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NMPEONC/TOBUE

Unreal Engine (UE4) 6bIcTpO CTaHOBUTCS 3B€3101 B 0611acTy pa3paboTKu Urp, BU3yanmsa-
unn 1 faxe cosfaHusa GunbmoB. KomnaHuy, 3aHMMaloLmecs BU3yannsaumnen, npopeccro-
HaJslbl M SHTY3MaCTbl BOCXMLLIAOTCA ero Bo3MoXKHocTAMU. Unreal Engine 4 — BHYLINTENbHBbIN
KOMMAeKC NpOorpaMMHbIX CPefCTB C ThicAYaMM GYHKLMIA, PO KOTOPble CHATbI COTHM YacoB
obyuatoLiero Buaeo 1 co3faHo 6eccyeTHoe MHOXeCTBO TyTopuanos, wiki-ctaTei, pasbac-
HEeHUIN 1 yKa3aHu. Bce 3T pecypcbl NOMOratT OTBETUTb Ha OFPOMHOE KOJIMYeCTBO BOMpPO-
coB no UE4, Ho nonck maTeprana no BaXkHbIM acrekTam BU3yann3aLum MOXeT oKa3aTbCs
olenioMasioLLe CNOXHbIM. NpakTyeckn Bce AOCTYMNHble obyyvalolme nnaTpopmbl OPUEHTU-
pOBaHbl Ha CO3JaHKe Wrp, a HE Ha BU3yann3aLmio.

UE4 MmoXKeT NoKa3aTbCsl Kak OYeHb 3HAKOMbIM, TaK U aOCOIIOTHO UyXM A5 NIoJeN, e pa-
60TaBLUMX C TPAANLNOHHOW BU3yanu3aumein. CXOACTBO C MPUBBIYHBIMU UHCTPYMEHTaMU
YNPOLLAET ero N3yuyeHune, B TO Ke BPEMSA 3TO JIMLLIb CXOACTBO B Ha3BaHUAX, 1 Ha NPaKTUKe
€CTb MHOTO CyLIeCTBEHHbIX OTANUYNIA. YaCTO 3TV NOXKHbIe aHaNorMm CTaHOBATCA NPUYUHON
CTPALLIHbIX Pa30YapOBaAHMI N KaXKyTCA HENMPeOoJOIMMbIMU TPYLHOCTAMMU.

Llenb 3ToM KHUrM — co3AaTb PYKOBOACTBO ANA CTYAMI BU3Yyann3aumm N OTAENbHbIX NOSb-
30BaTesiell C peasibHbIMM NpYMepamu HageXKHbIX Pabourx NPOLLECCoB, a TakKe NPoAeMOH-
CTPUpPOBaTb HEKOTOPbIe NHCTPYMeHTbI 1 ynoBku. Unreal Engine 4 (UE4) 6bicTpo cTaHOBUTCA
6yAyLwMM UrPOBOM MHAYCTPUN, BU3yanu3aunm 1 faxe Xy[AoXKeCTBEHHO KnHemaTorpapum.
Jiobrtenu n npodeccnoHanbl CTPEMATCA NCCEA0BaTb ero BO3MOXHOCTY. [lJaHHasA TeXHO-
NIOrVA IMEET OFPOMHOE KONIMUYeCTBO GYHKLMIA, COTHM YacoB obyyatoLmx Bugeo, becunc-
JIEHHOE KONIMYeCTBO PYKOBOACTB, yuebHNKoB 1 wiki-canTtos. OTceATb cpefm Bceli 3Tom
nHbopmMaLm NonesHyto ANA Br3yann3saLumm KpalHe CNIOXHO, Tak Kak 6osbluan ee yacTb
OpPMEeHTVPOBaHa Ha co3faHune urp.

Ona koro ata kHura?

JaHHasA KHUra npefHasHayeHa Ana npodeccroHanbHbIX BU3yanr3aTopoB, CTPEMALMXCA CO-
3[aTb BNeyaTnaoLWme NHTEPaKTUBHbIE MHHOBALIMOHHbIE MPUIOXeHNA, paboTalolue B pe-
XKVMe peanibHOro BpemeHu, peHaepbl n aHrmMaumm B Unreal Engine 4. OHa Takxe Hauene-

Ha Ha pyKOBOAMTENEN KOMaH/ pa3paboTKu, KOTOpble XOTAT 3HaTb, YTO HAA0 AeNaThb, YToObI
ycKopuTb paboTy KOMaHf Br3yanun3saLmm 1 faxe nporpaMmMmncToB.

Bbl y>ke [JOMXKHbI MOHMMATb, KaK paboTaeT 3D-peHAepyiHT Ha NPOPeCcCcrOHaIbBHOM YPOBHE,
npexge yeM NPUCTyNaTb K 3TON KHUre. Takme NOHATUA, Kak MaTepuansl, rnobanbHoe ocBe-
weHme (Gl), nonuroHanbHoe mogenuposaHve n UV mapping, BOMKHbI ObITb BaM 3HaKOMb.
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fl He 6yay ocBelLaTb KOHKPETHbIe MPOLIeCChl BU3yanm3auuy AaHHbIX 3a npeaenamu UE4.
MpepnonaraeTca, 4To Bbl, B3ABLUNCH 32 3TY KHUTY, yMeeTe paboTaTb C CbipbIMW AaHHbIMM

1 Npeobpa3oBbIBaTh VX B popMaT, NpurofHbiin ana 3D-peHpepuHra. Tak»ke HEOOXOANMO XO-
poLo pa3brpaTbCa B METOLAX BM3yanu3aumm U TEPMUHOMOTN, HAMPUMEP Bbl JOKHbI MO-
HUMaTb, uTo Takoe refraction n Fresnel falloffs.

Ecnv Bam nHTepecHbl Blueprints, To kenatenbHO MeTb HEKOTOPbIN OMbIT B HANUCaHWN
CKPUMTOB, UM MPOrPaMM1POBAHNM, U KOMMbIOTEPHOW NoruKe. MOoHATUA LMKNa, one-
paTtopa if, nepemeHHo n ee Tna — Boolean, Floats u Strings wrpoko ncnonb3syotcs

B Blueprints, noaTomy fomKHbI 6bITb BamM MOHATHbI. [laHHaA KHUra cofep>knt 063op METOA0B
nporpamMmmnpoBaHua B Blueprints, HO 3T0 He yue6HUK MO NPOrpaMMNPoBaHIio. Tem He MeHee
Blueprints kpaiiHe ya06HbI Af1A HAUMHAIOLLEro NONb30BaTENA, M OGO, KTO MMEN OrbIT pa-
60Tbl CO CKPMNTaMU, 0COH6eHHO B 3D-NPUNOXKEHUAX, CMOXKET NIErKO X OCBOUTD.

Ecnu Bbl NpoABKHYTHIN NpOrpammuncT nnm paspabotuuk Ul, Blueprints nokaxyTcs Bam pog-
HbIMU. OYHKLMM, TUNU3UPOBaHHbIE NMepeMeHHbIe 1 HacslefoBaHne paboTatoT Kak J1toboi
00bEKTHO-OPVEHTNPOBAHHbIN A3bIK. Kak 1 MHOTMe A3bIKM NPOrpaMmM1MpoBaHmnA UK nnat-
dopmbl, Unreal umeeT onpepeneHHyto cneyndurKky, mo3ToMy CTOUT B3rNAHYTb Ha bonee paH-
HVie rnaBbl, YTOObI Nyylle NMOHATb, YTO MPOUCXOANT «MoA KarnoTom». Co3faaHve Br13yanusa-
Lmmn TpebyeT coueTaHnA TEXHNYECKMX HaBbIKOB AJA aHaNn3a NpeAoCTaBNeHHbIX AaHHbIX,
YMEHVA NCNoMb30BaTb JOCTYMHbIE MHCTPYMEHTbI, XYA0XKECTBEHHOMO U AN3aiHEPCKOro BKY-
ca, YTob6bl ONpaBAaTh OXKNAaHNA TpeboBaTeNbHbIX KNEHTOB.

Kak opraHnsoBaHa 3Ta KHura?

OTa KHWra pa3geneHa Ha Tpu YyacTu. MepBas YyacTb — 3TO TexHUYecKnii 063op UE4 — ero
OCHOBHbIX GYHKLNMIA, cMcTem 1 pabounx npoueccos. Bropas yacTb JeMOHCTpUpYeT co3aa-
HMEe MPOCTbIX MHTEPAKTUBHbIX NpUoxeHuin npu nomowmn UE4 Editor n nepebix Blueprints.
B TpeTbei yacTu Mbl OT Hayasna [0 KOHLIa PacCMOTPUM apXUTEKTYPY peanbHOro NpoeK-
Ta, HAUVHasA C KJIMEHTCKMX AaHHbIX B 3ds Max, fo6aBuM ocBelleHue npu nomowy Unreal
Lightmass, co3gagnm 1 npumeHnMm Matepuanbl, aHUMaLMio Kamepbl — Sequencer, OTpeH-
LepuM ee Ha ANCK W, HAKOHeL, 3aKOHYMM CO3AaHmeM npunoxeHus ¢ Ul, nTHTepakTUBHbIMA
3nemeHTaMm 1 GOToOpPeannCTUYHbIM PEHLEPOM.

B nepsow yactu mbl n3yunm UE4 € KOHLENTYanbHOM 1 TEXHUYECKON TOYKM 3PEHNA — OCHO-
Bbl, TaKMe KaK yCTaHOBKa JlayHuepa 1 ABUXKKa, CO3aHMne NpoeKTa 1 Takme NoHATUA, Kak
Level, Maps n Assets. Bbl n3yunte Ba)KHYyt0 TePMUHOSIOTMNIO Y TEXHONOM MW, FapaHTUpYoLLne,
4TO, UMTaA KHUTY UK ApYyrue pecypcbl Mo Br3lyanr3auuy, Bbl XOPOLLO NOMMETE, O YeM naet
peub. fl nonbiTaloCb 06BACHUTD, KaK BCe pabOTaeT C TEXHUUYECKON TOUKY 3PEHUS, YTOObI Bbl
MOIIV MPUMEHUTb NMOJTyYeHHbIe 3HaHNA K COBCTBEHHOMY MPOEKTY BU3yanu3auun. Mel no-
CMOTPUM Ha MaTepuasn KHUTM C TOUYKK 3peHuna nonb3osatensa V-Ray unm mental ray, koto-
pbilh Bnepsble oTKpbii Unreal Engine 4 1 cTonkHynca ¢ pasHuuen mexay odnanH-peHae-
PUHFOM 1 PeHAEPVHIOM B peanibHOM BPeMEHM.
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lMocne Toro Kak mMbl M3y4YriM OCHOBbI 1 MOYyYMM YeTKOe NpeACcTaB/ieHne, YTO MPOUCXO-

AnT B UE4, Mbl HAUHEM Morpy»aTbCA B peasnbHble Npumepbl. OHM onmcaHbl B yue6HOM CTU-
fle C NoApPO6HbIMY MOLLAroBbIMU UHCTPYKUMAMU. Bee daiinbl npoekToB (MAX 1 dannbl UE4)
JOCTYMHbI ANA cKaumsaHua no ccolike www.TomShannon3D.com/UnrealForViz. Takum

o6pa30M Bbl MOXKeTe Lar 3a Wwarom cnegnTb 3a CO3JaHeM NpoeKTa.

YacTb |. O630p Unreal Engine 4

)

Hauano pa6otbi c Unreal Engine 4. C nomoLwpbto nogpo6Horo o63opa UE4 Bbl y3HaeTe, uto
UE4 fo6aBniseT B BU3yanu3aLmy, C Kakimy npobremamm Bbl CTONIKHETECh U KaK UX MPeofo-
neTb, e Noy4YnTb MOMOLLb U KaK HauaTb MaHMpPoBaTh CBOM NepBble npoekTbl Ha UE4.

Pa6oTa B UE4. Pa6ounii npouecc UE4, ckopee Bcero, CUbHO OT/IMYAETCA OT BCETO,
YTO Bbl Kak NPopeCccnoHan B BU3yanm3aunm NCnonb3oBanu paHbLue. Y3HanTe, Kak oc-
HOBHble 351ieMeHTbl UE4 GyHKLMOHUPYIOT BMeCTe ANA co3faHunsA, pefakTMpoBaHWA

N PacnpoCTpPaHeHWA UHTEPAKTUBHbIX MPUNOXKEHU.

KoHBeliep KoHTeHTa. [lo6aBneHue Ballero KoHTeHTa B UE4 MOXeT 6blTb OJHUM 13 Ca-
MbIX 3aMyTaHHbIX U CJIOKHbIX aCMEKTOB 00yueHus. Y3HalTe, kak UE4 umnoptupyeT

1 0bpabaTbiBaeT 2D- 11 3D-KOHTEHT 13 APYTUX MPUSTOKEHWIA, @ TaKXKe N3yunTe HEKOTO-
pble Ugemn o TOM, Kak UHTErPMPOBaTb €ro B CYLLECTBYIOLME KOHBEEpbI.

OcBeuleHne n peHpepuHr. UE4 npefcraBnaeT peBotoUMOHHbIN GU3NYECKN OC-
HOBaHHbIN peHaepep, KOTOPbI AaeT yAMBUTENbHbIE pe3ybTaTbl 3@ AOMI0 CEKYHLbI

Ha Kaap. Bbl HayunTechb ncnonb3oBaTb CBOE MacTEPCTBO PEHAEPUHTA U NMPUMEHATL ero
K cucteme ocBelleHns UE4 Ha ocHoBe ¢pU3nUeckn KOppeKkTHoro peHaepuHra (PBR).

Matepumanbi. Co3aaHue 6oratbix, peasMcTUYHbIX MaTepranoB MMeeT BaXKHOe 3Haye-
HVe AnAa fjoctmxeHnsa doTopeannctmyHoctn. Matepuansl B UE4 aBnAtoTcA HeoTbemsle-
MO YacTbto pabouero npouecca PBR 1 otnnyatotca ot noboi cucteMbl MaTepuasnos,
KOTOPY!O Bbl paHee 1CMob30Banu. Y3HaiTe, Kak co3aatoTca matepuarnbl, paboTaloT
pa3fnnyHble KOMNoHeHTbl PBR, 1 HauHUTe n3yyaTb, Kak 3K3eMniApbl MaTepranos gena-
l0T co3filaHne maTepunanos B UE4 MHTEPaKTUBHbBIM 1 yBNeKaTeSIbHbIM.

Blueprints. Blueprints — 3To peBontouns B HaNnMcaHUM CKPUNTOB U NPOrpaMMnpoBa-
HUM urp. Tenepb MOXHO pa3pabaTbiBaTb 6oraTble NepeoBble MPUIOKEHWS, HE Hamnw-
CaB HV OAHOW CTPOKM Kopaa. Tem He MeHee Blueprints no-npexHemy ABNAIOTCA A3bIKOM
NporpamMmM1pPOBaHUA, N N3yUYeHne OCHOB NMO3BOINT BaM Ha4yaTb Pa3BMBaTbCA B 3TOM
HanpasJieHUN.

YacTb |l. Baw nepebiti npoexTt 8 UE4

1.

Hactpoika npoekTa. HayunTecb onpeaenaTb Lenn NpoeKTa, a 3aTem y3HanTe, Kak
co3/aTb HOBbIN NPOEKT U HACTPOUTb €0 OCHOBHbIE MapameTpbl, YTOObI HauaTb C Bbl-
60pa npeaBapuTeNbHO co3aaHHoro Starter Content AnA NOCTPOEHMWsA BaLLEro ypoBHA.
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2.

4.

3aceneHue mupa. Vicnonb3ysa Starter Content, Bbl UCCnefiyeTe NCMNoONb30BaHMe pefak-
TOpa B NepBblii pa3, NoMeLyas acceTbl B MUP, YTOObI OHY CTany akTopamu, nepemeLyas
M MeHsA UX, a 3aTeM pa3MelLas NCTOYHVIKM CBETa, YTOObI OCBETUTD CLIEHY.

Ucnonb3oBaHue Blueprints. Cozpnaite cBon nepsble Knaccol Blueprints, Player
Controller, Pawn n GameMode. Bbl HazHauuTe Input Mappings v 3anporpammupyeTe
BXOHble laHHble UTPOKa, MO3BOAA €My NepemellaTbCA MO YPOBHIO B peXXrme npo-
CMOTpa OT NepBoro numua.

YnakoBKa un pacnpocTtpaHeHue. Mocne Toro Kak BaLu NpoeKT 3apa60TaeT, HacCTaHeT
BpemMA NoAroToBUTb €ro K pacnpocTpaHeHuto B BuAe OTAESIbHOIo NPpUNoXKeHunA. B UE4
OTO Ha3blBaeTCA yI'IaKOBKOVI, 1 OHa Cco3gaeT ONTUMN3NPOBAHHOE, MPOCTOE B YyCTaHOBKE
1 3anyckKe NpunoeHne, KOTOpPOe Bbl MOXKETE JIErKO 3aapXnBNPOBaTb N OTNPAaBUTb.

YacTb lll. ApxutekTypa npoekTa BU3yanusauum

1.

HacTtpoiika npoekTa. Bbl CHOBa onpefenunTe Lenm CBoero npoekTa — Ha 3TOoT pas3
[ANA CO3AaHNA BbICOKOKJTACCHOWM apXUTEKTYPHO BM3yann3aumm C HECKOIbKMMU Kio-
YeBbIMU pe3ynbTaTaMu: UHTePaKTVBHBIM MPUSIOXKEHNEM 1 NPeABaPUTESIbHO OTPUCO-
BaHHOW MOLIAroBOW aHMMaL e, BbIMOHEHHOW C MOMOLLbIO Sequencer.

KoHBeliep paHHbIX. Bbl y3HaeTe, Kak NOAroToBUTb 1 OpraHn3oBaTh Balum 3D-AaHHble
nepep skcnoptom ux B FBX. Bbl morimeTe pasHuLy Mexay apxXuTeKkTypon 1 pekBu3m-
TOM. 3aTeMm Bbl CCrieyeTe HeCKONbKO MeTOA0B ANA NonyyeHns Balmx gaHHbix B UE4,
COCPefoTOUMBLLIMCL Ha paboyem npouecce NMMNopTa 1 3KcnopTa FBX.

HanonHeHwme cueHbl. [Tocne TOro Kak Bawu gaHHble 6y,D,yT MMNOPTUPOBAHbI B UE4, Bbl
CMOXeTe Y3HaTb, KaK nepeHecTn X Ha Ball ypoBeHb UE4. EcTb Heckonbko CTpaTEI'I/IIz,
KOTOpPbI€ HY>KHO N3YYNTb, N 3eCb Bbl yBUANTE HECKONbKO LUTYK, NCMOJIb3yeMbIX, YTO-
Obl NoNTyYnTb KakK apXUTEKTYPY, TaK N PEKBU3SUT Ha CUEeHe, TaM, r4e Bbl XOTUTE.

ApxuTteKkTypa ocBeweHus. Pelwenune Lightmass Global lllumination ot UE4 npekpac-
HO, HO B TO >Ke BPEMs CUIbHO OT/IMYAETCA OT TOTO, KaK Bbl KOrAa-nnbo Br3yannsmpo-
BasIM OCBeLleHe CLeHbl paHbLue. Bbl HayunTech nonyvartb NoTpsAcaloLiee OCBELLEHNE
C BbICOKMM AVHaMUYeCKMM A1ana3oHOM AJiA BalLUX CLIEH, KOTOPble BM3Yyanun3npyoTcs
3a 40NN CeKyHfbl.

ApxuTtekTypa maTepuanoB. Onmpascb Ha OCHOBbI, KOTOPbIE Bbl U3yUYnIN O MaTepura-
nax B MepBOW YaCTy KHUTY, Bbl HAUHETe co34aBaTb OCHOBHblE MaTepuaribl, Mporpam-
MUpYyeMble NapameTpbl 1 APYTyto NIOTVKY Weifepa, YTobbl MONYyUYnTb FMOKUIA, ObICTPbIN
1 KpacuBblii HA6OP 3K3eMNNAPOB MaTepurana ANid MPUMEHEHNA K CLiEHE.

CospaHue Cinematics npyu nomoum Sequencer. BoamoXXHOCTb peHfepuHra ¢o-
TOpeannCTUYHOM aHUMaLMK 3@ [OMIO CEKYH/bl OTKPbIBAET LieNblii MUP TBOPYECKMX
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10.

BO3MOXHOCTen. Hayuntecb co3gasaTb aHuMaumio Sequencer, ncnonb3ya Cine Cameras
ONA DOCTMXKEHNA GU3NYECKN NPaBUAbHOIO, KUHEMaTOrpaduYHOro B1Aa, BKtoYas Ta-
Kune 3ddeKTbl, Kak rnybrHa pe3kocTy, pa3mbiTie 1 BUHbeTKa. [locne 3aBepLueHuns Bbl
cMoxKeTe 3anmcaTb 90-ceKyHHOe NoLIaroBoe pyKoBOACTBO Ha AWCK C pa3peLleHnem
4k 1 60 Kafpamu B CEKYHJy B TeUEHME HECKOJIbKUX MUHYT.

MoprotoBka Level gna nHrepakTuea. CTonkHOBEHME (KONNN3KA) KaK cnocob ¢pu-
3MYECKOro B3aUMOAENCTBUA MeXay 06bekTamm abcontoTHO HeOBXOAUMO s Nosy-
YeHVA OTJIMYHOIO UHTEPAKTUBHOIO OMMbITa, @ TAKXKE ABNACTCA OJHOW 13 CaMbIX CJTOX-
HbIX 1 HEMOHATbIX obnacTel paspaboTku UE4. MockonbKy BUgeourpbl TpebyoT MHOMO
NHTEPAKTUBHBIX 3/IEMEHTOB, CTONIKHOBEHME 6blfo pa3paboTaHo, uTobbl ObICTPO pea-
NN30BaTb Takue 06beKTbl, HO UHOTAA UX TPYAHO HACTPOUTb. Y3HaliTe, Kak lerko noa-
roTOBUTb Balll YPOBEHb B UIpe, YTOObl MO HEMY MOXHO OblI0 NepefBUraTbCs, He NpPo-
BaNMBasACh NOJ TEKCTYpPbI.

Bonee cnoxHbie Blueprints: B3aumopgeicreaue UMG. OHa 13 BeNMYaiwnx Bo3-
MOXHOCTeN UHTEPaKTUBHON BM3yann3aLmnmy — 3TO BO3MOXKHOCTb CPaBHUBaTb BapuaH-
Tbl B KOHTEKCTe 1 peasibHOM BpeMeHW. Bbl y3HaeTe, Kak HaCTPOUTb CTPUMUHT YPOBHEN,
a 3aTeM NOMEHSITb VX MeCTamMu BO BPEMSI BbINOJIHEHMSA € nomoLbio Blueprints. Bbl cmo-
XKeTe NpefoCTaBUTb 3Ty GYHKLMOHaNbHOCTb UTrPOKY, co3aas B UMG npocToii nonb3o-
BaTeNbCKUi nHTepdenc.

[OononHutenbHbI ypoBeHb Blueprints: Material Switcher. Ecnu Bbl geiicTButenb-
HO VLLieTe NCMbITaHWIA, 3Ta rNaBa AN Bac. 34ecb Bbl YBUANUTE, Kak pa3pabaTbiBaeTcs ro-
TOBbIN K BbIMYCKY NepekntoyaTtenib matepmanos. OH NpeaocTaBnAeT paclupeHHble
dYHKLUMOHaNbHble BO3MOXKHOCTU He TOJbKO UFPOKY, HO 1 An3aiHepy ypoBHeli (LD), no-
3BOJIAA BM3YyaNnM3npoBaTb HaCcTPoliKy B Editor, cozpaBas nonHbIi HA60P NHCTPYMEH-
TOB, KOTOPbI MOXeT 6bITb MOBTOPHO NCMOJSIb30BaH B JIOOOM NPOoEKTE.

@OuHanbHble pasMbilLNIeHUA. 3Ta KHMra TONIbKO LiapanaeT MoBEPXHOCTb ancbepra,
KoTopbim aBnAetca UE4. A Hagelocb AaTb BaM xopolunini yHAaMeHT ana paspaboTku

1 HEMHOTO BJOXHOBEHWA ANA JanbHeNlero CaMmoCToATeIbHOro pa3suTurA. B 3akntoue-
Hue A pacckaxky, Kyaa asmxyTtca UE4 n oTpacnum, KOTopble ero UCnonb3ykoT, U Kak 3TO
noBnvAeT Ha byayliee Br3yanu3aumn.

®Pannbl pecypcos

Bce dainbl npoekTa UE4 1 ncxopHble danbl 3ds Max LoCTynHbI Mo agpecy
www.TomShannon3D.com/UnrealForViz. Mbl TakXe npefocTaBuUm CCbifIKM Ha JOMOS-
HUTeNbHble pecypcbl Ana Kaxaon rmaebl. UE4 — 6bICTPO pa3BumBatoLWanca TeXHONOruA,
HO A NoCTapaloch noaaepKnsaTb MHGOPMaLMIO aKTyanbHON, HACKOSIbKO 3TO BO3MOXHO.
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O603HaueHus, ncnonblyembie B 3TON KHUTe

B aToM KHUre 6y;|yT ncnonib3oBatbCA cneaytouimne TVII'IOFpa(I)I/ILIeCKVIe 0603HayeHunA.

. )KIIIPHI:IM LIJpI/I(I)TOM BblAeNieHbl HOBble TEPMUWHDbI, MeHa NnepemMeHHbIX 1 NapaMeTpoB

+ Kypcusom BbifjeneHbl CBOMCTBa U NapameTpbl

-
Bbl MoxeTe 3apeructpupoBatb cBoto konuto Unreal Engine 4 ana gusaiiHa

1 BU3yanusaymm rno agpecy informit.com, c ee nomoulbto Bbl nonyuute 6onee
YAOOHBIN AOCTYN K 3arpy3Kam, 0GHOBEHUAM U UCMIPABNIEHUSIM MO Mepe 1X
nosBfeHnA.

[lna Hauyana npouecca peructTpaumm nepenguTe no ccoiike informit.com/register
1 BOMJMWTe B CUCTEMY WA CO3[aNTe yyYeTHylo 3anucb. Begute ISBN npogykTa
(9780134680705) 1 HaXMUTE KHOMKY «OTMPaBUTb».




B/TIATOOAPHOCTMU

1 xoTen 6bl BbIpa3uTb 6narogapHocTb Jlope JleBrH, OTBETCTBEHHOMY pefakTopy Pearson
Education Technology Group, 3a npefocTaBiieHHY0 BO3MOXHOCTb OMyO/MKOBaTb 3TY KH-
ry. fl Takxke xoten 661 nobnarogaputs LLiepn PennnH, moero notpAcatoLiero pegakTopa pas-
paboTKuK, 3a ee obpaTHYO CBA3b U PyKOBOACTBO; [one Jloyann, KoTopas 3aHMManacb pefak-
TUpOBaHVeMm Konuii, 1 Jlopu JlanoHc 3a nomoLb. fl TakxKe xoTen 661 nobnarogapute OnvBKo
Baepn»kno 3a nogaeprkKy BO BpeMs BCero npouecca.

TexHUYecKre peLeH3eHTbl 3TON KHWIW CAenanu Bce BO3MOXHOE [/15 TOro, 4Tobbl npefocTa-
BUTb HaleXHble NCTOYHVKM MHbOPMaLMK 1 AaTb CaMyto pa3Hyto 06paTHYo CBA3b. HuKakux
CJIOB He XBaTWT, 4To6bl Nobnaropaputs [38raa CnapKca 3a ero COBETbI U OMbIT, KOTOPbIM
OH Leapo fennmnca co MHON. fl Takxe xoTen Obl Bbipa3uTb 6arogapHocTb Tumy Xo6coHy

n Camy [lentepy 3 Epic Games 3a nx BpeMs 1 yCWUns, HanpasfeHHble Ha NpefoCcTaB/eHne
MaKCMManbHO TOYHOW HpOopMaLn.

Al xoTen 661 NobnarogapuTb Epic Games 3a nx BUAEHME 1 SHTY3UA3M, a TakKe 3a TO, UTO OHU
B3A/IM MeHsA ¢ cob0ii B Noe3aKy K byayLemy BU3yanbHOM KOMMYHUKaLMK. ITO YecTb — pa-
60TaTb BMECTe C TyHLMmM paspaboTumkamm urp B Mmpe.

Al TakxKe xoTen 66l nobnarofaputb komaHay Hoyt Architecture Labs v Imerza, lopnaHa Bu
1 lpn XoTa, 3a UX WEeAPOCTb U MOALAEPKKY, a TaKXKe 3a NpefoCTaB/eHe YATaTeNAM STO
KHWTW JOCTYMNa K X UCXOLHMKaM.

HakoHeu, s xouy nobnarogapuTb MO0 XKeHy 3a ee 6eCKOHeYHYI0 NOAAEPKKY 1 BLOXHOBE-
HVie 1 MOVX AeTel 3a NX No6OBb 1 3a TO, YTO OHW MPUHOCAT PaAOCTb U UFPbl B MO NMOBCe-
AHEBHYIO >K3Hb.



Ob ABTOPE

Tom LLISHHOH — TeXHNYECKNIA XyAOXHIIK C bonee uem fecATUNETHUM NPodeCcCroHanbHbIM
OnbITOM pa3paboTKy BUAeourp 1 Busyanmsauuu, skcnept B Unreal Engine n npocTo dpaHaT
csoero agena. OH yBfieyeH nrpamm 1 CBA3aHHbIMU C HUMIN TEXHONOTUAMM, a TaK>Ke BM3ya-
nm3aupen 1 ee BAMAHNEM Ha peanbHblii Myup. OH NPOBOAUT CBOW AHW, 6anaHcMpya mexay
CTPOUTENIbCTBOM MUPa BMECTE C apXUTEKTOPaMU, HXeHepaMu 1 An3aiHepamu, 1 ero pas-
pyLeHnem rmraHTCKMM poboTamm BMeCTe € MPOorpaMmMrUcTamu, aHMaTopamMm U XyL4OXKHM-
Kamu no s¢pdekTam.

Tom xunBeT B Konopano co cBoer npekpacHom »keHol CeprH, KOTOpas OCTaeTCA ero BLOX-
HOBUTENEM, M CBOMMM 3aMeyaTeSIbHbIMU U CKPOMHbIMU AeTbMK IMMOW 1 [leKcTepom.

Bbl MOXeTe HalnTh ero caiT no agpecy www.TomShannon3D.com.
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FrMABA 1

HAYAJ1O PABOTDbI
C UNREAL ENGINE 4

Unreal Engine 4 — 3710 mMolwHaA nporpamma ans
pa3paboTku n nnatpopma co3gaHNA KOHTEHTa.
MMmeHHO rpadunueckmne BO3MOXKHOCTM, MOLLHbIE
WHCTPYMEHTbI M NPeKpacHasa paclumpAemMocTb
AenaioT ABMKOK OQHOW M3 NONYNAPHbIX 1 AOCTYN-
Hbix nnatpopm. Vrposbie paspaboTunkn, apxm-
TEKTOpbI, yueHble, nobutenu, cosparenn ¢unbmos
1 BU3yanbHble XyA0XXHUKN ncnonb3ytoT UE4 gna
CO3[jaHNA OLWEeNOMNAIOWEro NUHTEPAKTUBHOIO
OnbiTa, KOTOPbIN NepeonpeaensaeT COCToAHNE
nckycctea. Bce aTu nioan HaumHanm c Yero-To cBoun
nepsbie npoekTbl B UE4, n, BepoATHO, 3TO 6bIN0

B www.unrealengine.com.
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Yro Takoe Unreal Engine 4?

Unreal Engine 4 (UE4) — 3T0 camas noc/iefHAA BEpPCUA MHOTO NIEeT pa3BMBaloLLErocs NH-
cTpymeHTa Ana paspabotku urp Unreal Engine ot komnaHuu Epic Games. UE4 — npodec-
CUOHANbHBbIN HABOP MHCTPYMEHTOB ANA Pa3paboTKy BULEOUTP, KOTOPbIV COAEPXKUT B cebe
COBPEMEHHDI peHep Pr3NUECKN KOPPEKTHBIX MaTepMasnioB B peasibHOM BPeMEeHM, OTpa-
YKeHW 1 OCBELLEeHNA C MOLHbIMW UHCTPYMEHTaMU /sl CO3AaHNA HenepeaaBaemoro viH-
TEePaKTUBHOIO OnbiTa. IHCTPYMeHTbI BKJTIOUaloT B ce651 CUMYNSATOPbI GU3KKY, OCBELLEeHNS

1 TeHel, Nonb30BaTeNbCKNX MHTEPHENCOoB, TMCTBbI U PEHAEPUHTa, MaCCUBHbIX TEPPENHOB,
CJIOXKHbIX MaTepManos, B13yasbHbIX CKPUNTOB, aHMMaLUM NepCOoHaKa, MOAEeNMPOBaHMe CU1-
CTeMbl YacTuL, KUNHeMaTUKK, MyNIbTUMNIIeepa, 1 BCe, YTO HY>KHO KOMaHAE OMbITHbIX pa3pa-
6OTUMKOB P ANA CO3JaHNA MHOTOMUNIAIMOHHON Urpbl-6nok6acTepa AAA-Knacca. Jliobasn
BO3MO>KHOCTb, KOTOpOW He xBaTaeT B UE4, MoxeT 6biTb fobaBneHa 6narofapsa oTKpbITOMy
LOCTYNY K NOIHOMY, MOANOULMPYEMOMY NCXOZHOMY Koay Ha CH++.

HecmoTpsa Ha cBoto moLb 1 MoaynbHOCTb, UE4 HeBepoATHO npocT. PegakTop B UE4 (pricy-
HOK 1.1) MOXeT NoXBacTaTbCA COBPEMEHHbIM UHTEPHENCOM, MPeKPaCHbIMY MHCTPYMEHTA-
MU, yOO6GHOW fOKYMEHTaLWEN, MOMHbIM AOCTYNMOM K UCXOAHOMY KOAY U MPOLIBETAOLNM,
NMOCTOAHHO PACTYLMM KOMbIOHUTH. [laxke B OOMHOUKY YeloBeK OUeHb ObICTPO MOXET Ha-
yaTb CO3AaBaTh yAMBUTENbHbIE UMPbl, CUMYNALMW 1 BU3yanu3aumny Ha npodeccroHanbHOM
YypOBHe.

Recently Placed
Basic

Lights
Cinematic
Visual Effects
Geometry
Volumes

Al Classes

jAddNew~ & Import [ Save All % Content »

Pucynok 1.1 NuTtepdelic pepaxtopa Unreal Engine 4
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ManeHbKre KoMaHAbl MOTYT JIErko YBENMUMBATbLCA, MPOAOIKAA COBMECTHO paboTaTb Hafj
OfIHVM NPOEKTOM, COBepLIas HeBEPOATHbIE NOABUIM, KOTOPbIe KOrAa-To CYUATANNCh BO3-
MOXHbIMV TOJIbKO B OFTPOMHBbIX CTYAMAX € 60nblunm bloaxeToM. Tenepb 060, MMetoLnii
[OCTYM K JOCTaTOYHO MOLLHOMY KOMIMbIOTEPY, MOXeT cKauaTb 6ecnnatHo Unreal Engine 4
1 HauaTb CO37aBaTb COOCTBEHHbIE YANBUTENbHbIE MHTEPAKTUBHbIE MUPbI.

KpaTtkasa nctopusa Unreal Engine

C koHua 1990-x Epic Games u pyrue npodeccrmoHanbHble pa3paboTumKm Urp Cnonb3oBa-
NN pasznnyHble Bepcun asuxKa Unreal Engine, 4to6bl coO3aaTh CymacluefLiee KOM4yecTBo
CaMblX MPOAABAEMbIX I OTMEUEHHbIX Harpafamu Urp 1 CUMynAToOpPoB. Takue nrpsbl, Kak Gears
Of War, Mass Effect, Batman Arkham Knight u, koHeuHo e, Unreal Tournament, paspa6ota-
Hbl ¢ nomoubio Unreal Engine.

[ocTyn K UrpoBbIM fiBMXKaM NpodeccroHanbHOro ypoBHA TPaAULMOHHO Obls1 O4YeHb TEXHU-
YeCKr CNOMHbIM 11 OPOrOCTOALMM MpefioXKeHeM, HeJOCTYMHbIM AnA 6ONbLUNHCTBA Ma-
JIEHBKMX CTYAWIN N HEAOCTUXKUMBIM [laXke A1 HEKOTOPbIX KPYMHbIX, Kyfa 6onee TexXHUYeckn
NoAKOBAHHbIX NMPOGECCUOHANBbHBIX CTYAUA. ITO BbIHYAUIO MHOTME MaNleHbKME NHAN-CTY-
AU 1 pa3paboTUMKOB BM3yanmn3aLmm co3faBaTb COOCTBEHHbIE ABVXKU WU NepexoanTb

Ha MeHee Joporue 1 CyIoXHble peleHns. NMoao6Hble peLleHns BKoYanm B ceba paHHUe
NPoMeXyTOUHble peHAepbl, rsnyeckne 6MbNNoTeKN, ayanocncTeMbl U Apyrme MHCTPyMeH-
Tbl, KOTOPblE MOXHO 6bIN0 CO6paTb BMECTe AN1A CO34aHNA MPOEKTOB, HO B LIEJIOM UM He XBa-
Tano M3AWecTBa 1 KayecTBa B13yanusaumu. Hy n oHu Bce ellle ocTaBannCb YpesBblyaiHO
CJIOXKHbIMU A1 Pa3paboTUMKOB.

3a nocnepHee gecatuneTrie NONyNAPHOCTb HE3aBUCKMbIX UTp’, pa3pabaTbiBaeMbiX B Ma-

JIEHbKIX, B OCHOBHOM CaMOdUHaHCMpPyeMblX CTYAUAX, Pe3KO BO3POCHa, 1 OHM YacTo OKa-

3bIBa/INCh YPE3BbIYANHO YCMewWwHbIMU. ThICAUM CaMOCTOATENIbHbIX Pa3pPaboTUMKOB 1 KPO-

LIEYHbIX CTYANI Cenyac Co3[atoT Urpbl Y HOBbIA UTPOBOW OMbIT A1 OFPOMHOM ayanTopun
renmepos.

XOTA Hemarsno NHAW-CTyAuii pa3pabaTbiBany CO6CTBEHHbIE ABUXKKM, MHOTME NoflaratoT-

€A Ha roToBble pelleHus, Takme Kak Unity 3D, DX Studio n Torque. OHM co3aaBanuchb, 4to-
6bl NPeAsIoXKNTb NOSHBIV, UHTErPUPOBaHHbI HAOOP NHCTPYMEHTOB AN Pa3paboTKM Urp,
HO 3HauuTenbHo fJewwesne, yem Unreal Engine 3 n CRYENGINE. Jaxe Epic Games npuHAnu
naeto ¢ becnnaTHbiM ncnonb3osaHunem (free-to-use) ana binary-only Bepcun UE3 nop Ha3Ba-
Huem Unreal Developers Kit (UDK).

M XoTA 3TK ABMXKKN fOKa3blBaK, YTO OYEHDb ycnewHbl, OHU BCerga nrpann B AOrOHANKN
c npeMuanbHbIMUN UHCTPYMEHTAMWK, CTaJIKMBaA HE3aBUCUMbIX pa3pa60TLII/IKOB N mesikme CTy-
AN C Cepbe3HbIMN TEXHONTOTNYECKUMU TRYAHOCTAMN.

! NmetoTcs B BUAY MHAN-KOMaHabl. — [Tpum. nep.
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NMpeactaBnenue Unreal Engine 4

CnycTa rogbl pa3paboTku 3a 3akpbiTbiMu ABepAMM Epic Games B wrtab-kBapTupe B Kapy,
CeBepHas KaponuHa, Epic (Bcero nuib ¢ HECKONbKUMM CKYAHbIMU IeMO 1 3aKpbiToll 6eTa-
Bepcmel) npeactasunu Unreal Engine 4, cnepytoluyio BepCuio MTPOBOro ABUXKKA U Npuem-
Huka Unreal Engine 3, nmeBLIero KonoccanbHblli ycrex.

Penuns 6bin abcontoTHO FIOpa3I/ITEJ'IbeII7I nowenommn BCO MHAYCTPUILO.

UE4 — 370 He noarpynna ABUKKOB MM AEMOHCTPaLMOHHas BEPCHs; 3TO AOCTYN K NCXO[-
HoMy Koy Ha C++ 1 IHCTPYMEHTaM, KO 8CeMy, UTO CTOUT JECATKM TbICAY JONNIAapOB, 1 BCe
3a HebonblUyto eXXeMecsaYHylo naTy. [IBUXKOK BKtoUan B cebs pacluMpeHHY0 JOKYMeHTa-
LMo, NPAMOW KOHTAKT C pa3paboTumKkamMm 1 4OCTYN K MX KOAoBol 6ase.

Peakums coobuiecTBa pa3paboTunMKoB Urp Gbina MTHOBEHHOW 11 YPE3BbIYANHO MO3UTUBHOM.
CoTHV Ntofielt CKaumMBanu ABVKOK 1 CO34aBaun Urpbl Y AEMKU. DTO 3MEHWUITO B3MNAL Ha BU-
[EOUrpbl: Ha UX BUL, 3ByYaHWE 1 UTPOBOI NpoLiecc.

Unreal Engine 4 npeacTaBun coBepLUEHHO HOBbIN, MOCTPOEHHbIN C HYNA, Kpocc-nnatdop-
MEeHHDbI, pacluMpAeMblii 1 COBPeMeHHbIN peaakTop. Mpouecc peHfepuHra 6bu1 NOMHOCTbIO
nepecTpoeH Ha OCHOBE MCMONb30BaHNA PU3NYECKN KOPPEKTHBIX MaTEPMAJIOB 1 OCBeLLe-
HVA, MO3BOJIABLUNX CO3AaBaTb HEBEPOATHO »KIMBble 1 PeannCTUYHbIe CLIEHbI, KOTOPbIe CO-
nepHMYanu C Ka4eCcTBOM PeHEePUHra C TPaCCUPOBKOM Nyyen.

HoBble cMcTemMbl OCBELLEHNA 1 OTPAXKEHMI, COBMELLEHHbIE C MOMIHOCTHIO NIMHENHbBIM KOH-
BeliepoOM peHAepyviHra 1 HoBenwmnmin 3 dekTamm NnocTtob6paboTKy, co3fany BU3yasnbHble
3¢ PeKTbl TAKOro KauecTBa, KOTOPble CPABHMMbI C SyHLIMMU MPUMEPAMM B KNHEMATOrpa-
buUn — 1 BCe 3TO € HEMPeB30WAEHHOW MPOCTOTON NCMOMNb30BaHWSA, HUKOTAA NpeXae HeBU-
[AHHOW B UTPOBbIX ABMKKAX.

Kpome Toro, 6bin npeacTaBneH HOBbIN A3bIK BM3YyalibHOrO NMporpamMmMmpoBaHus, Blueprints,
No3BOJIALLNIA TECTUPOBATL «Ha JIeTY» abCOMIOTHO BCE peasin30BaHHOE CpefCcTBaMU ABUX-
Ka B UrPOBOM Mupe 6e3 Heo6XOANMOCTY HAaNncaHnaA 1 CTPOUKKM Koaa. Lienble urpbl, BKIo-
yaa mynbtunneep n HUD, moryT 6bITb co3fjaHbl ¢ ucnonb3oBaHnem Blueprints, ocBoboxaan
pa3paboTuMKoB OT HEOOXOAMMOCTM MPOrpammmnpoBaTb Ha C++.

B momeHT 3anycka Unreal Engine 4 onepexan Ha HECKOJIbKO J1IeT CBOEro 6iMKanLiero KoH-
KYpeHTa, AaXke Ha CaMOM BbICOKOM NpodeccroHanbHOM YPOBHE, 1 OH Npegnarancs 0714 8cex
Mo exxemecsAYHON nognucke Bcero 3a $20.

MeHblue roga cnycTa Epic aHOHCMPOBanu OTMeHy eXXeMeCAYHON MOAMUCKM 1 OOBABUIIN,
4TO Tenepb ABUKOK AOCTYMNeH 6ecnnaTHo AnA Bcex. CaMblil MOLLHBIN ABXOK Ha PbIHKe BHe-
3arHo CTasn TakXe CaMblM fielleBblM, CaMbiM MPOCTbIM B UCMONb30BaHNM, CAMbIM OTKPbITbIM
1 CaMblM XOPOLLIO NOALEPKNBAEMbIM.
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OpHako Epic Games He nounBana Ha naBpax. C MOMeHTa nepsoro Bbinycka B 2014 rogy UE4
nonyunn 23 oCHOBHbIX 06HOBEHNA. KaXkaoe 13 KOTOPbIX NMPUHECSIO COTHU HOBbIN GYHKLWIA,
TbICAYN YNYULIEHWI 1 NCnpaBneHnin owmnboK. Hanprmep, 0CHOBHble GYHKLMU PEeHAEPUHTa,
TaKye Kak 3aTeMHeHVe BOJIOC 1 KOXMK, a Tak»Ke OCHOBHble GYHKLMM ABUXKKA, TaKNE KaK UHTe-
rpauma VR 1 noCToAHHaA NOAAePKKa AA NOYTM BCell COBpeMeHHOM annapaTypbl. bnaroga-
pA BOCTyny K Kofy ABUXKa paboTa Hag UE4 BegeTca oTKpbiTo Mexay Epic Games v uneHa-
MU coobLecTBa pa3paboTuMKOB NP, KOTOPble HEMOCPEACTBEHHO YYaCTBYIOT B pa3paboTke
ABUXKKa, Momoras obecneunTb MakCUManbHy0 HageXXHOCTb, 6e30Wn6oYHOCTb 1 nosnes-
HOCTb Kaxaon GyHKuMU. Hnkorga ele Takoe MaclwtabHoe nporpaMmmHoe obecneyeHmve

He pa3pabaTbiBanocb HaCTONbKO OTKPbITO M CBOOOAHO, 1 pe3ynbTaTbl FOBOPAT caMu 3a cebA.

He TonbKo KpymnHble n Menkne urposble KomnaHum nepewnn Ha UE4, HO 1 Heurposble pas-
paboTuMKmM Hauyanm ocBanBaTb 3TOT ABUXKOK, UTOObI Nerye goctTuratb cBoux Lenem. KuHe-
MaTorpaduCTbl, My3blKaHTbl, APXUTEKTOPbI, UHXEHepPbl U MHOTMe ApYrie NCNOoNb30Banu
motb 1 npoctoTy UE4. KpeaTrBHble NpodeccroHarnbl 1 KOMaHfbl, KOTOpble paHee HUKoraa
1 He MeuTanu NCnosb30BaTb UK AaXe MMETb AOCTYN K UTPOBOMY ABUXKY, Hauanu pabo-
Tatb ¢ Unreal Engine 4 gna co3gaHna cO6CTBEHHbIX YHMKaNIbHbIX, UHTEPAKTUBHBIX 1 BU3Y-
anbHbIX NCTOPUNA.

OcHoBHblie MoMeHTbl UE4 pna Busyanusauum

Y UE4 ecTb Bce Heobxoanmoe ana co3gaHna AAA-Urpbl Uy BbICOKOKNACCHOW BU3yanu3a-
unn. Ha camom piene oH npeanaraet AeCATKU UHCTPYMEHTOB, NPenMyLLecTB U GyHKLMIA; oa-
HaKo cregytoLve ABAAIOTCA CaMbIMU BaXKHbIMU NPY pa3paboTke Br3yanusauuu.

1. UE4 Editor: guHammnyeckunin, COBpeMeHHbIN, NPUATHBIN B NCNOSIb30BaHUN Habop ana
pa3paboTKy Urp, co3aaHHbI NpodeccroHanamu, KOTopble NonaraloTca Ha ABUXKOK,
yTObbI CO38aBaTh cO6CTBEHHDBIE Urpbl. PegakTop (Editor) cBA3bIBaeT BCe MHCTPYMEHTI
[BVIXKKa BMECTE C KOHTEHTOM, YTOObI CO3[1aTb NPEKPACHBIN OMbIT.

2. OcBelyeHue N MaTepuanbl: yAVBUATENIbHO PeaMCTUYHOE, MpeBapuTesIbHO 3aneyeH-
Hoe rnobanbHoe ocBeLleHe C Ucnonb3oBaHnem Lightmass nnm BbicokokauecTBeHHoOe
AVHaMMUYeCKoe OCBELLEHME C PeasIMCTUYHBIMU TEHAMY, OTPAXKEHUSAMU U MaTeprana-
mu. Bce 310 focTuraetcsa 6narogapa COBPEMEHHO U NETKOW B NCMOIb30BaHWUN CUCTE-
Me GU3NYECKN KOPPEKTHOTO PeHAEePUHra.

3. CwKBeHcep: NHHOBaLUVOHHaA aHMaUnA Kamepbl U 0ODBEKTOB, a TakXe NHCTPYMEHT
CNKBEHNPOBAHUA, KOTOprIZ coyeTaeT B cebe flerkoe B 0CBOEHUN npunoXxeHume ana pe-
[aKTNPOBaHNA BMAEO C MOLLbIO MHTEPAKTUBHOIO UTPOBOIO ABUXKa.

4. Pa6ounin npouecc FBX: noBcemecTHbll dopmaT dainos FBX, koTopblii ncnonbsyetca
ncknountenbHo anAa 3D-reometpun n aHnmaumm B UE4.
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. Blueprint: Bu3yanbHoe nporpamMmmupoBaHue, KoTopoe He TpebyeT MOCTPOYHOTO Ha-
NrMcaHnA KoAa U KOMMUIMPYETCA HanpAMYIo B pefakTope AnsA HeMefneHHol o6paT-
HOW CBA3N.

6. UMG (Unreal Motion Graphics): ocHoBaHHas Ha Blueprint pa3paboTtka npocTbix B UC-
MoJSIb30BaHWN, MPUBIEKATENbHbIX MOJIb30BATENIbCKUX NHTEPHENCOB, HEOOXOANMbBIX
[ YCNewHoM NHTEPAKTVBHOW BU3yanu3auuu.

7. BupTyanbHas peanbHOCTb: Kak TOMIbKO 3TO CTano npeAMeTom HayuHol daHTacTu-
Ku, VR aKTUBHO ncnonb3yeTtca n npeobpasyeT Bce GopMbl Meaua, BKNoYasA BU3yann3a-
umto. UE4 nuterpmposan VR B cebs 1 ycTaHaBnMBaeT CTaHAAPT ANA CO3JaHUA HTepaK-
TBHOro VR-KOHTEHTa.

8. Moppepxka nnatpopm: efrHopa3oBasn pa3paboTKa v BbiNMyCK NpuoxeHuin Ha MK,
Mac, Linux, iOS, Android, VR n mHoroe gpyroe c ouyeHb He6oMbLWMM KOIMYEeCTBOM 13-
MEHEHWI B MPOEeKTax.

9. JlnueHsnpoBaHMe N CTOUMOCTb: IbepasibHble YCNOBWA JIMLIEH3UPOBAHWA 1 CBO-
60AHbI AOCTYN K pefakTopy, NOAAePKKe U yanBUTeibHomy cooblyectsy UE4 B cove-
TaHUW C HeJOPOTrVMK TPe6OBaHNAMY K anmnapaTHOMY obecneyeHo 03HaualoT, YTo ce-
rOZHA MOYTU KaXKAbll MOXeT HauaTb pa3paboTky B Unreal Engine 4.

PaspaboTka MHTepaKTUBHOM BU3yanusauum
c Unreal Engine 4

Unreal Engine 4 MOXeT NOXBacTaTbCA OAHUM 13 CaMblX PEAJIUCTUYHBIX U TMOKNX KOHBE-
epoB peHAepuHra. HecoMHeHHO, Bac yke BNeyatniano noTpacaioLlee KauecTBO KapTUHKM
B Urpax, Busyanmsaumax n VR-npunoxeHnax, cosgaHHbix ¢ nomoLypto UE4.

XoTs UE4 1 pa3gBuraet rpaHuLbl BU3yanm3auuy v CPeacTs XyA0MKeCTBEHHON Bblpa3nTeb-
HOCTU MOBbILLEHHbIM KaueCTBOM 1306pakeHu i1, ero rmaBHoe NPerMyLLecTBO — CKOPOCTb,
C KOTOPOI1 OH MO3BOIAET BU3Yanu3npoBaTh, UTO JEeNAaeT ero MHTEPAKTUBHbBIM. Kak B pefjak-
TOpe, Tak 1 B cO34aHHOM Bamu npoekTe UE4 No3BonsfeT peHaepuHry pearnpoBaTb Hermo-
CPeACTBEHHO Ha BalM KOMaHAbI WX BBOA NIPOKA B PEXMME PEasibHOro BPEMEHM.

CKOpOCTb peHfepyrHra u MHTePaKTUBHOCTb, KOTOPYIO OHa NPUBHOCUT B MpoLiecc BU3ya-
nM3auun, ABNAIOTCA ABYMA Hanbosee BaXXHbIMU Pa3nnumnamMy Mexay UHTEPaKTUBHOW BU-
3yanusaunen B UE4 n TpagnunoHHOM peHAepHIOBOM BM3yanum3aunen, 4To BANAET NoYTH
Ha KaXkAblil acnekT paboTbl ¢ NpoekTom. UE4 CHMMaeT MHOr1e TBOpYECKME OrpaHmye-
HUA ANs CTYAUIA BU3yanusaumy n npopeccnoHanos, KOTOPbIe XOTAT HAyUYMTbCs HOBbIM
duKam, n36aBUTLCA OT CTAPbIX, BPEAHbIX MPUBbIYEK U MOJTYUNTb OMNbIT UHTEPAKTUBHOW
BM3yanu3sayunm.
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Yro UE4 npuBHOCUT B BU3yanusaumio

HecmoTps Ha TO UTO MHTEPAKTUBHOCTb TPebyeT Cepbe3HbIX YCUNNI, BPEMEHU, TEXHUYECKNX
3HaHWI 1 3a4acTylo BNeYyeT 3a cob0i CoXHble paboyme npoLecchl, OHa C NMXBOI OnpaB-
AblBaeT BoxeHus. OHa TpaHCcHOPMMPYeT Ballie BUAEHWE BM3yanu3aLmm U MeHAET 3puTenb-
Hble OLLYyLLeHNA OT FOTOBOr0 NPOEKTa Y BaLUMX 3aKa3uMKOB U KJIMEHTOB.

Unreal Engine 4 3apekomeHAoBan ce6s Kak MOLHbI MHCTPYMEHT AN1A BCEX BUAOB NHTEPaK-
TVBHOW BU3yann3auun: aBTOMOOMIIbHOW, a3POKOCMUYECKON, apXUTEKTYPHOW, HXEHEPHOI,
Hay4HOW — BCe 3TO B peXunme peanbHOro sBpemeHn. IHCTpymeHTbl, npegnaraemble UE4,

He nMeloT cebe paBHbIX B OTPAC/N, a NPUIOXKeHNA, pa3pabaTbiBaemble C €ro NOMOLLbIO, AB-
NATCA OKa3aTeNbCTBOM €ro HEBEPOATHbIX BO3MOXHOCTeN Kak nnatGopmbl pa3paboTku
VHTEPaKTUBHOW BU3yanu3aLlum.

HenuHelHoe u peanbHoe BpeMs

MpunoxeHna B Unreal Engine 4 paboTatoT B pexrme peasbHOro BpemeHu. T0 He TOofb-

Ko obecneyrBaeT MHTEPAKTUBHOCTb, HO U MO3BOJNIAET BPEMEHM B HaLLEM MU PE TeYb TaK Xe,
Kak 1 B peanbHocTu. Ha doTorpadun Bpema octaHaBnveaeTca. Ha Bueo Bpema CTaTU4HO
1 HensmeHHo. B Unreal Engine 4 Bpemsa 1 NpoCTpaHCTBO M3MEHUYMBDI, 11 Bbl MOXeTe MW Ma-
HVUNYNMpPoBaTb. Becb MUP MOXeT ObITb M3MEHEH B MTHOBEHME OKa, BbICBEUMBaA Takme npo-
CTPaHCTBEHHbIE N BPEMeHHbIe OTHOLLEHNA, KOTOPble MPOCTO HEBO3MOXHbI B TPAAULIMIOH-
HOWl B13yanu3aunu.

Bbl MOXeTe co3aaThb BM3yanusawmio, Kotopas 6yaeT paboTaTtb KaXablil pa3 OAUHAKOBO, NC-
nonb3ys 3apaHee onpepesieHHble TPAEKTOPUY KaMepbl U AeCTBUSA aKTOPOB, HO BonLwe6-
CTBO HaUYMHAETCS, KOrAa Bbl MpeBpallaeTe 3puTeNsa B UTPOKA, NPefoCTaBNsAs eMy KOHTPOJb
HajJl BpeMEeHEeM 1 MPOCTPAHCTBOM, U 3TOTO MOXXHO AOOUTLCA TOIbKO MPY MOMOLLM MHTEPAK-
TUBHOW BMU3yanu3auum.

CkopocTb, CKOPOCTb U elle pa3 CKOpPOCTb

BO3MOXHOCTb peHAepVHra LiesbiX CLieH MeHee YeM 3a CEKYHAY MEHSAET NpaBusia Urpbl.
BkntounB B CBOW NPOEKT 06paboTKy BXOAHbIX AaHHbBIX, GU3NKY, 3BYK, MONb30BATENbCKNN VH-
Tepdelic 1 B3auMofencTBrA C UTPOKOM, Bbl CO3JJaAnTe NPaKTUYeCKN Ntoboi MUP 1 UrPOBON
OMbIT, KaKOW TONIbKO BaM 3abnaropaccyanTca. EAVHCTBEHHbIE OrpaHnYeHna — 3TO Balun
BO3MOXHOCTV 1 06beM AOCTYMHOW BbIYNCAUTENBHOM MOLLHOCTY.

TpapnLUMOHHaA aHMaLMA ONMPAEeTCA Ha 3apaHee CO3[aHHY aHMaLMIO C MOMOLLbIO
odnaiH-peHaepuHra: cepun 2D-pacTpoBbix kKagpos 06pabaTbiBaloTCA C MOMOLLbIO MPOrpamMm
TPacCUpPOBKM Nlyyeid, Takmx Kak V-Ray, Mental Ray unu Maxwell, koTopble 3aTem komnunupy-
0TCA B MPUIIOXKEHNN ANA pefakTUPOBaHNA BUAEO, U KoMMNo3uTope, Hanpumep After Effects.

3TV peHAepbl Ype3BblYaHO JETaNN3UPOBaHbI, C KOPPEKTHBIM OCBELLEHNEM U YAUBUTENBHO
peanncTUYHbIMK MaTepuanamm, KOTopble UMUTUPYIOT CTEKIO, MPamop, BOAY 1 INCTBY C No-
4T GOTOPEANNCTUUYHON TOUHOCTbIO. 3aTeM 3TV Kafpbl COOMPAIOT M HaKNaAbIBalOT Ha HNX
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BM3yanbHble 3G deKTbl, ayANOA0POXKKY U rpaduKy ABUKEHWNIA, MOCE Yero NPONCXoAnT No-
BTOPHbIN peHAEePUHT B BUgeodann nnm nsobpakeHue. NMonyumswminca dann otnpasnaoTt
KNNEHTY.

HecmoTps Ha TO UTO KaxAablii Kafp AEMOHCTPUPYETCA B TeUeHre JUCKPETHOro oTpe3Ka Bpe-
MeHU, 06bI4HO 1/30 ceKyHAbI Kaxbll, 4NA ero peHAeprHra MoryT notpeboBaTbCsA Yach|,

a AnA aHMmauum — uenble aHw. lNocne 3aBepLueHNs NOArOTOBKM KaXKAoro Kaapa 4acTto Tpe-
6yeTcs [OMNOMHUTENIbHOE BPeMs Ha MOCTOO6PabOoTKy 1 pefakTupoBaHue, npexie yem byget
noJsiy4eH OKOHYATESIbHbI Pe3ynbTar.

Unreal Engine peHaepuT Kaxablii Kagp B peanbHOM BpeMeHW, TO eCTb A1A PEHAEPUH-
ra co ckopocTbto 30 KagpoB B ceKyHay TpebyeTca Bcero 1/30 ceKyHAbl Ha Kax<ablii Kagp.
UE4 He TONbKO CMpaBsieTcsa C 3TON HEMPOCTON 3afayeit, Ho 1 fobaBnseT nocTadpdeKTol
1 ayfvo, a TakXXe UMUTUPYET GU3MKY 1 TOTUKY reiiMrsies BMECTe C KaXbIM KafpoM.

[lnAa nHTepaKTMBHON BM3yanu3aumm TpebyeTcsa YacToTa KagpoB He MeHblue 30 KagpoB

B ceKyHay (fps). DTO 3HaumMT, UTO KaxkAblM Kaflp JOSIXKEH peHaepuTbcs 3a 1/30 ceKyHabl nnm
33,3 munnucekyHabl (Mc). Ecnm cpaBHUTB € TPaAnLMOHHON BU3yanu3aLuueil, Kotopas Tpeby-
eT 20 M1HYT Ha NOArOTOBKY OfHOTO Kafapa, nonyyaetca B 36 000 pa3 6bicTpee!

Hanprmep, Bam Heo6xoarnMo co3aaTtb TpexMuHy THYt0 HD-aHumauwmo. 3To faeT Bam

5400 kKafgpoB, KOTOpble HaAo BU3yanu3uposatb. MNpu 20 MMHYTax Ha Kagp (4To ABnAeTCA
HensIoXxom OLEeHKO ANA MHOMMX CPefCTB BU3yanm3aLumnm) Bpems Ha peHAEePUHT COCTaBUT
108000 MmuHyT, nnm 1800 yacoB., unu 75 fHei. KoHeuyHo, 60NbLWINHCTBO CTYANIA NCNOMb3Y-

0T peHaep-pepmMbl, KOTOpPble 0O6BEANHAIOT MOLHOCTU HECKOJIbKUX KOMMbIOTEPOB 1 COKpPa-
AT BPEMSA peHAeprHra fo Aone N3HavyaibHOro, HO fjaXke OBOMbHO MOLLHOW peHaep-
bepme, cocTosALeln 13 25 Y3108, NOTpebyeTcs LenblX TPY AHA Ha TPEXMUHYTHYIO aHMaLUIo.

PeHpepuHr nsobpaxeHui u aHMMauum

B OOMOJIHEHME K CKOPOCTH, 06ecneq|/|Balou.|e|7| NHTEPaAKTUBHOCTb, UE4 MOXeT 6bITb NCMNOJSIb-
30BaH OnA peHaepuHra Kagpos n aHMmauun ¢ npeaBapuTesibHO onpefeneHHbIM nyTem
Kamepbl, KOTOprVI Mbl MOXeM 3alaTb C NOMOLLbIO KNTIOYEBbIX KaAapoB HenocpeaCcTBEHHO

B Sequencer NN UMNOPTUPOBATb NYTb N3 NPUNOXKEHNA MO Bbl60py.

Korga aHumaumm peHaepaATCcA B pearibHOM BPeMeHW, Bbl MOXeTe MCMOJIb30BaTb HECKOJIb-
KO MpUemoB, 4Tobbl CAeNaTb KaueCTBO HAMHOTO Bbille, YeM OObIYHO Y UHTEPAKTUBHBIX CLIEH;
TO eCTb Bbl MOXeTe NoXKepTBOBaTb CKOPOCTbHIO A/1A AOMONHUTENBHOIO paspeLleHmna 1 Kaye-
CTBa KapTUHKN. Bbl MOXeTe nierko oTp1coBbiBaTb BUAEO C BbICOKUM pa3peLleHnemM 1 4acTto-
Tol KagpoB.. UE4 genaeT 3To HAaCTONbKO ObICTPO, UTO BPEMSA 3aMnnch Ha ANCK MOXKET ObITb
Jonblue, YeM HenoCcpeACTBEHHO CaM PeHAEePUIHT.

To, uto BbI BUAKUTE, 3TO TO, uTO Bbl NOoNyuyaete (WYSIWYG)
PeHIepvHr C TPaCcCUPOBKO Nydei MOXET 3aHUMATb Yachl, 1 60MbLUYIO YacTb Bpeme-
HN B OKHE MPOCMOTpPa npeaBapuTenibHOro pesysibtata Ballero pefaktopa Bbl BuanuTe
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npefBapuTENbHYHO, YNPOLLEHHYIO BEPCUIO CLIEHBI, KOTOPAA HETOYHO OTPakaeT OKOHYaTeNb-
HbI peHAaep. OcBeLleHre NOKa3aHo NPUGM3NTENBHO, @ MaTeprasnbl BOO6LLE MOTYT He OTO-
6paxaTbca. TeHn 1 rnobanbHoe OCBeLLeHME OYeHb PEAKO NMOKa3blBaloTCA B OKHe Npea-
npocmoTpa. Kaxzoe nsmeHeHne maTepuranos Ui ocBelleHns TpebyeT JOMONHUTENbHOIO
BPEMEHW PEHAEPUHTa, YTOObI Bbl MO/ MPOCMOTPETD €ro. B 60NbLIMHCTBE CLEH 3TO Aena-
eT npouecc paboTbl yTOMUTENbHBIM 1 TPyAoeMKM. C nomoubto pegaktopa UE4 Bbl mouTy
BCeraa nosyyaete TOYHOE NpefcTaBeHe 06 OCBELLEHUN, MONTOXKEHNMN Kamepbl, 3ddeKTax
NocTo6paboTKM 1 APYTrMX SNIEeMEHTAX CLIEHbl — BCE CPa3y, B PEXMME PeasbHOro BPeMeH!.
OKHO NPOCMOTPA, B KOTOPOM Bbl peAaKT/pyeTe CBOU CLieHbI, U GUHANbHbIN MPOEKT 3any-
CKaeT OAVIH U TOT Xe ABVKOK, YTO MO3BONAET BUAETb BCE N3MEHEHNA OQHOBPEMEHHO.

Mpupopa WYSIWYG UE4 npefocTaBnAeT orpomMHyto TBOpUecKyto cBob6oay B Mpon3Boj-
CTBEHHOM KOHBeliepe. Tenepb AUPEKTOP 1 KIMEHT MOTYT yBUAETb, Kak 6yayT BbirnageTb
OKOHYaTeNbHble peHAepbl HAa PaHHUX CTaAUAX NPOeKTa. ITo AeflaeT NpoLecc nognucaHms

N yTBEPXKAEHMA JOKYMEHTALMM ObiCcTpee 1 HafexxHee. TakKe 3TO CyLeCTBEHHO ynpoLyaeT
NMOMCK NOAXOAALMX MaTepuanoB 1 KOPPEKTUPOBKY OCBelleHNA, Tak Kak UE4 no3sondaeT mo-
MEHTaJIbHO YBUAETb N3MEHEHUA 1 NoAo6paTh HEOOXOAVMYI0 KOHOUMypaLmio.

MuTepakTusHocTtb oxxuenset mup B UE4

MpeBpalleHune 3puTeneit B UTPOKOB NepeocMbICIIsSET MPOLIeCC BU3yanm3auun. Y JaHHOro
noaxopa NpocTo HeT HeJOCTMKUMbIX NpefenoB. Mo 0HOMY HaXaTuo KHOMKM Bbl MOXeTe
0OKa3aTbCA B I06OM MecTe TeaTpa Un NtoboBaTbCA BUAOM 13 NI0OOIN KOMHATbI B JI060M Bbl-
COTHOM 3aHuU. Bbl 6e3 npobnem MoxeTe HaCTPOWTb [M3aliH JeKOpa CBOEro HOBOIO aBTo-
MOGUNA BMIOTb 1O 3€PHUCTOCTY KOXKI CUAEHWIA, 1 BCE 3TO CAENIaHOo C NPeKpPacHO TOYHO-
CTbIO 1 PEaNUCTUYHOCTbIO.

OpHuM 13 Hanbonee NpuBeKaTeNbHbIX CNOCOOOB NCMONb30BaHNA UHTEPAKTUBHbIX BU-
3yanvsauuii ABNAETCA NccnefloBaHNe MPOEKTOB BO BPEMEHU UM CPABHEHME anbTePHaTVB
1 BapMaHTOB NPOEKTNPOBaHUA B KOHTEKCTE 1 B PeXXMME peanbHOro Bpemenu. Mpespale-
HUe «3pUTeNA» B UTPOKa HEBEPOATHO PacLUMpPAET BO3MOXHOCTM 1 NpeasiaraeT HoBble Cno-
cob6bl BU3yanu3auuy 1 nepefayn CIoXKHblX HAOOPOB JaHHbIX.

Jaxe paboTa n pefakTnpoBaHrie Mupos B UE4 — 3T0 BeCeno, MHTePaKTUBHO 1 BU3YabHO
npuATHO. Bbl netute no mupy B Perspective Viewport ¢ NoCTOAHHbIM O6HOBIEHEM KafpOB,
BUAA, KaK OCBELLEHME OTPAXKAETCA OT MaTEPUAsOB.

Korpa Bbl pa3meLlaeTe CBET, Bbl BUAWTE NPefBapUTENbHbIA MPOCMOTP TEHEN C BbICOKUM
pa3pelleHreM, MOKa3blBalOLMNiA BaM TO, YTO Bbl MONTyUrTe B KOHEYUHOM NpoayKTe. Blueprints
NMO3BONAT BaM MHTEPAKTUBHO N3MEHATb MU 6e3 HanrcaHWs Kofa, KOMNUAALMN UK He-
06X0AMMOCTM BbIXOANUTL 13 peAaKkTopa, YTobbl onpoboBaTh HOBble GYHKLUN.

Kamepbl MoryT 6bITb HaCTpOEHbI Ha neTy, obecneyrBas ToUHble 3PpdeKTbl NocTobpaboT-
KW, TaKne KakK rny6rHa pe3KoCTh 1 pa3mMbITUE ABVXKEHUSA, KOTOPbIE BU3Yann3upyoTcs B pe-
XVMe peasnbHOro BpemeHu. [1na XyA0XKHNKOB BM3yanu3aummn, KOTopble NOTPaTUIN roapl



30 FMABA1 HAYA/IO PABOTbl CUNREAL ENGINE 4

Ha TO, UTO6bI BHEAPWUTb 3TW foporocrtoAawmne 3¢¢eKTbI B CBOW CLE€HbI, BUAETb TakKne Bbl-
COKOKayeCTBEHHbIe 3¢¢EKTbI N METb BO3MOXHOCTb KOPPEKTNPOBATb NX B p€ajibHOM
BpemMeHn — OCBO60)K,D,EHI/IE.

Bay-addekT

Unreal Engine 4 npoun3soauT Br3yasnbHble 3G deKTbl, KOTOpPbIe 3aCTaBAIOT JII0LEN FOBOPUTb
«Bay». Busyanusauua scerga 6bina o4eHb TEXHONOTUYHOM OTpacibio. loCcTuKeHNA B 06-
NacTN BbIUMCIEHNIA, N306PaXKeHW, MOAENNPOBAHUA U PEHAEPUHTa ObICTPO BHEAPAIOTCA.
KnueHTbl BCceraa uyT cnocobbl BbifennTbCA, Kak 1 cTyanmn Busyanusauuu. icnonb3osaHuve
UrpOBbIX ABVXXKOB AJIA BU3yann3aLnmn He HOBO, HO CMOCOOHOCTb MHTEPAKTUBHbIX MPUNOXe-
HWUI YAUBNATD NIOAEN — 3TO HeuTo HoBoe. JlaHawadT obnacTu ele Tonbko popmurpyeTcs,
HO NIV Y>Ke Havanm 3ayMbIBaTbCA O CBOVIX NMPOEKTaX U O TOM, Kak OHECTY MX A0 ayAnTO-
Py B MHTEPAKTUBHOM KOHTEKCTE.

byaywee

BupTyanbHaa peanbHOCTb, JOMOMHEHHaA peanbHOCTb, MOOMbHbIe NnaTdopmbl Epic Games,
ee napTHepbl 1 AecATKN TbicAY pa3paboTunkos UE4 co3patoT byayLlee, obnagan noutun He-
OrpaHNUYeHHON PacLIMPAEMOCTbIO U MOCTOAHHO PACTYLUM Habopom GyHKLMA. HY ofHa
Aapyras nnatdopma pa3paboTKy Nv peHOeprHra He MOXET NO3BOSIUTb BaM BOCMONb30-
BaTbCA MperMyLLeCcTBaMU TOro, UTo ByaeT fanblue.

MpepoctepexeHusa no paszpabotke Ha UE4

Unreal Engine 4 — 370 ¢paHTacTMUecKas nnatdopmMa pa3paboTku, KoTopas npegnaraeTt
TBOPYECK/E N XY[0XKECTBEHHbIE BO3MOXHOCTM, HEBOOOPa3nMble BCEro HECKOMbKO JIeT Ha-
3af. XoTA HMKorfa He 6blno Takoro MrpoBoro ABMXKa, Kak UE4, 3To Bce elle nrposoi ABu-
YKOK B cepfLe, pa3paboTaHHbI KOMMaHKWe No pa3paboTke BUAEOUTP ANA pa3paboTKu
BMAEOUrp.

YT06bI B MONTHON Mepe MCnonb30oBaThb To, uTo Npefnaraet UE4, n cosgaBaTb Havbonee npu-
BJIeKaTesIbHble BMU3yanv3aumm, Bbl AOMXKHbI HAYUUTbCA JyMaTb O CBOVX UCTOPUSAX, KOHTEH-
Te 1 paboumx npoueccax pa3paboTkM No-HOBOMY. Bbl Tak>ke JOMXKHbI HAyuYnUTbCs paboTaTh
c orpaHuyeHusmu UE4, a nHorga n ob6xoamuTb ux, 1 Boo6LLe n3beratb 1X, eCyiv CMOXeTe.

CnoxHocTb pazpaboTku

Bbl MoXeTe cnpocnTb: «[loyemy Mbl BCE 4O CUX MOP HE 1CMOb30BasiM UTPOBbIE ABUXKY AN1A
peHgepuHra?» MpocTas NpryriHa 3aKNioYaeTcA B TOM, YTO 3TO MOXET NoTpeboBaThb ropasfo
6onblue ycunuin. Co3gaHne KOHTeHTa Ans 6bICTporo peHaepriHra TpebyeT upesBblyaliHo ar-
peccMBHOM ONTUMU3aLMM, MOLLHOTO 060PYAOBaHMA 1 MHOXECTBA NMPOAYMaHHbIX paboumnx
npoLeccos Ana obecneyeHna TOYHOCTY U AOCTOBEPHOCTH.

Pa3paboTumkm ncnonb3ytoT ypoBeHb Aetanusauun (LOD), cTpumuHr, Teccenaumio, npea-
BapUTEeSIbHbIN pacyeT, onpenesieHne CKPbITOM MOBEPXHOCTM 1 KILMPOBaHUe, YTobbl ybe-
[OUTbCA, UTO BO BPEMSl BbIMOJIHEHUSI HEOOXOAMMO BbIUMCINTD Kak MOXHO MeHbLLEe KaXX[oro
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Kappa. TeKCTypbl NpefBapuTenbHO 06pabaTbiBalOTCA U XPAHATCA B popmaTax C annapart-
HbIM YCKOPeHMeM, OTpakeHWA NMpeaBapuTebHO 3aXBaTbIBAIOTCA B 30HAAX OTPAXKEHNS,

a ocBelleHne 1 rnobanbHoe ocselueHne (Gl) BbIUMCIAIOTCA U XPAHATCA B TEKCTYpPaXx C UC-
nonb3oBaHvem Lightmass.

Bce 370 TpebyeT BpeMeHu, yCunnii U NaaHUpoBaHus, YTobbl y6eanTbcs, 4To 310 paboTaerT.
XOTA TPaAULMOHHBIV peHAEPVHT TpebyeT Gosbleil YacTu TOW >Ke ONTUMM3aL K, JaBeHne
Ha PEHAEPVIHT B JONU CEKYHAbI 34€Cb OTCYTCTBYET, U BPEMA PEHAEPUHTA MOXKET BbITb KOM-
MEHCMPOBAHO AOMOJHUATENbHBIM 060PYAOBAHMEM WIIN XOPOLLO CM/IAHNPOBAHHBIMY Fpa-
drKamm, KoTopbie NO3BONSIOT PEHAEPUTL 6OJIbLIE BPeMeHU. XOTA NATUMUHYTHOE BpeMs
peHAepUHra Ha Kaap OTANYHO NMOAXOAUT A1 aBTOHOMHOIO PeHAEPUHTa, AaXke eCivi OH 3a-
HMMaeT 6onee 1/15 ceKyHAbl B IHTEPAKTVBHOMN BU3yanu3aLuu, 3To 03Havaet rpy6bii, npe-
PbIBAOLYMIACA OMbIT 471 BALUNX UTPOKOB.

HeT npaBa Ha owmnbky

Nmes Bcero 0,033 cekyHabl (33,3 mc, unn 1/30 cekyHbl) AN peHAepUHIa Kaxaoro Ka-

Apa, HKaKasA owmnbKa nnm HeadeKTBHOCTb He ABMAITCA He3HaumTenbHbiMU. OTCTaBa-
Huve Tonbko 0,001 ceKyHAbl OT BpeMeHU, He0OXOANMOrO ANiA peHAepUHra 06beKTa, KaxeTcA
CJIMLIKOM ManeHbKMM, YTO6bl MPUKafbliBaTb MHOTO YCUIWIA, YTOObI YCTPaHUTL €ro, Ho, eCnn
y Bac ecTb 30 Taknx 06beKkTOB (Hanpumep, AepeBbs, LIBETbl, aBTOMOOUNN, 3aaHNA UV NtofM)
B Balllen CLieHe, Bbl y>ke cakoHomunm 0,03 cekyHabl (3 mc), nnm 2,5 Kagpa B ceKyHAay. 9To
KpOoLLeYHasA NOrpeLHOCTb, a HebosbLMe HeloCTaTKM ObICTPO HaKanMBaTCA.

Korga Bbl HaumHaeTe 06cyxaaTb VR, Bbl FOBOpUTE Kak MUHUMYM O 90 Kafjpax B CEKYHAY,
pacnpefeneHHbiX MeXXAy ABYMs AUCNIesm. ITO BCEro nub 11 MUNIMCEKYHA ANS peHae-
PUHra BCel CLeHbl ABaXKAbl.

TpeboBaHua apyrux npunNoXKeHUn

UE4 npegnaraeT yaMBUTENbHbIN HABOP MHCTPYMEHTOB, KOTOPbIE Bbl MOXKETE UCMONb30BaTb
ONA JOCTUXKEeHUA yANBUTENbHbBIX BeLI.l,eVI C BalLUMIM KOHTEHTOM. YTO OH He MOoXeT caenatb
OYeHb XOPOLWO, TaK 3TO CO3aTb KOHTEHT, KOTOprIZ 6y,ueT OTO6pa)KaTbCF|. BTo BpemMA Kak
UE4 npepnaraeT fecATKy nepefoBbIX MHCTPYMEHTOB, MOYTU BCE OHU TPEBYIOT KOHTEHTA, CO-
30aHHOro B PYrom NpunoxeHumwu, yToObI A[OCTNYb HaUNTyYLINX pe3ynbTaTOB.

3TOT «<HEe[OCTAaTOK» MMeeT 0AHO 6oNbLUOe NPerMyLLEeCcTBO, MO 3aMblCly. 9TO NO3BONAET BaM
JenaTb NoYTU BCe Bally pa3paboTKM KOHTEHTA B NPUIOXKEHUAX, KOTOPbIE Bbl UCMOSb3ye-
Te KaXAblii eHb, 1 UCMONb30BaTb pa3paboTaHHble Bamy paboune npoueccol. Ecnv Bawe
NpUNoXeHne NOAAEPKMBAET IKCNOPT B FBX Unu MoXeT 6biTb MUMMOPTMPOBAHO TEM, UTO 3TO
noaAep K1BaeT, Bbl MOXKeTe NoNyUnTb CBON KOHTeHT B UE4.

3710 pa3zpaboTka nporpaMMHoOro obecrneyeHus

MHTepaKTVIBHbIe BU3yannsaynn — 3TO NPOrpamMmmMmHble NPUNOXKEHNA. OHU umetoT nporpamm-
HYI0 JTIOTVIKY 11 MONb30BaTeNbCKNI MHTepdEc 1 paboTaloT B pexkmme peasibHoro BpemMe-

HW. OTO O3Ha4aeT, YTO OHU TaKXe MOTyT UMeTb OLIJVI6KI/I, HYyX[OaTbCA B HOBbIX (I)yHKLWIFIX
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1 TpeboBaTb NOAAEPKKM 1 OBCYKUBaHNA, KOTOPbIe CYLLeCTBYIOT faneko 3a npegenamm
CpOKa NoCcTaBKM NpoeKTa.

[laxe camble opraH130BaHHble CTyAUN OBHapyaT, UTo CTPYKTYpa, CPOKU 1 ynpasrieHne
pa3paboTKON MHTEPAKTUBHOW BU3yanu3aumum c nomolbio UE4 4yacTto HeCOBMECTUMbI C aBTO-
HOMHbIM KOHBENepoM peHaepuHra. TecTMpoBaHue Urp, NporpaMmmmnpoBaHre U OTCNeXnBa-
HMe oWN6OK — BOT HEKOTOPbIE 13 HOBbIX PAbOUMX NMPOLIECCOB, KOTOPbIE Bbl AOMKHbI BKI0-
YMTb B Ball MPOLIECC, YTOObI 06ECNeunTb YCMELLHYI0 peanu3aLnio NpoeKTa.

Ecnu Bale npunoxeHvie npeaHasHayeHo AnA Nyo6MYHOro NCNonb3oBaHUA, yCUMA No nos-
HOMY TECTMPOBaHWIO 1 NCMPaB/IEHMIO NPUNOXKEHUA NOTPeOYI0T ropasfo 6osbliue BpeMeHH,
yeM Bbl M3HaYaNbHO Npepanonaranu. byabTe roToBbl K 3TOMY, COCTaBbTe OIOLXKET U NiaHu-
pyiTe CBOM NMPOEKTbl COOTBETCTBEHHO.

Mrpoku MoryT cMoTpeTb Bce

Korgaa Bbl co3paeTe cTaTMUecKyto Br3yanvsaumio Uy aHMmauuio, y Bac eCTb npenmylue-
CTBO B TOM, YTO Bbl TOYHO 3HaeTe, YTO 3pUTENb 6ygeT BnaeTb B Ka)K,D,bIIh MOMEHT. 3a UCKJTIo-
YyeHnem Hen3beXxHOro n3MeHeHun TPaeKToOpUn Kamepbl B NOCNEQHIOO MUHYTY, Bbl MOXKeTe
Bbl6paTb, Ha 4yem coCpenoToUYnTb CBOU YCUITUA, UITHOPUPYA BCE, YTO Bbl HE BUOUTE. Ecnu oH
He BMU3yan3npoBaH, OH flaXKe He AO0JTXKeH 6bITb TaM.

B nHTepakTuBHOM 3D-OKHE UrPOK MOXET CMOTPETb B NI06OM HanpasieHUy B ntoboe Bpems.
OH MOXeT nofobpaTbcs Tak 6NM3KO, Kak eMy HPaBUTCA, MOYTU K KaXX4OMY Yry U npucno-
cobnenuto. Jliobas owmbka MoxeT (1 byfeT) o6HapykeHa. OueHb BaXKHbl TOYHOCTb, aKKypaT-
HOCTb ¥ BHUMaHME K AeTansAM.

B BI/IpTyaJ'IbHOI?I P€anbHOCTN 3TO CTAHOBUTCA eLle 6onee o4yeBMAHbIM, KOrga UrpoK NCcnosb-
3yeT NO3UUMOHHOE OTCNEXNBaHNE. DTO O3HAYaeT, YTO OH YacTO MOXeT 6yKBaJ'IbHO NPOHN-
KaTb BHYTPb CTE€H U Jpyrux 06BbeKTOB, BUAETb BHELIHUI Mup, O6Hapy)KVIBaF| BOSLWEOHNKA
3a 3aHaBeCOM.

Mokasatenb otnnuHbix npoekToB UE4

HekoTopble o6wue TpeboBaHMA K NPOeKTY NOMOryT BaM ONpefenunTb, KOraa NpoeKT Bbinr-
paeT oT ucnonb3oBaHusa UE4, a TakKe HECKOJIbKO BaXXHbIX MOMEHTOB, Ha KOTOpble crefyeT
06paTUTb BHUMAHMe.

Yro6bl n3Bneyb Boirogy 13 UE4, NpoeKT foMmKeH UCMONb30BaTb OfHY 13 CUMbHbIX cCTOpoH Unreal
Engine 4 B focTaTouHOW CTENEHU, YTOObI YPaBHOBECKTb AOMOJIHUTE IbHbIE YCUIVSA MO Pas-
paboTKe MHTEPAKTMBHOW BM3Yyanun3aLmm rno CpaBHeHNIO C TPaAULMOHHOW BU3yanu3aLlmnen.

NHTepaKTUBHOCTb, CKOPOCTb, NPOrPaMMpPyeMOCTb 1 HENMHENHbIN XapaKTep NHTePaKTuB-
HbIX BM3Yyanun3aLuii B peasibHOM BPEMeHY AatoT 6e3rpaHnyHble BO3MOXHOCTH, HO MHOTAA
UE4 npocTo He noAxoauT AN NpoeKTa U laxe MOXeT ObiTb HeyauHbIM Bbibopom. Hannure
yeTKOW NpuUMHbI ncnonb3oBaTb UE4 oueHb BaXkHO, MpeXkae Yem UATH Mo STOMY My TH.
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CpaBHeHue BapnaHTOB

Be3ycnoBHo, Hanbonee pacnpocTpaHeHHON 1 y6eanTeNbHON NPUYMHON Pa3paboTKy NH-
TepaKTMBHOW BM3yanu3aLmm ABNAETCA HeOOXOANMOCTb CPaBHEHUA HAOOPOB JaHHbIX UK
BapUaHTOB NPOEKTMPOBaHWA B TPEXMEPHOM NMPOCTPAHCTBE 1 BPEMEHMN.

CpaBHeHVe anbTepHaTVB Bceraa Obino CNoXKHOW 3afaveit 4na TpaaLMOHHON BM3yanu3a-
LM 1 INHENHOW AOCTaBKM AaHHbIX. [laxke npocToe cpaBHeHve A/B MoXeT yaBonTb BpemsA
peHaepuHra ansa TpaauLMoHHbIX BU3yanu3auuii. lobaBneHrie BCero HeCKonbKMx BapuaH-
TOB MOXET BbICTPO YMHOXUTLCA Ha JeCATKM UM COTHU BapraLni U nepecTaHoBOK. Henun-
HelHbIN XapaKTep NHTEPAKTUBHON BU3yann3aunm n MOLHbIE NONb30BaTeNbCKMe NHTep-
dericol (Ul), KoTopble Bbl MoXeTe pa3paboTaTtb B UE4, N03BONAIOT UPOKaM NCCNIEfOBATb
ZaHHbIe NINYHBIMK, 3HAYMMbIMU COCO6amu.

MpepocTaBneHre UrPoKy BO3MOXHOCTYM NEPEKIIYaTh aflbTePHATUBbI, yCTaHABNMBATDL Ne-
peMeHHbIe 1 YNPaBsATb CBOUM NpefCcTaB/IeHeM B COOTBETCTBUU C €r0 TOUHbIMM NOTPE6-
HOCTAMMU Ype3BblYaNHO PaCLLUMPAET ero BO3MOXKHOCTU. ITO TOXKE NPOUCXOANT B peasibHOM
BpeMeHU. 3aecb HeT GperiMoB ANA BM3yanm3aumm n HeT npe3eHTauuii PowerPoint ana 06-
HOBJIEHWSA; U3MEHEHUA B JaHHbIX MOTYT ObITb MHTEPUPOBaHbI HEMeNEHHO.

MN3meHeHne Habopa AaHHbIX

npOQKTbI C NOCTOAHHO MeHALWNMNCA Ha6opaM|/| OaHHbIX NN Te, KOTOpre, BepOFlTHO, 6y-
4AyT nony4yatb 06HOBJ'|eH|/|ﬂ B MOCNeAHIO MUHYTY, TaKXe ABNATCA OTJINYHbIMW KaHAWOa-
TaMu OnAa ncnosb3oBaHuA UE4. NMoyTun ncknoums BpemaAa peHaepuHra, O6HOBJ'I€HI/IF| MO>»XHO
yBMAETb Cpasy.

OTIMYHBIM NPUMEPOM TaKoro PoJa MPOEKTOB ABNAETCA pa3paboTka NPOEKTHbIX Nped-
NoxeHnin. OueHb BaXKHO, YTOObI AN3aiHePbl, APXUTEKTOPDI U HXeHepbl Mornun paboTaTb
[0 nocnefHen MuHyTbl. Cneyndrkaumm ana NpoekToB YacTO MEHATCA 3@ HECKOSIbKO JHeN
[0 CPOKa, UMK peLleHna KnoyeBblx Npobiem peLuatoTca TOIbKO 38 HECKONIbKO JHeN Unu Ya-
coB go npe3eHTaunu. C TpagULMOHHOW aHMMaLUen 3T N3MeHeHNA MOryT ObiTb OFPOMHON
npo6nemor, NOTOMY YTO BPEMSA PeHAEePUHIa YacTo He MO3BOMSET BMU3yanu3aumsam npeg-
CTaBNATb OKOHYATESIbHbIN NPeAiaraemblil iU3aiiH UK, 4To elle Xy»Ke, TpeboBaHUA Npo-
eKTa. TO MOXKeT CUJIbHO CHU3UTb LleHHOCTb BMU3yanu3auuii, a MHoOrga faxe ctaTb nome-
XOI. Hannune BenuKonenHbix BU3yann3aLnii, Ha KOTopble KOMaHAa MOXET NONOXNUTbCA

B OAMHHAALIATOM Yacy, OYeHb BaXKHO, 1 ckopocTb UE4 MoKeT faTb Balleil KOMaHAe TaKyio
BO3MO>HOCTb.

Tpe6oBaHus k paspaboTtke Unreal Engine 4

Paspab6oTka Ha UE4 TpebyeT coueTaHUs NpaBuiibHOro 060pyAoBaHNs, NPOrpamMmMHOro obec-
neyeHna 1, KOHEYHO Xe, MpaBubHbIX ilofein. Camor 6onbluoii npobnemoit Ana 60nbLUNH-
CTBa XyAOXXHUKOB 1 CTYAUIA BU3yann3aLum, HECOMHeHHO, byieT NprnobpeTeHne HOBbIX Ha-
BbIKOB, HEOOXOAMUMbIX AS1A Pa3paboTKM MHTePaKTUBHbIX BU3yanusaumin. ObopynosaHue
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1 NporpamMmmMHoe obecrneyeHrne MOXXHO SIerko MPUOGPECTM U MOAEPHM3UPOBATL; Nprobpe-
TeHMe HOBbIX HaBbIKOB U Ntofel TpebyeT BpeMeHU 1 HaCTONUYNBOCTH.

Byayuu onbITHbIM Pa3paboTUMKOM BU3yanv3aLni, Bbl y>Ke ABSETEC OMbITHbIM TPEAEPOM,
B/IAAEIOLLMM NCKYCCTBOM BI3YasibHOTrO MOBECTBOBAHMSA, CBETA W LiBETa, aHMMaLUK 1 Bbi3bl-
BalOLLVIM SMOLMOHASbHbIE 11 MO3rOBble PEeaKLUK, KOTOPbIE AEeMaloT BU3yann3aumio Takum
MOLLHbIM MHCTPYMEHTOM KOMMYHVKaLmmn. CKopee BCero, Bbl He GyAeTe NCKYCHbIM Mporpam-
MVICTOM, 3BYKOPEXMCCEPOM Ui AV3aNHEPOM MOJIb30BaTEbCKOro NHTepdenca, 1 Baw pa-
60unii NPOLIECC MOYTN HABEPHAKA HE OCHOBAH Ha OTC/IEXNBAHUN 1 OBHOBIEHUN COTEH
bparMeHTOB KOHTEHTA U NCXOAHOIO KOAA.

Ha mo B3rnag, HanTy KOro-To, KTO yBneyeH co3faHnemM MHTePaKTUBHOIO OMbITa, OYeHb
BaXKHO ANA CTYANN, XKeNatoLwmnx NPonNT! MUMO CO3AaHNA CTaTUYEeCKUX BU3yanusaunn. 3ToTt
UenoBeK, BO3MOXHO, Y>Ke CyLLeCcTBYeT B Balllell KomaHze 1 TpebyeT ncnonb3obatb UE4 nnu
o060 Apyroli ITPOBOI ABUXKOK ANA CO34aHUsA CBOEro nckycctsa. COTHU, eCN He ThICAYN
npodeccrmoHanos 1 cTyaeHToB npuHAny UE4 n B cooblyectBe CTPEMATCA NPUCOEANHNUTLCA
K Nto60oI KOMaHe, KOTOpas Tak Xe CTPEMUTCS, KaK 1 OHW.

YTo KacaeTcs annapaTHOro 1 NPOrpamMmMHOro obecnevyeHus, To ans paspaboTtku UE4 Tpe-
6yeTcA JOCTaTOYHO MOLLHbI KOMMbIOTEP C XOPOLIMM O6BbEMOM MECTa Ha »KECTKOM ANCKE.
Hanbonee Ba>kHbIM KOMMOHEHTOM ABMAETCA MOLLHbIN «BblAENEHHbIN» rpadnuecknin npo-
Lieccop unu BugeokapTa. Paboune ctaHUum 1 HOyTOYKM YacTo NOCTaBNATCA 6€3 BblaeneH-
HbIX rPadUUECKNX NPOLECCOPOB, PaboTas Ha MHTErPUPOBAHHbIX» rPadUUECKIX YnMax, KO-
TOpble HAXOAATCA Ha MaTePUHCKOW nnaTte. IHTerpupoBaHHble rpaduyeckme npoLeccopsl
He PEKOMEHAYIOTCA U He NOALEPKMBAIOTCA.

[na pa3paboTKu s peKOMeHAY0 MOLLHBbIN rpadryecKunin NpoLeccop, KOTOpbIi HAMHO-

ro MOLLHee Ballel Lenu. 3To NO3BONAET BaM BbllepKaTb HaKNagHble pacxofbl pefakTo-
pa nntoc obble Apyrue NPUIoXKeHNs, KOTopble Bbl MOXKeTe 3arycKaTb Nnpu pa3paboTke

B UE4. OpHaKo A fomkeH npefocTepeyb Bac OT NyYLumx rpadpuyeckmx npoLeccopos, NoTo-
My UYTO OHM MOTYT BaM jaTb OYEHb HETOYHOE NpeACTaBNeHNe O NPOU3BOANTENbHOCTY Ba-
LIero NPUNOXeHNA, YTO 3aTPYLHUT OLLEHKY TOrO, Kak OHO GyfeT paboTaTb Ha Ballel Lene-
BOV nnaTdopme.

TpeboBaHuWsA K NporpaMmMHomy obecnedeHuto ana paspaboTku UE4 BapbrpytoTCA B OCHOB-

HOM B 3aBUCVMOCTM OT BaLUMX KOHKPETHbIX NMOTPeOHOCTEN, U Y Bac, BEPOATHO, y»Ke eCTb BCe
HeobxofuMoe ANiAa Hayana paboTbl MOUTK 6€3 KaKMX-Nnbo nnm ¢ o4eHb HEOGONbLWIVIMY UHBE-
ctmumamm. Pegaktop Unreal Engine 4 nsHayanbHo pabotaet Ha Windows, Mac OSX u Linux.
Bbl MOXeTe ncnonb3oBaTb KOMMepUecKue NpunoxkeHus, Takue kak Photoshop, Maya n 3DS
Max, unn 6ecnnaTHble anbTepHaTBbl, Takme Kak GIMP v Blender, ana co3gaHna KOHTeH-

Ta ana UE4. Unreal Engine 4 ncnonb3yet cTaHZapTHble UHAYCTPUanbHble dopmaTbl dalinos

Ana obmeHa gaHHbiMu (FBX, TARGA, EXR 11 T. 4.), UTO No3BONAET BamM aganTnpoBaTb CBOU UH-
CTPYMeHTbI U pabounii npouecc ans pabotol ¢ UE4.
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KomaHpHas paboTa B Unreal Engine 4

To, Kak KoMaHAbl paboTatoT BMecTe B Unreal Engine 4, oTnnyaetca ot Toro Tvna paboue-
ro NpoLecca, K KOTOPOMY MPUBbLIKIO 60/bLINMHCTBO KOMAaHE Bu3yanusaumuu. KopHu Unreal
Engine nexar He B aHMMaLM 1 BUAEONPOU3BOACTBE 6ObLIMHCTBA NPOU3BOACTBEHHbIX
MPOrpamm, PacnpoCTPaHEHHbIX B BU3yanr3auuy, a B NPOM3BOACTBEHHON cpeae pa3paboT-
KU NporpamMmmMHoro obecrneveHns ans paspaboTku BUgeourp.

O630p cucTeMbl yripaBneH1s BepcuaMm

TvnuuHbIA pabounii NpoLecc NPOEKTa, Ppa3MELLEHHbIN Ha GpaiNnoBOM cepBepe, K KOTOPOMY
NPVBbIKIO 60bLIMHCTBO XYAOXKHMKOB BM3yanu3aLumny — Koraa Bce dpansibl MpoeKTa XpaHAT-
CA Ha cepBepe 1 JOCTYMHbl OAHOBPEMEHHO, BOObLLEe He peKOMeHAYyeTCA UCMOoSb30BaTb A1A
npoekToB Unreal Engine 4.

Hannuve HeckonbKux YenoBek, paboTaloLmx Hal OOHUMY 1 TeMU >Ke dalinamu B Npoek-

Te UE4, MOXXeT NpUBECTU K KOHGNNKTaM 1 OLIMOKaM 1 HEBEPOATHO ObICTPO C/IOMAaTb NPO-
eKT. Jlloboli, KTo Korga-nnbo paboTtan B KOMaHfe, Mes ONbIT, KOrAa ABa YesioBeka paboTa-
JIN Ha[ OOHUM Y TeM Xe paiinom OfHOBPEMEHHO. B 60bLIMHCTBE c/lyyaeB paboTa ogHoOro
yenoseka byfeT HapyLweHa. B UE4 5TOT KOHGNIMKT MOXKeT He TONIbKO 03HauaTb noTepto pabo-
Tbl, HO 1 NPUBECTYN K OLWIMOKaM CCbINIOK, KOTOPble CMOCOOHbI MPYBECTM K MOJIHOMY OTKa3y 3a-
nycka npoekTa.

YT06bI M36€XaTb 3TVX KOHGNIMKTOB 1 0becneunTb pes3epBHOe KonmnpoBaHue 1 6esonac-
HOCTb fJaHHbIX, Bbl BCETAa [OMKHbI MCMOIb30BaTh CUCTEMY YNPABNEHNA BEPCUAMMN UCXO[HO-
ro koga nnu ¢bannos.

XoTs MHOTUe «6peHfbl» NPOrpaMmMHOro obecneveHus ans ynpasnexus sepcusamu (Perforce,
SVN, Git u T. A.) BOCTYMHbI, BCE OHU UMEIOT 06U pabounii MpoLecc: nonb3oBaTenu o6-
HOBJIAIOT WAIN 3arpy»KatoT MOC/eHIO0 BEPCMIO MPOeKTa € yAaneHHOro cepeepa Ha CBOIO J10-
KanbHYI0 MaLLMHY, @ 3aTeM, KOrga OHU BHOCAT U3MEHeHUs B Gaiisibl, OHUN «MPOBEPAIOTCA.
DTO roBOPUT APYr1M MOJIb30BATENAM, UTO 3TU daliiibl 3MEHEHbI 1 HAXOLATCA BHe npeje-
noB gocaraemocTu. Mocne Toro Kak nosib3oBaresib 3aKOHUNT BHOCUTb U3MEHEHUS, OH MO-
XKET «3aperncTpupoBaThb» UM «OTMNPABUTb» Gpaisibl Ha cepBep. Ternepb Apyrvie nosb3osaTe-
JIN MOTYT «O6HOBUTB» KON GaiifioB Ha CBOUX paboumx CTaHLUAX.

Ba)KHO OTMETUTb, UTO HM OfiHa Nepefaya GaloB He NPOUCXOAMT AaBTOMATMUUECKU, KaK 3TO
MOrmo 6bl 6bITb € Takol cucTemoln, Kak Dropbox. OHa Bcerga nHUUMMpyeTca nonb3oBaTens-
MU. 3TO rapaHTUPYET, UTO He NPOU30NAET HUKAKUX HEOXKUAAHHOCTEN; HaNnpumep, He Npo-
U30MJeT ClyYaitHOro o6HOBMEHMA daiinoB BO Bpemsa paboTbl UK CJTyYaliHOro OGHOBNEHNS,
KOrAa U3MeHeHMs He AOMXKHbl Obinv GbITb COXPaHEeHDI.

bonbwmrHCTBO cuctem ynpaBneHnAa BEPCNAMU TaKxKe Tpe6yIOT KOMMEHTapUeEB NPU Kaxxaom
N3IMEeHEeHUN ¢a|7|n03. D70 no3BonsaeT KaXAoOMy YBUAETb, KTO CAeNlan Kakyto pa60Ty N Kakne
HOBble (byHKLl,VIVI 6b1n1 fobasneHbl, NPOCTO B3MAHYB Ha XXypHan Bepcvu7|.
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MHTerpaumnsa noppepxkm ynpasneHus Bepcusamu
B Unreal Engine 4

Unreal Engine 4 nogaep»KnBaeT HECKONIbKO Havnbomnee pacnpoCTPaHeHHbIX M MOAXOAALMUX
nnathopm ynpasneHusa Bepcmamm Gaiinios, BCTPOEHHbIX HEMOCPEACTBEHHO B pefakTop.
Ecnu Bbl BKNtounTe NnogaepKKy ynpasneHua sepcuamn B UE4, pegaktop aBTomaTtusnpyet
MHOrue 13 Hanbonee pacnpoCTPaHeHHbIX 3afay, TakMX Kak U3BNeYeHNe, NeperMeHoBaHne
1 fpyrue 3agayun ynpasneHva dannamu.

Bbi Bce PaBHO AO0JTXXHbl BPYYHYIO OTMPaBUTb CBOKO pa60Ty Ha cepBep, Korga 3akoOH4YnTE BHO-
CUATb UBMEHEHWA, HO faXke 3TOT Nnpouecc MHTerpupoBaH B peaakTop.

JTa uHTerpaums ¢ pegaktopom UE4 o6lwimpHa 1 jenaeT NCnofb3oBaHue ynpaBneHus Bep-
CUAMU HEOTHEMIEMON HaCTblo Pa3paboTKkm ¢ nomolybio UE4. Hannune pegaktopa, Bbinos-
HAOLWEro 60/1bLLYI0 YaCTb TAXENOW PaboTbl, 0CBOBOXKAAET MOMb30BaTENElN OT CIOKHOCTEN
YNpaB/eHUa BEPCUAMM, FapaHTUPYS, YTO BCE YSIEHbI KOMAHAb! NCMONb3YIOT YNpaBfieHne
BEPCUAMM.

fl HacToATeNIbHO PeKoMeHAY0 KOMaHAaM, CTPeMALMMCA pa3pabaTbiBaTb NPUNOXKEHNA

Ha UE4, Kak MOXHO 6blCTpee 0CBOUTb CUCTEMbI YrpaBneHus Bepcnamu. OgnH paspaboTumk
TaKXe MOXET M3BJieUb Bbirogy 13 6e30nacHOCTY 1 yaobCTBa pa3melleHns BCeX CBOMX NpPo-
€KTOB Ha BHeLUHEM cepBepe.

13-3a 60/1bLLIOr0 KONNYECTBA JOCTYMHBIX CUCTEM YNPABIEHUA BEPCUAMM U CIOKHOCTU 13-
yueHus Nto6o HOBOM CUCTEMbI MOLLArOBOE PYKOBOACTBO MO MCMOJIb30BAHMIO CUCTEM
YNpaBNeHUsi BEPCUAMM BbIXOAUT 3@ PAMKM 3TOV KHUTUW; OAHAKO HEKOTOpble daHTacTuue-
CKue oduumanbHble 1 06LeCTBEHHbIE PeCypPCbl MOFYT MOMOYb BaM HAaCTPOWTb COOCTBEH-
HbIl CepBep yrnpaBneHna BepCAMU 1 HauaTb ncnonb3osatb UE4 B KOMaHAHON cpefie B Te-
UeHMe HeCKOJbKIMX YacoB. [oceTnTe ConyTCTBYIOLWMIA BEG-CANT ANS STON KHUTU NO agpecy
www.TomShannon3d.com/UnrealForViz ans nonyyeHusa o6HOBNEHHOro cnucka n nHoop-
Mauuu o6 nHTerpaumm ynpasneHus sepcuamu dainos UE4.

CroumocTb pazpabotku Ha UE4

Ana 60NbWMHCTBA XY[AOXHWUKOB U CTyAni Bu3yanusaunu UE4 HeceT oueHb mano gonon-
HUTENbHbIX 3aTPaT Ha NPOrpaMMHOE UK annapaTHoe obecrneyeHve Ana Hayana pabo-
Tbl. PejlakTop MOXHO cKkayaTb 6ecnnaTtHo, a ipyrne Heob6xoMMble UHCTPYMEHTbI ABNA-
l0TCA OTpacieBbiMN CTaHAapTamMn. BoNbLWNHCTBO MHCTPYMEHTOB, annapaTHbIX CPeACTB
1 NporpaMMHoOro obecrneyeHns, KOTopble Bbl CNOMb3yeTe ANA CO3AaHNA TPaANLVIOH-
HbIX BU3yanu3auui, XopoLLo Nocay»aT BamM Ansa co3gaHna KoHteHTa ana UE4. KoHeuHo,
Bbl MOXETE PacCYUTbIBaTb Ha TO, YTO MOTPaTMTE GOJbLUe BPEMEHM 1 JIEHET Ha HEKOTO-
pble obnacTu.
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O6opynoBaHue

MepBoe, uTo Bam Hy»KHO AN 3anycka UE4, — 3To xopoluas BugeokapTa — yem bbicTpee,
Tem nyulle. XopoLuei HOBOCTbIO 34ech ABnAeTcsA To, uto UE4 nyyuwe Bcero paboTtaeT Ha Bu-
AeoKapTax UrPOBOro ypoBHA. XoTA npodeccmoHanbHble KapTbl, Takue Kak Quadro u Fire
GL, MOryT npeanoxntb HEKOTOPbIE MPenmyLLecTBa HAAEXHOCTU, BbICOKOKauyeCTBEeH-

HaA urposas KapTa 06bIYHO CTOUT ropasfo AeleBne 1 obecneunBaeT ropasfo 6onbLuyio
NpoV3BOANTENIbHOCTb.

Bam Takxe HY>XHO MHOTIO 6bICTpOFO JTOKaJIbHOTO XpaHWnuiia. BTo BpemMsA KaK Bbl MOIn Obl
XPaHUTb 6OJ'IbIJJyIO 4aCTb CBOEro KOHTEHTa N MPOEKTOB Ha obwem cepsepe, UE4 npenHasHa-
YeH AnA 3anycka C NOKaNbHOM MallUVHbI NoNb30BaTens.

MpoekTbl UE4 MOTYT 04eHb GbICTPO YBENMYMBATLCA B Pa3mMepax, a HEKOTopble NPOeKTbl MO-
ryT pabotatb 6onee yem Ha 50 I'b. [laxke HeboMbLUME MPOEKTbI MOTYT 3aHATb MHOTO MeCTa
Ha fincke.

BpemMsa pazpaboTku

XoTa 60sbLwan YacTb Bawero paboyero Npouecca OCTaHeTCA HeM3MEHHON — MOArOTOBKa

KIMEHTCKNX JaHHbIX, OPraH13aums CLEeHbI, CO34aHVe 1 NPYMeHeHe MaTepunasos 1 ocBe-

LLieHWs, CO3AaHNe TPAEKTOPWI U BULOB KamMep U T. [j. — KaK TONbKO Bbl J06aBMTE NHTEPAK-
TUBHOCTb, 5TO GYAeT COBEPLIEHHO HOBAs Mrpa.

MporpammupoBaHme — 310 TpeboBaHVe, KOTOPOe GONBLUMHCTBO TPAAULMOHHbIX BU3yasu-
3aUui 06bIYHO HE MEIOT, @ 6ONBbLUMHCTBO CTYAMI N YACTHBIX JIUL, HE MEIOT 60/bLIOrO Ofbl-
Ta ¢ HUM. [laxke camasi MpOCTas MHTEPAKTUBHas Bu3yanu3aLns TpebyeT HEKOTOPOro YPOBHS
CLieHapueB 1 NIOTVIKY MOJIb30BaTeNIbCKOro MHTepdelica. Bxog nrpoka fomkeH 6biTb Npoyn-
TaH, a B3aMMoeiCcTBMe — 3anporpaMmmmnpoBaHo. MporpaMMmpoBaHmne 1 HanrcaHue CleHa-
pueB BbICTPO CTAHYT CYLLECTBEHHON YacTbio GOMNbLIMHCTBA OI04KETOB Ha Pa3paboTKYy.

3aTpaTbl Ha pPa3paboTKy MOTyT O6bICTPO PACcTX U YMHOXaTbCA. CIIOXKHOCTb MHTEPAKTUBHON
BU3yan13aLum BO3pacTaeT, Ka3anocb Obl, SKCMOHEHLMANbHO MO Mepe Jo6aBNeHNsA Unn pas-
BUTUA 06BEKTOB. MNpyn pa3paboTKe MHTEPAKTUBHbBIX BMU3Yyanv3aLinii BO3HMKAET HEUTO BPO-
ae addekra Awrka MaHgopbl. OgHa 0CO6eHHOCTb HeU36eXXHO BAUAET Ha APYrYIo, yBennuu-
Bas ob6a npefnonaraemMbix BpeMeHU pa3paboTku. OnpepgeneHve Toro, Korga GyHkumum 6ygyt
B3alMOJENCTBOBATb, 1 COOTBETCTBYIOLLEE YBENNYEHME OO KETOB UpE3BblUaliHO BaXKHO

1 JOMKHO BbITb CTPOro YUTEHO Ny pa3paboTke chepbl OXBaTa BALLErO MPOEKTA.

TectnposaHne n QA

Hap;u:ly C HaKJlafiHbIMX pacxXo4amMun Ha NOTNKY U nporpaMmmnpoBaHme 4acTto BO3HUKAlOT
CKpbITble WK yNyCKaeMmMble 13 BUAY 3aTpaTbl: TECTUPOBaAHME U KOHTPOJ1b KayecTBa. Mo mepe
TOro KaK Baly NpunoXxeHua sBusyannsaynn CTaHOBATCA BCe 6osiee CNOXHbIMU U/Unn Korga
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OHM CTAHOBATCA OOLWE[OCTYMHBIMU, MOUCK, OTC/IEXMBaHKE U UCMIPaBNEHNe OWNOOK MOTYT
CTaTb HEOXMAAHHO TPYJOEMKOW YaCTbio Ballero LMKIa pa3paboTku.

MomMHuTe 06 3TKX 3aTpaTax 1 He NpoAaBanTe ceba B yObITOK NpU cocTaBneHn bloaxeTa
NPOoeKTOB ¢ ncnonb3oBaHem UE4. Bbl fOmKHbI NpefoCcTaBUTb 4OCTaTOYHO BPEMEHM ANiA
pa3paboTKy MPOrpaMmmMHOro obecneyeHmns YacT MHTEPAKTMBHON BM3yanu3aumm. 3Tu 3a-
TpaTbl MOTYT ObITb TAKMMU >Ke, €CNIN He 6onblue, YeM 3aTpaThbl Ha co3aaHve 3D-mopenei

1 CLIeH, 0COGEHHO eC/in Bbl HAUMHAETE 1 [OMKHbI PAa3BMBATb CBOU HaBbIKM pa3paboTumka.

dkoHoMus 3aTpaTt UE4

PaspaboTka B Unreal Engine 4 moxeT nokasatbcA [JOPOroCTOALMUM NPenoKeHnem, 0Co-
6eHHO ecsin yuecTb BpeMs, KOTOPOe Bbl 1 Ballla KOMaHa TpaTuTe Ha obyyeHne 1 aganTa-
LMo K HOBOMY crocoby paboTbl. OfHako HeKoTopas CylleCTBEHHas SKOHOMUA 3aTpaT Npo-
NCXOAUT NPOCTO Ha OCHOBE KOHBeWepa pa3paboTky 1 TexHonorum UE4,

OcB06OAMBLINCL OT MIHTEHCUBHOTO PeHAepPUHra ¢ npuBsa3skon K CPU 1 maccrBHbIX HabopoB
[aHHbIX, FeHeprpyeMbIX PeHAEPUHIOM KapoB, HE06X0AMMOCTb B BbleNeHHON unu obnau-
HoW peHfep-depmMe ycTpaHAeTCA UKW 3HaUUTENbHO yMeHbLaeTcs. OfHa paboyas cTaHuuA
MOXET 3aMeHNTb JeCATKM, @ UHOTAA U COTHU ThICAY JOMIAPOB, MOTPAYEeHHbIX Ha PeHAePUHT
060pynoBaHMSA, MMLEH3MOHHbIE MATEXM 33 MPOrpaMMHOE obecrneyeHmne, TeXHMYeckoe 06-
Cy>KUBaHUE 1 cofepKaHne NmM XOCTUHT. Ecin y Bac y»ke ecTb HacTpoeHHaa pepma peH-
[EePVIHTa, Bbl MOXeETe MCMob30BaTh ee AfA ycKopeHua peHaepuHra Lightmass ¢ nomo-
Lblo areHTa Swarm v KoopAmMHaTopa Ans pacnpeaeneHnsa paboyen Harpy3Ky peHgepuHra
TaK e, Kak 1 Apyrue MHCTPYMeHTbl pacnpefenieHHOro peHAEPUHra, C KOTOPbIMU Bbl, BO3-
MO>HO, 3HaKOMbl.

Ecnu Bbl He ncnonb3yete UE4 gna co3pgaHna Busyanmsauui, Bbl TakKe MOXKeTe yBUAETb
OrPOMHYI0 SKOHOMMIO HA XPaHEHMM AaHHbIX. Korga Bbl BU3yanusnpyeTe MHTePaKTUBHOE
NpUNoXeHne, Kaxablii Kap 3aMeHseT NpeablayLWnii 1 TOT 6yKBabHO BblOpacbiBaeTCs,
a He CoXpaHAeTCA Ha AuUCKe.

Unreal Engine 4 npocTo He TpebyeT MacCMBHOMN MHPPACTPYKTYPbI peHAEePUHra, Heo6xo-
OVMOW [Nsl peHAEePUVHra € TPacCUpoBKo nyyeid. be3s HeobxoaumocTu B peHaep-depmax,
OTPOMHbIX peLleHNAX ANA XPaHeHW JAaHHbIX UM CBEPXCKOPOCTHBIX CETAX Bbl MOXETE A0-
CTWYb ropasfo 60sbLLEro C MEHBLUVIMU KanuTanoBAOXeHUAMY, ncnonb3ya UE4. Kak 1 6onb-
LUMHCTBO acneKToB pa3paboTku ¢ Unreal Engine 4, cylyecTByOT KOMAPOMUCChI, Y CTOU-
MOCTb pa3paboTkn B UE4 Huuem He oTnnyaeTca. Bbl CTONKHETECh C yBeNMUYeHeM BpeMeHM
NpoV3BOACTBA U YCUINIA, HO ByaeTe BO3HarpaxaeHbl PeHAEPVHIOM B PeaibHOM BPEMEHM

1 BCEMU NPEUMYLLECTBaMU, KOTOPbIE 3TO MPUHOCUT.

Mo Mepe TOro Kak Bbl 1 Balla KOMaHAa OCBOMTECh C UHCTPYMEHTaMM U HauHeTe co3faBaTb
CO6CTBEHHbIe HafieXXHble paboune NPoLecchl C y4eToM BallyX CreLman3npoBaHHbIX KOH-
BeepoB BM3yanm3ayum, MICTOYHNKOB JaHHbIX, TPeOoBaHWI KNMEHTOB 1 OXKMNAAHWIA, 3aTPaThl
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MOTYT pe3Ko CHU3NTbcA. OfHaKo NMenTe B BUAY: Kak 1 BCe MPOEKTbl BU3yanu3aLunm, Kax-
abii npoekT UE4, KoTopblii Bbl AenaeTte, 6pocaeT Bam BbI30B HOBbIMU U HEOXKMUAAHHbBIMY
cnoco6amu. TO He HELOCTATOK UHCTPYMEHTOB; 3To notomy, uto Unreal Engine 4 HacTonb-
KO 0BLIMPEH, MOLLEH U pacLIpPAEM, UTO NOYTU HET Npefiesia TOMY, Yero Bbl MOXeTe JOCTUYb
C ero nomotybto. BoobpaxeHre Bac 1 Balwmx KNMeHTOB 6yAeT pacKpbITo, U Bbl CTaHeTe Noj-
TankmMBaTb APYr ApYra K JOCTVXEHWIO CrefytoLlei BeNnKo Lenn, NosToMy blogkeTunpyiTte
COOTBETCTBEHHO.

Pecypcbl n obyueHume

[1Ba cambix 60NbLUMX Pa3NNUNA MeXAY NPOorpaMMHbIM obecrneyeHrnem NpodeccroHanbHOro
YPOBHA 1 BCEMM APYTMMI MPOrpaMmamMy — 3TO OKYMeHTaUmaA 1 nogaepkka. bes scecto-
POHHel, akTyanbHOIN JOKYMEHTaLMM U JOCTYNa K CUCTEME MNOAAEP KM MPUHATIE TIo60ro
NPOrpamMMHOro NPUOXKEHNA MOXKeET ObITb CJIOKHBIM UM COBEPLUEHHO HEBO3MOXHbIM. Cro-
cob6HOCTb 06yyaTb CBOIO KOMaHAY, HaXOANTb CBOEBPEMEHHbIe pelleHnA npobnem, oTce-
XKMBaTb 1 BHOCWTb CBOW BKNaf B Pa3paboTKy NCMOSb3yeMblX MHCTPYMEHTOB MeeT BaXKHOe
3HayeHWe ANA NNaBHOMoO 1 NPeACcKasyeMoro LuKa pa3paboTku.

Unreal Engine 4 — 0fiHO 113 CaMbIX XOPOLLO AOKYMEHTMPOBAHHbIX MPUMOXKEHNIA, KOTOpPbIE A KO-
roa-nmbo ncnonbsosan. OduumanbHas fOKYMeHTaUmA ABNAETCA BCEOObEMITIOLLEN, XOPOLLO Ha-
MUCaHHON 11 aKTyasnbHOW, HECMOTPSA Ha OPOMHblE OOHOBIEHMS, KOTOPbIE MPOUCXOLAT B NPU-
JIOXKEHUV Ha perynsapHoii ocHoe. HoBble GyHKLMM BBOAATCS C MOAPOGHON JOKYMEHTaLMen

1 NpYMepamu NPOEKTOB, U MOHATHbIE, XIBble TPEHVHTY MPOBOAATCA HECKOJBbKO Pa3 B Heflenio,
rae dakTnyeckre pa3paboTunKi MHCTPYMEHTOB EMOHCTPYPYIOT UX. BO BpemaA STUX NpsAMbIX
TPaHCAALMIA ayAUTOPYsA MOXKET 3afjaBaTb BOMPOCHI, NOJyyas HEMeASIEHHOE MHAVBYAYaNbHOE
obyyeHue 1 06paTHYH CBA3b MO ABUMXKKY HEMOCPEACTBEHHO OT Pa3paboTumKoB.

HecmoTps Ha orpomHble ycunus Epic Games no co3gaHuio JOKYMEHTaLumm MUPOBOro YpoB-
HA 1 y4e6HbIX MaTepuanos, BKOYas 3Ty KHUTY, MPOEKTbI, HaJ KOTOpbIMU paboTaloT pas-
paboTurKK, HACTONBKO YHUKasbHbI, YTO HEBO3MOXXHO OXBaTUTb KaXbli1 Clyyait Cnonb-
30BaHusA 6e3 CoTeH Noaei, paboTaLnx Haj CoO3[aHeM AOKYMeHTaUun. IMEHHO 3To

1 MPOU30LLJIO.

Moanepxka coobuecTBa

C camoro Hauyana Epic Games obpaTtunach kK coobLecTBy pa3paboTumkoB, YToOObl MOMOYb
c Unreal Engine 4, 1 coo6LuecTBO 0OTpearmpoBano Ha 3TO OrpOMHbIM 06pa3om. YneHbl co-
obLecTBa cpa3sy xe Hayanu BbiNyckaTb yanBUTENbHbIE ObyyatoLne N AeMOHCTPaLVIOHHbIe
MaTepuasbl, YToObl MOMOYUb MPYBMiEYb HOBbIX Pa3pPaboTUMKOB Kak MOXKHO ObicTpee. Epic
Games npr3Hana 3Ty ycunusa 1 okasana orpoMHYyo Noaaep»KKy coobLiecTsy pazpaboTtuu-
ko UE4 B BUZie MapKeTMHra 4na paspaboTunkos, rpaHToBol nporpammbl Unreal Dev, Ko-
TopasA Npucy»KAaeT pa3paboTumkKam coobLLecTBa AeHEXKHbIE TPaHTbl, MPAMYIO MOAAEPKKY
rpynnam nonb3oBaTtener No BCeEMy MUPY 1 MHOToe Apyroe.
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Epic Games noLuna Ha OrpoMHbIli PUCK, BbIMYCTUB CBOE Camoe LieHHOoe B Myp becnnaTHo. Al cuun-
Talo, UTO OfiHa U3 KJII0UEBbIX MPUYUH Takoro ycrnexa UE4 3aknouyaeTcs B TOM, UTO OHa He TOJIbKO
NpvHAMa 1 B3pacTuia cCoobLeCcTBO, HO 1 CamMa CTasla YWIeHOM KOMMbIOHUTY Pa3paboTuMKoB.

Marketplace

MpofosnkeHneM OpUEHTMPOBAHHON Ha cooblecTBo 6usHec-mopenu Epic sensaetcs Unreal
Engine Marketplace. Marketplace no3sonset paspaboTurikam npoaaBaTb KOHTEHT HEMO-
CpeAcTBeHHO Apyrum pas3paboTurkam. COTHM acceToB AOCTYMHbI BO BCEX MbIC/IMMbIX KaTe-
ropusax. 3D-mogenu, Matepuarnbl, NOsHble NCXOAHble dalifbl Urp, aHMMALUSA, My3blKa 1 3BY-
KoBble 3¢ deKTbI, @ TaKXKe CUCTEMbI YacTUL, MOTYT ObITb NMPYOGPETEHbI HAa PbIHKE OfVH pa3
IS KXKAOW CTyAMM 1 UCMONb30BaHbl B NMo6bix npoekTax UE4 3Tol cTyanei nnm otaenbHbIm
JINLLOM C 3TOTrO MOMEHTa.

31 acceTbl, KOHEYHO, PA3NINYAIOTCSA MO KAYeCTBY 1 YPOBHIO NOAAEPXKKM, MOTOMY UTO OHU

He co3paHbl Epic Games; ogHako Epic Games nmeeT cTporue cTaHAapTbl KOHTPOJIA KauecTBa
U CMCTEMY NMPOBEPKM COOOLLECTBa, YTOObI FapPaHTMPOBAaTb, YTO BCE JOCTYTMHbIE aCCETbI Me-
I0T XOpollee KayecTBo.

Accetbl n3 Marketplace MoryT He TONIbKO CSKOHOMMUTb COTHY YacoB Pa3paboTKy BaLLero
MPOEKTa, HO 1 CTaTb YANBUTENbHbIMY YYeOHbIMK pecypcamm. Bbl MoxeTe pa3obpaTb Kax-
AbliA acceT, KOTOPbI MOKYMNaeTe Ha PbIHKE, Y TOAPOBHO N3yunThb, Kak OH paboTaeT. [o mepe
TOro Kak Bbl y3HaeTe 60sibLue, Bbl MOXKeTe MOANOULMPOBATb 3TV acCeTbl B COOTBETCTBUN

C BaLUMMM NOTPEBHOCTAMY USIN UHTErPUPOBATb KX GYHKLUM B COBCTBEHHbBIE TEXHOMOTMN.

CoobLecTBO pa3paboTUMKOB Urp BCerfa Ntobuno cobrpaTbca BMecTe, YTo6bl MOroBo-

pUTb O MarasuHe, yKpafKoi B3rnAHYTb Ha HOBblE UFPbl APYT ApYyra U YYUTbCa ApYr Yy Apyra.
Bctpeun n koHbepeHLMM No pa3paboTke Nrp NPOXOAAT NOUTU B KaXKLOM KPYNHOM ropofe
CLUA, EBponbl 1 A3nm. Pa3paboTka nrp — 310 orpomMHas nHgyctpus. Tonbko B CLUA urpo-
KU TpaTAT Ha Bugeourpbl 25,3 Munnnapga fonnapos B rog. beictpbiii nonck B Google moxeT
ObICTPO BbIABUTb COOLITUS PALOM C BaMU. XOTA 6ONbLWMHCTBO 13 HUX HEe MOTYT ObITb Cre-
unduryHbimmn ana UE4, 6e3ycnosHo, 6yayT npucyTCTBOBaTb HEKOTopble pa3paboTunku UE4
1, BO3MOXHO, la’ke HEKOTOpble pa3paboTurKky MHTepaKTUBHONM Br3yanu3auuu. Cnyyanmcb
1 6osiee CTPaHHbIE BELWN.

OduumanbHbIX Fpynn nosib3oBaTenel, NoaAepKrBaeMblx HenocpecTBeHHO Epic Games,
HEMHOTO, HO UX YnNCo pacTeT. Eciv Bam nocyacTanBmiIOCh NOAYUYNTb AOCTYM K STUM rpyn-
nam, OHY ABNAOTCA OT/IMYHBIMU PeCcypcamu AfA CO34aHNA CBA3eN, 0byueHns u Henocpes-
CTBEHHOrO y4acTus B coobuyecTse paspaboTtumkos UE4. Teicaun paspabotunkos Unreal
Engine 4 Take BCTpeUaoTcs HeodrUManbHO, UCMOMb3ys TaKMe MHCTPYMEHTbI, Kak meetup.
com, 4TO6bl HANTK PAJOM C HMUN €4MHOMbILLNIEHHNKOB-PAa3pPaboTUMKOB.

KpynHeiwnm cobpaHrem paspaboturkos urp B CLUA asnaetca Game Developer’s
Conference (GDC). HegenbHoe cobpaHnue, nposognmoe B CaH-OpaHUMCKO Kaxkablii rof,
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Nno3BoNfeT pa3paboTurkam 13 camMbiX pasHbIX CJI0eB 00l ecTBa CObUpPaTbCs BMECTE, YToObI
yumnTbcA, 06aTbcsa 1 06MeHUBaTbCA naesmu. beceapl, TPEHWHIM 1 KPyTJible CTOSbI OT pas-
pPaboTUMKOB NPEMbEPHbIX Y MHAU-UTP 3arOHAT JHU, B TO BPEMSA KaK Beuepa 3anoJiHEHDI
BeYeprHKaMu 1 cobbITuAMYM Nno Bcemy ropoay. GDC Takxe MeeT O6LUMPHYI0 BbICTABOYHYIO
nnowaaKky ¢ NPon3BoANTENAMU 1 pa3paboTunKamu, LEMOHCTPUPYIOLMMU BCE — OT HO-
BeliLlLero nporpaMmmHoro obecrneyeHms gna ynpasneHna pasymom A0 HOBeWLWero NrpoBoro
ABVIXKKa UM YCTPONCTBa BBOAA. ipMapKa BakaHCUI NPMBeKaeT COTHM HeTeprnenmBbliX Xy-
[OOKHVKOB, MPOrpaMMU1CTOB 1 M3aHEPOB, ULLYLIMX CBOV NEPBbIV 60JbLLION NPOPbIB B VH-
OyCTPUM MHTEPAKTMBHbIX pa3BrieueHunin. ECnm Bbl MoXeTe No3BonuTb cebe NprcyTCTBOBATD,
A HACTOATENbHO PEKOMEHAYIO €€ KaXK oMy Cepbe3HOMY pa3paboTurKy NHTEPaKTUBHOW BU-
3yanusaumm. Hecmotpa Ha To uto GDC He cpoKycrpoBaHa TONbKO Ha UHAYCTPUMW BU3yanu-
3auuu, yyacTre gact 6ecnpeLieleHTHbI ONbIT B3aMOAENCTBMA C COOOLEeCTBOM ANA nocsne-
AYHOLYX NeperoBopoB.

lne 6bl Bbl HY XMW, A HAAEIOCh, YTO Bbl CMOXeTe MonacTb Ha cobpaHure coobliecTBa paspa-
6O0TUMKOB MHTEPAKTVBHbIX MPUIIOXKEHWNI U UTP, @ TaKKe, HafleloCb, Ha FPynny, OPUEHTUPO-
BaHHyto Ha UE4. Bce oHM 0UeHb CTpacTHas KOMMaHUs, 1 3T cobbITUA BCerga nomoratoT npe-
KpacHO NpOBOANTL BPeMsi.

3aKkiroueHue

Hauano pabotbl ¢ pa3paboTKoi nHTepakTnBHOM Bulyanusauuu 1 Unreal Engine 4 B yacT-
HOCTU — 3TO NpoLecc ¢ paHTaCTMUECKM BO3HArpa)KaeHnem, KOTopblil 1aeT BaMm, Ballein
KOMaHZe 1 BalluM KSIMeHTaM TBOPYECKE BO3MOXKHOCTU, a Ballel ayfuToOprn — HOBble
CNocobbl y3HaTb 1 UCMbITATb UCTOPUK, KOTOPbIE Bbl paccKasbliBaeTe Kak NpodpeccuoHarnbl
B 06/1aCTV An3anHa.

Tenepb y BaC AOMKHO ObITb Nyylliee NOHMMaHUe Toro, uto Takoe UE4, uTo oH npeanaraet
ANnA BU3yanusauuu, n 063op Toro, kak UE4 oTnnyaeTca oT TOro, 4To Bbl MOXKETE UCMOMb30-
BaTb ANA pa3paboTKyM BM3yanu3aumii. Bbl Tak»ke AOMKHbI UMETb HEKOTOpOe NpeAcTaBfieHne
0 TOM, KaKMe NpoeKTbl ABNATCA XOPOLMMI BapraHTaMu /1A Ballero nepBoro npoekTa
UE4, 1 NnoHMaTb HeKOTopble MPo6ieMbl, C KOTOPLIMU Bbl MOXKETe CTONKHYTbCA B OyAyLUeM,
U Kak 136exaTb HeKOTOPbIX 13 HYX.
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Pa3paboTka MHTepaKTUBHOW BMU3yannsauumn

B UE4 — 370 ucKyccTBO paspaboTtku MO B To1 e
Mepe, UTO N NCKYCCTBO BM3YyasibHON KOMMYHMKa-
umn. Paboune npoueccbl U UHCTPYMEHTbI, Ha KOTO-
pbie Bbl Nonaranancb B Te4eHne MHOTUX JIeT, MOryT
He paboTaTb UK faxke YCNIOXKHATb CUTYyaLuio.
Unreal Engine 4 npeanonaraet, 4To Bbl 6ygeTe
AenaTb Bce onpegeneHHbIM 06pa3om, YTo6bi

BeCb KOHTEHT peHAepuICcA HAacTONbKO GbICTPO,
HaCKOJIbKO 3TO BO3MOXHO B ABWXKe. Ecnu Bbl
3HaeTe, Yero oxkuaatb (v uto UE4 oxkupaet ot Bac
M Ballero KOHTEHTA), Bbl MOXKeTe MaKCMMaibHO
ncnonb3oBaTb Bo3MmoxKHocTh Unreal Engine 4

ANA pa3paboTKu AMHAMUYHbIX, NPUTAraTeNbHbIX
BU3yanusauni, KoTopblie HaxXoAAT OTKNUK y Ballen

ayauTopun.
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KomnoHeHTbl Unreal Engine 4

UE4 — 3T0 He 0fQHO NpUNOXeHMe, a CKopee Habop MHCTPYMEHTOB, MPUAOXKEHNI U flaHHbIX,
KoTopble paboTaloT COBMECTHO, MoMoras ynpasaTb, pa3pabaTbiBaTb 1 pa3BepTbiBaTb NPW-
NOXeHnA peanbHOro BpeMeHu Ha pa3nuyHbix nnatdopmax. Cpepa paspabotku UE4 yau-
BUTE/IbHO XOPOLLIO OpraHn30BaHa, NocefoBaTesibHa U HanosIHeHa y4ebHbIMU 1 CrpaBoY-
HbiMK pecypcamu. Editor — 3710 xopoluo peanusoBaHHasA yacTb UE4, nocTpoeHHasa BOKpyr
naen caenatb pa3paboTKy MHTePaKTUBHOrO KOHTEHTa TaKoW e yBrieKaTenbHOW 1 oYapoBa-
TesIbHOW, KaK UCMOJIb30BaHNe NPOEKTOB U Urp, pa3paboTaHHbIX C €r0 MOMOLLbHO.

MoHnMaHre KomnoHeHTOB Editor 1 To, Kak OHM AeCTBYIOT BMECTe, MOXeT AaTb Bam 6onee
MoJsiHOe NpefCTaBeHe O «3aKynncHOM» paboTe UE4. 3To Takke MO3BOAUT BaM JiyyLle fo-
HATb, Kak MOAXOANTb K exxefjHeBHoW paboTe c UE4.

Epic Games Launcher

Ecnu Bbl ncnonb3yete KomnbloTepbl Ha Mac nnn Windows, Koraa BnepBble ycTaHaBMBa-
ete UE4 c unrealengine.com, ckaunBaeTcs Epic Games Launcher (pucyHok 2.1). 3To nerkoe
NPUNoXeHVe CNY>KUT B Ka4eCTBe YHIBepCcasbHOMro MarasvHa Ana Bcex Bawmx Hyxa Unreal
Engine 4. OH npepocTaBnAeT JOCTYN K OFPOMHOMY pa3Hoobpasuio MHPopmaLmm, KOHTEHTa,
NPOEeKTOB C Pa3HbIMU NPYMEPaMu I MHOTOe Apyroe.

-0 x

Launch
Unres Engine 4253

@ Connect with the Unreal Engine community online

UNREAL

ENGINE

Featured Content Featured Screenshot

UNREAL
FEST
LINE

Performance Optimization for Unreal Fest Online Weekly Spotlights

Environments
e |
1]
e

Pucyrok 2.1 Epic Games Launcher

CoobuecTBo
Cekuma CoobuecTBO BK/IOYAET B cebA NocnefHre HOBOCTU 1 OCHOBHbIE MOMEHTbI
coobulectBa UE4.
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JTO NpeKkpacHoe MecTo, YToObl MO3HAKOMUTLCA C HOBLUECTBAaMU, KOTopble BHocATcA B UE4,
1 GaHTaCTUYECKNIA CTOYHMK BOOXHOBEHMSA AN1A BalWMX COOCTBEHHbIX MPoeKToB. Epic Games
CTPEeMUTCA MOMOYb CBOUM pa3paboTumkam JOOUTbCA ycnexa, Y NPOABUMKEHNE KOHTEHTA

B Launcher n uepes counanbHble cetn Epic ABnAeTca ogHMM 13 NyULIKX CNOCO60B AOCTUXe-
HUSA 3TON Lenwu.

3[ech TakXKe eCTb CCbIIKM Ha GOPYMbl, OHNANH-JOKYMEHTaL M0 1 Apyrie coobLiecTsa,
1 oprLManbHble pecypchbl, Takue Kak niaH pa3paboTkm asukka 1 AnswerHub.

Learn

CeKLlI/IH Learn — 310 COKpOBMLHMLUA ylle6HbIX pecypcoB, MPOEKTOB C pa3HbIMU NpUMepPa-
MW 11 KOHTEHTa. Kaxk bl U3 3TVX NPOEKTOB MPeaJiaraeTcs Ha Tex e NnbepanbHbiX YCI0BU-
AX, 4YTO N ocTanbHOWN KOHTEHT, BXOﬂ,ﬂLI.I,VIVI B COCTaB ABWXKa; Bbl MOXXeTe UCMOoJIb30BaTb YTO
YrogHoO 13 AOCTYMNHOro B BAWNX INYHbIX 1 KOMMEPYECKUX NpoeKTax 6ecnnaTtHo.

B cekuuun ecTb TyTopmansl, wiki, BUA€O 1 LOCTYNHbIN ANA CKAUMBAHUA KOHTEHT: 3G deKTbl,
MaTepuanbl, TeKCTYpbl 1 T. A. Al Npm3biBato Bac ckayaTtb Launcher n nccnepnosath 370 BCe ca-
MOCTOATENIbHO. Bbl y3HaeTe yauBuTenbHble Belyy, Habnoaas, Kak Nogu, co3aaBLumne ABUXKOK,
NCMONb3YIOT ero, YTo6bl BOMNNOTUTb B XKM3Hb COOCTBEHHbIE BULEHMA.

Marketplace

Marketplace — 370 MecTo, rae pa3paboTurKkm 1 Xy[OXKHUKN MOTYT MOKYMNaTb U NpoAaBaTh
noyTu N6on TN KoHTeHTa (3D-mopenn, aHnmauny, 3GPeKTbl 1 T. A.) U NAAFKHBI, KOTOPble
yBenMunBatoT BO3MOXHOCTN UE4.

TbicAaum pa3paboTunkoB Ha UE4 co3patoT 6ecnnaTHbIi U NNaTHbI KOHTEHT NPaKTUYeCcKy
BCEX BUJOB, KOTOPbIE TONIbKO MOXHO cebe npeacTaBuTb. [lonofHUTENbHbIE MaTepuanb
AOCTYMHbI Ha CTOPOHHMX Be6-calTax, Taknx kak Gumroad.com unu co6cTBeHHbIX carTax
pa3paboTumKos.

Mpexpe yem paspabatbiBaTh uTo-TO B UE4 camocToATeNbHO, cienaiTe nouck B Google;
BbICOKa BEPOATHOCTb, UTO Bbl CPa3y HalleTe YTO-TO JOCTYMHOE «C MONKW» ANA
NCMOJb30BaHUA.

Library

Library — 370 mecTo, rie Bbl ynpasnseTe, ycTaHaB/MBaeTe, yaansaete uim obHoBnseTe
BalLy BepCUK ABUKKA. Bbl TakKe MOXKeTe NpoCcMaTprBaTh U YNpaBAAaTb CBOMMM MPOEKTaMu
UE4 B Library n ynpasnatb Bawmm Marketplace-koHTeHTOM.

3aMeTKa

JNlayHuep — 3710 dakTnyeckn npunoxkeHne Unreal Engine 4! Bbl moXxeTe HallTn ero
BMecTe ¢ Apyrumu yctaHoBkamu UE4 B marnke npuioxeHus.
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Mpounit koHTeHT B UE4 M oT Epic

B BepxHel yactu Launcher gocTynHbl 45 3arpy3ku gpyrue urposble NpoeKTbl Epic Games
1 nonynapHble NpoekTbl AnA UE4. HekoTopble 13 H1X ABNAIOTCA KOMMEPUYECKMMUN Urpamu,
Hanpumep Paragon u Fortnite; Apyrne — nrpamm ¢ MOgANHIOBbIMY KOMMNOHEHTaMW, Hanu-
caHHbiMu UE4  noppepxnsaemble uepes UE4 Marketplace.

Epic Games pa3spabaTbiBaeT HoByto Bepcuto Unreal Tournament n npegocTtaBnset obue-
CTBEHHOCTV MOJHbIN AOCTYM K ICXO[HOMY KOAY UFpbl MO Mepe ee pa3paboTku. CooblyecTBo
aKTUBHO NMOMOraeT pa3BrBaTb Urpy BMAOTb JO YPOBHA KOAA U XY[OKECTBEHHOrO YPOBHSL.
Ecnu Bbl Koraa-HNbYAb XoTenun yBUAETb, Kak NpodeccmoHanbHaa KoMnaHma no paspaboTke
Bueourp genaet maccosyto AAA-Urpy, Bbl MOXeTe MOCMOTPETb WY Aaxe MPUHATb yyacTue
B MPOeKTe, BHECA CBOV BKNagA,.

Oemxok UE4

[JBVXXOK HaxoAMTCA B Narnke NpUIoXeHns 1 npeactasiseT coboi Habop Koaa u pecypcos,
HeobxoAMMbIX ANA 3anycka npunoxxeHunin UE4. [1BMKoK — 3To 6a30Bblli KOA, Ha OCHOBE KO-
Toporo ctpoaTtca Launcher un Editor, oH cogep»xut Becb peHaepuHr, 13Ky, nonb3oBaTesb-
CKUIN nHTepdbeinc n gpyrre Kofbl i MIHCTPYMEHTbI, HeobxouMble Ana cOOpKM 1 3anycka
NPUNOXeHNI, pa3paboTaHHbIX ¢ nomolbto Editor.

Bepcuu asuxka

Unreal Engine 4 perynsipHo 06HOBNAETCA Kak C OCHOBHbIMYW anaeTaMu, Tak U C He3Hauu-
TesIbHbIMK UCNpaBieHnAMM olwnboK. UE4 ncnonb3lyeT AeCATUYHYIO CXeMy HymepaLuun ana
OnMcaHnA Kaxaoro Bbinycka. ObHoBNeHNA Bepcmil 0603HaualoTcA NepBbIM AECATUYHBIM
yncnom. Hanpumep Unreal Engine 4.24 npefcTaBnsaeT coboii KpyrnHoe 06HOBNEHMe C Bep-
cun 4.23. HoBble GyHKUMM, OGHOBNIEHHbIE OCHOBHbIE KOMMOHEHTbI 1 Apyrue 6onblune n3me-
HeHuA 06bIYHO BKITKOUYAIOTCS B 3TU BbIMYCKU.

XoTduKcbl 1 ncnpasneHnsa oWMOOK OMMCbIBAIOTCA C MOMOLLbIO BTOPOro AeCATUYHOrO Yncna:
Unreal Engine 4.24.2 copepunT HebonbLuve ncnpasneHns ownboK 1 Apyrue HesHaunTesNb-
Hble U3MeHeHuA B Bepcun 4.24.1.

3ameTKa

Launcher no3sonsaeT yctaHoBUTbL 6onee ogHoM ocHoBHo Bepcumn UE4 ogHoBpe-
MEHHO, HO TONIbKO OAWUH 3K3eMMAP KaXkAoW BEPCUN. DTO O3HAYAET, YTO Bbl MOXKeTe
yCTaHOBUTb 4.23.3 1 4.24.1 OAHOBPEMEHHO, HO He 4.23.3 1 4.23.22.

2 OTO OTHOCUTCS TOMBKO K yCTaHOBKaM ABWXKKa, yrpaBaseMbIM I'IyCKOBOIZ yCTaHOBKOl‘;I. [Nonb3oBaTte-
nam Linux n I'IpOeI(TaM,Tpe6yIOLIJ,I/IM MO,U,I/Id)VIKaLI,I/II/I ABWKKa, MOXXeT I'IOTpe6OBaTbC9I cneunanbHas
c6op|<a, KoTopas 06bl4HO KOMOUnnpyeTca U3 NCXo4HOro Koda 1 yrnpaBsnseTcs BHe Launcher. Het
HUKaKunx OFpaHMHeHMl‘/'I Ha KOIn4eCTBO, pacnosioXXkeHne nnn Homepa Bepcmﬁ 3TNX C60p0K aapa.
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O6HoBneHue npoekTa

O6HoBneHre npoekToB UE4 o 60siee HOBbLIX BEPCUI ABUXKKA NOLAEPKMBAETCSA, HO MOHU-
eHrie — HeT. Qaiinbl, COXpPaHEHHbIE B HOBOW BepCUY PelakTopa, He MOTyT ObiTb OTKPbITbI
6onee ctapbiMy Bepcuamr. OBbIUHO Bbl LOSKHbI 3aMyckaTb HOBblE MPOEKTbI B MOCIeAHEN
[OCTYMHOW BEPCHM AABMXKKA M OOHOBAATH UX TOMIbKO MO Mepe HeobxonmmocTu. Ecnv yto-To
He C/IOMaHO, He YMHUTE 3TO, MHAYe Bbl MOXKETe C/IoMaTb.

O6HOBNEHMe NPOEKTOB 1 KOHTEHTA C OAHOW BEPCUM ABUXKKA Ha APYryto, KaK NPaBusio, npo-
XOAWT FNAaAKO, HO MOXET MMETb HEKOTOPble HEOXKMAAHHbIE C6ou. CTOPOHHYE NarviHbl, Ha-
npumMep, YacTo TPebytoT BpeMeHU 4/1f OGHOBNEHUA [O NOCNefHel BepCum ABMXKKA.

Epic Games npefocTaBnaeT YeTKre yKasaHyA B MPMMeYaHnAX K BbIMyCKY, OnrcbiBaloLyme
BHeCEHHble U3MeHeHWsA, KOTOPble MOBMAIOT Ha O6HOB/IEHHbIE NPOeKTbI. Bceraa noaxoam-
Te K 3afja4e 06HOBJIEHNA CYLLECTBYIOLMX MPOEKTOB C OCTOPOXXHOCTbBIO 1 NMOoCTapanTech Ae-
naTb 3TO TONIbKO B TOM CJlyyae, eC/n Ball MPOeKT CYLeCTBEHHO BbirpaeT oT GyHKLUMI nnn
ncnpasfieHnii B OGHOBIIEHHOM ABUXKKE.

UE4 Editor

UE4 Editor — 370 ocHOBHOW nHTepdeinc ana co3gaHua, TeCTUPOBaHMA, YNaKOBKN U NPO-
rpammupoBaHus npoekTos UE4. Editor — 3T0 Habop MHCTPYMEHTOB 1 MHTEPdencoB Ans
MMMOPTa, OpraHn3aLum, onTMMM3aLmy, NPOrpaMMMpPOBaHUNA U CO3AaHNA NPUBIIEKaTENbHO-
ro UHTEPAKTUBHOIO KOHTEHTa.

OH npegnaraeT UHCTPYMEHTbI ANA CO34aHUA CUCTEM YacTUL, HAAEXKHbIX CUCTEM UCKYC-
CTBEHHOrO VHTeNeKTa, MOAENNPOBaHNA TPAHCMOPTHBIX CPELCTB, CeTel, MynbTunneepa,
BMPTYasibHOWN peanbHOCTU, PEaIMCTUYHOMO OCBELLeHNA U MaTePranoB, NONb30BaTENbCKNX
NHTEPPENCOB 1 KMHEMATOrpadurueckoro cekBeHcopa. OH o6ecneynBaeT NoUTH HeOrpaHu-
YeHHY10 GYHKLMOHANbHOCTb C MOMOLLbIO BM3YasIbHOIO NMPOrPaMMUpPOBAHUS K — XOTUTE
BEpbTe, XOTUTE HeT — ropasfo 6onblue. Pegaktop UE4 — 310 MaccusHas nnatdopma ans
pa3paboTky Ha NpodeccroHanbHOM YPOBHeE.

3ameTKa

Kak n Launcher, UE4 Editor — 370 npunoskeHune, NocTpoeHHoe ¢ nomolbto Unreal
Engine 4 B KauecTBe rpaduryeckoro nHTepderica Ana co3aaHna APyrux NPUIOXKeHU
Unreal Engine 4!

PenakTop Tak»ke npefocCcTaBaAeT BaM Erkmin AOCTYN KO MHOXECTBY MapaMeTpoB KOHPUry-
pauum, UHCTPYMEHTOB AJIA MOCTPOEHNA MPa 1 Ppa3BepTbiBaHUA, @ TakKe MHCTPYMEHTOB OT-
nagku n npodunmMpoBaHnA, KOTopble MOMOryT BamM AMAarHOCTMPOBaTh NPobnembl NPoOn3Bo-
AUTENbHOCTU, YTOObI CienaTb BU3yanun3aLmm MakcMmMabHO NpuBieKaTeNbHbIMU.
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MpoekTbl UE4

BOMbLIMHCTBO MPUNOXKEHWI, TPAAULNOHHO NPYMEHAEMbIX 4J18 BU3YaNin3aLuu, NCNOb3yoT
oaviH daln ans onNmMcaHus BCeid CLeHbl. ITOT dalinl 06bIUHO CUIBbHO YBENIMUYUBAETCA MO Mepe
pocTa cueHbl. Mainn Photoshop ctaHoBUTCA Gonblue No mepe fJobaBneHNA C/loeB, a dain
Max pacTeT no mepe gobaBiieHNs reoMeTpUn. ITOT EANHCTBEHHDBIN haiin MOXeT BbITb CKO-
NMPOBaH C ANCKa Ha ANCK 1 YaCcTO COLEPXKUT 8Ce HEOOXOAMMOE AN BM3yanu3aumm CLeHbI>.

Kaxxgbin npoekT B Unreal Engine 4 npeactaBnseT coboi He oavH daiin, a uenblii Habop —
NCXOAHOrOo KoAa, GalnoB KOHTEHTa, MNarnHoB, KOHGUIYpaLMOHHbIX GalifioB 1 Apyrux BCMO-
MoraTefnbHbIX GannoB, XPaHALWMXCA B O4HOM KaTanore. ITOT KaTanor 1 cofepalimneca

B HEM KOMTMOHEHTbI ABAAIOTCA NPOEKTOM, @ He MPOCTO OAHUM GaNIom (PUCYHOK 2.2).

| & | = | Sample = m} X
Home Share View ~ @
a / A -
& cut B Neove to e[| X et Eiﬁ @ open~ [ selectall
i Copy path Tl 1 Edit 55 Select none
Pin to Quick Co| Paste o B v = New Properties
access By [7] Paste shortcut Bcopyto~ =fRename folder ps ©History 57 Invert selection
Clipboard Organize New Open Select
<« v 4 <« UE4Proj > Sample v 0 L Search Sample
~
Name Date modified Type Size
Config 24.09.2020 17:57 File folder
Content 24.09.2020 18:12 File folder
Intermediate 24.09.2020 18:20 File folder
Saved 24.09.2020 18:20 File folder

Open
@ Launch game
@ Generate Visual Studio project files

@ Sample.uproject

@ Switch Unreal Engine version...
© Share with Skype

@ Move to OneDrive >
EQ Scan with Microsoft Defender...
12 Share

Open with >

m No6asuts B apxue...

¥ AoGasuts & apxue "Sample.rar”

B Ao6asuts & apxue v otnpasus no e-mail...

B Ao6asurs & apxue "Sample.rar” u otnpaeuTe no e-mail

Restore previous versions

Send to >

Cut
Copy

Create shortcut
Delete

Rename

Properties

Sitems  1item selected 93 bytes

Pucynok 2.2 Kartanor npoexta Unreal n kontekctHoe meHio (Windows 10)

3 KoHeuHo, n Photoshop, n 3ds Max nossonsioT cozgasaTb CCbiNKM Ha BHelwHMe daiinbl (Hanpumep,
TEKCTYpbl), HO 3Ta CTPYKTYpa He NpuMeHseTcs. Bbl MoxeTe XpaHWTb CBOM TEKCTYpbl Ha OTAE/IbHOM
AVCKE UK B CETEBOM PacronoXXeHUn, KOTOPOe HaXoaUTCS B ThICAYaxX MUb OT Bac.
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B KopHeBoW gupeKTOpUM NpoeKTa ecTb daiin ¢ paclunpeHremM .uproject, KoTopbl CONOCTaB-
NAeT Ball NPOeKT C onpefeneHHon sepcueli UE4 1 ycTaHoBNeHHbIMU nnarnHamu. 3ToT dain
He pacTeT 1 Aake He COXPaHAETCA U MeHAETCA OYeHb YacTo. Ha camom pene 31o npocTto
TEKCT, KOTOPbI MOXXHO OTKPbITb 1 IPOCMOTPETb C MOMOLLbIO TEKCTOBOIO peflakTopa.

Huke npepcTaBneH TUNMYHBIN dalin .uproject:

"FileVersion": 3,

"EngineAssociation": "4.25",
"Category": "",
"Description": "",
"Plugins": [
{
"Name": "Substance",
"Enabled": true,
"MarketplaceURL":

"com.epicgames.launcher://ue/marketplace/
content/2£6439c2£9584£49809d9b13bl6c2bad"

[BolHOe HaxaTue no dainy 3anyckaeT pegaktop UE4 Bepcum, K KOTOPOI NpuBs3aH Npo-
€KT, eC/1 JaHHaA BepCumA y Bac YCTaHOBJIEHa, UK NpeanaraeT yCTaHOBUTb NPUBA3KY C APY-
rovi Bepcuemn aBrKKa.

LLlenuok npaBoi KHOMKO Mblwwy Mo dainy .uproject faeT BaM HECKOJIbKO YAOGHbIX OMLUUiA,
HanprmMep 3anyck npoekTa 6e3 Editor npy nomoLm KoMaH[ibl KOHTEKCTHOro MeHto Launch
Game.

To OTNNYHbIN cnocob oboliTn Editor B noBcegHeBHON paboTe, 1 3TO MO NIIOOUMBIA Cro-
€06 3anycka NpoeKTOoB.

Source Art

Unreal Engine yausuteneH n cnocobeH nomoub Bam co3fiaTb notpscatowye mupbl. OgHaKo
OH He 3aTOYEH Ha CO3JaHVe OCHOBHOI YaCTV KOHTEHTA, HaMoJHALLEro 3T Mupbl. M, pasy-
MeeTC#, 3TO HarnoJsIHeHNe fienaeTe Bbl Npu nomolyn 3D- 1 2D-NprnoXeHuni, KoTopble 3HaeTe
n nobute (Hanpumep, Photoshop, 3ds Max n Maya). UE4 He nmeeT HUKaKnux OCHOBAHMIN KOH-
KYpUpPOBaTb C BO3MOXHOCTAMY 3TUX NPUOXKEHNI UM Tpe6OoBaTb OT BaC M3y4eHunsi COBep-
LLIEHHO HOBOTO Ccrocoba co3faBaTh U MOArOTABNBATL KOHTEHT.

B nio6om cnyyae, ckopee BCero, Bbl CO3AafMTe NMOUTU BCe acCeTbl B NPOrpaMmmax, KoTo-
pble BaM XOPOLUIO 3HAaKOMbI, UM B APYTUX, C KOTOPbIMY Bbl, BO3MOXHO, 3HAKOMbI He TaK
6nu3Ko, Hanpumep Substance Painter, ZBrush un Blender. Kaxabliin feHb pa3pabaTbiBatoT-
CA HOBbIE MHCTPYMEHTbI; 3TO OUYeHb ObICTPO Pa3BMBalOLLAACA IKOCUCTEMA, U, NepefaBas
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cO3[aHNe KOHTEHTA Ha ayTCOPC 3STUM NMPUJTOXKEHNAM, Epic Games moxeT cocpenoTo-
YNTbCA Ha pa3BUTUN Bo3moxKHocTen UE4 anA co3paHna npueneKaTebHbIX UHTEPAKTUB-
HbIX MUPOB.

B BM3yann3aumm NCXoAHbIMU JaHHBIMU MOTYT ObITb Tak»e faHHble CATP, HayuHble faHHble
nnu GIS-rHdopmMaums. He3aBUCUMO OT NCXOLHOTO NPUAOKeHUA Un GopmaTa Bbl MOXKETE
paccMaTprBaTb BCE 3TO KaK YacCTb CBOEN apT-ranepen.

Bbl cozfaeTe, xpaHuTe, UMeeTe fOCTYM 1 MeHAeTe NCXOAHbIE apT-ranepen NoJIHOCMbI0

3a npedenamu npoekTta UE4. CoxpaHuTe CyllecTByloLMe NpoBepeHHble paboune npoLeccol
1 MOMEHATe NX B COOTBETCTBUY C cornalleHnammu n tpebosanHuammu UE4. Unreal Engine 4
He 3HaeT, oTKyfa 6epyTcA AaHHble, MOKa OHM SKCMOPTUPYIOTCA UM COXPAHAIOTCA B popmar,
KOTOPbIN MOXeT umnopTtuposatb UE4.

CrpykTypa npoekTa

CrpyKTypy nanok npoekta UE4 Heobxoanmo cTporo cobntopath. MpoeKT He MOXeT 3arpy-
XaTb WU CCbINATbCA Ha Nto6oI daiin BHe KaTanora NPoeKTa, MMeHHO NO3TOMY OHU ABNAIOT-
CA MOPTATUBHBIMUN 1 aBTOHOMHbIMU. [TPOEKTbl MOT'YT 6bITb CKOMUPOBaHbI U CUHXPOHMU3NPO-
BaHbl MeXAy PabourMm CTaHLMAMM JIETKO 1 HafEeXHO.

B kaxkgown nanke NMPOeKTa HaXxoAuTCA eLle HECKOJIbKO NManok. [MoHMMaHwue Toro, UTo OHU Ta-
KOe€, a TaK»Ke YTO Bbl JOMIXKHbI M HE JOMKHbI AeNaThb C KaXKAOW U3 HMX, OYEHb BaXKHO.

Config

Katanor Config cofepuTt HaCTPONKM ANsA KaXKAOro MPoeKTa B TEKCTOBbIX Gaiinax ¢ pacliu-
peHuveMm .ini. HacTporku ana Kaxkgon yHKLMKN B ABUXKKE NpefcTaBneHbl B 3Tux dannax. Cy-
LLeCTBYIOT MbICAYU OTAENIbHbIX HACTPOEK, 1 Bbl MOXXETE OCTaBUTb OOJIbLUMHCTBY 13 HUX 3Ha-
YyeHue Mo YMONYaHMI.

MouTun Bce Hanbonee BaXHble NapamMeTpbl KOHPUrypaLmy 0TO6paKalTCsA Ha BKAagKax
Preference B Editor (pucyHoK 2.3). Bbl MOXeTe HenocpeCcTBEHHO MEHATb HACTPONKY, UC-
nonb3ya yao6Hbli NONb30BaTENbCKUI MHTEPdENC C MONe3HbIMU KOHTEKCTHBIMY NOACKa3Ka-
MU, KOTOPble ONUCbIBAIOT GYHKLIMIO 1 HAaCTO UCMOJb3YIOT BapUaHTbl ANA KaXKAOWM HAaCTPOWKN.
.ini-danbl 06HOBNAIOTCA Ha NETY, U TONbKO HEKOTOPbIE HACTPONKYM TPebyloT Nepesanycka
pepakTopa Ana BCTynneHua B cuny. Ecnv Bbl n3ameHunTe napameTp, Tpebytownin nepesarpys-
KW, pefakTop yBefAoMUT Bac 06 STOM.

Bbl 8ce20a fomkHbl BKMtouaTh nanky Config npu KonvpoBaHmy, COBMECTHOM MCMOMb30Ba-
HVW U CYHXPOHM3aLMM BalLero NpoekTa C ApyrmMu nonb3osaTtenamu. Ecnm mexay kKo-
NUAMY NPOEKTOB ByaYT pa3Hble Gaisibl KOHPUTrypaLWK, STO MOXKET Bbl3BaTb MHOXECTBO
TPYAHOAMATHOCTMPYEMbIX NPOGEM.
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Pucynok 2.3 [uanor HacTpoek npoekTta UE

Saved

Saved — 3T0 BpemeHHas narnka, KoTopas reHepupyeTca Bo BpeMs 3anycka npoekTa.
CKpVIHWOTBI, oru 1 apyrue dGainbl, KOTOPbIE COXPAHAIOTCA BO BPEMSA UMPb, IeXaT 34ecCh.
JTa nanka Take cogepXuT daiisibl aBTOMATUUYECKOTO PE3ePBHOIO KOMMPOBAHNA.

O6paTuTe BHMMaHUE, 4TO Marnka MOXKeT CEPbe3HO YBENMUNTLCA B Pa3Mepax U CTaTb ORHONM

13 OCHOBHbIX MPUUVIH, MO KOTOPbIM HE MOYYaeTCA Pa3mMeCcTUTb MPOEKT B CeTW 1n obLel nar-
Ke. AHasIorMyHo, €Cnvi Bbl KOMMPYeTe CBOW MPOEKT WM UCMONb3yeTe cMcTeMy ynpaBneHus Bep-
CVAMMU (Bbl >Ke UCMONb3yeTe CUCTEMY YNPaBIEHUA BEPCHAMM, He Tak Nn?), TO HYXKHO NCKIIOYUTD
3Ty Narky, YTo6bl CAKOHOMUTL BPEMs 11 MPOCTPAHCTBO U N36eXKaTb KOHGNMKTOB KOHUrypaLuu.

Plugins (OnuunoHanbHoO)

MHoro nnarnHos goctynHo ansa UE4, n noka HeKOTOpble 13 HUX OCHOBaHbl Ha KOHTEH-
Te 1 TPebyIoT NPOCTO pacnonoxeHua B nanke Content, To Apyrue fOMKHbI pacnonaratbca
B AanpekTopuu Plugins n/unm 661Tb CKOMNUANPOBaHbI 13 Nanku Source.

TV NnarvHbl B UTOTeE, KaK 1 CliefjoBano 0XnaaTtb, nonagatoT B Katanor Plugins. 3geck 06-
wue dpannbl ana koHkpeTHon nnatdopmsbl (.dIl Ha MK, .so Ha Linux n Tak fanee), kotTopbie
creHepupoBaHbl 13 C++ UNK 3arpy»eHbl, ycTaHaBnvBaTcA. Tu dannbl untatotca Editor

W UTPOW 1 MOTYT BbITb U3MEHEHbI MPaKTUYeCKM No6bIM CNOCOO60M, KOTOPbIN TOSTIBKO MOX-
Ho cebe nNpecTaBUTb — Hanpumep, AobaBneHnem AONONHUTENbHON NOALEPXKKN NMMOPTA
balnnoB nnm HoBbIX GYHKLMI peHaepuHra.

Bce uneHbl KOMaHAbI JOMXKHbBI UMETb NONHOe cogepxmmoe 3TOW Nankwu.
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Content

B Content xpaHsTCA BCe pecypcbl, KOTOpPble UCMOSb3YIOTCA ANA co34aHus nrpbl. O6bI4HO
TaMm Jiex<aT To/bKo [1Ba Tvna ¢ainos: .uasset v .umap. 311 dainbl ABAAIOTCA 0606LLEHHbI-
My 06epTKamu 1 MpeACTaBAOT BCe acceTbl U Levels B npoekTe.

3aMeTKa

Hukoz0a He meHslTe nanky Content BHe pefakTtopa UE4. Bce ynpasneHue dannamm
BbinonHaeTcA n3 UE4 Editor. MepemelleHrie, nepermeHoBaHue, yaaneHme uim nHoe
n3MeHeHne obbeKTa .uasset 1 dpaiios .umap co30adym nycTble CCbIIKU. ITO OYEHb
nnoxo. BogonHe nnoxo.

BvaeTb nanky, NosnHyto Gpannos C 04MHAKOBBIM PACLUMPEHNEM, U YMATb O HUX KaK O TEK-
CTypax, MaTepuanax, aHumaumu, 3D-mopensx, ueptexax, 3ByKax 1 T. [l. MOXeT 6bITb Heno-
rMYHBIM. Mbl 4acTO NCMONb3yeMm paclunpeHs Gaiiios B HalLen exxegHeBHO paboTe C KOM-
nbloTepamu, 4To6bl pasnuyaThb TvMbl Gainnos 1 nx eyHkuuu. Unreal Engine 4 ncnonb3yet
[aHHble BHYTPU Kaxkgoro 13 Gpannos .uasset, KOTopble NO3BONAT ONPEAESinTb, YTO 3TO
TaKoe 1 KaK OH AOMKeH 0TOBpaXKaTbCsA B pefakTope 1 UCMOJb30BaTbCA B UTPEe BO BPEMS
BbIMOSIHEHUSA.

Intermediate

OupekTtopus Intermediate, kak 1 Saved, reHepupyeTca Bo Bpemsa 3anycka. OHa cofepKuT
dannbl, HeobxoMMble ANA KOMMUAALMMW 1 3anycKa Urp U YCKOPeHWA NoBCefHEBHON pa-
60Tbl Editor, Hanpumep ¢ Wwengepamv UM K3Lem reoMeTpuu.

Kak 1 Saved, 3Ty Nanky cneayeTt NCKN4YaTb U HE NepeafaBaTb, KOrga konumpyete nin sep-
CMOHMpPYEeTE Ball MPOEKT.

CrpoeHune dannos .uasset

UE4 TpebyeT, uToObI MOYTH BCE COAEPXKMMOE — MOZENN, TEKCTYPbI, ayANO0 1 aHMa-

Uunsi — OblNo MMNOPTUPOBAHO B ABUXKOK 1 COXpaHeHo B nanke Content npoekTa Kak dai-
nbl .uasset. Kaxabiii dann .uasset Takxke HasbiBaeTcs Content Package. B kaxkgom na-
KeTe HaXOMUTCA UCXOAHbBIN dalisl, KOTOPbI Oblf1 UMMOPTVMPOBAH, @ TaKXKe Kyda ApYyrou
MHPOPMaLMK, OTHOCALLENCA K KOHKPETHbIM acceTam. [1BUXKOK KOHBEPTMPYET 3Tu .uasset
dannbl Ha neTy B NPaBUbHbIA GopMaT As NaTGopMbl, Ha KOTOPOI Bbl paboTaeTte

1 pa3BepTbiBaeTECH.

OTO O3HayvaeT, uUTo oAVH dann .uasset MOXKHO 1CNONb30BaTb ANA Pa3BEPTbIBAHUA KOH-
TeHTa Ha Mac, PC, mobile, VR nnu nto6oi gpyroii nnatdopme, nopaepxusaemomn UE4, 6e3
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KaKUx-nnbo n3mMeHeHMi .uasset nnv AoCTyna K CXOAHBIM KofaMm. [IB/XKOK fienaeT KOHBep-
Taumio B HYXHbIN popmaT s Bac B GOHOBOM pexrMe. Bbl jaxke MoXeTe 3KCMopTUpPOBaThb
ncxonHbl gann (M3obpakeHne, Mogenb 1 T. A.) o6paTHO u3 .uasset-daina B Editor gna ns-
MeHeHWs, a 3aTeM NOBTOPHO UMMOPTUPOBaTb M3MEHEHHbBIN Gpaiin 06paTHO B MPOEKT.

B Content Browser gsuxok u Editor UE4 6yayT untaTb 1 otobpaxaTtb TONbKo Gpainbl .uasset.

OpraHusaumsa nponsBoACTBEHHOrO Npouecca
B Unreal Engine 4

Y UE4 oTwnudoBaHHble 1 TPOCTble B 0CBOEHMMN paboune npoLecchl NoYTy ANs KaXAoro ac-
nekTa u GyHKLUMM ABUKKA. HeCMOTpPA Ha TO UTO HeKoTopble paboune Npoueccbl MOryT 6bITb
TpeboBaTeNbHbIMU U TPYAOEMKUMU, OHM NocsiefoBaTenbHbl. Ecnu Bbl OyeTte cnegoBatb
npaswufiaM 1 Aenatb Bce TakK, Kak TpebyeT UE4, To nonyunTe BbICOKYIO YaCTOTY KafpoB, Ha-
[EXHble pe3ynbTaThl M NOTPACaloLMe BU3yanm3aLumn.

C TOUKM 3peHnsa ynpasieHna NPOor3BOACTBEHHbIMY MPOLIECCaMM, BaXKHO, YTO TUMNYHbBIN
npoekTt UE4 nmeeT npepfckasyemblii pabounii npouecc. MpakTnyeckn Kaxkablii NPOeKT Tpe-
6yeT OT Bac BbINOSIHEHNA HECKOMbKMX 3a4ay4 (O4eHb NOXOXMX), MPUBOAALMX K CO3LaHNI0
NpoAyKTa, FOTOBOrO K nepefaye B PyKu KIMEHTOB.

Co3paHue HOBOro nNpoekTa

UE4 npepnaraeT HECKONbKO CMOCOH0OB HAaCTPOMKIM HOBOFO NpoekKTa. Bbl MoXkeTe co3faTtb
€ro, 3anycT1B ABUXKOK HenocpeacTBeHHo 13 pasgena Library B Launcher. nu Bbl moxeTe
co37aTb HOBbI NPOEKT 13 MeHto File B Editor UE4.

3ameTKa

Al He pekoMeHOyI0 NCMOJb30BaTb CETEBOW AWCK AJIA Pa3MeLLeHNsA BaLlero NpoeKTa
VHAVBUAYaNbHOM 1 obuien paspaboTku. UE4 He npegHasHaueH ana pabotbi
nofo6HbIM 06Pa3oM U He AOCTABUT BaM HIIKAKOro YAOBONbCTBUA. Vcrnonb3yiite
nporpammMmHoe obecrneyeHne KOHTPOJA BepCuid, YTo6bl MO3BONTb HECKONbKUM
pa3paboTunkam paboTaTb Hag OAHVM NMPOEKTOM.

XpaHuTe CBOW NPOEKT 1 paboTaiiTe Haf HM, UCMOJb3ys ObICTPbIN IOKaNbHbIN ANCK. Vc-
Mosb30BaHKe XEeCTKOro ANCKA NO3BOJIAET 3arpy3nTb Camblii 60MbLION YPOBEHb UV aCCeTbl
B CUMTaHble CEKYHADbI, @ TaKXKe COKpaALLAeT BPeMs, 3aTpaunMBaemMoe Ha MMMopT 1 06paboTKy
acceToB, UTO 3HaUUTENbHO yCKOpAET pabounii npouecc.
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Co3paHue KOHTeHTa

Mpexzae Yem Bbl CMOXKeTe NPUCTYNUTb K 60SbLUEN YacTh BU3yanu3aummn, Heo6xoarnmo co-
3[aTb KOHTEHT. Bbl y>Ke npodeccroHan B 3tom fene. CywwecTaytowe pabourie npoLeccsl

1 CUCTeMBbI, Kak MPaBuio, MPOAOKaloT paboTaTb C HE3HAUUTENbHBIMU M3MeHeHUAMU. Ecnn
Bbl co3faeTe 3D-reomeTpuio, Bbl, BEPOATHO, MOXETE MMMOPTUPOBaThb ee B UE4.

DKCNopT KOHTEHTA

Bbl JOMXKHBI SKCNOPTUPOBATb MOYTU BECb KOHTEHT, KOTOPBbIN XOTUTEe OTKPbITb B UE4, B No-
HATHOM Ans Hero dopmate. C kaxablii agHem B Unreal Engine 4 nmnopTtupyeTca Bce 60nblue
CTaHOAPTHbIX OTpacneBbix GopmaToB dainos, Takux Kak FBX, TGS, PNG, PSD u gpyrue. Op-
Hako UE4 He noafepXrBaeT MMNopT CreunduyHbIX AN NpUaoXKeHns ABOUYHbIX GalinoB.,
Takux Kak y 3ds Max.

MHorue 13 3Trx $hannoB ABNAIOTCA BPEMEHHBIMU, MPOMEXKYTOUYHBIMI 1 MPOCTO UCMONb3Y-
l0TCA AnA obecneyeHna HTeponepabenbHOCTU MeXAy Pa3fIMYHbIMU UHCTPYMEHTaMu CO-
38aHuUA KoHTeHTa 1 UE4. Bbl LOMXKHbBI COXPaHATb NCXOAHble dalinibl 1 pesKCnopTUPOoBaThb X
no Mmepe Heo6XoANMOCTN.

UmnopT koHTeHTa B UE4

Mocne co3paHna 1 3KCNopTa KOHTeHTa HeobxoArMO MnopTrpoBaTb ero B UE4. 3To
npouecc cosfaHua .uasset Content Package ans Kaxgoro nMnopTrpoBaHHOro acceTa.
MakeT .uasset 06bIYHO COAEPXKMT KOMUIO UMMOPTUPOBAHHbBIX JAHHbIX 1 BblLLE KPbILWK ApY-
rx cneureuyHbIX AN aCCETOB METAfaHHbIX U APYroi nHpopmaumn.

Bbl MOXeTe aBTOMaTM3MPOBaTh GOJIbLLYI0 YaCTb 3TOrO NPOLIECCA, UCMOMb3Ys CKPUMTbI U UH-
CTPYMEHTbI AN CO34aHUsA SKCnopTa Gpainnos; UMNOPT — 06bIYHO 6e36051e3HEHHDIN MpoLecc
C NOAAEPKKON NMaKeTHOro UMNopTa.

HanonHeHue YPOBHA KOHTEHTOM

Mocne nmnopTa KOHTEHT byaeT oTobpakeH B Content Browser. [pocTbiM nepeTacknBaHm-
€M MOXHO nepemectuTb KOHTeHT 13 Content Browser B 3D Viewport n HayaTb HanonHeHne
Mupa.

Kaxxabin nobaBnsemMblil Ha ypoBeHb Mesh aiBnsieTca 3K3eMnnspomM MMNOpPTUPOBAHHOMO
acceTa, KOTOpPbIV CCblIaeTcA Ha 3TOT .uasset. Ecniv Bbl nepetackmBaeTe MoAesNb Ha CLEHY
30 pas, To cozgaeTca He 30 Konuii, a TobKo 30 MAEHTUYHbBIX CCbI/TOK Ha acceT B 6ubnmoTe-
Ke, B TO BpeMs Kak B OnepaTrBHYI0 MaMATb 3arpy»KaeTca ToNbko ogHa konua. Ecnv Bbl no-
MeHsieTe .uasset, Bce CCbIfIKM Ha 3TOT acceT 6yayT 06HOBMEHbI, UTOObI COOTBETCTBOBATb
N3MEHEHUAM.
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Hob6aBneHue uHTepakTMBHOCTM (NporpaMMmupoBaHue!)

Ha 3Tom 3Tane Bbl CMOXeTe co3A4aBaTh CTaTUYECKME TPAEKTOPUY KaMepbl U PEHAEPUTL cLe-
HY B Kaflpax, KOTopble 3aTeM OyZlyT COeAHEHbI Ha BUAEO, Y KQYeCTBO OTPEHAEPEHHbIX CLIEH
MOXET ObITb OYEHb BbICOKUM.

OpHako Bbl MHOTO MoTepsieTe, eC/iv NPOCTO nepeTawmTe Bce accetbl B UE4 6e3 fobaBneHus
VNHTEPAKTUBHOCTU.

[Jaxe nobaBneHne NpPocTo opbuUTanbHOM Kamepbl NO3BONAET MNOJIb30BATENIO YrpaB-
nATb GOTOPEANNCTUYHON BU3yanu3aLuuen cnocobamm, HEBO3MOXHbIMU Ha Ntobol apyrow
nnatpopme.

B UE4 Bbl MOKeTe cO3AaBaTh YANBUTENBbHO 6oraTble MHTEPAKTVBHbIE MUPDI, He HAaMNMCaB HU Of-
HOW CTPOKU KOZa, @ UCMOJb3yA TONIbKO CUCTEMbI BU3YalbHOMO NporpamMmmMmupoBaHus Blueprint.
Bbl Takxe MoXeTe NCrnonb3oBaTh C++ WS OAVH 13 JOCTYMHbIX CLIEHAPVIEB MHTErpaLyu.

TecTupoBaHune n wnudoeska

Ecnu Bbl pelunte 06aBUTb UHTEPAKTUBHOCTM AJ1 MOBbILEHUA BOBIEYEHHOCTU MOJIb30Ba-
Tenemn, To Hen3beXHO CTONKHeTeCh C BO3HUKAOLWMMK owrbKaMu. BepoAaTHO, Bbl MPYBbLIKNW
paboTaTb c owmnbKamu npu paboTe Mo BM3yanmsaumm: oT cboeB peHeprHra Ao ownboK Mo-
AEeNMPOBaHKA 1 OWNOOK AaHHbIX. [pun paboTe ¢ MHTepakTMBHOW BM3yanusaumvel B UE4 oHn
TOXe 6yayT. Kpome Toro, Bam npugeTca paboTtaTb C HOBOW Npobnemoii B3anMoaencTams

C nosb3oBaTenem.

Co3paHue rnagko paboTatoLwyx, MPOCTbIX B UCMONb30BaHNM MHTEP(ECOB, CLEH 1 NPUIO-
XKEHUI He TaK MPOCTO, Kak KaxkeTcs. Monb3oBaTeny TpaanLYoOHHO MHOTO OXMWAAIOT OT CO-
3/1aBaeMblx BaMn NHTepdENCoB, 1 MPOLECC TOYHON HACTPOMKN BCEX CUCTEM 3aHUMAET ro-
pa3fo 60nblue BPeMEHN 1 PeCypCoB, YeM MOXHO 6bln0 6bl MOAYyMaTh.

Yem 6onblue BO3MOXHOCTeN Bbl f06aBnAeTe, TeM 60siblue TECTOB U UTEpaLMA NoTpebyeTcs,
1 YeMm Wype Balla ayanTopus, Tem 6osee TaTelbHbIM JOMIKHO ObITb TECTMPOBAHME.

OTpanTe NnpunoXeHne B pyKy BaLlero KnmeHTa/ayauTopun Kak MOXHO CKopee 1, eC/iv BO3-
MO>XHO, MOHabnoaanTe, Kak OHW ero Ucnosb3yioT. MpucnywanTecb K HUM 1 cobepuTe Mak-
CUMYM OT3bIBOB O MPUJIOKEHNM KaK MOXKHO paHbLUe. 3TO NyyLumnin cnocob n3bexartb Toro,
yTO Npouecc pa3paboTku pacTaHeTcA Ao 11 HOuM B fieHb AefnaliHa.

YnakoBKa npoekTa

Mocne TOro Kak Ballla MHTEPaKTMBHaA BU3yann3aLmua NpoTecTMpoBaHa 1 oTwandoBaHa, co-
3[aHHbIN MHTepdENC akKypaTeH 1 yao6eH, MPULLIO BPeMaA 3anyCTUTb ee Ha KOMMbloTepax,
nnaHweTax u TenepoHax nonb3oBatenei!
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[nA 3Toro Heo6xo0AMMO ynaKoBaTb MPOEKT. 3TO MHOro3TanHas onepauua. Bo-nepsbix,
UE4 «roToBWT» BECb KOHTEHT NpoeKTa. Mpouecc npocTto 6epeT Bce daiinbl .uasset, KoTopble
Bbl CO3[au, N MOATOTaBNMBAET VX ANA N060I NnaT$opmbl, Ha KOTOPOI Bbl pa3BepTbiBaeTe
NPOEKT, 1 yAansaeT Nlo6oe NCXOAHOE COAEPKNMOE UKW APYroi X/1aMm, OCTaBNAsA TONbKO ca-
MbI1 3O PeKTUBHDBIN dalin, KOTOPbIN 1 ByAeT 3arpyXeH CMCTEMON.

MpuroToBneHHoe coepKMmMoe o6 beanHseTCA ¢ Bepcnen asrxkKa UE4, 3 koTopoi 6b11m
ynaneHbl Editor n gpyruve nHcTpymeHTbl paspaboTtku. CozgaeTca ucnonHaemblii daiin, B pe-
3yNibTaTe Yero rosyyaeTcsi aBTOHOMHas, MOJIHOCTbIO NEPEHOCHMAnA BEPCUA MPOEKTA, KOTO-
PYI0O MOXXHO YCTaHOBUTb HA MALLVHY, CMOCOOHYI0 BCE 3TO 3anyCTUTb!

PacnpocTtpaHeHue

YT06bl BaLle NpunoxeHre Obino JOCTYMHO KNMEHTaM Unu Wrpokoi nybnrke, Tpebyetca
HeMHOro 60/blue ycuanii, 4yem oTnpaBKa N306paxKeHNA No 3N1eKTPOHHOW MoYTe 1K 3arpys-
Ka ¢unbma Ha YouTube.

YctaHoBWwyKmM npunoxeHnii UE4 06bIuHO COCTaBNAT HECKONIbKO COTEH MerabaiiT, yacto
6onbLue rurabaiiTa. loctyn no npocTol ccbiike Ha Dropbox xoTb 1 focTaToueH Ana oT-
npaBku $paitnos HeCKONbKUM NtofAM, ObICTPO Neperpy»KaeTca, e/ Aae HeCKOIbKO COTeH
yenoBeK eIHOBPEMEHHO MonyyaT K Hell BOCTYn.

Ocyu.l.eCTBneH Me TeXHUYeCKom noaaepxxXkKun

Kak TONbKO Bbl BbIMYCTUATE MPUIOXKEHNE, OHO ByAET NPOTECTUPOBAHO U UCMOJb30BAHO TaK,
KaK Bbl 1 NPeACTaBnTb cebe He Mmornu. Bala ayautopus HaingeT HeCOBMeCTUMOCTb C YAN-
BUTENIbHbIM HABOPOM annapaTHbIX 1 MPOrPaMMHbIX CPEACTB, O CYLLECTBOBAHNMN KOTOPbIX
Bbl fjaXke He NOA03peBany, a Tem 6onee He MPOBePAV COBMECTUMOCTb C HUMW. Bcerga 3a-
KfafAblBalTe JOMOMHUTENIbHOE BPEMSA Ha TECTVPOBAHME 1 MOALAEPXKKY A1 N060ro npoek-
Ta ¥ MacWITabupyiTe CPOKM B 3aBUCMMOCTM OT TOTO, KaK CUIIbHO MEHAETCA pa3Mep BaLlen
ayauTopun.

3aK/iroueHue

Tam, roe Bbl, BO3MOXXHO, KOTJa-TO CUMTANIV MPOEKT BbIMOJIHEHHBIM MOCJIE HaMNOHEHWSA CLe-
Hbl BU3yanu3aLumy 1 Haxkatua KHonku Render, pa3paboTka MHTEPaKTUBHO BU3yanu3auum
8 UE4 BBOAWT HOBYIO YacTb B NpoLiecc pa3paboTku BU3yanmnsauunn. Bbl JOMKHbI yunTbiBaTh
3TO B CBOUX NPOEKTaXx, B HaBblKaxX COTPYAHMKOB, @ TaKXKe B YCTAHOBJIEHHbIX BPEMEHHbIX
pamkax Ansa pa3paboTKy MHTEPAKTMBHON BM3yanm3aumm.



FMABA 3

NMPON3BOAOCTBEHHDbIU
MPOLUECC

MNepeBopa cyuwecTByOWMX cUeH 1 KoHTeHTa B UE4,
cKopee Bcero, 6ygeT ogHUM N3 NepBbIX LWaros,
KOTOpble 3aX04eTCA COBEPLUNTb Nocne 3anycka
peaakTopa. 3To TaKXe MOXeT CTaTb NepBbIM cepb-
€3HbIM NPEenATCTBUEM, 0COOEHHO eC/IN Bbl XOTUTE
npeob6pasoBaTb 60nbluMe CyLEeCTBYIOLNE CLIEHDI
BU3yanusayum c TpaccupoBkon nyyen B UE4.
lNMoHumasA, YTo HY>KHO cAenaTb ANA NOArOTOBKMN
KoHTeHTa anA UE4, Bbl MoXeTe CcyLecTBEHHO CIKO-
HOMUTb BpeMSA, cAenaB 3TO «Kak Tpebyet Unreal»

B NepBbIf pa3, 1 NONYYNTb KauecTBO 1 Npous-
BOAVTENbHOCTb YPOBHS, oxunaaemoro ot Unreal

Engine 4.
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O630p NnponsBoACTBEHHOro Npouecca

Bbl, BEpPOATHO, NPMBbLIKNN paboTaTb B 3D-NPUNOKEHNN C MHTErPUPOBAHHBIM MOLENNEPOM,
CUCTEMON MaTepuranos 1 BU3yanu3atopoM. Mocne Toro Kak AaHHble 3aHeceHbl B 3D-npu-
JIO’KEHUe, Bbl MOXeTe BM3yann3npoBaTb CLEeHY OAHVM HaxkaTrem KHOMKK. Bbl npumeHseTe
mMaTepuanbl 1 OCBeLLeH e, co3faeTe aHMMaL IO U CBOW MCTOPUM, NCMOMb3YA MHCTPYMEH-
Tbl B BblOpaHHOM 3D-npunoxeHuun. Bol MoXxeTe NoAroToBUTb TEKCTYPbI U ApYrie faHHble
BO BHELUHUX MPUSIOXKEHWsAX, HO 6ONbLLYI0 YacTb MOBCeAHEBHOW PabOTbl fienaeTe MMEHHO

B 3D-npunoxxeHun.

[Mocne peHaepuHra V|3o6pa>Keva NN aHUMaUnn Bbl 3arpy»<kaeTe X B NpuiioXeHne ana no-
cnepyiowero pefakTMpoBaHua — 4tobbl 406aBUTb SPPEKTbI U 3aroIoBKK, OTPeSaKTUPO-
BaTb OTCHATLIN MaTepran 1 job6aBuTb ayano. Korga Bbl 3aBeplurite paboTy, OKOHUaTeNbHasA
BepcuA BygeT oTpeHaepeHa B Buaeodainn unm nsobpaxeHune 1 nepefaHa Ballei ayamTo-
puyn AN KNNeHTy (PUCYyHOK 3.1).

Client Data Modelling Renderer Post/Edit Delivery

| Integrated Modelling, Lighting and Materials

PucyHok 3.1 TpagnumMoHHbIN NpoLecc BM3yannsaumm

UE4 aBnAeTcA aBTOHOMHbIM NPUIOXEHNEM 1 HE MHTErpupyeTcA HeNoCPeACTBEHHO B Ni0-
60e 3D-npunoxeHue. BuecTo 310ro Bbl Ucnosnbyete 2D- n 3D-npunoxeHnsa ansa cosga-
HuA 3D-mogeneit 1 TeKCTyp, KOTopble HEOOXOANMO SKCNOPTMPOBaThb B popmart AnAa obmeHa
(FBX, TGA n T. A.) n umnoptmposatb B UE4 (pncyHoK 3.2).

Asset Library

ENGINE

UNREAL @

Client Data >
Delivery

Pucynok 3.2 [Mpouecc Busyanusauuu ¢ Unreal Engine 4
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Mocne umnopta KoHTeHTa B UE4 Bbl co3faeTe mupbl B UE4 Editor: pobaBnaeTe ocselyeHme,
MaTepuranbl U UHTEPAKTUBHOCTb. 34eCb HET KHOMKM peHAepurHra; Viewport peHaepuT Bce

B peasibHOM BpeMeHW, NPon3Boas n306paxxeHns GprUHaNbHOro KauecTsa, BKtovas apdeKTbl
noctobpaboTKm, Takne Kak pa3mbiTre, rMy6uHa pe3kocTu 1 LBeToBas rpagaums.

Y106bI O6ABUTD MHTEPAKTUBHOCTD, Bbl MOXeTe Ucnonb3osatb Blueprints, C++ n Unreal
Motion Graphics (UMG) ansa co3gaHua nonb3oBaTenbCkux MHTEPHENCOB 1 APYrnX SKpaH-
HbIX TUTPOB. Sequencer No3BosAeT co3aaBaTbh GUIbMbI FONUBYLCKOrO KauyecTBa C UCMOosb-
30BaHMEM PefaKTopa HeNIVHEHOTO MOHTaXa, GpU3nNYecKrx Kamep.

Mocne 3aBepLueHVA NPOEKTa Bbl MOXeTe 3anyCTUTb CBOE NPUIOXKEHUE Ha Ntobbix nnatdop-
mMax: Mac, Windows, VR, MOGUAbHbIX 1 Tak aanee. Bbl Takke MoXeTe peHAepuTb BbICOKOKa-
YyeCTBEHHble Kafpbl ¥ aHMaLUN.

n oAroToBKa KOHTEHTa

BynbTe 0CO6EHHO OCTOPOXKHbI MPU MOAFOTOBKE KOHTEHTa A1A ucnonb3osaHua B UE4. ina
obecreyeHns NiaBHOro, 6bICTPOro paboyero NpoLiecca, BbICOKOW NPOU3BOANTENBHOCTU

1 KayeCTBEHHOrO peHfepuHra TpebyloTcAa COOTBETCTBYOLLME CornatueHna o6 MMeHOBaHUY,
Lightmap, UV map, konnusuu, LOD n mHoroe gpyroe. [ockonbKy Ana NOAroTOBKM BallnX
CLIeH HY>KHO caienaTb elle o4eHb MHOTO€, aBTOMaTH3aLMA 1 COrNacoBaHHOCTb HEOOXOANMDI
AnA obecneyeHna GbICTPOro NPOV3BOACTBA, CTabUNbHOCTM 1 MPOU3BOANTENBHOCTY Ballero
NPOEeKTa, a TakXe CHUKEeHUA NPON3BOACTBEHHbIX 3aTparT.

Pabouuin npouecc UE4 TpebyeT HAMHOMO 6071bLLE BPEMEHW BbIMOSIHEHUSA, YeM TPACCMPOBKa JTy-
yeit. Mouemy? BcnomHWTE 3TO HEBEPOATHO ObICTPOE Bpems peHaepuHra (0,016—0,033 cekyHApl
Ha Kagp obcy»xpaetca B rmase 1)! OguH 13 NyyLLrx cnocoboB cfienatb NPoLecc Bu3yanv3aumm
6bICTPee — BbINOMHUTL 06PabOTKY 3apaHee U COXPaHUTb ee PasnMYHbIMY Cnocobamu. 3aneka-
HVie OCBeLLEHNSA, 3aMnCb AeTanel C UCNOMb30BaHNEM KapT HOpManei Uin Aa)e CKPOMHbIN Npo-
uecc npucsoerma UVW KooparHaT — Bce 3T0 0cBOGOXaeT pecypcbl 06paboTKy.

lMpeKpacHo, 4To Bpems NPOCTos B TeueHne paboTbl UE4 npakTnueckun paBHO Hymto. IKCNOpPT,
UMMOPT 1 06paboTKa AaHHbIX B UE4 NponcxXoanT oyeHsb ObicTpo. EQUHCTBEHHDBIE MpoLecch,
KOTOpble 3aHMMAtOT Cepbe3Hble MPOMEXYTKN BpeMeHU, 06bIUHO ABAAIOTCA MOTOKOBLIMI 1 MO-
ryT BbIMOSHATLCA MapassieNibHO, YTO MO3BOMAET BaM NPOAOKaTb paboTtaTs B Editor, noka 3a-
MeKaeTcA OCBELLIEHVIE UV KOMMUAMPYETCA NPOEKT ANA 3aMycKa Ha Apyron nnatdopme.

3ameTKa

HekoTopble 13 Hanbosnee JONTNX 1 TPYAOEMKUX BbIYMCIEHWI MOTYT ObITb BbINOS-
HeHbl He TONIbKO NapannesnbHo ¢ Editor, Ho 1 pacnpepeneHHo no cetu. Bbl MoxeTe
Nerko 1Crosib3oBaTh CyLecTBYyoLWMe paboyne CTaHUMmM nan peHgep-pepmy,
4TO6bI 06ECNEUNTDb CyLIECTBEHHOE NOBbILLEHVE MPOU3BOAUTENBHOCTN PEHAEPUHIA
Lightmass, nprurotoBneHna KOHTEHTa, KOMAUALUN 1 MHOTOrO APYroro.
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M Bam He npugeTca TpaTuTb 60MbLUYI0 YaCTb AHA Ha OXKMAaHue peHaepos. Viewports B Max
1 Maya, KaK 13BeCTHO, y»KacHbl Af1A Nepefayn Toro, Kak OyaeT BbIrnAaeTb OCBeLeHHas BU-
3yanun3npoBaHHasA CLEHa, YacTo Aae He NoKa3blBas JOMKHbIM 06pa3omM MaTepuanbl U Tek-
CTypbl. DTO 3acTaB/AET BaC BM3yanm3npoBaTh CBOIO CLEHY ANA NpeABapuUTeNbHOro NpoCmo-
Tpa KaX[Joro N3MeHeHNs, 3aTpaumBas MUHYTbI, @ MHOTAA U Yacbl, YTOObI MONYUYUTb XOpoLlee
npepacTaBieHne 0 TOM, Kak OyAeT BbIrAAeTb OKOHUYaTebHOe N306pakeHMe.

UE4 6bICcTpO 3arpy»aeT KoHTeHT. Content Browser oTKpbIBaeT acceTbl U MO3BONAET MPOCMa-
TPWBaTb UX B PEXMME PearlbHOro BPEMEHH, @ Pa3ninyHble pefakTopbl ObICTPO OTKPbIBAKOTCSA
[aXe CO CIIOKHbIM KOHTEHTOM. MaccMBHbIE YPOBHY COXPAHAIOTCA U OTKPbIBAKOTCA B CUMTa-
Hble CEKYH/DbI, laXke He MUHYTbI. Pe3ynbTaToM ABNAETCA MHTEPaKTVBHbIA pabounii npouecc,
UTO O3HaYaeT, YTo Bbl MOXeTe CAenaTh 6oMblue 3a MEHbLLEE BPEMA U, eC/v CTaHeTe clefjo-
BaTb HEKOTOPbIM HEXUTPbIM PeKOMeHAALMAM, 60sblIasn YacTb PaboTbl byAeT BbINoHeHa

3a BaC aBTOMaTNYeCKYM BOILIEGHBIMY CPEeACTBAMM.

HacTtpoiika 3D-cueHbl

Bbl Bcerga fonKHbI CeanTb 3a Tem, YTOObl KOHTEHT COOTBETCTBOBAN CTaHAAPTaM 1 corna-
WweHnam, NpuHATbIM B UE4. BONbLIMHCTBO M3 HUX HOCAT TEXHUYECKNI XapaKTep, MHOrne —
CTUINCTUYECKNIA, HO BCE OHW UMEIOT XOPOLLYIO apryMeHTaLmIo.

Bbl JOMXKHBI HAYaTb C OPraHU3aL MM UCXOAHBIX Xy#oXKeCTBEHHbIX Gaiinos (daiinos Max,
Maya n Photoshop). OpraHusauus — 3T0 Ha3BaHWe UrPbl, U OUYEHb BaXXHO HaNTK Bpems,
YTOObI CAENaTb BCE NPABUIIbHO.

N3meHeHVe nmeH, maclutaba, KonmyecTsa BepLUVH, TOYEK Pa3BoOpOTa U T. . — BCe 3TO
OYeHb Nerko caenaTtb B MPUNOXKEHMAX ANA co3aaHma undposoro koHTeHTa (DCC). MpocTo
HaXKMUTE, NepeuMeHynTe, epemecTrTe U MacWwTabrpyinTe. 3TV NPUNOXKEHMs pa3paboTaHbl
A5l U3MEHEeHVA MeLlel U PacTPOBbIX N306paXKeHWi 11 XOPOLLY B 3TOM, 1 Bbl, CKOPEe BCEro,
OT/IMYHO Bnafeete M. [lenatb Bce 3To ByaeT ropasfo cioxHee (ecnm BoobLue ocTaHeTcA
BO3MOKHO) MOCJIe TOrO, KaK Bbl pa3mMecTuTe cBO KOHTeHT B UE4.

EnnHuub n3mepeHns

Unreal Engine 4 no ymonuyaHuio MCNosb3yeT CAaHTUMETPbI B KaUeCTBe e4UHULIbI U3mMepe-

HUSA Ha CUeHe. B naeane Bcerga ycTaHaBnuBariTe CBOV NPUITOXKEHUA AA paboTbl B MaclwiTabe

1 eaviHVLa 3mepeHua paBHa 1 cm. OgHAKO A1 MHOTUX BMU3Yasin3aLmii 3TO He Tak NPOCTO, Kak
KakeTcs. Mbl 4acTo 06513aHbl OrPAHNUMBATL NCXOAHbIE AAHHBIE WIIN APYTVie MMMNEePaTHBbl pa-
60uero npotiecca, KOTOpble MELLAOT HaM JIErKO BbINONHATL NoA06HOEe NpeobpasoBaHye.

CyLlecTBYyeT HECKOJIbKO CMOCO6OB pelunTb 3Ty npobnemy. dkcnoptep FBX no3sonset npu-
MEHSATb MacClITabMpOBaHe K Mellam BO Bpemsi 3KcrnopTa, a UE4 npepnaraeT HacTpoi-
Ky MaclTaba mmnopTa (v NoBOpoTa) AN Meluent. K coxaneHuio, 3T HaCTPONKN MOTyT
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Cpa6OTaTb nnn He Cpa6OTaTb B 3aBUCMOCTN OT KOHTEHTA, MO3TOMY HE peKOMeHO0BaHbI
K MCNOJIb30BaHNIO, €C/IN Bbl B CUJIaX CAMOCTOATENIbHO HaMTK CNocob N3MeHNTb MacwTab co-
OePXKMMOro nepen sKCNopToM.

Max Tak»e npepanaraet BO3MOXHOCTb ycTaHoBKM Display Units. 3ToT napametp Huyezo

He [lenaeT ¢ AaHHbIMM U CLEHON. DTO MPOCTO Npeobpa3oBaHne macluTaba eAnHNLbI U3-
MepEeHNA CLiEHbI B BM3YasibHble 3IEMEHTbI NMOMb30BaTENbCKOMO NHTEPdENCa, YTO NO3BONAET
BaM COXPAHATb COAEPXKMMOE B CAHTUMETPAX 1 NPOAOIKaTb paboTaTb CO 3HAKOMbIMU efj-
HULLAMV Y3MepeHus.

Cratucrtuka

|-|OJ'IyLIE‘HI/Ie TOYHOV CTAaTUCTUKM OYEHb BaXKHO A471A ONTUMM3aL MK Ballero KoHTeHTa. Ca-
MO€ Ba*XHO€e OTTyAa — YNCJI0 TPEeYroJibHMKOB 1 BEPLUNH. O6paTVITe BHMMaHWE, YTO A CKa3an
mpeyeoJibHUK, @ He NOJIU2OH NN 2pdHb, N HE NCNOJ1b30Bas J'IIO6yIO APYTryo TEPMUHONOTUIO.
UE4 pa36VIBaET BCIO reOMeTpUIO Ha TPeYroJsibHNKK, onpeaeneHHble BeplwnMHaMn AnA Bu3ya-
ninsaunn, NO3TOMy BCe OCTaslbHOE HE UMeeT 3HaYeHNA ONA HalWnX HYyXA.

BI/I.CI,VIMOCTb nosiIMroHoB U HoOpManu

Backface Cull — 310 onTrMun3auma peHaepuHra, npy KOTOPOK TPeYrobHUKU He 0To6pa-
XKalTCA, eI OHM 0bpalLeHbl B IPYTY0 CTOPOHY OT KaMepbl. ITOT 3GPeKT MOXKeT ObITb Bam
n3pecteH Kak two-sided nnu double-sided (aBycTopoHHNI) peHaepuHr.

MHorvie 3D-NpUnoXeHns MMeT ABYCTOPOHHIO BU3YaNiM3aLuio, BKIOUEHHYIO N0 YMOYa-
HUIO, MOKa3biBasi 06e CTOPOHbI 06BEKTOB. ITO MOXET [laTb BaM HEMpPABWUJIbHOE NpeAcTaBe-
Hvie reomeTpuru, nockonbky UE4 no ymonuaHumio ybupaeT noBepHyTble Ha3ag TPeyrosbHu-
KW. Bbl MOXeTe HacTPOWTb OTAENbHbIE MaTepUarbl 1 3K3eMnaApbl MaTeprianos B UE4, uTo6bl
OHV ObINN [BYCTOPOHHMU. TaKoe UcnpasfieHne, 0fiHaKo, He 3GGEKTBHO 1 He NpeHa3Ha-
UEHO [/19 UCNPABJIEHUA NIOXOTO KOHTEHTA, a ABNsAeTCA GyHKUMEN Ans BU3yanv3saumm onpe-
[eNeHHbIX MOBEPXHOCTEN, TAaKNX KaK JINCTBA.

Bbl OMXKHBI OTKNIOUNTb [BYCTOPOHHIOI BU3yanu3aLumio B Balwmx 3D-npunoxkeHunax, 4to-
6bl y6eanTbCs, UTO Bbl BUANTE TY e MoAenb, uto 1 B UE4. VicnpaBbTe npobniembl C rpaHAMN
1 BepLnHaMmuy B Bawem 3D-npunoxkeHun nepepn skcnoptom B UE4.

MoaroToeka reomeTpun k UE4

Unreal Engine 4 no3BonseT paboTatb Takumu 3D-o6bekTamu, Kak K Static Meshes (ctatu-
yeckne mewn) n Skeletal Meshes (ckeneTHbie mewn). OauH Melw MoxeT umeTb Smoothing
Groups, HECKONIbKO MaTepurasios 1 LBETOB BepLIMH. Melun MOryT 6biTb KeCTK1MM (CTaTuye-
CKue mMeLm) nnv aebopMupyoLwmMmMncs (CKeneTHble Melun). Bbl SKkcnopTupyeTe KaxKkabli MeLu
B Buge darina FBX n3 3D-npunoxeHus, a 3atem umnopTrpyeTe ero B cBoii npoekTt UE4.
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3ameTKa

B 3101 KHMre AnA NoCTPOEeHNA CLEH NCNOMb30BaHbl CKITIOUYUTENIHO CTaTUYecKne
MeLuy. CTaTuyeckme Melly, HECMOTPA Ha Ha3BaHMe, He ABIAIOTCA HECMOCOOHbIMM

K NnepemeLLeHnto B NpunoxeHnax. «CraTmyeckme» YacTy CTaTMYeckoro MeLua — 310
ero BepluHbl. CTaTnyeckue meLmn He MOryT AepOopMUPOBATLCA, Kak MeLuu, Npo-
CTPOEHHbIe Ha OCHOBE KOCTeN. BOT ANl Yero Hy»Ha cKeneTHaA ceTka.

ApxuTekTypa n peKBU3UTHbIE Meluun

fl Aymalo 0 CBOMX acceTax CTaTUUECKUX MELLEN B ABYX LUMPOKKX KaTEropusax: apxuTeKkTypa
1 peKkBU3UT. Kaxabli U3 HNX CrieflyeT CXOXKMM NpaBuiam, HO OTHOCUTENIbHO 06OKX eCTb CO-
ob6parkeHNn, KOTopble MOTyT 3HAaUUTENbHO 06erynTb PaboTy C KaXkAbIM 13 HUX.

ApxuTtekTypa

ApXUTEKTYpHble MeLun — 3TO YHUKaJlbHble OObEKTbI, PACMONOXKEHHbIE B ONpeAeseH-
HOM MeCTe, Hanpumep CTeHbI 1 NMoJibl, penbe(b MeCTHOCTU, AopOorn n T. A. Kak npasnno, y sac
Ha CLleHe HaxoanTCA TONNbKO O4Ha KonnAa 3TuxX 06'beKTOB, 1 OHW OOMKHbI pacnonaratbcAa

B onpefeneHHoOM mecTe.

Yale Bcero Bbl COXpaHAeTe cooTHoweHre 1:1 Mexxay 06 bekTamm B UCXOOHOM 1306paxe-
Hum, nankon Content n yposHem UE4. Hanpumep, y Bac 6yaet oguH SM_Wall01 B kaxxgom
13 HAX B OBHOM 1 TOM e MecTe.

Bbl akcropTupyeTe 371 06bEKTHI Ha MECTO, UMMOPTUPYETE KX U Pa3MELLAETE Ha CLieHe

B Touke 0,0,0 (MU B fpyroi onpeaeneHHon MCXOAHO Touke). CUHXPOHU3UPOBATb Cofep-
»)umoe UE4 co cLieHOW C MOMOLLbIO 3TOMO MeTOAa OUYeHb NMPOCTO, MOCKOSbKY Bbl MOXKETe 1M-
MOPTUPOBATH UV MOBTOPHO UMMOPTUPOBATH MELLW WX Lefble CLeHbl 6e3 He0bX0AMMOCTH
UX NepemMelLLeHus.

PekBuanr

PeKBM3MTHbIE MeLIM — 3TO NOBTOPALMECA WU MHOTOKPATHO MCMNOJb3yeMble CTaTh-
yecKune MeLlV, KOTOpble Bbl Pa3MeLLaeTe B apXUTEKTYPE MK Ha YpoBHE. [pumepom moryT
CNYXWTb Tapesikn Ha cTone. Y BaC MOXeT ObITb YHVKaNbHbI acCeT CTaTUYeCKOro MeLla Ans
Ka)Kaoro o6beKTa CLEHbI UK, MOCKObKY BCE OHU abCOMOTHO OAMHAKOBbI, Bbl MOXETE CCbl-
NaTbCA Ha OfIMH acCeT 1 NepemeLLaTh ero Ha HyXHyto nosuumio Ha Viewport. CTon Takxe
6bln 6bl PEKBM3UTOM, U €0 MOXKHO 6b1710 Obl IErKO NepeaBuraTb.

Hannune HeCcKonbKmnx PEKBU3NTOB, CCbTalONXCA Ha OAUH aCcCeT, CHUXaeT Harpy3kKy Ha na-
MATb 1 ynpoLlaeTt o6HOBNEHME U NMOBTOpPEHNE KOHTEHTa.
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MmeHoBaHMe

Kak 1 Bo Bcex LMdpoBbIX NPOeKTax, pa3paboTka 1 cobnofeHne TBepablxX COrnalleHni

06 MMeHOBaHMY B MPOEKTaXx AB/AETCA BaXXHOW 3ajlayuen Ans Bcex, KTo pabotaet ¢ UE4.
MpoeKTbl 3aKaHUMBAIOTCA C THICAYAMU OTAENbHbBIX aCCETOB, U BCE OHW UMEIOT paclumpeHe
.uasset. [lpncBoeHre MeH Balnm o6beKkTam B 3D-NpunoxKeHny NPONCXOANUT Nerko 1 Obl-
CTpo, Ho B UE4 3TO He cOBCEM Tak.

Bbl, HeCOMHEHHO, npunapymaete COBCTBEHHbIE CTaHAapTbl U CUCTEMY ONA obecneuyeHus Ba-
Lnx KOHBeVIepOB ONnA OaHHbIX, HO enMHoo6pa3V|e NOMOXeT Bam ObITb Ha O4HOW BOSIHE

C OCTaJibHbIMN y4aCTHNKaMK coobuecta Unreal Engine 4, NOCKOJIbKY Bbl, BEPOATHO, CTaHe-
T€ NCNONb30BaTb KOHTEHT N AeNINTbCA UM.

OcHosbl

He ncnonb3yiiTe npobenbl unv cneumanbHble CMMBOSbI/cUMBOSBbI KOHMKOAA (Hanpumep, Ha-
LMoHasbHble andaBuTbl) NPV UIMEHOBAHMM Yero-nbo (Meww, Gpaiinbl, NepeMeHHble U T. 11.).
MHorga BaM MOXET COMTU C PYK HapyLLIEHWE STUX MPaBUJI, HO 3TO YCIIOXKHAET CUTYaLMto No3-
Ke, Korfa Bbl CTaNKMBAeTeCh C CUCTEMON, KOTOPasA He NPUHUMaeT Npoben nnun cneuranb-
HbIVi CUMBOJT.

CornaweHue 06 nmeHosaHun UE4

Ba3oBas cxema MeHoBaHMA ANnA KoHTeHTa B Unreal ncnonb3oBanach B TeueHme nocyefHnX
15 net Epic Games 1 pa3spaboTtunkamu, ncnonb3sywowmumu Unreal Engine. OHo cnegyeT 3a oc-
HOBHOW KOHBEHLK:

Prefix_AssetName_Suffix

Ecnu Bbl npocmaTpurBanu noboe cogepkmmoe, BktoueHHoe B UE4, Bbl yrKe BUAENn MMeHo-
BaHUs, OTBEYaloLLMe STOM KOHBEHLUN.

3ameTKa

[BUXOK 1 Editor He NPUMEHAIOT HUKAKUX NpaBuil K CorfatleHnAmM 006 MMeHOBaHUN.
Bbl MOKeTe Ha3blBaTb KOHTEHT TaK, Kak BamM HPaBUTCA.

Prefix

Prefix (npedpunKc) — 3T0 KOPOTKNIA OFHO- UK [BYXOYKBEHHbIV KO, ONpPeAenaowuii Tun
COePXKMMOro pecypca. PacnpocTpaHeHHbIMU NpMepamu ABnatoTca M_ ana matepua-
nos 1 SM_ ana ctatnyecknx mewwei. O6bIYHO 3TO MPOCTOEe CoKpalyeHre nnu abbpesua-
Typa, HO MHOTrAa KOHPAUKTBI Y Tpaamumumn TpebyioT Apyrux, Taknx Kak SK_ ana cke-
NeTHbIX Mewen. MoAHbIN CNMCOK AOCTYMEH Ha CONYTCTBYIOLWEM CaiTe MO agpecy WwWw.
TomShannon3D.com/unreal4Viz.
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AssetName
BaseName onucbiBaeT 06bEKT MPOCTbIM U MOHATHbIM cnoco6om. WoodFloor, Stone,
Concrete, Asphalt n Leather — Bce 3To npekpacHble NprmMepbl.

Suffix

OTgenbHble KNnaccbl acCETOB UMEIOT HEKOTOPbIE BapuaLmm, KOTOpble BaXXHO OTMETUTb B Ha-
3BaHuK. CaMbili pacnpOCTPaAHEHHbIN NPUMEP — TEKCTYPbI. XOTA Y BCEX Y HUX OAWH U TOT e
npedukc T_, pasnnyHble TUMbl TEKCTYP NpefAHa3HaueHbl A1 KOHKPETHbIX MPUMeHeHNI

B ABWKKE, TaKUX KaK KapTbl HOpManen 1 KapTtbl Roughness (wepoxosatocTen). icnonb3osa-
Hue cyddrKca nomoraeT onmcaTb 3TV PasNnUns, COXPaHAA NPY STOM BCe OOBEKTbI TEKCTY-
pbl aKKypaTHO CrpynnMpoBaHHbIMU.

lMpumepeoi

MpumMepbl, NprBeAeHHbIe B Tabnuue 3.1, MOXXHO HallTK B I0OGOM pacnpoCTpaHeHHOM NPOeK-
Te UE4.

Tabnuua 3.1 MNpuMepbl HazBaHMI acceToB

HasBaHue acceTa 3ameTKa

T_Flooring_OakBig_D TekcTypa c 6a30BbIM LiBeTOM Ay60BOro napketa
C KPYMHbIM PUCYHKOM

T_Flooring_OakBig_N KapTa Hopmarneii fy60Boro napketa ¢ KpynHbIm
PUCYHKOM
ML_Flooring_OakBig JK3eMnnAp maTeprana C UCMosib30BaHNEM TEKCTYP

Ay60BOro napkeTa ¢ KpynHbIM PUCYHKOM

M_Flooring_MasterMaterial Poantenbcknii matepuan, K KOTOPOMY OTHOCKTCA
3K3emnap mateprana ayboBoro napketa c KpynHbIM
PUCYHKOM

SM_Floor_1stFloor CTaTnyecKunii MeL C MPYMEeHEHHbIM 3K3eMMASPOM

maTtepuana MI_Flooring_OakBig

B UE4 ecTb AeCATKMN TUMOB KOHTEHTa U BaPMaHTOB, KaX bl 13 KOTOPbIX MMeeT pasnuny-
HYI0 BO3MOXHYIO CXeMy UMeHOBaHMA. Bbl MoxeTe HanT Ha www.TomShannon3D.com/
UnrealForViz npamyto cCbifKy Ha ynpaBifaemblil COOOLECTBOM CIMCOK BCEX MPEAIOKEHHDBIX
npe¢ukcos 1 cybdukcos.

XOTA 3TOT CNUCOK ABNAeTCA ncyepnbiBawWmMm, HXW OQHO U3 3TUX NPpaBU1 UMEHOBaHNA
Heé NPpUMeHAETCA B MPOU3BOJIbHOM Cly4ae. [naBHOe — 3TO NOCNef0BaTEeNIbHOCTb. Pa3pa6o—
TanTe cncTemy n I'IpVI,D,ep)KVIBaI;ITECb ee.
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UV-otobpaxeHue

UV-oTo6pakeHune — 370 BbI30B A5 Bcex 3D-XyaoKHMKOB 1 Tem 6onee s Br3yanmsa-
uun. Bonbluas yacTb BU3yanv3auuy peHeprHra MoXeT 000MTUCb OYeHb NIOXKM 0TObpa-
eHnem UVW, a nHorga v Bosce 6e3 Hero. UE4 6e3 UV He MoXeT.

KoopanHatel UVW ncnonb3ytotcs ana mHoxecTsa QyHKUUA 1 3P EKTOB; OT OUEBUIHDBIX, Ta-
KMX KaK MpYMeHeHMe TeKCTYP Ha NOBEPXHOCTU, JO MeHee NMOHATHbIX, HO HE MeHee BaXKHbIX
BeLlel, Kak, Hanpumep, koopanHaTbl Lightmap.

Bcem Bawmm 3D-acceTam NoTpebytoTcs KAUeCTBEHHbIE, MOC/ef0BaTes/IbHble KOOPANHATHI
UVW. Ina npocToii reoMeTpum 3To MOXKeT ObITb TaK Xe MPOCTO, Kak MpUMeHeHne Moandu-
kaTopa UVW-KapTbl K BaLueli reomeTpuuy; 6onee CloxHasa reoMmeTpus npespatutca B 6onee
CJIOXHbIN pyyHON npotecc. He 6oTech; B 60NbLUMHCTBE ClyYaeB Bbl IEFKO MNOSTyUYNTE XOPO-
e pesynbraTbl. [pocTo cnegute 3a cBonmmn UV-koopamHaTtamm, korga pabotaete ¢ UE4.
Ecnny Bac ecTb npo6nembl € BU3yanusaLuuen, KOTopble TPYAHO ANArHOCTMPOBATb, NPOBEPb-
Te UV-koopauHartbl.

PeanbHbin MacwiTab

MHorve 3D-npunoxeHna MOryT UCMOMb30BaTb B peanibHOM MacluTabe cuctemy UV-koopaw-
HaT, rge TekcTypa MaclwtabupyeTca B maTepuane, a He B UV-koopaunHaTtax. XoTa Takoe BMnon-
He BO3MOXHO cfenatb B UE4, 3To He nyyLwnii BapraHT.

Ecnu Bawwy cueHbl ke ConocTaB/ieHbl C peasibHbIM MaclTabom, Bbl JOSIKHbI MacLITabnpo-
BaTb UV-koopamHaTbl ¢ nomoLbio mogudurkatopa (Scale UVW B Max) nnu Bpy4Hyto MacluTa-
6uposatb UV-BepTukanu B UV-Editor.

TekcTypupoBaHUue c NOMOLLbIO MUPOBOW NPOEKLUMN

3HaMEHWTBI YNT Br3yanm3aTopa COCTOUT B TEKCTYPUPOBAHNM B MUPOBbIX KOOPAUHATaX
(TeKCTypbl NPOEeLMPYOTCA BAOb MAPOBbIX KOOPAMHATHbIX oceit XYZ) Ans 6bICTPOro no-
KPbITUA CNOXKHbBIX CTaTUYECKUX MOLENel TalnoBbiMM TeKCTypamm. Takve MeTOAbI He Tpeby-
I0T KauecTBeHHbIX UV-KoopAnHaT Ana nonyyeHna npunmnyHoro pesynstata. UE4 npegocTas-
NAET MeTOAbI AN1A TaKOW PaboTbl, U IMYHO A Ha HWUX NONaralCb B COOCTBEHHbIX NMPOEKTax.

Ba)HO MOMHWTb, UTO €C/v Bbl MIAHUPYETE UCMOMNb30BaTb NPeABapUTENIbHO pacCUnTaHHOe
ocBelleHme ¢ Lightmass, To Bce-Taku noTpebyeTcsa npefycMoTpeTb Xopoluve, ABHble UV-
KOOpAVHaTbI, AaXe ecsin NPUMEHAETCSA TEKCTYPUPOBaHKE C MOMOLLbIO MUPOBO MPOEKLNN.
3710 NpomncxoamnT NoTomy, uto Lightmass xpaHut nHpopmarmio 06 ocBeLeHNN B TEKCTYPHbBIX
KapTax, KOTOPbIM HY>KHO YHUKanbHoe npocTpaHcTeo UC Ana NpaBUnbHOro otobpakeHus.

TaAuHr NPOTUB YHUKaNbHBIX TEKCTYPHbIX KOOpAMHAT

[ns 6onblUMHCTBA BU3yanu3aLuii akTVBHO UCMOMb3YeTCA TaINHT. B neicTBMTENbHO-
CTW, KOHEYHO, TEKCTYpa He Tannutcs, ckopee UV-koopamHaTbl yCTaHaBAMBAKOTCA UAN U3-
MEHAIOTCA B 3aBUCMMOCTI OT MaTepwuana. Tainosble Habopbl UVW-KoopanHaTt no3BonsaT
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UV-rpaHam nepeKkpbiBaTbCA, a BepLUMHAM BbIXOAUTb 3a npefenbl 0-1 UV-npoctpaHcTtsa. Ta-
KoBa npupofa UV-kKoopanHaT, 4To BbIXoA 3a npepesibl 0—1 NnpuBoANT K NOBTOPEHMIO TEKCTY-
pbl (TaninnHry), 7o ectb 0.2, 1.2 1 2.2 — 3TO OAMH U TOT e NNKCeNb.

YHuKanbHble UV-KooparHaTbl onpefenainTca OTCYyTCTBMEM KOOPAMHAT BHe Anana3oHa 0-1,
N Kaxasa rpaHb 3aHMMaeT YHUKanbHYyto obnacTtb B npocTpaHcTee UV-KapTbl 6€3 nepeKkpbl-
TUI. TO NONEe3HO, KOrAa Bbl 3anekaete NHGOPMALIMIO B TEKCTYPHYIO KapTy, MOCKONbKY KarK-
AblA NMUKCENb MOXET COOTBETCTBOBaTb ONpefeeHHOMY MeCTOMOMIOXKEHMIO Ha MOBEPXHOCTY
mMogenu (PUCYHOK 3.3).

PucyHok 3.3 YHuKanbHble KOOpAUHATbI MO CpaBHeHUo ¢ NanTouHbiMu UV-koopanHaTtamm

PacnpocTpaHeHHbIMM NprMepamiu Npeobpa3oBaHNA AaHHbIX B TEKCTYPbl ABNAIOTCA KapTbl
HopManen, Co3fjaHHble 13 BbICOKOMONNIOHaNbHbIX MOZieNei C NCNosib30BaHNEM pernpoekK-
uun nnu, B UE4, Lightmass ana 3anucy nidopmaumm 06 ocseweHnn u Global lllumination
(Gl) B TekCTypHble KapTbl, Ha3biBaemble Lightmaps.

MHuoxecteeHHble UV-kaHanbl

Unreal Engine 4 nogfaepkmBaeT 1 faxe NoowWpsAeT NCrnosib3oBaHne Heckonbknx UV-kaHa-
JI0B AN1A CMeLUMBaHNA TEKCTYP 1 ApYrux GyHKUMIA Ha YPOBHE [BUXKa, TaKMX KaK 3aneyeH-
Hoe ocBelleHue ¢ nomolybto Lightmass.

B 3D-npurnoeHuAx 4acTo BO3HMKaOT Npobnembl ¢ BU3yanusaumein Heckonbkux UV-ka-
Hanos B Viewport, a pabounii npouiecc 06bI4HO HEYKITIOXK 1 OTKNaAbIBAeTCA B MOMb3y UC-
nonb3oBaHWA 6onee KPYMHbIX 1 AeTanM3nPOBaHHbIX TEKCTYP. DTO He BapUaHT; MaCCHBHble
TEKCTYPbl MOTYT NOTPe6/IATb OrpoMHOe Konnuectso VRAM 1 Henpriemnemo neperpy<atb

CLEHBbI.
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BmecTo 3TOro ncnonb3ynre Heckonbko UV-KaHanos n MHorocnonHble UV-KoopamnHaThbl
B MaTepuanax ana gobasneHuns getanem KPynHbiM o6beKkTam.

3aMeTKa

UE4 ncnonb3yet ocHoBaHwme 0 ana UV-koopanHat. MHOrne npunoKeHns ncnosb-
3ytoT 1. [ipyrumum cnoBamu, eciv Balle NpunoxeHue (mobutenn Max, A cMoTpio
Ha Bac!) ncnonbsyet ocHoBaHue 1 UV-kaHana, UE4 nmnopTupyeT ero Kak Koopau-
HaTHbIN nHAeKc 0.

Lightmap-koopauHaTbi
Co3zpaHue UV-koopaurHat Lightmap moxeT nokasaTtbca obpemMeHNTeNIbHON 3aaden.

He 6onTecb: koopanHaTbl Lightmap nerko co3patotca n ABAATCA NPOCTO BTOPbIM HA6OPOM

UV-KOOpp,I/IHaT, KOTOpble obecneunBaloT C06J'IIOJJ,EHVIG HeCKONbKX npasu.

« Ecnu B Bawem npoekTe NCNosib3yeTca NCKNUYNTENBHO AUHAMMYECKOe OCBeLLEHNe,
BaM, CKOpee BCero, BOobLle He HY>XHO 6eCcnoKouTbcs o KoopauHatax Lightmap!

. KOOpAVIHaTbI OOJI>KHbI 6bITb YHUKaNbHbIMU, a HE NepeKpblBaTbCA NN HaKNnaAblBaTbCA

Zpyr Ha apyra. Ecnu rpaHn nepekpbiBatotcs, Lightmass He moxeT pelunTb, MHbGopMaLumio
06 OCBeLLeHUV KaKoW MpaHu 3anm1caTb B MUKCENb, MOPOXKAas Y»KacHO BbIrnsaAALIME NAMbI.

Mexpy UV-grarpammamum (rpynnamm npukpenneHHbix rpaHeit B UV-Editor) pomkHo
CyLIeCcTBOBATb MPOCTPAHCTBO. DTO Ha3biBaeTcA padding (3anonHeHne) 1 rapaHTHpyeT,
YTO MUKCENN N3 OJHOrO TPEYroJibHMKa He MepeTeKatoT B COCEHNE TPEYroNIbHUKN.

MNMocnepgHee OCHOBHOE MPABWNO COCTOUT U3 ABYX YacTeit: n3beralite pasbmeHuns
UV-kapTt Lightmap Ha rnagKkux rpaHsx, NoCKOJIbKY 3TO MOXeT MPUBECTU K HEKPACMBO-
My LIBY 1 pa3brBaiiTe KOopAMHaTbl BAOMb rpaHul Smoothing Group, utobbl n3b6exaTb
nepeTeKkaHWA CBeTa Yepes HUX.

3aMeTKa

WHorpa y Bac He 6yaeT apyroro Bbibopa, Kpome Kak pasmectutb UV-110B Ha rnag-
Ko noBepxHocTW. CaenanTe BCe BO3MOXHOE, UTOObI CO3aTb €ro «NLOM» B APYryio
CTOPOHY OT TOFrO MECTa, FAe HaXOANTCA UM C HanbonbLe BEPOATHOCTbIO OyaeT
HaXoAUTbCA 3prTesib (0ObIUHO BbIOMPAETCA 3aHASA UN HUXKHAA YacTb 0ObeKTa).

ABToMaTnueckoe cospanue Lighmap UVs
Onuua Auto Generate Lightmap UVs npu nmnopTe no3BosiAeT NonyynTh CyLeCTBEHHbIN
BbIMTPbILL MO BPEMEHU NPV NMOArOTOBKE MOJeNeil K OCBELLEHMIO C MoMoLlbio Lightmass.
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fl He ycTaHy ero pekomeHA0BaTb. OH GbICTPO reHeprpPYeT BbICOKOKAUYeCTBEHHbIE KOOPAUHA-
Tbl Lightmap npu nmnopTe (Mnn nocne) n HacTpanBaeTcA XyLOXKHUKOM AJiA NONYUYEHUs orn-
TVManbHbIX Pe3ybTaToB (PUCYHOK 3.4).

> - =X

File  Edit Window  Help Search For Help jo
4 P o

L ) 4 i - N O r ’ . | [l uv Channel 1~

=R iewport T Preview Scene S 1 Details

lightmap X

4L0D0 Triangles: 48 \

LOPE0 g
Currentisereen Sizes: 0241506 4 Build Settings
Jiriangless 48 Generate Lightmap UVs
VErticess 2
Uyiehannelsa ik
ADRIOY; Sizezi08%0 p” Source Lightmap Index
NG COllTEfon i \f{ Al

Min Lightmap Resolution

Destination Lightmap Index

Showing UV ehannel il for ¥ 4 Static Mesh Settings

Light Map Resolution

Light Map Coordinate Index

4 Import Settings

S,

Generate Lightmap UVs

PucyHok 3.4 AsToreHepuposaHHblie UV-koopamnHaTbl ¢ HanoxxeHHbiMu UV-koopamHaTtamum
Lightmap (06paTnTe BHUMaHMe Ha 3P beKTUBHOCTb MO CPpaBHEHMIO C pUCyHKOM 3.3)

B wnpokom cmbicne cuctema Auto Generate Lightmap UVs — 310 npocTo onepauus nepe-
YMaKOBKM 1 HOpManu3auuu, Kotopas 6epeT UCXOAHDBIV KaHan 1 yNakoBbIBaeT CyLLeCcTBY-
towme UV-guarpammsbl B UV-npocTpaHcTBo 0—1 Tak 3pPeKTUBHO, KakK TONTIbKO BO3MOKHO.
OH Take Jo6aBNseT NPaBUIbHOE KONMYECTBO OTCTYMOB NUKCENEN MeXIY AnarpaMmmamu
Ha OCHOBe npegnonaraeMoro paspelueHua Lightmap, 3agaHHoro Source Lightmap Index.
Y Lightmap c 6onee HU3KMM pa3pelleHreM NUKCeNU KpynHee, 1 OHY TpebyioT 6onbluero
NpoCTpaHCTBa MeXAy Avarpammamu. Mpu 6onee BbICOKOM paspelleHnn NMKCenu Menbye
1 TpebyloT MeHbLLEro NPOCTPaHCTBA.

[inA 3TOro Hy>KHO TOMNBKO, UTOObI KOOPAWHATHI B BalleM 6aszoBom UV-KaHane cnepgosanm npa-
BUNam pasaeneHus no Smoothing Groups u He 6binn pacTaHyYTbl. OHM MOTYT 6bITb NHO6OTO
MacwTaba, nepeKkpbiBaTbCA U MHOTOE PYroe, eC/iN OHW U3HAYabHO YETKO COMOCTABIEHbI.
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Coser

HanoxeHve KapT ocBelleHrA Ha FreOMETPUIO YacTO MOXKHO OCYLLECTBIIATb Ha CKOPYIo
pYKy TpUBUanbHOM aBToMaTmyeckol passepTkoit (box mapping) unm nHCTpymeHTamm
UV-pa3BepTKu B BalLeM MPUSIOKEHNV NePes SKCMOPTOM (Hanpumep, € pasbrieHrem
Mo rpynnam criakueaHna (smoothing group) nnw yrnam mexay rpaHamu). B coueta-
HKY ¢ 3D-M3aNMNMHIrOM B MUPOBbIX KOOPAMHATAX pabounii npouecc co3paHus UV-pas-
BEPTOK MOXET 6bITb 9P EKTUBHBIM 1 aBTOMATM3NPOBATLCA 63 0Co6bIX YCUANIA.

YpoeeHb aetanusauun (LOD)

UE4 nmeet dpaHTacTnueckyto nogaepkky LOD. LOD — s1o npouecc nepeknioyeHuns 3D-mo-
Aenen Ha 6onee HU3KYI0 JeTanv3aLunio No Mepe 1x yaaneH s Ha pacCToAHME Y YMeHbLIeHNA
Ha 3KpaHe.

Ecnu Bbl pa3pabaTbiBaeTe KOHTEHT ANA MOOMbHBIX ycTponcTs nnm VR, ontummsauua LOD
1 MOJENN HeBEPOATHO BaXKHbl. [laxke ecniv Bbl paboTaeTe Ha BbICOKOKNAacCHOM obopyfoBa-
HUK, nogymanTe o co3gaHum mogeneii LOD gna BbICOKONOAUIOHaNbHbIX PeKBU3MTOB. [1nA
TaKMX Mellel, Kak TPaHCMOPTHbIe CPefCcTBa, JIIAN, AePeBbA U ApYyrasa pacTUTENbHOCTb, KO-
TOpble UCMOJb3YHTCA COTHY Pa3 KaXKAblil B OOMbLLOW CLeHe, Hannumne 3 deKTUBHbIX Moge-
neii LOD 6yzeT 03HauaTb, YTO Bbl CMOXKETE COXPAaHUTb 6OJbLLE PECYPCOB Ha IKpaHe, co3aa-
BaA AeTaslbHYl0 CUMYNALMIO.

UE4 nonHocTbio nopgaepxumBaet Lenoukn LOD 13 npunoxeHnin, noaaepmBatoLmx Nx 3Kc-
nopt B FBX. 3To 03HayaeT BO3MOXKHOCTb co3aaBaTh cBou LOD B nio6bumom 3D-nakeTe 1 M-
nopTmposaTtb nx Bce cpa3y B UE4. Bbl TakKe MoXeTe BpyuHyto umnoptuposatb LODs, 3Kkc-
nopTMpPOBaB HeCKoNbKo dainos FBX n nmnopTtuposas ux u3 Editor.

AsTomMaTnueckoe cospanme LOD

UE4 noppepxunBaet co3gaHue LOD HenocpeacTBeHHo B Editor. Kak n reHepauus Lightmap,
o1 LOD cneunanbHo co3aaHbl ans UE4 1 BenunkonenHbl 6e3 NouTy Kakoro-nm6o Bmella-
TENbCTBA XYOQOXKHUKaA.

Y1066l co3aaTb LOD-mewwn B Editor, npocto HazHaubTe LOD Group B Editor ctatuueckoro
Melwa unu LOD Group npuv umnopTe. fl pekomeHAayo 3To Ans Melleil ¢ 6onee BbICOKON NoT-
HOCTb}0, 0COBEHHO eC/v Bbl OPUEHTHPYETECH Ha MOGWbHbIE v VR-nnathpopmbil.

Heckonbko CTOPOHHMX NnarnHoB, Takmx Kak Simplygon (https://www.simplygon.com)

1 InstaLOD (http://www.instalod.io/), MoXeT LONONHNUTENIBHO aBTOMATU3MPOBATb BECH MPO-
uecc reHepaumu LOD v nmeTb 60nee MOLLHblIE BO3MOXHOCTU YMEHbLUEHNA, YeM BCTPOEH-
Hoe pelueHve UE4.

Ecnu Bbl perynapHo nmeeTe Aeno C CUSIbHO TeCcenvpoBaHHbIMI MeLLaMu, A PEKOMEHLY0
paccMoTpeTb BO3MOXHOCTb MHTErpaLmn 3TUX MarvHoB B Bal KoHBeliep UE4, notomy uto
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OHVI ropa3fio HafeXKHee CUCTEM ONTUMKM3aLMK B 60MbLIMHCTBE 3D-NpUnoXxeHuii, 1 Bpems,
C3KOHOMJIEHHOE C NMOMOLLbIO aBTOMaTUYeCcKol reHepaummn LOD, MOXeT 0Ka3aTbCs 3HauMTe b-
HbIM, He FOBOPSA YKe 06 0YEeBUAHBIX MPENMYLLECTBaX MPON3BOAMTENIbHOCTM 33 CYET YMEHbLUe-
HYs 06LLero uncna BepLUnH, Npeobpasyembix U BU3Yanu3npyeMbiX KaxablM KafpOM.

O6Hapy)xeHne CTONKHOBEHUM

OGHapy:KeHue CTONIKHOBEHUN (I/151 yTOUHeHus, GaKT nepeceyeHrs obonoyek meluen 6y-
[eM Ha3blBaTb KOMIM3mnel) — 3To cIoXkHbIN npeameT B UE4. IHTepaKTMBHbIe akTOpbI CTan-
KNBAIOTCA Y MOAENMPYIOT PU3UNKY, UCMOSb3YyA KOMOVMHALMIO ANA KaXX4Oro NoamnroHa 1 npo-
KCU reomeTpum (BN CKOPOCTUN) C HU3KUM pa3peLLEHNEM 1 Pa3INYHbIe HACTPOWKMU, YTOObI
onpeaennTb, C YeM OHU CTaNIKMBAIOTCA 1 Yepes YTo MOryT NPonTK (Hanpumep, pakeTa 6no-
KMPYeTCA WNTOM, Yepes KOTOPbIA MOKET NPONTY Ball MePCOHax).

K cuacTblo, nockonbKy 60nbluas YacTb BU3yanun3auum He TpebyeT CIOXKHbIX GpU3nyeckmx
B3aUMOAENCTBUI MeXay Bpaxayowmmm dpakunuamm, Bbl MOXKETe NCMOMb30BaTh YNpPOoLLeH-
HbI NOAXO[ K NOArOTOBKE CTONIKHOBEHUS.

Konnusus apxutekTypHbIX Mewwen

[nA KpynHol yHVKabHOM apXUTEKTYpPbI Bbl MOXETE MPOCTO UCMONb30BaThb per-polygon (cnox-
Hoe) cTosKHoBeHMe. CTeHbl, Nosbl, OPOrY, NaHAWadThl, TPOTYapbl U TaK Janee MoryT UCMONb30-
BaTb 3TO JIerko 6e3 CyLLeCTBEHHOW NMPOCaAZKN B MPOV3BOAUTENBHOCTU. IMeliTe B BIAY, UTO YeM
NJI0THEE MeLL, TEM AOPO>Ke 3Ta onepaLyis, NO3TOMY NOCeAYNTe [PYKECKOMY COBETY 1 pa3beii-
Te bonee KpynHble MeLuy, YTo6bl M36exaTb NpPobsiemM C NPON3BOAUTESIbBHOCTbIO.

Konnunsus PEeKBU3UTHDIX Melwen

[Onsa HebonbLUNX NNy 6onee AeTaNN3NPOBAHHBIX MELLEN CTIOXHOE CTONIKHOBEHWE CIULLKOM
3aTpaTHO MO NamATU 1 NPOU3BOANTENBHOCTU. BMecTo 3Toro cnegyet ncnonb3osatb Collision
Proxy Mesh c Hu3kum paspelueHnem nnm Simple Collision (npocToe cTonkHoBeHwe).

Bbl MoXeTe BbI6paTh co3fjaHmne cO6CTBEHHbIX HM3KoMnonuroHanbHbix npokcy Collision
Meshes* B 3D-nakete nnu B Editor UE4, ncnonb3ys BpyuHyto pasmelleHHble NPUMAUTUBDI
(KopobKu, chepbl, Kancynbl). Kpome Toro, cnepyet B3rNAHYTb HAa MapaMeTpbl aBTOMaTUYe-
CKOW reHepaLuy CTONIKHOBEHMI, KOTopble NpegocTasnseT Editor.

Convex Decomposition (Auto Convex Collision)

UE4 npepocTtasnser B Editor oTnnuHyto aBTOMaTUYECKYI0 CUCTEMY reHepaL My CTONIKHOBE-
HWIA nof Ha3BaHneM Convex Decomposition. 3Ta dyHKUMA NCNONb3yeT NPUYYANIMBYIO CU-
CTeMy BOKCeNu3aLmm, Kotopas pa3brBaeT nonmroHanbHble 06beKTbl Ha 3D-ceTkn Ana co-
3[1aHUA KaueCTBEHHbIX MPUMUTVIBOB CTOJIKHOBEHMSA. DTa CCTeMa paboTaeT 1 ANA CIIOXKHbIX

4 HuzkononuroHasnbHble NPUMUTMBbI SKCMOPTUPYHOTCS BMECTE C BalUMMUN MELLAMM, KOTOPbIE CNeayoT
onpeaeneHHoMy cornateHuto o6 nmeHosaHuu. [lononHuTenbHble cBeAeHUs CM. B pasaene AOKy-
MeHTaumm Static Mesh no ccoinke https://docs.unrealengine.com/latest/ INT/Engine/Content/
FBX/StaticMeshes/index.html#collision.



NMOATOTOBKA TEOMETPUM K UE4 VAl

MeLlew, N A OYeHb pPekomMmeHAy NCNob30BaTb €€ AN1A yMeHbLIeHNA KoNInYecTBa NOJINTOHOB
Ha BallnX peKkBu3nTax.

He nytante Convex Decomposition ¢ BO3MOXKHOCTbIO aBTOMaTMYECKOro CO3aHNA KOMn-
311 BO BpeMs npovecca umnopTa. ITa cuctema yHacnegoaHa ot UE3 n HenpurogHa ana
MHOIMX CMTyauuiA BU3yanu3auny, moTOMy UTO OHa nioxo obpabatbiBaeT 6onbluve, Hepas-
HOMepHbIe UM YANTMHEHHble GOPMbI.

Convex Decomposition He BKJIIOYEHa Npu MMNOopPTeE, MOCKOJIbKY OHa MOXeT 6bITb OYEHb
MeZLNIeHHOM AnA 60MbLUNX MELEN NN MeLLen C 60NbLIMM KONMYECTBOM TPEeYyronbHNKOB.
[ina 3TOro Bbl JOMKHbI CO34aTb TPaANUNOHHYIO 060J'IO‘-IKy CTONKHOBEHMA B CBOEM 3D-r|p|/|-
NOXKEHUN N NMNOPTUPOBATb ee BMecCTe C MoAeNblo.

[JononHuTenbHyo MHGOPMaLMIo O CO3AaHNN KON3UIA MOXHO HanTK B od1LManbHON [o-
KymeHTaumm n no agpecy www.TomShannon3d.com/UnrealForViz.

Pivot Point (noBopoTHas Touka)

UE4 umnopTripyeT NOBOPOTHbIE TOUKM (MUBOTHI) HE TaK, KakK 3TO MOXHO ObIn0 6bl 0XKKAaTh.
[BUKOK No3BonseT BbIbpaTb OAVH U3 ABYX BAPUAHTOB A1 AMBOTOB NpU NMMOpPTE Yepes
napametp Transform Vertex B Absolute B umnopTe cTatuueckoro melua. Bol moxete nuéo
MMeTb Habop NMBOTOB, NOMYYEHHbIN U3 3D-NpunoxeHns (NyTem yctaHoBKM Transform
Vertex to Absolute Ha false), 60 MmoxHo ykasaTb pivot point 6bITb UMNOPTUPOBaHHbBIM

Ha cueHbl B Touky 0,0,0, MOTHOCTbIO UTHOPUPYS ONpPefeneHHbI pivot point (NyTem ycTaHOB-
ku Transform Vertex to Absolute Ha true).

BepoATHO, y BaC BO3HMK BOMPOC, 3a4eM MOXeT noTpeboBaTbCcA nepeonpeaeneHune pivot
point Bawwero o6beKkTa? B 4eiCTBUTENIHOCTI 3TO MOXKeT 06ecneunTb CyLLeCTBEHHYIO KO-
HoMWUto BpeMeHW. icnonb3ya obLwuii NMBOT, Bbl MOXKETe JIerKo 1 HafieXHO pa3MecTuTb Bce
apXUTEKTYPHble MeLN Ha Balleil CLieHe, MOMeCTUB X Ha YPOBEHb 1 YCTaHOBMB NMOJOXe-
Huie 0,0,0; BCce OHM ByAYT TOUYHO BbIPOBHEHDI.

W 570 paboTaeT, NOTOMY UTO Bbl O6bIYHO He NepemMeLaeTe CBOV apXUTEKTYPHble MeLln, No-
3TOMY TO, Fle OHU BPALLAKTCA Y MACLUTabUPYIOTCA, He UMeEeT 3HauYeHuA. YTo BaXKHO, TaK 3TO
UX TOYHOE MOJIOKEHUNE B TPEXMEPHOM NMPOCTPAHCTBE.

PeKBM3UTHbIE MeWN — 3TO NPOTUBONONOXHOCTb. Kor,qa Bbl pa3mellaeTe peKBU3NT Ha CBO-
nx cueHax, NMBOT UMeeT Ba*KHOe 3HaueHne AnAa nepemelleHna, noBopoTa n Macuna6v|posa—
HNA X Ha MeCTe.

Yro6bl nonyumnTs pivot point B UE4 B cooTBeTCTBUYM € Bawmm 3D-NpuioxeHnem, y Bac ecTb He-
CKOJIbKO BapuaHTOB. Bbl MOXeTe cmoaennpoBaTh BCe BaLLM PeKBM3UTbI Ha ypoBHe B 0,0,0 nnn
nepemecTuTb UX Npu 3Kcrnopte. bonee HoBble Bepcun UE4 (4.13 11 Bbile) NO3BONAIOT Mepeornpe-
AennTb NoBefeHne MMMopTa Mo YMONYaHMIO 1 NCNOMb30BaTb CO3AaHHbIN pivot point melua. Kak
NpaBuUsIo, 3TO NYULLWI BapyaHT Ana obecneyeHns COOTBETCTBMA BalLmX pivot points.
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KoHBenep paboTbi ¢ FBX-Mewamu

Mocne NoAroToBKM acceTOB BaM HY>XHO 3KCMopTMpoBaTh X B FBX. Y sToro ¢popmata oueHb
[0Nraa NCTopua, KOTopas NprBena K ToMy, YTO OH CTaj OfHUM 13 Haunbornee pacnpocTpa-
HeHHbIX GOpPMaTOB, JOCTYNHbIX ANA 3D-AaHHbIX.

Ecnw Balwa cleHa oTMacliTabmpoBaHa He B CAaHTMMETPAX, Bbl MOXKETE NIerko nepemactabuy-
pOBaTb BalUM acceTbl MPKW SKCMOPTe, yCTaHOBMB Scene units to converted to: Centimeters.

CurrentPreset:  User defined

¥ Smoothing Groups
Split per-vertex Normals
¥ Tangents and Binormals
TurboSmooth
Preserve Instances
Selection Sets
Convert Deforming Dummies to Bones
¥ Triangulate
¥ Preserve edge orientation
Animation
Cameras
Lights
Embed Media

v Advanced Options
¥ Units
Scale Factor : 1.0

Automatic

Scene units converted to:  Centimeters

» Axis Conversion
» UI
¥ FBX File Format
Type: Binary
Version:  FBX 2014/2015
Compatible with Autodesk 2014/2015 applications/FBX plug-ins

v Information

FBX Plug-in version: 2017.0.1 Release (241562)

Help on FBX

Cancel

PucyHok 3.5 PekomeHpyeMbie HacTpoliku akcriopTa FBX pns ctatnueckmx meweit (3D Studio Max)
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3KCI'IOPT HECKO/IbKMX Meluew

Bbl MOXeTe 1Cnonb30BaTh pasHble Crocobbl SKCMOPTa HECKOJIbKMX MeLLei. Y KaXKAoro ecTb
CBOW HeOCTaTKY 1 MperMyLLecTBa.

Opawun FBX-dain

Heckonbko melueit MoryT 6bITb BKtOUeHbl B ofuH dain FBX. Korga Bbl umnoptupyeTe
ero B UE4, 6yzneT npeanoxeHa onuna o6begnHEHNA MeLle B OAVH UV UMMNOPT KaX4oro
N3 HUX KaK OTAEMNbHbIX MeLlei.

A He d)aHaT 3TOro metopja. HEKOTOpre I'IpO6J'IeMbI MOTyT caenatb 3TOT crnocob6 HeyﬁlO6H biM
N VHOTAa HECTAaOUNIbHBIM.

YacTaa npobnema — 3TO UTO BaM HY>KHO SKCMOPTMPOBATb TOYHO TaKOW e Habop MeLuen
KaXZblih pas, Korga Bbl XOTUTe OGHOBUTb TOSIbKO OAVH. DTO NPABUIO OUYeHb TPYAHO CObI0-
[aTb, @ ero HeBbIMONHEHNE MOXET NPUBECTM K CO0AM 1 ApYrum npobremam.

MMnopT cueHbl

B UE4 6bin fo6aBneH cnocob ans obneryeHuns BbllleyrnoMaHyTo npobnembl. Scene Import
NPVHYMaeT efUHCTBEHHbIN FBX-daiin, umnopTrpyeT Bce Melun 1 pacnonaraeT Bce Ha Level.
ITUM CNOCOBOM TaKe MOXXHO MMMOPTUPOBaTb Kamepbl, OCBELLEHME U aHUMaLMN.

MuoxecTteo FBX-dainos

JKCnopT MHoXecTBa dainnios FBX — mos niobrman onuums. Xots 60nblMHCTBO 3D-npuno-
XKeHWI He noALepXMBaloT HATUBHO 3TOT CNOCOO, OHAKO JOCTYMHO HECKONBbKO CLieHapueB
N MIHCTPYMEHTOB, KOTOPbIE MO3BOJIAIOT BbIMOJIHUTbL SKCMOPT MHOXEeCTBA. Bbl MOXeTe HanTn
yacTb 3TMX ckpunToB Ha www.TomShannon3D.com/UnrealForViz.

UE4 mo>keT ObICTPO MMMNOPTMPOBATb NOMHY CTPYKTYpY daiinos FBX. Takum nytem, ecnu
BaM HY»HO OOHOBWTb Ball eJMHCTBEHHbI acceT UKW rpynmny acceToB, Bbl MOXKeTe Sierko

1 HafieXXHO 3ameHnTb 3TV FBX-daiinbl v nepenmnopTtrposatb B UE4. 3TOT nogxon AaeTt Bam
NpeKpacHyto BO3MOXHOCTb KOHTPOJIA, 1 3TO HaMeHee PUCKOBaHHbIV 1 HAaUMeHee TexHunye-
CKM CNOXHbIN METOA.

MepenmnopTuposaHue

Jlerknit TepaTMBHbBIN NPOLIECC — 3TO KOTAa OUYEHb JIEFKO MOXHO Nepe3anuncaTh Ball YKe IKC-
NnopTMPOBaHHbIN FBX ¢ 06HOBNEHEM reomeTpurm. ITo No3BonaeT BblopaTb pann B Content
Browser n nepenmnopTupoBatb ero, o6HoBB acceTbl B UE4.

ABTOMaTnueckun penmnopT
Al yacTo NCNonb3yto aBToMaTudeckuii permnopt B UE4. OH no3BonsAeT BbIGpaTh AMPEKTOPUIO,
n Ka)Kp,bIVI a3, Koraa Bbl obHoBnsiEeTE UNN co3faeTe HOBDbIN d)al?m, KOTOprIz MOHO MMNOPTU-
poBaTb, Editor HaxogMT 3TV N3MEHEHUA 1 aBTOMATUYECKN OGHOBIAET CyLLecTByloLMe acce-
Tbl LI UMMOPTUPYET N CO3AaeT HOBbIE.
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YT06bI BKNIOUMTbL 3TOT cnocob, oTkpoinTe Editor Preferences n onpegennte nanky ana npo-
CMOTpa 1 cooTBeTCTBYHOLY0 nanky B Content (prcyHok 3.6).

o
General “General - Loading & Saving

oo J o iron. Y st

astartup

Level Editor

PucyHok 3.6 HacTtpoiika asTomatuueckoro umnoprta (Auto Import) 8 Editor Preferences

3aMeTKa

Mo ymonuaHuio aBToOMaTMYeCKUiA IMMNOPT BKloYeH And nanku Content. Xota ato
JIErKO 3aMOMHUTb 1 UCMOJIb30BaTh, A He PEKOMEHAYI0 MOMeLLaThb Bally NCXOA-

Hble dpalsibl B 3Ty manky. Hukoraa He meHaAnTe nanky Content BHe Editor — UE4 aTo
He HPaBWTCA 1 MOXET NPYBECTY K MOBPEXAEHNIO MPOeKTa.

Kyaa nomewatb FBX-dainbl

O6bIYHO BaM He HY>KHO MoAAepK1BaTb SKCMOPTUPOBaHHble FBX-daiinbl, 1 MOXKHO cunTaThb
MX BPEMEHHbIMU. Bbl MOXeTe CcoOXpaHATb UX rae yrogHo. Yto6bl cnonb3oBaTb GYHKLMIO Me-
pPeVMNoOpPTUPOBaHNA, OUYEHb BaXXHO ObITb MOCe0BaTENbHbIM.

Mpouecc paboTbl c TEKCTypaMu U MaTepmnanamm

Kak 1 BcAKMIA pas, Koraa Bbl EPexoauTe oT 04HOro NPOrpaMMHOro obecrneyeHns Ans pex-
[EepVIHra K pyromy, Bam nNpuaeTca CTONIKHYTbCA C HEOOXOANUMOCTbIO MOBTOPHOMO CO3fa-
HMA BaLIMX MaTepranos, YTOObl BOCMONb30BaTbCA MPEVMYLLECTBAMU HOBbIX BO3MOXKHOCTEN
peHgepa, n UE4 B 5TOM nnaHe H1MYeM He oTamnyaeTtca ot gpyroro M0.
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UE4 no3BonAeTt BaM MMMOPTUPOBATb MaTepurasbl C MeLlamu, HO GYHKLUMMN ANs MMMopTa
OYeHb OrpaHNYeHHbl 1 TPebyIoT, YTOObI Bally MCXOAHbIE MaTepurasbl 6biny caenaHbl onpe-
AeneHHbIM 06pa3oM.

OTO He 3HaYWT, YTO MMMNOPTUPOBaTb MaTepuanbl B UE4 He CTONT — 3TO MOXeT COXPaHUTb
MHOTO BpemMeHM AJiA MPOTOTUMNUPOBaHUA 1 co3faHnA MmaTepurana B UE4. He Bo3utech ¢ ma-
Tepuanamu B 3D-nprnoxeHnu. MpocTtor AndPy3HoN KapTbl Unn LBeTa byaeT 4OCTaTOYHO
(1 3TO BCe, UTO NPUIET B rofnosy!).

TekcTypbl

UE4 HaknapblBaeT HeKoTopble CTPOrune npaBumia v OrpaHnyeHna Ha TekcTypbl. HekoTopble
npaBwvia NPUMEHAIOTCA HACTONIbKO CTPOTO, UTO ABAATCA NPUYMHAMKM NPoBana uMnopTa
TEKCTYp, CO34aHHbIX BO BHELUHUX MPUSTOXKEHWSAX; APYTre MPOCTO YXYALIAT KauyecTBO Ui
NPON3BOANTENbHOCTb Ballero NpoekTa.

BOMbLWMHCTBO NPaBW — 3TO TEXHUYECKME OrPaHNYeHUs], HasloXeHHble Ha UE4 annapaTHbIM
WM NPOrpamMMHbIM obecnedeHrieM, Ha KoTopoMm 3anyckaetca UE4. Graphical Processing Units
(GPU) Ha rpaduryeckmx KapTax cneunpryHbl TeM, Kak TEKCTYPbI XPaHATCSA, Kak K HAM Mosy-
uaTb AOCTYN U Kak OHU peHAaepATcs,  UE4 fomKeH yunTbIBaTb BCE 3TY OFPaHNYEHUS.

Monnepxnsaembie popmMaThl
UE4 noppepxunBaeT cnepytowivie GopmMaTbl KAPTUHOK:

« .bmp
« .float
o .pcx
« .png
e .psd
« .tga
* Jpg
. .exr
e .dds
o .hdr

Hanbonee obuwue B ncnonbsosaHum — BMP, TGA n PNG.

TGA dannbl — 370 cTaHAapPT 8-6UTHbBIX KAPTUHOK B UTPOBON MHAYCTpUK. MonynapHOCTb
TGA cBfi3aHa C BO3MOXXHOCTAMM ABHOTO KOHTPOSIA XYyAOXKHNKaMU 1300paxKeHWI Mo Kaxo-
My 13 KaHanoB. UE4 nprHumaeT 24-6utHble (RGB) 1 32-6uTHbIin (RGBA) TGA-dainbi®.

> MopMaTbl KAPTUHOK MOTYT 6bITb HeMOHATHbIMU. 32-6uTHble TGA-dainbl conepsat YeTbipe 8-6uT-
Hbix KaHana (RGBA), B otanume ot 32-6utHbix kaptuHok dpopmata HDR nan EXR, kotopbint npea-
cTtaBnset 32 61Ta Ha KaHan.
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PNG-¢annbl Hanbonee pacnpoctpaHeHbl ana Ul-a1emMeHTOB, MOTOMY UTO OHY UCMONb3YIOT
npenBapuTeNnbHO YMHOXEHHbI anbda-KaHan, KOTopbl NO3BOAAET NPaBUNbHO 61EHANTb UX.

Al pekomeHayto ncnonbzoBatb TGA 1 BMP ans Bcex TeKCTyp, KOTopble 6yAyT MCMONb30BaTh-
CA B MaTepurianax.

MIP-tekcTypupoBaHue

Mip-KapTbl — BepcrA TEKCTYP C YyMEHbLUEHHbIM pa3peLleHneM, KOTopble PacCUUTbIBAIOT-
CA 3apaHee 1 XPaHATCA Kak YacTb TeKCTypbl. OT0 no3sonaeT GPU ncnonb3osaTtb ManeHbkune
TEKCTYpbl TOrAa, KOrga o6beKT, Ha KOTOPbI OHY HANIOXeHbl, OTAANAETCA OT Kamepbl. ITO Mo-
3BOJIAET M36eXaTb CriaXknBaHMs 1 NOBbLICUTb NPOU3BOANTENBHOCTb.

PaspeweHue

Bce TekcTypbl AOMKHbI ObITb MacLITabUPOBaHbI 1O Pa3peLLeHnsa CTeNeHn BOMKM, Takne Kak
64, 128, 256, 512, 1024 n 1. g. C MakcUManbHbIM paspelleHriem 8192 Ha 8192, BbicoKoe pas-
pelueHmne TeKCTypbl TpebyeT MoandUKaL MmN NCXOAHBIX KOJOB U MOXKET He NOoAAePKUBATbCA
Ha BCeX BreoKapTax.

TeKcTypbl MOTYT 6bITb He KBafpaTHbIMM, HO BCe eLle AOMKHbI OCTaBaTbCA CTENEHbIO [iBOMKMN
Mo KaXKAaoW CTopoHe; Harnpumep 128 Ha 1024 bypeT HOpMasbHO.

Mbl MOXeTe UMMNOPTUPOBaTb TEKCTYPbl HE CTENEHNW ABOWKM, HO OHU He ByyT NPOU3BOANTD
Min-Maps, uTo fobaBNsAET pa3fMuHble BU3yasibHble apTedakTbl B MPOEKT. Bbl JOMKHbI BCe-
raa TpaTuTb BPEMS Ha MacluTabrpoBaHe TEKCTYP 0 HY>KHbIX Pa3MepoB nepes MMNopToM.

Alpha-kaHanbi (anbda-kaHanbi)

Bbl MmOXeTe BKNtOUATb aﬂbd)a-KaHa]'lbl BO MHOrume (bOpMaTbI; OoAHaKo nmenTe B BuAay, uto
anbda-KaHasbl BABONHE HAKNA4bIBAIOT BAVSHME HA pa3Mep TEKCTYP, MOSTOMY BKJlloUaliTe
€ro, TONbKO eCJi OH NCNOJb3yeTCA.

Jpyroi BapuaHT — 3TO BK/OUUTb anbda-KaHan B KauecTBe OTAEeNbHON TEKCTYpbl. ITO Mo-
MOXET, KOrfla BaM HY>XHO MOAENNTHCA anbda-KaHaNoM MeXy PasHbIMU TEKCTYpamu Ui
Bbl XOTWTE MMETb YMeHbLUEHHOe pa3peLueHne abda-KaHasa No CPaBHEHNMIO C OCTaNbHbIMMU
KaHanamm.

CxaTtue

UE4 ncnonb3yeT ckaTre TeKCTYP Ha anmnapaTHOM ypoBHe. B 6onblunHCTBE clyyaeB 310 Gpop-
MaT DDS ¢ HEKOTOPbIMY 3HAUUTENbHBIMU apTedaKTaMu CKaTus 6/I0KOB, MO3TOMY OUEHb
BaXHO MIMETb KaueCTBEHHOE NCXOAHOEe 1306pakeHue (To ecTb M3beraTb MCNONb30BaHMWSA
CXKaTbIX UCXOLHbIX N306paxKeHN).

Bbl moxeTe nepeonpenennTb CxaTtre Ha OCHOBe Kaxxgon TEKCTYPbl, HO Bbl JONXKHbI 3TO
Aenatb TONbKO Npun HeO6XOp,I/IMOCTI/I. Hecxatble TEKCTYpbl MOTYT ObITb no8 pas3 6onbLue
namAaTn.
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Heckonbko MaTepuanos

UE4 nonHocTblo NoaaepK1UBaeT MHOXECTBO MaTeprasnoB Ha OAHOM Melle. B Bawem
3D-NpuUNoXKeHUN HazHaubTe MaTepuasbl HAa KaXKAyto MOBEPXHOCTb U UCMONb3YTe OObIUHBIN
npouecc paboTbl ¢ FBX. Tonbko 0fHO NpefocTepeXeHne: KaxKablii MaTepuran yBenuurnsaet
pacxofbl Ha PeHAEPUHT Ha Kaxoro aktopa. [1n4 akTopoB, KOTOpble NCMOJb3YI0TCA Heva-
CTO, KaK apXmMTeKTypa Un 34aHus, 3To XxopoLo. AcceTam, KOTOpble NCNONb3YTCA Ha cLe-
Hax (TpaHCMOpPTHble CPefCTBa, PAaCTUTENbHOCTb, PEKBU3UT U T. A.), NyUlle UMETb KaK MOXXHO
MEHbLLE MAaTepUuasios, MOTOMY UTO HEBbIMOJIHEHME 3TOro ObICTPO NPUBEAET K MOABNIEHMIO
npo6nem C NPOM3BOANTENBHOCTBIO B BalleM NpPOeKTe.

UmnopT B Content Library

MMHOpTI/IpOBaHI/Ie KOHTE@HTa — 3TO HanMeHee pr,qoeMKI/IVI C TEXHUYECKOoM CTOPOHDbI NPO-
uecc, B OTn4me oT NoArotToBKM M SKCMNOPTa Ballero acceTa. O6bIuHO Bac NHTEpEeCyeT TONIbKO
HEeCKONIbKO OMUMiA, eCnn Bbl pa60TaeTe C Bmayanm3aume|71.

MHununuposaHmne nmnopra

Y Bac HECKONbKO NPOCTbIX NyTel ANA UHALMUPOBaHNA UMMOPTa.

1. MepeTacKmBaHMeM acceTa 13 Bawlero nposogHuka B Content Browser. Bbl moxeTe ne-
peTackrBaTb cpa3y HeCKONbKOo Gpainos, HECKONIbKO aupeKkTopuii npsamo B Content
Browser.

2. Knukom npaBoi KHonKol MbiwKu B Content Browser 1 Bbi6paTtb Import.
3. WNcnonb3oBaHnem kHonku Import B Content Browser.

4. ABTOMAaTUYeCKN MMMOPTUPOBATb acceT NyTeM YKa3aHUa AUPeKToprmM AN OTCNexnBa-
HMA U KaTanor Ha3HauyeHVsA B BalleM MPOeKTe.

B 3aBMcMMocCTM OT TOro, UTO Bbl UMNOPTUPYeTe, UE4 NnpefocTaBUT Bam pasHble Habopbl on-
L1 umnopTa.

Onuun nmnopTa Mewa

Onuwm, KoTopbie Bbl BbibepeTe, 6yAyT HEMHOIO OTANYATHCA B 3aBUCMMOCTM OT KOHKPETHbIX
HY>K[l, HO B 6O/bLUMHCTBE CJlyYyaeB BaM NoJonayT cineayiolime (pUCcyHok 3.7).
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U FBX Import Options

Import Static Mesh Reset to Default,

Current Asset: /Game/CosmoShip

4 Mesh
Skeletal Mesh O

Auto Generate Collision [l

static Mesh LobGroup  [FECRG
Vertex Color Import Opti
ride Co EB==s e .

Remove Degenerates

Build Adjacency Buffer

Build Reversed Index Bu

Generate Lightmap UVs

One Convex Hull Per UC!

Combine Meshes

Transform Vertex to Abs

Bake F

Import Mesh LODs [ ]

Normal Import Method  [InTeRIi @IS A
Normal Generation Meth [VITTS S5 IS 4

Compute Weighted Nornm

4 Transform

rt Uniform Scale

4 Miscellaneous

Convert Scene

Pucynok 3.7 lNMpepnaraembie HacTporikn FBX-umMnopra ans ctatnueckux mewei

Auto Generate Collision

f1 He pekomeHpgoBan 6bl ncnonb3oBaTb Auto Generate Collision gns 6onblWINHCTBA MeLLeN.
370 ycTapeBLUas CUCTEMA, KOTOPas BblAaeT MNIOXoN pe3ynbTaT A1 KOHTEHTA, He CO3AaHHO-
ro creuvanbHo 4ns Hee.

Bbl gonkHbl co3aaBaTb cobcTBeHHOE cTonKkHoBeHue (collision) (B Bawem 3D-nakete
unu B Editor, pasamecTviB NPUMUTIBBI), MONarascb Ha MEXMNONNIOHaNbHOE CTONKHOBEHME
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(MepnieHHOe Ha BbICOKOMONMIOHanbHbIX CeTKax) unu ucnonb3ys Convex Decomposition
Collision), cospaBaemoe B Editor.

Generate Lightmap UV

fl pekomeHpyto ncnonb3osaTb Generate Lightmap UVs 1 oTkasaTtbcs oT cozgaHus cob-
cTBeHHoro Lightmap kaHana. Jlyuiie cocpegotoumntbcs Ha ouncTke 6aszoBoro UV-kaHana
1 no3sonuTb Editor nopaboTtaTb Haj BalMM KOHTEHTOM.

Import Materials and Textures

O6bIYHO A 0cTaBNA BKAYeHHbIM Import Materials and Textures, notTomy 4To o4eHb yao06-
HO MMeTb Cpa3y Ha3HaYeHHbI MaTepuan 1 NOyYNTb Pa3fNYHble TEKCTYPbI, KOTOPble Obinn
NpVIMeHeHbl A0 MMOPTA, @ TaKXKe 3TO AaeT XOPOLUYI0 OTMPaBHYI0 TOUKY /1A CO3[aHNA U Ha-
3HauYeHVA MaTePMaioB NMo3xe.

OpHako, ecnv Bbl GyeTe HEOCTOPOXKHbI, 3Ta OMLMA MOXET CO3aTb OFPOMHbIN 6ecnopAfoK.
YT06bl M36€XKaTb 3TOro, HYXKHO 06ecrneynTb NPaBUIbHOE PACMONOXKeHKe BaLLUX MaTepura-
NI0B B MCMonb3yeMom 3D-NpunoxeHnn nepes sKCrnopToMm. TakKe Bbl MOXKeTe MCMoJb30BaTh
Material Instance assignment system ans co3faHua sK3emnnspa matepuana, a He Camoro
maTtepuana.

Transform Vertex to Absolute

Korga onuma Transform Vertex to Absolute sxiroueHa, UE4 3aMeHUT co3aHHbIN pivot
point Ha 0,0,0 KoopanHaTbl Ha cueHe. Ecnv onumsa seikmodeHa, Mesh 6ygeT ncnonb3osaTb
co3gaHHbIN pivot point. Kak ynommHanoch B npegbigyliem pasgene «flogrotoska reome-
Tpun K UE4», 3TOT napameTp MOXET CIKOHOMUTb MHOIO BPEMEHV NPU pa3meLleHnn 1 06-
CNYXXMBaHUW BaLUNX apXMUTEKTYPHbIX MeLLei.

Onuun TekcTyp

Korpa Bbl MMNOPTHpYeTe TEKCTYPbI, BaM He MPefoCTaBA0TCA NapameTpbl IMMOPTa; Of4HAKO
Bbl JO/KHbI YOEANTHCA, UTO Ha TEKCTYpPax NPaBUSIbHO YCTaHOBIEHbI dnarv. 3T0 MOXKeT 3Hauu-
Te/bHO CKa3aTbCA Ha MPOU3BOANTENbHOCTM U BU3YaslbHON TOYHOCTY BalLUX NPOEKTOB.

Mocne nmnopTta otkpoiTe Texture Editor c nomoLLblo ABOMHOIO HaXkaThsA Ha acCeT TEKCTYPbI
(Texture asset) B Content Browser. Cnefiytoljne HaCTPONKN UMEIOT HanbOoSIbLLYI0 BaXKHOCTb.

» Texture Group: 60/bLIMHCTBO BaLIKX TEKCTYP MOryT 6biTb ocTaBneHbl B World Group.
Kapta Hopmaneii, HDR- n Ul-n3o6pakeHus n gpyrue cneunasnbHble TeKCTYpPbl, TaKue
Kak LUT 1 BeKTOpHbIe KapTbl, BOMKHBI ObITb PAaCMoNIOXeHbl B COOTBETCTBYIOLMX MPy-
nax. 9TO yCTaHaB/VBAET MHOXECTBO BHYTPEHHVX $raroB, 4ToObl FapaHTMPOBaTh KOp-
peKTHOe YTeHue 1 oToOpaXKeHne TeKCTyp.

» Compression Settings: yctaHoBKa Texture Group 4acTo 6yaeT KOPPEKTHO ycTa-
HaBnmeaTb Compression Settings; 4acTo — HeT. BONBLWNHCTBO TEKCTYp Ucnonb3yeT
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HacTpoikn no ymonyaxuto (Default settings). KapTbl HopManei Bcerga fLOMKHbI UC-
Nnonb30BaTb HACTPOWKK KapT Hopmanen. ina Ul-tekcTyp cnegyeT yctaHoBuTb User
Interface setting, uto6bl 06ecneunTb NpaBubHOE anbda-cmelnBaHue (alpha
blending) n macwrabuposaHue.

» SRGB: sRGB ¢nar fonmxeH 6bITb CHAT NOUTK A/1A BCEX TEKCTYP, KOTOPbIe COAepKaT UH-
dopmauuio o uBeTe. ITo cOobLIaeT MeXaHN3MY PeHAepPUHra, YTOObl raMMa-KoOppPeKTU-
poBaTb 3Ty TEKCTYPY A1 TOUHOro oTobpaxeHus Ha cueHe (UE4 ncnonb3yeTt KoHBelep
NIMHENHOro peHAepUHra 1 TpebyeT, UToObl TEKCTYPbI OblIV FaMMa-CKOPPEKTPOBAHbI
ANA NNHENHOrO LIBETOBOr0O NPOCTPAHCTBA). [INA TeKCTYP, CMOJIb3yeMblX Kak MacKu
Unn apyrue KapTbl MHGOPMaLMK, Takne Kak KapTa Hopmasnei, 3TOT napaMeTp AOSKeH
6bITb BbIKMIOYEH AnA o6ecneyeHna TOYHOrO CUUTbIBAHMA JaHHbIX 6e3 npumeHeHun
K HAM ramma-Kpusom.

Mpouecc paboTbi c kKaMepoW

Bbl HaBepHsAKa 3KCNepT B BM3yanm3aumy aHMmaumy ¢ 6bICTPO, NNaBHONM aHMMaLmel Ka-
Mepbl, MOACBEUNBAIOLLEN KaXAbli acneKT NpoeKTa. Bbl noTpaTtnnm rofgbl, OTTaunBasn cBoe
MacTepCTBO, U pa3paboTanyt MIHCTPYMEHTbI Y TEXHUKU, KOTOPbIE BbIAENAOT BaC cpeam
KOHKYPEHTOB.

UE4 npepnaraeT yauBuTenbHyio cuctemy KnHematorpadum (cinematics) n aHnmaumm

¢ Sequencer, HO U3y4eHue NOSIHOCTbIO HOBOW CUCTEMbI MOXET ObITb U3MIMLLHMM 1 HanyraTb.
UE4 npepnaraeT MOLLHbIV HAOOP MHCTPYMEHTOB AJ1A MMMOpPTa 1 SKCMopTa Kamep Kak B, Tak
1 13 BaLLero NPUNoXKeHns, a Takxke pefakTop, MO3BONAIOWMI NIerko BbINOMHATb UTepaumu,
NCMOSb3YA MOXOXME NHCTPYMEHTbI.

MpocTo Bbi6epuTe Baww 06bekT Camera B 3D-NpUNIOKeHUN, KOTOPbIM NOJb3YeTeCh, U IKC-
nopTupyiite ero Kak FBX. Bo3amMmo»Ho, BamM NoHago6mTcA 3aneyb aHMMaLuio, ecsv Balla
Kamepa nofkmnoyeHa K cnnawny (spline), unu ncnonb3syet apyrve HecTaHAapTHbIE Npe-
obpasoBaHuA (HanpumMep, NpUcoeMHeHne K Apyrm obbekTam, ncnonb3osaHre Look-at-
KOHTPOSINEPOB M MOAUGUKATOPOB, W ABIAETCA YacTblo pura.

B UE4 co3paiiTe HOBbI Level Sequence, HaxaB Ha kHonky Cinematic Ha toolbar B Editor,
n BblibepuTe Add Level Sequence, a 3aTeM BbibeprTe MECTOMONOXKEHNE A1 COXPAHEHNA HO-
BOro acceta (pncyHok 3.8).

Mocne Toro Kak HOBbIM Sequencer OTKPOeTCA, WeNKHUTE MPaBon KHOMKOW MbILWKN Ha AUHA-
MUYyeckm co3gaHHom aktope Camera 1 BbibepuTe Import.

,D,O6aBI/ITC$| Balla aHMMaUuuA N NPUMEHUTCA K Kamepe. A CTONKHYNCA C HEKOTOPbIMU HECO-
OTBETCTBUAMU C TUMaMWU KaMep, OTINYHbIMU OT 3HaYyeHu Nno YMOJTHaHUIO B NPUNOXKEHUN,
TakKMW KaK MNBOTbI NN HEMPaBUIbHOE NO3NUNOHNPOBaHKE. Bo3moxHo, Bam npnpeTtca
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nepepa60TaTb CBOW KamMepbl nnn npeo6pasoBaTb NX B CTaHOaPTHbIE TUMbI, 4yTOObI NOSIHO-
CTblO NCMNOJIb30BaThb 3TY d)yHKLl,VI 0.

] Add Master Sequence

PucyHok 3.8 [lo6asneHue Hosoro Level Sequence

Bbl TakXe MOXKeTe 3KCMOPTUPOBATb aHMMaLuM KaMmepsbl 13 Sequencer o6paTHo B FBX-daiin
1 UMMNOPTUPOBATbL VX B 3D-NprnoxeHre Unu gake B NakeT NOCTPeNaKTMPOBAHUSA, TaKoW
kak Nuke, uToObl 3aBEPWNTL CHUMOK, OTpeHAepeHHbI B UE4.

3akno4yeHme

MNMoaroToBKa Ballero KOHTEHTA K a3KcnopTy v nmnopty B UE4 — 3To camoe 6onbluoe npe-
NATCTBUE, C KOTOPbIM MHOTMEe CTONKHYTCA. OfHaKo 3aTpaTbl BpeMeHU Ha NMOAroTOBKY Ba-
wero KoHTeHTa ana UE4 oKynATca C NMXBOW, MOCKONbKY Bbl BOCCTAHOBUTE CBOW laHHble

B UE4 Editor. [laxke 60nblune Habopbl JaHHbIX MOTYT ObITb aKKypaTHO nepeHeceHbl B UE4

1 Ha BaLLW CLieHbl, eCN Bbl YBEPEHbI B YCreXe U MHCTPYMEHTAX, NMO3BOJIAOLWMX ero JOCTUYb.






FMABA 4

OCBELLEHUE
U PEHOEPUHT

OpHa 13 cambix NpUBNEKaTesbHbIX 0CO6eHHOoCTEN
UE4 — notpsAcalowiee KauecTBo BU3yanmsawui,
KOTOPOro MOXXHO AocTuub. cnonb3lya ¢pusmueckn
KOppeKTHbI peHgepuHr (PBR), UE4 gocturaer
owenomnsiowero peannsma. loBepxHocTn pearn-
PYIOT Ha CBeT U TeHb YAVNBUTEJIbHO PeanncTUYHO.
Material Editor ncnonbsyet BusyanbHyio rpapu-
YecKylo cuctemy, Kotopas No3BonAeT co3faBaTtb
CNOXKHble, ANHAMUYHbIE, PU3NUYECKN KOPPEKTHbIE
maTepuanbl, B TO BpeMaA Kak 3K3eMniapbl MaTe-
pnanos (Material Instance) n ¢pyHkyn nosso-
NAT NOBTOPHO MCMONb30BaTb Baluy MaTepurarnbl
1 MEHATb UX B peXXnme peasibHOro BpeMeHW.
Bo3mMo0>kKHO, Bam 60/ibLLe HUKOrAa He 3aXxoueTcA

BO3BPaLLaTbCA K CBOEMY CTapoOMy peHaepepy.
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NMoHunMaHne pusnuecku KoppekTHoOro

peHpepuHra UE4 (PBR)

B nocnepHee fecAtTuneTre KomnbloTepHana rpaduka nepexunna PeHeccaHc KayecTsa 1 TOY-
HOCTW. 3TO B 3HAUNTENIbHOW CTEMEHU CBA3AHO C Pa3BuUTNEM GDU3NYECKN KOPPEKTHOTO PEH-
aepviHra (PBR). PBR 3ameHseT TpagmumnoHHoe 3epkarnbHoe 3ateHeHne Phong/Blinn 6onee
TOYHbIM NPEACTaBIEHNEM TOTO, KaK peasibHble MOBEPXHOCTN PearnpytoT Ha CBET, OCHOBbI-
BasCb Ha TaKMX NapaMeTpax NOBEPXHOCTU, KaK LLIEPOXOBATOCTb (PUCYHOK 4.1).

Pucyuox 4.1 OpuvHakoBble MaTepuarsibl B YeTbipeX pa3HblIX CBETOBbIX OKPYXXeHUAX

Penpep UE4 ucnonb3yet PBR-TexHONoruto, co3gaHHyo AnsA ronivmByackux 6nokbacrtepos,

1 NpeacTaBaseT cob0o MOLLHYI0, yAOOHYI0 U MPOCTYIO B M3yYEHUUN CUCTEMY MAaTEPMAnoB

1 OCBelLeHUs, 06beauHALLYI0 GU3NYECKN KOPPEKTHbIE MaTePasbl, OCBELLEHME 1 OTpaKe-
HUA B IVHYI0 CUCTEMY [l CO3AaHNsA N306paKeHU BbICOKOTO KauecTBa Ha OCHOBE TPaccu-
POBKM Nyyeli B peanibHOM BPeMEHW.
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Te, KTO ncnonb3oBan GpU3NYeCcKn KOpPPeKTHbIe peHAepbl, Takmne kak Maxwell, LonXHbI oYeHb
6bICTPO NOHATb KoHUenuun peHaepa UE4. [ipyrue noHavany 6yayT HEMHOro cbutbl ¢ Ton-
Ky, HO Mocne TOro, Kak yBUAAT, HACKONbKO XOPOLLO BbIFAAAT MaTepuasbl 1 OCBeLLeHre, Ha-
CKOJIbKO OHUM NMPOCTbI B HaCTpOVIKe 1 KaK 3amMme4aTesSibHO OHM BblAePKMBAOT NOYTK BCE YCNO-
BWA OCBELUeHUA, UM OyfeT TPyAHO BEPHYTbCA K BalUVM CTapblM MaTepranamM Ha OCHOBe
OTPaXKEHUN.

Base Color

Base Color (ocHoBHOI LiBET) ONpefenseT uBeT MaTeprana co BCemy TeHAMM 1 BrKamu
(UE4 npepanonaraet, 4To 37O 3amnofHUT nHdopmaLmio 06 ocseleHnn).

DTU 3HAUYEeHWA NOYTU HUKOTAA He GbIBAIOT MOJTHOCTBIO YEPHBIMU UJI MONTHOCTBIO GenbiMu.
Yronb unu ceexunin achanbt — okosno 0,02 (no wkane nHTeHcMBHOCTH oT 0 go 1), Torpa Kak
cBexeBblnaBLwmii cHer — 0,81, UNCTbI 6GETOH 1 Necok — rae-To nocepeantHe 0,51 1 0,36
COOTBETCTBEHHO.

Roughness

UE4 nouTv NONHOCTbIO OTKa3blBAaeTCA OT KaHana Specular. XoTA Bbl BCe elle MoXeTe nony-
UMTb JOCTYM K 3TOMY 3HAaUYEHUIO, ero UCMosb30BaHVe NpeaHa3Ha4YeHo TONbKO 1A 0COObIX
cnyuyaes, korga cuctema PBR He coBcem BbigepxKuBaerT.

BmecTo 3TOro AnA onpepeneHna ApPKOCTU U MIOTHOCTW 3ePKabHbIX OTPaXkeHU NCNonb-
3yeTcA ofHo 3HayeHune: Roughness (LepoxoBaToCTb; PUCYHOK 4.2). Bbl MOXeTe ynpaBs-
NATH LWEPOXOBATOCTbIO JIMGO C MOMOLLbIO OAHOIO 3HAYEHWS, IMOO C MOMOLLbIO TEKCTY-
pbl. Ha pricyHKe 4.2 u3MeHeHbl TOIbKO 3HaueHUsA WepoxoBaTocTh. Obpatute BHUMaHMe,
Kak 3epKasibHble 6NMKN 1 OTPaXKeHUA CTaHOBATCA Pa3MbITbIMK MO Mepe yBeNnYeHus
3HayeHwuA.

PucyHok 4.2 Roughness, kak oHa BAvsieT Ha HeMeTannnyeckue (BepxXHui psg) u MeTananyeckme
(HVOXKHWUI pag) MaTepuransl

B peanbHOM Mupe uem rpybee MOBEPXHOCTb, TeM 6osiee paccesHHbIM UK Pa3MbITbIM AB-
NAETCA OTPAXKEHHDIV CBET. DTO MPOUCXOAUT 13-3a MUKPOCKOMNMYECKKX AeHEKTOB Ha No-
BEPXHOCTW. STV HECOBEPLUEHCTBA PaCcCeMBalOT CBET, KOTOPbIN NoMnagaeT Ha HUX, TOTAA Kak
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rMmajKkne NnoBepxHOCTN 6e3 3Tnx HeCOBEPLUEHCTB HE paccenBaloT CBET, YUTO NPUBOAUT K pe3-
KOMY, 3€PKalbHOMY OTpa>*KeHuto.

3aMeTKa

Y BaC MOXET BO3HNKHYTb CO6J1a3H YMEHbLINTb 3epKaJibHOE 3HaUeHre MaTeprana,
uTO6bI YAANUTb 6K, HO He AenaiiTe 3Toro! BmecTo 3Toro cenanTte cBoin mate-
puan rpy6ee.

Metallic

Metallic 3apgaeT, HaCKONbKO MOXOX Ha MeTasN Ball MaTepuran (PUCYHOK 4.3). OTo cKansp-
HbIi® Bxog (0,0-1,0); 04HaKO NoYTH BCE MOBEPXHOCTM ByayT N1Mb60 Ha yposHe 0, 1160 B6MM-
31 Hero, 60 Ha ypoBHe 1. TONbKO B HEKOTOPbIX ClyYasax MeTa/sinyeckoe 3HaueHme Ha-
xoanTca mexay 0 1 1; Hanpumep, B TaKUX CNTyYasX, Kak Cierka 3arpAsHeHHbI meTans,
npuuyannBas Kepammieckas rnasypb U T. 4., UK KOrAa Bbl UCNONb3yeTe MacKy Ans onpeae-
neHuns obnacTei, KOTopble ABNATCA METANNTMYECKAMUN UIIN HET.

PucyHok 4.3 Matellic. LiseT oTpaxkeHus koHTponupyetcsa Base Color maTtepuana

MonyueHune 6onbwero ot PBR

PBR TpebyeT XxopoLmx BXOAHbIX AaHHbIX. TOHHbI PeCYpCOB Tenepb AOCTYMHbI AN 3arpy3Ku
O4eHb KauecTBeHHbIX TeKcTyp PBR B komnnekTe ¢ kaptamu Roughness, Normal v gpyrumm
KapTtamu PBR.

Takrie NHCTPYMeHTBI, Kak Substance Bitmap 2 Material (B2M), nomoryT Bam NoaroToBUTb Cy-
wecTBylowwme anddysHble TekcTypbl Ana PBR-peHaepuHra.

Tak»Ke Bbl MOXeTe CO34aBaTb 3TV KapTbl BPYUHYto B Photoshop unu gpyrom nporpamMmmHom
obecneueHnn Ans pefakTUPOBaHWsA N306paXKeHniA, HO Tak1e MHCTPYMEHTDI, Kak Substance,
Quixel Suite nnn Substance B2M, moryT fienatb ropaspo 6osee Kpacrsble Habopbl KapT

B pa3bl 6bicTpee.

6 Scalar, ckansp — 3To NPOCTO MaTepuanbHbIN A3bIK WENAEPOB ANS YMCen C MNaBatoLen 3anaTon.
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3TV HCTPYMEHTbI UCMONb3YIOT MeTOAbl 06paboTKM n306paxeHunii ana co3paHma Normals,
Roughness 1 Base Color kapT nyTem aHanv3a ¢popMm 1 OCBeLEHNA B UCXOLHbIX M300paXKeHUAX.

LHo6asneHune petaneu B Roughness

Roughness Texture kapTa — 3T0 Ball KJt0Y K Jy4LIIM BO3MOXHbIM MaTepuranam PBR. Ocmo-
TpyTech. Bapraumm lwepoxoBaTocTy FOBOPAT BaM BCE, UTO HYXHO 3HaTb O MOBEPXHOCTH,

U BCE MMEET HeKoTopble Bapuaummn. IMeHHO 34ech JOMKHbI XWTb LlapanuHbl, rpAsb 1 NATHa
BaLUMX MaTEPUASIOB.

CoxpaHeHue Base Color npocTtbiM

DepxnTe cBoto Base Color KapTy npocToii. OHa He fomKHa CoAepKaTb H1KaKo MHPOpP-
Mauuy 06 OCBELLEHNI UMV TEHN, TONBKO O LBeTe. [ycTb peHaep 3amnoHUT 3aTeHeHne

1 OCBelLLeHMe.

OcBeweHne B UE4

OcgelyeHre B Unreal Engine 4 oueHb Noxoxe Ha ocBelleHve B llo6om apyrom 3D-nake-
Te. Bbl pa3mellaeTe KOHYCHbIE, HanpaBeHHble, HebeCHbIe 1 TOYEUHbIE OTHN, @ TakKe KOH-
TponvpyeTe APKOCTb, MajeHne 1 LBeT. YeM OHM OTIMYaIoTCA, Tak 3TO CTPOrIMU orpa-
HUYEeHUAMN, HanoXeHHbIMK Ha Bac UE4, yTobbl cbanaHcpoBaTb KauecTBO U GpyHKLMM

C NPOU3BOANTENBHOCTbIO.

3ameTKa

UE4 He meeT BCTPOEHHOro ANHAaMMYeCKoro pelleHna ocseleHns Gl. EguHcTeen-
HaA rotToBas K NPOU3BOLCTBY rnobanbHas crucTema ocselleHns B UE4-371o Lightmass,
KOTOpan ONMpaeTcA Ha NpeaBapUTENbHO PacCUnTaHHble KapTbl CBETA U TEHU

1 BbluMCnseTca aBTOHOMHO B Editor.

Light Propagation Volumes

UE4 pelicTBMTENbHO NpeanaraeT orpaHnyeHHbi Gl B peanbHom BpemeHu B Light
Propagation Volumes, skcnepriMeHTanbHy0 GyHKLMIO, KOTOPYIO Bbl MOXKETE BKJI0-
YnTb B HACTPOWMKax NpoeKTa. MoCKoNbKy OHa SKCNepUMeHTasibHas, OHa He COBCEM
roTOBa K BbIMYCKY 1 He MMeET NOAAEPKKM, HO MHOTIe UCMOSb30Banu ee AnA oLle-
nomnstowero apdekra.

NVIDIA VXGI

NVIDIA Takxe npegnaraet peweHue Gl ana UE4 nog Ha3BaHuem VXGI. ina atoro
Heo6Xx0AMMO 3arpy3unTb U YKOMMIEKTOBATb MOJIb30BaTENbCKYI0 COOPKY ABMKKA,
moanouumposaHHyto NVIDIA, uTo BbIXOAUT 3a PaMKy faHHOW KHUTK. TO pelue-
HMe MOXeT 06ecrneymnTb OYeHb KaueCTBEHHbIe pe3ynbTaTbl, HO He NMOAAePKUBAETCA
HenocpeacTBeHHO Epic Games.
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OcBelleHye B AB/XKKE TPACCUPOBKU Jlyyeli MeASIEHHOE, HO 06bIYHO OUYEHb JMHaMUYHOE. Bbl
MO>KeTe JiIerko nepemellatb CBeT, MOAYANPYA LBET, UTOObl UMUTUPOBAaTb 3axof conHua. bes-
ynpeuHbli Gl 3anonHAeT KaxkAbli yronok, NOBOPOT U LWenb 6oraTbiM CBETOM U TeHblo. LieHa,
KOTOpPY!0 Bbl NnaTuTe, — BpeMms. [laxke NpocTas CLeHa C HECKONIbKMMK 6a30BbIMY NPUMATU-
BaMM 3aHVMAET HECKOJIbKO CEKYHA AJA BU3yanun3aumn. bonblUMHCTBO peanbHbIX CLEeH 3aHu-
MatOT OT HECKOJIbKMX MUHYT 1O HECKOJbKMX YacoB. YTOObI JOCTNYb YaCcTOTbl KafjpoB B pe-
aflbHOM BPeMeHM, Y HaC eCTb TONIbKO JOJA CEKYH/bI, YTOObI BU3yann3npoBaTb Kagp.

OrpaquMBaﬂ TO, UTO CBET MOXET N He MOXeT AenaTtb, 6binn [peann3oBaHbl OrPOMHbI€e NMpe-
mmyulectea Nnpons3BoanTENIbHOCTN. HOHaan'Iy C 3TUMUN OrpaHNYEHUNAMN 6biBaeT TPpyoHoO
CNpaBunTbCA, HO, 3HaA, YEro oXnaaTtb N YeEro HeNb3A AenaTtb, Bbl MOXKeTe n3bexaTb HEKOTO-
PbIX OPOroCcTOoALLNX ownboK.

nOHVIMaHVIe noaBM>XHOCTU CBETa

(napameTp Mobility)

Kaxxpgpin Light n Mesh Actor, KoTopblli Bbl MOMeLLaeTe Ha CBOM YPOBEHb, UMeET napameTp
Mobility (Mo6unbHoCTb). Tpy pexxma nogsukHocTn ceeTa B UE4 siBnsitotcs Moveable (no-
ABVXHbIMM), Stationary (cTaumoHapHbIMK) 1 Static (cTaTnyeckumm). Kaxgoe coctoAHme nme-

eT onpefeneHHble BO3SMOXHOCTU U OrpaHNYEHNA, KOTOPbIE Bbl JOJTXHbI TLLATEJSIbHO YYUTbI-
BaTb Npu oCBeLEHNN BallNX CLEH.

MoasuxHbie ucTouHUkM cBeTa (Moveable)

Kak cneflyeT 13 Ha3BaHWA, eC/IM BaM HY>KeH CBET UIN MeLL, KOTOPble Bbl MOXeTe nepeme-
waTb, BaM noHagobutca Moveable-tvn. Vicnonb3yiite nofBrXHble UCTOYHMKY CBETA OCTO-
poHO. XoTa UE4 MOXKeT BM3Yyann3npoBaTb COTHY HE3aTEHEHHbIX, MOABUXHbIX MCTOYHMKOB
CBeTa OAHOBPEMEHHO, OHU ABMSIOTCA OJHMM U3 Hanbosnee UHTEHCKBHbBIX 3$deKTOB Npous-
BOAMTENbHOCTM AN Bru3yanu3aumm B UE4, 0co6eHHO ecnin oHM 0TOPAChIBalOT TEHN.

TeHn

Moveable Light (noaBv»Hble MICTOYUHNKM CBETA) MOTYT HEMNOCPEACTBEHHO OCBELLaTb 1 OT-
6pacbiBaTb TEHW Ha MNOABUMKHbBIE U CTaTUUECKME MeLLM. DTO Ype3BblualiHO BaxkHO. Ecnv Balua
reoMeTpus CLEHbI IOMMKHA ObITb AVHAMUYHO — HanpuMep, C 60MbLINM KONMYeCTBOM ABU-
raloLMXcs ftofen Unm aBToMooUnell nm C ABXKyLLeNnca Ui N3MeHsIoLencs reomeTpuen
CLieHbl — BaM HYXHO bByfeT ncnonb3osatb Moveable.

3aTeHeHne JOpPOoro’ CTOUT /15 AVHAMMUYECKOrO OCBELLEeHNs, MO3TOMY UCMOJb3YINTE ero 3Ko-
HOMHO. Yem 6osbLue pagnyc CBETa, TEM JOPOXKE ero BU3yanu3aums 1 Tem 60Jblie akTopoB
noTpebyeTcs Ans Co3aaHnsA TEHEN.

7 TepMUH «AOPOro» 4acTo UCMOsb3yeTCs ANS onucaHus wWrpada 3a kavectso addekTa. Kaxapin kaap
4acTo paccMaTpUBaeTCs Kak MMeoLWMI OnpeaeneHHbIN «BIoAXeT», U KaXKAbI CBET, MOIMIOH U TeHb
MMeloT CTOMMOCTb MPOTUB 3TOro 6roaxeTa.
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OnHammnyeckre TeHN NMEIOT HU3KOoe pa3speleHne n, Kak npaBuio, OYEHb YETKUE KpaA. Bbl
He MOXeTe Ierko Nony4nTb MArkme ocnabneHHble KpaAa TEHeW, KaK 3To 6bl110 6bl C 3apaHee
PacCYNTaHHbIMU CTaTUYECKNMU TEHAMUN (pl/lcyHOK 4.4).

Static Object Dynamic Object

PucyHok 4.4 TeHu Moveable Light Ha Moveable 1 Static o6bexTax ¢ AHaMUueckUMm TeHaMK (6e3
nogaepsxkm Gl)

Global Illumination

Moveable Light He nopnepxwuBatoTca rnobanbHbiM ocseleHmem (Gl). HekoTopble cTOpoH-
HV€e NAArnHbl Y MHTErpauym MOryT AOCTUYb 3TOTO, HO VX UCMOJb30BAHME Y MHTErpaLus Bbl-
XOAAT 3@ PAMKU 3TO KHUTU.

Specular Reflection

Moveable Light go6aBnsaioT npsAMble 3epKasibHble OTPaXKeHMA Ha NOBEPXHOCTU. DTO AaeT
MM MPUATHY0 NOACBETKY Ha MOBEPXHOCTAX PBR n nomoxkeT Baimm MaTepuasiam CTaTb
nyyduwe.

CraumoHapHble UCTOUHUKM cBeTa (Stationary)

CpepnHui pebeHok cemelicTBa ocBeleHus UE4, Stationary Lights, ncnonbsyet ctatuueckue
1 AVHaMUYeCcKme MyTU OCBELLEHUA BMeCTe, YTOObl CO3aTb CBET, KOTOPbIN HE MOXEeT ABU-
raTbCs, HO KOTOPbI MOXeT 0TOpachbiBaTh AMHAMMYECKUE TEHU 1 MOZYIMPOBATb WX LiBET

N NIHTEHCMBHOCTb BO BpeMmsA BbiNosiHeHnA. OHM MOTyT BHOCUTb CBOV BKNag B Gl, HO n3meHe-
HVe UHTEHCBHOCTY CBETa BNIMAET TOMbKO Ha TEPMUH NMPAMOrO OCBELLEHNS, a He Ha CTaTu-
yeckoe ocBelleHe Gl, xpaHaLeecs B CBeTOBbIX KapTax (Lightmaps).

Stationary Lights nonesHbl ona ctaTyeckn oCBeLeHHbIX CLiEH, MOCKObKY OHU MOTYT 10-
6aBuUTb leTanu 1 NMO3BONIUTb AMHAMUYECKUM aKTOpaM OTOpacbiBaTb AHAMUYECKME TEHU;
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OHAKO Bbl AO1KHbI NCMOJIb30BaTb X OCTOPOXKHO, yTo6bI N36€XKaTb HEKOTOPbIX CEPbEe3HbIX
LIJTpad)OB 3a Npon3BoaAnUTENbHOCTD.

TeHun

TeHU OT CTaTMUECKUX MELLEN N HA HUX 3aMeKaloTCs B TEHEBble KapTbl C MomoLyblo Lightmass,
HO NPSIMOE OCBELLEHVE 1 TEHW OT NOABUMKHBIX 0GBEKTOB U HA HUX BbIUUCAAIOTCA ANHAMUYe-
CKU (PUCYHOK 4.5).

Static Object Dynamic Object

PucyHok 4.5 Stationary Lights, 3aTeHstowun Static Mesh cnesa c noMowbio cTaTuyeckom TeHeBoOM
KapTbl, U AUHAMUYECKUE TeHU, 3aTeHsowme Dynamic Mesh cnpasa

Xota CTauMOHapHble NCTOYHUKK CBE€Ta MOTYT obecneuntb Nyduwee m3 oboux MUNpPOB, Cy-
lecTByeT Ccepbe3HOe orpaHnyeHmne ana 31O marun. Kaxkabln CTaTUYeCKN OCBELLEeH-
HbIl Melll MOXeT 6bITb noasepeH BNUAHNIO TOJIbKO Yemebipex CTauMOHaPHbIX orHem
OOHOBPEMEHHO.

Ecnu 6onee yeTbipex CTaLMOHaPHbIX UCTOYHUKOB CBETA BO3AEMCTBYIOT Ha OAMH Mell, Ao-
nonHutenbHble Stationary Lights BepHyTca kK Moveable Lights c anHamnyecknmm TeHAMHA
1 6yayT MMeTb SKCTpeMasbHbIl WTpad 3a MPON3BOAUTENBHOCTD.

YT06bI M36exaTb 31O cnTyaumun, UE4 npegynpexkaaeT Bac Kak onvcaTesibHbIMY 3HaYKaMu
Ha Viewport, Tak U npegynpexaeHuamy npu c6opKe Ballero ocBeLleHus.

Bbl MOXeTe npocmoTpeTb HenoasuxHble Lightmap Overlaps, BbibpaB cOOTBETCTBYOL I
pexnm npocmoTpa B Editor. Ha pucyHke 4.6 Bce ueTbipe akTopa Spot Light Stationary, kak

n Directional Light conHeuHoro cBeTa, noctynatoowmi 13 okHa. flononHutenbHbin Spot Light
He MOXeT 6bITb BM3yann3npoBaH Kak Stationary n BMecTo 3Toro 6yAeT Br3yann3npoBaH Kak
6onee foporoii Moveable.
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PucyHok 4.6 Cnesa pexwum npocMoTpa Stationery Light Overlap

Global Illumination

Stationary Lights moryT BHocuTb cBOIi BKNag B Gl, HO ecnv Bbl MOMeHAETe LiBET U NHTEH-
CMBHOCTb CBeTa, Gl He n3MeHNTCA BMecTe C HUM. Bbl MOXeTe ynpaenATb Konnyectsom Gl,
ncnonb3ys 3HaueHune Gl Contribution B cBolicTBax Light Actor.

Specular and Reflection

MocKkonbKy KOMMOHEHT NPAMOro ocBellyeHus Stationary Lights Busyanunsupyetcs guHa-
MUYECKH, OH MOXeT f06aBNATb 3epKasibHble OTPaXKeHMA Ha MOBEPXHOCTH, KaK 3TO AenaeT
Moveable Ligth.

Coser

Stationary Lights co3patoT ngeanbHbI CONHEYHbI CBET B BaLLMX CTaTUYECKM OCBe-
LLeHHbIX BU3yann3aymnsx.

Cratuueckme nctouHmnku ceeta (Static)

Static Lights, kak cnepyeT 13 Ha3BaHWA, NONHOCTbIO CTaTUYHbI. OHY BOOOLLE He MOTYT fBU-
raTbCA MM MEHATLCA B peasibHOM BpeMeHu. Bca nx nHdbopmauma o6 oceeleHnn 1 TeH 3a-
nekaeTca B TeKCTypax. CTaTnyeckne NCTOUYHMKMN CBETa UCMOJb3YI0TCA UCKIIOUNTENTIbHO CU-
ctemont Lightmass Gl.
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3ameTKa

Static Lights wnpoko ncnonb3yotcsa B apXUTEKTYPHOW BU3yanu3aLmu, rae KauectBo
OCBelleHNA BaXHee rmbKocTy. Bbl MoXeTe MMeTb NPaKTUYeCKn HeorpaHUYeHHoe
KONIMYECTBO CTaTUYECKMX OTHel B BalLUMX CLieHaX, MOTOMY YTO MyTb CTaTUYECKOro
OCBelLeHNA MMeeT GUKCUPOBaHHYIO CTOUMOCTb PeHAEPUHTa Noc/e TOro, Kak
Lightmass 3anekna nHdopmaumio 06 ocBeLeHNN B CBETOBbIE KapTbl.

TeHun

Static Lights ncnonb3yiot Lightmass gna Busyanvsaunv cBeToBbIX KapT, TEKCTYpP, COAep»Ka-
WX MHGopmaLuio 06 ocselleHN 1 3aTeHeHUN. VI3-3a 3TOro ctaTmyeckmne MCTOYHUKN CBeTa
He MOryT HernocpeACTBEHHO OCBELLATb UM 3aTEHATb AUHaMUYecKkrne 06beKTbl (PUCYHOK 4.7).

Bbl MOXeTe HaCTPOWTb MAFKOCTb CTaTUYECKUX TEHEN, K3MEHUB CBOWCTBO paanyca Uc-
TOYHMKa cBeTa Light Actor. Bbl He yBranTe 3ddeKTa, NoKa He OTpeHAeprTe OCBELLEHNE
B Lightmass.

Static Object Dynamic Object

PucyHok 4.7 Static Light, 3aTeHstowun Static Mesh ¢ 3anekaHunem Lightmap, u oTcyTcTBre TeHu
ot Dynamic Mesh cnpasa

Global Illumination

Bbl Tak>ke He yBUAmMTE HUKaKNX 3dPekToB Gl, NoKa He OTpeHaepUTe CBOE OCBELLEHME C MO-
molybio Lightmass. CraTnueckne NCTOUHMKYM CBETa TakXKe XPaHAT CBOe NPAMOe OCBelleHne
1 nHdopmauuto o Gl B CBETOBbIX KapTax.
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Specular and Reflections

Static Lights He co3patoT 3epKanbHbix oTpakeHuin. OAHaKO OHM OYEHb XOPOLLO NMOAAEPXKM-
BatoTcA cuctemoi Reflection Capture, KoTopas ncnonb3yeT npefBapuTENbHO 3aXBayeHHble
Kybuueckme kaptbl HDR ana nprMmeHeHnA 3epKanbHbIX OTpaxeHui kK matepunanam PBR.

OTpaXkeHus B peanbHOM BpeMeHMU

OTpaxeHunsA yxe faBHO CTa/ln OfHVM U3 CaMblX BOCTPE6OBaHHbIX 1 TPYAHOAOCTMXKUMbIX B~
3yanbHbix 3¢ PeKTOB ANA rpadukn B peanbHOM BpemeHr. COTHW MPUEMOB 1 TPIOKOB 6blin
MCNoMb30BaHbl, YTOObI NOMbITaTbCA UMUTUPOBATb BHELUHUI BUA U Ka4eCTBO OTPaX}eHUiA

OT TPaCCMPOBKU NTyYeil.

OTpaxeHua Heobxoaumbl Ansa GyHKUMoHMpoBaHua cucteMbl PBR. bes oTpaxkeHuin matepua-
Jibl TEPAIOT rYy6UHY, 1 BMECTO 3TOro NPUXOANUTCA PACcCUMTLIBATb HA MPsAMble 3epKalbHble
611K ana otobpaxeHnsa nHdGopMaLmy 0 MOBEPXHOCTU. V3-3a 3TOro BCe BbIrNaAnT NnacTu-
KOBbIM 1 6N1ECTALLMUM, UTO Mbl BCE NMPUBbIK/M aCCOLMMPOBATb C KOMIMbIOTEPHOW rpaduKo.

OTparkeHna — 3TO TO, B YeM TPaCCMpPOBKa Nyyen BeNIMKONEenHa, HO HEBEPOATHO MeAJIeHHa,
0CO6EHHO Korfa Bbl HauMHaeTe pa3mbiBaTb 3TK oTpaxkeHus. Kak UE4 cnpaBnsieTca ¢ aTum?
B ocHoBHOM xuTpocTamM.

[1Ba OCHOBHbIX OTpakeHus B cleHe UE4 — 3To cTaTuyeckme Kybryeckne KapTbl, reHepupye-
Mmble Reflection Capture Actors n Post Process Effect oTpakeHna B npocTpaHCcTBe 3KpaHa.
O6a OHU aBTOMATUYECKU NMPUMEHAIOTCA K MaTepranam U COOTBETCTBYIOLLMM 06pa3om moay-
NNPYIOTCA. 3TO MOMOraeT Npy CO3AaHUN MaTePMaNioB U OCBELLEHUN CLIEH, TOTOMY YTO Bam
He NpuAeTCcA HacTparBaTb MaTepuasbl CneLmnanbHoO ANA CLEH, Kak 3To Morfo Obl 6biTb cae-
NlaHO C NpeAbIAYLMMU UTPOBLIMU ABVXKaMU AN OPYTMU peHAepamu.

Reflection Probes

UE4 ncnonb3yert reflection probes, HasbiBaemble Reflection Capture Actors, BpyuHyio pas-
MeLLEeHHble BOKPYT CLieHbI A/1A1 CO34aHNA 60MbLIMHCTBA MOBEPXHOCTHBIX OTPAXKEHWUI. DTN
JATUMKKM 6epyT KyOUUYEeCKYI0 KapTy OKPY>KEHUS C BbICOKUM VHAMUYECKUM [11ana3oHOM
(HDR) n npumeHsIoT ee K Ntlo6oMy MaTepuany, BXoasawemy B VX paguyc.

OHW TaK»e BHOCAT CBOW BKJla[ B OKpYy»KatoLlee OCBelleHMe KaK Ha ANHaMNYeCKnX, Tak 1 Ha CTa-
TUYECKMX MeLaX, YTOo AesiaeT NX He3aMeHUMbIMI ANA BbICOKOKAaYE€CTBEHHOIO OCBELLEHNA.

Reflection Capture Actors He MOryT 6bITb 3MeHeHbl BO BPeMs BbINONIHEHNA.

Post Process Reflection

Screen Space Reflection (SSR) — 3To npeKkpacHbIi MeTog NOCTO6PABOTKN, KOTOPbIN NCMONb-
3yeT Hpopmaumio n3 G-bydepa s BOCCTAHOBIEHNA OTPAXKEHWUI OT y>Ke OTPUCOBaHHOM
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2D-cueHbl. 3TO MeeT HeKOTOpble Cepbe3Hble OrpaHNYeHNA, Takne Kak pasapaxatowum
MesbTellaLLWi LyM N HEBO3MOXXHOCTb OTOBpaKeHMA MHGOPMaL MK BHe SKpaHa, HO OH
obecneymBaeT pe3Kue, AHAMUYECKME OTPaKeHNA, KOTopble 6OMbLUYI0 YacTb BPEMEHU Bbl-
rNAAAT GaHTaCTUYECKN 1 UMEIOT OTHOCUTENbHO HN3KYI0 CTOMMOCTb peHaepuHra. OpHa-

KO npw 6onee BbICOKUX pa3peLleHnsx, Taknx Kak 4K-gucnnen n VR, SSR MmoxeT cTaTb npo-
6nemolii npon3BoanTeNnbHOCTY. ECnn y Bac BO3HMKM NPOo6ieMbl C MPON3BOAUTENBHOCTbIO,
MOXHO MornpoboBaTh OTKNIOUNTH €ro B MePBYIO OUYepeAb B KauecTBe BapraHTa peLleHuns.

Post-Processing (noctobpaboTka)

Unreal Engine 4 B 3HAUMTENbHOW CTENEHN NonaraeTca Ha nocm6pa60TKy BCEro: o1 crnaxwu-
BaHWA OO OTpaKeHWA, OT OKKJTI3UN A0 pa3MbITUA.

C TpaAULMOHHO OTPeHAEPEeHHbIMU BM3Yyann3aumammy Bbl 06bIYHO NpUMeHsieTe 3Tn b dpek-
Tbl K BalUVIM BM3yanM3rpOBaHHbIM Kafjpam B NMakeTe pefakTnpoBaHus BUAEO nin 3GHeKTos,
Takux Kak After Effects unn Nuke.

B UE4 Bbl npriMeHseTe 3¢ deKTbl NOCTOOPabOTKM B peasibHOM BPeMEHU, onpeaenss nx nmoo
LnA akTopoB Ha cleHe B Post Process Volume, n160 B HacTpoiikax Post Process 8 Camera
Actor. 3T HaCTPOWKM MOTyT OKa3aTb 3HaUMTeNIbHOE BAVAHWE Ha BHELIHWI BUA U KaueCTBO
CLieHbl U HeobxoVMbl ANA TOro, YTOObI Bally BU3yanu3auum BbIrALeNn Kak MOXKHO nyylle
(prcyHKn 4.8 1 4.9).

PucyHok 4.8 CueHa UE4 6e3 nocTtob6paboTku



POST-PROCESSING (MOCTOBPABOTKA) 95

Pucyrok 4.9 Cuera UE4 c Taxxenoit noctobpaboTion (6nyMm, okko3us, screen-space reflection
W crnaxxusaHuve)

Anti-Aliasing (crnaxxuBaHue)

CrnakuBaHue — ofjHa U3 CaMblX Mefi/IEHHbIX OnepaLnii peHAepuHra. bonblUMHCTBO peHpae-
poB ncnonb3ytoT dopmy super- unu multi-sampling (peHpepuvHr ogHoro nukcena c 6onee
BbICOKUM pa3peLleHnem s 6onee TOUHOTo CpefiHero LBeTa, Crila)kuBaHne Kpaes). 3ToT
MeTof MPOCTO CANLLKOM MeANIEHHBIN AN PeanbHOro BPeMeHM, MOTOMY UTO KaX bl BU3ya-
NIN3MPYEMbIN MNKCENb YMEHbLUAET YacTOTY KaJpoB.

Unreal Engine 4 ncnonb3yeT cneumanbHO NOCTPOEHHYI0 crcTemy temporal anti-aliasing
(TAA), KOoTOpas NPOU3BOAUT NOYTU NAEANBbHO CraXKeHHble U306parkeHUA 3a CUET HEKOTO-
POV PE3KOCTM N306PaXKEHNS 1 HEKOTOPbIX BO3MOXHbIX apTedakToB B ABuKeHUn®, TAA no-
CleloBaTeIbHO OTCUNTBIBAET HECKOJIbKO OTPUCOBaHHbIX KaIPOB U CPABHMBAET MX, YTOObI
co3paTb cpefiHee 3HayeHue.

MeHee 3¢ deKTUBHO CrnakmBaHye S3KpaHHOro npocTpaHcTBa FXAA, KOTopbIli XOTs
1 Nyylle, Yem OTCYTCTBME CrNaXnBaHNA, 06bIYHO C/IMLWKOM rpy6 AN NCNONb30BaHNA
B BM3yanm3aummn.

Msarkoctb TAA c ncnonb3oBaHvem gpyrux 3¢pekToB NocTobpaboTKM MOXKET NpuaaTth Ba-
Liemy 1306paXKeHNI0 KNHEMATOrpadryuHbIi, peanncTUYHbIN B 1 06ecneunTb Bbicovaiiliee
KauecTBo (pncyHokK 4.10).

8 Ghosting Yaule BCero BO3HMKakT B BbICOKOYACTOTHbIX NN WYMHbIX o6nac-r;|x, KOTOpble MeHAKTCS
OT KaApa K Kaapy. N36eraHune LlyMa B BallnX cLueHaxX MoMoraeT CKpbITb 3TOT ap'red)al(T.
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PucyHok 4.10 CpasHeHVe METOLOB CrNaXXmBaHMs, MOKasbiBaloLee M3MEeHeHNe KayecTBa Kpaes

Bloom, Glare, and Lens Flares (6nym, 6neck u 6amkmu)

MocKonbKy 60NbLUNMHCTBO ANCIIEEB HE MOTYT 0TOOpaxaTb APKOCTb 6onee 1, Bloom 6bin
pa3paboTaH, YToObl MO3BONNTH YPE3IMEPHO APKUM NMUKCENAM ObITb APKUMYM NN GNECTALLM-
MW, 1abbl MTOMOYUb YBENMUNTb KaXyLUMACA AMHAMUYECKUIA Anana3oH n3obpaxeHns. bnym
3ddeKTMBEH, MOTOMY UTO OH UMUTUPYET 3GPeKT OOBEKTVBOB KamMep 1 HaLUMX ra3, Korga
OHVI NOABEPraloTCA BO3LENCTBMIO OUYEHD APKOTO CBETA.

Lens Flares (6nukun) NMUTUPYIOT MEXJTMH30BbI€ OTPaXXeHUA, KOTOPble NOABJIAKOTCA, KOrga
Kamepbl noagsepraroTca BO3JENCTBMIIO BbICOKOKOHTPACTHOr o ocBelleHunA.

UE4 Brn3yanusmpyeT cLieHY C NOMOLLbIO TMHERHOro paboyero npowecca v NCNonb3y-
eT 3Ty nHbopmMauumio 4nA onpepeneHna APKOCTU ANA CO3[aHNA BbICOKOKAYeCTBEHHbIX
3epKanbHbIX 611ymMmoB 6111MKOB. DTV 3bdeKTbl NPV SIKOHOMHOM UCMONb30BaHUN MOTYT
nomouyb nogyepkHyTb HDR-0oCBeleHne B Balleln cLeHe 1 MOBbICUTb KayecTBO BallunX
BM3yanusaymmn.

Eye Adaption (Auto Exposure) (aBToakcnosuums)

O6wuit 3pdeKT, cnonbyemblin B GuibMax 1 Urpax, 3akaiouaeTca B perynnpoBKe KCnosu-
LK, KOrfa Kamepbl BXOAAT M BbIXOAAT 13 TYCKJIbIX U APKO OCBeLLeHHbIX 06nacTeii. 3To co-
3/1aeT ApamaTnyeckuii 6iym cBeTa, 1 06bIYHO CTOXKHO CO3AaTb €ro B TPAANLMOHHO OTPeH-
JepeHHOoM Bu3yanusaumnm (pnucyHok 4.11).

UE4 obnapaeT BbICOKMM AMHAMUYECKUM AUana3oHOM peHAepUHra, No3BoAsA CyLecTBO-
BaTb KakK TEMHbIM, TaK M OYEHb APKNM 0651acTAM B Npeaenax ogHow cueHbl. Korga ur-
pOK nepemeLlaeTca 13 NoMeLLeHns Ha ynuLy, nepeq ero B3rnaaoM niaaBHO perynupyet-
CA APKOCTb, UMUTMPYSA YeSIOBeYECKUIA rNa3 1/unv Kamepbl C MOMOLLbIO aBTOMaTUYeCKOW
3KCNO3MLUN.
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PucyHok 4.11 CozpaHue gpamaTtuyecknx 3¢pdeKToB No3BoniseT KaMepe U3MEeHATb SKCMO3ULUIo

npn N3SMeHEHNN UHTEHCUBHOCTU OCBeLleHNs

Depth of Fiel (rny6buHa peskocTtn)

DOF (rny6urHa pe3kocTu) — 370 elle oAnH 3GPEKT, KOTOPbIN Ype3BblYaHO TPYAOEMOK AnA
BM3yanum3aymm ¢ NOMoLLblo 60MbWMHCTBa PEHAEPOB TPACCUPOBKU JyUen, HO MOXeT 6biTb
LOCTUTHYT B peXnme peasnibHoro BpemeHu ¢ nomolybio UE4 (prcyHok 4.12).



98 FMABA 4 OCBEWEHWME M PEHOEPUHT

PucyHok 4.12 ®Pusumyecku koppekTHas rnybuHa peskocTtu ¢ nomolubto Circle DOF

B UE4 cywecTtByeT HeckonbKo pa3nuuHbix Tunos DOF: Gaussian, Bokeh, u Circle.

Gaussian
Gaussian DOF 6bicTp, HO MeeT MHoro apTedakToB. CLeHa pa3mbiTa, HepeanucTniHa u epu-

3n4YeCKN HETOYHa.

Bokeh

Bokeh Tak»e pa3mbiTa U HETOUHA, HO BbITIAANT Nyylle 6narofapsa BKIOUEHNIO GopMmbl
Bokeh (anepTypHoii Macku) AnA BbICOKOKOHTPACTHbIX NuKcenel. Kaxaaa ¢opma Bokeh —
3T0 YacTuLa, BU3yanusnpyemas Ans Kaxx4oro NuKcens, KOTopbli spue Nopora; Kak TakoBoW,
3TOT 3P EKT MOXKET ObITb OUEeHb JOPOrUM LN BU3yanu3aluu.

Circle

Circle DOF — 310 OTHOCUTENbHO HOBaA GYyHKLMA, U 3TOT Sequencer 1 KMHemaTtorpaduye-
CKMe Kamepbl YacTO NCMOSb3YIOT ANIA JOCTVXKEHUA GU3NYECKM TOUYHOW FYOUHbI pe3KocTy,
OCHOBaHHOW Ha Anadparme Kamepbl 1 Nose 3peHus.

3T10T 3QPeKT ABNAETCA ObICTPLIM U NPULAET BalVIM M300PaKeHNAM PeanncTUYHbIN, KUHe-
maTorpaduueckumin Bua. Bol MoxkeTe ncnosib3oBaTb €ro NpakT1yeckn BO BCEX CBOWX BU3ya-
NM3auUmnAX C MUHUManbHbIMM 3aTpaTaMmn Ha PEHAEPUHT.

Film Effects

®Ovnbm 1 BUAEO NMEOT MHOTO MHTEPMMKCENbHBIX LYMOB U APYruX 3$HEeKToB 06beK-
TVBA, TaKMX KaK BUHbeTKa 1 XxpomMaTuyeckas abeppauusa. UE4 npegnaraeT Wrpoknii
CNEeKTP KOPPEKTUPOBOK U 3P HEKTOB MOCTOOPabOTKM, KOTOPbIE MOMOTYT BaM AOCTWYb
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(I)OTOpeaJ'II/ICTI/ILIHOFO NN CTUIN30BaHHOTO BHELWWHETr O BAa NpakTUn4yeCckn 6e3 CHUXKEeHNA
npon3BoaNTENbHOCTW.

Motion Blur (pazmbiTue)

Motion Blur — ewe oanH 3¢ deKT, KOTOPbIN TPAAULIMOHHO OYeHb AOPOT B TPACCUPOBKE Ny-
yei. IHTepnonAauua o6bekTa BO BpeMeHU 1 NPOCTPaHCTBE NMPOUCXOANT OYEHb MeAJ1eH-
Ho. / cHoBa B urpy BcTynaeT noctobpaboTka. UE4 peHaepuT ckopocTHol G-6ydep, KoTo-
pbll NO3BONIAET NPUMEHATb OYEHb KaueCTBEHHOE, HO OYeHb BbICTPOe pa3mMbITUE ABUXKEHUA
KO BCeW CLieHe, a TakXKe K ABWXKYLYMMCA 06bekTam (pucyHok 4.13).

PucyHok 4.13 BbicokokauecTBeHHOE pasMbiTue

Screen Space Ambient Occlusion (SSAO)

Screen space ambient occlusion (0Kkno3uA oKpy»KatoLlero NPoCTPaHCTBa IKpaHa) — 3TO
OfINH 13 CaMblX BaXHbIX rpaduyecKnx MeToAoB, JOCTYMHbIX AS1A ABUXKKOB BUAEOUTP, €ro NC-
nonb3ytoT noutn Bce ABMKKM 3D-urp. SSAO co3paeTca ¢ ucnonb3osaHvem Depth n World
Normal G-6ydepos ansa onpefeneHns Toro, rae Kpas v 06beKTbl HAXOAATCA 6NN3KO, peHAe-
puHra kapTbl AO 1 KOMNO3MLMK ee B peasibHOM BpeMEHM.

B cueHax ¢ guHammyecknm ocBelleHriem SSAO ob6ecrneumBaeT OrpoOMHbIN BU3yasbHbI VM-
nynbc. O6BbEKTbI MONyYaloT KOHTAKTHbIE TEHU, YTO NMOMOTAEeT UM YMTaTb, Kak CBsi3aHbl NO-
BEPXHOCTM, HA KOTOPbIX OHW pacronaratTCca, U 3TO 3HaUNTENIbHO YBeNNUMBAET ryounHy
3aTeHeHHbIx obnacTeii. XoTa SSAO He ABNAETCA 3aMeHOW TPAaCCUPOBKY Nyyeit nnmn npepBsa-
putenbHo paccuntaHHoro AO, 3TO OFPOMHOe ynyulleHue.



100 FMABA 4 OCBEWEHWME M PEHOEPUHT

Screen Space Reflections

Mpeobpasys 1 nckaxasn BM3yanusrpyemoe n3obpaxeHre Ha ocHoBe Hpopmaummn G-byde-
pa, Takon kak World Normal n Depth, UE4 moxeT co3aBath ¢panbluriBOe, HO XOPOLLO BbIrA-
AAee 1 6bICTPO BH3yann3nupyemMoe oTpakeHue.

Screen-space reflections nomoratot gononHuTb Reflection Capture Actors, obecneunBas
AVMHaMMYecKne OTPaXkeHNs C BbICOKOW AeTanusaumen (pucyHok 4.14). 3To nomoraer 3a-

3eMINTb 06bEKTbI U 06eCneUnTb MaKCUManbHO TOYHbIA BHELLUHWIA BUA Y IUHAMUYeCKue
OTpakeHus.

Kak v Bce gpyrvie apdeKTbl SKpaHHOTO MPOCTPAHCTBA, 3TN OTPaXKEHWA He MOryT oTobpa-
XKaTb YTO-NMNOO BHE 3KpaHa. ITO MOXKET CO3AaTb HEKOTOPbIE apTedaKTbl Nepexopa v apy-
rme cTpaHHble 3pdeKTbl NpK NepemelleHnn No cleHe. Icnonb3oBaTh Jin X — 3TO Xy[0xKe-
CTBEHHbIV BbIGOP.

PucyHok 4.14 Pe3kue oTpaXkeHWs 3KpaHHOro NPOCTPaHCTBa paboTatoT B rapMOHUMU
C 3aXBayeHHbIMU OTpaXKeHUaMU Kybuueckow kapTbl oT Reflection Capture Actors

Screen Percentage

Xotsa UE4 He npepnaraet multi- unu super-sampling-crnaxxusaHus’®, 3To 0ecTBUTENIbHO
Tak. UE4 obnapaeT oueHb KaueCTBEHHLIM UHCTPYMEHTOM ANA MaclLTabrpoBaHua n3obpa-
XKEHUIN 1 BO3MOXHOCTbIO PeHAEPUHra B N06OM paspelleHuny, He3aBUCMMO OT SKpaHa.

9 UE4 npepnaraet Forward Rendering, koTopbitt nossonset ucrnonbsosate MSAA npu npourpbisaHum
MHornmu npenmywectsamm Deferred Rendering, Taknmm Kak guHaMmMyeckoe ocBelueHme.
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Mo Mepe yBennueHrsa paspeLleHmns NpoeKTa SKPaHHO-NPOCTPAHCTBEHHbIe 3G eKTbI CTa-
HOBATCA BCe 6oee MeANeHHbIMM B MCMOJb30BaHMK. MoNb30BaTeNI MOHUTOPOB C BbICOKUM
paspelieHviem 6onee 0CTPO OLYTAT 3Ty HACTPOMKY.

Post Process Materials

UE4 npepocTtaBnset G-6ydepbl, KOTOpble OH NCMONb3yeT AJiA BU3yanu3auuy 1 KOMNOHOBKM
CBOEro KOHeyHoro n3obpaxeHus B Material Editor. UE4 no3sonsieT co3paBatb Nonb3oBaTesib-
ckre 3¢ deKTbl NOCTOOPabOTKHM, pacmpAtoLiMe BO3MOXHOCTY peHaepuHra UE4, ncnonb3ya
TOT e Material Editor n cuctemy Material Instancing, 4To 1 B ocTanbHOW YacTy ABUKKA.

OHU MOTYT BapbUpPOBaTHCA OT MPOCTbIX, TAKMX KaK CO3[laHNe COOCTBEHHOM CMCTEMbI BUHb-
€TOK, [10 CJTIOXKHbIX, TAKMX KaK HanncaHue 3GpPeKToB 3aTeHEHNA AUEeK U BbleNeH N KOHTY-
poB (prcyHoK 4.15). Heb6o — 370 Baw npepen 6narogapa rmbKoCcTy pefjakTopa MaTepUanos.

PucyHok 4.15 lMpumep ncrnonbsoBaHus MaTepranos nocne o6paboTku Asi MOAHOrO U3MEHEeHUs
crnocoba Busyanusauum cueH UE4

XoTa oHu HasbiBatoTcA Post Process Effects, Ha camom fiene oHW paccunTbiBAOTCA BO BPeMs
BbIMOJIHEHVIS TPOEKTA, a He nocsie Hero. OHM peHAepATCA B KOHLe KaXXA0ro Kaapa, B To Bpe-
MA Kak criefyoLnin Kaap HauMHaeT Br3yanusnposaTtbca. OHM paboTaloT B peanbHOM Bpe-
MEHW, pearmpys Ha AMHAMUYHO MEHSIOLLYIOCA CLIEHY 1 TOUKY 3PEHMA.

Post Process Effects moryT cenatb Baluy CLieHy NOXOXKEN Ha NepPBOE 3afaHe CTyAeHTa-
NCKYCCTBOBE/A MO peAakTUPOBaHMio poTorpaduin ¢ APKUMU LIBETAMU, BUHbETKaMM

1 BCTIbILIKAMV JIMH3, AOMUHUPYIOWMMU Hag BUAOM. ECAIY NCMONb30BaTb UX C YMOM, OHY Tak-
e MOTYT MpUAaTh eMy KUHEMATorpaduUHbIN, PeanMCcTUYHbIN BUA,.
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3aknouyeHme

UE4 nmeet O HY 13 CaMbIX HaAeXHbIX JOCTYMHbIX CNCTEM PeHAEPUHTa. Peannsmn npocTo-
Ta NCnosb3oBaHMA NPOCTO HEI'IPEB3OI7ILI,EHHbIe, a Ka4yecCcTBO roBOpUT CaMo 3a cebs. bonb-
LUMHCTBO CMCTEM OCHOBAHbI Ha TEXHNKaX N CUCTEMaX, KOTOPbIe Bbl NCMOJIb30BaN B TeHeHNe
MHOIMX NeT, Tak YTO OHM 3HAaKOMbI 1 MPOCTbI 1 AS1A NOHUMaHUA.

PBR BBOAUT COBEpPLUEHHO HOBbIV CNOCO6 CMOTPETL 1 ONpeAenATb MaTeprasnbHble NOBepPX-
HOCTW, KOTOPble YAOOHbI ANA Xy[OXKHMKa U BbIFMAAAT BENMKONENHo. B coueTaHnm ¢ apceHa-
JIOM CBETOBbIX TPIOKOB 1 UHCTPYMEHTOB Bbl MOXETE MOJTyUnTb N300parkeHrs, CXOXKMe Mo Ka-
4eCTBY C TPACCMPOBKOW Jyyel B peaslbHOM BPeMeHMU.



FABA 5

MATEPUAITbI

Matepuanbi B UE4 nogo6HbI BU3yanbHbIM Npo-
rpammam, KOTopble 3anyCKaloTCA Ha KaXKaoMm
nukcene (NMMKCeNbHbIN Wenaep) N BepLinHe
(BepwnHHBbIN Wenaep) Ha cueHe. Ucnonb3ya
Bu3yanbHbii Material Editor, Bbl MoXeTe co3patb
oLIeNIoMAAIOLWNIA MacCNB NOBEPXHOCTEN, C NOMO-
LLbIO INLb HECKOJIbKUX NapaMeTpOoB U TEKCTYp.
[a)ke oueHb NPOCTble MaTepuanbl BbIrMAAAT
nopasutenbHo 6narogaps PBR. Mo mepe coBep-
LLEHCTBOBAHMNA HaBbIKOB Bbl MOXKeTe onnpaTbCA
Ha 3T MaTepwuasnbl, genas nx 6onee rmoKNMN

M AUHAMUWUYHbIMU, BKJIOYaA UHTEPaKTUBHOCTb

N NPOrpamMmmmnpyemocTb.
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O630p MaTepuanos

MaTepmanbl ABNAKTCA OQHUM N3 Hanbosnee BaXKHbIX 71IEMEHTOB AnAa co3gaHmaAa y6eﬂ,I/ITEJ1b-
HOIFo MHTEPAKTUBHOIO KOHTEHTA. MaTepmanbl onpenenarT, Kak KaKAbl OTAENbHbIV MUNK-
cesnb B Ballewn cLeHe pearnpyeT Ha CBET, TEHb N OTPaeHune.

Co3faHvie MaTepranoB B peasbHOM BPpEMEHU MOXET CUIbHO OTAIMYATLCA OT CO3AaHUA MaTe-
pvianos B 3D-npunoxeHuax n peHaepax. Kak n 6onblunHcTeo npoueccos UE4, paboTa ¢ ma-
Tepuanamm coCpeaoToueHa Ha UHTEPAKTUBHOCTY 1 MPOVU3BOANTENBHOCTN.

UE4 nmeet WYSIWYG, npepBapuTefibHbI NPOCMOTP MaTepurasnos B peasibHOM BpeMeHU

1 — c nomolubto B13yanbHoro Material Editor — Bo3MOXHOCTb nporpammmpoBaTb Oyk-
BaJ/IbHO Ha OCHOBE KaXKAOro MUKCeNA 1 KaXk4OoW BEPLUMHBI, KaK BeayT cebsa matepuansl. bna-
rofapa UHTepakTuBHoMy xapaktepy UE4 Bbl Tak»ke nosyyaeTe MrHOBEHHY0 06paTHYIo
CBA3b Ha CLeHe O TOM, KaK BbIrAAAT Balln maTepumanbl (PUCYHOK 5.1).

PucyHok 5.1 lNpepsaputensHbii npocMoTp MaTtepuanos 8 UE4

CO3AaHVIe MaTepuanos

MaTtepuanbl B UE4 — 370 acceTbl, Takme Kak MeLln U TEKCTYPbl, XpaHALLMeca B nanke
Content. OHuM co3fatoTca ucknounTenbHo B Editor n He moryT 6bITb OTpeakTUpPOBa-

Hbl BHe Material Editor. Material Editor — 3To BM3yanbHbIll pefakTop CKPUMNTOB Ha OC-
HOBeE Y3/10B, KOTOPbI/ MO3BOJIAET CO3aBaTb Upe3BblyaliHO 3 deKTMBHbIE Welaepsbl

Ha High-Level Shading Language (HLSL) c nomoubto npocToro, yao6HOro ansa xygoxHu-
Ka nHTepodelrica.
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Y1o6bl co3aaTh HOBbIM MaTepuan, WwenkH1Te npaBoi KHomkow mbiwin B Content Browser,
Bbl6epuTe NyHKT Create Material unu HaxmuTe KHonky Add New B Content Browser 11 BbI-
6epwuTe NyHKT Material B noABmBLLIEMCA MEHIO.

NMpuMeHeHue MaTepuanos

Bbl MOXeTe NPpUMEeHATb MaTepurasbl K MELLaM Pa3fnyHbIMy Cnocobamu: nepeTackuBaHnem
n3 Content Browser Ha Mmell B Ballel cLieHe, Yepes Static n Skeletal Editor nnu uepes guano-
rosble okHa Object Property.

Bbl MOXeTe BbiGpaTb METOA, KOTOPbIN JiyyLle BCEro NOAXOAWT A BAC, HO i HACTOATENIbHO
peKOMeHAYI0 MPYMEHATb MaTepPUasbl HEMOCPEACTBEHHO K BALUMM acCeTaMm (a He K X CCbin-
KaM Ha cLieHe) ¢ momoulbto Static u Skeletal Editor. 9To rapaHTupyeT, UTo Kaxablii pas, Koraa
Bbl MOMELLLaeTe CBON MeLL Ha YpOBeHb, OyAyT MPUMEHeHbl COOTBETCTBYIOLME MaTepUanbl.

N3MeHeHUne maTepuanos

M3meHeHVe MaTepuranos BO BPeEMs BbINOSHEHUA ABAAETCA BaXKHbIM MHCTPYMEHTOM B ap-
CeHane MHCTPYMEHTOB Xy[0XHUKa Bu3yanusauun UE4. TMOKOCTb pefakTopa matepuanos
He nMeeT cebe paBHbIX M NO3BOJIAET CO3[aBaTb MOYTU 6ECKOHEUHbIV HA6OP BU3YanbHbIX 3¢-
(beKTOB, KOTOPbIE MOTYT MPUHECTU XKUBOCTb, UHTEPAKTUBHOCTb 1 PEAIN3M BalUMM CLiEHAM.

YepTexKu yCMIMBatoT 3Ty MMOKOCTb, NPefoCTaBAA BaM BO3MOXHOCTb JO6ABAATH NOMMKY
N VHTEPAKTUBHOCTb K MaTepuasaMm, LMHaMuyeckn yctaHasnveas Material Property Bo Bpe-
M1 BbIMOJTHEHVISA.

UE4 Material Editor

Unreal Engine Material Editor — 3To HeMHOro MHXXeHepHo Maruv 1 61ecka nNonb3oBaTesb-
CKOTO MHTepdelca, COeAIHEHHbIX BMECTe, UTOObI CO3[1aTb YAOOHbIN AN Xy[oXHKKa Cro-
€06 co3aaHNA CNIOXKHbIX MUKCENbHbIX U BepLHHbIX HLSL-weliaepoB 6e3 HeobxoanMocTur
HanucaTtb fake OfHON CTPOKM KofJa.

Mcnonb3ysa BU3yanbHbI pelakTop CKPUMNTOB, Bbl CO34aeTe MaTepuasbl Yepes CeTb Y3108
Material Expression. Kaxxablii y3en npefctaBnsaeT coboi pparmeHT koga HLSL, n korpaa Bbl
coepvHAETE KX, ABMXKOK 3anucbiBaeT kog HLSL B poHoBOM pexunme. Bbl MoXeTe 3arnaHyTb
B Material Editor n yBuaeTb, Kak B pexmme peasibHOro BpeMeHu BbIFIAANUT HarnCaHHbI KOA,.

Bu3yanbHasa npupoga Editor fenaet ero 4OCTynNHbIM B MCMONb30BaHMK, a PBR-peHgepuHr
[ienaeT co3fjaHre peanncTnyHbIX MaTepranoB oYeHb NPOCTbIM. Bbl TakKe MoxeTe co3aa-
BaTb C/IOXKHble AVHAMMUYECKNe MHTEPAKTUBHbIE MaTepuasibl, KOTOpble BK/OUYaOT B cebs ne-
penoBble METOAbI, TaKMe Kak TeCCeNALWA, NapaniakcHas okko3na, feGopmaumns BepLumnH
1 aHMMaLums.
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OTkpbiTe Material Editor

Bbl MoxeTe nonyunTtb goctyn K Material Editor Tonbko fBOMHBIM LLETYKOM MbILLY Ha acce-
Te matepuana B Content Browser. Ecnv y Bac HeT maTepurana B NpoeKTe, HYy>KHO CO31aTb ero,
Kak onvcaHo paHee B pasgene «Co3gaHne maTepranos».

NuTtepdenc Editor

PepakTop MaTepranoB coCTOUT 13 06bIYHON CTPOKM menu 1 toolbar, KoTopble ABNATCA
obwymmn ana 6onbwnHcTBa pefaktopoB UE4 (prcyHoK 5.2). Bbl yBuanTe npeasapuTenibHbIN
NPOCMOTpP MaTepuasna B pexrnme peasibHOro BpemeHu Ha Viewport, auHammyeckoin Details
Panel, koTopas npeactaBnseT OCTYMNHbIe NapameTpbl ¥ ONUUK 4715 BbIOPaHHbIX 37108
Expression. Ha naHenu Palette oTo6parkaeTcs cnncok JocTynHbIX Expressions.

PucyHok 5.2 VnTtepdeiic Material Editor

B ueHTtpe HaxoauTca Graph Editor. BoT TyT-T0 U nporicxoamT Bonwe6cTBO. B Kaxagom maTte-
puane HaxoauTcs y3en Base Material. TOT y3en umeeT BxofHble laHHbIe AJIA KaXKAoro ac-
neKkTa matepuasna, KoTopble MOXXHO U3MEHUTb, MOAKIIOUMB K HUM Jpyrie y3Jbl.
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Pa3Meu.|.eH|/|e y3nos

CyLlecTBYyeT HECKOJIbKO CNoco60B pa3melleHuns y3nos B Graph View. Camoe oueBugHoe —
570 Palette. OTTyna Bbl MOXeTe NPOCTO NepeTawnTb y3nbl Expressions B Graph Editor.

Bbl TakXKe MOXeTe LeNIKHYTb NPaBOoi KHOMKOW MbILIN B MYCTOM NpocTpaHcTee B Graph
Editor, uToObl OTKpPbITb KOHTEKCTHYIO Palette, fatoLLyto Bam JOCTYN K BO3MOXKHbIM
Expressions.

[nA Bac BOCTYNHO MHOXeCTBO Expressions, C NOMOLLbIO KOTOPbIX Bbl MOXeTe co3AaBaTb
cBOU MaTepuanbl. B ob6enx Palette Bbl MoXKeTe ierko GunbTPOBaTh y3/bl MO Ha3BAHUAM, UC-
Nosb3ys roJe NomncKa, YTobbl ObICTPO HANTY HYXKHOE.

McnonbsoBaHue Viewport ans npegnpocMoTpa

MpeaBapuTenbHbIN NPOCMOTP — ofHa 13 yywmnx GyHKumii Material Editor. Bbl nonyvaeTte
MIHOBEHHY0 06paTHYI0 CBA3b MOYTU MO KaXKAOMY M3MEHEeHMIo Ballero Matepuana v Boc-
npoviBefeHne B peasibHOM BpemeHn 3G deKTOB, TaKMX Kak MaHOPaMUPOBaHMEe TEKCTYP

1 pAbb BOJH.

Preview Viewport — 310 Viewport }unBoi nrpbl co Bcemn Temu »e GyHKLUAMY NocTobpa-
60TKMN 1 peHAepUHra. 3To 03HavaeT, UTo Bbl MoNlyyaeTe npeactaBneHue 1:1 o Tom, Kak byaet
BbIrNALETb Ball MaTepuran B NpoekKTe.

Preview Viewport Takxe nossonAeT Bbi6paTb CTaHAaPTHbIe MPUMATKBbI, Takne Kak KyObl
1 chepbl, ANA NpeABaprTENbHOrO NPOCMOTPA Ballero matepuana. Bol Takke MoxeTe 3a-
rpy3uTb COOCTBEHHDBIV NONb30BaTENbCKUIA MELL, CHayana Bblbpas HyXHbI Meww B Content
Browser, a 3aTem LenKHYB 3HAaYOK YaiiHKKa B Preview Viewport Material Editor.

Mewwn npeaBapuUTENbHOrO MPOCMOTPA MO YMOMYaHUIO MMEIOT BbicOTy 500 cM, No3TOMY
MeLLUK ropasfo 6onbluero pasmepa MoxeT 6biTb TPYAHO YBUAETb NoHavany. Ecnvy Bac Bo3-
HUKNIM Npobnembl ¢ BUANMOCTbBIO MELLA, Bbl MOXeTe HaxkaTb Knasuwy F, noka Viewport ak-
TVBEH, YTOObI LLEHTPUPOBATb BUJ Ha MeLle 1 yBeNMYnTb MacliTab Ao ee rpaHuL.

O6paTnTe BHMMaHKe, YTO MaTepmasn NCcnonb3yeT opbuTanbHyto Kamepy, KoTopas BeaeT
cebsa HeMHOro MHaue, YeM 06bluHas Kamepa Viewport. [IpocTo HaXXMKTe 1 NepeTaLymTe,
uTOObI BpaLLaTbCA BOKPYT BaLlero 06beKTa, Y UCMONb3yTe KONEeCo MbILUU AN yBENNYeHNs
1 yMeHblUeHUs MmacwTaba. Ecnv Bam HYy>KHO M3MEHUTb Yrof OCBELLEHUS, YAePKUBANTe Ha-
XaTom Knasuwwy L npu nepetackMBaHUm BNEBO C MOMOLLbIO MbILLN.

Xotsa Viewport obecneuriBaeT OTANYHbIV NPefBapUTeNbHbI MPOCMOTP BaLLEro MaTepuana,
Bbl BCErAa AOSIXKHbI TECTUPOBaTb €ro B CBOMX CLieHaX, MOTOMY UTO M3MEHEHNA B OCBELLEHNN,
nocTob6paboTKe 1 T. [. MOryT MOBIMATbL Ha BHELLHWIA BUJ BalLKX MaTepuasoB.



108 FMABAS5 MATEPUATbI

KoMnunuposaHue weipepos

Mo mepe pa3melleHus 1 nofgknoyeHns y3nos B Editor Bbl bynete BugeTb o6HOBNEHME
Preview Viewport B pexxnume peanbHOro BpeMeHu. 3ToT NpeABapuUTENbHbI MPOCMOTP ne-
pekoMnNUANPyeTCA OTHOCMTENBHO OGbICTPO MO Mepe BHECEHUA U3MEHEHWI. Bbl 3ameTuTe,
YTO B MeLLax CLieH He NPOVCXOANT U3MEHEHWI, KOTOPble MO Gbl NPUBECTY K NPUMeHe-
HMIO MaTepurana, Noka Bbl He HaxxmeTe KHomnKy Apply Ha toolbar ana komnunauum matepma-
na. Bbl Take MoXeTe 1Crnonb30BaTh KHOMKY Save, YTobbl COXpaHUTb CBOW MaTepuarn. Ha-
»KaTue 3TO KHOMKN BbI3bIBAET MPUHYAMTESIbHYI0 KOMMUIALMIO, eCN OHa TpebyeTcs 1, Kak
CNefCTBMNE, COXPaHeHue.

Komnunayma co3paet kog HLSL 1 KawmpyeT annapaTHble Wengepbl A8 KOHKPETHOW nnat-
bopMbl, KOTOPbIE NCMONb3YIOTCA A1 OTOOPAKEHNA MaTePrana Ha Mellax Ha Balleil CLeHe.
3TOT War Heo6xoArM, MOTOMY UTO KOMMUNALKA HEKOTOPbIX MaTePUanioB MOXET 3aHATb 60-
Jlee MVHYTbI B 3aBUCMMOCTU OT TOrO, Kak OHM UCMONb3YyHTCA 1 cKonbko Material Parameters
OHW cofleprKar.

anIMeHFlFl MaTepuralbl K PpasnnMyHbIM TMNam MelLen (CTaTuyeckme, CKeneTHble, YacTuupbl,
nncTBa, pen bed), SK3eMmiAapbl N T. ﬂ,.), Bbl YBENNYNTE KOMNYECTBO Tpe6yeMb|x nepectaHOBOK
meMnepOB B BallemM MmaTepuane n BpemMma Komnmnauumn.

Bo BpeMs KoMnunAumm maTteprana unv npu Hanmumm olwmnboK MaTepuan, MpUMeHEHHbI

K MelllaM Ha cLieHe, byaeT oTobpaxaTbCA Kak cepblil MaTepuran no ymonyaxuto. O6s3artenb-
Ho cnepuTe 3a Material Editor nocne komnunauun, 4tobbl y6eanTHCA B OTCYTCTBUM OLLINOOK.
Ecnu oHn ecTb, TO OHM nosABATCcA B okHe Output Material Editor.

CoxpaHeHue

Bbl ewe He 3akoHuUMnun! CoxpaHute 3TOT MaTepuan! Bug matepranos, NpYMeHEHHbIX K Ba-
LIel cLeHe, MOXeT aTb JIOXKHOE OLLYLLEHUNE, YTO BCe COXPaHMNoch. Komnunauus He coxpa-
HAET BallX MaTepurarbl; Bbl JOMMHbI BPYUYHYIO COXPaHUTb Bally MaTepuanbl (KOTopble 3aTem
KOMMNUIVPYIOT Wenaep nepes coxpaHeHnem).

Kak paéoTtatloT MaTtepuannl B Unreal Engine 4

MaTtepuansl B UE4 aBnaoTca npoponxkeHvem nannnanHa PBR-penaepriHra n naoTHO nHTe-
rPUPOBaHbl B MannianH oceelleHna n oTpaxeHnsa. Matepuanbl onpefensaioT, Kak kaxaan
NMOBEPXHOCTb B MMpPE pearmpyeT Ha CBET, OTPaKeHWsA N TEHW.

MukcenbHbIN M BEpLUMHHDIE WEeAAEepbI

MepBoe, 4TO HY>KHO NOHATb O paboTe MaTepPMNanoB, — 3TO Kak NUKCebHbIE 1 BEPLUMH-
Hble LWelaepbl NCNONb3YITCA ANA PEHAEPUHTA N306paXKeHNiA. DTO, MOXOXKe, PeHeAepUHT
60/bLWMHCTBA U306paXKeHNIA, HO CyLecTByeT Hosee TeCHasa UHTerpaLma ¢ 06opyAaoBaHNEM
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peHaepuHra (Bawmm rpadryeckM NpoLeccopom), i MaTepuasbl nerye packpbiBatoT STOT
annapaTtHbl MHTepdeiic.

Korpa Kaxablil Kagp peHAepuTCsA, CHayana oH NPOXOANT Yepes BEPLUMHHbIN Wwengep. SToT
Wweiigep npeobpasyeT BepLUMHbI CLieHbl B TDEXMEPHOM NMPOCTPaHCTBE, Ha3HavaeT MaTe-
puanbl ¥ MOArOTaBAMBAaET CLEHY K OLeHKe MUKCeNbHbIM Wwenaepom. 3aeck UV-koopamnHa-
Tbl NPeo6pa3zyoTCA 1 NOBOPAYMBAIOTCSA, MPUMEHAIOTCA CMELLEHNE 1 Teccenauusa 1 nobble
ApYyrue BblUMCIIEHNS BEPLUNH 1 TEOMETPUYECKNX YPOBHEN BbINOMHATCA Nepea oTnpaBKon
B NMUKCENbHbIN LWenaep.

Mocne 3aBepLueHVA Npoxofa BEPLUNHHBIM LWEAePOM, NMUKCENDb 3a NUKCenemM n3obpaxeHve
peHaepuTca NMKCeNbHbIM Wenaepom. Koraa Kaxablii IMKCeNb peHaepuTCa, OH NnonyyaeT
MHbOpPMaLMIO OT BEPLUNHHOTO LWekiepa, Takyto Kak HarnpasfieHrie HopMasy MOBEPXHOCTY,
UV-KoopaunHaTtbl, a TakXe laHHbIe O MaTepuane U TEKCTYpe, HeobxoanMble Asi PEHAEPUH-
ra nukcens.

MyKcenbHbIN Weraep UCnonb3yeT 3Ty NHbOPMaLMIo Ans BbIGOPKM TEKCTYP, BbIMOSIHEHVA Ma-
TeMaTnyecKmx onepauun n Bo3epata ogHoro nmHenHoro HDR-3HaueHna nukcens. Mocne Toro
Kak BCe NVKCeNu ns OHOro Kaapa byalyT oTpeHAepeHbl, U306paxkeHune nepefaeTcs B Liernoy-
Ky NocTob6paboTKm Ana oToOpaXkeHUA TOHa 1 NPUMEHEHNA K Hemy ApYrux 3¢pdeKToB. 3aTem
3TO N306parKeHNE BbIBOAMTCA Ha IKPaH B KaUeCTBE OKOHYATENIbHOIO N306paXKeH M.

MaTepuanbl — 3170 MaTeMaTuKa

Bbl 6bICTPO 3aMeTnTE, UTO 6ONMBLWINHCTBO Y3108 Material Expression, focTtynHbix B Material
Editor, ABnAoTCcA MaTemaTMyeCcKMMmn TepMrHamu. BoipaxkeHus (Expression) cyLuecTBytoT no-
YTU ONA BCcex 0OblYHbIX MaTeMATUYECKMX ONepaLunii: CIOKEHUA, BbIUMTAHUSA, CUHYCa, KBa-
ApaTa, CTeNeHn N T. 4.

Mo cBoel cyTu KaxkAblii MaTepuan npefcTaBnAaeT cobon CNoXHOe MaTeMaTUYeCKoe Bbipa-
XeHue. 3HauyeHVA LBeTa NMKCcena Ao6aBNATCA, BbIYMTAIOTCA 1 MOAYNMPYIOTCA APYTMA
cnocobamu Ha OCHOBe BXOAHbBIX AaHHbIX, TAKMX KaK MOJIOXKeHVe CBETa, MPOBOE MNoJioxe-
Hve 1 HanpaBneHue, UV-koopanHaTa NUKcens, UBeT BePLUMH 1 TaK farnee.

LlBeTa kak uncna

Bbl, BEpOATHO, He NPUBBIKM AyMaTb O Lidpax, CTOAWMUX 3a N306paXKeHNAMN B BaLleil No-
BCeaHeBHoOW paboTe. [1na 60NbLIMHCTBA XYA0XKHUKOB TekcTypa RGBA o3HauaeT LiBeTHoe
n3obparkeHune ¢ HenpospayHocTblo. Ana xygoxkHnka UE4 n3obpaxerHna RGBA yacTo o3Ha-
YaloT YeTblpe 3HaUYeHNA OTTEHKOB CEPOro, KOTOPbIE MOXHO NMOYYNUTb U U3MEHUTb.

ITa KOHLENUMA MOXKeT NMoKa3aTbCs 3anyTaHHOM, HO UMEHHO Tak Bbl paboTanu B Photoshop
1 Bpyrux nporpamMmmax 4ia pefakTMpoBaHus N306paxxeHnin B TeueHne MHorux net. Onepa-
LMK CO CNIOSAIMU, TaKMe KaK CIIOKeHMNe, YMHOXeHMe U TaK Jasiee, — 3TO BCE NMUKCENbHbIE Ma-
TemaTuyeckume onepauuu, kotopblie UE4 npocTo npeaoctasnsaeT 6osee HENOCPeACTBEHHO.
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JInHenHbIV uBeT

Martepuanbl B UE4 peHiepATCA BHYTPEHHE C MylaBatoLLieli TOUKOI, MO3TOMY, XOTs TEKCTY-

pbl MOTYT 6bITb OrpaHUYeHbl 3HaYeHUAMN 0-255 AnA KaXKAOro KaHana, MaTepuran, B KOTo-
POM OHU PeHAEPATCA, MOXET UMETb 3HaUYEeHUA C NnasatoLLet Toukon ot 0 o 1 u Bbiwe. Ecnn
YTO-TO BO3MOXHO C Yncnamu, 3To Bo3mMokHo B Material Editor.

OpHako Ball MOHUTOP, BEPOSITHO, HE MOXKET 0TOOpakaTb MHPOPMALIMIO BbILLIE UV HUKE Ap-
KocTtv oT 0 fo 1. Hanpumep, 3HaueHue LBeTa Hrxe 0 6yaeT NpocTo oTo6pakaTbCsA YePHbBIM,
a 3HayeHMe Bbllle 1 MOXeT 0TobpakaTbCA KaK 6enblil (BO3MOXKHO, C HEKOTOPbIM 67lyMOM
nocTobpaboTKkn).

KapTbl HopManem

Hunuto He nnntoctpupyeTt Te3unc «MaTepuranbl — 3TO MaTeMaTMKa» Nyylle, Yem KapTbl
HopMarnemn (pncyHok 5.3). KapTbl Hopmaneit — 310 3D-BeKTOpbI (3HaYeHUA HanpaBneHni
X, Y, Z), xpaHAwWwmeca B Ka>KAOM MNMKcesie B BUAE KPACHbIX, 3€NEHbIX Y CUHUX 3HAYEHUIA.
XYZ = RGB. 110K ncnonb3yeT 3Ty MHGOPMaLUIO 1 U3MeHAET BUAMMOE HanpaBieHne
MUWPOBOrO NPOCTPAHCTBA KaXXJ0ro NMKcens, YTobbl U3MEeHNTb ero peakLmio Ha ocBelle-
HUe oKpy»KatoLien cpeabl.

Ha pucyHke 5.3 ¢uroneToBbI LBET — 3TO HelTpanbHasa HOpMarb, KoTopasa BoobLLe He Me-
HsIeT HOPMarb NNKCENA BO BPEMA PEHAEPUHTa; KPACHbIN KaHan MeHseT HanpaBneHue X,
a3eneHbin — Y.

3ameTKa

Bbl korga-Hmbyab 3ameyany, uto Transform Gizmo B UE4 1 MHorux gpyrux 3D-npu-
JIOXKEHNAX NCNOMb3YeT KPacHbI LBET AnA ocu X, 3eneHbln-ana ocn Y n CUHNMn — ana
ocn Z? RGB = XYZ = UVW

DTV 3HaYeHUA B3aMMO3aMeHAEMbI U paccMaTpumnBalOTCA MaTepmnanamm Kak o6u.u/|e uncnosble
MacCCuBbl U MOTYT OblTb MaTEMATUYECKN OL/EHEHbI KaK TaKoBble.

Korga kaxzablii nMKcenb peHaepuTCa, 3HaYeHNe KapT HopMarel B 3ToM MecTe 6yKBanibHO
f06aBnAeTca (+) K KacaTeSIbHOM-NPOCTPAHCTBEHHOWN BEPLUMHHOWM HOPMaJsivi MOBEPXHOCTY
MOAenu, Bo3BpallaeMol BepLMHHbIM WenaepoM, BO3BpaLlasa HOBY HOPMarsb U1, CnefoBa-
TesIbHO, APYroi LUBeT Noc/e NPUMeHeHNA K Hell OCBeLLeHMS.
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7.Cobbl

File Path

4 Adjustments

0

PucyHok 5.3 KapTbl HOpManen XxpaHaT AaHHble O HanpaBaeHUN ABUKEHNS

3ameTKa

KapTbl Hopmanen, co3faHHble Pa3NNYHbIMK MPOFPaMMHbIMUN NaKeTaMu, AaloT
HeCKONbKO UHble pe3ynbTaTbl 1 MOTYT MOTPeboBaTh KOPPEKTUPOBKM. Hanpumep,
Maya BbIBOAUT KapTbl HOpMarneln € 3efieHbIM KaHasloM, MepeBepHYTbIM CO CTaHAapTa
UEA4. Bbl MOXKeTe Nlerko ncnpaBunTb 3TO B AranoroBom okHe Texture Editor, yctaHo-
BuB onuuio Flip Green Channel Ha true.

Kak 1 Bce KapTbl JaHHbIX, KapTbl HOPMasel Bbl He JOMXHbl XpaHUTb C Koppekune SRGB
Ha HUX.

YnakoBKa Macku TeKCTyp

TouHo TaK e, KaK Bbl MOXeTe XPaHUTb CBOKO MaCKy HEMPO3PayYHOCTN B anbd)a—KaHane TeK-
CTypbl, paCI'IpOCTpaHEHHbllh meTon, I/ICI'IOJ'Ib3yeMbIVI B UE4, 3aK/to4aeTCcA B UCMOJIb30BaHNN
Apyrux Tpex kaHanos (RGB) ans xpaHeHWs TPex JOMONHUTENbHbIX MacOK BMECTO MHdOpMa-
uun o uBeTe (PUCYHOK 5.4).

B 3TOI KapTUHKe KaXKAbl TEKCTOBbIN CON — 3TO MPOCTO CHOXKeHMe. XOTA KOMOUHMPOBaH-
Hoe n3ob6pakeHune 6ecnonesHo, ecTb YeTbipe YeTKMX N306paKeHNA B OTTEHKaX Ceporo.
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PucyHok 5.4 V3o6paxeHune RGB, ncnonbsyemoe ans Toro, utobsl cogepkaTb YeTbipe Macku,
yao6Ho Ha3BaHHble RGB 1 A

MockonbKy Kaxfaa Mmacka [JOMIXKHa NMeTb TONbKO 3HaveHve oT 0 fo 1, nonynApHbIA meToz
COKpaLLeH/A YTeHNA TEKCTYP 1 NaMATY 3aKJTlo4aeTcA B 06bejUHEHN HECKOJTbKUX TEKCTYP
MacoK B 0fiHO 1306pakeHne RGBA. DTo 03HaYaeT, UTO Bbl MOXKETE NMETb YeTblpe MaCKu

B OAHOW TeKCType. ITO MOXeT ObITb HEMHOIO C/TOXHO 4151 aBTOPA, HO CMOCOBHO YMEHbLWNTb
NamATb Y MOMOYb MPON3BOANTENbHOCTM B CJZIOKHBIX CLIeHaxX 1 MaTepuanax.

MolHoCTb peHfepeHra Ha coBpemeHHbIX GPU BKyne ¢ OTHOCUMTeSIbHO MasibiM 06beMoMm
TpebyoLlencsa ana Br3yanmsaunmy 60/blUMHCTBA TEKCTYP AeNlaeT 3TOT MeTo 6eCcCMbICieH-
HbIM. TeM He MeHee /151 NPOLONIKUTENbHBIX 1 OYeHb GOMbLUNX MPOEKTOB MAaKOBKA TEKCTYP
Mo3BONIAET CePbE3HO CIKOHOMUTL Ha 06BbEMaX MaMATY 1 BPEMEHUN PEHLEPEHTa.

3aMeTKa

TeKCTypbl AaHHbIX, TaKME Kak MacK/ 1 KapTbl HOpMasel, He AOMKHbI UMETb
HacTponku sSRGB gamma, npumeHAeMON K HAM. Bbl OMKHbI yOeANTHCA, YTO 3TOT
napameTp nmeeT 3HayeHue false B UE4.

®PyHKUUU MaTepuanos

Bbl uacTo byneTe xoTeTb co3aaThb GYHKLMOHANbHblE BO3MOXHOCTY B BalLUX MaTepranax,
KOTOpble 3aX0TUTe MOBTOPHO MCMOMb30BaTh B APYrux MaTepuanax. Material Functions no-
3BONIAIOT CBEPHYTb CETU KOJla MaTepuasa B acCeTbl, KOTOpble 3aTeM MOTYT 6bITb O6ABNEHDI
K IloboMy MaTepuany B BalleM NPOeKTe B KayecTse y3na Expression.

Bbl MOXeTe 106aBUTb BXOAbI 1 Bbixobl, No3Bonstowwme Material Functions o6pa6aTbl-
BaTb jaHHble 1 BO3BpalLaTb Npeobpa3oBaHHble faHHble. OOblyHaA GYHKLMA MOXKET ObiTb
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TaKom e I'IpOCTOI7I, KaK B3ATNE HECKOJIbKUX LUBETOBbIX BXOA4OB 1 BO3BPAT UX CPeHEro 3Ha-
YeHUA, NN TaKOW XKe CNTIOMHOMN, Kak HaHeCeHe MO3anyHbIX BOJH Ha NOBEPXHOCTb OKeaHa.

Functions moryT gake Bo3BpalLaTh Liefible onpefAeneHns MaTepranos, BKlOYan TEKCTYPbI

U fpyrue napameTpbl U 3HaueHuA. Momellan ABe GyHKLUMM B MaTeEpUaJ, Bbl MOXKETE CMeLlaThb
NX BMeCTe C MackoW, 4ToObl onpeaennTb, rae 6yaet otobpakaTbcA Ta Unu nHasa GyHKLMA,
coxpaHaAsa Ko rpaduryeckoro pefaktopa matepuana YuCTbIM 1 YATaeMbIM.

Tunbl noBepxHocTeM

Matepuanbl UE4 ncnonb3ytoT HeCKonbKo pa3nuuHbix Surface Domains nnm Types. Kaxzabiii
TUN NpefCcTaBnAeT cob60l COBEPLIEHHO UHYIO KOAOBYIO 6a3y peHAepViHra, YeM Apyrue, 1 Ya-
CTO UMEET COBEPLLEHHO Pa3Hble BO3MOXKHOCTY 1 NapamMeTpbl.

MoHuMmaHwue Toro, Korga n noyemy ncnonb3oBaTtb Ka)K,ElbIVI TNN, O4Ye€Hb BaXKHO.

HenpospauHocTb

bonbwunHcTBO MaTepuranoB, KOTOpble Bbl 6y,que NCMOJIb30BaTb B CBOUX NPOEKTax, Henpo-
3payHble. Henpo3paqule MaTepunasbl, Kak Bbl y>Ke Aoragajincob, Henpo3paqu|! Bbl HUKOrga
He CMOXeTe yBNAETb NMUNKCESb, KOTOprI7I HaxoauTCA 3a HENPO3PaYHbIM MUKCENEM. OH npo-
CTO HMKOrga He 6y,qu OoTpeHaepeH.

HenpospauHble maTepurianbl — camble 3$PpeKTUBHbIE, MONTHOCTHIO OCBELLEHHbIe, CaMble Ha-
AeXHble JOCTYMHble MaTepwuasbl. Micnonb3yiiTe Henpo3payHble MaTepuasbl B 60/bLLINHCTBE
cnyvaes B HacTpolike Materials.

Mackupyembie MaTepuanbi

Macknpyemble maTepuanbl TOA06HbI HEMPO3PayHbIM, HO MOTYT UMeTb GOpPMY NMPO3pPayHoO-
CTW, NPYMEHAEMON K HUM B BUAe 1-6UTHO MAacK/ HEMPO3PaYyHOCTK. DTO O3HAYAET, YTO OHU
MOTYT 6bITb IMOO MOTHOCTBIO HEMPO3PAYHBIMY, TMOO MOSTHOCTbLIO MPO3PAYHBIMU C XKECTKM
Kpaem, pasrpaH1MyrBaoLwmnm nx.

MacknpoBaHHble MaTepMasbl BbITISAAAT BEJIMKOENHO 1 MOYTY TaK Xe 6bICTPO BU3yann3u-
PYIOTCS, KaK 1 HEMpPO3payHble MaTepuarbl, HO MOryT NOABEPraTbCA TAXENON Nepeprcos-
Ke'® Tam, rae oHU Npo3pauHbl. MackrpoBaHHblE MaTepualibl Yalle BCEro NCMNob3yTcs As
nuctebl B UE4, o6ecneunBasn ouyeHb BbICOKOE KayeCcTBO OCBELLEHNA U 0becrneurBan HeKOTo-
pblii ypOBEHb NPO3PaYHOCTH.

" Mepepucoska — 3TO KOrAa HECKO/bKO MOBEPXHOCTEN BU3yanusupytoTcs B ogHoM nukcene. Koraa
Henpo3payHas MOBEPXHOCTb BU3yanm3npyeTcs, 06beKTbl 3a Hell He OLLeHUBAIOTCS, MOSTOMY BU3Yya-
NN3NPYETCs TONbKO OaMH NuKcesnb. [1po3payHblie NOBEPXHOCTM AO/MKHbI Takxke oTobpaxaTb Stobble
MMKCeNU No3aam HUX B AOMONHEHUE K X COBCTBEHHbIM. DTO NMPUBOAUT K YBEIMUYEHMIO CTIOXKHOCTH
peHAepvHra aToro nNuUKcens.
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MonynpospauHocTb

Monynpo3pauHble MaTeprarbl BU3yanM3npyOTCs C NCMNONb30BaHEM COBEPLLIEHHO APYro-
ro nyTy peHAepViHra, YeM 60NbLUMHCTBO MaTepranos B UE4, 1 cOCTaBNAIOTCA Ha KOHEUHOM
n306paxkeHnn. ITO Co3AaeT HECKONIbKO NPOGEM /1A UX UCMOMb30BaHMA Ha CLIeHax.

Monynpo3payHble MOBEPXHOCTU MOJTYYaOT OYEHb NPUBAN3UTESNIbHYIO MHGOPMALMIO

06 OCBeLLEeHVN 1 He ABAATCA GU3NYECKN KOPPEKTHbIMU. OHM B OCHOBHOM MNpefHa3Have-
Hbl AN TaknX 3$PeKTOB, KaK AblM U OTOHb, U, XOTA Bbl MOXEeTe CAieNaTb 13 HUX CTEKJIO, BOAY
W Apyrue nonynpo3payHble MOBEPXHOCTH, OHU HUKOTAA He MPUOAN3ATCA K KaYecTBYy 3TUX
MaTepUanoB B peHAepax C TPAaCCMPOBKON Nlyyeil.

HenpospauHocTb

Korpga Bbl ycTaHaBfIMBaeTe CBOW MaTepuasn Ha Noslynpo3paydHbIil, Bbl BKSllOUYaeTe BXOA He-
NPO3pPayYyHOCTU. DTOT BXOLHOW CUrHan NprvHUMaeT 3HaueHne oT 0 go 1 1 npocTo onpepe-
JISIeT, HACKOJbKO NOBEPXHOCTb OYAET CIMBATHCA C MUKCENSAMM No3aan Hee. [oBepXHOCTM
C Hempo3payHocTbio 1 ByAyT BbIrALETb HEMPO3PaYHbIMK, HO BCE PaBHO ByayT BMU3yanusu-
poBaTb NMKCENN NO3aJn HUX, Bbi3biBas NePEpPUCOBKY 1 WTpad 3a MPON3BOANTENBHOCTD.

MpenomneHue

CBeTonpo3payHble MaTepuasbl MO3BOJIAIOT MCMOMb30BaTb NpeniomneHune. IToT 3GdeKT AB-
naetcs 3GPeKTOM SKPAHHOTO NPOCTPAHCTBA U orpaHuyeH B UE4, HO npy SKOHOMHOM UC-
MoJIb30BaHUN MOXET A06aBUTb MHOTO BM3YaJibHOIO MHTEPECa K Npo3padHbiM MOBEPXHO-
CTAM B BalIMX CLEHAX.

Pedpakuuna ncnonbyet Hopmasnb SKPaHHOIO NMKCeNa 1 cmellaeT obpasel nmKkcens nosa-
[ HEro Ha 3TO HOPMMUPOBAHHOE HanpaB/eHNe, YMHOXEeHHOE Ha BENNUYUHY pedpakumm. ITo
HEMHOro NPOTUBOPEUMT 3IPaBOMY CMbICAY, HO 1,0 — 3T0 He npenomneHue 0,9 nckaxaet
nukcenu Ha -10%, a 1,1 — 3To uckaxeHwue Ha 10%.

3HaueHunin mexay 0,95 1 1,05 gfocTaTouHo AnA 6ONbWMHCTBA Lenel, YTobbl NoNyunTb peanu-
CTUYHOE UCKAXKeHNne.

SK3eMnnapbl MaTepuanos

Kntouom K AMHammnuyeckum ynpasnsembiMm MaTepuranam aenstotca Material Instances: o6ner-
UeHHble, HCTaHLMPOBaHHbIE BEPCUM MaTePHaoB C HACTIEA0BaHVEM, HE OTIMYAIOLMMCA OT OT-
HOLUEHWI «PeGEHOK — POANTENb» MEXAY KflacCaMU B A3blKax NMPOrpaMMUpoBaHuA (PUCYHOK 5.5).

Material Instances He TpebytoT KOMIUAALMY, KaK 3TO [enatoT NOJHble MaTepuarbl Npu Ux
nsmeHenun. icnonbsysa Material Parameters B Balwvix maTepuanax, Bbl MOXeTe AviHamMmye-
CKM 06HOBAATDL MX Ha neTy Kak B Editor, Tak 1 BO Bpemsa BbINOIHEHUA BaLLEro NpoeKTa.
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M3meHeHmne cBoncTe Material Instances Bo Bpems pefakTMpoBaHus cLeH obecrneyrBaeT
YAUBUTENbHYIO0 06PaTHYIO CBA3b O BHELLHEM BUE BaLLUX CLIEH B peXrMe peasnibHOro Bpeme-
HW. MNoKa Bbl COBEpPLUEHCTBYeTE HACTPOWKIM CBOMX MaTepranos, Bbl BUAWTE, KaK OHU MIHO-
BEHHO OOHOBNAIOTCA Ha BaLLEeW CLieHe C NpYMeHeHneM GrHanbHOro oceelleHna n 3dodek-
TOB NOCTO6PAbOTKMY.

5 ame /e ignVia Chapters Chapterd_Msp

Gapter i ap

(e Jaetal brans

erala A8_Basic_Jial Copper

SAbterals A Dot Plastic e

WA_Baskc_Plastic_fled_Rough

PucyHok 5.5 lpaduk HacnepnoBaHus, mokasbiBalowWwmii, kak pasnumuHbie Material Instances
ABNAOTCA NOTOMKaMM Ass ogHoro matepuana (M_Basic), B kpaiiHem npasom yrny

MapameTpbl MaTepuanos

MapameTpbl — 3TO cneumanbHble BXOAHbIE y3/1bl B MaTepranax, KoTopble nogsepraioT-

csA Bo3pgencTeuto Material Instances. 3To MoryT 6biTb LiBETa (BEKTOPbI), TEKCTYPbI MW MPO-
CTble cKanApHble (C nnaBatoLeli TOUKo) 3HaueHus. OHn oTobparkatoTcs B Material Instance
Editor Kak OTAeNbHble 31EMEHTbI CTPOKHM, KOTOPbIE MOTYT ObITb NepeonpeaeneHbl Unu



116 FMABAS5 MATEPUATbI

YHacnenoBatb CBOWNCTBO CBOEro poaunTena. DTO NO3BONIAET BaM CO3aBaTb MaTepunanbl, KO-
TOpble MOryT 6bITb NOBTOPHO NCMOJIb30BaHbl N U3AMEHEHbI CaMbIMW Pa3HbIMI crnocobamu.

HacnepoBaHue

Ha BepxHem ypoBHe Material Instance saBnAtoTCA 06neryeHHbIMM 3K3eMNAApamMuy Un cCbl-
JIOYHBIMU KOMMAMM MaTepranoB. OHY He MOTYT GblTb OTPEAAKTUPOBaHbI C MOMOLLbIO
Material Editor, a pegakTupytoTcs ¢ nomolybto cneuranbHoro Material Instance Editor, koto-
pblii OTKPbIBAETCA NMPU ABOMHOM LienyKe no accety Material Instance.

Material Instances HacnepytoT Bce 3HaUeHUs NapaMeTPOB POANTENbCKOro MaTepuana unm
Material Instance.

OTO O3HauaeT ABe Beln: eCv Bbl MU3MEHAeTe CBONCTBO B aK3emnnape, ero pO,ElVITEﬂbCKI/IIZ
MaTepmnan Bcerga oCctaeTCcA He3aTPOHYTbIM, U €C/iN Bbl U3MeHAETe pOFl,VITEJ'IbCKVII;I MaTtepuan,
TO BCe 3K3eMnnApbl, CBA3aHHbIE C OTUM MaTepuranom, 6y,qu OGHOBJEHDI.

Bbl Tak>ke MoOXeTe fienaTtb 3K3emnnapbl Apyrux Material Instances, cozgaBas cnoxHbole Le-
MOYKM HacnefoBaHUA MaTepranoBs. Takas NpakTMKa CnocobHa NPYBECTU K 3aMyCOPVBAHUIO
NpoeKTa, 0CO6EHHO eCNN Bbl TOUHO HE 3HAETe, A Yero Co3aeTe 3K3eMmnApbl SK3emnis-
poB. O653aTeNbHO COCTaBbTE XOPOLUMIA MaH, NPeXae YeM MATY Mo 3TOMy NyTu. YacTo npo-
CTOE KOMMPOBaHE SK3eMMAPa 1 M3MEHEHINE OHOro CBOMNCTBA fyulle, YeM NPOAYLUMPOBa-
HVie SK3EMMAPOB 3K3EMMIAPOB.

NMepeonpeneneHne napameTpos

MepeonpepeneHve Material Parameter B aK3emnnsape no3BonseT SToMy 3K3eMnaapy MMeTb
Apyroe 3HauyeHue, YemM ero PoAuTENbCKUI SNIEeMEHT. Bbl JOMKHbI ABHO ONpefenunTb Kaxkaoe
CBOICTBO, KOTOPOE Nepeonpepensere, WenkHYB Gprakok PAAOM C HVM, YTO NO3BOJAET pe-
JAKTUPOBaTb ero. Bce fouepHme aneMeHTbl 3TOro 3K3eMnJisipa Takke OyayT 0GHOBNATbCSA
NPy U3MEHEHUN STUX 3HAYEHWIA.

OpraHusauusa napaMmeTpos

Kaxkabin napameTp nmeet Group-3HaueHne, KOTOPOe MOXHO 3aflaTb. DTO UCMOJb3yeTCA ANA
opraHu3aumm cnucka napameTtpos Material Instance Editor. MapameTpbl, He nmetoLwne Habo-
pa rpynn, nomewatotca B rpynny Default.

Korpa Yy BaC €CTb MaTepuanbl C 60NbLINM KOSIMYECTBOM napameTpoB, Ba>XHO MMETb NPUBbIY-
Ky Ha3Ha4daTb rpynnbl Ana BawnX BXOAHbIX AAHHbIX, MOTOMY YTO OHM MOTYT JIErKO CTaTb Xao-
TUYHbIMU N TPYAHBIMN B NCMOJIb30BaHUN.
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MaCTep'MaTepMaﬂbl

Wcnonb3ys Material Instances, MOXHO co3aaTb eAnHbIN MaTeprar, KOTOPbI cnocobeH 06-
pabaTtbiBaTb KaXAabli TUM MOBEPXHOCTYW B NPOeKTe. XOTs Ha NepBbIii B3rNsA4 3TO MOXET Mo-
Ka3aTbCA XOpOLLEel NAeel, CyLecTBYIOT BECKMe NPUYUNHBI 415 CO3AaHNA HecKonbKkux Master
Materials ana pasnuuHbIX TUMNOB NOBEPXHOCTEN 1N aKTOPOB.

Hanpumep, Bbl, BEPOATHO, HE XOTUTE, YTOObI OUH 1 TOT XKe MacTep-maTtepran obpabaTbian
AepeBAHHbIE MOSIbl U [bIM, ICXOAALLMIA OT CBEYM.

XOoTa TeopeTnyecKn MOXHO ObiNo CO34aTb OAUH MaTepuas C 4OCTAaTOYHbIM KONTMYECTBOM
napameTpoB A/t 06paboTKM BCEX BO3MOXKHbIX COObITWI, STOT e AUHCTBEHHDBI MaTepuan
cTan 66l Npobnemon, NopoXKaas AANTeNIbHOE BPeMA KOMMUAALMM 1 OTPOMHbIE KLU LWei-
[epOB, MOCKOJbKY ABVMOK CO3[aeT C/INLLKOM MHOIO NepecTaHOBOK LeingepoB, YTobbl
CNPaBUTbCA CO CIIOKHOCTBIO LWengepa.

Co3paBaliTe MacTep-maTtepualibl, KOTOPbIE MPOCTbl, HO MOTYT BbINMOMHUTD MAaKCUMasbHO
BO3MOHO€ KOJIMYeCTBO BapuaLuid, Npyi STOM He CTaHOBACb NPUUYNHOI NPo6em.

MpocTon maTepunan

Bbl MOXeTe fOCTWYb OTIMUYHOIO KauecTBa 1 Pa3Ho06pasuisA C MOMOLLbIO OUYeHb NMPOCTbIX MaTe-
puanos B UE4. B 3ToM pa3gene Bbl yBMAKTE, Kak MPOCTON MaTepran HacTparBaeTca C napame-
Tpamu ana Material Instance. 3aTeM Mbl pPacCMOTPVIM NMOCTPOEHNE MACcCKBa TaKUX SK3EMIMJISPOB,
LEMOHCTPUPYSA, Kak aXke HECKOJIbKO NMapaMeTPOB MOTYT CO3fjaBaTb MHOXKECTBO NMOBEPXHOCTEN.

("M_Basic_Floor
@ Base Color

® Metallic

O Specular

@ Roughness

O Emissive Color

© Normal

O World Position Offset

O Ambient Occlusion

O Pixel Depth Offset

PucyHok 5.6 Cambili npocTtoit MaTepuman
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PrcyHok 5.6 noka3sbiBaeT Harbonee NPOCTYo HACTPOIKY MaTepuana, npakTuuHyto B UE4.
B rpad matepuana nomelyeHbl TONbKO BEKTOPHbIN NnapameTp (RGBA), Ha3biBaeMbili Base
Color, ckansp (float), Ha3biBaembli Metallic, n ewwe ognH ckanap, HasbiBaemblll Roughness.
OHV NoJKtoUYeHbl K OAHOMMEHHBIM BXOAaM.

PasmeweHue y3nos napameTpos

Bbl MOXeTe npocMoTpeTb BCe JOCTYMHbIE MapameTpbl Y3108 BbipaxkeHuin (Expression), Bbinon-
HMB nonck cnioBa Parameter B Pallets y3noB. ECTb 4OBONBHO MHOIO JOCTYMHbIX, HO HaM NOTPe-
6yI0TCA TONbKO CKaNIAPHbIE U BEKTOPHbIE TWMbI, YTOObI CAeNaTb STOT MaTepuarn.

Mpwu cozgaHum napameTpa Heobxoaumo ykasaTb ero umsa (Name) u 3HaueHre Default. Bbi
TaK>Ke MOXeTe Ha3zHauWTb rPynMy KaXzaomy napameTpy, eC/iv HYy»KHO OpraH1U30BaTb MHOTO
napameTpoB.

3aTem NpocCTo nepeTawuTe NPOBOJ OT BbIXOLHOIO y3/1a MO KaXXJOoMy NnapameTpy 1 NOAKII0-
ymTe ero K COOTBETCTBYIOLLEMY BXOAHOMY KOHTaKTY [pyroro y3fia — B 3TOM CJiyyae aTpuoy-
Tbl MaTepuvanbl 6yayT BXofaMu maTepuriana.

Mo mepe aobaBfieHUs HOBbIX Y3/I0B B MaTepPMas Bbl OGHAPYKUTE, UTO MHOTAa TpebyeTca
npeobpa3oBaTb CTaTUYeCKoe 3HaueHwe, Hanpumep Texture Sample nnu ckanspHoe 3Have-
HWe, B napameTtp. LLlenkHyB NpaBoii KHOMKOW MbILWK Ha onpefeneHHbIX TUMax Y3108, Takux
KaK BEKTOpPbI, TEKCTYPbI 1 CKanApHble y31bl, 1 Bbiopas Convert to Parameter, Bbl MoxeTe
6bICTPO KOHBEPTUPOBATH CTATMUECKUE U AMHAMUYECKNE NapaMeTpbl 1 06paTHO.

Bbl TakxKe MoXeTe pa3MeCcTUTb MHOTO Y3J10B, MCMOMb3yA COYeTaHUA KNaBuLL. YaepKmBanTe
HakaTol onpepeneHHyto Knasuwy, Hanpumep T, n wenkante JIKM B rpade, utobbl co3patb
y3en Texture Sample. lepxute S n wenkHuTe JIKM, 4to6bl pasmecTTb CKanApHbI napa-
MeTp, unun yaepxunsante V 1 HaxXmuTe, UToObl yCTaHOBUTL BEKTOP.

C nomoLLbto 3TUX TPEX NPOCTbIX MapaMeTPOB MOXHO CO3AaTb OFPOMHbI aCCOPTUMEHT
Material Instances. [lax<e 3T npocTble maTepuasbl OyayT BbirnaaeTb GaHTacTnyeckn B UE4,
NOAUYNHAACH PU3MUYECKMM 3aKOHAM OCBELLEHNA B COOTBETCTBUM C TpeboBaHuAMM PBR.

CO3AaHMe aK3eMnnapos MmaTepuana

Co3paHue 3K3emMnnApa MaTepurasna MOXXHO NPOBEPHYTb HECKONbKMMU crocobamu. OavH
13 cnocoboB — co3jaTb IK3eMMNIAP MaTeprana ¢ nomoLlybto MeHo Add New nnu wenk-
HyTb NpaBoW KHonkow mbiwy B Content Browser 1 BbibpaTtb Material Instance 13 rpynnbi
Materials & Textures. 3aTem Bam Hy>HO OTKPbITb 3TOT acCeT 1 BPYUYHYIO Ha3HauNTb MaTepu-
aJ, KOTOPbIN Bbl XOTWTE BUAETb B KaueCTBEe POAUTENIbCKOTO.

MpoLye Bcero WenkHyTb NPaBo KHOMKOW MbILUKW Ha MaTeprane, SK3eMnaap KOTOPOro Bbl
XOTWTe co3AaTb, 1 BbibpaTb B MeHto NyHKT Create Material Instance. 1o co3pgact HOBbIN
3K3eMnNAp, HA30BET €ro 1 Ha3HauUT eMy poauTens.
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Mocne Toro Kak poauTenbCckmin Matepran OygeT Ha3HauyeH 3K3eMnIApy maTepuana, Bbl yBu-
AUTe NapameTpbl, onpefeneHHble B BalleM MaTepuae, nepeyncieHHble Ha naHenu Details
(prcyHOK 5.7). YcTaHOBKa driaxka pAaoM CoO CBOMCTBOM 06bABNIAET ero nepeonpepeneH-
HbIM, 1 Tenepb 3K3emnaAp 6osblue He 6yAeT MCNONb30BaTb NapameTp, onpeaesieHHbIN

B POAMTENbCKOM MaTepuane, laxe eciy 3TOT NapameTp U3MEHUTCA B POAUTENIbCKOM Ma-
Tepuane. Ha pucyHke 5.7 BuaHo, uto M_basic onpepensetca kak Parent. Base Color nepe-
onpepeneH Tak xe, Kak 1 Roughness, B pesynbraTe yero nosy4mnca cCoBcem Apyron mare-

pwvasn, 4em TOT, C KOTOPOTO Bbl HAYanM (PUCYHOK 5.8).

Pucynok 5.7 Material Instance, cozpaHHbi ot M_Basic

PucyHok 5.8 Maccus Material Instance, cosgaHHbix ot M_Basic, nokasbiatowmit MHoro Bapuaumi
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I,E',O6¢':!BJ1€HI/IG KapTbl LIJepOXOBaTOCTel‘;I

MpocToe fobaBneHye KapTbl LIEPOXOBATOCTY K BalleMy MaTepurany (pUCyHOK 5.9) npuaaeT ro-
pa3go 6onblue ryouHbI U feTann3alumm NoBePXHOCTY, Kak BUAHO HA pUcyHKe 5.10.

M. RoughnessVaration

o\
o

“RoughnessMin

v

[ 3
\ Top v

Roughnesshax L4
TexCoord(0] ¥

S E
[ 3
L 3

\ Multiply ¥ Texture Sample

A L 3
8

RoughnessMapscale
ek as G © Ambient Occlusion

L 3

© Pixel Depth Offset

PucyHok 5.9 [lo6asneHune RoughnessMap Parameter k MaTepuany ans ewe 60nbwmx
BO3MOXHOCTEN

PucyHok 5.10 Material Instances ¢ Roughness maps
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CospaHune napaMTepoB TeKCTyp

B nononHeHue K paHee onvcaHHbIM MeToaM A00aBNEHUs MapaMeTPOB MOXHO TaKXKe Co-
3naTb y3en Texture Sample, nepeTawms TekcTypy B Material Editor n3z Content Browser. Ko-
rfa Bbl AeflaeTe 3TO, TEKCTYpa ELLe He ABNAETCA MapaMeTPOM, 1 eC/I OHa CKOMMUIMPOBaHa,
TO HUKaK He MOXeT ObITb M3MEHeHa B 3K3emnasapax. YTobbl npeobpa3oBaTh ero B napameTp,
LeNIKHMTE NPAaBOI KHOMKOW MbILWK MO Y31y TEKCTYpbl 11 Bbibepute Convert to Parameter.

Editor pacTero ... YHUKaJibHO€ NMA; HO BaM, BEPOATHO, cyieyeT NpnucBoOUTb eMy 6onee
BAYyMYMBOE Ha3BaHuMe. Tenepb 3K3emMnnApbl 3TOro matepuana MoryT onpenenatb cobCTBEH-
HYIO TEKCTYPY NI USMEHATb €€ BO BPpeMA BbIMONTHEHNA C MOMOLLbIO Blueprints.

Lerping It

OpnHown 13 Hanbonee BaxkHbIX 0cobeHHocTel Material Instance aBnaeTcA BO3MOXHOCTb
perynupoBaTb BHELHWIA BUA MaTepuana Ha nety. OfuH 13 nyyiimx cnocoboB caenatb
3TO — MCMNoNb30BaTh y3en Lerp (nMHenHaa nHTepnonAyua).

Jo6asnexne Min n Max Salar Parameters no3sonseTt XyaoXHVKaM AUHAMUYECKN N3MEHSATb
3HayeHMA KapTbl LUEPOXOBATOCTUN ANA KaXKAOro aK3emnaapa.

3TO OAUH 13 MOUX NIOBMMBIX Y3710B AS1A CO3AaHMA NPOCTbIX B HACTPOUKe MaTepunanos. Bol
JaXe MOXeTe JIerko MHBePTMPOBaThb anbda-3HaueHne, yctaHoBuB Bxod A Ha 1,a B Ha 0. Lerp
paboTaeT co Bcemy BUAAMU BXOLHbIX CUTHANOB, BKMoUYas LBeTa RGB, 1 ABNAETCA OTIMYHbBIM
cnocobom cmelunBaHUA Mexay ABYMA 3HaUEHNAMM.

3aMeTKa

Bxopb! A 1 B B y3ne Lerp MmoryT nmeTb NnpakTnyecku Jiobor T!n faHHbIX (CKanAapHbIN,
BEKTOPHbIN U T. .); OAHAKO afiba-BXO[ MOXKET ObITb TONIbKO OJHUM KaHaJIOM OTTEH-
KOB ceporo. Bo3amoxHo, Bam npuaeTtca ncnonb3osatb y3en Component Mask, uto6bl
BbIOpPaTb, KaKoW KaHan Bbl OTNPABAETE Ha 3TOT BXOA.

MacwTtabupoBaHue KapTbl TEKCTYp

YT06bI MacLITabUPOBATb TEKCTYPbI U cO3aaBaTb NAUTKY B UE4, Bbl He MacliTabupyeTe Tek-
CTYpY TakK, KaK, BO3MOXHO, MPUBbIKNIN AenaTtb; CKopee Bbl MaCLUTa6VIpyeTe UV-KOOp,D,I/IHaTbI,
YMHOXaA X Ha CKanApHOe 3HavyeHune.

COBAaHVIe 3K3eMnnapoB MaTepuana

Kak Bbl MOXeTe BMAETb, TeMepb Y Hac eCTb ellje MHOro NnapameTpoB, NepeyrcieHHbIX B Ha-
wem Material Instance Editor, Bkntouasa BO3MOXXHOCTb MOJIHOCTHIO NepeonpeaennTb TeKCTy-
py, NConb3yemyio AN MOAYNALMN LWepoXoBaToCTh (PUCYHOK 5.11).
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PucyHok 5.11 Material Instances Editor nokassisaeT rpynny Roughness Parameter

L o6aBneHune KapTbl HOpManemn

KapTta Hopmaneii oueHb noxorka Ha KapTy penbeda (bump map), Ho ropasgo 6onee addek-
TUBHa 1 rmbKa. KapTbl Hopmaneii onpefenaoT yron B NPOCTPaHCTBE, KOTOPbIA MOMoraeT
[06aBUTb fieTany NOBEPXHOCTUN K APYTM MAOCKAM NOMIoHaMm (PUCYHOK 5.12).

Wewle
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Roughnesshin /
Fa_ == e

Roughnesshiax

TexCoordl0] ¥
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\m@fv
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RoughnessMapScale /
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TexCoordl0] ¥

Normallap
FlattenNormal

PucyHok 5.12 [Jo6asneHune kapTbl HOpManel K MaTepuany
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Job6aBneHune KapTbl HOpManeii K MaTepurasny fobaBnAeT eLe OfUH CNIOi BU3yasibHON ry-
6VHbI 1 HacbllweHHOCTK (prcyHoK 5.13). MaclutabrpoBaHve HopManeii 1 UCMoNb3oBaHNe
Material Funcation FlattenNormal no3sonseT xygo>KH1Kam CMArynMTb KapTy HopMmarnei,
e/l OHa CNINLWKOM «TBepaaa».

PucyHok 5.13 Dksemnnapbl MaTepmana ¢ KapToM HOpMasnel, MOKa3biBaloLWero pasHble Bapuaumm
NpUMeHeHUs 3TOM KapTbl

NMoHumMaHme kapTbl Base Color

Base Color Ha camom pnene MmeHee BaXeH, 4eM Bbl, BO3MOXHO, MPUBbIKIIN CYUTATb. Bbl paxke
MoOXeTe NoNy4YnTb HEKOTOPbIE OT/INYHbIE MaTepualbl, He NCNOJb3yA 6a3OByIO LBETOBYO
TeKCTypy. KoHeuHo, Bbl HaBepPHAKa XOTUTE NMMETb LiBETOBbIE BapuaLl i BO MHOIMMX BallnX
MaTepmnanax, Nn0O3TomMy BCe paBHO OY€Hb BaXHO, YTOObLI OHa y Bac 6bina.

MockonbKy crcTeMa ocBelleHuns B UE4 HaCTONbKO CUITbHA, KapTbl LLIEPOXOBATOCTU 1 HOP-
MaJsieil MOTyT OnpefenvTb OFPOMHOE KOJIMYECTBO NOBEPXHOCTHON MHPOPMaLmm, KoTopas
paHbLe xpaHunack B Diffuse Texture.

3710 ocTaBnset Base Color Tonbko ana nepepaun usetosomn nHbopmaumm. Ha stom kap-

Te He [OMXKHO ObITb HMKaKON MHPOPMaLMmn 06 ocBeLLeHUN UK 3aTeHeHNN. MNnocKkre LBeTa
CO cpefiHel 1 HU3KOW feTanm3auuvein paboTatoT nyyle Bcero. CoxpaHuTe Baluu AeTanu ons
LLEPOXOBATOCTU 1 KapT HOPMarne.

Base Color Takxe onpepenset ueT Metallic, korna Metallic Bxog maTepumana yctaHoBneH

B 1 (Metallic BXxoa ABnAeTCA CKansApHbIM UK TONIbKO B OTTEHKAX CEpOoro). 3To No3BosiseT Bam
NoNyuYnTb METANNINUYECKYIO 3ePKalbHYI0 OKPACKy Ans GaHTaCTUUYECKMX MEeTaNINYecKrx 3¢-
bekToB (prcyHOK 5.14).
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PucyHok 5.14 Dkzemnnspbl dprMHanbHOro Matepurana, nokasbliBatolme pasiMyHble nosHble Habopbl
TeKcTypHbix kapT (Base Color, Normal Map 1 Roughness)

3aknouyeHme

PaspaboTka matepuanos B UE4 — 3710 dpaHTacTryeckmin onbiT. OHa caenaHa oyeHb yaobHom
ANA XYAOXHMKOB M NPOCTa B 0cBOeHNW. OfHaKO OHa TaK»Ke HeBePOATHO MOLLHas, YTo JaeT

BaM r’MOKOCTb AN1A CO34aHMA NPaKTUYeCcKu Nto6oro Bnga matepuasna ¢ KauecTBOM, 611M3KUM

K KaueCTBY TPaCCMPOBKY yyeil.

Mcnonb3oBaHue Material Instances n Functions go6aBnseTt opraHu3aumio, BapmaTMBHOCTb
1 BO3MOXKHOCTb MOBTOPHOIO UCMOJNIb30BaHUA K y»ke MoLHol cucteme Material, a Blueprints
1 Material Parameters rapaHTupyioT, 4TO Baliy MaTepuasbl 6ygyT TakKUMM e AMHAMUYHbIMU
1 MHTePaKTMBHbIMY, KaK 1 OCTaNibHas BU3yanm3ayus.

Mocne Toro Kak Bbl HAUHETe CO3AaBaTb aBTOPCKME paboTbl ¢ momolybto Material Editor UE4,
MHTepaKTuBHbIX Viewports n PBR peHpepuHra, Bam 6yaeTt TpyaHO 1CMoONb30BaTb YTO-TO

apyroe.
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BLUEPRINTS

UE4 npepactaBnsaeT A3biK BU3YyaJbHOro nporpam-
MmupoBaHusA Blueprints, BbicBo60oXxgaa moub npo-
rpaMmMunpoBaHusA, HO He Tpebysa OT Bac HaNUcaHNA
HU OHON CTPOKK Koga. cnonb3ysa BoobparkeHue,
Blueprints n HekoTopble 6a30Bble KOHLEeNLUN
NporpamMmMmnpoBaHNA, Bbl MOXKeTe co3faBaTb UTO
YyrogHO — OT NPOCTbIX B3aMOAENCTBUN, TaKUX
KaK BbIKJllouaTenu ceeTa unv asepu, fo Lenbix
cucTem MoaenupoBaHuna TpadurKa Uiam MHOro-

nonb3oBaTtenbcknx VR-urp.
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BeeneHue B Blueprints

XoTA Bu3yasnbHble anemeHTbl UE4 npuBnekatot Hambonbluee BHUMaHWe, BU3yanbHbli A3bIK
nporpammmpoBaHuis Blueprints — 3710 10, uto cgenano UE4 deHoOMeHOM, KOTOPbIM OH
ocTaetcs ceropHs. bes HanmcaHyA koga Nto60o YeIoBEK MOXKET CO3[aBaTb COGCTBEHHbIE
bYHKUMN 1 fO6ABAATH BO3MOXKHOCTY B NMPUSIOKEHWUA U UTPb.

KomaHpa 6onblue He foMKHa HaHMMATb NPOrPaMMIKCTa NN XKePTBOBATb OLHUM U3 CBOMX,
yTO6bI OBNAAETb A3bIKOM NPOrPaMMUPOBaHMA. MoUTN Kaxablli MOXKET HayUMTbCA NCMONb30-
BaTb Blueprints, 4To6bl BAOXHYTb XIM3Hb B CBOM MUPbI.

Blueprints — 3To peanbHbIl A3bIK NPOrpPaMMrPOBaHKA, Fopasfo 6onee HaJeXHbIN, YeM
60MbLWMNHCTBO CKPUMTOBBIX CUCTEM, 1 OH OMMPAETCS Ha KOHLENLMM MPOrpaMMUpPOBaHUs,
TaKue Kak KJlacCbl, HaceAoBaHMe, LNKIbl, NepemeHHble 1 GyHKLMKW. Eciv Bbl yke nucanu
CKpVNTbI B CBOUX 3D-NPUNOXEHUAX UK MPOrpaMMUPOBANy pPaHblue, Bbl GyaeTe UyBCTBO-
BaTb cebA Kak JomMa, cobrpas Bu3yanbHble cCKpunTbl. ECnn HeT, To He GoliTech.

Blueprints ynpoliatoT nporpammrpoBaHyie 1 yCTpaHAT MHorve 6apbepbl, KoTopble aena-
10T MPOrpaMMM1POBaHMe HeJOCTYMHbIM 1A MHOTUX Ntofei. BusyanbHblil xapakTep, fpyxe-
NO6HBIN UHTePdEIC, AOCTYN K UCXOAHOMY KOZly 1 O6LWIMPHAA [OKYMEHTaLUA AenaloT n3yye-
Huie Blueprints JOCTYMHBIM 1 IPOCTBIM.

Bbl B cuniax JOCTMYb MOYTU BCETO, UTO CMOCOOHbI cebe NpeacTaBuThb, ¢ nomolybio UE4,

HO MpaBWIbHOE NMOHMMaHVe OCHOB MOXEeT CAeNnaTh axe camoe NPOCToe MHTEePaKTMBHOEe
NpunoXeHne 6NECTAMUM 1 HACTPOUTL Bac Ha pelleHne 6onee cepbesHbix Npobnem B Oy-
aywem. HagexHaa npor3BoAnTeNIbHOCTb U XOPOLLO NPOAYMaHHbIe UHTepdenchl oTnnya-
0T NPOodEeCcCMOHabHbIN 1 MpKBAIEKaTeNbHbIN OMNbIT OT TOFO, YTO PaccTpanBaeT uUnm comsaet
C TONKY BalUMX Nonb3oBaTenen.

Kak gu3anHepbl BU3yanmsauum mbl CTPEMUMCA AOHECTU Kak MOXXHO 6osblue nHpop-
Mauun JO HAWNX 3pUTenein N NFPOKOB, MpuYem Hanbonee YeTko U peanmctnyHo. C no-
MoLbto Blueprints Mbl MoXxem NpeacTaBnATb AaHHbIE HENIMHENHBIMU U He 3aJaHHbIMM
3apaHee cnocobamu. NMobyxaeHre UrPOKOB SKCMEPUMEHTNPOBATb, NCCIefoBaTh 1 OT-
KpbIBaTb UTO-TO HOBOE CaMOCTOATENIbHO — 3TO TO, YTO AeNaeT UHTepPaKTUBHbIE BU3yanu-
3aUMM TaKoW MOLLHOM KOMMYHVKaLWMOHHOWN Cpefion 1 faeT HaM CUMbl Kak XA 0XKHUKaM

1 An3arnHepam.

JTa rnaBa npefHa3HayeHa Kak sl TeX, KTO He UMeEeT HMKAKOro OMnbiTa MPOrpamMmmMmnpoBa-
HUA, TaK U ANA TeX, y KOro Takol onbIT eCTb. [ToHMMaHMue Toro, Kak pa3pabaTbiBaeTca npu-
NIOXKeHVe, KOTOPOe Bbl UCMOMNb3yeTe, N TEPMUHONOTUN, NCNONb3yeMol pa3paboTyurKa-

MU 1 COO6LLeCTBOM, BCerga Urpaet BamM Ha pyKy, fake eciv Bbl 3HAKOMbl C OCHOBHbIMM
KOHLenuusamu.
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O6mbeKkTbl, KNacc 1 akTopbl

Bbl BcTpeTnTe TepMumHbl 06Bekmel (Object), knaccer (Class) n akmoper (Actor), YacTo ncnosb-
3yemble B UE4 1 BcnomoraTenbHOM AoKymeHTaumu. OHM MOryT Ka3aTbCA CMHOHVMMaMU UK
NoYTM CUHOHUMAMU, HO 3TO He TaK. XOTA OHM TECHO CBA3aHbI, KaXKAblll U3 HUX OTIYaeTca
APYr OT Apyra, Y 3HaHWe 3TOro PasfiMumsa NMeeT BaXKHOe 3HaueHue AnA obyyeHnsa nporpam-
muposaHuio B UE4.

O6bexTbl

UE4 — 5T0 06beKTHO-OpUEHTMPOBaHHOE NpunoxeHre. O6beKTHO-OPEHTUPOBaHHOE NPO-
rpammumpoBaHue (OOMM) — 3To cnocob npefcTaBieHNA NPOrpaMmbl B T@PMUHaX peanbHOro
Mypa 1 pa3breHnsa paboTbl NPOrpPamMmbl Ha NorMyeckme eAnHNLbI. BMecTo ofHOro orpom-
HOrO CKPWMTa, KOTOPbIN 3amnyCcKaeT BCe NPUITOKEHNE, KaXXAbli SEMEHT U 06 beKT cofep-
XKUT COOCTBEHHDIN KOA 1 BO3MOXHOCTY 1 B3aMMOLENCTBYET C APYrMMM 06 beKTamm B Npo-
rpamme ana obmeHa nHGopmaLlmen niv 3anycka coobITUi.

O6beKTbl MOTYT 6bITb 060N YACTbIO NPUNIOXKEHNWSA: KHOMKA WY BbiNaJaloLiee MEeHIO — 3TO
oTAenbHbIN TUM 06beKTa. DGdEKT YacTMLbl — 3TO OOBEKT, KOTOPbLIN NPOU3BOAUT Apyrue
06BbEKTDI.

PeanbHbIll nprMep — 370 Basa ¢ A6nokaMu. KOMMNOHEHTbI — Yalla U HECKOJTbKO OTAESIbHbIX
AGNOK — ABNAOTCA NOMHOCTbIO HE3aBUCUMbIMU APYT OT ApYyra (06beKTamu), Ho B3anmopei-
CTBYIOT BMeCTe, 06pasys Lenoe.

Knaccbi

CBoWCTBa KaX4oro obbekTa onpeAensioTcsa ero KNaccom, Habopom NPOorpaMmHbIX Mpaswis,
bYHKUMI 1 NepeMeHHbIX, ONpefensoLmxX ero noseseHue.

O6beKTbl — 3TO CYLHOCTH, UV SK3eMAAAPbI, Knacca. Kaxkabili 06beKT copepunT cob-
CTBEHHbIE YHVKaJIbHblE MapaMeTpbl UiV NepeMeHHble (HanpuMep, NMOSIOXKEHNE 1 BpaLLeHUe),
KOTOpble OH NOJTyYus OT CBOEro POANTENbCKOTO Kiacca. Bce 06beKTbl OAHOrO Kacca UMeioT
Te Xe UHCTPYKLMM 1 BO3MOXHOCTH, YTO U ApYTe SK3eMNNApbl Kacca 06beKTa Ha CLEeHe.

Mprmep c Abnokamn nmeeT fBa knacca: Apple n Bowl. CywectByeT oavH 3K3eMnasap Knacca
Bowl (4awa) n Heckonbko 06bEKTOB, co3faHHbIX U3 Knacca Apple (A610Ko).

O,EI,VIH Kracc MOXKeT UMeTb COTHU O6'beKTOB, CO3aHHbIX U3 Hero, Ka)KAblﬁ CO CBOIMU YHU-
KaNibHbIM/ OAHHbIMU 1 CBOVICTBAMM.

AxTopbi (Actors)

AKTOpPbI — 3T0 0CO6bIN BUA 06beKTa. DTV 06bEKTbI MOTYT CYLLLECTBOBATb B TPEXMEPHOM
MUpe BallnX ypOBHel 1 6biTb OTpeHAepeHbl. PacnpocTpaHeHHbIMY NprMepamu ABAAITCA
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Static Mesh Actors n Point Light Actors. AKTopbl MOTyT MMeTb KONNU3nmn, MaTepuarbl, aHu-
MaLuto, 3anporpamMmmMrpPOBaHHYI0 NOTUKY U CUMYMPOBaTb GU3NKY.

B aToM nprimepe yalua 1 A6I0KNM, KOTOpbIe B HEW NIeXaT, — BCe aKTOpPbl. Kaxablii 13 HUX 3a-
HUMaeT onpepenieHHoe MecTo B MPOCTPAHCTBe 1 umeeT 3D-npeobpa3oBaHyis (MONTOXKEHME,
BpaLleHune n macwTab).

B UE4 cBer, 3BYKU, CUCTEMDbI YaCTUL N KaMepbl — BCE 3TO pa3Hble MPUMepPbl akKTOPOB.

3aMeTKa

Ecnv Bbl MOXeTe BUAeTb, pa3melyaTb WY B3aMMOLEeiCTBOBaTb C YEM-TO B UTPOBOM
MUpe, 3To akTop. CBeT, 06beMbl, TPUITEPbl, YaMHMKIN U PaKeTbl — BCE 3TO NPUMEPbI.

Urpok

BonblunHCTBO BM3yanu3aumin IMHENRHbI U Hen3MeHHbl. OHM 06bIYHO JOCTaBNATCA B BUAE
N306parKeHNn, aHNMaLMI UK APYTUX IMHENHbIX GOPMATOB, KOTOPbIE NPaKTUYECKN HUKO-
raa He MeHsAITCA KaKUM-NOO CyLecTBEHHbIM 06pa3om. Kaxkapblil uenoBek, KOTOPbI CMO-
TPUT Ha HUX (3pUTenb), OyaeT METb TOT Xe OMbIT 1, MO 6OMbLUEN YacTU, BUAETb TE Xe Belly,
uTO U 160U Opy20Ui, KTO CMOTPUT Ha HUX.

WNHTepakTuBHas BU3yanv3auma HennHenHa. Kaxkabll urpok (Player, yenosek 3a KOHTposnepamy,
obecneurBaoLWmMy BBOA MHGOPMALIMN) MMeeT CBOO6OAY NCCNIEA0BATb MUP TaK, Kak eMy 3axo-
yeTcA. Bbl, Kak Au3aniHep, MOXeTe OrpaHNynTb 11 KOHTPOIMPOBATb TO, YTO UFPOK MOXKET CcAenaTh;
HO B KOHEYHOM CYeTe UrPOK OyaeT onpeensTh, Kak CTaHeT pa3BMBaTbCA UCTopuA. UIrpok sisns-
eTcsa ueHTpoM BceneHHo UE4. Bee, uto penaet UE4, oH fenaeT Ha 611aro NrpoKoB 1 X onbiTa.

KoHTponnep urpoka

Player Controller unn PC — 370 Knacc, OTBETCTBEHHbIM 33 U3MEHeHMe M1pPa Ha OCHOBe
BXOAHbIX AAHHbIX OT UrPOKa.

[na Kaxpgoro urpoka B Ballem npunoxxeHun dypet co3aaH oguH PC. PC aBTomaTnyeckm co-
3[aeTCA MUPOM, KOTfAa UTPOK NPUCOeANHAETCA K UTPe, M YHUUTOXKAETCSA, KOrAa OH BbIXOAMT.

Player Controller He umeeT GopMbl 1 He MOXET ObITb BUAEH (3TO 06BEKT B MUPE, a He aKTop).
Bbl MmoxeTe gymaTb 0 PC Kak 0 BUPTyaJibHOM NpeACTaBeHNM UTPOKa B MVpe — ero flyxe
UNu Npuspake, eciy xoture.

OpauH PC moxeT ofHOBpeMeHHO BrafeTb ofHMM Pawn (naBH). Korga PC «Bcenatca»
BO UYTO-TO, OH UMeEeT NPAMOI JOCTYM K 3TOMY O6bEKTY 1 MOXET NnepefaBaTb €My KOMaHAbI
WAV NHBIM 06PA30M MEHSTb ero.
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5T0 no3Bonaer OAHOMY UTPOKY paankKaibHO NU3MEHUTbL TO, KaK OH UTpaeT B Urpy
OT O4HOIro MOMEHTa K APYromMy, «BCeNnAACb» B Pa3/inyHble NMaBHbl C pa3IMYHbIMUN
BO3MOXHOCTAMU.

O6paboTka BXOAHbBIX AaHHbIX

PC — 310 nepBoe MecTo, Kyza crcTema BBOAA NepechiniaeT BXOAHbIe AaHHble nocsie 06-
pa6oTku. PC Blueprints umetoT OCTYyN K OrPOMHOMY MacCMBY BXOAHbIX JAHHbIX OT MbILLN
n knaBuaTtypbl o VR Motion Controller 1 ceHcopHbIx cuctem BBOAA A/1s1 MOOUIIbHBIX
YCTPONCTB.

XoTsa 06beKTbl Pawn 1 fpyrue akTopbl Tak»ke MOryT camu Mony4yaTb BXOAHble cobbiTua, PC
4acTo UCMONb3yeTCA ANA Nepefaymn STUX BXOAHbIX AaHHbIX MTPOKa o6bekTam Pawn u gpy-
rMM CUCTEMaM, KOTOPbIM HY>KHbl 3TV BXOLHbIE JaHHble, YTOO YMEHbLUNTH BEPOATHOCTb KOH-
bnuKTa Mexxay pasnnyHbIMU Knaccamu.

XoTs CyulecTBYIOT BeCKMe NPUUUHBI /151 TOTO, YTOObI ipyriie 06beKTbl 06pabaTbiBanyn HeKo-
Topble BXOAHbIE laHHble UTPOKa (HanprMep, KHOMKa B NOJIb30BaTeNIbCKOM UHTepdelice, No-
KasblBaloLLas, YTo OHa Hax)aTa), A CTapaloCb COXPaHUTb NOUTK BCto 06pabOTKy MOVX BXOA-
HbIX AaHHbIX B PC.

[aHHble urpoka

OpfHa 13 cambix 3amevaTesbHbiX Belet B PC — 3TO TO, UTO OH Bcerga ectb. Ecnv ectb Urpok,
TO ecTb 1 PC. 9T0O 03HauaeT, UTo Kaxbli pa3, KOrga CMCTeMe HY>XHO B3aUMOLeNnCcTBOBaTb
C OIHVM HaJleXXHbIM 06beKTOM, Npuxoaut PC.

Bce 06bekTbl Actor B Blueprints nmetot 6bIcTpbiit 1 nerkuin goctyn K PC ¢ nomoLbio npo-
CTbiX GyHKLMI Get. DTO AenaeT ero OTNYHbIM MECTOM /11 XPAHEHUS AaHHbIX 06 UTPOKe,
TaKuX KaK MMs, LUBET KOMaHAbI U T. Ai. bonee cnoHble Nrpbl MOTYT MCMOMb30BaTh Creyuanu-
3UPOBaHHbIE KNACChl (KNAcCbl UHBEHTAPSA U T. [1.), HO OHU 0ObIYHO CO3AAK0TCA U YNPaBAAOTCA
c nomolybto Player Controller.

BpaweHue

OpHa 13 cambix BaxkHbIX GyHKLMI Player Controller — cnegutb 3a BpalleHnem nrpoka. Y PC
HeT 3D-no3unumn — HeT Kamepbl unn gpyroro 3D-npeactaBneHuna. OgHaKo y Hero ecTb ne-
pemeHHas Controller Rotation.

OTCnexmBaHme BpaLLeHrs rPoKa OTAENbHO OT MO3ULMN UMEET HECKOSIbKO NPerMYyLLEeCTs,
0COBEeHHO KOorfia peyb 3aX0AuT O NPeACTaBIEHU B3MMIAAA UFPOKa 1 NPeaCcTaBNeHnm noce-
[0BaTesIbHO 1 MIaBHOW TOUKM 3peHNsA rpoKa. Hanuume ogHOro Tuna BpaLieHns Takxe
NIErko 3anporpammrpoBaTh, MOTOMY UTO eCTb OfiHa NMepeMeHHas!, KOTOPYI MOXHO OTClie-
XKMBATb U U3MEHATb MO Mepe HeoBXoANUMOCTH.
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NHtepdeic Mbiwn

Knacc Player Controller umeeT HecKonbKo BaXHbIX HaCTpoOeK Ans Busyanusauun. Hanbonee
BaXXHOW ABNAETCA BO3MOXKHOCTb OTOOPaXeHUA Kypcopa MblLuu.

Mo ymonuanuio UE4 1 601bLIMHCTBO BUAEOUTP HE MOKa3biBaloT KYpcop Mbiwn. OfHaKO MHO-
re NpoeKThbl BM3yann3aunmy NonaraTcs Ha HaAeXHble MoJib30BaTesNbCKue NHTepdench,
1 Hannuyme Kypcopa A8 HUX OYeHb BaXHO.

Bbl Tak»Xe MoXeTe BK/IIOUNTb COObITVA HaBeaeHuA (Mmouse over) 1 Wenyka Mbllin (mouse-
click) ons Bawwmx cueH, NO3BONAA BaM HanpsAMYyt0 B3auMoAencTBoBaTthb ¢ 3D-akTopamu B Ba-
LeM Mrpe. OTO MOXET MOBAIMATb Ha NPOU3BOANTENBHOCTb 1 Ha TO, Kak UIPOK B3aMMoAen-
ctByeT c HUD 1 gpyrumu snemeHTaMu, Mo3TOMy BKJloUaiTe COObITUA MbILIY TOJTbKO B TOM
ciyyae, ecivi OHU Heo6xoAVMbl ANA BALLEro NpoeKTa.

Lpyrue koHTponnepbl

Bbl MoxeTe co3paBath unu fobasnate gpyrue Controllers B cBon npunoxxeHus. Hanbonee
pacnpocTpaHeHHbIM siBnAeTcs Al Controller (MCKycCTBEHHbBIN MHTENNEKT). DT KOHTPONEepbI
[EeNCTBYIOT TOUHO TaK Xe, Kak Player Controller, Ho BMecTo TOro utTo6bl MCMONb30BATh BXOA-
Hble JaHHbIe OT UTPOKa, OHU MOJlaraloTCs Ha 3aNpPorpaMMUpPOBaHHbIE NpaBua 1 Nocieno-
BaTENbHOCTU ANA UMUTALMN YeSIOBEYECKOro NOBEAEHNA 1 BXOAHbIX JaHHbIX.

Pawns (naBHblI)

06beKTbl Pawns — 370 akTopbl B MUPE, B KOTOPbIE MOXHO BCENATLCA' KOHTPONNEPOM
(nrpoka nnu UW). Koraa, KOHTponnep nocbiiaeT BXOAHbIE U Apyrie KoMaHAbl Pawn, nH-
CTPYKTMPYSA ee ABUraTbCA UM 3aMycKaTb PaKeTbl MO Bparam.

O6bekToM TrNa Pawn MoryT 6bITb Nto6ble MePCOHaKU, XKMBOTHbIE N TPAHCMOPTHbIE Ccpea-
CTBa, KOTOPbIMU MOXHO YNpaBnATb. KoHTponnep faet 06bekTy Pawn npocTble KOMaHfbl,
Takue Kak Move forward (gBrratbcs Bnepep), U TOT MHTeprnpeTMpyeT NX COOTBETCTBYIO-
LW1M 06pa3om, UTO6bl UMUTUPOBATb TUM ABUXEHNA U B3aUMOAENCTBUA, KOTOPbIE Bbl XOTU-
Te yBMAeTb.

Wcnonb3ya PC n Pawn BMecTe, Bbl MOXKeTe rapaHTUPOBaTb, YTO UTPOK MMEeeT Kak nocneso-
BaTesIbHbI HAGOP BO3MOXHOCTEN, KOTopbiMU yrnpasnseT PC, Tak 1 KOHKPETHYIO MHTeprpe-
TaLMIo 3TUX BXOAHBIX JAaHHbIX KaxkablM Pawn-o6bekTom. 3To no3sonset ogHomy PC, a cne-
[OBATEJIbHO 1 UTPOKY, BNlaleTb NMio6biM BUAOM 06beKTa TMa Pawn, KOTOPbIN TOJIbKO MOXKHO
cebe npeacTaBUTD.

" BceneHuve — 3To TEPMUH, MCMONb3YyEMbIit, KOTAa KOHTponep 6epeT noa KOHTPosb akTopa. Bbl Mo-
KeTe AyMaTb O KOHTPONepe Kak O Npu3pake, KOTOPbIN CNOCOBEH MpbIraTh OT aKTOpa K akTopy 1au
faxe cylecTBoBaTh 6e3 akTopa BoBce.
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3aMeTKa

Bbl MOXeTe CMaBHUTb U BCENATLCA B HOBble Pawn-06beKThl B Nltob6oe Bpems. ITo
OT/INYHBIV CMOCO6 CO3aTb HOBBIN PEXIM MPOCMOTPA UM METOA YNpaBieHUs A
urpbl. Hanprimep, Bbl MOXKETE NMepeKiioyaTbCsa MEXAY XOAAYMM 0ObEKTOM U NeTato-
LM 6eCnUNOTHBIM 06BEKTOM, KaX bl U3 KOTOPbIX MMEET COBEPLIEHHO pa3Hble
BO3MO>KHOCTW, BHELHWI BUA, SGOEKTbI, 3BYKM 1 Alake SNeMEHTbI Mosib30BaTesb-
CKOro nHTepdeica.

Mup

World (Mup) — 370 mecTo, rae cyLecTByIoT BCe 06bEKTbI, aKTOPbI M laHHbIE B MPUSIOXKEHUN
UEA4. Korpga Bbl 3arpy»xaeTe Level (ypoBeHb) (TakXe Ha3blBaeMblii KapTOW), CO3aeTcs HO-
BbI/i MUP C aKTOPaMu 1 06 beKTaMI, KOTOPbIe Obliv MOMELLEHbI AA CMABHa B HEM.

Bce, uto cywecTsyeTt B mmpe (06beKTbI), MOXKET nony4ynTb JoCcTyn n 6bITb AOCTYNHO AnA nto-
6oro apyroro ob6beKTa B mupe. O6beKTbI TaKKe MOTYyT CNMaBHUTb N YHUYTOXaTb Apyrue 06b-
€KTbl 1 aKTOPOB.

Mle, KaK 1 noyTtun Bce ocTanbHoe B UE4, moxeT 6bITb 3anporpaMmmMmmpoBaH C NMOMOLLbIO
Blueprints, a TaKXXe MOXeT CNMaBHUTb, YHNYTOXaTb N U3SMEHATb aKTOPOB U 06DBEKTbI B HEM.

YpoBHMU

Kaxxpgpin yposeHb (Level) B UE4 noxox Ha aBTOHOMHOE MUHU-NpUnioxeHue. Kaxabii ypo-
BEHb MOXET MMeTb COBEPLUEHHO pa3Hble NpaBuia, reoMeTpuio 1 T. . Ha camom gene Kax-
[bll ypOBEHb MOXET ObITb COBEPLUEHHO APYrol UTPoi. Bo3MOXKHO, Bbl BUAENN 3TO B UTPaXx,
B KOTOpPbIe Urpasnu, Koraa ofuH ypoBeHb — 3TO BOX/AEHMe, a ceflyowWwnii — neluas noroHn
C OY€eHb pPa3HbIMU 31IEMEHTaMM YNPaBNieHWA, MOAENAMU U reMMIeeM.

3aMeTKa

YpOBHY YaCTO Ha3bIBalOT KapTamu. DTV ABa TEPMUHA MO GoNbLUel YacTu
B3alIMO3aMeHsieMbl.

YpoBeHb MOXET UMEeTb HECKOJIbKO MOAYPOBHEN, KOTOPbIE OH MOXET CTPUMKTb. ITa CUCTeMa
ABNIAETCA OT/IMYHBIM CMOCOOOM 3arpy3Ku onpefeneHHoro KOHTeHTa B onpefeneHHoe Bpe-
M# B BalLleM MPUIoXeHnW. Bbl MoXeTe nerko 3arpy»atb, BbIrpy»kaTb 1 yCTaHaBAMBaTb BU-
AMMOCTb Lienbix ypoBHel 13 Blueprints. 3To oTnnuHbI cnocob ynpasneHua nHGopmauuen,
KaK B pefakTope, Tak 1 BO BPeMs BbINONHEHNA.
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KoMnoHeTnbi

AkTopbl Blueprints moryT umeTb ntoboe Konuuectso KomnoHeHToB (Components): cneyu-
asibHble KNacchl, KOTOPble CO3AAITCA BMECTE C aKTOPOM M MOTYT B3aIMOAENCTBOBATb He-
NOCPEACTBEHHO C HUM. PacnpoCTpaHeHHbIMU MPUMEPaMM ABMIAIOTCA CTaTUYECKME U CKeNeT-
Hbl€ MeLUW, CBET 1 CUCTEMbI YaCTuL,.

KoMnoHeHTbl MoryT 6bITb YHaceloBaHbl OT pofuTensa pebeHkoM. OHu MoryT 6bITb co3fa-
Hbl BO Bpemsa BbinosiHeHus unu B Contraction Script. OHKM Tak»ke MOryT 6bITb OnpefeneHsbl
B Blueprints Editor kak Component Parameters.

KOMMOHeHTbl — 3TO OTANYHbIN CNOCO6 MOBTOPHOTO MCMOMIb30BaHMsA Kofa. Hanprmep, Mox-
HO CO3[1aTb KOMMOHEHT, KOTOPbI NePeMELLAETCA C ONpefeneHHOR CKOPOCTbIO MO TPAEKTO-
puK. Bbl MOXeTe NPUKPENnTb 3TOT KOMMOHEHT K JII060My aKTOpPY B BalLEM NPOEKTE, UTOObI
[aTb eMy TaKyto BO3MOXHOCTb.

I'IepemeHHble n X TUnbl

Bce 06BbeKTbl MOTYT XPaHUTb [laHHble C MOMOLLbIO NepeMeHHbIX (Variables), Takxe Ha3bl-
BaeMbIX CBOMCTBaMU. [lepemMeHHble MOy T COAep»KaTb Tak/e 3Ha4YeHWs, Kak uncna u cTpo-
KW, AW Jaxe CCbINIKM Ha Apyrue 06beKTbl, KNacChl NN akTopbl.

MepemeHHble B Blueprints UMeloT CTpOruim Tun, YTo 03HaYaeT, UTo Kaxaas nepemMeHHas oT-
HOCUTCA K ONpeAeNieHHOMY KNacCy 1 3TO HEBO3MOXHO 13MeHUTb. Ecnv Bbl 3aHMMannchb ym-
CTbIM HaMMCaHNEM CKPUMTOB, 3TO MOXET ObITb C/TIOXHO AJIS BAaC, HO 3TO MO3BOJIAET NPOBO-
AUTb 6onee CNOXHYI0 KOMMUAALKIO, MPOBEPKY OWNOOK 1 06paboTKy nepemeHHbIX. OfHa
13 CaMblX KPYTbIX BeLel B HEM 3aKJTH0UAETCA B TOM, UTO KaX/blil TUM MOXKET MMEeTb Co6-
CTBEHHble GYHKUMM 1 NepemMeHHble!

PaCI'IpOCTpaHEHHbIMVI TNaMn NepeMeHHbIX ABNAKTCA cnegyrowne.

-

. Boolean: npoctas nepemeHHas true unu false.

2. Float or Scalar: uncna c gecaTnuHbIMU Apo6siMY, Takne Kak 0.984, 4356.234 nnu —34.2
Integer: uncna 6e3 fecATUYHbIX Apobeli, Takne Kak 23 unm -2354,

3. String: 6ykBeHHO-LMPpPOBbIE NOCNEf0BaTENIbHOCTb CUMBOIOB, Hanpumep Hello World.
4. Text: TEKCT MOXOX Ha CTPOKY, HO B NMepBYI0 ouepeab NpefHa3HaueH 4 ToKanm3auun.

5. Vector: maccus 13 Tpex 3HaueHunI C NnaBaloLerl TOYKOW, NPeACcTaBAALWNX 3HaYeHnA
X, Y 1 Z, yacTo ncnonb3yembix ANiA 3anncy MONOXKEHUA, MacluTaba nnv HanpasneHna
B 3D-npocTpaHcTBe.

6. Rotator: maccmB 13 Tpex 3Ha4YeHUN C NaBaloLLen TOYKON, NpeAcTaBAALWMX 3HAYEHNA
BpaweHus Roll, Pitch n Yaw B 3D-npocTtpaHcTse.
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7. Transform: o6beavHsAeT aaHHble 0 nonoxeHun (Vector), BpaweHun (Rotator) n mac-
wrabe (Vector).

8. Object: ccbinka Ha 0OBEKT MMM AaKTOP B MUpPE, BKIlOYasi CTaTUYECKMEe MeLly, Kamepbl,
nctouHunkn ceeta u Player Controllers.

Tick
Kaxkpbin kapp, oTpeHaepeHHbi B UE4, cneflyeT TOUHOMY nopAaKy onepauuii. 9ToT Habop

onepawuuii YaCcTo Ha3bIBAOT UTPOBbIM LIUKIIOM WAV OCHOBHbIM LiMKIoM. B UE4 3T0 HasbiBaeT-
cAa Tick (Trkom).

Ha Ka»<aoM TrKe BXOAHble JaHHble OT NrpoOKa CHNTbIBAKOTCA U HanMpaBJIAOTCA B CUCTEMY CLe-
HapwueB, rge OHM MOryT MHULUNPOBATb cobbITUA 1 ¢yHKLI,l/IVI. nepCOHa)KI/I MOryT nepeme-
waTbCA, opyana — CTPeNnATb, HY Win LIJKad)bI MOryT MeHATb MaTepuasbl. PasnnuHble cucTe-
Mbl B UTpe MOTYT 3aTeM pearnpoBaTb Ha 3TV AaHHbIE: (1)I/I3I/IKa, ocBeleHne n I/ICKyCCTBEHHbIVI
NHTENNEKT co6|/|pa|0T VIH(‘)OpMaLI,VIIO 06 OKpyXatwem Mmmnpe 1 BbINONHAKOT COOCTBEHHbIE
[enCTBUA, CO30aHHble npn noMowmn nporpaMmmmnpoBaHunA. MNMocne TOro Kak Bce BXOAHble AaH-
Hbl€ 1 JTOTKa O6pa60TaHbI, reomeTpuA CUeHbI 06HOBAAETCA Y MOXKET 6bITb BU3yannsnpoBa-
Ha 1 npeacTaB/ieHa UTPOKY.

Delta Seconds

Bpems, HeobxoanMoe A peHAepa OfHOro Kagapa Unn TUkKa, HasbisaeTcs Delta Seconds
unu Delta Time. Urpa, paboTatoLan co ckopocTbto 60 KafpoB B CEKYHAY, MeeT cpefjHee
Delta Time 0,0167 cekyHAbl.

Delta Time BaXHO, NOTOMY UTO Ka)<Abll TUK MOXET 3aHATb pPa3Hoe KoMYeCcTBO BpeMeHM
ANA peHAepuHra oT nocsiefHero Kagpa (CLeHbl MOryT pe3Ko MeHATLCA OT OAHOrO Kagpa
K CrielytoLiemMy) Ui OT OAHOTO KOMMbloTepa K Apyromy.

OTcnexnBaHme 3TOro 3Ha4YeHnA N ero NnpUMeHeHne O4YeHb BaXXHO NPW BbIMOJIHEHUN nobon
3adayn, KoTopaa nmeeT MeCTo BO BpeMeHn 1 NPOoCTpaHCTBe.

Hanpumep, ecnn Bbl XOTUTe BpallaTb akTopa C NOCTOAHHOM CKOPOCTbIO, Bbl MOXKeTe
npocto fo6aBNATb 3Ha4UeHMe NOBOPOTA Ha KaxAoM Tuke. KomnbloTep, paboTatowuin

co ckopocTbio 30 KagpoB B CeKyHAY, OyaeT BpawlaTb akTopa Ha 360 rpagycoB B CEKyHAY,
€CNn ero NnoBepHyTb Ha 12 rpajycoB 3a TUK, B TO BpeMsA Kak KoMMnbloTep, paboTatoLwuii
CO CKOPOCTbio 120 KaapOB B CeKyHAY, BbI30BET BpalleHne co ckopocTbio 1440 rpagycos
B CEKYHAY.

MmeHHo 3aeck noasnsetca Delta Time: Bbl MOXKeTe NPOCTO YMHOXMWTb Npefnonaraemoe
npeo6pasosaHue Ha Delta Time, uTo6bl ybeanTbCs, UTO Balle ABUXKEHNE OCHOBAHO Ha Bpe-
MEHM, a He Ha YacToTe KajpoB.
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B aTOoM Nprmepe yMHOXbTe BalLM Npeanonaraemble rpagycbl B cekyHAy Ha Delta Seconds.
Ha MK c 30 kagpamu B cekyHAy 3T0 BbIrNAAMT Kak 360%0,033 rpagyca Ha TvK (okono 12 rpa-
[YyCOB Ha TUK), B TO BpemaA Kak npu 120 Kagpax B cekyHAy 370 360%0,0833, unu 3 rpagyca
Ha TuK. [laxke ecnm yacToTa KagpoB CUbHO KonebneTcs, akTop 6yaeT BpalLaTbCa C TOM e
CKOPOCTbIO.

HacnepoBaHue knaccos

Kaxkablin Knacc MOXeT CnyXuTb LWwabioHoM (poguTenem) Ansi APYroro Knacca (AovyepHe-
ro). Pe6eHok HacnepyeTt Bce GyHKLMOHabHbIE BO3MOMXHOCTUN U CTPYKTYpPY CBOErO POAN-
TeNbCKoro Knacca. Jliobble U3MeHeHWs B pOANTENbCKOM Kacce TakKe HacneayoTcs goyep-
HUMU KJTaCCaMu.

Bo3sBpallyadnck K npeabiayLiemy npumMepy ¢ abnokamu, knacc Apple MoxeT MMeTb HECKOIb-
Ko foyepHumx knaccos: Red Delicious, Granny Smith n Tak ganee. Kaxablii ©3 HUx Hacnepyet
bYHKUMOHaNbHOCTb 1 onrcaHue A6MoKa (XpycTAllee, cnafkoe, Kpyrnoe), Ho nepeonpefe-
NAeT onpefenieHHble CBOMCTBA, TaKMe KakK LiBET, pa3mMep 1 napameTpbl BKyCa.

JloyepHue Knaccbl MOTyT nepeonpeaenaTb GyHKLMN POJUTENbCKOTO Knacca, aobasnas unm
yTouHAA yHKLUMOHanbHocTb. Hanpumep, u Point Light Actor, n Spot Light Actor aBnstoT-

cA «geTbmu» Knacca Light Actor. O6a knacca umeloT MHOIO OMHAKOBbIX CBOWMCTB, TakMX Kak
APKOCTb, LBET 1 3aTyXaHue.

BmecTo TOro uto6bl 06a Knacca onpeaenanm Kaxkaoe 13 3Tux CBOMNCTB, POAUTENbCKMIA KaccC
(Light Actor) onpepenseT ux, a fouepHme KNaccbl Ux HacneaytoT. Kaxablli KNnacc MOXeT 3a-
TeM paclWMprTb poanTeNbCKre GYHKLMN U CBOU BO3MOXKHOCTU.

Knacc Apple Takke numeeT pogutenbckunin kKnacc: Fruit. Fruit knacc BkntovaeT B ceba abno-
KW, anenbCuHbl, BUHOTPaA, rpyLn 1 MHOTOoe Apyroe. XoTs KaXAbli N3 HUX OT/INYAeTCA U Bbl
He MoXeTe cfienaTb A6/I0KO U3 BUHOTPafa, OHU HaC/IeAyOT MHOTO O6LLMX CBOWCTB U METO-
0oB oT Knacca Fruit.

UE4 ncnonb3yeT KOHLEeNUMio Hacnefo0BaHUA NOYTY BO BCEX aCMeKTax CBOero AnsanHa
(Material Instances oTnuuHbIi Nprmep). NMoHVMaHKe 3TOro He06XoAMMO AJ1S TOFO, YTOObI
MMeTb BO3MOXHOCTb pa3pabatbiBaTb 6onee CoXHble CUCTEMbI U MPUSTOXKEHUS. DTO TaKXKe
OT/INYHBIV CNOCO6 N36exaTb AyONNPOBaHWA y>Ke NpoAeNiaHHOW paboTbl.

Spawning n Destroying (cnaBH U YHUUTOXXEHUE)

Kaxzabln 06beKT B Ballem NrpoBOM Mupe BXoAUT B OTOT MMP C NMOMOLLbIO CnaBHa. Korga
006beKT nopoXAaaeTcA, OH CO3aeTCA U3 CBOEro onpefeneHHoOro Knacca 1 noABnAeTCcA B Ur-
POBOM MUPE, YTO NO3BOJIAET eMY «BNAETb» BCE OCTaJlbHOE B MUpPE.
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O6beKTbl MOTyT 6bITb CO3AaHbl BO BPeMs BbINOSIHEHUA € NoMoLybio Blueprints. MpakTuue-
CKV M0G0 ApYroi 06bEKT B MUPe MOXKeT NMOPOAUTb HOBbIN OOBEKT.

Bbl MOXeTe cnaBHUTb akTOPOB B CBOW MrpoBor Mup B Editor o BbinonHeHWs, nepeTackrsas
nx n3 Content Browser B urposon mup.

Bbl Tak»Ke MOXeTe YHNUTOXNTb akTOPOB, YAANMB UX 13 MUPa. ITO MOXET Bbi3BaTb Npobnemy
B Blueprints, KoTopble cCblNaloTCA Ha YHUUTOXKEHHDBIN O6BEKT, MO3TOMY 6yAbTE OCTOPOMKHbI

1 nposepsnTe ceon ccbinku. QyHkumm B Blueprints, Bo3BpaluatoLime none, MOryT NprBeCTy
K HECTabUMbHOCTW UNK CAENaTb MPOEKT HEKOMMUAVPYOLWMMCA.

CnaBH — 3TO AOPOroCTosALLas onepauys, U CNaBH 60JIbLIOTO KOJTMYECTBA aKTOPOB MOXET
3amefnnTb paboTy BaLlero NpunoxeHua. ECnm Bbl 06HapyXnTe, UTO CMaBHUTE U YHNYTO-
»aeTe MHOro akTOPOB OJHOTO M TOTO »Ke Kflacca, BaM CTOUT NOTPaTUTb BPEMA Ha nepepa-
60TKY 3TVX aKTOPOB, @ HE Ha YHUUTOXEHWE 1 CO3[jaHNe HOBbIX.

Construction Script

AKTOPbI feNatoT YTO-TO 0COO6EHHOE, Korfga OHM cnaBHATCA nnbo B Editor, nnbo Bo Bpems Bbi-
nosnHeHuA: oHK 3anyckatot Construction Script.

3Ta GyHKLMA OYeHb MOLLHasA, MOTOMY YTO OHa no3BonseT Blueprint Actor BbINONHATL fecTBUA
13 CKpunTa Ao 3anycka urpbl B Editor (ecniv oH nomellaeTcs Ha ypoBeHb) U A0 €ro NoABNEHNA
(ecnv oH CNaBHWTCA BO BPeMs BbIMOJHEHNS). DTO MOXET BK/tOUaTb U3MEHEHMe camoro cebs, co-
3[laHKe HOBbIX MeLLEl U IPYriX KOMIMOHEHTOB, a TaK>Ke BbIMOJIHEHME PYroi 06paboTKu.

Bbl MOXeTe onpefenvTb NepeMeHHbIe B BallleM aKTOPe B KaUeCTBe M3MEHAEMbIX Mapame-
TPOB. Bbl MOXeTe peakTMpOoBaTh BbICTAB/IEHHbIE MAPaMETPbl HAa Pa3MELLEHHbIX aKTOPaX,
n Construction Script TyT »e nepesanyctuTca.

Bbl MOXeTe cozfaBatb crioxHble Construction Script, KoTopble CNOCO6HbI cO3aaBaTh Lesble
CTPYKTYpPbI UMM CUCTEMbI HAa OCHOBE MapameTpoB. B KauecTBe nprumepa MOXXHO NprBecTr
co3aHre akTopa, KOTOPbI pa3mMeLlaeT MeLy BAOJb CraiiHa (boHapHble cTon6bI, Nepuna,
JOpOoru) Nnn paccemBaeT 06bEKTLI MO Melly (TpaBa, IMCTBa U Apyre 06beKTbl), Un CUCTe-
My BPeMeHI CyTOK, KoTopasa OOHOBNAET CBOU Pa3NINYHble KOMMOHEHTbI, OCHOBbIBAACH UC-
KNIOYNTENIbHO Ha NOJIOXKEHWUN COMHLA. BO3MOXHOCTM 6e3rpaHnYHbI.

Begin Play Event

Mocne 3anycka Construction Script 06beKT MHULMaNU3npyeTca 1 JobaBnAeTCA B OKpYyKato-
Wit Mmnp. Kak TOIbKO OH AOCTYMEH B MUPE U MOXET BUAETb OKPYKaloLWunii MUp, 3anyckaeT-
cs cobbiTue Begin Play.

MIMeHHO 34ecb Bbl MOXeTe HaCTPouTb Jilnboe noBefeHre NN B3auMoaencTee, Ko-
TOPOE AOMKHO ObITb YCTAHOBMIEHO 10 TOrO, Kak OyZieT nokasaH Nepeblii Kagp uim
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HenocpeacTBeHHO nepen TeM, Kak akTop CTaHeT BUAEH Ha 3KpaHe. AKTOpr Ha 3ToW CTagumn
He 6ynyT OoTpeHAepeHbl, HO noay4vaT AOCTYN K MUPY N coepKallMMcA B HEM obbekTam.

Begin Play HaurHaeTcsa TONbKO NOC/e TOro, Kak BCe akTopbl 1 0ObEKTbI CO3AaHbl A1 3TOro
TUKa, NO3TOMY MOXHO 6e30nacHO NoyUYnTb AOCTYM K APYrMm obbekTam, KOTopble CO3faBa-
NUCb B 3TOM pperime (B oTnnume ot Construction Script, KOTOpbI BbINONHAETCA A0 MHULMA-
nm3aumm o6beKTa).

Bsanmogencteue mexay Blueprints

OueHb BaxHo, 4TobbI Bawy Blueprints Mmornm KOMMyHMLMPOBaTL APYT C APYrOM U C MU-
pom. UE4 npefocTtaBnAeT HeCKONIbKO CNOCO60B 3aCcTaBMTb Bally 06bEKTbI, akTOPbI

1N MUPbI, KOTOPbIE OHWN HAacensaoT, 0OMeHMBaTbCA MHbOPMaLMel n cosfaBaTb 6oratble
B3aMMOJeNCTBUA.

Direct Blueprint Communication

Korga Bbl xoTuTe, uTo6bl 0MH Blueprint HanpAmMyio cBA3bIBanca ¢ Apyrum Blueprint
Ha HAMBMAYaNIbHON OCHOBE, Bbl Yalle Bcero bygeTe ncnonb3osatb Direct Blueprint
Communication. 3ToT meTop TpebyeT, UTO6bI Bbl ABHO ONpPefenuv, Ha Kako 06beKT
B MUpPeE CCbINatoTCA.

Hanpumep, nrpok wenkaet no anemeHTy Light Switch Blueprint Actor, y koToporo ectb
onpepeneHHbin Light Bulb Blueprint Actor Ha ypoBHe, Ha3HaueHHbI nepemeHHO. 3aTeM
BbIK/toYaTeNb coobLaeT laMmnouke, YTobbl OHa BbIKOUMMACh U BKAOUMIACh Henocpes-
CTBEHHO. D deKT nofencTBOBaN TONBbKO Ha 3TY JIAMMOUYKY.

Event Dispatcher

Event Dispatchers no3BonstoT Bam nmeTb HeckonbKo Blueprints, npocnywmBaiowmx ogHO
CoObITHe, N KaXablli 3 HUX pearmpyeT MHANBULYANbHO, KOTa OHO Bbi3bIBaeTCA.

B npumepe c Light Switch Light Bulbs moryT npocnywmsatb cobbitne OnSwitch y Switch
Blueprint n cooTBeTCTBYIOLMM 06Pa30M U3MEHATL Ce65, Koraa 3To CobbITYe UHULUNPYETCSA
B3aVIMOJENCTBMEM UIPOKa C BbIKJIIOYaTeieM CBeTa.

Blueprint Interfaces

Blueprint Interface npefHa3HaueH 4nA Tex cllyyaes, KOraa y Bac eCTb COObITHSA, KOTOpble
ABNAOTCA O6LMMMN ANA Pa3HbIX K/IACCOB, HAMPUMEP LEMYOK MbILUbIO U YKa3aHWe Ha KOH-
TpONNepe, Ho KaxKAbli KacC LOMKEH AenaTh UTO-TO OT/IMYAIOWEEeCcs Uan BoobLue HUuYero.

NHTepdelicbl — 3To NPOCTO CNUCKM OXMAAEMbIX cobbITuiA. Ecnn B Blueprint peannsosaH
nHTepdeinc, MoOXKHO BbibpaTb Nt0OOI N3 NepeyncneHHbIX METOL0B, BCE U HI OAHOTO.
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Bbl BONXHbI ncnonb3oBaTb I/IHTepd)eIZCbI, Korgay Bac eCtb (byHKLl,I/IOHaﬂbeIe BO3MOXHOCTH,
KOTOpPbI€ NOXOXU B HECKOJTIbKUX Blueprints, HO AOJ1’KHbl BbIMONMHATbCA NO-PA3HOMY B KaXXAOM
N3 HUX.

WHTepdeiichl ' ABNAIOTCA HaUMEHee YacTo NCMOJIb3yeMblM METOAOM CBA3W MeXAY
Blueprints 1 06bIuHO He pekomMeHAayI0TCA AN1A 6ONbLINHCTBA BapMaHTOB NCMOb30BaHMA.
BmecTo sToro ucnonb3yite Event Dispatchers.

Blueprint Casting (npuBeaeHue TUNoB.)

MpuBeaeHve TMNOB UCMONb3YeT crieumnarnbHble y3ibl B Graph Editor. 3Tu y3nbl npuHnma-
I0T BXO[Hble AaHHble OHOrO KJ1acca, a 3aTeM MbITaloTCA NOAyYMTb JOCTYN K 3TOMY Y3J1y Kak
K onpefeneHHomy Knaccy. Ecnv nonbiTka 6yAeT yCrelHomi, Bbl CMOXeTe NosyuYnTb NPAMONi
[OCTYM K MePEMEHHBIM, COOLITUAM U GYHKLMAM LieNeBoro oobekTa.

3T0 NO3BONAET 3anpaLMBaTh 06K HAGOP aKTOPOB 1 KNACCOB. M ecnn oHW NpuHagnexar
K onpepeneHHOMy Kiaccy, OH/ yCrnelHo 6yayT npuBeAeHbl K 3TOMY Knaccy, NpefoCTaBnss
BaM JOCTYMN KO BCEM NEPEMEHHBIM U METOA,AM, JOCTYMHbIM B 3TOM Klacce.

Hanpumep, Light Bulb Blueprint MoXeT paclumpuTtb Knacc akTopa, Ha KOTOPOM OH OCHOBaH,
uTo6bI METb PpyHKUMIo ToggleLight. Switch Blueprint moxeT 3anpocuTb Kaxkgoro aktopa
Ha CLieHe 1 nonbiTaTbCA NpMBecTn ux K knaccy Light Bulb. B cnyyae ycnexa oH MmoxeT Ha-
npamyto 3anyctutb GyHkuuto TogglelLight.

Bbl Tak>ke MOXeTe UCMOMb30BaTb NPUBEAEHME TUMOB AJ1A 3anycKa COBbITUI 1 N3MEHEHUA
CBOWCTB [/1A BCEX aKTOPOB OnpefeNieHHbIX KNAacCoB Ha ypoBHe. Micnonb3ya y3en Get All
Actors of Class, Bbl MOXeTe MONyunTb LOCTYM K MAacCMBY aKTOPOB, KOTOPbIE NIEFKO U3MEHNTb.

KOMI'IVIHFILI,VIFI cKpunTa

Mepen 3anyckom Blueprint Heob6xoarmo ero ckomnunUpoBaTb. Komnunauus npeobpasyer
rpadbl y3510B B Kof, KOTOpbIi BbinonHsaeTcA B Editor n Bo Bpema paboTbl B nrpe.

Komnunauma Takxe npoBepseT Ball KOA Ha Hannume oWwmn6OoK, NbITaaCb HalNTN OWNOKK ele
[0 3anycka urpbl. OHa He ynaBnuBaeT BCe, HO 0ObIYHO HAXOAUT CaMble OMaCHbIe TUMbl oLV~
60K [10 TOrO, KakK MOXeT NPOU30NTN COON.

YT06bI cKOoMmnunupoBsaTb Blueprint, npocto Haxkmute kKHonky Compile Ha toolbar. Jllo6ble
HanfeHHble ownbky nossnatoTca B Compiler Results n 06b14HO BKOYAIOT YOOOHYIO CCINKY,
KoTopas BefleT BaC HeMoCpeACTBEHHO K Mpobneme.

2 Nntepdeiicbl — HeoTbeMnemas yactb OOTN, KoTopyto NoaaepXKMBaeT ABUKOK, U MOUTU HU OAUH
CpeAHWI 1 KPYMHbIN NPOEKT He 06xoAmnTcs 6e3 HMX. Taloke OHWM OYeHb YacTo MPUMEHSIOTCS B pas-
HbIX CMCTEMax B3aMMOAENCTBUI B Urpax 1 apyrix npoektax Ha UE4. — [pum. nep.
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3aknouyeHme

TepMVHbI N NOHATUA, MPefCTaB/IeHHbIE B 3TON rMaBe, LUMPOKO PacnpoCTpaHeHbl B UHTep-
delice UE4, nokymeHTaumm 1 coobuyectse. Bbl JOMKHbI Nyylle NOHUMATb, KaK MPUIoXeHne
UE4 paboTaeT «nop KanoToMmy, 1 JONXHbI 6bITb B COCTOAHUM HavyaTb U3y4yaTb Blueprints n co-
3faBatb npunoxeHua B UE4 yBepeHHee.

B cnepytowmx rnasax Bbl OyAeTe 4acTo CTaNKMBATbCA C STUMU KOHLENUUAMY, faxe B C1-
CTeMax, He oTHocALWMXCA K Blueprints. Takue NoHATKA, Kak HacnefoBaHWe, NepeMeHHble
1 CBOWCTBA, NPUCYTCTBYIOT BO BceM UE4 1 onpegenAtoT MouTH KaxkAbli acnekT ero agnsariHa.



YACTDb 2

BALL MEPBbIN MPOEKT
HA UE4

7 HactpoiKka npoekTa
8 3anonHeHue munpa
9 Co3pgaHue NHTepakTUBHOCTU ¢ Blueprints

10 YnakoBKa 1 pacnpocTpaHeHue
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HACTPOUKA MPOEKTA

Baw nepsbiii npoekT B UE4 poKycupyetca

Ha akknumaTtusauum K UE4 Editor, Content Browser
n Viewport ypoBHs. OTa rnaBa NocBsieHa onpepae-
NneHnio o6 bema NpPoeKTa N CO34aHMI0 BCErO HEOO6-
XOAMMOTrO ANA Hayana co3[aHunA Ballero nepBoro

MHTepaKTnsHoro mupa B UE4.
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O6beM npoekTa

Mpexpe yem NPUCTYNUTbL K paboTe Haf No6bIM MHTEPAKTUBHBIM MPUIOXKEHEM, BaXKHO CHa-
yana onpepenuTb Lieny npoeKkTa 1 3anuncatb nx. ConnaHblii o6bem paboT 1 YeTKo onpe-
JeneHHble MUHVMasbHble TPeboBaHUA rapaHTUPYIOT, UTO Bbl ByeTe pa3pabaTbiBaTb CBOM
NPOeKTbl LiefleHanpaBaeHHO 1 METOLNYHO.

MepBblii cBOM NpOEKT Bbl byaeTe Aenatb npoctbiM. UE4 BKNtouaeT B ceb6s MHOXeCTBO Npu-
MEpPOB KOHTEHTa, KOTOPbI IErKO AOCTYMNeH 1 ABAAETCA OTINYHbIM CMOCO6OM HavaTb
nsyueHrve ocHoB UE4. Bbl 6yeTe MCNONb30BaTh 3TOT KOHTEHT, UTOObI MOCTPOUTb NPO-
CTOW yPOBEHb, 3aMONIHUTb €ro N HACTPOUTb MaBH, KOTOPbIN MOXET MJIaBHO NPOXOAUTb
Yyepes ypoBeHb, CTaJIKNBaACb CO CTEHaMM 1 NoJslaMu, AJaBan 3axBaTbiBaloLiee oulylleHne
NPOYHOCTN.

HakoHeu, Bbl npoTecTupyeTe npunoxeHve ¢ nomotbto Play-In-Editor (PIE). Mocne Toro Kak
Bac BCe YCTPOUT, Bbl cobepeTe 11 NOArOTOBKTE CBOE TBOPEHME 1A PacnpoCTpaHeH)A B Ka-
yecTBe aBTOHOMHOIO NPUTOXKEHUA.

K KoHUy 3Tol rnasbl Bbl OyAeTe MMeTb Xopollee NpeAcTaB/ieHne O TOM, Kak pa3paboTtaTb

npocToe npunoxexHune UE4 ¢ HynsA. [laBaiiTe pa3bepem 3To 1 COCTaBUM CMUCOK.

1. Pa3zpaboTaiiTe NpunoxeHune, KOTOPOE NO3BOSIUT UTPOKY MPOXOANTb Yepes BUPTYasb-
Hyl0 Cpegy.

2. Wcnonb3yiTe Starter Content ana co3aaHns NPOCTON Cpefibl CO CBETOM, ABEPDIO 1 Ne-
peksovaTenem A nepekaoyeHns ceeTa.

3. Wcnonb3yite Dynamic Lighting.
4. CpenaiiTe BMA OT NepPBOro LA U XOAWTE B MEASIEHHOM U YCTOMYMBOM TEMIE.
5. Y6epanTech, 4TO BbICOTa B/AA COOTBETCTBYET apXUTEKTYPHbIM BU3yanun3aLmam.

6. [aiiTe UrpoKy BO3MOXHOCTb CTasIKMBaTbCA CO CTEHaMM ¥ MONaMu, NpraaBas cUMynsa-
LN CONMAHOCTN.

Co3paHue HoBoro npoekTa us Launcher

Ecnu Bbl elLe He co3fany yYeTHyto 3anucb Ha caiTe unrealengine.com, He cKayanu

1 He yctaHoBunu Epic Games Launcher, a Tak»e He yCTaHOBWV ABUXOK Bepcumn 4.25 unu
60nee No3fHen (3Ta KHWra Mcnonb3yeT 4.25 BO BCEX MPUMEPAX), TO HYXXHO CAeNaTh 3TO ne-
pen Hayanom paboTbl.

Camblin npocToi cnocob co3paTb HOBbIV NpoeKT UE4 — 3To ncnonb3oBaTtb OKHO New
Project. Bbl MOXkeTe nonyumTb AOCTYN K HEMY, 3anyCTUB ABUXOK 13 Launcher (prcyHok 7.1).
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Mocne 3anycka Unreal Project Browser BbinonHWTe cnegytoume gencTeus.

1. B pa3pene New Project Categories BbibepuTte Games.

@ Epic Games Unreal Engine

Unreal Engine

Unreal Engine
Connect with the Unreal Engine community
online

UNREAL
ENGINE

AL®  Unreal Engine

Featured Content

© Novs@zpmer

UNREAL
FEST
LINE

0 The Witch Hat Hollow

Advanced Niagara Effects Unreal Fest Online Weekly Spotlights

Inside Unreal Billie Bust Up

Pucynok 7.1 3anyck gsuka ns Launcher, ncnons3sys kHonky Launch

3[ecb Bbl MOXeTe BblOpaTb OAUH 13 LUMPOKOTO CrekTpa CTapToBbIX WabnoHoB™

(B Apyrux pasfenax nomumo Games copep»atca Apyrue waboHbl, KOTOPble B KHN-
re He paccmaTpumBatoTCa). Kax bl U3 H/X XOPOLLIO HAaMUCaH 1 MOXET CTaTb OTNPaBHON
TOYKOW ANA MHOTUX NPoeKToB. OHU TaK»Ke ABNATCA OT/IMYHBIM 1 MPOCTbIM CNOCO60M
UrpaTb C PasnNYHbIMU UTPOBBIMU PEXMMaMKU 1 CTUASAIMU (OT NepBOro Nuua, noner, 60-
KOBOW cKponnep v Tak ganee) B UE4.

Bbl He 6yueTe MNCnoJsib30BaTb HN O4VH U3 HUX ANA Ballero npoekTa. XOTA OHW ABNA-
OTCA OTSINYHBIMUN OTMPABHbIMW TOYKaMU, BCE€ OHN OPUEHTUPOBAHbI Ha UTPY U BBOOAT
BelKn, KOTOpble BaM NpUAETCA yaanunTb,  gpyrue sewn, KOTopble Bbl JOMKHbI YMETb
HaCTpanBaTb CaMOCTOATENIbHO.

2. BbibepuTe wabnoH Blank. 3ToT wabnoH NpoeKTa He COAePKUT HUKAKOro KOHTEHTA
unm Koga BoobLie — Jpyrumm cIoBaMu, 3TO COBEPLIEHHO YNCTbIV JIUCT.

3 He Bce 13 Hux cobnropatot npmHumnbl npo Player Controller, Tak Kak WwabnoHbl — 3T0 o4eHb Ma-
neHbkue npoekTsl. [1pyn X NCMONb30BaHMM PeKOMEHAYO BbIHECTU NOrMKY 06paboTKN BXOAHbIX
nanHbix B PC. — [Mpum. nep.
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u

Select Template

~
N .

First
Person

Top Down

Virtual
Reality

.

e

Flying

*

Handheld

Unreal Project Brow

= ®
s“ 2
* N

Puzzle Rolling

=

Blank

A clean empty project with no code.

Cancel

PucyHok 7.2 MNaHenb Bboi6opa wabnoHa B Unreal Project Browser nokasbisaeT Bce 4OCTYMHble

WwabnoHbl

3. BbibepuTe Tun npoekTa Blueprint n With StarterContent, uto 106aBWT B NPOEKT He-

CKOMbKO NPOCTbIX FOTOBbIX aCCETOB, OHM MOMOTYT BaMm 6bICTp0 nocTponTb cBon ypo-

BeHb. OcTaslbHble MapameTpbl 0CTaBbTe 6e3 U3MEHEHNI (PUCYHOK 7.3).

4. BblbepuTe MeCTO ANA XpaHeHVA BaLlero NpoeKTa 1 fanTe emy UMA. fl XpaHio CBOU Npo-

€KTbl BHe CBOel NOosb30BaTeNbCKOW Narnku; OAHAKO TONbKO BaM pellaThb, FAe XpaHUTb
npoekKT. MpocTo He 3abyabTe BbIOpaTh ObICTPbIV OKANbHbIN XeCTKUA AUCK unn SSD
C 60nbLUINM KONNYeCTBOM CBOOOAHOIO MecTa (PUCYHOK 7.3).

5. HaxmuTe 3eneHyto kHonky Create Project. [IB/XXOK co3jaeT HOBYIO Nanky 1 CTPyKTy-
py nanok, HeobXxoAMMYIo ANA 3arMycKa Ballero npoekxTa.
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AL Unreal Project Browser

Project Settings

%\ el S uivalent target platform. Don't worry,

hether to create a Blueprint or C++ project can change e Target Hardware section o

Blueprint

W‘ Choose the performance characteristics of your project

0 d
using Content Browser.
Maximum Quality With Starter Content

A}

@
v\ Choose if real-time raytracing should be enabled in the new
project

Raytracing Disabled

ct a location for your proj

E:\Documents\UE4Proj - | Examplel

Folder

Create Project Cancel

Pucynok 7.3 [Nanenb HacTpoek npoekTa B Unreal Project Browser

Mocne co3paHmA Gpannos npoekTa 3anyckaeTca HOBbIN sk3emnnap UE4 Editor (pncyHok 7.4),
0TOGParKaloLMin MMS Ballero HOBOro MPOEKTA.

Examplel

Unreal Editor 4.25.3 - Example1

PucyHok 7.4 [epBas 3arpy3ka HOBOro npoekTa
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lMocne KOPOTKOI NocnefoBaTeNbHOCTY 3arpy3km B Editor nossnsetca ypoBeHb (pUCyHOK 7.5).

|
A
o
s
L)
Y

Pucynok 7.5 OTipbitoii Unreal Engine 4 Editor nokasbiBaeT cTapToBbI ypoBeHb 1 nanky Starter
Content

Korga Bbl BKntoumTte Starter Content, ypoBeHb N0 yMOT4aHUIO BaLLEro NpoeKTa yCTaHOBUTCA
Ha NPOCTYI0 CLIEHY C pa3MelLeHHbIMY NPpUMepamMin acCeETOB.

3aknuyeHme

BaLu HOBbIV MPOEKT FOTOB K paboTe. Bbl y3Hanu, Kak co3fjaTb HOBbIN MPOEKT U3 WabnioHa

1 HAaCTPOUTb NCXOAHYIO palnoByto CTPYKTYpy B nanke Content. IMeHHO Tak Bbl, CKopee
Bcero, GyaeTe HauMHaTb GOMbLIMHCTBO CBOMX HOBbIX MPOEKTOB, TaK YTO 3TO pabounii npo-
LIeCC, C KOTOPbIM CTOWT MO3HAKOMUTBCS.

Pa3nnyuHble wWabnoHbl N03BONAIT Nerko onpoboBaTh FOTOBble HACTPOWKU, U A MPK3bIBato
BaC M3yUYUTb 1X, MOTOMY UTO OHU ABAAIOTCA OTIMYHBIM YUeOHbIM PeCcypcom, a TakxKe OTInY-
HbIM COCO60OM HauaTb PaboTy HaJl KOHKPETHbIM TUMOM NpoeKTa.
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3ANO/IHEHUE MUAPA

lNonyyeHne KOHTeHTa Ha BalleM YpPOBHe ABNA-
€TCA NPOCTbIM M yAO6HbIM ANA XyaoxHuka. UE4
Editor npegnaraet MHOXXeCTBO MHCTPYMEHTOB

N GYHKUUI, KOTOpble MOMOrYT BaM pa3me-

CTUTb, MOMEHATb 1 OpraHN30BaTb BalUW acceTbl

B 3D-npocTpaHcTBe. B 31O rnaBe Bbl bypeTe
MCNosnb30BaTb Y>Ke co3faHHble acceTbl Starter
Content, BKNtoveHHbIe B Ball NPOEKT, UTOObI
NOCTPONTb NPOCTON YPOBEHDb, HA KOTOPOM MOXHO

XOOUTb.
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Cos3paHue n coxpaHeHUe HOBOro NYCTOro ypoBHS

Ha moW B3rnap, HauaTb C HOBOTFO YPOBHA U NMOCTPOUTb YPOBEHb C HYNA — 3TO NYYLUNIA Cro-
cob nonyunTb XKenaemble pesynbTathbl. Llenu Bu3yanusaymm otnmyaoTca ot uenei 60MbLmnH-
CTBa Urp, 1 6ONbLUMHCTBO AOCTYMHbIX WA6IOHOB NPOCTO He NOAXOAAT ANA TUMOB B3aVMO-
LEeNCTBUIA, HEOOXOAMMBIX NMPY CO3JAHUN UHTEPAKTUBHBIX BU3Yyanun3aLuuii.

B meHto File Bbibepute nyHKT New Level v BbibepurTe onumio Empty Level.

CoxpaHuTe CBOI ypOBEHb, BbiOpaB NyHKT Save Current B MeHIo File nnn HaxkaB KHOMKY
Save Current Ha NnaHenn MHCTPyMeHTOB. Korfa noAsnTcA ananorosoe okHo Save Level As
(pucyHok 8.1), HasoBuTe ypoBeHb MyFirstMap 1 HaxxmuTe KHONKY Save, UToObl COXPaHUTb
KapTy Ha AWCK.

Drop files here or right

PucyHok 8.1 [lnanor coxpaHeHus ypoBHSa

Kak BMAHO 13 3TOro nprmMepa, A co3fan narky B KopHe Katanora Content nog Ha3BaHu-

em Example1l. Bol moXeTe co3aaTb HOBYIO NankKy, WeSIKHYB NPaBoii KHOMKOW MbILLM B pa3-
NINYHBIX NIornyeckmx mectax Content Browser nnm ncnonb3sya kHonky Add New B Content
Browser. [ToMHWTe, UTO Bbl MOXKETE 1 AOMKHbI BbINOMHATL BCe GYHKLMMN YnpaBneHna danna-
mun n3 Content Browser.

Ecnn Bbl pgonyctumnn OLUI/I6Ky N HY>KHO NepenmeHOoBaTb KapTy WM Nanky, Bbl MOXeTe BOC-
NMob30BaTbCA KOHTEKCTHbIM MEHI0 Un Bbl6paTb acceT Wwin nanky n Ha)<aTb KnaBuwy F2
Ha KnaBuatype.

Co3paHue KaTasora Ans KOHKPEeTHOro npoekTa B nanke Content — 3To 06blYHaA NPaKTMKa
B UE4, nockonbKy OHa rapaHTMPYeT, UTO BCe COAEPKMMOE, CO3AaHHOE A STOrO MPOeKTa,
6yneT aBTOHOMHO cofiepaTbCA B ero cobCTBEHHOM KaTasnore, B TO BPEMA Kak cofjepKrumoe
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OT TPETbUX INL, USIN APYTUX MPOEKTOB MOXeT ObITb 06beANHEHO B Ball NpoeKT 6e3 onace-
HWIA, 4TO OHW ByAYT KOHGNIMKTOBATb.

[MOMHWTE, UTO YPOBHM U KapTbl — 3TO OAHO Y TO Xe, Y TEPMUHbI UCMOJb3YI0TCA B3anMo3a-
MeHAeMo AnA npeacTasneHuns ¢amnnos UMAP.

PacctaHoBka n mogndukaums accetos

Hanbonee pacnpoctpaHeHHbIi MeTof paccTaHOBKM acceToB 13 Content Browser Ha ypo-
BeHb — NPOCTOe nepeTackmBaHue accetoB n3 Content Browser Bo Viewport (pucyHok 8.2).

A5 . 8. p. ..

Blueprints Build Play Launch

jAddNew~ & Import

© View Options

PucyHok 8.2 [lepeHoc acceta uz Content Browser Ha ypoBeHb

MepemelweHue, MacluTabrpoBaHue U BpalieHne

Mocne pa3melyeHNA akTOPOB Bbl MOXKETe JIErko nepemellatb, MaclwTabrvpoBaTh 1 BpaLlaTb
1X C MOMOLLbIO 3HaKOMbIX Gizmo. Bbl MOXKeTe nerko nepeknoyaTbCa MeXay pexnmamm ne-
pemelleHs, MoBOPOTa 1 MacluTabmpoBaHUA C NOMOLLbIO Npobena Unv 3HaYKoB B BEPXHeN
yactu Viewport.
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3aMeTKa

Bbl Tak»Ke MoX<eTe NCNo/b30BaTb KNaBuLIn W, EuR ANA NEPEKJTIDYEHNA MeXxay
nepemeLleHnem, MaCLLITa6I/|pOBaH|/|eM 1 BpalleHnem Unn HaxkaTb npo6en anAa
LNKITNYECKOro nepexknovYeHna mexay KaxablMm 13 pe>kKmmos.

Mcnonb3sosaHune naHenu Details

Ha naHenu Details oTobpakatoTca Bce CBONCTBA A1A KaXKAOro BblIOpaHHOro akTopa (pucy-
HOK 8.3). 34ecb Bbl MOXeTe HenocpeACTBEHHO 3aaTb CBONCTBA PACcMONIOXKEHUA, MacLUTa-
6a 1 NOBOPOTa ANIA aKTOPOB, a TakKe cneynduryeckme Ana Knacca HaCTPONKK, Takme Kak
Lightmap Resolution, napameTpbl TeHN 1 NepeonpefeneHna Matepuana.

1) Details

) "

4 Add Component ~ o3 Blueprint/Add Script

Search Components
SM_Statue(Instance)

Y Component (Inherited)

0

Search Details

XRET o N4 200 R
by 00° o 4 00
by 1. N Y B

o =

4 Materials

Element 0

\

M_Statue
€ 0

v
» Physics
b Collision

4 Lighting

PucyHok 8.3 [NaHenb Details gns Boi6paHHoro Static Mesh Actor
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Snapping
AcceTbl B Starter Content noctpoeHbl ¢ paamepom mewwa 100 units. o 3Tol NpuynHe BKIO-
yeHue Snap B Viewport n yctaHoBKa ero Ha 100 units ABnAeTca xopolei naeen. Takum o6-

pa3om, Koraa Bbl NepemelllaeTe akTOPOB, OHN NPYBA3bLIBAIOTCA K CETKE eANHNL M3MepeHuna
100 x 100 x 100.

Bbl Tak>ke MoOXeTe yCTaHOBUTbL NpuBA3KY AndA Rotation u Scale B HacTpolikax Viewport ¢ no-
MOLLbIO KHOMOK-MNepeKnoyaTenen, pacnonoXeHHbIX B MPaBOM BEPXHEM YTy KaXK4oro Bu-
AO0BOro 3KpaHa (pucyHok 8.4). Kaxaplii 13 Hix oTobpaXkaeT MHTepBan NPUBA3KKM cnpasa. Bbl
MO>KeTe HaCTPOWTb 3TOT NapameTp, HaxaB Ha UHTepBan.

PucyHok 8.4 Hactpoiiku Snap B Viewport

Oy6énuposaHue

Y Bac ecTb HECKOJIbKO CMOCo608B ﬂ,y6J'IVIpOBaTb AKTOPOB. BbinonHeHne KOnnpoBaHNA-BCTaB-
KW N NCnoJib3oBaHne KOMaH bl ﬂ,y6J'IVIpOBaHVIﬂ B MEHIO Ha I'IpaBbIVI Knuk n Edit — X0po-
Line BapuraHThbl.

fl YacTo ncnonb3yto coyetaHme Knasuw Alt+D ans MrHOBEHHOTO CO3faHNA Konuii Bbl6paH-
Horo obbekTa. YaepxuBariTe Shift, noka Bbl aybnupyete akTopa, 4Tobbl Kamepa cnefosana
3a aKTOPOM MpU ero nepemelleHnm. Bol Takxxe moxeTte npu nomouyn Alt + nepeTawymuts cpa-
3y HECKOJIbKO aKTOPOB. [1715 3TOr0 BaM HY>KHO YXBaTUTbCSA 3a TPaHCHOPMUPYIOLLYIO gizmo
BO Viewport, a He NpocTo B N060M MecTe MoZenu. Bbl TakKe MOXKeTe KNOHMPOBaTb akTo-
POB, NOAOGHBIX STOMY, C MOMOLLbIO BPALLAKLLMXCA 1 MacwTabupyemblx gizmo.

Ho6aeneHue aktopos n3s Content Browser

Content Browser npefijHa3HauyeH 1A pa3MelLeHnA CreHepUPOBaHHOIO UNN MMNOPTPOBaH-
HOro KOHTeHTa Ha YPOBHe, HO Bbl ByfieTe pa3mellaTb B CBOUX MTPOBbIX MMPaX MHOTO BeLlel,
KoTopble HegocTynHbl B Content Browser.

Bbl pa3melaeTe Takme Knacchl, Kak Lights, nepetacknsas nx n3 Class Browser c nomouybto
Place Mode. O6a meTofa cO3Aatl0T HOBbI akTOP YPOBHS, KOTOPbIN CO34aeT 3K3eMNnAp Bbl-
6paHHOro Knacca.

OkHo Place Actors pacrnonoxeHo B 1eBOM BEPXHEM YTy pefjlakTopa Nno ymonyaHuto. Bbl Tak-
e moxeTe oTKpbITb Class Browser, nepeinga B nyHKT Window B BepxHeM MeHI0 1 Bbibpas
Place Actors.
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La 6yneT ceeT

Mpexpae yem Bbl HAYHETE BCEPbe3 PACCTaB/ATb aKTOPOB, HY>KHO HEMHOTIO CBeTa Ha CLieHe.
B otnnume ot Max nnmn Maya, 3aeCb HeT BCTPOEHHOW CLeHbI MO YMOMYaHWIO UV NOACBETKM
Viewport. TpebyeTca co3aatb CMCTEMbI OCBELLEHNA BPYYHYIO.

Ecnu Ha cueHe HeT cBeTa, oHa byaeT ncnonb3osaTtb Unlit pexum npocmoTpa. B 3Tom pexu-
Me NPOCMOTpPa OTObpakaeTcA TONbKO He3aTeHeHHbIN Base Color 06beKkTOB. 3TO pabounin
BapWaHT, HO TaK byzeT TpyaHO paboTaTh B JONFOCPOYHOW NepCrneKTUBE, MOTOMY UYTO Bbl

He MOoXeTe NIerko yBuaeTb ry6uHy, a 06beKTbl, Kak NpaBusio, CIMBAIOTCA APYT C APYroM.

UE4 moeT noxBacTaTbCA OT/IMUHbIM OCBELLeHNEM U TEHAMU B peanbHOM BpemMeHu. Hesa-
BMCMMO OT TOrO, Ucnosnb3yeTe v Bbl Lightmass gna Bbicoko Npon3BogMTeNnbHOCTY, CTaTu-
yeckoe ocselleHne Gl nnn gnHammnyeckme TeHN N CUCTeMbl OCBELLEHUA AN1A NPAMOro ocBe-
LLieHWs, napa K/oYeBbiX akTOPOB OCBELLEHNA HEOOXOANMbI ANA AOCTVXKEHUA HaVYULINX
pe3synbtaTtoB ot UE4.

Sun (conHue)

[na conHua pasaiiTe Bblibepem Directional Light Actor. Yto6b1 o6aBKTb ero, ncnonb3yinTe na-
Henb Place Actor. Haxxmute Ha Lights n nepetawmTe Directional Light Ha cueRy.

YcTaHoBUTE conHue B nonoxeHne Moveable Ha naHenu Details. 1o no3sonaet emy guHamu-
Yyeckn nepemelLaTtb U MEHATb CBOMNCTBA U 3aCTaBSET €ro UCMOosb30BaTb AUHAMUYECKME TEHN.

B 60nblUMHCTBE apXUTEKTYPHBIX BU3yanu3aLmii Bbl UCMONb30Bany 6bl CTaTUYecKoe ocaelle-
Hue c Lightmass, Ho A nepeliay K 3ToN Teme B cnegytolem pasgene. A noka cocpefoToub-
Tecb Ha rnaBHOM. [lnHammuyeckoe ocBeLeHNe npeaaraeT ObICTPbIA, NPOCTON B peAakTMpo-
BaHUM cnocob WYSIWYG skcnepumeHTUpoBaTb U yunTbca 6e3 cnoxHocTel Lightmass.

ATtMocdepHbI TyMaH

UE4 BkntouaeT B ce6s1 mogenmpoBaHue atTmochepHOro TymaHa, i mateMaTuyecKuia
cnoco6 3aTeHeHNsa Heba 1 0CnabneHns Y TOHMPOBAHUS CBETA Ha GOMbLUNX PACCTOAHUAX.
370 cpoaHn 3 PEKTY BENMUNA NyPNYPHBIX FOP, €C/IM CMOTPETb Ha HUX C PacCTOAHMSA He-
CKONbKMX MUJTb, KOFAia CBET paccenBaeTca B aTMochepe.

Bbl pa3mewjaete Atmospheric Fog Actor, kak Directional Light, ucnonb3sys Place Mode.

Kak Tonbko Bbl nomelyaeTe Fog Actor Ha cLieHy, cpa3y e NoABAeTCA OCHOBHOE Hebo 1 ro-
PU3OHT, 1 €C/vi Bbl CMOTPHUTE B NPaBWbHOM HanpaBieHUN, TO Bbl yBUAMTE CONMHEUHbIN ANCK
(pucyHok 8.7, panee B 3TOM rnaBe).

MpAMo ceifyac Bbl 3aMETUTE, YTO COSTHLIE HAXOAMTCA B HEMPABUIIbHOM MeCTe, 1 Hebo BbIrNA-
AWT TaK, Kak OyATO CONMHLEe caguTca. Bol MoXeTe 1Mbo HaCTPOUTL NMOMTOXKEHME COMHLA U LiBe-
Ta Heba BpyyHyio, Nn60 HasHauuTb Directional Sun Light gna onpepeneHnsa stux napame-
TPOB, YTO AaCT BaM Xopollee JuHamuyeckoe Hebo.
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YctaHoeka ConHua B atMocdepe

Bbl omKHBI BPYUHYt0 onpeaennTb, Kakol Directional Light Actor ucnonb3yetca ans onpe-
JeneHus uBeToB Heba. CenaTb 3To MOXHO B cBolicTBax Directional Light Actor ¢ dpnakkom
Atmosphere Sun Light (pucyHok 8.5).

3TOT Gpnaxxok HEMHOIO CKPbIT B pacLUMPeHHbIX cBoCcTBax Light Actor. YTo6bl OTKpbITH ero,
BblOepUTE MaNeHbKYIO CTPENIKY BHU3 B CBOWCTBAX CBeTa Ha naHenw Details (pucyHok 8.5).
Bbl TakXKe MoXeTe UCMonb30BaTb CTPOKY MoucKa Ha naHenu Details gna 6bicTpoin punbTpa-
LM CNcKa CBOMCTB (PUCYHOK 8.6).

. ®

4 Add Component - o3 Blueprint/Add Script

Search Components
. DirectionalLight(Instance)

¥ DirectionalLightComponent (Inherited)

e -, ] > -

p Transform

PucyHok 8.5 [etanu Directional Light c oTo6pajaeMbiMu paclMpeHHbIMU CBOMCTBaMM
n Atmosphere Sun Light, yctaHoBneHHbIM Ha true
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jonalLight [

4+ Add Component - ©F Blueprint/Add Script

Search Components
|- DirectionalLight(Instance)

<% DirectionalLightComponent (Inherited)

PucyHok 8.6 OtdunbrpoaHHbie HacTporku Directional Light

Sky Light
Sky Light Actor — 310 TpeTuii 1 nocnefHMn akTop, KOTOPOro Bam HY»HO J06aBUTb. OTOT

aKTop 3axBaTbiBaeT HDR-Ky6uuecKyto KapTy CLeHbl U1 UCMOSIb3YeT OnpefeneHHYo Tek-
cTypy HDR-Kybunueckom KapTbl AN OCBELLeHNA CLEHbI.

Mocne fobaBneHVs 3TOro akTopa yCTaHOBUTE AJ1A MapameTpa «<MOBUIIbHOCTb» 3HAUeHne
Moveable. Bawun 3aTeHeHHble 061acTN AOKHbI ObITb 3aMO/THEHbI CUHKM LIBETOM C Heba.
Ecnu oH cnvwkom sapkuin, ymeHbunte Intensity B SkyLight.

Balua cueHa AomKHa BbIrNALETb HEMHOTO GOee NMOXOXel Ha TO, UTO NOKa3aHo Ha pu-
cyHke 8.7. Directional Light, Sky Light n Atmospheric Fog Actors — Kax<abli1 ycTaHOBNIEH
Ha Moveable, uTo6bl UCNONBb30BaTb NPOU3BOACTBEHHbIN NPOLECC AVHAMUYECKOTO OCBe-
weHus. Maket Editor HacTpoeH Taknum 06pa3om, UToObl obecneunTs 6osbLuoin Viewport
1 6obLLe MecTa /1A N3MeHeHUs CBOWICTB.

PucyHok 8.7 OcHoBHoe ocseleHue cueHbl ¢ Directional Light, Sky Light n Atmospheric Fog Actors
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MepeMeweHune no cueHe

Tenepb, Korga Ha CleHe YTO-TO €CTb, Bbl, BEPOATHO, 3aXOTUTE HEMHOIO NepemMecTUTbCA
N NOBEPHYTb Kamepy, yTOObI OCMOTpPETbCA.

UE4 nmeeT OTIMYHY0 KOMOVHaLMIO METOAOB HaBMraumm no Viewport, nonyyeHHbIX Kak
13 Urp, Tak 1 13 npunoxkenun 3D-gusanHa.

Game Style

Camblin pacnpocTpaHEeHHbIN CNOCO6 NepemelLeHMA MO CLEHE — 3TO UCMNOJIb30BaHME UTPo-
BOW HaBUTaLMIOHHOW CUCTEMDbI.

Yaep»KnBas HaxaTom Npasyto KHOMKY Mblln Ha Viewport, MOXHO BKtounTb Game
Navigation Mode. MNMepeTackrBaHVe MbiLwK BOKPYT (MPY 3TOM yaepnBas NpaByto KHOMKY
MbiLK) BpaLyaeT Bawwy Kamepy. Haxatne W Ha KnaBnaType nepemecTuT Bac Bnepeg, a S —
Ha3apg; HaxaTne A n D nepemecTuT Bac BfIeBO 1 BMPaBO COOTBETCTBEHHO.

Bbl Take MoxeTe ABUratbca BBEPX 1 BHUA3 C NOMOLLbIO KJlaBULL EnQ.

Ona HaCTpOIZKVI CKOPOCTU ABUXKEHUA Bbl MOXKETE NCMOJIb30BaTb KOMECO MbILLUN, YTOObI YCKO-
PUTb N 3aMeaNTb, Kak 6bICTpO Bbl nepemeljaetTecb No YPOBHIO.

Object Focused

Bbl TakxKe MoxeTe choKycnpoBaTb Kamepy Ha lobom akTope (Unv rpynne BbiGpaHHbIX aK-
TOPOB) C MOMOLLbt0 coveTaHuA Knasuw F. 3Ta Knasuwa LeHTpUpyeT 1 NpubnmxaeT Kamepy
K BblOpaHHbIM 06bekTaM. Korga 3To Npor3oifeT, Bbl MOXeTe BpallaTbCs BOKPYT BblOpaH-
HbIX aKTOPOB, yAEPXKMBas HaxkaTol Knasuiwy Alt 1 nepeTackrBas ee IeBOV KHOMKOW MbILLW.

Bua opbuTbl OTIMYHO NOAXOANT A5t OCMOTPa 06beKTOB B 3D-pexnme.

Bbl MOXeTe nerko yBenmumBaTh U yMeHblUaTb MacluTab cpOKyCrpOBaHHbIX aKTOPOB, UC-
nonb3yA Koneco NPOKPYTKMN Ha BaLlel MbIlwK (Ha 3TOT pa3 6e3 yaepaHuA NpaBom KHOMKN
MbILLN).

Co3paHue apxuTeKTypbl

Wcnonb3ys pa3nuyuHble Static Meshes B nanke Architecture B Starter Content, gaBaite no-
CTPOUM NPOCTYI0 KBAPTUPY WU JOM.

Ecnny Bac ectb Snapping, yctaHoBuTe nHTepsan B 100 units. 3To genaeTt Kaxabll MmeLl
B 3TOW Nanke NpuBA3aHHbIM K CLieHe Kak CTpouTeNbHble O/10KN.

Bam noHapgo6uTcA non, CTeHbl 1 BCe OCTaNbHOE, YTO Bbl npuaymaeTe; nopecenmntecb.
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Y6enuTech, UTo eCTb ABEPb, KOTOPasi COeANHAET pa3Hble KOMHaTbI, YTOObI MOXXHO ObINIO
nporynAaTbcA. Kaxaaa yactb nona coctannet 400 x 400 cm, NO3TOMY KaxKaana KOMHaTa Aon-
»KHa ObITb HEe MeHee 2 X 2.

Ha pucyHke 8.8 nokasaHo, UTo A NprAayMan Nocsie Toro, Kak HEMHOro NoBecennncs, cobum-
pas Ky4dy 6510K0B. 1 monbITanca caenatb YTO-TO, UTO YAEPXKUT UTPOKa B He6OoNbLION 06-
NacTn, Ho ByfeT AOCTAaTOYHO OTKPBITBIM ANA U3yyeHUsA. /Icnonb3yoTca TONbKO cTaTuve-
CKMe mMelwu cTeH 1 nona u3s Starter Content, npusasaHHoro K cetke 100 X 100. A BbicTaBWA
Orthographic Viewports, ncnonbsys kHonky Maximize/Minimize B npaBomM BepxHeM yriy
kaxkgoro Viewport. fl Takxe HaCcTpown BTOPOWN NepCneKTUBHbIN B, MO3BONAOLWNA MHE BU-
JeTb CLeHy 13 HecKkonbknx 3D-Bngos.

Balua 061acTb, KOHEUYHO, HEe JOKHA ObITb TAKOW CIIOXKHOW UM MOXET 6bITb ropasao 6onee
CJIOXHOW — 3aBUCUT OT Bac. OfHaKo y6eanTech, UTo Y BaC eCTb NoJl, YTOObl UTPOK MOT CTO-
ATb HAa HEM, U HEKOTOPbIE CTEHbI, YTOObI OHU HE MOTJIN YT B MYCTOTY.

PucyHok 8.8 [Jom nnasaeT B 6eCKoHeYHOM NycToTe
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Lo6aBneHne petanen K CTpyKType

Tenepb, Korga y Bac eCTb CTPYKTYpa, AaBaliTe pacCMOTPMM HeKOoTopble AeTanu. Pasme-
CTUM HecKonbKo Static Mesh Actors n3 Content Browser, a 3atem o6asum Spot Light Actors
C NpodrNsSMM OCBELLEHMA N PA3IMYHBIMY LiBETaMU, YTOObI 3aeNCTBOBaTb 3abaBHble CBETO-
Bble 3 dEeKTbI.

Placing Props

Props (pekBu3ut) — 310 Static Mesh Actors Ha cLieHe, KOTOpble COCTABNAT AeKopaLun
N [pyrue HeapxmTeKTypHble 3nemeHTbl. Sample Content nocTaBnAeTCA C XOPOLIMM BbI6O-
pom mellen ANA Urpbl.

Kak v ppyrvie mewun, npocto nepetawute ux n3 Content Browser, 4tobbl pasmecTuTb Ha Ba-
wem yposHe. CKOMUPYTe 1 BCTaBbTe, a 3aTeM NepemMecTuTe U MacliTabupyiTe no BKycy.

Bbl Takxe moxeTe Pa3smMecTuTb MaTepmnanbl N CUCTEMbI HaCTUL, Ha CBOEM YPOBHE. CXO,E[I/ITE
CyMa, OepXXnte ero MMHMMallbHbIM — Ha Ball BKYC. Bce, uto AGPICTBI/ITEHbHO HYXHO, — 3TO
Mo N HECKOJIbKO CTEH; OCTa/ibHOE 3aBUCUT OT Ballero BOO6pa)KeHI/IF|.

PucyHok 8.9 Mos cueHa nocne HECKOMbKUX MUHYT pasMelLeHuns Mewen
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BoT uTO A Nprayman eule Yepes HECKONbKO MUHYT NepeTackMBaHuWsA, KONMPOBaHUA, BCTaB-
KW, NPVBA3KM MOBEPXHOCTUN U KNIOHUPOBaHKA (pUCyHOK 8.9). fl NoTpaTun HekoTopoe Bpe-
M5 Ha TO, UTOObI CienaTh CBOW NaByyYmii JOM JOMOM, MOMECTVB Pa3fINYHbIA PEKBU3NT

u3 Content Browser, a Takxxe gyonupys n MmaHunynupys mewwamu. KamHu nomoratot Bu3y-

aflbHO 3aKPEenuUTb KOHCTPYKLMIO.

Camoe Bpems nonpo6oBaTh pasnnyHble BapuaHTbl MPUBA3KW. 1 NPK3bIBalo BaC U3yUnTb
BO3MOXHOCTb Surface Snapping, uTo6bl MTOMOUYb BaM Pa3MeCcTUTb aKTOPOB HEMOCPEACTBEH-

HO Ha Apyrux akTopax.

Pa3Meu.|.eHMe cBeTa

Kak un B cnyuae c Directional Sun Light n Sky Light Actors, ncnonb3yiite Class Browser gns
[o6aB/ieHns CBETA Ha CLIEHY.

Mpw HaxkaTum Ha BKknagky Lights B Class Browser oTob6paaeTcs CnMcok AOCTYMHbIX Kiac-
coB light (pucyHok 8.10). MpocTo nepeTalluTe HYHbIN KNacc NCTOYHMKa cBeTa Ha Viewport,
uTo6bI MOMecTUTh Light Actor Ha cBOI ypoBeHb.

Riz Place Actors

Search Classes

Recently Placed . B
Directional Light

Point Light

ar
; L
Basic _—

| Lights

Cinematic
Spot Light
Visual Effects —

Geometry . Rect Light

Volumes

£ Sky Light

All Classes

PucyHok 8.10 Light Classes 13 Placement Actors

Kak 1 B cnyuae co Static Mesh Actors, Bbl MOXeTe BpaliaTb 1 nepemellaTb ICTOYHUKN CBe-
Ta c nomolbto Gizmo nnm anemMeHToB ynpasneHusa TpaHchopmaumein Ha naHenu Details.
Bbl MOXeTe KonupoBaTb, BCTaBNATb 1 y6IMpoBaTh TaKM e 06pa3om.
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CeoiicTBa cBeTa

MoTpaTbTe BpemaA Ha n3yyeHne cBoincTs Light Actor Ha naHenu Details. OHo npepnaraet Ba-
pUaHTbl APKOCTY, TEHU 1 LiBeTa. MHOrMe 13 3TUX BapMaHTOB ABMAIOTCA YNCTO BU3YalbHbIMY,
B TO BPeMA Kak MHOIMe 13 HUX TeCHO CBA3aHbl C MPON3BOANTENIbHOCTbIO.

.u,VlHaMVI‘-IeCKoe ocBelweHune n Nnpon3BoanUTENIbHOCTb

MocKonbKy Bbl UCMOMb3yeTe AUHAMUYECKOE OCBELLEHNE, BybTE OCTOPOXKHbI C KOIMUECTBOM
NCTOYHUKOB cBeTa. XoTa deferred renderer UE4 no3BoniseT Cnonb3oBaThb ropasao 6osb-
e AMHAMNYECKUX NCTOYHUKOB CBETA, YEM METO/Ibl PEHAEPVIHIA NPEAbIAYLLETrO NOKONEHNS,
OHU ABMAIOTCA OPOroCTOALMMY 3P PeKTamu, 0CO6EHHO Koraa peyb 3aXOAUT O 3aTEHEHWN.

Tenun

ﬂ,VIHaMVI‘-IeCKVIe TeHN ﬂ,O6aBJ’IﬂIOT MHOro HaknagHbIX pacxofoB Ha PeHAEPWUHT, N Bbl JOJTXHDbI
MCMOMb30BaTb X 3KOHOMHO. 3aTeHEeHHbIe TOYeYHbIe UCTOUYHUKW CBETA ABMATCA CaMbiM no-
pornm BMaom ceeta anAa B|/|3yanm3au|/|V| 1 OONXKHbI NCMNOJIb30BaTbCA HaV|6onee SKOHOMHO.

Papuyc 3aTyxaHus

Bbl TakKe MOXeTe yMeHbLWNTb paanyc 3aTyxaHusa (Attenuation Radius) orHen HacTtonbKo,
HaCKOJIbKO 3TO BO3MOMHO, UTOObI MOBbLICUTb MPON3BOAUTENIbHOCTb. AKTOPbI BHE pamny-
ca He OyflyT 3aTPOHYTbl CBETOM, 1 OCBELLEeHNE 1 TEHWN OT 3TOr0 UCTOYHMKA CBeTa He byayT
BbIUNCNATLCA.

Do6asnenue npodpunen IES

UE4 nogpepxusaet 2D-npodunu IES ans TOU€UHbIX 1 MPOXKEKTOPHbIX MCTOYHMKOB CBETA.
Mpodunu IES MoaynupyioT ApKOCTb CBETA C MOMOLLbIO TEKCTYPbl, CFeHEPUPOBAHHON 13 M-
nopTupoBaHHoro ¢aina IES. UE4 noctaBnsieTcs ¢ Heckonbkumu npodunamu IES, unu Bbl
MO>KeTe MMMoPTMPOBaTh cobCTBeHHbIN B Content Browser, Kak 1 B ciyyae ¢ niobbim Apyrum
TUMOM KOHTEHTa.

BoT mosA cueHa nocne pasmelleHna HeCKONbKUX MCTOYHUKOB cBeTa (prncyHoK 8.11). fl Takxke
L06aBun HekoTopble Npodunm IES K ToueUHbIM NCTOYHUKAM CBETa, YTOObI CieNnaThb NX He-
MHOro 6onee nHTepecHbIMU. Bbl MoXeTe HalnTy ceoncTo IES Ha naHenu Details, korga Ha-
cTpanBaeTe Light Actor Ha cBoem ypoBHe.
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Pucyrok 8.11 ®unanbHas cueHa B Editor co Bcemu ueTbipbma Viewports, HaCTpoeHHbIMU

Ha NnepcrneKkTuBy, YTO MO3BOJIAeT BUAETb YpOBEHb BO BpeMs pa60TbI B HECKOJIbKUX NPpOEeKLMAX

3aksiroueHue

Bbl BMAenu, Kak Nerko 3anofiHnTb yPOBHU acceTaMu. ICTOUHMKI CBeTa, MaTepualibl U akTo-
POB MOXHO NnepeTacknBaTb 1 yAanATb, KONMPOBaTb 1 NepemMellaTb, NOBOpaYMBaTh 1 Mac-
WTabnpoBaTh TaK e Nerko, Kak B Halem Jilobumom 3D-npunoxeHun. MocTpoeHrie ypos-
Hel B UE4 — 3T0 Beceno v MHTepakTUBHO, U NOYYUTb OTIMYHYIO HACTPONKY OCBELLeHNA
oueHb fierko ¢ nomoubto Atmospheric Fog n Skylight.

MIMeTb NoMHbI KOHTPOSb HaZl BUPTYasnbHbIM MPOCTPAHCTBOM U CO3[aBaTh UTO-TO 6e3
KaKnX-Inbo peanbHbIX OrpaHnyeHni, Kpome NpoCTbIX TPe6OBAHUI CTEH 1 MOJA, — 3TO
Beceno.

Al BKNloumn 3Ty cueHy B matepuansl Ha www.TomShannon3d.com/UnrealForViz gna Bac,
4TOObI Bbl MO/ OTKPbITb €8 CaMOCTOATESIbHO U UrpaTh.
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CO3AOAHUE
MHTEPAKTUBHOCTW
C BLUEPRINTS

Bbl co3ganu cBo nepBbii NPOEKT, HANONHWUAN
MUP N YCTAHOBWIN HEKOTOPbIE NCTOYHUKM CBETa
N PEKBU3UT, YTOObI OH BbIrNAAen Kpacuso. 3To
XOpOoLUO, HO YTO6bI cAenaTb NPOEKT IKCTpaop-
ANHAPHbIM, HY>KHO f,06aBUTb eMy NHTEPAKTUB-
HocTU. B 3TOM rnaBe Bbl y3HaeTe, Kak co3aaTtb
nepBble Knaccbl Blueprints, HacTpouTb NnepBbii
Game Mode 1 3acTaBUTb UrpoKa NepemeLyaTbCcA

no Mmmpy € nomoubo CNCTeéMbl BBOAa.



162 FMABA9 CO3OAHUME MHTEPAKTMBHOCTUM C BLUEPRINTS

HacTtpoiika npoekTa

TpeboBaHWA NPOEKTa BKIIIOYAIOT B OT MEPBOro N1La U ABUXKeHue B cTune xoaboebl. K cya-
CTbl0o, CO3aHMNe NepCoHaxa OT NepBOro NMLUa U ABMXKEHUA MO TUMNY X04b6bl — 3TO TO, UTO
Unreal Engine moxeT caenatb AefcTBUTENIbHO XOPOLLO.

CHauana Bbl co3fiaaute nasH, Blueprint Class, KoTopblii NonyyaeT BXOfHble JaHHble, 06paba-
TbiBaemMble Knaccom Player Controller, KoTopbiii Bbl HayunTechb fenatb no3xe. HakoHel, Bbl
co3fagunTe nosib3oBaTeNbCKuii Knacc Game Mode, utobbl onNpeaennTb 3TH KNaccbl Kak 3Ha-
YeHVA Mo YMOJTYAHWIO [iN1s Ballero npoekTa.

C 3TUMM 06bEKTaMM Bbl CMOXKETE fIerko pasmecTutsb Player Start Actor, uto6bl onpeaenuThb,
rae Baw Urpok GyAeT CMaBHUTLCA, KOT4a OH 3arpy3ut 3ToT YpOoBeHb.

B KOHLIe rnaBbl Ball NaBH CMOXET NAaBHO XOAUTb NO YPOBHIO, nccnenya Bce BOKpyr
M O31paAchb.

Mpouecc HacTpolku aAnsa cozgaHus Game Mode, B komnnekTe ¢ Player Controller, oto6pa-
MeHreM BXOAHbBIX JaHHbIX 1 MaBHOM, JOBOJIbHO AINTENIbHBIN, HO B KOHL|E KOHLI0B Bbl MON-
meTe, Kak UE4 o6pabaTbiBaeT BXOHble AaHHbIE U Kak OH OXMAAeT OT Bac nepemelleHuns
CBOUX UTPOKOB. Bbl TaK»Ke cMOXeTe NepeHecT 3TOT KOHTEHT B HOBbI MPOEKT, YTO NMO3BO-
JINT BaM pa3BuBaTb CBO PaboTy Mo mepe fo6aBeHrA BO3MOXKHOCTEN K BallyiM COOCTBEH-
HbIM MHTEPaKTUBHbIM BU3yanu3aLlusm.

Ha)xatue kHonku Play

Bbl, BepoATHO, y>ke Haxkanu kKHonky Play B Editor no atoro momeHTa. Bce B nopAnke, TpyaHo
3TOro He fgenatb. B 3ToM BcA npuunHa cywectsoBaHma UE4: 3anyctutbes!

HaxaTune kHonkm Play B Editor 3anyckaeT Bally Urpy B cneLuanbHOM peXknMe Nog Ha3BaHvem
Play in Editor (PIE), KOTOpbI NCMONb3YET yKe 3arpy»KeHHble acceTbl, YTOObI MTHOBEHHO 3ary-
CTUTb MMP U 3aCTaBKTb BaC UrpaTb Kak MOXHO GbicTpee. 3To GaHTacTUYeCKmnii cnocob npote-
CTMPOBATb Ballle MPUNoxeHne 6e3 Heo6XOANUMOCTY KaXKAbll Pa3 3arpy»kaTb ero ¢ Hyns.

Pe>xuMbi urpbi

Bbl moxeTe BbibpaTth Option cnpasa oT KHonKK Play, 4To6bl OTKPbITb HEKOTOPbIE JOMOMHN-
TesbHble PYHKLMU — pexkmmbl urpbl (Play Mode; pucyHok 9.1).

Pexxnum no ymonuaHuio — 3anyck urpbl Ha Selected Viewport. Bbl Takke MoXkeTe 3anycTuTb
ero B New Editor Window. 310 nonesHo, ecnv Baw Viewport CKpbIT K Bbl XOTUTE NpoTe-
CTUPOBATb €ro B ONnpeAeseHHOM pa3peLleHny U COOTHOLIEHUN CTOPOH.

Bbibop Standalone Game 3anyckaeT cbipyto c60pKy Ballel Urpbl U3 KOMaHAHON CTPO-
KW. 3TO 3aHMMaeT bonbLue BpeMeHW AnA 3anycka, yem PIE (koTopbiih paboTaeT noutu
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MFHOBEHHO), HO jaeT 6onee ToUHoe npencTtaBjieHne O TOM, KaKk Balle (bVIHaJ'IbHOG npunoxe-
Hune 6y[J,eT BecTu ceba BHe penakTopa.

v P> Sselected Viewport
P>/ Mobile Preview ES3.1 (PIE)
New Editor Window (PIE)

Standalone Game

2
p

Bt Simulate

Current Camera Location

8 ® & Default Player Start

Multiplayer Options

Number of Players
[NEQEGLLY Play Offline v

Advanced Settings..

PucyHok 9.1 MNapametpsi PIE

Simulate — 370 VHTepecHbIN peXxum, KOTOPbI 3aMycKaeT Urpy, HO He MOPOXKAAET TUNKY-
Hbi1 Player Controller n naBH, ocTaBnsis Bam cBO60AY MCCNEAOBaTb YPOBEHb, MOCKONbKY OH
paboTaeT 6€3 orpaHNYEHNIA, HANIOXKEHHbIX Ha OObIYHbIE MaBHbI.

Mocne BbIbOpa 0AHOrO 13 3TUX NapaMeTPOB KHorKa Play n3meHnTca B cOoTBETCTBUY C MO-
CnefiHM BbIGpPaHHbIM PEXKUMOM.

Ecnu Bbl XOTUTE N3MeHWTb pa3peLleHns 1 apyrue napameTpbl 3anycka, Bblbepute Advanced
Settings. MNocne 3Toro oTkpoeTca Ananorosoe okHo Editor Settings, B KOTOpom Bbl cMOXe-

T€ NUBMEHNTDb NX.

Default GameMode

HakaTne KHonku Play Ha ypoBHe B 3TOT MOMeHT cnaBHUT PC No ymonyaHuio 1 nasH, 1 no-
3BOJIAET BaM J1eTaTb MO YPOBHIO, MCMOJb3yA NleTaloLero nepcoHa)a c NrpoBbIM ynpasfieHU-
eM. 910 GameMode no ymonuanuio B UE4.

GameMode — 370 Knacc, KoTopblli onpepaenseT, kakol Player Controller, Pawn n gpyrue
Knaccbl 6yayT NCMONIb30BaTbCA NPW 3aMycKe Urpbl.

O6paTtuTe BHUMAHME, UTO B 3TOM PEXIMME Bbl ABMISIETECH MOJIHOLEHHBIM UTPOKOM C peaKLusi-
MM Ha CTONIKHOBeHWA 1 pu3uky, B otanume Viewpoint B Editor, rae Bbl paccmatpurBaetech Kak
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npu3pak. OfHaKO Bbl TaK>Ke MOXETe JIeTaTb 1 ABUraTbCA OUYeHb 6bICTPO. DTO HE COBCEM NOA-
xoAAWmn cnocob Ana NccnefoBaHNA CO6CTBEHHOMO MUpa.

Bbl JomKHbI co38aTh cO6CTBEeHHbIV Pawn, PC 1 GameMode, a 3aTeM Ha3HaunTb VX CBOEMY
npoekTy. Mocne 3Toro Bbl CMOXeTe 060MTN CBOW YPOBEHD TaK, Kak onpefeneHo B 06nactu
npoekTa.

CospaHue Pawn

Knacc, koTopblii npeAcTaBnseT Balle Gpr3nyeckoe NpuUcyTCTre B Mrpe, — 3To Pawn. Pawn
ynpasnseT ¢pr3nKOIN, CTONKHOBEHNEM 11 B3aUMOAENCTBYEM C MUPOM U SPYTMMMN YYaCTHUKA-
MW YPOBHS.

Pawn — 370 Blueprint-knaccol. OHU cofeprkaT KOMMOHEHTbI, nepemeHHble 1 Event Graph.
YTo6bl CO3aaTb ero, BbINOMHUTE Criefytolne AeNCTBUA.

1. Bbibepute Add New B Content Browser 1 Blueprint Class (pricyHok 9.2).

within Unreal Editor without ever needing to wrte a ine of co
hoid (Ct +

4 Precomputed Visibilty

prec

4 Game Mode

Lightmas

New>' &import [ SaveAll ¢ 5 |f% Content » Examplel » Blueprints Y

4Physics

4 Broadpha

Pucynok 9.2 CoszpaHue HoBoro acceTa Blueprint B Content Browser

2. Bbibepute kHonKy Character B oTkpbiBlUEeMcA ananorosom okHe Pick Parent Class.
Knacc Character — 370 ynyulueHHbIN KNacc NaBHa, KOTOPbIA paboTaeT Ans WwWrpo-
KOro CMeKTpa NpuoXKeHuin NepcoHaer oT NepBOro 1 TPEeTbEro nua, No3Tomy OH
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npeanbHO NMOAXOANT A1A HYXKJ 3TOro NPOEeKTa U SKOHOMUT MHOTO YCUINIA C BaLLEen
CTOPOHBI. (HeT Hukakol Heo6xo0uMocmu NOCTOAHHO 1306peTaTh Beflocunes))

3. Hasosurte cBoii acceT. fl BbI6pan BP_Interior_Pawn, cnegys obLwenprHATbIM cornalue-
HVAM 06 nmeHoBaHuy UE4 (pucyHok 9.3).

B AddNew~ L impot [ SaveAll « - | % Content » Examplel » Blueprints

OIEMREZICER <aich Blucprints

arterContent Q

" %
Architecture

i Audio BP_Inerior_Pawn

. Textures
1item (1 ed) © View Options ~

Pucynok 9.3 CozpaHHbiit v HazBaHHbIN BP_Interior_Pawn Blueprint Asset 8 Content Browser

4. [Baxkpbl WeNKHMTE No acceTy, YTobbl OTKPbITh Blueprint Editor.

5. BbibepuTte KomnoHeHT BP_Interior_Pawn u3 cnucka Components 1 ybeautecn, 4to
Ha toolbar BbibpaHa kHonKa Class Defaults (pucyHok 9.4).

assconporercs| =z V3 - f - @ - L o
‘

PucyHok 9.4 3HauyeHus no yMonuaHuio knacca Pawn, otobpaxaembie B Blueprint Editor
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HacTponka View Height urpoka

YTo6bl yCTAaHOBMTH TOUKY 3PEHIS UTPOKA Ha Pa3yMHYIO BbICOTY, BaM HY»HO HacTpouTb Base
Eye Height BmecTe c Half Height y Capsule Component.

YpoBeHb rnas urpoka yctaHaBnmBaeTcs nytem gobasneHus ceoictsa Base Eye Height
co corictBom Half-height y Capsule Component. Bam Hy>HO HaCTpOUTb 3T NapameTpbl
KaK Ans AOCTVIXKEHWNA HYHO BbICOTbI, TaK U AN1A CTOJIKHOBEHNA UFPOKa.

Perynupoeanue Capsule Component

Pawn ncnonb3ayet Capsule Collision Component gna nmutaymm Tena urpoka B mupe. Bol mo-
xete yBugetb Capsule Component Ha Bknagke Viewport 1 B cnncke KOMNOHEHTOB (pucy-
HOK 9.5 anee B 3TOW rnase).

BbibepuTte Capsule Component 13 cnvcka KOMMOHEHTOB, YTOGbI NONYYNTb AOCTYN K ABYM
ero nepemeHHbIM: Radius 1 Half-height. Kak cnenyet n3 Ha3BaHus, nonyBbicoTa npefcTas-
nAeT coboll paccTosiHMe oT nona fo cepegmHbl Capsule Collision Component. 3To 3HaueHne
no ymonuaHuto coctasnsaet 88 cm, nnm 176 cm (okono 5'9”) ot nona fo Bepxa Kancynbl. 3T0
HV3KO ANA 6ONbLUMHCTBA NOLEN, HO Jlyylle OWMOUTHCA HEMHOTO, YeM MO3BOJIUTb FOSloBe
UrpoKa 3aLenunTbCs 3a ABEPHbIE NPOeMbl U CBETUIIbHUKN. Bbl MOXeTe CoXpaHWTb 3TO 3Have-
HMe MO YMOYaHuIo.

HacTtpotika Base Eye Height
UE4 BbluncnseT BbICOTY B3rnafa nepcoHaxa, fobasnas ceorctso Half-Height Capsule
Component K Base Eye Height, uTo6bl NONyunTh OKOHYATENbHYIO BbICOTY.

3HauyeHie 6a30BOI BbICOTbI B3rNAAa MO YyMONYaHio 64 faeT BbICOTY Bcero 152 ¢m, UTo Ka-
XKeTCA CINWKOM HU3KMUM AnA 6onblirHCcTBa Nofeir. CpeaHAA BbICOTA F1a3 Yy MY»KUMH COCTaB-
naeT okosio 175 cm, a y »keHwmnH — okoso 160 cm. Llenb Ha 168 gaeT novyBCTBOBATb PasHuU-
Ly, octaBnss ee B 80 cm Base Eye Height.

Yro0bbl BepHYTbCA K cBOMCTBAM Kilacca Character no ymonyaHuio, WesKHUTe Ha KOPHeBOW KOM-
noHeHT (BP_Interior_Pawn) B cnuncke KOMNoHeHTOB 1 ycTaHoBUTe Base Eye Height pasHoii 80.

UcnonbsosaHue Controller Rotation Yaw

CﬂeﬂleU.laﬂ HaCTpOIZKa B Knacce HyXHa, l'ITO6I:aI 3HAaTb O TOM, KaK 6yneT onpenenAaTbcAa no-
BOPOT B3rnAfda Urpoka. Yaw — 310 BpalleHne NUrpoka no ocn Z, KOHTponupyuwee, Kak oH
noBOpayvnMBaeTCA BNeEBO U BMpaso.

XoTA Bbl OCTaBMTE 3TO 3HaYEHME MO YMONYaHMIO, BaXKHO 3HaTb, YTO 34€Cb MPOUCXOANT.
Movement component He ynpaBnsaeT BpalieHnem; 31o fenaeT Player Controller. Kpome
TOro, MOCKONbKY Bbl HE XOTUTE, YTOObI BCA Kancyna Kayanacb BBEPX W BHW3, KOTAa Bbl CMO-
TpUTe BBEPX 1 BHU3, Bbl KCMOMb3yeTe ToNbKo Yaw (BpalyeHue no ocu Z), octasnas Pitch gna
NPYIMEHEHVA K Kamepe, KOTopas ABNAETCA POAUTENbCKIUM NMaBHOM.
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Hanuune fByx KOMMOHEHTOB, He3aBUCMMO 06pabaTbiBatoLux pitch 1 yaw, no3sonsaeT nsbe-
XaTb MHTePaKTUBHOM Npobnembl Kamepbl, 06bIUHO 13BecTHON Kak Gimbal Lock, koraa Ka-
Mepa He NoALePKMBAET FOPU3OHTANbHYIO CTabWbHOCTb NPY BPALLEHUN.

BkntoueHme Controller Rotation Yaw aBTomaTnyeckn cooTHocuT yaw o6bekTa Pawn
¢ Control Rotation Parameter y Player Controller.

HacTtpoiika Movement Speed

KomnoHeHT CharacterMovement oTBevaeT 3a nepemeLleHne nepcoHaka no cLeHe

1 yrpaBfieHne COCTOAHNAMM ABUXKEHNA. 34eCb e Bbl HaAeTe HaCTPOWMKM MO YMONYaHMIO,
OTHOCALYMECA K ABUKEHMIO NMEPCOHAXa, TaKME KaK CKOPOCTb XOAb0bl, PEXNM OBUXKEHNSA
Mo YMOJTYaHUIO U TaK Janee.

Haingute komnoHeHT CharacterMovement Ha naHenn Components 1 BbibepuTe ero, 4tobbl
NpPOCMOTpPETb CBOMCTBA MO yMOnUaHuio Ha naHenu Details (prcyHok 9.5). Bbl moxeTe ¢unb-
TpoBaTb NaHesb Details ¢ NOMOLLbI0 3HaUKa ra3a PsAoOM CO CTPOKOI Norcka B BEPXHEN Ya-
¢t naHenu Details.

Characteshiovement

t: Jumping  Falling

PucyHok 9.5 NameHeHHble ceoricTBa CharacterMovement Component

Bam He Tak Y>K MHOTO HY>KHO U3MEHWUTb ANA 3TOro NpoCToro NnpoeKkTa, HO 06paT|/|Te BHMMa-
HWe, YTO BapuaHTbI O6IJJI/IprI 1 Bbl MOXKeTe NCNOoNb30BaTb X AJ1A CO3A4aHNA TOHHbI pa3nny-
HbIX TUMOB ABWKEHWI, OT NOJieTa A0 NageHus, NlaBaHuA 1 na3aHus.
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Max Walk Speed

Mo ymonuaHumio Urpok [omXKeH ABAraTbCA CO CKOPOCTbio 600 cm B ceKyHAay (13 munb B yac).
3T0 MOXeT 6bITb cnerka 66ICTPO ANA 6ONbLIMHCTBA NoAEN ANA ABUXKEHMA N0 KOMHaTe. YcTa-
HOBWTE 3TOT NapameTp rae-To B AnanasoHe 150-175 ana megneHHoOM NPOrynku.

Braking Friction u Deceleration

[nAa 3ameaneHnsa nepcoHaka AOCTYMHbI IBe HACTPOIKK, 1 06e MO YyMONYaHWNIO MELOT Bbl-
COKMe 3HauYeHusA (MpeanonoXKnTeNibHo, AN1A Urp € ObICTPbIM AENCTBUEM, FAe NIOAN XOAAT
CO CKOPOCTbIO 6 METPOB B CEKYHAY).

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

3T0 NO3BONAET UFPOKY NMPUINTU K NNIAaBHON OCTAHOBKE, @ HE K Pe3KoiA, HE06X0AMMON B 60/b-
LUIMHCTBE MUrp ANA TOYHOTO yNpaBsfieHnA. 3TO IMYHOE NpefnoyTeHre 1 JeMOHCTPaLWA TOro,
KaK Bbl MOXeTe [1efiICTBUTENbHO HaCTPOUTb «OLLYLeHNe» BaLLero nepcoHaa, NCrnosb3ya
knacc Character.

Tenepb, KOrfa Bbl CO3[ann 1 M3MEHWIN CBOW KNacc NaBHa, COXpaHuTe ero, npexae 4yem
NPOAOSIXKNTb. [NoMHWTE, UTO BHOBb CO3aHHbIE aCcCeTbl He 3aMMCbIBalOTCA aBTOMATUYECKM
Ha ANCK, NO3TOMY Bbl AOJI>KHbl COXPaHUTb NX BPYYHYIO.

anBﬂ3Ka BBOAA AaHHDbIX

MpuBA3ka BBoAa AaHHbIX (Input Mappings) — 3To napameTpbl BCEro NpoeKTa, KoTopble no-
3BOMIAIT HAaCTpPauBaTb 06LiMe COObITUA BBOAA, TaKMe KaK LLEeSTYKM MbILLIN WU HaxaTnA Kna-
BULU, U NOAyYaTb K HAM gocTyn u3 Blueprints.

YTo6bl nonyunTs goctyn K Input Mappings, nepengunte B meHto Edit n BbibeprTe NyHKT
Project Settings.

BbibepuTe Input B neBom ctonbue (prcyHok 9.6), uTobbl npocmoTpeTh Input Mappings.

Action n Axis Mapping

Action Mappings — 370 ofjHOpa30Bble COObITASA, BbI3BaHHbIe COOBITUAMY OHOTO Ael-
CTBUA, TAKUMU KaK Ha)KaTue KHOMOK U LeNYKM MbILIK. DT ConocTaBneHns cpabaTbiBa-
0T 32 OAUH TUK.

Axis Mappings npefcraBnaoT cob6oli cobbITUs, KOTOPbIE MOTYT METb YNC/IOBOE 3HAYEHUe
1 CNOCOOBHDI BbI3bIBATHCSA OT Kafpa K Kagpy. DTO Obl10 Obl MOXOXe Ha TO, Kak O6bICTPO Bbl XO-
TUTe ABUTaTbCA BNepeA U noBepHyTb HaeBO 1N Hanpaso. VX HasbiBatoT Axis Mappings,
NMOTOMY YTO OHW TPAAULIMOHHO OTHOCUIIUCH K UTPOBbIM AXKONCTUKAM, KOTOpble onpeaensanv
UX [ABUXEHWe Mo CBOei ocu.
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B coBpemeHHbIX nHTepdencax 3To MOXeT OblTb KOIMUYECTBO NKCeNen, nepemeLleHHbIX Mbl-
LUbiO B MOCNEAHEM TUKE, HaXaTol 1 yAepKBaeMOoi KNaBuLLEei Nan NonoxXeHrem aHanoro-
BOrO O>KOWNCTMKaA Ha remmnage.

Ona nepemMeLleHnA 1 BpaleHnA Urpoka Bbl 6yneTe NCMonb30BaTb NCKYMTENBHO AXis Mappings.

HacTpoiika Mappings (oTo6paxkeHnin)

Maccus Axis Mappings coctonT n3 cnvucka Mappings. Kaxpabin Mapping nmeet Label n mac-
CUB BXOAHbIX AlaHHbIX, KaXblll 3 KOTOPbIX UMeeT 3HaueHue Scale.

Label — 370 10, Ha uTO ccbinaetca Mapping B Blueprints. Bbl moxeTe Ha3BaTb 3T0T Label kak
yrogHo: Walk, Turn, EatShrimp. HeT Hukakoro yctaHoBfeHHOro ctaHfapTa. Bce, uto Bbl Ha-
3HavyaeTe 3TOMY MOJI0, CTAHOBUTCA AOCTYMNHbIM B KauyecTBe Input Event n nepemeHHomn Axis
Value, koTopas nerko goctynHa B Player Controller.

Kaxpbli umeHoBaHHbIN Input Axis MOXeT MMeTb HeCKONbKO BXoAoB. Hanpumep, Mapping
«MoveForward» MOXeT nMeTb Ha3HaueHHble Kak Knasuwu W, Tak n S. Y knasuwm S Scale -1,
Toraa Kak y W Scale +1. 9To 03HauaeT, UTo, KOraa 370 CoObITHE BbI3bIBAETCA UTPOKOM, HaXKU-
Matowwum W, oHO BO3BpaLLaeT 3HaueHre 1, a UTPOKOM, HaXKMaloLWMM S, BO3BpaLlaeT 3Ha-
yeHue -1. Takum 06pa3om, Bbl MOXKETE CrpynnMpPOBaTh BXOAHbIE JaHHbIE, YTOObI N36eXKaTb
C/IMLKOM 60bLIOrO KONMYeCTBa COObITUI B BalleM UTPOBOM KOoZe.

Mpexae yeM NPofoONXKNTb, HacTpolTe Input Mappings Tak, YToObl OHU BbIrNAZENMN KaK

Ha pucyHKe 9.6. HacTpowiku B Project Settings npoekTa aBTomaTUyeCKM COXPAHAIOTCA B KOH-
burypaumnoHHbix darnax npoekTa. Bam He HYXKHO Ha)KMMaTb KHOMKY Save, KOraa Bbl 3aKOH-
yuTe; Bbl MOXETEe NPOCTO 3aKPbITb OKHO HacTpPOeK.

“Engine - Input

4 Mobile

PucyHnok 9.6 [uanor HacTpoviku Input Mapping
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Input Device Flexibility

Ewe ogHMM npenmyLLecTBOM TaKo HaCTPOWKM BBOAA ABNAETCA BO3MOXHOCTb UCMOMNb30-
BaTb BBOJ, C HECKOJIbKNX YCTPONCTB B eAnHOM Buge. HaxaTtune Enter moxeT BbI3BaTh TO e
CobbITMe, UTO U HaXKaThe KHOMKM X Ha reiiMnaje Unu WenyoK NpaBoil KHOMKOM Mblln. 3TO
NMOMIHOCTbIO 3aBUCUT OT BacC.

M3-3a 3101 rnbkocTn UE4 He NoCTaBNAeTCA C HAaCTPOKaMu Mo ymonuyaHuio. Bel MoxeTe coie-
natb Input Mappings TOYHO B COOTBETCTBIM C MOTPEOGHOCTAMM BalLel CCTEMbI BBOAA. ITU

HacTponKn xpaHaTca B paine Saved/Config/Defaultinput.ini Bawero npoekTa, 1 Bbl MOXeTe
MMMOPTMPOBATL M IKCMOPTUPOBATb €ro C MOMOLLbI0 KHOMOK B MHTepdeiice Project Settings
WAIN NyTeM KOMMPOBAHUA 1 BCTaBKM TEKCTOBOIO COAEPKMMOTO 13 APYTUX BXOAHbIX Gaiinos.

CozpaHue Player Controller Class

Tenepb, kKorga y Bac eCTb NaBH 1 HacTpoeH Input Mappings, Bam Hy>KHO cobpaTb UX BMecTe.
XoTA Bbl MOXeme NOMeCTUTb CBOIO JIOTMKY BBOAA U ABUXKEHMWA HENOCPEeACTBEHHO B Kacc
MaBHa, 3TO He Nyl WaboH NPOEKTUPOBaHUS.

[Onsa storo y Bac ecTb Player Controller. Kak cnegyeT n3 Ha3BaHUA, OQHON 13 OCHOBHbIX GYHK-
uwnii Player Controller aBnsaeTca 06paboTka BXOAHbIX fAaHHbIX OT Urpoka. [lomHuTe, uTo npum
3anycke npunoxexusa UE4 gcez0a ecTb Player Controller, noaTomy 3To oTnnyHoe mecto ans
pa3melleHVsa Kofa, KOTopbI 8ce20a foMmKeH paboTaTb, Hanprumep 06paboTka BXOLHbIX
LaHHbIX.

Cospaiite coii Player Controller TouHo Tak xe, kak Pawn n GameMode, KoTopble Bbl caie-
nanv paHbLue, LWeKHYB NpaBoi KHonko mbiwy B Content Browser v Bbi6paB NyHKT
Blueprint B meHio Create Basic Asset.

Bbi6epuTe knacc Player Controller B okHe Pick Parent Class 1 Ha30BMTe BHOBb CO3[iaHHbIN
accet BP_UEA4Viz_PlayerController.

O6n3aTenbHO COXpaHWTe CBOW acCeT Ha ANCKe B NepBbIli pas.

Ho6asneHune Input c Blueprints

Tenepb, KOrga Bbl ONpeaenun Bce BXOAHbIE 3HAUEHUs], KOTOPbIE BaM HYHbl, Bbl MOXETe Ha-
YaTh UCMONb30BaTb VX AJIS YNPaBJIeHUs COObITUAMY B BaLleil hrpe C MOMOLLbIO CLieHapueB
Blueprint! laBaviTe HauHem ¢ oTKpbITUA Blueprint Editor. Bbl fenaete 370, Kak 1 BO MHOTMIX pe-
pakTopax B UE4, npocTo aBaxapl WwenkHyB Ha cBolt acceT Player Controller B Content Browser.

Korpa Baw PC oTKpbIT, Bam HY»HO 106paTbcs Ao Event Graph uto6bl HauaTb HanvcaHve Koga
06paboTKM BXOAHbBIX faHHbIX. Ecnv B okHe Blueprint Editor otcyTcTBYyeT Event Graph un Beep-
Xy oTobpaxaeTtca coobLieHne o ToM, 4To 370 TonbKo Data Only Blueprint, Bam Hy>kHO HaxaTb
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kHonky Open Full Blueprint Editor, uto6bl yBraeTs nonHbi uHtepdeiic Blueprint Editor. Ko-
raa oH GygeT focTyneH, neperianTe Ha Bknaaky Event Graph.

HNo6asneHue Axis Events

Bam Hy»HO onpepenutb Input Axis Mappings, KOTopble Bbl HacTpounu paHee. Korga cpa-
6aTbiBaeT oauH 13 Input Axis Mappings (06bIYHO NpY BbINOMHEHWN UTPOKOM BbIGPaHHO-
ro [encTBus), OHO 3anycKaeT cobbITUE, JOCTYM K KOTOPOMY MOXHO MonyuuTtb 13 Blueprints.
J70 Ha3biBaeTcA Axis Event, 1 oHo nepepaeT ogHy nepemeHHyto: Axis Value.

Axis Value npepcTaBnseT 3HaueHue BBOAA, YMHOXEHHOe Ha Scale, KoTopoe Bbl yCTaHOBU-
nm B Input Mappings dialog (cm. pucyHok 9.6). MiTak, HaxaTtue Ha W 3anyckaeT input event,
Bo3BpaLlatowmin 1.0 B TeueHme Kaxporo Tick yaepKrBaHUA KHOMKY, 1 HaxkaTue S TakKe 3a-
nyckaet input event, Ho Bo3BpallaeT 3HaueHune -1.0 noTomy, uto Mapping yctaHasnvBsaet
Scale value -1. Take 3T 3Ha4YeHMA ABNAIOTCA COBOKYMHbIMM, ecnin Player HaxkmeT W ' S oa-
HOBpeMeHHo, input axis value BepHeT 0 NoTOMy, UTO BBOAbI OTMEHAIOT APYT ApYra.

KnaBuwum Ha KnaBmaType, KOHEYHO, LndpoBble U MOTYT BEPHYTb TONbKO 1 nnn 0. Tem He me-
Hee Axis Value moryT paboTaTb C aHafIoroBbiM AUBaNCOM, TaKUM Kak reiiMnag, KoTopblii Mo-
XKeT BepPHYTb Nto6oe 3HaueHre mexay —1 1 1 o KaxKAaol ocu, v C BBOAOM MbILLbIO, KOTOPbII
BO3BpaLLaeT KONIMYECTBO NUKCENEN, MPONAEHHbIX MbILLbIO C MOC/IEAHEr0O MOMEHTA CUMTAHHO-
ro seofa (MHorga HasbiBaembix input delta, nnm pasHuuen mexxay AByms Bblbopkamm). IT1a
HacTpoKa NO3BONAET MHOXECTBY Pa3/INYHbIX TUMOB BBOAOB MUCMOMIb30BaTb OAHY U TY Xe KO-
OpPZAMHATHYI0 OCb 1 COOTBETCTBYIOLLEe COObITHE, yNpoLlas Kop 06paboTky BBOAA.

[Ona pobasneHus Axis event B Baw Player Controller, HaxMunTe NpaByto KHOMKY MblLLIN
B Event Graph's Graph Editor n HainguTe Axis name, onpegeneHHoe Settings (pucyHok 9.7).
MpocTo HaYHMTE NeyYaTaThb, U CMMCOK OyAeT OTOUNBTPOBAH AVHAMNYECKM.

All Actions for this Blueprint [ Context Sensitive »

4Input
4 Axis Events
& MoveForward
4 Axis Values

f MoveForward

Pucynok 9.7 lMowuck Move Forward Axis Event c ucnonbsosaHveM KOHTEKCTHOIO MEH!O,
[OCTynHoro npwu npaesom knuke B Blueprint Event Graph
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[lo6aBbTe coObITUA ANA KaXKJoro U3 Bawwux AsukeHmnin Axis Mappings: MoveForward
n MoveRight (pucyHok 9.8). lo6asbTe eLue aABa anda Rotation Mappings: LookUp
n LookRight.

* & InputAxis MoveForward

o

Axis Value O»

“& InputAxis MoveRight )
O

Axis Value O

“& InputAxis LookRight

o

Axis Value O»

& InputAxis LookUp

O

Axis Value O»

PucyHok 9.8 [lo6asneHHbie Axis Events

O6patuTte BHMMaHWMe Ha BbIBOA AXis value Ha pucyHke 9.8. OHO Bo3BpaLlaeT 3HaueHne
C NyIaBatoLLel TOUKOW, KoTopoe npefcTtaBnseT Player input value macwtabupyemoe Input
Scale Ha3HaueHHbIN B Input Mapping.

MoBopoT B3rnaaa

Bpalyatb none o63opa aencteuTenbHo npocto. bnarogapa Character Class, ot koToporo
Bbl HacnefyeTe Baw Pawn, Bam focTaTtouHo BpawaTtb Player Controller (nomHuTe, uTo Bau
Player Controller ynpaBnseT nonem 3peHus), 1 B3op 6yaeT ciefoBaTh 3a HUAM.

MockonbKy 370 YacTo ucnonb3yetcs, UE4 npepnaraet Heckonbko 6bIcTpbIx pelweHnin. Add
Yaw Input n Add Pitch Input gBe rotoBble GyHKLUN, NPYHMMaIOLLME BXOAHOE 3HaUYeH e
1 3anrcbiBaoLLve U3MEHEHME 3HaYeHUs BpalleHua B nepemerHyto PC's Control Rotation.
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BbinonHute alefyowme warn onAa co3gaHnAa 3Tux y3nos.

1. HaxmuTe npaBoi KHonkow mbiwu B the Event Graph n Hangute Add Yaw Input n Add
Pitch Input.

2. Nopkntounte BbiBog Exec Out (6enan ctpenka B npasoii YacTu y3na) ot InputAxis
LookRight Event n nogkniounte ero k Bxogy Add Yaw Input y3na Exec In (6enas ctpen-
Ka B 1IeBOV YacTu y3/1a), nepeTackusas 13 OAHOro B APYroit. Bbl moxeTe nepetawymTb
BbIXOZbl B TIOOOM HamnpaBsieHnu.

3. Coepgunute Bbixop Axis Value BepwmHbl InputAxis LookRight ¢ koHTakToM In Val Bep-
wuHbl Add Yaw Input.

4. MosTopuTte 311 geicTna ana LookUp axis n dyHkumm Add Pitch (pucyHok 9.9).

© InputAxis LookRight J Add Yaw Input

L
»

Msialie @ \

J Addpitch Input
& InputAxis LookUp Target s Player Contr

Axis Value @ \ Target [self
® val

PucyHok 9.9 3asepuweHnHbiii Rotation Input ckpunT

MepenBuxeHne nrpoka

[iBUKeHVe NTPOKA HEMHOTO CITIOKHEE HAaCTPOWTb, HEXeNU BpalleHue ob3opa. Player
Controller gonxeH coobwmnTb 06BbEKTY Pawn o aBukeHUN. YTOObI cAenath 3T0, BaM HY>KHO
MCrosib30BaTb Moaenb CBA3M Blueprint ans nepenaun BXogHbIxX AaHHbIX repos B Pawn, uto-
Obl OH MOT IBUraTbCA.

Ccbinka Ha Pawn

Korga Player HaxkumaeT Ha oaHo 13 Axis Mappings v 3anyckaeT 3Tu cOObITSA, Bbl XOTUTE,
yto6bl Pawn geuranca. Ytobbl cienatb 370, BaM HEOOXOAMMO CBA3ATbCA C HUM Y MEPBbIM
warom nonyuntb Reference Ha Pawn.



174 FMABA9 CO3OAHUME MHTEPAKTMBHOCTUM C BLUEPRINTS

BbazoBsbIi PC-knacc, oT KoToporo Bbl HacneayeTe Baw PC, copepkunt nepemexHyto Player
Character, 3anonHaemyio aBTomaTnyecku c Reference Ha Character Pawn, koTopoii Bnage-
€T B JaHHbI MOMEHT. DTO NO3BOJIAET BaM HaMpsAMYI0 NonyunTb JOCTyn K Bawemy Character
1 Nerko fo06aBuTb BBOA ABVIXKEHUS.

Bbl MmoxeTe nonyunTb ccbinky Ha Player Character, wenkHyB npaBoi KHONKow mbiwm B Event
Graph n Haiipa Character Bo BcnnbiBatowwem Action List. Bbibepute dyHKumio Get Player
Character.

Is Valid

Tak Kak Player Controller moxeT 06nagaTb npakTnyecky nobbim Tunom Actor B Mupe, ne-
pemeHHas Player Character MoxeT BepHYTb Nnone, eC/iy OHa He KOHTponupyeT Actor nnu
Pawn, Hacnepyembiii ot Character Class.

[abbl n36exatb 310ro, ncnonb3yiite Is Valid branch, utobbl yoeantbcs, 4to 3TOr0 He Npo-
usonget (pucyHok 9.10). CueHapwuii GyaeT NPOAOCIKaTLCA TOSIbKO B TOM Cllyyae, eci 3Have-
Hue Player Character is valid n He BbigaeT oWwn6KY Npu o6paLleHnn K HeMy.

P ———— T —
& InputAxis MoveForward ? Is Valid

| —————————————— A= Is Valid >
Axis Value O» Input Object Is Not Valid >

[ Get Player Character

Player index [0] ~ Return Value

PucyHok 9.10 lNonyueHune ccbinkm Ha Player Character v nposepka ero BaiMaHocTm

Bcerga npoBepsATb, Korga «nosyyaete» gpyrue Actor unu Objects, KOTopble HEHAZEXHO CY-
LeCTBYIOT B MUPE, — 3TO XOPOoLLIas nges.

Add Movement Input

Character Class y»e umeet ¢yHKLUMM Ana nepemeleHuns Player no cueHe ¢ nomoubto
Movement Component. ®yHKkuua HasbiBaeTca Add Movement Input, HO Bam Hy>KHO nony-
UnTb AOCTYN K HEW MHaue, YeM Bbl leNasu.

[lo cux nop Bbl HaXKMMany NPaBo KHOMKOM MblwK B Viewport 1 MCNonb30Banyi KOHTEKCT-
HOe MeHIo /1A Co3[aHuA y3110B. B 3TOM MeHI0 0TOGpaxKatoTcs TONbKO Te y3/bl, KOTopble JO-
cTynHbl ans Blueprint, B KoTopom oH HaxoguTcs. Functions, Events u Variables, kotopble
XpaHATCcA B Apyrux Blueprints, fomkHbI 6bITb AOCTYMHbI MO CCbISKE.
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[lnA 3TOro NpoTAHUTE NPOBOA OT CMHero KoHTakTa Return Value us Get Player Controller

B Graph Editor n otnycTuTe. MoABUTCA KOHTEKCTHOE MeHIo, 3anonHeHHoe Functions, Events
n Variables, cBA3aHHbIMM € YKa3aHHbIM KNlaccoM (prcyHok 9.11). O6patute BHUMaHMe, 4TO

B KOHTEKCTHOM MeHI0 HanvcaHo Actions taking a(n) Character Reference. 3To rosoput

0 TOM, YTO Bbl YCMELIHO CCbinaeTech Ha apyroi Blueprint Class.

NN S ——
InputAxis MoveForward % s Vahd
P! Lzl

Exec

Axis Value Input Object

J Get Player Character

Player index [0]  Retum Value \

Actions taking a(n) Character Object o,
& cor
Reference

4Components
4Character Movement
f e (Charac

f Add Input Vector (C!
4lnput
.. Add Movement[;":."
Autilities "
S Add Tick
S Add Tick

Pucynok 9.11 [Jo6asneHne Add Movement Input ns Character Class Reference

Hangnte Add Movement Input 1 HaxMuTe Ha Hero, 4To6bl pasmecTuTb B Event Graph, nog-
KITIOYMB, Kak NOKa3aHo Ha puUcyHKe 9.12

f" Add Movement Input
& inputAxis MoveForward 2 Is Valid

Sy Is Valid B

Axis Value O Input Object s Not Valid

' Get Player Character O Scale Value [19]

Player Index [0] ~ Return Value Force O

PucyHok 9.12 PaszmewenHas pyHkums Add Movement Input

Ha pucyHke 9.12 o6patute BHYMaHWe Ha CUHWIA NpoBof, coeanHaAowmii y3en Get Player
Controller c Target Add Movement Node. 3ToT npoBog npefcTaBnsaeT coboi CCbinky
Ha Player Character.
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Get Forward u Right Vectors

OyHkuna Add Movement Input 1cnonb3yeT MUPOBOIA BEKTOP AN NepeMelleHns BaLle-
ro nepcoHaa. JTOT BeKTOP MeHAEeTCA B 3aBMCUMMOCTM OT TOro, KyAa HanpasseH Player, no-
3TOMY BaM HeO6XOAMMO BbIACHWTb U MCMOMb30BaTh 3TO A1A ONpeAesieHVsa HanpaBneHus
ABVKEHUA.

Bot rae ¢pyHKuumn Get Actor Forward Vector n Get Actor Right Vector nprmeHsioT-
cA. OHn npeobpasytoT world rotation B Hopmanu3oBaHHble BeKTOpbl XYZ ANA KaXK[oro
Hanpas/ieHuA.

Kak n B cnyuae ¢ y3nom Add Movement Input, Bbl JOMXHbI BbITAHYTb CCbUTKY 13 Return Value
y3na Get Player Character’s, 4uto6bl nosnyunTb JOCTYN K CNUCKY GYHKUMIA. HanguTe y3nbl

1 pasmectuTe nx B Event Graph (prcyHok 9.13). Bbl mokeTe yBraeTb ccbinku kK Components
n3 Character Class; ybeauTtecb, 4To Bbl6paeTe KOPHEBOIN KOMMOHEHT, Kak NMoKasaHo.

/' Add Movement Input
< e
€ InputAxis MoveForward 2 Is Valid

Exec Is Valid

Axis Value Input Object Is Not Valid Target

0,0][Z 00]

' Get Player Character Scale Value [10]

Player index [0]  Retum Value \ Force O

Actions taking a(n) Character Object
LEEEE
forward
4Utilities
4Transformation
| Get Actor -1 (- Vec
S Get FGHWERA Vector (Caps!
S Get ot h)

Pucynok 9.13 [ob6asneHue dpyHrumm Get Actor Forward Vector

Scaling Input

He BaaBanAcCb CNbHO B BEKTOPHYIO MaTEMaTUMKY, Bbl MOXeTe NPOCTO YMHOXNUTb BEKTOP (Tpu
yncna c NnaBatLen 3ansTom, Takue Kak X, Y, Z) no Axis Value 13 InputAxis Events, macwTa-
6Upyn Kaxxoe Hanpas/eHne Ha BBeAEHHYIO CYMMY.

MNepeTacknBaHue coegnHeHnsa u3 Return Value y3na Get Actor Forward Vector B Event
Graph 1 oTnyckaHune, No3BONUT BaM yBUAETb MeTOAbl, AOCTYMHble Ana Vector Reference.
HaiiguTe *(3Be304Ky), UTOObI YyBUAETL AOCTYMHbIE GYHKLUM YMHOXEHNA U BblbepuTe
vector * float 13 cnucka (pucyHok 9.14).
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& InputAxis MoveForward

Exec

Axis Value Input Object

[ Get Player Character

Playerindex [0]  Retum Value

2 Is Valid

J Add Movement Input

Is Valid
s Not Valid Target

World Direction
> [x00][v 0 00

Scale Valu

Force

‘orward Vector

Target

Return Value O»

@ Actions taking a(n) Vector

4Math

PucyHok 9.14 [Jo6aBneHue MaTeMaTuyeckoro y3na vector # float

3aTeMm Bbl MOXeTe nofaTb MaclwTabrpyemoe 3HaueHue Vector Ha BxofHble KoHTakTbl World
Direction ¢yHkummn Add Movement Input, 3aBepLumnB BaLl Kog ABUKeHNUA Bnepes. Bam Hyx-
HO MOBTOPWTbL 3TOT Npouecc Ans Move Right InputAxis Event. EguHcTBEHHOE OTNMUMe Co-

CTOWT B TOM, UTO Bbl 3aMeHseTe yHKUuto Get Actor Forward Vector Ha y3en Get Actor Right

Vector (pucyHok 9.15).

& InputAxis MoveForward
»

Axis Value @ —.

[ Get Player Character

Player Index (0]~ Retum Value

© InputAxis MoveRight
»
Axis Value @
[ Get Player Character

Player Index (0]~ Retum Value

J Add Movement Input

Is valid B

Input Object  Is Not Valid D

Force (J

T Get Aetor Forward Vector
Target Retum Value @ /g

—_—
7 1 Vaiid

/" Add Movement Input
P Exec s Valid p ———— B

Input Object  Is Not Valid [ Target
@ World Direction

alue [1.0]

Force 0

J Get Actor Right Vector

Target  Retun Value @ —_ /¢

PucyHok 9.15 3aeepuweHHbii cueHapuii movement input
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3ameTKa

Bbl MoXeTe KonupoBaTb 1 BCTaBNATb y3/bl B BluePrint Editor, ncnonb3ys ctaHpapt-
Hble KOMOVHaLMN KNaBuLL, a TakXKe KOHTEKCTHOE MEeHI0, Korfia HaXkmmaeTe npa-

BOW KHOMKOW MbILLM MO BblIOpaHHbIM y3nam B Graph Editor. 3To moxeT 3HaunTenbHo
C3KOHOMUTb BPEMs Npu CO0pKe NOXOXKMX 6/T0KOB Kofa.

OfHaKo ecnu Bbl 06Hapy>K|/|Te, YTO KonmpyeTe 1 BCTaBiAeTe OAVH N TOT »Ke KO
CHOBa " CHOBa, PaCCMOTPUTE BO3MOXXHOCTb CO34aHNA (I)yHKLll/II/I ANA NOBTOPHOro
NCMoJIb30BaHUA.

Mo3gpasnaAt. TO BCe, YTO HYXKHO cAenaTb, YToObl MonyumTb Baw Player’s input fnsa Bpatue-
Hua PC n nepemelyeHmns Player’'s Pawn. Tenepb Hy>XHO 3aCTaB/Tb UFPOBOW MUP NCMONb30-
BaTb Bawwm Classes, korga Bbl HaxkmmaeTe Play, 1 Bbl 6yfeTe rotoBbl K paboTe.

GameMode

GameMode Class — 3To MecTo, B KOTOpOe 3arnaablBaeT ABUKOK NPU 3arpy3Ke YpOBHS
(Level), utobbl onpepenntb, Kakoli BbibpaTh Player Controller, Pawn n gpyrue Heo6xoavmbie
Knaccbl.

Co3paHne GameMode

CospanTte HoBbIi GameMode Asset, BbINONHMB ciepytoLe AeNCTBUA.
1. Haxmute Add New button B Content Browser n BbibepuTe Blueprint Class

2. Bbibepnte Game Mode Base Class 1 HazoBuTe Baww Asset BP_UE4Viz_Interior_
Game. Haxxmute Enter gna co3gaHusa Asset.

3. OTKpoOWTe Ball TONbKO YTO co3faHHbIN GameMode Asset ¢ NOMOLLbO ABONHOMO HaXKa-
Tua B Content Browser. Bbl yBrauTte cnucok Classes, KOTOpblii MOXeTe onpefenunTb Ana
GameMode. B 3Tom cnyyae Ha3HaubTe Pawn u Player Controllers, koTopbie Bbl co3ganu
(pncyHOK 9.16).

4. 3akponTe Blueprint Editor n coxpaHuTte Baw nporpecc, Bbi6pas File > Save All.
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Game Mode Base

You want to add some,

4 Actor Tick

h Tick Enabled

EXTRES ¢ o
ETSTTTm « o +
R « o +
O « o +

[ e o+ x
T ¢ o + x

BP UE4Viz Interior Pawn
4Game

Defa

4 Game Mode

Cooking

Pucynok 9.16 HazHauenue Pawn u Player Controller 8 GameMode Class

HasHaueHne GameMode npoekTy

Y Bac ecTb iBa cnocoba onpeaenuntb, Kakon GameMode Class npumeHseTtca B UE4 Level:
KaK A1 BCEro npoeKTa Nno ymonyaHuio, UCnosb3ys AuanoroBoe okHo Project Settings,

unm yepes nepeonpepenexve ans Level. Tak Kak Bbl HABepHsKa XOTUTe 3anycKaTb HOBbIV
GameMode Ha nobbix Level, koTopble co3gagnTte B TOM NPOEKTE, yCTaHOBUTE €ro Kak npo-
€KT MO YMOJIHaHuIo.

OTKpoliTe AnanoroBoe okHo Project Settings, Bbi6pas Edit > Project Settings (pucyHok 9.17).
Edit menu gocTynHo npakTuueckm 13 Bcex okoH Editor.
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MyEirstiviap
File | Edit | Window Help
‘{/ pH

#7) Undo Move Nodes
;

(™ Redo (Notl

( edo (Nothing to redo Save Current  Source Control
D) Undo History

Basic git

Recel

Light:
Cinen
Visua
Geonr

Volun @y Editor Preferences...

1
P\l ¢, Project Settings...

& Plugins

Change the settings of the currently loaded project.

' Sphere

PucyHok 9.17 lMepexop k ananorosoMy okHy Project Settings

Bbibepute Maps & Modes nop 3aronoskom Project. B pasaene Default GameMode Bbi6epu-
Te ToNbKO YTo co3aaHHbIn BP_UE4Viz_Game Class (pucyHok 9.18).

Allsetings ©-
Project 4Project - Maps & Modes
" import..

s These settings a DefaultEngine ini, which is

4 Defauit Modes

R « o +

33131333

Engine

Al System

Default Maps

4 Local Multiplayer

Pucynok 9.18 HasnaueHue npoexTy no ymonuanuio BP_UE4Viz_Game Class
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PasmeweHue Player Start Actor

EcTb 0fHa Bellb, KOTOpas BaXHa 1 KOTOPYI0 NIerko 3abbiTb, — 370 Player Start Actor.

Bes Player Start Actor nrpa He 6ygaeT 3HaTb, rae noasuTCcA Baw Pawn class, korga oHa 3arpy-
)eHa B kauecTBe standalone nnu packaged build. Ige Bbl in-Editor n ucnonb3yete PIE 6e3
Player Start, Baww Pawn noABMUTCA NO yMONYaHUIO B TEKYLLEN NO3NLMN KaMepbl B aKTUBHOM
Viewport. Mo)kHO nerko 3abbiTb paamecTuTb Player Start Tak, kak Baw Level 6yaet Bbirna-
AeTb pabounm, Korga oH efiCTBUTENbHO YCTaHOBNEH HEKOPPEKTHO.

[na pa3melyeHnn Player Start Actor nepetawute ero n3 Class Browser Ha naHenb Place
Mode (HaxmuTe Shift+1), Kak NokasaHo Ha pucyHke 9.19. CuHas cTpenka (3D-cTpenka, KoTo-
pas asnaeTcA yacTbio Player Start Actor, a He XenTas cTpesika) yKa3blBaeT, B KakOM Harnpas-
neHun 6ynet cmoTpeThb Player, Kkorga nosBuTCA.

Y Piayersian
BN S AddComponent=| | o Blueprint/Add Script

AddNews! impot ESaveAll & |% Content » Examplel »

Search pathe S e ([

PucyHok 9.19 NomecTtute Player Start Actor 1 noBepHUTE €ro MLOM K cLeHe

Tenepb Bbl MOXeTe Ha)KaTb KHOMKY Play 1 NMOABUTbCA B UTPE B Ka4eCTBE Ballero nosib3oBa-
Tenbckoro Character Pawn. Bbl Cpa3sy e AO0JIXKHbl 3aMeTUTb, YTO NPKBA3aHbl K 3eémMJie C No-
MOLLbIO (bVISVIKVI N HE MOXeTe NPOoXoAUTb CKBO3b CTEHDI.

Korga Bbl 3aKOHUMTE XOAUTb 1 3aX0TuUTe BEPHYTbCA B Editor, Bbl MmOXeTe NPOCTO HaXaTb Esc
Ha Bawlen KlaBnaTtype AnA 3aBepLlieHna ceccnin.

Y6enuTech, 4To COXPaHUM BECb BaLL NPOrpecc.
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3aknouyeHme

Mo3ppasnsto. Bol co3panu nonb3osatenbckunt UE4 GameMode ¢ Player Controller, Pawn
1 nonb3oBaTeNbckum Input Mappings 1 HaCTPOWAN NPOEKT ANA UCMONb30BAHNA HOBbIX
Classes B kauecTBe NpoeKTa Mo yMOoYaHuHo.

31u Classes 6yayT ClynTb OCHOBOW Ans Ao6aBneHns HOBbIX GYHKLMIA 1 fanbHelLwei pa-
60Tbl B UE4 B COOTBETCTBMM C MOTPEOGHOCTAMM BaLlero npoekTa.



FMABA 10

YINMAKOBKA
U PACNMMPOCTPAHEHWE

Tenepb, Korga y Bac eCTb YypOBEHb U CBA3aHHbIe

C HUM o06beKTbl Pawn, Player Controller u Game
Modes, npuwino Bpemsa noaroToBUTb €ro K 3any-
CKY B KauecTBe OTAEeNbHOro NpunoXxeHus. 1o,

KaK npaBuno, Ha3biBaeTcA ynakosKow. lMocne
ynaKkoBKM Bbl CMOXKeTe NoAennTbCA Balmm npuio-
XKeHunemMm, KakK nobbim pyrum yctaHaBavMBaeMbiM
npunoXxeHnem. 3Ta rnasa NO3HaKOMUT Bac ¢ yna-

KOBKOW MPUNOXKEHUA.



184 FMABA 10 YMAKOBKA N PACMPOCTPAHEHUE

Ynakoska npoTtus c6opok us Editor

Korpa Bbl 3anyckaeTe npunoxexue ¢ nomouybto KHonku Play B Editor, Bbl Ha camom aene
NpocTo 3anyckaeTe Apyroe okHo B Editor, a He oTaenbHoe npunoxerue. Editor ncnonbsy-
eT Assets n Maps 13 Bawen nanku Content 1 To, UTO y»Ke 3arpy>keHo B onepaTuBHYIo na-
MATb, 4TOObI 3aNoNHUTL MUP, 1 Kof Editor 3anyckaeT cmynaumio. 9To No3BoONAET oYeHb Obi-
CTPO 3anycKaTb, TECTVPOBATb W BbINOMHATL UTEPALIMW, HO L1 3TOrO TpebyeTcs yCTaHOBUTb
UE4 Editor uenukom.

3T0 ABHO He TO, KaK Bbl XOTWTE NepeaaBaTb NPUSIOKEHVE CBOUM KIMEHTaM Mn
06LLECTBEHHOCTMN.

YT06bl CO3AaTb MPUIIOKEHME MO KOHKPETHYI0 nnaTtdopmy 1 o6neruymTb ero pacnpocTpa-
HeHue, Balll KOHTEHT Jo/KeH 6bITb ynakoBaH. YnakoBka ob6pabaTbiBaeT KOHTEHT 1 co3Aa-
€T OTAeJIbHOE MPUNIOXKEHME, KOTOPOE JIErKO PAacnpoCTPaHATb KaK Nobyo Apyryto Urpy nunm
nporpammy.

Bbl TakXKe MOXeTe NpoTecTMpoBaTh CBOE NpunoxeHue B Standalone Mode, Bbi6paB 3Ty on-
LMo B MeHto napameTtpoB Editor Ha naHeny NHCTPYMEHTOB. DTO 3aMyCTUT 3arpPy>KEHHbIN

B laHHbI/i MOMEHT YPOBEHb B OTAENIbHOM MpoLecce, KOTOPbI 60sbLIe MOX0X Ha YNaKoBaH-
Hyto COOPKY, HO 3TO He TaK. BaxkHO cobUpaTh U TECTMPOBaTb CBOW MPUTOXKEHMS, MOCKONbKY
OLWMOKM 1 HECOOTBETCTBMA MOTYT BO3HUKaTb Mexay Editor n ynakoBaHHbIMK cbopKamu.

YnakoBka npoekTa

B 06wwmx yepTax, ynakoBka 6epeT Ball KOHTEHT U KOA Urpbl, ONTUMU3MPYET UX 1 CO3JaeT UC-
NosHAeMOe NpUIoXKeHne AnA BbI6paHHON BaMy NNaTGopMbl.

YnakoBaHHble COOPKM MbITAIOTCA Kak MOXXHO MEHbLLIE 3arpy»KaTb OnepaTuBHYio NamaTb. 310
obecrneuriBaeT MaKCMasbHYO NPOV3BOAUTENBHOCTb 1 COBMECTUMOCTb. OfHAKO 3TO MOXeT
npuBecTu K npobnemam, ocobeHHo ¢ Level streaming v 3arpy3koii Assets B peanbHOM Bpe-
MeHW. [17151 TPOCTbIX MPOEKTOB 3TO HE CTOJIb BAXKHO, HO KPYTHbIE MPOEKTbI AOSIKHbI Pery-
NAPHO TECTUPOBATHCA C MOMOLLbIO YaKOBaHHO CHOPKU, YTOObI N36exaTb Npobnem.

[oTOBKa KOHTEHTa

foToBKa koHTeHTa (Content Cooking) Tak>Ke MPOXOAUT Yepes HECKOSbKO NMPOLECCOB: KOM-
MUAALKN BCEX LWWEAEePOoB, CKATUA BCEX BCEX KAPT TEKCTYP 1 MCNPABeHUsA BCEX peamnpek-
TOB B NPOEKT. [T0A06HbIV NOAX0H M36aBAAET UMPOKOB OT OXKMAAHWA 3aBEPLLEHNS BCEX DTUX
MPOLECCOB BO BPEMS 3arpy3Ku MPUIoXKeHus.

[oTOBKa MOXKeT 3aHATb HEKOTOPOe BpemA 1 cepbe3Ho 3arpy3nts CPU n RAM, noatomy 3a-
nycKaliTe ee Ha MOLLHO MaLvHe. Yem 6onblie acceToB, MaTepUaNoB 1 TEKCTYP COAEPKMT
BaLll NPOEKT, TeM 6osiblLe BPEMEHU YAET.
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B 3aBepLueHVie roToBKM Bce 06paboTaHHble acceTbl U KNacchl KonupyoTcs B daiin .pak. dtor
daiin .pak npegHasHadyeH Ans oveHb GbICTPOro UTEHUA JaXKe HA CaMblX MEASIEHHbIX AUCKAX,
UTO MO3BOJIAET MPUIOKEHNIO 3arPy»KaTbCsA ObICTPO.

PaseepTbiBaHMe

YnakoBKa 6epeT rotoBblli (cooked) KOHTEHT, 06beMHAET ero ¢ 6UHapHbIMK GanaMm ABUX-
Ka 1 NMoMeLlaeT nx BMecTe B OAHY Nanky Ajs pacnpoCTpaHeHUs. DTOT NOCeHUIA War Co-
3[aeT OTAENbHOE NPUIIOXKEHNE, KOTOPOE MOXKHO 3anyCTUTb 6e3 YCTaHOBKY pefakTopa.

Hactpoiku ynakoBku

UE4 MoXeT reHepupoBaTb ynakoBaHHbIE MPOEKTbI AJ11 MHOXKECTBa NiaaThopm 1 CUCTEM
(i0S, Windows, Mac 1 7. .). C Takol FrMOKOCTbIO NPUXOANUT HECKONbKO BapuaHTOB.

Mnatdopmbi

Llenesasa nnatdopma — 310 KOM6UHaLKMA annapaTHoro (hardware)/nporpammHoro obecne-
yeHus (software), 4na KOTOPOW Bbl MbITa€TECH CO3AaTb MCMOTHAEMbIN dalin NpoeKTa.

Bbl MOXeTe ynakoBaTb Ball MPOEKT As1A MHOXeCTBa nnatdopm, nogaepkmsaembix UE4.
OT MmobunbHbIx gesarico o Windows, Mac v Linux o nrposbix koHconen, UE4 moxeT
yMaKoBaTb Ball MPOEKT A/A NPaKTUYeCKN BCeX MOMYMAPHbIX YCTPONCTB 1 onepaLMoHHbIX
cucTem.

Kax bl 6yaet umMmeTb COGCTBEHHYIO ONTMMM3aLMIO, METOAbLI BBOAA U APYTMe OrpaHnNyeHNs,
KOTOpble Bbl AO/MKHbI YUNTbIBATh. ITa KHUra GOKYCUPYETCA TONbKO Ha HACTOJMbHbIX NiaT-
dopmax (Mac n Windows).

KoHdurypaums c6opku

Opyrvum BaXkKHbIM peLleHreM, KOTOPOE Bbl JOJIXKHbI MPUHATD, ABASETCA KOH$Urypauusa cbop-
Ku. [1Ba 0CHOBHbIX BapraHTa — Shipping n Development.

Hanbonbwum pasnuurem mexagy cbopkamm Shipping n Development anseTca goctyn
K MHCTPYMeHTaM OT/1afiKv, BBEEHMIO JTOTOB U KOMaHAHoW cTpoke. Coopka Development
Mo3BOJIAET 3TO, B TO BpeMA Kak cbopKa Shipping nyviueHa 3Tx BO3MOXKHOCTEN.

1 06bIuHO ncnonb3yio Development, ecnu He NIAHUPYIO PAcNPOCTPaHATb NaKeT Ans ny6au-
KU B KaueCTBe LIMPOKOro BbiNycka. KOHCONbHbIe KOMaHAbI, BBEeHe JIOroB 1 OTNalouHas
nHbopMaLmA NONE3HbI, ECAIN MHE HY>KHO OTNIaANUTb KaKylo-H1Oyab npobnemy.

C6opka Shipping xopolua, Korga Bbl XOTUTe PacnpOCTPaHATb Ball NMAKeT Ny6SIMUHO U He XO-
TUTE, UTOObLI OH MMen gocTtyn K Console.
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Kak 3anycTutb ynakoeky

Jlerue Bcero Bbl MOXeTe yrnakoBaTb Ball NpoeKT yepes Editor. MpocTto Bbi6bepuTe Package
Project n3 File menu. 2T0 MeHI0 COAEPXKNT HECKONBbKO HACTPOEK U 0b6ecneumnBaeT ObICTPbIN
JocTyn K 6onee noapo6HbIM HAaCTPOIKam B AManorosomM okHe Project Settings (prcyHok 10.1).

Wrretan

Cook Content
# Validate Data

Import into Level

Export

Export Selected.
* Fa
T Recent P

#1) Exit

Pucynok 10.1 Menio ynaxkosku 8 UE4 Editor

Mocne BbiIbOpa HyKHOW NNaTGOPMbl BaM NPefioxKaT yKasaTb MECTO 1A COXPaHEHNA Balle-
ro ynakoBaHHOro npoekTa. He nomeluaiiTe ynakoBaHHbI MPOEKT B Nanky Ballero npoek-
Ta — 3TO MOXeT NPUBECTU K NyTaHuLe.

YnakoBKa 3aHMMaeT HeKoTopoe BpemsA. [loABNTCA yBeoMIIeH e, roBopsALLee, YTO naeT yna-
KoBKa (prcyHok 10.2). 3TOT npouecc NoaHOCTbI0 GOHOBLIN, MOITOMY Bbl MOXeTe MPOoAos-
XWTb PaboTy Haf BalWVIM NPOEKTOM, MOKa OH 06pabaTbiBaeT KOHTEHT B GOHOBOM peXxume.

rayer st v OSSR ¢ >~ T

= Packaging project for Windows (64-bit).

Pucynok 10.2 Yeepnomnenue 06 ynakoske UE4 Editor
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3anyck Bawero NpuaoXKeHUs

Mocne 3aBeplueHuns ynakosku Editor ysegomut Bac (pucyHok 10.3).

= Packaging complete!
St

utput Log

PucyHok 10.3 YeepomneHue o 3aBepweHum ynakoeku s Editor

MpongunTe K [UPEKTOPUK, KOTOPYIO Bbl ONPEAENIIN PAHE., N HAAWTE NankKy C UMEHEM
WindowsNoEditor (Ha3BaHVe MOXeET pa3nnuaTbCa Ha pasHbIX Nnatpopmax). Bol moxeTe ne-
penumeHoBaTb 3Ty Narnky.

BHyTpw nanku Bbl HafeTe NCNONHAEMbIN Galin 1 HECKOIbKO Narnok, CoaepaLumx Bce fAaH-
Hble 1 KNacchbl, a Tak»Ke obneryeHHyo 6MHapPHY0 BEPCUMio ABMXKa (prcyHoK 10.4).

Name Date modified Type Size

Engine 172 File folder

Examplel 172 File folder
@ Examplel.exe 172 Application 157 KB
|=] Manifest_NonUFSFiles_Win64.txt 1/2 Text Document 61KB

Pucynok 10.4 YnakosaHHbivi npoexT B npoBogHuke Windows

Mo>xeTe 3anycTuTb Balle NPUIOXKeHKE, MPOCTO fBax bl KNMKHYB MO 1cronHaemomy dainy.
MpunoxeHne AOMKHO 3aNyCTUTbCA, 3arpy3nTb Level, KoTopbii Bbl cO3Aanu, 1 Bbi3BaTb COOT-
BeTcTBytowmii Player Controller n Pawn, npegoctaBnaa Bam AOCTYN K MbILLW.

Owunbkun ynakoeku

MHoraa ynakoBka CTankyBaeTcs ¢ owmbkamu. MpocTas owmnbka komnunayum Blueprint nnn
HexBaTKa MecTa Ha ANCKEe MOTYT OCTaHOBUTL Becb Packaging process.

Korpa 3To NpoucxoaunT, Bam criefyet o6patnTbcs K okHy Output Log, koTopoe B 60MbLunH-
CTBE C/TyYaeB MOXKeT NPejoCTaBUTb NOSIe3HY0 MHGOPMaLKIo.

[na poctyna k okHy Output Log B Editor nepeiigute Window > Developer Tools > Output
Log (pucyHok 10.5). l 06bI4HO NpUKpennsAio 3To OKHO K Moemy Content Browser ans 6bi-
CTporo gocryna.
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Pucynok 10.5 The Output log

PacnpoctpaHeHue npoekTa

Tenepb Bbl MOXKeTe KOMMPOBaTb, apXMBMPOBATb M OTMPABAATL 3TY NanKy KOMY yrogHo. 9To
[eNCTBUTENbHO NPOCTO (YaLle BCero).

KoHeuHo, y Bac eLe ecTb Npobnembl ¢ NaThopPMOit 1 anmnapaTHON COBMECTUMOCTbIO, HO 3TO
B nopsAaKe Belwen ans no6oro NpuioxKeHus.

HekoTopble KOMMbIOTEPbI, HA KOTOPbIX MbITAOTCA 3aMyCTUTb Balle NPUIOXKEeHNE, MOTYT

He MMeTb OTAEeJIbHbIX CUCTEMHbIX KOMMOHEHTOB, KoTopble TpebyeT UE4. OHM Ha3biBaloT-

cA Prerequisites. [1o ymonuaHuio 371 $paninibl BKOYEHbI B Ball yNakoBaHHbIM NpoeKT. Ecnn
BaLll ynakoBaHHbI UE4-NpoeKT 06HapY»KUT, YTO OHW HE YCTAaHOBNEHbI, TO NPeANOXKUT NONb-
30BaTenNio YCTaHOBUTD VX, KOFAa TOT MOMbITaeTCA 3anyCTUTb UCMOSTHAEMbIN dalin.

MomMnMo NpepeKkBM3UTOB, ynakoBaHHoe UE4 npunoxeHue He TpebyeT kakoro-nm6o op-
MasibHOrO NPOoLeCca YCTaHOBKYM; OHO MOET 6biTb 3anyLieHo 13 ntoboro mecra.

UcnonbsoBaHue YCTaHOBLUKOB

UE4 He ymeeT BCTpamBaTh YCTAaHOBLYMK NPU ynakoBKe. Pa3paboTka nnv ncnonb3oBaHmne
YCTaHOBLUMKa ANA NPUNOXKEHUA U NnaTPopmbl pa3paboTku 3aBncuT oT Bac. OaHaKo, Tak
kak UE4 He TpebyeT popMmasnbHOI yCTaHOBKM, NpeAocTaBneHnsa Gainos NpoekTa B apxuse
C NPOCTbIMU UHCTPYKLMAMU OObIYHO AOCTATOUHO.
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KoHeuHo, ecnu Bbl XOTWTE HAaCTPOUTL APJbIKM Paboyero cTona, BO3MOXHOCTU YCTaHOBKM
(install) n peyctanoBkM (uninstall), koTopble genaeT 06bIUHbIN YCTAHOBLUYMK, TO MOTpebyeTcA
pa3paboTatb ero.

XoTA 3TV 3aaun BbIXO4AT 3a PaMKW 3TOro TekCTa, X 40BOJIbHO NPOCTO BbINONMHUTDL, NC-
nonb3yAa OAHO U3 MHOXeCTBa 6ecnnaTHbIX Un KOMMepYeCKnx I'IpI/IJ'IO)KeHI/II\/’I AnAa co3faHmAa
YCTaHOBLUMKa.

3aksiroueHue

Tenepsb, korga Bbl co3ganu B UE4 Balue nepBoe npunoxeHne ¢ Hyns, Bbl JONXKHbI YyBCTBO-
BaTb ceba o6pa3oBaHHbIM. [o3gpasnsem!

B cnepytowmx rnaBax paccmatpusaetcs 6onee TpaguLMOHHBIV CTWMb BU3yanm3auum ¢ Uc-
nosib30BaHVEM KOHBEepa AaHHbIX 1 HEKOTOPbIE 13 Hanbomee BaXHbIX CUCTEM ANS Br3ya-
nu3auumu: Lightmass, Sequencer 1 ocobble Blueprints.



YACTDb 3

APXUTEKTYPHAS
BU3YATTIUSALIUA

11
12
13
14
15
16
17

18

19

20

Hactpowka npoeKkra

Mpouecc paboTbl C AAHHBIMK
HanonHeHune cueHbl
ApXUTeKTypHOe ocBelleHne
ApXuTeKTypHble maTepuanbl
Co3paHue KMHeMaTuKuM ¢ Sequencer

MoaroToBKa ypoBHA K f06aBNeHUIO
MHTEPAKTMBHOCTU

Bbonee cnoxHbie Blueprints: B3anumopencreme
c UMG

JononHntenbHbIN ypoBeHb Blueprints:
Material Switcher

QOuHanbHble pPa3mMblilleHnA
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HACTPOUKA MNPOEKTA

Tenepb, Koraa y Bac eCTb YeTKOe NnpeacTaBlie-

Hue 06 ncnonb3sosaHun UE4 gpnAa co3pgaHns npo-
CTOW CLieHbI, Bbl MOXeTe Norpy3nTbCA B npumep

13 peanbHOM XU3HW. Busyannsauma nHrepbepa
BaKHa ANA apXNTEKTOPOB, MAapKeTOJOroB, An3an-
HepoOB 1 NOTEeHLUMaNbHbIX NOKYNaTenen, 3To oanuH
13 Hanbonee pacnpocTpaHeHHbIX TUNOB BU3yanu-
3auun, BbinosiHAembix B UE4. B 3Ton yactu KHUrn
Bbl NONyuYMTe 3HAHUA U NCCneayeTe NCNonb3oBaHne
Lightmass ana co3gaHna BbICOKOKaue€CTBEHHOro
rno6anbHoro ocBelyeHus (global illumination (Gl)),
NOCTPOEHUA N peHAEPUHIa KNHemaTorpaduye-
CKOro MoLwiaroBoro pyKkoBoAcTea € MCNosib30Ba-
HMem Sequencer. 3aTem Bbl NOrpy3nTechb B N3yye-
Hue Toro, Kak ncnonb3osatb Blueprints ana cospa-

HUA AUHAMUYECKNX B3aMOLENCTBUN.
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O6beM npoekTa U ero TpeboBaHuA

MpeacTaBbTe, UTO BaM NpefocTaBunm 3D-Moaenb apxMTeKTypHOro NHTepbepa (pucy-

HOK 11.1) 11 Bbl COrMAacMNNCh CO3AaTb MHTEPAKTUBHYIO BU3Yanu3aLmio, KOTopas No3sBoimT
UrpoKy cBO6OAHO UCCefoBaTb NPOCTPAHCTBO OT NMEPBOTO /MLa C MOMOLLbIO MEeLen Npo-
rynku. Irpok AosiKeH MMeTb BO3MOXHOCTb MEHATb OMpefeeHHble MaTepuasibl C MOMO-
LLbO MPOCTOrO MOJIb30BaTE/IbCKOro MHTepdelica, ynpaBaseMoro Mbilbio. KNnueHT Takxe
3anpocun apxXUTEKTYPHYIO aHMMaLuIo, KoTopas 6yaeT pa3paboTaHa C MCNob30BaHVEM
Sequencer 1 3an1caHa Ha BUAEO L1 aBTOHOMHOTO BOCMPOU3BEAEHUA 1 PeAAKTUPOBaHMA.

Autodesk 3ds Max 2017 - Student Version  PH.max

T oo S — e
. T 3
e sl LG o+ I

Select  Display

) R ST T

Pl o ek bt ® 4 Setkey| 5%, [KeyFiterse. | © ©

Pucynok 11.1 MNpepocrasnenHas 3D-mogens & 3D Studio Max

Mepsbin Wwar — nogrotosutb 3D-mopenb ana nmnopTta B UE4, BKNoYaa COOTBETCTBYOLWME
MaTepuansl, UV-koopauHaTtbl 1 koopanHatol Lightmap, a Takxke cocpeoTounTbCA Ha co-
3[aH1N YACTON FreomeTpurK, KoTopasa MMMNOPTMPYETCA Ha MecTe 1 Ierko 06HOBNAETCA U Me-
HAeTCA. Al TakKe NoKaXy BaMm, Kak MCNOb30BaTb aBTOMATNYECKYI0 FeHepaLnio KOopamHaT
Lightmap UE4, uToObl CSKOHOMWTb BPEMSA U YNYULINTb KaYeCTBO BalUMX CLIEH.

Mocne nmnopta mogenu B UE4 npuiwino Bpemsa HauaTb UTEPALIMIOHHDIN MPOLIeCC HAHECEHNA
MaTepUanoB 1 pasmeLlleHns CBETA, OTPaXKaOLVX TOUEK, OCBELLEHHbIX MPOCTPAHCTB 1 Ha-
CTPOVIKM NOCTO6PAbOTKYM, UTOOBI OICTPO NONYUNTb OTANYHbIE Pe3yNbTaThbl.

Mocne Toro Kak cLeHa rotosa, caefyowmm Wwarom ABAeTCA co3gaHne aHMMNpPOBaHHO-
ro nowaroBoro pykosoActea C MOMOLLbIO Sequencer. Bbi Y3HaeTe, Kak Nnerko cosfasatb



HACTPOWMKA MPOEKTA 195

npueneKkaTesnibHble aHMaUUn U KaK 3aCTaBUTb UX MPOUTrpbIiBaTbCA N NPEKPATUTb NCMNONb30-
BaHMe BXOAHbIX AaHHbIX, NOCTyNnakownx oT Urpoka.

3aTem nponcxoanT nepeHoc obbekTa Pawn, pa3paboTaHHOrO B rnase 9, B HOBbIN NPOEKT
1 HAaCTPOIKa CLEHbI, YTOObI MO3BOJSIUTbL NIPOKY XOAWTb MO HEl, BKNOYMB CTOSIKHOBEHME
1 YCTAHOBMB COOTBETCTBYHIOLLME aKTOPbI U NapameTpbl MUpa.

3aBepLualoLWM 3Tanom ABNAETCA CO3aHNe CUCTEM NePeKIIoYeHMA MaTePUanoB U reomeT-
puw, KoTopble ncnonb3ytoT Blueprints 1 UMG ana no6asneHns nocnefHero cyion rnoavmpos-
KW 1 NOATOTOBKM NPUNIOXKEHUA K COOpKe 1 OTMpaBKe 3aKa3uuKy.

3aMeTKa

He 3a6biBaliTe — Bbl MOXETe CKauyaTb STOT MPOEKT 1 BCE CBA3AHHbIE C HAM UCXOA-
Hble dpannibl c www.TomShannon3D.com/UnrealForViz.

BoT TpeboBaHMA K STOMY NPOEKTY.

1. Pa3pa60TKa npunoxeHnma apxmeKTypHoPl BU3yannmsauynn nHTepbepa C NCnojib30BaHU-
€M NpefoCTaBJ/IEHHbIX KTTMEHTOM 3D-mopenen.

2. Wcnonb3oBaHue Lightmass gns co3gaHns BbiCOKOKauecTBeHHoro ocgelleHus Gl
U cTpemneHue K GoTopeanusmy.

3. Co3spgaHue 3apaHee onpefesieHHON apXNTEKTYPHON aHMMaL MK C MOMOLLbio Sequencer
1 UCMOJIb30BaHUEM HECKOJbKMX PaKypCOB 1 MEPEXOA0B KaMepbl.

4. O6beanHeHMe NaBHa 13 rMaBbl 9 U MOATOTOBKM CLEHbI, YTOObI UFPOK MOT NepemMeLlaTb-
Cs MO Hen.

5. Pa3paboTka nonb3oBaTeNnbCKoro nHTepderica Ha ocHose UMG, KOTOpPbI MO3BOANUT Ur-
POKY NnepeksitoYaTbCA Ha PasfiMyHble BEPCUN CLEHDI.

6. Pa3pa60TKa CACTEMDI NEPEKNIOYEHNA MaTEPUAJTIOB C MOMOLLbIO MbILLN.

7. C6opKa npoeKTa AN oTnpaBKu.

HacTpoika npoekTa

B 3TOoM pa3pgene paccmaTpurBaeTcA co3aaHme nyctoro npoekra us Epic Launcher n nepeHoc
ob6bekToB Player Controller, Game Mode 1 Pawn B HOBbIN MPOEKT BMeCTe C He06XOAMMbIMU
KOHOUrypaLroHHbIMK darnamm.

STa Murpauus no3BonAaeT UCMONb30BaTb CUCTEMbI, CO34aHHbIe B rnaBe 9, 1 COCPefoToUNTb-
cs Ha nogrotoBke ncxogHbix 3D 1 2D gaHHbIx gna UE4.
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CospaHue npoekTa

WNcnonb3ys Epic Launcher, 3anyctuTe Bepcuio ABMXKKaA, KOTOPYIO XOTUTE NPUMEHUTb, U Bbl-
6epuTe BKNaAKy «HOBbIN MPOEKT», KOraa nosBUTCs 6pay3sep npoekTa.

Ha 3ToT pa3 Bbl He 6yaeTe BKntouaTh Starter Content, noaTomy cHUMUTE GNa)oK, HO OCTaBb-
Te HacTpoliku Target Hardware Ha Maximum Quality.

MpoekT Ha3biBaeTcs Example2. CoxpaHuTe ero pagom ¢ npeablaywmm npoektom, Examplel.

3amMeTKa

EQVHCTBEHHBIN cnocob oTKpbIThb Editor — 3To OTKpbITb MPOEKT. Bbl TakKe MoxeTe
co3paTtb HOBbIV MpoeKT 13 Editor, Boibpas File > New Project.

Mwurpauusa accetoB

Bam HaBepHsika MoHago6uUTcs B3ATb acceTbl, Blueprints u opyryto paboTy, BbINONHEHHYIO
B MpeablayLmX NPOeKTax, U CKOMMPOBaTb UX B HOBbIE MPOEKTDI.

UE4 onvpaeTca Ha KOHLenumio acceToB, CCbINALWMXCA Ha Apyrue acceTbl. Hanpumep, ma-
Tepuasnbl MOTYT CCbIIaTbCA Ha HECKOJIbKO TeKCTyp. Ha KaXkabllh maTepuan, B CBOIO ouepefib,
6yAyT CCbINaTbCA MeLUy, K KOTOPbIM OH MpuMeHseTca, n Aaxe Material Instances, npovssog-
Hble OT Hero.

M3-3a aToro alenyer ObITb OCTOPOXKHbIM MPW PYYHOM KOMNPOBAHNUN COAEPNKMMOIo Mexxay
npoeKTamu, YTOObI OHU COXPaHANN 3TN CCbTKN 1N NMPaBUJIbHYIO CTPYKTYPY NManok; B NpOTUB-
HOM Ciliy4ae CCbITIKM nepecTaHyT pa6OTaTb, UYTO MOXKET NPUBECTU K owmnbKam 3arpysku, 6a-
ram nnun ga<e c60sM B Ballem npoekTe.

CaMblll HaieXKHbI CNOCO6 KOMMPOBaHKA KOHTEHTA 113 OJHOMO NPOEeKTa B APYro — 3TO UC-
nonb3oBaHve ¢pyHKuun Content Migration. Murpauua rapaHTupyeT, UTo BCe acceTbl, Ha KO-
TOpble CCbiNalTCA ApYrre acceTbl, KOTOPbIE Bbl XOTUTE CKOMMPOBaTb, ByAyT CKOMMPOBaHbI

B LleNIeBOV NPOEKT.

YT106bl NEpeHeCcTn COAEPKMMOe 13 OJHOrO MPOEKTa B APYrou, OTKPOWTE MCXOAHbIN NPOeKT
(NpoekT ¢ dparnamm, KoTopble Bbl XOTUTe ckonupoBaTb) B Editor. B gaHHom cnyyae 310 6yget
npoekT Examplel.

Mocne ero oTKpbITVA BbIGEPUTE acceTbl, KOTOpble XOTHTe cKonvpoBsaTb B Content Browser.

Bbl MoXeTe BblOpaThb OTAENbHbIE acCceTbl, YPOBHU UNK Liefble nanku. B Hawem cnyyae Bbibe-
pute naBHa, PC 1 GameMode (pucyHok 11.2). LLlenkHnTe NnpaBoi KHOMKOM MbllwK 1 Bblbe-

pute Asset Actions > Migrate.
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WAGNeW®) Limpot B SaveAll € | % Content » Exam

Pucynok 11.2 Murpauus accetos n3 npoexTa Examplel

OTKpoeTca cBofKa $alinoB, KOTopble OyAyT CKONMPOBaHbI B HOBbIN NPoeKT. [TpocmoTpurTe
ee 1 ybeauTech, UTO Y BaC eCTb BCE, YTO BaM HYXHO, 1 HNYEro Takoro, Yero Bbl He XOTUTE ne-
peHocnTb (prcyHok 11.3).

AL Asset Report

The following assets will be migrated to another content folder.

P_UE4Viz_Interior_Game
P_UE4Viz_Interior_Pawn
P_UE4Viz_PC

Pucynok 11.3 Cnucok daitnos, kotTopblie 6yayT MUTPUpPOBaHbI
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Mocne nogTBEPX/AEHUA CBOAKMN NOABMTCA IKPaH C 3anpocom BbibpaTb KaTanor Content
B paMKax HOBOro npoekTa. MepeiignTe B nanky Content HOBOro npoekTa 1 HaXXMUTE KHOM-
Ky OK (pucyHok 11.4).

@ Choose a destination Content folder X
<« v A <« Example2 > Content v O R Search Content
New folder B~ @
~
Name Date medified Type Size
Collections 03.11.2020 20:21 File folder
Developers 03.11.2020 20:21 File folder
Example2 08.11.2020 22:32 File folder
< >
Folder: [Content J

i [soearou | | cm |

Pucynok 11.4 Ykaszanue Content kaTtanora B HoBoM npoekte Example2

UE4 ckonvpyeT daibl i COOBLNT 06 YCNELHOM BbINOAHEHWUN. Bbl AOMXHbI HEMeaIeHHO
YBUAETb CKOMMPOBaHHbIN KOHTEHT B KaTanore Content HOBOro NpoekKTa.

He 3abyabTe npo HacTpouky Input

Bonbluas yacTb paboTbl Obina cocpefoToueHa Ha BXOAHbIX JaHHbIX NepBOro NpoekTa, 1 no-
JyUnTb X B HOBOM NpoekKTe fierko. Ha camom gene PC n 06bekT Pawn He cmornu 6bl ckom-
NUINPOBaTbCA, MOTOMY UTO OHU CCbinatoTcA Ha input bindings, cozgaHHble B Examplel.

3T napameTpbl xpaHATca B nanke Config. 3Tu dannbl He ynpasnstotcs ns Content Browser
1 He KOMMPYIOTCA NP NCNOMb30BaHMM MHCTPYMeHTa Content Migration, nosTomy nx Heo6-
XOAVMO NepemMecTUTb BPYUHYIO.

[Ona storo HarpuTe dann Defaultinput.ini B katanore Config ncxogHoro npoekta (Examplel\
Config\) n ckonupyite ero B katanor Config uenesoro npoekTa (Example2\Config\).

KOHMpOBaHVIe, nepenmnMmeHoBaHue U nepemMmeleHne
acceToB

Mpw oTKpbITUK NpoekTa Example2 o6paTnTe BHMMaHWe Ha nanky Examplel, cogepatlyto
nasH, PC n GameMode.
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Bbl XOTWTe NnepemecTnTb X B HOBYIO MankKy, KOTOpasA He 3aBUCKT OT NPoeKTa 1 ee ner-
KO HaTu, 1 ceyac camoe nogxopsilee Bpems n3basntbca ot nanku Examplel B Content
Browser. Tenepb Bbl HaxoauTech B Example2!

Bcerpa BbinonHANTe NepemelleHne, KOMMPOBaHWe, MepenMeHoBaHve nnu tobble fpyrve
onepauuu c darinamu B nanke Content c nomotbio Content Browser. 370 rapaHTUpyeT, 4To
CCbINKW Ha NepeMeLLeHHble UM NepenMeHOBaHHbIe acceTbl coxpaHsatoTca. Mpu Heobxoaun-
MocTu co3paeTca redirector. 1o He6onblune dainbl pasmepom 1-2 Kb, KoTopble ciy»<aT
yKa3zaTesieM Ha NpaBWIbHOE PACroNoXeHe acceTa.

BbinonHute cnepytowne gencTams.

1. CoszpaniTe HoByto nanky B Content directory nop HazsaHvem UE4Viz, a B 3Tol nanke —
Apyryto nog HasBaHuem Blueprints. A Bbibpan 3Ty nanky, 4To6bl copepaTb MOBTOPHO
NCNOSb3yeMblii KO, KOTOPbIN A MOT Obl MepeHOCUTb U3 MPOEKTa B NPOeKT 6e3 Heobxo-
OVMMOCTU NeperMeHOoBbIBATL UM KOMMPOBATb YTO-NNGO.

2. NepertawuTe acceTbl Pawn, PC 1 Game Mode B nanky Blueprints, KoTopyo Bbl TOJIbKO
yto cozganu. UE4 cnpocuT, XoTuTe N1 Bbl NepeMecTUTb UM CKONMPOBaTb acceTbl. Bbl-
6epute Move.

3. LLUenkHuTe NpaBoi KHOMKOM Mblwin Ha nanke Examplel n sbibepuTe Fix Up Redirectors
in Folder.

4. Ypanute ctapyto nanky Contentl, wenkHyB no Hewn npaBon KHONKoM mblwmn B Content
Browser n Bbibpas nyHKT Delete.

5. Bbibepute Save All Ha naHenn MHCTPYMEHTOB 0603peBaTeNs COAEPKUMOT0, UTOObI
y6eanTbCA, UTO BCE BaLLW M3MEHEHNA COXPaHEHbI Ha ANCKeE.

Pa6oTa c Project Settings

Heckonbko BapraHTOB peHAepuHra moMoryT onTummsnpoBaTtb Engine gna ncnonb3oaHus
B BM3yann3aLmaAX apXnTeKTypbl. DTW CLiEHbI, KaK MPaBW0, ropa3fo MeHee NHTEHCUBHbI, YemM
CLieHbl BUAEOUTP, YTO MO3BOMAET BaM YBEIMUNTb HEKOTOPbIE HACTPOWKI 1 BCe elle noaaep-
XKMBaTb CTabW/bHYIO YaCTOTY KadpoB.

OTKpolTe franorosoe okHo Project Settings u3 meHto Edit n nepeiigute K KHornke
Rendering B neBom cton6ue (prcyHok 11.5). I3ameHWTe HacTPOMKK, Kak MOKa3aHo Ha PUCYH-
Ke 1 ONu1caHo B ClieayioLLeM CrincKe.
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Engine

Editor

get pe

Platforms

Pucynok 11.5 HacTtpowiku peHgepuHra npoekTa

1. Disable Texture Streaming: 3T0T napameTp npefHas3HayYeH Ans BKAoYeHMA 6onb-
LIMX UTPOBbIX MUPOB B OrPaHNYEHHOI NaMATN Ha KOHCONAX 1 6onee cTapom 060py-
foBaHum MK, OTo MOXKeT NprBeCTU K owmbkam oTobpakeHrs CBETa NP UCMONb30Ba-
HMW apXUTEKTYPHbIX Mellen n Lightmaps Bbicokoro paspelueHus Disabling Texture
Streaming 3acTaBnAeT Bce TEKCTYPbI, UCMOMb3yeMble Ha YPOBHE, 3arpy»aTbCA B one-
paTUBHYO NaMATb cpasy. Icnonb3yinTe 3Ty HAaCTPOINKY C HEKOTOPOW OCTOPOXKHOCTbIO.
MoToKoBas nepefaya TEKCTYP ABMAETCA BaXKHOWN ONTUMIM3aLMEN ANA CIIOXKHbIX CLEH,
U ee OTK/IIOUEHMNE MOXET MPUBECTM K Npobremam C NPOV3BOANTENIbHOCTbIO.

2. Set Reflection Capture Resolution: uTo6bl NONYUNTb CamMble KaUeCTBEHHbBIE OTPaxe-
HUWA, Bbl MOXeTe yBennunTb paspeluerme Reflection Capture Actors, KoTopble pasme-
LaeTe Ha CBOMX CLeHax. byabTe 0CTOPOXKHbI, yCTaHABAMBAA €ro CILWKOM 60MbLWNM:
3TO MOXET CbeCTb MHOIO MaMATY, EC/IN Y BAC MHOIO OTPaXKEHUIA C BbICOKMM paspe-
weHueMm. fl He pekoMeHayIo AenaTb 3HaueHue 6onee 512 A5 3TOro NnapameTpa, ecim
y BacC TOJ/IbKO HE OHO U/ [1Ba OTPAXKEHUA HA KaXK[OM 13 YPOBHEN.

3. Turn on Support Global Clip Plane for Planar Reflections: 3epkana 1 otpaxeHus
ABNSAOTCA OCHOBHbIM 371eMEHTOM Bu3yanusauuu, u UE4 nogaepKunBaet 3epKasnbHble
Planar Reflections. 3To oueHb foporasn HacTPOWIKa, 1 Bbl LOJIXKHbI BKJTOUMTb €€ TONbKO
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B TOM CJiy4dae, eC/ih OHa BamM abcontoTHO Heo6xo,qmma. [axe ecnn OTpaeHnA He OTO-
6pa>Ka+0Tc;1 Ha 3KpaHe, OHM OKa3bIiBalOT 3HaYUTE/IbHOE BNAHNE Ha NPOU3BOANTESb-
HOCTb peHAepuHra B MacluTabax Bcero npoekKTa.

Bbl MOXeTe CMArYMTb 3TO BO3AeNCTBUE C Momollbio NaHenu Details, uTobbl oTknt0-
YNTb MHOXECTBO bosee TaxKenbIX GYHKLUIA, TaKNX KaK HEKOTOPbIE HACTPOWKM NOCTO6-
paboTkun, Hanpumep Screen-space Ambient Occlusion n Reflections. Bbl gaxke moxete
OrPaHNYNTb BUAUMbIX aKTOPOB U PACCTOAIHME, HA KOTOPOM ByfleT 0TOBpaXkaTbCs OT-
pakeHHas cLeHa.

4. Turn off Separate Translucency: Separate Translucency — 370 noBblleHVe Npoun3-
BOAUTENIbHOCTMN NSt UFP C 6ONbLIMM KONMYecTBOM 3$HeKTOB anbda-npo3pavHoCcTy,
TaKMX KaK NCKPbl 11 B3PbiBbl. ITW 3 dEKTbl MOryT ObITb OUEHb JOPOTMMU AN MPUMEHE-
HUA Taknx 3¢ dekToB, Kak Depth of Field, noatomy 3Tu 3pdpeKTbl BU3yanusmpyoTcs oT-
LenbHO N UTHOPVPYIOTCA MOCTOOPaboTKON. BaM He Hy>KHO, MOTOMY UTO Bbl HABEPHAKa
XOTWTe, UTOObI MONYNpPO3payHble MOBEPXHOCTY Benn ceba Kak MOXHO peanncTnyHee.

JTa HaCTpOI;IKa He BJINAET Ha MaTepuanbl Masked, NO3TOMY Takune Beln, Kak pacTtun-
TEJIbHOCTb, 006bIYHO He 3aTparneatoTcA.

5. Turn off Ambient Occlusion and Ambient Occlusion Static Fraction: 3t1 napame-
Tpbl OTHOCATCA K Screen-space Ambient Occlusion (SSAO) n adpdpekTam noctobpaboT-
Ku. SSAO — 3TO OT/INYHBIN CNOCco6 A06aBUTb AeTanu K AMHAMNYECKUN OCBELLEHHbIM
cueHam 1 o6beKkTam. MoCKoNbKY Balla CLieHa MoYTW NOSIHOCTBIO CTaTUYHA W Bbl UC-
nosb3yeTe BbICOKOKaueCTBEHHble HacTporKm Lightmass, Bbl MoXeTe OTKNIoUnTb 3Ty
HaCTPOWKY ANA 3HAYNTENIbHOIO NOBbILIEHNA NPON3BOANTENIbHOCTH, 0CO6eHHO npu 60-
nee BbICOKMX pa3peLLeHusX.

DTV HAaCTPOWKM BANAIOT TONBbKO Ha 3¢ deKT SSAO 1 He BAnsAoT Ha AO, pacCUMTaHHbIN
no Lightmass. Static Fraction koHTponupyeT, Hackonbko 3ddekT SSAO coueTaeTca

C 3aMeyYyeHHbIMU CBETOBbLIMY KapTaMU, a TakXKe MMeeT HaKlafHble pacxofbl Ha MPou3-
BOAVTENIbHOCTb, KOTOPbIE MOXKHO YMEHbLUNTb, OTKJIIOUMB 3D OEKT.

HacTpoiiku npoekTa aBToMaTMyecKn 3anucbiBatoTca B aiin npoekta DefaultEngine.ini,

N HeT HeOBXOAMMOCTU COXPaHATb ero nepes 3akpbiTrem okHa HacTpoek. OfHaKo, NOCKOsb-
KY Mbl I3MEeHWUNN Takne HacTpoWKky, Kak Planar Reflections, Bam Hy»HO GyzeT nepesany-
cTuTb Editor, UTo6bl 3TV HACTPONKU MOXKHO 6bIIO MHULMANM3MPOBaTb. ECTb BEPOATHOCTD,
UTO NPV NOBTOPHOM OTKpbITMM Editor Bbl CTONKHETECH C NepeKoMnunALMen LWeaepoB, KO-
TOpan MOXeT 3aHATb HEKOTOPOE BPeMs, HO AO/KHa NMPOV30MTI TOJIbKO OAVH pas3.
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3aknouyeHme

Tenepb Ball NPOEKT roTOB K 3aMycKy. BkntoueHne HEKOTOPbIX paclunMpeHHbIX GYHKLNA peH-
aepviHra UE4 n oTKnoueHne oTAenbHbIX HEHY»KHbIX GYHKLMIA ynyyLiaeT KauecTBo n3obpa-
XeHuA 1 no3sonsAeT n3bexatb Npobnem ¢ NOTOKOBOW Nepefavert TekcTyp, SSAO n nony-
Npo3payHbIMU MaTepuanamm.

Bbl TakKe y3Hanu, kak ncnonb3oatb dpyHKumio Content Migration UE4 onsa nepemelieHnn
roToBoOI paboTbl U3 OAHOrO NPOEKTa B APYroii, rapaHTHpPys, YTO BaM He NPUAETCA 3aHOBO
n300peTaTb KONeco A KaXKAoro npoekTa. BXxogHble HaCTPOlKM Takke 6blivi CKOMMPOBaHbI
yepes.ini-pain.

Tenepb Bbl FOTOBbI HAYATh YUMTbCA OCBELLATb CBOW MUP, MPUMEHATb MaTepUabl U UCTMONb-
30BaTb Blueprints n Unreal Motion Graphics (UMG), 4To6bl N03BONUTb UFPOKY BHOCKTb UH-
TepPaKTUBHbIE N3MEHEHMS.
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MPOLECC PABOTDI
C AAHHbIMWA

MNonyyeHne TOUHbIX apXUTEKTYPHbIX AaHHbIX B UE4
Ha NepBbli B3rNAL MOXeT NoKa3aTbCA C/I0KHOMN
3afjlayei 1 NPOTUBOPEUNTb BalMM pabounm npo-
Lieccam. Ho ¢ nomoLyblo HECKONbKNX CTpaTernn

N NOHMMaHMA BCero npotecca paboTbl Bbl CMO-
XeTe nerko nony4nTb no6on Tun gaHHbIX B UE4.
Bbl 6ygeTe mnopTupoBaTb MacCuBHble Habopbl

AaHHbIx B UE4 6e3 TpyAa 1 B KpaTyalume CPoKW.
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OpraHunsaums cueHbl

[lna 3TOro npoekTa Bbl NOTPaTUTE MHOIO BpeMeHu BHe UE4, BHYTpU BalvX NPUSTOXKEHWI
DCC, co3paBasn 3D-mofenu n TeKCTypbl, KoTopble 6yayT nmnoptmposaHbl B UE4.

CueHapwuii: faHHble, NpeAoCTaBeHHbIe BALLWM KIIMEHTOM, OKa3a/iMcb XOPOLLEro Kave-
CTBa. VIX MO>KHO MCMOJIb30BaTb NOYTU «3 KOPOOKIM», HO Bbl BCE PAaBHO XOTUTE NOTPATUTb
BPEeMA Ha NMOAroTOBKY KOHTEHTa, UTo6bl OH MMnopTuposasnca B UE4 Kak MOXHO npolye
N HageXHee.

HauHuTe c opraHmnsaumm cueHbl B Bawem 3D-npunoxeHun. CATP 1 nHxXeHepHble npuioxe-
HVA YaCcTO He reHepupyIoT Hanbonee 3neraHTHO Ha3BaHHbIE MM OPraHN30BaHHbIE CLiEHDI.
YacTo cneunduyeckan nornka NCnonb3yeTca Ana MMeHOBaHNA 06bEKTOB, KOTOpble TPYAHO
4nTaTb, UM OHM HecoBMecTUMbI ¢ UE4 nnu koHBenepom FBX. invHHbIe nnu cogepatyme
CNIOXKHbIE CUMBOJIbI IMEHa MOTYT BbI3BaTb Npobnembl ¢ 3kcnoptepom FBX 1 UE4.
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Pucynok 12.1 Opranusauus 3D-cuenb 8 3D Studio Max
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OnpeneneHme HaI/IJ'IyLIIJJeI7| opraHn3saunn ansA Ballero KOHKPETHOro KOHTeHTa U afjantaumna
BalWNX NHCTPYMEHTOB 1 NPOLeCcCoB K I'IOTpe6HOCTﬂM KOHBeVIepa FBX 3aBncAT TONbKO OT Bac.

B 3TOM clyuae Bbl MOXeTe UCMOb30BaTb MPOCTON CLIeHAPUIA NeperMeHOBaHMs, YTOObI yNpo-
CTUTb MMEHa OOBbEKTOB Ha CLiEHe 1 NPUBECTUN UX B COOTBETCTBIUE C MPUHATON CXEMOI MEHO-
BaHuA UE4, B koTopol npedurkc SM_ cTaBUTCA Nepep cTaTyeckmmn mewamm (pucyHok 12.1).

Tenepb 3T0 AenaeTcs 6bICTPO 1 SIEFKO MO CPABHEHWIO C MOMbITKOW NeperMeHoBaTb BCe, UTO
6bIN10 3KCMOPTHPOBaAHO, Ui B UE4, rae nepenmeHoBaHvie ropasfo 6onee BaxKHO.

Bbl TaKXe MOXKeTe 0TCOPTHPOBATL CBOI CLIEHY MO CJIOAM B 3aBUCHMOCTM OT TUMa MOZENN,
Hanbonee pacnpoCTPaHEHHbIMU TUMAMK KOTOPOI ABNAIOTCA PeKBU3UT (Props) U apXUTEKTY-
pa (Architecture). 3To no3BonAeT nerko BbI6KPaTh CIOW ANA SKCMOPTa UK yNpaBiaTb BUAN-
MOCTblo 06beKTa Ha CLieHe.

MaTepuannbi

Xota UE4 He noffeprBaeT MOJIHbIN UMMOPT/3KCNOPT MaTepranos 13 3D-nprnoxeHunn,
OH NOAAEePKMBAET MMMOPT OCHOBHbIX GYHKLIMIN MaTeprana, Takux Kak LiBeTHble 1 Texture
Maps. IMnopT Aake OCHOBHbIX MaTepunasioB 3SKOHOMUT MHOIO BPeMeHW Ha NepBoHayvaJsib-
HOW HaCTPOWKe CLeHbI.

UE4 Takxe nofaep»KnBaeT Ha3HaueHvie aTprbyTOB Ballero MaTeprasna onpeeneHHbIM na-
pameTpam B yKazaHHOM poanTenibCKoM MaTepuane. BMecTo cosfaHna maTepuana ana Kax-
[Oro UMMOPTMPOBAHHOIO MaTepuana fenaetca Material Instance Asset n HacTpamBatoT-

CA ero napameTpbl. OTO OTANYHbBIV paboumnii NpoLecc AnA NPOABMHYTbIX MONIb30BaTeNel,

1 51 NPU3bIBalo BaC BEPHYTbCA K HEMY, KOTfa Bbl 3aXOTUTE NOBbICUTb 3PpEeKTUBHOCTb CBOUX
paboumnx npoLeccos.

O6paTtunTe BHMUMaHMe, YTo UE4 nogaepKmnBaeT TONbKO CTaHAAPTHbIE MaTepmabl 4N Npu-
NoXKeHWin. MaTepuarnbl 13 Nonb30BaTENbCKUX PEHAEPOB, Taknx Kak V-Ray, MoryT BoobLye
He MMMNOPTUPOBATLCA UM UMMOPTMPOBATLCA MIOXO.

B aTom cnyyae B ncxogHomn mogenu ncnonb3ytotca Autodesk Architectural Materials, koTo-
pble He NPUAEPKMBAOTCA TEKCTYPHbBIX GOPMATOB 1 BXOLHbIX faHHbIX, NOAAEPKBaeMbIX
UE4. Al ncnonb3oBasn NpoCTon CKPUNT, KOTOPbIV 3aMeHAN KaXAbl U3 HUX CTaHAapPTHbIM Ma-
Tepwuanom 3D Studio Max c Tem e nmeHeMm, oTOpacbiBas BCe OCTalibHble MapaMeTpbl U Ha-
3Hayan NpocTble pacTpoBble U306paxeHnsa Anddy3HbIM KOHTaKTaM BXOAa, KOrAa 3TO 6bl1o
BO3MO>HO.

Multi-subobject (MSO) Materials Takxe nogaepxusatotca UE4, HO meLuy HyxeH Kak Material
ID, Ha3HayeHHbIN rpaHAM, Tak n MaTepuan MSO ¢ yHUKanbHbIM MaTepraniomM, Ha3HauYeHHbIM

kaxgomy ID. Hanpumep, meww ¢ yeTbipbma Material ID 1 Tonbko ogHMM MaTepranom, HasHa-
YyeHHbIM B Max, OyaeT MMNOpPTUPOBaTbCA Kak MeLl TofbKo ¢ ogHUm Material ID.
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Bbl Tak»Ke AOMKHbI HaMTN BpeMs, UToObl MeperMeHOoBaTb CBOW MaTepuranbl U TEKCTYPbI B CO-
OTBETCTBUM C BalLMM cornalieHnem o6 nmeHosaHumn. OnATb e, 3TO ropasfo npotue cae-
natb B Bawem 3D-npunoxxeHun, yem B UE4.

ApxunTtekTypa n apMaTypa

CHauana BaM CTOWT Nony4mnTb ocHoBHble Architectural Meshes — cTeHbl, Mosbl, NOTONKY,
CBETWIbHUKM 1 TEXHVKY — MMMNOPTUPOBaHHble B UE4 1 MOMeLLeHHble Ha HaLly CLieHy. OTu
MELLW YHUKAJIbHbI 1 HE HY»AaloTcA B nepemelleHnm. TakxKe BaXKHO, YTOObI OHM pacrnonara-
JINCb TOYHO B TOM e MeCTe, UTO U UCXOAHbIE AaHHblE.

O6ecneueHue uncTom reomeTpmm

YuncToe ocBelleHre TpebyeT UNCTON, XOPOLLIO NOAOrHaHHON reomeTpun. MepuaHua, NATHa
1 OWNGKIN OCBELLEHNA [EMOPa3YIOT, MOCKONbKY TPebyioT MOBTOPHOI CHOPKM Nocne Um-
rnopTa reoMeTpun 1 y>xke NpoBefeHHOW ANUTeNbHOM CO0PKM CBeTa.

[1Ba cambix 60/1bLLINX BUHOBHWKa — M0XME HOPManu y rpaHel (nepeBepHyTble FpaHu) 1 co-
BnajatoLLe niv CnoxeHHble rpaHn. Y To 1 gpyroe Bbi3biBaeT MepLaHue 1 Nnioxoe oceelle-
Hue. Lightmass He MOXeT NpaBMbHO PaccunTaTb OTPAKEHHbIV CBET OT 3TUX rPaHel 1 YacTo
BO3BpALLAET YePHbI LBET.

YT06bl HaNTK NepeBepHyTble HopManu, oTkntounTe backface culling nnu double-sided
Materials B Bawem 3D-npunoxeHun. HekoTopble NprnoXKeHna TakKe npeanaratoT NH-
CTPYMEHTbI BM3Yyanun3aLmm, KoTopble MOMOTYT BaM UCKaTb NepeBepHYTble FPaHu.

HaliTn coBnagatowme rpaHy MoXeT 6bITb cioxHee. Pagu nponssogutenbHoct UE4 nc-
nonb3yeT 16-6UTHbIN Bydep rnybrHbl, KOTOPbIN 6onee CKIOHEH K MepLaHuio, Korga rpa-
HU PacnosioXKeHbl 6osiee 613K, YeM Bbl MO/ Obl MCMONb30BaTb C PEHAEPUHIOM TPACCU-
poBKM Nyueid. OTa Mofesb MMesa MHOTO NepeKpbIBaALLUXCA rPaHel, KoTopblie TpeboBanu
3HaUUTENbHON OUNCTKNU. MHOMMe OWNOKM He Gbin OYEBMAHBI 10 TEX MOP, MOKa NX HE UM-
noptuposanu B UE4 1 He yBupenu Tam mepuaHue. bygbte Tepnenusbl, Bbl MONyUYnTE NX BCE.
O6ecneyeHrie xopolLleln NTepaTUBHOWM HAaCTPOWKN paboyero npouecca Aenaet ycTpaHeHve
nofo6HbIX Mpobsiem ropasfgo MeHee 60Me3HEHHbIM.

Bbl Tak>ke HaBepHsAKa 3axoTuUTe n36exaTb OAHOCTOPOHHUX MeLuell. CBeT 6yAeT NPOXOANTb
uepes 3aJHI0l0 CTOPOHY 1 BbI3bIBATb YTEUKY CBETA U ApYrue OlWNOKM peHLepurHra. B aToi
CLeHe A [Jo/KeH Obll co34aTb BHELUHMWE CTEHbI, @ TAKXKe NMOTONIOUHbIE U HANOJbHbIE COOPY-
XKeHus, uTobbl 06eCcneUnTb XopoLlee OCBELLEHNE.

MUcnonb3oBaHue xopowunx UV-koopauHar

Hanunumne xopownx UV-koopaunHaTt oueHb BaxkHO B UE4. noxue UV-koopanHaTtbl He ToNb-
KO 3aTPyAHAIOT HaHeCeHVe maTepuasnos 1 NPUBOAAT K MSIOXOMY BHELLHeMY BUAY, HO U MOTYT
HeraTMBHO MOBMIMATbL Ha KaYeCTBO PeHAeprHra 06EKTOB.
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basoebii kaHan (Channel 0)
Kanan 0, 6a30Bbiii UV-KaHan, ABNAETCA KaHaIoM MO YMOYaHUIO ANA NPUMEHEHNA TEKCTYP

K Melam.

[MpepocTaBneHHaa mofenb coagepKuT Mmewwn ¢ xopowmnmn UV-koopanHaTtamu, HO BbIrnaauT
KaK NinTKa, NoBTOPAACh Kax bl 1 cm (ZaHHble CAD yacTo 6yayT cOnocTaBasTbCA C peanb-
HbIMV eVHMLaMK n3MepeHMs). XOTA Bbl MOXKeTe MaclUTabupoBaTb CBOV TEKCTYPbI B Ma-
Tepuanax UE4 gna kKomneHcaumu, A npeanoymTato 3Toro He genatb, NOTOMY YTO 3TO 3a-
TPYAHAET YTeHVe MeLla AnA NpeaBapuTesIbHOro MPOCMOTPa — TEKCTYpa pacTArnBaeTca

B 60/blIOM MacluTabe, HEOOXOANMOM LA KOMMEHcaLun.

Al npepnounTato macwTabrposaTb cBon UV-koopauHaTbl npuMepHo 1o 1 m. fl genato 310
nun6o c nomolypbio box UV modifier (pucyHok 12.2), nn60o, ecnu y>ke ecTb peasibHble MacluTa-
6vpyeMble KOOPAMHATbI, TOAOGHbBIE TEM, YTO B STOW MOAENN, A UCMOMb3Yo MOAUDUKATOP
UV map scaler gna macwrabrpoBaHusa KoopanHaT fo 6onee ygobHoro macwrtaba UE4.

o [DEER- P BE»
Edit Vi

0ol fiews

Modeling
Polygon Modeling

[+]1[Pes

Modifier List

© > [UWhp

v Parameters
Mapping:
Planar
Cyindrical 1 Cap

Spherical
Shrink Wrap

U Tile: 1.
VTie: 1.
W Tile:
Real-World Map Size
Channel:
® Map Channel: 1
Vertex Color Channel
Alignment:
X Y ez
Manipulate

Fit Center

0/100

I Bitmap Fit Normal Align

34C a Bx e 3 Grid = 10.0am ' AutoKey  Selected (CENRTIIN S I T Ry ol
el Ciick or dick-and-drag to select objects @ AddTime Tag Y| [setkey ;% | KeyFilters... | [0 F 6 >4,

PucyHok 12.2 lMpumeHeHune ogHoro ak3semnaspa Box UVW map modifier ko Bcem cTeHam, nonam

M NOTONIKaM
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Lightmass (Channel 1)

Lightmass TpebyeT uncTbix, HenckaxxkeHHbix UV-KoopamnHat, 4tobbl 6bITb 3PGEKTUBHBIM. Bbl
MoKeTe b0 MOBTOPHO YNakoBaTb CBOU KOOPAMHATbI B 3D-NpunoxeHnu, 1M60 NonoXutb-
CA Ha cucTemy nepeynakoskn UE4.

Al 06b14HO onupatock Ha Automatic Lightmap Coordinate Packing UE4, rapaHTrpys, 4uto Mmon
MOZEeNV MetoT xopolure 6a3oBble KoopAnHaTbl kaHana UV nepep skcnoptom. bonee cnox-
Hble MEeLLN MOTYT NoTpeboBaTb PYYHOIO pefakTUPOBaHNA STUX KOOPAUHAT ANA JOCTUXe-
HWA HaWNTyYLLKX Pe3yNbTaToB, HO GOMBLUMHCTBO Mellell paboTaloT OYeHb XOPOLLO.

Ta cucTema He pasgenifer Kpas, He NPUMEHSET 1 He MeHsieT Bawwn UV-guarpammbl Kakum-
nn6o o6pasom. OHa npocTo 6epeT UV-faHHble KaHana 0 1 nepeynakoBbIiBAET nX.

[Ons cueH, koTopble He nmetoT UV-KoopanHaT, Unm Koraa Bbl MOAenunpyeTe COOCTBEHHbIe
CLieHbl, Bbl BCe eLle MOXKeTe NCNOoMb30BaTbh aBTOMaTU4YeCKyio yrnakoBKy B UE4, HO BaM HYyXHO
ybeamnTbcs, uto Bawm 6a3oBble UV-KoopamnHaTbl UncTbl, 6e3 UV-UcKaXKeHnii 1 MMetoT Xopo-
LLO PACMONIOXKEHHble FPaHNLIbl.

BONbLUINMHCTBO CTEH, MONOB 1 MOTOIKOB MOXHO O0TO6Pa3nTb C NoMoLLbio a box-style
mapping. KoHeuyHo, HeKBaApaTHbIE FPaHN MOTYT NOTPe60OBaThb AOMNONHNUTENBHOIO BHIMA-
HWS, HO ecnn Bawwm 6a3oBble Texture Maps Bbirnagat xopolwo, UE4 fonmxkeH 6biTb B COCTORA-
HUK caenaTtb XopoLuni Habop KoopauHart Lightmap ans sac.

3KCI'IOpTVIpOBaHMe CLIEeHbI

Tenepb, Korga BaLlv meLlr NOArOTOBMEHbI, NPULLIO BpeMa nmnopTtuposaTtb nux 8 UE4. Ina
3TOro CHayasna Hy>Ho CoXpaHuTb ux B dpaiin popmata UE4, KOTOPbIN MOXKXHO MMOPTUPO-
BaTb. [1nA cTaTMyeckux MeLein npegnoututesnbHbiMm popmatom daiina asnaerca FBX.

[na skcnopTa Bawew mogenun B FBX JOCTYNHO HECKONIbKO METOAO0B. Y KaxA0ro U3 H1X cBou
NnpeumyLLecTBa 1 HeJOCTaTKK, M KaXAbl MOXET paboTaTb Nlyylle A Ballen CUTyaumm unm
CLieHbl.

MUcnonbzoBaHue Heckonbkux FBX-dainos

fl npeanounTalo 3KCNOPTUPOBAaTb 0OBEKTHI Ha CLIeHE B OTAeNbHbIe daiinbl FBX. 3To no3so-
NAeT MHe MaKCMManbHO KOHTPONMPOBaTb JaHHbIE, Y A MOTY JIEFKO 1 HafileXHO O6HOBNATD,
3KCMOPTUPOBATH U MOBTOPHO MMMOPTUPOBATb CBOW AaHHbIE.

BonbwmHcTBO 3D-NPUNOXKEHN He MOAAEPXKMBAIOT NAKETHBIV SKCNOPT darnos FBX, uTo Bbl-
HY>K[,aeT BaC yTOMUTENIbHO SKCMOPTUPOBAaTh X OAMH 3a APYruM. 3-3a aToro A paspabotan
cueHapuii Max, KOTopblii MO3BONAET MHe 6bICTPO cAenaTh 3TO (PUCYHOK 12.3). Bbl MoxeTe
CKavaTb ero no agpecy www.TomShannon3D.com/UnrealForViz.
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BakHo oTmeTnTb, uTo UE4 ncnonb3yeT uma daiina FBX B KauecTBe MMeHV MMNOPTUPOBaH-
HOro MeLla 1 UITHOPUPYeT NMSA, Ha3HauyeHHoe B BalleM 3D-npunoxeHun.

3 UE4 FBX Exporter Version 1.2 X

Export Mode
® Export Selected Objects to FBX Files 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 Collision Shells?
Define scene origin?
Select New Origin
FBX Export Presets:
® Static Meshes Show FBX Dialog
Scale from system units to luu==1cm?
Export Path:
Export to folders using Layer Name?

Open Export Path in Explorer

36 Meshes Selected to Export

C:\UE4VizX\Source \Export
SM_Baseboards_01.fbx @ [0,0,0]

M_Cabinets.fbx @ [0,
SM_Ceiling_02.fb>

fb
@ [0,0,0]

Export Selected Objects to FBX

Pucynok 12.3 Ckpunt ans Max ncnonbsyetcs gns naketHoro akcrniopta ¢avinos FBX gna UE4;

AN8 NonyyYeHUs ONONHUTENbHOW MHbOpMaLmnmn nepenauTe no ccolnke www.TomShannon3D.com/
UnrealForViz

MUcnonbsoeaHue ogHoro FBX-danna

Bbl Tak»ke MOXeTe 3KCMOPTUPOBATL BCIO CBOK reoMeTpuio B oanH dain FBX. UE4 moxeT nmrop-
TUpoBatb paiin FBX ¢ HeckonbKumy 06bekTaMm B HEM pa3HbIMK criocobamu. MapameTpbl Bapb-
VPYIOTCA OT CO3A4aHUA eIMHOIO MOHOJIMTHOIO CTaTMYECKOro MeLlia 10 MMMopTa Kaxaoro oobek-
Ta B BUfje CTaT1yecKoro mMella B Gpais no otaenbHocT ¢ nomoubto Content Browser. UE4 Takke
npeanaraet oyHKUmio Import to Level B meHto File, kKoTopasd no3BonAeT aBToMaTU3MpoBaThb MM-
MOPT CNOXHbIX MepapXmyecknx MOAeneln B KOMMIeKTe C KaMepamu, MOACBETKOM U aHUMaLMEN.

3TV ONUMKN OYEeHb NMPOCTbI B MCMONIb30BAHUN, 11 3TO OTSINYHBIN CNOCO6 HbICTPO UMMOPTUPO-
BaTb 6onbluvie Habopbl AaHHbIX B UE4.
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Camblii 60bLIOI HeJOCTATOK, C KOTOPbIM i CTOJIKHY/CA C 3TUMU METOLaMU, — 3TO TPYLHO-
CTU C OOGHOB/IEHNEM KOHKPETHbIX MeLLen unv Habopos Mewelt 13 ¢parna FBX. UE4 oxnga-
eT, uTo cTpyKTypa darna FBX octaHeTcA HEM3MEHHON MeXay penMnopTamMm, Mo3ToMy pe-
MMMOPT CTAaTUYECKMX MeLLeil IErKo BbI30BET OLINOKM, ec/iv Bbl He ByaeTe oUeHb OCTOPOXKHbI
C 3KCMOPTOM U1 He CTaHeTe noaAepunBaTb CTPOrMii HABOP IKCMOPTUPYEMbIX OOBEKTOB AJIA
Kaxgoro ¢anna FBX.

UMnopT cueHbl

B 3aBMCMMOCTM OT TOTO, KaK Bbl SKCMOPTUPOBANM CBOU JaHHbIE U KaK XOTUTe YNpaBaAaTb MU
Ha CO6CTBEHHOI CLieHe, Y BaC eCTb HECKONbKO BapVaHTOB, KOFAa Bbl MIMMNOPTUPYeTe CBOW
KOHTeHT B UE4.

MmnopTtupoeaHue B Content Browser

Ecnu Bbl 3KCMOPTUPOBANM COAEPKMMOE B BUAE OTAENbHbIX GainioB FBX, Bbl MoXxeTe nmnop-
TUPOBATb NX MO OAHOMY WM B MAKETHOM peXknMe, nepeTtackmsas dannbl FBX 13 cuctemHbix
dannos (prcyHok 12.4) nnu ncnonbsya kHonky Import 8 Content Browser.

X =]

organize

« Downloads » UEAViz Example2 Penthouse.CAD Source > Export

4

» Example2

PucyHok 12.4 /ImnopT Heckonbkux dpaninos FBX nytem nepetackumsanus ns Windows Explorer
8 Content Browser

Ecnu Bbl 3KCMOPTUPOBanu Ball KOHTEHT B 0auH FBX-dain c 6onbluvm Konuyectsom me-
LIel, Bbl MOXeTe MMNopTMpPoBaTb 3T dalnbl B Content Browser Kak ofyH COBMELLEHHbIN
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CTaTUYeCKNIA MeLl Unn B BUAE OTAENbHbIX Meluel, Bbiopas Combine Meshes B guanore FBX
Import Options, KOTOpbI NOABNAAETCA NPY NOMNbITKe MMNopTUpoBaTb FBX acceT.

Kak BMAHO Ha pPUCyHke 12.5, aTOT Ananor npennaraetT MHOXeCTBO onuun, 60NbLINH-
CTBO M3 KOTOPbIX Bbl MOXETE OCTaBUTb NO YMONYaHUIO, 3a HECKOJTbKUMUW 3aMETHbIMIN
NCKNYEHNAMN.

AU FBX Import Options 3

Import Static Mesh
Current Asset: /Game/Example2/Meshes/Architecture/SM_Walls_09
4 Mesh

Skeletal Mesh [}

Ao Generate Coltsion ]

Static Mesh LODGroup m
Vertex Color Import Opti m
> ]
Remove Degenerates
Build Adjacency Buffer

Build Reversed Index Bu

Generate Lightmap I
One Convex Hull Per UC!

Combine Meshes

TransformVertextoAbs B |

Import Mesh LODs [ |
Normal Import Method  MINLIANIIEIER 4
Normal Generation Meth [IVIITE T8 4

Compute Weighted Norre

p Transform
b Miscellaneous
4 Material

Search Location

[ mportAll |_import_J|_ Cancel |

Pucynok 12.5 [Jnanorosoe okHo FBX Import Options. Auto Generate Collision oTkntoueHa,
B To BpeMs kak Generate Lightmap UVs BknoueHa, kak n napameTtpbl Material and Texture import

Auto Generate Collision

Onuusa Auto Generate Collision co3gaeT oueHb ynpoLyeHHoe nosne CTONKHOBEHUI BOKPYT
BaLLEro MeLa 1 06bIYHO He NOAXOAWT ANA BU3yanu3auum faHHbIX. [TOCKonbKy 3Ta cLeHa
NPOCTa, Bbl MOXETE MOJIOKUTbCSA Ha CTONIKHOBEHME MO NMOSIMIOHAM. DTO AOPOXE, YUEM UC-
Nosb30BaHVie NPYMUTMBA KO/UTU3UY C HA3KUM KOJIMYECTBOM MOJIMTOHOB, U MOXET Bbl3BaTb
npo6nembl C NPON3BOANTENBHOCTLIO B 60Mee CIOXKHbIX CLieHax. [1na 3Toro npoekTa Bbl A0SI-
XHbl yCTaHOBUTb 3HaveHue false.
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Generate Lightmap UVs

Bbl yBepeHbl, UTO Bally MeLLM NMELT XopoLume, ncTble UV-KOopAnHaTbl, NO3TOMY cucTemMa
Automatic Lightmap Generation gonxHa faBaTb xopoLune pe3ynbTaTbl. YCTaHOBUTE ANA Na-
pameTpa Generate Lightmap UVs 3HaueHue true.

Transform Vertex to Absolute

Transform Vertex to Absolute no3sonset Bam pelwnTb, ncnonbsyet nn UE4 pivot point, co-
3[4aHHY10 B Bawwem 3D-npunoxeHnu, nnm oHa byzeT yctaHoBeHa B 3HaveHue 0,0,0. ina Ba-
LUMX APXUTEKTYPHbIX MeLLeil yCTaHOBUTE 3TOT NapameTp B 3HaueHue true.

MMnopT MaTepuanos u TekcTyp
YcTaHOBUTE 3HaUeHme true, yTOObI MMNOPTUPOBATb NPUMEHAEMbIE MaTepPUalibl N TEKCTYPbI
BMecCTe C MoAenblo.

Importing into the Level

[Opyroi BapnaHT — 370 HoBbIN Import into Level. 31o no3sBonaeT umnoptrpoBaTh cogep-
Xnmoe darina FBX, BKntoyas cBA3aHHble Mepapxuu, aHUMaLmio, OCBeLLeHne 1 KaMepbl.

B UE4 Bbi6epuTe File > Importinto Level n Boi6epute dpaiin FBX (pucyHok 12.6). BbibepuTe
nanky ana umnopra (pucyHok 12.7).

u 4 Unftitled)

File | Edit Window Help
Lo
B New Level.
B Open Level
'™ save Current

# SaveCurrent As...
M save All Levels
i Open Asset..
& SaveAll
Choose Files to Save...
Connect To Source Control..
Project
¥ New Project...
T Open Project
W New C++ Class...
W Package Project
n Visual
Cook Content for Windows
idation

# Validate Data...

Import Into Lev

Export All...
E

T® Recent Projects

#7 Exit

L | Imports a scene from a FBX or T3D format into the current level

L

PucyHok 12.6 VmMnopT cueHbl FBX HemocpeacTBEHHO Ha ypoBeHb
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MoABuUTCA frnanoroBoe OKHO MMMNOPT / peumnopT (pucyHok 12.8), no3sonaiolyee npeaBapu-
TesSIbHO MPOCMOTPETb MeLLN 1 MaTepurasbl, KOTopble 6yayT UMMOPTMPOBaHbI. 9TO Xopoluee
Bpems, UToObl BGbICTPO B3MAHYTb 1 y6eaAnTbCSA, YTO Bbl UMMOPTMPYETE TO, UTO XOTUTE.

1[ Choose Location forimporting the scene content bas

Search Folders O

“ @ Content
4 @ Examplel
Blueprints
Maps
4 @ Meshes

() Architecture
p

> [l StarterContent

Pucyrnok 12.7 Bbi6op uenesoin nanku

U FBX Scene Import Options
Import Asset Path: /Ga e s/Architecture
Scene Static Meshes Skeletal b s

IO Dot~ | Select Asset Using | Create Override

Default 4 Static Mesh

Vertex Color Import Option
D Vertex Override Color
Remove Deg
Build Adjace
Build Reversed Index Buffer
Generate Lightmap UVs

One Convex Hull Per UCX

INNNNN|E

Normal Import Method Compute Normals v

Normal Generation Method ENITURETETTS 4

PucyHok 12.8 [uanorosoe okHo FBX Scene Import Options
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O6na3aTenbHo oTKnlounTe dyHKUmio Auto Generate Collision, nockonbKy oHa HecoBMeCTU-
Ma C MeLlamu B BU3yanm3aLuuy apxutekTypbl. Bol 6yaete ncnonb3osatb per-poly collision
Ha CBOWX CTEHAX, @ He NofaraTbCA Ha NPOKCK-06BbEKTbI KOMN3NN.

KaxkAablii MeLl UMMOPTUPYeTCA Kak efrHoe Lenoe B daiin .uasset BMecTe ¢ Nlo6biMK MaTe-
prianamu 1 TeKCTypamu, NPYMEHEHHBIMM K 3TUM MaTeprianam. Bbl TakKe MoxeTe onpepe-
NWUTb APYTYIO NanKy A8 UMMOPTa BalUX MaTeEPKasnos.

Coszpaetca oanH Blueprint Actor 1 nomelaeTcaA B 3arpyKeHHYI0 CLieHY CO CCbINIKaMM Ha KaK-
Abli meLw. 70T Blueprint paboTaeT B couetaHumm ¢ FBX Import Data Asset, no3sonatowmm
NOBTOPHO MMNopTUPoBaTb Gain FBX, a Takxe f[06aBNATb, yAaanAaTb U U3MEHATb MELX U Ma-
Tepuarnbl B COOTBETCTBUY C painiom FBX npu noBTOpHOM 1MnopTe.

MNocne mmMmnopTa He 3a6y,ubTe COXpPaHnTb CBOKO pa60Ty, NOTOMY YTO MMNOPTUPOBAHHbIE
MeLWn He COXPaHAKTCA Ha ANCKe [0 TeX NOpP, NOKa Bbl HE COXPaHUTE NX CaMW.

LekopaTnBHbie Mewn (peKBU3NT)

CTynbs, CTakaHbl U TapeNKy — 3TO BCE, UTO S CUMTAIO fleKOpaTUBHbIMU Meluamu, U pe-
KBU3UTOM: MeLly, KOTopble AyOnnpyoTcsa U/vnm AomKHbI ObITb NepeMeLLeHbl UK nomMeLle-
Hbl B Editor.

B Mmopenw, npeactaBneHHON KNMEHTOM B NpUMepe 3TON FlaBbl, OTCYTCTBOBaNa Kakasa-nnmb6o
meb6ernb, HO BaM 6blIv laHbl PEKOMEHAALUMM 1 CNPaBOYHble MaTepuanbl. OTTyaa Bbl CTPOWN
3D-mopmenu cneunanbHo ansa UE4 nnm Haxoaunv Mewn B cBoel 61bnnoTeke KOHTEHTa, KO-
TOpble MOXHO 6blJI0 UIMNOPTUPOBATD.

3aMeTKa

YacTo Bam JatoT Habopbl faHHbIX C PEKBU3UTaMU B OnpeaesieHHbIX MecTax. Mx moryT
6bITb COTHU. [IpUMep — ynuuHble GOHapy B reHepanbHOM MjlaHe UIv PacTUTENbHbIe
MELUV B NaHALWAdTHOM MnilaHe.

3TOT cLeHapuii ABNAeTcA o6LWMUM ANA BU3yanu3aLmm, KoTopas He MMeeT oYeBus-
Horo peleHuns pabouero npouecca B UE4. 1 Hanncan ckpunt 3DS Max, KOoTopblii
KOMupyeT MecTononoxeHvie meluen B bypep obmeHa AnsA KONMPOBaHNA U BCTaBKM
B UE4. Bbl MmoKeTe ckayaTb €ro C COnyTCTBYIOLEro canTa 3TON KHUIM Mo agpecy
www.TomShannon3D.com/UnrealForViz.

Jlyuwe Bcero pasmecTuTb cBo pekBm3nT B UE4, a He B 3D-npunoxeHun. FBX He nogaep»u-
BaeT MHCTaHUMpPOBaHe 1 OyaeT paccmMaTpuBaTh Kaxayto TapesiKy, CTakaH U CTyN KaK YHU-
KasbHbI/i 0OGBbEKT, UMMOPTUPYSA KaXKAbIA U3 HUX KaK YHUKaNbHbIV .uasset, KaXKablil U3 KOTo-
pbIX 3aHMMaeT NamATb, ANCKOBOE MPOCTPAHCTBO U BbIYNCIIUTENbHYO MOLLHOCTb. ITO TakXe
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O3HayaeT, YTO Bbl AOJIXKHbI 06HOBUTD KaKabli aK3emMmnnap 06beKTa, eC/n eCTb YTO-TO, UTO
HYX>HO N3MEHUTb.

Korpa Y Bac €CTb MHOI'O MOBTOPAOWNXCA 0OBEKTOB Ha CcueHe, Mmesa N1Lb OfuH .uasset
MO>HO MCMO/b30BaTb €ro ¢ 60MbWIM KOIMYECTBOM CCbISTIOK Ha 3TOT €AVNHCTBEHHbIN ¢aVIJ1
acceTa Ha YpOBHAX.

Kpome TOro, Kak bygeT nokasaHo fanee, co3fjaBasa xopoLume pivot points, Bbl MoxeTe cfie-
naTb U3MEHEeHMe, MepemelleHne 1 Aaxke aHMMaLMIo BallvX MeLLel HAMHOTO MPOLLe, YeM KX
ABHOe pa3melleHue.

YcTaHOBKa Touek BpalweHus

Bbl OMXKHBI CO34aBaTb PEKBU3NT UHAUeE, YEM apXUTEKTYPHbIE MeLLu, C caMoii 6onbLuol pas-
HULEN B TOUYKaX BpalleHna (MMBoTax). XOTA apXMTEKTYPHble MeLr SKCMOPTUPYIOTCA 1 UM-
NopTMPYIOTCA Ha MecTe, C UX MMBOTaMu, ycTaHoBieHHbIMK Ha 0,0,0 Mpu nMnopTe, onopHble
MeLUV JOMKHbI ObITb UMMOPTUPOBAHbI C XOPOLLO aBTOPM30BaHHbIMY NMNBOTaMMU.

M1BOTbI HE MOTYT BbITb OTPefaKTUPOBaHbI HenocpeacTBeHHO B UE4, No3ToMy HacTpolika
TOYeK pa3BopoTa B 3D-NPUNoKeHUN OUEHb BaXHa.

MomecTuTe CBO NNBOT (TOUKY BpaLLeHWs) TyAa, FAe Bbl XOTUTE, YTOObI Ball MeLL MPUKPEennca
K mupy. Co3gaHune npaBuibHOro pivot point MoXeT COKOHOMUTb OrPOMHOE KOIMYECTBO YCUNIA,
KOrfja peyb 3axX0A4uUT O pa3MeLLeHNN, NepeMeLLeHNN 1 AaXKe aHMMaLuy Bawvx mewen B UE4.

Pucynok 12.9 Pivot point o6bekTa B UE4, roe kpacHbii — Roll unu X, senenbin — Pitch unn Y,
a cuHuit — Yaw nnu Bpawerve Z
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Hanuune nmeoTa B LeHTpe 06bEKTa, Kak NPaBuio, He nydluee mecto. lMMBOT — 3TO MeCTo,
rae akTop 6yaeT MacliTabupoBaTbCA, Bpalatbca u Asnratbea B UE4. 370 Takxke mecTo,

rae oH byzieT NpMBA3bIBAaTbCA K MOBEPXHOCTAM PYrX aKTOPOB, KOrfa Bbl MOMECTUTE ero
Ha ypoBeHb. 1N CTYNIbeB 1 ApYroi Me6enu 3To 03HauYaeT, UTO Bbl JOMIKHbI Pa3MeCTUTb OCb
Ha BbICOTE, rae mebesb yaapsaeTcsa 0 3emMio. Bbl JOMIKHbI YCTAHOBUTL Y KapTUHBI B paMKe
pivot c3agn, rae oHa GyaeT NpuKpenneHa K cTeHe.

UE4 oTHOCUTCA K BpaLLeHMAM Kak KombuHauwmu ocein Roll, Pitch n Yaw. KpeHn — 3710 Bpate-
Hue BNIEBO 1 BMPABO BOKPYT oy X, a TaHra)k — BBEPX 1 BHW3 BOKPYT 0cU Y; pbiCKaHe Bpa-
LaeT akTopa BOKpyr ocu Z (prcyHoK 12.9).

TO 03HayaeT, YTO Bbl JOMKHbI MOLENNPOBaTb aKTOPOB B cBoeM 3D-npunoxeHnu, obpa-
LLIEHHBIX K MOMOXNTeNIbHOMY X, TOUHO TaK Xe, Kak oHu nosasnsaiTca B UE4. UE4 6ygeT ynpas-
nATb nepeBogom ocn Y.

Mcnonb3soBaHne ocMbicneHHOM reoMmeTpumn

PekBusuT, I'Ipep,OCTaBﬂeHHbIVI KJIMEHTOM, ABNAETCA OTINYHON 0TI'IpaBHOI7I TOYKOM, HO OH Ya-
CTO 6bIBAET HeAOoCTaTO4YHO XOpoLy, YTObbI MCNONbB30BATLCA ANA BU3yanmsaynn BbICOKOro
Knacca.

fl ncnonb3oBan mofenu, NpefocTaBNeHHble BMecTe C PyKOBOACTBOM OT K/IMEHTA, B Kaye-
CTBe 3TafloHa 1 Nepepenan 6onbluyio YacTb mebenu. Bbl BUAMTE, 4TO 60MBLINHCTBO MOAE-
neli 0YeHb NPOCTO MOAENNPYIOTCA. XOTA COBPEMEHHbIe BUAEOUTPbI UCMOJIb3YIOT OYEHb
TPY#OEMKMI pabounii npoLecc AnsA MeLleil, MepCcoHaXKel 1 OKpy»Katoleln cpefbl, NpoekK-
Tbl BM3yasnm3auum 06bIYHO He UMeIOT BPeMEHM, BrofKeTa Uiy NoTPebHOCTM B TAKOM YPOBHE
BHUMaHWSA, YTOObI TPATUTb €ro Ha Kaxzblli acceT.

fl cocpenoToUMnCs Ha ToM, YToObl cienaTb reoMeTpuio UncTon, xopowo UV-npeobpaso-
BAHHOW 1 JOBOJIbHO HU3KoMNonuroHanobHow. UE4 1 coBpemeHHOe 060pynoBaHye no3sonseT
06pabaTbiBaTb MUIMOHbI TPEYFONIbHNKOB B CEKYHAY, Y 6ONbLWMHCTBO CLEH BM3yanv3aunum
OTHOCUTENIbHO PefiKM MO CPAaBHEHMIO C OKPYKeHeM BUAeonrp. T NO3BONIAET BaM UCMOSTb-
30BaTb 60sbLUe NONNIOHOB ANA onpefeNieHNA BallnxX Melleil, Ho 6yabTe BHMMAaTENbHbI, TO-
TaNbHaA ONTUMK3aLMA BCe elle BaxHa.

SkcnopT

XoTA Bbl MOXKeTe 3KCnopTupoBaTb oauH .FBX co Bcemu pekBusntamm B ogHoMm daiine,

A He PEKOMEHAYIO0 3TO fienaTtb. IT0 HeahDEKTUBHO 1 MOXET 3aTPyAHMTb pabounii mpouecc,
Tak KaK HY>KHO MOBTOPHO 3KCMOPTUPOBATL 8Ce OAUHAKOBbIe Melun B dain FBX, ecniv HyXHO
BHECTU U3MEHEHUSA B OOUH MeLl.

Ncnonb3yinTe cnepytowne HaCTPOMKM MW aHaNOTMYHble HACTPOMKM B SKCNOpTEpE Ballero
3D-npunoxenus (pucyHok 12.10).
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1. Y6epuTtechb, 4To Bbl 3KCMopTHpyeTe Smoothing Groups, Tangents 1 Binormals, a Takxe
yto Triangulate n Preserve Edge Orientation yctaHOBneHbl Ha true.

2. Ecnu Bbl paboTaeTe Ha CLieHe, KoTopas He MaclwTabrpyeTcs Ao CAHTUMETPOB, Bbl TaK-
e MoXKeTe MaclwTabupoBaTh AaHHbIE C MOMOLLbIO CUCTEMbI MaclITabupoBaHUA ean-
HUL, U3MepeHna SKcnopTepa. [Ana sToro yctaHoBute Automatic nepeksntovatesnb B no-
noxeHue false n yctaHoBute napameTp Scene units converted to B Centimeters.

Bbl 4OMIXKHBI 9KCMOPTUPOBATb KaXAbll PEKBM3NUT Kak ogunH dann FBX, Ha3biBas Kaxkabi
dann FBX Tak, Kak Bbl xoTute. UE4 ncnonb3yeT uma daiina ana ycTaHOBKM MMEHUN MelLLia.

Current Preset: ' User defined

* Include

v Geometry

¥ Smoothing Groups

Split per-vertex Normals
TurboSmooth
Preserve Instances

Selection Sets

Convert Deforming Dummies to Bones

¥ Triangulate
¥ Preserve edge orientation

» Animation
» Cameras
» Lights
» Embed Media
~ Advanced Options

v Units

Scale Factor : 1.0

Automatic

Scene units converted to:  Centimeters bt

> Axis Conversion
» Ul

» FBX File Format

~ Information
FBX Plug-in version: 2017.0.1 Release (241562)

Help on FBX

Cancel

Pucynok 12.10 Juanorosoe okHo 3D Studio Max FBX Export, nokasbiatowiee HacTporiku,
KoTopble obecrneyaT BO3IMOXHOCTb UMMNopTa Bawew moaenv B UE4 co Bcemn smoothing groups,
UV-koopaunHaTaMu 1 NpaBunbHOW opueHTaunel pebep, 4Tobbl Baliv acceTbl oTo6paxanmch

B UE4 TouHo Tak e, kak B Bawem 3D-npunoxernn



218 FMABA 12 TMPOLECC PABOTbI C AAHHbIMU

MmnopT

Kak 1 B cnyyae c Mellamu apxXUTEKTYpbl, UMMOPTUPYNTE PEKBM3UT C MOMOLLbIO KHOMKN
Import B Content Browser unu nepetackusas ¢aiinbl B Content Browser. Bbl moxxeTe nm-
nopTMpoBaTb BCe BaLn Gpalsibl cpasy Uam OAvH 3a APYrUM.

Kak n npexge, nossutcs gnanorosoe okHo Import Dialog for Static Meshes. Vicnonb3yiite
HaCTPOWKMW, MOKa3aHHble paHee Ha pucyHke 12.5.

Auto Generate Collision

He pPeKkomMmeHay NCNoIb30BaTb aBTOMATUYECKN CO3aBaeMble CTOJIKHOBEHUA. A 06bIYHO
He NCNONb3yH0 CTONIKHOBEHME Ha CBOUX MellaxX ANnA PeKBU3NTa ANA aPXUTEKTYPHbIX BU3Ya-
J'II/I3aLl,VIIh, I'IOTOMy YTO 3TO YaCTO CJZINLLIKOM OrpaHUYMBaET ABUNXKeHNE UrpoKa.

Transform Vertex to Absolute

YctaHoBka Transform Vertex to Absolute B 3HaueHue false nossonseTt UE4 ncnonb3osatb
aBTOPCKWI NBOT A1 MOBOPOTA B Balle MOAENK, a He ncnosb3osatb 0,0,0 cLeHb! 1 3ane-
KaTb BpaLLeHve 1 pyrvie npeobpa3oBaHns B BepLUMHbI Mewwa. ECiv Bbl He nepemecTuni
cBoi pekeu3nT B 0,0,0 B 3D-NpUNoXeHNN nepes sKCNopToOM, TO NOTpebyeTcsa yCTaHOBUTb
[AnAa Hero 3HaveHue false.

3akiroueHue

MmnopT faHHbIx 1 KoHTeHTa B UE4 MOXeT NoKasaTbCs NyraowymM Ha nepBblii B3rnag,
HO MOArOTOBKa M OPraHM3aLus Ballero KOHTEHTA, a TakXKe obecrneyeHmne NPaBUbHbIX Ha-
CTPOEK MMMOoPTa 1 SKCMOoPTa A1 HEro AeNatoT NPOoLecc NaBHbIM 1 Npefcka3yeMblM.

Tenepb y Bac AOMKHO ObITb XOpoLLEee MOHVMaHVe Pa3nunii Mexay obbekTamy peKkBu3nTa
N apXMTEKTYPbl U TOTO, KaK HaiexHO nomecTuTb 1x B UE4 (pucyHok 12.11). Tenepb Bbl roTo-
Bbl Pa3MeCTUTb 3TV acCeTbl U HaYaTb CTPOWTb UHTEPAKTUBHDBIN MUP.
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Geometry

Volu

Zimpot ESaveAll €5 % Content » Example2 » Meshes » Architecture

Pucynok 12.11 Content Browser, nokasbisatowmit umnoptmposaHHbie B Architecture Static Mesh
Assets
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HAMNOJ/IHEHWNE CLUEHDI

3anonHeHwue cueH B UE4 moxeT 6bITb CNOXKHOM
3agaven ana Busyanusayuu. NMNpoekTnposlmkam
4yacTo NopyuyaloT NPeACcTaBAATb JaHHbIe UK Npo-
€KTbl, KOTOpble TPeBYIOT TOYHOCTN M aKKypaTHO-
cTn. B 3TOM rnaBe A noka)Ky Bam, Kak NOMeCTUTb
CcTaTnyecKne peKBN3UTHbIE N apXUTEKTYpPHbIe
acceTbl CTaTUYECKNX MeLLEN Ha CLEeHY MMEHHO TaM,

rae Bbl XoTuTe.
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C6opka cueH ang Bu3yanusauum

UE4 npepnaraeT MOLHbI HAGOP MHCTPYMEHTOB AnA nesen-an3anHepos (Level Designers,
LDs) 1 XynoxHWKOB, UToObl 6bICTPO CO3faBaTh paHTacTMUECKME UTPbl 1 BU3yanu3aumu. Xy-
JOXHVKM MOTYT NepeTacKkmnBaThb acceTbl, OTHW 1 Apyrue akTvBbl B MUP C nomolybto Content
Browser; nerko nepemelyatb, MaclUTabMPOBaTh 1 NOBOPAYMBATL MX C MOMOLLbIO MHCTPYMEH-
TOB Npeobpa3oBaHus, a TakXKe JIETKO MEHATb CBOMCTBa ¢ nomoubto Details Panel.

MocTpoeHue cueH AnA BU3yanu3aumny MOXeT ObITb CIIOXKHON 3aiayell, NOCKOSIbKY BaM YacTo
HY>KHO OUYeHb TOYHO OTOOpaXKaTb AaHHbIE, CTaBA TOYHOCTb Bbille CBO6OAbI TBOPUECTBA.

0N apXMTEKTYPHbIX BU3yasin3aumnii 4acTo NpUXogmnTca 6anaHcMpoBaTh MeXay notped-
HOCTbIO B TOUHOCTU 11 XYOKECTBEHHOMN CBO6OAOM ANA CO3AAHUA HEBEPOATHO KPACKBbIX
NPOCTPAHCTB.

Bbl JOMXKHBI TOUHO Pa3MeCTUTb CBOM apXMTEKTYPHbIe MeLln B Npeaenax ypoBHA. 34ecb HeT
HMKaKOW Xy0XeCTBEeHHON cBO6OAbI, MOTOMY YTO 3TO JaHHble, KOTOpble BaM Aasiv BU3yanu-
31poBaTh.

OpHako Balll PEKBU3MUT JOJIXKEH ObiTb BPYUHYHO NMOMELLEH Ha YPOBEHb, MEePeMeLLEeH, NoBep-
HYT 1 CBOGOIHO MaclWTabPOBaH, HAMOJHSASA BCE >KN3HbIO U CMbICTTOM.

B 3TOI rnaBe A Nokaxy, Kak A HaCTpanBak CBOV YPOBHM 1 HaMOJHAI UX CBOEN apXUTEKTY-
PO 1 peKBU3NTOM. fl MOKaxKy MHCTPYMeHTbI Viewport 1 LopTKaTbl, KOTOPble NCMOJb3YIo
yalle BCero 1 B UTOre noJsiyyato CLeHy, roToBYI0 K MPYMEHEHMI0 OCBEeLLeHA U MaTepuranos.

HacTtponka Level

Mpexze Yem Bbl MOCTPOUTE YPOBEHD, HY»KeH cam ypoBeHb. Mo ymonyaHuio UE4 npefocTas-
NAET NPOCTO YPOBEHb € 0blakamu, MICTOYHUKOM cBeTa 1 Player Start Actor, pacnonoxeH-
HbIM Ha Box Static Mesh Actor.

A npeanovynTalo Ha4ynMHaTb BCE 3aHOBO C COBEPLUEHHO HOBOTIO YPOBHA, nsberas nobbix npo-
6nem, KOTOPbI€ MOTYT BOSHUKHYTb MPW NCNOJIb30OBaHNW NpeceTa.

CoszpaHue New Level
Y106bl HauaTb C YNCTOrO NINCTA AJ1S HOBOro NpoeKTa, BbibepuTe File > New Level B Editor

(pncyHoK 13.1).

OT0 co3[aeT HOBbIN, COBEPLUEHHO MYCTON ypoBeHb. CoxpaHuTe CBO ypoBeHb, Bbibpas File
> Save Current As.
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Pucynok 13.1 CospgaHue HoBoro nycToro Level; yposeHb no ymonuaHuio otTobpaxaeTcs

Bo Viewport

Lo6aBneHne NpocTbiX MICTOUHUKOB CBETA

Kak v B nepBoM NpoekKTe, NepBas 3afjaya COCTOMT B TOM, YTOObI MOCTaBUTb HECKOJIbKO MPO-
CTbIX MICTOUYHMKOB CBETA, NMPEXAe YeM pa3mellaTb Kakue-nnbo meww. bes ceeta UE4 penaet
cueHy nm6o yepHoi, nn6o B Unlit View Mode, uto 3aTpyfHAET NpoCMOTp TOro, YTO Bbl Ae-
naete. [lobaBneHvie psaa OCHOBHbIX MCTOYHVKOB CBETA B MEPBYIO ovepeb NO3BOJAET Npo-
LLie BUAETb HEKOTOPbIE BeLU U paboTaTb C HAMMU.

Atmospheric Fog

Ha naHenu Place Actors Bbi6epuTe nyHKT Visual Effects 1 nepetawmte Atmospheric
Fog B Viewport. 9To obecneunBaeT ropnsoHT, aTMocdepHoe paccemaHme (ronyb6oe He6o)
1 CONHEUHbI ANCK, KOTOPbIV AenaeT Hebo NPOCTbIM U MPUATHBIM.

Directional Light
Boibepute Lights Ha naHenu Place Actors n nepetawute Directional Light B Viewport.
370 6ypeT paboTaThb Kak Balle ConHLe.

Boibepute Directional Light, Haiigute onunio Atmosphere / Fog Sun Light v yctaHoBuTe
ee B true (BO3MOXHO, Bam NpupeTca nocmoTpeTh B pasgene Advanced Options rollout). 3To
Mo3BONAET HanNpaBneHHOMY CBETY KOHTPOIMPOBaTb LiBeTa akTopa aTMochepHOro TymaHa

1 MONOXEHNe COSTHEUHOTO ANCKa.
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Sky Light

Mepetawute Sky Light Ha cueHy. 9To obpaseL, oKpy»KatoLei cpefbl BOKPYT HEro v NCnosib-
3yeT AaHHyo nHGopMaLMio AnA obecneyeHnA KOCBEHHOrO OCBELLeHUA cLeHbl. Tenepb y Bac
AOMIXHa 6bITb 6a30BasA HACTPOIKa OcBeLLeHMA (PUCYHOK 13.2).

PucyHok 13.2 bazosas HacTpoika ocBeleHns nokasbiaeT BbI6paHHbIn Directional Light

n Atmosphere / Fod Sun Light, yctaHoBneHHbil B true Ha naHenu Details, uto nossonset
ycTtaHoBuTb nonoxeHune ConHua B Hebe.

PasmeweHue Architecture Static Meshes

[oaroToBMB CBOU apXMUTEKTYPHbIE acceTbl K MCMOMb30BaHuio origin FBX B kauecTse
pivot point (0,0,0), Bbl Nerko pa3mecTuTe NX Ha YPOBHE B TOM CAaMOM MeCTe, Kyfa Bbl NX
3KCNOPTMpPOBANNn.

Dragging n Dropping Mewein

MepeTawwTe Bawu Mewu Ha Viewport n3 Content Browser. Bbl MoXeTe BbiGpaTb OAVH Unn
HeckonbKo Static Mesh Actor ¢ nomouibio 06bluHbIX coueTaHuii knasui (Shift-click, Ctrl /
Cmd-click n 1. 5.) n nepeTawuTb Nx B Ntob6oe mecto Viewport (pucyHok 13.3).
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PucyHok 13.3 PesynbTaThl onepaunn nepetackusaHus, a 3aTeM ycTaHoBKa cBoicTsa Location
pa3zMelleHHbIx Mewew Ha 0,0,0

HacTponika Location Ha Honb

Korpa Bbl nepeTackmBaeTe 3Tv MeLX Ha YPOBeHb, co3AaHHble Static Mesh Actors Bbibrpa-
totca B World Outliner u Level. Ecnv Bbl nocmoTpuTe Ha naHens Details, To ysugute, uto mo-
XeTe pefakTMpPOBaTh CBONCTBA BCEX MeLLell OAHOBPEMEHHO. TO NO3BOJIAET JIErKO YCTaHO-
BUTb MecTononoxeHue Ha 0,0,0 (prcyHok 13.3).

Tenepb Bce Bally apXUTEKTYPHble MELUN pa3MeLLaloTCA TOYHO TaM, rae OHM OblIv B Ballem
3D-npunoxeHun.

PasMeweHue nekopaTUBHbIX Mewwen

Tenepb, KOrga CTeHbI, NOJIbl Y APYras apXUTEKTYpa PasMeLLEeHbI, MPULLIO BPEMS PacCTaBUTb
peKBU3NT.

Kak 11 B 60MIbLUMHCTBE CllyyaeB C KOHTEHTOM, MPOCTO NepeTalyuTe PEKBU3NT, YTOObI M3BNEYDL
ero u3 Content Browser Ha KapTy 1 MOMeCTUTb Ha CBOW YPOBEHb.

B 3TOM Nprimepe MHe fanv cBo6oay Ha 3anoJiHeHVe CLieHbl MeGESbIo Y PEKBU3UTOM, Bbl-
6pPaHHON KITMEHTOM U y>Ke FOTOBbIM PEKBM3UTOM 13 MOel 6UbNNoTeKn mogene.
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anIBﬂ3Ka K NMOBEpPXHOCTU

Korga Bbl BiepBble nepeTackmBaeTe MOfe/b Ha ypPOBeHb, 06paTUTe BHUMAHME, YTO OHa
NpoeuVpyeTCs Ha CLEHY U «MPUIMMAEeT» K TOMY, Ha KOTOpoe npur3emsnsaeTcs. Takas npusss-
Ka OTJIMYHO NOAXOAUT AN TOro, YTOObl MOMECTUTb PEKBM3NT Ha YPOBHE, HO YTO MPOU30Wi-
[eT nocne nogobHoro pasmelleHna?

BknioueHme Surface Snapping Ha naHenu Viewport 6/10KMpyeT akTopa, NepemellaeMoro
Mo NOBEPXHOCTU TaK, KaK ecnv Gbl OH neTan Haj Hell (PUCyHOK 13.4).

/) Surface Snapping

® Rotate to Surface Normal
Surface Offset m

PucyHok 13.4 Boinapatouee meHio Surface Snapping

Bbl TakKe moxeTe BKtounTh Rotate to Surface Normal, uto6bl pasmelyaemblii meww nepe-
OPUEHTMPOBANCA Ha NONUTOHAMNbHYIO0 MOBEPXHOCTb, Ha KOTOPOW Bbl €ro pasmelyaeTe. 3To
OT/INYHO NOAXOAUT ANIA Pa3MeLLeHNA aKkTOPOB Ha CTEHaX, MOTOMY YTO OHM ByAyT BpalyaTh-
s, KOrfa Bbl NepeTackrBaeTe NX OT CTEHbI K CTEHE.

KnoHupoBaHue n konupoeaHue

Ob6na3zaTenbHO I/ICI'IOJ'Ib3yVITe MHCTPYMEHTbI KJIOHMPOBaHWA, Takne Kak copy-paste n metog
AIt—Drag ONA co34aHNA KOMUIN. DT MeTOoAbl AeNatoT 3anoJIHEHNE CLEHbI OYEHDb 6bICprIM.

Shift+Dragging

Ecnu Bbl yaepxmBaeTe HaxaToi knasuLwy Shift Bo Bpema nepemellieHnA akTopa ¢ MOMOLLbIO
MexaHwn3ma Transform, Bug 6yaeT cnefoBaTb 3a 3TUM akTOPOM. Bbl MOXeTe 1ncnonb3oBaTb
3Ty TEXHUKY B coYeTaHnu ¢ MeTofom Alt-Drag — 3To OTAMYHbBIN cnocob nepemelleHns ak-
TOPOB M0 6ONbLUVIM YPOBHSM C MOMOLLbIO NepcrneKkTuBHOro Perspective Viewport.

OpraHunsaumns cueHbl

[oo6aBneHve mMeLla, CBETa U APYrX aKTOPOB Ha CLiEHe BCKOPE MPUBOAUT K COTHSIM akTOPOB
Ha Hel1. Vix opraHu3sauus Heobxoanma ns 6eicTporo pabouero npouecca, u UE4 npeanara-
eT HCTPYMEHTbI, NOMOratoLne ynpasiATb Ballen CLLeHOW.
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World Outliner

Korpa Bbl fo6aBnsieTe akTOPOB Ha CBOW YPOBEeHb, OHY nosBnsAtoTcsa B cnicke World Outliner.
3TOT CNUCOK MOXET OGbICTPO CTaTb FPOMO3AKUM U TPYAHbIM ANA HaBuraumu. K cyacTblo, y Bac
€CTb HECKONbKO BapMaHTOB AJIA €0 OUNCTKMU.

Bbl MOXeTe nerko co3fgaBaTtb Nanku ¢ nomolybto KHonku New Folder (pacrnonoxeHHowm

B npaBoM BepxHeM yrny World Outliner psgom co cTpoKor norcka), Ho s NpeanoYnTao nuc-
Nnonb30BaTb METOZ Lefuka NpaBor KHOMKOW Mblwu. BbibepuTe acceTbl, KOTOpble XOTUTE MNO-
mecTuTb B nanky B World Outliner, n wenkHnTe NpaBom KHOMKOM MbILWW Ha OBHOM 13 HIX,
YTO OTKPOET KOHTEKCTHOE MeHI0 (PUCYHOK 13.5).

World Outliner

Y ©

Label
§y SM_Sink_Faucet

Z iy SM. t

= iy SM_Walls_01 st )
@ i} SM.Walls 02 StaticMeshActor
@ i) SM.Walls 04 StaticMeshActor
fy SM_Walls_05 t 1Act

iy SM_Walls_07
SM_Walls_08

 Browseto A
O Edit Multiple Assets
Reference Viewer.
P £
Audit Assets t t © View Options v
Shader Cook Statistics

T

Focu

Go Here [ ol =3¢

Snap View to Object
Snap Object to View

Convert Actors To Static Mesh

Open StaticMeshActorh Stationary <> Movable

@ View Documentation

Select »
le Values
Edit » SR
»
»

Visibility D
Level
Group
Attach To 1

f Transform D o

Pivot bm
T rete ew o

4 Physics Move to a new folder

Pucynok 13.5 [Jo6aeneHwne aktopos B HoByto nanky B World Outliner c nomowbto MeHto npasoit
KHOMKM MblILLN

3pecb Bbl MOXeTe J06aBUTb VX B HOBYIO Marky Wy B CYLLECTBYIOLLYIO 1 He UCKaTb ee
B World Outliner.
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Cnomu

MeHee ouyeBMAHBIM OPraHU3aLMOHHBIM METOLOM, HO, BEPOATHO, yAO0OHBIM ANA XYI0XKHUKOB
BW3yanu3sauuu, ABnsAetcsa cuctema cnoes (Layer). Kak n 6onblunHcteo 3D-npunoxeHuin, UE4
MMeeT MOJTHOLEHHYI0 CUCTEMY CJI0€B, B KOTOPOW Bbl MOXeTe NIerko CKpbiBaTb, OTOOpaxaTb
1 BbIGUPaTb akTOPOB Yepes CJIoM.

NHTepdelic cnoeB He OTKPBIT MO YMOJTYaHMI, HO Bbl MOXKETE MOyunTb AOCTYN K HEMY Ye-
pe3 meHto Window (prcyHok 13.6).

S Ee-

B e} e vioe B0 S
(T VT - (YT

PucyHok 13.6 BknioueHue sknagku Layers; obpaTuTe BHUMaHWe Ha BKnaaky Layers cnpasa
C pa3MelLeHHbIMU B HEW PEKBU3UTaMK

Bbl TakXe MoXkeTe ncrnonb3oBaTb Kak cuctembl World Outliner, Tak 1 cuctembl cnoes, no-
CKOJIbKY OHWU He BNUAIOT Ha NPON3BOANTENDbHOCTb Cpeabl BbIMOHEHNA NN d)yHKLWIVI; OHUN
NPOCTO NOMOraloT BaM OpraH1M3oBaTb CBOIO CLEHY.

fl cunTalo, YTO CMCTEMa CJTIOEB TPYAHA B UCMONIb30BaHWN 1 Nerko nomaeTcA. A npeano-
yunTato ncrnonb3osatb cuctemy nanok World Outliner, 4uTo6bl COXpaHUTb CBOIO CLIEHY
OpraHn30BaHHOMN.

Mpynnupoeka

lpynnupoBska (Groupping) — 3TO OTNIMYHBIN CNOCO6 cAeNaTb MHOrOpa3oBble WIN JIEFKO Bbi-
6rpaemMble HabOPbI aKTOPOB Ha BaLLEM YPOBHE.

Bbi6epuTe akTOPOB, KOTOPbIE XOTUTE CrPYNNMPOBATb, LWENKHUTE NPaBO KHOMKOMN MbiLLK
1 BbibepuiTe NyHKT Group (pucyHok 13.7). Cozpaetca Group Actor, 1 BbiIGpaHHble akTopbl Npu-
BA3bIBAIOTCA K HEMY. Bbibop N11060ro 13 akTopoB UM rpymnrbl akTOPOB BbIOVIPAET UX BCEX.

lpynnbl OTAMYHO NOAXOAAT A1 NOCTPOEHUS MHOFOPa30BbliX HAOOPOB reOMeTPUM B BaLLUX
CLeHax.
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Regroups the selected actors into a new group, removing any current groups in the selection

Ve T @] < Transform

g 7
‘/ /,/ / / !"l ’ P4 Multiple Value
Wi/ S - o P 00°
¢ P by 10
—

Mobility

4 Static Mesh

4 Materials

Pucynok 13.7 [pynnuposka Mewen BMecTe ans y61nMpoBaHUs BOKPYT CLEHbI

Mocne Toro Kak akTopbl CrpynnupoBaHbl, Bbl MoxeTe Ungroup vnu Unlock rpynny gns
pefakTUPOBaHMA C MOMOLLbIO KOHTEKCTHOIO MeHI0. Bbl He MoXKeTe Ha3BaTb UM U3MEHNUTb
Group Actor.

Actor Blueprints

Bbl MOXKeTe B3ATb HAGOP aKTOPOB (BK/OYan CBET, YaCTMLbl, 3BYKMN U T. A.) Y CO34aTb 13 HUX
06beKT Blueprint. Y 3Toro ectb HECKOMIbKO NperMyLeCcTB nepeg rpynnamu.

YTo6bI co3patb Actor Blueprint 13 akTOpOB Ballero ypoBHs, BbibepriTe acCceTbl, KOTOPbIE Bbl
XoTuTe Npeobpaszosatb, U BbibepuTe Convert Selected Components to Blueprint Class
(pncyHoOK 13.8).

3aTem Bbl JOJIXKHbI BbIOPaTh, rae coxpaHuTb HOBbIN Blueprint Asset B Content Browser. 3T1oT
Blueprint copep>KUT KOMNOHEHTbI, KOTOPbIE CCbINAIOTCA Ha CTaTUYECKME MEeLLV U ApYrue Bbl-
6paHHble BaMu Knaccbl. OH He co3faeT Konuio nim He o6beMHAET UX B HOBbIN MeLL.

Tenepb Bbl MOXeTe N3MeHUTb oanH Blueprint Asset, n Bce Level Actors, ocHOBaHHble Ha HeMm,
6ynyT o6HoBneHbl. Actor Blueprint oTnMyHO nogxoanT ANA CO3AaHNA TaKMX BeLLEN, Kak CBeT
U ApYyrue CrIoXHble HAbopbl akTOPOB MK Aake NPOCTO rPYNMbl aKkTOPOB, KOTOPbIE Bbl XO-
TUTE MOBTOPHO MCMOMb30BaTh.
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B G & p A

Blueprints Cinematics Build HEV Launch

Blueprint

New Empty Blueprint Class...

Convert Selection to Blueprint Class... [ /
B Open Blueprint Class... . Replace all of the selected actors with a new Blueprint Class

&5 Open Level Blueprint

Proje ettings

® GameMode: Edit BP_UE4Viz_Interior_Game

PucyHok 13.8 [NpeobpazoBaHue BbiGpaHHbIX KOMMOHEHTOB B kKnacc Blueprint

3aksiroueHue

Pa3meLeHune KoHTeHTa B UE4 — 3T0O 0JHOBPEMEHHO BeCeno 1 CII0XKHO. Tenepb Bbl JOSIKHbI
nyylle NOHUMATb, Kak MOMeCTUTb apXUTEKTYPHbIE MELUN Ha CLieHbl B TOYHOM MOJIOXKEHWU,

B KOTOPOM OHM 6biny B Bawem 3D-NpunoXeHnu, 1 Kak opraHu3oBaTh 1 NOAAEPKNBaTDb CLie-
Hy Mo Mepe fo6aBneHNA Bce 6OSbLIEro KONMYecTBa KOHTEHTA.

Korpga cueHa 3anonHeHa (pucyHok 13.9), nprwno Bpems 3anofHATb ee OCBelleHeM, MaTe-
pvianamm 1 3pdekTamm NocTobpaboTKK, UTOObI JOCTUYL CBOEW Lienn co3aaHus potopeanu-
CTUYHOW CLIEHbI.
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PucyHok 13.9 HanonHeHHas cueHa c npesBapuTesibHbIM OCBELLEHUEM






FNMABA 14

APXUTEKTYPHOE
OCBEWEHWE

Pa3paboTka uncroro, TO4HOro, peanncTu4YHoOro
OCBeLLeHNA OYeHb Ba)KHa ANA co3aaHunA BU3ya-
nusauun. Bsammopencrene ceeta, TeHen, oTpa-
»KEeHUIN N MaTepuranoB OXKNBNAAET MUPbI, cCO3AaBas
rny6uHy 1 pacckasbiBas UcTopuu. B 3Ton rnaee Bbl
y3HaeTe, Kak HaCTpouUTb BeNnKonenHoe ocselle-

Hue Global lllumination (GI) c nomoubio Lightmass.
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MonyueHue 6onbwero ot Lighting

Cuctembl Lighting n Materials 8 UE4 TecHo cBA3aHbl Mexay coboii. Bam Hy»HO paboTaTtb Me-
XKAY HAMU ANA JOCTVXKEHMA KOHEYHOro pe3ysbTaTta. OTa rflaBa AEMOHCTPUPYET, Kak ocBe-
LWaTb MHTepbep cueHbl ¢ nomowbio UE4.

Bblcokui gnuHammnuecknii fnana3oH KoHBenepa peHgepuHra Unreal’a couetaetca ¢ Takumm
sdpdeKkTamm, Kak auto-exposure n bloom, gnsa cosgaHns peanncTMyHom, TENION N fUHaAMK-
yecKkom cpeabl ocBelleHuA. MpaBuIbHO HACTPOUTL OCBELLEHME C MOMOLLbIO 3TUX METOA0B
MOXET ObITb CJIOXKHO, HO, UCMONb3ys HEKOTOPble 6a30Bble HACTPOIKU, Bbl CMOXeTe 6bICTPO
NosyunTb NOTPACAOLWMI pe3ynbTar.

B aToW rnaBe Bbl M3yumnTe, Kak HacTparBaTb CBOMNCTBA U NapameTpbl Level u Static Mesh ana
JOCTVXKEHMSA OT/IMYHOTO OCBELLEHNA C MpreMIeMbIM BPEMEHEM Ha ero pacyeTbl.

B 5Toi1 rnaBe Takxe 6yAeT NOKa3aHo, Kak UCcnonb3oBaTb 3¢pdeKTbl post-processing, Takue
KakK vignette, color grading n depth of field, ana cosgaHua 6onee poTopeanncTnyHoro nso-
6parkeHus (pucyHok 14.1).

Pucynok 14.1 MNpeanpocMoTp PpuHanbHOro oceelweHns

HakoHeL Bbl n3yumTe, Kak pacnonoxutb Reflection Capture Actors Ha ypoBHe s ynyulue-
HVA ocBelleHNA 1 obecneyeHmna 6onee TOYHO BbIrNAZALLMX 3epKal.

MaTtepuanbi u ocBelleHue

Kak 1 Becb peHpepuHr Global lllumination (Gl), ocsewweHmne B UE4 Hanpamyto 3aBUCUT OT Ma-
Tepuanos, n Ha06opPOT. MaTepuanbl OKPALLMBAIOT N CMATYAIOT OTPAXKEHHDI CBET, KOTOPbIN
MHGOPMUPYET HAC O CBONCTBAX MOBEPXHOCTY, OTPAXKaACh OT HUX.
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13-3a 3TOro Bbl He MOXeTe pPa3fennTb X NOJIHOCTbIO. dtaun cnepytouwlas rnasbl npeaHasHa-
YeHbl, YTOObI pPaccMOTpETb o06e TeMbl OTAENBbHO; OAHAKO ANA nosiydyeHumnsa nyywero pesynbra-
Ta Bbl 6yneTe NCNoJsib30BaTb MeTOAbl N3 3TUX INaB NapannesibHo.

Static Lighting c Lightmass

UE4 npou3sBesn orpoMHbIii pe30HaHC B MHAYCTPUM apxXUTeKTYpHOW B13yanu3sauum bnaroga-
ps CBOMM BNevaTnaoLwWwmnm BusyanbHbiM 3ddektam. OguH U3 cnocobos, bnarogaps KOTopo-
My UE4 cnpaBnAeTca ¢ peHAepUHroM HEBEPOATHO XOPOLLO OCBELLEHHbIX CLiEH Tak ObICTPO,
ABNAETCA NPefBapUTENIbHOE BbIYMCIIEHNE OCBELLEHNA C MOMOLLbio Gl peHaepa, Ha3biBaeMo-
ro Lightmass.

Lightmass paccunTbiBaeT nonagarmoLimili Ha NOBEPXHOCTb CBET ANA Kaxgoro Static Mesh

B Ballel cLieHe, ncnonb3ys, K npumepy, Mental Ray ana sbiuncnenma Global lllumination,
OCHOBaHHOrO Ha pOTOHax. 3aTem OH 3anucbiBaeT 3TN JaHHble AA HeCKonbKmx Textures,
Ha3biBaembix Lightmaps n Shadowmaps. 3ToT npouecc Ha3biBaeTcA nocmpoeHuem Static
Lighting. Mocne 3aBeplueHns peHAepUHra ocselleHus Textures aBToMaTU4YeCKN UMMIOPTY-
pYyOTCA 1 NPUMEHATCA.

Kak cneplyeT 13 Ha3BaHWA, Bbl He MOXeTe nepemeLlaTb UM MEHATb O6beKTbI, OCBELLEHHbIE
Static Lighting unu ncrouHukamu cseta, nocne nx noctpoexus. Ecnum Bol fob6asute, ynanu-
Te, NepemMecTnTe U KaknumM-nnbo ele cnocobom nsmenute Static Lights nnu Static Meshes
Ha CLieHe, TO Hapywume OCBeLLeHNe 1 JOJIXKHbl OyfeTe MOBTOPHO MOCTPOUTD €ro.

O6paTnTe BHMMaHWKe, YTO Bbl MOXKeTe 006a8UMb NCTOUYHMKI CBETA K YKe NOCTPOEHHOM cLe-
He C ocBelyeHrieM. HecMoTps Ha TO UTO BaM HY»KHO GyleT NOCTPOUTb OCBELLEHE CHOBA,
yTOObI yBUAETH BNUsiHUE Gl HelaBHO pa3MeLLEeHHbIX MICTOYHMKOB CBETA, CYLLEeCTBYOWNI
static lighting octaHeTcA. 3To MoXeT 6bITb MONE3HO, TaK Kak Bbl fobaBnAeTe Bce 6onblue

1 60sblUe NCTOYHMKOB CBETA Ha Bally CLiEHY.

Lightmaps n Shadowmaps xpaHaTca B cneyuansHom BuildData UMAP Level daiine (nonb-
3oBatenbckuii pann opmata UE4, xpaHawminca Kak Levels) BmecTe ¢ Balimmm coxpaHeHHbI-
MV YPOBHAMU. TOT Gpaiifl 1 BaLl NPOEKT 6yAYyT 3HaUNTEIbHO YBENNYMBATLCA MO Mepe TOro,
KaK Bbl CTaHeTe [;06aBNATb 6onbLue Assets, Tak Kak KaxAblii U3 HIX yBENMUMBAET PacXop na-
mATU Ha Lighting Textures.

HacTtpowka Sun n Sky Lights

B npenbigyweii rnase Bbl pa3amectunu Directional Light Actor, Sky Light Actor,
n Atmospheric Fog Actor. 3Tu Tpu akTopa obecneymBaioT OCHOBY AJIA MOCTPOEHMWsA OCBeLle-
HUA, HO OHY TPEeOYIOT HEKOTOPOI HAaCTPOIIKK ANna paboTsl co Static Lighting.
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ConHeuHbIV cBET

Directional Light 6yneT geiictBoBaTbh Kak CONIHEUHbIV CBET, obecneynBas UHTEHCKB-
HbI NPAMOW CBET, KOTOPbIN OTIMYHO NOAXOAUT ANA PeleHns 3aaaun ¢ robanbHbIM
cseToMm (GI).

Tpems OCHOBHbIMW TUMaMKM UK Knaccamm ctouyHnkos ceeta B UE4 agnatotca Point, Spot,
n Directional. OcBeLeHuns Point n Spot n3nyyatoT 13 oAHOM TOUKK B NpocTpaHcTBe. OHK
OT/INYHO NOAXOAAT ANA 6NM3KOro OCBELEHUA, TAKOTO KaK flaMribl, CBETUIIbBHUKN, 1 TOYeu-
HbIX poHapelt. Ho OHU He oYeHb MOAXOAAT ANA COMHLA, KOTOPOE, C HaLlel TOUKM 3peHns,
Ha 3emne ncnyckaeT Jiyum TaK, Kak ecsiv 6bl OHY WKW NapanienbHo Apyr apyry. [ina storo
BaM NMOHaf00NTCA CBET, KOTOPbIV CUMYNMPYET e ANHCTBEHHDbIV MCTOYHMK NPAMOrO OCBelLLe-
HuA. BHecnTe knacc Directional Light Actor.

Kak 1 60nbluMHCTBO Actors, Bbl MOXKETE NTIEFKO Pa3MeCTUTb OCBELLEHME Ha Ballen CLEeHe, ne-
peTawwms ero n3 Class Browser B Viewport.

Bbl MOXeTe pa3mecTUTb OCBELLEHME B IIOOOM MecCTe Ha CLIeHe, TaK Kak OHO He U3nyyaeTcs
13 3TOWN TOYKM; BaXKeH TONbKO MOBOPOT. Al pasmecTui CBOe TaMm, FAe A MOTy 1erko HanTu ero
CHOBa.

Hangnte npuATHBIN MNK peanncTUYHbIA MOBOPOT ANA OCBeLleHuA. [luHamnyeckme TeHn
[EeNCTBYIOT Kak NpeAnpoCcMOTp 1 AatoT BaM NpeacTaBieHmne, rae 6ynyT cTaTuyeckme TeHn
(pucyHok 14.2). OrnaHnTeCh BOKPYT, KOraa 3akoHuuTe. JuHammnyeckne teHn UE4 obecneun-
BAIOT XOPOLUYO NPUONN3UTENBHYIO TOYHOCTDb, MOKa3biBas, rae OyayT pacnonaraTbCs 3ane-
YeHHble TEHU Ha CLeHe.

- 5. N
y. - <.
Blueprints  Cin Build Play
Recently Placed
./ ctional Light
Basic
I._.gms ®  rointLight
Cinematic
pot Light
s

Geometry ® cectiign
Volumes

AllClasses

Wl

PucyHok 14.2 Pasmeuwerune Directional Light
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B Details Panel nokasaHbl pa3fninyHble JOCTYMHble 4718 BbIGPAHHOrO UCTOYHVIKA CBeTa napa-
MeTpbl (PUCYHOK 14.3). BaM HY>KHO OTperynnpoBaTh HECKOIbKO HaCTPOEK AS MOMyYeHns
NyyLwwero KauecTsa v NpousBoanTeNbHOCTY oT 3Toro Light Actor.

= World Outliner < Layers

B
Label = Type
© 4'J% Uuntitled (Editor) World

@ 2 [MiectionalLight [fiectionalLight BiflectionalLight

Showing 1 of 38 actors (1 selected) © View Options ¥

5 Details @® world Settings
4+ Add Component - 5 Blueprint/Add Script

Search Components
= DirectionalLight(Instance)

rectionalLightComponent (Inherited)

Er e 5) ] © -

4 Transform

Location v -1340,0

Rotation v 000016

Scale v 25 N

Mobility

4 Light

D Light Color

Source Angle

Source Soft Angle

Affects World
Cast Shadows
Indirect Lighting Inter [g:Xu)

Volumetric Scattering

Shadow Cascade Bias
Cast Modulated Shad [l
D Modulated Shadow C
Shadow Amount
Atmosphere Sun Ligh
Specular Scale
Shadow Resolution St |}
Shadow Bias

Shadow Slope Bias

Shadow Filter Sharpe [(y)

Contact Shadow Leng [ NNNNSY

Pucynok 14.3 Cegoticta Directional Light B Details Panel
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Mobility

MepBbiM 1 Hanboree BaXkHbIM MAPAMETPOM, KOTOPbIN HY>KHO U3MeHUTb, siBnsieTcst Mobility.
[lnA 3TOro NCTOYHMKa CBETa BaM HYXHO 1Ucnonb3oBaThb Stationary Light. 3To kak Static Light
(OH He MOXeT NepeMelLaTbCs), HO OH He 3anncbiBaeT CBOE NPAMOE ocBelleHue B Texture;
CKopee JMHaMNYEeCKN PacCUNTbIBAET €ro. ITO 03HAYAET, YTO Bbl MOXKETE MEHATb APKOCTb

1 UBET Nocse NoCTPOEHNSA OCBELLEHUS.

O6paTtuTe BHUMaHWe, 4To n3MeHeHNe Intensity He BvAeT Ha oceelleHre Gl, Tak Kak OHO 3a-
nekaetca B Static Textures.

Intensity
[Ona nonyyeHns spdeKTa APKOro CONMHEUHOro CBETA UCMONb3yiTe 3HaueHue Intensity 8-10. 1o
rapaHTpyeT, YTO COMHLIE ABJIAETCA CaMbiM APKMM MCTOYHNKOM OCBELLIEHUA Ha Ballew CLieHe.

Indirect Lighting Intensity

MockonbKy MHTEHCMBHOCTD Stationary Lights MokeT 6bITb M3MeHeHa, BaM HY>XHO COO6LWNTb
Lightmass, HackonbKo APKMM paccumTbiBaTb 3TO OCBeLLeHMe. [11A 3TOro Bbl MOXeTe UCMOJb-
3oBaTb NnapameTp Indirect Lighting Intensity gns perynuposku spkoctu Gl 3T0ro nctou-
HMKa cBeTa. YcTaHoBUTE ero rae-Hubyab mexay 1.0 v Intensity, ycTaHOBNEHHOW Ans Ballero
NCTOYHUKA OCBELLEHMA.

Temperature

MNposepbTe ranouky Ha Use Temperature 1 yctaHosute Temperature okono 5000-5500.
3710 obecneyunT cyierka »KenToe CosHLie, KOTOpoe BCe elle 3HaunTebHO «beneey, yem 06bly-
HbIN CBET OT SIaMM HakanuBaHWsA, Y KOTOPbIX 3HayeHne 2700-3500.

Atmosphere Sun Light

Y6enutech, uto BbibpaH napametp Atmosphere Sun Light, koTopblii 06ecneunT coBmecT-
Hyto paboTy c Atmosphere Fog Actor gna co3gaHna GU3nMyeckn KOppeKTHOMO OCBELLEHHO-
ro Heba, KOTopoe 06ecneynT LBET OKPYKeHUsA ANiA cLeHbl. ECnv Bbl He BUAWTE ero B Havarne,
TO 3TOT NapameTp MOXeT 6bITb cKpbIT B Advanced Options nctouHrika ceTa.

UE4 ocHalleH cncTemor aTMOChepHOro ocBeLleHrA pacceAHHOro TyMaHa, KotTopas CmMy-
nupyet atmochepy 3emnu. Ynpasnaemas c nomolybto Atmospheric Fog Actor un Directional
Light Actor. MpocTo go6asbte Environmental Fog Actor Ha Bawy cueHy. Ecnun y Bawe-

ro Directional Light Actor BkntoueH Atmosphere Fog Light, oH 6yaet onpepenatb mecto-
HaxoKAeHne CONHeYHOro ANCKa 1 yCTaHaBAUBaTb LiBeTa Heba B 3aBUCMMOCTY OT MO3ULMK
COMHLa, co3faBas NPocCToi, HO 3PpdeKTHbIN skybox.

Sky Light
Ona cumynauum okpy»xatowero ceeta atmocdepbl UE4 ncnonbsyet Sky Light Actor. 3ToT cne-

LManbHbIM NCTOYHVIK CBETa MOXET 3aneyatneTb CyLLeCTBYOLWYIO CLEHY KaK Cubemap, Ananc
NOJIb30BaHNA HEMPAMOIro OCBELLEHWNA, NN Bbl MOXKeTe NPefoCTaBUTb eMy HDR Texture.
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B maHHOM npumnmepe naBante NPOCTO 3anevaTyieem CLEeHY.

PasmecTnTe 3TOT UCTOYHMK CBETa Ha Ballen CLleHe TaM, rae Bbl CMOXeTe Nlerko ero HanTL.

Bam Takxe HY>KHO y6ep,I/ITbCH, YTO OH HE HaXxoanTcA B KaKOﬁ-HM6yﬂb reomeTpumn, Taknum 06-

pa3oM 3axBaTblBas He3akpbiToe He6o. Sky Light Actor conep»nT HeCKONbKO HacTPoeK AnA
MoNyYeHV ONTUMASIbHbBIX PE3YNbTAaTOB (PUCYHOK 14.4).

@ world Settings

4 Add Component -

Search Components

'S
o7 Blueprint/Add Script

&2 SkyLight(Instance)
#=LightComponent (Inherited)

Search Details
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Cubemap

Light Color
Affes rld
Cast Shadows
Indirect Lighting Intensity
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Reflections

Affect Ray Tracing Global lllumina

b Rendering

b Ray Tracing

PucyHok 14.4 Pacnonoxenue Sky Light
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b Distance Field Ambient Occlusion

Sky Light yctaHoBneH Ha Static ona atoln cueHbl. Bbl Tak»ke MoxkeTe Bbi6paTh Stationary ana
3TOM CLEHbI, HO Bbl MNLLINTECH OMPEAENIEHHOro YPOBHA KayecTsa 1 AeTann3almnm Ballero He-
NPAMOro ocselleHnA Heba C BO3MOXXHOCTbIO AVHAMMUYECKOrO M3MeHeHNA CBONCTB Intensity,

Source Cubemap Angle n Cubemap Texture 6e3 nepepacuyeta ocBeLLeHNA.
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Mpwn yctaHoBKe Mobility B 3HaueHue Static 3anekaeTca Bce HenpAMoe ocBelleHne KapT cBe-
Ta 1 TeHW, CO3AaHHbIX ANA NCTOYHUKa cBeTa Lightmass. 3To genaetca, utobbl 36exaTb nNpo-
6nem MobunbHOro NannaiHa, Hanpumep, yTeyek cBeTa UM HETOYHOTO OCBELLEHNA.

Source Type

Bbl MoxeTe BblbpaTb Mexay nmnoptuposaHHor HDR Cubemap nnn Cubemap cueHbl, B31-
Tyto Sky Light Actor B Editor. B paHHOM cnyuae ncnonb3yiTe CLieHy B KaueCTBe OCBeLLeHNs,
ycTaHoBuMB Source Type Ha SLS Captured Scene.

Lower Hemisphere Is Solid Color

HacTpoiika Lower Hemisphere Is Solid Color sBnaeTca nnuHbIM NpegnoytTeHnem. YCTaHOBKa
€ro Ha true 3aMmeHseT HMXKHIOKO NMOMOBMHY 3axBadeHHoro Cubemap ogHUM CNOLWHbIM LiBe-
TOM. 3TO MOXKET OFPaHNYMTb KOIMYECTBO CBETA, MAafaloLero Ha niowab, No3Tomy A npes-
nounTalo OCTaBATb ero Ha false gns MHTepbepa CuUeHbl, rae BaXKHO NMoJyyaTb Kak MOXHO
60/bLuUe OCBELLEHNA Ha CLiEHE.

Recapture Scene

Ecnu Bbl U13meHuTe ocBelleHne unu cuery, Sky Light He 6ygeT anHamuueckn o6HOBNATH
Cubemap, ncnonbsyemyto Ansa ocselleHns cLUeHbl. Bbl JONXKHbI BPYUYHY0 MOBTOPHO 3axBa-
T1Tb Cubemap ¢ nomolbto KHomnKu Recapture Scene.

bunp ocBeweHus

Tenepb, Korga cLeHa COiePXKNT 3NIEMEHTapHOe OCBeLLeHMe, Bbl MOXXETe MOCTPOUTb OCBelLe-
HVe B NepBbI pas.

[nsa nocTpoeHus ocBeLleHnsA HaxKMKTe KHOMKY Build B naHenu nHctpymenTos Editor. Bel
MOXETe Ha)kaTb Ha CTPeNIKY PAJOM C HM, YTOObI YBMAETb HAaCTPOWKIN. Hanbonee BaXHbIM
napameTpom aBnsAetca Lighting Build Quality. OH no3BonseT nepeinT oT 6bICTPOro NPeBbio
K XOPOLLO BbIFMAAALLEMY, HO MeAleHHOMY AnA peHaepuHra production quality build (pucy-
HOK 14.5).

Lightmass npepnaraet HeCKONbKO NPeAyCTaHOBOK [ KaUeCTBa OCBELLEHUA OT preview
po production. Production lighting builds moryT 3aHumatb Ha nopsagok 6onblue Bpeme-
HW, yem preview builds, Ho 6unAbI HA3KOrO KauecTBa MOTYT COAepPXKaTb apTedaKTbl 1 He-
COOTBETCTBUS, KOTOPbIE TPYAHO OT/IMUNTL OT PeasibHbIX NPO6NeM C reoOMeTpUEN Un
OCBeLleHnEeM.
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PucyHok 14.5 Hactporika Lighting Quality ns Bbinagatowero cnucka Lighting Build

3aMeTKa

[na onTumm3aumm BpeMeHr Ha NOCTPOEHNE OCBELLEHUNA BALLMX CLIEH Bbl MOXeTe
CKpbITb Actors, ocTaBuBs TonbKo Architecture u Fixtures. 3To 3HauMTENbHO yMEHbLWINT
BpeMs, HeobxoarMoe AnA NOCTPOEHNA OCBeLeHA, N03BoNIAA BaM iterate faster.
[na sToro BbibepuTe Actors, KOTOpble He XOTWTe OCBELLaTh, U YCTaHOBUTE CBONCTBO
Visibility B Details Panel Ha false.

YT06bI CAeNnaTh NX BUAVMbBIMY CHOBA, BAM HYXKHO HaiTy Actors, nepeuncieHHble
B World Outliner, Tak Kak oHV 60nbLue He BMAaHbI B Viewport.

Kpome Toro, Bbl. MoxeTe BbibpaThb Static Meshes, ana KOTOpbIX XOTHTe N3bexaTb pac-
yeTa OCBeLLEeHMA, N ycTaHOBUTL X Mobility Ha Moveable.

B nto6om crniyyae Bam Hy>KHO MCMONb30BaTb FPYMMbl, COW UAN NanKu ANA opraHn3a-
LMK BaLlen CLEeHbI, YTOObI 06/1ErYnTb NEPEKIIIOYEHNE STUX CBONCTB.

PrcyHoK 14.6 noka3sbiBaeT CpaBHEHME NOCTPOEHWI OCBELLEHNA MEXAY preview
1 production. Bbl MoXeTe 3aMeTUTb, YTO TOYHOCTb 3HAUNTESIbHO YMEHbLLEHA B MOCTPOEHNN
preview, HO BpeMs Ha pacyeT OCBELLEHUs TaKKe 3HAUUTENbHO COKPATUNOCh.
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Quality 79.8 seconds Quality 2.8 seconds

PucyHok 14.6 NepBoe nocTtpoeHune ocBelueHns B kayecTBax production u preview

Kak Bbl MOXeTe 3aMeTuTb, Aaxke MUY NCNONb30BaHMM KayecTBa production ocselleHre
OCTaeTCs BCe elle He OYeHb XOPOoLWrM. TeHUN ABNAOTCA HeonpeaeneHHbIMM, 6I0UYHbIMM

1 B HU3KOM paspeLleHnn, a TakKe cofiep<aT OLUMOKM Ha MANHTYCe 1 B TEMHbIX 061acTaX.
CpenaB HECKOJIbKO HAaCTPOEK, Bbl MOXeTe fOCTaTOYHO ObICTPO 3aCTaBUTb 3TY CLIEHY BbIrA-
[eTb ropasfo nyulue.

HacTpoika Lightmass c apxutektypHomn
BU3yanumsauumen

MepBbiM LWarom Ans «npryecbiBaHUs» Bellel ABNAETCA NOBbILEHMe HacTpoek Lightmass.
Architecture Visualizations onpegenseT npropuTeT KauecTBa U306parkeHNs Haf BpeMeHeM
peHgepuHra, 1 B UE4 3To HMUem He oTnnyaeTcs. Bbl yBenvmumBaeTe NOCTPOEHIE OCBELLEHNS,
HO B UTOre MonyyaeTe CLieHy, KOTopas BbIMALMT FopasAo nyulle.

Hactporku ans Lightmass xpaHATcs Ha KaaoM OCHOBHOM Level 1 MoryT 6bITb M3MeHeHbI
B HacTpolikax ceorcTe World. Manenb Lightmass npeanaraet MHOXeCTBO HacTpoek (pucy-
HOK 14.7). K cyacTblo, HacTpoikm no ymonyaruio UE4 xopowm ana 6onbinHcTBa 06CTOA-
TenbcTB. Kaxkgbli napameTp CyLecTBEHHO BAMAET Ha BpeMsA NOCTPOEHUsA, MOSTOMY BCeraa
CTOWT HaYMHaTb C MasIoro 1 NPoABUraTbCA Aanblue.
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PucyHok 14.7 HacTtpoiiku Lightmass ons mupa

3aMeTKa

Ecnu Bbl uccneposanu Lightmass oHnaiiH, BEpPOATHO, Bbl BUAENV HEKOTOPbBIE CII0X-
Hble HacTpoKuK daina .ini gna nonyyeHua Lightmass, KoTopas npon3BOANUT YMCTble
lighting solutions fna apxuTeKTypHbIX BU3yanu3aLuuii.

TV HaCTPOWKMN B 3HAUNTENbHON CTEMEHUN CTanu HeHYXXHbIMU B 60nee Mo3AHUX
BEPCUAX ABUXKKA (BO3MOXHO, 3TO BPeAUT KauecTBy N306pakeHUs 1, 6€3ycoBHO,
BpeMeHu Ha nocTpoeHue). Epic Games npoaenany orpoMHyto paboTy no ysyulue-
Huto Lightmass ana Bnsyanusaumu, 1 BaM Hy>KHO BCETO JILLIb OTKOPPEKTMPOBaTb
HacTpolku, BbicTaBneHHble B World Settings.

Static Lighting Level Scale

MapameTtp Static Lighting Level Scale koHTponupyeT nnoTHOCTb GOTOHOB Ha cueHe. Ma-
NeHbKMe Yncna o3HayvatoT 6onee NnoTHble GOTOHbI C 6onbluen AeTanun3auuein. 3To Mo-
XKET 3HAUUTENIbHO MOBbICUTb BPEMS Ha NMOCTPOEHME. Bbl MOXKeTe 0CTaBUTb 3TOT NapameTp
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Ha 3HaYeHWK MO YMOMYaHUIO, PaBHOM 1,0, UM HEMHOFO YMeHbLWUTDL ero. Jlloboe 3HaueHne
Hu>Ke 0,8 MOBbICKT BPEMS Ha MOCTPOEHNE, HO MOXET MOABUTLCA LUYM.

Num Indirect Lighting Bounces

Num Indirect Lighting Bounces ¢ukcrpyet, ckonbko pa3 ¢OTOH MOXeT 0Tpa3nTbCA OT Mo-
BEPXHOCTM Ha CLieHe A0 YHUUTOXeHuA. 3HaueHre 10 obecneumBaeT ouyeHb XOpOoLUniA pe-
3ynbTaTt, N03BonsAA GOTOHaM NMPOHMKATb B CaMble TEMHble 0611acTy Balleln cueHbl. MoBbicbTe
3TOT MapaMeTp, eC/IN Y BAaC €CTb MATHA B TEMHbIX 06NacTsX.

Indirect Lighting Quality

MapameTp Indirect Lighting Quality oka3biBaeT Hanbosnbluee BNMAHKE Ha BpeMA NocTpoe-
HMA 1 obLLee KauecTBO. ITO YBENNYMBAET KOSIMYECTBO CEMMIMPOBAHNIA, CAeNaHHbIX ANA
crnaxkmBaHua Gl solution. OueHb BblICOKOE 3HaueHVe obecneunBaeT oYeHb nnaBHbIn Gl.
OcTaBbTe 3TOT NapamMeTp B AgnanasoHe oT 1 4o 4; Bbile TONbKO Npu WymHom Gl.

Indirect Lighting Smoothness

Wcnonb3yiite napameTtp Indirect Lighting Smoothness, uto6bl KOHTPONMPOBaTh, HACKONBKO MAr-
KVIM I PE3KUM AIBNAETCA Balle HenpsMoe ocBelleHre Gl. ManeHbkue uncna fenatoT 6onee pes-
KUMMU, HO LUYMHbIMI HEMPAMbIE TEHV, TOTja KaK BbICOKME 3HaUeHUs AatoT 6onee Msrkime TeHu. He-
MHOFO YMEHbBLUWTE 3TOT NapaMeTp, ECJIN XOTUTE MOMYUNTb 3Ty PE3KOCTb, HO HE CUITbHO Hxe 0,75,
WV NPYZETCA NOBbILATh 06LLEee KaYeCTBO BALLEro PeLLeHUsA ANA YAaNneHs WyMHbIX apTepakToB.

Compress Lightmaps

Haunbonee BaXkHbIM MapaMeTPOM [/l apXUTEKTypHOI B3yanu3auuu asnsetca Compress
Lightmaps, koTopbin oTKNoYaeT cxkatue Texture gna Lightmass Textures. Kak BugHo Ha pu-
CyHKe 14.8, cKaTve MOXeT NPUBECTU K CoefjHeHNIo 1 6OKMPOBKe apTedaKkToB. T Npu-
MeHsAeTCA B 60MbLWMHCTBE UIP, KOTOPbIE HE MOJaralTCA Ha YNCTOE OCBELLeHME, HO He AnsA
APXUTEKTYPHbIX BU3yanu3aLuuid, rge TOYHOCTb OCBELLEeHNA 1 MOBEPXHOCTY NMET HanBbIC-
LN NPUOPUTET.

Bam He cnepyeT TporaTb Apyruie HaCTPOWKK, NOKa He OTKNounTe 3TOT napametp. LLiym, ko-
TOPbI OH BHOCUT, CleNlaeT Ballle OCBelleHe HeNMPUroAHbIM A5 apXUTEKTYPHbIX BU3yanu-
3aLUiA, U HUKaKUe OBOAKM HE CMOTYT YCTPAHUTb 3TO.

Mcnonb3oBaHure HecxaTbix Lightmaps ckasbiBaeTcs Ha pacxofe namsaTu. HecxaTtble
Lightmaps 3aH1MaloT 3HaunTeNIbHO 60osIbLLE AVCKOBOIO NPOCTPAHCTBA, HEXENN CKaTble
Lightmaps. OHY Tak»Ke UCnonb3yoT 6onblue NaMAT BUAEO NPY 3aMycKe B Urpe.

Ecnu Baw Level oyeHb 6onbLuoi (CTafMoOH 1K Lienioe 3[jaHne) Ui Bbl OPUEHTHPYeTeCh
Ha HVXXHWIA CerMeHT annapaTHbIX CPeacTB (HOYyTOYKM, MOOGUbHbIE YCTPOWCTBA U T. A.), Bbl
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MoKeTe ncnonb3osatb napametp Compressed Lightmaps, uto6bl no3sonutb 31m Levels
3arpy»artbca 8 RAM.

Pucynok 14.8 CpasHeHune Compress Lightmaps (with increased contrast to enhance artifacts), noxa-

3biBatoLee apTedaKTbl Ha WKadax, ABEPHbIX paMaXx 1 rMafK1uX MoBEPXHOCTSX, TakUX Kak CTeHa criesa

HacTpouka Lightmap UV Density

MpwvaaHve Bawum Lightmaps 0CTaTOYHOrO BbICOKOTO pa3pelleHra BaXKHO AJiA NoNyyeHns
POBHOrO, fileTaNn3nPOBaHHOIO ocBeleHNA. OfHaKO CMLLIKOM BbICOKOE pa3peLleHne MOXeT
NCNOPTWTb Bally CLieHY 13-3a AJINTENbHOrO NOCTPOEHNA 1 OTPOMHOTO KONIMYeCcTBa 1CMosb-
3yemMou NamATn.
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Haintn 6anaHc moxeT 6biTb HEeNpPoCTO, HO BOT OA4VH U3 cnoco6os HaCTpPOUTb paspelueHne

Lightmap B UE4.

1. BkniounTe Bu3yanusauuio Lightmap Density, Bbi6pas View Mode > Optimization

Viewmodes > Lightmap Density (prcyHok 14.9).

e ¥ Lit

@ unlit

Wireframe
Lighting
M Lighting Only

Buffer Visualization

Visualizers

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

PucyHok 14.9 [NepexnioueHne pexxuma Busyanusaumm Ha Lightmap Density

PucyHok 14.10 Busyanuzauus Lightmap Density, nokasbiBatowas CnMwKoM HU3KOe

pa3pelweHne, KoOTopoe He No3BOJIAeT NOTYYNUTb OYEeHb AeTaIM3NPOBaHHbIe TEHN

n oceeweHne
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Korpa Bbl BniepBble nonajeTe B 3TOT PEXMM, Bbl yBUANTE YTO-TO, Kak pUcyHke 14.10, —
MHOKECTBO CETOK Pa3HbIX Pa3MepoB 1 LiBeToB 6e3 nHpopmaLum 06 ocBeLLeHNN.

To, Ha UTO Bbl CMOTpUTE, ABNAETCA BU3yanu3auuei nukcenei Lightmap ana kax-
[oro o6bekTa Ha cLieHe. DTO MOMOXKeT BaM ObICTPO 1 MHTEPAKTVMBHO HaCTPOUTb
paspeLueHue.

CrHUI 03HavaeT, uTo paspelueHune Lightmap cimwKom HM3Koe, a KpacHbI — cnunL-
KOM BbICOKO€. BaM HY>KHO CTPeMUTbCA K 3eNIeHOMY 1M OpaHXeBOMY Ha BCeX Ba-
LIMX MOBEPXHOCTAX AN1A NONYYEHNA NyYLlIero KayecTsa C npuemiaeMbiM BpeMeHeM
NoCTPOEHUA.

2. Mocne ux HacTpoiikuy Lightmaps gonxeH ctatb 6051ee paBHOMEPHbIM MO NAOTHOCTN
V1 BblLLE M0 pa3peLleHmto, Kak NoKa3aHo Ha pucyHke 14.11.

Bam He Hy>KHO ycTaHaB/MBaTb pa3peLleHmne, KpaTHoe ABOIiKe (64, 128 u T. A.),

HO He HY>XHO OTK/OHATbCA C/IMLWIKOM cunbHO. PaspeleHrie 6onee 1024 nogaepxmsa-
I0TCSl, HO AO/MKHbI ObITb MCMONb30BaHbl C OCTOPOXHOCTbIO. YeM Bbille pa3pelleHue,
TeM AoJblie BpeMsi MOCTPOEHMs 1 TemM 6onblue namsaTy Level 3aHumaeT Ha gucke. Jlyu-
LLe BCEro ieprkaTb €ro Kak MOXKHO HIKe 6e3 HexXenaTeNbHbIX apTepaKToB.

PucyHok 14.11 Pexxum Busyanusaumm c nyywmnmm Hactporikamm Lightmap Density
visualization

HacTtporika pa3spelueHus Lightmap ans Props otnnuyaeTcsa, no3ToMy Bbl HaCTpanBaeTe ee

B Asset Level. 9To rapaHTupyeT, 4To ANA KaXXJoro peKkBr3nTa Ha ypoBHe byaeT npaBuibHOe
pa3spelleHne, Tak Kak cfleNlaHHble BaMU N3MeHeHUA ANA NCxogHoro Asset oTpasaTca Ha Bcex
cLieHax 06bEKTOB, KOTOPble CCbiNaTCA Ha 3T Assets.
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WmeliTe B BMAY, 4TO Ntobble N3MeHEHNA HacTpoeK Static Lighting ana Mesh Asset HapyLiaT
ocBelleHVe Ha KaxkaoMm Level, Ha kKoTopbii ccbinaeTca Asset.

TaKk»e Bbl MOXeTe HaCTPOWTb MAOTHOCTb Props ana kaxporo Object basis Ha Bawwem ypos-
He ¢ nomolypbto cBoiicTBa Overridden Light Map Res B Details Panel. l nHoraa 3apato csoum
peKkBM3nTam (0CO6EHHO eC/vi OHY COAePXKaT MHOXKECTBO AeTasell Uiy opraHnyeckux Gopm)
6osee BbICOKYI0 MNOTHOCTb, Hexenu Architecture Meshes, kak nokKasaHo Ha pucyHke 14.12,
YTO [ienaeT UX KPacHOBaTbIMU.

By,que OCTOPOXHbI; NOBTOPAOLWLMNECA PEKBUSUTDLI MOTYT 6bICTp0 reHepnpoBaTtb MHOIro
Texture-AaHHbIX B BbICOKOM pa3speleHnin.

Pucynok 14.12 Koneunas nnoTtHocTb Lightmap, nokasbiBatowas 6onee BbICOKYIO NIOTHOCTb AlS
opraHuyeckux Props, Taknx Kak AvBaH unu cTynbs

BVIHA n coxpaHeHue

Tenepb camoe Bpemsi 3aHOBO MOCTPOUTD Balle OCBeLeHme. Bbl cpasy 3ameTnTe, UTo C yBe-
NINYEHNEM NIOTHOCTY Bawmx Lightmaps, Bpems NoCTPOeHNs TakKe 3HAUNTESIbHO YBENNYM-
nocb. Bawwe obuiee KaYeCTBO TaKKe JOIKHO BbI/I0 3HAUMTENIbHO BbIPACTU C Gonee geTanu-
31IPOBAHHBIMY TEHAMY 1 HEMPAMbIM CBETOM.

A eLe ceilyac camoe BpeMs COXPaHuTb BaLly paboTy.

PasMeuweHue uHTepbepHoOro ceeTa

Tenepb, Korgay Bac ecTb ConHue n Heb6o Ha CUeHe, Bbl MOXKeTe HaYyaTb pa3mellatb UICTOYHU-
K1 CBE€Ta BHYTPW, YTOObI MOMOYb OCBETUTH HEKOTOpbl€ TEMHbIE YTrOJIKW.
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Spot Lights

ToyeuHble NCTOUYHMKM CBETA M NPOXEKTOPA NMEIOT Te e HAaCTPOWKM, UTO 1 CBET B peHe-
pax C TPacCUpPOBKOW Nyyeid, 1 Bbl fOMKHbI YyBCTBOBATb ce6s Kak floMa (prcyHok 14.13). EcTb
TOMIbKO HECKOJMIbKO Pasinyni, O KOTOPbIX CIeyeT 3HaTb.

N5 B
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Recently Placed
Basic

Lights
Cinematic
Visual Effects
Geometry
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All Classes

Dbjects>
O

Search Details

4 Transform

Multip]| Multip)

Multi | Mutt
10 [0

PucyHok 14.13 PazmeweHue Spot Light Actors

Mobility
fl pekomeHgyto ncnonb3oBaThb Static Lights nouTtn nckniountenbHo ans BHYTPEHHEro ocee-
LeHnA. XoTA CTauMoHapHble 1 AVHaMUYeCcKre UCTOYHNKN CBeTa JaloT HEKOTopble npenmy-

wecTBa, OHN ﬂ,O6aBJ’IﬂIOT CJTOXKHOCTb U 3HAYUTEJIbHY CTOMMOCTb NPOUN3BOAUTENIBHOCTU Ba-
Wnm cueHam.

Intensity

MocTapaliTecb MOMHUTb, YTO BHYTPEHHEE OCBeLleHre AOMKHO ObiTb ropa3fo MeHee APKUM,
YeMm CONMHeYHbIN cBeT. [laxe caMbli APKWIA BHYTPEHHUIN CBET, KaXKeTCA, He laeT MHOro CBeTa
B 3aJINTON COSNHLIEM KOMHaTe.

I'Ionyqume I'IpaBI/IﬂbHOIZ APKOCTN oCBeLeHNA — 3TO UCKYCCTBO. 710 3aBUCKT OT Konnyectsa NC
B 06nactu, APKOCTN CONTHEYHOr O CBETa U AaXke LiBeTa MaTepunanos, OT KOTOPbIX OH OTparkaeTcA.
ﬂpKOCTb NMeEeT KPpUTNYeCKN BaXHOe BJTIAHME Ha OKOHYaTesIbHbIV B[, Ballero OCBeLLeHMA.

BaM Hy>KHO NOBTOPATb HACTPOWKY OCBeLLeHNA, 4TOObI HaNTK NoaxoAALMI 6anaHc AnA Ba-
Luel CLeHbl N BKYCOB.
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Temperature

B 3TOM Nprmepe A ncnonb3oBan HaCTPOKKY TemnepaTypbl ANA CBOero ceeTa. 70 JaeT pea-
JINCTVYHbIN LiBET, OCHOBAHHbI Ha APKOCTM cBeTa. fl ncnonb3oBan 6onee Tennbli TOH A
BHYTPEHHEro OCBeLLEeHNA, KOTOPbI MO3BONIAET NpegMeTam ObiTb 6oiee KOHTPACTHbIMY

no oTHowweHuio K ConHuy n Heby.

Attenuation

OrpaHunyeHre paccToAHMSA, Ha KOTOPOE MOXKeT nepemMellaTbCA MPAMOe OCBELEeHWNE, CMONb-
3yeTCA Kak AS1A NPOV3BOAUTENbHOCTU, TaK 1 ANA XYAOXKeCTBeHHbIX Lenen. OrpaHnyeHve
ocnabneHVa cBeTa orpaHNYMBaeT KONMYeCTBO MeLLel, Ha KOTOpble OH BAUAET B Mupe. ITO
MMeeT peLuatoLlee 3HaYeHe 1A MPON3BOLUTENIbHOCTU, OCOGEHHO AN1A ANHAMUYEeCKN 3aTe-
HeHHbIX orHel. B Lightmass orpaHunyeHHbIn panyc 3aTyxaHuA NOBNNAET Ha MeHbLUee KO-
4eCTBO MeLLel, YTO YCKOPUT MOCTPOEHNE OCBELLEHNSA; HO MOCKOMNbKY AaHHble O CBETe 1 TEHN
3aneKaloTcA B TEKCTYPbI, HET HAKAKOW BbIFOAbI 4151 3TOrO B peanbHOM BpEMEHN.

IES Files

UE4 noppepxunBaet ceetoBble npodunm IES (Illuminating Engineering Society) ans Toueu-
HbIX CBETU/IbHUKOB 1 MPOXEeKTOPOB. Bbl MoxeTe umnopTtunposaTb dainbl IES n npumeHaTs
UX K Tamram, YToobl MOSTyYnTb MHTEPECHbIE MAaTTEPHbI OCBELLEHNA (KaK MOKa3aHo Ha PUCYH-
ke 14.13). Bbl moxeTe HanTu npodunm IES no BcemMy MHTEPHETY OT peanbHbIX NPon3BoaMTe-
nen 1 NOCTaBLYMKOB OcBelleHnA nnu aaxke u3 Unreal marketplace.

Auto Exposure

BpemeHHoe oTKntoueHne Auto Exposure MoXeT 6bITb 60M1bLLIOI MOMOLLbIO MPY HACTPOIKe
OCBeLLEHMsA Ha Ballel cLieHe. ABTOIKCNO3MLMA MO YMOYaHMIO OYeHb arpeccriBHA Y MOXET
JIErKo CTaTb OYEHb APKOW U OYEHb TEMHOW.

BnokupoBka skcnosnumm c nomoLbio meHto View Mode Ha Viewport rapaHTupyer, uto ap-
KOCTb OCBeLlLeHVA He ByaeT perynnpoBaTbCa NPy Nepexofe OT CBET/bIX 0bnacTei K Tem-
HbIM, 1 NMO3BONIAET flerye cbanaHCMpPOBaATb OCBELLEHME.

PasmeweHue Light Portals

Light Portals — 3To cneunanbHble akTopbl, KOTOpble MomoratoT Lightmass dokycuposaTb
bOTOHBI K OTBEPCTUAM, B KOTOPbIE MOCTYMaeT MHOTO CBETa. DTO y/yuyllaeT Bpemsa cOopKu
1 KayeCTBO OCBelLLeHNA.

Pa3mecTuTe 3TVX aKTOPOB Ha BaLLMX OKHaX U BPYTr1MX OTBEPCTUAX 1 CBOGOAHO OTperynu-
pyiTe KOPOOKY Mo pa3mepy. Bam He HYXKHO ObITb yXacHO TpeboBaTebHbIM; 3TO MPOCTO MNo-
MOLLHUK A48 GOTOHOB, M OH He HYXX[AaeTcsA B TOYHOCTY.
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Mcnonb3oBaHume Reflection Probes

OTpakeHunA ABNAOTCA HeoTbemniemon YacTbio PBR. UE4 ncnonb3yet akTopos 3axBaTa oTpa-
KeHVA OnA 3axBaTa CTaTUYeCcKmX Kyobrnyecknx KapT CLieHbl U aBTOMATUYeCKN NPYMeHAeT nX
K MaTepranam, Haxo4AWMMCA NOA UX BAUAHNEM.

XoTA Bbl MOXKeTe yMTM, He pa3mMellaa nX BOKpPyr CBOero ypoBHA, Bbl AOCTUTHETe ropasfo 60-
nee BblICOKOro Kavyectsa C HUMW.

[Ba Tuna Reflection probes — coepa n ky6. MNpoLye roBops, ana obnactein KBagpaTHom
dopmbl ncnonbyinte Box Reflection Capture Actor. 1nA Bcex ocTanbHbix 06nacTeid NCnosnb-
3ynTe Sphere. Kak BuaHO 13 pucyHKka 14.14, Ana TOYHOWM HaCTPOWKM OTPaKeHUI Ha CLieHe
nonesHo cmelleHne o6orx BULOB.

. Details
LY BoxReflectionCapture b
+Add Component - = o3 Blueprint/.

Sesich Gemponents ¥e

EOESES -
ERES S
RN BT s -

4 Reflection Capture

Tran

PucyHok 14.14 Reflection Probes

Pazmepbl

Sphere Reflection Actors ncnonb3ytoT pagnyc BAMAHUA, YTOObI ONPeAenuTb, Ha Kakue nik-
cenu oHu 6yayT BnnATb. Kak npasuno, Reflection Actors meHbLuero paguyca numetot npmo-
puteT Hag Reflection Actors 6onbluero paguyca. 3To No3BoNAET BaM «THE3AUTb» MeHbLUNe
Reflection Actors BHyTpu 60nbLumnx, N03BONAsA 4OOABNATL AeTaNlbHble OTPaXKeHUs B obna-
CTW, KOTOPbIE MOTYT B 3TOM HYXJaTbCH.

Box Reflection Capture Actors BbicTaBns0T 3HaueHre 3D-macwTaba. Bbl JonXKHbI oTperynu-
poBaTb MacLTab KOPOOKU [0 TeX NOP, MOKa Yribl KOPOOKY, MOKa3aHHON B OKHe MPOCMOTPa,
He 6yyT MaKcMMasibHO NPUOGVKEHDI K YriaM Ballell KOMHATbI.
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NMpounseogutenbHocTb

B pononHeHue K HaknagHbIM pacxofam namsTy, 3axBaveHHol Cubemaps, Reflection
Capture Actors aBTOMaTUYeCKM NPUMEHSIIOT CBOV OTPAXKEHUS K NIIOObIM NUKCENAM, KOTOpble
BU3yann3npyTCsa BHYTPY HUX. [0 3TOW NpUUYnHE NepeKpbiBaloLMecs 3axXBaTbl MOTYT Mo-
BANATb Ha MPOW3BOANTENbHOCTb. Bbl JOMXKHbBI M36€eraTb CUWKOM 6OMNbLLOTO KOIMYecTBa
HaKNaAblBALWMXCA APYT Ha fipyra 31EMEHTOB.

Take cTOMT 0TMeTUTb, UTo Box Reflection Capture Actors okasbiBatoT 6onee cepesHoe
BANAHKE Ha NPOV3BOAMTENIbHOCTb, YeM Sphere Reflection Capture Actors.

Post-Process Volume

MocnefHAs YacTb roflOBOSIOMKY OCBELLEHNSA COCTOMT B TOM, YTOObI NIPUMEHUTL 3ddek-
Tbl NOCTOOPA6OTKM, TaKNe KaK BUHbETKA, 61yM, pa3mblTie ABMXKEHUSA 1 FybrHa pe3kocTur
K M306paxkeHuto, YTo6bl MpuaaTh emy KiHemaTorpaduyHbIi, peanucTuyHbIi BUA.

Mpu co3gaHnm HoBOro ypoBHaA B UE4 HAaCTPOIKM NOCTO6PaBbOTKYM MO YMONUAHMIO NPUMEHS-
I0TCA K CLieHEe aBTOMATUYECKN. DTV HACTPOMKIN — XOPOLLEe Hauaso, Ho Bbl MOYTKH Bcerga Gy-
[eTe XOTeTb HaCTPOUTb UX B KaXXAOWM U3 BaLIMX CLiEH, YTOObI COOTBETCTBOBATL €€ YHIKaSlb-
HOMY OCBELLEHUIO U JOCTUYD TOrO BHELWHErO BUAA, KOTOPbIV BaM HYKEH.

YT06bI NONYUNTL AOCTYN K 3TUM HaCcTPOIKaM, BaM HY>KHO A06aBUTb CneLuanbHbIi Knacc ak-
TOpa Ha Bally cueHy: Post-Process Volume.

Volume Actors

Volume — 370 0cobbi TN Knacca akTopos B UE4, KOTOPbIN MOXET onpeAenuTb, HaXoAAT-
CA NN Jpyrue akTopbl B ero npeaenax. Post-Process Volumes ncnonb3yioT 3Ty CnocobHOCTb
CMeLINBaTbCA MeX Y PasfNyYHbIMM NOCTNPOLIECCHBIMU HAaCTPOMKaMK, KOraa KamMepa Urpoka
BXOAMUT Y BbIXOAUT M3 KaxJoro Toma.

Bbl MoXeTe HacTpouTb Volumes, ycTaHOBUB MX HacTporiky Brush. Bbl MoXxeTe onpepgenntb
bopmy 06beMa, a Takke ero pasmep. Bbl Takke MoXxeTe MacluTabupoBaTh, BpaLLaTb 1 nepe-
MeLaTh 1X, Kak 1 160 apyrom akTop.

PasMeweHune Post-Process Volume

Bbl HailjeTe CNCOK pa3nnMyYHbIX TUMOB KNaccoB 06beMoB, JOCTYMHbIX Ha NaHenu Place
Actors B pa3gene Volumes (pucyHok 14.15). MepeTawuTe Post-Process Volume B Viewport.
Bbl MOXeTe pa3mecTuTb ero B l060M MecTe CLieHbl — NPOCTO Y6eauTech, YTo OH J1Ierko
BblOUpaeTcs.
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PucyHok 14.15 PasmeweHue Post-Process Volume Ha Level

Hactpoiika Post-Process Volume

Post-Process Volume nmeeT MHOXXeCTBO HAaCTPOEK U1 MO3BOJIAET 3HAUNTENBHO YNYYLLUTD
Balle n3o6paxeHue. B To Bpems Kak MHOTVie HAaCTPOMKY — TaKune Kak HacTpoliKa LiBe-
Ta 1 3¢ PeKTbl Bpoe LBETEHUS — MOYTM MOJIHOCTBIO 3aBUCAT OT BaLUMX JINUHBIX BKY-
COB 1 CTWMEN, ipyre OKa3blBaloT MPAMOE BIMAHME Ha NPOV3BOANTENIBHOCTb U KauecTBO
n3obpakeHuA.

YTo6bl NONYyunTh AOCTYN K HACTPOIKaM, MPocTo BbibepuTe Post-Process Volume Ha ypoBHe
1 nocMoTpuTe Ha naHenb Details.

Huxe npuBeaeHbl HACTPOIKK, KOTOPbIE Bbl ByfeTe HacTpauBaTb Yallle BCEro, a TakxKe Te, KO-
TOpble OblIN CKOPPEKTUPOBaHbI /151 3TOro Npumepa.

Unbound

Bbl MoxeTe HacTpounTb cBol Post-Process Volume, uTo6bl nponycTuTb NPoBepKY rpaHunL,
1 NPYMEHWTb ero HaCTPOWKM NO BCEMY YPOBHIO, BKtoumB onuuio Unbound. 3To ropasno
npotLue, Yem yCTaHOBUTb 06beM, UTOObI OXBATUTb BECb YPOBEHb.

Priority
Bbl MmoxeTe nmeTb Post-Process Volumes, KoTopble nepekpbiBatoT Apyr gpyra. Ytobbl
onpepennTb, Kakne HaCTPOMKM ByAYT UCMONb30BaTbCA, MPUMEHUTE ONLMIO <NPUOPUTET.
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O6bembl ¢ 6onee BbICOKUM NproputeTom GyayT nepeonpenenats 06bembl ¢ 6o1ee HU3KUM
NPUOPUTETOM.

Ba)HO OTMeTUTb, UTO ByAYT NPVMEHEHbI TOSIbKO Te CBOMCTBA, KOTOPbIE NepeonpeaeneHbl
BPYUHYIO (yCTaHOBMB GpaXkoK ClieBa OT CBOMCTBa Ha naHenu Details ans nepekpsbiBatowero-
€5 06bema). DTO OTINYHbI CNOCO6 HACTPOUTL TOIBKO OJHO CBOWCTBO, HE MPOBEPSA COOT-
BETCTBME BCEX OCTasIbHbIX MAapPaMeTPOB.

Blend Radius

370 pagmnyc MMPOBOTO NPOCTPAHCTBA BOKPYT 06beMa, KOTOPbIV MHTEPNONMPYETCA MeXAY
HacTpolkamu AByXx 06bemMoB. 1o Mepe Toro Kak kamepa urpoka nepemetiaerca 8 Volume

W U3 Hero, HaCTPOWKM GyayT NNAaBHO NEPEXOANTb OT OQHON K Apyroi. Y 06beMoB, HaCTPOeH-
HbIX KaK HeCBA3aHHbIe, 3TOT NapameTp HeakTUBEH.

White Balance

B UE4 ecTb MHOro HacTpoeK AN LBETOKOPPEKLMY, HO BaM, BEPOATHO, ClieayeT HavaTb ¢ ba-
naHca 6enoro. 3To 3HaueHe Mo YMONMYaHUio paBHO 6500, UTO ABNAETCA OYEHb YNCTBIM, CU-
He-6enbiM LIBETOM, KOTOPbI He OUEHb PACMPOCTPAHEH B peasibHOM MUPE. ITO MOXET Npu-
AaTb BalMM CLieHaM CJINLLKOM XOSIOA4HbIN TOH 1 3aTPYAHUTb AOCTUXEHME NPaBuSIbHOro
6anaHca mexgay TenyibiM CBETOM 1 MPOXafHbIMU TEHAMU. Bbl MOXKeTe yCTaHOBUTb 3Haue-
Hue nprMepHo Mexay 5000 1 6000 ana 6onee Tennoro ToHa Ha Ballel CLieHe 1 Bbille —
ana 6onee xonoAHoOro B3rnaaa.

Saturation and Contrast

HacTtporiku Saturation, Contrast, Crush Highlights 1 Crush Shadow pa6otatot BmecTe,
uTOG6bI MOMOYb KOHTPONMPOBATb 6anaHc n3obpakeHus. Bbl, BEPOATHO, 3HAKOMbI C KOHTPA-
CTOM 1 HaCbILLEeHHOCTbIO, HO, BO3MOXHO, HE C HAaCcTpoikamu nogasnexmns. OHM NpocTo obpe-
3a10T YepHo-6enble TOUKY, AaBas 60MbLINIA BULUMbIA KOHTPACT.

HaCTpOVIKVI NO YMOJTHaHUIO YaCTO CNTULWKOM KOHTPACTHbI, YTO AeNlaeT 3aTEHEHHbIE obnactn
OYeHb TEMHbIMU. DTO OYEHb KI/IHEMaTOFpa(bVILIHbIVI B3rnAA4, HO pe3ynbTaT MOXeT ObITb CNLL-
KOM TEMHbIM ONnA apXI/ITEKTypHOIZ BU3yanumsayuu, npy 4em CoOBCEM He TaMm, rae npeanoyTun-
TeNbHee VMeTb OYeHb TeMHble 06nacTu.

21K HaCTpOIZKVI OYeHb YyBCTBUTEJIbHbI, MO3TOMY HebosnblNne KOPPEKTUPOBKN NMEIOT 607s1b-
Loe 3Ha4vyeHwune.

Vignette, Noise u Fringe
WNcnonb3ynte 31 3dpdekTbl Ansa nmmtaumm 3¢ppekToB 06BbEKTVIBA Kamepbl.

BuHbeTKa fo6aBnseT TEMHbIN rpagueHT K KpaAam Ballero VI306pa)KEHVIﬂ, YTO MOKEeT NOo3BO-
JINTb BaM YBENNYNTb O6LLlyIO APKOCTb VI306pa)KeHI/Iﬂ — €AVNHCTBEHHbIe NOJIHOCTbIO APpKMe
NMKCennm HaxoaATCcA B CaMOM LeHTpe 3KpaHa.
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Baxpoma nmuTrpyeT 3bPeKT XpomaTnueckon abeppaum cBeTa, NPOXoAALLEero yepes 06b-
EKTVB Kamepbl, pa3aenss LBeTta 6imkKe K Kpasm n306paxxeHus.

3ep|-|m:'roc7b }J,06aBJ'IﬂeT aHI/IMVIpOBaHHbIIZ Wym K |/|3o6pa>KeH|/no. MHTeHcMBHOCTD 3epeH
ynpaBnAeT HENPO3PaYHOCTbIO HAaNNOXeHNA UJyMOBOI7I TEKCTYPbI, B TO BPEMA KaK ApOXKaHne
3epeH ynpaBnAaeT TeéM, HaCKOJIbKO 3€pHO CMeLllaeT l/1306pa)KeHVIe. V|CI'IOJ'Ib3yI\/’1Te NX OCTO-
POXHO, TaK KakK OHU MOTYT 6bICTp0 CTaTb CUJIbHO 3aMeTHbIMW.

Color Grading (LUT)

Cuctema Color Grading B UE4 ncnonb3yeT cneumanbHyto TeKCTypy, Ha3biBaemyio Color
Lookup Table (LUT), ana nameHeHus useta cueHbl. LUT reHepupyeTca nyTem npUMeHeHns
LIBeTOBOW rpafaLum K 6a3oBoMy U306paxxeHNI0 B MPUIOXKEHUN ASIA KOMMO3ULMK UK pe-
AaKTVPOBaHNA N306paKeHNA.

UE4 cunTbiBaeT pasHuLy mexay 6a30BbiM n306paxeHrnem u moanduymposaHHbiv LUT

U NPUMEHSAET 3Ty AeNbTy K CLieHe. ITO OT/IMYHBIN CNOCo6 NepeHecTy CYLLeCTBYHOLMIA KOH-
Beliep uBeTokoppekumu B UE4. Bbl moxeTe HaliT 6onee nogpobHyto nHpopmaumio o LUTs
1 HekoTopbix dannax LUT ana 3arpy3ku Ha conyTCTBYIOLWEM CaliTe ANA 3TOW KHWIW No aape-
cy www.TomShannon3D.com/UnrealForViz

Bloom u Lens Flares

HekoTopble 13 Haubosnee pacnpocTpaHeHHbIX 3gpdeKToB NOCTO6PabOTKM KaK B Urpax, Tak
U B TPAAULMOHHO BH3yann3nupyeMoM KOHTEHTE, LiIBETEHME W BCTbILLKW JIMH3 MOMOTaloT 130-
6pakaTb YUpe3MepHO APKMe 061aCTU, UMUTHPYA O6BEKTUBBI KaMep 1 YenoBevecKui ras.

HaCTpOVIKVI uUBeTEeHNA N 61KOB 0ObEKTMBA MO YMOJT4aHUIO B UE4 HemHOrO arpeccrBHbl

N MOTYT YMEHbLUNTb KOHTPACTHOCTb 1N YETKOCTb CLUEH, €C/I OHUN NCNONb3YITCA CJINLLKOM
4YacTo. YMeHbLUEHNE NHTEHCUBHOCTY NN yBennyeHme nopora ABNAKTCA XOpOoLWnmMmn Crnoco-
6amu YMeHbLUeHNA o6LLero KoNMYecTBa LUBETEHMA U 6/IMKOB 06bEKTMBA B CLIEHE.

Bbl Takke MoXKeTe HacTpouTb pasmMep 3ddpeKToB. bonbLumne pasmepbl 6ygyT MMeTb 6onee
3HauYNTENbHOE BIMAHME HAa MPOU3BOAUTENBHOCTD.

f1 UaCTO NONTHOCTbIO OTKJOUAKD BCMbILWKM OOBEKTUBA B cueHax nnu BblKJIio4Yalo X Ao 1ex
nop, NOKa OHM NPOUCXOJAT TONTbKO C OYEHb APKUMU NUKCENAMN.

Auto Exposure

Mockonbky UE4 B13yanusnpyeT cLeHbl ¢ ucnonb3oBaHnem cpefbl HDR-ocseleHuns, Bbl MO-
eTe NMeTb 0UeHb pasHble YPOBHM APKOCTN OCBELLEHUA OT OAHON 06/1acTy Balleln KapTbl
fo ppyroi. No aton npnunHe UE4 umeeT COXHYI0 CMCTeMy aBTOMaTUYECKOW SKCMO3ULNN.

Ta cMcTeMa NOMOXET CO3AaTb ANHAMUYECKOE, NPMBIIEKaTEeNIbHOE B3aIMOAENCTBE OCBE-
LLleHNA, Koraa Urpok nepemelLaeTca U3 OgHoM 06nacTu B APYryto U BUANT, Kak SKCNO3u-
LSl HAaCTPaAMBaETCA B OTBET TaK XKe, KaK UesloBeUecKunii rnas unm Kamepa ¢ aBToMaTnyeckom
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3KCNOo3uMumMeit. ITO TaKKe MOXKET cieniaTb HaCTPOWKY BalLEero OCBELLEHNA OBOSIbHO CIIOX-
HOW 3aJauen.

PekomeHpayto HacTpoOUTb OCBeLLeHNE C OTKIIIOYEHHON aBTOMaTUYECKOW 3KCNo3nLUmen, a 3a-
TeM BKJIIOUNTb Ero Mo Mepe He0BXOANMOCTI ANA CLEHbl. ITOT 3GPEeKT MOXKHO OTKIIIO-
4nTb NGO C MOMOLLbIO HACTPOEK SKCMO3MLMM B packpbiBatolemca cnvcke View Mode

Ha Viewport, nn6o yctaHosus napameTpbl Min and Max Brightness B Post-Process Volume
paBHbiMK 1,0. 3aTeM Bbl MOXeTe 1cnonb3oBaTb Exposure Bias, 4To6bl BpyUHY0 yCTaHOBUTb
SKCMO3ULIMIO KaMepbl.

Mocne HacTpoliKkn ocBelleHnsa HauHmTe urpatb ¢ Min and Max Brightness, uto6bl HacTpouTb
3KCNo3ULKMIo Kamepbl. YTo6bl paspelnTb Kamepe nepesKCnoHNPOoBaTb, OCBET/IAA TEMHble
061acTu, yCTaHOBMTE MUHVMAJIbHYIO APKOCTb Ha 3HauyeHue Hke 1,0. YTo6bl yMeHbLINTD
9KCNO3MLMI0 KaMepbl MPY APKOM OCBELLEeHNY, yBENNYbTE MaKCMMalbHY APKOCTb Bbiwe 1,0.

Ambient Occlusion

XoTA B AaHHOM NpriMepe Mbl He ncnonb3yem Screen Space Ambient Occlusion (SSAO), ato
OYeHb BaXHbIN 3bPeKT, KOTOPbIN WMPOKO UCMOSb3yeTCA BO BCEX BUAAX BU3yanu3aLuuia

n urp. Ecnv Bbl co3gaete cLeHbl C AMHAMUYECKMM OCBELLIEHMEM W GONbLIMM KOTIMYEeCTBOM
ANHAMMYeCKUX akTOPOB, Bbl, BEPOATHO, 3aXOTUTE BK/IIOUMTb 3TO, MOTOMY YTO 3TO 3Hauu-
TesIbHO YBENMUMBAET MMYOUHY CLIEHBI U KAUeCTBO OCBELLEeHN .

Mo6anbHoe ocBelyeHne

7o ynpaBnAeT MHTEHCMBHOCTBIO 1 LiBeTOM Lightmaps, reHepupyembix Lightmass. Bbl Mo-
eTe 1Cnonb30oBaTb 3TO, YTOObI BbICTPO M3MEHUTL CBOE CNeYeHHOoe ocCBeLleHre. OTO

He ynpaBnAeT HMKakum Bugom Gl B peanbHom BpemeHu B UE4.

Fny6uHa peskoctu (Depth of Field, DOF)

UE4 npefocTaBnseT HeCKOIbKO METOLOB AN Co3AaHnA 3GpdEKTOB rnyburHbl peskocTu. 4ns
Bu3yanusauun Kpyr DOF nerko AnaeTca nyylumm. 31o GU3MUeCKn TOUHbIN 3GEKT, KoTo-
pblii UMUTUPYET GaKTUYECKME XapaKTePUCTMKIN Pa3mbITUA Anadparmbl 0OObEKTVBA 1 CO3Aa-
€T OYeHb TOHKUIA, peanncTuiHbin 3G deKT. OH Tak>Ke OBONIbHO 3G bEKTVBEH MO CPAaBHEHNIO
c apyrumun spdektamun. OfHaKo, Kak 1 MHorre 3pdeKTbl NOCTo6PaboTKM, OH MOXKET ObITb
Joporum rnpu 6osnee BbICOKUX pa3peLueHusix. fl BoobLe He peKkoMeHAYo ero Ans BUpTyasnb-
HOW peanbHOCTN.

YTt0o6bl yBENMUnTb 3GdeKT pa3MbiTvA, yMeHbLUNTE 3HaueHne napameTpa Aperture F-Stop.
Bonee HM3KMe HAaCTPONKM NpuBeayT K 6onblueMy pa3MbITUO N306paxkeHus (PUCYHOK 14.16).
Ba)KHO OTMETWTb, UTO 3TO PEANIUCTUYHBIN 3PPEKT, MOITOMY Bbl MOXKETE HEe 3aMeTUTb ero,
roKa He NnofongeTe ouYeHb 6/IN3KO K 0ObEKTY.

[lnAa BHYTpeHHeN cLeHbl BaM HYXXHO b6yaeT ybeanTbcs, UTo Balle ¢poKanbHOe paccToAHne
yCTaHOBNEHO NprMepHo Ha 300-500 (ot 3 go 5 meTpoB), a Aperture F-Stop foBonbHO Be-
JIVKa Ha YypoBHe 4-8.
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PucyHok 14.16 Circle Depth cpasHeHme Field F-Stop

PasMbiTe nzobpaxxeHus npm noeopoTe kamepbl (Motion Blur)

UE4 NCNOJb3YyEeT BbICOKOKAYECTBEHHYIO CUCTEMY Pa3MbITUA OBUXKEHNA, KOTOPaA reHepupyeTt
KapTy CKOPOCTU KaXAaoro Kagpa 1 ncnonb3yeT ee AnAa COOTBETCTBYIOLWEro pasmbITUA CLUEHbI.
HacTpoliku no ymonuaHuio, Kak NpaBrio, O4eHb XOPOLWM Afs 6GONbLINHCTBA CLEH; OfHaKO,
eCcJin Bbl pa60TaeTe c 6oree BbICOKOW YacTOTOM KagpoB Uin XxoTute 6onee UNCTYIO Npe3eH-
Talnio, TO MOXKEeTe OTKJTIOYNTb 3TY d)yHKLlVI}O NN YMEHbLUTDb ee 3HayeHne, yMeHbLUVB napa-
meTp Max.

OTpaxxeHus B akpaHHOM npocTpaHcTBe (Screen Space Reflections)
Screen Space Reflections o6ecneunBaloT feTasnbHble JUHAMNYECKNE OTPAXKEHWNSA, OCHOBAH-
Hbl€ Ha B13YyaNn3npoOBaHHOM |/|3o6pa)KeH|/||/|. OHn HeO6XO,D,I/IMbI onAa aoCcTmXeHnA camo-

ro BbICOKOIO KauecTBa, HO Bbl 3axoTuTe yBenuuutb Quality n Max Roughness. YcTaHoBuTe
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Quality Ha 100 1 Max Roughness mexpay 0,6 1 1,0. bonee BbicOKMe 3HaYeHNA AOPOXeE BU-
3yanu3npoBaTh, HO OHW MOTYT BbIFMAAETb 60ee TOUHbIMU. YCTaHaBIMBANTE 3HAYEHMSA KaK
MOXHO HIXe, COXPaHAA NPW 3STOM BHELIHWI BUA BaLLen CLEHDbI.

Anti-Aliasing

UE4 npepnaraeT HeCKObKO MeToZOB criaxusaHus (AA). Ina 60nblUnMHCTBa Br3yanv3auui
Temporal AA (TAA) cuctema B UE4 faeT npeBoCXoAHble pe3ynbTaTbl Y UMeeT OYeHb MaJio
HaKnagHbIX PacxofoB Ha NPOU3BOANTENbHOCTb.

B cnepytouem nprmepe cueHbl MoKasaH pe3ynbTaT BK/IIOUEHVA NapaMeTPpoB OKpYyKatoLLen
OKKJTH03UM, BUHBETKU, 3€PHUCTOCTU 1 INYOUHBI PE3KOCTU. KaXK bl N3 HYX YNyuLIaeT BHELIHUIA
BUJ N306paxeHuns, [O6aBNAA HECOBEPLLEHCTBA U Apyrue 3GpdEKTbl, KOTOPbIE MOXHO YBU-
neTb Ha doTorpadpumn.

Kak BuguTe, HaCTPOWKM B MOCTOOPabOoTKe MPOCTPaHCTBa OKa3blBAOT CEPbe3HOE BVsHNE
Ha BHELWHWN BUJ cLeHbl. [laxe TOHKMe HaCTPOWKK, NCNOJIb3yeMble 34eCb, 3HAUNTESIbHO 13-
MEHSAIOT BHELHWUI BUA cLeHbl (pUcyHKM 14.17 n 14.18).

TTFETRNU T T

PucyHok 14.17 CueHa c HaCTpoKaMu Mo yMo4aHMIo y NocTobpaboTku
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PucyHok 14.18 CueHa c HacTpolikaMu NocTo6paboTku, MOKa3bIBAKOWMMUN 3aMETHOE U3MEHeHne

KOHTpacTa, 6anaHca 6€10ro 1 HaCblLWEHHOCTH

3aknouyeHme

OcgelyeHrie B UE4 nmeeT MHOTO KOMMOHEHTOB, KOTOpble paboTatoT BMeCTe, 4Tobbl co3aaTth
efiHoe Lenoe. XoTA 3TV NOHATMA OblNN NpefcTaB/ieHbl B TOM NOPAAKE, B KOTOPOM Bbl MOT-
JI1 6bl C HUMU CTONKHYTbCA, NO Mepe M3yYeHWA 1 MOBTOPEHNA Ha BalLel CLieHe Bbl CTaHeTe
nepemMeLiaTbCsa Mexay Ux HaCTPoMKamu, MOTOMY UTO HAaCTPOKa OAHOrO BAUAET Ha pyroe.

MNMopo6Hoe B3avMopfecTBme Mexay CBETOM, LIBETOM U MaTepranamy 3HakoMo Xy[OXKHNKaM
BM3yanun3auuu, 1 UMEHHO B 3TO TOYKe TEXHONIOMMA PAaCXOANTCA C XYA0KECTBEHHOCTbIO.
Bnarogapsa npakTrke Bbl Hay4YnTECb MOHMMATb CBON UHCTPYMEHT 1 HauHeTe Nerko cospa-
BaTb Tensoe ocBeuwleHne B UE4.






FMABA 15

APXUTEKTYPHDIE
MATEPUAI/IbI

Cuctema matepunanos B UE4 kak xopoluas Bugeo-
urpa: npocTta AnA n3yyeHus, HoO 3aHUMaeT Lienyio
»N3Hb, eCnn Tbl HagyMan cTaTb MacTepoMm.
Co3spaHne xopowunx matepuanos UE4 gna npo-
N3BOACTBA — 3TO HE TOJIbKO O KauyecTBaX XyA0X-
HMKa, HO N O CO3ZjaHUN MOBTOPHO UCMOJb3yeMbIX
MaTepuranos, NONYyYEHUM NyyLlein N3 BOSMOX-
HbIX NPON3BOANTENIbHOCTUN N N3YYE€HUIN HOBbIX
TEXHUK, KOTOpble He NCNOoMb3YIOTCA NPU peHae-
pVIHre c TpaccMpoBKom nyyen, Taknx Kak Parallax

Occlusion Mapping.
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MaTepmanbl n ocselleHmne pa60Ta|0T PyKa 06 PYKY AnA co3faHnA 6oratoro n peanncTny-
HOIro OKpY»KeHNA ONnA nrpoka. Bbl MOXKeTe focTnyb noTpAcaloLWmx pe3ynbraTtoB C MOMO-
b0 MPOCTbIX MaTepKnanos. Tenepb, Korga 3anyuweHo ocBelleHne, Bbl MOXeTe ,D,OﬁaBI/ITb
HEeCKOJIbKO MaTepuranoB Ha CUEHY U OXMBUTb X C NOMOLLbIO LiBETa, OTPaXXeHUA, AeTanamMmun
N BapnaynAamMmn noBepxHoOCTn.

MonyunTb XopoLuo BbirnAAAWMIA MaTepuran B UE4 npocTo, NoToMy UTO CNONb30BaTh

PBR (physically based rendering) nerko. Onpegenute napametpbl Base Color, Roughness,
Metallic, Normal, a B1>XOK cienaet cnoxHyto paboTy 1 nopoanT Gpr3nyeckr KOPPEKTHBIN
MaTepuan ana NoTPACALWYX MOBEPXHOCTEN BaluMX CLEH.

O6s3aTenbHO 03HaKOMbTeCh ¢ rnaBol 5, «kMaTepuanbl», UTobbl y3HaTb 06 OCHOBax co3fa-
HWs MmaTepuranos B UE4, 0cOBeHHO O co3faHnn CyLLHOCTel MaTepuranoB. Bol 6ygeTe nona-
raTbCA Ha HUX ANA GbICTPOro co3faHnA 6onbLlNX 6UBNNOTEK MAaTEPUANIOB U X MPUMEHEHNA
K cLieHam.

YTto Takoe MmacTep-MaTepuan?

Kak y»e 06cy»Kaanoch B rfaBe 5, Bbl MOXXETe CO3[aTb YHUKaNbHbI MaTepuan Ans Kaxgoi
NMOBEPXHOCTH, Kak 1 B 06blYHOM 3D-pefakTope. ITO MOXKET 3aHATb OYeHb MHOrO BPeMEHH,
0Co6EeHHO Koria Bbl HauMHaeTe fo06aBNATb B MaTepurarnbl MHOTO GyHKLOHana.

BmecTo sTOro Bbl 6yfieTe ncnonb3oBaTh cneynanbHble napameTtpol, Material Parameters,
Ana co3paHua ogHoro matepuana (Material) 1 3aTem HecKonbKMUX 9K3eMNAAPOB MaTepuana
(Material Instances), Ha3Hauas TeKCTYpbl ¥ Nepeornpeaenas CBONCTBA A1A CO3AaHNA NpaK-
TUYECKM KaX[0ro MaTepurarna, NCrosb3yeMoro Ha CLieHe.

DTOT eANHCTBEHHbIV MaTepman YacTo Ha3biBatoT Master Material. Master Material He sB-
nAeTca KOHKpeTHbIM acceTtom B Unreal Engine. Ckopee 310 uges. Jlioboii matepran mo-
XeT 6bITb Master Material, ecnu Bbl co3gagunTe ero ¢ napameTtpammn Material Parameters.
Material Parameters npefocTtaBnsioT nepemeHHble ana Material Instances, koTopbie mo-
ryT ObiTb M3MEHEHbI Ha JIeTY, KaK B peflakTope, TaK U B npoLiecce paboTbl C MOMOLLbIO
Blueprints.

Bnaropapsa npocToTe OCHOBaHHOTO Ha GM3UNKe peHAepUHra CeTb BallMX MaTepunanos He Oy-
AeT CIMLIKOM cnoxHoM. Micnonb3ya Tonbko Color, Normal, Metallic n Roughness Textures
BMeCTe CO C/lyYaliHO KapToii BbICOT, Bbl CMOXeTe OnpeAennTb NPakTnyeckn nobyio
MOBEPXHOCTb.

Bbl fjaxke cmoKeTe co34aTb 0O6bIYHO CIIOXKHbIE MOBEPXHOCTU, TAKUE KaK MeTaJll, CTEKIIO,
N apXMTEKTYPHblIE HACTEHHbIE MOKPbLITUA C MUHUMATbHBIMUW YCUANAMU Unu 6e3 Heobxo-
AVIMOCTM CO3AaBaTb C/IOXKHbIE MoNb30BaTeNbCKre MaTepuasbl. Bbl MoXxeTe NpogomknTb
co3faTb COGCTBEHHDbIN MaTepuan UM ckavaTb roToBble Gpalisibl MPoeKTa

Ha www.TomShannon3D.com/UnrealForViz.
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O630p paboTbl MaTepuanos

Ha pucyHke 15.1 npenctaBneH Master Material. Ha nepBbliii B3rnsig OH MOXET NMoKas3aTbCs
CNOHbIM, HO Ha CaMOM fiefle BCe NPoCTo.

MaTepuanbl noxoxu Ha Blueprints 1 ncnonb3yoT ocHOBaHHbIN Ha y3nax rpad (Material
Graph), uTo6bl NOMOUb BM3yanu3npPoBaThb TO, UTO HA CAMOM Jesie ABMAETCA NMOHATUAMU

13 MPOrpaMMUPOBaHNs. Y3Jibl, COe[IVHEHHbIE C APYTMMU Y3/1aMV 11 MOTOKAaMM AaHHbIX ClieBa
HanpaBgo, B KOHL|E CXOAATCA B OAHOM 13 Pa3finyHbIX aTpMOyTOB MaTeprana, Takmx Kak Base
Color nnn Roughness.

Bbl BO3bMETE KOHLEMLMK, OMMCAHHbIE B F1aBe 5, U paclumpuTe rx, o6aBNB HEMHOIO HOBbIX
TWMNOB Y3/10B, KOTOPble obecneyat 60/blLUyI FMOKOCTb f/11 SK3eMMISPOB MaTepranos nnu
NpeaoCTaBaT NpoABMHYTble GYyHKUMM peHAepuHra, Takue Kak Parallax Occlusion Mapping.

Pucynok 15.1 3asepwenHbin M_ArchViz_MasterMaterial shader graph, npeacrasnstowmin ogmnH
Material, koTopbIt MOXET 6bITb MCMOMb30BaH A5 NouTH Kaxkaoro Material Ha cLieHe yepes Material

Instances

Y3nbl napameTpos

CyuwlecTBytoT ocobble Buabl BepluunH, Material Expression Nodes, koTopbie Bbl MOXeTe pas-
mecTuTb B Material Graph, Ha3biBaemble Parameters. 3T y3/bl NO3BONAT BaM pacKpbliBaTb
HeKOTOpble acrneKTbl BalLero MaTepuana, KoTopblii MOXeT ObITb AUHAMNYECKN N3MEHEH

¢ nomolybto Material Instance assets unu B npouecce paboTbl ¢ nomoulbio Blueprints.
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MapameTpbl, CO3AaHHbIE B MaTepuiase, 0TObpaxaloTca Kak pefakTupyemble Properties B Ma-
terial Instances, nonyueHHble u3 atoro matepuana. B Material Instance Editor (pucyHok 15.2),
BaM HY>KHO YCTaHOBUTb rafiouKy cjieBa OT CBOWCTBA, KOTOPbIE Bbl XOTUTE NepeonpeaenuTb
[0 M3MeHEeHNA 3HauYeHns. [1na Bo3BpaTa 3HaYeHUA MO YMOMUYAHUIO HAXKMUTE Ha ManeHbKYIo
XKENTYI0 CTPENKY PAJOM C 3MEHEHHbIM CBOMCTBOM. Bbl Tak»Ke MoXeTe ybpaTb ranouky ans
OTMeHbI nepeonpefeneHus.

Sbling £33 Save Child

PucyHok 15.2 PackpaweHHbii Wall Material Instance, ocHoBaHHbIN Ha M_ArchViz_MasterMaterial

Cos3paHune MacTep-mMaTepmana

Kak nokasaHo Ha pucyHke 15.1, Hy»HO OYEHb MHOTO€e HaCTPOUTL AJIA CO3AaHMUA XOPOLLEro
Master Material. Kaxgbin Material input (Base Color, Metallic, Roughness, and Normal) ume-
eT pAA Y3/10B, COeMHEHHbIX C HAM, YTO NO3BONIAET BaM CO3[laBaTb 6eCKOHeUHble BapraLum
BalLMX maTepuanos ¢ Material Instances.

[aBanTe nponaemca no Kaxaomy input n MOCMOTPUM, Kak OH HacTpoeH. Bbl MmoxeTe
NPOAOMKNTb CO3aBaTb Ball COOCTBEHHbI Material nnmn nonyunTb 3T dannbl Ha www.
TomShannon3D.com/UnrealForViz.

Base Color

Ha pucyHke 15.3 noka3aH Texture Parameter 2D, Ha3biBaemblii Base Color Texture, ko-
TOpbI ymHOXaeTcA Ha Vector Parameter, Ha3biBaembili Base Color Tint. MomHuTe, uto
Materials — 310 Math, a Colors kak RGB Vectors. 3To 3HauuT, 4TO Bbl MOXKETE BbINOJIHATb BCE
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BO3MOXHbIE€ MaTeMaTUYECKME onepaunn AnA BEKTOPa LBeTa B TEKCTYpPaXx, 1 3TO NO3BONUT
BaM fieNlaTb KOPPEKTUPOBKW Ha NeTy.

Adding Parameters

Ina pasmelleruns y3na Texture Parameter npocTo ncnonb3yite Nanutpy Uiy MeHIo, Bbi-
3BaHHOE Ha)kaTveMm NPaBoWi KHOMKOW MblLK, 1 BbibepuTe Texture Parameter 13 cnucka. 3a-
TeM Ha3oBuTe Parameter uem-HMOyAb 3HaUMMbIM. Parameters MoryT coaep»atb Npobenbl
1 3HaKM NpenmnHaHnA B UX Ha3BaHWAX, AieNas NX JIErko YATaeMbIMU, HO 3TO MOXeET 3aTpya-
HWTb JOCTYN K 3TUM NepeMeHHbIM Koga.

Y3nbl Parameter MoryT 6biTb NeperMeHOBaHbl U M3MeHeHbI € MomoLlbto naHenu Details. Vc-
nonb3ys naHesnb Details, Bam Takxke Hy>kHO onpefenuTb Texture asset, KOTopbIvi GyaeT nc-
Nonb30BaTbCA /1A 3TOr0 Y3/1a No yMonyaHuio. Bbl moxeTe nnbo HaxkaTb No MUHMaTIOpe ANA
BbI30Ba browser, nn60o nepetawmtb Texture n3 Content Browser B cBoctea' y3na.

PasmecTuTe Vector Parameter Takium e 06pa3om, CHOBa NPYCBOMB €My OCMbICIIEHHOE Ha-
3BaHue. Vector Parameter MOXHO OTpeaakTUpoBaTb, U3MeHMB 3HauyeHnA RGBA B naHenun
Details, nnn oBoliHbIM HaXkaTeM Ha obpasel LBeTa B y3/1e. 3TO BbI30BET NannTpy LIBETOB,
KOTOPOW ropasao npolle nosib3oBaThCs.

UVs RGB @

Apply View MipBias R

Bl

A @ Multiply | ¥
RGBA O A

¢ \ ‘
B @ True

@ False

Use Base Color Texture

(" Base Color Tint

Pucynok 15.3 VY3en Base Color

“KpomMe Toro, Bbl MoxeTe cozaaTtb BeplmHy Texture 2D, nepeTawms Tekctypy 13 Content Browser
B rpad MaTepmana. Cpasy Takas BepliMHa He cTaHeT BepwuHon Parameter, HO ee MOXHO nerko
npeobpasoBaTb B TakOBYO ABOWNHbIM WwenukoM [MKM Ha sepueHe Texture 2D v BbiGopoM KOMaHAbl
Convert to Parameter B KOHTEKCTHOM MeH!O.
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Multiplying Colors

Jo6asbte y3en Multiply c nomoubto Palette, nnv meHto, Bbi3biBaeMOro ABOMHbIM HaxaTu-
€M NpaBol KHOMKM MbIln, 1 nogktounte Bbixog Base Color Texture k Bxogy A n Bbixog Base
Color Tint k Bxopy B.

Y3en Multiply ymHocaeT Kax b1 KaHan Bxopaa A Ha Bxoa B v Bo3BpallaeT pesynbrat. YMHO-
XeHue BeKTopa (BbixoaHou y3en base Color Texture’s RGB) Ha gpyro BeKTop (BbIXOHOM
y3en BaseColor Tint’s RGB) o3HauaeT, uto Kax bl 13 otaenbHbix RGB-KaHanoB ymHoxaeTcA
Apyr Ha apyra (RedA x RedB, BlueA x BlueB, GreenA x GreenB). Bbl Tak»ke MOXXeTe YMHOXNTb
OfVIH TWM AaHHbIX Ha Apyroi, K npumepy Vector u Scalar (float), — B gaHHOM cnyyae 6yget
YMHOXaTbCA Kax bl KaHan Vector Ha 3HaueHue Scalar.

Mcnonb3osaHue y3na Multiply ana usetos aHanornuHo Multiply blend mode, c koTopbim
Bbl, BO3MOXHO, CTAJIKMBASINCb BO MHOTMX NpunoxeHuax. YepHoin (0,0,0), NOAHOCTbIO OKpa-
wrBaeT Bal Base Color B UepHbIli, Tak Kak BCce yMHOXeHHOe Ha 0 paBHO 0. YucTbi 6enbiii
(1,1,1) He n3meHseT BXoAsLlee 3HaYeHUe BoobLle. KOHEUHO, Bbl MOXeTe BblbpaTh LiBET, TOHU-
pya nukcenu. Bbl Takxke moxkeTe npeBbicuTb 1 (Unu 0) B Bawwem Vector Parameter, felicTyn
KaK perynmpoBka Apkoctu aAnda Texture. 3To MHOrAa MOXeT NPUBeCTH K pr3nyeckn HeTou-
HbIM pe3yfbTaTam, Mo3ToMy OybTe OCTOPOXHbI, KOrAa NepeonpeaenaeTe Bally BXOAHbIE
AaHHble 3TUM cnocobom.

Static Switch Parameters

Y3en Static Switch Parameter oto6paxaet Boolean ¢pnaxok B Material Instances. Ecnu na-
pameTp ycTaHOBJEeH Ha true (B Material unu Material Instances, oT KOTOporo nosnyuaer ero),
Material 6yneT oueHvBaTb NyTb KOAA, COeANHEHHDIN € BXoaoMm True (1 ¢ False B npoTuBHOM

cnyyae).

MN3meHeHne 3HaueHus Static Switch Takxe MmoxeT 06HOBUTb UHTepdelic Material Instance.
Parameters, koTopble He Bbi3blBaloTCA, Takne Kak Base Color Texture, He 6yayT noka3aHbl

B Material Instance Editor, uTo npuBefeT K yMeHbLUEHMIo MoMeX 1 n36eraHunio NokasbliBaHUA
Nosb30BaTENIO NaPaMETPOB, KOTOPbIE HAYETO He AenatoT.

CoepuHunTe pesynbrat y3na Multiply c Bxogom True, a Bbixog Base Color Tint Parameter —
c Bxogom False B Static Switch Parameter.

B naHHom cnyuae, ecnu Use Base Color Texture pageH false, Material 6yaeT ncnonb3oBatb
Base Color Tint gna onpepenexuna Base Color, muHys y3nbl Texture n Multiply. 9T1o skoHomnT
Ha uTeHun Texture n BblumcneHun Shader, fenan 6onee nponsBoanTenbHbIN Material.

Metallic

BxopHoit kaHan Metallic aBnaeTca ofHVMM 13 HaUMeHee UCMOoSb3yeMblX aTPNOYTOB 1 MOXeT
6bITb ycTaHoBNEeH Ha 0 unu 1 yepe3 Metallic Scalar Parameter (pricyHok 15.4).
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(MMetalness Max v\ “Use Metallic Map
F A

Param (1)

o 8
Alpha

@ True

@ False
Metalness Texture I~
Metalllc
UVs RGB O

Apply View MipBias R
(¢]
B

PucyHok 15.4 Ysen Metallic

OpHaKo MHOTAA Bbl MOXKETe 3aX0TeTb 1CMOMb30BaTh Texture Kak MacKy Ansa onpeaeneHna
obnactv mofienw, Kakuve asnatTca metallic, a Kakve HeT; K NprMepy, TeKCTypa [PeBeCHHbI

C BUAMMbIMUW FBO3AAMU WAV LYPYNaMU UK MaTepuran, MPeacTaBiaoWwmi CKONOTYIO KpacKy
C MeTaINYeCKOo MOBEPXHOCTbIO MOof Hel.

[Ons yuyeta atoro co3ganTe y3en Texture Parameter 2D nog Ha3BaHuem Metalness
Texture.

Pacnonoxwute y3en Linear Interpolate (nnuv Lerp, kak ero 06614HO Ha3bIBaOT), KOTOPBIN MO-
3BOINT BaM NepeHasHayaTb 3HaUYeHNA B Apyrue 3HaueHus, ncnonb3ya npoctole Min n Max
Parameters ana kaxkporo. Alpha-Bxof fefcTByeT Kak MPOLEHTHbIN BeC MeXXAy BxoAamu A

1 B, 3HaueHune 0.0 cooTBeTCTBYET BXOAY A 1 3HaueHne 1.0 cooTBeTCTBYeT BXoay B. Perynu-
pyA 3TV 3HaYEHUA, Bbl MOXKETE NIerko MHTEPAKTMBHO HACTPOUTb MOBEPXHOCTM BaLlUMX CLiEH.

Coszpante gBa Scalar Parameters, HazoBuTe 1x Metalness Min 1 Metalness Max v noa-
KntounTte ux K Bxogam A 1 B ysna Lerp. YctaHosuTe Default Value gns Metalness Max Ha 1.0
¢ nomolybto naHenu details. Hactpoiika napametpos Metalness Min 1 Metalness Max no-
3BOJSINT BaM JIErKO M3MEHATb 3HaueHne Macky 6e3 nsmeHeHus Texture (cm. rnaBy 5 ana fo-
NoJsIHUTENbHOW UHGOPMaLUN).

YTt0o6bl NONHOCTBIO OTKNOUMTL Texture, pasmecTuTe apyroi Static Switch Parameter B Graph
1 Ha3oBuTe ero. Ecnm gns storo Parameter yctaHoBEHO true, TO BbIGUpPaeTcA KpacHbIl Ka-
Han Metalness Texture 11 3aTem 13MeHsETCA € NOMOLLbIO y3na Lerp. MockonbKy ansa Bxona



268 FMABA 15 APXUTEKTYPHbIE MATEPUATbI

Metallic TpebyeTca TonbKo rpagauna ceporo uim ckanap (0-1), TONbKO KpacHbIii KaHan Tek-
CTypbl cnonb3yeTca, Kak anbda ysna'® Lerp.

Ecnu Use Metallic Map yctaHoBneH Ha false, oH 6yaet ncnonbsosatb Metallic Scalar, koTto-
pblii ycTaHoBIEH Ha 0,0 1 nogktoueH K Bbixoay False.

Roughness

Kanan Roughness, BO3MOXHO, ABNAETCA CaMbIM BaXHbIM KaHanom, He cunTas Base Color
(nHorpa 6onblue, Kak 06cyxfanoch B rnaee 5). OfHaKo, Kak Bbl MOXKeTe 3aMeTUTb Ha PUCYH-
Ke 15.5, OH HaCTpOeH TaK e, Kak 1 gpyrue KaHasbl, ¢ Use Roughness Texture Static Switch
Parameter nepekniouascb mexay Texture-based roughness n Roughness Scalar Parameter.

Base Color Texture

s

Multiply ¥
Use Base Color Texture

A e
8 \ ® Tre

[ 3

BaseColor Tint

("Roughness Max —

& ===

Roughness
Use Base Color Texture Alpha for Roughness /
ve °o

Use Roughness Texture

Roughness

PucyHok 15.5 VY3en rpada Roughness Takyxe nokassisaet Base Color, nosToMy Bbl MOXeTe
3aMeTuTb, Kak Alpha ns Base Color Texture MoseT 6bITb cnonb3oBaHa B KadyecTse Roughness map

> \cnonb3oBaHMe TONbKO OAHOrO KaHana 13 Texture NO3BOASET NPOABMHYTHIM NOMb30BATENAM NPU-
MeHSTb KaXkabli KaHan ana xpaHeHus RGB-TekcTypbl paznunuHbix naobpaxeHunin B rpagaumsax ceporo.
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CospanTe Baw Material Graph, kak nokasaHo Ha pucyHke 15.5. O6paTuTe BHMMaHWe Ha 3Ha-
YeHwue Mo YMOMYaHUIo ANA Kaxoro y3na Parameter npv noArotoBke NOCTPOEHWA Balle ceTu.

Use Base Color Texture Alpha for Roughness Static Switch Parameter nossonsert nc-
nonb3oBatb Alpha kaHan Base Color Texture Kak macky Roughness nnu kpacHbii KaHan
Roughness Texture Parameter. icnonb3osaHue Alpha 13 Base Color Texture senaetca
06bI4HbIM pabourm npoLieccom, 1 MHorre Assets, focTynHble B Marketplace n B coobuye-
CTBE, NCMONb3YIOT 3TOT MeToA AnA onpeaeneHna Roughness B Materials.

Opyron Static Switch Parameter, Ha3zbiBaembil Use Roughness Texture, no3sonut Bam
nepeknioyaTbCa MeXay OAHUM CKanApHbIM 3HaueHnem Roughness, koTopblii coefu-
HeH c BxofoM False, n nytem Ha ocHoBe Texture, KOTOpbIi NOAXOAUT K Bxoay True. Ecnu
Use Roughness Texture ycTaHOB/EH Ha true, TO JaHHble TeKCTYpbl BepHYTCA K Use Base
Color Texture Alpha gna Roughness Parameter, ynpasnsiembimM ¢ MoMoLLbio y3/1a Lerp

1 Roughness Min 1 Roughness Max Scalar Parameters.

Normal

Kanan Normal, BepoATHO, HaviMeHee 3HaKoM OOSbLUNHCTBY BU3Yanu3npyoLmxX XyA0KHNKOB.
BonblunHcTBO 3D-NpUNoXeHUiA NonaraloTcA Ha KapTbl penibeda 1 BbICOT ANA onpeaeneHuns no-
BEpXHOCTY. PaboTatoLme B peanibHOM BpeMeH NpunoxeHus, Bkovasa UE4, Ncnonb3ytoT KapTy
HOpMasen, MOTOMY UYTO OHU ObICTpee BbIYMCAIOTCA, YeM KapTa penbeda, 1 MOryT onpepe-
JINTb KPUBU3HY MOBEPXHOCTU, UTO AeNIaeT nx Gonee KaueCTBEHHbIMU, YeM KapTbl penbeda.

Cospaite y3en Normal Texture Parameter, kak 1 nto6oii gpyroi Texture Parameter. OgHako
Bbl OMKHbI ycTaHOBUTb Sampler Type Ha Normal B naHenu Details y3na. 1o genaetcs aB-
TOMaTMYeCKN, €CIN Bbl HA3HAUUNM KapTy HOpManel TeKCType AnAa CBOMCTBa y3na Texture.

[nA KOHTPONA NHTEHCUBHOCTM KapTbl HOPManeln Ncnonb3ynTte Lerp mexxay 3HaueHnem
Normal Texture, nogknioueHHbIM K Bxoay A, 1 3HaueHnem Constant Vector 0,0,1 (3HaueHune
LNA He U3MEHEHHOW HOpManu), NOAKIIUYEHHbIM K Bxoay B (pncyHokK 15.6).

Rotator

Normal texture

Rotation o,

T R
Normal Strength

PucyHok 15.6 Yszen Normal
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[nAa yueTa BpaLleHUA KapTbl HOpMasei TpebyeTca M3MEHNUTb COXPAHEHUA NPaBUIbHON BEK-
TopHOI MaTeMaTuKku. cnonb3ynTe y3en Rotator ana BpallieHna JaHHbIX, BO3BPaLLEHHbIX
u3 Lerp. Scalar Parameter, Ha3sbiBaembiln Rotation, ymHoXKaeTca Ha Pi n ncnonb3yetca Kak
Time input ana y3na Rotator, cBazaHHoro c UV u Texture.

MpeobpazoBaHnsa (06bACHIO NO3xKe). YToObl ObIIO NOHATHO, Bbl MOBOPaYnBaeTe 3Ha4YeHUe
KapTbl HOpMmanen, a He Texture.

BekTopHaa maTtemaTuka, Kak 3Ta, ABNAeTcA ocHoBou 3D-npunoxeHuni. Bce, oT nepemelye-

HuA B 3D-NpocTpaHCcTBe A0 LIBETOB MaTepurasos, ABNAETCA BeKTopamu. 3yueHre BeKTop-
HOI MaTeMaTUKW ABNAETCA OAHON 13 NyYLLIMX Bellell, KOTOPYIo Bbl MOXeTe cenaTb Kak Xy-
JOXHMK, CTPEMALLMINCA YNYYLUNTL CBOM BO3MOXHOCTM 1 HaBbIKM B Kax<aom acnekTe ans UE4.

Ambient Occlusion

JononHuTenbHasa kapta Ambient Occlusion (AO) npeaHa3HauyeHa Ansa pyyHoro onpege-
NeHnA MMKponoBepxHOCTHol ambient occlusion of a Material (pucyHok 15.7). Ecniv aToT
BBOJ He onpegeneH, UE4 GygeT fMHaMUYECKN FeHePMPOBaTh 3TW AaHHbIe C MOMOLLbIO Kap-
Tbl HOPManK, HO MHOTAA OHW He COBCEM TOUHbBIE WAL 3TO He TO, YTO XOUeT XYAOoXKHMK. Ka-
Han AO yalle Bcero Ucnonb3yeTcs, Korga Habopbl TEKCTYP YrKe 3amneyeHbl C MOMOLLbIO TaKMX
nporpamm, Kak Substance designer nnu XNormal, 1 moXeT 6bITb OTKNIIOUEH B 60OMbLWIMHCTBE
Crlyyaes.

Use AO Map

®
B \ @ True

Alpha @ False

AO Texture

UVs RGB O
Apply View MipBias R

(]
H
AO
. RGBA O

Pucynok 15.7 Yzen Ambient Occlusion o6bi4HO Ucnonb3yeTcs ToNbKO Npu 0cobbix
obcTosaTenbcTBax, koraa Matepunansl UER4 HyxpatoTcs B He6onbluor noMoLm
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HactponTe rpad, Kak nokaszaHo Ha pucyHke 15.7. Kak Bxogbl roughness n Metallic, AO Hy»keH
TONbKO CKanAp Unu rpagaLumna ceporo; cyiefoBaTeNIbHO, MCMOMb3yeTcA TONbKO KPacHbIN Ka-
Han AO Texture Parameter.

WNcnonb3oaHue AO Map Static Switch Parameter nossonaet Material Instances nponyctuTb
ncnonb3oaHue AO map BoobLe. B otnnumne ot HekoTopbIx Apyrux Switch Parameters,

rae Ha Bxop False nopaetca Scalar Parameter, 3gecb Mbl 6yaem NpocTo Ha3HavaTb y3en
Constant n yctaHaBnuBaTb ero 1.0. B otnmume ot Scalar Parameters, Constant nepemeHHble
He MOryT 6bITb M3MeHeHbl B npoLecce paboTbl.

Texture Scaling n Transform

HacTpoiika maclutaba n no3uumin Textures Heobxoauma ana NpaBuIIbLHOrO opopMIIEHUA
maTtepuanos. B UE4 BMecTo HacTponkm Mmacwtaba Texture, Kak B 3D-npunoxxeHnu, Bbl 13-
meHseTe UV-KoopanHaTbl MOBEPXHOCTY B peanbHOM BpeMeHu ¢ noMolupbio shader network
(pncyHoOK 15.8).

TexCoord] ¥

(3 ot
Ay -

-
= -

oS,

.
\ Mulsply v
T s e

oped v

Pucynok 15.8 UV Scaling u Transform
HaunwnTe c gobaBneHue y3na Texture Coordinate (HazBaHHOro TexCoord[0] Ha pucyHke 15.8).
IT0T y3en Bo3Bpaujaet UV-koopanHaTbl B onpepaeneHHom UV-KaHarne.

3aTem n3meHseTe KooparHaTbl UV, KoTopble OH BO3BpallaeT OT NepBoro NoBopoTa ero
BOKpYT LeHTpa Texture, ncnonb3ys Rotator. 10T y3en npusogutca B fencrere nytem
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nopkntoyeHna Rotation Scalar Parameter k Time input'®. ina ynpolyeHua co3gaHna
Rotation Parameter B Material Instances oH ymHoaeTca Ha uncno pi, npespalyas Rotation
B AmnanasoH 0,0-1,0, rae 0,5 pasHo 180 rpagycam.

[na macwtabrpoBaHMA KOOPAUHAT U, ClieloBaTeNbHO, MacLLTabMpOBaHUA/HANOXEHNA
Texture, oHU JOMXKHBI 6bITb YMHOXeHbI. Texture Scale Parameter BbinonHAeT 3Ty 3agauy.
3HaueHuA, NpeBbilatolme 1, NPUBOAAT K 60nee KpynHbIM Talinam B Mo3anyHon Texture,

B TO BPEMs Kak 3HaueHus MeHbLe 0 NprBOAAT K TOMy, uTo Texture KaxkeTcs 6onblue, a Tal-
Jibl MeHbLLE.

Texture Ratio Parameter no3sonseT TekcType 6bITb HEOAHOPOAHO MaCLITabMPOBAHHOIA.
Y3en Append co3pnaet 3HaueHue Vector2 (3HaueHue c gByms float; B JaHHOM criyyae kaHanbl
UwnV, Hanpumep 0,0 nnn 0,2, 1,0) c Constant 1,0 B KauecTBe NepBoro 3HaueHua 1 Texture
Ratio B KauecTBe BTOporo. 1o Bo3BpaLlaeT 3HayeHne vector2D, Hanpumep 1,0, 0,5, KoTopble
3aTeM yMHOXaloTcA Ha Texture Scale Parameter, 1 3ToT pe3ynbTaT yMHOXaeTcA Ha rotated
coordinates.

Pe3ynbTaTtom Bcero atoro ABNAIOTCA M3MeHeHHble UV-KoopAanHaTbl, KOTOpble Bbl 3aTeM MoA-
Kntoyaete K aTpnbyTy Customized UVO gna Material. 9ToT BxOoA He BMAEH MO YMONYaHMIO.
[nAa BKNtoYeHMA 3TON onNummy Bbl AOMKHbI CHavana yctaHoBuTb cBoicTeo Num Customized
UVs ana Material. YcTaHoBKa ero Ha 1 nnu 6onblue fo6aBumT BXoAHble y3nbl Customized UV
ana Material.

Custom UVs nosonsaeT nsbexxatb HEOOXOANMOCTY coenHATbL NpeobpazoBaHHble UV-Ko-
opavHaThl K Kaxxgomy Bxogy UV Bcex y3nos Texture B Balwem Material. BuecTo 3Toro gas-
Hble, nocTynawwue K Bxogam Custom UV, meHsOT kooparHaTtbl KaHana UV. Tenepb K no6oi
Texture, KOTOpas HacTpoeHa AnA ncnonb3oBaHua UV-koopauHat kaHana, 6yayT nprMeHe-
Hbl 3TV N3MeHeHnA 3HaveHun UV.

CospaHue Material Instances

Ha pucyHke 15.9 nokasbiBaeTcsa MHOXecTBO Material Instances, ncnonb3yembix Ha cue-

He. Moyt BCe 13 3Tux Instances ocHoBaHbl Ha ogHOM Master Material, onncaHHoM paHee.
K kaxxgomy Material Instance npumeHunu HoBble Textures 1 HacTpoiiku Parameters, co3aa-
BasA pa3HoobpasHyto Material Library, goctynHyio 3gecb.

16 Rotation Parameter ncrnonbayetcs Heckonbko pa3 B 3ToM weitaepe. Ecav y napameTpos oamnHako-
Bble Ha3BaHUA, U3MEHEHNe OAHOrO 3HaYeHWNsA NMOBAUAET Ha BCE Y3/1bl C STUM Ha3BaHUEM.
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fAddNew~| Limpot [ SaveAll € 5 | % Content » Example2 » Meshes » Props » Materials

Search Paths [QE vrites - [EETIEEE

ontent

Pucynok 15.9 Content Browser c Materials n Material Instances, yHacnegnosaHHbie ot Master
Material

Packpacka cTeH

[na 3ToM cueHbl NoTpebyeTcss MHOXECTBO KPACOK pa3HbixX LBETOB. [AnfA Kaxxgoro cosfa-
eTca Material Instance, KaXkablil LUBET onpefenseTcs ¢ NoMoLbto nu3meHeHus Base Color
Tint Parameter. OgHaKo, KaK Bbl MOXeTe 3aMeTUTb Ha pUCyHKe 15.10, MHe TakXe NpuLLIoCh
HacTpouUTb MHOXecTBO Parameters, yuto6bl NONYUNTb NPaBUABLHO BbIrNAZALWMIA Material
Instance: MHe NpuUwWwnock HazHaunTb Textures, nepekntounTb Static Switch Parameters n n3-
MEHUTb CKaNAPHble 3HAUEHUSA, UTO B pe3ynbTaTe Aano 60rato BbIrMALALY0 NOBEPXHOCTb
CTeHbl.

Bce pa3nunuHble LBeTOBbIe BapuaLy OKpaLleHHbIX CTEH MPOUCXOAAT OT ogHoro Master
Material; ogHako oHu yHacnepoBaHbl oT gpyroro Material Instance, a He Hanpamyio

oT Master Material (pucyHok 15.11). 3To fEMOHCTPUPYET OAHY U3 CaMblX MOLLHbIX BO3MOX-
HocTeln Material Instances: cnoco6HocTb HacnegoBatb Material Instances ot apyrux Material
Instances.
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1~ Swvesibling 3 Save Child

Pucynok 15.10 PackpawenHbii Wall Material Instance ¢ MHoXxecTBOM naMeHeHHbIx Parameters,
TOYHO HAaCTPOEHHbIX AN8 HY>KHoro Buaa Material

1~ Save ibling 13 Save Child

Pucynok 15.11 M_ArchViz_PaintedWall _Blue Material Instance, yHacnegoBaHHbie OT Apyroro
Material Instance: M_ArchViz_PaintedWall



CO30AHUME MATERIAL INSTANCES 275

Co3zpaHue Material Instances ot gpyroro Material Instances no3sonsaeTt Bam HaCTPOUTb OAVH
Master Material Instance, nsmeHeHue kotoporo 6yaet 3aTparuBaTtb Bce Material Instances,
yHac/iefoBaHHble OT Hero.

3T0 No3BONSAET CO3aBaTb 6ECKOHEUYHbIe BapraLnn No JaHHO TeME 1 3aTeM KOPPEKTHPO-
BaTb MX BCe Ha neTy 6e3 HeoBXOAMMOCTN U3MEHATL KaxAblii oTaenbHo. CBONCTBA, nepe-
onpepeneHHble B HacnegHoM Material Instances, Takue Kak Base Color Tint, He 6ynyT usme-
HeHbl U3MEHEHUSIMM B POAUTENE N COXPAHSIT NtoOble ceNaHHbIe BAMU U3MEHEHMA.

Monbi

Monbl MOryT 6bITb OAHMMU U3 cCaMbix NPOCTbix Material Instances, Ho B TOXe BpeMsi ogHU-
MU 13 CaMbIX BaXKHbIX. [TonyyeHne oTpaxeHnn n eTanen NpAMo Ha nonax B BU3yanusauu-
AX BaXKHO, TaK KaK 3To obecneymBaeT KOHTaKT C Mebesnbto, cTeHaMu 1 pyrumu Props (pricy-
Hok 15.12). Mon cocTaBnAeT OrpPOMHbIV MPOLIEHT OT MPUBBIYHOTO BUAA OKPY>KEHWA, TaKUM
06pa3om HacTporiKa 1 yny4lleHre HanosbHbIX MaTepPUanos CTOUT YCUNUIA.

PucyHok 15.12 HanonbHbin Material Instance 3aBucuT ot xopowmx kapT HopManen n Roughness,
KOTOpble 6bIIM CUIbHO M3MeHeHbl ¢ moMolubto Material Instance Parameters
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Mcnonb3ys obpasew Texture Ana NONOBbIX JOCOK, KOTOPbIE NCMOMb30BaNINCh KIIMEHTOM,

A creHepuposan kaptbl Normal, Base Color n Roughness Texture ¢ nomolybto Substance
Bitmap 2 Material (B2M). 3To ogHO 13 MHOXeCTBa JOCTYMHbIX MAATHbIX MPUIOXKEHWI, KOTO-
poe ncnonb3yeT MeToabl 06paboTKM Ha MPOCTOM U306PAKEHUN U MNbITAETCA CreHepUpPoBaThb
PBR Textures gna ncnonb3oBaHUA B TaKUX UTPOBbIX ABUXKax, Kak UE4.

Kak Bbl MOXeTe 3amMeTuTb Ha pucyHKe 15.13, HecmoTpsA Ha To uTo Textures, co3gaH-

Hble ¢ B2M, xopoluu, nx Bce elle Hy>XHO MHOro fopabaTbiBaTb. BOT nouemy HacTporika
Parameters B Materials, no3BonstoLias BHOCUTb 3MeHeHNs, TaK BaxHa. be3 Hee BaM HYXHO
6yneT usmeHATb Texture Assets, MOBTOPHO MMMOPTUPYS KaxAblli pas, YToObl yBMAETb U3Me-
HeHuA. icnonb3ys 3TOT cnocob, Bbl MOXKeTe MOCMOTPETb, KaK JOJIXKEH BbIrAAeTb MaTepran
B KOHTeKCTe.

Desi
Search Details off = B3
P ops

ogEmsEQm:

]

]
[ ]
B
B
[ ]
L
]
B

bling 13 Save Child

Pucynok 15.13 M_ArchViz_WoodFlooring Material Instance

CnoxxHble MaTepuanbl

HecmoTps Ha To UTO MacTep-mMaTepmran NPEBOCXOAHO NOAXOANT AnA 6ONbLUMHCTBA HEMPO-
3payHbIX MOBEPXHOCTEN, OH He MOXeT CNPaBMTbCA CO BCeM. Takne maTepurarbl, Kak CTeK-
110 UK Knpnuy, TpebyioT 6onee cneundryHbIX MaTepranos, YToObI BbIrMALETb Nyylle, U UC-
Nonb30BaHNA NPenMyLLecTBa OT BO3IMOXHOCTeN peHaepuHra UE4.
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Parallax Occlusion Mapping

Parallax Occlusion Mapping (POM) siBnsieTcsi METOLOM [/l CO3[aHUsA MOXOXKMX Ha CMelle-
Hre 3 PeKTOB, Ha KOTOPBIN YXOAUT YacTb OT CTOMMOCTY peHAepyHra. NocpeacTBOM He-
KOTOPOW NPpUYyLANBOI MaTeEMATUKM MOXHO UCMOMb30BaTb KapTy BbICOT AN1A CMELLEeHNA
Textures, cozgaBasn unnosuo rny6uHbl (prcyHok 15.14).

Pucyrok 15.14 ToT e Material, Tonbko ¢ BkntoyeHHbiM POM, nokasbiBaeT, kak cozpnaeTcs

rny6uHa, u noMoraeT /yylle onpenesinTb MOBEPXHOCTb, YEM TOMIbKO OAHA KapTa HopManewn

POM co3paeT uckakeHHble UV-KoopamnHaThl, KOTOpble 3aTeM NOAATCA B Kaxkablln Texture's
UV input. Bcsi 3Ta cnoXkHaa maTemaTiika caenaHa ans Bac U HacTpoeHa Material Function,
KOTOpOI1 TpebyeTCA TONIbKO HECKOJIbKO BXOAHbBIX AaHHbIX, HanpruMep Height Map ans kop-
peKkTHOI paboTbl.

Tak kak POM BnusieT Ha KaxAablil KaHan Bawero Material, pa36uTb ero Ha COGCTBEHHbIN
Material 06b1uHO sAiBNsieTCA XOpolwuel naeei. Hactpoiika Material graph ¢ yueTom Bcex Ba-
LINX APYTMX MAPaMETPOB MOXET MPUBECTM K Upe3MepHO ClioxKHoMy Material, KoTopbliii Bbl-
MOJTHAET C/IMLLKOM MHOTOE 1 MOXKET CTaTb bpeMeHeMm ANiAa 06CyKMBaHNA.

Kak Bbl MOXKeTe 3amMeTUTb Ha pucyHke 15.15, Bepcma POM ana Master Material noutn Ta-

Kas e, Kak 1y ctaHgapTHoro Master Material. Mo ¢akTy s co3pan ero, gy6nvposas Master
Material B Content Browser 1 3atem oTpefakTpoBas ero. CaMbiM 601bLINM JOMNONHEHW-
em sBnAaeTca Parallax Occlusion Mapping Function Bganeke cnesa. Eciiv Bbl npucMoTputech
(pncyHOK 15.16), TO yBMAUTE, YTO €ro NIerko HaCTPOUTb.
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ate bide Unrelated

4Atmosphere
AtmosphericFogColor

Blends
Blend_ColorBurn
Blend_Colorbodge
Blend_Darken
Blend_Difference
Blend_Exclusion
Blend_HardLight
Blend_Lighten
Blend_LinearBurn
Blend_LinearDodge
Blend_LinearLight
Blend_Overlay
Blend_PinLight
Blend_Screen

L

T ] o -

4 Physical Material

Light

Lerp_ScratchGrime2
4Chromakeying
DiffColorKeyerErodesinglePass
MF_Chromakeyer
color
Desaturation
Lin
SRGBToLinear
constants

4Material

ParticleMotionBlurFade
PartcleRadius
ParticleRandom

PrecomputedAOMask
Time

Twosidedsign
VertexColor

Pucynok 15.15 O630p POM-Bepcun ans Master Material

POM Height Texture

H

ParallaxOcclusionMapping

@ Heightmap Texture (T2d)
Height Ratio (S)
Min Steps (S)

POM Height

Max Steps (S)

Parallax UVs @
Offset Only @
Shadow O

Pixel Depth Offset @

UVs (V2) World Position O

Heightmap Channel (V4) Tangent Light Vector O

Reference Plane (S) Material Complexity - Steps Debug O
Use World Coordinates (B)
Specify Manual Texture Size (B)

Manual Texture Size (S)

Render Shadows (Occlusion Mapping) (B)
Light Vector (V3)

Shadow Steps (S)

Shadow Penumbra (S)

Transform To VertexNormal (B)

POMPDO Multi

Param

i

Pucynok 15.16 [etanbHbit 0630p pyHKkumm Parallax Occlusion Mapping; nonyumswmnecs
nckaxeHus UV 3aTeM nogknovaoTca K KaxkaoMy Bxony Texture Sample Parameter’'s UV

®
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[na HacTponkmn ¢yHKumm nogkniounte Texture Object Parameter k Bxogy Heightmap
Texture. Texture Object Parameter otnnyaetca ot apyrux Texture Parameters, koTopble Bbl
NpYMeHANN roe-To B Apyrom mecte. Texture Parameters, KOTopblii Bbl CMONb3yeTe, BO3BPa-
LLAIOT LiBET, OCHOBaHHbI Ha Ha3HauyeHHol Texture; Texture Object Parameter Bbigaet ccbin-
Ky Ha Texture, 1 ee UCMONb3YIOT AN B3aMOAENCTBUSA C QYHKLUAMN MaTepurana, a He Ha-
NPAMYIO ANA PeHAepUHra.

[lna ero co3paHus Bbl JOMXKHbI ABHO BbINONHUTL nonck Texture Object Parameter B Palette
WM OTKPbITb NPaBOI KHOMKOW Mbiluy MeHto B Material Editor.

Mopkntounte POM Height Scalar Parameter, coegnHenHbili ¢ Bxogom Height Ratio, 1 Ha-
cTpoliTe cuny BozgencTaus. OHO [OMKHO ObITb 0UYeHb HU3KMM. Ecnm ycTaHoBuTb 0,01, TO 3TO
nprBeAeT K OYeHb CUSIbHOMY 3pdeKTy. XopoLune 3HaueHrA 0ObIYHO HaXOAATCSA B Ananaso-
He o1 0,001 go 0,005.

MopkntounTe y3en Constant Vector 3 k Bxony Heightmap Channel. 31o onpepgenut, kakoi
LBeToBOI KaHan 6yaet BbibpaH 13 y3na POM Height Texture. B gaHHOM cnyuyae yctaHoBUTE
€ro Ha KpacHbIi KaHan, yctaHoBuB anda Constant 3 3HaueHue 1,0,0.

Koepbl
Mcnonb3oBaHue POM c BbicokouacToTHOM Texture, Takom Kak KapTa BbICOT KOBpPa, MpeKkpac-
Ho paboTaeT, AaBas rIy6UHY 1 HaCbILLEHHOCTb Aaxe NPOCTbIM MaTepuanam (pucyHok 15.17).

Pucynok 15.17 Material koBpa ucnonesyetr POM pns cMeweHMs BONIOKOH, YTO MoMoraeT NpuaaTth

KOBPY FMy6UHY 1 MArkocTb, 0ocobeHHO B ABmkeHun 1 B VR
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Kupnunun

Knpnuun ABnATCA KNaccryecknm NpuMepom Ans AeMOHCTPALUM BO3MOXHOCTe peHge-

pVIHra ABMXKa— Mo BeCKom npuurHe. ix obmaHunBO cioxHo peHfeputs. POM aaet xopo-
WKne pe3ynbTaThl U 0becneymBaeT KauecTBo, KOTOPOe ycTpansaeT 60NbLNHCTBO XYA0XKHM-
KOB BM3yanum3auum (pucyHok 15.18).

ECTb MHOIO OHNANH-NCTOYHUKOB ANA OTANYHbIX KUpNnyen n gpyrux Texture pecypcos.
[naBHOE — MMEeTb TOYHYI0 KapTy BbICOT. [TonyueHune onpeaeneHna Mexxay KUpnmyom

1N 0CaKOM VIMEeT OrpOMHOE 3HayeHue. Mocetute www.TomShannon3D.com/UnrealForViz,
rae MOXXHO HalTN HECKOMBbKO CCbINIOK Ha MOW It06MMble MeCTa C BbICOKOKauyeCTBEHHbIMM
Textures.

Pucynok 15.18 Brick Wall c ucnonbzosanHnem POM

Crekno

WNrpoBble ABMXKKN [onro 60ponunck 3a cosfaHune y6eamutenbHbIX NONYnpo3payHbIX 3¢b-
beKkToB cTekna. IOPEKTUBHBIN PEHAEPUHT CTEKIIA OCHOBAH Ha NPESIOMMIEHNN 1 OTpaxe-
HUK, N 06a ABNAIOTCA JOPOTMMM U 3aTPATHBIMU MO BpeMeHU 3bdeKTaMm AnA peHaepyrH-
ra (pucyHok 15.19). C OCTOPOXKHOCTbIO Bbl MOXETE JOCTUYb NOTPACAOLEro CTEKNAHHOTO
Material B UE4.
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>

IH

Pucynok 15.19 OpuH cteknsHHbi Material, ncnonbayeMbiin Ans cTakaHOB, MUCOK U OKOH

M3 NNCTOBOro CTeK/a Ha 3agHeM nJjiaHe

CyuiecTByeT HeckosbKo cnocoboB cozfaHua Glass Materials, kKaxablii co cBovMM Npermy-
wecTBaMu 1 HepgocTaTkamm. OBbIUHO YeM TOUHee MaTepwas, TeM 6osbLLe BpeMeHU Tpe-
6yeTca na peHfepuHra. Matepuarn, nokasaHHbIN Ha pucyHKe 15.19, ABNAETCA AOBONbHO
[OPOrM ANA PeHAEPUHIa, HO 3TO TOr0 CTOUT, TakK Kak NOBbILLIAETCA KaYeCTBO MNPOCTbIX MNO-
NYNpOo3payHbIX MaTepuanos.

Tak Kak Ham NoHagobuTtca yctaHoBMTb Material Ha Translucent, Mbl He MOXem NPOCTO Nc-
nonb3oBaTtb Master Material B kauecTBe ocHoBbl AnA Glass Materials. Ham Hy»eH HOBbIV
Material.

MepBoe, UTO BaM HY»KHO caenaTb, — Material, KoTopbili Bbl co3gaeTe, Translucent. 3710 no-
3BO/INT PEHAEPUTDH ero Nnocsie OCHOBHOW CLieHbI 1 CMeLLrBaTh NoBepx nocse. B naHenn
Material’s Detail 6e3 BbI6paHHbIX y3n0B yctaHoBMTe Material’'s Blend Mode Ha Translucent
n Lighting Mode Ha Surface Translucency Volume (pucyHok 15.20).
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) Details ) Parameter Default:

s, ] o -

» Physical Material
4 Material

Material Domain

Decal Blend Mode

Shading Model
Tvio Sided [ |

Use Material Attributes [l

Cast Ray Traced Shadow

Subsurface Profile

4 Physical Material Mask

D Physical Material Map 8 Array elements

4 Translucency
Screen Space Reflection [l
Contact Shadows .
hting Mode | Surface TranslucencyVolume v =]
Directional Lighting Inter _
Apply Fogging
Compute Fog Per Pixel [l

Output Velocity [ ]

PucyHok 15.20 Detail Panel ctekna c Blend Mode, ycTtaHosneHHbIM Ha translucent, u Lighting
Mode, ycTtaHoBneHHbIM Ha Surface Translucency Volume

BonbLMHCTBO Npo3payHbix MaTepUanos nonaraoTca Ha aTprbyT Opacity, 4Tobbl Mogynu-
poBaTb HeMpPoO3pa4yHOCTb 06bEKTaA, MO3BONAA OTPEHAEPUTL CLieHY No3aAun Hero. B faHHOM
cnyuJae Bbl oboipaete 310 (yctaHoBMTe Opacity nouTn Ha 1,0) n coegnHUTE CO CBOEl BepCU-
ell CLieHbl 3a CTeK1laMu, PacKpacuB U NCKa3mB.

[lna 3TOro HyHo BbI6paTb Scene Texture (prcyHok 15.21).
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Pucynok 15.21 Cetb ArchViz Glass Material, MuHys kaHan Opacity 1 cospnaBas Baly CO6CTBEHHYO
nsmeHeHHyto Scene Texture, nossonser Bam 6onee 3pHeKTUBHO KOHTPONMPOBATL MPENOMEHME,
a OTPaXkeHMSAM MOBEPXHOCTN OCTABATbLCS APKUMM

Scene Texture — 370 oTpeHAepPeHHas CLeHa A0 MPUMEHEHUA NONYNPOo3PayHOCTL (Mosy-
npo3payHble 06beKTbl B UE4 peHfepATca nocne ocTanbHOM YacTU CLEHbI 11 3aTEM KOMIMO-
HytoTCA B GUHanbHbIN Kagp). Ecnm 6bl Bbl nepepasanu Scene Color Hanpamyto aTpuby Ty
Emissive gna matepuana, 3To 3acTaBuIo Obl CTEKIIO BbIMIAAETb MONHOCTbLIO MPO3PaYuHbIM,
He cUMTan oTpa)keHNA OT MOBEPXHOCTU.

Ona nckaxkeHus Scene Texture Bo3bmuTe Reflection Vector (BxogHoi Vector npegoctas-
NIEHHBbIV [BVXKOM), NpeobpasyiiTe ero K Balwemy Bugy (nepesons ero 13 3D muposoro npo-
CTpaHCTBa B 3HaveHre 2D npocTpaHcTBa 0630pa) 1 3aTeM UCMOoNb3yNTe 3T AaHHble ANA UC-
kakeHus Scene Color ¢ nomoupbto Offset Fraction. Offset fraction — 310 npoueHT (0,0-1,0),
KOTOpbI No3BonseT Bam BbibpaTtb Scene Color B Apyrom MecTe NUKCens Ha SKpaHe.

370 abCONOTHO GU3NYECKN HE TOYHAA TEXHUKA MPESIOMIIEHMA, HO OHa 06ecneyYnBaeT Xopo-
IO BbIrNAZALME pe3ynbTaThl.

Bbl 3ameTuTe aBa y3na Scene Color Ha pucyHKe 15.21, KOTOpble CBA3aHbl C MOMOLLbIO
Reflection Balance. OgunH 13 Hux — nckaxeHHblin Scene Color, a gpyroi 6e3 N3mMeHeHwI.
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370 paeT ABOVIHON BUA NaHeN, KOTOPbIV OTAIMYHO NOAXOANT ANA apXMTEKTYPHON BU3yanu-
3auUnn NNCTOBOrO CTeKNa.

3aTem Bbl MOXKETe JIErKO NMOAKPACUTb NCKaXKeHHble 1 yABOEeHHble 06pa3ubl Scene Color.

B npeannonoxeHuun, uto Bbl yctaHosunn Use Edge Falloff Ha true B ak3emnnape maTtepua-
Na, OCHOBaHHOM Ha HekoTopom mMaTepuane, Freshnel o6ecneunsaer npocToii cnag no Ope-
HeJslto, OCHOBaHHbI Ha HOPMany MOBEPXHOCTN OTHOCUTESNIbHO Kamepbl. Micnonb3ya aToT
cnag, Tint iiTepnonupyeTca mexx gy onpeaeneHHbim Refraction Tint Color Parameter

K Refraction Tint Edge Color Parameter. B npoTriBHOM ciiyuae Scene Color okpalumsaeTca
Refraction Tint Color Parameter.

YcTaHoBuTe aTpubyThl MaTepuana Roughness 1 Specular c nomolybto npocToro Scalar
Parameters. Bbl MOXXeTe pacluvpuTb STOT MaTepuan Ansa NCnonb3oBaHUA TEKCTYP, YTOObI
YNpasnaTh N06bIM U3 3TVX NapamMeTPOB; O4HAKO 3TO CAeNaeT MaTtepran 6onee 4OPOrUM
A1 PeHAEepPVIHra 1 JOSIKHO NCMOJb30BATbCA C OCTOPOXKHOCTBIO.

3aksiroueHue

Bbnarogapsa cucteme PBR B UE4, BU3yanbHOMY peflakTOpy MaTepuanos 1 MOLWHOCTH, a Tak-
e yIo6CTBY 3K3eMMIsiPOB MaTePUanoB, CO3AaHNe KpacuBbIX MaTepPranoB NPONCXoaunT Obl-
CTPO U NIErKo. TO MOXET ObITb TaK BECeso, YTO BO3BPAT K CO3AaHMi0 MaTepurasnos B 3D-npu-
NOXKEHUAX MOXKET 6bITb TPYAHBIM.

Mcnonb3oBaHue napameTpoB MaTepuasioB 1 3K3eMNIAPOB MaTePManoB AeNnaeT NOBTOPHO
ncnosiblyemMbiMi Ballli MaTepuranbl Mo Wwenyky, a I/IHTepaKTVIBHbIVI OCHOBaHHbIN Ha y3nax pe-
OaKTOP MaTepunasiioB NO3BOJSIAET BaM SKCNEPUMEHTUPOBATDb, N3y4aTb U PaClLUNPATbL NCNOJIb-
3yemMble maTepuranbl MO Mepe pocTa Bawnx cnocobHocTen n Tp66OBaHI/IIZ K MPOEKTY.



FNMABA 16

CO3AOAHUE
KUHEMATUKW
C SEQUENCER

MHTepaKTUBHOCTb N nccnefgoBaHne ABAAIOTCA
OT/INYNTENbHBIMWN YepTaMn MHTEPAKTUBHON
Busyanusauyum B UE4. OgHako UE4 TaK»Ke xopoLuo
npucnoco6sneH AnNA co3faHnA npeaBapuTeNnbHO
00paboTaHHbIX CTaTUYECKUX aHMMaLui, KOTO-
pble conepHNYaloT C Ka4eCTBOM PeHAEePUHra,
NONYYEeHHOrO C UCMOJIb30BaHNEM TPacCMPOBKN
nyyen n moryT caenarb 310 6bicTpo. C nomo-
Wwbio Sequencer, NHHOBALMIOHHOIO MHCTPYMEHTA
aHumauum Unreal Engine 4, Bbl moXXeTe KOM6OU-
HNPOBATb NHTEPAKTMBHbIE MUPbI C K/TIDYEBbIMUN
Kagpamn aHumaumm Kamep u aktopoB AnAa co3fa-

HNA NpeBOCXOA4HDbIX aHVIMauVIVI.
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Hauano pa6oTbi c Sequencer

Sequencer Editor aBnaeTtca KuHemaTorpadpuyeckmum MHCTPYMEHTOM LA pefakTMPOBaHUA
B UE4, no3BonAiowmnm Bam pelakTMpoBaTb Sequences.

Sequences ABNAIOTCA acceTaMu, KOTOPble Bbl MOXeTe pa3mellaTb Ha YPOBHAX, Kak akTo-
pa, cogepaliero Knyesble Kagpbl aHMMaunoHHbix Tracks. CrkBeHcep yepnaeT BAOX-
HOBEHME U3 TaKNX UHCTPYMeHTOB, Kak After Effects, Final Cut n gpyrux npunoxeHuii gna
pefakTUpOoBaHUA 1 CO3[aHNA BUAEO. 3HAKOMCTBO C STUMM NPUSTOXKEHUAMN obneryaet n3-
yueHrie MHOTUM XYLOXHMKaM B/3yanu3auuu.

CVKBeHCOp 3amMeHAeT NpeabIayLMA MHCTPYMEHT KHeMaTorpaduueckoro pefakTupoBaHuma
B UE4, Matinee. Matinee npogonkaeT cocylecTBOBaTb BMeCTe C Sequencer, HO OH ycTapen
1 B CpaBHEHMM € Sequencer 04YeHb OrpaHnyeH.

Master Sequence

B oTnnyme oT 60NbLIMHCTBA aCCETOB, KOTOPbIE Bbl IM60 MMNOPTUPYeTe, NMb0 co3paeTte
B Content Browser, Sequences Bbl cO3aeTe Ha ypOBHE C NMOMOLLbIO pacKpblBatoLLerocs
meHto Cinematics (prcyHok 16.1).

" ey EB 8 5. 8. P

Save Current  Source Contro| Modes Content Marketplace Settings Blueprints Cinematics Build

53
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3333
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PucyHok 16.1 Co3pnaHue Master Sequence u3 Boinagatowero meHto Cinematics B Editor

Bam npepocTtaBnaeTca BO3MOXKHOCTb co3gatb Master Sequence, ognHouHbil Level
Sequence nnu yctapeBlumnin cnkBeHcop Matinee. Master Sequence — 3T0 B OCHOBHOM Ma-
CTep, KOTOPbIV co3faeT Sequence ¢ HeCKONbKMMU sub-sequences (pucyHok 16.2). Ma-
CTep Tak»Ke co3AaeT pasnnyHble Sequence Assets 1 COXpaHAET X B CreLuaibHOM MecTe

B Content directory.

Bbl Tak>ke MOXeTe HauaTb C oaHMM Level Sequence, eciiv Hy»KHO CO3AaTb YTO-TO NPOCTOE.
Bbl MOXeTe BKNIOUMTb OTAENbHbIE Sequences B Apyrue Sequences B Nilo6oe Bpems.
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U Master Sequence Settings

4 Master Sequence

Number of Shots _

None v

Sequence to Duplicate None
L el
Sub Sequence Names 0Array elements 4 @

Instance Sub Sequences

4 Timeline
Default Start Time

Default Duration

4 Shots
Shot Directory
Shot Prefix
First Shot Number

Shot Increment

Shot Num Digits
Take Num Digits
First Take Number
Take Separator

Sub Sequence Separator
4 Track Settings

/Game/Cinematics/Sequences/Sequence/SequenceMaster.uasset

Warning: Master Sequence Exists

Create Master Sequence

PucyHok 16.2 HacTtpowiku macTepa Master Sequence, nokasbiBatolme, 4TO 8 U3MEHU TONbKO

Default Duration 1 yctaHoBun ero Ha 10 cekyHA OT 3afaHHbIX MO yMonYyaHuio 5

Bbl MOXeTe NPUHATb CTaHAaPTHbIE HACTPONKNM ANA 6ONbLUMHCTBA MPOEKTOB, €C/IN HE HYXXHO
CflefloBaTb CXeMe MMeHOBaHWA U1 ApyrumM ctaHgapTam. EQUHCTBEHHOM HaCTPOMKON, KOTO-
pyto A u3smeHun 3aeco, asnaetca Default Duration, KoTopyto s ycTaHOBWA Ha 10 CeKyHA.

Korpa Bbl co3faeTe Master Sequence, NosaBKTCA OKHO Sequencer nokasblBatoLLee Bce [o-
POXKK Sequences, pacnonoXKeHHble B psAA (PUCYHOK 16.3).

J106014, KTO 3HAKOM C MPUSTOKEHWAMUN HENMMHENHOTO PeAaKTUPOBaHUA, MOYYBCTBYET cebA
Kak goma. Bbl moxeTe nepemeltatb Kagpbl (Shots) 1 fob6aBnATb, yaanatb U NPOCTO MEHATb
NPOAOMKNTENBHOCTb KaXKA0oro Tpeka, uto agenaet Shots Track Editor noxoxum Ha Adobe
Premiere: 6bICTpbI, ONTUMM3NPOBAHHDIN, HO C HEXBATKOW TOYHOFO KOHTPONS.
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®- i Q & A\ - - P O QO - n v || | e % SequenceMasterr
a0k Y Filters + ) 0000 J
4[] shots + B

hpto7 102007

B shots

EH shots

fdicca 4 P DodId | —

PucyHok 16.3 Master Sequence Editor, B kKoTOpoM Bbl MOXeTe nepemMeLlaTb U peaakTMpoBaTh
Shots kak B nporpamMme Ans HeIMHENHOroO pefakTUPOBaHUA BUAEO

YT10o6bl NONYYMTH AOCTYN K YIPaBNEHUIo, ABaXAbl HAXMUTE Ha Ntoboli Sequences, UTo6bI OT-
KpbITb Kaap B Sequence Editor (prcyHok 16.4). XoTs 3To ToT ke Sequencer Editor, HO OH BblI-
rAAnT NO-Apyromy n ciyxnt apyron uenu. lNpepocrasnaa Camera Cuts n Camera Actor
Tracks, 3ToT pefilakTop 60nblue noxox Ha Adobe After Effects: ynpaBnsaembliii KnioueBbiMu
Kagpamu nHtepdenc aHmmaymm n 3eppeKTos.

A O b~ ()- @ o~ n v 30fpsy U % SequenceMaster » shot0110_001* 7
A7)  Fiters - (Y] 0000

o
o Camera Cuts

4 O CineCameraActor52
4 %, CameraComponent
Current Aperture
Current Focal Leng
Manual Focus Dist
Spawned

b Transform

fdiccad 4 P DodId|—

PucyHok 16.4 EpnvHcTBeHHbIN Kapp, OTKPbITLIN ANs pepakTupoBaHus B Sequence Editor,
MoKa3blBaloLWNA, KAK MEHAETCA PefakTop, YTobbl BbIrnsAeTb 6oee MOXOXMUM Ha nakeT abdexTos
K/oYeBbIX Kagpos, Hanpumep After Effects



AHUMALINA KAMEPbBI 289

D,I/IHaMVI‘-IeCKVIe KaMepbl

B kaxxgom 13 3Tux KagpoB Sequences, CineCameraActor noasnaeTca gUHaMUYecKmn

B Sequence 1 YHUUTOXAETCA, Korga Sequence 3aBepLiaetcs. 3Ta 0CO6eHHOCTb No-HacTos-
LLileMy MOLLHaA 1 O3HayaeT, UTo He HYXHO pa3mellaTb ofnHouHoro Camera Actor Ha Baliem
YPOBHE, TaK Kak OHM CO3[al0TCA M YHUUTOXAOTCA Ha NeTy B CMKBEHCOpe.

3TV Kamepbl AeCTBYIOT Kak Jitoboin apyroit Camera Actor 1 0To6pakatoT HaCTPOIKN 06 beEK-
TVBA, MYOVIHY Pe3KOCTU 1 HACTPOMKK GOKyCa, Kak 1 BCe fOCTYMHble 3ddeKTbl nocTnpoLec-
CMHra, NO3BONAA HACTPOUTb KaXKAYto Kamepy, Kak BaM HY>KHO (pUCYHOK 16.5).

O6patuTe BHMMaHwe Ha Details Panel n kHonky Add Keyframe, koTopas nosasnsertca cne-
Ba [/1A KaXKA0ro 13 CBA3aHHOIO C aHMaLven cBoicTBa. Kak 1 60blUNMHCTBO OKOH B UE4, Bbi
MOXeTe 3aKpenuTb CMKBeHCOp B okHe UE4 nns HaBefeHMA nopsaaka.

FAdd Component~ 2 Blueprint/Add Script

Paicoa 4B povid 1~

PucyHok 16.5 3akpennenHbiii Sequencer B UE4 Editor

Avaau,vm KaMepbl

3acTaBuTb Kamepy nepefBuraTbCs K MEHATLCA CO BPEMEeHeM — CIIeAyIoLLMIA OUYEBUIHbIN
LLIAr, HO cAenaTb 3TO MOXET ObITb He TaK JIerko.
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HacTpoiika knioueBbix kappos

Y Bac eCTb HECKOJIbKO CMOCOOOB YCTaHOBUTb KJOUEBbIE Kafpbl B CIKBEHCOPE. Bbl MoXxeTe
BKNtoumTb Auto-Key, cozgaBas KnoueBom Kagp Kaxkabll pas, Korga meHaeTte CBOMCTBO UK
nepemellaeTte, NOBOpayvBaeTe UM MaclTabrpyeTe akTopa. ITO MOXKET OGbICTPO NPUBECTY
K 6ecnopAagky.

Bbl Tak»Ke MOXKeTe BPyUHYI0 YCTaHOBUTD KJTloUeBble Kaapbl. Bbl MoxeTe caenatb 3To nnbo B H-
Tepdelice cKBeHCOPa, MO0 HanpsaMyto B CBOMCTBax 1 Viewports. Korga cMKBeHCOp akTu-
BUPOBaH, CBA3aHHbIe C aHMMaLe CBONCTBa AA 06bekToB Actors nokasbiBatoT KHonky Add
Keyframe (pricyHok 16.5), no3BonsAs Bam nerko Ao6aBnATb KNnioueBble Kafpbl, KOrga 310 HY»HO.

TpeTuii cnocob ABRAETCA CMeChIo 13 NpefblAyLLVX BapyaHTOB. Bbl MOXxeTe aBTOMaTNYeCKHN
yCTaHaBMBaTb K/oUeBble Kafpbl, HO OrPaHNYMBaTb MX CBOMCTBAMM, KOTOPbIE Bbl y3Ke f0-
6aBWSIN K KNIOYEBbIM Kagpam (PUCYHOK 16.6). fl 06bIYHO NCMONb3YI0 STOT BapUaHT, Tak Kak
OH CoYeTaeT NPOCTOTY B MCMOMb30BaHMK auto-keyframing, He 6ecnokosAch o cnyyaiHoM
L06aBNEHNN KNIOYEBBIX KaAPOB Ha [OPOXKKM, KOTOPble HE HY>KHO aHUMUPOBATb.

[ . -~ ﬂ < SequenceMasters » shot0110,

FTracky. Yilters v 7 Create a key wh ies change. Only ically adds a key when there's already a track and at least one key.

"2 Camera Cuts

4% CameraComponent
Current Apertur
Current Focal Lt
Manual Focus L 1

Spawned

b Transform

fdicod 4P oI |~

PucyHok 16.6 HacTtpoiika napametpos Auto-Keyframe ona no6asneHums ToNbKo KOYEBbIX
KaAPOB K y)X€ aHUMMPOBaHHbIM SLOPOXXKAM U CBOMCTBAM

YcTaHoOBKa KaMepbl

Tenepb, KOraa Bbl MOXETe YCTaHOBUTb HECKOMBKO KIIOUEBbIX KafpOB, AaBaiiTe NOCTaBUM
Kamepy Ha MecTo.

[ina npocmoTpa yepes Kamepy BblbepuTe crpaBa 3HaUOK KaMepbl, KOTOPYIO XOTUTE aHUMU-
poBatb. 3T0 ycTaHOBUT Viewport ana ynpasneHve Kamepoi, no3BonuT netatb Actor no cue-
He, NMPVKPENVB ero K Baiuemy 063opy.

3HauKM Kamepbl NOABMIAIOTCA BO MHOTMX 06nacTax HTepderica CMKBEHCOPA, U 3TO MOXKET
HeMHoro cbrBaThb C TONKY (PUCYHOK 16.6). Bbl 3ameTuTe, uto fopoxka Camera Cuts Takxe
COAEPXNT 3HAUYOK Kamepbl. ECiv Bbl HaXKmeTe Ha Hee, BaM OTKPOETCA BUf C NePCrneKTHBbI
Sequence, BKovatoLwuii Nobble camera cuts, KOTOpble Bbl CO3Aau.
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Kak npaswuo, Bbl 6yneTe nepeKknyaTbCAa Mexay sTumMmm Bugamu, noka pa60TaeTe, HacCTpanBas
K/ro4veBble Kagpbl KaMepbl 1 NpoCcMaTpuBan KOHTEKCTHbIN pe3ynbrat C ApYyrumMmm Kagpamu.

Mpwv ynpaBneHun Kamepo Bbl CMOTPUTE Yepe3 06beKTVB KaMepbl 1 NMepemeLlaeTe ee no cle-
He C MOMOLLbI0 CTaHAAPTHOro ynpaeneHua Perspective Viewport. Bbl MoxeTe HacTponTb Kito-
yeBble Kagpbl Kamepbl B Orthographic-sugax nnm ceonictea Camera Actor B naHenu Details.

[ opoXxku u HazBaHUe KaMepbl

Bbl MOXkeTe 06paTnTb BHYMaHVE Ha Ha3BaHMe OPOXKKM B CUKBEHCOPE, OT/IMYHOE OT METKU
B MPefnpoCMoTpe NIeHTbl BpEMeHW. OTO HEMHOT0 COMBaeT C TONKY, TaK Kak OHU UMeHYoTCA
He3aBUCKMO (Bbl MOXeTe, K NpUMepy, NCNosnb30BaTb 0auH 1 TOT e Camera Actor ansa pas-
JINYHBIX JOPOXKEK B pa3HbIx Sequences). HazBaHme B npefnpocMoTpe ABNAETCA Ha3BaHU-
em akTopa B Mmupe. Bol moxeTe nepenmeHoBaTb Baw Cine Camera Actor ¢ nomoLbio naHenu
Details gna 06HOBNEHMA Ha3BaHWUA B JIEHTE BPEMEHM.

Ha3BaHue B IeBOW NaHenu ABAAETCA Ha3BaHeM LOOPOXKKWN. Bbl MmOXeTe fBaXkabl HaXaTb
Ha 3TO nmA, YTOObI nepenMmeHoBaTb AOPOXKKY.

Mepexoabi

EnvHcTBEHHBI Nnepexopq, koTopbi npegnaraet UE4, — nopoxka Fade. HegocTtynHbl cross-
dissolve nnu gpyrve apdekTbl nepexofa. 370 B OCHOBHOM 13-3a COO6PpaKkeHnin 0 Npon3Bo-
AnTenbHocTu. BoinonHeHue cross-dissolve 3acTaBnsaeT ABax bl OTPUCOBLIBATH CLIEHY U CO-
BMELLAET MX BO BPeMs PacTBOPEHUs. XOTA HEKOTOPbIe CLieHbl MOTYT CMPaBUTbCA C 3TUM,

HO BONBLWVHCTBY OyZeT TAXKENO OTPEHAEPUTb TaK MHOTO MHPOPMALMU.

PepakTupoBaHue kappos
[ns Bo3BpaTa K Master Sequence, Bbi6epuTe 3arofioBOK B MPaBOM BEPXHEM YTy OKHA CU-
KBeHcopa (p1CyHOK 16.7).

o B Q& » shot0110_001+

#Track'y! Y Filters

"2 Camera Cuts

Current Apertur
Current Focal Li
Manual Focus C

Spawned

Transform

PucyHok 16.7 3asepuweHHbin kagp ¢ SequenceMaster-TpekoM, BbifenieHHbIM B MPaBOM BepXHeM
yrny okHa ceKBeHcopa
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Bbl yBnAMTE, UTO NPEABapUTENbHbIN MPOCMOTP CHMKA Obll 0GHOBMNEH. Bbl MOXeTe ncnonb-
30BaTb 3TO Kak PyKOBOACTBO [/1A HACTPOIKM BXOAHbIX 1 BbIXOAHbIX TOUEK B Sequence. YTo-
6bl NyyLLe yBUAETb, yBenMUbTe Maclutab timeline ¢ nomoLLbio MoN3yHKa AvanasoHa BHU3Y
OKHa CUKBEHCOpa.

MpoponxaliTe pefakTUpoBaHMe OCTaBLIMXCA CHUMKOB. OTpeAaKkTUpynTe CHUMOK, 3a-
TemM BepHUTEeCb K OCHOBHOW NOCNeA0BaTeNIbHOCTM, UTOObI yBMAETb ee B KOHTEKCTE, U3-
MEHUTE ee 1 MOBTOPANTE A0 TEX MOP, NOKa He 6yaeTe AOBOJbHbI BCEMU Kagpamu

B MOCNef0BaTeNbHOCTH.

CoxpaHeHue

He 3a6biBaliTe neprioanyeckn coxpaHaTbes. Sequences coxpaHaoTca Kak UASSET-dannbl
B Content directory Bawwero npoekra.

Bam He HY>KHO COXPaHATb YPOBEHb, Ha KOTOPOM HaxoAWUTCA Sequence Nocsie Toro, Kak
Bbl BriepBble pasmectunn Sequence Actor. DTOT akTop BeAeT cebs Kak CCbiflka Ha Ball
Master Sequence, no3BonsAs NHMLMANM3MPOBaTb JaHHble Sequence, Korga ypoBeHb 3a-
rpy»aeTca, 1 TeM cambim AaeT Blueprints nonyunTb AOCTYN K HEMY, TPOCTO CCbINAACh
Ha 06beKT Actor.

CoBMecTHas paboTa

Tak KaKk Kafpbl XpaHATCA Kak oTaenbHble nakeTbl UASSET, HECKONbKO YneHOB KOMaHAbl MO-
ryT ofHOBpeMeHHO paboTaTb C ofHUM Sequence. Take yCTaHOBKa CBETa, PeKBM3nTa 1 Apy-
roe 1eKOpupoBaHMe MOXKET MPOAOSIXKATbCS, MOKa aHMMaL A pa3pabaTbiBaeTcA napansiesib-
HO. DTO 5KOHOMUT BPeMsi 11 MO3BOJISIET ObICTpee co3faBaTb HAGPOCKY B MPON3BOACTBEHHOM
KOHBeuepe.

PeHpepuHr B BUpeo

Mocne ycoBeplueHCTBOBaHMA Sequence Bpems BbIBECTU ero Ha AMCK. IMeHHO 3fecb CKo-
pocTb UE4 nopasutenbHa. Lienbie aHumaumy MoryT 6biTb JOCTaBNIEHbI (HE TONbKO OTPUCO-
BaHbl, HO 1 Ha YouTube) 3a Bpemsa, Heob6xoArMoe OgHOMY Kafpy AN OTPUCOBKM B CTaHAapPT-
HOM peHJepVHre C TPacCMpOBKOW Nyyelt, B Takom Kak Mental Ray nnu V-Ray.

OTKpbIB Ball Sequence, HaxmuTe Ha KHorMKy Render to Video (pucyHok 16.8) B naHe-

NN MHCTPYMeHTOB Sequencer. OTKpoeTca AnanoroBoe okHo Render Movie Settings (pu-
CYHOK 16.9). 3pecb Bbl MOXKeTe YCTaHOBUTb LUMPOKNIA CNEKTP NapameTpoB peHAepuHra

1 s3kcrnopta. OT pamok 6amnepa Jo NpeaBapuUTeSIbHON MPOKPYTKM CKUraeMbiX MOAY-
neii UE4 npeanaraeT MHCTPYMEHTbI TPOPECCOHANIbHOTO YPOBHS A5 BUAEOPEAAKTOPOB
1 KOMMO3UTOPOB.
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== Content Browser

[ shots

§ Sequencer

> FAEE@ N0 - 0-0 - 8

Rl Y Filters~ Render this movie to a video, or image frame sequence
4 [T shots Cmr—

shot01102001

PucyHok 16.8 Bbi6op kHonku Render to Movie B Sequencer

Render Movie Settings

Kak Bbl MOXKeTe 3aMeTUTb, A YCTaHOBW €ro Ha peHAepyvHT B paspelueHnm 4K c 60 kagpamu
B CeKyHay (pncyHoK 16.9). 3To co3faeT WenKoBUCTO-TNafK1e, pe3kue aHumMaLmmy, KoTopble aen-

CTBUTESIbHO NPUBEKAIOT BHUMaHMe. 3Tu daiinbl BecaT 6onee 100 I'6 3a MUHYTY 6e3 cxaTus.

U

Search Details Jo) E O~

4 Capture Settings
Image Output Format

Audio Output Format

Use Custom Frame Rate
Custom Frame Rate

Resolution

4 Video Settings

Use Compression

4 General

Output Directory

Filename Format

4 Sequence
Write Edit Decision List

Write Final Cut Pro XML

4 Cinematic
Cinematic Engine Scalability

Cinematic Mode

b Animation

PucyHok 16.9 [Inanorosoe okHo Render Movie Settings, ycTaHoBneHHoe Ha paspeleHue 4K

(3840%2160) n 60 kappoB B ceKyHAY

Render Movie Settings

ceoseqarce o)~ [
[T « o

60.fps S

3840 x 2160 (16:9) v

v

Capture Movie

3
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Al peHpepto Hanpamyto B AVI (Video Sequence), Ho, ecnu B Balueln cTyaum ecTb 6onee 06-
LUMPHbBIV NpoLecc NOCTNpoAaKLLIeHa, OCHOBAHHbIN Ha JIMHENHOM LiBETE, Bbl TaKXKe MOXKeTe
peHaeputb 6ydepbl HDR-1306paxeHunin oTaenbHO, ncnonb3ya onuuio Custom outputs.

Bbl TakKe MoXeTe Bbl6paTh CxKaTue Bawmx AVI ana coxpaHeHusa MecTa (He pekomeHayeT-
CA) UM SKCNOPTUPOBATb Ha OTAENbHbIE Kafpbl B PaCcnpOCTpaHeHHbIX GopmaTax, Taknx Kak
BMP 1 EXR.

MNMpouecc peHpepuHra

Korpga UE4 HaunHaeT peHAepuviHT, NOABAAETCA MaleHbKOe OKHO PeHAEPUHra U HaunHaeT-

€A 3anNncb Ha ANCK (pUcyHOK 16.10). OKHO peHAepriHra PacrnooXeHO B BEPXHEM NIEBOM Yy
OKHa, a pefilakTop Haxoautca B GoHOBOM pexrme. ObpaTrTe BHUMaHVe Ha yBeJOMeH e
Capturing video B H/XHeM npaBom yrny. Takke 06paTriTe BHYMaHVE Ha BbICOKOE UCMONb30-
BaHVe J1CKa ANnA 3anncn — Yem bbicTpee, Tem nyulue.

B
Fie Option: View

Processes Perfomance App history Startup Users Detils Senvices

i Disk 0 (C: E) ssmsungsssroevopus s

Memory
14331968 (5%

| DiskO(GE)
| s

Lo o e |

Disk 1 (D)
+00

NVIDIA GeForce .
9% (66°0)

Fewer detsits | () Open Resource Monitor

Paidod 4B povid |~

PucyHok 16.10 UE4 penpepuTt Sequence Ha anck

Ha paHHOM 3Tane peHAepVHI OrpaHNUNBaETCA He BU3yanbHbIMM 3bdeKTamu, a CKOPOCTbIo
KeCTKOro AmMcKa, Ha KOTOPbI OH 3anucbiBaeTCA. fl He MOry YBEIMUYNTb 3TO OCTAaTOYHO. 3a-
NNCb KaZipa Ha ANCK ANNTCA JOMblUE, YEeM PEHAEPUHT Kaapa.

3anucbiBaiTe Ha ANCK, KOTOPbIA AAaeT camyto ObICTPYHO 1 CTabrIbHY0 NPOV3BOAUTENBHOCTD.
O6s3aTenbHo nNpoBepbTe. fl 6bi yanBIeH, y3HaB, uto Mol SSHD 3HaumTenbHo 6bicTpee
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B JONTOCPOYHON NepcrneKkTrBe, YeM MO OObIYHbBIN O4eHb ObICTPbIN SSD, KOTOpbIN A cunTan
nyylwmm Bbi6opom. [Inckn ¢ 6onee yCTonUMBON CKOPOCTbHIO 3aMncyi NPUHECYT OFPOMHble
BbIFOAbI.

Mocne 3aBeplueHna aHMMaL MM 06paboTaliTe ee Tak e, Kak 1 ntoboi gpyroi Buaeoda.
OH MOXeT HanpAMYI0 OTNPaBUTLCA B MHTEPHET UK BKOYATbCA B 6onee KpynHoe BUAeO,
TOUHO TaK Xe, KaK 1 Baluy CTaHJapTHble BUAEO BM3yanum3aumm.

3aksiroueHue

BO3MOXHOCTb ajanTUPOBATLCA K HY>KAaM KMeHTa B MOMEHT obpalleHus ABNSETCA elle
O[IHOV MPUYMHOW, MOYEMY Tak MHOTO CTYAWI BU3yanm3auun nepexogart Ha UE4 He Tonb-
KO ANl CO3aHUs IHTEPAKTVBHOCTY, HO U ANA NMpeAoCTaB/eHNs NoTPscalolero npeasapu-
TeNIbHO OTPEHEePEHHOTO KOHTEHTA.

37a 90-ceKyHAHasA NoCneA0BaTENbHOCTb TPebyeT NPUMePHO 10 MUHYT HA PeHAEPUIHT —
B pa3pelueHnn 4K ¢ 60 kagpamun B cekyHay. bonblue BpemeHn yxoamTt Ha cxaTue, KonmpoBsa-
Hue 1 3arpy3Ky Buaeodainos, co3aaHHbIX ¢ nomoubio UE4, Hexkenv Ha X peHAepyHT.

Bnarogapsa MoLLHbIM BO3MOXXHOCTAM Sequencer, CNoco6HOCTY TOYHO BUZETD, UTo byaeT

B KaZlpe Ballel Kamepbl BCe Bpemsi, 1 Gp13nyeckn KoppekTrposaTtb Mofenb Cine Camera, Bbl
MO>eTe HauyaTb CO3[1aBaTb BUAEOKOHTEHT B UE4, KOTOpPbIi COOTBETCTBYET, a HOTAA 1 Npe-
BOCXOAUT KauyecTBO TPaANLMOHHbIX PEHAEPOB.






FMABA 17

MNOAINOTOBKA YPOBHA
K UHTEPAKTUBHOCTW

OcHoBbiBasACb Ha npocTtom Pawn, Game Mode

n Player Controller n3 nepsoro npumepa npoekra,
Mbl JIerKO HaCTPOMM BO3MOXHOCTb NCCNeaoBa-
HUNA ypoBHA. OgHaKO Bbl AOMKHbI HACTPOUTD Balll
YPOBEHb C Y4eTOM KOUTU3NMN, 3anyCKa UrpoKa

M ApYryxX HaCTpoeK, NpeXkae YemM Urpok HauyHeT

ycnewHo nepemMmellaTbCAa no Hemy.
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HacTtponka Level

[N HAaCTPOMKN NHTEPAKTUBHOCTY YPOBHS BaM HY>XHO HAaCTPOUTb UCMONb30BaHMe Kypcopa
MbILLY 1 ceHcopHOro BBoAa Ana Level n Player Controller. Bam Tak»ke cTaHyT JOCTYMHbI CO-
6bITUA B3aVMOAENCTBUA C MblLLbIO, KOTOPbIE MO3BOJIAT BaM BbIAEMATb 1 HAXKUMATb Ha aKTO-
POB B MrPOBOM MIpE B npoLiecce paboTbi.

KoHeuHo, Bbl 3aX0THTe OTKPbITb YPOBEHb, Npexe YeM NPOAOIKNUTb. Bbl, BO3MOXHO, Kak
W 51, 3aX0OTUTE COXPaHUTb HOBYIO BEPCUIO YPOBHSA, KOTOPas NMO3BONUT NIErko BEPHYTbCA K ero
HEen3MeHeHHOW BepCuun.

Ho6aenenune Player Start Actor

Kak onvcbiBanoch B rnaBe 9, kaxkapbiii UE4 Level Tpebyer Player Start Actor. 3To npocToi
Actor, KoTopbliin coobuaet UE4, rae pacnonoxumTb UrpoKa Ha YpOBHE NpuW Havyasne urpbl.

MepeTawwTe Player Start Actor n3 naHenu Place Actors B Level pagom c Tem mecTom, rae Bbl
XOTUTE, YTOObI UFPOK NOABNANCA B MUPE KaxAabli pa3 (pucyHokK 17.1).

Tak»Ke Bbl LONXKHbI NoBepHYTb Player Start Actor niLom no HanpaBneHuto, B KOTOPOM XOTK-
Te yTo6bl UrpoK HaurHan. CuHAA cTpenka B cepeauHe Player Start Actor ykasbiBaeT Ha Player
Start Actor’s forward vector.

ddNews! &impot EiSaveAll € |% Content » UEAViz »

I ©) = e - R

Pucynok 17.1 Pacnonoxenue Player Start Ha Level
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HNob6asneHne konnnsnm

Tenepb Bbl MOXKeTe NPOTECTMPOBAThL Ballle MPUNoXeHne, HaxkaB KHomMKy Play in Editor. OgHa-
KO BbICOKa BEPOATHOCTb, YTO Bbl 0OOHapyXuTe ceba ynaBLUMM HUXe BaLLero nosna Ha ypoB-
He, Korga cfienaeTe 370. 9TO MOXeT ObITb CBA3AHO C OTCYTCTBMEM MHPOPMALN O KONU3UN.

O6HapyXeHne KONNN3UiA ABNAETCA CEPbe3HON 3aflaueli B MHTEPAKTUBHBIX UTPax Y CUMYNA-
LAX. 3HaHWe, KorAa OAMH akTop «repeceKkca» UKW CTONIKHYCA C APYTIM akTOPOM WK 3a-
Len B HEKOTOPYI0 06nacTb, ABNAETCA BaXKHbIM ANA CO34aHUA KNBbIX MUPOB.

B UE4 Bbl moxeTe ncnonb3osatb Player Collision View Mode, kak nokasaHo Ha pucyH-

Ke 17.2, ANA NpeAnpoCMOTPa CTONKHYBLUMXCA akTOpOoB. B Viewport Bbi6eprTe KHOMKY
ViewMode u 13 BbinasLero cnucka — Player Collison. YTo6bl BepHYTbCA K BaLlemy 06blUHO-
My BUAY, yCTaHOBUTE 0bpaTHo Lit ana Viewmode.

Kak BuauTe (Unu, TouHee, He BUANTE), HA PUCYHKE HET 3TaXKel UM CTEH, HO Y HEKOTOPO-
ro peKBM3nTa 1 ABEPHbIX MeLLei yKe eCTb Konnsnun. OHY npefcTaBieHbl C MOMOLLbIO MJ1o-
CKMX 3aTEHEHHbIX BePCUI BaWNX NPUMUTUBOB KONTN3UIA.

0 i (persistent)

Limpot EiSaveAll € | % Content » UEAViz » Blueprints

Pucynok 17.2 Collision, oto6pasxaemas c nomowpto Player Collision View Mode

Collision B UE4 MOXeT 6bITb CNTOXHOW AN1A MOHMMaHWA Ha NepBbil B3rnsAg. K cyacTblo, BU3ya-
NN3aLnn MeIoT TEHAEHUMIO CTAaHOBUTLCA 6oee NPOCTbIMU, CTaTUYHBIMK, C HEOObLLMM KO-
JINYECTBOM MHAMUYHbIX Actors (B CPaBHEHUN C UTPOI C AeCATKaMY UK COTHAMM repoes
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Ha 3KpaHe " B UrpoBOM Mupe OAHOBpeMeHHO), YyTO6bI MOMOYb BaM U36eXaTb HEKOTOPbIX
CNOXHOCTeN, C KOTOPbIMUN Bbl MOXeTe CTONIKHYTbCA Npn HaCTpOIZKe KONNn3nn.

CnoxxHble Konnnsum NAPOTUB NPOCTbIX

MIrpbl, Kak NpaBuio, MoslaraoTcA Ha YNPOLLEHHYIO BEPCUIO MOAENei AN BbINMONHEHUA pac-
UETOB CTONIKHOBEHUIA. ITO CBA3AHO C TEM, YTO 3TU BbIYVCSIEHNA ABAAITCA 1 CTAHOBATCA BCE
6onee JOPOroCTOALMMY, YeM OOSIbLLE MONUIOHOB 1 MHPOPMaL MK TpebyeTcs o6paboTaTh.

UE4 ncnonbsyer collision primitives — npoctbie durypbl, Takue Kak Kkyouku, cbepsl,

1 Karncynbl, — KOTOPble MOXHO co3faTb B Engine unv c noMoLybio HU3KOMOMUIOHANbHbIX
¢buryp, caenanHbix B 3D-npunoxeHnu, ona nucnonb3oBaHus B Kauectse simple collision.
3To No3BoNIsAET rpadpuUecKy NPUMEHUTb Ha HECKOJIbKO MOPAAKOB 60Jblue NOSIMIOHOB,
TaK KaK GU3NYeCcKnid BMXKOK NCMONb3yeT ONTYMMW3VPOBAHHYIO BEPCHIO CLIEHbI A1 CBOUX
BbIUMCNEHNN.

UE4 Take MoeT BbinosnHATb per-polygon collision no mepe Heob6xoanmocTu. 3To 4acTo
KOCMEeTMNYEeCKM NCMOMb3YIoT B Urpax Ana fobasneHna onpeaeneHHbIx rpapuueckmx sdpdpek-
TOB, TaKMX KaK NOBPEXAEHNE CTEH N TPAHCMOPTHbIX CPEACTB, KOTOPbIE MPOUCXOAAT TOY-
HO B MeCTe BUAVMOrO YAapa, B TO BpeMa Kak pakTnueckas ¢prsnyeckan Konnmsmna ncnosb-

3yeT yNpoLLeHHYo Mofesb ANl CKOPOCTU.

TaK KaK CLeHbl BU3yanr3aumm MoryT 6biTb OTHOCUTENbHO MPOCTbIMY C HECKOSTIbKUMY B3aU-
MOZAENCTBYIOLLMMMI SIEMEHTAMU, Bbl YaCTO MOXKETE 1CMOSb30BaTh per-poly nnn complex
collision (kak 310 n3sectHo B UE4) BMecTo npocToro collision, no3sonstoLero Bam npony-
CTUTb BPEMSA U YCUINA MO CO3[aHNI0 COOCTBEHHON rEOMETPUM KO3,

CreHbl M non

[MaBHOE, UTO Bbl HABEPHSIKA XOTUTE, — 3TO UTOObI BaLUM UFPOKM HE MPOXOAMNIN Yepes cTe-
Hbl 11 MOMbI B CUMYNALMK. Tak Kak 3T MELLIN reOMeTPUYECKM NPOCTbI Y UMEIOT HEYAOOHY0
bopMy, Mbl MOXKeM 6e30MacHO YCTaHOBUTb UX /1A UCMOb30BaHMA 06bIUHOIO per-polygon
collision.

[na sToro oTkponTe Static Mesh Asset B Static Mesh Editor. Bo Bknaake Details packpoii-
Te Static Mesh Settings, yctaHosuTe Collision Complexity Ha Use Complex Collision as
Simple n y6eautecs, uto Collision Preset yctaHoBneH Ha BlockAll (pucyHok 17.3).

Bbl MoxeTe nepeonpepenutb Collision Preset ona kaxaoro ocHoBHoro Actor ¢ momoLLbto
naHenu Details; ogHako Henb3a namenHnTb cBorncTBo Collision Complexity. MoxkHo caenaTtb
3TO TONbKO B MHTepdelice Static Mesh pegakTopa nnu B maTpuLie CBOMCTB.
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Pucynok 17.3 Hactpoiika Floor Mesh ans ncnonbsosanus per-polygon collision

Bulk Editing c Property Matrix

Bbl gomkHbl HacTpouTb collision complexity ana kaxporo o6bekTa Mesh, ¢ KOTopbiM XOTHTE
CTOJIKHYTb BaLLero Urpoka. 3To 3aliMeT O4YeHb MHOIO BPEMEHM, eC/iM BaM NPUAETCA OTKPbI-
BaTb BCe aCCeTbl OAMH 3a APYTrUM.

K cuactbio, UE4 copepxunt dyHkumio Bulk Edit.

Bbi6epuTe BCe MeLly, KOTOpble XOTWTe BKNUNTb AnsA konnmsni B Content Browser. Haxmu-
Te NpaBoi KHOMKOW MbILWIM Ha OAMH 13 3HAUKOB Asset 1A OTKPbITUA KOHTEKCTHOFO MEHHO.
B pasnene Asset actions Bbi6epute Bulk Edit via Property Matrix (pucyHok 17.4).

Matpuua cBONCTB NoKa3biBaeT BCe 06Live CBOMCTBa B u3MeHeHHow Details Panel. OTciopga
Bbl MokeTe ycTaHoBUTb Collision Complexity ana Bcex Bawwmx Meshes 3a pa3 (prcyHok 17.5).
Bbl Takxe MoxeTe 0To6pa3nTb CBOMNCTBA B B CTONOLIOB B CNMCKe ClieBa 1 Takum o6pasom
BM3YyanbHO CPaBHUTL Assets 1 M3MeHUTb oTAeNbHble Assets, Kak B 351eKTPOHHOM Tabnuue.

MHorga cBoNCTBa copepKaT pasHble Ha3BaHMA B pasHbIx UHTepdelicax. Collision Preset aB-
NIAETCA OQHUM U3 TaKMX. [N N3MEHEHNA STOrO CBONCTBA C MOMOLLbIO MAaTPULbl CBOWCTB MO-
CMOTpuUTE Ha cBOMCTBO nop HaseaHmem Collision Profile Name. OunbTpauma cBONCTB gns
collision nomoraet cy3utb cnucok. ns Hactporiku Collision Preset BBegute BlockAll B Tek-
cToBoe none ceoictga Collision Profile Name.
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PucyHok 17.4 Bbi6op Heckonbkux Assets B Content Browser u ux ogHospemMeHHoe
peaakTUpPOBaHMeE C MOMOLLbIO MaTPULLbl CBOWCTB

Korpa Bbl 3aKoHUMTE pefakTypoBaHue Bawwmx Assets, 06A3aTesIbHO COXpaHUTE UX, YTOObI
N3MeHeHMs 3anncanunchb Ha ANCK.

S\ WindowFrames 001
[sv_windowrames. 002
s windowframes. 003
Su_WindowFrames. 004

Pucynok 17.5 VcnonbsosaHue Matpuubl ceoricTe ans Hactpoiku Collision Complexity ans scex

CTeéH M nonoB ooHOBpeMeHHO
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Busyanusauuﬂ CTONNIKHOBEHUSA

Mocne Toro Kak Bbl HACTPOWV CTONIKHOBEHWSA, MPOBEpbLTE Bally NHOPACTPYKTYPY KOnnm-
3ui, yctaHoBUB Perspective Viewport gna Player Collision View mode (prcyHok 17.6). 3To
No3BOSIUT BaM YBUAETb UHGPACTPYKTYPY KOMNN3NIA, KOTOPYLo drsnuecknin aukok UE4 nc-
nonb3yeT ANiA pacyeTOB CTOIKHOBEHUN.

AddNew| &import ESaveAll € | % Content » UEAViz »

PucyHok 17.6 Player Collision View mode nokasbiaeT per-polygon collision, ycnewHo
BK/IIOYEHHYIO /19 CTEH U MOJOB.

HacTpoiuka Prop Collision

HacTpoiika CTONKHOBEHWI A1 PEKBU3MTA HEMHOTO CJIOXKHEee. JIMUHO st NPearnoYnTato oT-
K/louaTb KOMIM3MMN Ha 60SbLUMHCTBE 06bEKTOB Props B MOVIX CUMYALUAX, MO3BOMAA UFPO-
Ky CBOGOJHO NPOXOAMTb Yepes 1 Hag 6OsbLUMHCTBOM NPenATcTBUN. ] npegnoymnTtato ocTa-
HaBNMBaTb CBOErO UrPOKa TONIbKO OObEKTaMM MO MOAC UK Bbllle. 3TO NO3BONAET Nyulle
NpOYyBCTBOBaTb MOGUNBHOCTb B ManeHbKOM NPOCTPAHCTBE 1 ieNlaeT nepemelleHrie bonee
JIErKM A/1A HAYMHAOLWNX UTPOKOB.

Ha pucyHke 17.7 Bbl MOXeTe yBMAETb, UTO 60JIbLLAA YaCTb MENIKOrO PEKBU3UTA BCE elle
MMEET KOMIN3UK, YTO NOTEHLMANbHO MOXKET 3aTPYAHUTb NepemMelLeHe UrPoKa B 5TOM
MpoCTpaHCTBe.
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PucyHok 17.7 OkoHuaTtenbHas HacTpoiika Collision, nokasbiBatowias TonbKo CTEHbI, MOJbl, OKHa

1 orpoMHyto Mebenb copepkalyto player collision enabled, nozsonstowas urpoky ceobogHee
nepeMeLLaTbCs No NPOCTPaHCTBY.

YT06bI pa3pewnTb PeKBU3UTY UMETb KONM3NIO (BaXKHO ANA B3aUMOAENCTBUN, TaKMX, Ha-
nprmMep, Kak HaxkaTue mbiwbio), usmeHute Collision Preset B Static Mesh Editor (nnu
Collision Profile Name B maTpuiue cBoiicTB) Ha Ignore Only Pawn. 3To no3sonuT ctatu-
UecKoMy Mellly pearvpoBaTb Ha Bce Apyrvie Gusmdyeckne cobbiTrsA, HO He NMoMeLLaeT nepe-
MeLLEeHNI0 UTPOoKa. Bbl Tak>Ke MOXXeTe YCTaHOBMUTb 3TO CBOWMCTBO KaXXJOMy aKTOpY yepes na-
Henb Details.

Tenepb Bbl MOXKeTe HaxkaTb Play 1 noxoanTb BOKPYT Mo YpoBHio 6e3 cTpaxa HaBcerga
ynacTb B MycTOTy. CTeHbl 1 MO JOMKHbI ObITb LieIbHbIMU, U HA YPOBHE JOJIXKHO ObITb Nerko
OPUEHTMPOBATHCSA.

Ecnu Bbl 3acTpeBaeTe unu nagaeTe, Bam Hy>KHO MOCMOTPETb Ha HACTPOWKY KONM3MiA
Ha ypoBHe.

BknioueHune kypcopa Mbiwn

MocKonbKy Bbl XOTWTE, UTOObI 3TO ObINIO YNPABAEMOE MbILLbIO MPUNTOXKEHUE, BaM HY»HO BU-
netb Kypcop. OtkpoiiTte Player Controller n Hangute rpynny Mouse Interface B cBoiicTBax
no ymonuaHuio knacca (pucyHok 17.8). Bkniounte Show Mouse Cursor, Enable Click Events
1 Enable Mouse Over Events, kotopble no3sonaT 3D Actors Ha cLieHe B3aMMOAeNCTBOBATb
C KYpCOPOM MbILLN.
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Ecnu Bbl caenaeTe TecT cenvac, Bbl o6paT|/|Te BHMMaHWME Ha TO, YTO MOXeTe BpallaTb Kame-
p017|, TOJNIbKO KOrAa yaep»XmnBaete KHOMKW MblLLN. OTI'IYCKaHI/Ie KHOMKWN OTO6pa3VIT Kypcop
N OTKJTIOYUT KOHTPOJIb BpalleHUA.

Bbl Take MoxeTe 3amMeTUTb, YTO OCb BpalleHnA owyulaeTcA «BbIKJTFOUEHHOM». Kamepa no-
BEPHET HanpaBoO, KOrAa Bbl OXKMNAaeTe, YTO OHa NMOBEPHET BJIEBO U BBEPX, KOrAa Bbl XOTUTE
NOCMOTPETb BHU3.

370 13-3a TOrO, YTO UFPOKM OXKMAAIOT YNpPaBNeHna Kamepon. Koraa nrpoky He Tpebyetca
YAEPXKMBATb KHOMKY AS1A MOBOPOTA, 3TO NPUBbLIYHO ANA FOPU30HTaNIbHOM OCWY, CNefoBaTb
HanpaBfieHWo MbiLwK. [paBblli TOBOPOT — HaMnpaBo, JIEBbI MOBOPOT — HaseBo.

Details

Search Details jo) E o~

4 Player Controller

Player Camera Manag w e O + X
Auto Manage Active C

Smooth Target View F _

Input Yaw Scale

Input Pitch Scale

Should Perform Full T [l

p Actor Tick

> Cheat Manager

4 Mouse Interface
Show Mouse Cursor )
Enable Click Events 2
Enable Touch Events
Enable Mouse Over Ev 2
Enable Touch Over Ev: [l

Click Event Keys 1 Array elements + O

Default Mouse Cursor JVHEUIIS %
Default Click Trace CI RUEIINIINE A

Trace Distance 100000,0 N

4 Game

Pucynok 17.8 HacTtpoiiku Player Controller ans ucnonbsosanus Mouse Cursor, Mouse Click,
n Mouse Over events, a Takxe Input Yaw u Pitch ans koMneHcauunm owyuweHMs MHBEPTUPOBAHHOIO
nosopoTa
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OpHako, nepeTackmBaHue 1 oTnyckaHue (drag and drop) 4na noBopoTa Kamepbl oLyLa-
€TCA eCTECTBEHHO Y BbIFMALMT KaK paboTa Ha TaUCKPUHE C MPUBA3KOW Kypcopa K Touke

B 3D-NpocTpaHCTBE 1 MOBOPOTOM KaMepbl, Kak eciv 6bl MofIb30BaTesb KCMOMIb30Ban TPeK-
6071. DTO 03HAUaET, UTO NepeTacKkrBaHNE MbILLbIO BPABO AOJIXKHO MOBOpPaYrBaTh 0630p
B/IEBO, KOTa NEePEeTacKMBaHVE BHU3 JOMKHO NOAHATL KaMepy.

Bbl MOXeTe perynupoBaTtb 3TV U3MEHEHNA B 3aBUCUMOCTU OT HY»KA UrpoKa Yepes 3Have-
HuA Input Yaw u Input Pitch Scale B Player Controller (prcyHok 17.8). MprunHa, no KoTo-
poi1 Yaw (ropr3oHTaNibHOE BpalleHue) ObiCTpee, CBA3aHa C YesloBeYeCKIM BOCNIPUATEM
W «NPaBUIbHBIM OLLyLLleHeMy. Hannume CUMMETPUYHBIX OCEBbIX CKOPOCTEN OLLYLLAeTCA»
HenpasuWJIbHO.

CTOUT OTMETUTb, YTO MHTEPAKTUBHOCTb KaMepbl AENCTBUTENBHO 3aBMUCUT OT JINYHbIX Npef-
noyTeHnin. Bo3pacT, onbIT paboTbl C PasfMUHbIMY TEXHONOTUAMM 1 [axKe NobriMas urpa -
Leli COOOLNT 1M, KaK MHTEPAKTUBHan Kamepa JOMKHa BECTW ceba. YMeHue npucywaTb-
CA K BalUMM UTPOKam Mo 3TOMY NMOoBOAY U ajanTauus nx noTpebHOCTEN B KaXKAOM NpoeKTe
OYeHb BaXHbl.

Co3paHue Post-Process Outlines

YT06bl 66110 MOHATHO, KaKoW akTop BblOpaH, A XOUy MCMONIb30BaTh OUepTaHMe, NoxXoxKee
Ha 1cnosnb3yemoe B pegakTtope. 3ToT 3¢pdeKT HeJoCTyNeH BO BpeMs paboThl, TaK Kak MC-
Nosb3yeT COBEPLUEHHO APYTYI0 CUCTEMY PEHAEPUHTA, YeM rMaBHbIn Viewport.

B3ameH Bbl MOXeTe ncrnonb3oBaTh post-process Material ons pricoBaHua koHTypa. A (Kak
1 OXMJanocb) cnun cobcTBeHHbI Marketplace content B 3TOT NpoeKT, co3gan sk3emnnap
MaTepwuana 1 3MeHWs ero nof CBov NoTpebHOCTU (PUCYHOK 17.9).

Y106bI Ha3HauUTb post-process Material, Bbl JOMKHBI CAenaTh 3TO B HacTpolikax Post-
Process Volume, Bkniouns Blendables array.

[ns pobaBneHuns 3anncy B MaccuBe 3againTe ana Hee Asset Reference n nu6o Bbibepute Ma-
Tepuan nocTobpaboTKM 13 Cnncka, Tmbo nepetawmTe ero n3 Content Browser B cBoncTBo
B naHenu Details.

70T MaTepuan ucnonb3yeT Custom Depth 6ydep ana onpeaneneHuns, Kakne 06beKTbI Bbl-
6paHbl, a Kakue HeT. Bbl ycTaHaBnmBaeTe Custom Depth ana kaxkpgoro aktopa B Levels Editor
(pncyHoOK 17.9).
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Pucynok 17.9 TecTtuposanue Post-Process Material c noMowpbto BkntoueHus ceorictsa Render
Custom Depth gna Static Mesh Actor gusaHa

Bam MoxeT noTpeboBaTbcA BKOUNTL 3TOT 3P PeKT B Bawumx Project Settings B pasnene
Rendering (pucyHok 17.10).

“Engine - Rendering

BT
b Mobile

b Materials

b Culling

b Textures

b Virtual Textures
b Reflections

b Forward Renderer
b Lighting

Engine lation

Auto)

Nﬂlﬂli

Pucynok 17.10 Biniouerne Custom Depth 6ydepa B auanorosom okHe Project Settings
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3aknouyeHme

HacTporika Balumx faHHbIX, NO3BONAOLAA B3aNMOENCTBOBATb C ITPOKOM, ABNAETCA BaXK-
HbIM NpoLeccom 1 obecneymBaeT emy WY el OTINYHDBIV OMbIT. YCTaHOBKa KONNU3UIA rapaH-
TpyeT, uTo Player MoXeT rynatb no Mmpy 6e3 cTpaxa ynacTb Uiu 3aCTPATb B reomeTpuy,
4TO MCMOPTUNO Obl 3aXBaTblBaOLLNIA OMbIT.

BkntoueHme Kypcopa Mbily OTKPbIBAET MHOXKECTBO BO3MOXXHOCTE B3aUMOAECTBIA
Player, Bkntouas paspaboTky untepoeiica 8 UMG 1 B3anmoaencTeme C BHyTPUMIpoOBbIMU
MeLlamMm € UCMONb30BaHKeM COObITUI BBOAA.

Tenepb Ball NPOEKT roToB, YTOObI HAYaTb MPOrPAMMUPOBATL UHTEPAKTUBHOCTb C MOMOLLbIO
Blueprints.



FMABA 18

BOJIEE C/TOXKHDbIE
BLUEPRITNS:
BAAMMOLOENCTBMUE
C UMG

Co3paHue nonb3oBaTeNbCKUX NUHTEPPENCoB — 3TO
BbI30B, C KOTOPbIM 60/bLWINHCTBY Npodeccno-
HaJIOB BU3Yyanun3auum, BepOATHO, He NPNXoaun-
NOCb CTaNKnBaTbCA paHbLue. be3 npaBunbHbIX
MHCTPYMEHTOB 3TO MOXKET CTaTb HENPOCTOMN
3apavent. UE4 npepcraBnaet UMG (Unreal Motion
Graphics), KOMNneKkcHoe peLleHne, KOTOpPoe MoXeT
6bITb NCNONb30BaHO ANA Pa3pPabOTKM NONHOLEH-
Hbix data-driven nHtep¢encoB nnm NpocTbix KHO-
NOK NMepeK/toYeHNsA N NOTOTUMNOB, KOTOPble HeO6-
XOAMMbBI ANA CO3AaHNA OTTOUYEHHOWN N NPOCTON

B UCNOJZIb30BaHNN I/IHTEpBKTI/IBHOI?I BU3yanunsayunmn.
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MepeknioueHne aaHHDbIX

CﬂeﬂleLLl,aﬂ YCTaHOBJI€HHAA LeNb 3TOro npoekKTa No3BONINT UTPOKY nepeKkntovYaTbCA Ha anb-
TepHaTI/IBHbIVI BapMaHT Ballero ypoBHA, COXPaHAA OQHO U TO XKe NOoJIOKeHWEe KaMmepbl. Ta-
KO€ KOHTEKCTHOE nepeknvyeHne — OogHO N3 CaMbiX MOLLHbIX NpenMyLecTB NHTEPakK-
TUBHOW BU3yanunsayun. ﬂpeAOCTaBneHme NTFPOKY BO3MOXXHOCTU CpaBHMBATb Pa3/inyHble
OaHHble COAHOro N TOro e Bunaa ABNAeTCA OT/INYHbIM cnocobom aHann3unpoBaTb anbTep-
HaTBbl N NO3BOJIAET €My BbI6VIpaTb, rae pasmecTuTb Kamepy, TeM CaMbiM CUJTbHO paclWlnpAnA
BO3MOXHOCTW.

UE4 copepuT cncTemy nop HassaHviem Level Streaming, npefHasHaueHHyo [ns 3arpysku
1 BbIFPY3KU LieNbIX YPOBHEN BO Bpems paboTbl. OHa pa3paboTaHa, uTo6bl MO3BONWTL UrpamM
MMeTb OYeHb 6osbLUME YPOBHMU, Pa3buTble Ha CEKLUM, KOTOPbIE 3arpy»KaloTCa 1 BbIFPY»KaloTCs,
Korfa urpok nepemeLllaeTca no HUM 6e3 3KpaHOB 3arpy3Ku, NMPepbIBatoLLVX X0 UTPbl.

B sTOM rnaBe Bbl 3yunTe, Kak NOIb30BaTbCA 3TOM CUCTEMOW ANA OfHOBPEMEHHOW 3arpys-
KW [1BYX BEPCUIA BaLleil KapTbl M CKPbITUA U OTOBPaXKeHWs NX CHayana C MOMOLLbIO MPOCTO-
ro nepeknioYeHna Knasuwamm Ana TecTupoBaHus, a 3atem nytem cosfganuna UMG Ul ana uc-
Nosib30BaHUA UTPOKaMU.

YT06bI CAenaThb 3TO, Bbl CHayasa AOKHbI pa3paboTaTb HOBbIN YPOBEHb, OCHOBaHHbI Ha Ba-
LUMX HOBBIX AlaHHbIX, BMecTe ¢ Lighting, Materials 1 Props. Bbl 6yaeTe ncnonb3oBatb yxe cy-

LLeCTBYIOLLMIA YPOBEHb Kak OCHOBY, MHOrOKPaTHO MCMONb3yA Balwn paboTbl U3 NpeabIayLLnx
rna., COXPaHAA MHOIO BPeMeHM, KOTOpOe TPATUTCA Ha pPa3paboTKy.

Mocne sToro Bbl co3gaanTe Ha ocHose UMG (Unreal Motion Graphics) nonb3oBatenbckuii
nHTepdeic, KOTOPbIN MO3BONUT UTPOKY NMPOCTO HaXKMMaTb KHOMKMW ANA MTHOBEHHOTO Ne-
peKnoYeHna Mexay pasnnyHbiM1 BapraHTamu. Bel nsyunte, kak cosgasatb UMG Widget
Blueprint n cBazbiBaTb ero ¢ Viewport 1 Kak OH NpYHUMAaeT Nosib30BaTeNbCKUI BBOJ 1 Bbl-
[aeT KOMaHfbl 4J19 U3MEHEHWA UTPOBOro Mupa.

Co3paHue Baprauum ypoBHeMu

KnueHT npefoctaBun Bam anbTepHATUBHYIO NAAHMPOBKY NPOCTPaHCTBa. B Hell mpucyTcTay-
eT NPeBOCXOAHbIN NOGT HaA cnanbHel (pucyHok 18.1).

DTO 3HAYUTENIbHOE U3MEHEHNE, KOTOpOE NOBNAET Ha BHELUHWI BUA, owyuieHne n oceelle-
He Ha YPOBHE, MO3TOMY Jlyylle BCero co3fatb COBEPLIEHHO HOBbIN YPOBEHDb, C COOCTBEH-
HbIMU OCBELEHNEM N reomeTpmePl.

K cuacTblo, BamM He HY>KHO 3TO AeNaTb C HyNiA, MOXHO UCMOJb30BaTb Y»Ke CyLeCTBYIOLW NI
YPOBEHb 1 NCMOMb30BaTh €ro 3a ocHoBy. CHavana 3arpysuTe ypoBeHb B peflakTop, ecnm
eLe He caenanu 3To. Bbl moxeTe 3arpy»atb ypoBHu, nepeinga B File > Open Level unu Hain-
a3 UMAP Asset B Content Browser n gBakbl HaXkaB Ha Hero.
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PucyHok 18.1 O6HoBneHHble faHHble B 3DS Max

Making a Copy with Save As

CospaiiTe Konuto ypoBHs, Bbibopas File > Save Current As, 11 3aTeM Ha30BUTE ero Kak-Hu-
6yab HarnAagHo, Hanprmep Example2_V2_MAP.

Tak Bbl NonyumTe ABa YPOBHsA B BaleM npoekTte: Example2_MAP 1 Example2_V2_MAP.

Ha naHHom 3Tane YPOBHN NOAEHTUYHbI, 3@ NCKJTIOYEHNEM Ha3BaHUA.

MMnopT HoBOWM apXxuTeKTypbI

MockonbKy Baly ypOBHM MMET MHOFO 00LLero, BK/touas pacrnosioXeHne onop, ocse-
LeHne 1 Apyrue 3eMeHTbl, BaM HY>KHO TONIbKO MOMEHATb apXUTEKTYPHble Mellun. Bbl
TaKXe MoXeTe Bbl6paTb A/151 3aMeHbl TOJIbKO MELUW, KOTOPble U3MEHSIOTCA, HO ANsA Npu-
Mepa JaBanTe co3faAnM MOMHOCTbIO YHUKaNbHbIA YPOBEHb C MOMHOCTBIO YHUKANbHOM
reomeTpuen.

Kak B rnaBe 12 «lpouecc paboTbl C AaHHbIMU», MPUrOTOBbTE Ball KOHTEHT B 3D-npunoxe-
Hun. NMpumennTte UVW mapping Ana NpoBepKM Ha Mioxyto reoMeTpurio 1 ynopagoybte Ball
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KOHTEHT, KaK Bbl fiefiann paHee. Bam cnepyet npuaymatb HOBbIN BapMaHT HAaMEHOBaHWNA
L4NA 3TUX MeLlel, YTobbl n36exaTb BO3MOXKHbIX KOHd)J'IVIKTOB.

Mocne noarotoBkM skcnopTupyiite B popmate FBX n nmnoptupynte B UE4.

Korga Bbl umnopTtupyete FBX-dainbl B UE4, Bam cnefilyeT nepeMecTuTb KOHTEHT B HOBYHO
nanky, OTAeNbHO OT NPeAbIAYLUNX aPXUTEKTYPHbIX MeLLeit; 3TO MO3BONUT NoaaepKnBaTb
[Ba Habopa AaHHbIX pa3aenbHo, n3beras KOHPIUKTOB aHHbIX.

Kak n paHblue, nmnoptupyiTte FBX-dainbl B Content Browser ncnonb3ys npeanokeHHble
napameTpbl ANiA CTaTUYECKMX APXUTEKTYPHbIX MeLLeli — OUYeHb BaXKHO y6eamnTbcs, uto Auto
Generate Collision yctaHoBneH Ha false, Generate Lightmap UVs yctaHoBneH Ha true,

n ana Transform Vertex to Absolute Takxxe cTouT true (pucyHok 12.5 B rnase 12).

Mocne nmnopta FBX-daiinos He 3abyabTe coxpaHuTb Static Mesh Assets, KoTopble Bbl TONb-
KO UTO CO3Janu, Npexje YeM ABUraTbCsA fasblue.

3aMeHa apXUTEKTYpPHbIX Mellen

B Bawem Hosom ypoBHe (Example2_V2_MAP) BbibepuTe Bce Architecture Static Mesh Actors
Ha cueHe. Haxxmute kHonky Del nnmn npaBoii KHONKOW MbILwK Ha akTopax 1 BbibepuTe Delete
ANA UX yaaneHus, octaBuB Tonbko Props, Lights n gpyrux Actors.

[lnA pacnonoXeHna HOBbIX apXUTEKTYPHbIX MeLlel nepeTalymTe nx Bo Viewport 1 3atem
nepeycraHoBuTe nx nosuymio Ha 0,0,0 c nomoubto cBolcTBa Location B nanenu Details. Te-
nepb Bbl 0OHOBUNIV apPXUTEKTYPY.

MNMoka Balum HegaBHO pacnonioXkeHHble Static Mesh Actors Bce elle BbiGOpaHbl, CaMoe Bpemst
Takxe cuctematumsmpoBsathb ux B nanky B World Outliner, uto6bl Bbl Mornu B 6yayLiem ner-
KO BblOpaTb UX.

HacTtpoiika Lightmap Density

Tenepb, KOrga Bbl 3aMEHWIIN CTEHBI, MOJIbI 1 MOTOJKY, OHW BEPHYNNCH K CBOEMY CTaHAAPTHO-
my Lightmap-pa3spelueHuito. Bbl 4OMKHbI MPOCMOTPETH U U3MEHWTb BO BHOBb Pa3MeLLeHHbIX
melwax cBoricTBo Overridden Light Map Res, ncnonb3sys Lightmap Density Optimization
View Mode.

Bbl fOMKHBI NOMbITaTbCA CAENaTh Tak, UTOObI BCE KaK MOXKHO Jlyylle COOTBETCTBOBAJIO MJIOT-
HOCTW, KOTOPYIO Bbl YCTAaHOBUSIN Ha NpeablayLen KapTe. [na rapaHTum, 4to 6mng ceeta co-
rnacyetca Mexxay ABYMsA YPOBHAMMU.
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NpuMmeHeHue maTepuanos

Bawwuy HeJaBHO MMMOPTMPOBAHHbIE MELLU, HECOMHEHHO, ByayT NGO IMLWEHbI MaTEPVAOB,
nn6o 6yayT NpYMEHEHbI IMNOPTMPOBAHHbIE MaTepuasbl Mo ymonyaHuio. [oTpaTtsTe Bpems,
uTO6bl NPUMEHNTL MaTepPKasbl Ha MEPBOM YPOBHE.

Bknrouenume Collision

MocnepHee, YTo Bam OCTanoch caenatb, — 370 ybeautbes, uto Bawa Collision yctaHoBne-
Ha npasunbHo. icnonb3yiTe Player Collision View Mode, utobbl onpeaennTb, ANa Kakmx me-
wen Hy>kHo BKntounTb Collision.

[exopauuun (onumoHanbHO)

Bocnonb3yiTech 3TO BO3MOXHOCTbIO, UTOObI BHECTY CTONIbKO U3MEHEHUI YPOBHS, CKOJIbKO
3axoTuTe, — nonpobyiTe pasnuuHble Lighting, Materials, Props, HazoBuTe ero. B 3Tom npu-
mepe Props, Lighting n Materials octanucb npeXxHUmm, N3MEHMBLUNCH TONbKO B apXUTEKTY-
pe. 3To NO3BONANT NFPOKaM CKOHLIEHTPUPOBATbCA Ha Pa3fINUnAX, He OTBJIEKAACh Ha Apyrune
N3MeHeHMA.

Bbunp ocBeweHmne

OcBelleHre XPaHUTCA OTAENbHO ANA KaXXAOoro ypoBHsA. Takum o06pa3om y BaC MOryT 6bITb
OVMHAKOBbIE aCCeTbI AN PAa3HbIX YPOBHEN C CUSIbHO Pa3NIMYaoLWUMICA HACTPOMKaMmM OCBe-
weHus n Lightmaps. 3To Nno3BonseT 3anekaTb OCBeLleHNe A KaXKAoro YPOBHs, MoKa 1C-
Nosb3yTCA OAUHAKOBbIE CCISIKU Ha acCeTbl.

PucyHok 18.2 loToBOe oCBeleHMe, NOCTPOEHHOE A1 HOBbIX AaHHbIX
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MpeunmyLlecTBo MCNoNb30BaHMA MeToAa Save As 1A cO3[aH/A HOBOTO YPOBHA COCTOUT

B TOM, UTO OH coxpaHseT Bce World Settings, koTopble Bbl NPYMeHUAN paHee, BKOYaA Ha-
cTpoiiku Lightmass. 3To AenaeT co3aaHue ocBeLeHNA AeiCTBUTENIbHO OYeHb MPOCTbIM; Bbl
NPOCTO JOMXKHbI MMETb BO3MOXKHOCTb ycTaHOBUTH Lighting Build Quality ana kakoro xoTtute
YPOBHSA U HaXkaTb KHoMKy Build.

Mocne co3paHmA ocBelLeHUA Y Bac [OMXKeH ObITb HOBbI BapMaHT BalLero ypoBHs C NOTPsA-
CaloLLMMU CBOZYATLIMU MOTOMKAMM 1 COOTBETCTBYIOLMMM M3MEHEHUAMU OCBELLeHUs (purcy-
HOK 18.2).

CoxpaHuTe ypoBeHb. KapTbl CBETa U TEHel AA ypOBHSA OyayT 3anvcaHbl (Unu, HauvHas
¢ Bepcum 4.15, B otaenbHbin dain Build Data psagom ¢ ypoBHeM, KOTOPbI BUAEH TONBKO
B Content Browser unu File Explorer).

Level Streaming

UE4 mo>KeT 3arpy»aTb 1 BbIrpy>KaTb Liefible YPOBHU Ha JieTy. ITo Ha3biBaeTcs Level
Streaming, v 3Ta cMCTEMA MOXET UCMONb30BaTbCA AJA NepemelleHns 60/blunx Habopos
C nomoLLbo KoMaHg Blueprint.

Cnocob6 pabotbl Level Streaming goBonbHO npocT. CHauana 3arpy»kaetca ypoBeHb, KOTO-
pbii Ha3biBaeTcA Persistent Level. 3ToT ypoBeHb YacTo o4eHb NPOCT 1AW Aaxke NoyTu nos-
HOCTbIO MYCTON.

CaMm 3TOT ypOoBEHb WU OOBEKT, UM aKTOP BHYTPU Hero (K npumepy, Blueprint unu Player
Controller), MoXeT 3arpy3nTb Apyroii ypoBEHb NN YPOBHU B USIN U3 HEro. Bbl Takxke moxe-
Te NnepeksoYaTb BUAVMOCTb 3arpyKEHHbIX YPOBHEN B peakTope 1 B NPOLeCcce NCMosHe-
HMA, o6ecneumnsan yaobHbIN cnocob GbiCTporo nepeknoyeHna Habopos AaHHbIX.

Ons HacTpoiku Bawero Level Streaming cHavyana co3paite Persistent Level, 3aTem fo6aBb-
Te BalUy iBe Bepcum B KauecTBe Streaming Levels c nomoupblo nHtepderica Levels (pucy-
HOK 18.3).

Co3paHue HOBOro ypoBHS

[laBaiiTe cHayana co3fjafMm HOBbIiA, MyCTOl YpOBeHb AnA Ballero Persistent Level. Mepei-
aute B File > New Level n Boi6epute Empty Level 13 goctynHbix BapraHTOB.

Korga BaLu HOBbIV, MyCTOW YPOBEHb OTKPOETCA, COXPaHUTE 1 Ha30BUTe ero (K NpuMepy,
Example2_Persistent_ MAP). 9Ta KapTa cofep»K1T TONIbKO HeKOTopbIn Ko Blueprint B Level
Blueprint ons ynpaBneHus nepeknoyeHus Bawux Streaming Levels.
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HDocTtyn k Levels Interface

Editor npepgocTaBnseT goctyn K cucteme Level Streaming uepes cnvcok Levels. Bol Moxe-
Te nonyunTb JOCTyn K Hemy, nepenga 8 Window > Level. 31o oTkpoeT okHo Levels (pucy-
HOK 18.3)

1'(' & Levels

’Levels v @

3 levels © View Options~

Pucyrok 18.3 OkHo Levels

Bbl yBMAMTE TEKYLW NI 3arpy>KeHHbIV YPOBEHb B CMICKe Kak Persistent Level.

Ho6aeneHue Streaming Levels

HaxxmuTte KHonky Levels B neBom BepxHeM yrny okHa Levels n Bbibeprte Add Existing
U3 pacKpbIBLLIErocA MeHH0. Bbibeprte ncxofHbiii yposeHb (Example2 _MAP), KOTOpbIii Bbl
caenanu (pUcyHok 18.4). Bbl Takxke MoxeTe co3aaTb HOBYIO, MYCTYI0 KapTy streaming unu
HOBYI0 KapTy C BblOpaHHbIMK Actors.

Kaprta 3arpysutcs B Viewport, 1 Bbl yBUAUTE ee B CNUCKe B OKHe Levels.
MpopenainTe 310 cHoBa ANA fobasneHuns Hoeol Bepcun (Example2 _V2_MAP) B okHo Levels.

Tenepb Bbl fOMKHbI YBUAETb 06a ypoBHA B OKHe Levels, kak 1 Bo Viewport.
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..Levels v B
Source Control

Default Streaming Method

Create New with Selected Actors.

Adds an existing level

3 levels © View Options~

PucyHok 18.4 [lo6aBneHue streaming Level c cywecTBytowelt kapton

7 Limpot ESaveAl €

PPMHighight

PucyHok 18.5 O6e Bepcuu ypoBHs 3arpyxeHsbl B okHo Levels

Bbl MOXeTe CKpbIBaTb 11 OTOOPaXKaTb YPOBHU C MOMOLLbIO 3HAUKA Fa3a /s KaXkaoro ypoB-
HA. Bbl Tak>Ke MOXeTe CoXpaHATb YPOBHM, OTKpPbIB Ux Level Blueprints n nepekntiouns
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6NOKMPOBKY peAaKTMpPOBaHWA ANA NPEAOTBPALLEHNA U3MEHeHWA. [laxke ecsin Ball NPOEKT
He ncnonb3yeT Level Streaming B npoLecce paboTbl, €ro NCNosib3oBaHMe MOXeT 6blTb XOPO-
LM Cnoco6om pasbmTb 60MbLLYIO CLIEHY Ha ManeHbKue dalsbl N Ana opraHv3auum Bce-
ro (pucyHok 18.5). O6patute BHMaHMe, 4To Ha pucyHKe Example2_MAP cKpbIT € TOMOLLbIO
3HauKa rnas3a, KoTopblii Tenepb OTOOPaXKAeTCA Kak 3aKpbiTas MKOHKa rasa.

MomHWTe, uTo NepeksoyaTeny 0630pa, yCTaHOBMIEHHbIE /1S KAXKA0r0 YPOBHA B OKHE
Levels, LocTynHbl TONbKO ANA pefakTopa 1 YTO BUANMOCTb YPOBHSA B npouecce paboTbl 06-
pabatbiBaeTcs ¢ nomoulbto Blueprint.

Tenepb BaM Hy>KHO COXpaHuTb Ball Persistent Level, Tak kak Bbl U3MeHUNN ero fjobaBneHun-
em Streaming Levels ¢ nomolybto uHtpeindeiica Levels.

MUcnonbsoBaHue Blueprints 1 nocToaHHO 3arpy)keHHble
YPOBHU

O6paTnTe BHUMaHVe Ha MaJIEHbKYIO CMHIOI0 TOUKY PALOM C BallMMU ABYMA HOBbIMW YPOB-
HAMY B OKHe Levels. 3To 3HaumnT, UTO YPOBHM 3arpy»atoTcsa ¢ nomolbio Blueprints v uto
OHWU He ByAyT 3arpy»aTbcA 1O TeX NOp, NMOKa Bbl He COOOLUTE M 06 3TOM C MOMOLLbIO
Blueprints. Bbl Tak»xe MOXeTe BbIrpy»kaTb, CKpblIBaTb 11 OTOGPAXKaTb 3T YPOBHU B NpoLecce
paboTbi".

Kpome Toro, MOXHO yCTaHOBUTb YpOBHY B cocTosiHMe Always Loaded. Kak cnepyeT v3 Ha-
3BaHMA, 3TV YPOBHU BCETAA 3arpy»KatoTcsA 1 He MOTYT BbITb CKPbITbI SN BbIFPY>KEHbI B NPO-
Lecce paboTbl.

YpoBHM, KOTOPble HEOBXOAMMO BCErAa 3arpyKaTb, MOXXHO YCTaHOBUTbL C MOMOLLbIO [BOVA-
HOrO HaXaTus Nno ypoBHIo B OkHe Levels, Bbibpas Change Streaming Method > Always
Loaded. 311 ypoBHM 6yayT 3arpy»KaTbCaA TaK, Kak ecnin bl OHM 6binn YacTbio Persistent
Level, korga urpa 3anyctunaco.

CoxpaHsaiTe Baw Streaming Method ansa ypoBHs Kak Blueprints, uTo6bl IMeTb BO3MOX-
HOCTb CKPbITb UJIM OTOO6PA3nTb UX BO BpeMs paboTbl ¢ nomolybto Blueprints.

OnpeaeneHue Player Start Actor

[Naxe HecmoTpA Ha Hannuue Player Start Actors Ha AByx Bawmx Streaming Levels, Hy>HO
onpegennTb ofHOro Ana Hosoro Persistent Level. iHorpa 310 Heckonbko cbusaeT ¢ Ton-
Ky, TaK Kak Bbl MOXeTe AcHO BuaeTb Player Start Actors n Bbi6paTb ux B Editor Viewport,

HO OHV He NOABATCA 3[jeCb NPY HavasbHOW 3arpy3Kke ypoBHA. IT0 CBA3aHO C TeMm, 4To Player
Controller cozgaeTca go Toro, Kak Streaming Level cmoxeT 3arpy3unTbcs.

7 Boirpy3ka 1 3arpyska Levels ynansert ux us namatit v MOXeT 3aHATb HEKOTOpPOe BpeMs B npoLecce
pabotbl. CkpbiTve nnm otobpaxkeHune coxpaHseT Level 3arpyeHHbIM, HO MPOCTO BKNtOYAET peHae-
puHr cofep>knmoro atoro Level. 1o nponcxoanT MrHoBeHHoO.
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Bbl MOXeTe nerko KonvpoBaTb 1 BCTaBAATb OAWH 3a ApyruM Bawux Player Start Actors

c ofHOro u3 Bawwx Streaming Levels B Persistent Level. BoibepuTe Player Start n3 Content
Browser nnu Viewport n 3atem nepeiigute B Edit > Copy nnu soibepute Edit > Copy

13 MEHI0, OTKPbIBAIOLLEroCs HaXaTrem npaBoii KHOMKM.

BcTaBKka TpebyeT HemMHOro 6osbLue BH/MaHUA. Koraa y Bac eCTb HECKOMbKO YPOBHeid, 3arpy-
XKEHHbIX B PeflakTop, BaM HY>XHO ONpeAenTb, Kakoi YypOBeHb ABAAETCA dKMUBHbIM, Npe-
Xnae yem cTaBuTb Player Start.

YT06bl 3TOT Player Start 6b1n1 pacnonoskeH B Persistent Level, HaxxmuTe gBakabl no Persistent
Level B okHe Levels, caenas ero akTMBHbIM. Bbl cMOXeTe y3HaTb akTUBHbBIV CIIOW, Tak Kak Ha-
3BaHMe CTaHET CUHUM.

BcrtaBbTe Player Start Actor B Persistent Level ncnonb3ys meHto Edit, MmeHio, Bbi3BaHHOe npa-
BOW KHOMKOW MbILW, nnu npocTo ncnonb3ya Crtl/Cmd-+V.

Bbl Takke MoxeTe pasmecTutb Player Start ucnonbsysa Class Browser, Kak Bbl enanv paHb-
L€, HO BaM BCE PABHO HYXHO YOeANTbCA, UTO aKTUBEH MPaBUSIbHbI YPOBEHD.

Tenepb y Bac ecTb Player Start, pa3melleHHbil B Bawem Persistent Level. OnHako ecnu Bbl
HakmeTe Play ceftuac, To Bbl MPOCTO 3arpy3mnTech B TEMHbIV MYCTON MUP. Bam HY»KHO Ha-
cTpouTb Level Blueprint ana 3arpysku streaming Levels.

HacTtpowka Level Blueprint

Tenepsb, korga Bawwm Streaming Levels HacTpoeHbl B peakTope, Bbl MOXXETe HanucaTb
Blueprint noruky ana ux nepeknioyeHus c nomolypto Level Blueprint.

OTkpbiTue Level Blueprint

Kaxxabin ypoBeHb cofieput cobcTBeHHbI Blueprint Event Graph, HasbiBaembliii Level
Blueprint. 31oT Blueprint sBnsieTca otnnuHbiM cnocobom caenatob Level-specific peicteus;
BeLLU, KoTopble 6yAyT MPOVCXOAUTL TONIbKO HA OAHOM YPOBHE, OCHOBAHHOM Ha 0COObIX aK-
TOpax UNn cobbITUAX 3TOTO YPOBHSA. B KauecTBe NprMepa MOXXHO NpuBeCcTY cpabaTbiBaHUe
OTKPbITUA ABEPU UTPOKOM USIN HACTPOIKY BOCMPOMN3BEAEHNA KOHKPETHOI My3blKU, KOrAa
YPOBEHb OTKPbIBAETCH.

Jlio6asA GyHKLMOHANbHOCTb, KOTopas AomKHa ObiTb 06LLe OT YPOBHA K YPOBHIO (Hanpumep,
ABWKeHVE NrpoKa) AomkHa o6pabaTbiBaTbcA 06bIuHbIM Blueprint Class, Tak Kak Bam He Hy -
HO fy6nvpoBaTh 1 NOAAEPXKMBATL STOT KO ANA Kax4oro cospaHHoro Level ™.

18 Bo BpeMs paboTbl BCe Balm YPOBHMW 3arpy>keHbl B @4UHbIN MUP, U BCE MOTYT MOAYYUTb 4OCTYnN
Ko BceMy ocTanbHoMy. OfHaKo B pefakTope akTopbl U YPOBHM MOTYT MOMYYUTb 4OCTYM TONBKO
K PYrM aKkTopaM Ha TOM XKe YpOBHe.
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Ona poctyna Kk Level Blueprint Bbl MoxeTe HaxaTb Ha 3Ha4uoK Gamepad B okHe Levels, cooT-
BETCTBYIOLLMIA YPOBEHb, KOTOPbIV XOTUTE peAakTUPOBaTh, UK HaxkaTb KHOMKY Blueprints
13 NaHenmn NHCTPYMeHTOB 1 BbibpaTb Open Level Blueprint (pucyHok 18.6).

Bbl Tak>ke MoxeTe nonyunTb JocTyn K Level Blueprints 3arpy»KeHHbIX ypOBHe 1 NONy4nThb
6bICTpbIN focTyn K Bawym Game Mode's Classes.

q.S5. 8. p.

ettings Blueprints  Cinematics Build Play

Blueprint Class
New Empty Blueprint Class.
Convert Selection to Blueprint Class.
1 Open Blueprint Class.

Level Blueprints

<« Open Level Blueprint

& Sub-Levels »

Iverride

GameMode: Not overriddel

PucyHok 18.6 OTkpbiTue Persistent Level Blueprint

3aMeTKa

Streaming Levels moryT cogep»kaTtb co6cTBeHHble Level Blueprints. Tak kak Level
Blueprint mokeT ToNbKO ccbiaTbca Ha Actors, KOTopble HAXOAATCS Ha CBOEM
YPOBHe.

Level Blueprint oTkpbiBaeTca B okHe Blueprint Editor (pucyHok 18.7). 9TOT pegakTop HEMHO-
ro otnnyaetcsa oT Blueprint Editors, KoTopblii Bbl ucnonb3oBanu Jo cux nop. B Hem oTcyT-
cTBYtOT BKnagku Viewport, Components n Construction Script. Level Blueprints conepxut
Tonbko Event Graph, noTomMy UTO OHM HE MOTYT UMETb KOMMOHEHTbI U He CObMpatoTCs, Kak
Knaccol Actor.
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> [EIEx

T ail
F ) N EETT =) =] o -
Py

4 Actor Tick

ok B

. ; - 4Repliation
Variables Right-Click to Create New Nodes.
e

-

b Cooking

PucyHok 18.7 Level Blueprint, otkpbiTeii B Blueprint Editor

NUcnonbsosaHue Events

Event aBnseTcA cneuranbHbIM y3/10M, KOTOPbIN BbI3bIBAETCA U3 KOLA MIPOBOro NpoLecca.
Mpw BbI30Be OH 3anycKaeT rpad y3na, CoeANHEHHDBIN C HAM BbIXOAHbIM KOHTAKTOM BbIMOSI-
HeHuA (benas cTpenka). 3T cobbITUA MOTYT BbI3bIBaTbCA B OTBET Ha Pa3/INYHble COObITUA
UrPOBOrO MPOLIeCCa, TaKME KaK Hauyasio Urpbl, nepesanyck yPOoBHS MW €C/ UTPOK Haxan
Ha onpepeneHHyo KnaBuLuy.

UE4 copepnT MHOXeCTBO npefonpeesieHHbIX y3/10B cobbITuil. [Ba Hanbonee pacnpocTtpa-
HeHHbIX N306parkeHbl Ha pucyHKe 18.7 Boiwe: BeginPlay n Tick. Tak>ke nomHuUTE, UTO paHee
Bbl Mcnonb3oBanu InputAxis Events ana HacTporiku BBoaa Bawwero Player Controller.

BeginPlay
BeginPlay Event Bbi3biBaeTCA aBTOMATNUYECKM UTPOIi OfMH pas, Korga ypoBeEHb BrepBble 3a-
rpy3nnca, nocne 3arpyskm n MHMunanmnsaynm BCeX akTopos N MUPOBbIX 006BbEKTOB.

3pecb Bbl yCTaHaBNMBaeTe Ball HavanbHbIN Kog Level Streaming. Kak y»ke ynommnHanocs,
Baw Persistent Level nycTt n gonkeH cogepaTbca B Levels streamed.

Ona storo ucnonb3ynte dyHkuuio Load Stream Level. Bbl MoXeTe yBrAeTb Ha pUCyH-
Ke 18.8, UTO A pacnonoXxwmn ABa 3TuX y3na. Kak 1 B 60/IbLIMHCTBE Y3/10B, HAXXMUTE NPaBoW
KHoMKoM mbiwn B Event Graph v HaiauTe y3en Load Stream Level.
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<© Event BeginPlay | Load Stream Level e J Load Stream Level °

» —» Completed B =——— B Completed [

Level Name Level Name

Make Visible After Load

Should Block on Load [ Should Block on Load (J

PucyHok 18.8 VYznbi Load Stream Level, coeanHenHbie ¢ yanom BeginPlay Event

Mocne pa3melueHnAa 060UX y3710B BaM HY>KHO 3aMOSIHUTb HACTPOWKMN ANA KaXA0ro 13 HUX,
yTOObI OHU COOTBETCTBOBANM PUCYHKY 18.8. Example2_MAP 3arpy:xaeTcs nepBbIM, UCMOSIb-
3ys y3en Load Stream Level ¢ Should Block on Load 1 Make Visible After Load, yctaHos-
neHHbIM Ha True. 3aTem 3arpy»kaetca Example2_V2_MAP, HO n3HauyanbHO € MOMOLLbio napa-
meTpa Make Visible After Load, yctaHoBneHHoro Ha False.

Bbl 4OMXKHbI yCTaHOBUTL 514 cBONCTBa Name TOYHO TaKoe e UMSA, KaK 1 N1 YPOBHA B OKHe
Levels. Takxe ypoBeHb y>ke fomKeH 6bITb 3arpy»eH Kak Streaming Level B okHe Levels gna
AOCTYyMa K NoToKkoBol nepepfaye Blueprints.

Should Block on Load BbiHy»xaaeT UE4 oxunpaTh 3arpy3Kku nepBoro ypoBHs, Mpexae Yem
NPOAOMKNTL BbINOMHEHME No6Oro NrpoBoro Koga (31o n ectb block — oH 6noknpyeT npo-
JoxKeHne nrpbl). bBnokmpoBka npefoTBpallaeT nageHue Bawero obbekTa Pawn B nycTon
Persistent Level go 3arpysku Streaming Level 1 cBfi3aHHOI C HUM KONIM3KW.

3aMeTKa

3arpyska HeckonbKux streaming Levels ogHOBpeMeHHO MOXET NoTpeboBaTb OYEHb
MHOro namATu. Ecnv 'y Bac BO3HMKaIOT COOM U CHUXKAETCA NPOU3BOANUTENIbHOCTb,
nonpobyiiTe yMeHbLUNTb HAarpy3Ky Ha NamATb, ocobeHHo Ha VRAM Balueli BUgeo-
KapTbl. HauHuTe ¢ ymeHblueHus pa3pelueHus Reflection Capture Actors n/vnn
yMeHbLUMTe pa3pelleHue Lightmaps.

Latent-$yHKkunu

O6paTnTe BHMMaHMe Ha 3Ha4yoK Clock Ha pyHKUMuAx Load Stream Level. 1o ykasbiBaeT

Ha To, uTo y3en aBnseTcA Latent-dyHkuren. Latent-dyHKUMM TpebytoT BpeMeHM Ans BbiNos-
HeHUsA 1 NpoAoKatoT paboumnin npouecc no rpady cobbiTnin (Event Graph), Tonbko korga nx
3a/laya BbIMOJIHEHA.

3arpyska ypoBHei MOXKeT 3aHATb HECKOJIbKO CeKyHA. bonbluvie ypoBHY 1 MeANieHHble
KeCTKMe JUCKM MOTYT YBENIMUNTL 3TO BpemsA. BoT mouemy mbl pelunnm 3arpy»atb Ux
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OHOBPEMEHHO Npun HavanbHOM 3arpyske Persistent Level n nepeknyaTtb X BUANMOCTb.
COXpaHﬂﬂ YPOBHM B NAMATU 1 NPOCTO MEHAA NX BUANMOCTb, Mbl MOXXeM nsbexaTb 3apgep-
XKeK 1 nepeknyaTtbCcAa NOYTU MTHOBEHHO.

Bpemsa TecTos

Ecnu HaxaTb Play celtuac, Bale npunokeHune AOMKHO 3arpy»atb KapTy TaK »Ke, Kak U paHb-
we. OfHaKo 3TO, BO3MOXKHO, 3aHANI0 HEMHOTO 60MbLUE BPEMEHU MO CPABHEHNIO C TECTUPO-
BaHuem c PIE go 3Toro.

3T0 NOTOMY, UTO Bbl XXAETE, NMOKa 3arpy3aTca ypoBHW; Aaxe KapTa V2, KoTopas eLye He oTo-
OparkaeTcs, TpebyeT BpeMeHU AN 3arpy3Ku.

Mocne 3arpy3ku ypoBHeil Bbl CMOXKeTe nepemMeLiaTbCs B MPOCTPAHCTBE, Kak 3T0 6blio
B MpefblayLwux rnaBax, Ho Ha 3ToT pa3 — C nomolybio Level Streaming.

HacTpowka Level Blueprint

Tenepb, Korga y Bac eCTb 3arpy»KeHHble KapTbl, AaBaliTe 3aCTaBMM UX NEPEKIIIOYaTbCA. ITO
MoyyYnTCA BCEro C HeCKONbKUMY y3niamu B Bawiem Level Blueprint. Bbl Takxe yBUAnUTE, Kak
co3AaBaTb NPOCTble COYETaHNA KNaBULL ANA TeCTUPOBaHWA NepeKioUYeHna YPOoBHSA, Npe-
XAe yem nNpucTynuTb K pazpabotke UMG-uHTepdeiica.

CospaHue Custom Events

Bbl MoxeTe co3aaTb co6cTBeHHbIN y3en Custom Event, KoTopbiil MOXHO Bbl3BaTb B /10601
MOMeHT B Blueprint 13 gpyroro Blueprint B Bawem mupe, Tem cambiM NpefoCTaBnsAs Bo3-
MOXHOCTb AN opraHusauun Event Graphs v nossonss Blueprints B3aumogeiicTBoBaThb Apyr

C Apyrom.

Bam TpebyeTca Heckonbko Custom Events, koTopble MOryT nepekstoyatb BUAUMOCTb YPOB-
Hell. Bbl 6ygeTe MCMoNb30BaTh 3TV COOLITUA ANA TECTUPOBAHNA NEPEKIIOYEHNA YPOBHEN
1 3aTem ncnonb3yeTe TOT Xe Events no3xe, korga paspabotaete UMG-unHTepdeic.

[lBOHbIM HaxaTnem no 3agHemy nnaHy Event Graph co3paiite B Persistent Level Blueprint
y3en Custom Event n Bbi6eprte Add Custom Event 113 KOHTEKCTHOrO MeHIo (prcyHOK 18.9).

Korga Bbl co3gaete Event, npncBoiiTe emy yHrKanibHOe UMA 1 HaxmuTe Enter gns
MOATBEPKAEHNSA.
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All Actions for this Blueprint Context Sensitive »

€ Add Steam VRTracking References

O Add DatasmithLayer
O Add DatasmithSelector
4Game
f suggestProjectileVelocity GUStom Arc
4Utilities
4Casting
»+ Cast To GUstomMeshComponent
» Cast To CustomMeshComponent Class
» Cast To MaterialExpressionBentNormalCGustomoutput
»+ Cast To MaterialExpressionBentNormalGustomoutput Cli
»» Cast To MaterialExpressionClearCoatNormalCGustomout;
» Cast To MaterialE> onClearCoatNormalCUstomouty
»» Cast To MaterialExpressionCustom
» Cast To MaterialExpressionCustom Class

Pucynok 18.9 [o6asneHue Custom Event gns Level Blueprint

Bam TpebyeTca Tpu cobbiTA ANA paboTbl CUCTEMbI NepeKNoYeHNA, NO3TOMY pa3mecTuTe
Tpu y3na Custom Event, Ha3BaB nepsbiit ShowVersionT, BTopoit ShowVersion2 v Tpetnin —
ToggleVersions. Baw Event Graph gonkeH BbirnageTb Tak, Kak NokasaHo Ha pucyHke 18.10.

‘& ShowVersion1

& ShowVersion2

© ToggleVersions

Ist

D

Pucyrok 18.10 Tpu yzna Custom Event, no6aeneHHbie B Event Graph
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HacTponika Show Versions Events

OyHkumm Show Version 1 1 Show Version 2 npocTo ycTaHaBnvBaT BUAMMOCTb A5
Streaming Levels, no3Bonsas nepekoyaTbCs MeXAY HAMU.

HactponTe Event Graph, kak nokasaHo Ha pucyHke 18.11.

& ShowVersion1

SET
=
Should be Visible [ Should be Visible (J
J Get Streaming Level Target QN 111 Target
J Get Streaming Level

Package Name Return Value
Package Name Return Value
Exampl

& ShowVersion2

Should be Visible 8

SET

Target Target
"J Get Streaming Level
Return Value
Return Value

Pucynok 18.11 ShowVersion1 n ShowVersion2 custom Events v nx rpadbi BbinonHeHus

3Tu [iBa NOUTM 3epKanbHbIX N306pakeHNA rpadpoB BbIMOTHEHNA CKPbIBAIOT OAVH YPOBEHb,
noka nokasbiatot gpyroit. OyHkuma Get Streaming Level Bo3BpaliaeT ccbiiky Ha ypo-
BEeHb, onpefeneHHbl B cBocTBe Package Name. Bbl AOMKHbBI BPYUHYIO BBECTM 3TO MM,

1 OHO [OM)KHO B TOYHOCTU COBMaAaThb co Streaming Levels.

Ona poctyna k ceoiicTBy Set Should be Visible ana yposHa npotaHuTe coegnHeHne u3 cu-
Hero KoHTakTa Return Value y3na ¢yHKkuun Get Streaming Level B Event Graph n otnyctute
ANA [OCTYNa KOHTEKCTHOMY MeHio ansa Streaming Levels, 3atem HaliguTe Set Visible.

HacTpoliiTe Bal nepsbiii He CKPbITbIN YPOBEHb Tak, YTOObI CKpbIBaTb Apyrue. Bol ysnaute,
4TO Ha3BaHMe ypoBHA 06bABNeHo B Package Name y3na Get Streaming Level.

Toggle Versions Event

Toggle Versions Event nepeksioyaet mexxay ABYMs BapraHTamMu NpU Ka>kaoM Bbi3oBe (prcy-
HokK 18.12). Y3en Flip Flop cneunanbHo pa3paboTaH AJis 3Toro, a elle OH CMELHO YATaeTCsA.

Mpw nepsom Bbi3oBe Flip Flop oH Bbi3oBeT TonbKo BbiBOA A. B cnepyioLmin pas oH BbizoBeT
TONIbKO BbIXOA B, 3aTem A 1 Tak fanee, yepeayacb mexay BbisoBamu AByx Custom Events,
KOTOpble Bbl CO3[ann paHee.

[lna cosgaHua BbizoBa Custom Event HaxkmuTe npaBoit KHonkow Mbiwwn B Event Graph v Halign-
Te 1Ms, KoTopoe fanu Bawwemy Custom Event, korga cozganu ero. Ytobbl ybeanTbea, UTo Ball
Custom Events HaxoanTca B CN1CKe, Bbl JOMKHbI CKOMMUMPOBATb 1 COXpaHuTb Blueprint.
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P—
[V Flip Flop

»P— > AP — B
B P Target [ self
IsA

& Show Version 1

PucyHok 18.12 ToggleVersions u ysen Flip Flop ans nepexniouerus mexxay asyms Custom Events

Bpemsa TecTos

Tenepb, korga Bbl BCE HACTPOWN, NMOTPATbTE BPEMSA Ha TECTUPOBAHNE, NMPEXAe YeM NPUCTY-
natb K UMG-uHTepdeiicy. Kak Bbl MOXeTe NpoBepurTb CBOK paboTy ceityac 6e3 UMG-nHTep-
denca? MNpouwe Bcero — cosgante coyeTaHue knasuw B Level Blueprint.

Co3paHue wopTKaToB

Level Blueprints ymeeT nepexBaTbiBaTb BXOAHbIe COObITMA OT UTPOKa TakK »e, Kak Player
Controller. Bbl MoxeTe Mcnonb3oBaTb 3TO, YTOObI IErKO HACTPOUTL COYETaHNA KNaBuLL AA
BbI3oBa Toggle Versions Event.

B BbI3BaHHOM HakaTneM MPaBoON KHOMKM MblLIY KOHTEKCTHOM MeHI0 HanauTe Input L (pucy-
HokK 18.13) n BbibepuTe L 13 cncka Keyboard Events.

All Actions for this Blueprint Context Sensitive »

f setTracking Origin

f setWorld to Meters Scale
4Keyboard Events

3 Backslash

3% Caps Lock

& colon

Dollar
[ES
Exclamation

=
Events for when the L key is pressed or released.
3 Leftal

3 LeftBracket

& Leftemd

& Leftctrl

3 Left Parantheses

Pucynok 18.13 Cospanue Input Event ans knasuwm L
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3atem npocTto coeamHuTe Bbi3oB ToggleVersions Event ¢ KoHTakTOM BbinosniHeHNA Pressed
B L Keyboard Input Event, kak nokaszaHo Ha pucyHke 18.14.

2 Persist

& Toggle Versions

Pressed p =——— P

Released D Target

Key

PucyHok 18.14 A6cypaHO CNodXHbIN KOA CoueTaHUs KNaBuLL

KOMFIVIHS!LI,VIS! n coxpaHeHue

Tenepb Bbl fOMKHBI cCKomnunrpoBaThb Level Blueprint, ybeanBLunch, UTo B HEM HET OLLINOOK
UM NpeaynpeXXaeHunia, 3atem coxpaHuTte Persistent Level ans coxpaHeHus koaa, KOTOPbIN
Hanmcanu.

Haxxatue Play

Tenepb, Kora Bbl Ha>KnmaeTte Play, BaM JOMKHO OblTb AOCTYNMHO HaKaTne KHOMKN L Ha Kkna-
BraType, N Ball ypoOBeHb HEMEANEHHO NePEKNUYNTCA MeXay ABYMA BEPCUAMMN.

Bbl 3ameTuTe, Kakoe CylweCTBEHHOE N3MeHeHe BHOCAT [ONONMHNTENIbHbIE OKHa ANA BCemn
CLEHDbI, AaXe B Kopnaopax, faneko OT OCHOBHbIX n3meHeHnn. Takan LIpe?:BbNal;lHO MOLLHaA
BO3MOXHOCTb nepeknyeHna onuui B KOHTEHTE, KaK 3Ta, fAaeT NrpoKy NNYHBIV onbIT. HeT
OBYX UTPOKOB, KOTOpble 6y,£lyT BMAETb O4HO M TO »Ke MeCTO U NnepeKn4vaTbCA B pa3Hble me-
CTa OAHOBPEMEHHO.

OpHaKo He »KAUTe, UTO BCE 3HAIOT, YTO HYXKHO HaxaTb L, 4ToObl 3TV M3MEeHeHMA NPOV3OLLN.
Bam Hy>kHO NpefoCTaBUTb MNONIb30BaTENIbCKMI MHTEPENC ANA UTPOKA, KOTOPbIN AacT eMy
NMOHATHbIe onumu. [1na 3Toro nprMmeHnTe BCTpoeHHyto B Unreal cuctemy nonb3oBaTenibCcKo-
ro nitepdenca UMG.

Unreal Motion Graphics (UMG)

Unreal Motion Graphics Ul Designer (UMG) aBnaetca nHCTpymeHTOM Budyanusauum Ul, Ko-
TOPbI Bbl MOXKETe UCMONb30BaTb ANA CO34aHNA UTPOBbIX SNEMEHTOB, HAMPUMEP MEHIO, Ha-
3BaHUN 1 KHonok. UMG annapaTHO-YCKOPEHHbIV, COBPEMEHHbIV 1 He 3aBUCALLMIA OT Nnat-
$OpPMbI, UTO O3HAYAET, UTO OH PAbOTAET OLICTPO, OTANYHO BbIFAAUT Y MOXKET ObITb NPUMEHEH
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Ha no6on nnatdopme, nogaepmpatowien UE4. Bol MoxeTe co3faTb OAUH UHTepdeic ana
MCMoNb30BaHUA Ha Yem yrofiHo, oT PC n Mac o Nintendo Switch v Bcem, 4to mexxay HUMK.

MUcnonbsoeanue Widgets

UMG nonaraetca Ha BuaxeTbl (Widgets), roToBble an1eMeHTbl, KOTOpble Bbl MOXeTe UCMOob-
30BaTb AJ1A CO3[aHusA Bawero uHtepoeiica. NpegonpeneneHHble BUAXKETbI AOCTYMHbI A5
6onblUMHCTBA 3nemeHToB Ul, BKNtouas KHOMKY, MON3YHKY, BbiNafatoLme CNCKM U TEKCTO-
Bble METKM, @ TaKXKe BUIKeTbl, MTOMOraoLme opraH1n3oBaTb 1 YNOpALoUnTb Apyrme BUaXKe-
Tbl B UL

B v

iz Place Actors i

NV " S
Search Classes o) ] aN

stor

-

Save Current  Source Control Modes Content Marketplace

® Add Feature or Content Pack
older raract
40 New Folder
pCiass wn
New C++ Class.

% Blueprint Class

L4
2 Level

Material

'-‘ Particle System

Animation
Artificial Intelligence
Blendables
Blueprints
Editor Utilities
Foliage
FX
Materials & Textures
Media
[EE ERETS
Paper2D
Physics
Sounds
x
Z! Font

AddNew'~ X Import [- » Content » Example2 » Ul

PER Search Paths Q Slate Brush

Cinematics \ /s Slate Widget Style

Example2
> @ Maps get Blueprint

D i Meshes B . : : 7 =
B Textures The widget blueprint enables extending UUserwidget the user extensible UWidget.
hold (Ctrl + Alt) for more

Prop:
. TrueSky
4 @ TS_PostProcess
I PostProcess Drop files here or right click to cr
B UE4Viz

Pucynok 18.15 Coszpnarne Widget Blueprint
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Bupxetbl cobpaHbl B Widget Blueprint, cneunansHom Blueprint Class ¢ HacTpanBaembiM
Editor.

Bbl co3pagute Widget Blueprints, kak 1 6onblumnHcteo UE4 Classes, B Content Browser.

B meHto Add New nepeiigute B User Interface > Widget Blueprint (pucyHok 18.15). Hazo-
BuTe Baw HoBbi Widget Ul_Example2_HUD. HUD o3HauaeT Heads up Display n o6bl4HO

Ha3blBaeTCA MHTEPENCcoM, KOTOPbI BCeraa nokasbiBaeTcs BO BPeMs Urpbl. Jpyrumm pac-
NpocTpaHeHHbIMY NpuMepamu Ul MOryT GbITb rIaBHOE MEHIO Ui MEHIO May3bl.

Tenepb HaxkmuTe ABa)<Abl No HeflaBHo co3aaHHomMy Widget Blueprint, 4Tobbl OTKpbITb €ro
ANA pefakTupoBaHua (pUcyHok 18.16).

B o debug object select

No Animation Selected

Pucynok 18.16 OxHo Widget Blueprint Editor

DTOT pefakTop COCTOUT M3 ABYX OCHOBHbIX pa3aenos: Bknagku Designer, koTopas no3sonsa-
eT BaM BU3yasibHO HacTpanBaTb anemeHTbl Ul, 1 BKnagku Graph, roe Bbl MoxeTe 06aBUTb
byHKUMOHanbHOCTb AnA Bawmx Uls. B npaBom BepxHeM yrny Bbl MOXeTe YBUAETb BKNaj-

kun Designer 1 Graph. Haxxmute Ha HMX, UTOObI NEPEKNIOUNTLCA MEXAY ABYMA PeXnmamm
nHtepodelica. B ueHTpe Stage, a cnesa Palette co Bcemyn Bugxetamu, 4OCTYNHbIMY CO34a-
Hua Bawero Ul. Huxe HaxoanTca Hierarchy, kotopas nokasbiBaeT pacrnonoxeHue Widgets
BO BJIOKEHHOM cnvicke. BHn3y HaxoanTca Animation List n Timeline. Bbl moxeTe ncnonb-
30BaTb UX /151 Pa3paboTKU KoYeBo aHnMaumm ans Bawmx snemeHToB Ul. HakoHel, cnpa-
Ba Haxoautca Details Panel. Kak 1 Bce octanbHble naHenu Details B UE4, oHa KOHTEKCTHas
1 oTobpakaeT AeTanu BbIGPAHHOIO B JAaHHbIN MOMEHT BUAXKETA.
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Horizontal Box

Ona atoro Ul Bam Hy>KHbl [1BE KHOMKY, MO3BONSIOLLMNE NEPEKITIOYATLCS MEXAY BaLUVMU Ba-
puaHTamu. Bbl HaBepPHSKa XOTUTE, UTOObI KHOMKM OblIM aKKYPaTHO PACronoXeHbl BAOMb
HXKHEeW YacTy 3KpaHa C paBHOMEPHbIMU MHTEPBaJlaMK, YTOObl BCe CMOTPENOCh YMCTO

1 npodeccmoHanbHo.

UE4 noctaBnAeTca C BUAXKETOM, KOTOpbI momoraeT ¢ 3Tim: Horizontal Box Widget. OH mo-
XKeT coflepaTb HECKOJIbKO JOUEPHUX BUXKETOB, BIOXKEHHbIX B HEr0, PaBHOMEPHO pacrpe-
Aenas KaXkablil O roOpnU30oHTanu.

Hangute Horizontal Box Widget, ykasaHHbiii B okHe Palette, noa rpynnoi Panel. Mepeta-
wmTe ero B Stage. Bugxet noasumtca B Stage n B cnucke Hierarchy.

Baw BuaeT, BepoATHO, He nonan B AeliCTBUTENbHO NPaBUIbHOE MECTO, Takum 06pasom,
BaM HY>XHO NepeiBYHYTb €ro B H/XHIOK YacTb 3KpaHa, KyAa Bbl XOTUTE. Bbl MOXeTe NpocTo
nepeTawuTb €ro, HO 3TO He NyyLas NpakTrKa.

UMG nogpep»rBaeT Npou3BosibHOEe pa3peLleHrie U MacliTabrupoBaHue, MO3TOMY OH MOXET
ObITb NCMONb30BaH Ha JOCTAaTOYHO 6OMbLIOM KONIMYECTBE YCTPOMCTB C NII0ObIMU SKpaHaMU.

3) Details

HorizontalBox_79 @ s Variable O
Search Details jeo) E o~

4 Slot (Canvas Panel Slot)

D Anchors Anchors v

Position X )
Position Y
Size X
Size Y
D Alignment

Size To Content

ZOrder G
4 Behavllor B [—:l =
Tool Tip Text
Is Enabled ¢
Visibility ¢ I I I
¢

Render Opacity

Hold shift to update the alignment to match.
Hold Ctrl to update the position to match.

Accessibility

Override Accessible Default [l

Pucynok 18.17 Hactpowku Widget Anchor
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OpfHMM 13 cnocoboB, NpumeHaeMbix 4nA pabotsl UMG, saBnaeTca ncnonb3osaHune Anchors
ana Widgets. Anchor rapaHTtupyer, uto Widget Bcerga nprBa3aH K OTHOCUTENbHOW YacTh
3KpaHa: CTOPOHe, Yy Un LeHTPY.

B faHHOM Cnyyae NPUKPENUTE €ro K HUXKHEMY LIEHTPY, HaXkaB Ha PacKpblBalOLLUIACA CNCOK
Anchors B naHenu Details (pucyHok 18.17).

Korgna Bbl cienaeTe 370, TO He yBUAMTE 6ONbLINX M3MEHeHU B Viewport, noTomy uTo
UE4 nbiTaeTca perynmpoBaTb BCe CBOWMCTBA Pacnono)eHns Tak, utobol Widget octasan-
CA B TOM e MecTe. Bbl MOXKeTe M3MeHUTb 3TK CBONCTBA, 4TobbI nonyunTb Horizontal Box
Widget Tam, rae xoTuTe, M TaKOro pasmepa, KOTopblii XoTuTe (PMCYHOK 18.18).

3 Details

HorizontalBox_79 @ 1s Variable  C
Search Details Je)

4 Slot (Canvas Panel Slot)

u

D Anchors

Position X
Position Y

Size X

g g u

Size Y

D Alignment

[ >
(=]
o

Size To Content

ZOrder

4 Behavior

Tool Tip Text

Is Enabled

Visibility U8l Not Hit-Testable (Self Only) .

Render Opacity

4 |
4

4 Accessibility

Pucynok 18.18 Hactpoiika ceoiicts Slot ans Horizontal Box Widget'’s

1. YctaHosuTe Position X Ha O 1 Position Y Ha -10. 1o ueHTp Widget, Ho caBMHYTbIi
Ha 10 NnKcenem OT HUXKHEN YacTh dKpaHa.

2. YctaHoBute Size X Ha 500 1 Size Y Ha 50 gna onpegenexHns pasmepa nosns.

3. YcraHosuTe Alignment. 3To B 0OCHOBHOM TOYKa ONopbl cMeleHuaA. Eciv Bbl ycTaHOBU-
Te ee Ha 0,0, Widget GypeT nepemelleH K BepxHemy neBomy yriy, a npu 1,1 6yget nepe-
MeLLEH K HMXXHeMy npaBomy yrny. Alignment yctaHoBneHHbI Ha 0,5; 1,0 nepemectut
onopHyto Touky Widget K LeHTpY HK3a.

Tenepb y Bac fOMKHO ObITb NOJIE, FOTOBOE K OPraHM3aLm HEKOTOPOro KOHTEHTa, Tak UTo
faBanTe AagMm emy HEMHOro KOoHTeHTal
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KHonku

MpocTo nepeTtawuTe aBa Button Widgets n3 Palette B Horizontal Box Widget. Bbl moxeTe
caenatb 310 Nn60o B Stage, 160 B okHe Hierarchy (prcyHok 18.19). MNepeTackrBaHvie B OKHO
Hierarchy moxeT oueHb nomoub, Korga Bawu Ul Widget cTaHOBATCA CIOXKHbIMUA.

& Timeine

No Animation Selected

Pucynok 18.19 Knonku B Horizontal Box Widget Bbirnaaat HengeanbHo

Bam HY>KHO HEMHOTO CTUAM30BaTb U HACTPOUTb KHOMKM, YTOObI OHV BbIFNAAENV 1 Benu cebs
NpaBUIIbHO.

BblbrpaiiTe KHOMKM OAHY 3a APYroi 1 HAaCTPONTe KX cnepytoLwmnm obpasom (prcyHok 18.20).

1. TnaBHOe — Bbl JOJIXKHbI JaTb KaXKAOW Ballel KHOMKe yHMKanbHoe Ha3BaHwue. Ecnn Bbl
3TOro He cAenaeTe, nonbiTka nonyunTtb goctyn K Widgets u3 Blueprints moxeT cTaTb
npobnemoi.

2. YctaHosuTte gna Padding 10 nvikcenen cnesa v cnpasa. Bam, BO3MoXHO, noTpebyeTcsa
pa3BepHyTb napameTp Padding, HaxkaB No cTpenke pAAOM C HAM, YTO6bl OTO6Pa3UTbL
OTAeNbHble NapamMeTpbl.

3. YcrtaHosuTe Size gns Fill B 3HaueHue 1,0. 3To 3aCTaBWT KHOMKM 3anofHATL Nt06Yt0 A0-
CTYMHYIO NNIOLWaAb, @ He NbITaTbcA ObITb Kak MOXHO MeHblLue (Auto).
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B No debug object selected ~-
Debu

o Eo-

U1 Example2 HUD]

Button_1
-

No Animation Selected

Pucynok 18.20 HacTpoiika ceoicTe Slot gna Button Widget's

MeTkun

Bam Hy>kHbl HekoTopble MeTKM (Labels) gna Bawwnx kHonok. K cuacTbio, Button Widget Class
MOeT MMeTb OANH JouepHuin kKnacc — Text Widget, KoTopblii aeanbHO NOAXOAUT ANA UC-
Nosib30BaHUA B KAUECTBE METKU.

B No debug object selected ~-
Debu

[+ ]
Ho-

No Animation Selected

Pucynok 18.21 [lo6asneHue Labels
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Hanpute Text Widget B Palette n nepeTawymte ero B Kaxayto 13 Balunx KHOMOK. YCTaHOBUTe
B Label cBorictBo Text ana uteHus Version 1 v Version 2. Bbl Tak»Ke, BO3MOKHO, 3aX0TUTE A0-
6aBVTb HeHONbLLYIO TEeHb ANA TEKCTa, YTOObI cienaTb ero 6onee pa3bopumsbIM (PUCYHOK 18.21).

Camoe Bpems COXpaHUTb Bally paboTy, eCv Bbl elle He 3Toro caenanu. Baw nHtepdeiic ro-
TOB, 1 BaM He Haflo A06aBNATb Kako-NMbo Kop HemocpeCcTBEHHO B rpade atoro Widget
Blueprint, Tak Kak Bbl 6ygeTe o6pabatbiBaTh Bce 310 B Level Blueprint.

BepHeMcs k Level Blueprint

Y Bac ecTb BCe YacTu, Heobxoarmble Anst paboTbl 3TON CUCTEMDI; TENEPb BaM OCTANOCh TOSb-
KO cobpaTb ux. Bcro dpuHanbHyto co6opky Bbl caenaeTe B Level Blueprint.

Otkponte Level Blueprint, HaxkaB kHonky Blueprints B Toolbar, 1 Bbibeprte Open Level
Blueprint.

Hanbonee oueBuAHbIN BONPOC Ha JaHHOM 3Tane: Kak nonyuntb moi Ul, KoTopbiit A TONb-
KO YTO co3fan, n otobpasnTb ero? na storo B8 UE4 npncoeanHmuTte Baw Widget Blueprint
K Viewport urpoka c nomolypbto Blueprints, kak nokasaHo Ha pucyHKe 18.22°.

& Event Beginplay Load Stream Level  Load Stream Level

Compl

= — /" Add to Viewport
™ Create Ul Example 2 HUD Widget

Class Retum Value

Owning Player
" J Get Player Controller

Player Index [0]  Re

Pucynok 18.22 CospaHue sksemnnspa sawero Widget Blueprint n no6aeneHue ero k Viewport

Jlyywm mecTom, uTo6bI cienaThb 370, ABNAeTcs Begin Play Event, Tak Kak Bbl HaBepHs-
Ka xoTuTe, ytobbl HUD oTOGparkancsa npu 3arpyske ypoBHs. [lobaBbTe 3TOT Kof nocne

1 O6patuTe BHUMaHWe Ha y3nbl Redirect 8 6enom notoke ncnonHeHns. OHM NO3BONAIOT NPOrpaMMu-
CTy caenaTb y3nbl rpadpoB 6onee uMTabenbHbIMU, ONpeaenss NONOXKEeHNEe NCMOMAHUTENbHbBIX IMHUINA.
[ns pobaBneHus oAHOro ABaXAblI HAXKMUTE Ha COeAUHEHMe.
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3aBepLUeHMNA 3arpy3KM BaLLEro ypoBHs, TaKMM 06pa3om Bbl He OyaeTe nokasbisaTtb Ul urpo-
Ky Npexae, 4em TOT CMOXET HaxaTb Ha Hero. (3To rpy6o!)

Cnenylouwle pa3aesibl npoBeayT Bac Yepes coegnHeHne BcexX KOMMOHEHTOB BMeCTe.

Cospanune Widget

MepBbIM LWarom ABAAETCA co3faHne obbekTa Widget, KOTOpbIN 3arpy»kaeT Knacc BUAXKeTa
C AViCKa 1 CO3/4aeT ero 3K3eMnAp B MamsATy (Bbl, KOHEYHO, MOXETe CO3AaTb 6OMblUe OJHOIO
3k3emnnsapa noboro Widget, Bce oHM ABAAOTCA 3K3emnnAapammn ogHoro 1 toro xe Widget
Blueprint Class).

Kak 06bI4HO, HaXKMKTe MPaBoi KHONKoM Mbiwu B Event Graph n Haigute Create Widget
ANA Co3[aHnA 3TOro y3na.

Mocne pa3melyeHus y3na Create Widget Bam Hy>kHO cienaTb ABe BeLyu.

1. Ha3HaumTb Knacc, KOTopblil Bbl XOTUTE CO3AaThb; B JaHHOM ciyyae Ul_Example2_HUD,
BblOpaB 13 packpbiBatoLeroca cnucka Class.

2. MNpepocTtaBbTe 3TON GYHKLUMM CCbINKY Ha Baw Player Controller. [pocTo HaxmuTe npa-
BO KHoMKou mbiwy B Viewport, Hangute Get Player Controller n3 cnucka u 3atem co-
eflvHuUTe ero ¢ KoHTakTom Owning Player.

Bam HeobxoAMMO 3TO cAenaThb, Tak Kak B MHOTOMO/b30BaTeNbCKOW Cpefie MOXeT ObiTb
6onblue ogHoro Player Controller, u Bam Hy»HO 3HaTb, KoMy npuHagnexuTt HUD. B gaHHOM
cflyyae y Bac eCTb TOJIbKO OfjiH, MO3TOMY Bbl MOXKETE MPOCTO CCblNaTbCA Ha NePBbIN JOCTYnN-
Hbi Player Controller.

Ho6aesneHue Widget Bo Viewport

YT06bl npukpennuts Widget k Viewport u 6b1Tb BUAMMbBIM 1 He B3aUMOAENCTBYIOLUM, BaM
HY>KHO 106aBUTb ero B Viewport.

Ona poctyna K y3ny Add to Viewport nepetawmre coeanHeHne n3 Return Value y3na Create
Widget (koTopbili Tenepb gomkeH untatbea Kak Create Ul Example 2 HUD Widget) n oTny-
ctute B Graph Editor, KoTopbiii OTKpOeT KOHTEKCTHOe MeHto ans Bawero Widget Class. Hai-
aunte y3en Add to Viewport n fo6asbTe ero B rpad. CuHee coeanHeHne aBTOMaTUYeCK/
NOAKMIUNTCA K KOHTaKTY Target HegaBHO co3aaHHon dyHKumm Add to Viewport.

A Tenepb nopa HaxaTb Ha KHomnKy Compile 1, ecniv owM6OK HeT, coxpaHuTe Baw Level
Blueprint.

Ecnu Bbl 3anycTtuTe nrpy cenvac, Bbl yBUauTE, YTO Balln BE€ KHOMKN 0TO6pa)KaIOTCﬂ BHU3Y
SKpaHa. Ecnu Bbl WenkHMUTE N0 HUM, TO HUYEro He I'IpOI/ISOWJ,eT. K cyacTblo, Bbl HaKOHEL-TO



BEPHEMCSA K LEVEL BLUEPRINT 335

HacTpounn (I)yHKLU/IVI nepeknvYeHna; BaM O0CTaJioCb TOJNIbKO YCTAaHOBWUTb BbI30B 3TUX d)yHK-
umn NP Ha*>XaTum KHOMOK.

Event Binding

MolwHor ocobeHHocTbio UE4 siBnAeTcA cnoco6HOCTb AnA ogHoro Blueprint npusaAsbiBaTbCA
K Event B gpyrom. 31o nossonset ogHomy Blueprint o6pabaTbiBaTb HECKONIbKO B3auMofeii-
cTBUiA nnm Events ¢ nomoLybto ogHOro yHNGUUMpPoBaHHOMO Kogaa.

[na o6HapyXeHUA coObITUIA Bbl CHaYana AOJIXKHbI MONTYUYNTb CCbINIKY Ha KHOMKWM, KOTOpble
cpaenanu (pucyHok 18.23). 3T1o nerko, notomy uto metop Create Widget Bo3BpaluaeT ccbin-
Ky Ha Object, koTopbliii co3gan. Taknum obpasom, nepeTtalymTe coegrHeHune 3 Return Value
B graph ana goctyna K KoHTeKCTHOMY MeHto Bawero Widget Class.

teWidger

R ——— ]
= Create Ul Example 2 HUD Widget
» »

Class Return Value

Ovning Player
J Get Player Controller

]  Retum Value

™ Bind Event to On Clicked

Target  Version 1 Button

Pucynok 18.23 [MonyueHue ccbinkm Ha KHOMKY, KoTopyto Bbl cospanv 8 HUD Widget

Hanpgute Get Version n Bbi6epute Get Version 1 Button. 13 3toro y3na Get cHoBa BbI-
TAHWTE CMHee coefuHeHne 1 HaianTe Bind. Bbl MoxeTe NpriBA3aTb HECKONBKO COOLITUIA,

1 TaK e Bbl MOXeTe 0TBA3aTbcA oT Events. Boibepute Bind Event to OnClicked gns Baweii
kHonku. MogkntounTe ero kK dyHkumm Add To Viewport, noTomy UTo OH JOMKEH ObITb Bbl-
3BaH AnA Bind, KoTopyto Bbl HacTpounTe Ana nonyyeHus spdekra.

Tenepb BaM HY>XHO OnpeaennTb, Kakoe cobbITMe ByaeT BbI3BaTbCA NPU 3anycKe NpuBa-
3aHHoro OnClicked Event. Bbl cienaeTe 370 € KpaCHbIM/OpPaHXeBbIM KOHTAaKTOM CCbIIKU
Ha Event.

MepeTawunTe 13 3TOro KOHTaKTa, MOXOXKEro Ha KOHTAKT B ShowVersion1 Custom Event. Bam
MOXeT MOHaA06UTbCA NepeaBUHYTb BaLLK Y3J1bl TO6AMXKe, YTOObI fenaTb 3To 6b1710 NpoLue
(pncyHOK 18.24).
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Create Widget:

()
= Create Ul Example 2 HUD Widget =

Gt Sreaming Level
pa

PucyHok 18.24 [Mpuesxute Baw paHee cospaHHbii ShowVersionl Event k OnClicked Event gns
Version1Button Widget

Tenepb, KOHEYHO, MOBTOPUTE ANA APYTOW KHOMKK, NONYyYMB CCbKy U3 y3na Create Widget
1 Ha3zHaumB Baw apyron Custom Event ana OnClicked Event 3Ton kKHomnKku (prcyHok 18.25).

Tenepb Ha)kaTue KHOMOK Bbi3biBaeT Events, nepeknyaowme ypoBHu.

PucyHok 18.25 O6e kHonku cBsizaHbl ¢ nepexnouatowmmm Events B Persistent Level Blueprint

KOMI'IVIHHLI,VIH n coxpaHeHune

Ckomnunuposas Baw Level Blueprint, ybefutech, 4To olMGOK HET, M COXpaHuTe Bally
pabory.
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3anyck urpbl

Tenepb Bbl MOXKeTe HaxaTb Play Ha ypOBHe 1 UCnbITaTb MOIHOCTbIO COBCTBEHHDIA, yrpaB-
JIeMbIVA MbILLbIO NOJb30BaTENbCKU MHTepdenc. Bbl JOMKHbI ObITb CMOCOOHbI NepemMeLlaTb-
CA C MOMOLLbIO KNaBMaTypbl U MbILLK, NEPEKIoYaTbCA MeXAy ABYMA BEPCUAMU C MOMO-
wbto Ul (pncyHok 18.26).

Recently Placed
i ® -

AddNew~| &impot [ESaveAll €3 % Content » Example2 » Ul

OIENRGER - U

PucyHok 18.26 3anyuweHHas urpa e PIE, c nronHocTbio GYyHKLMOHANbHBIMU KHOMKaMM
M MFHOBEHHbIM MepeKoYeHneM

3aKsiroueHue

Bbl npogenany orpomHbIN NyTb 1 y3HaNM MHOTO HOBOTO B 3TOW rnase.

Bbl n3yunnu cuctemy Level Streaming B UE4 1 ncnonb3oBanu ee Ana MrHOBEHHOTO nepe-
KnoueH A LenbiX YpoBHel B npoLiecce paboTbl. 3TO OTIMYHbIN CNocob Ana cMeHbl Habopos
AaHHbIX B NPUIOXKEHNAX A1A BU3yann3aLum, KOTOPbI MPOCT B HACTPOWKE 1 NOAAEPKKe.

Bbl Tak>ke paccmoTpenu, Kak Blueprints moryT B3anmogeincTBoBaThb ApYyr € LPYrom C MOMOo-
LLbo NPYBA3KU COOBITVA 1 NCMOIb30BAHUA 3TOW CNOCOBHOCTY ANA MOCTPOEHNWSA NPOCTOro,
HO 3¢ bEKTUBHOrO Nonb3oBaTeNbckoro nHtepdeica ¢ UMG.

UMG ABnAeTCA OTANYHBIM PeCypCcoM 1 OAHMM M3 JTyULWMX AOCTYMHbIX UHCTPYMEHTOB Co3Aa-
HUs MOMb30BaTeNbCKOro MHTepdelica. B coueTaHnm ¢ rmbKocTblo U MowHocTbio UE4,
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Bbl B CMax pa3pa60TaTb OrpoMHOE KONMnN4eCTBo npmnomeHmM, KOTOpPbI€ TOJIbKO MOXeTe
cebe npeacTaBUTb.

XoTA 3Ta urpa ABnAeTCA NMMWb NPOCTbIM NpumepoMm, UMG ncnonb3oBanca gnsa Taknx
yCreLwHbIX MPOEKTOB, Kak NnosHoMacwTabHana AAA-Braeourpa, 6iokbactep C MpoCcTbiM
WHCTPYMeHTOM cpaBHeHuA A/B, Kak 3ToT. Ero nporssognTenbHOCTb, TMOKOCTb M NPOCTOTa
B 1ICMOMIb30BaHNN — OAHA M3 NPUYKH, No KoTopor UE4 cTaHOBUTCA SOMUHMPYIOLLEN CUON
NPaKTUYeCKN B KaXKA0oW BM3yaslbHON MHAYCTPUN.



rFMABA 19

AOMNOJTHUTEJIbHbIN
YPOBEHDb BLUEPRINTS:
MEPEK/TKOYATE/JIb
MATEPUAJIOB

Co3paHue rotoBbix Blueprints Heo6xoaumo ana
ycnewHom pabotbl c UE4. Xopolume cuctembl
Blueprint cozgatoT HOBYI0 GYHKLMOHANbHOCTb AfiA
NPUIOXKEHUA N NOCTPOEHbI KaK MHCTPYMEHT, KOTO-
pbili NPOCT B UCMOAIb30BaHNW ANA BaC WX Ballen
KOMaHAbl. B 3Ton rnaBe Bbl y3HaeTe, Kak co3faTb
opuH Actor Blueprint, KOTOpbIl NO3BONUT UTPOKY
Ha)KMMaTb Ha Nto6oN MeLl Ha CLieHe 1 NepeKio-
YyaTbCA Ha cneayLWniA onpeaeneHHbIN MaTepuan
B cnucke. PaccmatpuBas 31oT Blueprint, Bbl cmoxete
3ameTunTb, Kak Blueprints moryT B3aumopeiictBoBatb

APYT C APYrOoM N MEHATb CBOWCTBA Ha NeTy.
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Tenepb, Korga Bbl yBUAENN, Kak CO3AaTb MPUSIOXKEHMWE AJ1A MHTEPAKTUBHOW BU3yanmn3auuu,
co3patb Player Controller n Pawn, nepekntoueHune mexay ypoBHAMN 1 Kak pa3pabaTbiBa-
eTcA nonb3oBaTenbckuin uHTepdeiic B8 UMG, HacTano Bpems caenatb Cleayowmi war —
HY JTAiHO, MOXET ObITb, KOPOTKMIA NECTHUYHbBIN NPONET.

JTa rnaBa npeaHasHayeHa Ans NiofAer, y KOTOpbIX eCTb OMbIT NporpaMmmrpoBaHus 8 UE4

B LIENIOM, NN A4J15 TeX, KTO XOUET YBUAETD, Kak CO3[AeTCA CNIOXKHaA cnctema. B obom chy-
uae, Bbl JOMKHbI UMETb YeTKOE NpefcTaBieHre 060 BCEX TEMaX, 3aTPOHYTbIX PaHee B 3TOW
KHUTe, MPEeXAe YeM MbITaTbCA X BOCCO3AaThb UV CIeA0BaTb STOW rase.

OTa rnaBa AeMOHCTPUpPYeT Hanbonee Ba)KHYt0 YacTb 3TOM CUCTEMbBI 1 [laeT peKoMeHAaLmn
0 TOM, KaK BbINMONHUTb HEKOTOpPble 06blYHbIE MporpaMmHble nattepHbl UE4 1 Blueprints.

KoHeuHo, Bbl MOXeTe cKauaTb dannbl 4nA NpoeKTa 3Ton rasbl HA www.TomShannon3D.
com/UnrealForViz, Hy unn aHanM3npoBaTb, OTC/IEXMBATb AN KOMMPOBATb MU BCTaBAATb
B COGCTBEHHbIE NPOEKTHI. (fl He NpoTKB, NpaBaa.)

HacTtpoiika uenu

Llenb — co3patb Blueprint Actor Class, KoTopbii:

+ No3BoNUT NeBen-gu3aiiHepy (LD) pasmectutb Blueprint Ha ypoBHe, ncnonb3ysn
pepakTop;

+ OMpegenuT CNMCoK cueH ¢ Static Mesh Actors, KoTopble MeHAIOT MaTeprasbl Npu
HaXkaTuy;

+ nossonut LD onpenenATb CNMCOK MaTepranoB, KOTOPbIe UMKINYEeCKN MOBTOPAKTCA,
Korga Urpok KnnkKaeT Ha OAuH 13 meLlewn;

+ BbIJENUT NepeuncieHHbix Actors, Korga Kypcop urpoka Haxogutcs Hag Actor, BemMoH-
CTPUPYs, UTO OH MOXET ObITb 3MEHEH.

Al Mory npmaymatb NATb CocoboB 3acTaBUTb CUCTeMy paboTaTb Tak »e. B nporpammupo-
BaHUU peaKo ObIBaloT npeanbHble pelweHns. Kaxkablil NporpamMmcT NoAXOAUT K npobneme
no-cBoemy.

[lna aToro npoekTa Mbl co3gaanm oguH Actor Blueprint, cogepalunin HeCKONbKO nepemeH-
HbIX 4151 XPaHEeHUsi CcKa MeLuer 1 maTtepuanoBs. 3ToT Blueprint yeTko nokaxet LD, uto Ha-
CTpanBaeTCcA C MOMOLLbIO BU3YasibHbIX MOACKA30K, YTO CAeNaeT HaCTPOVKY NPOCTON 1 Ha-
JEXHOM, a TakxKe 0611erynT npoLecc omnagKkm (pucyHok 19.1).

Mbl TakXe nepeHecem YacTb KOHTeHTa ¢ Marketplace B Haw npoekT n moguonumpyem ero,
AnA pa3melleHns o6bekToB ¢ nomolbio Post-process Domain Material, kotopbiii 6ygeT ne-
peKnoUeH ¢ ucnonb3oBaHuem Blueprint.
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Pucynok 19.1 Material switcher Blueprint, pacnonoxenHbiii Ha Level, nokasbisaet LD-friendly

design

CospaHue Actor Blueprint

Bbl MOXKeTe ncnonb3oBaTb ofuH Blueprint Ana fobasneHnsa scero GyHKLMOHaNa, KOTOPbIN
HY>€H [1A CO3[aHNA NPOCTON B MCMNOMb30BaHNMN CUCTEMbI ANIA UFPOKa 1 AM3aliHepa, KOTo-
pomy nopyyeHo HacTpouTb ypoBeHb (Level Designer unu LD).

Actor Blueprint — 370 TO, UTO Bbl MOXeTe Pa3MeCTUTb Ha YPOBHE 1 Y Yero ecTb
3D-transform, KOTOPbI Bbl MOXKeTe N3MeHUTb. Bbl MoxeTe npukpenutb Components
K Blueprint Actors gns pacwmpernsa nx soamoxkHocten. Components BK/toualoT B cebs
Meshes, Particle Effects, Sound Cues n mHoroe gpyroe.

Actor Blueprints Takxe MoryT caenatb 4To-To ocobeHHoe. OHY MOTYT CCbINaTbCA Ha APYTUX
aKTOPOB YPOBHSA. DTO BaXKHO, MOTOMY YTO BaM Hy»KeH 3ToT Blueprint gns B3aumogeiictaus
C Pa3NNYHbIMK CTaTUYECKVIMI MELLaMy Ha YPOBHE, YTOObI MEHATb UX.

CospanTe Blueprint B Content Browser. Koraga noassatcs onyum Boibopa Class, oT KoToporo
Bbl Hac/legyeTe Ball HOBbI Blueprint, Bbibepute Actor Class (pucyHok 19.2).

A1 Ha3Ban cBon Blueprint BP_MaterialSwitcher_Actor n coxpanun ero B mecte ¢ moumu PC,
Game Mode n Pawn B nanke Blueprints.
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Ligh
Cinematic
Visual Effects

Geometry

Pick Parent Class

Acto
- Uobject:Posti ina evel,
“This i not called for newly spawned actors.

For
“Thisis not called for companents foaded from s level.

o

“This s not called for components loaded from a evel
vep
B

" This only happens once per gameplay session.

@see hitp
@see UActorComponent

4 Materials

PucyHok 19.2 CospaHue Hoeoro Actor Blueprint ns Content Browser

CospaHue Variables

Bam Hy>KHO XpaHWTb HEKOTOPYIO MHPOPMaLMio Unn AaHHble B Blueprint Class. ina coxpaHe-
HMA AaHHbIX B Blueprint ncnonb3yiite nepemeHHyto. lNepemMeHHble ObIBalOT MHOXECTBA pas-
HbIx TMNoB (Classes), BKNoyas NpocCTble, C KOTOPbIMY Bbl, CKOpee BCEro, 3HakoMbl, TaKne Kak
6ynesble (boolean) nnu uncno c nnasatowenn Toukon (float), a Takxke NOOBLIX APYrUX KNAccos,
BK/IOUYEHHbIX B Balll MPOEKT.

STa BO3MOXHOCTb MCMO/b30BaTb KNacChbl 1 aKTOPbl B KaUeCTBE NepemMeHHbIX MO3BONA-

€T BaM CCblaTbcA Ha Static Mesh Actors, KoTopble Bbl XOTUTE U3MEHUTb. Bbl TakXe MoXe-
Te ccbnaTbheA Ha Assets, xpaHawmeca B Content Browser. 3To no3sonuT Bam onpegenaTb
pasnuuHble MaTepuarnbl, KOTopble OyayT MPUMEHEHbI K CTaTUYeCcKuM mogensam. na pabortol
Switcher Blueprint TpebyeTcs Bcero HeCKonbKo nepeMeHHbIX (pUcyHoK 19.3).

Bbl co3gaeTe nepemeHHble B Blueprint Editor ¢ nomowybto kHonkn Add New Ha naHenu
My Blueprint nnu HaxaTmem Ha MKOHKY + pAfom ¢ pasgenom Variables Ha 3To naHenu
(pncyHOK 19.3).

Korpa Bbl co3gaete nepeMeHHyto, Hy»HO Ha3BaTb ee 1 NPUCBOUTDL TUM. Bbl MoXeTe nepenme-
HOBaTb U MPUCBOWTb TUM No3xe B naHenu My Blueprint unu B naHenu Details nepemeHHol.
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Bbl MoxeTe He Tonbko onpepenutb Tun (float, string, vector u T. fi.) nepeMeHHON, Bbl Takxe
MOXETe ONpeaennTb ee Kak MaccuB. MacCuB NepeMeHHbIX CTAaHOBUTCA CMIMCKOM Nlo60oro
TWMa, Ha KOTOPbI OHA YCTaHOBNEHA. Bbl MOXKeTe pefakTMpoBaTh MM MEHATb 3TOT CMNCOK
B Details akTopa, ecnu BkntoueH napametp nepemerHoin Allow Editing.

My Blueprint

+ Add New ~ [EZE0 jo ® ~

4Graphs

"f ConstructionScript
f changeMaterial
Macros
4Variables
D Components
Meshes To Modify
Materials
Start Material Index
Current Material Index
IsClicked

Event Dispatchers

Local Variables (c

Pucynok 19.3 [MepekniouaTtens MaTepranos nepeMeHHbix u yHKkumi Blueprint

Kaxablii pas, Korga Bbl CO3/iaeTe HOBYIO NMepeMeHHYI0, y Hee Mo yMonyaHuto 6ygeT Tun 1 Ha-
CTPOWKM MacCUBa, KOTOPbIE Bbl YCTAHOBUN /1A NOCEHEN CO3AaHHOM NepeMeHHON.

Meshes To Modify Array

The Meshes To Modify Variable — 3710 maccus Static Mesh Actors (Static Meshes, KoTopblii
pa3meLleH Ha yPOBHe, a He ccblfika Ha Static Mesh Asset n3 Content Browser), KoTopblii jon-
KeH MeHATb MaTepuan Kak rpynny npu Haxatuu. 1o nossonsaeT LD onpefenutb Heckosb-
KO npeameToB Mebenu (Hanpumep, Bce CTyNbA A1A CTONIOBOW) B MacCUBE, U MPY HaxaTum
Ha OflMIH BCE OHU COBMECTHO U3MEHAT MaTepuran.

Maccus Variable moxeT copepatb cnncok Level Actors, K koTopomy obpaliatoTca y3nbl
Event Graph nodes (pucyHok 19.4).

Mocne co3paHns, NPUCBOEHNA MMEHU U Ha3HAYEHUA TUMa NEPEMEHHON HaXKMIMTE Ha 3HAYOK
Grid pagom ¢ HUM, UTO6bI KOHBEPTUPOBATL B MaccnB. O6paTuTe BHYMaHNE, YTO NPY HaXa-
TuK Ha Variable Details Panel 3anonHaeTca cBocTBaMuy 3TON NEPEMEHHON.
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Ecnu pna nepemeHHoi yctaHosneHo Editable, To oHa oTo6pa3utca B naHenu Details

B Level Actors 3Toro Knacca. 370 No3BoMAeT KaXAOMYy SK3eMMAPY YPOBHA COAepaTb pas-
NNYHBIV HABOP MeLLel, Ha3HauYeHHbIX MaccKByY. Bbl MoXeTe yBUAETb Ha PUCYHKe 19.4, uTo
cornctBo Meshes To Modify otobpaaetcs B naHenu Details.

Expose on Spawn aBnseTca cneymnasnbHbIM NapaMmeTpom, KOTOPbI NO3BONAET BaM NErko
YCTaHOBWTb NepeMeHHYI0, eC/iv Bbl MPOrpaMMHO CMaBHKTE 3TOro akTopa B npoLecce nc-
nonHeHus. Tak Kak Bbl He OyeTe 3TOro fenaTtb, H/ y OfHOW 13 BalMX NePEeMeHHbIX He JoJ-
XHO ObITb YCTAaHOBJIEHO 3TO.

M vy Blueprint
+ Add New ~ [0

4Graphs

D == EventGraph

4Functions (2 ridable
£ ConstructionScript
f changeMaterial
Macros

4Variables

omponents

Materials
Start Material Index
Current Material Index
IsClicked

Event Dispatchers

1 ocal Variahlas

% Details

Search Details jo) E Lo g

4 Variable

Variable Name Meshes To Modify.

Variable Type EiiStatic Mesh Acy:

Instance Editable
Blueprint Read Only [l
Expose on Spavin [l

Private B
Category Default %

Replication

— =]

Replication Conditit NG

4 Default Value

Meshes to Modify 0 Array elements =+ @

PucyHok 19.4 Cgoiictea Meshes To Modify Variable
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Maccus MaTepuanosB

Materials Variable — 310 maccuBs ccbinok Ha Material Interface. Tun Material Interface
[151 NepeMeHHO No3BOJIAET NCMOJb30BaThb Kak OObIYHbIE MaTepUabl, Tak 1 OObEKTDI
MaTepuanos.

B otnnume ot Meshes to Modify Variable, koTopbie ccbinatotcs Ha Static Mesh Actors Ha ypos-
He, MmaccuB Materials Variable ccoinaetca Ha Assets B Content Browser. 1o no3sonser cu-
CTeme CUnTbIBaTb 13 GUBNNOTEKN MaTePMaioB B BallleM NPOEKTe, AaXKe ec/in maTepurasbl
He 6blIM Ha3HaYeHbl ANA Yero-HMbyab Ha cLeHe.

YctaHosuTe Editable gns 310 nepemeHHon, no3sonsaowmi LD n3meHATb 3T 3HaueHWs ans
KaXKoro akTopa B npefenax KaXkaoro ypoBHs.

NMepemeHHas Start Material Index

CoicTBO NepemeHHol Start Material Index ansetca Tunom Integer. Integers — 3710

BCe Lenble Yncna, Takme Kak 1, 2 n 8675309. OHM He MOryT nMeTb APOOHOI YacTn, HO MOTyT
6bITb OTpULIaTENbHBIMI. B 3TOM Ciyyae Bbl MOXKeTe UCMOJIb30BaTb UX AN ONpeaeneHns, Ka-
KOW MaTepuran 13 MacC1Ba MaTepuanos BblOpaTh.

NHpeKc — 5T0 TePMUH, KOTOPbIA OTHOCMTCA K YCIIOBOM NO3MLMM 3HAYEHNA B MacCHBe.

B UE4 nHpekc HaumHaeT oTtcyeT ¢ 0, no3ToMy nHAekc 0 ABNAETCA NepBbIM 31EMEHTOM B Mac-
CUBE, @ UHJEKC 3 — YeTBePTbIM. DTO HEMHOTO COUBAET C TOJIKY, 1 COUNIO MEHS C TONKY 60/1b-
e, yeM A gymarn.

B aTOM cniyyae Bbl byfieTe NCMNob30BaTh €ro, YTobbl onpeAenvTb, KaKoi MaTepman npume-
HUTb ana Bawero Meshes to Modify Actors 13 maccusa Materials.

Take yctaHoBuTe ans Hero Editable (prcyHok 19.5), Tak Bbl MOXeTe pewmnTb, Kak co-
3[aTeNb Ballero YpoBHs, C KAKOro MHAEKCa HaUuMHaTb 1 KaKoi MaTepurian NpYMeHATb
Mo YMOJYaHMI0.
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M My Blueprint
L FLLIETR A Search
4Graphs

D == EventGraph

4Functions (20 Overridable

¢ ConstructionScript
f ChangeMaterial

Macros
4Variables
D Components
Meshes To Modify
Materials
Current Material Index
IsClicked

Event Dispatchers

llocal Variables
) Details
Search Details Jo) E O~

4 Variable

Variable Name Start Material Index

Instance Editable

Blueprint Read Only [l

Tooltip What Index to start on.
Expose on Spavn [l

Private B

Expose to Cinemati [}

Category Default

Slider Range

Value Range

Bitmask

Bitmask Enum

Replication

Pucynok 19.5 Csowctsa Start Material Index Variable, yctaHoBneHHble kak Integer (uenblie yncna)
n Editable

Current Material Index Variable

YctaHosuTe ana Current Material Index gpyroii Integer TouHO TaK e, KaK Bbl ienanu

B Start Material Index, Ho oTkntouuTe cBolicTBO Editable, notomy uto Current Material Index
MCMosib3yeTcs TONIbKO KoaoM Blueprint B npouecce ucnonHeHus v HUKoraa He GyzeT Hanps-
MY YCTaHaBNMBATbCA NoJSib30BaTeNieM. Bbl cTaHeTe npumMeHATb 3Ty Variable gna otcnexn-
BaHMWA MNONb30BaTENIbCKMX HAaXaTWI, yBENMUYMBAA €ro Ha e ANHULY KaxAbli pa3 Npu HaXkaTum
nonb3oBaTens.
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IsClicked Variable

CeoricTo IsClicked nepemeHHo umeet Tvn Boolean. Boolean onpepeneH Tonbko AByms
BO3MOXHbIMUW 3HauYeHuaAmu: true unu false. Kak n Current Material Index, 310 He pepakTu-
pyemas nepemeHHas (ceoncTeo Editable oTknoueHo), Tak Kak Ko Ncrnosb3yeT ee BO BpeMs
BbINOJIHEHWA 417 ONpeAeNeHNs, ABAAETCA N KUK UrpoKa no Actor HAMEPEHHbIM UK CITy-
UalHbIM HaXKaTuem.

ID,O6:':\BJ1eHVIe KOMMNOHEHTOB

Components noxoxu Ha sub-Actors ans Bawwmx Blueprints. 310 C++ 1 Blueprint-knaccol, Ko-
TOpble MOTYT COAep»KaTb BCE, UTO MOXeT apyroi Blueprint-knacc, Bkntovas kog, 3bdeKTol
1 BBOA,.

Ectb gBa cnocoba cozpatb Components B Blueprints — nporpamMmmHo Bo Bpems UCNONHEHUA
UM BPYYHYyto, ncnonb3ysa Components 1 okHa Viewport B Blueprint Editor (pucyHok 19.6).

#Add Componort~) NS > ; . > - He-

Biboa

-y

+dd o - ETENS) © -

Pucynok 19.6 [etanu Billboard Component

Billboard Component

Billboard Component BbicTynaet B kauectse ocHoBbl Bawlero Actor. Billboard Class oTto-
6pakaet Texture, KOTOPYIO BCerga BUAUT UrPOK. Bbl MOXKeTe MCMonb3oBaThb 3TO AN1A TaKMX
BeLlell, Kak BCrbllKa 06beKkTrBa unu cneusddekTos. B 3Tom cnyyae y Bac ecTb UT0-TO, UTO
LD mMoXeT yBMAETb 1 BbIOpaTb B YPOBHe.
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[lnAa co3paHnA KOMMOHEHTOB MCMONb3yITe packpbiBatowminca cnncok Add Component
1 BbiGepunTe TUM, KOTOPbIN BaM HyeH, B AaHHOM cnyyae Billboard Component.

[Ons 3ameHbl DefaultSceneRoot Component, KOTOPbIN YCTAaHOBIEH MO YMONTYaHWIO, NepeTa-
LnTe TONbKO YTO co3faHHbIN Billboard Component B DefaultSceneRoot Component, 3ame-
HVB ero.

Bbl Tak>Ke MOXeTe onpeaennTb COOCTBEHHYO Sprite Texture ana oTo6pa)keHs, Kak NoKa-
3aHO Ha pucyHke 19.6. lokasaHHbIN Spawn_Point 13 coaep>XMMoro ABrxKa nocTaBnAeTcA
BMmecTe ¢ UE4%. Bbl Tak>Ke MOXeTe co3aaTb M UMMOPTUPOBATb Bally COOCTBEHHYIO TEKCTYPY
ANA NCNonb30BaHNA 34€ech.

MapameTp Is Screen Size Scaled, yctaHOBNeHHbI Ha true, rapaHTUpPYyeT, YTO Ball CNPaNT HU-
Koraa He ByaeT NpeBoCXOANTb OnpefeNieHHOro pasmepa 3KpaHa. 3T0 Moe3HO, YTOObl SKpaH
He 3anosIHANCA OrPOMHbBIMU CNpaiiTamu, Tak Kak Viewport camera NpubanxaeTca K HAM.

TextRender Component

TextRender Component ygo6eH — oH oTobpaaeT TekcToBble 2D-cTpokm B 3D-npocTpar-
CTBE, UTO MOXET ObITb MU3MEHEHO Ha NeTy (prcyHok 19.7). A ncnonb3yio ero Ans otobpae-
HVA Ha3BaHWA NepBoro BblbpaHHoro melua B maccrse Meshes To Modify. 3To Tonbko nomo-
raeT LD npun co3gaHnm ypoBHsA.

’ - e Er e EEE—) [ o -

Debug Fitr

* S VS S
RS V) * S

-y

+dd o - ETENS) © -

Pucynok 19.7 [etanu TextRender Component

20BbI MOYXKETE MNONYUUTb AOCTYM K KOHTEHTY, KOTOPbIV BXOAMT B cocTas Engine, BbiGpas 3Hauok Eye
B Content Browser, a 3ateM — Show Engine Content. Byabte octoposHbl, 4TO6bI HUYErO He 13Me-
HWTb B cofepX1MoM Bawero Engine, Tak kak 3To MOXeT npusecTu K npobneMam co cTabunbHOCTbIO
1 06MeHy KOHTEHTOM MeXAy YSeHaMU KOMaHAbI.
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CozpaHue dpyHkumm Change Material

®OyHkuma Change Material (pucyHok 19.8) peicTBUTENbHO ABNAETCA AAPOM BCErO 3TOro
Blueprint. OHa o6pabaTbiBaeT paboTy MO Ha3HAYEHVIO MaTepUanoB A Ha3HaueHHbIX Static
Meshes. Takxe OHa COAEPKUT HEKOTOPYIO IOTUKY ANA n36eraHns olWmnOoK 1 MOXKeT rapaH-
TUPOBaTb, YUTO MaTepuasnbl BCerga HasHauyeHbl.

Set Material

= Change Material

»
Nev jon Aray Target

Target Elem:

Material

PucyHok 19.8 M3meHeHne Material Function

DOyHKUMM NCNONb3YTCA ANA MHKaNCYynALUmM onpefeneHHoro GyHKLmnMoHana, 0cobeHHo Ko-
raa Bbl XOTUTE ero NoBTOPHO KCMOMb30BaTh. B JaHHOM cnyyae BaM HYXKHO M3MeHUTb MaTe-
puan B npouecce Construction Script, nocne Begin Play Event B Event Graph 1 Bo Bpems Bbl-
MOSHEHNSA, KOTa UIPOK HAXXMMAET Ha NepeUnCIEHHbI MeLl.

Bbl cozpaeTte GpyHKLMM aHaNOrMUYHO TOMY, Kak CO3AaeTe nepemMeHHbIe, NCMOoMb3yA naHenb
My Blueprint.

HaxxmuTe Ha kHonky Add New 1 Bbi6epurTe Function 13 Bbinagatowero meHio. Hazosute ee
Change Material.

Mocne co3paHna GyHKLIMM OHa Cpa3y »Ke OTKPOeTCA /A peAakTMpoBaHua B nyctom Event
Graph. YTo6bl OTKPbITb yKe co3faHHble GYHKLMW, ABAXKAbI HAXKMUTE Ha HUX ANA BXOAA B Ma-
Henb My Blueprints.

New Index Input

DyHKUMA MOXET coflepaTb BXOAHbIE U BbIXOAHbIE MAPaMEeTPbl, KOTOPbIe NO3BONAT 06-
pabaTtbiBaTh 1 BO3BpaLLaTh AaHHble. BxoHbIe 1 BbIXOAHbIE MapamMeTpbl fa)e MOryT 6bITb
pa3HbIX TUNOB AaHHbIX. [pocTon dyHKLMeR, KoTopas fenaeT 3To, AsnaeTtca GyHKumA Get
MaccuBa. Bbl npefocTaBnAeTe el LeNOUYNCTIEHHDbIN HAEKC, M OHA BEPHET YTO YrOAHO, YTO
MaccuB onpegenun Kak Static Mesh unu Material.
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Onsa pobaBneHns BXOAHbIX MapaMeTPoB HaxxmuTe Ha y3en oyHkumm B Graph Editor; 31o oTo-
6pasnT cBonCcTBa GyHKLMK, BKOYaOLWMe 06/1acTb Ans JO6ABAEHNUA BXOAHBIX U BbIXOAHbIX
napameTpos.

HaxkmuTe Ha KHonky + B Details Panel pagom c Inputs ana go6asneHna HOBOro BXoAHOro
napametpa. Hazosute ero New Index n yctaHosuTe emy Tvn Integer.

3TOT BXOLHOW NapameTp byfeT onpeaenaTb, Kako MHAeKC maccrBa Materials ncnonb3o-
BaTb. DTO MO3BONMUT GYHKLMUW CTaTb MHOTO(YHKLMOHaNbHOW. BMecTo Toro utobbl nucathb
HOBYI0 QYHKLIMIO AN1A KaX/JOro Homepa mMaTepuasna, Bbl MOXKeTe MPOCTO NCMOMb30BaTh 3Ty
nepemeHHyo ANA onpefeneHna Xenaemoro nHaeKca.

Is Valid Index

Mposepka Is Valid Index BbinonHsAeTCA B MaccvBe MaTepranoB nepes NpoaoKeHNeM, YTo-
6bl YOOCTOBEPUTLCS, UTO Balll MAaCCVB BaNIMAHbIN 1 UTO Bbl HE 06paLLaeTech K NycTon 3anucu
maccuBa.

Uwukn For Each

Ecnu Is Valid npowna, Toraa pyHKUMA NpoxoaunT yepes Kaxablii mew B maccuse Meshes To
Modify 1 Bbi3biBaeT ans Hero GpyHKuumio Set Material.

YT1o6bI onpenenntb, KaKowm MaTepuran NPpUMeHNTb, Bbl AOJIXKHbI MONMYYNTb CCbIJIKY Ha HEFO
M3 MacCMBa MaTepunanos C NOMOLLbIO NPefoCTaB/IEHHOIO 3Ha4eHnA New Index.

Y3en Modulo (%) ucnonb3yeTcs, 4uTobbl FapaHTUPOBaTb, YTO N06OE Lienoe yncno bygert
B Npefenax OCTYNHOro AnanasoHa B Maccvee Materials. OH fenaeT 310, BO3Bpallas ocTa-
TOK OT AeneHna A Ha B — k npumepy, 1mod 4 =1,4mod 4=0,5mod 4 =11 55mod 4 =3.

NMoHumaHume Construction Script

[Ba cnyuas, korga kog Blueprint 3anyckaeTtcs Bo BpeMs KOHCTPYVMPOBAHMS aKTOPOB,
Construction Script 1 B npouecce ncnonHeHns Event Graph.

Construction Script 3anyckaeTca TONbKO NPV NOABAEHNN Knacca BnepBble B Mype. TO MO-
XKeT cnyumTbCa NMbo Koraa Bbl pa3mMeLlaeTe Uin MeHsieTe akTopa B peflakTope, mbo Koraa
aKTOp UM 06BEKT NOABATCA B NpoLecce BbinonHeHus. Construction Script — 310 mecTo,
rae Bbl MOXeTe 3anporpammmnpoBatb Blueprint o Toro, Kak nrpa 3anyctmuTca. 370 BKoyaeT
nosBieHe KOMMOHEHTOB, 3MeHeHVe APYriX akTOPOB 1 Tak Aanee.

AKTOpbI, pa3mMeLLeHHble Ha YPOBHE (B OT/IYME OT MOABNAOLLMXCA BO BPEMA BbIMOHEHUSA), 3any-
cKatoT Tonbko nx Construction Script B Editor, u pe3ynbtaTbl coxpaHsatoTca B Gpaiin, Koraa Bbl coxpa-
HAeTe ypoBeHb. Construction Script 6onblue He 3aNyCcTUTCA, faXe eCNn Neperpy3unTb ypOoBEHb.
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Construction Script B Halwem Knacce genaet TPy OCHOBHbIX AeNCTBMA: yCTaHaBnvBaeT text
label, pucyet nuHUM OT akTOpa A0 MeLleil, KoTopble ByaeT U3MeHATDb, 1 yCTaHaBNMBaeT Ma-
Tepuanbl AN MeLa B COOTBeTCTBMM co Start Index Variable (prcyHok 19.9).

SetText Label

Pucynok 19.9 OwonuatensHbii Construction Script ¢ TpeMs OCHOBHbIMU bYHKLUAMM,
BbinonHsembiMm Construction Script

YcraHoBka Text Label

Construction Script cHauana nbiTaeTca yctaHoBUTL B TextRender cBoicTBO Text Ha ocHoBe
Bbl6paHHbIX MeLwei (prcyHok 19.10). Ecnv Meshes He BbiGpaHbl, OH onpefenseT kak None,
nomoras LD noHATb, NpaBWUbHO M HACTPOEHbI €r0 CUCTEMbI.

YT06bI caenath 370, Construction Script fonkeH NoNyunTb CCbINKY Ha NEPBbI SN1eMeHT Mac-
cuBa Meshes To Modify, ana sToro nonyumte uma ¢ nomolybto Get Display Name v coeguHu-
Te ero ¢ Set Text Function c Tekctom B Render Component.
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Kak n MHOXecTBO y35108B Blueprint, KOTOpPbI€ CCbINAKOTCA Ha onpeneneHHbu?l Kracc, BaM HYyXXHO
CHaYana nony4ynTb CCbINIKY Ha Ball Text Render Component 1 3aTeM nepeTawnTb coequHeHne
13 Hero B Editor, yTo6bl yBnaeTb KOHTEKCTHbIN CNINCOK Y3N0B, AOCTYNHbIX ANA 3TOro Kracca.

BeplurHa Branch TpebyeTca, utobbl rapaHTMpPOBaTh, YTO Bbl He Bbi3oBeTe Get fna nycToro
MaccumBa (3TO M0XO, U MOTYT 6bITb COOM), TAKUM 0O6Pa30OM, CMONHEHVE NPOAOIKUTCSA, TONb-
Ko ecnv nepBas 3anuncb B Maccuee Meshes To Modify (Index 0) gelictButenbHa.

J SetText
[C Branch

| J True B
Condition  False [>

Text Render

Meshes to Mogify

]'Get Di&play Name

Object  Return Value

| Get Object Name J ToText (string)

Object  Return Value InString  Return Value @

Pucyrok 19.10 [Jetanun TextRender Component

PucosaHue KOHHEeKTOpOB

I'Ipm pa3pa60TKe Blueprints 4713 NCNOoNb30BaHNA B MPON3BOACTBE Bbl AOJTXKHbI YYNTbIBATb
He TONbKO KaK Urpok B3aI/IMO£l,eVICTByET C Blueprints, HO eLlle 1 KaKk YenoBek, HaCTpanBato-
W YPOBEHb, A0TXKeH B3aUMOAENCTBOBATb C HUM. LlpesmepHo CNOXHble NNn TpyaHble

B NCNO/Tb30BAHUN UHCTPYMEHTbI HE BOCTp66OBaHbI, N BpemA, 3aTpavyeHHOe Ha X co3faHune,
TepAeTCcA BNyCTylo, NO3TOMY HaBeAeHKe NoCKa d)yHKLWIOHaJ'I bHOCTWN B pelaKTope MOXeT ra-
PAHTNPOBATb, YTO NMPaKTUYECKN KaXXaomy 6yneT Nerko ncnoJib3oBatb.

YT06bl AaTb BO3MOXKHOCTL LD cnoco6bl BM3yanu3aumm Toro, Kak Static Mesh Actors ccbl-
flaeTcA Ha Kaxkablii Material Switcher Actor, ux pacnonoXunm B creymnanbHO BblgeNIeHHOM
nnaHKe Ans Kaxzaoro nepeuncieHHoro mea 13 maccusa Meshes to Modify (pucyHok 19.11).

TaK KaK Bbl HABepPHAKa XOTUTe Hap1COBaTb NMHIO AN KaXKAOTO MeLua B Ballem MaccrBe
Meshes To Modify, Bam Hy>kHO nepebpaTb MaccuB, ucnonb3ys umkn For Each.

Kaxkapln uMkn cHayana npoepseT, Bo3BpaLlaet nu gonyctumbiii Array Element (Bos-
MO>KHO, B BaLLleM MaccrBe MOryT 6bITb NycTble 3anucy). Ecnn gonyctumbliia, To ncnonb3yet-
csa y3en Add Spline Mesh Component gna go6asneHus Hosoro Spline Mesh Component
B Bawl Blueprint.
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' Add Spline Mesh Component

P
J'setStartScale

=

J GethctorLocation

J Normalize

Pucynok 19.11 Pucosanuve 3D-nuHuit gns Busyanmsaumm HasHaveHHbix Meshes

3aTem Kaxzas nMHUA opopmMseTcs, Tak UToObl OHa yKasbiBana ot Switcher Blueprint
Ha KaXKablli CCbINOYHbIN 06beKT Mesh.

Set Hidden in Game no3sonsier Component 6bITb BUAUMbBIM B PeAKTOPE, HO, KOrAa Bbl
nepexoanTe B Game Mode (c nomoLpblo cMynaumm, HaxaTtus Ha Play nnu Haxatua G gna
npennpocmoTtpa Game Mode), oH 6yaeT ckpbiT. MHOXecTBO Editor-only-akTopoB ucnosnb3y-
0T 3TOT NapameTp, Hanpumep 3Hauku n ctpenkm B Light Actors.

3atem Cube Mesh Static Mesh Asset nprcsaunBaet Spline Mesh Component BmecTe ¢ maTe-
puanom, ncnonb3ya Set Static Mesh n Set Material Functions.

HauanbHblli 1 KOHeUHbI MaclwTab ycTaHaBnvBaeTcA, co3fasasn Gopmy, MOJOOHYI0 CTpenkKe,
ucnonb3ys Set Start Scale n Set End Scale.

HakoHeu, ncnonb3ys ¢yHkuumio Set Start and End, uto6bl ycTaHOBUTb HavasibHble U KOHeuY-
Hble MO3ULMN CNlaliHa OTHOCUTENBHO MUPOBOW No3umuum Blueprint Actor. Tak Kak 3Tu me-
CTOMOMNOXKEHMA OTHOCATCS K no3umuum Blueprint B mupe, 3HaueHue 0,0,0 npeacTaBnseT me-
CTO TOYKM onopbl Bawero Blueprint.
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MupoBas no3uuma Static Mesh Actor 3anpawmBaeTtca c nomoubio GyHKumm Get Actor
Bounds. 3aTem oHa Npeobpa3syeTcA B IoKasibHble C MOMOLLbio y3na Inverse Transform
Positon n nepepaetca B cBolicTBa End y3na Set Start and End.

CnnaiiH B 3Tol TOuKe GyAeT BbIrNAfEeTb OYeHb CTPAHHO, Tak Kak CHayarna Bbl JOMKHbI onpe-
[ennTb HanpaefieHne KacaTeNbHON ANA Kax oW TOUYKM Ha cnnaiiH. [ockonbKy Bbl HaBepHsA-
Ka XOTWTe, YTOObI KacaTenbHble MPOCTO LWV BHM3 MO HanpaBfieHUNIO CrinaliHa, Bbl BbluncaAe-
Te KacaTesibHYylo MeXAY HAMM, BbIUMTaA UX NMO3MLMK 1 3aTeM HOPManu3ya pesynbraT AnA
nonyuyeHua Unit vector, KOTOPbIi MOXKeTe COeAUHNUTD C ABYMA CBONCTBaMM KacaTenbHOM
Start and End.

MNcnonb3zosaHue Context Sensitive Checkbox

MoMHUTe, uTo ANA AOCTYNa K 3TUM QYHKLMAM BaM HYXKHO NepeTalnTb CoefuHeHre

13 Return Value 8 Add Spline Component gns nonyuyenuna goctynHbix gns Class-specific
MeTOAOB. Bbl TakKe MoXeTe He NpoBepATb ¢pnaxkok Context Sensitive Bo BcnbiBato-

LL|eM OKHe. 3TO NepeyncinT BCe AOCTYMHble METOAbI, KOTOPbIE Bbl MOXETE PacMoNIOKMUTb

B Blueprint; ogHaKo Bbl MOXeTe 3anyTaTbCs, TaK Kak BaMm OyZieT NpeanioxXeHo ropaszo 60b-
Le BapyaHTOB, YeM ec/iv Obl Bbl CMOJNb30BaJIi KOHTEKCTHO OTCOPTMPOBAHHBIN CMICOK.

TexHVKa NepeTackMBaHUA COeAUHEHWI NOMe3Ha s BCex BUAOB y3/10B. Hanpumep, utobbl
JIerko HanTu matemaTunyecknm ysen Vector * vector, Bbl MOXeTe nepeTawmTb KenToe coeu-
HeHwe 13 BbixoAa vector 1 HaneyvataTb *, UToObl MOSTYUNTb CMINCOK BCEX BO3MOMHbIX QYHK-
LN YMHOXEHWA, KOTOPble MOXET 1CMOosIb30BaTh vector.

3ameHa MaTepuana no Start Material Index

Y1o6bl pazpewnTtb Nepekntoyatento matepuanos (Material Switcher) pabotatb B pegaktope,
Bbl MOXKeTe BbI3BaTb Change Material Function, kotopyto Bbl co3ganu B Construction Script
(pucyHok 19.12). Tenepsb, korga LD yctaHaBnuBaeT Start Material Index Variable, oH ysugut
COOTBETCTBYIOLLEE M3MEHeHVe MaTepurana B pefjakTtope.

& Change Material

et IS BP Matenal Swit

»

New Index
Start Material Index

Pucynok 19.12 Boizos ¢pyHkumm Change Material 8 Construction Script
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Jo6asnenune dyHkuun Change Material B Construction Script Tak»ke ABnAeTcsA yLo6HbIM
CNoco6oM NpoTeCcTUPOBaTb Bally GYHKLMIO, MOCKOSbKY Bbl MOXETE BPYUHYIO YCTaHOBUTb
Index 1 yBnAEeTb, AeCTBATENIbHO NN OHA U3MEHWT MaTepurarsbl, Kak MpeanonaraeTcs.

MoHumaHue Event Graph

lpad cobbiTuin (Event Graph) asnaetca yactbio Blueprint, KoTopas 3anyckaeTca Bo Bpems
Urpbl, B KOTOPOM Yy Bac eCTb GYHKLMU, COBBITUA 1 Y3/Ibl, OTBEUAIOLLME 3@ PA3HbIE UTPOBble
cob6bITuA, Takme Kak Tick 1 Input Events. B gaHHom Blueprint, Event Graph o6pabatbiBaet
BblfleNieHne 06beKTOB Actors Y MeHAET MaTepuarbl Ha HUX, eCIN UTPOK HaXKMMaET Ha akTopa
(prcyHoK 19.13).

lmk Action and event

g SR
Array Element Shottet \

PucyHok 19.13 O630p Event Graph c nokazom rnaeHbix Functions

Mpexzae yem ABUraTbCA Aanblue, ybeanTech, UTo Bbl paboTaeTe BO BKNagke Event Graph
B Bawwem Blueprint Editor.

OcHoBHoe Ha3HaueHue Event Graph B knacce Material Switcher Blueprint — HacTpounTb Bce
Meshes To Modify Actors ansa nonyueHus Events BBoga Mbiwn. lna 3Toro Kog LMKnom npo-
XOAUT Yepes Kaxkablin Mmeww B Maccree Meshes To Modify n ncnonbsyet Event Binding gns
COOOLLEeHUNA 3TUM MeLLaM, Kak BECTU cebs, Korga Ha HUX HaXKMMaeT UrPoK.
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CobbiTne Begin Play

Kop Event Graph B aTom Blueprint HaunHaeTcs ¢ cobbiTraA Begin Play. 3To cobbiTue Bbi3bl-
BaeTCA TONbKO OAVH pas, korga Actor unu Object BnepBble NoABAAIOTCA B Urpe B npoLiecce
UCMOSHEHMA.

Mepgas uacTtb Graph n3 y3na Event Begin Play, ckopee Bcero, Tenepb NoHATHa. 1N Kaxgoro
Static Mesh Actor B Meshes To Modify Lknom npoxounT Kax bl MeLl B MacC/BE, BbIMOJHSAS
NPOBEPKY Ha JOCTYMHOCTb, UTOObI 136eXaTb 0bpalleHua K null ykasatens. ECiiv oH focTyneH,
TO QYHKLMOHAN JOCTYNEH Pa3vyHbIM COObITUAM B3aUMOAEACTBUA MbILLIN.

Mpueaska cobbiTus

Bbl yKe 3HaeTe 13 npeablgyLuein rnasbl, 4To Blueprints MoXHO cBA3aTb € COBBITUAMMU, KO-
TOpble NPOVCXOAAT B PYIUX KSlaccax Ballen Urpbl, ¥ 3TO OUEHb NOJE3HO A8 COXPaAHEHNA
NPOCTOTbI M KPAaTKOCTM Baluux Blueprints. Bam He Hafio 06aBNATb KO B KaXKAbli OOBbeKT
Mesh, B KOTOPOM Bbl XOTUTE 3aPErNCTPUPOBATb COOLITUS MbILLU, — MNPOCTO UCMONb3YiTe
¢dyHKumoHan Bind to Event.

Kak 1 npexge, Bbl AOMKHbI NepeTAHYTb COeiMHeHNe U3 KpacHoro/opaHxesoro Bind To
Function’s nons generata B Graph Editor, otnyctuts 1 Boi6pate Add Custom Event. 5to
co3pact Hobi Custom Event, koTopbii cogepxut Inputs n gpyrvue napameTpbl, NpaBuib-
HO HacTpoeHHble AnA atoro Event. B gaHHOM cnyuae Bbl MoxKeTe BuaeTb, yto Custom Event
BO3BpallaeT ccbiKy Ha Touched Actor, KoTopbliii fo6aBneH aBTOMaTUYECKN.

Mouse Over u Mouse Out

Mopo6HO MHOXKeCTBY MPUIIOXKEHWIA, KOTOPble cofilep»KaT yrnpaBnsemMble Mbilbto MHTepdel-
cbl, UE4 npepnaraet Events, Korga Kypcop mblliy HauVHaeT U 3aKaHUYMBaeT BUCETb Ha 0Ob-
ekTe Actor.

= Bind Event to On Begin Cursor Over
» D
Target

Event

“& ActorMouseOver /" Set Render Custom Dept
ActorMouseO: Set Render Depth
) For Each Loop

P —  —————————— Pxec Loop Body B

Touched Actor ~ — Amay  Aray Element
Meshes to Modify

Array Index Value @

Completed >

Target  Static Mesh Component

Pucynok 19.14 pad cobbitns Mouse Over Event
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B naHHom cnyyae Event ucnonb3yetca ana yctaHoBku Custom Depth Ha Kaxkapinn meLu

B Maccuse Meshes To Modify, uto no3sonseT post-process Material o6HapyxuBaTb nx. Bbl
MOXeTe 3aMeTUTb Ha KapTUHKaXx (pncyHok 19.14 n 19.15), uTo, Kak TONbKO NFPOK HaBOAUT
KYpCOp Ha akTOpOB, Kofl B LiMKJie NpocTo nepebrpaet macce Meshes To Modify, yctaHas-
nueaeT ceoncteo Custom Depth ansa kaxzgoro melua Ha true 1 Bo3Bpalyaert false, korga Kyp-
COp MOKMAaeT.

Custom Depth 3aTem cuntbiBaeTca Post-Process Material, n reHepupyeTca KOHTYp BOKpyr
NMOBEPXHOCTU aKTopa.

ind Event to On End Cursor Over
[

Set Render Custom Depth

& ActorMouseOut (@ For Each Loop

Pucyrok 19.15 Mouse Out Event Graph

Y3en, yctaHasnusatowuii 3HaueHue Is Clicked nepemeHHoi Ha false. 9To rapaHTupyer, uto,
€C/I KypCop UrpoKa Koraa-nmbo NokMHeT NeprMeTp akTopa, AaKe C 3a’KaTo KHOMKOW OH
He BbI30BET U3MEHEHME MaTepuana, Korga Urpok OTrnycTUT KHOMKY MbILLIN.

DTOT BMA NONNPOBKU AeNlaeT pasHuLy Mexay NioxXon CUCTEMOI 1 TOIN, KoTopas BeaeT ceba
TaK, Kak O’KMAAET UTPOK, 3aMETHO. DTa NepeMeHHasi obaBneHa Nnocsie TeCTUPOBaHUS, KO-
TOpOE MOKa3aso, YTO UTPOK MOXET C/TyYalHO M3MEHUTb MaTepurasbl AN MeLler, Korga oT-
nycKaeT KHOMKY Mbily nocie o63opa.

Click Action

Korpa nrpok HaXxmmaeT Ha KOHKpeTHbI Melw B Maccuse Meshes To Modify, Hy»kHo n3me-
HWUTb MaTepwmanbl. 9To AenaeTca ¢ nomolyblo yBenuuenus Current Material Index Variable,
CHOBa MCMonb3yeTcsa onepaTop B3ATUA No Moaynio (%) (prcyHok 19.16), uTobbl yoeanTb-
CA, UTO 3HAYEeHNe OCTaeTCA B Npefenax imana3oHa; B OCHOBHOM 3aLMK/MBasA Liesloe Yncso
no onpefeneHHoOMy HOMepy.

3aTtem pe3ynbraT B3ATMA Mo Moaynto oTnpasnseTtca B Change Material Function, koTopas,
B CBOIO ouepefb, MeHsieT Bce Melun B Maccree Meshes To Modify.
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ind Event to On Released

© ActorClicked © Change Material

L Branch 7
» True P ———

1] Addpin +

Pucynok 19.16 Click Action n Event

Onpepenenue False Clicks

WHorga NTPOK 3aXO4eT NoBepPHYTb KaMmepy C NOMOLLbIO MbILWWKN N HE HaXXMMaTb Ha UHTePakK-
TUBHbIE MeLN, pa3MelleHHble Ha YPOBHe. Ecnn Bbl no3BONAETE MEHATbL CTEHDBI U MOJIbI, MO-
ryT CyLeCcTBOBAaTb HECKOJIbKO MECT, Kyla UTPOK MOXEeT Ha»KaTb 6e3 CﬂyHaVIHOFO nepeknko-
YeHnA matepurana.

[Onsa peweHunsa 3Toin npo6nembl Blueprint o6Hapy»XunBaeT BXOLHble flaHHbIe, KOTOPblE MOTYT
YKa3bIBaTb UIPOKY HE TOJIbKO Ha)KMMaTb, HO HaXXMaTb U NepeTacKkrBaTb, NPeAnosioKUTE b-
HO nA noBopoTa 0630pa (prcyHok 19.17).

© Inputhxis Lookight
Bind Eventlo On Clicked

< Inputhvis LookUp

© SetClickedon

© Inputhxis MoveForward Bk >
» NN e - (R

© inputhss MoveRight

PucyHok 19.17 O6HapyyxeHre NOXHOro HaxaTus

370 npouncxoanT, korga IsClicked Variable BctynaeT B urpy. lMpucsoeHune 3HaueHus true
3TOW NePEeMEHHON NMPOUCXOANT, TONIbKO KOFAa UFPOK HAMpsAMYIo HaXKMMaeT Ha MelLl, U nocsie



3AMOJTHEHWE YPOBHEN 359

sToro npucsavaetca false 4na no6bIX LPYyrux BBOJOB MblluK, U3beras BbizoBa GyHKLUN
Change Material.

3anonHeHue ypoBHeM

Kak 1 Bce acceTbl, KOTOpble Bbl XoTUTe B3ATb 13 Content Browser Ana ypoBHsa, nyulle Bcero
npocTto nepetawmTb nx n3 Content Browser B Viewport.

HauHuTe ¢ pasmelyeHne ogHoro 13 Material Switcher Blueprints psgom ¢ Meshes, koTo-
pble XoTnTe N3MeHnTb (pucyHok 19.18). ObpaTnTe BHMMaHMe Ha Details Panel cnpasa, uto
Variables, koTopble nomeueHbl kak Editable, BugHbl 1 roToBbl Ans n3meHeHui LD.

Allclasses

o @ viorld seting
L & aterialswitcher Actor

#Add Component - ‘o2 Edit Blueprint~

AddNew: &LIimpot ESaveAll € | % Content » UE4Viz » Blueprints

PucyHok 19.18 Material Switcher no6aeneH Ha Level pagom c mapown ctynbes

HobaBneHue Mewen

Tenepb onpegennte MmeLwuv, KOTOPbIMK XOTUTE NOBANATL Ha Blueprint. B Details Panel, Haii-
ante maccus Meshes To Modify n HaxmuTe Ha KHOMKY «+» AnA fobasneHUa HOBOrO d11eMeH-
Ta B MaccuB. [osaBUTCA BbiMagatoLw i CCOK, NOKa3bliBaOLWMIA KaXkabll CTaTUYECKNN MeLl
Ha BalleM YpoBHe. OTO MOXeT ObITb TPYAHbIV CNOCO6 BbIGOpa Mellelt; nonpobyiiTe nyylle
BO3MO>KHOCTb MCMOMb30BaHNA UHCTPYMeHTa eyedropper (pucyHok 19.19).

Kak Tonbko Bbl fo6aBunTe Melln B CNCoK, 3anyctutca Construction Script, u Bbl yBugute nu-
HUIO, NpoBeAeHHY0 Mexay Blueprint 1 Kaxkabim meLem B cnncke (pucyHok 19.20).
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Effects
Geometry
Volumes

Allclasses

Detail
L & aterialswitcher Actor
#Add Component - ‘o2 Edit Blueprint -

BAdiNew>| impot ESaveAll € |f% Content » UEViz » Blueprints

aich Blugprints

atnput

items (1 selected)

borderMeshd:
Effects

Geometry
Volumes

Allclasses

® Detais
L & aterialswitcher Actor
#Add Component - ‘o2 Edit Blueprint -

BAdiNew>| impot ESaveAll € |f% Content » UEViz » Blueprints

aich Blugprints

items (1 selected) 4lnput

PucyHok 19.20 [Jo6aeneHHbit Meshes 8 Maccue Meshes to Modify. JTunumn coegmHenmns n Text
label Taksxe BUAHbDI
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Ho6aeneHue maTepuanos

Mocne Toro Kak Bbl 3anofHWIv cnucok Mesh, npogenariTe aHaNoOrMyHyo HaCTPOWKY AN Ma-
Tepuanos. BmecTo BbiGopa Mellel 13 Mrpa ncnonb3yiiTte eye dropper, Kak paHblue, Bbibe-
puTe Ball MaTepuan nnm oobekT MmaTtepurana u3 Content Browser, Tak kak Mmaccus Materials
CKopee BCero ABNAETCA CCbiNKol Ha Asset, Hexkenu Ha Actor (pucyHok 19.21).

® Detais

L & aterialswitcher Actor

(ddComponent - ‘o2 Edit Blueprint~

EAdiNew>| impot DSaveAll € |% Content » Example2 » Meshes » Props » Materials

Pucynok 19.21 MonHocTbio HacTpoeHHbin Blueprint ¢ Materials, HazHaueHHbIMKU MaccmBy Materials

HacTpoiika napameTpoB no ymonuaHuio

He Tak MHOro napameTpoB JOCTYMHO Apyrim B 3Tom Blueprint, He cunTas maccmBbl. KoHeuHo,
Bbl MOXKeTe Ha3HauuTb nepemMeHHyto Start Material Index. 3To nerkui cnoco6 HacTPOUTb BHeLl-
HWI B BaLuel 061acTy Mo YMOUYaHUIo 1 Cnocob npeanpocmotpa Materials 1o HaxkaTus Play.

Copying n Pasting

OTnnyHaA KopoTKasa AOPOXKKa ANA HACTPOVKM aKTOPOB — BO3MOXKHOCTb KONMUPOBaTb
1 BCTaBNATb MX Kak NepemeHHble. K nprmepy, Bbl MoxeTe Bbi6paTh 3anuncb maccmsa Materials
B Details Panel n BbibpaTb Copy nepep BCTaBKOW B TO Xe rnofe cBoNcTBa fpyroro Actor.

3TOT TPIOK He orpaHuumnBaeTcs Blueprints. Bbl 6yfeTe yanBieHbl, Kak MHOTO Belleil MOXHO
KonunpoBsaTb 1 BCTaBnATb B UE4.
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3anyck npunoXxeHus

Bce, uto ocTanock caenatb, — 3TO MPOTECTUMPOBATh, HaXkaB KHOMKY Play. Bbl AOMKHbI UMeTb
BO3MOXXHOCTb MepemellaTbCA B NPOCTPAHCTBE, HaXXMMaTb Ha Pa3NINYHbIX akTOPOB Ha ypOB-
He 1 MeHATb UX MaTepuranbl, CO34aBaTb NEPCOHANMN3MPyeMoe BHYTPEHHee NPOCTPaAHCTBO
(pncyHOK 19.22).

Allclasses

@ viorld seting
L & aterialswitcher Actor
‘o2 Edit Blueprint -

AddNew' &LIimpot ESaveAll € | % Content » Example2 » Meshes » Props » Materials

43m Content

PucyHok 19.22 Vicrnonbsosanue Play B Editor ons Tectuposarus cuctemsl — ycnex!

Mocne ycTaHOBKM fOCTAaTOYHOrO KONMYECTBa MeLlel 1 MaTepuasnioB Bbl MOXKeTe Pe3Ko CMme-
HUTb BHELWHWI BUA CLEHbl C MOMOLLbIO BCErO JINLWb HECKONbKMX HaxkaTunin (pucyHkn 19.23
1 19.24).
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Pucynok 19.23 [lo HaxaTus

Pucynok 19.24 [lMocne HaxaTus
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3aknouyeHme

Tenepb y Bac eCTb 3aKOHYEHHOE MPUSIOXKEHVE C MOIHOCTbIO MPOPaboTaHHbIM GYHKLMOHA-
JIOM, KOTOPOE MOXKHO OTNPaBUTL BalLEMY KIIMEHTY, pagyAacb TOMY, UTO BbIMOJIHW/M BCE CBOU
o6a3aHHOCTW. Bbl yBUaenu, kak npoctoin Blueprints moxeT cogep atb MoLHble 3ddeKTbl

B UITPOBOM MVPE TOJIbKO C HECKOJSIbKUMI Y3/1aMU.

Bbl yBngenu aga cnocoba cosgaHnsa MHTEPAKTUBHOCTY: Ucnonbdya UMG v Hanpsamyto B3aun-
MOZENCTBYA C aKkTOPaMU Ha YPOBHe.

Bbl Tak>ke yBuAenu napy cnoco6os nepekntoueHns fgaHHbix UE4, 06a c nx co6CTBEHHBIMU
npeumyLiecTBamu 1 pabourmm npoteccamu. fl HaaelCb, Bbl BOOAYLLIEBIEHbI Y TOTOBbI Ha-
yaTb UCCNeaoBaTb U co3faBaTb COOCTBEHHbIE METOAbI A/1A PELIeHMA KOHKPETHbIX 3ajay Ba-
e nHaycTpum, paboyero npouecca u HABOPOB JAHHBIX.
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PUHAJIbHDbIE
PA3MbIWJ/TIEHNA

JTa KHUra TO/IbKO NOBEPXHOCTHO 3aTparnsaet
UE4. C poctynom K ncxogHomy kopy C++, orpom-
HOMY MacCcMBY NAarMHOB U NHTErpaLnn, a Takxe
nyywum paspabotunkam Ha 3emne, KoTopble
ynyuJLlaloT ero Kaxabin geHb, UE4 aBnaetca pen-
CTBUTEJNIbHO MOLLHOI CUNOIA, CMOCOOHON N3MEHUTDb
WHAYCTPUIO pa3BiieyeHnn U NHRYCTPUIO BU3Yyanu-
3auuu. Ot BU3yanmsauum Ao GpunbmMoB 1 cneud¢-

¢$eKTOB, y Hero 6nectAwee 6yayuiee.
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UE4 npoponxaeT MeHATbcS

Unreal Engine 4 pa3BuBaeTcs 6bicTpee, Yem Ntobol Apyroi MporpaMMHbIi MAKeT, KOTOPBbIN
A Korga-nmbo ncnonb3oBa. DBoOLMA pefakTopa Y MHCTPYMEHTOB C MOEro NepBoro 3Ha-
komcTBa ¢ UE4 Rocket Beta nopasutenbHa.

MocToAHHbIE ynyylleHnsa, UHHOBALMK U NOAAepKMBaeMble paboune npoLeccobl fobaBns-
I0TCA C TAKOWN PEryNAPHOCTbIO, YTO BECOMOW YaCTbio MOel paboTbl CTano NpoCcTo NocneBaTh
3a BCEeM, UTO BbIXOAMUT.

OueHb NHTepPEeCHO paboTaTb C TaKMM APKUM COOOLLECTBOM U BULAETb, KaK KaXAblil AEHb Tbl-
CAYM NIOAEN N KOMaH[ CO BCEro Mupa AENaloT HEBEPOATHbIE BELLU.

fl He mory npeaBuaeTb 6yayluee, HO A PerynApHO NoJyyat AOCTYN KO MHOMMM MHCTPYMEH-
TaM nnaHuposaHua Epic Games, cMoTpio 6ecurcieHHoe MHOXECTBO BUAEO U 06LatoCh He-
nocpefCcTBEHHO C pa3paboTurkaMm 1 coobLLEeCcTBOM, NOMyYas Xopollee npeacTaBieHne

0 TOM, KaKuUM coobuiecTBo 1 Epic XoTAT ero BuaeTb.

byayuwee Busyanusaunm

Y BM3yanu3aumu Bceraa 6710 HECKONIbKO OCHOBHbIX Npobniem. [NpefocTaBneHre Kaye-
CTBEHHOrO NPOAYKTa, KOTOPbIN 3pEKTUBHO paccKkasbiBaeT MCTOPUM U COOBLLAET CIIOXKHYIO
MHbOpPMaLMIo BM3YyasibHO, MOXET CTaTb Ype3BblYaHO CIIOXKHOW 3afayeit. Busyanusauma ya-
CTO pa3pabaTbiBaeTCA B HEMbICIIMO KOPOTKME CPOKU AJIA CUIbHO OrpaHnNYeHHbIX 6lofKe-
TOB C YAVBUTENIbHO HEMOJHbLIMY UM MeHALWUMACA (M1 06a BapuaHTa) Habopamm AaHHbIX.

UE4 nomoxeT 3HaunTesIbHO 06NIerynTb 3TO MPOTUBOCTOAHME. IHTepaKTMBHOCTb NO3BONIAET
UrpoKY BY3yanun3npoBaTb JaHHble Ha CBOW Naj B COOCTBEHHOM 1 BrievaTnaioLlem ctune. Kak
1 B UTPe UFPOK UCMONb3yeT MHTEPAKTVBHYIO BU3yanu3auuio AnA CO3AaHNA CBOEIN YHMKasb-
HOW NCTOPWM 1 AeNnaeT 3TO CO CBOEN TOUKU 3peHu .

Tak>ke 6narofapsa COKpaLLeHNIo BPEMEHW Ha PEHAEPUHT U3MEHEHVE AaHHBIX AW 3aMpPoChl
KJIMeHTOB B NOC/IEAHIO0 MUHYTY Npolie o6pabaTbiBaTb. ITO NPUBOAUT K YNyyLLEeHWio, 60sb-
e TOYHOCTK, 6onee nosnesHoMy NPOAYKTY, ienaeT KnneHTa bonee cyacTnvBbIM, @ pabo-
Ty CTyAnn — 6Gonee NPOAYKTUBHOW: MEHbLUE BPEMEHW YXOAUT Ha PEHAEPUHT 1 OXufaHune
1 6oJblle — Ha CO3MAaHNE 1 yNyylleHue.

BupTyanbHas peanbHOCTb, MUHTEPAKTUBHOCTb 1 HACTParMBAeMOCTb € NomoLbo Blueprints

1 C++ o3HauaeT, uto UE4 aBnAeTtca Hanbonee 3¢pHeKTUBHBIM CPeCTBOM BU3yanm3auum, [o-
CTYMHbIM CErofH#A, N CUNbHO OMepeXKaeT KOHKYPEHTOB, KOTOpbIe elle, CyAA Mo BCeMy, He No-
LIS NO 3TOMY MyTW.



BMPTYANTbHAS PEA/TBHOCTb 367

Cnepyouwme warm

MbI KOCHYNCb TONBKO CaMbIX OCHOB TOr0, UTO MoXeT caenatb UE4 1 4To Bbl MOXeTe C HUM
Aenatb. loKasaHHble NprYMepbl TakKe NPeACTaBAAT TONbKO MaNeHbKYo YacTb TUMOB BU-
3yanu3auuu, cosfaBaemblx cerogHs. Habopbl AaHHbIX 1 TPE6OBaHUA KINEHTOB LLIMPOKO
BapbUPYIOTCA OT OQHONW MHAYCTPUN K APYrON 1 flaXke OT OHOro NpoeKTa K Apyromy.

f1 HaelCb, YTO 3aN10XKIN OCHOBBI M TEMEPb Bbl CMNOCOGHbLI B3ATb JaHHbIE 11 CBOU NPEeLCTaB-
neHnAa n nepeHectun nx B UE4. Bbl, HECOMHEHHO, BCTPETUTECh C TPYAHOCTAMY, C KOTOPbIMA

A He CTaNKMBaCA U 0 KOTOPbIX He AiyMas 1 He Nrcan Ha 3TUX cTpaHuuax. Korga ato npo-
N30MJET, Bbl CMOKETe HaliTU MHOXKeCTBO JOCTYMHbIX pecypcoB. [loToMy UTo MHOrre noan
ncnonb3ytoT 1 n3yyatoT UE4, Tak UTO Bbl HUKOTAa He OCTaHeTeCb OAUH Ha OAUH C TPYAHOCTA-
mu. M Epic Games, n coobuectso UE4 ctpemaTca caenaTtb UE4 nyylumm ABUXKKOM ANA BCEX.

MockonbKy Bbl Bce 6osblue 1 6onblue 6yneTe ncnonb3osatb UE4, s pekoMeHAYto B3rAHYTb
Ha BaLl npotecc paboTbl U MoAyMaTb, Kak MOXHO ero agantmpoaTb 13 UE4 B 06w cTy-
AMiAHBIA nogxog. MofobHo ToMy Kak 06beMHATCA NoAXoAbl foNNvBYyLa 1 UTP, Bbl MOXe-
Te 13BJIeYb MHOTO YPOKOB U3 Pa3paboTKM UTP N MHTEPAKTUBHbIX BM3yanun3aLuuni, KoTopble
MO>KHO MPUMEHUTb K NMOBCEJHEBHON paboTe, UTO He TONbKO YNyULWNT paboTy, HO 1 ynpo-
CTUT ee nHTerpauuio B UE4.

BuptyanbHas peanbHocTb

Haunbonee Bbigatouleinca 1 MHoroobellatoLLlein TeXHonornen 6nmxaniwero éyayuiero, KotTo-
pYyto aKTVBHO NPOJABUIaloT, ABMSETCA BUPTYyasbHas peanbHOCTb. [ouTn Kaxkaaa MHAYCTpus
Ha 3emne BktovaeT B ceba VR. ITo ToNbKo Hauano xusHu VR, Ho, Kak 1 UE4, oHa oueHb 6bi-
CTPO pa3BMBaETCA.

UE4 nrpaeT cepbesHyio posb B pa3paboTke VR, Tak Kak Hayan nopaepxusatb VR oueHb
paHo, n Epic Games npogonxatot npoasuratb VR-MHHOBaL K.

Ceriyac UE4 nocTtaBnseTca ¢ pexumom ans Editor, KoTopblii no3BonseT gnsanHepam u xy-
AOXKHMKaM co3paBaTb VR-Mypbl HenocpeAcTBeHHO B VR npakTnyeckn co BCemy BO3MOXKHO-
ctAmm Desktop-Bepcnn — 3T0 yanBUTENbHOE AOCTVXEHNE.,

3Ta dyHKUKA He Oblia NPOCTO BBefeHa 1 3abbiTa. OHa akKTUBHO 1 GbICTPO NPOLUA My Tb OT Kpa-
CMBOW TEXHNYECKON JEMOHCTPALUY A0 AECTBUTENIbHO XKU3HECNOCOOHOrO MeTofja paboTbl.

[Jaxe ecnu Bbl He ncnonb3yete VR Editor, Epic npogenana daHTacTnyeckyto paboty, pac-
KpblBas BCe BBOZbI, OTCNEXMBaHWA 1 Apyrue GyHKuun pa3nudHbix VR APl n nnatdopm, uto
aenaet pa3pabotky ans VR 6bICTPOIA.

WNHCcTpyMmeHTbI, BU3yanbHasa cocTaBnaiowasn n ctpactb Epic ana VR B coBokynHocTy genatot
UE4 nyuweir VR-nnatdopmon ansa paspaboTku.
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CozpaHue dunbmos

lonnueya nposasun 6onbluoi nHTepec k UE4. Co3aaTtenn GprnbmMoB BCTPEYUAKOTCA CO CXOXN-
MU TPYAHOCTAMM, TaKMMU KaK BU3yanu3aLmna AOMOB, HO B ropasfo 60nblumnx maclutabax.
DPPeKTUBHOCTb MMEET OrPOMHOE 3HAUYEHWNE, TAK YTO CKOPOCTb PeHAEPUHIa 1 Habop UH-
ctpymeHToB UE4 genatoT ero Heocnopumo npusnieKkaTesibHbIM.

Pa3paboTumku nrp n cozgatenu GunbMoB rogamv NoLAEPK1BatOT APYT ApYra, NepeHnmasn
TEXHWKWN 1 TEXHONOTUW APYT Y Aipyra ANA YNyULWeHNA COOCTBEHHbIX NPOAYKTOB.

UE4 npepctaBnAet coboil BepLUMHY pa3BUTUA BCeX 3TUX MHTerpaumin. UE4 KaxkeTca 3HaKo-
MbIM co3paTeniaM Urp 1 GubMoB. TO NMOAXOA K COTPYAHNYECTBY MeXKAY CO3AaTeNAMN Urp
1 GMNbMOB, YTO B KOHLIE KOHLIOB pPa3MbIBaeT rpaHuLbl Mexay ABYMA 06nacTAMM.

Yepes HeCKOMbKO NIET Mbl HE YBUAMM Pa3fnuunii Mexay MHOXeCTBOM Urp 1 GunbMos
W HaLWV NPeACTaBNEHUA O HAX N3MEHATCA KapAUHabHO.

Co3paHue KOHTeHTa

Mo mepe pa3sutna UE4 paspabatbiBaeTca Bce 6onblue 1 60sblue MHCTPYMEHTOB ANA CO-
3[aHNA KOHTeHTa. B nocnenHem o6HoBneHuu Epic go6asunu full polygon modelling

¢ subdivision surfaces (1 3To faxe paboTaet B pexume VR Editor), a Tak»ke UHCTPYMeHTbI
ANA PUCOBAHMWA 1 CKYNbMNTUHTA.

Takxe UE4 Tenepb nopaepxusaeT Render to Texture (RTT). icnonb3ya Material Editor,
Particle Systems 1 no6ble apyrve MHCTPYMeHTbI, AocTyrnHble B UE4, Bbl MoXeTe co3paTb
flipbook aHnmaumu, TekcTypbl 1 gpyrve 3opPeKTbl TaK XKe, Kak 1 B 4PYrnx MPUNOKEHUAX, Ta-
Kunx Kak Substance Designer unu Photoshop.

3amMeHa BCex HyXKHbIX BaM MHCTPYMEHTOB 3aiiMeT MHoro BpemeHu ana UE4, Ho nuuHo A Bce
MeHbLLUE 1 MEHbLUE MPOBOXY BpeMeH B Moux 3D-npunoxeHusx n sce 6onblue B UE4.

Cnacubo

Mop KoHel cnacr6o Tebe, [OOPLIN YnTaTenb. fl B3BOSIHOBAH CYLLECTBOBAHNEM 3TON KHUTW.

Al nbiTanca o6beauHNTL CBOU Honee ueM fecATUNIETHIE YBNEYEHWA UTPOBbIMY TEXHONOMA-
MW 1 BM3yanum3aumen, 1 3To HeBEPOATHO 3axBaTbiBatolle — HabnoaaTh, Kak MHAYCTPUA BU-
3yanm3auunmn Havasna ucnosib3oBaTb PeHAEPUHT B peanbHOM BpeMeHU, 1 B YacTHoCTn B UE4.

Al >xenato Bam Bcero Hamny4uwero B BaWWnX Ha4YMHaAHNAX U C HeTepneHnemM XAy BCce Bawn yan-
BUTEeNbHbIE TBOPEHUA N UHHOBaLU K.



OdmumarnsHoe pyKoBOACTBO MO pa3paboTke BU3yanuaaumm
Ha Unreal Engine 4.

JTa KHWUra cofepXXuT cBeeHns, HeobxoauMble No6OMY nNpodeccruoHany B 06nacTm
BM3yann3aLunu, 4106kl packpbiTb orpomHyto mowls UE4. Tom LUSHHOH — akcnept
MUpoBoOro knacca no UE4 — He TONbKO pa3bupaeT 0CHOBHbIE MOHATMS 1 KOMMOHEHTbI
Unreal Engine 4, HO 1 o6y4aeT LEJIOCTHOMY MNpOLECCY CO3[aHWA BblJAOLLMXCS
LLe1eBPOB BU3yanu3aLum, NpoBoAA NoLLAroBbIA pa3bop peanucTUyHbIX U MoAPO6HO
[OKYMEHTUPOBAaHHbIX Y4e6HbIX MPOEKTOB.

W3y4nte cTpyktypy UE4 n oBnapeite Coapaiite npeaBapuTebHYIO aHUMALNIO
cpefon pa3paboTku C NMOMOLLbH CEKBEHCOPA

OcBoiiTe npotheccuoHanbHbi UE4- Micnonb3yinTe Bu3yanbHoe
KOHBENEp 0T UCXO[HbIX JaHHbIX nporpamMmupoBaHue Ha Blueprints ans
[0 CaMOro NMpUNOXKeHNS CO3[aHNA CNOXHbIX B3aUMO/e CTBUIA

6e3 eIMHON CTPOYKM KOfia
Hay4uTeck pasnuyaTh noaxoasl UE4

N TPpaguUunOHHbIE METOObI ® Hay4uTech pa()oTaTb C OrpaHu4eHnAmMNM
BU3yann3aunn u peHaepuHra UE4 v ucnonb3oBath Ero npenmyLecrtsa
ANnA LOCTUXKeHNAA HeBEPOATHbBIX

PazpaboTanTe apkoe, Tennoe DE3y/bTaToR

0CBELL,eHNe A1 ApXUTEKTYPHON
BU3yann3aLum [ocTuraiiTe oLwenoMnsioLLero peaamusma

TOM [U3HHOH npodeccrnoHansHo pa3pabaTbiBan Urpbl, 3aHUMarncs Buayanu3aaLmen
W MHTEPAaKTUBHLIMU NPUITOXKEHWAMI Ha NPOTsHKeHW 6onee fecATn net. OH pa6oTan
CO CTYAMSMW BULEOUTp, AOMAMU BU3YanM3aLuUmn, apXUTEKTYPHBIMU U UHXKEHEPHBLIMN
KomnaHmamu, ncnonbays Unreal Engine 4.

JT1a KHUra — NpocTo WAeanbHas BO3MOXHOCTb M0MacTb B YHUKATIbHbIN MUD BU3Yann3aumy 1
AusanHa ¢ nomoubro TexHonorny Unreal Engine. HanucaHHaa npocTbimM A3bIKOM, OHa 6yAeT
110/183Ha KaK HOBUYKaM, Tak 1 TeM, KTO yxKe Ha4yas npoooBark CBOU Cibl B 3TOH chepe. KHura
[103BOJTAT PACKPBITL U IOHATH OCHOBHbIE MpeumyLecTsa TexHosornn Unreal Engine, a Takxe

cobpare CBOU NEPBbIN NMPOeKT!
Ctac Ctapbix,

0CHOBATENb W reHepanbHbIil AUPeKTop
komnaHuu VR Professionals
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