BRATEIREEE)Y None, FTEIHER] BHRE Mapinfo EE!
EHIRTRETTE. 188 Maplinfo BUMBEE R HHEAT L.



lbElTE=

ImZRB %A (Player Starts)

HEHPEN ALHAEATTRABINE— TedPlayerStart , BJLATE Place Actors EHRFEEIEA,
ETe IR HERIRCHEZRNEER (Construction Yard)FI#DMaERBARIE AL E, F LSS IR
TedPlayerStart BEAIENMXBEATFEHAISAMIZ(navmesh) £, 1§20EF Unreal Engine EiBHY
PlayerStart Ff&(actor),

R ih 5% (World Bounds)
(RSB EIN B — MBS XK FFIEE S M)A WorldBoundsActor , BJLAFE Place Actors THIHRH

WorldBoundsActor fE/KFH ERREIERHHIX RT = Y RY) SUW/MEELSIRE TR IEREMN.

{ttH{z (Terrain)

iz EE A _ ERISEARMATLARHE L@ R LR E7576T). BEARRABIAMARIIX
. (XZRUEE) (Tempest Rising)iSHEFZM D NETTEENSERER AT 700 1 Z BIA—E:

—1__

XHEHEE N T BREIRAAIEr. BN, S—PERAAT S 1 B, EXEERSE 2 BHISE 3 BERLIERIE
0 B, B8 BEFHNERRSXATREA SRtET LB ESHENER.

HENEERRUTHEPREIITERE RISAMIRN Z #4154k, 8—ENEREEIA/ 700,85 LATE
World

Settings Y Terrain Level Z Span FH{TECE. RIKENRSERN Z EALL
BEER—XIHKIZE Terrain Level Z Min/Max RFH(TIRHI. EHERATE R HBRAAERNGFERE LA
e EpignlitETIR (Collision Preset)iR &9 Landscape , 72T Used for Navigation , 1@, (XZ=F
) HeE

WEBE— LAY Landscape A (actor) (BXFIFELTE. EIRUTE

LB T — Landscape MBS HAMETNREEIZE S Landscape , Big2HS A (Navigation)ET
PRy "EERE V.



Sfin(Navigation)

(XRUEE) (Tempest)FFrERAARRNEBFAEHBNTSMMIE(navmesh)Z £, (EEEEHES 5
N SARRIE:

o Infantry BT EHAIL,

* Medium . Large FAFittmEERE.

* Square FATEFNMKENSHMIE,

o Air ATZ=HEN, SMMSEESBAER SRR R (Level) SRR ERATAR, (BUNRIRA IV

#7 Build ALl SRR T SHMMIE Actor BTEERSRIT—/ME

HE ., fRALUEE ESRIERS I (Viewport) /S Show Navigation SRIGERX—R(IR PFHZ
Alt+N 7ERIEZ EIHE), ANSRMOAFRRREEHNARE NavData

count: 5 FHEREEEEISMMIEES THE IFFRITE. NRAR Eat
Tempest B Force Rebuild Navigation ERIZSMIEHTRLHIMNIE. SMMIZERAEES
Landscape RiFEFTIZ(Collision Preset)i Actor 2 F4EpK, S EARIBAGIGN,
EEFIRIPRS

EEE (KEER) (Tempest Rising)FHIFE SIEEMNERHEE ERS R)IRFFAERR, TEHN
XIERTI R — EERERRS IS AU, SR (UBRREENT LIl T, NEErENT N@1T. WISRSTERHER BBATEERSHAN
RIERT, BT FORMHEARRERN. R NEFFLERHEARR. R E %I RIR BRARRIATLA
T N T, B SRR T 73 Ak AR E LA,
(PSRRI
{RALABISINE NavModifierVolume Actor SREZEELEMAISAMNIE. M Place Actors EINRIGEIEINE!

~(Level)d FEFREAERELA (FEBESFEERESAMMIEHIXIE, % Actor BY Details EHRH, &
Area Class SEUREALITIEIIZ—

* NavArea_Default AERERABISHATRIIE.

e NavArea_Null :PHIFFEISCAERUEATSAME, RAFBRFYIAREFETZXIEA.,

* NavArea_Obstacle B{VSRATHEEFIZXIS,

* TedNavArea_NoMines :ttAbAEEREIIEE.

* TedNavArea_NoStructures :ttAASBEREZETAD.

* TedNavArea_NoGroundUnits MBI (MBS TAEZXKIHAITE.

* TedNavArea_NoAirUnits :ZFRER{(PRIZEHIMY KITER) A 0E G XIS, IBHRRAEXLCER N FEE

H Can Ever Affect Navigation.,

SHinMtEIl S (Navmesh Islands)

HEFRLG R R ESBRISMMNEEIERNESSRES S INEE. SEHRSHMMNEHTER. BATEE
ERIENR. XEHRA]RE R BRX L XA SATMIE, LA LEH I EIRRFRAL. ESLIX—r, BT LATERTFF AR

(navigation),



RHYE TedNavPylon BET TedNavPylon




ERAMEIZERG SMEIBEREREER. XEWEERAMNSWARL BEIhEE L EHWEER, ik
HNEBMNASERE. EERSIMIE(navmesh)iT fRiBes =GB MER TedNavPylon AIEA(RIEREH
SAMIEIERS) RIXIERC A B SRS, R KIEFRC T N BB I ZAIIN S,
FHESAR(Air Unit Navigation)

SHREARI(BENLAING K785 B ERSAMIEHTSN. ME BiINSMkEEEEEE 4T,
HEVINSERE FHRF—EEE. XERERAER N e EEWAEIHE ¥T. RIRFE
AT HURALAR AR X, T XL X, EAMEART WAYEE. M Place Actors TEIRHFR
EX\—* Plane FHEH Collision Preset iREN

Navigation 8% Landscape ,J5A Actor Hidden in Game SATSIEHEI{BREHIUE LS. BHREFEXNFHE
R BRI R R T ENME.

RHEFME & T FHE






WNRAFABMR L SR E E177E ATLARS TedNavArea_NoGroundUnits BEIZFH. A5 —LREIEREK
BEIRY, SR SIFR RERBIEE RBEXS AL L H/ T MRIERAKEF . NRIFELX/NIEEER AT
LATE Actors FIZRAPIESRE TedNavMesh-Air (BDFETEE—IRER) REIREUTEML:

® Enable Smoothing :[EF

* Min Height WIRMBEFERIRAIETITEMRART Z=0,i5EXLLIT

® Nav Mesh Resolution Params :

e Low:J§ Cell Size iRJ9 100, Cell Height i&H 20
* Default 4§ Cell Size i¥A 50, Cell Height &/ 20

e High J% Cell Size F Cell Height #PI®A 20, AEEXREESA(navigation),

£ 58 (Structures and Units)

HHF(Pawn), FIANE5H (AL RAIFINFR) B B, T LUBISTE Content/Tempest/Blueprints/Spawners
BHRFiA00 Spawner IEE] (Blueprint) SLFISRMERIMBE £, PIZEEFHIBHFRA Conformations, B
iIRZEF Neutral IR, IXFEA BEAREMITER SW. BOEME LB EIAISCFRIEE Actor(Blueprint
Actor) AABNIASIEETIE. REEER Spawner, ATE Spawner #EBLITHESE:

* Initial Upgrade Flags REBUIINAIBIFREMAET.

* pawn Owner ARAVEFIABEFEIITR. PIZEMIEFER Neutral .



e Activator Is Owner ‘FHEHIGZEE Pawn Owner Bt HEMMIGEMRAVEFLELSEN Spawn BREL
BB, FEEHBTERRRIEF NSO ECLS Pawn Owner ,

* Auto Spawn :i% Spawner 2ETEMIEFFIAAT(R) BeginPlay )ERNEIE. BABH.
o AR ALNKRIEEE(Level Blueprint)jdFHiZ Spawner fY Spawn EREEATAE.
o WIRBLBEMIHTF D BCLERNEZ Spawner IR HEEREA Activator Is Owner MR
EE IR ID fEASEEN,BUEN Neutral 5 None,

* OnSpawnedPawnEvent 52 Spawner & {HTHFAT(E Skirmish FaifElRSS =8 b)itARIEES
%, SEEFOELE AN CREMAESE SEEREM BRIFZITZ 79 Neutral 5 Hostile,
X—rXS Pawn Owner JBMFN Spawn HRESEUIIEM. EBRMEETF THIREBERNSMMIE
(navmesh), £ EMIN AR IZEF S REFRMEALN.

fh37iE# ¥ (Neutral Buildings)
Content/Tempest/Blueprints/Spawners/Conformations BHFEHHJ Spawner FIFERHI74544, 5120
WEMHR, BREAEAREINBIIEEBLITELE:
* Structure Alignment (S5HAXI3F75A) EIZEMIRIFAMAIMISXIST oM, TR ARRIZEREMR
A9 Rotation BIEkhesE &) MALZERLUEML.
aJ{ZE#F2 (Repairable bridges)

{ReTLATEBE RN e 4 TA2IM(Engineen) EEFNE SRR, EIIEIATLATEMN Bridge 4ES
(Spawner)IEEI4 K

Content/Tempest/Blueprints/Spawners/Conformations BR. BHT= TR ASHAHENIEI{TEN
H, eNBETFMERRUARIRNE TP EEENNE. (REIZEHRR TNEE—1 2 Plane 8 Cube
BOIOR B EARIE S Hidden In Game FHIZE Landscape HHETRIR:

SRS, REMR— NS ABEISR(navigation blocker) JEIEERTET. (ESFRIBIRAIIHR,
BRABAFRIRESY Landscape RHETRIR, BRT DAL (Structure) BIEINFREMBREEBLITE



:t_-E:
* Start Destroyed (FF/ERMRER) HRESEHEFIARI R THHERINE.
* ActivationPointl/2 (BiEmR1/2)HRMIRAINIE TIEITSREXEMNERTES. EiRiEsRmN
P, e RN AL FHERNRY/ =R BT, SR R =

nenFoirtZ

TTREERYI(E (Destructibles)

Content/Tempest/Blueprints/Spawners/Destructibles fElS—LEATRTHESHIR(FIRNIENEBE)EY
EREREE. EiEEBM&(Skirmish) 8 AMERASEH LR BLURIRERAER FRAHRET X R IEE
(Level Blueprint)FaEE— N EMEEKENERTEA].
EB{3(Units)
{Re]LAfE BP_Spawner_Unit SRAERERAIEERMNAE, SIS S
Neutral (f37), Hostile (BU)SHFENCEMIIRIEN. ZEEEELITHINER:
* Pawn Definition Id (FBTEN |d):ARIPRIFEEEMAIRMEERIR GaneplayTag ., IBHAERIZIN
Rz,
* Pawn Count (RAEEE) BREMRALEN (TICRMEHETFFIRI, AR BITER Spawn )E2EMAISNL
* OnSpawnedAllPawnsEvent (£ESBBEEMREH):S AE Paun Count HERSNEISAEMTSERT
AR YIRS,

M5 (Tempest)

X337 (Tempest fields, Bl HAIFEERIR) BT TempestFieldVolume Actor WEEHE Y, %
Actor BJ7E Place Actors HHRFIXE]. MEFBNE XEARRSERTESTERN B4 — it EEE,
S RIZAIREENSMEFEISEBCHITRRE. ([FeLERESMOPERC(IE/ B8+
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57

RIRRIERAR NN BEETEE R — MEF EIES BRI, (ReILAER Brush Editing t830R5eRK,
AR Z R A Edm B RS RY Mode THISEERIER S EFIREERE SHIFT + 8, {RIBATLASERS Actor
HgaR (scale) (BEEIETFHERERIA/Nbrush size), WRMAERBENARHIESIZH, BT Tempest
Field Volume £ Details Ttk + EXEEmd Reset Volume, {FRILABISTEEFIZAFINIIER T /E4miE80
AFRIEEH B E S ENR SRIEBUZATIE) Root Location , 1ZfIBIEE 7 NEHEEKFY BHYE

\\\\\

PRI N EAIEIR FHEIIAEIBR RSN BIER R, XEWE BRI IEEE R ER—
R XFEA TempestFieldVolume (RATLUSEANRERT. REZEMRYTEIREAZPRL:

EiEhRin RELRI






FRITES4ERTE EFMARY Root Location &b, BIRE Root

Location I FImEAFIARMIME LMERHEEBENTEERIRIT. BER R EASERSATME
(navigation mesh), WISRIREE 7w (offset). HamZ(scale)zkiekk (rotation), iBHaEERISAMIE.
RRIREEEEENS. BalRiE TS B RERE I AR - EaEmd Reset

Volume LAEHTEMZHMEISN. B2EMRITS TedNavArea_NoGroundUnits BE, NI ARAILIEE
1T EBEZATRR

HithgBoZ £, INRXEHS SHREREZ AR - EIRER Reset Volume LABEFTERZFITAISH.
Hitz@ 1451588



AR X ZESI17(Tempest Field)fEEEZ (RETLMEREAIRY Build Priority B LESEERLZAIM
R EBNBEBNTN. Nk BRENNEENT TR RBIENS I, RILIEEE Volume £/Y
Random Seed RERINIAREIIIE. FE= Volume B9 Details EiR P EI=ERg Reset ALl Volumes
BEFEMK R LATERY

TempestFieldVolume , WNFUYRFEENXBESIFRATIHANE BHHE Growth Start Stage
BMHEEA Initial , ERNHCSEEA crater(KIWLO), ENZI7 EERRERKBEARA.
RXES5XS

b FRIRZZTR(Skydome), K6(Skylight) ILARRSIKEH BP_DayAndNight

actor §=l, % actor EFSSEENE (Tempest)t&EiitbEh, R(RERRIZ Enpty Map

1SR BB EIRAEE LR E1%Z actor, FERIEE— PostProcessVolume , iZ¥E (Blueprint) AT
ZREUCHFH LEEELE. BT UE feimiBes B itiSiEE (Blueprint)iy Details EHREVZZURT
PR IXL BT EMISHE. (RS REAARTHRmHREAEE. E— actor AEE1RER Unreal Sky
Light ZB{4( skyLight ),LAK

— P ATFEFHI BRI Directional Light £B{4( DayLight ), — Post Process 484

(PostProcess )JAI— M RESTRMIAER( SkySphereMesh ), {RETLURFRIREEX LA M,

F St

BT IRENEEMEPAY BP_DayAndNight actor BY weather Type BHERAILUZEREEXRS. TEHET
M. HEeSIRER TS PR R

WEEIZE Snow Intensity Preset BY Rain Intensity Preset AEEFEIFFELER. EEHNESRS
ZEINDRERIFE, & wind Type REH

No wind ZHMIEANIEIN A RIEFZEEAREREMSEHITEANY. SRR TS NIRRT
KRB SN REEMRIRER /Tenpest/Materiallibrary BRTER MASTER #R. BASIF
= /RIERAIMAS AR L ERTIREFR SRR,

No wind JIRABFANK, RS RAERAEREMSE. RSN KT SEMBENISHIEZNTTFE
FTIRER /Tempest/Materiallibrary BRNMER MASTER MREAEMSRSTIFE/M)AIMSAEEH
FEESE R SRS ERER.

LUTRSEME R HER:

° m:
* Wind Type XLJJ3EE. RE No wind AIXFAKRL,
® Wind Base Angle XECABERR).

o F/f:
® Enable Rain - Snow :[BHMEERS.
* Weather Type IEEERAE. MR L.
® Snow Intensity Preset :Z{ Weather Type I®E/ Snow B EREEE.

® Rain Intensity Preset :2j Weather Type I®RE/N Rain BT GEFEMEE.



® Snow Base Amount :iﬂzEJ:E’%H%'?E(EDi%%E%&&%E’JMEFEM%E’JMT%MU:L
e Set Weather Random Seed :4A)%fG, o AKXKSEMIZE BTN EVFF.

* lWeather Random Seed :HFIFFRSLEMIIMENIMTF. MNR(FENE CHMERRINE/SIT,
BRERUEH—PNARE MASTER #RAERFIZ0 M_MASTER _Environment EY
M_MASTER_Props ),

KBES5X=
{RATLABER =R APRRAEIIR/N. ZAEEASRIBRIE(skylight) LIRKXE (skydome)RIEIE. LT
REEXRB AR

* Sun Brightness IREAXFEAIA/N. ARRMFEARR.

* Stars Brightness IREXFTHEENTE. FTRHEIERERER MRLFASEREL].

® Sun Horizontal/Vertical/Tilt Angle IREAPAEXRTHRIUE. SEMMENKAALUKRKTHE

(JNRZFA).

® Colors Determined By Sun Position :[BFE XTHEERIEARUEHITEZEE,

* Zenith/Horizon/Cloud/Overall Color & LIRIREWER JHANENIREXTEHE.

* Night Light iXEEB®KIERFER.

* Cloud Opacity IRERTH=ENAIEIE/alpha (&,

* Cloud Speed IRE=EBIIEE.

~le OB
y6Eg

(XREUFEE) (Tempest Rising)itbEIRAIKERS YERBEIEEFE BP_DayAndNight FAfB(Actor) ERIXI/H
F¢(skylight/daylight)i24ft, INEFE RBEEILUEREMAERSS(Spot) TR (Point) &R, BI=ES
Tempest #EFRAIRTFE YIRS AN (dynamic) YRR, EI Lok R IE FE IO IR (Rl RE R EIG 1T IR B

79 Movable 8f Stationary 258,

15 (Foliage)

ANERARABEEEERER, A LM EE— I EimiEes P Foliage BRIURME. Wb (XZEUTE) HE
NREBHUEHEIANZEEFIE— FoliagelnteractionManager actor, i% actor FAFsCIEF
(pawn)STERZ [BRIAZ B (FIaNEBESEYF). ShHTEREX TR B ERFIERTT
Tempest SZEA%RE Build

Foliage Clusters . MHR{ESHII—

FoliageInteractionManager (YISRXRFHEAFERIIR) HERHIEREFRIENE. EZERES
U4 Set Dressing Guide,

IpbE (Minimap)

NEEEE AR EI AR EEISGE. (RETLAESRIERRE LTRARRY Tempest SEEAFRIEHE

Generate Minimap Texture



e — BaERIZS3E. £RNSIESRFEISERRE R+, HBEMEZIBER Mapinfo Fr#fik
., BE 512x512 SRR ERE 7 (BT BB ARIMBE (ResEE 2R ARNELT(1024x1024 B
2048x2048), ERAIER T I\HBEAE AL SSEEEV M EISEERT S B RBREATE Pawn (BIERAADER) AR
Player Start, WNSR{FAAEFSEIE D actor 25 ATLAFEIE— BP_Minimap_Capturer actor(fifF

/TempestEditor/Blueprints/ )iNINEIMEEF, ARIREILATEE Details EtRPEZELALTEM:
® (lasses To Hide :ES/\HEIRTERZ5EIAY actor S5513K,
* C(Classes To Show JEZ/\EERTERFEAIRERY actor Z85%. THTEE FEIRE.

5eRkiZ actor BNIRERE AR LA EEREIRIE— Generate Minimap Texture ZEERIEIN, B&{HFR
TR ERNXAN actor, AERTSERG /RATLAKZ actor N KRR, 1BFZUIRFARUNMBER
Maplnfo &= E#EmRE save ALL),

fb&#F(Trigger Volumes)

[RhR Unreal B TriggerVolume FGiEIGMZE (XBRUEE) AISEALEIHARRRIZFERET].
B TedTriggerVolume BRI EAESEMATUERE (BT BTFIEN Tempest 811,

BENZFRSHEE(Custom Assets and Blueprints)
BEARRINEIE P ERIEHIEE N RIREME ST mod J&EHAY Content BRMA., {ReILARMN
Unreal Engine XFAUHAIEENEIR LAR BENEE (Blueprint),

S¥i(Audio)

NRAHEBENEMBREBIFNNEREIRE BB E(]PBS Tempest/Audio/Classes BRAPXIMNAY
Sound Class, {RAEEM Jukebox FFINBEENEREFLUBEETRE Unreal Engine J5iEEHE CHE

Re QNSRIXHEMY, ATLAEFE JukeboxSetPaused BY JukeboxFadeOut HEE|(Blueprint)T mkiEH
Jukebox &,

3= (Materials)
BN #E(Material) Ri4k&E

Tempest/Materiallibrary BRARMHRIEAH—A MASTER #R. XEFEA 1A BEEMIMANRSFIE(

(XLZ2UEE) (Tempest Rising)zER.
iAW BR5EIt(Gameplay Effects and Attributes)

(REFEUEEZ) (Tempest Rising)f&EF Gameplay Ability System SesCIREA(FIFRFRABM (QNEDME. H
EF)LIRIES. B (NEER) FENEMEESTE TedAttributeSet FifEE(attribute set)f, R
ALIEIEBENX Gameplay Effect SRIEKILAT pawn B4

* Health . HealthMax :HFIEfp{EMEAERE.,

* AmmoRechargeTimeMultiplier #NFRsBESRTERRTIAAITREL. (NIEHEER] HaAFEsEZRTIER.
e AmmoCapacityMultiplier :FRKSHZGEAITFE.

* GunResistance JFBHUAEAITUME.



* FireResistance XSKIEHERITIME.
* CannonResistance XX IIHEAITIE.
* RocketResistance X XEHHERIFIMLE.
® SniperResistance XPHETHAERITIE.
e ExplosiveResistance :JHEMEGERITUL,
* AddResistance FERFEMHETUEZ LERIMENNRITLE,
* DebuffDurationMod :FTEIRKEEIER (debuf)3FEERTBIRYREL.
* DebuffBuildupSpeedtod :RzR (debuff) RFIRERITEL,
® HealEfficiencyMod PRI ERAVREL.
* RepairEfficiencyMod [SIBEERISREL.
* StealthRevealRadius :FRFANIEAR,
* FollRevealRadius :FFKZE(Fog of WarfiE+¥42,
® FoWVisionRadius 25&%&%“09 of War)fiEF42,
* FolWlRadiusAttributesMultiplier :FOWRevealRadius 5 FoWVisionRadius AY3EEL,
* FoWDisableHeightCheck ‘HIREIINZENIETTME L BIFTAMIE BEIFTB IR Z BEER.
* BuildRadius BIEHZ,
e Damage :Eft{H=E,
* AttackSpeed ITHIAAVERFER.
e AttackSpeedMod :AttackSpeed HI5RE]., EE AttackSpeed SLFMEEMRING ZIBRIZER, Altkan
RERESEHRE FEGHERENIT 1 B,
e AttackRange ITFBH.,
e AttackGraceRange IXFARETCEL
® MovementSpeedMod FEENEE T,
® MovementSpeed :EFEoNEE,
e ProductionTimeMultiplier :EZEBN AL NEZR BRI REL.
* ProductionCostMultiplier FHZEBM AT NARRBEEF~HAIITREL.
* ResourceProductionMultiplier ‘FHIZFERNNEFRIRAIGEHIIR N FE BIREFRELIREL.
o Power :EAtEES, GEEFRNEFERED EHENTERN, 81 TedPaun FHE—
AbilitySystemComponent ,RJLAUEIT
GetAbilitySystemComponent M&E|(Blueprint)T5 m3kEY,
BX Gameplay Effect(iFInER) MM FRIES(E R, 15215 Gameplay Ability System B753014,
ZooExampleMap FHEZ—IEENX Gameplay Effect A7/, BT EX R

FETMEREFEN( Blueprints/GameplayEffects/GE_Example ), NOTE: Functions that apply Gameplay
Effects or execute Commands should only be called on the server (or in single player). Do not
call them if you don't have network authority.



EH (MRUEE) (Tempest Rising)iiik=iE

MapEditorProject INE B 1 Xk PEIERD ((BIELEP)EIE LAERLE (cooked) AU IR L.
XLFIRAITF Content/Tempest BRET., {RAJUABREEMWEPERE] MAHSEESHFINLE/RIVESE
(mod)d, A AEAIE Editor TIBFNSCRRiFPRIEEEZEEREN. XEKREAFEXERRIEESHE
EHUESANRERT P I8 |BRAER. BEEFEAIMNEERTFRMANZ B R FAHIEMSR, B
i B0 ARET LU BB R S TE Editor T E FREIE SRR 4% (placeholder), ANSR{RIEHE
{EFIXLS BT, R B2 ILES, S E R R I0ERT, B I S EIR AR RIRE. (RAMZISHIE
EXZEBN Tempest BFE REAEMFEHPHAEEE].

e, 1855 %tE

SeR S RNE R AR B, BRI TLA TR E:
1. Build -> Build Paths,
2. Build —> Build Lighting (UNSR{EAEESIER)
3. Tempest —> Build Foliage Clusters (UNSR{EMH T {EAE#H)

4. (REFEEEMAIXR(Level)FO MapInfo(EBiEmiL Save All), iF&: WNREA Build ALl
Levels By Build Geometry SHni&(Navigation Mesh)&#ia=

HEFEBA Build Paths EFMAE, MR AEXMIER AREEMN Tempest SZEEF(FEF Force

Rebuild All Navigation %I,

Hiset &

BRI A MER, REEHSXEHTIOIE LISH R E SR, MRFEEEER 28— 85
BIRFIRNED. XEERERESMHIESRE R R RFHE Z 8l SRR T RX L R,

18

B TEME,BER Tempest XEARHY Package Current Mod &N, {RtB

BILAERS Package a Mod. .. IRIIZIGMSSCiRMRIEFRESTBRIRA(Mod). (REVEERTEEESE
BHIFMERIR(Asset) FEERSHMELE. FTRASHIZ
MapEditorProject/Mods/<ModName>/Saved/StagedBuilds/Windows/Tempest/Mod

s/<ModName> B3R, Unreal STRiEEFTEE 1 ZERAENERREERTHH, EE2EAER
Steam Workshop RIIENR R RIRIRE RFFTEIRE ARBEMR <ModNane> BREHZE] Tempest
Rising/Tempest/Mods/ Hh:



ExampleMap > > StagedBuilds > Windows »> Tempest >

T sort ~

Mame . Date meodified Type

BB ExampleMap 7/02/2026 16.09 File folder

Steam > steamapps » common > TempestRising > Tempest

Tl sort ~ = View ~
MName - Date modified Size

This folder i1s empty.

ZEHPE SAIMENG (R TR B ahir AT HIE BBk (Skirmish)F1BE MilFxk(Custom Game)RIitHE]
FIFEF., 1HERREE Steam Workshop 5 &RIME A BEES AFkH BN TE.

izt RAgteE

WERIESEI B RS HAE A SIUEEXANE, Bt EmEes+iz1T(Play In Editor)Ez{FHAEELLIR
HIEuitE B R LUWEATRIER, I L RERIMEE R FPRISSIRER. EZIER T AR LAERS
FHEERMRGENIEEIS . (RJLUER Tempest EHAY Test Current Level IEIRFERFEH LR
HUHEE., R ERRIEFH T B RS R RiERs P IRRTIRAE, AR LAB B (Skirmish) i HIET T
B. {REJLABERY Test Settings... ZEERIEISREEM TXBEFIIK (Test)iEIAT FIE  TRIUBFARTULAR
s A(Bot)#E:



Launch Game
Paths
Mod Path
Map Path
Game
s Destroy All Buildings w
Player Slots 2 Array elements
4 members
Control Player
Team

Faction

1 4 members
Control Bot
Team Team 2

Faction DYN

Bot Difficulty Default

Launch Game

ZOABR T mESESENET Steam BTHEN. NRATFRLERRETEZETARALAME Editor ISER
XERTHATSE( Tempest . exe )HYERIR

Preferences —> Tempest Rising Settings . JRIBESSTEBIFKBIEER/IML. E—HEREEET
—NEEEER. BEER VR BAYIEE(Blueprint) B R,80 Print String #0 Log String {EFEHISAE
{ER.

{RAJLABSIEE Send Chat Message TIRSERFIENEIR(EE.

&% Steam Workshop

{RETLASERE Map Editor 5ithE A 7%l Steam Workshop, {REE—PMEMAY Steam WS Fost
SteamCMD,

B E Editor HIRE{RAY Steam mﬁ%%(NOTEZ XAR2{RAUBEFR, M2 SR, AILAE Account
Details FEE)LAMN steamemd.exe HIERIR

Preferences —> Tempest Rising Settings:



+t! Editor Preferences

Q

General

Set as Default Export... Import... Reset to Defaults
Testing
Gam
Steam Workshop

Level Editor

whE R R

Tempest ZEEA{#FA Publish Current Mod... i%IT:

Publish to Steam Works... x
Steam Settings
App Id
Workshop ltem Settings
Publizshed File |d

Content Folder

Preview File

Change MNote

Upload via SteamCMD

B Rt EIRT (RET LA LA g

o Title MERVHREL T Steam Workshop ., BEILASHIE B REFRUR LR A= ZFREA
=R
e Description JEEfE Steam Workshop AR,

e Visibility MEIREIZBITE Workshop EAFF. BINFTIREN Private FA—VNIREIERE
B1E Steam Workshop REHER,

* Preview File J§f£ Workshop E/9{RREAEERAVTRRE. FTLARERS JPEG 8 PNG {4,



o TE/Rsk EERI AT LARESSILLTR,

* Change Note &I BERERIBEE—MIANEFHFEEP. EIRFMSES N A LFREIR
B2 EEALAE(RIEERY Steam Workshop TRH EEH., {REATLIEED HET EEFMEAERN
FEE(WTI). WEOFNFHFEFERARIHERRSIS( 1 )FINEIS( ") EZETE Steam
Workshop TH LB LUERERFR. £EPRETM/E 1B/ Publish to Stean
Workshop B OHXIRIAYEERE FIAREFRIEHER Steam Workshop fRS5 5K

BOFAEESNISIRE ARG AT Upload via SteamCMD #%5H, XiGHIStEFH =i EA
SteamCMD H{EE., &I B8R LEHER, SteamCMD £EK{RIERT Upload FHAEEHAIE O+
BNZESH] Steam Guard RIBRER. LIE5EkE fIBESSTE Steam HFTHIZIMEERY Workshop TT
H., {RelLAEBREEEMENMEFAER I LIESINIBE.,

EFfEAmAtE
B HEMERIFTIRAR, RFBERFIFF Publish Current Mod... XJiHHE

FRiE Upload via SteamCMD , HEE, HEEFAT (RIGTTIEE Map Editor FEXSFR Change Note Z
HMI91E(R] Workshop TiE /&4, Change Note BJFFAFMARESEFNRE. MNHIENEMABIRE )
BILATE{RIEEIRY Steam Workshop TUE_i#4T,

#£ Map Editor H1,B8 T Change Note (RAIFIFRHFThRAES E#iiER) LAZM A ESUTRIBIR T h
(Workshop¥IREE. WMNEEE HARFRAIRE(HEIERIBER) Steam Workshop TUE LEEX.

{#F SteamCMD Fzj) HEHE
Map Editor &BaIfEEMEER

Mods/<ModName>/Resources/ BHZRHPAERL— Mt SteamCMD {ERBRYERA Workshop.vdf Y VDF XX
%, (RETLUBILEHIA B1TIRHLS SteamCMD, ;@SN N A infTRIGHEE H1EZF) Workshop:

None

steamcmd.exe +login ACCOUNT_NAME PASSWORD +workshop_build_item

Path/To/Mods/<ModName>/Resources/Workshop.vdf +quit

XIEZ Map Editor fEREAMHRIEE AT EAIEEEE.



