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Infroduction

Foreword

Thank you for choosing the Menu System Pro. This user manual will help you to get the most
out of this asset. If you have any questions, feel free to contact us at
marketplace@moonville.dev or join our Discord server. Our developers will respond to your
request asap.

Overview

Features

e FEasy to use and easy to customize

e Clean separation of code and design for better updatability

e Designs can be changed without any code changes, with config data assets

e Advanced Design changes are easy to make in UMG widgets

e Modular Setftings Manager for audio, display, gameplay, graphics, conftrols

e Menus & Widgets for all important settings a game needs (50+)

e Modular Savegame Manager with Save & Load Menu

e Enhanced Input System key rebinding with Keyboard & Gamepad support

e Ingame Pause Menu easy to combine with other game features e.g. an
Inventory Menu

e Online Multiplayer menus (Host/Join Game and Server Browser)

e Local Multiplayer (Press button to join menu, Character Selection)

e Animated Game Intro with changeable logos

e Animated Credits Roll with hold to skip functionality

e Customizable Loading Screens for each level

e Accessibility Settings (e.g. Color Deficiency)

e Menu Music and SFX included (easy to change)

e Polished Example Scene with Sample Character

e Example menus for Character Selection, Level Selection, Grid Navigation,
Smooth Menu Camera Switch and Input Guide

e Multi Language Support (English and German included)

e Uses Graphics Benchmark to determine optimal performance

o All settings are stored as JSON and can be modified in a packaged build

e Fasy to save and load your custom settings

e Extensive documentation & great support

e Blueprint Only!
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Included Menus

MENU SYSTEM

e Infro Menu
e Title Screen Menu

e Gameplay General Settings Menu
e Gameplay Multiplayer Settings Menu
e Audio General Settings Menu

e Audio Voice Chat Settings Menu
e Video Display Settings Menu

e Video Graphics Settings Menu

e Controls General Settings Menu

e Controls Key Bindings Settings Menu
e Singleplayer Menu

e Savegame Menu

e |Ingame Menu

e Loading Screen

e Multiplayer Menu

e Host Online Game Menu

e Server Browser Menu

e Local Multiplayer Menu

e Design Showcase

e Character Selection Menu

e Crid Navigation Menu

e Input Guide Menu

e Level Selection Menu

e Menu Camera Switch Menu
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e Credits

Concept
The images below show the core structure and classes of Menu System Pro.

BP_MenuSystemActor

J/Instantiates

Widgets (Menus and Controls)

l WEBP_GlobalinteractableUserWidget

\ WEBP_InteractableUserWidget \ WEP_InteractableMenuWidget

1
1
1
1
1
1
1
1 Inherits from
1
1
1
1
1
1
1

The Menu System Actor instantiates the Menu Container Widget which serves as a
container for all the Ul widgets (menus and widgets). Those widgets will be added
dynamically on-demand to specific layers of the container (Background, Main,
SubTabs, FooterBar, Dialog, LoadingScreen and Foreground).

The Ul is based on Global Interactable User Widget, Interactable User Widget and
Interactable Menu Widget. All actual User Widgets and Menus inherit from these
three classes. The Interactable Menu Widget acts as a container for Interactable
User Widgets (OptionsPicker, Slider, Buttons etc.).

Furthermore there is a class called WBP_SoundManagerUl for audio management,
which enables audio queueing and global handling of Ul sounds.
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BP_MenuSystemGamelnstance

BP_SettingsManager BP_SaveGameManager

BPI_GamelnstanceExtension

iR R N R N N R R R R R N N R R R N R R R N N N T R R R R
I BP_MenulLevelGameMode 1
1 1
1 1
‘ \ EP_MenuSystemGameModeComponent 1
- :
I

——————————————————————————————————— 4
R R R R R R i R R R R R R I R R R R
1 BP_SamplePlayerController I
1 1
1 1
' BP_MenuControllerComponent 1
' :
]

The Menu System Game Instance includes a Settings Manager for Ul independent
management of settings and serialization using the JSON Blueprint Utilities. It also
contains the Save Game Manager for Saving & Loading the game. The Game
Instance Extension offers a standardized signature for function calls from other classes
and therefore allows easy integration into an existing Game Instance class.

The Menu Level Game Mode (also Play Level Game Mode) is extended using the
Menu Game Mode Component for local multiplayer functionality.

The Sample Player Conftroller is extended with the Menu Conftroller Component
which houses essential code for interacting with the Menu System and also things like
setting up the Enhanced Input System.
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Getting started
In this section, we will guide you through the process of setting up Menu System Pro
v2. If you prefer video tutorials, you can access them by clicking the links below.

@ Menu System Pro 2.0 for Unreal Engine 5: Quick Start Guide & Customization Infro
@ Menu System Pro 2.0 for Unreal Engine 5: Integration Guide for Game Framewo...

Installation
1. Open the Settings/Plugins Window in the top-right of the Editor

MSP20TestBlank

{:} R‘Settings v

Project and Editor settings
% World Settin™

" Project Settings...
v ¥ Plugins

2. Enable the JSON Blueprint Utilities Plugin

J . File Edit Window Tools Help
(A1)

% plugins X
-+ Add X Json {:} Settings

All Plugins
&= ALL PLUGINS

] Blueprint Utilities Version 1.0
INSTALLED 2 ( functionality for Blueprint Epic Games, Inc
Editor
Mixed Reality

BUILT-IN

Advertising
Al

Analytics B
Android 3

Android Backgrou 1
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3. Enable the Enhanced Input Plugin (Newer UE versions include this by default)

/2.y File Edit Window Tools Help
(A1)

& plugins X
-+ Add X enhanced Input

All Plugins
= ALL PLUGINS

INSTALLED ) " Prototype input handling.

Editor

Mixed Reality

BUILT-IN

sibility
Advertising
Al
Analytics
Android

Android Backgrou

{:} Settings

Version 1.0

Epic Games, Inc.

4. Add ‘Menu System Pro’ to your project using the Epic Games Launcher

@ Epic Games

Category v

Menu System Pro

Add To Project n

Unreal Engine
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5. Open the Project Seftings
File Edit Window Tools Build Selec Actor

i
6

Pers £) Undo History

+'+ Editor Preferences...
~~ Project Settings...
v % Plugins

Help

6. Change Input/Default Classes to use ‘EnhancedPlayerinput’ and

‘EnhancedinputComponent’

=

Default Clas
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8. Change Maps & Modes/Game Instance Class to use
‘BP_MenuSystemGamelnstance’. If you already have a Game Instance class
in your project, jump to ‘Setup your existing Game Instance’

Project

Description

Default Mod

Encryption

Engine

Al System

Animation
Animation Modifiers

Audio
Game Instance

9. Open the menu level at ‘/ExampleContent/Designs/Design_%DesignName%
/Levels/SilenceMenulevel.umap’
10. Press play and enjoy

If your character can’t move, you are using a source build, or have other issues with
the setup we recommend that you refer to the Common Issues & FAQ section for
further guidance. It also contains a fix for the “Missing String Table Entry” issue
occurring in UE 5.4.

IF YOUR CHARACTER CAN NOT MOVE you very likely need to change
IMC_CharacterOnFoot with the IMC your Character uses (e.g. IMC_Default) in BOTH
LISTS (Registered Input Mapping Contexts & Initially Added Input Mapping Contexis)
in DA_MenuSystemConfig_Silence (NOT THE PDA _ file!).

Use ‘showdebug enhancedinput’ in the console to debug why your character does
not accept inputs!
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Make it your own design
This is an important step you should follow before making any design or config
changes. It will save your changes from getting overwritten by future updates.

1.) Navigate to ‘/ExampleContent/Designs’ and Rename from ‘Design_Silence’
to ‘Design_MyGame’ (or something else unique).

MenuSystemPro

2.) Then go ahead and rename every file in this folder that ends with _Silence to
your own ending you chose before.
¢ I

Collections ® Q 2 items

Tip: You can click on the Design folder and use the search with *_Silence’ to
find all occurrences

This makes sure your design is not overridden when we update the Silence
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Design.

3.) Navigate to ‘/Blueprints/Core’ and open the

DA_MenuSystemConfigRedirector
— I

MenuSystemPro

Check that your MenuSystemConfig Data Asset is selected

General

Note: This tells Menu System Pro what design config should be used

4.) Always create backups before updating (use source control like Perforce if
possible).
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Change Menu & Play level
To ensure that the menu system loads the correct levels for new game, when
returning to the main menu, and for multiplayer (local & online)

1.) Navigate to the Menu System Config located at

‘/Design_%DesignName%/Config/
¢ .l

_Menu DT
temConfig  Description
_MyGarne Rich TextSt

MenuSystemPro
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2.) Change the levels according to your needs

Local Multiplayer Leve

Input

Note: If you don’'t have multiplayer, you don't have to change them.

Setup your menu level
To ensure that your startup map/level displays the menu immediately, you will need
to follow these steps:

1.) Add ‘BP_MenuSystemActor’ to your menu level by dragging & dropping it info
your level

MenuSystemPro

Location: /Blueprints/Core/

2.) Select the '‘BP_MenuSystemActor’ in your level and enable ‘Level Is Main
Menu’

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new mmon Ul mentation (MSP 2.2.0+


https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

© BP_MenuSystemActor
& Floor

selected)

& Details x ® worl

@ BP_MenuSystemActor

© BP_MenuSystemActor (Self)

General Acto Misc Streaming
Transform

381142355 | -319.109814

Rendering

3.) Open World Settings in your level and change the Game Mode Override to
‘BP_MenulLevelGameMode’
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# Details ® World Settings
'-J
Precomputed Visibility

Precompute Visibility

BP_MenulevelGal Uh‘ EehE® «
BP_MenuLevelGameMode
Default Pavn Class done v @B 06
HUD Class v €k ®
Player Controller Class vervy €@
€k ®
G2 4O
Spectator Class SpectatorPawn v (@€ B ®

Alternative: If you already have your own game mode you can implement
the ‘BP_MenuSystemGameModeComponent’ onit. It's located at:
‘/Blueprints/GameFramework/’

4.) Optional Step: When a good view on the scene is needed you can place a
Cine Camera Actor in the level and select it on the ‘BP_MenuSystemActor’
like this
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@ & ltem Lab

©® BP_MenuSystemActor

® BP_MenuSystemActor (Self)

Rendering

Menu System Pro will automatically set the view to the first Camera in this
array. If you want to use multiple cameras have a look at the example in the
Extras menu (Menu Camera Switch).
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Setup your play level
To prepare your play level for accessing the Ingame menu, please follow the steps
outlined below

1.) Add ‘BP_MenuSystemActor’ to your play level

MenuSystemPro

Location: /Blueprints/Core/

2.) Open World Settings in your level and change the Game Mode Override to
‘BP_PlayLevelGameMode’
- Details @ world Settings %
o}
Precomputed Visibility

Visibility

Game Mode

BP_PlayLevelGam v (€ BB B ©

BP_PlayLevelGameMode
€EBE
€k
€k
€EkBo
€Ekb®
€Ekbo

Alternative: If you already have your own game mode you can implement
the ‘BP_MenuSystemGameModeComponent’ onit. It's located at:
‘/Blueprints/GameFramework/’

If you also have custom Character and Player Controller classes see the
section below.
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Setup your player classes
If you wish to use your own Player Controller and Character classes and make them
compatible with Menu System Pro, please follow these steps

1.) Add ‘BP_MenuControllerComponent’ to your Player Conftroller
Components Viewport F Construction Scr... %< EventGraph
+add | Q %

&4 BP_SamplePlayerController (Self)

onent (TransfermComponentd

Make sure to add the
BP_MenuControllerComponent
to your Controller! - Menu System Pro

You can locate it by using the search function on the Add button in the
following manner:

Com ponents
-+ Add Q

% bp menu controller|

. ;omponentd
C, FBP Menu Controller[s 1 = A | RAAlrn

BP_MenuControllerComponent BP Menu Controller Component I

By doing so, your player controller will be ready to use Menu System Pro.

2.) Now, to set up the Character class, you will need to add some code for
initialization, opening the menu, and accessing settings such as axis inversion
and sensitivity. Navigate to ‘/Blueprints/Player/’ and open the
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‘BP_SampleCharacter’ Blueprint

MenuSystemPro

N

BP_Menu BP_Sarmple ] nple BPI_Paus:
Controller Character Game
Component Contraller

3.) Copy and paste all the nodes from the event graph to your Character Class
and adjust it to your needs, if necessary.

File dit Debu Tools  Help

P, simulation [
T3 EventGraph

>

(Inilialize - Menu Sysfefa i Eﬂ!m} Show Example Ingame Ul - Menu System Pro)

(Look Input - Keybeard and Mouse - Menu System ProILook Input - Gamepad - Menu Systemon) Generialized events to perting left and right sticks in Setting;

— e m—
l Toggle Ingame Menu - Menu System Pro I

After that your character should be able to open the Ingame Menu using the
specified Input Action. Make sure to use the Enhanced Input Actions for all
Inputs in your Character, otherwise the Input might not work at all.
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Setup your existing Game Instance

If you wish to use your own Game Instance, follow this guide. All other users can just
use the existing Game Instance ‘BP_MenuSystemGamelnstance’ (as explained
above in the Installation chapter).

1. Add the 'BPI_GamelnstanceExtension’ interface to your custom Game
Instance

BP_MenuSystemGamel... x

O e - - . -
i@ Compile : Save /& nd ated @ K 5 Simulation
By Blueprint

+add Q
Game Instance

© EventInit F Set Timer by Event

Playtime Counter

> OnincreasePlay Timer

T Branch

B compiler Results Q Find Results

VARIABLES
Menu System Pro - General
MenuSystemConfig PDA Menu

Menu System Pro - Save Game

CurrentPlay TimeTimer Float

PlayTimeTimerHandle Timer Handle
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3. Implement all functions that ‘BP_MenuSystemGamelnstance’ implements
INTERFACES
Save Game Manager

3

«r On Set Current Play Time

2~ OnOpen Level

M Get Current Level

2+ Get Current Play Time

H..ﬂ Ge
Settings Manager
= LA

J 'olume
2~ On Load Settings from File

2 On Save Settings to File

2 Get Settings Manager

4. Copy & Paste the nodes on the event graph from
‘BP_MenuSystemGamelnstance’

5. Compare both your game instance and our game instance side-by-side and
ensure you have correctly connected all nodes
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Packaging your project
Before you can ship your game with localization support you need to change some
of your Project Settings.

1. Go to Project Settings/Packaging
2. Expand the Packaging/Advanced section
3. Select 'Localizations to Package' (e.g. German and English)

Project

[CHCRCRCNCHCECNG
chchch ch ch cp b C

Show All Show Localized

£\ AKEN |GnanE)

A\ Amhar
I ¢ (Ethiopia)

(World)
e

or running a locally built editor v

Additio 0 Array element
Directo ever cook 0 Array element
Testdirec rch

itional Ne

Additional Ne t Directori for dedi server only 0 Array element

Additional N t Directo de server only D Array element

\F)
®
®
®
®
®
®
®
®

6. You can now package your project
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Customization
In this section you will learn how to modify the overall appearance of the Ul.

Menu System Config

The Menu System Config allows for simple adjustment of global settings, enabling you
to customize the menu system according to your preferences. It includes various
parameters for both functionality and styling of the menu.

You can find it at ‘/ExampleContent/Designs/Design_%DesignName%/Config/’

¢ i

MenuSystemPro
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Note: Hovering over each parameter will provide you with a detailed explanation of
its effect.

Widget Style Data

With the Widget Style Data Assets, you can easily customize the appearance of
each Interactable User Widget in Menu System Pro by adjusting its style settings such
as Font, Size or Colors.

The Data Assets are located at ‘/ExampleContent/Designs/Widgets/Styles’

MenuSystemPro

¢ ¢
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& Details

Fonts and Colors correspond to the ones specified in the Menu System Config.

The Widget Style Data Asset is changeable on all Interactable User Widgets in every
menu. Here is an example of the OptionsPicker in the Controls General Menu:

CONTROLLER TYPE

INVERT STICKS
VIBRATION
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Widget & Menu Designs

In Menu System Pro v2, we made an effort o maximize the separation between
widget design and logic. Each design widget is derived from a base class that
contains the majority of the code.

The following illustration provides an example of how the basic logic and design is

separated:

rr=~~rrSs-T|==-"TS"/TA=-7TS5"=-|rS="=rs -==/-T=- ]
1 Base Classes 1
1 ]
] \ WEP_GloballnteractableUserWidget 1
1 ]
1 ]
] ]
1 ]
1 ]
1 ]
! WEP_InteractablelUserWidget WEBP_InteractableMenuWidget :

]
] ]
1 ]
1 ]
I N4 I
]
: WEBP_OptionsPickerBase I
1 ]
- o o En B BN B BN B BN BN BN BN BN BN BN B BN B B Em Em | BN B E o o B B o o ol
l- ___________________________________ {
Design Classes 1
! \4 \% .
1 WBP_OptionsPicker_Silence WEBP_ControlsMenu_Silence 1
1 1
1 1
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It is advised to only add changes and custom logic in the design classes. For
example through function overrides like demonstrated in the Slider here:

WBP_Slider_Silence X

,_I Find

Birtton events,

Apply Settings Value
Apply Widget Style Active

MACROS

VARIABLES

This will save your modifications from being overridden by updates.

You can find the base classes in the 'Base' and 'Widgets' folders located at
'/Blueprints/UI/".

Evamnlanntant
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The design classes can be found in the ‘Menus’ and ‘Widgets’ folders located at
‘/ExampleContent/Designs/Design_%DesignName%/’.
Menus mPro

Le g
Menus
Widgets
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Special Menus

There are menus that are used in a different way throughout the entire menu system.
Some of them are always visible (Background) and others are only shown in a special
context (Loading Screen, Footer, Decision Dialog).

Loading Screen
The loading screen can be triggered from any menu like this:

Loading Screen

(D]
Target Loading Screen
f J Get Owning Container Received Payload

Owning Container

_——

Menu System Config d Target Level Meta Data 3 e

To make the Loading Screen show your custom text and graphics you will need to
create alevel metadata asset. You can find examples here:
‘/[ExampleContent/Designs/Design_%DesignName%/Levels/MetaData/’

onThumbnail2 v

>

Remove this delay. This is just for the example | -+

© Event BeginPlay f Delay Target i tor J Delay ° f Open Level (by Name)
—> Completed p——————— » Completed B ——— B o

Duration [5.0] Duration [2.0] @ Level Name

v

- LevelName @
_Get Menu System Pro Actor from Library

Return Value

(TSE——,

Menu Sys

Level Name @
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MenuSystemConfig is a variable of this actor that has the value set to your Config
data asset. LevelName is a Name variable with your level name as value.

When the metadata asset is created you can add it to the Menu System Config
here:

Important: The key of the map entry for the Data Asset has to contain the exact level
name!

If you like to change the Loading Screen widget layout you can access it here:
‘/ExampleContent/Designs/Design_%DesignName%/Menus/LoadingScreen/WBP_Lo
adingScreenMenu_%DesignName%'

Background

The Background is always shown throughout the menus and can be changed to
show images, material effects or just a semi-tfransparent black background like we
did.

You can access and change the design here:
‘/ExampleContent/Designs/Design_%DesignName%/Menus/Special/WBP_MenuBack
ground_%DesignName%'

Make sure to check and modify the code on the Event Graph if needed.
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Footer
The Footer can be dynamically created in a menu

BENCHMARK [ Dot |ReseTSETINGS (%) BacK

This can be done using this code:

? s Valid
P Exec 1s Valid [
Input Object Is Mot Valid >
©F Get Owning Container
Owning Container =
= Make FFooterBarButtonData (i Make Array

FFooter Bar Button Data [0] Array

Add pin (&

——.

f &> Add Menu Footer Bar

In Footer Bar Data

This adds one button with the specified Menu Input Action. You can see the

available Input Actions in the Menu System Config here:

If you like to change or add Input Actions, we advise you to create an own
InputMappingContext outside of our folder structure (to make it update proof).

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for

the new mmon Ul mentation (MSP 2.2.0+


https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

Decision Dialog
The Decision Dialog can be dynamically created when you need to process a user
decision

Are you sure you want to quit the game?

It can also be used for acknowledgement dialogs (one button only; like ‘OK’).

In menus you can call it using this node:

; F Show Decis

I 5 Wb

Target | EE.|:| Decision Dialog

ant to quit the game? | |

O Accept Text [Ves] |

O Decline Text [No] |

Seconds Until Revert [0.0]
Accept

Decline
Auto Revert

Cancel
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A good implementation example can be found in this Blueprint at the bottom of the
Event Graph:
‘/ExampleContent/Designs/Design_%DesignName%/Menus/TitleScreen/WBP_TitleScr
eenMenu_%DesignName%'’

If you want to change the design of the dialog navigate to:
‘/[ExampleContent/Designs/Design_%DesignName%/Menus/Special/WBP_DecisionDi
alog_%DesignName%’

Creditfs
Menu System Pro also offers an auto scrolling credits menu which can be skipped by
holding any button for a specific amount of time

LEAD DESIGNER
PERSON #3

DESIGNER
PERSON #4
PERSON #3

LEVEL DESIGN
PERSON #6
PERSON #7

LEAD PROGRAMMING
PERSON #10

The content can be easily changed in String Table ST_Credits located at:
‘/[ExampleContent/Text/Menu/ST_Credits’

If you want to alter the layout or hook up your own string table for better updatability
navigate to:
‘/ExampleContent/Designs/Design_%DesignName%/Menus/Special /WBP_Credits_%D
esignName%'
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Customization Guides

In this section you will learn how to modify the menu and make the menu fit your
game.

Change Colors
1. Navigate to /ExampleContent/Designs/Design_%DesignName%/Config/
2. Open DA_MenuSystemConfig_%DesignName%
3. Expand the Colors section and the Color Palette in it

Multiplayer
Input

Sounds

These are all the colors used throughout the menu system at one place! We
have a function called OverrideWidgetStyleFromConfig every widget based
on Interactable User Widget or Interactable Menu Widget, that reads colors,
fonts efc. from the Config and sets them to the actual Ul widgets (in Pre
Construct).

4. For this example we will change the Highlight color to blue

sRGB Preview

New
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5. Hit Save, Play and Enjoy!

PLAY
MULTIPLAYER

CONTROLS

GENERAL

Controflen
CONTROLLER TYPE

INVERT STICKS
VIBRATION

FIELD OF VIEW

HORIZONTAL AXIS SENSITIVITY
VERTICAL AXIS SENSITIVITY
INVERT HORIZONTAL AXIS
INVERT VERTICAL AXIS

Change Fonts
1. Navigate to /ExampleContent/Designs/Design_%DesignName%/Config/
2. Open DA_MenuSystemConfig_%DesignName%
3. Expand the Fonts section and the Fonts Palette in it

Multiplayer

Input
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4. For this example we will change the Huge font, which is displayed on the Title
Screen Menu

Huge
Font

Font Family Kanit-Black_Font

5. Hit Save, Play and Enjoy!

SILENGE -

PLAY

Remove Design Override

This small guide will show you how to remove the design override we have explained
before. After removing it from a widget or menu, you have full control over the
widgerts styling.

VARIABLES

1. Open OverrideWidgetStyleFromConfig function in any design widget
2. Break the connection here or for a specific thing in the sequence on the
right-hand side

Note: We do not recommend breaking the connection, as this will disconnect the
MenuSystemConfig from this widgets styling. Please only disconnect the override
function if you are certain that it is necessary for your particular use case.
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Change Widget Text

1. Navigate to /ExampleContent/Designs/Design_Silence/Menus/
2. Open any menu you like
3. Click on a widget in the menu and have a look at the right-hand side

Myl KU ~ inj

LANGUAGE

Package

You might have to remove the String Table binding by clicking on the flag.
5. Itisrecommended to use your own String Table and link it there. This will be
beneficial when doing localization.

Set Custom Cursor

1.

Navigate to /ExampleContent/Art/Textures/Cursor/

2. Replace the CustomCurser icon with your own cursor icon. This should be the

same size as the example. The cursor tip should be in the center of the image.

MenuSystemPro

Note: Alternatively, you can open/Blueprints/Ul/Widgets/Input/WBP_MouseCursor
and change the cursor image to your desired image.

Now go to the Project Settings and type "cursor" into the search field

Set Software Cursors to default and add the CursorWidget
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&Y Project Settings

Engine - User Interface

Hardware Cursors

0 Map elements

5. The cursoris now changed, and you can close the Project Settings

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new Common Ul documentation (MSP 2.2.0+)


https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

Edit Infro Images
1. Navigate to
/ExampleContent/Designs/Design_%DesignName%/Menus/TitleScreen/
2. Open WBP_IntroMenu_%DesignName%
3. Change the Introimages array according to your needs:

MACROS

VARIABLES

Boolean
Texture 2D

= [nteger

EVENT DISPATCHERS

Default Value

Intr

4. Hit Save & Compile.
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Edit Infro Texts
1. Navigate to
/ExampleContent/Designs/Design_%DesignName%/Menus/TitleScreen/
2. Open WBP_IntroMenu_%DesignName%
3. In Designer tab you can access both texts

[WEP_IntroMenu_Silence]
[F]MenuCanvasPanel
ler]
dBorder]

('] GradientUnderlay
|PressAnyKeyText] "PRESS ANY KEY.."
[CopyRightText] "DGAME COMPANY.."

LELLPLE

Text

Appearance Localize

Color and Dpacity Referenced Text

Font String Table

You might have to remove the String Table binding by clicking on the flag
5. Hit Compile & Save
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Set Title Screen Version
Change the version display in the bottom right corner of the title screen menu.

1. Navigate to /ExampleContent/Designs/Design_%DesignName%/Config/
2. Open DA_MenuSystemConfig_%DesignName%
3. Change the Displayed Game Version here

General

Displayed Game Title

Displayed Game Version

4 Map elements

4. Hit Save

Material Effects in Widgets

We added the possibility to add a highlight material to all classes derived from the
WBP_ButtonBase.

TEXT

In the example above we showed the TitleScreenButton which has a pulsating
material effect on it. It is set on the Style Data Asset of the widget.
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Interactable User Widget - General
DA_T
Style Data ‘
€ bk
None

None

Gl

Mermal

Font

Rounded Comers
Size

Animation

H

Unhighlight Animaticr

MI_LeftToRightHighlightAnimation v

€k

Highlight Material

If you want to implement material effects on other widgets, refer to the code we
used in the WBP_ButtonBase (search for *highlight material’).

Another example for using material effects would be the Extras Menu background. It
has an animated cloudy background placed on its MainMenuBorder:

K x

-------------------------------------------------- = = S — . orde: Is Variable ~ Open Border

EXTRAS

Located at: /[ExampleContent/Designs/Design_Silence/Menus/Extras/
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Be mindful of using material effects as they can significantly impact performance.

Create new menu
To create a new menu, we can utilize the Singleplayer menu as a foundation.
However, if preferred, other existing menus can also be utilized as a template.

1. Navigate to
/ExampleContent/Designs/Design_Silence/Menus/Singleplayer/WBP_Singlepla
yerMenu_Silence

2. Copy & paste it into your own file structure and rename as you wish.

im Al » Content » Tutorial » Menus

|"J__.

WEBP_Mev
henu
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3. Adjust the design to your needs and all the widgets you might need

Si nuLeve

WBP_NewMenu*

W Widget Reflector

_____________________________________________

OPTIMIZATION
PANEL
PRIMITIVE
SPECIAL EFFECTS

i= Hierarchy

|_J
+ [WBP_NewMenu] |
[E]MenuCanvasPanel | 5 g g o g g g oy

|1 HelloWorldButton
|71 TestButton
[ TitleBorder

Make sure to only use widgets that are inherited from Interactable User
Widget in your menu. Otherwise the navigation won't work!
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4. Then go to the Blueprint Graph and remove all the code from the previous

widgets

ConunueiGame;

r,=
i

Branch

» »

Condition Fa

ContinueButton)

J Get Allow Navigation

PlayiGame

———————

ameButton) -I: Eranch
PP

True [

Condition Fe

JF Get Allow Navigation

Menu System Pro 2
Made by Moonville

JF Get Game Instance

Return Walue

truct BP Sar

Outer

Cast To BPI_Gamelnstar

Object

Game Payload

Return Value
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5. Connect the first widget of your menu to the ‘Set Default Selected User
Widget’

il S ——
& Event Construct e &> Parent: Construet =

SET

User Widget

'Menu awgalon E

6. Hit compile and fix all the left errors
7. Go back to the Designer tab and create events for the newly added widgets
by clicking on the plus next to it

In this case we add the ‘OnWidgetClicked’ event to print something
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8. Add your custom code on the Graph

J Print String
»
In String | Hel

& On Widget Clicked (HelloWorldButton)

Development Only
A

¢> On Widget Clicked (TestButton) I Print String

In String |

Integrate new menu
In this section you will learn how to integrate your new Menu into the existing Title

Screen Menu (can also be used for other menus).

1. Navigate to
/ExampleContent/Designs/Design_Silence/Menus/TitleScreen/WBP_TitleScreen

Menu_Silence
2. Add a new button for the navigation to your new menu

OPTIMIZATION
PANEL
PRIMITIVE
SPECIAL EFFECTS
i= Hierarchy
Q,
[WBP_TitleScreenMenu_Silence]

asPanel
eTitleText] "PROJECT TITLE"

ScreenButton
ScreenButton
reenButton
nuTitleScreenButton
creenButton
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3. Add the ‘OnWidgetClicked’ event for your new button to the graph by
clicking the plus next to it

777777777777777777777777777777777777777777777777777777 T LR 0 P R A S Previous

Clipping

4. Add the following code to the event and select your new menu on the
‘OnTransitionToTargetMenu' node

Custom Cogde

— — R —— ’ &> On Transition to Target Menu
&> On Widget Clicked (NewMenuTitleScreenButton)

- W J
P ——— Target
J Get Owning Container !

3 From Menu
Owning Container

—————
Self

P — /
Menu System Config Target Menu Transition Animation

Target Menu Transition Animation Speed

5. Hit Compile & Save
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6. Your new menu should be functional and accessible now

OPTIONS

EXTRAS
NEW MENU

QUIT

NEW MENU

HELLO WORLD,
THIS IS A TEST
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Add widget to menu

In this section you will learn how to add a new widget to an existing seftings menu,
with load and save functionality. For this example we will add a new setting to the
Game Settings Menu.

1. Add a new Options Picker (Silence design or others) to the menu or duplicate
an existing one

WBP_GameSettings_Sil... » x

options i >
WBP SJSTIE Picker Silence

MEDIUM:
o

LANGUAGE | B

. SUBTITLES § o

nguageOptionsPicker
ubtitleOptionsPicker
T1WBP_OptionsPicker_Silence

2. Edit the Options Name, Description and Image according to your needs

Int dget - Content

SUBTITLES ‘EEL »
MY NEW SETTIN

Interactable User Widget - Navigation

3. Add your options to the Options Array and set the Default Option Index

MY NEW SETTING P

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new Common Ul documentation (MSP 2.2.0+)


https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

4.

GAMEPLAY

GENERAL

Gameplaip=—
DIFFICULTY
LANGUAGE
SUBTITLES
MY NEW SETTING

If you now hit save & compile, your widget should already look like this:

MY NEW SETTING

This is my new setting

HARD

ENGLISH

OFF

MEDIUM

5. Now we need to add the Settings Data asset to save and load this new
setting. For this open the Content Browser and create a Data Asset like this:

L

=" Blueprint Class ]
P~
{ |
A Level @

Material

Iﬁl Niagara System

Animation

Artificial Intelligence
Blendables
Blueprints

Editor Utilities
Foliage

FX

Gameplay

Input

Materials

Media

>
>
>
>
>
>
>
>
>
>
>
>

Miscellaneous

Cascade Particle System (Legacy)

Composite Curve Table

Composite Data Table

-
Curve

Curve Atlas

] Curve Table

Asset

3

BEICREDE

Data

) Force Feedback Attenuation

Force Feedback Effect

Groom
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6. Select PDA_SettingsData in the Pop-Up window

COMMON

ALL CLASSES
» PDA_SettingsData

€ PDA SettingsData

1 item PDA Settings Data

Cancel

7. Name it ‘DA_NewsSetting’ (or something else starting with ‘DA_’)
8. Open it up, set the properties according to your needs and save

To understand the properties in detail, please refer to the section Settings Data
Assets
9. Now go back to the menu and plug it into your newly placed widget

o

| MY NEW SETTIN o MM

10. When you save it the change will be reflected in the Settings Json File

ifig.jsen - Notepad++

o Run Plugins Window 7 X

EBI=mT ERERe®| @ ]

[~ MenuSystemCorfig json E3

mepad”, :"Gamepad_LeftTrig
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11. Finally add it to the Menu System Config’s Settings Data array

General

Doing this will enable the Settings Manager to load the setting Ul independent
12. Done! You can easily access this data in your Blueprint code. Read the
Access Settings in Blueprints section for more detailed information on that

topic.
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Modify existing menu

In this guide we will add a new footer button to the Game Settings menu

1. Navigate fo

/ExampleContent/Designs/Design_Silence/Menus/Settings/WBP_GameSetting

s_Silence

2. Locate the Dynamic Footer Setup on the Event Graph and add a new button

like this:

-

=
Y Ramic) = Ll atl 1S cregled

P Exec Is Walid [
Input Object Is Mot Valid [
JF Get Owning Container

Owning Container Salf
Self

= Make FFooterBarButtonData ™ ke Array

FFooter Bar Button Data Array

Add pin &®

FFooter Bar Button Data

FFooter Bar Button Data

FFooter Bar Butten Data

mithe Menu System

& Add Menu Footer Bar

Target
From Menu

ooter Bar Data

Duplicate an existing one and connect it to the Make Array node. The Player
Mappable Options Name comes from the Enhanced Input Mapping Context

located at: /Blueprints/Input/Menu/IMC_Menu
3. Move further to the right side on the graph and locate the
OnFooterBarMenuSetupComplete event
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< Event On Footer Bar Menu Se

Me:

[ Bind Eve
»
Target

[ Bind Event to On Wit

Add a sequence pin and duplicate one of the existing paths. Then edit the
index on the Get node according to the footer button you added in Step 2
4. Add your custom code to the copied logic

[ Bind Event to On Widget Clicked

> NewFooterButton

THREE

ressed Extra & Parent:
=P

Key Event Key Event

Note: The OnPressedExira event was added to support button press (‘X' key)
5. Hit Compile & Save

Menu System Pro 2
Made by Moonville
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Hide existing widget

You might want to remove one of the Ul elements, such as Buttons or Options Picker
from the menu. To save yourself some frouble you can just hide it, instead of deleting
it.

Example #1 - Remove the Extras Menu from the Titl reen Men

1. Navigate to /ExampleContent/Designs/Design_Silence/Menus/TitleScreen/
2. Open WBP_TitleScreenMenu_Silence
3. Select the Extras Title Screen Button and set the Visibility to ‘Collapsed’

UFPTIUN

________________________________________________________________

_____________________________________________________________________

4. Hit Save & Compile
5. Enjoy!

MULTIPLAYER

OPTIONS
QUIT

Example #2 - Remove D ments and Invent T from Ingame Men

1. Navigate to /ExampleContent/Designs/Design_Silence/Menus/Ingame/
2. Open WBP_IngameMenuTabs_Silence
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3. Select both, Documents and Inventory Large Tab Button and set the visibility
to ‘Collapsed’

4. Hit Compile & Save

5. Enjoy!

6. Optional Step: If you wish to disable shoulder button interaction on the tabs
you can edit the node on the Event Graph at the end of Pre Construct. Set
the SetWhitelistinput node to ‘Block All Input’

*s WBP_IngameMenuTabs_Silel

'. © Set Whitelisted Input

Target | self |

Menu Input Whitelist Preset

Block All Input

Note: Remember to remove any references in code if you want to hide a widget
(e.g. we often reference the first button of a menu in Event Construct of a menu)

2 >

] L
£ Event Construct [r &> Parent: Construct /

SET
» » e e e e e e e

- Default Selected User Widget
Play Title Screen Button
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Customize widgets
In this section you will learn how to customize Interactable User Widgets

E e #1-Cl Slider F .
Navigate to the menus folder located at
/ExampleContent/Designs/Design_Silence/Menus/

2. Open any menu with a slider you would like to customize

3. Click on a Slider and have a look at the section ‘Interactable User Widget -
Slider’

—_

4. This slider is set to display a range from 0 to 100 per default

50

5. We will now change it to represent character height measured in feet

o P
Q

Range from 1.0 to 8.0 with default set to 5.8 feet
6. Thisis how it looks during runtime

Gameplay

CHARACTER HEIGHT

HARD
DIFFICULTY —— Character Height represented in feet

LANGUAGE ENGLISH
SUBTITLES

MY NEW SETTING MEDUM
CHARACTER HEIGHT

7. Enjoy!
8. Note: To make it properly load and save please follow the Guide: Add widget
fo menu

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new mmon Ul mentation (MSP 2.2.0+



https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new mmon Ul mentation (MSP 2.2.0+


https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

Example #2 - Change Widget Style

1. Navigate to the widgets folder located at
/ExampleContent/Designs/Design_Silence/Widgets/
2. Open any widget you would like to customize. For this example we choose

the Options Picker
3. Open it's style data by clicking on the root o

» ;

bject in the widgets hierarchy

Node _ . Designer %= Graph

3 None a @R @4

5N Ul PLUGIN

OPTIMIZATION

PANEL
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5. Now the Options Picker looks like this

MY NEW SETTING

CHARACTER HEIGHT

Note: The colors selectable in the Style Data Asset correspond to the ones set
int the Menu System Config’s Color Palette

13 Map elements

Refer to the section Widget Style Data for more detailed information.
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Create your own widget
If you need to create a completely new widget and integrate it info the menu
system, you can refer to this guide for detailed instructions on how to do so.

1. Create a widget inherited from WBP Interactable User Widget.

u Pick Root Widget for New Widget Blueprint
v COMMON

I=1 User Widget

¥ ALL CLASSES
. InteractableUserWidget
@
L]
5
I3 weP_GloballiiSractabENEERiEGET
177 wEr_interactableUserWidget

5 items

Cancel

2. Add widgets to the hierarchy and wrap them with a size box.
vI:iWBP NewWidget]

o @
- @
o @
@
ol @
@
- @
o @
ol @

This widget represents a button that changes the color on the right side every
time it is pressed.
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a. On the size box you can control the widgets height in the menu.

[ SizeBox s Variable
'-J

Child Layout

Height Override

3. Add the buttons clicked and pressed event to the graph.

-w
&> Event On Pressed Select
»
Key Event
F Set Brush Colt.)!
¢ On Clicked (Button)

Target

T — In Brush Color
&> On Pressed (Button)

Color Border

©F Random Float in Range

Min [0.0]  Return Value = Make Color

Max [1.0] 3 Return Value

F Random Float in Range
Min [0.0]  Return Value
Max [1.0]

F Random Float in Range

Min [0.0]  Return Value

Also add the OnPressedSelect event inherited from the
InteractableUserWidget class, which is called when the widget is pressed by
keyboard or gamepad. The code above just generates a random color and
sets it to the Border on the right side.
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4. Add those three function overrides to make the button change appearance
based on the widget state (Normal and Highlighted).

FUNCTIONS Override v | (&)
m

a. Those are all the available Style functions

—+ £ -
ApplyWidgetStyleNormal
ApplyWidgetStyleHighlighted

b ApplyWidgetStyleActive

“F ApplyWidgetStyleDisabled
SatWidoetState
enWidgelotale

-+ c 1 Ol Ermrrd™ s e
OwverrideWidgetStyleFromConfig

5. Open the SetWidgetState function and add a simple logic which calls the
Style Apply functions like this.

& Apply Widget Style Normal

Widget State Wwidget State

» [ ——

Target [self ]

Disabled

Note: It is important to call the node SetCustomUserFocus on Highlight to set
the user focus to the widget.

6. Inthe ApplyWidgetStyleNormal and ApplyWidgetStyleHighlighted we just set
the Color of the LeftBorder to grey (normal) or red (highligted).
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JF Set Brush Color

B Apply Widget Style Normal f > Parent: Apply Widget Style Normal

Target
Left Border

In Brush Color

————————————— _ J Set Brush Color
B Apply Widget Style Highlighted & Parent: Apply Widget Style Highlighted
»—» e e e e e e 8

Target
Left Border

In Brush Color

7. You should be able to interact and highlight the widget now.
vIY N )

W

4 WILUIUII »

CHARACTER HEIGHT 0.0 e ——

GENERATE RANDOM COLOR

And it switches the LeftBorder Color based on its state.

GENERATE RANDOM COLOR

8. Now we would like to save that color so it's loaded the next time we open up
the menu. For that create a new Settings Data asset like described in Add
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widget to menu.

& Details
Default
Unigue Name Color
Apply Method Mo Apply Method s

Value Conversion Raw Value

Data Type

Default Value
String

Integer

@B Palette x i Library ! /. Details
e M None [ 1@ )@ R B4 —
EDITOR Q

INFUT
Interactable User Widget - General

D
Settings Data ‘
€k

Nermal

= Hiera. x  i= Bind.

# Animations
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10. Implement the Save & Load functions through override like we learned
before.

Settings Save & Load

a. GetSettingsValue: Read Color from Settings Manager and set it to the
Border

S 7 Get Settings Manager
Value | [ Parent: Get Settings Value

If value changed, set dirty ) &

ettings Value &> Parent: Set Settings Value £- Sequence E Branch
o »P—» e — True B —»

SET

Condition

False B \ Is Settings Dirty
SET i
-»

Is Settings Dirty

Parent Menu Widget

Callit after your widget has changed like this

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new mmon Ul mentation (MSP 2.2.0+


https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

IS

> Event On Pressed Select

»
Key Event
"F Set Brush Color (& set setr
"© OnClicked (Button) [ getis Bord
» P—>
bt Target

Target |

In Brush Color
£ OnPressed (Button)

Color Border

c. ApplySettingsValue: Save Color to Json through Settings Manager

My €=

[ Apply Settings Value & Parent: Apply Settings Value

» » | 1
s el

V'3 Cast To BPI_GamelnstanceExtension
= »

Object s . @ Target Settings Manager @ ——@
Return Value

J Get Game Instance

Settings Data

_ f J Color to String
Color Border Target Brush Color

Color Color String

Reset color towhite )

_ S J Set Brush Color
[ Reset Settings Value &> Parent: Reset Settings Value Target is Border

“& Apply Settings Value

=== > »—»

Target Target [self]

_ =
Color Border in Brush Color [l

Learn more about Save and Load Setfings
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11. Now your setting show save to the Menu System Config Json file

4 AR O

1"MenuSysternConfig.json - Motepad++

1gs  Tools Macro Run  Pluginsg  Window 7

1 plax | BE 1 ERERE®|

12. The Apply Button also turns on when the color is changed

GENERATE RANDOM COLQR

APPLY

13. Congratulations! Your widget is now ready to be used.
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Modify Menu Transitions
In the Menu System Config you can choose from five pre-built menu transitions. In this
section you will learn how to change existing and add new menu transitions.

BlackFade v
™

Menu Transit

1. Navigate to /ExampleContent/Designs/Design_Silence/Menus/Base/

2. Open WBP_MenuContainer_Silence.

3. In the Designer tab within the animation window you will see the animations
we provide and how they are done.

= Hierarchy X i= Bin
Q
[WBP_MenuContainer_Silence]
Cs sPanel

# Animations
+ Animation  Q, <.

BlackFadeln
0,00

+ Track

Jitems

[diidod 4 P PobID | — 0,00

You can change them here (modify keyframes, timings or add other elements
etc.)

4. Then go to the Graph tab and open the Function
‘SetupTransitionAnimationMapping’ .
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VIERUNEnsIHonANIMENONS]

Transition Animation Mappings Transitien Animation Mappings
onAnimationMapping nAnimationMapping
FTransitien Animation Mapping ation FTransition Animation Mapping

Blur Fade In

Blur Fade Dut

In this function the animations you saw in step 3 are added to Transition
Animation Mappings, which are called when fransitioning menus.
5. To create a new transition you first have to extend the Enumeration asset.
a. Navigate to /Blueprints/Ul/Types/ and open ETransitionAnimation to
add a new enum entry.
" B ETransitionAnimation X
L [ 2 + Add Enumerator
Description
N ——

Enumerators

Display

Di

After that just create one in and out animations in the Designer tab and add
them to the array in the function mentioned above.

Now you should be able to select it in the Menu System Config and it should
be called when fransitioning menus.
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How to use DLSS and FSR2

Download and enable both plugins (linked below). Reconnect both DLSS nodes in
the Custom Apply Class:
‘/Blueprints/Settings/CustomSettingsApplyClasses/BP_DLSSApply’

ERa ENN VTG IESSIEI UG I OUTPTG

> Event On Apply ¢G> Parent: On Apply

Settings Data Settings Data

Value Value

Settings Manager Settings Manager

Please refer to the official AMD and Nvidia documentations regarding the setup and
functionality.

AMD Fidelity Super Resolution 2:
https://www.unrealengine.com/marketplace/en-US/product/fidelityfx-super-resolutio
n-2

Nvidia DLSS:
https://www.unrealengine.com/marketplace/en-US/product/nvidia-dlss
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Show Game Over Screen
In this section you will learn how to call a Game Over Screen from your Character
Blueprint.

1. Create a menu that will be called for the Game Over Screen. See Credte new
menu for a menu creation guide.

____________________________________________________________

GAME OVER

GAME OVER

2. Open your Character blueprint.
3. Create a function with the code below to call the menu.

allfcarneioverivien;
& Create and Show Menu
B Show Game Over Screen v+ Cast To PlayerController "

f Get Menu System Pro Actor from Library

Return Value

F Get Controller F Get Component by Class = Target Current Input Device o

Target [sell]  Return Value Return Value

Select your Game Over menu at the marked pin. Select
‘BP_MenuControllerCompont’ on the GetComponentByClass node.
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4. Call this code anywhere in your Character blueprint based on your game
over logic.

> Show Game Over Screen

Target | self |

5. Done! Your menu should appear when calling the function.
GAME OVER

GAME OVER

CONTINUE
EXIT GAME

Menus on 3D Widgets

You can also use Menu System Pro on 3D Widgets in your scene. We captured a
quick video of an example we have made on request by one of our discord
members: https://www.youtube.com/watch2v=MURuUwDM7R58
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Enhanced Input Integration

We integrated the official Enhanced Input System into Menu System Pro. Please refer
to the Unreal Engine Documentation for general information on it:
https://docs.unrealengine.com/S.1/en-US/enhanced-input-in-unreal-engine/

Menu Input
The menu input is also handled using Enhanced Input. It has its own designated Input

Mapping Context and Input Actions. They can be seen and modified in the Menu
System Config:

Multiplayer

Input

Mappings

G ®
G ®
G ®
G ®
G ®
G ®
G ®
€ ®

If you want to change or add actions/mappings it is advised to create an own Input
Mapping Context outside of our folder structure and select it in the Menu System
Config (for better updatability).

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new mmon Ul mentation (MSP 2.2.0+


https://docs.unrealengine.com/5.1/en-US/enhanced-input-in-unreal-engine/
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

Character Input
The character input is split into two Input Mapping Contexts per default
(AlwaysAllowed and CharacterOnFoot).

UE 5.3 and above

The Menu System Config contains an array for IMCs that need to be registered for
user customizable bindings to make them for example compatible with the Key
Binder. Generally all your IMCs should be added to this array. There is also a map for
IMCs that get added to the Enhanced Input System through the Menu Controller
Component on BeginPlay. This should contain all IMCs that have bindings that must
work at the start of the game (e.g. IA_Pause or IA_Move).

Note: The integer value in the InitiallyAddedinputMappingContexts represents the
priority. Higher values have priority.

IF YOUR CHARACTER CAN NOT MOVE you very likely need to change
IMC_CharacterOnFoot with the IMC your Character uses (e.g. IMC_Default) in BOTH
LISTS (Registered Input Mapping Contexts & Initially Added Input Mapping Contexis)
in DA_MenuSystemConfig_Silence (NOT THE PDA _ file!).

Use ‘showdebug enhancedinput’ in the console to debug why your character does
not accept inputs!

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new Common Ul documentation (MSP 2.2.0+)


https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

UE 5.2 and below
They are hooked up through a Player Bindable Input Config in the Menu System
Config’s Input section:

Input

If you want to add your own Player Bindable Input Config or Input Mapping Contexts
this is the right place to do so.

It contains one PBIC for KBM (Keyboard/Mouse) with its two IMCs and one PBIC for
Gamepad with also two IMCs.

Those are added automatically to your Player Controller using the
BP_MenuControllerComponent during runtime (Event Graph — Begin Play).

f Add Player Mappable Config

arget  Player Bindable Input Configs
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Setup Input Mapping Context
In order to work like intended Menu System Pro needs a specific setup of bindings in
the Input Mapping Context (IMC).

5.3 and above
Input Mapping Context:

Mappings

User Setting:

EVE

Set the Setting Behavior on every binding to ‘Inherit Settings from Action’ in all of your
IMCs. Then make sure to set a unique name and display name in every Input Action
(e.g. 1A_Jump -> Jump). This will be important for integrating the bindings in the key
bindings menu later on.

Also important:

e |Input Mapping Contexts should not contain multiple bindings that point to the
same key/button

e Input Actions should not be re-used in multiple different Input Mapping
Contexts
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Make sure to have this set on every Input Action binding

Is Player Mappable = True

Player Mappable Options Name = Unique Name for this binding (with suffix)
Player Mappable Options Display Name = Enter a user friendly name

You can set IsPlayerMappable to False to make the Key Binding read-only in
the Key Binder widget

5. If you have more than one binding add a different suffix to tell them apart

poObd -

This is the counterpart for the Gamepad:

It is also set to read-only and has the unique suffix '_Gamepad’.
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Key Bindings Menu
The Enhanced Input System is also integrated in our flexible Conftrols Key Bindings
Menu and the Key Binder widget.

—r—aa

INVENTORY

) (]
The Key Binder is modular and can be provided with the parameters you learned
about before in the previous subchapter.

5.3 and above

3 None s Screen Size v _Fill Screen v

Is Variable  Edit WBP_KeyBinder_Silence

It is fully modular so you are able to remove existing or add more elements to
represent alternative bindings. In our example we used three bindings for each
action (Primary, Secondary, Gamepad). Remember to use the unique names you
have learned about before as the Mapping Name. The other parameters should be
pretty self-explanatory.
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Is Variable  Edit

It is fully modular so you are able to remove existing or add more elements to
represent alternative bindings. In our example we used three bindings for each
action (Primary, Secondary, Gamepad). Remember to use the unique names you
have learned about before. The other parameters should be pretty self-explanatory.
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Rebinding Inputs

The rebinding process checks for duplicate bindings within the same Input Mapping
Context. When a duplicate is detected it will prompt you with a Decision Dialog to
override the existing binding. Here is an example:

is already in use by . Are you sure you want to
replace it?

REBIND

Note; gamepad specific: Since UES.3 it will not remove the binding on the found
duplicate, but swap it with the current one instead, due to limitations introduced by
EPIC.

On the other hand bindings in different contexts can have the same button mapped
fo some action. This is useful to have the same button work differently when for
example driving a car.

Note: If you modify bindings in the Input Mapping Context, make sure to delete the
MenuSystemConfig.json so that the bindings are rebuilt correctly.
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Input lcons
The Input Icon is utilized in multiple locations throughout the menu system like for
example in the Footer Bar Buttons or the Key Binder widget.

NON o

It can display KBM (Keyboard/Mouse) and Gamepad keys/buttons. To map internal
keys to actual button images we have set up Data Assets for KBM and common
Gamepads:

Input

ioninputActionData

DA_PlaystationinputActi...

(s

& Details

o}

Inpur tion
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Save and Load Settings
This chapter will cover the process of how Menu System Pro handles settings data
and the role of the JSON Blueprint Utilities plugin in this process.

General

The menu system utilizes a Settings Manager that is linked to the Game Instance,
enabling it to manage read and write operations to the JSON settings file. Read the
Getting Started chapter for more information on the intfegration into your project.

By having the Settings Manager attached to the Game Instance, we gain the
advantage of accessing setftings data throughout the entire game and being
independent of the user interface.

The Settings Manager Blueprint is located at: ‘/Blueprints/Settings/’

® ®

Custom =ttingsData BP_Custom BF_Settings
=ttingsAppl SettingsApply Manager
Classes Class

MenuSystemPro

JSON Settings File
We decided to use JSON as the data format to store settings in our menu system. The
following is a snippet of the JSON settings file:
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"GameDifficulty”
"GamelLanguage”
"EnableSubtitl
"PlayerName™
"ShowP

"Master
"MusicVolu
"SFXVolume™: 1,
"VoiceVolu

atInputVolume”: 1,
| OutputVolume™: 1
"WindowMode™: 1,
"Displayl
"DisplayBr

It contains all regular settings as well as key bindings that differ from the default
bindings within the Input Mapping Contexts. At the first start the Settings Manager will
create this file with the default values specified in the Setfings Data Assefs.

Per default the JSON settings file is stored at this location:

Save Location in Editor: YourProject/Saved/MenuSystemConfig.json

Save Location Packaged Game:
C:/Users/YourUser/AppData/Local/YourProject/Saved/MenuSystemConfig.json

All file operations are managed by the JSON Blueprint Utilities plugin developed by
EPIC. We added some functions to our BP_MenuSystemLib to handle those
operations:

BP_MenuSystemLib

F Print..

Bt SEENT ERALTGI R ENNENUISEINGS R SUNNTIE!
By eSSy WU ESEROSEC] by Saved /ConiiayV EnuSyStemGongHson

-

Returns the filepath of the menu settings JSON file
By default this is %YOUR_PROJECT%/Saved/Config/MenuSystemConfigjson/

[B Get Json Config File Path

»
To change the file path you could edit the GetJSONConfigFilePath function in the
mentioned Blueprint Library.

You can access data from the JSON settings file anywhere in your Blueprint code.
Learn more about it in the '‘Get saved setfings in Blueprints’ subchapter.
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Settings Data Assets
We introduced Settings Data Assets which can be set in the Menu System Config and
on Settings widgets throughout the menu system.

This is how it looks in the Menu System Config:

You will have to add all custom Settings Data Assets to make them recognizable by
the Settings Manager, so it will load those settings.

Here is an example of how it's hooked up to a settings widget:
' : : : Lt _. # Details x

______________

PlatformTypePicker Is Variable

This handles the load and save of the settings value and also the
conversion/mapping from and to the widget display values.
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This is how a Settings Data Assets looks on the inside:

1.

DA_DisplayBrightness 3

General Properties
a. Unigue Name = Field Name in the JSON config file
b. Apply Method = How it's going to be applied (see Apply Methods)
c. Value Conversion = How the value is converted (explained below)
d. Data Type = String, Integer, Float or Boolean
A default value has to be specified for the chosen Data Type
a. Inthis case it's 2.2 which is the default gamma value for UE
Since Value Conversion is set to ‘Normalize Float to Range’ the slider value
(50-150) will be converted to the range of 1.8 to 2.6.
According to the Apply Method ‘Execute Console Command’ we have set
the console command ‘gamma’ which is called with the converted value.
E.g. ‘gamma 2.2’
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Value Conversion Mappings
Mappings can be utilized to for example convert the index of an OptionsPicker to an
actual float value. Like in this case for the FrameRateLimit Settings Data Asset:

Default

{UNLOCKED!

l---*"_'-—-—- i

OFF:
s

____________________________

'SRGB (LOR)’!
s S S i

©RECTOS/SRGB,DB5 ¢ »
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Another good example is EnableSubtitles. In this case the OptionsPicker index is
mapped to two bool values which are fed into it's Custom Apply Class:

BP_Enablesubtitlesapply v | (€ BB @ X

Apply Methods
The Settings Data Asset provides several apply methods that can be selected based
on specific requirements. The following is an explanation of how these methods work.

e Custom Apply Method

o This method enables the calling of a blueprint class with custom logic
o Learn more about it in the Custom Apply Classes subchapter
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e Game User Settings

Apply

o This method enables the calling of Unreals Game User Settings functions
o It should offer all relevant functions that you might need
o If you need to extend it though, you can find the code for it here:

'/Blueprints/Settings/BP_SettingsManager’ or build a Custom Apply
Class which is better in terms of updatability

e Sound Class Volume Property

o This method allows to set the volume property of a specified Sound
Class asset

e No Apply Method

o Nothing is done when applying. The value is just saved to the JSON
config file

o An example for this is the ‘DA_PlayerName’ Settings Data Asset

Custom Apply Classes

By using the Custom Apply Class method, you can easily invoke Blueprint classes that
are derived from 'BP_CustomSettingsApplyClass', and customize them with your own
logic to achieve the desired functionality.
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A great and simple example for an apply class is the ‘BP_EnableSubtfitlesApply’ class:

¥ Event Graph

et enablesubtitles

> Event On Apply > Parent: On Apply f Set Subtitles Enabled
»P— —_— o

Setti Data Enabled

‘/Blueprints/Settings/CustomSettingsApplyClasses/BP_EnableSubtitlesApply’

The custom event ‘OnApply’ is provided by the parent class and will be called when
this setting is going to be applied. So make sure to implement it when building your
own Apply Class. You can then access the Settings Value by breaking the Value and
take the right type as selected in the Settings Data Asset.

We have implemented a variety of Custom Apply Classes, among which DLSS and
FSR2 stand out as the most complex ones:

® ® ® ® ® @

MenuSystemPro

SettingsApplyClasses
ta
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Access Settings in Blueprints
You can easily access the saved settings by using the following nodes in your
blueprint.

Access through Settings Manager
The recommended way is accessing Settings Data via our Settings Manager. It can
be retrieved from the Game Instance like this:

- J Get Settings Manager
b+ Cast To BPI_GamelInstanceExtension Ta same i

— C f_w—‘
f Get Game Instance G Y @ Target Settings Manager @ L 2 ¢

AV
Return Value As BPI Game

You can use the following functions: GetStringValue, GetFloatValue,
GetlntegerValue, GetFloatValue and GetGameUserSettingsValue. These functions
allow you to access data of different types such as strings, floats, integers, and more.
Additionally, there are corresponding setters available to write data of these types to
the settings.

Our approach to accessing settings data is designed for optimal performance.
Instead of retrieving data from the actual file each time, our method retrieves data
from the JSON object held inside the Settings Manager. This means that data can be
accessed quickly and efficiently, without incurring any unnecessary overhead.
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All of our shipped settings widgets use a similar signature to access settings data:

WBP_OptionsPickerBases %

.:'._:-"| ind
Pt Fina

FUNCTIONS

save & Load

The Interactable Menu is also involved in triggering the settings logic in all
Interactable User Widget that it contains:

WBP_InteractableMenu %

E Save 5 Bro » f: Diff » /_u Find

i@ Compile
B iy Blueprint
+add Q

GRAPHS
¥ EventGraph
FUNCTIONS

Input
Mouse
Load & Save Settings

T CheckMenuForDir Ty

Our approach checks for "dirty" menus, indicating changes that require saving, and
makes the apply button interactable.
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Access through Library Functions

You can also access data from the JSON settings file anywhere in your Blueprint
code using our ‘BP_MenuSystemLib’. We have a good example in our
‘BP_MenuControllerComponent’ where we read conftrols settings for the Player
Controller:

Controls Values - Menu System Pro

& UpdateControlsValuesFromConfig
; SET : SET
» »

s Invert Sticks Inivert XAxis

F Load Boolean from Json Config
» D]
" Invert Horizontal Axis Name Field Name Field Value

e ——— World Context Success

World Context

T Load Float from Json Config

" Horizontal Axis Sensitivity Name Field Name

\. A\ Y World Context

World Cantext

You can also call those Load functions directly in your code. But be aware to use
them in an efficient manner to not hurt your games performance.
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Save Games

We integrated save & load using the official Unreal Engine Save System. Refer to the
Unreal Engine Documentation for the general concept:
https://docs.unrealengine.com/en-us/Gameplay/SaveGame

Save Location in Editor: YourProject/Saved/SaveGames

Save Location Packaged Game:
C:/Users/YourUser/AppData/Local/YourProject/Saved/SaveGames

Save Game Manager
The menu system utilizes a Save Game Manager that is linked to the Game Instance,
in order to handle save games (create, load & save).

BP_SaveGameManager

=QE Compile
M 1y Blueprint
+add Q

GRAPHS

¥ EventGraph

FUMCTIONS

Save Game Manager - Init

Save Game Manager - Utility

Save Game Manager - Create New Game

Save Game Manager - Save Game

Save Game Manager - Load Game

Save Game Manager - Custom Save Game Object

It is located at: ‘/Blueprints/SaveGame/BP_SaveGameManager’

The Save Game Manager is used in the Singleplayer Menu, Ingame Menu and Save
Game Menu to handle the save slots for saving and loading the game.

We integrated our example Save Game Obiject in it with basic variables to store
some information which is then being displayed on the Save Slot widgets. To learn
more about using your own Save Game Object, please refer to the next chapter.
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Save Game Object

If you plan to use your own Save Game Object you will need to do some
modifications in the highlighted functions of the Save Game Manager and also
change the type of its SaveGameObject:

M My Blueprint T SetCustom Sav.. x

VEITIdERIEN N CHONNONIEEN OUFOWN ISEVEGAMEIOD]ECT
[B set Custom Save Game Object “+# Cast To BP_CustomSaveGameObject
»P—»

Save Game Object Object Cast Failed [

As BP Custom Save Game Object

VARIABLE:

The marked functions contain casts to our BP_CustomSaveGameObject and also
Getters and Setters for its specific variables. You can replace them to meet your
specific needs.

Save Game Menu
Our menu system also comes with a context-based Save Game Menu which is used
in the Singleplayer and Ingame Menu (Load & Save).

SAVE GAME

PREVIEW SLOT PLAY TIME LAST SAVED

o MOONTOWN o APR 15,2023
e FIND A WAY OUT ] _ 1:24:48 PM

MOONTOWN APR 16,2023
FIND THE HIDEN DOOR ] L 11:36:01 PM

EMPTY

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new mmon Ul mentation (MSP 2.2.0+


https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

It shows simple information about the level, play time, timestamp of save etc.

The widget blueprint for the menu is located at:
‘/[ExampleContent/Designs/Design_%DesignName%/Menus/SaveGame /WBP_SaveG
ameMenu_%DesignName%'

Save Slot Widgets
Per default the Save Game Menu creates 20 slots for saving games with
savegame_%nhumber% as the name of it.

3+ select

C» Amount |E|

For every slot it will create a WBP_SaveSlot widget.

You can check the Blueprint code at:
‘/ExampleContent/Designs/Design_%DesignName%/Widgets/SaveGame/WBP_Save
Slot_%DesignName %'

To modify the visuals of the Save Slots, you will need to open the above mentioned
widget and add your custom text or visual elements. Then, create a new variable of
the same type as the one you just added and link it to the corresponding variable in
WBP_SaveSlotBase. Refer to existing variables, such as PlayTimeTextRef, and name
your new variable with "Ref" at the end for clarity. Then modify the logic to populate
the new widget by using the function FillWidgetWithCustomSaveGameData, which
will load the custom data from the save game.

B Fill Widget with Custom Save Game Data »# Cast To BP_CustomSaveGameObject
PP

Save Game Object Object Cast Failed [ Save Game on Slot

Empty Text Ref

As BP Custom Save Game Object
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Finally, connect the text in your design’s PreConstruct to the newly added Ref
variable from the Save Slot Base. This step ensures the actual widget is passed to the
Base class, allowing it fo be populated with data using the
FilWidgetWithCustomSaveGameData function mentioned earlier.

& Event Pre Construct ' —

Is Design Time — : : Save Game Slot Button Ref

Save Slot Button
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Save Game Payload

The Save Game Menu can be called with three different Save Slot Types: New
Game, Load Game and Save Game. It will be passed in a Save Game Payload
object to the menu transition function. This is an example from the Singleplayer
Menu:

© On Transition to Target Menu

The Save Game Menu receives the Save Game Payload object, which is then used
to construct the menu as intended.

v Cast To BP_SaveGamePayload

Object B Menu Sz

e —
Received Payload

Target Save Slot Type

The concept of a Payload can be applied to all menu transitions, allowing any data
to be passed as a generic object. The receiving menu can then cast the payload to
a specific class and use it. This provides a flexible method of transferring data
between menus. In the case of the Save Game Payload, we use this object to pass
the Save Slot Type fo the Save Game Menu, which can be either 'New Game', 'Load
Game', or 'Save Game'. Based on the type, the menu adjusts by showing different
titles and displaying or hiding specific slots. For instance, with the 'Load Game' type,
empty slots are hidden, whereas for 'New Game', empty slots are visible. This
approach allows us to use a single menu from different "perspectives.”
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Extension Example: Auto Save
This is an example of an auto save game trigger volume which utilizes the Save
Game Manager to save the game to the last loaded slot.

1. Add a new string variable to the settings manager to store the last loaded
level in the LoadGame function

LE: relx BP_i e BP_SaveGameManager

> Hide Unrelated : Ihe

F LoadG..x

Eepzielifronm rizire] orivz

FUMCTIONS
Game Manager - Init
[ Load Game .o T Load Game fr
»——» T »—= >

Slot Name Last Loaded Save Slot Name Slot Name

e New Game

User Index @ @ User Index

EVENT DISPATCHERS

LOCAL VARIABLES

2. Create a new class inherited from the Trigger box class and add this code to
ActorBeginOverlap

BP_:
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3. Place it in your play level like this

b sil Level Bl

4. Donel Run into it to save to the last loaded slot.

This code can be improved by checking the last loaded save slot name variable
before using it (empty, valid etc.) and check if the Actor entered the volume is
actually the player character. You could also show a save game indicator Ul on
screen to show the user that a save has been triggered.
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Extension Example: Save Player Transform
This is an example to show how you can save & load the player character’s location
and rotation.

1. Open your Custom Savegame Object class and add a new variable of type
Transform

+Add Q

GRAPHS

%= EveniGraph

FUNCTIONS

MACROS

VARIABLES

AreaName = Name

AreaText = Name
ount = |nteger

PlayTimelnSeconds Float

Las redTimestamp Date Time

PlayerTransform Transform

EVENT DISPATCHERS

2. Open BPI_GamelnstanceExtension and add a function named
GetPlayerCharacter with Return Value of type Character

F GetPlayerCharacter
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3. Open your Game Instance and implement the GetPlayerCharacter function

B Get Player Character B Return Node

) Player Character
I Get Player Character

(O» Player Index |T| Return Value

4. Open your Player Character blueprint on Event Possessed (Client) add the
following code:
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5. Open BP_SaveGameManager > SetCustomSaveGameObjectData and add
the following code to the end

¥ Get Player Character

F Get Actor Transform

Return Value

If you now save anywhere in your level, your character’s transform is saved to the
Custom Savegame Object. When your level loads and the Player Conftroller takes
conftrol of the Player Character it will call the Event Possessed, which in turn will call
the new load transform logic. The code in the player character ensures that the
Transform is only used when it is different from the Zero/Default value of a fransform,
so it's important not to skip that part.
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Multiplayer
Menu System Pro includes pre-built functionality for both online and local multiplayer,
with multiple menus available for those modes.

Online Multiplayer

We've implemented online multiplayer using the Unreal Engine's Online Subsystem,
and have developed multiple menus specifically for this mode. Refer to the Unreal
Engine Documentation for more information about the Online Subsystem:

https://docs.unrealengine.com/5.0/en-US/online-subsystem-in-unreal-engine

General

We use the Online Subsystem Null which is the default subsystem in Unreal Engine. If
you need to change it to for example to the Steam Online Subsystem you will need
to change it like explained in the official documentation.

If you use plugins like Advanced Sessions you will need to replace or modify a few
nodes explained in the chapter Modification Notes.

Online Multiplayer Menus

e Host Game
o Host your own game servers for LAN and internet players.

e Join Game
o Quickly join an open game, just like in popular games such as

Fortnite or PUBG.

e Server Browser

o Browse through a list of selected games and choose one to join

All menus are located at:
/ExampleContent/Designs/Design_Silence/Menus/Multiplayer/

THIS IS THE DOCUMENTATION FOR THE NON COMMON Ul VERSION (UE 5.0 - 5.5) - Click here for
the new mmon Ul mentation (MSP 2.2.0+


https://docs.unrealengine.com/5.0/en-US/online-subsystem-in-unreal-engine/
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing
https://docs.google.com/document/d/1t620HabwpmJ3j1maY2d80kn2S--YwJhn54Ji3jEbeqI/edit?usp=sharing

MENU SYSTEM

Modification Notes
We used a few nodes from the Online Subsystem that need to be replaced or
modified when using a different subsystem like the one by Steam.

e Host Multiplayer Menu

"Bl Create S
»
" Player Controller On Success
F Get Owning Player ! ' =l
I On Failure [

CEREE

e Multiplayer Menu (Join Game)

“F Get Owning Player
I On Failure [P

Target [ self | Return Value se LAN Results

e Server Browser

"B Find Ses e

s

»
JGet Owning Player Player Controller On Success [P

» Max Results [ 100 ] On Failure [

Return Value
Use LAN Results

C Search for LANGames
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Local Multiplayer
We've implemented local multiplayer functionality, including split-screen gaming, to
support couch co-op and other similar scenarios.

Local Multiplayer Menu

Allows up to four players to join the local multiplayer game session.
The menu is located at:
/ExampleContent/Designs/Design_Silence/Menus/Multiplayer/

Modification Notes
e Local multiplayer menu (max. Player Count)

&> Event Construct
P »
S — T Get Component by Class
J Get Game Mode
Return Value Target Return Value

Component Class
BP M g v

This node creates four local player controllers. As soon as they have been
added four gamepads can be used in the menu.

When the menu is exited, the local player controllers are removed except for
the first one.

Navigate f

Input D

'( > Remove Local Players

> Event On Navigation Exit > Parent: On Navigation Exit

enu @ =

Return Value

You can also use this node for your custom logic to remove local players.
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Localization
The menu integrates the Unreal Engine Localization Dashboard, see

https://docs.unrealengine.com/en-us/Gameplay/Localization. The text used in this
asset is stored in string tables, located in the Text folder.

Localizing your own Text Variables
1. Open the ST_Menu string table located at: ‘/ExampleContent/Text/Menu/’

MenuSystemPro

ST_Menu

Collections ® Q

2 items (1 selecte |I|':|

a. Alternative: For better updatability, we suggest creating your own String
Table outside of our folder structure.
2. At the bottom of the window you can add a new text entry, by entering a Key
and the actual text. You can hit enter or the “Add” button on the right-hand side

Wy Menu_MewSetting Source String: New Setting

3. Save the string table
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4. Open the Localization Dashboard
/% o~ File  Edit Window | Tools | Build Select Actor
(AL )
L SilenceMenuLevel
N~ New C++ Class...
ct Mode v

Generate None Project

Open None

£ Find in Bluepri
Cache Statis
Class Viewer
C5V 1o SVG
Localization Dashboard
Merge Actors
Manite Tools

< Project Launcher

5. Make sure you have a game target named ‘MenuSystemPro’. If not, create one.
Game Targets
G N

Target Conflict Status Word Count

MenuSystemPro
Add New Target

Engine Targets
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6. Setup the game target like this (add path for the string tables therel)

Engine |Editor | w

Cultures

L

A"
°Z

AN

Gather Text| Import Text Export Text Import Script Expe

Native Culture
(100%)
(100%)

Add Mew Culture

Note: If gathering the text fails make the
‘BPROJECT%/Content/Localization/MenuSystemPro’ folder writable in Windows
Explorer
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9. After Gathering the word counts should update and show a difference in other
languages than English.
10. Hit Compile Text

Cultures

=1
i\'
xt Import Text Export Text Import Script Export Script Import Dialogue Count Wo
Culture
English 2,268 (100%)
2,268 (100%)

Add New Culture

11. Refer to the Unreal Engine Documentation (linked above) for further steps
regarding the translation process.

Linking texts to a string table

1. Tolink any text in the UMG editor to the text in the string table, simply click the
dropdown next to the input field and choose the string table and text key

MyMenu_h ~ i)
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Adding support for new languages
1. Follow the official Unreal Engine Documentation on the Localization Dashboard
fo add new cultures
Cultures
o »
2 A¥
Gather Text Import Text
Native Culture Word Count
English 2,268 (100%)
2,268 (100%)

Add New Culture

2. Navigate to
‘/ExampleContent/Designs/Design_%DesignName%/Menus/Settings/’ and open
WBP_GameSettings_%DesignName%

3. Extend the the OptionsArray of the LanguageOptionsPicker

Pla S ound

______________________________________________________________________________

1ents

a. You have to add the language codes like when hovering over Cultures in
the Localization Dashboard

Cultures
A®
°"Z
Gather Text Import Text Export Text Import Script Export Script Impo

Mative Culture
English E

4. Also add the new language key to the Language Settings Data Asset located at:
‘/Blueprints/Settings/SettingsData/DA_Gamelanguage’

Add New Culture
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DA_GamelLanguage

If you want to protect your changes from being overridden by updates, we
advise you to duplicate this data asset into your own folder structure. Then open
the Menu System Config and remove the existing data asset for the
Gamelanguage inside of the settings section. Add yours and you are good to

go.

5. Language Names are dynamically loaded during runtime and in the correct
language

DIFFICULTY EXPERT

LANGUAGE GERMAN

Note: Always test localization in Standalone or packaged builds. PIE will not work
properly.
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Adding fonts based on the language
You can add fonts in the font asset based on the language.

-+
Kanit-ExtraLight Kanit-ExtraLight_

Font

Font

W

In order to do this add a new sub font family and state the culture code that equals
to the one from the Localization Dashboard.

x

Thin
= NotoSerifHK-Extral v BB

x

toSerifHK-Black v BB
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Common Issues & FAQ

Character can't move after setup

1.

3.

Project Settings > Game Instance is not set (or does not implement our events
& functions)

Game Instance

Game Instance (

Default Classes
Default Player Input s EnhancedPlayerinput

Default Input Component Class EnhancedinputComponent

In the Character Event Possessed does not call the 'Set Input Mode Game
Only' node (DO NOT REMOVE EVENT POSSESSED)

& On Setup Voice Chat

Target [ self |

ENSURE THIS REPLICATES: RUN ON OWNI| ErIENT ':
ient
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4.

5.

In the Character the Input Actions are sfill using the legacy input system and
are not Enhanced Input events

Jump - Menu System Pro

& InputAction Jump & EnhancedinputAction IA_Jump
N N F Jump
Pressed [ Triggered [> ——

Released [ Started p ——— P

Key. Completed [ Target | self ‘
Action Value J Stop Jumping
Input Action S
»

Target | self ‘

In the Character the Enhanced Input events implemented have not been
added to the Input Mapping Context set in the MenuSystemConfig. See
Enhanced Input chapter

IF YOUR CHARACTER CAN NOT MOVE you very likely need to change
IMC_CharacterOnFoot with the IMC your Character uses (e.g. IMC_Default) in
BOTH LISTS (Registered Input Mapping Contexts & Initially Added Input
Mapping Contexts) in DA_MenuSystemConfig_Silence (NOT THE PDA _ file!).
Use ‘showdebug enhancedinput’ in the console to debug why your character
does not accept inputs!

Find Map error
Find Map error when opening the SaveGame menu or when loading intfo a level. Fix

your level meta. See Loading Screen chapter
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JSON Plugin in Source Builds
When using a source build of Unreal Engine downloaded from Github you have to
setup the Json Blueprint Utilities plugin like this:

for source build, you should modify the JsonBlueprintUtilities plugin like that:

"Modules™ [
{
"Name": "JsonBlueprintUtilities",
"Type": "Runtime”,
"LoadingPhase": "PreDefault"

"Name": "JsonBlueprintGraph",
"Type": "UncookedOnly",
"LoadingPhase": "PreDefault”

Thanks to @Galbriel?8pc from our Discord server

Missing string table entry
After upgrading your project to a newer version you might face the problem of
missing strings everywhere, due to a problem with the Localization files.

Important: The bug has been fixed by Epic in UE 5.4.2!
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In Menu System Pro all texts are linked to a String Table.

)verride Accessible Defaults

TEXT

This is an F

Advanced
Interactable User Widget - Content
Option Name

Option Description Localizable Text of this Widget. On Settings Widgets this is the left-most text (e.g. '‘Game Difficulty’)

N _ --- String Table Reference ---
Option Image Table ID: /Game/MenuSystemPro/ExampleContent/Text/Menu/ST_Menu.ST_Menu
Key: AudioSettings_OutputDevice

Interactable User Widget - Navigation

Check the ST_Menu string table here:

All > Content > Mer temPro > ExampleContent > Text > Menu

=v Q

ST_Credits ST_Menu

Q
Q

String Table

ST_Menu (String Table)

/Game/MenuSystemPro/ExampleContent/Text/Menu

79.605 KiB

It should contain all the texts seen throughout the menu. If it's all good, proceed to
the next step.

After that check the Localization Dashboard for the Menu System Pro target. This is
probably missing and the cause for the missing string table entry issue!

¥ Localization Dashboard x

urrently checked out

Conflict Status
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If the target is missing, create it manually with the same name and properties as
shown above (double check everything).

Then Gather Text and Compile Text. It should show a high word count and 100%.

If German is missing add it manually using the Add New Culture button at the bottom
and Gather Text/Compile Text again.

In rare instances you might also need to redownload the localization files by adding
Menu System Pro to an empty project and then copying the Content/Localization/
folder into your project. Restart the project afterwards.

When the Localization Dashboard throws errors or doesn’t allow changes, remove
the write protection from the whole folder and all contained files if prompted.

Created: Wednesday, April 24, 2024, 8:33:59 AM

Attributes. 1B Read-cnly (Only applies to files in folder)

] Hidden Advanced...

Note: This can be done in Windows Explorer with right-click -> properties

Restart the project afterwards.

Thanks to @irondry aka CommandantRousto from our Discord server for helping to
find the issue!

It will be fixed in UE 5.4.2:
hitps://issues.unrealengine.com/issue/UE-211984
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Scene lighting is blown out
Your scene is all white glowing and you can’t see anything? This can be easily fixed
by adjusting the Min/Max Brightness values on the Post Process volume:

{:} Settings v
= Outliner
. =¥ X post Ov Bn
® * Item Label o Type

A SilenceMenuLevel (Editor)
+ [ ProcessVolume EProcessVi

# Details x @ World Sett b | evels
f4) PostProcessVolume +Add 2 @ o

+ PostProcessVolume (Instance)
&/ BrushComponent (BrushComponent0) Edit in C++
cted Actor(s) in
MoonTown
Current Context

ki Level B x &t

SilenceMenuLevel (Pel Rendering

2} Settings v

., min
., min
, min
, min
, min

Min Brightness

Try to set them both to 1.0 or try different values (based on your Engine version).

Selecting widgets in menu lags/freezes

You might experience lags when clicking widgets in the Designer tab of a menu.
Especially in the Controls Key Bindings Menu, which can cause the editor to
completely freeze. You can fix it by editing the menus' PreConstruct code. Just add
this branch to prevent the OnSpecialPreConstruct from being executed during
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design time:

© On Special Pre Construct

The OnSpecialPreConstruct contains the SetupNavigation function which builds the
navigation for each widget in a menu. This is only really needed during runtime. We
are still investigating why the performance got so much worse compared to previous
versions.

Moving the Menu System Pro folder to a different location

Generally we do not recommend moving the Menu System Pro folder as it can
cause various problems related to paths in Unreal Engine. If you really have to do it
you may run info some problems with widgets not loading/displaying correctly. To fix
this please follow these steps:

1. Move MenuSystemPro from root to your new location (e.g. a Plugins folder)

Engine

2. Save everything (Ctrl+Shift+S)
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3. Right click the old MenuSystemPro folder and update/fixup file redirectors

Update Hidireclor References

Favorite Migrate. ..

= Reference Viewer...
TestMox

All
Cont
Ch; Shader Cook Statistics...
Der
loc /o Validate Assets in Folder

Size Map... ALT+SHIFT+M

Audit Assets...
Connect to Revision Control...

Menusyswemriv

Finds references to all redirect

4. Delete the old MenuSystemPro folder
5. Select the new MenuSystemPro folder and type ‘BP’ into the search bar, all
blueprints and widgets in MenuSystemPro will show up

6. Open each blueprint/widget and one-by-one hit the compile button in each
file. You can close the file after compiling it.

7. Open SilenceMenulevel to verify that everything works
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Menu System Actor causes problems with World Partition Maps
Set the Is Spatially Loaded variable on the Actor to False. It will be present all the time
after that.

Is Spatially Loaded L)
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Release Notes
Upgrade notes for new versions will be added here

Version 2.0.0
e |Initial Release
e Released for Unreal Version: 5.0

Version 2.0.1
e New Graphics Settings
o Global lllumination Method
o Reflection Method (replaces SSR on/off)
e Created new Settings Data Assets and added them to MenuSystemConfig
o DA_GloballluminationMethod
o DA_ReflectionMethod (previously DA_EnableScreenSpaceReflections)
e Added new strings to ST_Menu for the new settings
e New Feature:
o Auto Save Game Trigger Volume
o Multi Line Text Input Widget
o Nvidia DLSS 3
o FSR22.2.1
e Bug fix:
o Fixed various issues related to Always Pause in Ingame Menu (Timer and
Delays) that caused problems with audio sliders etc.
o Footer Button click fired twice
o Loading Screen image was stretched
o Updated unlocked frame rate command
o Combobox now selects the right item on first selection
o Continue now selects the latest save game
o OnPossessed in character is now called for every client
o Prevented cursor flashing when opening the ingame menu via
gamepad
o Menu fransition can now be set to None without destroying the
backwards navigation
e Adjusted some error messages and names (BP_MenuSystemActor etc.)
e Released for Unreal Version: 5.0
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Version 2.0.2
e DLSS is now controlled by Resolution Scale (50 = ultra performance, 100 =
DLAA)
e Resolution Scale is now ranged to 50-100 and set via console command
e Released for Unreal Version: 5.1

Version 2.0.3
e Bug fix: Restored slider value text to visible size (Scale Box)
e Released for Unreal Version: 5.2

Version 2.0.4
e Bug fix:
o Save Game Menu: Focus ‘None’ error when no save game exists
o Back navigation cooldown issue when the same menu is opened again
GridButton text was not visible
o Input bindings reset required a restart to work
e Released for Unreal Version: 5.0

O

Version 2.0.5
e Bug fix:
o Save Game Menu: Focus ‘None’ error when no save game exists
o Back navigation cooldown issue when the same menu is opened again
o GridButton text was not visible
o Input bindings reset required a restart to work
e Released for Unreal Version: 5.1

Version 2.0.6
e Bug fix:
Save Game Menu: Focus ‘None' error when no save game exists
Back navigation cooldown issue when the same menu is opened again
GridButton text was not visible
Input bindings reset required a restart to work
e Released for Unreal Version: 5.2

o

o

o

O
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Version 2.0.7
e Added Menu Container Add Finished event
e Added Menu Transition Finished event
e Improved Integration for other Moonville assets
e Released for Unreal Version: 5.0
e Release Date: 21st Nov 2023
° hanged Files and rade Guide

Version 2.0.8
e Added Menu Container Add Finished event
e Added Menu Transition Finished event
e Improved Integration for other Moonville assets
e Released for Unreal Version: 5.1
e Release Date: 21st Nov 2023
e Changed Files and Upgrade Guide

Version 2.0.9
e Added Menu Container Add Finished event
e Added Menu Transition Finished event
e Improved Integration for other Moonville assets
e Released for Unreal Version: 5.2
e Release Date: 21st Nov 2023
e Changed Files and Upgrade Guide
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Version 2.1.0

Warning: This update contains breaking changes regarding Enhanced Input

@)

EPIC has made severe changes on the Enhanced Input API, which
forced us to change numerous classes in Menu System Pro

Player Bindable Input Config has been removed

Input User Settings have to be enabled via Project Settings

Input Mapping Contexts can be set in the Menu System Config directly
Input Actions and Input Mapping Contexts need to be set up differently
Gamepad bindings can not be cleared anymore and swap instead
when a duplicate is detected

Input Mapping Contexts should not contain multiple bindings that point
to the same key/button

Input Actions should not be re-used in multiple different Input Mapping
Contexts

Bug fix:

o

@)

o

o

Fixed slider issues and tweaked speeds for keyboard and gamepad
Fixed ComboBox focus issues while navigating over it with down/up
Fixed a bug where the Input Icon were not referencing the correct
menu container and showed wrong gamepad icons

Fixed ScrollBox delay issues by infroducing a new function in
IntferactableMenu

Fixed tree material in the silence example level

Feature:

o

*New* Delete save game on selected slot in the Save Game Menu

Released for Unreal Version 5.3
Changed files and upgrade guide
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Version 2.1.1
e Feature:
o Added Menu Container Add Finished event to WBP_MenuContainer
o Added Menu Transition Finished event to WBP_MenuContainer
o Improved Integration for other Moonville assets
e Bug Fix:
o Fixinputicons for gamepad always showing next to Settings Tabs, even
when using Keyboard & Mouse
e Released for Unreal Version: 5.3, later also approved for 5.4
e Release Date: 21st Nov 2023

e Changed Files and Upgrade Guide

Version 2.1.2
e Bug Fix:
o Scene lighting
o Menu lag/freeze issue when selecting widgets
e Added an error message that prints when the <MISSING STRING TABLE ENTRY>
issue is present. This has to be fixed manually until UE 5.4.2 arrives. See the
guide below. The bug has been fixed in 5.4.2!
e Released for Unreal Version: 5.4
e Known Issues in 5.4. Click the links for fixes:
o Missing string table entry
o Scene lighting is blown out
o Selecting widgets in menu lags/freezes
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Thank you.

If you miss something in the documentation let us know on Discord or Email
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