2026/05/31 20:48 1/3 NeTanb

HeTtans

[leTanu - 3To rnaBHble CTpouTeNbHble 610KM B Apparatus’e. 9TO BbICOKOYPOBHEBbLIE CYLLIHOCTK (B
OTJIN4Me OT TPEeNTOB), KOTOPble NOAAEPXKMBAOT HEKOTOPYIO JONOJHUTENbHYO ECS+
(PYHKUMOHANBHOCTb, HanpuMep, MynbTU-UTEpPaLNIo N HacslegoBaHue.

[leTanu HacnepytoTcs oT knacca @ UObject n sensioTcs cybbekToM cbopLimka Mycopa 1 Unreal’ckoii
MOZEeNN NamsTu.

Co3paHue peTaneu

NUcnonb3ysa C++

YT106bI CO3aTb AeTajb, BUAMMYIO B BaweM C++ Koje, BaM ClellyeT cienath ceaytollee:

1. OTkponTte rnasHoe File-meHunio B UE n BoibepeTe onumto “New C++ Class...” :
File | Edit Window Help

I:-: and save
B New Level...

nen Le

Choose Files to Save..

Submit to Source Control...
—

T New Project ..

™ Open Project...

| b

2. B oTKpbiBWEMCA OKHe noMeTbTe “lMoka3biBaTb BCe knacchl” (“Show All Classes”):
Add C++ Class

] show All Classes

3. Tenepb Bbl MOXeTe BblbpaTb Nt060 AOCTYMNHbLIA 6a30BbIN KNacc, BKYas Knaccol Apparatus’a.
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BoibepeTe “Detail” B KayecTBe 6Ha30B0ro knacca:

AT Brush
il
: LightmassCharacterindirectDetailVolume

O Detail A
4Q Factory The base subjective data class.
O DPtmIF

4. KnukHnte “Next” un Bbl )J,OJ'I)KHbI yBI/I,EI,GTb umanor Bbl60pa nMeHWn. Ha3oBnTEe CO30aBaAEMbIN
KJTAaCC Kak Hafo 1 NpoAo/KNTE, HaXKaB Ha 3eNéHyto KHornKy “Create Class”:

Name Your New Detail

Enter a name o ] Al m: characters, and may pntam a space

il be made

heyDoetail Apparatushark (Runtirme) - BTN

i ey Source/ Rl LR/ Choose Folder

5. HoBblin Knacc byaeT co3faH Kak kKombrHaLuma 3aronosoyHoro ganna (.h) n anna-pecypca
(.cpp). Bcé byneT nomeleHo B “Source” (noa)nanky Ballero npoekTa. Tenepb Bbl JOJIKHbI
yBUAETH UX B BblbpaHHOW cucTeme nporpammupoBaHms (IDE):

Build.cs

Cpp

h
Foo.cpp

Foo.h

MyDetail.h

6. 3aMeTuM, 4TO Bbl, BOSMOXXHO, OOJKHbI OblI PEKOMANANPOBATL NPOEKT U/MAK Nepe3anyCTuTb
pefaKTop nocse 3Toro. He BONHYNTECh 3@ HEKOTOPbIE BO3MOXHbIE OLINOKN, BHOBb
creHepupymnTe npoekT IDE, ckomnuanpynTe n 3anycTuTe.

> Generate Project Files ( ~ % -

7. CopepXunmMoe COOTBETCTBYIOLLMX PasioB AOKHO BbITb TAKUM:
o MyDetail.h:

// Fill out your copyright notice in the Description page of
Project Settings.

#pragma once
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#include "CoreMinimal.h"
#include "Detail.h"
#include "MyDetail.generated.h"

/**

*k

*/
UCLASS()
class ME API UMyDetail : public UDetail
{

GENERATED BODY ()

}i

o MyDetail.cpp
// Fill out your copyright notice in the Description page of
Project Settings.

#include "MyDetail.h"

8. Tenepb Bbl MOXeTe A06aBNATbL Kakne-HMbY b NONS AaHHbLIX B KNACC, Kak 00bI4YHO 3TO
AenaeTcs, NPsAMo B 3arosi0BoYHOM aiie C++:

float X
float Y

0;
0;

9. BO3MOXXHO Bbl TakXXe 3ax0TuTe OI'Iy6J'II/IKOBaTb CBOM MONS B Ka4eCTBe CBONCTB Kflacca, YTobbl
NnoNy4nTb K HAM O0CTYyMN 4Yepes 6J'lyl'IpI/IHTbI N ga>xe NoMeHATb X HaYaJibHble 3Ha4YeHNA Hepes

NoNb30BaTENbCKUI MHTEpPGeNC (aANns noapobHOCTEN, NoXanyncTa, NOCETUTE AOKYMEHTaLNIO
no @ CsoncTBam):

UPROPERTY (BlueprintReadWrite, EditAnywhere)
float X = 0;

UPROPERTY (BlueprintReadWrite, EditAnywhere)
float Y = 0;

10. Bawa C++ peTtanb rotoBa K UCMNOJIb30BaHMi0. MoXxxanyncrta, nposepbTe 9 APl LOKYyMeHTaLUMt0
ANS LOMONHUTENIbHON MHDOPMaLUn
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