Hi! Here's how to use Easy Logger as a logging and debugging tool in your project. There are 2
use cases for that: in Blueprints or C++ Codes.

1. Blueprints:

Here's how to use a LogWarning on your Screen and Console. If you provide an object as a
parameter, the LoglInfo will log the calling object’s name and append the message to it. This is
helpful for easier debugging as it identifies who called this log. If no object is passed to it, it will
print the raw message to the desired log interface. You can also specify the duration the
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This node functions perfectly for both Loglnfo and LogError.



Use the LogCounter() function to log the progress easily. It will internally keep count for
convenience. Here is a demonstration:
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You have the option to filter the EasyLogger logs by applying filters to focus on specific
information.
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In C++ it is even easier.

UHumanCombatComponent: :BeginPlay
Super: :BeginPla

HumanRef = Cast<APlayerCharacter:( GetOwner(
if (!HumanRef)
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And that’s it. If you have any questions or suggestions, please comment in the comment section
of the EasyLogger product page on Marketplace.

Have a nice rest of the day.


https://www.unrealengine.com/marketplace/en-US/product/f01d07baebf14e77a3e256202eb17a46

