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u Pick Parent Class

4 Common Classes

= An Actor is an object that can be placed or spawned in the
\J Actor world.

P A Pawn is an actor that can be 'possessed’ and receive
~ input from a controller.

A character is a type of Pawn that includes the ability to
walk around.

A Flayer Controller is an actor responsible for controlling a
Pawn used by the player.

Game Mode Base defines the game being played, its rules,
scoring, and other facets of the game type.

An ActorComponent is a reusable component that can be
added to any actor.

A Scene Component is a component that has a scene
transform and can be attached to other scene components.
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1. Hour of Code with Unreal Engine (1 of 5) - YouTube
Your First Hour in Unreal Engine 5.0 Overview - Your First Hour in Unreal
Engine 5.0

2. (epicgames.com)
https://dev.epicgames.com/community/learning/courses/ZpX/your-first-hour-in-
unreal-engine-5/RPwK/your-first-hour-in-unreal-engine-5-0-overview

3. [E414] UEAHIFEERVIEIZ-EMNII25 | HE 1 _MEIEEEE bilibili:
https://www.bilibili.com/video/BV1C54y1R7co
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https://www.bilibili.com/video/BV1C54y1R7co

REZISIZAN] | ELI5 XA

4. (unrealengine.com) :
https://docs.unrealengine.com/4.27/zh-CN/Basics/GettingStarted/
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