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Unreal Engine 4 — 3to HaOOp MHCTPYMEHTOB JJIsl pa3pabOTKH UTP, UMEIOLININ ITHPOKHUE
BO3MOYKHOCTH: OT CO3JIaHUsI IBYXMEPHBIX UTP HA MOOWIIbHBIC 10 AAA-TIPOSKTOB JJIsl KOHCOJIEH.
DTOT IBUKOK UCIIONIB30BAJICS IIPU pa3padboTke Takux urp, kak ARK: Survival Evolved, Tekken 7
u Kingdom Hearts I1I.

Paspabotka B Unreal Engine 4 ouens npocra 1151 HaunHarouux. C MoMOIIbI0 CUCTEMBI
BU3YaJIbHOIO co3aanust ckpuntoB Blueprints Visual Scripting MOXHO co37aBaTh TOTOBbIE UTPBI,
HE HallMcaB HU CTPOYKH koja! B couetanuu ¢ ynoOHbIM HHTEP(ECcOM 3TO O3BOISET OBICTPO
M3rOTaBIMBATh PadOUNEe IPOTOTHUIIBI.

B aroit wactu tyropuana mo Unreal Engine 4 Mbl 03HaKOMUMCSI ¢ OCHOBHBIMU BO3MOKHOCTSIMH
nporpaMMbl. BOT OCHOBHBIE TEMBI, KOTOpPBIE OYIyT B HEM PACCMOTPEHBI:

e VYcTaHOBKa ABMXKKA

e Hmmopr acceros

o Co3pgaHue MaTepuasoB

o Hcnonb3oBanue Blueprints 11 co3qanus 00bEKTOB € MPOCTEHITMMHU (DYHKIUAMU



Ycranoska Unreal Engine 4

s ycranoBku Unreal Engine 4 ucnose3yercs Epic Games Launcher. TlepeiinuTe Ha caiit
Unreal Engine u naxxmute Ha kHonky Get Unreal B mpaBoM BepxHeM yrity.

GET UNREAL

[Iepen 3arpy3koii mporpaMMsl 3aycka He00X0AUMO OyzIeT co3aTh yuETHYIO 3anuck. [locne eé
CO3/IaHMS CKaualTe MporpaMMy 3aIycka, COOTBETCTBYIOIIYIO Balllel ONepaliMoHHON cucTeMe.

Thank you for downloading

Download for:

WINDOWS MAC

ITocne ckaunBaHMs U YCTAaHOBKH ITPOTPaMMBI 3amycka oTkpoite e€. [losBurcs cnenyroee
OKHO:

PASSWORD

(W Remember me

Bsenute anpec 31eKTPOHHOM MTOYTHI U IIAPOJIb, UCIIOJIb30BAHHBIN JIJIs1 CKAYUBAHUS IIPOIPAMMBbI
3arpy3ku u Haxkmute Ha Sign In. ITocie BBITIONHEHHS BX0/1a OTKPOETCS TAKOE OKHO:


https://www.unrealengine.com/
https://www.unrealengine.com/

Community

Learn
Marketplace

Library

Haxmute na Install Engine B 1eBom BepxueM yrity. [Iporpamma 3amycka nepeiaér K aKpany, Ha
KOTOPOM MOKHO Oy/IeT BHIOpPATh YCTaHABIHMBAEMbIC KOMIIOHCHTHI.

Unreal Engine 4.14.1 Installation Options X

Core Components (F

Starter Content 812.61 M
Templates and Feature Packs
Engine Source

Editor symbols for debugging 13.18 ¢ E]

Download Size: 5.15 GB
Required Storage Space: 15.21 GB

Install

Ilpumeuanue: Epic Games noctossHHO oOHOBNsieT Unreal Engine, mosToMy Baliia Bepcus ABHKKA
MOJKET CJIETKa OTINYAThCA OT MPEACTAaBICHHON Ha CKpUHIIOTaX. Hanpumep, nocne Hanucanus

NEpBOr0 YEPHOBMKA ITOr0 TyTOpHaja BepcHs yxe oOHoBuaack a0 4.14.3! Tyropuan nogonaér
BaM, €CJIM y Bac €CTh Bepcus He Hibke 4.14.

ITo ymomuanuto BeiOpansl Starter Content, Templates and Feature Packs u Engine Source.
qume Tak BCE U ocTaBUTh. OHHU 6yI[yT TIOJIC3HBI IO CIICAYIOINUM NpUYUHAM!

» Starter Content: 3To KoJuIeKIIMS acceTOB (PECypcoB), KOTOPBIE MOXKHO O€CIUIaTHO
UCTIOTF30BaTh B COOCTBEHHBIX MPOEKTaX. B ToM uucie 3To Monenu u marepuansl. Mx
MOYKHO UCIIOJIb30BaTh KaK BPEMEHHBIE PECYPChI WM B YK€ TOTOBOU UTpe.

o Templates and Feature Packs: ma6ousr (Templates) 3a1ar0T 6a30BbIe BO3MOXXHOCTH
BBIOpaHHOTO kaHpa urpel. Hanpumep, npu Beioope mabnona Side Scroller 6yner coznan



MPOEKT C IEPCOHAXKEM, IPOCTHIMHU JABIKEHUSIMUA U KaMepoi Ha (pUKCUPOBaHHON

MJIOCKOCTH.
« Engine Source: Unreal — 310 ABMXOK C OTKPBITHIM UCXOAHBIM KOJIOM, TO €CTh BHOCHTD

B HCTO UIBMCHCHMUS MOXKET KTO YI'OAHO. Ecnu Bam HOHa,Z[O6I/ITC5I I[O6aBI/ITI) K p€aaKkTopy
JOITIOJIHUTCIIbHBIC KHOIIKH, TO 5TO MOXKHO CACJIaTh, U3MCHNB I/ICXOI[Hbe/'I KOna.

[Ton ciuckoM ecTh CIUCOK BO3MOKHBIX Tutatdopm. Eciin He miianupyete pazpabatbiBaTh UTPY
10J1 KOHKPETHYIO IAaTPOPMY, TO MOKETE CIIOKOWHO CHATH BCE (DIIAXKKH.

Unreal Engine 4.14.1 Installation Options X

10S
Android
HTMLS
Linux

TVOS (]

Download Size: 5.15 GB
Required Storage Space: 15.21 GB

Install

BriOpaB HyxHbIe KOMIIOHEHTBI, HaxMuTe Ha Install. [Tocie 3aBepieHns yCTaHOBKH JIBHIKOK
nosBUTCS B Onbnuoreke. Teneps HacTaIo BpeMsl cO37aTh MPOEKT.

Unreal Engine

Launch
Unreal Engine 4.14.1

Community
Learn
Marketplace

Library

Your vault is empty




Co3naHue nmpoexkra

Haxxmute Ha ofHy 13 KHOMOK Launch, uro6s1 oTkpbITh Opay3ep npoekToB (Project Browser).
[Mocne ero oTkpbITHs HAXMHUTE Ha BKIaaKy New Project.

u -
Projects New Project

template 10 u 3 18 far yout ne et Ay of thess Seature e added later by clicking Add Feature or Content Pack it Content Browses

s Bluepnnt @ C

) = settings for y E o't worry e thess Late Target Hardware o= | Project Settings « Starter Content 1o your ¢
1) Content Browser

Crente Project

Haxxmure Ha Brinaaky Blueprint. 3aece MoxxHO BbIOpaTh 01H U3 ma0i10HOB. OIHAKO,
HIOCKOJIbKY MBI HAUMHAEM C HYJIsI, TO BeiOepeM 11adion Blank.

Huxe 6YIIYT NEPCUUCIICHHBIC TOMMOJIHUTCIIBHBIC ITapaMETPHhI.

Desktop / Console Maximum Quality Mo Starter Content

BOT, 34 YTO OTBCYACT KaXKJas OIIIHA:

o Target Hardware: mpu Beibope Mobile/Tablet 6yayT oTkirouensr HekoTOpbIe 3P PEKTHI
nocToopaboTku. Takke MOKHO OyZIET UCTIOJIL30BATh MBIIIb [ CCHCOPHOTO BBOJIA.
Bribepure 31ech ommuto Desktop/Console.

« Graphical Target: mpu Beioope Scalable 3D or 2D 6ynyT OTKIFOUCHBI HEKOTOPBIC
s¢dexTs mocTobpaboTku. Beibepute 3mecs Maximum Quality.

o Starter Content: MO>XHO BKIIIOYHMTb ATY OMIIHMIO, YTOOBI T0OABUTH 0a30BBIN KOHTEHT
(Starter Content). Uto0Os1 Ham ObLTO MIpoie, BeIOepem NoO Starter Content.



Kpowme Toro, 31ech ecTh paznen sl BbIOOpa MECTOMOJIOKEHHUS AKX IPOEKTa U UMEHU
IIPOEKTA.

E:\Unreal Projects -- l BananaTurntable

' Folder i Mame '

CMEHHUTH MaNKy XpaHSHHs IIPOEKTa MOYKHO, HAXKaB Ha MHo2omouue B KoHue noist Folder.

WIMst TpoeKTa He ABJISIETCS Ha3BaHUEM UTPBI, TAK YTO HE BOJHYWTECH, €CIIM XOTUTE HA3BAHHE
no3:xe. Beioepure Tekct B moae Name u BBeaute BananaTurntable.

U nakoner Haxxmute Ha Create Project.

HaBurauus no uarepgency

ITocne co3manus IIPOCKTAa OTKPOCTCA pCAaKTOP. On pa3z[enéH Ha HECKOJILKO ITaHeJIei:

o o T e

1. Content Browser: B 3Toii maneiau oToOpakaroTcs Bee daiibl mpoekta. E€ MoxxHO
UCIIONIb30BATH JJIsl CO3/IaHUA MANOK M YHOPSAOYMBaHUS (GailioB. 31ech TaKKe MOKHO
BBITIOJIHSITH TIOUCK MO (paiiyiaM ¢ TOMOIIbIO TTOMCKOBOM CTPOKU WU (DUITBTPOB.

2. Modes: B 3TO# maHeaH MOYXKHO MEePEKTI0YAThCs MKy HHCTPYMEHTaMHU, HallpUMep
Landscape Tool u Foliage Tool. Uuctpymentom o ymosuanuio sieisercst Place Tool.
OH 103BOJISIET pacroiaraTh Ha YPOBHE Pa3IMYHbIC TUIIBI OOBEKTOB, TAKUE KaK
WUCTOYHUKU OCBEIIICHUS U KaMepFhI.

3. World Outliner: oto6paxaet Bce 00bEKThI Ha TEKYILEM YPOBHE. MOXKHO yIOPSIOYUTh
CIHMCOK, pacTpe/IeINB CBSI3aHHbIE OOBEKTHI TI0 TTalKaM, a TAKXKe UCKaTh B (PUIBTPOBATH
WX 10 THUIIAM.

4. Details: 3mech 0ToOpaxarTCsi BCe CBOWCTBA BRIOPAHHOTO 00BEKTa. DTa MaHelb
UCTIONB3YETCS JIJIsl K3MEHEHHS TapaMeTpoB 00beKTa. BHECEHHBIE H3MEHEHUS TTOBIUSIOT
TOJILKO Ha BBIOpaHHBIN dK3eMIUIsip 00bekTa. Hammpumep, ecim B crieHe ecThb aBe chepsl,
TO MPU U3MEHEHUHU Pa3Mepa OJTHOW M3MEHEHUS KOCHYTCS TOJIBKO Heg.



5. Toolbar: cogepkxutT MHOXECTBO pa3IM4HbIX PyHKIMH. Yale Bcero Ml Oynem

noJs30Batbes Play.
6. Viewport: 3To 0630p ypoBHst. OcMaTPUBATHCS 110 CTOPOHAM MOYKHO, YICPIKUBAS NPABYIO

KIasuuLy Mol U nepemeuiast eé. J st mepeMeIneHus mo ypoBHIO HY»KHO 3akath right-
click and use the WASD keys.

Nmmnopt acceroB

Kakoii cMbICIT B IOBOPOTHOM CTOJIE, €CJIM Ha HEM Hevero mokasbiBaTh? https://koenig-
media.raywenderlich.com/uploads/2016/12/Unreal TutorialBanana-1.zip Buyrpu HaxoasTcs aBsa
daitna: Banana_Model.fbx u Banana_Texture.jpg. Moxere Takxe HUCI0JIb30BaTh COOCTBEHHYIO
MOJIeJIb, HO 3a4€M, €CJIM €CTh TaKOM MOTpsCAIomuid OaHaH?

YroOsl Unreal Mor ucnonb3oBath ¢aiiisl, X Hy>kHO uMnoptuposats. [lepeiinute B Content
Browser u Haxxmute Ha Import.

== Content Browser;

I AddNew'~r & Import Save Al € = | &= Content »

FERRAUGER M Search Content

0 items

C nomoripko aucrerdepa ¢GaiaoB HallUTe Manky, B Kotropoi Haxoasrcs Banana_Model.fox u
Banana_Texture.jpg are. Boigenure oba daiina u Haxxmure Open.

1 » ThizPC » Desktop > UnresiTutonslBanans > Banana
a0

‘ Organize v New folder
# Quick access &
% OneDrive  # .
Google Drive # _
% AlmostHero
Banana_Modelfo  Banans_Texture
Captures x Pg
B Desktop

5. Images
& OneDrive

@ This PC
| mmoetop
Documents
& Downloads
D Music

& Picturse

| A Files (392" 3gp:*.39pp:" 3¢ +

File name: | *Banana_Model fbx” “Bansna_Texture jpg”


https://koenig-media.raywenderlich.com/uploads/2016/12/UnrealTutorialBanana-1.zip
https://koenig-media.raywenderlich.com/uploads/2016/12/UnrealTutorialBanana-1.zip

Unreal npeanoXuT HECKOIBKO BapuaHTOB uMiiopta (aiina .fbx. Crumume dnaxxox Import
Materials, moromy uto MbI OyaeM co31aBaTh COOCTBEHHBIN MaTepuaia. OcTaabHbIE ITapaMeTPhl
MOYKHO HE MEHSTb.

1.1' FEX Import Options

Current File: /Game/Banana_Model

4 Mesh

5 tal Mesh

Auto Generate Cc

4 Transform

Import Unifo ' 1.0 N

4 Material
Import Materials

[
Import Textures

I Miscellaneous

iport Al

Haxwmute na Import. J[pa daiina nossstcs B Content Browser.

== Content Browsern

I AddNew = X Import Save Al 4 =& | &= Content

LR EER A Search Content

2 1tems

[Tpu umnopre ¢aitia Ha caMOM J1ejie OH HE COXPaHSETCs B IPOEKT, €CIH HE YKa3aTh 3TOT0
ABHBIM 00pa3oM. CoxpaHsTh (Gailiibl MOXKHO, HaXKaB Ha (ailil npasoii kiasuuierl Mvluiy N BHIOpaB
Save. Taxxe MOKHO COXpaHHTH Bce (aiiiibl 3a pas, BeiOpas File\Save All. Crapaiitech
COXpaHATHCS moyvare!



Yurute, uro B Unreal Mojienu Ha3biBatoTCs «Merramuy (meshes). Terepb y Hac ecTh Meln
OaHaHa, HACTAJIO BpeMs J0OABHUTH €T0 HA YPOBEHb.

Jlo0aBJiieHMe Melllel HA YPOBEHb

IToka YPOBEHB BBIITIAAUT AOBOJBHO IIYCTBIM, I[aBafITC caciiacM €ro HHTEPECHEC.

Uto0bl 106aBUTH HA YPOBEHB MEIIl, HAdCMUmMe NPasol K1aeuuly Mol U nepemaujume
Banana_Model u3 Content Browser Bo Viewport. OTIyCTHTE J1€8yi0 KIasuuLy Ml © MEII
00aBUTCS HA YPOBEHb.

Cylinder

Cone
Box Trigger

Sphere Trigger

== Content Browser,
I AddNew'= X Import Save Al € = | &5 Content

k= TFilters ~

OOBeKTHl Ha YPOBHE MOKHO nepemewams, nosopadueams U macumaouposams. Iopsaue
KnaBuIu i 3tux aercteuit — W, E u R. Ilociie HakaTvs Ha HUX MOKHO HCITOJIB30BaTh
MaHUITYJISTOP:




O marepuaJjiax

Ecin BHUMaTeNbHO NOCMOTPETh Ha 0aHaH, TO MOYKHO YBUJETh, UTO OH He »&EnThiii! Ha camom
JieJIe. OH BBITJIAUT ITOYTH IOJHOCTBIO CEPBIM.

UtoOsl mpuaaTh OaHAHY LBET U JIETaIH, HEOOXOIUMO CO3AaTh Mamepual.

Yrto Takoe «<MaTepHaD?

Marepuan 3a1a€T BHEITHUHN BUJ oBepXxHOCTH. Ha 0a30BOM ypoBHE MaTepuall onpeaesseT
YEeThIpEe acIeKTa:

o Base Color: uBer uiau TekcTypy nmoBepxHoctu. Vcrmonb3yercs s 100aBaeHus
JeTaan3aliy U Bapualui 1BeTa.

e Metallic: HackoIbKO METAIIMYECKUM BBITJSIIUT MaTepuat. B obrieM ciydae, 4ucTo
METaJUINYeCKU 00BEKT MMEET MaKCUMalbHOe 3HaueHne Metallic, a TkaHb — 3Ha4YeHHE
0.

o Specular: ympagnsier 01eckoM HeMETaJUIMYECKUX TOBepXHOCTel. Hampumep, kepamuka
Oyzer o0JyiafaTh BEICOKMM 3HaueHHEM Specular, B OTJIMYKE OT TJIMHBI.

e Roughness: moBepxHOCTh ¢ MaKCUMaIbHOMU roughness (11epoxoBaToCcThi0) HE OyIeT
UMETh HUKAKOTOo Oyiecka. Mcmonb3yercs Aist TAKMX MIOBEPXHOCTEH, Kak KaMeHb U JCPERBO.

Hwxe npezacrasiel npumep TpéX pasinyHbIX MaTepranoB. OHM UMEIOT OAMHAKOBBIN 1IBET, HO
pasHble aTpuOyThl. Kaxaplii MaTepuas UMeeT BbICOKOE 3HAaU€HNUE COOTBETCTBYIOLETO aTpudyTa.
3Ha4yeHue OCTAbHBIX aTPUOYTOB PaBHO HYIIIO.



Co3nanue matepuajia

Jnsa coznanus matepuana HyxkHo nepeiitu B Content Browser 1 HaxaTh Ha 3eJ€HYIO0 KHOIIKY
Add New. TTosiBUTCSI MEHIO CO CITUCKOM acCeTOB, KOTOPbIE MOKHO co31aTh. Beioepute Material.

W Add Featu

48 New Folder

HA Blueprint

") —
", Level




HazoBute matepuan Banana_Material, a 3atem dsaoicobl nasxcmume neoui kiasuuie mbluiy Ha
daiine, 4TOOBI OTKPHITH €TI0 B PEAAKTOPE MaTEPHAJIOB.

Banmana_ Banana Banana
Material hodel Texture

Penakrop matepuasnos (Material Editor)

PenaxkTop MaTepuasioB COCTOUT U3 ISATH OCHOBHBIX IIAHEJIEH:

1. Graph: B ool manenu coaepikatcs Bce HObI (y3u1bl) 1 HOJ Result. Tlepemeniatbest mo
MaHETIN MOXKHO, YCPKHUBASI NPAGYIO KIABUULY MbluU W 08U2As MBIIIBIO.
MacutaObupoBaHH€e BBIOIHAETCS NPOKPYMKOU KONECUKA MbLULLL.

2. Details: 3xech oToOpaskaroTcst cBOCTBa BhIOpaHHOTO HOMa. Eciii HOJT He BBIOpaH, TO
3/1eCh OTOOpaXkaroTCs CBOWCTBA MaTepuana.

3. Viewport: comepuT Ml MPeABAPUTEIILHOTO MPOCMOTPA, PEICTABISIONINI MaTepHal.
[ToBopaunBaTh KamMepy MOXKHO, YAEPKUBAs 1e6)10 KIasuuLy U 08ueas MbIIb.
MacmtabupoBaHH€e BBITIOIHSICTCS HPOKPYMKOU KONECUKA MbIULU.

4. Palette: criucok Bcex HOOB, TOCTYITHBIX IS BAIIETO MaTepHaia.

Yro Takoe Hox (y3exa)?

Hpenc;[e 4YCM MPUCTYIIATh K CO3JAHUIO CBOCTO MATCpUaJid, HY’>KHO Y3HATD IIPO O6’beKTLI, KOTOPBIC
HCIOJIB3YIOTCA OJI €0 CO3aAaHUsA: HOOWbL.



Honpr cocramnsror 60mb1Iyio yacts MaTepuana. CylecTByeT MHOXKECTBO TUIIOB HOJIOB,
UMEIOIIUX Pa3InYHbIC (DYHKIHH.

v HOOOB €CTb BXOJbI U BBIXOAKBI, ITPEACTABIICHHBIC KPYTI'OM CO CTpCJ'IKOﬁ. BXOI[I)I PacCIioJIOKCHEBI
CJICBA, a BBIXO/Ibl — CIIpaBa.

Bot npumep ¢ ucnonb3oBanuem HoxoB Multiply u Constant3Vector, noGasistoniux TeKCType
JKEITOro IBeTA:

" Texture Sample &
Uvs L U
Tex

g

.

VY marepuasnoB ecTbh 0COOBIi HOJI, Ha3bIBaeMbIi HOOM Result, koTophlii B HallleM citydae yxe
co3man kak Banana_Material. 31ech 3akaHunBarOTCS CO BpeMeHeM Bce HObl. To, 4To
MOAKITIOYEHO K ATOMY HOJTy, ONIPEACIIICT BHEIIHUM BUJ KOHEYHOT'O MaTepuasa.

“"Banana_Material
O Base Color
O Metallic
lar
O Roughness

Or Emissive Color

O Normal
Or World Position Offset

O Ambient Occlusion

O Pixel Depth Dffset




JlobaBiieHUE TEKCTYP

s no6aBneHns MOJIENN 1IBETA U JIeTalieil Ham HeoOxoauma mekcmypa. TekcTypa — 3To
IPOCTO JIByXMepHoe n3o0pakeHre. OObIYHO OHU IPOELUPYIOTCS Ha TPEXMEPHbIE MOJIENH,
npuaaBas UM LUBCT U ACTAJIHN.

Jlnst TekeTypupoBaHus OaHaHa MbI HCTIoNB3yeM Banana_Texture.jpg. IlpuMeHUTh B MaTeprae
TEKCTYpPY MO3BoJIsIeT HOA TextureSample.

[epeiiaute k nanenu Palette u Haiinute TextureSample. lo6aBbTe HOM, YACPIKUBAS J1€8YIO
KAABUULY MblliY U Nepemaujus ero Ha CXemy.

4 Parameters
SpriteTextureSampler
TextureSampleParameter2D
TextureSamplePa ube
TextureSampleParameterSubUV
4Particles
TextureSampleParameterSubUv
A Texture
SpriteTextureSampler
TextureSample
TextureSampleParameter2D
TextureSamplePa
TextureSampleParameterSubUv

Jlist BBIOOpa TEKCTYpbl HEOOXOIMMO CHavana BbIIenuTh HOX TextureSample. Ilepeiinute B
naHesb Details 1 HaxMuUTe Ha packpvisarowuiics cnucok, pactionoXeHHbIN crpaBa oT Texture.

T Details

Search jo) EG'

4 Material Expression Texture Sample
MipWalueMode Mone (use computed mip levew
5 ce From texture asset

4 Material Expression Texture Base

Mone

€0

Texture

4 Material Expression

OTKpoeTcsi MEHIO, B KOTOPOM TEPEUYUCIICHBI BCe TEKCTYphI poekTa. Bridoepute Banana_Texture.



te !

# Canvas Render Target

@ Cube Render Target

Media Texture

1 item (1 sel @ View Options =

UT0o0BI yBUIETH TEKCTYPY Ha MEIIE MPEIBAPUTEIIHEHOTO IPOCMOTPA, HY>KHO TOJKITIOUYHTH €€ K
Hoay Result. Y nepkusaiite iesyro knasuuty mviwiy Ha H6e10m KOHTAKTE BBIXOA HOJA
TextureSample. ITepemawume ero Ha BxoaHoi koHtakT Base Color nona Result.

JW" Banana_Material
Uvs o (v Base Color
Tex O Metallic
O» Specular
O Roughness

C» Emissive Color

O Normal

(O World Position Offset

Bepnurecs Bo Viewport, uToObI yBUIETh TEKCTYPY Ha Mellle MPeABAPUTEIHLHOI0 IPOCMOTPA.
Mo>xHO oBOpaynBaTh €ro (yaep KuBasi IEBYIO KJIaBUIILY MBILIHU U IepeMellias MbIIb), YTOObI

paccMOTPETh APYruc ACTaliu.



Haxxmure ra Apply B Toolbar, 4To0b1 00HOBUTH MaTepUall, U 3aKPOATE PEAAKTOP MATEPHATIOB
MI0CJIE 3aBEPILICHHS.

Ncnosb30BaHue MAaTEPUAJIOB

UYro0bl MPUMEHUTHh MaTepuall Ha OaHaH, HY)KHO ero Ha3HauuTh. Bepaurecs k Content Browser u
06axcowl Haxcmume Ha Banana_Model, uto0sr oTKpbITh ero. [TosBUTCS clienyroliee OKHO
penakropa:

[Mepeiinute B manens Details u Haiinure pasnen Materials. Haxxmure Ha packpuisaioweecs
MeHio, pacrioyioskeHHoe crpasa ot Element O, u Beioepure Banana_Material.



Search

4 Materials

4L0D0

4 Sect

4L0D £

4 Static Mesh Settings

3akpoiiTe peaaKTop Meliei, BEpHUTECh K OCHOBHOMY PEAAaKTOPY U OCMOTPHUTE Ha Viewport.
Brol yBuuTe, uTO Tenepb Ha OaHaHe ecTh TeKCTypa. [lo3apaBisio, BB Teneps 3HaeTe BCE
HE00X0IMMEO, UTOOBI CTaTh TU3aifHEPOM YpPOBHEIH!

I'm
looking quite...
AP-PEEL-ING!

Tpumeuanue: eciy OCBEIICHHUE CIUIIKOM TEMHOE, MOKHO H3MEHUTD ero, 3aiiis B World
Outliner u HaxxaB Ha Light Source. B manenu Details naiigure nmapamerp Intensity u ysenuuste
ero 3Ha4YCHHe.



IIpo Blueprints

I[axce HECMOTpPA HA TO, UTO OanaH BBIIIAAUT OTJIMYHO, 6y,Z[CT emé Jy4dme, €CJIi OH HA4yHET
BpalaTtbCd Ha TIOBOPOTHOM CTOJIC. Hpome BCEro co34aTb €ro ¢ IOMOIIBIO «qepTemeﬁ»
Blueprints.

B npocteitimiem ciydae Blueprint nmpeacrapisier co6oit «Bemby». Blueprints mo3Bossitor
CO3/1aBaTh CBOM MOBEAEHUS ISl 00beKTOB. OOBEKT MOXKET OBITh YeM-TO (PU3MUYECKUM (THIIA
MIOBOPOTHOT'O CTOJIA) WJIH YeM-TO a0CTPaKTHBIM, HAIIPUMEP, CUCTEMOH 3I0POBbSI.

XoTuTe co3aTh ABMXKYIIUNUCS aBTOMOOWIL? Hcnoav3yiime Blueprint. A xak Hac4€T jeTaromen
cBuHKH? Ucnonvzyiime Blueprints. A eciiu Hy>keH B3pBIBAIOIIUIICS IPU KACAHUU KOTUK?
Blueprints.

Kak u B Marepuaiax, B Blueprints HCIOJIB3YCTCA CUCTEMA Ha OCHOBC HOZOB. 9To0 3HA4YUT, 4YTO
JOCTAaTOYHO CO3JaTh HOJABI U COCAUMHNUTD UX — HUKAKOI'O KOJa HE Tpe6yeTcs{!

HpuMeanue: CCJIM BbI IIPEAIIOYUTACTEC IIUCATh KO, TO HCHOJ’IL3y1>iT€ BMecTO 3T0or0o CH++.

Blueprints mpocThl B UCIIOJIB30BaHUU, OJJHAKO HE TaK OBICTPHI, kak koA Ha C++. To ecTh eciu
BaM HYXHO CO3/IaTh YTO-TO TSHKEIOE» C TOUKHU 3PEHUS BIYUCIICHHH, HATIPUMED, CII0KHBIN
QITOPUTM, TO JIy4Ille BOCIONb30BaThcs C++.

Ho naxe ecnu Bbl npeanountaete C++, To OBIBAIOT Cy4aH, KOT/Ia ONITUMAaIbHEE HUCIIOIb30BaTh
Blueprints. Bot HekoTopsie u3 npenmyiectB Blueprints:

e OObIuHO pa3zpaboTka Ha Blueprints OpicTpee, uem Ha C++.
e TlIpocrora ynopsgounBanus. MOXKHO pa3ieisaTh HOJbI HA Pa3HbIe 00JACTH, HAIIPUMED, HA

GyHKIMH U rpadsbl.
o Ecnu BBl paboTaere ¢ J10AbMH, HE 3HAIOLUIMMH IPOrPAMMHUpPOBAHKE, TO H3MEHEHUE
Blueprint npomie 6aronapst X HarJassAHOCTH U UHTYUTUBHOMN MOHATHOCTH.

XopommMm 1moaxo1oM OyaeT co3aanne 00beKTOB ¢ momotisio Blueprints. A korna Tpedyrorces
JIOTIOTHUTEIIbHBIE BO3MOKHOCTH, ITpeoOpa3oBanue ux B C++.

Coznanue Blueprint

[Mepeiinure B Content Browser u Hasxkmute Ha Add New. Beibepute B criucke Blueprint Class.
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OTKpoOeTCST OKHO € 3aIPOCOM BBIOOpA POJUTEILCKOTO Kiacca. Bam Blueprint OyneT HacnenoBars
BCE MePEeMEHHbBIC, PYHKIIUU U KOMIIOHEHTBI U3 BEIOPAHHOTO POJUTEIBCKOTO Kiacca. Y AeauTe
BpEMsi Ha M3Y4Y€HHE BO3MOXKHOCTEH KaXKI0ro Kiiacca.

1.-[' Pick Parent Class
4 Common Cl

O Actor i}; rj:;imm is an object that can be placed or spawned in the

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

, Character j.:rlill-:?rﬂ?utm is a type of Pawn that includes the ability to walk
- drounad.

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,
MlGanehade Raze scoring, and other facets of the game type.

An ActorComponent is a reusable component that can be

hlaclcLiornbnenl added to any actor.

. Scene Component




Ipumeuanue: TIOCKOIBKY MBI MOXKEM PACIIONIOKUTH Kiaacchl Pawn u Character, onu takxke
SIBIISTIOTCS akTopamu (ACtors).

[ToBOpOTHBIIT cTOJ OyAET HAXOJUTHCS Ha MECTE, IOATOMY CaMBIM MOJXOSIIMM OYyAET KIacc
Actor. Beibepute Actor u Ha3zoBuTe HOBBIN (aiin Banana_Blueprint.

Banana. Banana Banana
Material Maodel Texture

Headicovl naxcmume ua Banana_Blueprint, aro0sr otkpbITh ero. Haxxmure na Open Full
Blueprint Editor, eciu mosBuTCst mo100HO€E OKHO:
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Blueprint Editor

Bo-niepBrix, BeiOepute B penakrope Blueprint editor Bkinanky Event Graph.

Blueprint editor cocTouT U3 4eTHIPEX OCHOBHBIX TTAHEIEH:



=

Components: coaepKUT CIIIUCOK TEKYIIUX KOMIIOHEHTOB.

2. My Blueprint: atot pa3aen 0ObIYHO HCIIOIB3YETCs AJIsl YIIpaBIeHUs rpadamu,
GYHKIUSME U IEPEMEHHBIMHU.

Details: 3mech 0TOOpaxkaroTCsi CBOWCTBA TEKYILETO BRIOPAHHOTO 3JIEMEHTA.

Graph: uMeHHO 371eCh MPOUCXOIUT Marus. Bce HObI U JIOTHKA HAXOIATCS 371€Ch.
[IepeMemaTecs 110 IaHENW MOYKHO, 3a%KaB Npagyro KAAGUULy Mol U nepemenyas Mbllb.
MacmrabupoBaHue BHIIIOTHIETCS NPOKPYMKOU KOJECUKA MbIULU.

5. Viewport: 31ech 0T0OpaxarTcsi Bce KOMIIOHEHTBI, UIMEIOIIUE BU3YaJIbHBIC DJICMEHTHI.
[Tepemenienre u 0630p BBIMOIHIIOTCS TaK K€, Kak U BO Viewport OCHOBHOTO PeaKTopa.

How

Co31aHue MOBOPOTHOIO CTOJIA

I[JIH CO3aHu CTOJIa HaM HY’KHO JIBC BCIIIN — OCHOBAHUC U IOJCTAaBKa. Hx MOXHO €cO311aTh C
IIOMOIIBIO KOMNOHEHNOB.

Y10 TaK0E KKOMIOHEHTHI»?

Ecnu Blueprint — 3T0 aBTOMOOMIIB, TO KOMIIOHEHTBI — 3TO CTPOUTEJbHbIE FJIEMEHTHI, U3
KOTOPBIX OH cOCcTOUT. [IpuMepaMu KOMIIOHEHTOB MOTYT OBITh ABEpH, KOJIECA U IBUTATENb.
OpaHako KOMIIOHEHTHI MOTYT OBITh HE TOJIBKO (PU3HMUEeCKUMU 0OBEKTaMHU.

HaHpHMep, 4TOOBI ABTOMOOHIIHL MOT JABUIaTbCA, MOXKHO I[O63.BI/ITL KOMIIOHCHT ABHXXCHUA.
MoxHO AK€ 3aCTaBUTh MAIlIMHY JIETAaTh, €CIIN }106aBI/ITL KOMIIOHEHT NOJIETA.

JlobaBieHMEe KOMIIOHEHTOB



YToOb! yBUIETH KOMIIOHEHTHI, HEOOXOUMO MEPEKITIOUUTHCS B peskuM Viewport. Haxxmure Ha
BKJIaIKy VIEWpPOrt, 4ToObI MepeKItounThCs Ha He€. BOT Kak 3TO BBITJISLIUT:

Ipumeuanue: xomnonent DefaultSceneRoot npu 3amycke npuiiokeHus He 0TOOpakaeTcsi, OH
BUJICH TOJIBKO B PEIAKTOPE.

[ToBopoTHBI# cTON OyIET UCTOIB30BATh JIBa KOMIIOHEHTA!
e Cylinder: mpocroii 6emnbiii IIHIHHAP. DTO OyJIeT OCHOBAaHHEM, Ha KOTOPOM JISKUT OaHaH.

o Static Mesh: — 3to kommoHeHT OyeT 0TOOpaXkaTh Melll OaHaHa.

Yro0bl 100aBUTH OCHOBaHHUeE, Tiepeiianute B maneas» Components. Haxxmure Ha Add Component u
BeiOepuTe Cylinder.

+ Add Component =

timuli Source

Emitter




Hemutoxo Ob110 OBI ceNIaTh OCHOBAHUE YYTh KOpoUe. AKTUBUPYHUTE MAHUNYIAMOP Macuimada,
HaxaB R, a 3aTeM yMeHbIIMTe MacTad (TOYHBII pa3Mep HEBaKEH, MOKHO OyJIeT U3MEHUTh €ro
Mo3XkKe).

Teneps nopa go6aButh Meml. Bepuurech B manenbs komnoneHToB Components u Haxcmume
Jle6oll Kiasuulell Ha yCcTol 001acTH, YToObI CHATH BhieneHue ¢ kommoHenTta Cylinder.
bnaronaps aTomy cieayrommii 100aBIsIeMbIii KOMIIOHEHT HE OyIeT MIPUKPEIUIEH K
xomnoneHTyCylinder.

= Components

Ipumeuanue: eciy 3TOTO HE CAEIATh, TO CIEAYIONINI KOMIIOHEHT OYIE€T MPUKPEIIEH K
kommoneHty Cylinder. Dto 3HauuT, 4T0 OH TakXKe yHacieayeT macumad kommonenta Cylinder.
ITockoBKY MBI YMEHBIIIHIM MAcIITad HIHH/PA, CICAYIOIINH KOMIIOHEHT TOXe Oy1eT
YMEHBIIIEH.



3atem Haxxmute Ha Add Component u BeiOepute u3 crimcka Static Mesh.

+ Add Component ~

«ch Components

3% Pawn Noise Emitter

i Pawn Sensing

& . Audio

Jlns oroOpakeHust baHaHa BeIOepuTe KoMIOHEHT Static Mesh, a 3arem HaxmMuTe Ha BKIAIKY
Details. Haxmure Ha packpuiearowuii cnuckos B ipaBoii yactu Static Mesh u Beidepute
Banana_Model.



e ) My Blueprint

Y - ) o -
4 Variable

Variable Name

Editable when Inherited

4 Transform
Location ¥ d 00cm |3 00cm pd 00cm |
Rotation g 00 OB oot oPpd oot O
x S Y ECS - A

-~

5] Static iT Stationan f4=b

O I
4 Static Mesh

None

e D

4 Physics

HepeMeCTI/ITe 6aHaH, €CJIM OH HaXOAUTCA B HCIIPABUJIIBHOM ITOJIOKCHHUU. Z[J'IH 9TOro aKTI/IBI/Ipy1>'ITe
MAHUNYIAMOP nepemeuierusl, HaxaB W, a 3aTeM NEPEMECTUTE €TI0 BBEPX.




IIpo Hoawl Blueprint

Tenepb HYKHO cIeNaTh TaK, YTOOBI TOBOPOTHBIN CTOJ Bpamaics. U 31ech HaMm MOTpedyroTes
HoObl Blueprint.

B oTnnume ot cBOMX OJM3KUX POJACTBEHHUKOB — HOJIOB MaTEpHaIOB — HOJBI Blueprint umeror
0co0Oble KOHTAKThI, Ha3bIBaeMble KoHTakTaMu EXxecution. KoHTakT cieBa — 3TO BXOJ, KOHTAKT

CIIpaBa — BbIXO/I. V Bcex HOIOB €CTh XOTA OBl 110 OJITHOMY BXOJY M BBIXOOY.

Ecnu HO MMeeT KOHTaKT BXO/a, TO €ro Hy’KHO MOJKIIFOYHUTh, YTOOBI OH 3apaboTail. Eciu Hox He
MOKJIIOYEH, BCE MOCIEAYIOIINE HOABI He OYYT BBITIOTHITHCS.

Bor npumep:

> > > > >
E:;:Z Node A Node B

> > > >
Node C Node D

Node A u Node B GynyT BBIOJTHSATBCS, IOTOMY YTO y UX BXOJHBIX KOHTAKTOB €CTh
noakiarouenue. Node C u Node D Hukorza He BBIONHSIOTCS, HIOTOMY YTO BXOJHOM KOHTAKT
Node C He nMeeT OIKITIOYEHHS.

Bpanienne moBopoTHOrO CToJia

[Ipexx e yeM HauaTh, 1aBalTe MOCMOTPUM Ha naHenb Components. M0KXHO 3aMETHUTB, YTO Y
Cylinder u Static Mesh ectpb orctym, a y DefaultSceneRoot — ner, moromy 4ro oHn
nooxnouenvl k DefaultSceneRoot.

4@y DefaultSceneRoot
% Cylinder

iy Statichesh




Ecnu nepemMecTuTh, HOBEPHYTH WM OTMACIITAOMPOBATH KOPHEBOW KOMITIOHEHT, TO TOKE CaMOe
HPOU30UIET U C MPUKPEIUIEHHBIME K HEMY KOMIIOHEHTaMH. biaroiapsi 3ToMy MoBeICHHIO
MoxHO roBopaunBaTh Cylinder u Static Mesh ogHoBpeMeHHO, a HEe IO OT/IEIBHOCTH.

Co31anue HOIA

YToObI MPUCTYIHUTh K CO3JaHUIO CKPHUIITOB, MEPEKIFOYUTECh Ha3a Ha Bkiaaky Event Graph.

Peanu3zanus BpamieHust 00beKTa HACTOJIBKO MPOCTA, YTO TPeOyeT BCEro oaHoOro Hoxa. Hascmume
npaesotl Kiasuuieli Ha MyCToe MPOCTPAHCTBO B Tpade, 9TOOBI OTKPBITh MEHIO JOCTYITHBIX HOJ/IOB.
Haitnure AddLocalRotation. Ham Hy»HO 1I0BOpaurBaTh OCHOBaHHE M OaHaH, [I03TOMY MbI
npocto OyneM Bpamath KopHeBoi komoneHT. Bridepure AddLocalRotation
(DefaultSceneRoot).

Ipumeuanue: eciv HOA HET B CIKCKe, cHUMHKTE (uaxkok Context Sensitive B mpaBom BepxHei
YaCTU MEHIO.

All Actions for this Blueprint Cont nsitive

AddLocalRotation| X

4 Call Function on Static Mesh
A Kilities
4Transformation
[ AddiocalRatation (StaticMesh)

A Utilities
4 Transformation
[ addLocalRotation (Cylinder)
| AddLocalRotation

J BddilocalRatation (StaticMesh)

B Bamrem rpade teneps mosisutcst HoBblii HoA AddLocalRotation. Bxoa Target aBromaTruecku
MOJIKJTFOUUTCS K BRIOPAHHOMY KOMITOHEHTY.

YroOsl 3a1aTh 3HAYCHUE BpallleHUs, iepeiauTe k Bxoay Delta Rotation u usmenure 3nauenue Z
Ha 1.0. brnarogaps sTomy Blueprint cMokeT BBITIOJHATE BpalleHUE OTHOCHTEIBHO ocH Z. Uem
BBIIIIE€ 3HAYCHMsI, TeM ObICTpee OyAeT Bpamarbes CTOIL.
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Default Scene Root

f AddLocalRotation

D

Target

__ Delta Rotation —
= [ 00][v 00][z 10]

v

YT0OBI HOBOPOTHBII CTOJT BpaLIajcs MOCTOSHHO, HY)KHO Bbi3biBaTh AddLocalRotation B kaxxmzom
Kajpe. J{J1st BBIMOTHEHUS HOJIa B K&XK/IOM KaJipe Bocnoib3yemcst HogoM Event Tick. On yxe
HaxonuTcs B rpage. Eciiu ero HeT, TO co3AaiTe ero TeM xke croco0oM, 4To U paHee.

[TepeTammre BRIXOIHON KOHTAKT HOJa Event Tick xo BXOJHOMY KOHTaKTy HOJa
AddLocalRotation.

| AddLocalRotation
& Event Tick Targe

Delta Seconds O Target

__ Delta Rotation
~ [« 00][v 00|z 10]

v

T E——

Default Scene Root

Ilpumeyanue: B TON peann3alii CKOPOCTh BPALEHHS 3aBUCUT OT YaCTOTHI KaAPOB. DTO 3HAYUT,
YTO MOBOPOTHBII CTOJI HA MEJIJICHHBIX KOMITbIOTEpax OyJeT BpalaThCsi C MEHbIIEH CKOPOCTHIO,
¥ Hao0opoT. {15 TyTOprana 3To HaC BIOJHE YCTPAUBAET, IOTOMY UTO S HE XOUy HUUETrO
YCIIOKHATD, HO B OyIyIlIEM 5l OKaXXy, KaK 3TO UCIIPABUTb.

Haxownerr, nmepetigute B Toolbar u Haxxmure Ha Compile, uro0sr 06HOBHTH Blueprint, a 3arem
3akpoiite Blueprint editor.
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FindinCB = Search C \ s Defaults ~ Simulation Play

/lodaBinenue Blueprints Ha ypoBeHb

[Ipexne gem nobasmsTh Blueprint, BepauTech ko Viewport B OCHOBHOM PEIaKTOPE U yIAIHUTE
Mojenb 6anana. [l 3Toro BeIOEpHTE MOJIENb, a 3aTeM Bhibepute Edit\Delete nian naxmute
knasuiny Delete.

Jo6asnenne Blueprint — 3710 TOT e mpoiecc, 4To U JoOaBICHHUE MeIlIa. Y JepKUBAUTE 1e8yro
Kaasuuty molwu Ha (aiine u nepemawume ero Bo Viewport.

[Mepeiinute k Toolbar u Haxxmute Play, 4To0bl yBHIETh pe3yIbTaThl CBOUX TPYAOB!

Ilpumeyanue: eciau Bbl HE yIATUTE UCXOJHYIO MOJIENTb OaHAaHA, TO MOXKETE MOJTYIHTh
IpeIyNpexIeHUEe 0 HEOOXOJMMOCTH MIEPECTPOMKH OCBeIIeHHs. Ecu ynaauTh MoJielb, TO
omunoOKa 00JbIIe He OyIeT MPOSBIATHCS.



