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Jesli dalej niz Jesli mniej niz
100 m od gracza 100 m od gracza
Biegnij
w kierunku
gracza Sequence
Jesli gracz NIE Jeéligracz Jeéligracz
patrzy w moim patrzy w moim znajduje sie
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An Actor is an object that can be placed or spawned in the
world.

A Pawn is an actor that can be *possessed’ and receieve
input from a controller

A character is a type of Pawn that includes the ability to
walk around.

. PlayerController

A Player Controller is an actor responsible for controlling a
Pawn used by the player.

Game Mode defines the game being played, its rules,
scoring, and other facets of the game type
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