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#pragma once

#include "subsystems/volcevoxNativeCoresubsystem.h”

class UvoicevoxNativeobject;

-
* pclass FvolcevoxSubsystemCollection
* gbrief VOICEVOX CORED)-~1 7 JAPIES L L S 7 A

class FyvoicevoxsubsystemCollection final : public FSubsystemCollectionBase

{

f friend class

friend class WolcevoxMativeobject;

i

Function

o

129 2 A Msubsy stemE S

temClass

VOICEWOX CORE sSubsystem?? =4

rstem{UCLlass* Subsystem{lass) const

i

return GetsubsystemInternal (SubsystemClass);

: FoubsystemCollecticnBasel{WoicevoxNativeCoresubsystem: :staticClass{)) {}




#pragma once

#include "subsystems/volcevoxNativeCoresubsystem.h”

#include “"cCoresubsystem.generated.h™

f Class

JEE

ass UCoresubsystem

* @ghrief VOICEVOX COREMAPIE & & &hfzsubsysten

UCLASS(MinimalAPT)

class uCoresubsystem final : public UvoicevoxmativeCoresubsystem

{
GENERATED_BOD'Y ()

protected:

Function

* @brief openltakedT - L2 +ESEEHT
C - e AT o
2 eturn OpneltakelT « L-7 |- .

& |

virtual FString GetopenJtakeDirectoryName()

Function

¢ gbrief JURA RS94

& |

uUCoresubsystem{) = default;

' override

ik

* @brief Initialize

& f

virtual void Initialize(FsubsystemCollectionBase& Cellection) owverride;

e

* gbrief Deinitialize

&

virtwal void Deinitialize({) override;

/ VOICEVOX CORE Propertyl

f %k

&

i

*  VOICEVDX CORESRENE

TR

¢ @brief VOICEVOX CORECDS ]

* @return VOICE

&

virtual FString GetVolcevoxCoreName()} cverride;
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THE&DS SetActorLocationi®

FORCEINLINE ETeleportType TeleportFlagToEnum(bool bTeleport) { return bTeleport ? ETeleportT

R D{BEN ETeleportType & WD FIERH =N T I 1.

K2_SetActorLocation@EET(E =5
r}}af.ﬁ:_ s

C++ LB UEADZES T E FRICBT DY —ADEEEA-RECRD
=7, Actor.cpp

C++#lbEDZ, BELWN BB EEDSD DD SERELTL DEPMNET.

bool AActor::SetActorlLocation(const FVector& NewlLocation, bool bSweep, FHitResult* OutSweepH:

S[aldSetActorLocation®FHFT L THET . ;

415 TP a—RCiToTWET. .
[F4.157L-E2 CIT>TVET if (RootComponent)
FHRIVEANZD DA RERARO T, BEEREICUTIRZEL, [
) const FVector Delta = NewlLocation - GetActorLocation();
#SetActorLocationZ BT L TS return RootComponent->MoveComponent{Delta, GetActorQuat(), bSweep, OutSweepHitResult.

. . _ ¥
BP_ETmSetActorLocation® R THEL L 5= else if (OutSweepHitResult)

{
*QutSweepHitResult = FHitResult();
h

" setactorLocation

& 1 A | BeginPlay
return false;
P ——————P (]
G—=4vy - [gelf Sweep Hit Result

Mew Location Return Value
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Sweep D
Teleport (m)] T:j' o
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#pragma once .
public:

#include “CoreMinimal.h"
DECLARE_DYNAMIC_MULTICAST_DELEGATE{FAudioQuerysaveDelegate);

DECLARE_DYNAMIC_MULTICAST DELEGATE({FAudioQueryLoadDelegate);
DECLARE_DYNAMIC_MULTICAST DELEGATE({FSoundwWavesaveDelegate);
DECLARE_DYNAMIC_MULTICAST DELEGATE({FWavsaveDelegate);

#include “"Blueprint/userwidget.h”
g#include "Components/Button.h”

#include "VoiceveoxEditorCommonHeaderBar.generated.h”

/ class A0 audioQueryf B EEiT A AT ANV Fr—
e UPROPERTY(Blueprintassignable, Category="VOILEVOX Editor")

FaudioQuerysaveDelegate OnsudioQuerysSave;

# UvolcevoxEditorCommonHeadergar A/ AudioQuerys W TA AR T AV F—
* ghrief VOICEVO IFAF—MAwd—I—032 UPROPERTY(Blueprintassignable, Category="WOICEVOX Editor")

¥

FaudioQueryLocadDelegate OnaudioQueryLoad;

255()

c]assIVDICEUDxHEECREEDITDR_AF:|_VCicevoxEcit:rEcrnonHeacerEar ¢ public UuserWidget 22 soundWavelBTEETA N T 4 AN Fr—

{ UPROPERTY(EBlueprintAassignable, Category="VOICEVOX Editor")
| GENERATED_BODY () | FzoundlavesaveDelegate OnsSoundWavesave;

* ghrief AudioQuery P REERI I U9S (4R FNIET—) /11 WavFilefRELiTA A R F 1 AT Fr—

%

UPROPERTY(Blueprintassignable, Category="VOILEVOX Editor")

M il Y .
UFLNCTION( ) | FWavsaveDelegate OnWavFilesave;

vold OnAudioQuerySaveButtonClick();

protected.
EE

* @brief AudioQueryFLzw w4 . RS- . =t

- o AudioQueryfriziney 2

' UPROPERTY(BlueprintReadwrite, meta=(BindwWidget))
UFUMCTTION( ) i

. ) i UButton* AudicQuerysSaveBution;
vold OnAudioQueryLoadButtonClick();
rex AudioQueryimAied 2

= U ERTY( i iri eta=(BindWidg
= gbrief soundwaveFtw FEEHRIUIUWS (AR FNIES—) PROPERTY(BlueprintReadurite, meta=(Eindwidget))
. UButton* AudicQueryLoadeution;
UFUMCTTION( ) -
void OnSoundWaveSaveButtonClick(); =~oundaveprFihy
UPROPERTY(BlueprintReadwrite, meta=(BindwWidget))

fEE UButton* SoundwavesaveButton;
* @brief wavFilefRiEmid 43 AR BN ES—
% A1 WavFilef@FEha 2
UFUMCTION( ) UPROPERTY (BlueprintReadwrite, meta=(BindwWidget))

void onWaverilesaveButtonclick(); UButton* wavsaveButton;
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R
public VoicevoxCoreNemo(ReadOnlyTargetRules Target) : base(Target)

{

Type = ModuleType.External;
CppStandard = CppStandardVersion.Latest;

if (Target.Platform == UnrealTargetPlatform.Winé4)
{

const string platformName = "x64";
const string binPlatformName = "Win&4";

const string thirdPartyName = "VoicevoxCoreNemo";

// Add the import library

PublicAdditionallLibraries.Add(Path.Combine(ModuleDirectory, platformName, "voicevox_core.lib"));

// Delay-load the DLL, so we can load it from the right place first
PublicDelayloadDLLs.Add("voicevox_core.dll");

// Ensure that the DLL is staged along with the executable
RuntimeDependencies.Add($"$(PluginDir)/Binaries/ThirdParty/{thirdPartyName}/{binPlatformName}/voicevox_core.dll", Path.Combine(ModuleDirectory, platformName, "voicevox_core.dll"));

// model JAIAEIE—TF B

AddRuntimeDependenciesDirectory("model", platformName, binPlatformName, true);

else if (Target.Platform == UnrealTargetPlatform.Mac)
{

const string platformName = "osx";

const string binPlatformName = "Mac";

const string thirdPartyName = "VoicevoxCoreNemo";
PublicSystemIncludePaths.Add(Path.GetFullPath(Path.Combine(ModuleDirectory, platformName)));

RuntimeDependencies.Add($"$(PluginDir)/Binaries/ThirdParty/{thirdPartyName}/{binPlatformName}/libvoicevox_core_nemo.dylib", Path.Combine(ModuleDirectory, platformName, "libvoicevox_core.dylib"));

// model 7 AIFEIE—TS

AddRuntimeDependenciesDirectory("model", platformName, binPlatformName, true);

PublicDefinitions.Add($"OPEN_JTALK_DIC_NAME=\"{OpenJtalkDicName}\"");
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