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Pa3paboTka MHOIONoJIb30BATEJIbCKOM OHJIANH UTPbI HA UTPOBOM JIBHKKE
Unreal Engine 5

3saiiezne Anexceu FOpvesuu
TIpuamypckuii cocyoapcmeennwiii ynueepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOW cTaThe paccMaTpUBaEeTCsl MPOIIECC CO3/aHUsI CETEBOM UTPhl HA UTPOBOM
nerkke Unreal Engine 5 ¢ ucnons3oBanrem Texunonoruu Blueprint, mo3sossronei
CUJIBHO COKpaTUTh BpeMs pa3pabOoTKu Oyayliero mnpoekra. B crarbe ommcaHbl
sHaucHuss Graph, mpumeHseMmbplx B paboTe y3JI0B U IPOYHE TEXHHYECKHE
0COOCHHOCTH MPOIIecca CO3TaHUsI MHOTOTIOJIb30BATEIbCKOM UTPHI.
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Abstract

This article discusses the process of creating a network game on the Unreal Engine
5 game engine using Blueprint technology, which greatly reduces the development
time of a future project. The article describes the Graph values used in the
operation of nodes and other technical features of the process of creating a
multiplayer game.

Keywords: Unreal Engine 5, Graph, Node, Blueprint, Multiplayer game.

Hayunwiii pykosooumeny:

Jlyuanunos /[mumpuu Bacunvesuu

Ipuamypckuii eocyoapcmeennwiii ynueepcumem um.lllonom-Anetixema
Cmapuwuii npenodagameis

1 Bsenenue

1.1 AkTyaJIbHOCTH

Ha mannbpIii MOMEHT mipoliecc pa3paboTku urp TpeOyeT OOoJbIIoro oObhema
pECypCOB, BPEMEHH, JICHET, 3HaHUW W HABHIKOB. ECTh MHOXXECTBO JBHMXKKOB JIJIs
UTp, YOPOIIAIONIUX MPOIECC pa3paboTKH, HO ceddyac, naxke pa3paboTka JBWKKA
UTPbl OTHMMAaeT MHOTO BPEMEHH M PECypcoB, TMOATOMY OOJBIIMHCTBO
pa3pabOTYMKOB TOJIB3YIOTCS YK€ TOTOBBIMU pemieHusMu. Jlisi momydeHus
JYUIIEeTo pe3ynbTaTa OOJBITMHCTBO Pa3pabOTYMKOB IMOKYIAET 3apaHee PecypcChl
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JUISL TP, HAHUMAET TPEThUX JIMIl JJIS COKATHs CPOKOB, HE OTIAeT MPOIeccy
OTJIAJIKM U YCTPAHECHUS HEIOCTATKOB JOJHDKHOTO BHUMAHUS M BPEMCHH, TIOITOMY
MHO>KECTBO UTP BBIXOJUT CHIPBIMU M C OOJBIIMM KOJIMYECTBOM MPOOIIEM, TaK Kak,
HEBO3MOXKHO HE MPOBOJIS TIIATEIBHBIN TECT MPOEKTa JOOUTHCS €ro 3aBEpIICHUS
IoJKHBIM 00pa3om. [TosTomy kommanust Epic Games [1], pa3paboTana 1j1si CBOero
JIB)KKA OTACIbHYI0 TexHojoruio Blueprint [2] ¢ yueToM MUHUMAaJIbHBIX 3HAHUM
YeJI0BeKa O MPOrpaMMHUPOBAHUH, CO3AaBaTh UTPBI OMUPASICh HA JIOTUKY U MPOCTHIE
KOHCTPYKITUH.

1.200630p uccjaeroBaHuii

b. JleBuieHKko B CBOEM CTaThe pacckaszalid O MpoOseMax CHUHXPOHU3AIUU
MHOT'OITIOJIL30BATEIILCKUX HIpax, CO3MaHHBIX Ha nBwkke Unreal Engine 4
UCIIOJIB3YST MOJYJH MCKycCTBeHHOro uHTeliekTa [3]. P. I'opmon B cBoeit kHure
pacnucan noapodHoctu coznanus urp Ha Unreal Engine 4 nis HOBUYKOB C HYJIA,
noKazaJl MpUMephl UTp, KOHIENT co3aanus urp Ha C++ u texnonoruu Blueprint
[4]. B Hayunoit quccepranuu Jx. Hecca Obl1 peanusoBan npoekt B xanpe MOBA
(Multiplayer Online Battle Arena) mon nasBanmem NORS BwIosHEHHBIH Ha
nswkke Unreal Engine 4 [5]. JIx. ['neii3ep BBITYCTHI MPAKTHYECKOE PYKOBOJICTBO
M0 CO3/IaHUI0 HAJEKHBIX CETEBBIX MHOTOIOJI30BATEIbCKUX WP, B KOTOPOU
PaccKa3bIBAIOTCS PA3IMYHBIC ATAMbl Y€pPe3 KOTOPHIC MPOXOAAT ABUKKUA UTP U CaMU
UTPBI, TPUMEPBI TOTOBBIX MPOJAYKTOB U MPOOJIEMBI B UX peayin3anuu [6].

1.31ean nccaeq0oBaHUA
Co3znaTh IpOTOTHIT UTPHI Ha urpoBoM aBmxke Unreal Engine 5 B kotopoii
UTPOKH CMOTYT HOJKITIOYATHCS APYT K APYTY.

2 Marepuajbl 1 METOAbI
JIns co3mgaHus Wrpbl MCHOJb3yeTcs urpoBor aBmwxkok Unreal Engine 5 c
texHosorueit Blueprint

3 Pe3yabTaTsl U 00Cy:KICHUSA

Pa3spaGoTtka wurpel Oyzer mpoucxonuTh Ha aBrkke Unreal Engine 5 c
ucrons3oBanuem Blueprint. [is 3Toro HeoOXOQMMO 3aperucTpUpoBaThCsS Ha
caiite wm3marens naBwkka Epic Games, ckayaTh W yCTaHOBHTH (DUPMEHHBIH
Launcher — Epic Games Launcher, a mocie mpoiiTu mporiecc aBTOPU3AIMHU B
Launcher’e uepes yxe co3maHHyIO y4eTHYIO 3amuch (puc. 1-3). JIBHKOK sSBISCTCS
OecIUIaTHBIM, HO 3a HCIIOJIb30BAaHUE CO3/IaHHOTO NPOJyKTa Ha 0a3e JBHXKKa
HEOOXOAMMO TIUIATUTh JIOJI0 OT TMpPOJaX C pacyeToM IO OMNPEACICHHOMY
KPUTEPHIO.
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3aperucTpupyiite yuétHyto 3anvce Epic Games | Epic Games

BoiGepuTe cnocob perucTpauum

g 3aperMcTpUMpOBaTHCH C NOMOLLEKD
3NEKTPOHHON NOUTH

SaperMcTPHPOBATLEA € NOMOWEID
Faceboaok

SaperMcTPHPOBATLER € NOMOW LI
Google

SaperMcTPUMpPOBATHCH C NOMOLLEK
BKoHTaKTe

3aperucTPUMpPOBATLCHA C NOMOWLIO Xbox
Live

SaperMcTPHPOBATLEA € NOMOWRID
YYETHOM 3anKMCH ANA
PlayStation™Network

3aperucTPUMPOBaTHCHA C NOMOLLED
yYyETHOH 3anucu Nintendo

SaperMcTPHPOBATLEA € NOMOWEID
Steam

3aperucTpUpPOBATLCHA C NOMOWLI Apple

Yxe ecTh yuETHaA 3annch Epic Games? BokTu

Pucynox 1. Buj okHa peructpaiuii Ha CTpaHUIE Mara3uHa

By

FATPY3IWTL EPIC GAMES

Pucynox 2. Knomnka 3arpy3ku KJIMeHTa
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& Ycranoeka Epic Games Launcher

Koneunan nanka
Ham HOBWTL* ANA NPOACITKEHMA, HammuTe «3MeHTe s, yTob, ..

YeraHoeuTe Epic Games Launcher B:

C:\Program Files (x86)\Epic Games),

WsmeHuTb. ..

1.3.51.0 OTmera
Pucynox 3. OxHo ycranoBku Epic Games Launcher’a

Asropuzanus B Launcher’e npoucxoaut mocpeacTBy oOpaysepa (puc. 4)

BoiiauTe B CBOMO yUETHYHO 3anuck Epic Games | Epic Games

BowTn

g BoiiT c noMowsio Epic Games

o BoiiT £ noMowsic Facebook
Bo#TH c noMowso Goagle

m BoiTH © noMoweio BKoHTakTe

BoiTH © noMoweio Xbox Live

n Bo#TH C NOMOWBLIO YUETHOR ANKUCH ANA
PlayStation™Network

BoOATH C NOMOLWBLIO Y4ETHOR JanNUcH
.

9 BoiTH © noMoweio Steam

- Bo#Th © noMowso Apple

Y Bac HeT yuéTHoi 3anmck Epic Games?
SapermcTpupoBaThes

Pucynox 4. OxHO aBTOpHU3aLMU
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Jlanee HEOOXOAMMO CKA4aTh M YCTAHOBHUTH CaM JIBUXKOK. [IOIyTHO MPUHSATH
COTJIAIIICHHWE TI0JIb30BATENsL, B KOTOPOM €CTh IyHKT, YKa3bIBAIOIIMHA Ha
HEOOXOMMOCTh OT/IaBaTh YaCTh MPHOBLIM C KOHEYHOTO TpoaykTa. Kaxkaas Bepcus
JIBIDKKA 3aHUMAET JAOCTaTOYHO MHOIO MecTta, mopsaka 60 I'mraGaiT cBOOOIHOIO
mecra. [t Gosiee OBICTPOI pabOThI IBMKKA PEKOMEHIYETCSl YCTAHABIUBATEH €TO
Ha TBEPJAOTEIbHBIN HakomuTeab (SSD) (puc. 5).

A e 3anycuTs
EubnuoTexa Unreal Engine 5..0

BEPCMV UNREAL ENGINE 3

Pucynox 5. Buj okHa ¢ ycTaHOBJICHHOM BepCcUe TBUKKA

JIJist yCKOpEeHHsI CO3/IaHus UTPbI, OyIET UCIOJIb30BATHCS TOTOBBIM MPECET
JUISL CO3JIaHUs TP OT TIepBOTO Juiia (puc. 6).

GAMES \‘4"

ST Ea
. y . Blank First Person
FILM /VID !
LIVE EVENT: RIH

§$‘ ¥ 3

Handheld AR

PRODUCT DESIGN & F)
MANUFACTURING £ BLUEPRINT

SIMULATION — ",

Pucynok 6. Bux okHa co3anus mpoekTa ¢ BRBIOpaHHBIM MPECeTOM
«Third Persony»

[Mocne co3nmanusi mpoekta OyaeT JOCTYIHO cieaykoliee OKHO (puc. 7).
OCOoOEHHOCTh JIBUKKA COCTOMT B TOM, YTO OH «H3 KOPOOKW» IOJJICPKUBACT
CeTEBYI0 HWIPy. OTO MOXHO NPOBEPHTh, HAXaB HA TPOCTOYHE PAIOM C
KOMITHJISIIIMEH M 3allyCKOM co3aaHHoro mpoekta. B mynkte « Number of players»
MOXKHO YyKa3aTh JKEJIaeMOE€ YHCIO HMIPOKOB. M3 cOOOpakeHWil ONTHUMHU3AIUH, B
HACTPOMKAaX MPOEKTa MO YMOJYAHHWIO YCTAHOBJICHO MAaKCHMAJIbHOE KOJMYECTBO
UTPOKOB B pa3Mmepe 4 Moab30BaTeNeil.
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Taxxe B «Net modey, xenarenpro BeIOpath «Play As Clienty, Tak kak
UTPOK CO3MaBINUI cepBep OyneT OIHOBPEMEHHO M JIEpKaTelieM cepBepa, U ero
KITHEHTOM.

Xhird Person Template

Pucynox 7. Bua okHa cO31aHHOTO MPOEKTa OTKPBITBIMU HACTPONKAMH SMYJISILIUU

Jlamee HY»XHO CO37aTh MTPOBOE MEHIO JJIsl 3TOTO BHU3Y OKHA B pasfelie
«Content Drawer», mpaBbIM KIMKOM IO CBOOOAHOMY MecCTy M co3narth Level u
JaTh €My Moaxojsiiee uMs, Hampumep, «MENnu» U OTKPBITh YK€ CO3TaHHBIN
ypoBeHb (puc. 8).

-+ Add Y import & ¢ All > Content »

TPMult

A

/ \

Lewvel ThirdPerson Merniu
Protatyping

Collections

© Content Drawer E Output Log Cmd

Pucynox 8. Bua manenu KOHTEHTa C HOBBIM CO3/IaHHBIM YPOBHEM

PsimoM ¢ ypoBHEM HYKHO CO37aTh BHKET MOJIb30BATEIIHCKOTO HHTEp(deiica
JU1s1 MEHIO. J[JIst 3TOro TakXe IIENKHYTh ITPaBOM KJIABHIIEH MBIIIU B OKHE KOHTEHT
merHemkepa «User Interface» - «Widget Blueprint» (puc. 9).
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4, Import to /Game...
<) Add Feature or Content Pack...
B Add Quixel Content

Ea New Folder

=2 Blueprint Class

A Level
—
) Material

@ Niagara System

Animation
Artificial Intelligence
Blueprints
Cinematics
Editor Utilities
Foliage

FX

Gameplay
Input
Materials
Media
Miscellaneous
Paper2D
Physics

Textures

WOW W W W W W W W W W W W W W W W

User Interface

Tt Font
—
L7 Slate Brush

@ Slate Vector Art Data

:_w/; Slate Widget Style

I-: Widget Blueprint

Pucynok 9. Co3nganue BumKeTa st MEHIO

Jlanee ero Hy>xHO cpa3y OoTKpbITh (puc. 10). 1 100aBUTh HY)KHBIC 3JIEMEHTBI
JUTS TTIABHOTO MEHIO, PaMKY, KHOTIKHA U OJIOKH TEKCTa:

1. Pamka Haxoautcs B pasaene Pannel u nassiactcs Canvas Pannel.

2. Knomka u Teker naexar B pazaene COMMON U UMEIOT COOTBETCTBYIOIIEE
HazBaHnue Button u Text.

Texer B OJ0KaX TEKCTa PENAKTHPYETCS B JICBOM YacTH JKpaHa B MEHIO
Details B mynkre Text (puc. 11).
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Pucynok 11. ['oToBast BU3yanbHas 4aCTh MEHIO

[Tocme co3manus BU3yalbHOM wYacTH, HeoOXxoaumo otpabortath Graph
(JIOTMKY KHOTIOK U HHCTPYMEHTOB MEHIO) (puc. 12).
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Right-Click to Create New Nodes

W)

Pucynox 12. Bun okna Graph Bumkera

XenatenpbHO BCeM KHOIKAaM 3apaHee JaTh Ha3BaHHUE, OIKCHIBAIOIICE
(GyHKUIHMOHAJ, YTOOBI HE 3aITyTaThCsl.

Jlaree HE0OXOAMMO BBIOpATh HYXKHYIO KHOIKY M B JICBOM HIDKHEM MCHIO
3anaTh naeiictBue no HaxkaTuio (OnClicked) (puc. 13).

M My Blueprint

+add Q

EVENT DISPATCHERS

& Details
Q
Variable

ButStart

Default

Pucynok 13. Jlepas nanens anementoB Graph
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Haxarnem mnpaBoil KHOMKOM MBIIIM TIO IYCTOMY MECTY HE0O0XOIUMO
co3math ykasaHHble y3ibl (puc. 14). Get Player Controller mo3sonser nepenath
yIpaBJieHHe BEIOPAaHHOMY UTPOKY IO TapameTpam B mpoekre. Create Session yszen
co3maromuii urpoByro ceccuio. CoeauHuTh 1Mo Kimodam u B Public connections
yKa3aTh MaKCHUMaJIbHOE KOJIMUYECTBO UTPOKOB HA CepBepe paBHoOE 4.

{ On Ciicked (ButtonCreate) BB Create Session

f Get Player Controller

Player Index Retum Value

Pucynox 14. Y31bl co3nanus ceccuu

[Tocme »Toro Hamo M00ABUTH CIEAYIOIIHAE Y36l Ha JKpaH W 3aJaTh
COOTBETCTBYIOIIUE MapaMeTpsl (puc. 15). ['me ServerMap — sTo Ha3BaHue Baiei
kapThl. KapTa mo ymomrganuto ThirdPersonMap. Open Level (by Name) otkpsiBaet
YpOBEHBb M0 UMCHH B IPOCKTE, MyTh yKa3bIBaTh HE 00S3aTEIIbHO, HEJIOCTATKOM
ABJISIETCA, Mpobiema nyonukanuu (aitioB B npoekte. Heo0XoaumMo ocTOpoXHO
JaBaTh WMEHAa WCIOJNB3YyeMbIM oOO0BbekTaM. Set Show cursor orsedaer 3a
oToOpaxeHue Kypcopa. 37ech HeOOXOJIUMO CHSATh (HE CTaBUTbH) rajouyky B YeK-
Ookce, 4TOOBI yKa3aTh €ro OTICIBHO BBINIC BO BCeM BHDKeTe MeHro. Set Input
Mode Game Only oTBeyaer 3a ycTaHOBKY UTPOBOTO MOJia UCXOJs U3 apaMeTPOB
YPOBHSI.

J Open Level (by Name)

-
8 —

» Level Name | ServerMap | Show Mouse Cursor ()

SET

Absolute & Target

Options [ Listen |

" J et input Mode Game Only
D

Player Controller

A

| Get Player Controller

Player index 0]  Return Value

Pucynok 15. Bropas gyacts Graph mjist co3nanus cepsepa

Jlanee cBepxy, Iie yKe ecTh HauaabHbIN y3en Event Construct Heo6xoaumo
CHOBA JIaTh YIIPABJICHUE UTPOKY U BKIIOYUTH Kypcop MbIiiu (puc. 16).
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> Event Construct
SET
»

Show Mouse Cursor [

Target

" [ Get Player Controller

» Player index [0]  Return Value

Pucynok 16. [lepenaua ynpapiieHuss KypcopoM MPH UCHOIb30BAHUH BUKETA

[Tocne »sToro Hyx)HO B KOHTeHTe co3aath myctoii Blueprint Class —
GameMode Base. Jlate emy uUMsl, )KeJIaTEILHO CBSI3aHHOE C MEHIO M IIEPEHECTH €T0
U3 KOHTEHT-MEHEKepa B OTKPHITOM YpPOBHE, I/I€ HAaXOAWTCS MEHIO, B MAaHEIb
World Settings B myakr GameMode Override u BBICTaBUTH CIICIYIOIIHE
napameTpsl B pasznene GameMode, 3To He0OX0aMMO, YTOOBI UTPOK HE MOTydall
yIpaBJICHUE MAHUTTYJISITOP WIH APYTUMH 0a30BBIMU 00bekTaMu (puc. 17)

F= outliner

nenu (Editor)

B it

menuClass v & %

menuClass

(ONONONONONG!

PHcyHK 17. Bux manenu World Settings
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[Tocne 3Toro MOKHO OTKPBITH KJIACC U HAYaTh PEIaKTUPOBATh. B HEM HY)HO
nobasuth 3 ciuenyromue y3iel, Create Widget, Add to Viewport, Get Player
Controller, koTopsle 3ammycKkaT BEIOpaHHBINA BUKET HA YpOoBHE MeHIo (puc. 18).

S Add to Viewport

S ek
© Event BeginPlay [B Create Ul Menu Widget [:]

-4 » 4

Class Return Value

I Get Player Controller

M Owning Player
Player Index | [|| Return Value g Flay

Pucynok 18. Graph, oTBeuaroiuii 3a 3aIryck HIpOBOrO MEHIO

[locne 3TOro MOXXHO MPOOOBAThH 3alyCTUTh M cO34aTh Urpy. Ha Texymmii
MOMEHT TOJIBKO CO3/Ial0TCS CEpBepa U HET BO3MOXKHOCTH MPUCOSTUHUTCS.

Jlaiee Ha BHDKET MEHIO HYXXHO [100aBUTh BEPTHKAJbHBIA KOHTCHHED
(Vertical Box) wu anmmarmuio 3arpy3km (CircularThrobber) (pumc. 19), y
BEPTUKAIBLHOTO KOHTEHHEepa B cBOlcTBax ykaszarth ISVariabale (puc. 20).

Pucynok 19. HoBblii BuJ BuaKeTa MEHIO
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/" Details

E VerticalBox_0 Is Variable

O
Slot (Canvas Panel Slot)
Anchors

Offset Left

iffset Bottom

Alignment

Size To Content

Z0rder

Behavior

Tool Tip Text

Is Enabled

Visibility Not Hit-Testable (Self C

Render Opacity 1.0

Advanced

Pucynox 20. Bua okHa cBoO¥ BEpTUKAJILHOTO KOHTEWHEpa

Jlanee HEOOXOMUMO €O37aTh €€ OJUH BUKET KOTOPBIM OyAeT BBHIBOIUTH
HalijieHHbIe ceccuu, cnenath pasmepoM 600x100 mukceneir m n006aBUTH Tyna
sizebox, B koTOpHIi HEOOXOAUMO MOMECTUTHh KHOIIKY U TEKCT Ha KHOIIKY (puc. 21).

Pucynok 21. Bua BukeTa KHONKH HAWJIGHHOU UTPBI

[Tocne atoro HeoOxoaumo aopaboTath BupkeT, B Graph 100aBUTH HOBYIO
MePEMEHHYI0, KOTOpasi OyJeT OTBeuYaTh 3a pe3yJibTaThl HAWACHHBIX ceccuil. J[is
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3TOTO CO3/1ae€M HOBYIO IIEPEMEHHYIO B JieBoil uactu Graph, B pa3jene nepeMeHHbIX
(VARIABLES). 1 ykazats B THme mnepemennoii Blueprint Session Result. B
CBOMCTBaxX mepeMeHHOM yka3ath Instance Editable u Expose on Spawn (puc. 22).

®

®
®

Sesinf Blueprint Session Result @&
EVENT DISPATCHERS @
®

LOCAL VARIABLES

A Details

Default Value

Pucynox 22. CBoiicTBa CO31aHHON TTEPEMEHHOM

HyxHo co3mate cienyromue y3iael mo Haxatuio kHomku (OnClicked),
CO3/IaHHYIO TIepeMeHHyro uepe3 oneparuio Get, Get Player Controller, Join session
IIOCJIE 3TOTO MX HE0OXO0IUMO coeTMHUTH (puc. 23).
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&> On Clicked (Button_0)

"I Join Session

.-—-—-___________.

Player Controller

©F Get Player Controller Search Result On Failure [

O Player Index ||_| Return Value

Pucynox 23. Graph oreuaromumii 3a mouck J10060u

JUis Toro 4troObl KHOIKAa OTOOpa)kaja JaHHBIE O CEpBEpPE HYKHO uepe3
BU3yalbHBIA uHTEepdeiic (Designer), BbIICINTh TEKCTOBOW OJIOK M B TMpaBOM
HaHeau CBOMCTB B myHKTe Text maxkats Bind, otkpoercs HoBoe okHo Graph. B
HOBOM okHe Graph Heo0XoauMo 100aBUTH CIICAYIOIINE Y3JIbl, HOBYIO IEPEMEHHYIO
yepe3 omnepanuio Get, Get Current Players, Get Max Players, Get Ping In MS,
Format Text. B y3ne Format text nHyx«Ho yka3aTs:

«Urpokos: {CurrPlayer} u3 {MaxPlayer} ITunr: {Ping(ms)} ».

N Tonpko mociie Toro, KaKk MosBATCA CCHUIKM MOIAKIIFOYEHUS Y3JIOB, MOKHO
UX COCIUHUTH (puc. 24).

[ Get Text

¢ I Get Current Players

[ Return Node
»

— @ Return Value

(B Format Text

Result Return Value @ —__ Format Result @

g ‘Hr|

— @ CurrPlayer

“F Get Max Players

Result  Retum Value @ —

. J Get Ping in Ms

Result Return Value @ —

Pucynok 24. Bua Graph, reHepupyroIero TeKCT A1 KHOMKH
MOAKJIIOUEHHS K CEPBEPY

Ha pnaHHBIE MOMEHT MOXHO BEPHYTBCS K pEIaKIMd MEHIO BbIOpaB
CircularThrobber B cBoiicTBax B HyHKTE, OTBEYAIOUIEM 33 BUIUMOCTH, HYXKHO
yKa3aTh MPOM3BOJIbHBIC 3HAYCHUsI yepe3 cienyrommii Graph, Tam sxe co3math
HOBYIO MEPEMEHHYIO, OTBEUAIOIIYIO 33 MEPEKIFOUYCHUE DIICMEHTA MOUCKA B THUIIC
nepeMeHHol ykaszath Boolean (puc. 25).
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Boolean

EVENT DISPATCHERS

LOCAL VARIABLES

Variable Type Boolean

Pucynok 25. HoBas nepemennas Search

B Graph no6aBuTh cremyromue y3ibl, HOBYIO TIEPEMEHHYIO TTOMCKa Yepes3
Get u y3en Select, moakIF04NTE M BEICTaBUTH MTapamMeTpsl (puc. 26).

[ Get Visibility 0 [ Return Node
—_————
Return Value
"3+ Select

False Return Value

True

Index

Pucynok 26. Graph, orBevaromuii 3a Ha4aIbHYIO BUAMMOCTD aHUMAIIUHU 3arPy3KH

Tenepp HY:KHO BEPHYTHCS B BHJDKET MEHIO M HA3HA4YUTh JIEUCTBHE IO
HaXXaTUI0 Ha KHOIIKY ITOAKIIOYCHHA, HJIA I3TOr0 CO3AAI0TCA CIACAYIOHNIHUC Y3JIbI,
BEPTUKAJIbHBIN KOHTEHHep udepe3 omepauuio Get, mepeMeHHyr BEpTHUKAIbHOIO
koHTeriHepa yepe3 Get, Clear Children, Search uepe3 Set, Get Player Controller,
Find Session, HacTpouts U MoAKIIOYUTH (puc. 27).
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F Clear Children

> On Clicked (ButConnect)

Pucynok 27. Hactpoiika kHonku «IloaKmr0guThCs»
Ocranoch MOAKIIOUUTE OocTaBinuecs y3iel, For Each Loop, Create widget,

IICPEMEHHYI0 BepTHKalbHOTrO KoHTeiiHepa uepe3 Get, Add Child u Add to
Viewport (puc. 28).

J Add Child

Pucynok 28. OcTaBmmecs y3i1bl, OTBEYAIOIIHNE 32 MOAKIIOYEHNE K CECCHH

BriBoabI

[To oxonuaHuto paboOT OyIET MOXKHO 3aIyCKaTh IMYJISIIIUIO UTPHI, BEICTABUB
HY>KHOE€ KOJMYECTBO UI'POKOB. Ka)KIplil UTPOK MOYKET CO3/1aThb CECCHUI0, U OHa
Oyzaet oToOpaThes B OKHE TOMCKa ceccuu (puc. 29).

Pucynox 29. ['0TOBBII NPOTOTUIT UT'PHI C BEIBOJIOM UTPOKOB
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Tak kak Ha HA4aJTBHOM 3Talle, HE YTOUHSIIOCH JIOKAIBHOW JIH OYET Urpa, To
CepBEP MOKHO CIIOKOWHO Pa3MECTUTh B CETH MHTCPHET Ha BBIJCICHHOM CepBepe.
[lenbio He SIBJIATIACh CHHXPOHM3AIMS JAHHBIX MEKIY KIMECHTOM U CEPBEPOM,
MIO9TOMY €CJIU KaKOW-TO UTPOK OYAET TOJIKATh OOBEKT, TOTAA KaK JPYroil Urpok
3TOTO CKOpEee BCETr0 HE YBUIWT WJIM MOJIOKEHHUE 00BbEKTa OyJIeT OTIMYAThCS, TakK
KaK B CBOMCTBax OOBEKTOB B CTAHIAPTHOM IPECETEC OTKIIIOUCHA PEIUTUKAIMS, a
TPS (Tick per second) orimuaercs or FPS Ha cropone kimeHTta, 4ToOBI HE
Harpy>kaTb CEpBep, HO MEpeMeIleHHe WTPOKOB OyIeT BHIHO B aOCOIIOTHOM
no3utuu ((paKTHIECKOM).
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