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2. TR, 3 Plugins SCHEE B 4diE MotionCapture #% D1 # Plugins H 5.
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Binaries 2022/9/7 1414
Config 2022/9/7 14:14
Content 2022/9/7 14:15
DerivedDataCache 2022/9/7 14:15
Intermediate 2022/9/7 1419
Plugins 2022/9/7 14:33
Saved 2022/9/7 1419
Source 2022/9/7 14:14
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1. BHTHHKE
RIS TS0 Editor -> ProjectSetting->Maps&Modes
WH:
Default Modes: Hi5CalibrationGameMode
Default Pawn Class: CalibrationPawn
Editor Startup Map: CalibrationMap
Game Default Map: CalibrationMap
Game Instance Class: Hi5CalibrationGamelnstance
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"% Project Setiings

All Settings Search Details

i These settings are saved in DefaultEngine.ini, which is currently writable.

Project

Crypto

Default GameMode HisCalibrationGameM v [E S ORE J
Description

4 Selected GameMode

4 Default Modes

GameplayTags

Maps & Modes Default Pawn Class CalibrationPawn e O+

X HUD Class HUD He 0+
Packaging Player Controller Cla: PlayerController M+ O+
Supported Platforms Game State C 0+
Target Hardware Player State Class 0+

Spectator Class €0+
Game

Asset Manager Global Default Server Game Mode _ 0+ x

Asset Tools Game Mode Map Prefixes 0 Array elements + @

Game Mode Class Aliases 0 Array elements + 0

Engine

Al System

a
4 Default Maps
Animation

Audio A " CalibrationMap
Editor Startup Map
Chaos Solver L e

Collision

Console CalibrationMap

Gam y
Cooker Game Default Map

Crowd Manager

Debug Camera Controller

» Local Multiplayer
Gameplay Debugger

Garbage Collection 4 Game Instance

General Settings Game Instance Class Hi5CalibrationGamelnstance w i &I J
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Launch

v . ‘ v P> ‘Selected Viewport
P Mpbile Preview (PIE)
P New Editor Window (PIE)

P~ Standalone Game

P Simulate

#2 Current Camera L

Run Dedicated Server

anced Settings...
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WYX Aiili File->Package->Windows(64-bit)F] iz 1T .
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MotionCapture\Content\NoitomHands
1. Logic ST = BAGHE Ul ST AH G

CalibrationPawn: NERIAZHESE ] Pawn, IRALAHICIR L Camera A1k T A

A TR

Hands: i% Actor 4 & X F UMotionCaptureAvatarComponent #H ff, i it
SkeletalMeshComponent 45 T3l ¥ FFI mesh,

MainLogicActor: i% Actor fE R 7 AH XA HE Ui Fm L KEE. B8

MainFrameContainer widget (/% # Ul FLHI A .78) F1 MainMenuContainer

widget(RE 42 AL THI R )

Menu X fFJ245E MainFrameContainer widget i F i 1244 widget

Wnd 364 MainMenuContainer widget 18 FH 174044 widget

PELS

CalibrationMap: R#EZ 5 Map

Hi5CalibrationGamelnstance: Hi5 #0535 258 H Ih g

Hi5CalibrationGameMode: Hi5 fH5< GameMode
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Current File:
4 Mesh
Skeletal Mesh

Import Mesh

4 Animation

4 Transform
D Import Translation
D Import
Import Uni
4 Material
B aterial Name
Import Materials

Import Textures

> Miscellaneous

FBX Import Options
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& Create 4 Physic

Import LOD y  Physics Asset

Skeleton »

#> Reimport == Anim Composite

¥y Open Source Location & Anim Montage

T Open In External Editor

% Blend Space

7 Edit.. #%° Blend Space 1D
% Rename Iffsets
1w Duplicate Aim Offset
& save Aim Offset 1D
X Delete
/~ Asset Actions
® Asset Localization
Explore
® Show in Folder View

® Show in Explorer

Copy Reference
Reference Viewer...

Size Map...

@ Open SkeletalMesh.h
» | & Content »
(® View Documentation

® Connect To Source Comlol
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Search Details
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6. 1E24TF Actor (Hands)

#FF Hands (ANZE copy i EIEH, XN LT AR SCIE B 4D i dT I i

& Contel

I Add/import = B Save All €

< EE = i
= Content

& C++ Classes

4@ MotionCapture Content
. [cons
4w NoitomHands

NMenu Menu
| Wnd

@ Hends
Edit A

#Add Component=| T

@ Hands(self)

4% DefaultSceneRoot

A Comporent~

@ Hands(self)
v L Ini
4% DefaultSceneRo
4
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4® RightAvatar
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& RightHan
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7. BETERGIE.

8. MEKE

Inter e
CalibrationPawn CommonFunc CommonMacro Hands Button o  MainLogicActor

£ oc f or £+ Or £} Or f ini

% MotionCapture Content » NoitomHands » Logic »

mmi 2 O0F

Actor
% Details
» Ho-
4 Mesh
3 or f ini
r——

PNSHobot_LeftHand
Skeletal Mesh

4 Materials

! B o .f.

Find  Hide Unr

4 Animation
CEm————" o «
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¥ Hands #EA\3% 5 Transform I0H0KE

4 Transform

Location =

Rotation «

¥4 MainActor #E 3% 5
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