AFS Quick Start Guide

1. Start a New Level
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2. Create a Nav Mesh Bounds Volume.
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4. Create a new Blueprint class derived from Formation.
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5. Create a new Data Asset derived from FormationAsset.
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6. Open the FormationAsset Editor.
- Formation Editor Guide

7. Configure the Formation group settings and Unit Preset to suit your needs.
- Formation Editor Guide

Formation
Foermaticn Name Default Formation
Fermaticn S 0.0
Formation Minimum Ra
Group Unit Presets 2 Array elements
0 2 members
Group Mame Default
Unit Preset Neone
1 2 members
Group Mame

Unit Preset

4 members
0.0

Rotation 00"

Priority

Group Mame



https://docs.google.com/document/d/1hzuTeGKZg9SqCWtk9LeSFj6omMIiIJ5438lF2eN6flg/edit?tab=t.0
https://docs.google.com/document/d/1hzuTeGKZg9SqCWtk9LeSFj6omMIiIJ5438lF2eN6flg/edit?tab=t.0

8. Arrange your Units to match the desired Formation layout.




9. In BP_Formation, assign the newly created Formation Asset to the Ref
Formation Asset field.

N X Formation
Asset; BP_Formation
d i Class Defaults | B, simulation : No d dv
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Drag Off Pins to Create/Connect New Nodes.

£ Event BeginPlay

10. Place the BP_Formation actor in your world at the desired location.

EditinGet



11. Add a Formation Agent Component to your Character Blueprint.

[H components
+ Add o]

% formation|

W4 Follow Camera (FollowCamera)

#- Character Movement (CharMoveComp)

12. Place your Character(s) in the world.

13. On each Character instance, set the Owner and Group Name properties at the
detail panel for the Formation. ( or Use ‘Set Formation Owner’ function)



14. Spawn as many Character instances as there are Units defined in your
Formation.



15. Create a Target Point and place it where you want the Formation to move.
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16. In BP_Formation, implement the Blueprint logic to call MoveToLocation (or
equivalent) so the Formation moves toward your Target Point.
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17. (Options) If you want your formation to navigate around obstacles smoothly,
enable the “Generate Overlap Events” option in the object’s Collision settings.
& Details

& Cube

&% Cube (Instance)

General A oD Misc Physics Rendering Streaming

Apply Impulse on Damage
Replicate P LOMOMmoU.

s Tick Enabled

Collizsion

Simulaticn Generates Hit Events

e =3 (e =
aterial Override

Generate Overlap Events

Can Character Step Up On Yes
Collision Presets Default
Generate Overlap Events During.

Update Overlaps Method During.

Default Update Overlaps Method.
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