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Step & ¢ Respond function continued
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r r ; 5 Ch PS and Bi ThridPersonCharacter and connect that Node to Respond. Drag out from the Cast node and
f search Talk and set the Target as the Third Person Character pin from the Cast Node. Then set
the text as the Player Response pin and set the time to what ever you think is good. This will
have the player talking.

Jow we need to see we should show more NPCStatements. Drag out from the Go'o
TN ' want to check if it's greater than or equal to zero so we know
we should go somewhere. Drag out from that and search for Branch and connect that to Talk.
First we'll handle the False which means we are done talking. So drag in WaitingForResponse
and click set. We need to say we aren't waiting anymore because we are done talking.
Connect that to False and make sure the check box isn't checked. Now drag in the
OptionsWidget and click get because we need to hide it. Drag out from it and search Set
Visibllity, connect this to the Set, and make sure its In Visibility is set to Hidden. Now if its
true we first need to set the CurrentStatement to whatever the player response dictates. Drag
in CurrentStatment, click set, and attach it to True. Drag the Go to Statement pin into the
Current Statement Set pin.
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Now we need to check if there are options for the next NPCStatement. So drag NPCStatement
in again and click get. Drag out from it, search Get, and connect the input of that to the
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To show more NPC statements drag a green wire fronisthéo Statemenpin on the second Break Struct_PlayerResponse node and search for
>=
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Pull a red Boolean wire from the output of the nodeand search foBranch

ThridPersonCharacter and connect that Node to Respond. Drag out from the Cast node and
search Talk and set the Target as the Third Person Character pin from the Cast Node. Then set
the text as the Player Response pin and set the time to what ever you think is good. This will
have the player talking.

Now we need to see we should show more NPCStatements. Drag out from the Go to
Statement and search >=.

Drag out from that and search for Branch and connect that to Talk.
First we'll handle the False which means we are done talking. So drag in WaitingForResponse

and click set. We need to say we aren't waiting anymore because we are done talking.
Connect that to False and make sure the check bax isn't checked. Now drag in the
OptionsWidget and click get because we need to hide it. Drag out from it and search Set
Visibllity, connect this to the Set, and make sure its In Visibility is set to Hidden. Now if its
true we first need to set the CurrentStatement to whatever the player response dictates. Drag
in CurrentStatment, click set, and attach it to True. Drag the Go to Statement pin into the
Current Statement Set pin.

Now we need to check if there are options for the next NPCStatement. So drag NPCStatement
in again and click get. Drag out from it, search Get, and connect the input of that to the
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ThridPersonCharacter and connect that Node to Respond. Drag out from the Cast node and
search Talk and set the Target as the Third Person Character pin from the Cast Node. Then set
the text as the Player Response pin and set the time to what ever you think is good. This will
have the player talking.

Now we need 1o see we should show more NPCStatements. Drag out from the Go to
Statement and search >=. We want to check if it’s greater than or equal to zero so we know
we should go somewhere. Drag out from that and search for Branch and

First we'll handle the False which means we are done talking. So drag in WaitingForResponse
and click set. We need to say we aren't waiting anymore because we are done talking.
Connect that to False and make sure the check bax isn't checked. Now drag in the
OptionsWidget and click get because we need to hide it. Drag out from it and search Set
Visibllity, connect this to the Set, and make sure its In Visibility is set to Hidden. Now if its
true we first need to set the CurrentStatement to whatever the player response dictates. Drag
in CurrentStatment, click set, and attach it to True. Drag the Go to Statement pin into the
Current Statement Set pin.

© 2016. All rights Now we need to check if there are options for the next NPCStatement. So drag NPCStatement

in again and click get. Drag out from it, search Get, and connect the input of that to the
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Pull a white execution wire from the output arrow on the Talk node to the input arrow of the Branah nod



u

F A Cormiponan =
® o

DL EEIEEFIEr)

Drag aSetterWaitingForResponsevariable onto the stage.
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Now we need to see we should show more NPCStatements. Drag out from the Go to
Statement and search >=. We want to check if its greater than or equal to zero so we know
we should go somewhere. Drag out from that and search for Branch and connect that to Talk

fe need to say we aren't waiting anymore becauise we are done talking.
Connect that to False and make sure the check box isn't checked. Now drag in the
OptionsWidget and click get because we need to hide it. Drag out from it and search Set
Visibility, connect this to the Set, and make sure it's In Visibility is set to Hidden. Now if its
true we first need to set the CurrentStatement to whatever the player response dictates. Drag
in CurrentStatment, click set, and attach it to True. Drag the Go to Statement pin into the
Current Statement Set pin.

Now we need to check if there are options for the next NPCStatement. So drag NPCStatement
in again and click get. Drag out from it, search Get, and connect the input of that to the
output of the Set Current Statement. Drag out from the Get, search Break
Struct_NPCStatment, and then drag out from the Player Responses and search Length. From
that drag out and search > 50 we can check if it's greater than zero. Drag out from that and
make a branch that is connected to the Set of Current Statement. If its true all we need to do
is call Show Options so drag that in and hook it up. If it false we need to have the NPC say
the line and then not expect a player response. So drag out from False and search Talk. Set
the Text to the NPC Dialogue from when we Broke the Struct and set the time to what ever.
Finally drag the output of the Talk into the Set of the Waiting for Response that we already
made.
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Now we need to see we should show more NPCStatements. Drag out from the Go to
Statement and search >=. We want to check if its greater than or equal to zero so we know
we should go somewhere. Drag out from that and search for Branch and connect that to Talk.
First we'll handle the False which means we are done talking. So drag in WaitingForResponse
and click set. We need to say we aren't waiting anymore because we are done talking.

Now drag in the

OptionsWidget and click get because we need to hide it. Drag out from it and search Set
Visibility, connect this to the Set, and make sure it's In Visibility is set to Hidden. Now if its
true we first need to set the CurrentStatement to whatever the player response dictates. Drag
in CurrentStatment, click set, and attach it to True. Drag the Go to Statement pin into the

Current Statement Set pin.

Now we need to check if there are options for the next NPCStatement. So drag NPCStatement
in again and click get. Drag out from it, search Get, and connect the input of that to the
output of the Set Current Statement. Drag out from the Get, search Break
Struct_NPCStatment, and then drag out from the Player Responses and search Length. From
that drag out and search > 50 we can check if it's greater than zero. Drag out from that and
make a branch that is connected to the Set of Current Statement. If its true all we need to do
is call Show Options so drag that in and hook it up. If it false we need to have the NPC say
the line and then not expect a player response. So drag out from False and search Talk. Set
the Text to the NPC Dialogue from when we Broke the Struct and set the time to what ever.
Finally drag the output of the Talk into the Set of the Waiting for Response that we already
made.
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Drag a white execution wire from the BranEhlseoutput arrowto the input arrow on the Setter for Waiting for Response. Make sure the
checkbox remains unchecked.
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Drag a GetteOptionsWidget from the variablemnto the stage.
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Now we need to see we should show more NPCStatements. Drag out from the Go to
Statement and search >=. We want to check if its greater than or equal to zero so we know
we should go somewhere. Drag out from that and search for Branch and connect that to Talk.
First we'll handle the False which means we are done talking. So drag in WaitingForResponse
and click set. We need to say we aren't waiting anymore because we are done talking.
Connect that to False and make sure the check box isn't checked.

Drag out from it and search Set
Visibility, connect this to the Set, and make sure it's In Visibility is set to Hidden. Now if its
true we first need to set the CurrentStatement to whatever the player response dictates. Drag
in CurrentStatment, click set, and attach it to True. Drag the Go to Statement pin into the
Current Statement Set pin.

Now we need to check if there are options for the next NPCStatement. So drag NPCStatement
in again and click get. Drag out from it, search Get, and connect the input of that to the
output of the Set Current Statement. Drag out from the Get, search Break
Struct_NPCStatment, and then drag out from the Player Responses and search Length. From
that drag out and search > 50 we can check if it's greater than zero. Drag out from that and
make a branch that is connected to the Set of Current Statement. If its true all we need to do
is call Show Options so drag that in and hook it up. If it false we need to have the NPC say
the line and then not expect a player response. So drag out from False and search Talk. Set
the Text to the NPC Dialogue from when we Broke the Struct and set the time to what ever.
Finally drag the output of the Talk into the Set of the Waiting for Response that we already
made.




Pull a blue wire from the OptionsWidget getter and searchSetVisibility



