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1 GSXRInB &
1. i Epic Games Launcher F# %% 4.24 o5 H A ELI51 % 4, 58

WEEESS, & T JB3h (Launch) 44047 H 5 H Wb

@ Epic Games

TRV 3lgms 0

4.24.3
[ B |-

2. FETIHWYE T, A& H R AT IE G2, X H L Game i,

e Game K%Y, ARG 5T 7 Next.

o
Select or Create New Project

e o PG

Architecture, Engineering, and Construction
Select a starting point for C

\‘ Autom Des
Find tem

N

Cancel

3. Unreal Engine JyJfkaiett 7 28 TREWUH B, 7EXHLL Blank 3

H ok TiEx, BPE Blank, 25 FJ7 Next.



U
Select Template

= #

ol

Flying Handheld
AR

Blank

A clean empty project with no code.

Cancel

4. BT VR BREGESRE S, @WCL T AIBEIT G UE4 VR BiiH, #itR
T H AIFAGAE BLIE T A8 4T
® ULFF WK
® JiM Bal/ TR ik

® JiM w4k 3D/2D

® JRHIEHIFENE

o ZEAuLkig R

® EIIHMIERAE, JHNTH WA,

FESRGIH, 0 H KAy % GSXRProject, i Jo 4% N A7 1 1) Agem B 424
AIEEITH .



A
Project Settings

% o
e whether to create a Blueprint or C++ pre can change
Settings.

Blueprint Mobile / Tablet

al dd
Content Browse
Scalable 3D or 2D No Starter Content

e if real-time raytraci
1

Raytracing Disabled

a lacation for your pro

E:\UnrealProject - | GSXRProject

Folder Nam

Create Project Cancel




2 GSXRIRIZE
1. 4318 4 SR INEUR , TR R LRURL sy Side IR, IR

T ST
Uhiilze)

Window  Help

" Undo History

M Editor Preferences...
& Project Settings...
2. HIFE 4dfF (Plugins) SRELE) LIS (Virtual Reality) #7r, K

HA i AT 1 o

B

oculus
e

oculus
.




3. EFFETREN S0 (File) &I, X5 midd “ORAFSHT” IR “K
RRGFEN o

1.‘ Save Level As

ders

0 items © View Options~

Path- /Game

[ame: (EEED [Ls2e |

4. fF “FFR{RF (Save Level As) ” WH FH) 4 (Name) #54rH¥%

RN EntryLevel, 4% T fR7 (Save) F%4H.

'l«[« Save Level As

Search Folders

0 items © View Options~

Path- /Game

NETS EntryLevell |m‘

5. IR[A] FTHAE M g (Edit) ST, R)5iksE WiHBE (Project

Settings)

“Ontiied

Window  Help

Source Control

) Undo History ]
.~ Perspective || g |

Rece S
Basi
Light
Ciner
Visuz Configuration
A1 Editor Preferences...

Geon [ 3 A
& Project Settings...

Volur & Plugins

ﬂ Player Start

All Classes




6. 1t i H & (Project Settings) ¢ Hi KA (Maps & Modes)
S BN (Default Maps) ', % 4iiE %% E s (Editor
Startup Map) Al JiF %k Bl Hu B ( Game Default Map) ik

4 EntrylLevel i, LAELETH 247 #EAT N4

Al  rre— =[Ese
s i

Search Details o &~

<Project - Maps & Modes
[ import._|

T The d in DefaultEngine.ini, which is c
4 Default Mod:
Gam

4 Default Maps

Editor Startup Map

4 Local Multiplayer

g Gamepad to Player 1

4 Game Instance

7. ¥ #% (Rendering) T[] #3) HDR (Mobile HDR) ZXF. X% 1F

BRI SRS e i B

AL ==
"3 FrojectSetings

<Engine - Rendering

& g in DefaultEngine.ini, which is currently writable

4 Mobile

4 Culling

Culling




8. £ ®aF& (Mobile) KHHH A (nput) #4; , M BRAfilids 5
[fi (Default Touch Interface) H#F% DefaultVirtualloysticks——x%
i DefaultVirtualloysticks 5 1) A /N =T, K5 M FHEH ik

¥ 5% (Clear) Epl,

e

T Y < < -

4 Viewport Properties

Hierarchical L 0D y Launch

Input Default ! Capture Permanently Including Initial Mouse Down -~

Default Vie H : Lock on Capture -

4 Mobile

4 Virtual Keyboard (Mobile)

Clears the asse

APKPackaging #, fiii Config Now %4, #RJ5 fidi FH B

Accept SDK License %4, AFfif* AndroidSDK [IECE 7] LAk AR IEH $T

u e idjas il

d Manager

Platforms - Android

4 APKPackaging

& Project is not configured for the Android platform

Note to user: earlier: we
our xmi fi o put all of

Name ('com. Company.Project’, [PRO

- Import

Platforms 2 n apk?
[> Andreid Disable verif ; e
Android uality Orientation
Android SDK Ant Ver
HTMLS
HIMLS 5D| : - TS
© Build
b Advanced APKPackaging
== © Distribution Sianing

4 Google Play Services

& Project is not configured for the Google Play services platform Configure Now

Plugins




MamMap:

A%_ Platform files are writeable

Editor users from 4.6 or earlier.
- Note thal
D

itKat and

d [Experimental]

10. <M1 51 %, K GSXR SDK & il 51 H %42 T i Plugins XN, filk

B ZIAT R, HEFEEE—.

> |HEEfE » UnrealllE (E:) » UnrealProject » GSXRProject » Plugins »

2 ) A ER s
GSXR 2021/8/13 1 =
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com.YourCompany. [PROJECT]

oject name if

Open Build Folder
1

24

24

J
o
-
Internal Only
Quality

terial Qualit

Android SDK ] SDK Config H', 7% T# android SDK. NDK.

JDKH#ATELE, EZ M UE4 SCRHEAT T E .
https://docs.unrealengine.com/4.27/zh-CN/SharingAndReleasing/

Mobile/Android/Setup/AndroidStudio/
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134895 UE4 ~cRY#:/E, F#E5eke SDK. NDK. JDK )5 . %4 SDK API Level %
A ¥ Clatest) . 3% NDK APl Level # 5 android-21, H &
Android SDK #4711 H 4w k. 5T AndroidNDK, A[E] 5| ¥ x4 A [E

IR, RS SEBR 5 AL AR NLK) NDK RAS .

Android NDKES4

TEETAEELS IR T AR EIN DRREE.

sZr AR E=E S FiEffIAndroid Studioki4s FAENDKRERAS

4.26.2 Android Studio 4.0 NDK r21b
4.25 Android studio 3.5.3 NDK r21b, NDK r20b
4.21 - 4.24 NDK r14db
4.19 - 4.20 NDK r12b

5 FI0jECHSSHinGE

Search Details

4Platforms - Android SDK

4 SDKConfig
-
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3 GSXR 21T

3.1 itH®
EAER, fEMERSRE, VR, AR, MR (JG4:fiF XR) Z & rl
IR T HmEAR, T BB T RRNVINE XR TR . 25 i MR BB AR
FHEERINVINOZESR . BFE, ERNEETHREARTFWN, &) K075 k2
FTAHNTTT, BRRINES L, @2 NI EE Mg b, sl 256 %
FRES R
KA FARBEAE 3 AT R IANTR], S BOT K& AT R IF R,
B [ R A A SR W & I AR T4, [RIRE 75 B X AN & BN [H] A
TR A TSR, & R CAEE K
[FS, BT EAER I LR A, R FH AT AR A, AR 2 2 B AR 4
HEAT U TF R, BIUNTF K 2 ST MR A A SR LA E A xk Y A AT A 1)
RAZEE, (HRA RN T MR IE, BRI H . FARTZEE R R B0 2
SEA AR A& e, AP H RS K% .
IR P AT PR 25 R ILAE XR A7 48 ) 3ot 2 v £ 79 A v
1. XRFWBEREL, FREDTGEE ERATA 8 T 1 15
2. XR FH PGk 3 s AT N gs 8 VA - Tife
R IR e R, SRS AT O T &
3.2 ZIRFE
AN FEAT AL 7 R 552 Unreal SDK 5 GSXR Runtime #EszH . SDK
SR R AT N R R, AR — AR B SO . SR R %S
TN APK H1, ik aedt > 5, SDKCHILE S kB e iR T, Xk

Runtime JZ 5t I AV i) 20T K& € AT N HAF RGN E R R T A

SDK =& fmindid 7 #4517 Runtime E& AT NHEARPIRES, K518
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AT PR RGNS RE 4, M SEEL Runtime mJ UK Jir i 4 32 4 (114%
AT N FIFIE R

BASLITT R AT AR

1\
2\
3.

SDK 7/t GSXR #rufi% 8 3] UE4 5] %,
T BEATHEBEAIAT A B RS 41
SDK #RHE T 3 Be B 148 A2 ot . R e B A

+ SDKCKEC B AT A APK
v N2 R SDKCRAC B PR il 2R € B 42 H

. SDK Bt N4 R\ Runtime £l 3 AIRAS
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Joystick KBEIFHH

SDK iz R AT M 515, W FRZS%:

TR fith iz A Y 5| S g

K X gt =t GSXRJoystick(L) X Click

T X fih {5 GSXRJoystick(L) X Touch

LT Y 8 J=giis GSXRJoystick(L) Y Click

LT Y 8 i 45 GSXRJoystick(L) Y Touch

ks =]\ G774 i GSXRJoystick(L) Grip Click

he TR J=%in GSXRJoystick(L) Menu Click

12 F AR J=tan; GSXRJoystick(L) Trigger Click

I RO fidi 45t GSXRJoystick(L) Trigger Touch

Pasks BE Ay i i GSXRJoystick(L) Thumbstick Click

I F AT fid i GSXRJoystick(L) Thumbstick Touch

TR EHE GSXRJoystick(L) ThumbstickUp Click

Pasks R Ay i T GSXRJoystick(L) ThumbstickDown Click

Pasks R Ay i Yook 2 GSXRJoystick(L) ThumbstickLeft Click

TR 1 HE GSXRJoystick(L) ThumbstickRight Click

T FHNIR B GSXRJoystick(L) Grip Axis

e FHRML AR GSXRJoystick(L) Trigger Axis
TR R X fh Sy GSXRJoystick(L) ThumbstickX Axis
JEFHRAT B 0] Y Bl iy GSXRJoystick(L) Thumbsticky Axis

AHF A J=tir GSXRJoystick(R) A Click

AHF A T GSXRJoystick(R) A Touch

+F B =i GSXRJoystick(R) B Click
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AF B e GSXRJoystick(R) B Touch
R PR J=%in GSXRJoystick(R) Grip Click
4 F Home % M GSXRJoystick(R) System Click
HFIRAL B i GSXRJoystick(R) Trigger Click
TR fi 54 GSXRJoystick(R) Trigger Touch
Vel R Ay it J=%ii} GSXRJoystick(R) Thumbstick Click
HF AT fih P GSXRJoystick(R) Thumbstick Touch
R AT b GSXRJoystick(R) ThumbstickUp Click
HF AT R T GSXRJoystick(R) ThumbstickDown Click
Py S IEHE GSXRJoystick(R) ThumbstickLeft Click
A FRRAT 4 HE GSXRJoystick(R) ThumbstickRight Click
5 F e B PR GSXRJoystick(R) Grip Axis
Py K ey GSXRJoystick(R) Trigger Axis
A PR X fh Ly GSXRJoystick(R) ThumbstickX Axis
AT R Y Ly GSXRJoystick(R) ThumbstickY Axis

Touch KB FHR

&Ry Touch KA FARHZHE 5 5] EARAA AXT RIS A -
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TS 24 PR fiih R Y 5 A
e T fl AR mik GSXRTouch(L) Trackpad Click
e T fl AR il GSXRTouch(L) Trackpad Touch
A FRRAL B J=%in GSXRTouch(L) Trigger Click
1 F A i GSXRTouch(L) Grip Click
JE P wiik GSXRTouch(L) Menu Click
e - HL i GSXRTouch(L) System Click
I F- B p ki GSXRTouch(L) TrackpadUp Click
T i A B T GSXRTouch(L) TrackpadDown Click
e T fl AR I GSXRTouch(L) TrackpadLeft Click
e T il A paxi:d GSXRTouch(L) TrackpadRight Click
1 Tl O B ) X B ey GSXRTouch(L) TrackpadX Axis
L Tl R R R m) Y ey GSXRTouch(L) TrackpadY Axis
e FHRA| B B GSXRTouch(L) Trigger Axis
# T b AR =t GSXRTouch(R) Trackpad Click
AT i A B fih GSXRTouch(R) Trackpad Touch
A FARA J=%iny GSXRTouch(R) Trigger Click
A TR s GSXRTouch(R) Grip Click
po=Er ke s GSXRTouch(R) Menu Click
A5 T H Y s GSXRTouch(R) System Click
Tl AR ¥ GSXRTouch(R) TrackpadUp Click
A T A P THE GSXRTouch(R) TrackpadDown Click
A T Al P I HE GSXRTouch(R) TrackpadLeft Click
# T b R 1 GSXRTouch(R) TrackpadRight Click
Tl R SRR ) X 2 ey GSXRTouch(R) TrackpadX Axis
F Tl AR B R m) Y ey GSXRTouch(R) TrackpadY Axis
TR iy GSXRTouch(R) Trigger Axis
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GamePad KB FHK

Trigger
Shoulder

Leﬁ_Thumbstickﬁ
/ @) ®.0\

&
€ O

e ——

V)
Left P
Down

/
Right /
v Right_Thumbstick

Ry GamePad FRA TR 5 51 SR 16 VK R -

TR fith iz Y g1 5HE
A =t GSXRGamePad A Click
B & =t GSXRGamePad B Click
X 4 s GSXRGamePad X Click
Y =%} GSXRGamePad Y Click
Up % sy GSXRGamePad DpadUp Click
Down sy GSXRGamePad DpadDown Click
Left 3 sy GSXRGamePad DpadlLeft Click
Right % sy GSXRGamePad DpadRight Click
Left Thumbstick £ =t GSXRGamePad LeftThumbstick Click
Left Thumbstick £ HE GSXRGamePad LeftThumbstickUp Click
Left_ Thumbstick % s GSXRGamePad LeftThumbstickDown Click
Left Thumbstick £ paskiii GSXRGamePad LeftThumbstickLeft Click
Left Thumbstick £ A HE GSXRGamePad LeftThumbstickRight Click
Right_Thumbstick J=%i} GSXRGamePad RightThumbstick Click
Right_Thumbstick ki GSXRGamePad RightThumbstickUp Click
Right_Thumbstick & N GSXRGamePad RightThumbstickDown Click
Right_Thumbstick & e HE GSXRGamePad RightThumbstickLeft Click
Right_Thumbstick i GSXRGamePad RightThumbstickRight Click
7t Shoulder Eid GSXRGamePad LeftShoulder Click
4 Shoulder J=tr GSXRGamePad RightShoulder Click
/. Trigger J=ta iy GSXRGamePad LefTrigger Click
47 Trigger =t GSXRGamePad RightTrigger Click
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3.3 BT RYE
Unreal 518524t 7 A7 NS AL BE R E ThRE. JT A vl L 5] #4e 4t
RIAT S AL S A 9 ThREHEAT AT N S AR I €
BT GSXR XM E SR —UIT REZ WEAER, BITFREHERNZER F

I 48 & = b A\ B xR
HAREWT:

1. ¥TH Unreal 5]%
2.  HEATHKE-SI%E-fA

3. il Action Mapping 5t Axis Mappings £ N5 & AT A F

My =418 5 R7FTE Defaultinput.iniFh |, EXEIAIS A,

4 Bindings

BB R R T — L6l | B TEEATT R A= o GAEF R s 24

4 Action Mappings <+ @

¥l Fire + X
2= None A shift [l Cirl [l At [l cd [l X
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4. TEAT NEM T IE B EIRE B GSXR PRifEiL

4 Action Mappings 4 @

Pl Fire + X
| = GSXRJoystick(R) Trigger Click 8 shift [ ctrl [ At [l cmd [l X

. BSXRATouch(R) Trigger Click ad shitt [ ctrl [ At [l cmd [l X
| = GSXRGamePad RightTrigger Click b4 shift [ ctri [ At [ cmd ] %

4 pxis Mappings + @

F N RockerX_Right +
| = GSXRJoystick(R) ThumbstickX Axis -

| GSXRTouch(R) TrackpadX Axis -
= GSXRGamePad RightThumbstickX Axis -

Speech Mappings 0 Array elements

EIX B —F, Action Mappings FF#E{T45E i /R AL 424, 5l dn
Fo gt T BB AT, JELLRIE 2R . Axis  Mappings H4be A float

KA, GIATFARARBU NS, FIRAEMBAOKT X il B A E 55
Al —MT AT LLGEE 2 M EE

20



4 EEEO

4.1 FREUgFHEENRSEO
f Get Device Battery State
b >

Device Charging

GSXR HMD
Battery O

Return Value

Ef 1 RBgEBRERTS
HINZH: Device, AN GSXR HMD, GSXR Left Hand, GSXR Right Hand, ifiid Device
ANTAD,  SREUAS [F] 12 2% 1R LIRS
B Charging, W& &S HURS:
Battery, 4% H &
Return Value, 4 7 /& 518 F Il

42 FR/RAERIESR

f Enable Foveated Render
D D

Enable O Return Value

B 2 FFR/XHEN miER
W NZ$: Enable, JF)5ECHFA ATE L.
Wi 2% Return Value, 25 FH A
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4 3 ngR %L_?R'{klb\
f Get Device Connect State

> >

Device Connected

GSXR HMD v
EICET ...

BEfl 3 KBS EEERTS
HINZH: Device, AN\ GSXR HMD, GSXR Left Hand, GSXR Right Hand, ifiit Device
ANED,  SREUAS A1 4% IR BRI
HiHZ3: Connected, WRIERRE
Return Value, %52 75 F

4 4 ékﬂyli} I\ 1Y} E %ﬁ

f Get Foveated Render Parameters
D D
Foveated Level
Fov Up Percentage O»
Fov Down Percentage O»

Fov Left Percentage O»

Fov Right Percentage O»

ECIGRETE

Elf 4 REUEMRIERESH
WMASE: T
Wz TR RERAHE S
Return Value, #5275 ).
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4-5 &ER;I?}LI\\\IE%IJJ £ lLa‘

" f Get Foveated Render State
D D

Enable

Return Value

Ef5] 5 REVEMR RIERNEERTS
WMAZE: &
i 24 Enable, EEIT.
Return Value, #2712 758 FH 20 -

4.6 wEFNRERBERSH
.- Set Foveated Render Parameters

D >

Foveated Level Return Value

Fov Up Percentage \EI

Down Percentage

F
\ 0.0

Fov Left Percentage | 0.0 |

Fov Right Percentage | 0.0 |

Efl 6B FMaEREXEH
HNSE: S TEA RS
Wi 2% Return Value, 25 FH A .
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5 FEFRIREMEK

MBI RENFRLSRETHEE R PR, "7 DUEE KA
GsxrControllerMeshLoader 411, SR JEikFZ A/ A T84 T

AN S AR 24 i N IS AT B E BRI B TR EEAT B

Hand

Hand LeftHand + W

None

2Tt
Custom RightHand

6 MBTE
1. mrfE ETHE K XM (File) 3%, &% FTATHE (Package

Project) > Android > Android (ASTC) 44T 6.

24



2.

. Entr};i_evé(
File | Edit Window Help

Toad and Save

T New Level...

B Open Level ..

M Save Current

# Save CurrentAs...
M Save All Levels
% Open Asset...
&' saveAll
Choose Files to Save...

Connect To Source Control...

¥ New Project...
™ Open Project...
W New C++ Class...
I Package Project

Cook Content for Windows

Import Into Level...
Export All...

Add EntryLevel to Favorites

i%F¢ Android (ASTC) #%=0E# HBL—4 Windows XiE#HE. %% APK

| "==='
& .=
v Save Current Source COH(I'OI Content

N Ol (-] rewectve] (1t show]

‘haracter

‘awn

jht

Android (All)

8 HIMLS Android (Multi:ASTC,PVRTC,DXTATCETC2ETC1)
& i0S # Android (ATC)
A Linux & Android (DXT)
¢ tvos Android (ETC1)

Windows #& Android (ETC2)
# Android (PVRTC)

Android (ASTC)

Zip Up Project

(K brigte, ARG R IEFOCIE R JTIRIT Bt RE

@ Package project...

“— v » WEBIE » UnrealB (E) » UnrealProject » GSXRPraoject » ~ & EE"GSKRProject

A R

=2 EERE F
A BRERE
m=E Bulli 202
Config 202
=
; = Content 202
5 3= Intermediate 202
Sy Saved 202
Android_ASTC
armeabi-v7a
GSXRBase
fis=Sme |
@ OneDrive
e
o mE
H IriE: | GSXRProject
FEETE B

WHATRER)G, AR APK 222880 LRt B, wBLE

oodE Aot A B oS o MM BE AT %R B OE B
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&> GSXRBase-armv7-es2.apk 2021/8/31 12:32 APK 3Tl 128,300 KB
Install_GSXRBase-armv7-es2.bat 2021/8/31 12:32 Windows #tHE.. 2 KB
Uninstall GSXRBase-armv7-es2.bat 2021/8/31 12:32 Windows #tiHE.. 1KB

7 FEEM

7.1 iTiREIZHE
GSXR P25 12k GSXR - & 7 L4 V1[0 45 (I L 441 Y0, e Mk 25 e i
PRSI S, 2l 95 AT RN R IR S

GSXR APP

T oo |
i -

HESERHA S RREE T e

. - [ ] 1
; 4 EEERR | Lzmers | | |

GSXR W iR [B]3& %522 P4

7.2 IRTFHFIK
%7 6.0 (API Level 23) JEHIN T AURE 2 5, AN TR ERH HIERR,
W PR n T R 5 4 R
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Build

Android P

Enabile Lint depi

I target SDK version &3 7 22 VL LM%y, U453 savegame %
W, fERINEIR

> Event BeginPlay [ Check Android Permission
| m====ccE = » e [ Request Android Permissions

Return Value

Array

Add pin +

PN IEAT I 5 B D HIE AR, F BRI FE, WORA R AT A
RE PRAFIT R o
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