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Subjects. Husko-yposHeBblie CyLLHOCTM.

Subjects - ocHoBoMosaratLune IerkoBeCcHble CYLIHOCTK, ynpaBaseMble AnnapaTtoMm. MNaBHbIM
06pa3oM, oHV UE-He3aBUCKMbI U COCTOSIT U3 TPENTOB U (DJIaXKKOB.

XaHpnepbl CYyLLHOCTEH

CyLLHOCTY HE UCNOIb3YIOTCA HanpsMyto U UX BHYTPEHHEee YCTPONCTBO CNPSATAHO OT N0/b30BaTeNs
nnarvHa. BMecTo 3TOro npeanaraeTca cneumanbHell KoHUeNT Subject Handle. B TepmnHax Unreal-a
X3HONepbl MOX0XMW Ha % cnabble ykasaTenu (weak pointer). Korpa Bbl fecnaBHUTe CYLLHOCTb, TO BCe
YKa3sblBatoLle Ha Heé X3HANepbl aBTOMaTUYeCKN CTAaHOBATCSA HeBaaUAHbIMU. Peann3aumns 3Toro
noaxoda mcnosb3yeT generation-based TeXHUKY NoacyYéTa CChINOK.

YpoBeHb CYLLHOCTHbIX 00BbEeKTOB

Y CywHOCTN MOXXET 6biTb A4OMNOSIHUTENbHASA BbICOKO-YPOBHEBASA HAaACTPOMNKA, KOTOPas Ha3blBaeTCH
Subjective nan cywHoCTHbIN 06bekT. CyLHOCTHbIe 06bekThl - 3T0 UE-ynpasnsembie UObject-bl,
KOTOpble MOTyT cogepxaTb AeTanun. CyLHOCTHbIE 06BEKTHI C AeTanamm, soobuie rosops,
npenocTasnaoT 60/bLY0 T’MOKOCTL M MMET AONOJIHATENIbHbIE 0COBEHHOCTU NO CPABHEHUIO C
NPOCTbIMU CYLLHOCTAMU U TpenTaMun. 3Ta PYHKUMOHANIbHOCTb AOCTUIAeTCsa 3a CHET NOTEHLUNANbHOro
YMEHbLUEHNA NPON3BOANTENILHOCTY 1 OTCYTCTBUS NOALAEPXKN KaWa. MNoxanyncTa, obpatnte
BHUMaHWe, 4TO CyLLHOCTHbIE 06bEeKThI - 3TO onunasabHasa rya AnnapaTa, U Y4TO Bbl MOXeTe
peann3oBaTb JIOFMKY CBOEr0 MNPOEKTa MOJIHOCTLIO Ha CYLLHOCTSX, eCIN XOTUTe.

CywHocTn 6e3 HaACTPONKN CYLLLHOCTHOro 06bekTa Haj HUMUN Ha3bIBalOTCS KOCTAHbIMK (barebone)
cywHocTamu. Oba Tuna - CywHoOCTN ¢ 06bEKTOM TUMa CYLWHOCTHbIN (Subjective-based Subjects) n
KOCTSIHble CyLlHOCTM (barebone Subjects) - MOXXKHO Ha3biBaTb NPOCTO CYLLHOCTAMM - Subjects. 3T0
MOTOMY YTO KaXKAbll CYLLLHOCTHbIN 06BEKT UMeeT B cebe BCTPOEHHYIO CYLLHOCTb 1 NCMOJb3YeT eé
KaK eCTeCTBEHHYIO CBOK 4acCTb. Bblpaxkadacb NpocThIM A3bIKOM: Subjectives are Subjects. 310 4T0-TO
Hanoaobve HacnenCTBEHHOW CBSA3M, NO3TOMY KaXKAbIA CYLUHOCTHbIN 06BEKT MOXXET NMETb TPENTHI U
(hnarm Kak 4acTb CBOEN NPOrpaMMHON CTPYKTYpbI.

CnasH (Spawning)

Spawning (nnn cnasH) - 3TO npouecc co3paHna CylHOCTU KaK 4aCTb MeéXaHW3Ma.

OpraHmsauusa B C++

YT06bl 3aCNaBHUTb HOBYIO CYLLUHOCTb BHYTPW MexaHu3ma, BaM n0Tpe6yeTc9| Bbl3BaTb OOWH N3
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MeToLoB % SpawnSubject. CaMbil NPOCTOM BapMaHT 3TO CAenaTh:

FSubjectHandle Subject = Machine::SpawnSubject();

Ecnum xoTute, TO MOXKETE CMAaBHUTb CYLLHOCTW, YKa3blBas TPENThbl, KOTopble ByayT B Heé
YyCTaHOBJIEHbI, 1 A5 3TOro BaM noTpebyeTcs cneumanbHblii WABNOHHbIA METOL C TEM Xe
Ha3BaHUEM:

FBurning Burning{10, 15.5f};
FSword Sword{2};
FSubjectHandle BurningSword = Machine::SpawnSubject(Burning, Sword);

HaHHbIN OTPbLIBOK KOOa 3quJeKTVIBHO BblAENINT NaMATb noA CNoT And CYWHOCTU B HY>)KHOM YaHKe U
NPONHNLUMNaNN3NPYET ero B COoOTBETCTBUN C NepefaHHbIMN TpEI7ITaMI/I.

OpraHusauus B Blueprint-ax

CnaBH cylUHocTen 13 6yNnpuUHTOB BbINOJIHAETCA Yepes BbiAeNeHHYo Spawn Subject Hoay:

~ [ Spawn Subject
» g

~ Flagmark Subject
gl (Mo Flags)

Bbl Tak)XXe MOXXeTe OnpefenTb HavyasbHblii Habop h1aXKKOB Yepe3 COOTBETCTBYIOLWUIA apryMEHT.

[lecnaBH

Mpouecc despawn-a ABNAETCA I'IpFIMOI7I NPOTUBOMOJIOXKHOCTbIO NpoLeCCY CraBHa N OH O3Ha4YaeT
yAaneHue CyLLHOCTWN. YOoaneHne yxe y,D,a}'IéHHOFO (nnn HeBanugHoro) X3HANEPa - nerajibHas
ornepauns, KotTopasa HU4ero He aenaeT U He Bbi3blBaeT oLwmnbOK.

Opranmsauma C++

YT06bl yAanuTb CYyWHOCTb B CBOEM C++ Kofe, ncnonb3ynte @ Despawn MeTon, NpefoCTaBASeMbIN
X3HAJIEPOM. ITO MOXHO fesiaTb TakK:

void PickPowerup(FSubjectHandle Player, FSubjectHandle Powerup)
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{

/| DobaBneHmne Cnbl/CKOPOCTU/XKN3HEN UTPOKY.

// YOoaneHne npeameTa 13 Mupa:
Powerup.Despawn() ;

}
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