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1.1 w/EANIES

EATHAISCIZEIA UE4 TRE , @EFMFRY C++ £, PARMIFEIEFHRIIFZEAIE
pIRIxEp, ERRE, HNSBRILL C++ RIWEN Actor EFR LRI

1.1.1 wEHRIMERE

B REMNERRIENT.

Step 1 MBEhiZFFITF UE4, IﬁE/X’Jp—Em F L

Step 2 E “New Project” (FFEEINE ) BIK, AF/EE “C++7 BT, EixL
%4$E “Basic Code” ( R ), XHEHNTLERELIEE [RIWIARE “With Starter
Content” (FINITRBHERBERE) B, HNEEWMAB R, MEA “QuickStart™ 1E. I
EOTLAB T “Create Project” (BIR2INE ) FHE T, WE1-1 Fims.

& 1-1

Unreal Editor ( E4)4R%E2E ) MESHTFFINE, Visual Studio B3 TH, FEHAIMBN!
IR =X

1.1.2 GIEC++ 3

BIE C++ EHIBEMRIREWT.
Step 1 7£ Unreal Editor ( FEZ]‘*—J?’H%E‘% ) B, FRAITLAER “Add Code to Project” (i
MEBEIIME ) kAN C++ £, BT “File” (X&) TSR, WE 1-2 Fims.




F1E C++HENT 3

Step 2 UIATEITFF “Choose Parent Class” (&%) K&, BT Actor 2BEBFE
F UE4 REMSAEMANZE, F(VSESIE Actor RIEAESE, WE 1-3 Fims.

| ailedi

Choose Parent Class

Step 3 ULAHEHTFF “Name Your New Actor”( 5B 4RAYHT Actor ) 388, IHXANRPBISRIR,
IEFRAVENZFR “FloatingActor” , #AfGE & “Create Class” (833 ), W& 1-4 Firk.

Name Your New Actor

MERNEBEREET — N C++ 2, HAITLULIHE] “Visual Studio” K XTE R I2-
“FloatingActor.cpp” $EBE&IITF, UE4 £ BmfmiEH ERIIIANFEEREFR RS,
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1.1.3 BAFHHEFE C++ X3

fmiF C++ CBIEARERFENT.

Step 1 7f “Visual Studio” #, F{1&={#EM “Solution Explorer”
(RARFENEEE ) ERRIEIFHEN C++ . EFHAIRIRGIF,
EAIEAE S “FloatingActor.cpp 1 FloatingActor.h” , FFEBHME
F “QuickStart” INEH, & 1-5 A7~

Step 2 7 “FloatingActorh” &1, FEAISTEXHREANLRIEKX
EESNnSZanMnLA ™E:

float RunningTime;

Step 3 1JJ#2Z! “FloatingActor.cpp,” EAII&TE “AFloatingActor::Tick”
JEREBRILR LEXIESHIAIILA TS :

FVector NewLocation=GetActorLocation () ;

float DeltaHeight=(FMath::Sin (RunningTime+DeltaTime)-

FMath::Sin (RunningTime)) ;
NewLocation.Z+=DeltaHeight*20.0f; //ARZHEVA2009 %
F AT AR

RunningTime+=DeltaTime;

SetActorLocation (NewLocation) ;

RINRIS AR S S5 FloatingActors Figith E T Bkzh, EREZAIEIER RunningTime &
=R [BIE BB RNRIENILE .

Step 4 I{EHmMBTH T, FEAITLUBIITE “Solution Browser” (AL RXENEE ) FFH
FIMEFER “Build” (Bl ) %, =BT ETE Unreal Editor( 4] 4w1E28 ) Y “Compile” (4w
R) AR TRIR. FERNE, UE4 SBHEARIINTERNS., £ “Visual Studio” &1,
4nE 1-6 B

E 1-6

TEEAYREES, W& 1-7 s,

& 1-7
HNMIE T LUAEFRRERE UE4 hEI8YRT | FREARGIHERIRREE T A, LU
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Finished Code
FloatingActor.h
// Copyright 1998-2017 Epic Games,Inc.All Rights Reserved.

#pragma once

#include "GameFramework/Actor.h"
#include "FloatingActor.generated.h"

UCLASS ()
class QUICKSTART API AFloatingActor : public AActor

{
GENERATED BODY ()

public:
// K Esactor Bt BIAME
AFloatingActor () ;

/1 5T K A B )

virtual void BeginPlay () override;

/) EH—WERAR

virtual void Tick( float DeltaSeconds ) override;

float RunningTime;
bi
FloatingActor.cpp
//Copyright 1998-2017 Epic Games,Inc.All Rights Reserved.

#include "QuickStart.h"
#include "FloatingActor.h"

/] KEBRIML
AFloatingActor: :AFloatingActor ()

{
/ /¥ dactorix BAEE—MARE A Tick (). WwRGEREEXAAEE, HRTUREACUAKRE
PEAE.

PrimaryActorTick.bCanEverTick=true;

/1 5 T4 KA A A
void AFloatingActor: :BeginPlay ()

{
Super::BeginPlay () ;

/ [ FeFE— R
void AFloatingActor::Tick(float DeltaTime)
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Super::Tick(DeltaTime) ;

FVector NewLocation=GetActorLocation();
float DeltaHeight=(FMath::Sin(RunningTime+DeltaTime) -
FMath::Sin (RunningTime)) ;
NewLocation.Z+=DeltaHeight*20.0f; //4&FH/EvA2044 F ELHATHEAL
RunningTimet=DeltaTime;
SetActorLocation (NewLocation) ;

1.1.4 WSS

MR ERARRENT .

Step 1 TEE4I4wiEse+, #KZ| “Content Browser” ( BENIS2E ), FEFRBIRA “C++
K"k, EzXEES, B—1MEE 7T Actor Z£E/Y FloatingActor BY “QuickStart” U543k,
anE 1-8 Fras.

® 1-8

Step 2 E 1T LL H # 1 “FloatingActor” 2& 1 &1 &l “Level Editor” ( X & 48 8
28 ) B ORIttt 52 oh FloatingActor BI3L . FHAI&TE “Level Editor” ( XK4miE=E )
“World Outliner” ( tt R KNIME ) FIEFEE, BEEFPHIBIRA “FloatingActor!”. /Y
“Components” (B4 ) FNEABEMTILITE “Details” (FHMEE ) ERFEEI. WE 1-9 Fir-

Step 3 FloatingActor RIZIE X oI . TEZETER, FHAITLIE “Details Panel”
(FHEEmEIR) 83 “Add Component” (iRINEHF ), FAEIEE “Cone” (#HEMR) AT
F AR, WE 1-10 s

Stepd4 HEEENH Actor EEFTA T, LFHMNICCBMNEIBENUE. FITLUBR
EREHRPERFEHAE, SE&ZHKNBTUFHRBNE. NFEFNBa0, FITLUE
“Level Editor” ( X £4R4E8S ) 3 “World Outliner” ( R KNINE ) HikFEE, AEFER “Details
Panel” ({5 EENR ) FKIEZE “FloatingActor!” (3L451). FHAIIMET LAEREYRE FloatingActor1
H9 Transform ( A 3% ) #9 Location ( iz & ) & 7. EFEAIE X" ®RE K “200", £ 2" &
B 200", XHERNATUEBHSEFHNEF EME “FloatingActor!” T, 0B 1-11 B 7.
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Ll FloatingActorl

o7 Blueprint/Add Script

P

L3 FloatingActor] ——
Sarch D

+ Add Component ~ of Blueprint/Add Script

Step5 (& “Play” (38 ) 1%tH, PAEVBHEARRI ETFEaN, & 1-12 Fis.

Ll FloatingActor]
Search

4 Add Component ~ @3 Blueprint/Add Script

Finished Code
FloatingActor.h
//Copyright 1998-2017 Epic Games, Inc.All Rights Reserved.

#pragma once

#include "GameFramework/Actor.h"
#include "FloatingActor.generated.h"

UCLASS ()
class QUICKSTART API AFloatingActor : public AActor
{

GENERATED BODY ()
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public:
/ /xR B thactor/F& e TKIAE
AFloatingActor () ;

/ /5 IR I 46 A AR R

virtual void BeginPlay () override;

/ | FEE—WA A

virtual void Tick( float DeltaSeconds ) override;

float RunningTime;
bi
FloatingActor.cpp
//Copyright 1998-2017 Epic Games,Inc.All Rights Reserved.

#include "QuickStart.h"
#include "FloatingActor.h"

/) EEERINE
AFloatingActor::AFloatingActor ()
{
//¥tbactoriX B A EHE—MAGAATick (). WwRAEREZXAA 4L, RTAEA T ARE
MR

PrimaryActorTick.bCanEverTick = true;

/ /5 BRI 4 A AR
void AFloatingActor::BeginPlay ()
{

Super::BeginPlay () ;

/ /A — R A
void AFloatingActor::Tick(float DeltaTime)
{

Super::Tick (DeltaTime) ;

FVector NewLocation=GetActorLocation() ;
float DeltaHeight=(FMath::Sin(RunningTime+DeltaTime) -
FMath::Sin(RunningTime)) ;
NewLocation.Z+=DeltaHeight*20.0f; //48FErA2064 % $#T4%HK
RunningTime+=DeltaTime;
SetActorLocation (NewLocation) ;




F1E C++BRENT 9

1.1.5 EIFEER

BUERREELEZENAS, RoTLUHTUTEE:

o DINRLFRFEHEZEIREY FloatingActor B, {REVINE P EEEIE T MRENIRTF RS-

 {REJLAER UE4 /Y UProperty 2R Zn— 1R &, LUATRA FloatingActor H9#a0 7]
KN, MARERBEREE. RIUEETE . ENSNESMHIEERREXTIHER
M EES.

o HIOXFO/ S Y HAAERMIER, FB “DeltaTime” {E3ELL 0.6 1 1.4 Z[EIRY(E, X
FE{REY FloatingActor B2k 2B HEIFA. MFENMMERE RN, XNEERREE!

1.2 {#M Unreal Engine FfY] C++ i1 518

1.2.1 Unreal Engine Ffj C++ ¥R 8]F!

ATHRWEE UE4 PRE C++ 8. A8, UE4 P C++ mIEFE+E, £F
TEARE! HAITLLE UE4 R C++ 8 “HEh C++7, A AELZINEERE C++ HERAEE
ToEER.

FIEATHRIRRIRHEERE C++ HMEREES. BERATHRIRRREB C++ &
B2, BU{RTHE C#. Java 8% JavaScript, B RIMEHRIILEZ 4L,

MRRBEN AT, HBEMFR—EZN! RIZEETHAHARFEIT EF, TTEgE
B A GRS G BNk !

g LITE UE4 RS “4i|H3C C++ 18”7, BREEATHEIEIRERENEMET
REE SR . HIIEERRH—ZITE.

1.2.2 C++ fiEE

UE4 12t mH A A GBI TR C++ MBEETIHHAEA. BFRUEE C++ 30
B RS, RITIMEPAI L RS E (SERLRES ) IR X R FRAIE E Xt
EXEBRT, C++ BFREMINISIERKAY IDE (&BEFE 5 Microsoft Visual Studio 2, Apple
Xcode ) FI{E, mMiRIHIMNIEREL)gmiEESHVEEmiEEs + TIE.

RS BRI AP FIMESRZE . XM REF I RINER, MESERFMAEER
AEBRERRELENERZL. FAXRERERENAR? XEKE: BFRE C++ FEIENF
MR ER, RITITF BIXERITIEE R, SIEaERERETLIESE.

gnibisk, LRI —IRRE, TR C++ BEFRARITIFCIEGERMAR TR, It
B, FAMGEIE— L. EEERSRRITINSEFREDEEHTIER. EUHEF, FHA)
Bl —Litma #H TR ENENE, FERIIBENXEEMIRELHEE. SEFHIEHY
T B C++ BRI B RE NI FZRRIE.

BEHIEERARLRESPIERQASERMEM C++ £, UFEERBEHTERE. TH
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RBrTRESEMNE—T: #HE—" Actor, 2NE 1-13 Fi=.

Choose Parent Class

HEFHNE _LESNOSTEERENGE. TENE_LHERTRIAGS, W
Bl 1-14 Frir.

Name Your New Actor

& 1-14
EFROERE, RSBEMXAFITAARAE, EFRRE. XEREMMEEN

#include "GameFramework/Actor.h"

#include "MyActor.generated.h"

UCLASS ()
class AMyActor : public AActor

{
GENERATED BODY ()

public:
/ /X BiZactor/Et 6 BRIAME




