Z5(Class) FoliageInteractionManager
R J: Actor

iR MWE HE 28 (Foliage Interaction Manager)

J& 1 (Properties)

e Max Foliage Interaction Sounds

— KA IntProperty

ZK(Class) FoliageInteractionSettings
X 2K: AssetUserData

iR« H#E 22 H.15 E (Foliage Interaction Settings)

J& 1 (Properties)

e Foliage Config
— ZA: Ted Foliage Interaction Config Object Reference

ZX(Class) LightingBPBase

R J: Actor
R : St IE K25 (Lighting BPBase)

B % (Functions)

PR %L Update Scene Components
Wik 5 54 (Update Scene Components)
%1 \ (Inputs)
e Light Preset
— J8AY: Lighting Preset Object Reference
e Dir Light
— Z8AY: Directional Light Component Object Reference
e Sky Light
— J8AY: Sky Light Component Object Reference
e Height Fog



— KA Exponential Height Fog Component Object Reference
¥ Update Light Preset
Wik BHEIR TR (Update Light Preset)
i\ (Inputs)
e Light Preset
— Z8AY: Lighting Preset Object Reference
e Dir Light
— Z8AY: Directional Light Component Object Reference
e Sky Light
— Z8AY: Sky Light Component Object Reference
e Height Fog
— KA Exponential Height Fog Component Object Reference
PR#Y Check If Selected
ik s K& 2 B % F (Check if Selected)
i& [B]{& (Return value)
o KA BoolProperty

Z5(Class) LightingPreset

A2 2K: DataAsset
i : YeHE T3 (Lighting Preset)

J& 1 (Properties)

e Directional Light Parameters
— KM Directional Light Parameters Structure

e SKky Light Parameters
— Z8AY: Sky Light Parameters Structure
¢ Height Fog Parameters

— KA Exponential Height Fog Parameters Structure

Z5(Class) MinimapTextureCreator

R J: Actor
ik s /N LA B 2% (Minimap Texture Creator)



J& 1 (Properties)

e Texture Size
— 2RA: IntProperty
— IR R RN EI SO RS (B8 AN i 3 9 AR -
e Classes to Hide
— KA. Array of Actor Class Reference
— R ASTENME EEIRT Actor 85K ZREBEFREEH TH .
e Classes to Show
— ZBAY: Array of Actor Class Reference
— MR IRZ e/ P R IRET Actor FBIER, B X Lt 7F ClassesToHide 4117,
W E RGN TH T,
¢ Render Target
— Z8AY: Texture Render Target 2D Object Reference
— R FHTiE MK P RenderTarget(VE < HAx) -
e Capture Comp
— 2KAM: Minimap Capture Component Object Reference

PR Update Texture
IR BORE G H AR, RN BEE S ARG B (Texture) .
1R [EE
o KM Texture 2D Object Reference
PR % Update Render Target
IR s R T T AYE B H AR (Render Target).
K% Generate Texture
iR s TEHTE U H AR A Ol (Texture) -
IR [E{E
o KM Texture 2D Object Reference

ZE(Class) TedAttributeSet

AR 2K: TedAttributeSetBase
ik : Ted J& M (Attribute Set)

J&



Health

— Z8AY: Ted Gameplay Attribute Data Structure
Health Max

— ZK7: Ted Gameplay Attribute Data Structure
Ammo Recharge Time Multiplier

— J5%Y: Gameplay Attribute Data Structure

— FER: FRZGRN SR AR R AR . ANTE RS T B B R A AR A
Ammo Capacity Multiplier

— ZK7Y: Gameplay Attribute Data Structure

— IR BRI
Gun Resistance

— KA Gameplay Attribute Data Structure

— iR XHeminE 1P (Resistance) .
Fire Resistance

— J57Y: Gameplay Attribute Data Structure

— IR X KA .
Cannon Resistance
KA Gameplay Attribute Data Structure
FEIR : 0PN .
Rocket Resistance

— ZK7Y: Gameplay Attribute Data Structure

— IR X KHEH P
Sniper Resistance

— KA Gameplay Attribute Data Structure

— $R: WPH S H B
Explosive Resistance

— J5%Y: Gameplay Attribute Data Structure

— IR R NE L
Add Resistance

— KA Gameplay Attribute Data Structure

— WA TEREE I E P 2 AN S I, T 5 A X R :FinalDamage = Damage *

(1.f - DamageResistance) * (1.f - AddResistance)

Debuff Duration Mod

— J57Y: Gameplay Attribute Data Structure

— IR FrA s R (Debuff) FFEE A ) e £ .
Debuff Buildup Speed Mod

— KA Gameplay Attribute Data Structure



— HER: Jkzi (debuff) 2 AUHE 9RR%L
Heal Efficiency Mod
— KA Gameplay Attribute Data Structure
— R PrAIRIT BRI
Repair Efficiency Mod
— J5%Y: Gameplay Attribute Data Structure
— R BHELE AL
Stealth Reveal Radius
— ZK7: Ted Gameplay Attribute Data Structure
— HEIR: B35 (Stealth) Tl ~F:4%.
Fo WReveal Radius
— Z8AY: Ted Gameplay Attribute Data Structure
— iik: K5k E (Fog of War) 7242,
Fo WVision Radius
— J8%AY: Ted Gameplay Attribute Data Structure
— ik 4k % (Fog of War) #1242,
Fo WRadius Attributes Multiplier
— Z8AY: Ted Gameplay Attribute Data Structure
— ##i&: FoWRevealRadius 5 FoWVisionRadius 747
Fo WDisable Height Check
— ZEAY: Ted Gameplay Attribute Data Structure
— R A CE LR REE BT SR .
Build Radius
— Z87Y: Ted Gameplay Attribute Data Structure
IR BuG At
Damage
— J5%Y: Gameplay Attribute Data Structure
— iR B
Attack Speed
— KA Gameplay Attribute Data Structure
— iR Bk 2 A EE R AEIR
Attack Speed Mod
— KA Gameplay Attribute Data Structure
— ik : AttackSpeed [{)3e%. &L, AttackSpeed 5Pk E (A2 BT 2 AR ZEIR, PR
FARPR B R, 7 EOR E B E /N T 1
Attack Range
— Z87AY: Ted Gameplay Attribute Data Structure



- FiR: BEhaE.
e Attack Grace Range
— Z8AY: Ted Gameplay Attribute Data Structure
e Movement Speed Mod
— J8%Y: Ted Gameplay Attribute Data Structure
— iR BBl L.
e Movement Speed
— J87Y: Gameplay Attribute Data Structure
— Rk SN .
¢ Production Time Multiplier
— ZEAY: Ted Gameplay Attribute Data Structure
— $RR: AU T A A I 8] SR
¢ Production Cost Multiplier
— Z87AY: Ted Gameplay Attribute Data Structure
— IR AU AN T AT A A R e
e Resource Production Multiplier
— Z8AY: Ted Gameplay Attribute Data Structure
— IR AN AN BRI, WA T B A I R A TR
e Power
— J5%Y: Gameplay Attribute Data Structure
— Rk BEAlREEE.

% TedPawn

22 Pawn
HiR: A 47 (Unit) . E250(Structure) FA] #5556 4)(Destructible) (5K .

J& P
e Definition Id
— 2K Gameplay Tag Structure
— $#R: 1% Pawn [f15€ A2 (Definition Tag). 2 Config/Tags/DefinitionTags.ini.
e On Death Blueprint Event
— ZK7AY: MulticastInlineDelegateProperty
— #iiR: %1% Pawn SET- AR
e On Command Executed Event Blueprint

— KA MulticastInlineDelegateProperty



— #iR: 21% Pawn JHIAHAT RN A
e On Command Finished Event Blueprint

— ZBAY: MulticastInlineDelegateProperty

— #iR: 2i% Pawn FERHAT IR ALK .
e On Visibility Has Changed

— ZBAY: MulticastSparseDelegateProperty

— iR 21% Pawn B NANE] ILGEE Ak 25 i 5E B RS T ARy vl LI o
e On Teleported Event Blueprint

— KA MulticastInlineDelegateProperty

— FIR: % Pawn HALIER A .

PR %L Was Recently Rendered on Screen
Pure, Const
HiiR : 1% Pawn fi/i(Tolerance £ ) fEA BT 5 (Local Player) )5 4% b Eonid, iR [m]
true. 1YFR% /i (Client-side) 55 A B (Single Player).
TN
e Tolerance
— KA FloatProperty
IR [E{E
o KA: BoolProperty
¥ Upgrade Pawn
ik : NiZ Pawn J5 4 2 T (Upgrade) . VIR AR S #im(Server-side) o i AR
ETPN
e In Upgrade Flags
— KA EnumProperty
PR Ted Has Any Active Effect
Pure, Const
ik : inH % E T bRequireAll I 241Z Pawn #HIRILE 1 [FT4 1 GameplayEffect iz 7]
true. WK E bRequireAll,|*41% Pawn IH R HEAZS T H) [{F&—] GameplayEffect It}
IR [H] true.
LN
e In Container
- KA. Gameplay Tag Container Structure
¢ Require All
— Z8%Y: BoolProperty

iR [BE



o Z8%: BoolProperty
PR %Y Stop Recharging Weapons
FIR « 45 1L FTA YT IEAE R R (Reloading) AR R U AR . AR IR 5% #uim El o AR
i\ (Inputs)
e Skip Auto Recharge
— 2KA: BoolProperty
— R ARECE, AT L B Sh R AR AR B TR IR
PR #(Function) Start Recharging Weapons
R : TR EHTRIATA A B IA R A . ARk s el AR
i\ (Inputs)
¢ Auto Recharge Only
— 2KA: BoolProperty
— R INRBCE K N BRI A SR i
¥ (Function) Set Health Max
IR : ¥ Pawn IR A E R EONZ €M . AR IRSS @ i i AR
#i A\ (Inputs)
e Value to Set
— 2KA: FloatProperty
¢ Maintain Health Ratio
— ZEAY: BoolProperty
— R WA true, B BE R i (8 — B4 AT AL dr R, DLORER 71 20 EEAVEE
¥ (Function) Set Health
R : #i% Pawn A E B E AL EE. ABRIRSS o e AR
#i A\ (Inputs)
e Value to Set
— 2KAM: FloatProperty
B # (Function) Modify Health
IR Jyiz Pawn I A BRI — BB PR IRSS & e e AR
#i A\ (Inputs)
e Value to Add
— 2KA: FloatProperty
B (Function) WasEverVisiblelLocally
4l i B (Pure). # E(Const)
IR : 1% Pawn 12X AHETS AT W R ] true. (XPRZ - dim AR
i& [B]{& (Return value)
o KA BoolProperty



i $(Function) Set Default Visibility
ik : BB 1% Pawn fEANE T84+ 14 % (Fog of War) 1A 2 5 BZ AT W AN PR AR 45w v 5l A
B
#1 A\ (Inputs)
e Visible
— ZEAY: BoolProperty
e Clear Overrides
— Z8%Y: BoolProperty
— Wk R E G EEONIZ Pawn B FIATA A ILPEE 5 (Override) .
B ¥ (Function) Set Can Be Damaged
IR : FRVFEAE IR Pawn 2RI FH . AR ARG S et A
#i A\ (Inputs)
e In Can be Damaged
— 2KAY: BoolProperty
i ¥ (Function) Get Team Attitude Towards
4 i $ (Pure). % & (Const)
ik : iz [711% Pawn Xf 53— N2l T IGenericTeamAgentInterface [ Pawn 5 Actor 1455 (H]
KUf HRLEGE) .
#i A\ (Inputs)
e Other
— ZEAY: Actor Object Reference
i& 5] /& (Return value)
o 8%Y: ByteProperty
% ¥ (Function) GetLocalVisibilityChannel
4 i ¥ (Pure). % & (Const)
R38R s 1R [511% Pawn ASH(RI ] L) f7 J 1) 52k 55 (Fog of War) 45t (Hl it J& FA AT -
1% [B] {5
o KA ByteProperty
Bi# Is Upgrade Research Running
4 i $ (Pure). % & (Const)
Yo W% Pawn T IEAERT FCTH R (Upgrade) HAFTER AL T8 (520K, R 7] true.
1% [A] {5
o KM BoolProperty
PR Is Upgraded
45 % $ (Pure). # E(Const)
VB Witz Pawn A (T 7+ (Upgrade), R [A] true.



AN
o K7: BoolProperty
FRi# Is Researching Upgrade
4l ik 5 (Pure). % & (Const)
VLB WiiZ Pawn 477 IEEMF 724 (Upgrade), MR 7] true. BRI 7T AL T- 212 IRE, tH 2 iR ]

true.
IR [ {E
o KA: BoolProperty
¥ Is Reacharging Weapons
4 i 1 (Pure). % & (Const)
Ui B s W2 1% Pawn i IEAE BB AT RS, IR [A] true.
1R [E{E
o KA: BoolProperty
PR%L Is Owned by Local Player
4 i $ (Pure). % £ (Const)
Ui B s W Pawn WA BT A, IR A true. A0 H T2 el A,
iR [EE
o 2K7: BoolProperty
BR# Is in Entity Domain
45 % $ (Pure). # E(Const)

YHI: R iZ Pawn J& T-45 7€ (AU (Domain) (i Ground. 2 Air), Uiz [A] true. i H]
PlayerData.EntityDomain.* #5%%.

LD
e In Entity Domain

— KA Gameplay Tag Structure
IR [E{E
o KA BoolProperty
BRA%L Is in Container
4l if 1 (Pure). % & (Const)

YL : 4N Hi% Pawn 24HT 4L T 78 2% (Container) F7 (5 /4 garrison Siz#ii#{ = carrier), iR 0]
true.

& [E{E

o ZKA: BoolProperty
BR#( Is Fog Of War Visible for Local Player
4 i $ (Pure). % & (Const)



Ve B W% Pawn XEACHEEC S n] IL(RD MR 52K 55 Fog Of War H 2 30), R [F] true. {Xi&E H
T2 P A
iR [EE
o KA BoolProperty
PR Is Fog Of War Visible For
4l 5 B (Pure). # E(Const)
BB W ERZ Pawn MR EBLE AT LN A true.
LTPN
e Ted PC
— Z8%Y: Ted Player Controller Object Reference
iR [EE
o KA BoolProperty
PR Is Fog Of War Visible
4l 5 B (Pure). % E(Const)
e B s W% Pawn X1 52 HIHE K % (Fog Of War)$itie (RIBAE) 7] WL, W3R ] true.
LTPN
e Channel Id
— Z8AY: ByteProperty
iR [EE
o K7: BoolProperty
K% Is Damaged
4 i $ (Pure). % & (Const)
Yo B s WIR1Z Pawn KL T MDIRAS, IR [A] true.
IR [ {E
o K7:BoolProperty
PR Is Alive
4 i 1 (Pure). % & (Const)
iR s W1 1% Pawn ££35, 1% 9] true.
IR [E{E
o KA: BoolProperty
PR % Has Upgrade
4 i $ (Pure). % & (Const)
Rk W% Pawn #1618 E IR ] true.
LD
e Upgrade Type
— ZRA: EnumProperty



AN

o KA BoolProperty
K% Has Player Data Tag
2R #(Pure). % E(Const)
IR WA 1% Pawn BT (AT NI ) 1) TedPlayerData 715 5€ ¥ GameplayTag, 1%
4] true.
LN

e In Tag

— 2K Gameplay Tag Structure

iR [EE

o KA BoolProperty
PR % Has Focus
4l i 1 (Pure). % & (Const)
ik s andiz Pawn T IELERETE /B € 5o B AR, IR [F] true.
IR [E{E

o KA: BoolProperty
B # Has Any Weapon
4 i 1 (Pure). % & (Const)
iR Wk Pawn AT & 0] H#s,i% 9] true.
i [EE

o KA. BoolProperty
PR Get Veterancy Progress to Next Level
41 % $ (Pure). % &E(Const)

ik : I BIENCYURTAN: /| TR 45k 1% Pawn 12 N —/N 3 (Veterancy) 2% [
.
IR [E{E

o KA: FloatProperty
PR % Get Veterancy Level
4l if 1 (Pure). % & (Const)
IR < 3% M1 Pawn 25 1) AZREE (Veterancy) 521 .
IR [ {E
o KA: EnumProperty
PR#Y Get Targeting Domains
4 i 1 (Pure). % & (Const)
ik s iz [F1% Pawn 1] LARS#E BT 38(61 41 PlayerData.EntityDomain.Ground) .
& [E{E



o ZK#: Gameplay Tag Container Structure
PR %Y Get Stealth Reveal Range
4 i 1 (Pure). % & (Const)
ik : iz [71Z Pawn REf & BILIEAT (Stealth) AL 4275 H
1R [E{E
o KA FloatProperty
PR Get Remaining Life Time
41 b5 ¥ (Pure). % &2 (Const)
iR : % Pawn S2EIEA PRI (140 Drone Strike Turrets), i 5] 371 2% i 8 4% AR 1] 20 52 7K
JHER, R[5 0
iR [EE
o KA: FloatProperty
K% Get Provided Effects Tags
4 i $ (Pure). % & (Const)
FiR s 1R [511% Pawn S AL BT VE IR (AOE) i) GameplayTag.
iR [EE
o J57AY: Gameplay Tag Container Structure
PR %Y Get Power Base
4l i 1 (Pure). % £ (Const)
ik : % [9]i% Pawn EAN% (B @ ME1E IF (attribute mods)1F4t T #2AE K H 1 (power) Bfi ; i 5 1%
Pawn JH#E 5, 26 A 7L
i [EE
o KA FloatProperty
BRi 3 Get Power
Pure, Const
R : IR [F11Z Pawn $RAEIRESRAE . Q0 eV RERE =, M AE N U8
AN
o 2K#: FloatProperty
PR%L Get Pawn Type
Pure, Const
FiR s IR [A11% Pawn FIRAY(EDEESN. P i, AP,
iR [EE
o KA: EnumProperty
PR % Get Pawn Faction from Definition
Pure, Const

R : R [711% Pawn SEBR TR KR E, R IE R R R E AR R B IR E



iR B8
o K7: EnumProperty
K% Get Pawn Container Owner
Pure, Const
3B : IR [A1i% Pawn 2451 TR I 3% Pawn, 75 ANEATAT 25 8% A 3R [3] NULL.
iR [ {E
o 2K#:Ted Pawn Object Reference
PR % Get Owning Team
Pure, Const
R : R A1 1% Pawn HIBEE (AT BAZR) T J& AOBMIL, #5500 A 2 BT A MR [7] None.
iR EME
o KA EnumProperty
PR#Y Get Owning Player State

Pure, Const

ik : IR B 1% Pawn LK (AL B0\ 2K) ) TedPlayerState, #7456 2 T & N =]
NULL.

LTI

¢ Return Original Owner

— ZXAY: BoolProperty

i [EE

o KM Ted Player State Object Reference
PR%Y Get Owning Player ID
Pure, Const
i : IR [FIH 1Z Pawn DL (AT 2L\ PlayerID, 47 3A A 24 FTA % iR [7] None.
IR [EE

o K7A: EnumProperty
PR %L Get Owning Player Data
Pure, Const
i : IR [FIA 1Z Pawn B (AT 8L\ 2K) [ TedPlayerData, #73A A 240 BT A & IR 1]
NULL.
IR [ {E

o 2K#:Ted Player Data Object Reference
K # Get Owning Player Controller

Pure, Const

iR« IR B % Pawn IBLEKR (AT 5N\ 2R) 1) TedPlayerController, 2 7%75 15 24 ) AT 2 3R [a]
NULL.



iR B8
o 2K#: Ted Player Controller Object Reference
B % Get Owning Faction

Pure, Const
R : R [ 1% Pawn HIDEE (AT B JTJ&E AR E (Faction), # 5A A XA ITAH & MR ]
Civilian.
iR [EME
o KA EnumProperty
PR E Get Life Time

Pure, Const
Ui B 2 3R [ Pawn(Pawn) (£ A7 LE I (B 4070 AHLFT o MU EE) A i KA 375 s 1], B SR A2 7R AAFAE
JUPEYEINGR
iR [B{E
o K7: FloatProperty
PR% Get Last Damage Object

Pure, Const

BB s G [0 bR Pawn 1R T 905 5 8 (DamageType), i R A 52 213 5 35 U132
7l NULL.

iR [El
o 2K#: Ted Damage Type Object Reference
K # Get Last Damage Info
Pure, Const
Yo B IR [E1% Pawn E— 2B HERIAERE R
iR [ {8
o 2K#: Ted Pawn Damage Info Structure
PR3 Get Health Pct
Pure, Const
6B iR [0]11% Pawn FO4E A {E 1 45 E(GetHealth/GetHealthMax) .
iR [ {8
o KA FloatProperty
PR%Y Get Health Max
Pure, Const
Y iR 0% Pawn [ KA dlE .
iR B {8
o 2K#: FloatProperty
PR% Get Health



Pure, Const
VLB IR [0[1% Pawn 407 0 2E fr{H
IR [E{E
o KA FloatProperty
PR # Get Gained Experience
Pure, Const
YL R [B]i% Pawn 4 HTRISHILKAE
IR E{E
o KA FloatProperty
PR#Y Get Fo WVision Radius
Pure, Const
VLB s iz [Fl1% Pawn I SRR H & A 6% 44 % (Fog of War) {115
IR [EE
o K7: FloatProperty
PR%L Get Fo WReveal Radius
Pure, Const
Ui B s IR [E11% Pawn 7K ATE R H 5 %4 £ %5 (Fog of War) (11142
IR [E{E
o K7: FloatProperty
B % Get Focus Actor
Pure, Const
Ui BA s IR A% Pawn 4T IEZEREHE /81 € 1 Actor(WIERAH).
IR [E{E
o KA. Actor Object Reference
K # Get Focal Point
Pure, Const
Ui B IR [F11% Pawn S RTHSHE R H AR E ; # R H AR [ (o, 0, 0).
IR E{EH
o KA Vector
PR # Get Entity Domain
Pure, Const
B IR [F11% Pawn (14384525 (Domain Tag) (5] 41 PlayerData.EntityDomain.Ground).
IR [EE
o KM Gameplay Tag Structure
PR%Y Get Definition Id

Pure, Const



iR : iR [111% Pawn f15E XA7%5(Definition Tag). % I, Config/Tags/DefinitionTags.ini.
iR [B{E
o KM Gameplay Tag Structure
B # Get Pawn Container Component
Pure, Const
H#id: iR [A]Z Pawn [¥] ContainerComponent(Z5254114), W 1% Pawn 145 Z 44 (RI N LE % i ak
EHEA) .
iR B {E
o 2K#: Ted Pawn Container Component Object Reference
B# Can Fire
Pure, Const
R : WA 1Z Pawn i AT LR R ] true. X PRIR 55 2850 B IERK
iR EME
o KA BoolProperty
¥ Add Experience
HiiR: 1% Pawn IZAEIEIN— /N 4E . InGainedExperience 1 L6, X PR AR 5% 5 v mk 2
N
LIPN
e In Gained Experience

— 2KAM: FloatProperty

ZE(Class) TedFoliageInteractionConfig

AL 2K: DataAsset
ik : Ted #4722 B B (Foliage Interaction Config)

J& T
e Foliage Config
— Z¥A: Foliage Config Structure

ZX(Class) TedGameModeBase

A2 2K: GameMode
Hid: Ted JiktiztFZ5(Game Mode Base)



J& T
e On Player Entered Game Blueprint Event

— ZKAY: MulticastInlineDelegateProperty
— MR : Bra NI IR 2L Player ID JEfilA .

ZE(Class) TedGameState

2 2K: GameState
H#iid: Ted JiiIRZ&(Game State)

J&

e On ALl Players Started
— ZKAY: MulticastInlineDelegateProperty

— HIR: MPTA IR OISR (BB E %/ Skirmish I XRIT AR fid A A

ZE(Class) TedGridAreaVolume

A2 2K: GridAreaVolume
iR : Ted W% XI5 AF(Grid Area Volume)

J&
e Ecs Actor

— 2KAM:Ecs Actor Component Object Reference

- R BN

Z(Class) TedLevelScriptActor

2K LevelScriptActor
ik : Ted <K JHIZA Actor(Level Script Actor)

J&
e Trigger on Pawn Spawned Delegate

— Z8%Y: BoolProperty



— $#iR: 475 A, Bk OnPawnSpawned 14,

BR%L Set Save Actor Hidden in Game
R s B RAE Actor 7ET7 % - B2 (Set Save Actor Hidden in Game)
LD
e Actor
— ZEAY: Actor Object Reference
e In Hidden
— 2KAY: BoolProperty
PR% Set Save Actor Component Active
iR W EARAEI Actor 411443 IR A5 (Set Save Actor Component Active)
LIPN
e Component
— Z8AY: Actor Component Object Reference
e Active
— 2KAY: BoolProperty
¢ Reset
— 2KAY: BoolProperty
PR %Y Enable Pawn Spawn Tracking
ik : 5 OnPawnSpawned 14
PR % Disable Pawn Spawn Tracking
#ii& : 25F OnPawnSpawned 15

2K TedMapInfo

A 2K: PrimaryDataAsset
ik« Hh e

J& 1
e Display Name
— ZKAY: TextProperty
— R e BRI E AR
e Location

— RAY: TextProperty



— R T AL I R
Description
— 2RA: TextProperty
— iR HhE IR
Author
— ZBAY: TextProperty
— R AEE AR T EE SO E)
Minimap
— J8%AY: Texture 2D Object Reference
— IR TR N PRI R
Players
— Z8AY: Ted Player Slot Structure
— ik HiEAE . W4 Skirmish/MP(2 \) & B #4)  i .
Custom Attitudes
— 2K Array of Ted Editable Custom Attitude Structure
— IR« 7 ML 8] RS PV B (B A Sons AT o
Custom Player Color Presets
— KA. RTSCustom Player Color Presets Structure
- MR HE X IR
Starting Armies
— ZBAY: Ted Starting Armies Structure
— HIR: E SGZIE_ BB P W RERIAIAA 4 AR I
Related World Path
— J5%Y: Soft Object Path Structure
— #3R: i% MaplInfo X} ) World(tH 7).
Cached World Bounds
— ZKAY: Box Structure
— ik {F 1% Map Info ¥ World #i F7EH . (/A7 World 5577 2 A 312847
Definition Collection
— Z8AY: Smart Data Collection Object Reference
— IR AZHE R E SR A (R BERAESIR) .
Map Sound Tracks
— ZA: Array of Ted Jukebox Track Asset Object Reference
— HEIR: AZI BT S R H o BRI L 20 H
JukeboxEnableMissionTracks. i [ & X 1E Jukebox ¥ 5K, 115 f 4%
Victory Track

— ZEAY: Ted Jukebox Track Asset Object Reference



— IR s JEOCHE IR E AR E

Lose Track

— Type: Ted Jukebox Track Asset Object Reference
— Description: Hi SR & 0T Rl H .
Supports MP

— Type: BoolProperty

— Description: &2 %5 32 AJiEk(Multiplayer).
Supports SP

— Type: BoolProperty

— Description: HHEZ 15 3 B 46/ ML 2 H(Skirmish) .
Sandbox Only

— Type: BoolProperty
— Description: #¥% &, T 5 il it b i 0 0R 28 Sandbox(V0 &) . Sandbox WAk
AT R B R M 2% A, PR i 238 B WinGame/Defeat 715 mi K25 AR -
Mod Id

— Type: StrProperty
— Description: Mt ERIE T mod id(f141 Steam Workshop #4i# id). {X7EM Steam
Workshop 5515 T8 H & S E i E
e Is Custom Map
— Type: BoolProperty
— Description: =& 758 HE L. 7£ PostLoad X & .
Is Workshop Map

— Type: BoolProperty
— Description: /&7 4K [ Steam Workshop ) H & Bl H1iiExk 1)
ModSubsystem % & .

PR % Requires Sandbox
Pure, Const
Description: Requires Sandbox
iR [El
o Type: BoolProperty
¥ Get Current Map Info
Description: & [ 47 2N E 1) MapInfo(41RA).
iR [ {8
o Type: Ted Map Info Object Reference
PR#L Is Finale



Pure, Const
Description: Is Finale
iR [ {8
o Type: BoolProperty
BK# Is Custom Map
Pure, Const
Description: #7 HHLEK H mod, MR [F] true.
iR [ {8
o Type: BoolProperty
B Has Singleplayer Support
Pure, Const
Description: Has Singleplayer Support
iR [ {8
o Type: BoolProperty
PR Has Multiplayer Support
Pure, Const
Description: Has Multiplayer Support
AN
o Type: BoolProperty
PR Get Players Num
Pure, Const
Description: JREUA] IR G075
iR [EE
o Type: IntProperty
B Get Mod Id
Pure, Const
Description: i [1] mod ID.
iR [ {8
o Type: StrProperty
R Get Minimap
Pure, Const
Description: Get Minimap
iR [ {8
o Type: Texture 2D Object Reference
PR Get Map Screen Setup

Pure, Const



Description: Get Map Screen Setup
1% [ {5

o 2KA:Ted Command Compound Map Screen Setup Object Reference
PR # Get Map Requisition Points
Pure, Const
i : FREUH EIAESE £ (Map Requisition Points)
LN

e Difficulty

— ZRAY: EnumProperty

1% [ {5

o ZKA: IntProperty
PR# Get Location
Pure, Const
iR« FKEUAL B (Location)
IR [E{E

o KA: TextProperty
K% Get Human Players Num
Pure, Const
A : FRECE At (Human Player) #8147 £ &
iR [EE

o RA: IntProperty
PR %L Get Human Player Slots
Const
i : FRETH B ADLE (Human Player)f#17
L TPN

e Out Slots

— ZEA: Array of Ted Player Slot Structure

1% [BlH

o K7:BoolProperty
K # Get Display Name
Pure, Const
ik : FREUE 7R % FR(Display Name)
1% [BlH

o KA TextProperty
PR # Get Description

Pure, Const



ik : FHE A (Description)
IR [EE
o KA TextProperty
PR %Y Get Definition Collection
Pure, Const
iR InEFEIREGZH B I F Pawn 52 X 4E4 (Pawn Definition Collection)
IR [EE
o 2K#: Smart Data Collection Object Reference
PR Get Campaign Slot Thumbnail
R « S S 3 451 B (Campaign Slot Thumbnail)
IR [E{E
o ZK#: Texture 2D Object Reference
PR % Get Cached World Bounds
Pure, Const
ik s FRELZEAE )1 734 L (Cached World Bounds)
IR E{E
o 2K#:Box Structure
PR%Y Get Briefing
Pure, Const
R IR« SRHUT 5 iR (Briefing)
IR [EE
o KM Ted Briefing Object Reference
PR Get Bot Players Num
Pure, Const
ik : $RH Bot BuRAE A&
IR [E{E
o KA: IntProperty
PR % Get Author

Pure, Const

ik : KEUEE (Author)
iR [ {E

o HKAY: TextProperty
PR %Y Get Amount Of Secondary Objectives
Pure, Const
iR : FREUKE H bR (Secondary Objectives) # &
iR [BE



o KA IntProperty
PR%Y Get Amount Of Main Objectives
Pure, Const
ik : FREF 2 H br(Main Objectives) i &
iR [BE

o KA IntProperty

ZE(Class) TedJukeboxTrackAsset

A 2K: PrimaryDataAsset
Rk« 58 CATTE RUEHL(Jukebox) o 5CElH 1 #3855 SR (BGM) I & SR i H

J& Tk

e Track Title

— ZRAY: TextProperty

— iR 1F Jukebox Gl H AR
e Track Author

— 2KAY: TextProperty

— #iiR: £ Jukebox H BRI #H B AEH
e Sound Track Object

— Z8A: Sound Base Object Reference
— iR R H BEE(Asset).

2% TedModAPI

A 2K: BlueprintFunctionLibrary
ik : Ted Mod API

BRI £
BRE Win Game for Team
IR s fZ I (Team) FRIEEP T MO BT AR) . BRINETIR [ true. # IR O, K
CLE5 B, B FE 25 7 i (Client) T, U AT i 2RI
LN
e In Team ID



— ZRAY: EnumProperty
iR B E
o KA: BoolProperty
¥ Win Game for Player

R : AZI S PERI MR (RN AT A BME) o FDIHR [F] true. #iZBuaK O i,
TR LA I, B 2 ST, U AT RE SR

LIPN
e In PS
— Z8AY: Ted Player State Object Reference
1% [
o K7: BoolProperty
BRI % Spawn Unit
s AR M RAL(Unit) R B TR EBIR . B ER T HiUT R R OFE M NULL.
L TPN
e Definition Id
— J5%Y: Gameplay Tag Structure
— ik ZHAL 2 bR (Definition Tag). 2 Il Config/Tags/DefinitionTags.ini.
e Owner
— ZEA: Ted Player State Object Reference
— R A Z AL F B
e Spawn Transform
— ZKA: Transform
- Rk ARz AIIA E .
iR [ {8
o KM Ted Unit Base Object Reference
BRI # Spawn Structure
IR s ARl NI (Structure) R MR E TR . 4B A R () ICE A2 B, BAE 25 P i
AT FRIMGFR Fl NULL.
LIPN
e Definition Id
— 2K#: Gameplay Tag Structure iZEHMIE X%, 2 Con-
— Hiik: fig/Tags/DefinitionTags.ini.
e Owner
— Z5%Y: Ted Player State Object Reference
— R NAEAIZERITA E .

e Spawn Location



— ZEA: Vector
— R ARG RIALE
iR [ {8
o 2KA: Ted Structure Base Object Reference

Function Send Team Chat Message

Description: {4 B\ fi(Team) IR i 1 K% RGO . WIHLE% P T, A 2415
FITAE I Z TUEC I A 2 TR AR 9 2
Inputs
e In Msg
— Type: StrProperty
— Description: Z K IEMTH S
e In Team
— Type: EnumProperty
— Description: £ I&TH 21 H AR
Function Send Private Chat Message
Description: [f8EF KIE K RGHE . WIRIER P InPhAT, R SRR LI E N 4 23
AT S
Inputs
e In Msg
— Type: StrProperty
— Description: £ &£ 1TH S .
e In Player
— Type: EnumProperty
— Description: ZHIH B HIPIK .
Function Send Chat Message
Description: [\l K& N KIE—KRZGHE . WRER P uHAT, R 2SI IAHE .
Inputs
e In Msg
— Type: StrProperty
— Description: £ &%) S .
Function Jukebox Set Paused
Description: #1781k 5 21T Jukebox(PEAL)FEI I H o (LBRZE 7 im el A (SPY) R
Inputs
e Pause
— Type: BoolProperty

Function Jukebox Fade Out



Description: 7% H 417 IEEE T Jukebox H H (R . AN PR %P i Ek HE N (SP)AR R .
Inputs
e Fade Time
— Type: FloatProperty
Function Jukebox Enable Mission Tracks

Description: % & Jukebox i F{E45 % 4 #h H (TedMapInfo #f#] MapSoundTracks). /4
A A FA A AR 2 i e N (SPYRRE .
Inputs
e Enable
— Type: BoolProperty
Function Is Valid Player
Pure
Description: #1535 5E 1) Player ID X N— MG Bt RK (WL A ELE ) WR [A] true.
Inputs
e In Player ID
— Type: EnumProperty
Return value
o Type: BoolProperty
Function Is Valid Ground Location for Unit
Pure
Description: 415 Location(fiz &) %] I ST M % (Navmesh) 25 5 BAL(Unit) vf Lk 37 1) £, 0
iR [A] true. W Extent2D A o, M# FiZ B 245 E N Recast 20 (76
Inputs
e Unit
— Type: Ted Unit Base Object Reference
e Location
— Type: Vector 2D Structure
e Extent 2D
— Type: FloatProperty
Return value
o Type: BoolProperty
Function Is Valid Ground Location
Pure
Description: U125 7€ 1) —4EAFRNT N F M (Navmesh) 1 —AN 2805, MR [F true.
LIPN

e Location



— 2KA: Vector 2D Structure
— IR s LRI R ) " EARAR
e Filter Class
— KA Navigation Query Filter Class Reference
— Wk nTE R FATE I JESS(Navigation Query Filter).
e Extent 2D
— KA FloatProperty
— ik : Recast #rif)yi[Hl (extents).
e Override Target Nav
— J5%Y: Recast Nav Mesh Object Reference
— IR AR ER A, 48 7 2 A ST A% (Navmesh) .
iR [BE
o KA: BoolProperty
PR#Y Issue Command by Type
R 71— Pawn KRS (XRIRSS 25 am s HL(SP) R .
LIPN
e Command Pawn
— Z8%AY: Ted Pawn Object Reference
— iR TR RS H AR Pawn.
e Command Type
— KA Gameplay Tag Structure
— HER: ZIEALAXT N GameplayTag.
Target Actor
— Z8AY: Actor Object Reference
— i EESUHER H AR Actor; A5 ANTE 2 H bx Actor, )24 NULL.
Target Location
— KA Vector
— IR EWGAERT FARALE AT H bR AR N,

Exec Mode

— 2KA: EnumProperty
— R FRAPITEA.
1% [B] {5
o KA. BoolProperty
o HIR: B ATHRBATECHBIRNBAT NN true, 75 M)A false.
PR %l Issue Batch Command by Type
iR : 12 Pawn KRS . AXUBRIRS 2% B HL(SPY K.



LN
e Command Pawns
— KA Array of Actor Object Reference
— HR: TR IR HAR Pawn 55
e Command Type
— 2K Gameplay Tag Structure
— WA ZIEA SN R GameplayTag.
e Target Actor
— J8%AY: Actor Object Reference
— i EESUHER H AR Actor; A ANTE B Hbx Actor, )4 NULL.
Target Location
— 2KA: Vector
— iR ERGUER H AR B AT B AR, W E .

e Exec Mode

- ?Sﬁﬂ:EnumProperty
- Hk: R PITEEA.
iR [EE
o K7: BoolProperty
o HiR: 25 EDH A Pawn HHIAHATTR BB BT, NN true, H A false.
BR% Is Skirmish
4l ik # (Pure)
FIR s 7 404 TN (skirmish) ek 4, R [A] true.
iR [EE
o K7: BoolProperty
PR#L Is Multiplayer
4 % #(Pure)
IR 2 UETAET 2 Nk, iR ] true.
iR [EE
o KA BoolProperty

BR# Is Location Visible for Player

2 f i (Pure)
b [ R A DA RO ETE S
LIPN
e In Location
— KA Vector

e In PS



— Z5%Y: Ted Player State Object Reference
IR E{E
o KA: BoolProperty
B Is Loading Saved Game
4fi i 1 (Pure)

iR s a0 B FT ELE AR R [A] true. {XAE BeginPlay 2 5 AT IR (AT AE T 2 — ) 4 fig
1B TAE

iR [EE

o K7: BoolProperty
PR# Is Jukebox Paused
4 % H(Pure)
iR s Wi SPENL(Jukebox) M HTAL T IR MR ] true. (XPRZ - unE PSP .
iR [EE

o K7:BoolProperty
BRA¥ Is Inside World Bounds
4l ik % (Pure)
ik : 404 WorldLocation 7T F5 i€ tH 5t 1114 FAE(bounding box) 4 IR [A] true .
LN

e World Location

— KAY: Vector

iR [EE

o K7:BoolProperty
PRA%L Is Executing Command Of Type

4 K H (Pure)
iR K& EA Pawn MF1E SAERITIEER G2,
TP

e Command Pawn
— ZEA: Ted Pawn Object Reference
— HIR: B H AT Pawn.
e Command Type
— J5%Y: Gameplay Tag Structure
— iR %A AN GameplayTag.
iR [ {E
o K7:BoolProperty
o HIR: A2 CIFEHATERC I BAZIN g true, A false.
% Is Executing Any Command



4l i ¥ (Pure)
iR : K7 CommandPawn 4712 5 EEHIT R4 -
L TPN

e Command Pawn

— Z8AY: Ted Pawn Object Reference

iR [El

o KA BoolProperty
¥ Is Command Type Supported

41 i 1 (Pure)
iR : K& CommandPawn & 75 AEHATHE € CommandType 14 .
LT

e Command Pawn
— ZEAY: Ted Pawn Object Reference
e Command Type
— KA. Gameplay Tag Structure
1% [ &
o K7: BoolProperty
PR % Get World Bounds
4 % H(Pure)
R« R A4 @ 710 FHE(bounding box) .
1% [
o K7:Box Structure
PR % Get Ted Player State by Player ID
4l 5k 1 (Pure)
ik : iz [Fl4E %€ Player ID X[ TedPlayerState.
LIPN
e In Player ID
— 2RA: EnumProperty
iR [ {E
o 2KA: Ted Player State Object Reference
PR# Get Ted Player Data by Player ID
4l i 1 (Pure)

HiiR : R [FlFE € Player ID %5 () TedPlayerData. XfTJEAMITSR FE% i Al GEAS 0] FH R
[,

TP

e In Player ID



- KA. EnumProperty
IR [E{E
o 2KM:Ted Player Data Object Reference
BRI # Get Ted Player Controller by Player ID
4fi i 1 (Pure)
ik : IR[FlF8 & Player ID X1 1) TedPlayerController .
TP
e Player ID
— ZRAY: EnumProperty
1R [E{E
o 2K%: Ted Player Controller Object Reference
BRi % Get Ted Game Mode
4t pf ¥ (Pure)
HiR : R[4 FT ) GameMode(i kAR ) Actor. {XAERSS 24 ek, Skirmish £ TG %%, B %
i %A GameMode Actor.
AN
o 2K#:Ted Game Mode Base Object Reference
B % Get Pawns in Range
iR s B4R I LLEESE Location JyHf.0r. Radius G N KA Pawn(r] @it 7]k Filter i
1TTiIE) o
LU
e Out Pawns
— KA Array of Ted Pawn Object Reference
— fR: HTAFR ARSI Pawn %
e Location
— 2KA: Vector
— H#iik: 78 (Location).
e Radius
— ZRAY: FloatProperty
— F#iiR: Pl Location Jythtr. % Pawn K242 (Radius).
e Filter
— 2KA: Ted Utils Pawn Filter Structure
— FIR: WA B Pawn FEAT L.
BR# Get Local Ted Player State
4l i $ (Pure)
R : IR [FIAHBLZK [ TedPlayerState.



iR B8
o 2K#:Ted Player State Object Reference
PR % Get Ground Location Area Class
4 % (Pure)
iR : IR [F 56 2D ARx] M) NavArea(‘Si X $5) 2.
LD
e Location
— 2KAY: Vector 2D Structure
— R RSB 1 2D AsR.
e Override Target Nav
— ZEAY: Recast Nav Mesh Object Reference
— R I HAE BRI SR (Navmesh), 45 & 28 1) S AR
iR [ {E
o KA:Nav Area Class Reference
PR % Get Ground Location
4l ik % (Pure)
IR : A£ SRR (Navmesh) b EHR SHLAHLEK) 2D AESRXT I 3D £
LD
e Location
— 2KAY: Vector 2D Structure
— iR BB B 2D AlbR.
e Override Target Nav
— Z5%Y: Recast Nav Mesh Object Reference
— VLB AN R ER A, BT AR AU (Navmesh) .
e Extent 2D
— KA FloatProperty
— PiBH: Recast & if{EH (extents).
iR [B{E
o KA Vector
BRi % Get Current Command Type
4 % H(Pure)

Vi BA s iz 7] CommandPawn 477 IEFEHAT (I 2 IR AR 25 (type tag), 47 TG a2 MR [1]

LTPN
e Command Pawn

— Z8%AY: Ted Pawn Object Reference
IR [EE

7

o

b

o
v

o



o KM Gameplay Tag Structure

PR # Get Current Command Target Location

4l i 1 (Pure)
PiBA: IR [A] CommandPawn 24 # IEEPAT a2 1 H b A7 B, 2 T0 a2 R [9] 2 a5
A

e Command Pawn
— J5%Y: Ted Pawn Object Reference
1% [Bl {5
o K%:Vector 2D Structure
PR%Y Get Current Command Target Actor
4t pf ¥ (Pure)
BB : iz [F] CommandPawn {7 IE/EHAT A2 H bx Actor(3 53X %), 45 o 2 MR [A] NULL.
TP
e Command Pawn
— Z5%Y: Ted Pawn Object Reference
1% [B] {5
o KM Actor Object Reference
PR#Y Find Valid Ground Location
4fi pf L (Pure)
LB 2 A 5 B (snap) B3 kA (Navmesh) b A B o 2 N [F] true.
TN
e Location
— ZKA: Vector
— VRBH s TR A
e Filter Class
— KM Navigation Query Filter Class Reference
— VABA: ATIEM) SAE L JE 28 (navigation query filter).
e Extent 2D
— ZEA: FloatProperty
— PiBH: Recast & ifyEHl (extents).
e Override Target Nav
— ZKAY: Recast Nav Mesh Object Reference
— Ui B A FH B UMEL, B A A AN S b (Navmesh) o
1% [B] {5
o KA. BoolProperty
PR % Defeat Team



U482 14\ (Team) BT BE5 4 M. #5INNLETE true. #2F0H CIAIR. HPRT 4%
B % P v (clientside) AT, AT BESR I
A
e In Team ID
— ZRAY: EnumProperty
iR [B{E
o 2K7: BoolProperty
PR Defeat Player
OB BRI IR R true. FIZITR ORI, Wk CLER 45 PR, B & 7 i
(clientside) AT, I AT BE U
LD
e In PS
— ZEAY: Ted Player State Object Reference
iR EME
o KA BoolProperty
PR # Deal Radial Damage
Yo B X 4RE JEL R (Origin) 45 7€ 12 (Radius) JE Fl N U TH Pawn(F]ild ATk Filter #E4T7ii%)
IR H . A PRS2 i (Server-side) B A (SP) B

LD
e Origin
— KA Vector
— ik i EERR(Damage Sphere) 7 14
e Params

— ZX#Y: Radial Damage Params Structure
— ik 5 (Radial Damage) Z%.

e Damage Type Class
— Z8%Y: Ted Damage Type Class Reference
— IR G E R

e Damage Causer
— Z8AY: Actor Object Reference
— R G EM Actor.

e Filter
— Z8%AY: Ted Utils Pawn Filter Structure
— FIR: BEXIRLE Pawn iR

iR [E
o KA Array of Ted Pawn Object Reference
o $IR: PR B E N Pawn F1K.



PR ¥ Damage Pawn
iR : xHEE Pawn ERAGE o PR AR 5 &8 i i L
LIPN
e In Pawn
— Z8AY: Ted Pawn Object Reference
— $: EERH Y Pawn.

In Amount

— ZRA: FloatProperty
— Hb: U E .

In Damage Class

— Z8%AY: Ted Damage Type Class Reference
— R TG R R

In Damage Causer

— ZEAY: Actor Object Reference
— R E RO FH 1 Actor .
Apply Full Damage to Pawns in Container

— ZKAY: BoolProperty
— FR: FURENE X InPawn AL E T Pawn(W1THE )it B 3, ZBE 25 2R T bt
PEIN o
iR [EE
o 2K#: FloatProperty
o FHIR: SEFRXTZ Pawn i AT FHEUE .
PR Clear Command Queue
iR : 77 CommandPawn FIFEABAS . AR S5 i al i AR
LTPN
e Command Pawn
— Z8%AY: Ted Pawn Object Reference
BR# Capture Structure
IR : TFAR & 8t E W SR (Structure) . AR RS 2 m BB AR DI IR [A] true. % 5T
TIFABAR TE DU o5 A0, BAE 2 P AT, U R
TN
e Target
— Z8%Y: Ted Structure Base Object Reference
— R B H R EH(Structure) .
e Instigator
— ZEAY: Actor Object Reference
— HR: Kok 5 Actor(Bl—N AT



e New Owner
— ZEAY: Ted Player State Object Reference
— R IEAE AU ERI TR .
e Force Instant Capture
— ZXAY: BoolProperty
— IR BRI SR A, 1 U A AL
iR [BE
o KA. BoolProperty
PR%Y Can Execute Command by Type
Rk KBS T K Pawn S22 5 A DLBAT 45 7€ 1 dr 228 L.
LIPN
e Command Pawn
— 2KA: Ted Pawn Object Reference
— R ER AL A2 Pawn.
e Command Type
— 2K Gameplay Tag Structure
— WA Zar 424 GameplayTag.
e Target Actor
— J8%Y: Actor Object Reference
— HIR: EHRIAK H AR Actor(8 51), 4 A7 2 H A% Actor NlIJH NULL.
e Target Location
— 2KA: Vector
— HR: BRI H AR E, A AT B bR RN .
iR [B{E
o 2K#: BoolProperty
o HIR: #1% Pawn ] LIHAT %A 2N true, A false.
PR %Y Can Execute Batch Command by Type
R : AL ER LA Pawn HUR G AER DA AT 2 R R4 .
LD
e Command Pawns
— Z8AY: Array of Actor Object Reference
— IR AL ALK Z A Pawn.
e Command Type
— KA Gameplay Tag Structure
— WA ZAr 424 GameplayTag.
e Target Actor



— J8%Y: Actor Object Reference
— $IR: 4 H Y H bR Actor, £ AT H AR Actor Iy NULL.
e Target Location
— KA Vector
— Rk BRI H AR B A AT B RN E.
i [EE
o ZR7Y: BoolProperty
o HiR: FIX L Pawn H1E /D A0 AT %A 2 WA true, 75 ) false.
PR3 Cancel Current Command
fiik: # CommandPawn 41T IEFEPATIEA 672, WHUGH % 2. ABRIR S 48 umE AL(SP).
LN
e Command Pawn

— 2KA: Ted Pawn Object Reference

%’é TedNavMesh

A2 2K: RecastNavMesh
ik : Ted ST (Nav Mesh)

J&
e Debug Log Tile Info
— kA BoolProperty
— #ik: id 7T DebugLogTileCoordinate A44RAb I SR FIFE 43 Hi(nav tile) EdiE (LA
"NavSmooth:' S84 T 1 JE)
e Debug Log Tile Coordinate
— ZBA: Int Vector Structure
— IR TR 1 SRS 7 B Al b
e Debug Log Detail Triangles
— kA BoolProperty
— IR JH F SRR 2 B = A TR RO Y H Sl
e Debug Show Tree Node Bounds
— 2KAY: BoolProperty
— Description: 5 I FL A #415 fU TR B R
e Enable Smoothing
— Type: BoolProperty
— Description: i H S/ (Navmesh) 15 12 5



e Tile Coordinate
— Type: Int Vector Structure
— Description: TP I AEFR(F TileCoordDelta < o, W% Z(J2)id E)
e Tile Coord Delta
— Type: IntProperty
— Description: >= 07 TileCoordinate £ Delta 5[ N I FTH FLH ;< o i FTE &
FLEL Y
e Min Height
— Type: FloatProperty
— Description: 1/ J5 LA B ITA TR0 T+ 2 1% i/ s B
e Simplify Vertices Delta
— Type: IntProperty
— Description: A [F] 5T ) Delta V- /& FFCRAH AR LA AR T A/ IR o4
k)
e Num Tile Smoothing Iterations
— Type: IntProperty
— Description: “F-#f FL v 778 3 T s kA IR EL
e Num Vertices Smoothing Iterations
— Type: IntProperty
— Description: “T*#f TL v 77 8 N A A A IR EL

Class TedNavPylon

Parent class: Actor
Description: Ted S/ji{5#5(Ted Nav Pylon)
Properties

e Billboard Component
— Type: Billboard Component Object Reference

Class TedPawnSpawner

Parent class: Actor

— AT ERCE M AL (Pawn)(WEAAT . #2571, Description: #i%5) 1) 547 Actor. 75
B8 1% Pawn 115 E(Blueprint)2&. # ZACE A FRALE K Pawn, 5 {H H



TedPawnSpawner_Generic.

Properties

e On Spawned Pawn Event
— Type: MulticastInlineDelegateProperty
— Description: &4 H/E a3 (Spawner) 4 il—> Pawn Bl & =44
e Pawn Class
— Type: Class Object Reference
— Description: %4 #2242 i) Pawn Jrtt B (1% Bl (Blueprint) 25 .
e Static Mesh Comp
— Type: Static Mesh Component Object Reference
— Description: iM% A (Mesh).
e Initial Upgrade Flags
— Type: EnumProperty
— Description: #5i% & 5, Pawn W 7E % T 4RI 37BN T2
e Pawn Owner
— Type: EnumProperty
— Description: 1% Pawn ¥ JHJ& T MIus . $57fEE (Neutral Conformations, B 137
##31/Neutral Structures) \J# rA bu K H 4. #oot(Hostile)Pawn XA Ao
e Activator Is Owner
— 2KAY: BoolProperty
— R I E IR 2 Pawn Owner JETE,H% 14 E BT Pawn 73 FC45 16 A\ Spawn BR%L
B . 168 A ) Pawn 752553 Bt 4 Pawn Owner
e Auto Spawn
— kA BoolProperty
— Rk 2 E I A RS (spawner) ¥ #E BeginPlay I Al .

BRI Spawn
ik : fil k%L s (spawner) . #5 bAutoSpawn CFF )&, 25 7E BeginPlay Ff H 21047 -
LN
e In Activator
— 2RA: EnumProperty
— $RR AR AR B, A AN B S K A None. 9 None {5 H
PawnOwner.
PR#Y Set Pawn Owner
ik s B Gz 5 #e i PawnOwner J& . InID 2470245 %41 PlayerID. Neutral & Hostile.



LIPN
e In ID
— KA EnumProperty

PR # Set Pawn Class

ik s 0%k i 2e 1 PawnClass J& 1. InClass 224 241 TedPawn 25,

LD

e In Class

— 2K#: Ted Pawn Class Reference

K% Get Pawn
4 5 ¥ (Pure), ¥ & (Const)
PR ¢ IR 0] 2 A s T AR ) Pawn(WERAT)
iR [ {E

o 2K#:Ted Pawn Object Reference

2K TedPawnSpawner_Generic

X 2K: TedPawnSpawner

iR —MHT MK ESCE Pawn (A7, BT
X ID(FREE)KILEFEZ L BT Pawn.,

J&

e On Spawned All Pawns Event

. WS A4 Actor(actor). {84 Pawn [)5E

— KA MulticastInlineDelegateProperty

— Hik: fEFTH Pawn #4 R SEEE S AR

e Pawn Definition Id

— J87Y: Gameplay Tag Structure

— IR s A AR U Pawn (A BT 5 SUARAE

e Pawn Count
— KA IntProperty
— R BAEKK Pawn R (RN 1).
BRI

PR Set Pawn Definition Id

R ¢ o %k S A R ) Pawn ff) DefinitionId (LA & Class).

TP



e In Def Id
— 2K Gameplay Tag Structure
PR # Set Pawn Count

iR s sz 2R PawnCount J& 7. InNewCount 2% /D A 1.

LTI
e In New Count
— ZRA: IntProperty
PR%Y Get Pawns
4 i $ (Pure). % & (Const)

ik s 3 [ A g (Spawner) A BT A SRt (Pawn) (A .

iR [B{E

o KA Array of Ted Pawn Object Reference

K TedPawnSpawner_Structure

R 2: TedPawnSpawner_Generic

iR FT7EH L E 2 34 (Structure) 1 A5 47 Actor .

J& Tk
e Structure Alignment
- KA. EnumProperty
— HIR: A SRR T [ T A
e Structure Grid Size
— 2KA: Int Point Structure
— HR: HEFWILE R F0(Grid Cel) IR
e Grid Pivot Offset Location
— KA Vector
— TR IR R RS

x TedPawnSpawner_Bridge

A 2K: TedPawnSpawner_Structure

ks I TEs ) EISCE AME R Wl BT 5 A7 Actor.

%

B E 1SR

I l/‘ﬁ

K (Blueprint)



J& T
e Activation Point 1
— KA Vector
— R R B, U TR (Engineer) # FRIRMIE R J2 £ B S Ak
e Activation Point 2
— KA Vector
— R MRS —um AL B, 2 TR AR IR I A2 BRI 22 B B e AL .
e Start Destroyed
— kA BoolProperty
— IR« A BLE I B A CHE S RS B
Destroyed Mesh

— Z8AY: Static Mesh Object Reference

— #iR: 24 bStartDestroyed % % B I 7 [ U PR 4 (Mesh) .
¢ Repaired Mesh

— ZEAY: Static Mesh Object Reference

— ik : 24 bStartDestroyed 7 i FH s 27~ 1 700 X A4

K TedPawnContainerComponent

AL 2K: ActorComponent

ik s 1ZA 1 (Component)(— AN EFHEEWAE B B N 3AF AR S Fh, 5 F 135 % i (Garrison) .
iz # A (Carrier) F7 5% .

B 3
BRi % Unload Pawns
PR« KR E B SN s T EN B (MR BN TFER S M) o (PR S5 # di mle F AASE A
LIPN
e Pawns
— ZBAY: Array of Ted Pawn Object Reference
e Location
— 2KA: Vector 2D Structure
— MR EHJ SMIE A E .
* Yaw
— ZRAY: FloatProperty
— R s EEE SR [ ) 75 T



¢ Force
— 2KAY: BoolProperty
— R AL E LI R A CIE NS SE Location, th 2 3 il #1 %% .
PR# Set Number Of Slots
Description: W& 27 & 1] AN S ih(Pawn) Bk . AR ARSS &dim o s AR
Inputs
e New Slots
— Type: IntProperty
Function Request Store Pawns

Description: 24104 £ N A (Pawn) fE AN A% WSR2 RIEN— AR [F] true, 75 3R [4]
false(f5il 7545 CLH) -

Inputs

e In Pawns

— Type: Array of Ted Pawn Object Reference

Return value

o Type: BoolProperty
Function Request Store Pawn
Description: 280545 € 1M (Pawn) AN o . IR [A] true, KRIMGR [H] false(f51 407525 £
) o
Inputs

e In Pawn

— Type: Ted Pawn Object Reference

Return value

o Type: BoolProperty
Function Request Respawn Pawns
Description: i 3K HH4: Lo fi(Pawn)
Return value

o Type: BoolProperty
Function Is Full
Pure, Const
Description: {151Z 7558 %A 2 &AL IR [ true.
Return value

o Type: BoolProperty
Function Is Empty

Pure, Const
Description: W15 1Z7 %% N AL fefh(Pawn),iZ[F] true.



Return value

o Type: BoolProperty
Function Has Pawns in Container
Pure, Const
Description: {131Z5 8 4 a7 A L E LR (Pawn),iR [F] true.
Return value

e Type: BoolProperty
Function Get Stored Pawns
Pure, Const
Description: i& [0 4§ 7E 1Z 5 28 BT S fh(Pawn) .
Return value

o Type: Array of Ted Pawn Object Reference
Function Get Number Of Slots
Pure, Const
Description: iR [2[1% %5 2% 1] {74 () Se M (Pawn) # & .
Return value

o Type: IntProperty
Function Get Number Of Free Slots
Pure, Const
Description: iR [F1Z 7545 HH R 125 R A AL £ =
Return value

o Type: IntProperty
Function Force Unload All Pawns
Description: 3% A8 TAEAHII A Sofh(Pawn) . AW BR AR 5525 b 2 A 3
Function Destroy Stored Pawns
Description: 5404 HIfEEEIX 2 & T 1T Sefh(Pawn).
Inputs

e Damage Type

— Type: Ted Damage Type Class Reference
— Description: A T e 111455 22 (Damage Type).

Function Can Units Fire from Inside
Pure, Const
Description: 415 SV ELA 72548 P EEE T B, iR [B] true.
1% [B] {5

o KA: BoolProperty

P # Can Store Pawn



R R A2 A T T LA ANTR E 1t AL (Pawn) .

e In Pawn
— ZEA: Ted Pawn Object Reference
iR [ {E
o KA BoolProperty
PR ¥ Can Attack
Zim %, HE
IR s R AV LR A A8 A B, B 2=/ — AN AL SE A R A T G s, iR (]

true.
iR [BE
o ZKA: BoolProperty

2K TedPlayerCameraComponent

A J&: CameraComponent
iR : Ted BLEAHL4114(Ted Player Camera Component)

J&
e Fixed Camera Yaw
— ZRA: FloatProperty
e Camera Pitch Range
— 2KA: Vector 2D Structure
¢ Min Camera Offset
— ZKA: FloatProperty
e Max Camera Offset
— KA FloatProperty
e Camera Starting Zoom Pct
— KA FloatProperty
e Camera Zoom Step
— ZRA: FloatProperty
e Camera Zoom Rate
— KA FloatProperty

e Camera Zoom Iterp Speed



— ZRA: FloatProperty
e Camera Rotation Speed
— ZRAY: FloatProperty
e Camera Free Look Speed
— 2KAM: FloatProperty
e Camera Border Panning Speed
— KA FloatProperty
e Camera Panning Speed Zoomed in Pct
— 2KA: FloatProperty
e Camera Active Border
— ZRAY: IntProperty
e Bounds Limit
— 2KA: FloatProperty
e End Game Interp Time
— 2K FloatProperty
e End Game Lock Time
— ZRAY: FloatProperty
e Allow for Diagonal Camera Border Panning

— 2KA: BoolProperty

2K TedPlayerControllerBase

2K PlayerController
b : Ted Brx iz #:3E35(Ted Player Controller Base)

J&
e Input Mapping Contexts
— KA Array of Input Mapping Context Configuration Structure
— ik A\ s/E(Input Action) it & .
e Input Action Mappings
— Z8AY: Map of NameProperty to Input Action Options Structure
— R H\ALFE 23 (Handler).

2K TedPlayerController



A 2K: TedPlayerControllerBase
iR : Ted Brx % #%(Ted Player Controller)

BR
PR%L Is Spectator
MRBHEE
3R 0 DB AN AL (Spectator) S G IR I BL AR 32 ] true.
iR [EE
o 2K7: BoolProperty
PR Is Only ASpectator
ARH,EE
iR s A0S LLALR# (Spectator) B3 IR BT SR [H] true, S MR BT 5KIR ] false.
iR [EE
o K7:BoolProperty
PR ¥ Get Player ID
Pure, Const
iR : IR [EZET S PlayerID.
IR [EE
o KA: EnumProperty
K # Get Player Faction
Pure, Const
iR : IR [FZITFK IR E (faction) .
iR [EE
o KA EnumProperty
PR%Y Get Player Data
Pure, Const
R : R [F1iZIL K TedPlayerData.
i [EE
o 2KM:Ted Player Data Object Reference

2K TedPlayerMovementComponent

AL J: PawnMovementComponent

ik : Ted BuE# 341 F(Movement Component)



J& 1
e Ignore Time Dilation
— 2KA: BoolProperty
e Default Max Speed
— 2KAM: FloatProperty
e Adjust to Floor
— 2KA: BoolProperty
¢ Floor Trace Range
— 2KA: Vector 2D Structure
¢ Floor Sweep Range
— ZEA: Vector 2D Structure
¢ Floor Sweep Radius
— 2RAM: FloatProperty
¢ Floor Trace Channel
— KA ByteProperty
¢ Adjustment to Floor Interp Speed
— KA FloatProperty

2K TedPlayerPawn

A2 2K: Pawn
18 : Ted Bt Pawn(Player Pawn)

J&
e Player Movement Component
— Z8%Y: Ted Player Movement Component Object Reference
e Player Camera Component

— ZEAY: Ted Player Camera Component Object Reference

2K TedPlayerStart

2K PlayerStart
ik : Ted Bus Hi2E fi(Player Start)



J& T
e Snap to Grid
— 2KA: BoolProperty
— R S5 S BB A ORI ) A AR (nav grid).
e Spawn Locations Radius
— KA FloatProperty

— $#1R: f /] ResetSpawnLocations pA%,2E i iA A 47 B (Unit Spawn Locations) ft
IR TE-12

e Unit Spawn Locations

— KA. Array of Vector
— iR AR AL E

PR %I Reset Spawn Locations

R« W s AR AT B B ONERYUIRES, BT LL SpawnLocationsRadius J& 1 T i SRR R
Ao

2K TedPlayerData

A 2: ActorComponent
ks A S RS2 DO R BUAEHE (v A 1502 45) (A 4 (Container) .

J&

On Owned Tags Change

— ZKAY: MulticastInlineDelegateProperty
— IR MZBFERA BRI 14525 (owned tags) I itk .

On Structures Change

— ZKAY: MulticastInlineDelegateProperty
— iR NZETAFER L AR (Structure) B il 42
On Units Change

— KA MulticastInlineDelegateProperty
— IR HZIFORAFECR F A RAL(Unit) ik .
¢ On Unlocked Upgrades Change
— KA MulticastInlineDelegateProperty
— R NZIE IR IR B — T (Upgrade) B fil % »

e On Researched Doctrines Change



— ZKAY: MulticastInlineDelegateProperty
— R HIZIFHIH k2 (Doctrine) N Al % o

B
B3l Is Tech Locked
Pure, Const
IR W AZIR S AT E, OV s HA 45 i a2 (Definition Tag) ()4, IR [A] true.
ETPN

e In Tech

— k7. Gameplay Tag Structure

& [EE

o K7: BoolProperty
PR%L Is Intel Relevant
Pure, Const
IR A E R (Inte) W ZET SR SAC(RIMZI K /2 5 T LIRSS ) -
iR [EE

o K7:BoolProperty
BRA¥ Is in Low Power Mode
Pure, Const
i s anFZI R i b TR FER A (Low Power Mode), iR 7] true.
IR [EE

o K7:BoolProperty
PR%Y Is Immune to Low Power
Pure, Const
IR s W FZ BGOSR A g%, W3R [B] true.
IR [EE

o KA: BoolProperty
BR#( Is Human Player Data
Pure, Const
FIR : IR FNZET SR T AR
i [EE

o K7: BoolProperty
B Is Enlightened Relevant
Pure, Const
iR : £ 7 Enlightened X iZ50 5 & S5 AHK(BIZIUEK 2 5 AT L3RS Enlightened).
iR [EE



o KA. BoolProperty
¥ Is Bot Player Data
Pure, Const
R : IR AZ ISR T L A (B4 Neutral XA IR -
iR [BE

o KA: BoolProperty
BR % Has Unit
Pure, Const
ik s KA 2SR B 4 E B AL (Unit) .
TP

e In Unit

— Z8%AY: Ted Unit Base Object Reference

iR [BE

o KA: BoolProperty
BRi % Has Structure
Pure, Const
RIR : A EZI SR SR 45 € W45 4 (Structure) .
LD

e In Structure

— Z8%AY: Ted Structure Base Object Reference

iR [BE

o 2K7: BoolProperty
PR % Has Power Consumption
Pure, Const
R : R AIZHSE B IA RN FER 1 (Power) FIAA .
iR [Bl{E

o K7: BoolProperty
K% Has Power
Pure, Const
IR WAL S AT AT H 8 ) (Power), JUJii R ..
iR [ {E

o KA BoolProperty
¥ Has Owned Units by Definition Id

Const

IR W AAZI TN AT BAT 48 2 € %5 (Definition Tag) ¥ #A7(Unit), IR A1 K .

1PN



e In Tag
— 2K Gameplay Tag Structure
IR [E{E
o K7:BoolProperty
PR % Has Owned Tag
Pure, Const
IR A EIZI S HE R A 48 E PR (Tag) .
LN
e In Tag
— 2K Gameplay Tag Structure
IR [E{E
o KA. BoolProperty
B #( Has Owned Structures by Definition Id
Const
A : W HRAZ I F NG TR A TR € € X335 (Definition Tag) ¥ 5 (Structure), MR [7] 3.
TP
e In Tag
— J5%Y: Gameplay Tag Structure
IR [EE
o KA. BoolProperty
PR3l Has Infinite Resources
Pure, Const
R : W RAZ I T TE R TR CRR 2 AR ), 3 R 3
i [EE
o ZKA: BoolProperty
BRi%l Has Infinite Power
Pure, Const
IR W AZIFAA ToPR B ) (Power), IR [F1 2L
iR [EE
o K7: BoolProperty
PR % Has Enlightened
Pure, Const

# it : Has Enlightened
iR [EE
o K7:BoolProperty



PR# Has Credits
Pure, Const
IR WA FIA AT (Credits), MR A1 K.
iR [Bl{E

o K7: BoolProperty
A% Has Any Owned Tags
Pure, Const
R : KA EE R S i ihra8(Tag) PHUEE — 1.
LIPN

e In Tags

— KA Gameplay Tag Container Structure

iR [ {E

o K7:BoolProperty
PR % Has ALl Owned Tags
Pure, Const
R s KB EE R S P At 4 EhR A5 (Tag) .
LIPN

e In Tags

- KA. Gameplay Tag Container Structure

iR [ {E

o K7:BoolProperty
¥ Get Upcoming Population
Pure, Const
R IR ANZ DA S8 R T AR BHE T WA A, A H (Population) RN £ .
iR B E

o KA IntProperty
B3 Get Unused Power
4 i 1 (Pure). % & (Const)
Ui B IR [P BL S Y HITF R 1) 25 N HE 7T (power) .
iR [BE

o KA IntProperty
PR% Get Starting Veterancy
4 % ¥ (Pure). # & (Const)
Ui B s IR [FHZ LR AR 4 50 55 2 (veterancy) -
iR B8

o K7: EnumProperty



PR Get Spare Population
4 i $ (Pure). % & (Const)
VLB« IR BZ TSR 42 1025 RN 1 (population) FE A £ & .
LN
e In Ignore Upcoming Population
— Z8%Y: BoolProperty
— VLA R B IR AN RS R AR ) N T (R S B IR AR g P ) B S5 P N D) o
e Use Always Count Population
— ZKAY: BoolProperty
— i B A E I K49\ AlwaysCountToUpcomingPopula- tionSources 157,
& [EE
o KA IntProperty
PR % Get Power Consumption
4 i $ (Pure). % & (Const)
VLB IR BZICE A 1 Pawn 2417 IEETHFER H /1 (power) Bl & .
iR [EE
o KA. IntProperty
PR % Get Power
4 i $ (Pure). % & (Const)
VLB 2 IR AZ DTS B A 1) L /1 (power) /L & o
IR [EE
o KA: IntProperty
PR#Y Get Population Cap
4 i 1 (Pure). % & (Const)
LB s iR A% B x 19 H _EBR (population cap), RIZBL S [FI 5 22 al #1145 1 A7 B0E .
iR [EE
o KA IntProperty
PR # Get Population
4 i 1 (Pure). % & (Const)
Yo« ZDeE 24 a1 2 A A9 A H (population).
i [EE
o ZKAM: IntProperty
PR Get Player Name
4l ik 1 (Pure). % & (Const)
Ut B s IR [EZ I IRAR o
iR [EE



o RAY: TextProperty
K # Get Owning Player State
4 i 1 (Pure). % & (Const)
Vi BH: iR [A1414 It TedPlayerData ff] TedPlayerState .
iR [EE
o KM Ted Player State Object Reference
PR%Y Get Owned Units by Tags
# B (Const)
i B R ENZICFIA I A 4 e AT —hnaE (tag) TR A7,
LTI
e In Tags
— ZJ8%Y: Gameplay Tag Container Structure
e Out Units
— ZEA: Array of Ted Unit Base Object Reference
IR [EE
o KA BoolProperty
PR % Get Owned Units by Tag

& (Const)
Yo B R ENZEFHNA R A 4 bR (tag) T B4
LN

e In Tag

— 2K Gameplay Tag Structure
e Out Units
— Z’AY: Array of Ted Unit Base Object Reference
i [A]
o K7: BoolProperty
PR Get Owned Units by Definition Id
# & (Const)
IR s IR ENZICFANG AT HAT 455 € b4 (Definition Tag) i #447(Unit).
LIPN
e In Tag
— 2K Gameplay Tag Structure
e Out Units
— KA Array of Ted Unit Base Object Reference
iR [ {8
o ZKA: BoolProperty



PR %L Get Owned Units
# B (Const)
IR s IR EHZI AN (T $AL(Unit) .
LIPN
e Out Units
— Z’AY: Array of Ted Unit Base Object Reference
i [A]
o KA BoolProperty
K% Get Owned Unit by Tag
# & (Const)
IR s IR EHZICFANA 10 BAT 45 € bR %5 (Tag) 95— AN HAL(Unit) .
LIPN
e In Tag
— KA Gameplay Tag Structure
1% [ {5
o 2K#: Ted Unit Base Object Reference

PRA# Get Owned Super Weapons

# & (Const)
F IR : IR X FAA (1T X % (Super Weapon).
LN

e Out Super Weapons
— Z8AY: Array of Ted Structure Base Object Reference
iR [El B
o KA BoolProperty
PR % Get Owned Structures by Tags
% & (Const)
FIR 2 IR EHZICFAA 10 BAT 45 e b (Tag) PATE — T &4(Structure) .
LIPN
e In Tags
- %ﬂ:Gameplay Tag Container Structure
e Out Structures
— KA Array of Ted Structure Base Object Reference
iR [BE
o KM BoolProperty
PR % Get Owned Structures by Tag

# B (Const)



ik : IR FNZITE A B 44 e b2 (Tag) T 25 (Structure) »
L TPN
e In Tag
— J5%Y: Gameplay Tag Structure
e Out Structures
— KA Array of Ted Structure Base Object Reference
1% [ {5
o K7:BoolProperty
PR % Get Owned Structures by Definition Id
# & (Const)
iR IR ZITEIAA T B 4 5 2 X hr%(Definition Tag) 17 35 (Structure).
LIPN
e In Tag
— 2K Gameplay Tag Structure
e Out Structures
— ZKRA: Array of Ted Structure Base Object Reference
iR [ {8
o 2K#: BoolProperty

P # Get Owned Structures

# B (Const)
iR IR BZICEINA FTA 2 31(Structure) .
LD

e Out Structures
— KA Array of Ted Structure Base Object Reference
i [A]
o KA BoolProperty
PR % Get Owned Structure by Tag
Const
VLB IRENZIIEIAE . 7 A T8 bR RS — NS (structure) .
LIPN
e In Tag
— KA Gameplay Tag Structure
i [A]
o 2KA: Ted Structure Base Object Reference
R Get Intel

Pure, Const



Ui B s SRHEUE i (Intel)
i [EE

o KA IntProperty
PR % Get Enlightened
Pure, Const
P B : 3KE Enlightened %({H
& [EE

o KA: IntProperty
PR% Get Credits Pct
Pure, Const
Ui B s IR A BT SAE H s (credits) £ 1 7839 LU (5 A /48 F i 1 BR) .
iR [EE

o K7: FloatProperty
PR ¥ Get Credits Cap
Pure, Const
Ui B s FREUE FH i PR (Credits Cap)
IR [EE

o KA: IntProperty
PR Get Credits
Pure, Const
Vi BH : FRHUE H £5(Credits)
IR [EE

o KA IntProperty
PR % Are Doctrines Enabled
Pure, Const
P68 s R %I 28 A doctrines(Zi4%), i 9] true.
i [EE

o 2K7: BoolProperty
PR %Y Add Power Consumption
Authority Only
VB s NIZBCFK I HL 7 #E(power consumption) 41— MUl . AN PR AR 55 28 i a2\ T %% -
LN

e In Value

— KA IntProperty

PR %L Add Power
Authority Only



LB : NZBLFK K 177 B (power production) ¥ in—MNE{E . 1V PR ARSS 2% o i A IRk -
TP
e In Value
- KA. IntProperty
B % Add Intel
Authority Only
Yo B NIZIe R I R (inte) M — M EUE . AR R S5 di el 5 AT
TP
e In Value
- KA. IntProperty
B #( Add Enlightened
Authority Only
BB : JyiZBrx ) Enlightened o hn— M ufE. APRIR S &5 L K .
TP
e In Value
- KA. IntProperty
PR # Add Credits Cap
Authority Only
Yo B2 Dy B M5 R B BRI — D EUfE . APRIR 5% & B IR -
TP
e In Value
- KA. IntProperty
B¥ Add Credits
Authority Only
Yo s IZBC S S F R — DB APRAR 55 253 B 3 %K o
TP
e In Value
— KA IntProperty
e In Overflow

— 2K#Y: BoolProperty
— WA VR 2 IR (credits cap).

2K TedPlayerState

A 2K: TedPlayerStateBase



iR : Ted HLF R4 (Player State)

PR Is Winner
4 o5 ¥ (Pure), % & (Const)
AR : R LR O 4 W Bz B 5 IR, R [H] true.
IR [E{E
o KA BoolProperty
PR# Is Surrendered
4 5 B (Pure), ¥ & (Const)
R s WS RAE S AT HLFE R AR, R ] true
IR [E{E
o 8% BoolProperty
BR#( Is Defeated Spectator
4l i 1 (Pure), % & (Const)
R W AAZIC R O O RE 5 AR LR EL 3R, R [F] true.
iR [EE
o KA BoolProperty
PR3l Is Defeated or Has Surrendered
4 5 B (Pure), % & (Const)
FEIR s W FZ P AL AT H A O e R R, R ] true
i [E{E
o K7: BoolProperty
PR% Is Defeated
4l i 1 (Pure), ¥ & (Const)
R« AL IR AE T e O U R ] true.
iR [EE
o K7: BoolProperty
PR Get Ted Player ID
4 5 ¥ (Pure), % & (Const)
FiR s I [EZFT S PlayerID.
IR [ E
o KA: EnumProperty
PR# Get Team ID
4 5 B (Pure), % £ (Const)
IR 2 IR FZEC S SRR L.



AN
o KA EnumProperty
PR Get Player Faction
4 b5 ¥ (Pure), % & (Const)
FIR s IR [EIZET S 4T (1P E (Faction) .
IR [E{E
o KA: EnumProperty
PR3 Get Player Data
4li i # (Pure), % & (Const)
iR : IR[F1ZITFK 1) TedPlayerData.
IR [E{E
o 2K#:Ted Player Data Object Reference
K # Get Player Color
4l i 1 (Pure), % & (Const)
IR s IR EZEFE BB RG] .
iR [EE
o KA EnumProperty
PR Get Is Startup Bot
40 5 1 (Pure), ¥ & (Const)
IR : R ZIF N A (Bot) H AT Rt — B2 AL MR A true.
i [E{E
o K7: BoolProperty
PR3l Get Initial Team ID
4l i 1 (Pure), ¥ & (Const)
FIR ¢ IR FIZIC AW IT LA P8 i AL
iR [EE
o K7A: EnumProperty
PR % Get Camera Location
4 5 ¥ (Pure), % & (Const)
R IR [FNZI R AT FIENL(Camera) (7 B o TEXERR H AR .
IR [E{E
o KA Vector
PR# Get Bot Strategy
Pure, Const
IR : 0K Bot, iR [FIHL SIS SEAY, 153 )12 [7] Default.
IR [EE



o KA EnumProperty
PR % Get Bot Difficulty
Pure, Const
iR WX R —A Bot, iR ol HofE 22, 75 iR 7] Default.
iR [BE
o KA EnumProperty

%’é TedStructureBase

A2 2K: TedPawn
Wi — NIRRT

J&

e On Structure Sold Blueprint
— ZBAY: MulticastInlineDelegateProperty
— R HiZE R B A .

e On Structure Captured Blueprint Delegate
— KA MulticastInlineDelegateProperty
— HIR: AR N R .

e On Power Status Changed

— KA MulticastInlineDelegateProperty
— HR: iz E R PR R AR fid e (51 G ) o

B 3
PR%L Set Power State Flag
Authority Only
R JH B A TR E B PIRES . AR IR SS A s sl AR A
TP
e In Flag
— ZRAY: EnumProperty
e« In Enable
— 2KAY: BoolProperty
BRA¥ Is Structure Being Teleported

Pure, Const

IR s W RAZ LK) 2 BT AR A% 14, IR ] true.



AN

o 2K7: BoolProperty
K% Is Structure Being Sold
Pure, Const
FEIR s WAL R 1T AR, IR ] true.
IR [E{E

o K7: BoolProperty
BRA¥ Is Structure Being Captured
Pure, Const
FEIR : AN HAZ LR YT IEAERE (5 40,k [F] true
IR [E{E

o KA. BoolProperty
PR # Is Repairing
Pure, Const
FEIR : ARG YT IEAEEEE, IR [F] true.
iR [EE

o KA: BoolProperty
PR%L Is Constructing
Pure, Const
FhIR A EZLE N AT R IR BT AR P
i [E{E

o KA BoolProperty
PR %I Has Power State Flag
Pure, Const
R IR s K AL M AT 2 1S AL TR E I LIRS
LTPN

e In Flag

— KA EnumProperty

iR [EE

o K7: BoolProperty
PR Get Teleport Target Transform
4l 5 B (Pure). % &(Const)

iR : IR [0 FR IR ZEE MR (Structure) 412 H AL B 1) Transform, 41 555 7EAE 125 3R 1] #7256
(identity).

iR [E]1E
o KA Transform



PR# Get Structure Teleport Time
4 i $ (Pure). % & (Const)
PR ¢ IR ML IRAZEE AR P 7R RIS (8], S A
iR [EE
o KH: FloatProperty
PR ¥ Get Structure Teleport Progress
4 i $ (Pure). % & (Const)
PR« IR R FTRAZ AR 2 H AR IR Y UM, W SR ARAE A& P IR ] 0.
iR [ {8
o KA: FloatProperty
PR# Get Structure Sell Time
4 i 1 (Pure). % & (Const)
R IR 2 IR (B H B SE A P 75 IS 18], SR D
iR [ {8
o KA FloatProperty
PR%Y Get Structure Sell Progress
4 i 1 (Pure). % & (Const)
R ¢ 3R RN AZ A R A 2 T A PR Y LU, i SRR AE R TR R ] 06
iR [ {8
o KA FloatProperty
PR%Y Get Structure Sell Begin Time
4 % ¥ (Pure). % &(Const)
FIR < 3R [F TR UG B S MR R IR S5 25 I 1), A SRR AE A R[] o
iR [EE
o Z2K#: FloatProperty
PR3 Get Structure Grid Size Aligned
4 i $ (Pure). % & (Const)
IR < IR [FITELA TE RGO N IS5 MBI 5 35 (1 A% (Tile) K/
LIPN
e In Alignment
— Z8AY: EnumProperty
iR [EE
o KA: Int Point Structure
PR % Get Structure Grid Size
4 i $ (Pure). % & (Const)
F IR s IR [BIEBRINERE T iS5 A P (5 488 1) WA (Tile) Kb



iR B8

o KA: Int Point Structure
PR Get Structure Capture Time
4 i $ (Pure). % & (Const)
PR 2 3% (7] (5 2 EE KA P 85 PRI T, B 9D o
iR [ {E

o KA: FloatProperty
PR ¥ Get Structure Capture Progress
4 ik 1 (Pure). % & (Const)
PR ¢ IR [ FRTRAZEE R A T o 00 2 1) EEAGEL, B SR RAEAR R[] 0.
iR [BE

o KA FloatProperty
PR#Y Get Structure Capture Begin Time
Pure, Const
Yo B 2 IR [0H ATTAG & 4 (capturing) 245 A4 N 4 IR 5% g 18] 2 SR 2w A o AR 9] 0
iR [BE

o KA FloatProperty
BRi % Get Power Status
Pure, Const
T B ¢ IR [AZ 2544 24 /T ) H RS (5 an LowPower)
iR [BE

o 2K7: EnumProperty
PR Get Alignment
Pure, Const
B B ¢ IR [RHZ A5 K 2 7 00 A ) () .
LD

¢ Ignore Offset

— 2KA: BoolProperty
— VLB SR false, DR [l 45y 24 i A 500 i 25 U [ 8 g ) BRAA B

iR [BE

o KA EnumProperty
PR Can Spawn Unit
Pure, Const
B ¢ IR B2 4544 24 B2 15 0] PAZE il (spawn) B
iR B8

o K7: BoolProperty



ZE(Class) TedConformationBase

A 2K: TedStructureBase
N ey i S RVA 2y A

PR Request Change State
X PR 5 (Authority Only)
VLB s HEZRRA 2 SR H I E >R i) CanChangeState iR [7] true, it 2 221 A PR S AR B R .
I PR ESAN AE JR 55 i AT R0 A S5 A R AR RS AR BE 3R ] true
L TPN
e In Instigator
— Z8AY: Actor Object Reference
e In State
— ZKAY: Gameplay Tag Structure
e In Value
— 2KA: FloatProperty
iR [E]
o K7: BoolProperty
¥ Is State Supported
Pure, Const
Vi B K 21% conformation & 75 37 745 IR A
L TPN
e In State
— KA Gameplay Tag Structure
iR [l {8
o K7:BoolProperty
PR#Y Is State Change in Progress
Pure, Const
Ui B K 21% conformation J& 75 LU 15 SR 45 R A& .
L TPN
e In State
— KA Gameplay Tag Structure
iR [ {8
o KA. BoolProperty



PR% Get State Value
Const
Ui B ¢ IR A1 25 e RS B W AR A Z SRR [ 0
LIPN
e In State
— J87Y: Gameplay Tag Structure
i [A]
o KA FloatProperty
PA# Can Change State
Pure, Const, Event
Ui B s Ko 2 1% conformation 41275 7] DL 45 @ RA
LIPN
e In Instigator
— Type: Actor Object Reference
e In State
— Type: Gameplay Tag Structure
e In Value
— Type: FloatProperty
iR [El B
o Type: BoolProperty

ZE(Class) TedConstructionSite

X 2K: TedStructureNeighborBase
i — /N atidi(Construction Site) (VEE AN Z i ¥ (Construction Yard)!)

B 2
PR%I Was Ever Started
4 5 B (Pure), % & (Const)
iR : Was Ever Started
IR [EE
o Type: BoolProperty
PR Get Product Definition Id

4 b5 ¥ (Pure), % & (Const)
#iiR : Get Product Definition Id



i [ &
o Type: Gameplay Tag Structure

B % Get Construction Progress
4 b5 ¥ (Pure), % & (Const)
#i1& : Get Construction Progress
iR [ {E

o Type: FloatProperty

Z5(Class) TedStructure_Superheapon

AR 2K: TedStructureBase
iR : — M AR (Superweapon).

B 3
PR Is Super Weapon Fire Command Ready
4 5 B (Pure), % & (Const)
R : Sz Jal g S L R T, W3R [ true.
iR [BE
o Type: BoolProperty
PRi%L Is Super Weapon Cooling Down
4 % #{ (Pure), % & (Const)
IR s Az Gl L AT ARV A 7R Ak, IR A true.
iR [Bl{E
o Type: BoolProperty
PRA%L Is Executing Super Weapon Command
4 5 ¥ (Pure), % & (Const)
PR : 4 A% A AT IEAE R T, R ] trae.
iR [BME
o Type: BoolProperty
PR3 Get Super Weapon Progress
4 5 B (Pure), % £ (Const)
IR 2 3R 5] — AR, TR R AR SRS AR
iR B E
o Type: FloatProperty

BRI # Get Super Weapon Cooldown Duration



4 5 B (Pure), ¥ & (Const)
3R = 3 11268 J 4 72 IS RE T 5 RIS ], DAAD g Bz o
iR [BE

o Type: FloatProperty

B #( Clear Super Weapon Cooldown
Rk : S ED S SOZEE A R A . AR IR 55 #eumEl o N TR o

25 (Class) TedTriggerVolume

A2 Volume
Hhiid s 7SI TedPawn [fih & A F3(Trigger Volume). i#di F b2 5 $LH) TriggerVolume.

J& Tk
e Mobility
— Type: ByteProperty
e Auto Enabled
— Type: BoolProperty
— FEIR: AR E I, AR (Volume) ¥4 7E 4 i(Spawn) i 5 A -
e Trigger Thickness
— ZRA: FloatProperty
— Ui B GudEas il R AE (trigger box) 2 SR 4T
e Trigger Color
— KA Color Structure
— VLB iR g A AHE R 2 T
e Opacity Fill
— 2KA: BoolProperty
— VLB YA P ORE R TS R R N ANE AR
e Ecs Actor
— 2K#: Ecs Actor Component Object Reference
— YLBA: EME.

PR # Set Enabled

X FR A B 3 (Authority Only)
Vi B 5 AR B % & A7 (Trigger Volume). X PR AR S i el 8e AR



LD

e In Enabled

— 2KA: BoolProperty

PR Get Overlapping Actors
4l ik i (Pure). % E(Const)
Ui BA 2 IR [ 5 1Z i R AR Rk A & (overlap) I AT A Actors
iR B8

o KA Array of Actor Object Reference
PR Get Overlapping Actors (filtered)
4 i $ (Pure). % & (Const)
Yo s IR il AR AR E S . HZ InFilter U85 T Actors
LD

e In Filter

— 2KA: Ted Pawn Filter Structure

iR [Bl{E

o KA Array of Actor Object Reference
K% Is Enabled
4 i $ (Pure). % & (Const)
Yo B ¢ IR EHZARR G B AL T8 PR .
iR [ {E

o KA BoolProperty

% TedUnitBase

AR 2&: TedPawn
VB : — /A7 (Unit).

J& T
e Parent Factory
— Z8AY: Ted Structure Base Object Reference
— Y A2 AR L) (Factory); 45 i% S AVE H LT 2E 779,079 NULL.
BRI 3
PR3 Set Follow Unit
Yo s L AT ERBE ) AN . AN PR R SS dom al  ARR



LIPN
e In Unit
— 2KA: Ted Unit Base Object Reference
e In Follow Unit Speed Adjustment Distance Override
— 2KA: FloatProperty
— VL AN o, B E —ANEE RS B, 2 ALl H AR IR T2 0E B I TR0
PR % Set Allow Auto Attack from Stealth
Ui B s JE AR R AR AT (Stealth)IRES NI B h Bt . AR RS 2 al o AR,
L TPN
e Allow Auto Attack from Stealth
— ZEAY: BoolProperty
B Is Stealth Enabled
4 i 1 (Pure). % & (Const)
Yo B EAZ AL T AL AT IR, AR 9] true.
iR [ {8
o KA: BoolProperty
PR#L Get Follow Unit
Pure, Const
PR ¢ IR [HHZ AT 2 TR (4 S 7, 45 TG R [5] NULL
iR [ {8
o 2K Ted Unit Base Object Reference
PR Get Default Navigation Filter Class
Pure, Const
iR ZALEE FH T S (navigation) ) NavigationQueryFilter .
1% [ {5
o J5%: Navigation Query Filter Class Reference
PR % Get Allow Auto Attack from Stealth
Pure, Const
R s FAZPALAEEAT (stealth) R N3 v A BBt HoAt Az, R 9] true.
iR [l {8
o K7:BoolProperty

% TedAircraft

R Z: TedVehicle



ik : —Fp 23 (vehicle).

PR Rearms at Airpad
Pure, Const
IR 2 #FZ AR FEN LI (airpad) b REVEIS 27825, R [F] true.
iR [ {E
o K7:BoolProperty
¥ Is vToL
Pure, Const
R A7 1% A7 ] T E AL (VTOL), R [F] true.
iR B E
o KA. BoolProperty
PRA% Is Taking Off
Pure, Const
R : FZ A Y AT IEAERS R [E] true.
iR [BE
o ZKA: BoolProperty
PR%Y Is Landing
Pure, Const
PR A% A U HT IELEREVE, IR ] true.
iR [BE
o K7: BoolProperty
BR#L Is Airborne
Pure, Const
FIR : A2 A AT AL T b, AR ] true.
iR [Bl{E
o K7: BoolProperty
PR Get Parent Airpad
Pure, Const
i s R [B1Z AL TR Airpad (5 5EHLIE) .
iR [BE
o KA: Ted Structure Base Object Reference
PR# Get Current Airpad

Pure, Const

R IR A% AL BT ITER) Airpad () -



iR [BE

o KM Ted Structure Base Object Reference

% TedDrone

A 2K: TedAircraft
ik : —FPH 55— pawn i 1 €47 2% (Aircraft) .

BRI £
PR % Get Drone Owner
Pure, Const
iR : IR [EIHHA 1% AVL(drone) 1) pawn.
iR [EE
o 2K#:Ted Pawn Object Reference

2K TedInfantry

A2 2: TedUnitBase
Wik —FhERE EATE . AFE A (vehicle) I HAA

PR ¥ Set Panic Mode
R o AR (panic mode).
L TPN

e In Panic Mode

— ZEAY: BoolProperty

PR#Y Is in Panic Mode
Pure, Const
R s W AAZ AL G BT AL TR AR IR [F] true.
iR [ {8

o KA: BoolProperty
PR Is Crawling

Pure, Const

R : A% AL AT IEAENEAT 32 0] true.



AN
o K7: BoolProperty
K% Can Crawl
Pure, Const
FaIR s WAL AL AT LAEAT, IR [F] true.
IR [E{E
o K7:BoolProperty

Z5(Class) TedWorldSettings

R 2K: WorldSettings
iR : Ted 515 E (World Settings)

J&
e World Bounds
— Z8%AY: World Bounds Actor Object Reference
— k. UGN I s S 2 % (fog of war) AT F 1 714 7 Actor.
e Fog Of War Init Mode
— ZKAY: EnumProperty
— R 152 F (fog of war) IHIEEIR A «
Default —— #5254 52 i f X 3.
VisibleTerrain —— HiJEERIA ] L, (245 11 .
VisibleAll —— ttt 73 F¢ A T DXCIRAR RS T L (EHL SO MR S 2 55
Disabled —— Tofif$ 2 % .
e Terrain Level ZSpan
— ZRA: FloatProperty
— R WHF L FRAN Z BRI S S FREEIN 20 L
e Terrain Level ZMin
— KA FloatProperty
— R Mg FE IR R Z AR
e Terrain Level ZMax
— ZRAY: FloatProperty
— R R FE HHIVIRK Z (H RS
e Limit Min Terrain Level Z

— ZEAY: BoolProperty



e Limit Max Terrain Level Z
— Z8AY: BoolProperty
e Minimap State Settings
— KA EnumProperty
— iR s /R (Minimap) FIFTAGIRAS, PR Mz AT A2 4 o -
e Minimap Ignores Permanent FolW?
— Z8%Y: BoolProperty
— HIR: AR ALK AME(100% B RS2 A A BIRIE N L.
e Allow Player Commands
— 2KA: BoolProperty
— R RVFDIFHR S (A E B R A AL 2, B0 HUD =M A2 h BIREE R 2) o
e Use Map Info
— 28A: BoolProperty
— Wik : AR HOFESR) A TedMaplInfo %77, ik H N 7AE R A 5 (persistent
level) # )5 I, ANELZE T2 1< (sublevel) 15 H
e Map Info Asset
— Z8%A: Ted Map Info Object Reference
— ks e E P ) TedMaplnfo %5 (asset) 121751 . HBhikE.
e Map Info
— Z5%: Ted Map Info Object Reference
— ik e E B ) TedMaplnfo %5 (asset). 8% H 5 E .

2K TempestFieldElementProxy

L F: Object
iR : Tempest 3770 % /CF(Tempest Field Element Proxy)

J& 1
e My Owner
— Z8%Y: Ted Tempest Vines Base Object Reference
e My Index
— ZKAY: IntProperty
e ISMComp Class
— ZEA: Class Object Reference

e No Placement Collision

— 2KA: BoolProperty



— IR THE N 205 Al T E Z 7] Al (collision)
e Collision Radius
— ZRAY: FloatProperty
— iR o FoRIUMITTREA EAS SRR A i
e Desired Num Per Tile
- %ﬁﬂﬁ:IntProperty
e Use Random Transforms
— 2KA: BoolProperty
e Fixed Random Seed
— KA IntProperty
— ks W AT AEA FCEL (proxy) Z (M SEHLFD .
Random XYOffset

— ZKA: FloatProperty
e Random ZOffset

— ZEA: Vector 2D Structure
e Random Rotation

— ZKAY: Rotator
e Random Scale

— Z5A: Vector 2D Structure

PR # Remove Element Components
Const
ik s #2F%70 % 4114 (Remove Element Components)
LD
e Comp Class
— Z8AY: Scene Component Class Reference
e Destroy Delay
— ZKA: FloatProperty
PR3 Remove Element Component
Const
iR : #2530 & 4114 (Remove Element Component)
L TPN
e Comp
— Z8%Y: Scene Component Object Reference
e Destroy Delay
— KA FloatProperty



PR %L Remove All Element Components
Const
iR s BERFTH 6 R 411F(Remove All Element Components)
LIPN
e Destroy Delay
— Z8AY: FloatProperty
BRi % Mark Component Render State Dirty
Const
R : bric Z7E etk & N E(Mark Component Render State Dirty)
LIPN
e Prim Comp
— Z8AY: primitive Component Object Reference
PRi% Is Generated in Editor
Pure, Const
Wik &5 4 (Is Generated in Editor)
1% [ {5
o K7: BoolProperty
PR ¥ Get Element Transition Progress
Pure, Const
R : SRHUC R IS I E (Get Element Transition Progress)
iR [l {8
o KA: FloatProperty
PR# Get Element Transition Data
4 i 1 (Pure). % & (Const)
P B« FREUT R I %03k (Get Element Transition Data)
L TPN
e Out Progress
— KA FloatProperty
e Out from Stage
— 2KA: EnumProperty
e Out to Stage
— ZRAY: EnumProperty
PR%Y Get Element Transform
4 i 1 (Pure). % & (Const)
6 B : SREUT R A H2(Get Element Transform)
iR [ {8



o KA Transform
PR3l Get Element SMInstances
4 i 1 (Pure). % & (Const)
B s SRHUTR MES PRS2 (Get Element SMInstances)
iR [EE

o KA Array of Field Tile Element ISMData Structure
BRi %l Get Element SMInstance Count
4 % ¥ (Pure). % & (Const)
i B ¢ SREUITC R HIER S MRS AR 5251 50 (Get Element SMInstance Count)
& [EE

o ZKA: IntProperty
PR % Get Element SMInstance
4l ik 1 (Pure). % E(Const)
VLB« SREUTC R I ER S M FS AR 521 (Get Element SMInstance)
LN

e Instance Index

— KA IntProperty

iR [EE

o K7:Field Tile Element ISMData Structure
PR % Get Element Random Transforms
4 i $ (Pure). % & (Const)
T Bl FREUT K EH LA #:(Get Element Random Transforms)
iR [EE

o JA: Array of Transform
PR ¥ Get Element Next Stage
4 ik 1 (Pure). % & (Const)
P : SREUTE R N —FBi(Get Element Next Stage)
IR [EE

o KA EnumProperty
PR%Y Get Element Current Stage
4 i 1 (Pure). % & (Const)
i B s SRHUCE M 41T B (Get Element Current Stage)
iR [EE

o KAY: EnumProperty
PR Get Element Components
4 i 1 (Pure). % & (Const)



Ui B9 : $REUC R 411 (Get Element Components)
LTI
e Comp Class
— Z5%Y: Scene Component Class Reference
IR B E
o KA Array of Scene Component Object Reference
PR%Y Get Element Component
4 i 1 (Pure). % & (Const)
Ui B SREUC R 4114 (Get Element Component)
LTI
e Comp Class
— 2&7#: Scene Component Class Reference
IR B E
o 2K#:Scene Component Object Reference
PR%Y Add Element SMInstance
# B (Const)
B« IS INoT &= RS RSS2 451 (Add Element SMInstance)
LTI
e Static Mesh
— ZJ8AY: Static Mesh Object Reference
e Transform
— ZRA: Transform
e Num Custom Data Floats
— KA IntProperty
IR [EE
o 2KM:Field Tile Element ISMData Structure
PR Add Element Component Of Class
# & (Const)
VLB 2N R 414 (Add Element Component Of Class)
TP
e Comp Class
— Z8AY: Scene Component Class Reference

e Transform

— 2B%Y: Transform
IR B {E

o 2K#: Scene Component Object Reference



PR #(Function) Add Element Component
# B (Const)
ik : ¥inoc & 414 (Add Element Component)
LTPN
e Comp
— Z8%Y: Scene Component Object Reference

2K (Class) TempestFieldBuildConfigAsset
A J5: DataAsset

ik s 2K H 2 & B % (Tempest Field Build Config Asset)

J& 1 (Properties)

e Data
— ZKAY: Tempest Field Build Config Structure

ZK(Class) TempestFieldEffectsConfigAsset
AL 2K: DataAsset

iR s 7 X HRUR AL B ¥ (Tempest Field Effects Config Asset)

J& 1 (Properties)

e Data
— ZKAY: Tempest Field Effects Config Structure

ZK(Class) TempestFieldGameplayConfigAsset
X 2K: DataAsset

b« F X rid & %k (Tempest Field Gameplay Config Asset)

J& t% (Properties)

e Data

— ZEAY: Tempest Field Gameplay Config Structure



e Override Easy Mode
— Z8AY: BoolProperty
e Easy overrides
— 2KM: Tempest Field Gameplay Config Structure
e Override Hard Mode
— 2KA: BoolProperty
e Hard overrides
— KA Tempest Field Gameplay Config Structure
e Override Very Hard Mode
— Z8%Y: BoolProperty
e Very Hard overrides

— ZKAY: Tempest Field Gameplay Config Structure

2K (Class) TempestFieldConfigAsset

X 2K: DataAsset
iR« 72X HC B % (Tempest Field Config Asset)

J& 1 (Properties)

e Build Config

— 2KA: Tempest Field Build Config Asset Object Reference
e Effects Config

— JBAY: Tempest Field Effects Config Asset Object Reference
e Gameplay Config

— KA Tempest Field Gameplay Config Asset Object Reference

ZE(Class) TempestFieldVolume

AL 2K: TedTempestVinesBase

ik : 2 X H (Tempest Field),RI3REL Tempest FIRIE. 45 H 304 Tempest FEAM

W iZAEF (Volume)

J& 1 (Properties)

e Debug Field Grid

A,
T,

BRI



— ZX#Y: BoolProperty
IR iz T SR AR (Navgrid) EIHR S F g 2 i nT AL .
e Debug Field Grid Color

— 2K&: Color Structure
— IR WA ARG B .
e Random Seed
— Z8AY: IntProperty
— R T AR AL BOR I REH LA (Random Seed).
e Root Location
— ZEA: Vector
— Rk o sl HTIRESI R
e Field Config Asset
— Z87Y: Tempest Field Config Asset Object Reference
— ik: B X E (Tempest Field Configuration). ikt s bRz —.
e Build Priority
- ?Sﬁﬂ:IntProperty
— R PN TEB R AN I 0 56 4 v R B Jad N AT fIE S A, AT RT LA B
RENES .
e Has Crater
— 2KA: BoolProperty
— HiR: Wifibu(Crater) % E
e Big Crater
— Z8%Y: BoolProperty
e Crater Offset
— KA Vector
e Crater Scale
— A Vector
e Crater Rotation
— KM Rotator
e Has Spline Roots
— kA BoolProperty
— R BT RESZ(Spline) ) Tempest R & [k .
¢ Manual Spline Edit
— KA BoolProperty
e Growth Start Stage
— ZRAY: EnumProperty



— R ZFBEA KB @note WIRIZIEA /2 MaxGrowth, I 75 25 F i A 4t
(Crater) 4 iR AR IEA K.

Growth Destination Stage

— ZKA: EnumProperty
— IR 1% BB (R BT BA A KB B

Resource Depleted

— ZKAY: BoolProperty

Field Crater Coords

— KA. Array of Offset Coords Structure

Num Spline Comp
— ZRAY: IntProperty

Num Spline Mesh Comp
— KA IntProperty
Num Field Tile Elements

- %ﬁﬂE:IntProperty

Num Field Tile Element Comps
- giﬁﬂ:IntProperty

e Num Field ISMC
— KA IntProperty

e Num Field ISM
— ZEAY: IntProperty

e Num Pending Transition
— KA IntProperty

e Num Elements in Transition
- %ﬁﬂE:IntProperty

e Num Pending Destory Element Comps
— Z8AY: IntProperty

e Tempest Field Audio Ambience

— ZJ8%Y: Actor Component Object Reference

PR Reset Tempest Field Volumes

X 4 8825 7T

iR : #E AT I TempestFieldVolumes.
B% Num Claimed Tiles

4K %, Const

PR ¢ IR BARAEATATA 5 H (claimed) (55 ks £



AN
o KA IntProperty
FRi % Reset All Volumes
& k=S
IR FOR A ST T B (Field Volume).
PR % Reset Volume
X g B 45 7T H
i s =T A Rt 7 B AR (Field Volume)
B Is Resource Depleted
4K %, Const
iR W ZAAF (Volume)H £ Tempest, iR 7] true.
IR [E{E
o KA: BoolProperty
PR %l Has Unclaimed Resource Tile
2%, Const
Rk i AZAFA(Volume) T &2 /AH — /N ARBATAT A &1 FH (claimed) 1 B2 UAS, W3R 5] true.
iR [EE
o ZKA: BoolProperty
PR3 Get Visible Resource Pct
4 % ¥ (Pure). # &E(Const)
Ui B 2 IR [AZ AR (volume) P AJ L (RIARBE AR HBET S IR A 4 1K 553844 1) Tempest B3 5 EE.
i [E{E
o 2K#: FloatProperty
PR# Get Visible Resource Left
4l ik 1 (Pure). % & (Const)
Y B s 3R FIZARFR A AHB IR 5R] (B A 4 1R 55 JER4) PR 98 4% Tempest BHFACE:
iR [EE
o K7: FloatProperty
PR % Get Resource Pct
4l 5 B (Pure). % E(Const)
B s R [aliZAAFR A A] F Tempest %1 H 2 .
IR [ E
o KA: FloatProperty
PR % Get Resource Left
4 i 1 (Pure). % & (Const)
Ui B ¢ IR FHZAAFR 4R 1) Tempest ZEJ5%0E .



iR B8

o KA FloatProperty
Bl Get Resource at World Location
4 i $ (Pure). % & (Const)
YL s IR [A1iZAAFR N T8 € Location 4b% 4% 1) Tempest & IHEE .
LD

e Location

— 2KA: Vector

iR [ {8

o K7: FloatProperty
% Get Closest Unclaimed Resource Tile
4 i $ (Pure). % & (Const)
P68 s IR [FZAARFR N BE B9 25 7€ Location Heilt iR (5 F 1 55 V5#% (resource tile) .
LD

e In Location

— KA Vector

- VL HT O AL E
Out Closest Location
— KA Vector
Yo B« (i H) B Al B s PR (o L
Test Reachability

— ZKAY: BoolProperty
— BB A E N R %8 InPawn o] i8I S0k (Navmesh) FIIA T

In Pawn

— Z5%Y: Ted Pawn Object Reference
— VB FH T RIAMEAS U ) Pawn (F (1 544) o
Ignores
- ?Sﬁﬂ:IntProperty
iR [ {E
o KA IntProperty
o VLB X T RILE LB EA AR S RO BEIR, R Bl INDEX_NONE (-1).

% WorldBoundsActor

Q2K Actor



P8 52 A Actor(World Bounds Actor)

J&
e Box Component

— ZEAY: Box Collision Object Reference



