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3aMeHa CTaHJIAPTHOI0 MaHEKeHAa HA MoJeJib U3 marasuna MarketPlace
s urpel Ha Unreal Engine 4

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

AHHOTALIUA

B nanHOI cTaTthe OBUT PacCMOTPEH MPOIECC 3aMEHBI MEePCOHaKa JJISI UTPHI Ha
Unreal Engine 4. B uccrnenoBanuu npumensiiack nporpamma Unreal Engine 4. B
pe3ynbrare paboThl ObUT 3aMEHEH CTAaHIAPTHBIM MaHEKEH Ha MOJEIb U3 Mara3uHa
MarketPlace.
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Replacing the standard dummy with a model from the MarketPlace for
playing on Unreal Engine 4
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Abstract

In this article, the process of replacing a character for a game with Unreal Engine 4
was considered. In the study, the Unreal Engine 4 program was used. As a result of
the work, the standard dummy was replaced with a model from the MarketPlace
store.
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B nanHO# cTaThe mpojaospKeHa padoTa MO CO3JaHHI0 UTPhI B kaHpe Side
Scroller.

[lenb gaHHOW CTaThbM 3aM€HAa CTAHAAPTHOTO MAHEKEHA Ha MOJENb U3
marasuHa MarketPlace.

Jns co3manusi mpoekTta Obuta paccMorpeHa ctathd H. A. MopoukuH B
KOTOPOW aBTOp MBITAETCSA MPOJEMOHCTPUPOBATH M MCCIENOBATH BO3MOXHOCTH
nporpaMMHoro obOecneuenusi [l], u3ydena craths A. M. bakynos, U. JL
Kanurens, A. C. IBopeuxuii, 1. O. MapteiHenko, B. O. koTopble paccMOTpenun
uHCTpyMeHT co3nanus urp Unreal engine [2], I1. 1. I'pumnkos, B. B. Kyrypakosa
paccMOTpeN MOAXO0Abl I peanu3alud METOAO0B 10 CUHXPOHU3AIMU JIEHCTBUI
yenoBeka U BUpTyasibHOro aBarapa [3], C. B. [Ipsiuenko, P. A. XoauksiH nzyuniu
UTPOBOM JIBIKOK unreal engine [4].

Jliist co3maHMst IEpCcoHaXka HaM IoHanoouTcs 3aiitu B marasua MarketPlace
¥ BBIOpATh MOAXOAAIIYI0 Mojenb (PucyHnoxk 1).
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Pucynox 1. MarketPlace

[Tocne ycraHoBku HyxHO momecTuth PlayerStart Blueprint wa namem
npoekre (Pucynok 2).
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Pucynok 2. ITouck PlayerStart_Blueprint
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Pucynok 3. Pasmermienune PlayerStart Blueprint na kapte mpoekra

YroObl y mepcoHaXka 3aMCHHTh MOJICNb, HYXKHO Haxarh JIKM B BKiIanke
World Outliner mo PlayerStart Blueprint wu  BbeiOpare nyHkr  Edit
SideScrollerCharacter (PucyHok 4).
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Pucynok 4. Ilepexon k Hactpoiike PlayerStart Blueprint

B oTkphbIBIIEMCS OKHE MPex0auM Bo Bkiaaky Components (PucyHok 5).
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Pucynok 5. [lepexon Bo Bkiagky Components

HNanee naxxumaem Add Component u Beibupaem Skeletal Mesh (Pucynok
6).
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Janbiie qobaBisieM CKelleT rmepcoHaxka B Bkiaagake Mesh, B pasagene Skelital
Mesh u HaxxaTus kinapuimu None (PucyHok 7).
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PucyHok /. Jlob6aBieHue ckeyera nepcoHaxa

Bri6upaem ckauennyio mozens (PucyHnok 8).
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Pucynok 8. Mojenn

[Tocie mobGaBieHHs MOJEIM MOXKHO YBUACTH MEpCcOHaXka B okHe Viweport
(Pucynox 9).
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Pucynok 9. [lepconax

Janee moGaBisieM aHuUMaIMK BO Bkiazke Animation B crpoke Anim Class
BeIOpath ThirdPerson_AnimBP (Pucyrox 10).
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Pucynox 11. Bkimagka Animation

YroObI MepcoHaxk paboTasl HY)KHO MPUBS3aTh KJIABHUIIN YITPABICHHS, TaK KaK
y Hac urpa B xaupe Side Scroller nam nonagoouThes TOIBKO KiaBuiu “A”, “D” u
“Space”. nmepexoaum Bo Bkianky Event Graph u Haxxumaem JIKM o cBoGo1HOMY
npoctpaHcTBy (PucyHok 12).
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Pucynok 12. Bknanka Event Graph
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B otkpriBmemcs okre umieM inputAxis MoveRight (Pucynok 13-14).
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Pucynok 13. inputAxis MoveRight B moucke
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Pucynoxk 14. inputAxis MoveRight

Taxum ke criocooom modasmssem Add Movement Input u coenuHseM Kak Ha
pucynke (Pucynok 14).
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Pucynox 15. Hactpolika ynpaBneHus

Janee Takum ke cnocoOoM HacTpauBaeM NMpeLKKU (PucyHok 16).
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Pucynoxk 16. Hactpolika ynpasieHUs IPbIKKOM

Komnunupyem monens (Pucynok 17).
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PucyHnox 17. kHONKa KOMIHJISITUA
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3amyckaeM IpOEKT U BUJIUM HOBYIO MOJIEJNb IIEPCOHAXA

Pucynox 17. HoBas Monenb nepconaxa

B nanHoll crathe Obla MpPOM3BEJEHA 3aMEHA CTaHJAPTHOTO MAaHEKEeHa Ha
Mmojies u3 Marasuna MarketPlace mist urpsr B sxanpe Side Scroller B cpeae Unreal
Engine 4.
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