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TpeunTol

TpenTbl - HU3KOYPOBHEBLIE BNI0KN AaHHbIX (KOMMOHEHTLI) B COCTaBE CYLLIHOCTEN. B oTamyne ot
LeTanewn, TpenTbl ABAAOTCA NpocTbiMy UStruct aHHbIMK. MNarnHOM OHM YNPaBASAOTCS BPY4YHYIO
K3LW-3hheKTMBHLIM CNOCOOOM 1 rNaBHbIM 06pa3oM HanpaBeHbl Ha runtime-Npon3BoANTENBHOCTb.

Co3pnaHue TpeuTos

Bce Unreal cTpykTypbl Tuna UStruct gosmkHbl 6biTb 4OCTYNHbIMK B Apparatus’e aBToMaTnyeckn. Ecnum
Bbl HE MOXKETE HalTW CBOIO CTPYKTYPY B CINCKE TPENTOB, ABaX bl KIMKHUTE Ha Heé B Content-
bpay3epe, 4T0bbI OHa 3arpy3mnachk. B LLesnoM Bbl 4OKHbBI CAENATh 3TO TO/ILKO OAMH pa3, MOTOMY 4TO
OHa byfeT 3arpy>xeHa aBTOMaTM4eCKn, ecim rae-nnbo ecTb Ha HEE CCbIIKMN.

OpraHusauusa B C++

Bbl, rnaBHbIM 0bpa3om, obpalwanTecs K oguumnansHoMy Unreal Engine MaHyany no co3gaHuio 9
UStruct-os.

Mo cywecTBy, Bbl CO3aaéTe xeanep (.h) cdann n (onumnanbHo) hann-pecypc (.cpp). Mpumep TpenTa,
00BbSABMIEHHOr0 C NOMOLLBIO TOJIbKO 3ar0/10BOMHOIO (hanna:

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

#pragma once

#include "CoreMinimal.h"
#include "MyTrait.generated.h"

/**

>k

*/
USTRUCT (BlueprintType)
struct MY API FMyTrait

{

GENERATED BODY ()
public:

UPROPERTY (BlueprintReadWrite, EditAnywhere)
float VelocityX = 0;
UPROPERTY (BlueprintReadWrite, EditAnywhere)
float VelocityY = 0;

};
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Bbl MoxeTe onycTuTh cneundukaunm UPROPERTY, HO C yKa3aHHbIMU KHOYEBbIMU C/IOBaMU Y Bac
NoABNAETCA BO3MOXHOCTb UCnosib3oBaTh MyTrait kak B C++ Kofe, Tak 1 B 6ynpuHTax.

Mapa cnoB o Garbage Collection

Kak y>xe ynoMmHanocb paHblue, Apparatus ncnonb3yeT CBO COBCTBEHHYIO HU3KOYPOBHEBYO MOAESb
NamMaTh, 4Tobbl XPaHUTb TPENTbl 3MHEKTUBHO. ITO AOCTUraeTCsa HEKOTOPOW LeHon. Bam npuxoantcs
BPYYHYIO rapaHTupoBaTh 6e30nacHOCTb CChiNoK Ha apyrue U-O6bekTbl (Ha Actor-bl, Component-Tobl 1
T.4.) BHYTPW CBOUX TPENTOB, NOTOMY YTO NocnegHue Ao/ KHbl Obinmn Obl ObITb NOACHNTAHbI
cHbopLLMKOM MyCOpa, KOTOPbIA B pacCMaTPMBAEMOM KOHTEKCTE HEeAENCTBUTENEH.

K c4acTblo, Bbl MOXKETE CAenaTh 3TO AOCTAaTOYHO NPOCTO MPU MOMOLLM CCbIIOK Ha 3TW )Ke 06bEeKThI B
onpefenéHHblX acceTax Uy obbekTax Yepes HekoTopbln GC-3aBUCKMMbIA MHCTAHLUMPOBAHHLIN
UObject, Tem cambiM 3agepxmnBas 06beKThl B NaMATW. Ta r1obanbHasd MHCTaHUNS TakXXe MOXeT
6bITb % nobaBneHa B KopeHb (added to root), 4Tobbl He cTaTb COBpaHHON KONNEKTOPOM. Bbl MOXeTe
Takxe 0obaBnTb 06BEKTHI, HA KOTOPbIE CChIIaeTECh B CBOMX TPENTaXx, K KOPHIO, 4T0ObI 4OCTMYb TOrO
Xe pesynbTaTa.

CcblIKM Ha ocTasnbHble cywHoCcTKM (Subjects) Yyepes xaHgnepsbl (Subject Handles) - npekpacHoe
peLleHune, NOCKOJIbKY YNpPaBasioTCA CaMUM naarnHoMm. MpocTo 3anOMHNUTE, YTO 3TU X3HANEpbI - KaK
cnabble ccbliku (Handles are like weak references). OHv He nogaepXuBaOT CCbIIAEMYIO CYLLHOCTb,
NPOCTO CTAHOBATCH HEBaMAHbIMM, KOTa CYLLHOCTb Oblna YHUYTOXEHa (yaaneHa).
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