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PA3PABOTKA KOMIIbIOTEPHOM UT'PHI HA JIBUKKE UNREAL ENGINE 5

Pa3zpaboTka KOMIBIOTEPHBIX UTP MPEACTaBIAET COOOH CIOMXKHBIN, MHOTOIpaHHBIN MpolLecc,
TpeOYIOIIMIA 3HAYUTEIbHBIX BPEMEHHBIX, (DMHAHCOBBIX M TPYIOBBIX pecypcoB. OnHuM wu3
KITIOYEBBIX ATAIlOB SABISETCS TIIATENbHOE IUIAHUPOBAHME, MPEAYCMaTPUBAIOIIEE BO3MOKHOCTh
a/JIalITUBHOM KOPPEKTUPOBKH 3a7a4 B X0J1€ paObOTHI.

B pamkax peanuzaiyu MpoekTa B KauecTBE OCHOBHBIX MHCTPYMEHTOB ObUTM BbIOpaHb! Unreal
Engine 5, Blender m Visual Studio. Ha mnepBoHadassHOM »JTare ONpeAesuICh >KaHPOBas
MPUHAJISKHOCTh ¥ CETTUHT MBI, KIIIOYEBbIE U BTOPOCTENICHHBIE 3JIEMEHTHI UTPOBOTO MpoIIecca, a
TaKXe CO37aBaJICSl YEPHOBOW BapUAHT CIOXKETa M IMEPBUYHBIN TUIaH JATBHEUIIINX padoT.

[MpousBoncTeeHHas (aza Havamach ¢ pazpaboTku 6azoBoro Habopa 3D-Moseneld UTPOBBIX
00BEKTOB (masee — akTEPOB), BKIIOYAIOMIETO MOJCIW 3[JaHWHM, TJIABHOTO TEpOsi, HEUTPOBBIX
MIEPCOHAXKEH, TECTOBOTO OCBEUICHUS, WHTEPAKTHUBHBIX JJIEMEHTOB M  BCIIOMOTaTENIbHBIX
UHCTPYMEHTOB. /Jl7s1 axkTepoB C aHMMalMed JOMOJIHUTEIbHO pa3padaThIBAINUCh CKEJICTHbIE
CTPYKTYpBI, 00€CTIeUnBaIOIINE KOPPEKTHYIO PabOTY B UTPOBOM JIBIKKE.

ITo 3aBepiieHuM 3Tana MOJEIUPOBaHMS BCE aKTephl ObUINM HKCIOPTHPOBaHbI B cpeny Unreal
Engine 5 nans nanpHeleld HACTPOWKM M MHTETPALIMU B UTPOBOM TPOILIECC.

CrnenyromM 3TaloM CTajo CO3JlaHME W HACTpoilka Kjacca MIPOBOrO MEPCOHAXKa,
yIPaBIIIEMOT0 TOJIb30BaTeNieM. B 3aBUCMMOCTH OT TpeOOBaHMN WCHOIB30BAIKMCH KAk
BU3yaJbHOE NporpammupoBanue (Blueprints), Tak u s3bik nporpamMupoBanust C++. bazoBblii
kmacc MainCharacter ObpuT peann3oBaH Ha OCHOBe craHmapTHoro kiacca ACharacter,
COJIepIKAILEero BCTPOSHHbIE KOMIIOHEHTHI JIJIsl aHUMAIMK U ePEMELICHHUS.

C yuéroM HEOOXOAMMOCTH BHEAPEHHS YHHUKAJIBHBIX OCOOCHHOCTEH HMIPOBOTO MEpPCOHAXKA
Obul pa3paboraH mpou3BoaHbIM kiacc MainPlayerCharacter, pacumpsitonuii  ¢yHKIHOHAT
6a30Boro Kiacca.

B pamxkax pa3paOoTKM JaHHBIX KJIACCOB pealM30BaHbl ClEAyIOMNe (QYHKIMU: COXPAHEHUE
COCTOSIHUSI MUTPOBOTO MHUpA, CHCTEMa YIOBIECTBOPEHHS 0a30BBIX MOTPEOHOCTEH MEpCOHAXKEH,
MEPEKIIIOYCHNE PEKUMOB KaMepbl (OT MEPBOr0 U TPETHEro JIMIa), a TaKKe cUcTeMa oT4éra 00
onmokax (prucyHok 1).
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PI/ICYHOK 1- CprKTypa BCCX KJIACCOB IIPOCKTA
Taxum o6pa30M, Ha TeKy'H_II/Iﬁ MOMCHT BBIIIOJTHCHA 3HAYUTCIIbHAA 4aCTh pa60T 10 IPOCKTY,
OJHAKO )IﬁJILH@fIIHGG Pa3BHUTHUC Tpe6yeT BHCAPCHUSA HOBOT'O q)yHKHI/IOHa.]'Ia nu )IOHOJ'IHI/ITGJ'IBHOf/i
OIITUMHU3AlINHN.
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