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UCLASS ()
class HOWTO_AUTOCAMERA_AFPI ACameralirector : public Adctor

GENERATED_BODY ()
public:

ACameraDirector()

" én the gane starts or whe
virtual veid EeginPlay() override

& ery fram
virtual void Tick( float DeltaSeconds ) override

UPROPERTY (Edi tAnyyhere)
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UPROPERTY (Edi tAnywhere)
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RERMBELESENER C++ B9 LightSwitch 7~ 2B AT, {ReJLARNE T X 7 #Eaa
18 & Sk 4 KB SR BIZ LightSwitchComponent . SphereComponent ., DesiredBrightness
B K OnOverlap 4%
XA R MRER C++ BY LightSwitch -l M4mimsk, A0 T LATIIEE
* PointLightComponent ¥ SphereComponent 2 BlueprintReadOnly ( {X & Bl o] £ /Y ).
BB EREEIEEE T Switch Components ( TI#a4E4 ) ZEHF

* OnOverlap I 7£ & — > BlueprintNativeEvent, 15 & 7= 7£ ¢ 1Y 15 B 1% £ 7 A9 Switch
Functions ( I#2ER%S ) ZEE .

* DesiredBrightness 2 BlueprintReadWrite ( IEEI 02 5/Y ), B E~EHAEEIE TS
B9 Switch Properties ( tJiEM ) £H S
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UCLASS() 7= & 1> Blueprintable {2 Ih#F. XN flF, ZEBEFASLAM. AN
LightSwitchBoth B 3447 Actor. 1 Actor 22 Blueprintable ( @ “*.1%8’] . PLA LightSwitch
Both S4kFIZEIHAT -

Al £ UPROPERTY() #1 UFUNCTION() = RIZRIME I fF, LightSwitchBoth ZERI3K X4
WP

LightSwitchBoth.h
// Copyright 1998-2017 Epic Games, Inc. All Rights Reserved.

#pragma once
#include "LightSwitchBoth.generated.h"

/* *
*
®
UCLASS ()
class ALightSwitchBoth : public AActor
{
GENERATED UCLASS BODY ()

/** point light component */
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category="Switch
Components")
TSubobjectPtr<UPointLightComponent> PointLightl;

/** sphere component */
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category="Switch
Components")
TSubobjectPtr<USphereComponent> Spherel;

/** called when something overlaps the sphere component */
UFUNCTION (BlueprintNativeEvent, Category="Switch Functions")
void OnOverlap(class AActor* OtherActor, class UPrimitiveComponent*
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OtherComp, int32 OtherBodylIndex);

/** the desired brightness for the light */
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category="Switch
Properties")
float DesiredBrightness;

}:
1E LightSwitchBoth BUE (4 eh, ISR BAE—HM. B2, FEX OnOverlap BER
— & XPREIMER— BlueprintNativeEvent. XEFRERLRXPDEMNEE S, T
LAIRE—1 %5 OnOverlap fIFE 4. SEFEBZRHMTSHITIHSEG. IR ZSBHAFE.
ANZHITE N REA C++ L. EFEFXMREEETE, ZC++ RHFZESEN
OnOverlap_Implementation. BREERTRFIFEBNBX N EERE . XT OnOverlap BEIAT1T T
(&S, LightSwitchBoth HIBE AN FFh7s

LightSwitchBoth. cpp
// Copyright 1998-2017 Epic Games, Inc. All Rights Reserved.

#include "BasicClasses.h"
#include "LightSwitchBoth.h"

AlLightSwitchBoth::ALightSwitchBoth (const FObjectInitializers
ObjectInitializer)
Super (ObjectInitializer)

DesiredBrightness = 15.0f;

PointLightl = ObjectInitializer.CreateDefaultSubobject<UPointLightCo
mponent> (this, "PointLightl");

PointLightl->Brightness = DesiredBrightness;

PointLightl->bVisible = true;

RootComponent = PointLightl;

Components.Add (PointLightl) ;

Spherel = ObjectInitializer.CreateDefaultSubobject<USphereComponent>
(this, TEXT ("Spherel"));:;
Spherel->InitSphereRadius (250.0f) ;
Spherel->OnComponentBeginOverlap.AddDynamic (this, &ALightSwitchBot
:OnOverlap) ; // set up a notification for when this component
overlaps something
Spherel->OnComponentEndOverlap.AddDynamic (this, &ALightSwitchBoth::0
nOverlap) ; // set up a notification for when this component overlaps
something
Spherel->AttachParent = RootComponent;
Components.Add (Spherel) ;

void ALightSwitchBoth::0nOverlap Implementation (AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodylIndex)
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if ( OtherActor && (OtherActor != this) && OtherComp )
{
PointLightl->ToggleVisibility();
}
}
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