<

UNREAL

ENGINE




]
|

@ UNREAL ENGINE ola|Y AE Eay |

${34f 3: HUD, MEH2 A|AR] T12[7 7

n
oA
N
or
2
[n
N

q/ &5 ZR1E

HIAE C2l0|H(605)

. UMG 274
o A2 ATIOIM ULt HUD 2H57]
o Aol Him AAER LAl K] 7S =0

JZo2|(902)

. St HUD BHE7|
o MY CHOX], J2| 20 FH4 AlAE 2HST|
. P B A|AH 0S|

QEZL YU EER(902

~

- UICIAl 2557
- Yol SES HFHLIE =151

HIAE cajo|e

F XM= UMG, ‘2| 24 Oefi)'2 SENMOZ CHELICH Ul 24 FIZH| AJ0A UMG A|AEIS| IZ|2
Oltlidt= M OlR SR 8tL|CH 0| ZEH= "Your First Hour with UMG’ @ L|Ct ZEH= hitps://www.unrealengine.
com/en-US/onlinelearning-courses/your-first-hour-with-umg Ol A{ 2ol 2~ Ql& LI

O] Z%0| Af2E|= EZ2HEES CIRZESIHE OFIZER| 0| AN A TEZE AFESH{OF BLICH www.unrealengine.com
1= =t =
=

Ol 2015k, R 2ttte] HH[Y 2[of DFeAS SEiLCh HY H|O[X| 7t Eel 11, 2150 54

(@]
= 20| EAEILICH 22 ofafo] ‘A AF'0| UBLICH ZE0l Y= A=S 2ojdont 2lo|zei2lo) ] T2HES
Yz oliMe o AL,

T AA-d



https://learn.unrealengine.com/course/3061301
https://www.unrealengine.com/en-US/onlinelearning-courses/your-first-hour-with-umg
https://www.unrealengine.com/en-US/onlinelearning-courses/your-first-hour-with-umg
https://www.unrealengine.com

@ UNREAL ENGINE

M, O JEf0l|M B
dLth Z2HE0 2 &

O
4 4+ 9l 715 A7t
A BES Fotekn

Al EX] 7158 7L e Al
Fe{ 2 AlZEOl B &2 K| et

—

2 S 2= &850 Aol oQ! Tl F2f
|. o]

Q
u
ne
=
|>
Im
Im
12
o
|
e

’ [Ey

Ol AIARIOl YT UMGR SR ERIER F4-, 220]01Q] M, J2|1 Ao 2T SHE =7t LT,

M

g
A|AST 042 BILBILICE F4s
Sof wet 2HELCH 2012 83y
e eizsloet 2 & & AU
QI3 Ao Y2 E HOIE LR & 25 UBLICH

*M,E2 Fl o|0[X|7t HRglL|Tt,

>

i

o

X Hat2X0f| A M_Pickup_CoinS AL Ct,
2loiA HE[Z|E S SHELICH ME2 HE|2[HQ
£ M_UI_Coin2 2 MH3stn FHL|Ct,

[e)

rl

O HorH
Ol U

tet CIE|Y 12 ©| MaterialOll Material DomainS
nterface= HFEL|CE J2{ 0| M Lerp = EE
=2 L2 M_UI_Coin = =9| |Z M zio

LICH HE[2|YE MAeL(Ct

&
Lo
[[OI-_>.‘_

rQ Wi
n

UIHE|2[E S ddYeL], o[H| HE|2|E S FIte HUDE
2HS0{0F BfLIE

I, CHAl 2”IX HEtRK = SOt7HM HZE LHEH=
UMG_HUD=t= 9| SR ZZIES S0 EUCH

2. Canvas Panel0l| ImageS 3=7}5t11, Alignment2)
XetYZts 1,12 BN 25 Stetoll D™ gLt
Size To Content= M= fL|Ct CIH|Y I{E 2
Appearance 250X ImageE M_UI_CoinZ
A5, Image Size2| X2f YZ[2 160,1602 2
ALt

3. Canvas Paneld| Text ¢RI S F7tetLICH 0|ES
Coins Collected= 7511 HEIX|E M3 GLICE
O|AL QEZX SEHo| D™BfLICH X fIXIE -652,
Y #IX|E -502 = HE5t1! Alignment2| X2t
Y 22 1,12 X|HELICL Size To ContentS
N3 gLct,

4, Text= 022 YHYLILE color= H2MO =,
font size= 3622 AHTfLICE Justification2
S ¥E= YLt

5 Details 3 Parameter Default:

Search Details jo) E o~
4 Material
(REICHEINNSGET I User Interface - [ial

Blend Mode Opaque -

-

Metallic:

08 ¥
.




@ UNREAL ENGINE olE|Y MAE Eal | 234 3

HUDS Dol &

mjo

et HYULITH S2l0[0f7t SHE F2E HUDZ YHI0IEE =5 oliFAlCt

\J

FerLI

1. UMG_HUD O|#|E 12 0f|M UpdateCoinsZt= 0|22 HAE O|HIES =
S FIfetct,

Z7tst o|Hl EC| C|E|Y THE 0| A Current Coins2l= O|29| QIE|X Q&g =
2. Coins Collected E|AE 2{XO| 2HHAE TfjZof =ef H =EF LY,
oA 20| A Set Text =EZ 2=71ghL|C}

3. UpdateCoins = =2| &3t T} Current Coins &I'S Set Text .= = 9| s{&st= Tl & JHof| 2+2f HAZA LY,
EZRIZIEES AMATL|CY,

\J

HUD= A EQL|Ct

O =2 A = AIZX|Z, HUDOE= H2 2E0| ERSHX| gi&LIth HUDE YCI0|EE HIOIHE
2HOPM HEA|RE S 30|10, HIO|E] XiA|i= CHE ol M HHI0|EEILICE HUD= EAl80[2h=
A2 o|Zle 7hE =&t 2HALICH HUD= Of| 2| 20|31 Z2|0jojof| A WEE MHS= A
O|&f2 i M= ¢ Elths SULICH CIO[E XMEat HLt2 Aol CHE F=20| XL T,

—_ -

¢ . - _J SetText (Text)
> UpdateCoins

Current Coins " Coins Collected
In Text

“f.T'oT.ext (integer)

Value Return Value

O[X| UpdateCoins O|#l E 7} 2-45tH HUDZt &IH|0| EE LICE UpdateCoins O|HIES A {0l =715l FAIC
Cts /Y2 Game Mode = FZ2IE0i| M O|FO{X|2 2, A Y HIO[E{ et Y e §E2= AL A =0 MEst= Al S&LICL

1. O|tH CHA|7} 7pE ZRBILICE O™ Z £t OHEZEX| 2 ot HO| HUDEE F:7tst0, L EE MES I AFSS H
HHZHAS OHS ZLICH Game Mode =R I 2IE0| A S| t20f 220|017t 2|AZS f HUDSE
o] 7 dedot= EH7F LOILEX| EELICH s E= BHEA] A Hil {340l A BHE Event BeginPlay .= =2F
Bind Event to On Destroyed == AfO[Of| =IO RFLICEH CHA| HIRIY = =0 HASH= AT UX| OHM L.

[ Add to Viewport
<> Event BeginFlay = Create UMG HUD Widget

Target




@ UNREAL ENGINE | IjAE El

No oW

=—==5

E80|= =2 FEEO| HUD7I MEHE EA|S[=X] 2telgiL|Ct,
'PlayerCoins’2t= 0|5 2| QIEIX| HE ML

O|HlE 2ol ‘AddCoins’2t= O|S2] HAE O[HIEE MMBfL|C
Increment Integer == 5 7 LICH ‘++' S HMSIH A &2 5 USLICH

PlayerCoins2| 2|21 A S 2715111 Increment Integer = =2| X = Q124 lof| HAZAgfLICE,
PlayerUIRef2| 2|IHZAES ol =2f1 o EFZefL|CH 2| A A = =0i| A Update == F7teL(C]
Coins Update Coins = =°| Current Coins TS Increment Integer .= =2 X=AM FJIoHL|CY,

= ol AZgct J2(0 A mHE AZeL

L

T "¢ Update Coins
> AddCoins Taraet is UMG HUL

- »
>—>» . —

Target

. 2 *~— @ Current Coins

Player Cains @
Player UIRef

2|10 oM HEH 24K 2 PlayerUIRef2| 2| HZAEZ 2ol E2f o EE3t LIS, Update Coins =2
227}8tL|C} Current Coins T2 Set PlayerCoins == =M =2 nlo| HZstD, Mg T8 HAATHL|CE

L=-

=]

* & Update Coins :

p—>

O Player Coins [0 ] i Target

@ Current Coins

|"‘-.—_

Player UlIRef

n}
]
e
w



@ UNREAL ENGINE

ol Ct & LICH

1. ZEIX BetX{ 0| M BP_Pickup_Child_CoinS LIC}

Destroy Actor ' =2} Print String = =2 £0FA{ ARH|EHL|CH,

3. Get Game Mode ==Z2 Z7}gfL|C} O] .==0{ A ThirdPersonGameModed| &
= A IS Pickup grabbed O|HIE Q| =21 AldH Toj| HAZSL|C,

A =1 Th|rdPersonGameMode°||

N

E2m2lES HnARILCE,

Mot e

83t L = O| As Third Person Game Mode T/ 0]
ZItgtL|Ct 2=0tst =9 @121 Al TS ThirdPersonGameMode0f| &tHEt .- =9

re
u
ne
=
|>
Im
Im
12
o
i

z
w

£ Fotey,

Coins =EZ

Ol A Add
=8 Al mlof| HZgLICE

& Pickup grabbed

»+ Cast To ThirdPersonGameMode

Object
[ Get Game Mode AR P

Return Value

LT T ——

OIX| Z2f|0[0f7t 2| S5t
el 2ol M M

HeEa 2l ey
T Efhsfof BT

E7f 91.7%_'—1‘—5 3*E|7f ’11 H’SLIEL

St

7150| QL010F Bt H,

1. UMG_HUD= gL|Ct,
2. Canvas Panel? =

IOOOE AJII-IOI'L||:_|- 0|X‘|I O|

L ER=CUGERIEEE

S|E=32
=

SHEH| 4_78 %l Progress Bar ¢/ %l

3. O|HIE J2{Iof A UpdateHeaIthEr‘— 0|29 HAH o|t+,1|

Current Healthzt=

4, Health T2 3| A Hf

Ak,

5. UpdateHealth ==2| A&t i1

0|29 ZR2E Q|32 X}t |},

H== T

M| HHAZ 2o =2 M

2} Current Health T2 Set

SFIZIES Ao gL,

X045

1, CIEIY 11 22| Progress =0 Percent2

2 HealthZ M35t He 6{ELE M3 RLICE

£ F7tELIn) 3=0tet | ES| ClH| Y o 20l A

H ESBILICE 2|2 A = =0{ A Set Percent =5

Percent .= =0| 3l{Fdt= B & JHof| 2p2f S Z LT,

=



@ UNREAL ENGINE of

T " f set Percent
> teHea largetis |

Target

Current Health @
@ In Percent

YYS 7L, O FHEIE A YFHS = A ILICH

=20]0{2] HFHHZ U0 YH[0|ESH = T
ZIEO|M O|FOFLICY,

[eNe] =

| -
— o
Ct2 =212 ThirdPersonCharacter S22 E

o}

[

]
mn
njo

1. PlayerHealth2l= 0|52 EEE H= 107|222 100202 AHBiCt

2. J2|1 PlayerDamagedzt= 0| 52| HAH O|HIES MM eLICt PlayerDamaged O|#IE0i| | PlayerHealthS
MZ2 o= 48< ZL|Ct YTt PlayerHealth| 2| HEA S FTI0E CHE, 2| I{H A A float - float =5
OHSLICH Of2fiZ 4~(Z4)E 52 MM, float - float = =9| Z1= Set PlayerHealth .= =0 2ZSHL|C}

3.  O|M MZ2 2 S M= ZILICt Get All Widgets Of Class = =5 J2{I0f| X7}8tL|Ct Widget Class M2 S
UMG_HUDZ HZETIL|CE

¢ PlayerDamaged

SET

Player Health &=

ﬂJIO

Game Mode SFZZIE0{A 2HE Ul AT A S tHASl= =EQLICH £ SeHA0M &5 Sl 2= /MO G (At =25)
dretot= Helet 7I% | Ct O] 7|52 0] UIE eAHOf AT0|ES =~ A 3T, K2 Z2HME AYo M &H 2 40|
olAL|C},



@ UNREAL ENGINE ola|U AE EH |

=—==5

n}
]
e
w

4, Get All Widgets Of Class .==2| Found Widgets Z!0{| A 2-0|0{E =2§ 15} For Each Loop L EE FTfgfLLt,
5, For Each Loop = =2| Array Element Z!/0{A] Update Health == Z7}5t10 Al o

I Get All Widgets Of Class = € For Each Loop
. 2 ——— P Exac

'Widget Class Found Widgets Amray Amay Element

e .'Llpﬂate Health

Target

Op Cumrent Health [100.0]
Top Level Only ) |

A For Each Loop === FO{TI HIE0f LetEl BE eh=0f fs] P =5 &

UMG_HUD Z:2iA°| ZE 9(MEZ &ELIC O2|10 2 |F0f| CHsH UpdateHealth
O|M| Mchz2 &l MHE X5 7HqdH ElL|Ct,

o OH'I
ot
sy
o
-
o

ot

6. UpdateHealth O|HIE 0| [Ttz AH| 0| EE HealthProgressBar ¢/ 510f|= HHE[X|7F LTt
m2ta MEH XS HAE[X| 2 HH7| 2/l PlayerHealthE 1002 = Li+w|OF gfLICY,
Set PlayerHealth .= =2| X2 =24 T0j| A float + float = =2 F7}etL|C} Ol2HZ £2 10022 AFSt1
float + float .= == Update Health ==2| Current Health ZI0{| I ZgtL|C},

dEHo[ 0/t = S2l0[of7t =X| g™ OFR ofn|7t glgLith XIgRE It 7|50 I24L(T,

1. For Each Loop '==2| Completed =0 A 2tO|0{E =25t 10 Branch = =5 =7tgfLICt,

E T
Completed TI0f| @ ZEl Branch ‘=== For Each Loop ‘= =7t B{E 2| 2 E o =0] Cidl Loop Body IO HEE 2RE LES
Mot & RS ELICH OHOl| = g2 ¥50| St L|Ct,

2. Branch == Z PlayerHealth”| 0 O|521X| &tQI8{OF 2fL|Ct Branch '==2| Condition TI0i|A] float <= float
L EE FTILICE float <= float .= = 2| AT T2 Get PlayerHealth 0| &2 =|0{0F 6}, St T2 02 =
A= 0] RJUO{OF LT,

3. Branch = =2| True 0| A| Destroy Actor == Z=7|2fL|C}, O|X| I|SHE HF BtO| (/O™ Z2)|0|0{7}F S&LILC
(O2|1 g|AESL|CH)

2| AE Z|0f= PlayerHealthS 1002 £ *7|3}6t= Z{E QIO ™ o E[L|C},

Amay  Amay Blement

Array Index

Completed B =

[ DestroyActor

Target | gelf|




@ UNREAL ENGINE ola|U AE EH |

=—==5

n}
]
e
w

4, Event BeginPlay =2 &&LICH

5, {ollM HEH ZIME Get Widgets Of Class === F7}5111, Widget ClassE UMG_HUD=Z &&ot LS
For Each Loop =E=2 £2¢/L|C},

6. O| 0| = For Each Loop ==2| Array Element /0] A{ Update Health == 27|51 Al Tl HASHL|C}

—= T =-
7. O}X|2f© 2 PlayerHealth 2|21 A S =719t O, float + float = == A2l PlayerHealthS 5520|1002 2

LH=10 float + float .= == Update Health = =2| Current Health Z/0{| EIL|C},

i)
> Event BeginPlay | Get All Widgets Of Class = (") For Each Loop

Widget 55 Found Widgets Array Array Element
Array Index O» e
Top Level Only i
it g B Completed |

7 @ Current Health

" Player Health @ — @

NES
1. Xt I LA S2lolofof|AHl 22 Y & == = On Component Begin Overlap O|HIEE &t&LICE
2. Mol £2| Set OnFire ':==0i| A Set Timer by Function Name ==5 Z7}gtL|C},

Function Name0i| PlayerDamagedZS /=5t Time2 1.0° £ AX3t11, LoopingS M3 EfLICY

: | Set Timer by Function Name
.—_ .
urn Value Object Return Value

elect Asset w

Function Name
[ PlayerDamaged |

p Time |E|

Looping ]

3. On Component End Overlap O|#IE Z£9| Deactivate = =0{|A| Clear and Invalidate Timer by Handle ==

Ittt =718t ==9| Handle &S Set Timer by Function Name ==2| Return Value Z!0{| HZgHL|C},



@ UNREAL ENGINE ola|e I|AE E

N

>

=—==5

f Set Timer hf?unci.i;nﬁame
: SET
»

On Fire ] Return Value

[ Deactivate

Target Handle

Content — FirstHourUMG — PickupsOi| A Part_LevelEnd FHAZ|0|E IIE|2 A|AEIS Rtof RE2ISILICE
OfAl M - 0| S S MEHSI] MU S T2tm2| T2 M EO| Content ZH 2 SZULICH OIS O H
Jgme| ZT2HMES HL|C},

M EFI2IE HHE MHBILICH 0|52 BP_LevelEnd= X| & 2LICE

FE HXHEES FIt6t0, AHA|Y T2THE|E 2.0, 2.0, 0.12 A™ELICH A-H0| oSN Q.

Cube AEXHEE FE HAXHEZ OhgL|CY,

CIEHIY 112 Materials & 52| SSCH2 004 M_Pickup_Coin2 A& fL|Ct,

EFIZ2IE 50 Box Collision ZXHE S F7t5t1, AHY T2HEIE 1.0, 1.0, 20.02 2 HFSILICY,
SFIOZIE S0 Particle System ZEXHEE F7I5t1, AHY Z2HE[E1.0,1.0,10.02 2 HHILICE
CIEIY 112 9| Particles Of2H0| M Part_LevelEnd E/Z3!S MEStL|CH E2T2IES AL,

FHX HelRX 2 S0}2t A Part_LevelEnd Bl Z3/S HL|C}

O|0JE] I 1= 2=2/8} 11, TypeData » New Mesh DataZ O|S8fL|C}, 2Z0{ A Mesh DataZ AMEiSI,
CIE|Y ool M B|A|S SM_Pickup_Coin2 2 HtEL|C},

220||M Initial SizeZ ME{SI D ClE|Y ol A Max2 Min A& SHISILICE X, Y, Z9| MaxZ 0.2%,
Min2 0.012 47X %L|CH Locked Axes= XYZS MEHGHL|CY,

HESS MEYSLICL O|X| EREZIETL CHYSE 37|12 SH0| AFESHOf BfL|CE,

0

]
e
w



@ UNREAL ENGINE OlE|H IJAE EaH | 2|3 4F 3

A2 AT 2 Aot et SYLICH AT TEIHE 2= 4 H0H &X|= RYLICH le|E dFlez I S o mf
SRt A ZE 7SS UAHDSHE 2| OfL2t 2HEES T3t ARt AME Sl /ots de 7o + s =9 72X
O E == AYLICE HE'2 ofLi7F ot w7t BgLICt
1. BP_LevelEnd O|#IE J2{ O M X|S7HX| B2 7|52 & MM Y S22 et 2AS =718l MK,
S20]0], 1Y 2E, UMG, 12|10 S AfO[°] &2 282 el EMR. HIOo[H = oo M A7te?

AYel oe] 4= HEH &= HELNR?

WS DE0HH RS 0078 E 1, 'UMG 2’ T2HE MUS ChA| #THE D CHE ARS2 o HAlS

emzg YES

0|z 913 CIRHO|AR & 4 Q= AFH HIZH IHS 207K O & MIZLICH IHS ATHE D 6l 29| UMGO] CHYSt i3I8
7160 2M2. of 9 QIE{H 0| A7t &I BHO|D 0120 SEX| LIge 21, UMGE AL 11 7|52 OfE 2 ChA| 25 %
QUS| M2t A2, DT S Of2] A Yol A AFBES ChFSH UIo] 26} 26 21, 1 UIS THA| HS 2rele Mate &
247} S SHLIY RN ApIAkD HYE0] RIS ATHEH HAIL.

Orget A0| HZLIX| =CHH, 7|04 QE 2|9 SSH AT HAHLSE T2 CAIYLICE of|Ho| i2|E AdlElo= TS
71004 28 2 old Y20 sSH MW A E TYAUSLICEL 7|04 28 oM= S0|07t YT HES w210 TAE
HAISO0| W& H Wtx] 7|ttel= 54 2|2F o] EAIS S0 7 XE S F7tASLICHL BAS0| 17 el QK| &
M S2{0/017F YT HES +2H HEIL S5 YTots 27 W E2HELCHL UMGR 22 HAHLISE THAl 250 =2 &
AL L,

SN E2 dAIS 2THEHNM XpARS Ul 7|58 2S00 B1, £2 |4 AEH0|AR 2K EE25 M. HASO|
A OA S SEH2 FAAIR? 22[01019] FHo| E-O| H= 555 Ul 7|s22E o Al /lLtR?

A QIHHOIA 7|50 2ol E20t1 UMGE AtEd 25 7|53 THAl ZHE2{Lt Lol 7|53 ZiEet T, ot 2HE Ao of
HIHLIEOILE AL S 7151 ESX] OfO[L|{7F MR E 2= AS HLICH MA S AYS leh 442 Of0|C|0 S H &1t

=200 EM Q. It OFF E2 R4S FIISHOF FLICL E=0| Z2LIH X7 |7F A2fsh i o #HL

BN XS] B2 A2 E AT Trefot AIA-MS Bol EMR. A0 b2 BE2 ZAL
Hi M 2.

OILf ANARS Ao ¢ 6H
Soll Of0|E|E i WY =

HFHLZOILE A|AEE =7ICHE SR 2EAFMR. M2 AYS S2fofoh 21 ofH =ZIX| &fels) BAe EE2Y de
3DE SHOE TSN R,

P

«  O{Z{Z(Difficulties): O|H & YA L0IAM 71 O RAL UZE BE 2 HALIR? F7tet HFHLFO|LE A|AHI9|

TE7F RO IR?
. "E'E(DISCOVBNBS) Ul R4S 2USHOE 2 ZAULIR? M2 =71et HIAHLISO|LE A|AEE Tes Sof| st A
H)\M }'9—9

«  H(Dreams): Y S U= HHM HLUE T2 HIFHLISE A|ARO] Tt OF0|E[0f= FKRALER? 11 OFO|T|HE
AAHSHY| ?ldh Lotor gt A #ItR?



@ UNREAL ENGINE

The Pathless | Giant Squid



