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PEAJIN3AIIUA UHTEPAKTUBHOI'O U3BMEHEHUSI MATEPUAJIA OBBEKTA
B UTPOBOM ITPNJIOKEHUH

M.A. CEPT'EEB
(Ilpeocmaeneno: kano. mexu. nayx, ooy. A.®@. OCb KHHbIM)

B cmamve npedcmasnen npaxmuueckuti cnoco6 co30anusi MEXAHUKU UHMEPAKMUBHO20 USMEHEHUs MeK-
cmyp 06bekmos 8 npunodcerusx, paspabameisaemoix Ha Unreal Engine 4. 3adaua, peanuzayus unmepaxmuerozo
UBMEHeHUsL MEeKCMYpbl 00beKmMa 6 USPOBOM NPULOICEHUU.

KiroueBble ciioBa: HHGOpMAIMOHHBIE TEXHOIOTHH, TEKCTYPBI, MaTepuansi, Unreal Engine 4.

Beenenue. [IpakTruecky 1r00ble UTPOBBIE NPUIIOKESHUS] OCHOBAHBI HA IPUHIIUIIE HHTEPAKTUBHOCTH M10JIb-
30Barels ¢ UrpoBoii cpenoid. Hanbomnee xe sipkuid 3QEeKT OT36IBUMBOCTH IS TIOJIB30BATENS JIOCTUTACTCS BU3Y-
anbHBIM ITyTEM. Tak Kak 0OBEKTHI UTPOBOM CpPeNbl MPEACTaBICHBI HE TONBKO (OPMON, HO U MaTepHUAIOM, CKOH-
CTPYHPOBAaHHBIM U3 TEKCTYP, U3MEHEHHE MATCPHAIIOB CIEIACT UTPOBOH MHP GKHUBBIM.

B nmanHO# cTaThbe OyneT MpeacTaBleHa U pacCMOTPEHA peann3alys HHTCPaKTHBHOTO M3MEHEHUS MaTepH-
asia 00BEKTa B UTPOBOM TIPHIIOKEHHH.

Peanuzanus B3anMojeiicTBUs HTPOKA C 00bEKTOM.

UrpoBbIM JBHXKKOM ISl peanu3aiuu npuinoxenus: 6su1 BeiOpan Unreal Engine 4. Takum o6pa3om, Bcé
HaITICaHNe TPUJIOKEeHHUsI OyIeT BecTUch pu momotu Blueprints, rpadudaeckoro si3pika mporpaMMHUpPOBaHHSL.

B nanHO# peanu3zanuy B3auMO/IeiiCTBIE T0JIb30BATENS ¢ OOBEKTOM IPEJCTAaBICHO B 00IIEM BUAE yepe3
oobexkt BP_GLURP, nacnenyromuiics ot oobexkra BP_BUTTON. To ecTb, ¢ TOYKHM 3peHHs IOJb30BATENS
B UTPOBOI1 Cpejie B3aMMO/ICHCTBHE TIPECTABICHO B BUIE Ha)KaTHs HA OOBEKT KHOIIKH.

B pomurensckom o6vekre BP_BUTTON cosmaéres cobeitie Button Action (Pucyrok 1), peamusarms
KOTOPOTO B PA3IMYHBIX JOUEPHUX 00BEKTaX OyIeT OTIMYATHCS. 3alyCK 3TOro COOBITHS PONUCXOJUT B MOMEHT,
KOrZa BUPTYyaJlbHOE OTOOpaXEHHE WIPOBOTO KOHTPOJUIEpAa HWIPOKA MEpPEceKaeTcss KOUIM3MSIMU C OOBEKTOM
KHONIKM. Bammmanmst Takoro mepecedeHust mpoucxoaunT depe3 ¢yHkmmio «Cast t0...». AnbTepHaTHBHBIM
pelIeHreM B JaHHOM citydae ObIIO OBl IPOBEPUTH 00BEKT Ha HANMW4HE Tera QyHKuei «Actor Has Tagy», omrako
Takasl peann3alys CKopee MPUMEHNMa K B3aUMOACHCTBUIO C Pa3HBIMH BHAAMH 00BEKTOB Ha HTPOBOM YDPOBHE,
B IaHHOM K€ CIIy4ae KHOIIKa B3aMMOJICHCTBYET TOJIBKO ¢ KOHTPOJIIEPOM TTOIIH30BATEIS.

&> Button Action

<> Event ActorBeginOverlap " ++ Cast To BP_MotionController
=0 »P—=—>p
Other Actor Object Cast Failed > Tart

As BP Motion Controller Motion Controller

Pucynok 1. — Peanuzanus B3auMoeiicTBHs MTPOBOIr0 KOHTpPOJIepa ¢ 00bekToM BP_Button

Peanuzanus H3MeHeHUs] MaTepuaia 00beKTa.

OOBeKT, MaTepran KOTOPOro M3MEHsETCs, B JAaHHOM IIpOEKTe IpeiacTaBiieH OnronpunToM BP_Canvas
(anen. xoncm). VInTepakTHBHOE M3MEHEHHE MaTepHaia peann3yercs B JaHHOM CIyYae He Yepe3 MOJHYI0 CMEHY
Mmartepuana GyHkuueit «Set Materialy, Tak kak npu GOMBIIMX KOJMYECTBAX PA3HBIX MAaTEPHAIOB pa3Mep MPOeKTa
MOXKET CTaTh Ype3MEPHO OONBIINM, a Yepe3 NU3MEHEHHE, TO €CTh JOIOIHEHUE, JTMO0 JKe MEPEPHCOBKY TEKCTYP
B IMHAMUUYECKOM Martepuaiie. Ha pucyHke 2 M3710)KE€HO cO3/1aHHE TAaKOI'o JUHAMHYECKOT0 Marepuaia, KOTOPbIA
BcamoM obbekTe BP_Canvas npezcrasieH nepemenHoit Brush Material.

CoO0TBEeTCTBEHHO M3MeHEHUe nepeMenHoi Brush Material mpuBenér k u3sMeHeHHIO0 0TOOpaKeHHUs MaTepH-
asia 00beKTa, KOTOPOE CYHIECTBYET TOJIBKO TEKYIINH MOMEHT OTOOPa)KEHHMS U OITUPAETCS JIUIIb Ha TEKCTYPY, 00
TEKCTYpBI, KOTOPbIE HAKJIAIBIBAIOTCS Ha IByMEPHYIO KapTy marepuana Render Target 2D.
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Pucynok 2. — Peaan3anusi co3qanusi ¥ NpUMeHeHNsI JTHHAMHYeCKOro MaTepuaia k oobexty BP_Canvas

OyHKIMS HAaHECEHHUS! TEKCTYPhl HA JJMHAMUYECKUH MaTephall BhI3bIBACTCS B 00BEKTE KHOIIKH, CAMHU TEK-
CTYpPBI XpaHsTCS B MACCHUBE B 3TOM ke 00bekTe. Ha prcyHke 3 mpencraeneHa peaiusaius coobits Button Action
o6bekta BP_Glurp. TIpu B3aumoaeicTBun ¢ 00bEKTOM, B TEKCTYpHOI epemenHoit Glurp npucBanBaercs 3uave-
HHE U3 MAacCHBa TEKCTYp. DTa TEKCTypa IMPUMEHICTCSI K MePeMEHHO AnHaMudeckoro marepuana Brush Material,
nocie 4ero, Bei3piBaetcs ¢pyukuus Draw Brush (PucyHok 4), koTopas i 0TBe4YaeT 3a OOHOBJICHHE MaTepraia Ha
o0BekTe. B citydae ¢ JaHHBIM IPOEKTOM, K MaTepHally NPUMEHSIOTCS IBE pasHbIC TEKCTYpPhI, HAKJIAJAbIBAHUE KO-
TOPBIX NPEIYIPERKICHO TEM, YTO OJTHA U3 TEKCTYpP BHIpE3aHa I10 alib(a-KaHaly, TO €CTh UMeeT MPO3payHbIil (HOH.

& Graw Brush

1 Set Textire Pasameter Vaoe

G Cams 1o Render Torget

FEaTerta Pormmetes ol 3

Pucynok 4. — Peanmzauus ¢pynxuuun Draw Brush
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3akJ/oueHue. B 1aHHOM NpOEKTE peann30BaH OJWH U3 BAPHAHTOB YNPOIIECHHOTO H3MEHEHHU MaTepHaoB
00BEKTOB B HTPOBOM cpezie. JlaHHBIH METOM MO3BOJIIET XPAaHUTh B MPOEKTE TOJIBKO TEKCTYPHI HEKOTOPBIX H3MeE-
HSEMBIX OOBEKTOB, UCIOJIB3Ysl NPH PEHIACPHHIE B PEAILHOM BPEMEHH TOJBKO TMHAMHYECKUI Marepual, 4To
YMEHBIIIAeT pa3Mep HTOTOBOTO MPOEKTA.
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