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BBenenune

Henpro mnpenomaBanusi gucuuiuinHbl  «[IporpammupoBanue rpaduyeckux
PUIOKEHUI SABIISIETCS MOJYyUYEeHUE CTYyACHTaMU HaBBIKOB, HEOOXOIUMBIX JIJIsl pa3pa-
00TKM TpadUUYeCKUX NPUIOKEHUM C HUCIOJIb30BAaHUEM HIpoBOro naBmkka Unreal
Engine.

[{esb METOAMYECKUX PEKOMEHIAIMN — IOMOYb CTYJICHTAM B CAMOCTOATEIbHOU
MIOJITOTOBKE M BBHIMIOJTHEHUH 3a/IaHUS K JTA0OPATOPHBIM 3aHITHSAM TI0 TUCIUATIIINHE.

[Topsimok BBITTOTHEHUS paOOTHI.

1 V3y4nTh OCHOBHBIC TEOPETHUECKHE TOJIOKCHUS, CACIaB HEOOXOIUMBIE BbI-
MTUCKH B KOHCTICKT.

2 TlomyuuTh 3alaHKue y TIPETIOAaBaTENs, BBIMOJIHUTH TUTIOBBIC 3a/TaHMSI.

3 OdopMuUThH OTYET.

TpebGoBaHuUs K OTYETY.

1 Iens paGoThI.

2 TlocraHoBKa 3aa4H.

3 Pe3ynbTarhl UCCie10BaHUS.

4 BbIBOJBI.



1 JlaGoparopHas padora Ne 1. YcranoBka m HacTpoiika Unreal
Engine u He00X0AMMBIX HHCTPYMEHTOB

Heans paGothl: u3ydyeHue rpaduueckux MPUIOKEHUN, OCHOBHBIX MPUHIIUIIOB
pabotel Unreal Engine, ero BO3MOXHOCTEN U apXUTEKTYpPbI IPOEKTA.

OcHogHble meopemuuecKue noJjioxxcenun

Unreal Engine 4 (UE4) — 3T0 urpoBoil JABUXKOK W PelakTop, pa3pabOoTaHHBIN
komnanuen Epic Games ais co3nanus urp u npuiioxenuit. Ytoosl yctanoButh UE4,
HE0OXO0IMMO CO3/1aTh HOBBIN aKKayHT (y4eTHYI0 3amuch Epic) Ha caiite Epic Games,
3arpy3uTh u yctranoBuTh Epic Games Launcher, B koTopoM MOXHO OyneT 3arpy3uTh
cam Unreal Engine.

[Tpu naxaruu Ha spasik Unreal Engine 4 oTkpoeTcsi MEHIO ¢ MpeasioKeHueM
CO3/1aTh MPOEKT OMpeesieHHOro Tumna. Beibepute Games u HaxkmMuTe KHOMKY Next
(pucynok 1.1).

New Project Categories

glllll'::
-~ . Start your game development journey with one of our key classes, levels, and examples.

(:l‘ Film, Television, and Live Events

Choose from s and examples for nDisplay, VR Scouting, and virtual production

- i ) nd C
@@ Se starting po i¢ architectural design visua light studies, or stylized rendenngs

, Product Design, and Manufacturing
\ Find 1 ¢ multi-user design reviews, photobooth studio environments, and prod

Pucynok 1.1 — MeHro BbIOOpa THIA IPOEKTA

Crenyromum marom siBasieTcsl BBIOOp 1mradiaoHa npoekra. Temruieitom (madsio-
HOM) SIBJISIETCS TIPEIYCTAHOBJIICHHBIM HA0Op acceToB (KIAaCCOB M KOMIIOHEHTOB),
KOTOpbIA OyAeT BCTPOEH B MPOEKT. s Urp TeMIUIEHThI pa3feiieHbl Ha UIPOBbIE
xaHpel. Temrmuieit Blank o3HawaeT, uTto OyaeT co3[aH «IIyCTO» MpPOEKT 0e3
MpeayCTaHOBJIEHHBIX acceToB. BoiOepute ero u Haxxmute kHOnky Next (pucyHok 1.2).

[Tocnennum maroMm siBisieTCS BBHIOOpP HACTpoeK IMpoekTa. Bce HacTpolku Bbl
CMOXKET€ M3MEHUTh B XOJie¢ pa3pabOTKE WUIpPbI, MOAITOMY Ha JIaHHOM 3Talle MOYHO
OCTaBUTb BCE, KaK eCTh (pucyHoK 1.3).

[Tocne co3manus mpoekta oH aBToMartuuecku otkpoercsa. Oxno Unreal Engine
NpEeACTaBICHO HA pUCYHKE 1.4.

Oxno Viewport — 370 0KHO, Yyepe3 KOTOpOe Bl pefakTupyere cueny. s Toro
4yTOOBI BpamaTh kKamepy, Heooxoaumo yaepxkuBath IIKM B okne Viewport, mnepe-
Memas e€. [Ina mepeMemienus mo ypoBHIO HyxHO 3axarh IIKM wm ucnons3oBath
kiaBuu WASD.
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Select Template

Pucynok 1.2 — MeHnro BeIOOpa mradinoHa

U

Project Settings

« 1 e Target Hardwaes secton of Proet Setngs

Ve boc ackd thie Starbes Combent 1o 1
Content Bepwee

Create Project

Pucynok 1.4 — Oxno UE4 nocne 3amycka npoekra



B oxne World Outliner otoOpaxatorcs Bce 0OBEKTHI Ha TEKYIIEM ypoBHE. Bbl
MOJKETE YIOPAJOYUTH CIIUCOK, PACTIPE/ICIIUB CBSA3aHHBIC OOBEKTHI M0 MAIKaM, a TAKKe
UCKaTh U (WIBTPOBATH MX TI0 THIIAM.

B oxne Details oToOpaxaroTcst Bce CBOMCTBA BRIOpaHHOTO 00BEKTa. ITa MaHEeh
UCIONB3YETCSl Ui M3MEHEHHUs MapaMeTpoB 0O0bekTa. BHecEHHbIE W3MEHEHHS
MOBITUSIIOT TOJIBKO Ha BEIOPAHHBIN SK3EMILISIP.

Okno Place Actors mo3BOJIIET pacnoyiaraTb Ha YPOBHE pa3JIMYHBIE THIIBI
00BEKTOB, Takue Kak 3D-Moenu, MCTOUHUKN OCBEIIEHHUS U KaMEPBHI.

Content Browser — B 3ToM OKHEe 0TOOpaxarotcs Bce aitnbl mpoekta. Ero MoxHo
UCTIOJIB30BaTh ISl CO3JAHMS MMANOK U yIOPSA0YUBaHUS (ailyioB. 31eCh TaKKEe MOXKHO
BBITTOJTHSTH IMOUCK 10 (paiijiamM ¢ MOMOIIBI0 TOMCKOBOW CTPOKU WITH (PUITBTPOB.

Pa3memenue 00beKmoe Ha cyene

Jy1st TOro 4TOOBI Pa3MeCTUTh OOBEKT Ha CIieHEe, HEOOXOIUMO 3aKaTh Ha HY>KHOM
00BEKTEe W BBITAIIUTH €Tr0 MPSIMO B OKHO Viewport B TO MECTO, T/l BBl XOTHTE
pasMecTuTh 00BEKT. Tak ke MOXKHO chenaTh U ¢ oObekramu u3 Content Browser
(pucysnok 1.5).

= Cantent Erowser

M Create - Plimport @' save Al

4 < | "= Game » StarterContent » Props »h

x= Filters ~

sM_Chair E

SM_Dx
Frame

Pucynok 1.5 — Pa3Mernienne o0beKTOB Ha CIIEHE

OOBeKThl Ha CIIEHE MOXHO pEeJaKTUPOBaTh, TOJTHOCTBIO HW3MEHSS HX
xapakTepucTuki. OCHOBHBIMH XapaKTEpPUCTUKaMH J1I00OTO OOBEKTa SBISIOTCS
MOJIOKEHUE B TpocTpaHCcTBe, noBopoT u Macwmtad (Location, Rotation u Scale
COOTBETCTBEHHO). MI3MEHATH 3TH XapaKTEPUCTUKN MOKHO MPHU HAXKATUUA HA OOBEKT B
OKHE JIeTaliel, a TaKk)Ke HEeIOCPEICTBEHHO B OKHE BhionopTa. [Ipu BeiOOpe 00bekTa
Haxxatuu Ha kinaBumu W, E u R Oyzaer mpoucxoauTh NEpekIOYeHHE PEeXUMOB
penakTupoBaHus (pUCyHOK 1.6).



Pucynoxk 1.6 — IlepexntoueHre pe:xxMMOB peJaKTHPOBAHUS

Ilpaxmuueckue 3a0anus

3aganue

Co3math MPOEKT HA OCHOBE OJHOTO U3 Ma0I0oHOB. COCTAaBUTH KOMITO3UITUIO W3
00BeKTOB, Haxoasmuxcs Bo BkiIaakax Basic (Cube, Sphere, Cylinder, Cone, Plane)
u Lights (Point Light, Spot Light) oxna Place Actor. [y cocTaBieHusi KOMIIO3UITUN
13 3D-00bEKTOB HEOOXOJUMO UCIOJIB30BaTh MACIITAOMPOBAHUE, TOBOPOT U U3MEHE-
HUE PACIOJOXKCHUS, a I WCTOYHHKOB OCBCIICHHUS — HW3MCHHUTh WX HHTCHCHB-
HOCTb U IIBET.

Konmponwvnsie éonpocut

1 KakoBa MuHMManbHask BEpCHsl ONEpallMOHHON cucTeMbl it yctaHoBKM Unreal
Engine?

2 Kakue cucteMHble TpeOOBaHUS JTOJKHBI OBITh BBHIIIOJHEHBI JJIsi ONTUMAIbHON
pabotsl Unreal Engine?

3 Kak 3arpy3uts Unreal Engine uepe3 Epic Games Launcher? Onummure noce-
NOBATEIbHOCTD TEUCTBUN.

4 B yem pa3zHHIIAa MEXAY PYKOBOJACTBOM IO YCTAHOBKE M JIOKYMEHTALMEU IO
Unreal Engine?

5 Kaxk nactpouts npoekt B Unreal Engine ipu ero cozganuun? Kakue HacTporku
HanOosee KPUTUUECKU BaXKHbBI?

6 Kakue uHCTpyMEHTHI U IJIarMHBI PEKOMEHyeTCsl yCTaHOBUTH BMecTe ¢ Unreal
Engine nns pa3paboTku?

7 Kak npoBepuTh KOppekTHOCTh ycTaHOBKM Unreal Engine mocne 3aBepiieHus
nporecca?

8 Uro takoe Marketplace B Unreal Engine u kak OH MOXET OBITh IOJIE3€H pa3-
pabotuuky?

9 Kaxk BeimonanTh 00HOBIeHUE Unreal Engine no mocnenueit Bepcuu uepe3 Epic
Games Launcher?

10 KakoBbI OCHOBHBIE 3Talbl, HEOOXOANUMBIE JJIsi HACTPONKHU Cpelibl pa3paboTKHy,
BKitovast IDE u uHcTpymMeHTBI cOOpKU?



2 Jlabopartopnasi padora Ne 2. Co3ganue 0a30BOro HnpoOeKTa
U UTPOBOI0 MPOCTPAHCTBA

Henab paGorel: u3ydyeHue cTpykTypbl npoekra B Unreal Engine, Bkirodas
O0OBEKTBl 1 KOMIIOHEHTBHI, & TAKKE OCHOBHBIX IPUHIIMIIOB Pa0OTHI C HUMU U B3aUMO-
JNEHUCTBUSA MEXKYy HUMH.

OcHogHble meopemuueckue ceeodeHus

Kaxxp1ii UrpoBoii JBUKOK MMEET CKPHUIITOBBIN SI3bIK, MO3BOJISIONIUN pa3paboT-
YrKaM J00aBISATh U U3MEHITh PYHKIIMOHANI UX UTp. HeKoTOphie NBUKKHU HUCTIOIB3YIOT
CYNIECTBYIOIIYIO CKpUNTOBYIO cpeny, Hanpumep LUA. Jlpyrue ke co3maroT coOCT-
BeHHyto. UE4 nmpenoctaBisieT Ba crocoba co3fgaHusi KOHTeHTa: si3blk C++ u Outro-
npuHT (Blueprint). Cuctema BU3yalIbHOTO MPOTPAMMUPOBAHUS OIIOMPUHTOB — 3TO
MOIITHAST ¥ TOJHOGYHKIIMOHATBHAS Cpea pa3pabOTKU CKPUIITOB, paboTa ¢ KOTOPOM
OCYIIECTBIISIETCS. TIOCPEACTBOM penakropa. OHa TPEIOCTaBIsACT XYIOKHHKAM M
TU3aifHepaM BO3MOXKHOCTh CO3/aBaTh MOJHOIIEHHBIE UTPBI, MPOTOTUIIUPOBATE UACH U
U3MEHSITH CYIIECTBYIONINE DIEMEHTHI TeHMILIES.

Blueprints

B UE4 cyiiecTByeT nsaTh TUIIOB OJIOTPUHTOB.

Baonpunt ypoBHsi (Level Blueprint). OT1oT OaonpuHT HCHONB3yeTCS IS
yIpaBJICHUs TI00ATHBIMU COOBITUAMH Ha ypoBHe. Ha olHOM ypoBHE MOXKET OBIThH
TOJIBKO OJIMH OJONPUHT ypoBHA. OH aBTOMATUYECKU COXPAHSAETCS MPU COXPAHECHUHU
YPOBHSL.

bmonpunt-kaace (Blueprint class). 9To nmpou3BOAHBIN Kjacc OT JAPYyroro
CYILIECTBYIOILIETO KJIACCa, CO3/JaHHOIO C nomombio CH++ wiam apyroro OJFONPHUHT-
kiacca. OH UCTIONB3YETCS NI KOAUPOBaHUS (DYHKIIMOHAJIA aKTEPOB, TOMEIICHHBIX HA
YPOBEHB.

Data-Only omronpunt (Data-Only Blueprint). 3ToT O110nIpUHT XpaHUT TOJIBKO
U3MEHEHHbIE CBOMCTBA YHACJIEIOBAHHOTO OJIONPUHTA.

Baonpunr-unrepdeiic (Blueprint Interface, BPI). bironpunt-unrepdericbt
UCIIOJIB3YIOTCS JUIsl XpaHEHUsI KOJUIEKIUU ONMpPEAENIEHHBIX MOJb30BaTeneM (DyHKIIHU,
KOTOpbIE MOTYT OBITb Ha3HAYEHBI NIPYruM OJtonpuHTaM. bitonpuHT-uHTEpdEnCHI
MO3BOJISIIOT JPYTUM OJIFONPUHTAM OOMEHUBATHCS TAHHBIMU APYT C IPYTOM.

bmonpunt-makpoc (Blueprint Macros). biatonpuHT-Makpochl — HE3aBUCUMBbIE
rpadbl 4aCTO MCHOJIB3YEMbIX MOCIEI0BATEIHHOCTEH HOJOB, KOTOPhIE MOTYT MHOTO-
KpPaTHO HCIIOJIb30BATHCS JIPYTUMU ONIONPUHTAMHU. BIIONMPUHT-MaKpOChl XpaHATCS
B OmbnnoTeke Makpo-omonpunToB (Blueprint Macro Library).

bitonpuHTEl ypoBHEH W OJMIOMPUHT-KIACChl — JBa HanbOOJIee YacToO HUCIOJb-
3yEeMBbIX TUIIa OJIOMPUHTOB.
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Humepdpeiic peoakmopa oa11onpunmoe

YToOb! OTKPBITH OJTIONMPHUHT YPOBHS U yBUAETh nHTEpdeiic penaktopa (Blueprint
Editor), BeiOepuTe Ha MaHeTu HHCTPYMEHTOB pellakTopa ypoBHel myHKT Blueprints =
Open Level Blueprint ( pucyHok 2.1).

Z. NS 8.

cetplace Settings Blueprints  Cinematics Build

Bius

New Empty Blueprint Class

I Open Blueprint Class »
| OpenLevelBluepit |
; L Setting

® GameMode GameModeBase »

GameMode: Not overndden!

Pucynok 2.1 — OTKpbITHE OJIIONIPUHTA YPOBHS

HuTepdeiic penaktopa OJIONPUHTOB COAEPKUT CTPOKY MEHIO, IIaHENIb UHCTPY-
MEHTOB JIJIsl OBICTPOTO JIOCTyNa K OCHOBHBIM MHCTPYMEHTaM M OIepalusM, aHelb
Event Graph ans npoextupoBaHusi CKpunrtoB, nanens Details mias oToOpakenus
CBOMCTB, BBIOpAHHBIX B pefakTope OJronpuHTa 00BEKTOB, M MaHenb My Blueprint,
KOTOpasi UCTIONB3YETCS AJIA YIpaBICHUS U OTCIEKUBaHUS rpadoB HOAOB, (DYHKIIHIA,
MaKpOCOB M MEPEMEHHBIX, HCIIOIb3yEMbIX B BEIOpaHHOM OitonpuHTe. Bo3moxkHoCTH
penakTopa OJIONPUHTOB BBIJIEICHBI HA PUCYHKE 2.2 U ONKCAHBI JaJiee.

IManeab nHCTPpYMeHTOB. [[aHeTs MHCTPYMEHTOB COACPKHUT KHOTKH (C KOPOTKUM
OMHCaHWEM) JIJIsl YIIPABICHUS PEIaKTOPOM OJFOTIPUHTOB.

IManear My Blueprint. [Tanens My Blueprint orcnexxuBaer Bce rpadbl HOIOB,
(GYHKIIH, MAaKpOCHI U TIEPEMEHHbIE, KOTOpPbIE UCTIOIB3YIOTCS B Onmronpunte. Kaxnas
KaTeropus pa3JesieHa 3aroJloBKOM, U CIpaBa OT KaX/10I0 3arojIoBKa €CTh CUMBOJ «»,
10 KOTOPOMY MOXHO HIEJIKHYTh, YTOOBI JOOABUTH AJIIEMEHT MPH HEOOXOAUMOCTH. BbI
MOKETE UCIOJIb30BaTh naHenb My Blueprint, 4To0bp1 100aBUTH, IEPEUMEHOBATH WU
yAAJIUTh BCE OTU DJIEMEHTBHI.

IHanean Details. Be1 MoxkeTe ynpaBisiTb CBOMCTBaMHU JO0OABJICHHBIX B OJIOIIPUHT
KOMITOHEHTOB, MIEPEMEHHBIX U (PYHKIMI ¢ moMoIIbio nanenu Details.

IHaneas Event Graph (rpad coowiTuii). [lanens Event Graph — 3to rpad HogoB
[0 YMOJYaHUIO, KOTOPBIK HCHOJIB3yeTCs s KOAUpOBaHUS OmtonpuHTOB. Event
Graph — 310 Ta 00:1aCTh, B KOTOPOI MPOU3BOAUTCS 3HAUUTEIbHAS YaCTh PaOOThI TIPH
MCIOJIb30BaHUU PEIAKTOPa OJIIOTIPUHTOB.
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TIO00000.0

I I

Pucynok 2.2 — OkHO peakTopa OJaronpuHTa

Ilpumep — lanwl 1Ba yucna A u B. Heo6xoaqumMo paccuutarh uX CyMMy, pa3HUILY
U nipou3BezieHue. Pe3ynbTaThl BEIBECTH HA IKpaH.

Jlns BBIMIOJTHEHUSI AAHHOTO 3ajaHus Heobxoaumo OTKphITh Level Blueprint u
nobasuth codbiTe Event BeginPlay (B Hekotopsix Bepcusax UE oHo yxe no06aBieHo
B Event Graph o ymomuanuto). /{75t Toro 4ro6s1 100aBUTH COOBITHE WIIH (DYHKITHIO HA
Event Graph, HeoOxoauMo BbI3BaTh KOHTEKCTHOE MEHIO IMoucka, HaxxaB [IKM B
IyCTOM MECTE TOJIOTHA, M BBECTU B MOUCK HAa3BaHWE COOBITHS WU QYHKIIUU.

CoznmaeM 11Be HOBbIE TIEpEMEHHBIC U yKa3biBaeM UM B okHe Details Tun Integer
(pucyHok 2.3), a mocne nepetackuBaem Ha Event Graph, Beioupas mynkt Get. [Tocie
KOMITHJISIIIUA TIEPEMEHHBIM MOYKHO YKa3aTh 3HAYCHUE TI0 YMOJTYAaHUIO B OKHE JIeTajeH.

4variables

Pucynok 2.3 — Co3nganue nepeMeHHbIX

JIist Toro 4ToOBl CIOXHUTH JIBE MEPEMEHHBbIE, HEOOXOIUMO BBI3BATh (DYHKIIHIO
ciokeHus. JIJs ATOro J0CTaTOYHO BBECTH «+» B CTPOKY IOWCKAa WU BBIOPAThH
MOAXOAIIEee CI0KeHUe (PUCYHOK 2.4).

Jlanee HEoOXOIMMO B €€ BXOJHbIE NHUHBI MOJKIIOYUTH YK€ J00aBIICHHbIE
nepeMeHHbie. BbIBO cOOOIIEHUsT HA SKpaH MPOUCXOIUT C MOMOIIBIO (yHKIUK Print
String, koTopoe HeoOxoaumo 106aBuTh B Event Graph u coenuauTh ¢ coobiTHeM Event
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BeginPlay, uToObI BeIBeCTH cOOOIIIEHNE HA KpaH MOCIIE 3aMycKka ypoBHs. BeixomHoi
nuH (QYHKIIUM YMHOXEHHUS HEOOXOIMMO COEAMHUTH C BXOJIHBIM mHHOM In String
(GyHKIMH BBIBO/IA HA DKPAH.

All Actions for this Blueprint [ Context Sensitive

J LinearColor ¥ LinearColor
4Date Time
Jf DateTime & DateTime
f DateTime # Timespan
4Float
f float # float
£} Increment Float
4Int Point
£ IntPoint # Integer
£ IntPoint # IntPoint
4|nteger
L3} Increment Int
I Alni.e’g.er 64
f integer64 # integer64
4 Matrix
f Matrix # Matrix
4 Quat

Pucynok 2.4 — BbI30B pyHKLUU CIIOKEHUS

Onepanus CnoXeHUs ABYX NEPEMEHHBIX C MOCIIEIYIOIIMM BbIBOJIOM pe3yJibTaTa
Ha DKpaH Ipe/ICTaBIEHa HA PUCYHKE 2.5.

<) EventBeginPlay J PrintString

Pucynok 2.5 — Onepanus ciioxeHus

[Tocne 3amycka ypoBHsI pe3yibTaT CIOXKEHHs OyneT MOoKa3aH B JIEBOM BEPXHEM
YIUIy BBIOIIOPTA.

Pasnuny v ymMHOXEHHE [BYX IEPEMEHHBIX pealu3yeM TakuM Ke 00pa3om
(pucyHok 2.6). OOpaTuTe BHMMaHHWE, YTO BBIXOAHBIC MUHBI MOKHO HCIIOIb30BATh
HECKOJIbKO pa3, He 100aBisis B rpad Kaxablid pa3 HO/Abl IEPEMEHHBIX.



13

) Event BeginPlay

Pucynok 2.6 — Oniepaniuu C0XeHusl, BHIYUTAHUS U YMHOKEHUS
Ilpakmuueckue 3a0anusn

Bce 3apanns neo6xoaumo BeimoaHATH B Level Blueprints B coObituu Begin Play.
BriBox Ha skpan mpousBogutcs ¢ynkumen Print String. Ilepemennsie A, B u C
nomkHb! ObITh THMa Float. Uncna BeiOuparoTcst mpon3BosbHO. B 3agannu 4 B maccuBe
JOJHKHBI IPUCYTCTBOBATH OTPHUIIATENbHBIC, TOJIOKUTENbHBIE uncia u 0.

3ananue 1

Hansbl 18a yucna A u B. Paccuurats C = (A + B) * (A — B).

Hanb! nBa uncna A, B. Ecniu A > B, To paccuurats C = A * B. Eciin Het — C = A.

Hanucate ¢yHKIMI0, KOTOpash pacCUMTHIBAET CYMMY W IIPOM3BEICHHE JIBYX
qyuces, MpUHUMAas Ha BXOJT 9TH J[Ba YMCJIa U OT/aBas Ha BBIXOJI JIBA PACCUYMTAHHBIX.

JlaH MaccuB 4YmCeN U3 ISATU DJIEMEHTOB. BhIBeCTH Ha PKpaH 4HCIIA, KOTOPHIS
oompie 0.

3ananmue 2

Hanwr nBa unucna A u B. Paccaurats C = (A + B) * (A — B).

Janwr nBa uncna A, B. Ecnu A > B, To paccuntats C = A * B. Ecim vet — C = A.

Hammcats ¢GyHKIMIO, KOTOpash pacCUMTHIBACT CYMMY M IPOHM3BEICHUE JIBYX
qyCelI, TPUHUMAs Ha BXOJI 3TH JIBa YHCJIA ¥ OT/IaBasi HA BBIXOJI IBA PACCUMTAHHBIX.

Jlan MaccuB 4YMceN M3 TSATH JJIEMEHTOB. BBIBeCTH Ha 3KpaH 4YHCIA, KOTOPHIE
ooupie 0.

3aganue 3

Hanel nBa yucna A u B. Paccuurate C = A + B — (A * B).

Hanbr aBa yucna A, B. Ecaiu A>B, To paccuurare C = 3 * A + B. Eciin Het —
C=A-2%*B.

Hammcate yHKIIHMIO, KOTOpasi pacCUMTHIBAET CYMMY W Pa3HOCTh JIBYX 4HCEl,
IIpUHUMAs Ha BXOJI OTH JIBa YHCJIa U OTJaBasi Ha BBIXO/I IBa PACCUNTAHHBIX.

JlaH MaccHB 4Kcell U3 CeMU 3JIEMEHTOB. BeiBecTH Ha KkpaH, ecThb U B Maccuse 0.
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3aganue 4

Janel nBa uncia A u B. Paccuutatre C=B "2 -2 * A,

Haunbr nBa uucna A, B. Ecnu A > B, 1o paccuurats C = A + B. Eciu et —
C=B-A.

Hanucate ¢GyHKIMIO, KOTOpash pacCUUTHIBAET CYMMY M YacTHOE JBYX YHUCET,
MIPUHUMAs Ha BXOJ[ 3T JIBa YMCJIa U OTJaBasi Ha BBIXOJI JIBA PACCUUTAHHBIX.

JlaH MaccuB 4Kcen U3 YETHIPEX JIEMEHTOB. BBIBECTH HA DKpaH 4YuCia, KOTOPbIE
MeHbIe 0.

3aganue 5

Hanb! 1Ba yncna A u B. Paccuurats C = (A — B) * B.

Hanbl 1Ba uncna A, B. Ecnu A > B, To paccuutars C = B. Ecnu nHetr — C = A — B.

HammcaTts (yHKIIMIO, KOTOpass pacCUUTHIBACT PAa3HOCTh M MPOMU3BEACHUE JIBYX
qyuces, IpUHUMAas Ha BXOJT 9TH J[Ba YMCJIa U OT/1aBas Ha BBIXOJ JIBA PACCUYMTAHHBIX.

JlaH MaccuB 4ucesl M3 IIECTU AJIEMEHTOB. BBIBECTH Ha dKpaH KOJI-BO MOJIOKHU-
TEIIbHBIX 3JICMEHTOB.

KOHmPOJleble eonpocol

1 Kak co3marb HOBBIM npoekT B Unreal Engine? Ilepeuncnute maru HeoOXxo-
JTUMOM ITOCIEA0BATCIbLHOCTH.

2 KakoBbl OCHOBHbBIE HACTPOMKH, KOTOPbIE MOKHO BbIOpATh MIPHU CO3/IaHUH HOBO-
ro MpoekTa (Hampumep, madjioH, HACTPOUKHU MOJTYJIs)?

3 Uro takoe yposens (level) B Unreal Engine u kak ero co3nats?

4 Kak ucnosiap30BaTh UHCTpYMeHT Terrain nist co3ganus nanamadra B mpoexre?

5 Kakue ocHOBHBIE KOMIOHEHTHI MOXHO JJOOABUTH B UTPOBOE MPOCTPAHCTBO U
KaK 3TO JieJlaeTcs?

6 Kax ummnoptupoBats 3D-Monenu U TEKCTyphl W3 BHEIIHUX HCTOYHUKOB B
npoekT Unreal Engine?

7 Uro Takoe Blueprint u kak OH UCIIONIB3YETCS IS CO3/IaHUS JJOTUKU B UTPOBOM
IpPOCTPaHCTBE?

8 Kak HacTpouTh OCBEIICHNE B YPOBHE JJIsI CO3JaHUS PEATMCTUIHOTO UTPOBOTO
mupa?

9 Kak coxpaHuTh W MPOTECTUPOBATH M3MEHEHUS, BHECEHHBIC B Balll MPOCKT U
YPOBEHB?

10 Kakue ¢yHkiuu npenocrapiseT nanenasb aeraneid (Details Panel) u xak ona
MO>KET IMOMOYb B HACTPOIIKE 0OBEKTOB Ha YPOBHE?
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3 JlaGopaTopnas paGora Ne 3. JloOaBJjieHHEe H YyIpaBJICeHHUE
00beKTAMHU B MPOEKTE

Leab pa6oThl: n3ydeHne Ipolecca Co3IaHus U YIpaBIeHUsI 00bEKTaMH, BKITIO-
qasi Co3/laHue, yAaJICHHE, IePEMEIICHIE U MAHUITYJISIIMIO C TapaMeTpamMu OOBEKTOB.

OcHogenble meopemuuecKue noa0HCeHUA
Blueprint Class

HecmoTpss Ha TO, 4yTO ONyNpPUHTHI YpOBHEW yHOOHBI ISl CO3JIaHUS LIEMOYEK
cOOBITUH, OHU CBA3aHBI C YPOBHEM, HaJl KOTOPHIM Bbl B JJaHHBIM MOMEHT paboTaerte.
C npyroii CTOpOHBI, OJIyIPUHT-KJIACChI TO3BOJISIFOT CO3jaTh HOBBIE AKTEPHI, KOTOPHIE
MOKHO MHOTOKpPAaTHO HCIOJIb30BaTh Ha JOOOM ypoBHE. MHOTOKpaTHOE HCIOJIb30-
BaHUE YCKOpsSET pa3padOTKy, NOCKOJIbKY BaM HEOOXOJUMO TOJIBKO OAMH pa3 paspa-
06oTaTh (YHKIMOHAN OJIyIpHUHT-KJacca, IOCJIE€ Yero Bbl CMOXXET€ MHOTOKpPATHO
UCIOJIb30BaTh €r0 Ha JI0OOM ypOBHE.

Yto0bl co3/1aTh HOBBIM OynpHUHT-KJIacc, Heo0Xoaumo B myctoMm Mecte Content
Browser naxkatp [IKM u BbIOpaTh COOTBETCTBYIOIIMI BapHaHT, KaK IMOKa3aHO Ha
pucyske 3.1.

ueptints are special assets that provide an int
gt beeel events, grving desigrns sad ga
el Edbtor mrhout ever needing to wer

Pucynok 3.1 — Co3ganue HOBOTO OIympHUHT-KIacca

B pesynbpTaTe oTKpOETCS OKHO C BEIOOPOM POAMTEIIBCKOTO Kjlacca JJIS CO3/IaH-
Horo OnynpuHTa. OCHOBHOHM KJlace JJIsl BCEX OOBEKTOB, pa3MEIIaeMbIX Ha CIEHE, —
310 Actor.

OkHO pepakTopa OMynmpuHT-Kiacca (pUCYHOK 3.2), B OTJIMYME OT OJympuHTA
YPOBHS, COACPKUT B cebe pomnonuutenbHo nanenn Components, Viewport u Const-
ruction Script.

I[Maneas Components. Coaep>KUT CIUCOK BCEX KOMIIOHEHTOB OJIYNpPUHTA U
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UCTIOJIb3YETCs ISl YIIPABJICHUS UMU.
IManeas Viewport. Boronopt oToOpakaeT KOMIOHEHTHI OJIyIPUHTA M HCTIOJb-

3yeTcsl 171l YCTAaHOBKH MPOCTPAHCTBEHHBIX OTHOIICHU KOMIIOHEHTA aKTepa.
Construction Script. Ckpunt KOHCTpyHpPOBaHHUS — 3TO YHUKajbHas (QyHKIUS,

KOTOpasi BHIMOIHIETCA, KOT1a YK3eMIUISIp OynpuHTa (aKTep) IOMEIIEH Ha yPOBEHb.

Pucynok 3.2 — OxHO perakTopa OIympuHT-KIIacca

Paooma ¢ komnonenmamu

Jlns Toro 4ro0bl 100aBUTh KOMIIOHCHT B CO3JaHHBIN OJIYIIPUHT, HEOOXOIUMO
HaxkaTh Ha kHOmMKy Add Component B okHe Components u BbIOpAaTh COOTBETCT-
BYIOIIUK TUT KOMIOHEHTa. Korjpa KOMIOHEHT 00aBieH B OJIYyNPHUHT, MOSBIISETCS
BO3MOYKHOCTh PEIaKTHPOBATH €r0 CBOWCTBA B OKHE JIeTajieH, a TaK)Ke U3MEHSATh €T0
MOJIOKEHUE, TTOBOPOT U MACIITA0 BO BHIOIIOPTE.

Ilpozpammuposanue 6;1iynpunmoe

Koraa BeI mpousBoauTe MporpaMMUpoOBaHUe OMyNPHHTA, Y Bac €CTh (PYHKIIUH,
UMEIOIINE CBOCH IIENBI0 BECh aKTep, U QYHKIUH, IICIIbI0 KOTOPBIX SBISIOTCS OTACIh-
HbIC KOMITOHEHTHI akTepa. Hampumep, M3MeHeHHE TOJOKEHHUs aKTepa Ha CIICHE U
MU3MEHEHUE TOJI0XKEHHS €T0 KOMIIOHEHTOB (pUCYHOK 3.3).

[TepBas ¢pynkuus Set Actor Location umeet uenbto (mun Target) Self, yto 3HauuT
OHA TMPUMEHHUTCA JUIsl BCEro OJIyIPUHTA W TMEPEMECTUT BEChb OOBEKT B 3aJaHHBIC
koopauHaTel. Bropas gynkius Set World Location TpeGyer, utoObI 3HaueHue Target
YKa3blBAJI0 Ha KOHKPETHBIM KOMIIOHEHT OJIyIpHHTA, WU OHA IMEPEMECTUT TOJIBKO
koMroHeHT Cube, a Bce OCTaJIbHBIE KOMIIOHEHTHI ATOTO ONyMpHUHTAa OCTAaHYTCS Ha
CBOUX MECTax.
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I setWorldLocation

> Event BeginPlay
»

Pucynok 3.3 — I3aMeHeHue noI0KeHUs] 00BEKTa U €r0 KOMIIOHEHTA

Ilpumep — HeoOxomumo co3nath HOBBIN Omynpunt-kiaacc BP_ Trigger ¢ nByms
komrnonentamu: Box Collision u Point Light. [Ipn nomaganum nepconaxa B 0061acTh
TpPUTTEPA JIAMITOYKA JOJIKHA 3aTOPETHCS, a TIPH BBIXOJIC — OISATH MOTaCHYTh.

Jlns ynoGcTBa co3aaaum mpoekT Ha ocHoBe mabnona ThirdPerson, yToOb1 ObLI
y’Ke CYIIECTBYIOIIUN MEPCOHAXK, KOTOPBIN OyAET B3aMMOIECTBOBATh C 00bEKTAMU Ha
CLIEHE.

Coznangum HOBBIM OnynpunT-kiacc BP_Trigger u no6aBuM Hy>XKHbIE KOMIIO-
HeHThl. [I1s aToro Bo Bkiaake Components HeoOXoauMO HaxaTh Ha KHomky Add
Components 1 BBeCTH B MOUCKE Ha3BaHUA HYKHbIX KoMIoHeHTOB Box Collision u
Point Light. B okne neraneit m3menum macmrad kommnoHeHta Box Collision,
a xoMmroHeHTy Point Light moctaBum 3HadeHre mHTEeHCUBHOCTH Ha 0 (prucyHOK 3.4).

Pucynok 3.4 — BP_Trigger

Taxke y xommonenta Box Collision MoxHo BbiKiIOunTh cBoMcTBO Hidden In
Game ansa TOro, 4YTo0Bl 00acTH TpUTTEepa OBLIM BUIHBI B UTpe (IO YMOIYAHHUIO OH
HEBHJIUM). DTO JENACTCs JJIA OOJeTYEHUsT TeCTUPOBAHUS PaOOTHI JIOTUKUA TPUTTEpA.
[Tocne aToro moxkao no6aButh BP Trigger Ha cuieny (pucynox 3.5).
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Pucynok 3.5 — Pacnonoxenne o0beKTa Ha ClieHe

[Tocne moGaBneHUs ONynpHHTAa Ha CIICHY MOXXHO BEPHYTHCS K JIOTHKE €ro
pabotel. Jlms storo otkpoem Event Graph cosmannoro Omympunrta. OOpartute
BHUMaHUE, uTo B okHe MyBlueprints nosiBuinch nepeMeHHbIe-CCbUIKM Ha CO3/IaHHBIC
panee kommoHeHThl Box Collision u Point Light, ¢ momoIpio KOTOPEIX MBI MOXEM
penakTupoBaTh ux cBoiictBa B Event Graph. Ecnu BeiOpats nepemennyio Box, B okHe
AeTanei MosIBUTCS OTNpeIeTICHHBINA HAa0Op COOBITHI, KOTOPBIE MOXKHO 100aBUTh B Event
Graph. [lns wmamero mpumepa mo6aBum On Component Begin Overlap u On
Component End Overlap (pucynok 3.6). Cooertne On Component Begin Overlap
cpaboTaet aBTOMaTUYECKH NpH nomnaaanuu B oosacts Box Collision no6oro oobexTa
Ha creHe, a cooeitie On Component End Overlap mpu Bbixoge u3 oOiactu
COOTBETCTBEHHO.

+*
e
i
*
+
+
+
+
+
*
+
+
+
+
*
+

Pucynoxk 3.6 — Jlo6aBnenue coosiTuit ans komnonenta Box Collision

[Tocnennee, uTo ocTanoch, — 3TO N00aBUTH (YHKIUU JUIsi U3MEHEHUSI MHTEH-
CHUBHOCTH JIAMIIOYKH U COCAUHUTH UX C COOTBETCTBYIOIIUMU COOBITUSIMU. [[J1 3TOTO
BbI3OBeM (pyHkIHI0 Set Intensity (pucyHnok 3.7).
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F setintensity - J
Target is Light Component

<> On Component Begin Overlap (Box)

- e P (D]
Overlapped Component O» _— @ Target

Other Actor O» i O New Intensity (50000
Other C » e WY
e Point Light @
Other Body Index O»
From Sweep

Sweep Result

& On G X OV B0 | i
| 4 —‘—‘—"— -3 o
Overlapped Component O S~ @ Target
Other Actor O» O New Intensity @]
Other Comp O»
Other Body Index O»

Pucynok 3.7 — Jloruka BP_Trigger

[Ipu 3amycke ypoBHS U MOMaJaHUU MEPCOHAXKa B 00JIACTh TPUTTEpa JIaMIIOUKa
U3MEHHT CBOIO MHTEHCUBHOCTH Ha 5000, a npu BIxo1€ epcoHaxa Ha (), Kak Mmoka3aHo
Ha pucyHke 3.8.

Pucynok 3.8 — I[Ipumep paboTsl TpHUrrepa

OpaHaKo CTOUT 3aMETUTh, YTO 3TOT TPUITEP CpabdOTaET MpH MONATAHUU JTFOOOTO
oObekTa B oOmactb. Eciam ke HeoOXoaumo caenarh TakK, 4TOOBI TOJBKO MEPCOHAXK
IPOBOLIMPOBAN PA0OTy COOBITHI, MPUXOAUT Ha omonls ¢pyHKius Cast To.

Cast To — aT0 ¢QyHKIUS, TPUBOIAIIAS aKTepa K onpeneiaeHHoMy kiaccy. [Ipu
no0aBiaeHUH 3TOM (YHKIUM HEOOXOAMMO YKa3aTh, K KaKOMY KOHKPETHO KIJaccy
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JOJI’KHO OBITH OCYILECTBIICHO MPHUBEJCHUE THIIA. B cilydae ¢ mepcoHa)XeM 3TO Kjacc
ThirdPersonCharacter (pucysox 3.9).

All Actions for this Blueprint & Context Sensitive |
cast to third person character|

Utilities

4 Casting

»» Cast To ThirdPersonCharacter Class

Pucynok 3.9 — INouck ¢pynkmuum Cast To

= : " f setintensity
<> On Component Begin Overlap (Box) =+ Cast To ThirdPersonCharacter

Overlapped Component Object

J Print string
= o

In String
B TPUITEP 3ALUEN HE N

Point Light

Development Only
v

S SV S S IR [ setintensity
<> On Component End Overlap (Box)
=1
d Component Object

C©» New Intensity [0.0]

Pt sing
=

In String

Pucynok 3.10 — Jloruka BP_Trigger nocie no6asneHus mpoBepoK

VY Hee ecTh JIBa BBIXOJHBIX HMCIOJIHSEMBIX MHWHA W OJIMH MUH C CCHUIKOW Ha
npuBeAeHHbIN Kiace. [locie nodaBiennst HEOOX0IUMO COETUHUTH COOTBETCTBYIOIIHE
IUHBI B CO3/IaHHON HAMU JIOTUKE paboThl Tpurrepa (pucyHnok 3.10).

Oyukius Cast To siBisieTCS HE TOJBKO BO3MOXKHOCTBIO MPOBEPKH HA MPUHA/I-
JIEKHOCTh K KIIACCy 00BEKTA, a TAKKE M BO3MOKHOCTHIO TIOJYYHTh CCHIIKY Ha JAPYTOn
OJIynpHUHT-KJIACC JIS TalibHEeIeld paboThl C HUM U €r0 KOMITOHEHTaMHU.
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Ilpakmuueckue 3a0anus

3ananue 1

Pazpaborates BP Item(Sphere, Sphere Collision). /[o6aBuTh HEro mepeMeHHbBIE
Name(tun Text) u Count(tum Int). Ilepemennsie qomxubel ObiTh Instance Editable.
Pa3mecTuTh HECKOIBKO 0OBEKTOB Ha clieHe. I3MEHHUTh Y OOBEKTOB Ha CIIEHE 3HAYCHHUE
nepeMeHHbIX. Korjga mepcoHak 3axoIuT B 00JacTh TpUITEepa, Ha JKpaH JODKHA
BbIBecTUCH HH(popmanus o npeamere (Name u Count uepes Print String).

Pa3zpab6orars 6mynpunt BP_Door (Static Mesh, Box Collision). Eciu nepconax
HAXOJUTCS B TpaHUIaX TPUITEPA U HAXKUMAET Ha KHOIKY, JIBEPb JOHKHA OTKPBITHCS
(moBepHyTH Static Mesh! mpu nmomomm ¢pynknuu Set World Rotation).

3ananue 2

Paspabdorats BP_Enemy(Skeletal Mesh, Sphere Collision). B nmeransx komrio-
Henta Skeletal Mesh yctanoButs Mesh. Coznats nepemennsie Name (tun Text) u HP
(tumm Int). Tlepemennsie momxubl ObITh Instance Editable. Paszmectuth HeckoibKO
nepcoHaxkeit Ha crieHe. MI3sMeHuTh y 00eKTOB Ha CIleHe 3HaUYeHHe IepeMeHHbIX. Korga
MIEPCOHAX 3aXOJHT B 00aCTh TPUTTEPA, HA IKPaH JOHKHA BRIBECTUCH HH(OPMAITUS O
nepcoHaxax (Name u HP uepes Print String).

Pazpaborars BP_ Item(Sphere, Sphere Collision). Eciiu nepconaxx Haxoautcs B
TPaHMIAX TPUTTEpa M HAXKUMAET HAa KHOIKY, mpeaMeT ucuezaeT (pynkmus Destroy
Actor), a B IepCOHa)Ke YBEIMUNBACTCS KOJI-BO TIOJOOPAHHBIX MPEMETOB (TIepeMeHHasI
tuma Int).

3ananue 3

Paszpaborats BP_ NPC (Skeletal Mesh, Sphere Collision). B neransx koMrnoHneHnTa
Skeletal Mesh ycranoBute Mesh. Co3nate mnepemennbie Name (tunm Text) u
HasQuest?(tun Bool). Ilepemennsie momkabl ObITh Instance Editable. Pasmectutsb
HECKOJIBKO MEpCcOHaXkel Ha ciieHe. VI3MeHUTh y 00bEKTOB Ha CIIEHE 3HaueHHUe Iepe-
MeHHBIX. Ecnmu mepemennas Bool BeictaBnena Ha True, To M3MEHHTH MaTepHUal
Skeletal Mesh(Set material mocne Begin Play). Koraa mepconax 3axoaut B 0051acThb
TPUITEPA, HA IKPAH JOJIKHA BBIBECTUCH HHPOpMalus o nepcoHaxe (Name uepes Print
String).

Pazpa6orats BP_Lamp (Spot Light) u BP_Switch (Cube, Box Collision). Ecnu
NEPCOHAXX HAXOJUTCA B TPAaHUIAX TPUITEpa U HAXKUMAET HA KHOMKY, B BP Lamp

BKJTIOUAETCsI MICTOUHUK cBeTa (Set Intensity) u 3aropaercs onpeaencHHbIM BeToM (Set
Light Color).

3aganue 4

Pazpaborats BP_Item (Sphere, Sphere Collision). /Io6aBuTh HETO mepeMeHHbIE
Name (tun Text) u Count (tum Int). [lepemennsie nomknbl 6bITh Instance Editable.
Pa3mecTuTh HECKOJIBKO OOBEKTOB Ha CileHe. MI3MEeHUTh Y 00BEKTOB Ha CIIeHE 3HAUCHHE
nepeMeHHbIX. Korma mepcoHak 3aXxoguT B 00JIacTh TpUTTEpa, HA JKpaH JODKHA
BbIBecTHCH MH(popmarus o mpeamere (Name u Count uepes Print String).

Pazpaborats BP_RewardChest (Cube, Sphere Collision). Cnenatb KOMIOHEHT
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Cube neBunumbIiM(cBoMCTBO Visible B netamsix). Eciou nepcoHaxk 3axoauTt B 001acTh
tpurrepa, Cube nosiisiercs (Set Visibility).

KOHmPOJleble 80npocol

1 Yto takoe aktep (Actor) B Unreal Engine u kakyro poJib OH UTpaeT B poeKTe?

2 Onuiure mpoiiecc 100aBaeHust HOBOro o0bekTa (akTepa) B ciieny. Kakue maru
HEO0XOIMMO BBITTOJIHUTE?

3 Kak moxHo umnoptupoBaTh 3D-moznens B Unreal Engine? Kakue ¢gopmatsr
(baiiinoB noaaep>KUBarOTCS ?

4 Yro Takoe Blueprint 1 Kak OH UCTIOIB3YETCS JUISl YIIPABICHUS JIOTUKON 00BEK-
toB B Unreal Engine?

5 Kak nactpouth cBoiicTBa 00bekTa (akrepa) B pemaktope Unreal Engine?
B kakux BKJIaJIkax HaXOJATCS ATH HACTPOUKU?

6 Uto Takoe komnoHeHT (Component) U Kak OH BIMSIET HA MTOBEJICHUE aKTEPOB B
npoekte? [IpuBeauTe mpuMepbl KOMIIOHEHTOB.

7 Kak MOXHO cO37aTh U UCIOJIB30BaTh MOJIB30BaTENbCKUE cOOBITUS B Blueprint?
Kax 3To MOXET MOBIUATH HAa yIIPABJICHHE 0OHEKTAMU?

8 Kak peann3oBaTh B3aUMOJIEUCTBUE MEXKIY OOBEKTaMHU (aKkTepaMu) B cleHe?
[IpuBenure npuMepsl METOOB B3aUMOIEHCTBUA.

9 Uro Takoe coOwiTust (Events) B Unreal Engine u kak UX UCMONB30BaTh MJIA
YIPABJICHUS] JIOTUKON UTPHI?

10 Kak coxpaHuTh 1 3arpy3uTh COCTOsIHUE 00bEKTOB B UTrpe? Kakue MexaHU3MBbI
quist atoro npenoctasisier Unreal Engine?

4 JlaboparopHasi padora Ne 4. Hacrpoiika MaTepuaioB U TEKCTYP
1JI 00bEKTOB

Ieap paldoThl: HM3ydyeHHE IpOLECCA CO3/IaHUS M HACTPOMKM MaTepualoB U
TekcTyp mns oobekToB B Unreal Engine; mpuMeHeHHE pa3iMYHBIX TEKCTYPHBIX

npoLeayp.
OcHogHble meopemuyecKue no10HCeHUus

Marepuan (material) unu meiinep (shader) — 3TO COBOKYMHOCTH TEKCTYP,
BEKTOPOB U JPYTUX MATEMATHYECKUX BBIYMCICHUN JIJIi OMUCAHUS MOBEPXHOCTU H
cBoiicTB acceToB B UE. [Ins1 co3nanus MaTeprasoB U TEKCTYP UCIIOIb3YETCA PEAAKTOP
matepuasioB (Material Editor). JIns co3ganust matepuaiia HEOOXOAMMO BBIOPATH
COOTBETCTBYIOIINI MyHKT B OKHE CO3/IaHUsI acCceTOB (pUCyHOK 4.1).

[Tpu OTKPBITUH CO3TaHHOTO MaTepuaia OyAeT 0TOOpaxeH peaaKTop, COCTOSIIUI
u3 rpada AnA peAaKTUPOBAHUS, OKHA JeTaliel, OKHa MPEANpoCMOTpa M OKHA C
JOCTYITHBIMU 3JIEMEHTaMH U PYHKIUSAMU (pUCYHOK 4.2).
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A Matesial i an asset which can be applied t
When light from the scene hits the surface, t

‘Warning: Creating new mateiials directly inci

Pucynoxk 4.1 — Co3nanue matepuana

Pucynok 4.2 — Penaktop marepuaion

B ocHoBe coznmanus MaTepHalioB JISKUT TJaBHas HOJA, COJEprKalllas BXOJHbIE
napameTpbl, KOTOPbIe KOHTPOJIUPYIOT GUHATIBLHOE 0TOOpaKEHUE MaTepHalia Ha CIIEHE.
Janee OynyT paccMOTpEHbI OCHOBHBIE CBOMCTBa MaTepuara.

Base Color

bazogsrit iBeT (Base color), koTopslii Takke HHOTAa Ha3bIBalOT abbeno (albedo)
i pacceuBanue (diffuse), kTroueBoe onmucanue MBETa MOBEPXHOCTH MaTepuaia 0e3
ydeTa Bcex jaeranied TeHeil u ocerieHus. [lo cymecTBy, BXOAHBIC JaHHBIC 0a30BOTO
[[BETA MCIIOJIL3YIOT TEKCTYPY alb0e10, KOTOpas MPEICTABIISAET COOO0M YUCTOEC 3HAUCHUE
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I[BETa co37aBaeMoro BamMu Marepuana. OHHU HE JOHKHBI YUUTHIBATH HH(OPMAIUIO O
TEHU W OCBEIICHUH, a TIOKa3bIBATh TOJBKO I[BET, KOTOPHIA BBl XOTHTE MPEACTABUTH B
Marepuaie. ITO CBOWCTBO MOKET MCIOIb30BaTh BXOHBIC TAHHBIE TEKCTYP WIN JaxKe
MPOCTOE BEKTOPHOE 3HAYCHHE, KOTOPOE SBIISCTCS YUCIIOM, TIPEICTABIISIONINM YHACTHIN
1BeT (pUcyHOK 4.3).

Metallic

Bxonubie nannsie MetammuzupoBanHocTu (Metallic) matepuana ucnonb3yroTcs,
9YTOOBI ONHCATh, SIBJISETCS JU MaTepuanl METANIMYECKUM. OJTHU BXOJHbBIC JaHHBIC
SIBIIIIOTCS. OJTHUM U3 HauOoJiee MPOCTHIX /Il TOHUMaHUs 3JIEMEHTOB PEIaKTOpa Mate-
pHANIoB, a TakK)Ke OJHUM W3 BOXHEHIINX MapamMeTpoB I MOTYUYCHHS MPABHILHOTO
otobpakenus. 3HaueHue (0 UCMONB3YETCs IS MMOJTHOCTHI0O HEMETAITTHYECKUX TTOBEPX-
HOCTEM, a 3HaueHue | — I MOJHOCThI0 MeTautnueckuX. CBOMCTBO OTOOPaKEHO Ha
pucyHske 4.4.

(TEavaEy

Pucynok 4.3 — CpotictBo Base Color Pucynok 4.4 — CpoiictBo Metallic
Roughness

[ITepoxoBarocTs (Roughness), risaer (gloss) wim MEKpPOIIOBEpXHOCTHAS 1€ TAITHU-
3amus (micro surface detail), siBasercss ogHMM M3 HamOojiee THOKHX acIICKTOB
PBR-cucremsl. Takas TeKCTypa HCHOJB3YETCS JUIsl IPEACTABICHUS IIEPOXOBATOCTU U
M3HOLIEHHOCTH MOBEPXHOCTH co3fiaBaemoro matepuaia. lllepoxoBaTocts n300paxaer
MUHUATIOPHBIE JI€TAaJd U OMUCHIBACT IJISIHEI] UM KOJIMYECTBO CBETA, OTPAKAEMOI0 C
noBepxHocTu. K mpumepy, eciid Bbl CO3[4a€T€ HOBBIM CTAIBHONM METANIMYECKHUM
MaTepHuall, METALIMYHOCTh U alnbbeno maTepuana OyAyT JAOBOJIBHO MPOCTHIMHU, BaMm
MOHAIO0UTCS cliejaTh HEOONbIINEe U3MEHEHHUS] B LIBET€ M KOJIEOAHUHU IIIyMa, HO BbI
OyJeTe UCIoJIb30BaTh IIEPOXOBATOCTh, YTOOBI OMUCATh BCE MEJKHUE JIETall MOBEpPX-
HOCTH, TaKH€ KaK MEJKHUE IapanuHbl, 3arpsi3HeHus win nblib. CBoiictBo Roughness
npeacTaBieHo Ha pucyHke 4.5. CneBa ucnonb3yercs 3HaueHue Roughness pasnoe 0,
a crpaBa — 1.
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0,0.142,1

Pucynok 4.5 — CpoiictBo Roughness
Normal Map

Hcnonb3oBaHue TEKCTYPhI ¢ KApTOM HOpMaJieil MO3BOJISIET UMUTUPOBATh JIETalu
MMOBEPXHOCTH U penbed. Kaxapiii kKaHall KapThl TEKCTYP (KPACHBIN, 3€JICHBIA U CHHU)
COCTaBJIEH ISl MPEACTABICHUS PAa3JIMYHBIX YTJIOB HAIPABJICHUWA MOBEPXHOCTH IO
uBety. KpacHelii mpeacTtaBiser och X WM HalpaBJICHHE CBETA CJEBA HAIPaBo,
CTAJIKHMBAIOIIETOCS C TOBEPXHOCTBIO; 3€JIEHBIN — OCh Y WJIM HAIIPABJIEHUE CBEPXY BHU3;
CHUHUM — OCh Z WM HampaJieHUe criepean Hazaa. CroiicTBo Normal npeacraBiieHO Ha
pucyHske 4.6.

Pucynox 4.6 — CpoiictBo Normal
Emissive Color

CgoiictBo Emissive Color ompenenser a¢ddexr cBeueHus marepuana. Bce
3HaueHus Oosbine 1 OyayT cozmaBath 3 dext cBeuenus u HDR addext. CroiicTBO
Emissive npeacrasieHo Ha pucynke 4.7.
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Cooe)

4 Material

Pucynok 4.7 — CpotictBo Emissive Color
Hoowl 3nauenuii

Koncrants! (constant values) — 4ucna, KOTOpble MOTYT 3aJaBaTh 3HAUCHUS WU
1IBETa, B 3aBUCUMOCTH OT KOJMYECTBA MCIOJIb3yEeMbIX 3HaueHHil. Bl MoxeTe OpaThb
HOJbI 3HaYeHuW u3 manenu Palette m ucnonbp3oBaTh MX B Marepualie B KauyeCTBE
BXOJIOB.

JIBa Hanbojee 4acTo MCHOJIb3yeMbIX HOJa 3HaueHud — 310 HoA Constant u
Constant3Vector. Hoxg Constant npencTtaBiseT €IMHCTBEHHOE YHUCJIO WM 3HAYEHHUE.
Hon Constant3Vector mpeacTaBisieT BEKTOp WM HAOOp M3 TPEX YHCEN, KaKI0e U3
KOTOPBIX MPEACTaBIsCT COOTBETCTBYMollee 3HaueHue RGB. Hampumep, eciu HOA
Constant3Vector paBeH 1,4,6, 3To 3Ha4UT, 4TO 3Ha4YeHUE 1 JIs KpacHOTroO 1BeTa, 4 —
JUIs1 3€J7I€HOT0 M 6 — 17151 cuHero. KoHCcTaHThI IpeicTaBIeHbl Ha pUCYHKE 4.8.

Category: f:\l
Constant

4 Constants
Constant
Constant2Vector
Constant3Vector
Constant4Vector

Pucynok 4.8 — Koncrantsl B okae Pallete
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Hcnonvzosanue mexcmyp

Jlyis Toro 9TOOBI MCHOJB30BATh 3apaHee MOJATOTOBIEHHBIE TEKCTYpbI, HE00XO-
aumo 106aButh HoAy Texture Sample. [lpu no6aBinennn 3Toi HOJABI HEOOXOIUMO B €€
OKHE JIeTaJIed yKa3aTh CChUIKY Ha acCeT TEKCTYpPbl, KOTOPHIM JAOKHA MCIOJb30BaTh
sta Homa. Takxke MOXKHO TmepeHecTH accer TekcTypbel u3 Content Browser
HEIMOCPEICTBEHHO B OKHO PEeIaKTOpa Marepuanos, U Hoaa Texture Sample noGaButcs
ABTOMATUYECKHU C HEOOXOAMMOMU CChUIKOM Ha acceT. [IpuMep ucnosib30BaHUS TEKCTYP
MPEJICTaBICH Ha pUCYHKE 4.9.

Pucynox 4.9 — [Ipumep ucnosib30BaHUS TEKCTYP
IK3emMnaapovt mamepuanos

DK3eMIUIpbl UMEIOT KIKYEBOE 3HAYEHHUE JIJII MHOTOKPATHOI'O MCIOJb30BAHUS
Marepuasia 6e3 HeoOXOAUMOCTH KaXK/Iblid pa3 co3jaBaTh HOBBIM maTepuai. M3meHuB
HEKOTOpbIE HOJIbI B MAaTe€pHUaJe, Bbl MOXKETE CO3JaTh B HEM 0COObIE HO/IbI, CTIOCOOHBIE
JTUHAMUYHO MEHAThCA. Hampumep, eciu OCHOBHOW Marepuall BBIKpAIIEH HOJOM
Constant3Vector B 3e1€HbIi, IPEBPATUB HOJ B TapaMeETpP, Bbl CMOKETE JIETKO MEHSTh
[BET JIPYroro SK3eMIUIsIpa 3TOr0 Marepuasna, BMECTO TOTO YTOOBI CO3JaBaTh HOBBII
C HYJISL.

Uto06s1 paboTaTh ¢ IK3EMIUISIPAMHU, TJIABHBIM MaTepUa JOJKEH MPUCTIOCOOUTHCS
K JTUHAMUYHOW TpaHc(opMaIuu Ompe/eJICHHBIX HOJOB, NMPEBPATUB UX B IMapameT-
pU3UpPOBaHHbIE HOABL. B pemakrope MarepuanoB OCHOBHOTO MaTepuaia IICIKHUTE
[TKM 1o mro0oit koHCTaHT-HOJIE U BhiOepuTe Bapuant Convert to Parameter (kouBep-
TUPOBATh B IApAMETP) B KOHTEKCTHOM MEHIO (pucyHOK 4.10).

Taxke MOXHO W3HAYAJIBLHO AO00ABIATH B Marepuan mapameTpbl. Hailitu Bce
JOCTYITHBIE /IS CO3/IaHUs MapaMeTPbl MOKHO IO COOTBETCTBYIOIIEMY ITOMCKY B OKHE
Palette (pucynox 4.11).

UtoOBbl co3/1aTh S3K3EMIUISIp MaTepuaina, Heooxomumo ImenkHyTtb [IKM mo
Marepuany B okHe Content Browser u BboiOpath Bapuant Create Material Instance B
BbINIaaronieM crnucke (pucyHok 4.12). DTOT 3K3eMIUIAp MaTepualia UCIHOJIb3YyeT
napameTpbl pOAUTEIbCKOTO MaTepHalia, KOTOpPbIi ObUT CO3/1aH paHee.
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“NewMaterial
@ Base Color
O Metallic
O Specular
O Roughness

O» Anisotropy

Converts the objects to parameters.

O Normal
O Tangent

O World Position Offset

kParameter

owParameter

(- Parameter

Parameter
pleParameter SubUv

4 Unility
Channe
4Virtual Texture

iy alT

Pucynok 4.11 — Ilouck napamerpoB B okHe Palette
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Creates a parameterized material using this matesial as a base.

Pucynoxk 4.12 — Coznanue 3k3eMIusipa MaTepuana

Ha pucynke 4.13 npencraBieHO OKHO peJaKTUPOBAHUS HK3EMILIAPA, B KOTOPOM
yKa3aHbl TapaMeTphbl, 100aBJICHHbIC B POAUTEILCKUI MaTepural.

Pucynok 4.13 — OxkHO peakTupOBaHus FK3EMILIIPOB MaTepHana
Ilpaxkmuueckue 3a0anus

3apanue

JIIsi  HECKOJIBKUX Mojielie HeOoOXOJMMO CO3JIaTh MaTepHuajbl, HCIOJIb3Ys
pa3IMuHbIe TEKCTyphl. Bce Marepuainbl JOJDKHBI UMETh CBOMCTBO pPEIaKTUPOBAHUS
CTEIICHH PACTITHBAHUS 110 KaXKI0M CTOPOHE U BO3MOXHOCTh CMEIIIMBAHUSI OCHOBHOTO
IIBeTa ¢ mapaMeTpoM. Bce marepuainbl JOJDKHBI UMETh AK3EMIUIAPHI ¢ Pa3InYHBIMU
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3HAYEHUSIMU TIapaMeTpoB. B cilydae OTCYTCTBHSI TEKCTYp HJsl CBOMCTB JOOaBUTH
napameTpel. Pecypchl ¢ MomenmsMM M TEKCTypaMH IO  CCBUIKE  —
https://drive.google.com/file/d/1 Ahxcr8LBgGuvizHvzsTeNuzzDSLvjrox/view?usp=s
haring.

MOHO UCTIOIB30BaTh JIIOOBIE APYTHUE MOJCTH U TEKCTYPHI.

Konmponwvnwie éonpocul

1 Uto takoe marepuan (Material) B Unreal Engine u kakoBa ero OCHOBHas
byukiusa?

2 Kaxko#t mporecc He0OX0AMMO BBITIOJIHUTD ISl CO3/IaHMsI HOBOI'O Marepuaia B
Unreal Engine? Onumure mary.

3 Yro takoe Tekcrypa (Texture) u kak oHa HCTIOJIB3yeTCs B MaTepuanax? KakoBsl
OCHOBHBIE TUTIBI TeKCTYp B Unreal Engine?

4 Kak mmmnoptupoBath TeKcTypbl B mpoekT Unreal Engine? Kakue dopmatbr
(baiIoB MOAACPKUBAIOTCS TSI TEKCTYP?

5 Kak ucnonp3oBats y3ibl (Nodes) B Material Editor ams co3manusi ClI0KHBIX
matepuasioB? [IpuBenuTe mpuMepsl y3JI0B, KOTOPBIE MOTYT OBITH TIOJIC3HBI.

6 Uto Ttakoe UV-paszseptka (UV Mapping) u kak oHa BJIHUSET Ha MPUMEHCHHE
TEKCTYp K 00beKTam?

7 Kak HactpouTs npo3paunocts Matepuanos B Unreal Engine? Kakue mapamerpsl
HE0O0XO0IMMO U3MEHUTH JJIs1 JOCTHXKEHUS 3P derTa nmpo3pauHocTu?

8 OnuummTe MPOIECC CO3/aHMsl Marepuaia C HCIOJIb30BAaHUEM HOpMallel
(Normal Maps). Kak oHUM BIHSIOT HA PEHIEPUHT IOBEPXHOCTU?

9 Kak MOXHO IPUMEHUTH Pa3IuYHbIe MaTepUalbl K OTJIEIbHBIM YacTsIM OJHOTO
o0wekTa? Kakue mogaxos! st 3TOro CyIlIeCTBYIOT?

5 Jlabopatopnass paGora Ne 5. Jlo0aBiienne QPu3n4ecKOn
CUMYJISIMH VISl 00bEKTOB

Heap padorbl: uzyueHue ocHOB ¢usnyeckoit cumyssiiuun B Unreal Engine
U MPUMEHEHHE MOJMYUYEHHBIX 3HAHUM Uid JAO00aBICHUSA PEATUCTHYHOTO MOBEACHUS
00BEKTOB B rpauueckux npuiaoxkeHusx. CTyAeHTbl Hay4aTcs UCIOIb30BaTh HHCTPY-
MEHTBI (PM3UKU JBUXKKA, a TAKXKE€ MHTETPUPOBATh (PU3NYECKHE CBOICTBA B UTPOBBIC
OOBEKTBHI.

OcHogHble meopemuuecKue nojlorcenun

dusnueckas cumyssiiusg B Unreal Engine siBisieTcst KiroueBbIM KOMITOHEHTOM,
KOTOPBIN MO3BOJISIET pa3paboTaTh pealiCTUYHbBIC B3aUMOJICHCTBUS MEXIY 00BEKTaMHU
B urpe. OCHOBHON NPUHIIMI CHCTEMbI (DM3WKH OCHOBAH Ha MPUMEHEHHWH 3aKOHOB
HproToHa M MareMaTHyecKux MOJENEH ISl pacyéra IABHKEHHUS W CTOJKHOBEHUM
00beKTOB. PaccMoTpuM 601ee moipoOHO OCHOBHBIC ACTIEKTHI (PU3MUESCKON CUMYJISITUN
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B Unreal Engine.

®usnueckue marepuaibl. Dusznueckue wmarepuansl (Physical Materials)
B Unreal Engine mo3BomsitoT pa3paboTumKy 3a1aBaTh CreupuKy B3aWMOACHUCTBUSA
00BEKTOB C OKpyXkaroiei cpenoil. OCHOBHBIE CBOWMCTBA (PU3MYECKUX MaTEPUATIOB
BKJTFOYAFOT:

— IUIOTHOCTh: OMPEIENSeT, HACKOJIBKO TsHKENBIM OylieT 00beKT. Biuser Ha ero
MOBEICHUE MPU CTOJIKHOBEHUSIX M B3aUMOJICHCTBUSAX;

— conpotubiienne (Friction): yka3biBaeT, HACKOJIBKO CKOJIB3KHUM OYyJIE€T OOBEKT
IIPY KOHTAKTE C IPYTHUMH MTOBEPXHOCTSAMHU. Y BETMUYCHHUE ATOTO MapaMeTpa MPUBOINT K
3aMeIJICHUIO JIBHXKEHUSI OOBEKTOB MPU KOHTAKTE;

— ynpyrocth (Restitution): oTBedaeT 3a OTCKOK 0OBEKTOB TOCJI€ CTOJIKHOBEHHUSI.
UeM BblllIe 3HAUCHUE, TEM «YIIpyree» OyAeT OObEKT.

CroaxnoBenusi. CronkunoBenus (Collisions) SBIAIOTCS BaXXHBIM aCIEKTOM
¢usnueckoit cumyssiiuu. Unreal Engine mnpejuiaraeT HECKOJBKO THIIOB CTOJIK-
HOBECHUU:

— IPOOKOBBIE: CTOJIKHOBEHUS, TMPU KOTOPBIX OOBEKTHI HE MPOXOMAAT JAPYT
4yepes Apyra.

— TPUTTEPHBIC: TO3BOJITIOT OTCIICKUBATH CTOJKHOBEHHS C 00BEKTaMH, HE 0J10-
KHAPYS TIPU 3TOM MX IBWKeHUE. MIcrionb3yeTcst 11 akTUBAITUU COOBITHIA.

— (pusMYecKHUe CTOTKHOBEHHUSI: PEaIbHBIC B3aUMOJICHCTBUS O0OBEKTOB, MPU KOTO-
PBIX pacuéT (PU3UKH BIUSCT HA JBIKEHUE U TIOBEICHHE.

CToNKHOBEHUSI MOTYT OBITh HACTPOEHBI UepEe3 VIEWPOrt B peJaKTOpe, A€ MOKHO
yKa3aTh TUIbI CTOJIKHOBEHUH JJI KaXKI0r0 00bEKTa.

dusznueckue teaa. Gusnueckue tena (Rigid Bodies) — 370 00BeKThI, KOTOPBIE
MOTYT B3aUMOJICMCTBOBaTh C IpyruMu oObekTamu uepe3 ¢usuky. B Unreal Engine
CYILIECTBYIOT JIBa THIA (PU3UIECKUX TEIL:

1) craruueckue Tena (Static Bodies): o0bekThl, KOTOpble HE NBHXKYTCA. OHH
MOTYT HCIOJIb30BaThCS JUIsI CO3JAHHUS TOBEPXHOCTH, CTEH M JPYTHX OOBEKTOB,
KOTOpBIE HE JIOJDKHBI U3MEHSATH CBOE TIOJIOKECHHE,

2) nunamuueckue tena (Dynamic Bodies): 00beKThI, KOTOPBIE MOTYT JBUTAThCS
U pearupoBaTh Ha (PU3WYECKHUE CHIBL. JTH OOBEKTHI MOTYT OBITH TOJIBEPIKEHBI
CTOJIKHOBEHUSIM, TPABUTALIUU U APYTUM (u3HnuecKuM 3 dexTam.

Cunbl 1 MomeHnThbl. Cuibl (Forces) urparT BaxHYIO pPoOJib B (DU3UUYECKOU
cumyisiiinn. B Unreal Engine BbI MOKeTe TPUMEHATH Pa3IUIHbIC BUIBI CHJI K BAIIUM
o0BbeKTaMm:

— cuia (Force): mocTostHHO MpUMeHsieMasi CUiia, BIUSIONIAs Ha ABUKEHUE 00BEK-
ta. Hanpumep, cuia TspkecTy;

—umnyibce (Impulse): pe3kas cuia, aplicada Ha KOPOTKHI TPOMEKYTOK BPEMEHU,
BBI3BIBAIOIIAass MTHOBEHHOE M3MEHEHHE CKOPOCTH 00BbekTa. Hampumep, npu ynape;

— torque: Bpamaromias Cuia, BIUSIONIas HAa OOBEKT W BBI3BIBAIOIIAS €r0 Bpa-
IICHHUE.

Anumanua u ¢usuka. Unreal Engine Takxe moaaep>KuBaeT WHTETPALUIO aHU-
maruu 1 pusuku. C momorisio Physics Constraints MO>KHO 3a/1aBaTh OTPaHUYCHHS HA
JBKEHUE OOBEKTOB, YTO MO3BOJISET CO3/IaTh OOJIEe CIOXKHBIE CHCTEMBI, TAKHE KaK
MOJIMATUIICHOBBIC A(D(PEKTHI, BEPEBKH M CHCTEMBI YIIPABJICHHS ABWKCHUEM TIep-
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COHaXEM.

IHpumeps! ucnoab3oBanusa. Ou3nyeckass CUMYJSILAS MOXKET IMIPUMEHATHCA BO
MHOKECTBE UT'POBBIX CIICH:

— JIMHAMUYECKOE pa3pylleHHEe OOBEKTOB: HAMPUMEp, MPU CTPesibOE MO CTEHE
00BEKTHI Pa3JIETAIOTCS HA KYCKHU;

— B3aUMOJICHCTBUE C OKPYXKAIOLICH CpEeNoi: HAMpUMEpP, MPU MNEPEMEIICHUU
00BEKTOB WJIU B3aUMOJICUCTBUU C U3OMETPUUECKUMHU (PU3MUECKUMHU DJIEMEHTAMU,

— UTpOBasi MEXaHUKA: BKIIFOYEHUE MEXaHWK, OCHOBAHHBIX Ha (PU3UUECKOM B3au-
MOJICUCTBUM, TAKUX KAaK IPaBUTAIMs, CTOJIKHOBEHHUS U OTCKOKHU.

®dusznueckas cumyssiius B Unreal Engine siBisieTcss MOIIIHBIM HHCTPYMEHTOM JUIS
CO37IaHUSl MHTEPAKTUBHBIX U PEATUCTUYHBIX UTPOBBIX MHUPOB, MO3BOJISAS pa3paboT-
YUKaM PEAIM30BbIBATH YBJIEKATEIbHBIC UTPOBBIE MEXAaHUKH U CLIEHAPUU.

Ilpakmuueckue 3a0anus

3aganme 1. Cozpanue pu3n4eCKOro Marepuajia

1 Co3naiite HoBbIN MaTepuan B Unreal Engine u Hactpoiite ero ¢usznyeckue
CBOMCTBA (IUIOTHOCTh, TPEHUE, YIIPYTOCTB).

2 IlpumenuTe MaTepuall K IpOCTOMY OOBEKTY (Hampumep, Kyoy).

3ananme 2. Hactpoiika pu3nvyecKux CBOMCTB 00bEKTA

1 Co3pgaiiTe HOBBII CTATUYECKUN WA IUHAMAYECKUN OOBEKT B CIIEHE.

2 Hactpoiite mapametrpsl Rigidbody (macca, rpaBuTanius, TpeHue).

3 [IpoBepbTe noBeeHne 00bEKTa MPU B3aUMOACHCTBUY C IPYTUMH 0OBEKTAMHU.

3ananue 3. Co3nanue cucTeMbl CTOJIKHOBEHHU I

1 Co3paiite 1Ba 00BbEKTA C HACTPOSHHBIMHU (PU3MUECKUMHU MaTEpHUaIaMHU.
2 Jlo6aBpTe 00pabOTUYMKH COOBITUI SISl CTOJTKHOBEHUS OOBHEKTOB.

3 Peanusyiite n3amMeHeHuE 1[BeTa 00BEKTA MPU CTOJIKHOBEHHH.

3aganue 4. YcTaHOBKA CHJI M UX BJIHSTHHE

1 Co3zpnaiite 00BbeKT U 100aBbTE K HeMy KoMnoHeHT Physics Force.

2 Peanu3yiiTe NpUIOKEHUE CWIBI Ha OOBEKT (HAmpuUMep, MpU HaXaTUU Ha
KJIABUIITY ).

3 HaGumronaiiTe 3a HOoBeIEeHUEM O0BEKTA ITPU BO3AECHCTBUN CUIIBI.

3ananme 5. Coznanue Gu3nvecKoil CUMYJISAIUM B UTPe

1 PazpaboTaiiTe NpOCTYyI0 CIHEHY C HECKOJbKUMHU B3aUMOJECUCTBYIOIIUMHU
00BEKTaMH.

2 Hacrpoiite ¢u3znueckue CBOWCTBA M YOEIUTECh, YTO OOBEKTHI pearupyroT Ha
(bU3KNKY peaTucTHUIHO.

3 J1o6aBbTE 3JIEMEHTHI UTPOBOTO TIPOIIECCa, UCTONIB3YIOMINe GU3HNKY (Harpumep,
naJieHue 00BEKTOB).
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KOHmpafleble eonpocuol

1 KaxoBa poinb ¢pusnueckux marepuanoB B Unreal Engine?

2 Yro Takoe CTaTHUECKHUE U JUHAMUYECKUE Tella B KOHTEKCTe (PU3UKN?

3 Kakue napameTpsl (U3MUYECKOr0 TeJia MOKHO HaCTpauBaTh?

4 Kak pa6oratot cuiibl B Unreal Engine?

5 YTOo npoUCXOAUT MPU CTOJKHOBEHHUH JIBYX (PU3HUECKUX OOBEKTOB?

6 Kakoit uncrpyment B Unreal Engine ucnosb3yercs ajsi HaCTPOMKHM CTOJIK-
HOBEHMI1?

7 Kakue Tumbl cToJIKHOBeHMH cyiiecTByroT B Unreal Engine?

8 Kak MOXHO M3MEHHUTH MOBEJIEHHE 00bEKTA MPHU B3aUMOJICHCTBUU C JIPYTUMHU
oObeKkTamMu?

9 B yem pa3zHuia MeX1y PU3NIECKUMHU U CTATUYECKUMHU 00bEeKTaMu?

6 Jladopatopnas paGora Ne 6. Hacrpoiika mnoBeaeHust
HCKYCCTBEHHOT0 NHTEJJIEKTA JJis1 00beKTOB

Heap padoThl: n3ydeHrne 0a30BbIX AITOPUTMOB HUCKYCCTBEHHOTO MHTEIIIEKTA B
Unreal Engine u ux npumeHenue.

OcHoeHble meopemuuecKue no0HCeHUA
Beeoenue

B urpax mog Al (Artificial Intelligence, nCKyCcCTBEHHBIN MHTEIIEKT) TOHUMACTCS
peanu3anys MHTEIUICKTYANbHBIX (KOKYIIMXCS UHTEIUICKTYyaIbHBIMU) TTOBEACHUMN ISt
pa3NUYHBIX areHToB. Tumnel Al MOTYT CYIIIECTBEHHO pa3indaThCs:

— kak Al oOpabarpiBacT 3a1auu;

— kak Al momyyaeT win BoCipuHUMAET HH()OPMAIUIO O MUDE;

— kaKk Al uHTEepHpeTUpyeT reOMETPUIECKOE TPOCTPAHCTBO MUPA;

— Kak Al mbITaeTcsi MOBTOPATH MOBEACHUE, TPUOIMKEHHOE K YEIOBEYECKOMY
MOBE/ICHUIO.

['maBHBIM KOMIOHEHTOM JTt000TO HrpoBoro Al sBisieTcs ¢popManbHas cCECTEMa
OPUHATUS PEIIeHUH — 1o cyTH Mo3r Al. DTOT «MO3r» BBINOIHSAET OMNpe/eICHHbIE
JEeNUCTBUS, OILICHUBASI OKPY’KAIOIIYI0 0OCTaHOBKY.

Coznanue Al Bkitouaet B ce0sl cieayroue mard.

1 Co3nanue knacca HEUTPOBOTO MEPCOHANKA.

2 Coznanue Al koHTpOIIIEpAa.

3 oOaBiieHHEe 1 HACTPOWKa HABUTAIIIH.

4 Co3znaHue AepeBa MOBEICHUS.
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Co30aHnue Heuzposozo nepconar)xca u KOHmMpoJiepa

Knacc AlController siBnsiercs kimaccom, B KOTOPOM MPUHATO MHCATh crienudu-
YEeCKYIO JUIsl HEUTPOBOTO MEPCOHAXa JOTUKY. YacTh HOJ, HaIpUMep HOJIbI, CBSI3aHHBIC
C CO3JaHHEM JIepeBa MOBEACHMS, MOKHO co31aTh Toibko B kiacce AlController u
HaCJIeyeMbIX OT Hero. UToObl co3aTh HOBBI KOHTPOJUIEP AJIs MIEPCOHaXa, He00Xo-
nuMo BeIOpaTh kiace AlController B okHe co3nanust OnynpuHT-KIacca (pucyHok 6.1).

+ DetourCrowdAIController
2 athAIController

fter_AlControllerDefault

Pucynok 6.1 — Co3znanue KoHTpoIiepa

[Tocne Toro, kak KOHTPOJUIEP CO3/l1aH, MOKHO MEPEXOAUTh K CO3JIaHUIO MEePCO-
Haxa. OObluHO i1 00beKkTOB ympasisiemoro Al wucnonb3yrorcs kiaccel Pawn
u Character. Knmacc Character nacnenyercss or Pawn 1 €cTh CMBICI B €r0 HCHOJIb-
30BaHMM, €CJIM Ball areHT — 3TO KJIACCUYECKUN I'yMaHOUIHbIN nepcoHax. [ns co3na-
HUSl Kjacca MepcoHaka HeoOxonuMmo BbIOpaTh myHKT Character B okHe co3maHus
OJIyNIpUHT-KJIacC (PUCYHOK 6.2).

Pucynoxk 6.2 — Co3ganue kiacca nnepcoHaxa
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[Tocne »Toro HEOOXOAMMO HACTPOUTH Meml mepcoHaxa. s mpumepa Oyner
WCIIOJIb30BaThCA CTAaHAAPTHBIA MaHekeH. HacTpoiika Melia Ha pucyHke 6.3.

Pucynox 6.3 — Hactpoiika Memia

[locnennelr HACTPOMKOM TNEpPCOHAaXKa  SABJISIETCS 3aMEHA  CTaHJAApPTHOTO
AlController Ha co3mgannblii Bpy4uHyr0. JlJis 3TOro HEOOXOAUMO BHIOPATH HYKHBIN
kiacc AlController Class B o0mux HacTpoiikax Kiacca mepcoHaxka (puCyHOK 6.4).
[Tocne 3TOro MOKHO pa3MeCTUTh CO3/IaHHOTO MEPCOHAXKa Ha CLIEHY.

Right-Click to Create New Not

4 .

'
4

BP_MyAlController v

BP My AIControdier

Pucynoxk 6.4 — Hactpoiika KOHTpoJuiepa sl IepcoHaxa
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B Save All & 5 & Content » Al

Pucynok 6.5 — Jlo6asnenne Nav Mesh Bounds Volume
Jlobasnenue nasuzauyuu

Al MoxeT mepemMeImarhesi Mo MUPY, TOJILKO €CIT OH TTOHUMAeT, KaK 3TO JIeNaTh.
Al BocmpuHHMaeT MHpP BOKpYr ceOsi B ouyeHb ympoimieHHoM (opmare. Ilporece
uaeHTUGUKAMKY myTed mo jokanuu HasbiBaeTcs Pathfinding. Tpu ocHOBHBIX THMa
HABUTAITMOHHBIX cucTeM — Navigation Points, Navigation Grids u Navigation Meshes.

Jlns Toro 4ToObl O00ABHTH HABUTAIMIO HA YPOBEHB, HEOOXOJIUMO IOMECTHTH
tyna Nav Mesh Bounds Volume (pucynox 6.5). Bel Moxere m3mMeHUTh MaciiTad
aKTopa, YTOOBI TOKPHITH HYKHYIO IUIONIAIb YPOBHSI.

[Tpu HaxxaTuu Ha knaBuiry P OyaeT moacsedena obmacts Nav Mesh. [lepconaxw,
ynpasisieMmble Al, cMOTYT nepeMemarbesi TOJAbKO IO 3€JIEHOW 30He. TakKe MOYKHO
otoOpa3uth obsacte Nav Mesh B okae «Showy, BeiOpaB Navigation (pucyHok 6.6).

LY
1Te N J4F b

EERRES
{

=
5
=
-
"

Pucynok 6.6 — OToOpaxeHue HaBUTAITUN
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Ilpakmuueckue 3a0anus

3ananue

Co3ath HEUTPOBOIO TMEpPCOHAXa M JiepeBo noBeaeHus. HeoOxonumasi Mojaelb
MOBEJICHUS — MATPYyJIUPOBAHUE (JIBHXKEHUE K PA3IMYHBIM CIIy4YalHbIM TOYKAM B OIpe-
JIEJICHHOM pajinyce), CJIeJ0BaHKE 3a TJIaBHBIM MIEPCOHAXKEM MPU €ro NpUOIMKEHUH U
BO3BpalllCHUE K MATPYJIUPOBAHUIO TIPU €TI0 OTAAICHUHU.

Konmponvnwie éonpocul

1 Yrto Takoe uckyccrennbiii uaTeIiekT (M) B kontekcre Unreal Engine u ka-
KHE€ €r0 OCHOBHBIE KOMIIOHEHTHI?

2 Onumure, 4To Takoe noseaeHUeckoe aepeBo (Behavior Tree) m xak oHO Hc-
IIOJIB3YETCS I CO34aHUs CI0KHOT0 noseaeHus M.

3 Kak peanuzoBath HaBuramuio st oobekta ¢ UM B urpoBom mupe? Kakwue
KOMITOHEHTBI OTBEUAIOT 32 HABUTAIUIO?

4 Yro Takoe Blackboard u kak OH B3auMOJICHCTBYET C TIOBEICHYCCKUMHU JCPEBHSIMU?

5 Kak nHactpouts UM-arenTa i pacrno3HaBanus ueneil B urpe? Kakue metosl
MOTYT OBITh UCIIOJIB30BaHBI JI 3TOr0?

6 Kak ucnons3oBate Blueprint ans co3manus u HacTpoiiku noBeaeHust MI?
Kaxue y37161 MOTYT OBITh MTOJIE3HBI JIJIS1 3TOU 3a/1a4un?

7 Uro Takoe cuctembl TpurrepoB (Trigger Systems) u Kak OHHM MOTYT OBIThH
MCIIO0JIb30BaHbI 111 B3auMoiecteust MU ¢ okpykaromiein cpeaoit?

8 Kak nactpouts peakiuu MU Ha coObITHS, TPOUCXOASIINE B UTPE, HATIPUMED Ha
3BYKOBBIEC UJIM BU3YaJIbHbIC CUTHAJIBI?

7 JlabopaTtopnas padora Ne 7. Co3gaHume mO0JIb30BaTEJIbCKOI0
uHTepdeiica u 00padoTka BBOAA

Heab padorbl: co3nanue mnoip3oBarenbckux uHTEpdeiicoB B Unreal Engine;
pa3melieHue JIeMeHTOB nHTepdeiica; HaCTpolKa B3aMMOJICHUCTBUS C TI0JIb30BaTEIeM
1 00paboTKa BBOJA.

OcHoeHble meopemuueckue no10HceHus
Co3zoanue guoxncem-oaynpunma

Unreal Motion Graphics Ul Designer (UMG) - penaktop B UE, xoTopbrit
UCTIOJIB3YETCS JUISI CO37aHusl mojib30BaTeabcknX. UMG 1mo3BoJisieT B MUHTEPAKTUBHOM
pekUMe pa3MeniaTh IeMEHTHI HHTep(deiica, Ha3bIBaEMbIe BUDKETAMH, M Ha3HAYATh
OynpuHTa 3a7aHHYI0 (PYHKIIMOHAIBHOCTh. UTOOBI CO31aTh BHUIKET, HEOOXOAUMO B
OKHe co3nanus accetoB BeiOpaTh Widget Blueprint B User Interface (pucynok 7.1).
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Pucynok 7.1 — Co3znanue Bumxkera
Haeuzayus no unmepgeiicy UMG

Nurepdeiic UMG umeer nBa pexuma padbOThl, IPUBEJACHHbIE HA PUCYHKE 7.2:
pexxuM KoHCTpyKTopa Designer aiis pa3menieHus: BUIKETOB, HAIpUMEP U300pakeHU
Wi Tekcta, U pexxum Graph ana goGasnenus ¢yHkuuii B Omynpunt. [lpu nepBom
otkpbiTu UMG 10 yMOTYaHUIO OTOOpaKaeT peKUM KOHCTPYKTOPA.

Pucynoxk 7.2 — IlepexinoueHne MeXay pesKkuMaMu
Pesicum koncmpykmopa

PexxuM KOHCTpYKTOpa MpeACTABIISIET CO00M cleAyomuii Ha0op OKOH.

Oxmno Palette. Conep:KuT CIIUCOK BCEX CTaHAAPTHBIX BUIKETOB, KOTOPBIE MOXKHO
UCIIOJIb30BaTh, OTCOPTUPOBAHHBIA MO (YHKIIMOHAIBLHOCTH, a TaKX€ BHJIXKETOB,
CO3JIaHHBIX MOJIb30BATEIIEM.

Oxno Hierarchy. Conepxut BUIKETHI, pa3MElLIEHHbIE HA BallleM UHTEpQeiice.
Ha manenu Hierarchy MOXXHO NpUKpENIsTh BUIKETHI APYT K APYTY U OTIACIATh UX
APYT OT Ipyra 1o Mepe HeoOXOJUMOCTH.

Oxmno Details. Oto6pakaet cBoiicTBa BEIOpAHHBIX BUIKETOB, PA3MEIIICHHBIX HA
uHrepderice.

Oxna Animations u Timeline. cnone3yrorcs 1js co3qaHusi, yIpaBlIeHUS U
peAaKTUPOBaHUS aHUMALMEN BUJIKETOB.

Oxno Designer. Vcnons3yercs nisi co3manusi mHTepderica MmyTeM mepeTac-
KMBaHMS SJIEMEHTOB ¢ manenu Palette.
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Jlobasnenue eudiicema Ha IKpau

Jlst Toro 9TtoOBl CO3JaHHBIA BHIDKET OTOOpa)kajcs Ha dKpaHe, HEOOXOIUMO
co3nath ero npu nomomu ¢pyuaknuu Create Widget u BIOpaTh HEOOXOIUMBIHN KiIacc
BHJDKETA, @ TOTOM BhIBecTH Tipu iomonu pyukmuii Add To Viewport (pucyHok 7.3).
Oty KoMOuHanuio HeobxoauMo no6aButh B Begin Play moboro kimacca, Haxops-
uierocst Ha cuene, Hanpumep Third Person Character.

Oynkuus Create Widget co3gaeT CChUIKY Ha BUJKET, UTO IO3BOJISIET JOMOJ-
HUTEIBHO 3aITUCaTh 3TY CChUIKY B IMTEPEMEHHYIO0, YTOOBI H3MECHAThH CO3AaHHBIA BHIKET
U3 APYTOTO KJacca B JaIbHEUIIEM.

B ciydae, ecni B IpoeKTe M0 YMOTYAHUIO HE OTOOPaXKAETCs Kypcop MBIIIH HITH
IpomaaaeT Mmocie HakaTus (HalpuMep, B TPOEKTE OT TPETHETO JIIIA), TOTIOTHATEIHHO
HeoOxonumo u3MeHuThb Input Mode na Game And Ul, u oToOpa3uth Kypcop Ha 3KpaHe
¢ momotipio Set Show Mouse Cursor (pucyHok 7.4).

> Event BeginPlay = Create W HUD Widget

| &
Class Wt Return Value Target

Owning Player

Pucynok 7.3 — BbiBOJ BUDKETa HAa SKpaH

“ f set Input Mode Game And Ul
»
Player Controller show Mouse Cursor [

In wudge.l to Focus Target

In Mouse Lock Mode
Do Not Lock

Hide Cursor During Capture

J Get Player Controller

“» Player index [0]  Return Value

Pucynok 7.4 — IlocTossHHOE OTOOpakeHUE Kypcopa Ha dKpaHe
Ilepemennwvie Expose On Spawn u Event Construct

[Ipn co3manum BuKeTa W A00ABICHMHM €r0 Ha HKpPaH 3a4acTyl0 BO3HUKAET
HEO0OXOUMOCTh O0TOOPa3nUTh Kakue-TO 3HAUYECHHS B dJEMEHTax BHKeTa. J[is 3Toro
MOYHO UCTOJIb30BaTh CBOMCTBO MepeMeHHbIX ExposeOnSpawn (pucyHok 7.5) u Event
Construct. YToObl KCMONB30BAaTh 3TO CBOWCTBO, MEPEMEHHAs TAKXKE JOJIKHA OBITh
Instance Editable.
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CgoiictBo ExposeOnSpawn 100aBHUT 3Ty EpeMEHHYIO BO BXOJIHOM ImapaMeTp B
¢bynkuuu Create Widget (pucyHok 7.6) U MOSBHTCSI BO3MOKHOCTh IPHUCBOUTH 3HAYE-
HHE 3TON NEPEMEHHON B MOMEHT CO3/IaHUSI BUIKETA.

UtoOwl 3Ta mepeMeHHass cpa3y oToOpasmiiach B HY)KHOM HaMm aneMmeHTe Text,
JIOCTaTOYHO 3aMUCATh 3HAYCHHUE TIEPEMEHHOM B TEKCTOBOE TT0JIe TIociie coObITust Event
Construct. ITo ananoruu ¢ BeginPlay u 6aynpunTamu nanHoe coobiTHe cpabaThiBaeT
B MOMeHT co3nanusi Bumkera. CoobiTue EventConstruct BumkeTa npencTaBieHo Ha
pucynke 7.7.

4 Variable

- ET—

Instance Editable

Blueprint Read Only [l

Expose on Spawn

Category
Slider Range
Value Range
Bitmask
Bitmask Enum
Replication

Replication Conditior

4 Default Value

- il
& J Add 1o Viewport =
B Create New Widget Blueprint Widget

Pucynok 7.6 — Co3nanue BUKeTa ¢ mapaMeTpoM

] f SetText (Text)
< Event Construct L=
r—

Text Block 0 Target

“f ToText (integer)

@ In Text
@ Value Return Value @

v

Pucynok 7.7 — CoosiTue Event Construct
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Ilpakmuueckue 3a0anus

3ananme 1

Co3nath BUIDKET C TpeMsl KHONKamu (djieMeHT Button) M ri1aBHBIM TEKCTOM
(onemenT Text). B KHONKHM JTOMOJHUTENBHO 100aBUTH AneMeHThl Thna Text. [Tpu
HAXXaTUHU Ha KaXKIYH KHOIKY TEKCT, 3allMCaHHBIM B 3JEeMEHT Text 3THX KHOTOK,
JOJKEH 0TOOPa3UTHCs B TJIABHOM djieMeHTe Text.

3aganue 2

Pazpaborath riaBHOe MEHIO ¢ BH3yalbHbIM o(opmMiieHHEM. 32 OCHOBY MOYXHO
B3SITh JIDOOW y)ke nMeronuiics narepdeiic MeHro u3 urp. J{06aBuTh Bce HEOOXOUMBIE
AJIEMEHTHI U UBMEHUTh UM CTHIb. DYHKITMOHAT pa3pabaThIBaTh HE HY)KHO.

KOHmPOJleble eonpocaol

1 Yto takoe monw3oBarensckuii mHTEpdeiic (UI) B Unreal Engine u xakue ero
OCHOBHBIE DJIEMEHTHI?

2 Kak cosnmate HOBBIN BumkeT (Widget) B Unreal Engine? Omnumute mporiecc
CO3/1aHUs U HACTPOMKU BUIKETA.

3 Kak ucnonb3oBath Blueprint 15 npuBsizku (yHKIIMOHATBHOCTH K 3JIEMEHTAM
N0JIb30BATEILCKOT0 UHTEpPeiica, TAKUM KaK KHOIKH U TEKCTOBbIE TOJISA?

4 Kaxkue tunsi 25iemeHToB Ul moctynuel B Unreal Engine? IIpuBeauTte npumepbl
UX UCTIOJIb30BAHMUS.

5 Kak nactpouth coOwiTus (Events) mist oOpaGoTkKM BBOJA IOJIB30BATEIs,
HaIpUMEP HaXKaTUsl KHOIMOK UJTU TIEPEMEILICHUS MBI ?

6 Uto Takoe mpuBsizka nanHbix (Data Binding) B KOHTEKCTE MOIB30BATENIHCKOTO
uHTepdeiica U Kak OHAa MOXKET YIYUIIUTh B3aUMOJICHCTBHE C UTPOKOM?

8 JIaGopaTopnas padora Ne 8. Co3nanme Janamadra u HACTPOMKa
ocsemienusi B Unreal Engine

Leapb padoThl: N3yueHHE OCHOBHBIX IPUHIIUIIOB pabOTHI C JaHAIAPTOM, CO3/1a-
HHUE U HacTpoiika penbeda. Co3gaHne OCBEIICHUS, HACTPOIKAa HICTOYHUKOB CBETA.

Ocnoenvle meopemuuecKue nOI0HCEHUA
Beeoenue

[Tpu paboTe ¢ HOBBIM MPOEKTOM Bbl MOKETE CTOJIKHYTBHCS C TEM, YTO CTATUYHBIE
MEIIIN HE OKPBIBAIOT IPOCTPAHCTBO, KOTOPBIE BB XOTEH ObI ClI€1aTh JOCTYIIHBIM IS
UCCIIEJIOBAHUS UTPOKOM, OCOOEHHO €CJIU Bbl CO3/1a€TE CBOOOJHBIC /JIS ITYTEIIECTBUN
BHEIIIHKE IIPOCTPAHCTBA. B Takux CHUTyalMsX HYKHO HMCIOJIb30BaThb WHCTPYMEHTHI
co3aanus JanamadToB. OHU JOBOJIBHO MOIIHBI U JIONMYCKAIOT CO3aHUE MHUPa, KOTO-
pBI MOXKET OBITH OTPEAAKTHUPOBAH MOCETMEHTHO, TO €CTh Bbl MOXKETE MPOU3BOIUTH
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OBICTPOE PENaKTUPOBAHUE JJIS PACIIUPEHUS MPOCTPAHCTBA UTPHI U CHEIATh UTPY C
3¢ ()EKTUBHBIM PEHIECPUHTOM.

Janowaghmnvie uncmpymenmot

Jloist co3manus ¥ pelakTupoBanus JaHamadToB u ux napametpoB B UE4 mocTyr-
HO MHO’KE€CTBO MHCTPYMEHTOB. JIOCTym K 3J€MEHTaM YyMpPaBJICHHS TIO0 YMOJYAHUIO
Haxoautcss Ha mnaHenau Modes. Ilo menuky nmo kuomke Landscape (Jlammmadt)
oTKpoeTcs nanenab Landscape (pucyHok 8.1). Bbl Takke MOkKeTe HaXKaTh KOMOUHALIUIO
kiapuin Shift + 2 s OGeicTporo gocryna k nanenu Landscape.

Ha nanenu Landscape qocTymHbBI TpH TJIaBHBIC BKJIAQIKH:

1) Manage. Dta BKJIagka KOHTPOJIUPYET ACTIEKTHl KOHCTPYHUPOBAHUS U YIPaB-
JeHus JaHamadramu;

2) Sculpt. Ota BKIagKa MEHSET HMPOCTPAHCTBO U (opMmy NaHamadTHON Teo-
METPHH;

3) Paint. Drta BKIagKa ymOpaBiseT TUNIAMUA MaTEPHAIOB, MPUMEHEHHBIMH K
MOBEPXHOCTH JIAHIIA(TOB.

Activate Landscape Editing Mode

Pucynok 8.1 — [lepexos B peskuM peAakTUpOBaHUs JaHAmadra

Bxnaaxu Sculpt u Paint 3aTeMHeHbI 1 HE MOTYT OBITh UCIIOIB30BAHBI /10 TEX MOP,
[IOKa Bbl HE CO3JaJMTE CBOM MNEpBBIM 0a30BbIM NaHamadT, rae CTaHyT AOCTYIHBI
3TH OILIMH.

Bknaoka Manage

[TepBerit paznen nanenu Landscape — ato pazaen ynpasinenus (Manage). C ero
MIOMOIIBIO0 BBl MOKETE CO3/1aBaTh HOBBIC JaHAMA(DTH U YIPABIATH CYIICCTBYIOIIIMHU.
Bl moxxere co3znmate manamadT AByMsi cioco0aMu: HOBBIN JaHamadT, OCHOBAHHBIN
Ha Habope mapaMmeTpoB, WK JaHAmA(T, OCHOBAHHBIM HAa WMIIOPTUPOBAHHOMN KapTe
BBICOT.
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Kapra BbICOT. DTO TeKCTypa, IpeaoCTaBisolas HHPOPMAIMIO O Pa3HOCTH
BBICOT, BBIIIOJHEHHAsl B OTTEHKaxX ceporo. beible MOBEpXHOCTH HA TEKCTYypE HECYT
uH(popMaluio TaHaAmagTy, 4TO BEICOTA BO3PACTAET, B TO BPeMsI KaK YEPHbBIE TUKCEIH
CUTHAJIM3UPYIOT O CHH)KEHHH BBICOTHI. KapTa BBICOT 10JIe3Ha, KOI'/1a Bbl BOCCO3/1A€ETE
ONPEJECICHHYIO JIOKAIMIO PEaTbHOr0 MHUpa U IMOJHOCTBIO UMUTUPYETE pealbHBIN
JaHAIA(QT BHYTPU UTPOBOTO MPOCTPAHCTBA. TakKe Bbl MOXKETE UCIOJIb30BaTh KapTy
BBICOT KaK Macky, 4To0bl yBegqomuTh UE4, kakue 007acT UMEIOT YKa3aHHbIE TUIIBI
pPacTUTEIBHOCTU WIXA MaTepuaia JaHamagra.

Co3znanue gangmadroB. Ilpu co3zganum HoBoro nanamadTa y Bac €cCThb
HECKOJIBKO HA4YaJIbHBIX BAPUAHTOB (PUCYHOK 8.2).

Bo-nepBbix, HEOOXOAMMO OIPENETUTh, KaKOW MaTepuas OyJeT UCIOJb30BaThCs
g nasamadra. JJaHHBIM IDYHKT MOYKHO OCTaBUTh 0€3 BbIOOpa, a caM MaTepual
yKa3aTh y’Ke IocJie CO3/1aHus Janamadra.

[Tocne marepualioB U CIIOEB MaTepHAJIOB ClEAyeT HacTpoWka TpaHchopMaluu
HOBOTro JaHamadTa. 37ech Bbl MOKETE yKa3aTh, KyJa IOMECTUTh HOBbIH JanAmadT B
IIPOCTPAHCTBE MUPA, & TAKXKE €0 pa3Mep U yroJl MOBOPOTA.

Welcomse 1o Unread Engi

Click the % ian fof ak

Pucynok 8.2 — OkHo co3nanus nanamadTa

Crnenyromuii pa3zien 3JeMEHTOB yIpaBjeHus JaHAmapTaMi MOCBAIIECH TEXHU-
kam ypoBHeil neramuzauuu (LOD, level of detailing) nanamadrtoB, KoTopbie BbI
MOKET€ M3MEHSTh, 4TOOBI JIaHamapT oToOpaxaics ObIcTpo U 3QPEKTUBHO. DTUMHU
AJIEeMEHTaMU YIpaBJieHUs SBISIIOTCA pa3mep cekiuu (Section Size) U KOJIUYECTBO
cekimii B komroHeHTe (Sections per Component). OHU CBSI3aHBI C TE€M, CKOJIBKO
uH(pOpPMAIIU O0TOOpAXKAETCS UTPOKY OJHOBpPEMEHHO. UeM OoJiblie pa3mep CeKIIH,
TE€M MEHbIIIE 0TOOpa)KaeTCs BHYTPU KOMITIOHEHTA WJIA CEKIMH, YTO CHIKAET HAarpy3Ky
Ha rpoueccop. Yem Oosblue cexkuuii B KoMoHeHTe, TeM Jiyuiie UE4 pacnpenenser u
permraeT, Kakoe KauecTBO OTOOPaKaTh B KAXKIOU CeKITMU. B 3TOM 3akitodaeTcss TOHKUAN
OaslaHc MexX Ty oOecredeHneM BBICOKOW YaCTOTHI KAJAPOB U JKETAEMBIM Pa3pelIeHHEeM
nauamadra.

JIBe moclieiHre HACTPOMKHU JI CO37aHus HOBOTO JaHamadTa — 3to kaonku Fill
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World u Create Bau3y nmanenu Landscape. Knomnka Create moarBepKaaeT HaCTPOUKHU
U HCTOJIB3yeT WX I co3gaHus HoBoro yanamadra. Kraomnka Fill World co3naer
naHAmadT Mo BceMy JOCTYITHOMY B TEKYIIUA MOMEHT UTPOBOMY MPOCTPAHCTBY.

Ynpaenenue nanowmagpmamu

[Tocne co3pganus HOBOTO JianamadTa BaM OyayT JOCTYHHBI HOBBIC OIMIIMU IS
ynpaBieHus uM. Ha Bkiagke Manage Bbl MOXKET€ yBUJETh, YTO MHCTPYMEHTOM IO
YMOJIYaHHMIO cTaja KHomka Selection, um BhImajaroiee MEHIO IMOKa3bIBACT HOBBIC
BapHaHThl aCMEKTOB KOHTPOJIS TOJIBKO YTO co3aaHHOTO Janamadra. HekoToprie u3
ATUX BApUAHTOB MpEIHA3HAYCHBI JJISI yAAJICHHUS U J00aBJICHHS KOMIIOHEHTOB, 3TH
BapUAHTHI UCIIOIB3YIOTCS ISl U3BATUSI CEKIIMM U3 CYIIECTBYIOIIEro JaHamadTa uiu
n00aBlIeHUs K HEMY HOBBIX (PUCYHOK 8.3).

Pucynok 8.3 — JlobaBneHne KOMIIOHEHTOB B JaHAmadTe
Bxknaoka Sculpt

[Tocne coznanus nanamadTa Bbl MOXKETE Ha4aTh CO3/1aBaTh (hOPMbI U 00bEMBI Ha
nanamadre. MUuctpymeHTsl pexkuma Sculpt ipeacraBieHsl Ha pUcyHKe 8.4.

Manage Sculpt Paint
£ D 8 K L2 W 2 e DB 100 @ 6394 O 050

Botlpie Smooth, Flatten Ramp Erosion Hydro, Noise Retop Visibility  Mirror, Select Copy Strength Circle  Radius Smooth  Falloff

Pucynok 8.4 — UncTpymeHThI BKIaaku Sculpt

Sculpt. DTOT UHCTPYMEHT CKYJBITUT BHIMYKJIbIE WJIA BOTHYThIE TTIOBEPXHOCTH B
nanamadTHoM Metie. [Ipu npuMeHeHUH 3TOTO MHCTPYMEHTA C 3a)KaTOW KJIaBUILICH
«Shifty Oynet mpoucxoauTh BAaBIUBAHUE JIAHAIIA]TA.

Smooth. DTOT MHCTPYMEHT CMST4YaeT WM CIJIaXKUBAET CO3/IaHHBIE HHCTPY-
MeHTOM Sculpt koniebaHusi BEICOT MEXKIY 00JIaCTIMH.

Flatten. DTOT MHCTpYMEHT BbIpaBHUBAET JaHAIIA(T 10 BHICOTHI, YKa3bIBAEMOI
IIpU TIEPBOM IIETUKE M0 JaHAIAPTy ¢ aKTUBUPOBaHHBIM MHCTpYMeHTOM Flatten. On
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nepeMeniaeT MECTHOCTh BBEPX WJIM BHU3, B 3aBUCUMOCTU OT BBIOPAHHOTO 3HAUCHMUS
BBICOTBI.

Ramp. DTOT HHCTPYMEHT COEIMHAET JIBE 00JaCTH, HAKIOHSS JTaHAIA(T MEXKITY
IBYMsI 00JIACTSIMU C TIOCTOSTHHBIM H3MEHEHHEM HaKJIOHA MEKIY TOUYKAMHU.

Hydro Erosion u Erosion. OTu MHCTpyMEHThl MOJEIHMPYIOT 0OLIee M3HALIU-
BaHUE 3EMJIM, KOTOPOE MPOUCXOJIUT B MHUPE, YTOOBI CUMYJIHPOBATH 3TOT 3PPEKT Ha
naumadTe UrpoBOTO MPOCTPAHCTBRA.

Noise. DTOT UHCTPYMEHT IPUMEHSET OOIIMI IyM K JaHAmA(Ty U UCIOIb3YyET
napaMmeTpbl HAaCTPOMKH ISl OTIpeeieHHs] 00beMa U UHTEHCUBHOCTH.

Retopologize. DTOT MHCTPYMEHT COKpAIa€T PACCTOSHUE U Pa3JIMUUs MEKIY
KOMITOHEHTaMU TOBEPXHOCTH, UTOObI YMEHBIIUTH PACTKEHUE.

Visibility. DTOT MHCTpYMEHT CKpBIBAa€T WJIM JI€JIA€T BUIAMMBIMHU BBIJCICHHBIC
MOBEPXHOCTH B JIaHAIIA()THOM Melle.

Mirror. DTOT HHCTPYMEHT MO3BOJIIET OTPA3UTh AJIEMEHTHI JaHAmadTa.

Selection. 3TOT MHCTPYMEHT MacCKUPYET BBIJICTICHHBIE 00JIaCTH JAHAIIAPTHOTO
Menia.

Copy/Paste. DTOT WHCTpYMEHT IO3BOJSICT BBLACTUTH CEKLHUIO JaHAmadra,
YTOOBl CKOMHUPOBATh M MEPEHECTH aHAJIOTHYHBbIE MapamMeTpbl HAaCTPOWKHU BHICOTHI B
IPYTYIO CEKLHUIO.

Hacmpoiuku kucmu

[Tpu pabote ¢ manamadToM HE Malyl POJib UTPAIOT HE TOJIBKO BbIOpAHHBIE
WHCTPYMEHTHI PEAAKTUPOBAHUS, HO U HACTPOMKU KUCTHU. [IJ1s1 KUCTH MOKHO BBIOPAThH
CUJIy IPUMEHEHNS UHCTPYMEHTA, TUIl KUCTH, PaJINyC, TUIT 3aTYXaHUS U €T0O CUITY.

CymiectByer 4 madiaona s Tuna kuctu. OHU peicTaBlIeHbl Ha pUCyHKe 8.5:

Circle. Dta xucTh sBrsgeTCs 6a30Boit. OHa UMeeT HOPMY OKPYKHOCTH.

Alpha. OTa KHUCTb UCTIONIB3YET YKAa3aHHYIO TEKCTYPY, KAK MACKY, UCIIOIb3YIOIIY IO
TOHA CEpPOro, KaK KapTa BBICOT.

Pattern. O1a KHCTh UCTIOJB3YET MOBTOPSIOIIHMICS 111a0JI0H.

Component. OTa KUCTh BJIHSIET HA BCE 3JIEMEHThl KOMIIOHEHTA PEJAKTHPYEMOI
oOnacTu.

Mamepuanwl ranowaghma

Hactpoiikn napama@THBIX MaTepHaJOB HE3HAYMTEIbHO OTJIMYAIOTCS OT Ha-
CTpOeK OOBIYHBIX MaTepHuaoB. [Iporiecc co3manus MaTepuaia s JJaHamadTa TOT XKe,
YTO M JJIS CO3JIaHHWS HOBOT'O MaTepHalia, 3a MCKIOUYECHUEM, YTO CMCIIMBAHUE CJIOCB
OTIPEIEISICTCS C TMTOMOIIBIO CICITUAIBHOTO HOJIa B PEAAKTOPE MaTepHUaioB, KOTOPHIM
Ha3piBaeTcs Landscape Layer Blend. C 3TuM HOJAOM pa3iH4YHBIE TEKCTYPHI MOTYT
UCTIOJB30BaThCSI U PACIPEICIATLCS B CIICIUANBHBIC CJIOM, BBI3BIBAEMBIC B MEHIO
HacTpoek nanmmadra. [locine noOaBiIeHHS STOW HOMBI BBl MOXETE MICIKHYTH IO
CUMOJy + Ha HOJE, YTOOBI I00AaBUTH CJIOU (PUCYHOK 8.6).

Bbl MOXeTe 100aBIsATh U UCIIOJIB30BATh MHOXKECTBO CJI0eB. OTHAXIBI ITOMEIIICH-
HBIC B MaTepHall, TEKCTYPbI, KOTOPbIC OOBIYHO 0OBETMHEHBI WJIM CMEIIAHbI B OOBIYHOM
Marepuaie, B JJaHHOM cllydyae Harpasisitorcs B ciou Hoja Landscape Layer Blend
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U 3aTEM IOMEIIAIOTCS B COOTBETCTBYIOIINN BBIBOJ KOHCUHOTI'O MaTepHraja, TaKol KaK
0a30BBIN LIBET WJIM HOPMAJIh (PUCYHOK 8.7).

Circle Rad

4 Material Expression Landscape Layer Blend
4 Layers 2Amayelements 4 @ o
40 5 members L)
Layer Name m a
s e
b Const Layer | m Z 00 ~
const Height (CEHIS) -
47 5 members * 2
Layes Name m o
Blend Type =)
Preview Weig _ )
b const Layer | IEEISS CHEENS) EEENS) -
Const Height _ o

4 Material Expression

Pucynok 8.6 — Hoga Landscape Layer Blend
Ilpakmuueckue 3a0anus

3aganue

Heo6xoaumo co3parh manamadTt, UCTONB3Ys pa3indHble MHCTPYMEHTHI. [lpu
BBIJIABJIMBAHUN SJIEMEHTOB JaHAMAadTa HEOOXOAMMO HCIOIB30BaTh KUCTH C aibda-
TeKcTypoil. Marepuan nanamadTa J0HKEH BKIIOYATh B Ce0sl KaK MUHUMYM TPHU CITIOS
C pasMMYHBIMH HACTpoWKamu (IIBET, pacTsIruBaHue U T. 1.). Ha mangmadT HEoOXxo-
JTUMO 100aBUTh SK3EMIUISIP TaHHOTO MaTepuana. J[00aBUTh pa3iuyHbIe TUIBI PACTU-
TEeIBLHOCTU. Pecypchl ¢ anbda-TekcTypaMu, TEKCTypaMH ISl MOKPACKU U PacTu-
TETLHOCTBI0 MOXHO HaWTU 1o ccbuike —https://drive.google.com/file/d/1gngmg9-
0H4JgHN7cRS56gXDxIz60x8y/view?usp=sharing. Takxke MOXHO HCIIOJIb30BaTh
T00BIEe IPYTHE TEKCTYPBl U MOJIENN HA CBOM BBIOOD.
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KOHmpafleble eonpocuol

1 KaxoBbl OCHOBHBIE HHCTPYMEHTHI [yt co3aanus nanamadgra B Unreal Engine?

2Yro Ttakoe Landscape Materials m kKak OHM BIUSAIOT Ha BHU3YaJIH3AILUIO
nanamadgdra?

3 Kak co3naTh 1 HACTPOUTH TEKCTYPHI IS JJaHmadTa?

4 Yro takoe cioit (Layer) B koHTeKcTe JaHamadTa U Kak OH UCIOJIB3YIOTCS JIJIs
yIpaBJEHUs pa3IMYHbIMU MaTepuagaMu?

5 KakoBbI OCHOBHBIE THIIBI HICTOYHUKOB cBeTa AocTynHbl B Unreal Engine?
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