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JlodaBienue puznyecknx o0beKTOB B Hrpy Ha Unreal Engine 4

benuxos Anopeii I'ennaovesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B nanHoO#l cTtaThe OBLT paccMOTpeH Mpoliecc A00aBieHus (GU3NYECKUX OOBEKTOB
st urpsl Ha Unreal Engine 4. B uccnenoBanuu npuMensuiach mporpamma Unreal
Engine 4. B pesynbrare pabGoTbl ObLIO 100aBIEHO HECKOIBKO (PHUIUUECKHUX
OOBEKTOB.
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Abstract

In this article, the process of adding physical objects for the game on Unreal
Engine 4 was considered. In the study, the Unreal Engine 4 program was used. As
a result of the work, several physical objects were added.
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B nanHO# cTaThe mpojaospKeHa padoTa Mo CO3JaHHI0 UTPHI B kaHpe Side
Scroller.

Ilenp manHOM cTaThU TOOABICHUE HECKOJIBKUX (PU3HYECKHX OOBEKTOB.

Jist co3manusi mpoekTta Obuta paccMoTpeHa ctatha H. A. Mopomkua B
KOTOpPOM aBTOp MbITAETCSA MPOAEMOHCTPUPOBATHh W HCCIENOBAaTh BO3MOYKHOCTH
nporpaMMHoro obOecneuenusi [1], u3ydena ctaths A. M. bakynos, U. JL.
Kanurens, A. C. IBopeuxuit, 1. O. MapteiHenko, B. O. koTopeie paccMoTpenn
uHCTpyMeHT co3aanus urp Unreal engine [2], I1. 1. I'pumnkos, B. B. Kyrypakosa
paccMOTpeNu MOAXOAbI ISl peaau3alui METOJI0B M0 CHUHXPOHHU3AIUM JAEHCTBUN
yenoBeka U BUptyansHoro asarapa [3], C. B. Ipguenko, P. A. XoauksH u3yuunu
UTPOBOM ABMKOK unreal engine [4].

UtoObl co3aaTh 00BEKT oOJamaronuii GU3MKONW HaM HYXKHO CO3/1aTh WU
ckauath u3 MarketPlace rotoByro Mmozens o0bekra. [Tocie ycTaHOBKH MepexoauM
B manky Hamero oobekta, MS_CyberpunkV1 (Pucynoxk 1).
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Pucynoxk 1. [Tanka MS_CyberpunkV1

Hanee B nmanky 3D_Asset (PucyHnok 2).
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Pucynox 2. ITanka 3D_Assett

Hanpmre B manky 01 Cardboard Box_Slightly Used tfvjabgpa (Pucynok 3).
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Pucynok 3. ITanka 01_Cardboard_Box_Slightly Used_tfvjabgpa

Janee Beioupaem daiin tfvjabgpa LODO u nepenocum Ha mipoekT (Pucynoxk
4-5).

qpa_BK_ tiviabqpa_8K_thvjabgpa_8K_ ttvjabqpa_8
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Pucynok 4. ®aiin tfvjabgpa_LODO



[Toctymat. 2021. Nel ISSN 2414-4487

Pucynok 5. KopoOka Ha npoekre

Jlanee HactpauBaeM (Gu3MKy KopoOku B maHenu PhysicS, 4ToObI
aKTUBHPOBATh (U3MKY 00BEKTa HaXXMMaeM Tajodyky B cTpoke Simulate Physics,
Jajiee HacTpaMBaeM mapameTpsl, Tae MassinKg oTeeuaer 3a Bec B KWJIOIpaMMax,
Linear Damping otBewaer 3a compoTHBICHHE Bo3ayxa, Angular Damping
OTBEYaeT 3a TpeHue o moBepxHocTH, Enable Gravity orBeuaer 3a oTKiIIOUCHHE
rpaButanmu (PucyHok 6).

4 Physics
Simulate Physics
Massinkg
Linear Damping
Angular Damping
Enable Gravity

» Constraints

Ignore Radial Impulse .

Ignore Radial Force .

Apply Impulse o
FIEF-“E:;jt,-._. F:h:,a:_

Pucynok 6. [Tanens Physics

Ha npoekTe MOXKHO MOnpo0oBaTh NpoBepuTh Gu3uky (PucyHok 7-8).
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Pucynox 8. KopoGka mocie B3auMoiecTBus

JloGaBum emé Oosbliie 0OBEKTOB YTOOBI MPOBEPUTH MX B3aUMOJCHCTBHUE
(Pucynok 9-10).
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Pucynox 11. O6BeKThI TOC/IE B3aUMOICHCTBHS

B nmanHoil crtathe ObUIO JOOABIECHO HECKOJBKO (PU3UYECKUX OOBEKTOB M
MOKa3aHO WX B3aMMOJICHCTBHE C HIPOBBIM IIEPCOHAXKEM B HWrpe jkaHpa Side
Scroller B cpene Unreal Engine 4.
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