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Create a Widget, name it Widget_Core.

Open it.
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Add a Text at the top-left corner that says Core Health.

Add a Progress Bar, position it below the text, name it CoreProgress.
Remember to anchor both objects.

Set Percent to 1,0.

Set Border Padding to 0,5.

Set Fill Color to whatever color you want.
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Add a text that says Game Over and anchor it to the middle of the screen.

Click Color and Opacity, and set Alpha to 0.

Set all the assets to Is Variable.

Go to Event Graph.
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Create a new Float Variable.
Name it CoreHealth, make it visible.

Set a Value, for example 100.

Create a new Function, name it IsDead.
Open it.
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From the Start nodem drag and Get Text Game Over, then drag and Set Opacity.
Set In Opacity to 1.

Drag and Get Health Text, then drag and Set Opacity
Set In Opacity to 0.

Drag and Get Progress Core Health, then drag and Set Render Opacity.
Set In Opacity to 0.

Compile and exit.
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Create a new Actor > Blueprint, name it BP_Core.

Open it.
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Add a Visual Representation.
Add a Material if you want.

Add a Sphere Collision.

Open the Event Graph. 8



From Event BeginPlay, drag and Create Widget.
Choose Widget_Core in the drop-down menu.

Right-click on the Return Value and Promote to Variable.
Name the Variable WidgetCoreReference.

Drag and Add to Viewport, remember to connect the Target.
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Add an Event ActorBeginOverlap.

Drag and Cast to BP_EnemyMaster.
Connect them.

Drag and Get Widget Core Reference.
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From the Widget Core Reference, drag and Set CoreHealth.
Then from the Reference, drag and Get CoreHealth.

Create a Float – Float.
From Get CoreHealth, attach it to the top input of the Float – Float.

From As BP_EnemyMaster, drag and Get Strength.
Attach it to the bottom input of the Float – Float.

Attach the output of Float – Float to the Set node, and attach the Cast node to the Set node.
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From the Widget Core Reference, drag and Get ProgressCoreHealth.
From that, drag and Set Percent.

Add a Float * Float node.

Attach the Output of the Set CoreHealth node to the top input of the Float * Float node.
Set the bottom input to 0,01.

Attach the output to the In Percent of the Set Percent node.

Attach the Set CoreHealth node to the Set Percent node.
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Drag and add a Destroy Actor.
Connect the As BP_EnemyMaster to the Target input.

Drag and add a Branch.
Create a Float < (less) Float node and attach to the Branch Condition.

Attach the Get Core Health to the top input.
Write 0,1 in the bottom input.

From the Get Widget Core Reference, drag and call function Is Dead.
Attach the True output of the Branch to it.

Compile and exit. 13


