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BBenenue

[enpto u3yuenust kypca «KommnbrorepHas rpadukay SBISETCS NPUOOpeTEeHUE
obyuarommmucs HaBbIkOB paboTel B Unreal Engine 4 (UE4). /lanHoe mporpamMmHoe
oOecrieueHre MpeCcTaBiIsieT cOO0N MBMKOK M PENAKTOP, pa3pabOTaHHBIM KOMIaHUEH
Epic Games 1 co3fgaHusi UTp M MNPHIOKEHUH OT MYJIbTHILIAT(GOPMEHHBIX WP C
MUJUTMOHHBIMU 010 KETaMu 710 MOOMIIbHBIX npuioxkenuid. Unreal Engine paboraer Ha
ornepanoHHbix cucreMax Windows u macOS, u pa3paOoTaHHbIE B HEM IIPOEKTH MOTYT
ObITh pa3BepHyThl Ha Iuatpopmax Windows, Mac, PlayStation 4, Xbox One, 10S,
Android, HTMLS5 u Linux.

B camoii npoctoit popme UE4 siBiisieTcst KOJJIEKIUENH PETAKTOPOB, UCIOIb3YEMBIX
B PA3IMYHBIX CTaAUAX MPOU3BOJACTBA Wrp Wi mnpwioxeHuid. Pemakrtop UE4
UHTETPUPYET MHOXKECTBO CIOXKHBIX TIPOLECCOB pa3padOTKM B YIOOHYI s
UCIIOJIb30BaHus cpeny paspadorunka. Ha uzydyenne UE4, kak U Ha u3yyeHue APyrux
UHCTPYMEHTOB, TOTpeOyeTCs BpeMmsi.

J71st BBIOJTHEHUST MPAaKTUYECKHUX 3aJaHuii HeoOXxoauMo ckadath ABMKoK UE4 ¢
odunmranbHOro canra: https://www.unrealengine.com/en-US/. JlanHoe mporpaMmmHoe
oOecrieueHme sIBIsETCS OECIUIaTHBIM C HECKOJIBKUMHU BUJIAMU JIULICH3HH.

JlaGopatopHble pabOTHl COAEpKAaT PEKOMEHJIOBAaHHYIO IOCIEAO0BATEIbHOCTD
neiictBuil nns pabotel B cpene UE4 mpu pa3paboTke KOMIIBIOTEPHOM UIPHI.
B pesynbraTe ycCHemHOro BBIMOJHEHHS BCEX 3aJaHM OOyYaroIIWiiCs MOITYy4YUT
HABBIKU, HEOOXOUMBIE JIJISl CO3AHMS] KOMIIBIOTEPHOU UTPHI.



1 OcHOBHBIC HHCTPYMEHTHI U KJI04eBble dj1eMenThl UE4

Hean padoTbl: HayuuThes co3naBath mpoekT B Unreal Engine 4 (UE4), opuen-
TUpOBaThCA B cpefie pazpabotku UE4, ncnons3oBars manens Viewport, World Outliner,
Details, Content Browser, co3maBaTh kiaccel Blueprint, mo6aBisTb KOMIOHEHTBHI K
KjlaccaM, TMPUMEHSITh HM3MEHEHHsS B DOK3eMIUIIpax Kiacca Ha OIIONpPUHT-KIACC,
coxpaHaTth ypoBHU B UE4.

[Ipu HaxaTun Ha sapibik UE4 OTKpoeTcs MEHIO C IPEATIOKEHUEM CO31aTh MPOEKT
onpeneneHHoro tumna. Beidepute Games u Haxxmute kHONKy Next (pucyHok 1.1).
Tur npoekra onpenensaeT NpeayCTaHOBICHHbBIE HACTPOUKH IIPOEKTA.

New Project Categories
! E Games
sard#  Film, Television, and Live Events
ﬁ‘ Choose from templates and examples for nDisplay, VR Scouting, and vinual production workflows
A e, Engil ing, and C
% Select a starting point for multi-user design reviews, photorealistic architectural design visualizations, sunlight studies. or stylized rendenngs.
(LNER|
\' Automotive, Product Design, and Manufacturing
\ Find templates for multi-user design reviews, photobooth studio envaironments, and product configurators.

Next ] Cancel

Pucynok 1.1 — Menro BeiOOpa THITa MpoOeKTa

CrnenyroluM 1aroM siBJIsieTCs BHIOOP TeMILIEHTa IpoeKTa. TeMIIeHToOM sIBIIsieTCs
IpeyCTaHOBJICHHBIM Ha0Op acceToB, KOTOpbIM OyAeT BCTpoeH B mpoekT. s urp
TEMIUICUTHI pa3zielieHbl Ha UrpoBbie KaHpbl. Temruielit Blank o3nawaer, uto Oyzaer
CO3/IaH «ITyCTOW» MPOEKT 0e3 MpeayCTaHOBICHHBIX acCeTOB. BriOepuTe ero u HAXKMUTE
kHOMKy Next (pucyHok 1.2).

U Unreal Project Browser
Select Template

s = ’ az
B 5 = g =, @ LiC)

First Flying Handheld Puzzle Rolling Side
Person AR Scroller

- T . 2
RN = € M
e ?"‘-n .! iy v v' . A
2D Side Third TopDown  Twin Stick Vehicle Virtual Vehicle
Scroller Person Shooter Reality Advanced

Blank
Pucynox 1.2 — MeHto BriOOpa 1m1abaoHa MpoeKTa
[Tocnennum 1marom SBISIETCS BBIOOP HAcTpoek mnpoekra. Camoil BakHOMU

HACTPOWKOH sBiIsieTcst BBIOOp OmronpuHT- nian C++ mpoekra. Bce HacTpoku MOMXKHO
U3MEHUTH B XOJI€ pa3pabOTKe UTPbI, HO C JAHHOW OMITUEH JTydIlle ONPEACITUTHCS C CAMOTO



Hayasna, T. K. TpaHcdopManus OmonpuHT-ipoekta B C++ 1 00paTHO MOXKET BBI3BATh
OIIMOKU B CKPUIITAX M OJIIOMPUHT-KIIaccax (pucyHok 1.3).

U Unreal Project Browser =T

Choose the closest equivalent target platfoem. Dot womy, you can
‘ = Choose whether 1o create 2 Bhoepret or Co+ project ;l T changethss un-nmummm'w sectian of Project Seftings.
Bhseprint Deskiop / Console
tl-wm" m‘l:m.cl- bml srele
w  Choosethe performance chasacteristics of your peoject - 5':::" T Fwinrime W‘ﬂ;’;:m P
i : Content Browser.
Maximum Cuality Mo Starter Content
w
Q’ = Chooseif real-trve raytracing proje
Raytracing Disabled

Pucynoxk 1.3 — OxHO BBIOOpa HACTPOEK MPOEKTa

[Tpu otkpeiTun Gpopmsbl myctoro (Blank) npoekra B HEM HaXOASTCS OCHOBHBIE
nanenu u okHa UE4. Ilog oxnom B cpene UE4 monumaercss Oosblnas 00JacTh,
B KOTOPOH pacroyiaratoTcsi MHTEpakTUBHbBIE AJIeMeHThI cpeibl UE4.

Okno Viewport — 5T0 OKHO, 4epe3 KOTOpO€ MOKHO HaOII0JaTh YPOBEHbD.
B nHém Haxomurcs BUpPTyalibHOE NPOCTPAHCTBO, BKJIOYash Bce OOBEKTHl Bartero
YPOBHSI, B TOM YHUCJE T€, YTO CKPBITHI B CAMOW WUIpe — HAIPUMEpP, BCIIOMOraTelIbHbIE
ukonku (billboard) oOwvekToB. Iy mepexIoYeHUs peKMMa OTOOPAKEHUS MEXKITY
paspaborunkom u Game view (pucyHok 1.4) Haxxmute Ha kiapuiy G.

—_ 4 C
BAdMew = & bngort 5 Save A & Contert »

Pucynok 1.4 — Oxno Viewport

Br1 MO)keTe ocMOTpeTh IpocTpaHcTBO ypoBHS, yaep:xkusas IIKM u nepemenias e€.
Jlns nepemerieHnss 1o ypoBHIO HyKHO 3axarb IIKM u ucnosb30BaTh KIIaBUIIN
WASD. KnaBumm Q u E OyayT nogHuMaTh U OIyCKaTh KaMepy COOTBETCTBEHHO.

[lon manensto B cpene UE4 Oynem moHumarh HEOONbIIyI0 00JAcTh dKpaHa
(3a4acTyr0 BEPTUKAIbHYIO), B KOTOPOM pacCIOJIaraloTCs HMHTEPAKTUBHBIE 3JIEMEHTHI



cpenbl UE4. B oTinunie OT OKOH, B MaHENIU PACMHOJaraloTcs KOHTEKCTHBIE TApaMETPhI
TOTO WJIA UHOTO BUPTYAIIBHOTO OOBEKTA.

B manenn World Outliner otoGpakatoTcsi Bce 00BEKThI Ha TEKYIIEM ypoBHE. Bbl
MOJKETE YTMOPSIOUNTh CIHCOK, pPACIpEAETUB CBSA3aHHbIE OOBEKTHl IO MAaIrKaM,
a TaKXe MCKaTh W QUIBTPOBATH UX IO THUIIAM, MOKHO OOBEIUHATH OOBEKTHI B TPYTIIIHI
(pucynok 1.5). OGpaTuTe BHUMaHHUE, YTO MOXXHO HCIIOJIb30BaTh BCE KJIACCUUYECKHUE
COUETaHUsl KJIABULI, XapaKTEpHbIE JUIsl MHOXKECTBA MporpamMMm. MoOKHO BBIIETUThH BCE
o0BeKThl pa3oM, HaxaB coderanue kinaum Ctrl + A, ayOGnupoBaTh OOBEKTHI
coueranueM kiasui Ctrl + D, konuposate B Oydep oomena — Ctrl + C, BcTtaBuTh u3
O0ydepa odmena — Ctrl + V. Hcnonb3yiite kiasuiry Delete nis ynanenus: BoIOpaHHBIX
00BEKTOB.

u o
B World Outlmer WY Mades ! ? e n o
L OFL_ -
Label - Type |
O 4% Untitled (Edutor) Warld
& "4 amosphenc Fog AtmosphencFog
< ¥ Floor StateMeshActor
o * Light Soutce Rirectionall sght
& ™ Player Stant PlayerSian
B @ sysphee £ 69, Sk, Spt
O & Sylight Syl ight
& &, SpherefeflectonCapture SphereRatleenon(

Pucynok 1.5 — ITanens World Outliner oroOpakaeT Bce 00bEKTHI TEKYIIIETO YPOBHS

B manenu Details oroOpakaroTcs Bce CBOMCTBA BEIOPAHHOTO 00BEKTA, IK3EMILISIPA
OJIFOTMPUHT-KJIacca. DTa MaHelb UCHOJIb3YeTCs NIl M3MEHEHHUs MapaMeTpoB OOBEKTa.
Bhecénnble HM3MEHEHUs TOBJUSAIOT TOJBKO Ha BBIOPAHHBIM OSK3eMIUISIp OOBEKTa
(pucynok 1.6). B manemn Details Takxke mnepeducieHbl KOMIIOHEHTBI BBIOPaAHHOTO
oOwekta. OOparure BHUMAHUE, YTO MPHU BHIOOPE OTAEIHHOTO KOMIIOHEHTA CIHUCOK
CBOWCTB MOXET U3MEHSTHCS.

Content Browser — B 5T0ii manenu oroopaxaroTcs Bce (aitnsl mpoexTa. E€ MoxkHO
WCIIOJIB30BATh ISl CO3JAHMSI MArOK W YIOpsaounBaHus (GaiiaoB. 31€Ch TaAKKE MOXKHO
BBITIOJIHATh TOUCK TI0 (aitlaM ¢ TIOMOINIBIO TOWCKOBOW CTPOKH WM (DUIHTPOB
(pucynok 1.7).

Blueprints — 310 cucrema BusyansHoro nporpammupoBanust B UE 4. Coenunss
MpoBoAaMu (JIamiioi) HOAbI, IBEHThI, QYHKIHNHU, IepeMeHHbIe, BbI MOXXETE CO3/aTh



KOMILUIEKCHBIU TeMILJIEH.

u -

| B camaiag W ot Bz [y
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Pucynoxk 1.7 — ITanens Content Browser, mokaspiBaroiiasi ciucok ¢aiinos npoexra B UE4

Taxxe MOXKHO 4acTO BCTPETUTH MCIOJIb30BaHue TepMuHa Blueprint uan Blueprint
class mys o6o3HaUeHUs Kiiacca, co3manHoro B cucteMe Blueprints. Kiaccesr Blueprints
nomuuHstoress mpaBwiaM OOIl ¥ KOMIIOHEHTHBIM MOAXOAAM K OpraHU3aIHH
aApPXUTEKTYPbI TPUIIOKECHUS.

[Tanens Modes: B 3TOM IaHEIW MOXHO MEPEKIOYATBCS MEXKIAY Pa3IMYHbIMU
uHcTpyMeHTamu, Harpumep, Landscape Tool u Foliage Tool. Muctpymentom 1o
ymomnuanuto sBisiercs Place Tool. On mo3Bossier pacnonaraTh Ha YpOBHE Pa3jIMUHbIE
TUIIBI 00BEKTOB, TaKue Kak 3D-Mo/1e11, ICTOYHUKH OCBEIICHUS U KaMephl (PUCYHOK 1.8).
Jlo6aBwTe 00bekT Empty Actor Ha ypoBens. [IpocTo neperamuTe ero KOHKY ¢ BKIIaIKH
Basic nanenn Modes (pucyHnok 1.9) B okHo Viewport. Bbl TOJIbKO YTO MOCTaBUIIM ITyCTOM
00BeKT, OH OyJIeT BhIjielieH cpepoit-0mndop oM (He 3a0biBaiiTe npo kiaBuily G)— qaHHast
cdepa BUIHA TONBKO s pazpaborunka. MHorma 00BEKThI, KOTOPhIE MOTYT HaXOIUThCS
Ha ypoBHe, B Unreal Eninge 4 naszbiBator Actor mim aktép. B meroguueckux
peKoMeHIaIusIX OyayT UCIOIB30BaThCs clioBa «00BeKT UE4» 1 «akTépy.



AL S UniitiEd] & Project Settings
File Edit Window Helo File Edit Window Help

T% Project Settings

= World Outliner 3 Modes E . ‘ i= World Outliner Qs Modes B . . E
. 7 i, | T =) -+ 2
1 ‘\J Save Current  Source Control T Save Current  Source Control Canter
. Label Type =
= Viewport 1 ; . 4 = Viewport 1
. ___ S g8 Untitled (Editor) World
Dol Piased Perspective | Lit| = actor Ml (~ ][ pespective | Lit | show |
. Empty Actor S & Atmospheric Fog AtmosphericFog ot & S
|Basic P L3 # Floor StaticMeshActor
. S ¥ Light Source DirectionalLight
Lights ! Empty Character S T Player Start PlayerStart
Cinematic S @ SkySphere Edit BP_Sky_Spr
é Empty Pawn = &7 Skylight SkyLight
Visual Effects — o € SphereReflectionCapture SphereReflectionC
Geometry ' Point Light
Volumes
k Player Start
AllClasses
- Cube
Pucynox 1.8 — Tlanens Modes, Pucynok 1.9 — Empty Actor Ha ypoBHe

nmocTaBbTe 00BEKT Empty Actor Ha ypoBeHB

AKTEpHI (Actor) — 3TO TIaBHbIE OOBEKTHI MIPHI, C KOTOPHIMH MOXXHO B3aWMO-
JeMCTBOBAaTh WM KOTOPBIMU MOYKHO YIPaBJIATh. DTO MOTYT OBITh CaM IEPCOHAX
UTPOKA, alT€YKH, MATPOHBI, OPYKHUE, APYTHE IEPCOHANKH, IBEPH U JIFOObIE HHTEPAKTHUB-
HbIE OOBEKTHI.

Bbl MoxeTe nonpoOoBaTh NEepeABUraTh 0ObEKT, BpalllaTh €ro U MacIITAOUPOBATh.
Hcnonb3yiiTe MmaHenr WHCTPYMEHTOB B INPaBOM BepxHeM yriy Viewport i
NEPEKIIOYCHHSI MEXKTY pekumamu (pucyHok 1.10).

8 7o)< [8 )@ v )@ o= )= )

Pucynoxk 1.10 — ITanens uacrpymentoB Transform

[lepeitnure B okHO KOMIIOHeHTOB mnanenu Details, BeiOpannoro Empty Actor,
HaxxmuTe Ha kKHOIKY Add Component u BriOepute Point Light (pucynox 1.11).

Uto6sl mpeBpaTuTh OOBEKT € KOMIIOHEHTOM point light B OGmronmpuHT-KIIacc,
Ha)XMHUTE Ha cHHIOK KHONIKY Blueprint/Add Script (pucyHok 1.12). Beibepure narnky,
B KOTOPOH OyAeT coxpaHeH OMonpHuHT-KIacc (pucyHok 1.13).

Haxxwmure IIKM na manke Content u HaxkmuTe Ha nosBUBLIMICS NMyHKT Create
Folder. O6b14HO marky, B KOTOPOI XpaHSATCS ONIOMPUHT-KIACCHI, IPUHITO Ha3bIBATh
Blueprints win BPs. Bbl Takke Mo)keTe AaTh Ha3BaHUE ATOrO Kjacca B IOJIE HUXKE.
B nannom cnyuae 3to Pulsar BP. Haxumaiite kHonky Create Blueprint.

CymecTByeT HECKOJIbKO crnocoOoB co3nath Blueprint Class, Hanpumep, uepes
KHOIIKY Blueprints B BepxHeil maHEI THCTPYMEHTOB. B BbINIajaro1ieM CIIMCKE Bbl TAKXKE
MoOKeTe co3aarh myctod Blueprint kimacc u mocne JONOJMHATH €ro  HYXKHBIMU
KOMITOHEHTaMu (pUCYHOK 1.14).

Bbel moxere mneperackuBaTh OntonpuHT-KJIacc u3 okHa Content Browser Ha
yYpOBEHb, CO3/1aBasi IK3EMILTSIPhI BHIOPAHHOTO Kiacca (pUCyHokK 1.15).

[Ipn nBoitHoM HakatTuu Ha (aitnm OONpUHTA BB TEpeiiieTe B OTIEIbHOE
okHO Blueprint Editor (pucynoxk 1.16).
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@, Details ® voldse = oot ® vz
1. o S 2-R-A i
F Seftngs Blueprints Cinemancs Buid Flay. Launch m
ch — s

A COmponEnta:

A8, DefauisSceneRioot
* PoincLight

[ 10 . 025 | = 4 = D

® New Blueprint Script Component...
® New C++ Component...

Common
& Ao e 1
@ Chaos Destruction Listener Aatar bstan i Game ™
| @ Geometry Cache il —
& Particle System AP
® Point Light e n
P Reciy preniRT—
f Skeletal Mesh ww'wwr"-w*mm
¥ Static Mesh atnpn
@ sphere s Josies ]
- Plane ; —
Pucynok 1.11 — JloGaBneHue Pucynok 1.12 — OTkppITHE OKHA COXpaHEHUS
komrioHeHTa Point Light k o0bexTy Empty 00BeKTa B BHJIC OJIFOTIPUHT-KIIacca

Actor

A A

File Edit  Window  Heip

= world Outliner 3 Modes ‘ . . : E . I
4 s

Save Currentt Soutce Cantrol Content Marketplace  Settings Bluepnints  Sinematic:

Label [ Bluepeint Class
& 48 Untitled (Editor) World Vo] New Empty Blueprint ¢
e Llacor  icto ] Convert Selected Comy

= AUTGSPNENC Fog bl
_Convert Selectad Acto

&y Floor
o ¥ Light Source % Upen Blueprnt Uia
@ A PlayerStant Level Blusprints
o @ Sky Sphere A Open Level Bluepri
@ Skylight sk
& @ SphereReflectionCaphspherefiefiec Project Sett

® GameMode: Gamebod

Waorld Ouerrid

| - GameMode: Not overri
=TT,

B 4w Psawan 6 B cove

Pucynok 1.13 — OxHo BeIOOpa IyTH Pucynoxk 1.14 — Co3nanue GironpHuHT-KI1acca

COXpaHEHUs OJIIOTIPUHT-KIIacca

ﬂ Output Log &= Content Browser @ Levels

AcdiNewsss L Import [ SaveAll € | & Content » Blueprints

= )~ v riters - o,

4“5 Content
s a3 .

Pulsar_BEF

1 item

Pucynoxk 1.15 — Haxxatue IIKM Ha HKOHKY OJIIOIIPUHT-KIIacca



Db Filter

Right-Click to Create New Nodes.

Thia node s disabled and wil not be calied ¥ |

Draxy oM pins 10 sl o pomsabty.

& Evert Tick This rde is disabled snd will not be ealied 7

Ovags oM pins 10 buse functoraliny

® DetaultsceneRisot Thes node is dissbled and wil not be catied. &
Event Dinpatchers * Drag ol pins 10 busid functonalty.

g
]
i
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[

E

Pucynoxk 1.16 — Oxno Blueprint Editor

HaxaB Ha BKJIAaIKy OKHa Vviewport, MOXHO TIOCMOTPETh, KaK BBITJISIIUT
OsronpuHT-KIace (pucyHok 1.17).

TR 1 Froject Bettigi w =T
s Asoen wa  Debug Wi help cto]
S—— W ool
PEEEEC— O, . S W & ™ # p pgm-
e wie  Bewm Boow S st UseSimegs ClapsDeaums  Sewlmon Py Detoeg Fier
O, DelneScateios Fr— f canm sonmep oS EveGragh - Deaty
i - T
o oD OSGE B B | ol
4 Variahle
s [casiment ]
Tomie I
Cotegery Cor—
Emati aes rpeaes -]
a Trawaform
Lo e testin = - S T O
[ p— Y 3 rssen - el ]
peaghu * e = ‘__EL
57 Ereniteaph - L R e ]
£ Evert Bogniy
© Evert ActorBegindrverlap. PEEE
o Evert Tick St Sachm |- ER]
#Punctiom |4 +
*f ConuctonSerg aPiercdeving
Macron + e -]
Vatables +* ke 111 e [ ]
4Compeaents b
* oimgre Tage
& Drelautscermpnot]
oyt 7 R
W Defaiticoreliont - o .
Everi Dispatcher + J Cooms Bepcation
it ey ™
Activatian
e .
B camaier ety 1% Find fesui

Pucynok 1.17 — Oxno Viewport

BaxxHo moHumarb, 4TO JaHHOE OKHO Viewport SIBISETCS KOHTEKCTHBIM JUIs
BBIOPAHHOTO KJIacca U HE OTOOpaXkaeT OJIFOMPUHT-KIIACC HA BCEM YPOBHE.

B cmyuae ¢ Unreal Engine Bepcuii 4.24 MoxeT HaOmIOAaThCs CIEAyIOLIee
noseaeHue. [ IpucyrcrByror nea komnonenta Default Scene Root. Bel MmoxxeTe ynanuth
HIDKHUN 110 uepapxuu koMmoHeHT Default Scene Root. UToOs1 n30exars moBeneHus
¢ aBymsi Default Scene Root komMmoHeHTaMu, cHavajia CO3alTe OJFONMPUHT-KIACC U3
«myctoro» Actor, a 3arem B okHe Blueprint Editor no0aBbre HyxHbBIE Bam
KOMITOHEHTBI.

Haxxmute kHonky Compile, 4To0b1 mpuMeHUTH U3MEHEHUS (PUCYHOK 1.18).
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& [ uaezp
File Edit Asset View Debug Window Help
“#. Components J Toolbar
®
- -

- Compile Save  Browse Find  Hide Unrelated Clas
| 3% Pawn Noise Emitter - - 5 ;

i Pawn Sensing = Viewport S construction Scrip ~ ma Event Graph
e

o & aD

& Audio Curve Source
Basic Shapes
- Plane
@ Sphere
® Cube
¥ Cylinder
& Cone
Ldamera
¥y Camera
%, Cine Camera
& Spring Arm
Chaos
- ® Chaos Debug Draw hold (Ctel + Alt) for
.. Chaos Destruction Listener

StaticMeshComponent is used to create an instance of a UStaticMesh
A static mesh is a piece of geometry that consists of a static set of polygons

See: https.//docs.unrealengine com/latest/INT/Engine/Content/Types/ StaticMeshes/
See: UStaticMesh

Pucynoxk 1.18 — Jlo6aBnenne komnonenta Cone u3 nanean Components

Jlo6aBbTe kOoMnoHeHT Cone (mpuMuTUB, KOHYC). [logHumure xommnoneHT Point
Light Beitie, 4T00bI OBLII0 3aMETHO BIUSHUE HCTOYHUKA CBETA HA KOHYC. CKOMITMIIUPYITE
omonpuHT (pucyHok 1.19). EcTh BepoATHOCTB, 4TO y KOHYyca Oyaer HasHaueH Default
Material (BBITTISIIUT, KakK [IaXMaTHAs CETKAa) — 3TO HOPMAJILHO HA JAHHBI MOMEHT.

-] ewecie [ i) aENca B B DD

Pucynoxk 1.19 — [IpubnusutensHoe n3odpaskeHne okHa Viewport Gimoripunt-kinacca Pulsar BP

OOpaTuTe BHUMaHHUE, YTO HA YPOBHE BCE HK3EMILISIPhI OIIONPUHTOB TENEPh UMEIOT
KoHyc. Takum 00pazoMm, MOXHO OBICTPO BHOCHUTb H3MEHEHHMS] BO BCE SK3EMILISAPbI
OJIIOIIPUHT-KJIACcCa, pACCTAaBJICHHBIC HAa BCEX YPOBHSAX, PEJaKTHPYsl caM Kiiacc. B nanHHOM
OpUMepe HU3MEHEHbl I[BET M MHTEHCUBHOCTb KOMIIOHEHTa point light, a Takxke
OPONOPLMU KOHyca (KOMIIOHEHT cone). Bbrl MokeTre M3MEHSATh NMPONOPLUU KOHYCa
(u moboro gpyroro o0OBEKTa), peNaKkTUpys 3HaueHus mapameTrpoB Transform
B nanenu Details.

WNHorna HeoOXOJUMMO MOCMOTPETh, KaK HM3MEHEHHMS Ha O0O0beKTe (IK3EMIUISp
ONIONIPUHTA) BIHUCHIBAIOTCS B OKpY>KEHHE YypoBHSA. UTOOBI H3MEHEHHs OOBEKTa
OPUMEHWINCh Ha ONMonpHuHT-KIacc, Haxkmute KHONKY Edit Blueprint u BwiGepute
Apply Instance Changes to Blueprint. Ecnu Bc€ caenaHo BepHO, OCTajbHbIE
AK3EMIUISIPHI (IPYTUM CIOBOM, MHCTAHCHI) KJIacCa aBTOMAaTUYECKU OOHOBATCS C YYETOM
HOBBIX U3MeHeHu (pucyHok 1.20).
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sa Control Comtent
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ﬂu A ;-- 0 ‘.ﬂ‘,‘.ﬁ (= +]- =TT

4%, DefaultSomneoot (nheited)

Cane (inneried)

4Tranaform

Pucynok 1.20 — Beibop mynkTa Apply Instance Changes to Blueprint

CoxpanuTte ypoBeHb, HaxkaB Ctrl + Shift + S unm uepes mento File-> Save Current.
B otkpeiBHIEMCS OKHE co3panTe manky Maps, gaiTe Ha3BaHHWE YPOBHIO U HAXKMUTE
kHOnKy Save (pucyHok 1.21) [1, 2].

Path: /Game

Name:

Pucynok 1.21 — Mcnonb30BaHue TOJIBKO JIATUHCKUX OYKB

2 IIporpammupoBanue Ha Blueprints. Hacts 1

Heab padoTel: n3yunts apxutektypy Blueprint npoexkra UE4 u nmopsigok BeImos-
HeHust OmonpuHT-Kiacca: Hoabl Begin Play u Tick Update; n3yunts Level; nayunthes
oOpamaThes K KoMmrnoHeHnTaM Blueprint 1 MeHSTh X CBOMCTBA.

HUrpa — 3TO KOHTEHT, CBSI3aHHBIA MEXIy COOOH JIOTMKOW U 3arporpam-
MHUPOBAHHBIN HA ONPEIECIICHHBIE ACHCTBUS.

Jns aToro moxkHo ucnonb3zoBath C++ u Blueprints. Blueprints — 310 cucrema
Bu3yainpHoro mnporpammupoBanuss B UE 4. CoenuHsisi mpoBOJlaMu HOAbIL, COOBITHS,
(pyHKUMH, TEpeMEHHbIe, BBl MOKETE CO3/1aTh KOMIUIEKCHBIN T'€MMILICH.

HecMoTps Ha kaxylryrocss HAMBHOCTh OJIIOMPUHTOB, OHM mnoauuHsaroTcs OOII,
KOMIIOHEHTHOW apXUTEKTYpE, MATTEPHAM IPOTPAMMHUPOBAHUSI.

Otxkpoiite Blueprint editor OmronpuHT-KI1acca, CO3AaHHOTO HA MPOIIOM YPOKE
(KOHYC C CHHUM UCTOYHHKOM CBeTa) (pUCYHOK 2.1).

[Tepeitnute B okHO Event Graph (pucynok 2.2).

Ilepen Bamu oTKpoeTcs OKHO, B KOTOPOM M OyA€T CONEpKaTbCsl OCHOBHAS 4acTh
noruku Bamero kmacca. Bel Mmoxkere yBunmets Tpu cepbix Onoka: Event BeginPlay,
Event ActorBeginOverlap, Event Tick — 5T Omoku ¥ Ha3bIBaIOT HOJAAMHU
(pucyHok 2.3).
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Pucynok 2.1 — biaronpunt-knacc Pulsar BP

P T N R O EES

Compile Save  Browse Find  Hide Unrelated Class Settings i@{mﬁ uj‘ng Simulation Pli
== Viewport f Construction Scrip ma= Event Graph
-]

Pucynok 2.2 — Brximanka Event Graph, B okHe KOTOpO# co31aéTcst JTIoruKa Kiiacca

= Viewport f Construction Scrip  |wes Event Graph|
t7| @ % | @2 Pulsar_BP > Event Graph

Right-Click to Create New Nodes.

“EEvmtBeginPlay O
D

© Event ActorBeginOverlap O
i3

Dthar hevee

ChomitTick O
]
Deita Seconds O

Pucynok 2.3 — Okno Event Graph npu co3nanuu 11060ro OJIFOTpUHT-KIIacca

Haxxmute IIKM B cBOOOAHOM MecTe, YTOOBI CO3/1aTh CBOIO COOCTBEHHYIO HOIY.
Bbl yBUIMTE MHOXKECTBO PACCOPTUPOBAHHBIX IO CBOEMY (PYHKIIMOHATY HOJ. BeiBeauTe
tekcT Hello B BcTpoeHHyto koHconb. Jyig 3Toro Habepute B cTpoke noucka Print
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U BBIOCpHTE U3 TIPETIOKEHHBIX HOAYy Print String (pucyHok 2.4).

This node is disabled and will not be called. ¥

Drag off pins to build functionality

All Actions for this Blueprint [ Context Sensitive »

=+ Cast To EnvaueryinstanceBlueprintwrapper
=+ Cast To EnvQueryinstanceBluepfiitwrapper Class
++ Cast To LandscapeBluepfinGrush

This node is disabled and will not be called ¥ »+ Cast To LandscapeBluepfintBrush Class

Drag off pins to build functionality »» Cast To LandscapeBluspfintBrushBase
=+ Cast To LandscapeBluepfiftBrushBase Class
=+ Cast To PawnAction_BluepfintBase

" =+ Cast To PawnAction_BlueprintBase Class I
t Acto @

Print )

Find Results

_BP successfull [in 194 ms) (/Game/Blueprints/Pulsar_BP Pulsar_BF) . -
=! Break LiveLinkTransformBluepfiniData

= Make ActorPerceptionBluepfifitinfo
= Make BlueprintSessionResult

Pucynok 2.4 — KoHTekCTHOE MEHIO BBIOOPA HOJIBI

Br1 yBuante, kak nosisunachk Hona Print String. Tenepb «BBITSHUTE» COSAMHEHUE
U3 TPeyrojbHOro cumBosia HOAbl BeginPlay n coegunuTe ¢ BXOAAUIMM IUHOM HOJBI
Print String. TpeyroypHbli CHMBOJI — OTO IIMH BBIIOJIHEHUS execution pin.
Boinonnenue ¢QyHKUMU, COOBITUA M KOAA B LIEJIOM HPOUCXOAMUT CJEBA HAMPABO IO
coenuHeHuto execution (6enomy nposoay). CoObiTre BeginPlay, kak cienyer u3 ero
Ha3BaHUs, BBINOJHAETCS OJMH Pa3 MPHU cTapTe UIpsbl (pUcyHku 2.5 u 2.6).

5. 9. 8.0 4.

O EventBeginPley (TP
» » D prints  Cinematics Build Play Launch
In String
Development Only
v
Pucynok 2.5 — Jloruueckasi KOHCTPYKIIUS, Pucynoxk 2.6 — Knomka Play,
BbIBOIsiTIast TekeT Hello 3aIyCKAIOIIasi BBIIIOJIHEHUE BCEX IK3EMIUISIPOB

OJIFOTIPUHT-KIIACCOB

[Monxmounte Homy Print String x nomy Event Tick m 3amyctute mnpoekt
(pucyHok 2.7).

& Event Tick it
4 | 4 o
Delta Seconds O» In String
Development Only
v

Pucynoxk 2.7 — Konctpykuus, BeiBogsmas reket Hello
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MHOXECTBEHHbII M HENMPEKpalAoIINCS BbIBOJ 3HAaueHUs1 aprymeHTta Print
String nozackaseiBaet, uto Hoja Event Tick BeimonHsercs kaxasiii kaap (frame).

Level Blueprint — 5T0 cHenMamTu3UPOBAaHHBIM TUN OJIONPHUHTA, KOTOPHIH
IeMCTBYeT Kak TioOanbHbI event graph nnst cBoero ypoBus. Kaxapiii ypoBeHb B
Bamewm npoekre mmeer cobctBenHblid Level Blueprint, co3manubiii Mo yMOT4aHHUIO,
HO KOTOpPBIH MOHO pEIaKTHUPOBaTh, OJHAKO Bbl He MoOXKeTe c03/aTh COOCTBEHHBIN
kiacc Level Blueprint — B 3ToM HET HEOOXOAUMOCTH.

Uro6sl oTkpbiTh Level Blueprint, naxxmure kHonky Blueprints u BbiOepute 13
cnucka Level Blueprint (pucyHnok 2.8).

. B §. 8. P

105 Blueprints Cinematics Build Play Launch
Blueprint Class

New Empty Blueprint Class...

Convert Selected Components to Blueprint Class... @ © (D) I

Convert Selected Actor to Blueprint Class

1 Open Blueprint Class...

Project Settings
® GameMode: GameModeBase

World
GameMode: Not overridden!

Edit the Level Blueprint for the current level

Pucynok 2.8 — loctyn k okny Level Blueprint

B Level Blueprint noruuno pacrionaratb GyHKIIUA U UBEHTBI, KOTOPBIC SIBISIOTCS
cnenuuIHBIMA 711 KOHKpeTHOro ypoBHs. Level Blueprint MoxeT ObICTpO TOTYy4UTH
JOCTYTI IO CCHUIKE K JII00OOMY OJIONPUHTY WM aKTEPY Ha YPOBHE:

— BeIOepute Omonpunt Pulsar BP 8 World Outliner;

— nepeiiaure B Event Graph Level Blueprint’a;

— 3axwmute kinasuiny R (reference) u naxxmure JIKM.

B o6mieit apxutektype koma Unreal Engine kimaccel Game State 1 Game Mode
UTPalOT BaXHYI0 poOJib, OJHAKO B OCHOBHOM Juid OHJalH-urp. s omHo-
HOJIb30BATENLCKUX WUIP 3HAYMMOCTh 3TUX KJaccoB cHIKaercs. Ilockoibky co3maHue
CEeTEBBbIX UT'P HE pacCMaTpPUBAETCs B JaHHOM Kypce, oApoOHyo nHpopMmaruto no Game
Mode n Game State Bbl MmoxeTe y3HaTh B OPHUIMATIBHON TOKYMEHTALMH.

3aiimute B Event Graph Pulsar BP, uamenute mapamerps kommnonenta Point
Light depe3 kox u neperamure kommnoHeHT Point Light B mone Event Graph
(pucyHok 2.9). On OyzAeT BbIMIIAIETh KaK HOJA C OJHUM BBIXOJHBIM ITUHOM.

Boitsnute nuH Point Light u nabepute B mnoucke Set Light Color
(pucynok 2.10). ITorck Ha3BaHMI HYHBIX TAPaMETPOB HAPaOATHIBAETCSI C OIBITOM.

OOpatuTe BHUMaHUE, 4TO, CIEIys JIOTUKE, Bbl MOXeTe MOCMOTpETh Ha3BaHUS
HY’KHbIX BaMm mapameTpoB, HaxxaB Ha KOMIOHEHT. Bbl MoxkeTe mornpoOoBaTh BBOJUTH
Set Intensity, Set Attenuation Radius 1 npoyue B 1oucKe CBOWCTB KOMIIOHEHTa B
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Event Graph, 4To0bl M3MEHSATH WM MOJy4YaTh WX 3HaYeHUs (PUCYHOK 2.11).

o Touba

Ae— . B2 W 9 »
> = d o
Compie Sawve Browse  Find HideUnrelated ClassSettings  Class Defaults  Simulat A \

B viewport f ConstuctionScrip @8 Event Giaph

| @ % | &2 Pulsar_BP » Event Grapl i . :
© Event BeginPlay Actions taking a(

Component Obje

Set Light Cold

== f setLight Fun
f set Light Fun

© Evmtegistey
> S set Light Fun

This node is disabled and will not be called. * S settight Fun
Drag off pins to build functionality i 4Lighting
[ setLightFallof

“This node ia disabled ond will notbe called. |

o My Blueprint Drag off pins 1o build functionality
] ) < -
4Graphs. +
Pucynox 2.9 — KoMmnoHeHT u3 mnanenu Pucynox 2.10 —  Hcnonb3oBaHue
Components B okHe Event Graph IIOMCKOBOM  CTPOKM  JUISI ~ HaXOXKIEHUS

apaMeTpoOB KOMIIOHEHTOB

4 Light
Intensity

I Light Color

Attenuation Radius
Source Radius 0.0 [\
Soft Source Radius _
Source Length
Temperature
Use Temperature ]

Affects World

Cast Shadows

Indirect Lighting Intens _

¥

Volumetric Scattering | [{IE]

Pucynok 2.11 — OcHoBHBIE TapaMeTpsI (WM cBOicTBa) KommoHeHTa Point Light

Cespxute Honbl Begin Play u SetLight Color, BeiOepuTe xenaeMblil IBET, HAXKaB Ha
MaJeHbKUI YEpHBIA KBaJApaT, PENPE3CHTUPYIOIIUNA YEepHbId LBET (110 YMOIYaHHUIO)
(pucysku 2.12 n 2.13). CKOMOIHIMPYWTE U 3aITyCTUTE MIPOEKT.

—~—r W Toolbar
< ; -
© Evert By Mg i come I & 5 . Q “ .f. i
* :mp Pl o i dn i Compile Save Browse Find  Hide Unrelated
M Lot Cadir
e g il 5=/ wport f Construction Scrip =& Event Graph
| . Yr|'® ® | @& Pulsar_BP > Event Graph
eveR e e ey E O
—— ]
Pucynok 2.12 — OxHo BbIOOpa 1BeTa it New Pucynok 2.13 — IloarBepkaeHue
Light Color B manmutpe BBIOOpaA

LIBet ucrounuka ceera B Pulsar BP nomken moMeHsThCsl Ha BEIOpaHHBIIA.
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OOparute BHUMaHuEe, 4TO Bbl MoOXere «pa3o0parh» OOJNBIIMHCTBO THHOB
COCTaBHBIX THIIOB JJAaHHBIX HA IPOCThIE TUIBI JaHHbIX. Haxkmure Ha ia New Light Color
I[TKM wu BeiOepute Split Pin. [Ipu xemanuu Bbl cmoxere ykaspiBaTh IBET B popmare
BekTOopa RGBA. DTO MOXET NPUTOUTHCS IPHU FEHEPALIMU CITyYalHBIX LIBETOB.

Tenepr caenaiite Tak, 4TOOBIl MCTOYHHMK CBETA IJIABHO M3MEHSUI CBOIO WHTEH-
cuBHocTh ¢ 0 mo 5000 co crapra urpel B Teuenue 10 c. Jyig 3TOro MOKHO
UCIoJIb30BaTh HOMy Timeline.

Jo6assTe HOMy Timeline, naxaB [IKM u nHabpaB B moucke Add Timeline. Bol
MOXXET€ JaTh COOCTBEHHOW Ha3BaHUE HOJE TaiimiaiiHa. OOpaTuTe BHUMAHUE, YTO Y
HOABl Timeline mMeeTcs HECKOJBbKO BXOJSAIIMX IMHUHOB JUIsI execution «IpOBOJIOBY
(pucyHok 2.14).

e Ee—— =

)
© Event BeginPlay \ Light Component ‘@ ColorChanger
» \ [ | ]

P Play Update >
@ Target [ Play from Start Finished (>

~ New Light Color D stop Direction
SRGB (7 [ Reverse
[> Reverse from End
[ Set New Time

O New Time

Pucynok 2.14 — Hox Timeline ¢ mmenem ColorChanger

[lenkuute 2 pasza mo Hoje Timeline — y Bac OTKpPOETCS OKHO PEAAKTUPOBAHUS
kpuBbix Curve Editor. Bel MoxkeTe crenaTh KpUBBIE 1O HECKOJIBKO THITOB JTAHHBIX, ITOJT
float, vector, color u naxe event. BeiGepure 3Hauok f+, 4T00bI 10OOABUTH KPUBYIO TS
float 3nauenuii (pucyHok 2.15).

" ColsrChanger

m Length [l Use Last Keyframe? [l AutoPlay [l Loop [l Replicated [l Ignore Time Dilation

4 Intensity
External Curve

asE
[ Synchronize View

0.00

050

Pucynok 2.15 — OkHO penakTUpOBaHUs KPUBbIX

Haxmute [TKM nHa mobom ydactke kpuBoil U BbiOepuTe MyHKT Add Key to
CurveFloat 0. JloGaBnsis TakuM o00pa3oMm KJtoud, BBl MoOXeTe MOCTPOUTH
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COOCTBEHHBIN TpauK U3MEHEHHSI JPOOHON BETUYHUHBI.

Hcnone3yiiTe KHOIKM MacITaOMPOBaHUS I10 IIUPHUHE K BICOTE (PUCYHOK 2.16, a),
9TOOBI YBUJETH MOJHOIEHHYIO KapTUHY TOTO, KaK BBINJISIAAT KpUBas. Takke MOXKHO
YKa3bpIBaTh TOYHOE BpPEMsS W 3HAUYCHWE TOYKH KPHUBOW B COOTBETCTBYIOIIHUX IOJISX.
OOpatuTe BHUMaHWE, YTO MOXKHO W3MEHUTh TPOJODKUTEILHOCTh BO BpEMEHU
WHTEPIOJISIIUY 3HaUeHus 1o kpuBoil B osie Length (o ymomyanuto 5 c).

Kpome TOro, MOXHO W3MEHHUTH XapaKTep WHTEPIOJSAIUU MEKIY KIFOYCBBIMH
Toukamu  (kiodamu, keys) KpuBoil, HaxaB Ha BbIOpaHHyro Touky [IKM
(pucyHok 2.16, 0).

a) 0)
Ty " o
FE B CH (68 5 ot TR 005 s ceytane? @ Autorty 0oy B epiated Wignore T Dilton A
4 ntensity Key Interpolation
Extemal Curve G s
we s epox  DHEE /) 73t Auto !
Bsmehonze view ) . User
409600 7] 7% Break
[] *, Linear 4!
] *4 Constant
204800
Tangents
iei Flatten
i~ Straighten

Pucynok 2.16 — M3MeHeHHs 3HaYCHN IEPEMEHHBIX BO BPEMEHU B COOTBETCTBUH C 33/1aHHBIM
rpapuKoM

CozpmaiiTe KpHUBYIO NPOJOJLKUTENBHOCTEIO B 10 €, C HadalbHBIM KIIFOUOM
B Time 0 m Value 0 u BropeiM kimtouom B Time 10 u Value 5000. He 3a0ynbre
yBenuuuTh Length no 10. YcTanoBuTe HHTEpNOMSALMIO HA 00€UX TOUKAX B PEXKUM Auto.

Bepuurecy B Event Graph, oOpatute BHUMaHue, uto y HoAa Timeline nosiBuics
BBIXOJAIIMKA MHUH 3€JICHOTO IBETAa C Ha3BaHuWeMm Bamied kpuBol. BBIXOQHOW NHH
BbinosiHeHus1 Update BRIMOTHIETCS KaX bl KaJip B TEYEHUE MHTEPIIOJISILIMKI 3HAYSHHUS 10
Bce kpuBoil. Coenunute ero ¢ Homou Set Intensity kommnonenta Point Light.
Coenunure BbIxoHOM aprymeHT Intensity (win Ha3BaHUE KpUBOIi) C apryMeHTOM New
Intensity (pucynoxk 2.17).

7@ colorChanger E::Ez is Light Component

— [ Play Update 3 D
Play from Start Finished Fe——— __—— @ Target
C>etmy & § Point Light @ ?

[ stop Direction / @ New Intensity
> Reverse Intensity @

[> Reverse from End

> set New Time

Cr» NewTime

Pucynok 2.17 — Jloruka W3MEHEHHsS WHTEHCUBHOCTH CBETa B 3aBUCUMOCTH OT KPHUBOU
B Hoze Timeline
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3amycThTe TPOEKT, HWHTEHCHMBHOCTh cBera B Pulsar BP momkna mimaBHO
YBEJIMUUTHCS JI0 33IaHHOTO YpoBHS [1, 2].

Bapuanmul 3a0anus

Ha ocnose Pulsar BP cuenaiite Tak, 4ToObI Ha cTapTe:

— Point Light uatencuBnocts 0, HO yepe3 5 ¢ mocie crapra Urpbl HaYMHAJIA
nyJIbCUPOBaTh BOJIHOOOpa3HO 4 pasa, ¢ aMIuIUTyA0M uHTeHcuBHOCTH oT 0 10 10000
B TeucHue 10 c;

— uHTeHcuBHOCTh Point Light paBHOMepHo wusmensuiack ¢ 1000 mo 10000
u obpatHo 10 1000 B Teuenue 6 ¢ co crapra urpbl. [Io okOHYaHUU H3MEHSIETCS IIBET
Point Light na m000# fapyroili M MOBTOPHO 3amycKaeTcss TaWMIaiH, ITUKI
IPOJOIKAETCSI 0ECKOHEYHO;

— uBet Point Light kpacusiif. MatencuBHocTh Point Light Bwipactaer c 0
10 20000 B Teuenue 3 c, 3aTeM MEHsETCs IBET Ha cuHUM M yowiBaeT ¢ 20000 10 0
B TOM e Taiimuaitne. [lo Bo3BpamieHMH HHTEHCUBHOCTH B () IIBET MEHsETCS Ha
KkpacHbIi. [{uki npogomxaeTcst 6eCKOHEYHO.

3 IIporpammupoBanue Ha Blueprints. Yacts 11

Leab padoTsl: co3aaBaTh cOOCTBEHHbIE COOBITUSA (events) B Blueprints u pyHkumu
B Blueprints, nepemennsie B Blueprints, no6aBnste package B TPOEKT U YMETh
NEeTEeKTUpoBaTh Koyun3uu B UE4.

B cucteme Blueprints Bel MoxkeTe co3maBaTh CBOM COOCTBEHHBIE COOBITHS (events)
U (QYHKIUU. DTO UMEET CMBICH JIeNaTh, 4YTOObl M30€XaTh MOBTOPEHHUS OJTHOTHITHOTO
KOJa ¥ ONTHMH3UPOBATh APXUTEKTYPY KJIACCOB Ballel WIphl. 371eCh M Jajee Moj
CIIOBOM cOOBITHE Oyner moapa3dymeBarbes event. Jlis Toro, droObl co3daTh
cooctBenHoe coOwiTue, HaxmuTe [IKM B Event Graph u na6epure B moncke Add Custom
Event. Jlaiite Ha3Banue coObITHIO (pUCyHOK 3.1).

BbI30B  MOIB30BATENHCKOTO COOBITHSI COBEPIIACTCS IMOAOOHO KJIACCHUECKHUM
IpaBWJIaM MPOTPAMMHUPOBAHKS — TI0 HAIMMCAHUIO UMEHU COOBITHS (Tak ke, KaK 3TO
POUCXOIUT C BBI30BOM PYyHKIIUK). BeITsiHUTE coequHenne u3 cooniTrsi Event BeginPlay
U OTIYCTUTE, HaOEpUTE B MOUCKE UMS COOBITUSI — B onucaHHoM npumepe Start Effect
(pucyHok 3.2).

st noGaBieHUs BXOJHBIX apryMEHTOB I COOBITUH WIEJIKHUTE HA HOIY
coOwiTHs U B maHenu Details 1o6aBbTe aprymenTsl B nosie Inputs. Ber Moxkere natb
Ha3BaHMs apTYMEHTaM, a TaKe BhIOpaTh TUIl JaHHBIX (PUCYHOK 3.3).

Coznaiite crnenyromuii aprymeHT coObiTus: uMms New Color, TUn mgaHHBIX
Linear Color. CesbxuTe MOSIBUBIIMICS ITMH B HOJIE UBEHTA C BXOIAIIMM MUHOM HOJ1a Set
Light Color (pucynok 3.4). OOpaTtuTe BHMMaHHE, YTO MOXKETE HU3MEHSITh BXOJHOM
apryMeHT B HOJIE BBI30Ba COOBITHS.
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> Event EeginPla';i

> Event BeginPlay &
D [} /- Executable actions

4Call Function

© Start Effect
Event M Target is Light Component Bl |8
» > o b i
Pant Lo @ — & T
New Light Color i
SRS 2 Point L
Pucynok 3.1 — CoOsitne Start Effect Pucynok 3.2 — BeBoB coObiTust Start
u nonkiroueHHas Hoaa Set Light Color Effect B coobiTHN BeginPlay

d = & ) g

4 Graph Hode
ClosaSetings  ClossDefeuks  Simulation  Play Db Fiftr al

e ——

Pucynoxk 3.3 — JloGaBneHue BXOJHBIX apTyMEHTOB ISl TOJIh30BATEIHCKOTO COOBITHS

6 Event B_cghth ! Jaiget s Pulsar BP

P [0
O Target
New Color [l
© Start Effect
i t k _Tafggt is Light Component
» » o
T ——
New Color @ PointLight @ —— @ Target

@ New Light Color
SRGB |4

Pucynoxk 3.4 — M300paxkeHue apryMeHTa COObITHS B HOZIE BBI30BA

Uro0sl co3aarh coOCTBEHHYIO (PyHKIMIO, nepeiiaure B nanens My Blueprint,
B mnaHenb Functions, HakmuTe Ha 3HA4YOK +, 4TOOBI 100aBUTh HOBYIO (DYHKIIHIO. BbI
TaK)kKe MOJKETE JIaTh el COOCTBEHHOE UMs (PUCYHOK 3.5).

B MomeHT co3maHusi HOBOW (PYHKIIMM TOSIBUTCS DJEMEHT C MMEHEM (DYHKIUU.
Bce ¢yHkimm omnuceiBaroTCS B OTAENBHBIX OKHax. OTIMYUTENbHAash O0COOEHHOCTh
(GYHKIIMKU OT COOBITHH 3aKITIOYAETCS B TOM, YTO (PYHKIIMM HE MOTYT HCIOJIb30BaTh
HEKOTOphIe HOABI (Hampumep, Timeline), a TakKe B OTJIMYUE OT COOBITHII MOTYT UMETh
BBIXOJHBIC apTyYMEHThI. BXO/IHbIE U BBIXOJHBIC aAPryMEHTHI (DYHKIIUU YKAa3bIBAIOTCS B
nanesnu Details mpu HaxkaTuu Ha HOLY (PYHKIMH (PUCYHOK 3.6).
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- [ JLunsuucuun suip me EVEILLIEPH J AuuLus

.- Ty Alueptint < Start Effect
#addvew - EEEIS © - . | € ® | f Pulsar_BP > Add Colors
|4 Graphs + Hiw Cood @
s Drag Off Pins to Create/
© Event ActarBeginOverlap
& Event Tick
& Start Dect
B Functions 13 Cueidabie) +
¢ CanstructionSerigt
Macros +*
4 Variobies +
4 Components
Statichesh
* PoriLigh = —_—
‘E:':::gclemw B compiler Results ™ rrdResults = Add Colors
Event Dispatchers g | - 4% Campleo af BP succussivll jn 204 me] (75 D
Pucynoxk 3.5 — Ilone Functions co cnrckom Pucynoxk 3.6 — Co3pmaHue OTIENbHON
I10JIB30BaTCIIbCKUX q)YHKHI/H\/'I BKJIaQIKH1

Hanummre ¢ynkumio, kortopas Oyner ckiansiBaTh gaBa 1Beta (Linear Color)
¥ BO3BpallaTh pe3yJbTUPYIOIIMA LBET (puUcCyHOK 3.7). Jlns aToro cos3paiite nBa
BxoaHblx aprymenta ¢ umeHeM Colorl u Color2 Ttuma panneix Linear Color
¥ BbIX0HOM aprymeHT ¢ umeHneM ResultColor Tuma Linear Color.

catcony CIT—
Keywords N
R——
Access Specifier Public -
B Add Colors B Return Node Pure | |
Call In Editor
——
L .
Color 1 @ . + @ @ Result Color 4 Inputs +
Color2 @ I DT - PN x
» CIE— TR NG x
4 Outputs +
Aescoie __} - B x

Pucyhnok 3.7 — ApryMeHTHI ¥ TUIIBI JTaHHBIX (YHKLIUU

B Event Graph, BbI30B (pyHKIIMU BBINOJHSAETCS HOAOW C MMEHEM (YHKIIMH — TaK
e, KaK U B CUTyalluu C pa3padOTaHHBIMU COOBITUAMHU U B CUTyallUH KJIACCHYECKOTO
IpOrpaMMHUpOBaHUs (PUCYHOK 3.8).

Lol L. ffkddcolors
> Event BeginPlay R Jarget is Puisar BP R laiget is Pulsar BP
» [ 2 L e——————— (B
O Target Result Color @ O» Target
Color 1 i T~ @ New Color
Color 2

Pucynok 3.8 — Be130B hyHKIIMH

WNuorna He sBrsieTcst 00s13aTeNbHBIM HANMWYME y (PyHKIMU execution COeAMHEHUS,
i storo Brimounte ¢uar Pure B manenu Details pynkuuu. B takom ciydae Bupg
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BbI30Ba (DYHKITUU TpeoOpa3uTcs (pUcyHok 3.9).

(O StartEffect

© Event BeginPlay R Jarget is Pulsar BP
» [ C
» Target

# New Color

Add Co
Color 1 . Result Color &

Color 2

Pucynok 3.9 — Pure-pyHkuus 6e3 execution-coeTnHEHU

B manenu Details ¢pynknum MoxxHO ykazath Access Specifier (ypoBenb gocrymna)
B BuJe kiaccuueckux Public, Private m Protected, co3maBate coOCTBEHHEBIC
NEepEeMEHHbIE M J]aBaTh UM ypOBEHb JocTyna (pucyHok 3.10).

4Graphs +
453 EventGraph
© Event BeginPlay
€ Event ActorBeginOverlap
© Event Tick
© Start Effect
AFunctions (18 Overridable) +
# ConstructionScript
f Addcolors
Macros +

4Variables +
4Components

7} StaticMesh

? PointLight

#, DefaultSceneRoot * [3363,78] Compile of Pulsar_B

Event Dispatchers +

EX compiler Results M®Fi

Pucynoxk 3.10 — [Tonp3oBartenbckue nepeMeHHble Ha BKiIaake Variables

UE4 nognepxuBaet Bce OCHOBHbIE TUIIBI JAHHBIX (1I€JIbIE Yncia, ApoOHbIe Ynca,
bool-3HaueHus, CTPOKOBBIC 3HAYCHHS M JIPYTHU€) U MHOXKECTBO KOMIUICKCHBIX THIIOB
JTAHHBIX, TAKME KaK BEKTOPHI, CIIUCKH, IIBETA U TIP.

JlaBaiiTe TpUBHECEM HWHTEPAKTUBHOCTH B TMPOEKT M J00ABUM YIIPaBISIEMOTO
nepconaxa. [locie co3manms Blank mpoekTa MOXHO 700aBUTH CTaHIAPTHBIC aCCETHI
JPYTHX TEMIUIEUTOB MIPEJIOKEHHBIX B HAYAJLHOM IIIare CO3/IaHUS MTPOCKTA.

Jlo6aBbTe KOHTEHT OT TeMiuieiTa (mabmona) Third Person, HaxxaB Ha 3eleHYIO
kHonky Add New oxkna Content Browser, a 3arem BbriOpaB nyHkT Add Feature
or Content Pack (pucynku 3.11 u 3.12).

[Tocne noGaBneHuss KOHTEHTA MOSABATCS HOBbIE Nanku ¢ (aitnamu. B manke Third
Person BP -> Blueprints MOXHO HaiiTh OJIONPUHT Yy>K€ HACTPOEHHOTO MEPCOHAXKA.
[lepeTamure ero Ha ypoBEHb, OJTHAKO MPU 3aMyCKE WUrPbl OH OyAET HEMOJBHKEH. DTO
CBSI3aHO C T€M, YTO Ha JIaHHBII MOMEHT B cTaHaapTHoM GameMode 4ncToro npoekra
yIPaBIII€MbIM NIEPCOHAKEM 10 YMOJUAHUIO YCTAHOBJIEHA Tapsias kamepa. B mamke
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Third Person Character naxomutcs HyxHbII Game Mode s nepcoHaxa OT
TpeThero nuua (pucyHok 3.13).

x bt = ; —
T e < A g AL A6 Comtant s the Prct
. . : o !
Type
World

1 e Folder W Bluepnint Feature  gab C++ Feature A, Content Packs

. NewCo+ Class

“na o
Side 'I1'|i4rd Person )

aﬁ leeyheasd jeystick eh

dewice, lhe camera Inh;:n characier, huerang from an aver-the-

i, it i ittt
Vehice:

pory
- ¥

U face

5
>

Limport ESaveAll €3 |5 Comtent »

- S & - S

. mm
Pucynox  3.11 —  JloGaBnenue Pucynok 3.12 — Cranpgaprthseie accetsl UE4

JONOJHUTCIIbHBIX CTAHAAPTHBIX aCCETOB

E= Content Browser ¥ Levels

IRAddNEWS L import [D)SaveAll & - | B Content » ThirdPersonBP » Blue

- = = - S

“ &= Content
. Blueprints ‘H,
© [ Geometry

0 | Mannequin —

i Maps ThirdPerson  ThirdPerson
© M ThirdPerson Character ~ GameMode

4 i ThirdPersonBP

I Maps
* mm Engine Content

2 items

Pucynok 3.13 — bironpuHT-KIace CTaHAapTHOTO YIPABIIAEMOTro EPCOHAKAa UMIIOPTUPOBAHHOTO
KOHTEHTa

Uro6sl ycTaHoBUThH 3T0T GameMode, HaxxmuTe Ha kHONKY Blueprints BepxHeit
naHenu Project Settings: Game Mode-> Select GameModeBase Class->
ThirdPersonGameMode (pucyHnok 3.14).

Tenepb npu 3amycke MpoeKTa MOXKHO YIPABIISTh NEPCOHAKEM, OHAKO UX OyaeT
nBoe. 1o cBa3aHo ¢ TeMm, 4To ThirdPersonGameMode 1o yMoiI4aHUIO CO31A€T
OJIONpUHT TepcoHaka B mo3unmu aktépa Player Start. Ber moxere nubo ynanuTh
IPOIIOTO TMepcoHaxka, b0 HaiTu mapamerp Auto Posses Player B Omronpunte
nepcoHaka W TocTaBUTh ero B 3HaueHue Player 0. Takum o00pazoM, mepcoHax,
BBICTABJICHHBIN Ha YPOBHE, aBBTOMATHYECKHU OYyIET SIBJISATHCS YIIPABISIEMbIM IEPCOHAKEM
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0 YMOJTYaHUIo (PUCYHOK 3.15).

- e .

o

O PendarTaTeture Gare.
[ S —

[ry— i
[SEENRR & oot EmSweAl € |8 Content » Maps -

Pucynoxk 3.14 — Jloctyn k 6a30BbIM HacTpoilkam JJOTMKH IPOEKTa

Caenaiite Tak, 4ToObl MpU NPUONKECHUHM TMEPCOHAXa KOHYC MEHSUI IIBET Ha
ciydaiiueiid. Jlo6aBbTe Sphere-xommaiinep B Pulsar BP (pucynok 3.16).

- wunpunEIe P e

LT a— A Component
' T 34 . m®
FAGd COmponent L ueprint it e il Compile Save, Browse
EN i == viewpor f cons
W o @] o @ o (= 2 ) o T Trresoncrarce wan ¥ Pointiight -
4 § CapsuleComponent (Inherited) 25'1 ° m
# Mesh (Inherited) S b
4 g7 CameraBoom (Inherited)
* FollowCamera (Inherited)
Ee<
4 Pawn
Auto Possess Player o
Auto Possess Al
Pucynok 3.15 — IlouckoBasi CTpoka 0OBEKT Pucynok  3.16 —  [loGaBneHue
ThirdPersonCharacter kommoHeHTa Sphere k knaccy Pulsar BP

VYbenurech B TOM, UTO HACTPOMKHU JAHHOrO Sphere-koiuaiiiepa yCTaHOBJIEHBI B
cocrosinue Overlap All Dynamics (pucyHok 3.17).

OtkpeiB Event Graph xnacca ThirdPersonCharacter Blueprint, Bel yBuaure,
YTO TaM HamnMcaHa 4acTh JIOTMKH, CBSI3aHHas ¢ mnepenBuxkeHueM. OpHEHTHPYSCh Ha
10/I00HBIE TOTOBBIE OJIIOMPUHTHI, Bbl MOXKeTe MOTPEHUPOBATHCS W HANUCATh JIOTUKY
nepeABUKEHUs COOCTBEHHOTO nepcoHaxa. Beioepure komnoneHt CapsuleComponent
nepcoHaxka, mnponuctaite mnanenb Details 1o 6moka Events. Bel MoxkeTre BuaeTh
HAOOp 3ENEHBIX KHOMOK — 3TO pa3jiMyHble HMBEHTHI, 00pabaTHIBAIOIIME COOBITHS,
cBsa3aHHble ¢ Kojum3uen nanHoro CapsuleComponent. Kaxpiii U3 3TUX HUBEHTOB
peAHa3HaAYEH ISl Pa3HbIX «XapaKTEPOB» KOJUIU3HUU (pUCYHOK 3.18).

Brioepure Event OnComponentBeginOverlap. byner co3mana HoBas Hopa.
Apryment OtherActor OyaeT 3anuchIBaTh B €051 CCHUIKY Ha akTEpa, KoJulaiiep KOTOporo
nepcoHaxx mnepeceu€r. Homa Cast To sABmsieTcs HOAOW, NPUBOIAIIEH aKTEpPA K
onpeneneHHoMy kiaccy. [lepBbiii BBIXOAHOW MUH 3TOM HOJIBI OYIET BBIOJIHSITHCS, €CIIH
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npuBeneHne Tumna mnpouuio ycnemHo. [IpuBenute (coBeprmmte Cast) OtherActor k
Pulsar BP (pucynok 3.19) u BeiBeauTe nMsi 00bEKTa Kiacca.

Aopty impute on tamig B
Repicste Pryscs 1o ct B

4 Colfsion
P — ]

Py e Overide e
0
Generate Overiag Everss. (8

.- |
| I |

ESEEEE BB EY
000000 ao
EEEEEE EBR

Pucynoxk 3.17 — Hactpoiiku koyu3un Pucynok 3.18 — Cnucok IOCTyHHBIX
COOBITHH KOJUTM3UU

<) On Component Begin Overlap (CapsuleComponent) [ _+ Cast To Puls W
Pp— b » D
Overlapped Component (O @ Object Cast Failed [ W In String
Other Actor @ / AsPulsar BP @ o Obj.ect T DEV‘?'OP‘:E"t Only
Other Comp O
Other Body Index O

From Sweep

Sweep Result
Pucynoxk 3.19 — Jloruka coObITHs IpU NPUOIMKEHNUH TTEPCOHAKA

[Tpu npubmmkeHnu nepcoHaxa k 00bekTy kiacca Pulsar BP B koHCOJIb JOMIKHO
BBIBECTHUCH UMS 00bekTa (pucyHok 3.20).

Pucynoxk 3.20 — BeiBog umenu kiacca Pulsar BP B koHcOmb

Peamuzyiite ¢ynkmuio SetRandomColor B Puslar BP u BbezoBute €€ mnpwm
npuOIKeHUH nepcoHaxa (pucynku 3.21 u 3.22).

3ayacTyro MpoIle MCHOJAb30BaTh TETM W HUHTEPPEHChl, YTOOBI OMNPEIEIUThH
00BEKT, C KOTOPBIM MPOUCXOAUT Koumsus [1, 2].
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(r—-———-——\\
i Point Light @

8 Set Random Color lTargetis Light Component
» » D

[ Fandom Float el

Return Value @ — @ New Light Color R
@ New Light Color G

W @ New Light Color B
Return Value @ O New Light Color A
(T FandomFioat 578 @

Return Value @

Pucynok 3.21 — ®ynkuus Random Color B Pulsar BP, Random Float Bo3sBpamiaer
niceBaocy4daitnoe 3nauenue ot 0 1o 1

& On Component Begin Overlap (CapsuleComponent) |+ Cast To Pulsar BP W darget is Puisar 8P
»P—» B ————p o
Overlapped Component O @ Object Cost Failed [ @ Target
Other Actor @ / As Pulsar BP @ ///d
Other Comp O»
Other Body Index O-

From Sweep

Sweep Aesult

Pucynok 3.22 — ®parment kona u3 Third Character Blueprint — Homa Cast To (npu ycnemHoM
NPUBEICHUN THIIA BO3BpAIA€T CCHUIKY Ha OOBEKT Kiacca, K KOTOPOMY COBEpIIAETCs MPHUBEICHHE,
yepe3 KOTOPYIO MOXHO BBI3BaTh BCE MyOJUYHBIE ()YHKIIUHN U MBEHTHI JAHHOTO KJ1acca)

4 Pabora c matepunasamu. Material Editor

ILeap padoThl: HAy4UTHCS CO3/1aBaThb COOCTBEHHBIE MaTEpHalbl, CO3/1aBaTh
mieieppl U1 MaTepuajgoB M OK3EMIULIPbl MAaTepUasoB, NPUMEHITb MaTepHa-
JIbl HA CETKH.

Material Editor — 3T0 HOIOBBIN peaaKTOP, MO3BOJISIONIAN CO3/1aBaTh IIEHAEPHI
JUIsl MaTepUaJIOB, KOTOPBIE MOTYT ObITh TPUMEHEHBI JJIsl pa3JIMYHON T€OMETpUHU — static
mesh, skeletal mesh — uian OBITE HCIIOJIBL30BAaHBI B CUCTEME YACTHII,

Coznaiite B npoekrte nanky Materials, 3arem knukaute [IKM B mamnke, 4To0bI
co31aTh HOBBIN acceT. Beioepure Material (pucyHok 4.1).

Jlaiite Ha3BaHue cBoeMy Marepuany (B manHom mnpumepe LowPolyMaster) u
otkpoiTe Material Editor gBoiinbim kiukom no Mmarepuainy. Otkpoercs Material Editor.
IlenTpanbHas o007acTh — 93TO  HEMOCPEACTBEHHO TMPOCTPAHCTBO, B  KOTOPOM
BBICTpanBaeTcs joruka meiaepa. B Material Editor’e ucnonssyercst cBoit Habop HOJ.
Ceiiuac Tam ecTbh JIMIIb OJJHA TJIABHAs BBIXOJHAS HOJA (PUCYHOK 4.2).

[Tanens Viewport oToOpaxkaeT To, KaK BBITJIAIUT MaTepuajl Ha TECTOBBIX MeEIIax.
Bbl MoXeTe W3MEHHWTh NPEBBIO-MEII, Ha)KaB WX WKOHKH B TIPAaBOM HIDKHEM
yray Viewport (pucyHok 4.3).

[Tanens Details moka3siBaeT CBOMCTBa BEIOPAHHOTO HOJA, €CJIM HU OJWH W3 HOJIOB
HE BBIOpaH, 0TOOpa)karoTCsl 00IIKME CBOMCTBA JaHHOTO Miekaepa. B oOmmx cBoiicTBax
MOKHO HACTpPOUThb THIl Marepuana (IMOBEPXHOCTh, MOCT-TIpolleCC U T. [.), THII
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HIEHIMHTA, BUJI IPO3PAYHOCTH U TIp. (pUCYHOK 4.4).

Folder
4 Mew Folder

o+ Class
4 Transform
M. New C++ Class
Location + by 10501
mport to /Game/Materials... Hbtukicd = gl 00" |
Scale w +([E
Mobility Wy

PR sieprint Class
4 Reflection Capture
& Level
Influence Radits

Refiection Soutce Type

Brightness m
Animation b
Artificial intelligence v 4 Rendering
Blendables ’ Visible (]
I ts »
ﬂ”""""? Astor Hidden inGame [l
Editor Utilities
Editor Billboard Scale
Foliage »
wels
FX - =
y 4 Tags
| & Content » Materials Materials & Testures v C

Pucynok 4.1 — Coznanue accera turma Material

.= U £ = e, ] "= " >
WP t‘ﬂ_ o 73"’ "o.% e
- —
Pucynok 4.2 — I'maBHoe okHO Material Pucynok 4.3 — Ianens Viewport

[Tanens Stats oToOpaxaeT cTaTUCTHKY 10 MaTepuairy. O0paTuTe 0co00€ BHUMaHUE
Ha TO, YTO MaTepuajl He MOXET COAep)KaTh B cebe Oosiee 16 TEKCTYPHBIX CEMILIOB
(Textures Samples) (pucyHok 4.5).

e ¥ = "> ] w ] e © o N
3 =
[N 1 I 8 T S
’ lﬁ' |
i -
28 .

i

Pucynok 4.4 — [Tanens Details Pucynox 4.5 — [Tanens Stats

[Tanens Palette comepxut cimcok Bcex AOCTYNMHBIX HOA uist Material Editor. Ber
moxkete neperackuBath [IKM ny>xHbIe HOBI B Graph uiH ske menKHyTh 10 CBOOOTHOMY
IPOCTPAHCTBY B Ipade U HAUTU HOJI, UCIIOJIB3YS CTPOKY MOKMCKA (PUCYHOK 4.6).
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Pucynoxk 4.6 — ITanens Palette

Cnemaiite mpocToil mieisep, Ha OCHOBE KOTOporo Oyaer coOpaH maTepuan ¢
HECKOJIbKUMHU TMPOCTBIMU IapaMeTpaMu — OCHOBHbIM IiBeToM (Base Color wuim
Albedo), metamnueckum (Metallic) u mepoxoBarocteio(Roughness). B nanbneitmem
OyIyT MCTONIB30BAaTHCSI UMEHHO AHTJIOS3BIYHBIC TEPMHHBI JUIsI OMUCAHUS MMapaMeTPOB
Marepuaia, T. K. HIMEHHO 3TH TEPMHUHBI IIUPOKO HUCIOJIB3YIOTCS MPU KOMMYHUKAIIUU
B WHIyCTPUH BUICOUTPHI.

Bonwmoit Hox ¢ uMeHeM matepuana u crnuckoM nuHoB (Base Color, Metallic,
Specula, Roughness). Haxxmute [IKM na nun Base Color 1 BeiOepuTe BCILUIBIBAIOIINIMA
nyHKT Promote To Parameter — co3gactcss Hon Tuma Vector4d, XpaHSIIWN IBET
RGBA. Bbl MoXXeTe COBEpIIUTh IMOJ00HBIC ACUCTBUSA C KaXAbIM W3 THUHOB WJIU
co3AaTh HOABI BpyuHyto, HaxkaB [IKM B cBoOo1HOM MecTe (pUCYHOK 4.7).

OOpatuTe BHUMaHUE, YTO 3HAYEHUS] OTAEIBHBIX HOJ MO YMOJYAHHIO MOXKHO
n3MeHsTh B ma”enu Details mocie naxarus JIKM Ha HyXHY10 HOZY (pUCYHOK 4.8).

BuaumarensHo u3yunte yacth odunmansHoil mokymentaruu Unreal Engine 4,
nocBsmeHayo Material Graph. B Heli comepUTCs MHOTO TOJCKA30K OTHOCHUTEIHHO
ONTUMU3AIMYU U TIOJIXO/I0B K IPOCKTUPOBAHUIO YHUBEPCAIBHBIX MAaTEPUATIOB.

Haxwmure kHonmky Apply, dYTOOBl CKOMOWIMPOBATH MICinep Marepuana.
B Content Browser menkaute [IKM no cozmannomy matepuany u Beioepure Create
Material Instance (nepBsiif myHkT). HazoBuTe cBoM 3x3eMIuLsp MaTepuaia. B nannom
npumepe ConeMaterial. Co3naHHbI SK3eMIUISIp MaTepuana OyJeT aBTOMaTUYECKH
CO3/IaH B TOM K€ Marke, B KOTOPOi HaXOIUJICsa MacTep MaTepuan (pucyHok 4.9).

OTKpBIB 3K3EMIUISIP MaTepHualia, MOKHO HAaCTPOUTH €ro napamerpsl. OTAe/bHbIE
AK3EMIUISIPhI (MHCTAHChl) MaTepuaia MPUMEHSIOTCS K pa3HbIM MozensaMm. Hukorna e
NpPUMEHSHUTE pa3Hble OPUTHHANIbHBIE (POAMTENHCKHE) MaTepuanbl K BamuM mermiam,
UCIIOJI3YHTE MHCTAHCHI ISl ONITUMU3ALINH ITPOEKTA.
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O Metallic

O Specular

O Roughness
O Emissive Color

O Normal
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O World Position Offset

Or Ambient Occlusion

O Pixel Depth Offset

Pucynoxk 4.7 — Hona BaseColor Pucynox 4.8 — IlaHenp H3MEHEHUs 3HA4YECHUN
NIepEMEHHBIX HOJIOB B maHenu Details

UtoObl NMPUMEHUTHh MaTepual HAa MeIll, MOXHO IPOCTO MEPEeTAlIUTh €ro u3
Content Browser Ha BbpIOpaHHBI Meml. Bbl Takke MOXeTe yka3aThb HEOOXOIMMBIN
maTtepuan u3 okHa Blueprint unm yepes nanens Details B ocHoBHoM okHe Unreal Engine
(pucyHok 4.10).

‘ - -
vrites - L=
4 Materials
ConeMeterial -
! P Element 0 e D
Loviiot
ConeMaterial o Y
4 Physics
simulate Physics [}
.Llacﬂrlu‘,.
Linear Damping 0,01 N
g Angular Damping 00 N
2 items
Pucynok 4.9 — Co3nannblii MaTepuan Pucynok 4.10 — Ykazanue marepuaia

yepe3 nosie Materials BeIOpaHHOTO Mela

CoznanHbie Bpy4YHYIO HOJIbI TUTIOB AaHHBIX B Material Graph (nanpumep, Vector
win Texture Sample) He ABIAIOTCS NEPEMEHHBIMU 10 YMOIYAHUIO. [[J1s1 3TOr0 HY,HO
KJIMKHYTh Ha HY>KHYI0 HOZTy U BeIOpaTh Convert To Parameter (pucynok 4.11).

[Tonpodnee mnpo Material Editor Bel MoxeTe y3HaTh B oduIMaIbLHON
nokymeHTauuu [1, 2].



31
(P ——— O Pixel Deptt
Texture Sample Use Current Texture

Uvs RGE  convert to Texture Object

Tex 4 Convert to Parameter

Apply View MipBias t
E

Start Previewing Node Converts the objects to parameters.

Enable Realtime Preview

F Break Link(s)

RGB?
A Delete Delete

of Cut tl+X
Jg Copy

Iw Duplicate
Select Downstream Nodes

Select Upstream Nodes
Alignment »

ip: 194 instructions @ View Documentation
Add To Favorites

Node Comment

Pucynoxk 4.11 — KonBepTanuus Ho/ibl B IepeMeHHy10 yepe3 Beioop onun Convert To Parametr

Bapuanmeut 3a0anus

1 Cpenare monuonenusli PBR-matepuan ¢ texcrypubimu kaptamu Albedo,
Normal Map, Displacement Map.

2 Cnenatp matepuai, nBeT Albedo koToporo miaBHO MEHSETCS ¢ YEPHOTO Ha
Oenblii B peaJIbHOM BPEMEHHU.

5 Pa6ora ¢ kourenTtom B UE 4 II. Animation Blueprint

Ieap pabdoThl: HAYYUTHCS WMIIOPTHPOBATH KOHTEHT (COOCTBEHHBIN WM U3
Marketplace) 1 co3naBaTh OIIONPUHT-KIIACC U3 HECKOJIBKUX aKTOPOB.

NMIopT acceToB MOXET MPOUCXOIUTh HECKOJBKHMH CIOCOOaAMHU: MOXHO Mepe-
TaCKUBATh aCCEThl B COOTBETCTBYIOIIME MAaIKW WIM WCIOJIb30BaTh KHOMKY Import B
okHe Content Browser. Brl Taxke moxkere Bocnoib3oBatbecsi Unreal Marketpla-
ce — MarasuHoM KoOHTeHTa i pa3paborunkoB UE 4. Tam MOXHO HalTH
OecCIUIaTHBIM KOHTEHT.

Bocnonb3yemcs 6ecraTHbiM KoHTEeHT-TTakoM u3 Marketplace: Ancient Treasures
3a aBropctBoM Dekogon Studious. Hailimure nmaHHBIH accer Ha CTpaHHIE
https://www.unrealengine.com/marketplace/.

[Toce mmmopTa acceToB nepeiauTe B manky Meshes u mocTaBsTe Ha CIICHY CYHAYK
U KPBIIMIKY OT Hero. YacTo BO3HMKAET CHUTYyalus, KOrja HeoOXOAMMO co37aTh OJT0-
NPUHT-KJIACC U3 HECKOJIbKUX aKTEPOB. DTO JOTMYHO B CIydae C CYHIYKOM, €CIU B
JATBHEHUINIEM HYKHO HAIMCATh JIOTHMKY OTKPBITUS M 3aKPBITHS KPBIIMIKK CyHAyKa.
Brinenure StaticMeshActor cynnyka m ero kpeuuku B World Qutliner, 3arem
BeiOepuTe Convert Selected Components to Blueprint Class menio Blueprints.
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HazoBute Omonpunt cynayka Chest BP (pucynok 5.1).

B Wona uunmer W moges . ’ E . = a —— ' .
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Label Type - Bluey s
& 4y Map) (Editor) World 8% Viewport]
o “a& Atmospheric Fog AtmasphericFog [=] Perspective || s Lit || Show |
=Y ¥ Floor StaticMeshActor —
& Z* Light Source D ILight
> T Player Start Playerstart b
S '@ PulsarBP Edit Pulsar_BP
S @ SkySphere Edit BP_Sky_Spher.

} SM_Chest 02a
1} SM_Chest_02b

TR
“} ThirdPersonCharacter Edit ThirdPersonCh

Pucynok 5.1 — Omus Convert Selected Components to Blueprint Class

JlaHHBINA OIIONPHUHT CyHIyKa OYJIE€T UCIIOJB30BATHCS B CAEAYIOIIEM 3aHITHH.

Animation Blueprint — 310 cnienManu3upoBaHHBIM OMIONPUHT, PEIHA3ZHAUYECHHBIHI
11 ynpasiieHus: anumanusamu Skeletal Mesh, 1. e. Memel nepconaxen.

Cranpaptheiii  manexkeH Unreal Engine yxe wumeer HaOOp aHUManuil u
3arporpaMMupoBaHHbld Animation Graph, Ha JaHHOM 3aHITUH HEOOXOJUMO CO3/1aTh

Animation Blueprint, Ho B kadecTBe KOHTEHTa OyJeM HCIIOIb30BaTh CTaHJIAPTHHIE
aHMMaIluy MaHEeKeHa.

UtoObl co3math Animation Blueprint, naxxmure IIKM B cBOOOIHOM MecTe,
BbIOEpUTE BKJIAAKy Animation, nanee Animation Blueprint. Byner oTkpbeiTo OKHO,
B KOTOpOM HYyXHO Yyka3aTh Skeleton, x koTopomy OyaeT mnpumucaH OJIONPHUHT.

Bri6epure ckener crangaptHoro manekeHa — UE4 Mannequin_Skeleton u HaxkmuTe
OK (pucynok 5.2).

U Create Animation Blueprint x
Parent Class
0
M Animinstance
M AnimSharing#dditiveinstance
M animSharingStateinstance
H AnimSharing Transitioninstance
M PROTO_BP_AnimBluepfint.0_C
B ThirdPerson_AnimaP
QO TutorialAnimationBlueprint
O TutorialTPP_AnimBlueprint
B VehicleAniminstance

9items © View Oplions =
Target Skeleton:
i
(Mone)
Name = Type
B DefaultSkeletalMesn_Skeleton Skeleton
B skeletalCube_Skeleton Skeleton
B TutonalTPP_Skeleton Skeleton =
1B UE4 Mannequin_Skeleton Skeleton PLT0ec
B output Log I Coment Browser F)
¥ & import [DSaveAll & &
= = = i ____________________Oof
4w Content 4 items @ View Dplions
© i AncientTreasures s
4 Blueprints “ l,;mr.el
| anmaions

Pucynok 5.2 — OkHO BbIOOpa CKeneTa Mela

OTkpoiite co3nanHblii Animation OinronpuHTt. B okHe AnimGraph pa3zmenatorcs
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aHUMalli{, CTEHT-MallMHbBl M MpoYHe HOJbl, OOpabaThIBalOLIME aHUMAIUH, |
OMMCHIBAIOTCS MTpaBUiia nepexoaa Mexxay Humu. B okae Event Graph nuiiercs noruka,
B HEH MOTYT HCIIOJIb30BATHCS CHEU(PHUECKUe sl aHUMaluid HoJbl. B okHe Animation
Graph nmoctymna Bkiagka Event Graph, B KOTOpoil MOXKHO MHCaTh CHEHU(PHUECKYIO
JIOTUKY aHUMaIui (pucyHok 5.3).

|
o CORDRAE i

Drag Of° Pins to Create/Connect New Nodes.

+
+
Macin +
+
*

Pucynoxk 5.3 — Oxno Animation Graph

@ corplenents B rognesis

Coat s © view Ogona =

Haxonsce B oxkHe AnimGraph, co3maiitte Homy State Machine. [Ins storo
menakauTe [TKM B cBo001HOM MecTe U BBequTe B rorcke Hoq Add New State Machine.
Bbl Mmoxkere u3MeHuTh Ha3BaHue State Machine B manenu Details. CBsokuTe BbIXOA
CTEeUT-MalMHbI U BX0Jl HOJIbl Output Pose. Qutput Pose — 310 Bceraa BoixoaHast HOJA
naro6oro Animation Blueprint. XKento€ npeaynpexnenne Warning! coobmiaer o Tom, 4to
CO3/JJaHHas CTEUT-MalllMHA ITycTa (PUCYHOK 5.4).

Uto06b1 100aBUTH COCTOSHUSL B CTEUT-MaIINHY, HY>KHO IIEJIKHYTh 2 pa3a Ha HOIY
crerr-mamnHbl. Hona Entry siBisieTcss cCTaHIapTHOW, M C HEE€ HAUMHAETCS BBINIOJIHEHUE
CTEUT-MalIMHbI. BBl MOXKETE IepeTacKuBaTh AHUMALMK U3 Ma”enn Asset Browser B OKHO
creiT-MamuHbl. Bertsaruaiite JIKM cBsizu U3 rpanul] HoJl-aHUMAIUi (PUCYHOK 5.5).

= ‘ IIIEMI l. —_— ThirdPersonidle
MovementStateMachine AnimGraph Eniy B :

te Machine

[ WARNING! | 8 =
” _h**. § Resur /q
Al

+ ThirdPersonRun B ThirdPerson idleRun_2D /Bame/Mannequin/A

B ThirdPerson_Jump /Game/Mannequi
B ThirdPersonidie /Game/Mai
[ ThirdPerson ump_End /Game/Mannequin
[ ThirdPerson.ump_Loop /Game/Mannequin/
B ThirdPersonJump._Start /Game/Mannequin/A

e Anim Preview Editor I Asset Browser

€

B ThudPersonWalk {Game/Mannequin/4
Pucynok 5.4 — Hauvanbnas State Pucynok 5.5 — JlocTynHble aHUMaLMKA

Machine

HaxxaB nBontHbM JIKM 10 CBSI3U, OTKpPOWTE OKHO JJIsl HACTPOWMKHU JIOTUKH CBSI3U
nepexoqa. JlobaBpTe mepemeHHyro Tumna float, nmalite el Ha3BaHue (PUCYHOK 5.6).
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B nannom npumepe nmst mepemennoit Anim_Velocity.

. My Blueprint

e Y ©. < -

4Graphs +
4m= EventGraph
€ Event Blueprint Update Animation
4 Animation Graphs
4y AnimGraph
47" MovementStateMachine
(2 ThirdPersonidie (state)
(Z ThirdPersonRun (state)
4 ThirdPersonidle to ThirdPersonRun (rule)
4 ThirdPersonRun to ThirdPersonidle (rule)
Animation Layers

Functions (3 Overridable)

+ + +

Macros
4Variables +

= Anim_Velocity =

Event Dispatchers + I

Pucynoxk 5.6 — ITonb3oBaTenbckue nepeMeHHble B O1oke Variables

B cBs3u, Beixoasimeit u3 anumauuu ThirdPersonldle, noGaBbre mnpoBepky
3HaueHus Oosibiie uiau paBHo 0,2 nepemennort Anim Velocity (pucynok 5.7).

f Hesm

| N
Can Enter Transition

R A ——.,
Anim Velocity @ ——— @

o @f

Pucynok 5.7 — Jloruka nepexoaa aHuMaluu

B cBs3u, Bxoasimeii B anumaniuio ThirdPersonldle, 1o6aBbTe mpoBepKy 3HaUCHHUSI
menbine 0,1 mepemennort Anim Velocity (pucyHok 5.8).

| Result
Can Enter Transition

P ——
Anim Velocity @ ——" @

o [af

Pucynok 5.8 — Jloruka nepexoaa aHuMaluu

3navenuto nepemeHHod Anim Velocity npucBoiiTe 3HAaY€HHE CKOPOCTHU
HepCoOHa)ka, W B CiIydae, €CIU CKOPOCTb OOJblle OMNPEACTIEHHOTO0 3HAYEHHs, TO
anumarus Oyner nepexoauts u3 coctossaus Idle B Running. Teneps cunTaiite 3HaUeHNE
ckopoctu ¢ mepcoHaxa. [[ns sroro mepeiiaute B okHo Event Graph. Homa Event
Blueprint Update Animation siBisercst ananorom Tick Update 3 0ObIYHBIX OIIOTIPUHTOB.
Hona TryGetPawn Owner mosy4daeT CChUIKY Ha OOBEKT, K KOTOPOMY Ha3HAUEH JaHHBIN

Animation Blueprint.
Jo6aBsTe nepemennyto Owner Ref tuna Actor (Reference), B Hee 3anumute
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cceuiKy Ha pawn yepe3 Try Get Pawn Owner.
B none Update Animation nonyuyute 1inuHy BekTopa velocity u npucsoiite eé
3HaueHue nepeMenHot Anim_Velocity (pucynok 5.9).

> Event Blugprint Begin Play

> Target [geif]  Retwn Value @ —

© Event Blueprint Update Animation [SADC -
»
Deita Time X O @ input Object I Not Valid [>

L M
Owner Ref @
[ e, o Vet /

e @ Taiget Retumn Value @ — @ A Return Valve @

—
» D

® AnimVelocity O

——
Owner Rel @

Pucynoxk 5.9 — IlpucBoenne nepemenHoir Anim_Velocity 3HaueHHs ATHHBI BEKTOpa

Cxomnunupyiite Animation Blueprint u npucsoiite k ThirdPersonCharacter
(pucynok 5.10). 3amyctutre Urpy W MOpPOBEPhTE CMEHY aHUMALMM MpU JBHKECHHUH
nepcoHaxa [1, 2].

4 Transform

& Content » Blueprints » AnimationBlueprints &

P
Y = i -
-

Pucynoxk 5.10 — Beibop Animation Blueprint B none Animation, nepemenHast AnimClass

6 IlporpammupoBanue Ha Blueprints. Yacts 111

Iear padoThl: HayuuThCcs co3maBarh Blueprint Interface m HasHadath ero
OyroripuHTaM, BBI3BIBATh MeTOIbI Blueprint Interface, HacnenoBarh OJOIPUHT-KIACCHI,
MOJIMMUCHIBATHCS HA DBEHTHI.

HuTepdeiic — 310 ynoOHbIN cr1ocod 0003Ha4YaTh METO/IbI, KOTOPBIE IOJDKHBI OBITH
UMIUIEMEHTUPOBAHbl Y pa3HbIX THUIOB O0OBEKTOB. UYTOOBI cO31aTh ONIOMPUHT-
uHTepdeiic, 106aBbTe HOBBI acceT — BbiOepuTe BKIaAKy Blueprints-> Blueprints
Interface (pucynok 6.1).

OtkpeiB Interface Blueprint, MOXHO NEpPEYUCIUTH BCE METOABI, & TAKXKE HX
BXOJIHBIC ¥ BBIXOJIHBIE apTyMEHTHI, KOTOPbIE MOXKHO OyJIeT MUCMOIh30BaTh B KA4eCTBE
uHTepdeiica (pucyHok 6.2).

[lepeitnure B OMIONPUHT CYHAYKa, CO3/JaHHBIA HAa MPONUIOM 3aHATHU. Haxkmure
Ha Class Settings u no6aBpTe cBoil Interface Blueprint B cnucox uHTepdeiico
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UMITJIEMCHTAIIMIO HECKOJIbKMX MHTEP(DEHCOB.

Pucynok
uHTeppdeiica

P New Falder

- vInmLor e

4 % Defaultso
. New C#+ Class
Import Asset
P Import to /Game/Blueprints/AnimationB lueprints...
Create Basio Asset
- Blueprint Class
% Level
% Material 4 Transform
- | Location =
& " Particls System | ki
% clation =
Scal
& Substance Tne
- Mability
Create Advanced Assel
Animaticn v 4 Rendering
Anificial Intelligence v Wisibie
alizlios 2 Kidden i Game
L ¥
BB cioeprin loss
Editor Ugilities i 4 Tags
Foliage K ﬂ Blueprint Function Library | Component Tag
FX g = .
o]
Matenials & Textures - - H
7. Blueprint Interface 4 Bctivation
Al € | & Co  Media » 'S
. ; Austo Activate
rFiters - NN Miscellaneous ¥ m Blueprint Macro Library [ of
Paper20 b — ;
4 Cooking
o\ Physics k ‘ Erusmneration
= A j. — Is Editor Omly
i == Uszer interface v ! Structure .
Newanim bEhyaks

Graph
A Blueprint | nore - only, no imiple
mplerne er

KJIaCC MOKET COACPIKATh

—
ENCEODN B B .- ’
o —n=
]
I
——
e —
e
oo E—
v T—
ot C—
{
L]
6.2 —  Hacrpoiika Pucynoxk 6.3 — Jlob6aBnenue uHTEpdeiicoB

K KJ1accy

Tenepp MOXHO peanu3oBaTh coObITHA, onucaHHbie B Blueprint Interface, u
BBI3bIBATh UX U3 APYTOro OJIIONPUHTA, HE MPOU3BOAS MPOBEPKY TUIA OJIIOMPUHTA WU
He npousBojisa Cast (pUCyHOK 6.4).

PeanuzyiiTe crenyromniy0 HWrpoByIH0 MEXaHUKY: MNpU MPUOIMKEHHUH HUIrpoKa K
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CYHIYKY OTKpOETCs KpbIlIKa CyH TyKa. [lomaroBast MHCTpYKIMSI K JOCTHXKEHUIO TAHHOTO
pe3yJibTaTa:
— no6asbte Collision Sphere B O1IONpHUHT CyHAYKA;

— clenaiiTe MpOBEpPKY CTOJIKHOBEHHUS C CYHAYKOM M3 OJIONPHUHTA MEepCOHaXA.

“© Event Activate Object ﬂ

- G P | PR G
From | arrace Loliection

D

Pucynok 6.4 — Co0GbITHE, CO3/JaHHOE Ha OCHOBE HHTEpdeiica

Hcnonszyiite Hox Does Implement Interface.
B peanmmzanuu wunHTEepdeiica Activate Object 3amporpaMMUpyHTE OTKPBITHE
KpBIIIKY yepe3 Hoay Timeline (pucyHku 6.5 u 6.6).

<> Event Activate Object ‘m

® OpenLid b Target s Scene Component
b ———— P Play Update | » D
D Play from Start Finished ,—-—L.;—: —— @ Target
D stop Direction O» New Rotation X (Roll)
D Reverse Ye @ New Rotation Y (Pitch)
[> Reverse from End O New Rotation Z (Yaw)
[ set New Time v
O New Time

Pucynoxk 6.5 — Ypasie yriom noBopoTa KpbILIIKH CyHIyKa

RSN s ; m-— o Jargetss Interface Collection
. | 4 True [ » o
Overlapped Component Or Condition False [ /. & Target
Other Actor @ _—
Other Comp Or i
Other Body Index O» W
From Sweep @ Test Object Return Value
Sweep Result Interface

Interface Collect »

Pucynoxk 6.6 — IlpoBepka Hogoi Does Implement Interface o0bexTa Ha HaTMYKE OMIPEIETCHHOTO
uHTepdeiica

OOpature BHMMaHHWE, YTO BBI30B MHTEepdeiica He TpedyeT KacTa OJNIONpPHUHTA
B OlpeaeNeHHbl Tum. TakuMm o0pa3oM, MOXKHO CHJIBHO YIPOCTUTh ApPXUTEKTYpPY
koja urpel. He 3a0niBaiiTe Takke, uyto HOof CastTo siBnsiercs «Tspkensimy. [TompoOyiiTe
nob6aButh unTepdetic Activate Object B 6mmroripunt Puslar BP.
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HacnenoBanue B cucreme Blueprint paboTtaer Tak ke, Kak U B KIACCHYECKOM
nporpammupoBaHuy. OT J1000r0 CO3JaHHOTO OJIFONPUHT-KJIAcCa MOXHO CHeNaTh
JIOYepHUN OJIIONMPUHT-KIACC, MEPEOIpeeInTh ero MeToabl W T. A. YToOsl co31aTh
Jo4YepHuil OMIONMPUHT-KIacc, HAXXKMHUTE Ha skenmaemblid OmonpuaT [IKM u BrIGepute
Create Child Blueprint Class (pucyHox 6.7).

Uto06sI nepeonpeaesuTb (PyHKIMH pOAUTEILCKOTO Kacca B JOUepHEM OJIIONPUHTE,
ucrnosib3yiTe kHonky override B 6yioke Functions (pucyHok 6.8). UTOOBI BBITIOJIHUTH
POAUTENBCKYIO peanu3aiuio GyHKuuu win coObiTus, menkuure [IKM no coObiTrio
B gouepHeM kiiacce u BeiOepute Add Call to parent function.

_W Iluepn'nlclau - - . End Piay
e = My Blueprint EndinputTouch

- e ) +Add New - (T -

o save et g OnBecomeViewTarget
| 5 s Ll RE - OnEndViewTarget

® aseet Looaliztion "R 4m= EventGraph OiReset

Explore
2 show in Folder View 148
 show in Explorer
References
Copy Reference
~———— CcopyFile Path rm—
Reference Viewer

&> |1 sizemap.
Audit Assets,
o W

© EventBeginPlay  pointDamage
© Event ActorBegin0' Radialbamage

© Event Tick TouchEnter
© Event Activate Obje TouchL eave
AFunctions (19 Overridat ‘..- = Function

#1 ConstructionScript
P Interfaces

@ View Documentation - Actor
. @ View Documentation - Blueprint
® Connect To Source Control
ation
st im0 Macros +

Pucynok 6.7 —  Co3nanue
JOYEepPHEro Kiacca ONIONpHHTA 4Yepe3
ormuto Create Child Blueprint Class

Pucynoxk 6.8 — Cnomucok coObITUH U
(GYHKIUI, KOTOPBIE MOKHO MEPEOTPEICIUTh B
JOYEpPHEM KJlacCe, C TOMOIIBI0 KHOIIKH
Override

Oyukiuo neneratoB B cucteMe Blueprints Boimonnsitor Event Dispatchers,
noanucaB ogHO wiau Oosiee coObiTie Ha Event Dispatcher, MoxHO BbI3BaTh 3TH
COOBITHSI OJHOBpEeMEHHO, Kak Toibko Event Dispatcher Oyner BbizBan. /oOaBbre
Event Dispatcher, naxxaB Ha + B paznene Event Dispatchers (pucynox 6.9).

Jlo6aBpTe HOMIy BBI30BA JUCIIETUYEpA MO HAXKATHIO Ha KiaBuiny E (pucyHok 6.10).

3areM NOANMIIMTECh HA JaHHBIA gucnerdep u3 OmonpuHTa Chest BP  (pucy-
HOK 6.11) [1, 2].

4Graphs +
4= EventGraph

This node is disabled and will not be called.

© Event BeginPl; Drag off pins to build functionali A

OEv:ntAch:]Beznovellap B e I E ca' l erac

© Event Tick

€ Event Activate Object B
4Functions (19 Overridable) + Delta Second PrESSEd . . D
1 ConstructionScript
b Interfaces Released D O' Target SE|f

Macros +
4Variables +
» Components Key S
4Event Dispatchers +

Pucynok 6.9 — BozoB Event Pucynok 6.10 — Ilpumep BbI30Ba HOIBI E

Dispatchers IpU HaXATUM HA KJIABUILY  KJIABHATYypHI
JaTHHCKOMN E
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Y7 4 % | ;= Chest_BP > EventGraph

Get Player acter
O» Playerindex [p]  Retum Value @

© Event BeginPlay (3 Cast To ThirdPersonCharacter [ Bind Event to Activate All Inferactable
» g b —C P C
@ Object CastFailed > @ Target

As Third Person Character @ / Event

> Event Activate Object a —

’_G pe R argetis Scene Component
P Play Update [ | J D

[> Play from Start Finished [> ,—-_L.:;:- —— @ Target
[ stop Direction O New Rotation X (Roll) [0,0]
[> Reverse Y@ @ New Rotation Y (Pitch)
[ Reverse from End O» New Rotation Z (Yaw) [0,0
[> Set New Time v
O New Time @

Pucynok 6.11 — [Ipumep o603HaueHHs COOBITHS IPU COSTMHUM UX KPACHBIM y3J10M ¢ Hofo Bind
Event to

7 HckyccrBeHHbIH HHTELIEKT. HWHCTpyMeHTHI Hanucanusa Al
B UE4: State Machine, Behaviour Tree, Navigation

Lear paGoTbl: HayuuThcs co3maBaTh NavMesh u ucnosb3oBaTh HOObI Al,
co3ngaBath Behaviour Tree u Blackboard, co3gaBaTe marpynupyrouiero nepcoHaxa,
KOTOPBbI OCTAHABIMBAETCS HA KAXKIOM TOYKE MaTpylid, U MEpPCOHaXa, Mpecie-
JYIOIIETr0 UTPOKa.

B wurpax nmoxg Al nonumaercss peanu3anusi HHTEIUIEKTYaJbHBIX (KaXyLIUXCS
WHTCIUICKTYAIbHBIMU) TIOBEACHUM I pa3Nu4HbIX areHtoB. Tumbl Al wmoryt
CYILIECTBEHHO Pa3nyaThCs MO:

— crnocoOy 00paboTKH 3a/1ay;

— TIOJTy4Y€HUS WM BOCTIPUSATHUS HHPOPMAIIMH O MUPE;

— MHTEPIIPETAIINI TE€OMETPUIECKOTO TIPOCTPAHCTBA MUPA,;

— cI0co0y BOCTIPOM3BEICHUS TTOBEJCHUS, MPUOIIKEHHOTO K YeJIOBEYECKOMY.

I'maBHbIM KOMIOHEHTOM Jt000r0 UrpoBoro Al siBisiercs opmanbHasi cucrema
NPHUHSITHS PEIICHUH, KOTOpas BBIMIOJHACT OINPEJCICHHBIE JCUCTBHS, OICHUBAS
OKPY’KaIOI[yI0 00CTaHOBKY.

OcCHOBHBIE CITOCOOBI peaTH3aIMH CHCTEMbBI IPHHSITHS PEIICHUI:

— koHeuHble aBToMaThI (Finite-State machine);

— moBeJieHYeckue iepeBbs (Behavior tree);
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— xpuBsie Boirogibl (Utility Al).

Koneunble ABtomMatrbl (FSM) — »5T0 Hekoropas aOCTpakTHas MOJIEb,
cojiep)Kaliasi KOHEYHOE YHUCIO0 COCTOSAHMM 4vero-nubo. I[Iporpammuct 3amaer Habop
COCTOSIHUM W TEepexoj0oB Mexay HuUMU. CaMblii IPOBEPEHHBIM BPEMEHEM CIIOCO0
co3nanusa 1.

IHoBenenueckue nepeBbsi (Behaviour Trees) — 570 nanpHelee pa3BUTHE UJIEU
KOHEUHBIX aBTOMATOB. OCHOBHAs HJEs 3aKJIKOYAeTCsl B TOM, YTO B OJUH MOMEHT
BPEMEHU MEPCOHAX MOXKET HAXOAUTHCS TOJBKO B OJHOM cocTosiHuh. Ho 3a cuer
UepapXUueCcKol CTPYKTYphl M Pa3HOOOPA3HBIX Y3J0B IPOCKTUPOBAHUE IOBEIICHUS
CUWJIBHO YIPOILAETCS.

Utility AI — mozens, KoTopast BbIABISET HocTyIHbIE 17151 UM eiicTBUS U HAUYUCIISIET
UM OYKH B 3aBUCUMOCTH OT CKJIQJBIBAIOIIMXCS OOCTOSITENBLCTB, TEM CaMbIM BBIOHMpas
HauOoJee BBITOTHOE.

3auvactyro paznuuHbie moBeneHus Al MOXHO pa3OUTh Ha OTAEIbHBIC COCTOSHUS
(states). Hanmpumep, Al urpoBoro areHta Mo>KeT UMeTh cocTosiHus «Ilonck BparoBy,
«ITouck anrteukm», «Ilokon», «AtakoBaTtey». Eciin MBI onpenennm mnpasuia nepexo0B
MEXAY STUMHU COCTOSSHUSIMH, TO OTH COCTOSIHUS MOTYT OBITh TpaHC(HOPMHUPOBAHBI B
koneuHbli aBTomart (Finite State Machine). 3To nmpoctas TexHUKa, KOTOpas MPUMEHUMA
BO MHOXeCTBe cuTyanuil. CTeUT-MaluHbl UCTOPUYECKUA ObUIM OJIHUM M3 OCHOBHBIX
MOJXO0JIOB K MMPOEKTUPOBAHUIO aIrOpuTMOoB Al.

B cpene Unreal Engine 4 MmoxHO peanu3oBath cBoro cucteMy FSM mist Al nu6o
UCIOJIb30BaTh CTAHJAPTHBIA HWHCTPYMEHTapuil mis Hamnucanus Behaviour Tree.
B curyanuu, xorna manupyertcs, uto Al B urpe 0y1eT KOMIUIEKCHBIM, PEKOMEHIYeTCs
ucnosb3oBath Behaviour Trees (pucynok 7.1).

¥ ROOT
HedeAndiackBlackboard

®
Blackboard Based Condition
Emn VirsdieC nermy 1t by Set ® 13 Search
L% Chase q
Seqquence l

|

=+ MoveTo
MirveTo Venbilef nomy

®
& MaokeNoise
Makehioie

Pucynoxk 7.1 — IIpumep nepesa nosenenust B Unreal Engine 4
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Hona Root — yHukanbHas HOJa nepeBa noseneHus. HawanbHas Ttouka. K Hemy
HEJb3sI IPUKPENUTD JEKOPATOPHI U CEPBUCHI (PUCYHOK 7.2).

Homa Task — muctes nepeBa. OHM COOOMIAIOT, YTO «J€NaTh», U HE WMEIOT
BBIXOJIHBIX CO€IMHEHUH (PUCYHOK 7.3).

Homa Sequence — 3TOT y3enm BBINOJIHAET CBOUX <JIETEHW» CIIEBA HANPAaBO M
OCTAHABJIMBAET BHITIOJIHEHUE LIETIOYKH, €CIU OJIMH U3 JETEH HE MOXET BBINOJHUTHCS
(pucyHnok 7.4).

\
8

=+ Move To
ROOT MoveTo: Movelocation
& [0 |
HideAndSeekBlackboard \ 1 Sequence

Sequence
®
& MakeNoise / \
MakeNoise
Pucynoxk 7.2 — Hona Root Pucynok 7.3 — Hona Task Pucynox 7.4 — Hopna

Sequence

Hona Selector BBITIONHSET CBOMX «JIETEW» ClIEBAa HAlpaBO W OCTAHABIMBAET
BBITIOJIHEHHE, KOTJIa OJIMH W3 «IETei» YCHEUIHO 3aKaHYMBAET CBOIO omepauuto. Ecnu
OJIUH U3 «JIeTel» YCIEIIHO BLIMOJHUIICA, TO Selector Bo3Bpaiaer true, eciu Bce «IeTu»
detinat, To Bo3Bpamaer false (pucyHok 7.5).

l

®
1w, Select Behavior
Selector &
Visibility Key: VisibleToEnemies
= \

Pucynok 7.5 — Hona Selector

Honma Decorators — 1o xe camoe, 4To U yciioBusA. OHU NPHCOEAUHSIOTCA K
ApyTMM HOAAM M peIalT, OyneT U BBIIOJHATHCS BETKAa WM JIMCT JEpeBa
(pucyHoK 7.6).

Observers — 3TO CBOWCTBA JIeKOpaTOpa, 4epe3 KOTOPhIE MOKHO CBS3BIBATHCS CO
3HaueHusiMu u3 Blackboard (6mex6opaa). Taxke B Observers yka3blBalOTCsl YCIOBUS
IpeKpalleHus BHITOJIHEHUS y3J1a WIIK BETKH JiepeBa (pucyHok 7.7).

Blackboards — namars Al, KOTOpast XpaHUT KJIIOYM U 3HAYEHUS, UCIIOIb3YEMbIE
JIEPEBOM TTOBEICHUsI (PUCYHOK 7.8).

Services — 3T0 MOAyJdb, mMpucoeauHsAeMbli K HomamM. OH cooOImaer 4acToTy
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BBITIOJTHCHUST KaKOM-JTMOO HOJIBI, €CJIH 3Ta HOJIa BOOOIIE BBIMTOIHACTCS. OHU HYKHBI JJIS
OOHOBJICHHS TIPOBEPOK 3HA4YCHWUH WM OOHOBIIeHHMs 3HaueHuid B Blackboard

(pucynok 7.9).

.%. Details
I ¢ ] ©-
4 Flow Control
Notify Observer
Observer aborts _
W IfVisiblelTo Enemies) J SElSchosia
o | "l Blackboard Key 2
I | \ 4 Description
| | Node Name
Pucynoxk 7.6 — Hona Decorator Pucynok 7.7 — Details manens Blackboard co criuckom
Observers

% Blackboard

1
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New Key

4|nherited Keys

== AttackTarget
bCanSeeTarget
bAlert
bShowDebugAlState
DebugState

== DebugTextCardActor

= SelfActor

== AlGoalLocation

== DefendTarget
AlBehaviorMode
== DefendGuardRadius I e e e s it = e s
= D naan Visibility Key: VisibleToEnemies
- rge d = Lyl f . : T
== FleeTargetRadius
== NavRecoveryDestination
== NavRecoverySearchinnerRadius
== NavRecoverySearchOuterRadius
4Keys
bWantsToTeleport
Pucynox 7.8 — IlpumepHblii BUA Pucynok 7.9 — Hona Services
Blackboard

Al mMoxeT nepemeniaTbCsi IO MUPY, TOJIBKO €CIM OH MOHUMAET, KaK 3TO JeJIaTh.
B omnuume ot uvenoBeka, Al MoxeT BocHpHHUMAaTh MHUpP BOKpPYT ceOsd B OUY€Hb
ynpoieHHoM ¢opmarte. Ilpouecc umaeHtudukanmumu myTe Mo JOKalMKU Ha3bIBae€TCA
Pathfinding. Tpu OCHOBHBIX THIIa HABUTALIMOHHBIX cucTeM — 310 Navigation Points,
Navigation Grids u Navigation Meshes.

[ToctaBeTe akTéphi Nav Mesh Bounds Volume na ypoBens (pucynokx 7.10).
Bb1 MokeTe u3MeHuTh MaciTabd akTépa, YT00bI MOKPHITH HY>KHYIO IIOMIAAb YPOBHSI.

Ortxkpoiite nyHkT Build u BeiGepure nynkT Build Paths, uToOb1 crenepupoBats Nav
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Mesh. Ilpu naxatuun Ha kiaBumry P Oyaer mojcBeuena o6nacte Nav Mesh, arentsi,
ynpasisieMbie Al, cMOTYT mepeMeniaThCs TOIBKO MO 3eJIeHO0M 30He (pucyHOK 7.11).

b L ) UL L)

.:ji..
Pucynok 7.10 — I'panumer NavMesh Bounds Pucynok 7.11 — Bpibop ommmm Nav
Volume B okHe Viewport Mesh mist cozganus Build Paths

O06b1yHO 17151 00BEKTOB yrpasisieMoro Al ucnonesytores knacesl Pawn u Character.
Kiacc Character nacienyercs oT Pawn, v €CTh CMBICIT B €0 UCTIOJIb30BaHUU, eciii Barn
areHT — JTO KJIACCHUYECKUN TyMaHOUIHBIM NEPCOHAXK WIM TNEPCOHAXK, KOTOPBI
nepememniaercss Ha Horax. Eciu y Bac urpa mpo mopckue Oou, rae kopadiu
ynpasisitores Al, To noruysee ucnoisb3zoBatk Pawn aktépa.

Hlob6aBbTe Character Actor, Ha3HAYbTE €My CKeleTand Meml (B JaHHOM IMPUMEpE
CTaHJApTHBIM MaHEKeH) u mpeBpartute ero B Blueprint- kimacc. OTkpoiite co3gaHHBIN
omonpuHT (pucynku 7.12-7.14).

;i
o
/
7
[H
it

I

Pucynok 7.12 — Co3nanHbIi OIIONPUHT-KIACC MEPCOHAKA

Ucnonb3ys noxy AI Move To, co3paiiTe KO, KOTOpBINA 3acCTaBisieT areHTa
IpecieIoBaTh UTPoKa (CM. pUCyHOK 7.13).

Jis Toro 4roObl TIEPCOHAX IUIABHO ITOBOPAYMBAJICS B HANpaBICHUW JBUKCHUS,
npoBepbTe crenyromue (aaru B komroHeHTe Character Movement — dyar Orient Rotation
To Movement B true u Use Controller Rotation Yaw B false (pucynku 7.15 u 7.16).
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© MoveToPlayer

§ oo ©®
s » D (T ey © E Ie::gg s Al Char Blueprint
—

Self @ — @ Pawn OnSuccessp ——— B Completed p ——— B D
Destination on Fail [» © Duration (1] (» Target [‘self
(o [ 00] :
a:ﬁlt ; E: Character - Movement Result
(O Player index @ Return Value @ ————— @ TargetActor
O Acceptance Radius [50]
Stop on Overlap D

© Event BeginPlay E rar:_gus Al Ghar Blueprint

NP b
Q.Tlrgel

Pucynox 7.13 — Homa Al Move To

==
. Bolises x| E

g nd ; )3 oo 1 YTE S IS )
- \ —
\ e

Character Movement: waling |

—

== E—

Cn

=== B

Pucynoxk 7.14 — ®@naru, Ha KOTOpble HEOOXOAMMO 00PAaTUTh BHUMAHHE, YTOOBI IEPCOHAX TJIABHO
MIOBOPAYMBAJICS B HAIIPABJICHUH ABHKCHUS

CyuiecTByeT MHOKECTBO HOJI, cnieruanusupytomuxcst Ha Al. [TogpoGuee o Takux
HOJ/IaX CMOTPUTE B OPUITHATBHON JOKYMEHTAIIUN.

Hanummre mnomao0HyI0 JIOTMKY CIEJOBaHUS TMEPCOHAaXKa B  OMNPEACICHHYIO
MO3UIIMIO, HO C UCMOJIb30BaHUEM JepeBa noBeaeHus. Caenaiite otenpHyto nanky Al,
nepemectute Tyda OmonpuHT areHTta, Haxkmute [IKM u B mynkre Artificial
Intelligence BbiOepute Behavior Tree u Blackboard. Co3naiite HOBbIM OMIONPUHT 11T
areHTa, KOTOpbIi OyJeT YNpaBIATHCS IEPEBOM MOBEACHUS, a HE HANPSIMYIO PYHKIIUSIMHU
u3 OironpuHTa (pUcyHoK 7.15).

Kimacc Al Controller sBnsercs KinaccoM, B KOTOPOM IPUHATO IHCATh
cnenupUYecKyo i areHra Joruky. YacTb HOJ, HampuMep, HOJbI, CBS3aHHbBIE C
CO3/IaHMEM JIepeBa TOBEJCHHS, MOXHO co3AaTh Tojbko B kiacce Al Controller u
HacnenyeMbix OT Hero. Cozmaiite nouepHuit kiacc AL Controller (pucynok 7.16).
Nmeet cmbica He nucaTh JIoruky B AI_Controller, a nmucats B JoUepHUX Ki1accax, 3TO
MIOMOXET CJIeJIaTh KOMIIOHEHTHYIO CUCTEMY KOHTPOJUIEpOB. MOXKHO OyJiIeT MOBTOPHO
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VICIIOJIb30BaTh KOHTPOJUIEPHI IJIs1 PA3HBIX TUIIOB IIEPCOHAKEN-Ar€HTOB.

$ Substance
Create Advanced Asset

Animation »
Artificia elligence [ | :
B\tn;ables 3 i&_E}ehawmﬂee
Blueprints >
Editor Utilities
Foliage
FX
Materials & Textures
Media
Jontt  Miscellaneous
Paper2D

Blackboard

v v v v v v w v v w

- Physics
Sounds
User Interface
Pucynox 7.15 — Cozmanme accera Pucynok 7.16 — Co3nanue Blueprint-xmacca,
Behaviour Tree u Blackboard Hacnenyemslii ot Al Controller

Jlo6aBbpTe CO3MaHHBIN KOHTpOJUIEP-KiIacc B pa3aen Pawn arenta (pucyHok 7.17).

Otkpoiite Event Graph co3ganHoro u npucBoeHHOro konrposuiepa. Hoga Run
Behavior Tree 3anmyckaer BeinosHeHue aepeBa nosenenusi. Homa Use Blackboard
MOJIKJIFOYAET UCIOJIb30BAaHUE KOHKPETHOTrOo Oiiekbopaa (pucyHok 7.18).

Otkpoiite Behaviour Tree u no6aBbTe cieayromme HOAbI (pucyHOK 7.19):
Hoy Sequence u or Hee HOAbI MoveTo u Hoxy Wait. Honbr noGasmstorcs TTKM.
BaxHO NOMHUTB, YTO HOJIbI BBINOJIHSIOTCS CBEPXY BHU3, CJIeBa HANMPABO. Y JTaHHBIX
HOJ €CTh CTaHAapTHbe aprymeHTbl. Y Hoasl MoveTo — 3T0 mnepemeHHas wu3
Blackboard, x xoTopoit Hy>kHO aBUTaThCA (Vector-mo3uiuy WM CChUTKAa HA OOBEKT).
VY Hozmbl Wait 3TO KOJIMYECTBO CEKYH[ OKUJAHUS.

A | LAPSUIROMPONENT INNATED)
1 Mesh (inherited)

“§ CharacterMovement (Inherited)

4 Character Movement (General Settings)

M Depenetration with P EEEIES
M Depenetration vith P ECTNSD

4 Pawn
Use Controller Rotation Pvi: [}
Use Contratier Rotation Yo [
Use Cantradler Rotation Ral [l|
Can Affect Navigation Ger [l

I —

Auto Poszeas Al

Al Controller Class Lkl &+ O X 2

4 Actor

SR REEL IR BT Always Spawr, ignate Collisions

Pucynok 7.17 — J{ns naxoxaenus nepemenHoit Al Controller Class B manenu Details

Otkpoiite co3mannbiii Blackboard, no0GaBpTe mepeMeHHYI0, B KOTOpOM Oyner
XPaHUTBCA CChUIKA HAa UTPOBOTO mepcoHaxka. Tum mepemenHoit Object, kmacc Actor.
(pucynku 7.20 u 7.21).
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> Event BeginPlay W Jargetis AlController B Jaigetis AiController
[ 4 » »P— > (b
C» Target Return Value (C» Target Blackboard Component O

-, BTAsset -, Blackboard Asset Return Value
AlLSIimpleBT + Al_Blackboard

Pucynok 7.18 — Cozmanue Homoii Run Behaviour Tree sx3emriuisipa nepeBa MoBeAeHHUS U €TO
3amyck, BKiTroueHne Hojoi Use Blackboard ucronbs3oBanus Blackboards

¥ ROOT -#. Blackboard
Al_Blackboard
m =
New Key
. search
e 4Keys
== PlayerRef
® L]
“= Move To £ Wait
MoveTo: PlayerRef Wait. 5,08
Pucynox 7.19 — Ilpocroe nepeso Pucynoxk 7.20 — JloGaBieHre HOBOI KHOIIKH
MOBEJICHUS
4 Key
Enty Nome
Entry Description _ )
4 Ker Type
Base Class e 0 4+ X
Instance Synced =
4 Parent
None -
Parent Hone
€0

Pucynok 7.21 — I3MeHeHne XapakTepuCTHKH epeMerHoi Object

Oo6patute BHuManue Ha iar Instance Synced. Bxitouennsiii ¢uiar o3nadaet, 4yTo
3HAaYeHHE JAaHHOW MEepeMEeHHON OyAeT OJHO BO Bcex MHCTaHcax maHHoro Blackboard.
B cnyyae ¢ cchUIKOM Ha UTPOBOIO MEPCOHAXkA JIOTUYHO MTOCTABUTh JaHHBIA (hiiar B true.

[IpoBeppTe mnoxcraBieHHoe 3HaueHue B Behaviour Tree noma MoveTo
(mo ymonmyaHuio mnepBas nepemeHHas blackboard craBuTCS aBTOMaTH4eCKH BO BCE
nycThle apryMeHThl Honabl naepeBa). BriOpaB Homy Move To, B ero mapamerpax
ciemyerykaszaTh nepeMeHHyro u3 Blackboard, koropas Oyner ucHosib30BaThCS HOJOM.
B nannom npumepe sto nepemenHas Player Ref (pucynok 7.22).

UtoObl ycTaHOBUTH 3HaueHuWe B mepemeHHyio Blackboard, ucmonp3yercs Homa
Set Value as *Tun nepemennoii*. Vcnons3yiite Hoqy Make Literal Name, 4To0sr
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yKazatb uMs Kioda nepemenHod u3 Blackboard (pucynokx 7.23). JlanHbIe HOJIBI
MOXXHO TMHCaTh, Kak B 00ObI9HOM O:roripuHTe, Tak B B Controller-GironpunTe.

[Tpu 3amycke mpoekTa areHT OyIeT CAeA0BATh 32 UTPOKOM U TIPH JOCTHKCHUH TEITH
XKIaTh 5 C, 3aTEM IMOBTOPSTH JAEPEBO. BbI MOXKeTe MpOCIEANTh BHITIOJIHCHUE JIEPEBa,
OTKpBIB €r0, IPH 3alyLeHHON urpe (pucyHok 7.24) [1, 2].

cceptable Hadiue R
Fitter Class 0% x
° Allow Strate it

Reach Teat Includes Agent Radius [

[
—tp sequen“ Reach Test Includes Goal Radius [
Sequence
Stop on Overlap
¥
4 Blackboard
Observe Blockboard Value [ ]
Irseived Dlackbaard Value Taleran ] ]
Sistnas ey I -
® i Task
ow.n ignore Heatart Self 123
Wait 5.0s
4 Daseriglion
Node Nane I
. plackboard

Pucynok 7.22 — Hactpoiika Hogsl Move To

L Egrge: i5 Blackboard Component

B >
@ Target
L @ KeyName
(C» Target  Return Value @ @ Object Value

O» Value [ PlayerRef Retum Value @

(T

O Playerindex [0]  Return Value @

Pucynoxk 7.23 — YcranoBka 3HaueHus B nepeMeHHyto Blackboard
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¥ ROOT
Al_Blackhoard

"y Sequence]
SH]IJEI’\M

"~ i
L3 Wait
Viait: 5.05

Pucynok 7.24 — N300pakeHne HOIBI JepeBa MOBENCHUS, KOTOPasl BHITIOJIHIETCS B HACTOSIIUI
MOMEHT BPEMEHHU
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