


A0 T nwlouf o
XAHA G v=>unw
y
3D i
n X X
3D i
n X
ebkx O 6 i 3D i i
X i X
n
H " LN
o} o} i X
i i X
i X
X i X i i
X
i {0]
acd
“xa0 Y4 NQy XNii N n % 7
{0)



https://cdn2.unrealengine.com/getting-started-ue-hour-of-code-a9ba54249b3a.pdf

T nwl! uT
XA HA @i y>unw

o

i X UNP
i X i i X
N
“IoLn
10 i
2 i i
2 i i
i 1 X

Hul 7 YA S>H X htav f i

[® [ | {.‘

.
a
|
4

d

I

00la- o©

L L)t ot S |

Coment »




!

Le\'v ‘

Lev
Ley

Blueprint

v Alw

s Loade

6 levels (1 s

T Details

001b -

o

(e

i % Hu
Actor i
i % Hu

AN

vy

Level_01_End i 3af
"y «

Make Current
Visibility

Lock

Lighting Scenario

Find in Content Browser
Iptions

All Levels

Invert Level Selection

Select Act

Des

Select Streaming Volumes

Move To

1 K
X n
Level_01_end X
%V 4yd X

He->h HI

Level 01_end i

n

T nwl! uT
XA HA @i y>unw

X X

o



W- wav et o

XAHA G v=>unw

i % Hu Actorii Actor i1 i 3 Hu K

=c

= World Outliner

’Levcls - @

) ) =3 L e
Le--.fel_l)1 #9 Create Folder
Level 0:

Level_0:
Level_0¢
Level ps  Lock

Teacher Find in Content Browse

Make Current

ct All Levels
ect All Levels
7 levels (1 select
De
SM_Floating
+ Add Comps

001c- Actor Level ## Vi Actor

X

*c
©
o =
X

Ctrl+ W Y 6 Ad
to Ctrl+8 X n n
X 8 X

I ¢



TNw!oug g
XA HA @i y>unw

Kal|yga o
b i 5 i a | Qu
0 H X i it i
X

1199 /83

) i= Woild Outliner
\ -
- ’Levels v @
.aunch

v P Selected Viewport
P> Mobile Preview £53.1 (PIE)
F New Editor Window (PIE)

A standalan 2
P Standalone Game

P Simulate

® P Current Camera Location

& Delault Player Start

Number of Players -
3 Play Offline M nt -

Advanced Settings

00id- o o 0 o H
Oekacel
i X n X T
1 X
2 2 X JJKs g # Hour_of_Code Blueprints n
BP_checkpoint X
7 X



S nw! uT
XA HA @i y>unw

002a -

X

X

= *(

a

002b- o

002c - n X




W «a et o

XAHA G v=>unw

K 5 3l Qioyax i
X i X 7 i i
X
t0 X
. )
nw!
i K A f Te) i
x to i
X e 0 o) i XK

-
1
i
.
=
-
-
i 3
4

I

003 - W
JJK< g alJ] K->Hour_of Code ->Static_ Meshes (3 Static_Mesh n SM_Floatinglsland_S
X 7 X
SM_Floatinglsland_S i n w N X i
X



@‘xéo Lo hwlug o
XA"™Ha @il V> unw

003a - W
Alt i AT N 0 X i Alt
i X i e X
i i i X
n é n n X
Sequencer X
K< p J] K ->Hour_of Code ->Sequences X 0 o] "Hm i n-

=<

Hi Z

X ¢



& .

Recently Placed

004 -

005 -

X

S_movingPlatformsk

T nwl! uT
XA HA @i y>unw

o



W- wav pwer o

XAHA G v=>unw

S_movingPlatforms 7 Sequencer X Sequencer K< 5 X
[T E TR I Y [
005a - Sequencer K
X y
7 X
i i X y
e X Q X
H1e XK
€M "Ye o Bleepe Blarp B
n 7 X
(000} n 5 0006 1 0 5 X
S X
= n X 0 500 |7|
n 500 (0]7] n 0 500 0n
X
0
Tweeninge X n n X
Lerpe X X




@“’)’(50 o ‘__pW'UT o
XA™HA @ v=>unw

~

Actor Shift i Actorx e
X X Sequencer K ¢, i Actor . Sequencer -> || I & | a #

=<
=<

actors f3

Viecal [Mecta

et e

S S movagumam:

jdidcca d P Do |-

005b - Sequencer X
i Sequencer OF n 1KV 7
i X
1 n Wi 15 i X



|

% s

4 r-_*" Q 8‘ ﬁ *,' O - O~ 0 s~ ‘.. -

T, v rives - Y |
I SMFloatingltland S1

Transfomm -

¥ SM_Floatingistand_52

Transiorm

[ diidccdl 4 P DoPIP |~

006 - 0015%

Hex 1Q €q 44Y4

2. H Vi

== Content Browser % Sequencer

o- B Q @ N O

4 Track v YFilters v JEEIIRIE L

7 SM_Floatinglsland_S2

> Transform

4§} SM_Floatingisland_S3

007 -

X

T nwl! uT
XA HA @i y>unw

o



o
-
O
C

3 i " K
A 45 ¥
A
A i

0015

¥

"B A B E NO-p- - -0 -
T, v i -

Transfoem +

X

008 - 0045

A 75 %
A Transform K

00454

T nwl! uT
XA HA @i y>unw

o



- xav e
XA"™Ha @il V> unw

= o

& Sequencer

'F-_*I'O\&ﬁ \' O P~ {)“6 7~ 0-2;‘;

Track » Y Filters » [EINERIE SRR 0076

fransform
7 SM_Floatingisiand_S3

Transform

009 - 7" 0075%

=c

=c
X
=c
=

(]
=
=c

Copy

Duplicate

010- K



W «a et o

XAHA G v=>unw

6. 7 105 nkK ¢ n M ->pOH1 X

r'm;’ erhies

on.Roll
von.Pitch

011-

Xc

= SM_movingPlatiommis ‘4

[ Alld=a1 4 P okie | =

012-

X



W cas il ei o

XAHA G v=>unw

N * N . s oo .
Sequencer 3 E EI n nT 3 EUI X
X i 7 *
NJK< @ ¥# S _movingPlatform Z° i *

ed

(\\‘
y -

- o [

. “

FABICOmponwtt =| o BloeperriAdd 5

CEETr—
T s

S —

[0 1 = & [ 3 e

=
SECTT
I -

B9 E2XS IR
O O R
OIS SO O -

Corterd  Hour of Code » Secpences

! {'“ ‘ ("‘ Ted
R S SIS

013- X
10 i é ) X éln
X
A S_movingPlatform Actor %
A VT 7 ni ax
A é. i W éJ X



W cas il ei o

XAHA G v=>unw

Pecrrtly Piced

| Pon

v B
A CHrpont - o Bheprat/Add s

RS EXES (OIS
RS R0 S
S SRS (S

= L
BANNN S L imoct MScvoAR & 5 B Cotent » Mo of Code » Scquences

F” ! yt‘

SHORS

014- e
11 X 7 X
0
i i X
7 X




W i LA
XA"™Ha @il V> unw

G M S 1n*

Sequencer i X

Hex 1Q €q 4H4

015- 30fpse KK
wnY o Z Z
X
a s
n n X BP_checkpoint
n X



@GXél.') o ‘__pW'“T (o}
XA™Ha @l v=unw

L
E X
3
b2
N~
:..
L_
A..

I

BAKSew s Lwpat MSavedl ¢ & Comdert » Mow of " .de » Dhagriots

e - { =]

Xc

016-

X
=<
=c

20



017-

0~ o, 0° xa0Aav fH
" n
X n
X 0 o}
X
BP_checkpoint Actor X
5 X
n X

Xc

X

EventBeginOverlap

P J-

T nwl! uT
XA HA @i y>unw

21

o

o



W- wav et o

XAHA G v=>unw

018- *
2 ., 0
7 X B'Q i i X
B'Q 7 o i UN %
3 .0
i X
X
i X
4 . O
i
y
A Actor it Actor Xk
A i X
A i i A M X
A AM= v= 3
i i X
i X
5 ., 0
i X

22



3D

=<

=<

*c

o T nwl! u g
XA™HAGEH v=unw

o

=X«

23



