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B Bumeonrpax moJ MoHITHEM «3BYK» ITOAPA3YMEBAIOTCS MY3bIKa, TUAIIOTH U 3BYKOBEIC
s dexTsl. B Haiie Bpemst urpa 6e3 3Byka Oy/1eT Ka3aTbcs HeOPeKHOW U He3aBEPIIEHHOM.

Kpowme Toro, 3Byk M0O3BOJISIET YCUIIMTD NIOTPYKEHUE UTPOKA B UTPY. My3bIKa IPOBOLUPYET
HMOIMOHAIBHBIA OTKIUK. /[Mamoru pacKphIBAOT MEPCOHAXKEH U CIOKET. 3BYKOBBIE A (EKTHI
o0ecreunBarOT 0OpaTHYIO CBSI3b U IPABIONI000HOCTE. Bece OHM MOTYT IpeBpaTUTh XOPOLIYIO
UIPYy B OTJINYHYIO.

B s1o0ii yactu TyTOpHaJIa Bbl HAYUYUTCCh CICAYIOLICMY:

e Bocnpous3BoanuTte My3bIKy U 3aLIUKIUBATh €€

e BocrnpousBoauTs 3ByKoBO# 3 PeKT B onpeien€HHbIX TOUKaX aHUMAaI|H

e MoaynupoBaTh TOH 3ByKa IIpH Ka’KJIOM BOCIIPOM3BEICHUU

o Ilepememars ux peryiupoBaTb pOMKOCTb 3BYKa B 3aBUCUMOCTH €70 MECTOIOJIOXKEHHS B
3D-npoctpaHcTBe

e VYmpanuiats ¢ nomousio Ul rpOMKOCTBIO MY3BIKH U 3BYKOBBIX 3()(PEKTOB 110 OTAEIBHOCTH



Ipucrynmaem k padore

Ckauaiire https://koenig-
media.raywenderlich.com/uploads/2017/10/SkywardMuffinAudioStarter.zip u pacnakyiire e€.
OTKpoiiTe MPOEKT, Iepeiis B manky npoekra u 3amyctus SkywardMuffin.uproject.

Haxxmure Ha Play, uto0b1 HauaTh urpy. llenb Urpbl — KOCHYThCS KaK MOXHO 0OOJIbIIIe 00JIaKOB,
He yrnaB BHU3. HaxxMuTe Ha egyro kiasuuiy mvluii, 9T00BI IOANPBHITHYTH K IEPBOMY O0JIAKY.

Urpa paccnabmnsier, He Tak u? YTOOB! yCHIIUTH YyBCTBO pacciabieHus, Mbl HAUHEM C TOTO, UYTO
OyZeM BOCIIPOU3BOIUTH CIOKOWHYIO MTMAHUHHYIO MY3BIKY.

BocnpousBeaenue My3bIKH

[epeiinute B Content Browser u HaiinuTe nanky Audio. 31ech HaX0IATCS BCE 3BYKH, KOTOPBIC
OyAyT UCHOIB30BAThCS B 3TOM TyTopHaiie. FIX MOXKHO MPOCITyIlaTh, Ha6eds Kypcop Ha UX
3HAYOK, A 3aTEM Ha)KaB HA NOSABUBILIUICS 3HAYOK BOCHPOU3BEOCHUSL.

BocnpousBectu My3bIKy MPOCTO: IOCTATOYHO MEPETANIUTh 3BYKOBOM acceT Bo Viewport.
OmHako My3bIKa BOCIIPOU3BEAETCS TOIBKO 00UH pa3. 3alIMKICHHOCTh HEOOXOIUMO BKJIIOYATh B
accere BpY4HYIO. JJeascobl wénknume Ha S_MUSIC, 4TOOBI OTKPBITH €rO.

OTKpoeTCs HOBOE OKHO ¢ €IMHCTBEHHO# maHenbio Details. Iepetiaure B pazaen Sound Wave u
BKJTFOUMTE LOOping.
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3aTeM BepHUTECh B OCHOBHOM peNakTop U nepemawyume accet S_Music Bo Viewport.

[Tpu aTom Oyner coznan aktop AmbientSound ¢ ucrounukom 3Byka S_Music. DToT aktop Oyzaer
ABTOMATHUYECKH BOCIPOU3BOANTH S_MUSIC IpH 3aIycKe Urphl.

Haxxmute Ha Play, yro0s! mpocnyimare My3siky. Uepes 17 cekyH[ (JUTMTEIBHOCTh MY3BIKH) OHA
3aLMKIUTCA U HAYHETCS CHAaYasa.

da

Tenepb HaM HYXXHO CO31aTh 3ByKOBOU 3¢ ekt i maroB MadduHna. J{1s 3roro Mel Oyaem
ucnosb3oBath Animation Notify.

Yro Takoe Animation Notify?

Animation Notify mo3Bossier pa3pab0oTuuKy 3aIlyCTUTh BBIIIOJHEHHUE COOBITHS B ONPEIEIEHHON
TOYKE aHUMAIMH. IX MOYKHO HCIIOIh30BaTh MHOKECTBOM Pa3IMUHBIX crioco0oB. Hanmpumep,
MO>KHO co3nath Notify nms cmayHa adpdexra yactu.

B sT0ii urpe npu xacannu MagGUHOM 3E€MITH TTOSBIISIETCS] KHOTIKA Tiepe3amycka. OmHako ¢
nomolsio Notify MOXKHO cienath Tak, 4TOObI OHA TOSBIISATIACH B KOHYe aHUMAIIUU CMEPTH.

B aTrom TyTopmane Mbl Oynem ucnoias30BaTh Animation Notify mis Bocipon3BeieHHS 3BYKa,
KOI/Ia Kakaas u3 Hor MmaduHa KacaeTcs 3eMIIH.

Co3nanue Animation Notify

[epeiiaure B manky Characters\Muffin u orkpoiire SK_Muffin_Walk. ITpu sToM oTkpoercs
Animation editor.



B nanenu nox Viewport ectb obnacte noa HazeanueM Notifies. Ceriio-cepast 00:1acTb — 3T0
Notify Track. imenno 31eck MbI Oyaem co3aaBats Notify u yIpaBisTe HMH.

SK_Muffin_Death

4 Notifies

4 Curves

m: Total Number : 0

4 Tracks

Additive Layer Tracks n

Animation : SK_Muffin_D¢ Percentage: 0.00% CurrentTime: 0.000 / 1.233 (second(s)) Current Frame: 0.00 / 37 Frame
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Horu madduna kacarorces 3eminu B kadpe 10 u B kadpe 22, IOATOMY HaM HY>KHO co3faTh Notify
JUTSL KaKIou 13 3tuX Touek. s co3ganmst Notify nasxcmume npasou knasuweti moiwiu Ha Notify
Track u BeiOepure Add Notify\Play Sound. ITpu stom cosnactest Notify ¢ nazsanuem PlaySound.

4 Notifies

ndl || | | ][]

Tenepp HykHO no3uLnoHUpoBaTh Notify, 4ToObI OH Npoucxoau B kadpe 10.

ITepememienne Animation Notify

Hemnoro cnoxxHo noHATh, KyAa Asurath Notify, motomy uro Ha Notify Track He mokasano, rie
Haxoautes kadp 10. OgHako MOXHO 0TOOpa3uTh ¢ moMoInisio Timeline Mapkep.

Bo-niepBbix, 3aiiqute B Timeline, pacnonoxkeHHy0 B HUKHEH 4acTu nmanenu. [lepemawume

KpacHbI ykazamens 6ocnpouszeedenus U oTnycTure, koraa Current Frame 6yzaer pasen 10.
Cnauana HeoOX0MMO MTOCTaBUTh €ro Ha nay3y!

Teneps Ha Notify Track mosiBuTcst KpacHas JuHMS, cOOOIIaONIas, IJIe HAXOAUTCS yKa3aTellb
BOCIIPOU3BEICHHS.

4 Notifies
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Iepemawume Notify PlaySound u otmycTtuTe ero, Korjaa oH MPUBSHKETCS K KPACHOM JIMHHH.

Teneps Ham HYX)HO cka3aTb Notify, 4To Ha/I0 BOCIIPOU3BECTH 3BYK IIATOB.

Bocnpou3sBeneHue 3ByKa aroB

Haoiemume nesoit knasuweti moiwu va PlaySound, 4to0sl BEIOpaTh €ro U nepeiiinTe B naHelb
Details. B paznene Anim Notify 3amaiite mis Sound snauenue S_Footstep.
T Preview Scene Sett
Search
4 Anim Notify

Notify

“"."' S_Footstep

*’.__ ¢ O -

Volume Multiplier
Pitch Multiplier

Follow

[> Notify Color

3aTreM NOBTOPUTE MpoLecC A cienyromen Horu. CaenanTe cieayromuee:
e Cospnaiire emié omun Notify Play Sound

o Ilepemecture Notify Ha kaop 21
e Bridepure mas Notify 3syk S_Footstep

4 Notifies

Tenepsb, korjga anumanus Xoab0sl OyaeT gocturath kaopa 10 v kadpa 21, Notify Oyner
cpabaThIBaTh M 3aITyCKaTh BOCIIPOU3BEACHHE 3ByKa S_Footstep.

3akpoiite SK_Muffin_Walk u BepuuTech B ocHoBHOU penaktop. Haxkmure Ha Play u Haunute
XOAMTH IO 3eMJI€, YTOOBI yCIIBIIIATh IIaTH.

[IpocnymaB HECKOIBKO pa3 3BYKH IIaroB, HTPOKK KOE-YTO 3aMETAT. DTO KaX/Iblii pa3 OJAUH U TOT
e 3ByKoBoii 3¢ dext! Eciu 651 y Hac ObUT c1TOCOO HEMHOTO BapbHPOBATh KaXIbIil pa3 3BYK...

B cnenyromem paszzaene Mpl 0yJieM BOCIIPOU3BOIUTE 3BYKOBOM d(D(PEKT, KOT/1a UTPOK KacaeTcs



obuaka. Ho B 3TOT pa3 MbI Kaxk/iblid pa3 OyJeM BHOCUTh Bapuallly B 3BYKH ¢ TIOMOIIbI0 Sound
Cue.

Yr1o Takoe Sound Cue?

Sound Cue — 310 acceT, KOTOPBIi MMO3BOJISICT MAHHUITYJIMPOBATh HECKOJIBKHMH 3BYKaMH U
KoMOuHUpoBaTh ux. Moxxuo cuutare Sound Cue cBOUM COOCTBEHHBIM 3BYKOM. TaM, rie MOKHO
UCIIOJIb30BaTh OOBIYHBIN 3BYK, BBl MOXKETE UCIOJIb30BaTh BMecTO Hero Sound Cue.

Bot mpumep Sound Cue ¢ ucnonpzoBanuem Concatenator ajist mocienoBaTeIbHOTO
BOCITPOM3BEJICHUS TPEX PA3HBIX 3BYKOB:

-
Wave Player : S_Sound_01

Output @
Concatenator

® Output @ — @

L
Wave Player : S_Sound_02

Output @ — ® Add input =
@

-
Wave Player : S_Sound_03
Output @

Ecnu ucnions3oBaTh BMeCTO Hero Hojx Random, To BbI cMOKeTe BBIOMPATh CIIydaiHbIi 3BYK
KaX/bIid pa3 npu Bocnpoussenenun Sound Cue.

Wave Player : S_Sound_01

Output @
Random

“Wave Player : S_Sound 02 & output @ — @

Output @ — ® Add input +=
®

Wave Player : S_Sound_03
Output @

B sTOM TyTOpHAane Mel co3nagum u Oyznem ucnonb3oBaTh Sound Cue Ui U3MEHEHUs TOHA 3BYKA.

Co3znanue Sound Cue

Chauaina Bepautech B manky Audio. Tam ects 3BykoBo# 3hdext S_Pop, amst KOTOporo Mul
cozmgamuM Sound Cue. UToOBI cienaTh 3TO, Haxcmume npasou kiasuwel moluiy Ha S_POp n

BeiOepute Create Cue.



Create Dialogue

ITpu aToM Oynet co3nan HOBBIN acceT Sound Cue mox HazBanuem S_Pop_Cue. /Jsasicowt
wénknume Ha S_Pop_Cue, uro6sr oTkpsITh ero B Sound Cue editor.

Ilpumeuanue: 3TOT pelakTOp OYEHb MOXO0XK HA PEIAKTOP MaTepHAaIOB, TOITOMY 5 He Oy1y
NOIPOOHO €ro paccMarpuBarh. ECIM BBl HE3HAKOMBI C PEIaKTOPOM MaTEpUAIIOB, TO MOKETE
y3HaTh O HEM B 4aCTH 3HAKOMCTBO C JIBUKKOM.

B rpade ects n1Ba Homa: Wave Player: S_Pop u Output. Sound Cue 6ymeT BOCIIPOU3BOIUTD BCE,
YTO MPUCOEANHEHO K HOoxy Output (B 3TOM ciiydae OH BOCIIPOU3BOIUT 3BYK S_Pop).
[Mpocaymate Sound Cue moxHo, niepeiias B Toolbar u Haxxas na Play Cue.

m /
Save Findin CB

Teneps HaM HY)KHO y3HaTh, KAK U3MEHSATh TOH 3BYKa.

HN3meHeHune TOHA 3BYKA

UtoObl I3MEHUTH TOH 3ByKa, HaM HyxeH Hoj Modulator. Co3paaiite ero u coeuHUTE
CJIETYIOIIUM 00pa3oM:


https://koenig-media.raywenderlich.com/uploads/2017/10/12.jpg
https://koenig-media.raywenderlich.com/uploads/2017/10/12.jpg
https://habrahabr.ru/post/344394/
https://koenig-media.raywenderlich.com/uploads/2017/10/12.jpg

Wave Player : S_Pop Modulator

Output @ — @ Output @ — @&

Tenepb HEOOXOIMMO 33/1aTh BEIMYMHY H3MEHEHHs ToHa. Beibepure Hon Modulator u
nepeiiaure B nanenb Details. Tam ecth 1Ba oTHOCAIMXCS K TOHY mouisi: Pitch Min u Pitch Max.
3HaueHUs] MeHbIIE | MOKa3bIBAIOT, YTO TOH MOYKHO YMEHBUINTh, © HA000pOT. 3HaueHue 1
MIOKa3bIBAET, YTO TOH OCTAHETCS MPESIKHHIM.

B atom TyTOpHane Mbl OyaeM TOJNBKO MOBbBILATh TOH. 3aiaite Pitch Min 3nauenue 1.0, a Pitch
Max — 3nauenue 2.0.

5 Details

4 Modulation

Pitch Min

Pitch Max
Volume Min

Volume Max

Teneps npu kaxkaom BocnpousseaeHnu Sound Cue 3Byk OyZeT UMETh TOH B MHTEPBAJIE OT
HCXOJIHOTO TOHA JI0 YBOEHHOI'0 UCXOJHOI'0 TOHA.

Teneps HaM HYXKHO cAenaTh Tak, uToObl Sound Cue BOCIPOU3BOIMIICA, KOT/Ia HTPOK KacaeTcs
oOaka.

Bocnpoussenenue Sound Cue

BepHuTech kK OCHOBHOMY pellakTopy u nepeiiaute B manky Blueprints. Ortkpoiite BP_Cloud, a
3arem ¢ynkuuto CloudTouched. Dta ¢hyHKIUS BBITONHASTCS TOTA, KOT/Ia HTPOK KacaeTcst
o0raka, TO ecTh 3TO UJeaIbHOE MecTO JiJis BocripousBeaenust Sound Cue.

3I[6CI> €CThb IBa HOJla, KOTOPBIC MOKHO HCITIOJIB30BAaTh HJIS1 BOCIIPOMU3BCACHUS 3BYyKa:

o Play Sound 2D: Bocnipou3BOAHMT 3BYK 0€3 KaKOro-1H00 3aTyXaHHs WU
MIPOCTPAHCTBEHHOM JIOKANMU3aIHH (5 pacCKaxky 0 HUX mojpoOHee Hike). Mcnonb3yiiTe
3TOT HOJ JJIsl 3BYKOB, KOTOPbIE HE «CYIIECTBYIOT» B UTPOBOM MHUpE, HAIIPUMED, IS
MY3bIKH U 3ByKOB UL

« Play Sound at Location: Boctipon3BoauT 3ByK B Touke 3D-npocTpanctBa. Hcnons3yiite
ATOT HOJ, €CITU XOTUTE, YTOOBI 3BYK MEHSUICS B 3aBUCIMOCTH OT MECTOHAXOKICHUS U
HaIpaBJICHUS UTPOKA.



[TockobKy 00J1aKO CYIIECTBYET B HTPOBOM MHPE, 3BYK TOXKE JOJIKEH CYIIIECTBOBATH B HMTPOBOM
mupe. JlobaBsTe B KOHEII 1ienovyku HOmoB HOoA Play Sound at Location.

¢ Fade Out

[ 4 4
Target | self| Sound

Lgcation ==
[x 0.0][v 0.0][Z 0.0]

v

3arem 3amaiite mis Sound 3nauenue S_Pop_Cue.

Sound ¢

Location
O [ 00][v 00][Z 00]

v

Teneps korma Uurpok Kacaercs obnaka, oyaer BocrpousBoauthes S_Pop_Cue.

Haxxmurte Ha Compile u Bepuutech B ocHOBHO# pepaktop. Hakmure Ha Play n HaynuTe urpatsb
B urpy. [lpu kaxx1om kacanuu o6y1aka BbI TOJKHBI CIIBIIIATH OAMHAKOBBIN 3BYK C pa3HbIM
TOHOM.

Ton 3BYKa MCHACTCA, HO HECTIOXOKC. YTO OH 3BYYUT B 3D'Hp0CTpaHCTBe. Z[J'IH 9TOro HCO6XOI[I/IMO
no3uyuoHUupoeams 3BYyK.

YTo0 TaKkoe MO3MIMOHMPOBAHME?

HOSI/IHI/IOHI/IpOBaHI/IC — OTO IIpouecc, BBITIOTHSIEMBII JJIA CO3JaHUs BIICUATIICHUA
cyllecTBOBaHMA 3ByKa B 3D-npocTpaHcTBe. 3BYKH, MPUXOSAIIUE CleBa, OYAYT CIBIIIHbI JIEBBIM
yXOM, U Ha00O0pOT.

Kpowme Toro, 4To Mo3uMOHUPOBAHHE YCUIIMBAET OLIYLICHUS MOTPYKEHUS B UTPY, OHO TaK¥Ke
MOXET IIOMOYb TeiimMIrIeto. B copeBHOBaTenbHBIX urpax Hanogooue Overwatch u Counter-
Strike, mo3uIMOHUPYEMBIi 3BYK IOMOT'a€T UTPOKAM PACIIO3HABATH TOJIOKEHHE IPYTUX UTPOKOB.

B stom TYTOPHAJIC MBI BOCIIOJIB3YEMCA MMO3ULIUOHUPOBAHUEM IJIA IIEPEMCIICHUA 3BYKa o0Onaka
Ha OCHOBaHHH €TI0 MCCTOIIOJOXKCHU .

Co312éM Mo3MLIMOHUPOBAHUE



Ectp aBa cnoco6a co3ganus nozuninonuposanus Sound Cue:

e Accem Sound Attenuation: 3TOT acceT COJAEPKUT HACTPOUNKH, CBSI3aHHBIE C 3aTyXaHUEM U
NO3ULIMOHUPOBaHUEM. MOXKHO Ha3HAYaTh YTOMY acCeTy pa3JInYHbIe 3BYKH, YTOOBI BCE
OHU MMEIH OJJUHAKOBBIE HACTPOUKHU.

o Override Attenuation: Bmecrto accera Sound Attenuation MOXXHO 3aJ[aBaTh HACTPOHKHU
BHyTpH Sound Cue. DTO MO3BOJIAET CO3/IaBaTh HACTPOUKHU JyIsl oTAenbHBIX Sound Cue.

B sTOM TyTOpHane Ml Bocmonb3yemcst BTOpeIM criocobom. OTkpoiite S_Pop_Cue u nepeiianure
B nanesb Details. Haiigure pasmen Attenuation u sximrounte Override Attenuation. Ilpu stom
CTaHeT aKTHBHBIM pa3zaei Attenuation Overrides.

3 Detajls

Search jo EOv

4 Attenuation

Override Attenuation 3]

» Attenuation Overrides

Ignore Focus

Attenuation Settings

YT06bI YOSIUTHCSA B TOM, YTO MO3UIIMOHMUPOBAHKE BKIIOUCHO, HAXKMHUTE Ha CIIPEIKY PAIOM C
Attenuation Overrides. Hacrpoiika Spatialize nmoka3piBaet, 4To MO3HMIMOHUPOBAHKIE 3BYKA
BBITIOJTHSICTCSL.

5% Details
Beo-
4 Attenuation
Override Attenuation a
4 Attenuation Overrides
Attenuate
Spatialize

Distance Algerithm

Attenuation Shape

Radius 400.0
Falloff Distance 3600.0
Non-Spatialized Radius

3D Stereo Spread

Attenuate with LPF

MBI 3aKOHYMIIH C HACTPOMKAMH, TIOITOMY MOXKHO 3aKkpbITh S_Pop_Cue. Tereps HaM HYXHO
yKa3arb, I7Ie HaX0AUTCcA 3ByK B 3D-ipocTpaHCTBe.



BocnpousBenenne 38yka B 3D-npocTpancTBe

Otkpoiite BP_Cloud u co3naiite non GetActorLocation. Ternepb coeMHUTE €0 ¢ KOHTAKTOM
Location moxa Play Sound at Location.

" f GetActorLocation Sound

arge
icQly

@ Location

=

, Target | self Return Value @

Teneps 3ByK OyZIeT BOCIIPOU3BOJHUTHCS B TOM K€ MECTE, T/Ie HAXOIUTCS 00J1aKo.

Haxxmure na Compile u BepauTech B ocHOBHOIT penaktop. Haxkmute Ha Play u HaunuTe
KacaThCsi 00J1aKOB. BbI TOJDKHBI YCIIBIIIATH 3BYKH, KOTOPBIE OYAYT Ka3aThCs MPUXOASLIINMHE 3
pa3HbBIX MECT.

Ipumeuanue: IO yMOTUAHUIO CLyuLamesiemM 36yKa SIBISICTCS KaMepa. DTO 03HAYAET, YTO BbI
OyJeTe CIIBIIIATh 3BYKH C TOYKH MECTOIIOIOXKEH S KaMepbl. ECIIM BBl XOTHTE 3aMEHUTD
CIIyHIaTeNs IPYTrMM aKTOPOM, TO MOXKHO HCIT0JIb30BaTh HOx Set Audio Listener Override.

Bob1 HaBepHO 3aMeTHIIN, YTO U3 HEKOTOPBIX 00JIaKOB MIIET J0K1b. HO OHM HE MOX0XHU Ha TYy4H,
MOTOMY YTO 3BYKa MO He cibiirHo! Celfyac MbI 100aBUM 3BYK 10K/ U UCTIOIb3YeM
3amyxanue, 9TOOBI U3MEHSITh €r0 TPOMKOCTh B 3aBUCUMOCTH OT PACCTOSTHUSI.

Jlo0aBJieHUE 3BYKA T0MKASA

BwmecTo ncnonp3oBaHus HOZa AJid BOCIIPOU3BCACHUA 3BYKaA JOXAA MOKHO ITPUMCHUTH
kommoneHnt Audio. O,I[HO H3 MMPEUMYHICCTB UCITIOJIb30BaHUA KOMIIOHCHTA 3aKJIHOYACTCA B TOM,
YTO OH aBTOMATHUYCCKH BOCIIPOU3BOAUTCS B TOUKE MCCTOIIOJIOKCHHUA o0Oaka.

Otxpoiite BP_Cloud u nepeitnute B manens Components. Jlo6aBbTe HOBBIH KoMmoneHT Audio u
HazoBuTe ero RainAudio.

I[Mepeiinure B manesb Details u Haiiaute pasmen Sound. M3menute 3nadenune Sound na S_Rain.


https://docs.unrealengine.com/latest/INT/BlueprintAPI/Game/Audio/SetAudioListenerOverride/index.html

Override Subtitle Pri [}

Is UlSound
Override Priority
Suppress Subtitles

Volume Multiplier

Pitch Multiplier

3BYK IO/Is HE JOJDKEH BOCIPOU3BOAUTHCS JJIs1 OOBIYHBIX 00JAKOB. DTO 3HAYUT, YTO IS HUX
RainAudio Hy»HO J1eakTUBHPOBaTh. [1JIs 3TOr0 MPOKPYTHTE BHU3, K pa3aeny Activation u
otkirounte Auto Activate.

4 Activation
Auto Activate
4 Cooking

Is Editor Only

Temneps HaM HYKHO akTHBUpOBaTh RaINAUIO 1 10K AeBBIX 001aK0B. Y J00HO 3TO OyaeT
nenath B pyakiuu EnableRain. Ota ¢pyukius ucnonHseTcs, eciu 00J1aKo JOHKHO OBITh
noxaessiM. OTkpoiite pyHkio EnableRain u 1o6aBbTe BoICICHHBIE HOIBI:

f setvisibilty J Activate
B8 Enable Rain arget - Target is A
PP »

Target
T ——

Rain Plane New Visibility 4

Propagate to Children 0O

/——\
f Rain Audio ]

TenepL HYXXHO BKJIFOUUTH 3aTyXaHHUC U 3a1aTh HaCTpOﬁKH 3aTyXaHUus.

HacTtpoiika 3aTtyxanus

[Mepeiinure B manear Components u Beioepute RainAudio. Iepeiinute B manens Details u
3aiauTe B pazaen Attenuation. Bkirouute Hactpoiiky Override Attenuation.



HacTpoiiku 3aTyxaHHs ONPEACISIOT CHIDKEHHE IPOMKOCTH 3BYKa B 3aBUCHMOCTH OT PACCTOSIHUSL.
B o6nactu Attenuation Overrides ects 1Be HACTPOWKH, KOTOPBIMU MBI MOKEM BOCIIOJIb30BaThCA:

o Radius: makcumanbHOE pacCTOsIHUE, HA KOTOPOM MOJKET OBITh UTPOK, IIPEXKIIE YeM
IPOMKOCTb HAYHET YyMEHBIIATHCS

« Falloff Distance: paccrosiaue, Ha KOTOPOM MOXET OBbITh HTPOK, IPEXKJIC YeM 3BYK CTaHET
HECJIBIIIHBIM. DTO PacCTOSIHUE PHOABISIETCS K pauycy.

ITocmotpute Ha mpumep:

Koraa urpok HaxoauTcst B Iipejieniax BHYTPEHHEro Kpyra (3a1aBaeMoro Hactpoiikoi Radius),
rpoMkocTh paBHa 100%. Korja urpok n1Buraercs u3 BHyTPEHHErO Kpyra K Kpar0 BHEIIHETO
Kpyra (3agaBaemoro Hactpoiikoit Falloff Distance), rpomkocts cHmkaercs 1o 0%.

B atom TyTOpuane mbl npucBouM HacTpoiike Radius suauenue 300, a Hactpoiike Falloff
Distance — 3unauenue 400.

4 Attenuation Overrides
Attenuate

Spatialize

Distance Algeorithm

Attenuation Shape

Radius

Falloff Distance

3TO0 3HAYMT, YTO I'POMKOCTH 3BYyKa OyzeT paBHa 100%, xoraa urpok Haxoautcs B npenenax 300
eauHMII OT 3ByKa. Korma paccrosiaue Oyaer nmpudmmkarbes k 700 (300 + 400) equaumam,
IPOMKOCTbh HauHEM najnath 10 0%.

Ecnu urpok He BbIIeT U3 pajguyca 3aTyXaHus IPU HCYE3HOBEHUH 00J1aKa, TO 3BYK PE3KO
000pBETCcAa. UTOOBI 3TOr0 HE MPOUCXOUIIO, HAM HY)KHO IJIABHO CHUXKATh TPOMKOCTB 3BYKa.

Il1aBHOE CHU:KEHHE I'POMKOCTH 3BYKa

[Mepexmountech B Event Graph u Haiiute coobrtne FadeOut. 1o MOXKHO cienaTh, Hepeias K
nanenu My Blueprint u 3aiins B paznen Graphs. /leascowr wénknume na FadeOut B crincke
EventGraph.

I[06aBBTC B KOHCII ICITOYKHW HOAOB BBIACICHHBIC HOJBI:
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Ran audo

I Set Scalar Pacameter Valuo

[ Destroyactor

FadeOut BeimonHsieTes, Koraa urpok kacaercst oonaka. Hox Timeline (FadeTimeline) BeiBoaut
snaueHue (Alpha), koropoe 3a yka3anHoe Bpemst cHikaercs ¢ 1 g0 0. biaarogaps stomy
3Ha4YeHHIO rpoMKocTh RaiNAudio Oyier MoCTeneHHO CHUKATHCSL.

Tpumeyanue: MOXHO 08adicObl wénknyms Ha HOJ Timeline, 4To0bl OTKPBITH €ro U MOCMOTPETH,
Kak oH pabotaer. Eciu Bbl XoTHTE OOsbIie y3HaTh 0 Timelines, To usyunte odunnanbHyo
JOKYMEHTAITHIO.

[pexae yem ycnblmark 3T0 B ACHCTBUH, HEOOXOMMO U3MEHHUTH OJIHY HacTpoiKy B S_Rain.
Korna rpomkocts 3Byka paBHa 0%, ero Bocnpou3sseieHIe ocTaHaBinBaercs. Ilockonbky korga
3BYK HAYMHACTCS, KOTJ[a Mbl HAXOAUMCSI 32 TIPE/ICNIaMH CIIBIIIMMOCTH, TO TPOMKOCTh S_Rain
Oyner paBHa 0%. Koraa Mbl nepemecTuMcs B Ipeienbl CIABIIIMMOCTH, TO HUYETO HE YCIIBIILUM.

DT0 MOKHO UCIIPABUTH € TIOMOIIIB0 HacTpoiiku Virtualize when Silent. Drta Hactpoiika Oyaer
BCEr1a BOCIPOU3BOIUTH 3BYK, BHE 3aBUCUMOCTH OT €0 TPOMKOCTH.

Haxxmure na Compile u 3akpoiite BP_Cloud. ITepeiiaure B manky Audio u otkpoiite S_Rain.
[epeiinute B pasnen Sound u Briarouunte Virtualize when Silent.

4 Sound

Virtualize when Silent
Sound Group
Velume

Pitch

£
ﬂi\&’ Master

< )
Sound Class

®® &0

Temepsr S_Rain OymeT BOCIIPOM3BOINTHCS JaKe TOT/Ia, KOT/Ia OH He CIIbImeH. 3akpoiire S_Rain u
BEPHHUTECHh B OCHOBHOM pepaktop. Haxkmure Ha Play n nmepemectuTech B peeiibl CIBIITUMOCTH
JIO’KJIEBBIX 00JIAKOB, YTOOBI YCIIBIIIATE 3BYK JOXKIS.

B nociieinem pasnerne Mbl OyzeM KOHTPOJIUPOBATh IPOMKOCTh 3ByKOB ¢ oMotipio Sound Class
u Sound Mix.
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Sound Class u Sound Mix

Sound Class — 3To npocToii criocod rpynmupoBKH HECKOJILKUX 3BYKOB. Hanmpumep, MOXHO
CTPYIIIHPOBATH BCIO MY3BIKY B OJIMH KJIACC, & 3BYKOBBIE 3()(hEeKThI — B APYTroH.

Desert

Jungle Theme
Theme Jump
MUSIC Battle e EFFECTS Enemy
Final Theme Death
Boss -
Theme Town Leaves

Rustling
Theme

Uto06s! u3MeHsaTh cBoiicTBa Sound Class (rpoOMKOCTB, TOH | T.J.) BO BpeMsi UTPOBOTO IpoIiecca,
HaM HYXHO ucnoib3oBath Sound Mix. Sound — 310 Tabnuia, Kaxaas 3anuch KOTOPOM
spisatecs: Sound Class. Kaxas 3anmuch coep >XKUT HaCTPOHKH, KOTOPBIE JOJKHEI ObITh Y Sound
Class.

Bort npumep Toro, uto Mmoxer coaepxkarbesa B Sound Mix:

Sound Class Volume
Music 0.5 1.0
Effects 1.0 2.0

[Tpu ucnonbp3oBaHUK MOKa3aHHOTo Beiiie Sound Mix Bce 3BykH B kitacce Music OyayT
HPOUTPBIBATHCS C MOJOBUHHOM IPOMKOCTBIO. Y BceX 3BYKOB B kiacce Effects Oymer ynBoeH ToH.

Bo-niepBbix, MbI co3gaaum kinacchl 3Byka (Sound Class).

Co:manne KJIaCCOB 3BYKa

B sTrom TyTOpHane Mbl 0yJeM OTAENIBbHO PEryIupoBaTh TPOMKOCTb MY3BIKH U 3(h(EKTOB. ITO
3HAYMT, YTO HaM noHanooarcs asa Sound Class. B Content Browser naxxmute Ha Add New u

BeiOepuTe Sounds\Sound Class. ITepeumenyiire Sound Class 8 S_Music_Class.

Cospaiite emé oqun Sound Class u nazosute ero S_Effects Class.

S_Pop_Cue S_Rain




Teneps Hy)KHO TpHBs3aTh Kax bl 3BYK kK Sound Class. [[is Hagana MbI ciesaem 3To ¢
My3bikoi. OTkpoiite S_Music u Haitnute pazaen Sound. M3menute Sound Class na
S_Music_Class.

4 Sound

Virtualize when Silent M

Sound Group v

Velume

Pitch

S_Music_Class
€ 0"

Sound Class

Cnenas 3710, 3aKkpoiire S_Music.

Crnenyronmmu OyayT 3ByKoBbIe 3 (HekThl. BMecTO TOro, 4TOOBI OTKPHIBATH KaXIBIH 3BYK TI0
OTJIEIbHOCTH U NMpHUBsA3bIBaThH ero kK Sound Class, Mbl MOXeM cliefaTh 3TO OAHOBPEMEHHO.
Cuauana BbIOEpHUTE CIIEAYIONINE ACCETHI:

e S Footstep
e S Pop Cue
e S_Rain

3areM Hadxcmume npasou Kiasuuiell Mvluiy Ha OJTHOM U3 8blOpanubix accemos. Beioepure Asset
Actions\Bulk Edit via Property Matrix. I[Tpu 3ToM acceTbl OTKPOIOTCS B PEIAaKTOPE MATPHUIIBI
CBOMCTB.

SoundClass’; 0.167642
SoundClass’ 0062404

SoundClass’) 22291180

Penakrop MaTpuiibl CBOWCTB MO3BOJISIET U3MEHSTH OOIIME CBOMCTBA 32 OJIUH Pa3.

[Mepeiinure B manens Details u pazsepuute Betky Sound. J{ist Beioopa Sound Class HaxxmuTe Ha
3Ha4oK cemxu crupasa ot Sound Class.
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Details

Brioepure S_Effects_Class, a 3arem 3akpoiiTe peakTop MaTpUIlbl CBOMCTB.

Bce 3ByKu Temneps HaxoxasaTcs B coorBeTcTBytomeM Sound Class. Jlanee mbl cozpaaum Sound
Mix 1 HacTpouM ero ¢ nomoipio Blueprints.

Co3nanue u HacTpoiika Sound Mix

B Content Browser naxxmute Ha Add New u Beioepute Sounds\Sound Mix. [Tepenmenyiite
Sound Mix B S_Volume_Mix.

YT06bI yIIpaBIsiTh IPOMKOCTBIO Kaxkmoro Sound Class, Mbl GyieM HCIOIB30BATh MONI3YHKH. 51

YK€ CO37aJT BUIDKET C IBYMs TIOJI3YHKAaMH, 9TOOBI BBI MOTJIM €T'0 MCIIONIb30BaTh. [lepelinuTe B
nanky Ul u otkpoiire WBP_Options.

Music ——————————————

Effects ——

YT00BI HAaCTPOUTH 'POMKOCTh, HaM HYKXHO HCIIOJIb30BATh 3HAYCHUC 3THUX IOJI3YHKOB U



nepenasats ux B Sound Mix. CHayana Mbl cZielaéM 3TO JJISI My3bIKH.

[epexmounrech B pexxum Graph u nepeitnute B manens My Blueprints. B paznene Variables
BeiOepute MusicSlider. TTepeiinute B manens Details u HaskmuTe Ha kHonky psaom ¢ On Value
Changed.

1, Details
Ho-
4 Variable

Variable Name MusicSlider

Variable Type

Instance Editable
Blueprint Read Only

Tooltip

Expose on Spawn

Private
Category Default
Replication

Replication Condition

4 Events
€ 0On Mouse Capture Begin
O On Mouse Capture End
> On Controller Capture Begin

€ On Controller Capture End

B LB
+ 4+ + + +
44

© 0n Value Changed

ITpu sToMm Oyaer cozaano coositrie On Value Changed (MusicSlider). 3to cobbiTne
cpabaTrbiBaeT, KOTIa MbI OyIeM TIepeMeniaTh MOI3yHOK.

670; V;irueicil'rxangéd (I\/Tusicslider)

D

Value O

Temneps HaM HYKHO 3a1aTh rpoMkocTh S_Music_Class 8 S_Volume_Mix. Jlist 3TOro Ham HY»KHO
ucnonb3oBath HOA Set Sound Mix Class Override. Dtot Hoz mo3BossieT yka3zaTh Sound Mix u
Sound Class. Eciin Sound Class He Haxoautcs B Sound Mix, To oH Oynet nobasneH. Ecnu on
yxe ectb B Sound Mix, To oH OyneT 0OHOBIEH.

Jlo6asbte HOA Set Sound Mix Class Override u BeIGepuTe CEIyIONINE OIIIIMH:

e In Sound Mix Modifier: S_Volume_Mix

e In Sound Class: S_Music_Class

o Fade in Time: 0 (61aromapst 5TOMy peryarupoBKa I'POMKOCTH OY/IET BBITOIHATHCS
MTHOBEHHO)



_f_Set Sound Mix Class Override

D B

In Sound Mix Modifier

5_Volume_Mix w

In Sound Class

S_Music_Class w

O Volume [1.000000]
O Pitch [1.000000

O Fadein Time [q |

Apply to Children A

3areM COeIMHUTE HOJbI CIEIYIOIUM 00pa3oMm:

" f set Sound Mix Class Override
»P — P B
Value @ In Sound Mix Modifier

me_Mix w

In Sound Class

@ Volume
O Pitch [1.000000]

O» Fadein Time [Ul

Apply to Children ]

[MTosropute st1 traru aist EffectsSlider. 3amenure xontakt In Sound Class na S_Effects_Class.

6 On Value C_hanged iEffectsSlider) —f Set Sound Mix Class Override
»P — P D
Value @ In Sound Mix Modifier

Volume_Mix -

In Sound Class

S_Effects_Class w

@ Volume

O Pitch [T:000000]

O» Fadein Time [Ul

Apply to Children ]

Teneps npu n3MeHeHnn 3HaueHus nomyHka S_Volume_Mix Oyaer perynupoBars TpOMKOCTb



cootBetcTBytomero Sound Class.

Urto0s1 5T0 3apaboTano, HaM Hy)XHO akTuBHpoBaTh Sound Mix.

AxTuBanua Sound Mix

B nmomo0HbIX cirydasx (Koraa rpoMKocTh peryiupyercs yepes Ul) mydme aktuBuposats Sound
Mix nipu 3amycke urpsl. Takum o6pazom, Sound Class OyzeT aBTOMaTHUECKH HCIIOJIb30BATh
perynupoBKy rpomkoct u3 Sound Mix. OgHako pagu mpoCcTOTH Mbl OyJjeM aKTHBHPOBATh
Sound Mix BHYTpH BUJDKETA.

Cospnaiite Hox Event Pre Construct. On nono6en Hony Event BeginPlay, ucronszyemomy B
Blueprints.

f

2) Event Pre Construct L=

B

Is Design Time

Yrto06bl akTuBUpOBaTh Sound Mix, HaM HYKHO KCII0ab30BaTh HO Push Sound Mix Modifier.
Cospaiite ero u coequnure ¢ Event Pre Construct. 3arem 3anaiite In Sound Mix Modifier
snagenue S_Volume_Mix.

— _—
€ Event Pre Construct | Push Sound Mix Modifier
P —» D

Is Design Time In Sound Mix Modifier

Jolume_Mix v

brnaronapst atomy S_Volume_Mix 6yzer aktuBupoBatbes npu criayne WBP_Options.

Haxxmure Ha Compile u 3akpoiite WBP_Options. Haxxmute Ha Play u Haskmute knasuiy M,
94TOOBI OTKPHITH OJI3YHKH. JIBUTaliTe MOA3YHKH, YTOOBI H3MEHSATH TPOMKOCTD Kax10ro Sound
Class



