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How to add Touch Manager to your project

You need to make a few steps, on Youtube:

Also, you can use a new AC_TouchManager2 component in multiplayer.
1. Migrate the Touch Manager folder to your project in a Content folder:



https://www.youtube.com/playlist?list=PL7K9vb0AOExHv-_3qfQQAHJO4d_Q4wveq
https://www.youtube.com/playlist?list=PL7K9vb0AOExHv-_3qfQQAHJO4d_Q4wveq
https://youtu.be/sZq_0HozE30
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Add Touch Manager PTR to your Character or Actor

After Touch Manager setup in the scene, we need to take a PTR in
your Character or Actor class where you will have Touch Events.

You can take PTR in different ways, the main one at the video:
https://youtu.be/pM7qgqgi4nLA

Other Simple to GetAllActors of class to take that in any AActor,
widgets and other classes, but WARNING it’s not optimized way.


https://youtu.be/pM7qqi4nLAQ
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After that variable, you can easily add BeginPlay event and use very simply
node GetAllActors of class, but not optimized, more elegant solutions,
storing i will explain in the video about that part. Now you can get PTR:
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Another method can be done, if your player is on the scene with
AutoPlayerActivation “Player 0” and Auto Activate For Player “Player
0”

W« BP_SphereCamera [ v
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And we pass in player TouchManager PTR in the level public variable.



Binding and Unbinding to the touch events

To easier debug in the Unreal Editor we can Enable UseMouseForTouch
And if you dont need default joists you can clear the default joysticks.
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Call back works! You can easily bind to other methods and check
more in the Touch Manager marketplace project or Youtube video tutorials.

Technical details, about Touch Manager

Touch Manager it's a blueprint Actor class with Touch inputs and
updates from Other Actors Components methods (DragComponent,
PinchComponent, RotateComponent, SwipeComponent, TapComponent).

- Pinch/Rotate enum variable to change Pinch and Rotate setup. By
default Pinch And Rotate is selected, which means we can do Pinch and
Rotate. If only Rotate or only Pinch that will work only for the single
selected one. That can be helpful if you need sometimes block Rotate or
Pinch, without Unbinding and Binding again.


https://www.youtube.com/playlist?list=PL7K9vb0AOExHv-_3qfQQAHJO4d_Q4wveq

Touch Manager update 2

In the new update added multiplayer support only in L7_Multiplayer.
Now you can add new component AC_TouchManager2 to your pawn, and
send inputs to work with events in one component and multiplayer image:
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In the AC_TouchManager2 you have the same methods and
parameters like in the BP_TouchManagerActor. If you need to have it all
in one place, possibly multiplayer (RPC) support use a new
AC_TouchManager2 setup. Video: https://youtu.be/Osjb9holWso

How to use new AC_TouchManager2:

1. Add AC_TouchManager2 component to your pawn.

2. Add InputTouch event and connect to TouchEvent on press (IsPress
true) and release (IsPress false) to handle inputs from touches.

3. Select needed events by pressing + and you will have it in the event
graph.


https://youtu.be/Osjb9hoIWso
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Old BP_TouchManagerActor is better in single-player and when
you need to listen from a lot of different AActors your bindings, to not
hardcode all only to a character.

Touch Manager update 2.1

Update 2.1 includes different screen sizes support feature, from 1k to
8k screens, that add more accuracy OnDrag and other trachold values
events.

Resolution Measurements (In pixels) Pixel count

To enable it you need set True ScreenMultiplierEnabled? And
recommend using the new AC_TouchManager2 component.



Debugging

Touch Manager has bool “ShowDebug?” variable. On True we will
have helpful debug information with print springs, On False no debug
message. Also in the new update, every debug will show a unique color =

The tap component is used for single finger, tap or double tap.
- Switch EnumToParameter enum variable to change Tap and DoubleTap
setup. By default Tap and DoubleTap setted, to be able Tap and Double tap
events call. If only Tap or only Double that will work only for the single
selected one.
- DoubleTapDelay float variable to have a limit for double tap call after first
touch begins, default value 0.3. If the time is lesser you will have a
DoubleTap Event call in the dispatcher.
- DoubleTapDistance float variable to set the maximum distance between
the first tap and second tap, if the distance will be less than that, a double
tap will be called. That is a threshold value for the maximum distance
between the 1 and 2 touches, default value 20.

AC_TouchSwipeComponent

The swipe component is used for single finger, to make fast swipes in
different directions.
- MinSwipeDistance float variable to set a minimum swipe length. Default
value 25 and if the swipe will be bigger than that value, we should make a
swipe (and a time threshold from SwipeMaxTime).
- SwipeMaxTime float variable to set a maximum swiping time. Default
value 0.35, which means if we swiping more time than that value Swipe
events will not call.
- CallOnSwipeEnum() Function with math calculation to make 8 different
directions of swipes, shown on the image:
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To change angles you can modify CallOnSwipeEnum() function,
video: https://youtu.be/JYbDf7dbxOA

The rotate component is using for two fingers to make the rotation.

- RotateThreshold float variable to not call rotation so frequently on
the small angle values.

- AngleBetweenVectors(FirstVector vector2D, SecondVector
vector2D) function to get an angle from touches.

The pinch component is using for two fingers to make zoom in and
zoom out.

AC_TouchDragComponent

The drag component is used for a single finger to move objects with a
finger.


https://youtu.be/JYbDf7dbxOA

How to make your own color Touch Interface

Helpful video on how to change joysticks color in Affinity Photo 2 to Unreal

mobile:
https://youtu.be/yIXlyila3ME?si=ZU66wZIMIj93WRnw

Support

If you need support or have questions please write to the support
email: UnrealOwlHelp@gmail.com



https://youtu.be/yIXlyila3ME?si=ZU66wZIMIj93WRnw
mailto:UnrealOwlHelp@gmail.com
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