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The widget blueprint enables extending UUserWidget the user extensible UWidget

Create a Widget. Name it Widget_Money.

Open it. © View Options v 2
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In the Design Editor, drag and add 2 Text Objects.

Write “Money:” in one, and a ”0” in the other.
The 0 one will be used to display the current amount you have. Mark it as Is Variable, and name it CounterMoney.

Go to the Graph Editor.
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Create a new Integer Variable, name it MoneylnTheMoneyWidget.

EX compiler Results

+ Fast Template Successfully Created.

Drag and drop the CounterMoney Variable.
From it, drag and add a SetText (Text) Node.

4 Clear
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Drag and Get the MoneylnTheMoneyWidget Variable.
A ol ‘ Attach it to the SetText Node. It will create a ToText converter.

D Attach the Event Tick to the SetText.

Compile and Exit.
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NOTE: This is a data only blueprint, so only the default values are shown. It does not have any script or variables. If you want to add some, Open Full Blueprint Editor
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From Event BeginPlay, add a Create Widget.
Choose the Widget_Money.
Right-click the Return Value and Promote to Variable.
Name the Variable Money_WidgetReference
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From the Set Node, create an Add to Viewport.

Drag and Create a Set Timer by Event. Set the Time to 1, and set it to Looping.
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Add a Custom Event and connect them.
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From the Set Node, drag and Set MoneylInTheMoneyWidget.
Attach the CustomEvent to it.
From the Set Node, drag and Get MoneylnTheMoneyWidget.
Add an Int + Int Node, attach the Get Node to the top, and set 1 in the bottom.
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2] Compile BP_TowerDefenceCameraCont
This will add money at an interval of 1 per 1 second to the Widget.
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