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B cmamve npedcmasnen npakmuyeckuii cnoco6 co30anus nazia 8 NPUIOANCEHUSX BUPMYATLHOU PEAlbHOCU
paspabamuvieaemvix Ha Unreal Engine 4. 3adaua, peanuzayus nazna ¢ 603MOACHOCHbIO CMEHbI U300PANCEHUL.

KiroueBble ciioBa: HHQOpMAIMOHHBIE TEXHOIOTHH, TEKCTYPBI, MaTepuansl, Unreal Engine 4.

Benenune. OuH 13 MpOCTEHIINX B peannu3aliy BUI0B UTPOBBIX MPUIIOKEHUH — nas3n. COop HEKOTOPOi
KapTUHKH 3a4acTylo peanusyercs B opmare IByXMepHOW Urpbl. OJHAKO, MEXaHUKH, KOTOPbIE MOAXOAAT IO
pean3aIuio TaKoi roJIOBOJIOMKH MOTYT ITMPOKO MPUMEHSTHCS B PA3IMYHBIX UTPOBBIX IPOEKTAX.

B nanHOI cTaThe OyAeT MpeACTaBIeHa M PacCMOTPEHA Pean3aLys Mas3ia ¢ BO3MOXKHOCTBIO CMEHBI KApPTHHOK.

Pa3paboTaHHas TOJIOBOJIOMKA COCTOMT M3 HeCcKoybKuX cyinHocteil: BP_Motion Controller (koutposiep
urpoka), BP_Stand (mome, Ha koTOpOM nexar 3ieMeHThl rojoBonomku), BP_Canvas (opurunaibHOe
n3obpaxenune), BP_Puzzle (anement ronosonomku), BP_Glurp (o0bekT, B3anMOIeiiCTBHE C KOTOPBIM CMEHSET
n3obpaxenus kak Ha BP_Canvas, tak u Ha Bcex 12-Tu anemenrax BP_Puzzle).

Peanuzanusi nepemelieHusi 3JIeMEeHTA roJ10BOJTOMKH.

IIpoekT, paccMaTpuBaeMblii B CTaThe paspaboraH Ha urpoBoM jmkke Unreal Engine 4 mis cucrem
BUPTYaJIbHON peanbHOCTH. briaromaps 3ToMy IepeMelleHHe CaMHUX DJJIEMEHTOB MOXKHO pealii30BaTh
MPUBSI3KON(«3aXBAaTOM») K KOHTPOJUIEPY UTPOKa, YTO TOCTyIHA B 6a30BoM 1mabdioHe VR IpHiokeHHi.

PacnonoxeHue xe 2JIEMEHTOB Ha 1oiie (uKcHpyeTcs mo tpurrepam Box-Box11, pacronoxeHHbIM Ha
mojenn oobexkta BP_Stand (Pucynox 1). [lpu nepecedeHun KOJLTM3HUHU DJIEMEHTA ¢ TPUITEPOM, TIO3UIIHS DIIEMEHTA
moauduimpyercs ¢yukimeit SetActorLocationAndRotation, mpuaaBasi pacrnoioKEHHIO 3J€MEHTa 3HAYCHHUE
pacnionoxenusi Tpurrepa. @ynkius AttachComponentToComponent ske 3akperuisier 3JEMEHT B 3TOM
TMIOJIO’KCHNH, YTOOBI CUMYJISIIMS TPABUTALMH TIepecTala BIUAThH Ha 3JieMeHT. @parMeHT KoJia PeACTaBICHHBII Ha
pucyHKe | aHaJIOTHYEH It OCTaIbHBIX OAMHHAALATH 3JIEMEHTOB.
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Pucynok 1. — Peanu3anus npuBsi3KU 3JIeMEHTA FOJ0BOJIOMKH K MO3ULMH HA MoJe

Peanu3zanus u3sMeHeHHs U300pasKeHUS.

H3meHeHne M300pakeHUs] NPOUCXOJHUT NP TEPECeUeHUH KOJUTM3MH KOHTpOJUIepa Urpoka M oObeKTa
BP_Glurp. B BP_Glurp comepxutcst HECKOJIBKO MACCHBOB C TEKCTYyPaMH, KOTOPBIC IPUMEHSIIOTCS HA AWHAMIYE-
CKHe Marepualbl, orobpaxaroriuecs Ha BP_Stand u 12-tu sx3emiuisipax BP_Puzzle (PucyHox 2,3).

Ha pucynke 2 npencraBiieH BEIOOP 0JJHOTO U3 H300paKEHHH B 3aBUCMOCTH OT TOPSAKA B3aUMOJICHCTBHA
urpoka ¢ oobexktom BP_Glurp, To ects iHeHHOE nepekiiroueHue o cuérduky. [1pu BeIOOpe 0JHOTO U3 MATTEPHOB
MPOUCXOJUT BXOJ B LIUKJI FOr, B KOTOPOM TEKCTYpHI M3 MAacCHBa HANpaBISIOTCs B pyHKIumio “Draw” mist kaxxaoro
U3 3JIEMEHTOB TOJ0BOJIOMKH. [IprMeneHne TekeTypsl K BP_Stand npouncxoauT aHaqoruyHbIM 00pa3oM A0 mpes-
CTaBJICHHOTO (pparmMeHTa rpadMuecKoro Koaa.
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Pucynok 3. — IlpuMeHeHue TeKcTyp, BHIOPAHHBIX Ha MpebIAyLIeM IIare
K IHHAMHYECKHM MaTepHaJiaM 371eMeHTOB roJ10BOJIOMKH

3akiouenue. B 1aHHON peaiu3anyy roloBOJOMKH «I1a3iDy IS MPUI0KEHHH BUPTYalbHON PealbHOCTH
HpOI[eMOHCTpHpOBaH noaxon CI/IHXpOHHOFO U3MCHCHUSA MaTepI/IaHOB O6’LCKTOB C UCIIOJIb30BAHUEM JUHAMHNYCCKUX
MaTepI/IaJ'IOB. HOHO6HBIﬁ noaxod IMmO3BOJISIET XpaHI/ITI) B HpoeKTe TOJIBKO TeKCTypI)I, HEC cOo3aaBast MaTepI/IaJ'I JJIS
KaXKJ0r0 BapuaHTa 00beKTa, Jis o0IerdeHust 00béMa mpoeKTa.

OmHAaKO JaHHBIN MOAXO0. PAMOHAIBHO HCIIOIb30BATH B 00JI€e KAMEPHBIX IPOEKTaX, KOTOPBIC HE MoJiara-
FOTCS Ha CJIOJKHBIC (POTOPCATUCTUYHBIC MATEPHATIBI.
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