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Goals Outcomes
B aTon nekunu: K KOHLLy 9TOW JIEKLINN Bbl CMOXETE:
* [lpepctaBntb MoyLieH I'pacdunky AHpuna (UMG) « CospaTb NPOCTON TUTYIbHbIN 3KPaH
* [lokasatb Widget Blueprint « CpenaTb cBA3b MeXAY TUTYIIbHbIM 3KPaHOM U YPOBHEM
* [lokasaTb Kak co3gaBaTb TUTYSbHbLIN 3KPaH NCMNOSb3YA  Cozpatb npocton HUD nHTepdenc
UMG « [laTtb gocTtyn K nepemMmeHHbIM U3 Player Character
* [lokasaTtb kKak cosgaBaTb HUD unHTepdenc ncnonbays Blueprint pna ncnonssosanns B HUD Widget Blueprint

UMG




OCHOBbI UMG



UMG

Unreal Motion Graphics (UMG) Ul Designer
NCNONb3YEeTCA ON1A CO30aHNA NIEMEHTOB
NoJSIb30BaTENbCKOro NHTEPdENCA, TAKNX KaK
TUTYNbHblE 3KpaHbl 1 HUD B Unreal Engine 4.

Y106kl pabotate ¢ UMG, BaxkHO co3pgaTtb Widget
Blueprint, oco6bin Tun bntonpuHTa, KOTOPbLI
COOEPXKUT BUOXKETLI U NaHenb Designer.

YT1o06bI co3gatb Widget Blueprint, HaXKmunTe 3eneHyro
kKHonkKy Add New B Content Browser, 1 B nogmeHio
User Interface Bbibepunte “Widget Blueprint”.
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NMAHEJIb DESIGNER

Y Widget Blueprint ecTb gBa pexunma:

* Pexum Designer no3BonsAeT co3gaBaTh BU3YyalbHbIN
MaKeT C noMoLLbio naHenn Designer.

* B pexunme Graph npocTtpanBaeTca nornka
co3faBaeMbIX BUODKETOB.

Bupxetbl ¢ naHenn Palette Mmo>xHO 6paTh u
nepeTackmBaTtb Ha naHenb Designer.

BI/I,EI,)KeT MO>XHO NMOMECTNTb BHYTPb APYIroro BNao>KeTa.

Nepapxna Buo>KeToB OoTobpaXKaeTca Ha NaHenu
Hierarchy.
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Search Palette

4 Common
() Border
B Button

BMH)KETbI v Check Box

2| Image
%] Named Slot

BupkeTbl ABA0TCA KOMMoHeHTaMn nHTepdenca. OHu
&0 Progress Bar

nobasnaoTca Ha naHenb Canvas 1 pegakTupyroTcs B

. . o

Widget Blueprint. *— Slider
(7] Text

KapTVIHKa CrpaBa NokKa3blBa€T HEKOTOPbIE OCHOBHbIE Text B
L] 1ext Box

BUOKETbI, KOTOPblEe HAaXxogAaTca B pexxume Designer Ha
naHenu Palette. > Extra
> Input

> Optimization

> Panel

> Primitive

> Special Effects
> Uncategorized




TUTYNbHbBIU 9KPAH




MPOCTOU

TUTYNbHbIN 3KPAH GRINE CICLE

Jlerko co3gatb NMPOCTON TUTYNbHbIN 3KPaH, NCMNOJSb3YyA
TONbKO BNOXKETHI Image n Button.

B npumepe, nokasaHHOM cnpaBa, eCTb AB€ KHOMKW:
ofHa OJ1s1 3arnycka urpbl, a gpyrasi ons Bbixoga u3 Urpbi.




GHINE CILLE

Il Pbl =
Is Variable  Open Im

Y106bI cO3haTh NPOCTON TUTYNBHbLIV 3KPaH, cHavyana
NMMOPTUPYNTE TEKCTYPbI, KOTOPbLIE ByayT
ncnosnb3oBartbces. danee cospante Widget Blueprint v

[ Slot (Canvas Panel Slot)

4 Appearance

{1y o L} 4 Brush
HasoBuTe ero “TitleScreenUMG”. [IBaXKabl KNMKHUTE “’ GAME CreLEEd
Nno Hemy 4ToObI OTKpPbITL peaakTop UMG Editor. mm e
[lepeTawmte BuaXeT Image c naHenn Palette Ha € O -
naHenb Designer. Ha3zoBute ero “GameTitle”. Ha
naHenu Details y Bupg>xeta, packpoute ceonctso Brush
h‘
B pasgene Appearance Ha)XMuUTe Mo X 527.0
packpbiBaoLLemMycs cnnmcky Image u Bobibepute Y 74.0 3
> Tin ' .
Texture KoTopasa 6yaeT NCcnosib3oBaTbCA. Lk I 1) (nherit
Draw As Image v
MeHauTe pasmep n nos3nunto sugxeta GamerTitle Ha s

naHenu Designer noka OH He BCTAHET MO LEHTPY U
OyOEeT BbIMMAOETb XOPOLLO.

b Color and Opaci « NN T




"w= Hierarchy

KHOINKN C KAPTUHKAMW

Search Widgets

MNepeTawmte BupxeT Button ¢ naHenu Palette Ha naHenb 4 =] [Canvas Panel] d' @
Designer. Hazosute ero “Btn_Start”. [Janee nepetawmre ?| GameTitle ' @
BuoKeT Image Ha Bupket Btn_Start. Hazosute Bupxet Image 4 m Btn_Start o' @&

Img_Start” 2] Img_Start d' @
Bbi6epute BuokeT Img_Start 1 Ha naHenn Details packpolite 4 Btn_Exit ' @
ceoncTBO Brush B pasgene Appearance packpouTe CrnMcoK @] Img_Exit o' &

Image 1 BbibepuTe Texture KoTopasa 6yoeTt ncnonb3oBaTbCA.

CospawnTte gpyron BnmkeT Button n supxet Image ans KHomnku
Exit. HasosuTte Bngxet Button “Btn_Exit” n suoxet Image
“Img_Exit”. Pasamectute Bugxetbl KHonkn Exit nog KHomkoun
Start Ha naHenn Designer.

MeHanTe pasmep 1 no3mumio KHonok Ha naHenu Details.
YctaHoBuTe Size X Ha “250” u Size Y Ha “84” nnsa o6enx KHOMOK.

KapTuHKa cnpasa nokKasblBaeT naHenb Hierarchy ¢ Buogketamu
KOTopble 6b1i AobaBneHbI.



COBbITUE ON CLICKED

BbibepuTte ogHy n3 KHonok n Ha naHenu Details
packpounte pazgen Events n po6aesste cobbiTne
OnClicked.

Toxxe camoe npogenante aisa gpyron KHOMKMW.

4 Eyents

() OnClicked

O OnReleased

O OnHovered
<> OnUnhovered




¢ On Clicked (Btn_Start) | Open Level
D —r—r—r——p

__ Level Name
/Game/Maps/MainGameLevel

OEVNCTBUSA KHOMOK

CobbiTna On Clicked onst KHonok 6binn gobaBneHbl Ha
Event Graph sHyTpu Widget Blueprint.

KHonka Start oTkpbiBaeT OCHOBHOW UIPOBOW YPOBEHb
019 Havyana vrpebil.

& On Clicked (Btn_Exit) f Quit Game
»>P —m—8m— »

KHonka EXxit Bbi3biBaeT oyHKUMIO Quit Game.
Specific Player

Quit Preference




O Event BeginPlay [ | SET

P 2
MCHO."b3OBAHME » // Show Mouse Cursor 9 >
TUTYJIbHOI'O O9KPAHA

(R —————— Target
| Get Player Controller ;

YT06bI Ncnonbaosatb Widget Blueprint O Playerindex o]  Retum Value

09 TUTYNbHOrO 3KpaHa, co3ganTe HOBbIV
YpoBeHb 11 ycTaHoBUTe ero kak default
map (KapTta no ymosi4aHuio).

BHyTpu Level Blueprint, nosTopute rpad

i) f Add to Viewport

HO[M, KaK NMNOKa3aHO Ha KapTUHKE CripaBa. W

'dge lai L 1o USE
[padK BKJIKOHAET KYPCOP MbILUWN, CO30a€ET < b N b
06bekT Widget Blueprint, a 3atem

nobasnsaet o6bekT Widget Blueprint B Return Value
obnacTtb NnpocMoTpa. itle Screen UM

- Owning Player




HUD



HUD BUOXKET BNNIOMNPUHT

UMG MOXEeT Tak>XXe Ncnonb3oBaTbCA A8 CO30aHNSA
HUDs (heads-up displays). HUD ncnonbayetcsa onis
BU3yanbHOW nepenadn nHpopmauum Nrpoky Bo BPeEMS
Nrpbl.

Ha npumepe cnpasa, HUD oTtobparkaeT 3HavyeHune
Score Kak TekcT n 3Ha4eHne Health B B1ae nonocku
nHanKartopa.

Score 1 Health 310 nepemMeHHbIE KOTOPbIE HY>KHbI B
Player Character Blueprint.

Cospante Widget Blueprint n HazoBuTe ero
“HUD_UMG”. [1Baxxabl KIMKHUTE N0 HEMY YTOObI
oTKpbITb pegakTop UMG Editor.




HUD TEKCT

Ha4yHem co 3HaveHus Score . [epeTawnte BUOKET
Horizontal Box n3 pasgena Panel Ha naHenun Palette
bnnxxe K neBoMy BepxHemy yrny naHenn Designer.

[lanee nepetawute gBa Bug)xeta Text Ha BUO)KET
Horizontal Box.

Bbibepunte nepsbi BuakKeT Text n Ha naHenn Details
ycTaHoBUTE 3Ha4eHne ceomnctea Text Ha “Score:”.

Bbibepute BTOpon sugxet Text n ycraHosute
3Ha4eHune ceounctea Text Ha “9999”.

BbibepunTte 3eneHbin UBET 1 YCTAaHOBUTE pa3mep
wipudTa Ha “48” ona obonx sngketoB Text.




OYHKUUNA GET SCORE

& Get Score »» Cast To FirstPersonCharacter &8 Return Node

R Pttt
Bbi6epute Bngxet Text co 3HavyeHnem “9999”. Ha Object Cast Failed [> @ Return Value

naHenu Details HaxxmuTe y Text no packpsbiBatoLLeMycs |
: T SR LR | As First Person Character N~
cnncky Bind n Boibepute “Create Binding” 4ToObl

| ToText (int)
co3faTb HOBYIO (PYHKLNIO. “F Get Player Character e e e RenrVaic @
' : » Vaiue etrn vaiue &»
v T S Ak
3Ha4veHune BuakeTta Text cesonctea Text Oyaet O» Playerindex [p]  Return Value gl ki i

NPUBA3aHO K BO3BpaLlaeMOMy 3HAYEHNIO HOBOW
dyHkumn. dante pyHkumm nma “GetScore” v
NoBTOPUTE OENCTBUA C KAPTUHKX Crpasa.

ITOT NPUMEP NCMNOJIb3YET KNacc
FirstPersonCharacter 13 wwaénonHa First Person.
[lepemeHHast Score 6biia gobasneHa B Knacc
FirstPersonCharacter.



HUD MHOUKATOP

NHankaTop OyaeT ncnonb3oBaTbCsa Oig OTO6pa>KeHns
cocTosaHuA nepemeHHon Health.

[MepeTtawuTe BuaXxet Horizontal Box 13 pasgena Panel
naHenn Palette n paamectute ero 6nmxe K BEPXHEN
rpaHuue no ueHTpy naHenn Designer.

[anee, nepetawmnte snoxet Text Ha Bua>xet Horizontal
Box. YcTtaHoBuTe cBoucTtBo Text y Bupgxeta Text Ha
“Health: ”, BbiGepunTe 3eneHbIn UBeT, 1 YCTaHOBUTE
pa3mep wpudTa Ha “48”.

[MepeTawmTe BnmkeT Progress Bar Ha Takoun xe
BuoxeT Horizontal Box. namexHute fill color Ha
KpacHbIN. 3Ha4vyeHne ceonctea Percent BapbupyeTcs
oT “0.0” po “1.0” n yctaHaBnMBaET TeKyLLee COCTOSHME
nHamnKaTopa.

-

Health:




OYHKUUNA GET HEALTH

Bbibepute Bng>xet Progress Bar. Ha naHenun Details
KNUKHUTEe y ceonctea Percent no packpbiBaroLleMyCH
cnucky Bind n BbibepuTte “Create Binding” 4To6b!
co34aTb HOBYIO (PYHKLMIO.

3Ha4veHune snoketa Progress Bar ceoncTtea Percent
OyOeT NprBA3aHO K BO3BpaLlaeMoMy 3HA4YEHNIO HOBOW
dbyHkunn. Dante pyHkumm nmsa “GetHealth” n
NOBTOPUTE OENCTBUA C KAPTUHKIN Crpasa.

[lepemeHHaa Health 6bi1a po6aBneHa B Knacc
FirstPersonCharacter.

B8 Get Health

»+ Cast To FirstPersonCharacter

Object

- | Get Player Character
O» Player index [ |

Return Value

»
Cast Failed [>

As First Person Character

&8 Return Node

@ Return Value

Ty

Target

Health @




NCNOJIbSOBAHUE
HUD

YT106bI cnonb3oBaTb HUD Widget
Blueprint, otkpounte Level Blueprint y
NrPOBOIro YPOBHS 1 MOBTOPUTE AENCTBUE
KaK Ha KapTUHKe cnpasa.

] f Addto Viewport
{ Event BeginPlay B8 Create HUD UMG Widget —= Target is User Widget

[pad co3paeTt 06bLekT Widget Blueprint
object n 3atem gob6aBNSAET ero BO
Viewport. Owning Player

Class HUD UMG w Return Value




NTOI

B aTon nekuun paccmartpusanack Unreal
Motion Graphics (UMG) n Widget
Blueprint.

OHa nokasana Kak co3gaBsaTb TUTY/bHbIN
akpaH n HUD ncnonbaya UMG.




