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1[, Unreal Engine 4 Crash Reporter
An Unreal process has crashed: UE4-CPP2
We are very sorry that this crash occurred. Our goal is to prevent crashes like this from occurring in the future. Please help us track
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. EleorUhIlTySubsysTem cpp® FSpawnAndRegisterTab() s D
72RFTE3EE223E-LTERT 3,

~ = UEditorUtilitySubsystem ~ @ SpawnAndRegisterTab(UEditorUtilityWidgetBlueprint * InBlueprint)
l +
Ob jectInstances. Remove (Asset) . .
|}
E]L{EditorUti lityWidget* UEditorUtilitySubsystem: :SpawnAndRegisterTab (UEditorUtilityWidgetBlueprint* InBlueprint)
= if (InBlueprint && !IsRunningCommandlet())

FName RegistrationName = FName (¢ (Ir :~~"—>GetPathName () + LOCTEXT ("ActiveTabSuffix”, “_ActiveTab”).ToString())):
FText DisplayName = FText: FromStrlng( B|ue 1t—>GetName () ;

FLeve|EditorModule& LevelEditorModule = FModuleManager :GetModuleChecked<FLeve |EditorModule> (TEXT (“"LevelEditor™)) ;
TSharedPtr<FTabManager> LevelEditorTabManager = LevelEditorModule. GetLevelEditorTabManager () ;

= if (ILevelEditorTabManager—>HasTabSpawner (RegistrationName))

{

IBlutilityModulex BlutilityModule = FModuIeManager GetModuIePtr(IBlutl [ityModule> ("Bluti I |ty i

Leve|EditorTabManager—>RegisterTa'qg —— ab: :CreatelOb ject (Int print, &UEditorUtilityW
. SetDisplayName (DisplayName) ', —-—
.SetGroup(BlutiIityModuIe >Ge \_O)k ) & 3 t '
InBluepr int—->SetRegistrationName (e
Bluti | |tyModuIe >AddLoadedScr iptUI] (InBlueprint) ;
TSharedRef(SDockTapP NewDockTab = LeveIEdltorTabManager >InvokeTab (RegistrationName) ; i1

A FMULVI VuLUMIT I UYL )

J

return nul Iptr;
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LevelEditor.h%include
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[#include “LevelEditor.h”

DA M

#define |.QCTEXT_NAMESPACE “MyBlueprintFunctionLibrary”

Blvoid UMyBlueprintFunctionLibrary: :RemoveEUN (UEditorUtilityWidgetBlueprint* )
{
=) if ( && !IsRunningCommandlet ())
FName RegistrationName = FName (*( —>GetPathName () + LOCTEXT (“"ActiveTabSuffix”, “_ActiveTab™).ToString()));
FText DisplayName = FText: :FromString( 1t->GetName 0)

FLevelEditorModule& LevelEditorModgg —
TSharedPtr<FTabManager> LevelEditc
B [; (ILevelEditorTabManager->HasTak

|eve lEditorModule> (TEXT ("LevelEditor™)) ;
=ditor TabManager () ;

I
' d
’
i

5V S(E5E T

return,

1

i)
TQhQFdeﬂ‘F(QnﬁPl{Tﬂh\ annnr‘L{Tnh = I ﬂ\i’ﬂlF!"i+n|’T9h“ﬂl"|ﬂﬂ'ﬂl’—5]’I"I\.!nl.(ﬂTﬂh fpncriefrn‘l'innunmn\ -
NewDockTab->RequestCloseTab ()

}

return;

RequestCloseTab() #iEn!
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- * UMyBlueprintFunctionLibrary -
// Fill out your copyright notice in the Description page of Project Settings

#ipragma once

E#include “CoreMinimal.h”

#include “Kismet/BlueprintFunctionLibrary. h”

#include "Blutility/Classes/EditorUtilityWidgetBlueprint.h”
| #include “"MyBlueprintFunctionLibrary. generated. h”

Bl /o
"(IGLASS
E]?Iass CPP2_API UMyBlueprintFunctionLibrary : public UBlueprintFunctionLibrary
. GENERATED_BODY ()
public:]
: UFUNCTION (BlueprintCal lable)
E static void RemoveEUW (UEditorUtilityWidgetBlueprint* InBlueprint),;
}:
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« Moduleli MBlutility,UMGEditor,Slate; ®3>%*3E o

Eﬂ?ub[ic class CPP2 : ModuleRules

E

3 ?ublic CPP2 (ReadOnlyTargetRules Target) : base(Target)

PCHUsage =‘PCHUsageMode.UééExplicitOrSharedPCHs:

. = ] i
[ype = TargetType. Editor

2ff CP Bl ¥ . s g < )i s ok ATZA
Edite lutil1ty/Private

o YRy e G e S P R R
PrivatelncludePaths. Add VdLE

PrivatelncludePathModuleNames. Add ("AssetTools™) ;
= Publ1cDependencyModuIeNames.AddRange(new string[]

"Core”.
“CoreUl0b ject”,
“Engine”,
“InputCore”,
“HeadMountedDisplay”,
“Blutility”,
“UMGEditor”,

“Slate”,

D
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Bttinclude “CoreMinimal.h”

#include “UObject/NoExportTypes. h”

#include “UObject/ScriptMacros. h”

#include “Blutility/Classes/EditorUtilityWidgetBlueprint.h”
#include “Blutility/Classes/EditorUtilityWidget. h”

#include “Toolkits/AssetEditorManager. h”

#include “Subsystems/AssetEditorSubsystem. h”

| #include “MyEUW. generated. h”

LLaM(-

[JCLASS (Blueprintable, Bluepr intType)|
iﬂﬁlass PRESEN_API UMyEUW : public UEditorUtilityWidget

GENERATED_BODY ()

//#E1E
virtual bool Initialize() override;

public:
[/URIVDSEAWNT-EEREDAR L EZNA L ET D
UFUNCTION (BlueprintCal lable)
void BindOnLevelChangeRequestedOpen() ;
| [/BEUREHET AN b
void OnLevelChangeRequest (UOb ject* Asset);
//EMNZET
UFUNCTION (BlueprintCal lable)
void RemoveEUW (UEditorUtilityWidgetBlueprint* InBlueprint) ;
| //EWNDBP TR L=7 v FDZEE (Editor TERE)
UPROPERTY (EditAnywhere, Bluepr intReadWrite)
UEditorUtilityWidgetBlueprint* EUWBPRef.
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UUserWidget::Initialize()®
F—=nN=314F

(7Y b ERWEROT )Y —
INALUR)

FIFr—bENZ0BNP H
W=7y R TLARIL (UWorld*) |
THNIE.EUWESE T,

$CEUWE HT 7%

LIV % BE<SER,
UAssetEditorSubsystem::OnAssetEditorRequestedOpen()

BRFVT=PENZDT,. ZDAR M EZITIR->T.EUWEHET

BE#include “MyEUW. h”
#include “Modules/ModuleManager. h”
| #include “LevelEditor.h”
#tdefine LOCTEXT_NAMESPACE “MyObject”
Ebool UMyEUW::Initialize()
{

> Condition = Super::Initialize():
BindOnLeve | ChangeRequestedOpen () ;
; return Condition:]
E]I: d UMyEUW: :BindOnLeve | ChangeRequestedOpen ()
GEditor—>Getédi{orSubsysfém<UAé§etEditorSﬁbsyétem>()
—>0nAssetEditorRequestedOpen () . AddUOb ject (this, &UMyEUW: :OnLevelChangeRequest) ;

Elvoid UMyEUW: :OnLevelChangeRequest (UOb ject* )

UWdrId*'SefectedMap = Cast<UWor |d> (Asset) ;
=) i (1SelectedMap)

{

}

B if (EUWBPRef)
{

}
RemoveEUN (EUNBPRef) :

return,

return,
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