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llporpamma
KypCa

O MecsueB Ina npoaABUHYTbIX

4 mecsua nporpamma +1 MmecsL, gon.

NMnpoBeEpPKa A0MallHUNX 3aaHNN
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bnok 1. BBegeHue

e O630p Kypca. HTo Takoe nporpaMmmMmmpoBaHue UrpoBoun NIOrMKkn. Hemy Hay4at Ha Kypce. Kakue TexHonormm oyoyt
MCNONb30BaTbCA U TPEBOBAHUSA Ha Kypce

e YCTaHOBKa N HACTpoWuKa okpy>xeHusd. YctaHaBnuBaem UE4. YcTtaHaBnuBaem Visual Studio C++ community edition

e CospaHue HoBoro npoekTa. cnonblyem wadnoH UE4 blank project. O630p pegaktopa. bazoBble MHCTPYMEHTbI CO30aHUs
ypoBHeWn. Actor'sl  cTaTtn4yeckue mellun (static meshes). BSP kuctu n paéorta ¢ HUMW. Npoctoun Grid-matepuarn.

e C++ B Unreal Engine. [1na tex k1o B C++ Bnepsble: noyemy 2 danna (.h n .cpp). O6vekTHaa mogens. Knaccel UODbject, AActor,
UActorComponent. Cucrtema pednexkcum B UE4: UPROPERTY(), UFUNCTION() n T.4.. ElLe oanH MOMeHT anda 1Tex KTo B C++
BrepBble: YTO TaKoe yKasaTenn 1 Kak X UCNoJb3YyIoT.

e CHopka urpsl. Visual studio solution: npoekTtbl engine (UE4) n camoun urpsl. KoHpurypaumum ounpgos (DebugGame Editor,
Development editor, DebugGame, Development, Shipping). BHeceHne nameHeHnn B Kog 1 Ux noarpyska pegaktopom (full
rebuild vs. hot reload vs. live coding). Céopka 1 ynakoBka (packaging) urpsi.

e HacTpounka oCcTaBLUErocs OKpPY)XEHUSA: TPEKEP 3ala4y U CUCTEMA KOHTPOA Bepcuit. Perforce Kak npeanovytuTenbHas CUCTEMA

KOHTpOA Bepcun. O630p apyrux sapmnaHTos - git, SVN, Plastic SCM. Tpekepsl 3apgady Jira u Trello.
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bnok 2. CospaHue nepcoHa)xa ¢ Hynsa Ha C++. O6paboTka BBOAA,
nepemMeLlieHue nepcoHa)ka u aHumMmaumoHHasa cucrema B Unreal Engine

e Knaccel ACharacter un UCameraComponent. Knaccel AActor u Pawn B UE4. KomnoHeHT Camera component.

e ObpaboTka BBOOA 1 NpocToe nepemelwieHmne. Movement Component. Tabnuubl BBoaa, input actions n input axis. KOMMNOHEHT

Movement component 1 pexxumsbl nepemelteHuns. UlnputComponent n O6paboTka BBoAA.

AHMaumm nepcoHaxka. Knacc Anim Instance un Animation blueprint. CkenetHbie meuiu (skeletal mesh). Yto Takoe Skeletal
mesh, CKerneT, Kak paboTalT CKelleTHble aHMMauun. 4To takoe dpunsndyeckum accet. Umnopt ckenetHou mewn n3 DCC B
npoekT UE4. Animation sequence 1 animation montage. Knacc Anim instance class 1 animation blueprint. Animation
blueprint state machine. Animation blendspace 1 npocrtas aHuMmaumna nepemMeLLeHuns rnepcoHa)ka

e Peanunsauusa npbikka, npucepgaHus n éera. ObpabarbiBaem BBoL (HaXkatue "npobena’, "ctrl”, "

, "sprint”). Bbi3biBaem
COOTBETCTBYHOLUN METOA Y NepcoHa)ka. [Nogaepxka aHumMauun.
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bnok 3. Opy>xue

e Opyxue 6nmxHero 6os. imnopt moaenu opy>kus. CozgaHue knaccos BaseWeapon n MeleeWeapon. SKUnmpoBKa opy>Xus
nepcoHaxeM. [NpukpenneHune K cnotam. Ataka opyxuem onmxHero 6o4. ObpaboTka BBoga M aHMMaLuUa. XUT Kancyna u
TecTbl Ha nonapgaHune. OtTnago4yHas oTpucoska. [lpumeHeHune ypapa K obbektamM. HaHeceHue ypoHa. [lobaBneHmne nmnynbca.
[lononHuTenbHble aHnmaummn. CTonka nepcoHa)ka. AHMMaLUnm goctaBaHUsa U yopaHus OpyXXus.

e OCHOBBbI OpPY>XUA fanbHero 604: XUt ckaH (hit scan). UmnopTt Mmogenu opy>kua ganbHero 60: opy>xkme + MmarasmH. Peanunlauus
MexaHukKu cTpenbbbl. ObpaboTka BBoaa. [logaep)kka aHnmauun. Perncrpaumsa nonagaHms yepes hit scan. OtnagoyvyHas
oTpucoBkKa. [lobaBneHune Bu3yanbHbIX adpdeKkToB. Cnenbl OT BbICTPENOB. [lynbHasa BCrblLUKA.

e OpyXue ganbHero 604: aMyHULUKUSA, CKOPOCTPENBHOCTL, NnpuuenmnBaHue (ADS). AMyHuuua. lNogoep)Xka Konm4ecTtsa NaTpoHOB
B o6onmMe. AHMMaUuA nepelapsaakn. ABToMaTU4eCcKn oroHb. HoBoe opy)kue - aBTtomMar. [logaep)kka pexxmmMa
aBTOMaTUYEeCKOro OrHe n pasnmyHon ckopocTpenbHocTu. [lobaBneHue otaayvm n pasdpoca. [Npuuenmeanue (Adding aiming
down - ADS). AHMMaumna npuuenmBaHuns. SPPeKT NpnbnmxeHus. YMeHblleHne oTaadym n palsopoca.

e OpyXue ganbHero 604: Apo6oBUKU. Pernctpaumsa nonagaHusa apoboBuKa - KOHYC nopaXxeHus, MHOXXeCTBEHHbIE XUT-CKaHbl).

lepe3apsanka apodoBuka. Peructpauusa nonagaHus 4epes cHapaabl ("npoo)xektannbl” - projectiles). CnoxxHasa 6annimnctmka

rpaBuTaumsa n pukowert). Projectile movement component. [lenaem cHannepcKy BUHTOBKY. HECKONBKO PEXMMOB

npuue/inBaHuA. PE‘:FMCTDELI,HFI nonagaHnda Yepea3 CHapsaabl.
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e B3pbiBbl. Co3gaem B3pbiBawowmmca Actor - 604ky. 3oHa B3pbiBa. Perucrpauusa ypoHa ot B3pbiBa. HaHeceHue ypoHa
1 nob6aBneHne nMnybea.
e [paHaTtbl. Co3gaem rpaHarty. bpocaem rpaHarty (aHMMaumm nepcoHaka). Tpaektopua rpaHartbl - 06padboTKa OTCKOKOB.

Tanmep rpaHarbil.

bnok 4. UckyccTtBeHHbIN UHTEeNNeKT NPC. Al nepcoHa)u. Al
KOHTponepbl, Blackboards, HaBurauua n aepeBo NnoBeAeHUS

e CospaHue "ctaumoHapHoro” NPC - 6awHun. Co3anaHue knaccos AlCharacter n AlAnimationinstance. Alcontroller u TeamlD.

Blackboard. YcTtaHoBKa Bpara B blackboard. (mo nonagaduto B paguyc). OpaboTka 3HayeHuu blackboard B AlControllere..
Ecnuv nrpok nonapgaer B pagmyc cTpenbbbl "6allHn”, TO OHa OTKPbIBAET MO HEMY OrOHb.

e YyBCcTBa 1 cuctema Bocnpuatus. Perception system. Cuctema socnpuatmsa Perception System. HyBCTBO 3peHuUs
Al_SenseSight. [lo6aBneHune 3peHns K "dalluHe”".

e HaBurauuga. Cosgaem nepemMellarollerocsa nepcoHa)a. CosgaHme aBMXYLLErocsa repcoHa)a (Hanpumep, 'somoun’).
HaBuraunoHHasa cetka (Navigation mesh). Yto Takoe HaBuraumoHHas cetka? CosgaHue HaBuraumnoHHowm cetku B UE4.

NavMesh o6beM. MoagudunkatTopbl HaBurauuu. [lobasngem nepemelleHue.
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e [lepeBo nosegeHunn. Hosbin Al Character ¢ opyXuem ganbHero 6o04. MmeeT 2 BapuaHTa NnoBeaeHusa: natpynmposaHme n 6ou
C UrPOKOM. YTO Takoe gepeBo noseneHumn (Behavior tree)? Yanbl gepeBa noBeneHus: composties, decorators, services, tasks.

BannouHTbl. Peanusauusa coctoaHuUa naTtpyinpoBaHus. lNepeknoyeHmne Mmexxay pexmmamm 608 1 natpynmpoBaHus.

bnok 5. Ul, Cucrema uHBeHTaps, UHTepakTUBHbIE OO0bEeKTbl U TPUITEPDLI

e Cucrema UMG m Bupxetbl. BumxeTbl urpoka. ['lonoca sgopoBbs. AMyHULUKSA. [Tpuuen. [Nonocbl 300p0BbS Y Bparos.
Co3pnaemM MeHHo.

e DKUNuUposka. Koneco Bbibopa. KomnoHeHT EquipmentComponent ans coxpaHeHus opyxmsa urpoka. Koneco Bbibopa
(weapon wheel).
e [logbupaemsbie (pickable) n noTpebnsemsbie (consumables) npeameTsl. KomnoHeHT Pickableltem n 6nynpuHT nogHMMmaemMoro

npeameTa. Cosgagum nogHMMaemMbie 6nyrnpuHTbl 719 CYLLEeCTBYIoLEro opy»kud. lNotpebnaemMbie npegmMmeTbl. AnTeyka

(BOCCTaHaBNMBAaET 300p0oBbe). AOQpeHanuH (YyBennu4nBaeT CKOPOCTD).

e /IHBeHTapb. KoMnoHeHT InventoryComponent onsa coxpaHeHuns nogobpaHHbiX npegMeToB. BUOKET MHBEHTapSs. SKUNMpPoBKa
OpYXXu1H U3 MHTBEHTaps. Micnonb3oBaHuUd npegMeToB U3 UHBEHTapA.
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e /IHTepaKkTuBHbIE 06beKTbl. KOMMNOHEHT InteractiveComponent. Onpegensem MHTepakTUBHbIVM KOMIMOHEHT Mo JIMHUKX B3rnsana
(Line of sight). Onpenensem MHTEPAKTUBHbLIN KOMIMOHEHT MO NepeceyeHnio c oobemom. INprumep MHTEPaKTUBHOIO 06beKTa:
[1Bepu. lNpumep nHTepakTMBHOIro oovekTa: JIndThl.

® TDHFFEDI::I. cnonb3oBaHue TPUITepoB 4Ji4 Bbi3OBa BPAl OB.

bnok 6. CeTb 1 pennukauus

e O630p Game flow B Unreal engine. Game mode n game state. UE4 game flow, knacc game instance. Knaccel Game mode
N game siate.

e PennukaumnoHHas mogens B Unreal engine. KnuneHT-cepBepHasa mogenb B UE. Pexxum cet n Tunbl cepBepoOB. TUunbl
pennukauun. Pennukauma 9KTopos (Actor replication). Pennukauunsa csoncTB (Property replication). Bbi3oB yoaneHHbIX
npouenyp (RPCs). CeTeBbie ponu.

e Pennukaumsa nrpoBbix MexaHuK. Pennukauna aKTopoB U nepemelleHus. TectupoBpaHue pennmkaumm B UE4. Pennukauus
300pPOBbA UrpoKa. Pennukauus permcrtpaumm nonagadunn. Pennukauusa hit scan. Pennmkaunga cHapagos. Pennnmkaums
MCKYCCTBEHHOIo MHTEeNNeKTa.

e CO30aHMEe MHOIonob30BaTe/IbCKOM CeCCun U npucoeanHeHumne K Hen. CosgaHue ceccun. N'onck n npucoeanHeHue

K CeCCUN.
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bnok 7. Cucrema coxpaHeHus B Unreal, CTpMMUHI YypOBHEM

e CoxpaHeHue urpsbl. Knacc USaveGame. Tunbl coxpaHeHus U 3arpy3ku (asynchronous, synchronous, binary). CoxpaHeHue
CBOUCTB urpoka. CoxpaHeHune nokaummn. CoxpaHeHune 30o0poBbs. CoxpaHeHne NHTEepPaKTUBHbIX OObEKTOB.

e 3arpy3ka yposHen. ®yHkuma Open level. icnonb3oBaHue open level B ceTteBon urpe. lNepemelleHme na nobom B gpyrme
KapTtbl. CoxpaHeHue TeKyLlero ypoBHs B 0oanMHOYHOU urpe ¢ nomoupbro USaveGame.

e CTpuMUMHT ypoBHeW. CosaaHune persistent level. Ulcnonb3oBaHue streaming volumes an18 CTpUMMUHra. 3arpys3ka v Bbirpy3ka
noaypoBHen yepes C++.

e CoxpaHeHue BMecTe Cco CTPUMUHIoM. CoxpaHeHne MHTepPaKTUBHbIX OOBbEKTOB B BbIFPYXXEHHOM YPOBHE. 3arpy3ka COCTOSAHUSA

NHTEePAaKTUBHbIX O6BEKTOB B 3arpy>X€HHOM YPOBHE.



/7
XYZ Game Code

SCHOOL

bnok 8. NpodbunuposaHme nontumusauus B UE4

e /IHCTpymMmeHTbl NnpodunnpoBaHusa: STAT komaHabl, Session frontend 1 Unreal Insights. Significance manager n Animation
sharing. HacTtpownku npoussoautensHocTn obHoBneHua SkeletalMesh. CtoumocTb obHoBneHus Al controller n 3agay nouncka

nyten. UcnonbloBaHue significance manager ansa ontumMmmulaumm obHoBNeHUA nepcoHaken. icnonbloBaHue significance

manager gja4a ontmMmmn3auinim aHMMaLUWUKM NMepcoHa)ken.



