Multimédia a pocitaCcova animace

Cviceni - Dynamika

*  DCGI



UziteCne tridy - vstup a svet

- UGameplayStatics
- Dava globalni pfistup k ovladacimu komponentu hrace (GetPlayerController)

- Obsahuje par dalSich uzitenych metod (pauza hry, zpomaleni Casu, otevieni dalSiho levelu,
atd.)

- UWorld

- Reference na level, Ize ziskat pomoci GetWorld() napf. uvnitf AActor podtfid
- Obsahuje napf.

- SpawnActor

- GetAllActorsOfClass

Zdroje:
-  https://dev.epicgames.com/documentation/en-us/unreal-engine/APl/Runtime/Enqine/Kismet/UGa . .~ 7+
meplayStatics?application version=5.4 ""4_‘" =
- https://dev.epicgames.com/documentation/en-us/unreal-engine/API/Runtime/Engine/Engine/UWo DCGI

rid?application version=5.4



https://dev.epicgames.com/documentation/en-us/unreal-engine/API/Runtime/Engine/Kismet/UGameplayStatics?application_version=5.4
https://dev.epicgames.com/documentation/en-us/unreal-engine/API/Runtime/Engine/Kismet/UGameplayStatics?application_version=5.4
https://dev.epicgames.com/documentation/en-us/unreal-engine/API/Runtime/Engine/Engine/UWorld?application_version=5.4
https://dev.epicgames.com/documentation/en-us/unreal-engine/API/Runtime/Engine/Engine/UWorld?application_version=5.4

Unreal - fyzika

Fyzikalni engine:

- Unreal pouziva Chaos Physics
- Neni deterministicky, promeénlivy Cas. krok
- Separatni model svéta

Typy fyzickych objektu:

- Dynamické (Simulované)
- Kinematické

Zdroje:
. . . o .
- https://dev.epicgames.com/documentation/en-us/unreal-engine/physics-in-unreal-engine



https://dev.epicgames.com/documentation/en-us/unreal-engine/physics-in-unreal-engine

Dynamika

Ukol - vytvofit a rozhybat cihlu
- Vytvorit tridu dédici od AActor
- Pridat ji mesh
- Aplikovat rizné sily pfi stisku U a O
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Dynamika

Ukol - vytvofit a rozhybat cihlu

Vytvorit tridu dedici od AActor
Pridat ji mesh
Aplikovat rtzné sily pfi stisku U a O

Sipky reprezentujici aplikovanou silu
Nastavitelné parametry v editoru
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