[TTABA 1

HAYAJI0 PABOTHI
C UNREAL ENGINE

Jlo6po MoKaIoBaTh B 3aXBaThIBAIOIIIIT MUP BUPTYaJIbHBIX (DUIbMOB!

ITa KHUTA TOMOKET HOBUYKAM M OIIBITHBIM ITPOdeccroHalaM CO3/1aBaTh MOJIHOTIEH-
HbIe BUPTYyasibHble (PUIBbMBI ¢ UCII0JIb30BaHNEM (hoTopeanucTuayHoro 3D-pekBusnTa
U QHTYPaska, a TAKKe PEaTCTUUHBIX Y€JI0BEKOIO00HDIX TIEPCOHAKETT, TIPUMEHSISI
TEXHOJIOTHHU peasibHOrO BpeMenu jiBrskka Unreal Engine 5.

B nepsoii riase Bbl nosHakomurech ¢ Unreal Engine: a1 4ero oH uCobsyercs
U KaK IPUCTYIUTH K paboTe ¢ HUM. 3aTeM HAYYUTECh CO3IaBaTh YYETHYIO 3aMUCh HA
caiite Epic Games u 3arpyzkaTh JBIKOK, a TaKXKe MONMeTe, KaK OPUEHTUPOBATHCS
B TI0JI30BATETHCKOM HHTEPeTice.

B 11esioM BbI TIpHOGPETETE HABBIKM YCTAHOBKU U HACTPOUKM THX MPUJIOKEHUN Ha
KOMIIbIOTEPE C OllepalinoHHoil cuctemoit Windows.

WTtak, Mbl pacCCMOTPUM CJIEIYIOIIAE TEMBbIL:

e Yro npexncrasisier coboit apukok Unreal Engine

o Cosmanue yyetHo# 3amcu Ha caiite Epic Games

e 3arpyska u ycranoska Unreal Engine 5

e 3amyck Unreal Engine 5

e 3nakomctBo ¢ naTepdeiicom Unreal Engine

e Hapurauus o Viewport (O6acTh mpocMoTpa)

e Tpanchopmanust 06bEKTOB

TexHu4yeckune TpeboBaHus

JLJ1st U3ydeH st aTo TTaBbl BaM TTOTPEOYETCs TTOAKTIOUEHNE K MHTEPHETY ¥ CJEAYIONIee
obopynosanue (pekomengosantoe Epic Games):

e mporieccop i7, 19, Xeon umn AMD Ryzen/Threadripper ¢ 6osiee uem 16 sigpamu;

e o1 32 o 64 T6aiiT oriepaTUBHOI TAMSITH;
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e TBepAOTENbHBIN SSD-HakomuTe b eMrocTbio 256 Toaiir (nuck mist OC);
e TBepaoTeIbHbIN SSD-HakonuTeb 00beMoM 2 TOANUT (AMCK A1 JaHHbIX );
o ujaeokapta 2080 Ti RTX, GTX cepuu 30 nnu 40;

o 64-paspannas Bepcust Windows 10 wmm 11.

[Ipesxe uem HauaTh, s OJKEH BAC TIPELYTPENUTh, YTO 3TA KHUTA MTOCBIIIEHA UC-
KJIFOUMTENLHO BBICOKOKaUeCTBEHHBIM 3D-1300pakeHUsIM. ITO BAsKHO UMETh B BUJLY,
npeske yeM ycranasausath Unreal Engine u puckoBaTh pasoyapoBaThCst B HEM U3-3a
texuuyeckux npobiaem. Jleso 8 Tom, uto Unreal Engine, kak u mio6oii apyroit un-
CTPYMEHT 15t paboThl ¢ 3D-rpadukoil, TpebGyeT MOIIHOM MAIIMHBL; i B 3HAYNTEbHOM
CTETIEHU 9TO KACAETCST BUJIEOKAPTHI.

Ecau BbI xoTHTe KOMbopTHO paGoTaTh ¢ Unreal B pesxnmMe peasbHOTO BpeMeHu, Bam
MOHAI00UTCST KOMITBIOTED, CIOCOOHBIN MOIEPKUBATH CAMYIO JIYUIIYIO KOH(bUTypa-
IUIO HACTPOEK BUIEO U KaueCcTBeHHOe 0ToOpaskeHue rpaduku. B mpoTuBHOM ciyuae
mpoiiecc OyIeT POXOAUTh KpaiiHe MeJIEHHO, OYIyT YacTO BO3HUKATH COOH, a 9TO
BPSIZL JI KOMY-TO TOHPABHUTCSL.

Eciu BbI siBJIsIeTECH IPEJAHHBIM IIOKJIOHHUKOM Mac, BbI IIPOCTO He [TOJIyYnTe TAKOTO
JKe XOPOIIETO pe3yJibTara, Kak moab3oBaresb Windows. Bo MHOTOM 3TO cBsI3aHO
¢ teM, uto Epic Games yzesster 60Jblite BpeMeHU pa3paboOTKe MBIZKKA IS PAOOTDI
Ha Windows. DTo He 03HAUYaET, YTO OH HEAOCTYNEH Ha MalnHax ¢ Mac, Ho MHOTHE
GbyHKIN, 0COOEHHO PEHIEPUHT 15T Oy IeHMsT (DOTOPEATUCTHIHBIX N300PaKEHHI,
He paboraior Ha Mac, B uactHocTu DirectX 12 u pasinuHble siipa TpaCCUPOBKU JIydeil
(Ray Tracing Cores) rpacduueckux mpoieccopoB ceput NVIDIA RTX.

Ha sToM 3Tale Bbl, BO3MOKHO, HAUHETE COMHEBATHCSI, & CTOUT JIH BOOOIIE HAUNHATb.
U mampacHo. §1 mndHo mpo6oBaI MHCTPYMEHTBI, OTIMCAHHbBIE B IAHHOM KHITE, Ha MeHee
MOII[HO MalllinHe, 1 B OCHOBHOM BCe T10JIy4YaJsIoCh, €CJIU UCII0JIb30BaTh MUHUMAaJIbHbIE
HACTPOWKM peHiepuHTa. Ec/in BBI TJIaHWpyeTe HAyYnThCsT YeMy-TO ceifvyac, a 3aTeM
BJIOKUTBHCS B 60JIee HOBYIO U OBICTPYIO MAIITMHY, 9Ta KHUrA MO-IIPEKHEMY /TS BAC
aKTyaJIbHA.

Bce daiisnpl MpoeKkToB, OMMCAHHBIX B 9TON KHWUTE, MOKHO HAWTH 10 cChlike https://
packt.link/gbz/9781801813808. O qHako OHM HaM He MOHAZ00STCSI 10 CIIeYIOIIel ITIaBbl.

YT0 npencrasnseT cobou aBmxok Unreal Engine

Unreal Engine — s10 urposoii aBusKok, paspaboranubiii komnanueil Epic Games
1 BriepBbie BbinytieHubiil B 1998 roxy. On npeqHazHaveH /71 CO3/IaHNS BBICOKOKA-
YeCTBEHHBIX WHTEPAKTUBHBIX MpUIoxkeHui ¢ 3D-Tpadukoil, BKIIoUast BUIEOUTPHI,
BUPTYQJIbHYIO PEAIbHOCTD, ADXUTEKTYPHBIE BU3YATU3AIINNA U CUMYJISITOPDL.

JIBUIKOK IpejJiaraer NIMPOKKUii Habop MHCTPYMEHTOB U (DYHKIIMIA, TOMOTaIOIIMX
paspaboTYMKaM UTP CO3aBaTh BU3YAJIbHO IIOTPSICAIOIIIE U 3aXBAThIBAIOIIIIE MUDBI,
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BKJIOYAst CKDUIITOBBI SI3BIK BU3YaIbHOTO porpammuposanust (Blueprints), mpoasu-
HYTOE MOJIeJTUPOBaHue (DU3NIECKON CPEIbl, CUCTEMbI MCKYCCTBEHHOTO MHTEJJIEKTA
11 MOIIHBIN BU3yaJIbHbBIA pPeJaKkTop.

OcnosHoe nipenmytiiectBo Unreal Engine 1o cpaBHEHUIO ¢ IPYTUMU UHCTPYMEH-
TaMu JIist co3ianust 1 poBoro KoutenTta (tTakumu, kak Blender, Maya, 3ds Max
n Cinema 4D) 3ak/ioyaercs B TOM, UTO B HEM UCIIOJIb3YETCSI METO/I PEH/IEPUHTA
B peajibHOM BpeMenH (real-time rendering) win nouru B peaabHoM BpeMeHu (near-
real-time). TOT METO/ TIO3BOJISIET OTPUCOBBIBATE KAsK/IBIH Ka/Ip HACTOIHKO OBICTPO,
UTO KAKETCST, OYATO OH CO3/AETCST «HA JIETY .

Jlpyruie MHCTPYMEHTBI 711 CO3/IaHus IIM(POBOTO KOHTEHTA JIOJIKHBI BU3YaJIU3UPO-
BaTh KaJ[Pbl C TOMOIIBIO METO/1a, Ha3biBaeMoro (puHambHbIM peHaepunrom (offline
rendering ); OIHAKO HTOT METO/] OTPUCOBKH UPE3BBIYAITHO MEITIEHHBIN 1 MOYKET HHOT/IA
3aHUMATh YaChl WU JasKe THU.

PeHptepuHT B peajibHOM BpeMeH# — 9T0 HanboJiee BECOMBIN MOTHUB JIJIsT CO3/IaHuUsT
3D-duiabma Ha asuxkke Unreal Engine. 9ToT MHCTPYMEHT 1103BOJISIET T€HEPUPO-
BaTh (hOTOpEATNCTHUHBIE N300 PAKEHTIST, KOTOPBIE TI0 TOCTOBEPHOCTH TIPUOIIIIKA-
I0TCSI K M300PasKEHUSIM, BBITIOJTHEHHBIM C MTOMOIIBIO METOZOB (DPUHATBHOTO PEH-
JIepUHTA.

Brl Takike MokeTe pelakTUPOBATh TaKUe JIEMEHTHI, Kak aTMocepHbIe SBIEHNUS,
MaTepHuasbl U OCBellleHre, HeTloCPeICTBeHHO B 3D-ciieHe 1 mosryyaTh MpakKTHYeCcKn
MTHOBEHHBIH Pe3yJIbTaT. ITO HEBEPOSTHAS SKOHOMUS BDEMEHU 110 CPAaBHEHMIO C TPa-
JUITMOHHBIMEU METOIAMK (DITHAIBHOTO PEHJICPUHTA.

Terneps, korga Mbl HeMHOTO nosHakomuirch ¢ Unreal Engine, gasaiite cuenaem
[IE€PBBIE IIATH K €r0 UCII0JIb30BAHUIO.

Co3paHue y4eTHOM 3anncKu Ha caute
Epic Games

Yro6sr HauaTh paboty ¢ Unreal Engine, BaM HYKHO CO3[[aTh YUETHYIO 3aMUCh HA
cafite Epic Games (ecsn y Bac y:ke ecTb y4eTHAs 3alUCh, TO 3TOT Pas3ziesl MOKHO
MPOITYCTUTD). [[JIg 5TOTO BOCTIOIB3YHTECH CHEAYIONMMHA HHCTPYKIUSAMU.

1. Cuauamna nepeiigure Ha caiit Unreal Engine o cepuike https://www.unrealengine.
com.

2. B paBom BepxHeM yriry HaxkmuTe Ha KHOTIKY SIGN IN (Botitn) (axe ecsim y Bac
HET YYETHBIX JJAHHBIX JIJIST BXO/IA, BaM BCE PABHO HYKHO HAKAaTh HA OTY KHOIIKY )
(puc. 1.1).

3. Bol yBuamTe cnucok cmoco6oB, KOTOPBIME BB MOJKETE 3aPETHCTPUPOBATHCS.
HacrogrenbHo pekoMeHIyeTcs UCIOJIb30BaTh aKKayHT Ha calite Epic Games
(puc. 1.2).
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B @ unmzar enome

The world's mest open
and advanced real-time
3D creation tool

Sign In

@ Slgn In with Eplc Games I

0 Sign in with Facebook

- Sign In with Google

() Sign in with Xbox Live

P Sign In with account for
<k= PlayStation™Network

Sign in with Nintendo Account

Q Sign in with Staam

- Sign In with Apple

Puc. 1.2. Cnocobbl aBTOpr3aumnm
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4. Ha carenyioueil crpanuiie OyeT MpeiioKeHo BBeCTH UM, (DaMUJINIO, JIOTHH,
aJipec 3JIEKTPOHHO MOUTHI U MAPOJIb JIJIsSI CO3IaHUsT aKKayHTa. MOXKHO 110 JKeJia-
HUIO BBIOPATD TI0JIyYeHUE JOIOJTHUTEIbHBIX MATEPUAJIOB 110 9JIEKTPOHHON TIOUTE,
a BOT MIPOYUTATD YCJIOBUS COTJIAIIEHUS W TIO/ITBEP/IUTH CBOE COTJIache C HUMU
HY’KHO 00sI3aTeJIbHO.

Country *

Malaysia

First Name * Last Name *

Display Name *

Email Address *

Pagsword * O @

[[] 1 have read and agree to the terms of service

CONTINUE

Already have an Epic Games account? Sign |

Back to all sign up options

Puc. 1.3. Pernctpauus akkayHTa Ha cante Epic Games
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5. TTocsie 3TOTO HA yKA3aHHYO BAMU 9JIEKTPOHHYTO OUTY OY/IET OTIIPABJIEHA CCHLIKA
g noaTeepskaenud. [lepelins mo Hell, BBI yCIIENTHO CO3aINTE aKKayHT. Bam
He0OX0MMO Oy/IeT BXOAUTD B CBOM aKKAyHT KayK/Iblii pas, KoTjla Bbl Oyaere uc-
MOJIb30BATD JIBWKOK.

Jajee HyskHO ckayaTh 1 ycraHoButb Unreal Engine 5.2.1.

3arpyska u yctaHoBka Unreal Engine 5

Boiizure B cBoit Unreal-akkaynt, uto6si 3arpysuth u yeranosuth Unreal Engine 5.2.1.
Chauvasia Hajto ycranosuthb npusioxkenue Epic Games Launcher (ITporpamma 3amycka
Epic Games). C ero 1oMoIIbI0 TPOUCXOAUT YCTAHOBKA JIBUKKA U TIPEAOCTABIACTCS
JIOCTYTI K er0 (DYHKITMSIM, TAKUM KaK OGHOBJIEHWS, TIJIATUHBI, CKPUTITHI, MOJIEJIU U XPa-
HUJIUIIE Pa3HOOOPA3HBIX ACCETOB.

II]IH 9TOI'O BBITIOJIHUTE CJICAYIOIINe lIefICTBHH.

1. Iocxe ycmenrHot perucrpanuu Ha caiite Epic Bbl yBUUTE TTOX0XKYTIO CTPAHUILY
(ee BHENTHWIT BU/I MOKET OTJINYATHCS, TIOCKOJIBKY CHUMOK 9KPaHa B3SIT U3 I110-
CJIe[THETO MAapPKETUHTOBOTO MaTepuasa oT Epic Ha MOMEHT HaIIMCAHUT ).

Puc. 1.4. Beb-ctpaHuua Unreal Engine

2. Hasxkmure Ha kHoniky DOWNLOAD (Ckauath) (B IpaBOM BepXHEM yTJIy KpaHa),
U BBI [I€PelijieTe Ha CJIEAYIONLYIO CTPAHHUILY.
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DOWNLOAD UNREAL ENGINE

LICENSING OPTIONS

PUBLISHING CREATORS
LICENSE LICENSE

FREE TO USE
FREE TO USE

Price 5% royalty when your product
i e Mo royalties
All Unreal Engine featy slcceeds?

ns library
All learning m.
Community-based support

And other off.i

For internal and free p

Puc. 1.5. BapvaHTbl nueH3uni

[TocKoMbKY JaHHASA KHUTA TTIOCBAIIEHA CO3/[aHUI0 (PUILMOB, BAM HE TIOHAI00UTCsE
suttensust st urp (Publishing license). TTostomy HazxMute kronky DOWNLOAD
NOW (Cxauarthb ceiivac) B HUKHeH yactu kosoHku CREATORS LICENSE (JIutensust
LIS aBTOPOB).

3. Beibepure 1y Th JJist 3aTPY3KH IIPOTPAMMBbI YCTAHOBKH.

4. Tlocote 3aBepIIEHUS 3aTPY3KH JABAKIbI KIMKHUTE TI0 MIPOTPAMME, & 3aT€M Bbi-
6epure Install (YcTaHOBUTS).
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ITociie 3aBepieHns ycTaHOBKY Ha paboueM CToJie MOsABUTCA 3Ha4oK Epic Games
Launcher. TIpu Ha)KaTHH Ha HETO OTKPOETCST OKHO 3amycka (00paTuTe BHUMAaHUE, UTO
B IIEPBBIH pa3 3aIyCcK MOXKET 3aHSITh HECKOJIbKO MUHYT).

O06bIyHO 3Ta IporpaMMa HE OTKPbIBACTCA B ITOJTHOIKPAHHOM PEKMME, HO €CJIN 3TO
c/esaTb, TO OKHO 6yz[eT BBITJIAETH IPUMEPHO TakK.

-0 M

Lasnch
Unreal Efgins 5 29

Unreal Engine 5.3 Released

UNREAL ENGINE

Featured Content Featured Screenshot

Behind the sce: Blue Dot: Year In Review 2 Weekly Spotlights
MetaHuman An| r brings stunning

Hdelity to cinematics ot ; i
Y e

Puc. 1.6. 06wmin Bug Epic Games Launcher

31ech Bbl BUJIUTE HECKOJIBKO BKJIAJIOK, PACTIOJNOKEHHBIX CBEPXY CIIPaBa OT UKOHKHU
Epic Games. Han6oJiee BasKHble U3 HUX:

e News (Hosoctn). [Tocieqane HoBoctr o1 kommannu Epic Games 1 0 iporpamme
Unreal Engine.

e Samples (ITpumepsr). 3aech MOKHO CKaYaTh OECTIATHBIE TPUMEPHI 15T U3YUCHUST
U TECTUPOBAHMSI.

e Marketplace (Maraszun). 371ecb MOJKHO KyITUTh MOJIEJIN, OKPY>KEeHUE U TTePCOHAKEN,
KOTOpBIe TipeHaszHavenst 1yist pabotst B Unreal Engine.

e Library (bubanoreka). Mcnosbayercst sl IIOMCKA KOHTEHTa, KOTOPBIN BbI CO-
XPaHWJIN, KYITHJIU WA YCTAHOBHIIN.

e Twinmotion. 9o npuioxeHue st 3D-BU3yaIU3aIny apXUTEKTYPHBIX OO BEKTOB,
coJieprKalIee ACCEThI U ITPECEThI, pa3paboTaHHbIe CIEIMATIBHO JJIST IIPEBAPUTEb-
HOU BU3YaJIM3allMU apXUTEKTYPHBIX COOPYKEHU B PeaJibHOM BPeMeHH.

BoiGepure Braky Library, 3aTeM Ha)KMUTE Ha 3HAUOK +, OTMEUEHHBIN Ha CJICAYIOIIEM
CKPUHINIOTE.
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SNV + B e,

4272 5.1.1

Puc. 1.7. Yctanoska Bepcuit Unreal Engine

Mpumeyanue

Ecnu Bbl Bnepsble yctaHasnveaeTe Unreal Engine, Bo3amMoxHO, B nporpamme 3anycka
y Bac He oTobpa3saTcs AOCTyMNHble BEPCUM ABUXKKa. Ecn Bbl HaxxMeTe Ha XenTbii
nCUK, Bam ByfeT npeanoxeHa Ha BbIOOP yCTaHOBKA PasfinuHbiX ABUXKOB. B aTom
cnyyvae ycraHosute Unreal Engine 5.2.1.

YcranoBka 3aiiMeT KaKoe-TO BpeéMm:a, KOTOPOE 3aBUCUT OT CKOPOCTH BallleTO MHTEP-
HeT-COeANHEHMA.

3anyck Unreal Engine 5

[Tocuie ycmentHol yCcTaHOBKY IBUKKA HAKMUTE KHOTIKY Launch (3amycTuTs).

Installed Plugina

Puc. 1.8. Knonka Launch (3anyctus)
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ITepen Bamu oTkpoeTcs okHo Unreal Project Browser (Bpaysep npoexros Unreal).

PRODUCT DESIGN &
MANUFACTURING

Puc. 1.9. Bpaysep npoektoB Unreal Project Browser

Unreal Project Browser mo3BoJisieT OTKpbIBaTh Jit00ble HEJIABHUE TIPOEKTHI U CO3/a-
BaTh HOBBIE, UCIIOJIb3Ys1 OTIPe/IeJieHHbIN 11aboH. B KauecTBe MepBOro yrpakHeHUst
npojenaiiTe Takue IMary.

1. Haxmute Ha kateropuio GAMES (Mrpor).
2. Boibepure mabon Third Person (OT TpeTbero Jjuia).

3. Y6enurech, uto BbI BKIOuMin Starter Content (CtapToBbiil KOHTEHT) (3TO J10-
6aBUT B TIPOEKT JOTMOJHUTETHHBII KOHTEHT, KOTOPBII MOKHO MCIIOJIb30BATh
B TaJIbHEHTIIEM ).

4. BbI6epI/ITe MECTO [JId pasMelieHrsA ITPOEKTa. A PEKOMEH/IYIO CO3/1aBaTh IIPOCKTbI
Ha caMoM OOJIBIIOM U 6bICTpOM JINCKE Barei CUCTEMDI, ITOCKOJIbKY ITPOCKTbI
Unreal nmeror TEHAECHIIUIO Pa3pacTaTbCda 110 Mepe pa6OTbI C HUMMU.

5. Yraxure HazBauue mpoekTa. [I0CKOIbKY 3TO TECTOBBIN MTPOEKT, HA30BEM €TO
MyTestProject (Moii TecToBblil ipoekT). MiMena npoekros Unreal Engine ne
MOTYT cofiepskaTh 6osiee 20 CUMBOJIOB, HE MOTYT HAYNHATHCS C TIUDP U, KOHEYHO
Ke, He MOTYT COZIEPKATh TIPOOETBI MESK/LY CTIOBAMU. 1715t pasjiesieHus CJIOB MOYKHO
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HCIIOJIb30BATh HUKHEE MoiuepKuBanue wiu jaeduc. B 1annoM npumepe s mpocTo
JUIS yIOOCTBA CIeTa TIePBYIO OYKBY KasK/0TO CJI0BA 3arJIaBHOM.

6. Hakowner, Haskmute kHOTIKY Create (Co3naTn).

[IpumepHo yepes ozHy-/1Be MUHYTBI BbI yBUANUTE HA 9KpaHe CJeAyIolee.

Puc. 1.10. LLla6noH Third Person

BeI TOTBKO UTO CO371a7M TaK HA3BIBAEMBII TPOEKT BU3YATU3AI[UHN OT TPETHETO JIUIIA
u Terepb Haxoaurech B okHe Level Editor (PegakTop yposHeii). O6paruTe BHUMaHIe
Ha CJIefIyIolee:

1. ThirdPersonMap (Kapra urpst ot Tperbero jita). HazBanue Tekyiero ypoBHs.
B Unreal Engine MoHO co3zaBaTh HEOIPaHUUEHHOE KOJIMYECTBO YPOBHEIA.

2. MyTestProject: HazBanune co3lanHoro BaMu mpoeKTa.

Mpumeyanue

Bbl MOXeTe v He nosyuuTb coobLueHne B NPaBoM HUXHEM yriy akpaHa. Ho ecnm
oHo nosasuTcs, HaxmuTe Ha DISMISS and UPDATE (3akpbits n 06HOBKTL). 3T0 cnoco®
Unreal Engine nocTosHHO nogaepveaTh Balw NPOEKT B akTya bHOM COCTOSHUM.

IMosapasisiem! Bol Tosbko uTo 3arpysuin u ycranosuin Unreal Engine, a takke
CO3/IaJTV CBOM TIEPBBIH TPOEKT!

B caemytomem pasjiesie Mbl HauHeM 3HaKOMUThCsE ¢ uHTepdeiicom Unreal Engine,
a 3aTeM paccMOTPUM, KaK MTOJIb30BaThCs OKHOM Viewport.
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