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1.Add in your weapon HIT

Open your weapon or function shooting and Call Spawn Surface.

Example:
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Next select this table
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Now we will make a damage type and you can choose your type right here.



2. Add Type damage

Go to PhysicalDetector/Blueprints/Data/Impacts/DT Physical and open it.
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Next we will add the physical material. Here you will need to add several if you are
using different surfaces. For example, metal, grass, dirt, plastic and so on. In point 3
we will look at how to add physical materials, but for now let’s look at how to use the
standard ones that | added for you.
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Add sound cue on HIT surface (In sound can use random or other settings).
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Next, add decal HIT (Use for attach on hit)
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Select your particle on hit.
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Done.

Select your new HIT in your weapon.

DETECIT Matenal

Replication
[ spawn Surface Replics

4 Default Value

rﬁ DT_Physical= +#= O

R Bullet -

Search D




3. Add Custom physics material

Open project setting
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Next, create physics material.
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Next, open material and set new physics
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And can find new physics material in Table
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4. Add footsteps automatic

Open your animation. And add notify: BP_PD_Footstep

Search Animation Notifies.
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If you created new sounds and material, you need to add sound in the function table.

Go to PhysicalDetector/Blueprints/BP_PD Footstep and open it.
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And can see your new physics name. And add new sound cue for your physics asset
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Done.

Thank you for reading, if there are text flaws or questions, then write to me, I'm

always ready to listen to you and help, as well as improve the projects!
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