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Beenenmne

JlanHoe y4yeOHOe mocoOue mpeaHa3HayeHo AJs ciymareneil kypca “OCHOBBI
pPa3pabOTKH KOMITBIOTEPHBIX UTP” U (POKYCUPYETCS HAa pa3pabOTKE KOMIIBIOTEPHBIX UTP
B cpeae (urpoBom asmkke) Unreal Engine 4. Kypc He HOKpbhIBacT HEMOCPEACTBECHHO
0COOEHHOCTH MporpammupoBaHusi Ha C++ B JaHHO cpejie, OH HAlpaBJIeH HA CUCTEMY
BU3YaJLHOTO IporpaMMmupoBanus Blueprints U mocBsiieH OCHOBHBIM MHCTPYMEHTaM
Unreal Engine 4.

[TocoOue MoOxeT ObITh HCIONB30BAHO KaK JJISI CAMOCTOSITEIBHOTO H3YyYEHHS
pa3paboTK KOMIIBIOTEpPHBIX HWrp B cpeae Unreal Engine 4, Tak W CIyXuTbh
MIPAKTUYECKUM PYKOBOJACTBOM B MPOLECCE H3YYEHHUS Kypca, TaK Kak COACPKUT
KITFOYEBbIE MOMEHTHI JICKITMOHHBIX U MPAKTUYECKUX 3aHATHI.

ABTOpBI JaHHOTO TOCOOMS PEKOMEHAYIOT MCIHOJb30BaTh €ro CJIEAyIOLIUM
o0Opazom.

Eciau BBI CTyIeHT, MOCIEA0BATENIBHO CIEAYWTE YKa3aHHUSIM KaKI0ro 3aHATHS,
napajuleJbHO MILUTE JTOMOJHUTENbHYIO MH(OPMAlLMI0O B MHTEPHETE U CMOTPUTE B
ouIHMaTbHYIO JTOKYMCHTALIMIO IBIJKKA MO cchbUike https://docs.unrealengine.com/.
Eciu Bbl HponycTHIM 3aHSATHE, HCHOJB3YHTE COOTBETCTBYIOIIYIO TEMY, YTOObI
HOKPBITH IPOOEIIbI B CBOMX 3HAHUAX. ECIU BBI IPOCTO CTpEMUTECH OBICTpEE y3HATH BCE
camble Ba)KHbIE MHCTPYMEHTHI JIBUXKKA, TO MOCTapalTeCh NPOUYUTATh U MPOpadbOTaTh
JaHHOE TocoOMe 3a mapy JHed B ¢opMare HHTEHCHBA. TakuMm 00pa3oM, ecTb
BEPOSITHOCTH MPEOJIONIETh BXOHOM mopor cioxkHoct Unreal Engine 4 u oTipaBUThCS
B BOJIbHOE IJIABAHME 10 TOMCKY JTOMOJHUTEIbHON HH(POPMALIUH.

Ecau BbI penogaBaTelib, 00paTUTe BHUMAaHHE, YTO 3aHATHS JAHHOTO MTOCOOHS
MOKPBIBAIOT BCE HEOOXOAMMBIE 3HAHUS JUIsI pabOThl C OCHOBHBIMH HMHCTPYMEHTaMHU
Unreal Engine 4. Bce ypoku pacnoioKeHbl B TOM MOPSIZIKE, B KOTOPOM UX IOJIE3HEE
BCET0 MPENOJAHOCUTD CTyIeHTaM. He 00s13aTelbHO UCII0JIb30BaTh JAHHOE MOCOOHE Kak
psIMOE PYKOBOJICTBO K JACHCTBHIO — BBl MOXKETE Pa3sHOOOPA3UTh JIEKIIMH U MIPAKTUKU
CBOMMHM COOCTBEHHBIMH MPUMEPAMH.

JI71st BBITTOTHEHMST TPAKTUYECKUX 3aJlaHUi He0OX0IMMO cKadath JBrkok Unreal
Engine 4 ¢ odummansHoro caiira: https://www.unrealengine.com/en-US/. Ha momeHT
HalMCaHusg JaHHOTO mocoOusi akTtyanmbHa Bepcusi Unreal Engine 4.24. JIBmxoxk
ABIIIETCS OECIJIaTHBIM TMPOTPAaMMHBIM OOECIEUEHUEM C HECKOJIBKUMH BHJIAMU
munen3uii. Orutara Oyaer HeoOXoAuma JHUIIb B TOM ClIydae, €CJIM Balll MPOEKT
M0JIpa3yMeBaeT MOHETH3AIHIO.

[IpakTuueckue 3a/1aHus nocoous cozepxkar PEKOMEHIOBAaHHYIO
NOCJIeIOBATENbHOCTD JeHcTBUM J1sl paboThl B cpene Unreal Engine 4 pu pazpaboTke
KOMIIBIOTEpHOW WUIpPbl. B pe3ynbrare yCHEmIHOIO BBIIOJHEHUS BCEX 3aJaHuM
0Oy4Jaronuiicss MOJIy4UT MaTepuall, HeOOXOAUMBIN JIJIsl CO3aHUs KIIFOUEBOTO MPOEKTa
Kypca, MPEeACTaBISIONIEr0 co00i KOMIbIOTEPHYIO Urpy. HeoOxonuMbIM yciaoBueM
3aIUTHI IPOEKTA SIBJISETCS HAJUYKMe HAMMCAHHBIX MOJIb30BATEIBCKUX HECTAHAAPTHBIX
OJIFOTIPUHT-KJIACCOB.



https://docs.unrealengine.com/
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CJi0Baphb CJICEHIOBbIX TEPMHUHOB M COKPAIlEeHU

NrpoBoil ABUAKOK — KOMIUIEKC MTPOTPAMMHBIX CPEICTB, UCTIOIb3YOIUNCS IS
pPa3pabOTKH MHTEPAKTUBHBIX IPOTPAMM.

TemmielT — nmpeTycTaHOBICHHBIN 00pasel, adIIoH.

Accer — 1mupoBoil 00BEKT, MPEUMYIIIECTBEHHO COCTOSIINN W3 OJHOTHITHBIX
JAHHBIX.

ITKM — npaBasi KHOTIKA MBIIIIKH.

JIKM — 51eBasi KHOIIKA MBIIIKH.

bnronpuHT — nOporpaMMHBIA KJIAcC, PEAIM30BAaHHBIM B IIpaBUIAX SA3bIKa
BU3yaJIbHOT'O TIporpaMMupoBanus Blueprints.

[11r0COBBIN MPOEKT — MPOEKT, PEaJTU30BaHHBIN HA A3BIKE ITPOTPaMMHUPOBAHUS
C++.

VYpoBeHb — BUPTyaJIbHOE MTPOCTPAHCTBO, COXPAHEHHOE B (paiiiie.

bunn6opn — uudpoBoe nzoOpakeHHEe, KOTOPOE BCerja MOBOPAYMBACTCS B
CTOPOHY BUPTYaJIbHON KaMepHI.

NHcTaHCe knacca — e AMHAYHBIA 3K3EMILISIP MPOTPAMMHOTIO KJlacca.

Hopa — HeGombias naness, coepkaliasi JaHHbIC UK IPOTPaMMHBIE OTIepallvU.
WBeHT — Ha3BaHME BUAA MPOTPAMMHBIX (PYHKITUH.

TalimmaliH — THIO HOJBI, ITO3BOJIIONIMM 3a7aTh 3aBUCUMOCTh H3MCEHCHUS
3HAYEHMS [IEPEMEHHON OT BPEMEHH.

[IuH HOOBI — DBJEMEHT HOIBI, 4Y€pe3 KOTOPBIM MPOUCXOIUT COEAUHEHUE
HECKOJIbKUX HOJ.

CreliT-mMallmHa — TO K€, YTO M KOHEUYHBIM aBTOMaT.

Mem — 3TO COBOKYITHOCTh BEpPIINHMH, péOep W TpaHEH, KOTOpPHIE ONMPEACISIOT
(bopMy MHOTOTPAHHOTO 0OBEKTa B TPEXMEPHON KOMITBIOTEPHOU rpaduke.



3ansaTtue #1 OCHOBHbIC HHCTPYMEHTHI M KJIIOYeBbIe
jemeHThl Unreal Engine 4.

1.1 Pe3yabTar 3aHsiTHs

yMeTb co3aaBaTh npoekT B Unreal Engine 4;

yMeTh opueHTHupoBatbes B cpene Unreal Engine 4;

YMETh CO3/1aBaTh HOBBIN MPOEKT;

YMETb MOJIb30BAThCS MAHETBI0 Viewport;

yMETh MoJib3oBaThes nanenpio World Outliner;

YMETh N0JIb30BaThCs Manenpio Details;

YMETh MOJIB30BaThCs nmanenpio Content Browser;

yMEThb co3AaBaTh Kiaccel Blueprint, 100aBiasTh KOMIIOHEHTBI K KJlaccam,

IIPpUMCHATb UBMCHCHHU: B OK3CMIIJIAPAX KilaCcCa Ha 6J'II-OI'IpI/IHT KJI1acCcC,

yMeTh coxpaHsaTh ypoBHU B Unreal Engine 4.

1.2 TeopeTrnueckue CBeIeHUA

[Tpu naxaTtuu Ha apibik Unreal Engine 4 oTkpoeTcsi MEHIO € IPEIJIOKEHUEM CO3/1aTh
NPOCKT omnpeiesieHHoro Tumna. Beioepute Games u Haxxmute kHOnKy Next (pucyHok 1).

P.S. Tum nmpoekTa onpeenseT mpelyCTaHOBICHHBIE HACTPOUKH MPOEKTA.

Film, Television, and Live Events
{  Choose from templates and examples for nDisplay, VR Scouting, and virtual production workflows

Architecture, Engineering, and Construction
Select a starting point for multi-user design reviews, photorealistic architectural design visualizations, sunlight studies, or stylized renderings.

% Automotive, Product Desig
Find templates for multi-user design revie: dio environments, and product configurators.

Cancel

Pucynok 1. Menio svioopa muna npoexma ¢ Unreal Engine 4.

Crnenyrommm maroM sBJISIETCS BHIOOP TEMIUICHTa POeKTa. TeMIICHTOM sSBIISETCS
MpEeAyCTaHOBJICHHBIM HAOOp acceToB, KOTOPbIM OyAeT BCTPOEH B MpoekT. [Jns urp
TEMIUICHTBI pa3zelicHbl Ha HUrpoBbie kaHpbl. Temruiedt Blank o3nagaer, yto Oyner
CO3/IaH “IyCTOM” MPOEKT 0e3 MpeayCTaHOBJICHHBIX acceToB. Bribepure ero u HaXKMHUTE
kHomKy Next (pucyHok 2).



U Unreal Project Browser

Select Template

b AT, j 2

First Flying Handheld Puzzle Rolling Side

Person AR Scroller

%8 4 B == € 8%

(

2D Side Third Top Down  Twin Stick Vehicle Virtual Vehicle ;
Scroller Person Shooter

Reality Advanced

Blank

A clean empty project with no code.

Cancel

Pucynox 2. Menio svibopa memnietima(wabnona) npoexma ¢ Unreal Engine 4.

[locnennum 1marom siBjsieTca BbIOOpP HacTpoek mnpoekrta. CaMoil BaKHOU
HACTPOUKOM siBNsieTcs BbIOOP OnronpuHT- ik C++ npoekra. Bce HacTpOWKHM Bbl CMOXKETE
M3MEHUTH B X0J1€ pa3pabOTKe UTPhI, HO C AAHHOW OMIIMEN JyUlle OMpeaeIuThCI C CaMOTro
Hayayia, TaKk Kak TpaHchopManus OJIONPUHT-NPOEKTa B IUIFOCOBBIA M OOPATHO MOXKET
BBI3BATh OIIMOKK B CKPHUIITaX U OJIOMPHHT-KIAccaX (PUCYHOK 3).

Urak, y Bac otkpsuics nyctoi (Blank) mpoekt. PaccMoTpuTe OCHOBHBIC MAHEIH U
okHa Unreal Engine 4, B KOTOpbIX BbI OyAeTe MPOBOAUTH OOJIBIIYIO YAaCTh BPEMEHH
paboTsl Hax urpoit. ITog okHom B cpene Unreal Engine 4 monnmaetcst Ooubiast 00J1acTh,
B KOTOPO# pacrosiaraloTcst MHTepakTHBHBIE 3JeMeHThI cpeasl Unreal Engine 4,

Oxno Viewport —3To 0kHO, yepe3 KOTOpOe Bbl MOXKETe 0003peBaTh ypOBeHb. B HEM
BBl MOXeTe 0003peBaTh BUPTYaIbHOE MPOCTPAHCTBO, CIIOBHO PEKUCCEP HA CHEMOYHOU
TUTONIA/IKE, BKIFOYasi BCe OOBEKTHI BAIIETO YPOBHS, B TOM UHWCJE T€, YTO HE BHUIHHI B
caMoi wurpe — Hampumep, BcrnoMmorateiabHble ukoHKH (billboard) o6bexToB. [ns

NEPEKITIOYCHUS PeXKUMa 0TOOpaKEHHSI MEXTy pa3padoTunkom u Game View (pucyHOK
4) naxxmute Ha Kiapuiny G.



u Unreal Project Browser

Project Settings

“ . N . Choose th est equivalent target platform. Don't worry, you can
s create a B ++ c : L ITY, you
’ Choose whether to create a Blueprint or C++ project. 1 in the Target Hardware section of Project Settings.

Blueprint

materi tex

Choose the performance characteristics of your project. & Starter Content 1o your p

Maximum Quality Mo Starter Content

Ny
=\

Choose if real-time raytracing should be enabled in the new project.

Raytracing Disabled

location for your project ored

D:\UE Projects. - | MyProject

Folder MName

Create Project Cancel|

Pucynok 3. Oxno evibopa nacmpoex npoexkma. Obpamume eHUMAanue, YmMo bl Modceme 3apaHee

onpeoenums HeKomopble epaguyeckue HACMpouKy npoekma, Hanpumep @yukyonan Raytracing.

erspective | Lt | ‘show

B AddNew = & import  [® Save All

Pucynox 4. Oxno Viewport ¢ Unreal Engine 4.



Bl MmoxeTe ocmaTtpuBaThes o cropoHaM, yaepxkusas IIKM u nepememas e€. [{ns
nepemMenieHus 1mo ypoBHiO HyxHO 3axkaTh IIKM u ucnonp3oBats kmaBumum WASD.
Knasumm Q u E OyayT mogHumaTs 1 OmyckaTh KaMepy COOTBETCTBEHHO.

[Tox maneanto B cpexe Unreal Engine 4 Oymem moHuMath HEOONBITYIO 00JIACTH
9KpaHa (3a4acTyl0 BEpPTUKAIbHYI0), B KOTOPOW pacCMOJararoTcsi HWHTEPAKTUBHBIC
aneMeHThl cpensl Unreal Engine 4. B ornuune OT OKOH, B MAHEIW PacloyiararoTcs
KOHTEKCTHBIE MTapaMeTPhbl TOTO WJIA HHOTO BUPTYaJbHOTO 00BEKTA.

B nmanenmn World Outliner oto6paskarorcss Bce 00beKThI Ha TEKyIIEM yYpoBHE. Bbl
MOKETE YHOPSIOYUTh CIUCOK, PACTIPEJEIUB CBA3aHHBIE OOBEKTHI MO MarKaM, a TaKkKe
UCKaTh ¥ (PUIIBTPOBATh MX IO THUIIAM, MOXXHO OOBEIUHATH OOBEKTHI B TPYIIIbI (PUCYHOK
5). OOpatuTe BHUMaHHE, YTO Bbl MOJKETE HMCIIOJIb30BAaTh BCE KIIACCUYCCKUE COUYCTAHUS
KJIQBUIII, XapaKTEepHBIE JIJIs MHOXKECTBA TIporpaMM. Bbl MOXKeTe BBIIETUTh BCE OOBEKTHI
pa3oM, HaxaB coderanue kinasum Ctrl+A, 1y0nmpoBaTh 0OBEKTHI COYCTAHUEM KIIABHUIII
Ctrl+D, xormmpoBats B 0ydep oomena — Ctrl+C, BcraButh u3 0ydepa oomena — Ctrl+V.
Hcnonp3yiite kinaBumry Delete ais ynanenust BeIOpaHHBIX 00BEKTOB.

B manenu Details otoOpakaroTcst Bce CBOMCTBa BEIOPAHHOTO 00BEKTa, IK3EMIUISIpa
OMOTIPUHT-KJIacca. JTa MaHeIb WCHOJB3YeTCs Ui M3MEHEHUS MapamMeTpoB OOBEKTa.
BHecéHHble N3MEHEHNUs IOBIIUSAIOT TOJIBKO Ha BEIOpaHHBIN 3K3eMIUISIp 00BEKTa (PUCYHOK
6). B [Tanenu Details taxke nepedncieHbl KOMIIOHEHThI BRIOpaHHOTO 00bekTa. OOpaTuTe
BHHMaHHUE, YTO IpPH BBIOOPE OTAEIBHOTO KOMIIOHEHTa CIIHCOK CBOMCTB MOXET
U3MEHATHCA.

© View

Pucynok 5. INanens World Outliner omo6pasicaem sce o6vexmor mexywezo yposms. B dannoii

nanenu 0ocmyngl onyuu copmupoeku U noucKa 00bexmos.
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«

Pucynok 6. Ilanens Details oemoncmpupyem 6ce ceoticmea svlopanno2o na Oanuvlii MOMEHM

obvexkma.

Content Browser - B 3Toii manenan oToOpakaroTcs Bce Qaitnibl mpoekTta. E€ MoxHO
MCIIONIb30BATh ISl CO3JaHMsI MANoK M yHnopsaouuBaHUs (paiyoB. 31ech TakKe MOXKHO

BBITIOJTHATH TIOUCK TI0 (paiiyiaM ¢ MOMOIIBIO TOMCKOBOM CTPOKH WIIH (PHILTPOB (PUCYHOK
7).

@ ouputl = 1 B »
B AddNew = & Iimport [ Save All

ov

Pucynox 7. I[lanens Content Browser, noxassisaem cnucok ¢aiinos npoexma ¢ Unreal Engine 4.

B KOHKpemHoMm cjiyuae, oma nanelvb nycmada.

Blueprints - sto cucrema BusyaibHoro nporpammupoBanus B UE 4. Coenunsis
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NpoBOAaMH (JIaNIION) HOABI, IBEHTHI, (PYHKIMHU, epeMeHHblIe, BBl MOXXETE CO3/1aTh
KOMIUIEKCHBIN TE€UMILIEH.

Taxke MOXXHO 4acTO BCTPETUTh UCHONB30BaHue TepmuHa Blueprint uan Blueprint
class mst o0o3HaueHus kiacca, co3ganHoro B cucreme Blueprints. Knaccest Blueprints
noquunstorcss mpasuwiamM  OOIl ¥ KOMIOHEHTHBIM TIOJXOJaM K OpraHU3aluu
APXUTEKTYPHI MIPUIIOKCHHUS.

[Tanenr Modes: B 3Toif MaHETM MOXXHO MEPEKIIOYAThCS MEXKIY Pa3TUYHBIMU
HHCTpyMeHTaMu, Hampumep, Landscape Tool u Foliage Tool. Mucrpymentom 1o
ymomdanuto siBisietcs Place Tool. On mo3BosisieT pacronarath Ha ypoBHE paziIHYHbIC
THUITBI 00BEKTOB, Takue Kak 3D-Mo/enu, MCTOUHUKH OCBEUICHUS 1 Kamepbl (PUCYHOK 8).

HobaBbTe 00bekT Empty Actor Ha yposens. IIpocTo meperamiure ero MKOHKY ¢
BKJIaku Basic manenm Modes (pucynok 9) B okHo Viewport. Bel ToIBKO 4TO TOCTaBHIIN
MyCTOW 0OBEKT, OH OyJIeT BbleNeH chepoid OmoopAaoM (He 3a0bIBaiiTe PO KIIABUILY
G) - nanHas cdepa BUIHA TOJIBKO I pa3padboTunka. HOTIa 00BEKTHI, KOTOPHIE MOTYT
HaxoAuThcs Ha ypoBHe, B Unreal Eninge 4 nHaswiBaroT akropamMu WM akTépamu. B
JaHHOM IMocoOHuM OyAyT UCTIONB30BaThes ciioBa oobekt Unreal Engine 4 u akrop.

1[, Untitled Y% Project Settings

File Edit Window Help
i= World Outliner R Modes

e, \ v\ m
Q " / & v)’ﬁ $ Save Current  Source Control Conten

=% Viewport 1

(=) [+ Perspective |y it ] show |

Search Classes

Recently Placed
y . Empty Actor

Basic

Lights ‘ Empty Character

Cinematic
Empty Pawn
Visual Effects

Geometry W  Point Light
Volumes

Player Start
All Classes

Cube

Pucynox 8. Ilanens Modes, nocmassme o6vexm Empty Actor na yposens.
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& Projeot Settings

BX output Log &= C

hAddNew~y & Import [ SaveAll & - | & Content »

Pucynok 9. Empty Actor na yposue.

AKTEPHI - 3TO TJIaBHBIE OOBEKTHI UTPHI, C KOTOPHIMU MOXHO B3aWMOJCHCTBOBATH,
WM KOTOPHIMU MOXKHO YIPABJISITh. DTO MOXKET OBITh CaM MEPCOHAXK MIPOKa, alTEeUKH,
MaTPOHBI, OPYKUE, IPYTHE TIEPCOHAKH, IBEPH U JTHOOBIE UHTEPAKTUBHBIE OOHEKTHI.

Bl MokeTe monmpoOoBaTh MEpeIBUraTh 0OBEKT, BpalllaTh €ro U MacIITadupOBAaTh.
Hcnonp3yiiTe mnaHeab HWHCTPYMEHTOB B MpaBOM BepxHem yriy Viewport mis
NEPEKITIOYCHUS MEXIY pexumamu (pucyHok 10).

o @)~ E )@ )@ =) =)

Pucynox 10 Ianenv uncmpymenmos Transform.

[lepeiinute B okHO KomIoHeHTOB maHenu Details, Beiopannoro Empty Actor,
Haxkmute Ha kHomky Add Component - B mpemioEHHOM CIUCKE KOMIIOHCHTOB
BeiOepute Point Light (pucynok 11). ITompoOHee mpo 3TOT M JPYrHe KOMITOHCHTBI
MOYHO TTOUMUTaTh B opuninaibHoM nokymeHTanuu Unreal Engine 4.

YtoObl mpeBpaTUTh Halll OOBEKT ¢ KOMIOHEHTOM point light B OmonpunT-KIIace,
Ha)XKMHUTE Ha cuHio0 kHonky Blueprint/Add Script (pucynok 12). Beibepure manky, B
KOTOpPOH OyJIeT coXpaHeH Balll OtonpuHT-Kiace (pucyHox 13).

12



3 Details ® world Settings

. %

4 Add Component;= 2 Blueprint/Add Script

9 Details LA i
.

4 Add Component -

Settings Blueprints Cinematics Play. Launch

4@ DefaultSceneRoot
® PointLight

4 Transform

Location v by -400 O M -2200 N Z )
Rotation v by 00° N 00° O P4 00
Scale v by 1.0 N 1.0 N ZkY

4 Rendering

Actor Hidden In Game [ ]

Editor Billboard Scale (10 ]

4 Replication

Net Load on Client

4 Collision

Generate Overlaj

Upda e SULEVTY Use Config Default v

Default Update Overlaps Meth

4 Input
Auto e Input

Input Priority

Pucynox 12. Ilpu nadxcamuu Ha CUHIOK KHONKY BIuebrint/Add Script omxkpoemcs oxkHo

coxpaneHus 06vexma 6 gude OIONPUHM KIACCA.
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4% DefaultsceneRoot
® PointLight

Search Details
PRIELS ()]

Select Path

Scale v
4 Rendering
Actor Hidden

Editor Billbo:

4 Replication

Net Load on Client

4 Collision
p Events Durin
hod Durin

Default Update Overlaps Methc

Blueprint Name [NETA:1 4 Input

Auto Receive Input

Input Priority

— Select the path where the Blueprint will be created at
Output Log = ntent Browser @ Levels 4 Actor

AddNew'v & Import [ SaveAll & < | % Content »

Search Paths jo] 5] TYrilters~

20 Can age
Blueprints -
Spawn Collision Handling Meth

p LOD

Pucynox 13. Oxno évibopa nymu coxpanenus: O10npuHm Kiacca.

Haxwmure IIKM Ha manke Content u HaxxmMuTe Ha nosiBUBLIMKCS NyHKT Create
Folder. OObr4HO mamnky, B KOTOpPOMl XpaHATCA OJIONPUHT-KIACCHI, IPUHITO Ha3bIBATh
Blueprints unu BPs. Bbl Takke MokeTe naTh Ha3BaHUE ATOTO Kilacca B MoJie HUXke. B
naHHoM citydae 3to Pulsar BP. Haxumaiite knonky Create Blueprint.

P.S. CymectByeT HeckoJibKo crioco0oB co3matk Blueprint Class, nanpumep, uepes
kHOTKy Blueprints B BepxHeli maHean HHCTPYMEHTOB. B BBITajaroeM CrimcKe Bbl TAKXKE
MoOXkeTe co3aarh myctod Blueprint kiacc u mocie JONONHATH €ro HYXHBbIMU
KOMIIOHEHTaMu (puUcyHOK 14).

NS5 . 8. p.

Content Marketplace Settings Blueprints cinematics Build Play

:][ v Perspecﬁvevl[ v Lit.] [ Show ]
“ AUMospneric Fog —_—
iy Floor

% Open Blueprint C

A Open Level Blueprint

Pucynok 14. Haosicas na xnonky Blueprints, est mooiceme cozoamo 6onpunm.
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Bb1 moxete mepetackuBaTh OmionpuHT kiacc u3 okHa Content Browser Ha Baim
YPOBEHB, CO3/1aBasi SK3eMIUIAPHI BHIOPAHHOTO Ki1acca (pUCyHOK 15).

w

B oOutput Log == Content Browser & Levels

I AddNew> X Import [ SaveAll & - | & Content » Blueprints

Search Paths =5 i ch Blueprints

4 & Content

Pulsar_BP

1 item

Pucynox 15. Haocmume I[IKM na uxonky sauie2o bionpunm Kiacca u nepemauwjume eé 6

obnacms okna Viewport. Tak vl coz0adume dK3eMnsp 8auie2o Kiaccd.

[Ipu nBoitHOM HakaTHM Ha (aiiyl OIONIPUHTA BBl MEpeiieTe B OTIACIBHOE OKHO -
Blueprint Editor (pucynox 16).

e
Right-Click to Create New Nodes

a
o [ ]
]
|
.
]
| ]
| ]
|

Pucynok 16. Oxno Blueprint Editor.

15



HaxaB Ha BKJIaaKy OKHaA VIEWPOrt, MOXXHO ITOCMOTPETh, KaK BBITJISAMT Balll
omonpunT Kitace (Pucynoxk 17).

Pucynox 17. Okno Viewport. Basicno nonumams, umo oannoe oxrno Viewport seisemcs

KOHMEKCMHbIM 0151 8bIOPAHHO20 KAACca U He 0moopadxicaem OII0NPUHM KAACC HA 8CEM YPOBHE.

B cinyusae ¢ Unreal Engine Bepcuii 4.24 MoxeT HaOII0AaTbCs ClEIyIOLIEe
noseneHue. [IpucyrerByroT 18a kommnoneHta Default Scene Root. Ber moxerte ynanuthb
HKHUN 110 nepapxun komrnoneHT Default Scene Root. UToOb1 n36exaTh OBEACHUS C
neyms Default Scene Root kommoHeHTamu, cHauajga coO3JalTe OMIONPUHT-KIACC W3
“myctoro” Actor, a 3atrem B okHe Blueprint Editor n1o6aBbTe Hy)KHbIC BaM KOMIIOHEHTBI
- HakmMuTe KHOIKy Compile, 9ToObl pUMEHUTD U3MeHeHHs (pUCYHOK 18).

Ho6aBbTe KOMIoHeHT Cone (mpUMHUTHB, KOHYC). M momHumuTe KoMmoHeHT Point
Light Bbiiiie, 4T0OBI OBLIIO 3aMETHO BIIUSIHUE UCTOYHUKA CBETA HA KOHYC. CKOMIMIIIUPYHTE
omonpuHT (prcyHOK 19).

P.S. EcTb BeposaTHOCTB, UTO Y KOHYca OyneT HazHaueH Default Material (Boirisiaut
KaK IIIaXMaTHas CETKa) - 3TO HOPMaJIbHO HA JaHHBI MOMEHT.

OOparuTe BHUMaHUE, YTO Ha YPOBHE BCE IK3EMILISAPHI OJTIONPUHTOB TEMEPh UMEIOT
koHyc. Takum oOpa3oM, BBl MOXKETE OBICTPO BHOCHUTH M3MCHCHHSI BO BCE DK3EMILISPHI
OJIFOTIPUHT-KJIacCa, PaCCTaBJICHHBIC HA BCEX YPOBHSX, PEIAKTHPYS caM Kiiacc. B danHom
npumepe U3MEHEeHbl Yeem U UHMEHCUBHOCMb KOMNOHewma point light, a maxoice
nponopyuu KoHyca (Kkomnonewm cone). Bvl mooiceme uzmensimos nponopyuu xowyca (u
1106020 0py202o 0Ovekma), pedakmupys 3nawenus napamempos Transform e nawumenu
Details.
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gl Untitled= % Project Settings Y

File Edit Asset View Debug Window Help

-%. Components J Toolbar

FACTToe ) ﬁ, . B ® B &

h Component

Compile Save Browse Find  Hide Unrelated Class Seftings  Class De
3% Pawn Noise Emitter - -y s s

i Pawn Sensing wu Viewport f Construction Scrip m= Event Graph
Audi [ (= o

& Audio < =

& Audio Curve Source

= Plane

® Sphere

© Cube

¥ Cylinder

4 Cone

StaticMeshComponent is used to create an instance of a UStaticMesh.

::: gamecra A static mesh is a piece of geometry that consists of a static set of polygons.
o Ine Camera
@ Spring Arm [| See: https://docs.unrealengine.com/latest/INT/Engine/Content/Types/StaticMeshes/

ha See: UStaticMesh
- @ Chaos Debug Draw hold (Ctrl + Alt) for more
. & Chaos Destruction Listener
@, Chaos Event Listener
Collisior
W Box Collision

# capsule Collision
AFuncrions

?r ConstructionScript
Macros

4Variables
4Components

Pucynoxk 18. Jlobasbme xomnonenm Cone uz naneau Components. Oopamume enumanue, 4mo

mam oice nepevduciiensl Opyeue KOMNOHEHM bl 71pll,7lrllll71118bl: Ky6, llLlﬂLlHap, cq’)epa u njiocKocmso.

Pucynoxk 19. IIpubruzumenvroe uzobpadicenue oxna VIEWPOrt oonpunm knacca Pulsar_BP.




WuHorma HeoOXOIMMO MMOCMOTPETh, KaK HM3MEHEHHS Ha OOBEKTe (IK3EMILIAp
OJIOTPUHTA) BIUCHIBAIOTCS B OKPY)KEHHE ypOBHsA. Eciii BbI XOTUTE, YTOOBI H3MEHCHUS
00BbEKTa MPUMEHWINCHh Ha ONONpHHT-KIacc, Haxmute kHomky Edit Blueprint u
BeiOepeTe Apply Instance Changes to Blueprint. Eciu Bcé cinenaHo BepHO, OCTalIbHBIC
9K3EMIUISIPBI (IPYTHM CJIOBOM, MHCTAHCHI) KJIacCa aBTOMATHYECKH OOHOBSTCS ¢ y4ETOM
HOBBIX M3MeHEHHH (prucyHOK 20).

o Edit Blueprint ~

Pucynox 20. IMocne naxcamus na cunioio knonky Edit Blueprint ssibepume nynkm Apply

Instance Changes to Blueprint.

Coxpanute ypoBeHb, Haxxa Ctrl+Shift+S nmu uepes mento File-> Save Current.
B oTkpeiBIIEMCS OKHE co3anTe manky Maps, aiTe Ha3BaHHE YPOBHIO M HAKMHTE
KHOTIKY Save (pucyHok 21).

Path: /Game

Mame:

PUCyHOK 21. Ilomnume, umo npu Ha3eanuu ypoer: bezonacHee uCnonb308ams MOIbKO

JamuHcKue 6yk’6bl.

3ansaTue #2 [IporpammupoBanue Ha Blueprints. Yacts 1
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2.1Pe3yabTaT 3aHATHSA

- TIOHMMAaTb apxuTekTypy Blueprint mpoekra UE4;

- TIOHMMATb MOPSAJOK BBHIMOJIHEHUS ONronmpuHT-KiIacca: HoAwl Begin Play u Tick
Update;

- noumumarts Level Blueprint;

- yMeTb 00pamaThcs K KOMIIOHEHTaM OJIIOTNPUHTA U MEHSATh UX CBONCTBA.

2.2 TeopeTn4eckue cBeJeHUA

Nrpa — 3T0 HE MPOCTO KOHTEHT, U3 KOTOPOr0 OHA COCTOUT. Mrpa — 3TO KOHTEHT,
CBSAI3aHHBIH MEXIy co0Oil JIOTMKOW UM 3anpOorpaMMHUpPOBAHHBIM Ha oOIpeaesieHHbIE
NEUCTBUS.

st 3TOTO y HaC eCTh C++ u cucTeMa Blueprints.
Blueprints - sro cucrema BusyampHOro mnporpammupoBanus B UE 4. Coemunsis
MpPOBOJIAaMA  HOABI, JBEHTbl, (YHKUMH, IepeMeHHbIe, Bbl MOXETE CO31aTh
KOMIUIEKCHBIN TEUMILIEH.

HecMoTpsi Ha KaKylIyrocsi HaMBHOCTh OJIONPUHTOB, OHM mnomuuHstorces OOII,
KOMITOHEHTHOM apXUTEKTYpE, MaTTepHaM IPOrpaMMHUPOBAHHS.

Ortkpoiite Blueprint editor GmronpuHT Kilacca, CO3JaHHOTO B TPOILIOM YpPOKE
(KOHYC ¢ CHHUM UCTOYHUKOM cBeTa) (pPUCYHOK 22).

Pucynok 22. Bmonpunm-knacc Pulsar_BP.

[Mepeiigute B okao Event Graph (pucynox 23).
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% MO . &

Compile Save Browse Find Hide Unrelated Class Settings ' ) Simulation

B Viewport f Construction Scrip m= Event Graph

Pucynok 23. Pacnonoscenue sxnaook. Hasicas na exnaoxky Event Graph omkpoemces oxno Event

Graph, 6 komopom cozoaémes nocuxa knacca.

Ilepen BaMH OTKpOETCS OKHO, B KOTOPOM M OyAET COAEpPk aThCi OCHOBHAS 4acTb
JIOTHIKH BaIllero Kiacca. Bbl MoxkeTe yBHIETh TpH cepbix O1oka, Event BeginPlay, Event
ActorBeginOverlap, Event Tick - 3tu 61oku 1 Ha3siBaroT HOoJamMu (PUCYHOK 24).

[ Constiuction Serip ma Event Graph

Right-Click to Create New Nodes.

Pucynok 24. Tax svlensioum oxkno Event Graph 106020 noso-cozoannozo 6nionpunm-xiacca.
Obpamume enumanue nHa asmomamuyecku cozoannvle Hoowvt BeginPlay Event Tick u Event

ActorBeginOverlap.

Haxxmure ITKM B ¢cBOOOJHOM MECTE, YTOOBI CO3J1aTh CBOM COOCTBEHHBIM HOJ. BbI
YBUUTE MHOYKECTBO PACCOPTUPOBAHHBIX IO CBOEMY (DyHKIMOHATY HOI0B. CO BpeMeHEeM
BBI 3aIIOMHHTE Ha3BaHUS HOJOB M OyJeTe UX CO37aBaTh MPOCTO, HAOUpas UX Ha3BaHHE B
cTpoke moucka. Beisenute Tekct Hello B BctpoeHHy0 KOHCOMB. 11t 3TOTO HabepuTe B
cTpoke moucka Print - u BeiOepuTe u3 npeanokeHHbx Hoa Print String (pucymok 25).
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All Actions for this Blueprint Con e

J Print

4 Struct ) )
= Prints a string to the log, and optionally, to the screen
d If Print To Log is true, it will be visible in the Output Log window. Ot

B Find Result ) Target is Kismet System Library
1d Results
hold (Alt) for

nBlueprintData
ieprintinfo

Pucynok 25. Konmexcmuoe menio 6bibopa Hooa. B 6epxy 0aHHO20 MeHI0 umeemcs Cmpoxa

noucka nod. Beeoume 6 cmpoky noucka cioso Print, umoobwr natimu noo Print String.

Bor yBuauTe, kak nosiBuics Hon Print String. Tenepp “BbITSHUTE” COeNUHEHUE U3
TPEeyroJapHOro cumBosia Hoxa BeginPlay u coeaunurte ¢ BXoAsmuM muHOM Homa Print
String. TpeyroyibHbIi CUMBOJI - 3TO MWH BBIMOJHEHUS - €xecution pin. BeimonHenue
GyHKIMK, 3BEHTa M KOJa B IEJIOM MPOUCXOIUT CJIEBa-HAMPABO IO COCAMHEHHUIO
execution (6emomy mpoBoxay). Meent BeginPlay, xak cieayer W3 ero Ha3BaHHS,
BBINOJTHSICTCS OIMH Pa3 MPHU cTapTe Urpbl (PUCYHOK 26).

<> Event BeginPlay [ Print String
»

Development Only
v

Pucynox 26. Jlocuueckas koncmpyxyus, evieoosiwyas mexcm Hello 6o epems 3anycka npoexma.
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®. =8 = & 5. 5. p Al

Source Control Content Marketplace Settings Blueprints Cinematics Build Play Launch

Pucynox 27. Knonka Play sanyckaem vinonnenue 6cex sk3eMnispos 6ionpuHm Kiaccos,

HAaxX00AwWUxcs Ha OAHHOM YPOGHe.

[Monxmrounte HOM Print String k Hoxy Event Tick u 3anmycTure npoekt (prcyHok 28).

<> Event Tick f Print String
P

Delta Seconds Op In String [ Bye by

Development Only
v

Pucynox 28. Jloeuueckas koncmpyxyus evieodsiuas mexcm Hello 6ez ocmanosxu nocne sanycka

npoexkma.

MHOXeCTBEHHBIN 1 HEMPEKPAIIAIOIINAICS BRIBOI 3HaUEHHS apryMmenTa Print String
mockaseIBaeT HaM, uto Hoa Event Tick BeimomasieTcst kaxapii kaap (frame).

Level Blueprint - aTo ciennaan3upoBaHHBINA THIT OJIFOIIPUHTA, KOTOPBIN IEHCTBYET
Kak TJI00aNbHBIN event graph njist cBoero ypoBHsA. Kax/blii ypoBeHB B BallleM MPOEKTE
uMeeT cBoM cobOctBeHHbI Level Blueprint, co3manHblil M0 yMOJYaHUIO, HO KOTOPBIU
MOXHO peIaKkTUpOBaTh, OJJHAKO Bbl HE MOXKETE CO3/1aTh cOOCTBEHHBINM kiacc Level
Blueprint - B 5ToM HeT HEOOXOIUMOCTH.

Yroosl otkpeiTh Level Blueprint, naxmure xHonky Blueprints u BeiOepute u3
ciucka Level Blueprint (pucynok 29).
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®. =8 © & 5. 8. p. A

t Source Control Content Marketplace Settings Blueprints Cinem: Build Play Launch

tl

(e permecive (@ ) ston]

9 Open Blueprin

| Bluepri;

' Open Level Blueprint

ameModeBase

GameMode: Not overridden!

Edit the Level Blueprint for the current level
hold (Ctrl + Alt) for more

Pucynok 29. Jlocmyn k okno Level Blueprint moorcrno nonyuume nasicas na knonky Blueprints.

[Tepen Bamu npeacranet oObiunbii Event Graph ¢ usentamu Begin Play u Event
Tick. B Level Blueprint noru4so pacrnosiaraTe GyHKIUK U UBEHTBI, KOTOPBIC SBJISIFOTCS
cnenuUIHBIMEU I KOHKpeTHOro ypoBHs. Level Blueprint MoxeT ObICTpO MOTy4YUTH
JOCTYTI TIO CCBUIKE K JII000MY OJIONIPUHTY WUJTU aKTOPY Ha YPOBHE:

1. BeiGepute Ham 6mtonpuHT Pulsar BP 8 World Outliner;
2. neperaute B Event Graph Level Blueprint’a;
3. 3axkmute knaBumny R (reference) u naxxmure JIKM.
Iloopobnee npo Level Blueprint yvumaiime 6 oghuyuanvHou 0OKyMeHmayuu.

B o6mieit apxutextype xoma Unreal Engine knmaccet Game State 1 Game Mode
UTpalOT  BOXHYK  pOJb, OJHAKO B  OCHOBHOM JUii  OHJadH-urp. [lis
OJTHOTIOJTL30BATEIILCKUX MIP 3HAYMMOCTh ITHUX KJIacCOB CHIDKaeTcs. [I0CKOIbKY co3aHue
CETEBBIX UTP HE PacCMaTPUBAETCS B JAHHOM Kypce, o poOHyr0 nHpopMaruio o Game
Mode n Game State BbI MOXKeTe y3HATh B O(hULIMATIBLHON JOKYMEHTAIIH.

Baiigure B Event Graph Pulsar_BP. /laBaiite n3aMeHuM mapameTpbl KOMIIOHCHTA
Point Light uepe3 xon. Ileperamure komnonent Point Light B mome Event Graph.
(pucynoxk 30).
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-2- Components

+Add|Component . ! Q gzg.‘ .r‘ ’ m "‘ »

® Pulsar_BP (self)

Save  Browse Find  Hide Unrelated Cla ngs  Class Defaults Simulation HEN

f Point Light )

> Event BeginPlay
[

| -
M My Blueprint
+Addew + -

4 Graphs +

Pucynox 30. I1epenecennviii komnonenm uz naneau Components ¢ oxue Event Graph 6yoem

gbleA0emb KaK HeOOoabuoUu HOO ¢ OOHUM EbIXOOHBIM NUHOM.

Beitssaute mun Point Light n HaGepute B moucke Set Light Color (pucynok 31).
Kak u B ciiyyae ¢ morcKOM HOJI, TOWCK HAa3BaHUM HYKHBIN ITapaMeTpOB HapaOaThIBACTCS
“c onpITOM”

; Point Light \

& Event BeginPlay Actions taking a(n) Point Light )
nent Object Reference -
4Rendering
-4 Components

= 4Lighting

f setLight Fallo

kA Compiler Results M Find Results

Pucynox 31. Hcnonv3yiime nouckogyro cmpoxy 0s Haxoxicoenus napamempos KOMHOHEHMO8.
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OOpartuTe BHHMMAaHHE, YTO, CJACAys JOTMKE 3IPaBOrO CMBICIA, BBl MOXKETE
IIOCMOTPETh HA3BaHUS HY)KHBIX BaM [apaMETPOB, Ha)KaB Ha KOMIIOHCHT. Bbl MoxeTe
nornpoOoBaTh BBOIUTH Set Intensity, Set Attenuation Radius m mpouwme B mowmcke

cBoiicTB kommoHneHnTa B Event Graph, 4ToOBl M3MEHATh WM IOJy4aTh WX 3HAYCHHUS
(pucynox 32).

4 Light

Intensity

* Light Color
Attenuaticn Radius
Source Hadius
sSoft Source Radius
Source Length
Temperature
Use Temperature
Affects World
Cast Shadows
Indirect Lighting Intens |

Volumetric Scattering | R

Pucynok 32. Ocnosnvie napamempul (unu ceoticmea) komnonenma Point Light. Ber mooiceme

obpawamucs k Hum 6 oxne Event Graph.

Cesoxute HOnl Begin Play u Hon SetLight Color, BeiOepuTe *enaemblid LIBET, HAKAB
Ha MaJCHBKUN YEPHBIA KBAJApaT, PENPE3CHTUPYIONTUN YEePHBIN MBET (I10-YMOJIYAHHIO)
(pucynok 33,34). CKOMIUIUPYHTE U 3aIyCTUTE MPOEKT.

[IBet ucrounuka cera B Pulsar BP momkeH moMeHsThCsl Ha BRIOpAaHHBIN BaMHu.

P.S. OOpatute BHHMMaHHE, YTO BBl MOXXETE «pPazo0parh» OOJBIIMHCTBO MHUHOB
COCTaBHBIX THUIIOB IAHHBIX HA MPOCTHIC TUMHI TaHHBIX. HaxxmuTe Ha mua New Light Color
[IKM u Beibepute Split Pin. [Ipu xenaHum BbI CMOXKETE yKa3biBaTh I[BET B ¢dopmare
BekTopa RGBA. DT0 MOXET NPUTrOaUTHCS IPU F'€HEPALMU PAHIOMHBIX LIBETOB.
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Point Light
_J Set Light Color
<> Event BeginPlay Target is L
- |g ] L ’ Color Picker =

Target
3 Drag & drop colors here to save - sRGB Preview
New Light Color

SRGB E

old

Find Results

FFOOOOFF

Hex sRGE gz

Cancel

Pucynox 33. Buibepume nyacnoiii yeem ons apeymenma New Light Color ¢ narumpe.

yf Toolbar,

~ S w B
iy - W ® o # =
Compile Save Browse Find  Hide Unrelated Class Settings  Class Defaulis Simulation

28/ Wport f Construction Scrip == Event Graph

H >

Pucynox 34. He 3abvi6aiime naxcumams na knonky Compile. Ilpu nanuuuu owubok uxonka

Compile uzmenumecs.

Teneps caenaem Tak, YTOOBI MCTOUYHUK CBETA MJIABHO MU3MEHSJI CBOIO HHTEHCUBHOCTD
¢ 0 mo 5000 co crapra urpsl B Teuenue 10 cekyna. J[Jiss 3TOro0 MOKHO MCIIOJIb30BaTh
nosie3Hslid HOA Timeline, CKOpO BBl MOWMETE, YTO ATOT HOJ YacTO HMCIOJIB3YeTCS B
IEMMIUICHHBIX U BU3yaJIbHBIM 3a1a4ax.

Jlo6asbTe HON Timeline, HaxkaB [TKM u HaGpaB B noucke Add Timeline. Ber MmoxkeTe
JaTh COOCTBEHHOM Ha3BaHWE HOAY TaimuaiiHa. OOpaTuTe BHHMMaHHE, YTO y HOJa
Timeline nMeeTCs HECKOJIBKO BXOASIINX MTMHOB I execution “npoBoaoB” (Pucynok 35).
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Point Light

Calor Chanu | :
o)

/" et Light Color

& Event BeginPlay (® ColorChanger
4

Pucynox 35. Hoo Timeline ¢ umenem ColorChanger.

[Ilenxkuute nBa paza mo Hoay Timeline - y Bac OTKPOETCS OKHO PEIaKTHUPOBAHUS
kpuBbIX - Curve Editor. Bel MoxkeTe cienath KpuBbIe MOJT HECKOJIBKO THUIIOB JAHHBIX, MTO]T
float, vector, color u naxxe event. BeiOepute 3Hauok f+, 4T0OBI JOOABUTH KPUBYIO IS
float 3nauenuii. Be MoskeTe naTh Ha3BaHWE KPUBOH, [Tt ynoocTBa (pucyHok 36).

C
E Length m B Use ne? [l AutoPlay [l Loop [ B \gnore Time Dilation

lo.00 0.25 0.50 0.78 1.00 1.25

€D x|::*_=|:: WE

Pucynox 36. Oxno pedakmupoganus Kpuewix.

Haxxmure TTKM Ha mobom yuactke kpuBoi u BbiOepere myHkr Add Key to
CurveFloat_0. [lo6assist TakuM 00pa3oM KJIFOYH, BBl MOXKETE IIOCTPOUTH COOCTBEHHBIM
rpadyK U3MEHEHHUS TPOOHOM BEITMYHHBI.

Hcnonp3yiiTe KHONMKHA MAacHITA0MPOBAHHS 1O INHPHHE M BbicOTe (pucyHOK 37),
9TOOBI YBUCTH MOJHOIEHHYIO KAPTHUHY TOTO KaK BBITJISIIUT KpUBasi. TakKe BBl MOXKETE
yKa3bIBaTh TOYHOE BPEMsSl M 3HAYEHWE TOYKA KPUBOW B COOTBETCTBYIOIIMX TOJISX.
OOparuTe BHUMaHHE, YTO BBl MOXKETE H3MCHHUTH IPOJOJDKATEILHOCTH BO BPEMCHH
MHTEPITONIALNN 3HAYCHUS 110 KpUBO# B rmosie Length (o ymouanuio 5 cekyHn).
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Length m I Use Las 7 [l AutoPlay [l Loop [l Replicated [l Ignore Time Dilation

4 0.00 1.00 2.00 3.00
=E

Pucynox 31. Bvl moswceme pedakmuposams npoooadcumenbHOChb U3MeHeHUs] NePeMeHHOII.
Ilepemennas Length. Bei6pae konkpemmuyio mouxy na Kpueoil, 8bl MONCEme U3MeHsMb eé

napamempusl 6peMeHU U 3HAYEeHUAL.

Bbl MoxeTe M3MEHUTh XapaKTep HHTEPIOSAIUN MEXKIY KIIOUEBBIMU TOUYKAMHU
(xrouam, keys) KpuBoii, HakaB Ha BeIOpaHHYI0 TOUKy [TKM (pucynok 38).

| e Auto
LY
*_ Lser

7 Break

* T
« LINear

L T P
+ Constant

L.t Flatten

aighten

Pucynok 38. Hzmenenue muna unmepnonsyuu KOHKpemnou mouxu. Bvl moosceme vibpams

HECKOJIbKO mo4eK Kpueod U USMEHUMb URMEPNOIIAYUIO 0Nl 6Cex HUX 0()H06p€M€HHO.

Co3paiite KpUBYIO, MTPOAOJDKUTEILHOCTHIO B 10 CEKyH/, C HaYaJIbHBIM KJIIOYOM B
Time 0 u Value 0 u BropbiM kitouoMm B Time 10 u Value 5000. He 3a0yabTe yBEeIM4UTh
Length no 10. YcTanoBrUTE HHTEPHOJSALUIO HA 00EUX TOUKAX B pexUM Auto.

Bepuutecy B Event Graph, o6patute BHUMaHue, yTo y HoAa Timeline mosiBuics
BBIXOJSIIMM TMH 3€JIEHOr0 IBETa C HAa3BAHUMEM Ballle KpuUBOM. BpIXOIHOW nNHUH
BoImosiHeHUs Update BBITTOTHSAETCS KaX bl KaJp B TCUCHUE HHTEPIOJISIINH 3HAYCHHUSI 10
Bceit kpuBoii. Coemamuute ero ¢ HomoM Set Intensity xommonenta Point Light.
CoenuHuTe BHIXOAHOM aprymeHT Intensity (v Ha3BaHue Ballieii KPUBOM) C apryMEHTOM
New Intensity (pucynok 39).
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" ColorChanger

[ Set Intensity

Update pp ————™ o P

> Play from Start Finished [ T —~ Target
Point Light )
Direction ______——— @ HNew Intensity

Intensity @ = M

rerse
serse from End
et New Time

O New Time [0

PZ/lC)/’HOK 39. Jloeuka uzmeneHuss uHmeHCUBHOCMU C8emd 6 3a6UCUMOCIU OM Kpueoﬁ 8 HoOe

Timeline.
3anycTUTe MPOEKT, MHTEHCUBHOCTH cBeTa B Pulsar BP nomkHa nnaBHO HapacTatk.
2.3 BapuaHTbI CAMOCTOSITEJILHOIO 32/IaAHMS:

Ha ocnoBe Pulsar BP cpaenaiite Tak, 4ToObI Ha cTapTe:

1. Point Light uarencuBHocTh 0, HO Yepe3 5 CEKYH/ MOCJIE CTapTa UTPhl HAYMHAET
MyJIbCUPOBaTh BOJHOOOpa3HO 4 pa3a, ¢ aMIUIUTYI0M MHTEHCUBHOCTH OT 0 10
10000 B Teuenue 10 cexyHn.

2. NnrencuBHocth Point Light paBHomMepHO m3mensercs ¢ 1000 mo 10000 u
obpatHo mo 1000 B Teuenue 6 cexkyHn co crapra urpsl. [lo oxoHYaHMIO,
u3mensiercss et Point Light Ha mr000i apyroit U MOBTOPHO 3amycKaeTcs
TalMJIalH, ITUKIT TIPOJI0JIKAETCSI OECKOHEYHO.

3. Lsert Point Light kpachbrii. UnTencuBHOCTh Point Light BeipacTtaet ¢ 0 1o 20000
B T€YEHHUE 3 CEKYyH/]I, 3aTeM MeHseTCs BeT Ha cuHuid 1 yosiBaeT ¢ 20000 1o 0 B
TOM ke TahmiaiiHe. [Io Bo3BpalmeHn0o UHTEHCUBHOCTH B 0 LIBET MEHSAETCS HA
KpacHbIi. [{uki mpoomkaeTcs 6ECKOHEUHO.

3ansaTue #3 IIporpammupoBanue Ha Blueprints. Yacts 11
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3.1 Pe3yabTarbl 3aHATUA
- yMeTb co3/aBaTh COOCTBEHHBIE COOBITHS (events) B Blueprints;
- yMeTb co3aBaTh cCOOCTBeHHbIN QyHKIHH B Blueprints;
- yMeTb co3/aBaTh COOCTBEHHBIC TIepeMeHHbIe B Blueprints;
- yMeTh J00aBJsITh package B MpoOeKT;
- yMeTh JeTeKkTupoBath Kosum3uu B Unreal Engine 4.

3.2 Teoperuveckue cBeIeHUs
B cucteme Blueprints Bl MOkeTe co3/1aBaTh CBOM COOCTBEHHBIC COOBITHS (EVents) u
GbyHKIMHA. DTO UMEET CMBICT JeNIaTh, 4YTOOBI M30€KaTh TOBTOPEHHUS OJHOTHITHOTO KOAA
¥ ONTHMHU3UPOBATH APXUTEKTYPY KJIACCOB Ballel WTPhl. 371eCh M Jajiee MO CIOBOM
coObITe Oyner mojpa3zymeBatbest €vent. s Toro, 4ToOBl cO37aTh COOCTBEHHOE
coObrtue, Haxmute [IKM B Bamem Event Graph u na6epute B noucke Add Custom Event.
JlaiiTe Ha3BaHue BalieMy coObITHIO (pUCYHOK 40).

<> Event BeginPlay
(]

<& Start Effect _f Set Light Color

»
Target
Point Light
New Light Color .

Pucynok 40. Ionvzosamenvckoe cobvimue Start Effect u nooxnmouennwiii noo Set Light Color.

BbI30B  10JIb30BaTENBbCKOTO COOBITUSL COBEPIIACTCS MOJOOHO KIIACCUYECKUM
NpaBWiaM MPOrPAMMHUPOBAHUS - 10 HANMCAHUIO UMEHU COOBITHS (Tak jKe, Kak 3TO
MPOUCXOIUT C BBI30BOM (YHKIIMH). BrITsiHUTE coemuHeHne u3 coobiTrst Event BeginPlay
U OTIIyCTUTE, HaOEepUTE B MOMCKE UMs Ballero coObITUS - B OMMCAaHHOM Ipumepe Start
Effect (pucynok 41).
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<> Event BeginPlay
D) f Executable actions Context Sensitive
Startef] X

4 Call Function

©

Pucynox 41. Bvi306 nonvzosamenvcrkozo coouimus Start Effect 6 coosimuu BeginPlay.

Bbl MoxeTe 100aBisATh BXOJHBIE apryMEHTHI [l Bamux coObITil. [llenkHure Ha
HOJI Baliero coowITus U B maHenu Details qo0aBsTe aprymeHnTsI B oJie Inputs. Bel Mokete
JaTh HA3BaHMs BalllUM apryMEeHTaM, a TaKKe BbIOpaTh THUN JaHHBIX (PUCYHOK 42).

) Details

a a "‘ ’ B Fulsar BP~ e} el

Debug Filter 4 Graph Node

Class Settings  Class Defaults Simulation Play
Name Start Effect

4 Graph

Mot Replicated -

Call In Editor [ ]

Replicates

L4
4 Inputs

» CITIT T PV

| © Start Effect | J Set Light Color
i e o i e

New Param T —— Target

Point Light
New Light Color [l

SRGB @

Pucynox 42. Jlobasnenue 6x00HbIX apeymeHmos 05l NOIb308AMeNbCKO20 COObIMUSL.




CospmaiiTe ciemyrommii apryMeHT Barrero uBeHra: ums New Color, Tun maHHBIX
Linear Color. CshxuTe OSIBUBIIHIACS ITUH B HOJIC MBEHTA C BXOSAIIMM TMHOM HoJia Set
Light Color (pucynok 43). O0patuTe BHUMaHHE, YTO BBl MOXKETE M3MCHATH BXOIHOU
apryMEHT B HOJIC BbI30Ba BaIller0 HBEHTA.

__ L[| ||| | “& start Effect
<> Event BeginPlay Target is Pul

»b—h
Target [ self]

New Color .

< Start Effect _ set Light Color

r - P
New Color Point Light Target

New Light Color

SRGB B

Pucynox 43. Obpamume enumarnue, umo apeymenm coOblmusi NOSBUILCS 8 HOOE 8bl308A BAULE2O

cobbimusl.

[lonpoOHee Tmpo MOJIB30BATENLCKHE COOBITHS BBl MOXETE MPOYUTATH B
opuIManbHON JOKyMEHTAIUH.

YroOsl co3math cOOCTBeHHYI0 (yHKIIMIO, Tieperaute B nmanens My Blueprint, B
na”ens Functions, HaxMuTe Ha 3Ha4YOK +, 4TOOBI T0OABUTH HOBYIO (DYHKIIHIO. BbI Tarke
MOJKETe J1aTh €l COOCTBEHHOE UMsI (PUCYHOK 44).

B MomeHT co3naHusi HOBOM (DYHKIIMM y Bac MOSIBUTCS AJIEMEHT ¢ UMEHEM Ballei
¢bynkunn. Bece QyHKUIMM ONMUCHIBAIOTCS B CBOMX OTHAENBHBIX OKHax. OTIU4MTENbHAs
0COOCHHOCTh (DYHKIMU OT COOBITHI 3aKIO4YaeTcss B TOM, YTO (PYHKIHH HE MOTYT
MCIIOJIh30BaTh HEKOTOPKIE HOABI (Hanmpumep, Timeline), a Takke, B OTJIMUKE OT COOBITHH,
MOTYT MMETh BBIXOJHBIE apryMEHThl. BXOJHBIE U BBIXOJHBIE APryMEHTHI (PYHKIHUU
yka3biBaroTcs B nanenu Details mpu Haxkatnu Ha HoJ Baied QyHKIIUU (PUCYHOK 45).
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M 1 Bluenint > Start Effect

varimbles
T ompeonenis
EdaticMesh
E Compiler Results
DetaulSoenefost

Event Dispatchers

Pucynox 44. Ilore Functions cooepoicum cnucok 6cex noib306amenbCkux QyHKyuil, Komopwle

C030aHbl 8 8auiemM Kiacce.

=2 Viewport f Construction Serip m= Event Graph f Addcolors

7 f >

Drag Off Pins to Create/Connect

B Add Colors

Pucynox 45. J[nsa kasxcooi ¢hynkyuu cozoaemcst omoenvHasi 6KIA0KA cO C8OUM OKHOM, 8

KOmopom nuwemcs 10cuKda.

JlaBaiite HammmieMm (YHKIMIO, KOTopas OyJaeT CKiaapiBaTh aBa IiBera (Linear
Color) u Bo3Bpamiare pe3ynbTupyromui 1nser (pucyHok 46). Tak e, co3maiTe aBa
BXOHbIX aprymenTa C umeneM Colorl u Color2 tuma nanusix Linear Color u BeixomHoM
apryment ¢ umerem ResultColor tuma Linear Color.
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= Add Colors

. _
Color 1

L e A
. Call In Editor

i Result Color 4 Inputs
Color 2

> CE T NG x
> CEON T N x

4 Outputs

ResultColor @@Linear Color « uu x

Pucynox 46. Obpamume sHumaHnue Ha apeymeHmsl U UX Mmunvl OAHHBIX.

Bepuémcs B Event Graph, Be130B (yHKIIMH BBITIOJIHSIETCS] HOJIOM C UMEHEM (DYHKITUU

- TaK €, KAK U B CUTyallUM C KaCTOMHBIMU MBEHTAMHU U B CUTYallMH KJIACCUYECKOTO
porpaMmMupoBanus (pucyHok 47).

 Add Colors “& Start Effect
<> Event BeginPlay Target Target I
P — » P —

Target | :::::Ir'| Result Color

]
Target [ self|

MNew Color

Pucynox 41. Bvi306 ¢hynxyuu ocywecmensemcs Hanucanuem eé umenu

WNHorna He siBnsieTcs 00s3aTeNbHBIM HajdMuue Yy (PYHKIIMU execution COeaMHEHUS,
IS 3TOTO BBI MOKeTe BKIIIOUUTh (hiar Pure B manenu Details Bameit pyrkiuu. B Takom
cily4ae BUJ BbI30Ba Bauleil GyHKUIUU MTpeoOpa3utcs (PUCYHOK 48).

> Event BeginPlay

& Start Effect
»

" [ Add Colors
Color 1 i Result Color

Color 2

Pucynok 48. Pure ¢hynxyus ne umeem execution coeounenus.
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B manmenm Details ¢gynkmmm BBl MoxeTe ykaszatb Access Specifier (ypoeHb
nocTymna) B Buje kinaccuueckux Public, Private u Protected.

[ToxpoOHee npo GpyHKIMK YuTakTe B opuIHaIbHOM nokymenTanuu Unreal Engine.

KoneuHo ke, BB MOXKETE CO3/1aBaTh CBOM COOCTBEHHBIC TIEPEMECHHBIC M TaKXKE
JlaBaTh UM YPOBEHb JIOCTYIA (PUCYHOK 49).

raphs
4m2 EventGraph
<> Event BeginPlay
> Event ActorBeginOverlap
<> Event Tick
& Start Effect
4 Functions |
1 ConstructionScript
‘f AddColors

Macros

4Variables

4 Components
StaticMesh
PointLight
DefaultSceneRoot .

EY compiler Results /™ Find Results

Event Dispatchers

Pucynok 49. Bo eéxnaoxe Variables nepeuucnenwt 6ce nonvsosamenvckue nepementuie.

Unreal Engine 4 moagmepkuBacT BCE OCHOBHBIE THIIbI JaHHBIX (I[CJIBIC YHCIIA,
IpoOHBbIe 4mcia, bool 3HaYeHMs, CTPOKOBBIC 3HAYEHUS M JPYrHe) U MHOXKECTBO
KOMILJIEKCHBIX THIIOB JIAaHHBIX, TAKME KaK KaK BEKTOPHI, CIIMCKH, I[BETA U TIPOYHE.

JlaBailiTe TIpUBHECEM WHTEPAKTHUBHOCTh B TIPOEKT M J00ABUM YIPABISIEMOTO
nepconaxa. [locne coznanust Blank mpoekrta Bbl MokeTe J00OABUTh CTAHJAPTHBIC ACCETHI
JIPYTUX TEMILICHTOB MPEIJI0KCHHBIX B HAYaJILHOM IIIare COo3JaHus IMPOSKTa.

JlobaBbTe KOHTEHT OT TeMiuiciTa (1rabnona) Third Person, HaxkaB Ha 3eleHyIO
kaonky Add New okxuna Content Browser, a 3arem BbiOpaB nynkr Add Feature or
Content Pack (pucynoxk 49,50).

[Tocne mo6GaBIeHUS KOHTEHTA BbI YBUIMTE, UTO MOSBUIIMCH HOBBIC MAITKH C (DaiiylaMHu.
B manke Third Person BP -> Blueprints Bbl MOkeTe HalTH OJIFONIPUHT YK€ HACTPOSHHOTO
nepcoHaka. Bel MojkeTe mompoOoBaTh MEepETaIINTh €r0 Ha YPOBEHB, OJTHAKO TIPH 3aITyCKE
UTPBI OH OyAEeT HEMOABUKEH. DTO CBSA3aHO C TEM, UTO Ha JIAHHBI MOMEHT B CTAaHJIAPTHOM
GameMode grcToro mpoekra yrnpasisieMbIM EPCOHAKEM MO YMOIYAHUIO YCTAHOBIICHA
napsiiast kamepa. B manke Third Person Character nexut nyxubiit Ham Game Mode
JUTS TIEPCOHAXKa OT TPETHhETo JInia (PUCYHOK 52).
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= R = N
dd features and content packs to the project. [N

hAddNew~ & Import [ SaveAll & 5 | & Content »

> mm Engine Content

Pucynox 50. /[ns dobasnenus 0ononHumenbHbix CmaHOapmHulX Accemos UCnob3yLme Onyuo

Add Feature or Content Pack.

u Add Content to the Project

8 Blueprint Feature ‘g C++ Feature Q Content Packs

Puzzle Rolling

s WS

Top Down  Twin Stick Collab Handheld Side Third Person
Shooter Viewer AR Scroller

The third person pack features a playable character where the camera is
positioned behind and slightly above the character. As the character
> y & moves using mouse, keyboard, controller or virtual joystick on a touch
Q = s \ \ device, the camera follows the character, observing from an over-the-
.- shoulder point of view. This perspective emphasizes the main character
and is popular in action and adventure games. The example map in the

2D Side Vehicle Virtual Vehicle pack contains several objects that the player can jump upon.

Scroller Reality Advanced

4 Addto Project

Pucynok 51. Boavuwuncmeso cmanoapmuwix accemos Unreal Engine 4 nocssuwyenvi

pPacnpocmpaneHHbiM UcpoeblM JHCARpAM U munam npuﬂoofceﬂuﬁ.
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== Content Browser o Levels

I AddNew~ & Import [ESaveAll & - | & Content » ThirdPersonBP » Blue

PEY Search Paths OIEBRAIICERM =-=rch Elueprints
4@ Content
I Blueprints
[ Il Geometry
[ Il Mannequin
[ I Third
A 5% ThirdP
|
B Maps

" mm Engine Content

2 items

Pucynok 52. Haiioume 6110npunm-kiacc cmaioapmuoco ynpasiaemozo nepcoHaica 8 nanke

Blueprints umnopmuposannoco konmenma.

YroOsl ycraHoBuTh 3T0T GameMode, HaxxmuTe Ha kHONKY Blueprints Bepxueii

naHenu - Project Settings: Game Mode-> Select GameModeBase Class->
ThirdPersonGameMode (pucyhok 53).

@ PulsarBP

u
(2] remese) 91 3]

= ARSharedWorldGameMode
™ FunctionalTestGameMode
= GameMode

= GameModeBase

© RenderToTexture_Game
= Third

& Levels

& AddNew~ X Import Save All & 5 | & Content » Maps

Pucynox 53. Jlocmyn k 6a306bim Hacmpoukam 102UKy npOeKma MOXCHO HAUMu, HaXcae Ha

kronky Blueprints.

TCHGpB IIpr 3allyCKC IMPOCKTa BbI CMOXKCTC YIPABJIATH IMEPCOHAKEM, OAHAKO HX
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Oyzmet aBoe (TIpU YCIOBHH, YTO BBl HE YAAIWIN MTOCIIE TOTOP KaK MOCTABWIIA HA YPOBEHb
NEepBEI pa3). ITo cBsa3aHo ¢ Tem, uro ThirdPersonGameMode mo ymondanuto co3maer
OmonpuHT TiepcoHaxka B mo3unmu akropa Player Start. Ber moxere mbo ynanuts
MPONIOTO TepcoHaxka, b0 HaWTh mapametp Auto Posses Player B Omonpunte
MEpCOHaKa M TMOCTaBUTh ero B 3HaucHue Player 0. Takum o0Opa3oM, MEpCOHAKX,
BBICTABIICHHBI Ha YPOBHE, aBTOMAaTHICCKH OYIET SBIATHCS YIPABISIEMBIM IEPCOHAKEM
10 YMOJYaHHIO (PUCYHOK 54).

5) Details

o Thidpersoncharacter -

#+ Add Component - o Edit Blueprint ~

Search Components

. ThirdPersonCharacter (self)

S @ @ =2 1)

4 8 CapsuleComponent (Inherited)
+ Mesh (Inherited)
4 o CameraBoom (Inherited)
FollowCamera (Inherited)

autoPo

4 Pawn

Auto Possess Player QuEVIIRY Al
Auto Possess Al Placed in World ¥

‘

Pucynox 54. Hcnonw3yiime nouckosgyro cmpoky, umoowvl Hatimu HyxcHblil napamemp (Auto

Possess Player) na o6wexme ThirdPersonCharacter.

JlaBaiiTe ciemnaeM Tak, 4ToObI IPU MPUOTMKEHUHU HAIIETO TIEPCOHAXa KOHYC MEHSUT
[[BET Ha paHJOMHBIA. B mepByro odepens naBaiite mpobaBum Sphere xommaiinep B
Pulsar_BP (pucynok 55).

4+ Add Component - o) y¢ _ ! /@ a#\

® Pulsar_BP (self)

L J
Compile Save Browse Find Hide Unri

4@ DefaultSceneRoot -
® PointLight
iy StaticMesh

=e Viewport f Construction Scrip -

(-

Pucynok 55. Jlobasbme komnonenm Sphere x kraccy Pulsar_BP.

YOenurech B TOM, 4TO TpeceT (HAacTpoWku) maHHoro Sphere koutaiinepa
ycranosiieH B cocrosiare Overlap All Dynamics (pucynox 56). [Togpo6uee mpo To, Kak
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paboraer kommmsus B Unreal Engine 4, Bbl MoXeTe Yy3HAaThb B OQUIIMAIBHOM
JOKYMEHTAIIH.

Generate Overlap Events

OverlapAllDynamic v

Object Type

Pucynok 56. Hacmpotixu konnusuu modxcro naumu 6 ooracmu Collision ¢ nanenu Details (ecau 6

OaHublll MOMenm svlOparn komnonernm Sphere)

Ortkpoiite Event Graph xnacca ThirdPersonCharacter Blueprint, Bl yBugure,
YTO TaM HaNMcaHa 4YacTh JIOTUKH, CBs3aHHAs ¢ TepenBrkeHneM. OpUEHTHPYSCHh Ha
MMOT00HBIE TOTOBBIC OJIOMPUHTHI, BBl MOXETE MOTPESHUPOBATHCS W HAMHUCATH JIOTHKY
NEPEIBIKEHUST  CBOETO  COOCTBEHHOTO  IEpcoHa)xa. BpibepuTe  KOMITOHEHT
CapsuleComponent mepconaxa, npoiucraiite nanenb Details mo 6moka Events. Bol
MOXETE BUJIETh HA0OP 3€JICHBIX KHOIOK - 3TO pa3ju4YHbIE UBEHTHI, 00padaThIBaroIne
COOBITHS, CBsA3aHHBIC ¢ Koyumm3ued manHoro CapsuleComponent. Kaxnubiii u3 3THX
MBEHTOB IpEeAHA3HAYCH JJI PA3HbIX “‘XapakTepoB’ KOJUTU3UH (PUCYHOK 57).

[TogpobHee o Bcex COOBITHAX, OOpabATHIBAIOIIUX KOJUIU3HMIO, B O(UIIMATILHON
JIOKyMEHTAITUH.

Beioepure Event OnComponentBeginOverlap. Byaer co3man HOBBIH HOJ.
AprymenT OtherActor OyzeT 3anucbIiBaTh B ce0sl CCHUIKY Ha aKTOpa, KoJulaiiep KOToporo
Ham nepcoHax mepeceuér. Hox Cast To sBrnsercss HOIOM NPHUBOIAIIMM aKTOpa K
ompeneneHHoMY Kiaccy. [lepBoiii BEIXOAHOM MUH 3TOTO HOZAA OYJET BHITIOJIHATHCS, €CIIN
npuBeneHue Tumna npounuio ycrnemHo. Ilpueaute (coepmmte Cast) OtherActor k
Pulsar BP (pucynok 58) u BeIBeauTe UMl Haliero o0beKTa Kiacca.
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Hely

’ ) ¥ Toolba
e — . ] P« d - B Db m

§ ThirdPersonCharacter (self)

iz Debug Filter rtual ure
| 4§ CapsuleComponent (inherited) |- wport £ Constricion s e P

v + 8

FEFEEFEEEFTEEEEEE

Pucynok 57. Cnucokx docmynnwix cobblmuti KOAIU3UU MONCHO HAUIMU, HANCAE HA KOMNOHEHM

Capsule Component.

<> On Component Begin Overlap (CapsuleComponent) »+ Cast To Pulsar_BP | Print String
» e

Overlapped Col t Object 7 o In String
Get Display Name
Development Only,

Object Return Value
| v

Pucynox 58.

3anyctute npoekT. Temepb, NpH NPUOIMKEHHHM MEpCOHaka K OOBEKTYy Kiacca
Pulsar_BP, B koHCO0JIb TOJDKHO BBIBECTUCH HMsI 00BEKTA (PHCYHOK 59).

Pucynok 59. Bvi600 umenu knacca Pulsar_BP 6 koncone.
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Peammsyiite ¢ynkmuio SetRandomColor B Puslar BP u Bbe3oBUTE €€ mnpu
npuOIMKEeHUN TiepcoHaxa (pucynok 60, 61).

—_— ————
{ Point Light ) _J Set Light Color

¥ Set Random Color

_J Random Float

Target

Retun Value @ —— @/ New Lt Coky R
@ New Light Color G

| Random Float / @ New Light Color B

Return Value @ O New Light Color A [7,0]

J Random Float SRGB A

Return Value @

Pucynok 60. @yukyus Random Color 6 Pulsar BP, Random Float 6o3épawjaem
ncegoocaydatinoe 3naverue om () 0o 1.

= “$ set Random Color
<> On Component Begin Overlap (CapsuleComponent) »+ Cast To Pulsar_BP Target is Pulsar
PP —

Object W )] Target

Pucynok 61 @paemenm xooa uz Third Character Blueprint - noo Cast To npu ycnewiHom
npusederie muna 6036pawaem CColiKy Ha 00beKm Kiacca, K KOmopomy co8epuiaemcs npuseoetue,
yepes KOMOPYIO Mbl MONCEM BbI36AMb 6Ce NYOIUUHbIE YYHKYUU U UBEHMbL OAHHO20 KIACCA.

P.S. 3auactyro “memieBiie” (MMeeTcsl B BUJly ONTHUMU3AlMs) UCHOJIb30BaTh TETU U
uHTEepenchl, YTOOBl OMNPENETUTh OOBEKT, C KOTOPHIM MPOUCXOJUT KOJUIU3ZUS.
HuTepdeiicbl OynyT pacCMOTPEHBI B CIELYIOIIEM 3aHATHH.

3ansTue #4 Padora ¢ maTtepuanamu. Material Editor
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4.1 Pe3yabTaThbl 3aHATHA
- yMETh CO3/1aBaTh COOCTBEHHBIE MAaTEpPUAJIbI;
- yMeTh IIucaTh COOCTBEHHBIE LICHAECPHI 1JI1 MaTEPUAIOB;
- yMETh CO3/]aBaTh IK3EMILISIPhl MATEPUATIOB;

YMETh MPUMEHSATh MaTepHUabl HA MEIIIH;

4.2 TeopeTudeckue cBeIeHMS

Material Editor — 310 HOMOBBII pelakTOpP, MO3BOJISIONUINI TUCATh IICHIECPHI IS
MaTEPHUAaJIOB, KOTOPBIE MOTYT OBITh IIPUMEHEHBI JJIs Pa3INYHON reoMeTpuu - Static mesh,
skeletal mesh mim OBITH MCITOJIL30BAHBI B CHCTEME YACTHII.

Coszpaiite B npoekre manky Materials, 3atem kiaukuaute IIKM B mamnke, 4ToObI

A Material is an asset which can be applied to a mesh to control the visual look of the scene.
G| When light from the scene hits the surface, the shading model of the material is used to calculate how the

W Warning: Creating new materials directly increases shader compile times! Consider creating a Material In
i hold (Ctrl + Alt) for more

Brightness

4 Rendering

Visibl

BY output Log el
i AddNew~ X Import € 5 | &= Content » Materials T ] 4Tags

Component Tags

4 Activation

3

etry Auto Activate
b @8 Mannequin
=

4 Cooking

- - Us
© i ThirdPersonBP Drop files here o eate content. Is Editor Only

> mm Engine Content

* g Engine C++ Classes 4 Replication

Pucynok 62. Cozoanue accema muna Material.

Jaiite Ha3zBaHue cBoeMy Matepuany (B naHHoM npumepe LowPolyMaster) u
otkpoiite Material Editor aBoiinsiM kimukom o marepuaiy. Otkpoercs Material Editor.
LlenTtpanpHas o00NacTb — 93TO HEMOCPEACTBEHHO MPOCTPAHCTBO, B KOTOPOM
BhICTpaMBaeTcs Jioruka mieiaepa. B Material Editor’e ucmonb3yetcst cBoit Habop HOJI.
Celivac TaM €CTb JIMIIb OJIUH IJIABHBINA BBIXOIHOW HOJ (PUCYHOK 63).
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Pucynok 63. I'nasnoe oxno Material. B ném 6wt suoume 2nasnoiii 8b1X00HOU HOO.

[Manens Viewport oToOpaxaer To, KaK BBINVIAIUT MaTepHUajl Ha TECTOBBIX MEIIax.
BbI MOXeTe H3MEHUTH MPEBBIO-MEIII, HAKaB UX UKOHKH B TIPABOM HIDKHEM yTiy Viewport
(pucyHnox 64).

Pucyrnok 64. I[lanenv Viewport.

[Tanens Details moka3swsiBaeT CBOMCTBAa BEIOPAHHOTO HOJA, €CIIM HU OJWH M3 HOJIOB
HE BbIOpaH, oTOOpa)xaroTcsi OOIMe CBOMCTBA JaHHOTO Ieijepa. B oOmux cBoicTBax
MO>KHO HACTPOMUTH THUIl MaTepuaja (IOBEPXHOCTh, OCT-MPOIIECC U T.1), THII IICHINHTA,
BUJI TIPO3PAYHOCTH M IpoUne (PUCYHOK 65).
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Pucynox 65. Ianenw Details.

[Tanens Stats oroOpaxkaet cTaTUCTUKY Mo Matepuainy. O6parure ocoboe BHUMaHUE
Ha TO, 4TO MATCpHall HC MOXKCT COACPKATH B cebe Ooiee 16 TCKCTYPHBIX CCMILJIOB
(Textures Samples) (pucyHok 66).

Pucynox 66. Ilanens Stats.

[Manensb Palette comepxut circok Bcex NOCTYHHBIX HOzOB st Material Editor. Bur
MoskeTe niepetackuBath [IKM HysxHbIe HOBI B Graph wiu ske mEenKHyTh 110 CBOOOIHOMY
MPOCTPAHCTBY B rpade U HaAWTU HOJ, UCTIONb3Yys CTPOKY MOHCKa (PUCYHOK 67).
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Pucynox 67. I[lanens Palette. Cuompume ouyuanviyio doxymenmayuro, umoowl 6bisCHUNb

HA3HAYEHUsL MHOJCECMBA HOO08E.

JlaBaiiTe caenaeM MpoCTo IIeiaep, Ha OCHOBE KOTOPOro OyAeT coOpaH MaTepual
C HECKOJBKHMH IPOCTHIMU IapamMeTrpamMu - OCHOBHbIM IiBeToM (Base Color wniam
Albedo), metamrunoctero(Metallic) n mepoxosatocteio(Roughness). B nanpHeiimem
B JAHHOM IOCOOMHM OyIyT HCIOJB30BAThCS MMEHHO AHTJIOS3BIYHBIC TEPMHUHBI JIJIS
OMKCAaHUS IMapaMEeTPOB MaTepuajga, TaK KaK WMEHHO OTH TEPMHHBI IIIHPOKO
WCITOJIB3YIOTCS TP KOMMYHHUKAIIUWA B HHTyCTPUH BHJICOUTPHI.

Bonbiioli HOA ¢ MMEeHeM Ballero marepuana u crnuckom muHOB (Base Color,
Metallic, Specula, Roughness u T1.1.). Haxxmure [IKM Ha nun Base Color u BeiOepute
BCIUTbIBatomid MyHKT Promote To Parameter - cosmactes Hon Tuma Vectord,
xpansui 1BeT RGBA. Bbl MokeTe coBepIIUTh MOJO0OHBIC MEUCTBUSA C KaXIbIM M3
MMMHOB MJIA CO3/1aTh HOJIBI Bpy4HYI0, HaxkaB [IKM B cB0oG0HOM MecTe (PUCYHOK 68).

OOparute BHUMAaHHE, YTO BbI MOXKETE€ U3MEHSTh 3HAYCHHS OTACIIBHBIX HOJIOB IO
ymoauanuio B manenau Details mocne Haxkatus JIKM Ha Hy>XHBIH HOJ (PUCYHOK 69).

BHuMmaTensHO M3yunTe 4acTh oduimanbHou gokymentanuu Unreal Engine 4,
nocesmiennyio Material Graph. B Hell comepXKuTcsi MHOIO IMOJCKA30K KacaTeJIbHO
ONTHMH3AIIMN U TIOIXO0JIOB K MPOSKTUPOBAHUIO YHUBEPCAITBHBIX MAaTECPHAIIOB.
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LowPolyMaster
@ Base Color
O Metallic

O specular

O Roughness

O» Emissive Color

Normal

World Position Offset

O Ambient Ocelusion

O Pixel Depth Offset

Pucynox 68. Hoo BaseColor umeem mun Vector

e B ] o’ " =

Save Browse Apply Home Clean Up [E00T 5 M Live Pr J LiveNodes LiveUpdate Hide Unrelated Substarnice [ Platform Stats  Preview Nodes

Base Color

Color Picker X

Drag & drop colors here to save SRGB Preview

Parameter Default: I.l

4 General

Parameter Name =)
4 Material Expression Vector Parameter
D Default Value o

4 Material Expression 4 Advanced

Group 44 0,504876 ~ 3117007373 |

Sort Priority _ I 0,422999 J
G
Desc v

I 0813768
4 Custom Primitive Data o CORELEETE 81DFDO00
TR T I A _ Hex sRGB [EREIETN

Primitive Data Index

4 Parameter Customization “ m

D Channel Names

Pucynox 69. Boi mooiceme mensimov 3HaueHus nepemeHHulx Ho0og 6 nanenu Details.




Haxxmute knonky Apply, uToObl ckoMnunpoBath mieinep marepuana. B Content
Browser menxaute ITIKM mo co3manHomMy marepuairy u Beioepute Create Material
Instance (mepsbiii myHKT). HazoBuTe CBOM AK3eMIUIAp MaTtepuasia. B jaHHOM npumepe
ConeMaterial (pucynox 70).

E| T Filters ~ EEEEINTEIENEIE

2 items

Pucynox 70. Coz0annbiii sk3emnisap mamepuaia Oyoem asmomamuyeck co30an 8 motl Jice

nanke, 6 KOI’I’lOpOlZ HAX00UICs macmep mamepudil.

OTKpBIB IK3EMILISIp MaTepraia, Bbl MOKETE HACTPOUTH €ro mapaMeTpbl. OTIeNbHbIC
AK3eMIUIAPHI (MHCTAHCHI) MaTepHalia MPUMEHSIOTCS K pa3HbIM MojensM. Hukorga nHe
NPUMEHSITEe pa3Hble OpPUTHUHAJbHBIE (POAUTENHCKHUE) MaTepHaibl K BalllUM MEIIaM,
MCTIONIE3YHTE MHCTAHCHI JTSI ONTUMH3AIH TTPOCKTA.

YToObl MPUMEHUTHh MaTepUal HAa MEII, BBl MOKETE MPOCTO MEpPEeTalluTh €ro M3
Content Browser Ha BblOpaHHBI Meml. Bbl Takke MOXKETe yKazaTb HEOOXOAMMBIN
Martepuan u3 okHa Blueprint unm yepes nanens Details B ocHoBHOM okHe Unreal Engine
(pucynok 71).

o
-

4 Materials

B ConeMaterial
Element O | & D 9

4 Physics
Simulate Physics .

Linear Damping

Angular Damping

Pucynox 71. Bui modiceme ycmanosums éaus mamepuan yepes none Materials evi6pannozo

mewa. Bol maxaice mosceme nonyuums oocmyn k nonio Materials npoepammno.

P.S. Coznmannbie “BpyuHyto” HOAbI TMNIOB AaHHBIX B Material Graph (mampumep,
Vector i Texture Sample) He sBIAIOTCS MEPEMEHHBIMH 110 yMOJIYaHut0. I 3TOro
BaM HY’KHO KJIMKHYTbh Ha HY>KHBIF HOJI ¥ BBIOpaTh Convert To Parameter (pucynox 72).
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" Texture Sample Or Pixel Depth Dffset

Uvs

L= U Convert to Parameter
v W MipBias .
Apply View MipBia ] Start i\ Converts the objects to parameters.

® Find Results

hader: 120 instruction

hader with Volumetric Lightmap: 194 instruction (@ View Documentation
riex shader 40 nstruction Add To Favorites
mplers: :

Pucynox 72. Konsepmayus nooa 8 nepemennyto npoucxooum uepes evioop onyuu Convert To

Parametr.

[Mogpoonee mnpo Material Editor Bel Moxere y3HaTh B O(HUIIHAIBHON
JOKYMCHTAITUH.

4.3 BapuaHTbI CAMOCTOSITEJILHOTO 3aJaHUS:
1. Cpenarp nmonuouneHubldi PBR wmartepuan c¢ texkcrypubiMu kaptamu Albedo,
Normal Map, Displacement Map.

2. Cpenats Marepuain, nBeT Albedo KoToporo rraBHO MEHSETCS W3 YEPHOTO B
OeJblil B peaibHOM BPEMEHHU.

3ansTue #5 Padora ¢ koutenToMm B UE 4 II. Animation Blueprint

5.1 Pe3yabTarhl 3aHATHA
- YMETh UMIIOPTUPOBATh KOHTEHT (coOCcTBeHHBIN miu u3 Marketplace);
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- YMCTH CO3/1aBaTh 6J'IIOHpI/IHT'KJ'IaCC N3 HCCKOJIBKHUX aKTOPOB,

5.2 TeopeTnueckue cBeIeHUA

Muoro BaxkHoi uHpopMaluu o padore ¢ kouteHToM B Unreal Engine BbI MokeTe
y3HaTh B opunuanbHoi nokymentanuu UE 4.

NMIopT acceTtoB MOXKET MNPOUCXOJUTh HECKOJbKMMH CIIOCOOAMH, BBl MOMKETE
MIEPETACKUBATh BAallld ACCEThl B COOTBETCTBYIOIIUE MMANKHA WA HCHOJIb30BATh KHOIIKY
Import B okue Content Browser. Brl Takke Moxkere Bocmojb3zoBarcs Unreal
Marketplace - marasunom konTeHTa i paspadorunkoB UE 4. Tam MOXHO HaiTh
MHOKECTBO O€CIIJIATHOTO KOHTEHTA.

B nanHoM 3aHsTHH OYJI€T UCTIOIB30BATHCA CIAEAYIONTUN O€CTUIaTHRIN KOHTEHT-TIAK C
Marketplace: Ancient Treasures 3a aBropctBoM Dekogon Studious. Haiinure maHHBIH
accet Ha cTpanute https://www.unrealengine.com/marketplace/.

[Tocne ummopTa accetoB nepeiaute B manky Meshes u moctaBbTe Ha CLIEHY CYHAYK
U KPBILIKY OT HEr0. YacTo BO3HUKAET CUTYaIMs, KOra HE0OX0MMO CO3/1aTh OJIFONIPUHT
KJIACC M3 HECKOJIbKUX aKTOPOB. DTO JIOTUYHO B CIy4ae C CYHJIYKOM, €CIId Mbl XOTHUM B
JajdbHEWIleM HaMWCcaTh JOTUKY OTKPBITUS M 3aKpBITUS KPBINIKKA CyHAyKa. Beimenure
StaticMeshActor cynayka u ero kpsiiku 8 World Outliner, 3atem Beioepute Convert
Selected Components to Blueprint Class mento Blueprints. Ha3oBute OtonpuHT
cynayka Chest_BP (pucynok 73).

Save Current  Source Control Content Marketplace Settings Blueprints Cinematics Build
;

Map]1 (Editor)

Atmospheric Fog

Floor

Light Source J

Player Start F M Open Blueprint Class
'® Pulsar BP F—
Sphere > el 4 Open Level Blueprint
ikt R

o>

an o

! SM_Chest_02a StaticMeshActor
< StaticMeshActor
Q j { (

Pucynok 73. Beioenus neckonvko akmopos ucnonv3ytime onyuto Convert Selected Components

to Blueprint Class.

JlaHHBIN OMIOMPHUHT CyHIyKa OYAET UCIOJIb30BATHCS B CIICIYIOIIEM 3aHITHH.

Animation Blueprint — sto cnenuaIM3upoBaHHbIN OJIIONPHUHT, MPEIHA3HAYCHHBIN
s ynpasienus anumarmsamu Skeletal Mesh’eit, T.e Mereld nepcoHaxei.

Cranpaptaeiii  ManekeH Unreal Engine yxe wumeer HaOOp aHUMAIUMH W
3anporpaMMHupoBaHHbIil Animation Graph, Ha JaHHOM 3aHSATHM Mbl CO3[aJMM CBOW
Animation Blueprint, HO B kadecTBe KOHTEHTa OyJeM HCIOJIb30BaTh CTAaHAAPTHHIC
aHUMAallMd MaHEKeHa.
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UtoOel co3mate Animation Blueprint, Haxkmute I[IKM B cBOOOIHOM MecTe,
BeIOepeTe BkiIaaky Animation, mamee Animation Blueprint. Byner oTkpeiTo OKHO, B
KOTOPOM HYXHO yka3zath Skeleton k xotopomy Oyaer mpumucan OmonpuHT. Ckener
cTaHmapTHoro manekena - 3to UE4 Mannequin_Skeleton n maxxmute OK (pucyHOK

74).

Create Animation Blueprint

B AnimSharingAdditivelnstance

8 AnimSharingStatelnstance

8 AnimsharingTransitioninstance
8 PROTO_BP_AnimBlueprint_0_C
8 ThirdPerson_AnimBP

O TutorialAnimationBlueprint

O Tutorial TPP_AnimBlueprint

® vehicleAniminstance

. v s —
9 items © View Options~ irdPersonCharacter
% .

(None)

Name Type

B DefaultSkeletalMesh_Skeleton Skeleton r(

B skeletalCube_Skeleton Skeleton 1

B TutorialTPP_Skeleton Skeleton

B UE4_Mannequin_Skeleton Skeleton 90.000000 *

B output Log T Vser &
J AddNew~ & Import Save All €
Jo] E] YFilters~

S V -
“ @ Content 4items © View Options

4 @ Blueprints
]

Pucynok 74.0xno evibopa ckenema meula.

Ortkpoiite cozmanubiii Animation omronpunt. B okae AnimGraph pasmeriatorcs
aHUMall{, CTEUT-MAIllMHBl W TPOYUE HOMBI, 0O0pabaThIBAIOIIME AaHUMAIUU M|
OIMMCBIBAIOTCS TPaBUIIa mepexoa Mexay Humu. B okae Event Graph nuriercs yoruka,
B HEH MOTYT UCIOJIB30BATHCS CrIeIU(BUIECKUE IS aHUMAIIMi HOJIbI (PUCYHOK 75).
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of i B

Drag Off Pins to Create/Connect New Nodes.

onn
B WMy Blueprint
i - T - -

+

Pucynoxk 75. Oxno Animation Graph, o6pamume snumanue umo ceepxy docmynna 6Knaoka

Event Graph, g okre Komopoii modicho nucamo cneyuanbHyo 102UKy 0151 AHUMAYUIL.

Haxonsce B okae AnimGraph, co3gaiite nox State Machine. 11 3Toro menKHuTe
I[TKM B cB0OO1HOM Mecte 1 BBeaute B moucke Hox Add New State Machine. Ber Mmoxere
n3MeHUTh Ha3BaHue State Machine B manenn Details. CBsokuTe BBIXOQHOW MHUH CTEUT-
MaIllMHBI ¥ BXOAHOM muH Homa Output Pose. Output Pose - 3To Bcerma BEIXOIHOW HOJT
aro6oro Animation Blueprint. XKentoé npenynpexaerune Warning! cooGriaer o Tom, 4to
COo3JIaHHasl cTeiT-MalrHa mycta (pucyHok 76).

MovementStateMachine

Pucynok 76. Hsznauanvro nrobdas nosas State Machine 6yoem cooepocams npedynpescoenue o

mom, umo oHa nycma.

51



YtoOb! 100aBUTHh COCTOSTHUS B CTEHT-MAIIMHY, HY’KHO HICJIIKHYTh JIBa pa3a Ha HOJ
creiT-mammHbl. Hon Entry siBiisieTcs cTaHIapTHBIM, M ¢ HETO HAYMHAETCS BBIIIOJTHEHHE
CTEUT-MallMHbI. BBl MOXETE epeTackuBaTh AHUMAIMU U3 aHenu Asset Browser B OKHO
creiT-mamuHbl. Bertsarusaiite JIKM cBsi3u U3 rpaHUI] HOJIOB aHUMAITUI (PHUCYHOK 77).

—» 1 ThirdPersonidle

=)

ThirdPersonRun

Pucynox 71. [locmynusie anumayuu Haxooamcs 6o exkiaoxe Asset Browser.

[IpoekTupoBaHue CTEUT-MAIIMHBI AHMUMALMN - 3TO OTIACIbHBIM HABBIK, KOTOPBIN
HapaOaTeiBaeTcs ¢ onbiToM. HaxkaB nBoiiHbiM JIKM 10 CBSI3M, OTKpOETCS OKHO Jis
HAaCTPOWKHU JIOTUKHM CBsi3u mnepexona. JlobaBbre mepemenHyro tuna float, naiite eit
Ha3BaHue (pucyHok 78). B manHOM npumepe uMs repemerHoi Anim_Velocity.

Wiy BIueprint

+add e~ EEEY ©) < -

+

vent Blueprint Update Animation

4 Animation Graphs

sonRun (rule)
Z Third Run to ThirdP nidle (rule)

Animation Layers

Functions

Macros
4Variables

= Anim_Velocity

Event Dispatchers

Pucynox 78. B 6noke Variables nepeuucaensi 6ce nonvzosamenscxue nepementuvie.
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B cBa3u, BbpIxogsimel u3 anummanuu | hirdPersonldle npoGasbre

IPOBEPKY
3HaYeHUS Ooabuie uau pasro (.2 nepeMeHHol Anim Velocity (pucyHok 79).

" Result

Can Enter Transition

Anim Velocity @— ———"~ @

Pucynox 79. Jloeuka nepexooa anumayuu.

B cBsi3u, Bxoasimeii B anumarmio ThirdPersonldle, no6aBste npoBepky 3HaueHuUs
menbine 0.1 nepemennoit Anim Velocity (pucyHok 80).

" Result

Can Enter Transition

Anim Velocity @

Pucynok 80. Jloeuxa nepexooa anumayuu.

B nmepemennyto Anim Velocity Oynem 3amuchiBaTh 3HAYEHHE CKOPOCTH HAIIIETO
NEPCOHAaXka, U B CIIy4ae €CIM CKOPOCTb OOJIbILIE ONPEIEIEHHOTO 3HAUEHMsI, TO aHUMAaLUs
Oyzaet nepexoauts u3 coctosanus Idle B Running. Teneps cuuTaiite 3HaueHne CKOpocTu
¢ nepconaxa. Jlns sroro nepeitnure B okHo Event Graph. Hox Event Blueprint Update
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Animation siBnsiercst anasioroM Tick Update n3 oObranbix 6smronpuatoB. Hox TryGetPawn
Owner mosrydaeT CChUIKY Ha 00BEKT, K KOTOPOMY HazHadeH JaHHbIi Animation Blueprint.
Jlo6aseTe mepemennyro Owner Ref tunma Actor (Reference) - B He€ 3anmmmTe
CChUIKY Ha pawn uepe3 Try Get Pawn Owner.
B none Update Animation mosryunte JuMHy BekTopa VeloCity maBHa U IpHCBONTE
e¢ B mepemennyro Anim_Velocity (pucynok 81).

> Event Blueprint Begin Play
»

J Try Get Pawn Owner

| Return Value

[P

> Event Blueprint Update Animation ? 1s Valid
B —————— P Exec
Delta Time X O Inpur
Jf Get Velocity §
Taiget i f VectorLeng

Target  ReturnValue @ — @ A Retu

Pucynox 81

Cxkomnmmupyiite Animation Blueprint u npucsoiite x ThirdPersonCharacter
(pucynox 82). 3amycTHTe UIrpy W MPOBEPHTE CMEHY AaHUMAIMA TIPU JBMKCHHUH
MEePCOHAXKaA.

FollowCamera (Inherited)

Static

®  Static it Stationary SEEEILTLT

T - -

v

I~
90.000000 *

4 Mesh

SK_Mannequin

¢ o

Skeletal Mesh

= Content » Blueprints » AnimationBlueprints
4 Clothing

Pucynok 82. Beiopams Animation Blueprint moorcro 6 none Animation, nepemennas AnimClass.

3ansaTue #6 IlporpammupoBanue Ha Blueprints. YUacts 111

6.1 PesyabTar 3ansaTHus
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— yMmeTh co3aaBath Blueprint Interface m HasHauaTh ero OmrompuHTaMm,
BBI3BIBaTH MeTObI Blueprint Interface;
— yYMETb HacjeA0BaTh OJMIONPUHT-KIIACCHI;

— YMCTb NOAIKNCBIBATHCA HAa 9BCHTEI.

HNutepdeiic — 310 yao0HBIN criocod 0003Ha4YaTh METOIbI, KOTOPHIC TOJKHBI OBITH
UMIUIEMEHTHPOBAHBI Y Pa3HBIX THUIIOB OOBEKTOB. {151 TOTO, YTOOBI CO3AaTh OJIFONIPUHT
uHTepdeiic, modaBbTe HOBBIM acceT - BbIOepuTe BKiIanKy Blueprints-> Blueprints
Interface (pucynok 83).

w 1w EI v,£39 Jl e T MET

4% New Folder

a Blueprint Class

"‘ Level

Material 4 Transform

Location =
:‘ Particle System

Rotation «

Scale »
§ Substance

—— Mobility

Animation 4 4 Rendering
Artificial Intelligence » Visible
Blendables »

Blueprints » .
B ciceprint cioss

Editor Utilities »

Hidden in Game|

PRELH
Foliage

FX

Materials & Textures ’ Bluepnnt Interface 4 Activation
Al €5 | & Col Media — L

: Miscellaneous » il e T
Filters v [T 5 "F Blueprint Macro Library m
»

» 2 :
f‘ﬂ Blueprint Function Library Component Tag|
»

Auto Activate

Paper2D :
e 4 Cooking

Physics 4 a Enumeration
& | S| Is Editor Only
Sounds 4

User Interface » ;- Structure
—=_

» Physics

A Blueprint Interface is a collection of one or more functions - name only, no impler
implement the functions of the Blueprint Interface in a unique manner.

et

Pucynok 83. Ilyms cozoanus unmepgeiica Blueprint.
Otkpei Interface Blueprint, Bel MoXeTe MEepeYMCIUTh BCE METOIbI, @ TAKXKE UX

BXOJIHBIE U BBIXOJIHBIC aPTYMEHTHI, KOTOPBIE MOKHO Oy/IE€T UCIOIh30BATh B KAYECTBE
uHTepdeiica. (pucyHok 84).
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My Bluepnnt

+Add New - TN = © -
4 Functions 2

@) Details
[SearchDeiails Ol Bl
4 Graph

Default -

-
4 Inputs
Flease press the + 100n above 10 00 param eters
4 Dutputs

Please preas the + icon above to add parameters

Pucynox 84. B unmepgeiice vl modxceme max sice, Kax u 8 YyHKYusax, 00vA6/11ms 8X00HblE U

BbIXOOHbLE apcymenniol.

[lepeiinute B ONIONPUHT CYHIyKa, CO3JAaHHBIN B MponuioM 3aHatuu. Haxxmute Ha
Class Settings u no6aBwTe cBoii Interface Blueprint B ciricok uHTEepdeiicoB (pUCyHOK
85). OOpatuTe BHHMaHHE, YTO Balll KJIacC MOXKET COAepkaTh HMILUICMEHTAIUIO
HECKOJBKHUX UHTEP(EIHCOB.
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Z # ) .em-

Class Defaults simulation Play Debug Filter

4 Class Options

Parent Class

4 Blueprint Options

Run Const

Hide Categories

4 Interfaces

4 \mplemented Interfaces
No Interfaces

4 |nherited Interfaces |

No Interfaces InterfaceC

4 Packaging PA InterfaceCollection

Titem Interface Collection RS AUEIAVIEIERS

Nativize

4 Thumbnail

Orbit Pitch -11,25 o
Orbit Yaw -157.5 N

Pucynox 85. Jlobasnenue unmepgeticos k knaccy npoucxooum 6 merio Details npu nascamuu

knonku Class Settings.
Teneps Bbl MOXKETe peanu3oBaTh cOObITHS, onucaHHble B Blueprint Interface, u

BBI3BIBATH MX M3 IPYroro OJIONpPUHTA, HE MPOU3BOIS MPOBEPKY THUIIA OIFONMPHUHTA HITH HE
npousBojs Cast (pucyHok 86).

<> Event Activate Object ‘E‘ﬁ

Pucynox 86. Tak sviensioum cobvimue, cozoanroe Ha ochose unmepghetica. Obpamume

GHUMAHUE HA OMIAUYUMENTbH)I0 UKOHK) 6 Yolly HoOq.

Peanusyiite cieayronly0 WrpoByI0 MEXaHHUKY: NPU NPHOIMKESHHH HUIrpoKa K
CYHIYKY OTKPOETCS KpbIIiKa cyHayKa. [lomaroBass MHCTPYKITUS K JIOCTHIKEHUIO JAHHOTO
pe3yJbTara:

- no6aswTe Collision Sphere B OmronpuHT CyHIyKA,;
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- clleNaiiTe MPOBEPKY Ha CTOJIKHOBEHHE C CYHAYKOM U3 OJIOTPUHTA TIEPCOHAKA.
Ucnoneiyiite Hox Does Implement Interface! (puc)

- B peanm3anuu uHTepdeiica Activate Object 3amporpamMMHUpyHTE OTKPBITHE
KpBIIKY yepe3 Hox Timeline (pucynoxk 87,88).

& Event Activate Object ‘e‘ﬂ ] [ setRelativeRotation

» lay I T
’ I = Target
C» New Rotation X (Roll) |E
@ New Rotation ¥
(O MNew Rotation Z
v

et Mew Time

New Time [0,0]

Pucynox 87. Tatimnaiin ynpaensem yenom nogopoma KpuluiKu CyHOYKA.

“& Activate Object L
> On Component Begin Overlap (CapsuleComponent) C Branch Target is Interface Collect
»———— » Tue p ——— B
Overlapped Component Condition  False (> Target

Other Actor

" f Does Implement Interface

Test Object Return Value

Pucynox 88. Hoo Does Implement Interface nposepsiem ob6wexm na cooepaicanue onpeoenernnozo

uumepeitica. 3amemome, ymo ¢ unmepgeticom Hem Heobxooumocmu vizvieams Hoo Cast To.

OOparutre BHHMaHHE, YTO BBI30B MHTEpdelica He TpeOyeT KacTa OJIIONPHUHTA B
OTpeAeNeHHbId TUIl. TakuM 00pa3oM, MOXKHO CHIJIBHO YMPOCTUTh apXHTEKTYpy Koja
Bameit urpel. He 3a0niBaiiTe Takke, uto HoJ CastTo sBisercs “rsoxensiMm”. [lompoOyiiTe
no6aBuTh uHTepdeiic Activate Object B OmonpunT Puslar BP.

HacnenoBanue B cucteme Blueprint paboraer Tak ke, Kak M B KJIACCHYCCKOM
nporpammupoBadu. OT 1000T0 CO3JaHHOTO OJIONPUHT-KIACCAa MOXKHO CIenaTh
JOYepHUH OJIIOMPUHT-KIIACC, TIEPEONPEACIUTh €r0 MEeTOAsl U T.A. [ns Toro, 4ToObI
co3JaTh JOYEPHHM ONIOMPUHT-KIACC, HAXMUTE Ha xkemaembiid OmtornpuHT [IKM m
BeiOepuTe Create Child Blueprint Class (pucynok 89).
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d Blueprint Class

Creates a Child Blueprint Class bas

/" Edit..

% Rename

2w Duplicate

& Save

/< Delete

J~ Asset Actions

® Asset Localization

® Show in Folder View

® Show in Explorer

Copy Reference

Copy File Path
Reference Viewer...
Size Map...

Audit Assets...

(@ View Documentation - Actor

(@ View Documentation - Blueprint
® Connect To Source Control...

Animation

Blueprints Pulsar_BP

Pucynok 89. Cozoanue douepnezo knacca brionpunma uepes onyuro Create Child Blueprint

Class.

UtoOsI epeonpeienTh PYHKIIUNA POTUTENHCKOTO KIacca B JOYEPHEM OJIFOTIPUHTE,
UCToJb3yiiTe KHONKY Override B 6moke Functions. (pucyrok 90). UToOBI BBIOJHHUTH
POUTENHCKYIO0 peann3aiuio GyHKIuA win coObiTus, menkaute [IKM mo coOwitrio B
nodyepHeMm kiacce u Beioepere Add Call to parent function.
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End Play
EndinputTouch
& Add New ~ [ it

M My Blueprint

4Graphs

4 EventGraph .
€ EventBeginPlay p ointDamage

vent ActorBegin®' RadialDamage
{ Event Til:i L To |.||:|-|E|-|T.E'|'
<> Event Activate Obje TouchLeav

4 Functions = Function

#r ConstructionScript

I Interfaces

Macros

Pucynok 90. Ymobwr npocmompems cnucok cobvimuii u hyHKYuULl, KOMOPbLE MOIHCHO

nepeonpeodenums 6 OouepHem Kiacce, Haxcmume Ha kHonky Override,

®dyukiuio aeneratoB B cucteme Blueprints Beimonusitor Event Dispatchers —
MIOJINIKCAB OHO MK OoJiee coObiThe Ha Event Dispatcher, Bel MokeTe BbI3BAaTh BCE 3TH
COOBITHS OJTHOBPEMEHHO, Kak ToJibko Baml Event Dispatcher 6yaer Bei3Ban. Jlo6aBbTe
Event Dispatcher, naxxas na + B pa3nene Event Dispatchers (pucynok 91).

FIETETE
4m= EventGraph
<> Event BeginPlay
> Event ActorBeginOverlap
&> Event Tick
€ Event Activate Object
4 Functions
1 ConstructionScript
 Interfaces

Macros

4Variables

[ Components

4Event Dispatchers

Pucynox 91. Bei mosiceme umemsv neocpanuuennoe uucio Event Dispatchers.
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JloGaBbTe HOJ BBI30Ba IUCIETUYEpaA MO0 HAXKATHIO HA KiaBuiry E (pucyHok 92).
3areM MOANMUIIMTECH HA JaHHKIH qucrierdep u3 OnronpuHTa Chest BP (pucyHok 93).

Target | self |

Pucynok 92. Hoo E evizvisaemcs npu naxcamuu Ha Kiaguuly Kiaguamypul ramunckoil E,

NpoUCXooum vi308 oucnemuyepa.

F Get Player Character

) Player Index |T| Return Value

> Event BeginPlay "+ Cast To ThirdPersonCharacter “B= Bind Event to Activate All Interactable
" -
Object Cast Failed [ Target

As Third Person Character Event

“@ openLid

> Event Activate Object ‘% [ SetRelativeRotation
| R ——— ) 4 Update p ——————————— P
(> Play from Start Finished > " Target

Direction

Pucynok 93. Bt mosiceme noonucvieams éauiu coobimusi cOeOUHsISE UX KPACHBIM Y3I10M ¢ HOOOM

Bind Event to *ums oucnemuepa™.
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3ansaTue #7 UcKyccTBeHHbIN HHTEJIEKT. UHCTPYyMEHTHI HANTMCAHUS
Al B UE4: State Machine, Behaviour Tree, Navigation.

7.1 Pe3ybTaThl 3aHATUA
— yMeTb co3naBath NavMesh;
— YMETb UCIOJIb30BaTh HOABI Al;
— yMmeTh co3naBaTh Behaviour Tree u Blackboard;
— yYMETb CO3/1aBaTh MATPYIUPYIOMIETO TIEPCOHAXKA, KOTOPHIN OCTaHABIMBACTCS
HA KaXJIOW TOYKE MaTpyIsl.
— YMETb CO3/1aBaTh MPECICAYIOMIECTO HTPOKA TIEPCOHAXKA.

7.2 Teoperndeckue cBeeHUSI
B wurpax mon Al mnoHumaeTcss peanu3ais WHTEUICKTYaJbHBIX (KKYIIUXCS

WHTEJUICKTYaJIbHBIMU) TOBEIEHUN U1 pa3auuHblx areHTtoB. Tumsl Al moryt
CYILIECTBEHHO Pa3JINYaThCS:

- Kaxk Al obpabatbiBaeT 3a1auu

- Kaxk Al nmonyyaet uiv BOCIpUHUMAET HH(POPMALINIO O MUPE

- Kaxk Al nHTEpIIpeTnpyeT reoOMeTpuIeCKOE IPOCTPAHCTBO MUPA

- Kak Al nmbITaercss MOBTOPSATh TMOBEACHHE, MNPUOJIMKEHHOE K

YEJI0BEYECKOMY ITOBEICHUIO

['maBHBIM KOMMOHEHTOM JH000r0 urpoBoro Al sBisercss ¢opmanbHas cucTeMa
MPUHATHS pelmeHud - mo cytd Mo3r Al.  OToT “MO3r” BBINOJHSET OMNpEIESICHHbIC
JIEHUCTBUS, OIICHUBAsI OKPY>KAOIIYI0 OOCTAaHOBKY.

OcHOBHBIE CTIOCOOBI peaTU3aIi CUCTEMbI IPUHSATHUS PEIIICHUIA:

1.  Koneunsie ABromartsl (Finite-State machine)
2. IloBenenueckue nepeBbs (Behavior tree)
3. Kpussie Boirogst (Utility Al)

Koneunnie ABTomarsl (FSM)

KoHeuHbIil aBTOMAar — 3TO HEKOTOpas al0CTpakTHas MOJEINb, COJAepkKalas
KOHEYHOE YHCIIO0 COCTOSHUM 4Yero-inbo. I[Iporpammuct 3amaer HabOp COCTOSHUN U
nepexoa0B Mex 1y HUMHU. CaMblil mpoBepeHHbI BpeMeHeM crnocod coznannu NN.

IToBenenueckue nepesbsi (Behaviour Trees)

Hanbuetimee pazsutue ujaen Koneunbrx ABromaToB. OCHOBHAsI Ujes Takas ke - B
OJIMH MOMEHT BPEMEHHU MEePCOHAXK MOXKET HAXOJMUThCS TOJIBKO B OJJHOM cocTOsiHUU. Ho
32 CYET WEPApPXUUYECKOM CTPYKTYpbl M Pa3sHOOOPa3HBIX Y3JIOB MPOEKTHUPOBAHHUE
MOBEJICHUSI CUJIBHO YIIPOIIAeTCs
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Utility Al

Mopenb, KoTopast BeISBIIIET JOCTyIHbIE 111 MW 1eicTBUS 1 HAUUCIIAET UM OYKH B
3aBUCUMOCTH OT CKJIQJBIBAIONIUXCSI OOCTOSITEIBCTB, TEM CaMbIM BEIOWpas HauOoiiee
BBITO/IHOE.

3adactyto pasznuyHbie noBefeHuss Al MOXXHO pa30uTh Ha OTHEIbHBIE COCTOSHUS
(states). Hampumep, Al urpoBoro areHra MoKeT MMeTh cocTosHus “Ilowck Bparos”,
“ITouck anrteuku”, “Ilokoit”, “AtakoBars”’. ECIM MBI onpeaenuM IpaBuia MepexoioB
MEXIY ITUMHU COCTOSHUSIMU, TO ITH COCTOSIHUSI MOTYT OBITh TpaHC(HOPMHUPOBAHBI B
koHeuHbI aBTomat (Finite State Machine). 3to mpocras TexHuka, KOTopas IpUMEHUMaA
BO MHOXecCTBe cuTyauuidi. CTedT-MalluHbl UCTOPUUYECKH OBLTM OJHUM M3 OCHOBHBIX
MOJXOA0B K MPOEKTUPOBAHUIO allrOpuTMOB Al.

B cpene Unreal Engine 4 Bbl MOeTe peaqu3oBaTh J0BOJBHO IIPOCTO CBOIO CUCTEMY
FSM nns Al, aubo ucnosb30BaTh CTaHAAPTHBIA HHCTPYMEHTApHUl JUIsl HAlMCaHUs
Behaviour Tree. B curyanuu, korma mianupyercs, yto Al B Bameill urpe Oyzaer
KOMIUICKCHBIM, PEKOMEHIyeTCsl UCIojib30BaTh Behaviour Trees (pucynok 94).

) selector

e SeekerServi

U

derLocation ®

MakeNoise

& MakeNoise
P

akeNoese

Pucynok 94. Ilpumep oepesa noseoenus ¢ Unreal Engine 4.

Root nox - yHukanbHbI HOA nepeBa noBeneHus. HauanbHas Touka. K Hemy
HEJIB3sI MPUKPEITUTh ICKOPATOPHI M CEPBUCHI (PHUCYHOK 95).
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. ROOT
HideAndSeekBlackboard

Pucynox 95. Hoo Root.

Task Hox - nucThs nepeBa. OHU COOOINAIOT, YTO “NeIaTh”’, U HE UMCIOT BBIXOJIHBIX
coeauHeHui (prucyHok 96).

\

«+= Move To
MoveTo: MovelLocation

8

& MakeNoise

MakeNoise

Pucynok 96.Hoo Task.
Sequence HOm - ITOT Yy3€d BBIMOJHSAET CBOUX ‘‘NleTel” cleBa-HANMpaBO W

OCTAHABJIMBACT BBIMOJIHCHUE IIETIOYKH, SCIM OJUH M3 JETEH HE MOXET BBIMOIHUTHCS
(pucynok 97).
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iy Sequence

Sequence

Pucynox 97. Hoo Sequence.

Selector HOm - BBIMONHSET CBOMX ‘TIETeH’ CcJeBa-HANPaBO M OCTaHABIMBACT
BBITIOJTHEHUE, KOT/Ia OJUH W3 AETEH YCIENIHO 3aKaHYMBAET CBOIO ornepannto. Ecnu ogun
U3 JIETeH yCIenrHo BBIMOJIHUICS, TO Selector Bo3Bpailiaer true, eciu Bce ety GensT, To
Bo3Bparaet false (pucynok 98).

m' Select Behavior
Selector

“ . .
<® HiderService
HiderService: tick every 0.40s..0.60s

Visibility Key: VisibleToEnemies

Pucynok 98. Hoo Selector.

Decorators Hox - TO ke caMoe, 4To U ycyioBusl. OHU MPUCOETUHAIOTCSA K IPYTHUM
HOJIaM U PEIIaroT, OYET JIM BBIMOJHATHCS BETKA WK JHUCT AepeBa (pucyHok 99).
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(-J Blackboard Based Condition

Blackboard: VisibleToEnemies is Is Set

¢ Conditional Loop

ConditionalLoop: MoveLocation is Is Set

i If Visible To Enemies
Sequence

Pucynox 99. Hoo Decorator.

Observers - 310 cBoiicTBa JeKOparopa, 4epe3 KOTOPhIE MOKHO CBSI3BIBATHCS CO
sHaueHusiMu u3 Blackboard (6iexb6opoa). Takxe B Ob63epsepax yKa3bIBalOTCS yCIOBUS
MPEKpAICHUS BBIMOJHECHUS y3J1a WK BeTKH jepeBa (pucynok 100).

-=. Details

Beo-
4 Flow Control
On Result Change v
ver aborts

4 Blackboard
VisibleToEnemies v [l

Blackboard Based Condition

Pucynok 100. Details nanens Blackboard ¢ cnuckom Observers.

Blackboards - mamsate Al. Tabnuia, koTopast XpaHUT KIIFOYH U 3HAYEHUS, KOTOPHIE
UCIIOJIB3YIOTCS AepeBoM noBeacHus (pucynok 101).
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4 Inherited Keys

AttackTarget
bCanSeeTarget
bAlert
bShowDebugalState
PELITSELE
DebugTextCardActor
SelfActor
== AlGoalLocation
DefendTarget
AlBehaviorMode
== DefendGuardRadius
= DefendPursuitRadius
FleeTarget
== FleeTargetRadius
== NavRecov estination
== NavRecov hinnerRadius
== NavRecoverySearchOuterRadius
4Keys
bWantsToTeleport

Pucynox 101. Ilpumepnouii 6uo Blackboard.

Services - 3T0 MOIyJb, NPHCOSAMHAEMBIH K HomaM. OH COOOIIAaeT YacToTy
BBITIOJTHEHUS KAKOT0-JIM00 HOAA, €CJIM 3TOT HOJ BOOOIIIE BbINOIHAETCS. OHU HYXHBI 17151

OOHOBJICHHS TIPOBEPOK 3Ha4YeHHMW wiu oOHoBieHMs 3HaueHuid B Blackboard (pucynox
102).

. e ~
<® HiderService

HiderService: tick every 0.40s..0.60s

Visibility Key: VisibleToEnemies

Pucynok 102. Hoo Services.

Al MoXxeT nepeMeraTeCs N0 MUPY, TOJIBKO €CJIM OH MOHMMAET, KaK 3TO J1ejaTh. B
OTJIMYHKE OT YenoBeka, Al MoXKeT BOCIIpUHUMATh MUP BOKPYT Ce0sl B OUEHb YIIPOLLIEHHOM
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dopmare. [Iponecc waeHTndukanmu mytel 1o yokanuy HasbBaeTcs Pathfinding. Tpu
OCHOBHBIX THIIa HaBUTAI[MOHHBIX cucteM 310 — Navigation Points, Navigation Grids
u Navigation Meshes.

[TocraBeTe akTop Nav Mesh Bounds Volume Ha ypoBens (pucynok 103). Ber
MOJKETE M3MEHUTh MacITad akTopa, YTOOBI MOKPHITH HYKHYIO IIJIOMATb YPOBHSI.

e JeE @ @ =)=

Output Log vser & Levels

W AddNew~ X Import Save All € 5 | %& Content » Materials

1

es

Pucynox 103. Bol modiceme sudemp 2panuybl NavMesh Bounds Volume & oxre Viewport.

Otkpoiite myHkT Build u Bei6epere nynkt Build Paths, uro6s1 crenepupoBats Nav
Mesh. Ilpu Haxkatun Ha kinaBuiry P Oyzer moxacBedeHa obsacth Nav Mesh, areHTsi,
ynpasisgeMbie Al, cMOTYT TiepeMeInaThCsi TOJBKO TM0 3esieHoi 30He (pucyHok 104).

e . =8 =

e Control Content Marketplace  Settings

][ - Perspmivel@] @|

Mobility

4 Navigation

N
Build Paths

rchical LOE
Build LODs

Default Upd:

4 Lighting

Cast Shadow

I .

4 Physics

Pucyrnok 104. B svinadarowem cnucke psaoom ¢ knonkou Build, svibepeme onyuro Build Paths.
OO6b1uHO Tt 00BbEKTOB yrpaBisiemoro Al ncroms3yrores kiaaccel Pawn u Character.

Kiacc Character nacneayercst or Pawn, 1 €CTh CMBICIT B €0 UCIIOJIB30BaHUH, €CJIM Balll
areHT - 92TO KJIACCHYECKUH TYMAHOWJHBIM TMEPCOHAK WM IEPCOHAXK, KOTOPBIM
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nepeMenaeTcss Ha Horax. A eciu y Bac Wrpa mpo MOpCcKue Oou, rae Kopadiu
ynpasisitores Al, To JornyHee ucnosib3oBaTh Pawn aktopa.

Jlo6aBpTe Character Actor, Ha3HaubTEe €My CKeJeTaJ Mell (B JaHHOM IpUMEpPE
CTaHJApTHBI MaHEKeH) W mpeBpatute ero B Blueprint xmacc. OTKpoiTe CO3MaHHBINA
omonpuHT (prcynok 105).

Pucynox 105. Coz0annviil 6ionpunm kuacc nepconasica.

Ucnions3zyss Hom Al Move To, co3gaiiTe koA, KOTOpPBIM 3acTaBiseT arcHTa
npecienoBath urpoka (pucynok 106).

€ MoveToPlayer _
= Al MoveTo

» D _fDel;y
—
» Completed p ——— B

ination Fail O ©» Duration [10] Target [self]
0,0][v 00][z 00] == =

° “& Move to Player

J Get Player Character Movement Result

~ Playerindex [g]  Return Value

) Event BeginPlay

Target [self]

Pucynox 106. Hoo Al Move To, 3acmaensem O1ionpunm nepemewjamuvcs K HYIHCHOU NO3UYUU,

eciiu OHA 0OCMUNCUMA HA cyuiecmeyroulem HaeucayuOHHOM mMeule.
P.S. 1151 TOro 4T00bI epCOHaX MIaBHO MOBOPAYUBAJICS B HAPABICHUHU JIBIKEHUS,

npoBepbTe cieaytomue (aarn B komrmoHeHTe Character Movement - ¢uar Orient
Rotation To Movement B true u Use Controller Rotation Yaw B false (pucynox 107).
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# Mesh (Inherited)

“ § CharacterMovement (Inherited)

Rotation
4 Transform

Rotation v

4 Clothing

Teleport Rotation Threshold
4 Character Movement: Walking

Ignore Base Rotation B

4 Character Movement (Rotation Settings)

Orient Rotation

4 Root Motion

Allow Physics Rotation During Anim Re [l

4 Pawn
ontent » Blueprints » b Use Controller Rotation Pitch
Use Controller Rotation Yaw

Use Controller Rotation Roll

Pucynok 107. @naeu, na komopwvle cmoum oopamums 6HUMAHUE, YMOObL NEPCOHANC NIABHO

noeopavusaiicsl 6 HanpaejleHuu 08UDICEHU.

CymiecTByeT MHOXECTBO HO/IOB, criennanusupyronuxcs Ha Al [TogpoOHee o Takux
HOJ[AX CMOTPHUTE B OPHUIIHATLHON TOKYMCHTAIHH.

Hanuiiem mojo0Hyr0 JIOTHKY CJISTOBAHUS TIEPCOHAXKA B OMPECICHHYIO MO3HUIIHIO,
HO C UCTIOJIb30BaHKeM JiepeBa nmoseneHus. Craenaiite oTaenbHyo nanky Al, mepemectute
Tyna OomonpuHT areHta, Haxmute [IKM u B nmynkre Artificial Intelligence BbiOepute
Behavior Tree u Blackboard. Co3naiiTe HOBBIH OJFOMPUHT IS areHTa, KOTOPBI OyaeT
yIPaBISATHCS ICPEBOM MMOBEICHHS, 2 HE HANIPAMYIO (DYHKIMSIMU U3 OronpuHTa (PUCYHOK
108).

Knacc Al_Controller sBnsercss kmaccoM, B KOTOPOM IMPHHATO IHCATh
CHEIU(PHUUCSCKYIO JUIS areHTa JIOTMKy. YacTh HOJ, HampuMmep, HOJbI, CBS3aHHBIC C
CO3JIaHMEM JIepeBa MOBEJCHHUS, MOXHO co3faath Toibko B kiacce Al Controller u
Hacieayembix ot Hero. Cosmaiite nodepuuit kiaace Al_Controller (pucynox 109).
Hmeer cmbicn He nucaTh Jioruky B Al_Controller, a nucats B qouepHuX Kiaccax, 3TO
MIOMOYKET CJIeIaTh KOMIIOHCHTHYIO CHCTEMY KOHTPOJUIEpPOB. MOXHO OyJIeT MOBTOPHO
UCII0JIb30BATh KOHTPOJUIEPHI IS PA3HBIX THUIIOB TIEPCOHAKEH-areHTOB.
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Animation

il meligence [T
®  Behavior Tree
Blendables bl
A =
Blueprir L Blackboard
Editor Util

Foliage

rials & Textures

ut Log &= Content Browser

New v & Import Save All

[E] YFilters~

U Pick Parent Class
4 Common Classe:

An Actor is an object that can be placed or spawned in the
world.

A Pawn is an actor that can be 'possessed’ and receive
input from a controller

A character is a type of Pawn that includes the ability to
walk around.

A Player Controller is an actor responsible for controlling a
Pawn used by the player.

Game Mode Base defines the game being played, its rules,
scoring, and other facets of the game type

An ActorComponent is a reusable component that can be
added to any actor.

A Scene Component is a component that has a scene
transform and can be attached to other scene components.

+ DetourCrowdAlController
1 GridPathAlController
i+ SimpleCharAiController
4% PlayerController
* ARSharedworldPlayerController
¥ DebugCameraController
VisualLoggerCameraController
® ControlPointMeshActor
-

29 items (1 select: @ View Options v

Select Cancel

5 items © View Options ¥

Pucynox 109. Cozoaiime Blueprint kracc, nacredyemwiii om AlController.

Jlo6aBbTe CO37aHHBIM KOHTPOJLIEP KiIacc B pa3zaen Pawn Baiero arenta (pucyHOK
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110).

¥ Mesh (Inherited)

©f CharacterMovement (Inherited)

Pawn

4 Character Movement (General Settings)

Max Depenetration with Pa

Max Depenetration with Pa Ay

4 Pawn

Use Controller Rotation Pit/ [}
Use Controller Rotation Yay
Use Controller Rotation Rol [l

Can Affect Navigation Gene [JJj

Auto Possess Player Disabled v
Auto Possess Al Placed in World ¥
Al Controller Class SimpleCharAlController v [ JEE OIS S

4 Actor

SLEWHRRGITEGORERGILTEN Always Spawn, Ignore Collisions v [l
'

Pucynox 110. Hcnonvszytime cmpoky noucka, umo6wt natimu nepementyio Al Controller Class ¢

nanenu Details.

OTtkporite Event Graph cosmanHoro u mpucBoeHHOro KoHTposuiepa. Hox Run
Behavior Tree 3amyckaer BeimosHeHue aepeBa mosencHus. Hox Use Blackboard
MOIKITIOYACT MCIIOIh30BaHKe KOHKpETHOro 0mkbopaa (pucynok 111).

" f Run Behavior Tree

‘& Event BeginPlay
» » O

Return Value Blackboard Component

BTAsset Bla

ckboard Asset Return Value
A|_SimpleBT v ieser =

Pucynox 111. Hoo Run Behaviour Tree coz0aem 3x3eMnisap 0epeda nogedenuss u 3anycKkaen e2o,

noo Use Blackboard exirouaem ucnonvzosanue Blackboards.
Otkporite Bam Behaviour Tree u mo0aBbre cieayromue HOAbI (pucyHok 112):

Hox Sequence u ot Hero Hoabl MoveTo u Hox Wait. Hoapl no6asistores [IKM. BaxkHo
MTOMHUTB, YTO HOJBI BBHITIOJHSIOTCS CBEPXY-BHH3, CJIeBa-HAmpaBo. Y JIaHHBIX HOJOB

72



€CTh CTaHAapTHBIE apryMeHThl. Y Homa MoveTo - sto mepemennas u3 Blackboard x
KOTOPOH HYXHO ABHUTraThcs (Vector O3HIMYU MK CChUIKAa Ha 00BeKT). Y Homa Walit ato
KOJIMYECTBO CEKYHJ| OXKHIaHUS.

¥. ROOT

Al _Blackboard

0

o Sequence

Sequence

1 2
.= Move To % Wait
MoveTo: PlayerRef Wait: 5.0s

Pucynox 112. I[Ipocmoe depego nogederus.

Otkpoiite co3ganubiii Blackboard, noGaBpTe mnepeMeHHYI0, B KOTOpOil Oyner
XPaHUTBCS CChUIKA Ha MIPOBOro mnepcoHaxka. Tum mepemenHoil Object, kmacc Actor.
(pucynok 113, 114). Oo6parure BHuManue Ha ¢uiar Instance Synced. BkitoueHHbI# ¢uiar
O3HayYaeT, YTO 3HAUYCHUE TaHHOW TIepeMEHHOM OyAeT OJTHO BO BCEX MHCTAHCAaX JaHHOTO
6mkboapaa. B cnyuae ¢ ccbuIKOl Ha UTPOBOTO MEPCOHAXkKA IOTUYHO TTOCTABUTDH JaHHBIN
¢nar B true.

-%. Blackboard

PlayerRef

Pucynok 113. Ucnonwvzyiime knonky New Key, umob6si 0obasnsame Hosbie nepemenmbie 8

Blackboard.
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Search Details

4 Key
Entry Hame
Entry D it o ba|
Base C €« 0+ x o

Instan ce &

4 Parent

Pucynox 114. Bvioenus co30annyto nepemennyio, 8bl MOdXceme UsMeHsIAmy e€ Xapakmepucmuxu,

Hanpumep, mun oauvix. B 0annom npumepe mun oannvix Object ¢ Base Class muna Actor.

[IpoBeprTe moxacraBiacHHOE 3HaueHwe B Behaviour Tree noma MoveTo (mo-
yMoJl4yaHuIo mepBas nepemenHas blackboard craBuTcs aBTOMAaTHMueCcKH BO BCE MYCThIC
apryMeHTBI HOJIOB jiepeBa) (pucyHok 115).

0
Iy Sequence

Sequence

.4 Blackboard

1 2
| £ Wait

= Move To
MoveTo: PlayerRef Wait: 5.0s

4 Description

Node Name

-2- Elackboard

Pucynox 115. Bviopas noo Move T0 6 eco napamempax 6t 0014CHbL YKA3AMb NEPEMEHHYIO U3
Blackboard, komopas 6yoem ucnonvzoéamvcs Hooom. B oannom npumepe 3mo nepemeHnast

Player Ref.

UroObl ycTaHOBUTH 3HaueHHe B nepemeHHyro Blackboard, ncnons3yercs non Set
Value as *Tun nepemenHoii*. Mcnons3yiire Hog Make Literal Name, uro0Os! ykaszathb
uMs Kiaoda nepemeHHon u3 Blackboard (pucynok 116). /laHHBIE HOJIBI MOXKHO IHCATh
KakK B 00bI9YHOM OJronipuHTe, Tak U B Controller 6ironpunTe.
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f set Value as Object

| J
Target
“f Get Blackboard ___— @ Key Name

Target  Return Value Object Value

© f WMake Literal Name

f]  Return Value @ —

© [ Get Player Character

O» Playerindex [g]  Return Value

Pucynok 116

[Ipu 3amycke mpoekTa areHT Oy/IeT CIeI0BaTh 32 UTPOKOM U TIPU JOCTHXKEHUH 1EITH
KIATh 5 CEKYH]I, 3aTEM IMOBTOPSITH AepeBO. Bbl MOXKeTe MpoCiieIuTh BHITIOJIHEHHE JIEPEeBa,
OTKPBIB €r0, MPH 3aIyIIeHHONW Urpbl (pucyHok 117).

¥ ROOT

Al_Blackboard

Sequence

Sequence

= Move To £33 Wait
MoveTo: PlayerRef Wait: 5.0s

Pucynox 117. JKenmoii 06600koi 8vidensiemcs HOO 0epesa nogedeHUs, KOMOPbILL bINOIHACMC 8

HaCI’I’lO}ZWMIZ MOMEHRN BPEMEH.
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3arapckux Anekcanap CepreeBud
XopomasuH AnleKcaHap ANEKCaHIPOBUY
AJnekcaHIpoB Dayapa IMUIbEBUY

BBEOEHUE B PA3PABOTKY KOMMbIOTEPHbIX UI'P

YueOHO-MeTOAnYECKOe mocooue

B aBTOpCKOM penakumu

Penakimonno-u3garensckuii oraen YHusepcurera MTMO

3aB. PHO H.®. I'ycaposa
Iloamnucano x meuatu

3aka3 Ne

Tupax

Ortneuarano Ha puzorpade
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