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Drag and create Set Timer by Event.
Set Time to 1, and enable looping.

Add a Custom Event, name it CountUntilNextWave
Connect it to the Timer.
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Drag and Set the UntilNextWave variable.
Drag and Get UntilNextWave variable.
Add a Integer — Integer node, connect the UntilNextWave variable to the top input.

Set 1 in the bottom.
Connect the output to the Set nodes input.
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Create a Integer — Integer, connect the Set to the top input.
In the bottom input, write 1.
Connect it to the Set nodes input.
From the WidgetWaveReference, drag and Get CountDownUntilNextWave.
From that, create a SetText(Text).
Connect that node to the Set UntilNextWave node.
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From Set UntilNextWave retrieve pin, drag and add ToText (integer).
Connect that to the SetText(Text) node.
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From SetText(Text) add a Branch.
From True, add a Pause Timer by Function Name.

In the Function Name, write the name of the Custom Event, CountUntilNextWave.

Drag and Get UntilNextWave.
Add a Integer = node, connect the Get node to the top input.
Leave the bottom at 0.
Attach it to the Branch.
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Add a Make SlateColor node, connect it to the input of the Set Color and Opacity.
Choose in Specified Color what color you want when, for example red.

WidgetWaveReference
Event Dispatchers +
BX Compiler Results /® Find Results
45] Compile of BP_Spawne
1 & & ® m &= = © [ B % B @

=2 Viewport f Construction Scrip == Event Graph

d =

Class Settings  Class Defaults

| Pause Timer by Function Name

Object

Function Name

CountUntilNextWave

Widget Wave Reference

> .

Play.

No debug object selected ~

Debug Filter

Target Countdown Until Next Wave

= Make SlateColor

Drag and Get WidgetWaveReference.
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Add an Integer + Integer node, connect the Get node to the top input.
Write 1 in the bottom, connect the output to the Set WhichWaveToTrigger node.
Add another WidgetWaveReference.
From that, Get WaveNumber.
From that, add SetText(Text) node.
BX Compiler Results /® Find Results X X
: Y — Connect the Set WhichWaveToTrigger to the SetText(Text)
From the retrieve pin, add a ToText(integer) node, and attach that to the In Text.
Add Sequence node at the end.
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Add as many outputs from the Sequence as you want waves. We will do 1, the code can be copied for any number of Then pins.
Add a Custom Event, name it Wavel.

From The Sequence, add a Branch.
From that, Call Function Wave 1.

Drag and Get WhichWaveToTrigger.
Add a Integer = node, connect the to input to the Get node.
Set 1 at the bottom.
Connect it to the Branch.
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Add a Delay node, set Duraton to 30.
Add a Set UntilNextWave, set it to 30.
Drag and Get WidgetWaveReference.
From that, add Get CountDownUntilNextWave.
From that, add a Set Color and Opacity node.
BX Compiler Results /® Find Results
s w0 Add @ Make SlateColor node, connect it to the input of the Set Color and Opacity.
Choose in Specified Color what color you want when, for example green.
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Add a Branch.

Drag and Get WhichWaveToTrigger.
Add a Integer = node, attach it to the top input.

Set 5 in the bottom (or the number of waves you want to use).

Add an Unpause Timer by Function Name, attach it to the False of the Branch.

Input the name of the event, CountdownUntilNextWave.

Drag and Get WidgetWaveReference, from that Get TextCompleted, TextWave, and WaveNumber.

Add a Set Opacity for each, set In Opacity to 1 for TextCompleter, the other 2 to 0.
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Lets make the Waves.

From the Custom Event Wavel, add a Set Timer by Event.

Set the Time to how often you want that enemy to spawn, check looping.

Add a Custom Event, name it SpawnStandardEnemy1.
Attach it to the Timer.
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Add a Branch.

Drag and Get UntilNextWave.
Add an Integer =, connect it to the top input.
Put 0 in the bottom input.
BY CompilerResults ~ ® Find Results
From the True Branch, add a Spawn AlFrom Class.
Select the enemy you want to spawn, for example BP_EnemyStandard.
Add a GetActorLocation and attach it to the Location input. &7
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You can add any number of enemies, and add them to waves.

Duplicate the BP_EnemyFast, name it BP_EnemyFast.
Change the behaviour of the enemy by choosing another Row in its Get Data Table node.
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More waves can be added by copying the code between the Sequence node and the Delay node.

" Add more Custom Events, and add a number to the WhichWaveToTrigger check, and then call on the new Custom Events.
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