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Kismet Tutorial-5
Viewing Variables

In this tutorial, you will see how to view the values of your variables. In the next tutorial you

will learn how to change the values of your variables.

1. Create a playable area (same as previous tutorials).

2. Open Kismet.

3. Select the log file as shown below: (Right click)

Mew Matines
Mew Condition
Mew Yariable
Mew Event

Cbject Lisk
Cbject Property
Obijective
Particles

Pawn

Physics

Set Variable
Sound

Spawn Projectile
Skary

Switch

Team

Toggle

LI 3cenes
Wehicle

Woice/Announcements

k
2
2
k
2
2
bk
2

Console Command
Canvert To String

Delay

Dorawy Tesck

Finish Sequence
FleThroughHasEnded
Force Feedback

Force Garbane Collection
Gate

Tirner : ;

Trace
Unlock Achievement
Unlack Char

4. You will now see the following sequence obiject, see below:
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6. Right click on the Log sequence object and select bOutputToScreen — bool. As
shown below: This selection allows the output to be shown on the playing screen.

bOutputToScreen - Bool

: bIncludeObiCormment - Bool
eak &l Links To Objeck(s) :
TargetDuration - Float

I =ire| i Hide Unused Conneckors TargetOffset - Yeckor
Show &l Conneckars String - String *

Float - Float *

Create Mew Sequence

Bool - Bool *

Ohject - Object *

Ink - Ink *

ibj Lisk - Object List *
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7. Next we select the type of variable who's value we want displayed. In this case we
select a string variable as shown below:

bIncludeobjCamment - Bool

TargetDuration - Float
Break. all Links To Object{s) d

TargetOffsek - Veckar

Hide Unused Connectors String - String *

BESEH=E chow Al Connectors Float - Float *

Bool - Bool *

Obiject - Object *

Ink - Ink *

Obj List - Cbjeck Lisk *

Creakte Mew Sequence

8. Right clicking on the String output select the Create New String Variable option, see
below:

opy Connections
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9. You should now see what is shown below: Click on the string variable circle to activate
its Properties.

||

I
Sierime] ==

Tywpe here to search

Obj Comment

Outﬁut Obj Comment To Screen'D
-St.f;-.;'alue. DS e T g
Suppress Auko Commenk? _
Var Name E_NU.I.'IE

10. With the string variable Properties selected, enter the text shown below in the Str
Value area.

|

Siirigiel  IFalrgjze

Twpe here to search

Obj Cornrnent
Qutput Obj Comment To Screen [

Str Yalue Hello Kismet!
Suppress Auko Comment? v

War Mame MNaone
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11.Next, right click on the work area and select Level Loaded as shown below:

Mew Action
Mew Matinee

Mew Condition

Mew Yariable

Mew Commmenk :

Mews Cormment (Wrap)

Mew Object War Lsing StaticMeshackor_0
Mew Event Using StaticMeshactor_0

Create Mew Seguence: O Objs
Paste Here

Ackor

Al

Crowwd
Game Ended

Lewel Startup

IMlisc

Obijective

Patticles

Pawn

Physics

Pickup Status Change
Player

Remate Event

Sequence Ackivated

12.Now connect the Loaded and Visible output to the In of the Log object, see below:

[Lewvell Loadesd

Eepzie|=ie zmiel i)
Ezrefiminine) mif e

Haje|
Il
STER EhE e i
i
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13.Next, right-click on the Loaded and Visible output and select Active Delay as shown
below: Set the delay for 2 seconds.

Lewvel Coaded

Break all Links

Copy Connections

Cuk Conneckions

Togale Link, {Disable)
Togagle Link For PIE (Disable)

Hide Cukput

Set Ackivate Delay

14.You should now have what you see below:

Level Laades

) |
(L
St EEE

HE et
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15.Build your level and try it. You should see the following appear on your screen after a
2 second delay.

Hello Kismet!

16.Being able to see the values of your variables is a great help in building a Kismet
sequence. In the next tutorial you will see how you can change the values of your
variables.



