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BBEAEHUE

JlaHHOe y4yeOHOe M3/IlaHue MpeaHA3HAYCHO JIJI1 00yJaronuxcs YpoBHS Oa-
KaJlaBpuaTa 0 HalpaBJIeHUIO MOAr0TOBKY «H(MOpMaIIMOHHBIE CUCTEMBI U TEX-
HOJIOTUM» B KQUE€CTBE MPAKTUKYMA IO JUCHUIUIMHE « T€XHOJIOTUU TPEXMEPHOTO
MOJICTTUPOBAaHUSI U BUPTyaJbHOU peanbHOCTH». HacTosiiee ydyeOHOe HU3naHue
MPEJCTABISIET COOOM BTOPYIO YACTh MpakTUkyMa «Pa3paboTka MHTEPAKTUBHBIX
TPEXMEPHBIX CIICH» M OXBAThIBAET 3TAIIbI CO3/IaHUSI HHTEPAKTUBHBIX CUCTEM, Op-
raHu3alyy MO0JIb30BATEIBCKOTO B3aUMOJICHCTBHS, a TaKXKe pa3padOTKU BUPTY-
aJbHBIX NEpPCOHaXe u VR-npunoxennid. OHO JOMOJTHAET U3y4aeMblil TEOPETHU-
YECKUI MaTepuall U MO3BOJISIET 3aKPETUTh €ro Ha MPAKTHUKE.

[TpakTukym HampaBiieH Ha (OpMHpPOBAHHE y OOYYAIOIIMXCS YCTOMYMBBIX
HaBBIKOB Pa3pa0OTKH MHTEPAKTUBHBIX TIpuiioskeHuit B Unreal Engine, co3naHus Cu-
CTEM B3aMOJICHCTBHS MTOJIb30BATENS C BUPTYAIBHOM CpeIoN U pean3ariiu 0a30BOi
JIOTHKY TIOBEJICHUS] OOBEKTOB. 3aaHKsI TaOOPAaTOPHBIX padOT OXBATHIBAIOT MOTHBIN
ITUKJT pa3pabO0TKH MHTEPAKTUBHOTO MTPUIIOXKEHHS: OT HACTPOMKH ITOJIh30BATEIHCKOTO
YOpaBJICHUS U CO3JaHUS UHTEPAKTUBHBIX OOBEKTOB J0 PEaTU3allii BUPTYATbHBIX
MIEPCOHAKEHN C 3JIEMEHTaMU UCKYCCTBEHHOT'O MHTEJUIEKTA, a Takke pa3padoTku VR-
MPWIOKEHUH € TTOCJIETYIOIIUM TECTUPOBAHUEM U YTTAKOBKOM.

Kaxnast mabopaTopHas paboTa BKJIIOUAET TEOPETUUECKYIO YacTh, OMMCAHUE
Cpebl BHIMIOJHEHMS, TTOIIArOBble MHCTPYKIIMU U TIPAKTUUECKUE 3aJaHusl, HAllpaB-
JICHHBIE HA PAa3BUTUE MPUKIIAJIHBIX HABBIKOB. Takoi MoJX0] MO3BOJIIET 00yYaro-
IIUMCST HE TOJIBKO OCBOUTH MHCTPYMEHTHI, HO Y IOHATh METOAMKY CO3/IaHUS TPEX-
MEPHBIX OOBEKTOB U CIIEH, aKTyaJIbHBIX JIJIsl IPUMEHEHUSI B chepe MHPOpMaIIUOH-
HBIX TEXHOJOTUH, [U(MPOBOrO MPOU3BOJICTBA, APXUTEKTYPHI, TU3aiiHa U 00yYaro-
LIMX CUMYJIALUH.

[Ipennaraemasi cuctema B3aMMOCBSA3aHHBIX JTA0OPATOPHBIX PA0OT MO JUC-
IUTUIMHE « TeXHOJI0THU TPEXMEPHOTO MOAEIUPOBAHUS U BUPTYILHON PEATIbHO-
CTH» TIO3BOJISIET OOyYarOIMMUMCs C(hOPMHUPOBATH CIICTYIOMINE KOMITCTCHITUHN:

1) ucnonb3yeT roTOBbIE MAaKEeThl TpauUECcKoro au3aiiHa nHTepdeiicoB nH-
(hOpMaALIMOHHBIX CUCTEM Y BU3yaIU3aINH IAHHBIX, TPUMEHSIET MPUHITUIIBI MOJIE-
JUPOBAHUS U CIIOCOOBI MPEJCTABICHUSI TPEXMEPHBIX MOJIENIeH Nt pa3paboTKu
NC u web-nun3aitHa, UCMONB3YET TEXHOJIOTUU KOMITBIOTEPHON aHUMAIIUK B MPO-
dbeccuoHaIbHOMN IeITEIbHOCTH.



3HaeT: TeHIEHIIUU B rpa)UyecKoM JIM3aiiHe, MakeThl rpauueckoro au3aiiHa
UHTEPPENCOB MUHPOPMAIIMOHHBIX CUCTEM U BU3yaJIU3AIUH JIAHHBIX.

YMeeT: ucroab30BaTh TOTOBBIE MaKeThl IpadUuecKOro Ju3aiiHa nuHTepdei-
COB MH(OPMAIIMOHHBIX CUCTEM U BU3yaIM3allUN JJAHHBIX.

Brnageer: TeXHOIOTUAMHU KOMIBIOTEPHON aHUMAIMU B MTPOQPECCUOHATBHOM
nesrenbHocTH («IIK-15.1»);

2) pa3pabaThIBa€T TPEXMEPHbBIC MOJIETIH.

3HaeT: MPUHIUIIBI 00pa0OTKU M300paKEHUM ISl PEIICHUs] MPAKTUUECKUX
3a/1a4 B 00J1acTU UHPOPMAIIMOHHBIX CUCTEM U TEXHOJIOTHUH.

YMeeT: pa3pabaThiBaTh TPEXMEPHBIE MOJIENHU, TpadUUECKUN JU3ailH UHTEP-
¢elicoB MHOOPMAITMOHHBIX CUCTEM.

Brnageer: pacTpoBbIMH U BEKTOPHBIMU MakeTaMu nporpaMm («I1K-15.2y);

3) Ucnoabp3yeT NPOrpaMMHbBIE CPEJICTBA KOMITBIOTEPHOW aHUMAIUU TS pe-
aJu3aluy MPOEKTOB B TPOGECCUOHATBHOMN AESTETbHOCTH.

3HaeT: CPeACTBa KOMITBIOTEPHON aHUMAIIHH.

YMeeT: BBINOIHATH 3JIEMEHTHI rpadUyecKoro au3aiiHa MHTEp(PEHcoB UH-
(hOopMaIMOHHBIX CUCTEM U BU3yaJIU3allMU JaHHBIX.

Braneer: mporpaMMHBIMU M anmnapaTHBIMU CPEJCTBAMU KOMIIBIOTEPHOMN
aHUMalMU JUIs peain3alliil MPOEKTOB B MPO(ECCHOHATBHON AESTENbHOCTH
(«IIK-15.3»).

o pe3ynpTaTaM BIMOIHEHUS KaXI0HM 1JaO0OpaToOpHOI paboThl 00yYaroHiics
JOJKEH MOAroTOBUTH oTueT. OH oopMIIsIeTCs] B COOTBETCTBUU C yCTAHOBJICH-
HBIMHU TPEOOBAaHUSIMU U JOJIKEH COJIepKaTh CTPYKTYPUPOBAHHYIO MUH(POPMAIIUIO
O BBITMIOJIHEHHBIX ATanax padoThI.

ConepxaHne 0T4eTa BKIFOYAET CIEAYIONIUE AIIEMEHTBHI.

1. TUTynBHBIN JTUCT.

2. Illens paboOTHI.

3. ®opMyIMpOBKa 3a1aHUS.

4. OnrcaHue BBINOJIHEHHBIX IEMUCTBHM U MOJTYUYEHHBIX PE3YJIHTATOB (BKIIO-
4asi TEKCTOBBIE OOBbSICHEHUS U WJUTIOCTPAIINU, TAKUE KaK CKPUHIIIOTHI).

5. OTBETHI HA KOHTPOJIbHBIE BOMPOCHI.

6. BbIBOJT 0 TIpojiesiaHHOM padoTe.

BrinonHuTh 1abopatopHbie padoThl HanboJee KaueCTBEHHO 00yYaroIMCs
MOMOXET OMOIMorpauyecKkuii CIUCOK peKOMEH1yeMoi ureparypsl [ 1-9].



Na6opaTtopHasa paboTta Ne 1
HACTPOUKA CUCTEMbl UHTEPAKTUBHOIO B3BAMMOJENCTBUA
C NOJIb3OBATEJIEM B CPELE UNREAL ENGINE

Bpewms BeinmosiHeHus — 6 4yacoB (ayguTopHasi paboTa — 2 4yaca, caMOCTOSI-
TelbHas paborta — 4 yaca).

Ileny pabompl: 0BNAAETh HaBbIKAMU Pa3pabOTKU CUCTEMBI OA30BOTO B3au-
MOJENCTBHUSA MOJIb30BATEIA C 00bEKTaMU BUPTYalbHOU cpenbl B Unreal Engine.

3agaum padoThI

1. OBnazeTh HaBbIKaMH HACTPOIMKHU MOJIb30BATEIHCKOTO NMEpCOHaka Ha 0aze
knacca Character B Unreal Engine.

2. 3yunTh CriocOOBI MPUBSI3KH KJIABUIII YIIPABICHUS JBHXKEHUEM, 0030pOM
U JIeHUCTBUSIMU.

3. PeanuzoBath 0a30BYI0 CHCTEMY B3aUMOJICUCTBHUS C BUPTYaIbHOM Cpeaoi
C MCIOJIb30BAaHHWEM BU3yaIbHOTO IporpaMmmupoBanus Blueprint.

Ilepeyenb oOecnieyuBAKOINX CPEACTB

1. IlepcoHAIBHBIN KOMITBIOTEDP C JOCTYIIOM B UHTEPHET.
2. Cpena paszpabotku Unreal Engine (Bepcust He HUKE 5.3).

O01mue TeopeTuYeCKe CBeIeHUSA

OnHYM U3 OCHOBHBIX JIEMEHTOB B3aUMOJICUCTBUS MOJIb30BATENSI C BUPTYaJlb-
HOWU CpeJIoi SIBIISIETCS IEPCOHAXK, KOTOPBIM OH yripanisieT. B tepmunonoruu Unreal
Engine Takoit 00BEKT OOBIYHO MPEICTaBIICH KiaccoM Pawn. JIaHHBIN K1acc UCTIONb-
3yercs Uig 0003HAYEHUs JTF000ro 00BEKTa, KOTOPBIA MOKET HAXOAUTHCS O] KOH-
TPOJIEM MOJIL30BATENS WIIM UCKYCCTBEHHOTO MHTEIUIEKTA U Yy4aCTBOBATh BO B3aWMO-
JIEUCTBUU C BUPTYAJTbHBIM MUPOM.

B cBoto ouepenn, moHsITHE Actor SIBISIETCs OoJiee 001MM 1 0003HaYaeT JTIF000H
OOBEKT, pa3MEILIEHHBIH B CLIEHE ¥ CLIOCOOHBIN BBITIOIHATH ONPEACTICHHBIE ICHCTBUSI.
Knacc Pawn sBIIsieTCsl 4aCTHBIM CIIydaeM Actor U BBICTYIIAE€T B KauecTBe 0a30BOI0O



KJacca JUIsl BceX 00BEKTOB, KOTOPHIMU MOXKET YIPABIISATH UTPOK UM CUCTEMA HC-
KyCCTBEHHOI'O MHTEJUIEKTA.

Knacc Pawn onpenensieT 00beKT, KOTOPHIM MOKET YIPABJIATH MOJIH30BATEh
WIA WCKYCCTBEHHBI MHTEIUIEKT, U OTBEYAET 3a €r0 MOBEICHHUE B BUPTYaJIbHOMU
cpele, BKIItoYasi B3auMOIEUCTBUE ¢ (DU3UKOM, KOJUTM3UU U 00pabOTKy BBOJIA.

Jiis Havana paboThl HEOOXOAUMO MOJITOTOBUTE CTPYKTYpPY MpoekTa. B unTep-
detice Unreal Engine niia xpaHeHusi pecypcoB ucnoinsdyercs Content Browser
(Content Drawer), paCrioJIOXKEHHBIN B HUYKHEW YaCTH OKHA.

Co3znaiiTe HOBYIO ManKy JJIsl XpaHEHUs: OOBEKTOB NepcoHaxka. st aToro
HIEJIKHUTE MPaBOM KHOIMKOW MBI 1O KOpHEBOUM mamnke Confent M BbIOEpUTE
nyHKT New Folder, 3atem 3agaiite ums nanku — Character.

[lepeiinuTe B CO3MaHHYIO MAIKy U co3aaiite HOBbIN Blueprint Class. Jlis aToro
OTKpOWTE KOHTEKCTHOE MEHI0 BHYTpU nanku Character u BLIOEpUTE COOTBETCTBYIO-
i myHkT. OkHO co3nanust Blueprint Class npencrtaBieHo Ha puc. 1.1.

B oTkpbIBIIEMCS] OKHE BHIOEPUTE B KAUECTBE POJIUTENLCKOTO Kiacca Character
U 3aJ1aliTe UMs coziaBaeMoro oobekra — BP Player (puc. 1.2). Knacc Character siB-
JSIETCS CNENUAIM3UPOBAHHBIM THIIOM Pawn B COJIEP’KUT BCTPOEHHBIE CPEACTBA JJIS
MEpPEMEIIEHUS B TPOCTPAHCTBE.
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Puc. 1.1. Bermumssarommee meuto Content Browser

B omimmune ot 6a3oBoro Pawn, knacc Character ye BKIIIOYa€T KOMIIOHEHT
CharacterMovement, KOTOpBII OTBEYAECT 3a peaIU3al1Io CTAaHAAPTHBIX MEXAHUK TIe-
PENBIKEHUS, TAKUX KaK XO0/1b0a, MPHDKKU U YIPABIICHUE HAMPaBICHUEM B3IJIsIA.
bnaronmaps 3ToMy JOCTaTOYHO UCTIOJIB30BaTh TOTOBbIE (DYHKIIMU U COOBITHSA, 2 00pa-
00TKa MepeMelIeHUs U B3aUMOACUCTBUS ¢ (PU3NIECKOM CpeJIoi BHIMOIHSAETCS aBTO-
MaTHYECKHU.

Hcnonws3zoBanue knacca Character no3BOJSET YIPOCTUTh peain3anuio Oa-
30BOr0 yIPaBJIEHUS MEPCOHAKEM U COCPEIOTOUYHMTHCS HA JIOTMKE B3aUMOJCH-
CTBHS C TIOJIb30BATEJIEM.
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Puc. 1.2. OxHo BbIOOpaA POAUTENHCKOTO Kilacca

Jlns1 peanuzanuu repemMenieHus nepcoHaxka Heo0XoIMMo 00eCcIeunuTh 00pa-
OO0TKY IMOJIb30BATEIHLCKOTO BBO/IA, B YACTHOCTU HaxaTuM kiaBuul. [[is aToro na-
paMeTpbl IBMKEHUS CBS3BIBAIOTCS C COOTBETCTBYIOIIMMU KJIABUILIAMU YIPABJIE-
HUSL.

B kauecTBe cTaHIapTHOW CXEMBbI yIIPaBICHUS OOBIYHO UCIIOIB3YIOTCA KJla-
Buma W, A, S, D nu6o ctpenku (1, «—, |, —).

HacTtpoiika npuBs3Ky KJIaBUII BBITIONHSAETCS B Mapamerpax npoekra. B Unreal
Engine niist aToro otkpoiite pasnen Project Settings. YToObl iepelTu K HEMY, BOC-
MOJIL3YHTECh MEHIO Edit, paCliOJIOKEHHBIM B BEPXHEHN YaCTH OKHA PEAAKTOPA, U BbI-
oepute yHKT Project Settings (puc. 1.3).

B okne Project Settings nepeiinute B pasnen Engine u BbIOEPUTE IMYHKT
Input (puc. 1.4). JlanHbIN pa3aes COAEPKUT MapaMeTphl, ONpeesionue oopa-
O0OTKY MOJIb30BATENHCKOTO BBO/IA.

3/1eCh HACTPAaUBaETCS COOTBETCTBUE MEKTY JEHCTBUSIMU ITOJIB30BATEIS U CO-
OBITHSIMU, CTIOJIb3YEMBIMH B JIOTHKE MTPUIIOKEHUS, UTO MO3BOJISIET YIIPABJISITH Mep-
COHaXXEM U APYTUMHU O0BEKTaMHU BUPTYaJIbHOU CPEIbI.



File Edit Window

£} Undo History

'+ Editor Preferences...
£}

K
¥ Plugins

Project Settings...

Puc. 1.3. Menr Edit

u &Y Project Settings

Game

Puc. 1.4. Okno Project Settings
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B Unreal Engine npenycMoTpeHa IpUBs3Ka YCTPOUCTB BBOAA K OCsIM (AXis
Mappings) u neictBusim (Action Mappings), 4TO TIO3BOJIIET PA3JELIATh HEMpe-
PBIBHBIN U JUCKPETHBIN BBOJ.

Axis Mappings ncnionb3yroTcs 1151 00pabOTKH HENPEPHIBHOTO BBOJA M BO3-
BpAIllAlOT YHCIIOBBIE 3HaUeHUs. 110 ymonuanuto 3Hauenue pasHo 0. [Ipu Haxatnu
KJIABUIII OHO MOXXET MpUHUMaTh 3HaueHus | wim —1. Hanpumep, 3HaueHnue 1 coot-
BETCTBYET JIBUKEHUIO BIIEpe, a —1 — IBIKEHUIO Ha3a/l. JlaHHBIN TUIT BBOAA NIPU-
MEHSIETCS JAJIs1 YIPABIICHUS [IEPEMEIICHUEM U IOBOPOTOM KaMEPBI.

Action Mappings npeHazHa4yeHbl AJ1s1 00pabOTKU JUCKPETHBIX COOBITHI. OHU
MMEIOT JIBa COCTOSIHUSI — AKTUBHOE M HEAKTUBHOE — U CPa0ATHIBAIOT MIPU HAXKATUU
WM OTIYCKAHWM KJIABUIIM. TakoW TUIT UCHIONB3YETCS JUIsl IEUCTBUM, HE TPeOyIo-
IMX TPOMEKYTOYHBIX 3HAYEHU M, HAIPUMED MPBLKKA.

HacTtpotiika nmpuBsI30K BEIIONHSAETCS B pasaene Bindings okHa Input.

Jlisa peanuzariuu IBHKEHUsI co3naiite ocb MoveForward B paznene Axis
Mappings. ] 5TOro HAXXMUTE Ha KHONIKY J100aByieHus (myHKT 1 Ha puc. 1.5), pa3-
BEPHUTE CIHUCOK ocei (IMyHKT 2 Ha puc. 1.5) u 3agaiite ums MoveForward. 3atem
no6aBbTe MPUBS3KK (IMYHKT 3 Ha puc. 1.5): st knaBum W (wnu 1) yCTaHOBUTE
3HaueHue Scale = 1, nyst knapumu S (umu | ) — Scale = —1.

JIns Ha3HaYeHUs KIABUII HICJIKHUTE JIEBOM KHOIKOW MBIIIM MO KHOIKE
cieBa oT 3HaueHust None. [1o ymomyanuio oHa oToOpakaeTcsi B BUJie 3HaYKa KJia-
BUATYpHhI (BHEIIHUNA BUJI MOXKET OTJIMYATHCS B 3aBUCUMOCTH OT Bepcuu Unreal
Engine). Ilocne HaxxaTusi BBIOEPUTE HYKHYIO KJIABUIILY: JIsl IBUXKEHUS BIIEPET] —
W (unu 1), s nBMKeHus Hazaa — S (Ui |).

AHaJIOTMYHO HACTpOUTE mepeMelieHre B ctoponbl. Co3naite och MoveRight
B paznene Axis Mappings. [Ins Hee 3amaite Cleayrolre MPUBI3KU: KiaBuina D
(umu —) — Scale = 1, knaBuia A (umu <) — Scale = —1.

11



Engine - Input

i These seftings are saved in Defaultinput.ini, which is currently writable.

Bindings

Puc. 1.5. Bknagka Bindings, coznanne ocu MoveForward

ITocne HacTpOMKM MPOBEPHTE KOPPEKTHOCTH MAPAMETPOB OCEN M 3HAUCHUM
Scale (puc. 1.6). B pe3ynbraTe AOJKHBI OBITH 3aJIaHBI JIBE OCH YMPABJICHUSA:
MoveForward u MoveRight.

HNTorosbie COOTBETCTBUS:

— xiaBuma W (unu 1) B ocu MoveForward — Scale = 1,

— knaBuma S (wia |) B ocu MoveForward — Scale = —1;

— wiaBuma A (wim <—) B ocu MoveRight — Scale = —1,

— xiaBuma D (unu —) B ocu MoveRight — Scale = 1.

[ToMrmo mepemenieHus nepcoHaxa TpedyeTcs peaan3oBaTh BOZMOXKHOCTh
OCMOTpa OKpPY>Karolel Cpejibl, TO €CTh MOBOpoTa «kamepb». B Unreal Engine
3TO BBIOJHSETCS C HOMOIIBIO TOMOJTHUTEIBHBIX OCEH BBOJIA.

B paznene Axis Mappings co3naiite naBe HOBble ocu: LookHorizontal
u LookVertical. IlepBast oTBeYaeT 3a TOPU30HTAILHOE JIBUYKEHHUE KaMEPOM, BTO-
pasi — 3a BEpTUKAJIBHOE.

JInst HacTpOWKHU BBHIOEPUTE COOTBETCTBYIOIIME OCU MbIU: Mouse X s
LookHorizontal u Mouse Y nnst LookVertical. Be100p BBITTOTHSAETCS aHAIOTUYHO
MPUBS3KE KJIABUII — YEPE3 BHINAJAIOIINN CIIUCOK C MOCIEIYIOIEH HACTPOUKON
napameTpos (puc. 1.7).
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Axis Mappings @ ﬁ
Mo

LockHorizen | 3 mouse
Advanced Mouse

A

-

Viewport Prope 1- m
(Jouse

Capture Mouse ¢ v

x
v

XY 2D-Axis

Puc. 1.7. Boi6op oceit MbIu

st ocu LookHorizontal Bei6epute 3HaueHue Mouse X u 3aiaiiTe mapameTp
Scale = 1. B 3TOM ciydae ABMKEHHE MBIIINA BIIPABO OYJIET BHI3bIBATH TOBOPOT
KaMepbl BIIPABO, a JBIKSHHUE BJIEBO — MMOBOPOT BiIeBO. [Ipu ycTaHOBKE OoTpHIIa-
TEIHLHOTO 3HaUCHU Scale ynpaBieHue Oy1eT HHBEPTUPOBAHO.

st ocu LookVertical BoiGepute 3HaueHue Mouse Y u ycranosure Scale = —1.
OT0 0o0ecreynBaeT NPUBLIYHOE YIIPABICHHE: IBUKEHUE MBI Ha Ce€0sI TPUBOAUT K
MOBOPOTY B3IUIsAJIa BBEPX, a JIBXKEHUE OT ceOst — BHU3. [Ipu 3HaueHnuu Scale = 1
yIpaBJICHUE 110 BEPTUKAIN OyJIET MHBEPTUPOBAHO.
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Hrorosas koH(puUrypaius oceil JoJKHA COOTBETCTBOBATH MPUMEPY, MPE-
CTaBJIEHHOMY Ha puc. 1.8.

Axis Mappings () ﬁ

Puc. 1.8. OxnHo Project Settings (WTOrOBbIE 3HAYEHUSI OCEIN)

[Tocne HAacTpOWKHM Ocell IBMXKEHUS U 0030pa MOXKHO MEPEUTH K CO3JaHUIO
nenctBus «IIpbKOK» ¢ Ucnonb30BaHueM Action Mappings. JlaHHBINA TUIT BBOJIA
MpeHa3HAYEH 111 00paOOTKU TUCKPETHBIX COOBITUM, TAKUX KaK HaKaTUE Kia-
BHIIL.

Jliia coznanust AeUCTBUSA B pasnene Action Mappings Ha)XMUTE Ha KHOIIKY J10-
OaBeHUs, 3aTEM Pa3BEPHUTE CIIUCOK 3aMUCEH U BBEAUTE UMs ACUCTBUS — Jump.

[Tocne aToro 106aBbTE MPUBSI3KY I Jump, HaXKaB Ha KHOMKY JI00aBIICHUS
PAIOM C CO3/IaHHBIM JeHCTBUEM. B nmosiBuBIIEMCS TT0JI€ CO 3HaUCHUEM None yka-
KUTE KJIaBUIly Space (mpooen).

B pesynbTaTe 10mKHBI OBITH HACTPOEHBI UEeThIpe O0cu BBOoAA (MovelForward,
MoveRight, LookHorizontal, LookVertical) v onno nevictue (Jump). IIpoBeprTe
KOPPEKTHOCTh HACTPOEK, COMOCTABUB MX C MPUMEPOM Ha puc. 1.9.
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Puc. 1.9. OxHo Project Settings (NTOTOBBINA pe3yJIbTAT)

ITocne 3aBepiiieHHs HACTPOMKHU U 3aKpbITUSA OKHA Project Settings nepenaute
B naHens Content Browser. Panee B pamkax padotel Obuia co3nana nanka Character,
B KOTOpOU pa3meliieH o0bekT tuna Blueprint Class c umenem BP_Player.

Co3aaHHbIl 00BEKT MPEJCTABISIET COOOM 3arOTOBKY UTPOBOIO MEPCOHAXA
1 0TOOpaXkaeTcsl B IaHENU COJIEPKUMOTO MTPOeKTa B Bue pecypcea (puc. 1.10).

-+ Add ¥ Import im Al > Content > Character

b Favorites Q. Q |

v

Character O

Yo @
Bm Character

*
BP_Player

b Collectio & Q,

1item

Puc. 1.10. Blueprint Class non HazBanueM BP Player B nanke Character
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JIBOWHBIM IIEITYKOM JIEBOW KHOIKU MBIIIH 110 00beKTy BP_Player oTkpoiiTe
OKHO peflaktupoBanus nepconaxa (puc. 1.11). B Unreal Engine Blueprint Editor
MpeACTaBIsAET COO0H Cpeny I HACTPONKH JIOTUKH U TTapaMeTPOB 0OBEKTA.

B neBoii yactu okHa pacnonoskeHa naneinb Components, cofepkalas CliucoK
KOMITIOHEHTOB TiepcoHaxa. [lo ymomuanuto i knacca Character yxe 3aaH KOM-
noHeHT Capsule, onpenenstommii Gu3nYecKrue rabapuThl IEPCOHAKA, a TAKKE KOM-
noneHt CharacterMovement, OTBeHalONIMK 3a TEpeMEIEHUEe, BKIIOYas XOIbOY
U TIPBIKKH.

B neHTpanbHOM yacTh HaXOAUTCS OKHO Viewport, B KOTOPOM OTOOpakaeTcs
BU3yaJIbHOE TIPE/ICTABIICHUE MTEPCOHAYKA U €T0 KOMIIOHEHTOB. 316Ch MOKHO HA0JIO-
JaTh U3MEHEHHSI TApaMETPOB ¥ MX BIUSHIE Ha BHEIITHHA BU]T M TIOBEICHUE OOBEKTA.

CrnpaBa pacnoyioxkeHa rnanens Details, npeaHa3HaueHHas JAJi pe1akTUpOoBa-
HUSI CBOMCTB BbIOpaHHBIX KOMIOHEHTOB. Hampumep, Bo BKiajike Shape MOKHO
W3MEHUTH Pa3Mephl KaICyJibl, 9TO BIUSET HA B3aMMOJCUCTBUE C OKPYXKAIOIIEH
CpEIOH.

B BepxHeil yacTu OKHa HAaXOJUTCA MaHeNb HUHCTPYMEHTOB. OCHOBHBIE KO-
MaHJibl — KHOTIKU Compile (mpoBepka u cOopka jJoruku Blueprint) u Save (co-
XpaHEHUE U3MEHEHUN ).

OcHoBHasl JIOTHMKa MOBEACHUS peanm3yercs B pasaene Event Graph. On npen-
CTaBIIsieT cOO00M rpad BU3ya bHOTO MPOrpaMMHUPOBAHKS, TOCTPOECHHBIN HA OCHOBE
coOwITuii (Events), KOTOpbIE OINPENSISIOT HA4Yaa0 BBITOJHEHUS JOTHKU. COOBITHS
3aITyCKarOT MPOIIECCH PU HACTYIUICHUH 33JJaHHBIX YCIIOBHUH, HAPUMED IIPH CTApPTE
UTPBI WM HAKATAN Ha KIIABUIITY.

B onnom Blueprint MoxeT OBbITh ONpPENENIEHO HECKOJIbKO COOBITHH, MpH
ATOM JJIsI Ka>KJIOTO THIIa COOBITHSI 0OBIYHO UCITIOJIB3YETCS OTACIIbHBINA IK3EMILISIP.
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+ add

8 BP_Player (Self)
'

Puc. 1.11. OxHO penakTUpOBaHUS MTEPCOHANKA

Jns peanu3anuy yrnpaBjI€HUS TEPCOHAXKEM, BKIIOYAIOIIETO JIBUYKECHUE,
MIPBDKOK U 0030p, CO3/1aliTe COOTBETCTBYIOIIME COOBITHS JjIsl 00pabOTKH BBOJA.
Hcnonb3ytoTcst 1Ba coObITUS ISl JBUXKEHUS, JIBA — JJIsI yIPaBIEHUSI 0030poM
Y OJIHO — JJIs1 BBITIOJIHEHUS AEUCTBUA Jump.

Pabora c norukoi# BeImoiHseTCs B pazaene Event Graph. Jns nobGaBieHus
AJIEMEHTOB IIEJIKHUTE MPABON KHOMKOW MBIIIIH T10 ITyCTOMY MECTy padodeit 00-
nactu. OTKPOETCS KOHTEKCTHOE MEHIO C JIOCTYIHBIMH 3JieMeHTaMu Blueprint
(puc. 1.12).
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#. Class Defaults B,

T2 EventGraph x

All Actions for this Blueprin Context Sensitive

My Blueprint %

Add Component

Add Event

Al

Alignment

Android File Server
Android Permission
Animation

Animation Sharing

AR

AR Augmented Reality

VARIABLES

EVENT DISPATCHERS

Puc. 1.12. OxHO perakTUpoBaHus NepcoHaxa, Bkinaaka Event Graph

Jliis noGaBieHus BETKHU COOBITHS, OTBEUAIOIIEH 3a MepeMEIleHNE TIEPCOHAXKa
BIIEpe/ M HA3a/1 MPU HAKATUU COOTBETCTBYIOIIMX KJIABHILL, BOCTIOIB3YHTECH MTOMC-
KOM B CITUCKE 3JIEMEHTOB Blueprint. B OUCKOBOW CTpOKE BBEIMTE HA3BaHUE COObI-
st MoveForward. JlanHOoe coObITHE pacrionaraercs B pasjene Axis Events v npu
BBIOOpE MTOICBEUMBAETCS, YTO YIPOIIACT €r0 UIACHTU(UKAITHIO.

[Tocne Toro Kak Hy>KHO€ COOBITHE HAWJIEHO, BHIOEPUTE €r0 IIEITYKOM JIEBOU
KHOTIKM MBITITK. B pe3ynbrate oHO OyAeT n100aBieHo B pabouyro obnacte Event
Graph, re ero MO>KHO MCII0JIb30BaTh JIJIS TaJIbHEUIIIEro OCTPOEHUS JIOTHKH T1e-
pemerienus (puc. 1.13).

All Actions for this Blueprint on itive

MoveForward X

4 nput

4 pyis Events
< MoveForward
I Axis Values

Puc. 1.13. /lo6aBnenue coowitust MoveForward
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Janee no6aBbTe y3€i, OTBEUAIOIIMH 32 00pa0OTKY BXOJHBIX JAHHBIX JBHKE-
Hust. Jljis aToro Ha mmyctoM nosie Event Graph mienKHUTE NpaBOil KHOMKOM MBIIIIY,
YTOOBI OTKPBITh CIIMCOK JIOCTYMHBIX AJIEMEHTOB Blueprint. B nosiBUBIIEMCSI MEHIO
BOCIIOJIb3YUTECh TIOUCKOBOM CTpOKOW U Hainute y3en Add Movement Input, pactio-
JIO’KEHHBIN B paznene Input (puc. 1.14).

ITocnie Toro Kak Hy>KHBIHN y3en OyAeT HailJieH, BEIOEPUTE €ro MISTYKOM JIEBOM
KHONKKA MbIM. B pe3ynbTate y3en Oyaer aoOamieH B pabouyro obsacts Event
Graph. 3atem coenuHUTE BBIXOBI COObITUSI MoveForward ¢ Bxomamu y3na Add
Movement Input, xax TiokazaHo Ha puc. 1.15. Takoe coearHeHre oOecreurnBaeT Te-
penady 3Ha4eHUsI OCH B CUCTEMY JABUKEHUS TIEPCOHANKA.

< Inputhuis MoveForward All Actions for this Blueprint Contex

Add Movement Input X

4Pawn

[ Components
Alnput
J add Movement Input

Puc. 1.15. Coenunenne coositrsi MoveForward u Add Movement Input

Jl5i1 TOro 4TtoOBI cHcTeMa KOPPEKTHO ONpereNisuia HalpaBiICHUE JBHKEHUS
MEepPCOHaXXKa, HEOOXOIUMO YUUTHIBATh €r0 TEKYIIYH0 OPUEHTAINIO B IPOCTPAHCTBE,
T. €. HallpaBJICHHUE, B KOTOPOM OH «CMOTpUT». VIHbIMU clloBamMH, TpeOyeTcsl Moy-
YUTh BEKTOP HalpaBJICHUs,, OTHOCUTEILHO KOTOPOTO OYJET BBIMNOJHATHCS TIEpeMe-
LICHHE.
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Jiist aToro ucnonsdyercs y3en Get Actor Forward Vector, KoTOpbIil BO3Bpa-
IIA€T BEKTOP, COOTBETCTBYIOIIUIN HAMPABJICHUIO «BHEPEI» NI TEKYIIEro 00b-
ekTa. UToObl 100ABUTH TAHHBIN Y3€J1, EJIKHUTE MPAaBO KHOMKOM MBIIIH HA My-
ctom nosie Event Graph u oTKpoiTe CIIUCOK JOCTYMHBIX 3JIEMEHTOB Blueprint.
Jlanee Bocnosb3yiTeCch MOMCKOBOM CTpOKOM U HaliauTe y3en Get Actor Forward
Vector, pacnionoxxeHHbIN B pazaene Transformation.

[Tocne BbIOOpa y3en Oyiet 100aBiieH B pabouyto oonacte Event Graph. 3a-
TE€M COEJIMHHUTE BBIXOJ y3ja C COOTBETCTBYIOLIUM BX0JI0M y3na Add Movement
Input, kak oka3aHo Ha puc. 1.16. Takoe coeJuHEHHE MO3BOJISIET CUCTEME KOP-
PEKTHO MHTEPIPETUPOBATH HAINPABICHUE JABUKECHHS TIEPCOHAX KA OTHOCUTEIBHO
€ro TEKyUIEro MOJ0KEHUS B IPOCTPAHCTBE.

J1i1s1 peanm3aiyy ABMKEHUS IEPCOHAKa B CTOPOHBI 100aBbTE OTAETBHYIO BETKY
COOBITHI, OTBEYAIOIIYIO 332 0OpaOOTKY COOTBETCTBYIOIIMX KJIaBUIIL. B crimcke mo-
CTYIIHBIX 3JIEMEHTOB Blueprint Haiinute codbiTie MoveRight, koTopoe pacrnosara-
etcst B pazzene Axis Events. 910 coObITre OyeT 00pabaTbiBaTh BBO/I ISl TIEpeMe-
IICHMSI IEPCOHAKA BIIPABO U BJIEBO.

& Inputhxis MoveForward

Puc. 1.16. Coenunenne Get Actor Forward Vector u Add Movement Input

Jlanmee nmo0aBbTe y3esl 0OpaOOTKM BXOJHBIX JTAaHHBIX NBWXKEHUS — Add
Movement Input. ]Ins sToro Ha pabouem noisie Event Graph nmeiakHuTe npaBoit
KHOIIKOW MBIIIH U C TOMOIIBIO TOUCKOBOW CTPOKW HAAUTE JaHHBIN y3€I, pac-
MOJIOKEHHBIN B pasjeine Input.

UToOBl KOPPEKTHO 3a/1aTh HANIPABJICHUE JBMXKEHUSI, HEOOXOJIMMO YUUTHIBAThH
TEKYLIEE MOJIOKEHUE TIEPCOHAXKA OTHOCUTEIBLHO €0 MPaBOil CTOPOHBIL. {7151 3TOrO
ucnonb3yiire yzen Get Actor Right Vector, KOTOpbIi BO3BpAIIAET BEKTOP, HaIpa-
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BJICHHBII BIIPABO OTHOCUTENILHO TEKYIEH opueHTanuu oobekra. JlobaBbTe naH-
HBIN y3en uepe3 nouck B Blueprint B pazaene Transformation.

[Tocne noGaBneHHsI BceX HEOOXOAUMBIX 3JIEMEHTOB COCIMHUTE UX aHAJIO-
TMYHO paHee pealn30BaHHOM JIOTUKE ABUKEHUS BIIEpe]] U Ha3al, 00ECIIeyuB Ie-
peaady 3HAY€HHUI OCH B CUCTEMY NEePEMEILICHUS IEPCOHANKA.

Jls peanu3zanuu yrpaBiieHUs: 0030pOM JJOOABbTE COOBITHS, OTBEUAIOIIIHE 32
00pa0OTKy B KEHUA MbIIIU. B crincke anemMeHnToB Blueprint Haliiutre coObITUS
LookHorizontal w LookVertical, pacionoxxeHHsie B paznene Axis Events. Tu co-
ObITUs OyayT 00pabaThiBaTh U3MEHEHHUE TMOJIOKEHUS KaMephbl 10 TOPU30HTAIIH
1 BePTUKAIIH.

JIns ynpaBiieHuss TOBOPOTOM KaMephl ucnolibdyite y3ibl Add Controller
Yaw Input n Add Controller Pitch Input. IlepBbIit 0OTBeUaeT 3a MOBOPOT KaMephl
1o ocu Yaw (BpallleHHE BJIEBO U BIPaBO), BTOPOM — 10 ocH Pifch (HaKJIOH BBEPX
1 BHU3). JloOaBbTE IaHHBIC Y3JIbl U COCIUHUTE UX C COOTBETCTBYIOIIMMU COOBI-
TUSIMH, KaK Moka3aHo Ha puc. 1.17 u 1.18.

¢ Inputhons LookHorizontal I Add Controller Yaw Input

I Add Controller Pitch Input

<> Inputhons LookVertical
B

Puc. 1.17. [Jo6asnenue cooniTuii LookHorizontal u LookVertical, a Takxke
y310B Add Controller Yaw Input u Add Controller Pitch Input
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> Inputfxizs LookHorizontal

Targat _:F

T & Val

I Add Controller Pitch Input

¢ Inputfxis LookVertical
» »

Axis Value @e —_— Target | 5e r|
T

T— e val

Puc. 1.18. Coenunenne codwitnii LookHorizontal n LookVertical ¢ y3namu
yIpaBlIeHUsT KaMepOit

Jlnst peanuzanuu JeUCTBUSL «IPBBKOK» 100aBbTE€ COOTBETCTBYIOIIEE COOBI-
THE B cucteMe Blueprint. B cicke MOCTYIMHBIX JIEMEHTOB HAMAUTE COOBITHE
Jump, pacnoyio)keHHoe B pazjene Action Events. OHO oTBe4aeT 3a 00pabOTKy
Ha)KaTHs KJIABHUIIIH, CBA3aHHOM C BBHIMOJHEHHUEM IIPBIKKA.

Hanee nob6aBwte y31bl Jump u Stop Jumping. Y3en Jump 3amyCcKaeT BbINOJI-
HEHHE JIEMCTBUS MPbDKKA MPU HaKaTUW KIJIABUIIH, a y3ea Stop Jumping 3aBep-
II1aeT BBIMIOJIHECHUE JEUCTBUS MPU €€ OTIMyCKaHUU. Takas cxema Mo3BOJISIET KOp-
PEeKTHO 00pabaThIBaTh KaK Hayajao, TaK U OKOHYAHME JICHCTBUsA, oOecIieunBas
€CTECTBEHHOE MOBEICHUE MTEPCOHAKA.

[Tocne nobGaBieHUsT BCeX HEOOXOIUMBIX JIEMEHTOB Pa3MECTUTE MX Ha pa-
6ouem nosie Event Graph u coenMHUTE MEX1y CO0OM B COOTBETCTBHUH C MPUME-
pOM, MPEACTABICHHBIM Ha puc. 1.19.
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f Jump

<> InputAction Jump / >
Pressed [ Target | self]

f stop Jumping

Target |I|

Puc. 1.19. Peanuszanus npepkka

Ilocne 3aBepiieHUsT HACTPOMKHU BCEX AJIIEMEHTOB M NPU OTCYTCTBUHU HYXK-
HOTO BHECEHUS JOMOIHUTEIbHBIX N3MEHEHN MTEpEUIUTE K MMAHEIN HHCTPYMEH-
TOB, MpejcTaBieHHon Ha puc. 1.20. B nell HaxmuTe Ha kHONIKY Compile u 10-
XKIUTECh 3aBEpIIEHUs Mpollecca KOMIWIAIMU. J[aHHas ornepainus MO3BOJISET
IIPOBEPUTH KOPPEKTHOCTH CO3AaHHOM JIOTUKH U OJATOTOBUTH €€ K JAJIbHEUIIEMY
HCII0JIb30BAHHUIO.

[Tocne ycrienmHoi KOMIWIALIMY HAXKMUTE Ha KHOIIKY Save Il COXPaHEHHS
BCEX BHECEHHBIX U3MEHEHUH. DTO 00€CTIeUnT COXpaHEHUE TeKYIIel KOHpUrypa-
LMW U IPEAOTBPATUT MTOTEPIO0 HACTPOEK MPH MOCIEAYIOIIEH paboTe C MPOEKTOM.

[TonyuyeHHyI0 peann3annio yIpaBJIeHHUs] MOKHO CPAaBHUTH C 3TAJIOHHBIM Ba-
pUAHTOM, MIPE/ICTaBICHHBIM Ha puc. 1.21.

File  Edit A View Debug Window Tools Help

BP_Player*

IQE Compile : ml Save [0 3o - l..'; Diff v /:_“I Find '5. Hide
Components

+add Q

® BP_Player (Self)
]

Puc. 1.20. [Tanens nHCTPYMEHTOB
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> InputAxis MoveForward _fAdthwemenﬂmlt > InputAxis MoveRight

< InputAxis LookHorizontal I Add Controller Yaw Input

> InputAction Jump

_I" Add Controller Pitch Input
> InputAxis LookVertical "

Puc. 1.21. torossliii HAOOp ynpaBieHUS

[Tocne coxpanenus coznpanHoro Blueprint Class ¢ umenem BP_Player Bep-
autechk k manenu Content Browser. B manke Character co3maiiTe emie OJWH
Blueprint Class.

JI71s1 5TOTrO MIEKHUTE TTPABOM KHOMIKOM MBIIIM Ha ITYCTOM I10JI€ BHYTPH TAIKH
Character v BbIOEpUTE COOTBETCTBYIOIIMM MYHKT M3 BCIUIBIBAIOIIETO MEHIO. B OT-
KPBIBIIIEMCSI OKHE B KaueCTBE POAUTENILCKOrO Kiiacca Beioepute Game Mode w 3a-
naiire HoBoMy kiaccy uMs My Game Mode (puc. 1.22).

Game Mode nipeAcTaBisgeT coO0M OCHOBHOMW KJIacc, ONPESIISIONINN Mpa-
BUJIA UTPHI, & TAKXKE JIOTUKY YIPABJICHUS U B3aUMOJICHCTBUSA B IIpeJIesiaX YPOBHS.
HNmeHHO OH oTBeuaeT 3a 0a30BO€ MOBEICHHNE UTPOBOTO Ipoliecca.

ITo 3aBepmieHun co3ganusi B manke Character NOJDKHO HaXOJWUThCS JBa
Blueprint Class.
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u Pick Paren

¥ COMMON

_! Actor

£ Pawn

® Character

&4 Player Controller
Game Mode Base
[ Actor Component

&4, Scene Component

Puc. 1.22. OxHo BbIOOpa pOUTENIBCKOTO Kiacca st GameMode

[Tocne co3nanust cooctBeHHOTO Game Mode («pexuMa UTrpbl») Ha3HAUYBTE
€ro B KaueCTBE OCHOBHOTO JIJIsl TEKYIIET0 MUpa MPoeKTa. J[Jig 3TOro B rimaBHOM
OKHE OTKPOMTE MEHIO Seftings, paCloJIOKEHHOE B BEPXHEW YaCTH 3KpPaHa, U BbI-
oepure B HeM yHKT World Settings (puc. 1.23).

m]

i

Settings v

® World Settings
N Project Settings.
¥ Plugins

CTRL+SHIFT+G

Puc. 1.23. MeHnro Settings

B npaBoit HuxkHel yactu 3kpaHa nosiButcs nanens World Settings. B neit
HaiiuTe pasnen Game Mode n B one GameMode Override BbIOEpUTE paHee
co3nanHblil kjnacc My Game Mode.

Hanee B paznene Selection GameMode navinure napametrp Default Pawn
Class u Be1IOEpUTE CO3/1aHHBIN TiepcoHax BP Player (puc. 1.24). 910 n03BOIUT
HA3HAYHTH TAHHBINA KJIACC B KAYECTBE YIPABIAEMOTO 00BEKTa IO YMOITYAHHIO.
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Hactpoiika GameMode BbITIONHSETCS A1 KaXKIOTO YPOBHS, B KOTOPOM
MPEIINOJIATACTCA HUCIIOJIb30BAHUE OJMHAKOBOM JIOTMKHM YIPABJICHUS NEPCOHA-
HKEM.

® world Settings

% GameMode|

Game Mode

Default Pawn Class

HUD Class

Player Controller Class

Puc. 1.24. Beibop pexuma GameMode v napametpa Default Pawn Class

JUI1 KOPPEKTHOTO IOSIBIICHUS NEPCOHA)KA HA YPOBHE Pa3MECTUTE DJIEMEHT
Player Start, kO0TOpBII1 33Ja€T TOUKY HOSBICHUS NIEPCOHAXA NPU 3aIyCKE YPOBHSI.
Ero Mo>xHO HaliTH BO BKJIAJIKE JT0OABJIEHUSI OOBbEKTOB, PACMIONOKEHHON Ha BEpXHEN
na”enu pepakropa (puc. 1.25). Pasamecture Player Start B Hy>KHOW TOUYKE CLIEHBI
1 yOEJIUTECh, YTO MEPCOHAXK OYJIET MOSIBISTHCA UMEHHO B 3TOM MECTE IPU CTapTe
ypoBHsl. Eciv panee Ha ypoBHe y>ke ObLIa 100aBjieHa Apyrasi TOUKa NOsBICHUS, y1a-
JIUTE €€ U 3aMEHUTE HOBOM.
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4 Import Content...
Quixel Bridge
m Unreal Marketplace

% Content Browser

All Classes Flanar Heflection
Wy FldlE MULUES Fdliel Flane
= Player Start
[2 Player Start i Point Light

® Ppoint Light 3 [z PostProces

= PrecomputedV

* Preview Geometry Actor

Puc. 1.25. Pa3menenue snementa Player Start

3aganus

Pesynbrat paboThl HEOOXOIMMO COXpaHUTh B Buje npoekta Unreal Engine,
coBMecTUMOTO ¢ Bepcuer UE 5.3 u Boie. Hazpanue nmpoekTa JOJKHO COOTBET-
cTBOBaTh madnony «Familiya Charactery.

Crnenyer y4uThIBaTh, UTO B HA3BAaHUM MPOEKTA 3aIPEHIaeTCs] UCIIOIb30Ba-
HUE PYCCKUX CMMBOJIOB, MPOOEIIOB U CIEIHANIbHBIX 3HAKOB. JlomyckaeTcsl mpu-
MEHEHHE TOJBKO JATUHCKUX OYKB, IU(p U CHMBOJIA TOAUYEPKUBAHUS.

3ananue 1. Peanuzanust 6a30BOro ynpaBiaeHUs] IEPCOHAKEM.

1. Co3znaiite HOBBIN Blueprint Class Ha ocHOBe kiacca Character u Ha30-
ButTe ero BP_Player.

2. Hactpoiite ocu ynpaBiIeHUSI JBH)KEHUEM U BPALLIEHUEM KaMEPBI.

3. Coznaiite neictBue Action Jump ¢ IpuBsA3KOM K kiaBuiie «IIpodem.

4. HacTpolTe 1 mpOTECTUPYUTE yIIPABICHUE TEPCOHAKEM.

3amanme 2. Peanuzanus TMHAMUYECKOTO U3BMEHEHHS CKOPOCTH.

1. B xomnonente Character Movement y BP_Player Haiiniute nepeMeHHYIO
Max Walk Speed.

2. PeanusyiiTe N3MEHEHHE CKOPOCTHU NIEPCOHAXKA ITPU HAXKATUU HA KIIABUILIN
Shift u Ctrl: npu HaxxaTuu Shift CKOpOCTh T0DKHA YBEIMUYUBATHCA B 2 pasa, a npu
Haxatuu Ctrl — B 3 pasa.
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3.1lpu oTmyckaHWM YKa3aHHBIX KJIABUII CJEAYET BO3BpalllaTh 3HAYCHUE
CKOPOCTH K CTaHJapTHOMY.

KOHTpOJILHBIe BOIIPOCHI

1. Yewm ornmnuaercs kinacc Character ot Pawn B Unreal Engine?

2. Yro takoe Axis Mappings v Kak OHU UCIIOJIb3YIOTCS IPH CO3/TaHUU YITPAB-
JeHus?

3. lns yero ucnosne3yrorcsa Action Mappings B HACTpoKax BBOAA?

4. Kak U3MEHUTh CKOPOCTh MEPEMENIEHUS IEPCOHAKA BO BPEMSI UTPbI?

5.Jlna yero wucnonb3dyercs komroHeHT CharacterMovement B Kiacce
Character?
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NabopaTtopHasa paboTta Ne 2
CO30AHUE MHTEPAKTUBHbIX OBNNACTEUA B3AUMOOEUCTBUA
C OB BEKTAMU

Bpewms BeinmosiHeHus: — 8 yacoB (ayguTopHasi pabota — 4 yaca, caMOCTOSI-
TellbHas paborta — 4 yaca).

Ileny pabomel: 0ocBOCHNE HABBIKOB Pa3paOOTKU MHTEPAKTUBHBIX 00JacTei
BUPTYaJIbHOU CPEJIbl, pEArupyIOLIMX Ha JIEUCTBUS TOJIb30BATEISI, U yIIPABICHUS
BUPTYyalbHbIMU 00BbeKTaMU B Unreal Engine.

3agaum padoThbI

1. OcBOUTH NMPUHLHUIBI CO3/IAHUS UHTEPAKTUBHBIX OOBEKTOB C BO3MOXKHO-
CThIO TMHAMHYECKOM 3aMEHbI TpEeXMEPHBIX Moeneit B Unreal Engine.

2. I3yuuTh peanu3ainuio B3auMOIeCTBUS M0JIb30BaTENs C 00BEKTaMU C UC-
noJib30BaHuEeM BUKETOB (Widget) n o6nacreit kosumusuu (Collision).

3. Pazpaborarh MeXaHW3M YyMpaBICHUS 3aMEHOM MOJENeil C HUCMOIb30Ba-
HHEM BBOJIa C KJIABUATYPHI.

Ilepeyenb obecnieyuBAKOINX CPEACTB

1. [TepcoHaNbHBIN KOMITBIOTEDP C JOCTYTIOM B UHTEPHET.
2. Cpena paspabotku Unreal Engine (Bepcust He HIKE 5.3).

OO0mue TeopeTHYeCKHEe CBEACHUS

B npouecce pazpabotku npoektoB B Unreal Engine HepeJKO BO3HUKAET
HEOOXOAMMOCTh CO3JaHusl CUCTEMbI, 00€CTICUNBAIOILICH CTyYailHYI0 T€HEPaILINIO
00BEKTOB, pa3MelIaeMbIX B BUPTYyallbHOU cpere. [Ipu 3ToM ux pacmnosioxeHue
MOKET U3MEHATHCA MPU KAXKJIOM 3aITyCKE MPOEKTA, YTO MO3BOJISIET ITIOBBICUTH Ba-
PUATUBHOCTh U HHTEPAKTUBHOCTH CIIEHBI. J[OMOJHUTEBHO MOXKET HOoTpedo-
BaTbCsl peagn3aliysi BO3MOKHOCTH BHIOOpA WIJIM CMEHBI MOJIENIM TI0JIb30BATEIEM
B TIpoliecce pabOThl MPUIOKEHHUS.
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J1is1 petieHus moA0OHBIX 3a/1a4 pa3paboTUYMK MOKET CO3/IaBaTh COOCTBEHHBIE
WHCTPYMEHTBHI, HCIIOJIB3YS CPEICTBA BH3YaJTHLHOTO MTPOTPaMMHUPOBAHMS M BCTPOCH-
HbIC MEXaHW3MBI JIBIDKKA. B pamkax maHHOW paOOTHI paccMaTpWBaeTCsl OJUH U3
BO3MO>KHBIX TIOJIXOZ0B K OpraHU3aIly MOJI00HON CUCTEMBI.

Ha navanbHOM 3Tame CTpPYKTypUPYWUTE colepx uUMoOe mpoekTta. s 3Toro
B Content Browser co3fiaiite Tpu OTJeNbHbIC anku (puc. 2.1), kaxaas u3 KOTo-
pBIX OyJeT WCTIOJB30BaThCSA ISl XPAaHCHHs OMPEIEICHHOTO THUIA PECYpPCOB.
[lepByto manky MCHOJB3YWTE AJIA pa3MEUIeHUs Mojielie 00bEKTOB, BTOPYIO —
IUIsl XpaHeHus: 00bekToB THNa Blueprint Class, a TpeTblo — 7151 UHTEp(PENCHBIX
AJIEMEHTOB, BKJIIOYAS MMOJIH30BATEIILCKUE BUDKETHI M IPYTHE AJIEMEHTHI B3aUMO-

IIENUCTBHS C IIOJIBL30BATECIIEM.

WS Content Browser %

~+ Add ¥ Import

» Favorites

I
Content

3D_Models Blueprints Interfaces

Puc. 2.1. Co3gaHne HOBBIX TTANOK B MPOEKTE

Jlnst co3anust HOBOro o0beKTa Boctonb3ytech Content Browser. B narnke
«Blueprints» OTKpPOWTE KOHTEKCTHOE MEHIO, IIEIKHYB MPaBOM KHOMKOW MBbIIIN
10 MYCTOW 00JIaCTH, U BBIOEPUTE IYHKT cO3AaHus HOBOTO Blueprint Class.

B otkpeiBiIeMcs okHe BbiOOpa tuna Blueprint Class ykaxute kiacc Actor.
OOBEKTHI JAHHOTO THUMAa MOTYT pa3MeNlaThCs HEMOCPEICTBEHHO Ha YPOBHE W,
KakK MPaBUJIO, BEICTYNIAIOT B POJIM OCHOBHBIX MHTEPAKTUBHBIX 3JIEMEHTOB CIIEHBI.

CozpnaliTe OOBEKT M COXpaHUTE ero noja umeHeM Random BP (puc. 2.2).
ITocne coxpaHeHUsT OTKPOWTE €ro JBOMHBIM IEITYKOM JIEBOM KHOIIKHA MBIIIH.
OOBEKT OTKPOETCS B CHEHUATU3UPOBAHHOM PENAKTOPE, MPEIHA3HAYEHHOM JIJIs
HACTPOMKHU JIOTUKHU U CTPYKTYPhl 00BEKTOB JAaHHOTO THUIIA.
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VYuture, 4T0 00BEKTHI Kilacca Actor MOTYT BKIIIOUATh B ¢€0s1 HECKOJILKO KOM-
MMOHEHTOB, OMPEJIEISIIONTUX UX TTOBEJICHUE U BHEIIHUN BUJI. Y TIPABIICHUE CTPYKTY-
poil 00bEKTa BBITIONIHSINTE BO BKIIaaKe Components, TA€ MOXHO JOOABIATh, y/a-
JISITh M HACTPauBaTh OTJICIbHBIC AIEMEHTHI (puc. 2.3).

G im Al > Content > Blueprints

-
—

ke
Random_BP

Blueprint Class

Puc. 2.2. Coznanuslit 00bekT Random_BP

[Tocne cozmanust 00beKTa 100aBHTE B €I0 CTPYKTYPY KOMIIOHEHT, OTBEYAt0-
M 32 BU3yalbHOe nipeactasinenue. [[ist storo B nanenu Components 106aBbTe
KOMITOHEHT Tuna Static Mesh. JlanHbI! KOMIIOHEHT IIpeIHA3HAYEH JIJISl XpaHEHUs
¥ OTOOpaKEHUS TPEXMEPHBIX MOJIEJIeH, KOTOPBIC OYAYT UCIIOIH30BATHCS B CIICHE
(puc. 2.4).

Y4rure, 4TO MOJOXKEHHE OTOOpa)kaeMoil MOJAENU OMpEeAETSeTCsS MOJIO0XKe-
HUEM camMoro KoMIioHeHTa Static Mesh BHyTpu o0bekTa Random BP. HbimMu
CJIOBAMH, TOYKA ITPUBSI3KH MOJIEITA COBIIAJIACT C KOOPAMHATAMH Pa3MEIICHHUS JTaH-
HOTO KOMITOHEHTA, YTO HAMPSAMYIO BIUSET Ha €€ PACIIONIOKEHUE B MPOCTPAHCTBE
cieHsl (puc. 2.5).
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#Z o~ File  Edit Asset View Debug Window  Tools  Help
Random_BP b

t D i@ Compile =g Diff v (%) Find  *%5 Hide Unrelate
L e IQ l - 6 Vo -

Components X H "c"iE':-'|::-|::-|': X F Constr
—+ aAdd Q. = Perspective Lit

@ Random_BP (Self)

DefaultSceneRoot

Puc. 2.3. Jlo6aBieHue HOBBIX KOMIIOHEHTOB B 00beKT Random BP

[H components
+add | Q
X Static Mesh

® sphere
T Cube
= Plane
' Cylinder
& cone

e e S e S tatic Mesh
<. |nstanced SEIEIEEL
<

Puc. 2.4. Jlo6aBieHue komnoHeHta Static Mesh

== Viewport

= Persy

ceneRoot

& StaticMesh

Puc. 2.5. Komnoneunr Static Mesh
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Kommnonent Static Mesh ucnionb3yercs s OTOOpaKEHUST HEMOABUKHOM
(cTtaTuueckoil) TpexmepHo Mojenu. B pamkax onHoro oobexTa Tuna Actor ta-
KHX KOMIIOHEHTOB MOJKET OBITh HECKOJIBKO, MPU ATOM KKIbIH U3 HUX MOXKET
uMeTh cobcTBeHHOE uMsl. [1o cyTu JaHHBIM KOMIIOHEHT MOKHO paccMaTpUBaTh
KaK KOHTEWHEp WJIM MEPEMEHHYIO, B KOTOPYIO 3arpyKaeTcsi KOHKpETHasi MOJIEIb
(mesh-o0bexT). Takoi MOaX0/ MO3BOJISIET THOKO MU3MEHSTh BHEIIHUN BHUJ 00b-
€KTa: JJIsl 3TOr0 JOCTAaTOYHO 3aMEHUTh MOJIE]Ib B KOMIIOHEHTE, HE CO3/1aBas HO-
BBIU Actor.

B mnapamerpax kommoneHta Static Mesh TpUCYTCTBYET OJIHOMMEHHAs
BKJIAJ[Ka, COJIeprKalllasi CChUIKY Ha UCIMOIb3YEMYI0 TPEXMEPHYIO0 Moieib. [l ee
Ha3HAYEHUS MEpeTaInTe HYKHbIN 00beKT u3 Content Browser B COOTBETCTBYIO-
uiee nose. [locne atoro monens OyaeT oroOpaxarses B cueHe. [Ipu HeoOxoau-
MOCTH OCTaBbTE JAaHHOE IOJIE MyCThIM — B 3TOM ClIy4ae IMpHU 3alyCKe YPOBHs
00BEKT HE OyJET UMETh BU3YaJIbHOTO TIpeJcTaBieHus (puc. 2.6).

Habop mopeneil, ucnonb3yeMbiXx B KOMIOHEHTE Static Mesh, MOXKET OBbITh
chopMHUPOBaH CAMOCTOSITEILHO HA OCHOBE JOCTYITHBIX PECYPCOB MPOEKTA JINOO
MPEAOCTABIICH MPENoAaBaTeeM B BUI€ TOTOBOW MOJOOPKH.

# Details

Q

Static Mesh

Component Tick

Moto_1

Static Mash

Puc. 2.6. [Tapametpsl komnoHenTa Static Mesh
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[Tociie M3MEHEHHS TAaHHOTO MapaMeTpa MOXKHO 3aMETHTh, YTO KOMIIOHEHT
Static Mesh nepectaet oToOpa)xaTbCsi B BUJE YCIOBHOM TOYKHA M HAUMHAET BU3Y-
aNMM3UPOBATh BRIOPAHHYIO TPEXMEPHYIO MOJIEIb. DTO MO3BOJIAET HATIISIHO KOH-
TPOJUPOBATH BHEITHUH BUJ 00BEKTa HETIOCPEICTBEHHO B penakrope (puc. 2.7).

Puc. 2.7. I3ameHeHne mapaMerpa, OTBEYAOIIETO 332 HCIIOIb3YEMYI0 MOJIETh
B Static Mesh

Monenb, BeIOpaHHass B JaHHOM TMojie, OyAeT oToOpakaThbCsi MpHU 3aIycKe
YPOBHS, €CJIM MHOE MOBEJICHUE HE 33J]aHO B JIOTUKE caMoro Actor. J171s1 usMeHeHUst
JIOTUKH pabOoThl 00BEKTA MeperuTe BO BKIAAKy Event Graph, npeHa3HAYEHHYIO
JUISL BU3yaJIbHOTO POTPaMMHUPOBAHUS U HACTPONKH MTOBeAeHUS (puc. 2.8).

File Edit  Asset  View Debug Window  Tools Help
Random_BP= X
=@‘ Compile : = 0' Diff /_l Find * Hide Unrelated

2B Viewport

+ Add Q = Per

& Random

&2 StaticMesh

Puc. 2.8. Ilepexon B pexxum Event Graph
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Bo Bknangke Event Graph npucyTCTBYIOT CTaHJAPTHBIE COOBITHUS, KOTOPHIE
110 YMOJYaHUIO HE COJIEPKAT peain30BaHHOM JTOTUKUA. OHUM U3 TAKUX COOBITHI
aBisiercst Event BeginPlay, KOTopoe aBTOMaTUYECKH Cpa0daThIBAET MPU 3aITyCKE
YPOBHS U MOKET HCMOJIb30BATHCS B KAYECTBE OTIPABHON TOUYKH JIJIS1 pEATH3ALINH
Pa3IMYHBIX CLIEHAPUEB, HAIPUMEDP CIy4alHOU reHepalu 00beKTOB (puc. 2.9).

Random_BP=* %
=§i Compile { = 0' Diff w ,‘1 Eind

¥ EventGraph

Riaht-Click to Create New Nodes.

Puc. 2.9. CrannaptHoe coobitue Event BeginPlay

JIjist peanuzanuu MexaHu3Ma ciIydyaiiHOro BeIOOpa MoJIesiel co3aiite nepe-
MEHHYI0, B KOTOPOH OyJeT XpaHUThCSI HA0OpP CCHUIOK Ha TPEXMEPHbIE OOBEKTHI
npoekta. HazoBute gannyto nepemeHnyto Array StaticMeshes (puc. 2.10).

[lo yMonuanuio co3naBaemas nepemeHHass B Unreal Engine umeer THI
Boolean n npennazHadeHa Uisi XpaHEHUs] OJJHOTO 3HAYEHUS, YTO HE COOTBET-
CTBYET MOCTaBJIICHHOU 3a/1aue. [loaToMy U3MEHUTE ee TUI U CTPYKTYpy XpaHe-
HUS JAHHBIX, YTOOBI 00ECIIEUUTh BO3MOKHOCTh Pa00OTHI ¢ HAOOPOM MOJEIEH.
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Edit \sset  View  Debug  Window  Tools Help

Randoem_BP+ ®

= 0- Diff v ,_l Find *i3 Hide Unrelated

M My Blueprint
+add  Q

GRAPHS

FUNCTIONS
MACROS

VARIABLES

EVENT DISPATCHERS

Puc. 2.10. Co3nianue HOBOM niepeMeHHOoMN Array StaticMeshes

J1J1s1 BEITIOTHEHUS TAJTbHEUIINX ICUCTBUI H3MEHUTE CTPYKTYPY JaHHBIX TIe-
pPEMEHHOH, MpeoOpa3oBaB €¢ W3 OJMHOYHOIO 3HaueHHs B maccuB (puc. 2.11).
JJ1st TOTO BBHIOEPUTE TIEPEMEHHYIO B CIIUCKE TIEPEMEHHBIX, 3aT€M B MPABON Ya-
CTU OKHa, B manenu Details, Haiigute nmapametp Variable Type, B KOTOpOM 3aj1a-
IOTCSI €€ XapaKTePHUCTHKH.

Jlanee M3MEHHTE THI CTPYKTYPHI TaHHBIX C Single Ha Array. IT0 03BOJIUT
HCITOJIh30BaTh MIEPEMEHHYIO JUIsl XpaHEHHUsI Habopa JIEMEHTOB, a HE OJTHOTO 3Ha-
YCHUS.
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Edit ! View Debug
Random_BP+

;'j',l Find

B vy Blueprint

+add Q

GRAPHS

Array_StaticMeshs Boolean

EVENT DISPATCHERS

Tools

® Hide Unrelated }

Single

Array

Puc. 2.11. VI3ameHeHue CTpYKTYphI AaHHBIX Array StaticMeshes

[ToMuMO U3MEHEHHUS CTPYKTYPBI TAHHBIX 331aTE KOPPEKTHBIN TUIT JAHHBIX

nepemeHHou. J{isa aToro BeiOepute tun Soft Object Reference (Static Mesh). Ta-

KoM (I)OpMaT IMO3BOJEICT XPAHUTDH CCBIJIKM HA 00BEKTEI 0€3 UX HCHOCpCI{CTBCHHOﬁ

3arpy3Ku B maMATh (puc. 2.12).
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Variable Mame

=0 MA QLTI IHHEWVIL WL i e )

® Fbx Import Data >
® Foliage Instanced Com

® Foliage Type Instanced
® Grass Instanced Comp
= Hierarchical Instanced
= HLODTemplated Instanced
= |nstanced Component
= |nterchange Actor Fact
@ |nterchange Factory »
Replicatior @ |nterchange Factory Ni
® Interchange Lod Datal
oot Value = Light Weiaht Instance
- # = Object Reference
Array Static Meshs L JSTatlc Mesh| Actor » Class Reference
- Component > = Soft Object Reference
| Description > = Soft Class Reference
- LODGeneration Setting

Private

Replit

Puc. 2.12. I3meHenue tuna aaHubeix Array StaticMeshes

[Tocrie u3MeHeHHs BceX MapaMeTpOB MEPEMEHHOM BBITTOJIHUTE KOMITUIISILIUIO
Actor (puc. 2.13). D10 HeoOXOAUMO Il NMPUMEHEHUS BHECEHHBIX W3MEHECHUM
1 00ecTieueHrs BO3MOXKHOCTH JaJIbHEUIIIETo peaaKkTHpoBaHus niepemeHHoi. [Toce
KOMITUJISILIUMA CTaHET JOCTYITHBIM JTI0OABJICHUE 3JIEMEHTOB B MaccuB (puc. 2.14).

Jlob6aBbTE HOBBIE 2JIEMEHTHI BO BKIIaJIKe Array StaticMeshes, Ha)kaB Ha 3Ha-
yoK B BuAe umoca. Ilociie 3Toro B MacCMB MOKHO JOOaBIISITh HEOOXOINMEBIE
CCBIJIKM Ha TPEXMEPHBIE MO/ICIIH.
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File Edit  Asset View Debug Window  Tools Help

Random_BP+

[ = s T ([ = o
&) Find = Hide Unrelated ; {:} Cla

& Details
Q

Variable

By Blueprint

+add Q

Puc. 2.13. Komnumsiuust o0beKTa ¢ HOBOM niepeMeHHoM Array StaticMeshes

& Details
Variable

Variable Mame

Blueprin

Ex

0 Array element

Puc. 2.14. JloGaBneHre HOBBIX 3JIEMEHTOB MaccuBa Array StaticMeshes

JloOaBneHue 371eMEHTOB MIPUBOJIUT K CO3JJaHUIO MTyCThIX KOHTEUHEPOB C aB-
TOMAaTHYE€CKH TMPHUCBOCHHBIMU HWHJIEKCAMM, HauWHas ¢ HyJjeBoro (puc. 2.15).
Kasxxaplii a71eMEeHT MaccuBa MPECTABIISIET CO00M OTIEIBHYIO SUEHKY, B KOTOPYIO
MOKHO IOMECTUTh CCHUIKY Ha MOJICIIb.
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3anoHUTE MacCUB, MIEpETACKUBas HYKHbIC TpexMepHble Mojienu u3 Content
Browser B coOTBEeTCTBYIOIIINE STueiikU MaccuBa (puc. 2.16).

Puc. 2.16. 3anonHenue 31eMEeHTOB MaccuBa Array StaticMeshes

[locne 3amonHeHWss MaccMBa OOpaTUTECh K CO3JaHHOM MEepeMEHHOM
Array StaticMeshes. JIis1 3TOro neperaiure ee B pabouyro 001acTh BO BKIAJIKE
Event Graph, ynepxuBas JIEByI0 KHOIIKY MBI, U BEIOEPUTE ONEPALNIO MOJTY-
yeHus 3Hauenus (Get) (puc. 2.17).
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VARIABLES

Components

Array_StaticMeshs === Static Mesh
Get Array_StatichMeshs
Set Array_StaticMeshs

EVENT DISPATCHERS

Puc. 2.17. Be13oB nniepeMeHHou Array_StaticMeshes

Boi3BanHast nepemenHas Array StaticMeshes COAEpKUT MAacCUB 3JIE€MEH-
TOB. [[7s1 monydeHus MHIEKCa MOCIEOHEr0 3JIEMEHTA MCNONb3yuTe y3en Last
Index (puc. 2.18). lanee npumenure y3en Get (a copy), KOTOPbIA MO3BOJISIET MO-
JYYUTh U3 MAacCHUBA KOIHIO AJIEMEHTA MO YKa3aHHOMY UHAEKCY (puc. 2.19).

I reHepanuu Ciay4yalHOTO 3HAUYCHUs TUIa [nfeger WCIOJB3YWUTE Y3€l
Random Integer In Range, KOTOPBIA BO3BpAIlaCT CIyYaiiHOE YUCIIO B 3aJaHHOM
nuanasone (puc. 2.20).

_ | ... Actions taking a(n) Array of Static

“ lastIndex
Utilities
Array

PglLast Index

Puc. 2.18. Br130B y3na Last Index 3 nepemennoit Array StaticMeshes
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A

~ Atay Static Meshs s

Actions taking a(n) Array of Static
h Soft Object References
W Get
Utilities
Array
7 [EE(a copy)

Puc. 2.19. Br13oB y3na Get (a copy) u3 nepeMeHHoil Array StaticMeshes

All Actions for this Blueprint Context Sensitive
¥ random Integer in range|
Math
Random

J Random Integer 64In Range

“#|Random Integer in Range

FaiRandom Integer in RangefifduEi0GER)

Puc. 2.20. Boi3oB y3na Random Integer In Range

[Tocne BbI30Ba BCEX TpEX YKa3aHHBIX Y3JI0B COCIMHHUTE MX MEXKIY COOOH,
KakK MoKa3aHo Ha puc. 2.21.

Hcnonp3yiiTe MHAEKC MOCIETHETO 3JEMEHTAa MAacCuBa ISl ONPEIEIICHUS
BEpXHEW TIpaHullbl quana3zoHa B y3ie Random Integer In Range. IlonydeHHoe
ClIy4aitHoe 4uciio nepenaiite B y3en Get (a copy), KOTOPBI BO3BpaIIaeT KOMUIO
AJIEMEHTA MAacCHBa, COOTBETCTBYIOIIETO BELIOpAHHOMY ClIydyalHOMY UHJEKCY. Ta-
KUM 00pa3oM oOecreubTe CIydaHbli BHIOOP MOJIEIN U3 MAaCCHBA.
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P L
Array Static Meshs i

~ F Random Integer in Range

O Min ||_| Return Value @

@ Max

Puc. 2.21. O6be1uHEHNE TPYNIBI Y3JI0B IS BBI30BA CIIyYalHOIO 3J€MEHTA
MaccuBa

Hanee ucnonw3yiite Habop y310B Async Load Asset (puc. 2.22) u Cast To
StaticMesh (puc. 2.23).

Ucnonwv3yiite y3en Async Load Asset st aCHHXPOHHOM 3arpy3KH pecypca
IO CCBUIKE, UTO MO3BOJIET 3arpyKaTh 00OBEKT B MaMATh 0€3 OJIOKUPOBKHU BBITIOJI-
HEHUs mporpaMMmbl. 3ateM npumenute y3en Cast To Static Mesh nis npusene-
HUS 3arpy>KEHHOr0 00bEKTa K TUITY CTATHYECKON MOJIENH TIEpPE] €ro yCTaHOBKOM

B KOMIIOHCHT.

All Actions for this Blueprint Context Sensitive

Asset Manager
I Async Load Primary As

Puc. 2.22. Bo13oB y3na Async Load Asset
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All Actions for this Blueprint Context Sensitive
o ticMe

#¥3Cast To StaticMesh

Puc. 2.23. Brizos y3na Cast To StaticMesh

[Tocne nonydyeHus: 00beKTa, KOTOPBI OyJET pa3MellleH Ha YPOBHE, U €r0
3arpy3kd B MaMsTh CIEAYET 3aMEHUTh COJIEPKUMOE KOMIIOHEHTa Static Mesh,
CO3JIaHHOTO paHee B Random_BP. Jlns storo ucnonb3yirte y3en Set Static Mesh
(puc. 2.24). B cnucke OH MOXET 0TOOpa)KaThCsl ¢ YKa3aHUEM MMEHU COOTBET-
CTBYIOILIETO KOMIIOHEHTa B CKOOKaXx.

Ecnn ums kommnonenta Static Mesh He U3MEHAIOCH, y3el OyAeT oToOpa-
XKaTbCsl ¢ moANUCHIO (Static Mesh), 4TO yKa3bIBaeT Ha CTAaHAAPTHOE UM KOMIIO-
HeHTa. B cnydae nepeMMeHOBaHUs KOMIIOHEHTA B CKOOKaX OyIeT yKa3aHO HOBOE
MMs, COOTBETCTBYIOIIEE 3aJAHHOMY I0JIb30BATEIIEM.

[locne noGaBneHusT BceX HEOOXOIUMBIX Y3JIOB Pa3MECTUTE MX TIOCIE0Ba-
TEIBHO B TOPSI/IKE BBIMOJIHEHUS JIOTUKH (pUC. 2.25). 3aTeM COeTMHUTE Y3IIbl MEXKTY
co00ii: cchlIKa Ha OOBEKT niepenaetcs u3 ysna Get (a copy), a 3aIycK Bcei mocieno-
BaTEJILHOCTH BBITIOJHSETCS uepes coobitre Event BeginPlay (puc. 2.26).
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All Actions for this Blueprint Context Sensitive
®  |Set Static Mesh

Components
Static Mesh

b et Static MeshfELELTH T )]
Tick

omponent Tick Enable

Puc. 2.24. Br13oB y3na Set Static Mesh

Static Mesh
JF Set Static Mesh
'.Aa' nc Load Asset . "v'» Cast To StaticMesh e
¥
Target Return Value

Object
New Mesh

Puc. 2.25. V30b1 17151 3aMeHbI KOHTEMHEpa Static Mesh ciiy4ailHOM MOJENBIO U3
MaccuBa

> Event BeginPlay

— e f Set Static Mesh
+» Cast To StaticMesh I tatic A

Cast Failed [ Return Value

Puc. 2.26. CoequHeHne y3/10B 3aMEHbI KOHTeHepa Static Mesh ciydaitHOM
MOJIEJIbIO U3 MacCHBa
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NToroByro joruky paboThl aIropuT™Ma BeIOOpa CITydaiiHOM Mojenu (puc. 2.27)
CKOMIIMIIMPYHTE U coxpanute. [locne ycnenHoro coxpaHeHus: pa3MecTuTe 00BEeKT
Random_BP Ha ypoBHe, IEpeTalluB €ro Ha CIIEHY C MOMOIIBIO yAECPKaHUS JIE€BOU
KHOITIKU MBI (puc. 2.28).

£ Event BeginPlay
»

B Async Load Asset

GETH o——

®

7 Random Integer in Rang
win [0] Return Value

@ Max

Puc. 2.27. Utorosas CTpyKTypa Koja JJisl CJIy4aifHOTO BEIOOpA MOJIeNN
13 MaccHBa

Al > Content » Blueprints

Random_BP

Bhueprint Class

Puc. 2.28. Pasmenienue oobekra Random BP Ha ypoBHE
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Pa3mecTrTe 00BEKTHI HA YPOBHE, TIOCIIC YETO MPUCTYITUTE K TECTUPOBAHUIO
cueHsl (puc. 2.29) u HaOmoaaiTe pe3yiabTaThl padOTHl aITOPUTMA CIIyYalHOTO
BbIOOpa Mojenei (puc. 2.30).

@Lt N

Puc. 2.30. Pe3ynbTaT cy4aliHOM reHEpalnu
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IIpu co3nanuu o0vekTa Random_BP panee Moria ObITh 3a/1aHa MOJIENb 110
YMOJTYAHHUIO JJIs1 KOMIIOHEHTa Static Mesh. Jns peanu3auu BO3MOKHOCTH OTOO-
pPaXEHUS MyCTHIX SYEEK yAATNTE CCHIIKY Ha BEIOPAHHYIO MOJIENIh B COOTBETCTBY-
IOILIEM T10JIe KoMIIOHeHTa Static Mesh (puc. 2.31).

B pesynbTaTe 00bexThl Random_BP B penakTope OyayT OTOOpakaThCs Kak
MTyCThIC, TIPH ATOM WX Haln4uue OyAeT 0003HAYaThCS TOJIBKO CTICIIUATBLHBIM 3HAY-
KoM (puc. 2.32).

File  Edit &

(A1)

Random_BP
= [ /3] =d Compile +

[# components X

% StaticMesh

M My Blueprint X
+add Q

GRAPHS

Puc. 2.32. 3menenue oroopaxenus Random BP B okHE pellakTopa
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B MaccHB cCBIJIOK Ha 0OBEKTHI MOTYT OBITH JTOOABJIEHBI ITyCThIC AJICMEHTBI
(puc. 2.33). DT0 NO3BOJISIET ITPU T€HEPAIUHN OCTABJIATH OT/CIIbHBIC MTO3UIUH Oe3 3a-
JTAHHOUW MOJIETI, €CITM U3HAYAJIbHO KOMIIOHEHT Static Mesh Obu1 ycthiM (puc. 2.34).

Puc. 2.33. Jlo6aBneHue mycThIX 2JIEMEHTOB B MaccuB Array StaticMeshes

Puc. 2.34. Pe3ynbTaT ciiy4yaliHOM T€HEPALMU C ITYCThIMU 3JIEMEHTAMU
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IIpoctoit Actor, npeaHa3HAauYCHHBIN JIsI TEHEpAIMU CIy4YalHbIX MOJEIEH,
MOYHO PacIIUPUTh U MPEBPATUTH B 00Ji€€ YHUBEPCATbHBIA HHCTPYMEHT — 00b-
€KT, B KOTOPOM TI0JIb30BATEJIb CMOXET CaMOCTOSITENIbHO BBIOMPATH HEOOXOU-
MBbIE MOJIENIN U3 3apaHEe 3aJaHHOTO MacCHBa.

Jis peanu3zanuu 0ToOpaskeHus MOJIb30BaTEIN0 HH(OPMAIIMU O BOZMOKHOCTH
PYUYHOI 3aMEHBI TPEXMEPHOW MOJIEIM CO3JaiTe crienuanbHbii Widget B COOTBET-
cTBytromei nmanke Content Browser. JIJist 3TOro MEIKHATE MTPABOM KHOIKOW MBIIIIH
IO MTyCTOM 00JIaCTH U BEIOEPUTE MTyHKT CO3/[aHMsI HOBOTO AjieMeHTa (puc. 2.35).

Haunbiii Widget Oynet oToOpaskaThCst IpU MPUOIMKEHUH MOJIb30BaATENS K 00b-
€KTy U COJIepKaTh TEKCTOBYIO MOJICKAa3Ky O JOCTYITHOM B3aumopencTeuu. Kpome
TOro, HacTpoiTe Widget Takum 00pa3oM, YTOOBI OH BCeTr/ia ObLT OPUEHTUPOBAH JIU-
LIEBOM CTOPOHOM K MEPCOHAXY MOJIB30BATEISI HE3aBUCUMO OT €T'0 MTOJIOKEHHUS B ITPO-
CTPaHCTBE.

Physics
Texture

Tool Presets
User Interface

Slate Vector Art Data

, Slate Widget Style

-~ Widget Blueprint

Puc. 2.35. Coznanue aniementa Widget

CoxpaHute CO3JjaHHbIN BUDKET 10 UMeHEM Replacing model (puc. 2.36).
OTkpoiiTe €ro JBOWHBIM IIEITYKOM JIEBOM KHOIKOW MBIIIH, YTOOBI MEPEUTH
B OKHO PEJAKTUPOBAHUS BUJIKETOB.
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im Al > Content > Interfaces

Filters

Replacing_model

Puc. 2.36. Coznannsiii Bugxer Replacing model

Jlasnee nepeiinuTe Bo BKIAAKY Palette, pactiooxKEHHYIO B JIEBOM 4aCTH SKpaHa,
u Hanaure snemedT Canvas Panel. Jlo0aBbTe ero Ha pabouyro 00JacTh, YTOOBI 3a-
naTh 0a30BYIO CTPYKTYpY UHTEpdeiica Bumkera (puc. 2.37).

#7 > File Edit Asset View Debug Window Tools Help
{ L | ' \
Replacing_model« ®

E | fo] =93 mpile : = (.; Diff v 53 : No debug object selected

& Palette % i Library

AUDIO
COMMON
EDITOR
INPUT
LISTS
MISC

OPTIMIZATION

PANEL
E]canvas Panel

Puc. 2.37. Jlo6aBnenue Canvas Panel

Haiinute snement Text n 1o6aBbTe €ro Ha pabodyro obnactb BHyTpu Canvas
Panel (puc. 2.38). B mapamerpax sneMeHTa nepeianre Bo BKIAJIKy Anchors u ycTa-

HOBUTE BBIPABHUBAHUE IO IIEHTPY, YTOOBI 0OECIEUUTh KOPPEKTHOE OTOOpAKEHUE
TEKCTA Ha SKpaHe.
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Jlanee HaiiuTe MapaMeTp, OTBEYAIOIIIHM 32 COACPKMMOE TEKCTOBOTO OJIOKA.
OH pacniosioxkeH Bo Bkiagake Content v Ha3biBaeTcs Text. 3alI0JJHUTE JaHHBIN TTa-
paMmeTp uH(poOpMaIeld 0 BO3MOXKHOCTH U3MEHEHHSI TPEXMEPHON MOJICNIH C T10-
MOIIBI0 HaXKaTHs KiIaBuil oT 0 10 4 1Mb0 yKa)KuTe JIF0OOM JPYroi TeKCT, COOT-
BETCTBYIOIINM JIOTHKE pabOTHI BAIlIETO MIPOEKTA.

Replacing_model«

E | /@ H : mpile 3 No debug

& Palette X i Library
Q

AUDIO

COMMON

as Panel Slot)

'gText Block';-

EDITOR
INPUT
LISTS

Puc. 2.38. [loGaBnenue Text

Jlo6aBbTE BUIKET B KaY€CTBE OTACIHLHOIO KOMIIOHEHTa BHYTPHU HOBOTO OOb-
ekTa. B kauecTBe OCHOBBI UCTIOJIB3YITE PaHee CO3IaHHbI 00beKT Random BP, Tak
KaK OH Y€ COJICP>KUT JIOTHKY BEIOOpA U OTOOpaKeHHUSI TPEXMEPHBIX MOJIEIEH.

YtoObl n36€kaTh MOBTOPHOTO CO3/IaHUS BCEH CTPYKTYPHI, CO3JJaNTE KOIHUIO
CYIIECTBYIOIIETO Acfor 1 BHECUTE B HEE HEOOX0aUMbIe U3MeHeHus (puc. 2.39).
JInst 5TOTO BBI30BUTE KOHTEKCTHOE MEHIO, IIEJIKHYB MIPABOM KHOIMKOW MBI 110
00BeKTy, U BblOepuTe MyHKT Duplicate. I1ony4eHHYI0 KOMHIO MEPEUMEHYITE
B Replacing BP.
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Rename F2
Duplicate CTRL#D
Save CTRL+S
Delete DELETE
“ Asset Actions >

Asset Localization >

& Show in Folder View
© Show in Explorer

"1 Copy Reference

"1 Copy File Path
= Reference Viewer...
Size Map...
Audit Assets...
Shader Cook Statisti
* Connect to Revis ontrol...
& View Documentation - Actor
& View Documentation - Blueprint

Random_BP

Blueprint Class

Puc. 2.39. Coznanue konuu Random_ BP

JIBOMHBIM IIEITYKOM JIEBOW KHONIKOM MBIIIN OTKPOWTE OKHO PEAAKTUPOBA-
Hust Replacing BP. B otkpsiBiieMcs uHTepdeiice meperanuTe BO BKIAIKY
Components n 106aBpTe KOMIIOHEHT Box Collision nns odvekra Replacing BP
(puc. 2.40).

77 % File  Edit Asset View Debug  Window
(AL )
Replacing_BP=

ot

=ﬂj C |::-|'|'||::.i||:' : - 'ﬁ. Diff ~ /:_'_,I Find

Components X

-+ Add Q
X, Box

®£ H Collision

Puc. 2.40. /lo6aBnenue HoBoro komnoHneHta Box Collision
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Hanee nactpoiite pasmepsl Box Collision TakuMm o0pa3oM, 4TOObI OH IO-
KpbIBaJI 00JIACTh pa3MEIIeHUsI OOBEKTOB C 3aMacoM, o0ecreunBasi KOPPEKTHOE
B3aUMOJIecTBUE C nepcoHaxkem (puc. 2.41). Jlns yaoOcTBa HacTpouMku Bpe-
MEHHO Ha3HAa4bTe MOJIETb B KOMIIOHEHT Static Mesh, 9T00bI BU3yaIbHO OIICHUTH
nponopuuu u pazmepsl Box Collision otHocuTensHO 00bekTa. [locie 3aBepiiie-
HUS HACTPOUKH YIAAIATE UK 3aMEHUTE MOJICITb.

Puc. 2.41. zmenenue pasmepoB Box Collision

JloGaBbTe KOMMOHEeHT Widget nnsi oobekta Replacing BP (puc. 2.42).
B nacTpoiikax JaHHOTO KOMIIOHCHTA HAAUTE TTapaMeTp Space  YCTaHOBHTE €TO
3Ha4YeHue B pexuM Screen. [lanee B none Widget Class Bb1OEpUTE CO3/TaHHBIM
paHee BUKET Replacing model (puc. 2.43).

Replacing_BP= b
E | (@ =£i Compile @ = 5 Diff

[H components X
+ Add Q

X Widget

LA Widget
A% WGGAE Interaction

Puc. 2.42. Jlo6aBnenue HOBOro komrnonenrta Widget
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& Details

G
Variable

Variable Mame

F Transform
Sockets

Materials

€hb ® X

500

Puc. 2.43. lzmeHenue npuHIUIIOB oToOpakeHus: Widget

[Tocne 3Toro oTkiIOUUTE BUAUMOCTH KOMIOHeHTa Widget (puc. 2.44). Ilo
YMOJTYaHUIO OH JOJDKEH OBITh CKPBIT, YTOOBI HE OTOOpaX)aThCsl MMOCTOSIHHO. ETo
oToOpakeHue OyJIeT BKIIOUATHCS TOJIBKO MPU BXO/IE MEPCOHAXKA B 00J1aCTh JIeH-
ctBust Box Collision.

# Details
Woovis
Interaction

Wi sibility

Rendering

Puc. 2.44. zmenenue napamerpa BugumocTtu Widget

[Homaumure koMIoHeHT Widget Ha BbICOTY, YAOOHYIO [Tl BOCIIPUSATHUS MOJIb-
3oBartesieM (puc. 2.45). IIpu KoppeKkTHOW HACTPOMKE BUKET OyI€T aBTOMATUYECKU
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OPUCHTHUPOBATHLCA B CTOPOHY KaMCPHI IICPCOHAXKA U OTO6pa)KaTBCFI Ha 3aJIaHHOM BbI-
COTC.

Puc. 2.45. Ilepemenienrie komnonenTa Widget

Komnonent Box Collision cioco0eH reHeprupoBaTh COOBITUSI Havajla U OKOH-
YaHWUS TIepeceueHusi ero rpanuil. J{o06aBbTe B JIOTUKY OOBEKTa COOBITHE Begin
Overlap, xoTopoe cpabaThIBaeT IPH BXOJE MEPCOHAXKAa B 00JIaCTh JEUCTBUS Box

Collision, n coobrTie End Overlap, koTopoe cpabaThIBaeT MPU BBIXOJIE U3 ITOM 00-
nactu (puc. 2.46).

EII Components Viewport J Construction

+add  Q

Find References ALT#+SHIFT+F
Add Event

Add OnComponentHit
B cut
" Copy

Add OnCompenentBeginOverlap

Add OnComponentEndOverlap

Add OnComponentWake
Iy Duplicate

Puc. 2.46. Coznanue coowiTrii nepeceuenus ais Box Collision

56



[Tepeceuenue odnactu Box Collision TOJKHO 3ayCKaTh JIOTUKY OTOOpaxe-
HUSI BUJIXKETA B 3aJlaHHOM Touke. JJis 3TOro ucnons3yite naBa ysna Set Visibility
(Widget) (puc. 2.47).

[Ipu cpabatsiBanuu cooObiTus Begin Overlap ycTaHOBUTE 3HAUYEHUE frue
B y3ie Set Visibility, obecieunB oToOpaxkenue Bukera. [lpu cpabarsiBannu co-
obitust End Overlap yctaHoBUTE 3HAUYCHUE false, CKpbIBAasl BUIXKET MPU BBIXOJIE
NepcoHaXka U3 30HbI AeicTBH. COeUHUTE COOTBETCTBYIOLINE COOBITHS U y3JIbI
B JIOTUUECKOM TOCIE0BATEIBHOCTH (pHc. 2.48).

<> On Component Begin Overlap (Box)

Overlapped Component
Other Actor
Other Comp Context Sensitive
Other Body Index Or

From Sweep

Sweep Result

> On Component End Overlap (Box)
D

Overlapped Component

> On Component Begin Overlap (Box)

» 7
Overlapped Component \
1

Other Actor
Target
Other Comp

I New Visibility
Other Body Index O»

Propagate to Children

From Sweep ; Widget

Sweep Result

> On Component End Overlap (Box)

Overlapped Component
Other Actor Target
Other Comp New Visibility

Other Body Index Or Propagate to Children

Puc. 2.48. Coequnenue coObITUl NepeceyeHust u y3ioB Set Visibility
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JIJis ynpaBieHUs BO3MOXKHOCTBIO B3aMMOJICHCTBHUSA ¢ OOBEKTOM J00aBhTE
y3ibl Enable Input v Disable Input, KOTOpbIE TO3BOJISIIOT YIIPABIISITH TEM, OyET
JU TaHHBIA 00BEKT 00padaThIBaTh AEHCTBUS ITOJIL30BATEIS UM UTHOPHPOBATH
ux (puc. 2.49).

All Actions for this Blueprint Context Sensitive

X Enable Input
Input

valEnable Input

All Actions for this Blueprint Context Sensitive

X Disable Input
Input

bDisable Input

Puc. 2.49. Jlo6aBnenue y3noB Enable Input v Disable Input

Vi3nam Enable Input v Disable Input nnsi KOppeKTHONH pabOThI TpeOyeTcs
ccpuika Ha tekymuid Player Controller. Jlns storo nobaswre y3en Get Player
Controller (puc. 2.50).

All Actions for this Blueprint Context Sensitive
X get player controller|
Camera Animation
J Get Camera Animation Camera Modifier from Player Controller
Game
F Get Local Player Controller From ID

troller From Platform User

JF Get Local Player Controller 1D

J Get Num Local Player Controllers
F Get Num Player Controllers

Vi Get Player Controllel

INpUT Uevices
NallGet Player Controllerfigelyilylsf §sfaftts
hallGet Player ControllerfigduBaEni gV

Puc. 2.50. Jlo6aBnenue y3na Get Player Controller
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[Tocne no6asnenus y3nos Enable Input, Disable Input v 1oy4eHUs! CChUIKU
Ha Player Controller coequHuTe UX C paHee CO3JaHHBIMU COOBITUSMU U y3JIaMU
yIIpaBIICHUS] BUAUMOCTBIO 00bekTa. O0ecneubTe, YTOOBI MPU BBIXOJI€ IEPCOHANKA
W3 30HBI JCHUCTBUS MPOUCXOAMIO OTKIIIOYEHHUE KaK BUIUMOCTH BHUJDKETA, TaK
¥ BO3MOHOCTH BBOojIa (puc. 2.51).

< on li:hmponef\t Begin i)\'erlap |j.Bn>E'] 7 E”n%lblé'!“nput

Propagate to Children

Widget

7 Get Player Controller .

<> On Component End ¢ (Box) (O» Player Index ﬂl Return Value

St TSV

Propagate to Children

Puc. 2.51. Peanuzarus oToOpakeHUs BUHKETa

[lenkHUTE MPaBOi KHOIKOM MBIIIHU IO ITyCTOMY MPOCTPAHCTBY OKHA rpada
u Haiute paznen Keyboard Events (puc. 2.52). cnions3yiiTe 1aHHBIE COOBITUS
1Uist 00pabOTKM HaXkKaTHIl KJIABUII HA KJaBuaType. B maHHOM ciydae cosnaiite
coObITUA 1 KiaBuil ¢ nudpamu ot 0 10 4.

All Actions for this Blueprint Context Sensitive

Puc. 2.52. Jlo6aBnenue coowituit Keyboard Events o Ha)KaTUIO KJIaBHUII
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Coznaiite mepeMeHHyI0 TumNa [nteger, MpelHAa3HAYCHHYIO NJIsi XpaHEHUS
unentudukaropa (ID) BeiOpanHOM noas30BaTeneM MoAenu. JlaHHyIO epeMeH-
Hyt0 HazoBuTe ID Mesh (puc. 2.53).

VARIABLES

Components

E tatic Mesh

ID_Mesh = Integer
EVENT DISPATCHERS C}\ |

Boolean
Bvte

= Integer

Puc. 2.53. Co3nanue HoBoM nepemenHou ID Mesh

Be13oBute nepemennyto /D Mesh niig nocienyomero NpucBOCHMs il 3Ha-
yeHuit (puc. 2.54).

M My Blueprint
+add Q
GRAPHS
¥ EventGraph
TR ) GetID_Mesh
ConstructionScript s
MACROS

VARIABLES

Components

ID_Mesh = [nteger

EVENT DISPATCHERS

Puc. 2.54. BeizoB nepemennoi /D Mesh njs 3anoJIHEHUS
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3HaueHue nepeMeHHoi /D Mesh NOMKHO U3MEHSTHCS B 3aBUCHUMOCTH OT
Ha)KaTHs MoJb30BaTeNeM KiiaBuil ¢ iudpamu ot 0 10 4, npuHUMAsI COOTBETCTBY-
olye 3HadeHus. i peanms3annyu JaHHOTO MOBENCHUS UCIIOJIB3YUTE Y3IIbI Set
ID Mesh, pa3menias UX HampOTUB COOTBETCTBYIOIIUX COOBITHM KJIaBUATYPHI.
JIjist Kaxaoro y3ia 3afaiiTe cCBOe 3HaueHne, COOTBETCTBYIOIIEE BEHIOPAHHON KJla-
Buiiie (puc. 2.55).

B0
Pressed [
Released [ O ID Mesh |I|
Key
=1 .
Pressed p - ———Jp

Released [ O» 1D Mesh [1]

SET

Key

= 2
Pressed p - ———1Ip

SET
Released [ O ID Mesh |T|
Key
B 3
Pressed [p ———p

Released [ O 1D Mesh |:|

SET

Key
= 4

Pressed [p ——p

Released [ O ID Mesh [4]

SET

Puc. 2.55. CBs3b cOOBITHI KJIaBUATYPHI U IepeMeHHOUN ID Mesh

Co3snaiite coocTBEHHOE COOBITHE ¢ TIOMOIbI y3na Add Custom Event
(puc. 2.56). [locne co3nanusi IepeUMEHYUTE €ro: JJis 3TOT0 BBIAEIUTE COObI-
THE JIEBOM KHOIIKOM MBIIIK U U3MEHUTE €T0 Ha3BaHHE B MAaHEIU IapaMeTPOB.
HoBoe ums cobsiTus 3agaiite kak Update SM (puc. 2.57).
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Context Sensitive

<> Add tom Event...
Call Function

Puc. 2.56. Co3znanue coOCTBEHHOTO COOBITHS TIpU TToMOIIH y31a Add Custom
Event

# Details
o]

Graph Node

C Update s _ | Name | UpdatesSM|

WPl LR

Puc. 2.57. llepeumenoBanue Custom Event 8 Update SM

JlaaHO€ COOBITHE MOJDKHO BBI3BIBATHCS MOCJIE KIIFOUEBOIO M3MEHEHHS CO-
CTOSTHUSI CUCTEMBI. B 3TOM cilydae TakuM M3MEHEHHUEM SIBJISETCS OOHOBJICHUE
3Ha4YeHUs nepeMeHHol /D Mesh. Haiinute MecTo, re u3MeHseTCs TaHHas Tie-
pEMEHHAas, U CBSKUTE BbIMOJHEHHE coObiTust Update SM cpa3y mocie 3Toro
neuctBus (puc. 2.58).

Oyukius Update SM 3amyckaet coObITHE, KOTOPOE, B CBOIO OYepe/ib, aK-
TUBUPYET LIETIOYKY JICMCTBUI, OTBEUAIOIIYIO 32 3aMEHY TpexMepHoul Mosenu. Ha
JTAHHOM 7Tare K coobituio Update SM He nmoakiItoueHa HUKaKas Joruka. B ka-
YECTBE OCHOBBI paHEE UCIOIb30Balach peanusaius oobekra Random BP, BbI-
TTOJTHSIFOIIIETO CITYYaHBIM BHIOOP MOJICTTM U3 MAaCcCHBA IIPH 3aIycke ypoBHs. JlaH-
Hasl JIOTMKA COXpaHsAeTcs 0€3 M3MEHEHUM, OJHAKO CO3/1aeTCs €€ KOIHUS JIJIs Jajlhb-
HeHIe MoaupUKaIum.
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=
Pressed [ =———_

Released [ O 1D Mesh [0]

SET

Key
B 1
Pressed [p ———h

SET

Released O 1D Mesh [1] & Update SM

Key

SET Target [ self |

E 2 #
Pressed p ———pp
Released [> O ID Mesh [2]
Key
B3 .
Pressed [ ——p T »
Released [ O 1D Mesh |:|

Key

=D

SET

Pressed [ =———_ | ==
Released [ O» ID Mesh |z|

Key

Puc. 2.58. 3anyck dyukuuu Update SM

B komuu 71OTMKH yaanuTe y3Ibl, OTBEYAIOIINE 3a TeHEPaIHio CIIy4aifHOro
WHJIEKCa MaCCHBa, U 3aMeHUTe coobiTue Event BeginPlay Ha co3jaHHOE COOBITHE

Update SM (puc. 2.59).

© Update_SM

» 9
\ Statc Mesh
e emtemtemtentes ; \ B Async Load Asset L)

P ca T.“et Static Mesh

e » > % CastTo StaticMesh
@ Asszet »

Puc. 2.59. 3anyck cobwitust Update SM niis cMeHbI MOJEH
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BaxHO OTMETHTB, UTO JIOTHKA CIy9YaliHOM TeHEPaIliy MPH 3aITyCKe YPOBHS CO-
XpaHsIETCs ¥ BBITIOTHSETCS 10 coObIThI0 Event BeginPlay, Tor/ia Kak BeTKa, CBsI3aH-
Hast ¢ Update SM, npencraBisier co00il MOAU(PUIIMPOBAHHYO KOIUIO C BHECEH-
HBIMH M3MeHeHUSAMHU. OTHIM U3 TaKUX H3MEHCHUH SIBIISICTCS HCITOJIb30BaHUE 3HAYC-
Hust iepeMeHHou /D Mesh BMeCTO Ciy4aifHO CreHepupoBaHHOTO uKcia (puc. 2.60).

< Update_SM

VARIABLES ® ——

Array Statc Meshs [ s——2

Component:

= |nteger

EVENT DISPATCHERS Get ID_Mesh

SetID_Mesh

Puc. 2.60. Be13oB nnepeMennoii ID_Mesh njist nojly4eHUs] JaHHBIX

B pesynbprare peanuzanuu JaHHOW JIOTUKHU MPU MPHUOIMKEHUHN MOJIb30Ba-
TeJd 00BEKT JIOJHKEH KOPPEKTHO OTOOpaKaTh BUKET, HHPOPMHUPYIOIIUH O BO3-
MOHOCTH CMEHBI MOJIEJIH C MOMOIIIbIO KJIaBUII KJIaBuaTypsl (puc. 2.61). Ilepen
MPOBEPKOM pabOTHI BHIMOJIHUTE COXPAHEHNE M KOMIWISALINIO Blueprint-xoa.

<> Update_SM

» e . My
Static Mesh
Amray Static Meshs [ e— E B8 Async Load Assst f Set Static Mesh
] ~CT . J SetStatic Mes
el _— » 3 5 Static M

e d +# Cast To StaticMesh

T @ Asset »

D Mesh @

Puc. 2.61. Ilepenadya HoMepa 3JIeMEHTa MaCCHBA U3 IEPEMEHHOU

3aganusd

Pe3synbrar paboThl HEOOXOAUMO COXPaHUTh B BUAE npoekta Unreal Engine,
coBMecTUMOro ¢ Bepcuer UE 5.3 u Boiie. HazpaHne npoekra JOJKHO COOTBET-
CTBOBaTh Ma0Nony «Familiya Randomy.
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Crenyer y4yuThiBaTh, YTO B Ha3BAHUM MPOEKTA 3aAMPELICHO HCIOJIb30BaTh
PYCCKHE CUMBOJIBI, TPOOEIIBI U CIICHaIbHbIE 3HAKU. Pa3penieHbl TOJIbKO JaTHH-
CKHe OYKBBI, TUPPHI U CUMBOJ TOYEPKUBAHUS.

3ananue 1. Peanuzanus cuctemMsbl CIy4alHOTO pa3MelleHrus aBTOMOOMIIEH
Y BO3MO>KHOCTH UX 3aMEHBI.

1. Co3naiite aBa Blueprint-xiiacca Ha OCHOBE Actor:

— OJMH JUIs CTy4aifHOM renepanuu aBromoounent (RandomCar BP);

— BTOpOU 151 B3auMojiericTBus ¢ HUMu (ReplacingCar BP).

2. Pa3mectute Ha ypoBHE HEe MeHee 15 sx3emIusipoB 00bekTOB RandomCar BP
u ReplacingCar BP, nMATHpPYS TApKOBOYHBIE MECTA.

3aganue 2. ['enepanust 1epeBbEB ¢ BLIOOPOM U3 MOJIH30BATEIHCKOTO HA0OPA.

1. Haiinute nnu co3gaiiTe caMOCTOSITETLHO HE MEHEE ITATH TPEXMEPHBIX MO-
NeJen IEPEBbEB B HU3KOMOJIUTOHAIbHOM CTHIIE.

2. Co3pnaiite Blueprint-knacc TreeSpawner BP Ha OCHOBE Actor NJisl T€He-
paluu JepeBbEB CIIyYalHOTO BUA HA YPOBHE.

3. Pa3mectute HECKOJIBKO 00beKTOB TreeSpawner BP Ha ypoBHE 1 Gop-
MUPOBAHUS IIPUPOJHOTO OKPYKEHUS.

KOHTpOJILHBIe BOIIPOCHI

1. Kakoit tun Blueprint Class He00X0AUMO BEIOpATh MPU CO3IaHUU 00BEKTA
Random_BP wn nouemy?

2. Jlna dero ucnosb3dyercss KOMNoHeHT Static Mesh B Blueprint-oObexTe
Y KakuM 00pa3oM OH HacTpauBaeTcs?

3. Kakue u3aMeHeHus ciaeyeT BHECTU B TapaMETPbl IEPEMEHHOM, YUTOOBI OHA
MOTJIa XpaHUTh MacCUB CChUIOK Ha TPEXMEPHBIE MOJIETH?

4. Kakyro poJib BBITIOJHAET y3ell Random Integer In Range tipy BEIOOpE CITy-
YalHOM MOJIENIA U3 MaccuBa’?

5. KakoBo HazHaueHue komnoHeHnTa Box Collision n kakue COOBITHS OH CIIO-
coO€H reHepupoBaTh?

6. B yem 3axirouaetcs paziuuue MexIy TUnamMu nanubix Soft Object Reference
u Object Reference nipu paboTe ¢ MacCUBOM MojieNiell B Blueprint u nouemy npeamno-
YTUTEIHHO UCTIOIB30BaTh UMEHHO Soft Object Reference?
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NabopaTtopHasa pabota Ne 3
CO3O0AHUE BUPTYAIIbHOIO NEPCOHAXA C BA30OBbIM
MCKYCCTBEHHbIM UHTEJIJIEKTOM B CPEAE UNREAL ENGINE

Bpewms BeimosiHeHus: — 8 yacoB (ayguTopHasi pabota — 4 yaca, caMOCTOSI-
TelbHas paborta — 4 yaca).

Ileny pabompr: 0CBOUTH HABBIKM Pa3pabOTKH BUPTYAJIbHOIO MEPCOHAMXKa
C 3JIeMeHTaMu 0a30BOT'0 UCKYCCTBEHHOTO MHTEJUICKTA /11 UMUTAIIUU MOBEACHUS
B Unreal Engine.

3agaum padoThbI

1. OcBouUTH MpoIeCcC CO3/1aHKs BUPTYaIbHOTO IEPCOHAXKA C 0A30BBIM UCKYC-
CTBEHHBIM UHTEIIEKTOM B cpene Unreal Engine.

2. M3yunts mnpuHnunel Hactpoiiku AlController w B3auMoaeHCTBUS
¢ Blueprint-knaccamu.

3. Peanmu3oBaTh nepeBUKEHUE MIEPCOHAXA M0 KITFOYEBBIM TOUKAM C UCTIOJb-
30BaHMEM HaBHUTallMOHHOU ceTku (NavMesh).

Ilepeyenb obecrieYuBAKOIINX CPEACTB

1. [TepcoHaNbHBIN KOMITBIOTEDP C JOCTYTIOM B HHTEPHET.
2. Cpena monenupoBanus Blender (Bepcus He Huxke 4.0).
3. Cpena pazpabotku Unreal Engine (Bepcus He HUXe 5.3).

OO0mue TeopeTHYecKHe CBeACHUS

B mHTepakTUBHBIX TPOEKTax, co3nanubix B Unreal Engine, Hapsany ¢ nep-
COHaXXEeM, YINPaBIIEMbIM MOJIb30BATEIEM, MOKHO CO3/1aBaTh JOMOIHUTEIBHBIX
BUPTYJIbHBIX NIEpCOHAXKEU. J1J1sl BHIMOIHEHUS aBTOHOMHBIX JEUCTBHUI HCHOJb-
3YIOTCS IEPCOHAXKH C UCKYCCTBEHHBIM UHTEINIEKTOM (A1 Characters). IX MOXHO
NPUMEHSATh B KAYECTBE MHTEPAKTUBHBIX OOBEKTOB, JBIKYIIUXCS II€JIEH, CITyT-
HUKOB WM (DOHOBBIX 3JIEMEHTOB, 0KUBJISIONINX BUPTYAIbHYIO CPELY.
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B pamkax ganHoit paboThl OyeT peann3oBaHa 0a30Basi JIOTUKA MEpeaBUKE-
HUSI IEPCOHAXKA C UCKYCCTBEHHBIM MHTEJNIEKTOM Ha TpuMepe poOoTa-IbIIecoca.
Ero nepemeiiienrie 0yneT opraHu30BaHO MEXY 3apaHee 3aJJaHHbIMH TOUYKAMHU
MapUIpyTa.

[loaroToBUM TpEeXMEpPHYIO MOJEIb poOoTa-mbliecoca. s 3Toro MoKHO
WCIIOJIb30BaTh TOTOBYKD MOJIENIb, CO3JaTh €€ CAMOCTOSITEJIbHO WM ITOJYYHTh
y npenojaBarens. Jlo0aBbTe MOJIEIb B MPOEKT U HACTPOUTE €€ JJisl KOPPEKTHOTO
B3aMMO/ICUCTBUS C OKpY>Karolen cpenoit (puc. 3.1).

Material charging_station robot_ vacuum_
cleaner

Static Mesh

Puc. 3.1. JIoGaBieHue MoJieiau B MPOEKT

Otkpoiite Content Browser, pacloiO)XEHHbIA B HUXHEW 4YacTH HWHTEp-
¢etica. Co3gaiiTe HOBYIO MANKy JJIsl XpaHEHUSI 3JIEMEHTOB, CBSI3aHHBIX C UCKYC-
CTBEHHBIM uHTeIIeKkTOM. HazoBute nanky Blueprints Al (puc. 3.2).

OpranusyiiTe CTpyKTypy MPOEKTa, pa3Melias Bce CBsI3aHHbIE (Dailiibl, BKITIO-
yasi Blueprint Classes, TOUKA MapIipyTa 1 JOTIOJHUTEIbHBIE JIEMEHTHI, B AKe
Blueprints Al

WS Content Browser x

-+ Add =P Fab 3y Import

Favorites

m Blueprints_Al
i Interior

Puc. 3.2. JloOaBnenue nanku Blueprints Al
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[lepeiinute B nanky Blueprints Al v meIKHUTE TPaBOM KHOMIKOW MBIIIH 10
IIyCTOMY IPOCTPAHCTBY, YTOOBI OTKPBITh MEHIO CO3AaHusl OOBEKTOB (puc. 3.3).
B otkpeiBIIEMcs MeHIO BeIOepuTe Blueprint Class st co31aHusi HOBOTO KJlacca.

Ea New Folder

= = Blueprint Class

A Level

Material

Miagara System

Puc. 3.3. Coznanue Blueprint Class

B okne BbiOOpa 6a3oBoro kiacca B pazzene A/l Classes BBeUTe B CTPOKY TO-
ucka AlController n BbiOepuTe oqHOUMMEHHBIN Kiacc (puc. 3.4). Ilocne noarep-

KJICHUsT BIOOpA TIPUCBOKMTE CO3MaHHOMY Blueprint-Kiiaccy Ha3BaHHE, HAIPUMED,
Al Controller robot (puc. 3.5).
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Pick Paren
COMMON

.!_ Actor

that can be med in the world.

i or that can be ' d' and receive input
awn :

iP
cter is *awn that includes the a
1 o ——— | C Pawn that includes the

&4 Player Controller

Game Mode Base
[H Actor Component
L. Scene Component

ALL CLASSES
X |piController

Filters

L

Al_controller_robot

Blueprint Class

Puc. 3.5. Coznannsiit 00bext A1 Controller robot
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Kinacc AIController B Unreal Engine npenctaBisieT cOO0M CIieliMaIn3upo-
BAHHBII KOMITIOHEHT, MIPEIHa3HAYEHHBIN /ISl YIIPABJICHUS TOBEICHUEM IIEPCOHA-
XeW C UCKYCCTBEHHBIM UHTEIIEKTOM.

AlController M0XHO MCTIONIB30BaTh KaK MOCPEIHUKA MEXKAY MEPCOHAKEM
1 okpyxatomium Mupom. AIController npumeHsieTcs sl CO31aHUS] aBTOHOMHBIX
nepcoHaxke, Takux kak NPC unu (OHOBBIX 00bEKTOB, (PYHKIIMOHUPYIOMINX 0€3
y4acTus MOJIb30BATEIIS.

AlController neobxonuMo Ha3HadaTh TEpcoHaxy (Pawn), KOTOPHIM OH
yrpasisieT. MOXHO HCIOJIb30BaTh KaK CTaTUYECKHE, TaK U JUHAMUYECKHE O00b-
€KThI C BOBMOXKHOCTBIO TIEPEMEIIICHUSI.

KoMaHnzpl ABM>KEHUS U B3aUMOJICUCTBUS TIEPEAtOTCs yepe3 (QyHKIMH, TaKue
kak Move To n Use Object. HyxxHo ucnionb3oBath GhyHKIuo Move To Location njist
nepeMENICHHS TIEPCOHAXKA B 3aJaHHYI0 TOUKY, a Move To Actor — sl clieqOBaHUS
32 KOHKPETHBIM O0OBEKTOM.

Cozpaiite nepcoHaxka JUisl ynpaBieHus: KOHTpoJuiepoM. Mcnoinb3yiite coo-
CTBEHHBIN Pawn, 0JHAKO yYUTHIBAWTE, YTO OH TpeOyeT PyuyHOU HACTPOWKH Ma-
paMeTpoB: pa3Mmepa, (POpPMbI KOJTU3UH, CKOPOCTH MEPEMEICHUs], TPaBUTALUN
Y B3aMMOJICHCTBUS C MOBEPXHOCTSIMU. BHINOJIHUTE TaKue HACTPOUKHU JIJIsl MOJTY-
YEHUsI KOPPEKTHOTO MOBEICHUS, HO YUYUTHIBANTE TPYIOEMKOCTh JIAHHOTO MO/~
X0/1a.

Ucnonp3yiiTe ToToBBIN KiIacce Character, pacmupsronuii Pawn s yCKO-
peHust pa3pabOTKH, TaK KaK OH COACPKUT MPETHACTPOCHHBIE MEXaHU3MBbI YIIPAB-
JICHUSI IBUKEHUEM U B3aUMOJICUCTBUEM C OKPY>KEHHUEM.

Ucnionb3yiite BcTpoeHHBIM KoMrnioHeHT CharacterMovement njis 00pabOTKu
0a30BbIX JIEHCTBUI MepCOHaXKa: XOAbObI, Oera, MPHLKKOB U IBUKEHUS 10 HAKJIOH-
HBbIM TOBEpXHOCTSIM. HacTpoiite mapaMeTpbl CKOPOCTH TMEPEMEIICHHUS], BBICOTHI
MPbDKKA U APYTHE XapaKTEPUCTUKH Yepe3 MapaMeTPbl KOMIIOHEHTA.

Hcnonp3yiiTe KancybHYO KOJUIM3UIO, BCTpoeHHYI0 B Character, st onpe-
neneHust (popMbl B3aUMOJICHCTBUS MEPCOHAXKA C OKPY>KAIOIIUM MHUPOM. YUHUTHI-
Baiite, 4To (hopMa KOJUTM3UU OTPaHUYCHA IIWIMHAPUYECKON Karcyiou. [Ipu HeoO-
XOJIMMOCTH BBITIOJIHUTE €€ HACTPOIMKY, U3MEHSISI pa3Mephbl B COOTBETCTBUU € (op-
MO Baliero 00beKTa.

BrimonmHuTe HacTpOMKY KOJUTM3UU TaKUM 00pa3oM, YTOObI OHA MAKCUMAIIbHO
COOTBETCTBOBaJA (hOPME MOJIENH, HATIPUMED, B CIIydae ¢ pOOOTOM-TIBLIIECOCOM.

70



B nanke Blueprints Al mienkHUATE TPaBON KHOMKOM MBIIIIH 10 ITyCTOMY TIPO-
CTPAHCTBY, YTOOBI OTKPBHITH MEHIO CO3/1aHUsI OOBEKTOB. BbhiOepuTe NyHKT
Blueprint Class nns co3aaHus HOBOTO Kjiacca.

B otkpeiBiIeMcst okHe BbiOepuTe kateroputo Character (puc. 3.6).

HazoBure co3nannbiit 00bekT A1 Robot (puc. 3.7).

Pick Parent C
COMMON
An Actor is an object that can be placed or vned in the world.
r that can be 'p ed' and receive input
¢pe of Pawn that includes the ability to walk
is an actor responsible for controlling a Pawn
Player Controller l J

its rules,

3] Game Mode Base

r Content Browser

+ Add ZPFab YV lmport [ Save Al & ] Content » Blueprints_Al

b Favorites Filters

il Interior
Al_controller_ Al_robot
robot

Puc. 3.7. Coznanusiit 00bext A1 robot

B nanke Blueprints Al mienkHuTe MpaBoil KHOMKOW MBIIIK HA MyCTOM TIPO-
CTPAHCTBE, UTOOBI OTKPBITH NTAHEIb CO3/laHUs 00OBEKTOB. B MOsSBUBIIEMCS MEHIO
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BbIOEpUTE yHKT Blueprint Class, mociie 4ero oTKpoeTcss OKHO BbIOOpa 0a30BOT0O
kiacca. Beibepute kareroputo Actor, npeHa3HAYECHHYIO JIJIsl CO3/ITaHKs 0a30BbIX
00BEKTOB, pa3MeNIaeMbIX Ha ypoBHE (puc. 3.8).

Hasznaubte 00bekTy uMs BP TargetPoint. Vicnonb3yiTe qaHHbIE 00bEKTHI
B KaueCTBE KJIFOUEBBIX TOUEK MApIIpyTa, K KOTOPBIM OyJIeT epeMeniaThCs po-
ooT-nibuIecoc (puc. 3.9).

CdopmupyiiTe UTOTOBYIO CTPYKTYPY ITPOEKTA TAKUM 00Pa30M, YTOOBI B MAIIKE
Blueprints Al Obumn nipenctaBieHsl Tpu o0bekTa THna Blueprint Class. Vcnionb-
3yiiTe UX B Ka4eCTBE OCHOBBI JJIsl pealii3alliyl MOBEICHUS MEePCOHaKa ¢ 0a30BbIM
HCKYCCTBEHHBIM HUHTEIIJICKTOM.

Pick Parent Class
COMMON
An Actor is an object that can be placed or spawned in the world.

that can be " and receive input

e of Pawn that includes the ability to walk

¥S Content Browser X

+Add ZPFab YyImport = Save All ®

b Favorites

w lab7

& All

#m Blueprints_Al
i Interior

Al_controller_ Al_robaot BP_TargetPoint
robot

Puc. 3.9. Ha6op o6bextoB Blueprint Class nns co3aanus nepconaxa ¢ MU

Ortkpolite paHee co3nanublii Blueprint ¢ umeneM Al Robot (tuni Character).
B penakrope Blueprint navinute nanenb Components, pacrojiOXEHHYIO CJeBa.

72



Hcnonp3yiiTe ee Ui YIPaBICHUS BCEMH COCTABIITIOIIMME TIEPCOHAXKA, BKIIFOYAS
Capsule Component, CharacterMovement v ipyrie 0a30BbI€ JJIEMEHTHI.

Ortxkpotite Content Browser 1 iepeTaliuTe TPEXMEPHYIO MOJIENb pOOOTa-TIbLIEe-
coca B OKHO penakTopa Blueprint. [locie mo6aBiIeHNs MOJIEITb OTOOPA3UTCS B CITHCKE
KOMITOHEHTOB M B paboueit 001acTu BU3yalibHOTO penakropa (puc. 3.10).

Pa3mectrTe MOJie1h BHYTPH KalCyJIbl TAKUM 00pa3oM, YTOOBI OHA HaXO -
J1ach B €€ IEHTPE U KOPPEKTHO COOTBETCTBOBAJIA TPAHUIIAM TIEPCOHAXKA.

- 5 Diff v ,_I Find % Hide Unrelated :

+add &P Fab V) Import savenl ® im Al > Content

Material charging_station robot_vacuum_
cleaner

Static Mesh

Puc. 3.10. Jo6aBnenune moaenu B Character

Ecnu pazmep TpexmepHoil MO/ie N HE COOTBETCTBYET MacCIlITa0y BUPTyallb-
HOM CIIEHBI, BHIOJIHUTE HACTPOUKY MapaMeTpPOB.

BoinennTe KOMIIOHEHT MOJIENIM B CIIMCKE KOMIIOHEHTOB, MepenuTe B Ma-
Henb Details u otkpoitte pazaen Transform. U3menute napamertp Scale, 4To0bI
CKOPPEKTHUPOBATh MacIITad MOACIH. Y MEHBIIUTE WU YBEIIMUbTE 3HAUYCHHUS JIO
JTOCTHXKEHHST TpeOyeMoro pasmepa, 00ecreunBaroero COOTBETCTBUE OKPYIKe-
Huto (puc. 3.11).
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Puc. 3.11. Usmeunenue maciurada monenu B Character

Takum ke 00pa3oM BBITIOJHUTE HACTPOUKY pa3MeEpPOB KaIlCyJIbl, YTOObI OHU
COOTBETCTBOBAJIM rabapuTaM MOJIEJIM poOOTa-IblIecOCa. Y UNThIBAUTE, UTO Kall-
CyJia UMEET OKPYTIIYIO (OpPMY U MOKET HE MOJHOCTHIO COBIAJIaTh C T€OMETPUEH
00beKTa. ATaNTUPYUTE €€ MapaMeTphl TaK, YTOOBI 00€CTICYUTh KOPPEKTHOE B3a-
MMOJICVCTBUE C OKPYKAIOIIENU CPESIOH.

Brigenute komnoneHnT Capsule Component B maHelId KOMIIOHEHTOB peaak-
topa Blueprint. Ilepetinute B nanensb Details n Haiaute pazaen Shape. cnionb-
3yWTE mapaMeTphl I U3MEHEHHUS pa3MepOB KaIlCyJIbl:

— Capsule Half Height — 3a1aeT BBICOTY KarCyJibl OT IIEHTPA JO BEPXHETO
WJIA HYDKHETO Kpasi;

— Capsule Radius — onipenensieT paanyc KarcyJibl B OMIEPEYHOM CEUCHUMU.

Bnecure HeoOxoauMBble U3MEHEHUS U YOEAUTECH, YTO Karcyjaa KOPPEKTHO
BBIPOBHEHA OTHOCUTENILHO Mojienu (puc. 3.12).

& Details

Puc. 3.12. 3amenenue pazmepa kancynisl Character
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B nanenu Components cieBa BbIOEpUTE OCHOBHOW KOMIIOHEHT BallIeTO Tep-
conaxa. [lepeiinure B nanens Details, Tie 0TOOpakarOTCs apaMeTpsl BRIOpaH-
HOT'O KOMITOHEHTA.

Otkpoiite pazaen Character Movement (Rotation Settings). Halinute napa-
MeTp Orient Rotation to Movement. Eciin nmapaMeTp OTKJIFOYEH, aKTUBUPYHTE
€ro, yCTaHOBUB COOTBETCTBYIOIIUH (piaxkok. OOecreubTe aBTOMaTUYECKUHN TI0-
BOPOT NEPCOHAXkA B HAMPaBJIECHUHU JIBHKeHUs (puc. 3.13).

Puc. 3.13. HacTpoiika moBopoTa nepcoHa)ka B HaIpPaBJICHUH JIBH>KCHUS

Hactpoiite cBsa3b nepconaxa ¢ koutposiepom AI/Controller. B ocHOBHOM
KOMIIOHEHTE TMEpCOoHa)xa nepeiaure B pasznen Pawn v Haiiaute napametrp Al
Controller Class, onpenensronuii KOHTPOJUIEp yIpaBiIeHUSI.

OTKpolTe BBINMAJAIONIMN CIOUCOK M BBHIOEPUTE paHEe CO3JaHHBIM KJlacc
Al Controller robot (puc. 3.14).

[ components

+add Q

2 4 robot (Self)

it: Walking

it: Jumping / Falling

Puc. 3.14. HaznaueHne KOHTpOJUIEpA YIIPABICHUS IIEPCOHAKEM
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[TockonbpKy CTaHIAPTHBIM KOMIIOHEHT MEPCOHAXa pacCUMTaH Ha MepeBU-
XKEHUE CPEIHECTATUCTUUECKOTO YEJIOBEKA, BHIIIOJHUTE HACTPOUKY MapaMeTPOB
CKOpOCTHU Jisi poOoTa-nibuiecoca. Bribepute xkommnonent CharacterMovement,
OTBEYAIOUIUH 32 yIIpaBJeHUE NIEpEMEIICHUEM ITEPCOHaXA.

[lepeiinute B manens Details v otkpoute pasnen Character Movement
(Walking). Haiinutre napametrp Max Walk Speed, onpeaensitomnii MakCUMalib-
HYIO CKOPOCTb MEPEJBMKECHUS. Y CTAHOBUTE 3HAYEHHE, COOTBETCTBYIOIIEE MEJ-
JIEHHOMY JIBM>KEHUI0, Hanpumep, 50 exunuiy (puc. 3.15).

nt (CharMoveComp)  Editin C++

Puc. 3.15. I3meHeHne CKOPOCTH NEPEABUKEHUS IEPCOHAKA

CroMIuIMpyHTe ¥ COXpAHUTE CO3AAHHOTO MEePCOHaXa, YTOOBI TPUMEHUTD
BHECEHHbIE U3MeHeHus (puc. 3.16).

Al_robot

E | (&) [ 3 Compile |} n Diff ~ ,_l Find

Ca

Components Viewport

+add Q

Puc. 3.16. KoMmnuisiuust Kojga ¥ COXpaHEHHUE TIEpCOHakKa

Otkpoiite A1 Controller robot — panee coznanubii AIController, oTBeya-
IOIIMI 3a yIpaBlIeHUE ToBeJIeHrneM poboTa-nbiiecoca (puc. 3.17). Peanusyiite
B HEM OCHOBHYIO JIOTHKY: TTOMCK IEJIEBBIX TOYEK U BBINOJIHEHHUE MEPEMEIICHUS

K HUM.
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All > Content > Blueprints_Al

Filters

-
Al_controller_robot

Blueprint Class

Puc. 3.17. Otkpeitue Al _Controller robot

[lepeiinute Bo BkIanky Event Graph B penakrope Blueprint KOHTpoIUiepa.
3anmaiite 3/1eCh BU3YaJbHYIO JIOTHUKY IMOBEICHUS NIEPCOHAXA. Peanu3yiTe 3rarbl
BbIOOpa Ommkaitiieit Touku (Target Point) v BBIOJHEHUS KOMaH/ bl IBUXKEHHUSL.

Co3paliTe Bce TOYKH MaplIpyTa Ha OCHOBE Kiacca Actor BP _TargetPoint.
ObecnieubTe UX TOCTYMHOCTH JIJIsi KOHTPOJLIEPA, 3arPy3UB UX B MaMSTh.

Ucnonv3yiite dyukuuto Get All Actors of Class nisi OMydeHUs] CIUCKA
BCEX 00BEKTOB 33/IaHHOTO TUIA Ha YpoBHE. B napamerpe Actor Class BbiOepute
paHee co3aanHbii kiacc BP_TargetPoint (puc. 3.18).

Actor Class Out Actors
BP T Paoin s

¥ BP_TargetPoin]

0 None
Pqer_rargetpoint

Puc. 3.18. ®yukuus Get All Actors of Class

Oyukuuto Get All Actors of Class BHITIONHSINTE OJUH pa3 JJIsl 3aTpy3KH BCeX
TOYEK MaplIpyTa B MaMsATh MIPH 3aITyCKe ypPOoBHS. MICcTIonb3yiTe 7151 3TOTO COOBI-
tue Event BeginPlay, KoTopoe aBTOMaTU4YECKH CpadaThIBAET MPHU CTAPTE pabOThI

KOHTpoJuiepa (puc. 3.19).
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> Event BeginPlay " F Get All Actors Of Class

r——lr

Actor Clas

Puc. 3.19. Csa3p pynkuuu Get All Actors of Class u coObiTust Begin Play

Coxpanute naHsHble, Bo3Bpamaembie pynkuuent Get All Actors of Class,
B nepeMeHHyo. Mcnonp3yiite BeixogHo nopt Out Actors. lllenkaute npaBou
KHOITKOM MBIIIIH [0 UKOHKE MacCcHuBa U BeIOepuTe Promote to Variable. Co3natite
MEPEMEHHYIO JIJIsl XpaHEHHUsI MACCHUBA MOJIYUYEHHBIX 00beKTOB (puc. 3.20).

<> Event BeginPlay " F Get all Actors Of Class

r——lr

Actar Cl Out Actors
BP Tar

Promote to Variable

Puc. 3.20. Coxpanenue nannubix u3 Get All Actors of Class B nepeMEHHYO

[Tocne co3manusi mepeMeHHONM OHAa aBTOMATHUYECKH MOJKIIOYAETCS K BbI-
xony Out Actors v JaHHbBIE MAacCUBa (DYHKIIUU COXPAHSIIOTCS B 3TOM IEPEMEHHOM
(puc. 3.21).

> Event BeginPlay __f Get All Actors Of Class _—

3 » D ——

Actor 55 Out Actors Out Actors
BP T

Puc. 3.21. 3arpy3ka ITaHHBIX O TOYKaxX B IEPEMEHHYIO
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N3menute Ha3zBaHue nepemenHou ¢ Qut Actors Ha TargetPoints. J1jist 3TOTO
BBIJICTIUTE IEPEMEHHYIO U NepeiinTe B naHelnb Details. B BepxHeii yacTu naHenu
HAaUTE TOJIE UMEHHM IMEPEMEHHOM W 3aJalTe HOBOE Ha3zBaHue 1argetPoints

(puc. 3.22).

4 Details

|_J

Variable

SET

a 2 SEE

Target Points

Puc. 3.22. I3MeHeHNE Ha3BaHUS IEPEMEHHOM

JIBM>KEHME IIEpCOHAXKA 3aIllyCKalTe IO OTAEIbHOMY coObITHIO. B Event
Graph 1WENKHUTE TPaBOl KHOMKOW MBIIIH MO MYyCTOMY IPOCTPAHCTBY, YTOOBI
OTKpBITh MEHIO J0OaBJIEHUS 3JIEMEHTOB. B mosiBUBLIEMCs cMCKe BBIOEpUTE

nyHKT Add Custom Event (puc. 3.23).
[lepeumenyiite coznanHoe coowsitue B MoveToRandomPoint, ucnonb3ys

nanenb Details niam 4epe3 KOHTEKCTHOE MEHIO.

s for this Blueprint Context Sensitive

% add Custom Event

Add Event

#JAdd Custom Eventd

Puc. 3.23. Jlo6aBnenue Custom Event

[TpuBsxUTE K CO3MAHHOMY COOBITHIO JAIBHEUIITYIO JIOTHUKY, BKJIHOYAsl BHIOOP
CJIy4aiiHOM TOYKHM W3 MaccuBa. [ atoro no6aBbTe hyHKIMO Random Integer in
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Range, KOTOpas IIO3BOJINT BBI6paTB CquaﬁHBIﬁ HNMHACKC B 3aJIaHHOM JIHAIIa30HC
(puc. 3.24).

foveToRandomPoint

Context Sensitive

Math
Random

3 from Stream

Puc. 3.24. Jlo6aBnenue Random Integer in Range

JJ1st moydeHusi TOCTyTa K 2JIEeMeHTaM MacCHBa MEPEMECTUTE TEPEMECHHYIO
TargetPoints B pabouyto obnactb rpada. [leperanure nepeMeHHY0 U3 CIIUCKA
CJI€Ba U B IMOSBHUBIIEMCS MEHIO BbIOepuTe BapuaHT Get. DTO CO31acCT y3eil s
MOJTYYEHUS JTOCTYIIA K TaHHBIM MaccuBa (puc. 3.25).

VARIABLES ®

TargetPoints BP Target Pt »

Mew\ar EPath Follow = :
Get TargetPoints
EVENT DISPATCHERS

Set TargetPoints

Puc. 3.25. Br13oB nepemenHoit TargetPoints

Omnpegenure nocjaeaAHNN MHACKC MacCUBa, UCTIONIb3Ys GyHKUUIO Last Index
(puc. 3.26).
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T —

Target Points

Utilities
Array

oj|Last Index

Puc. 3.26. Be130B pyHKIIMHU TTOTYyUEHHS TTOCIIEIHETO UHIEKCAa MacCHBa

[TomyuwTe 351eMEHT MaccuBa 1o CTy4aifHOMY HHIEKCY. OT BBIXOIHOTO TIOPTA
nepeMeHHou TargetPoints TpOTSHUTE TUHUIO U BbI3oBUTE PyHKIMIO Get a Copy,
KOTOpasi MO3BOJISICT TIOJIYYUTh KOIHUIO DJIEMEHTa MAaCCHBA, HE U3MEHSISI NCXOHBIC
nanusie (puc. 3.27).

Actions taking a
Target Point Obj
¥ Get(acopy)

Target Points Utilities

Array

Puc. 3.27. Bb130B pyHKIIMY MOJTYyUYECHUS] KOITUU 3JIEMEHTA MACCUBA C YKa3aHHBIM
MHIEKCOM

[Tonxmouute BoixoA Last Index k Bxony Max pynxuuu Random Integer in
Range. Takum oOpa3om, cilydailHbI MHAEKC OyJIeT T€HEPUPOBATHCS B Juaria-
30He OT 0 710 MOCTeAHETO NHEKCa MacCHBa.

[Tonxmouute BbIxOA (PyHKUMM Random Integer in Range x Bxony Index
¢ynkuun Get a Copy. 310 00€CleuuT NOJyYeHUE CIIy4aitHOTO 3JIEMEHTa Mac-
CHBa U3 JIOCTYIHBIX 3HaueHui (puc. 3.28).
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AT
Target Points

“F Random Integer in Range .

O Min ||_| Return Value @

® Max

Puc. 3.28. Jloruka BbI30Ba CIIy4ailHOTO 3JIEMEHTA MacCUBA

CdopmupoBap ciydailHyr0 TOUKY M3 MAacCHUBA, peau3yuTe NepeMelieHue
nepconaxa. Haitgure dynkuuto A Move To (puc. 3.29).

All Actions for this Blueprint Context Sensitive
~ Al MoveTo
Al
Mavigation
Tasks

T Move To Location or Actor

Al MoveTo

Puc. 3.29. BeizoB ¢yukiuu A Move To

Hcnons3yiite pynkuuto A Move To nns 3ajanus Lely NepeMenieHus nep-
coHaxa, yrpanisieMoro AIController. Yxa3bIBaiiTe 11€J1b B BUJiE 00beKTa (Actor).
DyHKIHA aBTOMATHYECKU PACCUUTHIBAET MAPIIPYT C UCTIOJIb30BAHUEM CHCTEMBbI
HaBurauuu NavMesh, oGecrieunBasi KOPPEKTHOE NEPEMEIICHUE C YUETOM TMpe-
narcTBuil. Takxke oOecrneubTe 00paOOTKY COOBITHI 3aBEpIICHUS JIBUXKEHUS,

BKJIO4as yCIICITHOC JOCTHKCHHEC LCJIN WU IIPCPBIBAHUC ITYTH.
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Coenunure codbitue MoveToRandomPoint ¢ dyukiueit AI Move To. llepe-
JalTe JaHHBIE U3 KOIMUU AJIEMEHTAa MaccuBa BO BXxoJl Target Actor dynkuuu AI
Move To (puc. 3.30).

> MoveToRandomPoint i
[ Al MoveTo

Target Points

Puc. 3.30. Iloaxmouenue dhyukiuu A1 Move To

Jlo6aBbTe Tpu (YyHKIMU, KOTOpbIE OYyJIyT MOBTOPHO 3allyCKAaTh COOBITHE
MoveToRandomPoint nocne 3aBepiiieHust AprxeHus (puc. 3.31).

All Actions for this Blueprint
¥ Move to Random Point

Call Function

' IMove to Random Point

Puc. 3.31. IloBTopHsIii 3amyck coobiTust MoveToRandomPoint

Jlob6aBbTe dhyukmuio Delay nis 3a1anust 3aePKKA MEKTy TIOCIISIOBATEITh-
HBIMM TIEpEeMEIISHUSIMH TIepcoHaxka (puc. 3.32).
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Flow Control

Switrh

hdlDelay

F BEEN Until Mext Tick
F Retriggerable BJHEN

Struct

Puc. 3.32. Jlo6aBnenue ¢hyukuuu Delay

JIi1st oToOpakeHHsI Ha SKpaHe HHPOPMAITUHU O TeKYIIUX ACHCTBUIX HUCIIOb-
3yite ¢pyukiuto Print String (puc. 3.33).

All Actions for this Blueprint Context Sensitive
»  Print String

Development

wa Print String

Utilities

Puc. 3.33. Be13oB ¢yukiuu Print String

OcraBbTe 0/11H BbI30B cOObITUA MoveToRandomPoint B pe3epBe — OH OyAeT
MCII0JIb30BaThCS B TAJIbHEUIIIEM.

Cdhopmupyiite u3 octaBIIMXCs (QyHKIMIA ABE MOCIIEA0BATEILHOCTH (puc. 3.34).

[lepBas nenouka: BeiBeAuTe CTPOKY «llenb nocturayra. MeHsito Hampasie-
HUE», 3aTE€M BBITIOJHUTE 3aJ€PKKy B | cekyHay ¢ momonisio Delay u TOBTOPHO
BbI30BUTE cOObITUE MoveToRandomPoint.

Bropas menouka: BeIBEAUTE CTPOKY «JIBUTaroch K TOUYKE» U cpasy 3aIy-
ctute coobitue MoveToRandomPoint.
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T Print String T Delay Target
P — »H Completed p - =—

» Duration [1,0] Target [ self |

Development Only
W

_ & Move to Random Point
I Print String A| Controller Robot

In String Target [ self |
il cb K Touke |

Develapment Only

Puc. 3.34. /IBe nienoyku AecTBUil nepe MOBTOPHBIM 3aIMyCKOM COOBITHS

ITepBas ienoyka A0JKHA 3aITyCKAThCS IIPU JIOCTHKEHUH TTEPCOHAXKEM 1IEJIH.
Ucnonb3yiite Boixoa On Success pynkuuu Al Move To nis ee akTUBAIUU.

Bropas nenouka 10mKHA 33Ty CKaThCS P HEBO3MOKHOCTH TIOCTUKEHUS LIEIH.
[TonxmounTte ee K Beixoxy On Fail pyuximu Al Move To, 4T00bI TOBTOPHO WHUITHU-
MPOBaTh JIBI)KEHUE NMPU BO3HUKHOBEHUH OIIINOKH.

Coenunute ¢pynkiuto AI Move To ¢ nByMs CO31aHHBIMU IIETIOYKAMU JI€H-
cTBuii (puc. 3.35).

Q (& Wove to Random Pomnt

‘Wavovers Completed b —— B
» > String » Duration [1,0] Target [self |
Pawn
o Destination = On Fail

Movement Result

& Wove to Random Point

?Eﬂi{smng
Stop on Overlap » »

Target [ self |

Puc. 3.35. Coennnenue nemnoyek BbI3oBa coObITust MoveToRandomPoint
u byukuu A1 Move To

Jlo6aBbTe mociegHUM BBI30B cOOBITHSA MoveToRandomPoint K NTOTHKE, CBSI-
3aHHOM ¢ coObITHEM Event Begin Play (puc. 3.36).
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& Moveto Random Point

> Event BaginPlay I Get All Actors Of Class s .
SET
» pb——p

Target Points Target [self |

Puc. 3.36. /lonionHeHue 1Oruky, cBsa3anHou ¢ Event Begin Play

CdopmupyiiTe UTOrOBYIO JIOTUKY NMEPEMEIICHUS MEPCOHAXKA K CIydailHON
touke (puc. 3.37).

© [Ciiworndon pomt

€ MoveToRandomPoint i
[ Al MoveTo Completed [} = - B [

Target [self |

Puc. 3.37. ToroBslii pe3ynbTaT CO3[JaHHs JIOTUKHU MEPEIBHKEHUS IEPCOHAXKA
K CIIy4YallHOM TOYKE

Cxomnunupyiite u coxpanure AIController (puc. 3.38).

7z o~ File Edit Asset View Debug Window Tools
(AL )
Al_controller_robot ®

pile | i wig Diff v 9 Find

Puc. 3.38. Komnussanus koga u coXpaHeHUE KOHTPOJUIEpa

[lepemectute nepconaxka Al Robot u3 Content Browser Ha ypoBeHb. Pa3-
MECTUTE HE MEHEE JIBYX 1lesieBbIX Touek BP TargetPoint (puc. 3.39).
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Jliist oGecrieyeHus: MOMCKa MapUIPyTOB MEXAY TOUKaMU J0OaBbTE HaBUTa-
UOHHYIO ceTKy Nav Mesh. Victionb3yiiTe ee JJ1sl pacuera BCEX BO3MOXKHBIX ITy-
TeW, TOCTYNHBIX JJIsl epemMenienus A/-nepconaxeit. Haiiqure Nav Mesh B na-
Henu Place Actor Panel (puc. 3.40).

o S
,rulileﬁl!Ilﬁilrlllllnniumm [

',

Import Content...
Quixel Bridge
Unreal Marketplace

o Content Browser

Basic
Lights
Shapes
5 Cinematic
Media Plate
. Visual Effects
Volumes
All Classes
Place Actors Panel

b . . . . . .

[+ Mav Mesh Bounds Volume ::

Puc. 3.40. Be3oB nauenu Place Actor Panel
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Nav Mesh Bounds Volume 3anaet 00aacTh, B rpejieiax KOTOPOil BBIYUCIIS-
€TCSl MyTh JJIA IEPCOHAKEH, YIPABIIEMBIX HCKYCCTBEHHBIM MHTEIIEKTOM (A[).
Hcnons3yiiTe 3Ty 0071aCTh KaK OCHOBY JIJIsl TEHEPAITMH BCEX BO3MOKHBIX MapIll-
PYTOB JBM)KEHHUS M pacyeTa JOCTYITHBIX 30H MEPEMENICHHs C YUYETOM IpeTsT-
CTBHUI.

Hactpoiite Nav Mesh Bounds Volume Takum 00pa3oM, 4TOObI OH OXBAThI-
BaJl BCE YYaCTKH yPOBHsI, TTI0 KOTOPBIM JOJDKEH TMepeMeniaThes nepconax. [Ipu
HEOO0XOIMMOCTH U3MEHUTE €TI0 pa3Mephl, YTOOBI TTIOKPHITH BCIO UTPOBYIO TEPPH-
TOPHUIO WJIM TOJIbKO HYXHYIO YacTh CILICHBI, HAIPUMEP 30HY MEpPEeMEIICHUs PO-
OoTa-TpIIeCOCa.

HobasbTe Nav Mesh Bounds Volume Ha ypoBEHb U HO)KMUTE KJIaBully P Ha
KJIaBHAType JJIs1 OTOOpaKeHUs CETKM HaBUranuu (puc. 3.41).

L Interior_Al

) 5B @ Selection Mode v

L o
%, Place Actors

%  Nav Mesh|

A WEVEVIESTI Bounds Volume

Puc. 3.41. JloGaBienue Ha ypoBeHb Nav Mesh Bounds Volume

Tepputopust nokpeiTuss Nav Mesh B pelakTope OTOOpa)kaeTcs 3€JICHBIM
1BeToM (puc. 3.42).

Pa3mMeraiite Bce TOUKM BHYTPH 3€JICHOU 30HBI. Mcnonb3yiiTe 3Ty 00J1acTh
st o0ecrieueHusl JOCTYITHOCTH MapuipyToB st Al-nepconaxka. Ecnu Touka
HaXOJIUTCS BHE 30HBI OKPBITHSI, MAPIIPYT K HEM HE OyET MOCTPOEH U IEPCOHAXK
JIOJKEH MEPENTHU K CIEIYIONIEN TOYKE U3 MacCUBa.

Crapalitech pa3MeniaTh LEJIEBbIC TOYKH UCKIFOYUTEIBHO B MPEAeiIax MmoI-
CBEUEHHOM 00J1acTH.
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Puc. 3.42. Orobpaxenue Nav Mesh

B03M0OXXHOCTh MPOXOXKAEHUSI MAPIIPYTOB 3aBUCUT OT HacTpoek NavMesh,
KOTOpBbIE YIPaBISAIOTCS 00beKTOM RecastNavMesh. Vicnonb3yiTe 3TOT 0OBEKT
IUISL XpAHEHUS TAaHHBIX HABUTAIIMOHHOM CETKH U pacueTa IyTeH ISl IEPCOHAXKEN

(puc. 3.43).

f= Outliner

Puc. 3.43. IlapameTpsl HacTpoek RecastNavMesh

JI7is KOPPEKTHOTO MPOXOXKIACHHS MEPCOHAKEM Y3KUX YYaCTKOB HACTPOUTE
napameTpbl Agent Radius n Agent Height B NavMesh Takum 00pa3om, 4TOObI OHU
COOTBETCTBOBAJIM pa3MepaM KariCyJibl KOJTU3UU TIEPCOHAXKaA.

Cunxponusupyiite 3HaueHus Agent Radius u Agent Height c napameTpamu
KarcyJibl, YTOObI 00ECTIEYUTh KOPPEKTHBIN pacyeT MPOXOIUMOCTH MAPUIPYTOB.
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YuuThIBaiiTe, YTO MPHU HECOOTBETCTBUH ITUX MTAPAMETPOB BO3MOKHBI OIITHOKHU
noctpoeHus mytu. Eciau paaMepsl nepcoHa)a MpeBbIIIA0T JOMYCTUMbIE 3HAUCHHUSI
JUIS ydacTka (Hampumep, ABepHoro mpoema), NavMesh OyJeT cuyuTaTh MapuipyT

HEIMPOXOAUMBIM M HE TO3BOJUT MEPCOHAXKY IBUTATHCS UYepe3 TaKue 00JIacTh
(puc. 3.44).

& Details X ¥ World Settings

8 RecastNavMesh-Default

©, RecastNavMesh-Default (Instance)

Q,
General Misc Streaming
Transform
Display
Generation

Fixed Tile P

ion Params

Puc. 3.44. I3mMeHeHune napameTpoB paguyca 1 BbICOTHI KaICyJbl IepcoOHaka
IUIS pacyueTa myTH

ITocne BBITOTHEHUS BCEX HAaCTPOCK 3aIlyCTHUTC IMPOCKT MU IMPOBCPLTEC KOP-
PCKTHOCTD pa6OTBI JIOTUKHU IICPEMCIICHUA IICPCOHAXKA.

3aganusa

Coxpanure pe3ynbTatr padboTsl B Buje npoekta Unreal Engine, COBMECTUMOTO
c Bepcueit UE 5.3 u Boiie. HazoBure npoekt no madnony Familiva AICharacter.

Cobnronaiite TpeOOBaHUS K Ha3BAHUIO MPOEKTA: UCTIOIB3YHUTE TOIBKO Ja-
TUHCKHE OyKBBI, MUGPHI M CUMBOJI MOTYepKUBanusa. He mpumensiite pycckue
CUMBOJIBI, TIPOOEITBI ¥ CTICIIUATIBHBIC 3HAKH.
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3ananue 1. Peanuzanus 6a3oBoro noseaeHus: 4/-nepcoHaxa c nepemerie-
HUEM TI0 CJIy4YalHbIM TOYKaM.

1. Cozmaiite Tpu kiacca: Al Robot (Character), Al Controller robot
(AlControllery n BP TargetPoint (Actor). Pazmectute ux B mnanke Blue-
prints Al

2. Pa3mectuTe Ha ypoBHE HE MEHEEe Tpex J3K3eMIusipoB BP TargetPoint
B Pa3HbIX TOYKAaX BUPTYaJIbHOTO MPOCTPAHCTRA.

3. Hactpoiite AI Controller robot Takum o6pazom, utoosl 41 Robot niepe-
MeIajcs K CIy4alHOM TOUKE U3 MacCuBa, UCTIONb3ys GpyHKIMo MoveTo.

4. Pazmectute Ha ypoBHe Al Robot n Nav Mesh Bounds Volume. Ilpo-
BEPHTE KOPPEKTHOCTh PaOOTHI JIOTUKHU NIEPEMEIIICHUS TIPU 3aITyCKE YPOBHSI.

3amanme 2. Peanu3anus mocieI0BaTeIbHOTO ABUKEHHS A/-IEpCOHAXKA 10
TOYKAM MapupyTa.

1. Cozpaiite u Moauduuupyire konuto kiacca AI_Controller robot, 4uTo0b
Al Robot nepememancst no ToukaM BP TargetPoint B OpsAJIKE UX CJIEI0OBaHUS
(OT mepBOM 10 MOCEHENW B MACCUBE).

2. Ob6ecnieubTe BO3BpAT K HaUaJIbLHOM TOUKE WM 3aBEPILICHUE MapIIpyTa Mo-
CJ€ JOCTHXKEHUSI TOCJEAHEN TOUKHU (BBIOEpPUTE BAapUAHT MO CBOEMY YCMOTpE-
HUIO).

3. IlpoBepbTe KOppPEKTHOCTH nepemettienust Al Robot mexny ToUKaMu Mpu
3aIyCKe MPOEKTAa.

KOHTpOJILHBIe BOIIPOCHI

1. Yro npencrasnsier cobout knacc AIController B Unreal Engine n kakoBa
€ro ocHoBHasl PyHKITHs?

2. Jlns gero ucnonbiyercs KomnoHeHT Nav Mesh Bounds Volume u xak oH
BIIMSICT HA TIepeIBUKEHUE A/-niepconaxa?

3. [Toyemy BaXHO COIJIACOBBIBATH pa3Mephl KalCyJsbl MEPCOHAXKA C Mapa-
metpamu Agent Radius v Agent Height 8 NavMesh'!

4.Yto mpou3oiIeT, eciu 1ejieBas TOUKa OKaKeTCS BHE 30HBI MOKPBITUS
NavMesh, u kak cuctema OyeT pearuipoBaTh B 3TOM ciiydae?

5. B yem 3aximrouaercs pa3nuuue Mexay kinaccamu Pawn u Character, v o-
4yeMmy B JIaHHOM JTabopaTopHoii paboTte ucnoiaszyerca umeHHo Character?
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NNabopaTtopHasa paboTta Ne 4
CO3AHUE BA30BOIO NPOEKTA ANA BUPTYAIIbHOU
PEAJIbHOCTHU (VR), EF'O 3ANAKOBKA U TECTUPOBAHUE

Bpewms BeinmosiHeHus: — 8 yacoB (ayauTopHasi pabota — 4 yaca, caMOCTOSI-
TelbHas paborta — 4 yaca).

Ileny pabomel: oBnaneTh HaBBIKAMU CO3aHUs 0a3oBoro VR-npunoxeHus
B cpene paspabotrku Unreal Engine, a Takke OCBOUTH MPOLIECC €T0 YIAKOBKHU
Y TECTUPOBAHUS Ha COBMECTUMOCTh C YCTPOUCTBAMH BUPTYAIbHOUN pEAIbHOCTH.

3agaum padoThI

1. O3HaKOMUTBCS C YCTPOWCTBOM M MPUHIIMIIAMH PAOOTHI IIJIEMA BUPTYyalb-
HOU peanibHOCTU Pico 4 1 €ro KOHTPOJUIEPOB.

2. N3yunTsh npoliecc NoAKI0UeHUs VR-111eMa K nepcoHaIbHOMY KOMITbIO-
Tepy ¢ ucnoiabzoBanueM yTuinuTbl PICO Connect n natgopmsl Steam VR.

3. HacTpouTs 3amyck MpoeKTa B peXUME NPEATPOCMOTPA VR, BBIIIOJIHUTH
TECTUPOBAHUE CIIEHBI B IIUIEME U OLICHUTh KOPPEKTHOCTh OTOOPAKEHUS U B3au-
MOJEUCTBUSL.

Ilepeyenb obecnieyuBAKOIINX CPEACTB

1. IlepcoHabHBINM KOMITBIOTEP C JOCTYNOM K ceTh MHTepHeT.
2. CucteMa BUpTyallbHOM peanbHOCTH Pico 4.
3. Cpena pazpadotku Unreal Engine (Bepcust He HUXE 5.3).

4. IIporpammHoe obecrieueHue Steam VR s oOecriedeHUs] B3auMO/ICH-
CTBUSI MEXJ1y IEPCOHAIBHBIM KOMIIBIOTEPOM U YCTPOUCTBAMU BUPTYaIbHOU pe-
aJTbHOCTH.

5. IIporpamma PICO Connect nist noaxkitodeHus uiema Pico 4 K mepco-

HaJIbBHOMY KOMIIBIOTEPY.
OO0mue TeopeTHYecKHe CBEACHUS
B pabore oOyuarommmcs IpeACTOUT UCIOJIb30BaTh CUCTEMY BUPTYalbHOU

peanbHOCTU (VR) Pico 4. 9T0 aBTOHOMHOE yCTPONCTBO, MPEAHAZHAYCHHOE JJIS
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OTOOpaKCHUS M B3aWMOJICHCTBHSI ¢ BUPTyaIbHBIMH MHpaMH. B KOMILTIEKT BXO-
JUT UJIEM BUPTYaJIbHOW peallbHOCTH U 2 KOHTpoJuiepa (puc. 4.1).

Puc. 4.1. Cucrema BUPTYyaJIbHOU peasibHOCTH Pico 4

[Ilnem umeer paspemienue auciies 2 160 x 2 160 nukcenel Ha Kaxabli
riia3 u yroj 003opa 10 105° ¢ yacroroit ooHoBnenusa 72 nnu 90 I'u. B cucremy
BCTPOEH 8-siiepHbIil iponieccop Qualcomm Snapdragon XR2 ¢ 8 I'b onepartus-
HoM 1 128 I'b mocTOSIHHOM NTaMsATH.

Bo3MoxHa kak aBTOHOMHasl paboTa cucTeMbl Ha cobctBeHHOM OC, Tak
u noakiroueHue K 11K mo kademto unu o Wi-Fi. J{ns aBTOHOMHOM paOOTHI LIJIEM
MMEET BCTPOEHHBIN akkymyJsitop Ha S5 300 mAh.

KonTtpomnnepst nuiema Pico 4 CHMMETPUYHBI 110 KOHCTPYKIIMU U UMEIOT CXO-
KU AJIEMEHTHI YNPABJICHHUS, BBITIOIHSIOIINE pa3Hble (YHKIMU, B 3aBUCHUMOCTH
OT KOHTEKCTa MCIOJb30BaHus (puc. 4.2).
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[ Crukn ynpasaenns |
(Thumbstick)

I -[\;H onkKa |
Menw |
(Menu)

Kuonka
| CxkpuHmoT

| (Capture)
Kuonkn - -

Tomoit

(Home)
Knonkn

| 3axpar |
(Grip) |

Puc. 4.2. Kourposneps! Pico 4

OcCHOBHBIE JIEMEHTHI YIIPaBJICHUS, PACTIONOKEHHBIE HA KOHTPOJUIEpaXx:

— Thumbstick — ctTuku ynpaBiaeHUs, NpeIHa3HAYCHHBIE IS yIIPaBICHUS
OOJBIITUM TIAJIBIIEM PYKHU. MICTIONB3yIOTCS 7151 IEPEMEIICHHS, TTOBOPOTAa KaMEPhI
U B3auMojieiicTBus ¢ uatepdericom. [lo mpuHIuy paboThl MHIEHTUYHBI aHAJIO-
TOBBIM JDKOHCTHKAM B UTPOBBIX YCTPONCTBAX;

— kHOTKK X U Y (Ha JIEeBOM KOHTpOJIIepe), a Takxke A u B (Ha mpaBOM KOH-
TpoJUIepE) MPUMEHSIOTCS JIJIsl BBIIOJTHEHUS PA3TUYHBIX JIEHCTBUN B 3aBHCHMO-
cTu OT mpuiiokeHusI. OHU MOTYT MCIIOIB30BATHCS JJIS TIOTBEPKACHUS BEIOOPA,
B3aMMOJICHCTBUS ¢ 00BEKTaMU, MPBIKKOB U APYyTHX KoMaH 1. Hampumep, kHOTIKA
A 9acTO UCTIONB3YETCS IS IOATBEPKICHUS BBIOOpA, a KHOIIKA B — JJIst BO3BpaTa
WA OTKPBITHUS MEHIO May3hl;

— KHOTMKa Menu pacrioyiokeHa Ha JIEBOM KOHTPOJIJIEpE W IMpeaHa3HAYCHA
IUTS OTKPBITHS MEHIO MPUJIOKEHUS UITH BBI30BA IOTIONHUTENBHBIX QYHKIUH. [Tpu
noakoueHnn ycrporictBa K [IK oHa MokeT MCTOIB30BaThCS ISl BHI30BA WH-
tepdetica Steam VR,

— xHomnka Capture, 0003HAYEHHAsI 3HAYKOM KaMephl U PACTIONOKCHHAsT Ha
MIPaBOM KOHTPOJIIEPE, MPETHA3HAYCHA JIJISl CO3J]aHUsI CHUMKOB DKpaHa;

— kHOoTiKa Home pacmoiokeHa Ha 000OMX KOHTPOJUIEpAaX M HMCTOIB3YETCS
JUTsI BO3BpaTa B TJIABHOE MEHIO yCTporcTBa Pico 4, a Takke JUIsl BRI30BA CUCTEM-
HOT'0 uHTepdeiica;
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— KHOTIKHU Grip pacnoioKeHbl Ha OOKOBBIX CTOPOHAX KOHTPOJUIEPOB U HAXKHU-
MaroTcs cpeiHUM TnanblieM. OHM UCTIONB3YIOTCS [T 3aXBaTta U yAep KaHus 00bEK-
TOB B BUPTYaJILHOMU Cpeie.

B oTtnuuue oT KOHTpOJIEPOB, 1uieM Pico 4 nMeeT MUHUMAJIbHOE KOJInYe-
CTBO 3JIEMEHTOB ynpasieHus. Knonka nutanus (Power) pacnoiioxKeHa Ha JIEBOH
CTOpOHE KOpImyca nuiemMa (Co CTOPOHBI PaCOJIOKEHUSI KaMepP) U UCIOJIb3yeTCs
JUISl BKJIFOUEHMSI M BBIKJIIOYEHHUS ycTpoiicTBa. JJis BKIIOUEHHUS HEOOXOIUMO
HaXaTh U yJIEP>KUBATh KHOMKY B TEUCHUE HECKOJIBKUX CeKyH] (puc. 4.3).

Ha BepxHeil yactu kopmyca IujieMa Takke PacloyIOKEHbl KHOMKUA PEryJiv-
POBKH T'POMKOCTH BCTPOCHHBIX JUHAMHUKOB.

Puc. 4.3. Knonka BxiaroueHusd 1iemMa Pico 4

JInsi MOJKIIOYEHHs [IJIEMa BUPTYaJIbHOW PEATbHOCTH K MEPCOHATHLHOMY
KOMIIBIOTEPY UCIHOJB3YyeTCs Kabenb ¢ pazbemoMm USB Type-C, noaaepkuBaro-
i cragaapT USB 3.0 uiu BeIlie. 9TO HEOOXO0AUMO JJIsl 00ECTICUeHUS CTaOMITh-
HOM Tepeiauu JaHHBIX M1 MUHUMM3AINH 33JIEPKEK TP Tiepeaue n300paKeHUs.

KomnbroTep J0JKEH COOTBETCTBOBATH CJICIYIOIIMM MUHUMAIILHBIM TPEe0O-
BaHUSM:

— npoueccop: Intel Core i5-4590 | AMD FX 8350 unu 6ojee mpor3BOIH-
TEJIbHBIE PEIICHUS;

— omnepaTtuBHas namsaTh: 8 I'b u Oornee;
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— Buaeokapta: NVIDIA GeForce GTX 1060 (6 I'b) / AMD Radeon RX 480
1K 0oJiee TPOU3BOAUTENbHBIC PEIICHUS;

— onepanuonHas cucrema: Windows 10 wiu Windows 11.

[lepen Hayaiom pabOTHI HEOOXOIUMO 3aITYyCTUTh IPOMEKYTOYHOE ITPOrPaMM-
HOoe olOecrnieueHune — npwioxkeHue SteamVR. Bzaumopeiicteue nuiema ¢ Unreal
Engine ocyiectBisiercs uepe3 miatdopmy SteamVR ¢ MCNONB30BaHUEM CTaH-
napta OpenXR, o0ecrieunBaroIiero yHu(puIupoBaHHbI OOMEH JJAHHBIMU U YIIpaB-
JIEHUE YCTPOKWCTBAMH BUPTYAIIbHON PEATbHOCTH.

JIns mepenadynd TaHHBIX MEXAY HUIEMOM U KOMITBIOTEPOM HCITOIb3YETCS
crieruagu3upoBanHoe nporpammHoe obdecrnieuenue PICO Connect (panee Pico
Streaming Assistant). JlanHO€ PUIIOKEHNUE 00ECIIEUNBAET TPAHCISAIUIO N300pa-
YKEHHUSI U B3aUMOJICHCTBUE C BUPTYAJIbHOU cpenoil no Wi-Fiwnm uepe3 USB-nioa-
KIIFOUEHUE.

[Tocne nonkirouenust nuiemMa HeoOxoaumo 3anyctutb PICO Connect kak Ha
KOMIIBIOTEPE, TaK U HA YCTPOMCTBE BUPTYAIbHOM peallbHOCTH. Jlaniee cieayeT Bbl-
Opath criocod noakoueHus —yepe3 USB. [locne ycTaHOBIEHUS COETUHEHUS KOM-
MBIOTEP aBTOMATUYECKU PACIIO3HAET YCTPOUCTBO (puc. 4.4).

@ PICO Connect

@D Ycrpoiictea

OnaaHWe NoOAKAIOUEHNS

P

Moaxnrouenne no Wi-Fi Mogxnouenne yepes USB

Puc. 4.4. Menro noakiaroueHud no kademro gHa [1K

B nuteme Pico 4 B pasnene «bubnroTeka» HE0OX0AMMO HANTH TIPUIIOKEHUE
Connect. JlaHHOE TIPUJIOKEHUE SBIISIETCS aHAJIIOTOM IMPOTPAMMHOTO 00€CTICUeHU,
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YCTaHOBJICHHOTO Ha TIEPCOHAILHOM KOMIIBIOTEPE, M UCTIOIB3YETCS ISl YCTAaHOBJIC-
HUs coeauHeHus (puc. 4.5).
Bepcuu npuinokeHus Ha KOMITBIOTEpE U B IIJIEME JIOKHBI COBIIAIATh JINOO

OBITh COBMECTUMBIMH. B cJIydyac HCCOOTBCTCTBHA HGO6XOI[I/IMO BBLITIOJIHUTE 00-
HOBJIEHHE 000HX HpHJIO)KCHHfI.

pubnuore... MpHUAOKEHMA

@ E O M = | =%\

wbnuoTena

Puc. 4.5. Ilpunoxenue 115 MOAKIIOUECHUS B IIieMe VR

[Tocne 3amycka npunoxenus: Connect clieyeT yOeIUThCS, UTO MOJKITIOUEHUE
ocylIecTBIsieTcs uepe3 kabenb ctanaapta USB 3.0. [lanee HeoOX0AUMO BBIOpATh
TpeOyeMbli MEPCOHATIBHBIA KOMIBIOTEP U3 CHKCKA JOCTYIHBIX YCTPOMCTB.

Ecnu ouH 1 TOT 7€ KOMIBIOTEP MOJIKJIFOUEH 10 Ka0eI0 U HAXOAUTCS B OJTHOM
JIOKaJIbHOW CETH, OH MOKET 0TOOpakaThCsl B CIUCKE HECKOJIBKO Pa3 — B 3TOM CIIy-
yae clielyeT BhIOpaTh HyXHbIM BapuaHT noakiaroueHus. [locie BeiOopa HEOOXO-
MO JI0KIAThCSl YCTAHOBJIEHUS cCOeAMHEHUs (puc. 4.6).
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Connect

DESHTOP*E’L"JIAKL

DESKTOP gLUZ2AKL

Puc. 4.6. Meunro noakiroueHus mo kaoemnro B nuieMe VR

Korna npunosxkenue Steam VR 3anyiieHo, a nuieM Pico 4 TOJKJIIOYEH K Mep-
COHAJIBHOMY KOMIIbIOTEPY € ucnoiibzoBanuem PICO Connect, MOXHO TIPUCTY-
MUTh K CO3JjaHuto npoekTta B Unreal Engine ¢ MCNIONb30BaHUEM CTaHJAPTHBIX
HACTPOEK /I BUPTyalbHOU peanbHOCTH (puc. 4.7).

HE[IABHWE MPOEKTHI @‘

GAMES y & . Virtua Reality

FILM [ VlD’ 7 v Handheld AR WVirtual Heah;‘. y

LIVE EVENTS R

ARCH'TECTURE;EQ _"‘!. CTapToBbIi Habop

Puc. 4.7. Coznanue HoBOro npoekrta ajisi VR

[Ipu nepBom 3anycke VR-nipoexra B Unreal Engine BbITIONHSIETCS AJTATEIb-
Hasi KOMOWISLHS [EWIepoB. B 3aBUCHMOCTH OT XapaKTEPUCTHK BBIYUCIUTEb-
HOW CHCTEMBI JAaHHBIA MTPOLIECC MOXKET 3aHUMATh 3HAUYUTEIBHOE BPEMS, BILUIOTh
10 oAHOTO Yaca. HeoOXo1umMo A0K1aThCsl 3aBEPILICHUST KOMITUIIALIMY TEpe Te-
PEX0JIOM K CIEAYIoNIEeMY dTary padoTsl (puc. 4.8).
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Unreal Editor — VR1

Puc. 4.8. Komnuisiuus meaepoB 1is VR-nipoekta

Korna mporiecce 3aBepmutes, OyAeT OTKPBIT CTAHAAPTHBIN MPOEKT ¢ HA0O-
POM TECTOBBIX 00beKTOB. OH BKIItOUaeT 0a30BbIC JIEMEHTHI CIIEHBI U 00BEKTHI
IUTS B3aUMOJICHCTBUS, TIPeTHa3HAUYCHHBIE I N3yYCHHS U TIEPBOHAYAIBHOU OT-
JaJKA BUPTYaJbHOW cpenbl. PeKOMEHIyeTCs BHUMATEIbHO O3HAKOMHUTHCS CO
BCEMH DJIEMEHTAMU CIIEHBI, YTOOBI TOHATH CTPYKTYPY MPOSKTa U BO3MOKHBIC Ba-
pHaHTHI B3auMoiecTBus (puc. 4.9).

[ NavMeshBoundsVolume

7 NavMeshBoundsVolume (Sksemnnsp)

W BrushComponent (BrushComponentc

Puc. 4.9. 3anymienHas crangaptHas VR-cueHa

Ilepen 3anmyckoM VR-mpoekTa HEOOXOIMMO MEPEKIIOYUTD IIJIEM B MPUIIO-
xenun PICO Connect B pexuM paboThl uepes Steam VR. JlanHas HACTPOUKA BbI-
MOJIHSIETCS. C TOMOIUIBIO CHEIMaIbHON KHOIKH, PACHOJIOKEHHOM B BEpXHEM
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IIPaBOM YTUIy OKHA TPaHCISIUU. be3 BRIMOTHEHUS 3TOT0 ACHCTBUS 3aITyCK IIPO-
€KTa B IjIeMe OyIeT HeBO3MOXKEH, MMOCKOIbKY Unreal Engine B3auMOACHCTBYET
C ycTpoilcTBOM uepe3 unrepdeiic Steam VR (puc. 4.10).

-

Puc. 4.10. Ilepexiirouenue mema Ha Steam VR

Haiinure B Unreal Engine nanenp 3amycka NpoeKTa, HAKMHUTE HAa KHOTKY
C TpeMsl TOYKaMH B ITPABOM YAaCTH MaHENU U BRIOEPUTE U3 BHITIAJAIOIIETO CIIHCKA
nyHKT «IIpeanpocmotp B VR» 1151 3amycka npoekra (puc. 4.11).

.'*:.-" MnatdpopmMel v

BrIGpaHHOE OKHO NpocMoTpa

Hoeoe 0KHO (MrDa B DeOaKTope)

MpegnpocMoTp B VR
. UAWHOYHAA Urpa: MODUNLHOE YCTPORCTBO |

OToensHanA 1 rpa

BKNHOYUTE CH MY AL WD

Puc. 4.11. 3amyck npoekTa s npeanpocMorpa B VR

[Tocne HaXkaTHsg HA KHOMKY 3aITyCKa MPOEKT OTKPOETCS B OTJAEIHLHOM OKHE
Y HaYHETCS TPAHCISALNS N300paKeHUs Ha TTOAKIIOUCHHBIN VR-11171eM.

Ha nganHOM 3Tame MOXKHO IPOTECTHPOBATH CIICHY B PEAIbHOM BpPEMEHH,
MIPOBEPUTH YI00CTBO B3aMMOJICHCTBHS, KAYECTBO BU3YyalIM3allui U o0IIee moBe-
JIeHUe TIpoekTa B nuieme (puc. 4.12).
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Mpeanpocuorp VR1 [NetMode: Standalone 0] (64 5ut/PC D3D SM6) OpenXR SteamVR/OpenXR (2.10.4) - o %

Puc. 4.12. OxHo 3anmynieHHOro VR-npoekra

3aganue

Pesynbrat paboThl HEOOXOIUMO COXpaHUTH B Buje npoekta Unreal Engine,
COBMECTUMOTO ¢ Bepcuei 5.3 u Beie. HazBaHne mpoekTa JOJKHO COOTBETCTBO-
BaTh madiaony Familiya VR.

Crenyer y4ynuThIBaTh, YTO B Ha3BAHUU MPOEKTA 3AMPELIEHO UCIIOJIb30BAHUE
PYCCKHUX CHMBOJIOB, MPOOEJIOB U CHEIHANIbHBIX 3HAKOB. J[OMyCKarOTCsA TOJIBKO
JATUHCKHUE OYKBBI, HUPPHI U CUMBOJ IO TUYEPKUBAHUSI.

1. IToaroToBHTE HECKOJIBKO COOCTBEHHBIX 3D-Moneneit B (popmare, coBMe-
ctuMoM ¢ Unreal Engine, » UMIOPTUPYWUTE UX B CTaHAAPTHBIA VR-TIPOEKT, CO-
31AHHBIN paHee.

2. 3anycTuTte MpOeKT B pexxume npeanpocMoTpa VR u nposepbTe 0TOOpa-
KEHHUE MOJIETIEN, a TAKXKE UX BOCIPUITUE B BUPTYAIbHOM CPEJE C UCIIOIb30Ba-
HueM uuiema Pico 4.

KoHTpoabHbIE BONIPOCHI

1. Kakue cyniecTByrOT ciocOObI MOJIKITIOUYEHHUS 1IIJIEMA BUPTYaJIbHOU pealb-
HOCTHU K MEPCOHAIIBHOMY KOMIIBIOTEPY M /I KAKUX II€JIeN UCTOJIb3YyEeTCs Kax-
IBINA U3 HUX?

2. [lepeunciute OCHOBHBIE AJIEMEHTHI YIIPABJICHUS HAa KOHTpouiepax Pico 4
U YKOKUTE UX Ha3HAUYCHUE.

3. Yto nmpeactanisier coboit PICO Connect n KakoBa €ro pojib MpHY MOJIKIIIO-
YEHUH [IJIEMA K IEPCOHATIBHOMY KOMIBIOTEPY?

4. OnumuTe MOPSAOOK 3allycka MNpPOeKTa B pexuMe mnpeanpocmorpa VR
B Unreal Engine u ycinoBusi, HEOOXOAUMBbIE JJIsl €TO BBITIOJIHEHHUS.
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