EFRflySim ¥z ElZO8NE TR HIE
1. 258 HAY

EREELMAETRIRIERERHASIA RflySim FERVAIZ,

2. SEIRER

o MHER: Windows 10/ LA ERRAS; RflySimTE%E; Unreal Engine 4.2711,
o BHER: Eind/aXEmIE 2,

3.5c5athat

HEER:
[ZEH R]\RflySimAPIs\3.RflySim3DUE\2.AdvExps\e2_BlueprintModel\4.BombEfffect

4, FEATHD K

4.1 BREXIFIFHRFEE
SR THHIIEH

MIN TR ENE R FF A ER AR
¥E#%: https://pan.baidu.com/s/18HvQJyuHyG_BXlaYZ4oWUw?pwd=nspg }ZEX3: nspg
HmiEERUER (HZEANMEREREERME)

S22 THUE B

Wi Demo.uproject FJH UE4 {miEzs;


.
https://pan.baidu.com/s/18HvQJyuHyG_BXIaYZ4oWUw?pwd=nspg

HWINE THAMRGIIMBEEELUTXH (Ll Content/Test BFEAH):

e BP Blue.uasset : IEE %5128
e BP Missile.uasset : HEES3#

® BP Red.uasset : fHFR¥IA

® Demo.umap / Demo BuiltData.uasset : 7=

® M Blue.uasset « M Gray.uasset « M Red.uasset MR

D3 FRBE™
BEEXNASBEL, SHBNANERNEELSERIESEN:

® StaticMesh'/Game/Content/Test/SK Emitter.SK Emitter' — BP Blue Fft FB A&
® StaticMesh'/Game/Content/Test/SK Missile.SK Missile' — BP Missile PTAN

%
® StaticMesh'/Game/Content/Test/SK Target.SK Target' — BP Red FfFEM4&

7 Content Browser i EFRIZE (41 BP_Red ), 7% Details E1kAiEZEEA1EFE
(Collision) &%, MafREEBEAL%L "OnComponentHit" E14:

e Collision Presets: iZ& /7 "BlockAll" 2B E XML ;

e /A% "Simulation Generates Hit Events'",

TR REMIES S RflySim3D
7 UE4 ##117 File & Cook Content for Windows, 4 f{ BuiltData ;
¥ Demo.umap MXJZAY BuiltData BREHIZE| RflySim3D RfFITER Content T;

25 RflySim3D, EZFENIASABIZE Demo ;

SRS R ihid 53 RIEUE
£ RflySim3D @, @IMANFohi%nh T E BArTHE;
&R, FIABEES P RERIRIERR;
TR, [EF UE4 10E:

s FETRIELARTIER;

s AFRIERE I

2/5



4.2 FANHFHRMET (EM)
HE1LRIMBIEF S ERER

1. £ Content/Test/FX E R FE AT EIE— Niagara / Cascade KIF &L (10

P Explosion );

2.SNBIEEEXH (30 s Explosion.wav )o

122 47 OnComponentHit {4

1.¥TH BP Red IZ[E, 1%l Event Graph;
2. W& LEH (Mesh Component) , G730 Add OnComponentHit E4T 4

S IR3 B 5HER Actor
7£ OnComponentHit EHERIN T RIEEL:

1. Spawn Emitter at Location:
e Emitter Template: #%# P Explosion ;
e |ocation: Hit.ImpactPoint ;
2. Spawn Sound at Location:
e Sound: i%&#¥ S Explosion.wav ;
e |ocation: [@.L;
3.Delay " (A]i%) : FEF0.1s, MURIEFFRAIENKL;
4. Destroy Actor: $HEXEES BP Red ;

5. }XFEMIAR

XA =1 OnComponentHit H¥

TEER, S—NMAGSHMAGHLENENSMALEES, XN TFRUMEZENZEIF
BEA, FREBIFTNG, SR8EHERNERRAY.

3/5



RHEHIAS2: Spawn Emitter at Location 5

ATREEMNEENRAFHMR, BERNBIFHFUNEET R, BLREFRNNTFRE, 7
ISR B MR TE R

FEEENRS3: RflySim 3DUEESER

TS UEATN B T & HERflySimF & Li51T, €#ECook Contentidi2. HIRRIZERE
FXRBIE,

60§%i~*sll

1. RflySIimE A X4
7.5 Win)@R

Q1l: AHATERflySim3DHigHHINSIEIF?

Al: BREUT/LANA@E: 1) BEFAOnComponentHitSB 4 2E EREIE; 2) YA
EREMETIEEILH, 15532 "Simulation Generates Hit Events" &2 & 4ik; 3) KiF
AARIFEREIEM,; 4) UEAFREICookZTEREMINTE M.

Q2: WNfARAEEIFIFIAINL EMIFLEATE?

A2: IBVERFMAIIE FSpawn Emitter at LocationTi mfLocationBHURE, BEEFEH
Hit.ImpactPoint3RIR1FEMBVIET = FFNEVFELETB)IlEHNiagaragiCascadefii F R FHY
Duration/@14#=%!, BIATENIFomiEesP#HITIHE,

Q3: HMEREE, Nt AMERNRIT?

A3: BiiEAfs, BV EMRENIEIRE, rIseFEEStatic Mesh EditorE ik
BhitER, ETRENATEIRFIEZC ollision Presets, [FBIHIAFRSMMRRBIZEMLL
BIEE, /el KERF] RERZAmAL 142


https://rflysim.com/doc/zh/

1. https://rflysim.com/ <
2. WEFECEIBEN: https://rflysim.com/doc/zh/ «

5/5


https://rflysim.com/
https://rflysim.com/doc/zh/

	基于RflySim蓝图接口的爆炸特效制作
	1. 实验目的
	2. 实验要求
	3.实验地址
	4. 实验内容或步骤
	4.1 自定义爆炸特效实验
	步骤1 下载例程文件
	步骤2 打开UE 项目
	步骤3 替换模型资产
	步骤4 模型烘焙与导入 RflySim3D
	步骤5 场景测试与效果验证

	4.2 导入粒子效果和声音（选做）4.2 导入粒子效果和声音（选做）
	步骤1 添加爆炸粒子与音效资源
	步骤2 绑定 OnComponentHit 事件
	步骤3 播放特效与销毁 Actor


	5. 关键知识点
	关键知识点1：OnComponentHit 事件
	关键知识点2：Spawn Emitter at Location 节点关键知识点2：Spawn Emitter at Location 节点
	关键知识点3：RflySim 3DUE平台集成

	6.参考资料
	7.常见问题
	Q1：为什么在RflySim3D中没有看到爆炸特效？
	Q2：如何调整爆炸特效的位置和持续时间？
	Q3：替换模型后，为什么碰撞检测失效了？


