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BBEJIEHUE

Pa3zpaboTka urp — 3TO CJI0KHBIA U MHOTOTPaHHBII MPOLIECC, KOTOPbIA TpeOyeT
rTyOOKMX 3HAHWIA TPOrPaMMUPOBAHUS U YMEHUs1 paOOThl C UTPOBBIMU JBUKKamu. B
HACTOSIEE BPEMS UrPbI ABJISAIOTCA HEOTHEMJIEMOM YACThIO Pa3BJIEKATEIbHOU UHLY-
CTPUH U TIOJIB3YIOTCS OOJIBIION MOMYJISIPHOCTBIO CPeI IIMPOKOH ayIUTOPHU.

Unreal Engine (UE) — onvH U3 caMbIX NOMYJISIPHBIX UTPOBBIX IBUKKOB, KOTO-
pbIil IpeIoCTaBIsAET pa3padOTUNKAM MOIIHBIA HAOOp UHCTPYMEHTOB ISl CO3/1aHUS
UTp pa3Horo xaHpa u ypoHs cioxHocTd. UE 06bu1 co3nan komnanueit Epic Games B
1998 rony u ¢ Tex nop 3HaunTENLHO 3BOMOIMOHUpOoBAIL. Cerogusa UE sBnsercs nep-
BOKJIACCHBIM PEIeHUEM ISl pa3padOTKU Urp, O1arogapsi cBoei (pyHKIIMOHATBHOCTH,
IIPOU3BOJIUTEIILHOCTU U KAYECTBY IPapUKH.

UE ucnone3yercs s CO3aHNASA Pa3JIMYHBIX TUIIOB UIP, OT MAJEHbKUX HE3a-
BUCHUMBIX IPOEKTOB A0 KPYIHBIX AAA-UTrp. MOAAEPKUBAET UCIIONb30BAHNUE SA3BIKOB
nporpammupoBanusa C++ u Blueprint.

UE nMeeT MOLIHBIA peakTop, KOTOPBIX MTO3BOJISET CO3JaBaTh UTPOBOE OKPY-
KEHHUE U MEePCOHAKEN, YyIPABJIATh JJOTMKON UTPbl U HACTPAUBATh JETAIN T'PaUKHU.
Pa3zpaboTunku Takke MOr'yT HCIOJIb30BaTh PA3JIMYHbIe MHCTPYMEHTHI, TAaKKe KaK (u-
3UUYEeCKasi CUMYJISILIMS, CUCTEMa YaCTHUII, 3BYKOBbIE 3(p(PeKThI U ApyTrHe, YTOOBI CO3AaTh
OoJiee peaIMCTUYHBIA 1 3aXBaTHIBAIOIIUI UTPOBOM MUP.

Kpowme toro, UE npenocrasisieT pa3paboTuMKaM MUPOKKUE BO3MOKHOCTHU /IS
CO3JJaHKs1 MHOTOMOJIb30BATEJILCKUX UTP, OJ1arogapsi BCTPOEHHBIM UHCTPYMEHTaM [1J1s1
palboTHI C CETSIMU U MYJIbTUILIIEEPOM.

B nenom, Unreal Engine siBisieTcss oqHUM M3 HanOoJjee MOJHBIX M MOIIHBIX
MHCTPYMEHTOB JIJIs1 pa3pa0OTKK UTP HA CErOTHSIIHUEI eHb. OH MpeocTaBiseT pas-
padoTurKaM Bce HeOOXOJUMbIe MHCTPYMEHTHI U (PyHKIIMOHAIBHOCTD IJISI CO3JJaHUS
BBICOKOKAYECTBEHHBIX M 3aXBaTHIBAIOIIMUX UTD.

[{enbio paboTHI sABSIETCS CO3/1aHUE UrPHL. [[J11 9TOro ObUIM MOCTaBJIEHBI Clie-
AYIOLIKE 3a1a4u:

Pa3zpaboTtaTh UTPOBOTO MEPCOHAXKA.

Peann3oBath MUHUMAaJIbHBIA UTPOBOW UHTEPdEAC.
Co3pgaThp /Be JIOKAIMii, @ IMEHHO: OCTPOB U 3aMOK.
JloGaBUTh Bpara u ero rnoBe/ieHue.

Pa3zpaboTarh aHUMaIyu: MoJyuyeHre YPOoHa, CMEPTH, ylapa MeueM.
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Co3patb MHBEHTaph EPCOHAXKA.



1 IIpakTuyeckas 4acTb
1.1 Co31aHue rJ1IaBHOTO MEePCOHAKA

Co3naHue nepcoHaxa MpoUCXOQUT B BA dTara:
1. Co3nmatph kjacc urpoka Ha C++ M OnucaTh B HEM BCE KJIIOUEBBIE aTPUOYTH U
pyHk1MN.
2. Co3patpb yepTex Blueprint urpoka, ajs 6ojee yIOOHBIX MaHUMYJISIIAN TIEp-
COHAXEM.
J1J151 TJ1aBHOTO NIEPCOHAXka HY KHO peayin30BaTh (DYHKIIMU, KOTOPBIE BHITOJIHSIOT
CJIEIYIOIIUE ICUCTBUS:
1. IlepenBukeHue BOEpe U Ha3al;
2. TlepemeleHue Mo CTOpoHaMm;
3. Ber;
4. YBOpOT;
5. IloBOpOTHI KaMepBl.
[Tocne peamu3zaiuu Ha C++ HEOOXOAMMO CO3/1aTh Kjacc Blueprint ans mep-
COHaka. B HEM HYKHO IPUIATh IEPCOHAKY BHEIIIHUIA BUI:
1. Karncyiny, koTopast OTBEYaeT 3a CTOJIKHOBEHUE MEPCOHAXKA CO BCEMU JIPYTHUMU
00BEKTAMU;
2. Mesh, KOTOpBII B NOCIEACTBUM NTOMOXET PEAUIM30BaTh AHUMAIIMU MEPCOHAXKA,
a TaK’Ke€ YCTAaHOBUTb BHEIIIHUIA BU;
3. KommoneHT Character Movement, OTBeHaONIUi 3a IEpPEABUKEHUE repOs (CM.

puc 1).
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PucyHok 1 — ImaBHbII nepcoHax



1.2 Peanm3anusa pa6oTbl aHUMAHI

J1s1 TOro 4ToOBl aHUMAIMK TIEPCOHAKa padOTaIM KOPPEKTHO, HYKHO TMPey-
CMOTPETh pa3IMUHbIe CUTYaIlH, KOT/1a aHUMaIlUuy MOTJIM Obl pepBaThes. 15 mpeaoT-
BpaIlleHUsI TaKOW MpoOIeMbl Il KaXJA0W aHMMaluKi ObUTA T0OaBJICHBI pa3uJHbIC

MIPOBEPKHU U 33JIEPXKKHU, a TAKXKE 3ampeT Ha 0OpadOTKY COOBITHIA.

1.3 /lo6aBjieHne Meda

Jlist mo6aByieHUs Meva HYKHO cJieJlaTh HECKOJIbKO BEIlel:
1. Co3gaTh COKET Ha CKeJIETe UTPOKA, JIJIs KPEIUIEHUsI MeUa K IEPCOHAKY;
2. Nob6aButh koMmmnoHeHT ChildActor k Mesh mepcoHaxa;

3. PazmecTuThb B MpaBUJIBHOM IOJIOKEHUHA HA UTPOKE (CM. pUC 2).

Pucynok 2 — Ilepconax ¢ Meuem

1.4 Ilouan30BaTeabckuil HHTEPQeic
B nonp3oBatenbckoM uHTEpdeiice OyaeT oToOpax)aThCs MOJIOCKA 310POBbs U
Maruueckoi sHeprun. s peanusanuu 3Toro co3gaeTcsi BUIKET, B KOTOPOM OyaeT

0TOOpaxaTbCs JABE MOJIOCKU (CM. pUC 3).

Pucynok 3 — 310poBbe U Marnyeckasi SHeprus



1.5 HoBble annmanyu

Jl1s1 co3aHue aHMMaluMi Ucnojb3oBajack nporpamma Cascadeur. C e€ no-
MOIIBIO ObLIIM CO3JJaHbl AaHUMALIUH:
1. Ynapa meuem (cm.puc 4);
2. Ilony4yenue ypoHa (cM.puc 5);

3. CMmepTb niepcoHaxa (cM.puc 6).

PucyHok 4 — AHuManus aTakv OT Ha4aJbHOTO KJII0YA O KOHEYHOIo yaapa

PucyHok 6 — AHUManusi CMepTH MepCOHaXka Mo KJIYEBbIM KaJpaM



1.6 Co3nanue Bpara

Co3aHue BpaxecKoro nepcoHa)xa nNpoUCXOAUT B TPU dTara:
1. Hanncanue kJiacca Bpara Ha C++;
2. Peammzanuda AI-Controller s naTpyivMpOBaHUs JIOKAIUY;
3. Co3pats kiacc Blueprint mis ooJtee }7}106HI>IX MAaHUITYJIALIMI [IEPCOHAXKA.
Jl1s1 BpaskeCcKOoro nepcoHaxka Hy KHO peain30BaTh Clieaylonme (pyHKINN:
Il nepeMeleHus K NiaBHOMY IEPCOHAXKY;
J1J14 TIOMCKa UrpoKa;

HHH HaXOXACHUA IICPECCUCHUA MCKIY ABYMSA KOMIIOHCHTAMM HepCOHaﬂ(eﬁ;

il

J171s1 BBI3OBA aHMMAIAK aTaKu,

1.7 Peasm3amusa AI-Controller

AT-Controller oTBevaeT 3a ynpaBJIeHUE MOBEJECHUEM UCKYCCTBEHHOI'O WH-
TeJUIEKTa B Urpe. [ 3TOoro Hy KHO HacjieJoBaTh KJjacc ot 6azoBoro AI-Controller

Y peann30BaTh (PyHKIMIO, KOTOpasi MO3BOJISET Bpary naTpyJupoBaTh Ha BCe KapTe.

1.8 Peanm3anus kJacca nepcoHa:xka B Blueprint

[Tocne peanuzanuu Bpara Ha C++ HEOOXOOUMO cO31aTh Kjacc Blueprint. B
HETo HYKHO JT00aBUTh:
1. Kancyny, koTopast OTB€YaeT 3a CTOJIKHOBEHHE MEPCOHAXA CO BCEMU APYTUMU
00BEKTAMU;
2. Mesh, KOTOpBIIA B NOCIAEACTBUM MTOMOXET PEAUTM30BATh AHUMALIMU MEPCOHAXKA,
a TaK)Ke YCTAHOBUThb BHEIIIHUI BU/I;
3. KommoneHT Character Movement, OTBEYAIOIINIA 32 MEPEIBUKEHUAE TE€POSL.

4. A takxe BO BKJajiKe Pawn HyHO BbIOpaTh co3qaHHblii AI-Controller (cM.puc 7).

+

® FialEnemy (Self)

Pucynok 7 — Input



1.9 peanu3anusa aHUMaun

[Ipu nomomy BCTPOEHHOTO B IBUKOK MHCTPYMEHTA IJIs1 CO3/1aHUS aHUMAalUH,
ObUTU CO3J1aHbl PA3JIMYHbIE COCTOSIHUS: CTIOKOMCTBUSI, XOAbOBI, Oera, MpbiKKa, yBOPO-
Ta, yaapa. [lanee npu nomouiu kiacca Blueprint, KoTopslil paboTaeT ¢ aHUMalUsIMH,

HY>KHO yKa3aTh YCJIOBHUS [IEPEXO0/ia U3 OIHON aHMMAallMK B IPYTYIO.

1.10 Co3aanne HOBOHM JIOKALINH

CospaHue JoKaluii MpOMCXOAUT BO BHYTPEHHEM penakTope ypoBHei. C mo-
MOIIbI0O MHCTPYMEHTOB CKYJIBIITUHIA CO3aeTCs JaHamadTt KapT. B BcTpoeHHOM Ma-
rasuHe OeCIUIaTHOIO KOHTEHTA Hy)KHO CKayaTh MaTepualibl Ui JaHJiadTa 1 3aMKa.
[Tpu momomM crenuagbHOro IUIarvHa Ha JIoKauuio goOasisieTcst o3epo. s Toro
YTOOBI MOCTPOUTH 3aMOK, HY)KHO COEAMHSATh MaTepUalibl TaK YTOObI 00pa30BaIUCh

YaCTH 3aMKa, a II0TOM YK€ COSIMHUTh UX B €IMHOE 11eJI0e (CM. pUC 8).

PucyHnok 8 — ®duHasbHbINA BUJ HOBOH JIOKALIMA

Takske OblJIa cO3/1aHa JIOKAIUsS OCTPOB (CM. puc 9).



PucyHok 9 — ®uHanbHbIN BUI OCTPOBA

1.11 Co3panue nHBeHTAPSI

NHBeHTaph — 3TO MECTO, I1Ie XPAHATCS MPEeIMEThl, KOTOpPbIE MEPCOHAXK MO-
KEeT UCTOJIb30BaTh B mpoiiecce urpbl. OH NpeAcTaBiIseT U3 ceds MacCUB NPEeIMETOB,
KOTOPBIE MOTYT OBITh TOCTYITHBI B HTPHI.

[Tpexpae yem co3gaBaTh MHBEHTAPh, HYKHO CO3AaTh KJIacC MIpeaMeTa, KOTOPbIH
OyzeT SIBAATHCS POAUTEIBLCKUM KJIACCOM IS BCEX MOCeAYIOINUX MpeaMeToB. B Hem
HY’KHO yKa3aTh OOIIMe NepeMeHHbIe, a UMEHHO:

1. TekcToBO€E OINMUCaHUE MPU KUCIIOJIL30BAHUH;

2. Tekctypa 1151 0oTOOpakeHUs MpeaMeTa B MIHBEHTapE;
3. HasBanwe;

4. Onucanue;

5. Bec;

Hanee co3math mpeaMeT ebl, KOTOPBI OyIeT BOCHOIHATH 3I0POBbE MEPCO-
HaXka TIPY UCMOJb30BaHUU. [ 3TOro HYXHO yHACJeJ0BaTh POAMTENILCKUI KJacc
npeaMeTa U J100aBUTh MEPEMEHHYI0 30pOBbe. [I0TOM HYyXHO peam3oBaTh (PyHK-
1IUI0, KOTOpasl JIEUUT MePCOHa)Xa, KOTOPHIA UCIOJIb30BAJI JaHHBIN MTPeaMET.

JlJ1s1 co3aHusl MHBEHTapsl UCToNb3yeTcs Kiacc Actor ,Component. Ero oco-
OCHHOCTh 3aKJIIOUAETCS B TOM, YTO OH MOXET OBITh MPUKPETUIEHHBIM K IEPCOHAKY.
Jlanee HyKHO CO3/1aTh NIEPEMEHHbIE:

1. DefaultItems — MaccuB NMPEIMETOB MO YMOTYAHUIO;



2. Capacity — ompenessieT BMECTUMOCTD;
3. IlepemeHHy10, KOTOpasi OOHOBJISIET BUIKET MHBEHTAPSI;
4. Texyiuii MacCUB MPEIMETOB.
A Takke HaJlo 100aBUTDH (PYHKIIMU, KOTOPBIE PEATU3YIOT TaKUe IeACTBUS KaK:
noOaBJieHre U yaaJeHue mpeaMera.
Jasiee HY>KHO CO3/1aTh JABa BUKETa, 711 OTOOpaKeHUs] THBEHTapsl U TIpeIMe-

TOB B HEM (cM. puc 10).

r ltems
Click to use

Pucynok 10 — Buixet uHBeHTaps U npejaMera

Tak:ke ObLTO peaanM30BaHa MOJCKAa3Ka, KOrIa HaBOIUIITh MBIIITKOR Ha TIpe/IMeT B
MHBEHTApE, TO BBICKAKMBACT TEKCTOBOE COOOIICHHE O HA3BaHWM, OIMCAHUU U O TOM

KaK €10 MOXHO HCIIOJIb30BAaTh.
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SARJ/IIOYEHUE

B 3ak/mo4yeHrd MOXHO OTMETUTb, YTO pa3padOTKa UTp SIBJISIETCS CJIOKHBIM
Y TPYAOEMKHUM TIPOIIECCOM, KOTOPBIH TpeOyeT OT pa3pabOTUYMKOB ITyOOKUX 3HAHUIA
MIPOrpaMMUPOBaHUSI U yMeHUs padoThl ¢ urpoBbiMu aBMAkKaMu. Unreal Engine (UE)
ABJIAETCA OJHUM M3 CaMbIX IOIMYJISIPHBIX UIPOBBIX JIBUKKOB, KOTOPBIA MPENOCTAB-
JISleT MOIIHBIA HAaOOp MHCTPYMEHTOB ISl CO3[IaHUSI UIP PA3HOTO KaHpa U YPOBHS
cinoxHOCcTH. UE nmeeT MOIIHBINA pelakTop, KOTOPBIX IMO3BOISAET CO3/1aBaTh UTPOBOE
OKpY’KE€HHE U NEPCOHAKEN, YIIPABJIATD JJIOTMKOW UI'PBl U HACTPauBaTh JeTaIU Irpapu-
KHU.
Llenbio aHHOM pabOTHI ABSETCS paclpeHue (PyHKIIMOHATA UTPbI, YTO BKIIIO-
JaeT B ce0s1 yCcTpaHEeHHUe CYIIeCTBYIOIINX Oaros, J00aBIEHNE BPAaroB U UX MOBEICHMS,
a Take pa3pabOTKy HOBbIX aHMManuii. B cBoio ouepenn, Unreal Engine npenoctas-
JseT pa3padoTYMKaM Bce HEOOXOAMMbIE MHCTPYMEHTHI U (PYyHKIIMOHAILHOCTD IS
CO3/1aHMs1 BBICOKOKAYECTBEHHBIX M 3aXBaThIBAKIIMX UIp. biarogapsa mmpokum Bo3-
MOKHOCTSIM [JJI1 CO3[JaHMs] MHOT'OIIOJIb30BaTeNbcKuX Urp, UE 3HaunTebHO pacium-
pseT ayAUTOPUIO UT'P, KOTOPbIE MOTYT OBITh CO3/1aHbl HA ITOM I1aThOpMe.
B pesynbTaTe BbINONHEHUS pa0OTh OblIa CO3/1aHA, a TAKKE BBITIOJIHEHBI CIEAY-
IOIIME 3a/1a4HU:
— PazpaboTraH UrpoBoii mepcoHax.
— PeannzoBoBaH MUHUMAaJIbHBINA UHTEPQEAC.
— Co3paHbl ABe JOKaUi, a UIMEHHO: OCTPOB U 3aMOK.
— JloGaBieH Bpara u ero rnoBeieHue.
— Co3aHbl HOBbIE AHUMAlMK, & UMEHHO:
— Ilonydenue ypona
— CmepTth
— VYnapa meuem
— Peann3oBan uHBEHTApD.
W3 yero MOXHO cJenaTh BBIBOJ, YTO BCE 3aJa4d ObLIM peaju30BaHbl, a 3TO

3HA4YUT, YTO IIOCTABJICHHAA LICJIb Obla YCIICHIHO BBIINIOJIHCHA.
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