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What are Blueprints?
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a. BP_Pickup_Parent

b. BP_Pickup_Child_Coin

c. BP_Pickup_Child_Cupcaket

d.  BP_Pickup_Child_Health
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9. O|H| Set Relative Scale 3D ‘=== =7}l A Play from Start .==0{ HZEL|Ct New Scale 3D2| X, Y, 23S
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Stop the floating animation
Event fires when a pawn overlaps the pickup trigger ':
[ Stop _I" DestroyComponent

< nponentBeginOverlap (Pickup trigger)

» »

Stop the floating animation ™
Event fires when a pawn overlaps the pickup trigger : _
I Stop I Set Colligion Enabled

> OnComponentBeginOverlap (Pickup trigger)
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> On Component Begin Overlap (CapsuleComponent)

"=+ Cast To BP_Fire
“=-»

Cast Failed [

As BP Fire

14, Branch ==2| False ZI0{| A M2 =215} 10 Spawn Emitter Attached iEE =
15,  HEHE I{'J0i| A MeshE &l O|HIE T2 St Ly

Attach to Component 20| 2 Z$HL|C},
16, Attach to Component ! 02{0i| Attach Point Name Z!0|
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17. Location TypeS ‘Snap to Target, Keep World Scale’2 4%t 11 Auto Destroy2t Auto Activatedi| X| 3 &fL|Ct,

AL o7lo He AE
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IS Spawn Emitter Attached = =29|

ot Hid,

‘None'2 2

18.  Spawn Emitter Attached = =0i[A{ 2}0|0{Z =2 135} Set OnFire = =2 AMASILICH BIA S KA SL|CH

[ Spawn Emitter Attached
False | — »

Emitter Template

e
Attach to Component
“pint Name

Lecation

2> [ 0.0][v 00][Z 09]

I

[ 1.0][v 1.0]z 1.0]

Location Type
Snap to Target, Keep World Scale =

Auto Des oy B

Pooling Method

Auto Activate E

Return Value

On Fire B

st



@ UNREAL ENGINE ola|Y MAE Eal | 9342

19. O[H| Z2i0[0{7} 20| A LI7HH O{EA| EX| M-S SAICH ChA| ZAEHE 1HH0{ A| CapsuleComponentS M EHRIL(CE
O|210{= On Component End Overlap (CapsuleComponent) = =5 O|#HIE T2 of| Z=7}5tL|Ct,

20. BP_Fire0l| &gl == MM 9fM JHE Zdnt 242 94O Z On Component Begin Overlap .= =0{ 2¢JL|C},
72|10 Set InFire ==E PHE=0|, 0|H0l|= BfAE N3 SHA| A& LICEH O[A| InFire”| falseZ M-S LICE

21.  SetInFire ==0i{ X Retriggerable Delay = =Z Hl{X|5} 1 DurationS 4= A& SiL|C}

22. Retriggerable Delay ‘= =0i|A{ Branch ==E HliX|?t CtZ, Branch ‘=2 Condition TS Get InFire - =0
HAZ gL,

23.  Branch ==2| False TI0|A| Set OnFire —=E 4+5t11, OnFire”| falseZ AN =TS YA S M ISHX| QISLIC

24, OfX|2tOZ Spawn Emitter Attached ‘= =2| Return Value L0 A & =2 75110 Deactivate = == HiX|SfL|C,
Deactivate .= =E Set OnFire .= =0f| ¥ Z2ILICt, SR I2EZS A otLCt,

£ On Component End Overlap (CapsuleComponent) ++ Cast To BP_Fire
="

[ Deactivate

25, 2f|¥of|l 25 BiX[otL, 1 9|2 X[L7HH OfFA| ==X HAEBLICE
26, T =22 2l 2ol =715k, S2|0[0of|AH| AHZ 471 ThQF HOiSof| SEA| CIXtRIS HHRAIR. CHE I F 0=
0| ItHE F= = & Guict

€ On Component Begin Overlap (CapsuleComponent)
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