UPMediaPlayerManual

1.Please support genuine plugins, please don't
use pirated plugins, every developer doesn't
want someone to use their pirated plugins.

2. Please open the plugin
a. Plugins->UPMediaPlayer
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3. Find the UPMedia component in the Palette.
a. Add UPMedia component.
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4. UPMediaSetting

a. AutoVideo:Autoplay video provided that the video address is not empty.
VideoUrl:video address.
RenderMode:The rendering mode of the video stream in the UE
AutoFps:Frame rate is automatically set by default.
CustomFps:Customize the video stream frame rate.
Haar:Turn on video image recognition.
RectScale:Video image recognition ratio, the smaller the ratio mobilizes more
cpu resources, the screen will lag, but the recognition success rate is high,
the larger the ratio of the screen to reduce lag, but the recognition success
rate is low.
h. DrawType:Video image recognition when drawing a frame, or a circle.
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Color:The color of the frame.
HaarXml:Types of video image recognition.
k. TimeOut:Video connection timeout time.(Unit: milliseconds)
i When that video address fails, you must wait for a timeout and return
to the video state before restarting the video.
I.  PlayDelay:The time of the PlayVideo timer.
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5. UPMedia Function
a. PlayVideo
i.  Url:Set the video address.
ii. Data:Set the video parameters.
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b. PauseVideo
i. Pause:Set whether the video is paused or played.
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c. StopVideo
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GetTexture
i Get the Texture of the current video stream.
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GetFps
i. Getthe fps of the current video stream.
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OnFaceNum
i.  Getthe number of images recognized in the video stream.
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OnPlaying
i.  Video stream playback status.
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PlayRecordVideo
i.  Turn on video recording.
i. FilePath:The path needs to have a file suffix in it.(The supported video
formats are: mp4,avi.)
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i. StopRecordVideo
i. Stop video recording.
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V1.4
1. Optimize the automatic acquisition of fps in videos, but
there may still be situations where the obtained fps are
incorrect. In this case, please turn off automatic
acquisition of fps and manually set the fps.
2. Incorrect acquisition of fps can cause video recording to
accelerate or fail.
V1.5
1. Support 3D material ball monitoring and playback.
2. See BP_Media for details on how to use it.
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4. Usage:
a. Create UPMediaObject.
b. Bind the OnUpdateTexture event.
c. Bind OnFaceNum event.
d. Bind OnPlaying event.

yyyyy

V1.7
1. Add screenshot function of monitoring screen.

a. ScreenShotFilePath:Set the export path. The
default path is under Projects.

b. InOptionsFormat: The desired output image format
to write to disk

c. InOptionsCompressionQuality: An image format
specific compression setting. Either O (Default) or 1
(Uncompressed) for EXRs, or a value between 0
and 100.

d. InOptionsOverwriteFile: Whether to overwrite the
image if it already exists

e. InOptionsAsync: Whether to perform the writing
asynchronously, or to block the game thread until it
is complete

f. OnComplete: A callback to invoke when the image
has been written, or there was an error
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