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Co31aHue ynpaBpJsieMoro nepcoHaka ¢ HCNoJIb30BaHHEM CTAHAAPTHOIO
Ha0opa CKPUNTOB M aHMManuii 11 urpsl Ha Unreal Engine 4

benuxos Anopeii I'ennaovesuu
Tpuamypckuii eocyoapcmeennwiii ynueepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmanHO# cTaThe ObUT PACCMOTPEH MPOLIECC CO3AaHUS YIPABISIEMOTO MEepCOHakKa
st urpsl Ha Unreal Engine 4. B uccnenoBanuu npuMensuiach mporpamma Unreal
Engine 4. B pe3ynbrare paboThl ObLI CO3JaH YINPAaBISAEMbId HUIPOK W3
CTaHJapTHOTO HAbOpa CKPUIITOB U aHUMAITUH.
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Create a controlled character using a standard set of scripts and animations
for playing on Unreal Engine 4
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Abstract

This article describes the process of creating a controlled character for the game on
Unreal Engine 4. The study used the Unreal Engine 4 program. As a result, a
controlled player was created from a standard set of scripts and animations.
Keywords: Unreal Engine 4, 3D, gamedev

B nanHO# cTaThe mpojaospKeHa padoTa MO CO3JaHHI0 UTPhI B kaHpe Side
Scroller.

Ilenr  pgaHHOM  CcTaTbM  CO3J4aTh  YOPABISIEMOIO  IEPCOHa)xKa  C
WCIIOJIb30BAaHUEM CTAHIAPTHOTO HAa0Opa CKPUTITOB U aHUMAITUH.

Jns co3manust mpoekTta Obula paccMoTpeHa ctaThd H. A. MopolukuH B
KOTOPOM aBTOp MBITAETCS MPOAEMOHCTPUPOBATh M HCCIIENOBaTh BO3MOXKHOCTH
nporpaMMHoro obOecneuenust [1], m3yuena crarbss A. M. bakynos, U. JIL.
Kanurens, A. C. IBopeuxuii, 1. O. MapteiHenko, B. O. koTopble paccMOTpenun
uHCTpyMeHT co3aanus urp Unreal engine [2], I1. JI. I'pumkos, B. B. Kyrypakoga
paccMOTpENH MOAXOAbI I pealu3ald METOAOB MO0 CUHXPOHU3AUUU JEHCTBUI
yenoBeka v BupTyanbHoro asarapa [3], C. B. [Ipsuenko, P. A. XoauksH u3yuuin
UTPOBOM JIBIKOK unreal engine [4].

Jnst  co3maHus TepcOHa)ka HaM  TOHAAOOUTCS 3allTH B MAmKy
SideScrollerBP (Pucynox 1).
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Pucynok 1. [Tanka SideScroIIerBP .

Janee nepeiitu B nanky Blueprints (Pucynok 2).

Pucynok 2. [1anka Blueprints

Crnenytomum marom Hy>kHO BbiOupath SideScrollerCharacter u nepetanuth
ero Ha nanamadt (Pucynok 3).
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Pucynox 3. Ilepenoc SideScrollerCharacter Ha nanamadTt

[Tocne »Tux pAelCTBUN MBI BHUIUM, YTO TMOSBUJIACH KallCyjia HaIlero
NEepPCOHaXKa ¢ KaMmepol Buaa oT TpeThero jwuia, Ho y SideScrollerCharacter Het
MOJIeH (PUCYHOK 4).
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PHcyK 4. Side

UtoObl y HaIIEro nepcoHaXka MosBUIACh MOJiEib, Hy>)kHO HaxaTh JIKM B
Bkiagke World Outliner mo SideScrollerCharacter u BbiOpaTh myHkT Edit
SideScrollerCharacter (PucyHok 5).
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Pucynok 5. [lepexon k HacTpoiike SideScrollerCharacter

Anim C

B oTkpsIBIIEMCS OKHE MTpexoauM Bo Bkiaaaky Mesh (PucyHok 6).
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Pucynok 6. ITepexona Bo Bkiaaky Mesh

B oTkpeiBmieMCsi OKHE BbIOMpaeM BKIaAKy Viewport mis Toro, 4ToObl
BUJICTh U3MEHEHUS Halllero nepcoaxa (PucyHnox 7).
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Pucynok 7. Bknaaka Viewport

Janbiie qobaBisieM CKelleT rmepcoHaxka B Bkiaagake Mesh, B pasgene Skelital
Mesh u Haxxatust kinaBuii None (PucyHok 8).
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Pucynok 8. JloOaBieHue ckenera nepcoHaxa

Mo>kHO BbIOpaTh J100YI0 U3 ABYX MpeACTaBiIeHHbIX Mojenel (Pucynok 9).
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[Tocne noGaBieHHUsST MOJCIIM MOKHO YBHJIETH IEpCOHaXka B okHe Viweport
(Pucynoxk 10).
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Pucynox 10. Ilepconax

MpI BHIUM, YTO y TEPCOHAKAa HET aHUMAIIMA, U €CIH TOCJIe KOMITUISIIUU
MBI ITOTPOOYEM 3aIyCTUTh MPOEKT, TO YBUIIUM, YTO OH MOJHOCTBIO YIIPABIIsieM, HO
HAXOJIUTCS B cTaHnapTHoi mo3e (Pucynox 11-13).
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YroOs! Bce paboTasio HaM HY)KHO BepHYThCs B penaktop Mesh (Pucynox 5-
6) u Bo Bkiaake Animation B ctpoke Anim Class Beiopats ThirdPerson_AnimBP
(Pucynoxk 14).
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Pucynox 14. Bkiagka Animation

B okne Viweport MoXHO YBUZIETh, YTO Y MOJCIU IOSIBHJIACH AHUMAIUS
(Pucynok 15).
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Hanee xkommunupyem Hamy mozenb (Pucynok 11) m 3amyckaeM mpoekt
(Pucynok 12) u Mbl BUAMM, YTO MEPCOHAX TEMEepb MUMEET HAOOp CTaHAAPTHBIX
anumManuii (Pucynox 16 - 17).

Pucynoxk 17. IIpekok nepcoHaxa

B naHHOW cTaThe OBUT TMOKa3aH TIPOLIECC CO3MAHHS YIPABISEMOTO
nepcoHaxa Juis urpsl B sxkanpe Side Scroller 8 cpeae Unreal Engine 4.
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