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LLENTN U UTOMU NEKLUN

Goals

Llenn aTton nekunu:

[TokazaTb TpaHcdopmMaunn
OOBSACHUTL YTO TaKOE MUPOBbIE KOOPANHATbI

[lpooeMOHCTPMpPOBAaTL pasHULYy Mexay

OTHOCUTENIbHBIM N MNP OBbIMU npeo6pasoBaH|/|;|M|/|.

OKa3adTb, KaK MUCTO0JIb30BATb BEKTOPHbIE OrMepaunn

OKa3aTb HEKOTOPbIE BEKTOPHbIE DYHKLINN

Outcomes

K KOHLY 3TOWN NIEKLUUN Bbl CMOXXETE:

lcnonb3oBaTb BEKTOPbI AN 0603HA4YEeHUS
MECTOMOJIOXKEHNS N OBVKEHUS

PasnnyaTtb MWUPOBbIE N J1IOKaJIbHbIE KOOPAOUHATbI

icnonb3oBaTb BEKTOPHbIE onepaunn 1 PyHKLUUN




4 Transform

oCa

TPAHCP®OPMALIUA

Kaxxabin AKTop nmeeT Tpu ceoncTtea Transform
KOTOPbIE MNPEACTaBAOT €ro NONIOXKEHNE B MUPE,
BpaLleHne n macwitad, Kak Noka3aHoO Ha BEPXHEM
N306pa>keHnmn cnpasa.

Bbl MOXXeTe N3MeHUTb TpaHcdhopmaunn AKTopa c
nomolLlbto naHenn Details nnin ¢ nomMmoLLbio rm3mo B
penakTope Level Editor.

B Level Editor ecTb Tpun KHONKM gns Bblbopa Tuna
TpaHcopMauun gnsa npuMeHeHusa K AKTopy. KapTmnHka
cripaBa CHU3Y NMoKasbIBAET 3TN KHOMKN B KPaCHOW
paMoYKe.




MWUPOBbIE KOOPAQMNHATDI

3D npocTpaHCcTBO NpeacrtaBnseTca Tpema ocamu: X, Y,
nZ.

EcTb pa3Hble cnocobbl opraHnsoBaTb 3T ocu. Unreal
Engine ncnonb3yeTt nogxond, NokasaHHbIM HA PUCYHKE
cnpasa.

J1to6o€e NonoXeHne B TPEXMEPHOM NPOCTPAaHCTBE
MOXXET ObITb NpeacTaBneHoO C NOMOLLLIO Habopa
3HadeHnn ona X, Y n Z, ykasbiBaloLmX NosIOXKEHNE Ha
Ka>KOon ocn. TN 3HAYEHUA XPaAHATCS B NEPEMEHHON
Location, KoTopasa ABNAETCS YacTblo CTPYKTYpPbI
npeobpas3oBaHns, N OHN ONPEOENAOT TO, YTO N3BECTHO
KakK MeCTOMOJI0OXKEHUEe B Mupe.
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®YHKLUUU LOCATION

[To ymon4daHuio egnHmua namepeHuns Unreal (uu) paBHa
1 caHTUMeTpY. YTOb6bLI CNoNbL30BaTb 3HAYEHUS
nepemeHHoun Location B Blueprint, MO>XXHO
ncnonb3oBaTth cnenyroLwne QyHKUUN:

 GetActorlLocation: BosspallaeT TeKyLLYyO NO3NLNIO
AKTOpa.

o SetActorLocation: YcTaHaBnmBaeT HOBYIO MO3NLINIO
ons AKTopa.

 AddActorWorldOffset: icnonb3yeTt 3Ha4veHus
napameTpa Delta Location onsa nameHeHus
TeKyLlero nono)keHmsa AKTopa.

" f GetActorLocation

,—J[',i ‘o
- \1'_\‘

. Target ( gelf Return Value O»

f SetActorLocation

141
iyt

D
Target I gelf

New Location

i
sweep O

Teleport 0

| AddActorWorldOffset
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OTHOCUTEJIbHAA
TPAHCP®OPMALIUA

ECTb elle oaHa KOHUENUUA, N3BeCTHas Kak
OoTHOCUTenbHasa TpaHdopmaLlus.

YTOObI MOHATL 3TY KOHLUENUUO, BO3bMUTE B KAYECTBE
npumepa Blueprint ¢ gBymsa kKoMnoHeHTamun: 6a30BbIn
KOMIMOHEHT, KOTOPbIN ABMAETCH KOPHEBbLIM
KOMNOHeHTOM,  KoMmnoHeHT PowerPill, kKak nokasaHo
Ha n3obpa)keHnn cripasa.

3Ha4vyeHnsa Location komnoHeHTa PowerPill X =“0", Y
— HO!!, Z — “70”.

[lonoxxeHne komnoHeHta PowerPill oTHocuTenbHO
NOJSIOXXEHNS KOPHEBOIO KOMMOHEHTA, MO3TOMY MpW
nepemMeLleHnn 6a3oBoro KOMMNOHEHTa KOMMOHEHT
PowerPill bynet cnegoeaTth 3a ABVXXEHNEM KOPHEBOIO
KOMMOHEHTA, NMOCKOJIbKY OH BCerga AoJIKeH
HaxoaunTbcsa Ha paccTtoaHun 70 cm oT 6a30BOro
KOMMOHEHTAa Mo ocu Z.

-=_ Components

+ Add Component ~
® BP_PowerPill(self)

Yy PowerPill

Search
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Target Relative Location O»

A —
Power Pill

T-.-I“'LJ“.;‘: ’: Dt '_':' \

¢yH KLlM M ! Target Return Value O
OTHOCMTE” bHOM TSetRelativeLocation
TPAHOOPMALIUN i

- f GetWorldLocation

D D
Target Sweep Hit Result

[Tono>xeHne komnoHeHTa PowerPill MOXXHO nony4nTb New | ocation
OBymMa criocobamun: ero OTHOCUTESTIbHOE O % 00][v 00][Z 00
pacnonoXeHne, KOTopoe B 3ToM npumepe pasHo (0, O, |
70); nnn ero MMPOBOE MOJSIOXKEHNE, KOTOPOE B JAaHHOM Sweep ()
cliyyae saABfsgeTCa MUPOBbIM MONMOXXEHNEM
POANTENBCKOIo KOMMNOHEHTa (6a30BOro KOMMNOHEHTA) o — Teieport i
MOC OTHOCUTENBHOE MOMNOXEHNE KOMIMOHEHTA S _
PowerPill. | SetWorldLocation
[Tono)keHne KOMMNOHEHTA Tak)XXe MOXXHO onpenennTb .
NBYyMsi crnoco6amm, Ucnonbayst yHKLmM D D
SetRelativeLocation onpegenser HoBoe NMono)XXeHne s
koMnoHeHTa PowerPill oTHOCUTENBHO NONOXXEHNS . =

: O [ 00][v 00][Z 00]
KOPHEBOIro KOMMoHeHTa, a pyHKumns SetWorldLocation
Nnosly4yaeT B KAYECTBE BXOOHOro napameTpa MUpoBYyIO Sweep ()
KoopAuHaTy 1 onpenensieT nosIoXKeEHNE KOMMNOHEHTa

PowerPill Tak, 4ToObI cymMa nono)xeHnss 6a3zoBoro Teleport (™)
KOMMOHEeHTa 1 nonoXxeHmne komnoHeHTa PowerPill
PaBHO YKa3aHHbIM MUPOBbLIM KOopAnHaTaMm.




TOYKUM U BEKTOPDI

BekTop npencrtaseneH B Unreal Engine Kak CTpPYyKTypa,

KOTOopasi COAEP>XUT 3HA4YEHNSA C naasatoLlen 3ansaton X,
Y n/lZ.

DTN 3HAYEHUNSA MOXXHO NHTEPMPETNPOBATL MO-Pa3HOMY.
OanH n3 cnocoboB NUCMOob30BaHNS BEKTOPA - 3TO
npencTaBfieHNne TOYKU (M MONOXKEHNS) B TPEXMEPHOM
npocTpaHcTBe. Hanpumep, y Kaxkgoro AKTopa ecTb
nepemeHHasa «Location», KoTopasi Bo3BpallaeT
3HA4YeHMe BEKTOpPA.

BeKkTopbl Tak>Xe NCnonb3ytoTca ans npencraBfieHns
OBxKeHnsa. B npumepe cnpasa, 4ToObl HAaNpPaBUTb
poboTa OT CTyna K CTony, HeobxoanMbl ABE YacTw
NHpopMaLun: HanpasfieHNe, B KOTOPOM POBOT OOSIKEH
OBUraTbCs, N PACCTOSIHUE.

1 HanpaBneHne, n paccTtosiHMe MOXXHO cobpaThb B
BekTOp: «300, 0, O0».



11}

CNO>XEHUE BEKTOPOB o 5 S A O O
CyMMa [ABYX BEKTOPOB OMpefensieTcs COXKeHNEM UX L1 A ,-,";; 11 I
3M1EeMEHTOB. O O 7 o ) Y /Y

Mpymep: 77, 1 O A O O
V1 =(5,0,9uV2=(4,0,2) - - -

Vi+V2=(5+4,0+0,9+2)
V1+V2=(9,0,11)

KapTuHKa CH13Y crnpasBa nokasbiBaeT Blueprint
onepaTtop 4N CyMMbl BEKTOPOB.




BbIMUTAHUE BEKTOPOB

6 .....
BbluMTaHe ogHOro BeKTopa 13 apyroro onpenensieTcs :
BblYATAHMEM KaXXJoro afemeHTa gpyr w3 gpyra: =~ | | |
[1pumep: - ;x

V1 =(12,0,14)nV2 =4, 0, 8)
V1-V2=(12-4,0-0, 14 - 8)
V1-V2=(@,0,6)

KapTunHKa crnipaBa nokasbiBaeT onepatop Blueprint ans
BblYNTAHNS BEKTOPOB.




JTMHA BEKTOPA

———_—
LNHY nnn BennynHy BeKTopa MOXHO paccuyuTaTtb C f VectorLength
nomoLlbio pyHKUMKM Blueprint, nokasaHHON Ha

n3obpaxkeHnn cnpasa. O A l 0_0 0.0 Return Value Op»

3HavyeHne MOXXHO 1UCNosb30BaTh AJ1S1 NPeacTaBeHUS
PACCTOSIHUST MEeXAY OBYMSI TOYKaAMM.




HOPMAJTIU3ALUS
BEKTOPOB

BekTopHaa HopManu3auna NMCnosib3yeTca ans
HaxoXXOeHNs eAUHNYHOIro BeKTopa. EAVNHNYHBIN
BEKTOP UMEET OJINHY, PAaBHYIO «1»,

HopmannsoBaHHbIV BEKTOP YaCTO MCMNOJb3YEeTCs, Korga
HY>KHO yKa3aTb TOSIbKO HarpasfieHne. B HEKOTOpPbIX
BbIYNC/IEHNAX CNEAYET NCMNONb30BaTb TOSIbKO
HOPMaNN30BaHHbLIN BEKTOP.

~ f Normalize

O A [x_00][v 00][z 00]

Return Value O




CKAJNIAPHOE YMHOXXEHMUE
BEKTOPOB

YMHOXXEHNE BEKTOPA Ha CKanapHoe 3Ha4YeHne
BbIMNOMHAETCA NMYyTEM YMHOXXEHNA KaXKA0ro N3 ero
AJIEMEHTOB Ha CKasspHoOe 3HaYeHNe.

JTa ornepauna NSMeHAET OJINHY BEKTOPA.




CKAJIAPHOE
NMPON3BEAEHUE

CkansipHoe npou3sBefeHne MOXXHO 1NCronb30BaThb ANs
NPOBEPKN B3aMOCBSI3N MeXXay ABYMS BEKTOpaMu,
HanpuMep, NepPrneHanKyIsiPHblI OHW U NapannenbHbl.

Ecnn gBa BeKTOpa HopMann3oBaHbl, CKanapHoe
npon3eBegeHne paBHO KOCUHYCY yrna, obpa3oBaHHOIMo
MeXXQy BEKTOpaMu, 1 MOXKET HAaXoOQuUTbCA B gManasoHe
oT-1po 1.

Ha n3obparkeHnn cnpaBa nokasaHbl HEKOTOpPbIE
NPUMEPbI CKaNApPHOro NpPon3BeaeHnsi ByX BEKTOPOB.

Dot product =1 Dot product =0 Dot product = -1

A A A
— —_



OYHKLUUSA
GET ACTOR FORWARD
VECTOR

dyHkuna Get Actor Forward Vector Bo3spallaeTt
HOpPMasiM30BaHHbIN BEKTOP (ANIMHa = 1), KOTOPbIN
NPencTaBnsieET HanpasBfieHNE, B KOTOPOM YKa3bIBaET aKTop.

Ha BepxHeM nsobpaxxeHun crnpasa cobbiTne InputAxis
MoveForward ncnonosyet doyHkuuo Get Actor Forward
Vector ons nepemeLlleHna nrpoka enepen nnn Hasag, B
3aBNCUMOCTM OT 3Ha4YeHna napameTpa Axis Value.

Hanpumep, ncnonb3dysa craHgapTHbele knasmwn «WASD» ons
nepemMeLlleHns, Haxkatne kKnasuwm «W» yctaHaBnmBaeT
3HayeHue napameTpa Axis Value cobbitnsa InputAxis
MoveForward Ha «1.0», a Ha)kaTne Knasmwmn «S»
yCcTaHaBMBAET 3Ha4yeHne Ha «- 1.0», 4TOBbl NSMEHUTDL
HanpasJ/ieHNE..

ECTb ABe NoxoXxme pyHKLMN, KOTOpble NPeaoCcCTaBnAloT
BEKTOpPbI, MpeacTaBndaoLwme gpyrne HanpaeneHnsa: QyHKUNA
Get Actor Right Vector n pyHkumns Get Actor Up Vector,
KaK NokKasaHO Ha HMXXHEM N300parkeHnn.

& InputAxis MoveForward [ - Add Movement Input
. \
. &
Axis Value @
Target | self

. @ World Direction
' Get Actor Forward Vector
Target is Act @ ScaleValue

Target [ self Return Value @ Force D

- f Get Actor Right Vector

. Target [ gelf Return Value O»

- f Get Actor Up Vector

, Target [ self Return Value O»

b,




NTOI

B 31O nekunn o6bACHANNCH
npeobpasoBaHns, BEKTOPbI 1 MUPOBbLIE
KOOpAOWHATLI.

Tak>xe 6bl1/10 NoOKa3aHO, Kak 1MCrnofib30oBaTb
BEKTOPHbIE onepaunn n pyHKUnn.




