UE4.261=1T7HTHY

Mesh&E kS miE
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¢ NZ{FERyan Shmidt@FZRICHTIREGeometry3Sharp'HFE, BEEG3SharpZERIARIE
B, HINEERBRULIEAR, AMCHRIMERERRLAN CHESHIRZ HIR SR E as T R EN
FREEFREN F HRS R RN, T2, (FEE20185F128/REINNEpic Games, BX/IEpic
GamesfIEJEJL{A=2 (Principal Geometry Scientist) , FHFE&5FEG3SharpiBtEZIC++, 1B
EFEFMREAS 1 REBRREZIFESTH, NSEL]S [ZBC++ARARY L RBL AR R4
(Geometry Processing Plugin) HYINgEELmimiBid 1 CHRAHIG3SharpE., {EETAIRIH]
B, FRE N T —RIIBIRANBERNBUEEREL]S 2P ERIX R LREL R,

¢ FEFAIRM T RYHGRETRIFE—m (EELS5|24. 26001 TieF P EMIBIRE) (Rl
FEE) . "NERRVEETHE R, AEEENERFRERE.

& [F305EE: http://lwww.gradientspace.com/tutorials/2020/10/23/runtime-mesh-generation-in-
ue426
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& EERRIE— 1 HER, EER T UAERUEA. 263 RYSEIS 4 GeometryProcessingff{4 4T85
RSCRRRIMITEIRELERE, AMARERL. EFNIEERE, BHAIMNBHIRER (zomg! ) ZAM]
FBIR T BRI EELRRINT XELI08eRT, BIRRINRREE R LT (=170T)
RERL? EX=HM—F "R . AM, XNMEEHIREEELREAP!, LA THEIEITHE
. dB8/MNuEE,

¢ N EZEEHIBAREIEUEA RSN FERFPSCIE TR MBI, EEE, AREE
{EFUProceduralMeshZB{4 (APISZiSp%sz?2) RSCH. {HEE$JUE4.25# 8, UEE&KR]LAEEITHY
"HERR” FNEEFTUStaticMesh, ZAEIXEEUStaticMesha] LATEUStaticMeshComponent/Actori{sE
Fl. FRLABRTERYIAIRAZE Y, T IRNOZARB—N? b, BBE=SHRLE (A
RuntimeMeshComponent?) , B{iRHAYIh8ELLUProceduralMeshZB{4 82, EHRELE R T
REE AR, (EABGENESRERS, UProceduralMeshB4455 APMC, UStaticMeshZH
#4585 ASMC)



e TEXL

¢ ~EHNR, " &iFE EI—XBURTRREK. FEB, tErEERFEI8Y
GeometryProcessingtiE &S ERN G EZHAIBLEMSB N, GeometryProcessingfi{4-{sE
FDynamicMesh333R7"M1E, MFIActorLAR Componenti@ B{HAIRR. Et, FEEARHGE
th R SEIIE TR A B FNgmiEMeshiY—F 5.

Mesh Algorithms!

™
a\ Queriest d Booleans!
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¢ FARIBIER T —MERN "BTHUIRE" Ex, XNERER T REX N ERETEI
HYActorstITE., WRFAUW, BM/REH. MER(EN—LESEREINIIEER. XERRKE
W ISEZEN—3B0I08E, EAZREERE, MEcNBELHE NEK AR
ADynamicMeshBaseActorsEk&EEEE i E T LA E BRI MBS IRIE(CRBIFRE E R,



SRENFIET T~ E

& ERAIFRCRI, ABGERUEA. 260, SRBETIGhR (BEAIATALT4.26 Previewd) , R
o] LUEBIZEpic Games LauncherZZE4 269G FThRAN.

& AR B T GitHub_EAJUNnrealMeshProcessingTutorials{SIE B E (MITIFRUE?) HEY
UE4.26/RuntimeGeometryDemo3X /{4, —MABEEEINE BeiReefEWindows_ET1E,
(BFER B — LR MRMIR, BANZEEEEOSXakE Linux LBy, FIBENERENAE
A, WNR(FAREERSRERGIIE , (RelbiBiEg LA MEzERE NI BERzipa.

€ https://github.com/gradientspace/UnrealMeshProcessingTools/archive/master.zip



SRENFIET T~ E

€ HARuntimeGeometryDemogg/MNENFRS, AEREELEWindowsHR RS IE2EHY
RuntimeGeometryDemo.uproject, AfEM_ETIXEEFEE “"Generate Visual Studio project
files”TRE 44, XG4 RuntimeGeometryDemo.sin, {RtE ] AR RIS HF]FF . uproject
(BEEXmE) , BERENRRFEFTESE TABFERICHHABHY,

& SERFRRSEIZIT (IRFS) |, UERIEESRNIZSTIERKR R, (RAILMERETE=FRIAKX
AIPlayfREHEPIERNPUIRAINE , sERTE "LaunchREREMBIHIT . XRESFTE/LoH,
ZIRERHYE RS RIRRIE O Pia 7. mEr A REEERRE, RiERSTE! BARERE
U, {REEZAIFARIRE.



(¥

& NHETEDTWAED. Bt FEHER— 1 ACHSEIREET T e/ IRiEM T ActorsHIZE
1, RENTBEIIERB P ERAXELActorsZENEERNITEBRIERE. R Tz0I8E, k8
A “hFEiE" fRC+HEIRY. FHELBHEXINEETZ=AE ¥ B IRuntimeGeometryUtilsiY
HET, (RILREZEHZIECHNmE. IERE—T, ERuntimeGeometryUtilssh,
WEE T HZRIFEFEFDynamicMeshOBJReader/WriterRYSEFThRAS, (BFRBEIGBRAPHES
NFRSEREL,



PMCIAZESMC?

& NREFEFIS TREAERS VAR, F— N ERERIEAUProceduralMeshB4 (PMC) &
rEUstaticMesh ZB{F (SMC) ? MEBEBZEBEZMX3I, ERFTEMNIXFITETEE. EEEE1T
BIEEFMIE, B2kt "WE" Mg, NS EREtEaEMMISAT ERIIRI . &
LA =EZAPMCHHESection#BHERKER, BAEEASMCHRIFMeshDescriptionH{TiEZ,
XJF{E{EUMeshComponent (PMCHISMCERRZ) , REBIZE— 1 FPrimitiveSceneProxyf:§,
ERAMHATERNRIEN. RN BEEEECIE— 1521 "FMeshBatch,

¢ iX7£ PMC PEXYEHE, FEINZEF TProceduralMeshComponent.cppssEIl ERIBRERS X
8, FProceduralMedeSceneProxysR7E3{4LER. (REBRIEEHMAIEREF
FProceduralMeshSceneProxyfENZBElzEHIFProcMeshSectionfil 7 #& et B¥IIAL T
FStaticMeshVertexBuffersflFLocalVertexFactory, XLCEF{R1F 7 GPUBZRAIEERNSEE, W
MRAE. =AFRSIEPX. Z&ftlz%k. UV, TIRE%E. XWFGPUXN, XLHIEEPMC
B SMCZEiRBXE, M—RIX5IEREEI IR IIEIX LS,



PMCIAZESMC?

& SMCEEZYEZ, KEXERANNEARAKRK™E, EUStaticMeshComponentAZfi&Rig2s
5—E5|B—{ UStaticMesh, RUStaticMeshfa S FEMISEWE. TUE4.2527R1, TTiATEE
1T HTUStaticMesh, XZ2E/9EF L, {RRY "IRMIE(SourceMesh) TE4wiEza LA
FMeshDescriptionlfZ T\ iEFfEUStaticMesh, B2@Eid “HiE" EH— 1 FRbE, ARy

"BZMFE (rendering mesh) ” \FHEXRMIIR(FStaticMeshSceneProxy (1E
StaticMeshRender.cpp®5e6%) . FMeshDescriptionfERLIZEAEH{EE, ETEMERATEE
FSBERHE. XML&, HUStaticMesh::Build)/E5, KT SV AEIE/RIEESED
T THIREFENE, XMENT AR TR EFTUStaticMeshJI{AI{RRIR A,

& BE, T4.25%0 7007 — 1 FAE UstaticMesh::BuildFromMeshDescriptions(), LtEREE
%—2HFMeshDescriptionfFEABINFFAEVIIRERBRIMISETE, XairidlilEziThtE
fkUStaticMesh, 1Z{TRISmiEEsEI FRIEMIEEEAE—EBE 7 EETHHTIEETE

(FIaNZEpKEEEIARRAREUE) BuRBRMHNSZTMERLE (FIINEACEREILEUY, IE1TIGE
LRI ERRNEE], FRLAXELEEITIRIELEN) .




PMCIAZESMC?

& AHBuildFromMeshDescriptions()Et{EProceduralMeshComponent&E#rSectionsE B e, 1N
—T, {RAEfLAfES ) StaticMeshComponent & B4 RIUStaticMesh (3%18Instanced
Renderingmm>kHVFLE) |, MINR(FEEERSZ " HRE"IIPMC, NFEZERMeshEHZIEN
PMCH, LEHh, {RIABILAER SMC 3X158/MYEZIIEE. a0, PMCHERRY
FProcMeshVertex{{3z3F41NUViEiE, {BUStaticMeshixZx1F7/1NUViEE, UStaticMeshiAsz
¥FLOD#Sockets, (@& SMCEEN 5 |ZEHZE|EHIISTIF.

¢ 5—MRANXBIETHESERESRERYSIN. PMCERMERY "ahi&4edl (Dynamic Draw) “
o], XEREENCEEFEMFHE FMeshBatches, XEA FERTEIFERE "FKITR
RUZS |BPXEHAIM EATgEREN, MU EROEFEARA" | XS MEENRA.,
SMC#F "E4atl (Static Draw) " , ZEERSFERSEEREIRISHE, EEAILL
TR AR . NRIFRJURCKE, (R A alEEMarcus WassmerfEGDC2019
ERUE4ASRIRYERELMAIRAD =
https://www.bilibili.com/video/BV1Tb411L7tt?from=search&seid=11120763181825751244,



PMCIAZESMC?

& XEHAZRNENXE, BEMSITITERNMNIENS, XRREREENEIIZOXE], SMC
BAREEEFNERMEE, EEEENRERA. B, MNREREIMNEEMIIMNE,
HIEE "SoRt” BISYRIEE Mg, NFERASMCHEMISEEGMNE. B2, NRIRFER
W (2F) EXg, BBANRRERASMCEAEASMMESRIIEFRE, FHRLMRES
B, F—NERuNhs, FREATERANEMSITE “tessellation level 32" RS
DRAYERIR, ZPRBIERK2046 N =FAAZF110250N AR, FEAPMC, X7E PIEFRLA90-100fpsHIE
Eiz17. {FFISMCRY, FPSTIZEI30, MNRFEMDEEEIL28 (32k=AH2) . BIBnlLIERE
FAPMCHIIAZIZ15fps, MIfEFASMCHY, MEREARRI1EZAY3Mps.



E=/M%IN: USimpleDynamicMeshComponent

® FERERNMEMPMEEEEBEIRME, IEFRBX EFER! PMCENEMARS, X
EDBINREEL, UVEEEMMITREN. FTLANRFE— A L RiEE RIS
K, BRESFRIFEERE, 81BN E31MNEZL, UV, 81EEECSHUY
Chart/Island, XFER MRATIEVIIALPMCZ BREII SRS 6 M A AT, XA
JFEERPMCEEIAFH L2 EYIRERenderProxylif RATREMEE X, MIGPUARSHHEAIEEIRS
R PHEES=AFFE2RED, X21PMCRIAPIZEADEZ. FILURNRE SRR/

¢ XtEHEREPMCAESERATHIEERIMNSRE,. flal, (FEBR—FEEYIEI—NiL
HiRFHEFEYIEIE. APMCEMEKREREERTIZEIPMCHISections, {RFERISIESLIR EA
E—MLANME N EEN=FFANT . BEIEEIEMEEIRNAR— X TREFRERFER
EEREANSR, MERGE—EFEETRERTBEENIX N RRISDEER., XXIREHYRIFEE
FEEAF. S, MRR A XPUHRIRNRA, (RRSEIE—EE. BIRRLISIE

BE.... 185k XSEmEY.



E=/M%IN: USimpleDynamicMeshComponent

¢ Ft, 97 EUE4. 25F Sl HRIMITSEEmiEestRIL, FAI5IANT B—Frkf&AH A,
USimpleDynamicMeshComponent, IXMEEFRUITFPMC, EAEEREIESLS] (Dynamic
Draw) &2, FHIRIT LHE S TRELEEREANER. A, SPMCARENZE, BFE T
—EEFIIMNBEERT, SFERGHERRD, AERSPGCE T REMNEEREES JEST
GPUTL{RRYBI., XPMEEFHNMIBERTETANR? BRZ—1FDynamicMesh3,

¢ Aft4amE A "B (Simple) " ? RAKER—MRIA—
UOctreeDynamicMeshComponent——E#%iZ 1T ARSI EFT AMEIIFXig, XEBHTA
HIERTEE



E=/M%IN: USimpleDynamicMeshComponent

® USimpleDynamicMeshComponent (fEE3SDMC) BiFZPMCITAERZAFE, XLtk
BEATREAMBRE. fla0, eF MR =AENFERTHEEE, SEREEL],
MAREEHIENIE. EEESRM "REEH" ARIBEREPXAITIEE. FIMIRR IR
N ESRERBENE FL. BESHFERE "oiR" ESNEREPXIARESERT, FHEAILA
ERIEEFIT BT EZ. BERFAFIEEAHEF RN AFERIXLIIEE,

¢ EEER/5HE, SDMCELEPMCARERRTERE DX, HiL, WRGPURFERINEIS) 4R
1B " RRER, EHEEARRIRNEE, NY, EREMBERERIER T, XMREER
SRS EERTS MISEI S EIR0REEL, BEEMAEER. SDMCHRIASTHHE
ERE. &5, BFERFII—ARMIZ R EERRIMSS AR VR FRIER ™ME
FASDMC,
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E1TAT T L{AIZR#gF0ADynamicMeshBaseActor

& 1, MERTE3INMEIT—SMC., PMCHISDMC, EfiIEBLAARRRS D E Mg
(FMeshDescription, FProcMeshSectionfJFDynamicMesh3) ., F{iIMZiEHEB—1N? /%

TEER, FERE!

& ZEMNZzOelRRE, RIS B R A 2INRIRETEEF AR IS, EE MU0
2, AR ZIERER— NG, E—RRE, e GRS, &2
BELEEH, SEZ{E " A~XB2MiESections,

¢ NREMBEMEFEENEA], BPATGERNENR A ERX LB HPRIMISR AR
FRIEFEURERINIANER R, WTHFEE, BB R UCRAIRISETE. BRT MISTIF
=AEZS, (ReReABEIRRE TR (AIEFNEATE, BRFREIUESER) . AT
LA, BIAJHRROZ A BRIBEE(F R ERMIBEIRRIAE L.



E1TAT T L{AIZR#gF0ADynamicMeshBaseActor

& EAHIEFR, “my mesh data”ig7FfiEIFDynamicMesh3, ERER, WMRIKLEECHIME,
XE—MEIFRER, (EREAEFDynamicMesh3BaIKSEANFIIL, (REEESTIE.
TN R B IX L EIEREME. FIEERIE— 1 C++ ActorzEH,
ADynamicMeshBaseActor, ISRFIEFEAE—NEIERINAER, bt — RS TR,
E o seICMSHIEE RS, AREEHRIENITE ElEiEBLEADyYnamicMeshBaseActor, {BI
£, HIEERETACtorEER{E:

UCLASS(Abstract)

class RUNTIMEGEOMETRYUTILS_API ADynamicMeshBaseActor : public AActor

{

protected:

[** The SourceMesh used to initialize the mesh Components in the various subclasses */

FDynamicMesh3 SourceMesh;




E1TAT T L{AIZR#gF0ADynamicMeshBaseActor

¢ XPMActorFHRB BRMIERIEET], EFE—MEE. BEEIE=ActorFRD BRI N =FHM4

UCLASS()
class RUNTIMEGEOMETRYUTILS_API ADynamicSMCActor : public ADynamicMeshBaseActor

{
UPROPERTY (VisibleAnywhere)

UStaticMeshComponent* MeshComponent = nullptr;

UCLASS()
class RUNTIMEGEOMETRYUTILS_API ADynamicPMCActor : public ADynamicMeshBaseActor

{

UPROPERTY (VisibleAnywhere)

UProceduralMeshComponent* MeshComponent = nullptr;




E1TAT T L{RIZRFaF0ADynamicMeshBaseActor

UCLASS()
class RUNTIMEGEOMETRYUTILS _API ADynamicSDMCActor : public ADynamicMeshBaseActor

{

UPROPERTY(VisibleAnywhere)

USimpleDynamicMeshComponent* MeshComponent = nullptr;

¢ II7E, 7£ADynamicMeshBaseActor £, FAFIIALLTEREL, 1ZRENKBLI ((BAEERIBA
aigE, BP=0, EIUEfEUODbjectsEBBASTIIXAM) :

protected:

/**

*Called when the SourceMesh has been modified. Subclasses override this function to
* update their respective Component with the new SourceMesh.
*/

virtual void OnMeshEditedinternal();




E1TAT T L{AIZR#gF0ADynamicMeshBaseActor

¢ =g, HAIESNTFRPIMXNERE. MNAELH, S1PREWTIHEIHEMN
FDynamicMesh3& IR H EEHEAIMIRHEE, T304 MeshComponentRuntimeUtils.hdh, F
N T R es BR AR EIX—R2, UpdateStaticMeshFromDynamicMesh()F[
UpdatePMCFromDynamicMesh_SplitTriangles(), BU&{EfFDynamicMeshToMeshDescription
X (JUIGEEER—ERD) TR, XFPMC, REHRIRERIFRSEBN=/AF. MGPUR
FHREREE, XAEERSIN, EECPUIRERRN (ERXEXMIERESR, FIURETF
KiECPUw, EAXERZEMRIA) .

¢ 3JFSDMC, BREFE— EEEIEE. 1518, SDMCFEERERIEEANZPY
FDynamicMesh3, FARILARITFESSEIBISDMCRIERRFS, XeJ AR LR EE 2 S HIaIFHF
H. B2, EAERAEHMAREIREEAFIANEENS, B LERIXE—TER. &
HUEMEEURRUIER T, BaletaRE N, {BFDynamicMesh3iE4I2IEE R, FRLAS TIRE
T i#, HRBEXEXEH. &5, FfiJEADynamicMeshBaseActor LE—NZEAPIE
K SEPNME BSURIE RIS :



E1TAT T L{AIZR#gF0ADynamicMeshBaseActor

/**

* Call EditMesh() to safely modify the SourceMesh owned by this Actor.

* Your EditFunc will be called with the Current SourceMesh as argument,

* and you are expected to pass back the new/modified version.

* (If you are generating an entirely new mesh, MoveTemp can be used to do this without a copy)

*/

virtual void EditMesh(TFunctionRef<void(FDynamicMesh3&)> EditFunc);

& EA L, FARKREFFHEN—NC++ LambdaRiA R A T/RSCFRIMIRIRIEIRIE, IXFPER,
{EEA IR BT HING A MASAYAE), RIS EHEEFHRINTTUNEMES "ER" B,
F— 1 BREL::GetMeshCopy () BT RMActorFESIRIAMITZRYRIA, Flan, EZEBSH MR
BN FEEIZREL.
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E1TAT T L{AIZR#gF0ADynamicMeshBaseActor

¢ EX FHIEXE. NRBATE LiA3ADynamicMeshBaseActor F3RPHMEA—SLHI, Fefi]
AJLAEC+HHEFTE, HFUTLAUTERENT:

SomeMeshActor->EditMesh([&](FDynamicMesh3& MeshOut)

{

FDynamicMesh3 NewMesh = (...);

MeshOut = MoveTemp(NewMesh);

¢ EEPMC, SMCE,SDMCIEBERIEHT.



N—y—

E1TAT T L{AIZR#gF0ADynamicMeshBaseActor

¢ XE(RAEE— 1 SENTIRITHIREER, AT AX—YJ#EEActor E5em, TIARERM L5
px? S8, BRrRLMERY Eem. XESLEUATRITEEALEME, UER—MERERE,
—PMActord] LIETFZHEM, RRINFFEEZERITENEBSMIE"FEE, (R E
21 (AREERAR) NEH, HEF—LANRRARYRENME, MRIFNEELEE
EERY, ActormBAR?  (XEFRER(ERITHRE RERER P HEAREF LA A
@) WTAHE, RERETMBRA—T WR" |, BIlETActorsH THRAREENAY.
ItE5h, ActorBizE], XFEEZM FTEXEEHBES.



PIASEERY,

¢ ~=RIEMRAERAIECHEMIRAE, BaRIRYADynamicmeshBaseActor{EdmiEzs N =HYE(A
£i5. Altt, FTHRINT —LERIMIEEMRITEE. TREUProperty SourceTypelfixE Mg E(FE A
HRHIETT (HEEEKR) EREFOBIESNEANNIMIERHEITHENE. "PTEHNE" BitavE
KEBDW TR (BELURK) . BRI TiEFaEEpizsk. AEMABHD EHRLH FREA
RAERFISANREAEIAIIEE. Lo, AEEICREMIiEAABBTreefIFastWindingTree,
BBETEITIE.



PIASEERY,

4 Mesh Options 4 Mesh Options

Source Type SIS Source Type Imported Mesh = [Bis]

Normals Mode Face Normals w [l

II

Normals Mode Split Normals

4 Material Options ) )
4 Material Options

M_RedMaterial -
Material
M_Translucent
‘J _ |
b €0 Material
€ 0O -
4 Primitive Options
Regenerate on Tick v el 4 Import Options
Primitive Type -l Import Path SampleOBJFiles\Bunny.obj s}
Tessellation Level _ 4 Reverse Orientation
Minimum Radius m ) Center Pivot
Variable Radius 50.0 N 0
Pue Speed O
; : 4 Spatial Query Options
4 Spatial Query Options P yoP
. . I i |
Enable Spatial Queries N Enable Spatial Queries v
Enable Inside Queries N Enable Inside Queries wy 2
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PIASEERY,

¢ "SAKB B EN—NER-SABREAILIZTERC VHIIZ, WelLIEE%TIE
NEXHFRAEER. HKELEIBEHEETBunny. objiig, WSS STEITENERTF,
7AFBERFSampleOBJIFiles)43RMNE] "TRHE-F1E" FRIKEFHY "BESHREMIFZBR"
EE S

¢ BXELE, HIIMECHERENSEMFISNAMISEIEED. WRITHRESS, ReJLAE
"EActor @tk (BIEREZRREER) FE] "Dynamic SMCActor’LAK PMCFISDMC
actor, BIEE—MEANZS, AREN "FHEEWE" FRSE, WNISEEN, WN.EEME0
B,



5E|API

4 ADynamicMeshBaseActorfEE—&fo 22— HRATHITHNIEENEF]. TEEE. f/ReE
BRI EE. XLEERINCHEE AR, ST FEEIFMaUER ). B, LJ:WUEE
HpZz—i8, RERATEBRECZEMHAEN:

void ADynamicMeshBaseActor::CopyFromMesh(ADynamicMeshBaseActor* OtherMesh, bool
bRecomputeNormals)

{

/l the part where we generate a new mesh
FDynamicMesh3 TmpMesh;

OtherMesh->GetMeshCopy(TmpMesh);

/[ apply our normals setting
It (bRecomputeNormals)

{
}

RecomputeNormals(TmpMesh);

/[ update the mesh
EditMesh([&](FDynamicMesh3& MeshToUpdate)

{
D;

MeshToUpdate = MoveTemp(TmpMesh);




—t—
5 AP

& XE—MREERE, BXEE, FEARLEoJUBETIFIFNLLEREL, Eaie, HE “the
part where we generate a new mesh"fEN{HE]JLAIMERAD, (RIGENEEEPIHENZEIE.
TS RERE AP IEEIAPIREIERIXE R, — BRI 2R NRemesh()RZ, @I
MCommand-Line Geometry Processing Tutorial i8I Mg BRI CIEE N NET Sk,



=

¢ ZAfERuntimeGeometryDemoIlEE—MtEE, AA_RuntimeGeometryTestG41™ “7~fAl" . &
NXEFRIERGHINZIADynamicMeshBaseActoriyBP APIEIZTHIRT S LA T— LA RIRIERLE,
MNEEIE, BINE— M /REE, MigEW B  ZEEE, LIRS REEER, £
ARERRETLABIEETE "TEE" R RERIRREEY) !

& REGETERRIRATWSIRE R 7 LiRTagEz. Bl MSE FEIFEANEEL].

S ol e

Mesh Algorithmg1

D Spatial-Queries!

il 34 Bo
&®
~ I

-

-~
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¢ EE—MERXEF, BRI IISMISActor (AFIFASMC, BHAVITESMC) , IEBKIR
I[EfEfEtransformationfyzhiE], JREREE LIRE "KE&E. KEE" 1 "KX&E" BI=1
Rz —R, REBEEBNBT XIS, FEEKMASHMER. fasizHRYActor
BP_ApplyBooleanButton, {UHBAI R, AL, ZREREIFERISEE, BREEEMR,
INEEAIERIBinfiB—"1Actor, FiEFADynamicMeshBaseActor::BooleanwithMesh (B#r,
51 . REEZMActorESRHER. BRG]

+ 00000+ + + + ¢



VAT =1|

¢ BNERINSE OSBRI — 1 EERF, S TEMR. FHEBS—IKE LiAButton_XYZ Actoriz
B "FHEEURE" B, ®XE, LSS ButtoniEESLAIEESMESE. EXLE, /5

"Bir" 1 "BEitt" S25ERENIRIK RIS MISZ

258, ARiEEFE— 1 hRzHEERE.

sk, (RRRILAIR EiRH & N F1 e R, SM ButtonBOX%%ulﬂT%EEEE%E&EHH
TEPawnEEMNEH, HIL EEAJActorBeginOverlap(NEInzkBE SiZHESH A, A

Afm/RzE

i= World Outliner

rs

Label Type
& 4'J4 AA_RuntimeGeometryTest (Editor)  World
& '® BooleanTest_OtherObject DynamicSMCActor
& ‘® BooleanTest_TargetObject DynamicSMCActor
& Yy Button_Difference Edit BP_ApplyBooleanButton
& Yy Button_Subtract Edit BP_ApplyBooleanButton
& Y Button_Union Edit BP_ApplyBooleanButton
& A2 TextBooleans TextRenderActor
o Aa Textintersection TextRenderActor
& Aa TextSubtract TextRenderActor
S A2 TextUnion TextRenderActor
©» 4@ BooleanProjectileTest Folder
& *® PointLight PointLight
& *® PointLight2 PointLight

4 Default

Not Pressed Matenial

Pressed Matenal

Boolean Target Actor
Boolean Other Actor

Boolean Operation

M_GreenMaterial -
* D

S ——

‘ M_RedMaterial B
D

_
BooleanTest_TargetObject v D /9
BooleanTest_OtherObject v D /5

suburacton __~ Jig



PSR!

¢ —/NHIBPIRR, LEFAIY "IGUEBSREY" , RBEBooleanOtherActor’ls Valid"BS, ZFge@Eid
AEBRRIEESHEGRENT mFRkiFE T ICEREREPRY " B RuEBRE RiEEIE. KR
EREZ 7 LM HESEMIsValido S A 15X —R,

¢ EN—E R, (RAILIRENEESLIT "Bt &, UBXEEERTFMIEREH50%, iR
P LU TE T IREMISES R SHIINE. X ARR L2 TIFIRNL
BP_ApplyBooleanButton, {EftB{{J~=EIESE = Actor, FEIFBK T
BP_ApplySimplifyButtonEBf8xZ0%",



ZEE!

® E=TXIBAREIENER), SAMNRRENIPE, FELEREIERIIRTE, (Rl BRI
TR, BRAIXSR MDY EHERRT. BEAERENTE, BIXRRIERIIFERSMNEE
5, BP_MagnaSphereflBP_RotatoSphere, ft{iJlNIEEIREEEN, RELE RS

BP_RotatoSphere N, XL, X— 1 REBMNE—TERE ( AR OXAFITR) , 25
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