Gameplay Blackboard Plugin

The Gameplay Blackboard Plugin is a flexible, replicated alternative to Unreal’s default blackboard
system. On any actor, it allows you to store any type of value, including custom structs and arrays, using
Gameplay Tags as keys with full support for network replication.

In addition to per actor blackboards, it provides a Global Gameplay Blackboard through a subsystem,
making it easy to centralize shared gameplay data and use it as a Global Variable Container.

Beyond Al, it's perfect for managing systems like game flow, phase systems, player stats, objectives,
mission states, and other gameplay systems that need a centralized and/or replicated way to store any
type of data.

Help: louisgirard.games@gmail.com
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Activating the Plugin

Go to plugins
Edit Window Tools 3uild

£) Undo History

+'4 Editor Preferences...
w" Project Settings...
¥ Plugins

Enable the Gameplay Blackboard plugin

Search for Gameplay Blackboard and tick the box to enable it.

¥ plugins
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Gameplay Blackboard Component

This is the core component. It will allow you to store any value of any type by key tags, and replicate
those values.

Let’s add this component to any test actor.
[4 componen

-+ Add

[* GameplayBlackboard

Setters

F Set Value as Object T Set Value as Int

Gameplay Blackboard Target Target
Tag |Nene « Tag | Nene |«

Object Val O Int Value
T SetValue as Class F Set Value as Float

Target Target
Tag None s Tag None | w

Class Value Float Value

J Set Value as Bool

Target Target
Tag None Tag None | w

Bool Value Enum Value [0]




Target Target

Tag |MNone |+ Tag | None |~

©» Name Value [ None ] String Value ||

T SetValue as Rotator . T Set Value as Vector

Target Target
Tag |MNone |+ Tag | None |«

__ Rotatorvalue __ VectorValue
(00] v[oo] 7[oo] 2 x[00] v[00] 7[00]

Like the default Unreal’s Blackboard, you can access setters for some primitive types. You will always
have to set a Gameplay Tag as a key to identify your value and get it later.

If you have any other type to set you can use the generic Set Value function that takes a Wildcard as
input.

m
T Set Value

Gameplay Blackboard Target

Tag | Mone |«

Mew Value

Mew Value
Wildcard (by ref)

A Wildcard is basically any type, and waits for the user to plug something in to identify what type to
convert to. You could for example store a customer Struct, or even an Array.


https://dev.epicgames.com/documentation/en-us/unreal-engine/using-gameplay-tags-in-unreal-engine

T Make Literal Float

Value Return Value

Getters

You have access to the getters for the same types as setters.

Gameplay Blackboard

»

F SetValue .

Target
Tag None |«

New Value

Make Array

[a] Array

Add pin (8

(F Get Value as Object

Target

Tag | Non

("F Get Value as Class

Target

Tag | Nc

("F Get Value as Enum

Target

Return Value

Return Value

Return Value

F Set Value .

Target
Tag

New Value

»= Make Timecode

(O Hours Timecode

Or Minute:

Drop Frame Format
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“F Get Value as Int

Target Return Value O

Tag | Nos

F Get Value as Float
Target Return Value
Tag
“F Get Value as Bool

Target Return Value

Tag MNeone




F Get Value as Name

_‘ Target is Gameplay

Target

Gameplay Blackboard

Tag | None |~

Return Value Or Target

JF Get Value as String

Return Value

Tag | Nene |«

F Get Value as Vector

farget is Gameplay

Target

Tag | None |+

Return Value Or Target

F Get Value as Rotator
T&":'LI IS Gameplay Blackboard (

Return Value O»

Tag | Nene |+

If you want to get any other type of values you can use the generic Get Value.
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Gameplay Blackboard

T Get Value

lalgel IS balneplay Dla

Target

Tag | Mone |~ Value
Wildcard

To convert the Value pin to its proper value you will need to use another node that takes that type of
value. For example for an Integer a + operation, for a Struct a Break, for an Array a Get, etc..

F Get Value

_‘ l_.".":'L:I;I.‘:".L!.-': y GlackDoard (

—_—
Gameplay Blackboard Target

Tag | None

F Get Value

Target

Tag | None s

=, Break Timecode
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" F Get Value

Target is Gan
Target

Tag | None




Important: When getting a value you should ensure you are getting a value with the same type that
you set it, to avoid having a wrong value. For example if you set a String you should get the value as
String and not as a Bool.

On Value Changed

On the component you have access to an event when a value is changed (added, removed, or updated).

1 Value Changed

somponent Activated

zomiponent Deactivated

It will give you the Tag, the Old Value and the New Value. To read the Old and New Values you need to
convert them as the type you want.

<> On Value Changed (GameplayBlackboard)

Tag

Old Value

New Value
taking a(n) Gameplay

Context Sens
d Value Structure

hll/s| ( e)
F M ciEfs (FGameplayBlackboardValue)
F B Enum (FGamepla /alue)

Important: Same for the getters, make sure you convert to the proper type, and to convert Old and
New Value to the same type.

If you want to monitor only a change on a specific entry, you can use the Gameplay Blackboard Monitor.



‘Bl Gameplay Blackboard Monitor

D
Gameplay Blackboard Owner Asyne Action
Tag Mone | Gameplay Blackboard Value Changed [

Old Value

New Value

You specify the Tag and then you get the Old and New Value to convert exactly like the On Value
Changed Event.



Global Gameplay Blackboard

If you need a Gameplay Blackboard that you can access from anywhere, without needing a Component,
and to basically act as a Global Variables container, you can use the Gameplay Blackboard Instance
Subsystem.

You will find the exact same functions as the Gameplay Blackboard Component, to set or get any value,
the only difference being that these values won’t be replicated since they are living on a local Game
Instance Subsystem.

F Set Value

Target

Target Return Value
Tag None |

Tag | None | v
New Value

“F GetValueas Object
F Set Value as Int

Target Return Value

Tag None |w
Target

Tag | None |w F Get Value as Vector
g

D IntValue [0]
i Target Return Valu

F Set Value as Bool Tag | None |«

7F Get Value as Float

Target
Return Value
Tag  None |
Tag None |w
Bool Value

To listen to a change in this blackboard you can use the Game Instance Gameplay Blackboard Monitor.

‘Bl GamelnstanceGameplayBlackboardMonitor

Tag | None w Asynec Action

Gameplay Blackboard Value Changed

Old Value

Mew Value




With all that you should have all the information needed to start using the plugin and customize it the
way you want. If you feel there is some information missing or you don’t understand some part, feel free
to contact me at louisgirard.games@gmail.com.
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