Tyropuaua mo Unreal Engine. Yactp 2:
Blueprints
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Blueprints — sto cucrema BusyaibrHoro ckpuntutra Unreal Engine 4. OHa siBisieTcst ObICTPBIM
CI0coO0M CO3/1aHUs TPOTOTUIIOB UTP. BMECTO MOCTPOUHOro HaNMCaHUs KO/1a BCE MOYKHO JIE1aTh
BU3YaJIbHO: IEPETACKUBATh HOABI (Y37Ibl), 331aBaTh UX CBOMCTBA B HHTEpeiice U COSTUHATH X
«IIPOBOJAY.

Kpome ObicTporo nporotunupoBanus, Blueprints Taxke ynpoiaroT co3gaHie CKpUITOB JUIs
HEIPOrPaMMHUCTOB.

B s10i1 yacTu Tyropuana mMsl Oynem Hcnosib3oBaTh Blueprints 11 cieayronmx onepanuii:

o Hactpolika KaMepsl C BUIOM CBEPXY

o Co3zmaHue ynpaBisieMOro UIPOKOM aKTOpa C MPOCTHIMU JBUKEHUSIMU
o Hactpolika BBOAa UrpoKa

o Co3znaHue 371€MEHTa, HCYE3AIOIIEro IPH KOHTAKTE ¢ UTPOKOM



Ipucrynmaem k padore

Ckauaiite https://koenig-media.raywenderlich.com/uploads/2017/04/BananaCollectorStarter.zip
U pacnakyiite ero. UtToObl OTKPHITH MIPOEKT, IEPEUIUTE B MAINKY MPOEKTA U OTKPOHTE
BananaCollector.uproject.

Ipumeuanue: eciau OTKPOETCS OKHO, COOOIIAOIIEe, YTO IMPOSKT CO3/aH B Oojiee paHHEH Bepcuu
Unreal editor, To Bc€ B mopsiaKe (JIBHIKOK 9acTO OOHOBIsIETCS ). MOKHO HITH BBIOPATH OTIITHIO
CO3JIaHUs KOITUH, HJTH OIIIMIO TPE0OPa30BaHUs CaMOT0 MPOEKTA.

Ha pucynke Hmke nmoka3ana ciieHa. IMeHHO B Hell UTPOK OyAeT nmepeMenmarbcs U CoOOMpaTh
HpEIMETEL.

Jl1s mpocTOTHI HABUT ALY 5 pa30UI (ailyibl MpoeKTa Ha MANKH, KaKk MOKAa3aHO Ha PUCYHKE:

== Content Browser

I AddNew~ & Import

"ERRREUCER M Search BananaCollect:

Blueprints Maps haterials



https://koenig-media.raywenderlich.com/uploads/2017/04/BananaCollectorStarter.zip

BBI,Z[GJIGHHYIO KpaCHBIM KHOIIKY MOKHO HUCII0JIb30BAaTh, yTOOBI IT0KA3aTh WIN CKPBITH ITaHCJIb
HCXOAHUKOB.

Co3nanue urpoxka
B Content Browser nepeiiaure k manke Blueprints. Haxxmure Ha knonky Add New u BeiGepuTe
Blueprint Class.

MpbI XOTHM, 9TOOBI aKTOP TIOTyYasl BBOJUMYIO HTPOKOM MH(GOPMAITUIO, TTOITOMY HaM MOAXOIUT
kiaacc Pawn. Beibeprte Bo BerutbiBaroiieM okHe Pawn u nazosure ero BP_Player.

u Pick Parent Class

4 Common Classes

An Actor is an object that can be placed or spawned in the
G Actor waorld.

g p A Pawn is an actor that can be 'possessed’ and receieve
awn input from a controller.

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

s Character walk around.

< Pl controll A Player Controller is an actor responsible for controlling a

% ClAYEr LONUrolier Pawn used by the player.

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

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

. An ActorComponent is a reusable component that can be

iekigiorlampcnent added to any actor.

A e Component is a component that has a scene

e tomronen transform and can be attached to other scene components.

[» All Classes

Ipumeuanue: xnacc Character roxxe nomoiaér. B HéM naxce M0 yMOTYAHUIO €CTh KOMIIOHEHT
nepemenieHus. OJHAKO Mbl OyZieM pealn30BbIBaTh COOCTBEHHYIO CUCTEMY BUKEHHUS, I0ATOMY
KJacca Pawn Ham 10cTaToO4yHO.

Ipukpenienue kamepsl

Kamepa — 310 crioco0 urpoka cMoTpeTs Ha MUp. MBI cO31aIuM KaMepy, CMOTPSIIYIO Ha UTPOKa
CBEPXY BHHU3.

B Content Browser dsaorcobr nasxcmume va BP_Player, uto6s1 oTkpsITh ero B Blueprint editor.

Jlnis co3maHust kKaMepsl nepeiaute Ha manens Components. Haxxmure na Add Component u
BbIOepuTe Camera.



5. Components

4+ Add Component ~

Cameral

- Camera
%y Cine Camera

Uto0bI KamMepa cMOTpelia CBEpXY BHU3, HYXKHO PacIoOJIOKHUTh e€ HaJl UTPOKOM. BriOpaB
KOMIIOHEHT KaMephbl, NepeiiuTe Bo BKIaAKy Viewport.

AKTHBUpYHTE MaHHITYJIATOP NIEpEMEICHNs], HaxkaB KiaBuiry W, a 3aTeM nepeMecTHTe KaMepy B
(-1100, 0, 2000). Miu >xe MOXKHO BBECTH KOOpPAUHATHI B 1moJis Location. OHa HaxoauTcs B
paznaeine Transform manenu Details.

Ecnu BbI moTepsnu kamepy U3 Buiy, HKMUTE KiaaBuily F, yToObl chokycupoBaThCS Ha HEW.

3areM aKTHBHPYHTE MaHUIYIIATOP TIOBOPOTA, HaXKaB KiaBuiry E. [ToBepHuTe kamepy BHH3 Ha -
60 rpagycos o ocu Y.




OToOpaxaeM UTrpoKa

Mb1 0003HaYMM TIEPCOHAXKA UTPOKA KPACHBIM KyOOM, IIO3TOMY JIJIsl €0 OTOOPasKEHHSI HY)KHO
OyJIeT UCIoJIb30BaTh KOMITOHEHT Static Mesh.

Bo-nepBbix, cHUMHTE BBIZIETICHHE ¢ KoMITOHeHTa Camera, HaxkaB 1e6oill Kiasuuieli Mbluid Ha
IycToOM IpocTpaHcTBe B manenu Components. Eciiu 3Toro He caenars, TO ClIETYOMIMI

n00aBICHHBI KOMIIOHEHT Oy/IeT JOYSPHUM IO OTHOIICHHIO K KaMepe.

Haxxmure na Add Component u Beidepute Static Mesh.

-=_ Components

4+ Add Component ~

Her
" Hierarchical Instanced Static Mesh
¥ Instanced Static Mesh
i} Static Mesh

Yr1o0bl 0TOOpa3UTh KpacHbIi Ky0, BeiOepuTe KoMmmoneHT Static Mesh, a 3atem nepeiiaure Bo
BKJIaaKky Details. Haxxmure Ha packpeieaiowuiics cnucox, Haxosiuiics crpasa ot Static Mesh
u BeiOepute SM_Cube.

i Details

E - [ o

4 Variable

Variable Name StaticMesh

Editable when Inherit

4 Transform

Rotation - m m m
' 10 JN

Mohbility @ Static  J% Statior [a3»

4 Sockets
Parent Socket o x

4 Static Mesh

MNone

€0




Bbl 10/KHBI YBUIETH clieayromiee (MOKHO HaxaTh F BHyTpHu Viewport, 4To0bI
c(hokycrupoBaThCs Ha Ky0e, €CJIM BBl €r0 HEe BUJIUTE):

Temneps HacTaI0 BpeMst 3acnayHuTh akTopa Pawn urpoka. Hasxmure na Compile u BepauTech K
OCHOBHOMY PEJIaKTODY.

CnayHn urpoka

UTo0b! UTPOK MOT yIpaBisTh Pawn, Hy)kKHO yka3aTh JIBE€ BEILU:
1. Knacc Pawn, koTopsiM OyA€T yIpaBisiTh UTPOK

2. Mecro cnayna Pawn

[MepByto 3a7a4y MOKHO BBIITOJHHUTH, CO3JIaB HOBBIH Kitacc Game Mode.

Co3nanne Game Mode

Kiacc Game Mode (MrpoBoii pexxium) — 3TO KJIacc, YNPaBIAIONINI TeM, KaKk UTPOK BXOJUT B
urpy. Harmpumep, B MHOronosb3oBareabckoit urpe Game Mode ucnonb3yeTcs [Uis 3aaHus
cnayHa Kaxjaoro urpoka. Uro 6osee Baxxkno, Game Mode onpenenser. kakoit Pawn Gyner
UCIIOJIb30BaTh UT'POK.

[epeiinure k Content Browser u 3aiiqure B manky Blueprints. Haxxmure nHa kHonky Add New u
BeiOepuTe Blueprint Class.

Bo BcrutsiBaronieM meHto Beioepute Game Mode Base u nazosute ero GM_Tutorial.



1.-[' Pick Parent Class

4 Common Classes

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

& Pawn A Pawn is an actor that can be 'possessed’ and receieve
input from a controller.

A character is a fype of Pawn that includes the ability to
. Character UE T
© Plaver Controller A Player Controller is an actor responsible for controlling a
. Flaye Pawn used by the player.
Game Mode Base defines the game being played, its rules,
fw) Game Mode Base scoring, and other facets of the game type.
An ActorComponent is a reusable component that can be
iehagiceLamacnsat added to any actor.

scene Component is a component that h

Scene Component o
- P transform and can be attached to other scene components.

Teneps HYXKHO yKa3aTbh, Kakoi Kiacc Pawn GyzeT HCIOIb30BATHCS [0 YMOIYAHUIO. /[8adCObL
Hasicmume Ha GM_Tutorial, 9To6b1 OTKpBITH €ro.

[epeiiaure Ha manens Details u 3armsuute B pazaen Classes. Haxxmute Ha packpwisaiowutics
cnucox Default Pawn Class u Beibepute BP_Player.



Ho-
4 pctor Tick

Start with Tick Enabled

Allow Tick Before Begin Play

4 Classes
Game Session Class 0O X
Game State Class = 0O <+
Player Controller Class = 0O =

Player State Class = 0O <+

HUD Class [ ¢« 0o + x

Default Pawn Class = D 4+ N
Spectator Class = 0O +
Repla tor Player Con = 0 <+

4 Game
Default Player Name _ b
4 Game Mode
ess Travel [ |
pectators [

Pauseable

YroObl ncnoabp30BaTh HOBBIM Game Mode, HyHO cOOOIIUTE YpOBHIO, kakoil Game Mode ox
JIOJDKEH UCTIONIB30BaTh. ITO MOHO yka3ath B World Settings. Haxxmute Ha Compile u 3akpoiite
Blueprint editor.

Kaxplil ypoBeHb HMEET COOCTBEHHBIE TapaMeTphl. [10yduTh TOCTYN K 3THM ITapaMeTpam
MoxHO, BIOpaB Window\World Settings. Mnu sxe mosxHo 3aiit B Toolbar u BEIOpaTh

Settings\World Settings.
= a c{g';.

Settings Blueprints Cinematics

T& Froject Settings...

# Plugins

Psimom co Bknaakoit Details oTkpoercs HoBas Bkinaaka World Settings. B Helt Haxkmute Ha
packpwisarowuiics cnucoxk GameMode Override u Beioepure GM_Tutorial.



T Details

4 World
Enabile World Connps
Use Client Side Level

Kill £

4 Game Mode
GameMaode Override
F I cted GameMode
Default Pawn C

HUD Class

Player Controller Cli
Game State Class
Player State Class

Spectator Class

Teneps Bl YBUIUTE, UTO KIIACCHI CMEHUJIMCh Ha T€, KOTOpbIe BhiOpansl B GM_Tutorial.

4 Game Mode

GameMode Override  [eR MRt SN = O 4 2

4 Selected GameMode

Default Pawn Class ol =Evas = O+

Player Controller Cli - O 4
o+
Player State Class = 0 +
o+

HaKOHeI_[, HaM HY’KHO 3a/1aTh TOYKY CIIayHa UTPOKaA. 310 peaIn3yeTCd Pa3sMCIICHUEM HAa YPOBHC
aktopa Player Start.

Pa3memenne Player Start

B mpouiecce cnayna urpoka Game Mode umet aktop Player Start. Ecmu Game Mode Haxonut
€ro, TO MPEANPUHUMAET MOMBITKY 3aCIAYHUTh UTPOKA TaM.

Yrobsl pazmectuth Player Start, mepeiiante k nanenu Modes u Haiigure Player Start.
Haosiemume nesoii knasuweri v neperamute Player Start u3 manenu Modes Bo Viewport.
OtmycTute 1egyio Knaguuty Mvluiu, 9T00BI Pa3MECTHTB €TO.



*-'ﬁr Modes

Recently Placed
Basic

Lights
Cinematic
Visual Effects
Geometry
Volumes

All Classes

J~ Toolbar

h ' i
v ¥ ¥ & . =

Save Current

Source Control

Content

Empty Actor

Empty Character

Empty Pawn

Foint Light

Player Start

Cube

Marketplace

Moskere pa3mecTuts ero rae yrogno. Koraa 3akonuunte, nepeiiaure B Toolbar u Haxmure Play.
Br1 Oynete 3acnayHeHsl B TOUKe pacrionoxkeHus Player Start.

YroObl BBIMTH U3 UTPbl, HAXKMHUTE KHONIKY Stop B Toolbar unu Haxxmure kiaasuiny Esc. Ecnu Bbl
HE BHIUTE Kypcop, Haxmute Shift+F1.



OTO0 He TOXO0XKE Ha UTPy, ECIIM Mbl HE MOKeM ABUrarbcs. Haia cienyromas 3anaqa —
HACTPOUTH MapaMeTpbl BBOJA.

Hacrpoiika BBOJA

Ha3nauenne knaBumm HeI;'ICTBPIIO Ha3bIBACTCA HpHBiBKOﬁ KJIaBUIIIH.

B Unreal MO’XHO HACTPOMTD NMPHUBA3KHU KJIABHIII, YTOOBI IIPY UX HAXKATHH CPabATHIBAIIN COObIMUAL.
CoOBITHSI — 3TO HOJIBI, BHIIOTHSIIONIMECS TP OMPEISIEHHBIX TEHCTBHUAX (B 3TOM Cllydyae — MpH
Ha)KaTUH yKa3aHHOW Ki1aBuIIN). [Ipu cpabaThiBaHUU COOBITHS BBIMOJIHIIOTCS BCE HOJIBI,
COEIMHEHHEIE C COOBITHEM.

7(5 InputAction Jumpﬁ

Pressed P
Released [
Key

Taxoli ctoco6 NMPUBSA3KK KIABHII YA0OCH, TOTOMY YTO OH O3HAYaeT, YTO HaM HE HYKHO JKECTKO
3a/1aBaTh KJIABUIIU B KOJE.

Hampumep, MOXHO MpUBSA3aTh HAaXaTHE JIEBOW KJIABUIIM MBIIIN U Ha3BaTh e€ Shoot. JIroboi
AKTOP, YMCIOIIUI CTPEISATh, MOXKET UCIOJIb30BaTh COOBITHE Shoot, 4TOOKI 3HATH, KOT/1a UTPOK
Ha)KMMaeT Ha JIEBYIO KJIaBUITY MbIIIH. Eciu Bbl XOTUTE U3MEHHUTH KJIABUIITY, TO 3TO MOKHO
cenaTh B MapaMeTpax BBOJA.

Actor A

Shoot Event Shoot Code
Triggers Executes

Actor B

Shoot Key Pr

Shoot Event Shoot Code
Triggers Executes

Actor C

Shoot Event

Triggers

Shoot Code
Executes




Ecnu Mb1 Oyiem 3a/1aBaTh KJIABUIIM KECTKO, TO HAM MPHUIETCS 3aX0IUTh B KAKABII aKTOp U
MEHATH KJIaBUILH OTIEIBHO.

IIpuBs3zka ocer U AeicTBUI

UrtoObI epeiTy K mapaMeTpaM BBoja, 3aiaute B EAit\Project Settings. B pa3nene Engine
BBIOCpHUTE ceBa Input.

Engine

B paszzaene Bindings BeImosIHSETCS HACTPOIKa BBOJIA.



Engine - Input

b The
4 Bindings

r of indire £ inpL
nd relea rhi Mappings

Axis Mappings 4= @

4 Mouse Properties
Use Mouse for Touch B

4 Viewport Properties
Capture b on Launch
Default Viewport Mouse Capture M
Default ¥ wort Mouse L vl | ock on Capture
4 Mohile
yw Touch Interface B
onsole on Four Finger Tap
Default Touch Interface DefaultVirtualloysticks
4 Console

1 Array elements +

Unreal npegocTaBniseT aBa crocoda co3aaHus MPUBA30K KITABHIIL:

o Ilpuséaska devicmeuii: OHU MOTYT HaXOJIUTHCS BCETO B IByX COCTOSIHUSIX — HaXKaTo U HE
Ha)xaTo. COoOBITUS IEHCTBUI CpabaThIBAIOT TOJIBKO KOT'JIa Bbl HAKUMAETE HIIN
oTnyckaere kiaaBuiny. Mcnosb3yroTcs A1t AEMCTBUIM, HE UMEIOIIUX MTPOMEKYTOUHBIX
COCTOSIHUHM, HalIpUMeD, JJIS CTPENbObI U3 MYIIKH.

e [Ilpuésaska oceu: ocu epealoT Ha BBIXOJ YMCIEHHOE 3HaUCHHE, HA3bIBAEMOE 3HAYEHUEM
ocu (moapoduee 00 »ToM mo3zxe). CoOBITHS OCH CpadaThIBAIOT KK Kaap. OOBIYHO
MCIIOJIb3YIOTCS ISl AEUCTBUM, TPEOYIOINX YIPABIECHUS CTUKAMU WM MBIIIBIO.

B atom TYTOPHAJIC MBI 6YI[CM HCIIOJIb30BATh IMIPUBA3KHA ocell.

C 03JaHHMC ITPUBA30K IBM/KCHUA

Bo-niepBbIxX, MBI CO3AaIUM JIBE epynnsl npuesasku oceli. I'pynibl MO3BOJIAIOT NPUBS3bIBATD
HECKOJIbKO KJIABHIII K OJTHOMY COOBITHIO.



J15is co3aHusl HOBOU epynnul npussi3ku oceli HAXMHTE Ha 3Ha40K + crpaBa ot Axis Mappings.
Cosmaiite 1Be rpymisl 1 HazoBuTe ux MoveForward u MoveRight.

Mappings 4 (@

F N MoveForward

F N MoveRight

MoveForward 6yzaer yrpaBisaTh ABrKeHHEM Bepén u Hazaa. MoveRight 6yxer ynpasisats
JIBUKEHHEM BIIEBO U BIIPABO.

Mg npuBsbkeM aBmkeHue K yetbipéM kinaumam: W, A, S u D. Iloka y Hac ecTh TOIBKO ABa
CJIOTa JJ1s IPUBSA3KH KJIaBuUllL. J00aBUM K KaXXJ0i Tpymne emeé oHy npugsasKy oceli, HaKaB Ha
3HAYOK + PSJIOM C IIOJIEM UMEHU 2PYNNbL.

dis Mappings 4=

Quocronms ——— PUE
-
+ T + X
-

YToOBI MPHUBS3aTh KJIABUINY, HOKMUTE Ha PACKPbIBAIOUWUTICS CRUCOK C TIEPEYNCIICHUEM KITaBHIIL.
[Mpussixute knapumm W u S k MoveForward. IMpussokute knasumm A u D k MoveRight.

4 pxis Mappings 4

Lrocrovars L
-

"N \oveRight =+

bl Scale

Tenepb HY>KHO 33J1aTh 3HaYCHHUS B TIOJIsIX Scale.

3HadyeHHe OCH M MacIITad BBOJa

[Tepen 3aganuem noser Scale Ham HY»KHO OOJBIIIE Y3HATH O TOM, KaK pad0TaTh CO 3HAUEHUAMU



ocell.

3HaUYeHUE OCH — 3TO YHCIICHHOE 3HA4YCHUEC, ONIPCALCIIICMOC TUIIOM BBOAA U CII0COOOM €ro
HCIIOJIBb30BaHMUA. HpI/I Ha)XKaTUX Ha KHOMNKHU M KJIAaBMIIIM HA BBIXOJ IOJAETCS 1. Ctuku uMeroT
BBIXOJHBIC 3HAYCHHUA OT -1 0 1, 3aBUCAIINUC OT HAIIPABJICHUSA U HAKJIOHA CTHKA.

MBI MOXEM MCTIOJIB30BaTh 3HAYCHUE OCH IS YIIpaBJICHUS cKOpocThio Pawn. Hampuwmep, eciu
MBI HOKMEM CTHK JI0 yIopa, To 3HadeHue ocu Oyaet 1. Eciu HakaTh HANOJIOBUHY, TO 3HAUCHHE
oyner 0.5.

YMHOXKas 3HaYCHUE OCH Ha NEPEMCHHYHO CKOPOCTH, MBI MOKEM PETYJIUPOBATH C TIOMOLIBIO
CTUKa CKOPOCTb JABUKCHHA.




Taxoke 3HaueHHE OCH MOKHO HCIIOIb30BATh JJIS 3a/laHUs HAIIPaBICHUs BIOIb ocH. Ecin
YMHOXHUTbh CKOPOCTh Pawn Ha M0JI0KUTEIBLHOE 3HAYEHUE OCH, TO MbI IIOJYYUM IOJIOKUTEIBHOE
cmeneHue. Ilpu ucnonp30BaHUM OTPULIATEIBHOTO 3HAYEHUS OCU TIOJIy4YHUM OTPULIATENIbHOE
cMetienue. [Ipubasiisis 3T0 CMELIEHNE K MECTOHAX0XKJICHUI0 Pawn, Mbl 3ajaéM HampaBieHue
€ro JIBUKEHHUS.

— —

-1 0 1

Axis Value

KiaBuim xnaBuatypbl MOTYT I10JIaBaTh Ha BBIXOJ] TOJbKO 3HauUeHUs 1 uinu 0, TO MOKHO
UCII0JIb30BaTh Scale i mpeodpa3oBaHus UX B OTPULIATEIBHBIC YHCIIA. ITO MOXKHO C/ICNIATh,
B3sIB 3HAYCHHE OCH ¥ YMHOXXHB €ro Ha MacmTao.

YMHOXHB TOJIOKUTENFHOE (3HAUSCHHE OCH) Ha OTPHUIIATENIBbHBINA (MaciITald), Mbl TIOIYIUM
OTPHILIATENILHOE 3HaYCHHUE.

3anaiite MaciTad kiuaBum S v A, HaxkaB Ha nioiie Scale u Beens -1.

Mappings 4+ @

(T ¢ *

"N LMoveRight + X

Tenepb HauMHaeTcs UHTEpecHoOe: 3acTaBUM Pawn nBurartecs! 3akpoiite Project Settings u
otkpoiite BP_Player B Blueprints editor, aBax /bl Ha)kaB Ha HETO.

Ilepemenienue urpoka

CHayasia HaM HY»HO BbIOpaTh COOBITUS JJI IPUBSI30K ABMXKEHUS. Haosemume npasoti knasuwietl
Mblwuy Ha TycToM nipocTpancTBe B Event Graph, uToObI OTKpBITH cricok HOOB. Haiinute B
stom Merro MoveForward. [lo6asste HOg MoveForward us crimcka Axis Events. Yurure, uto
BaM HY)KeH KpacHbIi HOJ B Axis Events, a He 3enénblii Hox B Axis Values.

[MoBTopute npouecc mis MoveRight.



Teneps MbI HacTpouM HOJBI A1 MoveForward.

Hcnoab3oBaHue IMEPEMECHHBIX

Jlyist mepemenieHust He0OXO0MMO yKa3aTh, C KAaKOW CKOPOCThIO OyaeT nBurathest Pawn. Onaue u3
MPOCTBIX CIIOCOOOB yKa3aHUsI CKOPOCTH — XPAaHEHUE €€ B nepeMeHHOll.

YT0OBI CO31aTh IEPEMEHHYIO, 3aiiiuTe BO BKiIaaky My Blueprint u Ha)kmMuTe Ha 3Ha4OK + B
npaBoii yactu paszzaena Variables.

M My Blueprint
=+ Add New ~ BT

4Graphs
43 EventGraph
<> Event BeginPlay
ent ActorBeginOverlap

s MoveForward
nputAxis MoveRight

4 Functions (:

¢ ConstructionScript

Macros

4Variables
4 Components
Camera

DefaultSceneRoot

Event Dispatchers

Br16paB HOBYIO TepeMeHHYt0, iepeiuTe Bo BkiIaaky Details. MI3smenuTe uMs nepeMeHHoN Ha



MaxSpeed. ITocie 3TOro 3aMeHUTE THII IEPEMEHHOM Ha Float. s sToro HYXHO HaXXaTh Ha
packpwisarowuiics cnucok psaom ¢ Variable Type u Beiopats Float.

T Details

4 Variable 4 Variable

Variable Name Variable Name

Variable Type Variable Type

Private
Exp natics Exp inematics
Category Category

Slider Range
Replica value Hange

Heplication

Tenepp HE0OX0AUMO 3a/1aTh 3HAYEHUE 110 yMOa4aHU0. Ho 4ToObI ero 3a1aTh, HYKHO OyIeT
naxxate Compile B Toolbar.

BriOpaB nepemennyo, nepeiaure ko Bkiaaake Details. 3aiiaute B pasnen Default Value u
u3Menute 3nauenue MaxSpeed o ymonuanuto Ha 10.

4 Default Value

Max Speed

3arem nepemawume nepemennyto MaxSpeed u3 Bximagku My Blueprint Ha Event Graph.
Bribepure u3 menro myHkT Get.

oSEdren

4 Functions > InputAxis MoveForward

¢ Constructio

Macros Axis Value O»

4Variables
4 Components




Teneps HyxHO yMHOXUTH MaxSpeed Ha 3nauenue ocu, 9TOOBI MOTYIUTh KOHSUHYIO CKOPOCTh H
Hanpasienue. Jlooasum Hop float * float u npucoenuaum k Hemy AXis Value u MaxSpeed.

> InputAxis MoveForward

Axis Value Op

Max Speed O»

ITosryyeHune HanmpaBJ/IeHUSI HTPOKA

Uto0b! 1BUTATHCS BIEPEN, HAM HYXKHO 3HaTh, Kyza cMoTpuT Pawn. K cuacteio, B Unreal ectb
Jutst ororo Hox. Jlo6assre HOx Get Actor Forward Vector.

——
f Get Actor Forward Vector

;;r\_}tf IS ACT

Target | self Return Value O»

€ InputAxis MoveForward

o

Axis Value @

\' O

.’ v
® Add pin

7 T
Max Speed @

3atem nob6aseTe HOA Add Movement Input. DToT HOZ MoTyYaeT HarpaBieHUE U 3HAUYCHHE,
npeobpa3ys X B XxpaHUMoe cMerneHne. CoeAMHUTE HOMBI CIIEAYIOINM 00pa3oM:



" f Get Actor Forward Vector

| Add Movement Input
> InputAxis MoveForward Target is Pawn
» P
Axis Value @ —_ Target | self |
@& World Direction

@ Scale Value

- Force
Max Speed @—— 0

benas muaus 0003HAYAET [ENOYKY BBIMOJHCHUS. J[pyruMu clioBaMu, KOT/JJa HTPOK IepEMEIaeT
0Ch BBOJIa, TO TCHEPUPYETCs COOBITHE, BhIMOHSOMIee HOA INpUutAxis MoveForward. benas
JIMHHUS TIOKA3bIBACT, YTO MOCJIe 3Toro BoimosHseTcst Hox Add Movement Input.

Hox Add Movement Input mony4aer Ha BX0OJIe CI€IyIONIUE TaHHBIC:

o Target: 3anaiire self, 4ro B HameM cirydae SBISICTCS IEPCOHAXKEM UTPOKA (KPaCHBIM
KyooMm).

e World Direction: HarnpaBiieHHe UIs ABMKEHHS [IEJIH, KOTOPOE B HAILIEM CIy4ae sSBJISICTCS
HarpaBJIeHUEM, B KOTOPOM CMOTpPUT UTPOK.

o Scale Value: kak nganeko Mbl JBUracM MUrpoKa, B HAIIIEM CIy4ae 3TO MaKC CKOPOCTb *
3Ha4YeHHE OCH (KOTOpOe, KaKk Mbl IIOMHUM, SIBJISIETCS 3HAYE€HHEM B HHTepBaje ot -1 10 1).

IMoeTopum niporiece st MoveRight, Ho 3amennm Get Actor Forward Vector na Get Actor Right
Vector. ITonpoOyiite cienats BCE caMu, He CBEPSSACH C BhIIIEIPUBEAEHHBIMUA HHCTPYKLUAMHU!



f Get Actor Forward Vector
aigel 1S 4

Target [self]  Return Value @

| Add Movement Input

< InputAxis MoveForward
B B
Axis Value @ Target [self

b World Direction

.' 7
® Add pin <+ » Scale Value
- / Force )

Max Speed @

F Get Actor Right Vector

Target Eﬂ Return Value @

| Add Movement Input
< InputAxis MoveRight 3
[ b D

Axis Value @ Target | self ]

P B s e v 4
\ @ % ® @ World Direction
\ .

® Add pin + » Scale Value
- / Force )

Max Speed @

JlobaBieHrEe cMeleHUusI

UtoObI 1eMCTBUTENBHO ABUTATh Pawn, HaM HY>KHO TIOJIY9UTh CMeIlleHne, BeruucienHoe Add
Movement Input, u mpubGaBUTh €ro K MecTonooxeHuto Pawn.

B cymHocTH, Hama crparerus OyJeT 3aKkio4yaTbcs B IEpEeMELCHUH UTPOKa Ha HeOOIbIIYIO
BEJIMUMHY B KaXJIOM KaJipe UTPhl, IO3TOMY HaM HY>KHO J00aBUTh MepeMeIIeHrne K COOBITHIO
Event Tick, koTopoe renepupyercst Kaxplii Kajp.

[Mepeiinure k Homy Event Tick B Event Graph. On go/keH ObITh HEAKTHBHBIM M HAXOIUTHCS
CJIeBa, HO €CJIU €0 HET, TO CO3/IaliTe HOJ CAMOCTOSITEIHHO.

?) Event Tick

b

Delta Seconds O»

YroObl OTyYuTh CMeleHue, co3aaanM Hoa Consume Movement Input Vector. YtoObt
npubaBuTh cMemeHue, co3aaaum Hoa AddActorLocal Offset. TToce aToro coemuHuM KX
CJICAYIOIIMM 00pa3oM:



_J Consume Movement Input Vector | AddActorLocalOffset

< Event Tick

> EE-D > ———————»

Targe Return Valuve @ rget | Sweep Hit Result
ds O \
® cation

9T0 03Ha4YacT, 4YTO B KaXXJ10OM KaJIpC€ UI'PbI MbIL 6yI[eM COXpPAaHATh BEChb BBO/] ICPEMCIICHUA U
HpI/I6aBJ'I$ITB €ro K TCKymemMy MECTOIIOJIOKECHUIO aKTOopa.

Haxxmute Compile, mepeiinure k ocHOBHOMY penakTopy U Haxkmute Ha Play. Temeps BbI MoskeTe
IBUTaThCA B ciieHe!

Opnaxo y Hac ecTh HeOoubIas mpodieMa. MomIHbIE KOMIBIOTEPHI MOT'YT PEHJEPUTD KaJIpbl C
6onbieit yacroroil. Event Tick BeI3bIBaeTCS Kaxablil KaJp, HO3TOMY HOJIbI IEpeMeIeHus OyyT
BBIIIOJIHATHCS YHallleC. 9T0 3HAa4YUT, 4TO Pawn 6YI[€T JABUTaThCs HAa MOIIHBIX KOMITBIOTEPAX
OpIcTpee, 1 Ha00OoPOT.

YToOb! petnTh 3Ty MpodIeMy, Hallle ABHKEHUE JTOTKHO ObITh He3a8UCUMbIM OM YACTNOMbl
Kaopos.

Ilpumeuanue: s HACTPOUJI MPUBSI3KU KJIABUII, YTOOBI TOKA3aTh BIMSHUE 3aBUCMOCTH OT
qacToThl KagpoB. Haxkmure 0, 4ToOBI OrpaHUUUTh YacToTy 60 KajpaMu B CEKyHIY, U HaXMuTe 1,
4yTOOBI CHATH orpannyenue. [lonpodyiiTe nepememarbes Ipu 000MX YaCTOTaX KaJpoB U BbI
3aMETUTE PA3HUILY B CKOPOCTH.

He3aBUCHMOCTB OT YaCTOThI Ka/ipoB

HezaBucuMoCTh OT 4aCTOTHI KaJApOB O3HAYACT, YTO MbI ITOCTOSIHHO 6yz[eM oJIy4yaTb OAUHAKOBBLIC
PE3yiabTaThbl, BHC 3aBUCUMOCTH OT YaCTOTBI KaAPOB. K CHaCThbIO, JOCTHYb TaKOl HE3aBUCHUMOCTHU



B Unreal ouens npocTo.

Beritnute U3 urpsl, a 3arem otkpoite BP_Player. 3atem nepeiiaure k y3ny Event Tick u
nocmotpute Ha Delta Seconds.

() Event Tick

b

Delta Seconds O»

Delta Seconds — ato BenuyrHa BpeMeHH, IpoLIe/ero mocie npeasiaymero Event Tick.
VMmuokuB cMenierne Ha Delta Seconds, MbI cenaem nepeMenieHre He3aBUCHMBIM OT YaCTOThI
KaJ[poB.

Hampumep, nar Pawn nmeer makcumanbHyto ckopocts 100. Eciin nocne npeasiaymero Event
Tick mpomnura ogna cekynna, To Pawn nepemecrurcs Ha nonusie 100 equaunn. Eciaun nponum
MOJICEKYH/IBI, TO OH mepeMecTuTcs Ha 50 enuHuI.

1.0s
0.5s

Ecnu nBmxeHne 3aBUCUMO OT YacTOTHI KaJpoB, TO Pawn Oyner nepemerniarscs Ha 100 enunauil B
Ka)XJI0M KaJ[pe, BHE 3aBUCUMOCTH OT BPEMEHU MEXKy KaJIpaMH.

—

Yr0o0bl yMHOXKUTE cMemieHne Ha Delta Seconds, no6aBbte Hox vector * float. TToce atoro
COEIMHUTE HOJBI CIICAYIOIIM 00pa3oM:

| AddActorLocalOffset

Target [ self| Sweep Hit Result

@ Delta Location

mi e




Bpems mexny kagpamu (Delta Seconds) ouenp mano, moatomy Pawn Oyziet 1BUratbcsi HAMHOTO
MeJUIeHHEee. DTO MOXKHO MCIIPaBUTh, 3aMeHKB 3HaueHre MaxSpeed mo ymomuanuro Ha Ha 600.

4 Default Value

Max Speed

[To3apasisto BaM ynanoch JOOUTHCSA HE3aBUCUMOCTH OT YaCTOTHI KaJpOB!

ACHIEVEMENT UNLOCKED

Frame rate independence

MoxHo 3aMCTUTD, YTO Ky6 MMpOXOJAUTH CKBO3b BCC 00BeKTEI. UTOOBI HUCIIPABUTH 3TO, HAM HYXKXHO
IIO3HAKOMUTLCA C KOJIUZUAMU.

Hanesaiite miem, moToMy 4TO ceiidac HaM MPUIETCS CMOAKHYMbCs C TEOPHEH!

Kosmsum akropa

Korma MbI BCTOMUHAEM O CTOJTKHOBEHUSX, TO MPEJICTABIISICM aBTOMOOMIIbHBIC aBapun. K
cuacThio, kojuu3uu B Unreal HamHOTO Oe3omacHee.

Y1oObl UMETh BO3MOKHOCTh CTAIKUBAThCS C 00bEKTaMH, aKTOPY HYKHO 0003HAYCHHE €T0
IIPOCTPAHCTBA CTOJIKHOBEHUH (0OBIYHO HA3bIBAEMOI0 KOJUIN3HEH). MOXKHO UCIIOIB30BATh OJTHO
U3 CIENYIOIIMUX IPOCTPAHCTB:

e Mew xonnuzuu: OHU ABTOMAaTHYECKU TeHEPUPYIOTCS (€CIU BBIOpATh TaKyIO OMIHIO) IPU
umnopre memei. [loap3oBaTens Takxke MOXKET co3aaTh B 3D-penakrope mpon3BOIbHBIN
MeIll KOJUTM3MH. Y KpacHOro Kyba y)ke eCTb aBTOMaTHUECKU CTeHEepUPOBAaHHBIN Mell
KOJIJTM3UM.

o Komnonenmul Koanuzuu: OHU MOTYT UMETh OJIHY U3 TpEX (hopM: Hapaysienenumnes,
Karicyna u cgepa. 1Ix MoxxHo no6asnate Ha nanenu Components. OObIUHO
VCIIOJIB3YIOTCS IJISl IPOCTBIX KOJUIU3UM.

Hixe MMPpEACTaBJICH IPUMCP MEPCOHAXKA U €0 KOJIJIU3UH.
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Komnusus nporcxonut, Korja KoJUIM3Us aKTOpa KacaeTcsl KOJUIM3UH IPYroro akTopa.

No Collision Collision

oo O

Stop touching
my collision!

Tenepb HacTaJIo BpEM BKIIFOYUTH KOJIJIM3WH.

Brxiaoyenune KoaInu3u

Bel, HaBepHO, HeZJOyMeBaeTe, moueMy Ky0 He CTalKUBAeTCs C 00BEKTaMH, XOTS Y HETO €CTh Melll
koutsud. [Ipu nmepemenennu akropa Unreal yauThIBaeT ISt KOJUTU3UN TOIBKO KOPHEBOL
KOMMOHEHT. [10cKOIbKYy KOpHEBOI KOMIIOHEHT Pawn He UMeeT KOJITU3UU, OH TPOXOJUT CKBO3b
BC€ OOBEKTEL.

Ilpumeuanue: aKTop, He UMEIOIINN KOJIJTU3UU B KOPHEBOM KOMIIOHEHTE, BCE PaBHO MOXKET
OJIOKMpOBATh OPYTUx akTopoB. Ho ecnu nepemewams aktopa, TO OH He OYAET HU C UeM
CTaJIKUBAThCSI.

WTak, 4T00BI HCITOJIBL30BaTh MEIIl KOJLIu3uH, StaticMesh nosmken ObITh kKopHesvim. J1ast 3TOTO
nepeiiauTe B naHenb Components. 3aTeM 3axcmume 1€8yio KIAGUULy Mbluiu U nepemawjume



StaticMesh na DefaultSceneRoot. Otnycrute esyro kiasuuy mviwu, 9rodbl caenats StaticMesh
HOBBIM KOPHEBBIM KOMITOHCHTOM.

-=_ Components

+ Add Component ~

3 BP_Player(self)

4@, DefaultSceneRoot
%y Camera

iy StaticMesh

UTo0b! KOJTM3UU HaYallu paboTaTh, HY>)KHO BBITIOJTHHTH €Ié OHO aeicTBHe. [lepexmounTech
na Event Graph u nepeiinure x y3ay AddActorLocalOffset. Haiinute Bxox Sweep u uaMeHHTE
3HaYeHue Ha true, nasccas negou Kiasuuiel mvluy Ha uasxicox.

“f‘;@ActorLocalofféet

» D
Target | self Sweep Hit Result

@ Delta Location
Sweep 9

Teleport O

AddActorLocalOffset 3anrMaetcst TeM, 4TO TEIEOPTUPYET aKTOPa B HOBOE MECTO. SWEep
rapaHTHPYET, YTO AKTOP OYIET CTAIKUBATHCS CO BCEM, YTO HAXOIUTCS MEXK/TY CTAPBIM U HOBBIM
MECTOIIOJIOKECHHEM.

I[lepeiinute B OCHOBHOM pemakTop u Hakmute Ha Play. Teneps ky0 OymeT pearupoBaTh Ha
KOJUTH3UHU C ypOBHEM!




[Tocnennee, 4TO MBI CO3AAUM — 3TO npeoMen, UCUE3AIOIINI MPU KOHTAKTE C MIEPCOHAKEM
UTrpoKa.

Co3nanue npeamera

B o0miem citydae npeaMeToM SBISIETCS JIF000H COOMpaeMblii HTPOKOM 0OBEKT. MBI HCTIONIB3yeM
B KadecTBe npeaMera BP_Banana.

YtoObl pacro3HaTh KOHTAKT Ky0a U MpeaMeTa, HaM HyKeH HOJ COOBITHS, cpabaThIBAIOIIETO MPU
KOJUTH3UH. J{J1s1 reHepupOBaHUs TaKUX COOBITUI MOXKHO MCIIOJIB30BATh Peakyul Ha KOIU3U.

Peaknus Ha KOJTM3UIO TaK)Ke OMPEEISET, KaK aKTOp pearupyeT Ha KOJUIU3HIO C APYTHM
akTopom. CylecTByeT Tpu THIla peakuuii Ha koswtu3un: Ignore, Overlap u Block. Bot kak oHu

B3aMMOJIEHCTBYIOT APYT C APYTOM:

Actor A Actor B Result
lanore Anv response Actors will pass through each other.
g v resp Mo events will trigger.
Actors will pass through each other.
Owerlap COwerlap or Block An overlap event will trigger for both
actors.
Block Block Actors will block each other. A hit

event will trigger for both actors.

XoTs 371ech MOKHO UcTonb30BaTh 1 Overlap, u Block, B 3Tom TyTopuaie Mmbl Oyem
UCIONIb30BaTh TONbKO Overlap.

3aaHue peakuyM HA KOJLJIH3UI0

3akpoiite urpy u otkpoiitre BP_Banana. Beibepure kommonenT StaticMesh, a 3atem nepeiiaure
B maHens Details. Peakiun Ha koyumsuu 3agarorcs B pasaene Collision.

4 Collision

Object Type

Collision Response




Kax BbI BUUTE, OOJIBITHHCTBO MTapaMETPOB HEAKTUBHO. YTOOBI CIEaTh HX N3MEHSIEMBIMH,
Hademume Ha packpulsarowutics cnucox psagom ¢ Collision Presets. Beibepute B crivicke
Custom.

4 Collision Pre

Object Type

Tenepb HaM HY)KHO YKa3aTh PEaKIMIO Ha KOJUTH3HIO MEXy IIPEIMETOM U KyOOM.

KomnoneHTh! nMeIOT aTprOyT 101 Ha3BaHueM Object type (tum o6bekTa). Tun 0ObekTa — 3TO
HPOCTO YJAOOHBIN CIIOCOO TPYIIUPOBKU MOXOXKHKX aKTOPOB. [TogpoOHee 0 THITaX 00HEKTOB
MOYKHO TIPOYUTATh 3/1ECh.

Ky6 umeer T WorldDynamic, mosTomy Ham HY>KHO H3MEHHUTh PEAKIHIO Ha KOJUTH3HIO 3TOTO
tuna. B pasnene Collision Responses usmenwnre peakiuio Ha kosutusuio WorldDynamic na
Overlap. Dto MOXHO cenarth, Hadxcas Ha cpedHuil gaadxcox cripasa ot WorldDynamic.

lgrvcre Overlap Block
Collision Responses [ [
Trace Responses

Visibility

o0

Camera

Object Responses
Wor atic
WorldDynamic

Pawn

Destructible

Item

SEEEEECEE BN

SoooOoen

Oo0paboTka KoJLTU3MI

st 00paboTKH KOJUTU3HIM HYKHO MCTIOIB30BaTh COOBITHE Hanodcenus. [lepeiinute B maHe b
Components u Haxcmume npasoi knaguuien mviuwu Ha StaticMesh. B koHTeKCTHOM MeH0
BeiOepute Add Event\Add OnComponentBeginOverlap.


https://docs.unrealengine.com/latest/INT/Engine/Physics/Collision/Reference/index.html

.=, Components
4+ Add Component ~
® BF_Banana(self)

Compile

o Viewport

* "

Tak mb1 to6aBuM B Event Graph nox OnComponentBeginOverlap (StaticMesh).

© onComponentBeginOverlap (StaticMesh) L
D
Overlapped Component
Other Actor
Other Comp
Other Body Index O
From Sweep

Sweep Result

Haxkower, coznaaum Hoa DestroyActor u coequnute ero ¢ Hogqom OnComponentBeginOverlap
(StaticMesh). Kak MOHO JoTraiaThCs TI0 Ha3BaHHIO, OH YAAJISIET [EJIEBOM aKTOP U3 MBI
OnHaKO TIOCKOJIbKY II€JIEBOTO aKTOPA HET, OH YHUUTOKUT aKTOP, 8b136a8ULULL €TO.

- ml;estroyActor
{ OnComponentBeginOverlap (StaticMesh) farget :

»
Overlapped Component Target [ self |
Other Actor

Other Comp

Other Body Index O

From Sweep

Sweep Result




Pa3memenne npeamera

3akpoiite Blueprint editor u nepeiinure B manky Blueprints.

Haunure pacmoJiaratb OaHaHbI HA YPOBHEC 3as#cae jiegyio Kilaeuuty mvlidu U nepemacKkueda
BP_Banana Bo Viewport.

Save Al 4 = | %= Content » BananaCollector » Blueprints »

ARFICER M Search Blueprints

BEF_Banana BF_Player GM_Tutaorial

Haxxmure Play u Haunute cooupars OaHaHbI!



