[TTABA 1

3HAKOMCTBO
C BLUEPRINT EDITOR

Jlo6po 1oKaoBaTh B yAUBUTEIbHBINA MUD cosganus urp Ha Unreal Engine 5 npu
TIOMOIIIN SI3BIKA BU3YaJILHOTO MporpaMmMupoBanmst Blueprints, KoTopsiit kommanmst
Epic Games paspa6oraina crerraibho a1 Unreal Engine.

ITpeskie ueM MPUCTYIUTD K 0OCYKICHUIO OIOTPUHTOB, HEOOXOIUMO MOTOTOBUTD
cpeny paspaborku. Unreal Engine 5 MokHO ckadarh OecrraTHO. Mbl yCTaHOBUM
€T0 U CO3/IaJiM HOBBII TIPOEKT, TIOCJIE Yer0 TTOTOBOPUM 06 OCHOBHBIX MOHSATHUSIX,
NPUHSTHIX B s13bKe Blueprints, a Takske mosHakoMumcst ¢ nanessiMu Blueprint Editor
(PemaxTop GJIIOTPUHTOB).

B 9710l riiaBe Mbl PACCMOTPUM CJIETYIOTIIE TEMBI:

e VYcranoska Unreal Engine

e Cosanue HOBBIX IPOEKTOB 1 paboTa ¢ mabjoHaMu

e BusyasbHoe porpaMMIpoBanue Ha si3bike Blueprints

e IMurepdeiic Blueprint Class Editor (PemaxTop 6J0pHHTOB-KJIACCOB)

® ﬂO6aBJIeHI/I€ KOMIIOHEHTOB B 6]IIOHpI/IHT

YcraHoBka Unreal Engine

Yrobsr ucobzosath Unreal Engine, cnavara He06X0AMMO YCTAHOBUTD MPUITOKEHIE
Epic Games Launcher (sionuep Epic Games):

1. IlepeiimuTe Ha caiiT https://www.unrealengine.com.

2. 3apeructpupyiitech u ckauaiite mpuioxenue Epic Games Launcher.

3. YcranoBure u 3a1yCTUTE €TO.
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4. Ilepetinute Ha BkIaAKY Unreal Engine B jieBoii yacTu OKHa.
5. Tepeiipure na Briraaky Library (Bubinoreka) B BepxHeil 4yacT OKHA.

6. Hasxkmure Ha KHOTIKY + psijiom ¢ Hanmncbio ENGINE VERSIONS (Bepcnu aBukka),
uTo0bI 100aBUTH B Epic Games Launcher oxny us Bepcuii Unreal Engine. MoxHo
J00ABUTB JIFOOYIO, HAPUMED CaMy0 HOBYO BEPCHIO.

7. Haxxmute na xaonky Install (Ycranosuts). [lpunoskenne HauHeT cKaunBaTh
HY>KHBIE (DAIIBI, YTO MOKET 3aHSITh JOBOJBHO MHOTO BPEMEHH.

8. Haskmure Ha xHonky Launch (3amyctuts), 4TO6BI 3alIyCTUTh YCTAHOBJICH-
Hyio Bepcuio Unreal Engine. Ha ogHOM KOMIbIOTEPE MOKHO YCTAaHOBUTH
Cpa3y HECKOJIbKO BepCHil IBUKKA U C/esIaTh OJIHY M3 HUX Tekylel. KHormka
Launch, pacriosio;keHHad B IIPAaBOM BepXHEM yTJIy OKHA, 3allyCKaeT TeKYILYIO
BEPCHIO.

. AT Launch
e Unreal Engine 5.0.0 B

ENGINE VERSIONS (3

4  Unreal Engine

Puc. 1.1. 3anyck Unreal Engine

Cucrema BusyaiabHOTO nporpamMmupoBanust Blueprints — naBHo cyriecTByionas
1 crabusibHO paboTaiommas TexHosnorust. B atoil kaure o6eysknaercst sepeust 5.0.0, Ho
BCE MPUMEPBI OYYT OTIUYHO PaboTaTh 1 Ha GoJIee MO3IHUX BEPCUSIX.

HoBble npoekThbl n paboTa ¢ wabnoHamu

ITpu samycke penakropa Unreal Engine Ha skpate nosiBaisteTcst Unreal Project Browser
(ITpocmotp mpoekroB Unreal). B jieBoii ero yactu Haxoastest kHomku. Camast
BepxH:AsA n3 HUX — RECENT PROJECTS (HemaBHue TPOEKTHI) — MO3BOJISAET OTKPBITD
CITMCOK YK€ HAauaThIX IPOEKTOB, a OCTalbHbIe — CIIMCKU IMA0JOHOB U3 COOTBET-
crByfouux Kareropuil. [1TaGIOHBI UCTTONB3YIOTCS JIST CO3[IaHUsT HOBBIX ITPOEKTOB.
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Hampumep, ecaiu BoiOpaTh Kateroputo GAMES (Mrpor), 0KHO OY/IeT BBITJISIIETH TaK,
KakK [MOKa3aHO HIXKe.

RECENT PROJECTS

GAMES \ 4“*

FILM [ E!

LIVE EVENTS A

i #7
BLUEPRINT
¢ * :
ARCHITECTURE X

T

PRODUCT DESIGN &
MANUFACTURING

Create

Puc. 1.2. LLIabnoHbl B kaTeropuun Games

Kax et mabson npeacrapiser coboil Kourteitnep ¢ 6a3oBbiM HabOpoM (aiinos
U 3aTOTOBKOH YPOBHSI, ¢ KOTOPOH yA06HO HayaTh paboTy Hajl MPOEKTOM TOTO UJIK
uroro tuma. Kpome Toro, mabgoHbl MOTYT OBIT TIOJE3HbI I OBICTPOTO CO3AHMUS
IIPOTOTHUIIOB, & TAK)KE M3YYEHUS CTAHIAPTHOM MeXaHUKU 1poekTa. OHAaKO MOXKHO
HA4aTh U C IyCTOro 1abIoHa, TO eCTh ¢ HyJisd. B Kateropun GAMES UMeIOTCsI Clie/y-
fotre MabJIoHbL:

e First Person (IlepBoe nmtio). IIpegrasHaden as cCO3aHUS UTP OT TIEPBOTO JTUIIA,
B KOTOPBIX Ha 9KPaHe BUIHBI TOJIBKO PYKH MEPCOHAXKA C KAKUM-HUOYIb OPY/KHUEM
(B IaHHOM cJIydae ¢ aBTOMaTOM, KOTOPBIH cTpessieT HeOOIbIIMMU TapUKAMHK).
YTpaBisTh ABUKEHUEM TIEPCOHAKA MOKHO TIPU MTOMOIIN KJIABUATYPBI, TeMIIa/IA,
JUKOHCTUKA WJIM CEHCOPHOTO YCTPONCTBA.

e Handheld AR ([omnonnennas peanbHocTb). [IpeiHasHaven A5 co3panus urp
C JIOTIOJIHEHHON peasibHOCTHIO jist yerpoiicTs ¢ i0S u Android. B mrabione yxe
3aJI0’KeHa JIOTUKA JIJIST BKJIOUEHUST U BBIKJIIOUEHUs IOTIOJTHEHHOM PeasbHOCTH,
a TaKyKe UMEETCs HECKOJIbKO MPUMEPOB KOJa JUUIsi OGHAPYIKEHIS MOoMalaHuil
U OTIEHKU OCBENEHHOCTH.

e Third Person (Tpetne sutio0). [Ipegrasnauen st co3anmst UTP OT TPETHETO JUTIA,
B KOTOPBIX KaMepa HaXO[UTCS €3a/i1 1 HEMHOTO BBbIIlIe TlepcoHaxka U cieryer 3a
HUM, TO €CTh UTPOK BUIUT aHUMAIIHIO Gera, XOAbOBI, TPBIKKOB 1 T. J. Y IPABJISATh
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JBUKEHUEM TIEPCOHAKA TI0 YPOBHIO MOKHO ITPU TIOMOIITH KJIABUATYPBI, TeMITAIa,
JUKOMCTUKA MW CEHCOPHOTO YCTPOHCTBA.

e Top Down (Buj cBepxy). IIpennasnaven /i co3anust Urp, B KOTOPBIX KaMepa
HAXO/IUTCS BBICOKO HAJI TIEPCOHAKEM, a JIJIST YIIPABJIEHUS UCIIOIB3YETCSI MBITIIb UJIH
CEHCOPHOE yCTPOICTBO. VIrpoK 1oKasbIiBaeT, KyIa Hy>KHO IIepeMeIaThCs, a TAaKKe
MPUMEHSIET PA3TMYHbIE CPEACTBA HABUTAIIMU JIJIsT 06X0/a mpensTcTBuil. Takoe
pacIoyIoJKeHre KaMephbl YaCTO MCIIOJIb3YeTCsT B POJIEBBIX HI'PaX.

e Virtual Reality (Buprtyanbuas peanbrocTb). [IpenasnadeH A1 co3panus Urp Ha
OCHOBE BUPTYaJIbHOUN PEaIbHOCTH U COAEPKUT (DYHKITUH, HEOOXOAUMBIE JIJISI TeJie-
TrmopTraimuu, pa6OTbI C THTEPAKTUBHBIMU 1 3aXBaTbIBA€MbIMN O6”b€KTaMI/I, a TaKKe
yrpasJeHust kamepoit. IIlabyioH uMeeT ypoBeHb, IO KOTOPOMY UTPOK MOJKET
MEPEMETIATHCS, U COAEPKUT OOBEKTDI, KOTOPbIE MOKHO OPaTh B PYKH ¥ YTO-TO
C HUMWU JIeJIaTh.

e Vehicle (ABToMO6MIIb). [IpeHasHaueH aJist CO3IaHIs UTP, B KOTOPBIX TIEPCOHAIK
MOJKET BBIOUPATh TUTI MOABECKU aBTOMOOHUIISI U yIpaBiasaTh uM. Ha yposue yike
€CTb ITPOCTOI TPEK U MPETSITCTBUSI.

B auskrem npaBom yriy okHa Project Browser maxoaurcs obsacth Project Defaults
(Hacrpoiiku 110 yMOJTUaHUIO ), B KOTOPOU TIePeYUCIEHbl HACTPOUKH, IOCTYITHbIE /I
BBIOpAaHHOTO maboHa. B mpuMepax u3 aToil KHUTH MbI Oy/IeM UCIOJIb30BaTh Ha-
CTPOIKH, KOTOPbIE TIOKA3aHbI HA CKPUHIIIOTE ¥ [IePeYrCIeHbl HIKe. B xo/1e paboTh
HaJI TIPOEKTOM JII0OBIE M3 HUX MOYKHO U3MEHUTD.

e Blueprint/C++. IITabsoH MoskeT ObITh HalicaH Ha A3bike C++ MK TOJBKO C I10-
mo1bio Blueprints, kak MbI u cienaeM B 910it Kuure. Ipu cosgannu urp Ha
Unreal Engine 5 moxHO ucnosbzoBath Blueprints, C++ wim 1 T0 1 gipyroe Bme-
cre. Bol moxkere 106aBaarh ko Ha C++ B npoektsl Ha Blueprints u Blueprints
B IpoeKThI Ha C++.

e Target Platform (Ilenesas miardopma). Eciu urpa npegnaznadena JIjist HACTOJb-
HBIX KOMITBIOTEPOB ¥ UTPOBBIX KOHCOJIEH, cieyer BoiOpaTh BapuaHT Desktop
(HacToJibHbII KOMITBIOTED ), & €CJIU JIJIsT MOOUJTbHBIX YCTPOICTB — BapuanT Mobile
(MobuiibHoe yeTpoiicTBo). B 910l KHUre MbI Oy1eM paccMaTpUBaTh TOJIBKO Ha-
CTOJIbHBIE KOMITBIOTEPBI.

e Quality Preset (IIpecer kauectsa). Bausier Ha MpoM3BOANTENBHOCTD ITpoekTa. [1pu
BbIOOpe BapuanTa Scalable (Maciutabupyemoe) HEKOTOPbIE CIOKHbIE (DYHKIMK
HEIOCTYTIHBL, TOT/[a Kak BapraHT Maximum (Makcumanbioe) 06eCiednBaeT 0CTyII
KO BceM (bYHKITUSM, KOTOPbIe MTO/IJIEPsKUBAIOTCS T1esieBoil iatdopmoit. B atoit
KHUTe Mbl OyeM HCII0JIb30BaTh BapuaHT Scalable.

e Starter Content (CrapToBbiii KOHTEHT). Eciin mocTaBUTH 3TOT (hJIA’KOK, B IIPOEKT
GyIeT BXOUTH CTAPTOBBIN KOHTEHT, TO €CTh HEKOTOPbIIT HAGOP MPOCTHIX MEIIEH,
MaTepuasoB U CHCTEM YacTuil. Bo Bcex nmpumepax M3 3TOH KHUTH CTapPTOBBIN
KOHTEHT MTOHA[00UTCSL.
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e Raytracing (Tpaccuposxa syueit). Ecau moctaBuTh 3TOT (hJ1a’KOK, B TPOEKTE
Oy/leT NCIOTb30BATHCST TPACCUPOBKA JIyUeil B PealbHOM BpeMeHH. ITa (hyHKINs
CUJIBHO BJIUAET HA IMTPOU3BOAUTE/IbHOCTD, U B HAIlIEM ITPOEKTE MbI HE 6y/1€M ce
BKJTIOUATh.

Buoi6epute 1mabion Third Person, yKasKuTe Mamky AJIs XpaHEHUs! TIPOEKTa 1 BBEANTE
ero ums B rosie Name (Vmst). B o6iractu Project Defaults BeiGepuTe ykasaHHbBIE BbILIe
3HAUYEHMST HACTPOEK, TIocJie yero HaxkmuTe Ha KHOMKY Create (Coszmats). [locre 3a-
Ipy3K1 HOBOTO TIpoekTa oTKkpbiBaeTcs Unreal Engine Level Editor (PenakTop ypoBHeit
Unreal Engine), KOTOpBbIii OKa3aH Ha CKPUHIIIOTE HIKE,

O NN

Ahard Person Template

Puc. 1.3. Level Editor (PepakTop ypoBHeit)

B aToM okHe BaskHO O6paTI/ITb BHUMaHME Ha CJICAYIONINE ITaHeIn:

1. Toolbar (ITanens uncrtpymentos). Haxonurces B Bepxueit uactu okHa Level Editor
U TIpe/iHa3HaveHa /I BbI30BA YACTO BBINOJNHAEMBIX QyHKIMH. g aToro Ha
Hell UMeIOTCS KHOIKM, KOTOpbIe pas/iesieHbl Ha YeTbipe rpynibl. [lepBas cieBa
IpyIIa MO3BOJISIET COXPAHUTH MPOEKT U 00ABUTH K HEMY Pa3IMIHble 0OBEKTHI
1 KO, BTOPAsi CJYKUT JIJIS1 TEPEKITIOUCHUS MEKIY PEKUMaMiU pe/laKTUPOBaHUS,
TPEThd UCTIOIb3YETCS [T IOCTYTA K HACTPOIKAM 11es1eBOH T1aTOPMBI, a TaKKe
TO3BOJISIET TIPOUTPATD TEKYIIHI ypoBeHb. 1 HakoHelr, yeTBepTad rpyia, KoTopas
COCTOUT U3 0/1HO# KHOTIKM Settings (HacTpoiikn) 1 pacrosoxkena y mpaBoro Kpas
OKHa, HeoOXo/IrMa JIJIst PAGOTHI ¢ HACTPOWKAMU MTPOEKTA.

2. Viewport (O6aacth pocmotpa). Haxoaures: B eHTPaIbHON YacTu OKHA Level
Editor u npegHasHavyeHa JJist IPOCMOTPA TEKYIIETO YPOBHS U J0OABIEHUST Ha
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Hero 00bekToB. Ilepemerias MbIIIb ¢ HasKaTOH IIpaBOil KHOIIKOM, MOKHO 1TOBO-
paunBaTh U300paKeHe OTHOCUTEIBHO KaMephbl, a Py oMoy kaasumr W, A, S
n D — nepemeniarbes 1Mo ypoBHIO.

3. Content Browser (IIpocmoTp koHTeHTa). VIcmomb3yercst A7t J0OGaBIEHUST B IPOEKT
acceros, kak B Unreal Engine Ha3bIBatOTCsI 9JIeMEHTHI KOHTEHTA: MaTe€PHAJIbI,
cTaTHYeCKHE MeNId, OIIONPHHTHI U T. 1. UTOOBI OTKPBITH 9Ty MaHEb, HY/KHO
HaxaTb Ha Kuolky Content Drawer (M cTounuk KOHTeHTa) B HUXKHEM JIEBOM YLy
okHa Level Editor. Ecimn 3atem neperaiurh Kakoii-1100 U3 acceTos ¢ HaHean
Content Browser Ha 1taHeJib Viewport, KoTivst BBIGPAHHOTO acceTa BO3HUKHET B CO-
OTBETCTBYIOIIEM MeCTe Ha CO3/[aBaeMOM YPOBHe.

4. Outliner (Karasor). Haxonutcst B mpaBoii wactu okHa Level Editor, comepsxut
CITUCOK 0GBEKTOB, PasMEIEHHBIX Ha CO3/[aBAeMOM YPOBHE.

5. Details (Cotictsa). Haxomurcest B ipaBoit yactu okta Level Editor, oz manesbio
Outliner. 3tech 0TOOPAKAIOTCS PEAKTHPYEMBIE CBOHCTBA 0OBEKTa, BHIOPAHHOTO
Ha maHesin Vieport.

Kparko mosuakomuBiiuch ¢ Level Editor, ToroBopum 0 BU3yajbHOM ITPOTPAMMUPO-
Bauuu ¢ Blueprints.

BusyanbHoe nporpaMmMupoBaHue
Ha a3bike Blueprints

Hpe>1<11e BCETro HYKHO HEMHOTI'O PpaCCKa3aTb O TOM, 4YTO TaKO€ 6JIIOHpI/IHT.

Cioso omonpunt (Blueprint) umeer B mupe Unreal Engine ja snauenust. Bo-nepsbix,
Blueprints — 310 s13bIK BU3yaJbHOTO TIPOrPAMMUPOBAHUSI, CO3[aHHbIII KOMITaHUEN
Epic Games criennansHo st Unreal Engine, BO-BTOPBIX — 3TO HOBBIU THIT UTPOBBIX
00OBEKTOB, KOTOPBIE MOKHO CO3/IaTh TIPH TIOMOIIH 9TOTO SI3BIKA.

Yaiie BCEro UCIob3yioTces GIIIOTPUHTHI ABYX TUIIOB: GII0NPUHTHI ypoBHeii (Level
Blueprint) u 6monpuntsi-kiaaccest (Blueprint Class). [Ij1a Kasa0ro ypoBHs B Urpe
cozzaercst GONPUHT ypoBHs. Hesb3st co3naTh GJAIONPUHT HTOTO TUIA OTAETbHO
OT UIPbl. BIIONPUHTHI-KIACCHI, HAIPOTUB, CJIY/KAT [JIsI IPOTPAMMUPOBAHMS WH-
TEPaKTUBHBIX 0OBEKTOB, KOTOPbIE MOKHO [IOMECTHTh Ha JII000ii yPOBEHb B II0O0M
KOJITYECTBE.

OTtkpbiTHe Level Blueprint Editor

Yrobsl 0TKpBITH Level Blueprint Editor (PegakTop GJIIOIPUHTOB yPOBHEIT), HAXKMUTE
Ha KHOMKY Blueprints (BioripunTsl ), KOTOPast HAXOAUTCST B KPaliHeli JIEBOI IpyTIiTie
KHOTIOK Ha [TAHEJ M MHCTPYMEHTOB OKkHa Level Editor. B oTKpbIBIIIEMCS MEHIO BIGEpHTE
nyHkT Open Level Blueprint (OTKpbITh GJIIONPUHT YPOBHS ), KaK [IOKA3aHO HUXKE.
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File  Edit Window

L ThirdPersonMap

=3 New Fmpty Blueprint Class
Open Blueprint Class...
i Open Level Blueprint
GameMode: Edit BP_ThirdPersonGameMode
® GameMode: Edit BP_ThirdPersonGameMode

Puc. 1.4. OTkpbiTe BaoNpuHTa YPOBHS

>

>

Kak BujiHO Ha ciiegyiolieM CKpUHIIOTE, OTKpoeTcst okHO Level Blueprint Editor,
a B HeM — OJTIOTIPUHT TeKyTiero yposHst. CTPyKTypa 3TOr0 OKHa TIpotile, ueM y Blueprint
Class Editor (PegaxTop 6JI0NPUHTOB-KJIACCOB). 3/1€ech ecTh Tpu Itanesm: My Blueprint
(Moii 6uiroripunT), Details (CoiicTsa), a Takke Event Graph (I'pad cobbituii).

b3

Right-Click to Create New Nodes.

Puc. 1.5. OkHo Level Blueprint Editor

Ceiiyac Mbl He GyieM paboTaTh B 9TOM OKHE, a TOJIKO MOCMOTPUM Ha uHTepdeiic.
3axpotiTe ero u Bepuurech B Level Editor. CHauasia moroBopuM 0 TOM, KaK CO3/1al0TCs
OJIOIIPUHTHI-KIACCHL.
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Co3paHue bnONPUHTOB-KN1IacCcoOB
Co3z1ath GIOTPUHT-KJIACC MOXKHO TPEMst CIIOCOOaMHU.

1. Haxxmure Ha kHONKY Blueprints (BifonpruHThI) Ha MaHE M WHCTPYMEHTOB, Kak
1 B IIPOLIJIOM IIYHKTE, HO BbiGepuTe myHKT Merio New Empty Blueprint Class (Ho-
BBIii IIyCTON OJIIONPUHT-KJIacc).

2. Haxxmute na xnomnky Content Drawer, utoObl 0TKpbITH Content Browser, a 3aTem
Haskmure Ha KHOKY ADD ([lobasuts) u BeiGepuTe Blueprint Class (ButonpusT-
kiace) B Kateropuu Create Basic Asset (Coszarb 6a30Bblii accer).

3. IllenxHUTE TTPaBOH KHOMKOH MBIMN Ha ITycTOM TIose maHesn Content Browser
u BoiGepuTe myHKT Blueprint Class KOHTEKCTHOTO MEHIO.

Add Feature or Content Pack...
Add Quixel Content

' New Folder

Import to /Game...

&) Material

Animation

Artificial Intelligence
Blendables
Blueprints

Editor Utilities
Foliage

FX

Gameplay

¥D Cont

Materials & Textures

Puc. 1.6. Co3gaHune bnonpuHta-knacca

B caenytorem okte (Pick Parent Class) BbIGeprTE POAMTENbCKUI KIACC /11T HOBOTO
GJIIOTIPUHTA, TO €CTh, KAK MBI HA JIaHHBII MOMEHT Gy/1eM yMarhb, ero tuil. ITo ymoJi-
YAHWIO B OKHE PasBEPHYT CIMCOK KiaccoB COMMON (O0iue), To ecTh nepedeHb
CaMBIX PACIPOCTPAHEHHBIX KJIACCOB, MOJHBIN JKe TepedyeHb HaXOAUTCS B CITHUCKE
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ALL CLASSES (Bce kJacchr), KOTOPBIU MPU HEOOXOAUMOCTH MOKHO PacKpbiTh, Kak
TOJILKO POJUTETbCKIIT KTacc OyIeT BEIOPaH, OKHO CO CITUCKOM 3aKPOETCsI, 8 HOBBII
GJIIOTIPUHT TIOSIBUTCST HA Trane i Content Browser, rjie MOJKHO IaTh €My HOBOE UMSI.
Ceituac nmoka HaxkmuTe Ha KHONKY Cancel (OTMeHa): Be/lb MBI TOJTBKO 3HAKOMUMCS
C TIPOIIECCOM.

u. Parent

* COMMON

© Actor

A Pa s an acto
input from ntroller.

£ Pawn

® Character type of Pawn that inc
== walk around.

#4 Player Controller

Game Mode Base

[# Actor Component

A+ Scene Component

b ALL CLASSES

Cancel

Puc. 1.7. Pogntensckuin knacc bnonpuHta

MbI Hayuninch OTKpbiBaTh Level Blueprint Editor u cosmaBaTh HOBbIE OJIIOIPUHTHI-
kiacebl. Hacrasio BpeMs moroBopuTh 0 ToM, Kak ycTpoen Blueprint Class Editor, koTo-
PBIil MOKHO OTKPBIT, IEJKHYB IIPaBOil KHOIIKOI MBIIIH 10 OJIIOIIPUHTY Ha MaHe I
Content Browser u BbiOpaB myHKT Edit (ITpaBKka) KOHTEKCTHOTO MEHIO JIHOO JBaYKIbI
IIEJKHYB 0 3TOMY OJIFOIIPUHTY.

NHtepdenc Blueprint Class Editor

Blueprint Class Editor uacto Ha3zbiBatoT mpocTo Blueprint Editor. /I7151 usmMenenus cBoiicTB
GJIFOTIPUHTA CJYKUT HECKOJIbKO HaHesteil. [lepedncyinm caMmbie BasKHBIE U3 HUX.

1. Toolbar (Ilanesb UHCTPYMEHTOB)
2. Components (KomMmioHeHTbI)
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3. My Blueprint (Moit 6omprHT)
4. Details (CsoiicTBa)

5. Viewport (O6acTh pocMoTpa)
6. Event Graph (T'pad cobbrtmii)

Bce 91 mamen BUAHBI Ha CKPUHIITOTE HIKe. B KadecTBe mpuMepa paccMOTPIM G110~
npunT BP_ThirdPersonCharacter (ITepcoHask Jist HTPhI OT TPETHETO JIUIA) U3 MIabJoHa
Third Person. Otkpoiite nanky ThirdPerson/Blueprints u ABask/bl LWIEJKHUTE 110
9TOMY OJIIOTIPUHTY, YTOOBI OTKPLITH OKHO Blueprint Editor.

Puc. 1.8. lMaHenw Blueprint Editor

MaHenb MHCTPYMEHTOB

[Tanesib MHCTPYMEHTOB HAXOAUTCS B BepXHeil yacTn okHa Blueprint Editor 1 cocrout
13 KHOIOK JIJTs1 BBI30BA YACTO MUCIIOIb3yeMbIX (DYHKIIHIA.

Puc. 1.9. lMaHenb MHCTpPyMeHTOB

Bort a1 xHonku:

e Compile (Kommuiuposars). IIpeoGpasoBanue TeKyiero 6I0MPUHTA U3 CKPUIITA
B IIPUTOIHBII /7151 NCTIOTHEHUsT hopMaT HU3KOro ypoBHsL. [lepex 3amyckom urpset
BCe BIIOTPUHTBI TOJIKHBI OBITH CKOMITHIPOBAHBI, HHAYE C/ICTAHHbBIEC H3MEHEHST
He BCTYIIAT B CUITY. B cirydae ycnenrHoii KOMITUIISIIINY Ha 9TOI KHOITKE TIOSIBIISIETCST
3eJIeHast rajJlouKa.
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e Save (Coxpanurp). CoxpaHeHue Bcex U3MEHEH Wi, BHECEHHbIX B TEKYIIUN GJII0-
TIPUHT.

e Browse (O0630p). ITokasbiBaer TeKyLmii OI0IPUHT Ha aHesm Content Browser.
e Find (TTouck). TTouck B TeKyteM OJIIOTIPUHTE,

e Hide Unrelated (CkpbiTh HecBsizanHoe). Ecin aTa kHOTKA HaXkaTa, BCe y3Jibl, He
CBSI3aHHBIE ¢ BBIOPAHHBIMHU Y3JIaMU, YAAIAIOTCS C 9KpaHa.

e C(lass Settings (HacTpoiiku kmacca). 3aMenenme HacTPoeK TEKYIIETo Kaacca Mpu
niomotiu naresu Details. Cpein Takux Hactpoek — Description (Onincanwe), Category
(Kareropust) u Parent Class (Poxutenbckuii kiace).

o Class Defaults (ITpunsiTblie 110 yMOJIYaHUIO 3HAYEHUST CBOMCTB KJiacca). VIamenenue

IPUHATHIX [10 YMOTYAHUIO 3HAYEHNUI CBOUCTB OJIIOIPUHTA IIPH HOMOILY HaHEe M
Details.

e Simulation (Mozaenuposanue). Boinonnenue 6onpunrta 6e3 Bbixozaa us Blueprint
Editor.

e Play (Urpats). [Ipoxosx/eHue TeKyIero ypoBHsi.

e Debug Object (Ornagka o6bexTa). MeHIio, Ipu HOMOIIU KOTOPOIO MOKHO BEIOpaTh
00BeKT 1JIst OTIaAKK. Eciin HUuero He BHIOPAHO, HAYHETCST OTJIaJIKa CJIyIailHOTO
00BEKTA M3 TEKYIIEro OIOTPUHTA.

MaHenb Components
Ha manesin Components repeuncieHbl Bce KOMITOHEHTBI TEKYIIEro OJII0MPUHTA.

ﬂ Compone

4+AaDD Q

& ThirdPersonCharacter (self)

v [ Capsule Component (CollisionCylinder)

Puc. 1.10. Nanene Components

KOMIOHEHTBI — 9TO rOTOBbBIE K MPUMEHEHIIO 00BEKTHI, KOTOPbIE MOKHO J0GABUTH
B GuironpuHT. K HUM OTHOCSTCSI, HATPUMED, CTATHYECKUE MEIITH, HCTOYHUKY OCBe-
LIeHU, 3BYKH, KOJIJIM3UM, CUCTEMbI YacTUIL U KaMepbl. MOXKHO cO3aTh 10CTaTOYHO
(OYHKIIMOHAIBHBIN GJIIOTIPUHT, TPOCTO OOABJISIST B HETO KOMIIOHEHTHI.



