Unreal Engine 4 Game
Development Essentials

Chapter 1: Introduction to Unreal Engine 4

Download
-

Get Unreal Engine Get Unreal Tournament Get UE4 Full Source Code

Learn about
to download the UE4 Source Cade.

or choose your platform: or choose your platform:

NEED HELP?



Unreal Engine

NEWS

Learn
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AnswerHub

Roadmap
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Solution Explorer

fa] Solution 'UE4
4 @] Engine
b % UE4
Bl Programs

u Unreal Project Bl

Projects New Project &- ]

emplate it for your new project

B8 Blueprint e C++

<First Flying uzzle Rolling
Persan
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> ! Vi 7"

Third Top Down Twin 5
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Person Shoote

Blank

A clean empty project with no code.

Target Hardware]:

C:\Users\pv\Documents\Unreal Projects
Folder
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5 -> ez



 Collecgy

~ 1




Field of view IR
Far View Plane _

¥ Allow Matinee Preview

Game View

Iy Mode
Lock Viewport to Actor

Bookmarks

Create Camera Here

High Resolution not...
Layouts

Advanced Settings...




A Modes

V.

Search Classes

Recently Placed

Camera
Basic

Lights Flayer Start

Visual -
Point Light

Volumes L Box Trigger

All Classes
Sphere Trigger

Capsule T|'i';|gE|.

Target Point
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® Tiles
List
Columns
Folders

| Show Folders

Show Developers Folder

Show Plugin Content
Show Engine Content

Show Collections

Thumbnail Edit Mode

#| Real-Time Thumbnails

v View Options =

World Outliner
Search...

Label
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5 424 Example Map
4 [ NavData
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Mavigation

Perspective Viewport

Mowve forward [
backward

Rotate left [ right
Free Rotate
Mowve up / down

Zoom in f out

LMB + Drag up / down

LMB + Drag left / right
RMB + Drag
LMB + RMB + Drag

Mouse Scroll Wheel

Top f Front / Side Viewport

Pan

Zoom in f out

Selection

Select
Toggle selection

Marquee
Selection

Clear Selection

Focusing

Focus selected
object

RMB + Drag

LMB + RMB + Drag
or
Mouse Scroll Wheel

LMB on Actor
Ctrl + LMB on Actor

LMB + Drag

LMB = Left Mouse Button
RMBE = Right Mouse Button




Content

EJL + Perspective @@

S0E

Project
Description

» Mar
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Target Hardware

Engine

4 Splash

41con
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Build

Play

JEngine/Maps/Entry | = |
J/Engine/Maps/Templates/Template_Default | = |




Chapter 2: Importing Assets




1.[' FEX Import Options = e .

Current File: /Game/StarterContent/Shapes/Tower_Example

4 Mesh

Remove Degenerates
Generate Lightmap L
One Convex Hull Per LI
Import Mesh LODs il

R EIR @ S GUG I Import Normals -

Combine Meshes

4 Transform
I Import Rotation Roll 0.0 . [Pitch 0.0 O

Import Uniform e ; .‘

4 Material
Import Materials

Import Textures

> Miscellaneous




1[ [ A - it Browser
File | Edit | ¥

u e

General General - Loading & Saving

T - ] < -

4 startup

[« J<]

4 Blueprints
Dirty Migr

4 Auto Save

Content Edit

Blueprint Editor
in Minutes

BESae B

1.[ LOD_TestMap == COntentEroWEer

I Add New ~ RENRIPOT E) Save All = Content » StarterContent

Pl search Folders Import to /Game/StarterContent/Shapes... | coarch Shapes




u LOD_TestMap: == Content Browsen

JAddNew= I Import [5 SaveAll & 5 | K Content » StarterContent » Shapes »

BN Textur

Imports an asset from fi s folder.




rmat
:
B FBX 2014 o

d 2014 FBX plug-ins

Information

Tris: 2600 Tris: 2000
Vert: 1300 Vert: 1000

Tris: 1500
Vert: 800
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Sub-Material

Standard )







| oﬂisfun I t Tangents  Binormals

Auto Convex Collision

ati h

Opens the Auto Convex Collision Tool for generating a new convex collision mesh, or meshes.
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UV Channel 0~ [

4 Static Mesh Settings

Chapter 3: Materials

LayeredMaterial_Function_1
[ayeredMatrial_Example
Materisl @ —— @ M b

LayeredMaterial_Function_2
Red @

Texture Sample &
L3

© Transkicency

© Transhucen




T Details
=
I* Physical Material
4 Material
Material Domain
Blend

Decal Blend Mode

Default Lit -

lip Value
ace Mormal

Use Material Attributes B

SEEELUEE  when true, the material attributes pin is used instead of the regular pins.

-




“0.765,0.118,0.0668 A

" MakeMaterialattributes ¥
Color [ O

Metallic
Roughness

Opacity
OpacityMask

Output Red
i

Normal
WorldPositionOffset
WorldDisplacement o
TessellationMultiplier
surfaceColor
ClearCoat
ClearCoatRougt
AmbientOcclusion
Refraction
CustomizedUVs0
CustomizedUVs1
CustomizedUVs2
CustomizedUVs3
CustomizedUVs4
CustomizedUVs5
CustomizedUVs6

CustomizedUVs7




“0.131,0.517,0.765 4 "MakeMaterialAttributes ¥

@ BaseColor

@ Metallic Output Blue
F Y
Or Specular

@ Roug : 1| O
Or EmissiveColor
O Opacity
O OpacityMask
Or Normal
Or WorldPositionDffset
Or WorldDisplacement
llationMultiplier
surfaceColor
ClearCoat
ClearCoatRoughness
AmbientOcclusi
Refraction
CustomizedUVs0
CustomizedUVs1
CustomizedUVs2
CustomizedUVs:
CustomizedUVs4
CustomizedUVs5
CustomizedUVs6

CustomizedUVsT




ST S O Roughness

UVs O» Emissive Color

~ NormalMapAdjuster

Normal

™~ @ Normal Textu Result @ — @

b hiensily O World Position Offset

Input Normal Texture (Vector3) & “Mask (RG) v

Preview e~ [ 0
\ _‘-‘-\

g Output Result

"-Append =
T—er @ — ®
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. Input Intensity (Scalar) A Clamp (Min=0) (Max=1) ¥ SEE A L
e — e - o — P
Min

“Mask (B) ¥
~ @ [ B

Max




T Details
Y © 5 o -
4 Material Expression Function Input

Input Mame t.

Input Normal Texture (Vector3) A

Preview O

Use Preview Value | [}

4 Functions
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File  Edit v Window  Help

B S, A

Findin CBE  Params Mobhi

I e E i et

Search
4 General

Phys Material

Parent ‘ M_l> 4= O

[» Lightma ttings

[ Material Property

4 Parameter Groups
Float Parameter

Texture Parameter Val

"== [nstance Farents
Parent MName
Material

M_Example
Current

M_Example_Inst




File  Edit

. @
[ ] v
Find inCB

4 General

Phys Material

Parente
Parent Name

Material M_Example
Current M_Example._Inst




M_Example
O» Base Color
O Metallic
O» Specular
O» Roughne:

@ Emissive Color

Alpha
O Normal

O» World Position O

PixelDepth i “Power ¥

@ Base

TransitionDistance S — : O» Ambient O




4 Material Editor Instance Constant

Pl al  None

pherehre dm

O Lightm ettin

4 Parameter Groups

4 Vector Para

4 Material Overrides

or

o s

SphereMaterial_Inst

tuctions







f M_Example

@ Base Color
O Metallic
O

o

O

Fresnel
O Mormal
O» World Position O

Normal

O Ambient Occlusion




Mult ply v “Sine ¥ “ConstantBiasScale ¥
A > —o o —0 [ &
B O Metallic
O» Specular
O Roughness
O ive Color

Or Normal
O World Position Offset

O Ambient Occlusion

O Pixel Depth Offset

Texture Sample &

* M_Example
Vs ®» —

' Desaturation 5 Base Color

o =
L 2 Metallic

— @ Fraction specular

Normal

O World Position Offset

Or Ambient




El[ + Perspective \| [v lrl\| [E:‘

L]

Lavyel: Untitled (Persiztznt)




| E3En)
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Level: Untitled (P




PixelDepth

v

" Divide(,4096) ¥

' M_-Example
(v Base Color
O Metallic
O Specular
O» Roughness

A - @ Emissive Color
El

Mormal

Waorld Position Offset

C» Ambient Occlusion




f M_Example
O» Base Color
O Metallic
Cr Specular
O» Roughness
O Emis: Color

Or» Mormal
Or» World Position Offset

Texture Sample &

Uvs

Power

~ @ Base @ Ambient Occlusion




" Texture Sample A

Uvs [

* M_Example
@ Base Color
Metallic

Specular

" Texture Sample A

Alpha Roughness
Vs "
i i Color

Or Normal

World Position Offset

Or Ambient Occlusion




ConstantdVector

" 1,1,1,0.5

“Mask (RGB) ¥

M_Example

@ Base Color

O Metallic

Or Specular

Or Roughness
O Emissive Color

@& Opacity

O Normal
O+ World Position Offset

O Ambient Occlusion

O Refraction




Texture Sample & M_I;::.uample
Uvs @& —— @& BaseColor

On Metallic
O Specular
O» Roughness

C» Emissive Color

C» Normal
Warld Position Offset

O Ambient Occlusion




f M_Example

@ Base Color
O Metallic

Texture Sample & i O» Specular
Uvs [ T O Roughness

C» Emissive Color

MNormal

World Position Offset

O» Ambient Occlusion

M_Example
@ Base Color
Cr Metallic
O» Specular
Or Roughness

Or» Emissive Color




Y STET
@ Base Color
Or Metallic
O» Specular
Or Roughness

O» Emissive Color

O Normal
O» World Position Offset

O Ambient Occlusion

M_Test
@ Base Color
O Metallic

O» Specular

O Roughness




M_Test

[T @ Base Color

Or Metallic

ERROR! O» Specular
O» Roughness
On

M_Example
O Base Color
Texture Sample —_— O Metallic
) Multiply(,3) ¥
UVs il O Specular
O» Rough
® Emi

O Normal
O World Position Offset




TexCoord A I Texture Sample A [ M_Example
[ ] | Base Color

—

Metallic
cular
Roughn

Color

Normal

world Pasition Offset

N ] < -

4 Material Expression Texture Coordinate




" Texture Sample &

Vs

M_Example
@ Base Color
O Metallic
Or Specular
Or Roughness

O» Emissive Color

Normal

World Position Offset

O Ambient Occlusion




TexCoord ¥ ““Multiply ¥ " Texture Sample A M_Example

A [ Uvs ——— @ Base Color
— ! Or Metallic
Texture Tiling
. . Or Specular
Or Roughness

O» Emissive Color

O Normal
Or World Position Offset

O Ambient Ocelusion




" Texture Sample A

U

M_Example

@ Base Color

Or Metallic

O Specular

Or Roughness
(o e Color

Normal

World Position Offset

Or Ambient Occlusion




M_Example
(O» Base Color
O Metallic

O Specular

O Roughness

(O» Emissive Color

O Mormal

Waorld Position Offset

O Ambient Occlusion




" Multiply(,1) ¥ " Sine

A » — &

"0.165,0.4850.795 4

Texture Sample

UVs

Maohile Stats




Live Update

Cannectors

Clean Up

"%.

Home

Apply



u ME=rEmnle

File  Edit . W elp Search For Help

4

(NVEETEven Li

<4 Atmosphere
f M_Example
Base Color

Blend_Darken
Blend_Difference
Blend_E
Blend_HardLight
o Blend_Lighten

Details O Normal

E o O World Position Offset

4 Physical Material

P None v 4 O

4 Material
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File Edit A d Help arch For Help

A & . o
" ¥ [ &
Home Clean Up [CENMEGGTS NSVEETAREW Liv

Graph

{ M_Example
O Base Color
Or Metallic |

Blend_Difference

Blend_Exclusion

Blend_HardLight

O Roughn _Lighten

O Emissive Color |_LinearBurn

d_PinLight
O» Normal Blend_Screen
ik Blend_SoftLight

O World Position Offset

4 Physi i
Physical Material aturation

P None = 4= O 4 Constants

4 Material
tor
Materi ceCullFade
Blend | O» Ambient 0 ParticleDirection

Decal | MotionBlurFade
Decal | eTime

COEVO Default Lit

LayeredMaterial_Function_1

Blue @ —

MatLayerBlend_Simple | BreakMaterialAttributes L LayeredMatrial_Example

Base Material (MA] d Material @ ———— @ Attr BaseColor @ ————— Base Color
m Top Material (MA) Metallic @ ———— Metallic
IERE)] Specular O»
Roughness @
W EmissiveColor O
' ® Opacity O
OpacityMask O»
Normal O» Normal
WiorldP n World Position O
‘World|
ellationMultiplier O»
urfaceColor Or
ClearCoat Or
ClearCoatRough o
AmbientOcclusion O
Refraction O»

dUVE O»
Customizeduv7 O»




Chapter 4: Post Process

CustomDepth_PP_2

SceneTexture:PostProcessinput0 V.
Uvs
“Desaturation ¥

Y
~

O Fraction

SceneTexture:CustomDepth I

“Divide(,1e+008) ¥ Clamp (Min=0) (Max=1) ¥
Color @ A o —® o -
B Min

Max




4 Rendering

Visible
' ]

Actor Hidden In Ga

4 TextureStreaming
Ignore Instance 1| [
Streaming Distar K
Force Mip Strear [Jj
4 10D
Forced Lod Mode _
Min Draw Distant (GGG
Desired Max Dray _
Current Max Dran
ow Cull Distan
Detail Mode EE2
[ Override Materials 1 elements == {0 =
[x .
Render Custom De

Render in Main Pasg

ia|
A
a
[ ]

Treat as Backgrow



o

4 UMaterial Expression Scene Texture S tProcessinput0

ure |d PostProcessinputl - ja

Color Ov
O

Clamp
Filt

4 Material Expression
D

isc

4 Blendables lelements == @ 2

Mone - 4= 0O

LU _Morning - = 0O

4 Post Process Volume
Pr
Blend Radiu
Blend Weight
Enabled

Unbound




j‘ IModes

' a
S
w*

Search Classes
Recently Placed
Basic

Lights

Visual Effects
BSP

Volumes

All Classes

‘r
N

Blocking Volume

Camera Blocking Volume
Cull Distance Volume

{ill ZVolume

Level Streaming Volume

Lightmass Character Indirect Det
Lightrr mportance Volume
Mav Mesh Bounds Volume
Mav Modifier Volume
Pain Causing Volume

Volume

Precomputed Visibility Override W




ECUSEImOE

Project Engine - Rendering

Sort by Distance

Ambient O atic ctior or baked lightin

Decide automatically v
]




Chapter 5: Lights



4 Post Process Volume
t Pro

White Balance

» Light Propagatic
Ambient Cubemap
ure

» Lens Flares

Blend Radius

Blend Weight

Enabled

Unbound
















4 Lightmass

c Lighting Lev
Num Indirect Lighting Bo

Lighting Quality

-
(=]
L/

Indirect Lighti

e
=
Fa

> Envircnment

™
-]
L

Indirect llluminatic

1

[ |
[ |
[ |

Exponent

cluded Samples Fra

L

Lightmaps

Lewvel Lighting Quality

37 fﬂ, {{i;v 1* -

Blueprints Matinee Build




N =
L | - T gt -
Build Compile . Launch

Lighting
Build Lighting Only
Lighting Info b
i High
Medium

Preview

— - af
| - 1 _{._ ~

Build Compile  Play Launch
Lighting

Build Lighting Only ~ Ctri+Shift#Semicolon




& [ ~

Reslime ¢ : ! ‘ ‘ angents_Bin uy | [tsraioats
annel 0

-




Triangle
WorldGridiMatenial
e =

Textures =

Element O

4 Build Settings
Recompute Mormals
Recompute Tangents
Use Mikk ce Tangent
Remove Degenerates
Use Full Pr n
Generate Lightmap UVs

Min Lightmap Resclution

Iiﬂlﬂﬂﬂﬂ

ce Lightmap Index

inaticn Lightmap Inde
Build Scal Lo Mo Mo |
Distance Field Resolution ! KN [

tance Field as [}

-t
Fi

Distance Field Replacemer Mone & D




1.'; FEX Import Options
Current File: /Game/EditorSphere_2
4 Mesh

Import a eletal

Auto Generate Cc

c Mesh LODGroup

Vertex Color Import Option

Remove Degenerates

Generate Lightmap UV's

One Convex Hull Per UCX

Import Mesh LODs

Normal Import Method Import Hormals -

Combine Meshes

4 Transform
[ Import Rotation m Pitch €

Import Uniform e 1.0 Py

4 Material
Import Materials

Import Textures

> Miscellaneous
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() vt 13 o)




|

)

Static Mesh Settings
ed Geometry B

Simple Cellision Physical M: None
Collizion Complexity
Light Map Resoluticn 128
Lpv Bias Multiplier 1.0

Walkabl pe Override

Light Map Coordinate Index [
Use Maximum Streaming Te [
Streaming Distance Multiplii KN

Aszet User Data 0 elements

S

Default -

O

%

%

+ @










Visualizes overlap of stationary lights
hold (Ctrl + Alt) for more
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Salect ]
Edit b

Visibility P Lights

Level k

Place Actor

Replace Selected Actors with 3

.ﬁ‘,f Directional Light

Ti.' Spot Light

Attach To

b
. Point Light
=

Transform



r Modes

2%

Search Classes
Recently Placed
Basic

Lights

Visual Effects

Volumes

All Classes

Directional Light

Point Light

Spot Light

€3 sky Light




Show

Use Defaults

Collision

. Decals
Fog

= Grid
Landscape
Mavigation
Farticles Spri

Skeletal Mesh

Lighting Compaon Ambient Occlusion

Lighting Features | Diffuse

Developer /| Direct Lighting

Visualize /| Directional Lights

Advanced | Dynamic Shadows
 ditor | Global lllumination

Volumes | Point Lights

Layers | Sky Lighting

Sprites | Specular

| Spot Lights



Chapter 6: Blueprints

4Variables
[ Components
MyMesh
== RotationRate
== Pryot

Event Dispatchers

Search

]

4 Variable
Wariable Mame
Variable Type
Editable
Tooltip
Expose on
Frivate
Expose to Matinee
Category
Slider Range
Value Range

Replication

4 Default Value

Destroy After

DestroyAfter

== Float

DestroyAfter |
|
]
|
4 |
N D
-
)




Event BeginPlay Jf Delay ./ Spawn Emitter at Location
» o »
Duration Return Value
@ Location AL T R Jf DestroyActor
J Spawn Sound at Location
Rotation
0] [V 00][z 0a] b

Auto Destroy [@ 1Value Target [self]

Return Value

Mesh Component

" J Set Static Mesh

B Construction Seript

SET SET

Target Return Value _—@ Rotation Rate . Pivot Translation

Target Target

J——
Rotation Rate @

Rotating Movement




(vector(x,y,Z)) + ((a+1) = (b+ 1))

O X Return Value Cp

Object  CastFailed [

As Actar

" f Get Owner

Target [self|  Return Value

True [

Condition B False [




f Jump

Target | self |

&> Event BeginPlay [

Connected Pin

Unconnected Pin

Execution Pin Wired [

Execution Pin Unwired >




All Actions for this Blueprint ensitive

Component to see available Events & Functions

- Add Component
I Add Event

Al

[ Animation

I Audio

I Call Function

[ Camera

[- Canvas Render Target 2D
[: Class

I Collision

[ Components

[ Data Table

[ Debug

[ Development

I Effects

[ Event Dispatchers
[ Focus

A [y Blueprint

nt BeginPlay
& Event ActorBeginOverlap
& Event Tick
> Event Another Interface Function
4Functions
2 ConstructionScript
f setTeamprefix q‘ﬁ
Ainterfaces > Event Another Interface Function [
Td MyinterfaceFunction
) [ Add Component

4 Add Event
4Variables I Actor

Macros

4Components & Collision
Sphere [ Game
[ Mouse Input
b Touch Input
© AddC nt

2 Event Another Interface Function

[ Animation
b Audio




4Functions




M 1y Blueprint

i o-
4Graphs +
4 g1 EventGraph

ent BeginPlay

> Event ActorBeginOverlap
> Event Tick

4 Functions
#r ConstructionScript
f setTeamPrefix
d |nterfaces
¥ MylinterfaceFunction
Macros

4 Variables
4 Components
Sphere
DefaultSceneRoot
CharacterMame

Event Dispatchers




4 Blueprint Options

Run

\IPerceptionListenerinterface
Hide s Deleme \ISightTargetinterface
Blendableinterface
4 Class Options
FETETHCE Generic | eamAgentinterface
Interfa Pr Volume
4 |nterfaces SlateWidgetStyleContainerinterface

4 Implemented Interfaces P TurnBasedMatchinterface
No Interfaces Q© Tutorial BP_Interface

4 |nherited Interfac
No Interfac

Find in CB

4 Graph
Default -
=
4 Inputs
[ cvreihcio | x
4 Outputs
[ OvinerActorLabe [gmString = x




Folder
40 New Folder

W New C++ Class...

Blueprint Class

L

Animation b
Blueprints F .
~ [———
Materia cfures
it : f% Blueprint Function Library
Phy 0

User Interface :?:r;ﬂ Blueprint Interface

Miscellaneous =
Paper2D &ﬂ Blueprint Macro Library
m Enumeration

Structure
—




All Actions for this Blueprint Context Sensitive

I Input
[ Leap Motion
[ Live Streaming
LOD
[ Math
4Ny Macro
% CheckGameBuild

> Networking Checks if game is for Shipping release.
» Miagara

> Online

> Painting

> Pawn

> Physics

> Physics Volume
> Rendering

- Replication

> Slot

> Sprite

» Steam VR

" 1% CheckGameBuild

[» Check Build Distribution Build [

Development Build [




=+ Add New ~

4 Macros +
- My Macro

Er— ] - -

4 Graph

B Inputs E Branch T ate
kBuld b ——— B ue  ——— B Distribution Build Instan I

Condition ——— [ Development Build 4 Inputs
Return Value m
4 Qutputs
v EETE *
[ Developmentbuil fZErec - EENRY
e |




Folder
8 New Folder
Class
W New C++ Class...

P Import to /Game. .

% Blueprint Class
:'hv’l‘ Level

Material

'-" Farticle System

Animation

Blu nts ¢
% E.I|||-||r|||Tt‘Ia::

Materials & Textures

il f% Blueprint Function Library

‘% Blueprint Interface

éﬁﬁ Blueprint Macro Library

m Enumeration

Structure

Fhysics
User Interface

Miscellaneous

¥
¥
¥
k
¥
¥

—
—




¢ Event BeginPlay

Target [ self | MName with Prefi

(WTH|

1y Blueprint
+AddNen - o-
+

SonstructionScript
[ setTeamPrefix

Macros +
+

b Components
== Defaultl ocation

Event Dispatchers _————— e ———
et Team Prefix L ReturnNode

SET
"

Local Variables
Character Name
Appe

A[[] RetumValue

B Add pin +

cd

P N D
Character Name

4 lInputs

» CETE CETT x

4 Outputs

[} NamewithPrefix M amsting  w x




Default -

||
ReturnNode
»

My Vector Input O» ~» Integer Output

U MyVectorinput
[ MyBooleaninput

My Boolean Input Actor Referey

4 Qutputs
(¥ IntegerOutput @integer  ~H
[ ActorReference

[ Pure Function Example

My Float

" &> Impure Function Example

Target |




4 Graph
Description Description of my funct
-ategory Default -

Public -

M 1y Blueprint

+ Add New ~ o-
4 Graphs +

4= EventGraph
> Event BeginPlay
> Event ActorBeginOverlap
{:} Event Tick
4Functions Uil
#r ConstructionScript
" PureFunctionExample

f ImpureFunctionExample
NewFunction_0|
Macros +




+ Add New ~ o-
4 Graphs +
l'ma EventGraph

4 Functions

# ConstructionScript

Macros

AVariables
4 Camera
4 Components
FollowCamera
CameraBoom
== BaseTurnRate
== BaselLookUpRate
A Attributes
4 Health
== Health
== MaxHealth
[ Armar
CharacterName
4 Spells
ActiveSpell

Event Dispatchers




+AddNew - EXTY S < -

4Graphs +
42 EventGraph

€ Event BeginPlay

& Event ActorBeginOverlap

&> Event Tick

4 Functions
A1 ConstructionScript
Macros

AVariables

4 Components
Box
DefaultScene

Event Dispatchers

i All Act or this Blu
O EventTick

. 4 Add Event for Box
4 Functions

Macros

4Variables
4 Components

efaultSceneRoot

Event Dispatchers

dd Component
> Add Event




= Gomponents ? .
4+ Add Component - ‘# M

: : Compile
i ThirdPersonCharacter(self)
o Viewport
4 [ CapsuleComponent (Inherited)

Add OnComponentHit

i Edit
Al Add OnComponentBeginOverlap

Copy Add OnComp

[ Add OnBeginCursor
Add OnEndCursorOver
Add OnClickec

Add OnRe

Duplicate

Add OninputTouchBegin
Open CapsuleComponent.h e AT T
o : Add OninputTouchEnter
™ Find Class in Content Browser A Ll IR 2

Add OnlnputTouchLeave

Add PhysicsVolumeChangedDelegate




(=] "x

Ho-
I Variable

I Transform
I Sockets

I» Shape

I» Navigation
I* Rendering
I* Physics

I Collision

I Tags

4 Events

;omponent Hit

On Component Begin Overlap

» On Input Touch Begin
» On Input T
» On Input Touch Enter

» On Input Touch Leave

+ +++++++++ o+

> Phy clume Changed




-=. Components
4+ Add Component ~

nonents

& Audio

# Particle System
® Point Light

- e

Skeletal Mesh

'.g Blackl
® Pawn
® Pawn 5

F cylinder
& Cone




L\l e tr
Edit Debug  Window
TRonEnts
AU Component=
. ThirdPersonCharacter(elf)
49 CapsuleCompo
A ArrowComponent
(inherit
@ CameraBoom
% FollowCamera

CharacterMovement (inherited)

2
+dd ew - TR ©

4Graphs

aFunctions
*f ConstructionScript
Macros

4Variables

0 My Character

Compile

=% Viewport

Help

Find in CB ttinge  [CIEECEANE]  Simulation | Play Filter

f Construstion Event Graph

> Event BeginPlay

*~ Make Transform

Location
[ 00] (7 00]|

Rotation

[ 00][7 00][Z 00}
cale

[ 10][v 1.0][z 1.0]

00.0]

Eelimahe pawn Transform
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entation

ld  OnActorBeginOverlap
= =

Called when another actor begins to overlap this actor, for example a player walking into a trigger.
For events when objects have a blocking collision, for example a player hitting a wall, see "Hit' events.
(@note Components on both this and the other Actor must have bGenerateOverlapEvents set to true to generate overlap events.
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