Tyropuaa nmo Unreal Engine. Hacts 10: Kak
co3aarb npocrou FPS

lytep ot nepsoro nuua (first-person shooter, FPS) — 310 xaHp, B KOTOPOM HIPOK UCIIOIB3YET
OpYy’KH€ U CMOTPUT Ha MUD IU1a3aMu nepcoHaxa. FPS-urpsl upes3BblyaiiHO NOMyJISPHBL, YTO
BUJTHO 110 ycrexy Takux ¢panmms, kak Call of Duty u Battlefield.

Unreal Engine n3navanbHo ObU1 co3/1aH Uit pa3zpadotku FPS, nosTomy BHojHe JOrMYHO
MCIIOJIb30BAaTh €r0 JJISl CO3/1aHus TaKOM Urpbl. B 3TOM TyTOpHalie Bbl HAyYUTECH CIEAYIOIIEMY:

e Co3paBarb Pawn ¢ BUIOM OT EPBOTO JIMIIA, KOTOPBIA CMOKET JABUTaThCS U
OCMaTpHUBATHCS BOKPYT

o Co3pnaBarb OpyXH€ U IPUBS3bIBaTh €ro kK Pawn urpoka

e CTpensaTh MyJIsIMH C TOMOUIBIO TPACCUPOBKH MPSAMBIX (TaKKe U3BECTHOM Kak
TPacCUPOBKA JIyueil)

o Hanocuts ypoH akTopam



Ipucrynmaem k padore

Ckauatite https://koenig-media.raywenderlich.com/uploads/2018/01/BlockBreakerStarter.zip u

pacmakyiite e€. [lepeliaute B manky npoekta u otkpoiite BlockBreaker.uproject. Bel yBuaute
CIICIYIOIIYIO CLIEHY:

3enéHas CTeHa COCTOUT M3 MHOXeECTBa Lieneil. Korna uM HaHOCAT ypOH, OHM CTaHOBSTCS
kpacHbIMH. Korja ux 310poBbe JOCTUTaeT HyJIs, OHU Hcde3aroT. KpacHast KHOIKa 3aHOBO
YCTaHABJIMBAET BCE LIEIN.

Jns Hauana HykHO co3aaTh Pawn urpoka.

Co3nanue Pawn urpoka

[epeiiaure B manky Blueprints u co3naiite HoBswiid Blueprint Class. Beibepute B kauecTBe
poauTenbckoro kimacca Character u nazosute ero BP_Player.


https://koenig-media.raywenderlich.com/uploads/2018/01/BlockBreakerStarter.zip

u Pick Parent Class

4 Common Classes

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

A Pawn is an actor that can be 'possessed’ and receive

8 Pawn input from a controller.

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

.. Character walk around.

A Player Controller is an actor responsible for controlling a

% Player Controller Pawn used by the player.

Game Mode Base defines the game being played, its rules,

& Game Mode Base scoring, and other facets of the game type.

An ActorComponent is a reusable component that can be

£ Actor Component added to any actor.

A Scene Component is a component that has a scene

$¢ ;Scene Companent transform and can be attached to other scene components.

[ All Classes

Character — sto pasHoBuIHOCTS Pawn, HO ¢ JIOTOTHUTENBHBIM () YHKIIMOHAIOM, HAIIPUMEP, C
xomronenTom CharacterMovement.

-=. Components
4+ Add Component ~ [EESE
P BP_Player(self)

4 § CapsuleComponent (Inherited)
R ArrowComponent (Inherited)
¥ Mesh (Inherited)

OTOT KOMIIOHEHT aBTOMaTHYECKH 00pabaThIBaeT IBUKEHUE, HAIIPUMEp, X0Ab0Y U MPBIKKU. Mbl
IPOCTO BBI3BIBAEM COOTBETCTBYIOIIYIO (pyHKIMIO, Onarogaps uemy Pawn nepememiaercs. B atom
KOMIIOHEHTE TaKXe MOXHO 33JaTh [IEpEMEHHbIE, TAKHE KaK CKOPOCTh XO/AbObI U MPBIKKOB.

Uto0OsI 3acTaBUTh Pawn nBUTATHCS, HAM HY)KHO 3HATh, KOT/Ia UTPOK HAXKHMAET KIIABUIILY
nBuxkeHus. /st 5Toro Ml mpuBskeM aBrkeHue K knasumam W, A, Su D.

Ilpumeuanue: ecny Bbl HE3HAKOMBI C IPUBSI3KAMHU, TO MOKETE MPOYUTATh O HUX B YACTH
TyTOpHana, mocBanéHHon Blueprints. [TpuBsi3koii KIIaBUII MBI OTIpeeisieM, KaKue KIIaBHIIH
OyIyT BBINOJIHATH IEHCTBUE.

C 03JaHHMC ITPUBA30K IBM/KCHUA

Bribepute Edit\Project Settings u otkpoiite HacTpoiiku Input.


https://habrahabr.ru/post/344446/

Cosnaiite nBa Axis Mappings noa naszsanuem MoveForward u MoveRight. MoveForward Oyzaer
YOPaBISITH ABMKEHUEM BIiepén u Ha3ad. MoveRight — nBukeHHEM BIIEBO U BIIPaBO.

4 Axis Mappings + @

" Nl MoveForward

- None

¥ il MoveRight

;:)None

Jns MoveForward 3amenunte knapunry Ha W. [Tociie aToro co3aaite eimé oaHy KIaBUILy U
BeIOepuTe S. M3menute Scale ms S va -1.0.

PN MoveForward + X

SMS— - )

Ipumeuanue: eciv Bbl XOTHTE TIOApOoOHEE y3HATH O moJie Scale, mpouunTaiite YacTh TyTOpHaa,
nocesménnyo Blueprints. B pasnene "3nauenue ocu u macuumaéd 6600a" roBOPUTCS, U4TO 3TO U
KaK dTUM II0Jb30BaThCH.

[To3:xe MbI OyneM yMHOKaTh 3HaUeHHE MacmTaba Ha BekTop forward Pawn. DTo mact Ham
BEKTOp, HAIIPABJICHHBINA 6nepéo TIpU noaodcumenvrom Macirade. Eciu Mmacmtad ompuyamenen,
TO BEKTOp OyzeT HarpaiieH Ha3ad. C MOMOIIBIO MOTYYHBILIETOCS BEKTOPa MOYKHO OyaeT
JIBUTaTth Pawn Briepén u Ha3au.

Back Forward

-1 0 1

Scale

TCHCpI) HaM HY’KHO CACJIATh TO KC OJId IBUXKCHUA BJICBO U BIIPABO. N3menute KiIaBUIly JIJIA

MoveRight Ha D. 3arem co3naiite HOBYIO Ki1aBuIly U Beioepute 1uist Heé A. Mzmenute Scale st
Ana-1.0.

N MoveRight + X

SRS - D *

Tenepb, Koraa Mbl HACTPOUIIN IMTPUBA3KHU, HAM HY>XHO HCIIOJIB30BAaTh UX JJId IBUKCHUS.


https://habrahabr.ru/post/344446/

Peanun3zanusa nBuKeHUs

Ortkpoiite BP_Player, a 3atem otkpoiite Event Graph. Jlo6aBsTe coobrTue MoveForward (to,
KOTOpOE yKa3aHo B crucke AXis Events). 9to coObiTie OyaeT BBIMOIHATHCSA B KaKIOM Kajpe,
JaKe eCJIM Bbl HUYETO HE HAKUMAETE.

2} InputAx_is MoveForward

b

Axis Value O»

Taxoke oHO OyIeT mojaBaTh Ha BeIx0[] 3HaueHue AXIS Value, koTopoe paBHO 3a/laHHBIM paHee
3nadyenusam Scale. Ono OyeT mogaBath Ha Beixo 1 npu HaskaThu Ha W u -1 npu HaxkaTuu Ha S.
Ecnu He Ha)KMMAaTh KJIaBUINH, TO Ha Beixoe Oyxaer 0.

Janee HyxHo mpuka3ath Pawn asuratses. Jlo6aBere Add Movement Input u coenunute ero
CIICIYIOLIMM 00pa3oM:

f Add Movement Input

BﬁlnputAxis MoveForward
»P— >
Axis Value @ Target 1’ge|f

World Direction
O (¥ 00][v 00][Z 00]

@' Scale Value

Force D

Add Movement Input 6yaet monyuyats BEeKTOp M yMHOXaTh ero Ha Scale Value. Dto npeobpasyer
€ro B COOTBETCTBYIOIIEM HarpasieHuu. [TockoabKy MbI Hcronb3yem Character, To KOMIOHEHT
CharacterMovement Oyxet nepemeriiate Pawn B 3TOM HalipaBiCHHH.

Teneps HaM HY)KHO yKa3aTh HallpaBJIeHHE IBIKEHUS. Tak Kak MbI XOTHM JABHTaThCS BIIEPEN, TO
MokeM uctoib3oBath Get Actor Forward Vector. Ipu aTom OyzeT Bo3BpaIaThCsi BEKTOP,
HanpasiieHHbIN Briepén. Co3naiiTe ero 1 COEAUHUTE CIEAYIOLIUM 00pa3oM:
=i 5 ] S Sl 5 S S " f Add Movement Input
< InputAxis MoveForward Target is Pawn
_f Get Actor Forward Vector
Axis Value @ Target is Actor Target | self

Target | self Return Value @ — @ World Direction

— @ ScaleValue

Force D

ITonBeném utor:



1. MoveForward BeImoaHsCTCS KaXIblid Kaap U nmepenact Ha Beixoa AXis Value. Do
3HaueHue Oynet paBHO 1 mpu Haxxatuu Ha W u -1 npu HaxaTuu Ha S. Eciiu He Ha)XKUMaTh
HU OJIHY M3 3THX KJIaBHIII, TO Ha Bbixoje Oyer 0.

2. Add Movement Input ymuoxaet sexmop forward Pawn ua Scale Value. biaromaps stomy
B 3aBUCMMOCTH OT Ha)KaTOM KJIaBUILIK BEKTOp OyJeT HampaBiieH BHepén niu Hazan. Eciu
HE Ha)XMMaTh KJIABHIIIH, TO BEKTOP HE Oy/IEeT MMETh HalpaBJIeHUs, TO eCTh Pawn He
OyJleT ABUTAThCSI.

3. Komnonent CharacterMovement monygaer pesyisrar u3 Add Movement Input, mocie
4yero ABUracT Pawn B 3TOM HarpaBJICHUH.

ITosropum mpouecc s MoveRight, no 3amenum Get Actor Forward Vector na Get Actor Right
Vector.

25 inputAxis MoveRight

if A&d iﬁ&emeni Ihput

, f Get Actor Right Vector
Axis Value @ oot i A Target [ self

Target | selfl Return Value @ — @ World Direction

— — @ Scale Value

Force O

I[J'ISI IMPOBCPKU ABUKCHHA HYKHO 3a1aTh Pawn 1o YMOJIYaHUIO B HITPOBOM PCIKUMCE.

3aganue Pawn no ymoruanuio

Haxxmure na Compile u BepauTech B 0CHOBHO# penaktop. Otkpoiite manens World Settings u
Haiigure pa3aen Game Mode. M3menunte 3nauenue Default Pawn Class na BP_Player.

4 Game Mode

GameMode Override (S RENTUE b d e O+ o

4 Selected GameMode

Default Pawn Class [slB=EVs o O +
woces (TN « © +

Player Controller Cl: & 0O+
Game State Class e 0O+
Player State Class e 0O+
Spectator Class & 0O +

Ilpumeuanue: ecnu y Bac Het nanenu World Settings, To nepeitnute B Toolbar u BeiOepute
Settings\World Settings.

Temnepsb npu 3ammycke Urpbl BBl aBTOMAaTHYECKU Oyere ucnosib3oBaTh BP_Player. Haxxmute Ha
Play u Bocmons3ayiirecs kinaBuiamu W, A, S u D 11 ABMOKEHHSI IO YPOBHIO.



Tenepb MBI CO3JaUM IPHUBA3KHU AJIA ITIOBOPOTA I'OJIOBHI.

Co3nanue npuBsi30K 0030pa

Ortkpoiite Project Settings. Cosmaiite emié qsa AXis Mappings mox naszsanuem LookHorizontal u
LookVertical.

"8 | ookHorizontal

,,DNone

"N | ookVertical

"l | ookHorizontal

Ota npuBs3ka OyJIeT BbIJaBaTh MOJOKUTEIBHOE 3HAUCHNE TIPU MIEPEMEILIEHUU MBI 81paso, u
Hao000pOT.

Teneps u3menum knasumry i LookVertical ua Mouse Y.

"l L ookVertical

Ota npuBs3Ka OyJIeT BbIJaBaTh MOJOKUTEIBHOE 3HAUCHNE TIPU MTePEMEIIEHUH MBIIIH 88epX, U
Hao000pOT.

Teneps HaM HYXHO CO34aTh JIOTUKY, YTOOBI CMOTPETH BOKPYT.

Peanu3anus 0630pa

Ecnu y Pawn Her komnonenta Camera, To Unreal aBTomMaTtudecku co3naét kamepy 3a Bac. [1o
YMOITYaHUI0, Kamepa OyeT UCTIOIB30BaTh IIOBOPOT KOHMPOJLIEPA.

Ilpumeuanue: ecnu Bbl XOTUTE y3HATH OOJIbIIIE O KOHTPOJUIEpax, TO U3YUUTE HAlll TyTOpUal
"M CKYCCTBEHHBIN HHTEJUIEKT" .

HCCMOTpH Ha TO, YTO KOHTPOJIJICPHI HC SABJIAIOTCA (1)I/I3I/ILICCKI/IMI/I, Y HUX BCE PaBHO €CTb CBOH
IMOBOPOT. 9710 3HAYUT, YTO MOKHO HAlIpaBUThb B3IJIA 0 Pawn u KaMCpPbI B pa3HbIX HAIIPABJICHUAX.
HaHpHMep, B UT'PC€ OT TPCTHETO JIUIIA ICPCOHAK U KaMEpa HE BCCTAa CMOTPAT B OAHOM
HaIlpaBJICHHUH.

J1nst MOBOpOTa KaMephl B UTPE OT TIEPBOTO JIUIIA HAM JIOCTATOYHO U3MEHUTH IOBOPOT
KOHTpOJIIEpasi.


https://habrahabr.ru/post/346498/

Otkpoiite BP_Player u co3maiite coosrrue LookHorizontal.

6 InputAxis LookHorizontal

o

Axis Value O»

Yro6bl 3aCTaBUTH KaMepy MIOBOPAYMBATLCS BJIEBO MJIHM BIIPABO, HAM HY)KHO PETYJIHPOBATH
poickanue (yaw). Cozmaiite Add Controller Yaw Input u coequnmte ero cieayronmm oopa3om:
*f Add Controller Yaw Input
< InputAxis LookHorizontal Target is Pawn
»P ——H D

Axis Value @ \ Target | self |

® Vval

Tenepb IIpU rOPU30HTAJIBHOM ABHIKCHUH MBIIIHU KOHTPOJIICP 6YHGT IMOBOPAYMBATHCA BJICBO UJIN
BIIpaBO. HOCKOHBKy KaMepa UCIIOJIB3YCT ITIOBOPOT KOHTPOJUICPA, OHA TOKE 6y,HCT
IMOBOPAYMBATHCA.

[MosTopute mporecc s LookVertical, no 3amennte Add Controller Yaw Input na Add
Controller Pitch Input.
2} InputAx_isFékVertical

P-=—=——=-P D

Axis Value @ \ Target [ self|
® Vval

Eciu 3aIlyCTUTC UT'PYy ceﬁqac, TO 3aMCTUTE, YTO BEPTUKAIILHOC ABHIKCHUC KaMCPhbI
UHeEPMUPOBAHO. OT0 3HAYUT, YTO IMPU ABUKCHUHU MBIIIHN 66€pX KaMCpa 6yz[eT CMOTPETh 6HU3.

Ecnu BbI ipe/inounTacTe HEMHBEPTUPOBAHHOE YITPaBJICHUE, TO YMHOXKbTe AXiS Value Ha -1. D10
uHBepTHpyeT AXiS Value, uTo nHBEpTHUPYET HAKIOH KOHTPOJLIEepa.

*f_;@ Controller Pitch input
< InputAxis LookVertical Targetis Pawn
» —mM8M8M8MmM8M8mMmMmm > D

Axis Value @ [ — Target [ self]

~/ .' .}
® Val

O Iil fAdd pin +

Haxxmurte Ha Compile u naskmure Play. OrnsHuTECh BOKPYT ¢ TOMOIIBIO MBIIIIH.

TenepL, Korjia BCE ABMKECHUE U 0630p TOTOBBI, ITPUIILJIA ITOpA CO31aBATh Opy)KI/IC!



Co3nanue opyxus

[TomuuTe, uto TipH co3aannu Blueprint Class MOKHO BBIOpaTh pOIUTEILCKHH Kiacc? MoOKHO
TakK ’ke BRIOMPATh B KAUECTBE POAUTEIbCKIX cOOCTBeHHBIE Blueprints. OTo mones3no, korna
MMEIOTCS pa3HbIe TUITHI 00BEKTOB, 00JIaIatoIIKue O0IKUM (PYHKITMOHAIIOM WJIH aTpuOyTaMH.

JomycTtim, HaM HY»HO CO37aTh pa3HbIE TUIIBI aBTOMOOUIIe. MOKHO co3/1aTh 6a30BBIN Kiacc
ABTOMOOWIIS, COJIEPIKAINI TaKKe MePEMEHHbBIE, KaK CKOPOCTh | IIBET. 3aTeM MOXKHO CO3/1aTh
KJIaCChI (JI0UepHUE), KOTOpBIE OYIyT UCIOIB30BaTh B KAYECTBE POJIUTEIHCKOTO 0a30BbIM Kilacc
aBromoOwmis. Kaxxaplii qouepHuii kiacc OyIeT coaepkaTh T€ ke nmepeMeHHbIe. Terneps y Bac
€CTh MPOCTOM c0co0 Ui CO3AaHMsI MALIUH C Pa3HBIMU 3HAUEHUSIMU CKOPOCTH U I[BETA.

Speed

Color

Speed: 10 Speed: 50 Speed: 100

Color: White Color: Silver Color: Red

DTHUM K€ crIocoO00M MOXKHO CO3/1aBaTh Opykue. it 3Toro HeoOxoAMMO JJIsl Havajia co3aTh
0a30BbIi KJ1acc.

Co31anue 60a30BOr0 KJacca OpyKus

BepuuTtech B ocHOBHO# penaktop u coznaiire Blueprint Class tuna Actor. HazoBuTte ero
BP_BaseGun u oTkpoiiTe.

Ternepb MbI CO3/1aJJIM HECKOJIBKO IMTEPEMEHHBIX, 33Ial0IUX CBOMCTBA opyxus. Co3maiiTe
cieayronue nepemernbie tuna float:

e MaxBulletDistance: makcumasbHast aabHOCTh MOJIETA KAKION YN
o Damage: xonnuecTBO ypoHa, HAHOCHMOTO MYJIeH TIPH MOMaJaHuu B aKTOpa
o FireRate: npomexxyTok (B CeKyHaaX) MEKAY BBICTPEIAMH TyJIb OPYKHEM

4Variables
[ Components
= MaxBulletDistance

== Damage
== FireRate




Ilpumeuanue: MO yMOTYaHUIO 3HAYEHUSI BCEX IIEPEMEHHBIX PABHbI HYIIO, YTO BIIOJIHE MTOJAXOAUT
i Tyroprana. OJHAKO €clii Bbl XOTUTE, YTOOBI Y HOBBIX KJIACCOB OPYKHUs ObUIO Jpyroe
3HaYeHHE TI0 YMOJYaHUIO, TO €ro HYXHO 3a1aTs B BP_BaseGun.

Temneps HaM HYKHO (PU3UUECKOE MTPECTaBICHHE 3TOr0 opyXkus. /lo6aBbTe KOMIIOHEHT Static
Mesh u nazoBute ero GunMesh.

-=. Components

FRaA Components

® BP_BaseGun(self)

4%y DefaultSceneRoot

[Toka He BosHylTECh 0 BBIOOpE cTaTudecKoro Mema. Mbl 3aiiMEMCSI 3TUM B CIIEYIOIIEM
paszene, rae Oynem co3aaBaTh JOYEPHUNA KIIacC OPYXKHSL.

Co3nanue 104epHero Kjiacca opy:Kus

Haxvute na Compile u BepauTech B OCHOBHOMU peaakTop. st co3nanus 104epHero Kiacca
Hasicmume npasotl knasuuieti monuu Ha BP_BaseGun u Beioepute Create Child Blueprint Class.

GIF

Hazosure ero BP_Rifle u otkpoiite. Otkpoiite Class Defaults u 3amaiite mepemeHHbIM
CIICTYIOIIHE 3HAUCHHS:

o MaxBulletDistance: 5000
o Damage: 2
e FireRate: 0.1

4 Default

Max Bullet Distance RILEIXH

Damage

Fire Rate

OT0 3HAYMT, YTO MAKCUMAJIbHBIN MyTh Kaxkao# mynu 0yzaer paseH 5000. Ecnu ona nonanér B
aKTopa, To HaHec€T 2 enuHUIIBI ypoHa. [Ipu cTpensbe ouepensiMu nHTEpBa Mepes] KaKIbIM
BbICTpeJIOM OyzeT paBeH He MeHee ueM 0.1 cekyHIIbI.

Tenepb HaM HY)KHO yKa3aTh MEI, KOTOPBIH OyJIeT UCIOIB30BaThCS OpYyXHeM. Brioepute
kommoHeHT GunMesh u Bet6epute mis Static Mesh 3nauenune SM_Rifle.



4 Static Mesh

SM_Rifle
€ 0

Static Mesh

Teneps opysxue roroBo. Haxxmute Ha Compile u 3akpoiite BP_Rifle.

Tenepb MbI co31a11M COOCTBEHHBIH KOMIOHEHT KaMmepbl. OH acT Ham Oosee ynoOHoe
yIpaBjeHUE PacCHOoKeHnEeM KaMepbl. Takke OH MO3BOJIUT HaM MPUCOEIUHHUTD OPYKUE K
Kamepe, 4TOOBI OHO BCET/1a HaXOIMWIIOCh Mepe]] KaMepO.

Co3nanue kamephbl

Ortkpoiite BP_Player u co3naiite komnonent Camera. Hazosure ero FpsCamera.

-=. Components

4+ Add Component v S

P BP_Player(self)

4 § CapsuleComponent (Inherited)
R ArrowComponent (Inherited)

¥ Mesh (Inherited)
a FpsCamer

“f CharacterMovement (Inherited)

H03I/II_II/I}I M0 YMOJYAaHUIO HAXOAUTCS JOBOJIbHO HU3KO, N3-3a Y€TO UT'POK MOKET IMTOYYBCTBOBATH
cebs manenbkuM. M3menuTe location kamepst FpsCamera ua (0, 0, 90).

[To ymon4anuto, kKoMmoHeHTHI Camera He UCTIOIB3YIOT MTOBOPOT KOHTpoJIiepa. UToOs



UCIIPaBUTh 3TO, NepeianTe B nanenb Details u Brirounte Camera Settings\Use Pawn Control
Rotation.

4 Camera Settings

Projection Mode Perspective A g
Field Of View

Constrain Aspect Ratio

Use Pawn Control Rotation =]
Post Process Blend Weight

Lock to Hmd

TCHGpB HaM HY’KHO 3a/1aTb MECTO, B KOTOPOM HOJIDKHO HAXOJUTLCA OPYIKUC.

3amaHne MeCTONOJIOKEHNSI OPY KU

I{J’IH CO3aaHrsA MCCTOIIOJIOKCHHA OPYKHA Mbl MOKCM HCII0JIB30BATh KOMIIOHCHT Scene. Ot
KOMIOHEHTBI U/ICATIbHO HOAXOIAT ISl 33aHHSI MECTOIOI0KEHHH, TOTOMY YTO COACPIKAT
tonbko Transform. Beibepure FpsCamera u co3naiite koMmmoneHT Scene. Takum o6pa3om oH
npuKpenuTcs K kamepe. HazoBute ero GunLocation.

-2 Components

FRaAComponents

f BP_Player(self)

4 § CapsuleComponent (Inherited)
" ArrowComponent (Inherited)
¥ Mesh (Inherited)
4%y FpsCamera
‘ \Location

% CharacterMovement (Inherited)

braromapst Tomy, uto mMbI npukpernuin GunLocation k FpsCamera, opyxue mocTosiHHO OyneT
COXPaHATh CBOE MOJIOKEHNE OTHOCUTENBHO KaMephl. TakuM 00pazom, Mbl Beerja OyieM BHIETh
OpYXKHUE Meper KaMepowu.

Teneps npuconm location komnonenta GunLocation 3nauenus (30, 14, -12). Tak mMbI
PACIOI0KUM OpYXKHE BIEPEIU U ClleTKa COOKY OT KaMephl.



Top View

3atem 3amaauM rotation suavenus (0, 0, -95). Koraa Mbl npukpenuM opykue, To Oyaer
Ka3aThCsl, YTO OHO BCET/Ia HAIPABJICHO B IICHTP YKpaHa.

Top View

Teneps HaM HYKHO CO371aTh OPYKHE U MPUKpENHTH ero k GunLocation.

Co31aHue U NPUKpPeEINJIeHNEe OPYKUS

Haiimure Event BeginPlay u co3naiite Spawn Actor From Class. Beioepute s Class 3nauenue
BP_Rifle.



& Event BeginPlay & SpawnActor BP Rifle
»P — P )
Class | BP Rifle = Return Value

Spawn Transform Location
© [ 00][v 00][Z 00]

Spawn Transform Rotation

O [ 00)[7_00) [z 09)

Spawn Transform Scale

O [ 10)[7 10)[z 1]

Collision Handling Override

Owner

Instigator

[TockonbKy HAM HY)KHO OYZET UCITOJIb30BAaTh OPYKHE MO3KE, Mbl COXPAHUM €T0 B IIEPEMEHHOM.
Co3zpnaiite nepemennyio tuna BP_BaseGun u Hazosute eé EquippedGun.

BaxHo To, uTo nepemenHas He umeet T BP_Rifle, moTomy uTo Urpok MoxeT MMeTh pa3Hbie
THIIbI OPYXKHS, & HE TOJIBKO 01HO. Ecii co31aTh ApYyrol TUI OPYKUSL, TO MbI HE CMOYXKEM
XpaHUTh ero B nepemenHoi tuma BP_Rifle. Dto Oymer moxoxe Ha TO, YTO MBI MbITaEMCS
3aCYHYTb KPYT B IIPSIMOYTOJIBHOE OTBEPCTHE.

Bri6paB miis nepemennoi Tun BP_BaseGun, mbl co3nanu 60IbI10€ «OTBEPCTHEY, TTOIXO SIS
I0JT MHOTHE «(DUTYPBI».

Teneps npucBonmM EquippedGun 3nauenue Return Value Spawn Actor From Class.

OiEi\/e?BngW & SpawnActor BP Rifle

> —» D= FIRMREEI T

Class BP Rifle » Return Value Equipped Gun

Spawn Transform I:ocation
O [X00][v 00][Z 00
__ Spawn Transform Rotation
“ [ 00][v 00][Z 00

Spawn Transform Scale

O 10|y 10)z 19)

Collision Handling Override
Default

Owner

Instigator

YToObl MPUKPENUTH OPYIKHE, MBI MOXKeM ucnoib3oBath AttachToComponent. Co3naiite ero u
3amaiite as Location Rule u Rotation Rule 3nauenue Snap to Target. biiarogaps atomy opyxue
OyZIeT UMETh TO K& MECTOIOJIOKEHUE U TIOBOPOT, YTO U POTUTEIb.



Tf;AttachToComponent

o
Target

Parent

(» Socket Name

Location Rule
Snap to Target v
Rotation Rule

Snap to Target v

Scale Rule
Keep Relative

Weld Simulated Bodies 9

Teneps co3aaaum cebuiky Ha GunlLocation u coelMHNM BCE CIIEAYIOIUM 00pa3oM:

il " J AttachToComponent
© Event BeginPlay " @& SpawnActor BP Rifle Target is Act

; SET
»P— P » —» —— >

Class BP Rifle » Return Value Equipped Gun Target

Spawn Transform Location S i Parent

2 @ [E \ﬂ GunLocation O Socket Name ‘ None[

Spawn Transform Rotation Location Rule

Spawn Transform Scale

il SUGNTAD

Collision Handling Override
Default

Rotation Rule

Scale Rule
Keep Relative

Owner Weld Simulated Bodies E

Instigator

IlonBeném mutor:

1. TIpu cozmanuu BP_Player on 6ynet co3naBats sx3emiuissp BP_Rifle

2. EquippedGun 6ymet xpaHuTh cChIIKY Ha co3aanubiii BP_Rifle qms nansHeiinero
UCIIOJB30BaHUS

3. AttachToComponent npucoenunser opyxue k GunLocation

Haxxmurte Ha Compile u naxxmure Play. Teneps npu co3nanuu urpoka OyneT co31aBaThCs U
opyxue! [Tpu moBopoTax opyxue OyieT Bcerja HaXOIUThCs Tepe]] KaMepo.



Teneps HaUMHACTCS HHTEPECHOE: MBI OyIeM cTpemsaTh! UTOOBI MPOBEPUTH, MOTIANA JIH Ky/1a-
HUOYIb MYJIsI, MBI MOYKEM HUCIOJIb30BATh MPACCUPOBK) NPAMBIX.

Crpennda nyasamu

TpaccupoBka nNpsMbIX — 3TO (HYHKIUS, MOTYYarollas HA4albHYI0 U KOHEYHYIO TOUYKH
(o6pazyromue npsimyro). OHa MpoBepseT Kax Iy TOYKY Ha MPSAMOM (0T Havasia 10 KOHIa), TOKa
Ha 4YTO-HUOYb HE HATKHETCA. B urpax /s mpoBepku MomnajgaHus MMyJiy Yaiie BCero
UCTIONB3YeTCs TAKOH CItocoo.

[Tockobky cTpens0a — 3To (PYHKIUS OpYKHUs, OHA JOJKHA BBITIONHATHLCS B KJIacce OPYKHUS, a
He urpoka. Otkpoiire BP_BaseGun u co3naiite dpyukimo Shoot.

3atem co3maiite qBa Bxozaa Vector u nazosure ux StartLocation and EndLocation. Ouu 6yayT
HaYaJIbHON M KOHEYHOU TOUYKAMH TPACCHPOBKH MPSMBIX (KOTOpPBIE MBI OyIeM TIepeaaBaTh U3

BP_Player).

4 Inputs <+

— N x

T T - N x

TpaccupoBKY IPSIMBIX MOXHO BBITTOJHATH ¢ omotisio LineTraceByChannel. Dtot Hox
HPOBEPSICT MOMaAaHus C TOMOIIbIO KaHata kosumu3uit Visibility umu Camera. Cosnaiire ero u
COCTMHUTE CIIEAYIOIINM 00pa3oM:



= Shoot " [ LineTraceByChannel
P — P D
Start Location @ —— @ Start Out Hit

End Location @ — @ End Return Value

Trace Channel

Visibility -

Trace Complex 0O

:.: Actors to Ignore

Draw Debug Type

Ignore Self (]

Teneps HaM HY)KHO ITPOBEPHTH, TIONAAET JIH BO YTO-HUOYIb TpacCHpOBKa npsmbIX. Co3maiiTe
Branch u coenunure ero Tak:

W shot [ f LineTraceByChannel (Chanch

»P — »H »P — True >

Start Location @ — @ Start Out Hit Condition False
End Location @ — @ End Return Value

Trace Channel

Visibility v

Trace Complex (]

i.: Actors to Ignore

Draw Debug Type

Ignore Self ]

[Tpu nonaganuu Return Value Gyzaet BbiaBaTh Ha BHIXO[ true, 1 HA0OOPOT.

YToOb! 1aTh UTPOKY HATJIAIHYIO OOpaTHYIO CBSI3b O TOM, Ky/ia Torajia MmyJis, MOKHO
UCIIOJIB30BaTh (M PEeKT yacTHil.

C0311a1me HJacTUll nmonmagaHvs 1myJjin

CHauvaja HaM HY)KHO ITOJIyYUTh MECTOIOJIOKCHHE TIOTNIaaHusl TPACCUPOBKH. [lepemawjume
nesoil knasuueti moruiu Out Hit va rpad. B menro Beioepure Break Hit Result.



ffhfine‘rraceBychannel

g

@ Start

@® End
Trace Channel
Trace Complex O

¢ Actors to Ignore

Draw Debug Type

Ignore Self ¥

Tak MBI Co3aaguM HOA C pa3HbIMH KOHTAKTaMH, OTHOCAIIUMHUCA K PE3YyJIbTaTaM TPaCCUPOBKH

IPSIMOA.

' ,, Branch
»P — P True >
Out Hit Condition False

Return Value

-~ Break Hit Result
Hit Blocking Hit
Initial Overlap
Time O»
Distance O»
Location O»
Impact Point O»
Normal Or
Impact Normal O»
Phys Mat
Hit Actor
Hit Component
Hit Bone Name O»
Hit item O»
Face Index O»
Trace Start O

Trace End O»

Cosnaiite Spawn Emitter at Location u 3agaiite ams Emitter Template snauenue
PS_Bulletimpact. 3atem coenunute ero Location ¢ Location noma Break Hit Result.



2! Branch
» True P

Condition False

- Break Hit Result
Hit Blocking Hit
Initial Overlap
Time O»
Distance O»
Location @
Impact Point O»
Normal O
Impact Normal O»
Phys Mat
Hit Actor
Hit Component
Hit Bone Name C
Hit Item C
Face Index C
Trace Start O

Trace End O

Bor kak 310 OyaeT BBIMISIIETh:

= Shoot
»P— >

— @ Start

— @ End

e Trace Sy T

Start Location @ Out Hit
End Location @ Return Value
Trace Channel

Visibility
Trace Complex 0
Actors to Ignore

Draw Debug Type

Ignore Self (]

IlonBeném mutor:

7]‘ 7Spawn Emitter at Location

Emitter Template

PS_Bulletimpact w

@ Location

Rotation
[X 0.0][¥ 0.0][z 0.0]

Scale
O’\ 1.0][V 1.0][Z 10]

Auto Destroy B

“C Branch
I J

False >

Condition

-7 Break Hit Result
Hit Blocking Hit
Initial Overlap
Time O
Distance O»
Location @
Impact Point O

Normal O

Impact Normal O

Phys Mat
Hit Actor
Hit Component
Hit Bone Name O»
Hit Item C
Face Index O
Trace Start O

Trace End O

)

Return Value

7 pawn Emitter at Location
»

Emitter Template

PS_Bulletimpact v

@ Location

__ Rotation

~ [x 00][V 00][Z 00]
Scale Sl

© 109 1o)

Auto Destroy B

1. Tlpu BemmomHeHn ShOOt OHA BBHIMOJIHSAET TPACCHPOBKY MPSIMOM C MepeAaHHBIMH

HaYaJIbHOU U KOHEYHOU TOUYKOU

Return Value

D




2. Ecnu nonananue 3adukcupoBano, To Spawn Emitter at Location cozgact
PS_Bulletimpact B Touke monamanus

Teneps, koraa g0ruka cTpeibOb! 3aBepIlieHa, HaM HY>KHO BOCHOJIb30BaThCs €1O0.

Bro13oB pynkumuu Shoot

JIuist Havyasa HaM HYXKHO CO3/IaTh MPUBS3KY KJIABHII 1t cTpeab0bl. Haxkmure Ha Compile n
otkpoiite Project Settings. Cosnaiite HoByro Axis Mapping moxa Ha3Banuem Shoot. Beibepute
it Heé knasuinry Left Mouse Button u 3akpoiite Project Settings.

3atem otkpoiite BP_Player u co3naiite cobsitre Shoot.
2} InputAxis—Shoot

B

Axis Value O

UYToObI MPOBEPHUTH, HAKUMAET JIK UTPOK KiaaBHIy ShOOt, HaM JOCTaTOYHO MPOBEPUTH, PABHO JI
snadenue AXis Value equnnne (1). Co3aaiite BbIAEICHHBIE HOIBL:
< InputAxis Shoot

» 3 True [
Axis Value @ g Condition False [

& shoot

&npumxis Shoot _» Branch
» —M8M » Tuwep —m8m8 P

[T ——
Axis Value @ _, ° Condition False > Equipped Gun Target
Start Location
© [ 00][V 00][Z 00
End Location

O [o0)(7 00) [z 00)

Tenepb HaM HY’KHO BBIYHCIINTH HAYaJIbHYIO U KOHCUYHYIO TOYKH IJI TPaCCUPOBKHU HpHMOﬁ.

BrlrunciieHue To4eK TPACCUPOBKHU NPAMOi



Bo muorux FPS myns neTtut U3 kamepsl, a He U3 opyxus. Tak aenaroT NoTOMy, YTO KaMepy yxe
" TaK UACAJILHO BBIPOBHCHA C IIPULICIIOM. HOBTOMy €CJI1 MBI 6yI[eM CTPCJIATH U3 KaMCPEI, TO
yJIsl TapaHTHUPOBAHHO MOJIETUT TYAA, TJIe HAXOAUTCSA Kypcop.

Ilpumeuanue: HEKOTOPBIE UTPHI BCE-TAKU PEATU3YIOT CTPENbOy U3 opyxusi. OHaKo s
CTpesIbOBI POBHO B IPULIEI TPEOYIOTCS JOMOJIHUTEIbHbIE BBIYUCICHUS.

Cosmaiite ccouiky Ha FpsCamera u coenunute eé ¢ GetWorldLocation.

| GetWorldLocation

N —
Fps Camera Target Return Value O»

Teneps HaM HY>KHa KOHEeUHas Touka. He 3a0biBaiiTe, UTO y OpYy>XKus €CTh IepeMeHHas
MaxBulletDistance. Dto 3Ha4uT, YTO KOHEYHASI TOYKA JOJHKHA HAXOAUTCS Ha PACCTOSIHUN
MaxBulletDistance eaunuir ot kamepsl. YTOOBI pean30BaTh 3TO, CO3/IANTE BbIICIICHHBIC HOIbI:

" f GetWorldLocation
/ - . ' ‘
Fps Camera Target Return Value @

~ | Get Forward Vector

Target Return Value @

Equipped Gun H Target Max Bullet Distance @

3aTeM COeIMHUTE BCE CIETYIONIMM 00pa3oM:

L L & Shoot
€ InputAxis Shoot L Branch ]

»P —M— b Ty —— p
—_———

Axis Value @ _, ° Condition False > Equipped Gun Target

o [T

@ Start Location

@ End Location

" f GetWorldLocation

T —
Fps Camera Target Return Value @

" f Get Forward Vector

Target Return Value @

—_—
Equipped Gun Target Max Bullet Distance @

IlonBeném uror:



1. Koraa urpox HaXKHMAeT WITH YAEPKUBACT J1e6YI0 KLAGUULY Mbliiu, OPYXkKHe Oymer
BBIITYCKATh MYJTI0 C HAYAIIbHOW TOUYKOM B Kamepe
2. Tlyns nmponerut paccrosinue, ykazanHoe B MaxBulletDistance

Haxxmurte Ha Compile, a 3atem na Play. Y nepxuBaiite esyro knasuuiy mviuiu, 9T00bI HAYaTh
CTpeInbOy.

GIF

[Toka opy»xue cTpensieT B KaKI0M KaJipe. DTO CIUIIKOM OBICTPO, TO3TOMY Ha CIEIYIOIIEM dTare
MBI YMEHBIIIUM YaCTOTY CTPEIbOBI OPYKHSL.

YMeHbIlIeHHe YaCTOThI CTPEJIbObI

Bo-mepBbix, HAM HY)KHa TIEPEMEHHast, YTOOBI OTPEICTUTh, MOXET JIH HTPOK CTPesiTh. OTKpoiiTe
BP_Player u co3naiite nepemennyio tumna boolean ¢ nazsanuem CanShoot. 3agaiite eit
3HaveHue true no ymomuanuto. Eciiu CanShoot pasna true, To UTpok MOXET CTPENSTh, U
Hao00pOT.

3amenute paznen Branch ma cienyroiee:

zylnputAxi;- Shoot d < Branch

. e —— . True’

Axis Value @ Condition False

.) R
o [T~

Can Shoot

Terepsb UTPOK MOKET CTPEIATH TOJIBKO €CIIHM HaXkaTa KiaBuina Shoot u nepemennas CanShoot
pasHa true.

Tenepb I[O6aBI/IM BBIACIICHHBIC HO/IbI:

Y Gt Fernid verie

N3menennus:


https://koenig-media.raywenderlich.com/uploads/2018/01/unreal-simple-fps-46.jpg
https://koenig-media.raywenderlich.com/uploads/2018/01/unreal-simple-fps-46.jpg
https://koenig-media.raywenderlich.com/uploads/2018/01/unreal-simple-fps-46.jpg

1. Wrpox MOXeT CTpemnsTh, TOJIIBKO KOTJa YACPKUBACT J1€6Y10 KIABUULY MbliU, U KOTAA
CanShoot pasna true

2. Korna urpok crpensier mysei, nepemennoir CanShoot npucsauaercs 3HaueHue false.
3TO HE NO3BOJIUT UTPOKY BEICTPEINUTH CHOBA.

3. CanShoot 6yner cHOBa nprCcBOCHO 3HaUeHKE true yepes mpoMexyTOK BpEMEHH,
yka3aHHbIi B FireRate

Haxxmure na Compile u 3akpoiite BP_Player. Haxxmute Play u mpoBepbTe HOBYIO 4acTOTHI
CTPEIbOBI.

Tenepb MbI HAyYHM L€ U KHOIIKY pearupoBaTh Ha MyJd. DTO MOXHO CJIeaTh, 100aBUB UM
VPDOH.

IIpumeHenne ypoHa

Kaxnpiii akrop B Unreal umeer BO3MOXKHOCTb 1OJTydeHHs ypoHa. OJIHAKO BBl MOXKETE BHIOUPATh
caMH, KaK akTop OyJIeT Ha HEro pearupoBarth.

Hanpumep, nepconax (aiiTHra npu Mojry4eHuy ypoHa OyneT TepsTh 310poBbe. OHaKo
HEKOTOpble 00BEKTHI, HAIIPUMEP, BO3AYIIHBIN IAPUK, MOTYT HE UMETh 3/10pOBbs. Torna MoxKHO
3aporpaMMHpOBaTh LIAPUK, YTOOBI OH B3PBIBAJICS IPU MTOJYUYEHUHU YPOHA.

Jlyist TOro, 9TOOBI MOYKHO OBLTO YIIPABIISITH MMOJTYYCHHEM aKTOPOM YPOHA, HAM CHa4aJia Hy>KHO
npuMeHuTh ypoH. OTkpoiite BP_BaseGun u no6asste Apply Damage B koniie ¢pyukiuu Shoot.

T e ‘g
® D

Damaged Actor Return Value O»
(O Base Damage vo

Event Instigator

Damage Causer

Damage Type Class

sSelect LUlass -

Tenepb HaM HY)KHO yKa3aTh, KAKOMY aKTOPY Mbl XOTHM HaHOCHTh YPOH. B Haiem ciydae 3To
aKToOp, B KOTOPOTO MomnajaeT Tpaccuporka npsimoii. Coequuure Damaged Actor ¢ Hit Actor
Hoza Break Hit Result.



i

» True p ———— P » » >

Damaged Actor Return Value O

C Branch 7 " J Spawn Emitter at Location " f Apply Damage

Condition False Emitter Template Return Value

PS_Bulletimpact w

O» Base Damage [0.0]

@ Location :
Event Instigator

__ Rotation
” [¥ 00][V 0.0][Z 00]
- L L
7 Break Hit Resuit Damage Type Class

Damage Causer

Hit Blocking Hit
Initial Overlap Auto Destroy [

Time O
Distance O»
Location @
Impact Point O»
Normal O»
Impact Normal O

Phys Mat

Hit Actor

Hit Component
Hit Bone Name O»
Hit item O
Face Index O»
Trace Start O

Trace End O

HakoHen, HaMm HY>KHO yKa3aTh BeJIMYMHY HaHeCEHHOTO ypoHa. [lomyunre ccpuiky Ha Damage u
coenuHuTte €€ ¢ Base Damage.

Ry e i |
» D
Damaged Actor Return Value O»
‘ Damage @—— @ Base Damage
Event Instigator

Damage Causer

Damage Type Class

Teneps npu Be3oBe ShOOt OHa OyeT HAHOCHTH YPOH aKTOPaM, TOTABIINUM B TPACCUPOBKY
npsimoii. Haxxmurte na Compile u 3axpoiite BP_BaseGun.

Tenepb HaM HY)XHO 00pabOTaTh TO, KaK aKTOP MOJy4aeT YpOH.

Oopadorka ypoHa

Chauazna Mbel 00paboTaeM T0, Kak ypoH nonyyaroT neiu. Otkpoiire BP_Target u co3naiite Event
AnyDamage. 3To coObITHE BBITIOTHAETCS, KOTa aKTOP MOIYYaeT YPOH, He PAGHbllL HYTIO.



SHEHEEHEHEIE l.‘
€ Event AnyDamage

D

Damage O»
Damage Type
Instigated By

Damage Causer

Teneps Bo13oBuTe QyHkuuto TakeDamage u coenunute koHTakThl Damage. 3to BeuTeT
37I0pOBbE U3 MiepeMeHHo# Health renu u 06HOBHT 1BET HENH.

_—ii‘ € Take Damage
¢ Event AnyDamage [arget is BP Target
P —»

Damage @ \ Target | self |
Damage Type @ Damage

Instigated By

Damage Causer

Termeps, KOraa 1elb MOJy4aeT YPOH, OHa TepseT 310poBbe. Haxxmure Ha Compile u 3akpoiite
BP_Target.

Teneps HaM HY)HO 00paboTaTh TO, Kak NojyyaeT ypoH kHonka. Otkpoiite BP_ResetButton u
coszmaiite Event AnyDamage. 3atem Bri3oBute hyHkuuto ResetTargets.

—;i “O Reset Targets
> Event AnyDamage Target is BP Reset Butt
P — P
Damage O»  Target [ self
Damage Type

Instigated By

Damage Causer

D10 OyIeT BOCCTaHABIMBATH BCE LIENIU MPH MOJTYYEeHHH ypoHa KHomnKoi. Haxxmurte na Compile u
3akpoiite BP_ResetButton.

Haxxmute Ha Play 1 HAYHUTC CTPCJIATDH 110 LCIIAM. Eciu Bel XOTUTE BOCCTAHOBUTD e, To
BBICTPCIIUTE 110 KHOIIKE.



