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1 // Fill out your copyright notice in the Description page of
2

3 #pragma once

4

5 #include "EngineMinimal .h"

6 #include "GameFramework/Character .h'

7 #include "BoardCharacterBase.generated.h’

8

9 UCLASS()

10 class HELLO_AP| ABoardCharacterBase : public ACharacter

11 {

12 GENERATED_BODY( )

13

14 public:

15 /| Sets default values for this character's properties
16 ABoardCharacterBase( ) ;

4.1 BoardCharacterBaseOll £0{7}M EngineMinimal.h& F7}gtC}.
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1 // Fill out your copyright notice in the Description page of Project Settings
2
3
4 #include "BoardCharacterBase.h"
5
6 // Sets default values
7 [=IABoardCharacterBase: : ABoardCharacterBase()
8 {
9 // Set this character to call Tick() every frame. You can turn this off
10 PrimaryActorTick.bCankverTick = true;
11
12 GetMesh()->SetRelativelocationAndRotation(FVector(0.0f, 0.0f, -88.0f), FR
13 bUseControl lerRotationYaw = false;
14 GetCharacterMovement()—>bOr ientRotationToMovement = true;
15 GetCharacterMovement()->RotationRate = FRotator(0.0f, 720.0f, 0.0f);
16
17 1

4.2 MAXtO| S| L48S DLt
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