Tyropuasa no Unreal Engine. Hacts 4: Ul

[ Single Player
- - on

I Multiplayer

l Settings

Pa3zpaboTunky BUICOUTP UCTIONB3YIOT TPAdUKY M TEKCT ISl OTOOPasKEHUsT HEOOXOJMMOMN
uH(pOpMaIIMK, HAPUMED, 30POBBS WA OUYKOB. ITO Ha3bIBaeTCsl HHTEP(HEHCOM MoIb30BaTeNs
(user interface, Ul).

Ul B Unreal Engine 4 coznaércest ¢ momomnisto Unreal Motion Graphics (UMG). UMG no3Bouisiet
ynoOHo BeicTpauBath Ul, neperackuBas syiemeHThl Ul, Takue Kak KHOIKH U TEKCTOBBIC METKH.

B aT0i1 yacTu TyTOpHana Bbl HAYYUTECH CIEAYIOILIEMY:
e CoznaBars HUD-gucnneil, Ha koTopoM oToOpakaeTcs CUéTUMK U TaiiMep

e Orobpaxars HUD Ha skpane
e OOHOBIATH CUETUMK U TaliMep, 4TOOBI OTOOpaKaTh 3HAUEHUS TEPEMEHHBIX



Ipucrymaem Kk padore

Ckauatite https://koenig-media.raywenderlich.com/uploads/2017/08/GeometryCatcherStarter.zip
u pacnakyite e€. [lepeiiaure B manky npoekra u otkpoiire GeometryCatcher.uproject.

Ilpumeuanue: eciu OTKPOETCSI OKHO, COOOIIAOIIEe, YTO MPOEKT CO3/1aH B 0oJiee paHHEl BepcHH
Unreal editor, To BcE B mopsaKe (ABHKOK 4aCTO OOHOBJISETCs ). MOXKHO HIIH BBIOPATH OIILMIO
CO3/IaHUsI KOIIWH, WJIK OIIIHIO IPEOOPa30BAHMS CAMOTO MPOCKTA.

Haxxmute Ha Play, uToOb1 HauaTh ynpaBisTh O€IbIM KyOOM U MONPOOYHTE JIOBUTH MAIAI0IINE

¢urypsr. Kyd Mo>xHO nepeMeraTh FrOpU30HTAIBHO C TOMOIIBIO MBIIIH. Yepes ecaTh CeKyH T
(GUrypBI IEPECTAIOT CO3/1aBATHCSL.

[TepBoe, uro Hyx)HO caenaTs — co3aate HUD-nucmeit, oto6pakaroniuii 18e Benu:

e Cu€rymK, OTCIEKHUBAIOIINN KOIMYECTBO COOPAHHBIX UTPOKOM (UTYD
o Taitmep, oToOpakaronuii KOJIMYECTBO CEKYH/I, OCTABIIMXCS JI0 3aBEPIIEHUS CO3/IaHUS

buryp

Y1005l co34aTh BCE 3TO, HAM HEOOXOIUMBI 8UOJICEMbI.

O BUIKETAX

Bumxker (widget) — sto anmement Ul, npenoctasnstomuii Ul Busyansubie dyaknun. Hanmpumep,
BU/DKET Button mpenocTaBiseT 00BEKT, KOTOPBIN MOIB30BATENb MOXKET BUIETh U HAKUMATh Ha
HETO.


https://koenig-media.raywenderlich.com/uploads/2017/08/GeometryCatcherStarter.zip

CaM BHKET HE0Os3aTeNIbHO JTOJDKEH ObITh BUIUMBIM. Hanpumep, BumkeT Grid Panel
PaBHOMEPHO pa3zeisieT CBOE MPOCTPAHCTBO MEXTY €ro CoJepKUMbIM. [Tosb30BaTeIh HE MOXKET
yBuaeth Grid Panel, Ho BUIUT ero Bo3neicTBHE.

Kpome Toro, BUIKETHI MOTYT COZIEpKaTh APYTHe BUDKETHL. BOT mpumep BUKeTa,
conepskamiero BukeT Text (metka Name) u Bumxet Text Box:

MOo3kHO naxe co3/laTh BUIKET, SIBISIFOIIMIACS [IeIbIM HHTepdelicoM, HapuMep, SKPaHOM MEHIO.
Hwxe npezcrasieH mpuMep BUDKETA, CO3IaHHOTO TaK, YTOOBI OH BBITIISACT KaK HadaJlbHBINA
sKkpaH urpsl. Bee anemenTsl Ul Toke SBISIIOTCSA BUIKETAMU U COIEPKATCS BHYTPH BUIKETA
Ha4yaJIbHOTO 3KpaHa.



Wrak, MBI y3HaI1, 4TO TaKO€ BUIKETHL. Tenepb MOKHO co3aaTh BUIKET 1t HUD.

Co3nanue BUIKeETA

[Mepeiinure B Content Browser u Haiimute nanky Ul. Haxxmure Ha kHonky Add New u BeiGepuTe
User Interface\Widget Blueprint. [Tepeumenyiite HoBsIit accer B WBP_HUD.

Create Advarx

Animation

Artificial Intelligence
Blendables

Blueprints

Materials & Textures
Media > =

: K"z Font
Miscellaneous 3

Paper2D 3 4 Slate Brial
ate Brush
Physics » =

Sounds 3

User Interface »

Ki, Slate Widget Style
o : - Widget Blueprint

Heaoncovr naxncmume na WBP_HUD, uto6s! oTKpsITE €ro B UMG UI Designer.

UMG Ul Designer

UMG Ul Designer COCTOHUT U3 CEMHU OCHOBHBIX 3JIEMCHTOB:



N

>

D OBacCTRaD

Designer: B 3Toii 00JaCcTH NMPEACTABICHO BU3yaIbHOE OTOOPaKEHHE BHIDKETA.
[TepemeriaTbcs IO HEH MOXKHO 3A2/CA8 NPABYI0 KIABUULY MbIUUU T 08USAS MBIUUBIO.
MacirabupoBaHUe BBITOIHACTCS HPOKPYMKOU KOJIECUKA MbIULU.

Details: 31ech oToOpaskaroTcst CBOICTBA BEIOPAHHOTO BUJIKETA

Palette: cnircok Bcex BUIKETOB, KOTOPBIE MOYKHO MCIIOJIb30BaTh. Bee co3aHHbIe
HI0JIb30BATEJIEM BHDKETHI TOKE MOSIBISIOTCS 371€Ch.

Hierarchy: criucok Bcex yke HCIOJIb3YeMbIX BHDKETOB

Animations: HEeKOTOpbIEe CBOWCTBA BUPKETOB MOTYT HMETh aHUMAI[HIO, HATIPHMED,
pacnoJioKeHrue U pasMep. B 3Tol maHenn nepevyrcieHbl BCe aHUMAaIUH.

Timeline: npu BeIOOpE aHMMAIIMU HA ATOM MTAHEIH OKA3bIBAIOTCSI AaHUMHPOBAHHbIC
CBOMCTBa M KJIFOUEBBIE Ka[PbI

Editor Mode: 3neck MoXxHO nepekiTrouaThest Mexay peskumamu Designer u Graph.
Pexxum Graph moutu ananorudyer Event Graph y Blueprint.

Co3nanue Buaxkera Text

Buxetst Text OTINYHO TOIXOIAT 17151 0TOOpaKeHUs YMCIIOBOM MH(OpMaLuy, HalpuMmep,
CYETUMKA U TalMepa.

[Tepeiinure B manens Palette u Haiinute BumkeT Text. [lobaBbTe BUIKET, nepemawyus e2o
Mblwbio B TaHens Designer.



. DESONE

Search Palette

4 Common
) Border
B Button
& Check Box
[Z] Image
] Mamed Slot
&0 Progress Bar
E_ Slider
[Tl Text
] Text Box

[ Extra

[ Input

[: Optimization

Coz[epn(aHI/Ie TCKCTA HAC IMOKa HEC UHTCPCCYCT, Mbl H3MCHHUM €I'0 ITO3KCE.

[lepenmenyiite Bumker B CounterText. 9To MOKHO caenaTh, BEIOpaB BUDKET TeXt 1 mepeiias B
nanenb Details. BBenure CounterText B mexcmosoe none B BEpXHEH 4acTH.

5 Details

il CounterText B 1s Variable

Search

BukxeTsl MOKHO JIBUTATh, nepemacKkueas ux iesotl kiasuwiell mvluiy B manenu Designer.

L * &
+Text Blocke

L * h"

Takxe MOKHO UBMEHATDH pa3Mep BUIIKETOB, HEPemAcKU8asl 1e60u Klaguuleti Mbluu 2paHuybl.
N3menenue pazmepa mo3BoIISIET 3aaTh TpaHuIlbl Bumkera. Unreal He OyaeT HUUEro peHIepUuTh
3a mpee’aaMy rpaHulLl.
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+Text Blocks
L L J L
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Wnm e MOKHO 337aTh MOJIOKEHHUE U pa3Mep U3MEHeHHeM 3HaueHui B manenu Details. 3agaiite
clemyrolye CBorMcTBa 1 3HaYeHus 1 CounterText:

o Position X: 200
e Position Y: 50
e Size X: 500

e SizeY: 100

1. Detajls
| CounterText B Is variable
Search
4 Slot (Canvas Panel Slot)
D Anchors
Position X
Position Y
Size X

SizeY

2 Alignment

Size To Content

ZOrder

S A i e | [l )y Yal0) S R s B i I i [

iText Block
£

|

MoskHo yBennuuTh pazmep mpudra, nepeiias B nanens Details u k pazgeny Appearance.
CrpaBa ot cBoiicTBa FONt ecTb TekcTOBOE MOJIE /171 3a/1aHUS pa3Mepa mpudra.



4 Appearance

b Colorand Opacity  + [ it [EIYEY

Beenure pazmep 68.
£

Text Block

.7
*
- *

JagaiiTe cnemaeM CUETUMK KpacuBee, 100aBUB K HEMY 3HA4YOK.

Coznanmne Buaxera Image

Bumxetst Image — 310 npoctoii cioco6 otobpaxenus rpaduxu B Ul, Hanpumep, 3HAYKOB.

Cospaiite Bumker Image u mazosute ero Counterlcon. 3anmaiite Position X snauenue 75, a
Position Y — 3nauenue 50. Bumxer pazmecturcs psgom ¢ CounterText.

¥ Text Block

Uto0sI 3a1aTh n300pakeHue, nepeianre B nanenb Details u 3aiinuTte B pasmen Appearance.
PasBepuuTe cBOCTBO Brush, a 3atrem Ha)xMuTe Ha packpwiéaiouemcs cnucke paaom ¢ Image.
Brei6epure T_Counter.

4 Appearance

4 Brush ’Jm

1_Counter,

0

Image

b Image Size x 1000 o]y 1000 S
b Tint I B (et

Draw As Image v

Tiling
b Colorand Opacity  + G T

N3o6paxkenue OyneT BHIMISAECT PACTIHYTHIM, TIOTOMY YTO pa3Mep BUKETA OTINYACTCS OT
pa3mepa u300paxeHusl.



BwMmecTo n3MeHeHus pasmepa BUKETa Mbl MOXKEM UCIIONB30BaTh onuuio Size To Content. Drta
OILMsI aBTOMATUYECKH N3MEHSET Pa3MepP BUDKETA MO PA3MEP €ro COAEPKUMOTO.

Haxoxsce B manenu Details, nmepetigure B pasaen Slot (Canvas Panel Slot). ITocrassTe ¢hrasrcox
psom c Size To Content.

4 Slot (Canvas Panel Slot)
D Anchors

Position X

Position Y

Size X

Size Y
> Alignment

Size To Content

ZOrder

BukeT caM oIrOHUT CBOM pa3Mep Mo H300paKeHuE.

@ Text Block

Ecnu urpa Oyzet 3amyckaThCsi ¢ pa3HbIMH pa3Mepamu 3KkpaHa, To Ul 10/keH COOTBETCTBYIOIUM
o0pa3oMm nepemeriats BUHKETbl. UTOOBI COXpaHUTh KOMIOHOBKY Ul, HYy’KHO HCIIOIb30BaTh
NPUBA3KU.

IHpuBsasku

Touka npUBA3KYU 3a1aET MECTO, OTHOCUTEIIBHO KOTOPOI'O OIIPEAEIIAETCA ITOJI0KEHNE BUIKETA.
[Io ymom4aHuIO BUJIKETHI IPUBS3aHBI K BEPXHEMY JIEBOMY YIUIy CBOETO POAUTEIIBCKOTO
anemenTa. [Ioaromy Korga mMel 3a1a€M MOJI0KEHUE BUIPKETA, MBI HA CAMOM JIeJIe YKa3bIBAET
MTOJIOKEHUE OTHOCUTEIIBHO 3TON TOYKH MPUBSI3KHU.

B npumepe Hmke Kaxkaoe n300pakeHne MPUBA3aHO K OJTHOM Touke (K OmmKaiieMy yriy).



3aMeTbTe, UTO KaXKJ10€ N300paKEHUE COXPaHSET MOJ0KEHUE OTHOCUTEIBHO CBOEH MPUBS3KU.
bnaromaps npusszkam Ul Oyzet uMeTh 0JUHAKOBOE PACIIONOXKEHHE MPU Pa3HBIX pa3Mepax
JKpaHa.

Taxke MOXHO MCIIOJIb30BaTh MMPHUBA3ZKHU IJIA aBTOMATUYCCKOI'0 USMCHCHUS pasMEpa BUIKCTOB. B
CJIydac IIPUBA3KU K IBYM UJIA 0oJiee TOUKaM BUJKCT 6yz[eT MEHSTh CBOH pasMep 1A

COXpPAaHCHUA OTHOCHUTCIILHOI'O pa3Mepa.

B npumepe Huke MHAMKATOP NPUBS3aH K BEPXHEMY JIEBOMY U BEpPXHEMY IIPABOMY yIJIaM.




BeprukanbHO MHIUKATOP NEPEMEIAETCs], HO HE MEHSET pa3Mepa, IOTOMY 4TO Ha ocu Y eCTb
TOJIBKO OJIHA IpUBs3Ka (cBepXy). OHAKO TOPU30HTAIBLHO UHIUKATOP MEHSET pa3Mep, IOTOMY
YTO UMEET JIBE TOUKH IPUBSI3KU 1O ocu X.

Anchor Medallion oto6paxaet pacrosoxenue npuBsa3ku. OH MOSBIISIETCS IIPH BEIOOPE BUIKETA.

[puss3zku CounterText u Counterlcon yxe HaxoaATCsl B HY’)KHOM MECTE, TIOITOMY 33/aBaTh UX
HE HYXKHO.

Tenepb MbI co3naauM emi€ no ogHoMy BukeTy Text u Image nns Taiimepa. OiHako Ha 3TOT pa3
MBI IOMECTUM HX CITpaBa.

Co3nanue Taiimepa

Cosmaiite BukeT Text u HazoBute ero TimerText. 3agaiiTe ciaeayroinue CBONCTBA:

« Position X: 1225

» Position Y: 50

» Size X: 500

o SizeY:100

« Font Size: 68

 Justification: Align Text Right (3T0 BBIpOBHSET TEKCT MO MPaBO CTOPOHE BHUKETA)

W,

L/ * *

b @ b
71%g Text Block . Text Blocky

*
! L *




Teneps MBI XOTHM 33/1aTh MPUBSI3KY B IPABOM BEPXHEM YIIIy. DTO MOKHO C/IENATh, nepemaujus
mouuuwto kpye B Anchor Medallion. TTepemecture Anchor Medallion B npasuiii éepxnuii yeon.

3ameThTe, KaK OOHOBIISETCS MOJIOKEHUE OTHOCUTEIBHO MPUBSI3KH.

Position X

Position Y

Cosmaiite Bumpket Image u Hazosute ero Timerlcon. 3agaiite cieayroriyre CBOWCTRA:

e Position X: 1750

e Position Y: 50

e Size To Content: Checked
e Brush\lmage: T_Timer

e
A # Text Block




BwmecTto 3amanns npussizku ¢ nomotnisto Anchor Medallion, MOXHO BOCIIOIB30BaThCs
IpelyCTaHOBICHHBIMU 3HaueHusMH. [lepeliqute B manens Details u HaxkmMuTe Ha
packpuléaiowuiicst cnucok psagom ¢ Anchors, 9To0bl OTKPBITH MPEIyCTAHOBICHHBIC 3HAUCHUS.
Bri6epute mpemuio cxemy (¢ KBaIpaToOM B IIPAaBOM BEPXHEM YTITy).

4 Sjot (Canvas Panel Slot)

[ Anchors Anchors v

Position X
Position Y
Size X
Size Y

> Alignhment
Size To Content
ZOrder

4 Appearance

4 Brush

Hold [Shift] to update the alignment to match.
D Image Size Hold [Control] to update the position to match.

Coznanue cxemsl Ul Ha 3TOM 3aBepiieHo. MOKHO yOeTUTHCS B TOM, UTO MPUBSA3KU pabOTaIOT,
IMYJIUPYS pa3IndHbIe pa3Mephl dkpana. [lepeiiaure B manens Designer n HaXKMHUTE Ha
PaCKpBIBAIOLIHIACS CIIHCOK Screen Size.

80RO

Bo16op onuun nzmenut pazmep WBP_HUD nainst cootBercTBus onuuu. Hike nmokasaHo, kak
HUD 6ygner Boirnsinets Ha iPad Air. 3ameTbTe, 4TO BUIKETHI CTANIU OJIMKE APYT K APYTY.

El]&nen &’zevIFﬂ Screen v

@ TextBlock  TextBlock O |




B cnenyromem pasiene Mbl y3HaeM, Kak otroopaxats BumkeT WBP_HUD.

Otoopaxenne HUD

Haxxmute na Compile, a 3aTem BepHHTECh B OCHOBHOU pemakTop. Ilepeiianre B manky Blueprints
u 0sadxcowl wénknume Ha BP_GameManager, 4ro0bl OTKpPBITH €ro.

HUD nomkeH CTaHOBUTBCSA BUAMMBIM TIOCIIE 3aI1yCKa UTPbl. JJ11 3TOro MOKHO HCIOJIb30BATh
nox Event BeginPlay.

Haiinure nox Event BeginPlay u no6asste Hox Create Widget B koHel[ ermouku HOJOB. ITOT
HOJI[ CO3JIaET 3K3EMILISIP YKA3aHHOTO BHJKETA.

& Set Up Camera ; i
< Event BeginPlay BB Construct NONE

38 Construct NONE

Class | Select Class v Return Value

Owning Player

Yool oToOpazuts HUD, HeoOxoaumMo ucmonb3oBats Hox Add to Viewport. Ilepemawume
nesotl knasuueti moiuiu KoutakT Return Value noxa Create Widget. Otmycrute egyro knasuuty
Mbludl B TIyCTOM MIPOCTPAHCTBE, YTOOBI OTKPBITH KOHTEKCTHOE MeHI0. JlobaBsTe HOA Add to
Viewport.

i)

8 Create WBP HUD Widget

Class WgBP HI Return Value Target

Owning Player

JlaBaiiTe paz6epémcs ¢ TOPSAIKOM COOBITUI:



1. Korna Unreal cnaynutr BP_GameManager, seimonssitores Gynakiuu Restart u
SetUpCamera. Otu pyHKIIMU HaCTpanBarOT HECKOJILKO MEPEMEHHBIX U Kamepy. Eciu BbI
HE 3HAeTe, YTO TaKoe (PYHKIIHSI, TO HE BOJIHYUTECh, CKOPO MBI UX PACCMOTPHM.

Hox Create Widget cozgaér sx3emmusp WBP_HUD

3. Hox Add to Viewport oroopaxaer WBP_HUD

N

Haxxmute na Compile u BepHuTech B ocHOBHOM penaktop. Haxmure Ha Play, uro0b! 3amycTuTh
urpy ¢ HoeiM HUD.

UYtoO6bl 0TOOpa3UTh 3HAYCHHSI CUETUMKA U TaliMepa, HaM HY>KHBI TIEepEMEHHBIE I XpaHEHUs
sTOM MHpOpMaIMu. DTH ITepeMeHHbIe MOXHO HaliTH B BP_GameManager.

4Variables

I Components
== DurationBetweenSpawns
== TimerDuration
== SpawnTimer

== TimeRemaining
== ShapesCollected

UTo0bI HCTIOTB30BATh ATH NIEPEMEHHBIE. HAM HY)KEH CITOCO0 MOTyYeHHs JOCTyIa K
BP_GameManager uz WBP_HUD. {151 3T0ro MOXHO IPUMEHUTb NnepeMeHHYI0-CCLLIKY.

ITepeMeHHBIE-CCHLIIKU

XpaHUTh CCHUIKH MOJIE3HO, TOTOMY YTO OHHU MO3BOJIAIOT YI0OHO MOJy4aTh AOCTYII K
JK3EMILIIPaM.



[IpencraBbTe, UTO y Bac ecTh 0JJHa KOPOOKa, B KOTOPOH JI&XKUT Mst4. Eciiu Ham Hy)KHO HailTu u
U3Yy4UTh MY, TO 3TO OyZET MPOCTO, IOTOMY UTO y HAaC €CTh BCEr0 OJJHa KOPOOKa.

< Examine Ball

| Get All Actors Of Class
g et 1 o e o et s e vt 1 gt 1t ol g
Actor Class Out Actors Target | self |

Ball

Target Ball

A Ternepb MpeaCcTaBbTe, YTO y HAC COTHS KOPOOOK, HO MAY €CTh TOJIBKO B OJJHOIH. Ham HyXHO
OyZIeT MpoBepsATh KaXKAYI0 KOPOOKY, TOKa MbI HEe HalIEM KOPOOKY C MAYOM.

| Doet Box Have Biath & Examine Ball
J Get All Actors Of Class

Kaxprii pa3, korna HaMm HYXKHO OyeT H3yIHTh M4, TPUAETCS BBIIOIHATH TY ONEpaIuio. ITO
ObICTPO MPUBEAET K IPOOIEMAM C IPOU3BOJUTEIBHOCTHIO.

bnaronmapst cchuIkaM MOKHO OTCJICKUBATh KOPOOKY ¢ MssuoM. Takum 0Opa3oM, HaM He MPHIETCS
MIPOBEPSTH KAXKIYIO KOPOOKY.

“& Examine Ball

Target | 59|f|
L ————— O ——
Box with Ball & Target Ball Ball

Co3nanne nepeMeHHOM-CCHUIKH

Ortxkpoiite WBP_HUD wu nepexitountecs B pexum Graph, nepeiias B Editor Mode u BriOpas
Graph.

\ Designer ) [ SGraph

[epeiinute Ha Bkiaaky My Blueprint u co3aaiite HoByro nepemennyto GameManager.

[epeiinure B manens Details u HaxxMuTE Ha packpuviearowutics cnucok psgom ¢ Variable Type.
Haiinute BP_GameManager u Beioepure BP Game Manager\Object Reference.



BP_GameManager

2 leject Types

; )Class S EHERNE
® Soft Object Reference
® Soft Class Reference

3aanue nepeMeHHOM-CChLIIKHU

Haxxmure na Compile u otkpoiite BP_GameManager.

Haiinure nHon Create Widget u nepemawume nesoii knasuweti mvruu kKouTakT Return Value.
OTnycTuTe 1€8yto Kiasuuty Ha IyCTOM MPOCTPAHCTBE M BbIOepuTe M3 MeHI0 Set Game Manager.

3arem coenunute Hox Add to Viewport ¢ mogom Set Game Manager.

_— l[;] ' J Addto Viewport
8 Create WBP HUD Widget el ‘

Class WEP HUD Return Value Target Game Manager

SET

Owning Player Target

Ilpumeuanue: MOXKHO TIEpEHATIPABIIATE «IIPOBOJIAY, 08AHCObI WENKASA HA HUX JJI CO3JIaHMsI HOJla
Reroute. /lepemawume nesoti knasuwen moiuwiy Ho Reroute, yToObl epeHaNnpPaBUTh «ITPOBO.

3arem co3maiite Hox Self u coeaunuTe ero ¢ esvim KoHTaKTOM HOMa Set Game Manager. Hox
Self 6yner ykasan B ciucke kak Get a reference to self.

B 4 Q J Add to Viewport
¥ Create WBP HUD Widget i

SET

Class WEP HUD = Return Value Target Game Manager

Owning Player Target

Teneps, korma WBP_HUD yxe co3nan, y Hac Oyzaer cceiiika Ha BP_GameManager.

B cnenyromem paszzene Mpl y3HaeM, Kak OOHOBJISITh BHKET C TIOMOIIBIO (hYHKYULL.



DyHKUMHA

®ynknuu B Blueprints — 310 rpadsl, moxoxue Ha Event Graph. B oiimuue ot Event Graph
(YHKIIMM MOHO BBI3BIBATh C MMOMOIIBIO HOJIOB. 3a4€M ke 3TO MOXKET MOHAI00UThCS?

©

YnopsiioueHHOCTh
OpHa U3 NPUYMH IS UCTIONIb30BaHUs (QYHKIIUN — YIOpsAI0ueHHOCTh. brarogaps ¢GyHKIusm
MOXXHO COSCAMHUTH HECKOJBKO HOAOB B OJJHH.

IMocmotpuTe Ha pasaen Event BeginPlay 8 BP_GameManager. 3aech ectb aBe GyHKIUH:
Restart u SetUpCamera.

€ Event BeginPlay

& Restart & Set Up Camera

Target [‘self] Target [ self |

Bort kak OynieT BBITIIAETh 3TOT pa3jaen 0e3 QyHKIIHiA:

[ Set View Target with lend

" et My e Controler

Retern Valse

Kak BbI BuguTe, 6aronapsi QyHKIMSIM OH BBITJISLIAT TOPA3A0 YMILE.

IHoBTOpHOE HCNO/IL30BaHHE

Emé onna npuuuHa 115 npuMeHeHust QyHKIUN — noemopnoe ucnonvsosanue. Hanpumep, ecinu



BaM HYXXHO COPOCHUTH CUETUHK U TalilMep, TO 3TO MOXKHO 3alPOCTO CIIENATh C TOMOIIBIO
dbyakuun Restart.

—(5 Event BeginPlay

& Restart

Target (W|

& Event RestartGame © Restart

Target | self |

OTO0 MO3BOJISECT COKOHOMUTh BpEMs Ha BOCCO3JIaHUC HOOOB Ka)KLIBII\/JI pas, Korjga BaM HYKHO
C6pOCI/ITI> OTH IICPCMCHHLIC.

MpbI IO3HAKOMWINCH ¢ (DYHKIUSIMHU U TEIIEPh MOYKEM HUCIIOIb30BATh UX JIJIsi OOHOBJICHUS
Bumxkera CounterText.

OO0OHOBJICHME BUIJKETA

IIpu co3gannu BUIKETA TAK)KE aBTOMATHYECKH CO3AAETCA U MEPEMEHHASI-CChIIKA HA 3TOT
BUKET. OIHAKO IO YMOJIYAHUIO BUKETHI Text He UMEIOT NEPEMEHHBIX-CChUIOK. DTO 3HAUHUT,
YTO MBI HE CMOXEM 3a7]aBaTh UX cBOMCTBO Text. K cyacThro, 3TO JIE€rKO NCTIPaBUTh.

Haxxmure na Compile u otkpoiite WBP_HUD. Ilepexmountech B pesxkxum Designer.

Bri6epute CounterText, a 3aTem nepeitaure B manenb Details. Yoenurecs, 9To B caMoOM BEpxy
ecth axok Is Variable.

5. Detalls

il CounterText Is Variable

Teneps MbI cMOkeM 00HOBIATH CounterText. Crenyrommm marom OyaeT co3ganue GpyHKIUN
JUTST OOHOBJICHUS TEKCTA.

Co3nanne pyHKuMu 0OHOBJICHHS

[Mepexmountech 0OpatHO B pexxum Graph u nepeiinure Bo Bknanky My Blueprint. HaxxmuTe Ha
3HA4YOK + crpasa OT pasznena Functions.



M My Blueprint
L FULRETR G Search

4Graphs

4% EventGraph

© Event Pre Construct
© Event Construct
© Event Tick

Functions
Macros

4Variables

Countericon
Timerlcon
GameManager

Event Dispatchers

[Tpu 3ToM Oyner co3mana HOBast GyHKIHS U BB iepeiaére k e€ rpady. [lepenmenyiite
dyuximo B UpdateCounterText.

[To ymomuanuto rpad Oyzaer conepsxats Hox Entry. [Ipu BeinmonHenun ¢GyHKIuM oHa OyaeT
HAYMHATh C 3TOTO HOJA.

¥ Update Counter Text

>

Yro0sr CounterText orobpaskan nepemennyro ShapesCollected, Ham HY)XHO COSTHHUTD HX.

[Teperamute B rpad nepemennyro GameManager. Ilepemawume negoui kraguuieti Ml €ro
KOHTAKT M OTIIYCTUTE Ha MyCTOM npoctpancTBe. B meHto Beioepute Get Shapes Collected.

/ - /
Game Manager Target Shapes Collected |

YrtoObI 3a/1aTh TEKCT, HY)KHO Oy/eT ucrnosb3oBath HOA SetText (Text). [Teperamniure nepeMeHHYIO
CounterText B rpad. [lepemawume nesoii knasuuieti Mviuiy €€ KOHTAKT U OTIIYCTUTE HA IyCTOM
npoctpaHcTBe. B MeHio m06aBbTe HOA SetText (Text).

7]' SetText (Text)

D
o —
Counter Text Ta rget

» In Text ‘17| -

SetText (Text) MmoskeT moy4aTh BXOJHbIE AaHHBIE TUMA TeXt. OHaKO mepeMeHHas
ShapesCollected umeer tun Integer. K cuactero, Unreal aBToMaTHYECKH BBITOIHACT



npeoOpazoBaHue npu noakiIoueHuu Integer ko sxomy Text.

Coenunure nepemennyro ShapesCollected ¢ kontakrom In Text Hona Set Text (Text). Unreal
aBTOMATHYECKH co3aact Hox ToText (int).

Counter Text

I SetText (Text)

" Game Manager £ Target Shapes Collected

Yrto0Obl moaenath GyHKIHIO, coenuHuTe HO Entry ¢ Homom Set Text (Text).

—
Counter Text .
[ SetText (Text)

¥ Update Counter Text
» —™m™m™mmm™— ™ ™ ™ ™ e [P D

“f ToText (int)

Target

» Value etumn Valu .
@ Valu Return Value @ @ In Text

e - o~ m—_— -
Game Manager Target Shapes Collected @ v

[Topsimok coObITHI:

1. TIpu BeoBe UpdateCounterText ¢yukius nony4daer nepemennyto ShapesCollected ot
BP_GameManager

2. Hop ToText (int) npeoOpasyer 3nauenne ShapesCollected B Tum Text

3. SetText (Text) 3amaér Tekct CounterText u3 3Hauenust ToText (int)

Tenepp HaM HY)KHO HayuuTbhcs Bbi3biBaTh UpdateCounterText, koraa Urpok JIOBUT QUTYDY.

Bbi130B pyHKIIMM 00HOBJICHHSA

Jlyamre Bcero BeizbiBaTh UpdateCounterText cpasy mocie Toro, Kak urpa yBeJIHYHBaeT 3HAYCHUE
ShapesCollected. 5 cozman pynxmuro IncrementShapesCollected, kotopast BeimonHsIET
HHKPCMCHT CUETYHKA. qDI/II‘ypBI BBI3BIBAKOT OTY (I)YHKI_[I/IIO, KOoTraa CTAJIKUBAKOTCA C HTPOKOM.



Functions (1

1 ConstructionScript

f spawnShape
f Restart

f checkSpawnTimer
f SetUpCamera
£ IncrementShapescCollected

f UpdateGame
f UpdateTimer

Haxxmure na Compile u Bepuutecs B BP_GameManager.

[pexne uem Bo3Bath UpdateCounterText, nam uyxHa ccbuika Ha WBP_HUD. Tlonpo0Oyiite
CO3J1aTh MEPEMEHHYIO-CCBUIKY CAaMOCTOSITEIILHO!

Pemienue BHyTpH

[Mocne co3nanus nepemennoii u3menute e€ umsi Ha HUDWidget.

! | Add to Viewport
BB Create WBP HUD Widget

" SET sET
B ——-»

Return Value Game Manager HUDWdget

I,xv:;ﬂ:

3ateMm nepemawume npaswiii konmaxkm noga Set HUDWidget u omnycmume na nycrom
npoctpanctse. JJobassTe HO UpdateCounterText. baaromaps atomy CounterText Oymet
otobpaxats 3Hauenne ShapesCollected npu 3amycke urpsi.

¢ Update Counter Text

4 D

HUDWidget Target

3atem nepeiiaure B naneab My Blueprint u 3aiiaure B pasnen Functions. Jeaoicovt wénknume Ha
IncrementShapesCollected, 4To6b1 OTKPBITH ero Tpad.

—
Shapes Collected @

[Meperamure nepemennyto HUDWidget B rpad. Ilepemawyume ero KOHTakT u omnycmume Ha



nycTom npoctpanctse. JlobassTe Hon UpdateCounterText u coeqMHUTE €ro CIIEAYIOIIUM
obpazoM:

-
& Update Counter Text
§ Increment Shapes Collected Target is WBP HUL

—_—

++ = » Target

C»

/———‘
Shapes Collected @~

7 ———
HUDWidget

Teneps npu BeimonHenuu IncrementShapesCollected ona 6yner ysennuusats ShapesCollected,
a 3areM BoI3bIBaTH UpdateCounterText. Drta dynkius 3arem ooHOBUT CounterText 3naueHuem
ShapesCollected.

Haxmure na Compile u 3akpoiite BP_GameManager. Haxxmute Ha Play u cobepute HeCKoJIbKO
¢buryp, 4To0BI yBUIETH, Kak 0OHOBIsIETCS BIKeT CounterText.

Tenepb HaM HY)KHO HAYYUTHCSI OOHOBIIATH BUIDKET TimerText, TobKo APYruM crocooom,
KOTOPBIN Ha3bIBACTCS NPUBAZKOU.

Bindings

[TpuBSI3KM MO3BOJSAIOT aBTOMAaTUYECKH OOHOBIIATH ONpeAeNEHHbIE CBOMCTBA BUIKETOB. UTOOBI
UMETh BO3MOXKHOCTh MPHUBSI3KU, CBOMCTBO JAOJDKHO 00JIaZIaTh packpulearouumcs cnuckom Bind.



4 Appearance
» Color and Opacity I B (nherit m
> Font Hoboto = mj

» Shadow Color ¢ H S E ] m
min Desirea wicth  + CCITIIIIGNS

Justification 4 __ -

MO>kHO MPUBSI3BIBATH CBOMCTBA K PYHKITUU WM K IEPEMEHHOM, XpaHSIICHCS BHYTPU BHJKETA.
[IpuBsi3ka MOCTOSHHO MOTYYaeT 3HaUeHHE OT (DYHKIMH WA IEPEMEHHOM U PUCBANBAET
MPUBSI3aHHOMY CBOMCTBY 3TO 3HAYCHHE.

Bprl1, HaBepHO, 3a/1a€TeCh BONPOCOM, TOUEMY K€ HEJB3SI IOCTOSIHHO UCIIOJIb30BaTh MPUBS3KHU.
[TpuBsizku He3(h(PEKTUBHBI, TOTOMY YTO MOCTOSIHHO OOHOBJISIFOTCS. DTO 3HAYUT, YTO UTPa TPATHUT
BpeMs Ha OOHOBJICHHE CBOMCTBA, JIaXe €CIIM HeT HUKaKoi HOBOW nH(popMaruu. CpaBHHUTE 3TO C
MPEIBIIYIIUM CIOCOOOM, TIPU KOTOPOM BHJIKET OOHOBJISUIICS TOJIBKO IPU HEOOXOIUMOCTH.

C y4€ToM 3TOro NpUBA3KU XOPOLIO NOAXOIAT U1l YACTO U3MEHSIOIIMXCS DJIEMEHTOB, TAKUX KaK
taiiMepsl. J{aBaiiTe co3maauM npuBs3Ky it TimerText.

Co3nanne NpuBsA3KH

Ortkpoitre WBP_HUD u nepekirountech B pexxum Designer.

Beioepute TimerText, a 3arem nepeiiaute B pasnen Content manenu Details. Bol yBuaute, uto
CBOMCTBO Text nMeeT BO3MOXKHOCTD NMpUBS3KU. Haxkmurte Ha packpuisarowutics cnucox Bind n
BeIOepuTe Create Binding.

4 Content
Text Text Block

4 Appearance

[ Color and Opacity

Game Manager

[Ipu aTOM coznmacTcs HOBast GYHKIIMS U BBITIOJTHUTCA Tiepexon k e€ rpady. [lepenmenyiite
¢byuknuio B UpdateTimerText.



Oyukius OyaeT uMeTh HO Return ¢ konrakrom Return Value tuma Text. TimerText oymer
oToOpaXkaTh JH000H TEKCT, KOTOPBIN BBl MOJKIIOUUTE K STOMY KOHTAKTY.

¥ Return Node

(» Return Value ;:] -

[eperammre GameManager Ha rpad u mosyunte u3 Hero nepeMeHHyr TimeRemaining.

Coenunute nepemennyto TimeRemaining ¢ Return Value noxa Return. Kak u B npouwiblii pas,
Unreal aBromaTudecku 700aBUT HOJl TPpeoOpa30BaHuUs.

¥ Update Timer Text ¥ Return Node
rB———»

@ Return Value

| f ToText (float_)

. ; % Value Return Value
Game Manager Target Time Remaining @— g e

v

Ilonseném uror:

o IlpuBsizka OymeT MOCTOSHHO BI3bIBaTh pyHKIMI0 UpdateTimerText

o Dynkuus nosyyaer nepeMernyto TimeRemaining or BP_GameManager
e Hox ToText (float) mpeoGpasyer 3Hauenue u3z TimeRemaining B Tum Text.
e TIpeoOpa3oBaHHOE 3HAUECHHUE 3aTEM BBIBOIUTCS B HOJ Return

Hamr HUD nakownen rotos. Haxkmure na Compile u 3akpoiite WBP_HUD. Haxwmure Ha Play,
4TOOBI YBUJIETh OKOHYATEIILHBIC PE3YJIbTAThI.



