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The development was performed using the node-based visual programming language Blueprint.

Keywords: game engine, Unreal Engine 4, functionality, script, node-based visual
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Beenenne. B HacTosiee BpeMsi HabmojaeTcsi BCE BO3pACcTAOLIMI HHTepec pa3pabOoTUYMKOB
IIPOrpaMMHOro obecrieueHus k cdepe pa3pabOTKH KOMIBIOTEPHBIX UTP U APYIMX MHTEPAKTHBHBIX
pasBiedyeHuid. ['aBHBIM 00pa3oM 53TO CBSI3aHO C BO3pOCILIEH MOMYJISPHOCTBIO WUIP BO BpEMs
nangemMun B 2020 romy, Korja Urpbl CTaJIM CBOETO POJia albTE€pHATUBOM JPYTUM BHJIaM JOCYyTa.
OnHako MHOTHE AQHAMTHYECKHE HWCTOYHUKH [1] yTBepKAAKOT, YTO TEHACHIMS K POCTY
MOMYJSIPHOCTH BHJEOUTp OyIeT coxpaHsAThcs M B janbHeimeMm. Tak, B 2021 roxy o0bem
POCCHIICKOTO pBIHKA BUACOUTp goctur 177,4 mapa pyOeit, moka3aB yBEIUYCHHE 110 CPABHEHUIO C
cooTBeTcTBytomUMHU utoramu 2020 rona Ha 9% [2]. [loaToMy cpeau pa3paboOTUUKOB MPHIIOKEHUN
BCE OOJIBLIYIO aKTyaJbHOCTh NMPUOOPETAeT M3yue€HHE OCHOBHBIX MPUHIMIIOB PabOOThl B UIPOBBIX
JIBUKKAX, a TaKKe CO3/IaHhe TPUIIOKEHUH B HUX C TMPUMEHEHHUEM S3BIKOB BH3YyaJbHOTO
MIPOTpaMMHUPOBAHUSI.

TakuM o00pa3oM, JaHHOE HCCIeAOBaHUE, IOCBALICHHOE PAaCCMOTPEHHUIO pealu3aluu
TECTOBOI'O HIPOBOTO NPUIOKEHHUS, MPEAHA3HAYCHHOTO JUIsl TEPCOHAIBHBIX KOMITBIOTEPOB, Ha
BU3YAJILHOM $SI3bIKE NMPOTPaMMHUPOBAHUS C IPUMEHEHHUEM B KauecTBE CPeIbl pa3pabOTKU UTPOBOTO

ABWXXKA ABJISICTCA aKTYaJIbHBIM.



JUis nocTHXKEeHMs STOM L€ ObUIM OCTABIIEHBI U PEIIECHBI CIEAYIOUINE 3aJauu:

— BBIIOJHHUTH aHAINU3 HanOoJiee MOIMYJSPHBIX UTPOBBIX JBM)KKOB M HA €r0 OCHOBE CIENaTh
BBIOOp ONITUMANILHON Cpe/ibl pa3padoTKH;

— paccMOTpeTb OCOOEHHOCTHU MCIIOJIb30BaHMS A3bIKOB BU3yalbHOI'O IPOrPaMMHUPOBAHNS;

— peanu3oBaTh OCHOBHbIE (DYHKIIMU pa3padaThIBAEMOI0 MPUII0KEHUS.

AHaIU3 WUrpoOBBIX [BH:KKOB. WrpoBoil JBMKOK — OCOOBIM Kiacc MNPOrpaMMHOIO
o0ecrieyeHrsi, KOTOPBI HCHOJB3YeTCsl B KauecTBE Cpelbl pa3pabOTKH HMIPOBBIX IMPHIIOKEHHH.
CoBpeMeHHbIE Pa3pabOTUUKU BUAECOUID Yallle BCETrO HMCIOJIB3YIOT CIEIYIOLIUME UIPOBBIE JABHKKHU:
CryEngine, Unity, Unreal Engine. Kaxplii U3 HUX MMeeT CBOM OCOOEHHOCTH, HO B TOXE BpeMs
CYIIECTBYIOT M OOIIME YepThl, KOTOpPbIE IO3BOJIAIOT CO37aBaTh IMPOEKTHI BBICOKOTO YPOBHI.
ABTOpamu OBLTH U3y4eHBI OCHOBHBIE IPUHIUITEI PA0OTHI B KAKIOW U3 TaHHBIX Cpesl pa3paboTKH, a

TaKoKC HpOBe,I[éH Hux CpaBHI/ITeJIBHHﬁ aHaJIn3, OCHOBHBLIC PE3YJIbTATbBI KOTOPOTO IPUBCACHBI B

Tabimue 1.
Tabmuma 1
CpaBHeHHe UTPOBBIX IBUKKOB
CryEngine Unity Unreal Engine
JIunen3us VcioBHO- YcinoBHO- VYcioBHO-OecIiaTHAs
OecruiaTHast OecruraTHas
S3BIK TpOrpaMMHUpPOBAHUS C++ CH# C++
BuzyanbHas cucrema Flow Graph Bolt — Tpebyercs Blueprint
IPOTPaMMHUPOBAHIS TTOKYTIKA
Buenpenne 3D mopeneli B IBIKOK + + +
bubmmoTeka acceToB MarnenbKast Bonpmas Bonpias
Onrumusanus + - +/-
KpoccrnnardopmeHnocts Windows, PS, Windows, 10S, Windows, 10S, Android,
XBOX Android PS, XBOX
TectupoBanue B peaibHOM + + +
BpEMCHHU
Jomomautensroe [10 amns paboTer - + -
YyeOHbIe TOCOOUS - + +
S3bIk uHTEpPetica AHTIMACKuN AHIIMACKAN AHTIMiAcKun
Texnnueckas noaaepKKa - + +

Takum 06pazom, B pe3yibTaTe MPOBEIEHHOTO CPABHUTEIFHOTO aHAIN3a B Ka4ecTBE Hanboee
MOJXOJSIIEr0 JUIs pa3paboTKH TECTOBOTO NMPHIIOKEHUS ObLT BhIOpaH HMIpoBoil nBMXOK «Unreal

Enginey, siBasttoriuiicss 6€30rOBOPOYHBIM JIUACPOM CPEIN BCEX aHAJIOTOB.
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Unreal Engine. B gactaoctu, «Unreal Engine» Obl1 BeIOpaH aBTOpamMu Oarojapsi CBOEH
JOCTYITHOCTH (SIBIISIETCS YCIOBHO-OECTIJIATHBIM) W OOJBIIMM KOJHYECTBOM BO3MOXKHOCTEH, 3a
KOTOpBIE B APYTUX JBMKKAX MPHUIILIOCH ObI IOTIJIAYMBATh, HAIPUMED, 38 BU3YaIbHbIH OJOKOBBIN S3BIK
nporpamMmupoBanus «Blueprinty, kotopslii obsierdaetT u ycKopsieT MpoIece HallUCaHHs KOJa ¥ He
TpeOyeT ocoObix 3HaHMi C++, sA3bIKa MPOrpaMMMPOBAHUS, MOAJEPKUBAEMOrO JUIsl HAllUCAHUS
ckpuntoB B «Unreal Engine». Kpome TOro, maHHbIi JIBHKOK HMEET JOCTAaTOYHO OOJBIIOE
KOJIMYECTBO YYEOHBIX IOCOOHMI W BO3MOXHOCTH OOpPAaTHTBCA B TEXIOIACPKKY MO PEIICHHIO
BO3HUKILICH POOIEMBI HJIH 32 ITOJIyYCHUEM JOMOIHUTEIbHON nHpopMmanun [3].

Cnenyer y4yuTbIBaTh, YTO Ul IOJHOLIEHHON CTaOMIbHOM paboThl B JaHHOM cpene
pa3paboTKK HAa KOMIIbIOTEPE HEOOXOAMMO BBITOJHEHHE CIEAYIONIMX CHCTEMHBIX TPEOOBAaHUM IS
OIepaIMOHHBIX cucTteM cemerictBa Windows [4]:

— omneparnuonnas cucrema: Windows 10 64-bit;

— mporeccop: Intel umu AMD 4 sapa u 6osee, TaktoBas unctoTa 2,5 I'T'i win BeIe;

— omeparuBHas namsth: 8 I'b;

— BuaeokapTa: copmectumast ¢ DirectX 11 uau DirectX 12;

— 22 I'b cB0OOIHOrO MecTa Ha KECTKOM JIUCKE.

Jlnst Hanucanust QyHKIIMOHANBHBIX CKpUnTOB mporpamma «Unreal Engine» moanepxuBaer
JBa si3bIKa mporpammupoBanust: «C++» u «Blueprinty. J{ns pa3paboTku nporpaMMbl aBTOPaMu ObLIO
MPUHSTO PELICHUE UCTIONB30BaTh SA3bIK IporpammupoBanus «Blueprinty.

Blueprint. «Blueprint» — ctporo THMU3HMPOBaHHBIN BU3YalbHBI CKPUITOBBINA SI3BIK, C
MOMOIIIbI0 KOTOPOTO MOXHO OMMCATh JOTMKY NMPHIOKEHUS 000 CII0KHOCTH 0€3 NCIOIb30BaHUS
S3BIKOB TIpOrpaMMUpoBanus. Jpyrumu cioBamu, 310 TOT ke C++, HO B Oosee ynoOHOM GI09HOM
Bujzie [5]. T'maBHBIM IIFOCOM TaKOTO SI3bIKa SIBJISETCS MPOCTOTA MPHU €ro MCIOIb30BaHUU. BmecTo
HalMCaHUs KoJa MpeasaaraeTcss BO3MOXHOCTh COCTaBISATh CHUCTEMbI M3 JIoTHUecKux OsokoB. C
MOMOIIBIO TAKOH CUCTEMBI MOXKHO «COOPATh» MpOorpamMmy J1000# CI0XKHOCTH, INTABHOE — TOHUMATh
OCHOBHBIE MPHHITUITBI 00bEKTHO-OPHEHTHPOBAHHOTO TIpOorpaMMupoBanus [6].

OnHako, y JaHHOTO sI3bIKa MPOTPAMMHUPOBAHHS TAaK)Ke €CTh M HEJIOCTaTKH. B wacTtHOCTH,
OJTHUM U3 €ro HEJOCTaTKOB SIBJSIETCS TPOMO3JKOCTH, T.K. NMPH COCTABJIEHUU NPOCTOrO JACUCTBUS
HE00XO0AMMO UCTIOIb30BaHNE HECKOJIBKUX OJIOKOB, a MPU HATMYHH OOJBIIOrO KOJMUYECTBA ONepaluit
crcreMa OBICTPO CTAHOBHTCS CITUIIIKOM HATPY>KEHHOW M TPYAHOU JUIS BOCTIPHSITHSI.

Peasn3oBaHHbli (PYHKIMOHAJ NPUIOKEeHUs. ABTOpaMHU ObLIM peaIn30BaHbI CIEIYIOIINE
OCHOBHBIC (DYHKIIMOHAIBHBIE BO3MOXHOCTH pa3padaThblBaeMOI0 IPHIOKEHUS, IO03BOJISAIOINE
MOJIb30BATENI0 OCYIIECTBIIATH YIIPABICHUE TIIaBHBIM MEPCOHAXKEM.

1) VYmpaBieHue UTPOBBIM MEPCOHAKEM



B nepByto ouepenpb nepes co3iaHueM JIOTUKH MepeIBUKEHUS IEPCOHAXKA B UTPOBOM JIBUIKKE
OBUTH OIpENIeJICHBl U HACTPOCHBI KIIABUIIHM, KOTOPBIE NPH HAXKATHH BBI3BIBAIOT OINPEACIEHHOE

nevicteue (puc. 1).

4 Action Mappings + @
O
[, [ et snir B snirt [ ctrl [ At [ cmd [l X

2= | Right Shift ad shift [ Cirl [ Al [ cd [ X
Y sitDown + X

O ECTTI R

4 Axis Mappings 4 @

PR | ookUp

- Mouse Y

el Turn

) MoveForvard +
] 5 -
W

LF

F N MoveRight

Puc. 1. BeiOop 1 HacTpo¥iKa KIaBHIIL.

Taxkum o06pa3om, nepcoHax OyAeT MepeJBUraThCs Bepé/Ha3aa NpU HAXKaTUHM Ha KIaBHILIN
«W»/«S», a Taxke BIPaBO/BIEBO NMPHU HAXATUW HA KiIaBUIIK «D»/«Ay. CunThIBaHWE CHTHala C

KJIABHATYPhI PEaM30BAHO CIEAYIOIUM 00pa3oMm (puc. 2).

" J Get Control Rotation & InputAxis MoveForvard 77 Is Alive? Do Can? /" Add Movement Input

— P = PN Do Can |p <
Target | self | Return Value @ . »
\ Axis Value @

r——‘ Target [self
\ Break Rotator J Get Forward Vector @ World Direction

@ Rotation X (Roll) O» @ In Rot Return Value @ @ Scale Value

Force ()

Y (Pitch) O»

Z (Yaw) @&
@ In Rot Return Value @

J Add Movement Input

"3~ Make Rotator . <© InputAxis MoveRight 7% 15 Alive? Do Can?

O X (Roll) [0,0 | Return Value @ P = Pn Do Can P
O Y (Pitch) [0, Axis Value @ Target [self |
® Z (Yaw) » World Direction

» Scale Value

Force ()

Puc. 2. Moaynb TOTUKY YIpaBiIeHUs TIaBHBIM IIEPCOHAKEM.
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st Gosee peaqMCTUYHOTO MUTPOBOTO IMporiecca Oblia 100aBIeHa BO3ZMOXHOCTh BpaICHUS
KaMepoii ¢ TOMOIIbI0 MbITIIH. BekTop X oTBe4aeT 3a OBOPOT BJIEBO/BIPABO, BEKTOP Y - 332 TOBOPOT
BBEpX/BHU3. B JaHHOM ciyyae HaMm HYXXHO HOJy4aTh TEKYyIIHe 3HAYEHUS OCEH MBIIM U BpallaTh

KaMepy B 3aBUCHUMOCTH OT €€ BIKeHus (puc. 3).

, —
< InputAxis Turn '} Is Alive? Do Can? _J Add Controller Yaw Input
P - Pbn Do Can

D
Axis Value @

~ .’ .b

» % \ Target | self |
Sence @~ @ Add pin + '

® Val

- T T ———— 5
€ InputAxis LookUp '} Is Alive? Do Can? | Add Controller Pitch Input
P - Pbn Do Can P

SN
Axis Value @
.» == .‘
A
Add pin +

/'v—‘ .'
Sence @

Puc. 3. Moaynb TOTHKY YIIPaBIIEHUS KAMEPO.

Jlns Oera W mepenBHKEHHUS TMEPCOHAXKAa B TIOJNOKEHUU «IOJYMPHUCEI» aBTOpaMu ObLIN
peann30BaHbl OT/EIbHBIE MOAYIH JOTHKH (puc. 4, 5). OCHOBHas JIOTHKA TMOCTPOCHHUST OJOKOBOW
CUCTEMBI JUI QYHKIIMH «Oer» COCTOUT B CIEAYIOLIEM: H3HAYAIbHO HE00X0IMMO OIIPEIETUTh, KAKOBa
CKOpOCTh TepcoHaxa. Jlayee, mMpu HaXaTHH W yaepKUBaHUM 000 kimauim Shift, 3amaércs
3HauUeHUE CKOpocTH Oera/miara mepcoHaka MyTéM MpUOABICHUS/BBIYUTAHUS YCKOPEHHUS K
MOJIyYYEHHOMY Ha MpeIblaylieM Iiare pe3yibTary. [lepenBukeHUE B MOJOKEHUU «IOJIYIPUCE
MIPOUCXOJUT TOCJE MOJYyYEHHUS] CUTHAJA O CMEHE IOJOXKEHHUS NepCOHaXa, T.€. MOCiIe HaKaTus Ha

KJIaBUIY C, IIpHU 5TOM CKOPOCTH NICPECABHUIKCHUSA CAMOTI'0 IICPCOHAKAa CTAHOBUTCA MCIJICHHCC.

< InputAction Run % Is Alive? Do Can? SET

—»
Pressed p == B In Do Can ——/_

@ Max Walk Speed

\ % Is Alive? Do Can? ' ® Target
' 3

1}
Pnn Do Can P Add pin +

Released [P

Key

T
SET

-~ = T — ]
Character Movement Target Max Walk Speed @ ; »
@ Max Walk Speed

o Target

7T—
Acceleration @
R —
Character Movement

Puc. 4. Mogynb TOTHKH, OTBEYAIONINH 32 OBICTPOE TepeABIKEHUE TIEPCOHAXKA.



€ InputAction SitDown L T ; Is Alive? Do Can? V Flip Flop _J Crouch ¢ > SET o

B / @ Max Walk Speed

Pressed p = B In DoCanlp = B

Released > Target

Key

o — - D ——
Character Movement Target Max Walk Speed @

T ——
SET
=

Slowing @ /
B @ Max Walk Speed

Target

Puc. 5. Moaynp nOruKky, OTBEUAIOIINN 33 IEPEABIKEHHE IEPCOHAXKA B MOJOKEHUH «TIOIYIIPUCEI.

2) Bumpker mikain )KM3HEHHBIX [TOKa3aTeleit

J1st BU3yaIbHOTO MPEICTABICHUS CIICUAIBHBIX YUCICHHBIX MTOKa3aTesei « BBIHOCIHMBOCThY
n «Paccynok», peann3yeMbIX B TECTOBOM UTPOBOM IPUIIOKEHUH, aBTOPAMHU MCTIOIB3YETCS BHJIKET.
Bumker (widget) npencraBiser co0oit ameMeHT rpaduyeckoro wuHTepdeiica monb3oBaTens,
ucnojb3yeMslii B porpamme «Unreal Engine» s coznaHusi 4enoBeKO-MaIIMHHOTO HHTepdeiica
nporpamMmsl. J{Jst 3TOro nmepBoHAYaNbHO CO3/MAETCS IU3aliH BUDKETA, B KOTOPBIN JOOABIISIOTCS BCE
HE00XO/AMMbIe KOMIIOHEHTHI U3 BCTPOCHHBIX B MTPOBOM JIBUKOK 3J€MEHTOB, Hampumep, «llomoca
nporpeccay, «TekcroBoe none» u T.11. (puc. 6). Jlanee ¢ momomipto s3bika «Blueprint» peamusyercs
JIoTHKa paboThl BUIDKETA, T.€. TOOABISIOTCA OTKJIMKU Ha omnpenenéHHble aeicTBus (puc. 7-9). Ha
3aKIIFOYUTEIIHFHOM JTAle YCTAHABIIMBACTCS COOBITHE, IIO3BOJISIONIEE UTPOKY OTKPBITH ONPEIEIEHHBIN

BH/DKET B Mporiecce paboTsl npuitoxkerus (puc. 10).

R J@] 4 [ [ sereen size - Jeustom- JERT o0~ L

JEndurancePB
A [z [H tal Box]
[Endurance] "0"
[T [Text] */"
[T [MaxEndurance] "0"

Puc. 6. Co3nanue unrepdeiica Bumxera «l1kaibl )KU3HESHHBIX [TOKa3aTEICH.



i) = Sa S S
< Event Tick Sanity | SetText (Text)
| 4

In Delta Time O

My Geometry Max Sanity J SetText (Text)
Target

J Get Stats » @ InText
J Get Player Character Ut et et bt S
» @ In Text Max Endurance

Player Index 7| Return Value
2 Target

J SetPercent J SetText (Text)
»+ Cast To ThirdPersonCharacter Sanity Pr
As Third Person Character Max Endurance @ [ » — >
Enduran Target Target

N

Endurance Progress Bar @ \ @ In Percent @ InText

Target

Sanity PB — —
J SetText (Text) J SetPercent
Endurance
b »P— >
g - Target Target
Endurance PB - L

nTex » In Percen
In Text /.lF ent

r——

Puc. 7. Monyns 10oTruKy niepeaady 3Ha4€HUH )KU3HEHHBIX IT0Ka3aTeel

B BukeTe «l1Ixaipl >)KH3HEHHBIX IT0Ka3aTeIein.

Max Sanity @ 3 J Truncate | ToText (integer) = Get Stats
@A Return Value @ P Val Return Val D »

v

Sanity @ J Truncate J ToText (integer)
\

® A Return Va 3 @ Value Return Value @ B Return Node

»
Sanity @ J Normalize to Range _

@ Value Return Value @
Max Sanity @ ©» Range Min \

v

Max Sanity

@ Range Max

- ~ @ Endurance
Max Endurance @ J Truncate J ToText (integer)
@ Endurance Progress Bar
® A Return Value @ @\ Return Val

v

Endurance .»7 J Truncate | ToText (integer)

@A Return Value @ @ Value Return Value @

v

Endurance @ f Normalize to Range
@ Value Return Value @

Max Endurance @ © Range Min

= Set Stats . SET
~»
> @ Max Sanity

Max Sanity @
z EHEITEEEI R @ Sani
Sanity @ 2
Max Endurance @

Endurance @

Puc. 9. Mozayss TOTHKY 3aITUCH 3HAYEHUH JKU3HEHHBIX TTOKa3aTEeNeH.
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© Event BeginPlay B8 Create Main Widget Widget ' _f Add to Viewport

P =P B
\.

Class MainV Return Value
Target
Owning Player

Puc. 10. HactpanBaemoe coOprTre mmst BumkeTa «l1Ikanpl >KM3HEHHBIX TTOKa3aTemen.

3) OroOpakeHHe )KU3HCHHBIX IMOKA3aTeNICH TITaBHOTO MEPCOHaKa

Bo MHOTHX UTpax BRIHOCIMBOCTh MEPCOHAXKA 3aBUCUT OT CKOPOCTU TPOXOXKICHUS YPOBHEH,
npuuéM TOJ CKOPOCTBIO IOApPAa3yMeBAaeTCsl CKOpPOCTh Imara/bera mepcoHaxka. Tak B
pa3pabaTbiBaeMOM TECTOBOM MPUIOKEHUH TMpPU TEPEABIKEHUU IEepPCOHaka B pekuMe «Oer»
TepsieTcsl BHIHOCIMBOCTh. Korma e€ xommdecTBO nocturaeT oTMeTKH «0», MepcoHax mepecTact
NepCABUTATHCS B PCIKHUME ((6CF». KoanuecTBO BEIHOCIMBOCTH aBTOMATHYECKU BOCCTAaHABJIMBACTCS

IPH YCIIOBHH, €CIIH EPCOHAX MepeABUTraeTCsi OOBIYHBIM Hiarom (puc. 11).

Character Movement

. —_— —_——
© Event Tick < Branch < Branch > SET
P — True P

O Max Walk Speed
Delta Seconds O» Condition False [
Target

Canfun . "B r—s ©

-»
Completed =

Target Endurance @ .—» / @ Endurance

Stats o [10 Add pin +

—

SET

Target

J Delay c

B True > / B Completed P

= ’
Condition False O» Duration

Target Max Endurance @

Y

@ Endurance

Target

Puc. 11. MO,Z[YJ'H) JIOTUKHU I peain3aliui UrpoBOro MExaHu3mMa «BbIHOCIIUBOCTD.

[MpuHIMT pabOTH MEXaHW3Ma «PACCYIOK» B PacCMATPHUBACMOM MPUIIOKECHUN aHAIOTHYCH
MEXaHU3My «37I0POBbE» IEepCOHaka B MOMOOHBIX WIPOBBIX MporpamMmax. beima peamn3oBaHa
CIIEAYIOIIasl JIOTHKA PAacCMaTPUBAEMOM OMIMM: IOCIE CTOJKHOBEHHsS MEPCOHAXKa C HEUTPOBBIMU
nepcoHaxxamu (TIOJIyYCHUE YPOHA) 3HAUCHHE paccyika cHuxkaercs (puc. 12), B ciiyyae TOCTHKCHUS

IIKAJION «paccymok» oTMeTkH «0» — rmepcoHax morubaer (puc. 13).



# Do Damage _Branch
» ——MmM8M8 ™ » True D

Damage @ Is Dead? Condition False p ——— __ » —

—

@ Sanity

Sanity @ : (

f Select Float
O Al0 (j| Return Value @
® B

Pick A

Puc. 12. Monynp TOTUKH 11 HAHECEHHS YPOHA MEPCOHAXKY.

{_ Branch & Death

Add pin =+ > True B N >

Condition False )

s Dead? jl"' T € Event Tick Target o6t
]

Delta Seconds O»

Puc. 13. Moaysb JOrukH BeI30Ba COOBITHSI CMEPTH NIEPCOHAXKA.

MEpTBBIii TEPCOHAXK HE MOXKET COBEpIIATh KAKUX-JINOO JeHCTBU, IO3TOMY aBTOpaMu ObLIa
co3JlaHa (PyHKLUs JUId IPEeOTBpAILEHHs TaKUuX cuTyanuil. JlaHHas pyHKIUSA IPOBEPSET COCTOSIHUE

MEePCOHAXKA U B CIIydae ero CMepTH OJIOKHPYeT JIoObIe ero aBikeHus (puc. 14).

& Inputs {_ Branch # Outputs

ngp = P True [

- . Condition False |
Target Is Dead?

P Do Can

/

Puc. 14 Monynb TOTHKH GJIOKMPOBKH JIOOBIX JEHCTBUI MEPCOHAXKA B CIIydae €ro CMEPTH.



4) Paspymicare 00bEKTOB

Wnornaa nonp3oBarento HE00X0AUMO OyIeT HAUTH ONpeAeIEHHbIE IPEAMETHI B peaIn3yeMOM
MPUIIOKECHUU [T aibHeiel paboTel B HEM. J{1s yCIOKHEHHUS MTOMCKA JaHHBIC MPEIMETHl OyayT
CHpsATaHbl BHYTPU JPYI'MX, Hampumep, B Baze. UTOObI AOCTaTh MX, MEPCOHAX JOJDKEH pa3OUTh
JAHHYIO Ba3y WIH, IPYTUMHU CIIOBAMHU, Pa3pYIIUTh OOBEKT.

UroObl mpH B3aMMOJACHCTBHM C OINpPEACIEHHBIM OOBEKTOM TJIABHBIH TE€pPOH MOI ero
pa3pyuInTh, IEPBOHAYATEHO MOTPEOOBATIOCH CO3/IaTh U HACTPOUTH pa3pyliaeMblii 00beKT (puc. 15,
KPacCHBIM IPSMOYTOJIBHUKOM 0003HAa4YeH TPUITEP paspyLIeHHsI 00bEKTa, KENTHIM IPSIMOYTOJIbHUKOM
— KOJIMYECTBO yacTel, Ha KOTOpbIe pacnaaércss o0BbEKT NP CTOJIKHOBeHHH). Jlanee aBTopamu Oblia
peann3oBaHa JIOTHKA, MMO3BOJISIONIAst OOBEKTY, Pa3pyIIMTCS MPH B3aUMOJCHCTBHU C MEPCOHAXKEM

(puc. 16).

Destructible Settings Chunk Parameters
Search Details
4 Damage

Damage Threshold a

Damage Spread

Impact Damage

Enable Impact Damage )

Default Impact Damage Depth

Custom Impact Resistance =

Fracture Settings

4 Voronoi

p General

Puc. 15. Co3znanme u HacTpolika pa3pymaemMoro o0beKTa.

< Event Hit »+ Cast To DestructibleActor . f Apply Radius | D:m:g;

R b |
| .e r
My Comp Object Cast Failed [
Target

O Base Damage [50.0

Other As Destructible Actor

Other Comp

Damage Radius | 30,0

Hit Normal O» O Impulse Strength [0,0]

Normal Impulse O» Full Damage ()
Hit

Hit Location @

Self Moved Target Destructible Component / @ Hurt Origin
O

Puc. 16. MOI[YJ'H: JIOTUKHU pa3pyHICHUA 00BeKTa OpU CTOJIKHOBCHHUHU C T'IaBHBIM IICPCOHAKEM.
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3akaouenue. Bce 3aaa4u, MOCTaBJICHHBIC B paMKaX JAaHHOI'O UCCJIICIOBAHUAA, ObLIN PCIICHEL.

PesynbraTroM paboThl sBIsSETCS pa3pabOTaHHOE TECTOBOE HIPOBOE IMPHIIOKEHHUE C OMHCAHHBIM

(yHKIIMOHATIOM, MO3BOJHMBILEE B MPOIECCE CBOCH peain3allid U3yYUTh OCHOBHBIC MPUHIIMIIBI

pabotel B urpoBom nBmwxkke «Unreal Engine», a Taxke 0COOCHHOCTH MPOrpaMMHUPOBAHUS Ha

BU3YaJIbHOM s3bIKe IporpammupoBanus «Blueprinty.
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