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LLENX U BbIBOAbI NEKLIUN

Goals

Llenn aton nekuymn

* [lpencTtaBuTb BROMPUHTLI
+ Pazobpartbca B nHtepdence Blueprint Editor

* [lokazaTb Kak co3gaBaTb bntonpuHT Knaccel

° peacTaBUTb HTO TAKOE POAOUTEJIbCKN-O04YEPHAA CBA3b

» [lokasaTb Kak pa3mewlaTtb Hoabl B rpade Event Graph

O6BbACHUTL NcnonHeHne bronpuHToB B rpade

Outcomes

B KOHLEe 3TON NIeKUUN Bbl CMOXXETE

CospaBaTtb bntonpuHT Knaccel B Pegaktope

OTtnunyaTtb Level Blueprints (BntonpuHTbl YPOBHS) U
BntonpuHT Knaccol

Pa3mewaTtb Hoabl B rpade Event Graph

[ToHMMAaTb OCHOBHYIO NOE POANTENBCKN-A04YEPHEN
CBA3N

[ToHUMaTb nocnegoBaTeNbHOCTL NCMOMHEHUA
bntonpuHTa




HYTO TAKOE BJTIONMPUHT?

BNIONPUHT 3TO A3bIK BU3YyallbHOMO NporpaMmmMmmnpoBaHins
cosaaHHbIn Epic Games gnsa Unreal Engine 4. OH
ncnonb3yetca B npenenax pegakropa Unreal Editor gnga
CO3[daHnNs HOBbIX KJ1TaCCOB N (PyHKUMOHaNna remMmnies.

Kop B bntonpuHTax npeacraseH B BUAe rpaddnkos HoOA
COEAMNHEHHbIX NMPOoBOAAMN KOTOPbIe OTOGpaXkaroT
NOPSAAOK NCMNOSTHEHUS.

CnoBo “bnonpuHT” Tak>Xe Ncnonb3yeTcs ans
onpeneneHnsa NrpoBoro o6bLeKTa co3aaHHOro C
ncrnonb3oBaHvem bnronpuHTa.

11 == Event Graph 7
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OCHOBHDbIE TUlbl BJIOIMPUHTOB

BnronpuHT YpoBHSA 3TO 0cobbIn TUM britonpuHTa
KOTOPbIN NpuHaanexxmT YpoBHI0. OH NCMob3yeTcs
ansa onpeneneHnst ocobbix cobbITUN N AENCTBUN B
YpoBHe.

BnionpunHT YpoBHA MOXET ObITb UCMNONIb30OBaH ONd
B3anmogencteuna ¢ Aktopamun brronpmnHT Knaccos v
ONA yrpaBneHNa HEKOTOPbIMU CUCTEMaMUN, TaKUMWU
KakK KUHeEMaTKKa 1 MOTOKOBas nepenaya ypoBHS.

Knacc - 310 onpegeneHne gaHHbIX 1 MOBEeOeHUS,
KOTOpble 6yayT NCMONb30BaTbCA KOHKPETHbLIM TUMNOM
obbekTa. boNpUHT Knacc MOXXeT ObITb OCHOBAH Ha
C++ Knacce nnu Ha gpyrom bntonpuHT Knacce.

BnonpuHT Knacc ncnonb3yeTca g co3gaHng
NHTEPAKTUBHbIX OOBEKTOB AJ151 UFPbl N MOXKET ObITh
ncnonb3oBaH MHOIo pas Cc NtoboM YPOoBHE.




OBJECT, ACTOR, I
ACTOR COMPONENT
KJIACCDhbI

[Mpn co3pgaHnm HoBOro batonpuHT Knacca Bbl AO/MKHbI ONpPenenTb poanTeNbCKUN
Knacc. Bce nepemMeHHbIe 1 OencTBUA POANTENBCKOro Knacca byayT 4acTbio HOBOIO
Kjflacca, KOTOPbI N3BECTEH KaK AOYEepPHUN Knacc 1y nogkKiacc. ITO NOHATUE
Ha3bIBAETCH HacnegoBaHUEM.

Huxke npencTaBneHbl HEKOTOPbIE POAUTENBCKME KNACChl:

 Object: OcHoBHOM KNacc gna o6bekToB B Unreal Engine. Bce ocTanbHble Knacchl
aT0 nopgknaccbl ansa Object knacca.

e Actor: basoBbin kKnacc, ncnonb3yemolnt 411 OO LEKTOB, KOTOPbLIE MOrYyT ObITb
pa3MeLLeHbl N 3acnaBHEHbl HA YPOBHE.

 Actor Component: ba3oBbin Knacc anst KOMNOHEHTOB, ONPeaenstoLLnX
MHOIOKPAaTHO NCMOoMb3yeMoOe NnoBedeHne, KOTopoe MOXKET 6bIiTb 0OOABNEHO K

AKTOpam.

CnepoBaTenbHO, KaxXabint AKTOp - 3To O6BbeKT, HO He Bce OObeKTbI - AKTOpPbI.
Hanpumep, KOMMNOHEHT-aKTOP - 3TO OOBLEKT, HO N HE AKTOP.



9K3EMMNNSPHI
KNACCA (INSTANCES)

“Instance” 31O TepMWH, NCNONb3YEMbIV
ONs CCbISIKU HA OOBEKT Knacca.

[TpyMep MOXXHO YBUOETb Ha N306pa>keHnn
cnpaga. [lpegnonaras, 4To CyLlECTBYET
kKnacc noa HazBaHneMm «Blueprint_Chair»,
KOTOPbIN NMPpeacTaBngaeT CTyn,
N306pa’keHne NOKaA3bIBAET, HTO YETbIPE
ak3emnnsapa knacca Blueprint_Chair
Oblnin nobasneHbl Ha YPOBEHD.

Level: FiretPersonExampleMap (Persistent)




U EiTetPEreon ExamplEMap
File Edit Window Help
iy Modes

i“ﬂ / & \\{’( >> save Current

Search Classes

W Add Feature or Content Pack...

Recently Placed
Foldei

CO3HAHME B”I’OHPMHT Basic ;;-" New Folder
KJIACCOB: KOHTEHT BPAY3EP Lights C++ Class

. , W New C++ Class...
Cmematic

Y1066l co3paTb HOBbLIN BritonpuHT Knacc B Content Visual Effects
Browser, Haxkmute 3eneHyto KHonky Add New 1

] Geometry
BblbepuTe “Blueprint Class”.

Volumes

All Classes Material

‘-'-" Content Brows
& particle System

I AddNew v ——

& Substance

Search Folder:

4 8s Content Ureate Advanced Asset
> Il FirstPerson
4 &% FirstPerson

[ Blueprints
B Maps Blendables

[ Il Geometry
> Il StarterCont

Animation

Artificial Intelligence

Blueprints
Materials & Textures
Media




u Pick Parent Class

4 Common Classes

An Actor 1s an object that can be placed or spawned in the

CO3AAHUE BJIIOMNMPUHT world.
K."ACCOB: OKHO PICK PARENT 8 e il?]gt?tv?poiriznciatt?gltl';?t can be 'possessed’ and receive
CLASS

A character is a type of Pawn that includes the ability to

. Character walk around.

C 6 < Pl Controll A Player Controller is an actor responsible for controlling a
negyrowmnm warom AsnAeTCcHd BbloOOP POAUTESIbCKOIO v Player Lontrolier Pawn used by the player.

Knacca anga Hosoro Blueprint. | | |
Game Mode Base defines the game being played, its rules,

{a) Game Mode Base scoring, and other facets of the game type.

Ha nsobpa)keHunn cnpasa nokasaHbl Hanbonee 4YacTo
NCMNOJSIb3YEMbIE KfaccChl, NnepeyncrneHHble B okHe Pick
Parent Class. [lpyrue pogutenbckmne Kiaccbl MOXHO
HanTn, paseepHyB napameTp All Classes.

An ActorComponent is a reusable component that can be

+ Actor Component added to any actor.

A Scene Component is a component that has a scene

% Scene Component transform and can be attached to other scene components.

> All Classes




CO3AHUE BJIIONMPUHT
KJIACCOB: AKTOPbl HA YPOBHE

Mo>XHO co3fgaBaTb bnonpuHT Knaccbl HA OCHOBE
AKTOpPOB, pa3MeLLleHHbIX Ha YpOBHE.

[na atoro Bblibepute AKTepa Ha YpPOBHE 1 HAXXMUTE
cuHtoto kHonky Blueprint/Add Script Ha naHenu
Details pegaktopa yposHen Level Editor. Knacc
AKTOpa 6yaeT NCNob30BaTbCA KaK POAUTENBCKNM
Knacc HoBoro bntonpuHTa.

World Outliner
2

Detalls

N eontight !

4 Add Component ~ &; Blueprint/Add Script

(2 PointLight(Instance)

® PointLightComponent (Inherited)

Eo-
4 Transform

Mobility @ Static 4% Static L& =




BLUEPRINT EDITOR UHTEP®ENC
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4 Transform

4 Camera Settings

= GunOffset

Components panel (KOMNOHEHTHI) = BoseTumhte

= Baselook! JpHate

Lock to Hmd
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Details panel
Viewport
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PEQAKTOP BJIIONMPUHTOB:
TOOLBAR

[MaHenb MHCTPYMEHTOB, PacnosIOXKeHHas B BEPXHEN r -, & =7 ﬁ
4yacTu pefakTopa, UMeeT HECKONIbKO Ba>KHbIX KHOMOK a?Q ~ i /® s ﬂ - ’ >

ONSA pefakTnpoBaHnsa BnronpuHTOB:

Compile Save Browse Find Class Settings Class Defaults = Simulation Play Debug Filter

o Compile: «Komnnnupyet» bntonpuHT, BaXXHO ong
NPOBEPKN Koda N NPUMEHEHUNA MogndnKaL .

o Save: CoxpaHseT Bce NBMEHEHUS, BHECEHHbIE B
TEKyLN BronpuHT, Ha guCK.

e Browse: [lokasbiBaeT Tekywnm bronpuHT Knacc B
Content Browser.

 Find: lweT Hogbl BHYTpK bntonpuHTa.
 Class Settings: OTkpbiBaeT cBoncTBa bntonpuHTa.

e (Class Defaults: lo3BonsgetT nameHATb Ha4vajlbHble
3Ha4YeHna nepemMeHHbIX bntonpuHTa.



-=_ Componenis

4 Add Component v

PEAAKTO P BJTIOINMPUHTOB:  FirstPersonCharacter(self)
COM PON ENTS PANEL 4 8§ CapsuleComponent (Inherited)

A\ ArrowComponent (Inherited)

Ha naHenn Components K TekyLlemy BnionpuHTy ¥ Mesh (Inherited)
MOryT ObITb AO0OaBNeHbl pas3nn4yHble TUMbI 2 FirstPersonCamera

KOMMOHEHTOB. .
L _MotionController

[Tpnmepamun KomMnoHeHTOoB aABnstoTca Ctatnk Mewuw, > @y R_MotionController
NCTOYHNKWN CBETA, 3BYKN N FrEOMETPUYECKNE OOBEMBI,
NCMONb3yEMbIE B TECTAX HA CTONIKHOBEHMUSI. “ ¥ CharacterMovement (Inherited)




PEQAKTOP BJIIONMPUHTOB:
MY BLUEPRINT PANEL

[TaHenb My Blueprint ncnonbsyertca gna ynpaeneHus
nepemMeHHbIMN, MakpocamM, PYHKLUNAMN N rpadnkamMmm
bnionpuHTa.

OHa paspgeneHa Ha KaTeropumn, n KaXkaasa Kateropus
NMEET KHOMKY “+” ana nobasBneHnsa HOBbIX 3/IEMEHTOB.

M My Blueprint

<+ Add New ~
4Graphs
> m= EventGraph
4 Functions
*r ConstructionScript

Macros

4Variables

> My Character
> Components
== GunOffset
== BaseTurnRate
== BaselLookUpRate
UsingMotionControllers?

Event Dispatchers



PEQAKTOP BJIIONMPUHTOB:
DETAILS PANEL

Ha naHenn Details otobparkaroTcsi CBONCTBA TEKYLLENO
BbIOpaHHOIro anemMeHTa bronpuHT Knacca, KOTopbIV
MOXXET ObITb NEPEMEHHON, (DYHKLVEN UK
KOMMOHEHTOM.

STu cBONCTBA CrpynnMpoBaHbl MO KAaTEropusaMm, U NX
3HA4YeHNSA MOXKHO N3MEHSTb.

B BepxHeW YacTn naHenn ecTb MoJie Noncka, KoTopoe
MO>XHO MCMNOb30BaTb ANsa punsTpaunm CBOUCTB.

51 Details

hw
Search jo, E O~

D|

4 Variable

Variable Name FirstPersonCamera

Category

Editable when Inherited

4 Transform

Scale 10 Jio 1o W
4 Sockets

Parent Socket P X

4 Camera Settings

Projection Mode

Constrain Aspect Ratio .

Use Pawn Control Rotat 9

Post Process Blend Wei _

Lock to Hmd
S 4
4 Color Grading

> WhiteBalance




PEQAKTOP BJIIONMPUHTOB:
VIEWPORT

Viewport cogep>Xut Bu3dyanbHoe npencrabsfieHne

KOMMOHEHTOB, KOTOPble ABNAIOTCA YacTbio BronpuHTa.

KOMMOHEHTaMN MOXXHO YyrnpaBiAaATb BO BeronopTe C
NOMOLLbIO BUODKETOB Mpeobpa3oBaHNA Tak XXe, Kak B
penakTope yposHen Level Editor.

== Viewport
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e Viewport f Construction Scrip m= EventGraph

PEZIAKTOP BJIFOMPUHTOB: R
EVENT GRAPH
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Event Graph cogep>xnt cobbITns u 4eENCTBUS,
npeacTasBfeHHble rpadom U3 Hoa.

> InputAxis LookUpRate | Add Controller Pitch Input

VOB @
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PA3MELLUEHUE HOO



All Actions for this Blueprint Context Sensitive )

Select a Component to see available Events & Functions

PA3MELIJ‘EHME HOA: > Actor

> Add Component

CO NTEXT MEN U > Add Event

> Al

> Android Permission
Context menu ncnonbayetca gnisa podasneHnst HoA B [ Animation
rpad. Hoobl MOryT NpencTaBnAaATb NePEMEHHbIE, > Apple ARKit

ornepartopsbl, PYHKLUNN, N COOLITUS. ' AR Augmented Reality
> Asset Data

> Asset Manager

[ Asset Registry

> Audio

> Automation

[ Canvas Render Target 2D
[ Cinematics

> Class

[ Collision

> Components

YT106b1 OTKPBLITL context menu HaxxmuTe NKM no
nyctomy mecTty B Event Graph vnu nepetawmre
NpoBOA4 U3 NHA Y HOAbI N OTNYCTUTE KHOMKY MbILLN.




u "= Paletie

% Favorites

Search

< Branch

f DestroyActor
 Event BeginPlay

© Event Tick

{ Get All Actors Of Class

PA3MELLlEHME HOA: f Get Player Pawn
PALETTE PANEL f GetActorTransform

@& Spawn Actor from Class

Find a Node
9710 naHenb Palette KOTOpyO MOXXHO OTKPLITE YEPES

Window > Palette B pegaktope Blueprint Editor. s
Search

[laHenb Palette cogep>XnUT CNMCOK BCEX HOL, KOTOpPbIe 4Library
MO>XHO MCNoJsib30BaThb B bntonpunHTax. > Actor

o i [ Add Component
B BepxHeun 4yacTtu naHenn HaxoauTca pasaen Favorites 4Add Event
B KOTOPOM MoKasaHbl n3bpaHHble N Hanbonee 4acTo > Actor
ncnonb3yemble Hoabl. HYTobbl 4O06aBUTL HOAY B 4Collision
n3bpaHHoe, wenkHuTe ero NKM Ha naHenu Palette n P,

Bbi6epuTe “Add to Favorites”. T e Add to Favorites
€ Event Hit Refresh List

> Game

> Mouse Input

> Touch Input
¢ Add Custom Event...
© Event BeginPlay
© Event Destroyed

/\ Evont End Dlay




All Actions for this Blueprint Context Sensitive |

4 Add Event
4Collision

PA3 M E LUIE H M E H On: $ Event ACIOI:BeginOverIap
SEARCH BARS ‘Co"ig)svem ActorEndOverlap

== Assign On Actor Begin Overlap

B KOHTEKCTHOM MeHIo (context menu) ecTb naHenb == Assign On Actor End Overlap
noucka (search bar), koTopas punsTpyeT CrNMCoK HO[, == Bind Event to OnActorBeginOverlap
KOrAa nolibsoBaresib BBOAUT TEKCT. == Bind Event to OnActorEndOverlap
[aHenb Palette nmeeT pBe naHenu noucka, ogHa Ans J BoxOVerlapActors

pasnena Favorites a gpyras ona cnucka Palette. 5 ¢ BoxOverlapComponents
f CapsuleOVerlapActors
f CcapsuleOVerlapCcomponents

{ componentOVerlapActors

f ComponentOVerlapComponents
f Get BVErlapping Actors
f Get Overlapplng Componento

___1s G ping Actor




PASMELLEHUE HOA:
CONTEXT SENSITIVE

B BepxHen 4acTn context menu ecTb ranioyka c
Ha3BaHneM “Context Sensitive”. Ecnn ata ranoyka
YCTAHOBJIEHA, CNNCOK HoA 6yaeT oThunbTPoBaH A0
OEVNCTBUN, KOTOPbIE MOXXHO MUCMOJSIb30BaTh B TEKYLLEM
KOHTEKCTE.

Ecnn context menu 661510 OTKPLITO Npu Wenyke NKM
Ha Event Graph, KOHTeKCTOM OyOeT TEKYLLNW
bnonpuHT Knacc. Ecnn oH Obin OTKPbLIT NyTEM
nepertacknsaHna Nnposoga OT BbiBOAA Yy3Na,
KOHTEKCTOM OyOeT Tun BbiBOAA.

/

First Person Camera

Actions taking a(n) Camera Component
Object Reference

Select a Component to see available Events & Functions

Context Sensitiv

Promote to variable

> Al

[ AR Augmented Reality
> Asset Data

> Asset Manager

[ Asset Registry

[ Audio

[ Camera

> Class

> Collision

[ Components



HOZAbI, MUHbI, U NPOBOAA




BbINMMOJIHEHUWE BLUEPRINT
GRAPH

BbinosnHeHue Hop brtonpuHTa Ha4YNMHAETCs C KpacHOW
Hoabl Event n cnenyet no 6enomy npoBoay cresa
HanpaBso, NOKa He AOCTUIrHET nocnepHero yasna. [locne
3TOro OH NepexoauT K Apyromy NMHNLUUNPOBaAHHOMY
coObITUO bntonpuHTa.

benble NUHbI HOLO Ha3blBAlOTCA UCMOJIHUTEJIbHbIMU
nMHamMW. [ 1nHbI APYyroro uBeta - 310 nMuHbl A4aHHbIX.

Ha nsobpaxkeHnn cnpasa 3Ha4yeHnsa npmnceamBaroTCs
nepemMmeHHbIM Energy v Lives npu 3anycke cobbiTusa
BeginPlay.

¢ Event BeginPlay
> — »

SET

(» Energy [ 1000 |

——— >
O




MYTU BbIINMOJIHEHUNA

ECTb HECKONIbKO HOL, KOTOPbIE KOHTPONNPYIOT MOTOK
BbIMONHEHNA bronpuHTa. 3TN HOAbl ONPenensatoT NyTh
BbINOJIHEHUS HA OCHOBE YCITOBU.

Hanpumep, nsobparkeHmne cnpasa NokasblBaeT HOQY
Branch, KoTopbIn NCNONL3YET B KAYECTBE YC/IOBUSA
3Ha4eHmne norndeckon rnepemeHHon Is Big Health
Pack. Ecnun 3HayeHune “true”, TO BbiNnoNIHEHUE OYOET
npoaomKeHo Ha BbiBoAe True. Ecnn 3Ha4eHMe paBHO
«false», BbINOMHEHNe 6yOeT NPoOoSIXKEHO Ha BbIBOAE
False.

¢ Event BeginPlay

/

Is Big Health Pack

__.,, Branch

Condition

~P
/ O Health Bonus [ 100.0 |
True

False | \

SET

-» SET

(» Health Bonus

>
O




NPOBOAA NMEPEOAYM
OAHHbIX

Korga Hoga ¢ BbiBOAaMu JaHHbIX paboTaeT, oHa
N3BNeKaeT HeobxoanmMble gaHHble C MOMOLLbIO
NnpoBOAOB AAHHbIX Nepen 3aBepLUEHNEM CBOEIO
BbIMOSIHEHUS.

Ha nsobpa>keHnn cripaBa BbIMOSIHEHNE HAYMHAETCHA C
cobbITua BeginPlay. Hoga Set npuceansaet HoBoe
3Ha4eHne nepemeHHon Energy, HO 3TO 3HaYEHME
OO/MKHO ObITb MOMYy4YEHO C NOMOLLILIO NpoBoAa AaHHbIX,
NOAK/IIOYEHHOIO K HOAE YMHOXXEHUS, KOTOPOW HY>XHO
OyaeT Nony4YnTb 3HAYEHNE NEPEMEHHON YPOBHS UrpPoKa
C NOMOLLbIO APYroro rnpoBofa AaHHbIX.

> Event BeginPlay

VaE
Player Level @

i

/

® ®

O [30.044d pin +

'/—w»——
SET
»
@ Enerqy




NTOI

B aTton nekunmn 6b1nin npeacTasneHsbl
OCHOBHbIE KOHLIEMUMWN, NCMOSMb3YEMbIE B
Blueprint. OH 06bAcCHUN pasHULy Mexxay
knaccamu Level Blueprints n Blueprint u
KOHLENUWIo HacnegoBaHua poguTenb-
NOTOMOK.

OH nokasan pasnnyHble HYacTn pegakTopa
Blueprint n o6bACHWN NOTOK BbINONHEHUS
Ha rpaduke Blueprint.




