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function ModifyControllerModel(ControllerModel, LocationName, Time) {
let obj = {

action: "ModifyControllerModel",

requestld: 10, //FF & # BT/

params: {
controllerModel: ControllerModel,
locationName: LocationName,
time:Time

}
}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);
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function MoveCamera(TargetLocation, TargetRotator, TargetArmLenght, MoveTime,Pawnld) {
let obj = {

action: "MoveCamera",

requestld: 10, //FF & # BT/

params: {
targetLocation: TargetLocation,
targetRotator: TargetRotator,
targetArmLenght: TargetArmLenght,
moveTime: MoveTime,
pawnld:Pawnld

}
}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);

}
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function GetCameraView() {
let obj = {
action: "GetCameraView",
requestld: 10, //FF & #F BT/
params: {
17
}

}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);

}
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function ScreenSetting(Percentage) {
let obj = {
action: "ScreenSetting",
requestld: 10, //FF & # BT/
params: {
percentage: Percentage
} }
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);
}
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function SetTime(NewTime, During) {
let obj = {

action: "SetTime",

requestld: 10, //JF & & B AT

params: {
newTime: NewTime,
during: During

}

}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);

}
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function SoundSetting(Volume) {
let obj = {
action: "SoundSetting",
requestld: 10, //FF & # BT/
params: {
volume: Volume
} }
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);
}
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function SetLevelState(LevelNames, Visiable, Load) {
let obj = {
action: "SetLevelState",
requestld: 10, //FF & # BT 0
params: {
levelNames: LevelNames,
visiable: Visiable,
load: Load
}

}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);

}
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function ShowMark(MarkName, State) {
let obj = {
action: "ShowMark",
userld: sessionStorage.getltem("userld"),
params: {
markName: MarkName,
state: State

}

ue4("ExecuteAPIs",obj,FunctionCallbackCommon);
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);

}

® EEIA (Static Mesh) ZHAF%EE

“F Set Component Mesh APl

uuip [ ]

Mesh EEES w

S5 4 SH b SHRTY
uuID Y5t Actor. static mesh 4. PES Static Mesh ZH4FH ID
widget 21141 1D
Mesh T U i A g 7= PR 5 7

e EMA (Static Mesh) ZHf47A5#x

I Set Component Transfrom by Id API

vuip [ ]

C» During [0.0]

Ahsolute

O Mew Transform

S84 ZHHIA SRR

uuID Yseh Actor, static mesh 4. HF Static Mesh 441 ID
widget 2014 1D

During iy} A HEHUE, A

Absolute A A b 2 L 0oF AL BRI T AL R

New Transform H AR #e 2 H(H A H AR S 5L
A 8 P A 72 451
function SetComponentTransfromByld(UUID,During,Absolute,NewTransform) {
let obj = {




action: "SetComponentTransfromByld",
requestld: 10, //JF & & BT H

params: {
UuID: UUID,
during:During,
absolute:Absolute,

newTransform:NewTransform,

}
}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);
}
® I EMA (Static Mesh) 445

T Set Component Material API

B
uuio [ ]
Mat AIEFHEE v

O Mat Index [-1]

uuID st Actor. static mesh 4144, 5 Static Mesh 4144 ID
widget 414 ID
Mat T U s e e EM R e
Mat Index feEMIE ID WE ID N-1 0, K AFTE MR ID

B R

uuin | |

Visible

PeE A (Static Mesh) ZH44A] I

4 EAE SRR
uuID Y5 Actor. static mesh Zi1. 5 Static Mesh 40441 ID
widget 2014 1D
Visable T B A L A WSASET I
i i T A 7 51
function SetComponentVisible(UUID,Visible) {
let obj = {
action: "SetComponentVisible",
requestld: 10, //JF & & E 4T/
params: {
UuID: UUID,
visible:Visible
}
}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);
}
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let obj = {

params: {
UUID: UUID,

param:Param,
matindex:MatIindex,
during:During

action: "SetComponentMaterialScalar",
requestld: 10, //JF & & BT

paramName:ParamName,

function SetComponentMaterialScalar(UUID,ParamName,Param,Matindex,During) {

}
}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);
}
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let obj = {
action: "SetComponentMaterialColor",
requestld: 10, //FF & # BT 0
params: {
UUID: UUID,
paramName:ParamName,
param:Param,
matindex:MatIndex,
during:During

function SetComponentMaterialColor(UUID,ParamName,Param,Matindex,During) {

}
}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);
}
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function SetToolState(ToolType) {
let obj = {
action: "SetToolState",
requestld: 10, //JF & & BT i
params: {
toolType: ToolType
}
}
ue4("ExecuteAPIs", obj, TAAPICallbackCommon);
}
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