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What you need to have before starting:

. a copy of Unreal; patched to version 224v

. a copy of the Unreal public source 224v, contains C++ headers and library files
. a copy of Microsoft Visual C++ 6.0; service packs recommended

. a simple text editor (notepad.exe works just fine)

1. Make a new project folder below the Unreal folder. For this tutorial, we will use 'Unreal\Hazard'

Unr eal \

+- Hazard
+- Cache
+- System

+-

2. In this folder, create four new folders: ‘Classes’, 'Inc’, 'Src' and ‘Lib*

Unr eal \ Hazar d\
+- Cl asses

+- Inc

+- Src

+ Lib

3. Change to the Unreal\Hazard\Classes directory. The next step will take place there.

4. Create a file named 'hzTest.uc'. Use your editor to edit it.

I
/'l hzTest
I
class hzTest extends Actor
native;

var int iTest; // test variable
// native function - inplemented in DLL
native(1700) final function int IncTest();

auto state Default
{
event PreBegi nPl ay()
{
Super . PreBegi nPl ay();
Log ("hzTest was called.");

function Tinmer()
{
IncTest();
Log ("Value = " $ iTest);

Begi n:
Set Ti mer (5.0, True);
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defaul t properties

{
Dr awType=DT_Mesh
Mesh=LodMesh' Unreal | . Kral | M
5. Change to the Unreal\System directory. The next three steps will take place there.

6. Locate the Unreal.ini file. In the [ Edi t or. Edi t or Engi ne] section add 'Hazard' to the [ Edi t Packages] list. Eg. EditPackages=Hazard

This tells the Unreal Editor to load the package on startup. It also tells the ucc compiler to scan the directory when it does its
compilation.

7. In the Unreal\System directory, delete the Hazard.u file if it exists.

Of course, if this is your first time through the tutorial, this file will not exist. However, if it does exist, it must be deleted.

8. Type ucc make to run the Unreal compiler.

9. Watch the progress of the compiler. You should eventually see a prompt like this:

The file '..\Hazard\Ilnc\HazardCl asses. h' needs to be updated. Do you want to overwite the existing version? (Y/'N)
Answer yes by pressing Y.

10. Open the Microsoft Visual C++ compiler. Define a new workspace named 'Hazard'. On my computer Unreal is installed to
'E:\Games\Unreal', adjust the directory name to match the directory where Unreal is installed on your computer.

Go to File->New->Workspaces

Workspace name: Hazard

Location: E:\Games\unreal\Hazard

11. Create a new project named 'Hazard DLL'.
Go to File->New->Projects

Win32 Dynamic-Link Library

Project Name: Hazard DLL

Location: E:\Games\unreal\Hazard\Src

Add to current workspace

An empty DLL project

12. Create a new header file named 'HazardPrivate.h'.
File->New->Files

C/C++ Header File

Add to project: Hazard DLL

File name: HazardPrivate’.h

Location: E:\Games\unreal\Hazard\Src

13. Edit HazardPrivate®’.h

11
/1 Project: Native Function Tutorial

/1

/] Description:

/1 This is the header file for the native function tutorial DLL.
11

#i ncl ude "Engi ne. h"
#i ncl ude "Core. h"

/'l The HazardCl asses header file is automatically generated by the ucc
/'l conpiler.




#i ncl ude "HazardCl asses. h"

14. Add the automatically generated header file, 'HazardClasses.h' to the project.
Right click on the 'Hazard DLL files' in FileView’ of the Workspace window
Add Files to Project...

Choose 'Inc'. Then select the file named 'HazardClasses.h'

15. Create a new file named 'hzTest.cpp'.

File->New->Files

C++ Source File

Add to project: Hazard DLL

File name: hzTest.cpp

Location: E:\Games\unreal\Hazard\Src

16. Edit hzTest.cpp

I
/1 Project: Native Function Tutorial

I

/] Description:

/1 This file contains code for the native function tutorial DLL.
I

#i ncl ude "HazardPrivate. h"

| MPLEMENT_PACKAGE( Hazar d) ;

| MPLEMENT _CLASS( AhzTest);

| MPLEMENT_FUNCTI ON ( AhzTest, 1700, execlncTest);

/1 execlncTest - called as IncTest nethod in Unreal Scri pt
voi d

AhzTest:: execl ncTest (FFranme& Stack, RESULT_DECL)
{

/1 input parameter handling

guard (AhzTest::execlncTest);

P_FI NI SH;

GLog->Logf ( TEXT("in IncTest() ") );

i Test ++;

/1 return the result
*(DWORD*) Result = i Test;

unguar dexec;

17. Before we compile, we need to set a few compiler options. First of all, remove the Debug configuration.
Build->Configurations...

Remove the configuration named 'Win32 Debug’ and close this window.

18. Tweak the C/C++ compiler options.

Project->Settings...

C/C++ tab in the Preprocessor category:

Preprocesser Defintions: WIN32,WINDOWS, WINDOWS,UNICODE,_UNICODE,HAZARD_API=__ declspec(dllexport)

Additional include directories: ..\..\Core\lnc,..\..\Engine\Inc,..\Inc




19. Change the Link compiler options

Project->Settings...

Link tab in the General category:

Output file name: ..\..\System/Hazard.dll

Object/library modules: ..\..\Core\Lib\Core.lib ..\..\Engine\Lib\Engine.lib

20. Now is a good time to save your work, File->Save All

21. Compile. Build->Build Hazard.dll

22. Run the game with a test map. For example, type this at the DOS prompt:
unreal DmAriza.unr ?log=hztest.log

23. In the game go to the console, type: show og

24. After log window opens return to the console. Now type: sunmon hazard. hzt est

25. A model of a Kraal should appear. Watch the log window. You see something like this:

Log: in IncTest()
ScriptLog: Value =1
Log: in IncTest()
ScriptLog: Value = 2

26. Now exit the game. Excellent job on getting your first native function to run!
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