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BBEJAEHUE

Unreal Engine — coBpeMeHHBII UTPOBOI JIBHIKOK, CIIOCOOHBIN
BU3YaJIU3UPOBATh CIOXKHBIE TPEXMEPHbIE OOBEKTHI B PEATHBHOM
BPEMEHU U C (POTOPEATUCTUUHBIM KaueCTBOM, pabOTaTh B PEKUME
BUPTyaJlbHOM peaqlbHOCTHU U 00eCneYnuBaTh BBICOKYIO CTEIEHb
UHTEpaKTUBHOCTU. COBMECTUM CO MHOXECTBOM MmiaaTdopMm,
BKJIt0Uast MoomibHbie 1 WEB.

Co3maHue  apXUTEKTYpHBIX  aHAMAlUMM TPU  [OMOIIH
CTaHJAPTHBIX MPOTPAMMHBIX MAKETOB 3aHUMAET MHOI'O BPEMEHH, U
OHM BCE PABHO 3a4acTyl0 MPEACTAaBISAIOT HEYAOBIECTBOPUTEIIbHBIN
pe3yJibTaT. A 4epTe,U U CTAaTUYECKUE BU3yalU3allud HE BCErJa B
COCTOSIHUM TE€pe/laTh MPOCTPAHCTBEHHBIE XAPAKTEPUCTUKHU 3IaHMUSI.
Unreal Engine mo3BoJisieT MEpPEeHECTH apXUTEKTYPHBIA MPOEKT U3
MPOTPAMMHOIO [AaKETa TPEXMEPHOrO0 MOJICIUPOBAHUS B CpELy
pealbHOTO BpPEMEHM M HUHTEPAKTHUBHO TMEpeMelaTrbcss B €€
IPOCTPAHCTBE C BHUJOM OT I[EPBOro JHIA, JUOO MO 3apaHee
3aIaHHOMY IIyTH MEPEMEUIEHUS, C BO3MOXHOCTbIO MPUMEHEHHUS
CPEACTB BUPTYyaJbHOW pealbHOCTH WM 0e3 Hux. Jlomyckaercs
WHTEPAKTUBHO B3aUMOJICHCTBOBATh C OOBEKTAMH M OCBEIICHHEM,
Harpumep, epeMeniaTh MpeaAMeThl, MEHITh UX MaTepHua, BKIOYaTh
WJIU BBIKJIFOYAThH CBET.

B kauecTBe KOHEUHOT0 MPOIYKTa MOKHO MOJIYYUTh KaK CEPUIO
M300paKEHUH, TaK U BUJICOPOIUK UM UHTEPAKTUBHBINA MPOEKT IS
Pa3IMYHBIX IIATHOPM.

JInsi UHTEPaKTUBHOTO PEeKHUMa MOIJAEPKUBAIOTCS PaA3IUUYHBIC
m1aT@opMbl  BUPTYalbHOM  pEATIbHOCTH,  4YTO  IO3BOJISIET
JEMOHCTPUPOBAThL TMPOEKT TMOJIb30BATEIsIM C MaKCUMabHBIM
3¢ pexToM MPUCYTCTBUA.

k npeumyimiectBam Unreal Engine MOXXHO OTHECTH:

—  OBICTpO€ CO3/IaHHE BUACOPOIMKOB BHICOKOTO KAayeCTBa C
O0O0JIETOM 3/1aHUS WM TOMEIICHUS: B OTJIMYMU OT KJIACCHYECKOTO
peHzepruHra B cucremax, ucnojp3ytommux CPU Bpems mpocuéra
TaKOTO POJIMKA OyJET U3MEPATHCS MUHYTaMU, a HE YyacaMu, JHAMU
VI HECISIMU;



—  CO3aHHE€ HHTEPAKTUBHBIX IIPOEKTOB, B KOTOPBIX
I0JIb30BATEb  CaM  CMOXET [epeMmelarscs B Ipeaesnax
ApXUTEKTYPHOI'O MPOEKTA WM UHTEphepa: JJIsi ITOTO MPOEKT OyAeT
yIaKOBaH B UCTOJHIEMbIN (aii, KOTOPbIA MOXHO OyJET 3amycKaTh
Ha JIIDOOM KOMIIBIOTEPE U MHTEPAKTUBHO YIIPABJISATH IEpEMEIIEHUEM
KaMephl;

—  NOATrOTOBKA IIPE3CHTALMd B PEXKUME BUPTYaJIbHOU
peanbHOCTH: TIpu Haimuuuu BP-000pyoBaHusi MOXKHO JOCTUYb
MOJTHOTO MOTrpYy>keHus B 3d MPOEKT 3/1aHUs UJIU TTOMEIIICHUS.

1 HACTPOMKA MMPOEKTA
[Ipoekt B UE4 ¢okycupyercs Ha akkinumartuzaiuu k UE4
Editor, Content Browser u Viewport ypoBHs. JlaHHas MeTOauYKa
MO3HAKOMMUT C OMpeACICHuEM 00beMa MPOEKTa U CO3JaHUEM BCETO
HEOOXOJMMOTO JJIi Hayaja CO3JIaHusl IMEPBOTO HHTEPAKTUBHOIO
mupa B UE4.

1.1 O0bem nmpoekTa

[Ipexxne yemM mnOpuctynuth K pabore Hajg  JOOBIM
WHTEPAKTUBHBIM MPUJIOKEHUEM, BaXKHO CHadaja ONpeAeIuTh IeIu
npoekta W 3anucath uX. ConunHeli 00beM paboOT M YETKO
ONpe/ICICHHbIE MHUHUMAJIbHbIE TpPEOOBaHUSI TAPAHTUPYIOT, UTO
pa3paboTKa MpoekTa OyJeT HeIeHanpaBIeHHOW U METOIMYHOM.

UE4 Bxitouaer B ceOs MHOXECTBO MPUMEPOB KOHTEHTA,
KOTOPBIH JIETKO JOCTYIEH U SIBJISIETCS OTJIMYHBIM CIIOCOOOM HauaTh
n3ydyenue ocHoB UE4. HeoO0xoauMo HMCIonab30BaTh 3TOT KOHTEHT,
4TOOBI MTOCTPOUTH MPOCTON YPOBEHB, 3AMOJHUTH €r0 U HACTPOUTH
MaBH, KOTOPHIM MOXET IUJIABHO TMPOXOJUTh YEpPe3 YpPOBEHbD,
CTAJKMBAsACh CO CTEHAMU U TIOJIaMH, JaBas 3axBaThIBAIOIIICE
OIIYIIEHHE TPOYHOCTH.

Ha crnenyromem  3tame  OpOUCXOIUT  TECTHUPOBAHUE
npuioxkenus ¢ nomompbio  Play-In-Editor  (PIE). Ilocne
YAOBJIETBOPEHUSI BCEX IYHKTOB, COOMPAETCS W TMOATOTABIMBACTCS
TBOPEHHE Uil PACIpPOCTPAHEHUST B KA4eCTBE aABTOHOMHOTO
MPUIIOKECHUS.



1.2 Co3nanue HoBOTrO npoekTa u3 Launcher
Ecnmu BBl eme He co3Jalu YYETHYH 3aluch Ha CaWTe
unrealengine.com, He ckadainu W He ycraHoBwiM Epic Games
Launcher, a Takxe He yCTaHOBWJIM JBHKOK Bepcuu 4.25 uiau Oosee
MO3/IHEN (3TO METOAUYECKOE YKa3aHUE HUCIoab3yeT 4.25 BO Bcex
puMepax), TO Hy>KHO CJI€JIaTh 3TO Mepe HadajaoM padoThl.

Cawmpbiii ipocToit cioco0 co3aath HOBbIM nmpoekT UE4 — 310
UCIONIb30BaTh OKHO New Project. Bel MoXkeTe moy4uTh IOCTyN K
HEMY, 3aIyCcTHB JBMKOK u3 Launcher (pucynok 1.1).

Ynpaoicuenue 1. Cozoanue npoekma

[Tocne 3amycka Unreal Project Browser BbImogHuTe
CIEIYIOLINE JCUCTBUA.

1. B pasmenc New Project Categories Beioepute Games.

-0 X

Launch
Unreal Engine ® Unreal Engine 4.25.3 n

Unreal Engine 4.25.3
Unreal Engine 4.24.3
Connect with the Unreal Engine community
online

UNREAL

Featured Content Featured Screenshot

) Novs@2PMET

UNREAL
FEST
ONLINE

Advanced Niagara Effects Unreal Fest Online Weekly Spotlights

5 o |
\

B Billie Bust Up @

Pucynox 1.1 3anyck osuoicka uz Launcher, ucnonv3ys kHonky
Launch

3nech Bbl MOXETE€ BbIOpaTh OJWMH M3 UIMPOKOTO CHEKTpa
CTapTOBBIX I11a0JIOHOB (B Jpyrux pasuenax mnomumo (Games
COZIepXkaTcs Apyrue madIoHbl, KOTOPbIE B METOAUYECKOM YKa3aHHUU
He paccMmaTpuBaroTcs). Kaxaplid U3 HUX XOPOIIO HAIlMCaH U MOKET
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CTaTh OTIPABHOM TOYKOW [JII MHOTHX MOpPOEKTOB. OHU TaKkxke
SIBJISIFOTCSL OTJIMYHBIM U MPOCTHIM CIIOCOOOM Urpath C pa3IudHbIMU
UTPOBBIMU PEKUMAMHU U CTUIISIMU (OT MEPBOTO JIUIIA, TTOJIET, O0KOBOM
ckpoJsuiep u tak ganee) B UE4.

Bbl He Oynere MCMONb30BaTh HU OAWH M3 HUX JJIS BallleTo
MPOEKTa. XOTA OHU SBJISIOTCS OTJIWYHBIMUA OTIPABHBIMU TOYKAMH,
BCE OHHM OPUEHTUPOBAHBI HA UTPY U BBOJSAT BEUIH, KOTOPHIC BaMm
OpUAETCS YIAJIUTh, U APYTUE BEIIH, KOTOPHIE BbI JOJKHBI YMETh
HacTpamBaTh CaMOCTOSITEIIBHO.

2. BriOepure mabnon Blank. OToT miabioH mpoekrta He
COJICPKUT HUKAKOTO KOHTEHTA WJIM KOJa BOOOIIE — JPyrUMH
CJIOBaMH, 3TO COBEPIIEHHO YHUCTHIH JIUCT.

AU Unreal Project Browser

Select Template
"1’":@

>

in

* A 3
Top Down winStick  Handheld side 2D Side ehicle »
Shoote AR

Scroller Scroller
Blank
A clean empty project with no code.

Virtual
Reality

Cancel

Pucynox 1.2 Ilanens évibopa wabnona 6 Unreal Project
Browser nokasvigaem 6ce docmynHule ulabioHbl

3. Brei6epute Tun npoekrta Blueprint u With StarterContent,
9TO OOABUT B MPOSKT HECKOJILKO MPOCTHIX TOTOBBIX aCCETOB, OHU
IIOMOTYT BaM OBICTPO TIOCTPOMTH CBOW YpoBeHb. OcTalbHBIC
rapaMeTpbl OCTalTCs 0€3 U3MEHEHUM (pUCyHOK 1.3).
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4, Br16epuTe MecTo [J1s1 XpaHEHHS BaIIero MPOEKTa U AaiTe
emy ums. HeoOxoaumMo BbIOpaTh OBICTPHIM JIOKAJIBHBIA KECTKHUI
auck und SSD ¢ OOJbIIMM  KOJUYECTBOM CBOOOJHOTO MECTa
(pucynok 1.3).

S. Haxxmute Create Project. JIBUKOK co3/1aeT HOBYIO TAIKy
U CTPYKTYpPY NaIoOK, HEOOXOIUMYIO JJIs 3allyCKa BaIIero MpoeKTa.

1.1 Unreal Project Browser
Project Settings

target platform Don't worry,

& Target Hardware section of

Maximum Quality

A -
<

Raytracing Disabled

Select a location for your proje

Eocumens g4 D E—

Folde: Name

Create Project Cancel

Pucynox 1.3 Ilanenv nacmpoek npoexma 6 Unreal Project
Browser

[locne co3manust (hailiIoB TMPOEKTa 3aMyCKAaeTcsl HOBBIN
sxzemiuisip UE4 Editor (pucynok 1.4), oroOpaxaroniuii UMs Balliero
HOBOT'O MPOEKTA.

Unreal Edtor 4253 - Example1

Intializing
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Pucynoxk 1.4 Ilepsas 3azpy3xa Ho8020 npoekma

[Tocne kopoTkoil mocieaoBaTelbHOCTH 3arpy3ku B Editor
MOSIBJISIETCSA YPOBEHb (PUCYHOK 1.5).

PREE 1y | | |

Pucynok 1.5 Omxpouimerii Unreal Engine 4 Editor
nokaswvleaem cmapmoasniu yposenv u nanky Starter Content

Korna Bel Bkmtounte Starter Content, ypoBeHb IO YMOJIYAHUIO
BAILIET0 IIPOEKTA YCTAHOBUTCSA HA IIPOCTYIO CLEHY C pa3MEIEHHBIMU
IIpUMEPAMU aCCETOB.

3akiouenue

Bair HOBBII poEKT TOTOB K padote. Bbl y3Hanmu, Kak co3/1aTh
HOBBI MPOEKT M3 IMIa0JIOHAa M HACTPOUTH HCXOAHYIO (HailJIOBYIO
cTpykTypy B mamnke Content. IMeHHO Tak Bbl OyAeTe HayMHATh
OOJBIIMHCTBO CBOMX HOBBIX MPOEKTOB, TaK 4YTO 3TO pabouuid
IIPOLIECC, C KOTOPBIM CTOUT IO3HAKOMUTHCS.

Pa3nuuHble 111a0J0OHBI TO3BOJISIOT JIETKO ONPOOOBATH FOTOBBIE
HAaCTPOMKH, OHU SIBJSIOTCS OTJIMYHBIM YUYEOHBIM PECYPCOM, a TaKKe
OTJIMYHBIM CHOCOOOM HayaTh pabOTy HaJl KOHKPETHBIM THUIIOM
ITPOEKTA.

2 3AINOJIHEHUE MHUPA
[Tomy4yeHre KOHTEHTA HA BAllIEM YPOBHE SIBIICTCA MPOCTHIM U
ynooueiM g xyaoxkauka. UE4 Editor mpeamaraeT MHOXKECTBO
WHCTPYMEHTOB M (PYHKIIMI, KOTOpbIE MOMOT'YT BaM pPa3MECTHUTh,
MIOMEHSTh U OPTaHW30BaTh Balllu acceThl B 3D-nipocTpancTBe. [anee
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BBl OyJIeTe UCIOJB30BaTh yXKe co3lAaHHbIe acceThl Starter Content,
BKJIIOUCHHBIE B Balll MPOEKT, YTOOBI MOCTPOUTH MPOCTON YPOBEHB, HA
KOTOPOM MOYKHO XOJIUTh.

2.1 Co3naHue U cOXpaHeHHe HOBOI'O IIyCTOI0 YPOBHS

Hauath ¢ HOBOro ypoBHSI U IOCTPOUTH YPOBEHB C HYJISI — 3TO
Jy4dlIUM  CHOCO0 MOJYyYUTh JKeJlaemble pe3yibrarhl. [lenum
BU3yaIu3allud OTJIMYAIOTCS OT 1ejledl OOJbIIMHCTBA UIp, U
OOJIBIIIMHCTBO JOCTYIHBIX ITA0JIOHOB MPOCTO HE MOAXOAAT IS
THUIIOB B3aHMMOJCHCTBUM, HEOOXOIUMBIX pu CO3JaHuU
WHTEPAKTUBHBIX BU3YyIN3AIU.

Vnpaowcnenue 2 Cozoanue u coxpamnenue HO8020 NYCMO20
VPOGBHS

B mento File Boi6epute nmynkt New Level u BeiOepute omiuio
Empty Level.

CoxpaHHTe CBOM ypOBEHb, BEIOpaB MyHKT Save Current B MEHIO
File win nHaxkaB kHomky Save Current Ha MaHelId WHCTPYMEHTOB.
Korma nosiButcst auamoroBoe okHo Save Level As (pucyHok 2.1),
HazoBUTe ypoBeHb MyFirstMap u HaXMuTe KHOIKY Save, 4TOOBI
COXpPaHUTh KapTy Ha JIUCK.

Pucynox 2.1 {uanoe coxpanenus ypoeHs

Kak BuUOHO W3 3TOro mpumepa, CO3Janach IMankKa B KOPHE
katanora Content mog HazBanuem Examplel. Bel MmoxeTe co3naTh
HOBYIO TaNKy, MIECJKHYB MPAaBOW KHOINKOW MBI B Pa3IMYHBIX
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gorndeckux mectax Content Browser mim ucnonsiyst kHonky Add
New B Content Browser. Bbl MOXk€T€ U JTOTKHBI BBITIOJHSITH BCE
dbyukiuu ynpasieHus daiinamu u3z Content Browser.

Ecnu BBl gomycTuiv omrOKy U HY>KHO TIEPEMMEHOBATh KapTy
WJIU TIAIKY, Bl MOYKETE BOCIOJIb30BAThCSI KOHTEKCTHBIM MEHIO WU
BBIOpaTh acCceT WM MaIKy ¥ Ha)kaTh KjaaBuiny F2 Ha kiaBuarype.

Co3paHnue karaiora il KOHKpETHOTO npoekTa B rmanke Content
— 970 00bIyHas npakTuka B UE4, mockoJIbKy OHa rapaHTHUPYET, U4TO
BCE COAEPKUMOE, CO3JJaHHOE JJIsl 3TOr0 MPOEKTa, OyAET aBTOHOMHO
COJIEp)KaThCA B €ro COOCTBEHHOM KaTajore, B TO BpeMs Kak
COJIEPKUMOE OT TPETHUX JIUIl WU APYTHUX MPOEKTOB MOXKET OBITH
OOBEIMHEHO B Ball MPOEKT O3 OMNaceHuil, 4To OHU OyayT
KOH()JIMKTOBATE.

[ToMHHUTE, YTO YpOBHU WU KapThl — 3TO OJAHO M TO XK€, U

TEPMUHBI HCTIOJIB3YIOTCS B3aMMO3aMEHIEMO ISl TPEICTABICHHUS
daiinoB UMAP.

2.2 PaccTaHOBKA M MOAM(PUKALMS ACCETOB
Haubonee pacnpocTpaHeHHBIH METO]I pACCTAHOBKH aCCETOB U3
Content Browser Ha ypoBeHb — MPOCTOE MEPETACKUBAHUE ACCETOB
u3 Content Browser Bo Viewport (pucyHok 2.2).
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Pucynox 2.2 Ilepenoc accema uz Content Browser na ypogenv

2.3 IlepeMeienne, MaCIITAOUPOBaHNE U BpallleHUE

[Tociie pa3menieHus akTOpOB Bbl MOXKETE JIETKO NEPEMEIIATh,
MaciTabupoBaTh M BpaIllaTh UX C TOMOIILIO 3HAKOMBIX (Gizmo. Bbl
MOKETE JIETKO MEPEKITI0UAThCS MEXIY pEeKUMaMU TMEePEMEIICHUS,
MOBOPOTA U MACIITAOMPOBAHUSI C TOMOIIBIO MpOoOeNa Ul 3HAYKOB B
BEpXHeW yactu Viewport.

Bbl Takke MoXkeTe HCIOJIb30BaTh kKiaBuimu W, E m R g4
MEPEKITIOYCHUST MEXKIY IMepeMelIeHUeM, MacilTabupoBaHUEM U
BpAIllCHUEM WJIM HaXaTh MPOOEIT I UKJINYECKOr0 MEePEKITIOUYEHHUS
MEXKIY KaXKJIbIM U3 PEKUMOB.

HUcnoab3oBanue naneau Details

Ha nmanenu Details oToOpakaroTcst Bce CBOMCTBaA JIJIS KaX10T0
BBIOpAaHHOTO aKTOpa (pUCYHOK 2.3). 31€Ch MOXKHO HEMOCPEICTBEHHO
3aJlaTh CBOMCTBAa pACMOJIOKEHMS, MaciiTaba W TOBOpOTa JUIs
aKTOPOB, a TakXKe crienuduIecKue s Kilacca HAaCTPOUKH, TAKUE KaK
Lightmap Resolution, nmapameTpsl TeHH U TEpeONpPeaCIICHUS
Marepuana.
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) stsae ] b

4 Add Component ~ o2 Blueprint/Add Script

Pucynox 2.3 Ilanenw Details ors evibpannoeo Static Mesh
Actor

Snapping

Accertsl B Starter Content moctpoeHnsl ¢ pazmepom Mema 100
units. [To »Toit npuunHe BKiItOUeHHE Snap B Viewport U ycTaHOBKa
ero Ha 100 units siBisieTcs Xopouen uaeed. Takum oOpazoMm, Koraa
BBl MEpEeMeEIIaeTe aKTOPOB, OHU TMPUBS3BIBAIOTCA K CETKE €IUHUIL
m3mepenus 100 x 100 x 100.

BbI Takxke MOKeTe YyCTaHOBUTH NPUBSI3KY Mg Rotation u Scale
B HacTpoikax Viewport ¢ NOMOIIbI KHOMOK-TEpPEKIYaTeNne,
PacCIOI0KEHHBIX B IIPABOM BEPXHEM YTy Ka)KJI0I0 BUJIOBOTO dKpaHa
(pucyHok 2.4). Kaxnpiii ©3 HUX OTOOpa)kaeT MHTEPBAI MPUBI3KHU
crpaBa. Bel MOXXeTe HACTPOUTH ATOT MapaMeTp, HAXKaB Ha UHTEPBAJ.

Pucynok 2.4 Hacmpotiku Snap 6 Viewport
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2.4 JlyoaupoBaHue

Y Bac ecThb HECKOJBKO CHOCOOOB AyOJHUpPOBATH AKTOPOB.
BrinosHeHNE KOMUPOBAHUSI-BCTABKU WJIM MCIIOJIb30BaHUE KOMaH/IbI
nyOnupoBaHus B MEHIO Ha mpaBbli kMK W Edit — xopormme
BAPHUAHTHI.

Yamie Bcero HCIOJb3yeTcs codyeTaHue kiaaBuinl Alt+D mis
MTHOBEHHOTO CO3/IaHUsI KOMUI BBIOpAHHOTO 00BEKTa. Y IepKUBaiiTe
Shift, moka Bbl ayOnmupyeTe akTopa, 4yToObI Kamepa cieaoBajia 3a
aKTOPOM MpPH €ro nepeMelieHur. Bbl Takke MOXKETe MPU NOMOIIH
Alt + meperamuTh cpazy HECKOJIBKO aKTOPOB. JJIs 5TOro BaM HY>KHO
YXBaTUThCS 3a TpaHCHOPMUPYIONIYIO gizmo Bo Viewport, a He
pOCTO B JOOOM MecTe MOJienu. Bbl Takke MOXeTe KIOHHPOBAaTh
aKTOpPOB, TMOJOOHBIX 3TOMY, C I[IOMOIIBI BpAIIAKOIIUXCA H
MacIITaOUPYEMBIX g1Zmo.

Jo0aBiienue aktopos u3 Content Browser

Content  Browser mpenHa3HayeH [JId  pa3MEIICHUS,
CT€HEPUPOBAHHOTO WJIM UMIIOPTUPOBAHHOTO KOHTEHTAa HAa YPOBHE,
HO BBl OyJieTe pa3MeIniaTh B CBOMX UTPOBBIX MHUpPAaX MHOTO BEIICH,
KOTOpbIe HeAoCTynHbBI B Content Browser.

Bol pa3Memniaete Takue kinaccel, kak Lights, meperackuBas ux
u3 Class Browser ¢ nmomoipio Place Mode. O6a merona co3naroT
HOBBI aKTOp YpPOBHS, KOTOPBIM CO3JaET K3EMIUIAP BBHIOPAHHOTO
KJacca.

Okno Place Actors pacrnonoXeHO B JI€BOM BEPXHEM YTIIy
penakTopa 1Mo yMona4aHuioo. Bel Takke Moxere oTKphITh Class
Browser, nepeiias B nmyHKT Window B BepXHEM MEHIO U BHIOpaB
Place Actors.

Ceer B cueHe

[Ipexxme YeM BBl HAyHETE PACCTABISATH aKTOPOB, HYXKHO
HEMHOT'O CBETa Ha cieHe. B otimnume ot Max wnn Maya, 3/1eCh HET
BCTPOCHHOM CIIEHbl MO YMOJIYAHWIO WJIM TMOJCBETKH Viewport.
Tpebyercst co3maTh CUCTEMBI OCBEIEHUS BPYYHYIO.

Ecnu Ha cueHe Her cBera, oHa Oyner ucnonab3oBaTh Unlit
pexuM TpocMoTpa. B 3TOM pexume mpocMoTpa OTOOpakaeTcs
TOJIbKO He3aTeHeHHbIN Base Color 00bekToB. DTO pabounii BapuaHr,
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HO Tak OyAeT TpyaHO paboTaTh B JOJTOCPOYHOU IIEPCIICKTHBE,
MOTOMY YTO Bl HE MOXETE JIETKO YBUAETh ITyOUHY, a OOBEKTHI, KaK
MPaBUJIO, CJIUBAIOTCS APYT C JPYTOM.

UE4 MOKeT moXBacTaTbCs OTIIMYHBIM OCBELICHUEM U TEHSIMH B
peanbHOM BpeMeHu. He3zaBUCHMMO OT TOro, MCHOJIb3yeT€ JU BbI
Lightmass i BBICOKOM MPOU3BOJUTEIIBHOCTH, CTAaTUYECKOE
ocselenre Gl nnm quHaMuyeckue TeHU U CUCTEMBbI OCBELICHUS 1S
OpSIMOTO  OCBEIICHMS, Tapa KIIYEBbIX AaKTOPOB OCBEIICHUS
HEOOXOUMBI I TOCTUKEHUS HAMITY4IINX pe3yabTatoB oT UE4.

Sun (coJiHIE)

Jlns comuna nasarite Beioepem Directional Light Actor. UtoGsr
n00aBUTH €ro, UCToNL3yiTe manens Place Actor. Haxxmute Ha Lights
u nieperamute Directional Light Ha cuieny.

VYcranoBute cosHie B TosioxkeHue Moveable Ha manenu
Details. 910 mo3BoyisieT eMy AMHAMUYECKH MEPEeMEIIaTh U MEHAThH
CBOMCTBA U 3aCTaBJISIET €r0 UCIOJIb30BaTh JUHAMUYECKUE TCHH.

B  OoNpIIMHCTBE  ApXHTEKTYPHBIX  BH3yaIM3alldd  BBI
UCIIONIb30BaNId OBl cTaTuueckoe ocmemeHue ¢ Lightmass. A moka
COCPEIOTOYbTECH HAa IJIaBHOM. JIMHAMMYECKOE€  OCBEILCHUE
npejgiaraeT OBICTPBIA, TPOCTOM B PEAAKTUPOBAHWUU CIOCOO
WYSIWYG »skcnepuMeHTUpOBAaTh M YUYUTHCS 0€3 CIOXKHOCTEH
Lightmass.

2.5 AtmocdepHblii TyMaH

UE4 Bxitouaet B ce0s1 MOAEIMPOBaHUE aTMOC(HEPHOT0 TyMaHa,
WM MaTeMaTH4YeCKUi crmoco0 3aTeHeHHMs Heba U ociabiieHus u
TOHUPOBAHUSI CBETa Ha OOJIBIIMX PACCTOSAHUSAX. ITO CPOJHU
3¢ dekTy BennuMs MNypPHYypPHBIX TOp, €CIU CMOTPETh HAa HUX C
pacCcTOsIHUSL HECKOJIbKUX MWJIb, KOTJla CBET pPAacCEUBAaEeTCAd B
atMocepe.

Br1 pasmemiaete Atmospheric Fog Actor, kak Directional Light,
ucnonb3ys Place Mode.

Kak Tosbko Bbl momemaere Fog Actor Ha cieHy, cpa3y ke
MOSIBJISIETCS. OCHOBHOE HE0O M TOPU30HT, U €CIU BBl CMOTPHUTE B
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MpaBUILHOM HAaNpaBJICHUU, TO BBl YBHJAMUTE COJHEYHBIM JUCK
(pucyHoK 2.7, nanee B 3TOU riiaBe).

[IpssmMo cenWyac BBl 3aMETUTE, 4YTO COJIHIIE HAXOJIWUTCSA B
HEMPaBUWJIBHOM MeECTe, U He0O BBITVISIAUT TaK, KaKk OyJTO COJIHIIC
cagutcs. Bel MmoxkeTe MO0 HACTPOUTH MOJIOKEHUE COJTHIA U 1[BETA
HeOa BpyuyHyl, Jau00 Ha3HauuTh Directional Sun Light s
ONpENCIICHUsI ATUX MapaMeTpoB, YTO JacT BaM XOpollee
IUHAMHUYeCKOe HeDO.

YcranoBka Cosinuna B atmocgepe

Bl 10MKHBI BpYUYHYIO OMpeAennTh, kakoi Directional Light
Actor ucnonib3yeTcsl A OmpenesieHus BeToB Heba. Caenarb 3TO
MO>HO B cBoMcTBax Directional Light Actor ¢ ¢pnaxkom Atmosphere
Sun Light (pucynox 2.5).

OTOT (IIaKOK HEMHOTO CKPBIT B PACHIMPEHHBIX CBOMCTBAX
Light Actor. UToOBI OTKPBITH €T0, BHIOEPUTE MAJECHBKYIO CTPEIIKY
BHM3 B CBOMCTBax cBeTa Ha maHenu Details (pucynok 2.5). Boi Takxe
MOXETE HCIOJIb30BaTh CTPOKY IOMCKa Ha maHenu Details s
OBICTpOI (PUIBTpAIIUM CIIUCKA CBOUCTB (PUCYHOK 2.6).
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+ Add Component « o Blosprint/Acd Script
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Pucynoxk 2.5 Jlemanu Directional Light c omobpadsicaemvimu
pacuupennvimu ceoticmseamu u Atmosphere Sun Light,
VCMAHOBNEHHbIM HA true
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Lelals

= DirectionalLight

+ Add Component - o Blueprint/Add Script

Search Componants
_= DirectionalLight(Instance)

<% DirectionalLightComponent (Inherited)

Pucynok 2.6 Omepunomposanuvie nacmpotixu Directional
Light

2.6 Sky Light

Sky Light Actor — »To TpeTuii u ocieHU aKTOP, KOTOPOTO
BaM HY>KHO J00aBUTh. DTOT akTOp 3axBaThiBaeT HDR-kyOudeckyro
KapTy CUEHbl WJIM MCIIOJB3YET ONpeleiieHHyr Tekctypy HDR-
KyOHUUYeCKOM KapThl JIJI1 OCBEIIEHUS CIICHBI.

[Tocne noGaBiaeHMsT ITOTO aKTOpa YCTAaHOBUTE IS MapaMeTpa
«MOOWJIBHOCTH» 3HaueHue Moveable. Bammu 3aTeHeHHbIE 00OnacTH
JOJKHBI OBITh 3aII0JIHEHBI CUHUM LIBETOM ¢ HeOa. Ecnu oH ciuikomM
sapkuii, ymenbiute Intensity B SkyLight.

Bama criena qoipkHa BBITVISIAETH O0Jiee MOXO0XKEW Ha TO, 4TO
nokazaHo Ha pucyHke 2.7. Directional Light, Sky Light wu
Atmospheric Fog Actors — xaxnaenid yctaHoBieH Ha Moveable,
9TOOBI UCIOJIB30BATh MPOU3BOJICTBEHHBIN MPOIECC TUHAMUYIECKOTO
ocemieHusi. Maker Editor HacTpoeH TakuM 00pa3oMm, YTOOBI
obecnieuuTh OO0bIION Viewport u OoJibIlie MecTa JJi U3MEHEHUS
CBOWCTB.
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Pucynok 2.7 Ocnosnoe ocseuenue cyenst ¢ Directional Light,
Sky Light u Atmospheric Fog Actors

IHepemewmenue no cuexHe

UE4 umMeeT OTIMUHYIO KOMOWHALIMIO METOJIOB HaBUTALUU IO
Viewport, MOJy4eHHBIX KaK U3 WUrP, TaK U W3 OpuiioxeHud 3D-
IU3aHa.

Game Style

Campblii pacipocTpaHEHHBIN CTIOCO0 MepeMeIeHUs TIO CLIEHE —
3TO UCIOJIB30BAaHUE UTPOBOY HABUTALIMOHHON CUCTEMBI.

VYnepxuBas HakaTod MpaByl0 KHOMNKY MBIIIM Ha Viewport,
MOHO BKIItounTh Game Navigation Mode. [lepeTackuBanne Mbilu
BOKpYT (IIpU 3TOM yJAEp>KMBas MPaBYK KHOIKY MBIIIK) BpAaIlaeT
Balry kamepy. Haxarue W Ha KiaBuaType NMEepeMeCcTUT Bac BIIEPET,
a S — Hazax; Haxarue A m D mepeMecTuT Bac BJIEBO M BIPABO
COOTBETCTBEHHO.

Bbl Takke MOXeTe IBHraTrbCsi BBEPX M BHU3 C IOMOIIBIO
kinaBuil E u Q.

J171s1 HAaCTPOMKH CKOPOCTH ABUKEHUS Bbl MOXKETE UCIIOIb30BATh
KOJIECO MBILIM, YTOOBl YCKOPUTh M 3aMEIJIUTh, KaK OBICTPO BbI
IIEPEMEIAETECH 110 YPOBHIO.

Object Focused
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Bbl Takke MoxkeTe cOKyCHpOBaTh KaMepy Ha JII0OOM aKTope
(wm rpy1ne BhIOpaHHBIX aKTOPOB) C TOMOIIBIO COYCTAHUS KJIABHIII
F. Drta knaBuilia HeHTpUpPyeT U MPUOIMKAET KaMePy K BHIOpAHHBIM
oowekTaMm. Korga 310 mpousoner, Bl MOXKETE BpallaThCs BOKPYT
BBHIODAHHBIX AaKTOPOB, YJEpKUBas HaxaTol kiaBuiry Alt u
IIEPETACKUBAS €€ JIEBOM KHOIKOW MBIIIIH.

Bu opOUTHI OTJIMYHO MOJXOIUT JJISI OCMOTpa 00BEKTOB B 3D-
peKUME.

Bel  MoxeTe  yBelIMYMBAaTH M YMEHBIIATh  MaciiTad
Cc(hOKYyCUPOBAHHBIX aKTOPOB, HCIOJB3Yys KOJIECO MPOKPYTKH Ha
Balllel MBIIIH (Ha 3TOT pa3 0e3 yJaep:KaHus MpaBOi KHOIIKW MBIIIIH).

2.7 Co3naHue apXUTEKTYpPbl

Vnpaowcnenue 3. Cozoanue keapmupeoi.

Hcnons3ysa pasnuunbie Static Meshes B nanke Architecture B
Starter Content, TOCTpOUM IPOCTYIO KBAPTHUPY WUIIHA JOM.

Ecim y Bac ectb Snapping, ycraHoBute mHTEpBai B 100 units.
DTO AenaeT KaXblid MEIl B 3TOM Marke MPUBS3aHHBIM K CIICHE KaK
CTPOUTEIIbHBIE OJIOKH.

Bam monagoOuTCs 10, CTEHBI U BCE OCTajbHOE. Y OeauTeCh,
YTO €CTh IBEPh, KOTOPAs COSTUHSIET Pa3HbIE KOMHATHI, YTOOBI MOMKHO
obL10 mporysaTbes. Kaxaas yacts nosa coctasisier 400 x 400 cwm,
MOATOMY Ka)K/1asi KOMHATa JOJKHA OBITh HE MEHee 2 X 2.

Ha pucynke 2.8 mokazaHo, coOWpaHHBI HaOOp OJIOKOB.
Heo6xoauMo co3/1aTh TO, UTO YAEP>KUT MOJIb30BATENS B HEOOBIIONM
o0nacTu, HO OyAEeT JOCTaTOYHO OTKPBITBIM JJIi HW3YYECHUS.
Hcnonp3ytoTcsi TOIBKO CTaTUYECKUE MEIU CTEH W Tmoja u3 Starter
Content, mpussizanHoro k cetke 100 x 100. Heo0x0oa1uM0 BBICTaBUTH
Orthographic Viewports, ncnons3yss Maximize/Minimize B paBom
BepXHEM yriy Kaxpaoro Viewport. HactpoeHHblii  BTOpOii
MEPCIEeKTUBHBIN BHUJ, TTO3BOJIUT BUACTH CIIEHY M3 HECKOJbKUX 3D-
BUJIOB.

Bamma oGiacte He H0KHA OBITH TAKOW CJIOKHOW WM MOYKET
OBITH TOpa3no OoJjiee CIO0XKHOW — 3aBUCHUT OT Bac. OmHaKo
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yOeIUTeCh, UTO y BaC €CTh MOJI, YTOOBI M0JIb30BATEIb MOT CTOSITh Ha
HEM, U HEKOTOPBIE CTEHBI, YTOOBI OHU HE MOTJIM YUTHU B MyCTOTY.

Pucynox 2.8 [lom nnasaem 6 b6eckoneunou nycmome

/lo0aByieHUe neTaseil K CTPYKType

Korma y Bac ectb CTpYKTypa, paCCMOTPUM HEKOTOPHIE JICTaJIH.
Pasmectnm Heckoibko Static Mesh Actors u3 Content Browser, a
3ateM nob6aBuM Spot Light Actors ¢ mpoduiasiMu ocBelieHus u
pPa3IMYHBIMU I[BETAMU, YTOOBI 3aJ€HCTBOBATH 3a0aBHBIE CBETOBbBIC
3 PeKThLI.

Placing Props

Props (pekBu3ut) — 370 Static Mesh Actors Ha ciieHe, KoTopbie
COCTAaBJIAIOT JEKOpAIlMU M JAPYTUe HEAPXUTEKTYPHBIC 3JIEMEHTHI.
Sample Content mocrtaBisieTcsi ¢ XOpPOIIMM BBIOOPOM MemIel st
UTPBI.

Kak m gpyrume memm, npocto mneperamure nx u3 Content
Browser, 4to0bl pa3MecTUTh Ha BamieM ypoBHe. CKomupyHTe u
BCTaBbTE, a 3aTEM MEPEMECTUTE U MACIITAOUPYUTE IO BKYCY.



25

BrbI Takke MOXKETE pa3MECTUTh MATEPUAIIBI U CUCTEMBI YaCTHI]
Ha CBOEM ypoBHE. CXOIHTE C yma, NEPKUTE €r0 MUHUMAIIbHBIM —
Ha Ball BKYyC. Bce, 4TO JIEUCTBUTEIBHO HYXKHO, — 3TO MOJ U
HECKOJIBKO CTEH; OCTaJIbHOE 3aBUCHUT OT BaIller0 BOOOPaKECHUSI.

Pucynok 2.9 Cyena nocne HeckonbKux MuHym pasmeujeHus
meuieu

JlaHHasg cueHa cjenaHa eIle Yepe3 HECKOJbKO MHUHYT
NepeTaCKUBAHUS, KOMTUPOBAHMS, BCTABKHU, TPUBSA3KHU TTOBEPXHOCTU H
KJIOHUpoBaHus (pucyHok 2.9). IloTpaTuB HEKOTOpOE Bpems Ha TO,
MOJIy4aeTCsl CBOM MIIaByYUH IOM, TOMECTUB Pa3INYHbIA PEKBU3UT U3
Content Browser, a Takxke AyOnupys U MaHUIYJUPYS MEIIAMH.
KamHu nmomoraroT BU3yallbHO 3aKPENUTh KOHCTPYKIIHIO.

Camoe Bpemsi TonmpoOOBaTh pa3IMuHbIC BAPUAHTHI MPUBSI3KHU.
Heob6xoquMo u3yunTh BO3MOXKHOCTH Surface Snapping, 4YTOOBI
Pa3MECTUTh aKTOPOB HEMOCPEACTBEHHO Ha APYTUX aKTOpaX.

Pa3smelnenue cBera
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Kak u B cinyuae ¢ Directional Sun Light u Sky Light Actors,
ucnonsdyiite Class Browser j1st 1o0aBieHus CBETa Ha CIICHY.

[lpu wHaxatuum Ha Briaaky Lights B Class Browser
oToOpaXkaeTcsl CIMHCOK MOCTYMHBIX kiaccoB light (pucynok 2.10).
[IpocTo meperamuTe HYKHBIN KJ1acC UICTOUHMKA CBETa Ha Viewport,
yT0OBI MOMECTUTh Light Actor Ha CBO# ypOBEHb.

Ris Place Actors
Search Classes

Recently Placed . . ‘
Directional Light

Basic

| Lights Point Light

Cinematic
Spot Light
Visual Effects

Geometry Rect Light

Volumes

Sky Light
All Classes S

Pucynox 2.10 Light Classes uz Placement Actors

Kak u B cinyuae co Static Mesh Actors, Bbl MOeTe Bpalliarh 1
nepeMenaTh HCTOYHUKH CBETa ¢ MOMOIIbI0 (G1Zmo MM 3JIEMEHTOB
yopaBiieHUs: TpaHcopmauueil Ha mnaHenu Details. MoxHo
KOIUPOBATh, BCTABJIATH U AyOJIUPOBATH TAKUM K€ 00pa3oM.

CaoiicTBa cBeTa

[ToTparbTe Bpems Ha u3yudenue cBoictB Light Actor Ha manenu
Details. Ono npemyiaraet BapuaHThl SPKOCTH, TEHU U 1IBeTa. MHOTHE
W3 DTUX BapUAHTOB SIBJISIOTCS YHCTO BU3YaJbHBIMU, B TO BPEMS Kak
MHOTHE U3 HUX TECHO CBA3aHBI C IPOU3BOAUTEIBHOCTBIO.
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JuHAMHYECKOe OCBellleHUEe ¥ MPOU3BOANTEIBLHOCTD

[TockoyibKy BBl HCHOJIB3YETE€ JMHAMHUYECKOE OCBEIICHUE,
OyIbT€ OCTOPOXKHBI C KOJUYECTBOM MCTOYHUKOB CBETa. XOTS
deferred renderer UE4 mo3BossieT mcnoiab30BaTh ropaszio 0oJibliie
JTUHAMUYECKUX MCTOYHUKOB CBE€Ta, YE€M METOJbl PEHIEPUHTa
NOPEAbIAYIIETO TOKOJICHUSI, OHHU SABJISIIOTCA  JOPOTOCTOSAIIMMU
s dexTamu, 0COOEHHO KOrja peub 3aX0UT O 3aTCHEHUH.

Tenu

JluHamuyeckue TeHU JTI00aBIISIIOT MHOT'O HAKJIAHBIX PacX0/0B
Ha pEHACPUHT, U Bbl JOJDKHBI HCIOJIb30BaTh HX SKOHOMHO.
3aTEeHEHHbIE TOYEYHBIE HCTOUHUKH CBETA SIBJIIIOTCSI CAMBIM JIOPOTHUM
BUJIOM CB€Ta Uil BHU3yalu3alldd M JOJDKHBI HCIOJIb30BaThCS
HanboJiee SKOHOMHO.

Panuyc 3aryxanus

Bbl Takke MOKeTe yMEHBIINTD painyc 3aTyxaHus (Attenuation
Radius) orneii HacTOJIBKO, HACKOJBKO O3TO BO3MOXKHO, YTOOBI
MOBBICUTh MPOU3BOJUTEIBHOCTh. AKTOpPHI BHE paauyca HE OyayT
3aTPOHYTHI CBETOM, U OCBEIIEHUE U TEHU OT 3TOI0 UICTOYHUKA CBETA
HE OYIyT BEIYUCIISTHCA.

2.8 Jlo6aBisienue npodueii IES

UE4 mnopaepxuBaetr 2D-npodunu IES nmist ToueyHbx W
MPOKEKTOPHBIX MCTOYHUKOB cBeTa. [Ipodumm IES mopynupyroT
SAPKOCTh CBE€Ta C TOMOIIBIO TEKCTYpbl, Cr€HEPUPOBAHHON U3
umnoptupoBanHoro ¢aiina IES. UE4 nocraBnsieTcsi ¢ HECKOJIbKUMU
npodusisamu [ES, win BbI MOXXKeTe UMIOPTUPOBATH COOCTBEHHBIN B
Content Browser, kak 1 B ciiy4dae C JIIOOBIM IPyTUM THIIOM KOHTEHTA.

Cuena mocie pa3MelleHUs HECKOJbKHX HCTOYHUKOB CBETa
(pucynok 2.11). Heobxoaumo no6aButh HeKoTOpbie mpoduau [ES k
TOYEYHBIM MCTOYHHKAM CBETa, UTOOBI CleNaTh UX HEMHOIro Oojee
uHTepecHbIMU. Bbl MokeTe HaliTu cBoiicTBO IES Ha manenu Details,
Korja HactpauBaete Light Actor Ha cBoem ypoBHe.
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Pucynox 2.11 @uuanvnas cyena ¢ Editor co 6cemu uemvipoms
Viewports, nacmpoeHHbiMu Ha nepcneKxmugy, Ymo no3eo.isem
8UOemb Ypo8eHsb 80 8peMsi pabomvl 8 HeCKOIbKUX NPOEKYUSX

3akiroyenue

Wcrounuku  cBeTa, MaTepuajibl M  aKTOPOB  MOXKHO
neperackuBaTh M yJalsTh, KONUPOBAaTH M  IEpEeMENIaTh,
MOBOPAYMBATh U MACIITAOMPOBATH TaK K€ JIETKO, KaK U B TIOOMMOM
3D-npunoxenun. Ilocrpoenue ypoBueir B UE4 — 310 Beceno u
WHTEPAKTUBHO, U MOJYYUTh OTJIUUYHYIO HACTPOUKY OCBEIICHUS OUCHb
jerko ¢ moMoiibio Atmospheric Fog u Skylight.

VIMeTh TTOTHBIM KOHTPOJIh HAJl BUPTYAJIbHBIM ITPOCTPAHCTBOM U
CO3/IaBaTh YTO-TO 0€3 KaKUX-TUOO peajbHbIX OTPAaHUYCHUN, KpOME
MPOCTHIX TPeOOBAHUMN CTEH U TOJIA.

3 CO3JJAHUE UHTEPAKTUBHOCTHU C BLUEPRINTS
Bpl co3manu CBOW IIEPBBIA IIPOEKT, HANOIHWIM MHUDP H
YCTAaHOBUJIM HEKOTOPBhIE MCTOYHUKU CBETA M PEKBU3UT, YTOOBI OH
BBITIIAIENT KpacuBO. UTOOBI chenaTh MPOEKT SKCTPAOPAUHAPHBIM,
HY>XKHO 100aBUTh €My MHTEPaKTHUBHOCTH. [lalee paccMoTpum, Kak
co3/1aTh nepBbie kKiaacchl Blueprints, HacTpouTs nepBeiit Game Mode
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N 3aCTaBHUTHb IMOJIB30BATCII IICPCMCIIATHCA 110 MHUPY C IMOMOIIbIO
CHUCTEMBI BBO/JA.

3.1 Hactpoiika npoekTa

TpeOoBanus mpoekTa BKIIOYAIOT BHUA OT MEPBOrO JUIA U
IBIKEHME B cTUIIe X0A60b1. CO3/JaHKE MEPCOHAXKa OT MEPBOTO JIUIA
U JABWKEHUS 110 TUMY XOAbOBI — 3TO TO, uTo Unreal Engine MoxeT
CHENAaTh JICUCTBUTEIBHO XOPOIIIO.

Ynpaowcnenue 4. Hacmpouka npoekma

Cuauana co3pnaiite naBH, Blueprint Class, koTopblii mojiy4aet
BXOJIHbIC JlaHHBIC, OoOpabaTwhiBacMmble Kiaccom Player Controller,
KOTOpPbI BBl HayyuTech JenaTh IMO3Xe. Bbl co3gaaute
noJyib3oBarenbckuil kiacc Game Mode, 4TOOBI OMpenenuTh STU
KJIACChI KaK 3HAUYECHUS 110 YMOJIYAHUIO JJIS BALIETO MPOEKTA.

C stumMu 00BEKTaMU BBl CMOXKeTe pa3mecTuTh Player Start
Actor, 4TOOBI OmIpeAeNuThb, TJ/E Ball IMOJIb30BATENb OyAET
CIIABHUTHCSI, KOTJa OH 3arpy3UT 3TOT YPOBEHb.

B KoHII€ ri1aBbl Balll TaBH CMOXET IJIABHO XOJIUTh IO YPOBHIO,
UCCIIeNYsl BCE BOKPYT U O3UPASICh.

IIpouiecc HacTpoliku st co3nanus Game Mode, B KOMIUIEKTE
c Player Controller, oroOpaxxeHreM BXOJHBIX JAHHBIX U TaBHOM,
JOBOJILHO JTUTENbHBIA, Bbl moimere, kak UE4 oOpabatwiBaer
BXOJIHbIE JIAHHBIE M KaK OH OXHUJIA€T OT BaC MEPEMEUICHUS] CBOUX
noyib3oBaTenerd. Bbrl Takke CMOXKETe MEPEeHECTH 3TOT KOHTEHT B
HOBBIW MPOEKT, YTO MO3BOJIUT BaM Pa3BUBATh CBOIO pabOTy MO Mepe
n00aBICHUS BO3MOKHOCTEU K BaIllUM COOCTBEHHBIM
WHTEPAKTUBHBIM BU3yaIH3aIlUSIM.

Haxatue kHonku Play

Haxatune knonku Play B Editor 3amyckaer Bamy wurpy B
crienrabHOM pexkume 1o HazBanueMm Play in Editor (PIE), kotopsrit
UCIIONB3YEeT YK€ 3arpyKEHHbIE AaCCEThl, YTOObBl MTIHOBEHHO
3alyCTUTh MUP U 3aCTaBUTh BAC UTPaTh KaKk MOXKHO ObIcTpee. ITO
daHTacTUUECKUN CHOCOO MPOTECTUPOBATH Balle MPUIIOKEHHE 0e3
HEOOXOIMMOCTH KaXIbIM pa3 3arpy»KaTh €ro ¢ HyJIsl.
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3.2 PesxxuMbl UTPHI

Br1l MmoxkeTe BbiOpaTh Option cripaBa oT kHONKM Play, 4T0o0bI
OTKPBITh HEKOTOPHIE JOMOTHUTEIbHBIE (YHKIIMN — PEKUMBI UTPBI
(Play Mode; pucynok 3.1).

PexxuM o ymoayaHuio — 3anyck urpel Ha Selected Viewport.
Brl Ttakke moxere 3amyctuth ero B New Editor Window. D10
MOJIE3HO, €CJIU Ball Viewport CKPBIT WK Bbl XOTUTE MPOTECTUPOBATH
€ro B ONPEICIICHHOM Pa3pelICHUU U COOTHOIIEHUH CTOPOH.

Briobop Standalone Game 3amyckaer ChIpyr0 COOpKY Ballei
UTPBl U3 KOMAaHJAHON CTPOKHU. ITO 3aHMMAET OOJIbIlle BPEMEHH JJIs
3amycka, ueM PIE (koTopslil paboTaeT mouTu MrHOBEHHO), HO J1aeT
Oonee TOYHOE TIPEACTaBIEHHE O TOM, Kak Bamie (UHAIBHOE
NpUJI0OKEHUE OyJET BECTU ce0s BHE PEIAKTOPA.

> Al

Play Launch
Modes
v P> Selected Viewport
P> Mobile Preview ES3.1 (PIE)
P New Editor Window (PIE)

P standalone Game
P Simulate

urrent Camera Location

efault Player Start

Multiplayer Opt
Net M e

Pucynox 3.1 Ilapamempor PIE

Simulate — 53T0 WHTEpEeCHBIH PEXHUM, KOTOPBIA 3aITyCKaeT
urpy, Ho He mnopoxpaaer tunuuHeiii Player Controller u mnaBH,
OCTaBJIsii BaM CBOOOJAY WHCCIENOBaTh YPOBEHb, MOCKOJBKY OH
paboTaeT 0e3 orpaHMYCHUH, HAJTO)KEHHBIX HA OOBIYHBIC TTABHBI.

[Tocne BbIOOpa OJHOrO M3 ATUX NapaMeTpoB KHomka Play
U3MEHUTCS] B COOTBETCTBUU C MTOCIEIHUM BBHIOPAHHBIM PEKUMOM.

Ecau Bbl XOTHUTE U3MEHHUTH pa3perieHus U ApPyryue mapaMmeTphl
3amycka, BbiOepuTe Advanced Settings. Ilocne 3toro otkpoertcs
nuanoroBoe okHO Editor Settings, B KOTOpOM BBl CMOXETE U3MEHUTh
ux.
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Default GameMode

Haxxatue kHonku Play Ha ypoBHE B 3TOT MOMEHT ciaBHUT PC
0 YMOJIYaHMIO M TaBH, M IO3BOJIIET BaM JieTaTh IO YPOBHIO,
UCIIOJIb3YSl JIETAIOIIET0 MEPCOHAXKA C UTPOBBIM YIPABICHUEM. DTO
GameMode o ymonuanuio B UE4.

GameMode — »3T0 K1acc, KOTOpEIN onpeaeseT, kakou Player
Controller, Pawn u apyrue kimaccel OyayT HCIOIB30BAaThCS MPHU
3aIyCKe UTPHI.

OOparuTe BHHMaHHE, YTO B 3TOM pPEKHUME BBl SBISICTECH
MIOJIHOLICHHBIM TI0JIb30BATENIEM C PEAKIUSIMU Ha CTOJIKHOBEHHS H
busuky, B omimune Viewpoint B Editor, rae Bel paccMmaTpuBaeTech
Kak npu3pak. OHAKO BbI TAK)KE MOXKETE JIETATh U JABUTATHCA OYCHb
OBICTPO. DTO HE COBCEM MOIXOJSIIUN CIOCO0 JIsi UCCIECA0BAHUS
COOCTBEHHOT'O MHPA.

Br1 nomxHBI co3aathk coocTtBenHbI Pawn, PC u GameMode, a
3aT€M Ha3HAYUTh UX CBoemy IpoekTty. Ilociie 3Toro Bl CMOXETE
00OWTH CBOM yPOBEHb TaK, KaK OINpPEJICICHO B 00JaCTH MPOECKTA.

3.3 Co3znanmne Pawn

Kimacc, koTopwlii  mpeacTaBiseT  Bamie  (Pu3MUecKoe
NpUCYTCTBUE B Mupe, — 3T0 Pawn. Pawn ymnpasnser (Gu3nkow,
CTOJTKHOBEHHUEM W B3aUMOJCUCTBUEM C MHPOM, U JAPYTUMH
YYaCTHUKAMH YPOBHS.

Pawn — sto Blueprint-kiaccel. OHU comep’aT KOMIIOHEHTHI,
nepeMeHHble U Event Graph. UToObl co3maTh €ro, BBINOJHUTE
CIEIYIOIINE JCUCTBUA.

Ynpaowcnenue 5. Cozoanue Pawn.

1.  Bridepure Add New B Content Browser u Blueprint Class
(pucyHok 3.2).
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Bhorperes ase special Assets (it provide 8 Futive, node Dased mierlace It Cas Be uted 15 Create e types of Actors

and scrgt bevel evenss, vm;m\munwu,mmwnw o quackdy Coeate a0 erace garmepiay o
et Unvesl (oo wethont ever

MmSweAl €5 & Comest » Exampie]l » Blueprints

ol

Pucynoxk 3.2 Cozoanue nosoco accema Blueprint ¢ Content
Browser

2. Boibepute kHonky Character B OTKpbIBIIEMCS
nuaigoroBoM okHe Pick Parent Class. Kiacc Character — 3T10
YIIYUIICHHBIM KJIacC TaBHA, KOTOPBIM pabdoTaeT MJisl MIUPOKOTO
CIIEKTpa MPUIO0KECHUN IMEPCOHAXKENU OT IEPBOrO U TPETHETO JIMILA,
MO3TOMY OH WJEAIbHO MOJIXOAMT JJIA HYXKJ 3TOr0 MIPOEKTa U
HYKOHOMHUT MHOT'O YCUJIUH C Ballleid CTOPOHBHI.

3. Hazosurte cBoit accer. B qanHOM mpoekTe BRIOpaHO UMs
BP Interior Pawn, cnegyss OOLIENPUHSATHIM COTJIAIIEHUSM 00
umenoBanuu UE4 (pucyHnok 3.3).

I AddNew~ L Iimport [®SaveAll & 5 P Content » Examplel » Blueprints

- > & i<~

4 s Content
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Pucynok 3.3 Cozoannvii u nazeannsiii BP_Interior_Pawn
Blueprint Asset ¢ Content Browser

4.  JIBaxkIbl IMICJIKHUTE O aCCETy, YTOOBI OTKPHITH Blueprint
Editor.

5. Brwibepute kommnoneHt BP Interior Pawn wu3 cnucka
Components u yoeautech, uto Ha toolbar BeiOpana Class Defaults
(pucyHok 3.4).

s 0- B2 W B * P ===

R

Pucynox 3.4 3uauenusn no ymonuanuro knacca Pawn,
omobpadcaemvle 6 Blueprint Editor

3.4 Hactpoiika View Height noab3oBartesns

UT0OBI YCTAHOBUTH TOUYKY 3PEHUS MOJIH30BATENS HA Pa3yMHYIO
BBICOTY, BaM HYXHO HacTpouTh Base Eye Height Bmectre ¢ Half
Height y Capsule Component.

YpoBeHb TJ1a3 MOJb30BATENIA yCTAHABIMBAECTCS  IyTEM
noo6asnenus corictBa Base Eye Height co cBoiictBom Half-height y
Capsule Component. Bam Hy»>KHO HACTPOUTH 3TU MAPAMETPHI KaK JJIsI
JOCTHI)KEHHMSI HY>XHOM BBICOTBI, TaK H JUIi CTOJKHOBECHHS
M0JIb30BATEJIS.

PeryaupoBanue Capsule Component
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Pawn wucnonas3yer Capsule Collision Component s
MMUTAIMU TeJla Mojb30Bartesisa B Mmupe. Bol Moxere yBuaeth Capsule
Component Ha BkJIajake Viewport U B CHHCKE KOMIIOHCHTOB
(pucyHok 3.5 naniee B 3TOM TJIaBe).

Brioepute Capsule Component u3 chnucka KOMIIOHEHTOB,
4TOOBI MOJYUYUTH JOCTYI K ABYM ero nepemeHHbiM: Radius u Half-
height. Kak cnenyer u3 Ha3BaHUs, MOJYBBICOTA MPEACTABIAECT COOOM
paccrosinue oT mojia Ao cepeaunbl Capsule Collision Component.
DTO 3HaAYEHUE IO YMOJIYAHUIO COCTABIIAET 88 cm, min 176 cM (0KOJI0
5°9”) oT mojia 10 Bepxa Kalcyjbl. DTO HU3KO Jis OOJIBIIMHCTBA
J0JIe, HO Jydllle OMMUOUTHCSA HEMHOI'O, YeM IO3BOJUTH T'OJIOBE
MOJIb30BATENS 3ALENUTHCS 32 ABEPHBIC MPOEMbI U CBETUIILHUKU. BbI
MOXETE COXPAHUTh 3TO 3HAYECHHE IO YMOJIYAHHUIO.

Hactpoiika Base Eye Height

UE4 BblyucnsieT BBICOTY B3MJIAa MEPCOHAXKA, J00aBIss
ceorictBo Half-Height Capsule Component k Base Eye Height,
YTOOBI MOJYYUTh OKOHYATEIIbHYIO BBICOTY.

3HayeHue 0a30BOM BBICOTHI B3IJIsi[a MO yYMoJUYaHuio 64 naer
BBICOTY BcCero 152 cM, 4YTO KaXeTcs CIMIIKOM HHU3KUM JUIs
OOJIBIIMHCTBA Jto/ieil. CpeaHsisd BhICOTA TJ1a3 Y MYYUH COCTABIISIET
okoJio 175 cm, a y xkeHmuH — okojo 160 cm. Ilens Ha 168 maer
MOYYBCTBOBATH pa3HUILy, ocTaBiiss ee B 80 cMm Base Eye Height.

UtoObl BepHyThCS K cBoiicTBaM kjacca Character 1o

YMOJIYAHUIO, HIETKHUTE Ha KOpPHEBOU KOMIIOHEHT
(BP_Interior Pawn) B ciucke KOMIIOHEHTOB U ycTaHOBUTE Base Eye
Height pasHoii 80.

HUcnoan3oBanune Controller Rotation Yaw

Crnenyrorias HaCTpoiKa B KJjacce Hy»Ha, YTOObI 3HATh O TOM,
Kak OyJIeT ONpelesaThCs MOBOPOT B3TJISAA TMOJIb30BaTeNsA. Yaw —
ATO BpalllEHHE MOJb30BATENS MO OCH Z, KOHTPOJIUPYIOIIEE, KaK OH
MOBOPAYMBAETCA BJIEBO U BIPABO.

Movement component He yIpaBJsieT BpallleHUEM; 3TO JeIaeT
Player Controller. Kpome TOro, mockoiabKy Bbl HE XOTUTE, YTOOBI BCS
KarcyJa Kadallach BBEPX U BHU3, KOTJa Bbl CMOTPUTE BBEPX U BHU3,
BBl HCMOJIB3YETE TOJIBKO Yaw (BpaleHnue mo ocu Z), ocrasisisi Pitch
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71 OPUMEHEHHS K KaMepe, KOTopas SBISETCS POJIUTEIHCKUM
IIABHOM.

Hanmynune 1ByX KOMIIOHEHTOB, HE3aBHCHUMO OOpabaThIBAIOIINX
pitch u yaw, mno3BojsieT H30€XaTh WHTEPAKTUBHOM MPOOIEMBI
Kamephl, oObIyHO M3BecTHOUM kak Gimbal Lock, korma kamepa He
MIOJIJICP)KUBAET TOPU3OHTAIBHYIO CTAOMIIBHOCTD IIPU BpAIllCHHUH.

Bxmouenne Controller Rotation Yaw aBromarudecku
cooTHOoCcHT Yaw o0nekta Pawn ¢ Control Rotation Parameter y Player
Controller.

3.5 Hacrtpoiika Movement Speed

Komnonent CharacterMovement oTBe4aeT 3a mepeMelieHue
MEPCOHAaXKa MO CLIEHE U YIPABICHUE COCTOSIHUSIMU JIBUKEHUSI. 3]1€ChH
HaXOJATCSI HACTPOMKH MO YMOIYaHUIO, OTHOCSIIIUECS K JIBUKCHUIO
MEepCOHaXka, TaKhe€ KaK CKOPOCTb XOALOBI, PEKUM JIBUKEHHUS 10
YMOJIYaHUIO U TaK JaJiee.

Haiimure kommonent CharacterMovement Ha IaHeIH
Components u BbIOepuTE €ro, 4ToObl MPOCMOTPETh CBONCTBA MO
yMondaHuto Ha mnaHenu Details (pucyHok 3.5). Bbl Moxete
dbunpeTpoBaTh nanenb Details ¢ moMoIbI0 CHMBOJIA TJ1a3a PSAJIOM CO
CTPOKOM MOMCKa B BepXxHeH yacTu nmaHenu Details.
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Pucynoxk 3.5 Hzmenennwvie ceoticmea CharacterMovement
Component

BaMm He Tak y MHOTO HYKHO U3MEHHUTH JUJISI 3TOTO MPOCTOTO
MpOEKTa, HO OOpaTUTE BHUMAaHUE, YTO BapUAHTHI OOIIMPHBI, U BbI
MOYKETE HUCIOJb30BaATh UX JJISI CO3JAHHUSI TOHHBI PA3JIUYHBIX TUIIOB
JIBUKECHUH, OT IOJIETA JI0 MMAJACHUS], TIJIABAHUS U JIA3aHHUS.

Max Walk Speed

[To yMoOM4YaHWIO TIOJB30BATENIb JOJDKEH JBUTAaThCA  CO
ckopoctbio 600 cMm B cekyHay (13 munp B 4ac). YCTaHOBUTE 3TOT
napameTp rae-To B auara3zone 150—175 ans MemieHHOU nporyJiKy.

Braking Friction u Deceleration

JI1st 3amMeieHns iepcoHa)xa JOCTYITHBI IBE€ HACTPOMKU, U 00€
0 YMOJIYaHUIO UMEIOT BBICOKHE 3HAYEHUS (TTPEATIOIOKUTENBHO, IS
UTp C OBICTPBIM JIEUCTBUEM, TJIE JIFOJU XOAAT CO CKOPOCTHIO 6 METPOB
B CEKYHIY).

Ycranosute Braking Friction Factor 1, a Braking Deceleration
Walking — 0.0.

DTO MO3BOJISIET MOJIB30BATENIO MPUNTH K MJIABHOM OCTAHOBKE,
a He K pe3Koil, HeOOXOAUMOW B OOJIBIIMHCTBE WUTP ISl TOUHOTO
YIIPaBJIEHUS. DTO JIMYHOE MPEANOUYTEHUE U JEMOHCTPALIHS TOTO, KaK
Bbl MOXKETE JICUCTBUTEIIBHO HACTPOUTH «OUIYLICHUE» BAaIlETO
nepcoHaxa, ucnodib3ys kiaacc Character.

Tenepp, Koraa Bbl CO3MAJIM U U3MEHUIIA CBOM KJacC CIIaBHA,
COXPAHUTE €T0, MPEXKAE YEM MPOJIOIKNTH. [IoMHUTE, YTO BHOBB
CO3/IaHHBIC ACCETHhl HE 3aMUCHIBAIOTCA ABTOMATUYECKH Ha JIUCK,
MO3TOMY BBI JOJIKHBI COXPAHUTh UX BPYUYHYIO.

3.6 IlpuBszka BBOJAA TaHHBIX
[Tpusszka BBosa naHHbIX (Input Mappings) — 3To mapameTpbl
BCETO MPOEKTa, KOTOPhIC MO3BOJISIIOT HACTPAauBaTh OOIINE COOBITHS
BBOJIa, TAKHUE KaK IICITUYKH MBIIIN WA HAKATUS KJIABUIIL, U MOJy4aTh
K HUM noctyn u3 Blueprints.
UtoObI moy4uTh AOCTYM K Input Mappings, nepeiiure B MEHIO
Edit u Be16epuTe mynkt Project Settings.
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Bribepute Input B neBom cronbie (pucyHok 9.6), 4ToOBI
npocMoTpeTh Input Mappings.

3.7 Action u Axis Mapping

Action Mappings — 3T0 oAHOpa30BbIC COOBITHUS, BHI3BAaHHBIC
COOBITUSIMH OJHOTO JACHCTBUS, TaKUMU KaK Ha)KaTUE KHOIOK U
IIETYKU MBIIIHA. DTU COMOCTABJICHUS CpadATHIBAIOT 32 OJIUH THK.

Axis Mappings TpeACTaBIsIOT €000 COOBITHS, KOTOPHIC
MOTYT UMETh YMCJIOBOE 3HAUCHHUE U CIIOCOOHBI BHI3BIBATHCA OT KaJipa
K Kaapy. OT0 ObUIO OBl MOXO0XKE Ha TO, KaK OBICTPO BBl XOTUTE
JBUTAThCS BIIEpE] WM TOBEPHYTh HaJIEBO WJIM HampaBo. Hx
Ha3piBalOT Axis Mappings, TOTOMY 4YTO OHH TPaJAUIIMOHHO
OTHOCHUJIUCh K HUTPOBBIM JHKOMCTHKAM, KOTOpPBIC OMPENETSINn HX
JIBIOKEHHE 10 CBOCH OCH.

B coBpemeHHBIX MHTEepdeicax 3TO MOXKET OBITh KOJIUYECTBO
MTUKCEJICH, IMepEMEIICHHBIX MBIIIBIO B TIOCJICIHEM THKE, HAXKaTOW U
yACp)KUBAEMON  KJIAaBUIIEH WM  TOJOXKEHHEM  aHaJOTOBOTO
JHKOMCTHKA HA TEUMIAJIE.

Jlns mepeMeleHus U BpallleHUs IOJIb30BaTeNsl Bbl OyneTe
UCIIOJIb30BaTh UCKIIIOUUTEIBbHO AXis Mappings.

Hacrpoiika Mappings (oTo0paskeHuin)

MaccuB Axis Mappings coctouT u3 cnucka Mappings.
Kaxnpiit Mapping umeet Label 1 MaccuB BXOJIHBIX TaHHBIX, KaXKIbIH
U3 KOTOPBIX UMEET 3HaUeHue Scale.

Label — 310 To, Ha uTO cchumaeTcs Mapping B Blueprints. Bur
MoxeTre Ha3Bath 3ToT Label kak yrogno: Walk, Turn, EatShrimp.
Het HHKakoro ycTaHOBJIGHHOTO cTaHAapTa. Bee, 4To BbI Ha3HauaeTe
TOMY TIOJIFO, CTAHOBHUTCS JOCTYNMHBIM B kadecTBe Input Event u
nepeMeHHolt Axis Value, kotopasi nerko noctynHa B Player
Controller.

Kaxnpiii uMeHoBaHHBIA Input AXiS MOXXET MMETh HECKOJBKO
Bxon0B. Hampumep, Mapping «MoveForward» Moxer uMeTh
Ha3HayeHHble Kak wiaBumm W, tak 1 S. Y wimasumu S Scale -1,
toraa kak y W Scale +1. 910 o3Hauaer, 4To, KOTJa 3TO COOBITHE
BBI3BIBACTCS MOJIB30BATENEM, HaXXUMaromuM W, OHO BO3BpalllacT
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3HaYeHue 1, a moab30BaTENEM, HAXKUMAIOIIAM S, BO3BpalacT
3HaueHue —1. Takum 0O0pa3zoM, BBl MOXKETE CTPYIIIUPOBATH BXOHBIE
JIAaHHBIE, YTOOBI N30€KATh CIIUIIIKOM OOJILIIOTO KOJIMYECTBA COOBITUHN
B BaIlIEM UTPOBOM KOJIE.

[Ipexxne yeM mpoaoSKUTh, HacTpouTe Input Mappings Tak,
yTOOBI OHM BBITJIS/ICNIM Kak Ha pucyHke 3.6. Hactpoiiku B Project
Settings IIPOEKTa aBTOMATHUYECKU COXPAHSAIOTCA B
KOH(PUTypanmoHHbIX ¢aiiyax MmpoekTta. Bam He HYyXHO Ha)XMMAaTh
Save, KOrJa Bbl 3aKOHUYMTE; Bbl MOXETE IPOCTO 3aKPbITh OKHO
HACTpOEK.

PT g —

Project “Engine - Input

Game

Engine

‘. +0
R
I+ *
T *
- T - *
T *
>

Pucynok 3.6 {luanoe nacmpouxu Input Mapping

3.8 Input Device Flexibility

Eme oaHuM mNpeuMymecTBOM TakOW HACTPOMKHA BBOJA
ABJSICTCS BO3MOXHOCTH  HCIIOJIb30BaTh BBOJ C HECKOJBKHUX
YCTPOMCTB B €AuHOM Buze. Haxxatue Enter MOXET BBI3BATH TO XK€
COOBITHE, YTO U HaXaTWe KHOMKM X Ha TeMIafie WIM MIETYOK
ITPaBOM KHOIIKOM MBIIIH. JTO IMOJHOCTHIO 3aBUCUT OT BaC.

N3-3a stoii ruokoctu UE4 He mocTaBisieTcst ¢ HACTPOMKaMHU 110
yMonuaHuto. Bbl Moxere caenath Input Mappings TO4YHO B
COOTBETCTBUU C TMOTPEOHOCTAMHU Balleid CUCTEMbl BBOJA. OTH
HacTpoiiku xpausarcs B ¢paiine Saved/Config/DefaultInput.ini Bamero
MPOEKTa, U Bbl MOXKETE€ UMIOPTUPOBATH U IKCHOPTUPOBATH €TO C
MOMOIIIbI0 KHOMOK B HHTep(eiice Project Settings wnm myrem
KOMUPOBAHUA M BCTABKM TEKCTOBOTO COAEPKHUMOTO H3 APYTHUX
BXO/JIHBIX (paiisioB.
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Co3nanue Player Controller Class

Tenepsp, Korma y Bac ecTh nmaBH U HacTpoeH Input Mappings,
BaM HY>XKHO coOpaTh UX BMecTe. XOTS Bbl MOKETE TTIOMECTUThH CBOIO
JIOTHMKY BBOJA W JIBUKEHHUS HEMIOCPEICTBEHHO B KJIACC MaBHA, 3TO HE
JTy4dIui madJIoH TPOSKTUPOBAHMUSI.

s storo y Bac ecth Player Controller. Kak cienyer u3
Ha3BaHUA, OTHOU M3 ocHOBHBIX PyHKuumii Player Controller siBisiercs
00paboTKa BXOAHBIX JAaHHBIX OT MoJib3oBarens. [loMmHute, yTo mpu
3anycke npuiioxkenust UE4 Bcerga ects Player Controller, mostomy
3TO OTJIMYHOE MECTO ISl pa3MeIIeHUs KoJia, KOTOPBIA BCeria
TOJDKEH paboTath, HApUMep, 00paboTKa BXOIHBIX TaHHBIX.

Cozpnarnite cBoit Player Controller Touno Tak xe, kak Pawn u
GameMode, koTopeie BBl CHEJaIM paHbBIIE, MICIKHYB IPaBOi
kHonkoi meimm B Content Browser m BeiOpaB myHKT Blueprint B
MmeHro Create Basic Asset.

Bri6epute knacc Player Controller B okne Pick Parent Class u
Ha30BUTE BHOBb co3gaHHbiil acceT BP. UE4Viz PlayerController.

O0s13aTENBPHO COXPAHUTE CBOM acCET Ha JAUCKE B MIEPBBIN pas.

Jlo0aBaenue Input ¢ Blueprints

Tenepsp, korma BBl ONpPENENTUIM BCE BXOJHBIE 3HAYCHUS,
KOTOpbI€ BaM HYKHBI, BBl MOXKETE€ HayaTh HUCIIOJIH30BaTh UX IS
yOpaBJieHUs COOBITUSIMU B Ballleil Wrpe C TMOMOIIBIO CIIEHApHEB
Blueprint. Haurem ¢ otkpeitus Blueprint Editor. Ber nemaere ato,
KaK ¥ BoO MHOTUX penakTopax B UE4, mpocTo ABaXbl MIEIKHYB Ha
cBoii accet Player Controller B Content Browser.

Korpaa Bam PC oTkphIT, Bam Hy>kHO n00pathes 10 Event Graph
qTOOBI HaYaTh HAITMCAHHE KOoJa 00paOOTKM BXOMHBIX JaHHBIX. Ecim
B okHe Blueprint Editor orcyrctByer Event Graph u BBepxy
oToOpaxkaeTcsi COOOIIeHHe O TOM, 4TO 3TO ToJibko Data Only
Blueprint, Bam Hy»xHO0 HaxkaTh kHonky Open Full Blueprint Editor,
qToOBl yBHJIETh MOJHBIA wHTEepdetic Blueprint Editor. Korna on
OyJzieT IOoCTyIIeH, nepeiauTe Ha BKkiIaaky Event Graph.

Jlo0aBaenne Axis Events

Bam nyxHO omnpeaenuth Input Axis Mappings, KoTopbie
HacTpowsiu panee. Korna cpabateiBaet oaun u3 Input Axis Mappings
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(OOBIYHO MPH BBHIMOJIHEHUH MMOJIB30BATENIEM BEIOPAHHOTO JACHCTBUS),
OHO 3aIyCKaeT COOBITHE, HOCTYIl K KOTOPOMY MOHO MOJYYUTh U3
Blueprints. 910 Ha3biBaeTcsi Axis Event, U oHO mepemaeT OaHY
nepemeHnyto: Axis Value.

Axis Value mpencraBisieT 3Hau€HUE BBOJA, YMHOXKCHHOE Ha
Scale, xoTopoe BbI yctaHoBwin B Input Mappings dialog (cm.
pucyHok 9.6). Hrak, Haxxatme Ha W 3amyckaeT input event,
Bo3Bpataroniuii 1.0 B reuenue kaxaoro Tick ynepxuBaHusi KHOIKH,
U HOXaTHE S TakKe 3aIycKaeT input event, HO BO3BpallaeT 3HauYeHNe
—1.0 motomy, uto Mapping ycranaBinuBaet Scale value —1. Takxke
9TU 3HAYEHHUS SBJISIIOTCSI COBOKYITHBIMHU, eciii Player Haxkmer W u S
OJIHOBpEeMEHHO, input axis value BepHer 0 MOTOMY, YTO BBOBI
OTMEHAIOT JIPYT JIpyTa.

KnaBpuiy Ha KjIaBuUatype, KOHEYHO, IU(PPOBBIE W MOTYT
BepHYTh ToJIbKO 1 miu 0. Tem He MmeHee Axis Value moryT paboraTh
C AHAJIOTOBBIM JMBAWCOM, TaKUM KaK redmmaj, KOTOPhIA MOXKET
BEpHYTH JIt000O€ 3HaueHue mexay —l m 1 mo xaxmoi ocu, Wi ¢
BBOJIOM MBIIIbIO, KOTOPBIA BO3BpaIlaeT KOJUYECTBO IHKCEIEH,
MPOMAEHHBIX MBIIIBIO C TMOCIECIHETO MOMEHTAa CYMTAHHOTO BBOJA
(uHorma HaszpiBaeMbIx input delta, win pasHune Mexay AByMs
BBIOOpKaMH). DTa HACTpOMKa TO3BOJISAET MHOXXECTBY Pa3IMYHBIX
TUIIOB BBOJOB HCMOJIb30BAaTh OJHY U TY K€ KOOPJAWHATHYIO OChb, U
COOTBETCTBYIOIIEE COOBITHE, YIIpoIlast KoJ 00pabOTKH BBOJIA.

s no6asnenust Axis event B Bamn Player Controller, HaxxmuTe
npaByro kHomky Mbimm B Event Graph’s Graph Editor u naiimure
AXxis name, onpenenennoe Settings (pucynok 3.7). IIpocro HaunmTE
nevyararh, ¥ CIUCOK Oy1eT OTPUILTPOBAH TUHAMUYECKHU.
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All Actions for this Blueprint

MoveForward X

4input
4 Axis Events
<> MoveForward
4 Axis Values

| t MoveForward ]

Pucynox 3.7 Ilouck Move Forward Axis Event ¢
UCNIONIb30BAHUEM KOHMEKCMHO20 MEHI0, O0CMYNHO20 NPU NPAGOM
kiauxe 6 Blueprint Event Graph

Jlob6aBbpTe COOBITHS IS KaXKIOTO0 M3 BalllMX JBMKEHHM AXIS
Mappings: MoveForward u MoveRight (pucynok 3.8). Jlo6aBbTe
emte aBa 1yt Rotation Mappings: LookUp u LookRight.

& InputAxis MoveForward

O

Axis Value O

lslﬁnpumxis MoveRight
O

Axis Value O

“$ InputAxis LookRight L
O

Axis Value O»

& InputAxis LookUp
D

Axis Value O

Pucynox 3.8 Jlobasnennvie Axis Events

OO6paTtute BHUMaHUE Ha BBIBOA AXis value Ha pucyHke 3.8. OHO
BO3BpAIlaeT 3HAUYCHHUE C TUIABAIOIIEH TOUKOM, KOTOPOE MPEICTABIISET
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Player input value macmrabupyemoe Input Scale Ha3HaueHHBbIN B
Input Mapping.

IToBopoT B3I 1A

Bpamate none o63opa jerko. bmaromaps Character Class, ot
KOTOPOTO BBl Hacleayere Bam Pawn, Bam J0OCTaTOYyHO BpaliaTh
Player Controller (momuaute, yto Bam Player Controller ynpasinset
M0JIEM 3pPEHUs), U B30p OYyJET cleI0BaTh 3a HUM.

[Tockonbky 5TO 4acto wucnosbzyercss, UE4 npennaraer
HeckoybKo ObicTphiX pemieHuid. Add Yaw Input u Add Pitch Input
IB€ TOTOBbIe (YHKIMH, MPUHUMAIOIINE BXOJHOE 3HAYCHUE W
3aMKUCHIBAIONINE M3MECHEHUE 3HAYCHUS BPAIICHHUS B TIEPEMEHHYIO
PC’s Control Rotation.

BrinosHuTe cieayronye mard JIJjs Co3AaHus 3TUX Y3JI0B.

1. Haxwmute npaBoii kHonkoi mbimu B the Event Graph u
HaiiauTe Add Yaw Input u Add Pitch Input.

2. Tlogkmrounte BbiBOA Exec Out (Oemast cTpesiaka B mpaBoi
yactu y3na) oT InputAxis LookRight Event u moakmtounTe ero k
Bxoay Add Yaw Input y3na Exec In (Genas ctpenka B j€BOil yactu
y371a), IepeTacKuBas U3 OJTHOTO B Ipyroi. Bel MoxeTe mepeTamuThb
BBIXOJIbI B JITIOOOM HAIpPaBJICHUH.

3. Coenunute BbIxoa Axis Value Bepmmsbl InputAxis
LookRight ¢ kontakrom In Val Bepminnast Add Yaw Input.

4.  TloBropute 3tu aevictBusa mig LookUp axis u dpyHKUIUH
Add Pitch (pucynoxk 3.9).

& InputAxis Lookright f Add Yaw input

» e — L ]
Axis Value @ ——— »

& InputAxis LookUp

Pucynox 3.9 3asepwennviti Rotation Input ckpunm



43

3.9 IlepenBu:xeHue MOJIb30BATEIA

JIBIbDKeHUE TI0JIB30BATEIsl HEMHOTO CJIOKHEE HACTPOUTh,
Hexkenu BpaimieHue o63opa. Player Controller momkeH cooONIUThH
o0bekTy Pawn o gBmwkenun. UToObl cmemath 3TO, BaM HYKHO
UCIIOJIb30BaTh MOJeNb CBsi3u Blueprint s mepegadyn BXOIHBIX
JAHHBIX Teposi B Pawn, 4TOOBI OH MOT IBUTATHCS.

Ccbuika Ha Pawn

Korga Player naxxumaer Ha omHo w3 Axis Mappings u
3aIyCKaeT 3TU COOBITHS, BBl XOTUTE, YTOOBI Pawn nBurascs. YToOs
cAenaTh 3TO, BAM HEOOXOAMMO CBSI3aThCA C HUM M TMEPBBIM IIaroM
nonyunuth Reference Ha Pawn.

bazoBeii PC-xitacc, ot xoroporo Bbl Hacienyerte Bam PC,
copepxkut  nepemeHnyro  Player  Character, 3amosHsieMyro
aBToMmatudecku ¢ Reference na Character Pawn, koTopoii Biajeer B
JAHHBIA MOMEHT. JTO MO3BOJISET BaM HAIPSAMYIO MOJIYYUTh JOCTYIl
k Bamemy Character u Jierko 100aBUTh BBOJI JIBHXKCHHUSI.

Brl MmoxkeTe mosyunuth cchuiky Ha Player Character, menknys
npaBoii kHomkouW Mbid B Event Graph u nalina Character Bo
BcrutbiBatomeM Action List. Bwibepure dynkmuo Get Player
Character.

Is Valid

Tak kak Player Controller moxer oOianath NpPaKTUYECKU
mo0bIM TUNIOM Actor B mupe, nepeMmenHast Player Character moxer
BEpHYTh NnoOne, €ciM OHa He KoHTpoiupyer Actor wimu Pawn,
HacnenyeMbiid oT Character Class.

Hcnone3yiite Is Valid branch, uTo0s1 yOenuTbes, 4To 3TOTO HE
npousoiner (pucyHok 3.10). Cuenapuii OyAeT NpPOAOSIKATHCS
TOJIBKO B TOM cityuae, eciu 3HaueHue Player Character is valid u ne
BBIJIA€T OIIMOKY MpH OOpaIlICeHUH K HEMY.
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& InputAxis MoveForward 2 IsVaid

P —————e [ EXEC Is Vahd D

Axis Value O @ Input Object Is Not Valid D

("] Get Player Character

Player lndex [0]  Retum Value @

Pucynox 3.10 Ionyuenue ccoiixu na Player Character u
npoeepKa e2o 8aIUOHOCHU

Bcernga mpoBepsiTh, KOTrJa «IojdydaeTe» apyrue Actor wuiu
Objects, KOTOpbIE HEHAAECKHO CYIIECTBYIOT B MHUPE.

Add Movement Input

Character Class yxe umeet pyHKIuu 115 nepemenienus Player
1o cuexe ¢ nomompo Movement Component. @yHKIHS Ha3bIBAETCA
Add Movement Input, HO BaM HY>KHO MOJY4YHUTh JOCTYT K HEW MHAYE,
YeM BbI JIETIaNIu.

Jlo cux mop Bbl HAKUMAJIHU MIPABOM KHOIMKOM MBI B Viewport
U HCTOJIb30BAIM KOHTEKCTHOE MEHIO Ui CO3/IaHMs y3JIOB. B 3TOM
MEHIO OTOOPaXarTCs TOJBKO T€ Y3Jbl, KOTOPbIE HOCTYHHBI s
Blueprint, B koTopoM on Haxoautcsi. Functions, Events u Variables,
KOTOpBIE XpaHATcs B Ipyrux Blueprints, 101KHBI OBITh JOCTYITHBI TTO
CCBLUIKE.

Jl7g 3TOro MmpoTSAHUTE IMPOBOJ OT CHUHETO KOHTakTa Return
Value u3 Get Player Controller B Graph Editor u otmycrture.
ITossBUTCS KOHTEKCTHOE MEHIO, 3amojiHecHHoe Functions, Events u
Variables, cBsi3aHHBIMH C YyKa3aHHBIM KilaccoM (pucyHok 3.11).
OOparuTe BHUMaHKE, YTO B KOHTEKCTHOM MEHIO HamucaHo Actions
taking a(n) Character Reference. D10 roBOpUT O TOM, UYTO BHI
YCIICIIIHO cchlaeTech Ha apyroiu Blueprint Class.
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< InputAxis MoveForward L2 1s Vald

' f Get Piayer Character

ayer Index [0 Return Value @

ng a(n) Character Object

f Add
4 Input

L Add Movement! '
AUt

Pucynox 3.11 Jlobasnenue Add Movement Input uz Character
Class Reference

Haitnure Add Movement Input m HaXxMuTe Ha HEro, YTOOBI
pasmectuth B Event Graph, monkimro4yuB, Kak IMoka3aHO Ha PUCYHKE

3.12

© InputAxis MoveForward
»

Axis Value O

| Get Player Character —

Pucynoxk 3.12 Pasmewennas ¢pynxkyusa Add Movement Input

Ha pucynke 3.12 oOpaTuTe BHMMaHWE HA CHUHUU TPOBOI,
coeaunstonuii yzen Get Player Controller ¢ Target Add Movement
Node. DtoT mnpoBoja mpeacraBiasier coboil cceuiky Ha Player
Character.

Get Forward u Right Vectors

Oynaknus Add Movement Input ncmosib3yeT MUPOBON BEKTOP
JUISl TIEpEMENIEHHsT BaIllero MepcoHa)ka. ITOT BEKTOP MEHSIETCA B
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3aBUCMMOCTH OT TOro, Kyna HampasieH Player, mnoatomy
HEOOXOJMMO BBISICHUTh W MCIIOJB30BaTh 3TO JUISl OMNPEICIICHUS
HanpaBJICHUS IBUKCHUA.

Bot rae pyukiuu Get Actor Forward Vector u Get Actor Right
Vector npumenstorcs. Onu npeodbpasyror world rotation B
HOPMAaJIM30BaHHBIE BEKTOPBI XY Z ISl KAXKI0TO HAIIPABJICHUS.

Kak u B ciyuae ¢ yz3nom Add Movement Input, BbI TOTKHBI
BBITSHYTh CcChUIKY M3 Return Value y3ma Get Player Character’s,
yTOOBI MOJYYUTh NOCTYN K cnucky ¢GyHkuuil. Halinure y3nel u
pasmectute ux B Event Graph (pucynok 3.13). Bbl MoXxeTe yBUIETD
cceuiku Kk Components m3 Character Class; yOeautech, dYTO
BBIOMpaeTe KOPHEBOM KOMIIOHEHT, KaK MOKAa3aHo.

© InputAxis MoveForward

] Get Player Character

Player index (0]

_ Actions taking a(n) Character Object

Refe ce

Pucynok 3.13 J[obasnenue ¢pynxyuu Get Actor Forward
Vector

Scaling Input

He BmaBasch CHJIBHO B BEKTOPHYIO MaT€MaTHKY, Bbl MOXETE
IPOCTO YMHOXKHUTH BEKTOP (TpU YKCIIA C TUIABAIOIIEH 3asTOM, TaKue
kak X, Y, Z) no Axis Value u3 InputAxis Events, macmrabupys
KQ)KJI0€ HAIIPaBJICHUE HA BBEJCHHYIO CYMMY.

[leperackuBanue coequnenus u3z Return Value y3na Get Actor
Forward Vector B Event Graph u oTmyckaHue, MO3BOJHUT BaM
YBUJIETh METOABI, JocTymHble misi Vector Reference. Haitnure
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*(cuMBOJ  3BE31bI), YTOOBI YBHIAETh JOCTYIHBIC (DYHKIUH
YMHOKEHU U BeIOepuTe vector * float u3 crircka (pucyHok 3.14).

O InputAxis MoveForward

Axis Value

TG Payer Characer

Play dex

f f Get Actor Forward Vector

Target

Pucynox 3.14 J]obasnenue mamemamuueckozo y3ua vector
float

3aTeM Bbl MOKETE MOJaTh MaclTabupyeMoe 3HaueHue Vector
Ha BxoaHble KoHTakThl World Direction ¢pynkuuu Add Movement
Input, 3aBepIuB Baill KOJI ABUKEHHUS Briepe]. BaMm HyKHO OBTOPUTH
stoT mpouecc i Move Right InputAxis Event. EguncTBeHHOE
OTJIMYUE COCTOUT B TOM, UTO Bbl 3ameHseTe PyHkuuio Get Actor
Forward Vector Ha y3en Get Actor Right Vector (pucynok 3.15).
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O InputAxis MoveForward

»
is Value @

TG Plyer Character

Playef Index Return Value @

" f et Retor Forward Vector

m Value @ 7

12 1s Vald

P Exec sVakd B

" Get Player Character
Player Index
7 Get Actor Right Vector

nVae @ —

Pucynok 3.15 3asepuiennuiii cyenapuii movement input
DTO BCe, YTO HYXXHO cienaTh, 4TOOBI MoyuuTh Bail Player’s
input anst Bpamenuss PC u nepememenust Player’s Pawn. Teneps
HY’KHO 3aCTaBUTh UTPOBOM MUpP MCTOJb30BaTh Bamu Classes, kornaa
BbI HAxkuMaete Play, u Bel OyeTe roToBbI K padore.

3.10 GameMode

GameMode Class — 3To MecTo, B KOTOpOE 3arisijibIBacT
JIBIKOK TpH 3arpy3ke ypoBHs (Level), yToObl onpeaenuTs, Kakoi
BbIOpaTh Player Controller, Pawn u npyrue HeoO0XoqumMbie KIacChI.

Ynpaosiwcnenue 6. Cozoanue GameMode.

Cosznmaiite HOBBIME GameMode ASSet, BHIIOJIHHB CICAYIOITHE
JEUCTBUS.

1. Haxwmure Add New button B Content Browser u
BeiOepuTte Blueprint Class

2.  Bwibepute Game Mode Base Class 1 nazoBute Barr Asset
BP_UE4Viz_Interior Game. Haxxmure Enter miist co3manus Asset.

3. Otkpotite BaI ToJIbKO 4TO co3aanHbli GameMode Asset
C moMoIlblo JBoMHOro Haxkatus B Content Browser. Bel yBuaute
criucok Classes, KoTopelit MoxeTe onpenenuth 111 GameMode. B
3ToM ciiyyae HazHaubTe Pawn u Player Controllers, koTopsie BbI
co3nanu (pucyHok 3.16).
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4.  3akpoimite Blueprint Editor u coxpanute Bam mnporpecc,
BbIOpaB File > Save All.

4 Game Mode

Pucynok 3.16 Hasnauenue Pawn u Player Controller s
GameMode Class

Ha3nauenune GameMode npoexty

VY Bac ecTh aBa ciocoba onpeaennth, kakoi GameMode Class
npumMensiercst B UE4 Level: kak njig Bcero npoekTa 1no yMoJa4aHUIo,
UCIIONB3Ysl JAuajgoroBoe OkHO Project Settings, wuim uepes
nepeonpeaenenne i Level. VYmgoOHee 3amyckath HOBBIM
GameMode Ha nt00b1x Level, koTopble co31aiuTe B 3TOM MPOEKTE,
YCTAHOBUTE €ro KaK MPOEKT MO YMOJTYAHUIO.

OTkpoiite auanoroBoe okHo Project Settings, BeiOpas Edit >
Project Settings (pucynok 3.17). Edit menu 1ocTymHO IpakKTHYECKU
u3 Bcex okoH Editor.
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“WyFrstvep
File | Edit | Window Help
i P History
Undo Move Nodes '
B el - 0

Save Cumrent  Source Control
"B Undo History

fiquratio

Volun Ay Editor Preferences

& Plugins

|
|
!
i
Geowr ™

Change the settings of the currently loaded project. l

' Sphere

Pucynok 3.17 Ilepexoo k duanozosomy okuy Project Settings

Bri0epute Maps & Modes noj 3aronoBkom Project. B paznene

Default GameMode BbIOEpUTE TOJIBKO  YTO  CO3JaHHBIM
BP_UE4Viz_Game Class (pucynok 3.18).



o1

Game

Engine

Pucynox 3.18 Haznauenue npoexkmy no ymonuanuro
BP_UE4Viz_Game Class

Pa3memenue Player Start Actor

EcTp o1Ha Belp, KOTOpasi BaXKHA U KOTOPYIO JIETKO 3a0bITh, —
sTo Player Start Actor.

be3 Player Start Actor npoekT He OyAeT 3HaTh, Ii€ MOSBUTCS
Bail Pawn class, koraa oHa 3arpyxeHa B kauectBe standalone wiu
packaged build. I'me Bbl in-Editor u ucnonsszyere PIE Ge3 Player
Start, Bamr Pawn mosiBUTCS MO yMOJYAHUIO B TEKYIUEW MO3UIIUU
KaMepbl B aKTUBHOM Viewport. MOKXHO JIETKO 3a0bITh pa3MeCTUTh
Player Start Tak, kak Bam Level OyaeT BeIrIsaeTb pabo4yum, KOTaa
OH JICWCTBUTEIBHO YCTAHOBIIEH HEKOPPEKTHO.

Jns pazmemenus: Player Start Actor neperamure ero u3 Class
Browser Ha nanens Place Mode (maxkxmurte Shift+1), kak mokazaHo
Ha pucyHke 3.19. Cunss crpenka (3D-ctpenka, KkoTopasi sIBISETCS
yacThlo Player Start Actor, a He JkenTas CTpeJika) yKa3blBaeT, B KAKOM
HarnpayieHuu OyaeT cMoTpeTh Player, korja nosButcs.
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Pucynox 3.19 Ilomecmume Player Start Actor u noseprume
€20 TUYOM K CyeHe

Teneps BbI MOKeTE HAXKAaTh KHOTIKY Play 1 mosiBUTHCS B UTpe B
KauecTBe Ballero nosb3oBarenbekoro Character Pawn. Bel cpasy xe
JOJDKHBI 3aMETHTh, YTO MPHUBA3aHBI K 3€MJI€ C TTOMOIIBI0 (DU3HUKHU H
HE MOXXETE MPOXOJIUTHh CKBO3b CTEHBI,

Korga Bl 3aKkOHUMTE XOIUTh U 3aXOTUTE BepHYThCs B Editor,
BBl MOJXKETE€ TIPOCTO HakaTh Esc Ha Bamel KiaBHaType s
3aBEPILECHUS CECCHUU.

Y6eauTech, 4TO COXpaHWIHM BECh Balll MPOTpecc.

3akiouenue

Boi co3panu monb3oBatenbckuii UE4 GameMode c Player
Controller, Pawn u mosp3oBaTenbckuM Input Mappings 1 HaCTpOUIH
IIPOCKT JIUIS MCIIOJIb30BaHus HOBBIX Classes B KauecTBE IIPOEKTa 110
YMOJTYaHHUIO.

Otu Classes OyayT CIIY>KUTh OCHOBOM JIJ1s1 J0OABJICHUS HOBBIX
byukuuii U ganeHeimed padborsl B UE4 B COOTBETCTBUHM C
NOTPEOHOCTAMHM BalIEro MPOEKTA.
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4 YIHAKOBKA U PACITPOCTPAHEHHE

Teneps, koraa y Bac €CTh ypOBEHb U CBSI3aHHBIEC C HUM 0OBEKTHI
Pawn, Player Controller u Game Modes, npunuio Bpems
MOATOTOBUThH €r0 K 3aIlyCKy B Kau€CTBE OTJEIBHOTO MPUIIOKEHHS.
DTO, KaKk MpaBUIIO, HA3BIBAECTCA YNAKOBKOHW. llocime ymakoBKH BbI
CMOXETE MOJCTUTHCS BalllUM MPUIOKEHUEM, KaK JIIOOBIM JIPYTUM
YCTAHABIMBAEMBIM MPUJIOKEHUEM. JTa TJIaBa MO3HAKOMHUT Bac C
YIIAKOBKOU MPUITOKECHUS.

Ynakoska npotuB coopok u3 Editor

Kora BbI 3amyckaeTe NpuiioKeHUE C TOMOIIbI0 KHOTIKU Play B
Editor, BbI mpocTo 3amyckaere Apyroe okHo B Editor, a He oTAenbHOE
npwioxenue. Editor ucnons3yer Assets 1 Maps u3 Baleil manku
Content 1 TO, YTO YK€ 3arpy€HO B ONEPATUBHYIO MaAMSTh, YTOOBI
3amMoJIHUTL MU, U Ko Editor 3amyckaet cumMysiiui. ITO MO3BOISET
OUY€Hb OBICTPO 3aIlyCKaTh, TECTUPOBATH U BBIMOJHSITH UTEPAIUU, HO
151 aToro Tpedyercs ycraHoButh UE4 Editor memmkom.

UtoObl cO3AaTh MPUIIOKEHHUE 1O KOHKPETHYIO IaTGopmy u
Oo0JIETYUTh €ro PAaCHpPOCTpaHEHUE, Balll KOHTEHT JOJKEH OBITh
yIaKoBaH. YTaKkoBKa 00pabaThIBaeT KOHTEHT U CO3JaeT OTACIbHOE
MPUJI0KEHUE, KOTOPOE JIETKO PACHPOCTPAHSITH KaK JIFOOYIO JIPYTYIO
UTPY WIH MPOTrPaMMy.

Bbl Takxke MoOXeTe MpPOTEeCTUPOBATh CBOE MPHIOKECHHUE B
Standalone Mode, Bb1OpaB 3Ty onuuio B MeHI0 napamerpoB Editor Ha
MaHeJIl WHCTPYMEHTOB. OJTO 3alyCTUT 3arpyKEHHbIA B JTaHHBIN
MOMEHT YPOBEHb B OTAEIBHOM IPOIECCE, KOTOPBIN OOJIBIIIE MOXO0XK
Ha YyIMaKOBaHHYK COOpKYy, HO 3TO He Tak. BaxHo coOuparh u
TECTUPOBaTh CBOM  MPWIOKEHHS, TOCKOJIbKY  OIIMOKH U
HECOOTBETCTBUSI MOT'YT BO3HHMKATh Mexkay Editor m ynmakoBaHHbIMU
cOoOpKamu.

YnakoBka npoekra

B o0mux yeprax, ynmakoBka Oeper Balll KOHTEHT U KOJ| UTPBbI,
ONTUMU3UPYET HUX M CO3JACT MCIOJHAEMOE MPWIOKEHUE IS
BBIOpaHHOW BaMU TUIaT(OPMBI.

YnakoBaHHble COOpPKH MBITAIOTCS KAaK MOXHO MEHbBIIIE
3arpyxaTh  ONEPaTUBHYID  MaMSATh. O10  olecrnieyuBaeT



54

MaKCUMAaJbHYIO MPOU3BOAUTEIBHOCTh U COBMECTUMOCTh. OHAKO
ATO MOXKET MPUBECTHU K mpodiiemaM, ocoOeHHo ¢ Level streaming u
3arpy3koi Assets B peaibHOM BpeMeHH. J[JI MPOCTBIX TPOEKTOB ATO
HE CTOJb Ba)XXHO, HO KPYMHBIE MPOEKTHI JIOJDKHBI PETYISIPHO
TECTUPOBATHCS C TOMOIIBIO YIIAKOBAHHON COOPKH, YTOOBI N30€KATh
npooJieMm.

4.1 T'oTOBKA KOHTEHTA

['otoBka koHTeHTa (Content Cooking) Tak:ke mIpOXOJIUT Yepes3
HECKOJIBKO MPOIECCOB: KOMIUJISIIUUA BCEX IICUIEPOB, CKATHUS BCEX
BCEX KapT TEKCTYp M UCIPABICHUS BCEX DPEAUPEKTOB B TMPOEKT.
[TogoOHBIN TOAXO0M H30aBISET IOJIL30BATEIC OT OXKHUJIAHUS
3aBEPIICHHS BCEX ITHX MPOIECCOB BO BPEMs 3arpy3KH MPUIIOKEHHUS.

['oToBKa MOXKET 3aHATh HEKOTOPOE BpeMS M CEPhE3HO
3arpy3utb CPU m RAM, mostoMmy 3amyckaWTe €€ Ha MOUIHOU
MamigHe. YeM OoJibIlie acCeTOB, MATEPHAIOB U TEKCTYP COISPIKHUT
BaIll IIPOCKT, TEM OOJIBIIIC BPEMEHH YHJIET.

B 3aBepiiieHre roToBku Bce 00paOOTaHHBIE acCeThl M KIIACChI
KOMUPYIOTCA B ¢aiii .pak. ItoT daitn .pak npegHazHayeH 1l OU€Hb
OBICTPOTO YTCHHUS JaXe Ha CaMbIX MEJICHHBIX JHUCKaX, YTO
TIO3BOJISCT MPUIIOKECHHIO 3arpyKaThCs OBICTPO.

4.2 Pa3BepThIBaHHE

VYnakoBka 0epeT roroBbliii (cooked) KOHTEHT, OOBEIUHSIET €TI0
c OumHapHbBIMH (ailllaMi ABUXKKA M MOMEIIAET UX BMECTE B OJIHY
Nanky JUisi paciupoCTpaHEHHs. DTOT TMOCAEAHUW IIar Co3/AaeT
OTJZIEJIbHOE MPUJIOKEHHE, KOTOPOE MOXKHO 3aIyCTUTh 0€3 YCTAHOBKHU
penakropa.

4.3 HacTpoiiku ynakoBKH
UE4 wMoOXeT TeHepupoBaTh YIIAKOBAHHBIE MPOEKTHI IS
MHOkecTBa 1atdopm u cucrem (10S, Windows, Mac u 1. 1.). C
TaKOW TMOKOCTBIO TPUXOIUT HECKOJIBKO BAPUAHTOB.
[HiaaTrdopmel
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[leneBast mmarpopma — H3TO KOMOMHAIUS aIapaTHOIO
(hardware)/mporpammHoro obecneuenust (software), mist KoTopom
BBI IIBITAETECH CO3/IaTh UCIIOIHAEMBIN (DA MPOeKTa.

Bbl MOKeTe yrmakoBaTh Balll MPOEKT J1JI1 MHOXKECTBA IIaTPopM,
noaaepxxkuBaembix UE4. Ot MoOuiabHbIX AeBaiicoB g0 Windows,
Mac u Linux go urpoBsix koHcoJsier, UE4 moxeT ymakoBaTh Balll
MPOEKT JUIsi TPAKTHYECKH BCEX TMOIMYJSPHBIX YCTPOMCTB H
OTIEPAIIMOHHBIX CUCTEM.

Kaxnpiii OyzeT uMeTh COOCTBEHHYIO ONTHUMU3AINIO, METOIbI
BBO/JIa M APYTUE OTPAHUYCHHUS, KOTOPBIC BB JJOJDKHBI YIUTHIBATh. DTO
METOAMYECKOE YyKazaHue (POoKycupyercs TOJIBKO Ha HACTOJBHBIX
mwiatdopmax (Mac u Windows).

4.4 Koundurypauus cOOpKU

JlpyruM BakKHBIM DPEIICHHUEM, KOTOPOE BbI JIOJKHBI MPUHSTH,
aBisieTcss KoHdurypainus cOopku. J[Ba OCHOBHBIX BapuaHTa —
Shipping u Development.

Haunbonpiium paziauyueM Mexay cOopkamu Shipping u
Development sBnsercss ag0CTyn K HHCTPyYMEHTaM OTJIAJIKH,
BBEJICHUIO JIOTOB M KomaHAHOW cTpoke. COopka Development
MO3BOJISIET ATO, B TO BpeMsi Kak cOopka Shipping nuileHa 3THUX
BO3MOKHOCTEH.

OO0buHO ucnonbdyercs Development, ecnu He mnaHupyercs
pacmpoCcTpaHsITh TakKeT sl NyOJMKA B KAayeCTBE IIMPOKOTO
BblllycKa. KOHCONBHBIE KOMaH/Ibl, BBEJICHUE JIOTOB M OTJIaJ04YHAs
uHpopMalusa TMOJE3Hbl, €CIH HYXXHO OTJIAJAUTh KaKylO-HUOYIb
npoOueMy.

CoOopka Shipping xopomias, Korja Bbl XOTUTE paclpOCTPAHITh
Balll MAKeT MyOJWYHO M HE XOTHUTE, YTOOBI OH HMEN JOCTYyH K
Console.

Kak 3anmycTuTh yNaKoBKY

Jlerue Bcero Bbl MOKETE yIakoBaTh Balll TpoeKT uepe3 Editor.
ITpocto BeIOepuTe Package Project w3 File menu. 3to wmeHro
COJIEPUT HECKOJIbKO HACTPOEK M 00ecTieurBaeT ObICTPBINA JOCTYM K
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0oJee moAPOOHBIM HACTPOMKAM B TUalioroBoM OKHE Project Settings
(pucyHok 4.1).

A
B
Qs
¥ sa
A sa
» O
P S
b

r

Pucynox 4.1 Mentwo ynaxosxu ¢ UE4 Editor

[Tocne BbIOOpa HyXHOU MIATHOPMBI BaM MPEAJIOKAT yYKa3aTh
MECTO JIsI COXPAHEHMS BaIllETO YIIAKOBAHHOTO Ipoekra. He
MIOMEIANTE YITAKOBAHHBIN MPOEKT B MAIKy BAIIETO MPOEKTa — 3TO
MOKET IPUBECTHU K ITyTAHUILIE.

YnakoBka  3aHMMaeT  Hekoropoe  Bpemsa.  IlosBurcs
YBEJIOMJICHUE, TOBOPSIIEE, UTO UAET YIIaKoBKa (pUCYHOK 4.2). ITOT
POILIECC MOJHOCTHIO (POHOBBIM, MOAITOMY Bbl MOXKETE MPOJOJIKUTH
paboTy HaJ BallUM IPOEKTOM, MOKa OH 00padaThIBA€T KOHTEHT B
(OHOBOM pEKUME.

Bl T R

= Packaging project for Windows (64-b

Pucynox 4.2 YVeeoomnenue o6 ynaxosxe UE4 Editor
Vnpaoicenue 7. 3anyck eauieco npunodicenus.

[Tocne 3aBepmienus ynakoBku Editor yBemoMur Bac (puCyHOK
4.3).
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r_ -~ .

=« Packaging com

plete!
v Output Log

Pucynok 4.3 Yeeoomnenue o 3asepuienuu ynaxosku 8 Editor

[Ipoiigure K AUPEKTOPUHU, KOTOPYIO Bbl ONIPEICIIUIN PAHEE, U
Haiigute manky ¢ uMmeHeM WindowsNoEditor (Ha3Banue MOXeT
pasznuuaThcs Ha pasHbIX miatgopmax). Bel MoxkeTe mepeuMeHoBaTh
ATy HanKy.

BHyTpu nanku Bbl HaliJIeTe UCMIONHSAEMbIN (aiisl 1 HECKOIBKO
MaroK, COJIEpKaIllUX BCE JAHHBIE U KJIACChl, a TAKXKE OOJIETYEHHYIO
OMHApHYIO0 BEPCUIO ABUKKA (PUCYHOK 4.4).

Name B Date modified ype Size
Engine
Examplel 1/2/2017 2:52 PM e folde

@ Examplel.exe 1/2/2017 2:51 PM Application
Manifest_NonUFSFiles_Wint4.b¢ 1/2/2017 2:51 PM Text Document

Pucynox 4.4 Ynaxosanuwiii npoexkm 6 nposoornuxe Windows
MoseTre 3anmyCTUTh Balle MPUIOKEHUE, TPOCTO JABAXKIbI
KIUKHYB MO HCHodHsieMoMmy (aimy. [lpunokeHue IOIKHO
3aMyCTUTHCS, 3arpy3uTh Level, KOTOpHIA BBl CO37au, U BBI3BATH
cooTBeTcTBYtOIMM Player Controller 1 Pawn, npegocrtaBisis Bam
JIOCTYT K MBIIIIH.

4.5 OmudKM ynakoBKH
Nuorpma ynakoBka crankuBaercss ¢ omuOkamu. [lpocras
omrOka koMmuisiiiuu Blueprint wiin HexBaTka MecTa Ha JUCKE MOTYT
OCTaHOBHUTH BeCh Packaging process.
Korga sto mpoucxoauT, BaMm cIeayeT OOpaTUThCA K OKHY
Output Log, koTopoe B OOJIBIITMHCTBE CITY4aeB MOXKET MPEOCTABUTH
MOJIE3HYI0 MH(POPMAIIUIO.
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st nocryna k okHy Output Log B Editor nepeitnure Window
> Developer Tools > Output Log (pucynox 4.5). Ha npakrtuke
npukperuitor jganHoe okHOo K Content Browser mjsi ObicTporo
JOCTyTA.

= &
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.......

© View Oyt >

Pucynox 4.5 The Output log

4.6 PacnpocTpaHeHue NMpoeKTa

Tenepb Bbl MOKETE KOMMMPOBATH, APXUBUPOBATH U OTIIPABJIATH
ATy MANKY JPYTUM.

HexoTopbeie KOMIIBIOTEPBI, HA KOTOPBIX IBITAKOTCS 3aIyCTUTH
BAlllE TMPWIOKEHUE, MOTYT HE HMMEThb OTIEJIbHBIX CHCTEMHBIX
KOMIIOHEHTOB, KoTopble TpeOyer UE4. Ounu Ha3bBatoTCA
Prerequisites. Ilo ymMmomuaHuio 3Tu ¢ailyibl BKJIIOYEHBl B Balll
yHnakoBaHHbIM MpoekT. Ecim Bam ynakoBanHbl UE4-mipoekt
OOHApY>KUT, 4YTO OHU HE YCTAHOBJIEHBI, TO MPEIJIOKUT MOJIH30BATEIIO
YCTAaHOBUTh HMX, KOTJA TOT IOMBITAETCA 3aIyCTUTh HCIOJHIEMbIN
aii.

[TomuMo mpepekBU3UTOB, yriakoBaHHOe UE4 mpunoxeHue He
TpeOyeT Kakoro-imoo ¢GopMaJbHOTO MpOIecca YCTAaHOBKH; OHO
MOXET OBITh 3aIyIIEHO U3 JIIDOOTO MECTa.
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HNcnoab30BaHue yCTAHOBIIMKOB

UE4 He ymeeT BCTpawBaTh YCTAHOBIIHUK IIPU YIAKOBKE.
Pa3paboTka i MCHOJb30BAHUE YCTAHOBIIMKA JJISI TPUIOKEHUS U
m1aThopMbl pa3pabOTKH 3aBUCHUT OT Bac. OnHako, Tak kak UE4 He
TpeOyeT popMaIbHOM yCTAHOBKH, MPEOCTaBICHUS (DAMIOB MPOEKTa
B apXMBE C MPOCTHIMU MHCTPYKIIUSAMU OOBIYHO JOCTATOYHO.

KoHeuHo, eciii BbI XOTUTE HACTPOUTD SIPIBIKK paboyero cToa,
BO3MOKHOCTU ycTaHoBKkM (install) m peycranoBku (uninstall),
KOTOpBIC JIeJlaeT OOBIYHBIM  yCTAaHOBIIUK, TO IMOTpeOyeTcs
pa3paboTaTh €ro.

XOTs 9T 3a7a4dl BBIXOJAT 3a pPaMKH JTOr0 TEKCTa, HX
JIOBOJIBHO TPOCTO BBITIOJTHUTh, HWCIOJL3YSd OJIHO W3 MHOXECTBA
OCCIUTAaTHBIX WJIM KOMMEPUYECKUX TMPUIOKECHUH I CO3JdaHus
yCTaHOBIITHKA.

5 APXHUTEKTYPHAS BU3YAJIU3ALIUSA

Tenmepp, korma y Bac €CTh YETKOE IMPEJACTaBICHHE 00
ucnonp3oBannu UE4 ni1st co3maHus IPOCTOM CIIEHBI, BBl MOYKETE
MOTPY3UThCA B IIPUMEP U3 PEAIBHOW KU3HU. Busyanuzauus
VHTEPbEPA BaXKHA JIJISI ApDXUTEKTOPOB, MAPKETOJIOTOB, JU3AUHEPOB U
MOTEeHIIMAJIBHBIX ~ TOKyINareyied, HSTo OoJAWMH U3  Hauboliee
pacCIpOCTPaHEHHBIX TUINOB BU3yanu3amui, BeinoaHseMbix B UE4. B
ATOM YaCTH BbI HCCIEAyeTe ucnoiab3oBanue Lightmass s cozmanus

BBICOKOKAYE€CTBEHHOTO J100aJIbHOTO OCBEIIECHUS (global
illumination (GI)), IIOCTPOCHHUS u peHJepHHra
KHHEMaTOTpa(uIecKoro IIOIIIarOBOTO PYKOBOJICTBA C

HCTIOJIb30BaHUEM Sequencer. 3aTeéM BBl MOTPY3UTECh B HM3YUYCHUE
TOro, KaKk HCMOJIb30BaTh Blueprints mis co3maHus TUHAMUYECKUX
B3aUMOJICHICTBUH.

5.1 O0beM npoekTa u ero TpedGOBaHUA

Bam npenoctaBunu 3D-moaens apXUTEKTYpPHOTO HHTEpPbEpA
(pucyHok 5.1) W BBl COrACWINCH CO3JaTh HMHTEPAKTUBHYIO
BU3yaJIM3allMI0, KOTOpas IO3BOJUT TMOJIb30BATEN0 CBOOOHO
UCCIIEIOBATh TPOCTPAHCTBO OT MEPBOrO JIMIA C MOMOIIBIO MEIIEN
IPOTYJIKK. TOJIb30BaTElb JOJKEH HMETh BO3MOXHOCTb MEHSTH
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ONpE/ICIICHHBIE MaTepHabl C MOMOUIBIO IPOCTOrO
MOJIb30BaTEILCKOTO UHTEpdEiica, ynpaBiasieMoro Mbliibio. KineHT
TaKXe 3alpoCusl APXUTEKTYPHYIO aHUMAaIUio, KoTopas OyJer
pa3zpaboTaHa ¢ UCIIOJIH30BAHUEM

Sequencer W 3amKcaHa Ha BHUAEO JUII aBTOHOMHOIO
BOCIIPOU3BEICHUS U PEJAKTUPOBAHMUS.

W e X O- |

e W adit- A i

Modeing

erae,

W o P
e >

3 15 sele ey Foens “

Pucynox 5.1 IIpeoocmasnennasn 3D-moodenv 6 3D Studio Max
[TepBeb1ii mar — nmoaAroToBUTH 3D-Monens 11t ummnopta B UE4,
BKJIIOYasi COOTBETCTBYIOIIME wmarepuaibl, UV-KoopIUHATBI U
koopauHatel Lightmap, a Takxke COCpenoTOYMTHCS HAa CO3/IaHUU
YUCTONH TeOMETpUM, KOTOpas HMIIOPTUPYETCS Ha MECTe M JIETKO
oOHOBJIsIeTCS U MeHsieTcs. Jlanee onmuchIBaeTcs, Kak UCIOJIb30BaTh
aBTOMAaTUYeCKylo reHepauuio koopauHaT Lightmap UE4, uto0Osb
COKOHOMMTH BpEMSI U YIYUIIATh Ka4€CTBO BaIlIUX CIICH.

[locne wmmnopra momenu B UE4 npumnuio BpemMs HayaTh
UTEPAlIMOHHBIN MPOIIECC HAHECEHWsS MAaTepUaIOB U Pa3MElICHUS
CBETA, OTPAXKAIOIINX TOYEK, OCBEIICHHBIX TPOCTPAHCTB U HACTPOUKHU
MOCTOOPaOOTKHU, YTOOBI OBICTPO MOJIYUYUTh OTIIMYHBIE PE3YJIHTATHI.

[Tocne Toro kak ciieHa TOTOBA, CIACAYIOUIMM IIIarOM SIBJISICTCS
CO3/IaHNEe aHMMHPOBAHHOT'O TOIIATOBOTO PYKOBOJICTBA C TTOMOIIIBIO
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Sequencer. Bbl y3HaeTe, Kak JIETKO CO3JaBaTh INPUBJICKATEIbHBIC
aHUMallMd M KaK 3aCTaBUTh WX IIPOUTPHIBATHCS M MPEKPATUTH
HCIIO0JIb30BAaHHUE BXOJIHBIX JJAHHBIX, MOCTYIIAOIIMX OT MOJIb30BaTENIS.

3aTeM IPOUCXOIHT MepeHoc o0bekTa Pawn, paspaboranHOTO
paHee, B HOBBIM MPOEKT M HACTPOMKA CIIEHBI, YTOOBI ITO3BOJIUTh
MI0JI30BATEII0 XOAUTh 110 HEM, BKJIIFOUHUB CTOJIKHOBEHHE U YCTAHOBUB
COOTBETCTBYIOIIIME aKTOPHI M ITapaMeTPhl MUPA.

3aBeplialouM  ATaoM  SIBJIIETCS  CO3JAaHUE  CHCTEM
MEPEKIIOYCHUS] MaTEepHUaJIOB U T€OMETPUU, KOTOPhIE HCIOIb3YIOT
Blueprints u UMG a1 1o6aBiieHUs OCASIHETO CI0S MOJMPOBKU U
MOATOTOBKH MPHJIOKEHHS K COOPKE M OTIPaBKe 3aKa34unKYy.

Bot TpeGoBaHus K ’TOMY IIPOEKTY.

1.  Pa3paboTka NpUIOKEHUSI ApXUTEKTYPHON BU3YyAIH3aINU
MHTEpPhEpPAa C HCIOJIB30BAHUEM IIPEIOCTABICHHBIX KJIMEHTOM 3D-
MOJICIICH.

2. Hcnonp3oBanue Lightmass TUIA CO3JaHUs
BBICOKOKaueCTBeHHOTro ocBemienuss GI  u  cTpemiieHne K
dboTopeanusmy.

3. Cozmanme 3apaHee ONPEACICHHOW AapXUTEKTYPHOU
aHUMAallMU C TIOMOIIBIO Sequencer U UCIOJIb30BAHUEM HECKOJBKHUX
PaKypCOB U IEPEXOJA0B KaMEPHI.

4. OObeguHeHHME TIaBHA M IIOJITOTOBKHM CILEHBI, YTOOBI
MI0JIb30BATEIb MOT MEPEMEIAThCS IO HEH.

5.  Pa3zpaboTka mosib30BaTeIbCKOT0 MHTEp(Eiica Ha OCHOBE
UMG, KOTOpBI TMO3BOJIUT MOJIb30BATEII0 TEPEKIOYAThCS Ha
pa3IMYHbIC BEPCUU CIICHBI.

6. Pa3paboTka cHCTEMBI MEPEKIIOUCHUS MaTEepUaIOB C
IIOMOIIBIO MBIIIIH.

7.  COopka npoekTa JJisi OTIPaBKH.

5.2 Hacrtpoiika npoekra
B sTOM paznene paccMatpuBaeTcs CO3JaHUE MYCTOrO MPOEKTa
u3 Epic Launcher u mepenoc o0wektoB Player Controller, Game
Mode u Pawn B HOBBIE MOpPOEKT BMECTE C HEOOXOIUMBIMU
KOH(UTYypAITMOHHBIMU (paliyiaMH.
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Ota Murpanmua  Mmo3BOJIACT  HUCIIOJIB30BaATb  CHUCTCMbI U

COCPENOTOYUTHCA HAa MOATOTOBKE MCXOAHBIX 3D u 2D pgaHHBIX 11
UEA4.

5.3 Co3naHue nmpoekTa

Ucnonszys Epic Launcher, 3amyctutre Bepcuio IBUXKKA,
KOTOPYIO XOTUTE MPUMEHUTh, U BBIOEPUTE BKIAJKY «HOBBIN
MPOEKT)», KOTJa MOSABUTCS Opay3ep NpoeKTa.

Ha sToT pa3 BbI He Oynere Bkitouath Starter Content, mosTomy
CHUMUTE (IaXOK, HO ocTaBbTe HacTporku Target Hardware Ha
Maximum Quality.

[Ipoext HaszwmiBaeTcs Example2. Coxpanute ero psamom c
npeapaymum npoekrom, Examplel.

5.4 Murpanusi acceToB

Bam HaBepHsika MOHamoOOMTCS B3ATh acceThl, Blueprints u
IpYyryto paOoTy, BBINOJHEHHYI0 B NPEABIAYIIMX MPOEKTax, H
CKOIIMPOBATh UX B HOBBIE IIPOEKTHI.

UE4 onmpaercs Ha KOHUEIIMIO aCCETOB, CChUIAIOIIMXCSA Ha
apyrue accerbl. Hampumep, Marepuainibl MOTYT CCbUIATBCA Ha
HECKOJIbKO TeKCTyp. Ha kaxapiii MmaTepuai, B CBOIO o4epeib, OyayT
CChUIAThCSI MEIIM, K KOTOPBIM OH NpHUMEHsETCA, U aaxe Material
Instances, IpouU3BOAHBIE OT HETO.

N3-3a 3TOrO0 cCrnenyer OBITh OCTOPOXKHBIM MPU PYUYHOM
KOIMUPOBAHUM COJIEPKUMOIO MEXAY NPOEKTaMU, 4YTOOBI OHHU
COXpaHsJIA OTU CCBUIKM M IPaBUIBHYK CTPYKTYypy MaloK; B
IPOTHUBHOM CIIy4a€ CCBUIKM MEPECTaHyT padoOTaTh, YTO MOXKET
IPUBECTU K OLIMOKaM 3arpy3ku, 0araM Wid Jaxke cOOsiM B BalleM
IIPOEKTE.

Camblii HaZEKHBIN CIIOCOO KOMUPOBAHMS KOHTEHTA U3 OJHOTO
IpoeKTa B Jpyrol — »To wucnonb3oBanue ¢Qyukuuu Content
Migration. Murpanus rapaHTUPYET, YTO BCE acCEThl, HA KOTOpPHIC
CCBUIAIOTCA APYTUE ACCEThI, KOTOPBIE BBl XOTHUTE CKOIHUPOBATH,
OyIyT CKOIMPOBAHBI B LIEIEBOM MPOECKT.

YTOoOBI IEPEHECTH COJIEPKUMOE U3 OJHOTO MPOEKTa B APYIOM,
OTKpPOMTE HCXOAHBIM MPOEKT (MpOoeKT ¢ ¢ailaMu, KOTOPhIE BbI
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xotute ckonupoBath) B Editor. B nanHOM cityuae 310 OyieT mpoekT
Examplel.

[locne ero OTKpBITUS BBIOEPUTE aCCEThl, KOTOPHIE XOTHUTE
ckormmpoBaTh B Content Browser. Bbl MoxeTe BoIOpaTh OTACIBHBIC
acceThl, YPOBHU WM Iiejble manku. B Haimiem ciydae BbiOepuTe
naBHa, PC u GameMode (pucyHnok 5.2). lllenkuauTte npaBoi KHOIKOM
MBIIIN U BeIOepuTe Asset Actions > Migrate.

Pucynok 5.2 Muepayusa accemos uz npoexma Examplel
OTtkpoercst cBojika (hailyioB, KOTOpbIe OYyJAyT CKONMHPOBAHBI B
HOBBIN TMPoeKT. [IpocmoTpuTe ee n yoeaurech, 4TO y Bac €CTh BCE,

4TO BaM HY)XKHO, H HUYETO TAaKOTO, YEro Bbl HE XOTHTE MIEPCHOCUTH
(pucyHok 5.3).
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u Asset Report

The following assets will be migrated to another content folder.

4[] ImGame
47 MwExamplel
4% mBluepnnts
B BP_UE4Viz_Interior_.Game
B BP_UEAViz_Interior_Pawn
B BP_UE4VIZ PC

Pucynox 5.3 Cnucox ¢hatinos, komopwie 6y0ym mucpuposarsi
[Tocne moaTBep AeHUS CBOJKH TOSIBUTCS SKpaH C 3alpOCOM
BBIOpaTh KaTajor Content B pamkax HOBOTo mpoekTta. [lepeinure B

nanky Content HOBoro mnpoekta u HaxMmuTe KHonky OK (pucyHok
5.4).
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T
| i Choose a destination Content folder x

* » A « Exampled » Content v @ Search Content

| Organize « Mew folder == ﬂ

-
Mamie Date modified Type Size
Callections 03.11.2020 2021 File falder
Developers 02.11.2020 20:21 File folder

Example? 08.11.2020 2232 File folder

Folder: | Content

Select Folder Cancel

Pucynox 5.4 Vrkasanue Content kamanoza 8 HOBOM npoexkme
Example2

UE4 ckomupyer ¢aiiibl U cooOmUT 00 yCHeuHOM
BBITIOJTHEHUU. BBl JOJDKHBI HEMEIJIEHHO YBUJETh CKOMUPOBAHHBIN
KOHTEHT B kaTasiore Content HOBOTO MPOEKTA.

Hacrtpoiiky Input

bonpimas dacte pabOThI ObLIa COCPEAOTOUYEHA HA BXOJIHBIX
JAHHBIX MEPBOTO MPOEKTA, U MOJTYUYUTh UX B HOBOM IIPOEKTE JIETKO.
Ha camom pgene PC u o0wmexktr Pawn He cmorinu OBl
CKOMIIUJIMPOBATHCS, TIOTOMY YTO OHHU CChIJIAIOTCS Ha input bindings,
co3nanHbie B Examplel.

Ot napametpnl xpanarcs B mnanke Config. Oty ¢aitnbl He
ynpaBisioress u3  Content Browser W He KONMMPYIOTCA TIpU
ucrosib30BaHuM uHCTpyMeHTa Content Migration, mo3ToMy HX
HEO00XO0IMMO MIEPEMECTUTH BPYUHYIO.
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Jlnst atoro Hanaute ¢aiin Defaultlnput.ini B katamore Config
ucxonnoro mpoekra (Examplel\ Config\) u ckonupyiite ero B
karajor Config nenesoro npoekra (Example2\Config\).

5.5 KonupoBaHue, nepenMeHOBaHNeE U NepeMelleHUE ACCETOB

[Ipu otkpeiTun mpoekta Example?2 oOpatuTe BHUMaHuE Ha
nanky Examplel, conepxkamyto naBd, PC u GameMode.

Bbl XoTHWTE MepeMecTuTh UX B HOBYIO TMAalKy, KOTOpas He
3aBUCHT OT MPOEKTA U €€ JIETKO HAWTH, U ceiuac caMoe MOXOASIIEe
BpeMs u3baButhes oT nmanku Examplel B Content Browser. Tenepb
BbI HaxoauTech B Example?2!

Bcerna BBITIOJTHSNTE nepeMenieHue, KOIUPOBAHUE,
NEPEMMEHOBAHUE WU JIIOOBIE IpYTHe onepanuu ¢ paiaaMu B ANKe
Content ¢ nmomompro Content Browser. OTo rapanTupyer, 4TO
CCBUIKM Ha TMEPEMEIICHHBbIE WJIH MEPEUMEHOBAHHbIE AaCCEThI
coxpansitorcs. [Ipu HeoOxoaummocTu co3gaercs redirector. IDTo
HeOoubmue (aitnsl pazmepom 1-2 Kb, koTophle cityx)aT ykazaTeiem
Ha MMPaBUJILHOE PACIIOJI0KEHUE acCeTa.

Ynpaowcnenue 8. nepemewenue accemos

BrimmonHuTe cneayoumue 1eUCTBU.

1. Cospaiite HoByro manky B Content directory moj
HazBanueM UE4Viz, a B 3Toil mamnke — Apyryr Mmoj Ha3BaHUEM
Blueprints. BeiOepure 3Ty mamky, 9ToOBl coaepkaTh HMOBTOPHO
UCIIOJIb3yEeMbIN KOJI, KOTOPBI BBl MOTJIM Obl IEPEHOCUTH U3 MPOEKTA
B MPOEKT 0€3 HEOOXOJUMOCTH NMEPEUMEHOBBIBATh WIIM KOMHPOBATh
4TO-JI10O0.

2.  Ileperamute accetsl Pawn, PC u Game Mode B manky
Blueprints, koTopyto Bbl TOJbKO uTO co3fganu. UE4 cripocut, xoTure
JIY BBl TIEPEMECTUTh WIIM CKOITUPOBATh acceThl. Bribepute Move.

3.  lllenknuTe mpaBoi KHONKOM MbIK Ha nanke Examplel
u Be10epute Fix Up Redirectors in Folder.

4.  VYnpamute crapyto nanky Contentl, menkHyB mo Heu
npaBoii kHoMKo# MbIu B Content Browser u BoiOpaB nyHKT Delete.

5. Breibepute Save All Ha mna"HenM WHCTPYMEHTOB
obo3peBarensi COACPKUMOT0, 4TOObl YOEIUThCS, YTO BCE BaIllu
U3MEHEHHUS COXPAaHEHBI HA JIUCKE.
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5.6 Pab6oTta ¢ Project Settings

Heckonbko BapuaHTOB peHEPUHTA TOMOTYT ONITUMU3HUPOBATH
Engine nis wcmosib30BaHMsI B BU3YaIM3AIUAX APXUTEKTYphl. DTH
CIIEHBI, KaK MpaBWJIO, TrOpa3f0 MEHEE HUHTCHCHUBHBI, YE€M CIICHBI
BUJICOUTDP, YTO MO3BOJIAET BaM YBEIUUYNUTh HEKOTOPHIE HACTPOUKH U
BCE €IIIe TTOAICPKUBATh CTAOMIBHYIO YaCTOTY KaJIpOB.

Ynpaoscnenue 9. Project Settings

OTtkpoiiTe quaisoroBoe okHO Project Settings u3 menwo Edit u
nepeiauTe K kHomke Rendering B yneBoM ctosdie (pucyHok 4.5).
M3meHnnuTe HACTPOWKH, KaK IIOKa3aHO Ha PHUCYHKE M OIHMCAHO B
CJICIYIOIIEM CITHCKE.

Pucynox 4.5 Hacmpoiixu penoepunea npoexma
1. Disable  Texture  Streaming: »sToT  TWapamerp
npeAHa3HauyeH sl BKJIIOYEHHS] OOJIBIIMX UIPOBBIX MHUPOB B
OTpaHWYEHHOMN NaMsATH Ha KOHCOJISIX U 00Jiee CTapoM 000pyJOBaHUN
[IK. DT0 MOXeT mpuBECTH K OIMOKaM OTOOpakKeHHUsI CBETa MpHU
UCIIOJIb30BAHUM ApXUTEKTYpHbIX Memied u Lightmaps BbICOKOro
paspemenus Disabling Texture Streaming 3acTaBiisieT BCe TEKCTYPHI,
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UCIIOJIb3yEMbIE HA YPOBHE, 3arpy’KaTbCid B OINEPATHUBHYIO MaMSATh
cpa3y. Mcnonbp3ylTe 3Ty HACTPOUKY C HEKOTOPOU OCTOPOKHOCTBIO.
[TorokoBas nepegaya TEKCTYP ABIAETCS BAXKHOU ONTUMU3ALUEHN IS
CJIOXKHBIX CIIEH, U €€ OTKIIFOUEHHE MOKET MPUBECTU K MpodiiemMam ¢
MPOU3BOAUTEIBLHOCTHIO.

2. Set Reflection Capture Resolution: 4TOOBI MOTYYUTH
caMble KAUYEeCTBEHHBIE OTPAKECHHUS, BBl MOXKETE YBEJIUYUTH
paspemienue Reflection Capture Actors, KoTopble pa3mMeliaeTe Ha
CBOMX ClLEHaX. bynbTe OCTOPOXKHBI, YCTAHABIMBAs €r0 CIHUIIKOM
OOJIBIIMM: 3TO MOXET ChECTh MHOI'O MaMSITH, €CIU Y BaC MHOIO
OTPAXEHUN C BBICOKMM paspemieHueM. He kenaTenbHO AenaTh
3HaueHue Oosiee 512 st 3TOro mapaMerpa, €ciid y Bac TOJIBKO HE
OJIHO WJIY JIBa OTPAXKEHUS HA KaXKJIOM U3 YPOBHEM.

3. Turnon Support Global Clip Plane for Planar Reflections:
3epKaga W OTPAKEHUS  SABJSIOTCS  OCHOBHBIM  BJIEMEHTOM
Bu3yanuzaiuu, u UE4 mnonnepkuBaeT 3epkaibHbie  Planar
Reflections. 310 oueHb Joporas HacTpOiKa, U Bbl IOJKHbBI BKIIIOUUTh
€e TOJBKO B TOM Clly4ae, €clii OHa BaM aOCOJIOTHO HE0OXOoauMma.
Jaxe ecid OTpaX€HHsI HE OTOOpaXaloTcsi Ha DJKpaHe, OHU
OKa3bIBAIOT 3HAYUTEJIPHOE BIMSHUE HAa TMPOU3BOIUTEIBHOCTD
pPEHJIepUHTa B MacilTadax BCEro MpoeKTa.

Bbl MOXkeTe CMSTUYHUTH 3TO BO3JACHCTBHE C MOMOIIBIO MaHEIU
Details, 4TOOBI OTKJIFOYUTH MHOKECTBO 0OJIe€ TSKEIbIX (PYyHKIIUH,
TaKuX KaKk HEKOTOpble HACTPOWKH MOCTOOpaOOTKH, HAIMpUMeED,
Screen-space Ambient Occlusion u Reflections. Bbl gaxke moxeTte
OTPaHUYHTh BUAUMBIX aKTOPOB WJIM PACCTOSHUE, HA KOTOPOM OyAeT
0TOOpa)kaThCsl OTPAKEHHAS CIICHA.

4.  Turn off Separate Translucency: Separate Translucency
— 9TO TMOBBIINICHUE TPOU3BOAUTEIBHOCTH MJIS WUTP C OOJBIIUM
KOJInueCcTBOM 3(PEKTOB anb(da-mpo3payHOCTH, TAKUX KaK UCKPHI U
B3pBIBbI. IJTH 3P EKTbl MOryT OBITh OYE€Hb JOPOTUMHU JUIS
npumeHenus: Takux 3¢¢exron, kak Depth of Field, moatomy stu
3hPeKkThl  BU3YATU3UPYIOTCS  OTACIBHO W WTHOPUPYIOTCS
nocToOpaboTKoM. Bam He Hy»KHO, TOTOMY UTO Bbl HABEpPHSIKA XOTUTE,
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4TOOBI TOJYNIPO3payHble TOBEPXHOCTH BEIU C€e0s KaK MOXKHO
peaMcTUYHEE.

Ota HacTpoiika He BausieT Ha Marepuanbl Masked, moatomy
TaKHUe B, KaK paCTUTEIbHOCTh, OOBIYHO HE 3aTparuBaroTCs.

5.  Turn off Ambient Occlusion and Ambient Occlusion
Static Fraction: stu mapamerpsl oTHOCATCS K Screen-space Ambient
Occlusion (SSAO) u sddekram mocrodbpadorkr. SSAO — 3710
OTJIMYHBIN cIOCO0 J0OABUTH JAETaIM K JUHAMHYECKH OCBEICHHBIM
cieHaM U oObekTaM. IIoCKoJIbKY Ballla CIleHa MOYTH MOJHOCTHIO
CTaTU4YHA, W BBl HCIOJb3yeTE€ BBICOKOKAYECTBEHHBIE HACTPONKHU
Lightmass, Bbl MOXET€ OTKJIIOYWTH OTY HACTPOWUKY A
3HAYUTEIHLHOIO MOBBIIIECHUS] MPOU3BOAUTEIBHOCTH, OCOOCHHO TPHU
00Jiee BBICOKUX Pa3peIICHUSX.

DTH HaCTPOUKH BIUAIOT TOJbKO Ha 3ppekT SSAO u He BIUAIOT
Ha AO, paccuntannsiii mo Lightmass. Static Fraction koHTponupyer,
HacKoIbKO 3¢ dexT SSAO coueraercs ¢ 3ae4eHHBIMA CBETOBBIMHU
KapTamMyd, a TakkKe MMEeT  HakJaJHble  pacxXojbl  Ha
MPOU3BOAUTEILHOCTb, KOTOPHIE MOXKHO YMEHBIIUTh, OTKJIIOYUB
2 dexT.

HacTpoliku mpoekTa aBTOMAaTHYECKH 3alKCBhIBAIOTCA B (haili
npoekta DefaultEngine.ini, 1 HET HEOOXOAUMOCTH COXPAHSITH €r0
nepes 3aKpbiITUEM OKHa HacTpoeK. OJHaKo, MOCKOJIbKY MBI
W3MEHWIN Takue HacTpoilku, kak Planar Reflections, Bam HyxHO
oynetr nepesanyctuth Editor, 4T0OBI 3T HACTPONUKH MOXKHO OBLIO
WHULIMATU3UpoBaTh. ECTh BEpPOSATHOCTb, YTO TMPU HOBTOPHOM
otkpbiTuu Editor Bel CTOJIKHETECH C MEPEKOMITHIISIITUCH MICHACPOB,
KOTOpasi MOXKET 3aHSTh HEKOTOPOE BpPEeMs, HO JIOJKHA MPOU30UTH
TOJILKO OJIMH Pas3.

3akiouenue

Teneps Ball MPOEKT rOTOB K 3aIyCKy. BKiIOUeHME HEKOTOPBIX
pacmmmpeHHbIX  (QyHkiui  penaepunra UE4 wu  oTKiIrOueHHE
OT/EJIbHBIX HEHYKHBIX (DYHKIUN YJIy4IIaeT Ka4eCTBO U300paKeHUS
U TI03BOJIsIET M30eXaTh MpoOIeM ¢ MOTOKOBOM Nepeaadeil TeKCTyp,
SSAO u nmonynpo3payHbIMU MaTepHUaTaMHU.
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Bbl Takke y3Hamu, Kak wucnoib3oBaTh ¢GyHkuioo Content
Migration UE4 s mepemerieHus roToBold pabOThI M3 OJHOTO
IPOEKTa B JPYroil, rapaHTUpys, YTO BaM HE MPHUIACETCS 3aHOBO
n300peTaTh KOJECO MJisi KaXJ0ro mnpoekTta. BXonHble HacTpoilku
Tak)ke ObUTM CKOMMPOBAHBI uepes .ini-(aiii.

Tenepr BbI TOTOBBI HauaTh YYUTHCA OCBEIIATh CBOM MHP,
MPUMEHSITh MaTepuasbl U ucnoiab3oBath Blueprints u Unreal Motion
Graphics (UMG), 4to0bl MO3BOJUTH IMOJH30BATENI0 BHOCUTH
WHTEpPaKTUBHBIC U3MECHEHUSI.

6 INPOLECC PABOTHI C JAHHBIMH

[TomyyeHre TOYHBIX apXUTEKTYpHBIX JaHHbIX B UE4 Ha
MEPBBIA  B3IJIAJ MOXET TIOKa3aTbCid CIOXKHOM  3aJayed U
MPOTUBOPEYUTh BalllMM pabouuMm TmpoieccaM. Ho ¢ momoiibio
HECKOJIbKMX CTPAaTeTHH W MMOHMMaHMs BCEro IMpoliecca paboThl BB
CMOXETE JIETKO MOJMy4uTh 000 Tum nanHeix B UE4. Ber Oynere
UMIIOPTUPOBATH MaccuBHbIC HaOOphI naHHBIX B UE4 0e3 Tpyna u B
KpaT4YauIlnue CPOKH.

6.1 OpraHu3anusi cueHbl

Jlist 3TOrO MpOEKTa Bhl MOTpaTuTe MHOrO BpemeHu BHe UE4,
BHyTpu Bamux npuioxkennit DCC, co3zmaBas 3D-mopenu wu
TEKCTYpPBbI, KOTOpbIE Oy1yT uMnoptupoBansl B UE4.

Cuenapuii: JaHHBIE, NPEIOCTABICHHBIE BAIIUM KJIUEHTOM,
OKa3aJuch XOopouero kayecrna. X MOXKHO UCIIOJIB30BaTh MTOYTH «H3
KOPOOKH», HO BBl BCE PABHO XOTUTE NOTPATUTH BPEMS Ha MOATOTOBKY
KOHTEHTA, 4TO0bl OH umnopTtupoBasica B UE4 kak MoXHO mpolie u
HaJIC)KHEE.

Hauynute ¢ opranmszanuu cueHbl B BamieMm 3D-nipuioskeHHH.
CAIIP u unX)eHepHbIe NPUIIOKEHUS YaCTO HE TEHEPUPYIOT HauboJiee
DJIETAHTHO HA3BaHHbIE WJIM OpPraHU30BaHHbIE CHEHBl. Yacto
cneuuduueckas JIOTUKa UCIOJIb3YEeTCs ISl UMEHOBaHUsI OOBEKTOB,
KOTOpbI€ TPYJIHO YWUTaTh, WIKM OHU HecoBMecTuMbl ¢ UE4 wmm
koHBeiiepoM FBX. JlnnHHbIe WM copeprkaliye CIOKHBIE CUMBOJIBI
MMEHa MOTYT BBI3BaTh NMpobiemsl ¢ s3xkcnioprepom FBX u UE4.
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PucyHOK 6.1/ Opeanauuﬂ 3D-cyenvl 6 3D Studio Max
OnpeneneHre HawIydlled OpraHW3alMyd  JJIg  Balllero
KOHKPETHOIO KOHTEHTa W aJanTalus BalluX HWHCTPYMEHTOB U
IIPOIIECCOB K MOTpeOHOCTSIM KOHBeepa FBX 3aBucsT Tonbko oT Bac.

B aTOM cilyuae Bbl MOXKETE MCIIOJIB30BaTh MPOCTON CIICHAPUI
MEPEUMEHOBAHUS, YTOOBl YIIPOCTUTh MMEHA OOBEKTOB HA CIIEHE U
MIPUBECTHU UX B COOTBETCTBUE C MPUHATOU cxemoit umeHoBaHus UE4,
B KoTOpou mpedukc SM_ craBUTCS Nepen CTaTUYECKUMH MeIIaMu
(pucyHok 6.1).

Tenepp 3TO genaercss OBICTPO W JIETKO IO CPaBHEHUIO C
MOMNBITKOW NMEPEUMEHOBATh BCE, UTO OBLJIO AKCIOPTUPOBAHO, WJIU B
UE4, roe nepenmenoBanue ropas3ao 0ojee BaXHO.

Bbl Takke MOXKETe OTCOPTHPOBATH CBOIO CIIEHY MO CJIOSIM B
3aBUCHUMOCTH OT THUMAa MOJIENIM, HauboJiee pacnpoCTPpaHCHHBIMU
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TUMIAMU KOTOPOM ABJISIOTCA pPEKBU3UT (Props) u apXuTekTypa
(Architecture). DTo mo3BoJIsIeT JIETKO BBIOMPATH CIOM JUIS SKCIIOPTa
WIH YIPABIISITH BUAMMOCTBIO OOBEKTA Ha CIICHE.

6.2 Martepuajibl

Xors UE4 He mnoaaepXuBaeT TMOJHBIM HMMIIOPT/IKCIOPT
MarepuajaoB u3 3D-mpuiokeHHWil, OH TMOAJAEPKUBACT HMIIOPT
OCHOBHBIX (PYHKIIMM Marepuajia, TaKuxX Kak IIBETHbIE M |exture
Maps. WMmopT naxe OCHOBHBIX MAaTEpHUAIOB 3KOHOMHUT MHOTO
BPEMEHH Ha MEPBOHAYAIBHON HACTPOMKE CLICHBI.

UE4 Tarxke moanep)kKuBaeT Ha3HA4YCHUE aTPUOYTOB BaIllero
Marepuajga  ONpEeNeiICHHBIM  MapaMeTpaM B YKa3aHHOM
POJMTENILCKOM MaTepuasie. BMecTo co3gaHus wmartepuana s
Ka)KJI0r0 KIMITOPTHPOBAHHOTO MaTepHuaiia neiaercs Material Instance
Asset u HacTpamBarOTCs €ro mapameTpbl. DTO OTIWYHBIN pabodmit
mporecc JUIA MPOABHUHYTHIX IIOJB30BAaTENe, M HE0OXOIUMO
BEPHYTHCSA K HEMY, KOT/Ia BBl 3aXOTHTE MOBBICUTH 3(P(HEKTUBHOCTH
CBOUX PabO4MX MPOLIECCOB.

O6Oparute BHuUMaHue, udro UE4 mnoanepxuBaeT TOIBKO
CTaHIApTHBIC MaTepuaabl Uil TNPWIOKEHUNH. Marepuansl U3
TI0JIB30BaTEIILCKUX PEHIICPOB, TakuX Kak V-Ray, MoryT BooOIIe He
UMITIOPTUPOBATHCS WU UMIIOPTUPOBATHCS TIJI0XO.

B 3TOM ciydae B MCXOIHOM Mojeu ucmonb3yroTcs Autodesk
Architectural Materials, xoTopsie He PUAEPKUBAIOTCS TEKCTYPHBIX
dbopMaToB W  BXOJHBIX JaHHBIX, mnoaAepxkuBaembix UEA4,
Hcnonp30Bajcs npoCTON CKPUIIT, KOTOPBIM 3aMEHIT KaXXIbIi U3 HUX
cTagmapTHeiM Marepuasiom 3D Studio Max c tem ke uMmeHeM,
orOpachiBass BCE OCTaJlbHBIE IMapaMeTpbl W Ha3HA4as IPOCTHIC
pacTpoBbie N300pakeHUs MU Py3HBIM KOHTAKTaM BX0J1a, KOTJIa 3TO
OBLJIO BO3MOXHO.

Multi-subobject (MSO) Materials Taxke moamepKUBarOTCS
UE4, o memy HyxeH kak Material 1D, HazHaueHHBIN IpaHsIM, TaK U
matepuan MSO ¢ yHUKaIbHBIM MaT€pHaJIOM, Ha3HAYCHHBIM
kaxaomy ID. Hampumep, mem ¢ geteippms Material ID u Toapko
OJIHUM MaTepHualioM, Ha3Ha4eHHBIM B MaX, OyieT UMIopTUPOBATHCS
Kak Meu Toabko ¢ oqauM Material ID.
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Bbl Takke TOKHBI HANTH BpeMsi, YTOObI IEPEUMEHOBATH CBOU
MaTepUaibl U TEKCTYPhl B COOTBETCTBUU C BAIllUM COTJIAIIEHUEM 00
uMeHoBaHUM. OMNsTh K€, 3TO ropa3ao Npolie caejaTh B Baiiem 3D-
npuioxxenuu, yem B UE4.

6.3 ApXxuMTeKTypa M apMaTypa
CHavaJyia BaM CTOMT IoTy4uTh ocHoBHBIE Architectural Meshes
— CTEHBI, TOJbI, TIOTOJKH, CBETUJIBHUKH M TEXHUKYy —
umnoptupoBanubie B UE4 ¥ momeleHHble Ha Hally CIEHY. OTH
MEIIU YHUKAJIBbHBI U HE HYKAAI0TCS B IepeMenieHnr. Takxke BaxHO,
4TOOBI OHM PACIOJIarajJuch TOYHO B TOM K€ MECTE, UTO U UCXOHBIC
JTaHHBIC.

6.4 ObecneyeHue YNUCTOW reoMeTPUN

Yucroe ocBelieHUE TPEOYET YMCTOM, XOPOIIO IOJO0rHAHHOM
reomMeTpud. MeplaHus, TSITHA W OIWIMOKM  OCBEILUCHHS
JIEMOPAIN3yIOT, IMOCKOJbKY TpeOylOT MOBTOPHOM COOpPKHM TmOCie
UMIIOPTa TEOMETPUHU U YKE MTPOBEACHHOM ITUTEIBHOM COOPKU CBETA.

JIBa caMbIX OOJBIINX BUHOBHUKA — ILUIOXUE HOPMAJIU y TpaHen
(mepeBepHyThIE TpaHU) U COBMAAAIOIINE WM CIOKEHHbIE Tpanu. 1
TO, W IPYT'O€ BBI3BIBACT MEPIIAHKE M TUIOXO0E ocBemeHue. Lightmass
HE MOKET MPABUJIBHO PACCYUTATh OTPAKEHHBIN CBET OT 3TUX I'PaHEH
Y 4aCTO BO3BpalIaeT YEPHBIN 1IBET.

UYroOsl HaliTH TepeBepHyTHIC HOpMaiH, oTkiIrounTe backface
culling wmm double-sided Materials B Bamem 3D-mpumoxxenun.
Hekotopple TNPUIIOKEHHS TaKXKEe MNpPENIaraloT HHCTPYMEHTHI
BHU3yau3alluy, KOTOPbIE MOMOTYT BaM UCKATh IEPEBEPHYTHIC TPAHHU.

Haiitu coBmajgaromniue rpaHd MOXKET OBITh ciokHee. Paau
npousBoauTeasHocTH UE4 ncnons3yet 16-0uTHbBIN Oydep rinyOuHsl,
KOTOPBIN 00Jiee CKIOHEH K MEPIAHUI0, KOT/Ia TPaHu PacOIOKEHBI
0onee OIM3KO, YeEM BbI MOTJM OBl MCHOJIB30BAaTh C PEHAEPUHIOM
TPaCCUPOBKH JIyuel. DTa MOJIEIb UMeNa MHOTO NIEPEKPHIBAIOIINXCS
rpaHei, KOTOpble TpeOOBadM 3HAUUTEIHHONW OYHUCTKU. MHOTHE
OIMMOKY HE ObLIM OYEBHUIHBI O TEX MOP, MOKA UX HE UMIIOPTHUPOBATIU
B UE4 u He yBumenu tam wmepranue. OOecrnedyeHue XopoIei
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UTEpPaTUBHOM HACTPOMKK pabodero mpoiiecca JeiaacT YCTpaHCHHE
MOJI0OHBIX MIPOOIEM ropas3ao MeHee O0JIC3HEHHBIM.

Bbl Takke HaBepHSKa 3aXOTUTE H30€XaTh OJIHOCTOPOHHHX
meniei. CBeT OyAeT MPOXOIUTh YePE3 3a/IHIOI0 CTOPOHY U BBI3bIBATH
yTE€YKU CBETAa W Jpyrue omwubOKu peHjepuHra. B 3Toil ciieHe BbI
JIOJKEHBI ObUIM CO371aTh BHEIIHUE CTEHBI, a TAK)KE MOTOJOYHBIC U
HaIOJbHBIE COOPYKEHUS, YTOOBI 00ECTIEYUTh XOPOIIIEEe OCBEIICHHUE.

HUcnoab3oBanue xopomux UV-koopauHar

Hamuuue xopommux UV-koopauHat oueHb BaxkHo B UEA4.
[Tnoxue UV-koopauHATBl HE TOJBKO 3aTPYAHSIOT HAHECEHUE
MaTepHUajoB W MPUBOJAT K IJIOXOMY BHEIIHEMY BHUIY, HO U MOTYT
HEraTUBHO MOBJIUATH Ha KAYECTBO PEHACPUHTa OOHEKTOB.

Baszosslii kanaa (Channel 0)

Kamgan 0, o©Oa3oBeri UV-kanana, SsBISICTCA KaHAJIOM IIO
YMOJIYAHUIO JIJIsI TPUMEHEHUS TEKCTYP K MEIIaM.

[IpenoctaBieHHass MOJIENIb COJACPKUT MeIu ¢ Xopommumu UV-
KOOpAWHATaMH, HO BBITJISIIUT KakK IJIMTKA, MOBTOPSACH KaXAbIA 1 cM
(manapie  CAD wyacTto OyayT COINOCTaBIATHCS C peaTbHBIMU
CAUHUIIAMU U3MEPEHUs). XOTS Bbl MOXKETE MacIHITaOUpOBaTh CBOU
TekcTyphl B Marepuanax UE4 mis kommeHcanyu, moToMy 4ToO 3TO
3aTPpyJHSET UYTEHUE Mella sl NpeABApUTEIIbHOTO MPOCMOTpa —
TEKCTypa pacTAruBaeTCs B OOJIBIIIOM MaciiTade, HeOOXOAUMOM IS
KOMIIEHCAIINH.

CranpmapTHbiii mporiecc MaciutabupoBanus UV-koopauHatsi
npumepHo 10 1 M. Jlenaetcs 3to au60 ¢ momorsio box UV modifier
(pucyHok 6.2), mu00, eciu yKe €CTh peallbHble MacIITaOupyembie
KOOPJMHATHI, TOJ00OHBIC TEM, YTO B 3TOH MOJEIH, UCIOJIH30BAJICS
moaudukarop UV map scaler qiis MmacmrabupoBaHus KOOPIUHAT 10
oosiee ynooHoro macimradba UE4.
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Pucynoxk 6.2 Ilpumenenue oonoeo sxzemnisapa Box UVW map
modifier Ko écem cmenam, noiam u NOMOJKAM

Lightmass (Channel 1)

Lightmass tpeOyeT uucThIX, HenckaxkeHHBIX UV-koopauHar,
4TOOBI OBITH 3(PPEKTUBHBIM. BBl MOXkeTe TMO0 MOBTOPHO YIAKOBAThH
cBoM KoopauHaTel B 3D-mpuiioxkeHun, MO0 TOJOXKUTHCA HA
cucrtemy nepeynakoBku UE4,

OoObryHo ommparorcs Ha Automatic Lightmap Coordinate
Packing UE4, rapanTupys, 94TO MOJCIH UMCIOT XOpOIIHe 0a30BbIC
koopauHaThl kaHaja UV nepen skcnoptom. bojiee ClloKHBIE MEIIH
MOTYT IOTPEOOBATh PyYHOTO PEAAKTUPOBAHMS ATUX KOOPAUHAT JJISI
JOCTH)KEHUS HAWIYYIINX Pe3yJbTaToB, HO OOJBIIMHCTBO MeEIIEH
paboTaroT O4YE€Hb XOPOIIIO.
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OTa cucTteMa He pa3lelisieT Kpasi, HE IPUMEHSET U HE MEHSIET
Bamu UV-guarpamMMmbel KakuMm- U060 oOpazom. OHa mpocTto Oeper
UV-nanubie kanana 0 u nepeynakoBbIBaeT UX.

Jns cuen, kotopsle HE uMer0T UV-KoopAUHAT, WIIH, KOTJA BBI
MOJIETTUPYETE COOCTBEHHBIC CIIEHBI, BBbI BCE €IIEC MOXKETE
UCIIOJB30BaTh aBTOMATHYECKYl0 ynakoBky B UE4, HO BaM Hy»XHO
yoeauThbesi, uto Bamu 0a3zoBbie UV-koopauHatel uncthl, 0e3 UV-
MCKaXEHHUI U UMEIOT XOPOIIIO PACIOI0KEHHBIE TPAHULIBI.

BONBIIMHCTBO CTEH, MOJIOB M MOTOJIKOB MOKHO OTOOPa3UTh C
nomoinpio a box-style mapping. Koneuno, HekBaapaTHBIC TI'DaHU
MOTYT MOTPEOOBaTh JAOMOJHUTEILHOIO BHUMAHMS, HO €CJIU Ballu
6azoBbie Texture Maps Beirnmsaar xopoimo, UE4 nomxeH ObITh B
COCTOSIHMHM CJICJIaTh XOPOIIHi Habop koopauHat Lightmap s Bac.

6.5 DxcnopTUpoBaHMe CHEHbI

Tenepp, Korjga Bamid MEIIM MOATOTOBJICHBI, MPHUIIIO BpEeMs
umnoptupoBath ux B UE4. J11s 3TOoro cHayana Hy>KHO COXpPaHUTh UX
B (aitn ¢opmara UE4, xOTOpHIE MOXKHO HUMIOPTUPOBaThH. s
CTaTUYECKUX MEIIed MpearnoyYTUTEIbHBIM ¢dopmaToM (daitna
spisercs FBX.

Jns sxcnopra Bamedt monenu B FBX moctynmHo Heckobko
METOJIOB. Y Ka)KJI0r0 U3 HUX CBOM MPEUMYIIECTBA U HENOCTATKU, U
KaKJIbIM MOXKET paboTaTh JIydllie JJIs Balllel CUTyalluu WU CIICHBI.

HUcnoab3oBanue HeckoJabKux FBX-¢painos

CrangapTHO SKCHOPTUPOBAHME OOBEKTOB Ha CIEHBI B
otaenbHbIe (aiipl FBX, mo3BossieT MakCcMMaabHO KOHTPOJIMPOBAThH
JTAaHHbBIC, 1 MOKHO JIETKO U HAJIEKHO OOHOBJISIT, SKCIIOPTUPOBATH U
MOBTOPHO UMIIOPTUPOBATH CBOU JIAHHBIE.

bonpimmacTBO 3D-MIpHokeHnt HE OIS KUBAIOT MTAKETHBIN
skcniopT  (daitioB  FBX, 4ro BBIHY)KJAae€T Bac yTOMHTEIBHO
SKCIIOPTUPOBATh MX OJWH 3a JpyruMm. M3-3a 3Toro pazpabotaics
cueHapuii Max, KOTOphIii IO3BOJIIET MHE OBICTPO chelaTh 3TO
(pucyHoK 6.3).
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Baxno ormeruts, uto UE4 ucnons3yer ums ¢aitna FBX B
KaueCTBE HMMEHU HUMIIOPTUPOBAHHOTO MEIIAa W UTHOPUPYET HMS,
Ha3HaYeHHOE B BailieM 3 D-nipuioxeHumu.

3 UE4 FBX Exporter Version 1.2 X

Export Mode

® Export Selected Objects to FBX Fles Copy Selected Object Transforms and Names to Clipboard

Export Options
Move each Mesh to 0,0,0?
Reset Rotation?
Convert to Poly before exporting?
Indude UCX Colision Shells?
Define scene origin?
Select New Ongin
FBX Export Presets:
® Static Meshes Show FBX Dialog
Scale from system units to luu==1om?
Export Path:
Export to folders using Layer Name?

Open Export Path m Explorer

Export Selected Objects to FBX

Pucynox 6.3 Cxkpunm ons Max ucnonvsyemcsi 0151 hakemHoz2o
asxcnopma ¢hatinos FBX ons UE4,
Hcnoan3oBanue oanoro FBX-gaiiia
Bbl Takke MOXeTe 3KCIMOPTUPOBATH BCIO CBOIO FEOMETPHUIO B
omud ¢aitn FBX. UE4 wmoxer wumnoptupoBath ¢aitn FBX ¢
HECKOJIbKUMHU 00BbEKTaMH B HEM pa3HbIMU criocoOamu. [lapamerpsr
BapbUPYIOTCS OT CO3/aHUS €AMHOTO MOHOJIMTHOTO CTaTHYE€CKOIO
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MelIa 10 UMIIOPTa KaxJ0ro oObeKTa B BUJE CTATUYECKOrO0 MEIa B
daitn mo ornensHOCcTH ¢ nomolbio Content Browser. UE4 Takke
npennaraer Qgynkiuio Import to Level B mento File, xoropas
MO3BOJISIET ABTOMATU3UPOBATh UM- MOPT CIOKHBIX HEPAPXHUUECKUX
MOJIEJIEW B KOMIUIEKTE C KaME€paMH, ITOJICBETKON U aHUMAIIUEN.

OTH OMNIMU OYEHb MPOCTHI B UCMIOJIB30BAHUH, U OTO OTJIWYHBIN
CIIoco0 OBICTPO UMIIOPTHUPOBATh 0OJbIIKME HAOOPH! JaHHBIX B UE4.

Campblii 60JIBIIION HETOCTATOK, C KOTOPHIM MOKHO CTOJIKHYTHCS
ATUMU METOJIaMH, — 3TO TPYAHOCTH ¢ OOHOBJIEHHWEM KOHKPETHBIX
Mele i HabopoB memiedt u3 daitna FBX. UE4 oxunaer, uto
cTpykTtypa ¢airima FBX ocraHercs HEM3MEHHOW  MEXIY
pEeUMIIOPTaMH, MO3TOMY PEUMIOPT CTATUYECKUX MEIIEH JIErKo
BBI30OBET OIIMOKH, €CIM BBl HE OyJeTe O4YEeHb OCTOPOXKHBI C
DKCIIOPTOM W HE CTaHETe MOJAJEPKUBATh CTPOTHH HaOOp
AKCIOPTUPYEMBIX 00BEKTOB IS Kaxkaoro ¢aitia FBX.

6.6 UMmopT cueHbl

B 3aBUCUMOCTH OT TOT0, KaK Bbl 3KCIIOPTUPOBAJIA CBOU JJAHHbIE
U KaK XOTUTE YIPaBJIATh UMH Ha COOCTBEHHOM CIIEHE, Y Bac €CTh
HECKOJIbKO BapHMaHTOB, KOTJla Bl UMIOPTHUPYETE CBOW KOHTEHT B
UEA4.

Nmnopruposanue B Content Browser

Eciau BBl AKCHOPTUPOBAIM COACPKUMOE B BHJEC OTIEIBbHBIX
¢aitioB FBX, BbI Mo)xeTe uMNopTupoBaTh UX MO OJAHOMY WJIU B
MaKeTHOM pexume, mneperackuBas ¢ainel FBX u3 cucteMHbix
daiinoB (pucyHok 6.4) wim ucnosb3ys kHomky Import B Content
Browser.
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Pucynok 6.4 Umnopm necxonvkux ¢paiinos FBX nymem

nepemackusanus uz Windows Explorer ¢ Content Browser

Ecnu BbI 2kcriopTUpoBasid Ball KOHTEHT B oauH FBX-daiin ¢
OOJIBIIIMM KOJMYECTBOM MEIIEH, Bbl MOXETE€ MMIOPTHUPOBATH 3TH
daitner B Content Browser kak ouH COBMENICHHBIA CTaTUYECKUI
MeIll WU B BHUJE OTACIbHBIX MemicH, BeiopaB Combine Meshes B
muamore FBX Import Options, koTopsiii MOSBISETCS MPU TOMBITKE
umnoptupoBats FBX accer.

Kak BuaHo Ha pucyHke 6.5, 3TOT auasor mnpeajiaraer
MHOYKECTBO OMITUM, OOJIBIITMHCTBO U3 KOTOPHIX BBl MOXKETE OCTABUTh
M0 YMOJITYaHUIO, 38 HECKOJIBKUMU 3aMETHBIMU UCKIIFOUEHUSIMU.
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Pucynok 6.5 {uanozosoe oxno FBX Import Options. Aut0
Generate Collision omxntouena, 6 mo epems kak Generate
Lightmap UVs exniouena, kax u napamempwor Material and Texture
import

Auto Generate Collision
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Omnmus Auto Generate Collision co3gaeT odeHb ympoineHHOE
MoJIE€ CTOJIKHOBEHUN BOKPYT BalllerO Mellla U OOBIYHO HE MOJIXOJUT
I BU3yanu3anuu JaHHbIX. [[OCKOJIBKY 3Ta CIleHa TpOCTa, BBI
MOYETE MOJOKUTHCS HA CTOJKHOBEHHE T10 MTOJIUTOHAM. JTO JOPOKE,
YEM HCIOJIb30BAHUE NMMPUMUTHUBA KOJUIM3UU C HU3KUM KOJIMYECTBOM
MOJIMTOHOB, U MOXET BBI3BATH MPOOJIEMBI C TPOU3BOAUTEILHOCTHIO B
OoJjiee CIOXHBIX cleHax. J[Js 3TOro mpoekTa BBl JIOJAKHBI
yCTaHOBHTH 3HaucHHE false.

Generate Lightmap UVs

Bbl yBepeHbl, UTO Ballll MEIIM UMEIOT xopoiiue, yuctoie UV-
KOOpJMHATHI, mo3ToMy cuctema Automatic Lightmap Generation
JIOJKHA JTaBaTh XOPOILIWE PE3yJbTAThl. Y CTAHOBUTE ISl TapaMeTpa
Generate Lightmap UVs 3nauenue true.

Transform Vertex to Absolute

Transform Vertex to Absolute mno3pomser Bam pemwurs,
ucnone3yer s UE4 pivot point, co3mannyro B Bamem 3D-
MPUJIOKEHUHU, WM OHa OyneT yctaHoBsieHa B 3HaueHue 0,0,0. s
BAIIUX APXUTEKTYPHBIX MEIIEH YCTAaHOBUTE JTOT MapamMeTp B
3HaueHue true.

6.7 UMnopt maTepuajioB U TEKCTYP

YcranoButre  3HaueHue true, 4YToOBl  UMIOPTUPOBATH
IPUMEHSAEMbIE MaTEPHUAIIbl U TEKCTYPhI BMECTE C MOJEIBIO.

Importing into the Level

Hpyroii BapwanT — 3T0 HOBBIA Import into Level. Dto
MO3BOJIIET MMIIOPTUPOBATH cojaepxkumoe (Qaina FBX, Bxirouas
CBS3aHHBIE UEPAPXUH, AHUMALMIO, OCBEILICHUE U KaMEPHI.

B UE4 BwiGepute File > Import into Level u BeiGepute daiin
FBX (pucyHnok 6.6). Beroepure manky juist uMmopra (pucyHok 6.7).
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Pucynok 6.6 Umnopm cyenvrt FBX nenocpedcmeenHo Ha
VPOBEHb
[TosiBUTCS IHMAIOrOBOE€ OKHO MMIIOPT / PEUMIIOPT (PUCYHOK
6.8), mo3BOJISIONIEE TMPEABAPUTEIBHO MPOCMOTPETh MEIIH H
MaTepualibl, KOTOPbIE OyAYT UMIIOPTUPOBAHBL. DTO XOPOIIIEE BpEMS,
4TOOBI OBICTPO B3TJISIHYTh U YOEIUTHCS, YTO Bbl UMIIOPTUPYETE TO,
YTO XOTHUTE.
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Pucynok 6.8 Juanocosoe oxno FBX Scene Import Options
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Oo6s3atensHo oTkmounte Gynkmuo Auto Generate Collision,
MOCKOJIbKY OHa HECOBMECTHMMa C MeEIIaMUd B BU3yaJIU3alluU
apXUTEKTyphl. Bel Oynere ucnonb3oBath per-poly collision na cBounx
CTEHaX, a HE MOJaraThCs Ha MPOKCU-00BEKTHI KOJUTU3HUU.

Kaxx b1l Melll UMITIOPTUPYETCS KaK €IMHOE 11eJ10€ B (haiis.uasset
BMECTE C JIOOBIMM MaTepUallaMl M TEKCTypaMu, IPUMEHEHHBIMU K
ATUM Martepuasiam. Bbl Takke MOXKETEe ONpEeNeauTh APYTyIO MarKy
JUTSI UMIIOPTA BaIllMX MaTePUAJIOB.

Cosmaercs omun Blueprint Actor u nomemaercs B
3arpy’>KEHHYIO CIICHY CO CChIIKaMHM Ha Kaxkblii Merr. DtoT Blueprint
padortaer B coueranun ¢ FBX Import Data Asset, nmo3BoJisitommm
MOBTOPHO UMIOPTUPOBaTh (aiin FBX, a takke 100aBisTh, yIansiTh
Y U3MEHSITh MEIIIM U MaTepHasbl B COOTBETCTBUU C (paitiiom FBX mpu
MOBTOPHOM UMIIOPTE.

[Tocne ummnopTta He 3a0yAbTE COXPAaHUTH CBOIO PabOTy, IOTOMY
YTO UMIIOPTUPOBAHHBIE MEIIU HE COXPAHSAIOTCA HA JUCKE JI0 TE€X MOp,
MOKa BbI HE COXPAHUTE UX CAMH.

JlekopaTuBHbIe MelIH (PEKBHU3HUT)

Crynbsl, CTakaHbl U TapeIKH — 3TO BCE, YTO MOXXHO CUUTATH
JNEKOPATUBHBIMM MEIIAMHU, WJIM PEKBU3UTOM: MEIIH, KOTOPHIE
TyOJIUPYIOTCS W/WIW TOJKHBI ObITh TIEPEMEILICHBI WJIN TTOMEIIICHBI B
Editor.

B mozxenu, npeacTaBieHHON KIIMEHTOM B IPUMEPE ITOU IJ1aBhl,
OTCYTCTBOBaJIa Kakas-Tubo MeOenb, HO BaM OBbLIM  JIaHBI
PEKOMEH/IalNK U CIIpaBOuHbIe MaTepuaibl. OTTyna Bel ctpowsiu 3D-
moaenu creuuanbHo g UE4 wim Haxomuinu Memm B CBOEH
OMOJIMOTEKEe KOHTEHTA, KOTOPbIE MOKHO OBIJIO UMIIOPTUPOBAT.

Jlyamie Bcero pasmectuth cBoil pexkBu3uT B UE4, a He B 3D-
npuioxkeHud. FBX He moanepkuBaeT WHCTAHIIMPOBAHUE U OyAeT
paccMaTpuBaTh KaXAyH TApeNIKy, CTAKaH U CTYJI KaK YHHUKaJIbHBINA
OOBEKT, UMIOPTUPYSI KaXKAbIM W3 HUX KaK yHUKaJIbHBIA .UasSet,
KKl M3 KOTOPBIX 3aHUMAET MaMsATh, TUCKOBOE MPOCTPAHCTBO U
BBIYUCIIUTEIIBHYIO MOIITHOCTh. DTO TaKK€ 03HAYAET, YTO BbI JTOJKHBI
OOHOBUTH KaXIbli 3K3EMIUISIp O0OBEKTa, €CIU €CTh YTO-TO, YTO
HY>KHO U3MEHUTb.
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Koraa y Bac ecTb MHOTO TTOBTOPSIOIIUXCA OOBEKTOB Ha CIICHE,
uMesl JIMIIb OJIMH.UaSSet MOXHO HCIHOJb30BaTh €ro C OOJIBIINM
KOJIMYECTBOM CCBHUIOK Ha ATOT €JIMHCTBEHHBIN (aiil accera Ha
YPOBHSIX.

Kpome Toro, kak OyAeT MokazaHO Jiajiee, CO3/laBas XOpOIIne
pivot points, BEI MokeTe cenaTh K3MEHEHUE, TIEPEMEIIICHHUE U JIaXKe
aHUMAIMIO BallMX MeEIIeM HaMHOIO TMpoIle, YeM HUX SBHOE
pa3MelIeHHE.

YcTaHOBKA TOYEK BpALLlEHUS

BbI 10JKHBI CO3/1aBaTh PEKBU3UT MHAUYE, YEM apXUTEKTYPHBIE
MEILH, C CaMOi OOJIBIION pa3HUIIEH B TOUKAX BpallleHUs (MMBOTAaX).
XOTs apXUTEKTYPHBIE MEIIIH SKCIIOPTUPYIOTCS. U UMIOPTUPYIOTCS Ha
MeCTe, C UX MUBOTaMH, ycTaHOBJIeHHbIMU Ha 0,0,0 mpu ummopre,
OTIOPHBIC MEIIU JOJDKHBI OBITh HUMIOPTHUPOBAHBI C  XOPOIIO
aBTOPU30BAHHBIMU MTUBOTAMMU.

[TMBOTHI HE MOTYT OBITH OTPEAAKTUPOBAHBI HETIOCPEICTBEHHO
B UE4, nmosTomMy HacTpoiika Touek pazBopoTa B 3D-mpuioxeHuu
OYCHb Ba)KHA.

[TomMecTuTe CBOMl MHUBOT (TOYKY BpAIEHUS) TyJa, [JE€ BBI
XOTUTE, 4YTOOBI Baml Menl mnpukpernwics kK wMupy. CozmaHue
IPaBUIIBHOTO PiVOL Point MOKET CAKOHOMHUTH OTPOMHOE KOJIMYECTBO
YCUJIMI, KOT/Ia peUb 3aX0JIUT O Pa3MEILICHUH, IEPEMEIICHUN U JaKe
aguManuu Bamux Mmenreid 8 UE4.
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Pucynok 6.9 Pivot point o6wexma ¢ UE4, 20e kpacnwiti — Roll
unu X, senenviit — Pitch unu Y, a cunuit — Yaw unu epawenue Z

Hannuue nuBoTa B 1IeHTpe 00BEKTA, KaK MPABWIIO, HE JTyUlliee
mecto. [IuBoT — 3TO MecTo, rae akTop OyneT MacmTadupoBaThCs,
Bpamatecsa U asuratbess B UE4. DT0 Takke mecTo, Tae OH Oynaer
NMPUBS3BIBATECS K IMOBEPXHOCTSAM JPYTHX aKTOPOB, KOT/A BBI
IIOMECTUTE €ro Ha ypoBeHb. [ cTyiabeB W Jpyroil mMeOenm 3To
03HAYaeT, YTO BBI JOJDKHBI pa3MECTUTh OCh Ha BBICOTE, T/Ie MeOeb
yaapsieTcsi 0 3eMJIt0. BBl JOMKHBI YCTAaHOBUTH Y KapTHUHBI B paMKe
pivot c3amu, rae oHa OyaeT MpHUKpeIicHa K CTeHE.

UE4 oTHocHTCS K BpalieHHsM Kak kKoMmOuHaiuu oceii Roll,
Pitch u Yaw. Kpen — 310 BpaliieHre BJICBO U BIIPaBO BOKPYT OcH X,
a TAaHTa)X — BBEPX M BHU3 BOKPYT OCH Y ; ppICKaHUE BpaIllaeT aKTopa
BOKpYT ocu Z (pucyHok 6.9).
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DTO O3HA4YaeT, YTO Bbl JOJDKHBI MOJEIHMPOBATH AKTOPOB B
cBoeM 3D-nipusokeHrun, 0OpalieHHbIX K MOJOKUTEILHOMY X, TOYHO
Tak ke, kak oHu mnosiBmsirorcs B UE4. UE4 Oyner ynpaBisite
MepeBOIOM OCH Y.

6.8 Hcnosb30BaHMe OCMBICJIEHHON reoMeTPUM

PexBU3UT, NIPEIOCTABICHHBIA KIMEHTOM, SBIISICTCS OTJIUYHOM
OTHpPaBHOW TOYKOM, HO OH 4YacTO OBIBAET HEJOCTATOYHO XOPOI,
4TOOBI MCTOJIB30BATHCS JJIs1 BU3YaJIU3allUKM BEICOKOTO KJlacca.

Hcnonbs30BaTh  MOAENM, NOPENOCTABIECHHBIE BMECTE C
PYKOBOJCTBOM OT KJIMEHTA, B KAUE€CTBE ITAJOHA W MEPEICTIbIBAThH
00JIbIIIYI0 YacTh MeOenu. Bel BuanTE, 4TO OOJBIIMHCTBO MOJEIECH
OYEHb MPOCTO MOACHUPYIOTCA. XOTS COBPEMEHHBIE BHUIICOUTPHI
UCIMOJIB3YIOT OYE€Hb TPYJIOEMKHI pabouuii mpolecc sl Meliew,
IIEPCOHAKEN U OKPYXAIOLIEH Cpelbl, IPOEKThl BU3YyAIU3ALUU
OOBIYHO HE UMEIOT BPEMEHH, OI0JKETa WM MOTPEOHOCTH B TaKOM
YpPOBHE BHUMAHUSI, YTOOBI TPATUTH €TI0 Ha KaXKJIbIA acCET.

['eomeTrpuss  gomkHa  ObITh  uyMcTOM, xopomo  UV-
npeoOpa3oBaHHONM M JIOBOJBLHO HHM3KO IojuroHanpHoi. UE4 u
COBpPEMEHHOE 000py/I0BaHUE TMO3BOJISIET 00padaThiBaTh MUJIITUOHBI
TPEYTOJbHUKOB B CEKYyHAY, U OOJBIIUHCTBO CIEH BU3yaJIU3aIUU
OTHOCHUTEJILHO PEAKH 10 CPABHEHUIO C OKPYKEHUEM BUJIEOUTP. ITO
MO3BOJISIET BaM MCIIOJIb30BaTh OOJIBIIE OJIUTOHOB JJI ONPEICICHUS
BalllMX MeIIed, HO OyJbTe BHUMATEIbHBI, TOTaJIbHAasl ONTUMM3ALIMS
BCE €IIIE BaXKHA.

6.9 Ixcmopt
XoTs Bbl MOXkeTe »KcnopthpoBaTh oauH.FBX co Bcemnu
PEKBU3UTAaMU B OAHOM (aiine, — 3T0 HEAYPEKTUBHO M MONKET

3aTPYJHUTH paOO4Yuil TpoIecc, TakK Kak HYXHO TTOBTOPHO
HKCTIOPTUPOBATH BCE OJIMHAKOBBIE Meln B (aitn FBX, ecnu HyxHO
BHECTH U3MEHEHUS B OJIMH MEII.

Ynpaowcnenue 10. Ixcnopm.

HUcnonp3yliTe cleayronme HACTPOMKM WM aHAJIOTUYHbIC
HACTPOWKH B 3Kcnoprepe Bariero 3 D-npunoxenus (pucyHok 6.10).
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1.  VYoemutech, uro Bl dKcroptupyere Smoothing Groups,
Tangents u Binormals, a Taxxxe uro Triangulate u Preserve Edge
Orientation ycranoBneHs! Ha true.

2. Ecim BBl paboTtaeTe Ha CLEHEe, KOTOpas He
MaclmTabupyercss A0  CAaHTUMETPOB, Bbl  TaKXKE€  MOXKETE
MacITaOupOBaTh JIAHHBIC C TIOMOIIBIO CHCTEMbI MACIITA0OUPOBAHUS
CIMHMII U3MEPEHHS dKcnoprepa. s atoro ycranoBure Automatic
nepekirovaresb B nonoxenue false n ycranosure mapamerp Scene
units converted to B Centimeters.

BBl MOJDKHBI AKCTIOPTUPOBATH KaXIbIi PEKBU3UT KaK OJUH
daiin FBX, nazpiBasg kaxnabiii ¢aitn FBX Tak, kak Bbl xotute. UE4
UCTIONIB3YeT UM (paiiia ajig yCTaHOBKM UMEHHU MeTIIa.

Current Preset:  User defined

* Indude
* Geometry

¥ Preserve edge onentabon

» Animation

» Cameras

» Lights

» Embed Media

* Advanced Options
* Units

Scene units converted to:  Centimeters

» Axis Conversion
» UI
» FBX File Format

* Information

0.1Release (241562)

Help on FBX
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Pucynox 6.10 /[uanocosoe oxno 3D Studio Max FBX Export,
noKazvléarouee HACMpouKU, Komopwvie obecneuam 803MONCHOCHb
umnopma saweti mooenu 8 UE4 co ecemu smoothing groups, UV-
KOOpOUHAmamu u npasuibHoll opuenmayuel pebep, 4moowl sauiu
accemwl omoopadicanruco 8 UE4 mouno max once, kak 6 eawem 3D-

NPUTIOHCEHUU

6.10 UmnopT

Kak u B cilydyae ¢ MelIlaMu apXUTEKTypbl, UMIIOPTUPYUTE
pekBm3uT ¢ moMmomipio KHomku Import B8 Content Browser wim
neperackuBas (Qaitner B Content  Browser. Bber  moxeTe
UMIIOPTUPOBATH BCE Ballly (paiiiibl cpa3y UiIu OJUH 32 IPYTHUM.

Kak u npexne, mosButcs auaiorosoe okHo Import Dialog for
Static Meshes. Hcrmonb3yliTe HacTpOWKH, IOKa3aHHBIC paHee Ha
pucyHke 6.5.

Auto Generate Collision

He pekoMeH1y10 MCHOIb30BaTh aBTOMATUYECKHU CO3/1aBA€MbIE
CTOJIKHOBEHUsA. OOBIYHO HCIOJB3YIOTCS CTOJKHOBEHHE Ha CBOUX
MeIllax ISl peKBU3UTA JJIsl apXUTEKTYPHBIX BU3yalu3aluid, TOTOMY
YTO 3TO YACTO CIUIIKOM OTPAHUYMBAET JIBUKEHUE T0JIH30BaTES.

Transform Vertex to Absolute

Ycranoska Transform Vertex to Absolute B 3nauenue false
no3Bosisier UE4 ncnonb3oBaTh aBTOpCKUIM MUBOT i1 MOBOPOTA B
Bamien Mojeau, a He wucrnoab3oBath 0,0,0 creHsl M 3anekaTh
BpallleHUE U JpYyTHe npeoOpa3oBaHusl B BEPIIMHBI Metia. Eciii Bbl He
nepemectunu cBod pekBu3uT B 0,0,0 B 3D-mpuiioxkenun nepen
9KCIIOPTOM, TO IMOTPeOyeTCsl YCTaHOBUTH I Hero 3HaueHwue false.

3akioueHue

Nmnopt nanHbix U koHTeHTa B UE4 MoxeT mokaszaThes
MyTalolUM Ha TIEPBBIA B3I, HO MOATOTOBKA W OpPTaHU3aIIMs
BAIlIETO KOHTEHTA, a TaKKe O00eCledyeHue MPaBUIBHBIX HACTPOEK
UMIIOPTa W DKCIOpTa JJisi HEro JeJIaloT MpOIECcC IUIaBHBIM U
MpeCKa3yeMbIM.

Teneps y Bac JAOJKHO OBITH XOpOIEE MOHUMAHHUE pPa3TUIUi
MEXK]ly 00BEKTaMU PEKBU3HUTA U APXUTEKTYPhI U TOT0, KaK HAJAECKHO
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nomectuth ux B UE4 (pucynokx 6.11). Temepp BBl TOTOBBI
Pa3MECTUTh ATU ACCEThl U HAYaTh CTPOUTh UHTEPAKTUBHBIA MUD.

AU = o X

=3 ; | -

e

P D IS W TN PO [ [ Y T
Pucynok 6.11 Content Browser, noka3zwigarowut
umnopmuposannwvle ¢ Architecture Static Mesh Assets

/ HAIIOJIHEHHUE CHEH
3amnonaenue cueH B UE4 MoxeT OBITH CIIOKHOW 3aauen I
BU3yann3anuu. [[poeKTUpOBIIMKAM YaCTO MOPYYAIOT MPEACTABIATH
JTAHHBIC WJIH MPOEKTHI, KOTOPBIE TPEOYIOT TOUHOCTH U aKKYPaTHOCTH.

7.1 COopka cueH 1Jisi BU3yaJIu3aunu

UE4 npennaraeT MOUIHBIA HaOOp MHCTPYMEHTOB ISl JIEBEN-
nuzaninepoB (Level Designers, LDs) u Xy10KHUKOB, YTOOBI OBICTPO
co3/aBaTh (haHTACTUUYECKHUE WUTPhl W BU3yAIM3AIUU. XYAOKHUKU
MOTYT TI€pPETACKUBaTh aCCEThl, OTHU W APYTM€ aKTUBBI B MHD C
nomouisio Content Browser; 1erko nepemMeniarb, MacIiTaOMpPoBaTh U
MOBOpPAYMBAaTh UX C MOMOIIBIO MHCTPYMEHTOB MpeoOpa3oBaHUs, a
TaK>Xe JIETKO MEHSITH CBOMCTBa ¢ moMoIbio Details Panel.

[TocTpoeHue clieH IS BU3YAJIM3AlMU MOXXET OBITh CIIOKHOMU
3a/1a4ueil, TOCKOJIbKY BaM 4YacTO HYXKHO OYE€Hb TOYHO OTOOpakaTh
JTAHHbIC, CTaBsI TOYHOCTH BBIIIE CBOOO/IbI TBOPUYECTRA.
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Jns  apXHTEKTYPHBIX BHU3yaIHM3allMii 4YacTO MPUXOIUTCS
OaaHCUpOBAaTh  MEXKIY  IOTPECOHOCTRIO B TOYHOCTH M
XyI0’)KECTBEHHOM CBOOOIOM Il CO3JdaHUS HEBEPOSITHO KPACHUBBIX
MIPOCTPAHCTB.

BbI OJDKHBI TOUHO Pa3MECTUTh CBOM apXHTCKTYPHBIC MCIIH B
npejiesiax ypoBHS. 3/1€Ch HET HUKAKON XYJI0KECTBEHHON CBOOOJIBI,
IIOTOMY YTO 3TO JaHHBIC, KOTOPHIE BaM JaJIl BU3yaIu3HPOBATh.

Opmnako Baml PEeKBU3UT JOJDKEH OBITh BPYYHYIO MOMEIIEH Ha
YPOBEHb, II€pPEMEIIECH, IOBEPHYT M CBOOOJHO MacIITaOMpOBaH,
HAITOJIHSS BCE JKM3HBIO U CMBICIIOM.

7.2 Hactpoiika Level

[Ipexne ueM Bbl IOCTPOUTE YPOBEHD, HY)KEH caM YpoBeHb. 110
ymonuanuto UE4 mpenocraBisier mpocTod ypoBEHb C OOJaKaMu,
ucrouyHukom cera u Player Start Actor, pacnonoxkeHHbIM Ha Box
Static Mesh Actor.

MOXHO HaYMHATH BCE 3aHOBO C COBEPIICHHO HOBOTO YPOBHS,
nuzberas JIOOBIX MPOOJEM, KOTOPhIE MOTYT BO3HUKHYTH IIpU
MCIOJIb30BAaHUM TTPECETA.

Coznanue New Level

YtoOBI HAYaTh C YUCTOTO JIUCTA JJIs1 HOBOTO MPOEKTA, BHIOCPUTE
File > New Level B Editor (pucynok 7.1).

DTO CO31aET HOBBIW, COBEPIIEHHO TyCTOM YpOBEHb. COXpaHUTE
CBOM ypoBeHb, BbIOpaB File > Save Current As.
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Seve Al €

£ Contert » [xampieZ » Meshes » Architecturs -
S9N TR0

Pucynox 7.1 Cozoanue nosozo nycmoeo Level; ypogens no
ymoauanuro omoobpasxcaemcs 6o Viewport

7.3 J{ob6aBjieHHe MPOCTHIX HMCTOYHUKOB CBETA

Kak u B mepBoM npoekTe, neppas 3aja4a COCTOUT B TOM, YTOOBI
MIOCTaBUTh HECKOJIBKO IPOCTBIX HMCTOYHUKOB CBETA, MPEKIEC UYeM
pasmemath kakue-mibo memm. be3 ceera UE4 nenmaet cueny nu6o
yepHoi, 6o B Unlit View Mode, 4To 3aTpyIHsSIE€T IPOCMOTpP TOTO,
9TO BBHI Aenaete. J[oOaBieHue psiga OCHOBHBIX HCTOUYHUKOB CBETA B
NEPBYIO OuYepeab MO3BOJSET MPOIIe BUIAETh HEKOTOpPHIE BELIU U
paboTaTh C HUMH.

Atmospheric Fog

Ha nanenu Place Actors BbiOepute nyHkT Visual Effects u
neperamure Atmospheric Fog B Viewport. 310 obecneuuBaet
rOpU30HT, aTMOc(epHOE paccenBaHue (Toiryooe HEOO) U COTHEUHBIN
JTUCK, KOTOPBIH J1ef1aeT HeOO MPOCTHIM U MTPUSTHBIM.

Directional Light

Breioepure Lights ma manmenm Place Actors m meperamure
Directional Light B Viewport. OTo Oymer paboTaTh Kak Balle
Comnnue.
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Bri6epute Directional Light, nalinure omuuio Atmosphere /
Fog Sun Light u ycranoBute ee B true (BO3MOXKHO, BaM MIPHUIETCS
nocMoTpeTh B pazaene Advanced Options rollout). 9to mo3BosisieT

HAlpaBJICHHOMY  CBETYy  KOHTPOJHMpOBATh  IIB€Ta  aKTOpa
aTMoc(epHOTO TyMaHa M TTOJIOKEHUE COTHEYHOTO JIUCKA.

Sky Light

[leperammute Sky Light Ha cieny. 9T0 00paser] oKpy Karomien
cCpeasl BOKPYT HEr0 W HCIHOJb3YeT AaHHYIO HWHGOPMALHIO IS
oOecrieueHns] KOCBEHHOTO OCBEIIECHHUS CIICHBI. Terneps y Bac J0JDKHA
OBITH 0a30Basi HACTPOMKA OCBEIICHUS (PUCYHOK 7.2).

Pucynoxk 7.2 bazosas nacmpoiika oceewenusi nokazvlieaem
eviopannwili Directional Light u Atmosphere / Fod Sun Light,
ycmaHnogénennvliu 8 true na naneau Details, umo nosgonsiem
yemanogumu noaodicenue Connya 6 nebe.

Pa3memenue Architecture Static Meshes

[ToaroTOBUB CBOM apXUTEKTYPHBIE ACCEThI K MCIOJIb30BAHUIO
origin FBX B kxauectBe pivot point (0,0,0), BbI JI€rKO pa3MeCTUTE UX
Ha YPOBHE B TOM CaMOM MECTE, KyJia BbI MX SKCIIOPTHPOBAJIH.

Dragging u Dropping memeit
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[lepetamute Bamm memu Ha Viewport u3 Content Browser. Boi
MOXETe BBIOpAaTh OAWMH WM HECKOoJbko Static Mesh Actor c
IOMOIIBI0 00BIYHBIX codeTanui kiaasui (Shift-click, Ctrl / Cmd-
click u 1. 1.) u meperamuTh UX B J000€ MecTo Viewport (pUCyHOK
7.3).

Methes » Architecture

bl shda s N

Pucynoxk 7.3 Pe3ynomamul onepayuu nepemackusanusi, a
3amem ycmanoeka ceoucmea Location pasmewiennvix mewiel Ha

0,0,0

7.4 Hacrtpoiika Location Ha HOJIb

Korga Bbl mepeTackuBaeTe 3TH MEIIU Ha YPOBEHb, CO3/JaHHbIC
Static Mesh Actors Beioupatotcs B World Outliner u Level. Eciiu Bo
MOCMOTpUTEe Ha mnaHenb Details, TO yBUAUTE, YTO MOXETE
pPEIAKTUPOBAaTh CBOMCTBA BCEX MENIEW OJHOBPEMEHHO. OTO
MO3BOJISET JIErKO YCTAaHOBUTH MecTonojoxenue Ha 0,0,0 (pucyHok
13.3).

Tenepp Bce BallM apXUTEKTYPHBIE MEIIM PAa3MENIAIOTCS TOYHO
Tam, IrJi¢ OHU ObUTH B BalieM 3D-TIpUIIOKEHUH.

Pasmenienne 1eKopaTuBHBIX Melei

Tenepp, korga CTeHbl, NOJBI W Jpyras AapXUTEKTypa
pa3MeIIEHbl, TPUIILIIO BPEMSI pACCTABUThH PEKBU3UT.
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Kak u B OOJBIIMHCTBE CIydaeB C KOHTEHTOM, IPOCTO
NepeTaiuTe peKBU3NUT, YTOOBI U3BjIeub ero u3 Content Browser Ha
KapTy U IOMECTUTh Ha CBOM YPOBEHb.

B sToM nmpumepe MHE nanu cBOOOJY Ha 3alOJIHEHUE CIICHBI
MeOeNIbI0 U PEKBU3UTOM, BHIOPAHHOW KIMEHTOM M YX€ TOTOBBIM
PEKBU3UTOM U3 MOEH OUOIMOTEKU MOJIETIEH.

7.5 TlpuBsi3Ka K NOBEPXHOCTH

Korga Bbl BHEpBbIE MEpEeTacKUBAETe MOJCIb Ha YPOBEHb,
oOpaTuTe BHHUMaHHE, YTO OHA TMPOCHUPYETCS Ha CIEHYy U
«TPUITUTIACT» K TOMY, Ha KOTOpOe mpu3eMisieTcs. Takas mpHBs3Ka
OTJIMYHO TOAXOIUT JJI TOro, 4YTOOBI IOMECTHTh PEKBHU3UT Ha
YPOBHE, HO YTO MPOHU30MET MOCTIE TOJ00HOTO pa3MeIieHHs ?

Bxtouenue Surface Snapping Ha manenu Viewport 6J10Kkupyet
aKTopa, IepeMeniaeMoro o MOBEPXHOCTH TaK, KaK €CJTM ObI OH JIETAJT
HaJ Hel (pucyHoK 7.4).

7 Surface Snapping _

® Rotate to Surface Normal
Surface Offset m

Pucynok 7.4 Beinaoarowee mento Surface Snapping
BrI Takke MokeTe BKIIOUHTE Rotate to Surface Normal, 4ToObI
pa3sMellaeMbiii MeIl MEePEOPUCHTUPOBAICA Ha MOJUTOHAIBHYIO
MOBEPXHOCTh, Ha KOTOPOM BBl €ro pasmeniaere. ITO OTIUYHO
NOAXOJUT Ui Pa3MELIEHHUsS] aKTOPOB HAa CTEHAX, MOTOMY YTO OHH
OyIyT BpalaThCs, KOrja Bbl IEPETACKUBAETE UX OT CTEHBI K CTECHE.
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7.6 KiioHupoBaHUe U KONMUPOBaHUE

OO0si3aTeNTbHO  UCIOJIB3YUTE WHCTPYMEHTHI KJIOHUPOBAHUA,
TaKue Kak copy-paste u meron Alt-Drag mis cozmanus konuii. OTu
METO/bI JIEIAI0T 3aII0JIHEHUE CIICHBI OUY€Hb OBICTPBHIM.

Shift+Dragging

Ecou BBl yaepkuBaeTe HaxaToil knaBuiry Shift Bo Bpems
MepeMeIIeHUS aKTopa ¢ TOMOIIBI0 Mexanu3ma Transform, Bug OyaeT
CJIEI0BATh 32 ’TUM aKTOPOM. BbI MOKETE UCITOIB30BATh ATy TEXHUKY
B couertanun ¢ wmerogom Alt-Drag — »3To oTiauuHb crnoco0
MEepEMEIICHUS AaKTOPOB MO OOJBIIUM YPOBHSAM C TOMOIIBIO
nepcrektuBHoro Perspective Viewport.

7.7 OpraHu3anusi cCueHbl

JloOaBneHue Mela, CBETa U APYrux aKTOPOB Ha CLIEHE BCKOPE
IPUBOAUT K COTHSIM aKTOpOB Ha Hel. VX opranuzanus HeoOXxoauma
st Obictporo  pabouero mpomecca, u UE4 mnpennaraer
MHCTPYMEHTBI, IOMOTAIOIIKE YIIPABJIATh BAIIEH CLIEHOM.

World Outliner

Korga BBl [00aBisieTe akTOpOB Ha CBOM YpPOBEHb, OHU
nosiBisitoTes B criucke World Outliner. 3TOT criucok MoxkeT OBICTPO
CTaThb TPOMO3JAKHUM W TPYAHBIM [JIi HaBHUTaluu. Y Bac €cTh
HECKOJIBKO BapUaHTOB JJISl €T0 OUYUCTKHU.

BBl MOeTe JIErKO cO3/1aBaTh MAaKHA C TOMOIIBK) KHONIKA New
Folder (pacnonoxxennoii B mpaBom BepxHeM yriay World Outliner
pPSAIOM CO CTPOKOM IMOMCKA), HO MPEANOYTUTEIBHEE HUCIOIb30BaTh
METO/ IIeTYKa MPaBoi KHOMKOM MbIlK. BeiOepuTe acceThl, KOTOPHIE
xotute nomectuth B nmanky B World Outliner, u menkuure npaBoi
KHOIIKOM MBIIIX HA OJHOM M3 HUX, YTO OTKPOET KOHTEKCTHOE MEHIO
(pucyHok 7.5).
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Pucynox 7.5 Jlobasnenue akmopos 6 Hogyrwo nanky 6 World
Outliner ¢ nomowbio Meno npagou KHONKU MbluiU
3nech Bbl MOXETE J100aBUTh WX B HOBYIO IMankKy WX B
CYIIECTBYIOINIYIO U He uckath ee B World Outliner.

7.8 Caon
MeHee OYEBUIHBIM  OpPraHU3ALMOHHBIM  METOJIOM, HO,

BCPOSATHO, YJIO6HBIM Bl XYIJOXKHUKOB BU3yaJIM3alluU, SBJISACTCA
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cucteMa cioeB (Layer). Kak u 6onpmnactBo 3D-nipunoxennii, UE4
UMEET MOJIHOLIEHHYIO CUCTEMY CIIOEB, B KOTOPOM Bbl MOYKETE JIETKO
CKpBbIBaTh, 0OTOOpPAXKaTh U BEIOUPATh aKTOPOB YEPE3 CIIOM.
HNutepdeiic cioeB He OTKPHIT MO YMOJTYAHHUIO, HO Bbl MOXETE
MOJIYYUTh JOCTYI K HeMY uepe3 MeHio Window (pucyHok 7.6).

Pucynoxk 7.6 Brrouenue sxnaoku Layers, oopamume
BHUMaHUe Ha 8K1AO0KY Layers cnpasa ¢ pasmewjeHHbIMU 6 Hell
pexeusumamu

Bbl Takxke MoxkeTre ucnoiib3oBath kak cucremsl World Outliner,
TaK M CHUCTEMBI CJIOEB, TIOCKOJbKY OHM HE BIMSIOT Ha
MPOU3BOAUTEILHOCTh CpPENIbl BBIMOJHEHUS WM (DYHKUHMH; OHU
IIPOCTO MTOMOTAIOT BaM OPTaHU30BATh CBOKO CLIEHY.

Camplil Jerkuii crnocod - 3TO HUCMHOJIb30BaTh CUCTEMY IMAroK
World Outliner, 4To0bI COXpaHUTBH CBOIO CIIEHY OPraHU30BaHHOM.

7.9 T'pynnmupoBka

['pynnupoBka (Groupping) — 3TO OTJIMYHBIN cIOCOO CIENaTh
MHOT'OpPa30BbIE€ WJIH JIETKO BbIOMpaeMble HAOOPHI aKTOPOB HA BallleM
YpPOBHE.

BriOeputre akTopoB, KOTOPBIE XOTHUTE CIrPYNIUPOBATH,
HICJIKHUTE TMPAaBOM KHOINKOW MBI U BbIOepuUTe NYHKT Group
(pucynok 7.7). Cozmaercs Group Actor, u BBIOpaHHBIE AKTOPHI
MPUBS3BIBAIOTCS K HEMY. Br1OOp J1H000TO M3 aKTOPOB WJIU TPYIIIBI
aKTOPOB BBIOMPAET X BCEX.

['pynmnsl OTAMYHO MOAXOJAT ISl IOCTPOCHUST MHOTOPAa30BBIX
Ha0OPOB T'€OMETPHUHU B BAIIUX CIICHAX.
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Pucynox 7.7 I'pynnupoexa meweti mecme 0151 0YOIUPOBAHUS
BOKpY2 CYeHbl

[Tocne Toro Kak akTophl CrPYNIUPOBaHbI, BBl MOxkeTe Ungroup
i Unlock rpynimy 115 peJakTHpOBaHUS ¢ TOMOIIbI0 KOHTEKCTHOTO
MEHIO. Bbl He MOXeTe Ha3BaTh WM U3MeHUTH Group Actor.

Actor Blueprints

Bbl MokeTe B3sTh HAOOp aKTOPOB (BKJIIOYAsl CBET, YACTHIIBI,
3BYKH M T. JI.) U CO37aTh U3 HUX 00BeKT Blueprint. ¥V storo ectsb
HECKOJIbKO MPEUMYIIECTB Mepe1 rpynaMH.

Uto0bl co3nmath Actor Blueprint u3 akTopoB Baillero ypoBHs,
BBIOEPUTE ACCETHI, KOTOPBIE BBl XOTUTE MPE0OPa30BaTh, U BEIOEPUTE
Convert Selected Components to Blueprint Class (pucyHnok 7.8).

3aTeM BBl JOJDKHBI BBIOpATh, TJIe COXpaHUTh HOBBIM Blueprint
Asset B Content Browser. 1ot Blueprint conepXxUT KOMIOHEHTHI,
KOTOPBIE CCHIJIAIOTCSA HA CTATUYECKUE MEIIM U JPYrue BhIOpAHHBIC
Bamu kjacchl. OH HE CO3/1a€T KOMUIO WU HE O0BEUHSIET UX B HOBBIHN
MEIIL.

Tenepp Bbl MoxxkeTe n3MeHUTh oauH Blueprint Asset, u Bce
Level Actors, ocHOBaHHbIE Ha HeM, OyJIyT OOHOBJIEHHI. Actor
Blueprint oTIM4YHO MOAXOAUT IS CO3AaHUS TaKUX BEIIEH, KaK CBET
WU JIPYyTHE CIOXKHBIE HAOOPHI aKTOPOB WJIM JaXKe MPOCTO TPYIIIBI
aKTOPOB, KOTOPHIE Bbl XOTUTE MOBTOPHO UCMHOJIH30BATh.
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Blueprints  Cinematics Build Play Launch
Blueprint Class

New Empty Blueprint Class..

Convert Selection to Blueprint Class... / /

M Open Blueprint Class.. @l Replace all of the selected actors with a new Blueprint Class

Level Blueprints

& Open Level Blueprint

knacc Blueprint
3akioueHue

Pa3zmemenne kontenta B UE4 — 3T0 0OTHOBpEMEHHO BECEIIO U
c10xHO. Temneps BbI JAOJDKHBI JIydllle MOHWUMAaTh, KaK MOMECTHUTH
APXUTEKTYPHBIC MEIIIN Ha CIICHbI B TOYHOM ITOJIOKEHUU, B KOTOPOM
OHM ObUIM B BamieM 3D-npuiiokeHWu, U Kak OpraHu30BaTh U
NOAACPKUBATh CIEHYy MO Mepe J00aBieHuss BCE OOJBIIETO
KOJINYE€CTBA KOHTEHTA.

Korga cuena 3amonHeHa (pucyHok 7.9), mpuuuio Bpewms
3alOJIHATh €€  OCBELICHHEM, MarepuaniamMu U dpdexkramu

noctoOpabOTKHU, 4YTOOBI  JIOCTMYh  CBOEM  IEIM  CO3JIaHUs
dhoTOpeaTMCTUYHON CIICHBI.
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Pucynok 7.9 Hanonnennas cyena c npeosapumenbHuiM
oceeujeruem

8 APXUTEKTYPHOE OCBEHIEHME

Pa3paboTka 4YHMCTOTO, TOYHOTO, PEATUCTHYHOTO OCBEIICHUS
OYEHb Ba)KHA JIS1 CO3JIaHUs BU3yainu3anuil. BzaumoeiicTeue cera,
TEHEH, OTPaXCHUMW W MATEPUAIIOB OXHBIAET MHUPBI, CO3/1aBast
rTyOWHY U paccKa3biBas HCTOpHH. [lanee BBI y3HaeTe, Kak HaCTPOUTH
BenukonenHoe ocBemenne Global Illumination (GI) ¢ momorisio
Lightmass.

[Hosny4enue 0oabuero or Lighting

Cuctemsl Lighting n Materials B UE4 TecHO cBsI3aHBI MEXIY
coboif. Bam HYXHO paboTaTh MEXIy HUMH JJIsI JOCTHIKCHHS
KOHEYHOI'0 pe3yjbTaTa. JTa rjaBa JEMOHCTPUPYET, KaK OCBEIIATH
UHTEPHEP CliEHBI ¢ moMoIbsio UE4.

BbIiCOKMI NUHAMUAYECKUM HUAINA30H KOHBEWEpa PEHIACPUHIA
Unreal’a codertaercs ¢ Takumu >ddektaMu, Kak auto-exposure u
bloom, nys co3gaHus PEATUCTUYHOW, TEIUIOW U JTUHAMUYECKOU



102

cpeabl ocBelieHusA. [IpaBuiIbHO HACTPOUTH OCBEIIECHUE C TOMOIIBIO
ATUX METOJIOB MOXKET OBITh CJIOKHO, HO, HUCIOJIb3Yys HEKOTOPHIE
0a30BbI€ HACTPOMKH, Bbl CMOXKETE OBICTPO MOJYUYUTH MOTPSICAIOIIHNI
pe3yJibTar.

Bbl u3yuute, kKak HaCTpauBaTh CBOMCTBA U nmapameTpsl Level u
Static Mesh 151 TOCTHKEHUS OTIIMYHOT'O OCBEIIEHHMS C IPUEMIIEMbIM
BPEMEHEM Ha €T0 PacyeThl.

Byner mokasaHo, Kak UCIOJIL30BaTh 3P deKThl POSt-processing,
Takue kak vignette, color grading u depth of field, qns co3zmanus
0oJiee PoTOpEAUTUCTUIHOTO U300pakeHust (pPUCYHOK 8.1).

: AL
Pucynoxk 8.1 Ilpeonpocmomp gunanvroco oceewernus
Hakoner Bel m3yunTe, Kak pacnojoxuth Reflection Capture
Actors Ha ypoBHE JJIs1 yJIyYIIIEHUsI OCBEIIEHUS U 0OecrieueHus 0oee
TOYHO BBITJISIASIIUX 3€pKaJl.

8.1 MarepuaJjbl U OcBellleHHE
Kaxk u Bech pennepunr Global Illumination (GI), ocBenienue B
UE4 HanpsiMyto 3aBUCUT OT MaTtepuaioB, 1 Ha000poT. Marepuabl
OKpAalIMBAaKOT W  CMATYarOT  OTPAXKEHHBIM  CBET, KOTOPBIM
nH(OPMUPYET HAC O CBOMCTBAX MOBEPXHOCTHU, OTPAKASICH OT HUX.
N3-3a 3TOr0 BBl HE MOXKETE Pa3AEIUTh UX MTOJTHOCTHIO.

Static Lighting ¢ Lightmass
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UE4 npousBen OrpoMHBIM  PE30HAHC B HMHIYCTPHUH
ApXUTEKTYpHOU BU3yallh3alMy Oyiarogapsi CBOMM BIEYATJISIOLIUM
BU3yaibHbIM 3 dextam. OnuH U3 croco0oB, Oaarogapsi KOTOPOMY
UE4 cmopaBnsercs ¢ pPEHACPUHIOM  HEBEPOSITHO  XOPOLIO
OCBEHIICHHBIX CIEH TakK OBICTPO, SBJSICTCS MPEIBAPUTEIIHHOE
BBIYMCIIEHUE OcCBeuleHus ¢ nomoulpto Gl penaepa, Ha3bIBa€MOro
Lightmass.

Lightmass paccuuTbeIBaeT monajarouii Ha MOBEPXHOCTh CBET
s Kaxgoro Static Mesh B Barmielt ciieHe, UCIONB3Ys, K IPUMEpY,
Mental Ray nna Beruucienus Global Illumination, ocHoBaHHOTO Ha
doToHax. 3aTeM OH 3aMKMCBHIBAET ATU JIaHHbIC JII HECKOJIbKHX
Textures, HazpiBaembix Lightmaps u Shadowmaps. DtoT mporecc
Ha3bIBAETCS TOCTPOEHUEM Static

Lighting. [Tocne 3aBepiieHus peHaepunra ocemienus Textures
aBTOMATHYECKH UMITOPTHPYIOTCS ¥ IPUMEHSIOTCSI.

Kak ciexpyer u3 Ha3BaHUA, Bbl HE MOXKETE IMepeMellaTh WU
MEHATh O0BEKTHI, OcBelleHHbIe Static Lighting wnu uctounnkamu
CBeTa, mocie uX moctpoeHus. Ecim Bl J00aBUTE, yAalIuTe,
MepeMeCTUTe WM KaKUM-ITHOO elle CcrnocoOoM u3MeHuTe Static
Lights nmim Static Meshes Ha ciieHe, TO HapylIMTE OCBEIICHUE U
JOJIKHBI OyJ1eTe MOBTOPHO MOCTPOUTH ETO.

OOparuTe BHHUMaHUE, YTO BBl MOXKETE J0OABUTh MCTOYHUKH
CBETa K y>X€ IOCTPOCHHOMU ClieHEe ¢ ocBemeHueM. Hecmotpsa Ha TO
YTO BaM HY>KHO OyJIeT TOCTPOUTH OCBEIIIEHUE CHOBA, YTOOBI YBUIETh
Bnusane Gl HemaBHO  pa3MelIeHHBIX  HCTOYHHUKOB — CBETAa,
cymiecTBytomui static lighting octanercs. OTo MoOXeT OBITH
M0JIE3HO, TaK KaK BbI 100aBJsieTe Bce 00JIbIIE U 00JIbIIE HCTOYHUKOB
CBETa Ha Ballly CIICHY.

Lightmaps u Shadowmaps xpansircs B cneruansnom BuildData
UMAP Level ¢aiine (nmonb3zoBarenbckuid ¢aiin ¢opmara UEA4,
xpansmmiicss kak Levels) BMecte ¢ BamuMu COXpaHCHHBIMU
ypOBHAMHU. OTOT (aiti ¥ Baml MNPOEKT OyAyT 3HAYUTEIHHO
YBEJIMYUBATHCS IO MEPE TOTO, KAaK Bbl CTAHETE 00aBIATh OOJbIIE
Assets, Tak KaK KaXXJbId U3 HUX YBEIMYHMBACT Pacxo]l MaMsTH Ha
Lighting Textures.
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8.2 Hactpoiika Sun u SKy Lights

B npenpiaymeii rnase Bel pazmectunu Directional Light Actor,
Sky Light Actor, u Atmospheric Fog Actor. Otu Tpu akTopa
00ecreunBaloT OCHOBY JUIsl TIOCTPOCHHUSI OCBEIICHUS, HO OHH
TpeOYIOT HEKOTOPOU HACTPONKH i paboThl co Static Lighting.

CoJiHeuHBbII cBET

Directional Light Gyner aeiicTBOBaTh Kak COJIHEUHBIM CBET,
oOecrieurBasi HMHTEHCHUBHBIM MPSIMOM CBET, KOTOPBIA OTIUYHO
MIOJXOIUT JIJIs pelIeHHUs 3a/1a4u ¢ T100anbHbIM cBeToM (GI).

Tpemst OCHOBHBIMM TUIIAMU UJIU KJIACCAMU HCTOYHUKOB CBETA B
UE4 sapasitorest Point, Spot, u Directional. Ocemienust Point u Spot
U3JIy4Yal0T U3 OJIHOM TOYKH B MpOocTpaHCcTBE. OHU OTINYHO MOJXOISAT
71t OJIU3KOTO OCBEIIEHUS, TaKOTO KaK JIaMIIbl, CBETWJIbHUKH, U
ToueuHbIX (oHapeir. Ho OoHM He OYeHb NMOAXOAAT JJIs COJIHIIA,
KOTOPOE, C HAIIIEW TOYKH 3PEHUsI, Ha 3eMJIE€ UCITYCKAET JIy4H TaK, KaKk
ecnu Obl OHM UM MapaJyieNbHO Apyr Apyry. ns storo Bam
MOHAJIOOUTCS CBET, KOTOPBIA CUMYJIUPYET €IMHCTBEHHBIN NCTOUYHUK
npsimoro ocselienusi. Buecure kiacce Directional Light Actor.

Kak u OonbmmHCTBO Actors, BBl MOXETE JIETKO Pa3MECTUTh
OCBEILICHUE Ha Baileu cieHe, neperamus ero u3 Class Browser B
Viewport.

Bbl MOeTe pa3MeCTUTh OCBEIIEHHUE B JJIOOOM MECTE Ha CIIEHE,
TaK KaK OHO HE M3JIy4aeTcsl U3 3TOM TOUKHU; BaKEH TOJIBKO MOBOPOT.

Haiimure nOpUsATHBIM WM PEATUCTUYHBIA ITOBOPOT IS
ocBelleHus. J[nHaMuyeckue TeHU JEUCTBYIOT KaK Mpea MPOCMOTp U
JAI0T BaM MpeJCTaBieHue, riae OyayT CTaTHYECKUEe T€HHU (PUCYHOK
8.2). OrnsHUTECh BOKPYT, KOTJa 3aKkoHUMTE. [[MHaMHYECKHE TEHH
UE4 oOecnieunBalOT XOPOIIYIO MNPUOJU3UTEIBHYIO TOYHOCT,
MOKa3bIBasi, TJie OyIyT pacrojaraThcs 3areueHHbIEe TEHU Ha CIICHE.
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Pucynoxk 8.2 Pasmewenue Directional Light
B Details Panel mnoka3aHpl pa3audHble AOCTYIMHBIC IS
BHIOpAaHHOTO HCTOYHHKA cBeTa mapameTphl (pucyHok 8.3). Bawm
HY)KHO OTpPETYJUPOBaTh HECKOJBKO HACTPOCK JUIS TOJyUYCHUS
Jy4IIero Ka4ecTBa U MPOU3BOIUTEIBHOCTH OT 3Toro Light Actor.
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Pucynok 8.3 Cesoticmsa Directional Light ¢ Details Panel
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Mobility

[lepBbiM U HamboJiee BaXKHBIM MapaMETPOM, KOTOPBIN HY>KHO
U3MEHUTH, sBisieTcss Mobility. Jlis 3TOro MCTOYHHMKA CBETa BaMm
HY’KHO UCIOJIb30BaTh Stationary Light. DTo kak Static Light (oH He
MOXET TepeMEeNIaThCs), HO OH HE 3allUChIBAET CBOE MPIMOE
ocgelieHue B Texture; ckopee TMHAMHYECKU PACCUUTBIBAET €r0. ITO
03HAYaE€T, YTO BBl MOXKETE MEHSTh IPKOCTH U I[BET MOCJIE MOCTPOCHUS
OCBELIEHUS.

OOpaTtuTe BHUMaHUE, 4TO U3MeHeHue Intensity He BiIusAET Ha
ocsemenne GI, Tak kak oHO 3amnekaetrcsa B Static Textures.

Intensity

Jns  monydenuss dddexkra ApKOTO COJHEYHOIO CBETa
ucnoap3yiite 3HadeHue Intensity 8—10. DTo rapanTupyer, 4TO
COJIHIIE SBJISIETCSI CAMBIM SIPKUM MCTOYHHUKOM OCBEIIECHHUS HA Ballleu
CLICHE.

Indirect Lighting Intensity

[Tockonpky WHTEHCHMBHOCTH Stationary Lights mMoxkeT OBbITH
U3MEHEHa, BaM HYXHO cooOmmuTh Lightmass, HackKoabKO SpKUM
pacCUUTHIBATh ITO OCBeEIIeHUE. 1151 TOr0 BB MOXKETE MCIIOIb30BaTh
napametp Indirect Lighting Intensity qs perynupoBku sipkoctu GI
ATOTO MCTOYHMKA CBETA. Y CTAHOBUTE €ro riae-Huoyabp mexnay 1.0 u
Intensity, ycTaHOBJIEHHOM JIJIs1 BAIlIETO HCTOYHHKA OCBEIICHHS.

Temperature

[IpoBeppre ramouky Ha Use Temperature U yCTAaHOBUTE
Temperature oxono 5000-5500. D10 oOecmeuuT Cclerka >KeJToe
COJIHILIE, KOTOPOE BCE €I11€ 3HAUUTEIIHO «0emee», 4eM OObIYHBIN CBET
OT JIaMIT HaKaJduBaHusl, y KOTopsix 3Hauenue 2700-3500.

Atmosphere Sun Light

Yoemutech, uTo BBIOpaH mapameTtp Atmosphere Sun Light,
KOTOPBIN o0ecieyuT coBMECTHYIO padoTy ¢ Atmosphere Fog Actor
JUIs1 co37aHusl PU3NYECKH KOPPEKTHOTO OCBEILIEHHOTO HEDa, KOTOpOe
o0ecrneyuT UBET OKPYKEHUs sl ClieHbl. ECii BBl HE BUAUTE €0 B
Hayaje, TO 3TOT MapaMeTp MOxKeT ObITh CKpPHIT B Advanced Options
HMCTOYHHKA CBETA.
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UE4 ochamen cuctemMoil arMochepHOTrO  OCBEIICHUS
paccessHHOTO0 TyMaHa, KOTOpas CUMYJHpPYeT arMmocdhepy 3eMIIH.
VYmupasnsemas ¢ nomompbio Atmospheric Fog Actor u Directional
Light Actor. IIpocto no6aBsTe Environmental Fog Actor Ha Barry
cueny. Ecnu y Bamero Directional Light Actor Bkitouen Atmosphere
Fog Light, on OyzeT ompenelsaTh MECTOHAXOXIACHUE COJTHCYHOTO
JMCKa W yCTaHABJIMBATh I[BeTa HeOAa B 3aBHCHUMOCTH OT IO3UIUHU
COJIHIIA, CO3J1aBas MPocToit, HO A eKTHBIN skyboX.

Sky Light

Jns cumynsiuuu  okpyskaromero cera atMmocdepsl UE4
ucrnonb3yeT Sky Light Actor. DToT cnenuanbHbIi HCTOYHUK CBETA
MOXKET 3areyaTyieTh CYIIECTBYIOIIYIO ciieHy kak Cubemap, nms
UCIIOJBb30BAaHMSI  HEMPSMOTO  OCBEILICHMS, WJIM Bbl  MOMKETE
npenocrasuts emy HDR Texture.

B nanHoM mpuMepe npocTo 3aneyaTienTe CIEHY.

Pa3zMecTuTe 3TOT HICTOUHUK CBETA Ha Ballleil CIIEHE TaM, IJI¢ Bbl
CMOXETE JIETKO ero HaiTu. BaM Take HyKHO yOeIUTHCS, UTO OH HE
HaXOJUTCS B KAKOW-HUOYIb FT€OMETPUM, TAKUM 00Pa30M 3aXBaThIBas
He3akpbeiToe He0o. Sky Light Actor cogepXuT HECKOIBKO HACTPOEK
VTS TIOJTYYEHUST ONITUMAITBHBIX PE3yIbTaTOB (PUCYHOK 8.4).
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Pucynok 8.4 Pacnonoosicenue Sky Light
Mobility
Sky Light ycranoBnen Ha Static ays 3To#t ciieHbl. Bbl Takoke
MOXeTe BBIOpaTh Stationary ajisi 3TOW CII€HBI, HO BBl JIUIIUTECH
OMPENICTICHHOTO ypPOBHS KayecTBa U JeTaJlW3ally  BaIlero
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HEMpSIMOTO OCBENICHUSI HeOa C BO3MOXXHOCTHIO JTMHAMHUYECKOIO
n3MeHeHus coiicTB Intensity, Source Cubemap Angle u Cubemap
Texture 0e3 nmepepacuera OCBEIICHHUS.

[Ipu ycranoBke Mobility B 3HaueHue Static 3amexaercs Bce
HETMPSMOE OCBEIIICHUE KAPT CBETA U TEHU, CO3/IAaHHBIX JIJISI UCTOYHUKA
ceera Lightmass. 310 nenaercs, 4toObl u30€XaTh MNpoOIEM
MOOMJILHOTO TairiaiiHa, HapUMEp, YTEUEK CBETA WU HETOYHOTO
OCBEILCHHUS.

Source Type

Bel moxeTre BwIOpaTh Mexay wumnoptupoBanHod HDR
Cubemap unu Cubemap crensi, B3satyto Sky Light Actor B Editor. B
JAHHOM CJIydyae WCIOJb3yHTe CIEHy B Ka4eCTBE OCBEIICHUS,
yctanoBuB Source Type Ha SLS Captured Scene.

Lower Hemisphere Is Solid Color

Hacrtpoiika Lower Hemisphere Is Solid Color ssasercs
JUYHBIM MPEANOYTCHUEM. Y CTAHOBKA €T0 Ha true 3aMeHsIeT HHXKHIOK0
MOJIOBMHY 3axBaueHHOTO Cubemap OJHUM CILIOIIHBIM IIBETOM. JTO
MOXET OTPAaHMYUTh KOJWYECTBO CBETA, IMAJAIOIIETO Ha ILJIOIIA[lb,
MOATOMY MPEINOYTUTEIbHEE OCTABIIATEH ero Ha false nsa uaTEphEpa
CIIEHBI, TJI¢ BaXXHO IMOJy4aTh KaK MOXKHO OOJIbIlI€ OCBEILCHHUS Ha
CIICHE.

Recapture Scene

Ecnu BBl m3MeHuTe ocBelnieHre uinu cueny, Sky Light ve Oyner
TuHaMu4decku oOHOBIATH Cubemap, UCMoab3yeMYIO JIJ1s1 OCBEIICHUS
CIleHbl. BBl JOKHBI BPYyYHYIO TOBTOpHO 3axBaTuTh Cubemap ¢
MOMOIIBI0 KHONIKU Recapture Scene.

buaa ocBemenns

Tenepsp, Koraa cieHa CoaepKUT AIEMEHTAPHOE OCBEIICHUE, BbI
MOETE MOCTPOUTH OCBEIIEHHE B MIEPBBIN pas3.

Jlist moctpoeHust ocBeleHust HaxMuTe KHONKy Build B manenu
uHctpymeHToB Editor. Bel MoXeTe HaxkaTh Ha CTPEJIKY PSAJIOM C HHM,
qTOOBl YBHJAETh HacTpodku. Haumbonee BaXHBIM mapamMeTpPoOM
apisiercst  Lighting Build Quality. On mnosBosisier mnepeitu ot
OBICTPOTO MPEBBIO K XOPOIIO BRITVISAAIICMY, HO MEIJICHHOMY IS
penaepunra production quality build (pucynok 8.5).
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Lightmass mnpennaraeT HECKOJBKO MPEIyCTAaHOBOK s
KadyecTBa OCBelIeHUs OT preview jao production. Production lighting
builds MoryT 3aHuMaTh Ha MOPSAIOK OOJIBIIIE BPEMEHH, YEM Preview
builds, HO OMIBI HU3KOTO KauecTBa MOTYT COJIEPKaTh apTe(aKThI U
HECOOTBETCTBHUSI, KOTOPHIE TPYAHO OTIUYUTH OT PEATbHBIX MPOOIIEM
C T€OMETPUEHN UIIH OCBEIICHUEM.

” = World Outliner
« v x Search

Build Play

Build Lighting Only

Lighting Quality N Quality Leve

Lighting Info

Use Error Coloring
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& Build and Submit

¥ Map Check

Pucynox 8.5 Hacmpoiixa Lighting Quality u3 esinadarouezo
cnucka Lighting Build
Pucynok 8.6 mokassIBaeT CpaBHEHHME IMOCTPOCHHMH OCBEIICHHUS
Mexay preview u production. Bel MoXeTe 3aME€TUTb, YTO TOYHOCTD
3HAYUTECIPHO YMEHBIIIEHA B IOCTPOCHHH preview, HO BpeMs Ha
pacueT OCBEIICHHUS TaKKe 3HAUUTEIIBHO COKPATUIIOCH.



112

g Quality 79.8 seconds Quality 2.8 seconds

Pucynox 8.6 Ilepsoe nocmpoenue oceewjenus 6 Kaiecmeax
production u preview

Kak BbI MOKeTE 3aMETUTh, TaKE MPU UCIIOJIH30BAHIHN KAUECTBA
production oCBeIIEHHE OCTAETCSI BCE €IIE HE OUYCHb XOpOIIUM. TeHu
SIBJISIIOTCSI HEOTIPEIeJICHHBIMU, OJIOYHBIMUA M B HU3KOM Pa3pelicHuH,
a TaKkKe cojJiepKaT OIMMOKM Ha TUIMHTYCE M B TEMHBIX O0JIACTSIX.
CnenaB HECKOJIBKO HACTPOEK, BBl MOXKETE JOCTAaTOYHO OBICTPO
3aCTaBUTH ATy CIIEHY BBITJISAAETH FOpa3o Jydille.

Hactpoiika Lightmass ¢ apxuTeKTypHOU BU3yaJu3anue

[lepBbIM 1IaroM nJisi «IPUYECHIBAHUS» BEIIEH SBISICTCS
noBbllieHMe HacTtpoek Lightmass. Architecture Visualizations
onpeieNsieT MPUOPHUTET KadecTBa HM300paKCHHS HajJ BpeMEHEM
pennepunra, 1 B UE4 310 HHYeM He oTimyaercs. Bel yBenmnuuBaeTe
MOCTPOEHUE OCBEIIEHUS, HO B UTOTE MOJy4YaeTe CIIEHYy, KOTOpas
BBITJISLIUT TOPA3/I0 JyUIIIe.

Hacrtpoitku mist Lightmass XpaHsSTcs Ha KaXJIOM OCHOBHOM
Level u moryr ObITh M3MEHEHBI B HacTpoiikax cBoiicTB World.
[Tanens Lightmass mpemiaraeT MHOXECTBO HacCTPOCK (pucyHOK 8.7).
K cuactero, HacTpouikm mno ymomuyanuro UE4 xopomm mid
OONBIIMHCTBA 00CTOSTENbCTB. Kaxaplii mapamerp CyHIECTBEHHO
BIIMSIET HA BPEMs MOCTPOCHUS, MOATOMY BCErJla CTOUT HAYMHATH C
MaJjioro M MPOJIBUTaThCs JaJIbIIIC.
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» Precomputed Visibility

p Game Mode

4 Lightmass

Pucynok 8.7 Hacmpotixu Lightmass ons mupa
Static Lighting Level Scale

Ecou Bbl uccnenoBanmu Lightmass onnailiH, BEpOATHO, BbI
BUJICJIM HEKOTOPHIE CIIOKHBIE HACTPOUKHU (paiia .ini Il OJTYyUYEHHS
Lightmass, kotopass mpousBoguT uuctbie lighting solutions nns
APXUTEKTYPHBIX BU3YyaJIU3aIHH.

DTH HACTPONKHU B 3HAUUTEIHHON CTETICHU CTAJIM HEHYKHBIMU B
0oJjiee MO3THUX BEPCUSIX ABUKKA (BO3MOXKHO, 3TO BPEIUT KaYECTBY
n300pakeHus v, 0€3yCIOBHO, BpeMeHHU Ha nocTpoeHue). Epic Games
npojieNiail OrpoMHyr0 paboty mo ynayumieHuto Lightmass nmns
BU3yaJu3allud, WU BaM HYXHO BCEro JIMIIb OTKOPPEKTHUPOBATH
HacTpoiku, BeicTaBieHHbIe B World Settings.

Static Lighting Level Scale

[Tapamerp Static Lighting Level Scale xonTpomupyer
IUIOTHOCTH (POTOHOB Ha ciieHe. MaJjieHbKHe YuCiia 03HavyarT OoJiee
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wioTHble (OTOHBI C OoJblIEH AeTanmu3anuenr. OTO MOXKET
3HAYUTEIIBHO TOBBICUTH BpEMsS Ha NOCTpoeHHE. Bbl Moxere
OCTaBUTH ATOT MapaMeTp HA 3HAYCHHUH MO YMOJIYaHMUIO, paBHOM 1,0,
WM HEMHOTO YMEHBIIUTH ero. JIro6oe 3HaueHue Hmke 0,8 MOBBICUT
BpEMsI Ha MTOCTPOEHUE, HO MOYKET MOSIBUTHCS LIYM.

Num Indirect Lighting Bounces

Num Indirect Lighting Bounces ¢ukcupyer, ckojiabko pa3
(GOTOH MOXKET OTpa3uThCAd OT TMOBEPXHOCTH Ha CIEHE O
yHUUYTOXKEHUs. 3HaueHue 10 oOecreynBaeT OYE€Hb XOPOIIUH
pe3yJbTaT, Mo3BOJIsiA (DOTOHAM MPOHUKATH B CaMbI€ TEMHBIE 00J1aCTH
Ballieil cieHbl. [IoBbIChTE 3TOT mapamerp, €Ciau y Bac €CTh IATHA B
TEMHBIX 00J1aCTsX.

Indirect Lighting Quality

[Tapametrp Indirect Lighting Quality oka3piBaeT Hanbosblee
BIIMSIHUE HA BpEeMsI IOCTPOCHHUS 1 00II[ee Ka4eCTBO. ITO YBEINYUBACT
KOJIMYECTBO CEMIUIMPOBAHUM, CHEIaHHBIX s criaxuBanus Gl
solution. OueHb BBHICOKOE 3HAUYCHUE 00ECIEUMBACT OUYCHb IJIABHBIM
GI. OcTaBpTe 3TOT mapamMeTp B Auara3zoHe oT 1 10 4; BbIIIE TOJBKO
pu mrymHOM GI.

Indirect Lighting Smoothness

Hcnone3yiite napametp Indirect Lighting Smoothness, yTo0ObI
KOHTPOJUPOBATh, HACKOJBKO MATKUM WM PE3KUM SIBJISIETCS Balle
Henpsamoe ocBenieHue GI. Manenbkue dwncna JgenaroT Oonee
PE3KUMHU, HO IIYMHBIMH HEMNpsSMbIE TEHHU, TOrJa KaK BBICOKHE
3HA4YCHUs Jal0T Oojiee MATKHME TeHU. HEeMHOro yMeHbBIIUTE ATOT
napamMeTp, €Clid XOTUTE MOJIYUYUTh 3Ty PE3KOCTh, HO HE CUJIbHO HUKE
0,75, unu mpuAeTca MOBBIIATH O0Illee KAaYECTBO BAILETO PELICHUS
JUISl yAQJICHUS IIIYMHBIX apTe(aKkToB.

Compress Lightmaps

HanbGonee BaXHBIM MapaMeTpoM ISl  apXUTEKTYPHOMU
Bu3yanuzaiuu sBisiercs Compress Lightmaps, KOTopsIil OTKIT09aeT
cxatue Texture nisa Lightmass Textures. Kak BugHo Ha pucyHke 8.8,
CKaTHE MOXET MPUBECTU K COCTUHEHUIO U OJIOKUPOBKE apTe(PaKTOB.
DTO npuMeHsIeTCs B OOJIBIIMHCTBE UT'P, KOTOPHIE HE MOJAratoTCs Ha
YUCTOE OCBEIICHUE, HO HE JJISl aPXUTEKTYPHBIX BU3YAIU3AUN, T]I€
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TOYHOCTh OCBELICHHS M IIOBEPXHOCTH HWMEIOT HAWBBICUIUI
MPUOPUTET.

Bam He cunepgyer Tporatb Ipyrue HACTPOWKH, IIOKa HE
OTKJIFOUMTE 3TOT mapamerp. lllyMm, KOTOpPBI OH BHOCHUT, CHEIAET
Ballle  OCBCIICHUE  HENPUTOJHBIM  JUISI  APXUTEKTYPHBIX
BU3yaIu3alluid, U HUKAKWe JOBOJKU HE CMOTYT YCTPaHUTH 3TO.

Wcnons3oBanue HecxkaTbix Lightmaps cka3piBaeTcsi Ha
pacxone mamsatu. Hecxateie Lightmaps 3aHHMAarOT 3HAYUTEIHHO
00JIbIIIE TUCKOBOIO MPOCTPAHCTBA, HEXKeNu cxkatbie Lightmaps. Oxu
TaKXe UCIOJB3YIOT O0JIbIIE MaMsITU BUCO IIPH 3aIMyCKE B UTPE.

Ecnu Bam Level ouenp 007b1110# (CTaAMOH WITH 1IETI0€ 3/IaHKE)
WM BBl OPUEHTUPYETECh HA HUYKHUM CETMEHT almapaTHbIX CPEICTB
(HOyTOYKHM, MOOWIIbHBIE YCTpOWCTBA M T. /.), BBl MOXETE
ucnoas3oBath napameTp Compressed Lightmaps, 4To0ObI TO3BOJIUTH
»tuM Levels 3arpyxatscsa B RAM.

Pucynok 8.8 Cpasnenue Compress Lightmaps (with increased
contrast to enhance artifacts), noxasvisarowee apmeghaxmer na
WKapax, 08epHbIX pamax u 2NaA0KUX HOBEPXHOCTISX, MAKUX KAK

cmena ciesa
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8.3 Hacrpoiika Lightmap UV Density

[Ipunanne Bammm Lightmaps A0CTaTOYHOTO  BBICOKOTO
paspenieHus BaXKHO JJIsl TIOJIYYEHHsS] POBHOTO, JETAIU3UPOBAHHOTO
ocBelleHUsl. OJHAKO CIUMIIKOM BBICOKOE pa3pElICHHE MOXKET
UCTIOPTUTH Bally CLEHY U3-3a JUIMTEIBHOTO IIOCTPOCHUS H
OTPOMHOI'0 KOJIMYECTBA UCIOIb3YEMOM aMsITH.

Vnpaoswcnenue 11. Lightmap 6 UE4.

1. Brmounte Bu3yanmusanuto Lightmap Density, BwiOpas
View Mode > Optimization Viewmodes > Lightmap Density
(pucynoxk 8.9).

[T reorminJ e T er]

* Lit

Renders the scene with lightmap density visualization
hold (Ctrl + Alt) for more

Pucynoxk 8.9 Ilepexnmouenue pexcuma susyaruzayuu Ha
Lightmap Density

Pucynok 8.10 Buzyanuzayus Lightmap Density,
NOKA3b18AIOWAS CIUUKOM HU3KOE pa3peuierue, Komopoe He
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noseoJisiem noJjy4dums O4€Hb aemaﬂus’upoeaHHble meHu u

oceeuyeHue
Korna BbI BliepBbIEC NOMNAJETE B ATOT PEKUM, BBl YBUIAUTE YTO-
TO, Kak pucyHke 8.10, — MHOXECTBO CETOK pa3HBIX Pa3MEPOB U

11BETOB 0€3 nHhopMaIiu 00 OCBEIICHHUMU.

To, Ha YTO BBl CMOTPUTE, SIBJISCTCS BU3yAIM3AlMEH MTUKCEIICH
Lightmap mms kaxmoro o0beKTa Ha CIEHE. JTO ITOMOXET BaM
OBICTPO ¥ UHTEPAKTUBHO HACTPOUTD Pa3pEIlICHHUE.

Cunuit 03Hayaert, uto pazpenieHue Lightmap ciaumkom HU3KOE,
a KpacHbId — CIMIIKOM BBICOKOE. BamM HYXHO CTPEMUTBHCS K
3€JICHOMY WJIM OpPAaH)KEBOMY Ha BCEX BalllUX IMOBEPXHOCTSAX JJIsi
MOJYYECHUS] JIy4dlller0 KadyecTBa C MPUEMIIEMbIM BpPEMEHEM
MOCTPOCHHUS.

2. ITlocne ux nHactpoiiku Lightmaps gomkeHn crate Oomee
PaBHOMEPHBIM TIO IUIOTHOCTH W BBIIIE [0 Pa3pelICHHI0, Kak
nokaszaHo Ha pucyHke 8.11.

Bam He HY)XHO yCTaHaBJIMBAaTh pa3pelieHue, KPaTHOE IBOMKE
(64, 128 1 T. A.), HO HE HYXHO OTKJIOHSTHCS CJIUIIKOM CHJIBHO.
Pazpemenne Oonee 1024 moamepKWBarOTCs, HO JOJKHBI OBIThH
UCIIOJIb30BaHbl C OCTOPOKHOCTHIO. UeM BEIlIE paszperieHrue, Tem
JOJIBIIIE BPEMs MTOCTPOEHUsI U TeM Oosbiie naMsaTu Level 3anumaer
Ha pAucke. Jlyuimie Bcero aep:kaTh €ro Kak MOXKHO HUKe 0e3
HEXKeNaTeJIbHbIX apTe(aKkToB.

* Pucynox 8.11 Pedcum susyamusayuu ¢ ayuumm
nacmpotuxkamu Lightmap Density visualization
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Hacrtpoiika paspemenus Lightmap nns Props ornuuaercs,
NO3TOMY BBI HacTpauBaete ee B Asset Level. 9T1o rapantupyer, 4To
JUTSL KaXKJI0TO PEKBHU3MTA HA YPOBHE OYET MPaBUILHOE pa3pelicHHE,
TaK Kak CJIeJIaHHble BaMH M3MEHEHUs JUIsi HMCXOJIHOro Asset
OTpa3siTCA Ha BCEX CIIEHAX OOBEKTOB, KOTOPHIE CCHUIAIOTCS HA ATU
Assets.

WNwmeiite B BUAy, 4YTO JIOObIE W3MEHEHHsS HACTpoek Static
Lighting nyist Mesh Asset HapymaT ocBenieHue Ha Kaxxaom Level, Ha
KOTOPBIHN ccbutaeTcs Asset.

Takke Bbl MOKETE HACTPOUTH IUIOTHOCTH Props st Kaxoro
Object basis Ha Bamem ypoBHE ¢ momombio cBoicTBa Overridden
Light Map Res B Details Panel. Mnorna 3agatorcst pexkBU3UTaMm
(0OcOOEHHO €cliM  OHU COJAEp)KAaT MHOXKECTBO JACTale Wiu
opranndeckux (opMm) ©O0o0Jie€ BBICOKYIO IUIOTHOCTh, HEXKEIU
Architecture Meshes, kak mokazaHo Ha pucyHke 8.12, 4To nenaer ux
KpaCHOBATBIMH.

ByapTe OCTOPOXHBI, TMOBTOPSIONIMECS PEKBU3UTHI MOTYT
OBICTPO TeHEepUpOBaTH MHOTO Texture-gaHHBIX B  BBICOKOM
pa3perieHu .

Pucynox 8.12 Koneunas nnomnocmo Lightmap,
noKazvlearowas boaee blCOKYIO NIOMHOCTb OJisl OP2AHUYECKUX
Props, makux xax oueau unu cmynwsi
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buiaa u coxpaHeHue

Teneps camoe BpeMs 3aHOBO TTOCTPOUTD Ballle OCBeIIeHUE. Bl
Cpa3y 3aMEeTHUTE, YTO C YBEJIMUYECHHEM IUIOTHOCTH Bammmx Lightmaps,
BpeMs MIOCTPOEHUS TaK)Ke 3HAUUTEIHHO YBEIUYMWIOCh. Baie ob1iee
Ka4eCTBO TaKXe JOJDKHO ObUIO 3HAYMUTENBHO BBIpacTU ¢ 0Oosiee
JETATM3UPOBAHHBIMH TCHIMHU U HETIPSMBIM CBETOM.

CoxpanuTe BaIny padoTy.

8.4 Pa3MellleHHe NHTEPbEPHOT0 CBETA

Teneps, koraa y Bac ectb CoJiHIlEe M HEOO Ha CIIEHE, BBl MOXKETE
HayaTh pa3MelniaTb HCTOYHUKKA CBE€Ta BHYTPH, YTOOBI IOMOYb
OCBETUTh HEKOTOPBIE TEMHBIE YTOJIKU.

Spot Lights

TodeyHble MCTOYHUKH CBETA U IPOKEKTOPA HUMEIOT TE€ XK€
HAaCTPOMKH, UYTO U CBET B PEHAEPAX C TPACCHUPOBKOW JIyU€H, U BBI
JOJKHBI 4yBCTBOBATh ce0s Kak noma (pucyHok 8.13). EcTe Tonbko
HECKOJIBKO Pa3JIMyuid, 0 KOTOPBIX CIEAYET 3HATh.

< Flace

Pucynox 8.13 Pasmewenue Spot Light Actors
Mobility
MoxHo ucnons3oBaTh Static Lights moutu UCKIIOYUTETHEHO
Ui BHYTPEHHETO  OCBelleHHs. XOTS  CTallMOHapHbIE U
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JTAHAMHAYECKUE UCTOUYHUKU CBETA JAKOT HEKOTOPBIE MPEUMYILIECTBA,
OHM JI00ABJISIIOT  CJIOKHOCTh W 3HAUUTEJIBHYIO  CTOMMOCTD
MIPOU3BOJUTEIBHOCTH BAIlIUM CLIEHAM.

Intensity

[TocTapaiiTeCh TOMHUTB, UTO BHYTPEHHEE OCBELICHUE JTOJKHO
OBITH TOpa3g0 MEHEE SAPKHUM, YeM COJHEYHBIM CBET. Jlake caMpblii
APKAW BHYTPEHHUU CBET, KAXKETCS, HE TAET MHOTO CBETA B 3aJUTOU
COJIHLIEM KOMHATE.

[TosiyueHue MNpPaBUIBHOM SPKOCTH OCBELICHUS — 3TO
UCKYCCTBO. JTO 3aBUCUT OT koimdecTBa MC B oOmnactu, sipkoctu
COJIHEYHOI0 CBE€Ta M JA)XK€ IBETAa MATEPHUaJIOB, OT KOTOPBIX OH
oTpaxaercs. SpKOCTh MMEET KPUTHYECKHA BaXXHOE BIIMSHUE HA
OKOHYATEJIbHBIN BUJ| BAILIETO OCBEIICHMUS.

Bam HY>XHO MOBTOPSATH HACTPOMKY OCBEIICHHS, YTOOBI HAWTU
MOAXOISIINI OanaHC JJisl Balllel CIIEHBI U BKYCOB.

Temperature

B sTOM mpuMmepe ucmnonap30Baiach HACTPOMKY TEMIIEpaTypbl
JUIA CBOEr0 CBETA. JTO JAET PEATMCTUYHBIN [IBET, OCHOBAHHBIN Ha
ApKOCTHU cBeTa. Vcronb3oBaTh 00Jiee TEIIbIN TOH /11 BHYTPEHHETO
OCBEIICHUS, KOTOPBIM MO3BOJNSIET TMpeaMeraMm ObITh  Ooliee
KOHTPACTHBIMU 110 OTHOIIEHUIO K CoHIly U HEOY.

Attenuation

OrpaHnyeHue pacCTOSIHUS, HA KOTOPOE MOXKET MEePEeMEIAThCS
MPSIMOE OCBEILICHUE, UCTOJIB3YETCA KaK ISl IMPOU3BOAUTEIBHOCTH,
TaK U JUIsl XyJ0KECTBEHHBIX Liesiei. OrpaHuueHne ocnalIeHus CBeTa
OTPAaHUYMBAET KOJIWYECTBO MEIIEH, HA KOTOPBIE OH BIIMSET B MUPE.
OTO UWMeEeT pemamnee 3HAYCHUE IS MPOU3BOAUTEIBHOCTH,
OCOOCHHO [IJIsi JWHAMHUYECKH 3aTeHeHHbIX orHeil. B Lightmass
OTPAHWYCHHBIM paAWyC 3aTyXaHusd MOBIUSIECT HA MEHbIIEE
KOJIMYECTBO MEIIECH, YTO YCKOPUT IOCTPOCHUE OCBEIICHUS; HO
IIOCKOJIBKY JTAHHBIE O CBETE€ W TE€HU 3alEKAITCS B TEKCTYPbl, HET
HHUKAKOU BBITOJIbI IJIS1 3TOTO B PEAJIbHOM BPEMEHHU.

IES Files

UE4 nonnepxuaer cetoBbie npodunu IES (Illuminating
Engineering Society) /11 TOYEUHBIX CBETHIIHHUKOB U MPOKEKTOPOB.



121

Bbl MoxkeTe ummnoptupoBath ¢aiiasl [IES u mpuMeHsaTh uX K 1aMmam,
YTOOBI MOJYYUTh UHTEPECHBIC ATTEPHBI OCBEIICHUS (KaK TOKa3aHO
Ha pucyHke 8.13). Bel Moxere Haiitu npodunu [ES mo Bcemy
UHTEPHETY OT pEajJbHbIX MPOUZBOAUTENECH U IOCTABLIMKOB
ocBemeHus uian gaxe nu3 Unreal marketplace.

Auto Exposure

Bpemennoe otkmtoueHue Auto Exposure MoxeT OBbITh
OOJIBIION MOMOIIBIO TIPU HACTPOMKE OCBEILCHHS HA Balllei CIICHE.
ABTO3KCIIO3UIIHS 110 YMOJIYAHUIO OYEHb arpECCUBHA U MOXKET JIETKO
CTaTh OYEHb SIPKON WM OYEHb TEMHOIA.

biiokupoBKa 3KCMO3UMLIKMM C MOMOIIbI0 MeHI0 View Mode Ha
Viewport rapaHTHpyeT, YTO SPKOCTh OCBEIICHUS HE OyAeT
PEeryJIMpOBaTLCS MPHU MEPEX0JIe OT CBETIBIX 00JacTe K TEMHBIM, U
MO3BOJISIET JIeTue cOATAaHCUPOBATh OCBEIICHHUE.

8.5 Pa3memenue Light Portals

Light Portals — sto cierianbHbie aKTOPBI, KOTOPBIC TOMOTAIOT
Lightmass ¢okycupoBaTb (OTOHBI K OTBEPCTHUSIM, B KOTOpPHIE
MOCTyIaeT MHOTO CBETa. JTO yJIydlllaeT BpeMs COOPKH M KaueCTBO
OCBEIICHUS.

PasmectuTe STHX aKTOpOB Ha BalllMX OKHAX U JPYTHX
OTBEPCTUSX U CBOOOJIHO OTPETYIUPYHTE KOPOOKY 10 pasmepy. Bam
HE HYXKHO OBITH Y)KaCHO TPeOOBATEIBHBIM; 3TO MPOCTO IMOMOITHUK
1u1s1 GOTOHOB, M OH HE HYKJIA€TCS B TOYHOCTH.

8.6 Hcmoan3oBanue Reflection Probes

Otpaxenust sBISIFOTCA HeoThemsieMorn vacteio PBR. UE4
UCIIOJIB3YET aKTOPOB 3aXBaTa OTPAXKEHUS ISl 3aXBaTa CTAaTUYECKUX
KyOMYEeCKMX KapT CIEHbl M aBTOMAaTHYECKU NPUMEHAET HuX K
MaTepuaiaMm, HaXOASIUMCS IO/ UX BIUSTHUEM.

XOTss Bbl MOXKETE€ YUTH, HE pa3Melas UX BOKPYI CBOErO
YPOBHSI, BbI IOCTUTHETE TOopa3io 0ojiee BRICOKOTO KauecTBa C HUMHU.

JBa Tuna Reflection probes — cdepa u ky6. IIpomie rosops,
st obnacted kBaapaTHoM (opmbl ucnons3yiite Box Reflection
Capture Actor. 1151 Bcex ocTalibHBIX o0OnacTel ucnonb3yire Sphere.
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Kaxk BuaHo u3 pucynka 8.14, s TOUHON HACTPONKU OTpaKEHUM Ha
CIICHE MOJIE3HO CMEIIICHUE 000UX BUJIOB.
— T e Y =EQ =

Y eouctocooncapue |

+ Add Component - o} Blueprint/,

Senrch Ceapsonar w5

- CNENIES
- ENENEN
- ENENESNL-
4 Refloction Capture
o o]
Q ostures cece ~ |

Pucynox 8.14 Reflection Probes

8.7 Pa3mepsl

Sphere Reflection Actors HCTIONB3YIOT painyC BAUSHUS, YTOOBI
OTIpe/IeTTUTh, Ha KaKue MUKCeIu OHM OynyT BiusTh. Kak mpaBuio,
Reflection Actors menbImero pammyca WMEIOT TPHOPUTET HaJ
Reflection Actors Oombliiero paauyca. OTO TMO3BOJSET BaM
«rHe3auTh» MeHbpIre Reflection Actors BHyTpH OOBIIHMX, TIO3BOJISS
N00aBIIATH NEeTaTbHbBIE OTPAXKEHUS B 00JIACTH, KOTOPHIE MOTYT B TOM
HYKJ1aThCSl.

Box Reflection Capture Actors BbICTaBISAIOT 3HaueHue 3D-
Macitaba. Bel JOJDKHBI OTpPETyJIMpOBaTh MacTad KOpOOKH 0 TeX
0P, MOKa YTkl KOPOOKH, TOKa3aHHOW B OKHE MPOCMOTpa, HE OyayT
MaKCUMaJbHO PUOJIMKEHBI K yTJIaM Ballieid KOMHATHI.

IIpou3BOAUTEIBLHOCTD

B nomnonHeHne K HaKIaAHBIM pacxojaM MaMsTH, 3aXBauyeHHON
Cubemaps, Reflection Capture Actors aBTOMaTH4eCKd TPUMEHSIOT
CBOM OTPAKECHHS K JIFOOBIM IMHKCEISAM, KOTOPBIC BU3YTH3UPYIOTCS
BHYTpH HUX. [10 3TOM npHYMHE MMepeKphIBAIOIINECS 3aXBaThl MOTYT
MOBJIUSATH HA TPOU3BOIUTEILHOCTE. BBl TOKHBI M30€TaTh CIUIIKOM
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OOJBIIOTO  KOJMYECTBA HAKJIAJbIBAIOIIMXCS JAPYyr Ha Jpyra
AJIEMEHTOB.

Taxxe ctout ormeruth, uTo Box Reflection Capture Actors
OKa3bIBalOT 00Jiee cepe3HOe BIUSHUE HA TPOU3BOIUTEIBLHOCTD, YEM
Sphere Reflection Capture Actors.

Post-Process Volume

[TocnenHsass 4acTh rOJOBOJIOMKH OCBEIIEHHUSI COCTOUT B TOM,
4TOOBI MPUMEHUTH P(PEKTHI MOCTOOPAOOTKH, TAKUE KAK BUHBLETKA,
OJIyM, pa3MbITUE JABWKCHUS U TIIYOMHA PE3KOCTU K MU300paX)EHHUIO,
4TOOBI IPHUAATH €My KHHEeMAaTorpaduIHbIN, peaIUCTUYHBINA BH/I.

[Ipu co3pamumm HOBoro ypoBHa B UE4 Hactpoiiku
MOCTOOPAaOOTKM MO  YMOJIYAHUIO NPUMEHSIOTCS K  CIICHE
aBTOMATHUYECKH. DTU HACTPOUKHU — XOPOIlIee HAyajao, HO BbI ITOYTH
BCErjga OyleTe XOTETh HACTPOUTh MX B KAXKIOW M3 BalIUX CIIEH,
4TOOBI COOTBETCTBOBATh €€ YHUKAIBbHOMY OCBEIICHUIO U JOCTHUYb
TOT'0 BHEIITHETO BUJIa, KOTOPHIA BaM HYEH.

UtoOBbl MOJAYyYUTh AOCTYH K 3TUM HACTpOMKaMm, BaM HY>KHO
n00aBUTH CIICIMANIBHBIN KJIacC aKTOpa Ha Balry ciieHy: Post-Process
Volume.

Volume Actors

Volume — 310 ocoOsrit Tum Kimacca aktopoB B UE4, koTopHIii
MOXET OMPENEIINTh, HAXOATCS JIM JPYTHE aKTOPhI B €ro Mpejenax.
Post-Process Volumes ncmosib3ytoT 3Ty CIOCOOHOCTh CMEIITUBATHCS
MEXJy Ppa3JuYHbBIMU TIOCTIPOIECCHBIMU HACTpOWKaMu, KOrja
Kamepa MoJIb30BaTeNsl BXOJUT U BBIXOJIUT U3 KaXKJA0r0 TOMA.

Brl Moxere HacTpouTh Volumes, yCTAaHOBUB UX HACTPOUKHU
Brush. Bl Moxete onpeaenuts hopMy o0beMa, a TakKe ero pa3Mep.
Bl Takke MokeTe MaciTaOupoBaTh, BpalllaTh U MEpeMellaTh UX,
Kak M JII0OOMW JIpyroi akTop.

Pa3memenne Post-Process VVolume

Bbl HaiiieTe COMCOK pa3JIMUHBIX THUIIOB KJIACCOB OOBEMOB,
noctynHbeix Ha maHenu Place Actors B pazgene Volumes (pucyHox
8.15). Ileperammure Post-Process Volume B Viewport. Ber Mmoxere
pPa3MeCTHUTh €T0 B JII0OOM MECTE CLIEHbl — MPOCTO YOEAUTECH, YTO OH
JIETKO BhIOMpaeTcs.
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Pucynox 8.15 Pasmewenue Post-Process Volume na Level

Hactpoiika Post-Process Volume

Post-Process Volume nmeeT MHOXXECTBO HACTPOESK U TIO3BOJISIET
3HAYUTEIBHO YJYYIIUTh Baille u3o0paxkeHue. B To Bpems Kak
MHOTHE€ HACTPONKHN — TaKHe KaK HaCTpoiika 1BeTa v 3(hPeKThl BpoJe
IBETCHUSI — IMOYTHU MOJHOCTHIO 3aBUCST OT BaIlIMX JIMYHBIX BKYCOB
M CTWIEH, Jpyrue  OKa3bplBAIOT NPSAMOE  BIHSHHE  HA
MPOU3BOAUTEILHOCTD M KA4€CTBO M300paKECHHUS.

UTtoObl MOMYYHUTh JAOCTYN K HACTpOHKaM, MPOCTO BBHIOEpUTE
Post-Process Volume Ha ypoBHE 1 mocMoTpuTte Ha nanelnsb Details.

Huwxe mnpuBeleHbl HACTPOMKH, KOTOpble BBl  Oyaere
HAacTpaWBaTh 4Yallle BCEro, a TakXkKe Te, KOTOphIe€ OBbLIU
CKOPPEKTUPOBAHBI JIJI 3TOTO MPUMEPA.

Unbound

Bol moxketre HacTpouth cBod Post-Process Volume, uToObI
MPOIMYCTUTh MPOBEPKY T'PaHUI] U NMPUMEHUTH €r0 HACTPOUKU TIO
BCEMY YpOBHIO, BKIIIOYUB omiuio Unbound. DT1o ropasmo mporige,
4eM YCTaHOBUTH 00BHEM, YTOOBI OXBATUTH BECh YPOBEHb.

Priority
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Ber  moxere wmmerb Post-Process Volumes, koTopsie
NEPEKPHIBAIOT ApYr Apyra. YToObl onmpeaeanTh, Kakue HACTPOUKHU
OyJlyT UCTIOJIb30BATHCS, MPUMEHUTE OIMIIUIO KITPUOPUTETY.

O0bemMbl ¢ Oojee  BBICOKMM  MPUOPUTETOM  OyayT
nepeonpeaessiTbh 00beMbl ¢ 001ee HU3KUM TPUOPUTETOM.

BakHO OTMETUTB, UTO OYyAyT IPUMEHEHBI TOJIBKO T€ CBOMCTBA,
KOTOpBIE MEepeonpeiesieHbl BPYUHYIO (YCTaHOBUB (hJIaKOK CJI€Ba OT
cBoiicTBa Ha nmanenu Details 11t nepekpriBaronierocs oobema). 1o
OTJIMYHBIA CIIOCOO HACTPOUTH TOJIBKO OJTHO CBOMCTBO, HE MPOBEPSIS
COOTBETCTBHUE BCEX OCTAIBHBIX MapaMeTPOB.

Blend Radius

DTO painyc MUPOBOIO IMTPOCTPAHCTBA BOKPYT 00beMa, KOTOPBIN
WHTEPIIOJIUPYETCA MEXK]y HacTpoilkamu AByX 00beMoB. Ilo mepe
TOTO KaK Kamepa IoJib30BaTes rnepeMeniaercs B Volume u u3 Hero,
HAaCTPOMKU OyAYyT IUIABHO MEPEXOAUTh OT OJHOM K Apyrou. Y
00bEMOB, HACTPOCHHBIX KaK HECBSI3aHHBIE, OTOT MapaMeTp
HEaKTHBEH.

White Balance

B UE4 ectb MHOTO HacTpoeK ISl IIBETOKOPPEKIIUM, HO Bawm,
BEPOATHO, CIEAyeT HadyaTh ¢ OamaHca Oenoro. ITO 3HAYCHUE IO
yMoJ4aHuto paBHO 6500, 4TO ABJISETCS OYCHBb YUCTHIM, CHHE-OEIbIM
BETOM, KOTOPBIA HE OUYEHb PACIPOCTPAHEH B PEATIBHOM MHUpE. ITO
MOXET TpPHUJATh BallUM CI€HAM CIIMIIKOM XOJOAHBIA TOH U
3aTPYJIHUTH JOCTH)KEHUE TMPABUIBLHOrO OajllaHCa MEXIY TEIIbIM
CBETOM M MPOXJIATHBIMUA TCHSIMH. BBl MOXeTe yCTaHOBUTDH 3HAUCHHE
npumepHo Mexay 5000 u 6000 qis Gosiee TEIIOro TOHA Ha BallleH
CLIEHE U BBIIIE — JIJIs1 00JIee XOJOJHOTO B3I/,

Saturation and Contrast

Hactpoiiku Saturation, Contrast, Crush Highlights u Crush
Shadow paboTtatoT BMecTe, 4TOOBI TOMOYb KOHTPOJUPOBATH OaaHC
n3o0paxkeHusi. Bbl, BEpPOsSTHO, 3HAKOMBI C KOHTPAaCTOM U
HACBHIIIIEHHOCTHIO, HO, BOBMOXKHO, HE C HACTPOWKAMHM IOJIaBJICHUSI.
OHM mpocTO 00pe3arT YepHO-OeIble TOYKH, JjJdaBas OOJBIINMA
BUJIMMBIN KOHTPACT.
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HacTtpoiiku o yMOI4aHHUIO YacTO CJIWIIKOM KOHTPACTHBI, 4TO
JeJaeT 3aTeHEHHbIE 00JaCTHU OYeHb TEMHBIMU. OJTO OYEHb
KUHEMAaTorpauuHbIi B3TJIs]1, HO PE3YJIbTAT MOXKET ObITh CIUIIIKOM
TEMHBIM JUISl apXUTEKTYPHON BU3yallM3alliH, IIPU YEM COBCEM HE
TaM, TJ/i€ MPEANOYTUTEIbHEE UMETh OYEHb TEMHbBIE 00JIACTH.

OTHU HACTPOWKHU OYEHb YYBCTBUTEIbHBI, O3TOMY HEOOJbIINE
KOPPEKTUPOBKH UMEIOT OOJIHIIIOE 3HAUCHUE.

Vignette, Noise u Fringe

Hcnonw3yiite 3t 3PdekTsl st umutanuu  dPEGexTon
O00BEKTHBA KaMEPHI.

Bunberka n00aBisieT TEMHBIA TPAaJUEHT K KpasM Ballero
M300paKEHUSI, YTO MOJXKET TMO3BOJIUTh BaM YBEIMYHUTH OOIIYIO
SAPKOCTh M300paXE€HUsI — €JAUMHCTBEHHBIE TIOJHOCTBIO SIPKHUE
MUKCEJIM HaXOJSTCSI B CAMOM IIEHTPE IKpaHa.

baxpoma wumutupyer sddexkT xpomaTuyeckoil abeppaiuu
CBETa, MPOXOJIIETr0 Yepe3 OOBEKTHUB KaMmephl, pa3ieiss I[BEeTa
OJIIDKE K KpasiM U300pakeHusl.

3epHUCTOCTh  J00ABISET  AHUMUPOBAHHBIM  MIYM K
n300pakeHnI0. UTHTEHCUBHOCTH 3€PEH YIPABISET HEMPO3PAUYHOCTHIO
HAJIOKEHUSI IITyMOBOM TEKCTYpPhI, B TO BpeMsI KaK JAPOKaHHUE 3epeH
yOpaBIgeT TEM, HACKOJIBKO 3€pHO CMEIIAeT H300paKeHue.
Hcnonb3yiiTe UX OCTOPOXKHO, TaK KaK OHM MOTYT OBICTPO CTaTh
CUJIbHO 3aMETHBIMH.

Color Grading (LUT)

Cucrema Color Grading B UE4 ucnonb3yeT cnenuaibHYHO
TeKCTypy, Ha3zbiBaemyto Color Lookup Table (LUT), qyst usmenenus
usera cueHsl. LUT reHepupyercs myreM NPUMEHEHHs LBETOBOU
rpajaiui K 0a30BOMY M300paXeHUI0O B NPWIOKEHUU JIs
KOMITO3ULUHU WU PENAKTUPOBAHUS N300PAKEHHUIA.

UE4 cuutbhiBaeT pasHUIly MEXAYy 0a30BbIM HM300pa’KEHUEM U
moauduuupoBanubiM LUT u npumeHseT 3Ty AenbTy K CLEHEe. DTo
OTJIMYHBIA  CHOCOO  TEPEHECTH  CYIIECTBYIOIIUMHA  KOHBEHep
usetokoppekuuu B UE4. Bbel Moxere HailTu OoJsiee MOAPOOHYIO
uH@opmanuio o LUTs u Hekotopeix ¢ainax LUT nins 3arpy3ku Ha

Bloom u Lens Flares



127

Hekotopeie u3 Hauboznee pacnpocTpaHeHHBIX 3h(EKToB
NoCTOOpabOTKM Kak B HUrpax, TaKk ©U B TPAJAUIMOHHO
BU3YAJIM3UPYEMOM KOHTEHTE, [IBETEHHUE U BCIIBIIIKA JIMH3 IOMOTAIOT
n300pakaTb 4YpPE3MEPHO SAPKUE OO0JACTH, UMUTUPYS OOBEKTHUBBI
KaMep U YEJIIOBEYECKHM TIIa3.

Hactpoliku 1nBeTeHus: U OJUKOB OOBEKTHBA MO YMOJYAHUIO B
UE4 HeMHOro arpecCMBHBI U MOTYT YMEHBIIUTh KOHTPACTHOCTh H
YETKOCTh CLEH, €CIM OHH MCIOJB3YOTCA CIUIIKOM 4YacTo.
YMEHBIIEHNE WHTEHCUBHOCTH WM YBEJIMYEHUE NOPOTA SIBISFOTCS
XOPOIIMMH CITOCOOAMU YMEHBIIICHUS O0IIEro KOJUYeCTBA IBETCHUS
1 OJINKOB OOBHEKTHBA B CIICHE.

Bbl Takke MoxkeTe HacTpouThb pasmep dddekxtoB. bombiue
pasmepsl OyayT uMeTh OoJjiee 3HAYUTEIbHOE BIUSHHE Ha
MPOU3BOJIUTEIBLHOCT.

YacTo TOJHOCTBIO OTKJIIOYAIOTCS BCHBIIMIKM OOBEKTHBA B
CLEHaX WM BBIKIKOYAKOTCA UX A0 TE€X IMOP, MOKAa OHU MPOUCXOIAT
TOJIBKO C OYEHb SIPKUMH MUKCEIISMU.

Auto Exposure

[Tockonpky UE4 BH3yanmu3upyeTr CUEHBI C HCIOJIb30BAHUEM
cpeasl HDR-ocBelenus, BbI MOXKETE UMETh OYEHb PA3HBIE YPOBHU
SPKOCTH OCBELIECHHUS OT OJHOM 001acTH Baliei kapTsl 10 Apyroi. I1o
sron mnpuunHe UE4 nMeeT CIOXHYI0 CHUCTEMY aBTOMAaTHYECKOU
SKCITO3ULIHH.

Ota CUCTEMa  TIOMOXKET CO3/1aTh JTUHAMHUYECKOE,
MIPUBJIEKATEIBHOE B3aUMOJICHCTBUE OCBEIIICHHS, KOorjJa
MOJIb30BaTENb MEPEMENTAETCS U3 OJTHOM 00J1aCTH B APYTYIO U BUJIUT,
KaK JKCIIO3ULHS HACTPAUBAETCS B OTBET TaK K€, KAK YEIIOBECYECKUN
rJ1a3 WK KaMepa ¢ aBTOMaTUYE€CKOUW AKCITO3UIIUEH. DTO TAKKE MOKET
CHENaTh HACTPOMKY BAaIllETO OCBEIICHUS JIOBOJIBHO CJIOKHOU
3aJ1adeil.

PexoMeHIyl0 HACTPOUTHh OCBEUIEHHE C  OTKJIHOYEHHOU
ABTOMATUYECKOM DSKCIO3UIMENA, a 3aT€EM BKJIIOYUTH €Tr0 10 MEpe
HEOOXOAMMOCTH JIJIs CIIEHBI. DTOT 3()EKT MOKHO OTKIIOUHUTH JTUO0
C MOMONIIBIKD HACTPOEK HKCIO3UIHUH B PACKPBIBAIOIMIEMCS CIIHCKE
View Mode na Viewport, 1100 yctaHoBuB nnapametpbl Min and Max
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Brightness B Post-Process Volume pagubsiMu 1,0. 3aTeM BbI MOXKeTE
ucnonab3oBath Exposure Bias, 4YTroObl BpyuyHYIO YCTaHOBUTh
HKCTO3UIINIO0 KaMEPHI.

[Tocne HacTpoku ocBelieHrus HauHuTe urpath ¢ Min and Max
Brightness, 4T0OBI HACTPOUTh HKCHO3UIMIO KaMepbl. YTOOBI
pa3peInTh KaMepe MepPe’IKCIOHUPOBATh, OCBETJISASI TEMHbIE 00J1acTH,
YCTAHOBUTE MUHUMAJIBHYIO SIPKOCTh Ha 3HaueHue Huwxke 1,0. UToObl
YMEHBIIUTh 3KCIO3ULHUI0 KaMepbl MpPH SPKOM OCBEIICHUU,
YBEJIIMYbTE MAKCUMAJIbHYIO IPKOCTH BbIIE 1,0.

Ambient Occlusion

XOTs B JaHHOM INPUMEPE MBI HE HCHOJIB3YyEM Screen Space
Ambient Occlusion (SSAO), 3to oueHb BaKHBIH 3PHEKT, KOTOPHIH
ITUPOKO MCIOJIB3YETCS BO BCEX BUAAX BU3yalu3aluii v urp. Eciu BbI
CO3/laeTe€ CILEHbl C JMHAMHUYECKUM OCBEIICHUEM WU OOJbIINM
KOJIMYECTBOM JTMHAMUYECKUX aKTOPOB, Bbl, BEPOSITHO, 3aXOTHUTE
BKJIFOYUTH ATO, IOTOMY YTO 3TO 3HAYUTEIHHO YBEIUUUBACT TITyOUHY
CIICHBI ¥ KQYECTBO OCBEIIICHUSI.

I'1o0asbHOE OCBelIeHHE

DTO ympaBiIeT HHTEHCUBHOCTHIO M I1BeToM Lightmaps,
reHepupyembix Lightmass. Bel Mo)eTe HCIoib30BaTh 3TO, YTOOBI
OBICTPO U3MEHUTH CBOE MUCIIEYEHHOE OCBEIICHHUE. DTO HE YIIPABIISIET
HukakuM BuoMm GI B peansHOM Bpemenn B UE4.

Tayouna pesxoctu (Depth of Field, DOF)

UE4 mnpenocTtaBisieT HECKOJIbKO METOJOB ISl  CO3JaHUs
s dexToB riayounsl peskoctu. st Buzyanuzanuu kpyr DOF nerko
ABJISIETCS JIy4IIUM. OTO (DU3UYECKH TOUHBIM 3(PPEKT, KOTOpbIN
UMUTHUPYET (PaKTHUYECKHE XapaKTEPUCTUKU pa3MbITHS auadparMbl
OOBEKTHUBA W CO3/a€T OYE€Hb TOHKHUHU, peanucTuuHbii 3P dext. OH
Takke JOBOJILHO JG(PEKTUBEH MO CPaBHEHHIO C JIPYyTUMU
s dexramu. OgHako, kak U MHOTHE 3(PHEKTh MOCTOOPaOOTKH, OH
MOXET OBITh PECYPCOEMKUM IpHU 00JI€€ BHICOKUX PA3PEIICHUSIX.

Yto6bl yBeNMUYUTh 3PPEKT pa3sMbITHs, YMEHBIIUTE 3HAYCHUE
nmapameTpa Aperture F-Stop. bonee Hu3kue HaCTpOMKHU MPUBEAYT K
OomnpllieMy pa3MbITHIO H300paxeHus (pucyHok 8.16). Baxkno
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OTMETHUTh, YTO ITO PEATUCTUYHBIN dPPEKT, TOITOMY BBl MOXKETE HE
3aMETHUTh €T0, ITOKa HE MOJ0NAETE OUEHb OJIU3KO K OOBEKTY.

JIst BHYTpEHHEW CILIeHBbl BaM HY>KHO OyJeT yOeauThCs, 4TO
Baiie (pokanbHOE pacCTOsIHUE ycTaHOBJIeHO mpumepHo Ha 300-500

(ot 3 no 5 metrpoB), a Aperture F-Stop 10BOIbHO BeMKa Ha YPOBHE
4-8.

Pucynoxk 8.16 Circle Depth cpasuenue Field F-Stop

Pa3mbiTHE M300pakeHus npu noBopore kamepsl (Motion
Blur)

UE4 wucnonb3yeT BBICOKOKAYECTBEHHYIO CHCTEMY Pa3MBITHUS
JIBH>KEHUS, KOTOpasi TCHEPUPYET KapTy CKOPOCTH KAXKJIOTO Kajpa U
UCIIONB3YET €€ I COOTBETCTBYIOLIETO PAa3MbITHS  CICHBI.
Hacrtpoiiku 1o yMoOJIYaHHIO, KaK MPABUIO, OYEHb XOPOIUM IS
OOJIBIITMHCTBA CIIEH; OJJHAKO, €CJIM Bbl paboTaeTe ¢ 00Jiee BHICOKOM
YacTOTOW KaJpOB WM XOTUTE OO0Jie€ YUCTYIO MPE3CHTAIUIO, TO
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MOKETE OTKIIOYUTH 3Ty (YHKIMIO WM YMEHBIIUTh €€ 3HAYCHHUE,
YMEHBIIUB ITapameTp Max.

OTpaxeHusi B JKpPaHHOM MpocTpaHcTBe (Screen Space
Reflections)

Screen Space Reflections oOecneunBaloT  JeTallbHBIC
JTUHAMUYECKUE OTPAXKCHMS, OCHOBAHHBIE Ha BU3yaJIM3HUPOBAHHOM
n3obpaxxkeanu. OHU HEOOXOIWMBI JUIi JOCTHDKEHHS CaMoOro
BBICOKOT'O KauecTBa, HO BbI 3axotute yBennuuTh Quality m Max
Roughness. YcranoBute

Quality na 100 u Max Roughness mexay 0,6 u 1,0. bonee
BBICOKME 3HAYCHUSI JOPOXKE BHU3yaJIU3UPOBaTh, HO OHH MOTYT
BBHITJIAIETh 00Jiee TOYHBIMU. Y CTAHABJIMBANTE 3HAUCHUS KaK MOYKHO
HIDKE, COXpaHss IPU 3TOM BHEIIHUIN BUJI Balllel CIICHBI.

Anti-Aliasing

UE4 npenaraeT HeCKOJIbKO METOIOB criakxuBanus (AA). Jlis
oospmmHCTBA Buzyanu3anuii Temporal AA (TAA) cuctema B UE4
JaeT MPEBOCXOAHBIC PE3YJbTaThl U UMEET OUYCHb MAJIO HAKJIAIHBIX
pacxoJ0B Ha MPOU3BOUTEIBHOCTD.

B cienytoiiem npuMepe ClieHbl TOKa3aH Pe3yJIbTaT BKIOUYCHUS
MapaMeTPOB OKPYKAIOMIEH OKKIIO3WU, BUHBETKH, 3€PHUCTOCTH U
rIyOuHbl pe3kocTH. KaXaplii M3 HUX yJIydlllaeT BHEIIHUW BUJ
M300pakeHUs, J00aBIsAsi HECOBEPIIEHCTBA W Apyrue 3P(dEeKTsl,
KOTOPBIE MOKHO YBUJETh Ha (hOTOTpaduHu.

Kak Bumure, HacTpOMKH B TOCTOOpAOOTKE MPOCTPAHCTBA
OKa3bIBAIOT CEPHbE3HOE BJIMSHUE HA BHEIIHUW BUJ CIEHBI. Jlaxe
TOHKUE HACTPOUKH, UCIOIB3YEMBbIE 3/1€Ch, 3HAUYUTEIBHO U3MEHSIOT
BHETITHUI BUJT CTIeHBI (pucynku 8.17 u 8.18).
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Pucynoxk 8.17 Cyena ¢ nacmpotikamu no ymoauaHuio y
nocmobopabomku

Pucynoxk 8.18 Cyena c nacmpoiikamu nocmobpabomxiu,
NOKA3bI8AOWUMU 3AMEMHOe USMeHeHue Konmpacma, oananca
6eno2o U HacvlueHHOCmU

3akiro4eHue

OcBemenne B UE4 mmeer MHOrO KOMIIOHEHTOB, KOTOPBIE
paboTaroT BMecTe, YTOObI CO37]aTh €AMHOE 11eJ10€. XOTSI 3T MOHATHS
ObLIIM TIPEACTABJICHBI B TOM MOPSJIKE, B KOTOPOM BBl MOTJIM OBI C
HUMHU CTOJIKHYTBHCS, TI0 MEpPE€ HM3Y4UYE€HHUs U MOBTOPEHHS HA BallEH

CIICHE BBl CTAHETE MEPEMEIIAThCA MEXKy UX HACTPOMKAMH, TOTOMY
YTO HACTPOMKA OJTHOTO BIIUSIET HA IPYTOE.
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[TogoOHOEe B3aUMOAECHCTBHE MEXKIYy CBETOM, IIBETOM U
MarepuajaMu 3HAKOMO XYJO0KHHUKaM BU3yalu3allid, U UMEHHO B
ATOM TOYKE TEXHOJIOTHS PACXOAUTCS C XYI0KECTBEHHOCTHIO.

bmaromapss TmpakTHKE BBl HAYYHWTECh IIOHMMAaTh CBOW
WHCTPYMEHT ¥ HAYHETE JIETKO CO3/1aBaTh Teruioe oceneHue B UEA4.

9 APXUTEKTYPHBIE MATEPUAJIbBI

Cucrema matepuanoB B UE4 kak xopoliiasi BUeourpa: mpocra
IUISL U3YYECHUSA, HO 3aHUMAET LEIIYIO )KU3Hb, €CIU Thl HAJIyMaJ CTaTh
MAaCTEPOM.

Cosznanue xopomux MarepuanoB UE4 nms mpousBojacTBa —
3TO HE TOJIBKO O KA4E€CTBAX XY/IOKHUKA, HO U O CO3IAHUH TTOBTOPHO
VCIIOJIb3YEMBIX MAaTEPUAIOB, MOJYYCHUN JY4YIIEd U3 BO3MOYKHBIX
MIPOU3BOJIUTENPHOCTY W W3YYEHHM HOBBIX TEXHUK, KOTOPBIE HE
WCTIOJIB3YIOTCSI TPU PEHJIEPUHTE C TPACCUPOBKOM JTy4eH, TAKUX Kak
Parallax Occlusion Mapping.

Marepuanbl U OCBENIEHHWE PabOTAIOT BMECTE JJIsi CO3JaHUs
O00oratoro M peaJMCTUYHOIO OKPYXKEHHS JJIsl MOJib3oBatelis. Bbl
MOKETE JIOCTUYb MOTPSACAIOIINX PE3YIbTATOB C MOMOIIBIO MPOCTHIX
MarepuanoB. Temepb, Korja 3amylI€HO OCBEIICHHUE, Bbl MOXETE
N00aBUTh HECKOJBKO MaTepUajoB Ha CIEHY U OXHUBUTh HX C
MMOMOIIBI0  I[BETA, OTPAXECHUSA, JCTALSIMA W  BapHALUSIMHU
MTOBEPXHOCTH.

[Tomyuuts xopomo Beirsiasmu Marepuan B UE4 mpocto,
notomMy 4to ucnoiab3oBath PBR (physically based rendering) nerko.
Omnpenenute mapamerpsl Base Color, Roughness,

Metallic, Normal, a ABMXOK caenaeT CIOXHYIO padoTy u
NOpOAUT (U3NYECKU KOPPEKTHBIM MaTepuai sl MOTPSCAIOLIUX
IIOBEPXHOCTEW BAIIUX CLIEH.

Yro Takoe macTep-matepuaa’?

Kak yxe 00CyxXaanoch, Bbl MOXET€ CO3JaTh YHUKAJIbHbBIN
Matepuas s KaxJoul MOBEPXHOCTH, KaK U B OObIYHOM 3D-
penakTope. ITO MOXET 3aHSITh OY€Hb MHOT'O BPEMEHH, OCOOEHHO
KOTJIa Bbl HAUMHAETE JOOABIATh B MaTepHaibl MHOTO (DYHKIIMOHAJIA.
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Bmecto »3TOro Bbl OyAE€TE MCIOJB30BaTh CIEIUAIBHbBIC
napameTpbl, Material Parameters, ajis1 co3anusi 0JJHOrO MaTepuasa
(Material) 1 3aTeM HECKOJBKHUX 3K3eMILIIpOB Marepuaja (Material
Instances), Ha3Ha4as TEKCTYpbl M MEPEONPEAENsisi CBOWCTBA IS
CO3[IaHMsl MPAKTUYECKH KAXKJOr0 MaTepuasa, HCIOJIb3yeMOro Ha
CIICHE.

OTOT €OUWHCTBEHHBIM MAaTEpUall 4YacTO Ha3bIBalOT Master
Material. Master Material He SBIS€TCS KOHKPETHBIM acCETOM B
Unreal Engine. Cxopee 310 uaes. Jlroboir maTepuas MOXET OBITh
Master Material, ecnu Bel co3gaauTe ero ¢ napamerpamu Material
Parameters. Material Parameters npeaocTaBIIsIIOT EPEMEHHBIC IS
Material Instances, koTopble MOTYT ObITh U3MEHEHBI Ha JIETY, KaK B
peIaKTope, TaK U B Iporiecce padoTsl ¢ momoibio Blueprints.

brnarogapss mpocToTe€ OCHOBAaHHOTO Ha (PU3HMKE pPEHJIEPUHTA
CETh BalllUX MaTEpPUAJIOB HE OYJET CIUIIKOM CJIOXKHOU. Mcronb3ys
tonbko Color, Normal, Metallic © Roughness Textures BmMecTe co
CIIy4alHOM KapTOW BBICOT, Bbl CMOXKETE OIPEAEIUTh NPAKTUYECKHU
JT100YI0 TOBEPXHOCT.

Brl gaxe cMoxkeTe co3laTh OOBIYHO CJIOXKHBIE TTOBEPXHOCTH,
TaKue Kak MEeTalljl, CTEKJIO, U apXUTEKTYPHbIE HACTEHHBIE MMOKPBITHS
C MUHUMAJIbHBIMU YCUJIMAMHU WU 0€3 HEOOXOAMMOCTH CO31aBaTh
CJIO’KHBIE MOJIb30BATEIHLCKUE MAaTePUAIHI.

9.1 O630p paboThl MaTEepHUAJIOB

Ha pucynke 9.1 npeacraBnen Master Material. Ha nepBbiii
B3IJIAJI OH MOXET ITOKa3aTbCA CJIOKHBIM, HO Ha CaMOM JeJie BCE
IPOCTO.

Matepuansl noxoxu Ha Blueprints 1 HCTIOIB3YIOT OCHOBaHHBIN
Ha y3nax rpad (Material Graph), 4ToOBI TOMOYb BU3YAIM3UPOBATH
TO, YTO HA CAMOM JI€JI€ ABJISETCS NOHATUSAMHU U3 TPOTPAMMHUPOBAHMUS.
V31161, COEIMHEHHBIE C APYTUMHU Y3JIaMHU U TTOTOKAMU JTAHHBIX CIIEBa
HaIpaBo, B KOHIIE CXOMSTCS B OJHOM W3 Pa3IMYHBIX aTpuOyTOB
Matepuaia, Takux kak Base Color miu Roughness.

Bbl BO3bMETE KOHLIENIINY, OTIMCAHHBIE B TJIaBE 5, U paCIIUPUTE
uX, 100aBUB HEMHOT'O HOBBIX THUIIOB Y3JI0B, KOTOpbIe oOecredar
OOJBIIYI0 THOKOCTD IS SK3EMILIAPOB MaTEPUAIOB UJIU MPEOCTABAT
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pOoJIBUHYTHIC GYHKIIMKM peHaepuHra, Takue kak Parallax Occlusion
Mapping.

Pucynoxk 9.1 3asepwennvii M_ArchViz_MasterMaterial
shader graph, npeocmasnsarowuii ooun Material, xomopuwiii moocem
ObIMb UCNOB308aH 01 nowmu Kadcooeo Material na cyene uepes
Material Instances

¥Y3ibl napamMeTpoB

CymectBytoT ocobOble Buabl BepiiuH, Material Expression
Nodes, kotopeie Bbl MoOxeTe pasmecTuTh B Material Graph,
HazpiBaeMble Parameters. DTH y3Jbl TO3BOJISIIOT BaM PacKpbIBaTh
HEKOTOpBIEC AaCIEKThl BAalIEro MaTepuasna, KOTOPbIM MOXKET OBITh
TMHAMUYECKH U3MEHEH ¢ nomoinblo Material Instance assets wiu B
npoiiecce padboTel ¢ momoIsio Blueprints.

[TapameTpsbl, cO3JaHHBIE B MaTepuane, OTOOpaXKAKTCS Kak
penaktupyembie Properties B Ma- terial Instances, nojiydeHHbIe U3
storo marepuaina. B Material Instance Editor (pucynok 9.2), Bam
HY>KHO YCTaHOBHUTH raJIOUuKy CJI€Ba OT CBOMCTBA, KOTOPHIC BbI XOTUTE
nepeonpeeuTh 10 U3MEHEHUs 3HaueHus. J[Jis1 Bo3Bpara 3HaUYCHUS
0 YMOJYaHUIO HAXKMUTE Ha MAJICHBKYIO JKEJITYIO CTPEIIKY PSAJIOM C
U3MEHEHHBIM CBOMCTBOM. BBI Takke MoxeTe yOpaTh TaJlOuKy Jjis
OTMEHBI TIepeoTpe/IeTICHHUS.
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Pucynok 9.2 Packpawennwiti Wall Material Instance,
ocHosannwvlli Ha M ArchViz _MasterMaterial

Co3nanme macrep-mMaTepuaJjia

Kak mnokazano Ha pucyHke 9.1, HyXHO OYEHb MHOTOE
HAaCTPOMUTh IS co3laHus xopomiero Master Material. Kaxxaprit
Material input (Base Color, Metallic, Roughness, and Normal) umeer
pAl y37I0B, COECJMHEHHBIX C HHUM, YTO IO3BOJISIET BaM CO3/1aBaTh
OECKOHEUHbIE BapuallMy Balnx MatepuanoB ¢ Material Instances.

Base Color

Ha pucynke 9.3 nokazan Texture Parameter 2D, Ha3piBacMBblIii
Base Color Texture, koTopblii yMHOXkaeTcsi Ha Vector Parameter,
Ha3zeiBaeMbIll Base Color Tint. Materials — »to Math, a Colors kak
RGB Vectors. 910 3HauuT, 4TO BbI MOXKETE BBINOJIHATL BCE
BO3MOXHBIE MAaTeMaTUYECKHE OIepaluy JJisi BEKTOpa IIBETa B
TEKCTypax, M 3TO MO3BOJUT BaM JieJiaTh KOPPEKTUPOBKH Ha JIETY.

Adding Parameters

g pasmenienus y3na Texture Parameter mpocTo UCTIONb3yUTe
NaJuTPy WU MEHIO, BBI3BAHHOE HAXKAaTHEM MPABOUW KHOIMKOMN MBIIIIH,
u BblOepute Texture Parameter u3 cnucka. 3ateM Ha30BUTE
Parameter yem-HuOynp 3HauMMbIM. Parameters MoryT cojaepKatb
npoOenbl U 3HAKU MPENUHAHUS B WX HA3BaHUSIX, JeNIas UX JIETKO
YUTAEMbIMH, HO 3TO MOXET 3aTPYJHUTH TIOCTYI K TUM IEPEMEHHBIM
KOJIA.
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V3nb1 Parameter MoryT ObITh MEPEMMEHOBAHBI U U3MEHEHBI C
nomonipto maHenu Details. Mcnions3ys manens Details, Bam Taxxke
HY)KHO ompeaenuTh Texture asset, KOTOPBI OyJeT UCIOIb30BATHCS
JUIs 9TOTO y3jJa MO yMOd4aHuio. Bbl MokeTe nubO HaxkaThb IO
MUHHATIOpPE JJIS BbI30Ba browser, nub0 mneperamuth Texture u3
Content Browser B cBOICTBA y3:1a.

Pazmectutre Vector Parameter takum ke oOpa3oMm, CHOBa
IIPUCBOMB €MY OCMBICIICHHOE Ha3BaHue. Vector Parameter MOXHO
OTpEIaKTUPOBaTh, M3MeHUB 3HaYeHNI RGBA B manenu Details, v
JBOMHBIM Ha)KaTHEM Ha 00pasell I[BeTa B y3Jie. ITO BBI30OBET MATUTPY
I[BETOB, KOTOPOH TOpa3io IMPoIIe MOIb30BaThCS.

Base Color Texture A

Uvs RGB @
Apply View MipBias ]

G

B

A® Multiply ¥
Use Base Color Texture
A "

[ 2
B \ @ True

@ False

—
‘Bavse Colq T!m /4

Pucynox 9.3 V3zen Base Color

Kpome Toro, Bel Moxere co3marb BepmuHy Texture 2D,
neperamuB TekcTypy u3 Content Browser B rpad matepuana. Cpazy
Takasi BEpIIMHA HE CTAHET BepIIMHON Parameter, HO €€ MOKHO JIETKO
npeoOpa3oBaTh B TakoBOW naBoHHOW mienuok [IKM Ha BepiieHe
Texture 2D wu BbIOOpoM KomaHabl Convert to Parameter B
KOHTEKCTHOM MEHIO.

Multiplying Colors

Jlo6aBeTe y3en Multiply ¢ momompio Palette, maun menro,
BBI3BIBAEMOI'0 JIBOMHBIM HaXaTHEM IPABOM KHOMKH MBIIIHU, H
noakimounte Beixoa Base Color Texture k Bxoay A u Bbixona Base
Color Tint k Bxoxy B.
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V3en Multiply ymHOkaeT KaxKaplii KaHal Bxoaa A Ha BXol B u
BO3BpalllaeT pe3yiabTaT. Y MHOXKEHHUE BEKTOpa (BBIXOJHOM y3em base
Color Texture’s RGB) na npyroii Bextop (BeixoaH0# y3ea BaseColor
Tint’s RGB) o3nHauaer, uro kaxawii U3 otaeabHbIXx RGB-kananos
yMHOXaetcs ApyT Ha npyra (RedA x RedB, BlueA x BlueB, GreenA
x GreenB). Bbl Takxke MOXETE€ YMHOXHUTb OJIMH TUM JAHHBIX Ha
npyrou, k mpumepy, Vector u Scalar (float), — B manHom ciyuae
OyJeT YMHOXKaThCs KKl KaHall Vector Ha 3HadueHue Scalar.

Wcnons3zoBanue y3na Multiply nmns 1BeTOB aHalOTHMYHO
Multiply blend mode, ¢ KOTOpbIM BbI, BO3MOXKHO, CTAJIKMBAJIKCh BO
MHorux npuioxkeHusix. Yepuoiit (0,0,0), MOJTHOCTHIO OKpaIIUBaEcT
Bai Base Color B 4epHbIif, Tak Kak Bce ymMHOKeHHOE Ha 0 paBHO 0.
YucTeiit 6enbiii (1,1,1) He U3MeHsIET BXOJAIEee 3HAYECHHUE BOOOIIIE.
KoHeuHo, BBl MOXeTe BBHIOpATh 1IBET, TOHUPYS MUKCEIU. Bbl Takxke
MoxeTe npeBbicuTh 1 (wnu 0) B Bamem Vector Parameter, neficTBys
KaK peryJupoBkKa spkocTu s Texture. DTO HHOrAAa MOXET
NPUBECTU K (PU3NUECKU HETOUHBIM pE3yjbTaTaM, MO3TOMY OyIbTe
OCTOPOYKHBI, KOTJa MEPEONPEAEISETE BAIIK BXOIHBIE TAHHBIE 3TUM
CIIocoO0M.

Static Switch Parameters

VY3en Static Switch Parameter oto6paxkaer Boolean ¢naxok B
Material Instances. Eciau mapameTrp ycTaHoBIIeH Ha true (B Material
unn Material Instances, oT koToporo noiy4aet ero), Material 6yner
OIIEHMBATh MyTh KOJa, COeAMHEHHBIN ¢ BxojaoM True (u ¢ False B
MPOTUBHOM CJIy4ae).

N3menenue 3HadyeHus Static Switch Taxke MokeT 0OOHOBUTH
untepdeiic Material Instance.

Parameters, koTopbie HE BBI3bIBatOTCS, Takue kak Base Color
Texture, He OyayTt mokazanbl B Material Instance Editor, uTto
NpPUBEACT K YMEHBIICHUIO IMOMEX W H30eraHui0 TOKa3bIBAHMS
MOJIb30BATENI0 MapaMeTPOB, KOTOPhIE HUUETO HE JIETIa0T.

Coenunure pe3ynbTaT y3ia Multiply ¢ Bxogom True, a BeIxoa
Base Color Tint Parameter — c Bxomom False B Static Switch
Parameter.
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B mannom ciydae, eciim Use Base Color Texture paBeH false,
Material Oyner ucnons3oBaTh Base Color Tint gisi onpenenenus
Base Color, munys y3ael Texture u Multiply. 9T0 skOHOMUT Ha
yrenun Texture wu  BelumcieHun  Shader, 1emnas  Oouiee
IPOM3BOAUTEILHBIN Material.

Metallic

Bxomnoi kaman Metallic sgBngercs omHuM #3 HanuMEHEE
WCIIOJIb3yeMbIX aTpHOyTOB M MOXET ObITh ycTaHOBJIeH Ha O wim 1
yepe3 Metallic Scalar Parameter (pucynok 9.4).

Use Metallic Map

.» True
Alpha @ False

Metalness Texture
“Metallic

UVs RGB O

Appl/"le w MipBias

Pucynok 9.4 Vzen Metallic

OpnHako MHOTZIa Bbl MOXETE 3aXOTE€Th MCIIOIB30BaTh Texture
KaK MAacKy ISl ONpeAesieHUus 00JacTh MOJICNIH, KaKUE SIBIISIIOTCS
metallic, a kakue HEeT; K MpUMepy, TEKCTypa IPEBECUHBI C BUIUMBIMU
FBO3ASIMM WM [IypyllaMHd WM Marepuai, MOpeaCcTaBISIONINA
CKOJIOTYIO KPACKy ¢ METAJUNIMYECKOM MOBEPXHOCTHIO IO HEM.

Jns ydera storo coszpaite y3en Texture Parameter 2D mon
Ha3BaHuem Metalness Texture.

Pacnonoxure y3en Linear Interpolate (umu Lerp, xak ero
OOBIYHO HAa3bIBAIOT), KOTOPBIA IMO3BOJIMT BaM T€pEHA3HAYATH
3HAYCHUs B JPyTHe 3HAYCHHUS, HCIOJL3Yysl MpocThie Min u Max
Parameters nnsa kaxmaoro. Alpha-Bxoa AeHCTBYeT Kak MPOLICHTHBIN
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BeC Mexy Bxoaamu A u B, 3HaueHue 0.0 cooTBETCTBYET BXOAY A U
3HaueHue 1.0 coorBercTByeT Bxoay B. Perynupys stu 3HaueHus1, Bbl
MOXETE JIETKO UHTEPAKTUBHO HACTPOUTh MOBEPXHOCTH BaIlIMX CIICH.

Coszpnaiite nBa Scalar Parameters, HazoBuTe nx Metalness Min
u Metalness Max u nojakirounute uX K Bxojgam A u B y3ma Lerp.
VYcranosute Default Value nns Metalness Max na 1.0 ¢ moMouipto
nanenu details. Hactpoiika mapamerpoB Metalness Min u Metalness
Max Mo3BOJIUT BaM JIETKO U3MEHSITh 3HAYEHUE MACKH 0€3 N3MEHEHUS
Texture.

UToOBbl MOJHOCTHIO OTKJIIOUWTH Texture, pa3MecTUTE APYrou
Static Switch Parameter B Graph u HazoBute ero. Ecnu myist aToro
Parameter ycTraHoBi€HO true, TO BBIOMpPAETCS KpACHBIM KaHaJ
Metalness Texture m 3arem u3MeHsSETCS ¢ MoMoIbio y3ma Lerp.
[TockoubKy mJist BXOAA

Metallic TpeOGyeTtcs TobKO Tpaganus ceporo win ckamsp (0-1),
TOJIbKO KPACHBIM KaHaJl TEKCTYPhl UCTIOJB3YyeTCs, KaK anbda y3nals
Lerp.

Eciu Use Metallic Map ycranoBnen Ha false, on Oyner
ucrnonb3oBath Metallic Scalar, kotopsiii ycranoien Ha 0,0 u
NOAKJIIOYEH K Bhixoy False.

Roughness

Kanan Roughness, BO3MOXHO, SIBISE€TCS CaMbIM BaXHbIM
kaHajaoM, He cuutas Base Color. OmHako, Kak BBl MOXKETE 3aMETHUTh
Ha pUCyHKE 9.5, OH HACTPOEH TakK K€, KaK U JApyrue kaHaisl, ¢ Use
Roughness Texture Static Switch Parameter nepexitouasch Mexay
Texture-based roughness u Roughness Scalar Parameter.
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Base Color Texture
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Apply View MipBias R
8
“Multply ¥
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> — 8

Roughness Apha
- Use Base Color Texture Alpha for Roughness
Ws RGB
Troe L 2
Apply View MipBias R
= False
B

Use Roughness Texture

Pucynok 9.5 Vzen epagpa Roughness maxoice nokazvieaem
Base Color, nosmomy 6ol moowceme 3amemums, xax Alpha uz Base
Color Texture moorcem 6vimo ucnonvzosana 6 kauecmee Roughness
map

Hcnonp30BaHue TONBKO OAHOrO KaHaja u3 Texture mo3BoJsIeT
NPOJABUHYTHIM TIOJIb30BATEISIM TPUMEHATh KaXKIBIA KaHal ISt
xpaHeHus: RGB-TekcTypbl pa3iuuHbIX U300pakeHU B Tpafalusx
ceporo.

Vnpaoicnenue 12. Material Graph.

Cozpnatite Bam Material Graph, kak rmokazaHo Ha pucyHKke 9.5.
OOpaTuTe BHUMaHKE Ha 3HAYEHUE TT0 YMOJYAHMIO JJTsI KaXKI0TO y371a
Parameter npu moaAroToBKe MOCTPOCHUA BaIlIEH CETH.

Use Base Color Texture Alpha for Roughness Static Switch
Parameter mo3soussieT nonb3oBath Alpha xanan Base Color Texture
kak Macky Roughness wmu kpacHblii kaHan Roughness Texture
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Parameter. Ucnonb3oBanue Alpha u3 Base Color Texture siBisieTcs
OOBIYHBIM PA0OYUM MPOIECCOM, U MHOTHE Assets, TOCTYIHBIC B
Marketplace u B cooOmiecTBe, HUCHOIB3YIOT ATOT METOJ JyIst
onpenenenus Roughness B Materials.

Hpyroit Static Switch Parameter, Ha3zpiBaeMbiii Use Roughness
Texture, MO3BOJIUT BaM MEPEKIIOYATHCS MEXKAY OJHUM CKAISIPHBIM
3HaueHrueM Roughness, koTopsiit coequHeH ¢ Bxoaom False, u mytem
Ha OcHOBe Texture, koTopbld noaxoaut K Bxoay True. Ecam Use
Roughness Texture ycrtaHoBieH Ha true, TO JaHHBIE TEKCTYPHI
BepHyTCs K Use Base Color Texture Alpha qyist Roughness Parameter,
yIpaBIIIeMbIM ¢ TToMOIIIbI0 y3i1a Lerp u Roughness Min u Roughness
Max Scalar Parameters.

Normal

Kanan Normal, BeposiTHO, HauMeHee 3HAKOM OOJIBIIMHCTBY
BU3YAIIM3UPYIOIINX XYAOKHUKOB. boJbmmHCTBO 3D-nipuiiokeHui
MOJIAraloTCsl Ha KapThl penbeda W BHICOT ISl  OMpPEAeTICHUS
noBepxHocTU. Pabortaronve B peasbHOM BPEMEHH MPHIOKECHUS,
Bkitouass UE4, ucnons3yroT KapTy HoOpMasei, MOTOMY 4YTO OHHU
OBICTpEE BBIUUCISIOTCS, YEM KapTa penbeda, U MOTYT ONPEACIIUTh
KPUBU3HY TOBEPXHOCTH, YTO JICJIAET UX 00Jiee KAYECTBEHHBIMU, YEM
KapThl penbeda.

Coszparite y3en Normal Texture Parameter, xak u nro0oi
npyroit Texture Parameter. OnHako BBl JOJDKHBI YCTAHOBHUTH
Sampler Type na Normal B manenu Details y3na. 9to aenaercs
aBTOMATUYECKH, €CJIM Bbl HA3HAYWIIA KapTy HOpMaJel TEKCType IJIs
cBoiicTBa y3ia Texture.

J1711 KOHTPOJI1 MHTEHCUBHOCTH KapThl HOPMAaJIe UCIIOJIb3YUTE
Lerp mexny 3nauenueM Normal Texture, mOaKIIOYEHHBIM K BXOIY
A, u 3nauenumeMm Constant Vector 0,0,1 (3HaueHue 1 HE
M3MEHEHHOW HOPMaJIN ), MOAKIIOYEHHBIM K BxoAy B (pucyHok 9.6).
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Use Normal Texture

Normal texture

Nermal Strength : x

N

Pucynok 9.6 ¥3en Normal

Jlnst yuera BpallleHUsI KapThl HOpMajel TpeOyeTcsi U3MEHUTD
COXpaHEHHUS MPABUIBHOM BEKTOPHOM MaremaTtuku. Kcrosb3yire
y3en Rotator 1151 BpamieHus: 1aHHBIX, Bo3BpailieHHbIX U3 Lerp. Scalar
Parameter, Ha3pBaemblii Rotation, ymHOXaeTcs Ha Pi m
ucnoab3yeTcs kak Time input ayist y3ia Rotator, cBszandoro ¢ UV u
Texture.

[Ipeo6pazoBanus (00BICHO 1MO3Ke). UTOOBI OBIIIO MTOHITHO, BBI
ITOBOPAYMBACTE 3HAYCHUE KapThl HOpMaJIeH, a He Texture.

BekTopHas MaremaTuka, Kak 3Ta, SBJISETCS OCHOBOW 3D-
npwioxenuit. Bee, oT nepemenienust B 3D-nmpocTpaHCcTBE 10 1IBETOB
MaTepuanoB, SABISAETCA  BEKTOopaMu. M3ydeHue  BEKTOPHOU
MAaTEMATUKHU SBJISETCA OJHOW W3 JIYUIMX BEIICH, KOTOPYHO BBI
MOXKETE clieaTh KakK XYJOKHUK, CTPEMSIIUNCS YJIYUYIIUTh CBOH
BO3MO>KHOCTH U HaBBIKU B Kaxa0M acnekte st UE4.

Ambient Occlusion

HononautensHass  kapta  Ambient  Occlusion  (AO)
MpEHA3HAYEHA JJISI PYYHOI'O OIPEIEIICHUS MHUKPOIIOBEPXHOCTHOU
ambient occlusion of a Material (pucynok 15.7). Eciiu 3TOT BBOII HE
onpenened, UE4 Oyner 1uHaMU4YeCKU T€HEPUPOBATH 3TU JTAHHBIE C
MOMOIIBIO KapThl HOPMAJIA, HO MHOTJIa OHU HE COBCEM TOYHBIC WJIH
3TO HE TO, 4YTO XxoueT XxyaoxxkHuk. Kanan AOQO wame Bcero
UCIIOJB3YETCs, KOTrJa Ha0Ophl TEKCTYpP YK€ 3al€UeHbl C MTOMOIIBIO
Takux nporpamm, kak Substance designer unu XNormal, u Moxer
OBITh OTKJIIOUCH B OOJIHIIIMHCTBE CITy4YacB.
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———— Lerp
AO Max Use AO Map
e

B ® True

Alpha @ False
AO Texture
UVs RGB O

Apply View MipBias

Pucynox 9.7 ¥zen Ambient Occlusion obwviuno ucnonvsyemes
MOAbKO Npu 0codwvlx obcmoamenvcmaax, kozoa mamepuanvt UER4
HYHCOAOmMcsi 8 HeDOIbULOU NOMOUWU

Hacrtpoiite rpad, kak nmokazaHo Ha pucyHke 9.7. Kak Bxomapl
roughness u Metallic, AO HyXeH TOJIBKO CKaJsIp WU Tpajaius
CEporo; CIe0BaTEIHLHO, UCIIOIB3YETCS TOJBKO KpacHbIM kaHain AO
Texture Parameter.

Hcnone3oBanne AO Map Static Switch Parameter no3Bonsier
Material Instances npomyctuth ncnosib3oBanue AO map BooOie. B
OTJIMYME OT HEKOTOPHIX Apyrux Switch Parameters, rne Ha Bx0A
False nomaetcst Scalar Parameter, 31ech MbI OyieM MPOCTO Ha3HAYATh
y3en Constant u ycranaBiauBath ero 1.0. B oriaumuue ot Scalar
Parameters, Constant nepeMeHHbIe HE MOTYT OBITh HU3MEHEHBI B
npoliecce padoThI.

Texture Scaling u Transform

Hactpoiika macmraba u no3unuii Textures HeoOxoauMa s
npaBwiIbHOTO odopmieHus matepuaioB. B UE4 Bmecto HacTpoiiku
macmtaba Texture, kak B 3D-mpunoxkenuu, Bbl u3MeHsiere UV-
KOOPAMHATHI TOBEPXHOCTH B peaJIbHOM BpeMEHU ¢ TTomolibio shader
network (pucynox 9.8).
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Pucynok 9.8 UV Scaling u Transform

Haunute ¢ no6asnenue y3na Texture Coordinate (Ha3BaHHOTO
TexCoord Ha pucynke 9.8). OtoT y3en Bo3Bparaet UV-KoopauHaThI
B onpenesieHHoMm UV-kaHadne.

3areM m3MeHsieTe koopauHatel UV, KOTOpbIE OH BO3BpallacT
OT MEPBOr0 IMOBOPOTa €r0 BOKPYr LeHTpa Texture, HUCIONb3ys
Rotator. DTOT y3en mpuBOAUTCS B JAEHUCTBUE IYTEM ITOJIKIIOUYCHUS
Rotation Scalar Parameter x Time inputl6. Jlns ymporieHus
co3nanus Rotation Parameter B Material Instances oH ymHoOMkaeTcs
Ha yuclio pi, mpeBpaias Rotation B nuanazon 0,0—1,0, rae 0,5 paBHO
180 rpamycam.

Jlns  macmTabupoBaHUST KOOPAMHAT M, CJIEJ0BATENIbHO,
MacmtTabupoBaHus/HamoxkeHust  Texture, OHM JOJKHBI  OBITh
yMHOKeHbI. Texture Scale Parameter BbIOIHAET 53Ty 3ajauyy.
3HayeHusl, IpeBbIIaromue 1, mnpuBoAsAT K 00Jiee KPYIHBIM TaljiaM B
Mo3an4yHo# Texture, B TO BpeMs KaK 3Ha4eHUsI MeHbIle () MpuBOAST
K ToMY, uTO Texture KaxkeTcst O0JbIIe, a Tal- JIbI MEHBIIIE.

Texture Ratio Parameter mo3BoJISIET TEKCType OBITh
HEOJHOPOIHO MacIITaOMPOBaHHOU. ¥Y3ea Append co3naeT 3HaUeHUE
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Vector2 (3nauenue ¢ neyms float; B nanHoMm ciydae kanaiasl U u 'V,
Hanpumep, 0, 0 umu 0,2, 1,0) ¢ Constant 1,0 B kauecTBe MEPBOIo
3HaueHuss u Texture Ratio B kauecTBe BTOPOro. DTO BO3BpaIacT
3HaueHue vector2D, mnanpumep, 1,0, 0,5, xotopsie 3arem
yMHOXatoTcss Ha Texture Scale Parameter, u 3ToT pe3ynbTar
yMHOXkaetcs Ha rotated coordinates.

PesynpraTOM BCEro 3T1Oro SABIAIOTCS U3MEHEHHbIe UV-
KOOpAMHATBI, KOTOpPbIE BBl 3aTe€M TNOJAKIIOYaeTe K aTpulyTy
Customized UVO0 nnst Material. 3ToT BX0/1 HE BUICH 110 YMOJIYaHHUIO.
JIns BKJIFOYEHHS] 3TOW OMIMU Bbl JOJDKHBI CHauyajla yCTAaHOBUTh
ceorictBo Num Customized UVs qis Material. YcranoBka ero Ha 1
nu Oostbinie 100aBUT BXoaHbIe y3ibl Customized UV mims Material.

Custom UV's no3BoJisieT n30exaTh HEOOXO0AUMOCTH COETUHSTh
npeobpazoBanubie UV-ko- opauHaThl K Kaxaomy Bxoay UV Bcex
y3moB Texture B Bamem Material. BMecto »TOro paHHble,
nocrynaromue K Bxogam Custom UV, MEHAIOT KOOpIMHATHI KaHala
UV. Tenmepp k mo6oit Texture, koTopas HacTpoeHa I
ucnoas3oBanus UV-koopauHaT KaHaina, OyayT NPUMEHEHBI 3TH
n3MeHeHus 3HaueHu UV,

Co3znanmne Material Instances

Ha pucynke 9.9 noka3seiBaercst MHOkecTBO Material Instances,
MCIOJIb3YEeMBbIX Ha clieHe. [louTu Bce u3 aTux Instances ocCHOBaHbI Ha
oaHoM Master Material, onmrucanHoM paHee.

K kaxgomy Material Instance npumenwnu HoBeie Textures u
HacTpoiiku Parameters, co3naBas pazHooOpa3Hyro Material Library,
JTOCTYIHYIO 371€Ch.

Rotation Parameter ucnonb3yeTcs HECKOIBKO pa3 B 3TOM
menaepe. Ecniu y mapamMeTpoB OJIMHAKOBBIC HAa3BaHWS, U3MEHECHUE
OJIHOTO 3HAYECHUS MOBJIUSIET HA BCE Y3JIbI C ’TUM HAa3BAHUEM.
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PucyHOK 9.9 Content Browser ¢ Materials u Matertal
Instances, ynacneoosannvie om Master Material

9.2 Packpacka cTeH

Jlnst 9TOM CIeHBI MOTPEOYETCS MHOMKECTBO KPAaCOK pa3HBIX
nBetoB. g kaxmgoro coszgaercs Material Instance, Kaxablii 1IBET
onpezenseTcsa ¢ nomoinblo usMeHenus Base Color Tint Parameter.
OpnHako, Kak BBl MOXKETE 3aMETUTh Ha puUcyHKe 15.10, MHe Takxke
MPUIIIIOCh HACTPOUTh MHOXKECTBO Parameters, 4ToObl MOJTYyYHUTh
npaBWwIbHO BBITJIAAmUM  Material Instance: MHe mpuUIIIIOCH
Ha3zHauuTh Textures, mepexiouuTh Static Switch Parameters u
W3MEHUTh CKaJSIPHbIE 3HAYEHUs, UYTO B PE3yjbTare Aajo O0rarto
BBITJISSIITYIO TTIOBEPXHOCTh CTEHBI.

Bce pasnuuHbie I1[BETOBBIE BapHalldd OKpPAIIE€HHBIX CTEH
MPOUCXOAT OT ogHOro Master Material; ojJHako OHM yYHAcCJ€10BaHbI
ot apyroro Material Instance, a He Hanpsimyto ot Master Material
(pucyHok 9.11). DTOo AEMOHCTpPUPYET OJIHY M3 CaMbIX MOIIHBIX
Bo3MOkHOCTe Material Instances: cmocoOHOCTH Haclea0BaTh
Material Instances ot apyrux Material Instances.
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Pucynox 9.11 M_ArchViz_PaintedWall Blue Material
Instance, ynacnedosannvie om opyzozo Material Instance:
M_ArchViz_PaintedWall

Cosznanme Material Instances or apyroro Material Instances
no3BoysieT BaM HactpouTh ojauH Master Material Instance,
W3MEHEHHE KOoTOoporo Oyner 3arparmBaTh Bce Material Instances,
yHacJIeJI0BaHHBIE OT HETO.

DTO0 MO3BOJISIET CO3/IaBaTh OCCKOHEUHBIE BapHUAIIMH 10 JAHHON
TeME M 3aTeM KOPPEKTUPOBaTh UX BCE Ha JIeTy 0€3 HEOOXOAUMOCTH
U3MEHATh KaXabld OTAeibHO. CBOKHCTBA, IEpEONpPE/ICIICHHBIC B
HaciaeaHoMm Material Instances, Takue kak Base Color Tint, He OyayT
WU3MEHEHBI U3MEHECHHSIMU B POJUTENC U COXPAHST JIFOOBIE CACTaHHbIC
BaMH U3MEHCHHUS.

9.3 IMoJasl

[Toasl MOryT OBITH OJHMMH M3 caMbIX MpOCThiXx Material
Instances, HO B TOX€ BpeMsi OJJHUMH U3 CaMbIX BaXHbIX. [lonyuenue
OTPAXKEHUH U JIETAJICH MPAMO Ha MoJIaX B BU3yalu3alusIX BaXKHO, TAK
KaK 3TO 00ecrneYruBaeT KOHTAKT C MeOEeNbl0, CTCHAMU U JPYTUMU
Props (pucynok 9.12). Ilonm cocraBisieT OTpOMHBIM MPOIEHT OT
MPUBBIYHOTO BHUJA OKPYXEHHsS, TakuM o0Opa3oM HacTpoWka u
YJIYUILIEHHE HAMOJIbHBIX MATEPUAIIOB CTOUT YCHUIIUH.
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Pucynox 9.12 Hanonvuwiti Material Instance zasucum om
xopowux kapm Hopmaneu u Roughness, komopuie 6vi1u curbHo
usmenenwl ¢ nomowwro Material Instance Parameters

Hcnonb3yst oOpazen; Texture miisi MOJOBBIX JOCOK, KOTOpbIE
UCIIOJIH30BAJIMCh KJIMEHTOM, creHepupyute kapThl Normal, Base
Color u Roughness Texture ¢ momornisto Substance

Bitmap 2 Material (B2M). D10 01HO U3 MHOYKECTBA JOCTYITHBIX
TJIATHBIX MPUJIOKEHUH, KOTOPOE HUCIIOIB3YeT METO bl 00pa0OTKH Ha
IPOCTOM H300pakeHuW W mnbiTaerca creHepupoaTh PBR Textures
ISl UCTIOJIb30BAHMS B TAKUX UTPOBBIX JIBUKKaX, kak UE4.

Kak BbpI MOKETE 3aME€TUTh HA pUCYHKE 15.13, HECMOTpS Ha TO
yto Textures, cozgannbie ¢ B2M, Xopo1iu, ux Bce e1ie Hy’KHO MHOTO
nopabatbeiBaTh. BoT moueMy HacTpoiika

Parameters B Materials, mo3Boisifomas BHOCUTh HW3MCEHCHMS,
Tak BaxkHa. be3 Hee BaM HYKHO OyjeT u3MeHsTh Texture Assets,
MOBTOPHO HUMIOPTUPYS KXKIABIA pa3, 4TOObl YBUJETh M3MEHEHMUSI.
Hcnonb3ys 3TOT crnoco0, Bbl MOXETE€ MOCMOTPETh, KaK JIOJKEH
BBITJISIZIETh MAaTEPUAJl B KOHTEKCTE.
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Pucynok 9.13 M_ArchViz WoodFlooring Material Instance

9.4 CaoxHble MATEPUAJIBI

HecmoTps Ha TO dro MacTtep-Marepuays MPEBOCXOIHO
MOAXOIUT sl OOJIBIIMHCTBA HEMPO3PAYHBIX MMOBEPXHOCTEH, OH HE
MOKET CIIPAaBUTHCSI CO BCeM. Takue Marepuaibl, KaK CTEKJIO HIIH
KUpNHUY, TpeOyroT Oosee CHenu(pUIHBIX MaTEPHANIOB, YTOOBI
BBITJISIIETh  JIy4Ille, W  HWCIOJb30BAaHUSA MPEUMYIIECTBA  OT
BO3MOkHOCTEN peraepunra UE4.

Parallax Occlusion Mapping

Parallax Occlusion Mapping (POM) sBasieTca MeToIOM st
CO3/IaHMsI TIOXOXKHUX Ha cMelleHrne 3P¢GeKToB, Ha KOTOPHIH YXOIUT
4acTb OT CTOMMOCTH peHuepunra. IlocpeacTBom HekoTopou
MPUYYJIUBON MaTEMaTUKH MOXKHO HCIIOIb30BaTh KapTy BBICOT MJIs
cMmeltenus Textures, co3gaBasi HILTIO3UIO TIIYOUHBI (pUCYHOK 9.14).
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Pucynox 9.14 Tom ace Material, monvko ¢ éxniouennvim
POM, noxazwieaem, xax cozoaemcs enyouna, u nomo2aem ayduie
onpeoenums N08EPXHOCHb, YeM MOAbKO 00OHA Kapma Hopmanell

POM co3paer nckaxennsie UV-KOOpaUHATHI, KOTOPBIE 3aTEM
nomaroTca B Kaxaeli Texture’s UV input. Bcs 3Ta crnoxxnas
MaTeMaThKa cleflaHa Iy Bac M HactpoeHa Material Function,
KOTOpOil TpeOyeTcs TOJIbKO HECKOJBbKO BXOJHBIX JaHHBIX,
Hanpumep, Height Map s koppekTHON padOTHhI.

Tax xak POM BimsgeTr Ha KaxIbpld KaHan Bamero Material,
pa3outh ero Ha coOcTBeHHBIM Material OOBIYHO SABJISIETCS XOPOILIEH
unee. Hactpoiika Material graph ¢ yuerom Bcex Bamux Apyrux
napaMeTpoOB MOKET MPUBECTHM K UYPE3MEpPHO cloxkHOMY Material,
KOTOPBIN BBIMIOJIHAET CIHUIIKOM MHOTOE M MOXET CTaTh OpEMEHEM
TSl 0OCITY>KMBaHHS.

Ha pucynke 9.15, Bepcus POM mis Master Material moutu
Takas ke, Kak U y crtaHgaptHoro Master Material. Co3naths ero
MOXHO, nyonupoBaB Master Material B Content Browser u 3arem
oTpenakTupoBaB ero. CaMbIM OOJIBIIUM JOTIOJIHEHUEM SIBIISETCS
Parallax Occlusion Mapping Function Bmaneke cnea. Eciu BbI
npucMoTputech (pucyHok 9.16), TO yBuUAUTE, YTO €ro JErKO
HACTPOMUTb.
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Pucynox 9.16 Jlemanvusiit 0630p ¢ynxyuu Parallax Occlusion
Mapping, nonyuuswuecs uckasxcenus UV samem nooxknouaromest K
kasxcoomy éxooy Texture Sample Parameter’s UV
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Jns wactpoiiku ¢yHkuuu mnoxakiatouute Texture Object
Parameter k Bxoay Heightmap Texture. Texture Object Parameter
oTiau4aeTcs oT Apyrux Texture Parameters, KOTOpbIE Bbl IPUMEHSIIN
rae-To B JApyrom wecre. Texture Parameters, KOTOpbIA BbI
WCTIOJIb3YETE, BO3BPAIAIOT I[[BET, OCHOBAHHBIM HAa HA3HAYECHHOU
Texture; Texture Object Parameter BeI1aeT cchUIKy Ha Texture, u ee
UCIONB3YIOT ISl B3aUMOJEUCTBUA ¢ (QYHKIMUSIMU MaTtepuaia, a He
HaMpsAMYIO JJIsl pEHJICPUHTa.

JIns ero co3ganusi Bbl JOJKHBI SIBHO BBIIOJHUTH MOUCK Texture
Object Parameter B Palette wim OTKpBITH IpaBO KHOMKOW MBIIIH
MeHio B Material Editor.

[Togxmrounte POM Height Scalar Parameter, coennHeHHBIN C
Bxoa0M Height Ratio, u HacTpoiite cuity Bo3zneicTBusi. OHO JOJIKHO
ObITh O4YeHb HU3KKUM. Ecim yctanoButh 0,01, TO 3TO NpuUBEAET K
OueHb criIbHOMY 3(pdekTy. XopoIue 3HaueHus: OOBIYHO HAXOIATCS
B nquana3one ot 0,001 go 0,005.

[Togxmounte y3en Constant Vector 3 k Bxoay Heightmap
Channel. 3to onpenenut, kakoi 1IBETOBOM KaHasl OyAeT BhIOpaH U3
y3na POM Height Texture. B gaHHOM cily4ae yCTaHOBHUTE €ro Ha
KpacHbIM KaHay, yctaHoBUB i Constant 3 3Hauenue 1,0,0.

9.5 KoBpsl
Hcnonp3zoBanue POM c BeicokouacToTHOM Texture, Takoi Kak
KapTa BBICOT KOBpa, NpEKpacHO paboTaer, JaBas TIyOMHY U
HACBIIEHHOCTH JTayKe TPOCTHIM MaTepuaiam (pucyHok 9.17).
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Pucynok 9.17 Material kospa ucnonvzyem POM ons
cMeweHUsl 60NI0KOH, YmMo nomozaem npuoams Kospy 21youty u
Ma2Kocms, ocobenno 6 osuxcenuu u 6 VR

9.6 Kupnuum

Kupnuum  sSBISIIOTCST  KIIACCUYECKUM  TPUMEpPOM IS
JEMOHCTPAIIMK BO3MOKHOCTEN pPEHIEPUHra IABUKKA— IO BECKOU
npuuyuHe. Ux oOMaHuMBO clioxkHO peHaepuTh. POM maet xoporiue
pe3yabTaThl M 00eCHneYMBaeT KayecTBO, KOTOPOE YCTPaWBaET
OOJIBIIMHCTBO XY/I0KHUKOB BH3yaau3aiuu (pucyHok 9.18).

EcTb MHOTO OHJIAMH-UCTOYHUKOB JIJI1 OTJIWYHBIX KUPIUYEH U
npyrux Texture pecypcos.

['maBHOE — w©MeTb TOYHYX Kapry BbICOT. [lomydeHue
ONpENCIICHUSI MEXKAY KHPIUYOM M OCAJAKOM HUMEET OrpOMHOE
3HAYEHUE.
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§ i

Pucynox 9.18 Brick Wall ¢ ucnonvzosanuem POM

9.7 CrekJo
WrpoBbie IBUKKH JOJITO OOPOIUCH 3a CO3/IaHHE YOSTUTEIHHBIX
noJIynpo3padHbeix 3 @ekToB creknaa. DPheKTUBHBIA pPEHIACPUHT
CTEKJIa OCHOBAH Ha MPEJIOMJICHUU U OTPAXEHUH, U 00a SBISIOTCS
JOPOTUMU U 3aTPATHBIMH 110 BpeMeHHU 3 deKTaMu 1JIsl peHIepUHTa
(pucynok 9.19). C OCTOPOXHOCTBIO BBl MOXETE€ JIOCTHYb
noTpsicaroniero crekissaaoro Material B UE4.
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Pucynok 9.19 Ooun cmexknanuoiti Material, ucnonv3yemoiti 0ns
CMAKAH08, MUCOK U OKOH U3 IUCIOB020 CMEKAA HA 3A0HeM NIaHe

CymiecTByeT HeCKoJIbKO croco0oB co3nmanus Glass Materials,
KQKJIBIH CO CBOMMH NMPEUMYIECTBaMU M HegocTtarkaMu. OOBIYHO
4eM TOYHEEe MaTepuan, TeM OOJIbIlIe BPEMEHU TpeOyeTcs s
peHmepuHra. MaTtepuall, MoKa3aHHBIM Ha pucyHke 9.19, sBmsercs
JIOBOJIBHO JOPOTUM Ui PEHIEPUHTa, HO 3TO TOTO CTOWT, TaK Kak
MOBBIIIACTCS KAY€CTBO MPOCTHIX MOTYIPO3PAYHBIX MAaTEPHAIIOB.

Tak kak HaMm TOHagoOWTCS ycTaHOBHTH Material Ha
Translucent, MbI HE MOKEM MPOCTO UCTOJIB30BaTh Master Material B
kauecTBe ocHOBBI 17151 Glass Materials. Ham Hy»xen HoBbIN Material.

[lepBoe, uTo BaM HYXHO caenaTh, — Material, KOTOpBIN BBI
co3maete, Translucent. DTO MO3BOJIUT pEHIAECPUTH €ro TOCIE
OCHOBHOM CIIEHBI U CMEIINUBATh OBepx nocie. B manenn Material’s
Detail 0e3 BiOpanHbIX y3510B ycTaHoBute Material’s Blend Mode Ha
Translucent u Lighting Mode na Surface Translucency Volume
(pucynok 9.20).
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i) Details %) Parameter Default:

Search Details jo

p Physical Material

4 Material

Material Domain Surface

Decal Blend Mode nslucer

Shading Model |Default Lit -

Two Sided ]

Use Material Attributes [l

Cast Ray Traced Shadow

Subsurface Profile

4 Physical Material Mask

P Physical Material Map 8 Array elements

4 Translucency

Screen Space Reflection [}

Contact Shadows |

Surface TranslucencyVolume v
Directional Lighting Inter _

Apply Fogging
Compute Fog Per Pixel [

Output Velocity O

Pucynok 9.20 Detail Panel cmekna ¢ Blend Mode,
ycemanoenenuvim Ha translucent, u Lighting Mode, ycmarnognentvim
Ha Surface Translucency Volume

BOBIIMHCTBO MpO3padHBIX MAaTepUajoB IOJararoTcs Ha
atpuOyT Opacity, 4TOObI MOIYJIMPOBATh HEMPO3PAYHOCTh OOBHEKTA,
MO3BOJISISE OTPEHICPUTH CIIEHY 103311 Hero. B maHHOM citydae BbI
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obomaete 3To (yctanoBute Opacity moutu Ha 1,0) u coeguHuTE CO
CBOEH BEPCUEH CLIEHBI 32 CTEKJIAMH, PACKPACUB U UCKA3UB.

Jl1st 5TOTO HY’KHO BBIOpaTh Scene Texture (pucynok 9.21).

Releaction Tt Edge Coke

Base Color

A

Specdar

v
g W ArchVer_Glass
Roughness L
. o
> ° v
p— \ ® reughnen
7 >

Refiection Vector - Transform Vector

" O —

Pucynok 9.21 Cemw ArchViz Glass Material, munys xanan
Opacity u coz0asas eauty cOOCMEEHHYIO U3SMEHEeHHYI0 Scene
Texture, nosgonsem eam b6onee 3ghghexmusno KOHMpPoOIUPOBaANb
npenomienue, a OmpaxtCeHus M n0GEPXHOCMU OCNABAMbCSL APKUMU

Scene Texture — 3To OTpeHJEpEHHAs CIIeHA 0 MPUMEHEHUS
MOJTYTPO3pPaYHOCTH (TMoJIynpo3paunbie 00bekThl B UE4 pennepsarcs
MOCJIE OCTAJIBHOM YaCTH CLIEHBI U 3aT€M KOMITIOHYIOTCS B (PUHATBHBIN
kaap). Ecnu Obl Bl nepenaBanmu Scene Color Hanpsamyro atpulyTty
Emissive s Martepuania, 3TO 3aCTaBUJIO Obl CTEKJIO BBIMISAIACTH
MOJTHOCTBIO TIPO3PAYHBIM, HE CUUTAS OTPAXKEHHUS OT MMOBEPXHOCTH.

Jnsa uckaxxkenus Scene Texture Bo3pMuTe Reflection Vector
(BxomHOM Vector mpeocTaBiICHHBIN IBUKKOM), ITpeoOpa3yiTe ero K
BaliemMy BUay (mepeBoAs ero u3 3D MUPOBOTO MHPOCTPAHCTBA B
3HaueHue 2D mpocTpaHcTBa 0030pa) M 3aTE€M HCMOJIB3YHTE ITH
nanuble 11 uckaxkenus Scene Color ¢ momomsio Offset Fraction.
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Offset fraction — sto mponenT (0,0—1,0), KOTOPBIiA TO3BOJISCT BaM
BBIOpaTh Scene Color B 1pyrom MecTe MUKCEIs Ha DKpaHe.

9710 abCOMOTHO (PU3NYECKHN HE TOUHASI TEXHUKA MPETOMIICHUS,
HO OHA 00ECIIEYMBAET XOPOIIO BBITJISIALIINE PE3YIbTATHI.

Br1 3ametute aBa y3i1a Scene Color Ha pucynke 9.21, koTopbie
cBs3anbl ¢ momonplo Reflection Balance. Oaun u3 Hux —
uckaxxeHHslt Scene Color, a gpyroi 6€3 U3MEHEHUI.

DTO naet NBOMHOM BHJ MAaHENM, KOTOPBIA OTJIWYHO MOJIXOIUT
JUISl apXUTEKTYPHOU BU3YaAJIM3aIMH JIMCTOBOIO CTEKJIA.

3aTeM BBl MOXETE€ JIETKO TMOJAKPACUTh HCKaXEHHbIE U
yaBoeHHbIe 00pasibl Scene Color.

B npeanonoxxennu, uto Bel yctaHoBwin Use Edge Falloff Ha
true B DJK3EMIULSIpE MaTepualia, OCHOBAHHOM Ha HEKOTOPOM
matepuaie, Freshnel obGecneunBaer mpocrtoit cnag no dpenernto,
OCHOBAaHHBIM Ha HOPMAaJU IOBEPXHOCTH OTHOCUTEIHLHO KaMephl.
HUcnonb3yss  3T0T cman, Tint  UHTEPHNOIUPYETCS  MEXIY
onpenencuubiM Refraction Tint Color Parameter k Refraction Tint
Edge Color Parameter. B mnporuBHoM ciyuae Scene Color
OKpallIuBaeTCs

Refraction Tint Color Parameter.

VYcranosute arpuOyThl Matepuasna Roughness u Specular ¢
noMouIkI0 rpoctoro Scalar Parameters. Bbl MokeTe paciupuTh 3TOT
MaTepua 1Jisl UCTIOIb30BaHUS TEKCTYP, YTOOBI YIIPABISATH JIFOOBIM U3
ATUX TApaMEeTPOB; OJIHAKO ITO CHEJIaeT MaTepual 0oJiee TOPOTUM
JUISl PEHJEPUHTA U JIOJKHO UCITOJIB30BATHCS C OCTOPOKHOCTBIO.

3akiroueHue

brmarogapss cuctreme PBR B UE4, BH3yanbHOMY penakTopy
MaTepuaJioB W MOIIHOCTH, a TaKxXe yA0OCTBY 3K3EeMIUISIPOB
MaTepHUaJIOB, CO3/IAHUE KPACUBBIX MATEPHUAIOB MPOUCXOIUT OBICTPO
U Jerko. Bo3Bpar Kk co3gaHuio MarepuaiioB B 3D-Tpu- JT0KEHUAX
MOXET OBITh TPYAHBIM.

Hcnonb3oBaHue mNapaMeTpOB MATEPUAIOB M 3K3EMILUIIPOB
MaTepHUaIOB JEIaeT MOBTOPHO UCIIOIb3yEMbIMU Ballld MAaTEPUAIIBI 110
IETYKY, a HWHTEPAKTUBHBIM OCHOBAHHBIM Ha Yy3JaX pPEOaKTop
MaTepUaioB TIO3BOJISIET BaM JKCIEPUMEHTHPOBATh, H3y4daThb U
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pacuIupsTh HUCIOJIb3yEeMble MaTe€pUalibl MO MEpe pOocTa BalllUX
CIIOCOOHOCTEN U TPeOOBAHUM K MPOECKTY.

10 CO3SAAHUE KNHEMATHUKMU C SEQUENCER

NHTEepaKTUBHOCTH U UCCIIEIOBAHUE SBJISIFOTCS
OTJIMYUTEIIbHBIMA YE€PTAMU MHTEPAKTUBHOM Bu3yanu3anuu B UE4.
Onnako UE4 Taxke XOpOIIO NPHUCHOCOOJIEH IS  CO3JaHMs
MpeBAPUTEIILHO 00paOOTAHHBIX CTATUYECKUX aHUMAIIM, KOTOPhIE
CONEPHUYAIOT C KAyeCTBOM PEHAEPUHIA, IMOJIYYEHHOrO0 C
UCIIOJIb30BAHUEM TPACCUPOBKHU JIy4E€il U MOTYT CJI€JIaTh 3TO OBICTPO.
C nomompro Sequencer, THHOBAIIMOHHOTO UHCTPYMEHTA aHUMAIUU
Unreal Engine 4, BbI MOk€T€ KOMOMHUPOBATh HHTEPAKTUBHBIC MUPbI
C KJIIOUYEBBIMU KaJpaMy aHUMAllUM KaMep U aKTOPOB JJIsSI CO3JaHUs
MPEBOCXOIHBIX aHUMAIUH.

Hauano padotsl ¢ Sequencer

Sequencer  Editor  sBmusgercs = kuHeMarorpad@uuecKum
WHCTpyYMEHTOM i penaktupoBanus B UE4, mo3BonsromuM Bam
pEIaKTUPOBATH Sequences.

Sequences SBISIOTCS  acceTaMU, KOTOPbIE Bbl MOXKETE
pa3MeniaTh Ha YPOBHAX, KaK akTO- pa, COAEPKAIIEro KIKOYEBHIC
Kaapbl aHUMaIMoHHbIX Tracks. CukBeHcep yepnaet BIOXHOBEHHUE U3
Takux uHCTpymeHTOB, Kak After Effects, Final Cut u napyrux
MPUIOKEHUN ISl peIaKTUPOBAHUS U CO3/IaHUS BUJI€0. 3HAKOMCTBO
C 3TUMU MIPUJIOKEHUSIMHU 00JIeTyaeT N3yYeHUE MHOTUM XYT0KHUKaAM
BHU3yaJIU3alluU.

CukBeHCOp 3aMEHSIET MpEAbIAY NI UHCTPYMEHT
kuHemaTorpaduueckoro penaktupoanusi B UE4, Matinee. Matinee
IPOJIOJKAET COCYIIECTBOBATh BMECTE C Sequencer, HO OH yCTapel U
B CPaBHEHHH C Sequencer OUeHb OTPAHUYEH.

10.1 Master Sequence
B ormuune oT OONBIIMHCTBA acCETOB, KOTOPBIE BBl JIHMOO
uMIiopTupyere, au6o cosmaere B Content Browser, Sequences BbI
Co3JaeTe Ha YyPOBHE C TIOMOINBIO PACKPBIBAIOIICTOCS MEHIO
Cinematics (pucynok 10.1).
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@ Choose World v

Pucynok 10.1 Cozoanue Master Sequence uz evinadaroue2o
mento Cinematics 6 Editor

Bam npenmocraBisieTcsi  BO3MOXHOCTh — co3aarb  Master
Sequence, onuHouHBIN Level Sequence minm ycrapeBunii CHKBEHCOP
Matinee. Master Sequence — 3TO B OCHOBHOM MacTep, KOTOPBIH
co3maer Sequence ¢ HECKOJBKUMHU sub-sequences (pucyHok 10.2).
Macrtep Takxke co3zaet pa3inuHbie Sequence Assets U COXpaHseT ux
B crieranbHOM MecTe B Content directory.

Brl Takxke Moxere Hadath ¢ onHuM Level Sequence, ecnu
HY>KHO CO3/aTh UYTO-TO MPOCTOE. BBl MOXKETE BKIIOYUTH OTACIbHBIC
Sequences B apyrue Sequences B J11000€ BpeMs.

u Master Sequence Settings

4 Master Sequence
B3 /Game/Cinematics/Sequences [
Numberof Shots P

None

€0

Suffix

Sequence to Duplicate

+ @

Ins

4 Timeline

71 7]

4 Track Settings

/Game/Cinematics/

\
Pucynox 10.2 Hacmpotiku macmepa Master Sequence
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Bel  MOXxeTre TIpUHATH CTaHAAPTHBIE HACTPOWUKHA IS
OOJIBIIIMHCTBA TMPOEKTOB, €CJIU HE HYXHO CJIEJ0BaTh CXEME
VMEHOBAHUS WM IPYTUM CTaHAapTaMm. EJUHCTBEHHONW U3MEHEHHOU
HacTpoiikoi sBisiercss Default Duration, koTopyro HE0O0X0IUMO
YCTaHOBUTH Ha 10 cexyH/I.

Korga Bbl co3maere Master Sequence, TOSABUTCSI OKHO
Sequencer MMOKa3bIBAIOIIIEE BCE JNOPOKKHU Sequences,
pacrnosoxeHHble B psx (pucyrok 10.3).

JIro00i, KTO 3HAKOM C TPWIOKECHUSMH HEJIUHEHHOTO
pelaKTUpPOBaHMS, TMOYYBCTByeT ce0si Kak jgoma. Bbl Moxere
nepemeniath Kaapsl (Shots) u 100aBISITh, YAATIATh U MPOCTO MEHSATH
IPOJIOJKUTENIBHOCTD KaXKA0T0 Tpeka, uto aenaeT Shots Track Editor
noxoxuM Ha Adobe Premiere: ObICTPBINA, ONTUMU3UPOBAHHBIN, HO C
HEXBATKOW TOYHOT'O KOHTPOJIS.

o B QAE @ N - Salio 2 f A m T S0 . %= SequenceMasters ‘.
+ Ttk v Y Filters v m 0000 ; ‘
4[] shots + B

£ shots

[didodl 4 P DORID | —

Pucynox 10.3 Master Sequence Editor, 6 komopom 6vi
Modceme nepemewams u pedakmupogams Shots Kak 6 npoepamme
0J151 HeIUHEeUH020 PeO0aKmuposanus 8Uu0eo

UToObI MOMYYHUTH TOCTY K YIPABJICHUIO, IBAX bl HAKMHUTE HA
10001 Sequences, 4TOOBI OTKPBITH KaJip B Sequence Editor (pucyHok
10.4). Xotsa ato ToT x)e Sequencer Editor, HO OH BBITJISIUT TIO-
apyromy u ciayxut apyroud uend. IlpemocraBisas Camera Cuts u
Camera Actor Tracks, 3ToT pegakrop Oonbiie noxoxx Ha Adobe After
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Effects: ynpapnsemsiil KIt04eBbIMH KaJipaMu UHTepdeic aHuMaium

u 3 PeKToB.
u % Sequencer
QB @ NO > OO 2~ - > 301ps ; SequenceMasters » shot0110_007+

+ Track v Y Filters v [EERISIRERS 0000
' Camera Cuts

4 F CneCameraActor52
4 %, CameraComponent
Current Aperture
Current Focal Leng
Manual Focus Dist
Spawned

b Transform

fdicod 4 P DobIb | —

Pucynok 10.4 Eouncmeennulii kaop, omxpbimulil OJis
pedaxmuposarus 8 Sequence Editor, noxasvlearowutl, Kax
MeHAemcs pedaKkmop, ymoowl 8vleii0ems 0oee NOX0NHCUM HA
naxem 3¢hghexmos Knouesvix kaopos, Hanpumep, After Effects

10.2 InnaMuvecKkne KamMmepbl

B kaxmom wu3 stux kaapoB Sequences, CineCameraActor
MOSIBJISIETCA JAMHAMHYECKM B Sequence M yHHUUYTOXKAETCs, KOrja
Sequence 3aBepiaeTcsa. ITa 0COOEHHOCTh MO-HACTOSIIEMY MOIIIHAs
Y 03HAYAET, UTO HE HYKHO pa3MeniaTh oguHouHoro Camera Actor Ha
BallleM yPOBHE, TaK KaK OHM CO3/Ial0TCS M YHUUYTOXKAIOTCS Ha JIETY B
CUKBEHCODE.

OTH KaMmephl ACHCTBYIOT Kak Jito0ol apyroi Camera Actor u
OTOOpa)KalOT HACTPOUMKM OOBEKTHMBAa, TJIyOMHY pE3KOCTH W
HacTporku (oKyca, KaKk U BCE JOCTYIHbBIC d(PGHEKTh MOCTIPOIEC-
CHHTa, TO3BOJISIS HACTPOUTh KaXKIYIO KaMmMepy, Kak BaM HYKHO
(pucynok 10.5).

O6patute BHMManue Ha Details Panel u xnomky Add
Keyframe, koTopas nosiBisieTcs ciaeBa AJisl KaXI0ro U3 CBA3aHHOTO C
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aHuManuen cpoiictBa. Kak n 6oapmuacTBo 0oKOH B UE4, BEI MOKETE

3aKkpenuTh cukBeHcop B okHe UE4 11t HaBeneHus nopsiaka.

=80 2. 8.5.5.).

"

Laicca AP porm]—~

Pucynox 10.5 3axpennennsiii Sequencer ¢ UE4 Editor

10.3 AHuUManusa KaMepbl

3acTaBUTh KaMepy NEPEABUTATHCS U MEHATHCS CO BpEMEHEM —
CJICYIOIIUM OYEBHUIHBIN IIAT, HO CENaTh 9TO MOXKET OBITh HE TaK
JIETKO.

Hacrpoiika Ki1104eBbIX KaJpoB

VY Bac eCTh HECKOJIBKO CIIOCOO0OB YCTAHOBHUTH KITFOUEBBIE KaIPhI
B CUKBeHcope. Bbl Moxere BkmouuTh Auto-Key, co3maBas
KIIFOYCBOM KaAp KaXIbId pa3, KOTJa MEHSETe CBOWCTBO WIIH
nepeMenaeTe, MoBOpauyuBaeTe WJIM MaclIiTabupyere akTtopa. ITo
MOKET OBICTPO MPUBECTHU K OECIOPSIIKY.

Bbl Takke MOXKeTe BPYUYHYIO YCTAaHOBHUTH KIIFOUEBBIE KaJpHhl.
Brl Moxere caenaTh 3TO nM00 B MHTepdeice CUKBeHcopa, OO0
HampsiMytro B cBoMctBax U Viewports. Korma cukBeHcop
aKTUBUPOBAH, CBSI3aHHBIC C AHWMAIMEH CBOWCTBA JJIsi OOBEKTOB
Actors mokaspiBaloT KkHONKY Add Keyframe (pucyHok 16.5),
TI03BOJISIS BaM JIETKO JOOABJISITh KIIFOYEBBIE KaAPbI, KOTJa 3TO HYXKHO.
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Tpetuii cioco6 sIBASETCS CMECHIO U3 MPEIbIAYIIUX BAPUAHTOB.
Bbl MOXeTe aBTOMATHYECKH YCTaHABIMBATH KIIFOYEBBIE Kaapbl, HO
OTpaHWYWBATh WX CBONCTBAMH, KOTOPBHIE BBl YK€ J00aBUIIU K
KIIIOUEBBIM KaapaMm (pucyHok 10.6). OOGBIYHO HUCIMONB3YETCA ATOT
BapUaHT, TaK KaK OH COYETaeT MPOCTOTY B HCIOJIh30BaHUU auto-
keyframing, He GecriokosiCh O Ciay4allHOM J100aBJICHHHU KIIFOUEBBIX
KaJIpOB Ha JOPOXKKH, KOTOPhIE HE HY’)KHO aHUMHPOBATh.

o Qi@ vNvo-»- OB B o b % SequenceMasters » shot0110

Fiy] v rives - NN Create a key when channela/properties change Only automatically adds a kry when there's already a track and at least one key.

— - . — —_—

fdicctt 4 P Dodid |~

Pucynok 10.6 Hacmpotixa napamempog Auto-Keyframe ons
000a6/1eHUsL MONBKO KIIOUEBbIX KAOPO8 K YHce AHUMUPOBAHHBIM
00POIHCKAM U CBOUCMBAM

Ynpaoscnenue 13. Yemanosxa kamepol

Tenepp, KOorjga Bbl MOKETE YCTAHOBUTH HECKOJIBKO KIIFOUEBBIX
KaJIpOB, JIaBaliTe MOCTABUM KaMepy Ha MECTO.

Jlns mpocMoTpa dYepe3 KaMmepy BbIOEpUTE CcHpaBa 3HAYOK
KaMephl, KOTOPYIO XOTUTE€ aHUMUPOBATh. ITO YCTAHOBUT Viewport
JUIsl yOpaBJI€HHE KaMepou, IMO3BOJUT JeTaTh Actor Mo CIIeHE,
MPUKPENUB €T0 K BaleMy 0030py.

3HAYKH KaMephI MOSBISIOTCS BO MHOTHX 00JIacTsIX HHTepderica
CHKBEHCOPA, M 3TO MOKET HEMHOT'O COMBATh C TOJIKY (pucyHOK 10.6).
Br1 3ameture, uto nopoxkka Camera Cuts Takxke COIEPKUT 3HAYOK
kamepel. Eciu Bbl HaxkmeTe Ha Hee, BaM OTKpPOETCS BHUJ C
MEepPCIeKTUBLl  Sequence, BKIIOUYAIONIUMNA JIIOObIE camera cuts,
KOTOPBIE BbI CO3/IAJIH.

Kak mnpaBuno, Bbl OyAeTe MNEPEKIOUATbCA MEXKAY ITUMU
BHUJIaMH, TIOKa paboTaeTe, HacTpauBas KIIOUEBBIC KaJApbl KaMephbl U
MIpOCMaTpUBasi KOHTEKCTHBIN PE3YyJbTaT C APYTUMHU KaJpaMH.

[Ipu ympaBieHUrM KaMepoll BBl CMOTPUTE 4Yepe3 OOBEKTUB
KaMephl U TepeMelaeTe €€ Mo CIEHE C MOMOIIbI0 CTaHIAPTHOTO
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ynpaBienus Perspective Viewport. Bbpl MoXeTe HacTpPOHUTh
KJII0YeBble Kajapbl kKamepbl B Orthographic-Bumax wmiam cBolcTBa
Camera Actor B manenu Details.

JlOpo:KKM U Ha3BaHHMe KaMepPbl

Bbl MoxkeTe oOpaTuTh BHUMAaHHE Ha Ha3BaHUE JIOPOXKKH B
CUKBEHCOpE, OTIIMYHOE OT METKHU B MPEANPOCMOTPE JICHTHI BPEMEHHU.
DTO0 HEMHOTO COUBAET C TOJIKY, TaK KaK OHU UMEHYIOTCSI HE3aBUCHUMO
(BBI MOXKETE, K TPUMEPY, HCII0JIB30BaTh OJIMH U TOT ke Camera Actor
JUISL pa3IMYHBIX JOPOXKEK B pas3HbIx Sequences). Ha3panue B
MPEANPOCMOTpPE SIBIIACTCS Ha3BAaHMEM akTopa B Mupe. Bbl MmoxkeTe
nepenMeHoBath Baml Cine Camera Actor ¢ momorso manenu Details
TU1sl OOHOBJICHUSI HA3BaHUS B JICHTE BPEMECHH.

Ha3Banue B jieBOY MaHENH SIBJSECTCS Ha3BaHUEM JIOPOKKHU. Bbl
MOXET€ JBaXJbl HaXaTh HAa 3TO UMS, 4YTOOBI MEPEUMEHOBATh
TIOPOKKY.

10.4 Mepexoanl

EnvHCTBEHHBIM TiepexoJl, KoTopei mnpemiaraet UE4, —
nopoxkka Fade. Henoctynusbl cross- dissolve unu apyrue 3¢ pexts
mepexoga. ODTO B OCHOBHOM  H3-3a  COOOpaXeHUU O
MPOM3BOJIUTEILHOCTH. BrinonHenue cross-dissolve 3acraBiseT
JNBAXKJbl OTPUCOBBIBATH CIEHY M COBMEIIAET HMX BO BpeMms
pacTBOpeHus. XOTs HEKOTOPHIE CIIEHBI MOTYT CIIPABUTHLCS C 3TUM, HO
OOJIBIIMHCTBY OYAET TSXKEJIO0 OTPEHAEPUTH TaK MHOT'O MH(OpMAITUH.

PenaktupoBanue Kaapos
s Bo3Bpata k Master Sequence, BbIOEpUTE 3aroJioBOK B
IpaBOM BEpXHEM YyTIIy OKHA CU- KBeHcopa (pucyHok 10.7).

= .

*EQB W NOo-»-0-9 -0 - KA B » 2hot0110_001+ G
gd O

FAES Y rirer 0}

Pucynox 10.7 3asepuwennniii kaop ¢ SequenceMaster-mpexom,
8bLOEJICHHBIM 8 NPABOM BEPXHEM Velly OKHA CEKBEHCOPA
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Bbl yBUaMTE, 4TO MpEeaBapUTEIbHBIN MPOCMOTP CHUMKA OBLI
OoOHOBJIEH. BBl MOXeTe HCMOJIb30BaTh 3TO KaK PYKOBOJCTBO IS
HAaCTPOMKHU BXOJHBIX U BBIXOJAHBIX TOUEK B Sequence. UTOOBI Jryuliie
yBUJIETh, yBEIWYbTE MacmTad timeline ¢ MOMOIIBIO MON3YyHKA
JIMarna30Ha BHU3Y OKHA CUKBEHCOPA.

[IponomxkanTe pEeOaKTUPOBAHME  OCTABIIMXCS  CHHUMKOB.
OTpegakTUpyMTe CHMMOK, 3aT€éM BEPHUTECh K OCHOBHOM
MOCJIEIOBATEIbHOCTH, UTOOBI YBUIETh €€ B KOHTEKCTE, U3MEHUTE €€
U TIOBTOPSIATE JI0 TEX MOP, TTOKa HE Oy1eTe TOBOIBHBI BCEMH KaJIpaMu
B MOCJIEAOBATEILHOCTH.

Coxpanenue

He 3a0miBaiiTe mepHOAMYECKH COXPAaHATHCI. Sequences
coxpansitorcsi kak UASSET-¢daiinet B Content directory Barero
MPOEKTA.

BaM He HyXHO COXpaHSTh YPOBEHb, HA KOTOPOM HaXOJUTCS
Sequence mociie Toro, Kak Bbl BIIEPBbIC pa3MecTuiIn Sequence Actor.
DTOT akTOp BeJeT ceOs Kak cchblika Ha Baml Master Sequence,
MO3BOJISASI MHULMAIU3UPOBATH JaHHBIE Sequence, KOorjga YpPOBEHb
3arpy’kaercs, 1 TeM cambiM JaeT Blueprints momyduTh JOCTynm K
HEMY, IIPOCTO CChUIAsICh HA OOBEKT Actor.

10.5 CoBmecTHan padoTa

Tak kak kazapel xpaHaTcsa kak oTaenbHbie makeTbl UASSET,
HECKOJIbKO 4YJIEHOB KOMAaHJIbl MOTYT OJHOBPEMEHHO paboTaTh C
ogHUM Sequence. Takke yCTaHOBKAa CBETA, PEKBU3UTA W JPyroe
JCKOPUPOBAHMUE  MOXET  IPOJOJDKATHCS,  IOKAa  aHUMAIUs
pazpabaThiBaeTCs MapauieIbHO. DTO SKOHOMUT BpPEMSI U TTO3BOJISIET
OBICTpee co371aBaTh HAOPOCKH B MTPOU3BOJCTBEHHOM KOHBEMEpE.

PenaepuHr B BU€0

[Tocnie ycoBepilleHCTBOBaHUS Sequence BpeMsl BRIBECTH €ro Ha
nuck. MMenno 3meck ckopoctb UE4 Bbicoka. llenble aHumanmu
MOTYT OBITh IOCTaBJICHBI (HE TOJILKO OTPHUCOBaHbI, HO M Ha YouTube)
3a BpeMs, HEOOXOJMMOE OJHOMY KaJipy JJs OTPUCOBKU B
CTAaHJAPTHOM PEHJAECPUHIE C TPACCUPOBKOW JIy4€W, B TAKOM Kak
Mental Ray unu V-Ray.
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OTkphIB Ball Sequence, HAKMHUTE Ha KHOMKY Render to Video
(pucynok 10.8) B maHenum HMHCTpyYMEHTOB Sequencer. OTKpoeTcs
nuanoroBoe okHO Render Movie Settings (pucynok 10.9). 3nech Bbl
MOYXETE€ YCTAaHOBUThH IIUPOKHUHN CIEKTP MapaMETPOB PEHAECPHUHIA U
skcnopta. OT pamok Oammepa 0 MpeABAPUTEIBLHON MPOKPYTKU
CYKUTaEMBbIX MOJIyJIer UE4 rpeajaract VHCTPYMEHTHI
npodeCCUOHAIBLHOTO  YPOBHS i1 BHJCOPENAKTOPOB U
KOMIIO3UTOPOB.

== Content Browser $ Sequencer

* 00
® [ o\-‘. Ar o b OO +- 0
BalaRg Y Fitters > Render this movie to a video, or image frame sequence
4 fT] shots —— i

|
shot0171 02007
[ shots + &

Pucynox 10.8 Buibop knonxu Render to Movie ¢ Sequencer
Render Movie Settings

MOHO yCTaHOBUTH €r0 Ha peHAEpUHT B paspemeHnu 4K ¢ 60
KaapamMu B cekyHay (pucyHok 10.9). DTo co3maeT MIEIKOBUCTO-
rNIaJIKue, pe3KHe aHUMaluu, KOTOPbIE€ IEUCTBUTEIHLHO MPUBICKAIOT
BHUMaHue. ITu Paiinsl BecsaT 6osee 100 I'0 3a MuHyTy 6€3 CokaTusl.

A Render Movie Settings x

e - [ < -

[icoseqerce o)~ RIS
T - ©

3840 x 2160 (16:9) >

4 Video Settings

Use Compression

4 General

> Animation
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Pucynox 10.9 Jluanoeosoe oxno Render Movie Settings,
yemarnoeinenHoe Ha paspeuierue 4K (3840%2160) u 60 kadpos 6
CEeKYHOy

MosxHo penaeputs Hamnpsamyio B AVI (Video Sequence), Ho,
€CIM B Ballle CTyaIuM ecTh 0Oojiee OOIMPHBIA  IIPOIecC
MOCTIPOJAKIIIEHAa, OCHOBAHHBIM Ha JIMHEHHOM IIBETE, Bbl TaKKE
Moxere peHueputb Oydepsl HDR-uzo0pakeHuit  OTIEIBHO,
ucnonp3ys onuuio Custom outputs.

Bel Takke wmoxere BbIOpaTh cxkatue Bammx AVI s
COXpaHEHHUs MecTa (HE PEKOMEHIYETCs) WJIM JKCIOPTUPOBATH Ha

OTJIETIbHBIE KaJIphl B paCIPOCTPaHEHHBIX (hopMaTax, Takux kak BMP
u EXR.

10.6 IIpouecc penaepunra
Korna UE4 HaunHaeT peHIepyHT, MOSBIISIETCS MaJICHBKOE OKHO
pPEHJIEpUHTa U HauMHaeTCs 3anuch Ha AUCK (pucyHok 10.10). OxHo
pEHJEpPUHTA PACTIONOKEHO B BEPXHEM JIEBOM YTIIy OKHA, & PEAaKTOP
Haxonutcss B ¢GoHOBOM pexume. OOparure BHUMaHUE Ha
yBenomsienne Capturing video B HUXXHEM MpaBoM Yriy. Takxke
oOpaTuTe BHUMaHHE Ha BBICOKOE MCIIOJIb30BAHUE JUCKA JIJISl 3aIHCH

— 4yeM ObICTpee, TeM JIyYllle.

Patorunce sop bateey ety e Detei tanicm

ies Disk 0 (C: E)  sarrssng 550970 6v0 s 31

Merrory
1 M908 s

48% 20ms

22 MB/s (740 MB/s

fdeadPnoriy]—

Pucynox 10.10 UE4 pendepum Sequence na ouck




170

Ha pgamHOM 3Tame  pEeHAEpPUHT  OTPAHUYMBAECTCS  HE
BU3yaldbHBIMU A PeKTaMu, a CKOPOCThIO JKECTKOrO JIUCKa, Ha
KOTOPBI OH 3aMHUCHIBAETCA. 3aMKCh KAApa HA AUCK JUTUTCS JIOJIbIIIE,
4eM PEHAECPUHT KaJIpa.

3anuchiBaiiTe Ha JUCK, KOTOPBIM JaeT caMyl OBICTPYIO U
CTAOMJILHYIO MPOU3BOAUTENBbHOCTH. O0sI3aTeNIbHO MTpoBephTE. Jlucku
c OoJjiee YCTOMYMBON CKOPOCTHIO 3alUCH MPUHECYT OrPOMHBIE
BBITO/JIBI.

[Tocne 3aBepiieHust aHUMaIMKM 00padoOTaiiTe €e Tak ke, Kak U
mo0oi apyrov Buacodaitsi. OH MOXKET HANpsIMYIO OTIPABUTHCS B
WHTEPHET WJIK BKJIIOYAThCA B O0Jiee KPyIMHOE BHUIEO, TOUYHO TaK XK€,
KaK W Ballll CTAHAAPTHBIE BUAEO BU3YAIN3ALUN.

3akiroueHnue

B03MO0XXHOCTh aganTUPOBATHCSA K HYXKJaM KIIMEHTA B MOMEHT
oOpaleHus SBIAETCS €Ile OJHOW MPUYMHOM, MOYEeMy TaK MHOTO
cTyaui Buzyanusanuu nepexonsat Ha UE4 He ToJIbKO AJ1s co3/1aHus
WHTEPAKTUBHOCTH, HO W ISl TPEIOCTABICHUSA, MOTPSICAIOIIETO
MPE/IBAPUTEIILHO OTPEHIEPEHHOIO KOHTEHTA.

Ota 90-cekyHIHas MOCIEA0BATEILHOCTh TpeOyeT nmpumepHo 10
MHUHYT Ha peHJAEepUHT — B paspeueHuu 4K ¢ 60 kagpamMu B CEKyHIY.
bosibiie BpeME€HM YXOJWUT Ha CXAaTWE, KOMUPOBAHHE U 3arpy3Ky
Buaco(daitiioB, co3gaHHbIX ¢ nomonibto UE4, Hexenu Ha wux
PEHICPUHT.

brarogapst MOIIIHBIM BO3MOXKHOCTSIM Sequencer, CliocOOHOCTU
TOYHO BHJETh, UTO OyJeT B KaJpe Balllel Kamephl BCE BpeMs, U
¢uznyecku KoppektupoBath Mozenab Cine Camera, Bbl MOXKETE
HayaTh co3aaBaTh BUACOKOHTEHT B UE4, KOTOpBIN COOTBETCTBYET, a
WHOTJIa U TPEBOCXOIUT KAYECTBO TPAAUIIMOHHBIX PEHIEPOB.

11 HIOATIOTOBKA YPOBHS K HTHTEPAKTUBHOCTH
OcHoBbiBasicb Ha npoctoM Pawn, Game Mode u Player
Controller w3 mepBoro mpuMepa MpOEKTa, MBI JIETKO HACTPOHWM
BO3MOXKHOCTh HUCCIeoBaHMsl ypoBHSA. OHAKO BBl JOJKHEI
HACTPOWTH BaIll yPOBEHB C YIETOM KOJUIM3HM, 3aITyCKa IT0JIb30BaTeIIs
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U OAPYIrux HACTPOCK, IPCKIAC YCM I10JIb30BATCIb HAYHCT YCIICIIHO
MNepPCMCUIATLCA 110 HEMY.

11.1 Hacrpoiika Level

JInsg  HAcCTpOMKM WHTEPAKTUBHOCTH YPOBHS BaM HYXKHO
HACTPOUTH UCIOJIb30BAaHUE KYypCOpPa MBIIIA U CEHCOPHOTO BBOJA JIJIsI
Level u Player Controller. Bam Takke cTaHyT HOCTYNHBI COOBITHS
B3aMMO/JICHCTBUSI C MBIIIbIO, KOTOPHIE MO3BOJIST BaM BBIICISTh U
HaXMMaTh HAa aKTO- POB B UITPOBOM MHUpPE B MPOILECCE PAaOOTHI.

KoHeuHO, BBl 3aXOTUTE€ OTKPBITh YpPOBEHb, MPEKIE HYeM
IPOJOJKUTE. BbI, BOBMOXKHO, KaK U 51, 3aXOTUTE COXPAHUTHh HOBYIO
BEPCUIO YPOBHS, KOTOpas IIO3BOJIUT JIETKO BEPHYTbCS K €ro
HEU3MEHEHHON BEPCHUH.

Vnpaosxcnenue 14. Jlobasnenue Player Start Actor

Kaxnerit UE4 Level tpeGyer Player Start Actor. Dto npocroii
Actor, kotopsiii coobmaetr UE4, rae pacronokuTh MOJIb30BaTENs Ha
YpOBHE MPH HAYAJIC UTPHI.

[Teperanute Player Start Actor u3 nanenu Place Actors B Level
pSAOM C TEM MECTOM, TIJI€ Bbl XOTHTE, 4YTOOBI TMOJIb30BATEIb
MOSIBJISLIICSL B MUPE KaXKIbli pa3 (pucyHok 11.1).

Tak>xe BbI nokHBI TOBEepHYTH Player Start Actor numom mo
HaIpaBJIECHUIO, B KOTOPOM XOTHUTE, YTOOBI IMOJIb30BATENIb HAYMHAI.
Cunss ctpenka B cepenune Player Start Actor ykassiBaet Ha Player
Start Actor’s forward vector.
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Pucynok 11.1 Pacnonoowcenue Player Start na Level

11.2 ob6aBJjieHHe KOJNJIU3UIA

Tenepp Bbl MOXKETE IPOTECTUPOBATH Ballle IPUIOKEHUE, HAKAB
kHonky Play in Editor. OgHako BbICOKa BEpPOATHOCTH, YTO BHI
oOHapyXuTe ce0sl yHnaBIIMM HHUKE Balllero 10Jia Ha YPOBHE, KOrja
cAenaeTe »d3TO. IJTO MOXKET OBITh CBS3aHO C OTCYTCTBHEM
uH(pOpMaIMu 0 KOJTU3UH.

OOHapy’keHHE KOJUIM3UM SBJISIETCS CEpbE3HOW 3ajmauei B
WHTEPAKTUBHBIX UTPaxX U CUMYJISIUAX. JHAHUE, KOTAa OJUH aKTOP
«MEPECEKCs» WM CTOJKHYJICS C JPYTrUM aKTOPOM WJIA 3allell B
HEKOTOPYIO O0JacTh, SABISETCS BAXXHBIM [JII CO3JIaHUSI KUBBIX
MHUPOB.

B UE4 Bbl MoxeTe ncnonb3oBath Player Collision View Mode,
KaK TMoOKa3zaHo Ha pucyHke 11.2, s mpeampocMotpa
CTOJIKHYBIIIMXCS akTOpoB. B Viewport BeIOEpUTE KHOMIKY

ViewMode u u3 Beinasuiero cnucka — Player Collison. UTo0s1
BEPHYTHCS K BallleMy OOBIYHOMY BH]Y, YCTAHOBUTE 00paTHO Lit st
Viewmode.
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Kak Bunute (Miu, ToUHEE, HE BUJIUTE), HA PUCYHKE HET dTaXKeu
WU CTE€H, HO Y HEKOTOPOTO PEKBU3UTA U JBEPHBIX MEIICH yXKe €CTh
KoJuTu3uu. OHU MPENICTABICHBI C TOMOIIBIO TUIOCKUX 3aTE€HEHHBIX
BEPCUH BalllUX MPUMUTUBOB KOJUIU3UM.

o

Pucynok 11.2 Collision, omobpaocaemasn ¢ nomowwio Player
Collision View Mode

Collision B UE4 mo)eT OBITH CIOKHOM UIA IMOHMMAHHUS Ha
nepBbld B3rsiA. K cyacThio, BU3yalM3allid WUMEIOT TEHJCHIUIO
CTAHOBUTHCA 0o0Jiee TPOCTHIMHU, CTATUYHBIMH, C HEOOJBIINM
KOJIMYECTBOM JWHAMHUYHBIX Actors (B CpaBHEHHMH C WIPOH C
JeCSITKaMM WM COTHSMH TI'€pOEB Ha JKpaHE W B HUIPOBOM MHPE
OJTHOBPEMEHHO), 4YTOOBl TOMOYh BaM H30€XaTh HEKOTOPHBIX
CJIO’)KHOCTEH, C KOTOPBIMHU BBl MOXKETE CTOJIKHYTHCS MPH HACTPOIKE
KOJIJIN3UM.

CJ10:KHbBIE KOJUTU3MHU MPOTHB MPOCTHIX

Wrpel, kKak MpaBujio, IMOJararoTcs Ha YHPOIICHHYIO BEPCHIO
MOJIeJIel 171 BBIMOJHEHUS PAcu€TOB CTOJIKHOBEHUH. ITO CBSI3aHO C
TEM, YTO STH BBIYHCIICHHUS SBISIOTCS M CTAHOBITCSA Bce Oolee
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JOPOTOCTOAIIMMH, YeM OOJbIle TOJUTOHOB U HH(OpManuu
TpeOyeTcsa 00paboTaTh.

UE4 wucnons3yet collision primitives — mnpocteie ¢urypsi,
Takue Kak KyOuku, cepbl, U Karncyyibl, — KOTOPbIE MOKHO CO3/1aTh
B Engine mim ¢ moMoIs10 HU3KOMIOJIUTOHAIIBHBIX (PUTYP, ClIeTaHHbBIX
B 3D-nipunokeHuu, JjIsl UCIIOJIb30BaHus B KauecTBe simple collision.
D10 mo3BONISIET TpadUuecKr MPUMEHHUTh HAa HECKOJBKO TMOPSIKOB
OOJbIIIE TIOJUTOHOB, TaK KaK (PU3MUYECKUU JBHXKOK HCIIOIb3YET
ONTHUMHU3UPOBAHHYIO BEPCHUIO CIICHBI JIJIS CBOMX BBHIYMCIICHUM.

UE4 Takxe MOXET BBINOJHATH per-polygon collision o mepe
HEO0OXOIUMOCTH. DTO YACTO KOCMETUYECKU UCTOIb3YIOT B UTPaxX JJIst
no0aBieHUsT OmNpeeeHHbIX Tpagudyeckux 3P(HEKTOB, TaKUX Kak
MOBPEXKJACHUE CTEH WJIM TPAHCHOPTHBIX CPEACTB, KOTOPHIC
MPOUCXOMAT TOYHO B MECT€ BHUIUMOTO yJapa, B TO BpeMs Kak
dakTuueckass (Qusmyeckas KOJUIM3HS HCIONb3YET YIPOIICHHYIO
MOJIENb JJI1 CKOPOCTH.

Tak kak CIeHBl BU3yaJIW3allMd MOTYT OBITh OTHOCHUTEIIBHO
IIPOCTBHIMU ¢ HECKOJIBKUMH B3aMMOJICHCTBYIOIIMMH dJIEMEHTAMH, BBI
4acTO MOJXKETE HCMOJIb30BaTh per-poly wim complex collision (kax
»t0 u3BectTHO B UE4) BMecTo mpocrtoro collision, mo3BoJisitoiero
BaM TIPOMYCTUTh BpeMsl W YCUJIUA TIO CO3JaHUI0 COOCTBEHHOMU
Te€OMETPHUH KOJITU3HIA.

11.3 CteHnbl 1 moa

['maBHOE, 4TOOBI BalllM IMOJB30BATEIM HE TPOXOAWIM Uepes3
CTEHBI W TOJbI B CUMYJISLIUM, TaK KaK 3TH MEIIA TeOMETPUYECKU
NpPOCTHl M HMMEIT HEYyAOOHYI (OopMy, MBI MOXEM 0€30MacHO
YCTaHOBMTH UX JIJIS HCIIOJIb30BaHUs 00bIaHOTO per-polygon collision.

Jliis aToro otkporite Static Mesh Asset B Static Mesh Editor.
Bo Brmanke Details packporite Static Mesh Settings, ycranosute
Collision Complexity nma Use Complex Collision as Simple u
yoenutech, uro Collision Preset ycranosnen Ha BlockAll (pucyrnok
11.3).

Brl moxere mepeonpenenutsb Collision Preset mist xaxmoro
ocHOBHOTO Actor ¢ moMmomiblo maHenu Details; ogHAaKO HeEIb3s
u3mMeHuTh cBoiicTBo Collision Complexity. MoxxHO chenath 3TO
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TONIbKO B uHTepdeiice Static Mesh pemakTopa WM B MaTpuiie
CBOWCTB.

Pucynox 11.3 Hacmpotiixa Floor Mesh ons ucnonvzosarus
per-polygon collision

Vnpaoscnenue 15. Bulk Editing ¢ Property Matrix

Boel mommkHbl HacTpouTh collision complexity mms kaxmoro
o0bekTa Mesh, ¢ KOTOpBIM XOTHUTE CTOJIKHYThH BallleTo aBatapa. 3To
3aiiMeT 0Y€Hb MHOTO BPEMEHH, €CJIM BaM MPHUAETCA OTKPBLIBATH BCE
acceThl OJWH 3a IPYTUM.

K cuacteio, UE4 conepxut ¢pynkuuto Bulk Edit.

BriOeputre Bce MelIM, KOTOpPbIE XOTUTE BKIIOYUTH IS
koiun3uii B Content Browser. Haxxmure nmpaBoil KHOITKOM MBI Ha
OJIH U3 3HAYKOB Asset 1711 OTKPBITUSI KOHTEKCTHOTO MEHIO.

B pasnene Asset actions seioepure Bulk Edit via Property
Matrix (pucynok 11.4).

Martpuiia CBOWCTB TIOKa3bIBa€T BCE OOIIUME CBOICTBAa B
u3MeHeHHo Details Panel. Otcioma Bbl MoOXeTe yCTaHOBUTH
Collision Complexity nns Bcex Bamux Meshes 3a pa3 (pucyHOk
11.5). Bel Tak:ke MoxkeTe 0TOOpa3uTh CBOMCTBA B BUJE CTOJIOIOB B
CIIMCKE CJIEBAa M TaKMM OOpa3oM BHU3YaJIbHO CpPaBHUTH Assets U
M3MEHUTH OT/ICNIbHBIC Assets, Kak B 3JIEKTPOHHOM TaOIuIIe.

WNHorna cBoiicTBa cojepKaT pa3Hble Ha3BaHUA B Pa3HBIX
unrepdericax. Collision Preset siBisiercs ogHuM W3 Takux. s
M3MEHEHUsI DJTOr0 CBOMCTBA C IIOMOUIBKD MATPUILI CBOWCTB
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MOCMOTpHUTE Ha cBOKCTBO 1moj Ha3Banuem Collision Profile Name.
@unbTpanusi CBOUCTB g collision momMoraer cy3uTh Cucok. Jluis
Hactpoiiku Collision Preset BBenutre BlockAll B TekcroBoe mose
ceoiictBa Collision Profile Name.

PRTE 1Y o | | | [0 [ [ |

Pucynox 11.4 Bvibop necxonvxux Assets ¢ Content Browser u
UX 0OHOBPEMEHHOE PEOAKMUPOBAHUE C NOMOULLIO MAMPUYbL
c80UCME
Korma Bbel 3aKOHYMTE pPEOAKTHUPOBAHHWE BalIUX AsSets,
00s13aTeJIbHO COXPAHUTE UX, YTOOBI U3MEHEHUS 3aMMCAIMCh HA JIUCK.

Pucynox 11.5 Hcnonvzosanue mampuyvl ceoiicma 0
nacmpotiku Collision Complexity ons écex cmeH u nonos
0OHOBPEMEHHO

Busyanuzanus CTOJIKHOBECHUS
[Tocne Toro kak BBl HACTPOWJIM CTOJIKHOBCHHSI, MPOBEPHTE
Ballly UH(pacTpyKTypy KOJUIU3UH, ycTaHOBUB Perspective Viewport
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st Player Collision View mode (pucynok 11.6). 3To mo3BoJUT Bam
yBUIETh HHOPACTPYKTYPY KOJUTU3UH, KOTOPYIO (PU3NUECKUI TBIKOK
UE4 ucnionp3yer Ui pac4€TOB CTOJIKHOBECHUH.

2 0 ®. Y. 28 = 8.5 5.>.49

FRTs |4 o [ |® 0[5 e [ = [®

Pucynoxk 11.6 Player Collision View mode noxasvieaem per-
polygon collision, ycnewro exouenuyo 0Jisi CmeH U noJios.

11.4 Hactpoiika Prop Collision
HacTpoiika CTOJKHOBEHUW 1JIsi PEKBU3UTA HEMHOI'O CIIOXKHEE.
[IpeagnounTuTenbHee OTKIIOYATh KOJUIM3MM Ha OOJIBIIMHCTBE
00BbeKTOB Props B MOUX CHUMYJSLUSX, MO3BOJISAS IOJIb30BATEIIO
CBOOOTHO MPOXOAUTDH Yepe3 U Hajl OOJIBIIMHCTBOM MPEMSTCTBUH.
Ha pucynke 11.7 Bbl MOXe€Te YBHIETb, 4TO OOJIbIIAsT YacTh
MEJIKOI'0 PEKBU3UTA BCE €II€ UMEET KOJUIM3UM, YTO MOTEHIIUAIBHO

Pucynox 11.7 Oxonuamenvnas nacmpotuxa Collision,
NOKA3b18AI0WASL MOJIbKO CHEHbl, NOJIbl, OKHA U 02POMHYI0 Mebeb,
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cooepaicawyro player collision enabled, nozsonsowas
noIb308amento c80600Hee nepemewamscs N0 NPOCMPAHCMBY.

YToObl pa3peliuTh PeKBU3UTY MUMETh KOJUIM3UIO (BaXKHO MJIs
B3aUMOJICUCTBUM, TaKUX, HAOpPUMEpP, KaK HaXaTHE MBIIIbIO),
m3menute Collision Preset B Static Mesh Editor (ummu Collision
Profile Name B matpuue cBoiictB) Ha Ignore Only Pawn. Dto
MO3BOJIUT CTAaTUYECKOMY MEIIy pearupoBaTh Ha BCE JPYTHUE
dbuznyeckue CcOoOBITHS, HO HE TOMEIIAeT TMEePEMEIICHHUIO
MOJb30BaTeENsA. BBl Takke MOXKET€ YCTaHOBUTH 3TO CBOMCTBO
KaXJIOMY aKTOpy uepe3 nanenb Details.

Tenepr Bbl MOkeTe HaxaTh Play u moxoauTh BOKPYT IO
YpPOBHIO 0€3 cTpaxa HaBcerja ymnactb B myctoTy. CTEHbl U MOJ
JOJKHBL OBITh UEIbHBIMM, U HAa YPOBHE JOJDKHO OBITH JIETKO
OPUEHTHPOBATHCH.

Ecnu BbI 3acTpeBaeTe Wid MajlaeTe, BaM HYKHO TOCMOTPETH HA
HAaCTPOMKY KOJUIM3UI HA YPOBHE.

Briroyenune kypcopa MbIIIH

[TockOaBKY BBI XOTUTE, YTOOBI ATO OBLIIO YIIPABISAEMOE MBIIIIHIO
NPWIOKEHWE, BaM HYXHO BHACTh Kypcop. Otkpoiite Player
Controller u maiimure rpynny Mouse Interface B cBolicTBax 1o
yMoJt4aHuio kiacca (pucyHok 11.8). Bkimtounte Show Mouse Cursor,
Enable Click Events u Enable Mouse Over Events, koTopsie
mo3BoJIAT 3D Actors Ha clieHE B3aMMOJIEMCTBOBAaTH C KypCOpPOM
MBIIIIH.

Ecnu BBI crienaere TecT ceiiuac, Bbl 0OpaTuTe BHUMAHUE HaA TO,
YTO MOKETE BpAIIATh KaMEPOU, TOJIBKO KOT/Ia YJIEPKUBAETE KHOMKU
MbIM. OTIyCKaHHE KHOINKK OTOOpa3sUT Kypcop U OTKIIOUMUT
KOHTPOJIb BPAILICHUS.

BBl Takke MOXKETe 3aMETUTh, YTO OCh BPAICHUS OIIYIIACTCS
«BBIKJIIOUCHHOW». KaMepa moBepHET HampaBo, KOTAa Bbl OKUIAECTE,
YTO OHA MOBEPHET BIICBO WJIM BBEPX, KOTJA BBl XOTUTE MOCMOTPETH
BHU3.

OTO W3-3a TOTrO, YTO IMOJIb30BATEIIH OXKHUAAIOT YIPABICHUS
kamepoil. Korna nois3oBatento He TpeOyeTcsl yAepKUBAaTh KHOMKY
JJ1s1 TOBOPOTA, 3TO MPUBBIYHO JJISI TOPU3OHTAIIBHOM OCH, CIIEOBATH



179

HanpapJICHUIO MbIIIH. [ [paBbIii TOBOPOT — HAIPABO, JIEBBIM IIOBOPOT
— HaJIEBO.

3 Details
Search Details jo) E Lo g
4 Player Controller

Player CameraManag ¢ O 4+ X

Auto Manage Active C

Smooth Target View F _

Input Yaw Scale -25

Input Pitch Scale -25

Should Perform Full T [l

b Actor Tick
p Cheat Manager

4 Mouse Interface

Show Mouse Cursor 2
Enable Click Events o)

Enable Touch Events

Enable Mouse Over Ey o

Enable Touch Over Ev. [}
Click Event Keys 1 Array elements +
Default Mouse Cursor

Default Click Trace Ct UG

Trace Distance 100000,0 N

4 Game

Pucynok 11.8 Hacmpotixu Player Controller ons
ucnoavzosanus Mouse Cursor, Mouse Click, u Mouse Over events,
a maxkoice Input Yaw u Pitch ona komnencayuu owyuwenus
UHBEPMUPOBAHHO20 NOBOPOMA
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Opnako, neperackuBanue u ornyckanue (drag and drop) s
MIOBOPOTA KaMEPhI OIIYIIAETCS €CTECTBEHHO M BHITJIAINT Kak paboTa
Ha TAYCKPUHE C MPUBSI3KOW Kypcopa K ToUke B 3D-IIpoCTpaHCTBE U
MOBOPOTOM KaMmepbl, KaK eclid Obl MOJIb30BATENb HCIOIb30Bal
TpekOoa. DTO O3HAYAET, YTO MEPETACKUBAHUE MBIIIBIO BIIPABO
JIOJIKHO TIOBOpAaYMBaTh 0030p BJIEBO, KOTJA MEPETACKUBAaHUE BHU3
JOJDKHO TIOJTHSITH KaMmepy.

Bbl MOkeTe peryiaupoBaTh 3TH U3MEHEHUSI B 3aBUCUMOCTH OT
HYK]I TIoJib30BaTens yepes 3nauenus Input Yaw u Input Pitch Scale
B Player Controller (pucynok 11.8). IIpuunna, nmo xortopoit Yaw
(ropu30OHTaNLHOE BpallleHHE) ObICTpee, CBsI3aHA C YEIOBEUECKHM
BOCIIPUSITUEM W «IPaBWIbHBIM  oOIylieHuem».  Hamuuwue
CUMMETPHUYHBIX OCEBBIX CKOPOCTEH «OITYIIACTCS» HEMPABUIBHO.

CTtouT  OTMETHUTh, YTO  HHTEPAKTUBHOCTb  KaMepbl
JIEHCTBHUTEIIBHO 3aBUCUT OT JUYHBIX MpearnodTeHuid. Bo3pact, onsit
PaboOTHI C PA3TUYHBIMU TEXHOJIOTUSMH U JTaXKe JIFOOMMas UTrpa JIIAei
COOOIIUT UM, KaK HHTEpAaKTUBHAs KaMepa J0JIKHA BECTH CceOsl.

11.5 Co3nanne Post-Process Outlines

YtoObl OBLIO MOHSATHO, KAaKOW aKTOp BHIOpaH, MCIOJIb3YETCS
OouepTaHHUE, OX0XKEE Ha UCIOJIb3YEeMOE B pelakTope. ITOT d3hPeKT
HEJIOCTYIIEH BO BpeMs palOOThl, TaK KaK HMCIOJb3yeT COBEPIICHHO
JIPYTyI0 CUCTEMY PEHJIEPUHTA, YeM TJIaBHBIN Viewport.

B3aMeH BB MOKeTe MCIOJIB30BaTh post-process Material mis
pucoBanus KoHTypa. Jj1g 00pasna civm coocTBeHHbIM Marketplace
content B 3TOT MPOEKT, CO3/aJl SK3EMIUISIp MaTepralia U H3MEHHII €ro
1oJ1 CBoM NoTpeOHOoCTH (pucyHok 11.9).

YtoObl Ha3HAUYUTH post-process Material, BbI JOJDKHBI ClIeaTh
3TO B HacTpoiikax Post- Process Volume, BkitounB Blendables array.

Jns noGamieHusl 3aMuCH B MacCUB 3ajaiiTe miis Hee Asset
Reference u nubo BbIOEpUTE MaTepual MOCTOOPAOOTKH U3 CITHCKA,
au6o mepetamnute ero u3 Content Browser B CBOMCTBO B MaHEIU
Details.

Otor wMmarepuan wucnoias3dyetr Custom Depth Oydep s
OmpeaeNicHUsI, Kakhe OOBEKThl BBIOpaHBI, a Kakue HeT. Bbl
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yctanaBnuBaeTe Custom Depth nns kaxxnoro aktopa B Levels Editor
(pucynok 11.9).

U
|
x

[4 | [® |9 5 [ [ |=[®
b |

G0 " OEEE0 OO0 sOoO0O

Pucynox 11.9 Tecmuposanue Post-Process Material ¢
nomowbio exaoyenus ceovcmaa Render Custom Depth ons Static
Mesh Actor ousana

Bam moskeT motpe6oBaThCs BKIFOYUTH ATOT 3P GEKT B BaIIUX
Project Settings B pa3nene Rendering (pucynok 11.10).
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Pucynoxk 11.10 Bxnrouenue Custom Depth 6ygepa 6
ouanocoeom oxkHe Project Settings

3akioueHue

Hactpoiika BAIINX JAHHBIX, MIO3BOJISIOLIAs
B3aMMOJEUCTBOBAaTh C  IOJIb30BATENIEM,  SBIIETCS  BaXXHbBIM
IIPOLIECCOM. Y CTAaHOBKA KOJIJIM3UN FapaHTUPYET.

BrxiroyeHne  Kypcopa  MBIIIM  OTKPBIBAET  MHOKECTBO
BO3MOXKHOCTEW B3aumojenctBus Player, Bkiodas pa3paboTKy
untepdpeiica B UMG u B3auMOJEHUCTBHE C BHYTPUUTPOBBIMU
MELIaMU C UCIIOJIb30BaHUEM COOBITHI BBOAA.

Teneps Baill MPOEKT roTOB, YTOOBI HAYaTh MPOrPAMMHUPOBATH
WHTEPAKTUBHOCTH ¢ MoMolibio Blueprints.

12 BOJIEE CJIOKHBIE BLUEPRITNS:
B3AUMOJENCTBHUE C UMG
Co3naHue Mmojab30BaTelIbCKUX UHTEPPENCOB — 3TO BBI3OB, C
KOTOPBIM OOJIBIIMHCTBY ITPOeCCUOHATOB BU3yJIM3aINH, BEPOSITHO,
HE TPUXOAWIOCH CTAJIKUBAThCS paHblle. be3 MpaBUIBHBIX
WHCTPYMEHTOB 3TO MOXET CTarb Hemnpocrton 3agadei. UE4
npeacrasisier UMG (Unreal Motion Graphics), KOMIIEKCHOE
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pelieHne, KOTOpoe MOXET OBbITh MCIOJIb30BAHO [JIsi pa3paboTKH
nosHoreHHbIX data-driven uHTEepdeEiicoB WM TMPOCTHIX KHOMOK
NEPEKIIOYEHUS U JIOTOTUIIOB, KOTOPbIE HEOOXOAUMBI ISl CO3/IaHUS
OTTOYEHHOW W TPOCTOM B UCHOJIB30BAHWUM HMHTEPAKTUBHOU
BHU3yaJIU3alUU.

IlepexkiiroueHue JaHHBIX

Crnenyromasi yCTaHOBIIEHHAsI LIE€JIb 3TOrO MPOEKTA IMO3BOJIUT
MOJIb30BATEN0 TMEPEKIIOYAThCSI Ha AJIBTEPHATUBHBINA BapHUAHT
BAIlIETO YPOBHS, COXPAHSIsA OJHO U TO e MOJIOKeHUE Kamephl. Takoe
KOHTEKCTHOE TIEPEKIIOUYEHHE — OJHO U3 CaMbIX MOIIHBIX
NPEMMYILECTB HHTEPAKTUBHOW BuU3yanu3auuu. I[lpemocraBieHue
MOJIb30BATEII0 BO3MOKHOCTH CpPAaBHUBATH PAa3JIUYHbIC JIAHHBIE C
OHOTO M TOrO0 € BHUJA SBJISETCA OTIUYHBIM CIIOCOOOM
aHAJM3UPOBATh AJbTEPHATUBBI M TO3BOJIAET €My BBIOUpATH, TJIC
Pa3MECTUTh KaMepy, TEM CaMbIM CHJIbHO PacIIupsis BO3MOXKHOCTH.

UE4 conmepxwut cucremy moj Ha3Banmem Level Streaming,
MpeHAa3HAYECHHYIO JJIsl 3arpy3KH U BBITPY3KH IIEJIBIX YPOBHEH BO
BpeMsi paboThel. OHa pa3zpaboTaHa, 4TOOBI MO3BOJIUTH UTPAM UMETh
OUYCHb OOJIbIIIUE YPOBHM, pa30UThHIE HA CEKIUH, KOTOPHIC
3arpyKarTcsl U BBITPYKAIOTCS, KOT/Ia MOJIb30BaTENb IEPEMEIIACTCS
0 HUM 0€3 PKPAHOB 3arpy3KHU, MPEPHIBAIOIIUX X0 UTPHI.

Bel u3yuute, Kak TOJIB30BATHCS DJTOM CHUCTEMOM IS
OJHOBPEMEHHOM 3arpy3Ku ABYX BEPCUM BalleW KapThl U CKPBITUS U
OTOOpa)K€HUsSI UX CHayajga ¢ MOMOUIBIO MPOCTOrO MEPEKITHOYCHHUS
KJIaBUIIAMHU 1711 TECTUPOBaAHUs, a 3aTeM nytem co3nanust UMG Ul
JUIS1 UCTIOJIb30BAHMS TTOJI30BATEIISIMHU.

UToObI cienaTh 3TO, Bbl CHavYala JIOJKHBI pa3padoTaTh HOBBIM
YPOBEHb, OCHOBAHHBII Ha BallIMX HOBBIX JIAaHHBIX, BMecTe ¢ Lighting,
Materials u Props. Bl Oyere ucnoib30BaTh ykKe CYHIECTBYIOIINNA
YPOBEHb KaK OCHOBY, MHOTOKPAaTHO HCTOJIb3ysl Balllk PaOOThI W3
MPEABIAYIINX TJIaB, COXPAHSIs MHOTO BPEMEHH, KOTOPOE TPATUTCS Ha
pa3paboTKy.

[Tocne aToro BeI co3gaaute Ha ocHoBe UMG (Unreal Motion
Graphics) monb30BaTeNbCKUN HHTEPPENC, KOTOPBIM MO3BOJIUT
MOJIb30BATEII0 MPOCTO HAXKUMAaTh KHOINKK [ MTHOBEHHOTO
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MEPEKIIOUCHHS MEXKTy pa3IMYHbIMU BapraHTaMu. Bel uzyuunre, kak
co3naBate UMG Widget Blueprint u cBsi3biBaTh €ro ¢ Viewport U Kak
OH TNPUHUMACT IOJb30BATEILCKUM BBOJ M BBIJAET KOMAaHJIbBI IS
U3MEHEHHUS UTPOBOTO MHUPA.

12.1 Co3nanue Bapuanuii ypoBHei

KinueHnt mnpenocraBuil BaM ajJbTEPHATUBHYIO IUIAHUPOBKY

npoctpaHcTBa. B Hell mpuUCYTCTBYET MNPEBOCXOJHBIA JOPT HaAT
cniayibHel (pucyHok 12.1).

OTO 3HAYUTENBHOE M3MEHEHHUE, KOTOpPOE TMOBIMUSET Ha
BHEIIHUM BU/JI, OIIYIIICHUE U OCBEIIEHUE Ha YPOBHE, IIOATOMY JIYUIIIe
BCETO CO3/IaTh COBEPIICHHO HOBBIM YPOBEHb, C COOCTBEHHBIMU
OCBEILICHUEM U TEOMETPHUEH.

Ynpaoicnenue 16. Cozoanue sapuayuii yposHell.

3arpy3uTe YpOBEHb B PEAAKTOP, €CIIHU €IlIe€ HE CAeIalu 3T0. Bbl
MOKETE 3arpykath ypoBHH, niepeis B File > Open Level unu Haii-
11 UMAP Asset B Content Browser 1 1Ba) /bl Ha)kaB Ha HETO.

Workspace: Default_- PH_V2.max e 0 ke ¢ M sy Ly ST ) (7} s =
V “Creste f.?‘ o K"H B 2 Homiz ing . Help

n] X

cleazSelectys W X v z it = 300.0cm ’ AutoKey Selected

T AP v O 5 e

SetXey Yoy Fiters. « ) Lo

Pucynok 12.1 Obnoeénennvie dannvie 6 3DS Max
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Making a Copy with Save As

Co3zpnaiite konui ypoBHs, BeiOpaB File > Save Current As, u
3aTeéM Ha30BUTE €ro Kak-Hu- OyJb HarjdsaIHO, HampuMep
Example2_V2_MAP.

Tak BB mMOMyunTe JBa YPOBHS B BalleM TIPOCKTE:
Example2 MAP u Example2 V2 MAP. Ha nannom 3Tane ypoBHU
UJICHTUYHBI, 32 UCKIIIOUCHUEM Ha3BaHUA.

12.2 UMIIOpT HOBOM apXUTEKTYPbI

[TockonpKy Balid ypOBHHM MMEIOT MHOTO OOLIEro, BKIIIOYas
PaCIIONIOKEHUE ONOpP, OCBEIIEHUE U JPYTUE DJIEMEHThI, BaM HYKHO
TOJIBKO TIOMEHSITh AapXUTEKTypHbIE MEIIM. BBl Takxke MOXeTe
BBIOpATh JJIs1 3aMEHBI TOJIBKO MEIIIM, KOTOPbIE U3MEHSIIOTCS, HO IS
npuMepa JaBaiiTe CO3[aJUM IOJHOCTbIO YHUKAJIbHBIA YPOBEHB C
MIOJTHOCTBIO YHUKAJIIBHON T€OMETPHUEH.

Kak B rmaBe 12 «IIpouecc paboThl ¢ JaHHBIMUY», PUTOTOBHTE
Ball KOHTEHT B 3D-npunoxenun. [Ipumenure UVW mapping s
IIPOBEPKHU HA MJIOXYIO0 FEOMETPUIO U YIOPSAOUYbTE Balll KOHTEHT, KaK
Bbl Jenanu paHee. Bam cienyer mnpuaymMarh HOBBIM BapHUaHT
HAMMEHOBaHUS JIsI 3TUX Meled, 4ToObl H30eXaTh BO3MOMKHBIX
KOH()JIUKTOB.

Ilocne mnoaroroBku »skcnoptupyiite B ¢dopmare FBX wu
nmnoptupyire B UE4.

Korga Bel umnoptupyere FBX-daitnst B UE4, Bam cienyer
MEPEMECTUTh KOHTEHT B HOBYIO MamKy, OTJIEIbHO OT HPEAbIIYLIUX
ApXUTEKTYPHBIX MEIIEH; 3TO MO3BOJUT MOAAECPKUBATh JIBa Habopa
JTAHHBIX pa3/iesibHO, n30erast KOH(IUKTOB TaHHBIX.

Kak u pansiie, umnoptupyiite FBX-daiinsl B Content Browser
UCTIONIB3YSl  TPEJUIOKEHHbIE  NapaMeTphl Il CTaTUYECKHUX
ApXUTEKTYPHBIX MeEIIE — OYeHb BAXXHO yOenuThcs, uTo Auto
Generate Collision ycranoBnen Ha false, Generate Lightmap UVs
yCTaHOBJIEH Ha true, u js Transform Vertex to Absolute Taxxke
ctout true (pucyHok 12.5 B rnase 12).
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[Tocne nmnopra FBX-daiinoB He 3a0ynpTe coXpaHuth Static
Mesh Assets, KOoTopbie BBl TOJBKO YTO CO3Jald, MPEKIE YeM
JIBUTATHCS JIAJIbIIIE.

12.3 3ameHa apXUTEKTYPHBIX Melleil

B Bamem HoBOoM ypoBHe (Example2 V2 MAP) BeiGepute Bce
Architecture Static Mesh Actors Ha ciiene. Haxxmure kHonky Del unu
MpaBoOil KHOMKOW MbIIIK Ha akTopax u BelOeputTe Delete nmsa ux
yAajeHus, 0CTaBUB ToJibkO Props, Lights u npyrux Actors.

Jnsg  pacmonoKeHWsT  HOBBIX  APXUTEKTYPHBIX  MEIIEH
nepeTanmTe ux Bo Viewport U 3aTeM NEePEeyCTAHOBUTE UX MO3UIUIO
Ha 0,0,0 ¢ momompio cBoiicTBa Location B manenu Details. Temneps
Bbl OOHOBUJI apXUTEKTYPY.

[Toka Bamu HegaBHO pacnoiokeHHbIe Static Mesh Actors Bce
eIrle BhIOpaHbl, CaMO€ BpeMsl TaKKe CUCTEMAaTU3UPOBATh UX B MAIKy
B World Outliner, 4ToObI BbI MOTJIM B OyAYILIEM JIETKO BHIOPATH HX.

Hacrpoiika Lightmap Density

Tenepp, kKoraa Bbl 3aMEHUJIM CTEHBI, MOJbI U MOTOJKH, OHU
BEPHYJUCh K CBoeMy cTaHaapTHoMmy Lightmap-paspemenuto. Bbl
JOJKHBI TPOCMOTPETh U U3MEHUTH BO BHOBb Pa3MEIICHHBIX MEIIax
ceorictBo Overridden Light Map Res, ucnons3ys Lightmap Density
Optimization View Mode.

BbI 70JKHBI TONBITATHCS CAENATh TaK, YTOOBI BCE KAK MOYKHO
Jy4llle COOTBETCTBOBAJIO MJIOTHOCTH, KOTOPYIO Bbl YCTAHOBWJIA Ha
npeapiayiie kapre. [Ins rapantum, 4to OWIJ CBETa COTJIACYETCS
MEXTy IBYMsI YPOBHSIMH.

IIpumeHenne MmaTrepuaios

Barmm He17aBHO HMIIOPTUPOBAHHBIE MEIIIM, HECOMHEHHO, Oy AyT
aub0  JIMINEHBl  MaTepuagoB, JuUOO  OyayT  NPUMEHEHBI
UMIIOPTUPOBAHHBIE MaTepHaibl Mo ymoidanuto. [loTparsTe Bpems,
4TOOBI IPUMEHUTH MaTEPHUAJIbI HA IEPBOM YPOBHE.

Brnrouenue Collision

[Tocnennee, 4To BaM OCTAJIOCh CAEIaTh, — 3TO YOEAUTHCA, YTO
Bama Collision ycraHoBieHa mnpaBuibHO. KMcnonwsyiite Player
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Collision View Mode, 4To0bI OnIpeIeIUTh, ISl KAKUX MEIIeH HYXKHO
BKtounTh Collision.

Jlexopanuu (ONNMOHAJIBHO)

Bocnonb3yiTech 3T0if BO3MOKHOCTHIO, YTOOBI BHECTH CTOIBKO
W3MEHEHUN YPOBHsI, CKOJIBKO 3aXOTUTE, — MOMPOOYHUTE pa3uyHbIC
Lighting, Materials, Props, HazoBuTe ero. B atom mpumepe Props,
Lighting u Materials octanuce NpeXxHUMHU, U3MEHUBIIUCH TOJIBKO B
apXUTEKType. ITO MO3BOJUT IMOJIH30BATEISIM CKOHIIEHTPUPOBATHCS
Ha Pa3IudusIX, HE OTBJICKAsACHh HA IPYTHE H3MCHCHUSI.

buia ocBelenue

OcBerieHre XpaHUuTCsS OTACIBHO JJI KaKI0T0 YPOBHA. Takum
oOpa3oM y Bac MOTyT OBITh OJHMHAKOBBIE acCEThl Ui Pa3HBIX
YPOBHEH C CHJIBHO Pa3IMYaOIIUMUCS HACTPOMKAMH OCBEIICHHS H
Lightmaps. DTo mO03BOJISIET 3alleKaTh OCBEIICHUE IS KaKJIOTO
YPOBHSI, TTIOKA UCIIOJB3YIOTCS OJTMHAKOBBIE CCHIJIKHM Ha aCCETHI.

Pucynok 12.2 I'omosoe oceewenue, nocmpoennoe 0Jisi HOBbIX
OAHHbIX

[Ipenmy1iecTBO HCIOIBL30BAHUS METOIa Save As 1JIs1 CO3AaHUS

HOBOI'O YPOBHSI COCTOMT B TOM, 4YTO OH coxpanseT Bce World

Settings, KoTopble BBl MNPUMEHWIM paHee, BKJIIOYas HACTPOUKH

Lightmass. OTo nemaer co3gaHue OCBEICHUS IEHCTBUTEILHO OUYEHb

MPOCTBIM; BbI MPOCTO JOJKHBI UMETh BO3MOYKHOCTh YCTAHOBHUTH

Lighting Build Quality 1 kakoro XoTute ypoBHS U HaKaTh KHOTIKY
Build.
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[locne co3nmanHusg OCBEIICHUS Yy Bac JOJKEH OBITh HOBBIN
BapHaHT BaIlleTr0 YPOBHS C OTPSCAIOITAMH CBOTYATHIMU MMOTOJIKAMHU
¥ COOTBETCTBYIOIIUMHU N3MCHEHUSAMHU OCBEIICHHS (PUCYHOK 12.2).

Coxpanute ypoBeHb. KapThbl cBeTa u TeHEM AJis ypOBHS OyIyT
3amucanbl (Wiau, HauuHas ¢ Bepcuu 4.15, B otnenbHbiid ¢aiin Build
Data psimoM ¢ ypoBHEM, KOTOpbIi BuJIeH Tosibko B Content Browser
unu File Explorer).

Level Streaming

UE4 moser 3arpykaTh ¥ BBITPY)KaTh II€JIbIE YPOBHU Ha JICTY.
Oto HazpiBaercsi Level Streaming, u 3Ta cuctemMa MOXET
UCIIOJIH30BAThCS JIJIs TIEpEMENIEHUS OOJIBIINX HAOOPOB C MOMOIIBIO
komaHj Blueprint.

Cnoco0 pa6otsl Level Streaming noBonbHO mpocT. CHauana
3arpy’kaeTcs ypoBeHb, KOTOpbIH Ha3biBaeTcs Persistent Level. DTot
YPOBEHB YaCTO OYEHB MPOCT WU JIAXKe MOYTH MOTHOCTHIO MyCTOH.

Cam 3TOT ypoBeHb WJIM OOBEKT, WJIM aKTOP BHYTPU HEro (K
npumepy, Blueprint unu Player Controller), moxeT 3arpy3uTh
JIpYroil ypoBEeHb WJIM YPOBHU B WJIM M3 HET0. BBl Takke MOXKETe
NEepPEeKIIIoYaTh BUIUMOCTD 3arpy>KeHHBIX YPOBHEH B pedakTOpe U B
MpoIecce HCIOJMHEHUS, o0ecreunuBasi yJI0OHBIH CIOCOO OBICTPOTO
MEePEKITIOUCHHS HA0OPOB JTAHHBIX.

Jns nactpoiiku Bamero Level Streaming cHavana co3paiite
Persistent Level, 3arem no0aBbTe Baliy JIBE BEpPCHUU B KauyeCTBE
Streaming Levels ¢ momoursto untepdeiica Levels (pucynok 12.3).

Co3xaHue HOBOTO YPOBHS

JlaBaliTe cHauana CO3JaAWM HOBBIM, IIyCTOM YPOBEHBb JIA
Bamiero Persistent Level. [lepeiinute B File > New Level u Bei6epute
Empty Level u3 mocTynHbeIX BApHaHTOB.

Korpma Bam HOBBIW, ITyCTOM YPOBEHBb OTKPOETCSA, COXPAHUTE U
HazoBuTe ero (k mpumepy, Example2 Persistent MAP). Orta kapra
COJIEPUT TOJIbKO HeKOTOpbIi ko Blueprint B Level Blueprint ans
yIpaBJICHUS MTepeKIIoueHus Bamux Streaming Levels.

Hoctyn k Levels Interface

Editor mpenocraBnser goctyn k cucreme Level Streaming
yepe3 crucok Levels. Bel MoXe- Te€ MOIyduTh AOCTYN K HEMY,
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nepeting B Window > Level. 1o oTkpoer okHO Levels (pucyHox
12.3)

Pucynox 12.3 Okno Levels

Brl yBuauTE TEKyIIMK 3arpy>KEHHBIM YPOBEHb B CIIUCKE KakK
Persistent Level.

Vnpaoswcnenue 17. Jlobasnenue Streaming Levels.

Haxxmute kHomnky Levels B 1eBoM BepxHeM yriny okHa Levels u
BoiOepuTe Add Existing u3 packpseiBiierocss MeHro. Brioepute
ucxonubli ypoBenb (Example2 MAP), xoropslii Bbl caenanu
(pucyHOK 12.4). BBI Takke MOXKETE CO3/1aTh HOBYIO, ITYCTYIO KapTy
streaming WM HOBYIO KapTy C BEIOpaHHBIMU Actors.

Kapra 3arpy3utcs B Viewport, U Bbl YBUJIUTE €€ B CIIHCKE B
okHe Levels.

[Iponenaiite 3TO CHOBa [Jig J0OAaBJICHUS HOBOW BEPCUU
(Example2 V2 MAP) B okHo Levels. Teneps Bbl 10T&KHBI YBUIET
o0a ypoBHs B okHe Levels, kak 1 Bo Viewport.
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Pucynok 12.4 Jlobaenenue streaming Level ¢ cywecmayroweii
Kapmou

Pucynok 12.5 Obe eepcuu yposus 3azpyicenst 6 okHo Levels

Bbl MoXeTe CKpbIBaTh M OTOOpa)kaThb YPOBHU C IOMOIIBIO
3HAuUKa IJa3a [l KaXxJoro ypoBHs. Bbl Takke MOXKETe€ COXpaHAThH
ypoBHH, OTKpbIB ux Level Blueprints u nepexiitounB OJIOKUPOBKY
pEAAKTUPOBAHMS JIJIsl MPEOTBpAllleHUs u3MeHeHH. [laxke ecu Ball
poeKT He ucrnoib3dyeTr Level Streaming B mporecce paboThI, €ro
UCIIOJIb30BAHKUE MOXKET OBITh XOPOIITUM CITIOCOOOM Pa3OUTh OOJIBIITYIO
CIIEHY Ha MaJIeHbKUE (aliibl WK JUIsl OpraHu3alliy BCero (PUCYHOK
12.5). O6parute BHUMaHUE, 4TO Ha pucyHKe Example2 MAP ckpoiT
C MOMOIIBIO CMMBOJIA IJ1a3a, KOTOPBIA TENEepbh OTOOpakaeTcsl Kak
3aKpBITasi MKOHKA Iila3a.
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[ToMHuTE, YTO TMEpeKIoYaTenu 0030pa, YCTaHOBJICHHbBIC IJIs
KaXJI0T0 YpOBHS B OkHE Levels, ToCTymHbI TOJBKO JIJIs pelakTopa u
4TO BUJAMMOCTb YPOBHS B Ipoliecce padoThl oOpadaThiBaeTCs C
nomoinbio Blueprint.

Tenepr BaM HY)KHO coXpaHUTh Bai Persistent Level, Tak kak
Bbl M3MEHWIU ero aoOamieHueM Streaming Levels ¢ momomibio
uHTpenderica Levels.

HUcnoan3oBanne Blueprints U mOCTOSIHHO 3arpysKeHHbIE
YPOBHH

OOpaTuTe BHUMAaHUE HA MAJICHbKYIO CHUHIOIO TOYKY PSJIOM C
BalllMMHU JIByMSI HOBBIMH YPOBHSIMU B OKHE Levels. D10 3HauuT, 4To
YPOBHH 3arpy’karoTcsi ¢ moMompio Blueprints m 4to oM He OyayT
3arpyxaTbCsi 10 T€X IMOp, MOKa BbI HE COOOIIUTE UM 00 ATOM C
nomoIpio Blueprints. Bbl Takke MOXeT€ BBITPY>KaTh, CKPHIBATH U
0TOOpaXkaTh 3TH YPOBHHU B MPOIECCe PAOOTHI.

Kpome Toro, MOKHO YCTaHOBUTH YPOBHU B COCTOsSIHME Always
Loaded. Kak cineayet u3 Ha3BaHuUsl, ’TU YPOBHU BCET/Ia 3arpyKatoTCs
U HE MOTYT OBITh CKPBITHI UJIM BBITPY>KEHBI B IIPOIecce pabOTHI.

YpoBHU, KOTOpHIE HEOOXOAUMO BCErAa 3arpyxarb, MOXXHO
YCTAHOBUTH C MOMOIIBIO JBOW- HOTO HaXKAaTHsSl MO YPOBHIO B OKHE
Levels, BeiOpaB Change Streaming Method > Always Loaded. Otu
YPOBHM OYAYT 3arpy»arbCs TakK, KaKk €CJIM Obl OHM OBUIM YacCThIO
Persistent Level, korja urpa 3amycTumiace.

Coxpansiite Bam Streaming Method nns ypoBHA Kak
Blueprints, 4To0b1 UMETh BO3MOKHOCTb CKPBITh WJIM OTOOPAa3UTh UX
BO BpeMmsi paboThI ¢ momoliibio Blueprints.

Omnpenenenue Player Start Actor

Jaxe HecMmoTps Ha Haiumuue Player Start Actors Ha IByX Balmx
Streaming Levels, Hy>kKHO onpeaeauTh 0JHOr0 1Sl HOBOro Persistent
Level. Mnorga 3T0 HECKOJIBKO COMBAET C TOJIKY, TAK KaK Bbl MOXKETE
scHo BuAETh Player Start Actors u Be1OpaTh ux B Editor Viewport, HO
OHM HE TMOABATCS 37eCh NMPU HAYaJIbHOM 3arpy3ke YpOBHS. ITO
cBsizaHo ¢ Tem, uto Player Controller co3maercs n0 Toro, kak
Streaming Level cMoxkeT 3arpy3uThbes.
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Brirpyska u 3arpyska Levels yganser ux u3 nmamsTé ¥ MOXKET
3aHSTh HEKOTOpOE Bpemsi B Tpolrecce padboTbl. CKpbITHE WU
oToOpaxkeHue coxpansieT Level 3arpykeHHbIM, HO TPOCTO BKJIFOYAET
PEHJIEPUHT COAePKUMOTO 3TOT0 Level. DTo mporcxoautT MrHOBEHHO.

Bbl MOXeTe JIerKO KOMUPOBATh W BCTABJISATH OJIUH 32 JAPYTUM
Bammx Player Start Actors ¢ ogHoro u3 Bammx Streaming Levels B
Persistent Level. Beibepure Player Start u3 Content Browser wiun
Viewport u 3arem nepeiigure B Edit > Copy unm Beioepure Edit >
Copy 13 MeHI0, OTKPBIBAIOIIETOCS HAKATUEM ITPaBON KHOIIKH.

BcraBka TpeOyeTr HemHoro Oonbiiie BHMMaHusA. Korma y Bac
€CTh HECKOJIbKO YPOBHEW, 3arpy>KEHHBIX B PEIaKTOpP, BaM HY>KHO
ONpPENENINTh, KAKOW YPOBEHb SBIISIETCA AKTHUBHBIM, MPEXKIEC 4YEM
ctaButh Player Start.

Yrobs! aToT Player Start Obu1 pacnonosker B Persistent Level,
Haxmute asaxkapl no Persistent Level B okne Levels, caenas ero
aKTUBHBIM. BBl CMOXe€T€ y3HATh aKTUBHBIN CJIOW, TAK KaK Ha3BAHUE
CTAHET CUHUM.

BceraBpTe Player Start Actor B Persistent Level ucnonbsys
meHo Edit, MeHI0, BbI3BaHHOE MPaBOW KHOMKOW MBIIIHW, U MPOCTO
ucnons3ys Crtl/Cmd+V.

Br1 Takke moxere pazmectuTh Player Start ucmonssyst Class
Browser, kak Bbl Jeiajdu paHbIIE, HO BaM BCE PaBHO HYXKHO
yOeaUThCS, UTO aKTUBEH MPABWIbHBIN YPOBEHD.

Tenepsr y Bac ectb Player Start, pa3mMemnieHHbIii B Balem
Persistent Level. Onnako ecnu Bel HaxkmeTe Play ceifuac, TO BBI
IIPOCTO 3arpy3uTeCh B TEMHBINA yCTOU MUP. BaM HY>KHO HACTPOUTH
Level Blueprint anist 3arpy3ku streaming Levels.

12.4 Hactpoiika Level Blueprint

Tenepr, korma Bamm Streaming Levels HacTpoeHbl B
penakTope, Bbl MoOxkeTe HamucaTh Blueprint noruky s ux
nepexitoueHus ¢ nomoupio Level Blueprint.

OTtkpsbiTue Level Blueprint

Kaxnaplii ypoBeHb cofiepkuT coOcTtBeHHbId Blueprint Event
Graph, nassiBaemblii Level Blueprint. Otor Blueprint sBnsiercs
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OTJIMYHBIM CcIocoOom caenath Level-specific nmeiicTBus; Bemiw,
KOTOpbIe OyAyT TMPOUCXOJUTH TOJABKO Ha OJHOM YpPOBHE,
OCHOBaHHOM Ha OCOOBIX aKTOpaX WM COOBITHSIX ATOTO YpPOBHA. B
KauecTBe NpUMEpa MOXKHO TPHUBECTU CpabaThIBAHUE OTKPBITUS
JIBEpU  TIOJIb30BAaTENIeM WM  HACTPOMKY  BOCHPOU3BEIICHHUS
KOHKPETHOM MY3BIKH, KOT/1a YPOBEHb OTKPBIBACTCS.

JTro6ass PyHKIIMOHAIBHOCTD, KOTOpas JOJKHA OBITH OOIIEH OT
YPOBHS K YpPOBHIO (Hampumep, JBUKEHHE TOJIb30BATEIA) JODKHA
oOpabaTeiBaThcs 00bI4HBIM Blueprint Class, Tak Kak BaM HE HY>KHO
nyOIMpoBaTh U MOJJASPKUBATH ATOT KOJ JJISI KaXKJ0TO CO3/IaHHOTO
Levell8.

Bo Bpemsi paboThl BCce Ballld YPOBHU 3arpyKEHbl B €IUHBIN
MUP, ¥ BCE MOTYT MOJIYYUTh JOCTYN KO BCeMy ocTalibHOMY. OTHaKO
B PEIaKTOPE aKTOPHl M YPOBHH MOTYT IMOJYYHTh JOCTYIT TOJBKO K
JIPYTUM aKTOpaM Ha TOM e ypOBHE.

s noctyna x Level Blueprint Bel MOkeTe HakaTh Ha 3HAYOK
Gamepad B okHe Levels, coOTBETCTBYIOIINUI YpPOBEHb, KOTOPBIN
XOTHTE PEaKTUPOBaTh, WM HakaTh KHOMKY Blueprints u3 manenu
UHCTpYMEHTOB U BbIOpaTh Open Level Blueprint (pucynok 12.6).

Bel Takke Moxere mnonyuuth goctyn k Level Blueprints
3arpy’KCHHBIX YPOBHEH M TOJYYUTh OBICTPHIA JOCTYIl K BallluM
Game Mode’s Classes.

G Ny

ail— 3

Pucynok 12.6 Omxpwimue Persistent Level Blueprint
Level Blueprint orkpsiBaetcs B okHe Blueprint Editor (pucyHoxk
12.7). Otot penaktop HemHOro otriauyaercs oT Blueprint Editors,
KOTOPBIA BBl MCIIOJB30BAIM JI0 CHX IIOp. B HEM OTCYyTCTBYIOT
Bkiagku Viewport, Components u Construction Script. Level

-
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Blueprints conepxut Tosnbko Event Graph, moroMy 4To OHM HE MOTYT
MMETh KOMIIOHEHTHI U HE COOMparOTCs, Kak Kiaacchl Actor.

(ﬂﬁ;_

Right-Click to Create New Nodes.

Eyaa b
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Pucynok 12.7 Level Blueprint, omkpwimuiii ¢ Blueprint Editor

Ucnoan3oBanne Events

Event siBisieTcs cienuaibHbIM Y3JI0M, KOTOPBIi BBI3BIBACTCS U3
KOoJla UrpoBoro mnpoiiecca. Ilpu BeI3oBe OH 3amyckaeT rpad ysna,
COCMHEHHBIM C HUM BBIXOJIHBIM KOHTAaKTOM BBINOJIHEHUs (Oemas
CTpeJiKa). DTU COOBITUSI MOTYT BBI3BIBATHCS B OTBET HA Pa3IMYHbBIC
COOBITHSI UTPOBOTO MPOIIECCA, TAKUE KaK HAYalo WUIPhI, MEPE3amyCcK
YPOBHSI WJIU €CJIU MOJIb30BaTEb HAXKAJ HA ONIPECIICHHYIO KJIaBUIITY.

UE4 conepXUT MHOXECTBO MPEAONPEACTCHHBIX Yy3JIOB
coObiTil. J[Ba HaumboJiee pacHpOCTPAHEHHBIX HW300paKeHbI Ha
pucynke 12.7 Boimie: BeginPlay u Tick. Takke momHuTe, 94TO paHee
BBl Hcnosib3oBan InputAxis Events myist HacTpoliku BBOJa Balllero
Player Controller.

BeginPlay

BeginPlay Event BrI3piBaeTCS aBTOMAaTHUECKH UTPOM OJIUH pas,
KOrJla YpOBEHb BIEPBbIC 3arpy3wics, TMOCJIE 3arpy3kd W
WHUIIMATU3aIM1 BCEX aKTOPOB U MUPOBBIX OOBEKTOB.
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31eck BBl yCTaHABIWMBAeTe Baml HadalbHbBIM Kom Level
Streaming. Kak yxxe ymomumHanoch, Bam Persistent Level nmyct u
JIOJKEeH cojiepkaTthbes B Levels streamed.

st sToro ucnonb3yiite pynknuio Load Stream Level. B
MOJKET€ YBUAETh Ha PUCYHKE 12.8, 4TO pacmoiokeHHO ABAa ITUX
y3na. Kak u B OOJBIIMHCTBE Y3JIOB, HAXXMHUTE IMPABOM KHOMKOMU
Mmbiy B Event Graph u naiigute y3en Load Stream Level.

Loadistreaming levels)

© Event BeginPlay | Load Stream Level

Pucynok 12.8 V3anvr Load Stream Level, coeounennvle ¢ yznom
BeginPlay Event

[Tocne pasmMenieHuss 00OMX Y3JI0B BaM HYXKHO 3allOJIHUTH
HACTPOWKHU ISl KaXJAOTO M3 HUX, YTOOBI OHM COOTBETCTBOBAJIH
pucynky 12.8. Example2_MAP 3arpykaercs MepBbIM, HCIOJIb3YS
y3en Load Stream Level ¢ Should Block on Load u Make Visible
After Load, ycraHoBimeHHbIM Ha True. 3arem 3arpykaercs
Example2_V2_ MAP, Ho n3HayanbpHO ¢ moMoIipio mapamerpa Make
Visible After Load, ycranoBiennoro Ha False.

Bl 10IKHBI YCTAaHOBUTH I CBOMCTBA Name TOYHO TaKoe XKe
uMsl, KaK U 1Ji1 YpoBHS B okHe Levels. Takke ypoBeHb yxke TOHKEH
OBITH 3arpykeH kak Streaming Level B okne Levels mist nocrymna k
noTokoBoil nepegaye Blueprints.

Should Block on Load Beinyxnaer UE4 oxunats 3arpys3ku
MEPBOr0 YPOBHS, MPEXKJIEC YeM MPOJOJLKUTH BBIMOJHEHUE JIFOO0TO
UrpoBOro koaa (3To u ecth block — oH OMOKHUpYyeT MPO0TKEHUE
urpsbl). biokupoBka nmpeaoTBpallaeT najieHue Bamero oorekra Pawn
B mycToit Persistent Level no 3arpy3ku Streaming Level u cBsizannoi
C HUM KOJUTU3HHU.

Latent-¢pynxumnm

Oobpature BHMMaHue Ha 3Hauok Clock Ha ¢ynkmusax Load

Stream Level. OTo yka3piBaeT Ha TO, 4TO y3ena siBisercs Latent-
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dbynkuueit. Latent-pyHkuuu TpeOy0T BpEeMEHH JJIsl BBIIOTHEHUS U
POJ0JLKaAIOT pabouuii mporiecc o rpady coowsituii (Event Graph),
TOJIBKO KOTJIa X 3aj1aya BHITIOJHEHA.

3arpy3ka YpOBHEM MOKET 3aHATh HECKOJILKO CEKYH/I. bomnpime
YPOBHU U MEJIJICHHBIC )KECTKUE JTUCKHA MOTYT YBEJIIMYUTH 3TO BPEMSI.
Bot moyeMy Hajo 3arpyxartb WX OJIHOBPEMEHHO NpPU HavYabHOMU
3arpy3ke Persistent Level u nepexmtodyaTs ux BUAMMOCTh. CoXpaHsis
YPOBHU B MaMSATH W MPOCTO MEHSAS HUX BUIUMOCTH, Mbl MOXKEM
n30eKaTh 3a7EPIKEK U MEPEKIII0YATHCS TOYTH MTHOBEHHO.

Ecnu Haxate Play ceiiuac, Baiie MNpWIOKEHHE JOJDKHO
3arpyxaTh KapTy Tak ke, Kak U paHbiie. OJHAaKO 3TO, BO3MOXKHO,
3aHsJI0 HEMHOTO OOJIbIIIe BPEeMEHH IO CPABHEHHUIO C TECTUPOBAHUEM
¢ PIE no aroro.

DTO MOTOMY, YTO BBI XKJETE, TIOKA 3arpy3sTCS YPOBHU; JaxkKe
KapTta V2, KoTOpas eiie He oToOpaykaeTcs, TpeOyeT BpPEeMEHU MJIs
3arpy3KHu.

[Tocne 3arpy3ku YpOBHEHM BBl CMOXKETE IEPEMEIIATHCS B
MPOCTPAHCTBE, KaK 3TO ObLJIO B MPEALIAYIINX IJ1aBax, HO HA ATOT pa3
— ¢ nomotisto Level Streaming.

Hacrpoiika Level Blueprint

Tenepp, Korma y Bac €CThb 3arpy’KC€HHbIE KapThbl, JaBalTe
3aCTaBUM UX MEPEKIIOYATHCS. ITO MOJIYYUTCS BCETO C HECKOJIBKUMU
y3namu B BaiieM Level Blueprint. Bel Takke yBUANTE, KaK CO3/1aBaTh
MPOCThIE COYETAHUsI KJABHUII JJIsi TECTUPOBAHUS TEPEKIIOUCHUS
YPOBHS, PEkK]IC YeEM MPUCTYNUTH K pazpadotke UMG-unrepdeiica.

12.5 Co3znanue Custom Events

Be moxkere co3nath coOcTtBeHHbIM y3en Custom Event,
KOTOPBIA MOKHO BbI3BaTh B Jt000M MoMeHT B Blueprint u3 npyroro
Blueprint B Bamem Mupe, TeM camMbiM IPEAOCTABIISII BO3MOKHOCTD
st opranmzanuu  Event Graphs u  mo3Bomsisi  Blueprints
B3aUMOJEICTBOBATH IPYT C IPYTOM.

Bam tpebyercs Heckonbko Custom Events, koTopble MOTYT
NEepPEeKIIIoYaTh BUAUMOCTh YpOBHEU. Bbl Oynere ncmnonab30BaTh 3TH
COOBITUSL [JJIl TECTUPOBAHUS TEPEKIIOUECHHUS YPOBHEM M 3aTeM
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UCIIONB3yeTe TOT ke Events mosxe, korma paspadoracte UMG-
uHrepdeiic.

JIBOoMHBIM HaXkaTHEM 1o 3aHeMy Tuiany Event Graph co3naiite
B Persistent Level Blueprint y3en Custom Event u Bei6eputre Add
Custom Event u3 KOHTEKCTHOT'O MEHIO (pUCYHOK 12.9).

Korna BeI co3naete Event, npucBoiiTe eMy YHUKaJIbHOE UMS U
HaxxmuTe Enter ay1s noaTBEpKIACHMUS.

All Actions for this Blueprint Context Sensitive )

€% Add Steam VRTracking References

O Add DatasmithLayer
O Add DatasmithSelector
4Game

I SuggestProjectileVelocity Custom Arc
4 Utilities
4 Casting
»» Cast To CustomMeshComponent

»» Cast To CustomMeshComponent Class

»+ Cast To MaterialExpressionBentNormalSustomOutput
»» Cast To MateralExpressionBentNormalGustomOutput Cl
»» Cast To MateralExpr onClearCoatNormalCusiomout;
»» Cast To MaterialExpressionClearCoatNormalCustomoOuty
»» Cast To MaterialExpressionCustom

»» Cast To MateralExpressionCusiom Class

Pucynok 12.9 /lo6asnenue Custom Event ozs Level Blueprint

Bam Tpebyercs Tpu cOObITHUS 71 PabOThl  CUCTEMBI
NEepPEeKIIIOUeHMs, TO3TOMY pa3dmectutre Tpu y3ia Custom Event,
Ha3BaB nepBbiii ShowVersionl, Bropoit ShowVersion2 u tpetnit —
ToggleVersions. Bam Event Graph gobkeH BBITIISACTh TakK, Kak
MoKa3aHo Ha pucyHke 12.10.
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'© ShowVersion1

O

© ShowVersion2

b

© ToggleVersions

O

Pucynok 12.10 Tpu yzna Custom Event, 0oobaesnennvle 8 Event
Graph
Hacrtpoiika Show Versions Events
@ynkiuu Show Version 1 u Show Version 2 mnpocrto
YCTAHABJIUBAIOT BUAUMOCTh i1 Streaming Levels, mno3Bossis
MEePEKITIOYAThCS MEXKTY HUMU.
Hacrtpoiite Event Graph, kak nokazano Ha pucynke 12.11.

© ShowVersion1

"] Gt Streaming Level

»ge Name Return Value
wAP|

© ShowVersion2

" Get Streaming Level

Paciage Name

Pucynox 12.11 ShowVersionl u ShowVersion2 custom Events
U ux epaghuvl 8vINOIHEHUS
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OTH [Ba TOYTH 3€pKAIBHBIX H300pakeHus rpadoB
BBITIOJTHEHUS CKPBIBAIOT OJIMH YPOBEHbB, MTOKA MOKA3bIBAIOT JAPYTOi.
Oynkius Get Streaming Level Bo3BpaliaeT CChUIKY Ha YPOBEHbD,
onpeneneHHbiil B cBoiicTBe Package Name. Bbl 10KHBI BpYUHYIO
BBECTH 3TO UMsI, U OHO JIOJKHO B TOYHOCTH COBIAJATh cO Streaming
Levels.

st noctyna k coictBy Set Should be Visible nns ypoBHs
IPOTSIHUTE COCAMHEHUE W3 CUHEro KoHTakra Return Value ysna
dbynkuun Get Streaming Level B Event Graph u ormyctute nns
JOCTyTa KOHTEKCTHOMY MeHIo it Streaming Levels, 3atem HaiiauTe
Set Visible.

HactpoiiTe Bamn mepBblii HE CKPBITHIA YPOBEHb TaK, YTOOBI
CKpBIBaTh Jpyrue. Bol yBUaMTE, 4TO HAa3BaHUE YPOBHSA OOBSIBICHO B
Package Name y3na Get Streaming Level.

Vnpaoxcuenue 18. Toggle Versions Event.

Toggle Versions Event mnepexiaodaer MeEXIy JIBYMs
BapHaHTaMHU NMpU KaxjaoM BbI3oBe (pucyHok 12.12). V3en Flip Flop
CIeMaIbHO pa3paboTaH JjIsl TOTO, a €111€ OH CMEITHO YUTAETCS.

[Tpu nepBom Bb130Be Flip Flop oH BbI30BET TOMBKO BhIBOI A. B
CJICAYIOIINI pa3 OH BBI30BET TOJIbKO BbIX01 B, 3atem A u Tak gasnee,
gepeaysch Mexay BbizoBamHu ABYyX Custom Events, koTopbie BbI
CO3JIAJIN paHee.

Hnsa co3zmanusa Bbe3oBa Custom Event Haxmure mpaBon
kHonko Mbimu B Event Graph u HaiinuTe uMs, KOTOpoe Iaiu
Bamemy Custom Event, korma cozganu ero. Utoosl yoeauThes, 4TO
Bam Custom Events HaxoauTcs B CIIHMCKE, BBl JIOJKHBI
CKOMIUJINPOBATh U cCOXpaHuTh Blueprint.
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© ToggleVersions

6 Show Version 2

EVExpFiop
»P—» AP —— P
B8P Target [ self |
IsA

“O show Version1

Pucynok 12.12 ToggleVersions u yzen Flip Flop ons
nepexntouenus mexcoy osymsa Custom Events
Bpems TecToB
Tenepp, Korma Bbl BCE€ HACTPOWIIH, IOTPATbTE BpEMs Ha
TeCTUpOBaHue, Tpexae yeM npuctynath kK UMG-unrepdeticy. Kax
BBl MOJXKETE MPOBEPUTH CBOIO paboTy ceituac 6e3 UMG-unTep-
deiica? Ilpome Bcero — co3maiiTe coderanue kiaBuimn B Level
Blueprint.
Co3nanue MIOPTKATOB
Level Blueprints ymeeT nepexBaTbiBaTh BXOJHBIE COOBITHS OT
nosib3oBarenss Tak ke, kak Player Controller. Bwl moxere
UCIIOJIb30BATh 3TO, YTOOBI JIETKO HACTPOUTH COUYETAHUSI KJIABUII JJIs
BbI30Ba Toggle Versions Event.
B BbI3BaHHOM Ha)KaTHEM MPABON KHOMKHU MBI KOHTEKCTHOM
MeHto Haiaute Input L (pucynok 12.13) u BeiGepute L u3 cnucka
Keyboard Events.
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All Actions for this Blueprint Context Sensitive »

J Set Tracking Origin

[ SetWorld to Meters Scale
4Keyboard Events

g;- Backslash

kA Caps Lock

3 colon

3.- Delete

3 Dollar

K Equals

X exclamation

L

% Left Events for when the L key is pressed or released
% Left Al

X Left Bracket
X Leftcmd
X Leficul

% Left Parantheses
B tonin

Pucynox 12.13 Cozoanue Input Event ons knasuwu L
3arem mpocto coenuHuTe BbI3OB ToggleVersions Event ¢
koHTakTOoM BbITloTHeHUs Pressed B L Keyboard Input Event, kax
MoKa3aHo Ha pucyHke 12.14.

L
Pressed | 3

& Toggle Versions

Released D Target [self)

Key

Pucynok 12.14 A6cypono cnodicublil KOO couemanus Kiaguul

KoMnuasinusa 1 coxpaneHue

Tenepr Bbl goikHBI ckommnwivpoBath Level Blueprint,
yOeAUBIINCH, YTO B HEM HET OLIUOOK WIIM MPEAYyHPEKACHUN, 3aTEM
coxpanute Persistent Level mns coxpaHeHuss Kojaa, KOTOPBIA
HaIKCAJIH.

Hasxartue Play

Tenepp, koraga Bbl HaxumaeTe Play, Bam I0OMTKHO OBITh
JTOCTYITHO Ha)kaThue KHOMKM L[ Ha KiaBuaType, W Balll YPOBEHb
HEMEJICHHO TIEPEKIIFOUUTCS MEXKY ABYMS BEPCUAMHU.
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Brl 3amMeTuTe, KakKoe€ CYIIECTBEHHOEC W3MEHEHHE BHOCST
JIOTIOJITHUTEJILHBIE OKHA JIJISI BCEH CIICHBI, Ja)Ke B KOpUA0pax, JaJICKO
OT OCHOBHBIX M3MEHEHMHM. Takas 4Ype3BbIYAMHO  MOII[HAS
BO3MOKHOCTb TEPEKIIOYCHUS OMNIMK B KOHTEHTE, KaK 3Ta, JAET
MOJIb30BATENb JIMYHBIN OIIBIT.

OpHaKo HE KJIUTE, YTO BCE 3HAIOT, YTO HY>KHO Ha)KaTh L, 4TOOBI
OTU M3MEHEHHUsA Npou3ouLId. BaM HyXHO MNOpPEIOCTaBUTH
MOJIb30BaTENbCKUN MHTEpdENC sl MOoJb30BaTeNsl, KOTOPBIA HacT
eMy TOHATHBIC omiuu. |15 a3Toro mpumeHuTte BctpoeHHyto B Unreal
CHUCTEMY M0JIb30BaTeIbckoro uurepdeiica UMG.

12.6 Unreal Motion Graphics (UMG)

Unreal Motion Graphics Ul Designer (UMG) sBasiercs
MHCTPYMEHTOM  Bu3yamm3anuu U, KOTOpBII BBl  MOXETE
VICTIOJIB30BATh JJIS1 CO3IaHUS UTPOBBIX AJIEMEHTOB, HAIIPUMED, MEHIO,
Ha3BaHui U KHONMOK. UMG annmapaTHO-yCKOPEHHbBIN, COBPEMEHHBIM
U HE 3aBUCSIIMN OT mIaTdOpMbl, UTO O3HAYAET, UTO OH paboTaeT
OBICTPO, OTJIMYHO BBITJISAUT U MOXKET ObITh NMPUMEHEH Ha JIF0OOM
miatopme, moanepkuBaromein UE4. Ber mokeTe co3mats oawH
uHTepdeiic sl UCoJIb30BaHUs Ha 4YeM yrojHo, oT PC u Mac 1o
Nintendo Switch u Bcem, 4TO MeX 1y HUMU.

HUcnoan3zoBanmne Widgets

UMG nonaraercs Ha BupkeThl (Widgets), rOTOBBIC 2JIEMEHTHI,
KOTOpbIE€ BBl MOJKETE HCHOJB30BaTh IS CO3JAHMS BalIEro
unrepdeiica. IlpenonpeneneHHble  BUIPKETbI  JOCTYIHBI IS
OospmMHCTBA 3neMeHToB Ul, BKIIIOYass KHOMKH, TOJ3YHKH,
BBINAJAIONIME CIUCKA W TEKCTOBBICE METKH, a TaKX€ BHUJKETHI,
MTOMOTAIOIINE OPTraHU30BaTh U YHIOPSIAOUNUTH Apyrue BUIHKEThI B Ul.
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W Add Feature or Content Pack
48 New Folder

W New C++ Class

m Blueprint Class

»
>
>

I AddNew~ X Import [f- » Content » Example2 » Ul

YEY Search Paths

The widget blueprint enables extending UUserWidget the user extensible UWidget.
hold (Ctrl + Alt) for more

Drop files here or right click to cri

Pucynok 12.15 Cozoanue Widget Blueprint

Bumxkerst coOpansl B Widget Blueprint, cnenuaisHoM
Blueprint Class ¢ nactpauBaembim Editor.

Bol coznagute Widget Blueprints, kak u 6onpmmactso UE4
Classes, B Content Browser.

B menro Add New mepetimute B User Interface > Widget
Blueprint (pucynoxk 12.15). Hasoure Bam HoBbIE Widget
UI Example2 HUD. HUD o3nauaer Heads up Display u oObrdHO
Ha3bIBaeTCsl HHTEPPEHCOM, KOTOPBIN BCET/Ia ITOKA3hIBACTCS BO BpeMs
urpsl. Jpyrumu pacrpoctpaHeHHbIMU npumepamu Ul MOTYT OBITH
IJIaBHOE MEHIO UJIM MEHIO Tay3bl.

Teneppr HaXXMHUTE IBaXKAbl MO HEAaBHO co3naHHoMy Widget

Blueprint, 4T0OBI OTKPBITH €ro Jis pPEeJAKTUPOBAHUS (PUCYHOK
12.16).
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LD 80 0D OPE~ © CTDI=D

No Animation Selected

Pucynox 12.16 Oxno Widget Blueprint Editor

OTOT PEIaKTOP COCTOUT U3 ABYX OCHOBHBIX PA3JEI0B: BKIAJAKH
Designer, KkoTopas TMO3BOJSIET BaM BHU3yaJIbHO HacTpauBaTh
anementsl Ul, u Bknagku Graph, rae Bbl MOXeTe€ J00aBUTH
dbynkuuoHanbHOCTh s Bamux Uls. B mpaBom BepxHeM yrily Bbl
MOXeTe yBHAeTh BKIaaku Designer u Graph. Haxmure Ha HUX,
4TOOBI MEPEKIIOUUTHCS MEXKIY IBYMSI pekumaMu uHTep(deiica. B
neHtpe Stage, a cieBa Palette co Bcemu BUIKeTaMU, JOCTYITHBIMU
co3ganusa Bamero Ul Hwxke wnaxoautcs Hierarchy, kotopas
MOKa3bIBAET pacroioxenue Widgets Bo BIOKEHHOM criiucke. BHuU3y
HaxoauTca Animation List u Timeline. Bel MoXeTe nCnonb30BaTh UX
JUIsl pa3paOOTKU KIFOYEBOW aHUMAIMU s Bammx djaeMeHToB Ul.
Haxownen, crnpaBa Haxoautcst Details Panel. Kak u Bce ocTtanbHbIe
nanenu Details B UE4, oHa KOHTEKCTHasi U OTOOpakaeT AeTalu
BBIOPAHHOTO B JAHHBI MOMEHT BHUJIXKETA.

Horizontal Box

Hma storo Ul BaM HyXHBI JBE KHOIIKH, I103BOJISIOLINE
MEPEKII0YaThCsl MEXKJy BallMMHA BapuaHTamMud. Bbl HaBepHsKa
XOTUTE, 4YTOOBI KHOINKHU OBLIM aKKypaTHO PACIOJIOKEHBI BJIOJIb
HIDKHEM 4acTH dKpaHa ¢ paBHOMEPHBIMU MHTEpBaJlaMH, YTOOBI BCE
CMOTPEIOCH YUCTO U TTPOdECCUOHATBHO.
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UE4 nocrasiseTcs ¢ BUIKETOM, KOTOPBIA ITIOMOTAET C TUM:
Horizontal Box Widget. On MOXeT cojiepKaTh HECKOJIBKO IOYEPHUX
BUJI)KETOB, BJIOKEHHBIX B HETO, PABHOMEPHO PAaCHpPEIEIIsisd KaxK bl
110 TOPU30HTAIH.

Haitqute Horizontal Box Widget, ykazanubiii B okHe Palette,
noj rpynmoit Panel. Ileperamure ero B Stage. Bumker 1mosButcs B
Stage u B cniucke Hierarchy.

Bam Bumker, BEpPOSATHO, HE TMoONal B JICHCTBUTEIBHO
MpaBWIbHOE MECTO, TAKUM 00pa3oM, BaM HY>KHO MEPEABUHYTH €0 B
HIDKHIOIO 4YacTh JKpaHa, KyJa Bbl XOTHTE. Bbl MoXkeTe mnpocTo
MEPETAIUTh €T0, HO 3TO HE Jy4lllasl MPAKTUKA.

UMG noaaepkuBaeT NOPOU3BOJBHOE  pa3pelieHUE U
MacimTabupoBaHue, MOITOMY OH MOXET OBITh HCIOJIb30BaH Ha
JIOCTATOYHO OOJIIIIOM KOJIMYECTBE YCTPOUCTB C JIFOOBIMU SKPAHAMU.

) HorizontalBox 79 B s Vanable  Open HorizontalBox
Search Dt

0 mo-

Render Opacity

4 Accessibility

Pucynok 12.17 Hacmpoiixu Widget Anchor
OnauM M3 croco0oB, TpUMEHsSEMBIX i1 padboTel UMG,
ABIIsseTCS  ucmoyib3oBanue Anchors it Widgets.  Anchor
rapanTupyert, yto Widget Bcerna mpuBs3aH K OTHOCHTEIIBHOW YacTH
9KpaHa: CTOPOHE, YTy HIIH ICHTPY.
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B naHHOM ciiy4ae NpUKpEnuTe €ro K HUKHEMY LIEHTPY, HaKaB
Ha pacKpbIBaroluiics cnucok Anchors B manenu Details (pucyHok
12.17).

Korpa BwI caienaere 3To, TO HE YBUJUTE OOJIBIINX U3MEHEHUH B
Viewport, notomy uro UE4 nbiTaeTcsi peryinpoBaTh BCE CBOWCTBA
pacnoyiokeHus Tak, uyToObl Widget ocraBaiics B ToM ke mMecte. Bbl
MOXETe U3MEHUTh 3TU CBOMCTBA, 4TOOBI MoayunTh Horizontal Box
Widget Tam, rae XoTWTe, M TaKOro pa3mepa, KOTOPbIA XOTHUTE
(pucynok 12.18).

3) Details
()l HorizontalBox_79 [ Is Variable  Open HorizontalBox
Search Details o) E O~

4 Slot (Canvas Panel Slot)

D Anchors Anchors

Position X

e ¢

Position Y
Size X
Size Y

£
4

D Alignment

¢

.
.i

Size To Content

ZOrder

L/

4]
4

4 Behavior

Tool Tip Text
Is Enabled
Visibility Ul Not Hit-Testable (Self Only) v

Render Opacity

P

ezasaiiy
Pucynok 12.18 Hacmpoiixa ceoticma Slot ons Horizontal Box
Widget’s

Ynpaowcnenue 19. Horizontal Box Widget

1.  VYcranoBute Position X Ha 0 u Position Y nHa —10. 310
ueHtp Widget, Ho caBuHyThId Ha 10 muKcenel OT HUYKHEH YacTH
IKpaHa.

2.  VYcrawoButre Size X Ha 500 m Size Y Ha 50 musa
OTIpEICJICHUS pa3mepa IMosl.

3. YcranoBute Alignment. 9T0O B OCHOBHOM TOYKa OMOPHI
cmemienusi. Ecnu Bel ycranoButre ee Ha 0,0, Widget Oyaer
nepeMeIieH K BepxHeMy JieBoMy yrity, a ipu 1,1 OyaeT nepemereH
K HIDKHEMY npaBomy yriny. Alignment ycranosnenusiii Ha 0,5; 1,0
nepeMecTuT onopHyro Touky Widget k nieHTpy HuU3a.
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Knonku

[Tpocro mneperamure aBa Button Widgets u3 Palette B
Horizontal Box Widget. Bel MoxkeTe caenath 3To 1100 B Stage, 1100
B okHe Hierarchy (pucynox 12.19). IleperackuBanue B OKHO
Hierarchy moxeT ouenb nmomoub, korja Bamu Ul Widget cranoBsaTcs
CJIO’KHBIMU.

(@1 o JOLGNIG ] ¢ [l s sice 1o scnes -

No Animation Selected

Pucynox 12.19 Knonku 6 Horizontal Box Widget svienaoam
HeuoeanrbHo

Bam HYXHO HEMHOTO CTHUJIM30BaThb W HACTPOUTH KHOIIKH,
4TOOBI OHU BBITJISJICIIA U BEJIU Ce0s MPaBUILHO.

BriOupaiiTe KHONMKM OJIHYy 3a JPYyrod W HacTpouTe HX
cieayromuM oopazoM (pucyHok 12.20).

1. I'maBHOEe — BBl JOJDKHBI JaTh Ka)KIOH Balleld KHOIIKE
YHUKaJIbHOE Ha3BaHWe. Ecium BBl 3TOro He cjenaeTre, IMOIMbITKA
noy4uTh octyn Kk Widgets u3 Blueprints MoxeT ctaTh npoosiemMoii.

2.  YcranoBure mis Padding 10 nmukceneit cieBa u cripasa.
Bam, Bo3MOkHO, moTpeOyercsi pa3BepHyTh mapameTp Padding,
Ha)XaB IO CTPEJIKE PSAJOM C HUM, YTOOBI OTOOpPA3UTh OTACIBHBIC
napaMeTphl.

3.  Ycranosurte Size mniad Fill B sHauenne 1,0. DTo 3acTaBUT
KHOTIKHA 3aMoOJIHIATh JIIOOYI0 MOCTYIHYIO TUIOIIaAb, & HE MBITAThCS
OBITh KaK MOXHO MeHbIIe (Auto).
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QLD 60 (D OR8N CEDEED .« pra— o

No Animation Selected

Pucynox 12.20 Hacmpoiika ceouicmes Slot ons Button Widget's

MeTku

Bam nyxHbI HekoTOpbIie MeTKH (Labels) ms Bammx kHOmok. K
cuacteio, Button Widget Class MokeT UMEeTh OWH JOYCPHUM KIIAcC
— Text Widget, koTopblif UeaIbHO MOAXOAUT AJIsI UCIIOJTB30BaAHUS
B KaUu€CTBE METKH.

Pucynox 12.21 Jlobasnenue Labels

Haitqute Text Widget B Palette u nmeperamute ero B Kaxmayro
13 BallIMX KHOIOK. YcraHoBute B Label cBoiicTBo Text mus ureHms
Version 1 m Version 2. Bel Takke, BO3MOXXHO, 3aXOTHTE JOOABUTH
HEOONBITYI0O TEHb JUII TEKCTa, dYTOOBl chelaTth ero 0Oosee
pazdopuuBbIM (pucyHOK 12.21).



209

Camoe BpeMsi COXpaHHUTh Ballly pabOTy, €CJIH BbI €I1I€ HE ITOTO
caenany. Bam uaTepdeiic roToB, 1 BaM He HaJl0 J00aBIISITh KaKOM-
1100 Ko HenmocpeAcTBeHHO B rpade aToro Widget Blueprint, Tak kak
BbI OysieTe 00pabateiBath Bce 3T0 B Level Blueprint.

Level Blueprint

Y Bac ecTb BCe YacTH, HEOOXOAUMBbIEC JJisI PabOThl ATOMU
CUCTEMBI; TEMepb BaM OCTaJlOCh TOJBKO coOpaTh ux. Bcio
¢dbuHanbHy0 cOOpKY BhI caenaere B Level Blueprint.

Otkpoiite Level Blueprint, naxaB kHomky Blueprints B
Toolbar, u Beibepute Open Level Blueprint.

HaunGosee oueBUAHBIN BOMTPOC HA TAHHOM JTale: Kak MOJIyYUTh
UlI, KoTOpbIi BBl TOJABKO UTO CO3AQJIH, U OTOOpa3uTh ero? s 3Toro
B UE4 mnpucoenunute Bam Widget Blueprint xk Viewport

MOJIb30BaTENsA ¢ TOMOIIsI0 Blueprints, kak moka3aHo Ha PHUCYHKE
12.22.

& Event BeginPlay

W Create Ul Example 2 HUD Widget
»

") Get Player Controlier

Pucynok 12.22 Cozoanue sxzemnaapa eawezo Widget
Blueprint u 0obasnenue eco x Viewport

Jlydyimimm MecTtoM, 4ToOBI caenaTh 3To, siBisieTcsa Begin Play
Event, Tak kak Bbl HaBepHsika xotute, yTo0bsl HUD oToOpakancs npu
3arpyske ypoBHs. J[o6aBbTe 3TOT koA 1tocie 19. O0parute BHUMaHUE
Ha y31bl Redirect B 6enom moTtoke ucnosHeHUs. OHU MO3BOISIOT
MPOrpaMMUCTY clenaTh y3ibl rpadoB 0OoJjiee 4YUTAOCIBHBIMH,
onpeeisisi MOJOKEHUE UCIIOTHUTENIbHBIX JUHUK. J11s qoOaBiIeHus
OJIHOTO JIBXK/Ibl HAXKMHUTE HA COEJUHEHUE.



210

3aBepllIeHHS 3arpy3Ku BalIEro ypOBHSA, TAKUM 00pa3oM BbI HE
Oynere mokasbiBaTh Ul mosib3oBaTento mpexkie, YeM TOT CMOXKET
Ha)kaTh Ha HETO.

Crnenyronme pas3zaensl NPOBEAYT Bac 4epe3 COEAUHEHUE BCEX
KOMIIOHEHTOB BMECTE.

Ynpaoicuenue 20. Cozoanue Widget

[lepBbIM 11aroM siByisieTcst co3ganue oobekra Widget, KoTopbiid
3arpy’kaeT Kjacc BUJDKETa C JHMCKAa M CO3JaeT €ro SK3eMIUIAp B
naMATH (Bbl, KOHEYHO, MOXETE CO3JaTh OOJIbILIE OJHOTO AK3EMILISIPA
moboro Widget, Bce oHU SIBISIOTCS HK3EMIUIIPAMU OJTHOTO U TOTO
xe Widget Blueprint Class).

Kak 00b14HO, HOXKMUTE MpaBoil kHOMKOW MbIu B Event Graph
u HaliauTe Create Widget 1uist co3ganus 3Toro ysia.

[Tocne pasmemenus y3zna Create Widget Bam HY>XHO cIenaTh
JIBE BEIILIH.

1. Ha3HauuTh Kjacc, KOTOPBIM BBl XOTUTE CO3/7aTh; B
nanHoM cityyae Ul Example2 HUD, Bb1OpaB U3 pacKpbIBatOLIETOCS
cnucka Class.

2. IlpenocraBbTe »TOM (PyHKIMU CChUIKY Ha Baml Player
Controller. ITpocTo HaxkmMuTe MpaBoi KHONMKOW MBIIK B Viewport,
HaiiauTe Get Player Controller u3 cnucka u 3ateM COEUHUTE €ro C
koHTakToM Owning Player.

Bam  HeoOxomumo  3TO  caematb, TaKk  Kak B
MHOTOIIOJI30BaTENbCKON Cpeie MOKET ObITh O0JbIe oaHOrO Player
Controller, u Bam Hy)HO 3HaTh, KoMy npuHaAie:xkuT HUD. B nannom
cllydyae y Bac €CTh TOJIbKO OJIMH, MOATOMY BBbI MOKETE IMPOCTO
cchllaThbes Ha nepBbIil noctynHblii Player Controller.

Jo0aBaenue Widget Bo Viewport

UtoObI npukpenuth Widget k Viewport v ObITb BUTUMBIM U HE
B3aUMOJICHCTBYIOIIUM, BaM HY>KHO 100aBUTH €ro B Viewport.

Jns nocryna k y3ny Add to Viewport neperamure coeiMHEHNE
u3 Return Value y3na Create Widget (koTopslil Tenepb T0KEH
yutathcsa kak Create Ul Example 2 HUD Widget) u ornycture B
Graph Editor, KoTOpbIii OTKpPOET KOHTEKCTHOE€ MEHIO IJi BaIllero
Widget Class. Haiinute y3en Add to Viewport u mo6aBbTe €ro B
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rpad. Cunee coeIMHEHUE aBTOMATUYECKH MOKIIFOUUTCS K KOHTAKTY
Target HenaBHO co3gannoi ¢pynkuuu Add to Viewport.

A Tenepb nopa Haxxath Ha kHonky Compile u, eciu omuOOK
HeT, coxpanute Bai Level Blueprint.

Ecnu BBI 3amycTuTe Mrpy ceidac, Bbl YBUIAUTE, UTO Ballld JBE
KHOIIKH OTOOpa)KaroTCsl BHU3Y dKpaHa. Ecli BbI MIEIKHUTE IO HUM,
TO HUYETO HE npown3onaeT. K c4acTpro, BBl HAKOHEL-TO HACTPOUIIU
GYHKIMM MEPEKITIOYEHUS; BAM OCTaJIOCh TOJIBKO YCTAHOBUTH BBHI30B
TUX PYHKIIUHA MPU HAKATUHA KHOTIOK.

Event Binding

Momnoii ocob6ennocteio UE4 sBnsieTcs cnocOOHOCTH st
onHoro Blueprint mpusizpiBathest k Event B ipyrom. 310 mo3BoJiser
onmaoMy Blueprint oOpabaTeiBaTh HECKOIBKO B3aMMOJCUCTBUN HIIN
Events ¢ momo1iibio 0THOTO0 YHUPHUITUPOBAHHOTO KOJIA.

Jlnst oGHapykeHus1 COOBITHH BBl CHayajga JIODKHBI MOJTYYUTh
CCBUIKY Ha KHOTIKH, KOTOpbIe caenanu (pucyHok 12.23). OTo nerko,
noroMy 4to Metoj Create Widget Bo3Bpammaer ccbulky Ha Object,
KOTOpPBI co3fan. TakuM o0Opa3om, MepeTamure COCAMHEHUE U3

Return Value B graph nns goctyna Kk KOHTEKCTHOMY MEHIO Balllero
Widget Class.

(Createividgets
E o) Add to Viewport
 Create U1 Example 2 HUD Widget -

lass Return Value

"] Get Player Controller

| Return Value

1 8nd Event to On Clicked
»

Pucynok 12.23 Ilonyuenue ccoliku Ha KHONKY, KOMOPYIO 8bl
cozoanu 6 HUD Widget

Hatinure Get Version u Beioepute Get Version 1 Button. M3
aToro y3na Get CHoBa BBITSIHUTE CUHEE COeIMHEeHUE U HaauTe Bind.
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Bbl MOXeTe MpuBsI3aTh HECKOJIBKO COOBITHM, M TaK K€ Bbl MOXKETE
orBs3atbes oT Events. Bwioepure Bind Event to OnClicked mus
Bameil kHonku. Ilopkmrounte ero k ¢GyHkuuu Add To Viewport,
NOTOMY 4YTO OH JOJDKEH OBITh BbI3BaH s Bind, koTOpyro BbI
HACTPOUTE JJIs MoayueHus 3P dekxra.

Tenepp BamM HYXHO OINPENEIUTh, KaKoe COObITHE OyJeT
BbI3BaThCcsl mpu 3anmycke mnpuBszaHHoro OnClicked Event. Bel
C/IeJIae€TE ITO C KPACHBIM/OpaHKEBBIM KOHTAKTOM CChUIKM Ha Event.

[lepeTamuTe W3 3TOr0 KOHTAKTa, MOXOXETO Ha KOHTAKT B
ShowVersionl Custom Event. Bam MoxeT mnoHagoOUThCA
NepeABUHYTH BalllM Y3JIbl MMOOIMKE, YTOOBI I€JIaTh 3TO OBLIO MPOIIIE
(pucynok 12.24).

eate Widget.

W Bad Tvwet % On Clchad
»

Pucynoxk 12.24 Ilpussoicume saw paree co30aHHbl
ShowVersionl Event k OnClicked Event ona Version1Button Widget
Teneps, KOHEYHO, MOBTOPUTE ISl APYTOM KHOMKH, MOJTYYUB
cceuiky 3 y3na Create Widget u HazHauuB Bam apyroil Custom
Event gyist OnClicked Event aToit kHoniku (pucyHok 12.25).
Tenepp HaxkaTue KHOIIOK BbI3bIBAET Events, nepeximtovaroniue
YPOBHH.



213

Pucynox 12.25 Obe kHonku c8:a3anvl ¢ Nepekiodanuyumu
Events 6 Persistent Level Blueprint

Komnuisinus u coxpaHeHue

Cxomnunuponas Bari Level Blueprint, yoenurech, 4To om0k
HET, U COXpaHUTE Balry padoTy.

3anmyck ypoBHs

Tenepr Bbl MOkeTe HaxkaTh Play Ha ypoBHE W UCIHBITaTh
IIOJIHOCTBIO COOCTBEHHBIH, YIIPaBJISIEMbII MBIIIIBIO
MoJIb30BaTEIbCKU uHTEep(deiic. Bbl MOMKHBI OBITH CIOCOOHBI

MepeMeIaThCcs C MOMOIIBIO KJIABUATYPhl M MBIIIH, NEPEKIIOUATHCS
MEXy IByMs Bepcusimu ¢ rioMotnbio Ul (pucyHok 12.26).
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Pucynok 12.26 3anywennas uepa 6 PIE, ¢ nonnocmoio
DYHKYUOHATbHLIMU KHONKAMU U MCHOBEHHbIM NepeKIoYeHuem
3akioueHue

Byl npoaenanu OrpOMHBIN ITyTh U Y3HAJIM MHOTO HOBOTO B 3TOU
TJIaBe.

Bol uzyunnu cuctemy Level Streaming B UE4 u ucnons3zoBanu
€€ JUlsi MTHOBEHHOI'O NEPEKIIIOYEHUs LENbIX YPOBHEUW B IpoLecce
paboThl. DTO OTIMYHBIM CHOCOO MJiE CMEHbI HAaOOPOB JaHHBIX B
MPUIIOKECHUAX JUISl BU3YAIM3AIMHA, KOTOPBIM MNPOCT B HACTPOUKE U
NOAACPIKKE.

Bl Takke  paccmoTrpenu, kak  Blueprints  moryt
B3aMMO/JICCTBOBATH JPYT C APYTOM C MOMOIIBIO MPUBS3KU COOBITHS
Y UCIIOJIb30BaHUS 3TOM CIIOCOOHOCTH JIs MOCTPOEHUS MPOCTOTO, HO
s dexTrBHOrO NoJIb30BaTEILCKOro HHTEPPetica c UMG.

UMG sBngeTcd OTJIUYHBIM PECYPCOM M OJIHUM W3 JYYIIUX
NOCTYIHBIX ~ HMHCTPYMEHTOB  CO3JIaHUSl  IOJIb30BATEIBCKOTO
untepdeiica. B coueranuu ¢ rubkocThio u MomHOCThI0 UE4, BEI B
cujax pa3padoTaTh OTPOMHOE KOJIMYECTBO MPUIOKEHUU, KOTOPHIE
TOJIBKO MOKETE ce0€ MPEICTaBUTh.

XoTs 3Ta urpa SIBJISIETCS JIMIIL NMPOCThIM npumMepoMm, UMG
WCNOJIB30BAJICA  JJII ~ TAaKMX  YCHEHIHBIX  ITPOEKTOB,  Kak
nonHomacmtabHass AAA-Buzmeourpa, OsokOacTep ¢ MPOCTHIM
VHCTPYMEHTOM CpaBHEHUA A/B, KakK 9TOT. Ero
POU3BOUTEILHOCTh, THOKOCTh M MPOCTOTA B HCIOJIb30BAHUU —
olHAa W3 npuuuH, no koropod UE4 craHOBHUTCS NOMUHUPYIOLIEH
CUJIOW IIPAKTUYECKU B KAXKJIOU BU3YAIIbHOU UHAYCTPHUM.

13 TONOJHUTEJBbHBIA YPOBEHb BLUEPRINTS:
INEPEKJIIOYATEJIb MATEPUAJIOB
Coznanue rotoBbix Blueprints HeoOXoaumo sl yCIHEITHON
pabotel ¢ UE4. Xopommue cucremsl Blueprint co3mgatoT HOBYIO
(GYHKIIMOHAIBHOCTh  JIJII  TPMJIOKEHUS M IOCTPOSHBI  Kak
HHCTPYMEHT, KOTOPBIN MPOCT B MCTOJIF30BAHUY JIJIST BaCc MJIN BaIllei
KoMaHbl. Jlamee Bl y3HaeTe, kak co3gaTh oauH Actor Blueprint,
KOTOPBIN TMO3BOJUT MOJIb30BATEII0 HAaXXMMaTh Ha JI0OOOM Memll Ha
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CLICHE U MIEPEKITIOYATHCS HA CIEAYIOIIUMN ONIPEACIICHHBIA MATEPUAIL B
criucke. PaccmarpuBas atot Blueprint, BbI cMOXKeTe 3aMETUTh, KaK
Blueprints mMoryT B3aumoAeHCTBOBaTH APYr C JIPYTOM U MEHSATH
CBOWCTBA Ha JIETY.

Tenepb, KOrga Bl YBUJEIH, KaK CO3/aTh MPHIOKECHUE IS
WHTEPAKTUBHOMN BU3yanuzainuu, co3nath Player Controller u Pawn,
NEPEKIIOYCHUE MEXKAY VYPOBHAMHU M Kak pa3padaTbIBaeTcCs
nosib3oBarenbeckuit uutepdeiic B8 UMG, Hactamo BpeMs chaenatb
CJICIYIOIINM 1Iar — HY JIaJTHO, MOKET OBbITh, KOPOTKHI JICCTHUYHBIN
IIPOJIET.

OTa TiIaBa npeaHa3HadueHa sl JIOAEH, Y KOTOPBIX €CTh OIBIT
nporpammupoBanuss B UE4 B menom, wnm s Te€X, KTO XOYET
YBUJIETh, KaK CO3/Ia€TCA CIIOKHasi cucrtema. B yro0oM ciiydae, BBI
JOJKHBI UMETh Y€TKOE MPEICTaBICHUE 000 BCEX TeMax, 3aTPOHYTHIX
paHee, MPEXAEe YeM MbITaThCS UX BOCCO3/1aTh WM CJIEIOBaTh 3TOM
TJIaBe.

DTa rjaBa JIEMOHCTpPUPYET HamOoyiee BaXKHYIK 4YacThb ATOM
CHUCTEMBI U JTa€T PEKOMEHIAIMA O TOM, KaK BBIIOJHUTH HEKOTOPHIE
oObruHbIe TTporpamMmubie nartepHsl UE4 u Blueprints.

12.7 HacTpoiika uean

IHens — co3aatk Blueprint Actor Class, KOTOpBIi:

. no3BOJIUT JieBen-nu3aitHepy (LD) pasmectuts Blueprint
Ha YPOBHE, UCTIONB3Ys PEAAKTOP;

. OMpEeeNIUT CIUCOK cileH ¢ Static Mesh Actors, koTopbie
MEHSIIOT MaTepHUasbl IPU HAXKATUH;

. 103BOJIUT LD onpenensaTs CHMCOK MaTeprualioB, KOTOPbIE
HUKJIMYECKH TOBTOPSIIOTCS, KOTJIa TI0JIb30BaTEb KIIUKAET HA OJVH U3
MeEIIeH;

. BBIJICTIUT TIEPEYUCICHHBIX Actors, Korjga Kypcop
MOJIb30BaTENSl HAXOAUTCS HaJ Actor, JIEMOHCTPUPYSI, UTO OH MOXKET
OBITh U3MEHEH.

MoxHO TpuayMaTh MSATh CHOCOOOB 3aCTaBUTh CHUCTEMY
paboTaTh Tax ke. B mporpaMMupoBaHuu pesIKo OBIBAIOT UCATIbHbBIC
petenusi. Kaxapiii mnporpaMMHCT MOJXOAUT K MPOOIEME MO-CBOEMY.
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Jlns aToro mpoekTta MbI cosmamauMm oauH Actor Blueprint,
coJIep KaIuii HECKOJIBKO MIEPEMEHHBIX JIJIsl XpaHCHHS CITHCKA MeIeh
u wmarepuasioB. OtoT Blueprint dyetko mnokaxer LD, urto
HACTPaMBAETCs C MOMOIIBIO BU3yalbHBIX IMOJCKA30K, YTO CJEJIaeT
HACTPOMKY MPOCTOM W HAJEKHOM, a TakKe OOJerdyuT mpolece
oTiaaku (pucyHok 13.1).

[lepeneceM yacth KoHTeHTa ¢ Marketplace B Ham npoekTt u
MOAUGULIUPYEM €T0, JJIA pa3MelIeHUs 0OBEKTOB ¢ MOMOIIbI0 Post-
process Domain Material, koTopblii OyAeT NEPEKIIOYEeH C

ucrnojb3oBanreM Blueprint.
\ m\\.\‘l“” \'l-r'_ =! g

Pucynox 13.1 Material switcher Blueprint, pacnonoowcennwiii
na Level, nokasvisaem LD-friendly design

Cozpanue Actor Blueprint

Brl Moxere ucnonb3oBath oauH Blueprint qis moGaBieHus
BCEro (pyHKIIMOHATA, KOTOPHIH HYXXEH JIsI CO3/MaHUs MPOCTOU B
WCIIOJIb30BAHUH CUCTEMBI VIS TIOJIB30BATEIS U IN3aifHEPa, KOTOPOMY
nopy4deHo HacTpouTh ypoBeHb (Level Designer unu LD).

Actor Blueprint — 3To TO, 4TO BB MOXETE Pa3MECTHTH Ha
YPOBHE U Yy 4ero ecTh 3D-transform, KOTOPHIil BBI MOKETE U3MEHUT.
Bl Moxere mnpukpenutb Components k Blueprint Actors s
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pacumupeHusi Ux Bo3MOkHOcTeil. Components BkiIo4aroT B ceOs
Meshes, Particle Effects, Sound Cues u mHoroe apyroe.

Actor Blueprints Taxske MOTYT ciesiaTh 4T0-T0 ocodeHHoe. OHH
MOTYT CCBUTIAThCSI Ha JPYTUX aKTOPOB YPOBHsI. DTO BaXXHO, TOTOMY
4TO BaM HyXeH 3TOT Blueprint 1151 B3auMoelicTBUS ¢ pa3IMUIHBIMU
CTaTHYCCKUMH MEIIAMH Ha YPOBHE, YTOOBI MCHSATH HX.

Cosnaiite Blueprint 8 Content Browser. Korga mosiBITcst oniuu
BbIOOpa Class, OT KOTOpOro BbI HacleayeTe Baill HOBbIA Blueprint,
BIOepuTe Actor Class (pucyHok 13.2).

T 0 05t cabed for comparnnts baaded o 2 v

spanred st s

Yor

o 0 2 Comprunent 5 ranaaly achraws
Thvs wi be caled sely 4
e

1
o hove!
e LikaterCompunert

Pucynoxk 13.2 Cozoanue nosoeo Actor Blueprint uz Content
Browser

Cozpanue Variables

Bam HYXHO XpaHUTh HEKOTOPYIO MH(DOPMAIIUIO WUJIN JaHHBIC B
Blueprint Class. [[is coxpanenus nanHbIx B Blueprint ucnonb3yiite
nepemMeHHyto. llepemeHHble OBIBAaIOT MHOXKECTBA Pa3HBIX THUIIOB
(Classes), Bkitouas MpOCThbIe, C KOTOPHIMU BbI, CKOpPEE BCETO,
3HaKOMBI, Takhe Kak OyseBble (boolean) miau 4KCIIO C IUIaBaroIIei
toukoi (float), a Takke JTHOOBIX IPYTHUX KIIACCOB, BKJIOUEHHBIX B Balll
MIPOEKT.

DTa BO3MOKHOCTh MCIIOJI30BATh KJIACCHI U aKTOPHI B KAYECTBE
NEepEMEHHBIX TO03BOJIsIET BaM ccbulaThess Ha Static Mesh Actors,
KOTOpPBIC Bbl XOTHTE M3MEHHUThH. BBl Takke MOXKETE CChUIAThCA Ha
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Assets, xpansimpecs B Content Browser. DTo MNO03BOJIWT BaM
ONPEACIISITh Pa3IUUHbIC MaTepPHUabl, KOTOpbIe OyAyT MPUMEHEHBI K
cTaTudeckuM mojaensaM. s padorer Switcher Blueprint Tpedyercs
BCET0 HECKOJIBKO MEPEMEHHBIX (PUCYHOK 13.3).

Brl co3naere nepemennnsie B Blueprint Editor ¢ momoiibio
kHonku Add New na manenu My Blueprint nimn HaxkateM Ha UKOHKY
+ psimom ¢ pazaenaoM Variables Ha 3Toi manenu (pucyHok 13.3).

Korga BBl co3maeTe MEpPEMEHHYIO, HYXHO Ha3BaTh €€ U
MPUCBOUTH THUI. BBl MOXeTe NEepeMMEHOBAaTh W MPUCBOUTH THI
no3xe B nanenu My Blueprint unu B nanenu Details nepemeHHOi.

Bbl MokeTe He TosibKo onpeaenuth Tul (float, string, vector u
T. J1.) IEPEMEHHOM, BBl TAKXKE MOYKETE OMPEACIINTh €€ KaK MaCcCHB.
MaccuB TepeMEHHBIX CTAHOBUTCSA CIIUCKOM JIFOOOTO THIIA, Ha
KOTOPBIN OHA yCTaHOBJIEHA. BbI MOXKETE peTaKTUPOBATh MU MEHSITh
3TOT criucok B Details aktopa, eciiu BKITIIOUEH TapaMeTp MepeMeHHOM
Allow Editing.

M iy Blueprint

+ Add New ~ [5G0 jo ® -

4Graphs +
D m= EventGraph

4Functions (20 Overri +
¢ ConstructionScript
S changeMaterial
Macros
4Variables
b Components
Meshes To Modify
Materials
Start Material Index
Current Material Index
IsClicked

Event Dispatchers

Local Variables (Changem

Pucynoxk 13.3 Ilepexnouamens mamepuaios nepemertblx u
¢dyuxyui Blueprint
Kaxxpii1 pa3, Korga Bbl CO3Ja€TE HOBYIO MEPEMEHHYIO, Y HEE
M0 yMOJYaHUIO OyAE€T TUN W HACTPOMKH MacCHBA, KOTOPHIE BbI
YCTAaHOBWJIU IS TIOCJIEAHEN CO3IaHHOW NIEPEMEHHOM.
Meshes To Modify Array
The Meshes To Modify Variable — »sTo maccus Static Mesh
Actors (Static Meshes, KoTopblii pa3MellleH Ha YPOBHE, a HE CChLIKa
Ha Static Mesh Asset u3 Content Browser), KOTOpBbIii JOJI)KEH MEHSATD
MaTepuall KaKk TPyIny Opu HaKaTUU. ITo nmo3Bojset LD onpeaenuts
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HECKOJIbKO TMPEIMETOB MeOenu (Hampumep, BCE CTYJbS IS
CTOJIOBOM) B MacCHBE, U TIPH HAYKaTUM HA OJUH BCE OHU COBMECTHO
U3MEHST MaTepual.

Maccup Variable moxer conepxatb criucok Level Actors,
KoTopoMy oOparmarorcs y3ibl Event Graph nodes (pucynok 13.4).

[Tocne co3maHus, MPUCBOEHHWS HMMEHU W HA3HAYCHHS THUIIA
nepeMeHHOM HaxMmuTe Ha 3Hadyok Grid psaoM ¢ HUM, YTOOBI
KOHBEpTUPOBATh B MaccuB. OOpaTtuTe BHUMaHUE, YTO MIPU HAXKATUU
Ha Variable Details Panel 3anonnsiercst cBoiicTBamMu 3TOM
TIEPEMEHHOM.

Ecim nna nepemennoit ycrtanomieHo Editable, To oHa
otobpasutcs B ma"enu Details B Level Actors storo kimacca. 910
MO3BOJIICT KKIOMY DK3EMIUIAPY YPOBHS COACPKATh Pa3TUIHBIN
HAaOOp MeIIel, Ha3HA4YeHHBIX MacCUBY. BBl MokeTe YyBHICTh Ha
pucynke 13.4, uro cBoiictBo Meshes To Modify otobpaxkaercs B
nanenu Details.

Expose on Spawn sBiseTcs cHenUaIbHBIM IapaMeTPOM,
KOTOPBIN MO3BOJIIET BaM JIETKO YCTAaHOBUTH IEPEMEHHYIO, €CJIH BBI
IPOTrpaMMHO CIIABHHUTE 3TOTO aKTOpa B MPOLIECCE MCIOTHEHUs. Tak
KaK BbI HE OyJIeTe ATOTO JeaTh, HU Y OJHOM U3 BaIllUX NIEPEMEHHBIX
HE JOJDKHO OBITh YCTAHOBJIEHO 3TO.
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B )y Bluepaint
& Add New ~ ST

4Graphs
bme EventGraph
4Functions
7 ConstructionScript
f ChangeMatenial
Macros

4Variables
b Components
_ Meshes To Mod
: Materials
Start Matersal Index
Current Material Index
15Chcked

Event Dispatchers

Meshes To Modily
fiStatic Mesh Ac v £
100

4 Default Value

Meshes 1o Moafy 0 Artay elements

Pucynok 13.4 Ceoticmea Meshes To Modify Variable

12.8 MaccuB MaTepuaJioB
Materials Variable — »t0 MaccuB ccrutok Ha Material
Interface. Tunm Material Interface a1 mnepeMeHHOH IO3BOJISET
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UCIIOJIb30BaTh KaK OOBIYHBICE MATEpUaNbl, TaK W OOBEKTHI
MaTepUaJioB.

B otnuuue ot Meshes to Modify Variable, koTopsie cchuiatoTcst
Ha Static Mesh Actors Ha ypoBHe, mMaccuB Materials Variable
ccbutaercs Ha Assets B Content Browser. 9To MO3BOJISIET CUCTEME
CUMTBHIBATh W3 OUOJHUOTEKHM MATEpUAJIOB B BallleM IPOEKTE, Jaxke
€CJIM MaTepUalibl HE ObLIIM Ha3HAYCHBI JJIs1 YEro-HUOY b Ha CILICHE.

VYcranosute Editable mms 3Toit mepemMeHHON, MO3BOJISIONTAN
LD wu3MeHATh 3TH 3HAYEHUA JI4 KaKJOTO0 aKTOpa B Mpelenax
Ka)XJI0TO YPOBHSI.

ITepemennasi Start Material Index

CaorictBo nepeMenHoi Start Material Index sBisiercs Tumom
Integer. Integers — »3To Bce 1emnblie yncia, Takue kak 1, 2 u 8675309.
OHM HE MOryT HUMETh JpPOOHOM YacTH, HO MOTYT OBITh
OTpUILIATEIbHBIMU. B 3TOM cilyyae Bbl MOKETE UCIOIb30BATh UX JJIS
OmpeIeJICHUs, KaKOW MaTepuaj U3 MacCUBa MaTepUaJIOB BHIOPATh.

NHnekc — 3TO TEPMHUH, KOTOPBI OTHOCHUTCS K YHCIOBOU
MO3UIMY 3HAYEHHUSI B MACCUBE.

B UE4 wunpaekc naumHaer orcuer ¢ 0, moatomy wuHaekc 0
SIBJISIETCS TIEPBBIM AJIEMEHTOM B MAaCCHUBE, @ MHJIEKC 3 — YETBEPTHIM.

B »stomM cayyae Bbl OyJeTe MCIOJb30BaTh €ro, 4YTOOBI
ONpeIeNINTh, KAaKOW MaTepuaj MpUMEHUTh 1Js Bamero Meshes to
Modify Actors u3 maccuba Materials.

Taxxxe ycranoBute s Hero Editable (pucynok 13.5), Tak Bbl
MOXETE PEIINTh, KaK CO3/IaTellb BAIIEr0 YPOBHS, C KAKOTO MHJEKCa
HAYMHATh U KaKOW MaTepual IPUMEHSITh 110 YMOJYAHUIO.
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M My Blueprint

+ Add New ~ [0 jo) ® ~

4Graphs
D m = EventGraph
4Functions (20 Overri

1 ConstructionScript
f ChangeMaterial

Macros
4Variables
D Components
Meshes To Modify
Materials

& Start Material Index

Current Material Index
IsClicked

Event Dispatchers
1 neal Varinhles

1) Details

Search Details jo E O~

4 Variable

Variable Name
Variable Type m
Instance Editable

Blueprint Read Only [l

Tooltip What Index to start on.
Expose on Spavin [}

Private [ |

Expose to Cinemati i}

Slider Range _ _
[

Bitmask

Bitmask Enum
Replication N o —
Pucynox 13.5 Ceoticmesa Start Material Index Variable,
ycmanosnennvie kak Integer (yenvie uucna) u Editable
Current Material Index Variable
VYcranosute ana Current Material Index apyroit Integer Touno
Tak ke, Kak Bbl Jenanm B Start Material Index, HO oTkKIIFOUHMTE
coricteo Editable, mnotomy wuto Current Material Index
UCIIONIB3YETCS TOJbKO KojoM Blueprint B mporiecce UCIIOJHEHUS U
HUKOTJa He OyJIeT HAIPsMYIO YCTaHABIMBATHCSA MOJIb30BaTeNIeM. Bol
CTaHeTe TPUMEHATH 3Ty  Variable 11 oTClIeXUBaHHS
I0JI30BaTEIIbCKUX HAKATHH, YBEIUIUBAs €r0 HAa SAUHUITY KaX bl
pa3 Mpy HaXKaTHUH MTOJIb30BaTEIS.
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IsClicked Variable

Cgoiictso IsClicked nepemennoit umeet Tun Boolean. Boolean
OTpeJIeNIeH TOJIBKO ABYMSI BO3MOXXHBIMU 3HAUEHUAMMU: true wiu false.
Kak u Current Material Index, 3To He penakTupyemasi nepeMeHHast
(cBoiictBo Editable oTkiroueHo), Tak Kak KOJ MCIIOJb3YyeT €€ BO
BpeMs BBITIOJIHEHHUS Il ONPEACIICHUS, SBISCTCA JIM KJIUK
M0JIB30BaTENs 10 Actor HAMEPEHHBIM WJIU CITy4alHBIM Ha)KaTHEM.

J/lo0aBy1eHEe KOMIIOHEHTOB

Components moxoxxu Ha Sub-Actors ms Bamux Blueprints. 3o
C++ u Blueprint-kiacchbl, KOTOpbIE MOTYT COAEPKaTh BCE, YTO MOKET
npyroit Blueprint-kiacc, Bkiro4as Ko, 3QpHeKTsl 1 BBOJ,.

Ectp nBa cmocoba co3mate Components B Blueprints —
IpPOrpaMMHO BO BpeMs HCIIOJTHCHUS WM BPYYHYIO, HCIIOIB3YS
Components 1 okHa Viewport B Blueprint Editor (pucynok 13.6).

— ~

I - L R - | B P o — -

-
*
G
]
c

+

Billboard Component

Billboard Component BbICTyIiaeT B Ka4eCTBE OCHOBBI BaIlIEro
Actor. Billboard Class oro6paxkaet Texture, KOTOpYIO BCerjia BUAUT
M0JIb30BaTeNb. BBl MOXKETE UCTIOIB30BaTh 3TO ISl TAKUX BEIICH, KakK
BCIBIIIKA 00beKTUBA WK cnelpPdexToB. B aToMm cinydae y Bac eCTh
4T0-TO, YTO LD MOXET yBUAETh U BHIOPATh B YPOBHE.
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JIns co3maHus KOMIIOHEHTOB MCIOJIB3YUTE PACKPBIBAIOIIUNCS
cucok Add Component u BeIOEpUTE TUI, KOTOPBIM BaM HYXEH, B
nanHoM cirydae Billboard Component.

Hns  3amensl  DefaultSceneRoot Component, koTopsiii
YCTaHOBJICH IO YMOJYaHHUIO, MEPETAIIUTE TOJIBKO YTO CO3AaHHBIM
Billboard Component B DefaultSceneRoot Component, 3ameHuUB ero.

Brl Takke MoOXeTe ompenenanTh coOCTBeHHYI0 Sprite Texture
JUIsl OTOOpa)Ke€HUs, Kak IMoka3zaHo Ha pucyHke 13.6. IlokazaHHBIi
Spawn_Point u3 coaepXMMOro IBWKKa IOCTaBIISCTCS BMECTE C
UE420. Bel Takke MokeTe co3iaTh W HMMIIOPTUPOBATH Ballly
COOCTBEHHYIO TEKCTYPY AJISI HCTIOJIb30BAHUS 37ECh.

[Tapamerp Is Screen Size Scaled, ycraHoBieHHBIM Ha true,
rapaHTHPYET, YTO Balll CIPaWT HUKOTAAa HE OyJIeT IMPEBOCXOIWTH
OTIPEJICJICHHOTO pa3Mepa dKpaHa. DTO TOJE3HO, YTOOBI dKpaH He
3aMoJHAJICS OTPOMHBIMU CIIpaTaMH, TaK Kak Viewport camera
MPUOIMKAETCS K HUM.

TextRender Component

TextRender Component yno6eH — OH 0TOOpakaeT TEKCTOBbBIE
2D-ctpoxu B 3D-mpocTpaH- CTBE, YTO MOXXET ObITh M3MEHEHO Ha
ety (pucyHok 13.7). Hcnonw3oBaHue e€ro Jjsi OTOOpakeHUs
Ha3BaHUA NEepBOTo BeIOpaHHoro Mema B MaccuBe Meshes To Modify.
D710 TOJIBKO momoraeT LD npu co3gannu ypoBHS.

¥ 4+ ) . cooreeem

oo o+ +

+

Pucynox 13.7 Jlemanu TextRender Component
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BbI MOXeTe mOTyYnTh TOCTYIT K KOHTEHTY, KOTOPBIN BXOJUT B
coctaB Engine, BeiOpaB 3Hauok Eye B Content Browser, a 3atem —
Show Engine Content. ByabTe OCTOpPOXKHBI, YTOOBI HUYErO HE
U3MEHUTh B COJEPKUMOM Bamiero Engine, Tak Kak 3TO MOXET
MPUBECTH K Ipo0ieMaM CO CTAaOMIBHOCTHIO U OOMEHY KOHTCHTOM
MEXy Y4JIe€HAMU KOMaH/IbI.

12.9 Co3nanue ¢pynkuun Change Material
Oynkiuss Change Material (pucynok 13.8) aelcTBUTEIHLHO
ABISIETCS SApoM Bcero aToro Blueprint. Ona obpabartsiBaeT paboTy
10 HA3HAYCHHUIO MaTepHaioB JUisl Ha3sHaueHHBIX Static Meshes.
Taxoke oHA COACPIKUT HEKOTOPYIO JIOTUKY JUIsl M30eraHus OMMO0K U
MO>KET rapaHTUPOBATh, YTO MaTEPHAIBI BCET]a HA3HAYCHBI.

W Change Material

Pucynoxk 13.8 Uzmenenue Material Function

OYHKIIUA UCTIONB3YIOTCS ISl UHKAICYIISIUN ONPEeeICHHOTO
(GyHKIIMOHANIa, OCOOEHHO KOrJa Bbl XOTUTE €ro IMOBTOPHO
UCITIOJIH30BaTh. B TaHHOM cilydae BaM HYKHO M3MECHHUTH MaTepral B
nporecce Construction Script, mocie Begin Play Event B Event
Graph 1 BoBpeMsI BBITIOJIHEHHS, KOT/Ia TOJb30BaTEIh HAXXUMAET Ha
IIEPEYUCIIEHHBIN ME.

Bbl co3mgaete (QYHKIIMM aHAJOTHYHO TOMY, KakK CO3/1aeTe
NepeMEeHHbIE, UCTIOB3Ys nanesb My Blueprint.

Haxxmute Ha kHomky Add New wu BweiOepute Function us
BhbITIaaroniero MmeHro. Hazosurte ee Change Material.

[Tocne co3nmanus GyHKIMKA OHA Cpa3y XKe OTKpOeTCs s
penaktupoBanusi B myctom Event Graph. UToObl OTKpBITH YyikKe
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CO37laHHbIe (PYHKIIMH, TBAXK]IbI HAOKMUTE HA HUX JJIs1 BXOJ1a B MTaHEIb
My Blueprints.

New Index Input

OYHKIUS MOXET COJEpKaThb BXOJHBIE U  BBIXOJHBIE
napaMeTpbl, KOTOphIE MO3BOJSIOT 0OpabdaThiBaTh M BO3BpalllaTh
naHHble. BXO/IHBIE M BBIXOJHBIC MAPAMETPhI JIa)K€ MOTYT OBITh
pa3HbIX TUIMOB AaHHBIX. [IpocToit QyHKUMEN, KOTOpas JAenaeT 3To,
sapisieTcst  ¢yHkuus Get wmaccuBa. Bbl  mpemocraBisieTe  ei
IEJTOYUCIICHHBIA MHIEKC, U OHA BEPHET YTO YTOJIHO, YTO MAacCHUB
onpeaenni, kak Static Mesh miu Material.

Jns noGaBieHUs] BXOAHBIX IMAPAMETPOB HAXKMUTE HaA Yy3€I
dbynkuun B Graph Editor; 3To oT0OpasuT cBoiicTBa (PyHKIIUH,
BKJIIOUAIOIME 00JacTh JJIsi JOOaBJICHHUS BXOJHBIX M BBIXOJHBIX
napaMeTpoB.

Haxxmute Ha kHOomKy + B Details Panel psmom c¢ Inputs mms
no00aBiIeHUs] HOBOTO BXOiHOTO nmapametpa. Hazoute ero New Index
U yCTAHOBUTE eMy Tul Integer.

OTOT BXOAHOW mapamMerp OyJeT OnpeaesisiTh, KaKOW HHJIEKC
MaccuBa Materials ucnonp3oBaTh. 9TO MO3BOJUT (YHKIIMU CTATh
MHOTO(YHKIIMOHAJIbHOW. BMecTo TOro 4roObl mMHCaTh HOBYIO
GYHKIMIO ST KaXKJIOro HOMEpa Marepuaia, Bbl MOXKETE IMPOCTO
UCIIOJBb30BaTh ATy MEPEMEHHYIO MJI1 ONPEACICHUS KETAEMOro
WH/JIEKCA.

Is Valid Index

ITIposepka Is Valid Index BbImoHsSIETCSI B MACCHBE MaTEPUAIIOB
nepes; NpoJIoKEHUEM, YTOOBI YAOCTOBEPUTHCS, UTO Balll MACCHB
BAJIUJIHBIM M UTO BBl HE 0OpalllaeTech K MyCTOM 3alicu MacCuBa.

12.10 Imxa For Each
Ecou Is Valid mpomuta, Torma ¢yHKIUS TPOXOAUT dYepes
Kax eIl Mem B MaccuBe Meshes To Modify u BbI3bIBaeT 1j1s HETO
dynkmuto Set Material.
YtoObl onpeieIuTh, KaKOW MaTepuall MPUMEHUTb, BbI JOJDKHBI
MOJYYUTh CCHUIKY Ha HEro M3 MacCMBa MAaTEpPHUAaJIOB C MOMOIIbIO
npeaocTaBiieHHOro 3HadeHust New Index.
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VY3en Modulo (%) ucnons3yercs, 4TOObI TapaHTUPOBATH, YTO
a000€e 11e1oe yucao OyAeT B Impeenax JOCTYMHOTO Auana3oHa B
maccuBe Materials. OH nenaeT 3To, BO3Bpaliasi OCTaTOK OT JIeJICHUS
A Ha B — k mpumepy, l mod4=1,4mod4=0,5mod4=1wu55
mod 4 = 3.

ITouumanue Construction Script

JlBa cmyyasi, korma konx Blueprint 3amyckaeTcss Bo Bpems
KOHCTPYUPOBaHUS aKTOPOB,

Construction Script u B mporuecce ucnonaerus: Event Graph.

Construction Script 3amyckaercsi TOJbKO MpPU TMOSBICHUU
KJlacca BIEPBBIE B MHUpPE. DTO MOXKET CIYYUThCSA JTMOO, KOT/Ia BBI
pa3MelaeTe Wik MEHSEeTe akTopa B pelakTope, JIn0o, Korjaa aKTop
WU 00BEKT MOSBATCS B mpoliecce BeinosHeHus. Construction Script
— 3TO MECTO, TJi¢ Bbl MOXETE 3amporpamMmmupoBath Blueprint mo
TOTO, KakK Wrpa 3alyCTUTCA. OTO BKIIOYACT TMOSBIICHHE
KOMITOHCHTOB, U3MEHEHHE IPYTHX aKTOPOB M TaK JaJiee.

AKTOpBI, pa3MelieHHble Ha YpOBHE (B OTJIMYHE OT
MOSIBIISIIOIINXCST BO BpPEMs BBITMOJHEHHUS), 3alyCKalOT TOJIBKO HX
Construction Script B Editor, u pe3ynbrarsl coxpaHstoTcs B (aitn,
Korjga Bbl coxpaHsiere ypoBeHb. Construction Script Oomblie He
3aIyCTUTCS, 1a)Ke ECJIH MEePErpPy3UTh YPOBEHb.

Construction Script B HameM Kiacce JeJaeT TP OCHOBHBIX
nercTBusA: ycraHaBinupaeT text label, pucyer nunum ot aktopa 1o
Meliei, KOTopble OyIeT N3MEHSTh, M YCTaHABJIMBAST MaTEPHAITBI JJIsI
Melia B cooTBeTcTBUM co Start Index Variable (pucynoxk 13.9).
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Pucynok 13.9 Oxonuamenvnoiti Construction Script ¢ mpems
OCHOBHBIMU hyHKYuAMU, ebinoaHsembimu Construction Script

YcranoBka Text Label

Construction Script cHayana TBITAE€TCA YCTAHOBUTH B
TextRender cBoiicTBo Text Ha OCHOBE BHIOpAaHHBIX MeIlIeH (PUCYHOK
13.10). Ecau Meshes He BbIOpaHbl, OH ompeneiser, kak None,
nomorasi LD noHsITh, paBUILHO JIM HACTPOEHBI €T0 CUCTEMBI.

UroOsl cnenath 310, Construction Script JOJKEH MOTYYUTH
CCBUIKY Ha nepBblii 3eMeHT MmaccuBa Meshes To Modify, nis storo
nosyante ums ¢ momoiisto Get Display Name u coenunute ero ¢ Set
Text Function ¢ Tekcrom B Render Component.

Kak u mMHOkecTBO y3710B Blueprint, KoTopble CChUIAIOTCS Ha
OTpEJICTICHHBIN KJIacC, BaM HYXHO CHayaja MOJYYUTh CCHUIKY Ha
Bam Text Render Component u 3ateM nepeTamuTh COSAUHEHUE U3
Hero B Editor, 4ToObl yBUAETh KOHTEKCTHBIA CIIHCOK Y3JIOB,
JOCTYTIHBIX AJISI 3TOrO Kjacca.

Bepinna Branch TpeGyercsi, 4ToObI rapaHTHPOBATh, UTO BbI HE
BbI3oBeTe (Get Il MyCTOro MaccuBa, TAKUM OOpa3oM, UCIIOJHEHUE
MPOJOJIKUATCS, TOJABKO €clii nepBas 3anuch B MaccuBe Meshes To
Modify (Index 0) neiicTBUTENbHA.
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IS VALID

GNDEX “F Get Display Niame

Object  Return Value

- 7
Meshes to Mogify

GET "] Get Object Name J ToText (string)

Object Return Value In String Return Value @

Pucynox 13.10 [lemanu TextRender Component

12.11 PucoBaHue KOHHEKTOPOB

[Ipu pa3pabotrke Blueprints ama  ucmoiab30BaHUS B
MPOU3BOJICTBE BbI JIOJKHBI YUUTHIBATh HE TOJIBKO KaK MOJIb30BaTEIh
B3auMoJiecTByeT ¢ Blueprints, HO eme ¥ Kak 4YeJOBEK,
HACTPaMBAIOIIUN YpPOBEHb, JOJIKEH B3aMMOJICHCTBOBAaTH C HUM.
Upe3MepHO CIOKHBIE WIN TPYIHbBIE B UCTIOIb30BAHUN UHCTPYMEHTHI
HE BOCTpEOOBaHbI, U BpEeMs, 3aTPAYEHHOE Ha UX CO3/IaHUE, TEPAETCS
BIIYCTYIO, TIO3TOMY HaBeJCHUE JIOCKa (YHKIIMOHAIBHOCTH B
peIaKTOpe MOXKET rapaHTUPOBATh, UTO MPAKTUUECKU KXKIOMY OyeT
JIETKO UCIIOJb30BaTh.

UTto0BI 1aTh BO3MOXHOCTh LD criocoObl BU3yaau3allu TOTO,
kak Static Mesh Actors ccbutaeTcsa Ha Kaxnaeli Material Switcher
Actor, UX pacrojoXuiId B CIEIUAIbHO BBIACICHHON TUIAHKE IS
KaXJI0T0 TEepeUyrclieHHOro Mema u3 maccuBa Meshes to Modify
(pucynok 13.11).

Tak kak Bbl XOTUTE HAPUCOBATH JUHUIO ISl KXKJIOTO MeElla B
BaieM maccuBe Meshes To Modify, Bam Hy>kHO niepedpaTh Maccus,
ucnons3ys nukia For Each.

Kaxnapli UMK CHadajga TMPOBEPSIET, BO3BpAIIACT JIU
nonyctuMblii Array Element (Bo3M0kHO, B BallieM MacCHBE MOTYT
ObITh MycCThIe 3amucu). Ecniu AomyCTUMBIN, TO UCHOJIB3YETCS Y3€l
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Add Spline Mesh Component a5 no6aBierus HoBoro Spline Mesh
Component B Bai Blueprint.

Pucynox 13.11 Pucosanue 3D-nunuii 01 su3yanuszayuu
HazHayeHHvix Meshes

3aTtem Kaxaas JUHUS 0POpMIIIETCs, TaK YTOOBI OHA YKa3bIBaJla
ot Switcher Blueprint Ha ka1l CChUTOUHBIN 00BEKT Mesh.

Set Hidden in Game no3Bonsier Component ObITh BUAUMBIM B
penakrope, Ho, Korjaa Bel nepexoaute B Game Mode (¢ moMoIisto
CUMYJISIITUH, HaKatus Ha Play wim Haxkatus G a1t mpeampocMoTpa
Game Mode), on Oyaer ckpeiT. MHoxecTBO Editor-only-akTopos
UCITOJIB3YIOT ATOT MapaMeTp, HalpuMep, 3HAUYKU U cTpeliku B Light
Actors.

3arem Cube Mesh Static Mesh Asset mpucsauBaet Spline Mesh
Component BMecTe ¢ MaTepualioM, ucIoiab3ys Set Static Mesh u Set
Material Functions.

HauanbHblil 1 KOHEUHBIM MacIITa0 YCTaHABIMBAETCS, CO3/1aBast
dbopMy, To00HYIO CcTpenke, ucnoab3ys Set Start Scale u Set End
Scale.
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Hakonen, ucnons3ys ¢ynkuuto Set Start and End, uToObl
YCTAHOBUTh  HAuyallbHbIE W  KOHEYHBIE TMO3UIMU  CIUIaifHA
OTHOCUTEIBbHO MHUpPOBOHM mno3uinuu Blueprint Actor. Tak kak 3Tu
MECTOIOJIOKEHHUS OTHOCATCSA K mo3uiinu Blueprint B Mupe, 3HaueHue
0,0,0 mpeacTaBiIIeT MECTO TOYKH OTOPHI Barero Blueprint.

MupoBas mno3unus Static Mesh Actor 3ampamuBaercst ¢
noMoipio ¢pyHkiuu Get Actor Bounds. 3atem ona npeobdpa3zyercs B
JokajdbHble ¢ momombio y3na Inverse Transform Positon wu
nepenaetcs B cBoiictBa End y3na Set Start and End.

CmutaiiH B 9TOM TOYKe OYJIET BBIJISJETh OY€Hb CTPaHHO, TaK
KaK CHayaja Bbl JOJDKHBI ONPEEIUTh HAIMpPAaBJICHUE KacaTeJIbHON
JUTSL KOXKIOW TOYKM Ha CIulaH. [IOCKONIBKY Bbl HaBEpHAKA XOTHUTE,
4yTOOBI KacaTelIbHbIE MPOCTO IUIM BHHU3 MO HANPABICHUIO CILIAITHA,
BbI BBIUUCIISIETE KAaCATEIbHYIO MEXK/ly HUMH, BEIYUTASI UX MO3ULIUHU U
3aTeM HOpMaJIU3ys pe3yJbTaT s nmoiaydeHus Unit vector, KOTOpbIi
MOJKETE COCIMHUTH C JBYMsI CBOMCTBaMHM KacaTenbHoM Start and End.

HUcnoab3osanue Context Sensitive Checkbox

[ToMHHUTE, YTO IJIg AOCTyNa K TUM (PYHKIHMSIM BaM HY>XHO
neperamuTh coeaguHenne u3 Return Value 8 Add Spline Component
1st mosryuenusi noctynsbix st Class-specific metonoB. Bel Takxke
MOXeTe He poBepsTh ¢iaxok Context Sensitive BO BCIUIBIBAIOIIEM
OKHE. JTO MEPEUUCITUT BCE JOCTYITHBIE METO/IbI, KOTOPHIE BHI MOXKETE
pacnonoxkuTh B Blueprint; ogHako Bbl MOXKETE 3alyTaThCsl, TAK KaK
BaM OyJIET MPEIIOAKEHO Topa3ao OOJblle BAPUAHTOB, YEM €CIIH Obl
BbI UCIIOJIb30BAJIA KOHTEKCTHO OTCOPTUPOBAHHBIN CIHCOK.

TexHuka mnepeTacKMBaHUS COCAWHECHUHN TOJIe3HA Il BCEX
BUJIOB y3JI0B. Hammpumep, 4TOOBI JIETKO HANTH MaTEMaTUYECKUH Y3
Vector * vector, BBl MOXXETE MEPETAINUTh KEITOE COCIMHEHUE W3
BBIXO/Ja vector W Hameyatath *, 4TOOBI MOJYyYUTh CIHCOK BCEX
BO3MOXKHBIX (YHKIIUA YMHOXXEHHUS, KOTOPhIE MOXET MCIOJIh30BaTh
vector.

3amena marepuaJsia mo Start Material Index

YtoObl paspemuTh mepekiouarento marepuanoB (Material
Switcher) paboTath B pemakTope, Bbl MoOXKeTe BbI3BaTh Change
Material Function, koTopyto Bbl co3naiu B Construction Script
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(pucynok 13.12). Teneps, korga LD ycranaBnuBaeTr Start Material
Index Variable, OH yBUAMT COOTBETCTBYIOIEE HW3MECHECHUE
Marepuaia B peIaKkTope.

Change Material/To StartIndex:

£ Change Material
»

Target [self]

New Index
Start Material Index

Pucynox 13.12 Bvizoe ¢hynxyuu Change Material 6
Construction Script

Ho6asnenne ¢pynkiuu Change Material B Construction Script
TakKe SBISIETCS YIOOHBIM CIOCOOOM TIPOTECTHPOBATH Ballly
(GyHKIHIO, MOCKOJBKY BBl MOXKETE BPYYHYIO YCTaHOBUTH Index u
YBUJETh, JEWCTBUTEIBHO JIM OHA W3MEHHUT MaTepuajbl, Kak
IIpeATIoIaraeTcsl.

ITonumanue Event Graph

I'pad cobOwituii (Event Graph) siBasercsa udacteio Blueprint,
KOTOpas 3alycKaeTcs BO BPEMs WIPhl, B KOTOPOM Yy Bac €cCTh
GbyHKIMH, COOBITHS W Y3JIbl, OTBEUAOIIME 3a pa3Hbie HUIPOBHIC
coObITHs, Takue Kak Tick u Input Events. B nannom Blueprint, Event
Graph oOpabaTbiBaeT BbIACICHHE OOBEKTOB Actors M MeEHSET
MaTepuaabl Ha HHUX, C€CJIM II0JIh30BaTellb HAXMMAEeT Ha aKTopa
(pucynok 13.13).
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Pucynoxk 13.13 Ob630p Event Graph ¢ noxazom enasHvix
Functions

[Ipex e uem ABUTATHCS IalbIlle, YOSIUTECh, YTO BBl paboTaeTe
BO BKiaake Event Graph B Bamem Blueprint Editor.

OcuoBHoe HasHaueHue Event Graph B kiacce Material
Switcher Blueprint — nactpouts Bce Meshes To Modify Actors s
nonydeHus: Events BBosia MbImu. {71 3TOro Ko MUKIOM MPOXOIUT
yepe3 Kaxawslii mem B maccuBe Meshes To Modify u ucnonsiyet
Event Binding 115t cooO1ieHus 3TUM Melam, Kak BeCTH ceOsi, Koraa
HA HAX Ha)KMMAaeT MOJIb30BaTECb.

12.12 CodbiTHE Begin Play

Kon Event Graph B 3TroM Blueprint HaunHaeTcsi ¢ coObITUsA
Begin Play. 3T0 coObITHE BBI3BIBAETCS TOJIBKO OJIUH pa3, korjaa Actor
uinu Object BriepBbIe MOSBISIOTCS B UTPE B MPOIECCE UCTTOTHEHUS.

IlepBas yacts Graph u3 y3na Event Begin Play, ckopee Bcero,
tenepb nousTtHa. Jist kaxgoro Static Mesh Actor B Meshes To
Modify 1ukiaoM NpOXOAWT KaKAbIM Ml B MAacCHBE, BBITTOJHSSA
MPOBEPKY Ha JOCTYIHOCTb, UYTOOBI M30ekaTh oOpamieHus k null
ykazarens. Eciaum oH gocTymeH, TO (QyHKIMOHANT JOCTYNEH
Pa3IMYHBIM COOBITUSIM B3aUMOICHCTBUS MBIIIIH.

IIpuBsizka coObITHSA
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Blueprints M0O>XHO CBSA3aTh C COOBITUSIMU, KOTOPBIE TPOUCXOISAT
B JIpYrMX Kjaccax Balled Urpbl, U O3TO OYEHb IMOJE3HO IS
COXpaHEHUs MPOCTOTHI U KpaTKOCTH Bamux Blueprints. Bam He Ha0
T00aBIATh KOJ B KaKIbIM 00BEKT Mesh, B KOTOpOM BBI XOTHTE
3apETrUCTPUPOBATh COOBITUSI MBI, — TMPOCTO HCHOJIb3YUTE
¢byukiuonan Bind to Event.

Kak u mpexnae, Bbl JOKHBI TMEPETIHYTh COCAUHEHUE U3
kpacHoro/opankeBoro Bind To Function’s mons generara B Graph
Editor, otmyctutes u BbBIOpaTh Add Custom Event. Oto co3gact
HOBBIM Custom Event, koTopsiii coaepxut Inputs u apyrue
napaMeTpbl, MPaBUILHO HACTPOCHHBIE A1 3Toro Event. B manHom
cilydae Bbl MOXeTe BUJIETh, yTO Custom Event Bo3BpamaeT cChlUiKy
Ha Touched Actor, koTopbIit 700aBIeH aBTOMATHYECKHU.

Mouse Over u Mouse Out

[TogoOHO MHOXXECTBY MNPUIIOKEHUN, KOTOpPHIE COJEpIKAT
ynpasisieMble Mblbio nHTEpdericel, UE4 npennaraet Events, korga
KYpCOp MBIIIIM HAYWHACT U 3aKaHUYUBAET BUCETh Ha 00bEKTE Actor.

Motgeloyer

8 Bind Event to On Begin Cursor Over

Set Render Custom Depth

Pucynok 13.14 I'pagh coommus Mouse Over Event

B manHowMm ciydae Event ucnosnb3yercs ais ycranoBkru Custom
Depth na kaxnaeiii mem B maccuBe Meshes To Modify, uto
no3BoJisieT post-process Material oOHapyxuBaTh ux. Bbel Moxere
3aMEeTUTh Ha KapTUHKax (pucyHok 13.14 u 13.15), yTo, KaKk TOJIBKO
M0JIB30BaTENIb HABOJHUT KypCcOp Ha aKTOPOB, KOJ B ITUKIIE MPOCTO
nepebupaer MmaccuB Meshes To Modify, ycranaBiuBaeTr CBOWCTBO
Custom Depth qys kaxxoro Merra Ha true u Bo3BpaiaeT false, korga
KypCop TOKHIaeT.
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Custom Depth 3arem cuutsiBaetcs Post-Process Material, u
TCHEPUPYETCS KOHTYP BOKPYT IIOBEPXHOCTH aKTOpA.

Pucynox 13.15 Mouse Out Event Graph

Click Action

Korma mnosb3oBarens HaXXAUMAeT HAa KOHKPETHBIM MeENI B
maccuBe Meshes To Modify, Hy)XHO W3MEHUTHb Marepuaibl. ITO
nenaercs ¢ moMolnelo yenuuenus Current Material Index Variable,
CHOBA MCHOJIb3YETCsl omnepaTop B3sATUs 1o mMoAylito (%) (pucyHOK
13.16), 4To0BI yOeaWTHCS, YTO 3HAYEHHWE OCTACTCA B IIpejesax
TUarna3oHa; B OCHOBHOM  3allMKIMBas  IeJI0€  YHUCJIO  TI0
OTPEICIICHHOMY HOMEDY.

3aTtem pe3ysbTaT B3SITHS 1O MO0 oTnpasisercs B Change
Material Function, koTopasi, B CBOIO O4Yepeib, MEHSIET BCE MEIIU B
maccuBe Meshes To Modify.

© Change Muterial

Po—

Pucynok 13.16 Click Action u Event
Omnpenenenne False Clicks
HNHoraa nonp30BaTeb 3aX0UET MOBEPHYTH KAMEPY € ITOMOIIBIO
MbIIIKHU U HC HAJKUMATh HAa HHTCPAKTHUBHBIC MCIIN, pa3MCIICHHBLIC HA
YPOBHC. Ecnu Bbl 1O3BOISIETE MEHSATH CTEHBI U I1O0JIbI, MOTI'YT
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CYILIECTBOBaTh HECKOJBKO MECT, Ky/ia MOJIb30BATENIb MOKET HAXKATh
0€e3 cIyualiHOTO MEePeKITI0YSHUS MaTeprara.

Jns pemienust 3Toit mpoOsnembl  Blueprint oOHapykuBaet
BXOJIHBIC JIaHHBIC, KOTOPHIE MOTYT YKa3bIBaTh IMOJIb30BATEIIO0 HE
TOJIBKO  HaXWMaThb, HO  HaXuUMaTb W  IEPETACKUBATh,
MIPEINOJIOKUTEILHO JIJII MOBOPOTa 0030pa (pucyHok 13.17).

Pucynoxk 13.17 Obnapysicerue 1024CHO20 HANCAMUSL
Oto mpoucxoaut, korga IsClicked Variable mpumensiercs.
[IpucBoeHue 3HaUeHUs true TON NEPEMEHHOM MPOUCXOUT, TOJIHKO
KOTJIa TI0JIh30BaTeb HAMPSIMYI0 HAXKUMAET Ha MEII, U MOCJEe 3TOr0
npucBanBaeTcs false mais m0OBIX APYyruX BBOJOB MBI, HM30eras
BbI30Ba (pyHkunu Change Material.

12.13 3anosHeHnne ypoBHeii

Kak m Bce acceTbl, KOTOpble BBl XOTHTE B3ATh M3 Content
Browser st ypoBHS, JIydille BCErO MPOCTO IEpPETalIuTh UX W3
Content Browser B Viewport.

Haunute c pasmemnienne oaHoro u3 Material Switcher
Blueprints psgom ¢ Meshes, koTopble XOTUTE U3MEHUTH (PUCYHOK
13.18). O6patute BHUManue Ha Details Panel ciipaBa, uto Variables,
KoTOpble ToMeueHbl Kak Editable, BumHbBI 1 TOTOBBI 1151 U3MEHEHUM

LD.
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Pucynoxk 13.18 Material Switcher 0obaenen na Level psioom c
napou cmyives

/lo0aByenne Meleu

Teneps omnpenenuTe MeEmH, KOTOPbIMU XOTUTE MOBIHATH Ha
Blueprint. B Details Panel, naiinure maccuB Meshes To Modify u
HaXMHUTE Ha KHOIKY «1+» sl T00aBIIEHUSI HOBOTO 3JIEMEHTa B
MaccuB. [1OSIBUTCS BBITTAAAIOIIAN CITUCOK, MMOKA3BIBAKOIINN KaXKIbIN
CTaTUYECKHWU MEII Ha BallleM YpOBHE. JTO MOXET ObITh TPYAHBIN
cnoco0d BbpIOOpa Memie; nonpoOyWTe Jydile BO3MOXKHOCTb
UCIIOJIb30BaHM MHCTpyMeHTa eyedropper (pucynok 13.19).

Kak ToNbKO BBl J00AaBUTE MEIIM B CIHCOK, 3ayCTUTCSA
Construction Script, ¥ Bbl YBUJIUTE JUHUIO, MPOBEICHHYIO MEXKIY
Blueprint u kaxxapIM MelieM B criucke (pucyHok 13.20).
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Pucynox 13.19 Hcnonvzosanue uncmpymenma Eyedropper
o5 evlbopa Meshes

Pucynok 13.20 Jlobasnennviii Meshes 6 maccue Meshes to
Modify. Jlunuu coeounenus u Text label makoice 6uomwi
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/lo0aByieHHe MaTEpPHUAJIOB

[Tocne Toro kak Bbl 3amojHUIM criucok Mesh, mpopaenaiite
aHAJIOTUYHYIO0 HACTPOUKY JUisl MaTepuaioB. BMmecto BeiOOpa Melei
U3 MUpa HCHoJIb3yiTe eye dropper, Kak paHbliie, BHIOEPUTE Balll
Matepual uin o0beKT Marepuanga u3 Content Browser, Tak kak
MaccuB Materials ckopee Bcero sBIsI€TCS CChUIKOM Ha Asset, HeXeTn
Ha Actor (pucyHok 13.21).
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Pucynok 13.21 Ionnocmsro nacmpoennuwiti Blueprint c
Materials, naznauennvimu maccuey Materials

12.14 Hacrpoiika napaMeTpoB MO0 YMOJYAHHUIO

He Tak MHOTO mapamMeTpoB AJOCTYIHO Jpyrum B 3ToM Blueprint,
HE cuyuTast MaccuBbl. KOHEYHO, BBl MOXKETEe HA3HAYUTh MEPEMEHHYIO
Start Material Index. OTo nerkuii cnoco® HaCTPOUTh BHEITHUHN BHU/I
Ballleil 00JIacTH MO YMOJYaHHIO U CI0CO0 mpeamnpocMoTpa Materials
1o Haxatus Play.

Copying u Pasting

OTnu4yHas KOpOTKas JIOPOKKA IJisi HACTPOUKU aKTOPOB —
BO3MOXHOCTh KOTHMPOBAaTh M BCTAaBJATh WX Kak mnepemeHHble. K
puMepy, Bbl MOXKETE BhIOpaTh 3anuch maccuBa Materials B Details
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Panel u BeiOpate Copy mepea BCTaBKOM B TO K€ I0JIE CBOMCTBA
npyroro Actor.

OToT TprOoK He orpanuuuBaerca Blueprints. Bwi  Oynere
YAUBJIEHBI, KAK MHOTO BEIICH MOXXHO KOMUPOBATh U BCTAaBJSATH B
UEA4.

3aIycK OpUI0KEHU

Bce, uTo ocranocek caenarb, — 3TO MPOTECTUPOBATH, HAXKAB
KHOTIKY Play. Bbl MOJDKHBI MMETh BO3MOKHOCTH IEPEMEIIAThCS B
IIPOCTPAHCTBE, HAXXKUMaTh Ha PA3WYHBIX aKTOPOB HAa ypPOBHE H
MEHATHh UX MaTepUalIbl, CO37aBaTh MEPCOHATU3UPYEMOE BHYTPEHHEE
MPOCTPAHCTBO (PpUCYHOK 13.22).
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Pucynok 13.22 Hcnonvzosanue Play ¢ Editor ol
mecmupo8anusi CUCIeMbl
[Tociie yCTaHOBKM JOCTATOYHOIO KOJIMYECTBA MEIICH W
MAaTEPUAJIOB Bbl MOKETE PE3KO CMEHUTh BHEIIHWM BHJ CUEHBI C
MOMOIIBIO BCETO JIMIIb HECKOJbKUX Haxkatuil (pucyHku 13.23 u

13.24).
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Pucynox 13.24 Ilocne nascamus
3akiaroueHue

Tenepb y Bac €CTh 3aKOHUYEHHOE MPHUIIOKEHUE C MOJHOCTHIO
npopabOTaHHBIM  (PYHKIIMOHATIOM, KOTOPO€ MOXHO OTIPaBUTh
BalllEeMy KJIMEHTY, pPaaysChb TOMY, 4YTO BBINOJHUIN BCE CBOU
oOs3aHHOCTU. Bbl yBuaenu, kak mpoctoid Blueprints moxer
coliepXaTh MOIIHbIE 3(PQPEeKTl B HUICPOBOM MHUPE TOJBKO C
HECKOJIbKUMU y3JIaMHU.
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Bel yBugenu nBa cmocoba co3gaHUsl WHTEPAKTHUBHOCTH:
ucnoyib3yss UMG u HanpsiMmyro B3aUMOJECHCTBYS C aKTOpaMu Ha
YPOBHE.

Bbl Taxke yBUIEIM Mapy CHOCOOOB MEPEKIIOYEHHUS JAHHBIX
UE4, o6a ¢ ux COOCTBEHHBIMM NPEUMYILECTBAMU U PadOUYUMU
IIPOLIECCAMU.

14 3BAKJTIOYEHUE

C poctynmoM k ucxogHomy koay C++, OorpOMHOMY MacCuBY
IJIAaTMHOB M MHTETpallid, a TakKe JydlldM pa3paOoTYMKaM Ha
3eMiie, KOTOpBIC YJYyYIIAalOT €ro Kaxaeld neHb, UE4 sBisercs
NEUCTBUTEIILHO MOIIHOW CHJIOHN, CIIOCOOHON M3MEHUTh UHAYCTPUIO
BU3YaJIN3ALUN.

UE4 npoxo/xaeT MEHATHCH

Unreal Engine 4 pa3BuBaetcsi ObicTpee, yeM JIro0o# apyrou
MPOTPpaMMHBIA  TAaKET, KOTOPBIA KOTJa-Iub0  HCMOJIB30BaIH,
OBOMIOLUA PEJAKTOPA U MHCTPYMEHTOB C MEPBOTO 3HAKOMCTBA C
UE4 Rocket Beta mopasurenbHa.

[TocTosiHHBIE yNy4IlIEHUS], WHHOBAIMU W MOAAECPKHUBACMbIC
paboumne mporecchl A00ABISIOTCS C TAaKOM PEryJsipHOCTHIO, YTO
BECOMOI 4acThl0 PabOThI CTal0 MPOCTO MOCHEBAaTh 32 BCEM, UTO
BBIXO/IUT.

OuyeHb MHTEPECHO PabdOTaTh C TAKUM SPKUM COOOIIIECTBOM U
BUJIETh, KAK KAXKIBIN JI€Hb THICAYH JIIOAEH U KOMAHJ CO BCETO MUpPa
JIETIAI0T HEBEPOATHBIE BEIU.

bynyumee Buzyanuzanuu

VY Bu3yanuzanuu Bceraa OblI0 HECKOJIBKO OCHOBHBIX MPOOJIEM.
[IpenocraBieHne Ka4eCTBEHHOTO MPOAYKTa, KOTOPhIA 3P (PEKTUBHO
paccka3plBaeT HCTOPUM M COOOIIAET CIOXKHYI0 HHOOPMAIIUIO
BU3YaJIbHO, MOJET CTaTh YPE3BBIYAMHO CIIOKHOM  3aJa4yei.
Busyanuzanusi 4acto pa3padaThiBa€TCsl B HEMBICIUMO KOPOTKHE
CPOKM JIi CHUJIBHO OrpPAaHUYCHHBIX OIOJKETOB C YAUBUTEIBHO
HETOJHBIMU WJIM MEHSoIMUMUCS (Mau oba BapuaHTa) Habopamu
JTAHHBIX.
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UE4 nomoskeT 3HaYUTENbHO OOJIETYUTH ATO MPOTUBOCTOSHUE.
MHTEpaKTUBHOCTh TMO3BOJSET IOJB30BATEII0 BU3YaJU3UPOBAThH
JAHHBIE TI0O CBOEMY YCMOTPEHHUIO B COOCTBEHHOM U cTuie. Kak u B
UTPE MOJIb30BATEINb UCITOJIb3YET HHTEPAKTUBHYIO BU3YIU3ALUIO IS
CO3/IaHUs CBOEH YHUKAJIBHOTO MPOEKTA U JIEJIAET 3TO CO CBOEU TOUKH
3pEHMUSL.

3aTpOHYTHI TOJIBKO CAMBIE OCHOBBI TOTO, YTO MOJKET CIEJATh
UE4 1 4t0 BBl MOXETE C HUM JieN1aTh. [loka3aHHbIE TPUMEPHI TAKKE
MPEJICTABISIOT TOJBKO MAJIEHBKYIO 4YacCTh THWIIOB BHU3yalU3alldH,
co3zaBaeMbix cerogHs. Habopbl JaHHBIX U TpeOOBaHUS KIMEHTOB
IIMPOKO BAapPbUPYIOTCS OT OJTHOM WHIYCTPUM K APYTOM M J1aXe OT
OJHOTO MPOEKTA K Apyromy. [loToMy 4TO MHOTHE JTIOIN UCITOIB3YIOT
v n3ydaroT UE4, Tak 4TO Bbl HUKOTIa HE OCTAHETECh OJVH HA OJIMH C
tpynnoctamu. M Epic Games, u coobmectBo UE4 crpemsrcs
cnenatb UE4 mydmuM IBUKKOM TSI BCEX.

[Tockonbky BbI Bce Oouibliie U OoJble OyAeTe MCIOIb30BaTh
UE4, Mm0>xHO B3rJIsIHYTh Ha IpOI1iecC padOThl U MOAYMaTh, KAK MOKHO
ero agantupoBaTh U3 UE4 B o0muii cryauiinsiii noaxoa. [Togo6Ho
TOMY KakK OOBEIUHSIOTCS MOAXOAbl ['0oJIMByna U UTp, BBl MOXKETE
U3BJI€Yh MHOTO YPOKOB M3 pa3pabOTKU HUTP M HUHTEPAKTHUBHBIX
BU3yaIu3aluid, KOTOPbIE MOKHO TPUMEHUTH K MIOBCETHEBHOM paboTe
apXUTEKTOPA, YTO HE TOJBKO YJIYYIIUT PadOTy, HO MU YIPOCTHUT €€
uHTerpaunto B UE4.
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PEKOMEH/JATEJIbHBIA CIUCOK JIUTEPATYPBI
Ocnosnast
1.  ECK/. OOmue mpaBujia BEIIOJIHEHUS YepTexeit. M.:
['ocynapctBennbiii komuter CCCP no cranmaptuzanuu, 1983

2. Enunas cuctema KOHCTPYKTOPCKOM JIOKYMEHTAIIUH.
I'OCT 2.101-68 — 2.109-68, 'OCT 2.301-68 — 2.317-69.

3.  Haueprarenbnas reOMETPHUSL. Nnxenepnas 151
KoMnbloTepHas rpaduka [Tekct]: yueOnuk mox o6mi. pexa. I1.H.
Yuaeea u B.M. Skynuna, — M.: Axkagemusa, 2008— TI:

HaueprarenbHass reoMeTpusi, T€OMETPUUYECKOE M MPOEKIIMOHHOE
yepuenue. — 304 c.

4.  HaueprarenbHas reoMeTpus. NnxenepHas 151
KoMmnbloTepHass rpaduka [Tekct]: yueOHuk mox oomi. pen. I1.H.
Yuaeea u B.W. SMxynuna, — M.:. Axagemus, 2008.— T2:

MammHocTpourtenbHOe yepueHue. — 344 c.

5.  Komnakona, N.II. MnxkeHepHas U KOMIIbIOTEpHAs Tpaduka
[OnexTponHbIl pecypc]: yueoHoe nmocodue / N.II. Konakora, N.1.
[TuporoBa ; MunucrepctBo oOpa3oBaHus U Hayku Poccuiickoii
Oenepanun, YpalbCKkuil (enepanbHbIi  YHUBEPCUTET HWMEHHU
neporo mpesuaeHta Poccum b.H. Enbiuna.- ExarepunOypr :
N3parensctBO Ypanbckoro ynusepcurera. 2014.-91 c. Pexunm
noctyma: —biblioclub.ru

6. Pouerosa, H. A. OCHOBBI apXUTEKTYpPHOU KOMIIO3UIIUH.
Kypc BuptyansHoro Mmogenuposanus [Tekcr] : yueOHOoe nocobue /
H. A. Pouerosa, E. B. bapuyrosa. - M. : Akanemus, 2010. - 320c.

7.
Jlonoanumenvras
8.  HaueprarenbHas reOMETPHUSI. Nuxenepnas u

KOMITbIOTEpHas Tpaduka B 3aayax u npumepax [Tekct]: yueOHoe
nocooue / pexn. I1.H.YuaeBa. Crapsiit Ockon: THT, 2011.-288 c.

9. Kowmmnblotepuble TexHoJoruu U rpaduka [Tekcrt]:
yueoHoe ocooue / pex. I1.H.YuaeBa. Crapsrit Ockon: THT, 2011. —
280 c.
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10. TIIponun, I'. Texnomorus nuzaiina B 3ds Max 2011. Ot
MozenupoBanus 1o Busyanuzaiuu [Tekct] / I'. Ilponun. - CIIO. :
[Tutep, 2011. - 384 c.

11. EnuHas cucteMa KOHCTPYKTOPCKOM JIOKYMEHTAIIUH.
I'OCT 2.301-68 - 2.317-68.

12. HBaHoBa, CaeTiaHa HNBanoBHa. ITocTpoenue
n300pakeHu# [DIeKTPOHHBIN pecypc]: yueoHoe mocooue / FO3I'Y;
MunuctepcTBo oOpa3zoBaHusi U Hayku Poccuiickoii ®enepaiuu,
FOro-3ananusiii rocynapctBeHHbid yHuBepeuteT. — Kypcek: FO31Y,
2011.-102 c.

Ilepeyennb pecypcoB NHGPOPMALIMOHHO-
TeJIeKOMMYHHUKAIUOHHON ceTHn HWHTepHeT, HeoOXOoaAMMBIE ISl
OCBOEHMS U CIUIIUHBI

1. http://window.edu.ru  —  bBecnaTHas  3JIEKTPOHHAas
oubamoTeka oHsaiiH «EnuHOE OKHO K 00pa3oBaTelIbHBIM
pecypcam.

2. http://www.edu.ru — Poccniickoe oOpa3oBaHHE.

denepanbHbli  00pA30BATENBHBIN MOPTAN:  YUPEIKIACHUS,
nporpammsl, ctanaaptel, BY3s1, Tectel EI'D, ' IA.

3. http://www.mon.gov.ru — MuHHCTEPCTBO 00pa3oBaHUs W
Hayku Poccuiickoii @enepanum.

4. http://biblioclub.ru — DnekTpoHHO-OMOIMOTEYHAsT CHCTEMA
«YHUBEpCHUTETCKAsI OMOINOTEKA OHITAH)

5. https://docs.unrealengine.com— OdwuruanbHas — clipaBKa
Unreal Engine.
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