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Tun "MexaHu4YeckKkun"

ECS aBHbIM 06pa3oM 0TAENSET AaHHbIE U NOTUKY, ONEPUPYIOLLYI0 3TUMK AaHHbIMW. DTa NOruka, B
CBOIO 0Yepenb, 06bIYHO BbINOJIHAETCA NOKaApPoBO (TO eCTb NoBTOpseTCs). Apparatus
MMANEMEHTUPYeT 3TY (PYHKLMOHANBHOCTb Yepe3 KOHUEeNT, Ha3biBaeMbll Mechanical (MexaHU4eckunm
TN). MexaHn4yeckme 06beKThbl - KAK MHOrOrpaHHbIA OpraHnu3M, BKJIIOYa0T HECKOJIbKO MeXaHUK
(Mechanics), koTopble BbINOJHATCA BHYTPU HUX.

OpraHusaumusa B C++

Ecnu Bbl HamepeHbl AT C++ nNyTéMm, co3faHne cobCTBEHHOr0 MEXaHNYECKOro TUMa NpoxoaunT
NMPUMEPHO TaKk.

1. OTkponTe rnaBHoe UE File-meHto 1 BbibepeTe onuuio “New C++ Class...”:
File | Edit Window  Help

A New Level...
B Open Level...

ave Current

Submit to Source Control...

T New Project...
T Open Project...

2. B OTKpbIBLLUEMCSA OKHE NOCTaBbTe ranoyky B Yekbokce “Show All Classes”:
Add C++ Class

"3 show All Classes

3. Tenepb Bbl MOXeTe BbibpaTh Nt060M AOCTYNHbLIM 6a30BbIA KNAcC, BKJOYasA KAacCbl NaarunHa.
BuibepeTe “Mechanical Actor” B kayecTse 6a30B0ro:
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Choose Parent Class

This will add a C++ header and source code file to your game project.

MechanicalActor

| e g0 I =1
4. HaxxmunTte “Next”, n Bbl 4O/KHbI YBUAETH ANANIOroBOe OKHO Bbibopa nmeHn. HazosuTte

CO3JaBaeMblil K1lacc, Kak Hago, U Npoao/KMTe, KIIMKHYB 3eNEHY0 KHoMKy “Create Class”
BHU3Y:

MyMechanicalActar

B ome n oede #/50Urce/= 8 = ="

5. HoBbI Knacc co3pacTtcs kKak kombuHaums xeagepa (.h) n danna-pecypca (.cpp). Bcé

HaxoamMTCs B (Moa)nanke Source Ballero NpoekTa. Bbl 40/KHbI YBUAETh (Paitnbl B BbIOpaHHON
IDE:

. Build.cs

L.Cpp

Foo.cpp
Foo.h
MM
MyMecha

6. 3aMeTuM, YTO BaM, BO3MOXXHO, HaZlo ByeT NnepekoMnuanpoBaTb NPOEKT U/WAK Nepe3anyCcTuThb
pefakTop nocsie 3Toro. He nyraTecb HEKOTOPbLIX BO3MOXHbIX OWMOOK, eLlé pa3 cobepuTe IDE-
NPOEKT, CKOMMUAUPYATE 1 3anyCTUTE BHOBb.

o
o
Wy

[> Generate Project Files (. v

7. HanosHeHne COOTBETCTBYIOLWMX (halnoB AOJKHO BbIrNSAEeTb Tak:
o MyMechanicalActor.h:

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

#include "CoreMinimal.h"
#include "MechanicalActor.h"
#include "MyMechanicalActor.generated.h"

/**
*
*/
UCLASS ()
class MY API AMyMechanicalActor : public AMechanicalActor
{
GENERATED BODY ()
}i

o MyMechanicalActor.cpp:

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

#include "MyMechanicalActor.h"

8. Tenepb Bbl MOXXETe Neperpy3nTb OANH (MM HECKObKO) Tick-MeTo40B 1 peaniv30oBaTh Bally
MexXaHWKy, Kak 00bl4HO 3TO aenaetca B C++...
° ... B 3aroJIoBOYHOM (hanne:

void Tick(float DeltaTime) override;

° ... B.Cpp-thanne:

void AMyMechanicalActor::Tick(float DeltaTime)
{

// Ball Kog MmexaHunKu

}

9. MoxeTe co3aaTtb PunbTp, 4TObLI CObpaThb Lenb YaHKOB/PEMHEN U MTEPMPOBATLCSA MO HUM.
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