U3syyaem C++ co3aaBan
urpbl B UE4

MU3yuaiite nporpammupoBaHue C++ C MHTEPECHbIM

NPMMeHeHuem peasibHO MMUPA, YTO NO3BOJIUT BAM CO34aBaTb
Ballu cobCcTBEHHbIe Urpbi!

PACKT




2|CTpaHuya



N3yuyaem C++ co3paBas urpsl B UE4

3|CTtpaHuya



Ors1aBsieHUE

HM3yuaem CH++ co30aBasi HMTPBI B UE4 .........cooiiiiiiiiiiiiieeee ettt et et ssane s s e e s sanee e 1
TIPEAMCIIOBUE ......ccoeeeieieiiiiieiiiieeeeee ettt ettt et e et et e e e et e e e e et e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e ee e e e e e e e e ae s e e eeeseaeaeeeaeeeeeannennnnns 10
TnaBa 1. HANMMCAHME KOBA C CHt ..ot e ettt e e e e e e e e et e e e e e e e s eaa b e e eeeseassnnasaaaaens 17
YCTAHOBKA HALLETO MPOCKTA....ceeiiiiiiieeiieieeeeeieeeieeeeeaeaeaeaeeeaeaeaeaeaeaaaaaaaeaaaeaaaaaeeeaeeeaaeeaeaeaeeeeeaasaseeeeaaeeeaesaees 17
Ucnonbayem Microsoft Visual C++ Ha WINAOWS ............cooviiiiiiiiiiiiiiiee e 17
Hcenoab3yeM XCode HA IMAC.........ooouiiiiiiieiieeieeeetesee ettt ettt ettt s bt e bt e sbeesseeeneeeeeens 22
Co3nanne Baieid mepBoi MPOTrPAMMBI CH ...o.oiiiiiiiiiiiiieciccc et enne e 25
TOUKA € BAMATOM ....ooovuviiiiiiiiiieiiieecce ettt ettt e e st sse e e sb e e e sab e e sbe e s smneesneeesaneesanes 29
HICTIPABIICHME OIIMOOK .....c...eenveiiiiiiiietieiieeiee ettt ettt s e st s et esr e s bt e sae e sanesaneeneesneesmeesmeeenneenneens 29
TIPEAYIPEHIEHII .....cvviiiiiiiiiii ittt b e s bbb e s s b e e s bb e s s b e e s ba e s sab e e sans 30
UTo TaK0e MOCTPOCHNE M KOMITMIISIIIMSI? ....oeeiuviieireenieeenuteenteeensteesteeesuteessseesaseeesareessseeesuseesasesesseenns 30
L0874 1) 11 1 AP T TP PP PP 31

238 02101 0 32
T'y1aBa 2. ITIEPEMEHHBIC H IIAMSIITD .....cccuvveereienureenieeasieeesiseeessseesseesasesesneesaseeessneesasesesseesasessanesesaresesseesns 33
TICPEMEHHBIC .......cc.eiiiiiiiiiiiiiii ettt e e b e s b e e b b e e s b e e s ba e e s ar e e s e e e sab e e sans 34
OO0bsiB/IeHHE TEPEMEHHBIX — 3ATPATHBAHME KPEMHM ......coouverurernriereenreenreeneeereeneesseesseesseesanesane 34
HHCIIA DTO BCE ....eiiniiieiiiie ettt eeitee ettt ettt e sttt e sube e s abee e bbeesabee e aeeesabeesabeeesabeesabeesnbeesabeeenabeesaseesaseeesabeennses 36
BOJIBIIC 0 IIEPEMEHHBIX .....cooouvieiiiieiiieiteeeiittestte ettt e steesareeesseeesreeessteesareesneeesaneesaneeesnseesnenesaneesanes 37
MAaTeMATHRKA B G oottt s e s s snn e s s e e e sare e sanes 39
OO000IEHHBIN CHHTAKCHC TEPEMEHHBIX .....coutiiiiiiiiiiriiiieiie it sre bt esaeesiaesaeeaeesaeesaeesanesane s 41
TIPUMETHBHBIC THIIBL ... ...eeeeiittteeeatteeesatteeesareeeesaseeeessaseeessssseseessasesesssassneessassneessaseneessansneessasseeessans 41
THITBI OGBEKTOB .......cuviiiietieitieiieett ettt et st set e et e bt e s bt e sae e st e sab e e bt e bt eabeesaeeeaeeenne e bt esneesanesanesane 42
VRABATCIIM......oouviiiiiiiiiii ittt e e s bt e b e s bb e e sabe e s ba e s sab e e sabaeesabeesans 45
YUTO MOTYT JEJIATD YKABATEIIM? ....eeeurieireeeiuiiertieeieeesteesaseeessteesnesesmseesseesasesesaneesaneeesnseesnesesnsessnnes 46
AZIPEC OTIEPATOPA & ..ottt s e e st e r e e e s e e s a e s b bt e s e e sae e s e e sneeneens 47

(o] 1 TP USRI 49

1 11 TP 49
BBIBOMBL.......ooiiiiiiiiiiiiiii it s a e b s 51
TaaBa 3. I, EISE M SWITCN ...ttt e st e e s e be e e s s eabae e s e nres 52
PABBETBIICHHEE .......eeiiiiiiiiieiiie ettt et st e et e e st e e s bt e e s se e e s abe e e sab e e s b e e e se e e s reeeneeesmteesareeesnreesnnes 52
KoHnTposupoBaHnue BHINOJTHEHUSI BAIICH MPOTPAMMBDBI .......c.coriiiiiirierienieeniee e saeeneesreesreesseesne e 53
OTEPATOP PABEHCTBA T .....ccuiieiuieerieeiiuteesiteeesieeesteessseessesssseesssesssssesssseessseesssseessssessssesssssesssseessses 53
IumeM KOI YTBEPIKIEHMI € 0f ......oooiiiiiiiiiiiiiiii ettt sbe e e s e s 54
ITumem Ko ¢ 0mePATOPOM EISE .......oooiiiiiiiiiiiii e e e 55

IIpoBepka HepaBeHCTB ¢ MPUMEHEHHMEM IPYIHX ONePATOPOB cpaBHeHus (>, >=, <, <=, H !=) ..56

4|CTtpaHuya



Hcenonb3oBaHMe JIOTHYECKHX OMEPATOPOB .......c.uvieurienriereerieereeereereesreesseessesneeseenseesseesseesnesenseenseens 57

OMEPATOP HE (1) oo e e s e 57
OMEPATOP P (K& ..ottt s st e s e 59
ONEPATOP TITTH ([]) --veeveereeeiienieeie ettt st st st b e s b s aee st e et et e e sbeesaeesane e 59
Haun mepBoiii mpuMeP ¢ UNFEal ENQINE ......ocvieeieiiicececee ettt st 60
VIIPAMKHEHIE ......oooiiiiiieiiiieeeeiitee ettt e e ettt e e e sttt e e s ettt e e ssbteeessabteeesaabtteesaastaeesabeaeessabeneesaseneesssseeesanns 65
PRIIICHEIL ..ottt ettt e s et e s s e e e e s eab et e e s eabe e e e s aaneeeessareneessaneneessanrneessan 65
Pa3BeTBiieHNe KO/1a 00JI€€ YEM B IBYX HATIPABIIEHHMSIIX . ....ccuveerrererureerireernseeesareeesseessseesssesesaseesnes 66
VYTBePRIEHMA € €IS€ 0f......ooiiiiii e 66
OMEPATOP SWILCH ....ooiiiiiiiii ettt s e e st e e sbe e s nbaeesateesbeeesabeesnnes 68
338 02701 0 S 74
TIHABA 4. LTHIKIIBI.....eoiiiiiiiiiiiiiee e eeitee ettt e e st e e st e e e s eabte e e s st teeessabteessaubaeessaabaeessaabaeessaabeeessnnsaeessnnsens 75
TIMECTT WHIIE ..ottt et e st e et e sseesse st e entenseeseensesseenseseesnsensens 75
BECKOHEUHDIE IIHKIIBL.......ccuuuiiiuuneeitueseeetuneeetsnneeetstnseesssnneessnnsesssnsessssnnsssssnsseessnsesssnsesersnseessnsssernes 77
VHPATKHEHMSI . ......cooiiiiiiiiiiiiii e b e s b e b s e s s b e e s ba e s s b e e sba e e saneesans 78
PRIIICHHES ...ttt et e s e sttt e s e e s st e st e e s be e e sabeesaneeesnneesarenesaneesanes 78
TIHEKIT AOMWNIIE ..ottt sttt b et e st e s be e besbeeas e besasensesseensesteesnentens 79
|1 37 {0 TSROSO 80
VHPATKHEHMSA . ......cooiiiiiiiiiiii ittt a e s s b s e e s b e e s ba e s s b e e saba e e saneesans 81

L 11 (0 17 £ SO P PP P PP UPPPPPTOPPRPPRIOt 81
BoimosiHenre MHKAA ¢ UNFEAI ENQINE .....oovviiiieeceeeecee ettt s 82
238 021071 0 TP 84
I'naBa S.OYHKITHM B IMAKPOCBI ........ooiiiiiiiiiiiieiiiieeiee st steesree e e sbeessnee e st e e sbeeesabeesbeesareeesarenesnseesns 85
D YHIIIHM ...c...euvveeeeuteeeesateeeesasteeesaaseeeesssaeeesaasseeesaassaeesaansseessnseeesasseeessanseeeesansseessanseeeesnnaeeesansneeesannneeess 85
Ipumep pyHkmun — sqrt() OMOIMOTEKM <CMAth™> ........cooviiiiiiiiiiii e 86
Hanucanne HalIel COOCTBEHHOM PYHKITMM . .........ccoivteriierinireenieeniteenteessieeessreesareesssseessseessseeessseesnnes 88
O0pasen TPACCHPOBKH MPOTPAMMBL.......cocutiiiiiiiitiitietee e siesaesre bt saeesreesassaeesaeesaeesaeesanesanesans 89
VIIPATKHEHIIC ...ttt sttt et e sa e e b e b e e s b e e s et e s b e sab e e bt e beesaeesaneseneeneens 91
PRIIICHHE ...ttt st s ettt s e s b e e s mt e e sabe e s bt e e sabeesaneeesnteesareeesaneesanes 91
DYHKIMH € APTYMEHTAMY ......eeieutrieeenuiteeeaureeesasseeessasseeessaseeessssseessasseessamsseessmmsseesssssseeessssseeesssseees 91
DYHKINH BO3BPAIIAKOIIME SHAUECHHMI ....ccouvrrreenuureeernureeeraireeeesasseessansseessansseesssnsseeessssseeessssseeesssseees 92
VIIPAMKHEHEI. .....cooiiuiiiiiiiiiieeeittee e ettt e e ettt ee s ettt e e s ettt eessbeteessabtteessabeteesaaseaeesaseaeesssaneessaseneessnssneessans 93
0 11 (3 C: O TP PU PP 94
TIePEMEHHBIC, EPECMOTE ....c.eeemriniiiriitietteite e sttt et er e e bt et e s e s b e s bt bt e bt e s re e saeesaneeneesneesaeesanesanesane 95
TJI00ATTBHBIC TIEPEMEHHBIC .......c..oeiiiiriiiieniieite ettt et e sieesieese e et e e reesaeesaaesnesane e bt e bt e sneesaneeaneeneens 95
JIOKAJIDHBIC TIEPEMEHHBIC .........uvveeeeerieeenirteeeaueteesaausteessauseeeesasseeessasseeessassseessasseeeesassseesssnsseeessnsseeens 96

5|CtpaHuya



O0J1aCTh JEHCTBHS MEPEMEHHOM ........oooviiiiiiiiiiiitiete ettt sreesree e s e sne e s reesneesane e 96

CTaTH4ecKHe JTOKATBHBIC TIEPEMEHHDBIC ........cooviiuiiiurieiierienee e et eeree st esreesaeeseeeneesneesaeesanesane e 98
CONSE IIEPEMEHHBIC..........oeeitiiiiiiiiete ettt e st tesiee st e et e e st e s reesaeestesr e e bt e sreesreesaeesaneeneenneesreesanesanesane 98
TIPOTOTHIIBI PYHKIIME . .......eeiiuiiiiiiiiiiieiiee ettt ettt s e ssre e s e s be e e sab e e s sna e e smneesneeesaneesanes 99
PrOTOtYPES.H COMEPIKRMT .....eeveeiiiniiiiee ittt ettt e et te e e st e e st e e e s sabt e e e s sabe e e e sabaeesesabeeessnanees 100
FUNCS.CPP COMEPIRMT......eoeeiiiiiiieiiiieeitee ettt esteeestteesteessbeeestteessbeeesabeesseeenatessseeesssessnsassnssessnseeensseesns 101
MAIN.CPP COMEPIKIT ..eveeiesteeteteeenteuteseeseesesbessesse s et eseeseeseesesbess e b e b ensesteseeseebeebesaesbeneenseneeneeneenis 101
TICPEMEHHBIC EXET T ......ooiuiiiiiiiiiiiiiiic e ba e s a e s s aa e sab e 102
IMAKPOCBL. ..ottt bbb s e s b e s b e e s ab e s b e s a e e ab e e e s a e s a e aa e en 102
Cogert — nonpo0yiiTe NPUMEHUTH MepeMEeHHbIEe cONst TaM, I/1€ 3TO BO3MOXKHO ...........ceevveenneens 103
MAKPOCBI € APTYMEHTAME .....ccoouveeireieireerreeeasrtesreesseeesseesaseessseeesasessssstessseesasesessseesaresssseesanesessseesns 103
CoBeT — npMMeHUTe BCTPOEHHbIE (PYHKIMU BMECTO MAKPOCOB €C APTYMEHTAMM .......c.everennneenne 104

| 238 501 1 8 ST OURRUPPN 105
I'naBa 6. O0beKTbI, Ki1acchl B HACTIETOBAHME..............coovvviieiiiiiiee et ecieee et e e et e e s siae e e s e sneeeeeeaes 106
OOBEKTBI SEIUCT ......eiiiiiiiiiieeiteeetee ettt e ettt ettt e sbe e ettt e sbeeesbeeesubeesbeeesabeesabeesbeeesabeesaseeennseesbeeensseenns 107
DYHKITI-UIICH ......vveeuteerreteinteesteeeateesasetesseeesaseeessseesaseeeasseesanesessseesseesaneeesasesesnseesnseesanenesaresesseesns 107
CTpPOKOBBIE THIIBI SIBJSIOTCH O0BEKTAMU? ......cooiuiiiiiiiiiieenieeesieesieeesieeesreeessreesreessneeesneeesnneenas 108
3ANYCK QYHRIMM-UIICHA ....ccoiuveiiiiiiiirieiieeeitttesteesateeesteesareeesseeesreeesnseesseesaneeesnseesaseesaseeesaresesseenns 109
Private u MHKATICYJIFIIMI ....ovvniniiiiiiiiiiiiiiii s 111
HekoTopbIM porpaMMucTaM HPABUTCH PUDIIC .....o.oiviiiiiiiiiiiicci e 113
Kace IPOTHB STIUCT ......ueiiiiiiiiiei ettt ettt e s e st e e st e e sabeesbte e sabeeesabeesabeesbeeesaseenns 113
D @TTEPBI M CETTEPBL......ccoutiiiiiieitieiiieeieee sttt ettt et e st e st e s b et e s meeesbeeesmteesareesbeeesaneeeseeesmneesanesesnneenn 114
| Iy 0 (1) S (PSPPSR PRTOPSRORRPRPO 114
CRTTEPBI ..cuvviiiiieeiieeeiee ettt e st e ettt e sbe e s bbeesabe e s bt e e sabeesabteesabaesabeeesabeesabeeasbeesabaeenabaesabaessbeesabaeenasaanns 115
Ho B 4éM 3Kke BCE-TaKM Maest OMEPAMMIA JET/SEL? ....oovveiiiiiieiciee e 116
KOHCTPYKTOPBI M TECTPYKTOPDBI ......eeeureerieeenureerieessureesseesssseesseessseeesseessseesssseessseessssessssesssseesssseesns 117
HACHEIOBAHME KITACCA ......eoouiiiiiiieiiiieiieestee ettt ee ettt e st e st ee st e e s be e e smteesareesbeeesmbeesneeesmneesanesesnneenn 118
TTPOHBBOMHBIC KIIACCHL ... .veieuieeireeeieeesreeesseeesseesseeesnseesnesaaneeessesesnseesseesasesesaseesasesesnseesaresesseesns 118
OTHOIICHME DT ...cneiiiiiiiiiiieeite et ettt ettt e st e s bt e e st e e sbe s e sabeesbeeeaneeesabeeeanseesabeesanenesaresennneesn 122
SAIMIIEHHDBIE TIEPEMEHHDBIE ....cc.vveeiureerieeeruteeriteeesiteesteeesaeesseessseeesseesssessssessssesssssesssseesssaeessseesns 124
BUPTYATBHDBIC QYHKIMHE ..........vteiiiiiieeeniieteeaiteteeeaitreeessauseeessssseeessssseeessssseessassseesssssseeessssseeessssseees 124
Yucro BUPTYaATbHbIE PYHKIUH (M A0CTPAKTHBIE KITACCHI) ....eeeruveeriieeniieenieeenveessieessseessreessnes 124
MHOKECTBEHHOE HACTIEHOBAHIIEL .......ccuveeeureeeureenreeaseeesreesaseeasnseesasesesnseesaseesasesessessasesesseeesasesesnseesas 125
HACTHOE HACTEIOBAHME ......ccuveeeuteeaureenteeeaseeesseesaseeesareesasesaasesesasesessseesaseesasesesaseesasesssnseesasesesnseesas 126
ITomemaem Bam KJIACC B 3aTOJMOBOYHBIN PAMIL. .....c..coooviiiiiiiiiiiiicicc e 126
(I B 1] 1 T PP PP P ST PPTOTUTRRPPI 129

6|CTpaHunya



VIIPATKHEHIIC ...ttt ettt ettt et e sttt e b e bt esr e e s e e s e e e aee e reesre e sreesmeesanesaneenneeneennees 130

3380201 0 8 SRR 130
I'masa 7. IHHAMUYECKOE PACIIPEICTECHHE MAMIATH .....covviiiiiiiiiiiiiiee et sne s srs e saa e sae e aae s sre e snne s 131
JAMHAMHYECKOE PACTIPEIETEHME MAMITH ... ..eveeeeiureeeeriureeeeanreeeessreeessaseeesssseeessssseeessssseeessssseeesssssens 132
KuroueBoe €JI0BO delete.............oocoiiiiiiiiiiiiiiiiiici e 132
VTEUKA IAMSITH ..c..vvviirieiiieiiiee ittt ettt e siee et e st e sbee e st e e sbeeesbeeesbeeesmbeesareesaraeesabeesanaeeanneesnasensneens 133
OODBIMHBIE MACCHBBL «....ccuttietttenteeaiteasiteesateeesuseesseesaseeesaseesaseeasaseesasesesaseesaseesasesesasessssseesnseesasesessseesns 134
CHHTAKCHC MACCHBOB ........eoiuteietteenteeateeeaseesaseeesateesaseesasseesasesssseesassesssssesaseessseesaseesssseesasesessseesas 135
VHPATKHEHMSI. ......ooiiiiiiiiiiiii i b e s b s a e s ab e e s b e e s aa e s sb e e s saa e ens 136
PRIIICHHMSI . ......viiiiieiiiieee ettt sttt et s e e s b et e sab e e sbeesaneeesanaeesnneenns 136
C++ cTiiIb MacCUBOB AUHAMHUYECKOTo pa3zmMepa (new|] u delete[])........coevvvevvieiiiiiinieniiieeniees 136
MaccuBBI AMHAMMYECKOTO CoCTHUIS ... .eoiteiiiniieiiieeieeestee sttt et e sreeesseeesreessneeesneesneeesmneesnesessneesns 137
| 238 501 1 8 ST OURRUPPN 139
I'naBa 8. JIefiCTBYIOIIME JIMIIA M IEIIIKH. ...ceeuveerrieeureenreeenureesseesaseeesasesssseessseesssesesseesssesssseesssesssses 140
ACEOT TIPOTHB PAWIN.....oiiiiiiiiiieriteite et et et et e st e sieesate e st e st e st e sbeesaeeseteeareereesbeesaeesanesareeaneereenneennees 140
Co3paHue MHUPa JJ1s1 PA3MELIEHUS] B HEM BAIIMX AKTOPOB ........oeovueieimiierreenieeesreeeieeeseeesaneresneenns 140
PemakToP UEZ (... ettt ettt st sttt e b e e bt e s beesaeesaeeeateebeens 144
VIHPABICHUE PEHAKTOPOM.......oeiireieirierreeainttesreesaseeesreessseeasseeesaresessstesaseesasesessseesasessseeesaresessseesns 144
YHPABICHHE PEIKHMOM MIPDBL.......ooiiiiiiiiiiiiiiiiiieiitee st esiseesireesbs e s sas e sbsessaseesbaesbasssnseesbaessaneesns 144
JLOOABICHUE OOBEKTOB B CIIEHY .....cuveeurierieieeniterireereenteesseesseesasesseeseenseesseesmeesanesnseenseesseesseesnnesane 145
HAUMHACM € HYJIS ....coiiiiiiiiiiiiiiieeiiitee e et te e sttt e e e sibeeeessabaeeesaabateesaabbeeesaasseeesansbaeesenbenesensenesennranessnnnens 147
JIOOABIIEHUE MCTOUHMKOB CBETA........uveeiiiurreerriuireerairteeesasreeessisseeessssseeessssseeessssseesssssseeessssseeesssnsens 149
OOBEMBI CTOIKHOBEHISL. ........veiiuveeeruteerretesteesaseeessteesaseeasseeesasesessseesseeaaneeesasesssnseesnseesaneeesaresesseesns 150
JIOOABIIEHUE AKTOPA B CIIEHY ....ccuuveerureeeueeerureerueeenuteessseeessseesseessseeesssesssssessssessssesesseessseesssseessseeesees 152
CO3aHME CYIIHOCTH MIPOKA .......eeeiiienireerteeenureesueessuaeesseesssseesseessseeesseesssessssseesssesssssesssseesseeessseesns 152
HacaenoBanue ot kjaacca GameFramework B UUE4 ..., 152
BATPYIKACM CETIY ....oouviiiiiiiiiiiieiie ittt ettt s e st e e e st e b e b e e s ae e s e e s e e s b e e b e e s beesbeesaaesabeebeebeesneesneas 156
Hanucanmne C++ Koga KOHTPOJIHUPYIOLIET0 UTPOBOTO MEPCOHAIKA ......oeuveeenrerenreenieeenneeesareresneenns 164
JesiaeM HTPoOKa IK3EMILISIPOM KIIACCA AVALAY ....c.veviiiiiiiiiiiiieeniee et sree e sree e s snee s 164

Y CTAaHABIMBAEM BBO YIIPABIICHMSM ... .eveeeeuereeeenureeeeaurteeesaureeessasseeessansseessssseeessssseeessnsseeessnsseees 166
PBICKAHME M TAHTATK. .....eoiiviiiiiiiiiiiiiiieiiee ettt ettt sia e sbe e saa e s bt e sba e e sabeesbaesssneesanasesaneenas 170
Co3naHue 00bEKTA HEUTPOBOTO MEPCOHATKA ....ccuveeenrreerureersureenireessieeesseessseesssneesssessssseesssesssseessseesns 171
OTo0pakeHre IUTAT U3 KAKI0T0 AUATOTOBOr0 OKHA NPC ..., 175
Otoopaxenne cooOmeHni B HUD ... 175
IpuMeHeHHE TAITaAY<SIVIESSAZE™ .....c..ooiiiiiiiiiiiicie ettt 178
CpabartbiBanue co0ObITHS MO0 MPUOMMKEHHIO K NPC ...t 180

7|CTtpaHuya



3380201 0 & SRR 184

I'maBa 9. I11a0J10HBI ¥ 00BIYHO HCIIOJIB3YEMbIE€ KOHTEHHEPDBI. .......eovviiiiiiiieiiereenieenee e sneennees 185
OTtaaaka BEIXOTHBIX JAHHBIX B UE ... 185
TAITaY<T> B UEd ...ttt ettt sttt sttt b e b e e s b e sae e e e enteenneens 186

Hpumep ncnob30BAHUA TAITAY<T> ....cooiiiiiiiiiiii e 186
TATEPALMSI TATTAY ....oooiiiiiiiiiiie ettt sttt e e e s e e s ba e s e e e sreeesmneenas 188
BroisicHsieM HAXOAUTCS JIM 3TEMEHT B TATTAY ...cocuviiiiiiiiiiiiiie ettt sree sttt e s e saree 190
B IS S [OOSR ROTRRUUSRRTRN 190
PATEPAIHI T'S@L ...ttt e e s s n e r e 191
TIEPECEUEHHE TSEL........ooiiiiiiiiii ittt e st e sbe e e st e e ste e sbeeesabeeenbaeessseesabeeesaseenns 191
OOBETUHEHHME TSEL ...ttt sttt s eeeeneens 191
HAaXOMKICHHE TSEL.....coooiiiiiiiii et esree e smreeeas 192
B LY/ o L B PR UPORRUURRRTRN 192
CnMCOK NMPeaAMETOB /I HHBEHTAPS HIPOKA .....corueiiiiririerieieenreestesresresseenreesseesseessessseenseenseens 192
TATEPAIMIT TIMBP ..ottt sttt ettt s b et b e e s bt sae et e sbe et e seeemeenren 193
STL C++ BepcuM YaCTO HCIOJIb3YEMbIX KOHTEHHEPOB .......ccocvvrerurieiieiiiireenieeenneeesneesnneeesneessneeenns 194
HAGO0P STL G et ettt s e s b e e s b e s bee e s meeesreeesnreenns 195
HaXO0KICHHE JIEMEHTA B <SEE>.....ooiiiiiiiiiiiiieiiie ettt et e s e e s e sreessmeeesaneeennneenns 196
KAPTa STL CH ettt b e s bbb et s bt sae et e sbeeatesbeemeene 197
| 238 001 1 8 ST OURRRUPPN 199

I'naBa 10. Cuctema UuBentapuzanum v [loaoop IIPeaMETOB...........cccoovvieviiiniiiiniieeiieeiee e 200

OOBABIFCM PIOKBAK . ......ooitiiiiiiiiiiieiii ittt e st e sa e sieesaesae st eesb e e sas e s e e saaesabeebe e b e e sseesaaesanssansenneeneens 200
IIpeABAPHUTEIBHOE OOBABIICHHIE .........cceveeereierureerieeesreessteeesseeesareeessseesseesaresesseesaseessneeesaresssseeesns 200
NIMIIOPTHPOBAHME ACCETOB .......ceeeruiiireeniiireeaureeeeaaureeessausteessasseeeesassstessansseessassseessassseeessnsseeessnsseeens 202
ITpuxpenJisieM TeHCTBUS KAPTBI K KIIABHMIIIC .........ceeeriurrrerriureeeesaureeeesaneeessaseeessasseeessnsseeessnsseees 206

BazoBblii KIACC PICKUPITEM ..ottt st sne e 208
KKOPHEBOM KOMITOHEHT ........cooiiiiiiiieiiieiiee ettt st eesbee e st e st e e bt e e sabe e e sat e e sateesabeeesaseesabeeesneeesareeesnreesns 210

N300pamaeM HHBEHTAPD MIPOKA.......ccccueerurieriieeaireeesareeesseeesseesasesesseesaseessseeesasessssseesnseesasesessseessseess 213
Hcenonb3yeM HUD::DrawTeXture() ......cccoeveieiiieiiiieiieeeieeeseesee et 214
OnpeneieHUue METYKA B HHBEHTAPHOM CHCTEME. ........ccovereiureerieeriireenreessreeesseessseessseessseeessseenns 217

BBIBOMBL.......ooiiiiiiiiiiiii i st sba e sa e ea 220

TITABA 11, MOHCTPBL....ceitiiiiieeiieeeiiteesiteeeiteesateesteeesiteesabaessaseesabaessbaeesaseesssaeensseesasaeesaseesssaesnsseesssessnssens 221
|1 07 T 1 PO ROPURTOUPRTRI 221

CKYJTBITYPHPOBAHME TTCHBATKA ......oovvieriiirieiieiieiiee ettt ettt e st sie e s s a e sne b sr e s e e smeesanesneeneens 224

A7 (00 00y 1) O TP RTOPTOPRPRRRPRTIN 226

Ba30BbIH HHTEJIEKT MOHCTPOB .......ceeiiiiiternuiteeeairteessatteesaaseeessassseessssseessssesesssssseesssssseesssnsseees 230

8|CtpaHuua



MOHCTP HAAMACT HA MTPOKA. ....coeeiueiinrieerieteeiteentteseeeeeeaeesreesseesseesseesasesnseeseenseesseesseesneesnnsenseenseens 237

PYKOIAITHAS ATAKA.......ccoiiiiiiiiiiiiiie ittt sr e se e s re s ne e ne e neennees 238
001 X =1 3 S G PSRV UPPOTOUSPTORRTOPRPO 244
CHAPSAIBI WM TATBHSIT ATAKA .....eevveeiitieenreeeiteeenieeesteeessesssseeesssessssesesssessssessssessssessssessssesssssessns 261
OTOPACBIBAHME MIPOKA ......euvveeeiuiiieeeeiieeesatteeesatteeesasseeeesasteessssseseesssseseesssssseesssssseessssseessasseeessans 268
338 2701 0 N 269
F'maBa 12, KHHUTA BAKTHMHAHMI ......oceoiiiiiiiiiieiiie ettt eiee et et e s sieeesbeessbeeesateesbeeesaseesaseessenesaseeenseeas 270
CHICTEMA MACTHIL.....ceeuutteutieetteenuteeetteesuseesaseeessseesaseesaseeesaseesaseeasnseesaseeesaseesnseesanssesasessssseesseesasesessseesns 271
HBMEHEHHE CBOMCTB MACTHL «..ccouvveeureenureeeureenseesseresseessseeasussesasesesuseesaseesasesesaseesasesssseesasesessseesas 274
HacTpOUMKHU JJIA 3AKTHMHAHMSI METEJIID .....eeeerurieeeniurteerniurteeesauseeeesasseeessaseeessssseesssssseeessssseesssssseees 276
AKTOP KITACCA SAKITMHAHMSI .....eeeeriurreeernutieeeeatteessatteessasteessaseeesssseeessssseeessssseeessssseeessssseeesssssesesssnsens 283
BaynpuHT JUIS HAINHMX 3AKITMHAHME ......oooiiiiiiiiiiiieeiiee et e s ree e sreessree s smeeesnenesnreenns 286
BBIOOP BAKIIMHAHMI ......cveiiiiiiiiieiieete ettt ettt ettt e b e e sreesmnesareene e reenneennees 287
IIpuxpensnsieM npaBblii KIUK K NOCHITAHUIO 3AKTHHAHMI . ......covvvirmrirriereereereenneeseeseeeeeeneenseens 290
Hanuncanne pyHkmmu CastSpell aBaTaAPA ........c.coocviiiiiiiiiiieeeeee e 291
Hanucanne AMyHUD::MouseRightClicked() ..........c.cooviiiiiiiiiiiiiieeee e 292
Co31aHHe APYTHX 3AKITMHAHMIE ...ccouvviiiiiiiiiiiiiiie ettt ettt e s e sit e sreesbee e sabeesbeeesmeeesaneeesnneenns 295
OTHEHHOC 3AKIIMHAHIEC ......couveeiureeeiuteerretenieeesareeesteesareesaseeesaseeeasneesseeeaneeesaseesasseesseesanenesaresessseenns 296
VIPATKHEHHMSI. ......oooiiiiiiiiiiiiiii it s b e e s ba e s s b e e s ba e s saa e e sbs e s sanee e 297

| 238 001 1 8 ST OURRRUPPN 297

9|CTtpaHuLua



N3yvyaem C++ coznaBast urpsl B UE4

00 aBTOpE

Yunoam Wepud asnaetca nporpammmctom C++ € ONbITOM NporpammuposaHma 6onee
BOCbMM fieT. OH MMeeT OBLWMPHbLIN ONbIT B MMPE MPOrpaMMMUPOBAHUA, OT UIPOBOro
nporpammmpoBaHus Ao Beb nporpammupoBaHusa. OH TaKKe paboTan CecCMOHHbLIM
npenogasaTenem KypcoB B YHUBEPCUTETE, B TEYEHUM CEMMU NET.

OH BbINYCTUN HECKONIbKO MPUNOMKEHUIM B Mara3mnHe iTunes, BKAOYana CUMYAATOP UIPbl Ha
rutape n MARSHALL OF THE ELITE SQUADRON.

B npownom OH nosy4un npusHaHue 6narogaps NErkon ANA MNOHUMaHMA MaHepe
N3N0XKEHUA Kypca.

IlpeauciaoBue

NTaK, Bbl XOTUTE NPOrpamMmMMPOBaTb Ballim coOHBCTBEHHbIE Urpbl, ncnonbdya Unreal Engine
4 (UE4). Uy Bac ecTb BE/IMKOE MHOKECTBO NPUYMH Ha 3TO:

e UE4 mouwHbin: UE4 npepoctaBnsieT cambii nepenoBON YPOBEHb WCKYCCTBA,
KpacoTy, peasncTuYHoe ocBeleHue u ¢usndeckne 3¢PpePeKTbl, U BCEro 4TO
npumeHaemo AAA Ctyamnamm.

e UE4 npucnocobneH ana paboTbl Ha BCex YCTPOMCTBAX: KoA HanucaHHbin ana UE4
byneTt paboTaTb Ha CTaLMOHApPHbIX KOMMbOTEPax Kak Ha Windows, Tak n gna Mac,
M Ha YCTPOMCTBAX Kak Ha Android, Tak n Ha iOS (BCEé 3TO B MOMEHT HanucaHuA
3TOM KHUIK, a B byayuem byaet nogaepKmMBatbes eweé 60nblue YyCTPOMUCTB).

TakK 4To Bbl MOXeTe ncnonb3oBatb UE4, 4ToObI cpa3y NMcaTb r/1aBHble YaCTU CBOEN UTpPbl,
M nocne atoro 6ecnpenaTCTBEHHO BblKNaAbIiBaTb Ha Toprosble naowaaku iOS u Android.
(KoHeyHo, byneT napa momeHTOB: npunoxkenua iOS n Android Ao/XKHbI 6bITb HanUCaHbI
OT/AEe/NbHO.)

YTo0 ke TaKkoe HTPOBOH ABMKOK?

NrpoBoi ABUMKOK aHaNoOrMyeH ABuUratento mMaluHbl. UrpoBoi ABUXKOK - 3TO TO, YTO
NPUBOAMUT B AeNCTBUE UTPY. Bbl ByaeTe roBopuTb ABUMKKY, YEro Bbl XOTUTE U (MCMoNb3ys
Koa, C++ un pepaktop UE4) aABMMKOK ByaeT oTBETCTBEHEH 3a TO, YTOObI HA camom aene
3aCTaBUTb BCE 3TO NPOUCXOAMUTD.
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Bbl bygeTe cTpouTb CBOKO Urpy BOKpPYr urposoro asmkka UE4, conoctaBMmoO C Tem KakK
Ky30B M KOJIECA BbICTPOEHbl BOKPYr HacToALero asTomobunbHoro asuratend. Korga Bbl
otrpyxaete wurpy c¢ UE4, Bbl ocHoBaTenbHO npucnocabnueaete asuKok UE4 u
NoOAroHAeTe NoJ CBOM COOCTBEHHbIE COCTABAAIOLWME UTPbl, TaKME KaK rpadurka, 3ByK U
KoA.

Bo 4T0 MHe 000oiaéTca ucnojan3sosanue UE4?

OTBeT BKpaTue, 195 1 5 NpoueHTOB OT NPoAaX.
“Yto?” cnpocute Bbl. 195?

BepHo. Bcero nunwb 3a 19S5, Bbl nosyyaete noaHbid goctyn K AAA [IBUXKKY MUPOBOTO
Knacca, B KOMMNJIEKTE C UCXOAHMKAMKU. DTO MOTpAcCatoLan caenka, ocobeHHO yuynTbiBas
daKT TOro, UTO Apyrne ABUMKKM MOTyT CTOMTb rae-to ot 5005 go 1000S 3a oAHy Aullb
TO/IbKO NINMLEH3MIO.

IlouemMy 51 IPOCTO HE CIPOrPAMMMUPYIO CBOH
COOCTBEHHBIN JBHKOK U He cOXpaHio 5%?

MoBepbTe MHE, eC/IM Bbl XOTUTE CO34aBaTb MUrpbl B Npeaenax NnpuemaemMbiX BpeMeHHbIX
PaMOK W y Bac HeT OO0NbWON KOMaHAbl CNEeunann3mMpoBaHHbIX MO  ABUNKKY
NPOrpaMMmncToB, YTOObl NOMOYb BaM, TO Bbl 3aX0TUTE CPOKYCMPOBATb CBOW YCUAMA HA
TOM, YTO Bbl NpoaaéTe (Ha BalWMX uUrpax).

He 06Aa3biBad $OKycMpoBaTbCA Ha MPOrPaMMMPOBAHUMU, UIPOBOM ABUKOK AAET Bam
cBoboay AymaTb TO/IbKO O TOM, KakK AenaTb camy Urpy. M ecim Bam He HYXKHO coaeprKaTb
B MCNPABHOCTU Ball COBCTBEHHbIN ABMMOK U OT/IaXkMBaTb B HEM 6arn, To NOMNYTHO Bbl
nsbasnnetecb oT 60/1bLION 3arpyKEHHOCTM HA CBOIO FOJI0BY.

O030p urpsl — nukja Urpa-Harpaga-Pocr

Al Xouy noKasaTb BamM 3Ty AMarpammy cemyac, NOTOMY YTO OHA COAEPKMUT OCHOBHYIO
KOHUEMNUWUIO, KOTOPYID MHOrMe HOBOMCMEYEHHblE Pa3paboTyMKM ynyCKaloT BO BpeMS
HanMcaHWA cBOel NepBoi Urpbl. rpa MoKeT 6biTb HaNONHEHA 3BYKOBbIMU 3ddeKkTamu,
rpaduKom, peannctmyHom GU3MKOM 1 BCE el He owyLaTbca nrpon. NMoyemy Tak?
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- WpeanbHble MOHCTPbI
- UccnepoBaHve mupa

Urpa
Bepér urpy
KoTopoe
P B pe3synbrate

- NMpeameTsl
- MoHeTbI
- OnbIT

- Mokynka Bo3amoXHOCTEl  PasBuTUe Harpaga
- YpoBeHb O4KOB

\

=

HaumHan ¢ BepxylW KN UMKNa, B Xo4e AehcTBUA Urpbl (TaKMX Kak ogep:kaTb nobeny Hag
MOHCTPOM) CKNaAbiBaeTcA pe3y/bTaT Harpafbl A0S Urpoka (TakoW Kak 3071070 UAU
OnbIT). 3TN Harpaabl B CBOKO o4yepeab MOryT ObiTb MCMO/b30BaHbI g Pa3Butma BHYTpU
urpbl (Kak Hanpumep NOBbIWEHWE CTAaTUCTUKU NNOO OTKPbITUE HOBbIX MUPOB A5
nccnepoBaHus). 3to Passutre 3aTem Be4ET XOA4 UrPbl MO HOBOMY MHTEpecHOMY nyTu. Ha
NPUMEpP HOBOE OPY}KME MOMKET U3MEHUTb BA30BYI0 MEXaHUKY BeAEHUA CXBAaTKU, HOBblE
3aK/IMHAHWA NO3BOJIAIOT Bam 6pocaTb BbI3OB rpynnam MOHCTPOB € abCONMOTHO ApYrum
NoAXOA4OM, WM HOBblE PEXMMbl NepemelLeHna MOryT MOo3BOMTb BaM AOCTUraTb
obnacrten paHee He AOCTYMHbIX.

3TO OCHOBHOW 6a30BbIN LMKA, KOTOPbIA CO34aET MHTEPECHbIA X04 Urpbl. Kntoy B ToMm,
yTo X0A4 Wrpbl AONXEH CKAaAablBaTb pPe3ynbTaT KaKoro-to poga BosHarpaxaeHua —
nogymamTte o 6aecTAWmMX 3010TbIX KYCOYKAX, BblNETAOWMX M3 Mep3Koro 3noaes. Ans
Harpaabl 4O/IXKHbI ObITb OUYKM, KOTOPbIE AO/IKHbI CAYXKUTb PE3YNbTAaTOM KAaKOro-To poaa
Passutna B xoge wrpol. MogymaiiTe 0 TOM, Kak MHOIO HOBbIX MECT 6bl10 OTKPbLITO
Kpyrosbim ygapom B The Legend of Zelda.
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Nrpa, B KOTOPYIO MOMKHO /INWb NPOCTO Urpatb (6e3 BosHarpaxkgeHunsa n Pa3ButuA) He
6yaeT olwywaTbCA Wrpon, Ha camom aene oHa byaeT owywatbca AUWb 6a30Bbim
NPoTOTMNOM Urpbl. K npumepy, npeacraBbTe CUMMyNATOP NOAETA, B KOTOPOM MPOCTO
OTKPbITbIA MUP W HUKAKUX LEeNen M HUKAKUX CTpeMNeHuUi. TaK e HUKaKou
BO3MOXHOCTM MPOKa4YMBaTb Ball CAaMONET UAM OpyKMe. ITO He OyaeT NpPAMO TaKu
UTPOWA.

Nrpa, B KOTOPYIO MOXKHO UrpaTb M NvWb Noay4aTb BosHarpaxkaeHue (6e3 Passutus),
byaeT owywaTtbCa NPUMMUTUBHOM M NpocToi. Harpaga He 6yAeT NPUHOCUTb UTPOKY
YA0BO/IbCTBUA, €CIN €€ HeNb3a byaeT HM ANA Yero MCNoNb30BaTh.

Nrpa, B KOTOPYHO MOXKHO Urpatb U Pa3BuBaTbcA (6e3 BosHarpaxaeHua), byaet npocto
KasaTbcA 6eccmbICIeHHbIM BO3pacTaHMEM C/I0XKHOCTU, U He byaeT AaBaTb WIPOKY
YyBCTBA HAC/MAXKAEHMA OT ero AOCTUKEHUN.

Urpa co Bcemn TpEmA 3sn1emMeHTamn OyaeT paeprkaTb WrPOKa BOBEYEHHBIM B
yBneKaTenbHbi xoa Urpbl. Xoa Urpbl meeT BO3Harpakaatowmii pesynbtat (obpeteHue
TpodeeB M NOCNefoBaATENbHOCTb UCTOPUM), KOTOPbIE BAMAIOT Ha pe3ynbtaT Pa3sutuAa
Mmupa urpbl. [epxatb 3TOT UMKA B yMme, KOrgaa npoAymbiBaeTe CBOK WUrpy,
OEeNCTBUTEIbHO MOMOXKET BaM CNPOEKTUPOBATb MOJHOLEHHYIO UTPY.

IToJe3HBIM cOBET

MpPOTOTUN UTPbl 3TO NOATBEPXAEHME KOHUEenuuu urpbl. CKa)kem, Bbl XOTUTE CO3A4aTb
Bally COBCTBEHHYIO, YHUKanbHYyl0 Bepcuio urpbl Blackjack. MepBoe 4TO Bbl AONXKHbI
caenaTb, HanMcaTb NPOrpaMmmy NPOTOTMMA, YTOObI NOKA3aTb KakMm obpasom byaeTt natu
XOA, Urpbl.

MoHeTn3anus

Koe 0 4ém Bam HeobxoaMMO nNoaymaTb 3apaHee BO Bpema pa3paboTku Baluein urpbl. O
cTpaTerMm MoHeTmsaumu. KaKk Bawa wurpa byaer genatb AeHbrn? Ecan Bbl NbiTaeTecb
OCHOBATb KOMMaHWIO, TO BaM YXKe Ha paHHeM 3Tane cienyeT noAaymaTb O TOM, KaKoBbl
6yayT BallM UCTOYHUKM AoxXoAa.

bynete nn Bbl NpoboBaTb AenaTb AEHbIM HA MOKYNOYHOM LeHe, Kak Jamestown, The
Banner Saga, Castle Crashers wnn Crypt of the Necrodancer? JInbo Bbl cdoKycupyeTechb
Ha pacnpocTpaHeHnn becnnaTHOM Urpbl C BNIOXKEHHbBIMM NOKYyNKamu, Kak Clash of Clans,

Candy Crush Saga, wnn Subway Surfers?

Knacc urp ana mobunbHbIX YCTPOMCTB (Ha Npumep Urpbl Ha nocTpoeHune Ha iOS) genaet
MHOToO JeHer, MO3BOAAA NO/Ib30BaTeN0 MNPOMNycKaTb nopagok xoaa Wrpbl u

13|CTtpaHuuya



nepenpbirMBatb MNPAMO K YacTAM LUMKAA C  HarpaxkgeHusamu u  PasBuTuem.
MpenmyL,ecTso B TOM YTOObI Tak AenaTb o4eHb 6obloe. MHorne ntoan TPaTAT COTHU
A0NN1apPOB Ha OAHOM Urpe.

IHouemy C++

UE4 cnporpammmnpoBaHo Ha C++. N yTobbl nucatb Kopg ana UE4, Bbl A40NKHbI 3HaTb C++.

C++ 370 06WMi1 BbIGOP NPOrpPamMMMUCTOB UFP, MOTOMY YTO OH NMpeasaraeT o4eHb Xxopollee
MCNONHEHME, KOMOWHMPOBAHHOE C 3/71emMeHTaMn O06bEeKTHO-OPUEHTUPOBAHHOIO
NPOrpamMmMMPOBaAHUA. ITO O4YEHb MOLLHbIN N TMOKUI A3bIK.

YT10 0oXBaATHIBACT 3TA KHUTA

lnasa 1. HanucaHue koda ¢ C++, NOroBOpUM O 3anycke un ganbHenwen paboTte Balen
nepBoi nporpammbl Ha C++.

naBa 2. [lepemeHHble u [Tamameb, NOroBopmMM O TOM, KaK CO34aBaTb, YMTATb U NUCATb
nepemeHHble B KOMMNbIOTEPHOM NAMATMH.

Fnasa 3. If, Else, n Switch, noroBopum 0 pa3BeTBAEHUM KOAA: YTO NO3BONAET BbIMNO/NHATb
pa3/InYHbIe CEeKLUMN Koaa, B 3aBUCMMOCTU OT YC/IOBUIA NPOrpammbl.

Fnasa 4. LuKknuposaHue, 0b6cyaum TO, KaK Mbl NOBTOPSAEM ONpeaeNéHHble CeKLUMN Koaa,
CTONbKO Pa3, CKOJIbKO HY¥KHO.

lnaBa 5. ®yHKyuu u Makpocbl, NOroBOpUM 0 GYHKUMAX, KOTOPble ABNAIOTCA CBA3KaMMU
Koga M MoryT ObiTb Bbi3BaHbl Nt0b60e KOAMYECTBO pa3, B 3aBUCMMOCTM OT BaLUMX
NnoXenaHuwn.

FnaBa 6. 06vekmsl, Knaccel u HacnedosaHue, noroBopum ob onpeaeneHmax Knaccos u
KOHKpeTn3aLma HEKOTOPbIX 06 bEKTOB OCHOBAHHbIX HA ONpeAeneHnM KNaccos.

Fnasa 7. JuHamuueckoe pacrnpedesneHue namamu, obcyanm o6beKTbl, pacnpeaenéHHble
Ha «Ky4e», a TaK e HU3KOoypoBHeBble cTUAN maccnoB C u C++.

lnaea 8. Jelicmsywuwue nuya u lMewkKu, nepBas rnasa, r4e Mbl Y)Ke Kak cneayer,
nopabotaem B Koge UE4. Mbl HaYHEM C CO34aHMA UTPOBOro MMpa, YTobbl NOMECTUTb
nepcoHaxkem B Hero. U cpoenaem npoucxoxKpeHuve Knacca Asatap OT CreunanbHo
BbIMO/JIHEHHOIO AEMCTBYIOLLENO ANLLA.
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fnasa 9. WabaoHsl u ObbiuHO Hcrione3lyemolie KoHmeliHepsl, nccneayem CeMencTso
cobpaHmna pgaHHbix UE4 mn C++ STL Ha3biBaeMbix KOHTeMHepbl. 3a4vacTyto npobnema
NPOrpPaMmMmMPOBaAHNA MOKET ObITb yNpoLLEHa BO MHOI0O pa3 npu Bbibope NpaBuIbHOIO
TUMNa KOHTENHepa.

lnaea 10. Cucmema MHeeHmapu3auuu u [1odbop [lMpedmemos, obcyanum cospaHue
CUCTEMbl MHBEHTAPM3aLMMN C BO3MOXKHOCTbIO NoA06MpPaHMA HOBbIX NPeaMeTOoB.

rnasa 11. MoHcmpsl, HayuynmcA co3aaBaTb MOHCTPOB, KOTOPbIe Npec/ieayloT UIPoKa U
aTaKyloT ero, NPMMEHsA opyKue.

lnaBa 12. KHuza 3aKnuHaHuli, HAy4MMCs CO34aBaTb M HACbINATb 3aKAMHAHUA B HaLLEW
urpe.

Y10 BaM HYKHO IS 3TON KHUTH

Y106blI paboTaTb C 3TUM TEKCTOM, BaM NOHapobsaTca ase nporpammbl. [epBaa Bawa
MHTErpMpoBaHHas cpeaa paspabotkn, NCP. Bropas yacTb nporpammHoro obecnevyeHus
3TO, KOHEYHO e, cam Unreal Engine.

Ecan Bbl cnonb3yete Microsoft Windows, To Bam noHagobutca Microsoft Visual Studio
2013 Express Edition ana Windows Desktop. Ecan Bbl ucnonb3syete Mac, To Bam
noHagobutca  Xcode. Ckavatb Unreal Engine Bbl MmoOXeTe  oOTCloAa
https://www.unrealengine.com/.

J1lJ1st KOro 3Ta KHMTra

3Ta KHUra ana noboro KTo xoyeT nucatb npunoxkenua Unreal Engine. TeKCT KHUMM
HauMHaAeT pacCKasbiBaTb BaM, KaK KOMMWAMPOBATb M 3anycKaTb Balle MepBoe
npunoxeHne Unreal Engine, nocneaytowme rnaBbl OMUCbIBAIOT MNpaBuNa A3blKa
nporpammunpoBaHma C++. Mocne BCTynuTeNbHbIX r1aB No C++, Bbl HAYHETE CTPOUTL Balle
COBCTBEHHOE UrPOBOE NPUNOXKEHMe Ha C++.

YciI0BHBIEC 0003HAYCHUS

B 3TOM KHWUre Bbl OOHapPYXMUTE HECKONbKO CTU/IEN TEKCTa, KOTOpble pPa3/iMyatoTca B
3aBUCMMOCTM OT poda WHbopMauMKn. 34eCb HECKONbKO MPUMEPOB 3TUX CTUNen u
0bbACHEeHUe NX 3HaYeHUMN.

15|CTtpaHuya



CnoBa Koga B TeKCTe, Ha3BaHMA Tabauy 6a3 AaHHbIX, MMeHa NanoK, MmeHa ¢annos,
pacwmpeHua ¢amnos, Ha3BaHmMA nyten, URL, BBOA Nonb3oBaTens, n umeHa B Twitter
MOKasaHbl cnegytowmm obpasom: «Tun nepemeHHon variableType 6yapet rosBoputb
BAaM, KaKOM TUM [AaHHbIX Mbl cObMpaemcA XpaHWUTb B Hawen nepemeHHoOn. Nms
nepemeHHoi variableName sto o6o3HauyeHue, KoTopoe Mbl Bygem MCNoO/b30BaTh,
4yTObbI CYUMTbLIBATL MO0 3aNUCLIBATb 3TY YaCTb MAMATUY.

Bnok Koaa byaeTt n3obparkéH cnegyrowmm obpasom:

struct Player

{

string name;

int hp;

/I A member function that reduces player hp by some amount
void damage( int amount ) {

hp -= amount;

}

void recover( int amount ) {
hp += amount;

}

HoBble TepMMHbI 1 BaKHble CNOBA BblAENEHbl XUPHbIM WPUGTOM. TEKCT, KOTOpPbIN
oTobparkaeTca Ha aKpaHe, byaeT noKasaH Tak: B meHto File, sbibepute New Project...

Ipumeyanus

[ononHutenoHaa MHPOPMaLMA, KOTOpada OTHOCUTCA K Ae/ny, HO HEMHOrO OTCTPaHEHa,
byaet noasnATbCcA B 6/10Kax Kak 3ToT.

IHoacka3zku

Moackaskm n coseTbl 6y,u,yT MOKa3aHbl TakK.
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I'masa 1. Hanucanue xoma ¢ C++

Ecnu Tbl nporpamMmmcT-HOBMYOK. Tebe HYKHO MHOTO BblyunTb!

MpenogaBaTenn YHUBEPCUTETOB YacCTO OMUCHIBAIOT MPUHLUMMbI NPOrPaMMUPOBAHNA B
TEOPUKN, HO MPAKTUYECKOE MPUMEHEHMe NbAT OCTaBNATb Ha KOro-HMbyab Apyroro.
MNpeAnoYTUTENbHO HA KOTO-TO M3 3TOM MHAYCTPUU. Mbl B 3TON KHUTFE HE NOCTyrnaem Tak.
B 3TOM KHUre mbl pacnuwem Teoputo Ha GOoHe MPUHLUMMNOB M OCYLLECTB/IEHUA Hallel
cobcTBEHHOM Urpbl Ha C++ KaK TaKOBOM.

MepBoe 4TO A MOCOBETYI, 3TO YTO Obl Bbl AeNann yNpaxKHEeHUA. Bbl He cmoxkeTe
Hay4YMTbCA MPOrPamMMMpPOBATb TOJNILKO 4YMTaA. Bbl A0/MKHbI paboTaTb C Teopuen B
ynpa*kKHEeHUSAX.

Mbl HaYHEM C NPOrPaMMUPOBAHUA OYEHb NPOCTOM Nporpammbl Ha C++. A 3Hato, YTO Bbl
XOTUTE HayaTb UrPaTb B CBOID YXKE 3aKOHYEHHYIO, FTOTOBYHO Urpy NPAMO ceiyac. Tem He
MeHee, Bbl [O/IKHbl HayaTb C CaMOro Hayana, 4tobbl €€ 3aKOH4YMUTb (ecnn Bbl
OENCTBUTE/IbHO XOTUTE 3TOro, TO nepengute cpasy Ha nasy 12, KHuea 3aknuHaHul,
NGO OTKPOMTE HEKOTOPbIE U3 NPUMEPOB, YTOObI MPOHMKHYTLCSA TEM K YEMY Mbl UAEM).

B sToW rnaBe, Mbl NPONAEM cieaylolme TEMbI:

e YcTaHoBKa HoBoro npoekTa (B Visual Studio n Xcode)
e Baw nepsbin NpoeKT C++

e Kak ucnpasnatb owmnbKM

e YT0 TaKoe NOCTPOEHUE MU KOMIUNALMNA?

YCcTaHOBKA HAILIEI0 MPOEKTA

Hawa nepsaa nporpamma Ha C++ byaet HanucaHa BHe UE4. [ns Toro 4ytobbl HayaTtb, A
NoKaxky Bce warn un ansa Xcode, n gna Visual Studio 2013. OgHaKo nocne 3Tow rnasbl A
byay ctapaTbCs rOBOPUTb TOIbKO 0 Koge C++, He CcCbllafACb Ha TO, UCNO/Ib3yeTe NN Bbl
Microsoft Windows, nn6o Mac OS.

Ucnoan3zyem Microsoft Visual C++ na Windows

B aToM yactu, mbl ycTaHOBMM peaakTop Koaa ana Windows, Visual Studio ot Microsoft.
MoxanyicTa, nepenguTte cpasy B CneayoLLyto YacTb, eC/iv Bbl Noab3yeTecb Mac.

IIpumeuyanue

Express uspganue Visual Studio — ato 6ecnnatHaa Bepcua Visual Studio, KoTopyto
Microsoft npegoctaBnseTt Ha opmumanbHOM canTe. YTobbl HaYaTb NPOLLECC YCTAaHOBKMN,
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nepeiante Ha https://www.visualstudio.com/ru-ru/products/visual-studio-express-
VS.aspx

YT0o6bl HaYaTb Bam HY»KHO KauyaTb M yctaHoBuTb Microsoft Visual Studio Express 2013
aast Windows Desktop. BoT KaK BbIrnaguT 3Ha4oK A48 NPOrpammMHoOro obecrneyeHus:

Express 2013 for
Windows Desktop

Visual

Studio

Microsoft

CosBer

He yctaHaBnuBanTe Express 2013 qis Windows. 3T1o gpyroi nakeT n OH MCNO/b3yeTcs
ANS APYTUX BELWEeN, HeXXeNn Mbl 34eCb Ae/laeM.

Kak TonbKo y Bac yctaHosuTtca Visual Studio 2013 Express, oTKpouTe ero. BbinosnHuTe
cnegyrowme waru, 4tobbl AOMTM 40 MECTA, FAE Bbl Y)KE M CMOXKETE NMUCaATb KOA:

1. B meHto File, Bbibepnte New Project, Kak MoKa3aHO Ha cieayloLWwemM CKPpUHLIOTE:

DG Start Page - Microsoft Yisual Studio Express 2013 fi

FILE EDIT VIEW DEELG TEAM TOOLS TEST 'WINDOW

I} Mew Project... ctrl+shift+N >
T MNew Team Project... -
‘Y New File... ctrl+n
43 oOpen Project... ctrl+shift+o
@ ppen File... ctrl+0 s
DIs
Open from Source Control
1= connect to Team Project... Vou
, revi
Close Solution
Learn
Save Selected Items Ctrl+s ——_—

2. Y Bac OTKpOeTCca cneaytollee AnanoroBoe OKHO:
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New Project [ 21X
b Recent sort by: | pefault -| &= Search Installed Templates (Ctrl+E 0O ~
4 Installed | oy T = et

: : ++
2‘ a wini2 console Application visual C++ il
4 Templates = = A project for creating a Win32
b wisual Basic A ——— 3 console application
win3z Project visual C+
b visual c# ] x
1 4 yisual C++) g
B 1 i k I Empty Project visual C++
General -
Test D I makefile Project visual C++
win3z
QL Server
visual Studio Solutions
Samples
b online
3 Click here to go online and find templates.
Name: MyFirstapp
Location: 4—’1(:\(PP\ v Browse... I
solution name: MyFirstapp create directory for solution
[] Add to source control
\ Ok I cancel

ObpaTnte BHUMaHME, TaM eCTb nosie ¢ Tekctom Solution name (Mma peweHuns). B
ocHoBHOM peuweHunsa Visual Studio, moryt cogepaTb MHOro NPOEKTOB. XOTA 3Ta
KHMra u paboTaeT ¢ 0AHMM eAMHCTBEHHbIM MPOEKTOM, B KaKoe-TO BpPems Bbl
MOXKeTe HalTN NoNe3HbIM, COBMECTUTb MHOIO NPOEKTOB B O4HOM peLLeHUu.

3. 3pecb NATb 3Tanos., KOTOpPble HYXKHO BbINO/IHUTbL B Caeayrowem nopaakKe:

1. BbibepuTe Visual C++ Ha naHenu cnesa.

Bbibepute Win32 Console Application Ha naHenn cnpasa.
HasoBwuTte cBoé npunoxkeHue (A Ha3Ban cBoé MyFirstApp).
BbibepuTe nanky Ana XxpaHeHUA Ballero Koaa.

Haxkmute kKHonky OK.

ke wnN

4. Mocne 3Toro oTkpoeTcs amanorosoe okHo Application Wizard, kak nokasaHo Ha
cnefyrowem CKpUHLWOoTe:
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Win32 Application Wizard - MyFirstApp

Application Settings

Application Settings

@@- Console application Omrc
O, O

() Static library
Additional options:

Empty project

] Export symbols

[] precompiled header

Security Development Lifecycle (SDL)
checks

< Previous lext

Overview Application type: Add common header files for:
() Windows application mi

|

©

Finish ] Cancel J

5. Ham Hy)XHO BbINONHUTb YeTblpe Ce[yoLWmX 3Tarna B 3TOM AMaI0rOBOM OKHe:

1. LLénkHuTe no Application Settings Ha naHenun cnesa.
2. Y6epuTtecb 4To BbibpaHo Console application.

3. Bbibepute Empty project.

4. Haxkmure Finish.

Tenepb Bbl B cpeae Visual Studio 2013. 3Tto mecTo rae Bbl byaete genaTb BCHO CBOO

paboTy, n NnnucaTb Koa,

Tem He meHee, HaM Hy)KeH ¢alii, B KOTOPOM Mbl Byaem nucatb Kod. TaK YTO Mbl
no6aBum B Hall NpoeKT ¢painn C++ Koaa, Kak NMOKa3aHOo Ha c/ieaytolWem CKPUHLLOTE:
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b MyFirstApp - Microsoft Visual Studio Express 2013 for Windows Desktop (Administrator) G X |quick Launch (ctriv) P - B x
FILE EDIT VIEW FPROJECT BUILD DEBUG TEAM TOOLS TEST WINDOW  HELP sign in [

B W& - < | P Local windaws Debugger - g | winiz

Soluticn Explorer » B x
&l o--p &=
Solution € Ctrie;

t plore

m Solution 'MyFirstapp' (1 peroject)

Build
Rebuild

Project only »
Scope to This

5 wex Solution Explorer View

Build Dependencies »
Ne Item... Ctrissniftea @ Add »
‘g Existing Item... shiftealtea g> Class wizard... ctrlsshiftx
New Filter B menape wuGet Packages...
References... {3 set as Startup project

Qlass... ShEFteAltsc Debug ’
Source Control »
% cut ctriex
Properties
MyFirstipp Froje
= Remove Del
ol 34| A
Rename F2
B misc
(Nane) Unload Project
Project Depent Rescan Solution

RoOt Namespace ¢> Open Folder in File Explorer

F Properties

|El,O6EleTe Ball HOBbIN cbaf/'m MCXOOHOTo KOAda, KakK NMOKa3aHOo Ha cieayowem CKpUHLWOoTeE:

Add New Item - MyFirstApp K E3

4 Installed sort by: [nefault -

Search Installed Templates (Ctrl+E O ~

@ visual C++ wo—
uz @ @ C++ File (.cpp) visual C++ TPE: Visual e

Creates a file containing C++ source

Koae ++ code
web I_m Header File (.h) yisual C++
Test
utility
Property Sheets
p oOnline
Click here to go online and find templates.
Name: source.cpp

Location: [ COCPPAMyFIrstappWwyFirstapph, w ] Browse... |

Add Cancel

Tenepb Bbl byaete pegakTupoBaTb Source.cpp. MNepexoauTte K cekuun Baweit MNepBoii
C++ MNporpammbl 1 NULWINTE BHYTPU CBOW KOL,
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Ucnoanzyem XCode na Mac

B sTom pasgene mbl NOroBOpUM O TOM Kak ycTaHoBuTb XCode Ha Mac. MoxanyiicTa,
nepenguTe cpasy K cieaytowemy pasgeny, eciv Bbl nonb3yerecb Windows.

Xcode pmocTyneH Ha Bcex ycTpoiicTBax Mac. Bbl moxeTe nonyuyntb XCode mcnonb3ys
Apple App Store (6ecnnaTHO), Kak NOKa3aHO 34€eChb:

Search Results for “xcode”

Xcode
Developer Tools
WR W W 20 Ratings

1. Kak TonbKo Bbl ycTaHoBUAKN XCode, oTKpoiTe ero. 3aTem U3 CUCTEMHOM MaHenu
MEHI0 BBEPXY Ballero akpaHa nepengute B File | New |Project... Kak Noka3aHo Ha
cneayroLlem CKpuHwoTe:

® Xcode m Edit View Find Navigate Editor Product Debuy

i A File A winc \
i Open... 20 File... %N ﬂ
| Open Recent = diskad ,
*  Open Quickly... %0 Project... O®N !
' Workspace... ~EN
| Close Window BW — x
| Close Tab Lroup _3N

{ Llose lab a |

C ! it sow | Group from Selectior
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2. B auanorosom okHe New Project, c neBoi cTOpoHbl 3KpaHa Bblibepute Application
npamo nog OS X, a c npaBoi cTopoHbl Bbibepnte Command Line Tool. 3atem,
Haxkmute Next:

Choose a template for your new project

A ios ‘
| L]
Applicatio ‘ 7\ ﬁ
pplication "5 X v

Framework & Library |
Other

{ | Cocoa Application SpriteKit Game Cocoa-AppleScript
| Eosx Application
©
| Framework & Library |
Application Plug-in
System Plug-in

‘ Other {
|

i

\

|

‘ D Command Line Tool

|

% [ This template builds a command-line tool.

[ cCancel | Previous ' Next
[Hpumeuanue

Bo3morKHO, Bac npuenedvéT 3Ha4vyoK SpriteKit Game n Bbl 3aX0TUTE KAMKHYTb MO
HemMy, HO He AenaunTe 3Toro.

3. B cneaylowem OManoroBOM OKHE AaiTe Mma cBoemy npoekty. 0b6sasatenbHO
3anonHuTe Bce nons, nHade XCode He gacT Bam NpoAo/XKUTb. YoeamuTech YTo TUM
NPOEKTa, @ UMEHHO NyHKT Type ycTaHoBAeH Ha C++, a 3aTeM HaXXMUTE Ha KHOMKY
Next, Kak MOKa3aHo 34€echb:

Choose options for your new project:

—

Product Name hlﬁf:irstApd
Organization Name  William Sherif
Company Identifier ' com.mycompany
Bundle Identifier com.mycompany. MyFirstApp

VI e G

~ Cancel | Previous | | Next
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4. Cnepyrowee BCM/bIBalOLLEE OKHO MOMPOCUT Bac BblbpaTb pacnosiokeHwe anA
COXpaHeHMA Balwero npoekTta. BoibepuTe mMecTo Ha CBOEM KECTKOM AWUCKE U
COXpaHuUTe npoeKT Tam. Mo ymonyaHuio XCode co3paét Git xpaHuauwe ans
Ka)K[0ro CO34aHHOro Bamu npoeKTa. Bbl moxkeTe ybpaTb ranouky c Create git
repository (mbl He byaem npoxoguTb Git B 3TOM rnaBe), Kak MOKAa3aHO Ha
cnepyowem CKpuMHLWorTe:

[« |» || 22 m || = | G3cep 18
FAVORITES Name
] Desktop

# Applications

Source Control: [ | Create git repository on = My Mac

Xcode will place your project under version contro

New Folder | | Cancel | [ Create ]

CoBert

Git aBnsetca Cucremoi ynpasneHusa BepcuamMn. B oCHOBHOM 3TO 03HayaeT, yto Git
XPaHUT KOMWU COCTOAHMA BCEro KoAa B BallemM MPOEKTe B ONpeaenEéHHbIA MOMEHT
BpemeHu (Kaabli pas, Korga Bbl obpaliaeTech K XpaHuauuy). Apyrmummn nonyaapHbIMU
MHCTPYMEHTAaMM YNpaB/iE€HUA KOHTPOJIeM UCTOYHUKOB ABaatoTca Mercurial, Perforce u
Subversion. Korga mHO»ecTBO ntofaer coBMeCcTHO paboTatoT Hag OAHMM MPOEKTOM, 3TU
MHCTPYMEHTbI MMEIT CNOCOBHOCTb aBTOMATMYECKM O00beauHATb M KOMMPOBATb
M3MEHEHWA APYTrUX N04eN U3 XpaHUAULLA B Bally I0KaNAbHYO 6a3y Koaa.

OtnunyHo! Bbl BCé yctaHoBMAWU. LLENKHUTE no ¢anny main.cpp Ha NaHenu c NeBow
ctopoHbl XCode. Ecnn ¢ann He nossunca, ybeamutecb, YTO CHayana BblOpaH 3HAYOK
Nankun HaBepxy NaHeNn C NeBa, Kak NOKa3aHO Ha CeAyoLLEM CKPUHLLOTE:
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® 006

P 1 | M MyFirstApp s My Mac 64-bit

(s = Q 4 € = » @ = <

5 MyFirstApp — @ main.cpp

Finished running MyFirstApp : MyFirstApp

™ MyFirstApp MyFirstApp » 'gd main.cpp ' No Selection

v MyFirstApp BSOS
&3 1 rarger, 05 X SDK 10.9 MyFirsth

MyFirstApp
v MyFirstApp

Created by William Sherif on 7/21/14
[(a" ¥ Copyright (c) 2014 wWilliam Sherif,

: rights reserved.
MyFirstApp.1
> Products #include <iostream>

int main(int argc, const char * argv(])
insert code here

j:icout << "Hello, World!\n";
return 0;

Co3nanue Bameil mepsou nporpammbl C++

Centyac mbl cobupaemcs nmucatb UCXOAHbIN Kog C++. ECTb O4eHb Xxopolwas NpuYMHa, No
KOTOPOM Mbl Ha3biBaemM €ro MMeHHO WUCXOAHbIN KOA: 3TO UCXOAHMK U3 KOTOPOro Mmbl
byaem cTpouTb Haw BMHAPHDBIN UCNOAHAEMbIM Kog,. OAuH U TOT e UcxoAHbln C++ Koz
MOXKeT BbITb MOCTPOEH Ha Pa3MYHbIX NaaThopmax, Takmx Kak Mac, Windows mn iOS. U B
TEOPUM UCNONHAEMbIN KOog, pAenaet abCconloTHO OAHO M TO Ke Ha Kaxaon
cooTBeTCTBYHOLWEN NaaThopme, NPOM3BOAA LO/KHbBIA pPe3ybTar.

B He Takom Aanékom npowsom, Ao Bbixoaa sA3blkoB C M C++, NPOrpaMmMmCTbl NUCANM
Ko WHAMBMAYANbHO [ANA  KaXAOW KOHKPETHOW MallWHbl, ANA KOTOPOM OH
npeAHasHavancAa. OHM NMcanu Ko Ha fA3blke Ha3blBAaeMOM - A3blK accembnepa. Ho
ceryac Korga goctynHbl C n C++, NporpaMMnCTbl MOTYT HanucaTb KoA, OAWH pa3 U OH
6yaeT pa3sBEPHYT Ha PasHbIX MalLMHAX, NPOCTO MYTEM OTNPABJAEHUA OLHOIO U TOTO Ke
KoZ Yepes pasHblie KOMMNUAATOPBI.

CosBer

Ha npakTuKe CyLLecTBYIOT HEKOTOpbIe PasnMunsa mexay pasHoBugHocTbio C++ Visual
Studio 1 pasHoBuaHocTbio C++ XCode, HO 3TK Pa3IMUUNA BbIABAAIOTCA B OCHOBHOM NpU
paboTe c NPOABUHYTLIMU KOHLENUMAMKU C++, TAKMMU KaK LIABNOHbI.

OpHa 13 NpUYnH, NO KOTopon ncnonbsosaHme UE4 Tak nomoraeT, ato notomy 4to UE4
CTUPAEeT MHOXKecTBO pa3nmumini mexgy Windows n Mac. KomaHaa UE4 npogenana He
Mafio Mo HactoAwemy BonwebHoM pPaboTbl, YTOObI MOAYYMUTb OAMHAKOBLIM KOg ANA
paboTbl n Ha Wndows n Ha Mac.

Ipumeuyanue

Coger ot real-world
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OuyeHb Ba*KHO 4TOObl KOA BbINOJHANCA OAMHAKOBbIM 0OpPa3OM Ha BCex MallMHaX,
0COBEHHO ANA CeTEeBbIX UFP UIN UTP KOTOPbIe NO3BOJIAIOT KONTEKTUBHbIA NMepe3anyck.
3T0 MoKeT bbITb AOCTUTHYTO NMPU UCMNONb30BAHMKM CTaHAAPTOB. Hanpumep, ctaHaapT
nnasatowen Toukun |IEEE ncnonbayerca, YToObl OCYLLECTBNAATL MaTeEMATUYECKME AENCTBUA
C AecATUYHOM Apobbio Ha Bcex KomnunAatopax C++. OTO O3HayaeT, yYTo pe3yabraTt
BblYMCNEHUI, TaKMUX KaK 200*3.14159 n0/1KHbl ObITb OANHAKOBbIMM HA BCEX MaLUMHAX.

Hanuwwnute chepyrownii kog 8 Microsoft Visual Studio nam B Xcode:

#include <iostream> // UmnopT 6ubnmoTtekn BBOAa-BbIBOAA
using namespace std; // no3sonsieT Ham nNucaTb onepaTop cout
/I BmecTO std::cout

int main()

{
cout << "Hello, world" << endl;
cout << "l am now a C++ programmer.” << endl;
return O; // "return” to the operating sys

Haxmunte Ctrl+F5, 4ytob6bl 3anyctuTb 3T70T Kog, B Visual Studio, nmbo Haxkmute 8:g +R,
yTobbl 3anycTuUTb ero B Xcode.

Korpaa Bbl Bnepsble HaxkMéTe Ctr/+F5 B Visual Studio, Bbl yBUAUTE 3TO ANANOrOBOE OKHO:

Microsoft Visual Studio Express 2013 fo... E3

This project is out of date:

mMyFirstapp - Debug Winzz2

Would you like to build it?

b x| e |

@go not show this dialog again

MocTtaBbTe rano4yky Ha Do not show this dialog again (He noka3sbiBaTb 3TO OKHO CHOBA) U
HaxkmuTe Yes. [loBepbTe MHe, TaK Bbl U3beXunTe AanbHenWwmnx npobaem.

MNepBoe 4TO MOXKET NPUATM Bam Ha yM, 3To: “Ii! YT1o 3a Hepasbepuxal”.

N B camom pgene, Bbl peaKo BUAUTE NMPUMEHEHWE CMMBOJSA PeléTkn # (passe 4to B
npeaenax Twitter), a Takke GUrypHbIX CKOOOK { }, B 0ObIYHbIX TEKCTAX. Tem He MeHee, B
Koge C++ 3TU CTPaHHble CUMBOJIbl M306MNYIOT. Bam NPOCTO HYKHO MPUBbLIKHYTb K HUM.

NTaK, faBanTe pacTonKyem 3Ty NPorpammy, Ha4MHas c NepBON CTPOKM.
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BoT nepBan cTpoka nporpammbl:

#include <iostream> // imnopTt 6ubnuotekn BBOAA-BbIBOAA

B aTOM cTpOKe ABa BaXKHbIX NYHKTA, HA KOTOpble cneayeT 06paTtuTb BHUMaHME:

1. lNMepBoe 4TO Mbl BUAUM 3TO onepaTtop #include. Mbl npocum C++ CKONMpPOBaTb U
BCTaBUTb COAEPXKMMOE Apyroro mcxogHoro ¢amna C++, KOTOPbIM Ha3biBaeTcA
<iostream> , nNpPAMO B Haw ¢ain Kopga. <iostream> 3TO CcTaHgapTHaa C++
61MbnnoTeKka, KOTopas ynpaBaseT BCEM TPYAHbIM KOLOM, KOTOPbI/ NO3BONAET HAM
BbIBOAUTb TEKCT HAa 3KPaH.

2. BTopoe Ha yTO Mbl 0bpallaem BHUMaHWE 3TO //KomMmeHTapuii. C++ UrHopupyet
Nobol TeKCT nocne ABOMHOM KOcoW 4YepTbl //, 4O KOHUA 3TON CTPOKM.
KomMMmeHTapum o4yeHb MNONE3Hbl M MCNOoAb3ylTcA Ana gobaBneHuAa YETKUX
00bACHEHMI TOro, 4To AenaeT KoAd. TaKkKe B UCTOYHWKE Bbl MOXKETe YBWUAETb
KommeHTapum C-ctuna /* */. OKpyxana noboi Tekct B C unm C++ Kocoli YyepTon m
3BE3404YKON/* 1 3BE3LOYKOM M KOCOM 4yepToi */, Bbl OAETe WMHCTPYKUUIO Ha
yOaNeHne 3Toro Koga KOMMNUAATOPOM.

BoTt BTOpas cTpoka Koaa:

using namespace std; // no3BonseT Ham nNucaTb onepaTop cout
I/l BmecTO std::cout

KommeHTapum c 3TON CTPOKOM OOBACHAIOT, YTO AenlaeT onepaTtop using: OH MPOCTO
No3BONAET BaM WCMNO/b30BaTb COKpalieHMe (Hanpumep, cout) BMECTO MNONAHOCTbHO
KBa/IMOUUMPOBAHHOIO Ha3BaHMA (4TO B AaHHOM cnyyae 6bino 6bl std:cout) Ans
MHOXEeCTBa HaluMX KOmaHA Koaa C++. HeKoTOpbiIM NporpammucTtam He HpPaBUTCS
yTBEp)KAEHMe using namespace std;. OHM NpeanoYMTarOT NMUcaTh Std:cout KaxAablh pas,
KOrga OHW XOTAT NMPUMEHUTb cout. Bbl MoXKeTe BCTynaTb B A0ATMe Cnopbl, O NOA0OHbIX
Bewax. B aTo yacTu TeKcTa Mbl NpeAnoYnTaem COKpalleHMe, KOTOPOe Mbl NOAYyYaem OT
yTBepXaAeHuA using namespace std;.

BoT cneaytowan cTpoka:
int main()

3TO MecTo Hayasa npMmeHeHus. Bbl moxkeTe npeacTaBMTb Main, Kak Noaocy ctapta B
roHKax. YTBepaeHue int main(), AA€T 3HaTb Bawen C++ nporpamme, OTKyAa HauyMHaTb.
B3rnsHute Ha cneayrowee nsobparkeHue:
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Ecamn y Bac B nporpamme HeT OTMETKM int main(), UM eciM main HannucaHo HeBEPHO, TO
Balla Nporpamma npocTo He 3axo4yeT paboTaTb, NOTOMY YTO OHa He 3HaeT, OTKyAa
HayaTb.

Ha cneaytolueit CTpoKe HaxoAMUTCA 3HaK, KOTOPbIN Bbl BUAWUTE HE YacTo:

{

ITOT 3HaK { - 3TO He yCbl B CTOPOHbI. ITOT 3HAK Ha3biBaeTcs PpUrypHas cKobka, U OH
YKa3blBaeT Ha TOYKY Hayana Ballen Nporpammeol.

CIIELI,leIJ.I,Me ABe CTPOKU BbIBOAAT TEKCT HA 3KPAH:

cout << "TpueT mup!" << endl;
cout << "Tenepb A nporpammmnct C++." << endl;

OnepaTop cout OTBEYaeT 3a BbIBOA Ha KOHCO/b. TEKCT MeXay ABOMHbIMW KaBblYKamu
6yaeT BbiBeAeH Ha KOHCO/Ib B TOYHOCTU TaK *Ke KaK OH NpeACTaBAeH MeXAY KaBblYeK.
MeKay ABOMHbIX KaBbl4YEK Bbl MOXeTe NUCaTb BCE YTO YroAHO, KpOMe APYrMx ABOMHbIX
KaBbl4eK, YTOObl KOA, OCTaBaNCA AENCTBUTE/IbHBIM.

CosBert

Y106bI BBECTU ABOMHbIE KAaBbIYKM, MeEXAY NAapOoM ABOWMHbIX KaBbldeEK BaM Heobxoanmo
NOCTaBUTb 0OPaTHYIO KOCYIO YepTy nepes TeEMM KaBbl4KaMM, KOTOPbIe Bbl XOTUTE MMETb
BHYTPM CTPOKMU. KaK NokasaHo 34echb:

cout << "[1)XOH KpukHyn B newiepy: \"On!'\", n B newiepe pasganoch 3xo."

3ToT 3HaK \ obpaTHas Kocas u4epTa, ABAAETCA NPUMEPOM  YNpaBAAOLLEN
nocneaoBaTeNbHOCTU. ECTb M gpyrve ynpasastoLlme nocaeaoBaTe/IbHOCTU, KOTOPbIE Bbl
MOKeTe Mcnonb3osaTtb. Caman pacnpocTpaHEHHasA ynpaBaatowan nocneaoBaTe/IbHOCTb,
KOTopyto Bbl 06HapyxuTe 310 \n. KoTopas mcnonb3yetca, 4Tobbl NEPEHOCUTb TEKCT Ha
CNeAyHoLLYHO CTPOKY.

MNocnenHAA CTPOKa Nporpammbl 3TO onepaTop return:
return O;

JTa CTPOKa KO4da YKa3blBa€T HA TO, YTO NPOrpamma 3aBepLllaeTcCA. Bbl mokeTe AymaTtb 06
onepaTope return, Kak 0 BO3BPaLLEHUN K OI'IepaLI,I/IOHHOI\/’I cucreme.

N HaKoHeL, TO, camO 3aBeplUeHWe Ballen nporpammbl 0603HaAYaeTCA 3aKpbiBalOLWLEN
burypHoi ckobKkoi:

}
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Touka ¢ 3ansaToun

Touyka c 3anATtoM (;) ovyeHb Ba)KHbIM 3HaK B C++ nporpammumpoBaHun. Ob6paTuTe
BHMMaHWe, YTO B Npeaplaywmx npumepax Koga, 60/bUIMHCTBO CTPOK 3aKaHYMBAlOTCA
TOYKOM C 3anAaToun. Ecnm Bbl He BygeTe 3aKaHUYMBATb KaxKAyH CTPOKY TOYKOM C 3anAToMu,
TO Ball XO4 HE KOMMUANPYETCA, @ ECAIN 3TO CAYYUTCH, TO BAaC MOTYT YBONMUTb C paboTbI.

HUcnpasjienue ommdoK

Ecnu Bbl jonycTmam ownbKy, NoKa BBOAUAM KOA, TO ¥ Bac bByaeT CMHTaKCHMYecKas Wnbka.
BcTpeuasa cnHTakcnyecKkyro owmnbky, C++ Kpnunt: ,Kapayn!“. U Bawa nporpamma garke
He By4eT KOMNUAMPOBATLCA, N €CTECTBEHHO 3aMyLLLEHHA TOXe He byaerT.

[aBaliTe nonpobyem BBECTU Napy OWMOOK B NpeablayLnii NpUMep Halero Koaa:

#include-<iostreams>y
using-namespace-std;

int-maind (Y

i1

--count-<<-"Hello, -world-<<-ender:¥
--count-<<-"I-am-nowb-a-C++-programmer.” -<<-ender;¥

A

BHumaHue! 3mom ko0 codepxcum owubku. 1 6ydem xopoweli mpeHuposkol Halimu
gce owubKu u ucnpasume ux!

B KauyecTBe ynparkHeHMA nNoOCTapamTecb HAWTU M WUCNPaBUTb BCE OWWMOKM B 3TOM
nporpamme.

IIpumeuanue

3ameTbTe, YTO €CAM Bbl COBCEM HOBWYOK B C++, TO 3TO MOMKET ObiTb TPYAHbIM
ynpa*kHeHnem. Tem He meHee, OHO MOKa*KeT BaM HACKOIbKO aKKYPATHbIM HY*KHO ObITb,
Korga nuwews koa C++.

NcnpaBneHne oWwMBOK KOMNUAALMM, MOXKET OKA3aTbCA MyyYnTeNbHbIM genom. Ho 3aTo,
€Ccn Bbl MOMECTUTE TEKCT 3TOW NpOorpamMmbl B Ball pefaKTop Koga M nonpobyete
KOMMNUANPOBaTb €ro, T0 KOMMUAATOP AO0A0XMT Bam 060 Bcex ownbKax. McnpasbTe
owunbKkM cpasy m 3aTem nonpobynte 3aHOBO KOMNUAMpoBaTb. JIMb6O BCMNAbIBYT HOBbIE
owmnbKkn, nnbo nporpamma npocto 3apaboTaeT, KaK MOKa3aHO Ha caeaylolem
CKpuwoTe:
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(! #include <iostreams> @ ‘iostreams’ file not found
using namespace std;

int maind(

{
count << "Hello, world << ender:
count << "I am nowb a C++ programmer.'

<< ender;
}
|

Xcode nokaseisaem sam owubKu 8 sauwem Kooe, K020a 8bl Npobyeme KOMNuUaAupo8ame

eeo.

MpuymMHa, MO KOTOPOM A MNOKasbiBald BaM 3TOT MPUMEP MNPOrPamMmbl, 3TO YTOObI
nogaepxatb nocneaytowmii paboumnii npouecc. M TaKk Kak C++ 4na Bac HOBO:

1. Bceraa HaumHanTe c paboumx npumepoB Koga C++. U3 pasgena Bawa nepsas
npozpamma C++, Bbl MOXETe MATU BO MHOMMX pasHbiX HanpasneHuax C++
nporpamm.

2. Moauduuupyinte cBOM KOA MO MaNeHbKMM LWaxKKam. Ecnn Bbl HOBWMYOK, TO
KOMNUAWPYMTE KopA, nocne HanucaHuA KaxkaoW HOBOM CTPOKU. He nuwute Kop
Lenbl Yac unm asa, 4ytobbl NOTOM BCE KOMNUAMPOBATL 3a pPas.

3. Bam cnepyet 0)XMpatb, YTO NMPOUAET Napa MeCALEB, NPEXKAEe YEeM Bbl HAYHETE
nncaTb KoA, KOTOPbIN ByaeT ¢ NepBOro pasa BbIMOAHATLCA, TaK KaK Bbl U OXUAANMN.
N He TepanTe camoobnaganmsa. M3yyatb Koa, Ha CaMOM Aesie BeCceno.

IpenynpexaeHus

Komnunatop 6yaeTt cTaBuTb daar Ha To, YTO OH CYMTAET oWnbKon. ECTb 1 apyroi Knacc
3aMeyYaHnm KOMNUAATOPA, U3BECTHbIM KaK npegynpexaeHua. MpeaynpexaeHua — aT1o
npobaembl B Ballem KoZe, KOTOpble Bam He 064a3aTesIbHO MCNPaBAATb, YTOObI 3aNyCTUTb
KoA. Ho KomnuaaTop KpaliHe peKomeHAayeT ux ucnpasuTb. MNpeaynpexaeHns 3a4acTyto
YKa3bIBalOT Ha Kog, KOTOPbIM He coBcem maeaneH. M ucnpasneHne npeaynpexaeHuni
CYMTAETCA XOPOoLLEN NPAKTUKON.

Tem He MeHee, He Bce NpeaynpeXKaeHns Nocay»KaT NPUYMHON Npobiem B Ballem Koge.
HekoTopble NPorpaMmMmCTbl NPeAnoYUTaIOT OTKAKYATL NPeaynpeXaeHUsa, KOTopble OHM
HEe cuYMTaloT BaKHbIMM (Hanpumep, npeaynpexaeHve 4018 yBegomnser o
HEeCOOTBETCTBUM TUMOB CO 3HAKOM U 6e3 3HaKa, KOTOpoe Bbl BEpOATHEE BCEro yBUAUTE
nanee).

YT0 TaKkoe mocTpoeHre U KOMIUJIAIMA?

Bbl MOMKET ObITb, CAbIWAAN O KOMMbIOTEPHOM MPOLECCHOM TEePMWUHE KOMMUAAUMSA.
Komnunauma — ato npouecc npeobpasoaHus Bawei C++ nporpammbl B Koz, KOTOPbIN
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MOXEeT bbITb 3anyuweH Ha UeHTpa/ZibHOM npoueccope. nOCTpOGHMe Bawero ncxogHoro
KOAa O3Ha4aeT TO e, YTO U KOMNMnanpoesaHme Koaa.

MocmoTpuTe, Ball UCXoAHbIM dain code.cpp Ha camom aene He ByaeT 3anycKaTbca Ha
KomnbloTepe. OH A0/1XKeH BbITb KOMNUAMPOBAH, NPEXKAE YEM 3aNyCTUTbLCA.

310 BCEé 06 mcnonb3oBaHmMn Microsoft Visual Studio Express u Xcode. Visual Studio u
Xcode oba asnatoTca komnuaatopamu. Bol moxkeTte nucaTb ncxogHbi Kog, C++ B ntobom
nporpamme penakTUpoBaHUA TeKcTa, Aarke B Notepad. Ho Bam HyXeH Komnunsatop,
yTOobbI 3aNYCTUTb 3TOT KOA, Ha Ballen MallMHe.

B Kaxagol onepaumMoHHOM cucTteme 0ObIMHO WMeeTcA OAMH wan 6onbwe C++
KOMMUNATOPOB, KOTOPbIE MOTYT KOMNUANPOBaATb C++ KoA, YTOObl 3anycKaTb €ro Ha 3ToM
nnatpopme. Ha Windows y Bac ectb komnuasatopsl Visual Studio u Intel C++ Studio. Ha
Mac ectb Xcode, a Takxe Ha Bcex Windows, Mac u Linux ects GNU Compiler Collection
(GCC).

ToT e C++ Kog, 4to Mbl nuwem (McxogHWK) MOXKeT 6biTb KOMMUAMPOBAH NpU
MCMNO/Ib30BaHUM PA3/IMUYHbIX KOMNUAATOPOB ANA Pa3INYHbIX ONepaLMOHHbIX cucTem. U B
TEOPMM OHU AO/IXKHbI BblAaBaTb OANHAKOBbIV pe3ynbTaT. BO3MOXHOCTb KOMMUAMPOBATb
AVH M TOT e KoA Ha pasHbiXx nnatopmax, HasblBaeTcsa MopTUPYyemocTb. B uenom
NMOPTMPYEMOCTb 3TO XOPOLLaA Bellb.

Ckpunrt

CywecTByeT elé oaMH KNacc A3bIKOB NPOrpamMMUpPOBaHMA Ha3biBAaEMbIX CKPUMTOBbIMMU
A3blKaMu. ITO TaKue A3blkM Kak PHP, Python, ActionScript. CKpuntoBble A3bIKM UK
A3bIKM CcLeHapues, He KomnuaupytoTtca. Ona JavaScript, PHP n ActionScript HeT wara
KOMNUAAUMN. BMeCTO 3TOro OHM MHTEPNPETUPYIOTCA M3 UCTOYHMKA, KOrga nporpamma
3anycKaeTcs. Y CKPUNTOBbIX A3bIKOB €CTb XOpOLllee CBOMCTBO, KOTOPOE 3aK/Ato4aeTcs B
TOM, 4YTO 0ObIYHO OHM KpoccniaTPopMeHHbI. M HEBAXKHO, Ha KaKoW MMeHHO naaTdopme
M3HAYaNbHO WO HanNucaHuve, NOTOMY YTO MHTEpPnpeTaTopbl O4YeHb CTapaTesibHO
pa3paboTaHbl, YTOObI OHM CTaNM KPOCCnIaTPOPMEHHBIMMU.

OcymectBienne uckyccrsa ASCII

Urposbie nporpammuctbl ntobatT nckycctso ASCIl. Bbl morKeTe HapucoBaTb KapTUHKY,
MCNONb3yA TONbKO 3HAKW. BoT npumep n3obpasutenbsHoro nckyccraa ASCII:

COUt << Hkkkkkkkkkkkkkkhk! << endl
cout << ™. * << endl;
COUt << "* * Fokxkrk & %' << endl;
cout << "™ ** ... * << endl;
COUt << "*.*.*.**********" << endl
COUt << "**k *xx . * << endl;

CocTaBbTe CBOIO COBCTBEHHYIO rpaduKy B C++ KoZe MU HapPUCYMTE KapPTUHKY 3HAKaMMU.
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BriBOoabI

MogBogum utorM. Mbl y3HaAW, KaK NMCaTb Hawy NepByld NPOrpammy Ha A3blKe
nporpammmnpoBaHna C++, B Hallen MHTerpnpoBaHHOM cpege paspaboTkm (UCP, Visua
Studio, Xcode). 3To 6blna NpocTana NporpaMmma, Ho Bam caeayeT CYMTaTb KOMMIUAALMIO U
3anycK Ballel Nporpammbl Kak Bawy nepsyto nobeay. B cneaywowmx rnasax, Mbl
06beaNHMM DONbLLE CNOXHbIX MPOrpamMmm U HayHEM ucnosb3oBaTb Unreal Engine gns

HaLWWX Urp.

1 #include
28-lusing namespace

0

5= int main()

r
1

cout << "Hello,
cout <<
return 9;

v

<iostream>

world” << endl;
"I am now a C++ programmer.”

the input-output

library
us to wr

. AT g =
cO Write Ccoutc

instead of std:

s COUtT

<< endl;

CBepxy CKPUHLOT Ballel nepsoit C++ nporpammbl, a CAeAYIOWMIA CKPUHLLOT — 3TO eé

BbIBOA, U Ballla NepBsas nobeaa:

ello, world
I am now a C++

CAWindows\system32icm

programmer.

ress any key to continue . . .
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I'naBa 2. IlepeMeHHBbIC U TAMSATH

YT106bI NMcaTb Bawy C++ nporpammy Mrpbl, Bam Hy»KHO byaeT, 4Tobbl Baw KOMNbOTEP
3aMoOMMHaN MHOXECTBO Bellel. TaKMx, Kak Hanpumep: rae B MUpe HaxoauTca UIrpoK,
CKONbKO Yy Hero 340pO0Bbf, Kak MHOro 60enpunacoB y Hero ocCTasnocb, rae B Mupe
PacnonoXKeHbl NpeaAMeTbl U KaKue yAy4ylleHUs OHW AaloT, a TaKXe OyKBbl, KOTopble
bGOPMUPYIOT UMA UTPOKA Ha SKPaHe.

B Bawem KomnbioTEpe MMeeTcA CBOero poja cCUCTema BBOAA M peaaKTUPOBaHUA
rpadmyeckon MHPopmaumn, HasbiBaemaa namsms wuan  0O3Y  (onepaTuBHOe
3anomuMHatolLee ycTpoicTeo). PM3MUYecKn KoMNbOTEPHAA NaMATb CAEMaHa U3 KpemHuA
M BbIFNAAMT KaK Ha cneayowem n3obpakeHnu:

JULT31897

2x1024MB
\mum}mv VOoID | v’i(gnoven

3710 O3Y noxoxe Ha NapKoBKy? Takyto meTadopy Mbl byaem UCnonbL30BaTh.

OnepaTtMBHanA NamATb Tak¥e o3HavyaeT RAM abbpesunatypa oT Random Access Memory
— MamMATb C NPOU3BOAbHbIM J0CTYynom. C Npon3BOAbHbIM AOCTYNOM, NOTOMY YTO Bbl
MoXKeTe UMeTb A40CTyn K ntoboi eé yactm B ntoboe Bpemsa. Ecam y Bac Ao cux nop ectb
CD, Banawowmecsa rae 10, TO OHU Kak pa3 Taku ABMIAIOTCA NPUMEPOM He NPOU3BOJIbHOIO
poctyna. CD npefgHasHavyeH ANA YTeHUA U BOCNpOU3BeAeHMA No nopAaaKy. A BCE eweé
NOMHIO nepexoabl TpPeKoB B anbbome Dangerous Mankna [)KeKcoHa, Korga £
nepematbiBa/l Ha3ad NepeK/Yas TPEKM Ha AUCKE, YTO 3aHMMANO Kyyy BpemeHun! 3ato
nepexogbl M AOCTYN K pa3HbiM Averikam O3Y Boobuie He 3aHMMAIOT MHOFO BPEMEHM.
O3Y aBnsaeTca TMINOM NamATM BbICTPOro AOCTyNa, U3BECTHOTO Kak paeLw-namaTb.

O3Y Ha3BaHa 23Hepro3aBucMmon Gaew-namAaATbio, NOTOMY YTO KOraa KOoMMblTep
BbIKNtOYanca, cogepxmmoe O3Y ounuwanocb U npexHee cogepxumoe O3Y TepAanocs,
MOKa OHO CHa4ana He 6bl/I0 COXPAHEHO Ha XECTKMN OMUCK.

[nAa NOoCTOAHHOrO XpaHeHUA, BaM HeOBXOAMMO COXPAHATb BAlUM AAHHbIE HA KECTKUM
AUCK. EcTb ABa OCHOBHbIX TUNa KEcTkux auckos: HDD (hard (magnetic) disk drive -
HaKonumesns HA MHECMKUX Ma2HUMHbIX Ouckax) wu SSD (solid-state drive -
meepoomeribHbIl HaKornumeso). SSD KOTOpble K TOMY e ABAAITCA HE MeXaHUYECKMMM
b6onee cospemeHHble Yem HDD, Tak Kak OHM mcnonb3yoT npuHumn O3Y, 6bicTporo
poctyna K (pnew) namatu. OaHako B otinume ot O3Y, aaHHbie Ha SSD ocTatoTca u nocne
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TOro KakK KOMMbHOTEP 6bln BbIKAOYEH. Ecnu Yy BaC €CTb BO3MOXHOCTb, A KpaVIHe
pekomeHayro BamMm UCMOJ1Ib30BaTb UX. MarHuUTHbIe }XECTKMe ANCKU yXe ycrtapenu.

Ham Hy»eH cnocob pesepsupoBaTb mecto B O3Y M cumTbiBaTb OTTYAa, W 3anuUCbiBaTb
TyAa. U K cuactbto, C++ IerKO BbINONHAET 3TO.

IlepemMeHHBbIC

COXpaHéHHbIe NOKaunn B I-(ON\I'IbI-OTepHOl\;I NamAaTn, KOTOpPblE€ Mbl MOXXEM CHUTbLIBATb UTU
3aNMNCblBAaTb HA3bIBAKOTCA rnmepemMeHHbIMU.

MNepemeHHana — 3TO KOMMOHEHT 3Ha4YeHUE KOTOPOro MOXET MEHATLCA. B KOMNbIOTEPHO
NPOrpamMmme, Bbl MOMKETE CYMTATb NEPEMEHHYH HEKMM KOHTEMHEepPOM, B KOTOPOM Bbl
MOXETe XPaHUTb AaHHble. B C++ 3T KOHTEMHepbl AAHHbIX (NepemMeHHble) MMerT
pasHble TUMbl. Bam HYXHO NPUMEHATb BEPHbIA TUN KOHTEMWHepa AaHHbIX, 4YTOObI
COXPaHWUTb BaluM AiaHHble B Ballein nporpamme.

Echn Bbl XOTUTE COXpaHWUTb Uenoe 4ymcno, Takoe Kak 1, 0 wam 20, To Bbl byaete
NPUMEHATb TUN KOHTENHepa int. Bbl MOXKeTe NPUMEHATb KOHTEMHEP NaBalOLWeEero Tmna,
yTobbl PaboTaTh CO 3HAYEHMAMM (AecaTUYHbIX Apobel) ¢ nnaBatowen TOYKOM, TaKUMMK
Kak 38.87. M Bbl MOXeTe MPUMEHATb CTPOKOBble MepemeHHble, YTobbl paboTaTh C
OYKBEHHbIMM CTPOKaMM (AymaliTe 06 3TOM KaK 0 “*keMuy)KMHax Ha HUTKe”, rae Karkaas
OYyKBa 3TO KEMUYKUNHA).

Bbl MmoKeTe AymaTb O CBOEM 3aHATOM mecTe B O3Y KaK 0 3aHATOM NapKOBOYHOM MecCTe
Ha rapakHoM CTOoAHKe. Kak TO/NbKO Mbl 06BbABAAEM Hally NEPEMEHHYID M Noayvyaem
MeCcTo Ana Heé€, TO onepaumMoHHasa cucTtema 6osblie HUKOMY (Zaxe Apyrum
nporpammam, paboTatowmMm Ha 3TOM Ke MallMHe) He AacT 3Ty YacTb O3Y. OnepaTmnBHas
NamMsaTb PAAOM C Balenl NepemMeHHOM MoXKeT AMbo 6biTb He UCNo/sb30BaHHOW, M6O
MCMNO/Ib30BAHHOM APYrMMU NPOrpaMmamm.

IMoacka3zka

OnepaunoHHaA cuctema cylecTtsyeT, 4Tobbl He AaBaTb MpPoOrpammam HacTynatb Apyr
APYry Ha HOTM 1 He Noay4YaTb AOCTYN K OA4HUM U TEM Ke BUTaM KOMMNbIOTEPHOTO Xenesa
B O4HO W TO Xe BpemA. B uenom, obbiBaTenbCKkMe KOMMbIOTEPHbIE MPOrpaMmbl He
AOMKHbI NUCATb U YNTaTb B NamATM Apyr apyra. OgHaKO, HEKOTOpbIe TUMNbl 0OMAHHbIX
nporpamm (Hanpumep, maphack — B3nambiBatoLmMe KapTbl B Urpax) TaMHO NPOHMKAIOT B
NamATb Bawen nporpammbl. Takme nporpammbl Kak PunkBuster 66111 npeactaBneHbl B
cBeT, YyTobbl NpeAoTBPaALLATL YNTEPCTBO B OHNANH MUrpax.

O0bsiB/ICHHME TIEPEMEHHbIX — 3aTPArMBaHUE KPEeMHUS

3aHMMaTb MeCTO B KOMMbIOTEPHOM MamATU ucnonb3ya C++ nerko. Ham Hapo 6yaet
Ha3BaTb HAll Y4acCTOK MaMATU, B KOTOPOM Mbl Byaem XpaHWUTb HaluWM AaHHbIe, XOPOLLO

HarnAgHbIM UMEHEM.
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Hanpumep, ckaxkem, mbl 3Haem, 4yto hit points (hp) urpoka, a ato noapasymeBaet
eANHULbl 300p0BbA, OYAYT UEeNbIMU Yucnamu, Takumm Kak 1, 2, 3 mam 100. YTobbl
MNONYYUTb YACTb KPEMHUA ANA XPaHEeHUs hp Urpoka B NamaATU, Mbl 06BABUM CneayHoLLyro
CTPOKY KoAa:

int hp; // o6bsBNAemM NnepemMeHHyto, YTobbl XpaHnTb hp urpoka

3Ta CTPOKa KOAa 3aHMMAET MaNeHbKUIM y4acTOK OMepaTMBHOM NamaATU, YTODObl XPaHUTb
uenoe uymcno, HaseaHHoe hp (int ABnseTca cokpalweHuem oT intiger — uenoe 4mcno).
[anee wnaET npumep Hallero y4yacTKa OMepaTMBHOM MNaMATU, WCNO/b3yeMOoro Ans
XpaHeHus hp nrpoka. Tak 3aHMMaeTCA NapKOBOYHOE MECTO A1 Hac B NamATK (nocpeam
APYTUX MapPKOBOYHbIX MECT) M Mbl MOXEM CCbiNaTbCA K 3TOMYy MECTy B NamATH
nocpeacTBom apnbika hp.

int

another space h p another space another space

Mocpedu ecex Opyaux y4acmekoe 8 namsamu, Mol oay4aem 0OHO Mecmo 0718 XPaHeHUs
Hawux hp 0aHHbIX

ObpaTtnuTe BHMMAHME, Kak 06n1acTb NepeMeHHO OTMeYeHa B 3TOM guarpamme TUMOM
int: echn 310 06nacTb ANA ABOWMHOM MAM ApPYroro TMna nepemeHHon. C++ 3anomunHaeT
obnactn, KoTopble Bbl 3aHMMaeTe ANA CBOEW NPOrpaMMbl, He TO/NIbKO MO WMMEHM, HO
TaKXKe M No TUNy nepemMeHHoN.

ObpaTnTe BHMMaHUE, YTO Mbl ELLE HMYEro He NOJIoKUAN B AWMK hp! Mbl caenaem 370
no3¥e, a NPAMO cenyac 3HayeHne nepemeHHoln hp He yctaHoBAeHO. TaK 4YTo OHa byaeT
MMeTb 3HayeHWe, KOoTopoe OblNno OCTaBNeHO 34ecb npeabiaywmMm BaageNblem
(BO3MOXKHO 3HauyeHMe, ocTaBlieecA nocne Apyroi nporpammbl). Coobuwate C++ TMN
nepemMeHHOM o4YeHb BaXKHO! Mo3kKe Mbl 06BABMM NEPEMEHHYIO ANS XPAaHEHUA 3HAaYeHUsA
AecATUYHOMN Apobu, Takom Kak 3.75.

YreHue u 3alIMCh B 3aHATOM BaMH MeCTe B IaMsTH

3anucbiBaTb 3HayeHMe B NamaTb nerko! Kak TonbKo y Bac nosasuaacb nepemeHHas hp,
Bbl MPOCTO NPUNUCLIBAETE € 3HAYEHUE, UCMOJIb3YS 3HaK =:

hp = 500;
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Byansa! Y urpoka ectb 500 egnHuL,.

UTeHne nepemeHHOl TaKye npocTo. YTobbl BbIBECTU 3HAYEHME NEPEMEHHOM, NPOCTO
BBEAUTE 3TO:

cout << hp << endl;

370 BbIBEAET 3HaYeHUe, XpaHsalleeca B nepemeHHolr hp. Ecnm Bbl MU3MeHsieTe 3HavyeHue
hp, a 3aTem npumeHseTe cout CHOBa, TO ByAeT BbiBeAEHO camoe nocaegHee 3HayeHue,
KaK NOKa3aHo 34€eCb:

hp = 1200;
cout << hp << endl; // Tenepb nokasbiBaet 1200

Yucjia »To BCE

Koe-4yTo K 4yemy BaM HYXHO TMPMBbIKHYTb, KOrga Bbl HAayMHaeTe KOMMblOTepHoe
NPOrpamMmmmMpoBaHME, 3TO TO, YTO MOPA3UTENbHOE YUCIO BELWEeM MOXKET XPAHUTLCA B
KOMMbIOTEPHOM NAaMATM NPOCTO KaK uncaa. EgmMHMupbl 340p0BbA UrpoKa? Kak mbl TONbKO
yTO BMAENM B MNpeablaywem pasgene, eguHuupl 340p0BbA MOryT ObiTb LEeAbIMU
yncnamun. Ecam Urpoky HaHeCEH yYpOH, TO Mbl MOHWUMKAEmM 3TO 4ucno. Ecam urpok
npnobpén 340poBbe, TO Mbl NOBbLILLAEM 3TO YMCNO.

LiBeTa Tak e MoOryt xpaHuTbca B uucnax! Ecam Bbl Mcnosb3yete CTaHAApPTHble
NpPOrpaMmbl peaakTMpoBaHUA M3obparkeHnsa, To 0O6bIYHO MMEDTCA MON3YHKKU, KOTOopble
YKa3blBalOT LBET, MOKa3biBaa KaK MHOrM0 KpacHOro, 3e/EéHOro W cuHero 6bi10
Mcnonb3oBaHo. Kak non3syHkM ugeta B Pixelmator. LiBeT B cBOlO ouyepeap npeactaBaeH
TPEMA yncnamm. PMoNeToBbIN LBET, MOKa3aHHbIN Ha pUCYHKe 1, aBaaetca (R=127, G=34,
B=203).

RGB Sliders g

Red
___ 127
Creen
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Y10 HAaCYET MMPOBOMN reOMETPUM? ITO TaKKe MNPOCTO YMCAA: BCE, YTO HAM HYXKHO AeNaThb,
3TO XPaHWUTb CMNCOK To4eK 3D NpocTpaHCcTBa (KOOPANHATLI X, Y U Z) U 3aTEM XPaHUTb eLlé
OAMH CMUCOK TOYEK, KOTOPbIA 06BACHAET, Kak Te TOYKU MOTYT BbITb COeaMHEHDI, YTOObI
bopmnpoBaTb TPEYroNbHMKU. Ha pUCYHKE 2 Mbl MOXEM BUAETb, KaK MCMNO/Ib30BaHbI
ToYKkM 3D npocTpaHCTBa, YTOObLI NPeACTaBUTb MUPOBYHO FEOMETPMUIO.

KOM6MHaLI,MFI ymucen AnA uUBeToB U ymcen gna todek 3D NPOCTPaHCTBA MO3BOJZIAT BaM
HapuncosaTb 6onbline n LLBETHbIE nen3akun B BalleM nrpoBom Mmupe.

cDOKyC C npeguwecrtsyrolwimmMmn npumepamm B TOmM, Kak Mbl NICTOJIKOBbIBAaEM COXpaHéHHbIe
YMUC/la, TaK Mbl MOXXeM 3aCTaBUTb NX 3HAYUTb TO, YTO Mbl XOTUM, 4TOO OHM 3HAUYMAMN.

boJbie 0 nepeMeHHbIX

Bbl moxeTe AymaTb O NEpPeMEHHbIX, Kak O K/IeTKax A1 NepeBO3KU KUBOTHbIX. CyMKy-
NepeHOCKY ANA KOLWKK, MOXHO MCNO/1Ib30BaTb, YTOObI MEPEHOCUTb KOLWKY, HO He cobaky.
Taknm e 06pa3om Bbl AO/IKHbI MICNO/Ib30BATb NEPEMEHHYIO M/1aBaOLWEro TMna, YTobbl
NepPeHOCUTb 3HAYEHUA AeCATUYHbIX Apoben. Ecnm Bbl XpaHUTE 3HAYEHUE AEeCATUYHOM
Apobun BHYTPM NnepemMeHHOM int, TO 3TO He NoAONAET:

int x = 38.87f;
cout << x << end!; // BbiBOognT 38, a He 38.87

YTo Ha camom gene npoucxoguT 3a4ecb, 3To 1o, YTOo C++ NpomM3BOAMT aBTOMATUYECKOe
npeobpa3oBaHne 3HaveHnsa 38.87, mauHcmeeHHbIM 06pa3om npespauw,aa ero B Lenoe
4yncno, 4Tobbl OHO MOAXOAMNO ANA COAEPrKALLErO ero KoHTeMHepa int. JecaTuyHan
Apobb 38.87 npeobpasyeTca B LesoYnCAeHHOoe 3HaYeHme 38.

Tak HanpuMep, Mbl MOXKeM MOANDULMPOBATL KOA, YTODObI BKIOUMTL NPUMEHEHUE TPEX
TUNOB NEePEMEHHbIX, KaK NOKa3aHOo B CeAyoWemM Koae:

#include <iostream>
#include <string> // 3T0 HEOBXOANMO A5 UCMOSIb30BaHUSA CTPOKOBbLIX NepeMeHHbIX!
using hamespace std;

int main()

{
string name;
int goldPieces;
float hp;

name = "William"; // 3To Moé nms
goldPieces = 322; // Ha4yMHato C Takum KONMYEeCTBOM 30J510Ta
hp = 75.5f; /I eanHWLbI 300POBbS BblpaXXeHbl 3HaYEHNEM OeCATUYHOM Apobu
cout << "Character " << name << " has "
<<hp<<"hpand"
<< goldPieces << " gold.";

}

Ha nepBbIXx TPEX CTPOKAX, Mbl 06BABAAEM TPU ALLMKA ANA XPAHEHUA B HUX YAaCTen HaLLMX
AAHHbIX KaK NOKa3aHo 34ech:
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string name;
int goldPieces;
float hp;

3TN TPW CTPOKM 3aHMMAIOT TPU MecTa B NamsaTh (NogobHO MapKOBOYHbIM MecTam). A
cheaylouwume Tpn CTPOKU 3anoNHAKT NepemMeHHble 3HaYeHUAMU, KOTOPbIe Mbl XOTUM, KakK
34ecCb:

name = "William";

goldPieces = 322;

hp = 75.5f;

B KON\I'IbI-OTepHOlZ NnamAaTKn, 3TO BbITNAANT, KaK MOKA3aHO Ha C/lieAyoWwem M306pa)KeHMM!

string int f loat

William 322 1.5

I]an]e |'I‘ ] 1 ]I F i eTes hp

Bbl moXeTe MeHATb coaeprknmoe HGpEMeHHOVI B ntoboe BpemA. Bbl moXeTe nucaTtb
nepemeHHyr, NCNosib3yAa onepaTtop Ha3dHa4YeHUA =, Kak 34eCb:

golfdPieces = 522; // 3Hak = Ha3bIBaeTca “onepaTop HazHayeHus”

Takke B ntoboe BpemMA Bbl MOXETE CHUTbLIBATb COAEPHKMMOE nepemeHHoﬁ. JTO TO, 4YTO
AENAT TPpU cnepgyrouine CTpokn Koda 34ecChb.

cout << "Character " << name << " has "
<<hp<<"hpand"
<< goldPieces << " gold.";

B3rnaHuTe Ha 3Ty CTPOKY:

cout << "l have " << hp << " hp." << end|;

Ectb ABa npumeHeHunsa hp Ha aTol cTpoke. O4HO MeXAy ABOMHbIX KaBblYEK, a Apyroe
HeT. CnoBa MexKay ABOMHbIX KaBblYeK BCerga BbIBOASATCA MMEHHO TaK, KaK Bbl UX Tam U
Hanucanu. Korga He WCNONb3YHTCA ABOMHbIE KaBblMKM (Hanpumep, << hp <),
BbINONHAETCA MPOCMOTP NepemeHHOW. Ecnn nepemeHHaa He cyliecTByeT, Torga Bbl
nonyymte owubry Komnunatopa (undeclared identifier — HeobbABNAEHHbIN
naeHTndumKaTop).

B nmamATM ecTb MecTo Ans pasmelleHnsa MMeHM — name, ANA TOro CKOIbKO 30/10Ta eCTb
y urpoka — goldPieces, n ana 3goposba urpoka — hp.
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CosBer

B uenom, Bbl Bceraa AO/MXKHbl CTapaTbCA XPaHWUTb COOTBETCTBYHOLWMMA TUM AaHHbIX B
COOTBETCTBYHOLLEN NepeMeHHOW. Ecan Bbl cny4allHO COXPaHWUTE HECOOTBETCTBYHOLLUM
TUN AaHHbIX, TO Balll KOA NoBeAéT cebsa He BepHO.

Martematuka B C++

MaTtemaTtunyeckume AeﬁCTBMH B C++ BbINONHATb N1IETKO.

Bce onepauun: + (natoc), - (MuHyc), * (ymHOXUTL), / (pa3genuTb); BbINOAHAKOTCA B
nopsake npuoputeta: CKobKM, Bo3segeHuMe B cTeneHb, [leneHne, YMHOXeHue,
CnoxeHne wn BblumMTtaHme. Hanpumep, Mbl MOXKeM Hanucatb, KaK MNOKa3aHO B
cneayrowem Koae:

intanswer =277 +5*4 /2 + 20;

Ewé oanH onepatop, C KOTOPbIM Bbl BO3MOXHO eLLé He 3HaKOMbl — 3T0 % (Mmoay/b).
Moaynb (Hanpumep, 10 % 3) HaxoQUT OCTAaTOK OT AeNeHMA, Korga X pasgenéH Ha vy.
MocmoTpuTte Ha cnegyrowyto Tabanuy NnpMmepos:

Omnepartop (Ha3BaHuUe)

+ (nntoc)

- (MunHyc)

* (yMHOXMUTD)

/ (paspgenuntob)

% (Moaynb) 1 (notomy yto 10/3 paét ocrtatok = 1)

Tem He meHee, 3a4acCTyl0 Mbl HE XOTUM BbINOJIHATD MAaTEMATUYECKUE AENCTBUA B TaKOMU
MaHepe. Bmecto 3TOro, Mbl OObIYHO XOTMM MEHATb 3HAYEeHME MNepeMeHHON Ha
onpeAenéHHbI BblYMCIEHHbIN pe3ynbTaT. ITOT NPUHUMN NOHATb TaxKenee. CKaXKem,
WUFPOK BCTPEYaEeT YepTEHKA M Nnoay4vaeT ypoH B 15 eguHuu,
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Cnepylolian CTpoKa Koga byaeTr NpUMeHATbcA ANna ymedblueHuss hp urpoka Ha 15
(BepuTe Bbl MU HET):

hp =hp-15; // BO3MOXHO 3TO Bac CMyTuT :)

Bbl morKeTe cnpocuTb noyemy. MoTomy YTO MO NpPaByt CTOPOHY Mbl Bbl4MCIAEM HOBOE
3HauyeHue ans hp (hp — 15). Mocne Toro Kak HoBoe 3HayeHne ana hp HangeHo (Ha 15
MeHbLUE Yem 6blN0 40 3TOro), HOBOE 3HAYEHME 3aNncaHo B NepemeHHyo hp.

IMToacka3zka

ToHkocTH

MNepemeHHaa 6e3 HayaNbHOro 3Ha4YeHUA umeet obpaseun, buTa, KOTOPbIA AepXKanca B
namatn gna Heé go storo. Ob6bsABNEHME MEepPeMEHHOM He ouuwaeT nNamaTb. MTak,
CKaXem Mbl UCNOoJib3yem C/ieayoLyto CTPOKY KoAaa:

int hp;
hp = hp - 15;

BTopas cTpoka Koaa ymeHblaeT hp Ha 15 oT npegbiaywero 3HayeHunsa. Kakoso byaget
npeablaylee 3Ha4YeHUe, ecnn Mol Boobue He yctaHasameanun hp = 100 unm ewé yemy
nmbo? OHo moxkeT bbiTb 0, HO He Bceraa.

OpgHa n3 camblix paCI'IpOCTpaHéHHbIX OLIJM60I-(, 9TO 3aMyCKaTb KOA C MCNOJIb3OBAHUEM
nepemeHHoﬁ, anAa KOTOpOl;'I cnepBa He 6b1N10 npncBoeHO 3HAYEHUE.

[anee cokpaWwéHHbI cMHTakecne ans hp = hp — 15:
hp -= 15;

MoMMMO -=, Bbl MOXeTe NPUMEHATb: += aaa aobaBneHma onpeaenéHHON BEAUYUHBI K
nepemeHHon, *= Ana yMHOMEHWS NepeMeHHON Ha BeUYMHY, U /= Ons aeneHus
nepeMeHHON Ha BE/INYUHY.

Yupaxaenus

3anuuwmnTe 3Ha4YeHne X nocne BbINOJHEHUA cnegyrounx ,D,GI?ICTBI/IIZ} 3aTemM CBEPTUCDL CO
CBOMM KOMMUNNATOPOM:

YupaxkaeHust Pemenus

intx=09; X-=2;
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int X = 900;

int x =50;

intx =2; X -=200; -198

intx =5; X *=5; 25

O0001EHHBIN CHHTAKCHC TTIEPEMEHHbIX

B npepgplaywem pasgene, Bbl Y3HaAW, YTO KaKgasa 4YacTb [AaHHbIX, KOTOPYK Bbl
coxpaHseTe B C++ umeeT onpeaesneHHbI Tun. Bce nepemeHHble CO34aHbl OAHUM
obpasom; B C++ 06bABNEHME NEPEMEHHOM UMeeT caeaytowyto opmy:

nepeMeHHonTun nepemeHHonma

Tun nepemeHHOM coObLLAET, KaKoM TUN AaHHbIX Mbl cObMpaemca XpaHWUTb B Halleln
nepemeHHoOn. ImAa nepemeHHON - 3TO NAEHTUPUKATOP, KOTOPbIN Mbl UCMONb3YEM ANSA
yTeHua "Mbo 3anucm 3ToM YacTu NAaMATMW.

HpI/IMI/ITHBHI)Ie THUIIBI

PaHee mbl roeopman o0 TOM, Kak BCe€ AaHHblE B KOMMNbIOTEPE, C KAKOIro-TO MOMEHTA 6yAYT
yncnamu. Baw KOMI'IbIOTeprIIZ KO4, OTBETCTBEHEH 3a BEPHYHO UHTEPNpPETAUUIO 3TUX
yucen.

3T0 roBOpUT 0 TOoM, 4TO C++ onpeaenseT TO/IbKO HECKO/IbKO 6a30BbIX TUMOB AAHHbIX, KaK
NMOKa3aHo B cieaytolen Tabaumue:

EnuncrBennas OykBa, kak ‘a’, ‘b’ wnm ‘+’

Iemoe uncno ot -32.767 no +32.768
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Int Ilemnoe uncno ot -2.147.483.647 no +2.147.483.648

Float JIro0oe aecaTuuHoe 3HaYeHUE PUOIM3uTeasHO OT -1x1038 1o 1x1038

Double f JIroboe necarnuHoe 3HaYeHHE MPUOIU3UTENBHO 0T -1X10308 1o 1x10308

Bool true wim false

EcTb 6e33HaKOBble BEPCUM KaXKAOro TUMa NEPeMeHHbIX, YNOMSAHYTble B NpeablayLien
Tabnuue. be3sHakoBas NepemeHHas MOXKET CoAepKaTb HaTypaabHble YMcna, BKAtovasa 0
(x >=0). Hanpumep, 6e33HaKoBbIN short MoxKeT UMmeTb 3HadeHne mexay 0 n 65535.

IIpumeuyanue

Echn B panbHenwem Bam byaeT MHTepecHa pasHuua mexay float n double, To Bbl
cBOOOAHO MOXKeTe HaMTU 3TO B UHTepHeTe. A byay NpoAonkKaTb OOBACHATb TONbKO
camble BaKHble NpuHUunbl C++ ncnonb3yemble ana urp. Ecam Bam n060MNbITHO, YTO-TO
M3 TOrO YTO HbI/I0 OXBAYEHO 34ECh, Bbl MOXETE CMOKOMHO HAUTU HYXKHYI0 MHPOPMaLMIO.

Bcé obopaumBaeTca MHaye, KOraa 3TU NPOCTble TUMbl AaHHbIX CaMK No cebe moryT bbiTb
MCNO/Ib30BaHbl, YTObbl 63 Npobiem CTPOUTb CAOXHbIe nNporpammbl. “Kak?” cnpocute
Bbl. Pazee He TpygHO cTpouTb 3D wurpbl UCNONb3ys AUWb NAaBaloOWMe TUMbl M
Le/NIoYUCNEHHbIe?

Ha camom gene He TpyaHo cTpouTb urpy ¢ Tmnos float u int, Ho 6onee cnoXKHble TUNbI
nomoratoT. byaeT HyAHO M HeaKKypaTHO NpPOrpamMMmnpoBaTb, €cin Mbl Bygem
MCNONb30BaTb PaCnyLLeHHble 3HAYeHWA C NNABAOWEN TOYKON ANA PaACNONOXKEHUA
UrpPoKa.

Tunel 00LEKTOB

C++ faéT Bam CTPYKTYpbl AN TPYNNMPOBAHUA NEPEMEHHbIX BMECTe, YTO cAenaeT Bally
¥KM3Hb HAaMHOTrO nierye. PaccmoTpuTe Nnpumep cneaytowero 610Ka Koga:

#include <iostream>
using namespace std,;
struct Vector // HAYANO ONPEAE/TEHMNA OBBEKTA Vector

{
float x, y, z; // nonoxeHna x, y u z sce tuna float
}; /1 KOHEL OMNPEAENEHNA OB BEKTA Vector
/I Tenepb KOMMNbIOTEP 3HAET YeM ABnseTcs Vector
/l Tak 4TO Mbl MOXXEM €ro co3gaBaTb
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int main()

Vector v; // Co3gaém ak3emnnap Vector HasBaHHbIN V

v.x=20, v.y=30, v.z=40; // npucBanBaem 3Ha4eHnNs

cout << "A 3-space vector at " << v.x <<","<<vy<<" "<<v.z <<
endl;

B mamATn 3TO BbIrNAAUT AOBOILHO TakW HarnaaHo; Vector ABnseTcs NPOCTO y4acTKOM
namaTun c TpémaA tunamm float, Kak NokasaHo 34ecChb:

20 30 ||[ 40
9 4 Y 2z

.\/_

IToackaska

He nytaiite cTpykTypy Vector Ha npeapigyuwem unlobpaxkeHmn ¢ std: :vector ot STL.
O6veKkT Vector cBepxy npegHasHayeH 4NA NpeacTaBieHMa TPEXMEPHOro BEKTOpa, B TO
Bpemsa Kak Tun std: :vector ot STL npeactasnseT pazamepHoe cobpaHue 3HaYEeHU.

BoT napa 3aMeToK 0 npeablayLiem Koae:

Bo nepBblIx, €Weé A0 TOro Kak Mbl MPUMEHUM Haw o06beKTHbIM TN Vector, Ham Hy»KHO
onpeaenuTb ero. C++ He UAET CO BCTPOEHHbIMWU TUMAMU AN MaTEMATUUYECKUX BEKTOPOB
(a noaaep*KMBaET TONbKO CKaNAPHbIE BEINYMHBI U IYMaNoCh, YTO 3TOro xBatuT!). UTak,
C++ no3Bo/iAET BamM CTPOMTb BallM COBCTBEHHbIE OOBLEKTHbIE KOHCTPYKLUMMU, 4YTOObI
caenaTb Bally *KU3Hb ferye. CHavana y Hac ecTb cneaytolee onpeaeneHue:

struct Vector /Il HAYAJIO OMNMPEAOENEHNA OB BEKTA

{
float x, y, z; I/ X, y n z nonoxeHus, sce Tuna float
b / KOHEL OMNMPEQENEHNA OBBEKTA Vector

3To coobLlaeT KOMMbIOTEPY, YeM ABAAETCA BEKTOp (TpW 3HaAuyeHWA NnasBatowero Tvmna,
KoTopble 06bABAEHbl U ByAyT PacnosoXKeHbl APYr 3a ApPyrom B namaATtu). To Kak byaer
BbIrnAaeTb Vector B namaATh, NOKa3aHOo Ha Npeaplaywem n3obpaxkeHun.

[anee Mmbl ucnonblyem onpegeneHne Hawero obbekta Vector, 4yTobbl c034aTb
3K3emnnAp ot Vector Ha3BaHHbIN V:

Vector v; // Co3gaét ak3emnnsp ot Vector Ha3BaHHbIN V

OnpepeneHue struct Vector Ha camom gene He co3AaéT obbekT BeKkTop. Bbl MoOXeTe
BbIMNOMHUTL. Vectorx = 1. “O Kakom 3k3emnnape obbeKkTa Bbl roBopute?” cnpocut
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komnunatop C++. CHayana Bam HaAdo co3paTtb 3K3emnaap Vector, TakKon Kak
Vector v1. 3atem Bbl MOXKeTe AenaTb HazHavyeHune sKk3emnnapy vl, Takoe Kak vlix = 0.

3aTem Mbl UCMOJIb3yeM 3TOT IK3eMNAAP, YyTOObI 3aNMCcaTb 3HAYEHMUS B V:

v.x=20, v.y=30, v.z=40; // assign some values

IToackaska

Mbl Mcnonb3oBanW 3ansaTble B Mpeablaywem Kode, 4Tobbl MPUCBOUTH 3HAYEHWUS
HECKO/IbKMUM MepeMeHHbIM Ha OAHOM CTpoKe. 3TO HopmanbHO B C++. KoHe4yHO Bbl
MOXKeTe caenaTb ANA KaXAoh NepeMeHHOM CBOK CTPOKY, HO M Cnocob MoKasaHHbIM
3/1eCb, TOXKE XOpoLU.

Tak v bygeT BbIrnA4eTb Kak Ha Npeablaywem CKpUHLWOTe. 3aTeM Mbl BbIBOAMM UX:
cout << "A 3-space vector at " << v.x << ", " << vy <<" "<<v.z << endl

3aecb, Ha obenx CTpoKax Koda, Mbl NOAyYaemM AOCTYN K UHAMBMAYA/IbHbIM 3/1eMEHTaM
AAHHbIX BHYTPU 0O6BEKTA MPOCTO MCMOAb3yAa TOYKY (.). V.X CCblNAeTCA K 3NeMeHTy X
BHYTPU 0b6beKTa. B Kaxkgom obbeKkTe Vector Takke 6yaeT TpU 3HAYEHWUS M1aBAKOLLErO
TUNA: O4HO M3 KOTOPbIX HAa3BAHO X, APYroe y U eLé O4HO Z.

Ipumep — Player

Onpepenute C++ paHHble struct ana obbekta Player. 3atem, co3galite aK3emnaap
Ballero Knacca Player v 3anofiHUTe Kax bl 31eMeHT 3HauYeHUAMM.

Pemmenue

[daBante obbABMM Haw o06beKT Player. Mbl XxoTum BCE crpynnuMpoBaTb BmecTe AN
UrpoKa BHyTpu obbekTa Player. Mbl genaem 370 Tak, 4Tobbl Kog 6bln aKKypaTHbIM U
onpATHbIM. Kog, KoTopbiit Bbl untaete B Unreal Engine 6yaeT mcnonb3oBaTb Takue
06beKTbI NoBctoay. Tak 4To byabTe BHUMATENbHbI:

struct Player
{
string name;
int hp;
Vector position;
}; I/ He 3aByabTe 3Ty TOUKY C 3anATON B KOHLE!
int main()
{
/I cosgaém o6bekT Tnna Player,
Player me; // aksemnnsipy gaHo ums 'me'
me.name = "William";
me.hp = 100.0f;
me.position.x = me.position.y = me.position.z=0;
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Onpepenenue struct Player 3To TO, 4TO rOBOPUT KOMMbIOTEPY, KaK PacnosioKeH 06beKT
Player B namaTu.

CoBer

A Hapetocb, Bbl 3ameTMnM 06A3aTeNIbHOCTb TOYKM C 3anNATOM B KOHUe 06bABneHuA
CTPYKTYpbI (struct). O6baBneHMAM ob6beKTa struct, HYXHO MMETb TOYKY C 3ansaToin B
KOHUE, @ GYHKLMAM HeT. 3To NPoCcTo NpaBuio C++, KOTOPOE Bbl A0/KHbI 3aNOMHUTD.

BHyTpn obbekta Player, mbl 06bABUAM CTPOKOBbLIA TUM AN UMEHW WUrPOKa, TUN C
nnasatowen TouKom ana ero hp n o6vekT Vector Ana NONHbIX NOIOXKEHUN X, Y, Z.

Koraa a roBopto 06bekT, A umeto B Buay C++ struct (Mnm nosxke mbl BBEAEM TEPMUH
Knacc).

MNoroaute! Mbl nomectunm obbeKT Vector BHyTpn obbeKkta Player! [a, Mbl MOXKemM TaK
Aenatb.

MNocne onpegeneHua Toro, 4YTo MmeeTcAa BHyTpu obbeKkta Player, mbl 1 co3gaém
aKk3emnasap obvekTa Player, umeHyembii me 1 NpucBanBaem emy 3HauyeHus.

Mocne npucBoeHMA 3HauYeHn, 06 bEKT me BbIrNAAMUT, TaK KaK MOKA3aHO Ha caeagytolem
n3obpaxkeHuu:

Elc
William 100 0 0 0
X Y z

.name .hp .portion

Me

Ykazarean

OcobeHHO MyApPEHBIM MPUHLUMNOM ANA NOCTUMKEHUA, ABNAETCA NPUHUUN yKasaTeneun.
YKasatenu He Tak TPYAHbl A8 NMOHUMAHUA, HO MOXET noTpeboBaTbCA Bpems, YTOObI
pPa30bpaTbCA C HUMMN.

Craxkem, Y HaC B NaMATU €CTb, KakK N 40 3TOrO, ob6bABNEHHas nepemeHHaa Tuna PIayer:

Player me;
me.name = "William";
me.hp = 100.0f;
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Ceityac mbl 06bsiBNsiem yKasatesnb K Player:
Player* ptrMe; Il O6baBneHne ykasaTtens

3HaK * 0bbl4HO NpMAaéT ocobeHHOCTb. B AaHHOM cnyyae 3HaK * genaet ocobeHHbIM
ptrMe. 3HaK 3BE3404Ka *, ABnAeTCA Tem, 4To aenaeT ptrMe TUNOM yKasaTesb.

Celyac Mbl XOTMM CBA3aTb ptrMe k me:
ptrMe = &me; /I CBA3bIBAHUE

CosBer

ITOT War cBA3bIBaHMA OYEHb BaKeH. ECAK Bbl He NPUBAXKUTE yKa3aTelb K 06bEKTY nepes,
MCMONb30BaHMEM 3TOr0 YKasaTess, TO y Bac byAeT HapyLeHne ¢ Nosy4yeHnem gocTyna B
namsTw.

Ceiyac ptrMe CCbINaeTcsa Ha TOT e 06beKT 4To U me. M3meHeHue ptrMe U3MEHUT U me,
KaK MOKa3aHo Ha c/ieayolem n3obparkeHnu:

3 A [william | | 100

.name .hp .portion

p Me Me

YT0o MOryT aesiaTh yKazaresamn?

Korga mbl ycTaHaBAMBaEM NPUBA3KY MeXAy NepeMeHHON-yKasaTesiem M TEM Ha YTO OHa
YKa3bIBaeT, Mbl MOXXEM YMPaBAATb YKa3biBAEMOM NepeMEHHOM, Yepes yKasaTeb.

Bo nepBbIX, yKa3aTenb MOXHO WMCMNO/b30BaTb, YTOObI CCbINATbCA HAa OAUH OOBEKT U3
HECKONbKMX PAa3INYHbIX NOKaunii Koga. O6beKT Player xopolumin KaHAMAAT HA YKa3aHue.
Bbl Mo)KeTe co3gaBaTb TaK MHOrO YyKasaTenenh pAnA OAHOTO OOBEKTA, CKOAbKO
noxenaete. O6bEKTbI, HAa KOTOPbIe MAET YKa3aHMe, He 06A3aTeIbHO MOTrYT 3HaTb, YTO Ha
HUX MAET YKa3aHMe, TeM He MeHee, USMEHEHUS 0OBbEKTA MOryT ObiTb caenaHbl Yyepes
yKasartenu.
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Hanpumep, ckaxem, UrpoKk 6an atakoBaH. B pesynbtate npomsonaét yMmeHblUEHME ero
hp, U 3TOo ymeHblieHMe 6yAeT BbINOAHEHO MPW MCNONb30BAaHWW YKasaTend, Kak
MOKa3aHo B c/ieAytoLLeM Koje:

ptrMe->hp -= 33; /l reduced the player's hp by 33
ptrMe->name = "John";// changed his hame to John

BoT Kak Tenepb BbIrNAAUT 06beEKT Player:

t [ [ FlOAal
X T 100 o [ o ][ o
X Y z
.name .hp .portion
p Me Me

NTaK, Mbl U3MEHUAM me.name U3MEHMB ptrMe->name. [OTOMY YTO ptrMe yKa3biBaeT Ha
me. MI3meHeHunA yepes ptrMe NPAMO BIUAIOT Ha me.

MOMMMO TOrO WMHTEPECHbIA CUMHTAKCUC CTPENOK (Mcnonb3yiTe -> Korga nepemMeHHas
ABNAETCA YKa3aTenem), 3To NPUHLUN KOTOPbIN He TPYAHO NOHATb.

Anpec onepatopa &

ObpaTnTe BHUMaAHWE HA NPUMEHEHWE CUMMBONA amnepcaHg - & B npeablayliem
npumepe Koga. Onepatop & nonyyaetr agpec nNepemeHHor B NamaTu. Agpec
nepeMeHHON B NamATU — 3TO MECTO TAe KUBET NepemMeHHan B NPOCTPAHCTBE NAMATU
KomnbloTepa. C++ MmeeT cnocobHOCTb MosyyaTb agpec ntoboro obbekTa B NamATH
Ballen nporpaMmbl. Aapec nepemMeHHOM YHUKaNeH, 1 CBOEro poa C/y4YaeH.

CKaxem, Mbl BbIBOAMM agpec LUeNo4YNCIEeHHOM NepeMeHHOoM X:

int x =22;
cout << &x << endl; // BbIBOAUT agpec X

Mpwn NnepBoM 3anycke, MO KOMMbIOTEP BbIBOAUT C/eaytoLLee:

0023F744

3To YMcCno (3HavyeHMe NpuHaaaerkalee &) NPOCTO KAETKa NAaMATU, B KOTOPOM XpaHUTCA
nepemeHHaA X. 9TO O3HA4YaeT YTO MMEHHO B 3TOM 3anyCKe NPorpammbl, NepemeHHasn X
pPacnosioXKeHa B KneTke namAatn nod stmum Homepom 0023F744, Kak NOKasaHO Ha
cnepytowem nsobpaxkeHnu (rae another space — gpyroe NpocTPaHCTBO):
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Tenepb, co34anTe U HasHa4YbTe NepPeMEHHYI0 yKa3aTena Ha agpec X:

int *px;
pX = &X;

Y10 Mbl Aenaem 3gechb? CoxpaHsaem agpec NamsaTh X B nepeMeHHoMn px. Takum obpasom,
Mbl BYKBa/IbHO YKa3biBaeM Ha NEPEMEHHYIO X COBCEM APYryt0 NEPEMEHHYIO UMEHYEMYIO
PX. DTO MOXKET BbIrNALETb, KAK NOKa3aHO Ha CNeayHoLLEM U306parkeHUu:

- m - - o

34ecb nepemeHHas px CoAep»MT B cebe aapec nepemeHHOM X. [pyrumu cnoBamu,
NnepemMeHHan px ABAAETCA CCbINKOM Ha Apyryto nepemeHHyw. AnddepeHumpoBaHme px

O3Ha4yaeT AOCTYyNn K NepemMeHHOM, Ha KOTOpYyl M ccbinaetca px. AunddepeHumpoBaHue
BbINO/HEHO MUCMO/b3yA 3HaK *:

cout << *px << endl;
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Ykazareiau Null

HyneBol ykasaTenb — 3TO MepemMeHHaa yKas3atena co 3HavyeHnem 0. B oCHOBHOM,
H6ONbWNHCTBO NPOrpamMmMUCTOB NOOAT NPMCBaMBATb YKA3aTeNl0 HAYa/ibHOE 3HAYeHWe
Null (0), npn co3aaHMmn HOBOW NepeMeHHOW yKasaTens. KomnbloTepHble NporpaMmbl B
OCHOBHOM He MOryT NOAy4YuUTb A40CTyn agpecy namatn O (OH 3aHAT), TaK YTO eCcan Bbl
nonbiTaeTecb 06patTUTbCA K yKasatento Null, Bawa nporpamma BbIMAET M3 CTPOA, KaK
MOKA3aHO Ha C/ieyHoLEeM CKPUHLWOTE:

#include <iostream> .
using namespace std; % =ic|
-
ik mainl} F appl.exe has stopped working
{ Windows can check online for a solution to the problam.
int *x = @;
cout << *x << endl; 2 Check online for a solution and close the program
) l 2 Close the program

< Debug the program

ll View problem detalls

CosBert

MpuKkonbl ¢ yKasatenamu oT Binky, Becénoe Bmaeo npo ykasatenu. ocmoTpuTte Ha
http://www.youtube.com/watch?v=i49 SNt4yfk.

cin — 310 cnocob KOTOPbIM C++ TPagANUUMOHHO MPUHUMAaET BBOL OT MNOJIb30BaATENIA B
nporpammy. cin nerko ucnonb3oBaTh, NOTOMY 4YTO OHO CMOTPUT Ha TUN I'IepeMEHHOI‘/’I, B
KOTOPYIO 6Yﬂ,€T nomewatb 3Ha4eHUEe, Korga nomewaeTr 31O 3HAYEeHUe. HaanN\ep,

CKaXeM Mbl XOTUM CNPOCUTb BO3PACT MOJIb30BaTENA U COXPAHWUTb €ro B nepemeHHoMn
TMna int. Mbl MoXem caenaTb 3TO cneayowmm obpasom:

cout << "What is your age?" << end|;
int age;
cin >> age;

printf()

XoTA Mbl NPUMEHUAN cout, YTOObI BbIBOAUTL NEPEMEHHbIe, BaM HE0bX0AMMO 3HaTb O
eweé OoAHON pacnpoCTpPaHEHHOM QYHKUMKM, KOTopada MNpPUMEHAEeTCs A1S BbiBoAa Ha
KOHCOMb. JTa ¢GyHKUMA HasbiBaeTca printf. ®yHKuma printf BkatoyeHa B GUBAMOTEKY
<iostream>, TaK YTO BaM HeT HaA0OHOCTU BKAOYATL - #include YTO TO AOMNO/JIHUTE/ILHOE,
4yTobbl NPUMEHATbL eé€. HeKoTopble NPOrpammuCcTbl B MHAYCTPUW UIP NpeanoyuTatoT
printf BMecTo cout (s 3Hal0), Tak YTO NO3BO/IbTE NPEACTaBUTb Bam 3TO.
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[laBaiTe NpoAO/IKMM U MOCMOTPUM, KaKk paboTaeT printf(), Kak NoKasaHo B cneaytowem
KoJe:

#include <iostream>
#include <string>
using namespace std;
int main()

{

char character = 'A’;
int integer = 1,
printf( “integer %d, character %c\n", integer, character );

}

CosBer

CkauynBaHue mpuMepa Koaa

Bbl MoOKeTe cKkauaTb ¢paiin obpasua Koga co csoero akkayHta http://www.packtpub.com,
Ana Bcex KHUr oT Packt Publishing, koTopble Bbl Kynuaun. ECnm Bbl Kynuam ux rae To euwg,
Bbl moskeTe nocetuTb http://www.packtpub.com/support v saperucrpmuposatbca Tam,
4yTO6bI NONYUUTL Pali/ibl, KOTOPbIE BYAYT NPUCAAHbI BaM NMPAMO Ha 3/1€KTPOHHYIO MOYTY.

Mbl HayHEM co cTpokoBoro ¢opmarta. PopmaT string nomobeH Kaapy PUCYHKa, a
nepemeHHble byayT BCTaB/leHbl B JIOKaUuio oT % B dopmarte string. 3atem, BcE byaer
BblJ@aHO Ha KOHCO/b. B npeaplaywiem npumepe, LENOYMCNEeHHasa nepemeHHaa byaer
BCTaB/eHa B sI0Kauuto nepsoro % (%d), a 3Hak byaeT BCTaBneH B /I0OKaLUUIO BTOPOro %
(%c), Kak NOKa3aHO Ha caeaAyloLLEM CKPUHLLOTE:

printf( "integer%d, character%c\n",

integer)[character));

Bam HeobxoauMmo MCcnonb3oBaTb BEpPHbIM POPMaTHbLIA Kog, 4YTOObl MONYy4YUTb BbIBOA,
dopmaTa npasBuabHO. NocmoTpuTe Ha creaytowyto Tabanuy:
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String %s

Y106bI BbIBECTU CTPOKY B C++, Bbl A0/1XKHbI MICNONb30BaTb QYHKLMIO string.c_str():

string s = "Hello";
printf( "string %s\n", s.c_str() );

Ecnn Bbl ucnonb3yete HEBEPHbIA GOPMATHLIN KOA, TO BblBOA HE MOABUTCA AO/KHbIM
obpasom, 1nbo Nnporpamma MOXKeT BbIMTU U3 CTPOA.

Ynpaxuenue

Cnpocute y Nonb3oBaTeNns ero MMa W BO3PacT, U NPUMUTE UX UCMONbL3Ys Cin. 3aTem,
BblAaNTe eMy NPUBETCTBME Ha KOHCOK, ncnoabaya printf() (He cout).

Pemmenne

BoT Kak nporpamma 6yaeT BbirnaaeTh:

#include <iostream>

#include <string>

using namespace std;

int main()

{
cout << "Nma?" << endl;
string name;
cin >> name,;
cout << "BospacTt?" << endl;
int age;
cin >> age;
cout << "TpuBeT " << name << " 9 cMOTpto Tebe ucnonHUNnock " << age << '"ner.
Mosgpaensto.” << endl;

}
IHoackaszka

CTpoKa Ha camom gene 06BEKTHbIN TUN. BHYTpM Heé NpocTo Lenoyka 3Hakos!

BriBOoaBI

B 3stonm rnaBe Mol roeopunan 0O nepemeHHbIX " namaTtu. Mbi norosopuan o
MmaTemaTn4eCKkmnx onepaumnax Hag nepemeHHbIMn, 1 O TM HaCKOJIbKO OHU NPOCTbI B C++.

Mbl Takxke O6CV,£I,VI}'IVI, HACKOJIbKO C/NOXHbIMU MOTYT 6bITb BbICTPOEHbI TUMblI AaHHDbIX,
nCcnosibdyAa KOM6MHaLI,MVI bonee MPOCTbIX TUNOB AdHHbLIX, TAKUX KaK MJaaBakowne Tunbl,
Le/loYnCNeHHble TUMbl U 3HaKoBble. Takne KOHCTPYKUUU HA3bIBAKOTCA obbeKkTamu.
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I'nasa 3. If, Else u Switch

B I'IpE‘LI,bIﬂ,YLLI,er;I rnaBe Mbl O6CYAMI'IM BaXXHOCTb MaMATU U TO, KaK OHa MOXeT
MCNO/Ib30BaTbCA ANA XpPaHeHUA AaHHbIX B KOmnbtoTepe. Mbl NOroBopu/sin 0 TOM, KaK
Balla nporpamma 3aHMMaAET MNaMATb, UCMNOJIb3yA NepemMeHHble, U KaK Mbl MOXeM
BK/1KOY4aATb pa3/invHble TUMbl VIH(I)OpMaLI,VIVI B Halln nepemeHHbIe.

B aTOM rnaBe mbl MOroBOPUM O TOM, KaK KOHTPO/IMPOBATb MOTOK Hallel Mporpammbl U
KaKk Mbl MOMEM MEHATb pe3ynbTaT BbINOJHEHWA KOAA, PA3BETBAAA KOA, MCMOJb3ysA
onepaTopbl KOHTPO/A BbINONHEHMUA. 34eCcb Mbl 06CyaMM pasanyHble TUMbl KOHTPOAA
BbINO/HEHUSA:

e VY1BepxaeHus c If

e Kak npoBepaTb paBEHCTBO, NPUMEHAS onepaTop ==

o YTBeprKaeHus c Else

e Kak npoBepATb HepaBeHCTBA (@ MMEHHO, Kak NpoBepATb 6osblle M OAHO YMCAIO
Apyroro, 1Mbo MeHbLle M 04HO YNCNO APYroro, UCNONb3ys onepaTopbl: >, >=, <,
<=, I=)

e lcnonb3oBaHWE NOTMYECKUX onepaTopos (Takmx Kak: He (!), n (&&), nam (| |))

e Haw nepsbii npumep npoekta ¢ Unreal Engine

e PasBeTBneHne 6onee Yem Ha NyTU:
o YTBepraeHue c else, if
o YTBepxaeHue c onepatopom switch

PasBeTBJjeHUe

KomnbloTepHbIA Kod, KOTOPbIA Mbl nucann B [nase 2, [lepemeHHble U Namsame,
BbINONHANCA B O4HOM HanpasBAeHUWU: NPAMO BHM3. MIHOrAa, HAM MOXKET NoHaz0buTbeA
NPOMNycKaTb YacTu Koaa. Ham moxkeT NnoHagzobutbes, 4Tobbl KOg, MOT BbINMOAHATLCA He B
OAHOM HanpaBieHUM, a Pa3BeTBAATbCA. CXemMaTUYeCKn, Mbl MOXKeM NpeacTaBuUTb 3TO
cneayowmm obpasom:

w
—
oV]
=
—

no
<.if hung ry\_:}'—

e
lyes
@ﬂ‘ Cxema npouyecca: Cmapm — ecau 20/100eH — 20mosum repexkycums
— ecm — npucaxcueaemcs Ha OUBAGH; ecau Hem — (mo cpasy)
EE npucaxcusaemcsa Ha OusaH
v

Sit on weh

52 |CTtpaHuya



ApyrMumn cnoBammn, Ham HyXeH BapwaHT BbIbopa, He 3anycKaTb onpeaenéHHble CTPOKK
npu onpeaenénHbix ycnosuax. [peabiaylwiee w3obpakeHMe Has3blBaeTcA CXxema
npouecca. CornacHo aTtoi cxeme, ecam (if) n Tonbko ecnn mbl ronoAHbl, TOr4a Mbl
npurotosmm byTepbpoa, cbegmm ero, a 3aTem NOMAEM, NPUNANKEM OTAO0XHYTb. ECAn Mbl
He roN1I0AHbI, TOrAa HeT HYXXAbl AenaTtb byTepbpoa 1 Mbl MPOCTO OTAOXHEM Ha KyLLETKE.

Mbl 6yaem npuberaTb K cxemam npouecca nvwb MHorga, Ho B UE4 Bbl MoXKeTe
MCNO/Ib30BaTb CXEMbI MpoLEecca Aaxe, YTobbl NPorpaMmMmnpoBaTh Bally Mrpy (a MMeHHO
MCNO/1b30BaTb TO, YTO Ha3biBaeTcs blueprint — nnax).

Ipumeyanue

3Ta KHMra o Koge C++, Tak 4TOo Mbl Bcerga bygem npeob6pa3oBbIBATb HALM CXEMbI
npouecca B Kog C++ B 3TON KHUre.

KoHTposimpoBaHue BbINOJHEHUS Bamled MPOrpaMmMbl

B KOHeYHOM wuTOre, Mbl XOTMM, 4YTODObl KOA OTBETBAAACA B OAHY CTOPOHY NpU
onpeaenéHHbIX ycnoBusax. KomaHabl Koga, KOTOpble MEeHAKT nocneaoBaTeNbHOCTb
BbINO/IHEHMA CTPOK, HA3bIBAIOTCA ONepaTopamm ynpasieHmnsa NnoTokom. Cambln 6a30BbIi
onepaTop ynpasaeHMA NOTOKOM WMAWN BbiNOJIHEHWEM, 3TO onepaTop if. Ana Toro 4ytobbl
HanucaTb Kog Ana onepartopa if, Ham cHayana Hy)XeH cnocob nNpoBepuTb 3HAYeHue
nepemMeHHON.

NTaK, 4Tobbl HaYaTb, NO3BONbLTE NPEACTaBUTb 3HAK == (OMepaTop pPaBeEHCTBA), KOTOPbIN
MCNONb3YeTCs ANA NPOBEPKU 3HAYEHMA NEePEMEHHON.

Oneparop paBeHcTBa ==

[na Toro 4ytobbl YTO TO CPaBHMBATb B C++, HAM HYXHO MCMNO/Ib30BaTb HE OAMH, a /1Ba
3HaKa paBHO (==), ApYr 3a APYrom, Kak NOKa3aHOo 34€eCb:

int X = 5; // kak Bbl 3HaeTe, Mbl UCNOSMb3YEM OAMH 3HAK PaBHO

inty = 4; // ana npuceanBaHus. ..

// HO HaMm HY)XHO Mcnonb3oBaTb ABa 3HaKa paBHO

// 4TOObI NPOBEPUTL, PaBHbI NN NEPEMEHHbIE APYr APYrY

cout << "Is x equal to y? C++ says: " << (x ==y) << endl; // PaBHbl nn X n y?

Ecnun Bbl 3anycTuTe 3TOT KOZ, Bbl 3aMeTUTe, YTO BbIBOAMUTCA CaeaytoLlee:
Is x equal to y? C++ says: 0

B C++, 1 o3Hayvaet true, a O o3Hauvaet false. Ecam Bbl xoTUTE, 4YTOOBLI BMecTto O n 1,
NoKa3blBanCcb cnosa true u false, Bbl MoXeTe MCNONb30BaTb NOTOKOBbIN MaHUNYAATOP
boolalpha, Ha CTPOKe KoAa cout Kak MOKa3aHo 34ecCh:

cout << "Is x equal to y? C++ says: " << boolalpha << (x ==y) << end|;
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OnepaTop == ABNAETCA TUNOM ONepaTopoB cpaBHeHuA. MpuunHa, nNo Kotopon C++
Mcnonb3yeT ==, YTObbl NPOBEPATb PABEHCTBO, @ HE MPOCTO =, 3aK/IOYAETCA B TOM, YTO
Mbl Y€ WCMo/b3yemM 3HaK = KaK onepatop npwuceamsBaHuAa! (cmotpute bonasbwe o
nepemeHHobIx B [nase 2, [lepemeHHble u namams). ECAn Mbl NPUMEHUM OAMH 3HaK =, C++
NOCYUTAET, YTO Mbl XOTUM NepenmcaTb X Ha Y, @ He CPAaBHUTb UX.

IIvimem kox yrBepkaeHui ¢ if

Tenepb, KOraga y Hac ecTb B apceHasnie ABOMHOM 3HAK PaBHO, AaBalTe HanNulem Koz Ans
cembl npouecca. Kog gns npeablaywen cxembl TaKOB:

bool isHungry = true; // moxem ycTaHOBUTb 3TO Ha false ecnu He
I/ ronopeH!
if( isHungry == true ) // npocTo 3axoauT BHYTpb { ecnu isHungry (ronogex) true

{

cout << "[oToBUT nepekycuTb..." << endl;
cout << "EcT... " << end|;

}

cout << "Cungut Ha guBaHe..." << endl;

}
Coser

3TO nepBbIM pas, Korga Mbl Ucnosblyem nepemeHHyt bool! MepemeHHas bool nnbo
coAep*KUT 3HadeHune true, nnbo false.

Bo nepBbiXx, Mbl HauMHaem C nepemeHHon bool HasBaHHOM isHungry
(aBnAeTcalonogHbIM) M Ha3Havyaem e true.

if(isHungry == true )

OnepaTop if gencTByeT Kak OXpaHHUK ana 610Ka Koga nog HUM. (3anoMHUTe, 4TO 610K
KOAa 3TO rpynna 3ak/Al4YEHHaa mexay durypHbix ckobok { n }.)

is Hungry == true?

Bbl moxcteme yumame Koo mexdy { u }, ecau moneko isHungry == true
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Kog, BHYTpU GUIrypHbIX CKOOOK Bbl CMOMKETE MONYYUTb NNLLb, ecin isHungry == true. B
NPOTMBHOM C/yyae, B A0CTyne Bam OyaeT OTKasaHO M Bbl OyaeTe BbIHYKAEHbI
NpPonycTUTb BECb 3TOT 610K KoAa.

CosBert

Mbl MOXKeM NONYYNTb TaKoM e 3dPeKT, NPOCTO HANMCaB C/eAYIoLLYO CTPOKY Koaa:
if(isHungry ) // ngn Tonbko ctoga, ecnu isHungry 6ygert true

3T0 MOXKeT ObITb NPMMEHEHO KaK anbTepHaTMBA ANA CIeAYIOLWEro:

if( isHungry == true )

MpuyMHA, MO KOTOPOM NPOrpPamMmMMCTbl MOTYT Mcnonb3oBatb ¢opmy if( isHungry ),
3aK/1l04aeTcA B XKenaHum nsberkaTb BOSMOXKHOCTU coBeplleHuna owmnboK. Ecam cnyyaiiHo
HanucaTb if( isHungry = true ), isHungry 6yaeT ycTaHaB/AMBATLCA Ha true KaXAapbl pa3 npu
BCTpeye c yTBepaeHuem c if! Bo nsberkaHne Takom BO3MOXKHOCTU, BMECTO 3TOr0 Mbl
MOX¥eM npocTto HanucaTb if( isHungry ). AnbTepHaTMBHO, HeKoTopblie (MyAapble)
NPOrPaMMMCTbl UCNONB3YIOT TO, YTO HasbiBaeTca ycnoBua Yoda, 4yTobbl npoBepATb
ytBepxaeHua c if: if( true == isHungry ). MNMpuynHa nucaTb yTBEpXAeHue c if Takum
obpa3om, B TOM, YTO €C/IN Mbl Cy4anMHO Hanuwem if( true = isHungry ), TO KOMNUAATOP
BbIABUT OWIMOKY, M Mbl Y3HAaeM rae OHa.

MonpobyiiTe 3anycTUTb 3TOT CErMEHT KoAa, 4YTo 6bl YBUAETb, YTO 1 UMEIO B BUAY:

intx=4,y=5;

cout << "Is x equal to y? C++ says: " << (X = y) << end|; //bad!

Il cTpoka cBepXxy nepenncbiBaeT 3Ha4YeHNE B X Ha TO, YTO BbINO B Y,
I/l  Tak KaK CTpOKa CBEPXY COOEPXMUT MPUCBOEHNE X =Y

// Ham cnepgosarno 6bl ncnonb3oBaTth (X ==Y) Tenepsb.

cout<<"x ="<<x<<" y="<<y<<endl

Cneayiolian CTpOKa NOKa3blBaeT BbIBOA, NpeablayLleit CTPOKM Koaa:

Is x equal to y? C++ says: 5

X=5y=5

CTpoKa Koga, KoTopasa umeeT (X = y) nepenncbiBaeT npeaplaylee 3Ha4yeHme X (Kotopoe
6b110 4) Ha 3HayeHUe y (KoTopbiM siBnsieTca 5). M xoTa mMbl NblITanUcb NPOBEPUTL, PaBHbI
N MePEMEHHDbIE X U Y, B NpeablayWeM YyTBEPHKAEHUN, NepeMEHHON X Bbl0 Ha3HAaYeHO
3HAYeHWEe NepemMeHHON .

ITuem koxa ¢ oneparopom Else

OnepaTtop else ucnonbsyetca ana Toro, Ytobbl B Hawem Koae Oblan elwé Kakue-To
OencTBuA, B C/lydae ecin YacTb onepaTopa if He 3ageicTBoOBaHa.

Hanpumep, y Hac ecTb eLé 4YTo TO, YTO Mbl XOTeNn 6bl caenatb, B CAy4ae ecin Mbl He
roNo4HbI, KaK NOKa3aHo B CNeAyoLLEeN YacTU KoAa:
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bool isHungry = true;
if(isHungry ) // obpaTnTe BHUMaHue nogpasymesaeTtca == true!

cout << "[oToBUT nepekycuTb..." << endl;
cout << "EcT... " << end|;

else /I mbl ngém croga, ecnu isHungry 6yaet FALSE

{

cout << "I'm not hungry" << endl; // A He ronoaeH

}

cout << "CuguTt Ha guBaHe..." << end!;

}

BoTt napa Ba*XHbIX MYHKTOB O K/1lO4YEBOM C/10BE else, KOTOpblé BaM HYXXHO 3alNOMHUTb:

e OnepaTtop else Bcerga Ao0NXKEH MATM cpa3y 3a onepaTtopom if. Y Bac He AOMKHO
ObITb KaKUX-NMHBO AONONIHUTENbHbIX CTPOK Mexay 3aBepweHunem 6noka if wm
cooTBeTcTBYHOWMM B10KOM else.

e Bbl HMKOr4a He AO/IKHblI MATKM B 06a 6aoKa if n else. Bceraa 3anyckaetca anbo
OAVH, b0 Apyron.

is Hungry == true? rk . P~
— yes_v
_,-"-_F‘- M- . b"i‘_
No ~4 J “I'm not
hungry”

YmeepxcdeHue c else — amo nyms, no Komopomy 8bl udéme, ecau isHungry He
pasHo true

Bbl moxeTe npeactaBuTb onepatopsbl if/else, HEKMM cTpakem, KOTOpbIA HanpaBaseT
nogen nnbo Hanpaso, MMbo Haneso. Kaxkabih yenosek nonaét nmbo K ege (Koraa
isHungry == true), nnbo ot eabl (Korga isHungry == false).

IIpoBepka HepaBeHCTB ¢ TNPHUMEHEHHEM JAPYrHX
onepaTopoB cpaBHeHHs (>, >=, <, <=, u !=)
[pyrne nornyeckne onepatopbl CPaBHEHUA MOTYT ObITb C IEFKOCTbIO NPUMEHEHbI B C++.

3HaKKN > 1 < 03HAYalOT TO XKe 4YTO M 06bl4HO B MaTeMaTuKe. COOTBETCTBEHHO 3TO 3HAKMU
6onblie yem (>) n meHblle Yyem (<). 3HaK >= 03HaYyaeT ToXKe, YTO M ITOT 3HaK bonblie
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WM PAaBHO 2 B MAaTeMaTUKe. ITOT 3HAK <=, NOAPA3YMEBAET 3HAK MEHbLUE WU PaBHO <
ana koga C++. UM Tak Kak y HAac Ha KliaBuaType HeT HWU 3TOro 2, U HM TOro 3HaKa <, Ham
npuxoautca nucatb Koa C++ C NpUMeHeHMeM [ABYX 3HaKoB (>=,<=) Ans 3Tux
0603HaveHUI. = - 3T0 Kak mbl roBopum “He paBHO” B C++. NTaK, CKarKem y Hac ecTb
cnegyroume CTPOKM Koaa:

intx =09;
inty =7,

Mbl MOXEM CNPOCUTb KOMMbIOTEP X > Y UK X < Y, KaK NOKa3aHo 34ech:

cout << "x 6onblie yem y? " << (x >y) << endl;

cout << "x 6onbe yem UMM PABEH y? " << (x >=y) << end|;
cout << "X MeHbLUe YeM y? " << (x < y) << end|;

cout << "x meHbLle yem NN PABEH y? " << (x <=y) << end|;
cout << "X He paBeH y? " << (x I=y) << end|;

IToackaska

Ham Hy}KHbl CKOBKM BOKPYr cpaBHeHWit X 1 Yy, A1a cobniogeHna nocaesoBaTe/ibHOCTH
penctsmit. Ecnm y Hac He ByaeTt ckobok, C++ 3anyTaeTca Mexay TakMMmu onepatopamu,
Kak << U <. 3TO umeeT onpeaenéHHbI CMbICA M Bbl NOMMETE ero nosxe. Ho Bam
HeobxoamMmo, 4yTobbl C++ OLEHWBANO cpaBHeHMEe (X < y) nepea Tem Kak Bbl BblBeauTe
pe3ynbtaTt (<<). 34ecb ecTb OTAMYHAA Tabauua, K KOTOPOM MOXHO obpalaTtbes:
http://en.cppreference.com/w/cpp/language/operator precedence.

Hcnojib30BaHue JOTHYEeCKHX ONEPaTopoB

Jlornyeckne onepaTopbl MO3BOAAIOT BaM BbINOAHATL 60NEe CNOXHblE MNPOBEPKMU,
He)kenn obbluHas NpoBepKa Ha PaBHOCTb WM HepaBHOCTb. Hanpumep, ycnosua ans
BXOZa B 0COOYI0 KOMHaTy, TPebYlOT OT UrpoKa Ha/iMuymMe U KPacHOM, U 3eN1EHOMN Ktou-
KapTbl. 1 Mbl XOTUM NPOBEPUTL, COAEPKAT N 06a ycnoBus true, B O4HO U TO Ke Bpems.
A 4yTOObl BbINOAHUTL TAKOrO CNOXHONO TMMA NPOBEPKY, CYLLECTBYIOT Tpu
[OMONIHUTENIbHBIX KOHCTPYKLMWN, KOTOPbIE HaM HYXHO Y3HaTb: onepatopsl He (1), u (&&),
unu ([1).

Oneparop He (!)

OnepaTtop He ! ypobeH ana npoOTMBOMNONOXHOIO O6palLeHUA nepemMeHHON Tuna
boolean. MocmoTpuTe Ha cheayoWmMn NpUMep Koaa:

bool wearingSocks = true; // HOCk1 HageThbl
if( 'wearingSocks ) // Toxxe camoe uTo u if( false == wearingSocks )

{

cout << "HapeTtb Hocku!" << end!l;
} else

{

cout << "Bebl yxxe B Hockax" << endl;
}
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http://en.cppreference.com/w/cpp/language/operator_precedence

[laHHOe yTBepKAEHWE NpoBepseT, HaAeTbl M HA Bac HOCKW. 3aTeM Bbl AaéTe KOMaHAy,
HaZeTb HOCKK. OnepaTop He | obpaltaeT ntoboe 3HaYeHWe B NnepemeHHolM Tuna boolean
Ha NPOTMBOMNONOXKHOE.

Mbl ucnonb3yem TaK HasbiBaemyto “1abnuuy npasgbl”, 4TOO6bI MOKa3aTb BCE BO3MOXHbIE
pe3ynbTaTbl UCMOb30BaHUA onepaTopa He | gna bynesbix NepemMeHHbIX:

HockuHangernl lHockmHanersl

wearingSocks IwearingSocks

true false
false true

NTaK, B TO Bpema Kak wearingSocks mmeer 3HauyeHume true, !wearingSocks mmeet
NPOTMBOMNOIOXKHOE 3HayeHue false.

YnpaxHeHust

1. Kak Bbl AymaeTe, Kakmm b6yaeTr 3HadyeHue !lwearingSocks, ecnn 3HauyeHue
wearingSocks byaert true?
2. KakoBo 3Ha4yeHue nepemeHHoM isVisible, nocne 3anycka cnegyrouiero koga?

bool hidden = true; // bool cnpsaTaH = true
bool isVisible = thidden; /I bool siBnsieTcaBuanmeim = !cnpsaTtaH
Pemienune

1. Echnm wearingSocks paBHO true, Torga !wearingSocks pasBHo false. U3 uero
cnepyet, uyto !lwearingSocks cHoBa obpeTaeT 3HaueHue true. ITo Kak cKasaTb:”fl
He He ronoaer”. "He He" paéT ABOEHHOEe OTPULAHME, TaK YTO 3TO NpPEeaoKeHune
03Ha4aeT, 4YTo A BOobLLE TO ro/IogeH.

2. OtBeT Ha BTOpOW Bonpoc byaet false. NepemeHHan hidden umena 3HayeHue true,
Tak yto !'hidden paért false. Mocne yero false coxpaHseTca B nepemeHHoM isVisible.

IToackaska

OnepaTop He ! MHorga B MpocTopeynn HasbiBaeTca bang (4to nmbo BHesanHoe, Kak
xnonok). Mpeablaywaa onepauyma bang bang (!!) aBnAetca ABOMHbIM HeraTMBOM W
ABOMHOM nornyeckon uHBepcuein. Ecnm Bbl npumeHunn bang-bang ana 6ynesoit
NepemMeHHOM, TO HET HUKOFo LEMNHOro U3MeHeHUA nepemeHHOW. Ecan Bbl NpumeHuTe
bang-bang gna yenouncneHHol nepemeHHom (int), To aTa NepemeHHana NPOCTO CTaHeT
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byneson nepemeHHol (true nnu false). Ecnm 3HayeHue uenoYncneHHON NepemeHHOoM
6onblle Hyns, OHO ynpowaeTca A0 3HavyeHusa true. Ecnm 3HayeHue LenoYMCNEHHOM
nepemeHHoM yxe asaaetca 0, oHO ynpoLlLaeTca Ao 3Ha4YeHus false.

Oneparop U (& &)

CKarkeM, Mbl XOTMM 3anyCTUTb CEKUMIO KoZa, eciu BepHbl (true) aBa ycnoswus.
Hanpumep, Mbl MONAHOCTbIO OAEHEMCA TOJIbKO, €C/IM Ha Hac HaAeTbl M HOCKU W
OCTanbHas ogexaa. Bbl MoXKeTe Ncnonb3oBaTb cneayowmin Kog, YTobbl NPoBEepPUTL 3TO:

bool wearingSocks = true; I/ HOCKM HapeTbI
bool wearingClothes = false; /I opexxpa HageTa
if( wearingSocks && wearingClothes )// 3Hak u && TpebyeT, 4Tobbl OBE nepemeHHble nmenu true

{
}
else

{
}

cout << "Bbl ogeTbl!" << endl;

cout << "Bbl eLlé He ogeThl" << endl;

Omnepartop Uam (||)

MHorga mbl XOTUM 3anNyCTUTb CEKLMIO Koaa, ecin XoTA 6bl O4dHa U3 NepemeHHbIX MMeeT
3HayeHwue true.

NTaK, Hanpumep, WrpoK BbIMIPbIBaeT onpeaenéHHbii BOHYC, eCcAn OH HaxoauT
cneunanbHylo 3Be3ay B YPOBHe, IM60 ecnr OH NPOoXoAmuT YPOoBEHb MeHblle Yem 3a 60
CEeKyHA. B aTom cnyyae Bbl MOXKETe UCNO0/1b30BaTh CNeayoWmin Koa,:

bool foundStar = true; // HanpeHa 3Be3na
float levelCompleteTime = 25.f; // Bpems 3aBepLueHus YpoBHS
float maxTimeForBonus = 60.f; // makcumanbHoe Bpems [na boHyca
/I 3Hak unu || TpebyeT, ytobbl XOTb OQHA nepemeHHas umena true, 4Tobbl NONacTb BHYTPb {
if( foundStar || levelCompleteTime < maxTimeForBonus )

{
}

else

{

cout << "Hukakoro 6oHyca." << endl;

}

cout << "HarpaxpgaeTtecb 60oHycom!" << endl;
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Ham nepsblii mpumep ¢ Unreal Engine

Ham Hy»xHO npuctynaTb K Unreal Engine.

CosBer

Ha 3ameTKy: Korga Bbl OTKpOeTe Ball nepBbi NpoekT Unreal, Bbl 06HapyKuTe, UTO KoA
BbIIIAANT OYEHb CNOXKHbIM. HO He yHbIBalTe. MpocTo cPOoKyCcMpynTeCh Ha BblAENEHHbIX
yacTax. B TeyeHWM Balel Kapbepbl NPOrpamMmMuUCTa, Bbl ByaeTe 4acTo MMETb AeNo C
oyeHb 6onbWwKM Hazamm Koga, cogepKalMMmn CEKLMN KOTOopble Bbl HE NOHMMaeTe. Tem
He MeHee, GOKYCMPOBaAHME Ha YaCTAX KOTOPble Bbl MOHMMAaETe, CAENAeT 3TU CEeKLUU
NPOAYKTUBHbIMM.

OTtkpouTte npunoxkeHune Unreal Engine Launcher (y Hero 3HauyoKk UE4 cuHero uBeTa @).
Boibepute Launch Unreal Engine 4.4.3, Kak NOKa3aHO Ha CneayloLeM CKPUHLLOTE:

. wills v
- bl sherif@gmail com

Launch
Unreal Engine 44 .3

CosBer

Ecnn kHonKka Launch He gocTynHa, Bam HY)KHO nepenTtn Bo BKNaaky Library u ckauatb
ABUXKOK (~3 I'B).

Kak TONbKO ABMMKOK 3anylleH (4TO MOMKeT 3aHATb HECKONIbKO CeKyHA), Bbl byaeTe Ha
sKkpaHe Unreal Project Browser (3Hayok UE4 yépHoro ugeTa @), KaK NMOKa3aHO Ha

cneayoLLem CKPUHLLIOTE.

Tenepb Bbibepute BKNaaky New Project B 6paysepe npoektos UE4. [MpoKpyunsamnte
BHM3 Noka He gonaéte ao Code Puzzle. 310 oanH 13 Hanbonee NPoCTbIX NPOEKTOB, B
KOTOPOM He TaK MHOro Koaa. TaK 4YTo C Hero Xopowo HayMHatb. Mbl gonaém ao 3D
NPOEKTOB HEMHOTO NO3XKe.
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11_ Unreal Project Browser

Projects New Project ® Marketplace

S+ 1emplate, you must have Visual Studio 2013 installed to compile
do not require additional sofware,

Code Puzzle

A project that features a fixed overhead camera and blocks that can be clicked to change their color.
: Not this
PPz le
pject that features a fixed head camera and that can be clicked to change their color.
nelude starter content

3
Name @
610G ST v \Uinreal Projects

Flll-' ¥:\Unraal Projects\ APuzzle\APLuzzZle uproject i LUnreal Projects

A folder containing a project file {up nd a few other folders will be created for you at the specified path.

Create Project

BOT HECKO/IbKO NYHKTOB, Ha KOTOpble cneayeT O6paTMTb BHUMaHWMNE Ha 3TOM 3KpPaHeE:

e Yb6eguTecb 4yTo Bbl BO BKIaaKke New Project

e Koraa Bbl HaxXmmaeTe Ha Code Puzzle, ybeanTtecb 4TO 3TO TOT NPOEKT CO 3HAYKOM
C++ cnpasa, a He Blueprint Puzzle

e Beaute nms Puzzle ans Bawero npoekTa, B none Name (3To Ba)KHO Ans npumepa
KoAa, KOTopbli A 4aM Bam ganee)

e EC/Au Bbl XOTUTE M3MEHUTb NANKy XpaHeHUA (Ha Apyryto), WENKHUTE NO CTPenKe
BHM3. TaK NOABATCA MaNKW. 3aTem, YKaXKMTe Nanky, B KOTOPOW Bbl XOTUTE XPaHUTb
BalU NMPOEKT.

Mocne Toro Kak Bbl caenaeTe BCE 3T0, Bbibepute Create Project.
Visual Studio 2013 oTKpoeTcsa ¢ KoAOM BalLero NpoekTa.

Haxmute Ctrl+F5, 4yTobbl NOCTPOUTL U 3aMYyCTUTb NMPOEKT.
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KaK TONbKO MPOEKT KOMNUAMPYETCA U 3anyCcTUTCA, Bbl A0/KHbI yBMAeTb Unreal Editor,
KaK NMOKa3aHo Ha C/eAyoLWeM CKPUHLLOTE:

AlC

B New ~ Flmpon -

= Game »

e Ol
— |
_—

 —
a5

Bbirnagut cnoxHo? Hy KoHeyHo! Mbl uccnegyem Koe-yto M3 QyHKUMOHANA NaHenu
MHCTPYMEHTOB HEMHOTIO No3¥e. A ceiyac, npocTto HaxmuTe Play (o6BeaéH po3oBbim),
KaK NMOKa3aHO Ha CKPUHLLOTE BblLLE.

370 3anyckaeT Urpy. BoT Kak OHa J0/1KHa BbIrAAETb:

62| CTpaHuua



Tenepb nonpobyite noweénkatb No 6s10kam. Kak ToNbKO Bbl WENKHUTE NO 610Ky, OH
CTAQHET }KENTbIM 1 3TO MOBbICUT BaLLl CYET.

Mbl cobupaemca HaWTU CeKUMI0, KOTOpaA BbINONAHAET 3TO, U HEMHOro WM3MEHUTb
noseaeHune

Hanaute n otkpomte ¢daiin PuzzleBlock.ccp.

IToackaska

B Visual Studio cnucok ¢amnos npoekta Haxoautca B Solution Explorer. Ecin Baw
Solution Explorer ckpbIT, npocto wénkHute no View/ Solution Explorer BBepxy meHto.

B aTom daine, NpoKpyTUTE BHU3 A0 KOHLA, rAe Bbl HAMAETE CEKUMIO, HauMHaloLWYOCS
cneayrowmm obpasom:

void APuzzleBlock::BlockClicked(UPrimitiveComponent* ClickedComp)

Solution Explorer « 0 x PuzzleBlock.cpp + X
DN o-2dBm © K= (Global Scope)

sm| |

f] solution 'Fuzzle' (1 project)

4 %) puzzle

cternal Dependencies

urce

tal Private
*+ Puzzle.cpp
++ PuzzleBlock.cpp
*+ PuzzleBlock

APuzzleBlock — 3T0 mma Knacca, a BlockClicked — 310 umsa ¢yHKumnn. Korga Bbl WENKaeTe
no 670Ky nasna, 3anycKkaeTca CekuMs Koaa HaumHatowanacs ¢ { M 3akaHYmMBatowWancs }.
Hageemcs, 4To maHepa, B KOTOPOM 3TO MPOUCXOANT, NPOACHUT YTO TO Aasiblue.

3To0 HanoMuHaeT maHepy onepatopa if. Echn getanb nasna 6bina HaxkaTa, TO 3Ta YacTb
Koga 3anycKaeTca 414 3TOro 3/ieMeHTa nasna.

MbI NPOMAEM KaxKAbli LWar AN CMeHbI LiBeTa 6/10Ka nocne wenyka no Hemy (Tak BTOpoi
LLLeTYOK ByaeT MeHATb UBEeT 06paTHO C XKENToro Ha ronyboit).

BbinonHute cneagymwouwme warn € makCmmasibHbiMm BHUMaHUNEM:

1. OtKkponte dann PuzzleBlock.h. Mocne cTtpoku 25 (Ha KoTopon HaxoauTcA 3TOT
Kona):
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[** YkaszaTenb Ha XENTbIN MaTepman UCnonb3yeTCcsa Ha akTUBHbIX Griokax */
UPROPERTY()
class UMateriallnstance* OrangeMaterial;

BeeauTe cneayownii Ko, nocne npeaplayLliein CTPOKU Koaa:

UPROPERTY()
class UMateriallnstance* BlueMaterial;

2. Tenepb, oTkponTe d¢ann PuzzleBlock.ccp. Mocne ctpokn 40 (Ha KoTOpOM
HAaXO4AUTCA 3TOT KOoA):

/I CoxpaHuTe ykasaTerb Ha XEénTbln Matepuan
OrangeMaterial = ConstructorStatics.OrangeMaterial.Get();

BeeauTe cneaytowmim Kog, nocae npeaplaywen CTpoKn Koaa:
BlueMaterial = ConstructorStatics.BlueMaterial.Get();

3. HaKkoHeu, B PuzzleBlock.ccp 3ameHuTe copep)kaHue cekKuum Koaa (ctpoka 44)
APuzzleBlock::BlockClicked Ha cheayowmi Koa:

void APuzzleBlock::BlockClicked(UPrimitiveComponent* ClickedComp)
{ .

Il --BAMEHANTE OTCIKOOA--

bisActive = !blsActive; // flip the value of bisActive

/I (ecnu aTo 6bIN0 true, To ctaHeT false nnn Hao6opoT)

if ( blsActive )

BlockMesh->SetMaterial(0, OrangeMaterial);

}
else
{
BlockMesh->SetMaterial(0, BlueMaterial);
}
/I CoobwmTte Grid (ceTky)
if(OwningGrid '= NULL)
{
OwningGrid->AddScore();
}
/I --AO CKOOA--
}
IMoackaska

3ameHuTe TO/IbKO BHYTpPU yTBEepXKAeHunA void APuzzleBlock::BlockClicked
(UPrimitiveComponent* ClickedComp).

He 3ameHANTe CTPOKY, KOTOpaa HauMHaeTca ¢ void APuzzleBlock::BlockClicked. Bbl moxeTe
NoNy4YnTb OLWKMOKY (ecnn Bbl He HasBaAM CcBoM npoekT Puzzle). Bbl  6blau
npeaynpexKaeHbl.

WTak, paBaiTe npoaHannsnpyem 31o. BoT nepsan CTpoKa Koaa:
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blsActive = !blsActive; // MeHsieT 3Ha4YeHne nepeMeHHon bisActive

3Ta CTPOKa KoZa NpocTo MeHAeT 3HayeHue B blsActive. NMepemeHHasn blsActive byneBas
(oHa co3paHa B APuzzleBlock.h). Echu blsActive byaet true, To !blsActive 6yaet false.
NTakK, ecnm aTa CTPOKa KoAa 3anyleHa (4To NpoucxoauT Npu HaxKaTum Ha ntoboi 610K),
3Ha4yeHue B blsActive meHsieTcs Ha npoTMBonoaoxHoe (c true Ha false, anbo c false Ha
true).

[aBanTe paccmoTpum cneaytowmm 610K Koaa:

if ( blsActive )

{
BlockMesh->SetMaterial(0, OrangeMaterial);

}

else

BlockMesh->SetMaterial(0, BlueMaterial);
}

Mbl npocTo MeHsiem LBeT 6rnoka. Ecrin blsActive byaeT true, To 610K CTaHOBUTCA KENTbIM. B
NPOTUBHOM C/ly4ae, 6/10K CTAaHOBUTCA ro/1yObIM.

YnpaxHenue

Tenepb, Bbl YXKe A0MKHbI O6blIM 3aMETUTb, YTO CaMblil y4LWN cNocob NOBLICUTL HABbIKM
NPOrpPaMMMPOBAHMA 3TO NPOrPAaMMMPOBATL. Bam HyXKHO MHOIO NPAKTUKOBATbLCA, YTOObI
3HAYMTE/IbHO NPOABUHYTLCA B NPOrPAaMMUPOBAHUMN.

Co3paitTe ABe LENIOYUCIEHHbIE NepemeHHble, X U y. W 3anonHute Mx OT MMEHM
nonb3oBatens. Hanuwwure yteepxaeHue if/else, kKoTopoe BbIBOAUT MMS NEPEMEHHON C
HanbOobLLIMM 3HAYEHMEM.

Pemienue

PeweHune npeablayLLero ynpaxHeHnsa NokasaHo B caeaytollem 610Ke Koaa:

intx,y;
cout << "BeauTe ABa UernblX Ynucna pasgenéHHbix npobenom " << endl;
cin >>Xx>>y;

if(x<y)
{

cout << "X MeHbLue YyeMm y" << endl;
} else

{

cout << "x 6onble yem y" << endl;

}
IMoacka3zka

He nuwwute 6Y|'(By, B TO BpemAa KaK cin oXunaaet 4Yncsno. Ecnn ato CNOYy4UnTCA, cin morkeTt
COBEPLUNTD OLU|/|6|'(y M BblAaTb Na0Xoe 3Ha4YeHne anA BaLlen ﬂGpEN\eHHOﬁ.
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Pa3BeTBJIeHHE K0/1a 00Jiee YeM B IBYX HANIPABJIEHHUSIX

B npeablaywmx 4acTax Mbl MOFIM OTBETBAATb KOJA TO/NbKO B OAHOM M3 ABYX
HanpasnAeHWi. B nceBaoKoae y Hac ecTb CeAyHoLINIA KOA:

if( kakoe TO ycrnosue siBnsieTcs true )

BbINOMHAETCH 3TO;
} else /I B gpyrom cny4vae

{
BbIMOJTHAETCA BOT 3TO,
}
IToackaska

MNceBaoKoa — 3TO PUKTUBHLIN KoA. HanucaHue nceBAoKoAa 3TO OT/IMYHLIN METOoA,
MO3roBOro LWTypmMa WM MNAaHWMPOBAHWUA Ballero Koga, 0CoObeHHO ecan Bbl He 0cobo
ocsounucb B C++.

3TOT KOA, OTYACTM MOXOX Ha Pa3BUJIKY A0POru, rae BbiIbMpaTb NPUXOAUTCA NULWb OAHO
HanpaB/ieHUe N3 AByX.

MNHorga Ham MoXKeT NoHaZobUTbCA Pa3BETBUTb KOZA B TPEX HANPABAEHMAX UM AaxKe
6onbwe. K npumepy, HanpaBneHUA, B KOTOPbIX MOMKET NOMUTM KOZA B 3aBUCMMOCTM OT
TOro, Kakon npeamMeT B AAaHHbIA MOMEHT AEepPXUT UrpPoK. Urpok, BO3MOXKHO byaet
AepXaTb OAUH U3 TPEX NPeaMETOB, TAKMUX KaK: MOHETA, KAKY UAM MOopcKon éx. U C++
nossosiaeT 31o! Mo ¢akKTy, Bbl MOXKeTe pPa3BeTBAATb KOA, B KAKOM YroHO Ko/au4yecTse
HanpPaBAEHWUN.

YT1Bep:kaenus c else if

KoHcTpykuma else if — 3to cnocob nucatb Kog c 6onee yem ABYMA BO3MOMKHbIMU
HanpaBaeHUAMU. B cnegytowem npumepe, Kog NoMAET N0 OAHOMY M3 TPEX PA3/IUYHbIX
nyTen, B 3aBUCMMOCTM OT TOr0o AEPXKUT N UrpoK o0b6beKT Coin (MoHeTy), Key (Katou) nam
Sanddollar (MopcKoM NN0CKUin WNTOOOPa3HbIN EXK):

#include <iostream>
using namespace std;
int main()
{

enum Item // enum onpegensieT HOBbIN TUN NepeMeHHoN!

{

Coin, Key, Sanddollar // nepemeHHble TUNa ltem MoryT cogepxaTb
/I ntoboe N3 aTNX TPEX 3HaYEHUN
}

Item itemIinHand = Key; // MonpobynTe nomeHATb 37O 3Ha4YeHue Ha Coin,
/l Sanddollar

if( iteminHand == Key ) // (npeameT B Pyke == Kritou)

{
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cout << "Kntoy ¢ ocHoBaHneM B popMe ronoBbl nNbea.” << endl;
cout << "Bbl nonagaeTte B CEKPETHYI0 KOMHaTy ncnonbays Kntoy!" << endl;

else if( iteminHand == Coin ) // (npegmeT B Pyke == MoHeTa)

{

cout << "MoHeTa npopxxaBeBLUEro naTyHHoro useta. Ha Hen nsobpaxeHne gambl B tobKe.
<< endl;
cout << "Ha aTy MOHeTy Bbl MOXeTe KynuTb napy Bewlen" << endl;

else if( iteminHand == Sanddollar ) // (npegmeT B Pyke == Mopckon éx)

{

cout << "Ha 3ToM MOpCKOM exe ManeHbkasa 3Béagoyka.” << endl;
cout << "BO3MOXHO Bbl CMOXeTe 0OMeHATb ero Ha 4YTo-Hnbyab." << endl;

}

return O;

}

IIpumeuyanue

ObpaTnte BHMMaHWe, Npeaplaywmnin Kog UAET TOIbKO MO OAHOMY U3 TPEX OTAE/NbHbIX
nyten! Mo cepumn nyten nposepok if, else if, n ewé no ogHomy else if, mbl BOMAEM
TO/IbKO B 0ANH 610K KoAa.

: CeKkpeTHasa KOMHaTa
iteminHand=="

Kynutb 4yto-HMbYAb

ObmeHATb

YnpaxHenue

Ncnonb3aynte C++ nporpammy, 4tobbl OTBETUTHL Ha caeaytowme Bonpocbkl. 06s3aTenbHO
nocTapanTecb BbINOAHUTL 3TU YNPAXXHEHMA MO nopAaKy, 4YTobbl HATPeHMPOBATb
6ernoctb ¢ 3TUMM OonepaTopammn PaBeHCTBa.

#include <iostream>
using namespace std;
int main()
{ .

int x;

inty;
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cout << "BBeauTe uenovncneHHoe 3HavyeHne gna x:" << endl;
cin >> Xx; // Tak 3Ha4yeHne ByaeT CuUMTbIBaTbCSA C KOHCOMNM
/I CuntbiBaemoe 3HayeHne bygeT XpaHUTbCH Kak LienovmcrneHHas
// nepemeHHas X, Tak TO fyyLle 3anucbiBaTb LEerioe Y1Cro B 3HaHue!
cout << "Enter an integer value for y:" << endl;
cin >>vy;
cout<<"x="<<x<<" y="<<y<<end,
/[ *** [TuwnTe HOBbIE CTPOKM KoAa 34eChb

}

HanuwuTe HoBble CTPOKM Koda C MecTa rae rosoputca (/*** Muwnte HoBble...):
1. MposepbTe paBHbl I X N Y. ECIM OHU paBHbI, BbiBeauTe: X U Yy paBHbl. Ecau HerT,
BblBEAUTE: X U Y HE PaBHbI.
2. Ynpa)kHeHMe Ha HepaBeHCTBa: nposepbTe bonbwe nm x vyem y. Ecam pga, 1o
BbiBeauTe: X bonblwe yem y. Ecam HeT, TO BbiBeauTe: y bonblue yem x.

Pemmenue

YT06bI BbIPA3UTb PaBEHCTBO, BBEAUTE CAeAyoWmMii Koa,:

if(x==y)
{
cout << "X ny paBHbl " << endl;
} else
{
cout << "X 1y He paBHbl" << endl;
}

YT06bI NPOBEPUTL KaKoe 3HaveHue 6oblle, BBeAUTE CneayoLnin Koa,:
if(x>y)
{

cout << "x 6onble yem y" << endl;
}elseif(x<y)
{

cout << "y 6onbLe Yyem X" << endl;
} else // B aTOM crnyqae HU X >y, HU Y > X

{

cout << "x ny paHbl" << endl;

}
Onepartop switch

OnepaTop switch no3BonseT Bawemy Koay pPa3BeTBAATbCA MO MHOXECTBY NyTew.
Onepatop switch byaet cmoTpeTb Ha 3Ha4YeHMEe NeEPEMEHHON U B 3aBUCUMOCTU OT 3TOFO
3Ha4yeHuA, Koa NOMAET NO O4HOMY M3 Pa3IMYHbIX HaNpPaBAEHUN.

34eCb Mbl TaK»Ke NpeacTaBum HOBYHO KOHCTPYKLMIO enum:
#include <iostream>

using namespace std;

enum Food // enum onpegensieT HOBbIN TUM NepPeMEHHON!
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|3

I/l nepemeHHas Tuna Food MoXeT nmeTb NBOE N3 3TUX 3HAYEHUN

Fish,
Bread,
Apple,
Orange

int main()

}

Food food = Bread; // CmeHuTe efy 30ecb

switch( food )
{

case Fish:

cout << "BoT 1 pbiba" << endl;

break;
case Bread:

cout << "Xpsan! Kakon xe BKyCHbI x1neb!" << endl;

break;
case Apple:

cout << "MmmM ppykTbl! OyeHb nonesHol." << endl;

break;
case Orange:

cout << "AnenbcuH! Bbl HABepHO paabl, YTO s ckasan He 6aHaH." << endl;

break;

default: // Ctoga Bbl MOETE B Ccrny4vae
I/l ecnun He Nonanocb HN OOHO N3 BEPXHUX YCNOBUM
cout << "HenpurogHas ega." << endl;

break;

}

return O;

=

7/

e

!

108

5%

N?

15

OnepaTop switch KaK
COPTUPOBLLMK MOHeT. Korpaa
Bbl Ornyckaete 25 ueHTOB B
COPTUPOBLMK  MOHET, OH
onpegensetr nNyTb K CTOMKe
MOHET HOMMHanom B 25
ueHToB. [logobHo 3TOMY,
onepatop switch npocTto

nossonAeT Koay
NPOCKaKMBaTb K
noaxoasuen ceKkumu.

Mpumep COPTUPOBKU MOHET
MOKasaH Ha M306paxkeHuu
cnesa.
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Koa B yTBEpP)KAEHMK switch ByaeT NpoAoaKaTb BbINOAHATLCA, CTPOKA 3@ CTPOKOM NOKa
He AOMAET A0 onepaTopa break;. Onepatop break BbIBOAUT Bac U3 yTBepKAeHMA switch.
B3rnAaHuTe Ha cneaytolyto gMarpammy, YTobbl MOHATL KaK paboTtaeT switch:

food = Fish; // Change the food here
(1) switch( food )
K
(2)case Fish:
~ (3)cout << "Here fishy fishy fishy" << endl;
{Hﬂbreak;
case Bread:
cout << "Chomp! Delicious bread!"™ << endl;
break;

}

cout << "End of switch" << endl;

1. CHauyana nposepsaeTca nepemeHHas Food. Kakoe B Hell 3HauyeHune? B gaHHOM
cnyyae Fish.

2. KomaHga switch npockakuBaeT BHM3 K noaxogdAuien meTtke cnydasa. (Ecam He
O6yaeT HMKaKUX NoaxoAAlWMX METOK Ans 3TOro c/yyas, To yTBepxKaeHue switch
NPOCTO NPONycKaeTcs).

3. 3anyckaetca ytBepxaeHue cout u “Here fishy fishy fishy” nosasnsetca Ha
KOHCO/IN.

4. Tocne NpoBepKM NepemMeHHOM U BbiBOAA OTBETa MONb30BaTento, cpabaTbiBaeT
onepatop break. 3To 3acTaBnfeT Hac NpPeKpaTUTb BbIMNOJIHEHME CTPOK KoAa B
switch n BbInTM 13 switch. Chegytowan cTpoka Koaa, Kotopaa byaeTt 3anyuweHa,
3TO CTPOKa KOAa B Mporpamme, Kotopasa M 6bina 6bl 3anyuwieHa, ecam 6bl 1 He
6blno yTBEpXKAeHMA switch BoBce (nocne 3aKpbiBatowen ¢GUIypHOM CKOOKM
yTBEpPKAeHMA switch). 9To yTBep:KaeHMe ANA BbiBOAA BHWU3Y, KOTOPOE rOBOPUT
“End of switch”.

Switch nporus if

Switch noxox Ha uenouky if / else if / else, uTo mbl BUAenn paHee. OgHako, switch
bbicTpee obpasyeT Koa yem uenouka if / else if / else. UHTyuTMBHO switch cpasy
nepexoauT K BbINONHEHUIO noaxoadallen cekumm koaa. Llenouka if / else if / else moxeT
BK/OYaTb B cebs 6onee CNOKHble cCpaBHEHUs (BKAOYAA NOTMYECcKME CpaBHEHMA),
KoTopble 3aHumatoT y LMY 6onbwe BpemeHn. MNaBHAA NpUYMHA TOro 4YTO Bbl byauTe
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MCMNOJsIb30BaTb ONepaTop if, B TOM 4TO Bbl MOXeETe CAeNlaTb 6onblle coO cBOMMM
cneunanbHoO I'IO,D,O6paHHbIMM CpaBHEHNAMU BHYTPU CKODOK.

IToackaska

OnepaTop enum Ha camom pene sABafetca TMnom int. Ytobbl noaTBepAnTb 3TO,
NPUMEHMM CNeayOWNIN KoAa,;

cout << "Fish=" << Fish <<
" Bread=" << Bread <<
" Apple=" << Apple <<
" Orange=" << Orange << endl;

Bbl yBuAUTE LeNOYNCNEeHHbIe 3HAa4YeHMA enum, TaK YTO Ternepb Bbl 3HaeTe.

MHorga nporpammucTam HY)KHO TPynnuMpoBaTb MHOMKECTBO 3HAYeHWM nohd OAHOM
MeTKOM case B switch. CKaxkem, y Hac ecTb enum TaKoro BMAa:

enum Vegetables { Potato, Cabbage, Broccoli, Zucchini };

MporpamMMmnCT XO4YeT CrpynnupoBaTb BCHO 3€/IeHb BMECTe, TaK 4YTO OH nUWeT
yTBepXaeHue switch cneayowmm obpasom:

switch( veg )

case Zucchini: // uyknHn nponeTaeT MMMO, Tak Kak break
case Broccoli: // He bbln HanucaH 3aech

cout << "3eneHb!" << endl;

break;
default:

cout << "Het 3enenu!" << endl;

break;

}

B atom cnyyae Zucchini Tepnut Heygayy v BbinonHaeTca Kopg Broccoli. He 3enéHble
oBown B MeTKe cnyyas default. Ytobbl npepoTBpaTUTL HE BbLINOJHEHWE KaK B
npeablaywem npumepe, Bbl A0NXKHbI He 3abbiBaTb BBOAMTL 3aBepLUatoOWMi onepaTop
break nocne Kaxkaom meTKu case.

Mbl MOXKem HanucaTb eweé ogHy Bepcuio switch, KoTopaa He nponyckaet Zucchini ¢
npMMeHeHMeM 3aBepluatoLlero onepartopa break:

switch( veg )

case Zucchini: // uykuHn 6onblue He NponyckaeTcs, Tak Kak ecTb onepartop break
cout << "LlyknHu 3enéHoe" << endl;
break;// octaHaBnMBaeT Ha criydyae LyKMHWU, He [oxXoasa 00
case Broccoli: // Toro 4to HanucaHo 3gecb
cout << "bpokkonu 3enéHasa" << endl;
break;
default:
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cout << "HeTt 3enenun!" << endl;
break;

}

3ameTbTe, YTO XOpoLas MPMBbIYKA B MPOrpaMMMpPOBAHUM, CTaBUTb onepaTop break u
nocne cny4yasa default, xoTb 370 M nocneaHU cnyyar B nepeyncneHmnm.

YnpaxHenue

3aBepLlnTe cneayroLLyo Nporpammy, Kotopas MMeeT 06bEKT enum C PSAOM BEPXOBbIX
YKMBOTHbIX, U3 KOTOPbIX MOXHO BblbMpaTb. Hanuwute yTBep:aeHue switch, kotopoe
BbIBOAUT CeaytoLme coobueHns ana BbIbpaHHOro XXMBOTHOIO:

KoHb 0TBa)XHBII 1 MOIIIHBIN.

KoObuna f§ Ota nomans 6enast U KpacuBas.

Myn Bawm ganu myna qis e3nsl. Bel 3acimy»kuiu 3To.

OsB1a bee! OBua MOXeT CHOKOMHO HECTH Bally MOKJIAKY.

NMNomHuTe, 4uTO 06bEeKT enum ABNAETCA Ha CaMOM Aene Tunom int. I'IepBoe BBOAHOE B
enum no ymo/si4aHUio 0, HO Bbl MOXeTe AaTb O6beKTy enum ntoboe CTapToBOE 3Ha4vYeHune
NO CBOEMY XeJlaHU, NCNONb3yA onepaTtop =. [locneposaTenbHble 3HAYEHUA B obbeKTe
enum 37O uesnble 4Yncna, pacnosioKeHHbIE MO NOPAAKY.

IToackaska

IToOuTOBBIN cABUT ENUM

PacnpoctpaHéHHOe fABneHMe C 06beKTOM enum, HasHayaTb 3HayeHMe nobutosoro
cABUra ANA KaXaoro BBOAHOrO:

enum WindowProperties

{
Bordered =1 <<0,// bunapHoe 001
Transparent = 1 << 1, // GuHapHoe 010
Modal =1 << 2 // BuHapHoe 100
%
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3HayeHunsa NnobumToBOro caBura Ao XKHbI ObITb CNOCOOHBI KOM6MHMpOBaTb CBOMCTBA OKHa.
BOT Kak Ha3HayeHne 6yp,eT BbIrnAOEeTb:

I/l noéutoso UJTM koMbUHMpoBaHNEM CBOWNCTB
WindowProperties wp = Bordered | Modal;

MpoBepKa Toro, Kakne WindowProperties (CBOMCTBA OKHA) 6bl/IN YCTAHOB/IEHbI, BK/OYAET

B ceba NpoBepKy C MCNoIb30BaHNEM nobutosoro U:

// nobutoBoe N nposepsieT ecnu wp sensetca Modal
if( wp & Modal )

cout << "Bbl cMOTpUTE Ha MogarnbHOe OKHO" << endl;

}

TexHMKa NOBUTOBOro CABMra CAErka BbIXOAUT 33 PAMKM 3TOM KHUTU, HO A BKIOUYMUA ITY
NOACKA3Ky NPOCTO, YTOObI Bbl 3HaNM 06 aTOM.

Pemmenne

PelweHne npeablAyLLErO YNPasKHEHWA NOKa3aHo B C/ieflyiolLeM KoJe:

#include <iostream>
using namespace std;
enum Mount
{
Horse=1, Mare, Mule, Sheep, Chocobo
/I Tak kak Horse=1, Mare=2, Mule=3, Sheep=4 n Chocobo=5.
3
int main()
{
int mount; // Mbl 6yaem ncnonb3oBaTb NEPEMEHHYIO TUNA iNt ANSA HALLMX BEPXOBbLIX XXUBOTHbIX
/I Tak yTO cin paboTaeT
cout << "BblbupanTe Ha koM exaTb Bepxom:" << endl;
cout << Horse << " KoHb" << endl;
cout << Mare << " Kobbina" << endl;
cout << Mule << " Myn" << endl;
cout << Sheep << " OBua" << end|;
cout << Chocobo << " YHokob0" << endl;
cout << "BeauTe umcno ot 1 go 5, ytobbl caenatb Bbibop" << endl;
cin >> mount;
/l TinwnTe cBOE yTBEpPXKAEHME switch 3geck. OnuwnMTe YTO NponcxoauT
// koraa Bbl €e4eTe BEPXOM Ha KakOoM XXMBOTHOM B YTBEPXAEHUN Sswitch
switch( mount )
{
default:
cout << "Takoro He ocegnaewb" << endl;
break;

}

return O;

}
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BriBOoabI

B aToi rnaBe Bbl y3HaNW, KaK pa3BeTBAATb Koa. PasBeTBieHWe Aenaetr BO3IMOXKHbIM
pa3BMTME KOAa B Pa3HbIX HaNpaBAEHUAX, BMECTO CTPOroro BbiMOJHEHWUA BHUS.

B cnepytouwei rnaBse, Mbl ABMHEMCA K Pa3/IMYHbIM ONepaTopam NOTOKaM yrnpaBaeHus,
KOTOpble MO3BOMAT BaM BO3BPALLATbCA WM MOBTOPATb CTPOKY Koaa onpenenéHHoe
KoanyecTtBo pas. CeKumm Koaa, KoTopble NOBTOPALOTCA, OyAyT Ha3bIBaTbCA LLMKAAMM.
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I'1aBa 4. HHukibl

B npeabiaywieli rnase, mbl 0bcyaanu onepatop if. Onepatop if 4aéT Bam BO3MOXKHOCTb
YKa3blBaTb YCNOBUS ANA BbINONHEHMA B10Ka Koaa.

Bbl 3TOM rnaBe mbl U3y4MM UMKAbI. OHM ABAAIOTCA CTPYKTYPaMKU KOAa, NO3BONAOWMMMU
Ham noOBTOPATb ONOK KoAa npu onpeaenéHHbiXx ycaosBuax. Mbl npeKkpawaem
NoBTOpeHMe 3TOro 6/10Ka, KaK TO/IbKO YC/0BUSA CTAHOBATCA HECOOTBETCTBYHOLMMM
(false).

B 3TOl rnaBe mbl U3y4ynm caeayrolime Tembl:

Umkn while

Lnkn do/while

Uwnkn for

e [lpocToi npakTU4ecknin npumep unkna B Unreal Engine

IHuka while

LUukn while (noka) npumeHseTca Ana NOBTOPSAOLWLEroca 3amnycka CeKuuu Koga. ITo
yAo6HO ecnn y Bac Habop AencTBMin, KOTopble A0KHbI BbIMONHATLCA MNOBTOPHO ANA
AOCTUXKEHUA KaKkoM To uenu. Hanpumep, B cnegytowem kKoge, umkn while nostopHo
BbIBOAWUT 3HAaYEHME NepemeHHOM X, N0 Mepe TOro, Kak OHO BO3pacTaeT Ha eamHuuy C 1
no 5:

intx =1;
while( x <=5 // Tonbko npu x<=5, Teno while MOXeT GbITb BbINOMHEHO
{

cout << "x paBeH " << x << end|;
X++:

}

cout << "['oToBO" << endl;
BoT uTO BbIBEAET 3TA NpOrpamma:

X paBeH 1
X paBeH 2
X paBeH 3
X paBeH 4
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X paBeH 5
[oToBO

Ha nepBoM cTpoke Koaa, CO34AETCA LUENOYMCNEHHAA MNepemMeHHaa X U e
yCTaHaB/MBaeTcA 3HayeHue 1. 3atem, mbl 3agaém ycnosusa ana ymkna while. Ycnosua
while roBopAT, 4TO NOKa X MeHbLUE M PAaBHO 5, Bbl A0/IXKHbI OCTaBaTbCA B 6/10Ke KoAa,
KOTOPbI MAET CneioM.

Kaxkgaa utepaums uukna (utepauma o3HayaeT NPOUTM UMKA OAWUH pa3) HEMHOro
npoABuraeT BbINOJHEHWE 3agaun (nNo BbiBeAeHUo uucen oT 1 go 5). Mol
nporpammmpyem UMKA, 4YTOObl aBTOMATMYECKM BbIXOAUTb, KaK TO/IbKO 3ajaya
BbINO/IHEHA (KaK TO/IbKO X <= 5 6o/blLe He ABnAeTcA true).

MNopobHo onepatop if B npeapiagyliee rnase, Bxoq B 610K nog unknom while gonyctum
TONbKO, €CNM BCTpeYaeTcAa YC/loBME YKa3aHHOe B CKOOKax [AaHHoro uukna (B
npegblaywem npumepe x <= 5). Bbl moxeTte nonpoboBaTb MbICIEHHO 3aMEHUTb LMK
while umknom if, Kak NoKasaHo B ciegyroLLEM KOAE:

intx =1,

if( x <=5 // Bbl MOXX€TE TONbKO BOWTM B BIIOK CHU3Y Korga x<=5

{

cout << "X paBeH " << x << endl;
X++;

}

cout << "KoHeL, nporpammbl” << endl;

3TOT Npumep Koaa b6yaeT BbIBOAUTb NNWb X paseH 1. UTakK, uMkn while Takol e Kak
yTBeprKAeHue c if, HO B HEM ecCcTb cneumanbHOe aBTOMATMYECKOE CaMOMOBTOPEHME,
KOTOpPOE NpoAo/IKaAETCA NOKa cobtoAaeTcs ycaioBue onpeaenéHHoe B CKobkax.

IIpumeuyanue

A1 6bl XoTen o6bACHUTL NoBTOPeHMe Umkna while, npubernys Kk Buaeo nrpe. Ecam Bbl He
3HaeTe Portal ot Valve, Bam HyKHO nourpatb B HEE, MPOCTO YTOObI MOHATb LMKAbI.
MocmoTpuTe BOT 3TO https://www.youtube.com/watch?v=TIuRVBhmf8w
AEMOHCTPaLMOHHOE BUAEO.

B uuknax while ectb marmyeckunm nopman BHWU3Y, OGnarogaps KOTOPOMY LMKA
nosTopAeTca. Cneayrowmii CKPUHLWOT M306parkaeT, YTo A UMeo B BUAY:
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intx=1;

while(x<=5)

{

cout << "X is " << x << end|;

i

X++;

B KoHuye yukna while ecme nopmasn, kKomopeolil 8038paw,aem 8ac Ha3ao K Ha4yasny.
Ha npegbigywem CKpUHLIOTE, Mbl UMAEM Has3ag, NO UMKAY OT OpaHXeBOro noptana
(nomeueHHoro 6ykson 0), K cuHemy nopTtany (nomeyeHHoro 6ykeoi B). 3To Bnepsble,
KOr4a Mbl MOXKeM BO3BpPaLLLATbCA B KOAe. ITO KaK NyTewecTBMe BO BPEMEHU, TONbKO B
Koae. Kak 3goposo!

JInwb He BCTpeTMB 3a4aHHOrO YC/NOBMA, MOXHO MMHOBaTb 610K uMkna while. B
npegblaywem npumepe, Kak TONbKO 3HayeHWe CTAHOBUTCA 6 (Tak He cobntogaetcs
ycnoBsue x <= 5,4To o3HauvaeT false), mbl 6onblue He 3axoaum B UMKA while. MNocKkonbky
OpaHXKEeBbIM NOPTAN BHYTPU LMKAA, Mbl CMOXKEM 3aBEPLLMUTb, KaK TOIbKO X CTaHET 6.

beckoHeuHBIEe UKJILI

Bbl MoeTe HaBcerga ocTatbCd B UuUmKne. [locmoTpuTe Kak cieayeT  Ha
MoaMdUUMpPOBaHHYIO Nporpammy B ciegytowem 610Kke Koga (4To Bbl AymaeTe, byaet
BbIBOAUTHLCA?):

int x =1,

while( x <=5 // B Teno unkna while MOXXHO BOWMTM TONbKO Korga X<=5
cout << "X paBeH " << x << endl;

}

cout << "KoHey nporpammsbl” << endl;

BoT KaKk byaeT BbIrNaAeTb BbIBOA,:

xis 1l

xis 1l

xis 1...
(noBTOpPSIETCHA BEYHO)
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LUnkn NOBTOPAETCA BE€YHO, MNOTOMY YTO MbI y6panM CTPOKY KOAa KOTOpaA MmMeHANa
3Ha4veHune HepEN\eHHOl\;I X. Echn 3HaveHne x He BO3pPaCTaeT " OCTaéTCcA TeM Xe, Mbl
3acTpAHeEM B Tene UnKNa while. 310 NnOTOMY 4TO HECO6I’IIO,£I,EHM€ ycnosunA (3Haqume X
CTaHOBUTCA 6) He Mo*KeT bbITb BCTPe4YeHo, eCIN X HE MEHAETCA BHYTPU Te1a UNKAA.

B cneayowmx ynparKHEHUAX UCNONb3YIOTCA BCE MPUHLUUMNbI U3 NPeablAyLLInX r1aB, Takne
Kak onepaumun NpuUpaLLeHns += U -= oTpMLATENbHOrO npupalleHma (aekpemeHT). Ecam
Bbl YTO-TO 3abbI/IN, TO BEPHUTECH M NOBTOPUTE NpeaplayLine pasaensi.

YupaxHeHust

1. Hanuwwute ymkn while, kotopbit byaeTt BbiBOAMTL Yncna ot 1 ao 10.

2. Hannwwute umkn while, kotopbin byaeTr BbIBOAUTL umcna ot 10 pgo 1 (Ha
ybbiBaHuMe).

3. Hanunwwute umkn while, Kotopbit b6yaeTr BbIBOAMTL 4mcna ot 2 go 20, ¢
MHKpemMeHTauuMen Ha aga (Hanpumep: 2, 4, 6 n 8).

4. Hanunwwute unkn while, kotopbit 6yaeT BbiIBOAUTL Yncna ot 1 oo 16 1 nomumo
TOrO, UX e B KBAZAPATHOM CTEMEHMU.

BoT npumep BbIBOAA NPOrpamMmmbl NO NPUMePY YNparKHeHus 4:

Pemmenus
Koab! pelieHnii K npeablayLwmm ynparxKHEHUAM:

1. PeweHune ymkna while, kotopoe BbiBOANUT Yncna ot 1 go 10:

intx=1;
while( x <=10)
{
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cout << x << endl;
X++;

}
2. PeweHue unkna while, kotopoe BbiBOAUT Yncna ot 1 go 10, B obpaTtHOM nopaAakKe:

int x =10; // x high
while( x >= 1) // npogomkaeTcs noka x He ctaHeT 0 unn MeHbLLe

{

cout << x << endl;
X--; /| NOHWXaeT 3HayeHne x Ha 1

}
3. PeweHue unkna while, kotopoe BbIBOAUT Yncna oT 2 Ao 20, MHKpeMeHTUpYA Ha 2:

intx =2;
while( x <=20)
{

cout << x << endl;
X+=2; // noBbILIaET 3Ha4YeHne X Ha 2

}

4. PeweHune unkna while, kotopoe BbIBOAUT Yncna ot 1 o 16 c BO3BeAEHUEM UX B
KBaApPaTHYO CTEMeHb:

intx =1;
while( x <=16)
{

cout << x << "" << x*x << endl; // BLIBOOUT 3HA4YEHNA X U UX KBagpaT
X++:

o
Inka do/while

LUukn do/while (genatb/noka) noutn wuaeHtTnyeH umkny while. BoT npumep umkna
do/while, KoTopblii 3KBUBaNEHTeH NnepBomy LUMKAY While, YTO Mbl paccmaTpuBanu:

intx =1;
do
{

cout << "X paBeH " << x << endl;
X++;

} while( x <=5); // moxeT natn Hasaz no uukny, ecnm x<=5
cout << "KoHeL, nporpammsl” << endl;

EQMHCTBEHHAA pa3HMLUA 34eCb B TOM, YTO HaM He Haao npoBepAaTb ycnosue while npu
Hallem nepBOM BXoAe B LUMKA. ITO 3HauyuT, 4Yto Teno umkna do/while Bcerpa
BbINONHAETCA XOTA Obl 0AMH pa3 (B TO Bpema KaK uMkn while moxeTt 6bITb nponyuieH
NONIHOCTbIO, €C/IN ycAoBMe AnAa BxoAda B UMK while paét He true, a false, korga mbl
npoBepsem ero nepsbii pas).
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Iuka for

LUnkn for umeet cnerka MHYKO daHAaTOMMUIO, HEM UUKN while, n 06a OHM OYEHb NMOXOXKMN.

[aBaliTe pacCMOTPMM aHAaTOMMUIO UMKAa for CPaBHEHHYK C 3KBUMBANEHTHbIM LMKIOM
while. BoT npumep oTpbIBKOB KoAa:

Lk for JKkBUBaJEHTHBIN MUK while

for(intx = 1; x <= 5; x++) intx=1;
{ while(x <=5
cout << x << endl; {
} cout << x << endl;
X++;
}

BHyTpu ckobok uukna for Tpu yTBep:kaeHus. [laBaiiTe pacCMOTPUM UX MO NOPAAKY.

MepBoe yTBepKAaeHMe umkna for (int x = 1;) BbINONHAETCA NUWb OAMH Pas, Koraa Mbl
BNepBble BXOAMM B TeNO AAHHOMo UuKna. OHO 06bIMHO MCNOAb3yeTCA ANA NPUCBOEHUSA
HayaNbHOro 3HAYeHWs BCTPEYAaeMolM nepemeHHOM (B AaHHOM cnyyae x). BTopoe
yTBepKaeHue B unkne for (x <= 5) aBnaeTcs ycnoBmem NoBTopeHUa LMKAa. MNoKa x <=5,
Mbl [OJ/IKHbl OCTaBaTbcA B Tene uukna for. NocnegHee yTBepXAeHME BHYTPU CKOOOK
unkna for (x++;) BbINONHAGTCA KaXKAbl pa3 MNOC/e TOro Kak Mbl MPOXOAUM TENO LMKAA.

Cﬂe,ﬂ,leIJ.l,aﬂ nocnenoBaTe/ibHOCTb Anarpamm obbsAcHseT nporpeccuto umnkna for:
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[ hannaenc nnl\/ falalal~Nalal 1
ﬂpOMCXO,CI,VIT TONIbKO O4WUH pas,
Korga mbl NPpUXoaum B UUNKN for

for(intx =1, x <= 5; x++)

{

cout << x << endl;

} 1

I Thon wo srhank tha sanditinn tn coo if wo ]

3aTem Mbl NPOBepAEM YCI0BKE, YTOObI YBUAETD,
[A0MYyCKaeMca M Mbl B Teno uukna for

for(intx = 1;x <= 5; x++)

{

cout << x << endl;

} 2

[ Acciiming we're allnwerd intn the hady

l Aftar avariitinn nf all the linac nf rnde ]

Jonyctm, Mbl AONYLLEHbI B TENO LMK, TOrAa
Mbl BbIMOJIHAIEM BCE CTPOKM KOAa BHYTpU

Mocne BbINONHEHUA BCEX CTPOK KOAQ, Mbl
nepexoanm K TpeTbeMy yTeepKaeHuto umkna for

for(intx = 1;x <= 5; x++ )
{ v

cout << x << endl;

} 3

for(intx = 1; x <= 5; x++ )

{

cout << x << endl;

} 4

' 1A #hs el | ™ i =l Ao 1. &b ] -

[ 1£ A Al b ol £ ale Il PO I

3aTtem Mbl MAEM Ha3aa U nposepAaem ycnosme
unKna. [lonyckaemca 1M mbl CHOBa B Tesl0

Ecnv gonyckaemcs, TO CHOBa BXOAMM B T€/10 LMKAA U
LMK NpoAoxKaeTca (MoKa X He npesbicuT 5)

umkna for? ’
for(intx=1;x <=5; x++) for(intx=1;x <= 5; x++)
{ { v
cout << x << endl; cout << x << endl;
} }
5 6
Ynpaxkuenus

1. Hanuwwute ymkn for, koTopbi Byaet cobmpatb cymmy uncen ot 1 go 10.

2. Hanuwwute umkn for, Kotopbin 6yaeT BbIBOAUTb YMcaa oT 6 Ao 30, c npupalleHMem

6 (6, 12,18, 24, 30).
3. Hanuwute uukn for,

KoTopbih bOyaetr BbiBOAUTbL 4mcna ot 2 po 100 c

npupalwieHnem 2 (Hanpumep, 2, 4, 6, 8 u Tak ganee).

4. Hanuwwute umnkn for, Kotopbiii 6yaeT BbiIBOAUTb Yncna ot 1 Ao 16 u ux B KBaapare.

Pemmenus

BoT pelueHuns K npeablaywmm ynpaxKHeHUAM:

1. PeweHune ana ymkna for, KotTopbiii BbIBOAUT cymmy ymcen ot 1 ao 10:

int sum = 0;
for(int x = 1; x <= 10; x++)
{

sum +=X;
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cout << x << endl;

}
2. PeweHue ana uukna for, Kotopbin BbiIBOAUT Yncna ot 6 ao 30, c npupalleHmem 6:

for(intx=6;x<=30;x+=6)

{
cout << x << endl;
}
3. PeweHue ana ymkna for, Kotopblt BbIBOAUT Yncaa ot 2 go 100, c npupalieHmem
2:
for(intx=2; x<=100; x +=2)
{
cout << x << endl;
}

4. PeweHune ana unkna for, KoTopblit BbIBOAUT YMcna oT 1 4o 16 n nx keagpatbl:

for(int x = 1; X <= 16; x++)

{

cout << x << " " << x*x << endl;

}

Brinmoanenne nukJa ¢ Unreal Engine

B Bawem pepakTope Koga oTKpouTe Baw npoekT Unreal Puzzle u3 Tnasbl 3, If, Else u
Switch.

EcTb Heckonbko cnocoboB OTKpbITb Baw NpoekT B Unreal. BepoAaTHO cambit npocTomn
cnocob nepenTtn B nanky Unreal Projects (KoTopas No ymon4yaHMI0 Haxo4uTCsA B Ballen
No/sb30BaTeIbCKoM nanke JokymeHTbl B Windows) 1 aBaxab! WENKHMTEe no ganny .sln B
npoBogHuke Windows, Kak MOKa3aHO Ha CaeAyoLWEeM CKPUHLLOTE:
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Binaries 9/25,/2014 5:56 &AM File folder

Config 9/25/2014 5:56 A File folder

Content 9/25/2014 5:56 AM File folder

Intermediate 9/27/2014 3:42 A1 File folder

Saved 9/25/2014 5:56 AY File folder

Source 9/25/2014 5:56 A File folder

Puzzle.opensdf 9/27/2014 8:42 A OPENSDF File Q KB
L | Puzzle.sdf 9/27,/2014 8:42 AV SDF File 49,088 KB

9/24/2014 10:91 AM Microsoft visua...

@ Puzzle.uproject 9/24/2014 10:01 A uUnreal Engine P... 1 KB

Puzzle.v12.suo0 9/27/2014 8:42 A visual Studio s... 30 KB

B Windows omkpotime ¢alin .sln 0514 pedakmuposaHus Kooa sawez2o npoekma

Tenepb, oTKpouTe pann PuzzleBlockGrid.cpp. B aTom danne npoKpyTuTe BHU3 A0 CEKLUN,
KOTOpPaA HAaYMHAETCA CO CNeAyIOLLErO YTBEPKAEHMNA:

void APuzzleBlockGrid::BeginPlay()

3ameTbTe TYT ecTb UMKA for Ans NOpoXKAeHMA HaYaibHbIX AEeBATU 6/10KOB, KaK MOKa3aHo
B C/leAyloLLEeM Koae:

// Unkn ons nopoxaeHnsa kaxaoro 6rnoka
for( int32 Blockindex=0; Blockindex < NumBlocks; Blockindex++ )

{
...

}

MockonbKy NumBlocks (KOTOpbIM MCNONb3yeTcA ANA onpeneneHna Korga ocTaHaBAnBaTb
LWKA) BbIYUCAAETCA KaK Size*Size, Mbl MOXEM SIEFKO M3MEHUTb YMCNO MOPOXKAAIOLLUXCA
6N10KOB CMEHMB 3HayeHWe nepemeHHoOW Size. [llepengute Ha CTpoky 23 danna
PuzzleBlockGrid.cpp U U3MeHUTE 3Ha4YeHNe NepemMeHHOM Size Ha YeTblpe UM NATb. 3aTeMm,
3anycTuTe Koz CHOBaA.

Bbl  40/IKHbI yBUAETb, 4YTO 6/10KOB Ha 3KpaHe CTajao 60}'IbLLIe, KaK MNOKa3adaHO Ha
cneagyrouwem CKpUHoTe:
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YcmaHosus pasmep Ha 14, 8bl co30adume Ha MHo20 bonbuwe 610Ko8

BriBoabl

B aTOM rnase Bbl y3HaNM, Kak NOBTOPATb CTPOKM KOAa BbINOJIHAA LMKA 3TOr0 KoAa, 4To
NO3BO/IMNO BaM BO3BpPaAWATLCA B HEM. IJTO MOXHO MNPUMEHATb A4 MNOBTOPHOro
MCMNONb30BaHMA OAHOM M TOM Ke CTPOKM KoAa, B MNOpsAKe BbINONHEHWA 3a4auu.
MNpeAacTaBbTe, KAKOBO BbIBOAMTbL YMcaa 0T 1 4o 10 He npuberas K uukny.

B cnepytoweii rnaBse, Mbl uccneayem GyHKUMM, YTO ABNAIOTCA 6a30BbIMWM KOMMOHEHTAMM
MOBTOPHO MCMO/Ib3YEMOTr0 KOAa.
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I 1aBa S.®@yHKuuu 1 Makpocsl

DYyHKINHA

ECTb TO, UTO Ham HYXHO NOBTOPATb. N He TONbKO Koga. CDYHKLI,MH 3TO CBA3Ka KOAa,
KOTOpPaA MOXET BbI3biBATbCA ntoboe KonmyecTso pa3, CKOJIbKO NOXENAETE.

AHanornu ato xopowo. [JaBaiiTe pacCMOTPUM aHanorvo ¢ opmuMaHTaMu, NOBapPamm,
NNMULUOM U GYHKUMAMU. B aHIIMIACKOM fi3blKe, KOT4a Mbl FOBOPUM, YTO Y Ye/I0OBEKA €CTb
bYHKUMA, Mbl UMEeM B BUAY, YTO 3TOT YE/IOBEK BbINOJHAET KaKylo-TO (06bIMHO OYeHb
BaXKHYIO) cneunanbHyto 3a4a4y. 3T N10AM MOTYT BbINOHATL 3Ty 3a4a4y CHOBA M CHOBA,
n Korga 6bl X 06 3TOM He NonNPoOCUN.

Cneayowmnini KOMUKC AEMOHCTPUPYET B3aumoaeincTesne opuumaHTa (Bbi3biBatoWMUMN) ©
wed-noBapa (Bbi3biBaembiit). OduumaHTy TpebyeTcA ega Ha CTO/IMK KOTOPbIA OH
06CNYyKMBAET, TaK YTO OH NPOCUT (BbI3bIBAET) NOBapa NPUroTOBUTb €4y 3aKa3aHHYHO Ha
oXunAaatoLwmii ctonuk. Nosap NPUroToBMA eay M BblAan 3akas odULMaHTY.

Hy»KHO 3
LWed-yvBak - AMnnepoHu
' l Eoy
( o
\ .- 2 I
1 ;
A
{
Celtyac 3 nuuLbl
6yapert 3 nNUMNNEPOHN
NUNNepPoHn noxanyicra
v 524
u‘ A
A
y
Cnacunbo
wed-yyBaK
—.1, C - / —
—— — = e -—— "
— A ———2
=5 - -
--
/ i
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3pecb wed-noBap BbINOAHAET CBOO QYHKUMIO NO npurotosneHuto eapl. Led-nosap
MPUHAN NapameTpbl HA MNPUroTOBAEHWE eabl (TpM Nuuubl NUNNepPoHu). 3aTem wed
yXoamT Aenatb paboTy, 1 BO3BpaLLaeTca ¢ TPEMA NMULAMU. 3ameTbTe, YTO OPULMAHT He
3HaeT M He b6ecnokouTca O TOM Kak wed-nosap rotosut nuuyy. LWed-nosap
abcTparnpyeT npouecc NpMroToBaeHMA NULLbl OT odULMaHTa. Tak YTO NPUrOTOBAEHME
NUULUbI NWbB NPOCTad OAHOCTPOYHAA KOMaHAa Ana oduumaHta. OPuumaHT npocTo
X04yeT, 4Tob ero 3anNpoc BbINOIHU/CA U NULLLLA BEPHYNACb K HEMY.

Korga ¢yHKumA (wed-noBap) Bbi3BaHA C HEKOTOPbIMM apryMmeHTamu (BuAbl NULLUbI Ha
npurotosieHne), OGYHKUMA BbINOJMIHAET HeKOTopble AelcTBMA (N0 MPUrOTOBNIEHMUIO
MULLbI) M BO3BPALLLAET pe3ynbTaT (roToBaa Nuuya).

Ilpumep dpyukmun — sqrt() oudauoTEKH
<cmath>

Tenepb gaBanTe NOroBopMm 0 bosiee NPAKTUYHbBIX NPUMEPAX U CONOCTaBUM UX NPUMEpPY
C nuuuen.

B 6ubnmnoTteke <cmath> ectb dyHKUMA HasbiBaemas sqrt(). [aBanTte A 6bICTPO NOKaXKy eé
NPUMEHEHME B CeAYIOLLEM KOAE:

#include <iostream>
#include <cmath>
using namespace std;
int main()

double rootOf5 = sqrt( 5 ); // dyHKUMA Bbi3bIBaeT yHKLMIO Sqrt
cout << rootOf5 << endl;

}

Tak sqrt( ) moxeT HallTM MaTemMaTUYECKUIN KBaApaTHbIN KOpPeHb Ntoboro AaHHOro emy
ynucna.

Bbl 3HaeTe Kak HaWTM KBaApaTHbIM KOPEeHb TaKOro TPyAHOro yucna Kak 5? 3to He
NPOCTO. YMHbIEe AyLlWM CeNN U HAaNUCANN PYHKLMIO, KOTOPAA MOXKET HAalTU KBaApPaTHbIM
KopeHb ntoboro Tuna umcen. O6A3aTenbHO AM BaM BHUKATb B MATEMATMKY MO
HaxXOMOEHMIO KBAZAPaTHOrO KOPHA MATU, NMPUMeEHsieMyto B Bbi3oBe GyHKumu sqrt(5)?
KoHeuyHo HeT! TaK e Kak 1 odunuMaHTy He 0653aTe/IbHO 3HATb NPOLECC NPUTrOTOBIEHMS,
yTobbl 3abpaTb roTOBYIO NULLY, Tak U Bbi3blBatoweMy B bubnmnoteke ¢pyHkunim C++ ans
3¢0PEKTUBHOIO NpPUMeHeHUA He 06A3aTeNbHO MNOAHOCTbID MNOHMMATb KaK 3Ta
6mMbanoTeka GyHKUMI paboTaeT U3HYTPU.

BoT npeumyuLectsa MCNonb3oBaHUA GYHKLMN:

86 |CTpaHula



1. OyHKUMM [JenatoT CNOXMHYH 3agadvyy NPOCTOM, ynpowas pyTuHy. 3To aenaet
Tpebyemblit gNA NPUroTOBAEHMA MULLbLI KOA, NPOCTO OAHOCTPOYHON KOMAHAOWM
AN BbI3blBaOLLErO (BbI3bIBAKOLWMM TUMNYHO ABAAETCA Balla Nporpamma).

2. ®yHKUMM n3beratoT NOBTOPEHUA Koda, TaM rae 3To He Tpebyetca. CKaxkem y Hac
20 nnu bonblue CTPOK Koga, KOTOPble MOTYT HAaUTK KBaApPaTHbIN KOPEHb ABOMHOIO
3HayeHuA. Mbl cBOpayMBaemM 3TW CTPOKM B nceBaoTun ¢pyHKuuu. Bmecto Toro
4yTobObl MOBTOPHO KOMMPOBATb W BCTaBAATb 3TM 20 CTPOK KOAa, Mbl MPOCTO
Bbi3blBaeM PyHKUMIO sqrt (C Yncnom Ana BblMMCNEHMA KOPHA) Korga 6bl HAM HU
NOHaAo0bMACA KOPEHb.

Cneayiouiee nsobpakeHne AEMOHCTPUPYET MPOoLEecCc MO HaXOXAEHWIO KBaApaTHOro
KOpHA:

MHe Hy»KHO HaiTu sqrt(5).
MHe 6e3 pasHMLbl Kak 3TO NPOUCXOAMT,
NpocTo Aalki MHe pe3y/bTar.

Y-
y ~h|
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BALLA SGYHKLUUA
NPOrPAMMA sqrt()
Iu} |I.u'| Ir ___________________ .
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BALLA ®YHKLMA
NPOTPAMMA sqrt()

|
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Hanucanue Hamed cOOCTBEHHOU PyHKIMU

CKarkem, Mbl XOTMM HanucaTb Ko, KOTOPblA BbIBOAUT NOOCY AOPOrM, KaK NMOKa3aHo
3/1eCb:

cout << *' << endl;
cout << "* | *" << endl;
cout << "* | *" << endl;
cout << " * << endl;

CKaxkem Tenepb, Mbl XOTUM BbIBECTM ABe TaKMe MONOCbl goporu, B psaa. Nam Tpu
nosiocbl. MAun ckaxkem, Mbl XOTUM BbIBOANUTb /1060E KOINYECTBO Taknx nosioc. Toraa Ham
HY’KHO MOBTOPUTbL YETbIPE CTPOKM Koda, KoTopble 06pa3yloT nepByto Mosocy A0poru,
OAMH Pa3 Ha KakAayt Nosiocy A0POrk, YTO Mbl NbITAEMCS BbIBECTH.

YTo ecnn mbl BBEAEM Halwy CO6CTBeHHyI-O C++ KOMaHAY, KOTOpaA Nno3BONAAET HaM
BbIBOAWUTb NO/OCY A0OPOrv npu Bbi3ose 3TOM KOmaHAbl. BOT KaK 310 pa60TaeT:

void printRoad() // HaneyaTaTb gopory
{

cout << " * << endl;

cout << "* | *" << endl;

cout << "* | *" << endl;

cout <<"* * << endl;

}

B atom otanume pyHKunmn. GyHKuma C++ umeeT cnegytolyto aHaTOMMIO:

MMA GyHKUUKU
\

o

)

void prinfRoad

cout << "¥ ¥ (¢ endl;
Teno cout << "* | * << endl;
yHKUMM Tl cout << "* | ** << endl;

cout << "* ¥ (¢ endl;

}

OYHKLMIO NPUMEHATb MPOCTO: Mbl NUWb Bbi3blBaeM (QYHKLUNIO, KOTOPYIO XOTUM
BbINONHUTb MO MMEHM, 33 KOTOPbIM MAYT ABe Kpyrable cKobku (). Hanpumep, BbI30B
dYHKUMKM printRoad() 3anycTUT 3Ty camyto ¢yHKuUMto. [aBanTe BbINOSIHUM TPACCUPOBKY
npumepa NpPorpammbl, YTOObl MOSHOCTbIO MOHATb, YTO 3TO O3HAYAET.
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OoOpa3zen TpacCMpPOBKH NMPOTrPaMMbl

BoT nonHbIN Npumep TOro Kak paboTaeT Bbi30B GYHKLMN:

#include <iostream>
using namespace std;
void printRoad()

cout <<™* *' << endl;
cout << ™ | *" << endl;
cout << ™ | *" << endl;
cout <<™ *' << endl;

}

int main()

{

cout << "lporpamma Ha4vnHaeTtca!" << endl;
printRoad();

cout << "lporpamma 3akaH4ymBaeTcs" << endl;
return O;

}

[aBanTe npousBenEM TPACCUMPOBKY BbINOJHEHMA MNPOrPaMMbl OT Hayana A0 KOHLUA.
3anomHuTe, YTO ANa Bcex nporpamm C++, BbINO/SIHEHME HAYMHAETCA HA NEepPBOM CTPOKe
main().

IIpumeuyanue

main() Takxe asnaetca ¢yHkumen. OHa cneamT 3a BbINONHEHMEM Bcel nporpammbl. Kak
TOoNbKO main() BbINOJIHAET ONepaTop return, Balla NPOrpamma 3akaH4MBaeTcs.

Korga AocTurHyTa nocnegHsan cTpoka GyHKLMM main(), Nporpamma 3akaH4ymBaeTcs.

CTpOKa 3a CTpOKOIZ oTCNneXnBaeTcAa BbiMNoOJIHEHUE npe,u,bl,u,yu.l,eﬁ nporpammol:

void printRoad()

{
cout << "™ *" << endl; /I 3: 3aTem Mbl Nnepexoamm ctoga
cout << "* | *" << endl; Il 4: 3anyckaem 31O
cout << "* | *" << endl; II'5: nato
cout << ™ *' << endl; I/ 6: n aTo

}

int main()

{
cout << "Tporpamma HauynHaeTtca!" << endl; /I 1. nepBasi CTpoOKa Ha BbINOSIHEHNE
printRoad(); Il 2: BTOpas cTpoka...
cout << "Mporpamma 3akaHumBaetcs" << endl; // 7: HakoHeL, nocneaHssa cTpoka
return O; // 8: n Bo3BpaweHue k OC

}
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BoT Kak 6y,ﬂ,€T BbIrNAOETb BblIBOA, 3TOM nporpammbl:

Mporpamma HavnHaeTcs!

I'IporpaMM.a 3aKaH4nBaeTCcs

* % X X
* ¥ X X

BoT 06bACHeHWe NpeablAyLLEero Koaa, CTPOKa 3a CTPOKOM:

1. BbinonHEHMe nNporpamMmbl HauYMHAETCA Ha NepBOM CTPOKe main(), KoTopas
BbIBOAMUT: “INporpamma HaumHaeTtcsa!”.

2. Cnepytowian BbINOIHAEMAA CTPOKA Bbi3blBaeT printRoad(). OHa nepeBoAUT CHETYMK
KOMaH/, Ha nepsyro CTPOKY printRoad(). 3aTem Bce CTPOKMU printRoad() BbINOHAKOTCA
no nopaaky (waru 3-6).

3. M HaKoHel, nocne 3aBeplieHUA BbI3oBa printRoad(), KOHTPO/b BO3BpaALLAETCA K
onepaTtopy main(). 3aTem mMbl BUAMM BbIBOA,: “Mporpamma 3akaHumBaeTcs”.

IToackaska

He 3abbiBaliTe Kpyrable CKOOKM nocne mmeHn ¢GyHKUMM printRoad() npu Bbl30Be.
Bbi3biBaemas pyHKUMA BCerga A0/KHA CONPOBOXKAATLCA KPYr/IbIMU CKOOKamu (), MHave
OHa He cpaboTaeT U KOMMNUAATOP BbIAACT BaM OLUNOKY.

Cneayowmii Kog NPMMEHUM AN BbiBOAA YeTbIPEX NONOC AOPOTN:

int main()

{
printRoad();

printRoad();
printRoad();
printRoad();

}

ANnbTepHaTMBHO, Bbl MOXKeTe NCNO/1b30BaTb CJ'IELI,VI-OLLI,VII\& KoA:

for(inti=0;i<4;i++)
printRoad();

Tak 4TO BMECTO MOBTOPEHUA YETbIPEX CTPOK Cout KaxKabl pa3, Koraa CermeHt
OTOOpaXKEH, Mbl MPOCTO Bbi3biBaeM ¢yHKLUMIO printRoad(), 4TObObl BbINOAHWUTL €ro
oTobparkeHne. TaKkKe, ecnm Mbl XOTUM M3MEHUTb TO KaK BbIrnaguT oTobparkaemas
A0pora, Ham NPOCTO HYXHO MoaMPMUMPOBATb OcyLLecTBaeHMe GYHKLMM printRoad().

Bbi3oB ¢yHKLUMM BAEYET 3a coboi 3amyck Bcero tena ¢GpyHKUMM, CTPOKA 3a CTPOKOW.
Mocne Toro Kak Bbi3oB QYHKLMM 3aBEPLUEH, YpaBieHMe Nporpammbl BO306HOBASETCA €
MmecTa rge 6bina Bbi3aBaHa GpyHKLUMA.
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YnpaxHenue

B kKauectBe ynpaxXHeHnAa BbIACHUTE, YTO HE TaK C 3TUM KOAOM:

#include <iostream>
using namespace std;
void myFunction()

cout << "Bbl BbI3biBann?" << endl;
} int main()

{

cout << "# cenyac cobupatoch BbizBaTb myFunction." << endl;
myFunction;

}
Pemmenue

BepHbiit oTBeT Ha 3Ty npobnemy 3akntoyaetcs B TOM, 4YTO BbI30B myFunction (Ha
nocnefHer CTpoke main()) He CONPOBOXKAAETCA KPYrAbiMU CKOOKamu. Kaxkabin Bbi30B
GYHKUMN A0MKEH CONPOBOXKAATbCA KPyrabiMu CKOBbKamu. lNocnegHAa cTpoka main()
A0NXKHa bbITb 3anncaHa Kak myFunction(); ,a He npocTo myFunction.

DYHKIUU C APrYMEHTAMH

Kak Mmbl moxem pacwmpuTb GyHKUMIO printRoad(),4To6bl BbIBOAUTb A0POry C 3a4aHHbIM
KonnyectBom cermeHToB? OTBeT npocT. Mbl MOXem No3BOAUTb GYHKUMKM printRoad()
NPMHMMATb NapamMeTp, Ha3BaHHbIM numSegments, 4TobObl BbIBOAMUTb ONpeaesiEHHOe
KO/ZIMYeCTBO CerMeHTOB A40pOorn.

Cneayolmii OTPbLIBOK KOZa NOKa3bIBaET, KaK 3TO byAeT BbIrA4eTb:

void printRoad(int numSegments)
{
Il nicnonbaynTte umkn for, YyToObLI BLIBECTN LOPOXKHbBIE CErMEHTLI nuUMSegments
for(inti=0; i < numSegments; i++)
{
cout << "™ *" << endl;
cout << ™ | *" << endl;
cout << ™ | *" << endl;
cout << "™ *" << endl;

}
}

Cnepytouwee n3o06pakeHne NoKasbiBaeT aHATOMUIO GYHKUUM NPUHMMAIOLLEN apryYMEHT:

napameTp

void printRoad(fint nuq)

{

91|CTpaHuya



BbI3oBUTE 3Ty HOBYIO Bepcuto printRoad(), 3anpawnBas eé oTobpasunTb YeTbipe CermeHTa:

printRoad( 4 ); // BbI30B doyHKLMUN

Undpa 4 mexay CKOOOK BbI3blIBAEMOW (QYHKUMM B Npeablaywem yTBEPKAEHUU
Ha3Ha4yaeTcA nepemeHHOM numSegments GyHKUMK printRoad(int numSegments). BoT Kak
nepepnaéTca 3HadeHue 4 K numSegments:

3HaueHue gna
numSegments
% npucsausaetca BoO

void printRoad(int numSegmentsj BPpems Bbi30Ba
{ dYHKLMM

Kak printRoad(4) npuceausaem 3Ha4yeHue 4 nepemeHHol numSegment

Tak npu Bbi3oBe printRoad() B ckobkax NnpucBanBaeTcs 3HaYeHue aAna numSegments.

DYHKIMHU BO3BPALIAKOIIHAEC 3HAYCHUS

dyHKuMA sqrt() asnsetcAa npumepom GYHKLMKM, KOTOpAs BO3BpPALLAET 3HayeHwue.
®yHKumMA sqrt() NnpMHUMaeT egMHCTBEHHbIM NapameTp B CBOMX CKObBKax (uucno ana
BbIYMCNEHUA KOPHA) M BO3BPALLAET AENCTBUTENbHbIN KOPEHb YMCAa.

BoT npumep ncnonb3osaHua GpyHKUMM sqrt:
cout << sqrt( 4 ) << end|;

®dyHKuMa sqrt() npomM3BOAUT HEKMe aHaNormu c Tem, 4YTo AenaeT wed-nosap, Koraa
rOTOBUT NULLLY.

KaK BbI3biBatOWMIA PYHKLNK, Bbl HE 3aB0TUTECH O TOM, YTO NPOUCXOAMUT B Tene GyHKLUMUM
sqrt(). 3Ta WHbOpmauMs HeBaKHA, TaK KaK BCE 4Yero Bbl XOTUTE 3TO pe3ynbTaT
KBaAPaTHOro KOPHSA, 3a4aBaemMoro BaMun Yncna.

[aBalite 06bABMM Hawy COOCTBEHHYHD MPOCTYyi0 YHKLMIO, KOTOpas BO3BpallaeT
3HaYeHMe, KaK NOKas3aHo B C/IeAyIOLLEM KOAE:

int sum(int a, int b)

{

return a + b;

}

Cnepylowmii CKPUHLLOT AEMOHCTPUPYeT aHaToMWio GYHKUMM € napameTpamu
BO3BPaTHbIM 3HAaYEHUEM:
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return type parameters

int |sum(| int a, int b |)

return a + b;

®yHKUMA sum ovyeHb 6a3oBas. BCE yTo OHa AenaeT, Tak NPMHUMAET Ueble Yncaa int a u
b, cymmupyeT ux 1 BO3BpallaeT pes3ynbTaT. Bbl moXeTe CKasaTb, YTO HaM Aa)Ke He
HY)XHa Uenas GyHKUMS NPoCcTo, YTobbl CNOXKUTL ABa YMcna. U Bbl nNpaBbl, HO AaBaiTe
NPOAO/MIKMUM Ha MUHYTKY. Mbl Byaem Mcnosib3oBaTb 3Ty NPOCTYO PYHKUMIO, YTOObI
06BACHUTb MPUHLUMN BO3BPATHOMO 3HAYEHMUA.

Bbl 6yaete ncnonb3oBaTb GYHKLUMIO SUM TaknMm obpasom (M3 main()):

int sum(inta, intb)

{

return a + b;

}

int main()

{

cout <<"Cymma 5 1 6 paBHa " << sum( 5,6 ) << endl;

}

[lna 3aBeplieHna KomaHAbl cout, AoMKeH ObiTb BbipaxKeH Bbi3oB ¢yHKUMM sum( 5, 6 ).
Mpamo ¢ MecTa, rae NPoMCcXoAmnT BbI30B GyHKUMM sum( 5, 6 ), nomellaeTcs BO3BpaTHOE
3HayeHue oT sum( 5, 6).

[lpyrMumn cnoBamu, 3TO CTPOKa KOZa, KOTOPYIO M BUAUT cout NOC/e BbIParKeHWA BbI30Ba
byHKUuMmM sum( 5, 6 ).

cout << "Cymma umcen 5 n 6 pasHa " << 11 << endl;

Bo3BpaTHoe 3HayeHue m3 sum( 5, 6 ) apPeKTBHO Bbipe3aeTca M BCTABAAETCA B MECTO
BbI30Ba QYHKLUMMW.

3HayeHMe Bceraa AOO0MKHO BO3Bpawatbca ¢yHKUMen, KoTopas obeuwaer 3to (ecawu
BO3BPATHbIM TN PYHKLMM YTO YrogHO Kpome void).

YupaxxHeHust

1. Hanuwute o¢yHKumio isPositive, KoTopaa Bo3BpalLaeT true, Korga ABOWMHOWM
napameTp nepesaHHbIn e AeNCTBUTENbHO NONOXKUTENbHDIMN.
2. 3aBepluuTe cneaytollee onpeaeneHme pyHKUUN:
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/I byHKUMA BO3BpaLLaeT true, Korga BenvyunHa 'a’

// paBHa BenuunHe 'b' (abconoTHOE 3HaYeHne)

bool absEqual(int a, int b){

// Mpn 3aBepLUEHNM 3TOFO YNPaXKHEHUS, NONPOBYNTE HE MPUMEHSTb
Il dyHKuMKn GubnmoTekn cmath

}

3. Hanuwwute ¢yHKUMIO getGrade(), KOTOpaA NPUHMMAET LEeNoYUCIeEHHOe 3HaYyeHune
(6onee 100) n Bo3BpaLaeT oueHKy (A, B, C, D, unu F).

4. MaTtematmyeckaa ¢yHkuma dopmbl f(x) = 3x + 4. Hannwwute oyHKumio C++,
KOTOpaa BO3BpaLLaeT 3HaYeHua gna f(x).

Pemmenus

1. ®yHKuMA isPositive npuHMUmaeT ABOMHOM napameTp W BO3BpawaeT bynesoe
3Ha4yeHue:

bool isPositive( double value )

{

return value > O;

}
2. [danee 3aBepliéHHan pyHKUmMs absEqual:

bool absEqual( inta, intb)

/I Coenante a n b nonoxutenbHbIMK
ifta<0)
a=-a;
if(b<0)
b =-b;
/I Tenepb, korga oHn 06a NONOXUTENbHbIE,
// HaM NPOCTO HYXXHO CPaBHUTb Ha PaBHOCTb a U b
return a == b;

}

3. B cneayouwem koae aaHa pyHkuma getGrade():

char getGrade( int grade )
{
if( grade >=80)
return 'A’;
else if( grade >=70)
return 'B';
else if( grade >=60)
return 'C’;
else if( grade >=50)
return 'D';
else
return 'F';
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4. 3TO npocTasA nporpamma, KoTopas [OJ/KHA passiedyb Bac. [poucxoxkaeHue
OYHKUMKM name B C++ MCXoAUT M3 MaTeMaTUYeCKOro Mupa, KaK MoKas3aHo B
cnepylollem Koge:

double f( double x)
{

}

return 3*x + 4;

IlepeMeHHBIE, TIEPECMOTP

Bcerga 340p0BO nepecmoTpeTb TeMbl, KOTOpPble Bbl MNPOLWAN paHee. OcobeHHO Tenepob,
Korga Bbl ropasgo FHY6)KE‘ NOHMMaeTe HanucaHue Koaa Ha C++.

I'100a7bHbIE TEPEMEHHBIE

Tenepb, KOoraa Mbl 03HAKOMMUIUCD C NMPUHUMNOM PYHKUMA, MOXKHO O3HAKOMMUTBLCA U C
npMHUUNom rnobanbHOM NepemMeHHON.

Yto Takoe rnobanbHaa nepemeHHas? [nobanbHaA nepemeHHaa — 3TO /Aobas
nepemMeHHasa, AO0CTynHas BceM OJYHKUMAM nporpammbl. Kak Mbl Moxem caenatb
NepeMeHHy0 AO0CTynHOM Bcem ¢yHKUMAM nporpammbl? Mbl NpocTo ob6bABAsEM
nepeMeHHyt0 BBepxy Koaa ¢arnna. ObblMHO Mocne UAM He JaneKko OT YTBEPXKAEHWUSA
#include.

BoT npumep nporpammbl ¢ rnob6anbHbIMU NEPEMEHHBIMU:

#include <iostream>
#include <string>
using namespace std;

string g_string; // rmnobanbHas cTpokoBas nepemMeHHas,
/I poctynHas BcemM OyHKUMAM B nNpegenax nporpammel
// (noToMy 4TO OHa obbaABMNeHa 4o Nbon yHKUMM

Il Hnxe!)

void addA(){ g_string +="A"; }
void addB(){ g_string +="B"; }
void addC(){ g_string +="C"; }

int main()
{
addA();
addB();
cout << g_string << endl;
addC();
cout << g_string << endl;
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340ecb oAHa M Ta e rnobanbHaA nepemeHHaa g_string AOCTyNHa BCEM YeTbIpéM
dyHKuMam B nporpamme (addA(), addB(), addC(), u main()). [nhobanbHble
NepemeHHbIe aKTUBHbI B TEYEHUM NPOrPaMMbl.

IToackaska

MNHoraa nporpamMmMmncTbl NpeanoynTatoT CTaBUTb NpeduKe g rnobanbHOM NepemMeHHOoN,
HO 3TO He ABAseTCcA 06A3aTeNbHbIM YC/I0BUEM.

JIoKkaJIbHBbIE TIEpEeMEHHbIE

JloKanbHOM NepeMeHHON ABNAETCA NepeMeHHasn, onpeaenéHHas B 61o0ke koaa. Obnactb
AENCTBMA JIOKANbHOW NepemMeHHOWN 3aBepluaeTcA B KOHUe 6/710Kka, B KOTOPOM OHM
obbasneHbl. [anee, B pasgene Obsacme Oelicmeus nepemeHHoU, Mbl PAacCMOTPUM
HECKONbKO NPUMEpOB.

OobJaacTb 1elCTBUS MepeMEHHOH

O6nacTtb KOAa, rae MOXeT UCNOb30BaTbCA NepemMeHHasn, ABnAeTcs 061acTblo AeNcTBUA
3ToM nepemeHHon. Obnactb aencrema nobon nepemeHHOM B OCHOBHOM 3TO 60K, B
KOTOpOM OHa bblna onpegeneHa. Mbl MOXeM NPoAeMOHCTPMpPoBaTb 061acTb AencTBumA
nepemMeHHOWN cneayowmm NpMMepPOM:

int g_int; // obnacTb rmobanbHoM int 4O KOHUa danna
void func(int arg )
{
int fx;
} Il </fx> yxe He focdaraemo, </arg> 3akaH4mBaeTCs

int main()
t
int x; // obnacTb AENCTBUA NEPEMEHHON <X> HAYMHAETCA 30€ECh...
/I no koHua main()
if(x==0)
L
inty; // obnacTb 4encTBUA NepeMeHHOM <y> HauyMHaeTCsa 30eChb,
/I v orpaHn4mMBaEeTCa 3aKkpbliTUEM (PUTYPHON CKOBKM HUXKE
} /I <ly> yxe He focaraema
if(int X2 = x) // cosapaérca nepemMeHHast <x2> 1 ycTaHaBNMBaeTCs paBHOM <X>
{
// Bxogum ciofa ecnu x2 6bina paBHa He Hymto
} I/ <Ix2> 3akaH4MBaeTCs

for(int c = 0; ¢ <5; c++) // nepemeHHada c co3gaéTcs n uMeeT
{ /I obnacTtb oencTans BHyTpKN pUrypHbix CKOBOK LmKna
cout << ¢ << endl,
} /I <lc> cTaHOBUTCA HegocAraema TOMNbKO NPY BbIXOAE U3 Uukna
} /I <Ix> 3aBepLuaeTcs
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lnaBHOe 4TO onpeaenseT 0b6nacTb AENCTBMA NepeMeHHoN 3To 610K, [Jasaite obcyamm
obnacTb AENCTBMA Napbl NepeMeHHbIX onpeaenEHHbIX B NpeablayLiem npumepe Koaa:

g_int: 910 rnobanbHaA nNepemeHHaa LLEeNOYMCNEeHHOro Tuna, obnactb AencrTema
KOTOPOM NpoCTUpaeTca ¢ mecTa eé obbABNeHMA A0 KOHLUA Koaa 3Ttoro ¢aina. U
3TO FOBOPUT O TOM, 4YTO g_int MmoXeT ucnonb3osBaTbea BHyTpU func() n main(), Ho
HE MOXEeT WCNonb3oBaTbCcA B Koae Apyrux dannos. YTobbl MMETb OAHY
rnobanbHyl0 NepemeHHyto, KoTopaa byaeT MCnonb3oBaTbCA B KOAE MHOXKECTBa
¢dannoB, BaM Hy>KHa BHELLHAN NepemMeHHas.

arg (aprymeHTt func()): MoKeT ucnonbsoBatbcsi ¢ nepson ctpoku func() (nocne
OoTKpbiBatowen o¢urypHon crkobkm { ) po nocnegHen cTpokm func() (mo
3aKpbiBatoweit GUrypHom ckobku } ).

fx: MoxeT wucnonb3oBaTbcs rae yrogHo BHyTpu func() Ao 3akpbiBaloLien
durypHoit ckobku atom camoit func() }.

main() (nepemeHHble BHYTpM mMain()): MoXeT ncnonb3oBaTbCA KaK HaMMCaHO B
KOMMEHTapuAX.

ObpatuTe BHMMaHMe, YTO NepemMeHHble 06bsABNEHHble B CKOOKAx CMMCKa aprymeHToB
GYHKLUMM MOTYT MCMNOb30BaTbCA TO/IbKO B 6/10Ke nog ob6bABNEeHMEM 3TOW PYHKUMM.
Hanpumep, nepemeHHas arg nepegaétca K func():

void func(int arg )

{
int fx;
I <[fx

> yXe He Jocaraemo, </arg> 3akaHymBaeTcs

MNepemeHHan arg nepecTtaHeT ObiTb AOCTYNHOM NOC/AE 3aKpbiBatoLWEeNn GUryPHOI CKOBKM
(}) dyHKUMKM func(). ByaeT HENOTMUYHBIM €CN KPYrable CKOOKM TEXHUYECKU ByayT BHe
durypHbix ckobok, KoTopble onpeaenatoT { 6,10k }.

To e KacaeTcA U nepeMeHHbIX, 00bABAEHHbIX BHYTPU KPYrablXx CKOBOK uukna for.
B3rnaHuTe Ha chepyowmii npumep umkna for:

for( int

{

c=0;c<5;c++)

cout << ¢ << end|;
} / c npekpawaeTca 3gecb

I'IepeN\eHHaﬂ int C MOXeT UCNONb30BaTbCA B KPYrbIX CKObHKax 06bsABneHUA unkna for nam

B 6,10
3aKpbl
yTObbI

Ke noa 3tum obbaBneHMem uUMKna. lepemeHHasa ¢ bygeTr HegocAraema nocne
BatoLwwen purypHom ckobkm umkna for, B KOTOPOM oHa 0bbsiBNeHa. Ecau Bbl XxOTUTE,
nepemeHHasa ¢, 6bblna gencrteutenbHa M nocne GUrypHbix CKOboK umkna for, To

BaM HaZo 06bABUTbL 3Ty NepeMeHHYI0 nepeg, LMKAoM for, Kak MOKa3aHo 34ech:

int c;
for(c =

{

cout

0;c<5;ct+t+)
<< c << endl;
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} /I ¢ He npekpallaeT ObiTb aKTUBHOW 34eCh

CraTnueckue JIOKaJbHbIE IICPEMCHHDLIC

JlokanbHble nepemeHHble static NPAMO Kak rnobanbHble NepeMeHHble, TOIbKO Y HUX
NOKanbHaA 061acTb AeNCTBUA, KaK MOKA3aHO B C/IeAyIOLLEM KOAE:

void testFunc()

{

static int runCount = 0; // 310 3anyckaeTcs Tonbko OAVH PA3, gaxe npwu

/[ nocnepytowem Bbizose testFunc()!

cout << "3anycTunu aTy dyHKumo " << ++runCount << " pa3" << endl;
} / runCount 6onblue He obnacTn eNCcTBUS, HO He NpekpaLlaeT OblTb akTUBHOM 34eChb
int main()

{

testFunc(); // rosoputcs 1 pas
testFunc(); // roBoputcs 2 pasal!

}

Mpn wncnonb3oBaHUM KNOYEBOro caoBa static B testFunc(), nepemeHHaA runCount
3aNOMMHaeT eé 3Ha4YeHne mexay Bbi3oBamu testFunc(). TaK YTO BbIBOA ABYX OTAE/bHbIX
3anyckos testFunc() bygert:

3anyctunu aty dyHkumio 1 pas
3anyctinu aty dyHKumMIo 2 pasa

3TO MNOTOMY YTO CTaTMYEeCKMEe MNepeMeHHble CO034alTcA M 0bpeTaloT HavasbHoe
3HaYeHne TONbKO pas (nepB.blit pas, Koraa GyHKUMA 06bABAEHA M 3anycKaeTca), M nocne
3TOr0 CTaTUYECKME MNepPeMEHHbIE COXPAHAIOT CBOE cTapoe 3HayeHue. CKarKem, Mbl
06bABAAEM runCount KaK PeryifapHyLo, 10KaNbHYO, HECTAaTUYECKYIO MEPEeMEHHYIO:

int runCount = 0; // ecnn 06baBUTL TakMm obpasom, runCount GyaeT nokansHoOM

3aTem, BbIBOA, byAeT BbIrNAAETb TaK:

3anyctvnu aty dyHkumio 1 pas
3anyctvnu aty dyHkumto 1 pas

34ecb Mbl BUAUM testFunc roBopswyto: “3anyctunu oty dpyHkumio 1 pas”, oba pasa. Kak y
JIOKa/IbHOW nepemeHHON, 3HayeHue runCount He COXpaHAETCA MeXKAy Bbl30BaMMU

bGYHKUUN.,

Bbl He AONXKHbI 310yNOTPEBNATL CTaTUYECKMMM NOKANbHbIMU NepemeHHbIMK. Mo dakTy,
Bbl IO/1XKHbI MPUMEHATb CTaTUYECKMUE NIOKaJIbHbIE NepeMEHHbIe INLLIb, KOrAa 3TO COBCEM
HeobxoaMmo.

Const nepeMeHHbIE

I'IepeN\eHHaﬂ const — 3TO nepemeHHana 3Ha4YeHue KOTOpOI\;I Bbl noo6e|.u,am4 KOMMUNATOPY
HEé MEHATb nocse nepsoro nNpuUcCcBoeHmMA 3TOro 3Ha4YeHUA. Mbl moxkem gnsa npumepa
06bABUTL O4HY, CO 3Ha4YeHnem and pi:

98 |CTpaHuLa



const double pi = 3.14159;

MOCKO/IbKY pi 3TO yHMBEpCaNbHasA KOHCTAHTA (0AHA M3 HEMHOIMX Ha KOTOpYyH Bbl
MOXKEeTe M0/1araTbCsa Kak Ha HEM3MEHHYI0), He AO/IKHO ObiTb HUKAKOW HYXKAbl MEHATb pi
nocne MNepBOoro NPUCBOEHUA 3HavyeHus eir. o ¢aKkTy, nameHeHne pi [OMNKHO ObITb
3anpeLweHo KomnuaaTopom. Monpobyite Hanpumep, Ha3HA4YUTb HOBOE 3HaYeHWe ANA

pi:
pi *= 2;
Mbl nony4Ynm cnegyroLyto ownbky KomnuaaTopa:

error C3892: 'pi' : you cannot assign to a variable that is const

3T1a owmnbKa ACHO [AET NOHATb, YTO NOMMUMO Ha4YaNbHOro npmnceBoeHunAa aHa4yeHmnAa, Ham He
AOONTKHO 6bITb AOCTYNMHO AaaneﬁLuee nImeHeHme 3Ha4eHnA pl - nepemeHHon, KOTOpaA
ABNSAETCA KOHCTAHTOMN.

IIporoTunsl pyHKIUH

MpoToTnn PyHKUMM — 3TO onncaHne pyHKumm 6e3 Tena. Hanpumep, gaBalite caenaem
npoTtoTunbl GyHKUMM isPositive, absEqual n getGrade 13 cneaytowmx ynpaxkKHeHnn:

bool isPositive( double value );
bool absEqual( int a, intb);
char getGrade( int grade );

ObpaTnTe BHMUMaHWE, 4YTO MNPOTOTUN GYHKLUMMU 3TO MNPOCTO BO3BPATHbLIA TUM, UMA
bYHKLMM M CNUCOK apryMeHTOB, KOTopble 3anpawmnsBaeTt GyHKUMA. MpoToTUNbI GYHKLUI
He umetoT Tena. Teno pyHKUMK, Kak NpaBmIo, NoMeLaeTca B .cpp daine.

®aiinbl .h u .cpp

O6bl4HO Bawwu npotoTunbl GYHKUMM pacnonaratotca B ¢anne .h, a Teno PpyHKUMA B
danne .cpp. MpnumMHa 3TOro B TOM, YTO Bbl MOXKeTe BKAWOUUTb Baw .h daiin B cBA3KY
$annoB .cpp 1 He NONYYNUTb MHOXKECTBO OWMOOK onpeaeneHus.

Cnepyowmi CKPMHLWOT AaET Bam fAicCHOe u3obparkeHne dannos .h u .cpp:
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main.cpp v X prototypesh v X
(Global Scope) vi “main() v || {Global Scope) v v
I #inc lude <iostream> 7] -1// Make sure these prototypes 7‘
2 | using namespace std; // only included in compilatio
3 #ifndef PROTOTYPES_H // includ
4'| #include “prototypes.h” #tdefine PROTOTYPES_H
6 int main() /| bool isPositive( double value
{ bool absEqual( int a, int b );
8 cout << boolalpha | char getGrade( int grade );
9 << lisPositive( 4 ) f
18| << endl; itendif
11 cout
12 << absEqual( 4, -4 )
12 << endl;
14i| }
15
< > 3 < > Y

funcs.cpp

(Global Scope)

3

20
21

v YisPositive(double value)

#include "prototypes.h”

>l <

bool isPositive( double value )

{
return value > 0;
}
bool absEqual( int a, int b )
{
// Make a and b positive
if(a<o)
a = -a;
if(b<o)
b = -b;
// now since they're both +ve,
// we just have to compare equality of
return a == b;
}

char getGrade( int grade )
{

if( grade >= 80 )
return ‘A°;

34ecb y Hac ecTb Tpu ¢daiina B aTom npoekTe Visual C++:

[

= [ Header Files
[ prototypesh
- [ Resource Files
= & Source Files

- & funcs.cpp

o & main.cpp

prototypes.h cogepxkur

/Il YB6eauTech, YTO 3TV NPOTOTUNMbI

/I BKNtoYeHbl B kKomnunauuto Tonbko OANH PA3

#pragma once

extern int superglobal; // extern: "npoToTUN" NnepemMeHHon

I/l npoToTMNbl YHKUMIA

bool isPositive( double value );
bool absEqual( int a, int b );
char getGrade( int grade );

daiin prototypes.h cogepnUT NpoToTUNbl GYHKUMN. Mbl 06BACHMM YTO AenaeT KAYeBoe
CNOBO extern, Yepes napy naparpa¢os.
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funcs.cpp copepxur

#include "prototypes.h" // kaxgbin pann, KoTopbln ncnoneyeT isPositive,
/I absEqual nnun getGrade gonxeH #include (Bkntoyatb) "prototypes.h”
int superglobal; // "peanunsauunsa” nepemeHHoNn

/I Camu onpegenenunsa yHKLMIN 30ecb, B (hanne .cpp

bool isPositive( double value )

{

return value > O;

bool absEqual( int a, int b)
{
/[l Denaem a n b nonoXxuTtenbHbIMK
ifla<0)
a=-a;
if(b<0)
b =-b;
Il Tenepb, korga oHn 06a NONOXUTENbHbIE,
// Ha HY>XHO NULLIb CPaBHUTb Ha PaBEHCTBO a 1 b
return a == b;

char getGrade( int grade )
{
if( grade >=80)
return 'A";
else if( grade >=70)
return 'B";
else if( grade >=60)
return 'C';
else if( grade >=50)
return 'D’;
else
return 'F';

)
main.cpp comaep:KuT

#include <iostream>

using namespace std;

#include "prototypes.h" // ansa ncnone3oBaHusa yHKUMI isPositive, absEqual
int main()

{

cout << boolalpha << isPositive( 4 ) << endl;
cout << absEqual( 4, -4 ) << endl;

}

Korga Bbl pasbuBaete Kog Ha .h n .cpp ¢annbl, To pann .h (3aronoBouHbIn dainn)
Ha3blBaeTca WHTepdenc, a ¢aihin .cpp (B KoTopom camum ¢yHKUMKU) Ha3bIBaETCS
peanusaunen.

NMoHayany o3agauymBatowas 4acTb ANA HEKOTOPbIX nNporpammuctos. Kak Hanpumep, B
cnepytowmx Bonpocax. OTkyaa C++ 3HaeT rae Haxoautca Teno ¢yHKumm isPositive u
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Teno ¢yHKumm getGrade, ecnm mbl BKAovaem (#include) Tonbko npotoTunbl? He
OOJIKHbI N Mbl TakXKe BKAtoYaThb (#include) painn func.cpp B main.cpp?

OTBEeT Ha BCE 3TO — MaauA. Bam Hy»XHO NMLWb BKAOYATb 3aro/IoBOYHbIN daiin rototypes.h
n B main.cpp 1 B func.cpp. B To Bpems Kak oba ¢alina .cpp BKAKOYEHbI B Baw C++ NpoekKT
UHTerpupoBaHHou Cpeabl Pa3pabotku (UCP) (3To 3HAUMT, OHW NOSBNAKOTCA B Aepese
o630pa Solution Explorer, ¢ neBoit CTOpPOHbLI), NpUcoeanHEHME NPOTOTUNOB K Teny
bYHKLUMI BbINOIHAETCA aBTOMATUUYECKM KOMMUNATOPOM.

IlepemenHbIe extern

Ob6basneHne extern cxoxke ¢ NPOTOTUNOM GYHKLMKU, HO MPUMEHSETCA K NEPEMEHHbIM.
Bbl moxkeTe pacnonoxuntb obvasneHue rnobanbHon nepemeHHon extern B ¢panne .h n
BKAOYNTb 3TOT .h pann Bo BClo CBA3KY Apyrux ¢annos. Takmm obpa3om, y BaC MOXKeT
O6bITb  eAMHCTBEHHaA rnobanbHaa nepemeHHad, KoTopas MOMET COBMECTHO
MCNONb30BATbCA MHOXECTBOM UCXOAHbIX $anos, 6e3 nonyyeHMa MHOXKecTBa OowMboK
onpeAenieHHbIX CUMMBOJIOB HAWAEHHbIX KOMMOHOBLMKOM. Bbl pacnonaraete camo
obbaABNeHMe nepemeHHOM B paiisie .cpp, TaK YTO NepemeHHaa ob6bABAAETCA TONbKO pas.
MNepemeHHan extern ecTb B paline prototypes.h B npeabiaywem npumepe.

Makpocsl

Makpocbl C++ BbIXOAAT W3 Knacca KomaHa C++ HasblBaeMblX AMPEKTUBAMMU
npenpoueccopa. [AnpeKTBbl NPenpoLLeccopa BbIMOAHATCA 40 KOMNUAALUMMN.

Makpocbl HaunHatoTca ¢ #define. Hanpumep, y Hac ecTb cieayoLNIA MaKpoC:

#define Pl 3.14159

Ha camom HWM3KOM YypOBHE MAKPOCbl MPOCTO KOMUPYKOT M BCTaBAAKOT oOnepauumn,
KOTOpble NMPOUCXOOAT nepes BpemeHem Komnunaumu. B npegbigywiem yTBeprKaeHUu
Makpoca, 3.14159 6ykBanbHO ByaeT CKONMPOBAHO M BCTAB/IEHO BClOAY rAe B Mporpamme
BCTpeyaeTca cumson Pl.

MocmoTpuTe Ha cneayowmii Nnpumep Koaa:

#include <iostream>
using namespace std;
#define Pl 3.14159

int main()
{

double r = 4;

cout << "OKpyXHOCTb paBHa " << 2*PI*r << endl;
}

Yto 6ypeT genatb npenpoueccop C++? CHavana nponaéTt no Koay M NPOCMOTPUT eCcTb
I ncnonb3oBaHMe cumBosia Pl. OH HaMAET Takoe MCNO/Ib30BaHME Ha 3TOM CTPOKe:

cout << "OKpyXHOCTb paBHa " << 2*PI*r << endl;
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Mpeablayliaa CTPOKa Koda A0 KomMnuaaumm byaet npeobpa3oBbiBaTbCA B CAeAYIOLLYIO
CTPOKY:

cout << "OKpYXHOCTb paBHa " << 2*3.14159*r << endl|;

NTak, BCE u4TO npoucxoaut cC YyTBepxaeHnem #Hdefine 370 3ameweHue Bcex
ncnonbayembix cnydaes (Hanpumep Pl) Ha anrebpaunyeckoe uucno 3.14159 nepepg
Komnunauymen. CMbICA MCNONb30BAaHUA MAKPOCOB TakMm obpasom, B TOM, 4TOObI
nsberatb Yncna ycnoxkHawwme kog. Cumeonbl 06bIYHO nerye ymTatb, Yem Bonblume,
OJIMHHbIE Yncna.

CoBer — nonpoO0yiiTe NPUMEHUTH NePpeMeHHbIe const
TaM, I/1e 3TO BO3MOKHO

Bbl moXeTe WMCNO/b30BaTb MaKpPOChI, yTOObI onpeaenaTtb nepemeHHble KOHCTaHTbI.
TaKXe BMeCTO 3TOro Bbl MOXeTe MCMNO0/1b30BaTb BblpaKeHUA nepemeHHbIX const. UTak,
CKaXXem y HacC eCTb czieayrouan CTPOoKa Koaa:

#define Pl 3.14159
B nomouwb Ham byaeT npeanoxeHo cneaytoulee:
const double Pl = 3.14159;

MpumeHeHMe nepemeHHoM const bygeT npeanoyYTUTENbHbIM, NOTOMY YTO OHAa XPaHUT
Balle 3Ha4YeHMe BHYTPM CamMoOM nepemeHHoW. [lepemeHHasa onpegeneHa, a
onpeaenéHHble AaHHble 3TO XOPOLLO.

Makpocsl ¢ aprymMeHTaMu

Mbl TaKKe MOMKEeM NucaTb MaKpOCbl, KOTOpble NMPUHMMAKOT aprymeHTbl. BoT npumep
MaKpoca C apryMeHTOM:

#define printin(X) cout << X << endl;

Y1o 3TOT MaKpoc byaet aenatb? Kaxabin pas Koraa println (“Hekoe 3HaueHune”) byget
BCTpeYaTbCA B KOAE, KOA cnpaBoi cTopoHbl (cout << "Some value" << endl) 6yget
CKOMMPOBAH W BCTaBJ€H HA KOHCONW. 3amMeTbTe 4YTO apryMeHT MeXay CKObOK
cKonmnpoBaH Ha mecTo X. CKarKem y Hac ecTb CneAyroLw,an CTPoKa Koga:

printin( "Bcem npuseTt")
OHa byaeT 3amelLeHa Cneayowmnm yTBEPKAEHNEM:
cout << "Bcem npuBeT" << endl;

MaKpocbl C aprymeHTaMn MpsiMO KaK KOPOTKMe ¢yHKUuMKU. MaKpocbl He moryT
cofeprkaTb CUMBO/IbI-Pa3aenTeNIn CTPOK.
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CoBer — IpUMEHHUTE BCTPOCHHbIE (PYHKIIUH BMECTO
MAaKPOCOB ¢ ApryMeHTaMM

Bbl 40MKHbI 3HAaTb Kak paboTaloT MaKpOCbl C aprymeHTamu, NoTomy 4to Bbl byaete
yacTto BCTpe4yaTb UX B Koge C++. Tem He meHee, Korga BO3MOXKHO, MHorme C++
NPOrPaMMMCTbl NPEANOYUTAOT UCMONb30BATb BCTPOEHHbIE PYHKLUUN HEXKENU MAKPOCHI
C aprymeHTamm.

O6blyHble PYHKLMWN BbI3bIBAIOT BbINOJHEHWE, BKAKOYAOLLEE MHCTPYKLMIO nepexona K
bYHKUMM U 3aTemM BbINoJIHEHUE GYHKUMK. BCTpoeHHan GyHKUMA — 3TO Ta yHKUMSA, YbW
CTPOKM CKOMMPOBAHbI B MECTO BbI30Ba M HUKAKOWN nepexop He TpebyeTca. NMpumeHeHune
BCTPOEHHbIX QYHKLNIM 0ObIMHO MMEET CMbIC/T AN O4E€Hb MaJIEHbKMX, MPOCTbIX GYHKLUUNA,
KOoTopble MMelT He 60/blioe KONMYECTBO CTPOK. Hanpumep, mMbl MOXKeM BCTPOUTb
NpocTyto GYHKLUMIO Max, KoTopas HaxoAuT bonbliee 13 ABYX 3HAYEHUIA:

inline int max(inta, intb)

ifta>b)return a;
else return b;

}

Besae rae nonb3yertcsa aTa GyHKUMA max, Kog ansa Tena GyHKUMmM byaeT CKonuMpoBaH U
BCTaB/IeH B MeCTO Bbi30Ba ¢yHKUMU. Koraa He HyXKeH nepexoq K pyHKUUK, SKOHOMUTCS
BPEMA BbIMOJIHEHUA, YTO [Ae/laeT BCTPOEHHble GYHKUMKM 3ddeKTUBHbIMU NoA06HO
MaKpocam.

EcTb yxuwpeHue No MCNONb30BaHUIO BCTPOEHHbIX GYHKUMA. BcTpoeHHble ¢yHKUMM
AOIKHbI UMETb CBOE COOCTBEHHOE Tes10, NONHOCTbIO COAEpPrKalLeeca B 3aro/IOBOYHOM
danne .h. TaK KOMMUAATOP MOXKET MpPou3BOAUTL OMNTUMM3AUMIO UM COBCTBEHHO
BCTPamBaTb GYHKUMIO TyAa, rAe oHa ucnonb3yetca. PyHKUUM AenarTca BCTPOEHHbIMM
TUNUYHO Paau CKOPOCTU (NMOCKONbKY BaM He Hago nepexoauTb K Apyromy Teny Koaa,
4TOObI BbINOAHUTL GYHKLMIO), HO LLEHOW pa3pacTaHusa Koaa.

BOT NpUUYMHbI, NO KOTOPbIM BCTPOEHHble GYHKLMM NpeanoyTUTe/IbHEE MaKPOCOB:

1. MaKpocbl NpeapacnoioXKeHbl K oWnbKam: He 0603HaYeH apryMeHT MaKpoca.
2. Makpoc A0/KHbl ObITb HanMcaHbl HA O4HOW CTPOKE, MHaye Bbl YBUAUTE UX C
NPUMEHEHMEM CUMBO/IOB NepeBoAa Ha HOBYIO CTPOKY:

\

3HaKKn nepexoaa CTPoku \
Kak aTtun \

YCINOXHSAOT YTEHNE

3. Echrm makpoc HanucaH He BHUMATENbHO, 3TO MOCAYXKWUT C/AOXHOW ANs
ncnpasneHMa oWKnBKon Komnunstopa. Hanpumep, ecnm Bbl He NpPaBWUAbHO
NOMECTU/IM B CKOOKM Balll apryMeHT, TO Ball KoZ NpoCcTo byaeT He BEPHbIM.
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4. BONbWOW MaKpPOC TPYAHO OTNAXKMBATD.

Cnepnyer cKasaTb, YTO MaKpPOCbl MO3BOAAIOT Bam BbIMNOAHATb HEKOTOPYK Maruio
Komnunstopa npenpoueccopos. UE4 npeanpuHMMaeT MHOro  AencTBuii  c
MCNO/Ib30BaHMEM MAKPOCOB C apryMeHTaMM, YTO Bbl YBUAUTE Aanee.

BriBOoabI

BbI30B QyHKUMM NO3BONAET BamM NOBTOPHO MCMNO/b30BaTb OCHOBHOM KoA. [MoBTOpHOE
MCNO/NIb30BaHME KOAa Ba)XHO MNO pAgy npuYMH. B OCHOBHOM, nNOTOMY 4TO
NporpaMMmnpoBaHMe camo No cebe UTaK ABAAETCA C/AOMKHLIM W HYKHO u3beratb
HACKOJIbKO BO3MOYHO, NMOBTOPHOIO BbINOJHEHUSA OAHON U TOW Ke CNOMKHOW paboTbl.
Ycunma nporpammucta, KoTopbid Hanucan ¢yHKumio sqrt(), He A0NXKHbI NOBTOPATHLCS
APYTMMKU NPOrPaMMUCTaMM, KOTOPbIE XOTAT PELLUTL Ty Ke npobnemy.

105|CTpaHuia



I'maBa 6. O0bekThl, Ki1accol n
HacaenoBanue

B npeapbiaywen rnase mbl 06cyannm pyHKUMM Kak cnocob cBsA3aTb BMeCTe CTPOKM KoAa
MMetoLLMe 0AHO OTHoLeHMe. Mbl NOroBOPUAN O TOM, Kak PpyHKUMM abcTparmpytoTca oT
AEeTanen OCyLeCcTBAEHUA, U Kak PyHKumMA sqrt() He TpebyeT OT Bac NOHUMaAHUA eé
BHYTPEHHEN pPaboTbl, YTOObI NPUMEHUTb €€ ANA HAXOXKAEHMA KOPHA. Bcé 3to 6bi10
XOPOLO, NPENMYLLLECTBEHHO NOTOMY YTO 3TO SKOHOMMUT BPEMSA N YCUANA NPOrPaMMUCTa,
TaK KakK AeslaeT caMmy paboTy NO HaxOXKAEHUIO KBaAPaTHOrO KOPHA nerye. 3TOT NPUHLUMN
abcmpaauposaHus NOAHUMETCA 34eCb CHOBA, KOraa Mbl byaem obcyKaaTb 06bEKTHI.

BKpaTLe cKa3aTb, 06beKTbl CBA3bIBAOT BMECTE METOAbl M OTHOCALLMECA K HUM AaHHble B
O4HY CTPYKTYpY. Y 3TU CTPYKTYpbl Ha3bIBatOTCA Ksaccamu. [naBHaA naea ncnosib3oBaHUA
06BEKTOB 3aK/IOYAETCA B CO34aHMM MPeACTaB/leHUA KoAa ANA BCEro, YTO eCTb Ballew
urpe. Kaxabii npeactaBieHHbI B Koge 06bekT byaeT MMeTb JaHHble M CBA3AHHbIE C
HUMU GYHKLUMU, KOTOPbIE ONEPUPYIOT STUMMK AaHHbIMKU. TakK 4YTO y Bac byaet o6beKT ana
NpeAcTaB/IEHUA 3K3eMMNAAPA BALLErO UIPOKA M OTHOCALLMXCA K HEMY QYHKUMIN, KOTOPbIe
NO3BONIAIOT UTPOKY npbiraTh(), cTpenats() U 6paTelpeamet(). A TakXKe y Bac byaet ob6bekT
ANA NpeacTaB/ieHMA KaXXAOoro 3K3emMnaApa MOHCTPA U OTHOCALLMUXCA YXe K Hemy
GYHKLUNMIM, TAKMX KaK pbluaTh(), atakoBaTb() M BOSMOXKHO npecnenosath().

Ob6beKTbl ABAAIOTCA TUMNOM NepemMeHHbIX U byayT ocTaBaTbCs B MaMATU TaK A0Ar0, Kak
Bbl Camu byaeTte geprkaTb MX TaM. Bbl co3gaéte aksemnaap obbekTa ogMH pas, Koraa
CO34aHO TO, YTO OH NpeacTaBnAeT B Bawel urpe. M Bbl aHHyAMpyeTe 3K3emMnaap
06beKTa, Koraa “ymupaeTt” To, YTO OH NPeACTaBASAA B BalLEN Urpe.

O6beKTbl MOTyT 6bITb MCNONL30BaHbI ANA NPeACTaBAEHUA TOro, YTO HaXo0AMUTCA B Urpe, a
TakKe AnAa npeacrasneHve nobbix ApyrMx TMNOB Beliel. Hanpumep, Bbl MoxKeTe
XPaHUTb M306paKkeHne Kak 06beKT. Mona gaHHbIX 6yayT WMPUHOM N306paXkeHus, ero
BbICOTOM M Habopom nuKcenen BHYTPU Hero. CTpokoBble TUNbl C++ TakXkKe ABAAKOTCA
obbeKkTamu.

CoBert

[NaBa COAEPXHMUT MHOMKECTBO K/HOYEBbLIX C/I0B, KOTOPblE MOrYT OblTb CNOXHbIMWU ANA
NMOHMUMaHMA C NePBOro pasa, BKAYAA 8UPMYAsbHbIG U abCMPAKMHbI.

He no3ssonsinte 6onee CNOXHbIM pasgenam 3TOW NaBbl YTAHYTb Bac ewé rnybxke B
HenoHMMaHue. f BHEC ONMCaAHUA ONA MHOTMX NPOABMHYTbIX NPUHLUMNOB B KayecTBe
AononHeHms. K Tomy xe, yacHuUTe ana cebsa ogHo, 4TO BaM He 06A3aTeNIbHO MOHMMaTb
abcontoTHO BCE B 3TOW rnaBe, 4TobObl Hanucatb paboumint Kog C++ B UE4. Bcé 310
NOMOraeT NOHATb TEMY, HO €C/I1 Bbl HE MOXKeTe NOHATb CMbIC/ Yero To, He CTONOPUTECH
Ha aTom. [IpoCTO NpouYuTaliTe KaK cnepyeTt v ABuraiTecb ganblie. BoamoxkHo, byget
TaK, YTO Bbl HE NOMMETE 3TO NOHAaYaNy, Ho He 3abbiBalTe 0bpallaTbcA K STOMY BOMpPOCY,
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Korga nuwuTte Kog. M Korga Bbl CHOBA OTKpoeTe 3Ty KHury, To “Byanal”, HauHér
NPOACHATLCA CMbICA.

O0BeKTHI struct

O61bekT B C++ 06bI4HO ABNsAETCA N0ObIM TUMOM NepeMeHHOM, KoTopaAa obpa3oBaHa U3
KOHrnomepata 6onee npocTtbix TMNoB. Cambin 6a30BbIn 06bEKT B C++ 31O struct. Mbi
MCNoNb3yem KayeBoe cnoBO struct, 4Tobbl cKnemBaTb CBA3KY 6onee Menkux
nepemeHHbIX B OAHY 6onblyto nepemeHHyto. Ecam Bbl He 3abblan, Mbl 3HAKOMUAUCH
BKpaTue co struct B Mnase 2, [lepemeHHsble u Mamames. [laBanTte ewweé pa3 NOCMOTPMM Ha
3TOT NPOCTOM Npumep:

struct Player

{

string name;
int hp;
%

3To onpeaeneHuve CTPYKTypbl Ana obpasoBaHuA obbekTa Player. Y wurpoka ectb
CTPOKOBbIN TMN (string) ona ero mmeHun (name), M uenouncneHHbi TUN (int) ana
3HayeHuA ero eamHuL, 3aoposbs (hp).

Echm Bbl BCcmOmHUTe M3 [naBbl 2, [lepemeHHble u [lamame, cnocob KOTOpPbIM Mbl
npousBoaMan aksemnasap obbekra Player Takos:

Player me; // cospgaém ak3emnnsp Player, Ha3BaHHbIA me

OTcroga Mbl MOXeM UMETb AOCTYyNn K Nonam 0b6beKTa me TaKnUm o6pa30M:

me.name = "Tom";
me.hp = 100;

DyHKIUA-YJICH

Tenepb, UCNONHUTENbHAA YacTb. Mbl MOXKeMm nNpunaratb GyHKLMIO-YNEH K ONpeaeneHunto
struct, npocTo 3anuncas 3Ty PyHKUMIO BHYTPU onpeaeneHuma struct.

struct Player
{
string name;
int hp;
/| DyHKUMS-4NeH yMeHbLlaoLwas hp urpoka Ha Kakyo-nmbo cymmy
void damage( int amount )
{
hp -= amount;
}
void recover( int amount )
{
hp += amount;
}
¥
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dOyHKUMA-YNeH — 3TO npocto ¢yHKumMA C++ o0b6bABNAEHHAA BHYTPU struct wam
onpegeneHnn Knacca. BeankonenHan nges, He npasga n?

OtyacTn 3Ta naea 3abaBHa, TaK YTO A MPOCTO CKasas Kak ecTb. [lepemeHHble struct
Player gocTtynHbl Bcem PpyHKUmMam B struct Player. BHyTpu Kaxkaon pyHKUMM-yneHa struct
Player, mbl cOBCTBEHHO MOXEM MMETb AOCTYN K NnepeMeHHbIM name 1 hp, Kak ecan bbl
OHM BblAN NOKanbHbIMKU ANA GyHKUMKU. [pyrumu cnoBamu, nepemeHHble name u hp
obbeKkTa struct Player coBMeCTHO MCMoOAb3ylOTCA MeXay BCemu PyHKUMAMMU-YNEeHaMMU
3TOro obbvekKra.

KaroueBoe cj1oBo this

B HekoTopom C++ Koge (B AanbHenwux rnaeax), Bbl yBuauTte 6osble obpalieHuin K
KntoyeBomy cnosy this. Kntouesoe cnoso this — 3To ykasaTenb, KOTOPbIN CCblIAaeTcA Ha
AencTeylowmnim ob6bvekT. BHyTpu ¢yHKUMKM Player::damage(), Mbl MOXeM, Hanpumep
HanMcaTb HALWYy CCbIIKY NPAMO C K/to4eBbiM cnoBom this:

void damage( int amount )

{

this->hp -= amount;

}

KntoueBoe cnoso this nmeeTt cmbicn Anwb BHYTPU GYHKUMKM-YNeHA. Mbl moxem Npamo
BK/IIOYUTb MCMNO/b30BaHME KayeBoro cnosa this BHyTpu ¢yHKUMKM-uneHa, HO 6e3
HanucaHwua this, umeeTca B BMAY, 4TO Mbl roBopum 0 hp AaHHOro obbekTa.

CTpokoBbI€ TUIIBI SIBJIAKTCH 00beKTAMHU?

[a! Kaxkabii pas, Koraa B NpoOLIOM Bbl MCMO/Ib30BasIN CTPOKOBYIO NEPEMEHHY0, Bbl
MCNo/b30Bann 06beKT. [aBanTe UCMbITaeM HEKOTOPble GYHKLUMM-YNEHbI B Knacce string.

#include <iostream>
#include <string>
using namespace std;
int main()

{
string s = "strings are objects";
s.append( """ ); // nobasbTe "II" B KOHEL, CTPOKM!
cout << s << endl;

}

Y10 Mbl 3aecb caenanu? Mpumennnn GyHKumto-uneH append(), 4tobbl gobasuTb ABa
AONONHUTENbHbIX 3HaKa Ha KoHel, cTpoku (!1). dyHKuMA-yneH Bcerga npumeHseTca K
06BEKTY, KOTOPbIM M BbI3bIBAaET 3Ty GYHKLMIO-YNEH (0OBbEKT cneBa OT TOUKH).

IToackaska

Y106bl YBMAETL CNUCOK PYHKUMA U GYHKUUMN-YNEHOB AOCTYMHbIX B 06BEKTE, HanuwuTe
nMA nepemeHHon obbekTa B Visual Studio, 3aTem noctaBbTe TOUKY (.), 3aTEM HaXmuTe
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Ctrl v npoben. N noaBMTCA CNUCOK.

al

'%[3 int main()

|1
string s = "strings are objects";
S.
V ........ . jl;

assign

» &t

¥ begin

¢ str

¥ capacity

¥ clear

¥ compare

v copy

¥ data v
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1

)
1
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<

Haxcamue Ctrl u I'I,DO6€/70 8bi3bleaem CrucoK 4s1eHos8

3anyck GQyHKIUHU-YJIeHA

cDYHKLI,MFl-‘-U'IeH MOMKeT bbITb 3anyueHa npu nomoum cneayrouero CMHTakcunca:

objectName.memberFunction();

O6beKT 3anyckalowmii GyHKUMIO-YNEH HAaXOAUTCA CneBa OT TOUYKU. DyHKUMA-YNeH ana
Bbl30Ba CrpaBa OT TOYKM. 3anyck GpyHKUMM-YNeHa BCeraa COnpoOBOXAAETCA KPYr/biMM
CKOBbKamu (), AaxKe ecniv B HUX He nepeaaH aprymeHT.

Tak, B TOW 4acTM NPOrpammbl, rae aTakyeT MOHCTP, Mbl MOXEM YMEHbLINTb 3HaYeHue hp
MrpPoKa TakMm obpasom:

player.damage( 15 ); // urpok nonyyaet ypoH B 15 eguHuy,
Y1o He 6onee untabenbHo, Yem cneaytoulee:

player.hp -= 15; // urpok nonyyaet ypoH B 15 eguHuy,
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CoBer

Koraa ¢yHKUMM-YneHbl 1 06beKTbl UCnonb3yoTca 3PpdeKTUBHO, Balll Koa byaeT YntaTbea
bonblle KaK npo3a WAW TM033MA, HEMKEeNM KaK Kyya OnepaTopHbIX CMMBOJIOB
CTO/INOTBOPEHHbIX BMECTE.

MoOMMMO KpacoTbl U YMTABENbHOCTM, KAaKOBO 3HAYEHME HanUcaHMA PYHKUUI-YNeHOoB?
BHe obbekTa Player, ¢ nomoliblo €AMHCTBEHHOM CTPOKWU KOoAa, Mbl CEMYAC MOXKEM
Aenatb 6onblle, YeM NPOCTO YMeHbLaTb 31eMeHT hp Ha 15. Mbl moXeM Takke Aenatb
ApYyrve Beln KaK yMeHblleHue hp Urpoka, Takme Kak: NPUHMMATb B YYETHYIO 3anuchb
OPOHIO UrPOKa; NPOBEPATb, HEYA3BUM /1N UTPOK UAU UMETb aApyrue 3pdeKTbl, Koraa
MIPOKY HaAHOCUTCA YPOH. TO, YTO NPOUCXOAUT, KOTAa UrPOKY HAHECEH YPOH, AO0NKHO
nonyyatbcs oT PyHKUMM damage().

Tenepb NpeAcTaBMM, YTO Yy UIPOKA ecTb Knacc bpoHu. Jasalite gobasum none B struct
Player pna kKnacca 6poHu:

struct Player

{

string name;
int hp;
int armorClass;

h

Ham noHazobunocb 6bl yMEHbLWUTL YPOH MOJIYyY4EHHbIA UFPOKOM, C MOMOLLbIO Knacca
6poHM (armor) urpoka. Tak 4To Tenepb Mbl Hanucanu 6bi Gopmyny, 4ToOblI yMEHbLUATb
hp. Mbl Mmoxkem caenaTb 3TO He 06bEKTHO-OPMEHTUPOBAHHbIM CNOCObOM, NPAMO BOMAS
B Nosie AaHHbIX 06beKkTa player:

player.hp -= 15 — player.armorClass; // He OOI1

Nan mbl Mmoxem caenatb 3T0 OOBbEKTHO-OPMEHTMPOBAHHbIM cnocobom, Hanucas
bYHKLUMIO-YNIEH, KOTOPaA MEHAET AaHHble 31eMeHTOB 06beKTa player Kak Hago. BHyTpwu
obbekTa player, mbl moxem HanucaTb GyHKUMIO-4neH damage():

struct Player
{
string name;
int hp;
int armorClass;
void damage( int dmgAmount )
{
hp -= dmgAmount - armorClass;
}
3
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YupaxaeHus

1. Ectb nérkmm 6ar B ¢pyHKuMmM damage B npeabiaywem Koge. MoKete Bbl HAUTU U
ncnpasutb ero. Moackaska: Yto npou3onaér, ecnn 3agaHHbii ypoH (damage)
MeHbLe Yyem armorClass?

2. Hanwuuue TONbKO Yncna AnAa Knacca 6poHU, He AAET A40CTAaTOYHO MHPOopMaLUKM O
6poHe! KakoBo Ha3BaHMe 6poHU? Kak oOHa BbIrnaant? Mpuagymante GYyHKUMIO
struct ana 6poHn ob6beKTa Player c nonamu ana uMmeHu, Knacca 6poHN U penTUHra
NPOAOMKUTENBHOCTW.

Pemenus

PeweHunsa gna koga obbekTa struct Player nepeuncneHbl B cneayrowem pasaene, Private
U UHKancynayus.

Kak Ha cYéT cneaytollero Koaa:

struct Armor

{

string name;
int armorClass;
double durability; // nBoiHasi NpOAOMKUTENBHOCTb

h
dk3emnaap Armor, 3atem byaet nomew,éH BHyTpu struct Player:

struct Player

{

string name;
int hp;
Armor armor; // Player obnagaet Armor

h

3TO 03HA4aeT, YTo Yy UrpoKa ecTb BpoHA. Mbl Uccnegyem OTHOLIEHUA UMeem MNPOTUB
A68/719emcs Nosxe.

Private u nHkancyJassuus

NTaK, Tenepb mMbl onpeaenMan napy GpyHKUMM-4NeHoB, Yba Lefb MoANDULMPOBATL U
nogaepXuBaTb 371eMeHTbl [aHHbiX Hawero ob6bekta Player. Ho HeKkoTopble
NPOrpPaMMMICTbI MPeaiaraloT aprymeHThbl.

AprymeHTbl cnegytowme:

® JnemeHTbl AaHHbIX Ob6beKTa Bcerga AO/KHbl ObiTb AOCTYNHbI TO/MIbBKO Yepes
GYHKUMKU-YNEHbI, U HUKOTAa HanpamMylo.

3TO O3HAYaeT, YTO Bbl BOOOLLE HE A0/MKHbI MMETb AOCTYN K 9N1eMeHTamM AaHHbIX 06beKTa
HaNPAMYI M3BHE 06beKTa, TO ecTb MoAUPULUMPOBATbL hp UrPoKa Hanpsamylto:
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player.hp -= 15 — player.armorClass; // nnoxo: npsaMon JOCTyn K 3fIeMeHTY

3TOT NPUHUMN Ha3bIBAETCA WHKancynauua. MHKancynauua — 3TO KoHuenuuda, no
KOTOPOM B3aMMOAENCTBME C KarKAblM OOBEKTOM [OJ/INKHO OCYLLECTB/ATLCA TOJIbKO
nocpeactBom  YHKUMA-YNEHOB. WHKancynauusa roBOpUT, 4YTO HeobpaboTaHHble
3NEeMEHTbI AaHHbIX, A0JIKHbI ObITb HEAOCTYMHbI HANPAMYIO.

MpuUYnHbBI MHKaNCyNALUUKM TaKOBbI:

e Yrt06bl cCaenatb cogepkaHue Knacca 6esonacHbiM: [N1aBHaAA Maes MHKanNcynauum
3aK/04aeTcA B TOM, 4YTO O0ObEKTbl paboTaloT Aydwe, KOrga OHU
CNPOrpaMMMUpPOBaHbI TaK, YTO OHW YNPABAAKT U NOAAEPKUBAKOT CBON BHYTPEHHUE
nepemeHHble 6e3 HagobHOCTM nucaTb KoA 3a npegenamu Kaacca, 4Tobbl
paccMaTpMBaTb YacCTHble AaHHble 3Toro Knacca. Koraa Koa ob6beKkToB HanwmcaH
TakMM o6pas3om, To paboTaTb C 06BEKTAMM CTAHOBUTCA rOpasno Nerye, UX nerye
yuTaTb U NoanepmBatb. YTobbl 3acTaBUTb OO6BEKT UIrPOKA NpPbIraTb, Bam NPOCTO
HY)KHO BbI3BaTb player.jump() ¥ NO3BOAUTL COCTOSIHUIO ynpaB/ieHUA OObEeKTa
MUrPOKa CMEHWUTb ero MnoJioXKeHue BbICoTbl Mo ocu y (y-height), uto 3acTtasnser
WUrpoKa noAanpbirHyTe. Korga BHYTPEHHME 3n1emMeHTbl 06beKkTa He OTKpPbIThI,
B3aMmogencteme Cc 3TMM  0b6beKkTom ropasgo nerye UM 3QPEKTUBHEN.
B3aumopgeiictene nnwb ¢ nybamyHon ¢yHKUMen-yneHom obObeKTa, Mo3BonAeT
0ObEeKTy ynpaBAAaTb CBOMM BHYTPEHHMM COCTOSIHMEM (Mbl CKOpPO 0O6BACHUM
KNtoueBble cioBa private (YacTHbI) 1 public (ny6anyHbIR)).

e Yrto6bl M3beratb HapyweHuMn Kopga: Korga Koa BHe Knacca B3auMMOAencTeyet
TONBKO C  Ny6/AMYHbIMKU  GYHKUMAMM-YNEHaMM 3TOro Knacca (ny6amyHbIn
MHTepdenc Knacca), To BHyTPEHHEee ynpaBJeHUe COCTOAHMEM MOXKeT CBO6oaHO
MeHATbCA, 6e3 Kakux-nnmbo HapylweHUN Bbi3blBAEMOro Koga. Takmm obpasom,
€CIN  BHYTPEHHME 3/IeMEeHTbl [AaHHbIX O0O0bEeKTa MeHATCA No  Kakoh-nmbo
NPUYMHE, BECb KO MCMONb3YIOWNIM 0ObeKT byaeT ocTaBaTbCA B NOPAAKE, NOKa B
nopsaaKe oCcTatoTca GYHKLUUU-YNEHDI.

NTaK, KaK e Mbl MOXEM He A0MNYyCTUTb, YTOO NPOrpaMmMMUCT Aesan YTO TO HENPaBU/IbHO
M UMen AOoCTyn K 3/1eMeHTamM JAaHHbiX Hanpamyt? Tyt C++ BBOAWUT KOHUENUMUIO
moougukamopose 0ocmyna, 4Tobbl NPenoTBPATUTb AOCTYN K BHYTPEHHUM AaHHbIM
obbekTa.

3TO KaK Mbl ucnonbyem moauduKaTopbl AocCTyna, 4YTobbl 3anpeTuTb A[0CTYyn K
onpeaenéHHbIM cekuuam obbekTa struct Player nssHe.

MepBoe, YTO Bam NOHAZOOMUTCA caenaTb, 3TO PEWNTb KaKne cekumm onpegenenma struct
Bbl XOTUTE, YTOObI ObINM AOCTYNHBIMW CHAPYKM KNacca. 3T cekummn byayT oTMeYeHbl KakK
public. Bce apyrne obnactu, kKotopble byayT He4OCTYMNHbI 3a npeaenamu struct, byayt
OTMeYeHbl KaK private.
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struct Player

{

private: // HaYMHaeTCHa YacTHada cekums... K Hen HeT JocTyna
/I cHapyxw knacca, go...
string name;
int hp;
int armorClass;
public: // ...no CKOOA. Tak HaunMHaeTca nybnuyHas cekums
/[ 3Ta hyHKUMA-YNEH AOCTYyNHa CHapYXu struct,
// NOTOMY YTO OHa B CEKLMM OTMEYEHHOM Kak public:
void damage( int amount )

{

int reduction = amount — armorClass;
if( reduction < 0) // ydbegnTech 4TO He oTpuuaTensHoe!
reduction = O;
hp -= reduction;
}
h

HexkoTopbiM mporpaMmmucTam HpaButTcs public

HeKoTopble NnporpammuncTbl 6e3 3a3peHuns UCNob3yT NY6ANYHbIE 31EMEHTbI AAaHHbIX U
He MHKaNCy/IMPYIT CBOM 06BEKTbI. ITO AEN0 BKYCa, XOTb U CYMTAETCA MJIOXO MPAKTUKOM
06BEKTHO-OPUEHTMPOBAHHOIO NPOrPaMMUPOBAHMUS.

Tem He meHee, Knaccbl B UE4 ucnonb3ytoT nybanyHble 3nemeHTbl WMHOrga. 3To
cybbeKTMBHOE peLleHne; A0MKHbI SN1EMEHTbI AaHHbIX bbITb public uaun private Ha camom
Aene pewatb CaMomMy NPOrpaMmmMMUCTy.

C onbiTOMm, BbI O6Hapy)KMTe, 4YTO MHOrA4a Bbl OKa3blBaeTeCb B MOJIOKEHUU, KOTOPOE
oT4acTu TpE6y€T peopraHmn3aummn Koga, N Bbl AenaeTte I'Iy6ﬂu‘4HblMU 9N1e€MEHTbI AaHHbIX,
KOTOpble AO0/TKHbI 6blnn BbITb YaCMHbLIMU.

Kaacc nporus struct

Bo3morkHO, Bbl BUAENN pa3Hble cnocobbl 0b6bABNEHUA O6'beKTa, ncnonb3ya Kaw4vesoe
CnoBo cIass, BMecCTO struct, Kak NoOKa3saHo cneaylolwem Koae:

class Player // 3gecb Mbl npuMmeHunu class emecto struct!

{

string name;
1

3

Kntouesble cnoBa class u struct B C++ noytM MAeHTUYHbL. ECTb TONBKO O4HO OTAMYMeE
mexay class n struct. U oHo B TOM, 4YTO 3/71eMeHTbl AaHHbIX BHYTpM struct byayt
ob6bsABneHbl Kak public no ymonyaHuto. B To Bpems Kak B class anemeHTbl gaHHbIX byayT
06bABNEHDbI MO YMONYAHMIO KaK private. (BoT noyemy s BBEN 06beKTbI MCNOb3YIOLWME
struct. A He xoTen 6e3 obbAcHeHMA cTaBUTb public, Kak NepBylo CTPOKY AN 0b6beKTa
class.)
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B ocHoBHOM struct npeanoyTUTENbHO ANA NPOCTbIX TUMOB, KOTOPblE HE MCMNONb3YIOT
MHKaNcynaumio, WMMET He MHOro ¢GyHKUMA-YNEHOB M AO0/KHbI OblTb 06paTHO
coBMeCTUMbI € 3biIKom C. Knaccobl BCE eLLE UCnob3yoTCA NoBCoay.

OTHblHE, ,u,aBaf/iTe NPUMEHATb KNKo4YeBOE C/N10BO class BmecTo struct.

I'erTepnl U ceTTEphI

Bbl A0MKHO ObITb 3aMeTWU/IN, YTO KaK TOJIbKO Mbl MOCTaBMAM private K onpeaeneHuto
Knacca Player, mbl 60nblle HE MOX¥EM CYMTbIBaTb MM 3aNUCbIBAaTb MMA UIPOKa U3BHE
Knacca Player.

Ecnn mbl nonbITaemcAa U c4MTaem MMA C NOMOLLLBbIO Crieaylollero Koaa:

Player me;
cout << me.name << endl;

Nnu 3anuwem nmsa BOT TaK:
me.name = "William";

Mcnonb3ya onpegenenue struct Player ¢ private anemeHTamm, Mmbl NOYYUM CAEAYHOLLYIO
OLNBKY:

main.cpp(24) : error C2248: 'Player::name' : cannot access private member declared in
class 'Player’ (HeBO3MOXHO NOMYYMTb AOCTYM K YaCTHbIM 3rieMeHTaM, 06bABNEHHbIM B kracce Player)

3TO NPOCTO TO, Yero Mbl M NPOCKMAK, Korga obo3Hayann nosie name Kak private. Mol
cAenanu ero COBCEM HeAOCTYMHbIM CHapy»Ku Knacca Player.

I'errepnl

FeTTep — MosyyaTenb (TakKe M3BeCcTeH Kak PyHKUMs AocCTyna), Mcnonb3yetca, 4Tobbl
nepenasaTtb 06paTHO BbI3bIBAOLWEMY, KOMUN BHYTPEHHUX 3/1€MEHTOB AaHHbIX. YTOObI
cYMTaTb MMA WUIPOKa, Mbl yKpallaem Knacc Player ¢yHKuMel-yneHOM cneuuanbHo,
4yTObObI M3BIEUYbL KOMMIO 3TOrO YaCTHOrO (private) anemeHTa AaHHbIX.

class Player
{
private:
string name; // HeQOCTYNHO CHapyXu 3Toro knaccal
I/l ocTanbHas 4YacTb Knacca, Kak u npexae
public:
/[ ®yHKLMSA reTTep U3BreKaeT KoNuio nepeMeHHON A11s Bac
string getName()

{

}
|3

return name;
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UTak, Tenepb BO3MOXHO CYUTbLIBATb MH(I)OpMaLI,MlO 06 mMmeHu UTPOKa. Mbl moXkem
AENaTtb 3TO, UCMOJIb3YA cheaytroulee yreepxXgeHme Koaa:

cout << player.getName() << endl;

I-ETTepr MCNONb3YKOTCA AONA U3BAeYeHUA YaCTHbIX 3/1EMEHTOB, KOTOpbleé MHa4ye 6y,c|,yT
HEeAOOCTYMHbl CHAPYyXW Knacca.

CosBer

Cosert ot real world — kiaroueBoe ¢cj10B0o CoOnst

BHyTpu Knacca, Bbl MoXxeTe A06aBUTb KIO4eBOe C10BO const K 06bABneHU0 GYyHKUMN-
yneHa. Yto genaetT 310 KAtoveBoe cnoBo? OHO obelwaeT KOMNUAATOPY, YTO BHYTPEHHEE
COCTOAHME 0b6beKTa He OyaeT M3MeHATbCA B pe3y/abTaTe 3anycka 3Ton PyHKUMW.
MpucoeanHeHme KNYEeBOro c/IoBa const byaeT BbIrNA4eTb BOT TakK:

string getName() const

{

return name;

}

HuKakoro NpPUCBOEHMA 3/1eMeHTaM AaHHbIX He byaeT NpoucxoauTb BHYTPU PYHKLUMK-
yneHa, OTMe4yeHHOM Kak const. W NOCKONbKY BHYyTpeHHee cocTosiHMe obbekTa
rapaHTMpoOBaHHO He OyaeT MeHATbCA B pes3ynbTaTe 3anycka const ¢yHKuum, TO
KOMMUAATOP MOXKET BbIMOIHATL ONTUMM3ALMIO BbI30Ba GYHKUMKM Ans const GpyHKUmMK-
yneHa.

CerTepnl

CeTTep — YCTaQHOBLUMK (TakXe u3BecTeH KaK moaudukatop ¢yHKUMM WM myTaTop
bYHKUMK), PYHKUMA-YNEH, YbEN €AUHCTBEHHOM LIE/IbI0 ABNAETCA U3SMEHEHWE 3HAYEHUA
BHYTPEHHEN NepeMeHHOM B KNacce, KaK NOKa3aHo B cneaytollem Koje:

class Player
{
private:
string name; // HeQOCTYNHO CHapYXXu 3TOro knaccal
I/l ocTanbHas YacTb Knacca, Kak 1 npexae
public:
/I dyHKUMSA reTTep n3BrekaeT KOnu nepeMeHHon A5s Bac
string getName()
{

return name;

}

void setName( string newName )

{

}
k

name = newName;
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TaK YTO Mbl BCE eLLE MOXKEeM MeHATb YacTHyto (private) GyHKLMIO Knacca, CHapy»Ku 3ToM
bYHKLUMM, HO TONBKO €Cn Mbl Aenaem yepes GyHKLMIO ceTTep.

Ho B 4éMm ke Bcé-Taku naesi onepanuii get/set?

NTaK, nepBbii BONPOC, KOTOPbI BO3HUKAET B r0/10BE HOBOMCNEYEHHOIO NPOrPaMMMUCTA,
Korga OH BnepBble CTa/IKMBAETCA C onepauuamm get/set Ana YacTHbIX MePeMEHHbIX, 3TO:
“He ABnNAKOTCA N OHU OBpeyvYEHHbIMM Ha nposan?”’. A Mmero B BUAY, B YEM CMbICA
CKPbIBaTb AOCTYN K 31eMEHTAM AaHHbIX, KOr4a Mbl CObMpaemca OTKPbITb 3TU Ke camble
AAHHble CHOBa APYrMM NYTEM? ITO KaK CKa3aTb: “Bbl HE MOXeTe B3ATb LUOKONAAKM,
NOTOMY YTO OHM, YbW TO COOCTBEHHbIE, A0 TeX MOP, MOKA HE CKarKeTe: «MOXKanymcrta
naiMuelllokonagky()». A notom, moxeTe 6paTb nx”.

HeKoTopble OMNbITHblE NPOrpaMMMUCTbl Aake COoKpalwaiT ¢yHKuum get/set ao oaHom
CTPOKM:

string getName(){ return name; }
void setName( string newName ){ name = newName; }

[aBaliTe OTBETMM Ha 3TOT Bonpoc. He paspywaeTt nAn napa get/set MHKancynauuio,
MOJIHOCTbIO OTKPbIBAA AaHHbIE?

OTBeT ABOAKMIA. Bo nepBbIX, PyHKUUA-YEH get B OCHOBHOM BO3BpPALLAET TOJIbKO KOMUIO
3NeMeHTa fAaHHbIX K KOTOPOMY CO34aBasna A[OCTyn. 3TO O03HA4aeT, YTo 3HayeHue
OPUIMHANbHOIO 3/IEMEHTA AaHHbIX OCTAETCA 3aWMLWEHHBIM He NoaneXxuT moandurkaumm
yepes onepauyuto get().

Set() (meTog myTaTOop) onmepaums HEMHOro MNpPOTMBOpPeYMBaA opHaKo. Ecam cetTtep
npoxoauTt 4yepes (passthru) onepauwuio, Takyto Kak void setName( string newName ) {
name=newName; }, 3aTEM Ha/M4YMe CeTTepa MOXKeT NoKa3aTbcA beccmbiC/ieHHbIM. B
YEM NpPEeuMMmyLLecTBO WCMNO/Ib30BaHMA MeToAa MyTaTOp BMECTO nepenucbiBaHUA
nepeMeHHON HanpAMyto?

ApPrymeHT ONs MCNO/Nb30BaHUA MeToAda MyTaTopa 3TO HanMcaTb AO0MNONHUTENbHbIN
Kog, nepen, HasHa4YeHMemM nepemeHHOM, YToObl 3aLWMTUTb NEPEMEHHYIO OT NPUHATUA
HEKOPPEKTHOro 3HayeHusa. Hanpumep, CKarKem, y Hac ecTb ceTTep AAs 3/leMeHTa
AaHHbIX hp, YTO BbIFNALUT TaKMM 0bpasom:

void setHp( int newHp )
{

/l 3aWwnTa nepeMeHHon hp OoT NPUHATUA OTpPULATENBLHOrO 3Ha4YeHUs

if(newHp <0)

{
cout << "Owmbka, hp nrpoka He MmoxeT BbITb MeHbLLe YeM 0" << endl;
newHp = 0;

}

hp = newHp;

}
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MeToa, MyTaTopa npegnonaraet npeaoTBpalleHMe MPUHATUA  OTPULATEIbHOro
3HAYEHUA BHYTPEHHWM 3/1EMEHTOM AaHHbiX hp. Bbl MoMKeTe paccmaTpmBaTb MeTon,
MyTaToOpa OTY4aCTM MMeloWwMm obpaTHyto cuny. [lofKHa M OTBETCTBEHHOCTb N1eXKaTb Ha
BbI3bIBalOLLEM KOAe, B MPOBEPKe 3HaYeHUsA, KOTopoe OH YCTaHOBWUA A0 Bbi3oBa setHp(-
2), N He AonycKaTb 3TOro, KaK TO/IbKO OHO NonajaeTca B Metode mytatopa? MoxeTe nn
Bbl MCMO/b30BaTb NYBAMUYHYIO NEPEeMEHHYI-YeH M BO3/10XUTb OTBETCTBEHHOCTb B
nNpoBepKe TOro, 4YTO MNepemeHHas He MPUHUMAET HeAeNCTBUTE/NbHbIX 3HauyeHUn B
Bbl30Be KOAa, a He B ceTTepe? [la, Bbl MOXeTe.

Tem He MeHee, 3TO CYyTb NPMMEHEHUA MeToAa MyTaTopa. Maea meTosa MyTaTopa B TOM,
YTO BbI3bIBAMOLNI KO MOXET nepenaBatb /toboe 3HauYeHMe KOTOpPOe OH XoyeT AnA
¢yHKuMm setHp (Hanpumep, setHp(-2)), 6e3 HeobxoaumocTM 6GecnoKouTbca O TOM,
6yaeT nv 3HaveHue, nepegaBaemoe GyHKUMM, NPUFOAHBIM UM HeT. 3aTem GyHKUMA
setHp NpMHMMaeT OTBETCTBEHHOCTb, B TOM, YTOObI y6eauTbca, ABNAETCA M 3HAYEHUE
ANA NnepemMeHHon hp NpUroaHbIm.

HeKoTopble NpOrpamMmucTbl  cYMTAlOT MNpAMble  GYHKUMWM  MyTaToOp, TaKMe Kak
getHp()/setHp() aAypHO naxHywum Kogom. lypHO NaxHyWMin Koa — 3TO B LLe/IOM Nioxan
NPaKTUKa NPOrpamMmMmMpPOBaHUA, KOTOPYIO OTKPOBEHHO He 3amMmeyaloT, 3a UCKAKYeHuem
NErKoro 4yBCTBA, YTO, YTO-TO ObINO cAenaHO He onTMManbHO. OHWM CMOPAT O TOM, YTO
BMECTO MyTaTOPOB MOFYT ObiTb HanMcaHbl PyHKUMU-YNeHbl 6osiee BbICOKOTO YPOBHA.
Hanpumep, Bmecto dpyHKUMK-YneHa setHp() y Hac AonKHbI BbITb Ny6IMYHbIE GYHKUMN-
yneHbl, Takne Kak BocctaHasnmeath() M HaHocUTbYpoH(). CTaTbsl MO 3TOM Teme AO0CTYyMnHa Ha
http://c2.com/cgi/wiki?AccessorsAreEvil.

KOHCTPYKTOPHI U 1eCTPYKTOPLI

KoHcTpykTOop B Bawem C++ KoAe, 3TO NpocTad ManeHbKas QyHKUMA, KoTopas
3anyckaetcs OAWMH pas, Koraa Brnepsble co3aaH C++ 06beKT. [lecTpyKTop 3anyckaerca
OAMH pa3, Koraa obbekT C++ nukeuampyetcs. CKaxkem, y Hac ecTb c/ieayrouwan
nporpamma:

#include <iostream>
#include <string>
using namespace std;
class Player
{ .
private:
string name; // HEAOCTYNHO CHapY>KW 3aTOro knaccal
public:
string getName(){ return name; }
/I KoHcTpykTop!
Player()
{
cout << "ObbekT Player ckoHcTpympoBaH" << endl;
name = "Diplo";
}

Il ~OectpykTop (~ aTO He oneyvaTkal)
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~Player()
{

cout << "ObwbekT Player nuksnamnposan" << endl;

}
h
int main()

{
Player player;
cout << "Player Ha3BaH " << player.getName() << "" << end];

}

/| 06 bEKT Urpoka NMKBMAMPOBAH 34€ECb
NTakK, 34ecb mbl co3aann o6bekT Player. BoiBoa 3Toro Koga byaem cneayowmm:

O6bekT Player ckoHCTpynpoBaH
Player Ha3BaH ‘Diplo’
O6bekT Player nuksmgmposaH

MepBoe, 4YTO NPOMCXOAMUT B XOAE KOHCTPYMpoBaHWA, cOOCTBEHHO 3anyckaeTca
KOHCTPYKTOpP. YTO BbIBOAUT CTPOKY: “O6bekt Player ckoHcTpymposaH”’. Cnegom 3a 3Tum,
BbIBOAUTCS CTPOKA C MMeHeM Wrpoka: “Player HassaH ‘Diplo’”. lNoyemy Mrpok HasBaH
Diplo? NMoTomy 4TO 3TO MM Ha3HaYeHOo B KOHCTpyKTope Player().

N BOT, B KOHLE NPOrpaMmMbl, Bbi3bIBAETCA AECTPYKTOP UrpoKa, U Mbl BUAUM: “ O6bekT
Player nuksuauposaH”’. O6BbEKT UrPOKa NNKBUAMPYETCA, KOrAa OH BbIXOoAUT 3a 0bnacTtb
nencTena B KoHUe main() (3a npeaen } yrBepraeHnsa main).

NTaK, ANnA Yero XopoLln KOHCTPYKTOPbI U AeCTPYKTOpbI? OnpeaenéHHO OHU NOABASAIOTCS
ANA: YCTAaHOBKM W yaaneHus obbekTa. KOHCTPYKTOP MOXKEeT WMCno/ib30BaTbCcA AN
Ha3HaYeHWA HayaNbHbIX MONEN AAHHbIX, @ AECTPYKTOP ANA BbI30BA yAaNeHUA NobbIxX
ANHAMUYECKM pacnpefenéHHblx pecypcoB (Mbl ewé He npoxXoauan AUHAMUYECKM
pacnpenenéHHble Pecypchbl, Tak YTo He becnokoiTecb 06 3Tom NokKa).

HacienoBanue Kjaacca

Bbl uMcnonb3yeTe HacnegoBaHWe, KOrda Bbl  XOTMTe €034aTb  HOBbIM, 6onee
GYHKUMOHANbHBIM  KNacCc KoAa, OCHOBAHHbIM HA CyWEeCTBYHOLWEM Kiacce Koaa.
HacnepgoBaHve BarKHas Tema Ana npoxoxaeHus. [laBaliTe HayHEM C MOHATUS
NPoOn3BOAHbIN Knacc (Mam nogKknacc).

IIpou3BoaHbIE KJIACCHI
Hanbonee ecrtectBeHHbI cnocob paccmaTpuBaTb HacnegoBaHME, NYTEM aHANOMMU C

LAPCTBOM MBOTHbIX. Knaccudukaums KMBbIX CyLLECTB MOKa3aHa Ha c/aeaylolem
n3obparkeHunu:
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Maexkonurawiiee

Cobaka Komka Jlomaanp YenoBek

3ta Anarpamma o3Ha4vaeT, yto Cobaka, Kowka, Jlowagb v YenoseKk ABAAOTCA
MnekonuTatowmmn. 3To O03HAYaeT, YTo cobaKa, KOoLWKa, Nowaab 1 Yenosek obnaaatot
OOLWMMMN  XapaKTEpPUCTUKAMK, TaKMMKU Kak oblwas cuctema opraHoB (mo3r c
HEOKOPTEKCOM, NErKMEe, NeYyeHb M MaTKa Ansa ocobei KeHCKOoro nona), B TO e Bpems
abCcoNOTHO OTIMYAACL APYT OT ApYyra B APYrUX OTHOLIEHUAX.

Y10 6bI 3TO 3HAUMNIO, ecnn Obl Bbl MUCANN KOA cylecTB? Bam Hy*KHO 6b110 6bl inwb pas
CNpPOrpaMmMmnpoBaTb 06LLY0 PYHKLUMOHANBbHOCTb. 3aTeM, Bbl NpMMeHUAN Obl Kog Ans
Pa3/IMYHbIX YacTel, cneunanbHO ANA KaXA0ro Knacca cobak, KowekK, nowaaen n nogen.

KOHKpeTHbI Npumep 41 CXeMbl CBEPXY:

#include <iostream>
using namespace std;
class Mammal // knacc MnekonuTaroLlee
{
protected:
/I 3awmnwwérHble (protected) nepemMeHHbIe NOXOXM Ha YacTHble (private) nepemeHHbIe.
// OHM OOCTYMHbI B 3TOM KNacce, HO He CHapYyXu Kracca.
Il pasHnua mexay protected n private B TOM,
// yTo protected o3Ha4yaeT 4OCTYNHOCTb U ANS NPOUCXOAALLMX NOLAKNACCOB
int hp;
double speed,;

public:

I/ KoHcTpykTOp MnekonuTaoLwmx — 3anyckaetcsi MEPBbIM 0o KOHCTPYKTOPOB KnaccoB-NoTOMKOB!
Mammal()
{

hp = 100;

speed = 1.0;

cout << "MnekonuTtatoLlee co3gaHo!" << endl;

~Mammal()

{
}

I/ Obwan dpyHKuMs ana Bcex MnekonuTaroLwmx 1 NpomM3BOAHbIX
void breathe()

{

cout << "Bpox... Bbigox" << endl;

}

cout << "MnekonuTtatowlee ckoH4yanocb!" << endl;
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virtual void talk()

{
}

I/ YvcTas BupTyanbHas yHKUnA, (0ObACHAETCS HMXKE)
virtual void walk() = 0;

cout << "MnekonuTatoLiee roBopuT... nogMmeHnTe aty yHkuyuio!" << endl;

/I Cnepytowas cTpoka rosoput "knacc Cobaka Hacnegyetcs oT knacca Mnekonutatowee”
class Dog : public Mammal // : pBoeTou4ne ncnonb3yeTca Ansi HacnegoBaHUs

{
public:

Dog()

{
cout << "Cobaka poaunacb!" << endl;
} ~
Dog()
{

cout << "Cobaka ywna B mup uHon" << endl;

virtual void talk() override

{
}

I/ ocywecTBneHne xoabbbl onst cobaku
virtual void walk() override

cout << "leBast NnepegHasa nana v 3agHssa nNpaeas nana, npaeasi nepegHsas nana v neeas
3aHss nana... Co CKOpocTbk" << speed << endl;

}

cout << "TaB!" << endl; // cobakn roBopsiT TONbKO ras!

h
class Cat : public Mammal // knacc Kowika Hacnegyetcs ot knacca MnekonutaroLee

{
public:
Cat()

{

}
~Cat()

{

cout << "Kowka poamnacb" << endl;

o

cout << "Kowka ywrna B Mup nHon" << endl;

virtual void talk() override

{
}

/I ocywectBneHune xoabbbl AN KOLWKK. .. TaKoe Xe Kak 1 ansa cobaku!
virtual void walk() override

{
cout << " JleBas nepegHaA nana v 3agHasa nNpasad nana, npasasi NnepegHAs nana v nesas
3agHA4A nana... co CKopocTbio " << speed << end|;

class Human : public Mammal // knacc YenoBek HacnegyeTtca oT knacca Mnekonutatowee

{

cout << "May!" << endl;
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I/l YHVKanbHbIN 3NeMeHT AaHHbIX Ang Yenoseka (B oTnnumn o1 gpyrux MnekonutaroLmnx)

bool civilized;

public:

h

Human()
{
cout << "HosbIn Yenosek poauncs” << endl;
speed = 2.0; // meHsieM CcKOpPOCTb. Tak Kak KOHCTPYKTOpP Krnacca-noToMka
// 3anyckaeTcsa nocre KOHCTpyKTopa 6a3oBoro knacca,
// ycTaHaBnMBalTCA crneyunanbHble Ansi 3TOro Knacca
// nepeMeHHble-4YneHbl
civilized = true;
}

~Human()

{

cout << "Yenosek yweén B mup nHon" << endl;

virtual void talk() override

{

cout << "#l xopoLUOo BbIMMAXKY Ans... Yenoseka" << endl;
Il ocywecTBneHne xoab0Obl 4Nsi YenoBeka..
virtual void walk() override

{

cout << "[leBon, NpaBon, NIeBOK1, NPaBON CO CKOPOCTLIO " << speed << end|;
Il pyHKUMSA-YNEH YHUKanNbHa Ans1 NPOM3BOL4HOIO YeroBek
void attack( Human & other)
// YenoBek He ByaeT HanagaTb, €CNM OH LMBUIN30BaH
if( civilized )
cout << "Tloyemy OAUH YenoBeK AOSMKEH HanaaaTh Ha apyroro? A oTkasbiBatoch” << endl;
else
cout << "Yenosek Hanagaet Ha gpyroro!" << endl;

}

int main()

{

}

Human human;

human.breathe(); // ona abixaHus ucnonb3yeTcst pyHkuMoHan 6asoBoro knacca MnekonutatoLLee
human.talk();

human.walk();

Cat cat;

cat.breathe(); // ans gbixaHusa ncnonb3yetcsa dyHkumMoHan 6asoBoro knacca MnekonuTarowee
cat.talk();

cat.walk();

Dog dog;
dog.breathe();
dog.talk();
dog.walk();

CobakKa, KowkKa 1 YenoBek, Bce HacneaytoTca oT Knacca MaekonuTatouiee. TO 3HAYUT,
yTO cobakKa, KOLWKa 1 YesioBeK ABNAIOTCA M/IEKONUTAOLWMMU, U AaxKe bonblue.
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Cu”HrTakcuc HacJaeI10BaHusA

CMHTAKCMC HacnepoBaHUA A0BOJIBHO NPOCT. ,EI,aBaﬁTe B KayecTtBe npmumepa BO3bMEM
onpeaeneHne Knacca Yenosek. [anee AEMOHCTPpUpyeTca THUNUHHOE YTBEPXKAOEHUNE
HacneaoBaHUA:

HoBbiiA, Hacnegyembliii [BoeToune o3Hauaet Knacc, ot Kotoporo

Knacc — “Hacnepgyetca oT” MAET HacnepgoBaHue -

NPOU3BOAHDI Knacc unm “aro” 6a308BbIi1 Knacc
class | Human public | Mammal

Knacc cneBa OT ABoeTo4YMs, 3TO HOBbIA MPOM3BOAHbLIA Knacc. A Knacc cnpasBa oT
[BOETOYMA, 3TO 6a30BbIN KNacc.

YTo ge1aer HACJTeT0BAHUE?

Npes HacnenoBaHWA 3akato4vaeTca B TOM, YTOObl NPOM3BOAHbIM Knacc NpUMHUMan Bce
XapPaKTEPUCTUKN (3N1eMeHTbl AaHHbIX, PYHKUMM-YneHbl) 6a30BOro Knacca, a 3aTem
paclmpAn Ux c ewé bonbluen PyHKUMOHANBbHOCTbIO. Hanpumep, Bce maekonuTatolme
obnapatoT ¢yHKumeln breathe() (gbiwaTth). Hacneayacb oT Knacca Mnaekonutarowmx,
Knaccbl Cobaka, Kolwka 1 Yenosek aBTomaTUYeCKM NpMoBpeTaoT BO3IMOXKHOCTb AbllaTb
(breathe()).

HacnepoBaHue coKpallaeT MNOBTOPEHME KOAa, TaK KakK HaM He Haao MNOBTOPHO
OCyLLEecTBAATb 06yt PYHKUMOHANbHOCTL (Takyto Kak breathe()) ana Cobaku, Kowkn n
Yenoseka. BMecTo 3TOro, Kaxapli1 U3 3TUX NPOMU3BOAHbBIX KNaCcCOB UCMOb3yeT BMECTe C
ocTanbHbIMK pyHKUMIO breathe(), onpeaenéHnyto B Knacce MaekonuratolLee.

Tem He MmeHee, TONbKO Knacc Yenosek nmeet GyHKUMIo-uneH attack(). 9to o3HauyaerT, yto
B Hallem KoAe TONbKO Knacc Yenosek HanagaeT, atakyeT. ®yHKuma cat.attack()
BbI3OBET OLWIMOKY KOMNUNATOPA, €CAM TONbKO Bbl HE HanuweTte ¢yHKUMIO-YieH attack()
BHYTpM class Cat (nnm B class Mammal).

OT1Homienue “>1o”’

HacnepoBaHue yacto roBoput “310” oTHOWweEHMe. Koraa Knacc YenoseKk Hacneayetcs oT
Knacca MnekonuTatouiee, TO 3TO rOBOPUT O TOM, YTO YeNoBeK “3To” mnekonuTatoulee.
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Mnekonurtawowiee
nmeert: Cepaue
KpoBb

J1érkune
Yenosek Hacnedyem ace ocobeHHocmu

A
npucyuwue Mnaekonumarowemy

3TO

Yenosek

Hanpumep, o6bekT Human, cogepxut ¢yHKuuto Mammal BHyTpu, Kak B npumepe
HUXKe:

class Human
{
h

B atom npumepe, mbl roBopum, 4to y Human rae-to ectb Mammal (4T0 Mmeno 6bl
cMbIcal, ecnn Bbl YenoBeK, a MMEHHO, Pa3yMeeTca KeHLKWHa, 6biia 6bl bepemeHHa nau
Kak-nnbo ewwé aepkana 66l pebéHka (mammal), Hanpumep, HAHYMANA Obl).

Mammal mammal;

Y Human
Y amoeo knacca Human ecme Hekomopozo poda

EcTb: | Mammal

maekonumaroujee (mammal) 0obasneHHoe K Hemy

NMomHuTe Kak paHee ob6bekty Player, mbl gaBann Armor. N He umeno 6bl cmbicna
obbekTy Player HacnegoBaTbcA OT Knacca Armor, NoToMy 4To He ByaeT cmbicna, ecnum
ckasaTtb Urpok (Player) ato BpoHa (Armor). Korga npu paspaboTke Koga peluaete,
HacnefoBaTbCA M OAHOM Kaaccy OT ApYyroro uam Het (Hanpumep, Knacc Human
HacneayeTtca oT Knacca Mammal), Bbl Bcerga A0/1KHbl 6bITb CNOCO6HbI CKa3aTb YTO-TO B
TaKOM poJe Kak: Yenosek amo Mnekonutatowee. ECin 3mo 3By4UT HENpPaBWU/IbHO, TO

noxoxe, HacneaoBaHMe ABNAETCA HEBEPHbIM OTHOLWEHWEM ONA 3TOM napbl 06beKToB.

B npegblaywem npumepe mMbl BBEIM Mapy HOBbIX KAto4veBbix cios C++. MMepBoe 310
protected.
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3amuiméHHblie mepeMeHHbIe

MepemeHHan-YneH C Kawo4veBbiM cnoBom protected (3awmwéHHan), oTnmMyaetcs oOT
nepemeHHbIx ¢ private nnm public. Bce Tpn 3TX Knacca nepemMeHHbIX AOCTYMNHbI BHYTPU
Knacca, B KOTOPOM OHM onpegeneHHbl. PasHuMUa mexXay HMMW B OTHOLUEHUM
AOCTYMHOCTU CHApYXW Knacca. MNybamyHasa (public) nepemeHHas goctynHa Be3ge, Kak
BHYTPW KNacca, Tak U CHapyXK. YacTHan (private) nepemeHHaa AOCTynHa BHYTPWU Knacca,
HO He CHapyXu. 3awmuwéHHasa (protected) nepemeHHaa AOCTyNHA BHYTPM Kaacca, a
TaKKe BHYTPWU NPOMCXOAALLErO NOAKNACCA, HO HE CHApPYM Knacca. Tak YTO 3n1eMeHTbI
hp n speed knacca Mammal 6yayt agocTynHbl Knaccax-noTomKax Dog, Cat 1 Human, HO
He CHapy»KM 3TUX Kiaccos (Hanpumep B main()).

BupryajibHbie pyHKIUH

BuptyanbHaa QyHKUMA — 3TO OYHKUMA-YNEH, YbE OCYyLEeCTB/IEHWE MOXKeT ObiTb
NOAMEHEHO B K/lacce-noTomKe. B atom npumepe pyHkumsa-uneH talk() (onpepenenHa s
class Mammal) oTmeuyeHa Kak virtual. 3To 03HayaeT, 4YTO K/JACCbI-MOTOMKU MOTYT
BbIOMpPaTb, MO0 MOryT He BblbMpPaTb OCYLLECTBAATb UX COBCTBEHHYIO BEPCUIO TOFO, YTO
dyHKUma-yneH talk() sHauuT.

YucTo BUpTYaJbHbIe PYHKUUHU (M a0CTPAKTHBIE
KJIACCHI)

Yncto BMpTyanbHble GYHKUMM 3TO M3 Tex, Yb€ OcCylLecTBNeHMe Bam Tpebyetcs
noAMeHUTb B Kaaccax-notomKkax. PyHkums walk() B Knacce Mammal uwncto
BUpTyanbHaa. OHa H6blna 06bABNEHA TakKuMm 0bpasom:

virtual void walk() = 0;

BoT ata “= 0” yacTb B KOHLE npeablayLlero Koga, 3To To, YTo genaet GyHKLUMIO YMCTO
BUPTYa/IbHOW.

®dyHKuma walk() B knacce Mammal unucto BupTyanbHasa M 3To Aenaer Knacc Mammal
abcTpaKTHbIM. ABCTpaKTHbIM Knacc B C++ 370 NtobOM Knacc, MMeLWMin Kak MUHUMYM
OAHY BUPTYaNbHYO GYHKUMIO.

Ecamn Knacc coaepKuUT YMCTo BUPTYanbHYO GYHKLMIO U ABASETCA abCTPaKTHbIM, TO 3TOT
KNacC He MOXKeT ObITb MCNONb30BaH HanpAMYy A4 CO34aHUA 3K3emnnapa. To ecTb, Bbl
He MoKeTe co34aTb 06beKT Mammal ceityac, oT 3anMcK YUCTO BUPTYanbHOW GYHKUMUM
walk(). Ecav Bbl nonbiTaeTecb BbINOJHUTL CAEAYIOLWMUIA KOA, Bbl NOYy4YUTE OLLUNOKY:

int main()

{
}

Mammal mammal;
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Ecnun Bbl nonbiTaeTecb cO34aTb 06beKT I\/Iammal, TO Bbl noayvyuTte cneayrouyro OLLIM6KyZ

error C2259: 'Mammal' : cannot instantiate abstract class (HEBO3MOXHO cO34aTb 3K3eMnNnsap
abcTpakTHoro knacca)

OZHAKO Bbl MOXKeTe CO34aBaTb 3K3eMMAsAPbl NPOM3BOAHbIX OT Kaacca Mammal, noka
KN1aCCbl-MOTOMKM ByyT MMETb OCYLLLECTB/IEHHbIE BUPTYaNbHble GYHKUUN-YIEHDI.

MHOKeCTBEHHOE HAC/IeI0BAHM €

He BCE MHOXeCTBEeHHOe TaK XOpPOoLO, KaK 3TO 3By4MT. MHOXeCTBeHHOe Hac/ieoBaHue —
3TO KOrga Npou3BOAHbIA Knacc Hacneayetca 6onee yem oT ogHoro 6a3oBOro Kaacca.
Ob6blYyHO, 3TO paboTaeT 63 Nomex, eC/IM MHOXKECTBEHHble 6a30Bble KNacCbl OT KOTOPbIX
Mbl Hacneayem, He UMEOT COBEepPLUEHHO HUYEero obuero Apyr ¢ Apyrom.

Hanpumep, y Hac moKeT 6biTb Knacc Window, KoTopblt HacnegyeTtca OT 6a30Bbix
knaccoB SoundManager un GraphicManager. Echn SoundManager npegocTtaBnaseT
¢yHKumto-uneH playSound(), a GraphicManager npeaoctasnser @yHKLUIO-YNEH
drawSprite(), Torma knacc Window 6yaeTr B COCTOAHMWM MCMONb30BaTb 3TU
AONONHUTENbHbIE XapaKTepuUCTUKN 6e3 npobnem.

Sound Man Graphics Man

//'7

=

Game Window

Game Window Hacnedyemoe om Sound Man u Graphic Man, o3Hauaem, ymo Game
Window 6ydem umemeos 0be ycmaHo8/eHHble XapaKmepucmuKu

Tem He mMeHee, MHOXeCTBEHHOe Hac/lefoBaHME MOXeT WUMeTb HeraTuBHble
nocneacteua. Ckaxem, Mbl XOTUM €034aTb Knacc Myn, KOTOpbIA NPOUCXOAUT OT K/1accoB
Ocanua n KoHb. Knaccbl Ocanua n KoHb B CBOKO ovepeb HacneayrTcAa OT Knacca
MnekonuTatowiee. Y HacC MrHOBEHHO BO3HMKaeT Bonpoc! Ecan mbl BbizoBeM YHKUMIO
mule.talk() (myn.rosoputb()), a ans myna mbl He nogmeHann ¢yHkumio talk(), To Kakas
bYHKUMA-YNEH AOMKHA ObITb 3anyLleHa, oT Knacca Ocamua uam ot Knacca KoHb? 370 He
ACHO.
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YacTHoe Hac/Ieq0BaHUE

Mano cka3zaHo 06 ocobeHHocTn C++ YacTHOM HacnegoBaHMW. Koraa oamMH Knacc
NPOUCXOAUT OT APYroro Knacca nyb6/M4YHO, TO 3TO CTAaHOBUTCA M3BECTHO BCeMY Koay, K

POAUTENIbCKOMY KJ1aCCy KOTOPOro OH NpUHagaeXxunT. Hanpumep:
class Cat : public Mammal

3TO O3Ha4aeT, YTo BeCb 3TOT Koa byaeT 3HaTb, uTo Cat 3To 06bekT oT Mammal. U byget
BO3MOXHO YKa3blBaTb Ha 3K3emnasap Cat* ucnonb3ys ykasatenb 6a30BOro Knacca
Mammal. Hanpumep, cheaytowmin kog byaet AencTBUTEIbHbIM:

Cat cat;
Mammal* mammalPtr = &cat; // Yka3biBaeT Ha Cat Tak ecnv Obl OH Obin
/I Mammal

3T0T Koa xopouw, ecnm Cat Hacnheagyetca oT Mammal nybanyHo. YacTHoe HacnegoBaHue
3TO, KOrga Koay CHapy»Ku Knacca Cat He NO3BOJIEHO 3HATb POANTEIbCKUIM KNaCC:

class Cat : private Mammal

34ecb, BHELWHe Bbi3blBaeMbin Kog He bypeT “3HaTth”, uto Knacc Cat npoucxoamt ot
Knacca Mammal. MNpueuaeHue TMnos ak3emnnapa Cat Kk 6azoBomy Knaccy Mammal He
pa3peleHo KOMMUAATOPOM, KorJda HacnejoBaHMe 4vacTHoe (private). Mcnonb3yinTe
YyaCTHOe Hac/le0BaHMe, KOrAda Bam HYXKHO CKpbITb GpaKT TOro, 4to onpeaenéHHbIn Knacc
NPoOUCXoauT OT onpeaenéHHOro poaMTeNbCKOro Kaacca.

OpgHaKo 4acTHoe HacnegoBaHue peaKo NpUMeHAeTCA Ha npakTMKe. BbONbLIMHCTBO
KNaCCoB UCNONb3YHOT INLLb I'IV6I'IM‘-IHO€ HacnegosaHue. Ecnn Bbl XenaeTte 3HaTb 6onblue
O YaCTHOM HacnenoBaHUKN, NOCMOTPUTE:

http://stackoverflow.com/questions/406081/why-should-i-avoid-multiple-inheritance-in-c.

Ilomemaem Balr KJacc B 3aroJIOBOYHBIN (PanJI

Y)Ke [aBHO, HaluWM Knaccbl MPOCTO BCTaBaAnAucb neped main(). Ecan Bbl npogosKute
nporpaMmmmpoBaTb TakMm o06pasom, TO Ball KoA Becb byger B ogHOmM daine u
BbIFNAAETb Kak 0AuH 6obluoin 6ecnopsaaok.

MoaTomy, XxopoLuasa NPakTMKa B NPOrpaMMUPOBaHNM 3TO OPraHM30BbIBaTb BallX KNacChl
B OTAEeNbHbIXx $annax. Tak peaakTMpoBaTb KaxKAblM KOA Knacca WMHAMBWAYA/bHO,
CTaHOBMUTCA ropas3ao fierye, Koraa B NPOEKTe MHOXECTBO KNaccoB.

Bo3bmute Knacc Mammal 1 ero nponsBoaHble KAaccCbl U3 TOFO, YTO Mbl AEeNaNN PaHee.
Mbl KaK nosiaraeTca, opraHM3yem 3TOT NpUMep B oTaeNbHble ¢ainbl. A 3TOro gaBante
BbINONHUM CneaytoLime Wwaru:
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1. Co3pgante HOBbIN ¢dann B Bawem npoekre C++ M Haszosute ero Mammal.h.
BbipexbTe 1 BCTaBbTe BeCb Knacc Mammal uennkom B 370T dain. 3ameTbTe, YTO
Kak ToNbKo Knacc Mammal BKatoyaeT B cebs, MCnonb3oBaHMe cout, Mbl NULIEM
yTBeprKAeHMe #include <iostream> B 3TOM daline TaKxKe.

2. Hanuwwute ytBepxaeHune “#include Mammal.h” BBepxy Bawero ¢parnna Source.cpp.

Mpumep TOro, Kak 3TO BbIrNAANT, NOKA3aH Ha CneAyowemM CKPUHLLOTE:

) 1] #include <iostream> + C #include <iostream>
1' (1 project 2| using namespace std; < using namespace std;

5 - (

s Dog inhel 6| protected:

g 7 // protected variables are accessible
// but not outside the class
int hp;

" s // This next line says "cl
AR 'I=class Dog : public
8| Al
3] public:

1e Dog() 10 double speed;
12 cout << “"A dog is born!" << enj| 12} |public:
3 } 13 // Mammal constructor - runs FIRST bef]
~Dog() 14 Mammal()
1: { 15 {
16 cout << "The dog died" << endl 16 hp = 100;
17 } 1 speed = 1.9;
18 virtual void talk() override 18 cout << "A mammal is created!" <<

{ Lol )

YTO npouncxoanT 34ech, KOraa Koh KomnuamposaH? Becb kKnacc Mammal konupyetca u
BcTaBndAetca (#include) B ¢paiin Source.cpp, KOTopbi coaepXuT GyHKUMIO main(), a Bce
OCTaNbHble Kaaccbl npoucxogaT ot  Mammal. Mockonbky #include 310 yHKUMA
KONMMPOBaHMA U BCTaBAEHMA, TO Kog byaeT paboTaTb abCONOTHO TakK }Ke, KaKk 1 A0 3Toro.
OTAnMymne TONbKO B TOM, 4YTO OH OyaeT ropasfo /yywe opraHu3oBaH M ero byger
yaobHen n nerdye npocmatpmeaTtb. C 3TOro wWwara KOMNUAMPYMTE U 3anycTuTe Ball Kog,
yTobbl YOEANTLCA, YTO OH NO-NperKHeMy paboTaerT.

CoBert

Moualle npoBepAiTe, YTOObLI Ball KOA KOMNUAMPOBANCA M 3anyckanca. OcobeHHo Koraa
npoBoauTe pepakTopuHr. Ecam Bbl He 3HaeTe NpaBu/, Bbl HEN3OEKHO HagenaeTe MHOro
OWNOBOK. BOT noyemy Bam cnepyeT BbIMNOAHATbL PedaKTOPUHI TOIbKO HebOoNbLIMMU
waramum. PepakTopMHrom HasblBaOTCA AENCTBUA, KOTOPbIE Mbl BbINOIHAEM Ceityac — Mbl
peopraHnsyem WUCTOYHUK, 4YTODObl 06n1eryntb NOHMMaHuWe A[PYrMM NPOrPaMMMUCTaM
YMTAIOLWMM Hawy KoaoByto 6a3y. PedaKTopuHr 06blMHO He BNIEYET K NEepenmcbiBaHUIO
CULWKOM MHOTOrO.

Cnepgytoliee, YTo BaM Hag0 cAenatb, 3TO M30AMpPoBaTb Knaccbl Dog, Cat 1 Human B mx
cobcTBeHHble ¢ainbl. YTobbl caenatb 310, co3pante ¢pannbl Dog.h, Cat.h, Human.h un
[06aBbTe UX B Ball MPOEKT.

ﬂ,aBaVITe Ha4YHEM C Knacca Dog, KaK NMOKa3aHO Ha caeayrwem CKpUHWoTe:
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*Ix
7 9 ool : %) Classannal slabal Scope & classuemal Globel Scope:
o 1] #include <iostream> * 1 #include <iostream> * 1] #include <iostream>
2| using namespace std; 5 2 using namespace std; = 2| using namespace std;
4)-#in “Mammal.h" B 4 #include “"Mammal.h" p i 4)-class Mammal
Sk#include "Dog.h" > 5 shi{
& // This next line says 6| protected:
: 7|:class Cat : public Mammal 7 =class Dog : public Mamm 7 // protected variab]
’ 8 { 8 |{ 8 // but not outside {
3| public: 9 public: 9 int hp;
10 Cat() 10 Dog() 1@ double speed;
11 { 11 { 11
12 cout << "A cat is born! 12 cout << "A dog 12| public:
13 } 13 } 13 // Mammal constructd
14 ~Cat() 14 ~Dog() 14 Mammal()
15 { 15 { 15 {

Ecnn Bbl NpUMEHUTE TOYHO TaKYH Ke YCTAaHOBKY M MOMbITaeTeCb KOMMWU/IMPOBATb, U
3anycTUTb Bal NPOEKT, Bbl yBugute ownbky: ‘Mammal’ : ‘class’ type redefinition
(‘Mammal’ : nepeonpeaeneHune Tmna ‘class’); Kak NOKasaHoO Ha cheAyloWEM CKPUHLLOTE:

Y - |€) 17 Errors

Description
€31 error C2011: "Mammal® : "class’ type redefinition

Y10 03HauaeT aTa owmnbKa? To, yto Mammal.h gBaxabl BHECEH B Baw nNpoekT. OanH pas
B Source.cpp 1 3atem, eweé pa3 B Dog.h. 3To 03HauaeT, 4To PaKTUYECKM ABe BepCcuM
kKnacca Mammal 6bian gobaBneHbl B KOMNUAMPyembin Kog, u C++ He 3HaeT, KaKyto
BEPCUIO UCMO/b30BaTb.

EcTb ABa cnocoba pewnTb 3TOT BONPOC, HO HaUerYamwnim (M TOT KOTOPbI NPUMEHAETCS
Unreal Engine) 3To makpoc #pragma once, Kak NOKa3aHO Ha CneayowemM CKPUHLLOTE:

B classmommal - Global Scope - ~ | [§ classmammal - (alebal scope) - « [ classvammal - el Sgope -
1| #include <iostream> * 1|(#pragma once * 1
2| using namespace std; = 2 s 2
3 3] #include <iostream> I— 3] #include <iostream>
4)=#include "Mammal.h" 1 4 using namespace std; 4} using namespace std;
5] #include "Dog.h" 5 5
6 6 #include "Mammal.h" 6]sclass Mammal
7]5class Cat : public Mammal 7 71 {
8] { 8 // This next line says 8| protected:
9| public: 9 ©class Dog : public Mamm g // protected variab
1@ Cat() 18 |{ 10 // but not outside
11 { 11 |public: 11 int hp;
12 cout << "A cat is born] 12 Dog() 12 double speed;
13 13 13

}

Mbl nuwem #pragma once BBEPXY KaXKAoro 3arosoBoyHoro ¢arna. Takmm obpasom,
korga Mammal.h BKntoYyaeTca BTOPOM pa3, KOMOUAATOP HE KOMUPYET U He BCTaBAAeT
ero CoAepKMMOoe CHOBA, MNOCKO/IbKY OH y¥e Obla BKAOYEH 40 3TOr0 U ero coaepXmmoe
Y€ Ha caMom gene B Komnuampyemom rpynne ¢pamnnos.

Caenante 10 e camoe pgna Cat.h m Human.h. 3atem BKawouuTe mx B Baw ¢ann
Source.cpp, rae NOCTOAHHO HaxoAMTcA Bawa GyHKUmMA main().
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& X . m v SRR X
%) classrammal Glcbal Scope %) classan lotal ) C1as M t © tal ) Clas s lobal & clas s Globel

1| #include <iostream> #* 1| #pragma once¥ 1] #include <i¥* 1| #pragma onc¥ 1| #pragma ond
2| using namespace std;S 2 S 2| using names’ 2 S 2

3] #include <ig 3 3] #include <ir 3| #include <J
4)-#include “"Mammal.h" 1| using namesp 4| #include "M 4 using names 4| using nameg
5| #include "Dog.h" | i
5| #include "Cat.h" 6| #include "Ma 6]-class Cat : & #include "V class Mamm
7| #include "Human.h" 71 | 71 { 7 71 {

8]7class Human 8] public: 8 // This nex 3| protected:
gl-int main() ol { S Cat() 9 =class Dog : 9 // prof
el |{ 1e| // Data memb 10 { — 10 { 1@ // but
11 Human human; 11 bool civ 11 coul 11 public: 11 int hpj
12 human.breathe(); 12) public: 12 } 12 Dog() 12 double

Bce Knaccobl 8Kk04YeHbl

Tenepb, KOrga Mbl BKAKOYMIN BCE K/1ACCbl B Balll NPOEKT, KOA4 A0/1KeH KOMNU/INPOBATbCA
1 3aMyCKaTbCA.

hu.cpp

Cnepyowmii ypoBeHb OpraHmnsaLmm, 3To OCTaBUTb 06ABAEHMA Kacca B 3ar0/10BOYHOM
danne (.h) 1 nomecTUTb camu Tena ocywectTsneHmns GpyHKUUIA B HOBble daiabl .cpp. A
TaK)Ke 0CTaBMTb CYLLECTBYIOLWME 3/IEMEHTbI B 06bsiBAEHUN Knacca Mammal.

Ona Kaxkgoro ¢anna BbiNONHUTE Cieaylolmne onepaymu:

1. Yoanute teno Bcex ¢yHKuMin (Kog mexay { U }) M NpocTo 3aMeHuTe MX Ha
ABoeTtoumne. Ana knacca Mammal, ato 6yaeT BbIrnaAeTb Tak:

/l Mammal.h
#pragma once
class Mammal
{
protected:

int hp;

double speed,;

public:
Mammal();
~Mammal();
void breathe();
virtual void talk();
[/ ynctas BupTyanbHasa pyHKUKS,
virtual void walk() = 0;

%
2. Co3pante HOoBbIM ¢ann .cpp M HazoBuTe ero Mammal.cpp. 3atem npocTo
nomecTtuTe Teno GYyHKLUNI B 3TOT KAacc:

/I Mammal.cpp
#include <iostream>
using namespace std;

#include "Mammal.h"

Mammal::Mammal() // ObpaTute BHUMaHue Ha: use of :: (onepaTtop pa3speLueHnsa obnactu
/l BUgMMoOCTN)

{
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hp = 100;
speed = 1.0;
cout << "MnekonuTtatowee co3gaHo!" << endl;

}

Mammal::~Mammal()

{
}

void Mammal::breathe()

{
}

void Mammal::talk()

{
}

Ba)kHO 06paTUTb BHMMaHWE Ha WCMNO/Mb30BaHME MMEHW KJjacca M Ha onepatop
pa3pelweHns obnactu BMAMMOCTM (ABOMHOE ABOeTouYMe), Korga obbaBnseTe Teno
byHKUMMN-yneHa. Bcem dyHKUMAM-YNEHam, NpuUHaaneXalwmm K Knaccy Mammal, mbl
pobasnsem npuctaBky Mammal::.

cout << "MnekonuTatoLlee ckoH4anocb!" << endl;
cout << "Bpox... Bbigox" << endl;

cout << "MnekonuTatoLiee roBopuT... NoAMeHUTe 3Ty yHKumo!" << endl;

Obpatute BHMMAHME Ha TO, YTO YUYUCTO BUPTyasbHAa OYHKUMA He umeeT Tena,
CcobCTBEHHO TaK U A0MKHO b6bITb! YMcTO BUpTYanbHblie GYHKLUMKU NPOCTO 06bABAEHDI (M
MM NPUCBOEHO HayasibHOe 3HayeHue 0) B 6a30BOM Knacce, HO OCYLLECTBAAKTCA NO3XKe B
NPOWU3BOAHbIX KNaccax.

YnpaxHenue

3aBepLlunTe pasaenieHne KNaccoB pasHbIX CYLLEeCTB CBEPXY B 3aroN0BOYHbIN Knacc (.h) u
¢daiin onpeaeneHunsa Knacca (.cpp).

BniBOoabI

Bbl y3Hann o6 obbeKkTax B C++, KOTOpble ABAAKTCA YaCTAMM KOZa CBA3bIBAIOLLMMM
3N1€MEeHTbI AaHHbIX U QYHKLMN-YNEHDI B CBA3KM KOAA Ha3blBaeMble Knaccamu (class) nam
CTPpYKTypamm (struct). O6bEKTHO-OpPUEHTUPOBAHHOE NPOrPaMMMPOBAHME O3HAYAET, YTO
Baw Ko 6yaeTr HanonHeH NnpeaMmeTamMu, a He NpocTo nepemeHHbIMU int, float u char. Y
Bac OyaeT nepemeHHas, KoTopasa npeactaBndetr 6o4yky (Barrel), ewé nepemeHHas,
KoTopaa npeacrtasnset urpoka (Player) n Tak ganee. To ectb byayT nepemeHHble ans
npeacTaBNeHNA BCeX CYyWHOCTeEN B Baweh wurpe. Bbl 6byguTe cnocobHbl NOBTOPHO
MCNONb30BaTb KOA MPW NOMOLLM HacneaoBaHuA. Ecam Bam Hago 6Gbln0 HanucaTb Kog,
ana  peanusaumm Knaccoe Cat wn Dog, Bbl MOrAM HanucaTb Kog obuen
dYHKUMOHanbHoCTM B H6azoBom Knacce Mammal. Mbl TakKe 0bcyannm MHKancynaumio
M TO, HAaCKO/MIbKO nerye u 3ppeKTUBHEN NPOrpamMmmuMpoBaTb OOBEKTbI TaK, YTOObI OHM
NoAAePKUBANMN CBOE BHYTPEHHEE COCTOAHME.
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I'1aBa 7. /luHaMHu4Yeckoe pacnpeaejieHue
NaMATH

B npeabiayuwieli rnaBe, Mbl roBOpuaM 06 onpeaeneHuMAx KAacCoB M O TOM Kak
NPOAYMbIBAaTb Bal COOCTBEHHbIN Knacc. Mbl obcygmnm Kak, NpoAymMbiBaA Halu
cobCTBEHHbIE KNACCbl, Mbl MOXEM CKOHCTPYMPOBATb NMepemMeHHble npeacTaBastowme
CYLLHOCTU B BaLLEN UTPe NN NPOorpamme.

B aTom rnase, mbl NOroBopmMm o AMHaMMU4ECKOM pacnpeaeneHnmm namatm 1 0 Tom, Kak
C034aBaTb MECTO B MNaMATU ONA Tpynnbl 06beKTOoB.

MpeAnonoXKum, YTo Mbl MMEEM YNPOLLLEHHYIO BEPCUIO Kiacca Player, Kak paHee, anuwb C
KOHCTPYKTOPOM U AeCTPYKTOPOM:

class Player

{

string name;
int hp;
public:
Player(){ cout << "Player born" << endl; } // Urpok poauncs
~Player(){ cout << "Player died" << endl; } // rpok ymep

PaHee mbl roBopuan o6 obnactm penctemsa nepemeHHol B C++. YToBbl OCBEXUTb
BOCMOMWHAHUA, HANOMHMM, 4YTO o065nacTb [AeNCTBUSA NEepPeMeHHOM B  Leiom
orpaHuumBaeTca 6/10KOM, B KOTOPOM OHa obbaBneHa. A 610K - 3To npocTto, ntoban
CeKUMA Kopa coaeprKawasca mexay ourypHbimu ckobkamu ({ v }). BoT npoctan
nporpamma AeMOoHCTpUpyoLan obnactb AeNCTBUS NePEMEHHOMN:

int main()
{ HauMHaem 610K main()

int x; obnacTb gencTemua X oTcloga U A0 KoHua main()

if( Kakoe-HMbYAb_ycnosue )

{ HaunHaem 610K if
inty; obnacTb gencTemuA y oTcloga U A0 KoHua if
} 3aKaHuuBaem 60K if [y aukesngupyerca]
} 3aKaHuYMBaem 6a0K main() [x AMkBuaupyerca]

B amom npumepe npozpammel, 06s1acmes delicmeus nepemeHHoU X npoxooum rno ecemy
main(). A 06aacme delicmsus nepemeHHoU y mosbKo sHympu 610kKa if.
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PaHee Mbl YNOMWHaNM, YTO MNEPEMEHHbIe JIMKBUAMPYIOTCA, KOrga OHM BbIXOAAT M3
obnactn gencrens. Jasante ncnpobyem aTy naeto c aksemnaapamm Knacca Player:

int main()

{
Player player; // "Wrpok pogunca”
} I/ "VIrpok cruHyn" — 06beKT Urpoka nNnMKBMAMpyeTcs 34ecb

BbiBOA 3TOM NpOrpaMmbl ceayoLwni:

Urpok poawunca
Urpok ymep

[ecTpyKTop AnAa obbeKTa UrpoKa BbI3BAH B KOHUeEe 06nacTm AencTBuA 3TOro 0b6beKTa.
MockonbKy 061acTb AencTBMA NnepemMeHHoOM 3To 610K B KOTOPOM OHa onpeaeneHa, 4to
COCTaB/AET TPWU CTPOKU Koaa, To 06bekT Player bygeTr nMKBMAMPOBAH HEMEONEHHO B
KOHUe main(), Koraa oH BbiXxoauT U3 061acTu AencTBuUS.

JIMnHAMH4YecKoe pacnpenaejeHue naMsaTh

Tenepb, AaBaiiTe nonpobyem AuMHamunyeckn pacnpeaenntb obbekT Player. Yto 3To
3HauuUT?

Mbl MCNONb3yeM K/lOYEBOE C/I0BO new, YTOObI pacnpeaeinTb 06BbEKT!

int main()

{

/Il "anHammyeckoe pacnpegeneHme” — UCnosb3ys KoyeBoe CroBo new!
/[ 3TOT CTUNb pacnpeneneHnst 03HadaeT, YTO OObEKT Urpoka
/l HE 6yneTt aBTOMaTUYeCKN yaanéH B KOHLUe 6roka, B KOTOPOM
/] oH 06bsiBNEH!
Player *player = new Player();
} /I HUKAKOI'O aBTOMaTunyeckoro yaaneHums!

BblBOA, 3TOM NpPOrpaMmmMbl TaKOB:
Urpok poawunca

Urpok He ymunpaet! Kak mbl ybnsaem mrpoka? Mbl 40MKHbI NPAMO Bbl3BaTb delete Ha
yKasartene player.

KaroueBoe cjaoBo delete

Onepatop delete 3anycKkaeT AecTpPyKTOp ANA 06bEKTA, KOTOPbLIN yAaNEH, KaK NOKa3aHo B
cneayroLLem Koze:

int main()

{

/Il "oMHamun4eckoe pacnpegeneHne" — ncnonb3ysi KNi4eBoe CrnoBo new!
Player *player = new Player();
delete player; // ynaneHue 3anyckaeT 4eCTPYKTOP

}
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BbiBOA 3TOM NpOrpaMmbl cieayoLLni:

Wrpok poauncs
Nrpok ymep

NTaK, TonbKo “HopmanbHOro” (Mam “aBToMaTUYeECcKoro”, Tak)Ke HasblBaeMble KaK TUIbl
He-yKasaTesin) Tuna nepeMeHHble IMKBUANPYIOTCA B KOHLEe 6/10Ka, B KOTOPOM OHM Bbinu
06baBneHbl. TUN ykasaTenb (nepemeHHas ob6bABNEHHAA CO 3HAKOM * U KAKOYEBbIM
C/IOBOM new) He IMKBUAMPYHOTCA aBTOMATUUYECKU, AarKe KOrAa OHUM BbIXOAAT U3 obnactu
nencTeus.

KakoBo npeaHasHayeHue 3Toro? [lMHamuyeckoe pacnpegeneHve AaéT Bam KOHTPO/b
Korga ob6beKT co3gaértca n amkengmpyetcs. MNosKe 3To cTaHeT 60/1ee NOHATHO.

YTeuka NaMAaATH

NTaK, AMHaMMYECKM pacnpeneniéHHble 0b6BbeKTbl, CO3A4aHHble CO C/I0OBOM New, He
yOanATCcA aBTOMaTUYECKM, NOKa Bbl HANPAMYIO He Bbi3biBaeTe delete ana Hux. TyT ecTb
puck! ITo HasbiBaeTcA ymeyka namamu. YTedka namsaTu NPOUCXOAWUT, KOraa OObBEKT,
pacnpenenéHHbI Co CI0OBOM New, BoobLle He yaanunca. M uto moxKeT cnyuntbea? Ecam
MHOTo O6bEeKTOB B Ballleld Nporpamme pacnpefeneHbl CO CNI0BOM NewW WU 3aTem Bbl
npeKpallaeTe UCMNO/b30BaTb UX, TO B KOHLE KOHLOB, B BallemM KOMMbIOTEPE UCCAKHET
NamMsATb U3-3a YTEUKM NAMATMK.

BoT Henenbit NnpuMep NPorpammbl 410 AEMOHCTPaUUK Nnpobaemsl:

#include <iostream>
#include <string>
using namespace std;
class Player
{
string name;
int hp;
public:
Player(){ cout << "Urpok poguncsa" << endl; }
~Player(){ cout << "Urpok ymep" << endl; }

int main()

{

while( true ) // npogomkaeTcs BEYHO,

{

/I pacnpegeneHue...
Player *player = new Player();
// 6e3 delete == YTeuka namaTtu!

}
}

3Ta NporpamMmma, ecim Mno3BOJINTb €M 3aMycKaTbCA AOCTAaTOYHO A0AT0, B KOHLLE KOHLOB,
NOrNOTUT NaMATb KOMMNbIOTEPA, KaK MOKa3aHO Ha CcaeayoLemM CKPUHLLoTE:
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Name Status CPU Memory
®7 dynmem.exe (32 bit) 26.3% 1,961.9 MB

2 6 O3Y ucnonb3yemcs 014 ob6vekmos Player!

3ameTbTe, UTO HUMKTO HAMEPEHHO He MuLweT nporpammy c npobaemon Takoro TMna B
Hen! T[lpobnema yTeuYKM NAMATU MPOUCXOOMT CAYy4aMHO. Bbl  A0/MKHbI  ObiTb
BHMMATE/IbHbIMX C BalMM pacnpegeneHnem namatm un yganatb (delete) obbekTbl,
KoTopble 60/blie He UCNO/b3YHOTCA.

OO0BIYHBIC MACCUBBI

Maccus B C++ MOKeT 6bITb 06bABEH C/ieayOWNM 06pa3om:

#include <iostream>
using namespace std;
int main()

int array[ 5 ]; // o6bsiBnsiem "MaccuB" NATN 3N1IEMEHTOB
/I 3anonHaem s4enkn 0-4 3HaYeHUAMU

array[0]=1,;
array[ 1] = 2;
array[ 2] = 3;
array[ 3] =4;
array[ 4] =5;

// BBIBOOMM coaepxaHue
for(int index = 0; index < 5; index++ )
cout << array[ index ] << endl;

}

B namATK 3TO BbIrNAAMT KaK TO TaK:

3/1IeMeHT

MHAOEKC

Mmaccus

BoT Tak, B nepemeHHOM MaccuBe NATb AYEEK WM 3/1eMEHTOB. B Kaxaoi syeike
obblyHas nepemeHHasn Tuna int.
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CuHTaKCcHC MAaCCHBOB

NTaK, KaK Bbl NOAy4ynUTE AOCTYN K OAHOMY M3 int 3HaYeHMI B maccmee? YTobbl NONYYNTb
AOCTYN K UHAMBUAYANbHOMY 31€MEHTY MAcCMBa, Mbl UCNO/Ib3yeM KBaApaTHbIE CKOOKM,
KaK NOKa3aHo B cneaylolleit CTpoKe Koja:

array[ 0] = 10;

3Ta CTpPOKa KoAa MeHAeT 31IeMeHT B A4enKke maccua 0 Ha 10:

array

B uenom, utobbl MNONYYUTb KOHKPETHYH AYElMKYy MaccuBa, Bbl bydete nucatb
cneayroulee:

array[ slotNumber ] = value to put into array;

3anoMHUTE, YTO MHAEKCaLUMA AYeeK MmaccMBa Bceraa HavymHaetcs ¢ 0. Ytobbl nonacTtb B
NepBylo AYEMKY MaccuBa, UCnob3yiTe array[0]. BTopaa Ayenka maccmBa 370 array[l] (He
array[2]). MocnegHAA syeika MmaccuBa, YTO NMOKa3aH y Hac cBepxy 3To array[4] (He array[5]).
Tun paHHbIX array[5] 3a npegenamu maccusa! (B maccuse ¢ npeaplayLLero n3obpaxkeHus
HeT AYelKM C uHaeKcom 5. MocneaHUN NHAEKC B I@aHHOM Maccuse 370 4.)

He BbixoauTe 3a rpaHuubl maccma! MHorga 3To moXeT cpaboTtatb, HO BO BCeEX
OCTaNbHbIX C/Ty4aAX Balla NPOrpaMma BbIMAET M3 CTPOA C HApyLWeHUuem A0CTyna NamAaTh
(nonbITKa Nony4YeHUA AOCTYyNa K NaMATK, KOTOPaA He NPUHALNEXUT BaLLEn nporpamme).
B uenom, goctyn K mamsATy, KOTOpaa He NPUHAANENKUT Ballel NPOrpamme, NOCAYKUT
NPUYMHOM BbIXOAa U3 CTPOA BalIero NpuaoXKenua. U ecam ato n He Npomn3onaET cpasy,
TO ByAeT CKpbITbin 6ar B Bawer Nporpamme, KOTopbir co3gact npobnemsbl. Bbl Bceraa
AOMKHbI ObITb BHUMATENbHbI NP MHAEKCALLMN MACCUBA.

MaccuBbl BCTpoeHbl B C++, MO3TOMY, BaM He HaZlo BHOCUTb YTO-TO CMeLnanbHoe, YTobbl
MCNO/1Ib30BaTb MAacCUBbI Cpasy. Y Bac MoryT 6biTb MaccuMBbl 10600 TN AaHHbIX, KAKOro
3axotute. Hanpumep, maccmebl TMNOB int, double, string n aake BawwuM cobCTBEHHbIE
06beKTHble Tunbl (Player).
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YupaxaeHus

1. Co3pante mMaccuB M3 MNATU CTPOKOBbIX 3HAYEHUN M MOMECTUTE B HEro MMEHa
(ntobble, He meeT 3HayYeHus).

2. Cospaiite aymepHbin (double) maccuB ¢ Tpéma anemeHTamm M Ha30BUTE €ro
temps. Ml coxpaHuTe B HEM TemnepaTypy 3a nocaegHue Tpu gHA.

Pemmenus

1. BoT npumep nNporpammbl C MAacCUBOM MATU CTPOKOBbIX 3HAYEHUN:

#include <iostream>
#include <string>
using namespace std;
int main()
{

string array[ 5 ]; // obbsiBnsem maccus - "array" n3 5 CTpPOKOBbIX 3HaYEHWI

Il 3anonHsaem a4venkn 0-4 3Ha4YeHUAMM

array[ 0 ] = "Mariam McGonical";
array[ 1 ] = "Wesley Snice";
array[ 2 ] = "Kate Winslett";
array[ 3 ] = "Erika Badu";
array[ 4 ] = "Mohammed Benaziza";

/] BBIBOOUM cogepXaHue

for(int index = 0; index < 5; index++)

cout << array[ index ] << end|;

}

2. 34ecb NpOCTO MacCuUB:

double temps[ 3 ];

I/ 3anonHsaem sa4enkn 0-2 3HaYeHUAMMU
temps[ 0] = 0;

temps[ 1] =4.5;

temps[ 2] =11,

C++ cTiiib MaCCHBOB JTMHAMUYECKOI0 pasmepa
(new[] u delete|])

BO3MOHO, CNy4anocb M C BaMM TaKoOe, YTO Mbl HE MOXKEM BCeraa 3HaTb pasmep
MacCuBa, KOraa HaumHaem nucatb nporpammy. Ham Hy)KHO pacnpenenatb pasmep
MacCuBa AMHAMUNYECKMU.

Tem He meHee, ecv Bbl NoNpoboBanu caenaTb 3TO, Bbl 3aMETUAN, YTO 3TO He paboTaeT!

[aBaiite nonpobyem M NPUMEHMM KOMAHAY Cin, 4TOObl NPUHATb pPa3mep maccuea OT
nonb3oBaTena. [laBalTe CNPOCMM MONb30BATENS, HACKONbKO OONbLION €My HyXKeH

MaccuB 1M nonpobyem co3aaTb MacCUB TaKOro pasmepa Ans Hero:
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#include <iostream>
using namespace std;
int main()

{

cout << "Hackonbko 6onblwon?" << endl;

int size; // npobyeM NpUMEHUTbL NEPEMEHHYIO NS pa3mepa...

cin >> size; // nony4yaem pasmep OT nosfb3oBaTens

int array[ size ]; // nony4aem owwmnbky: "unknown size" (HEN3BECTHbIN pasmep)

}
Mbl nosiy4aem ciesyoLLyo OWKBKYy:

error C2133: 'array' : unknown size (HemM3BeCTHbIN pasmep)

Mpobnema B TOM, YTO KOMMWUAATOP XO4YeT pacnpenenntb pasmep maccmsa. N noka
pasmep nepemeHHon He ByaeT o603HayeH Kak const, KoMNUAATOp He byaeT yBepeH B
ero 3HayeHun BO Bpemsa Komnunaumm. Komnunatop C++ He moXKeT 3agaBaTb pasmep
MacCMBY BO BpeMsl KOMMUAALMM, TaK YTO OH BbIAAET OLUNOKY.

Y106bI MCNPABUTL 3TO, HAM HYXKHO pacnpeaensaTb MacCMB AMHAMMYECKN (Ha “Kyde”):

#include <iostream>
using namespace std;
int main()

{

cout << "Hackonbko 6onblwon?" << endl;
int size; // npobyem NpMMEHNTbL NEPEMEHHYIO 4SS pa3mepa...
cin >> size;
int *array = new int[ size ]; // ato paboTaet
/] 3anonHAem mMaccuB U BbIBOAUM
for(int index = 0; index < size; index++)

{
array[ index ] = index * 2;
cout << array[ index ] << endl;

}

delete[] array; // pormkHbl Bbi3BaTh delete[] Ha pacnpegeneHnn maccmsea Co CrI0OBOM
/Il new(]!
}

NTaK, ypOK TYT 3aKNt04AETCA B CeAYOWEM:

e YTobbl pacnpenenntb Maccms Kakoro-HMbyab Tmna (Hanpumep int) AMHaMUYeCKH,
Bbl AONXKHbI MICMONb30BaTb HOBbIN int[uncnodnemeHToBMaccusal.

e MaccuBbl pacnpegenéHHbie ¢ new[], no3xke AonXHbl bbITb yaaneHbl ¢ delete[],
MHaye Bbl NonyyuTe yTeuky namatm! (atot delete[] ¢ KBagpaTHbiIMM cKOBKamu! A
He obblYHOE yaaneHue).

MaccuBbl fHHAMHYECKOTr0o C-cTHIIA

Maccusbl C-cTUNA ABNAKOTCA TEMOM Hacnegma, HO X BCE eLLé CToUT O6CV)+(AaTb, TaK Kak,
HECMOTpPA Ha TO, YHTO OHU CTapbl, Bbl BCE eLLeé moxKeTe yBnAaeTb UX UHoraa.
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Mbl o6bsiBNsiemM maccms C-CTUAA cneayowmm obpasom:

#include <iostream>
using namespace std;
int main()

{

cout << "Hackonbko 6onbon?" << endl;
int size; // npobyem NpMMEHNTb NEPEMEHHYIO A4N1S pa3mepa...
cin >> size;
I/l cnepytowan ctpoka byaeT BbIrna4eTb CTPAHHO. ..
int *array = (int*)malloc( size*sizeof(int) ); // C-style
// 3anonHaemM maccmB U BbIBOAUM
for(int index = 0; index < size; index++ )

{
array[ index ] = index * 2;
cout << array[ index ] << endl;

free( array ); // pomkHbl Bbi3BaTh free() ana maccuea pacnpenenéHHoro ¢
// malloc() (He delete[]!)

}

Pa3HuMUa 34€ech BblAeNEHA KUPHbIM LWPUDTOM.

Maccus C-cTuna cosgaH ¢ ucnonbsosaHmem ¢pyHkumm malloc(). Choso malloc o3Havaer
“memory allocate” — “pacnpegensetr namatb”. 3Ta ¢yHKUMA TpebyeT, 4TOObLI ANA
CO34aHMA Bbl Nepeaann pasmep maccmea B BUTax, a He NPOCTO KONYECTBO KelaeMblX
3N1eMeHTOB B MaccuBe. [10 3TOM NPUYMHE, Mbl YMHOXAEM YMUC/IO 3anpalluBaeMbIX
aNeMeHTOB (pa3mep) nocpencTsom sizeof — pasmepa TMna BHyTpU maccmBa. Pasmepbl B
6uUTax, HECKO/IbKMX YacTbix C++ TUMNOB, NepeymncnieHbl B cnegytowen tabanue:

IMpuvutuBHbiil C++ TN || Sizeof (pa3mep B 6uTax)

-

MamATb, pacnpegenéHHas ¢yHkumenn malloc(), noske ponKHa 6bITb ocBOHOXKAEHA C
npumeHeHuem free().
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BriBOoabI

3Ta rnaBa 03Hakomwuna Bac co ctunamm maccuoB C n C++. B 6onblunHcTee Koaa UE4,
Bbl byaeTe NCNob30BaTbh KOAMEKLUUIO Knaccos (TArray<T>) BCTPOEHHbIX B pegaktop UE4.
Tem He meHee Bam HeobxoaMmo HbITb 3HAKOMbIM € 6a30BbIMKU CTUAAMU MaccmBoB C U
C++, 4TObbI 6bITb O4YEHb XOPOLINM MPOrPAMMUCTOM.
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I'1aBa 8. /lercTByrommue Juna v nemKu

Tenepb Mbl peanbHO norpysumca B Kog, UE4. lMNoHayany, 3TO BCE MOMKET BbIrNALETb
obeckypaxunsatowmm. PpenmBopk Knacca UE4 oyeHb obwnpHbIN, HO He BecnokonTecb
no atomy nosoay. PpeMmBOpPK OOWMPHBLIA, a Baw Kog He 06A3aH 6biTb TakMm. Bbl
Ob6HapyKUTe, YTO Bbl MOXKETe BbIMNOJIHUTbL MHOFO BCEro M O0TOH6PA3UTb MHOFO BCEro Ha
3KpaHe, MCNOoNb3yA OTHOCUTE/IbHO HEBO/bLIOM KoA. ITO NOTOMY YTO Koa ABuKKa UE4
TaKoM BCECTOPOHHWUI W XOPOLWO CAPOrPaMMMPOBAHHbINA, YTO AeNaeT BO3MOXHbIM
BbiNONHEHME NOOON OTHOCAWENCA K Urpe 3adayu C NErkoctbto. [pocTo BbiI30BUTE
NPaBUAbHYO QYHKLMIO U BYanA, TO YTO Bbl XOTUTE YBUAETb, NOABUTCA HA dKpaHe. BcAa
naoea GpermBoOpKa B TOM, YTO OH pa3paboTaH TaK, 4Tobbl MO3BONNTL Bam MOJYy4YUTb
YKenaemblii BamMu CHOXKeT Urpbl 6e3 HagobHOCTM NPOBOAUTL Ky4y BpeMeHU ybmnBasach Hag,
AETaNsaAMMm.

Actor nporus pawn

B 37O rnaBe, Mmbl 06CcyanM TakMe NOHATUSA KaK actor (akTop) n pawn (newka). Xota ato u
3BYYUT TaK, KaK byato pawn byaet 601ee 6a30BbIM K/1aCCOM, YeM actor, Ha camom aene
BCE& HaobopoT. O6beKT akTop B UE4 (Knacc Actor) — 3To 6a30Bbiii TUM TOrO, YTO MOXKET
6bITb NomeleHo B urposom mupe UE4. Mepen Tem Kak NOMeCTUTb 4TO-InMBO B mupe
UE4, Bam HYXHO BbINOJIHUTb MPOUCXOXKAEHME 3TOrO OT Knacca Actor.

Pawn (newka) — aTo 06beKT, npeacTaBAAOWMA YTO-1MOO, YTO Bbl MU MCKYCCTBEHHbIM
NHtennekt (Al — Artificial Intelligence) KomnbioTepa MorKeTe KOHTPO/AMpPOBATb Ha
sKpaHe. Knacc Pawn npoucxoguT oT Knacca Actor ¢ AONONHUTENBHOW CNOCOBHOCTbIO
6bITb KOHTPO/IMPYEMbIM HaNpPAMYI UTPOKOM MM cKkpunTom Al. Korga newka nam aktop
YNPaBAAOTCA KOHTPOAIepoM uan Al, 3TO FOBOPUT O TOM, YTO 3TOT KOHTpoAaaep nan Al
obnapatoT UMK.

MpeacTaBbTe Knacc Actor Kak NepcoHax B urpe. Baww urposoit mup byaet cbopmmpoBaH
N3 CBA3KU aKTOPOB, KOTOPble AENUCTBYS BCE BMECTE, 3aCTaBAAOT PaboTaTb CIOXKET UTPbl.
MepcoHaxkn urpbl, Heurposble [MepcoHaxkn (Non-player Character (NPC)) n paxke
CYHZYKM C COKpOBULLAMM, BCe ByayT akTopamu.

Co3nanue Mupa 1Jisl pa3MelleHus1 B HEM
BAllIMX AKTOPOB

34ecb, Mbl HAYHEM C HynA U co3gagmm 6a30Bbll YPOBEHb, B KOTOPbIN Mbl CMOXEM
NOMeLLATb HALWMX UrPoBbIX NepcoHaxen. KomaHaa UE4 yxke npoaenana BeAMKONENHYHO
paboTy Mo npeacTaBAEHMIO TOrO, KaK peaakTop MMpa MOXKET UCMNoAb30BaTbCA ANS
co3gaHma mumpa B UE4. A xouy, 4ToObI Bbl NOTPATU/IN HEMHOTO BPEMEHM M CO34aNM Ball
cob6CTBEHHbIN MUP.
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Bo nepsbIx, 4UTOObI HAYaTb co3aaiiTe HOBbIN, NycTon npoekT UE4. [1ns aToro B nayH4yepe
Unreal Haxkmute KHoMKy Launch (3anyctutb), KOTOpas psaoM C BaWMMM CaMbiMU
HeAaBHMMM YCTAHOBKAMM, KaK NOKA3aHO Ha Cieayrowem CKpUHLOoTe:

Engines

wills »

- bill_sherif@gmail.com

Launch [ Lounch | v
Unreal Engine 4 4.3

My Projects @

Ic .
UE4 Links Puzzle

W¥ AnswerHub [ open |~ ]
@ Forums

& Roadmap
KD Twitch Stream Vault @

3to 3anyctuTt pepakTop (Unreal Editor). Pepaktop Unreal wucnonb3yetcsa, 4TobbI
BM3ya/IbHO pPeAaKTMpoBaTb Ball MrPoBOM MUp. Bbl npoBeaéte MHOro BpPeEMEHM B
pegaktope Unreal, TakK 4TO no)Kanymcrta wcnonb3ymte CcBOE Bpems, YTOObI
NO3KCMEPMMEHTMPOBATbL M BCE NnonpoboBaTb.

A "Mwb oxBayy OCHOBbI TOro, Kak pabotatb c pegaktopom UE4. Bam noHapobutca
BbICBOOOAUTL CBOKO GaHTA3UD WM MNOXKEepTBOBATb HEMHONO BPEMEHM, YTOObI
NO3HAKOMUTbLCA C PeJaKTOPOM Kak creayerT.

CosBert

Y1obbl y3HaTb Gonble o peaaktope UE4, nocmotpute nnsnauct Getting Started:
Introduction to the UE4 Editor, KOTOpbIN AOCTYNEH Ha:
https://www.youtube.com/playlist?list=PLZIv_NO_O1gasd41cOe9Cx9wHoBB7rxFl.

Kak Tonbko Bbl 3anyctunun pepaktop UE4, Bam byaeT npeactaB/ieH AManoroBoe OKHO
Project. CheaytowWwmnii CKPUHLLIOT A4EMOHCTPUPYET NPOHYMEPOBAHHbIE MO NOPAAKY LiAru:
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https://www.youtube.com/playlist?list=PLZlv_N0_O1gasd4IcOe9Cx9wHoBB7rxFl

1.1 Unreal Project Browser

Projects New Projfe'C't

a template to use as a starting point for y

¥ Blueprint | g C++

Rolling

. o> r \ 4
20D Side Top Dov r ck Vehicle k

Scroller 'erson Shootel Advanced

Basic Code

An empty project with some basic game framework code classes created

omesl Projecs

Name

BbinonHuTe cneayowme warun, YtTobbl CO34aTb NPOEKT:

hwnN e

5.
6.

Bbibepute Bknaaky New Project BBepxy sKkpaHa.

LLénkHMTe no BKNagKe C++ (BTOpaa noaBKNagKa).

3aTem BblbepuTe Basic Code 13 cnncka AOCTYNHbIX MPOEKTOB.

Bbibepute mecto xpaHeHua npoekTa (y meHs Y:\Unreal Project\). Bbibepute
Pacno/ioXKeHne Ha KECTKOM AWUCKe, rae MHOro mecta (MTorosbii NPOEKT byaeT
okosno 1.5TB).

HasosuTte Baw npoekTt. CBoun A Ha3Ban GoldenEgg (3onoToefAinuo).

Haxmute Create Project, uTo6bl 3aKOHUYMTbL CO34aHME NPOEKTA.

Kak TonbKo Bbl BbiNonHUTe 370, nayH4Yep UE4 3anyctut Visual Studio. ByaeT Tonbko aBa
ncxoaHbix gamna B Visual Studio, HO mbl NoKka He cobupaemca mnx Tporatb. Ybeauteco
yto Development Editor (pepaktop pa3paboTku) BbibpaH B BbiNaAalOWEM MEHHO
Configuration Manager (meHenep KoHPUrypaumm), BBEpXy 3KpaHa, Kak NOKasaHO Ha
cneayrowWem CKpUHLWoTe:
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w GoldenEgg - Microsoft Visual Studio (Administrator)

FILE EDIT VIEW PROJECT BUILD DEBUG TEAM TOOLS TEST ARCHITECTURE ANALYZE WINDOW HELP r C onﬁ_g _\Ignager

Ia . e bl .hl P Local windows Debugger ~ Auto - IDevelopment Editor ' wWindows - o* -
DebugGame
solution Explorer v ax DebugGame Editor
=3 | op
= ;l-l = ’ o Deve g
m © a' '@ == cvelopment Editor
search Solution Explorer (Ctris; P~ Shipping

Confi ti i Cami
] solution 'Goldenegg' (1 project) configuration Manager

4 %] coldenegg
P =5 config
P §& External Dependencies
4 .. Source
4 -] GoldenEgg
b Resources
GoldenEgg.Build.cs
P ++ GoldenEgg.cpp
Goldenegg.h
P *+ GoldeneggcameMode.cpp
b GoldenEggGameMode . h
C* GoldenEgg.Target.cs
C* GoldeneggEditor.Target.cs
{ coldenegg.uproject

v

C

s

Tenepb 3anycTuTe Baw NpPOeKT, HaxaB Ctr[+F5 B Visual Studio. Bbl Kaxutecb B
penaktope UE4, Kak NOKa3aHO Ha cneyrowem CKpUHLoTe:

J Ve

- e & SN ST . y
D ey® IEQ * 8.§9.8.5.0.4

T T
(-] renpee] 1

Recontly Placed
Basic
Lights

Volumes
NI Classes
= Content 0

B New - Flmpmt -
‘% Game » StarterContent » Props » -

u

4 Collections
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PenakTrop UE4

3aecb mbl uccneagyem pegaktop UE4. Mbl HauyHEM C ynpaB/ieHUA, NMOCKObKY BayKHO
3HaTb, Kak ynpasnatbca B Unreal.

YrnpapjieHue peJaKkTopoM

Ecnu Bbl HMKOrAa A0 3TOro He Nob30BanUCb 3D pegaKTOPoOM, TO U3yYeHMeE ynpaBaAeHUS
MOKeT ObITb [A0BO/IbHO C/I0XHbIM. BOT OCHOBHOE HaBMrauMoHHOE YynpaB/ieHWe B
pexume peaakTopa:

e Mcnonb3yiTe KNaBULWK CO CTPeNIKamu, YTobbl NnepemeLLaTbCcs No cueHe

e Haxkumawnte knasuwm Page Up n Page Down, 4T06bl NepemelLaTbCA BEPTUKANBHO

e 3aXXMMaiTe NeByl0 KHOMKY MbllUM + TaluuTe BIEBO MW BNPaBO, YTOObl MU3MEHUTb
HanpaB/ieHne, B KOTopoe Bbl 06paLLeHbl

e 3a)KMmaiTe NeByl0 KHOMKY MbilM + TaluTe BBEPX WAM BHU3, 4TOoOblI ABUraTb
Kamepy Bnepépg n Hasag (Toxe camoe, YTO M HaXKMMaTb KAaBULIKU CO CTPEsIKOM
BBEPX U/ BHU3)

e 3aXXMMaiTe NpaByl0 KHOMKY MbIWW + TalWmTe, YTOObl MSMEHUTb HAaMNpaBaeHMUe, B
KOTopoe Bbl 06paLLeHbl

e 3a)KMMaiTe KONECUKO MbILWN + TaWMTe, YTOObl NAHOPAMMPOBATL BUA,

e 3a)kaTve npaBOM KHOMKM Mblwn M Knasuwm W, A, S, D ucnonbsywTca gnsa
nepemeLLeHna no cueHe

YrnpaBjieHue pe:xuMoM UTPbI

HaxkmuTe KHonKy Play Ha nmaHenu cBepxy, Kak MOKa3aHO Ha C/leyloleM CKPUHLLOTE.
3T0 3anNyCTUT PEXUM UTPbI.

= (644 a S0y 1 ‘]
EE R SS N T A
Save Py

Content Marketplace Settings Blueprints Matinee Build Compile Launch

Play this level in the active level editor view

KaKk TonbKO Bbl Ha*XMéETe KHoMKy Play, ynpasneHne nepemeHUTCA. B urposom pexunme
ynpaB/eHue cieaytollee:

e Knasnwmn W, A, S, D ana nepemereHunA

e KnaBuWM CO CTpenKamu BAEBO M BMNpPaBoO, YToObl CMOTpPeETb BAEBO M BMNPaBO
COOTBETCTBEHHO

e [IBMXKEHMe Mblln ANA U3SMEHEHUA HAMNPAB/IEHUA, B KOTOPOM Bbl CMOTpPUTE

e Knasuwa Esc gna BbIxoAa U3 peXKMma Urpbl M BO3BPALLEHUA K PEXUMY pefaKTopa
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Ceityac s npepgnarato Bam, nonpobosaTb A06aBUTb HECKONbKO GUryp M OOBEKTOB B
CUEHY M NonpoboBaTb OKPACUTbL UX PA3IMYHbIMU Mamepuaaamu.

Jlo0aB/ieHHe 00HEKTOB B CLIEHY

[l06aBnTb 0OBEKTbI B CLEHY TaKXKe MPOCTO KaK NepeTawmTb UX u3 BKnaaku Content
Browser. Bknagka Content Browser no yMoa4aHWIO HAaXOAUTCA C IEBOM CTOPOHbI OKHa.
Ecnn eé tam HeT, npocto Bbibepute Window n nepeliaute K Content Browser, 4tobbl
3Ta BK/J1aZKa NoABMAACD.

AU Uit e)?
File  Edit | Window | Help
/’ Modes T Details

Viey

Build

Visual
BSP
Volumes

All Classes

Op

Y6eoumecs, ymo Content Browser sudoum, neped mem, Kak 00b6asaname o6vekmeol 8 saui
YPOBEHb

[anee BbibepuTe nanky Props c nesoii ctopoHbl Content Browser.

== Content Browser,

MNew - Plimport =
£ = Game » StarterContent » Props » &

PER Search Folde O FxlterSv

45w Game ‘
4 &% StarterConter
I Architecture

m Audio
i i Blueprints Material SM_Bush sM_Chair
B HDRI

Bm Materials
I il Particles
- Il
mm Materials

| Shapes V SM_Do
BN Textures “ﬂv lnm

HHM
reviewes
H_

‘H M‘ SM_Lamyg an;
‘mm

lMepemackusailime npedmemei u3 Content Browser 8 saw u2posol mup
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YTOo6bl M3MEHUTb pasmep o0ObeKTa, HaKmuTe KnaBuwy R Ha KnaBuaType.
MaHUNYyNATOPbl peXMmMa M3MEHEHUs pasmepa, MNOABATCA BOKPYr obbekTa B BuAE
KyOuKoB.

Haxmume R Ha Kanasuamype 015 U3MeHeHUsA pa3mepa obvekma

Mepen TEM KaK, MEHATb MaTepunas, KOTOPblA WMCMONb3yeTcs A1 OKPacKM OOBLEKTOB,
MPOCTO NepeTaLmTe HOBbIM MmaTepuan U3 okHa Content Browser B nanky Materials.

== Content Browser

3 New ~ Flmport =

& = Game » StarterContent » Materials » &

Pl Coorch Folde OREIEERGE “calch Materals

488 Game

A

Mepemawume mamepuan ¢ okHa Content Browser u3 nanku Materials Ha 06vekm,
umobbl OKpacume e2o 8 Hosblli ysem

MaTtepuanbl, OHM KaK KPacKku. Bbl moxkeTe NOKpPbITb 06BEKT 06bIM MaTepUaNoM, KaKUM
XOTUTE, MPOCTO MNEPEeTacKMBaAs HYXKHbIN MaTepuan Ha OObBEKT, KOTOPbIA Bbl XKenaete
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NOKpPbITb. MaTepuranbl MOBEPXHOCTHbI, OHM HE MEHAIT ApYyrne cBolicTBa 0bbeKTa (Takue
KaK Bec).

HauunHaeMm ¢ HYJ I

Ecnn Bbl XoTUTE cO34aTb YpPOBEHb C Hyns, npocto Haxkmute File u nepengnte K New
Level..., Kak NokasaHo 34echb:

U Advanped Aahtmay

File | Edit Window Help
Load and Sa

Choose Files to Save. ..

Connect To Source Control...

3aTem Bbl MoxeTe BblbpaTb mexay Default (no ymonuaHuio) n Empty Level (nyctoin
ypoBeHb). A aymato Bbi6paTb Empty Level 310 xopolwasa naes, no npuymMHam, Kotopble
6yayT Ha3BaHbl NO3XKe.

11 New Level
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HoBblilh ypoBeHb OyaeT coBepLlUEHHO YEpPHbIM. MonpobyinTe cHoBa NepeTaLnTb 0O BEKTHI
n3 Bknagkm Content Browser.

Ha aToT pa3s, A nobaBun ¢popmbl/6NOKN C U3MEHEHHBIM Pa3MEPOM AN MOBEPXHOCTM
3eMIM, TEKCTYPUPOBaAHHOM MXOM, a TakKe Props / SM_Rocks, Particles / P_Fire, 1 uto
Hanbonee BaXKHO MCTOYHUK CBETA.

Ob6na3aTeNIbHO COXpaHMTe Bally KapTy. BOT CHUMOK moel KapTbl (a Kak BbIraauT Balwa?):

Ecnn Bbl XOTUTE M3MEHUTb YPOBEHb MO YMOAYAHMIO, KOTOPbIA OTKPbIBAETCA, KOrAa Bbl
3anyckaeTe pegakTop, To nepenaute K Project Settings | Map & Models, 3atem BbI
yBnante Hactporku Game Default Map n Editor Startup Map, Kak nokasaHo Ha

cnegyrowem CKpUHWoOTeE:

u Projectsettings:

Project Project - Maps & Modes

‘n These settings are saved in DefaultEngine.ini. which is currently writable

Y < ] © -

4 Default Maps

Game Default Map /Game/Maps/campﬁre n
Editor Startup Map /Game/Maps/campfire u

h

Audio
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Jlo0aBJieHMEe HCTOYHUKOB CBETA

3ameTbTe, 4YTO eCcnn Balla CueHa HpEACTaéT abcontoTHO l-IépHOl\;L TO BO3MOXHO Bbl
3a6bI/1M NOMECTUTb B HEE UCTOYHUK CBETA.

B npeapbiaywen cueHe, TouKka nsnyyeHma P_Fire gencreyet Kak MCTOYHUK CBETA, HO OHa
MCNYCKaeT NnWb Hebonbwon obbEm cBeTa. YTobbl BCE ObINO XOPOLO OCBELWEHO B
BAlLEW CLEeHe, BAM HYXHO A06aBUTb MCTOYHMK CBETA C/ieayoWmnm obpasom:

1. Nepengute K Window u wénkHmute no Modes, 4Tobbl NaHeNb UCTOYHMKOB CBETa
Obl/1a NOKa3aHa:

U Uptitleds

File  Edit | Window | Help

/& Modes 1) Details
——R

Viewports

& Build And Submit

File Edit Window Help

J~ Modes

Search Classes

RecantyiZaced {;..: Directional Light

Basic
Lights , Point Light
PointLight

Visual
Spot Light

BSP

Volumes Sky Light

All Classes

3. BblbepuTe 3HAYOK C TAaMMNOYKOM M Kybom.

4. WeénkHute no Lights, Ha naHenu cnesa.

5. BblbepuTe TMN cBETA, KOTOPbIA XOTUTE M NPOCTO NepeTaLMTe ero B CBOK CLEHY.
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Ecnun y Bac He ByaeT UCTOYHUKA CBETA, Balla cLeHa byae abCcoNtoTHO YEPHON.

O0BbEMBI CTOJIKHOBCHUSA

B0O3MOXHO Bbl JaBHO YXKe 3aMeTU/IN, YTO KaMepa NPOCTO NPOXOAUT MO BCE reomeTpum
CLEHbI, AaXKe B pexxume uUrpbl. ITo He xopowo. [laBaiTe caenaem TakK, YToObl UTPOK He
MOT Ty/IATb CKBO3b CKa bl B HalLEN CLUEHE.

ECTb HECKO/IbKO pa3HbIX TUNOB CTO/IKHOBEHUA. B OCHOBHOM, naeasibHble CTO/IKHOBEHUA
mesh-mesh (ceTka-ceTka) cAMWKOM 3aTpaTHbIN CNOCcob, YTOObI BbINOMHATL €r0 B X04€e
nrpbl. Bmecto 3Toro Mmbl MCNonb3yem MNPUBANIUTENBHOCTb (rpaHMyawme O6bEMBI),
yTOobbI YyragbiBaTb O6BHEM CTONIKHOBEHMUA.

JloOGaByieHrEe 00OHAPYKEHHUS CTOJKHOBEHUS /IS PeJaKTOPa 00beKTOB

MNepBoe, YTO HAM HYXHO caenaTb, 3TO aCCOUMMPOBATb OOBEM CTONKHOBEHMA C KaXKAoM
CKaNowu B CUEHE.

Mbl morxkem caenaTb 3To u3 pegaktopa UE4 cheaytowmm obpasom:

1. WEnKHUTE No KaxKaomy 0O6beKTy B CLLEHE, KOTOPOMY Bbl XOTUTE A06aBUTb 0OBEM
CTO/IKHOBEHMUA.

2. Ulenyok npaBol KHOMKOM MbIWK MO 3TOMYy 06BEKTY BO BKAagKe Scene Outliner
(Mo ymonyaHuMIO pPacnonoXKeHHOW C NpaBoOM CTOPOHbI 3KpaHa) U Bblbepute
PeAaKTUPOBaTb, KaK NOKAa3aHO Ha cneayoweM CKPUHLLOTE:

Search For Help

Scene Outiner

Actor “
‘Q Avatarl
® BP_LightStage
'a Player Start

4+ PostProcessVolumel
iy SM_AssetPlatform

® Find in Content Browser
- (i) Edit SM_Rock Ctri+E

Edits the asset associated with the selected actor

IIpumeuyanue

Bbl OKaXKnTecb B peaakTope CeTKu.
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3. Y6egutecb, 4To 06bEM CTONKHOBEHUA BblAE/EH, B BEPXY dKpaHa:

Edit

n  Window

e sset  Mesh
 N-ICE - P T

Save FindinCB Realtime [SOGKEIS) Wireframe Vert Colors Bounds 'GOIlEoN Sh ot Normals Tangents Binormals

Toggles display of the simplified collision mesh of the static mesh, if one has been assigned.

1‘[ i1 MR ook

File Edit Asset

o P Sz O F

Save Find/in CB z [i Generates a new capsule collisio

Auto Convex Collision

Copy Collision from Selected Static Mesh

5. 3atem 06BbEM CTONKHOBEHUA, €CNN AO6anIeH ycrnewHo, NnoABunUTCA B Buae JINHNI
OKpYXKakownx 06'beKT, KaK NMOKa3aHO Ha caeayruem M306pa)-KeHVIMZ

Kancyna cmonKkHoseHUA o ymon4aHuto (ca1eea) u 8epcus ¢ U3MeHEHHbIM
8pYy4YHYI0 pazmepom (cnpasa)

151 |CTpaHuuya



6. Bbl moxKeTe nameHATb pasmep (R), Bpawatb (E), asuratb (W) n nameHaTb 06bEM
CTOJIKHOBEHMA, KaK noxenaete. TakMm e 06pa3omM Bbl MOXKETE MaHUMNYNMPOBATb
obbeKkTom B pegakTope UE4.

7. Koraa Bbl 3aKOHYMUTE C A06aBAEHMEM CETKU CTOJIKHOBEHMA, NONPOOYNTE HaXKaTb
Play. Bbl yBuauTe, 4to Bbl 60nblUe HE MOXKeTe NPOXoaAnuTb Yepe3 06beKTbl, Ann
KOTOPbIX YCTAHOB/NIEHO CTO/IKHOBEHME.

Jlo0aBJieHNE aKTOPA B CHEHY

Celyac, Koraa mMbl NOAroTOBUAM M 3aNyCTUAN CLUEHY, Ham Hafo A06aBUTb B HEE aKTOp.
[aBaiiTe cHavana gobaBMm aBaTap 419 UFPOKa, C rOTOBbIM OOBEMOM CTO/IKHOBEHMUS.
Y1obbl cAenaTb 3TO, HAM HaAo BbINONHUTL HacneaoBaHMe OT Knacca GameFramework B
UEA4.

Co31aHue CYHIHOCTH MTPOKA

Mepen Tem Kak co34aTb NpeAcTaB/leHME WUIPOKA HA 3KPaHe, HAaM HaZo BbINOJHWUTbL
npoucxoxKaeHue ot Knacca Character 8 Unreal.

HacaenoBanue ot Kiaacca GameFramework B UE4

UE4 penaeT nérkmm HacnegoBaHue OT 6a30BOro Knacca ¢permBopKa. Bcé 4to Bam
HYXHO CAenaTb, BbINOAHUTL CieAytoWme Waru:

1. OTkpoNTe Baw NpoeKT B pegakrtope UE4.
2. Nepenagnte B File n 3atem BbiIGepute Add Code to Project (nob6aButb Kopg B
NPOEKT)...

U Exampleivaps

File | Edit Window Help

B New Level

B Open Level

& save

¥ i File | Add Code to Project... no3sonum eam

8 S AN L 8bIMOAHUMb MpoucxoxcdeHue om 06020 U3
Knaccos GameFramework 8 UE4
Choose

0 Source Control

wder

W New Project
™ Open Project ed Stair

M Package Project b | R ST
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3. Tenepb, BbibepuTe 6a308BbIN KNacc, OT KOTOPOTro Bbl XOTUTE MPOU3ONTU. Y Bac ecTb
Character, Pawn, Actor 1 Tak fanee, HO ceityac Mbl BbINOJIHUM NPOUCXOXKAEHME
ot Character:

U

Choose Parent Class

You are about to add a C++ source code file. To compile these files you must have Visual Studio 2013 installed B show All Clagses

+ Pawn

Pawn i the bace class of all actors that can be possessed by players or A

® Actor

Actor is the base class for an Cbject that can ba placed or spawned in & level

® Player Camera Manager

® Plaver Controller

Selected Class Characte
Selected Class Source characterh

Boibepume knacc UE4 om Komopoz2o ebl xomume ripouzolimu

Haxkmute Next >, 4uTo6bl NONYYUTL 3TO ANANIOrOBOE OKHO, B KOTOPOM Bbl AaéTe
nma knaccy. CBOM Knacc Urpoka s Hasean Avatar.

Name Your New Character

Enter a name for your new class. Class names may only contain alphanumeric characters, and may not contain 2 space

vhen you click the "Create” button below, a header (1) file and 2 source (cpp) file will be made using this name.

Path C:/Users/user/Documents/ Unreal Projects! MyP roject/Source/ MyP roject/ Chooss Folder

Header File C:/Users/user/Documents/Unreal Projects/MyProject/Source/MyProject/Avatarl

Source File € /Users/user/Documents/Unreal Projects/MyProject/Source/MyProject/Avatar cpp
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5. W HakoHeu, 1O, HaxkmuTe Create Class, 4Tobbl cO34aTb Knacc B KoAe, Kak NoKas3aHo
Ha NpeAblAyLem CKPUHLWOTE.

MossonbTe UE4 06HOBMTL Baw npoekT Visual Studio, koraa oH nonpocut Bac. OTKpounTe
HoBbIM ¢aiin Avatar.h us Solution Explorer.

Koa, KoTopbih reHepupyeT UE4, 6yaeT BbirnAgeTb HEMHOro CTpaHHO. BcnomHute
MaKpOCbl, KOTOpble A npeanaran Bam usberatb B Mnase 5. dyHKyuu u makpocel. UE4
WMPOKO UCNONb3yeT MaKpocbl. MaKpocbl MCNOAb3YHOTCA, 4TOObI KONMpOBaTb U
BCTaBNATb Ha4va/ibHbIM WABNOH KOAA, YTO NO3BOIAET BalleMy KOAy MHTErpMpoBaTbCa C
pesaktopom UE4.

CopepskaHue dpaiina Avatar.h nokasaHo B cieaytouem Koae:

#pragma once

/Il ko cpanvna Avatar.h

#include "GameFramework/Character.h"

#include "Avatar.generated.h"

UCLASS()

class MYPROJECT_API AAvatar : public ACharacter

{
GENERATED_UCLASS_BODY()
J

[laBaliTe HEMHOro NOroBOPMM O MAKpPOCaXx.

Makpoc UCLASS() B OCHOBHOM genaeT Baw Knacc koga C++ AOCTYNHbIM B pefaKkTope
UE4. Makpoc GENERATED_UCLASS BODY() KONUPYET U BCTaBAAET KOA, KOTOPbIN HYXEH
UE4, yTobbl 3acTaBMTb Ball KAacc PYHKUMOHMPOBATb, Kak nonaraetca knaccy UE4.

IHoackaszka

Ona UCLASS() 1 GENERATED_UCLASS BODY() Bam Ha camom gene He ob6A3aTenbHO
noHMMaTb, Kak UE4 npoaenviBaeT cBOO maruto. Bam avwb Hapo yaocToBepuUTbCA, YTO
OHW MPUCYTCTBYIOT B HY)XHOM MecTe (Tam, rae oHu 6binu, Koraa Bbl CreHepUpoBanu
Knacc).

AccouuupoBaHue MO ¢ Kiaaccom Avatar

Ceilyac Ham HaZo accouMMpoBaTb MOAeNb C 06BEKTOM Hallero nepcoHaxa. lMepes
3TUM, HaM HYXXHa MoZenb Ans Urpbl. K cyacTbio ecTb NoIHbIN Habop 06pa3LoB moaenen
A0CTynHbIX 6ecnnatHo B marasmHe UE4.

CkauyuBanue 0ecJIaTHBLIX MOJeJeH

Y106bI CO34aTb 0OBEKT UrpoKa, Mbl cKayaem ¢aiin Animation Starter Pack (koTopbiii
6ecnnateH) n3 Bknaakm Marketplace.
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@ vils~
- bl sher(F@omad com

Launch
Unreal Engine 4 5.1

Marketplace
®

W AnswerHub

@ Forums

& Roadmap
B Twitch Stream

B Unreal Launcher wénkHume no Marketplace Halioume Animation Starter Pack,

Komopebll bbin becnaamHbeiM HG MOMEHM HANuUcaHua amol KHuau

MNocne TOro, Kak Bbl ckayaeTe ¢arn Animation Starter Pack, Bbl cmokeTe go6aBuTh ero
B o060l paHee co3AaHHbI BaMU NPOEKT, KaK MOKa3aHOo Ha caeaylouem CKpUHLWoTe:

Marketplace

Library T

An' hation Starter Pack Content Examples
£ 107 MB 7 0 29GB

Casio e |+ - CEITEE

GameTextures Material Pack 8 Lightroom: interior day light
) 686.7 MB i £S.H MR

UE4 Links w . (TR i oD

W AnswerHub
@ Forums Tappy Chicken
z e 92.6 MB

e ol ot [ -]

KD Twitch Stream

Korga Bbl HaxkméTte Add to project nog Animation Starter Pack, y Bac nossutca 3to
BCN/IbiBalOLLEE OKHO, CNPALLMBAtOLLEE, B KAKOW NPOEKT A06aBUTb MNaKeT:
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Select Project(s) to Add the Asset to

MpocTto BbibepUTe Ball NPOEKT, U HOBaa ¢urypa cTtaHeT AocTynHa B Bawem Content
Browser.

3arpy:xaeM ceTky

B uenom cumtaeTca NoXon NPaKTUKOM KECTKO 3aKOAMPOBaHHbIE B UTrpe acceTbl (pecypc
NPeAcTaBAAOWMIA YaCTb UMPOBOrO KOHTEHTa). ECTKO KOAMPOBaTb WM XapAKOAUTb
O3HayaeT, YTo Bbl nuweTe C++ KOA, M3-3a KOTOPOro acceTbl rpysarca. U xapaxkoguHr
03HAYaeT, YTO 3arpy’KeHHbIN acceT 3TO YacTb UTOroBOro ucrnoaHsemoro ¢aiina, 4Yto B
CBOIO ouyepeab OyaeT O3HauyaTb, YTO M3MEHEHMEe YXKe 3arpyXeHHoro acceta obyaer
HEBO3MOHO B XO4€ Urpbl. ITO NAOXana NpPaKTUKa. fopa3zgo /ydlle, ecnm acceT MOXKHO
M3MEHATb B XO€ UTPbI.

Mo 3Tol npuynHe, mbl cobupaemcsa ucnonb3oBaTb cxembl (blueprint) UE4, 4ToObI
YCTaHOBUTb CETKY MOAENN U Kancyy CTO/IKHOBEHUSA Knacca Avatar.

Co3nanmue blueprint ot Hamero C++ kjacca

1. 370 penctBuTenbHo nerko. OTkponTe BKNaaky Class Viewer, nepenas 8 Window,
a 3atem WEnKHyB no Class Viewer, Kak Nnoka3aHo 34€ecChb:
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U GAmpriTes

File Edit | Window | Help
/‘ Modes 1! Detaills
—

Viewports

&y Build And Submit

Recently Pl v

) v
Basic

Lights

Visual ® world Settings

BSP == Content Browser
o Developer Tools
¥ Blueprin

All Classes [JNGN 1Y
& file Editor
B Message Log
B} Output Log
" Undo History

Volumes

B ananorosom okHe Class Viewer, HauyHMTe nucatb umsa Bawero C++ Knacca. Ecam
Bbl NPAaBU/IbHO CO34aAM U 3KCMOPTUPOBANM Knacc m3 Bawero C++ Koga, TO OH
byaeT BbIrnaAeTb Kak NOKa3aHo Ha ceayowem CKpUHLIOoTE:

== Content Browser 48 Class Viewer,

View

Create /Game/Unsorted/BP_Avatar

P_Avatail 3

Open C++ Header...

Create New C++ Class...

Iloackaska

Echm Baw knacc Avatar He nokasancA, TO 3aKpoiTe penakTop M CHOBa
KomnuaupyiTte/3anyctute C++ NpoekT.
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3. LLénKHUTEe NpaBoM KHOMKOM MbIWK MO KAaccy, U3 KOTOPOro Bbl XOTUTE CO34aTb
blueprint (B Moém cnydyae 3To moit Knacc Avatar).

4. [aiTe cBoemy blueprint Kakoe-HMbyab ocobeHHoe nmsa. Coi blueprint a Ha3Ban
BP_Avatar.

5. Tenepb oTKpoiTe 3TOT blueprint ans pepakTMpoBaHWUA, ABa)KAbl WENKHYB MO
nmeHn BP_Avatar (oHo nosasutcsa Bo BKnaake Class Viewer nocne Toro, Kak Bbl
nob6asuTe ero, cpasy nog Avatar), Kak NOKa3aHO Ha cneayoLwem CKPUHLLOTE:

== Content Browses 4 Class Viewer

Filters View

6. Bam oTKpoeTcs okKHO blueprint gna Bawero HoBoro obbekta BP_Avatar, Kak
MOKa3aHo 34ecChb:

Blusarint Pro

oaystrustion Scopt == Event Oranh

e Fliter

Right-Click to Create New Nodes.
= * EveritGrapt
* 1 ConstrucsonScript

“Pawn
A Character

“Internal Events
~r CanJump

158 |CTpaHuLua



IToackaska

N3 3TOro okHa Bbl MOXKETe NPUKPENUTb MoAeNb K Kaaccy Avatar BusyanbHo. Ewé
pa3, 3TO PEKOMEHAOBAHHAA CXema, TaK KaK XyOOXHWMKM 0b6bldHO 6yayT
yCTaHaB/1IMBaTb CBOM acceTbl ANA Pa3paboTUMKOB UrPbl, YTOObI UTPATb C HUMW.

Y106bl YCTAaHOBUTL CETKYy MO YMOJIMaHWUIO, HaxmuTe KHonky Default csepxy.
MpokpyTuTe cBoKcTBa BHU3, A0 Mesh.

u M EPLAVatar
rif! Ed\' Asset View

Q'@

m SV Defaults -::;

Save FindinCB

Editing defaults
Search

4 Mesh

_‘, -
HeroTPP
"

LLlEnKHUTE No BbiNagatowemy meHto 1 Bbibepute HeroTPP anA Bawen ceTku, Kak
MOKa3aHOo Ha npeaplayLem CKpUHLIOoTE.

Ecnn HeroTPP oTcyTcTBYeT B BbiNaAatoWemM MeHto, ybeauTecb, YTO Bbl CKayaau m
nobasman Animation Starter Pack B Baw npoeKkT. ANbTEPHATMBHO, Bbl MOXETeE
nobasutb Xeéntyto moaensb TutorialTPP B Baw npoekT, ecan Bbl Bbibpann Show
Engine Content (nokasaTb coctaB aBu:kKa) noa View Options (0630p onuunit):

Editing defaults

4 Transform

Mobility [ ] Static

4 Animation

Animation Mode

Initial Position

4 Mesh

5 items (1 selected)

Skeletal Mesh HeroTPP v & O 9

4 Physics

4 Mest

B Public View
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10.410 Ha cYyéT obbEMa cToNKHOBeHUA? LLENKHUTE no BKknagke Components B
pegakTope blueprint anAa Bawero aBaTapa:

’ Comannents

# Add Component

Ecnu eawa Karcyna He oxgamelgaem eawy mooess, ompeayaupyitime mooesb
mak, Ymobbl oHa bblaa PaBHOMEPHO PACIONOHEHA 8 Karicyse

IIpumeuyanue

Ecnrn Bawa mopaenb OKaXKeTcA B TAKOM Ke pPacCnoIoXKeHMA KaK Yy MeHs,
COOTBETCTBEHHO 3TO 3HAYMT YTO Kancyna He Ha mecte!l Bam Hy)XHO
OTperynnpoBaTb eé.

11.llénkHnuTe no ronybon mopenn aBatapa M Haxmute Knasuwy W. [Buramte
MOJeNb BHWU3, MOKA OHA He OKaxKeTcA B Kamncy/sie paBHOMepHO. Ecam Kancyna He
[0CTaToO4HO 60/blIadA, Bbl MOXKETE OTperynMpoBaTb eé pasamep Bo BKAaake Details
noA Capsule Height 1 Capsule Radius, Kak NOKa3aHO Ha cleAyOLWEM CKPUHLLOTE:
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> Comnorents

& Add Component -

CharacterMovement

ArrowComponent
Mesh HeroTPF

I Detalls

He-
4 Shape
OEHTERSETE 102139107 N -
-

“ physics

Simulate Ph [}

Locked Axis| JRIEITH v

v
“4 Collision

Simulation € .

Generate Ov

Bl moxteme pacmaHymeo sawy Kancyny, pea2yaupys ceoticmeo Capsule Height

12.Tenepb Mbl rotoBbl 406aBMUTb 3TOT aBaTap B UrpoBoi mup. LLENKHMTe no Bawel

moaenu BP_Avatar n yaeprkuas, nepetawmrte u3s sknagku Class Viewer B Bawly
CueHy B pepgakTope UE4.

Haw knacc
Avatar dobasneH
8 cyeHy, 8 T-nose
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MNo3a dBaTapa Ha3blBaeTCA — T-no3sa. AHMMaTOpr 4aCTO OCTaBAAKOT CBOUX nepc0Ha>Kel71 B
3TOM no3e no YMOJHaHUIO. K NnepCcoHaxXy MOXKHO ,D,O6aBVITb dHUMaUUNU, KOTOPblIE 3aTEM
CMEHAT 3Ty NOo3y No YMOJIYaHUNIO Ha yTo-NM60 bonee MHTEPECHOE. Bbl roeopuTte, 4T1o
XOTUTE 3aCTaBUTb ero ,EI,BVIFaTbCﬂ! YT0 K 3TO Nerko.

B pepakTtope Blueprint, nog sknaakon Defaults, npamo Hag Mesh, ectb pasgen
Animation, rae Bbl MOXeTe Bbl MOXeTe BblbpaTb AEMCTBYIOWYIO aHUMALMUIO K CBOEMN
cetke (Mesh). Ecan Bbl enaete Mcnonb3oBaTb ONpeAenéHHbIM acceT aHuMauumw,
NPOCTO LWENKHUTE MO BbINAAAIOWEMY MEHIO U BblbepuTe aHMMaLUMIO, KOTOPYH Bbl
¥Kenaete NoKasarb.

OpgHaKo nydlwe BCero gns aHMMauMm ncnonb3oBatb cxemy (blueprint). Takum nyTém,
XYAOXHUK MOXKeT Kak cefyeT YCTaHOBUTb aHMMALMIO, OCHOBAHHYIO Ha TOM, YTO Aenaet
nepcoHax. Ecam B Animation Mode (pexkum aHumauumn) Bbl Bbibpann Use Animation
Blueprint (ncnonb3osatb cxemy aHUMauum), a 3aTem Bblbpann
ASP_HeroTPP_AnimBlueprint B BbinagatouLem meHto, To NoBeAeHMe NePCOHAXKa B Urpe
6yaeT HaMHOro nyyiwe, NOTOMY YTO aHMMaUMA ByaeT HacTpoeHa NOCPeACTBOM CXEMb
(blueprint) (KoTopaa B cBOlO oOvepeab O6yAeT BbINOSHEHA XYAOHWMKOM) MO Mepe
OBUXKEHMA nepcoHarka.

4 Animation

Animation Mode Use Animation Blueprint »

Anim Blueprint Generated Class ASP_HeroTFv [E@ R =

Search

4 Mesh ® None
® Animinstance

® AnimPreviewlnstance

Ske vesh i I
keletal Mesh ® AnimSingleNodelnstance

® ASP_HeroTPP_AnimBlueprint

CoBer

Mbl He MmoXem OxBaTUTb 34ecb BCE. Cxembl aHMMauWUKM oxBaTbiBatoTcA B [nase 11.
MoHcmpeol. Echn Bbl AeACTBUTENBHO 3aUHTEPECOBAHbl aHMMAaLMEN, TO TaKKe byaeT He
NJ10XON naeen yaennTb BHUMaHMe nape y4yebHbix nocobmmn ot Gnomon Workshop no
MHBEPCHOW KUHEMATMKE, aHMMAUMKU U PUTTUHTY. Takmm Kak Rigging 101 oT Anekca
AnbBapesa http://www.thegnomonworkshop.com/store/product/768/Rigging-101.

Eweé oaHa Belwlb: AaBanTe caenaem Tak, 4Tobbl Kamepa Haxogunacb nNo3agu asaTtapa.
3To AacT BaM BMA, OT TPETbEro nLa, YTo No3BOIUT BaM BUAETb NEePCoHaXKa LLe/INKOM,
Kak MOKa3aHO Ha C/eAylolem CKPUHLLIOTE C laramuM B COOTBETCTBYHOLLEM MOpsAKe
BbINO/IHEHUS:
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1‘1 M EP Avatar,

File Edit Asset View Debug Window Help | Avatarh 8

?Q E /® > QW Defaults ) ..f. Components

Compile = Save FindinCB
Z° Components

& Add Component ~
jpearch Components

Audio
Skeletal Mes
y Static Mesh

AlPerception
® Pawn Noise Emitter
® Pawn Sensing

™% Camera

ya > 5 :
k<) Spring Arm Represents a camera viewpoint and settings, such as projection type, field of view, and post-process

1. B pepaktope BP_Avatar, weénkHute no sknagke Components.
2. WénkHnte no Add Component (406aBUTb KOMMNOHEHT).
3. [Ana pobasneHus Bbibepute Camera.

Kamepa noABMTCA B OKHE MPOCMOTPaA. Bbl MoXKeTe WENKHYTb N0 Kamepe U ABuUraTb eé
Kak yrogHo. Pasmectute Kamepy rae-HuMbyab nosaam urpoka. l[onybas cTpeska
NepcoHa)ka WUrpoka Ao0/XKHa 06A3aTeNbHO YKasblBaTb B TOM YK€ HanpaB/iEHUWU YTO U
Kamepa. Ecamn 3To He TaK, noBepHUTE CETKY Mogenn Avatar TaK, 4Tobbl OHa cmoTpena B
TOM e HanpaBAeHUN YTo 1 eé ronyban cTpeska.

lonybas cmpenka cemku sauweli
molenu yKassieaem HanpasseHue
grnepéd 014  cemKu  mooenu.
Y6edumecb, ymo kKamepa obpaujeHa
8 mMOM XMe HanpassaeHuu 4Ymo
HanpasaAaowul 6eKMop nepcoHaxa
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Hanucanue C++ KoJga KOHTPOJIHUPYIOLIETO
UI'POBOI0 MEPCOHAXKA

Korga Bbl 3anyckaete Bawy UE4 uvrpy, Bbl A0MKHO ObiTb 3ameyaeTe, YTO Kamepa B
peXMme No yMoJYaHMIO, Kamepa cBobogHoro nonéta. Yto mbl caenaem ceiyac?
Coenaem CTapTOBbIM MEPCOHaXK 3K3eMMNAPOM Halero Knacca Avatar u bygem
yNpaBAsaTb HALWMM MEepPCOHAXKeM UCMONb3YsA KNaBuaTypy.

JleJlaeM MTPoOKa IK3eMILISIPOM KJiacca Avatar

B Unreal Editor, co3painnte nogknacc ot Game Mode nepeiias K File | Add Code To
Project... u Bbibepute Game Mode. CBo A Ha3Ban GameModeGoldenEgg.

ChooseParentClass ~ Name Your New Game Mode

you are about 10 add 3 C++ souwrce code file To compile these files you muss have visual Studio 201 3 instalied

Enter a name for your new class Class names may only contain alphanumenc
When you click the "Create® button befow, & header [.h) file and a source (cpp)

® Player Controller

PlayerContrllers are used by human players to control Pawns

@ Game Mode ) GameModeGoldenEaq
The Gamelode defines the game bang played. t ¥:/Unreal Projects/GoldenEgg/Source/GoldenEgg/

GameMode B UE4 coaepKuUT npaBuaa Urpbl M onuUcaHmUs Toro, Kak urpa NpourpbiBaeTcs
ABUXKKOM. Mbl nopaboTtaem 6onblie ¢ Hawmm Knaccom GameMode nosske. Ceiiyac Ham
HYYXHO caenaTb ANa Hero noAaknacc.

3aHOBO KomMnuaupymnte Baw npoekT mn3 Visual Studio, Tak Bbl cmoXeTe co3aatb cxemy
(blueprint) GameModeGoldenEgg. Co3painte cxemy GameMode nepenga K 3HaAuKy
Blueprints naHenn meHto cBepxy, u WENKHMTEe nNo GameMode, a 3atem BbibepuTe
+Create | GameModeGoldenEgg (nnu To, Kak Bbl Ha30BETe Ball nogKnacc GameMode B
ware 1).

J- ”‘.‘v q~ *""'> '@'

Blueprints Matinee Build Compile Play Launch

A Open Level Blueprint

f J

Create..

Select GameMode Clas

® GameMode
® GameModeGoldenEgg
® RendeiToTexwure_Game

GameMode: Not overridden! »
Blue

M New Class Blueprint
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1. [Oaiite uma csoemy b6aynpuHTy. CBOM A Has3Ban

NMOKa3aHO Ha caeayouwem CKpUHLWOoTE:

u Create GameMode Blueprint

Search Folders

4 5e Game

[ Bl AnimStarterPack
)
Bl Character

[ I DemoRoom

[ Bl ExampleContent

(- MM StarterContent
B Unsorted

BP_GameModeGoldenEgg, kak

VETHEE BP_GameModeGoldenEgg

=0c J) cance

2. Baw TONbKO 4YTO CO34aHHbIN BAYNPUHT OTKPOeTcA B peaakTope ana blueprint.
Echn He oTKpoeTtcs, Bbl MoXKeTe OTKpbITb Knacc BP_GameModeGoldenEgg u3

Bknaaku Class Viewer.

3. BbibepuTe Baw Knacc BP_Avatar Ha naHenn Default Pawn Class, Kak noka3aHo Ha
cnegyrowem ckpuHworte. MNaHenb Default Pawn Class 310 TMn 06beKTa, KOTOpbIN

6yaeT NPUMEHEH ANA UTPOKa.

U M BPIGameModeeoldenEgd
File Edit

i B

Compile  Save

Asset lew Debug Window

®

Find in CB

Help

Editing defaults

Search

4 Game Mode
Default Pawn Class
HUD Class

Player Controller Class

SpectatorPawn

Golden Egg Game Mode

W Defaults
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4. Tenepb, 3anyctuTe cBok urpy. Bbl yBuMAWTE BWUA, C3aaM, TaK KaK Kamepa
pacnosoeHa c3aau, Kak NoKasaHo 34ech:

Bbl 3ameTuTe, 4YTO Bbl HE MOXKeTe ABuratbes. Moyemy 6bl 3T0? OTBET, NOTOMY YTO Mb
eLé He yCTaHOBWUN BBOA, yNpaBAeHuUs.

YcranaBiauBaeM BBO/J YIIPpABJCHU

1. YT06bI yCTAHOBUTL BBOA YNpaBaeHus, nepeante B Settings | Project Settings...:

2. N9 8

Settings Blueprints  Matinee Build

i

World Settings

Crmecisetngs >

Chan
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2. [lanee, B NaHenn no neBsyk CTOPOHY, noa Engine npokpyymMBanTe BHWU3, NOKa He
ysuaute Input.

U Project Bettnas

Engine - Input

'}. These settings are saved in Defaultinput.ini, which is currently writable

4 Bindings

al Settings
b Input
igation Me: Action Mappings = (@
4 Axis Mappings 4=

" N Forward

W

> il Strafe

Platforms

3. Mo npaBylo CTOPOHY, Bbl MOXKeTe yCTaHOBUTb NpuBAaAsKkK (Bindings). LLlEnkHUTe no
ManieHbKoW cTpenke nocne Axis Mapping, 4To6bl OTKpbITb MeHto. [lobaBbTe
TONbKO ABE OCK Ha KapTy, 4Tobbl HayaTb. OgHa Ha3biBaeTca Forward — Bnepép,
(cBasaHa ¢ 6ykBoi W Ha KnaBuaTtype), a BTopas Ha3biBaeTca Strafe — Ob6ctpen
(cBA3zaHHaA ¢ 6ykBoM D Ha KnaBuaType). 3aNOMHUTE HA3BAHWA, KOTOpble Bbl
AaéTe, Mbl CKOPO 06paTMmMcA K HUM B Koge C++.

4. 3akponTe ananoroBoe okHO Project Settings. Tenepb oTkpomnTe Baw C++ Koga,.

B KoHCcTpyKkTOpe Avatar.h, Bam HyHO A06aBUTb Tpn 06bsABAEHUSA QYHKLMU-YIEHA, KaK
MOKa3aHo 34echb:

UCLASS()
class GOLDENEGG_API AAvatar : public ACharacter
{
GENERATED_UCLASS_BODY()
// HoBble! 3Tn Tpu HOBbIX 06 bABNEHNS PYHKLMN-YIEHOB
I/ 6ynyT NPUMEHATBLCS ANS ABMXEHUS Hallero urpoka!
void SetupPlayerlnputComponent(class UlnputComponent* InputComponent)
override;
void MoveForward( float amount );
void MoveRight( float amount );

3
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Obpatute BHMMaHWe, 4YTO nepBaA QyHKUMA-YNEH, KoTopyto Mbl pobasnsem
(SetupPlayerinputComponent) sBnAeTcA NOAMEHOM ANA  BUPTyanbHOM  GYHKUMUW.
SetupPlayerinputComponent 3To BUPTyanbHaa PyHKUMA B Ba3zoBom Knacce Apawn.

B ¢aiine Avatar.cpp, Bam HyXHO nomectuTb Tena ¢yHKumin. JobasbTe cneayowme
onpegeneHna GyHKUMN-YneHa:

void AAvatar::SetupPlayerinputComponent(class UlnputComponent*
InputComponent)

check(InputComponent);
InputComponent->BindAxis("Forward", this, &AAvatar::MoveForward);
InputComponent->BindAxis("Strafe", this, &AAvatar::MoveRight);

}

3Ta PyHKUMA-YNeH mweTt npmuBasknu ocen Forward mn Strafe, KoTopble Mbl TONBKO 4TO
co3gann B Unreal Editor n cBasbiBaeT nx K GyHKUMKU-YNEHy BHYTPU 3TOro Knacca. K
KaKor QYHKUMM-YNEHY AO/XKHblI Mbl NPUBA3aTh? oyemy Mbl A0J/IKHbI NMPUBA3bIBATL K
AAvatar::MoveForward U AAvatar::MoveRight. BOT onpeaeneHne pyHKUMU-YNeHa ANA 3TUX

ABYX PYHKUMN:

void AAvatar::MoveForward( float amount )

{

// He BBOAMTE TEMNO 3TON (PYHKUUKN, ECNIN KOHTPONIEP
/l ewé He yCTaHOBMNEH UK ecnv cyMma Ans ABWxKeHus paBHa 0
if( Controller && amount )

{
FVector fwd = GetActorForwardVector();

/I mbl BbI3bIBaeM AddMovementinput, 4yTobbl cO6CTBEHHO ABUraTb
// virpoka “cymmon” B HanpaBneHusx fwd’
AddMovementinput(fwd, amount);

}
}

void AAvatar::MoveRight( float amount )

if( Controller && amount )

{
FVector right = GetActorRightVector();

AddMovementinput(right, amount);

}
}

IToackaska

O6vekT Controller n ¢pyHKummn AddMovementinput onpeaeneHol B8 6a3oBom Knacce APawn.
MocKonbKy Knacc Avatar npoucxoauT oT ACharacter, KOTOpbI B CBOK O4epeap
npoucxoauT oT  APawn, Mbl MOXEeM CBOOOAHO MNO/b30BaTbCA BCEMU YHKUMAMMU-
yneHamm B 6as3oBomM Knacce APawn. Tenepb Bbl BUAMUTE KPAcOTy HAC/NeAoOBaHUA WM
NOBTOPHOrO MCNO/Ib30BaHUA KOAA?
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YupaxaeHus
[Job6aBbTe NpmBA3KM ocert U dyHKUMM C++, 4TOObI ABUraTb UTPOKA BAEBO M Ha3aga,
Ipumeuanue

BoT noacKaska: Bam HY)KHO TO/IbKO A06aBUTb NPUBA3KM OCEM, ECIN Bbl MOHMMAETE, YTO
WMATM Ha3af 3TO HeraTuB XxoAbbbl BNepéa.

Pemmenne

BeeauTe gBe AONOAHUTENbHbIE NPUBA3KM Ocel, nepelian B Settings | Project Settings...
| Input, Kak NoKkasaHo 34echb:

u ' Projéct Setffngs

Project Engine - Input

‘}] These settings are saved in Defaultinput.ini, which is currently writable

Action Mappings == @
4 Axis Mappings 4= @

P8 Forward + X

Pl Strafe

) - EDX
v

Navigation Mesh

B none BBoAa Scale ana S u A BBeaute -1. 3TO MHBEPTUPYET OCb. TaK YTO NPM HaXKaTUK
KNasuwmn S B Urpe, Urpok byaet natn Hasag. NMonpobyiite!

ANnbTepHaTMBHO, Bbl MOXKeTe onpeaenTb ABe COBCEM pasaenibHble GYHKUUU-YNEHDbI B
Ballem Knacce AAvatar,Kak MOKas3aHO pJanee U nNpumBA3aTb Knasmwm A M S K
AAvatar::MovelLeft u AAvatar.:MoveBack, COOTBETCTBEHHO:

void AAvatar::MovelLeft( float amount )

{

if( Controller && amount )

{
FVector left = -GetActorRightVector();
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AddMovementlnput(left, amount);

} void AAvatar::MoveBack( float amount )

{

if( Controller && amount )

{

FVector back = -GetActorForwardVector();
AddMovementinput(back, amount);

}
}

PoickaHue M TAHrax

Mbl MOXKEM MEHSATb HanpaB/ieHMEe, B KOTOPOM CMOTPUT UIPOK, HacTpamBas pbiCKaHME —
Yaw u TaHrax — Pitch koHTponnepa.

Bcé uto Ham HY>XHO cAenatb 34€ecCb, 3TO ﬂ,06aBMTb NPUBA3KHU ocen ANnAa Mblln, Kak
NMOKa3aHO Ha caeayrwem CKpUHLWOoTE:

4 Bindings
Action Mappings <= (@

4 Axis Mappings 4= @

Pl Forward + X

ol Strafe + X

v

N3 C++, Bam HY»XHO A06aBUTb ABa HOBbIX 06bABNEHNA PYHKLUMN-4NeHOB B AAvatar.h:

void Yaw( float amount );
void Pitch( float amount );

Tena aTnx PyHKUNI-YNEeHOB OTNpPaBATCA B $haiin AAvatar.cpp:

void AAvatar::Yaw( float amount )

{
AddControllerYawlnput(200.f * amount * GetWorld()- >GetDeltaSeconds());

}

void AAvatar::Pitch( float amount )

{
AddControllerPitchinput(200.f * amount * GetWorld()- >GetDeltaSeconds());

}
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3atem, AobaBbTe ABe CTPOKMU K SetupPlayerinputComponent:

void AAvatar::SetupPlayerlnputComponent(class UlnputComponent*
InputComponent)

{

/I ... Kak n go aToro, nntc:
InputComponent->BindAxis("Yaw", this, &AAvatar::Yaw);
InputComponent->BindAxis("Pitch", this, &AAvatar::Pitch);

}

3pecb obpaTnute BHUMaHME Ha TO, KaK Mbl YMHOXUAK 3HaYeHMe amount B PyHKLUMAX
Pitch Ha 200. 3To uMcio NpeAacTaBASET YYBCTBUTENIbHOCTb MbilIK. Bbl MoxKeTe (A,0/13KHbI)
nobasutb anemeHT float B Knacc AAvatar, 4To6bl M36eXKaTb XapAKOAMHIA 3TOrO YMcAa
YyBCTBUTE/NIBHOCTMW.

GetWorld()->GetDeltaSeconds() [Q€T BamM KOJIMMECTBO BpeMeHW, KOTopoe npoxoaut
MeXxay nocieHum Kagpom U AaHHbIM Kagpom. M 3TO He mHOoro: GetDeltaSeconds()
BOnbLUNMHCTBO BpeMeHu (ecnu Balua urpa naét 60 kagpos B CeKyHAy) 9TO A0JIKHO ObITb OKONO0
16 munnucekyHp, (0.016 cekyHa).

NTaK, celyac y Hac ecTb BOA W KOHTPOAb Wrpoka. YT1obbl [06aBUTbL HOBYHO
bYHKLMOHANbHOCTb BallemMy aBaTapy, BCE, YTO BaM HYXKHO caenaTb 3TO:

1. MpuBA3aTb BalUM AENCTBUA KNaBUW MAM MbllK nepenas K Settings | Project
Settings | Input.

2. [o6aBuTb GYHKUMIO-YNEH AN5 BbINONHEHWUA, KOTAa 3Ta KNaBuLLIA HaXKarTa.

3. [ob6aBuTb CTPOKY K SetupPlayerinputComponent, cBA3biBas MMA BBOAA FPaHULbI K
GYHKUUM-YNEHY, KOTOPYIO Mbl XOTUM 3aMyCKaTb, KOrA4a KNaBuLla HaxkaTa.

Co3aaHue 00beKTa HEMT'POBOI'0 MEPCOHAKA

NT1ak, Ham Hago co3gatb Heckonbko NPC (non-playable character — Heurposoi
nepcoHaxk). NPC 3To nepcoHaku B Mrpe, KOTOPble MOMOratoT MrpoKy. HekoTopble
npegnaratoT ocobble npeamMeTbl, HEKOTOPbIe 3TO NPOAaBLbl B NaBKaX, a HEKOTOpble
AEenATca ¢ Urpokom mHpopmaumen. B aton urpe oHu byayt pearmpoBaTb Ha UFPOKa,
KOrza OH OKa3blBaeTca pagom. [laBanite cnporpaMmmnpyem YTo-To U3 3TOro noBeaeHus.

CHavana co3gagmm ewé oanH nogknacc ana Character. B pegaktope UE4 nepenguTte B
File | Add Code To Project... Bbibepute Knacc Character, U3 KOTOporo Bbl CMOKeTe
caenatb nogknacc. Hasosute Baw noaknacc NPC.

Tenepb oTpedakTupyiTe Baw Kopg B Visual Studio. Y Kaxkgoro NPC 6yaet coobuieHue
ANA UTPOKa, Tak YTo Mbl A06aBMM cBoIMcTBO UPROPERTY/() FString B Knacc NPC.

CoBert

FStrings 310 Bepcma UE4 tmna C++ <string>. Korga nporpammupyete B UE4, Bam cneayer
MCnonb3oBaTb 06bEKTbl FString BMmecTto C++ 06beKToB string CTaHAAPTHON HMbAMOTEKN
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wabnoHos.. B uenom npeanovYtTntTenbHO Bam CneayeTt NCrnosib3oBatb BCTPOEHHbIE B UE4
TUNbI, TaK KaK OHU FAPaHTUPYIOT KpOCCﬂﬂaT(I)OpMeHHle COBMECTUMOCTb.

Tenepb, pobaBbTe cBoMcTBO UPROPERTY() FString B Knacc NPC, Kak noKasaHo B
cneayroLlLem Koe:

UCLASS()
class GOLDENEGG_API ANPC : public ACharacter

{
GENERATED_UCLASS_BODY()

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Collision)
TSubobjectPtr<class USphereComponent> ProxSphere;

// 310 coobeHne NPC, KOTopoe OH LOSMKEH CKa3aTb HaM.

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = NPCMessage)
FString NpcMessage;

// Korga Bbl co3gaéTe blueptint n3 aToro knacca, Bbl XOTUTE, YTOObLI Bbl MO
/I pegakTupoBaTb 3TO coobuieHme B blueprint,

// BOT noyemy y Hac ecTb

I/l ceonctea EditAnywhere u BlueprintReadWrite.

}

ObpatMte BHMMaHWE, 4YTO Mbl MNOMELLAEM CBOMCTBA EditAnywhere wu
BlueprintReadWrite B makpoc UPROPERTY. 310 aenaet NpcMessage (coobuweHune NPC)
pepaktTMpyembimM B blueprint.

CosBer

MonHoe onucaHme ocobeHHocTen ceoncTB UE4, gocTynHo Ha:
https://docs.unrealengine.com/latest/INT/Programming/Unreal Architecture/Reference/Pr

operties/

3aHOBO KOMMUAMPYMTE Ball MPOEKT (KaK Mbl Aenanu 3To gnsa Knacca Avatar). 3atem,
nepenaunte B Class Viewer, WENKHMUTE NPaBON KHOMKOM MbiwK Nno Bawemy Knaccy NPC u
co3nanTte cxemy (blueprint) ns Hero.

Kaxkgbiit nepcoHax NPC, KOTopbI Bbl XOTUTE CO34aTb MOXET ObiTb OCHOBAH Ha cxeme
(blueprint) BHe knacca NPC. OanTe Kaxkgomy NPC yHUKanbHOE UMA, TaK KaK Mbl byaem
BbIOMpaTb pasHble ceTKM mogenen ans kKaxpgoro NPC, Kotopbih y Hac byaet, Kak
NMOKa3aHO Ha CaeaytoLeM CKPUHLLIOTE:

== Content Browser 48 Class Viewer,

Filters  View
NPC X
4@ Actor n

4 % Pawn -

4 8 Character

-

9

S NPC
BP_NPC_Owen

Open C++ HPcuh Pr...

Create /Game/Blueprints/

Blueprint |

reate New C++ 5. -
Create New C++ Class Search Folders
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Tenepb, oTkpouTe blueprint, Bbibepute ckenetHyto ceTky (mesh) 8 Add Components, 1
oTperyanpymnte Kancyny (Kak mbl genann 3to gna BP_Avatar). Bbl TakKe moKeTe
CMeHUTb MaTepuan Balero HOBOro NePCOoHarKa, Tak YToObl OH OTAMYA/ICA OT UTPOKa.

Z° Components

# Add Component ~
e Class
CharacterMovement
4  [ROOT] CapsuleCompc
ArrowComponent
3dParticleOpacity_Mat

proxSphere Ma

3dParticleOpacitylnstance

Matenal Instance
AdvancedFlag

Matar
1=

AlphaBrushMaterial

B Ron Bt i e =
1ate

AlphaBrushMaterial_Smooth

Matenal Instance

i Detajls

%]
e

AmbientOcclusion
Mat
AntiAliasedTextMaterialTranslucent

A A~ta

4 Rendering 1

4 Materials 1 elements BackgroundMaterial

405 items @ View Options v
¢ O vo
Materials

Hidden in Ga .

Visible

CmeHUMe mamepuasn sawez20 nepcoHaxca 8 caolicmeax eaweli cemku. 100 8Knadkol
Rendering (su3yanuszayus), WéakHume no 3Ha4ky +, Yymobol 0obasums mamepuarn.
3amem, wénkHume no obvekmy 8 hopme Karncysnol, Yymobbi 8bI6pamMs mamepuan 014
8u3yanu3ayuu.

Bo Bknaake Defaults, Hanaute csoiictBo NpcMessage. 3To Halla CBA3b MeXKAY KOAOM
C++ n cxemoi (blueprint), notomy uto mbl BBenu ¢pyHkumo UPROPERTY() ana
nepemeHHon FString NpcMessage. 3To cBoicTBO byaeT peaaktnpyembim B UE4, Kak
MOKA3aHOo Ha CneayoWem CKPUHLLIoTE:
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u M BPNPC Owers

File Edit Asset View Debug Window HEg NPC.h S R eI
ﬁ, " ® — e

(44 'n Sv/ Defaults ) - <=~ Comp
Compile Save Findin CB

: Editing defaults
_message

4 NPCMessage

Mess:

Tenepb nepetawmnte BP_NPC_Owen B cueHy. Bbl TakKe MmoOKeTe c03[aTb BTOPOro
nepcoHarka M TpeTbero, n 06a3aTeNbHO AaBalTe MM HE NOBTOPAKOLWMECA, YHUKANbHbIE
MMeHa, BUA 1 coobLeHmnA.

== Content Browser 48 Class Viewer

A co30an dse cxemsl (blueprint) 0na NPC ocHosaHHbIx Ha 6a3oeom knacce NPC. 3mo
BP_NPC Justin u BP_NPS_Owen. ¥ Hux pa3Hbili U0 u pasHsie coobujeHus 0418 U2poKa.
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OTo0OpaxeHue HUTAT U3 KAKIAOTO
anajgorosoro okua NPC

Y106bl OTOOpa)kaTb AMaANOroBoe OKHO, HaM HYHO npucnocobuts HUD (heads-up
display — oTobparkeHue Ha ypoBHe rna3). HUD oTobparkaeT 4yacTu rpaduyeckoro
NO/Ib30BaTE/IbCKOro MHTEpdENCca N CAYKUT ANA NPefoCTaBNeHMA BaXKHOM MHGOpMaLmUM
NIPOKY NPAMO B Te4eHMe Urpbl. B 6onbluinMHCTBE cnyyaes anemeHTbl HUD (ypoBeHb, 04KK
WU3HW, ONbiTa, Bpemsda, Npuuen, pagap, KapTta, AOCTYMHble CNnocobHOCTM M Npoyee)
pacnonaratoTca no nepmudepmm sKpaHa, YTobbl He MeLWaTb UTPOKY.

B penakTtope UE4 nepenaute B File | Add Code To Project... u Bbibepute knacc HUD, 13
KOTOpOro co3gaértca noaknacc. HaszoBuTe CBOM MogKnacc Kak noxkenaete. CeBon A
Ha3Basn MyHUD.

MNocne Toro Kak Bbl co3ganu knacc MyHUD, gaunTte Visual Studio nepesarpy3untbca. Mbi
HEMHOro OoTpefaKTMpyem Koa,.

OTto0Opaxenue coodomenun B HUD

BHyTpu Knacca AMyHUD, Ham HyXHO BbinonHUTb ¢yHKuMio DrawHUD() (M306pa3uTb
HUD), utobbl n306pa3ntb Hawm coobweHna B HUD 1 ytobbl HazHauuTb wpudt ana HUD,
KaK NOKa3aHo B c/eAyloWem Koae:

UCLASS()
class GOLDENEGG_API AMyHUD : public AHUD

{
GENERATED_UCLASS_BODY/()
/I WpndpT, ncnonbdyemoblt Ans nsobpaxeHunsa tekcta 8 HUD.
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = HUDFont)
UFont* hudFont;
I/l Do6aBbTe 3Ty PyHKUMNIO, 4TOOLI N306pa3nTs HUD!
virtual void DrawHUD() override;

h

Wpnpt HUD 6yametr yctaHoBNeH B cnpoeKTupoBaHHOM Bepcum (blueprint) Knacca
AMyHUD. ®yHKuma DrawHUD() 3anyckaeTcs oauH pa3 3a Kaap. [epen Tem Kak
n3obparkaTb BHYTPU Kagpa, gobasbTe dyHKuMio B pann AMyHUD.cpp:

void AMyHUD::DrawHUD()

{
/I cHavana BbI3biBaeM pyHKLMIO cynepkracca DrawHUD()
Super::DrawHUD();
Il 3aTemM nepexoguM K n3obpaxeHuto Ballen 3agyMKu.
I/l Mbl MOXeM n306pasnTb NUHAUN..
DrawLine( 200, 300, 400, 500, FLinearColor::Blue );
I/l v Mbl MOXeM n306pasnTb TeKCT!
DrawText( "Unreal npusetctByeT Bac!", FVector2D( 0, 0 ), hudFont,
FVector2D( 1, 1), FColor::White );
}
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MNopoxaute! Mbl ewé He HasHauuam wpudTt. YTobbl caenaTb 3TO, HAM HYMKHO
yctaHoBUTb ero B cxeme (blueprint). Komnuaupyiite u 3anyctute Baw npoekTt Visual
Studio. Kak T0/1bKO Bbl OKaXKUTeCb B pegaKktope, nepenaute B meHto Blueprints ceepxy u
nepeiante K GameMode | HUD | + Create | MyHUD.

Scene Outliner

.5 8. T . p . A

Blueprints Matinee Build Compile Play Launch

4 Open Level Bluepnnt

)

~
v

ModeG Ho-l]Ll_]t]

v

y O
@ @i 8

BP_Pickup_Gold:
P_Fire

¥ Palm
PlayerStart
PointLight

Ao m
MOV

sameMode: Not overndden!

M New Class Blueprint

M Open Class Blueprint

oA

v ¥

7 Shape_Cube
¥ SM_Bush

-

PlayerController: PlayerController

® DebugCameraHUD
® HUD
® LogVisualizerHUD

Co30aHue blueprint knacca MyHUD

A pan wma BP_MyHUD. Ortpegaktupyinte BP_MyHUD wn Bbibepute wpudpt B
Bbinagatowem meHto nog HUDFont (HUD wpudT):

U M EP_MyHUD?

File Edit Asset View Debug Window Help My HUD.h e

C =U Defaultsy ) - ¥ . Components
Compile  Save Findin CB

Editing defauits
4 HUDFont

Hud Font v & DO

4 Tags

Tags

RobotoDistanceField

[ Public View - Ao RobotoDistanceF

A e8blbpan RobotoDistanceField 8 kayecmse wpugpma moezo HUD
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3aTem oTpeaakTupyinte Baw blueprint Game Mode (BP_GameModeGoldenEgg) wu
BblbepuTe Baw HoBbIi BP_ MyHUD (He knacc MyHUD) ana naHenn HUD Class:

u M BPGameModeGoldenEad
File Edit Asset View Debug P¥findoiess Higme Mode Golden Egg.h

£ 3ICh ¢
ﬁ; ! ,@ ﬂbefauﬂs ) .._'j. Components ) = Graph

Compile Save FindinCB

ViEdmng defaults

Search EOv

4 Game Mode

Default Pawn Class e D 4+ X

HUD Class BP_MyHUD v i "B O SR~
Slayer Gantraller Glass N )

® BP_MyHUD
Spectator Class ® DebugCameraHUD BP_MyHUD
® HuUD
® LogVisualizerHUD
® MyHUD

Game State Class

4 Tags

B Public View

MpoTecTMpynTe Bawy Nporpammy, 3anyctms eé! Bbl 4ONXKHbI YBUAETb TEKCT HA SKpaHe.
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IIpumenenue TArray<Message>

Kaxkpgoe coobluieHne, KOTOpoe Mbl XOTUM BbIBECTUM UFPOKY, ByAeT MMeTb HECKONbKO
CBOWCTB:

e [lepemeHHasn FString ana coobuweHua
e [lepemeHHasn float ana BpemeHun oTobpaxkeHmA
e [lepemeHHas FColor ana yseta coobueHUs

Tak 4yTo A/1A Hac eCcTb CMbIC/I HanmMcaTb MasieHbKylo ¢yHKLMIO struct, 4Tobbl OHa
cogepkana Bclo 3Ty MHGopmauumtio.

Besepxy MyHUD, BBeguTte cnegytouee obbvasneHue struct:

struct Message

{
FString message;
float time;
FColor color;
Message()

/I 'YcTaHaBnuBaem BpeMsi N0 yMOMYaHUA.
time = 5.f;
color = FColor::White;

}

Message( FString iMessage, float iTime, FColor iColor )

message = iMessage;
time = iTime;
color = iColor;

}
h

IIpumeuanue

YnydweHHan Bepcua Ana cTpykTypbl Message (¢ uBeTom ¢oHa) B NakeTe KoAa ANa 3TOM
rnasbl. 34eCb Mbl MPUMEHWUAN KOZ NONpPoLLE, YTObObl OblI0 Nerye NOHATL FNaBy.

Tenepb, BHyTpU Knacca AMyHUD, mbl xoTum ao6asutb TArray 3Tux coobueHuin. TArray -
3TO cneuymanbHblih onpegenéHHoin 8 UE4 Tvn AMHaMWYECKU yBeNNYUBAIOLLErOCA
maccuBa C++. Mbl nponaém aetanbHoe npumeHeHue TArray B Cneaytowen rnase, HO
AAHHOe npocToe wucnosab3oBaHuMe TArray [Ao/mKHO OblTb  XOpPOWMM  NepBbiM
3HAKOMCTBOM, YTOObl NOANMUTATb Ball MHTEPEC K MOJIb3e M BAa*KHOCTM MaCcCMBOB B Urpax.
Ob6baBneHne AoNXKHO bbITb Kak TArray<Message>:

UCLASS()

class GOLDENEGG_API AMyHUD : public AHUD

{
GENERATED_UCLASS_BODY/()
/I WpundT, ncnonbsyemolt Ana n3obpaxeHus Tekcta 8 HUD.
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = HUDFont)
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UFont* hudFont;

/l HoBoe! MaccuB coobLiennin ona otobpaxkeHus

TArray<Message> messages;

virtual void DrawHUD() override;

// HoBoe! ®yHKuMs Ana BO3MOXHOCTM J00aBnATb cooblieHme gns oTobpaxkeHns
void addMessage( Message msg );

|3

Tenepb, Koraa y NPC ecTb coobuieHne ansa otobparkeHusa, Ham NPOCTO HY)KHO byaer
BbI3BaTb AMyHud::addMessage() ¢ Hawmm coobweHmnem. CoobuweHne byaet nobaBneHo
B TArray, maccms, rae HaxoasaTcs coobuieHusi, KoTopble b6yayT oTtobparkeHbl. Koraa
Bpems A4/1a oTobparkeHuns coobuleHns nctekaet, oHo byaet yaaneHo ns HUD:

B ¢partne AMyHUD.cpp, obaBbTe cneayrowmin Koa;:

void AMyHUD::DrawHUD()
{

Super::DrawHUD();

/[ BBINONHSAEM UTepauuio 3a4oM Hanepén, Tak 4To ecnu Mbl yaansem

// NyHKT BO BpeMsi utepaumm, He BO3HUKHET HUKaKux npobnem

for(int c = messages.Num() - 1; ¢ >=0; c--)

{
/I n3obpaxkaeM poHOBOE OKHO Ans coobLLeHNs
/I Hy>xHOrO pasmepa
float outputWidth, outputHeight, pad=10.f;
GetTextSize( messages|c].message, outputWidth, outputHeight, hudFont,
1.f);
float messageH = outputHeight + 2.f*pad;
float x = 0.f, y = c*messageH,;
/] YépHbIN GOH
DrawRect( FLinearColor::Black, x, y, Canvas->SizeX, messageH );
/I n3obpaxkaeM Halue coobuieHne ncnosnbays hudFont
DrawText( messages|c].message, messages|c].color, x + pad, y + pad,
hudFont );
/I cokpallaem BpeMsi 0TObpakeHUs Ha Bpems npoLueliee
/I ¢ nocnegHero kagpa.
messages|c].time -= GetWorld()->GetDeltaSeconds();
/I ecnn Bpema coobLLeHuns BbILWIO, yaansem ero
if( messagesjc].time < 0)

messages.RemoveAt( ¢ );

}
}

}
void AMyHUD::addMessage( Message msg )

{

messages.Add( msg );

}

®dyHKuma AMyHUD::DrawHUD() ceiuyac un306paxkaeT Bce coobuweHna B maccuse
messages 1 ynopsaao4YMBaeT Kaxaoe cooblieHne B 3TOM MacCMBE KOMUYECTBY BPEMEHMU
npolweawemy ¢ nocnegHero Kagpa. UcTékwme cooblieHUa yaanaioTca us cobpaHms
messages, KaK TOJIbKO MX 3HadyeHue time nagaet Hue 0.
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YnpaxHenue

BoinonHute pedaktopuHr ¢pyHKumm DrawHUD(), Tak uTobbl Koa, KOTOpbIN M306parKkaeT
COODbLLEHMA Ha 3KPaHe, bbin B pa3aenbHbix GyHKUMAX Ha3BaHHbIX DrawMessages().

MepemeHHaa Canvas pgocTynHa Tosnbko B DrawHUD(), Tak uto Bam 6yAeT Hy»KHO
coxpaHuTb Canvas->SizeX un Canvas->SizeY B nepeMeHHbIX YPOBHEBOTrO Kaacca.

IIpumeuyanue

PedaKTOpMHI 03HaYaeT BHYTPEHHIOK CMeHY crnocoba paboTbl KoAaa, Tak YTobbl OH 6bin
6051ee opraHNM30BaHHbIM M 6onee yaobHbIM A7 YTEHUA, HO B TO XKe BPeMA UMEN TOT Ke
BUAMMBIA pe3ynbTaT Ana NoNb30BaTend, 3anycKawouwero nporpammy. 3adacTyto
pedaKTOPUHT 3TO XOopoLlas NpakTuKa. MpuynHa, No KoTopon NpoBoaUTCs pedaKTOPUHT
— B TOM, YTO HMKTO Ha MOMEHT Hayana HanucaHuA KoAa, He 3HAeT, KakK AO0/iKeH byaeT
BbIrNAAETb KOA B UTOTE.

Pemmenne

MocmoTpuTte Ha pyHKUMto AMyHUD::DrawMessages() B nakeTe Koga AnA 3TOM rnasbl.

CpabdarbiBaHue COOBITUS MO NPUOIUKECHUIO
Kk NPC

Y106b1 COObITUE cpaboTano pagom ¢ NPC, Ham HYXHO YCTaHOBWUTb AOMONHUTE/bHbIN
06BbEM BbIAB/MIEHWNA CTOJIKHOBEHMA, KOTOPbIA HEMHOrO Wwupe, 4yem Gopma Kancyabl no
yMO/lMaHUIO. [lononHuUTeNbHbIN 06bEM BbISIBNEHUA CTONKHOBEHMA ByaeT npeacTaBnATb
n3 ceba codepy Bokpyr Kaxkgoro NPC. Korga urpok Boamt B cdpepy NPC, to NPC
pearvpyeT 1 BbIBOAUT COObLLEHME.

Meoei cobupaemca 0obasums MEMHO-
KpacHyro cgpepy 0na NPC, ymobbl oH
Mo2  eosopumb,  Ko20a  padom
Haxooumcsa u2poK
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BHyTpu Bawero ¢anna knacca NPC.h, pobasbTe cneaywowmin Kog, 4Ytobbl 06BHABUTHL
ProxSphere n UFUNCTION Ha3BaHHYyto Prox:

UCLASS()

class GOLDENEGG_API ANPC : public ACharacter

{
GENERATED_UCLASS_BODY()
// 310 coobeHne NPC, KOTOpOe OH LOMMKEH CKa3aTb HaM.
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = NPCMessage)
FString NpcMessage,;
/I Cchepa, ¢ KOTOPOW MOXET CTaNKMBaTbLCA UIPOK, YTOOLI NONYyYNTb NpeamMeT
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Collision)
TSubobjectPtr<class USphereComponent> ProxSphere;
I/l CooTBeETCTBYIOLEE TENO 3TON PYHKLUN ITO
Il ANPC::Prox_Implementation, __He__ ANPC::Prox()!
// 3TO HEMHOrO CTPAHHO N HEe TO, YTO Bbl OXKAanu,
// HO 3TO cny4vaeTcs, noToMy 4TO 31O BlueprintNativeEvent (pogHoe cobbiTne cxembl (blueprint))
UFUNCTION(BIlueprintNativeEvent, Category = "Collision")
void Prox( AActor* OtherActor, UPrimitiveComponent* OtherComp, int32
OtherBodylndex, bool bFromSweep, const FHitResult & SweepResult );

3

BbIrnAgMT HEMHOro 3anyTaHHO, HO Ha CaMOM [Aefie He TaK BCE CNOXHO. 34ecb Mbl
06bABNAEM A0NONHUTENbHYIO chepy 06bEMa rpaHul, HasBaHHY ProxSphere, KoTopasn
BbIAB/IAET, KOraa Urpok Haxoautcs psaom ¢ NPC.

B ¢anne NPC.cpp, Ham HyxHO pobaBuTb cneayrowmnni kKo, 4Tobbl 3aBEpPWNUTL
BblfiBNEeHMe 6an3ocTu:

ANPC::ANPC(const class FPostConstructlnitializeProperties& PCIP) :
Super(PCIP)

ProxSphere = PCIP.CreateDefaultSubobject<USphereComponent>(this,

TEXT("Proximity Sphere"));

ProxSphere->AttachTo( RootComponent );

ProxSphere->SetSphereRadius( 32.f );

/Il Kog ansa 3anycka ANPC::Prox(), korga ata cdepa npubnmkeHus

I/l nepecekaeTcsa ¢ ApyrMm akTOpoOM.

ProxSphere->OnComponentBeginOverlap.AddDynamic( this, &ANPC::Prox );

NpcMessage = "Hi, I'm Owen";// coobLueHne no ymon4aHuoo, MOXeT BbITb OTpeaakTUpoBaHO
/I B blueprint

}

/I O6patute BHUMaHMe! XoTs 310 ANPC::Prox() n 6bino o6baBneHo B 3arofioBOMHOM hanine,
/] Tenepb 3710 BOT 3gecb ANPC::Prox_Implementation.

void ANPC::Prox_Implementation( AActor* OtherActor, UPrimitiveComponent*

OtherComp, int32 OtherBodylndex, bool bFromSweep, const FHitResult &

SweepResult)

{

Il 3peck Haw kop 6yaeT BbINOSMHATL TO, YTO ByaeT npomMcxoauTb
Il npn nepeceyeHnn

}
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Koa naa BeiBoaa coodmenust Ha HUD, ecau kto-To psagom ¢ NPC

Korga mnrpok psagom co coeport 06béma ctonkHoBeHnss NPC, mbl BbiBegem coobuieHme
Ha HUD, KoTopoe AaéTt 3HaTb UrpoKy, 4to rosoput NPC.

BoT nonHoe ocywecteneHne ANPC::Prox_Implementation:

void ANPC::Prox_Implementation( AActor* OtherActor, UPrimitiveComponent*
OtherComp, int32 OtherBodylndex, bool bFromSweep, const FHitResult &
SweepResult)

{

/I ecnun akTop, C KOTOPbIM NPOU3OLLNIO NepecevYeHne, 3TO HE UTPOK,
// BbI NPOCTO A0SMKHbI BEPHYTLCS U3 (DYHKLNN
if( Cast<AAvatar>( OtherActor ) == nullptr )

{

return;

}
APlayerController* PController = GetWorld()- >GetFirstPlayerController();

if( PController )

{
AMyHUD * hud = Cast<AMyHUD>( PController->GetHUD() );

hud->addMessage( Message( NpcMessage, 5.f, FColor::White ) );

}
}

MepBoe, 4TO Mbl Aenaem B PyHKUUM 3TO
npuseaeHne OtherActor (apyroi akrtop)
(To, uto nosensaetca psgom ¢ NPC) K
AAvatar. MpuseaeHne npoucxoaut (U He
nullptr), korgpa OtherActor 310 06beKT
AAvatar. Mbl nonydyaem obbvekt HUD (4TO
npoucxoamt  C npUKpenaeHnem K
KOHTPOANEepY  MUFpoKa) MW nepepaém
coobueHne ot NPC Ha HUD. CoobuieHue
nossnAeTcs, BCeraa Korga NUrpPoK
Haxo4UTCA B Npegenax rpaHuy, KpacHom
coepobl NPC.

lpusemcmeue OyeHa
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YupaxaeHus

1. Job6asbte mma ¢yHkumm UPROPERTY gna mmeHn NPC, yto6bl Mmsi NPC 6bin
penakTnpyemoim B cxeme (blueprint), noaobHo coobuieHunto, kotopoe ectb y NPC
Ans urpoka. Mokaxkute uma NPC B BbIBOAE Ha 3KpaH.

2. OobaBbTe ¢yHKUMIO (HanuwuTe UTexture2D*) ana nuueson TeKkcTypbl NPC.
BctaBbTe anuo NPC pagom c ero coobuieHnem B BbIBOAE.

3. Busyanusupyiite Ha 3KpaHe HP urpoka Kak naHenb (3ano/IHEHHbIN
NPAMOYTrO/IbHUK).

Pemenus

[lo6aBbTe 370 cBOMCTBO K Knaccy ANPC:

I/ 310 nmsa NPC
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = NPCMessage)
FString name;

3aTtem, B ANPC::Prox_Implementation, CMeHUTe CTPOKY nepeaaHHyto B HUD Ha:
name + FString(": ") + message

Takum obpasom, uma NPC byaet nobasneHo B coobuieHue.

[Job6aBbTe 370 cBOMCTBO K Knaccy ANPC:

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = NPCMessage)
UTexture2D* Face,

3aTemM Bbl MOKeTe BblbpaTb M306parkeHns nul, 4yTobbl NpuKpenuTb K vy NPC B cxeme
(blueprint).

MpuKkpenuTte TEKCTYpY K Bawemy struct Message:
UTexture2D* tex;

Y106bI BM3YaNIN3NMPOBATb Ha 3KpaHe 3TU M300parkeHns, BamM HYXHO A006aBUTb BbI3OB
DrawTexture() C Hy»KHOW TEKCTYPOM NepesaHHOM B HEE:

DrawTexture( messages|c].tex, X, y, messageH, messageH, 0,0, 1, 1);

Andrew: Ah, how're you doing ObsasaTenbHO npoBepbTe
Owen: Hi, I'm Owen paboyaa nn TekcTypa, nepen Tem
KaK BU3yann3nMpoBaTb eé.
N306parkeHunn DOJIKHbI
.jc éu\ ’ | Lo BbIrNsAeTb nogobHo Tomy, 4TO
7 )} \ W NMOKa3aHO 34eCb, BBEPXY IKPaAHa:
Y F
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370 TO, KaK GyHKUMA M306parkaeT ocTaBLIeecs 340P0Bbe UrPOKa B popme Nonochi:

void AMyHUD::DrawHealthbar()
{

Il N3o6parkaem nonocy 340pOBbS.

AAvatar *avatar = Cast<AAvatar>(
UGameplayStatics::GetPlayerPawn(GetWorld(), 0) );

float barWidth=200, barHeight=50, barPad=12, barMargin=50;

float percHp = avatar->Hp / avatar->MaxHp;

DrawRect( FLinearColor( 0, 0, 0, 1), Canvas->SizeX - barWidth - barPad
- barMargin, Canvas->SizeY - barHeight - barPad - barMargin, barWidth +
2*barPad, barHeight + 2*barPad );

DrawRect( FLinearColor( 1-percHp, percHp, 0, 1), Canvas->SizeX -
barWidth - barMargin, Canvas->SizeY - barHeight - barMargin,
barWidth*percHp, barHeight );

}

BniBOabI

B 31OV rnase, npowin mMHoro matepuana. Mbl NOKasasn Bam, Kak CO34aBaTb NEPCOHAXKa
n otobparkaTb €ro Ha 3KpaHe, yNpasAATb BAalWMM MEPCOHAXKEM C MOMOLLBbIO MPUBA30OK
ocel, 1 Kak co3gaBaTb 1 oTobparkaTb NPC, KOTOpbIN MOXKET nepenasaTb COOOLWEHNA HA
HUD.

B manbHenwmx rnasax, Mbl byaem pa3BuBaTb Haly Urpy ganblie, gobasnas Cucmemy
MHeeHmapusayuu u Modbop lpedmemos B nasBe 10, a TakXKe KoA W KOHLENUMIO
NnoAcyéTa TOro 4YTO eCTb y Wrpoka. Ho nepepg 3tmm, mbl TwatesnbHeX O6BACHUM
HeKoTopble Tunbl KOHTenHepoB UE4 B nase 9. L/absoHblI U 0b6bIYHO UCMOMb3YEMbIE
KOHmMelHepbl.
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I'naBa 9. lI1a0J10HBI K1 O0OBIYHO
HUCII0JIb3yeMble KOHTCHHEPHI.

B Tnase 7. JuHamu4ecKkoe pacripedesieHue namsamu, Mbl FTOBOPUIN O TOM, KaK Bbl
bynete MCNONb30BaTb AMHAMUYECKOE pacnpegeneHme NnamaTu, ecam Bbl XOTUTE CO34aTb
HOBbIM MACCUB, pa3mMep KOTOPOro Heu3BecTeH B MOMEHT Komnunaumn. Popma
AWHaAMMYEeCKOoro pacnpeaesieHMAa NnamATU TakoBa int * array = new int[ number_of_elements ].

Bbl TaKXe BMAUTE 3TO AMHAMMYeCKoe pacrnpenenieHue, UCNoNb3yeT K/IH4YeBoe C/10BO
new[], Tpebylowee oT BaCc No3*e BbI30B delete]] B MmaccmBe, MHaye y Bac byaeT yTeuyka
namaTn. Takoe ynpaBaeHMe NaMATbio 3TO TAXKENAA paboTa.

Ectb nnM cnocob co3paTtb MaccuMB  AMHAMMYECKOro pasmepa M 4Tobbl NamATb
aBTOMATUYECKM ynpasasnacb ana sac cammm C++? OTBeT Aa. ECTb 06beKTHble Tunbl C++
(Ha3bIiBaeMbI KOHTEMHEepPbI), KOTOpble YNPaBAAT ANHAMUYECKUM pacnpeaeneHnem u
nepemeweHmem namatm asTomaTtnyeckn. UE4 npepoctasnAaetr napy TMNOB AN1A
XPaHeHMA BalMX AaHHbIX B AMHAMUYECKMN N3MEHAEMbIX CODBpaHMAX.

Ectb ABe pa3Hble rpynnbl WabNOHHbIX KOHTeNMHepoB. EcTtb cemba UE4 KoHTenHeposB
(HaumHatowanca ¢ T*) u cemba KOHTeMHepoB CTaHpapTHOMU 6MbAMOTEKM WabnoHOB
(Standard Template Library) (STL) C++. W ecTb HeKoOTOpblie OTANYUS  MeXKAay
KOHTeMHepamn UE4 u KoHTenHepamu STL, HO oT1anumsa Hebonbwme. Habopbl
KOHTenHepoB UE4 HanucaHbl ¢ BbinoAHEHNEM Urpbl B yme. KoHTenHepbl STL C++ TakKe
paboTaloT xopowo W ux WHTepdencbl HemHoro 6Honee nocnepoBaTeNbHbI
(nocneposaTtenbHOCTb B APl 3T0 TO, 4TO Bbl Npeanoynn 6bl). Kakoit Habop KOHTelHepPOB
MCNONb30BaTb, pewaTtb Bam. OgHaAaKoO Bam peKoMeHAyeTcA WCNonb30BaTb Habop
KoHTeMHepoB UE4, TaK KaK 3TO rapaHTUpPyeT, YTO y BaC He BO3HMKHET npobaem c
KpoccnaatdopMeHOCTbIO, KOrga Bbl NONpobyeTe KOMNUAMPOBATbL Ball KOA.

OT1iaaaka BeIXOAHLIX 1aHHbIX B UE4

[ns Bcero Koga B 3TOM rnaBe (TaKKe KaK M B Nocaeayowmx rnaBax) Tpebyercs, 4Tobbl
Bbl pabotanu B npoekte UE4. B uensax tectupoBaHus TArray, 8 co3gan npoekT 6a3oBoro
Koda M Ha3Ban ero TArrays. B KOHCTpyKTOpe ATArraysGameMode::ATArraysGameMode A
MCNO/Mb3Y0 3N1EMEHT OT/1IaZlKM BblBOAA, YTOObI BbIBOAUTb TEKCT HA KOHCO/b.

BoT Kak byaeT BbIrnaaeTb Koa;:

ATArraysGameMode::ATArraysGameMode(const class
FPostConstructlnitializeProperties& PCIP) : Super(PCIP)

if( GEngine )

GEngine->AddOnScreenDebugMessage( 0, 30.f, FColor::Red, "Hello!" );

}
}
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Ecnun Bbl KOMNUAKpyeTe 1 3anyCcTUTe 3TOT NPOEKT, Bbl YBUAUTE TEKCT OTNAAKM B BEPXHEM
NIeBOM YI/ly OKHa Ballel urpbl, Korga Bbl HayHETe urpy. Bbl moxkeTe Mcnonb3oBaTb
BbIBOA, OTNaZKW, YTOOblI yBUAETb BHYTPEHHWE AaHHble Ballel nporpammbl B ntoboe
Bpems. MpocTo ybeantech, uto 06beKT GEngine cyllecTsyeT o Bpems OTNaAKu BbiBOAA.
BbiBOA, NpeablayLLero Koga NoKasaH Ha CneaytoLLeM CKPUMHLOTE:

Hello!

TArray<T> B UE4

TArray 37O BepcuAa AuHammyeckoro maccmBa B UE4. YTobbl NOHATL, 4TO Takoe
nepemeHHana TArray<T>, Bam CHa4ya/ila HaZo y3HaTb, 418 YErO CAYXKUT onuma <T>, mexay
yrnosbix cKOH6OK. Onuyma <T> 03Ha4aeT, YTO TUM AAHHbIX XPAHALWMXCA B MACCMBE 3TO
nepemeHHada. Bam HyXeH maccuB int? Torga co3ganTte nepemeHHyto TArray<int>.
Hy»kHa nepemeHHas TArray c Tunom double? Co3gaiite nepemeHHyto TArray<double>.

B obuwem, Korga ectb <T>, Bbl MoxeTe BCTaBnATb TMn C++ Ha Baw Bblbop. [aBante
NonAaém ganblue 1 MOKaXKem 3To Ha Npumepe.

IIpumep ucnouan3zoBanusa TArray<T>

MNepemeHHaa TArray<T> 3To NpocTo maccuB Tunos int. NepemeHHasa TArray<Player*>
6yaet maccMBom YykKasaTeneh Player*. MaccmB ¢ AMHAMMYECKM W3MEHSAEMbIM
pa3mMepoM, U 31eMeHTbl MOryT 6biTb f06aBneHbl B KOHEL, 3TOFO MaccuBa, NOC/Ae WX
CO34aHuA.

Y106b1 CO3aaTb NepemeHHyt0 TArray<T>, BCE YUTO Bam HyYXHO cAenaTb, 3TO NPUMEHUTb
CUMHTAKCUC pacnpenesieHnA HOPMaabHOM NepeMeHHON:

TArray<int> array;

N3meHeHua B nepemeHHoM TArray NnponsBoaaTCA C UCNOb30BaHMEM QYHKLUMA-YEHOB.
EcTb napa ¢yHKLUMIA-4NEHOB, KOTOPbIE Bbl MOXETe NPUMEHATb A1a nepemeHHoln TArray.
MepBana ¢yHKUMA-YNEH, O KOTOPOM BaM HaAo 3HaTb, 3TO Cnocob, KOTOpbIM Bbl
fobasnsete 3HaYeHME B MAaCCUB, KaK NOKA3aHO B C/IeAyIOLLEM KOJE:

array.Add( 1);
array.Add( 10 );
array.Add( 5);
array.Add( 20 );
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oT! yeTbipe CTPOKKU KOoAda npom3senyTt 3Ha4yeHne mMmacCmMBa B NamMATHU, KaK NMOKaA3aHO Ha
cnegyrouem M306pa)-KeHMMI

array

Koraa Bbl BbI3biBaeTe array.Add( number ), HoBoe uMcio MAET B KOHeL, maccmBa. Tak KakK
Mbl obasunm B maccus umcna 1, 10, 5 1 20 B Takom nopAaKe, TO B TaKOM NOPAAKE OHMU
N uayT B Mmaccuee.

Ecnn Bbl XOTUTe BBECTM 4YMC/I0O B Hayane WaM B cepeguHe MacCuBa, TO 3TO TOXKe
BO3MOMHO. BCé 4TO Bam HYXHO caenaTb, 3TO NPUMMEHUTb PYHKUMIO array.Insert(value,
index), Kak MOKa3aHO B C/ieAytoLLeN CTPOKe Koaa:

array.Ilnsert( 9, 0);

3Ta OYHKUMA NOCTaBUT Yncao 9 Ha nosmumto maccuea 0 (B Hayano). ITO 3HAYMT, YTO
OCTa/ibHble 31eMeHTbl MaccuBa NOAOABUHYTCA BMNPABO, KaK MOKAa3aHO Ha c/eaytoliem
n3obparkeHuu:

array

Mbl MOXKeM BBECTU eLé 0AUH SNEMEHT Ha NO3ULMI0 MAacCMBa 2, NPUMEHUB CAeayOLLYIO
CTPOKY KoAa:

array.Insert( 30, 2);

3T1a GYHKLUMA NepeynopasoHumMT MacCuB, Kak MOKa3aHo Ha caeaylolem n3obpaxeHunu:
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array

IToackaska

Echn Bbl BBEAETE UMC/IO Ha MO3UUMIO B MAcCMBE, KOTOpaAa HaxoAWUTCA 3a npeaenamu
maccuBa, UE4 BbiiaeT 13 cTpos. Tak uTo b6yabTe OCTOPOXKHbI U He AenaiTe Tak.

Nrepauus TArray

Bbl moxeTe wuTepupoBaTb (NpoxoauTb) 3n1eMeHTbl nepemeHHoir TArray ABymsA
cnocobamu: 1MbO MCNONb3yA LENOUYNCIEHHYIO MHAEKCALUUIO, TNDO NCNONb3yA UTepaTop.
A nokaxy Bam 06a 3Tnx cnocoba 34echb.

Banuib nukiia for u 3anuch B KBaJAPaATHBIX CKOOKAaX

Mcnonb3oBaHMe UeAbix 4Yucen ANnA WHAEeKCAauuMM 3N1eMeHTOB MacCMBa MHOrAa
Ha3blBaeTca “BaHunb” umkna for. [ocTyn K anemeHTamM MacCMBa MOMKHO MNONYYUTb,
ncnonb3ys array[ index ], rae MHAEKC 3TO HOMepPHan No3ULMA SINeMeHTa B MaccuBe:

for(int index = 0; index < array.Num(); index++)

{

// BBIBOOMM 3rieMEHT MaccuBa Ha 3KpaH, MpUMeEHsis coobLLeHne oTnagku
GEngine->AddOnScreenDebugMessage( index, 30.f, FColor::Red,
FString::Fromint( array[ index | ) );

}
HUrepaTopsl

Bbl TaKXKe morXKeTe MCNo/b30BaTb UTepaTop, YTOObI NPoOXo4uTb NO 3/1IEMEHTAM MaCCuMBa
O4UuH 3a APYTMM, KaK NOKa3aHO B caeayrouem Koge:

int count = 0; // oTcnexxmBaeM HOMEPHON MHAOEKC B MaccuBe
for( TArray<int>::Tlterator it = array.Createlterator(); it; ++it )

{
GEngine->AddOnScreenDebugMessage( count++, 30.f, FColor::Red,

FString::Fromint( *it) );
}

NTepaTopbl ABNAIOTCA YKasaTeNAMM B MaccuBe. MTepaTopbl MOryT MCNO/b30BaThCH,
YyTOOblI NPOCMATPMBATL UM U3MEHATb 3HAYEeHUs BHYTPU maccmsa. Mpumep uTepaTtopa
NoKasaH Ha cieaylowem nsobpaxkeHuu:
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array

it

CYTb UTEPATOpa: 3TO BHELUHMWM O6'beKT, KOTOprﬁ MOMET 3arnaabiBatb 1 NPOCMaTPUBATDL
3Ha4YeHMA maccmBa. BbinonHeHue ++ npoAaBUraeT NTeEPATOP K MPOCMOTPY caeagyroulero
1eEMEHTA.

NTepaTop 4oMKeH NoAXoAnTb ANA cObpaHUA 31eEMEHTOB, Yepe3 KOTOPble OH NPOXOAMT.
Ytobbl npoiTKM uYepe3 nepemeHHyt TArray<int>, Bam Hy)eH TuUnN uUTepaTopa
TArray<int>::Tlterator.

MbI MCcroIb3yem 3HAK *, yTobbl CMOTPETb 3HaUYEHUEe No3aamn uTepaTtopa. B npeabiayuiem
KoAe, Mbl Mcnosb3oBanu (*it), 4Tobbl MNOAYYUTbL LLENIOYMCNEHHOE 3HayeHue OoT
ntepatopa. ITO Ha3biBAaeTCA pasbimeHOBaHMe. PasbimeHOBaHWe mMTepaTopa O3Ha4vaeT
NOCMOTPETb €ro 3HayYeHue.

Onepaunsa ++it, KoTopada MNPOUCXOAUT B KOHLUE Kaxaon wuTepauuu uukna for,
NHKPEMEHTUPYET UTepaTop, NPOABUras ero K MecTy c/ie[lytoLero sneMeHTa B CNUCKe.

Besegute Kop B nporpammy M Ternepb MNpoBepbTe, KakK OHa paboTtaeT. BoT npumep
NPOrpammbl, KOTOPYIO Mbl CO34aBanun A0 3TOro, Ucnosb3ys TArray (BCE B KOHCTPYKTOpE
ATArraysGameMode::ATArraysGameMode()):

ATArraysGameMode::ATArraysGameMode(const class
FPostConstructinitializeProperties& PCIP) : Super(PCIP)

{
TArray<int> array;
array.Add( 1);
array.Add( 10 );
array.Add(5);
array.Add( 20 );
array.Insert( 9, 0);// ctaBum 9 cnepegu
array.Insert( 30, 2 );// ctaBum 30 Ha nHAeKc 2
if( GEngine )
for(int index = 0; index < array.Num(); index++)
GEngine->AddOnScreenDebugMessage( index, 30.f, FColor::Red,
FString::FromInt( array[ index ] ) );
}
}
}
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BbiBOA, NpeablayLLero Koga, NokasaH Ha cleayoLwWeM CKPUHLOTE:

BrisicHsieM HAX0auTCs JIu djaeMeHT B TArray

HaxoanTb KoHTelHepbl UE4 nerko. 3T1o genaerca ¢ npyumeHeHnem ¢pyHKummn-yneHa Find.
Ncnonb3ys maccuB, KOTOPbIN CO34a/IM PaHee, Mbl MOXXEM HalTU MHAEKC 3HaveHus 10,
HaMnucas CneayoWmnii Koa,:

int index = array.Find( 10 ); // Ha nsobpaxeHun ceepxy, 310 661N 6bI HAEKC 3

TSet<T>

MNepemeHHana TSet<int> xpaHuUT Habop uenbix yncen. NMepemeHHas TSet<FString> xpaHut
Habop cTpOKOBbIX 3Ha4YeHU. [naBHoe oTanumne mexay TSet n TArray B Tom, 4To TSet He
AonyckaeT aybanposaHus, TO eCcTb BCe 3/1eMeHTbl BHYTpU TSet rapaHTMpoBaHHO byayT
YHUKanbHbIMKU. MMepemeHHada TArray He npenAaTcTByeT Ay6AMPOBaHUIO 3/1IEMEHTOB.

Y106bl pob6aBuTb umcna B TSet, npocto BbizoBuTe Add. lMocmoTpute Ha npumep
cneayrowero obbvasneHuUA:

TSet<int> set;

set.Add( 1);

set.Add( 2);

set.Add( 3);

set.Add( 1);// nybnupoBaHue! [JobasneHo He ByaeT
set.Add( 1);// pybnupoBaHue! [lobasneHo He ByaeT

BoT Kak byaeT Bbirnaaetb TSet:

set
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[AybnnpoBaHne, TO eCcTb MOBTOPHbIA BBOA, OAMHAKOBbIX 3HayeHW B TSet He byaer
aonyckatbca. ObpaTuTe BHMMAHME, YTO BBEAEHHbIE AaHHble B TSet He NPOHYMepOBaHbl,
KaK 310 6b110 B TArray. Bbl He MOXKeTe MCN0/1b30BaTb KBaApaTHble CKOBKKM ana goctyna
K anemeHTam maccmBa TSet.

Nrepanua TSet

Y10bbI 3arnaapiBatb B maccms TSet Bbl 40/IKHbI LCNOL30BATb nutepatop. Bol He moxkeTe
MCMNOJZ1b30BaTb 3aNMUCb KBA4PATHbIX CKOOOK ANAa AOCTyNna K 3JIEMEHTaM TSet:

int count = 0; // keep track of numerical index in set
for( TSet<int>::Tlterator it = set.Createlterator(); it; ++it)

{
GEngine->AddOnScreenDebugMessage( count++, 30.f, FColor::Red, FString::FromInt( *it ) );

}

Ilepeceyenue TSet

Y maccuBa TSet ecTb AgBe cneumanbHble GYHKLUUM, KOTOPbIX HET Yy nepemeHHon TArray.
MNepeceyeHne aByx maccmeos TSet, B Lenom 31o obume gna HUX anemenTbl. Ecnm y Hac
ecTb ABa maccua TSet, Takmx Kak X U Y M mbl caenaem mx nepeceyeHue, TO B
pe3ynbTaTe NOABUTCA TPETUM, HOBbIM MaccuB TSet, KOTOpbIN ByaeT coaepaTb TONbKO
obwme ana HUX anemeHTbl. BarnaHuTe Ha cnegyowmin npumep:

TSet<int> X;

X.Add(1);

X.Add(2);

X.Add( 3);

TSet<int>Y;

Y.Add( 2);

Y.Add( 4);

Y.Add( 8);

TSet<int> common = X.Intersect(Y); // Intersect — Nepecekatb. Pesynbtar 2

N3 0bwmx anemeHTOB MaccmBoB X 1 Y, byaeT ToNbKo 2.

Oobenunenue TSet

MaTtemaTuyecku, obbegmHeHne AByX HabOPOB, 3TO KOrAa Bbl BBOAUTE BCE 3N1EMEHTbI B
OAMH Habop. Tak Kak Mbl FOBOPUM O Habopax 34ech, TO He byaeT HUKaKMX Ay6/MKaTOB.

Ecan mbl BO3bMEM Habopbl maccuBoB X M Y, U3 npeablayliero npumepa, M co3gagnm
obbeanHeHWe, TO Y HAaC NOYYUTCS HOBbIM Habop:

TSet<int> uni = X.Union(Y); //' 1, 2, 3, 4, 8
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Haxoxxnenue TSet

Bbl moXKeTe onpeaennTb, HAXoAUTCA N1 3nemeHT B TSet nam HeT, npumeHuns gna Habopa
dyHKumMo-uneH Find(). TSet BepHET yKasaTenb Ha 3nemeHT B TSet, KoOTOpbIA
COOTBETCTBYET Bawemy 3anpocy, ecam oH ectb B TSet. Nnnm BepHéT NULL, ecau
3anpalwmnmBaemoro Bamu aniemeHTa B TSet Her.

TMap<T, S>

TMap<T, S> co3gaét Tabanuy Bnaos B O3Y. TMap npeacTtaBnisaeT KapTy KAo4Yen cnesa ot
3HAYEeHUM C NPaBOM CTOPOHbI. Bbl moxeTe npepctasutb TMap Kak Tabauue ¢ gByms
cronbuamm, ¢ KNto4amn B 1€BOM CTONIOLE M 3HAYEHUAMM B MPaBOM cTonbLe.

Cnucok npeaMeToB IAJisi MHBEHTAPs UTPOKA

CKarkeM, Mbl 3axOoTeNn C€034aTb CTPYKTYPY AaHHbIX C++, 4YTOObl XpPaHUTb CNUCOK
npeaAMeToB ANA MHBEHTaps Urpoka. B nesom ctonbue Ttabauupl (Kawouu), y Hac byaet
FString gna HasBaHWs npegmeToB. B npaBom ctonbue (3HayeHus), y Hac byaeT int ana
KOJIMYeCTBa 3TUX NPeaMeTOB.

peamert (Kiarou) § KoanuecrBo (3HavyeHnue)

SIOJIOKH 4

Y106bI BONNOTUTbL 3TO B KoAde, Mbl NPOCTO NUwem cneagyroulee:

TMap<FString, int> items;
items.Add( "abnokun", 4 );
items.Add( "noH4mkun", 12 );
items.Add( "meun”, 1);
items.Add( "wmTbl", 2);
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Kak Tonbko Bbl co3ganu Baw TMap, Bbl MOXKeTe UMETb AOCTYN K 3HAaYEHMAM BHYTPU
TMap, ucnonb3ys KBagpaTHble CKOOKM M nepenaBas K4 B CKOOKax. Hanpumep, B
KapTe items - npeameTbl, B npeablayliem koae, items[ "abnoku" ] ato 4.

IToackaska

UE4 BbIAET M3 CTPOA, €CAM Bbl MCNONb3yeTe KBagpaTHble, YTOObl MOAYYMUTb AOCTYN K
KNO4Y, KOTOPOro elwé HeT B KapTe. Tak yto byabTe ocTopoKHbl! A STL C++ He BbIXoaUT
N3 CTPOA, ecu Bbl Aenaete 3T0.

Urepamua TMap

Y106bI MTEPMpPOBaATbL TMap, Mbl KOHEYHO UCMONb3YEM UTEPATOP:

for( TMap<FString, int>::Tlterator it = items.Createlterator(); it; ++it )

{
GEngine->AddOnScreenDebugMessage( count++, 30.f, FColor::Red, it->Key + FString(": ") +

FString::Fromint( it->Value ) );
}

UtepaTopbl TMap HemHOro otanyatoTca ot utepatopos TArray un TSet. Utepatop TMap
coaepXunT n Knou n 3HaveHune. Mbl MOXKeM NOoAydnUTb K KAtovy BHYTpm TMap c it->Key un
K 3HayeHuto ¢ it->Value.
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A0JIOKM |

NOHYUKN 12

3HaueHme - | Méuun 1

Value

LINTBI 2

npegmertbl - items

STL C++ Bepcuu 4acTO MCMOJIb3YyEeMbIX
KOHTCHUHEPOB

A1 xo4y pacckasaTb O nape Bepcun KoHTemHepoB STL C++. STL — 3TO cTaHAapTHas
6ubnmoteka wabnoHos (standard template library), KoTopas paboTtaeT ¢ 60/1bLINHCTBOM
KomnunatTopoB C++. MpUYMHA NO KOTOPOM A XO4y paccKas3atb 06 aTux Bepcusx STL, B
TOM, 4YTO MX noBegeHue otanyvaetcAa ot UE4 Bepcui Tex »Ke KOHTEMHepOoB. B Kakmx-To
HanpaB/IeHUAX OHW BeayT cebA O4YeHb XOPOLWO, HO WUrPOBble MPOrPAaMMUCTbl YacTo
XanytoTca, yto y STL ectb npobaembl ¢ NPpoOn3BOAUTENBHOCTbIO. B YyacTHOCTH, A Xxouy
3aTPOHYTb STL KOHTeNHepbI set n map.

IIpumeuyanue

Ecnn Bam Hpasutca nHTepdenc STL, HO Bbl XOTUTE Nyylen NPOU3BOAUTENBHOCTU, TO
€CTb XOpOoLWo M3BECTHasA peanunsaumsa bubnmnotekn STL ot Electronic Arts, Ha3biBaemasn
EASTL, KOoTOpylo Bbl MOXKeTe Mcnosb3oBaTb. OHa npeaocTtaBadeT TOT e GYHKUMOHAnN,
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yto n STL, HO ocyuwiecrtsneHa C J'Iy‘-ILLIEﬁ NnPonsBoANTENBbHOCTbIO (B OCHOBHOM JAenan

TakKMe BeWM KaK, yAaneHue npoBepKu rpaHuu). OHa pgoctynHa Ha  GitHub
https://github.com/paulhodge/EASTL.

Haoop STL C++

Habop — set C++ 3TO cBA3Ka NpeaMETOB, KOTOpble YHWKaAbHbl M OTCOPTUPOBAHDI.
Xopowana xapaKtepuctmka STL set, TO 4YTO OH XpaHUT Habop 3n1emeHTOoB
OTCOPTUPOBAHHbLIM. BbICTPLIN M FPA3HLIN CNOCOD OTCOPTUPOBATL FPyNMNy 3HAYEHUR, 3TO
3aCYyHYTb UX B 0gMH Habop. set no3aboTnTCcA 0 COPTUPOBKE 3a Bac.

Mbl MOXeM BEPHYTbCA K MPOCTOMY NPUNOXKEHUID KoHconn C++ ANs MCNO/Ib30BaHMSA
HabopoB. YTo6bl Mcnonb3oBaTb Habop STL C++, Bam Hago BKAOUUTL <set>, KaK
MOKa3aHO 34ecChb:

#include <iostream>
#include <set>
using namespace std;

int main()

{
set<int> intSet;
intSet.insert( 7);
intSet.insert( 7);
intSet.insert( 8);
intSet.insert( 1);

for( set<int>::iterator it = intSet.begin(); it = intSet.end(); ++it)

{

}
}

BoT BbIBOA, NpeablayLLero Koaa:

cout << *it << endl;

1
7
8

Aybnukat 7 oTGmMNbTPOBaAH, M 3N1E€MEHTbl COAEPKATbCA B BO3PACTAIOLWLEM MoOpALKe
BHYTpK set. Cnocob, KOTOPbIM Mbl BbIMOJHAEM UTEPALUIO 3IEMEHTOB KOHTelHepa STL,
cxofeH ¢ uTepaumen ans maccmBa UE4 TSet. ®dyHKuma intSet.begin() Bo3Bpaliaer
nTepaTop, KOTOPbIN YKa3biBaeT B Ha4yano intSet.

Ycnosue ana oCTaHOBKWU uTepaTopa, 3To Koraa it ctaHoBuTca intSet.end(), n Ha camom
Aene 3TO Ha OAHY MO3ULMIO Aanblie KOHUA Habopa, KaK NMOKa3aHO Ha caeaylowem
n3o0bparkeHunu:
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intSet

intSet.begin() intSet.end()

Haxoxxaenue 3jaeMeHTa B <set>

Y106bI HANTN 3nemeHT B Habope STL, mbl Moxem mMcnonb3osBaTb GyHKUMIO-YneH find().
Ecnn nyHKT, KOTOpbIN Mbl MleMm, obHapyXunBaeTca B Habope — set, To Haw uTepaTop
YKa3bIlBAaeT HA 3/IeMEHT, KOTOPbIA Mbl UCKanu. ECAK NyHKTa, KOTOPbIN Mbl ULLEM, HET
Habope — set, To Mbl nosiyd4aem set.end(), Kak NOKa3aHo 34€eChb:

set<int>::iterator it = intSet.find( 7 );
if( it = intSet.end() )
{

/I 7 ©bIno B intSet, U *it UMeeT cBOé 3Ha4yeHue
cout << "Found " << *it << endl;

}

YnpaxHenue

Monpocute y Nosib3oBaTena Habop 13 TPEX HENOBTOPAIOLLMXCA UMEH. MpumUTe Kaxaoe
MMA, O4HO 33 OAHMM, M 3aTeM BbIBEAUTE MX B OTCOPTMPOBAHHOM nopsake. Ecau
Nno/sib3oBaTe/ib MOBTOPAET MMS, TO MOMNPOCUTE ero Apyroe MmA, NoKa He byaeTt Tpu
NMEHM.

Pemmenue

PeweHune npeablayLLero ynpaxXHeHus B cneaytollem Koge:

#include <iostream>
#include <string>
#include <set>
using namespace std;
int main()
{ .
set<string> names;
// noka y Hac He ByaeT 3 UMEH, NPOAOIKAEM LMK
while( names.size() < 3)
{
cout << names.size() << " Beeagute umsa " << endl;
string name;
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cin >> name;
names.insert( name ); // He Hago BBOAUTL €CIN YXe eCTb,

}

// Tenepb BbIBOAMM nMeHa. Habop GyaeTt oTcopTMpoBaH B Nopsiake
for( set<string>::iterator it = names.begin(); it '= names.end(); ++it)

{

}
}

Kapra STL C++

STL C++ 06BbEKT map — KapTa BO MHOTOM MNOXOX Ha 0b6beKT UE4 TMap. EanHcTBEHHOE,
4yTO Aenaet map 1 He genaet TMap, 3TO NoAAEPKMBAET OTCOPTUPOBAHHDLIN NOPAAOK B
KapTe. CopTUpOBKa CTOUT AOMNONHUTENbHbIX 3aTpaT, HO €CAM Bbl XOTUTE, YTODObI Bala
KapTa 6blna oTCOPTUPOBAHA, TO Bbibop STL Bepcum MOXKeT BbITb XOPOLNM BbI6OpPOM.

cout << *it << endl;

Y106bI Mcnonb3oBaTb C++ STL 06BEKT map, Mbl BKAOYaem <map>. B cnepgytowem
npUMepe NPOorpammbl, Mbl 3aM0IHAEM KapTy NpeaMeToB napamun Kntoy-3HadeHue (key-
value):

#include <iostream>

#include <string>

#include <map>

using namespace std;

int main()

{ o
map<string, int> items;
items.insert( make_pair( "apple”, 12));
items.insert( make_pair( "orange”, 1) );
items.insert( make_pair( "banana", 3) );
I/l Mbl MOXeM Takke UCMOoMNb30BaTb KBagpaTHbIE CKOOKKU, YTOOLI BHOCUTL NpeameTbl B STL map
items[ "kiwis" | = 44;

for( map<string, int>::iterator it = items.begin(); it != items.end(); ++it)

{

}
}

BoT BbIBOA, NpeablayLLEN NPOrpaMMbl:

cout << "items[ " << it->first << "] =" << it->second << end|;

items[ apple ] = 12
items[ banana] =3
items[ kiwis | = 44

items[ orange ] =1

ObpaTtnte BHUMAHME, YTO CUHTAKCUC UTepaTopa Ana map STL HeMHOro oTamMyaeTca oT
TMap. JocTtyn K KA4y Mbl nosyd4aem mcnonbsya it->first 1 K 3Ha4YeHUO nonyyaem
[0CTyn, ucnonb3ys it->second.
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ObpaTtute BHMMaHUe, 4To C++ STL TakKe npepnsiaraeT OT YacTU CMHTAKCMYECKUM caxap
Aana TMap. To ecTb Bbl MOXETe UCMN0b30BaTh KBaAapaTHble CKOOKM ana seoga B C++ STL
map. Bbl He MoXKeTe MCNoNb30BaTb KBaZpaTHblie CKOOBKK Ana BBoaa B TMap.

Haxo:xaenue 3j1ieMeHTa B <map>

Bbl MmorKeTe BbINONHATL NOMCK KapTbl gnAa napbl <key,value> ncnonb3ysa ¢yHKUMIO-YNEH
KapTbl STL find.

Ynpaxuenue

Monpocute Nosib3oBaTens BBECTU NATb NPEAMETOB U UX KOJIMYECTBO, B NYCTYIO KapTy —
map. BbiBeauTe pesynbTaTbl B COPTUPOBAHHOM MOPAAKE.

Pemmenne

[na peweHns npeaplayLero ynpaxHeHUs NpUMeEHseTca cneayowmii Koa,;:

#include <iostream>

#include <string>

#include <map>

using namespace std;

int main()

{ o
map<string, int> items;
cout << "Beeaute 5 npegmeToB 1 nx konndectaso" << endl;
while( items.size() <5)

{
cout << "BeauTte npeagmet” << endl;
string item;
cin >> item;
cout << "Beeagute konmn4yectBo" << endl;
int qty;
cin >> qty;
items[ item ] = qty; // coxpaHsiem B kapTe, 3anucb KBagpaTHbIX
/I ckobok
}
for( map<string, int>::iterator it = items.begin(); it != items.end(); ++it )
{
cout << "items[ " << it->first << " ] =" << it->second << end|;
}

}

B Koge pelueHnsa, Mbl HAYMHAEM C CO34aHMA map<string, int> items ,4TObObl XPaHUTb BCE
npeameTbl, KOTOpble Mbl cobupaemcAa npuHATb. CnpawunBaem MoAb30BaTeNsa o
npegmeTax U MUX KONMYecTBe, 3aTeM Mbl COXpaHAem item B KapTe items, npumeHAaA
3annCb KBagPaTHbIX CKODOOK.
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BriBOoabI

KoHTelHepbl UE4 1 cembAa KoHTelHepoB C++ STL npeBOCXOAHbI ANS XPAaHEHWUA UFPOBbIX
AaHHbIX. 3a4acTyto npobaembl NPOrpamMmMmpPoOBaHMA MOTyT ObITb HAMHOMO YMPOLLEHbI,
ecnu BbIbpaTb NPaBUAbHbIN TUN KOHTENHEpa.

B cnepyloweit rnase, Mbl NPUCTYNUM K HaYa/lbHOMY NPOrpamMmMMPOBAHMIO HALLEW Urpbl,
OTCNEXKMNBASA, YTO AEPKUT UTPOK, N COXPaHAA 3Ty MHbOopMauuto B ob6bekTe TMap.
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I'naa 10. Cucrema UHBeHTApU3aALUU H
IHoaoop IlpeameroB

Mbl XOTMM, 4TOObI HalWw MFPOK Mor noabupaTb NpeameTbl B UTpoBOM mupe. B 3toi
rnaBe, Mbl byaem nucatb Kog M paspabatbiBaTb PHOK3aK, YTOObI HALl MIFPOK XpPaHWUA
npegmeTbl. Mbl 6ygem oTobparkaTb, YTO €CTb Y UFPOKA, KOrAa No/ib30BaTe/lb HaXKMMaeT
Knasuuwy .

B KauyecTBe NpeAcTaBAEHUA AaHHbIX, Mbl MOXXEM UCMO/Ib30BaTb NpeameTbl TMap<FString,
int>, NpoliAeHHbIe B NpeablayLLen rnaBe, YTobbl XPaHUTb HawM NpegmeTbl. Koraa urpok
noabupaet npeamer, Mbl fobaBnsem 3TOT npegMmeT B KapTy. Ecan npegmet yxe B
KapTe, Mbl NPOCTO NOBbILIAEM 3HAYEHUE KOIMYecTBa Nog06paHHOro NnpeamerTa.

O0baBIsAEM PIOK3AK

Mbl MOXeMm nNpeacTaBUTb PHOK3aK UrPOKa NPOCTO KaK npeameT TMap<FString, int>. YTobbl
No3BO/INTb Ballemy UrpoKy cobupatb npeameTbl B Mupe, oTKpouTe ¢pann Avatar.h wm
nobasbTe cnegyowee obvasneHne TMap:

class APickupltem; // forward declare the APickupltem class,
/I since it will be "mentioned” in a member function
decl below
UCLASS()
class GOLDENEGG_API AAvatar : public ACharacter

{
GENERATED_UCLASS_BODY()

/I Kapta ona ptok3aka — backpack urpoka
TMap<FString, int> Backpack;

// 3Ha4kn oNsa NpeaMeToB B plok3ake, NPOCMaTpUBaOTCA CTPOKOW
TMap<FString, UTexture2D*> Icons;

/I ®nar BbiBOAAWMN Ham VIHTepdenc MNonb3oBaTens nokasbiBaeTt
bool inventoryShowing;

Il byHKUMA-YNeH gaylwasa asatapy MMeTb npeameT

void Pickup( APickupltem *item );

/... ocTanbHas YyacTb panna Avatar.h Takas e kak 4o 3Toro

h
IpeaBapurtejbHO€E 00bSIBJICHHUE

MNepen knaccom AAvatar, 3ameTbTe, YTO Yy Hac eCTb npepBapuTenbHoe 06bABNEHME
Knacca APickupltem. JanbHenwmne ob6bABNAEHUA HYXKHbI B KOAOBOM ¢aiinie, Korga Knacc
3aTparnBaeTtca (Takoi Kak npototun ¢pyHKumm APickupltem::Pickup( APickupltem *item
);), HO HeT Koga B paine, KOTopbIN UCNOAb3yeT 0O6bEKT 3TOro TMNa BHYTpPU daina. Tak
KaK 3arosioBo4YHbin ¢ann Avatar.h He comepXuT BbINONHAEMbIA KO, KOTOPbIN
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ncnonb3yet o6veKT Tna APickupltem, To npeaBapuTenbHO 06bABAEHUE TO, YTO Ham
HyXHo. OTcyTCTBME NpenBapuUTeNbHOro 06bABAEHUA [ACT OWWMOKY KOMNUAATOpaA, TaK
Kak KOMMUAATOP He cablwan 6bl 0 Knacce APickupltem go KomnunampoBaHMA Koaa B
Knacce AAvatar. OwnbKa KomnunatTopa noasmutca B obovasneHnn APickupltem::Pickup(
APickupltem*item ); 06baABNEHMM DYHKLMM NpOTOTMNA.

Mbl 06baBMAK ABa obbekTa TMap B Knacce AAvatar. O6beKkTbl 6yayT BbIrnAAeTb, KakK
NMOKa3aHo B c/eaytowen Tabanue:

FString (ums) Int (konnuectso) f| UTexture2D* (M306parkeHune)

B E|

MetalDonut
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B ptok3ake TMap, Mbl XxpaHMM nepemeHHyto FString npeameTta, KOTOPbIN AEPKUT UFPOK.
B kapte lcons, Mbl XpaHMM eAMHCTBEHHYIO CCbINKYy Ha M300paxkeHne npeameTa,
KOTOPbIN AEPXKUT UTPOK.

Bo Bpema BM3yanunsauum, Mbl MOXKEM MCMNOb30BaTb ABe KapTbl paboTatowme BmecTe,
yTOOblI NPOCMATPMBATL U KONIMYECTBO MPEAMETOB UMEHLWMXCA Y UrPOKa (B ero Kapre
Backpack), n ccbinky pecypca TeKcTypbl 3TOro npeameta (B Kapte lcons). Chegytowwmia
CKPWHLLOT NOKa3blBaeT, KakK byaeT BbirnAaeTb Bu3yanmnsauma HUD:

GoldenEggx2 Cowx

IIpumeuyanue

ObpaTnTe BHMMAHME, 4YTO Mbl TaKKE MOMKEM WCNOAb30BaTb MaccuB struct c
nepemeHHon FString u UTexture2D* B HEM, BMECTO MCMOb30BaHUA ABYX KapT.

Hanpumep, mbl moxem gepatb TArray<ltem> Backpack ¢ nomoubio nepemeHHoM’
struct, Kak NOKa3aHo B CaeayoWwem Koae:

struct ltem

{

FString name;

int qty;
UTexture2D* tex;

%

3aTem, NO Mepe TOro, Kak Mbl nogbupaem npegmetbl, oHM Oyayt nobasneHbl B
NIMHEeNHbIM maccm. OAHAKO NOACYET KaxKAoro npeameTta, KOTOpbIM eCcTb Yy Hac B
plOK3aKe, NOTpebyeT NOCTOAHHYIO NepeoLeHKy, NOCPeACTBOM UTEpaLMN Yepe3 MaccuB
NpeaMeToB, KarKabli pa3, KOraa Mbl XOTUM BUAETb CYET. Hanpumep, 4Ttobbl yBUAETD,
CKOJIbKO PACcYEcoK ecTb y Bac, BaM notpebyeTca caenaTb nepesavy yepes BeCb MacCuB.
N 370 He TaK 3pPEKTMBHO, KaK UCMONb30BaHMNE KAPTbl.

HNmnoprupoBanue acceroB

Bbl gonKHO 6bITb 3ameTnan accet (pecypc) Cow Ha npeaplayLem CKPUHLLIOTE, KOTOPbIM
He ABNAETCA 4YacTblo CTaHAApPTHOro Habopa accetoB npepgocTansembix UE4 B HoBOM
npoekTe. YTobbl Mcnosb3oBaTh acceT Cow (KOpPOBaA), BaM HYXXHO MMMNOPTUPOBATb KOPOBY
n3 npoekta Content Examples (o6pasubl KOHTeHTa). ITO CTaHAApPTHaA npoueaypa
MMMOPTUPOBAHNA, KOTOPYIO ucnonbsyet UE4.
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Ha cneayrowem cKpuHWOTE, 1 06BEN npoueaypy AN8 MMNOPTUPOBaHUA acceta Cow.
Apyrne acceTbl 6yayT MMNOPTUPOBaHbI U3 Apyrux npoektoB B UE4, ncnonbsya ToT ke
MeToA. BbinonHUTe cneaytowme warn, 4tobbl UMNopTMpoBaTh acceT Cow:

1. CkauanTte n otKpoiTe npoeKkT UE4 Content Exampels:

Search For Help

@ vis-

-« T Engine Feature Samples
Launch
Unreal Engine 4.5.1

Learn

Marketplace

=

Library - strate specfic i

elemental effects

Choose Project Name and Location

Name: ContentExamples

Folder:| Y/Unreal Projects/ContentExamples

Y:/Unreal Projects/ContentExamples/ContentExamples uproject

| T G

3. Janee, Ha3oBWUTe Manky, B KoTopyt Bbl nomectute Baw ContentExamples wm
Ha)kxmuTte Create.

203 |CtpaHuua



4. OTtkponTe Baw npoeKkT ContentExamples w3 6ubnnotekn. [lpocmoTpute
AOCTYMNHble acceTbl B MPOEKTE, U HANAUTE TaKOW, YTO NOHpPaBUTCA Bam. [NMonck ana
SM_ nomo’KeT, TaK Kak BCe CTaTM4Hble CEeTKM 0Obl4HO HauuHatotca ¢ SM_ no
COrnaleHuto.

= Contentarowser

WMNew - [¥limport

Filters v (Y8

= Blueprints

Bm Character SN Arrow]  SMEArTow2 SIEAT
I i DemoRoom

i Effects
b - Environment

HH J”

l’-Texluws Battery apppomb 8
mal

Criucok cmamuyecKux cemok, 8ce Ha4UHaKmMcA ¢ SM_

5. Korga Bbl noabepéte acceT, KOTOPbIM Bam NOHPABUACA, MMNOPTUPYITE ero B Ball
NPOEKT, WENKHYB NPaBOM KHOMKOM MbILIK MO acceTy, a 3aTem HaxkmuTe Migrate...:

‘;H Demo e
oml LTrim Ro Reference Viewer...

- . l Open StaticMesh.h

- SM_
||'11n|1 Hut]ll De @ View Documentation

. ' : ““H‘T”Am”” 5

SM_Dax

SMZDome SSM._ EEMOcor  SEE - EEe O

[H«Hn

6. Haxmute OK B gnanorosom okHe Asset Report:
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11 Asset Report

The following assets will be migrated to another content folder.

4w Game
4 @ ExampleContent
4 [ Blueprints
4 [y Materials
B M_Orange_shiny
4 g Meshes
SM_Door

7. Bblbepute nanky Content n3 Bawero NpoekTa, B KOTOPY Bbl XOTUTE A06aBUTb
darin SM_Door. B moém cnyyae, A xody pobasutb ero B Y:/Unreal
Projects/GoldenEgg/Content, Kak NOKa3aHO Ha caeAyloweM CKPUHLLOTE:

Browse For Folder E3

Choose a destination Content Folder

- Unreal Projects >3
+ | BaseCode e
+  BasicCade

+ ContentExamples

- . GoldenkEgg
+ . Binaries
+  Build

. Config

. ) [ B

+  Intermediate

+ saved
+ b Source b
Folder: | Content
Make Mew Folder QK I Cancel

7

8. Ecnu umnopTt 3aBepLINACA YyCNELWHOo, Bbl YBUANUTE cneaytollee coobuieHue:
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Content migration completed successfully'

Show N

9. Kak ToNbKO Bbl UMMOPTUPYETE CBOM acceT, Bbl YBUAUTE, YTO OH NOABUTCA B BalLEM
bpay3epe acceToB, B BalLeM NPOEKTe:

== Content Browser 48 Class Viewer

M New - Alimport =

D -AmmStanelPaLk
i Blueprints
B Character SM_Door SM_Door SM_Door

Frame
> @ DemoRoom ram

[ W ExampleContent

3aTem Bbl MOXeTe CMOKOMHO MCMONb30BaTb aCCET B BalLeEM NPoOEeKTE.

IIpukpenisieMm qeiiCTBUS KaPThl K KJIaBUIIIE

Ham HyYKHO NpWKpenuTb Knasuuwy, 4TOObl aKTMBMPOBATb OTOOparkeHWe MHBEHTapA
urpoka. B pepaktope UE4, pobasbTe Action Mappings + Ha3BaHHbIA Inventory u
Ha3HauybTe ero K Knasuuwe I:
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Project Engine - Input

Iz These settings are saved in Defaultinput.ini, which is currently

4 Bindings
4 Action Mappings <= [
y + x
4 Axis Mappings 4= @
"l Forward + X

B ¢anne Avatar.h, pobaBbTe GyHKLUIO-YNEH, 3aNyCKAaeMylo, KOrAaa HYy*KHO oTobpakaTb
WHBEHTapb UIPOKa:

void Togglelnventory();

B d¢anne Avatar.cpp, ocyuwectsute ¢yHKUmMio Togglelnventory(), Kak NoKa3aHO B
cnepyowem Koae:

void AAvatar::Togglelnventory()

if( GEngine )

{
GEngine->AddOnScreenDebugMessage( 0, 5.f, FColor::Red, "Showinginventory..." );

}
}

3atem, coeauHuTe pgencteue  “Inventory” ¢ AAvatar::Togglelnventory() B
SetupPlayerlnputComponent():

void AAvatar::SetupPlayerinputComponent(class UlnputComponent*InputComponent)

{

InputComponent->BindAction( "Inventory”, IE_Pressed, this,&AAvatar::Togglelnventory );
/[ octanbHas yacTb SetupPlayerinputComponent Takas e Kak 4o 3Toro

}
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Bba3oBblii kiaacc Pickupltem

Mbl 4ONXHbI ONpeaennTb, Kak noabop npeameToB byaeT BbIrNsAeTb B Koge. Kaxkapin
nogbupaemblit npeameTt byaet npoucxoamtb oT obuiero 6asoBoro knacca. [dasaiiTe
cenyac CKoHCTpyMpyem 6a30BbIn Knacc ana knacca Pickupltem (noabop npeametos).

basosbIn Knacc Pickupltem pgonxkeH HacnepgoBaTbcA OT Knacca AActor. NMogobHo Tomy,
Kak Mbl co3gann mHoxecTtBo cxem (blueprint) NPC ot 6a3oBoro Knacca NPC, Mmbl MoXKem
co3gaTb U MHOXecTBo cxem (blueprint) Pickupltem ot eanHcTBeHHOro 6a3oBoro knacca
Pickpltem, Kak NOKa3aHO Ha ceayoWEeM CKPUHLLOTE:

Choose Parent Class Name Your New Actor

Entera name for your new class Class names may only contain alphanumenic

You are ahout to add a C++ source code file To compile thess files you must have Visual 3 :
When you dlick the "Create” button below, a header (h) hile and a source (cpp)

Name Pickupltem

Path Y./Unreal Projects/GoidenEgg/Source/GoldenEgg/

Kak TonbKo Bbl co3gaamTe Knacc Pickupltem, oTkponTe ero kog B Visual Studio.
Knaccy APickupltem noHagobuTtca HECKONbKO 31€MEHTOB:

e [lepemeHHasn FString gna nmenun nogbupaemoro npegmeta

e [lepemeHHasn int32 ana Konnyectsa nogbupaemoro npegmeta

o [lepemeHHaa USphereComponent ansa cdepbl KOTOpOM Bbl OByaeTe CTaNIKMBATLCA,
yTOb6bI NOAO06pPATL NpeameT

e [lepemeHHana UStaticMeshComponent, uTobbl cogepkaTb CETKY

e [lepemeHHan UTexture2D gna 3HauKa, KOTOPbIN NpeacTaBaseT npeameT

e Ykaszatenb ana HUD (KOTOpbI Mbl MHULUMANMU3NPYEM NO3MKe)

BoT Kak BbIirnagut kog, B APickupltem.h:

UCLASS()
class GOLDENEGG_API APickupltem : public AActor

{
GENERATED_UCLASS_BODY()

Il msi npegmeTa, KOTOPbIN Bbl 3anonyyvaeTe
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Item)
FString Name;

// Kak MHOro Bbl 3anonyyaere
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Item)
int32 Quantity;

Il cbepa, ¢ KOTOPOK Bbl CTankMBaeTech, YTo nogobpaTtb npeameT
UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = Item)
TSubobjectPtr<USphereComponent> ProxSphere;
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/I CeTka npegmeTa
UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = Item)
TSubobjectPtr<UStaticMeshComponent> Mesh;

// 3Ha4oK, KOTOpPLIN NpeacTaBnseT 06bLEKT B MHTepdence nonb3oBaTens/Ha NOBEPXHOCTM
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = ltem)
UTexture2D* Icon;

/l Korga uto-T0 nonagaet B ProxSphere, aTta dyHKUMS 3anyckaeTcs
UFUNCTION(BIlueprintNativeEvent, Category = Collision)

void Prox( AActor* OtherActor, UPrimitiveComponent* OtherComp, int32 OtherBodylndex, bool
bFromSweep, const FHitResult & SweepResult );

%
Cytb Bcex 3Tux ob6bssneHuir UPROPERTY(), B Tom u4tobbl caenatb APickupltem

NOZIHOCTbIO KOHOUTYpUpyembiMm nocpeactsom cxem (blueprint). Hanpumep, npegmeTsl B
KaTteropuu Pickup, B pegakTtope blueprint 6yayt otobpakeHbl cnegyrowmm obpasom:

4 Pickup

Name

Quantity

golden-eqq v & D o

B ¢daiine Pickupltem.cpp, mbl 3aBepliaem KOHCTPYKTOp Ana Knacca APickupltem, Kak
NMOKa3aHo B Cieaylowem Koge:

APickupltem::APickupltem(const class FPostConstructinitializeProperties&
PCIP) : Super(PCIP)
{

Name = "UNKNOWN ITEM"; .// “HEU3BECTHbI/ NPEAMET”

Quantity = 0;

I/ 3apaém obbekT Unreal
ProxSphere = PCIP.CreateDefaultSubobject<USphereComponent>(this, TEXT("ProxSphere™));
Mesh = PCIP.CreateDefaultSubobject<UStaticMeshComponent>(this, TEXT("Mesh"));

/I penaem kopHeBbIM 06bekToM Mesh
RootComponent = Mesh;
Mesh->SetSimulatePhysics(true);

/Il Tinwem koa ans 3anycka APickupltem::Prox(), korga aTa

Il chepa 6mn3ocTn obbekTa nepecekaeTcsi C APYrMM akTopoM.
ProxSphere->OnComponentBeginOverlap.AddDynamic(this,
&APickupltem::Prox);

ProxSphere->AttachTo( Mesh ); // o4eHb BaXKHO!
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Ha nepBbix ABYX CTPOKaxX Mbl BbINOJNHAEM YCTAHOBKY 3HayeHU umeHu (Name) u
Konundyectsa (Quantity), KoTopble A0MKHbI NpeacTaTb Nepes Pa3paboTyMKOM Mrpbl Kak
M3HaYyaNnbHO 3adaHHble. A MCNoO/b30Ban 3arnaBHble OyKBbl, YTOObI pa3paboTynk mor
BUAETb, YTO [10 3TOr0 NepemMeHHasn eLé He ycTaHaBMBaNach.

3aTem, Mbl MPUCBAMBAEeM Haya/sibHble 3HayeHUs KomnoHeHTam ProxSphere n Mesh
ncnonbdya PCIP.CreateDefaultSubobject. HepaBHO WHMUMaNM3NpPOBaAHHbIE OOBEKTHI
MOTYT MMEeTb HEKOTOPbIE M3 CBOWMX Haya/bHO 3a4aHHbIX 3HayeHUM, HO Mesh (ceTka)
bynet crapToBaTb nycTtoM. Bam noHapobutca 3arpysmtb camy CeTKy Mo3Xe, B
6nynpuHTax.

CeTKy Mbl yCTaHaB/MBaEM, YTOObl CUMY/IMPOBATb PEANIUCTUYHYIO GU3MKY, TaK YTO ecnu
npeameTbl 6pocaTb WM ABUraTb, TO OHW OyayT OTCKAaKMBATb M KaTUTbCA WM
nepesopaymBaTbca. Obpatute ocoboe BHMMaHME Ha CTpoKy ProxSphere->AttachTo(
Mesh ). 3To TpoKa roBopuT Bam ybeamTbcs, 4TO KOMMNOHEHT nNogbupaemoro npegmeTa
ProxSphere npukpennéH K KopHeBoMy KomnoHeHTy Mesh. 3To o3HayaeT, yYTo Korga
CeTKa ABuraetcs B ypoBHe, To ProxSphere cneayet 3a Helt. Ecam Bbl 3abyaeTte 3TOT war
(unn ecnu BbI caenanu ero Kak To no aApyromy), To ProxSphere He 6yaet cneposathb 3a
CETKOM, KOrAaa OHa NoANpbIrMBaerT.

KopHeBoil KOMIIOHEHT

B npeabliaywem koae mbl HazHaumam RootComponent (KOpHEBOM KOMMOHEHT) Knacca
APickupltem ob6bekty Mesh. dnemeHT RootComponent saBnsetca 4yacTbto 6a30BOro
Knacca AActor, Tak yto AActor M ero npou3BOAHbIE MMEHT KOPHEBOW KOMMOHEHT.
KopHeBOW KOMMNOHEHT B OCHOBHOM MoApa3yMeBaeT To, YTO OH byaeT AapomMm 06beKTa, a
TaKxe byaeT onpenenaTb Kak Bbl CTa/IKMBaeTecb ¢ 06bekTom. O6beKT RootComponent
onpenenéH B ¢panne Actor.h, Kak NOKa3aHO B CNeAyHOLLEM KOAe:

/**

* [IpUMUTUB CTONKHOBEHNSA, KOTOPbIV onpefenseT npeobpasoBaHme (MECTONOSIOXEHNE,
BpaLleHne, maclutab) aToro akropa.

*/

UPROPERTY()

class USceneComponent* RootComponent;

Takum obpasom, cosgatenn UE4 HamepeBanucb caenaTb Tak, 4ytobbl RootComponent
Bceraa 6bln CCbIIKOM Ha NPUMUTUB CTONKHOBEHMA. MIHOrga NPMMWTUB CTOJIKHOBEHUA
MOXeT ObiTb B ¢dOpmMe Kancy/sbl, B OCTasibHbIX Cny4aax B popme cdepbl uUam gaxe
NPAMOYroabHOM GOpPMbI, UM MOXKeT BbITb NPOM3BOIbHON GOPMbI, KaK B HALLEM Cayyae,
C CETKOM. ITO penKuin caydan, Korga NepcoHaxK OO/KEH MMETb KOPHEBOM KOMMOHEHT
NPAMOYronbHOM $OpPMbl, NOTOMY YTO Yr/ibl NPAMOYrO/IbHUKA MOTYT 334€eBaTb CTEHbI.
Ob6blyHO NpeanoynTaembl Kpyrable popmbl. CBorctBo RootComponent nokasbiBaeTca B
61ynNpUHTaX, rae Bbl MOXKeTe NPOCMaTPMBaTb EF0 U MaHUMYAMPOBATb M.
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u ‘™ EF’Pir.kx.'p,l’:nidﬁﬂF@

File Edit Asset Debug Window  Help

?Q E @ ’ » 8, Defaults ._,f.COmponents‘ -

e FindinCB Blueprint Props = Simulation

7 Comp

& Add Component ~

4  [ROOT] Mesh

Bbl moxceme pedakmuposams KopHesoli KomnoHeHm ProxSphere 8 6aynpuHmax, KaK
monbKo 8bl co30adume 6aynpuHmM 0CHOBAHHbIU Ha Knacce Pickupltem

N HaKoHeu, dyHKuMA Prox_Implementation ocyuiectensertcsa cneayowmm obpasom:

void APickupltem::Prox_Implementation( AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodylndex, bool bFromSweep,
const FHitResult & SweepResult )
{
/I ecnun akTop, € KOTOpPbIM NPOU3OLLNO nepeceveHne, HE aBnseTcs urpokom,
// BbI NPOCTO AOMKHbI BEPHYTHCH
if( Cast<AAvatar>( OtherActor ) == nullptr )
{

return;

}

// Tlony4yaem CCbISIKy Ha aBaTtap Urpoka, 4Tobbl JaTb eMy npegmeT
AAvatar *avatar = Cast<AAvatar>( UGameplayStatics::GetPlayerPawn( GetWorld(), 0) );

// Tlo3Bonsiem nrpoky noabupate npegmeT

/ O6paTtunTe Ha kno4yeBoe cnoBo this!

// 310 TO, Kak _this_ Pickup moxeT ccbinatbcs Ha camo cebs.
avatar->Pickup( this );

// Tlony4yaem CCbISIKy Ha KOHTponnep
APlayerController* PController = GetWorld()- >GetFirstPlayerController();

Il Monyyaem ccbinky Ha HUD 13 koHTponnepa

AMyHUD* hud = Cast<AMyHUD>( PController->GetHUD() );

hud->addMessage( Message( Icon, FString("Picked up ") + FString::Fromint(Quantity) +
FString(" ") + Name, 5.f, FColor::White, FColor::Black ) );
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Destroy();
}

BoT nmapa oO4eHb Ba)KHbIX MOACKA30K: NepBas, Ham HaAo NOJYyYUTb AOCTyNn K nape
2106a16HbIX hyHKYUU, 4TOBbI NONYYUTb AOCTYN K OOBEKTY, KOTOPbIA HaM Hy»KeH. EcTb
TPW rNaBHbIX 0ObEKTa, K KOTOPbIM Yy Hac byaeT Aoctyn yepes 3T PpyHKLMMU, KOTOpPbIE
ynpasnatot HUD: KoHnTponnep (APlayerController), HUD (AMyHUD), u cam wurpok
(AAvatar). ECTb TOIbKO OAMH M3 Ka*KAoro M3 3TUX TUNOB OOBEKTOB B 3K3EMMNAAPE UIPbI.
UE4 pgenaeT HaxoXaeHne nx IErKUMm.

IHoayyaem aBarTap

Ob6beKT Knacca player moxHo HaTh B ntoboe Bpemsa, n3 ntoboro mecrta B Koge, NpPocTo
BbI3BaB C/leAYOLWNIN KOA:

AAvatar *avatar = Cast<AAvatar>( UGameplayStatics::GetPlayerPawn( GetWorld(), 0) );

3aTem Mbl nepegaém emy npeamet, Bbi3biBaa  ¢yHKuMto  AAvatar::Pickup()
onpeaesiéHHYIO paHee.

Tak Kak o06bekT PlayerPawn Ha camom pgene 3k3emnasap AAvatar, mbl NpUBOAUM
pe3ynbTaT K Knaccy AAvatar, ucnonb3ya KomaHay Cast<AAvatar>. Cemba QyHKUMMN
UGameplayStatics goctynHa noscrogy B Bawem Koae, 3To rnobanbHble GyHKUUN.

IlosryyaeM KOHTPOJLJIEP HTPOKA

TaK»Ke MOXKHO MoJly4aTb KOHTPONEP UTPOKa U3 cynepanobasbHbIX:

APlayerController* PController = GetWorld()->GetFirstPlayerController();

®dyHKuma GetWorld() onpegeneHa B 6a3oBom knacce UObject. Tak Kak Bce 06bekTbl UE4
npoucxoaat ot UObject, To ntobon 06beKT B urpe nmeet Aoctyn K 06bekTy world.

HHoaxyuyaem HUD

XOTA 3Ta opraHM3auma U MOXKET NoKa3aTbCA CTPAHHOM noHavany, HUD Ha camom pene
NPUKPENNEH K KOHTpOANepy Urpoka. Bl moxeTe B3aTb HUD cneaytowmm obpasom:

AMyHUD* hud = Cast<AMyHUD>( PController->GetHUD() );

Mbl npuBogMm ob6bekt HUD, Tak Kak paHee mbl yctaHoBunm HUD aksemnnspom
AMyHUD B 6aynpuHTax. Tak Kak mbl byaem 4yacto ucnonb3oatb HUD, mbl moxem
AepXaTb MNOCTOAHHbIM yKa3aTtenb Ha HUD BHyTpu Hawero knacca APickupltem. U ato
Mbl 0bcyamum pganee.

[anee mbl ocyuwectenfaem AAvatar::Pickup, 4To gobasnset ob6beKT Tvna APickupltem B
PIOK3aK aBaTapa:
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void AAvatar::Pickup( APickupltem *item )

if( Backpack.Find( item->Name ) )
{

/I npegmeT yxe Obin B plOK3ake... yBENMYMBAEM €ro KONM4ecTBO
Backpack[ item->Name ] += item->Quantity;
}

else

{

/l npegmeTa He 6bINO B prok3ake, cenvac nodasnsiem ero Tyaa
Backpack.Add(item->Name, item->Quantity);
/[ 3anncbIBaeM CCbINKY Ha TEKCTYpY, Koraa npeameT B3AT nepsbiv pas
Icons.Add(item->Name, item->Icon);

}

}

B npegplaywem Koae, Mbl NpoBepPsAeEM, eCTb /N y¥Ke nogbupaemblit NpegmeT y UrpokKa.
Echn ectb, Mbl yBennumMBaem ero Konmyectso. Ecnn Het, TO mbl gobaBnsem ero u B
PIOK3aK, U B KapTy lcons (3Ha4Ku).

Y106b1 4O6ABUTL NOAOMPAEMBIN NPeAMET, UCNONb3YNTe CNeAyOLWNIA Koa,:

avatar->Pickup( this );
APickupltem::Prox_Implementation 3To cnocob BbI3BaTb 3Ty GYHKLUIO-Y/IEH.

Tenepb, HaM HY}KHO OTOBPaA3UTb COAEPMKMMOE Hallero prok3aka Ha HUD, Koraa Mrpok
Haxkumaer .

N3o00paxaeM HHBEHTAPH UT'POKA

JKpaH WHBEHTApA, B TakMx urpax Kak Diablo HagenéH scnibiBalOWMMKM OKHamu B
OPraHM30BaHHOM CeTKe, CO 3HaYKaMuM nNpeameToB, KOTopble Bbl nogobpann. B UE4 mbi
MOXKEeM A0CTUYb TaKOW TN NOBEAEHUA.

EcTb Heckonbko MeToA0B ANa n3obparkeHna nHtepderca nonb3osatena (User Interface
- Ul) B UE4. Hanbonee o0oCHOBHOM MeTOoA, NPOCTO WUCMNOAb30BaTb BbI30B
HUD::DrawTexture(). Adpyrot cnocob wucnonb3oBatb Slate. Ewé oanH cnocob
MCNO/b30BaTb HOBEMLWYH GYHKUMOHANbHOCTb MO/b30BaTeNbCKoro uHtepdenca UE4:
aunsanHep Unreal Motion Graphics (UMG).

Slate Mcnonb3yeT cMHTAKCUC 0O6bABNEHWUI, YTOObI BbiKNagbiBaTb anemeHTbl Ul B C++.
Slate Hannyywunm obpasom noaxoauT ANA MEHI U cuctembl oueHKkn. UMG Hoso B UE
4.5 1 ncnonb3yeTt CUNbHO OCHOBAHHbLIM Ha blueprint pabouunit npouecc. MoCKoNbKY Mbl
dOKycMpyemca 34eCb Ha ynparKHEHUAX ucnonb3ywwmx Kog C++, Mbl OCTAHOBMMCA Ha
ocyutecteneHmn HUD::DrawTexture(). 3To 3HA4UT, YTO Ham OyAeT HYKHO ynpasBaAATb
BCEMW AaHHbIMW, KOTOPbIE CBA3AHHbI C MUHBEHTAPU3aLUMWEN B HALLEM KOZeE.
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Ucnoaszyem HUD::DrawTexture()

Mbl gongém Ao 3Toro B ABa wWwara. [lepBbiid Wwar, NomMewaTtb COAEPKMMOe Hallero
nHBeHTaps B HUD, Koraa nonb3oBaTenb HaxkKnmaeT Knasuuwy |. Btopoi war, cobcTBeHHO
BM3yaan3nMpoBaTb 3Ha4kM Ha HUD B popme ceTku.

Y10bbI COaEprKaTb BClO MHPOPMALMIO O TOM, Kak rpadunyecknii anemeHT (widget) moxker
O6bITb  BM3yaZIM3MPOBAH, Mbl 0ODBABAAEM MNPOCTYIO CTPYKTYpy ANAA CcoAepKaHuA
MHGOPMaLIMK KacatoLLEenca TOro, KaKo 3HaYOK OHa UCNONb3YET, 3TO TEKYLLAA NO3ULUA U
TEKYLMN pasmep.

BoT Kak BbIrnagaat cTpykTypbl lcon (3Hauvok) n Widget (rpaduyeckunit anemenr):

struct Icon

{

FString name;

UTexture2D* tex;

Icon(){ name = "UNKNOWN ICON"; tex = 0; }
Icon( FString& iName, UTexture2D* iTex )

{
name = iName;
tex =iTex;
}
h

struct Widget
{

Icon icon;
FVector2D pos, size;
Widget(lcon iicon)
{
icon = iicon;
}
float left(){ return pos.X; }

float right(){ return pos.X + size.X; }
float top(){ return pos.Y; }
float bottom(){ return pos.Y + size.Y; }

3

Bbl moxkeTe fo6aBuTb 3TN 06BABNEHMA CTPYKTYp BBepxy MyHUD.h, nn6o Bbl moxkete
n06aBuUTb MX OTAeNbHbIM paln M BKAOYATb 3TOT dakn Besde, rae 3TU CTPYKTYpbI
MCNONb3YIOTCA.

ObpaTtnte BHUMAHME Ha 4veTbipe PyHKUMKU-YneHbl B CTpyKType Widget, dyHKumMn ans
nepemelleHua sneso - left(), snpaso - right(), BBepx — top() n BHM3 — bottom() no
rpadunyeckomy snemeHTy. Mbl Byaem MCNonb30BaTb MX MO3XKe AN OnpeaeneHus,
HaXo4MTCA I MECTO LLLe/TYKA MbILIKN B OKHE.
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[anee, mbl obbABnAem ¢yHKUMIO, KOoTopaa OyaeT BM3yannsupoBaTb rpaduyeckue
3/1eMeHTbl Ha 3KpaHe, B Knacce AMyHUD:

void AMyHUD::DrawWidgets()
{
for(int ¢ = 0; ¢ < widgets.Num(); c++)
{
DrawTexture( widgets|c].icon.tex, widgets[c].pos.X, widgets[c].pos.Y, widgets|c].size.X,
widgets]c].size.Y, 0,0, 1, 1);
DrawText( widgets|c].icon.name, FLinearColor::Yellow, widgets[c].pos.X, widgets[c].pos.Y,
hudFont, .6f, false );

}
}

Bbi3zoB ¢pyHKUMM DrawWidgets() gonxkeH 6biTb Aob6aBneH K ¢pyHKumm DrawHUD():

void AMyHUD::DrawHUD()
{
Super::DrawHUD();
I/l dims cywecTBylOT TONbKo 34eck B stock nepemeHHon Canvas
// OBHOBUTE KX, 4TOObLI Mcnonb3oBaTb B addWidget()
dims.X = Canvas->SizeX;
dims.Y = Canvas->SizeY;
DrawMessages();
DrawWidgets();

}

[anee, mbl 3anonHum o¢yHKumo Togglelnventory() (MepekntoyatbMHBEeHTapb). Bot
bYHKUMA, KOTOpanA 3anycKaeTca, Korga nosib3oBaTtesb Haxumaer I:

void AAvatar::Togglelnventory()

{
// Tlony4yaem koHTponnep n HUD
APlayerController* PController = GetWorld()- >GetFirstPlayerController();
AMyHUD* hud = Cast<AMyHUD>( PController->GetHUD() );

// Ecnu nHBeHTapb oTobparkaeTcsl, TO NpekpalwaemM oTobpaxaTb ero.
if( inventoryShowing )

hud->clearWidgets();

inventoryShowing = false;
PController->bShowMouseCursor = false;
return;

}

/I Nha4ve oTobpakaem MHBEHTapb Urpoka
inventoryShowing = true;
PController->bShowMouseCursor = true;
for( TMap<FString,int>::Tlterator it = Backpack.Createlterator(); it; ++it)
{
/l KomBrnHMpyem nmsa npegmeTa ¢ KonmyectsoM, To ecTb Cow X 5
FString fs = it->Key + FString::Printf( TEXT(" x %d"), it- >Value );
UTexture2D* tex;
if( Icons.Find( it->Key ) )
tex = lcons][it->Key];
hud->addWidget( Widget( Icon( fs, tex ) ) );
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Y106bI KOMNMANPOBATL NPEAbIAYLWNI KOO, HAM HY*KHO A06aBuUTb PyHKUMo B AMYHUD:

void AMyHUD::addWidget( Widget widget )
{

/l HaxoguM nonoXeHne rpadnuyYecKoro aNemMeHTa, PacnosioXXeHHOro B CETKE.
Il n3obpaxkaemM 3HaYKM. ..

FVector2D start( 200, 200 ), pad( 12, 12 );

widget.size = FVector2D( 100, 100 );

widget.pos = start;

// BblMMCSIEM NOSOXEHNE 30€eCh

for(int ¢ = 0; ¢ < widgets.Num(); c++)

{

/l HemHoro cmelLaemM nonoxeHue Bnpaso.
widget.pos.X += widget.size.X + pad.X;

/I Ecnn cnpaBa G6onblue HEeT MecTa, TO

/I nepexogmm Ha crnegyoLyto CTPOKY

if( widget.pos.X + widget.size.X > dims.X)

widget.pos.X = start.X;
widget.pos.Y += widget.size.Y + pad.Y;
}

}
widgets.Add( widget );
}

Mbl NpoZonKaem NPMMEHATb NepemeHHylo Tuna Boolean B inventoryShowing, utobbl
coobwatb Ham oTobpakaeTca /M celyac WMHBEHTAapb wauM HeT. Korga MHBEHTapb
MOKAa3aH, Mbl TaKXe MNOKa3blBaeM MbllWb, 4YTOObl MO/Ab30BaTe/Nb 3HAaNA Ha, 4YTO OH
HaxKMmaeT. TaKKe Korga oTobpakaeTcA WMHBEHTapb, CBOGOAHO ABWKEHME WIPOKA
HEeBO3MOKHO. Cambll NErKM cnocob oTKNIYMTL CBOHOAHOE ABUMKEHME UFPOKA, NPOCTO
BEPHYTbCA M3 QYHKUMM ABUXKEHMA, A0 CaMoro AsuxkeHua. Cneaywowui Koa, OQET
npumep:

void AAvatar::Yaw( float amount )

{

if( inventoryShowing )

{

return; // koraa Mo MHBEHTapb NOKa3blBaeTCH,
/] UIrpoK HE MOXeT ABuraTbCcsA

}
AddControllerYawlnput(200.f*famount * GetWorld()- >GetDeltaSeconds());
}

Yupaxkuenue

MpoBepbTe KaxKAayilo QYHKUUIO ABUMKEHMA C KOPOTKMM LMKAOM BO3BpalleHus iff(
inventoryShowing ) { return;}.
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OnpenesieHne meJT4YKa B HHBEHTAPHOM CHUCTEMe

Mbl moXem onpenenuTb KAMKaeT nun I-(TO-HM6y,CI,b no Hawum npeametam MHBEHTAPA,
NPOCTO BbINOJNHMB MNPOBEPKY YyKasaTtena B MNPAMOYrosibHUKe. TecT yKasatena B
npAMoyrosibHMUKe, BblMmoJIHAETCA I'IpOBepKOVI YKa3aTenA B KOHTEHTE NPAMOYTro/ibHUKaA.

[JobasbTe cneaytoulyto pyHKUmMIo-yneH B struct Widget:

struct Widget
{
/I .. ocTanbHas YacTb CTPYKTYPbl Takas e Kak npexae ..
bool hit( FVector2D p )
{
Il +---+ top (0)
I
/[ +---+ bottom (2) (bottom > top)
IILR
return p.X > left() && p.X <right() && p.Y > top() && p.Y < bottom();
}
%

TecT yKaszaTena B NPAMOYrosibHUKe BbIrNALUT Cheayowmm o6pa30M:

X
>

top( )

y\/

bottom( )
left( ) right( )

NTaK, HaxaTue npomcxoauT, ecam p.X BbINOJHAET cneaytolimne yciaoBus:

e Cnipasa oT left() (p.X > left())

e Cnesa or right() (p.X < right())

e CHuay ot top() (p.Y > top())

e Csepxy oT bottom() (p.Y < bottom())

3anomHute, yto B UE4 (1 BM3yanusaums Ul B uenom) ocb y MHBEPTUPOBaAHa. Apyrmumu
cnoBamu, ocb y B UE4 naét BHM3. IT0 03HayaeT, 4Yto top() meHble yem bottom(), Tak
KaK Ha4yano oTc4éTa KoopauHart (TouKa (0,0)) HaxoauTcAa B BEPXHEM 1IEBOM Yy SKpaHa.
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IleperackuBaHue 3JIEMEHTOB

Mbl MOKEeM NIEerKo NepeTackmMBaTb 31eMeHTbl. [epBbIi War, YTobbl caenaTb BO3MOXKHbIM
nepeTtackMBaHME, 3TO OTK/AMK HaA Ha)KaTUe /IeBOM KHOMKU MbllwK. Bo nepsbix, Mbl
Hanuwem ¢GyHKUMIO, ANA BbINOJIHEHWUA KOTAa HakaTa JieBas KHOMKA MblwuK. B danne
Avatar.h, no6aBbTe cneayowWwmii NPOTOTUN K 06BABAEHUIO KNacca:

void MouseClicked();

B daine Avatar.cpp, Mmbl MOXeM NPUKPENUTb PYHKLUIO AN BbINOAHEHUA MO LLENYKY
MbILWN 1 Nepeaadn 3anpoca wenyka 8 HUD, cneayowmm obpasom:

void AAvatar::MouseClicked()

{
APlayerController* PController = GetWorld()- >GetFirstPlayerController();

AMyHUD* hud = Cast<AMyHUD>( PController->GetHUD() );
hud->MouseClicked();

}

3atem B AAvatar::SetupPlayerlnputComponent, Ham Hy»KHO A06aBUTb HalL OTBETYMK:
InputComponent->BindAction( "MouseClickedLMB", IE_Pressed, this, &AAvatar::MouseClicked );

Cnep,y}oumﬁ CKPUHLWOT AEMOHCTPUPYET, KaK Bbl MOXKETE ,CI,O6aBVITb B1U3ya/1N3aLUUIO:

Engine - Input

rh These settings are saved in Defaultinput.ini, which is currently writable.

4 Bindings
4 Action Mappings 4=

"N Inventory + X

st 0 i () (@ e

¥ I MouseClickedLMB + X
LR shit [l ctrl [l At [l cm

[o6aBbTe anemeHT B Knacc AMyHUD:

Widget* heldWidget; // pepxut nocnegHun satpoHyThin Widget B namatu

Nanee, 8 AMyHUD::MouseClicked(),mbl HaunMHaem BbINOAHATb MOMUCK HaXKaTus NoO
Widget:
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void AMyHUD::MouseClicked()
{

FVector2D mouse;

PController->GetMousePosition( mouse.X, mouse.Y );

heldWidget = NULL,; // ounwiaeT nocnegHUn cogep>XaHHbIn rpadpnuyecknin anemMeHT

// CMOTPMM ecnn NOSOXEHME LLENYKa MbllLK Xy NonagaeT no Kakomy-HMbyab anemMeHTy
for(int ¢ = 0; ¢ < widgets.Num(); c++)

if( widgets[c].hit( mouse ) )

heldWidget = &widgets[c];// coxpaHaem rpadouyecknuin aneMmeHT
return; /I npekpallaemMm Nonck

}
}
}

B ¢yHKumm AMyHUD::MouseClicked, mbl npoxoamm uumkn no Bcem rpapuyeckum
3NeMeHTaM, KOTopble HaXxoAATCA Ha 3KpaHe, M MpoBepAemM COBNageHMe C TeKyLum
MNONOXKEHNEM MbIWN. Bbl MOXKeTe nonyuynTb TeKyliee MON0KEHNE MbIlKU  OT
KOHTponepa, B ntoboe Bpemsa, npocto nocmotpes PController->GetMousePosition().

Kaxkabin rpadpuyeckmnin anemeHT (widget) npoBepaeTca Ha TeKyLLee NONOXKEHNE MbILLN,
M TOT 31E€MEHT, Ha KOTOPOM HaXKaTa KHOMKa Mbiwk, byaeT nepemeltaTbCcs, KOrga
nepeTackmBaeTca Mblwb. Kak TONbKO Mbl onpeaenvm, MO KAaKOMy 3/71eMeHTy Obin
WENYOK, Mbl MO¥EM OCTaHOBWUTb MPOBEPKY, TaK YTO Mbl NOJYy4aeM 3Ha4YeHue return ot
dyHKUMKn MouseClicked().

OAHaKo HaXaTb Ha rpadUUecKuii 31eMeHT He J0CTaTo4HO. HamM HYXHO TalUTb HaXKaTbli
3N1eMEeHT, Korga ABUraetca Mbilb. [N 3TOro0 HaM HYXHO OCYLLECTBUTb (YHKLUMIO
MouseMoved() 8 AMyHUD:

void AMyHUD::MouseMoved()
{
static FVector2D lastMouse;
FVector2D thisMouse, dMouse;
PController->GetMousePosition( thisMouse.X, thisMouse.Y );
dMouse = thisMouse - lastMouse;
// CMOTpUM ecrnu neBasi KHoMNKa MblLIN YAEPXKUBAETCS 3axXaTomn
I/ 6onee yem O cekyHA. Ecnu oHa 3axaTa,
// TO MOXXHO HayaTb NepeTacknBaHue.
float time = PController->GetlnputKeyTimeDown( EKeys::LeftMouseButton );
if( time > 0.f && heldWidget )
{
/ MbIlb 3a)KaTa.
/I pBuraem rpadomyeckmin ANIEMEHT, U3MEHASA NosoxXeHne amt
heldWidget->pos.X += dMouse.X;
heldWidget->pos.Y += dMouse.Y; // y inverted
}

lastMouse = thisMouse;

}

He 3abyabTe BKAtoUMTb 06bABNAEHMe B dann MyHUD.h.
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®OYHKUMA nepeTackMBaHMA MPOCMATPMBAET pPasHULY B MONOXNKEHUA MbIWKM MeXKay
nocneAHNUM Kagapom M 3TUM Kagpom, WU ABUraeT BbliOpaHHbIA 3/1EMEHT Ha 3TOT 0OBEM.
MepemeHHan static (rnobanbHasa c NoKanbHOM 06NacTbiO AENCTBMA) MCNONb3yeTcs,
yTobbl 3anomuHatb lastMouse nonoxeHune (NocneaHee MOMOXKEHWE MbIWK) MeXAY
BbI3oBaMu ¢yHKUMM MouseMoved().

Kak Mbl MO)Kem CBA3aTb ABUMKEHME MbIWN C 3anyweHHon ¢yHKumnen MouseMoved() B
AMyHUD? Ecan Bbl NMOMHUTE, Mbl YXKe CBA3bIBA/IN ABUXKEHWE MbiKM B Kiacce Avatar.
[iBe PpyHKLUNM, KOTOpble Mbl MCNOSIb30Bann, 3To AAvatar::Pitch() (ocb y) n AAvatar::Yaw()
(ocb x). PacwwupeHune 3TMx GYHKUMA [ACT BaM BO3MOXHOCTb MnepefaBaTb BBOZAHbIE
Mbiwmn B HUD. Cenyac A noKaxy Bam GyHKUMIO Yaw M Bbl CMOXKETe 3KCTPanoaMpoBaTh
oTcroAa Kak paboTtaet Pitch:

void AAvatar::Yaw( float amount )
{
Il ocb X
if( inventoryShowing )
{
/I Korga vHBeHTapb nokasaH,
/I nepepaém BBogHble B HUD
APlayerController* PController = GetWorld()->GetFirstPlayerController();
AMyHUD* hud = Cast<AMyHUD>( PController->GetHUD() );
hud->MouseMoved();
return;

}

else

{

}
}

®dyHKkuma AAvatar::Yaw() cHayana npoBepseT MOKa3biBAeTCA NM MHBEHTapb WAW HeT.
Echn nokasbiBaeTca, BBOAHbIe HanpasaatoTca npamo B HUD, 6e3 adpdekTta Ha Avatar.
Ecnn HUD He noKasbiBaeTcA, TO BBOAHbIE NPOCTO nAyT B Avatar.

AddControllerYawlnput(200.f*amount * GetWorld()- >GetDeltaSeconds());

YupaxHeHus

1. 3akoHuunTe PpyHKUMIo AAvatar::Pitch() (ocb y), 4Tobbl HanpaBnATb BBOoAHbIE B HUD,
a He B Avatar.

2. Cpenante NPC nepcoHaxken u3 [nasbl 8. Jelicmsyrowue Auya u newku, u gante
UrpoKy npeamert (Takor Kak GoldenEgg), koraa oH NpPoxoauT PAAOM C HUMM.

BriBoabI

B 31Ol rnaBe, Mbl MPOLINAM KaK YCTaHAB/AMBATb MHOMECTBO Noabupaemblx NpeameToB
ONA UTPOKa, YTobbl BUAETb UX OTOOParKEHHbIMM B YPOBHE M Noabdbupatb. B cnepytowen
rnase mbl BBOAMM MoHCmMpos, n Urpok byaetr cnocobeH 06OPOHATLCA NMPOTUB HUX,
MCNONb3YA MarnMyeckme 3akAnHaHumA.
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I'naBa 11. MoHcTpBI

Mbi go6aBmm rpynny ONMNOHEHTOB A4/1A UTPOKa.

Yto mbl caenaem B 3TOoM urpe? [lobaBum nemnsark, Hanpumep. Urpok nongér no
AOPOXKKe, CAEeNAaHHOW ANA Hero u 3atem, BCTpeTuT apmuto. Ectb NPC, KoTopbix OH
BCTPETUT A0 apMMU, KOTOPbIN NPEAN0KUT COBET.

A
BTN

P

" »
& P ;‘\ ‘: y
& } ;’ & (4
< &
4 & 2
& &
p o
&

kY .

CyeHa HaYuHaem 8bles190emb KaK uepa

Ienzax

B 3TOM KHUre mbl eweé He NPoxXoaAnn Kak GopmupoBaTb Nensak, HO Mbl CAEAEM 3TO
34ecb. Bo nepBblX, y Bac A0/KeH ObiTb Nensax, ¢ KoTopbiM paboTaTtb. Co3aaiiTe HOBbIN
¢dann, nepeiiga B File | New. Bbl mokeTe BbibpaTb NyCcTON ypoBeHb, MH60 ypoOBEHb C
Hebom. fl B 3TOM Nnpumepe Bbibpan 6e3 Heba.

Y106blI CO34aTbh Ner3ax, Ham HYXHO nopabotaTtb ¢ naHenbto Modes. Ybegutecb, uTo
naHenb Modes otobparkeHa, nepenga 8 Window | Modes:
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1[ [Eeveliny

File Edit | Window | Help
J” Modes  LevelE
1) Detalls
N ue Viewports
q < Layers
& Levels |

OB . Modes

v Scene Qutliner

Basic

olatistics

A
Lights v J Toolba
-

World Settings

Visual

|
|

BSP Content Browser

Volumes Developer Tools

AllClasses ¥ Plugins

== Contentt

‘ Create Enable Fullscreen

MaxHens Modes omobpaxcaemcs

MeM3ax MOXKHO CO34aTb B TPM LLAra, KOTOPbIe MNOKa3aHbl Ha CAeAyoLWEM CKPUHLLOTE, 33
KOTOPbIM MAYT COOTBETCTBYOLLME LATW:
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 Modes

Viidevy®
o
&
IWETIEOE

4 New Landscape

® Create New import from File

Material v & O

Hint: Assign a material to see landscape layers

Layers 0 elements

Qoo Jloo P00
Rotation « S Y ) 7 S
S v ST 2 G
Section Size

Sections Per Compone REIRIER{ -
Number of Component x m
4505 &

Overall Resolution m

Total Components

1. WénkHuUTe No 3HauyKy neisaxka (c n3obparkeHnem rop) Ha naHenn Modes.
2. Haxmute KHonKy Manage.

3. 3aTem, Ha)KmuTe KHomKy Create B HMXKHEM NPaBOM Yy 3KpaHa.

Terlepb Yy BaC A0J1XKeH 6bITb I'IGVIBE])K, C KOTOPbIM MOXHO pa60TaTb. OH noAsuTCA Kak
cepad, MOo03an4yHaAa naowagab B rnaBHOM OKHeE:
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MNepBoe, YTO Bbl 3aXOTUTE CAENATb CO CBOMM MEMN3aXKeM CLeHbl, 3To A00aBUTb LBETA B
Hero. Kakol nensaxk 6e3 cueHbl? LLENKHMTE NpPaBoi KHOMKOM MbIWW rae yroagHo Ha
CBOEM cepom, Mo3anMyHOM nensaxke. Ha naHenu Details, cnpasa, Bbl yBUAUTE, YTO Tam
NONHO MHGOPMALMK, KaK NOKA3aHO HA C/lIeAYHOLLEM CKPUHLLOTE:

2. Details

0] Landscape2  JETREEREN o
seach O] =4
4 Transform
SRR | 2:200 (11 25200} 1000
roaton > (CIEHESD VICKS) 2 KD
Scale » I ¥ I 7 T '
410D
Max LODLevel -1 O]
LODDistance Factor _

LODFalloff Linear \ 2

4 Lighting
Static Lighting Resc _

Cast Static Shadow

4 Landscape

Default Phys Materi None

Landscape Material - None

MpOoKpyTMTE BHK3, NOKA He yBuAuTe cBoncTBo Landscape Material. Bbl morkeTe BbIbpaTh
matepnan M_Ground_Grass (3emna_tpaBa) AN  PeasUCTUYHO  BbIrAAALLEN
NOBEPXHOCTU 3eMJIN.

[lanee nob6asbTe cBeT B cLeHy. Bam HaBepHO cieayeT NPUMEHUTb HanpaBAEHHbI CBeT,
Tak YTobbl BCA NOBEPXHOCTb 3€M/IM UME/NIa O4MHAKOBOE OCBELLEHME.

CKyJbITYpHMPOBAHHUE Nei3axa

MNockuii nemnsax, BepoATHO OyaeT CKyyHbiM. Mbl KaK MUHMMYM A06aBMM HEMHOrO
n3rmboB 1 xonmoB. YTobbl caenatb 3To, HaxkMuTe KHonKy Sculpt Ha naHenn Modes:

224 |CTpaHuya



Urdy A
K

nage (G - Paint

4 Landscape Editor

/
/S . . ©.

Sculpt Circle 5

4 Brush Settings
Brush Size 2121.42285 S E
Brush Falloff 0.482301

Use Clay Brust

4 Tool Settings

Tool Strength

Ymobebl usmeHuUMs nelizaxc, HaXcMmume KHoriky Sculpt

Pasmep u cuna Bawen KUCTKU onpeaeneHbl napametpamu Brush Size u Tool Strength B
oKkHe Modes.

LLIENKHUTE MO BallemMy Nemnsaxy yaepKuBas KHOMKY, TalLMTe Mbilb, YTOObI U3MEHUTb
BbICOTYy OyrpoB. Kak To/bKO Bbl BygeTe A0BO/IbHbI Pe3yaAbTaTOM, Ha*KMUTe KHOMKY Play,
4yTO6bI NPOBEPUTL. UTOrOBbIN PE3yNbTaT, MOMKHO YBUAETb HA CNEAYIOLEM CKPUHLIOTE:
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Mo3KCNEPUMEHTUPYNTE CO CBOMM Melr3arKem U co3gaiTe cueHy. A 3aHU3UA nensax,
coenaB  MNoBepXHOCTb 6Gonee npAMoON, 4TOBbl WUIPOK MOr XOAWUTb MO  XOPOLWO
onpenenéHHOMN N0CKON TEPPUTOPUM, KaK NOKA3aHO Ha CeAyHoLEM CKPUHLIOTE:

MorKkeTe genaTtb CO CBOMM MEM3aXKemM BCE, UTO YroaHO. B KauecTBe npumepa Bbl MOXKeETE
MCNONb30BaTb, TO YTO A cAeNan, ecam xotute. A cCoBeTyto Bam MMNOPTUPOBATbL acCeTbl U3
ContentExamples nnn 13 StrategyGame, 4T06bl NPMMEHUTL UX B Bawen urpe. YTobbl
caenaTb 310, obpatutech K pasgeny MimnoptuposaHue accetoB B [nase 10. Cucmema
uHeeHmMapusayuu u nodbop npeomemos. Koraa Bbl 3aKOHYMTE C MMMOPTOM aACCETOB,
Mbl CMOXXEeM NepenTn K A0H6aBNEeHMIO MOHCTPOB B Ball MUP.

MoHCcTpBI

Mbl  HAYHEM NPOrPAaMMMPOBATb MOHCTPOB TaKMM Ke Cnocobom, KaK Mbl
nporpammmpoBanm NPC u Pickupltem. Bo nepBbix, Mbl Hanuwem 6a30Bblii Knacc
(npoucxoaawmii OoT nepcoHarka), 4Tobbl nNpeacTaBuUTb Knacc Monster. 3atem, Mbl
BbINONHMUM NpoucxoxxaeHue rpynnbl cxem (blueprint) ana Kaxkgoro TMna MOHCTPOB. Y
Ka)K4oro MOHCTpa 6yaeT napa CBOWMCTB OOLWMX CO BCEMMW, KOTOPble OMNpenenstT ux
noseaeHue. Bot obume cBomcTBa:

e [lepemeHHan TMna float ans ckopocTu.

o [lepemeHHasa Tuna float ana 3HauyeHua HitPoints, o6o3Havatowero ypoH (A
0bblvHO wucnonb3yto TMn float ans HP, Tak 4TO Mbl MOXXemM NerKO CMOMKeM
cMmozenmpoBaTb 3pdekTbl uctowatowme HP, TakmMe Kak NpoxoamTb Yepes MoToK
NnaBbl).

e [lepemeHHas int32 gna onbiTa, Noay4Yaemoro npu nobege Hag MOHCTPaMM.

o OyHKumAa UClass ans Aobbl4m 0CcTaBIEHHON MOHCTPOM.

o [lepemeHHas Tuna float pna BaseAttackDamage (6a3oBblit ypOH aTaku)
BbINO/NHAEMbI NPU KaXKaoM aTake.
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e [lepemeHHas Tvna float ans AttackTimeout, yto ABNseTcs 06BLEMOM BpEMEHMU, HA
KOTOPbIN MOHCTP NPEpPbIBAETCA MEXAY aTaKaMMu.

e [lBa ob6beKta USphereComponents: OanH n3s Hux 3to SightSphere — Kak ganeko
OH MoXeT BuaeTb. pyroi ato AttackRangeSphere — Kak Aaneko MmoryT g4ocTuraTb
ero ataku. O6bekTt AttackRangeSphere Bcerga meHbue yem SightSphre.

BbinonHUTE nponcxoxaeHue ot Knacca Character, 4tobbl co3gaTth Baw Knacc Monster. B
UE4 Bbl moxeTe caenatb 310 nepenan B File | Add Code To Project... n 3aTem BbiOpaB
onumto Character B meHto gna Bawero 6a30Boro Kaacca.

3anonHute Knacc Monster 6a3oBbiMu cBOMCTBamMU. YbeamTtecb, YTO Bbl 0O6bABAAETE
UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = MonsterProperties), TaK 4to
CBOWCTBA MOHCTPOB MOTYT 6bITb M3MeHeHbI B 61ynpuHTax:

UCLASS()
class GOLDENEGG_API AMonster : public ACharacter

{

GENERATED_UCLASS_BODY()

// Hackonbko OH BbICTp
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
float Speed,;

/[ EanHnubl 300pOoBbS MOHCTpPa
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
float HitPoints;

// OnbIT Nonyyaembin OT nobea
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
int32 Experience;

// Blueprint Tuna npegmeTa 06pOHEHHOTO MOHCTPOM
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
UClass* BPLoot;

// O6BEM ypoHa nosiy4aemoro oT aTakm
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
float BaseAttackDamage;

I/ O6BEM BpeMeHn, HeobBXOANMbIA MOHCTPY AN1s OTAbIXa

Il mexay aTakamm

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
float AttackTimeout;

// Bpems ¢ nocrnegHero ygapa MoHcTpa, ymtaemoe B blueprint
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = MonsterProperties)
float TimeSincelLastStrike;

/| PaccTtosiHne Ha KOTOPOM OH BUOMUT
UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = Collision)
USphereComponent* SightSphere;

/I JanbHOCTbL ero aTakun. Busyanuanpyemas B pegakrope kak cgepa
UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = Collision)
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USphereComponent* AttackRangeSphere;
h

Bam noHapobumtca MMHUMANbHBIN KOA, B Balem KOHCTpyKTope Monster, ytobbl 3a4aTthb
CBOMCTBA MOHCTpaA. Mcnonb3ynte cneayrowmni kog 8 pane Monster.cpp:

AMonster::AMonster(const class FObjectlinitializer& PCIP) : Super(PCIP)

{
Speed = 20; /I CkopocTb
HitPoints = 20; /l 3popoBbe
Experience = 0; /I OnbIT
BPLoot = NULL; /I Tpodhen
BaseAttackDamage = 1; /Il 'YpoH 6asoBou aTaku
AttackTimeout = 1.5f; /I DNnTenbHOCTb aTaku
TimeSinceLastStrike = 0; // TlpoLwno BpeMeHu ¢ nocnegHero ygapa
SightSphere = PCIP.CreateDefaultSubobject<USphereComponent> (this,
TEXT("SightSphere"));
SightSphere->AttachTo( RootComponent );
AttackRangeSphere = PCIP.CreateDefaultSubobject <USphereComponent>(this,
TEXT("AttackRangeSphere"));
AttackRangeSphere->AttachTo( RootComponent );

}

Komnununpyiite n 3anyctute koa. OtponTte Unreal Editor 1 BbINONHUTE NPOUCXOXKAEHUNE
61yNPUHT OCHOBAHHOIO Ha BaweMm Knacce Monster (HasoBuTe ero BP_Monster). Tenepb
Mbl MOYXeM HayaTb KOHOUIYPUPOBaTbL CBOMCTBA BALLMX MOHCTPOB.

[NnA CKeneTHoM CeTKM Mbl XOTUM MCNO/Ib30BaTb mogenb HeroTPP gna moHcTpa, notomy
YTO HAM HYXKHO, YTOOblI MOHCTP MOT BbIMOAHATb PYKOMaLHY0 aTaky, a HeroTPP He naér
C pyKonawHow atakon. OgHaKo HeKoTopble moaenun B ¢arne Maximo Animation Pack
0b6nagatoT aHMMaUMeEN pyKoNalwHOM aTtakn. UTak, ckavanTte ¢ann Maximo Animation
Pack B Marketplace (6ecnnaTHo).

!_Td! A

Marketplace
Library

Mixamo Animation
Putk

Available &>

Hekomopebie moodenu 8 nakeme 0080s16HO KpyrnHble, Komopebix A bbl uzbexasn, HO ecmos U
8rnosiHe xopowue
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[anee Bam Hago pobasutb pann Maximo Animation Pack B Ball NpoeKT, Kak NOKa3aHo
Ha cneayrolWem CKpUHLIOTE:

Al 0

S"\; Mixamo Animation Pack

¥
-
.

id 15 fres racters and animaty

W Add to project n

”
~» N

Yk

A
b

Tenepb, co3pgante 6aAynpuHT M HaszoBute ero BP_Monster OCHOBaHHbIM Ha Ballem
Knacce Monster. OTpepakTMpynTe CBOMCTBA Knacca O6aynpuHT U Bblbepute
Mixamo_Adam (B TeKyw,em BbINyCKE MaKeTa Ha CaMOM Jene HanMcaHo Kak
Maximo_Adam) Kak cKkeneTHyto ceTKy. TaKke Bblbepute MixamoAnimBP_Adam Kak
6AYNPUHT aHMMaLUN.

4 Animation

Animation Mode Use Animation Blueprint w

Anim Blueprint Generated Class MixamoAnir » [EO IR 5

4 Mesh

Skeletal Mesh T Maximo_ Adam - 4 O =2

.

Boibepume Skeletal Mesh Maximo_Adam u MixamoAnimBP_Adam 05 Anim Blueprint
Generated class

Mbl moanduunpyem 6aynpuHT, YToObI NO3aHEE KOPPEKTHO COBMECTUTb C aHMMaLUUEN
PYKOMALUHOM aTaKMu.

Korpa pepaktupyete Baw 6aynpuHT BP_Monster, n3ameHute pa3mep 06BHEKTOB
SightSphere n AttackRangeSphere Ha 3HauyeHuA, KOTOpble MMEKT ANA Bac CmbIca. f
coenan obbekt AttackRangeSphere moero MoOHCTpa AOCTAaTOYHbIM AN PACCTOAHMA
BbITAHYTOM pyKM (60 eanHuu) n ero o6bekT SightSphere B 25 pas 6onbwe 3toro (1500

eanHnL).

3aNnOMHUTE, YTO MOHCTP HAYHET ABUraTbCA HA WrPOKa, KaK TONbKO WIPOK BOWMAET
SightSphere MoHCTpa, 1 MOHCTP HAYHET aTaKOBATb UIPOKA, KaK TO/IbKO UTPOK OKaKeTcA
B 06bekTe AttackRangeSphere moHcTpa.
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Mixamo Adam c ezo o6vekmom AttackRangeSphere nooceeyeHHbIM OPAHM(EBbIM

NomecTnTe HEeCKO/IbKO BalLMX 3K3emnnAapoB BP_Monster B Balwly urpy, KOMNMaMpymTe m
3anyctute. be3 Koga ABUXKeHMA nepcoHaxa Monster, Bawm MOHCTpPbI ByayT npocTto
CTOATb.

ba3oBbIil HHTELJIEKT MOHCTPOB

B Hawel wurpe, mbl A06aBMM TONbKO 6a30BbIM MHTENNEKT NepcoHarkam Monster.
MoHcTpbl 6yayT 3HATb, Kak Aenatb Ase 6a30Bble BELLM:

e BbicnhexunsaTb UrpoKa n npecnenoBatb ero
e ATaKoBaTb UrPOKa
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MOHCTp 60/blUe HUYEro He 6y,CI,ET Aenatb. Bbl moXkeTe caenatb, 4TOObI MOHCTpP Apa3HnnN
UrpOKa, Korgaa ysmnauTt I'IepBbIl\;I pa3, HO 3TO Mbl NPUMNacaInN B Ka4eCTBeE ynpaXHeHUNA ONA
BacC.

/[BH:KeHNEe MOHCTPA — ynpaBJisieMoe MoBeJeHue

MoHCTpbl B camMbix 6a30Bbix Urpax, 0bbl4HO He 06/1a4al0T C/AOMKHLIM MOBEAEHUEM
ABuKeHuA. OBbIYHO OHM NPOCTO MAYT Ha Lesb M aTakytloT. Mbl cnporpammupyem TaKom
TUN MOHCTPOB B 3TOW urpe. Ho npeactaBbTe cebe, Bbl MOXeTe NONAy4yuTb 6osee
MHTEPECHYIO UIPy C MOHCTPaMM, KOTOPblE CamMU PAcnoaratoTcsa C NPEMMYLLECTBOM Ha
MECTHOCTM, YTOObI BbINOMHATL YAANEHHble aTakM U Tak ganee. ITOro Mbl He byaem
NpPOrpaMmMmnpoBaTb 34eCb, HO 06 3TOM CTOUT NOAYMaTb.

[na Toro, ytobbl NepcoHaxk Monster aBurancs Ha Urpoka, Ham HYXHO AMHAMWYECKU
0OHOBNATb HanpaBieHMe ABUratoLLeroca nepcoHaxka Monster B Kaxkgom Kagpe. YTobbl
0bOHOBNATb HanpaB/AeHMEe, B KOTOPOM PACMONIOKEH MOHCTP, Mbl MULIEM KOA B MeToae
Monster::Tick().

®dyHKuma Tick 3anyckaeTca B Kaxaom Kagpe urpbl. 3anmcb ¢pyHKumm Tick TakoBa:

virtual void Tick(float DeltaSeconds) override;

Bam Hy»KHO go06aBUTb NPOTOTUN 3TOM GYHKUMM B Ball Knacc AMonster, B Bawem ¢danne
Monster.h. Ecnan mbl noameHsem Tick, mMbl MmoXem ycTpouTb CBOE cobBCTBEHHOE
noBeAeHWe, KOTopoe nepcoHaxk Monster aosKeH BbIMONHATL B KaXKAOM Kagpe. Bot
6a30BbIli KOA, KOTOPbIN ByaeT ABUTraTb MOHCTPA Ha UTPOKA B TEYEHMM KAXKA,0r0 Kaapa:

void AMonster::Tick(float DeltaSeconds)

{
Super::Tick( DeltaSeconds );

/] 6a30BbI MHTENNEKT: ABUraeT MOHCTPA Ha Urpoka
AAvatar *avatar = Cast<AAvatar>( UGameplayStatics::GetPlayerPawn(GetWorld(), 0) );
if( lavatar ) return;

FVector toPlayer = avatar->GetActorLocation() - GetActorLocation();
toPlayer.Normalize(); // reduce to unit vector

/| CoBGCTBEHHO ABMraemM MOHCTpa Ha Urpoka
AddMovementinput(toPlayer, Speed*DeltaSeconds);

// OBpaleHre NMLUoMm K Lenu

// TlonyyaeTe poTaTop AN1s NOBOpPaYvMBaHUSA TOro,

// 4TO CMOTPUT B HanpasneHuu urpoka toPlayer
FRotator toPlayerRotation = toPlayer.Rotation();
toPlayerRotation.Pitch = 0; // 0 off the pitch
RootComponent->SetWorldRotation( toPlayerRotation );
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Y106b1 paboTtano AddMovementlinput, y Bac AonkeH 6biTb BbIOpaH KOHTPOAEP BHU3Y
naHenn AlController Class B Bawem 64ynpuHTE, Kak MNOKAasaHO Ha C/eaylolWem
CKPUHLWOTE:

Ecnn y Bac BbibpaHo None (Huyero), To BbiI3oB AddMovementinput He byaetr nmeTb
HWUKaKoro apdekta. YTo6bl NpenoTBpaTUTb 3TO, BblbepuTe Anb60o Knacc AlController,
nnbo Knacc PlayerController B kayectse Bawero AlController Class.

Mpeablaywnii Kog, oyeHb nNpoctoit. OH coAepKUT camyto 6a3oBy0 GOpPMY MHTENNEKTA
NMPOTMBHUKA: NPOCTO ABUXKEHNE Ha UIPOKA NocpeacTBOM HeBO/bLIOrO UHKPEMEHTHOrO
BO3paCTaHMA B KaXKAOM Kazape.

Hawa He ocobo UHmMesns1eKkmyarsibHaa apmusda 20HUMCA 34 U2POKOM

B pe3synbTate cepum KaapoB, MOHCTP BbICNEXMBAET U Npec/ieayeT UrpoKa B YPOBHE.
YT06bI NOHATb, KaK 3TO paboTaeT, Bbl AO/XKHbI NOMHUTb, YTO GyHKUMSA Tick, B cpeaHem
Bbi3biBaeTcA 60 pa3 B cekyHAy. YTo 370 3HaumT? TO 4YTO B Ka*KAOM Kaape, MOHCTP
NMOHEMHOTY NpoABUraeTCA K UTPOKY. nOCKOI'Ibe MOHCTP ABUXETCA O4YeHb Ma/IEHbKNMU
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WwaXXKami, ero AGVICTBMH BbIrNAOAAT NAABHbIMU U NPOAOC/THKUTE/IbHBIMU (B TO BpeéMA KaK
Ha CaMOM Jene, oH Aenaet MmaJlieHbKne CKa4ku U NMPblXKKKU B KaXX40M Ka,CI,DE).

LemanbHas cymb 0mcaexusaHus: 08UXEHUE MOHCMPA 8 MPEX HANOMEHHbIX KAOPax

IToackaska

Noyemy MmoHCTp auraetca 60 KagpoB B CekyHAy? M3-3a annapaTHOro OrpaHUYeHwus.
YactoTa 06HOBNEHMS TUMNYHOTO MOHUTOpPA cocTasaaeT 600, TaK YTO 3TO AENCTBYET KakK
NPaKTUYECKMA OrpaHMYMTENb TOTO, CKONIbKO OOHOBNEHWMM B CEKyHAY MMEET CMbICA.
Ob6HoBIEHWE YacTOTbl KaapoB bbicTpee, 4em 0H6HOBNEHME YACTOTbl, BO3MOXKHO, HO 3TO B
3TOM He byaeT nonb3bl ANA UTP, TaK KAk Bbl byaete BUAETb HOBYH KAapTUHKY TOJ/IbKO
Kaxkayto 1/60 cekyHAbl Ha 60/bLIMHCTBE KOMMblOTEPOB. HekoTopble MNpoABUHYTble
CUMYNATOPbI GU3NYECKOrO MOAENNPOBAHUA BbINOAHAT novytu 1,000 o6bHOBNEHMI B
CeKyHAy. Ho TyT MOXHO nocnoputb. Bam He HYyXKHO pa3pelleHue Takoro TMna 4/1a urpbl
M Bbl 3aMMéETe nuwHee Bpema LMY npeaHasHayeHHoe pAna Toro, 4Yem bOyaer
[OBO/IbCTBOBATbLCA WIPOK, KaK Hanpumep aydwune anroputmbl Al (MCKycCTBEHHOro
MHTennekta). Hekotopble 6osee HOBble annapaTHble YCTPOMCTBA PA3rOHAKT 4acToTy
obHoBneHma o 120 'y, (nocmoTpuTe MUrpoBble MOHUTOPbI, HO HE FOBOPUTE BaALLUMM
poauTensm, TO CKasan Bam CNyCTUTb BCE BalLUWM AEHbIM Ha 3T0).

JleTasbHas CyTh IBHKEHHUSI MOHCTPA

KomnbloTepHble uUrpbl  pa3buTbl Ha Agetaan. Ha npegblaywem un3obparkeHun
NnocneAoBaTeNIbHOCTM HaNOXEHHbIX Kaapos, ABu»KeHuMe urpoka (P) npeacrtasneHo
NPAMO BBEPX HA 3KPaHEe, MAJIEHbKUMM LWAXKKaMU. [BMKEHWE MOHCTPA TaKXKe B
MaNEHbKUX LWaXKKax. B Kaxaom Kaape, MOHCTP BbINOAHAET OAWH MaJieHbKUI Lwar B
CTOPOHY Urpoka. MOHCTp cneayeT BUAMMOWN KPUBOWN LOPOXKKOW, ABUrasicb NPAMO Tyda
raoe Haxo4mTCa UPOK B KaXKA0M Kaape.

Y106bI ABMraTb MOHCTPA Ha UIPOKA, HAaM CHa4Yana HyXHO NOAYYUTb MO3ULMIO UFPOKa. U
TaK KaK Urpok goctyneH B rnobanbHon pyHKUmMK, UGameplayStatics::GetPlayerPawn, mbl
nNpocTo 6epém Hall yKasaTeNb Ha UrPOKa, UCMOAb3ys 3TY PYHKUMIO. [anee Mbl HaxoauMm
yKasblBalowWnii Bektop u3 dyHKkumn Monster (GetActorlLocation()), KoTopbiit yKasbiBaeT
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OT MOHCTpPaA Ha aBaTap. YT106bI caenatb 310, BamMm HYXHO BblIMECTb MECTOMOJIOXKEHUE
MOHCTpPa U3 MECTOMNOJIOKEHNA aBaTapPa, KaK MNOKA3aHO Ha CNeayloueM M306pa)KEHMMZ

M
&

® >

3TO npocTtoe MmaTtemMaTUYecKoe MPaBMI0 U ero HY)KHO 3anoMHMTb. HO 4acto OHO
NOHMMaETCA HenpaBuAbHO. YTOObl MONYYMTb NPaBU/IbHBIA BEKTOP, BCerga BbluUTalTe
NCXOAHbIA BEKTOP (HayasibHaA TOYKa) OT LEeneBoro BeKTopa (KoHe4yHada Toyka). B Hawem
CUCTEME, HAaM HY)KHO BbluMTaTb BeKTOp Monster n3 BekTopa Avatar. 3to pabortaer,
NOTOMY 4YTO BbluMTaHMe BeKTopa Monster n3 cuctembl, Asuraet Bektop Monster K
HavyaNy KoopAuHaT M BeKTop Avatar byaeTt cHM3y cnesa OoT BekTopa Monster:

Y AN N
Bbluntaem —M u3 Ocraérea M@(0,0)
Ka)XA,0ro BEKTopa B 3TOM
cucteme
kel
e M
A i
Vi
A >
> n‘ /_//-
X | o

BoivumaHue sekmopa Monster u3 cucmemsi KoopouHam dsuzaem sekmop Monster K
(0,0)

ObAsaTenbHO McnbiTanTe Baw Kog. C 3Toro MomMeHTa MOHCTPbI byayT 6eratb 3a Balwmnm
UIPOKOM U TONMUTLCA BOKPYr Hero. C npeablaywmm KOLOM, KOTOPbIN BblAeNeH, OHU He
6yayT atakoBaTb. OHM NpOCTO 6yayT cnepoBaTb 3a HUM MOBCHOAY, KaK MOKA3aHO Ha
cnenyoLem CKpUHLLIOoTE:
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SightSphere moncTpa

MpAamo cenyac, MOHCTPbI He 0bpaLLaloT BHUMaHUA Ha KoMmnoHeHT SightSphere. Iae 6ol
HW HAaXOAW/ICA UFPOK B MUPE, B TEKYLLLEN YCTAHOBKE MOHCTPbI ByayT MATU Ha Hero. U mbl
XOTUM U3MEHUTb 3TO celyac.

YT106bI CAENATb 3TO, HAM HY)KHO, YTObbl Monster NPpUHMMaN BO BHUMaHME OrpaHnYeHmne
SightSphere. Ecnn urpok BHyTpu ob6bekTa SightSphere moHcTpa, To TOorga MOHCTpP
YCTPOWUT MOroHto. MHaye, MOHCTpbI OyayT B HEeBEAEHUW MECTOMOJIOXKEHUA UIPOoKa U
€CTeCTBEeHHO He byayT 3@ HUM rHaTbCA.

MNpoBepATb HaxoanTCcA N1 0H6BEKT BHYTPU chepbl nerko. Ha cnegyrowem nsobparkeHum,
TouKa P HaxoguTtca BHYTpU cdepsbl, ecnm pacctoaHne d mexay P u ueHTpom C meHblue,
yem paaunyc coepsbl r:
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P HaxoO0umca eHympu cgpepol, Ko20a d meHbuwe Yem r

NTaK, B Hawem KoZe, npeaplayliee n3obparkeHne NnepexoanT B CeyIoLLIniA KoA,:

void AMonster::Tick(float DeltaSeconds)
{
Super::Tick( DeltaSeconds );
AAvatar *avatar = Cast<AAvatar>( UGameplayStatics::GetPlayerPawn(GetWorld(), 0) );
if( lavatar ) return;
FVector toPlayer = avatar->GetActorLocation() - GetActorLocation();
float distanceToPlayer = toPlayer.Size();
/I Ecnn nrpok He B SightSphere moHcTpa,
/I voém Haszag
if( distanceToPlayer > SightSphere->GetScaledSphereRadius() )
{
/I Ecnn urpok B He nNons 3peHus,
/I TO MOHCTP HE MOXET rHaTbCs 3@ HUM
return;

}

toPlayer /= distanceToPlayer; // Hopmanusyem BeKTOp

// Co6CTBEHHO ABUraeM MOHCTPa Ha UrpoKa rno HEMHOry
AddMovementinput(toPlayer, Speed*DeltaSeconds);

/I (ocTanbHaga YacTb PYHKUMN Takasi Xe Kak npexae (spaweHue))

}

3TOoT KOT pobaBnseT AONONHUTENbHbIN WUHTENNEKT nepcoHaxky Monster. MNepcoHax
Monster ceiiyac MOXeT MpeKpaliaTb MOroH 3a UIPOKOM, €C/IM UTPOK BHE OOBEKTa
SightSphere moHcTpa. BoT Kak byaet BbirnsaeTb pesynbrar:
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Xopowo 6bi10 6bl 34eCb BHECTM CpPaBHEHME PACCTOAHWUS B MNPOCTYIO BCTPOEHHYHO
bYyHKUMIO. Mbl MOXeM BECTU 3TU ABE BCTPOEHHble QYHKLUMU-Y/IEHbI B 3aro/IOBOYHbIN
¢ain Monster:

inline bool isInSightRange( float d )

{ return d < SightSphere->GetScaledSphereRadius(); }

inline bool isInAttackRange( float d )

{ return d < AttackRangeSphere->GetScaledSphereRadius(); }

3TN GYHKUMKM BO3BPALLAOT 3HAYeHMe true, Koraa nepenaHHbl napameTtp d BHyTpwU
paccmaTtpuBaemoi coepbl.

IToackaska

®dyHKumA inline (BcTpoeHHas) o3HavaeT, 4To GyHKUMA Bonblue NOXOAMUT Ha MaKpPOC, Yem
Ha ¢yHKUMIO. MaKpoCbl KONMPYIOTCA U BCTABAAIOTCA B BbI3biBaeMyH JIOKALMIO, B TO
BpeMA KakK QYHKLMM NepenpbirMBatoT No cpeactBoM C++ M BbINOAHAOTCA HA CBOWX
NoKaumaAx. BcTpoeHHble GYHKLUMKM XOPOLK, NOTOMY YTO OHM MPEenoCTaBAAIOT XOPOLUYH
NPOU3BOANTENbHOCTb, HAPAAY C TEM, YTO KOZA OCTAETCA NErOK ANA YTEHMA, U UX MOXKHO
MCMNO/1b30BaTb MOBTOPHO.

MoHcTp HanaJaeT HA UTPOKA

ECTb HECKO/NIbKO pPas/MyHbIX TUMNOB aTaKM, UYTO MOXET BbIMNONHATbL MOHCTP. B
3aBMCMMOCTM OT TWMa nepcoHa)ka Monster, aTaka MOHCTPa MOXeT bbiTb pyKonalHOW
(6nn3Kan gMUcTaHUMA) AN Ke yaanéHHOM (CTpPeNKoBOe opyKue).

MepcoHaxk Monster byaeT aTakoBaTb MIPOKa Bcerga, Korga UrpoK HaxoAuTcA B ero
AttackRangeSphere (cdepa pacctoaHua ataku). Ecnm Urpok 3a npegenamm pacctonaHus
aTakuM moHcTpa (AttackRangeSphere), HO B npeaenax nons 3peHUs MOHCTpPa (o6bekT
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SightSphere), To MoHCTp NONAET Ha cHAUKEHME C UTPOKOM, NMOKA UIPOK HE OKAXKEeTCA B
AttackRangeSphere moHcTpa.

PykonamHast araka

CnoBapHoe onpeaeneHne cnosa melee — pykonalwHbiii, cbnBaeT ¢ TONIKy Maccy HapoAa.
PykonawHan aTaka (melee attack) BbinonHAeTca Ha 61M3Kom paccToAaHuu. MNpeacTasbTe
rPynny 3epasuH208 CPaXKaloLWMXCA € TPynnow ysnempanuckos (ecnn Bbl urpaete B
StarCraft, TO Bbl 3HaeTe, YTO U 3epasuH2U W Yy/1bmpasaucKu BeAyT PyKONaLIHbIe CXBATKM).
PykonawHble aTakm o06blMHO BegyTcA Ha O6AM3KOM  PacCTOAHWM, HA PACCTOAHWUM
BbITAHYTOM pPYKWU. YTODObI OCYLLECTBUTH PYKONALIHYIO aTaKy, BamM HYXHA aHMMaLmA
PYKOMALIHOM aTaKW, KOTOpaa BKAKOYAETCA, KOrAa MOHCTP HAYMHAET CBOK PYKOMALUHYO
ataky. [nAa 3TOro, BamM HaZo OTpeAakTMpoBaTb 6aynpuHT aHumauum B Persona, UE4
pefaKTope aHMMmaumu.

CosBert

Cepwuun Persona 3aka lMapuwia, 3TO BENMKOJIENHOE MECTO, C KOTOPOro MOXHO HayaTb,
nepea Tem Kak NpPorpammmnpoBaTb aHUMaLUMn B 61ynNpuUHTaXx:
https://www.youtube.com/watch?

v=AqYmC2wn7Cg&list=PL6VDVOga mdNW6JEU9UAS s400CD_ubyp&index=8.A
celyac Mbl MPOCTO CAPOrpaMMMpyeM PYKOMALLHYH aTaky, a 3atem no3abotumca o
MmoaudUKaunm aHmmaumnm B 6aynpuHTax.

OnpenesieHue opykus s 0JMKHEro 005

ByayT Tpu Yactu, onpeaensiowmMe Halle OpYyXKME ANA PYKOMNaLlHOM CXBaTKKU, TO eCTb AN
6ankHero 60s. Mepsas yacTb 3T0 C++ KOA, KOTOPbIA npeAacTasnseT 31o. Bropas aTo
MoAe b, a TPETbA YacTb OyAeT CBA3bIBATb KOA U MOAENb, UCNoNb3ya 6aynpuHT UE4.

Iumem Ko AJ51 OPYyKHSl NJIs OJIMKHEro 0051

Mbl onpegenum HoBbIM Knacc, AMeleeWeapon (npoucxoaawmin ot AActor), 4Tobbl
NpeacTaBUTb OpPYyXKME KOTopoe AepKutcAa B pyke. 1 nobasnio napy pesakTMpyembix B
61ynpuHT cBoKCTB B Kiacc AMeleeWeapon, u 3ToT Knacc bygeT BbIrnAgeTb CAeayowmm
obpasom:

class AMonster;

UCLASS()
class GOLDENEGG_API AMeleeWeapon : public AActor

{
GENERATED_UCLASS_BODY()

// O6bEM ypOHa OT aTaKu ero opyxmem

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MeleeWeapon)
float AttackDamage;
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// CnUCOK TOro, YTO OpYyXue yxe yaapuso 3TUM B3Maxom
/Il Ybexpgaemcs, 4To BCE Yepes 4YTo NpoxoauT Med, nony4vaeT yaap O4MH pas
TArray<AActor*> ThingsHit;

// npepoTBpaLLaem ypoH, B kKagpax
/l roe He ObINo B3Maxa meva
bool Swinging;

/I "MepecTaHb 6uTb cebsa™ — ncnonbdyeTtcs, YTOObl NPOBEPUTL €CNN
/I akTOp Aepxalmi opyxume 6bET cam ceba
AMonster *WeaponHolder;

/I orpaHnumBatowmin 6ok, onpeaensaowmin, korga 6LET opyxne
UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category =
MeleeWeapon)

UBoxComponent* ProxBox;

UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category =
MeleeWeapon)
UStaticMeshComponent* Mesh;

UFUNCTION(BIlueprintNativeEvent, Category = Collision)

void Prox( AActor* OtherActor, UPrimitiveComponent* OtherComp, int32
OtherBodylndex, bool bFromSweep, const FHitResult & SweepResult );
void Swing();

void Rest();

%

ObpaTute BHMMAHME, KaK A MCNOJIb30Baa OrpaHUYMBatOWMIA 610K (TaKkkKe M3BECTHbIN
Kak orpaHuumBatoWmMin napannenenunesn) ana ProxBox, a He orpaHuumnBatoLLyto coepy.
3TO NoTOMy 4YTO Meuu K Tonopbl byayT nyywe obpabaTtbiBaTbcA nocpeacTsom 610KOB
Hexenn codep. Ectb aBe PyHKUMM-YneHbl, Rest() u Swing(), KoTopble pAatT
MeleeWeapon 3HaTb, B KaKOM COCTOAHWM HAXOAWUTCA AKTOP (CTOUT CMNOKOWMHO WM
nenaet B3maxu). Ectb Takxe cBoictBo TArray<AActor*> ThingsHit B atom Knacce,
KOTOpoe OTC/AEeKMBAET Yyaapbl aKkTopa, MpW  KaxXaom B3maxe opyxuem. Mol
NPorpaMmmmnpyem 3To TaK, YTO OpPYKME MOXKET HAHOCUTb TO/IbKO OAMH yaap Npu O4HOM
B3Maxe.

®ann AMeleeWeapon.cpp byaeT cogepkaTb TONIbKO 6a30BbIi KOHCTPYKTOP U KaKOM-TO
NpocToi Koa, 4Tobbl NOoCbINaTh NoBpexaeHUA apyromy aktopy — OtherActor, Korga Haw
Mey BbET ero. ®an MeleeWeapon.cpp coaepKUT CAeayroLniA KOA:

AMeleeWeapon::AMeleeWeapon(const class FODbjectlinitializer& PCIP) :
Super(PCIP)

{
AttackDamage = 1,

Swinging = false;
WeaponHolder = NULL;

Mesh = PCIP.CreateDefaultSubobject<UStaticMeshComponent>(this, TEXT("Mesh"));
RootComponent = Mesh;

ProxBox = PCIP.CreateDefaultSubobject<UBoxComponent>(this, TEXT("ProxBox"));
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ProxBox->OnComponentBeginOverlap.AddDynamic( this, &AMeleeWeapon::Prox );
ProxBox->AttachTo( RootComponent );

}

void AMeleeWeapon::Prox_Implementation( AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodylndex, bool bFromSweep,
const FHitResult & SweepResult )

{

// He BbEM HE KOPHEBbLIE KOMMOHEHTbI
if( OtherComp != OtherActor->GetRootComponent() )
{

return;

}

I/ n3beraem HaHeceHne yoapoB KOrga HeT 3amMaxoB MEYEM,

I/ n3beraem HaHeceHne ygaopos no cebe, n

I/ n3beraem HaHeceHune ygapoB no ogHomMy OtherActor aBaxabl

if( Swinging && OtherActor != WeaponHolder && ThingsHit.Contains(OtherActor) )

OtherActor->TakeDamage( AttackDamage + WeaponHolder- >BaseAttackDamage,
FDamageEvent(), NULL, this);
ThingsHit.Add( OtherActor );

}
}
void AMeleeWeapon::Swing()
{

ThingsHit.Empty(); // onycTtowwaem cnmcok
Swinging = true;

}
void AMeleeWeapon::Rest()

{
ThingsHit.Empty();
Swinging = false;

}

CkaunBaeM Meu

YT06bl 3aKOHYUTb 3TO YMPa’KHEHWE, HAM HY)KEeH Med, KOTOPbI MOMKHO NOMECTUTb B
PYKy Mmogenu. f pobaBun med B MPOEKT, KOTopbl HasbiBaeTca Kilic ¢
http://tf3dm.com/3d-model/sword-95782.html ot KaaHa lonbxaHa. BoT cnucok apyrux
MECT, rAe Bbl MOXKeTe B3ATb 6ecniaTHble MoAe/N:

http://www.turbosquid.com/
http://tf3dm.com/
http://archive3d.net/
http://www.3dtotal.com/

IHoacka3zka
CexkpeTHbIii coBeT

CHauana Ha TurboSquid.com 6yaet BbirnaaeTtb Tak, byato HeT becnnaTHbIX moaenei. Ha
caMoM Jienie ecTb cekpeT. B nouncke Bbl voxkete LeHy 0$-0$, uto asnsetca 6ecnnaTHo.
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$ Tureosoun  EETEEE $ Tureosou TR

“ sword 3d models ‘ ) N7 sword 3d models

lMouck 6ecnaamHeix meyvel 8 TurboSquid

MHe HY}XHO HEMHOTO OTPeAaKTUPOBaTb CeTKy meya Kilic, uTobbl NONPaBUTb Havya/bHble
pasmep 1 NoBOpPOT. Bbl MoXKeTe uMmnopTupoBaTh Ntobyto ceTky B dpopmat Filmbox (FBX)
Bawewn urpe. Mogenb meuya Kilic ectb B nakete npumepa Koaa ansa Mnaebl 11. MoHcmpel.

Y1066 MMNOPTMPOBATL Bal MeY B pegaktop UE4 WENKHUTE NpaBOi KHOMKOM MbILWK MO
Nobon nanke, B KOTOPYH Bbl XOoTUTe A06aBUTb moaenb. Mepenante B New Asset |
Import to | Game | Models..., n ns obospesaTtena ¢annos, KOTOPbIN MNOABUTCA,
BblbepuTe HOBbLIA acceT, KOTopbih Bbl xoTute pAobasutb. Ecnm nankm Models He
CYLLECTBYET, Bbl MOXeTe cO34aTb €€, NPOCTO HaKaB NPaBOM KHOMKOM MbIWKN B Aepese
o630pa cneBa u BbibpaTb New Folder B naHenu cnea oT Bknaaku Content Browser. f
Bblibpan accer kilic.fbx Ha cBoém pabouem cTone.

== Content Browser 4 Class Viewer

M New - Alimport

S = Game » Models »

PRl Search Folders D FNCEER Al Cearch Models

" mm Engine
4@ Game
> W AnimStarterPack
= Blueprints
| Character
> i DemoRoom anopmupoeaHue 8 saw

npoekm

> #m ExampleContent
W Images
| Maps

D @ MivamoAnimPack

=
m Sounds 0 New Folder
> im StarterContent
mm Paper2D
mm CharacterAl

Show In Explorer
Rename

Set Color
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Co3naém OJIyNIPUHT ISl BALLIEr0 OPYKU S

B pepakTtope UE4, co3pmante 6AynpuHT He OCHOBaHHbIN a AMeleeWeapon n Ha3oBuTe
ero BP_MeleeSword. KoHdurypupyiite BP_MeleeSword, 4tobbl ncnonb3oBaTtb sie3Bue
openn kilic (wnv nessue nwboir mopenn BblIOpaHHOM BaMM), KaK MNOKa3aHO Ha

cnefyoLLeM CKpUHLWoOTE:

1.1 ] BF_MelreeSwm an

File Edit Assat View Debug Window Help

HE e & B

a

Compile  Save FindinCB Blueprint Props = Simulation
2’ SOmponers
# Add Component ~

Ee-
4 Shape

v

4 Physics
Simudate Physics .

Locked Axis Detault -

v
4 Collision
Simulation Generale .
Genetate Overlap By

[ Collision Presals OverlapAliDynamicw

-

Melee Weapon h B

5’ Defaults » ,.sfs.COmponents ) "% ™ Graph
-

Knacc ProxBox byaeT onpenenatb, 66110 M YTO-HUOYAb YAapPEeHO OPYXKMEM, TaK YTO Mbl
Mmoguduumpyem knacc ProxBox TaK, 4ToObl OH OXBaTblBa/l 1€3BME Meya, KaK NMOKasaHo

Ha chegyrouem CKPpUHLWIOTE:
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Takke nog naHenbto Collision Presets, BaxHo Bbi6paTh onumto NoCollision ana cetkm
(He BlockAll). 9To n3o06paxeHo Ha c/ieAyoLLEM CKPUHLLOTE:

u M EP_MeleeSword

File Edit Asset View Debug Window Help

’9 4 v E /@ d 1‘ .m Defaults

Compile Save FindinCB Blueprint Props = Simulation
Z" Components

# Add Component ~

e Class

HIoXsox

3. Details

Ho-
4 Collision
Simulation Generates | .
Generate Overlap Even
[ Collision Presets

Can Character Step Up
> A

4 Rendering
Materials
Visible

Hidden in Game

visibleWall

S Ltghting 'L.L‘r‘iJIILI'-.|',u'A,

P Lightmass Settings

Cast Shadow

Echn Bbl Bblbepute BlockAll, To wurpoBoit ABUXKOK OyaeT aBTOMaTMYECKM pelaTb
B3aMMOMNPOHUKHOBEHMA MEXKAY MEYEM M NEepPCOHaXKeM, OTTa/IKMBas TO Yero KOCHyACA
MmeY npu nobom B3maxe. B pesynbTaTe Ball nepcoHaxk byaet noanetatb npu Arobom
B3Maxe meva.
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CokeTnl

Coket B UE4, 3TO BMeCTM/IMLLE MM MOXKHO CKa3aTb FHE340 B CKeNeTHOW ceTKe ansA
ApYyroro akTopa. Bbl moxXKeTe pacnonaraTb COKeT rae yrogHo Ha Tesie CKeNIeTHOM CeTKM.
MNocne TOro, Kak Bbl KOPPEKTHO PACMONOXKUTE COKET, Bbl MOXKETe NPUKPENNATb 4PYromn
aKTOp K 3TOMY COKeTy B Koae UEA4.

Hanpumep, ecam mbl XOTUM NMOMECTUTb MeY B PYKY Hallero MOHCTPa, TO HamM MpPOCTO
HYXXHO CO34aTb COKET B pyKe Halero MoHctpa. Mbl moxKem A06aBUTb LUIEM UTPOKY,
CO3/aB COKET He ero ronose.

Co31aéM COKeT CKeJIETHOM CeTKH B PyKe MOHCTPA

YT06bl N06ABUTb COKET K PYyKe MOHCTPA, HaM HY)XHO OTPEeAaKTUPOBATb CKENETHYIO
CETKY, WCMO/Ib3yeMyl0 MOHCTPOM. WM MOCKO/MIbKY ANA MOHCTPa Mbl  UCMONb3yeM
CKeneTHyto ceTky Mixamo_Adam, Ham Hy»KHO OTKpPbITb M OTPEAAKTUPOBATL 3Ty CETKY.

[Ona 3Toro, ABOMHOM WeENYoK no ckenetHon cetke Mixamo_Adam Bo Bknaake Content
Browser (oHa nosBuTcA B T-no3e), YTo6bl OTKPLITb PEAAKTOP CKeNeTHOM ceTku. Ecam Bbl
He BuauTe Mixamo_Adam B Bawei Bknagke Content Browser, To ybeauTtech, YTo Bbl
nmnopTtnposanu ¢pan Mixamo Animation Pack B Baww npoekt n3 Unreal Launcher.

Game » MixamoAnimPack » Mixamo_Adam

Filters «

" mm Engine
“ @ Game RS

Nedos e
Aasat

> @ AnimStarterPack
i Blueprints
@l Character
> W DemoRoom
> M ExampleContent
im Images
#m Maps
4 @ MixamoAnimPack
4 &% Mixamo_Adam
B Anims
B Materials
- ;

Pedakmupyem Maximo_Adam 080UHbIM KAUKOM o 06bekmy cKkesnemHoli cemku
Maximo-Adam

LLénkHnTe no Skeleton B BepxHem npaBom yray skpaHa. [lpoKpyTuTe BHU3 [epeBO
KocTen B naHenu cnesa, Ao RightHand. Mbl npukpenum cokeT K aTon Koctu. LLénKkHuTe
npaBoi KHoMKoM Mblwmn no Koctu RightHand n Bbibepute Add Socket (gob6asutb
pa3bEM), KaK NOKa3aHOo Ha c/ieayowemM CKpUHLWoTe:
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1'[ ‘.ﬁlxamo_/\,dam_skelémn‘
File Edit Asset Window Help

- /@ [ ¢ i Skeleton *

: > : 4 e Mixamo_Adam | = i
Save  FindinCB  Set Praview Anim Notifies  Retarget Manager [Import Mash D

Skeletan Tree

Search Skeléton Tree

All Bones v || Active Socketsw

EEEn O EE
Previewing None

Ly )

Name Translation Ret

4RightShoulder Trianglas: 1492

aRightArm Yarticas: L

: U Shznnzl
4RightForeArm

RightHand
PLITGERTIS
PLT L GELT]
PLTL Han
RightH:z

Bbl moxeTe ocTtaBuTb MmA no ymondaHuio (RightHandSocket) nnu HasBaTb no ceoemy
ec/n xoTuTe:

4RightArm Animation
4RightForeArm Animation w

4RightHand Animation ~
. RightHandSocket

[Janee Ham HYXHO A06aBUTb MeY B PYKY UTPOKa.
IIpuxkpemisieM Me4 K MOJeJIH

OTKpbIB cKkeneTHyto ceTky Adam, Hanamute onuuto RightHandSocket B aepese o63opa.
Tak Kak Agam byaeT B3maxmBaTb CBOEN NPABOM PYKOWM, BaM HYXXHO 3aKPeNUTb MeY B ero
npaBou pyke. MepeTawmTe Bawy mogenb meda B onuuto RightHandSocket. Bol yBuauTe,
4yTo AJaM AEePKUT MeY B M306parkeHn MoLenm CnpaBa Ha CneayoLeM CKPUHLLOTE:
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«LeftHandPinky3
LeftHandPinkyd
—
'New - ﬂ Import = «RightShoulder
4RightArm
4 RightFore Arm
4RightHand

= Contert Browssr AR Class Viey

4 = Game » Models »

“ s RightHandSock et
Game | kifie2 [Preview Cnly

0 @W AnimStarterPack : 4 RightHandPinky 1
fn Blueprints 4Right HandPinky2
= Character !

«RightHandPinky 3

moHoom
C RightH and™inky4

4 RightHandRing 1
4 RightHandRing2
«RightHandRing3

RightHandRing4
«RightHandMiddle1
4RightHandMaddle 2
4 RightHandMiddle3

Tenepb, wénkHute no RightHandSocket n ysBennubTe ana pykun Agama. Ham HyKHO
OTPEerynMpoBaTb PacnonoXKeHne CokeTa B NpeanpocMoTpe TaK, YTobbl Mey noaxoaun B
Hero Kak cnegyet. MoaBWUHbTE W NOBEPHUTE Me4, YTOObI NOMECTUTb €ro B pYyKe
KOPPEKTHO.

Pacrionazaem cokem 6 npaeoli pyke makK, Ymobbl MeyY Aexcan Kak cnedyem

CosBer
Coger ot real-world

Ecnn y Bac HECKO/IbKO Moenei meya, KoTopble Bbl XOTUTE MEHATb NOCTOAHHO B O4HOM
M Tom e cokete npasoit pyku RightHandSocket, Torga Bam 6yaet HyXHO Xxopowwo
ybeantbca B eanMHoobpasum (OTCYTCTBMM OTKIOHEHUIM OT HOPMbI), MeXAy PasHbIMU
Meyamu, NpeaHa3Ha4YeHHbIMKU A1 04HOrO COKeTa.

Bbl moXeTe npeasapuUTeNbHO MNPOCMATPMBATb CBOK aHMMaLUMIO C MEYOM B pyKe,
nepeian Bo BKNagKy Animation, B npaBom BepXHEM Yr/y 3KpaHa.
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Skeleton * Animation

Mesh *
(vixamo_dm TSRl imo_Adam LYl Mamo_Adam |1
3 Details

) ] © -
LOD; U 4 Skeletal Mesh Socket
Current Screen Sizet _ S Name RightHandSocket
4985 o\ : Biine Name
CEEIS (AT CEC)

== Accet Browser

Search Assets DK}
- A

Tvne NumFrames AdditiveAnin Retara, 1

Boopyxcaem modesnb MeYém

Tem He MeHee, ecin Bbl 3arpyrkaeTe cBOK uUrpy, y Agdama He byaet meya B pyKe. IT0
notomy, 4Tto pobaBneHMe me4va K CcokeTy [lepcoHara, WAET TONAbKO B ULeNsax
npeasapuTenbHOro NPOCMOTPA.

Koa nyist ocHaleHus1 MITPOKAa Me4éM

YT06bl OCHACTUTL UTPOKA MEYEM Yepes KoA U NPMBA3aTb MeY K AeNCTBYIOLWEMY NLY Ha
NOCTOAHHOM OCHOBE, NMPUCBOMTE AMeleeWeapon 3K3emMnAAp W MNPUKPENUTE ero Ha
RightHandSocket nocne TOro Kak ak3emnaAap MOHCTPA UHUUMaNMU3MpoBaH. Mbl aenaem
3T0 B PostlnitializeComponents(), Tak KakK B 3TON (YHKUMM OOBEKT CAMAHUA Obin yKe
NONHOCTbHO MHULMANN3UPOBAH.

B danne Monster.h, nobaBbTe meTtoa, 4Tobbl BbibpaTh MMA Knacca Blueprint (UClass)
ONA OpY)XMA pyKonawHoro 60Aa. Takke ao06aBbTe KPHOK ANA NEepemMeHHOM, 4ToObl
Cco6CTBEHHO XpaHUTb aKk3emnnap MeleeWeapon, ucnonb3ya cnegyowmi Koa,:

/Il Knacc MeleeWeapon, KOTOpPbIA NCNONb3YET MOHCTP

// ECnun OH He yCTaHOBIEH, TO MOHCTP UCMOSb3yeT MPOCTO PYKONALLHYO aTaky
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
UClass* BPMeleeWeapon;

/Il Sk3emnnsap MeleeWeapon (ycTaHaBnMBaeTCs €Crnv NEPCOHaX UCMNOMnb3yeT
/I opyXve ans pykonawluHOW CXBaTKK)
AActor* MeleeWeapon;

Tenepsb, Bbibepute 6aynpuHT BP_MleeSword B Bawwem Knacce 6aynpuHTa MOHCTpa.
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B koge C++, BAM HY)XHO MHULMANM3MPOBaTb opyrKune. YTobbl caenaTb 3TO, HAM HYXHO
06baBUTb U ocyllecTBUTb dyHKUMIo PostlnitializeComponents ans knacca Monster. B
daiine Monster.h nobaBbTe 06BABNEHME NPOTOTUNA:

virtual void PostlinitializeComponents() override;

PostlnitializeComponents 3anyckaeTca nocne Toro, Kak 3aBepLlaeTca KOHCTPYKTOP
06BbEKTa N BCE KOMMNOHEHTbI 06beKTa MHULMANM3UPOBAHbI (BK/1HOYAs KOHCTPYKTOP
61ynpuHTa). Tak 3TO MAeanbHoe BpeMs, YTOObl NPOBEPUTb NPUKPENNEH NN BAYNPUHT
MeleeWeapon K MOHCTPY UK HET, M €CIN NPUKPENNEH, CAENATb 3K3EMNAAP 3TOro
opyxua. Cheaytowmnin kog gobasnsercs, YTobbl YCTAaHOBUTb IK3EMMNIAP OPYKUA B
ocyuwecteneHum Monster.cpp gna AMonster::PostlnitializeComponents():

void AMonster::PostlnitializeComponents()

{

Super::PostlnitializeComponents();

I/l co3pgaém ak3emnnap opyxud, ecnu 6nynpuHT 661N BoIOpaH

if( BPMeleeWeapon )

{
MeleeWeapon = GetWorld()->SpawnActor<AMeleeWeapon>( BPMeleeWeapon, FVector(),
FRotator() );

if( MeleeWeapon )

{

const USkeletalMeshSocket *socket = Mesh->GetSocketByName( "RightHandSocket" );
/l y6eantech, YTO NCNONb3yeTe BEPHOE

/I nmsa cokeTtal!

socket->AttachActor( MeleeWeapon, Mesh );

}
}
}

Tenepb MOHCTPbl NOABAAIOTCA C Me4Yém B pyke, ecnu BPMeleeWeaon BbibpaH ans
61yNpPUHTA MOHCTpA.

MoHcmpbi Oepxam opyxcue
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CpalbaTbiBaHHe AaHUMALIUU ATAKH

Mo ymonuyaHuio, HeT cBA3M Mexay Hawum C++ Knaccom Monster u cpabaTbiBaHUIO
aHMMauuMn aTaku. Apyrumn cnosamm, knacc MixamoAnimBP_Adam He umeeT cnocoba
3HaTb, KOT4a MOHCTP HaXOAUTCA B COCTOAHUM aTaKu.

Mosatomy, Ham HyXHO O0OHOBUTbL OAYNPUHT  aHMMauMKM  cKeneta Agama
(MixamoAnimBP_Adam), ytobbl BKAOYMTb 3anpoc B Knacc Monster, npoxoaawmin no
nepemeHHbIM U NPOBEpPAA, HAXOAUTCA 1M MOHCTP B COCTOAHUM aTaku. [1o 3TOro mMbl He
paboTanu c 6aynpuHTamm aHumaumm (1 Boobue B Lenom ¢ 6aynpuHTamm) B 3TOM KHUre,
HO cneaywTe War 3a Warom 1 Bbl yBUAUTE KaK BCE CKaAblBaeTcA.

OcHoBbI blueprint

BaynpuHt UE4, 3TO BM3yasbHasa peanu3auma Koga (He nytaTb C Tem, Korga ntoau
roBopAT, 4to Knacc C++ aTo metadopuyeckn blueprint — cxema, ak3emnaspa Knacca). B
6nynpuHTax UE4 BMeCTo camoro HanmcaHuA Koaa, Bbl NMEpPeTacKkMBAETe 3/1eMeHTbl B
rpapuk n coeanHaeTe mnx, YTobbl AOCTUYDL Kenaemon urpbl. CoegnHAN HyXKHble Y3/bl C
HY>KHbIMW 31€MEHTAaMM, Bbl MOXKETe NPOrPaMMMPOBATb BCE, UTO XOTUTE B CBOEM UTpe.

IToackaska

3Ta KHUra He BAOXHOBAAET BAC Ha UCNO/b30BaHME BAYNPUHTOB, TaK KaK BMECTO 3TOro,
Mbl CTapaemcA BAOXHOBWUTb BAaC Ha HanucaHue Bawero cobcTBeHHOro Koga. Tem He
MeHee aHMMauMn Hamnydwmm obpasom paboTtatoT ¢ 6aynpuHTamMm, NOTOMY YTO 3TO TO,
YTO BYAET 3HATb U XYA0XKHUK U pa3paboTumk.

[JaBanTe HayHEM nuMcaTb MNPUMEPHbIN B6AYyNPUHT, 4TOObI MNOYYBCTBOBATb KaK OHU
paboTatoT. [Ans Havana WENKHMUTE NOo BKNAaAKe MeHY 61ynpuHT cBepxy M BbibepuTe Open
Level Blueprint, Kak NOKa3aHO Ha cneayloLEeM CKPUHLLOTE:

g ‘II‘ g «l\ ?
- ‘ﬁ - ‘ v ™ \'1‘1

Blueprints ~ Matinee Build Compile
vel i

® GameMode: Edit BP_GameModeGoldenEgg
GameMode: Not overridden!

M New Class Blueprint
M Open Class Blueprint...
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Onuwms Level Blueprint BbinONHAETCA aBTOMATUYECKM, KOrga Bbl HAaYMHAETe YPOBEHb.
Korga Bbl OTKpOETe OKHO, Bbl YBMAUTE MYyCTON peecTp ANA CO3[4aHMA B HEM UIPOBOro
CIOXKETa, KaK NoKa3aHo 34ech:

e OO = eyl Feprintd

e Edit  View Debug Window

Bewd @ > .

compile Search Blueprint Props

= My Bluesrint

Right-Click to Create New Nodes.

B show inherited variables

a= COny| e Sesuite

LLIENKHWMTE NpPaBOM KHOMKOM Mblwmn B Ntobom mecTe rpadmka. HauHmTe nevatatb begin u
B MOsBMBLIEMCA CMUCKe HaXmuTe onuuto Event Begin Play. Y6eautecb, uto ctout
rano4yka Ha Context Sensitive, Kak NOKa3aHO Ha cneAyOWEM CKPUHLLOTE:

All Actions for this Blueprint 3 Context Sensitive

4 Add Event
O Begin

Kak TonbKo Bbl HaxkMéTte onuuto Event Begin Play, cpa3y nosBUTCA KpacHbl 610K Ha
BalleMm 3KpaHe. Y Hero byaet oanH 6enbli KOHTAKT CcrnpaBa. ITO HAa3blBAETCA KOHTAKT
MCNonHeHun (execution pin), Kak NOKa3aHoO 34echb:
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! 2) Event Begin Play I

D

MepBoe, 0 YEM BaM HY)KHO 3HaTb B H6AYNPUHTaX aHMMaLMK, 3TO NyTb 6eN0ro KOHTaKTa
BbiNoNHeHUs (6enaa nuHuA). Ecnn Bbl BUAENU rpadMKM BAYNPUHT paHblle, TO Bbl
[OJI)KHO ObITb 3aMeTUAN, YTo 6enas NNHUA NPOXoAUT No rpaduKy, Kak NMoKasaHo Ha
cneayowem CKPUHLLOTE:

Benbii NyTb KOHTAKTa BbIMOJIHEHMA OYEHb CXOX CO CTPOKAaMMU KoAa BbICTPOEHHbIMU B
JIMHUIO U 3anyCKaeMbiMW O4Ha 3a Apyroi. benas nnMHUA onpenenseT, Kakow ysen byaer
BbINO/MIHEH U B KAKOM nopsake. Ecnm ysen He nmeeT NpUKpensEHHOro 6e/10ro KoOHTakKTa
BbINO/IHEHWSA, TO 3TOT Y3€N He byAeT BbINOIHATLCA BoobLe.

MoTawmte 6enblt KOHTAKT BbinonHeHMs n3 Event Begin Play. B ananoroBom okHe
Executable actions (BbinonHAemble paencTBuA) HavyHuTe nedvaTaTb draw debug box
(Hapucosatb 610K oTnaaku). Boibepute nepsoe, yto Tam nosasnsetca (f Draw Debug
Box), KaK NOKa3aHo 34echb:

€ Event Begin Play
D —
Executable actions Context Sensitive
draw debug box| X

4Rendering
4Debug

J Draw Debug Box
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3anonHUTe HeKoTopble AeTanu TOro, Kak Bbl XoTenn 6bl, utobbl Bbirnsaen 6aok. A
BblOpan cuHUI UuBeT ana 6a0Ka, ueHTp 610Ka (0, 0, 100), pasmep 610Ka (200, 200, 200)
n  npogonutenbHoctb  (Duration) 180 ceKyHa — (obs3aTenbHO — BBeAuTe
NPOAO/IKUTENIbHOCTb, KOTOpas A0CTaTo4YHa A4 TOro, Ytobbl yBMAETb pe3ynbTaT), Kak
NMOKa3aHO Ha C/leAyIoLLEM CKPUHLLOTE:

& Event Begin Play | | Draw Debug Box

_ Center
0.0][v 0.0][Z 1000

_ Extent
200.0 |[v 200.0]( 200.0

Line Color

Rotation
0.0](F 0.0][v 0.0

O Duration \1°_rl|

Tenepb HaxXmuTe KHoOMKy Play, 4tobbl peanmsoBaTb rpaduK. MOMHUTE, YTO BaM HYKHO
HAaWTW HAYaNo OTCYETA MMPOBOM CUCTEMbI KOOPAMHAT, YTODObI BUAETL BNOK OTNIaAKN.

YT06bI HAMTU Hayano KoopAaMHaT, nomecTuTe 3on0Toe Ahuo Ha (0, 0, (Kakoe-HMbYAb
3HaYeHMe z)), KaK NOKa3aHOo Ha CaeayoWeM CKPUHLIOTE:

BP_Pickup_GoldenEgg_2 =dit BP_Pickup_Gol
BP_Pickup_GoldenEgg_3 Edit BP_Pil |
BP_Pickup_GoldenEgg_4 dit BP_Pi
BP_RedMonster =dit BP_Re
BP_RedOpponent dit BP_Re
BP_RedOpponent_10 Edit BP_RedMor
BP_RedOpponent_11 dit BP_RedMor
BP_RedOpponent_12

BP_RedOpponent_13

BP_RedOpponent_14

BP_RedOpponent_15

BP_RedOpponent_16

< BP_RedOpponent_17 t BP_RedMonste

NESS

~
v

.

-

o <
PP ST S R R

]
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BoT Kak 610K byaeT BbIrnAAeTb B YPOBHE:

4
:

bs1ok omnadku 8vieedeH 8 Ha4ase KoopouHam

MoapuduuupyeM 0aynpuHT aHuManun 1 Mixamo Adam

YT06bl WHTErpUpPOBaTb HaWy aHUMAUMIO aTaKW, HAM HYXHO MoAnbMUMPOBATL
6nynpuHT. Mog Content Browser otkponte MixamoAnimBP_Adam.

MNepBoe, YTO Bbl 3aMeTUTE, 3TO TO, YTO rPaPUK MMEET ABE CEKLUU: BEPXHAS CEKUUA U
HUMKHAA cekumA. BepxHAasa cekuua oTmedveHa Kak “Basic Character movement...”, B 70
BpeMA KaK HWXHAA cekuma rosoput “Mixamo Example Character Animation...”.
bBa3oBoe ABuMKeHWe nepcoHaxka oTBevaeT 3a Xxoabby n ber mogenun. PaboTtatb B ceKumnm
Mixamo Example Character Animation with Attack and Jump, KoTopaa oTBeTCTBEHHA
33 aHMMauMio aTaku. Mbl byaem paboTtaTb O BTOPOM CeKuumM rpadmka, NoKa3aHHOM Ha
cnenyoLwem CKpUHLIOoTE:

Basic Character movement working with Template Character including stafing and jumping
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Korga Bbl Bnepsble OTKpbIBaeTe rpaduK, To CHavana 3To C yBeauMyeHWe macwTaba, B
pasgene cHu3y. Ytobbl NPOKpPyYMBaTh BBEPX, MPaBbIA LWEAYOK MbIWK U TalLMM BBEPX.
Bbl Tak»Ke moKeTe yMmeHbLIaTb MacliTab, MCNoNb3ya KONECUKO MbIlK, N1MbO0 yaepKunsas
Knasuwy Alt n NpaByo KHOMKY MbILLIW ABUras Mblllb BBEPX.

Mepen Tem KaK MpPOAO/IKWUTb, Bbl BEPOATHO 3axoTuTe AybamposaTb pecypc
MixamoAnimBP_Adam, 4To6bl He noBpeAuTb OPUTMHAN, B CAy4ae ec/in NOo3Xe Bam
NoHagobuTca BepHyTCA M YTO-1MB0 MCNpaBUTb. ITO NO3BO/IAET BaM JIEFKO BO3BPALLATbCA
M UCNpPaBAATb YTO-HMOYAb, ecnn Bbl OOHApYXUTE, YTO cAenann ownbKy B OA4HOM U3
Bawmnx moaudukauui, 6e3 HagobHOCTM NepeycTaHaBAMBATb CBENKYH KOMWUIO BCEro
nakeTa aHMMaLWKM B BaLl NPOEKT.

Duplicate

Rename

Delete

Replace References
Export...

Migrate...

Show In Explorer

Copy Reference

Reference Viewer...

(? View Documentation - Blueprint

Connect To Source Control

Lenaem dybaukam pecypca MixamoAnimBP_Adam, so uzbexcaHue nospexcoeHull
opu2uHaaa accema
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CosBer

Koraa accetbl gobasneHbl B npoekT M3 Unreal Launcher, genaetca Konus opurnHana
acceTa, Tak YTO ceryac Bbl MoXKeTe mogmndpunumpoaTb MixamoAnimBP_Adam B Bawem
NPOEeKTe N NO3XKe NoJy4aTb CBEXKYH0 KOMUI0 OPUTMHANA acceTa B MNPOeKTe.

Mbl cobupaemcs caenatb TONbKO Napy Bewei, YTobbl 3aCTaBuTb AZama MaxaTb MEYEM,
Korga oH atakyert. [laBanTte caenaem 3To No NOPsAKy.

1. Ypanaem y3en (node), KoTopbiii rosoput Attacking? (atakoBaTb?):

»+ Cast To MixamoCharacter_Master

& 2 Enable Attack

CastFailed D

As Mixamo Character Master C

Jump Button Down
Target Auacking?

2. MepeopraHmnsoBbiBaem Yy3abl cnegytowmm obpasom, y3en Enable Attack
(BKNOUYMTD aTaKy) BHU3Y:

/ Can Jump

3. [lanee mbl nopabotaem € MOHCTPOM, YTOObI AaHMMMPOBATbL €r0 AHUMALMIO.
MpoKpyTHTE rpadmMK HEMHOIO BBEPX U ULWMTE FTONYOYIO TOUKY OTMEYUYEHHYHO KaK
Return Value — Bo3BpaTHoe 3HaueHue, B Ananorosoe okHo Try Get Pawn Owner
(Mpobyem Monyuntb Bnagensua Mewkun). bpocbTe 3TO B CBOEM rpadumke U Koraa
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NoABUTCA BCNAbIBatolee MeHto, BbibepuTte Cast to Monster (Mpusectn MoHCTpY)
(ybegutecb, uto Context Sensitive oTmeuyeHO ranouykoi, umHadve onuma Cast to
Monster He nokaxetca). Onumsa Try Get Pawn Owner noyyaeT 3K3emnasap
MOHCTPa, KOTOpbIn obnagaeT aHMMauUMeln, KoTopasa B CBOK o4vepedb MNPOCTO
061BbeKT Knacca AMonster, Kak NOKa3aHO Ha CneAyroLWweM CKPUHLIOTE:

" f Try Get Pawn Owner

Target [self Return Value

Actions taking a(n) Pawn Reference [ Context Sensitive

4 Utilities
4 Casting
»» Cast To BP_RedMonster
»$ Cast To Mon

4. KNMKHUTE No 3HA4YKy + B OKHe Sequence ([locnenoBaTenbHOCTb) M NepeTaluTe
eweé oanH KOHTAKT BbINOJHEHUA M3 TPpynnbl Sequence B 3k3emnaap y3na Cast to
Monster, Kak NOKa3aHO Ha CAeaylowem CKPUHLWOTE. ITO rapaHTUpyeT, 4To
sksemnnsap Cast to Monster byaeT BbiNOAHEH.
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Mixamo Example Character, Animat

»» Cast To MixamoCharacter_Masler

5. Cnepgytowmn war ans Toro, 4Tobbl BbITAHYTb KOHTAKT M3 TepmnHana As Monster
y3na Cast to Monster 1 HaitTn ceoicTBo Is in Attack Range Of Player (HaxoguTcs
/I Ha PacCTOAHUM TaKM UTPOKa):

»» Cast To Monster

S —————— IO,
SET

Object Cast Failed
Enable Attack

As Monster

Actions taking a(n) Monster Reference B Context Sensitiy
4Collision
W5 in Attack

6. Bo3bmute 6enbii KOHTAKT BbiNonHeHUs B y3ne Cast to Monster cnesa u
nepetawute ero B y3en Is in Attack Range of Player cnpaBa. Yto obecneuut
nepenayvyy KoHtponsa onepauun Cast to Monster B y3en Is in Attack Range Of
Player:
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»+ Cast To Monster {71 1s in Attack Range Of Player

7. BbITAHWUTE KpacHbIN 1 6enbii KOHTaKTbl B y3en SET, Kak NOKa3aHo 34echb:

»» Cast To Monster ) | Isin Attack Range Of Player

Return Yalue

Object Cast Failed [

Enable Attack
As Monster

IToackaska

3KBUBA/IEHTHbIN NCEBAOKOA npeablaywero 6aynpuHTa (Cxembl), 3TO YTO MOXoXee Ha
3TO:

if( Monster.isInAttackRangeOfPlayer() )
{

}

Monster.Animation = The Attack Animation;

MpoTecTupynTe CBOKO aHMMaLMio. MOHCTP AO/KEH AenaTb B3Maxu TONbKO, Korga OH
Haxo4AWUTCA B ALOCATaeMOCTM K UTPOKY.

Koa nag B3MaxoB Me4éM

Mbl x0T A06aBUTb COObITUE M3BELWEHNA aHUMALUMKN, Korda Mmedyém maxHyau. CHavana
06baBMM U A06aBuUM C++ PYHKLUIO, KOTOPYIO MOMKHO Bbi3biBaTb M3 61ynpuHTa, B Ball
Knacc Monster:

// B Monster.h:
UFUNCTION( BlueprintCallable, Category = Collision )
void SwordSwung();

YtBepxaeHue BlueprintCallable o3HayaeT, 4To 3Ty GYHKUMIO BO3SMOXHO BbI3biBaTb W3
6nynpuHtoB. Apyrummn  cnosamun, SwordSwung() (MeuémMaxHynun) 6yapetr C++
bYHKUMEN, KOTOPYIO Mbl MOXKEM 3anycKaTb U3 y3/1a 61yNPUHTA, Kak NOKa3aHOo 34ecb:
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/I B Monster.cpp
void AMonster::SwordSwung()

if( MeleeWeapon )
{

MeleeWeapon->Swing();

}
}

Hdanee oTKkpoiTe aHumauymo Mixamo_Adam_Sword_Slash, gBaxkabl WENKHYB NO HEW B
Bawem Content Browser (3to gonxHo 6biTb B MixamoAnimPack/Mixamo_Adam/
Anims/Mixamo_Adam_Sword_Slash). OtoasuHbTe aHMMauuio A0 TOro MecTa, rae
AfamM HauMHaeT maxaTb CBOMM Me4dém. LLUENKHMTE NpPaBOM KHOMKOW MbIWW MO Noaoce
aHumauum un Bblbepute New Notify (HoBoe yBegomneHue) noa Add Notify..., Kak
MOKa3aHo 34echb:

Mixamo_Adam_Sword

4 Notifies

D{ PlayParticleEffect

4 Curves S R .
4 Add Notify State.. »  PlaySound
M Manage Notifies
End

ump
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HasoBuTte yBegomnenme SwordSwung:

Notify Name

Nma yBeaoMIeHMA O0MKHO NOSABUTLCA B Ballel BPEMEHHOW LWKane, cieaylowmm
obpasom:

4 Notifies

| Lswordswung | | _

CoxpaHuUTe aHMMaLMIO N 3aTeM CHOBa OTKpoMTe cBoto Bepcnio MixamoAnimBP_Adam.
Mop rpynnow y3nos SET co3panTe cneaytowmm rpadumk:

© AnimNotify_SwordSwung ' »+ Cast To Monster f Sword S;Nung

P > »

Object Cast Failed D

As Monster

Y3en AnimNotify_SwordSwung nossndetca, Korga Bbl LWENKaeTe MNPaBON KHOMKOM
Mbilun B rpaduke (c BKAoveHHbIM Context Sensitive) M HaumMHaeTe nevartaTtb
SwordSwung. ¥Y3en Cast To Monster cHoBa 3anuTaH oT y3n1a Try Get Pawn Owner, KaK B
ware 2 pasaena Moouguyupyem baynpuHm aHumayuu 018 Mixamo Adam. U HaKoHel,
Hawa C++ PpyHKUMA Bbi3biBaemMana U3 6aynpuHTa B Knacce AMonster.

Ecnun Bbl HAYHETE Urpy ceiyac, BalM MOHCTPbI ByAyT y)Ke BbIMONHATbL CBOKO aHMMALMIO
atakn. Korga orpaHMyMBalOWMn NpAMOYrobHUK Medya NPUAET B KOHTAKT C BaMMu, Bbl
yBMAMTE, YTO Balla nosoca HP ybbiBaeT noHemHory (BcnomHuTe, 4To nonoca HP 6bina
nobasneHa B KOHUe naBbl 8. [Jelicmsyrowue nuya u newkKu, B Ka4ecTse ynparKHeHus).
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MoHcmpsl amakyrom uz2poka

CHapHI[I)I HJIA JAJIbHAA aTaKka

ATaKka c pacctosiHMs 06blYHO BKAOYAET Kakoro-nmbo poaa cHapaabl. CHapaabl — 3TO
Hanpumep, Nyau, HO He ToAbKo. OHW MOryT TaKKe NpeacTaBNATb M3 cebsa aTaku
MarMyeckMmm paspsagamm MOJTHUM AN OTHEHHbIM Wapom. YTobbl cnporpammmnpoBaTthb
aTaky CHapa4amMu, Bam HYXKHO NOPOAUTb HOBbIM OOBEKT U NMPUMEHATb YPOH K UIPOKY,
TO/IbKO €C/IN CHapA4 AOCTUTaeT UrPOoKa.

Y106bI OCyuwecTBuTb 6a3oBble nynn B UE4, Ham cneayeT BbINONHUTb NMPOUCXOXKAEHUE
obbeKTa HOBOro TMna. A BbINOAHMA NpoucxoxaeHue Knacca ABullet ot kKnacca AActor,
KaK NOKa3aHo B cneayolem Koae:

UCLASS()
class GOLDENEGG_API ABullet : public AActor

{
GENERATED_UCLASS_BODY()

/I CKONbKO ypoOHa HAHOCUT Myn4.
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Properties)
float Damage;

/l Bugnmasa cetka — Meshans KOMMNoHeHTa, 4Tobbl Mbl MOMN

Il cTpensowmin o6bekT

UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = Collision)
UStaticMeshComponent* Mesh;
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/I cchepa, ¢ KOTOpPOW Bbl CTaNKMBaeTECh, YTOOLI HAHECTU YPOH

UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = Collision)
USphereComponent* ProxSphere;

UFUNCTION(BlueprintNativeEvent, Category = Collision)

void Prox( AActor* OtherActor, UPrimitiveComponent* OtherComp, int32 OtherBodylndex, bool
bFromSweep, const FHitResult & SweepResult );

%
Knacc ABullet umeeT napy Ba)KHbIX 3/1€MEHTOB:

e [lepemeHHan Tvna float ans ypoHa, KOTOPbI HAHOCUT NYAA NPU KOHTaKTe

e [lepemeHHaa Mesh ana tena nyaum

e [lepemeHHas ProxSphere, utTobbl onpeaenaTb, Korga nysa nonana BO YTO-TO
o  ®DyHKUMA oA 3anyCKa, Koraa Prox 3ameyeH pagom ¢ o6bekTom

KoHcTpyKkTOp ANns Knacca ABullet gonkeH nmeTb MHUUMANMU3aUMIO nepemeHHolr Mesh n
nepemeHHoi ProxSphere. B KOHCTpyKTOpe Mbl ycTaHaBauBaem, 4To RootComponent
b6ynet nepemeHHas Mesh, a 3atem gobasmm nepemeHHyto ProxSphere K nepemeHHOM
Mesh. NepemeHHan ProxSphere 6yaeT ncnonb3oBaTbCcA 41A NPOBEPKM CTO/IKHOBEHMUSA, a
NpoBepKa CTONKHOBEHUA ANA nepemeHHor Mesh gonxHa ObiTb BbIKAOYEHA, KakK
MOKa3aHo B c/leaytoLLEeM Koje:

ABullet::ABullet(const class FODbjectlnitializer& PCIP) : Super(PCIP)

{
Mesh = PCIP.CreateDefaultSubobject<UStaticMeshComponent>(this, TEXT("Mesh"));
RootComponent = Mesh;
ProxSphere = PCIP.CreateDefaultSubobject<USphereComponent>(this, TEXT("ProxSphere"));
ProxSphere->AttachTo( RootComponent );
ProxSphere->OnComponentBeginOverlap.AddDynamic( this, &ABullet::Prox );
Damage = 1;

}

B KOHCTpPYKTOpE Mbl NPUCBOUAN HayanbHOE 3HaYeHue 1, nepemeHHol Damage (ypoH).
Ho ero moHo n3meHsTb B peaaktope UE4, KaK TONIbKO Mbl CO343aMM 6AyNPUHT Knacca
ABullet. Nanee ¢yHKumna ABullet::Prox_Implementation() aonxHa paboTtaTb C ypoHOM
aKTopa, MO/yYyMBLUEro YyAap, €C/M Mbl CTaflKMBaeMcA C ApYyrMM  aKTOpPOM OT
RootComponent, ncnonb3ya cneayowmn Koa:

void ABullet::Prox_Implementation( AActor* OtherActor, UPrimitiveComponent* OtherComp, int32
OtherBodylndex, bool bFromSweep, const FHitResult &SweepResult )

{
if( OtherComp != OtherActor->GetRootComponent() )
{
// He cTankuBaemcs HY C YeM OpyruM
I/l xpome akTopa root component
return;
}
OtherActor->TakeDamage( Damage, FDamageEvent(), NULL, this );
Destroy();
}
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Du3uKa Imyjamn

Y106blI 3aCTaBMTb My/aO0 NIETETb MO YPOBHIO, Bbl MOXETE WUCMNO/b30BaTb GU3NYECKUI
nsuxok UE4.

Co3pavite 6AYNPUMHT OCHOBaHHbIM Ha Knacce ABullet. A Bbibpan Shape_Sphere
(bopma_coepbl) ana cetkn. Y CeTKM Nyan He AO0MKHO ObiTb PU3MKU CTONKHOBEHMUS,
BMECTO 3TOro y Hac byaeT ¢pU3nKa CTONKHOBEHMA Ha OrpaHuumnBaioLLel chepe nyau.

KOH(I)MI'prpVEM nynto AnAa KavyecrBeHHOro noeeaeHuUA, 4To HEMHOIO 3amMbIC/10BaTO.
BbinonHAem 3TO B cie4yrOWMX Warax:

1. Boibepute [ROOT] ProxSphere Bo BKnagke Components. [lepemeHHasn
ProxSphere ponkHa ObiTb KOPHEBbIM KOMMOHEHTOM W A0NXKHA OblTb BBEpPXY
nepapxmu.

2. Bo Bknagke Details ctaBum ranoyky m Ha Simulate Physics 1 Ha Simulation

Generates Hit Events.

B Bbinaaatowem cnucke Collision Presets Bbibepute Custom....

4. OtmetbTe aAdvenkn Collision Responses Kak nokasaHo; oTmeTbTe Block ana
6onbwnHcTtea TMnos (WorldStatic, WorldDynamic 1 Tak ganee) n otmetbre
Overlap TonbKo ans Pawn:

w

A [T
Tl Idit Asmet Vien

PR

7> Cormhe
« Add Component ~

q
®

R
o 6

e
EEECER B8
Mosoeoao

*
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Fanoyka Ha Simulate Physics paér cBonctBy ProxSphere onbIT rpaButauum wu
MMMYNbCHbIX CUA BANAOLWMX HA Hero. Mmnynbc 3To mepa BO34ENCTBUA CU/bI Ha TENO 33
AAHHDBIN NPOMEXYTOK BpPeMeHM, KOTOpYy Mbl Byaem Mcnonb3oBaTb ANA yNpaBaeHMA
BbiCTpenom nyan. Ecnm Bbl He noctaBuTe ranoyky Ha Simulation Generate Hit Events, 1o
nyna npocto ynagér Ha 3emnto. A BlockAll Collision Preset He faét nyne nponetatb
HaCKBO3b NP NONagaHUM BO YTO-HUOYAp.

Echn Bbl cenyac nepetawmte napy 3tux obbektoB BP_Bullet n3 Bknagkm Content
Browser npamo B M1p, TO OHM NOKa ByayT NpPoCTo NaaaTtb Ha 3eMt0. Bbl MoXKeTe NHyTb
MX, Korga OHM Ha 3emne. CneayloWwMii CKPUHLIOT  AEMOHCTPUPYET  LWapbl
npeacTaBAAoWMe Nyn Ha 3eMie:

4 4

N oaHaKo, Mbl He XOTMM, 4YTObbl HalWKX NOAU Nafdann Ha 3eMato. Mbl XOTUM, YTOBbI OHU
netenu npwu Bbictpene. Tak YTo AaBaliTe NOMECTUM HalKn Nyau B Knacc Monster.

o0aBjienue nyJjab B kiaacc Monster

[o6aBbTe 371emeHT B Knacc Monster, KOTOpbIA NOAy4YaeT CCbIAKY 3K3emMnaapa
6aynpuHTa. BoT gnA yero Hy)KeH ob6bekTHbIM TMn UClass. Takxe gobaBbTe CBOMCTBO
float KoHdUrypmpyemoro 6aynpuHTa, 4TObbI pPErynMpoBatb CUAY C KOTOPOM
BbICTPENIMBAETCA NYNA, KaK MOKA3aHO B C/ieAyoLleM Koae:

/[l BnynpuHT knacca nynu, KOTopbi NCNOSTb3YEeT MOHCTP

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
UClass* BPBullet;

/I Tara no3agu 3anycka nynu

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = MonsterProperties)
float BulletLaunchimpulse;
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Komnunupyinte n 3anyctute C++ NpOEKT M OTKponTe Baw 6aynpuHT BP_Monster.
Tenepb Bbl MoOeTe BblbpaTb Knacc 6aynpuHTa ana BPBullet, Kak nokasaHo Ha
cnepyowem CKpUHLWoTe:

Attack Damage

Attack Timeout

BPBullet ¢ O+ x-

Korga Bbl BbibepuTe KnaccoBbid TN 6AynpuHTa, 4Tobbl €CO34aTb 3K3EMNAAP, KOraa
MOHCTpP CTpenseT, TO BaM HYy)KHO byaeT cnporpammmnpoBaTb, YTOBbI MOHCTP CTpensan,
Korga UrpoK HaxoA4MAcA B ero 40CAraeMocCTH.

OTKyaa cTpensetT MOHCTP? Boobuie To OH AO/KeH CTpenAaTb U3 KocTu. Ecnm Bbl He
3HAaKOMbl C TEPMWHONOIMEN, KOCTM 3TO MPOCTO COOTBETCTBYHOLLME TOYKM HA ceTKe
mogenn. CeTka Moaenu Kak npaBuao BbiNosIHEHA U3 MHOrmx “kocten”. YTobbl yBuaeTb
KOCTU, OTKponTe ceTKy Mixamo_Adam agaxap! WENKHYB NO acceTy BO BKAaake Content
Browser, Kak OKa3aHO Ha cieayowem CKpUHLOoTE:

U

Mixamo Adam_SKeleton

Skeleton Mes

xamo pdam [

[+ )+ Perspective | (g Lt showf LOD Auto

LoD O

Currznt

Trianglzs: 1:

Yarticas) 1117

UY Chianngls: 2

Approg Size: 38165277

HeadTop_End
4LeftShoulder
4LeftArm

sLeftForeArm
LeftHand

4 LeftHandThumm

4left Hand'rhum

4 LeftHandﬂm

LeftHand'm
4LeftHandindex

4 LeﬂHnndlndm

p LehHandlnm
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MNepengnTte Bo BKAaAKy Skeleton v Bbl yBUAMTE KOCTU MOHCTPaA B CNMCKe AepeBa 0b30pa
cnesa. Mbl XOTUM BbiBpaTb KOCTb M3 KOTOPOM ByayT BblneTaTb nyau. A 3a4ecb Bbibpan
LeftHand.

IToackaska

XY OKHUK KaK NpaBuiIo BBEAET AOMNONHUTENbHYIO KOCTb B CETKY MOAENN, ANA BbiNycKa
Ny/ab, KOTOPas KaK NpaBunao byaeT Ha KOHLEe CTBOJ1a OPYKUS.

PaboTas M3 6a30BOM CETKM MOAENN, Mbl MOXEM MOJIYy4UTb MECTOMOJIOKEHME KOCTEN
Mesh, 1 B KoAe 3aCTaBUTb MOHCTPA BbINyCcKaTb aK3emnasapbl Bullet n3 koctw.

FfotoBble ¢yHKUMM MOHCTpa Tick n Attack moryT 6bITb NONy4YeHbl NPU NCNOIB30BAHUM
cnefyloLWero Koaa:

void AMonster::Tick(float DeltaSeconds)

{
Super::Tick( DeltaSeconds );

/l pBUraem MoHCTpa Ha Urpoka

AAvatar *avatar = Cast<AAvatar>(
UGameplayStatics::GetPlayerPawn(GetWorld(), 0) );
if( lavatar ) return;

FVector playerPos = avatar->GetActorLocation();
FVector toPlayer = playerPos - GetActorLocation();
float distanceToPlayer = toPlayer.Size();

Il ecnv vrpok 3a npegenamu SightSphere MOHCTpa,
/] BO3Bpawaemcs
if( distanceToPlayer > SightSphere->GetScaledSphereRadius() )
{
/I Ecnn nrpok aTto OS, TO MOHCTP HE MOXET 3a HUM FHaTbCS
return;

}

toPlayer /= distanceToPlayer; // Hopmanu3yem BeKTOp

// OBpalyeHne nNMUom K Lenu

// Tlony4aeTte poTtaTtop Ans NOBOpayYnBaHUs TOro,

// 4TO CMOTPUT B HNpaBneHun urpoka "toPlayer’
FRotator toPlayerRotation = toPlayer.Rotation();
toPlayerRotation.Pitch = 0; // O oT TaHraxa
RootComponent->SetWorldRotation( toPlayerRotation );

if( isInAttackRange(distanceToPlayer) )
{

/[ BeinonHsiem ataky
if( 'TimeSincelLastStrike )

Attack(avatar);

}
TimeSincelLastStrike += DeltaSeconds;
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if( TimeSincelLastStrike > AttackTimeout )

{
TimeSinceLastStrike = O;
}
return; // bonblle HUYero He genaem
}
else
{

// He B 30He gocAraeMocTn ataku, Toraa uaém K Urpoky
AddMovementinput(toPlayer, Speed*DeltaSeconds);

}
}

®dyHKUMA AMonster::Attack OTHOCMTENbHO MpocTa. KOHEeYHO, HaM CHayasa HYXKHO
nobaBnTb 06BABNEHME NpoTOTMNA B dpanne Monster.h, 4Tobbl HanucaTb Hawy GYHKUMUIO
B ¢anne .cpp:

void AMonster::Attack(AActor* thing);

B Monster.cpp mbl ocywecteasem ¢pyHKumto Attack, cheayrowmm obpasom:

void AMonster::Attack(AActor* thing)

{
if( MeleeWeapon )

{
/I kog onst B3MaxoB PYKOMaLUHbIM OPYXXUEM, €CINK
/I pykonalLHoe opyXue ucnonb3yeTca
MeleeWeapon->Swing();

}
else if( BPBullet )
{
/I'If a blueprint for a bullet to use was assigned,
/l then use that. Note we wouldn't execute this code
// bullet firing code if a MeleeWeapon was equipped
FVector fwd = GetActorForwardVector();
FVector nozzle = GetMesh()->GetBoneLocation( "RightHand" );
nozzle += fwd * 155;// npuraem e€ oT MOHCTpa, TaK 4TO
// OHa He cTankuBaeTCs C MOOENbI MOHCTpa
FVector toOpponent = thing->GetActorLocation() - nozzle;
toOpponent.Normalize();
ABullet *bullet = GetWorld()->SpawnActor<ABullet>( BPBullet, nozzle, RootComponent-
>GetComponentRotation());

if( bullet )

bullet->Firer = this;
bullet->ProxSphere->Addimpulse( fwd*BulletLaunchimpulse );

}

else

{
GEngine->AddOnScreenDebugMessage( 0, 5.1,

FColor::Yellow, "monster: no bullet actor could be spawned. is the bullet overlapping something?"
);
}
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Mbl OocTaBisem KoZ, KOTOpbIA OCYyLLEeCTBAAeT pyKonalwHylo aTaKky. [peanonaras, 4uTo
MOHCTP HE AEPXKMUT OpyXKMe ANA PyKOMalHOW aTaKW, Mbl 3aTEM NPOBEPAEM YCTaHOBEH
N anemeHT BPBullet. EcnvM 3TOT anemMeHT yCTaHOBAEH, TO 3TO 3HAYMT, YTO MOHCTP
co3aact ak3emnaap BPBullet s 6aynpuHTa Knacca n byaet ctpenaTb.

ObpatuTe ocoboe BHMMaHMeE Ha C/ieayoLLyo CTPOKY:

ABullet *bullet = GetWorld()->SpawnActor<ABullet>(BPBullet, nozzle, RootComponent-
>GetComponentRotation() );

310 TO, KaK Mbl gobaBnsaem HOBbIM akTop B MuUp. PyHKumMA SpawnActor() nomewaer
ak3emnnap UCLASS, kKoTopbli Bbl Nnepeaanu, B spawnloc, ¢ HEKOTOPbIMU Ha4vya/ibHbIMMU
OPUEHTUPOBKAMM.

Mocne Toro, Kak Mbl MOPOXKAaeM MNy/to, Mbl Bbi3biBaeM PpyHKUM0o Addimpulse() Kk eé
nepemeHHon ProxSphere, 4tobbl 3anyckaTtb e€ Bnepéa.

OT1OpacbiBaHue UTPOKA

YT06bI 4,O06ABUTL UFPOKY OTOpPACbiBaHME, A 06ABM NEPEMEHHYIO YeH B Knacc Avatar u
Ha3Ban eé knockback — otbpacbiBaHue. OT6bpacbiBaHME NPOUCXOAMT, KOrAa aBaTap
NoJly4aeT paHeHue:

FVector knockback; // B knacce AAvatar

Mepen Tem Kak ob6aymaTtb HanpaBnaeHue oTbpacbiBaHME WUrpOKa, KOraa OH Mosy4yaer
yaap, Ham Hy»Ho aobaBuTb Kog K AAvatar::TakeDamage. Bblumcnsiem HanpasieHue
BEKTOpPA CO CTOPOHbI AaTAKYIOWLETO K UIPOKY M COXPaHAEM 3TOT BEKTOP B NepeMeHHOM
knockback:

float AAvatar::TakeDamage(float Damage, struct FDamageEvent const&
DamageEvent, AController* Eventinstigator, AActor* DamageCauser)
{
/I po6aBnsiem oTbpackiBaHWe, KOTOPOE NMPUMEHATCS B HECKOMbKNX Kagpax
knockback = GetActorLocation() - DamageCauser- >GetActorLocation();
knockback.Normalize();
knockback *= Damage * 500; // oTpacbiBaHMe NPONOpUNOHaNbHOE YPOHY

}

B AAvatar::Tick, mbl npumeHsiem O0TOpacbiBaHUE K NOJIOXKEHMIO aBaTapa:

void AAvatar::Tick( float DeltaSeconds )

{
Super::Tick( DeltaSeconds );

/l npumeHsiem BekTOp oTbpacbiBaHMsA
AddMovementinput( knockback, 1.f);

/I penum nononam 06bLEM OTOpacbIBaHUSA KaXkabl kKaap
knockback *= 0.5f;
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nOCKOfIbe BEKTOP OT6paCbIBaHMH YMeEHbLUaEeTCA KaXX4biM KadpomMm, cnabeet co
BpemeHem, NoKa BEKTOP OT6paCbIBaHMH He obHOBUTCA C oyepeaHbIM yOapoM.

BriBOoabI

B aTOi rnaBe, mMbl MCCnenoBann, Kak CO34aBaTb 3K3eMMAAPbl MOHCTPOB Ha 3KpaHe,
KoTopble 6eratoT 3a UFPOKOM WM HamnaZalT Ha Hero. B cnepytowelt rnase, mbl Aagum
UIPOKY CrnocobHOCTb OBOPOHATLCA, MO3BONAA €My MNOCbINATb 3aK/AMHAHMA, KOTopble
HaHOCA YPOH MOHCTpPaM.
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I'1apa 12. Kuura 3akJauHaHUN

Y UrpoKa noka ewé HeT cpeactB 060poHbl. Mbl cHabgMm MrpoKa ovYeHb NOAE3HbIM U
MHTEPEeCHbIM CMOCOHOM, MarMYeCcKMMK 3aKIMHAHUAMN. Marnyeckmne 3aknnHaHua byayt
NPUMEHATLCA UTPOKOM, YTOObI BANATL HA MOHCTPOB NO61M30CTH.

Ha npakTuke, 3akIMHAHKUA ByayT KOMBUHAUMEN cucTeMbl YacTuL, U 061acTb AeNCTBUS,
NpeAcTaB/AeHHON orpaHMBalOWMM 06bEMOM. OrpaHuumMBaloWMii 06BEM npoBepaeTcs
Ha COAEep’kaHMe aKTopoB B KaKAOM Kagpe. Korga aKTop OKasblBaeTcs BHYTPU
orpaHU4YMBatloLLEro 06BbEMA 3aK/IMHAHMA, TO Ha 3TOT aKTOp byAeT OKa3biBaTbCA AeNCTBUE
3aK/IMHaHKA.

CneayloWwmii  CKPUHWOT AEeMOHCTPUPYET MeTeNlb M MONe CUbl 3aKJAWHaHMA, C ero
OrpaHNYMBaOWLMM 06 bEMOM, KOTOPbIN BbIAENEH OPAHKEBbLIM LIBETOM:

Busyanusaumio 3akAMHAHUA MeTeNn, MOXKHO BWUAETb CBEpXY, C AJAUHHbIM, B dopme
NPAMOYroNbHUKA OorpaHn4YMBaoWmMm ob6beémom. Busyanmsauma nons cunbl 3aKNMHaHUA,
co cheprUYECKMM OrpaHUYMBAOLLMM OOBEMOM A/1A OTTA/IKMBAHUA MOHCTPOB, NOKa3aHa
Ha C/leAyHoLLEM CKPUHLIOTE:
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B Kaxaom Kaape, orpaHWuMBalOWMiA O6BEM NPOBEPAETCA Ha COAEp’KaHMe aKTOPOB.
JTtoboi akTop Haxo4AWMICA B OrpaHUYMBAtOLLEM 0OBEME 3aKANHAHUA, ByaeT nonaaaTb
noa, AeNCTBME 3TOr0 3aK/JMHAHWA TOMbKO ANA 3Toro Kagpa. Ecam aktop BbIXOAWUT M3
orpaHuymBatowero obbeéma 3aKIMHAHMA, TO OH bonblwe He OGyaeT nonagatb nNog,
AeNCTBME 3TOr0 3aK/IMHaHMA. 3aNOMHUTE, YTO CUCTEeMa YacTUL, 3aK/IMHaAHMA 3TO BCEro
Wb BM3yanmlauma. Camum YacTuupl He To, YTo ByaeT BAMATL Ha aKTOpPOB mrpbl. Knacc
Pickupltem, KoTopbiit mbl co3ganu B hase 8. [Jelicmsyrowjue Auya U rnewku, MOXKeT
MCNONb30BaTbCA, 4TOObl MNO3BO/MINTL WFPOKYy 6paTb npeameTbl NpeacTaBaAlolme
3aKAnHaHMA. Mbl pacwmpum Knacc Pickupltem n pobasum 6AyNPUHT 3aKAMHAHUA,
4yTOObI NPUBOANTDL Kaxabii Pickupltem. Kank no rpagpmyeckomy snemeHTy 3aK/IMHaHMA B
HUD, 6yaeTt nocblnatb 3TU 3aKAMHaHUA. VIHTepdeinc byaeT BbIrnaaeTb Kak TO TakK:

Blizzard Spell x 10Lightning Spell x 4 Fire Spell x 2 ForceField Spell x Golden Egg x 2

[Mpedmemsi, Komopble M0006PAs U2POK, @ MAKHE PA3/UYHbIE 3AKAUHAHUSA

Mbl Ha4YHEM rnaBy C ONMCAHWUA TOrO, KaK COo34aTb Hally COOCTBEHHYIO CUCTEMY YacTul,
3aTem Mbl NOMAEM Aanbliue U 3aKAHYNUM UCTOYHUK YacTuy, B Knacc Spell (3aknuHaHume), n
Hanuwem ¢yHKunto CastSpell() (HacnhaTb 3aknnMHaHWe) AnAa Toro, Ytobbl aBaTap Mmor
HacblNaTb 3aK/IMHAHMA.

CucreMa yacTuil

CHayana, Ham HYXHO MeCTO, B KOTOpOe Mbl MomecTum Bce 6pockne 3dpdeKTbl.
LLIEnKHMTEe npaBOM KHOMKOM B Bawel BKAagke Content Browser, no KopHeBomy
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anemeHTy Game W co3ganTe HOBYHO nanky, HasBaB eé ParticleSystems (Cuctembl
Yactuu). LLLENKHMTE NpaBoi KHOMKOWM No HOBOM nanke 1 Bbibepute New Asset | Particle
System, KaK NOKa3aHO Ha CneayoLWEeM CKPUHLLOTE:

== Content Browser, & Class Viewer

M New - Alimport =

4 +» "= Game » ParticleSystems »

Search Folders WA Search ParticleSystems

" mm Engine

48 Game
D il AnimStarterPack
= Blueprints
#m Character
O i DemoRoom
M ExampleContent
Bl Images
m Maps
D i MixamoAnimPack eat ic Asset
B Models
[ “ Bluepnnt
- $2 New Folder
m Sounds
U M StarterContent - s,,j‘
. Level
mm Paper2D ~ New Asset B
mm CharacterAl Show In Explores =

Import to /Game/ParticleSystems

Rename

Set Color

CoBert

MocmoTpute 310 pykoBoacTBo oT Unreal Engine 4 no cuctemam 4acTuy, B Uensx
nHpopmaymm TOrO, KaK paboTatoT NCTOYHUKMN yacTumy, B Unreal:
https://www.youtube.com/watch?

v=0XK2Xbd7D9w&index=1&list=PLZIlv_NO O1gYDLyB3LVfjYIlcbBe8NgR8t.

[ABaxkabl WENKHUTE No 3Ha4yKy NewParticleSystem, KOTopbI NOABMTCA, KaK MOKa3aHO Ha
cnepyowem CKpUHLWoTe:
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NewParticleSystem

Bbl okaxutecb B Cascade,
cnenyoLLemM CKpUHLLOTE:

pegaktope 4vactuu. OnucaHue cpeapl

Viewport

£ Details

4 Emitter

Material

Emitter Origin
Emitter Rotation
Screen Alignment
Use Local Space

Kill on Deactivate

He-

J DefaultParticle « 4 0 4

—.-/

xoo — slvoo slzoo ]
@
[S]

MOKa3aHOo

Emitters

FErelE Emeter

Initial !

Color Qver Life

Curye Editor

] T

Horizontal Vertical All Selected

Ha
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346ecCb ecTb HECKO/IbKO Pa3HbIX MaHesnen, Kaxkgaa M3 KOTOPbIX NMOKa3biBaeT Pas/INYyHYLo
MHPopMaLmio:

e (CBepxy cneBa Haxoautca naHenb Viewport. OHa nMOKasblBaeT aHMMALUIO
TEKYLLLEero MCTOYHKMKA, KaK OH cenyac paboTaer.

e CnpaBa HaxoauTca naHenb Emitters. B Hel Bbl moxeTe BMAETb €ANHCTBEHHbIN
06beKT, HasbiBaemblit Particle Emitter (Bbl mo)keTe MmeTb 6osnblie yem oaMH
MCTOYHMK B Ballei cuCcTeMe 4acTuu, HO Mbl ceildac He Byaem 3Toro aenathb).
Cnncok moaynei Particle Emitter Haxoantca nog HAM. Ha 3TOM CKpUHLLOTE Y Hac
ectb moaynu: Required, Spawn, Lifetime, Initial Size, Initial Velocity n Color Over
Life.

N3meHeHne CBOMCTB YaCTHUII

NCTOYHMK YacTUL, NO YMOYAHMIO UCNyCKaeT popmbl npuuena. Mbl XOTUM U3MEHUTb 3TO
Ha 4yTo-TO Bbonee MHTepecHoe. LLEnkHUTe no xéntomy nonto Required nosg naHenbto
Emitters, 3atem nog Material 8 naHenu Details HanuwuTe particles. NoasuTcs cnncok
BCEX MaTepuanos 4acTul, nepemeHHon. Boibepute onumo m_flare_01, ytobbl co3aaThb
Hally NepByl CUCTEMY YaCTUL, KaK MOKA3aHO Ha CaeayowemM CKPUHLLOTE:

particles) _ XF1X
M_Burst

Matenal
M_Dust_Particle
Matenal
M_explosion_subUV
Matenal
M_Fire_SubUV
Material

m_flare_01

Matenal
M_Heat_Distortion
Matenal
M_Radial_Gradient
Material
M_radial_ramp

10 items @ View Options v
“/ DefaultParticle w 4 0O 9 “

-
o
=
o
o
.
o=
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Tenepb gaBalTe U3MEHUM noBeaeHue cuctembl Yactul,. LLénkHute no Color Over Life
noa, naHenoto Emitters. MaHenb Details cHM3y, noka3biBaeT MHGOPMALUIO PA3IUYHbIX
napameTpos:

Viewport Emitters

EErtE e ErITEer
HEl -z

Faclirzd
ez
Lifetime

Initial Size
Initial Velocity

CulErGver Life

-~

~~ Populates

Gurve Editor

Eo-
4 Color [@Q‘I

4 Color Over Life a

4 Distribution (J Distribution Vector Constant Curve v b

4 Constant Curve 2

Horizontal Vertical

4 Points Zelements == @ ©

40 5 members v 2

In Val 00 W =
3 T (AT GRS -

B naHenu Details nyHkta Color Over Life, A noBbicun X, HO He Y 1 He Z. 3TO NpMAaaéT
CUCTEME YacTuL, KpacHoe cBeveHue. (X 3To KpacHbii, Y 3TO 3eNEHbli, a Z 3TO CUHUI).

BmecTo TOro, 4tobbl peaakTMpPOoBaTbh NPOCTO YMC/IA, Bbl MOMKETE U3MEHATbL LIBET YacTu,
6onee HarnagHo. EcAn Bbl HAXXMETe 3e/1EHYIO0 KHOMKY € 3uraarom B nyHkTe Color Over
Life, To Bbl yBuaute rpaduk, otobpaxkéHHblt ans Color Over Life Bo Bknagke Curve
Editor (penaKkTop KpmnBOi1), Kak NOKa3aHO Ha CneayloLeM CKPUHLLIOTE:
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Amount of fine particle has been alive

B80 -

-0.10-0 |m\ 0510.10 /0,15 10,20 |0.25 10, 3( .35 |10.40 10.45 |0.50 |0,55 |10.60 |0.65 10,7

Mbl moxem cenvac nameHATb napametpbl Color Over Life. Npaduk Bo BKnaagke Curve
Editor oTobparkaeT u3ny4yaemolt UBeT NPOTUB 0O6bEMA BPEMEHU, B TEYEHMUN KOTOPOrO
XUBET YacTnua. Bbl moxkeTe perynmpoBaTb 3HaYEHMA, NepeTacknuBan ToUKKU. Haxas Ctrl +
NNIEBYHO KHOMKY MbILWN, A06AaBbTE HOBYHO TOUYKY Ha JIMHUIO:

] ctrl + chick adds

"-\.\\_];).fWIIlts to lines

Ctrl + Knuk 0obasnsem MoYKy HaA AUHUKO

Bbl moxkeTe NO3KCNepUMeHTUpPOBaATb C HaCTpOl‘;IKaMVI MCTOYHUKaA YacCcTuul, yTObBbI co34aTb
Bawy CO6CTB€HHYI-O B1U3ya/IN3aUUNIO 3aK/IMHAHUA.

HacTpoiiku 1J1 3aKJIMHAHUA METeb

C 3TOro MOMEHTa, Mbl A0/XKHbI NMEPeMMeHOoBaTb Hally cuctemy 4Yactuu, ¢ NewParticle
System, Ha yTtOo-TO Honee noaxopswee. Jasante nepemmeHyem eé Ha P_Blizzard. Bbl
MOXeTe NepenmeHoBaTb Bally CUCTEMY YaCTULL, MPOCTO WENKHYB NO HEWN U HaxKas F2.

Haxcumaem F2 no obvekmy 8 Content Browser, ymobbi
nepeumeHo8ameo €20

Parucle Systerm
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Mbl OTperyanpyem HeKoTopble HACTPOMKKU, YTOObI NOAYYUTb 3aKANMHaHUE C 3pdeKTom
YyacTuy, metenn. BoinonHuTe cneayrowme warw:

1. MNop Bknagkon Emitters, wWénkHMTe no nyHKTy Required. B naHenu Details
nameHute matepuan Emitter Ha m_flare_01:

C

Lifetime

&

Initial =

< |

Initial Velocity

< ]

Color Owver Life

N

4 Emitter

Material m_flare_01 v & O 9

2. MNMoa moaynem Spawn (pasmHOXaTb), USMEHUTE YPOBEHb pa3MHOXKeHua Ha 200.
9TO NoBbIWAET NIOTHOCTb BM3yanM3aumMm, Kak MOKa3aHo 34ecCb:
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FErICI e EmIter
[ 07

Faruirzd
SEawi
Lifetime
Initial
Initial Yelocity
Color Over Life

4 Spawn

4 Rate -

4 Distribution Q Distribution Float Constant w bal

Constant 200.0

MNoa mopynem Lifetime, nosbicbTe cBonctBo Max ¢ 1.0 ago 2.0. 3To0 BBOAUT
HEKOTOPYIO BapuaLUO BO BPEMA KMU3HM YacTuy. TO eCTb HEeKOTOopble YacCTuLbl
6yay *KUTb AONbLUE, YEM ApYyTMe.

EEE B Ener
L E 07

Facuirzd

SHEWH
Ljfztigr=

|

Initial Size

Initial Velocity

< |

Color Over Life

< |

4 Lifetime
4 Lifetime )
Min 1.0

Max
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4. NMop moaynem Initial Size (HayanbHbIA pasmep), U3MEHUTE CBOMCTBO pa3mepa

MinHa 12.58X,YnZ:

Velocity

Color Over Life

4 Size
4 Start Size ba

4 Distribution O Distribution Vector Uniform w [
b Max X 250 Y 250 s 1Z 250 NI ©

D Min m Y 125 ~ [z 125 A B

5. Moa mopynem Initial Velocity (M3HavyanbHOe ycKopeHue), U3MeHUTe 3Ha4YeHus
Min/Max Ha noka3saHHble 34eCb 3HaYeHUA:

4 Velocity

4 Start Velocity |

4 Distribution QDIsmbuuon Vector Uniform w k=)
b Max X 1000.0 > [y 1000 -~ [z 1000 S EM ¢

b Min m Y -100.0 o [Z -1000 Rl=  Color Over Life
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6. MNpuunHa, NO KOTOPOM Yy Hac meTenb AyeT +X, 3TO MOTOMY 4YTO Hanpas/eHue
NUrpoKa Bnepéa HaumMHaeTca B +X. M TaK KaK 3akAnMHaHue byaeT ncxoamTtb OT pyK
WUFPOKa, Mbl XOTMM, 4YTOObl 3aKNMHAHME YKas3biBaJio B Ty Ke CTOPOHY Ky/aa
06paLLEH UTPOK.

7. Nopa meHto Color Over Life nameHuTe 3HayeHne cuHero (Z) Ha 100.0. Bbl yBuguTe
MrHOBEHHOE U3MEHEHME B CUHEM CBEYEHWMU:

FPaguirzd H

SHEWH

oS

Lifetime

Initial

Initial &

Ecjlee o) zie Fif=

IR

4 Color

4 Color Over Life 2
4 Constant Curve a9
4 Points 2 elements + @ -

40 5 members 2]

Tenepb amo 8bl2a90um goawebHo!

8. LLLEéNnKHUTE NpaBoOi KHOMKOM MbIlK Mo YepHoBaTol obnactu nog moaynem Color
Over Life. BbibepuTe Location | Initial Location:
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oierielz Sqpjjerae
= s Ay

Faguirzd -

S
Lifetime
Initial Size

Initial Velocity

Color Over Life

Emitter
Particle System

TypeData
Acceleration
Attraction

Camera

N
X
Auto  Auto/Clamy

Collision
Color
Event
Kill
Lifetime
ngh(

n[m

» Initial Location (Seed)

9. BeeguTe 3HauyeHusA nogp Start Location | Distribution Kak nokasaHo HuxXe:

4 |Location

4 Start Location 2

4 Distribution O Distribution Vector Uniform w bs]

> i X500~ v 500

10. Y Bac A0/1KHA NONY4YUTbCA BOT TaKasa meTesb:
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11. MoaBUHbTE Kamepy B NONOXKEHWE, KOTOPOE BaM HPaBUTCA, 3aTeEM LLENKHUTE MO
onuuu Thumbnail B naHenn meHto cBepxy. ITO creHepupyeT 3HAYOK/UKOHKY An
BalLen cuctembl YacTul, Bo BKIagke Content Browser.

“File Edit Asset Window Help
H Toolbar

E/@@ 0 ~ Y

Save FindinCB Restart Sim RestartLevel Undo Redc

Viewport Generate Thumbnail

LLlénkas Thumbnail 8 naHenu meHIo ceepxy, ceHepupyem MUHU UKOHKY 0415
sawell cucmemsl Yyacmuy,
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AKTOp KJIacca 3aKJIMHAHUA

Knacc Spell 6yget HaHOCUTb KpaHNIA YPOH BCEM MOHCTPAM. banKe K KOHLY HaM HYXKHO
cofeprkaTb M CUCTEMY YacTUL, M orpaHuYMBaroWwmMii 610K B Knacce aktopa Spell. Korga
Knacc Spell npuBoantca aBatapom, aksemnasap obvekrta Spell byaer co3gaH B ypoBHe U
HauyHET yHKUMoHmposaTb Tick. Mpu Kaxxgom Tick() obbekTa Spell Ha ntoboro moHcTpa
COAEpPrKaLLero BHYTPM OrpaHuMuyMBaloWwmMii 06bEM 3aKNMHaHWUA, ByaeT NpouM3BOAUTLCA
apdeKT aToro 3aknnHaHuAa — Spell.

Knacc Spell nonxkeH BbIrnaaeTb Kak B cieAylowem Koe:

UCLASS()
class GOLDENEGG_API ASpell : public AActor

{
GENERATED_UCLASS_BODY()

/I napannenenunep (box) onpegensowmin 06 bEM ypoH
UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = Spell)
TSubobjectPtr<UBoxComponent> ProxBox;

// BU3yanuaaums Yactul 3aknnmHaHus
UPROPERTY (VisibleDefaultsOnly, BlueprintReadOnly, Category = Spell)
TSubobjectPtr<UParticleSystemComponent> Patrticles;

// CkOnbKO ypOHa HAHOCUT 3aKfMHaHue 3a CeKyHay
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Spell)
float DamagePerSecond;

/I Kak ponro agnnTtcsa 3aknuHaHus
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = Spell)
float Duration;

// OTpe3oK BpeMeHU, B KOTOPOM 3aKSIMHaHWe XNBET B YPOBHE
float TimeAlive;

/l HacTosawmin Hacbinatenb 3aknmHaHui (4Tobbl Urpok He nonan
/I cam B ceb4)
AActor* Caster;

// Nenaem poautenem 3TOro 3aknMHaHUs akTOp HaCbINAKLWNA 3aKMHaHne
void SetCaster( AActor* caster );

/I 3anyckaem kaxabivi kagp. MNoameHsem dyHkumio Tick, 4Tobbl paboTaTb C ypOHOM
Il ons vero yrogHo B ProxBox Kaxablv Kagp.
virtual void Tick( float DeltaSeconds ) override;

3

EcTb ToNbKO TpU GYHKUMM 06 OCYLLECTBEHUM KOTOPbIX HAam CTOUT BecnokouTtbea. A
MMeHHO: KOHcTpykTop ASpell::ASpell(), ¢yHKkumMa ASpell::SetCaster() u ¢yHKUMSA
ASpell::Tick().

283 |CTtpaHuLa



OTtkpouTte ¢ain Spell.cpp. JobaBbTe CTPOKY, 4TObObI BKAOUYNTL pann Monster.h, Tak uTo
Mbl CMOXEeM MMeTb A0CTyn K onpeaeneHunio obbekta Monster B daiine Spell.cpp, Kak
NOKa3aHo B C/ieAyloLel CTpoKe Koaa:

#include "Monster.h"

CHavana KOHCTPYKTOP, KOTOprl;'I YCTaHaB/IMBaeT 3aK/IMHaHUE N UHUUUNANIUSUNPYET BCE
KOMIMOHEHTbI MOKa3aHHbIE B Caedyrolwem Koae:

ASpell::ASpell(const class FPostConstructinitializeProperties& PCIP) :

Super(PCIP)

{
ProxBox = PCIP.CreateDefaultSubobject<UBoxComponent>(this, TEXT("ProxBox"));
Particles = PCIP.CreateDefaultSubobject<UParticleSystemComponent>(this,
TEXT("ParticleSystem™));

/I Particles aBnseTca KOpHEBbIM KOMMNOHEHTOM, a ProxBox

Il aBNsieTca godepHUM 0O bEKTOM CUCTEMBI YacTul, - Particle.

I/l Ecnn 6bl 31O ObIN APYron cnocob, To macwTabupoBaHue ProxBox
Il Takke macwTabmuposano 6bl Particles, 4ero Mbl He XoTUM
RootComponent = Particles;

ProxBox->AttachTo( RootComponent );

Duration = 3; /I TpoaoMKNTENBHOCTL
DamagePerSecond = 1; // YpoH 3a cekyHay
TimeAlive = 0; // Bpemsi xun3Hu

PrimaryActorTick.bCanEverTick = true; // TpebyeTcs, 4ToObl 3aKknMHaHNs
Il “Tnkanun” (tick)!

}

OcobeHHo BaxkHa 34ecb, nocneaHAs ctpoka PrimaryActorTick.bCanEverTick = true. Ecam
Bbl HE YCTAHOBW/IN 3TO, TO Baw 06beKT Spell He Bbi3oBeT Tick().

[anee y Hac ecTb meTog SetCaster(). OH BbI3blBaeTCsA TaK, YTO TOT, KTO MOCblIaeT
3aK/IMHaHWe, n3BecTeH 0b6bekTy Spell. Mbl MOXKem rapaHTUPOBaTb, YTO MNOCbINAOWMINA
3aK/IMHAHUA He CMOMKeT HaBpeguTb cam cebe, CBOMMW COBCTBEHHbIMM
3aK/IMHAHUAMM, UCNONb3YA Cheayowmii Koa,:

void ASpell::SetCaster( AActor *caster )
{

Caster = caster,
AttachRootComponentTo( caster->GetRootComponent() );

}

N HaKoHel TO, Yy Hac ecTb meToa ASpell::Tick(), KoTopbI cOBCTBEHHO HAHOCUT YPOH
KO BCEM COAEPKALLMMCA aKTOpPaM, KaK MOKA3aHOo B C/IeAyOLWEM Koae:

void ASpell::Tick( float DeltaSeconds )
{
Super::Tick( DeltaSeconds );
I/l niwwem ProxBox onsa Bcex akTopoB B 06bEME.
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TArray<AActor*> actors;
ProxBox->GetOverlappingActors( actors );

// HAHOCMM YPOH KaXK4OMy akTopy nonagatoLlemy B obnactb 65oka
for(int ¢ = 0; ¢ < actors.Num(); c++)

{

/[ 4TOObI HE HaBpeANTb TOMY, KTO MOCbINAeT 3akNIMHaHNe
if( actors[ c ] '= Caster)

}
}

// HaHocuM ypoH TonbKo, ecriv 6ok nepecekaeTcs C

/l KOPHEBbIM komnoHeHTOM akTopa.

I/l Taknm obpasom, ypoHa He ByaeT, ecnun BygeTt npocTo
I/l nepeceyveHune c SightSphere moHcTpa

AMonster *monster = Cast<AMonster>( actors|c] );

if( monster && ProxBox->IsOverlappingComponent( monster->CapsuleComponent ) )

{

monster->TakeDamage( DamagePerSecond*DeltaSeconds, FDamageEvent(),0, this );

}

// 4TOBbI HAHOCUTbL YPOH APYrMM TUMNaMm Knacca, NnonpodynTe NPOBEPEHHOE HacbINlaHue
/] 3pech...

TimeAlive += DeltaSeconds;
if( TimeAlive > Duration )

{

Destroy();

}
}

®dyHKuma ASpell::Tick() BbinonHsAeT cnegyoulee:

MNonyyaetT Bcex aKToOpoB nepeceKatowmxca ¢ ProxBox. Jliobon aKTtop He
ABNAIOWMNICA NoOcCblNaTeNEeM 3aKNMHAHMW, NOJIYYAET YPOH, €CAn nepecekaemMbli
KOMMOHEHT AB/AETCA KOPHEBbIM KOMMNOHEHTOM 06bekTa. MpuYmMHaA, NO KOTOPOI
HaM HYXXHO NPOBePATb HA NepecevyeHne C KOPHEBbIM KOMMOHEHTOM, 3aK/04YaeTcA
B TOM, YTO €C/IM Mbl 3TOrF0 He cAenaem, TO 3aKJAMHAHUE MOXKET nepeceybca C
SightSphere moHcTpa, 4TO 03HauyaeT, 4TO aTaka 6yaeT NPoUCXoamuTb C OYEeHb
60NbLLIOro PACCTOAHMUA, YETO Mbl HE XOTUM.

3ameTbTe, UTO €CAM Yy HAC eCcTb APYron KNacc, KOTOPbIM A0/MKEH NOAYyYaTb YPOH,
Mbl 6bl Morinm nonpob6oBaTb NOCbINATb 3aK/AMHAHME Ha KarKAbld TMN OObeKTa
cneumanbHo. Karkabld TUN Knacca MOXKET MMeTb pas/inyHble TUnbl 06BbEMA
OrpaHUyeHUA, KOTOPbIMU OHU AO/XKHbI CTaNKUBATbCA. [pyrme TMnbl MOTyT AaxKe
He nmeTb CapsuleComponent (oHM moryT umeTb ProxBox unu ProxSphere).
MoBblwaeT O0H6BLEM BpPEMEHU KU3HWU 3aKAMHAHMA. Ecan npogonKUTenbHOCTb
BpeMeHM BblAeNeHHOro Ha 3aKAMHaHMe 3aKaH4yMBaeTCA, TO OHO YyAaNAeTcA C
YPOBHA.
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Tenepb gaBanTe cPOKYCMPYEMCS HA TOM, KaK UIPOK MOMKET NpMobpeTaTb 3aKJANHAHMUS,
co3pgaBan MHAMBMAYanbHbIA Pickupltem ana Kaxaoro obbekTa 3aKNMHAHMA, KOTOPbIN
MOKeT 6paTb UrPOK.

bBJaynpuvHT 1J19 HAIKMX 3aKJIUHAHUNT

Komnunupyiite n 3anyctute Baw C++ npoekT ¢ Knaccom Spell, KOoTopbIn Mbl TONBKO YTO
[06aBMAN. Ham HY»KHO co34aTb 6AYNPUHTLI ANA KAXKL0r0 U3 3aKNIMHAHWUI, KOTOPbIe Mbl
XOTMM HacblnaTb. Bo Bknagke Class Viewer, HauHuTe neyvaTatb Spell n Bbl yBuauTe Kak
nossutca Knacc Spell. LWénkHnTe npason kHonkoi no Spell n cosgarite 6AYNPUHT, K
Ha3oBuTe ero BP_Spell_Blizzard, a 3atem agakabl WENKHUTE NO HEMY, YTOObl OTKPbITb,
KaK MOKa3aHO Ha CaeayoLem CKPUHLLOTE:

Create /Game/Blueprints/BP_Spell_Blizzard

Open C++ Header

Create New C++ C BP_Spell_Blizzard
|

B cBolicTBax 3akNnHaHMA BblbepuTe 3aknmMHaHune P_Blizzard gns nctouyHmka yactul, Kak
MOKa3aHo Ha C/ieflyloLLEM CKpLUOTE:

4 Particles

Template P_Blizzard v & 0O 2

MpoKpyTtute BHM3 A0 Kateropuu Spell (3aknmMHaHmne) n nsmenute napametpbl Damage
Per Second (ypoH 3a ceKyHay) v Duration (npoaonKuTenbHOCTb) Ha 3HayeHua no
CBOEMY YCMOTPEHMIO. 34€eCb 3aK/IMHAHUE meTenb byaeT AnnTbca 3 ceKyHAbl U HAHOCUTb
YPOH 16.0 eanHuL, 3a ceKyHAay. Mocne TPEX ceKyHAa, meTenb byaeT ucyesathb.

4 Spell

Damage Per Second

Duration

MNMocne Toro Kak Bbl KOHOUrypmuposanu ceonctea Default (no ymonuaHuio), nepenaute
Ha BKNaaKy Components, 4ToObl BbINONHUTL AanbHenwne mogudpukaumm. LLLEnkHuTe
no ProBox u namenute ero popmy, Ha 6onee noaxogdawyto. Popma napannenenunesa
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AO/KHA OXBaTblBaTb CaMyH) BbIPA)KEHHYK 4YacTb CUCTEMbI 4YacTUL, U TONbKO He
nepebapwmsanTe. O6beKT ProxBox He AonxeH 6biTb CAMWKOM 60/bIMM, MOTOMY YTO
NOTOM Balle 3aK/MHaHWe meTenu byaeTt AelCcTBOBATb HA TO, YTO Aarke He 3aaeno. Kak
MOKa3aHO Ha CneaylolemM CKPMHLIOTE, HEMHOIO Yactuy, 3a Gopmon napannenenunena
ProxBox, 3T0 HOpmasibHO.

bAynpuHT Bawero 3akAMHaHUA MeTeNIn roTOB K MCNOJIb30BAaHUIO UTPOKOM.

Bb10op 3akInHaAHUMT

BcnomHUTe, YTO paHee Mbl MPOrPamMMMPOBaNM Hall WHBEHTapb A1 OTObparkeHus
NpeaMeTOB UMEIOLWUXCA Y UFPOKa, KOraa UrpoK HaxkumaeT knasuwy |. U Tenepb mbl
caenaem eulé 6onblue.

Blizzard Spell x 15 Lightning Spell x 4 Fire Spell x 6 Golden Eggx4 Cowx g

[ 1

‘ Level: |agalat] (Persisteni)
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YTO06bI NO3BONUTL WIPOKY BbIOMPATL 3aKAMHAHMA, Mbl  MoguMdUUMpPyeM Knacc
Pickupltem, BHecT cnot pgns 6AynpuHTa 3aKAMHAHUA, KOTOPOE MOCbINAET WIPOK,
MCNONb3YA CAeAyoLWNIA KOA:

/I B knacce APickupltem:

/l Ecnn aTOT NnpegMeT nocbiaeT 3aknMHaHe, yCTaHOBUTb ero 34ecb
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = ltem)
UClass* Spell;

Kak Tonbko Bbl pobasute cBonctBo UClass* Spell B knacc APickupltem, cHoBa
KOMNUANPYUTEe 1 3anyctuTe Baw C++ npoeKT. Tenepb Bbl MOMKETe NepenTn K Co3a4aHunio
6aynpuHTa ak3emnaapa Pickupltem gna sawero ob6vekra Spell.

Co3znanue oaynpunrta aiga Pickupltem, koropbie
MOCHLIAKT 3aKJIUHAHUSA

Co3paunte 6aynpuHT ana Pickupltem u Ha3osuTe ero BP_Pickup Spell Blizzard. Asa*kabl
WENKHUTE MO HeEMyY, YTOObl peaKTUPOBATb €ro CBOMCTBA, Kak MOKa3aHO Ha cieayowem
CKpUHLWoOTE:

= MRV T ORI “
| |

Create /Game/Blueprints/BP_Pickup_Spell_Blizzard

I

Create New C++ Class.. BP_Pickup_Spell_Blizzard

Al ycTaHOBWA CBOMCTBA METENM, C/ieAyoLmnM 0bpasom:

NUma npegmeTta Blizzard Spell (3aknnHaHne meTenb) M NAaTb B Kaxaon rpynne. f B3an
CKPMHLLOT CUCTEMbI YaCTUL, U UMNOPTUPOBAA €ro B NPOEKT, Tak 4To B Icon A Bbibpan 310
nsobparkeHue. Ana Spell s sbibpan BP_Spell_Blizzard B KauecTBe MMeHM NOCbINAEMOTO
3aknnHaHma (He BP_Pickupltem_Spell_Blizzard), Kak nokasaHo Ha cneayrouwem
CKPUHLIOTE:

4 Static Mesh

Static Mesh : Shape_Sphere v & D 2

4 |tem
Name Blizzard Spell 3
Quantity -j

blizzard

T « o + X -
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A Bblbpan cuHioo chepy ana knacca Mesh ot knacca Pickupltem. Onsa lcon a B3an
CKPUHLIOT 3aKAMHAHMA MeTenun B NpeAnpOCMOTPOBOM OKHE YacTUL, COXPAHWUA ero Ha
AMCK W UMNOPTUPOBAN 3TO M300pakeHMe B NPOEKT (mocmoTpuTe nanky C
nsobpaxkeHmamn Bo BknagKke Content Browser B npumepe NpoekTa).

u Ve el e
File Edit Asset View Debug Window Help

HEe A »

Compile FindinCE  Blueprint Props = Simulation

7> Components

@& Add Component ~

Shape_Sphere

5\ Details
Search

- Rendering

4 Materials lelements = @ 2

L
- AphaBody ~ 4 O ~ 9

Visible

Hidden in Game

MomecTnTe HECKONIbKO 3TMX 0ObekToB Pickupltem B Baw ypoBeHb. Ecanm mbl mx
noabupaem, TO y Hac eCcTb 3aKNMHaHMA MeTeIn B Hallem MHBEHTape.

Picked up 5 Blizzard Spell

Blizzard Spell x 15

Y.e

=&

Cnesa: npedmemeol 3aKnuHaHuUsA Blizzard — memens, Hawem ueposom mupe. Cripasa:
npeomem 3akauHaHusA Blizzard e uHeeHmape.
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Tenepb Ham HYXHO aKTMBMpPOBATb MeTenb. Tak Kak B [nase 10. Cucmema
UHeeHmMapu3sayuu u noobop npedmemos, Mbl yKe NPUKPENUIN NEBbIN KAUK MbILIW ONA
nepeTackMBaHMA 3HAYKOB, AaBaMTe NPUKPENUM MPaBbI KAMK ANnAa Toro, 4tobbl cnatb
3aKAMHAHUA.

IIpukpenuisieM NpaBbif KUK K MOCHIJIAHUIO
3aKJIMHAHUA

MpaBblh KAWMK MbIWKW AONKEH OyaeT NpPoWTM 4Yepes napy BbI3oB GyHKUMM Nepep,
BbI3oBOM MeToga CastSpell aBatapa. MpaduK BbizoBa byaeT BbIrNsAeTb NOAOOHbLIM
obpasom:

Personright clicks =% AAvatar::MouseRightClicked()

Blizzard Spell x 15

=) AMyHUD::MouseRightClicked()
= AAvatar::CastSpell()

.y <

Mapy BeLen NPomUcxoanaT MexXAay NPaBbiM KIMKOM M NOCbITAaHNEM 3aKINHAHUA:

Kak Mbl BMAenuM p[o 3TOro, BCe B3aMMOAEMCTBMA MbIWM MOAb30BaTENA W
KNaBMaTypbl, NPoXoaaT yepe3 obbekT Avatar. Koraa ob6bekT Avatar onpegenset
npasbi KNUK,  OH nepenaér cobbite  Kamka B HUD  yepes
AAvatar::MouseRightClicked().

BcnomHute B nase 10. MHeeHmaps u nodbop rnpedomemos, Mbl UCNOJIb30BAN
Knacc struct Widget, 4tobbl oTCheXnBaTb NpegMmeTbl KOTOpble B3AA UIPOK. Struct
Widget umeeT TONbKO TpM 31€MEHTa:

struct Widget
{

Icon icon;
FVector2D pos, size;
/ll.. n HekoTOpble (PYHKLNN-YNEHDbI

h

Ham HyxHO 6yaeTr A06aBuTb AOMNONHUTENbHbIE CBOMCTBA ANs Knacca struct
Widget, 4Tobbl 3aNOMHUTL 3aK/IMHAHME KOTOPOE OH NOCbINIAET.

HUD onpepensetr ecam cobbite KAMKa 6bino BHyTpu  Widget B
AMyHUD::MouseRightClicked().

Echm Knmk 6bin no rpaduyeckomy anemeHTy (Widget), KoTopbiit nocbinaet
3aKAnHaHMe, 3atem HUD BbI3biBaeT aBatap 06paTHO € 3anpocom nocnaTtb
3aK/NMHaHMe, BbI3biBas AAvatar::CastSpell().
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Hamucanue pynxkuuu CastSpell aBarapa

Mbl npyumeHnMm npeaplaywm rpaduk Bbi3oBa B obpaTHOM nopaake. Mbl HaYyHEM C
HanuMcaHuMa QYyHKUMM, KOTopaA CcOOCTBEHHO nNoOCbINaeT 3aK/JAMHAaHME B  WUrpe,
AAvatar::CastSpell(), Kak NnoKasaHO B cneayloLEeM KoAeE:

void AAvatar::CastSpell( UClass* bpSpell )
{

Il co3paém ak3emnnsap 3akrMHaHUSA 1 NPUKPENSSEM ero K NepCoHaxy
ASpell *spell = GetWorld()->SpawnActor<ASpell>(bpSpell, FVector(0),
FRotator(0) );

if( spell)
{

spell->SetCaster( this );
}

else

{

GEngine->AddOnScreenDebugMessage( 1, 5.f, FColor::Yellow, FString("3aknuHaHne He
nocnatb ") + bpSpell->GetName() );

}
}

Bbl MoXKeTe 0BHapYKUTb, YTO CaM BbI3OB 3aK/JIMHAHUA NpPUMeYaTesibHO npocT. TyT ABa
6a30BbIX Lara, YTobbl NOCbINATbL 3aKANHAHUE:

e Co3pgante 3K3emnasp O0ObEKTa 3aKAMHAHMA, MCNONb3yAa (YHKLMIO MUPOBOTO
obbekTa SpawnActor (nopoanTb akTOpa)
e [IpuKpenuTe ero K aBaTtapy

Kak Tonbko 3K3emnasp o6beKkTa 3aknuMHaHuA co3gaH, ero ¢yHKuma Tick() 6yaer
3aMycKaTbCA KaKAbl KaZp, KOraa 3To 3aK/lMHaHue B ypoBHe. Kaxabiii pa3 npu Tick(),
06beKkT Spell byaetr aBTOMaTUYECKM HAXOO4UTb MOHCTPOB B Npeaenax YpPOoBHA, W
HAaHOCUTb MM YPOH. C KaxKaoM CTPOKOM KoAa YNOMAHYTOM paHee NpPoUCXO4UT MHOFOE,
TaK YTO AaBanTe 06CYyAUM KaXKAyto CTPOKY B OTAE/bHOCTM.

Cozpanue 3k3emMiusgpa 3akannanns — Getworld()-
>SpawnActor()

Y10bbl co3matb 06bekT Spell M3 6GaynpuHTA, Ham HYXXHO BbI3BaTb QYHKLUIO
SpawnActor() n3 obbekta World. dyHKumna SpawnActor() moxeT npuHMmatb ntoboi
6AYPUHT M co3a4aBaTb €ro aksemnnap B yposHe. N ob6beKT Avatar (M Boobuie-to ntobom
061beKT Actor) morkeT cnpaButbcs ¢ o6bekTom World B nto6oe Bpems, NpocTo BbI3biBan
byHKUMIO-uneH GetWorld().

CTpoKa Koga, KoTopasa NnpMHocuT 06bekT Spell B ypoBeHb:

ASpell *spell = GetWorld()->SpawnActor<ASpell>( bpSpell, FVector(0), FRotator(0) );
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B aTomn CTPOKe eCTb napa BELLI,EVI, Ha KOTOpble CTOUT O6paTMTb BHUMaHWNE:

e bpSpell gonxkeH 6bITb co3aaHHbIM BaynpuHTOM 06bekTa Spell. O6beKT <ASpell> B
YrI0BbIX CKOBKax YKa3blBaeT 3TO OXKUAaHMeE.

e HoBbih 06beKT Spell HaunHaeT ¢ Hayana otcyéTta KoopauHar (0, 0, 0) u npumeHeH
K Hemy 6e3 OOMONHUTENbHOro BpalWEeHMA. ITO MOTOMY YTO Mbl MPUKPENUM
ob6bekT Spell K 06bekTy Avatar, KoTopbi byaeT NpeaocTaBAATb Nepeaady U
HanpaBaeHWe KOMNOHeHTOB AnA obbekTa Spell.

If(spell)

Mbl Bcerga TecTupyem, ecnum Bbi3oB SpawnActor<ASpell>() npoxoant ycnewHo,
nposepsan if(spell). Echn 6aynpuHT nepepaHHbii  0bbeKTy CastSpell, He aBnsetcs
61yNPUHTOM OCHOBAHHbIM Ha Knacce ASpell, To ¢yHKuma SpawnActor() Bo3BpallaeT
ykasatenb NULL BmecTto ob6bekTa Spell. Ecnm 310 nponcxogut, mbl BbIBOAMM Ha 3KpaH
coobuweHne 06 owmnbKe, yKasbiBatowee, YTO YTO-TO MOLUee HENPABWU/IbHO BO Bpems
NOCbI/IAaHMA 3aKNNHAHUA.

spell->SetCaster(this)

MpW Haya/NbHOW YCTaHOBKE 3HAYEHWI, €CNM 3aKANHAHME MPOXOAUT YCMnewHo, TO Mbl
npuKpenasem ero K obbeKTy Avatar, Bbi3biBasa spell->SetCaster( this ). MomHuTe, 4TO B
KOHTEKCTe MNporpamMmmuMpoBaHMA B npeaenax Knacca Avatar, metog this sasnsetcs
CCbI/IKOM Ha 0b6beKT Avatar.

Tenepb, Kak Mbl COBCTBEHHO COEAVMHMM MNOCbIIAHWE 3aKAMHAHMA OT BBOAHbLIX AaHHbIX
Ul, kK Bbi3oBy ¢yHKUMM AAvatar::CastSpell() Ha nepBom mecte? Ham HyXHO CHOBa
BbIMO/IHUTb HEMHOTO nporpammmposaHua HUD.

Hanucanue AMyHUD::MouseRightClicked()

KomaHAa nocblnaHua 3akNMHaHUA, B KOHEYHOM cyeTe, byaeT npmuxoantb M3 HUD. Ham
HY)HO HanucaTb C++ PyHKUMIO, KOTOpasa byaeT npoxoAuTb yepe3 Bce rpaduyeckme
anemeHTbl HUD ” BbIABNATb KAWMK MO Kakomy-nmbo m3 Hux. Ecanm KAk Ha obbeKkTte
widget, To 3TOT 06beKkT widget poMKeH oOTBeYaTb 3aKAMHAHMEM, €CAM OHO emy
Ha3HayeHo. Ham Hy)KHO pacwmpuTb Haw obbeKT Widget, 4Tobbl MMeTb NepemeHHylo,
KoTopaa byaeT cogeprkaTb 6AYNPUHT NOCbiNaHMA 3aKnMHaHuA. [JobaBbTe 3n1eMeHT B
Baww ob6beKT struct Widget, ncnonb3ysa cneaytownii Koa;:

struct Widget
Lt
Icon icon;
Il bpSpell aBnseTca 6rynpMHTOM 3aKNUHAHUA, KOTOPOE NOCbINaeT 3TOT rpaPuyeckun dNemMmeHT
UClass *bpSpell;
FVector2D pos, size;
Widget(Icon iicon, UClass *iClassName)
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Tenepb BCNOMHMTE, 4YTO Haw Pickupltem wumen npuUKpennéHHbIM K Hemy paHee
6NYNPUHT 3aKNMHAHKMA, KOTopoe OH nocbinaet. OgHako Koraa Knacc Pickupltem
(nogbupaemobln npeameT) noabupancs B ypoBHE Mrpokom, To Knacc Pickupltem
NIMKBUANPOBANCA.

Il 3 APickupltem::Prox_Implementation():

avatar->Pickup( this ); // give this item to the avatar

/Il ynansem nogbvpaembin npegMeT, Kak TOrbKo OH Obin nogobpaH
Destroy();

TaK YTO HaM HY)KHO YAEP*KMBATb MHPOPMALMIO O TOM, KaKOe 3aK/JMHaHWe NOocCbliaeT
Kaxabin Pickupltem. Mbl moxem caenaTtb 310, Koga 31oT Pickupltem noabupaetcs
nepBbli pas.

BHyTpn Knacca AAvatar pobasbTe AOMNONHUTENbHYH KapTy, 4TOObl 3anomMWHaTb
6NYNPUHT 3aKNIMHAHMA, KOTOPOE NOCbINAeT NpeaMeT, Mo UMEHN NpeaMeTa:

// TlomecTtuTe ato B Avatar.h
TMap<FString, UClass*> Spells;

Tenepb B AAvatar::Pickup(), 3anomHuUTe Knacc 3aK/JMHAHMA, 3K3EeMNAAP KOTOPOro
co34aéT Knacc Pickupltem, c nomowblo cneaytouein cTpokM Koaa:

Il 3aKknNnHaHWe CBA3aHHOE C NpeaMeToM
Spells.Add(item->Name, item->Spell);

Tenepb B AAvatar::Togglelnventory() mbl moxeT mmeTb 06beKT Widget, KoTopbii
oTobparkaeTcA Ha 3KpaHe. BcnomHMTe, Kakoe 3aKAMHaHWE OH AO0/KEeH NOCblNaTh,
nocmoTpes Ha KapTy Spells.

HanauTe cTpoKy, Ha KOTOPO Mbl co3aanu rpadudeckuin anemeHT (widget), n cpasy noga,
Hel aobaBbTe Ha3HavyeHMe oH6bekToB bpSpell, KoTopble nocbinaet Widget:

/I B AAvatar::Togglelnventory()
Widget w( Icon( fs, tex ) );
w.bpSpell = Spells[it->Key];

[JobasbTe cneaytowyto yHKUMo K AMyHUD, KoTopyto yCTaHOBUM AnA 3anycKa, Koraa
NpaBaA KHOMKa MbILWW WENKAET NO 3HAYKY:

void AMyHUD::MouseRightClicked()
{
FVector2D mouse;
APlayerController *PController = GetWorld()- >GetFirstPlayerController();
PController->GetMousePosition( mouse.X, mouse.Y );
for(int ¢ = 0; ¢ < widgets.Num(); c++)
{
if( widgets[c].hit( mouse ) )

AAvatar *avatar = Cast<AAvatar>( UGameplayStatics::GetPlayerPawn(GetWorld(), 0) );

if( widgets[c].spellName )
avatar->CastSpell( widgets|[c].spellName );
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}
}

3TO OYeHb MOXOXKE Ha Hawy GYHKUMIO IEBOTO KAMKA MbiwK. Mbl MPOCTO npoBepaem
NOJIO}KEHME K/IMKA B OTHOLIEHUM rpaduyeckoro anemeHTta. Ecam Kakon-nubo Widget
6bln1 HaXKaT NpaBbIM KAMKOM U 3TOT Widget MmeeT cBA3aHHbIM ¢ HUM 06beKT Spell, To
3aK/IMHaHWe byaeT NocnaHo BbI3OBOM mMeToAa aBaTapa CastSpell().

AKTI/IBaHI/Iﬂ KJIHKAa npaBoﬁ KHOIIKH MbIIIN

Y106b1 COoeanHuTb 3Ty HUD yHKUMIO C 3anycKom, Ham HyXHO f06aBuTb 06paboTumk
CO6bITUI K NPaBOMY KAWKY Mblwn. Mbl MoXKem caenatb 3To nepenga B Settings |
Project Settings, 1 B noAaBmBLLeMcA AManoroBom okHe aobasutb onumto Input ana Right
Mouse Button, Kak NOKa3aHO Ha Cc/ieAyloWeM CKPUHLIOTE:

Engine - Input

’}, These settings are saved in Defaultinput.ini, which is currently writable

Bleo-
4 Bindings
4 Action Mappings 4 @
"8 Inventory + X
st cut [ ¢ [ cm I X
"B MouseClickedLMB + X
 Left Mouse Button 2d shift [ Ctrl [ At [l cmd [ X
¥ MouseClickedRMB + X

[ Right Mouse Button_”  ~[CIY U RPUY EULY B
Platforms —

O6bsasuTe yHKUMIO nop HassaHnem MouseRightClick() B8 Avatar.h/Avatar.cpp,
MCNONb3YyA CAeAYOWN Koa,:

void AAvatar::MouseRightClicked()
{

if( inventoryShowing )

{
APlayerController* PController = GetWorld()->GetFirstPlayerController();

AMyHUD* hud = Cast<AMyHUD>( PController->GetHUD() );
hud->MouseRightClicked();

}
}

3atem B AAvatar::SetupPlayerlnputComponent(), Ham HYXXHO NpUKpenuTb cobbiThe
MouseClickedRMB k ¢yHKumMmn MouseRightClicked():

294 |CTtpaHuya



/I B AAvatar::SetupPlayerinputComponent():
InputComponent->BindAction( "MouseClickedRMB", IE_Pressed, this,
&AAvatar::MouseRightClicked );

Mbl HaKOHeL, TO NOAKAYMAM NOCbIaHWE 3aKNUHAHMIK. UcnbiTante ux, GyHKUMOHAN
Urpbl TENEPb A0BOIbHO KNACCHbIN:

Lightning Spell x &ForceField Spell xiGolden Eggx1 Fire Spell x 6 Blizzard Spell x 5

Co3panue apyrux 3aKkJuHAHUN

IKCNEePUMEHTUPYA C CUCTEMOM YACTULL, Bbl MOXKeTe CO34aTb pa3sHoobpasme pasanYHbIX
3aK/IMHAHMN, KOTOPbIE NPON3BOAAT Pa3Hble 3PPEKTHI.
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OrbseHHoe 3aKJIUHAHUE

Bbl moXKeTe nerko co3gatb OFHEHHbIN BapMaHT HaWwlero 3ak1nMHaHnAa metesin, UsSmeHms
LUBET CUCTEMDI HaCTUL, Ha KpaCHbIVI:

Viewpori

BHeo-

4 Color Over Life |
4 Constant Curve |
4 Points 2elements <4 @ -
40 5 members v 3

Mapamemp ysema Out Val usmeHéH Ha KpacHsbIl
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YupaxaeHus

MNonpobyiTe cneaytowme ynpaxKHeHUa:

1. 3aknuHaHue monHum: Co3gaiTe 3aKAMHAHME MOJIHUM, UCMOAb3YA Nyd YacTuu,

MocmoTpute nocobue 3aka B KayecTBe MNpumepa, Kak Co34aloTca WU
BbICTPE/IMBAIOTCA B KAKOM-IMBO HaMNpPaBAEHUN NyYu:

https://www.youtube.com/watch?
v=ywWd3IFOuMV8&list=PLZIv NO OlgYDLyB3LVfjYIchBe8NgR8t&index=7.

3aknuMHaHMe cunosoro nona: Cunosoe none 6yaeTr OTKAOHATbL aTaku. ITO
Heobxoanumo nbomy urpoKy. [peasiokeHHoe OcCyllecTBeHue: BbinoaHUTe
HacnepoBaHue nogknacca ot ASpell noa Ha3BaHuem ASpellForceField. JobasbTe
orpaHuumBatowyto chbepy K Knaccy W ucnonb3ymte eé B PyHKUUM
ASpellForceField::Tick(), yTobbl OTTaNKMBAaTL MOHCTPOB.

Y10 manbwe? A 66l O4EHb NOCOBETOBA, YTOObLI Bbl PACLLUMPUAN HALLY MANEHbKYIO UTPY.
BOT HECKONbKO Mael ans pacwmnpeHns:

Co3pavite 60nblie 31€MEHTOB OKPYXKEHMA, pacliMpbTe MeCTHOCTb, no06aBbTe
AO0Ma 1 apyrme 35aHuA

[JobaBbTe KBecTbl, KoTopble nayT oT NPC

Onpeaenute 6onblue OPYKUA, TAKOTO KaK Meymn

Onpepenute BPOHIO, 3aWMTY 419 UTPOKA, HANPUMEP LWMUTbI

[o6aBbTe NaBKK, B KOTOPbIX NPOAAETCA OPYHKME ONA UTPOKA

[JobaBbTe 60/1bLIE TUNOB MOHCTPOB

OcywectsuTte Tpodeun, noaydyaembie OT MOHCTPOB

Y Bac Brepeagun 6yKBaI'IbHO TbICAYN YaCoB pa6OTbI. Echn Tak CcnoXXumnocb 4TO Bbl
nporpamMmmunctT oanMHOYKa, TO cpa60Ta|?1Ter C Kem-To ewé. Bbl He BbI)KMBUTE Ha UrpoBom
PblHKE B OANHOYKY.

3TO onacHo genaTb BCE camomy. 3aBeanTe gpy3en.

BriBoabI

3710 6blNa 3akNoYUTENbHAA rNasBa. Bbl npownn aonrnii nytb. OT He3Hawuwero Boobuie
Huyero B C++ NporpaMmmpoBaHnm, K Haaetocb, byayum cnocobHbIMU CBA3bIBATb OCHOBbI
nporpammmposaHusa nrp 8 UE4.
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