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WindowsOl|A| Neovim A& X| & Setting

® winget ol &

winget install neovim

e config: %AppData%\Local\nvim\init.1lua



WindowsO| A= GUIE: Neovim-QT

e https://github.com/equalsraf/neovim-qt
e Neovim GUI frontend
e Neovim 2X| A] 7|2 EX|Z
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Telescope
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LSP - Clangd

e Clang project2| LSP
e UEXE linux buildE clang2 £ ot7| | =0f| = =2tEIC},
o windows buildE clang@ 2 & = UL}

e [SP option

cmd = { 'clangd',
'-j=32"', # thread number
'--pch-storage=disk', #PCH storage option (disk, memory)
'--completion-style=detailed' #completion style
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Compile Database

o compileA| BHO HEE H11 U= json SE DB

o UHIMOZ (ompile commands.json LIYLHZ 7tX|L1 UZ

e compileA| source, working directory, compile command HEE B S

e compile database”Zt S 2 B2 clangdO|A O|F QAT indexing2 Tl &

{ "directory": "/home/user/llvm/build",
"arguments”: ["/usr/bin/clang++", "-Irelative", "-DSOMEDEF=With spaces,
quotes and \-es.", "-c", "-o0", "file.o", "file.cc"],
"file": "file.cc" },

{ "directory": "/home/user/llvm/build",
"command": "/usr/bin/clang++ -Irelative -DSOMEDEF=\"With spaces,
quotes and \-es.\" -c -o file.o file.cc",
"file": "file2.cc" },
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Compile Database 44

o UBTO|M buildA| Al = HHOE 7|&2 2 compile databaseS A A gt
e OC|Ef & (e.g. Project name: TestGame -> TestGameEditor)
$ Engine\Binaries\DotNet\UnrealBuildTool\UnrealBuildTool.exe

{GameProject O|&}Editor Win64 DebugGame -project={.uproject LI¥ BE} -game
-engine -mode=GenerateClangDatabase

e Development build & (e.g. Project name: TestGame -> TestGame)

$ Engine\Binaries\DotNet\UnrealBuildTool\UnrealBuildTool.exe

{GameProject O|&} Win64 DebugGame -project={.uproject Lt¥ ZB=E} -game -engine
-mode=GenerateClangDatabase
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