HOW TO ADD NEW ACTORS

Prerequisites

Intro to actor & placeholder mods

Introduction

In this guide, we’ll look at actor addition by creating a simple mod, which adds a couple of basic
actors as well as an actor that uses our own blueprint.

Basic setup

1.

2.

Start by launching Zone Kit and creating an empty mod.

After the creation is finished, navigate to the mod’'s Content folder in Content Browser,
right-click on an empty space, and select Blueprint Class under the Create Basic Asset

category:
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3. Select Actor in the open Pick Parent Class window:
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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 receive
input from a controller.

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

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

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

An ActorComponent is a reusable component that can
be added to any actor.

A Scene Component is a component that has a scene
transform and can be attached to other scene...
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4. Name and open the created blueprint.



5. Firstly, let’s add a Static Mesh Component to the actor by selecting Add - Static Mesh:
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6. Select the added component.



7. Inthe Details panel, locate the Static Mesh property and select a mesh you like:
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8. Update the component’s transform if needed.



9. Secondly, let's make our actor rotate by adding a Rotating Movement component. Set the
desired rotation parameters in the Details panel, primarily the rate:
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10. Select the Compile and Save buttons. The setup is finished.

Adding actors to the world
Now let’s actually add some actors to the game’s world.

1. In Content Browser, select All and find the WorldMap_WP Level, which is the main world of the
game (you can utilize the filter-by-asset-type functionality to search more efficiently):
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“ ResetFilters
Custom Filters

FILTERS

1 Common Filters

E] Niagara System
[] Blueprint Class
[ ] C+t Class
[:] Material
- [ ] Skeletal Mesh
: || & Static Mesh
B outputLog #5 Content Browser x :
v
4 Add  Z@Fab  Mimport |@SaveAl @ @ Al >
» Favorites Q. Filters E ~ Animation 2 v
[:] Artificial Intelligence >
oiake2 Qe | Audio >
__ % Mods | Audiokinetic >
i MyActorAddition Content | Blueprint > !
w I& Content . .
» m 3rdParty B || Cinematics >
__GeometryCollisionMaps__ D Dataprep Asset >
:grl;g:_ﬂeferences_ — D Datasmith 4
_STALKER2 001_L D Editor Utilities > 01_BorderZone_AudioLevel 01_butov
_Stalker_2 . _art_test
» ImBarbedWireSplineTool D Foliage >
BiomsGeneratorMaterials LR >
» imBirds
» EmBlueprints Level E] Gameplay > Level Level
» ImBouncelighting [:] GSC Animation >
BulletimpactVFX
» im Cinematics D (g 2
m DebugToolContent | Interchange >
» imEditor ntercl
» BmGameLite | Interchange Import TestPlan > !
» imGrassLandscape D Material >
HDRI_test "
Houdini_Engine D M.edla 2
:P_wg!;mgfolde: || Miscellaneous >
evelBitmaps 01Kt WP 01_makovoe_pole_02_art_ 01_melni
» imlight L | Mod TextTool 4 testClouds
» imLocalization | Paper2D >
mMap .
:- MapAutotest D BISES e
» i Maps Ll QuestTool Asset > Level =
» Bm Materials
» ImMegascans % fexte >
= User Interface >
Collecti |
> Gollections e 32981 | wWater >
5 Content Drawer [ OutputLog  BIJCmd v Enter Console Command || World >

M outputLog h Content Browser X

+Add  &Fab Mimport [BsaveAl © @ Al >

» Favorites Q  Filters
v Stalker2 Q (el

FwmAL
v Ja Mods
im MyActorAddition Content
v Il Content
» im 3rdParty
GeometryCollisionMaps__
DLC1
i _Error_References_
i _STALKER2
@ _Stalker_2
i BarbedWireSplineTool
i BiomsGeneratorMaterials
i Birds
im Blueprints
imBounceLighting
im BulletimpactVFX
mm Cinematics.
im DebugToolContent
i Editor
i GameLite
jm GrassLandscape
mm HDRI_test
» im HoudiniEngine
» i ID_workingfolder
» EmLevelBitmaps
» imlight
» i Localization
= Map

2. (x WorldMa|

WorldMa'

o L__n
VorldMap_WP (Level)

Path: /Game/_Stalker_2/maps/_Stalker2_IIN{EINEp

Asset Filepath Length: 73/210

Cooking Filepath Length: 119/ 260

Disk Size: 34,587 KiB

Primary Asset Type: Map

Primary Asset Name: /Game/_Stalker_2/maps/_Stalker2_WorldMap/WorldMap_WP
Date Modified: 04.05.26

vvvvvvvvw

vvw




2. Open the level. When the loading is finished, open Window - World Partition - World
Partition Editor:
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3. Now let’s load a World Partition Region where we’ll add our actors. Select a region, right-click,
and select Load Region From Selection. We’ll use a small region near the Cabin located in the
Lesser Zone:
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When the loading is finished, let’s add some actors to the world. We'll start with a pair of basic
shapes. Select Quick Add - Place Actors - Basic - Actor:
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Select and properly name the newly added actor using the Outliner panel:
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We’ll add a Cube and a Text Render component to the actor and edit them in the actor’s

Details panel:
- " - = 4 MI_roa_gec_aspnaiia

: & Mi_roa_dec_asphalt 5
& Mi_roa_dec_asphalt_7
& Mi_roa_dec_asphalt 53
& Mi_roa_dec_asphalt_54
& Mi_roa_dec_asphalt_59

NavChunkDataLayers
NavDataLayerGroup_E01_MQO01_PrologueWall
NavDatalayerGroup_E06_MQO3_SIIRCA
NavDataLayerGroup_E07_MQO1_SphereAttacked
NavDataLayerGroup_E07_SQ01_ZallisyaAttacked

x A World Partition

Q Search

2 DataLayers

ecalActor
DecalActor
DecalActor
DecalActor
DecalActor
DecalActor

NavChunkDataLayers
NavDataLayerGroup
NavDataLayerGroup
NavDataLayerGroup
NavDataLayerGroup

® World Settings

Geneal LoD Misc  Rendeing (AN

¥ Transform

v {}% Settings Location v |00cm 00em 1 600cm
Rotation v loo* loo* |00
Py X WorldMa ®v

scale v o I10 10 110

v Materials.
Ra— f" i DefaultTextMaterialOpaque ~

! ! v Tert
Text
DefaultTextMaterialopaque v
‘Text Material
Wordva X3 €K
[Sik. | RobotoDistanceField v
Font
€eb
“ Level §

Horizontal Alignment Left v
Vertcal Aligament TetBotom v

» Tetensrco ]

XScale

10

Eerived Data v



7. Now repeat the same steps to add an actor with a Sphere component:
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8. Select the Save icon in the top left corner to save the current level:
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9. Note that actors have been saved to a disk in the mod’s ExternalActors folder, e.g.,
Stalker2\Mods|MyActorAddition|Content|ExternalActors|ContentBundle|814C7A1545E6 2EE
56630A7B9E705DDB3\_Stalker_2\maps|_Stalker2_WorldMap|WorldMap_WPI51U10143VPD2
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10. Now let’s add an actor that uses our custom blueprint class. Navigate to the mod'’s content
directory and simply drag and drop the blueprint class asset into the world. Name the actor



and transform it if needed:
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11. Save your changes.

Observing the results

Before we package our mod, let’s test the changes in a PIE session.

1. Go to the Change Play Mode and Play settings to select Spawn Player At ... - Current Camera
Location:
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2. Position your camera as desired and start a PIE session.



3. Observe our actors in the game’s world:
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4. Now we can package the mod and test it in-game.
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