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NeTanb

JleTanu - 3To rnaBHble CTpomTeNbHble 6710kM B Apparatus’e. 9TO BbICOKOYPOBHEBbIE CYLLHOCTY (B
OT/IN4ME OT TPENTOB), KOTOPbIE MOAAEPKUBAOT HEKOTOPYIO AONOAHNTENbHYO ECS+
(OYHKUMOHANbHOCTb, HanpuMep, MybTU-UTEPaLMIo U HacieAoBaHNe.

JeTanu HacnepytoTcs oT Knacca @ UObject n asnaiotcs cybbekTom cboplimka mycopa u Unreal’ckon
Mo4enn NamMaTu.

Co3paHue petanem

Ucnonb3ysa C++

YT0bbl CO3MaThb A€TalNb, BUAMMYIO B BalleM C++ Kofe, BaM CleayeT CAenaThb cleayioliee:

e OTkpownTe rnasHoe File-meHuntio B UE 1 BoibepeTe onunto “New C++ Class...” :
File | Edit Window Help
Load and °

re Current As..

e All Levels

s
e To

Choose Files to
Submit to Source Control...
—
™ New Project...
™ Open Project...
B Package Project * ]

Refresh Visual Studio Code Project

Open Visual Studio

e B OTKpbIBLLEMCSA OKHe noMeTbTe “lMoka3biBaTh BCe knacchl” (“Show All Classes”):
Add C++ Class

"3 show All Classes
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e Tenepb Bbl MOXeTe BbiOpaTh N1060N [OCTYMNHbLIN 6a30BbIN KNACC, BKOYan kaaccol Apparatus’a.
BoibepeTe “Detail” B KayecTBe 6a30B0ro knacca:

#: LightmassCharacterindirectDetailVolume

O Deta?il A

() Spli d; ailsF; :
e KnukHnte “Next” n Bbl LOJIKHbI YBMAETbL Ananor Beibopa MMeHW. Ha3oBuTe Co34aBaeMbIi

Enter a name for your

When you click

Apparatushdark (Funtime)~ [ZTTH TN
Choose Folder

e HoBbIn KNnacc bygeT co3faH Kak KoMmbrHaums 3aroaoBoYHoOro ganna (.h) u hanna-pecypca
(.cpp). Bcé byneT nomeleHo B “Source” (noa)nanky Bawlero npoekTa. Tenepb Bbl 4O/KHbI
yBUAETb UX B BbIOpaHHON cucteme nporpamMmmpoBaHus (IDE):

Build.cs
.cpp
h
Foo.cpp
Foo.h
MyDetail.cpp
MyDetail.h

e 3aMeTMM, 4YTO Bbl, BO3MOXXHO, AO/KHbI ObIIN PEKOMMMANPOBATL NPOEKT U/UAN Nepe3anyCcTuTb
penakTop nocne 3Toro. He BOSIHyNTECh 3@ HEKOTOPbIE BO3MOXKHbIE OLUINOKIK, BHOBb
creHepupymnTe npoekT IDE, ckoMnuanpymnTe n 3anycTuTe.

[> Generate Project Files (v

e Cofep)xmmoe COOTBETCTBYIOLLMX (hasoB AOJHKHO ObITh TaKuM:
o MyDetail.h:<code cpp>

/I 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” UCLASS() class
ME_API UMyDetail : public UDetail {

GENERATED BODY ()

}; </code>
e MyDetail.cpp:<code cpp>
/I Fill out your copyright notice in the Description page of Project Settings.
#include “MyDetail.h”
</code>

e Tenepb Bbl MOXETEe A006aBNATb KakMe-HMbyAb N0AA AaHHbIX B KNAcC, Kak 06bI4HO 3TO
fenaeTtcs, npsaMo B 3arosioBo4HoM ¢panne C++: <code cpp>

float X = 0; float Y = 0; </code>

* BO3MOXXHO Bbl Tak)Xe 3axoTuTe onyb6ankoBaTb CBOM NOJIA B Ka4eCTBe CBONCTB KJlacca, YTobbl
NONYYUTb K HUM JOCTYN Yepe3 6AYNPUHTLI U faXke NOMEHATb UX HavaslbHble 3HaYeHuns Yyepes
N0Sb30BaTENbCKUA NHTepdenc (AN nogpobHOCTEN, NoXaNyncTa, NoCeTUTE LOKYMEHTALNI0
no @ CeoncTeaM): <code cpp>

UPROPERTY(BlueprintReadWrite, EditAnywhere) float X = 0;
UPROPERTY(BlueprintReadWrite, EditAnywhere) float Y = 0; </code>

e Bawa C++ geTtanb rotoBa K UCMosib3oBaHMo. MNoxanyncta, nposepbTe 53 APl JOKYMEHTaL Mo
AN5 LOMONHUTESIbHON NHDOPMaLLUN.
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