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NMPEOVNC/TOBUE

Unreal Engine (UE4) 6bIcTpo cTaHOBUTCSA 3Be301 B 0611acTh pa3paboTKu urp, BMlyanmsa-
UMK 1 fgaxe co3panuns ¢punbmoB. KomnaHum, 3aHMmaroLecs Brsyanmsaymeil, npopeccuno-
HaJibl Y SHTY31ACTbl BOCXMLIAOTCA ero Bo3MoxkHocTaMM. Unreal Engine 4 — BHYLIMTENbHbIN
KOMIMIeKC MPOrpaMMHBbIX CPeACTB C ThicAYaMM GYHKLMIA, MPO KOTOPbIE CHATbI COTHM YacoB
obyuyatoLiero BMAeO 1 co3aHo beccueTHOE MHOXKECTBO TyTopuranos, wiki-ctaTel, pas3bac-
HeHWI 1 yKa3aHui. Bce 3T pecypcbl MoOMOralT OTBETUTH Ha OTPOMHOE KONMYECTBO BOMPO-
coB no UE4, Ho nonck maTepuana no BaXkKHbIM acrekTam Br3yanu3aumm MOXeT OKa3aTbCs
oLenomsALLe CJIOXKHBIM. [pakTUYeckn Bce 4OCTynHble obyyatoLre nnaThopmMbl OPUEHTY-
pOBaHbl Ha CO3JaHKe Urp, @ He Ha BU3yanun3aLuio.

UE4 moKeT noKa3aTbCA Kak OYeHb 3HAKOMbIM, TaK 1 aBCONIOTHO UyX1M AN Nofel, yxe pa-
60TaBLIMX C TPAANLMOHHOW BU3yanu3aumein. CXOACTBO C MPUBbBIYHBIMU UHCTPYMEHTaMM
YMpOoLLaeT ero n3yyeHue, B TO ke BPeMs 3TO NINLLIb CXOACTBO B Ha3BaHWAX, U Ha NpaKTrKe
€CTb MHOTO CyLeCTBEHHbIX OTANYNIA. YaCTO 3TV NOXKHbIe aHaNOrMn CTaHOBATCA NPUYNHON
CTPaLLUHbIX Pa304apPOBAHNI N KaXKyTCA HEMPEOAONMMbIMU TPYAHOCTAMN.

Llenb 3Toi KHUrM — co3aaTb PyKOBOACTBO ANA CTYAMI BU3yanu3aumm 1 OTAESbHbIX MOJib-
30BaTesniel C peanbHbIMK NPYMepPamy HageKHbIX Pabourix NPOLLECCOoB, a TakKe NPOAEeMOH-
CTPUPOBaTb HeKOTOpble MHCTPYMeHTbI 1 ynoeku. Unreal Engine 4 (UE4) 6bicTpo cTaHOBKTCA
6yayLwMm UrpoBON MHAYCTPUN, BU3Yanu3aLnm 1 faxe XyAoXKeCTBEHHOW KnHemaTorpadpum.
JNiobrtenun n npodeccrnoHanbl CTPEMATCA NCCNeA0BaTb ero BO3MOXHOCTY. [laHHasA TeXHO-
JIOTUSi UMEET OrPOMHOE KOMIMYECTBO GYHKLIMIA, COTHM YacoB obyualowmx Braeo, becumc-
NEeHHOE KONMMYEeCTBO PYKOBOACTB, yUebOHMKOB 1 wiki-caiiToB. OTCeATb cpeam Bcell 3Toi
nHbOpMaLn NonesHyto AN BU3yann3aLunm KpalHe CNOXHO, Tak Kak 6orbluas ee yacTb
OPUEHTMPOBaHa Ha Co3AaHmne urp.

IOna koro ata KHura?

[laHHaA KHUra npeaHa3HaveHa ana npodeccuoHanbHbIX BU3yann3aTopoBs, CTPEMALLUXCA CO-
34aTb BeYaTnsaoLlye UHTEPAKTUBHbIE MHHOBALIMOHHbIE NMPUNOoXeHNs, paboTatoLue B pe-
XVMe peasibHOro BpemeHw, peHaepbl 1 aHumaumm B Unreal Engine 4. OHa Takke Hauene-

Ha Ha pyKoBoamMTesnell KoMaH pa3paboTKu, KOTOpble XOTAT 3HaTb, YTO HAZO AeNaThb, YTOObI
YCKOpUTb paboTy KOMaHf Br3yanun3aumm 1 faxe nporpaMMUCTOB.

Bbl y>ke [LONXKHbI MOHMMATb, KaK paboTaeT 3D-peHAepyriHT Ha NPOPeCcCMOHaIbHOM YPOBHE,
npexge YemM NPUCTynaTb K 3TON KHUre. Takue NOHATWSA, Kak MaTepuarsl, rnobanbHoe ocBe-
weHme (Gl), nonuroHanbHoe mogenuposaHue n UV mapping, BOMKHbI ObITb BaM 3HaKOMb.
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fl He 6yay OCBeLLaTb KOHKPETHbIE MPOLIeCChl BU3yann3auuy AaHHbIX 3a npeaenamu UE4.
Mpeanonaraercs, YTo Bbl, B3ABLWWCH 3a 3Ty KHUTY, yMmeeTe paboTaTb C CbipbIMU AaHHbIMY

1 Npeobpa3oBbiBaTh VX B popMaT, MpurofHbiin ana 3D-peHpepuHra. Takxke HEOOXOANMO XO-
poLLo pa3brpaTbCA B METOLAX BM3yanu3aLumm U TEPMUHONOTN, HAMPUMEP Bbl JOMKHbI MO-
HUMaTb, uTo Takoe refraction n Fresnel falloffs.

Ecnv Bam nHTepecHbl Blueprints, To xenatenbHO UMEeTb HEKOTOPbIY OMbIT B HAMWCaHUN
CKPVNTOB, WY MPOrPaMMUPOBaHN, UV KOMMbIOTEPHOW noruke. MoHATUA umKkna, one-
paTtopa if, nepemeHHo 1 ee Tina — Boolean, Floats u Strings wrpoko ncnonbsytotcs

B Blueprints, noaTomy fonHbl 6bITb BaM MOHATHbI. [lJaHHAA KHWra CoOpep»KnMT 0630p MeTooB
nporpaMmmupoBaHusa B Blueprints, Ho 370 He yuebHMK No NporpammrpoBaHuio. Tem He MeHee
Blueprints KpaliHe yao6HbI AnA HaUMHAIOLEro Nosib30BaTeNs, U JII060W, KTO MesT OnbIT pa-
60Tbl CO CKPUNTamMu, 0CO6EHHO B 3D-NPUNOXKEHNAX, CMOXKET JIETKO NX OCBOWTb.

Ecnv Bbl NpoaBUHYTHIV MporpaMmnct unu paspabotumk Ul, Blueprints nokaxkyTcs Bam pog-
HbIMU. QYHKLMW, TUMU3UPOBAHHbIE MePEeMEHHbIe 1 HaclefoBaHVe PaboTatoT Kak J1to6oi
06bEKTHO-OPUEHTMPOBAHHDIN A3bIK. Kak 1 MHOTMe A3bIKU NPOrpaMMrUpPOBaHNA UAN NnaT-
dopmbl, Unreal nmeeT onpepeneHHyto cneunduky, no3ToMy CTOUT B3MNAHYTb Ha 6onee paH-
HVe rnaBbl, 4TOObI Nyuylle MOHATb, YTO NMPOUCXOAMNT «MoA KanoTom». Co3faHve B13yanusa-
L TpebyeT coueTaHVA TEXHNYECKX HaBbIKOB ANIA aHaNIn3a NpeAoCTaBNeHHbIX AaHHbIX,
YMEHMA NCNOMNb30BaTb JOCTYMHbIE MHCTPYMEHTbI, XYA0XKEeCTBEHHOIO U AN3aliHePCKOro BKY-
Cca, YToObI OMpaBAaTh OXKNAAHNA TPebOoBaTENbHbIX KITMEHTOB.

Kak opraHnsoBaHa 3Ta KHUra?

3Ta KHUra pasfesieHa Ha Tpu YacTu. MNepBasA yacTb — 3TO TexHUYecknin 063op UE4 — ero
OCHOBHbIX GYHKLWMIA, cMcTem 1 pabounx npoueccos. Bropas yacTb JeMOHCTpUpyeT co3aa-
HMe MNPOCTbIX MHTEPAKTUBHBIX NpUIoXKeHUn npu nomown UE4 Editor n nepebix Blueprints.
B TpeTbeli yacTy Mbl OT Hauana Ao KOHLA PacCMOTPUM apXUTEKTYpY peasibHOro NpoekK-
Ta, HAUVHas C KJIMEHTCKMX AaHHbIX B 3ds Max, fo6aBum ocBelleHne npu nomowm Unreal
Lightmass, co3gagyum n npymeHuUm maTepuransl, aHUMaLUMo Kamepbl — Sequencer, OTpeH-
LEepuM ee Ha [NCK 1, HAKOHeL, 3aKOHUYUM co3aaHmem npunoxenus ¢ Ul, nHTepakTUBHbIMK
anemeHTaMm 1 GoTopeannCTUYHbIM PEHLEPOM.

B nepsow yactu Mbl n3yumm UE4 ¢ KOHLENTYanbHON U TEXHUYECKOWN TOUKM 3PEHNA — OCHO-
Bbl, TaKMe KaK yCTaHOBKa JlayHuepa 1 ABUKKaA, CO3[aHmne NpoeKTa 1 Takmne NOHATUA, Kak
Level, Maps 1 Assets. Bbl U3yunTe BaXkHYt0 TEPMUHOMOTMIO 1 TEXHONIOTM, FapaHTUpYyLoLme,
4TO, UMTan KHUTY UAK ApYyrue pecypcbl Mo Br3yanusauum, Bbl XOPOLLO NOMMeTe, O YeM naet
peub. A nonbITaloCb 0OBACHUTD, KaK BCe PaboTaeT C TEXHNYECKOWN TOUKM 3peHIA, YTOObI Bbl
MOFIY NPUMEHUTL NMOMYYEeHHbIE 3HaHUA K COOCTBEHHOMY MPOEKTY BU3yanu3auuu. Mbl no-
CMOTPUM Ha MaTepuan KHUTM € TOYKK 3peHuna nonb3osatensa V-Ray unm mental ray, koto-
pbili BNepBble oTKpbin Unreal Engine 4 n cTonkHynca ¢ pasHuuen mexay odnaH-peHpe-
PUHFOM 1 PEHAEPVHIOM B peafibHOM BPeMEHMN.
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Mocne TOro Kak mbil MN3Yy4YM OCHOBbI U MONYy4YMm YeTKoe npencrtaBnieHne, 4To NPoncxo-

anT B UE4, Mbl HAUHEM MOTPY»KaTbCA B peasnbHble npumepbl. OHY onucaHbl B y4ebHOM CTu-
ne ¢ NoApPOO6HbIMY MOLLAroBbIMU UHCTPYKUMAMU. Bee daiinbl npoekTos (MAX 1 dpannbl UE4)
[OCTYMNHbI ANA ckaumBaHusa no ccoinke www.TomShannon3D.com/UnrealForViz. Takum

o6pa30M Bbl MOXKeTe WWar 3a Wwarom cienTb 3a Co3gaHneM NpoekKTa.

YacTb |. O630p Unreal Engine 4

-

Hauano pa6oTbi c Unreal Engine 4. C nomoLubto nogpo6Horo o63opa UE4 Bbl y3HaeTe, uto
UE4 no6aBnseT B BU3yanu3aLmu, C Kakmy npobiemamm Bbl CTONIKHETECH U KaK UX MPeofo-
NeTb, rae NoJlyYnTb MOMOLLb M KaK HauaTb MaHMpOoBaTh CBOV NepBble NpoekTbl Ha UE4.

Pa6oTta B UE4. Pabounin npouecc UE4, ckopee BCero, CMbHO OTINYAETCA OT BCETO,
YTO Bbl Kak NpodeccroHan B B3yanv3aunm NCronb30BasmM paHblue. Y3HalTe, Kak oc-
HOBHble 35ieMeHTbl UE4 GyHKUMOHUPYIOT BMeCTe AiA CO3aHus, pefaKTVpoBaHMWs

N pacnpoCTpaHeHNA UHTEPAKTUBHbBIX MPUNOXKEHNIA.

KoHBeliep KOHTeHTa. [Jo6aBneHe Bawero KoHTeHTa B UE4 MOXeT ObiTb OAHUM U3 Ca-
MbIX 3aMyTaHHbIX W CJTIOXKHBIX aCMeKTOB 00yueHuaA. Y3HainTe, kak UE4 nmnoptupyet

1 obpabaTbiBaeT 2D- 11 3D-KOHTEHT 13 APYTUX MPUSTOKEHWI, @ TaKXKe N3yunTe HEKOTO-
pble naen o TOM, Kak MHTerpMpoBaTh ero B CyLLecTBYyoLne KOHBeepbl.

OcBeLyeHue u peHgepuHr. UE4 npefctaBnseT peBOMOLVOHHbIN Gpr3NYecKmn oc-
HOBaHHbIN peHAaepep, KOTOPbIN AaeT yANBUTENbHbIE Pe3ynbTaTbl 3a JOJ0 CEKYHAbI

Ha Kaap. Bbl HayunTecb ncnonb3oBaTb CBOE MacTEPCTBO PEHAEPUHTA U NMPUMEHATb ero
K cncteme ocBelyeHna UE4 Ha ocHoBe ¢U3nUeckn KOppeKTHOro peHaepuHra (PBR).

Marepuanbi. Co3aaHve 60ratbix, peanMcTUUYHbIX MaTePUANoB NMEET BaXXHOE 3Have-
Hue AnAa fjocTmxkeHna GoTopeannctmyHocTu. Matepuansl B UE4 ABnAtoTCA HeoTbemsle-
MO YacTbto pabouero npouecca PBR 1 otnnyatotca ot nioboi cucteMbl MaTepranos,
KOTOpPY!0 Bbl paHee 1Crofb30Banu. Y3HaiTe, Kak co3patoTca matepuarnbl, paboTaioT
pa3nuyHble KOMNoHeHTbl PBR, 1 HauHWTe U3yyaTb, Kak IK3eMMIApbl MaTepurasnos fena-
0T co3paHne matepuanos B UE4 nHTepaKTUBHbBIM 1 yBNeKaTeNbHbIM.

Blueprints. Blueprints — 3To peBontouns B HaNnMcaHMM CKPUNTOB U NPOrpaMMnpoBa-
HuKM urp. Tenepb MOXHO pa3pabaTbiBaTb 6oraTble NepeaoBble NPUSIOXKEHWS, He Hanw-
CaB HW OAHON CTPOKM Kofa. Tem He MeHee Blueprints no-npexHemy ABNATCA A3bIKOM
NpPorpaMMrnpOBaHuA, 1 N3y4eHre OCHOB MO3BOJIUT BaM HayaTb Pa3BUBaTbCA B 3TOM
HanpasneHuu.

YacTb Il. Baw nepebit npoekTt 8 UE4

1.

HacTtpoiika npoekTa. HayunTecb onpeaenatb Lenn NpoeKTa, a 3aTeM y3HanTe, Kak
CO3aTb HOBbI MPOEKT 1 HACTPOUTb €ro OCHOBHbIE NapaMeTpbl, YTOObl HayaTb C Bbl-
60pa npeaBapuTenbHO co3aaHHoro Starter Content gns NOCTPOEHUsA Ballero ypoBHs.
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2.

4.

3aceneHue mupa. Vicnonb3ys Starter Content, Bbl uccnegyeTe ncnonb3oBaHmne pefak-
TOpa B NepBbIil pa3, momeLlas acceTbl B MUP, YTOObI OHM CTanu akTopamu, nepemellas
N MeHAA 1X, a 3aTeM pa3meLLas NCTOYHUKM CBETA, YTOObI OCBETUTDH CLIEHY.

Ucnonb3oBaHue Blueprints. Co3palite cBon nepBble Knaccol Blueprints, Player
Controller, Pawn n GameMode. Bbl HazHauuTe Input Mappings 1 3anporpammupyete
BXOfHble laHHble UTPOKa, MO3BOMAA eMy NepemelLaTbCA N0 YPOBHIO B pexrme npo-
CMOTpa OT NepBOro nmua.

YnakoBKa un pacnpocTpaHeHue. Mocne Toro Kak BaLu NpPoOeKT 3apa60TaeT, HacTaHeT
BpemMA NoAroToBUTb €ro K pacnpocTpaHeHuio B BUAe OTAESIbHOTO NPUNOXEHNA. B UE4
3TO Ha3blBaeTCA yI'IaKOBKOVI, 1 OHa Co3JaeT ONTUMN3NPOBAHHOE, MPOCTOE B YCTAHOBKE
1 3anycke NpunoeHme, KOTOpPOe Bbl MOXeETE JIErKO 3aapXnBMPOBaTb N OTNPABUTb.

YacTb lll. ApxutekTypa npoekTa BU3yanmsauum

=y

HacTpoliika npoekTa. Bbl CHOBa onpegenunTe Lenm CBOero nNpoekTa — Ha 3ToT pas
[Nsi CO34aHNA BbICOKOKJIACCHOW apXUTEKTYPHOW BM3yann3aunm ¢ HECKONIbKMU KJo-
YeBbIMY pe3yfbTaTaMu: UHTEPaKTUBHbLIM MPUOXKEHEM 1 NpefBapuUTeIbHO OTPUCO-
BaHHOW MOLIAroBOW aHMMaL e, BbIMOHEHHOW C MOMOLLbIO Sequencer.

KoHBeliep gaHHbIX. Bbl y3HaeTe, Kak NoAroToBUTb U OpraHn3oBaTtb Bawmy 3D-gaHHble
nepep skcnoptom nx B FBX. Bbl noimeTe pasHuLy MexXay apXnTeKTypon 1 peKBnsmn-
TOM. 3aTeMm Bbl CCriefyeTe HeCKONIbKO MeTOA0B AJA NOlyyeHnA Balnx JaHHbix B UE4,
cocpefoToUMBLLMNCE Ha paboyem npoLlecce MMMNopTa 1 akcnopTa FBX.

HanonHeHue cueHbl. [locie TOro Kak Balwm AaHHble 6yayT umnoptrpoBaHbl B UE4, Bbl
CMOXKeTe y3HaTb, Kak NepeHecTn UX Ha Ball ypoBeHb UE4. EcTb HecKonbKo cTpaTteruid,
KOTOpble HY>KHO M3YUNTb, U 34eCb Bbl yBUANTE HECKOMNbKO LUTYK, UCMOMb3yeMblX, 4TO-
6bl NONYUNTb KaK apXMTEKTYPY, Tak 1 PEKBU3UT Ha CLieHe, TaM, FAe Bbl XOTHTe.

ApxuTteKkTypa ocBeLeHus. PeweHune Lightmass Global lllumination ot UE4 npekpac-
HO, HO B TO »Ke BpeMsA CUIbHO OT/INYAETCA OT TOrO, Kak Bbl KOrAa-nnbo B13yannsmpo-
BaJIM OCBelleHne CLieHbl paHblue. Bbl HayunTech nonyyaTtb NoTpAcatoLiee ocBeLeHme
C BbICOKMM JMHaMUYeCKNM Arana3oHoM 1A BalLUX CLiEH, KOTopble BU3yanu3npyloTca
3a 40NN CeKyHfbl.

ApxutekTypa matepmnanoB. OnvpaAcb Ha OCHOBbI, KOTOpPble Bbl M3Y4W/v O MaTepua-
nax B NepBOW YaCTV KHUTY, Bbl HAYHETE CO3[aBaTb OCHOBHblE MaTepuarnbl, Nporpam-
MupyeMmble NapamMeTpbl U APYTYHo JIOTUKY Welraepa, YTobbl MonyunTb rmOKUiA, 6bICTPbIN
1 KpacuBblii HA6OP 3K3eMnNAPOB MaTepurana ANl NPUMEHEHNA K CLiEHE.

CospaHue Cinematics npu nomouwm Sequencer. BoaMoXXHOCTb peHaepyriHra ¢o-
TOpeanuCcTUYHOM aHMMaLM 3a [OJTIO0 CEKYH/Ibl OTKPbLIBAET LieJblii MUP TBOPUYECKIX
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BO3MOXHOCTe. Hayuntecb co3gaBaTb aHMMaumio Sequencer, ucnonbysa Cine Cameras
ANA BOCTMKEHUA GU3MYECKN NMPaBUIbHOTO, KMHeMaTorpapryHoro BMAA, BKYas Ta-
Krie 3¢ deKTbl, Kak rnybuHa pe3kocTy, pa3mbiTiie 1 BUHbeTKaA. [ocne 3aBepLueHus Bbl
cmoxeTe 3anuncaTb 90-ceKyH/ZJHOe MoLlaroBoe pyKOBOACTBO Ha AUCK C pa3peLleHnem
4k 1 60 Kagpamu B CEKyHAY B TeHeHVe HECKOMbKNX MUHYT.

MoproroBka Level gna nHtepakTuBa. CToNKHOBEHME (KONNN3KA) Kak cnocob ¢u-
31YeCKOro B3aMMOAENCTBUA MeXAY 06bekTaMun abCcontoTHO HEOOXOLMMO ANA MOosy-
YEHUS OT/INYUHOTO UHTEPAKTUBHOTO OMbITA, @ TaKXKe ABNAETCA OQHON U3 CaMbIX CITOX-
HbIX 1 HeMOHATbIX obnacTtel paspaboTku UE4. MockonbKy Bugeourpbl TpebyoT MHOMO
WHTEPAKTUBHBIX /IEMEHTOB, CTOJIKHOBEHMeE 6Oblfo pa3paboTaHo, uTobbl GbICTPO pea-
NN30BaTb Takne 06bEeKTbI, HO MHOTAA UX TPYAHO HACTPOUTb. Y3HaiiTe, Kak JIerko nog-
rOTOBWTb Ball YPOBEHb B Urpe, YToObl MO HEMY MOXHO 6bINIO NepesBUraTbCA, He Npo-
BafIMBaACh NOJ TEKCTYPbI.

Bonee cnoxHbie Blueprints: B3aumogeincresue UMG. OHa 13 Bennyanwmx Bos-
MOXXHOCTEI MHTEPAKTUBHOW BU3Yann3aLmm — 3TO BO3MOXKHOCTb CPAaBHMBATb BapyiaH-
Tbl B KOHTEKCTE U peasibHOM BpeMeHU. Bbl y3HaeTe, Kak HaCTPOWTb CTPUMUHT YPOBHEW,
a 3aTeM NOMEHATb X MECTaMU BO BPeMsa BbINMOJIHEHNA € nomMolblo Blueprints. Bbl cmo-
KeTe NpefoCcTaBUTb 3TY GYHKLMOHaNbHOCTb UrPoKy, co3aas B UMG npocToli nonb3o-
BaTeNIbCKNIN NHTepENC.

[ononHutenbHbIi ypoBeHb Blueprints: Material Switcher. Ecnu Bbl geiicTButesnb-
HO ViLLieTe NCMbITaHWIA, 3Ta rNaBa AN Bac. 34ecb Bbl YBUANUTE, Kak pa3pabaTbiBaeTcs ro-
TOBBI K BbIMYCKY NepeknoyaTenib matepuranos. OH NpeaocTaBiseT pacluypeHHble
dYHKUMOHabHble BO3MOXHOCTU He TOJbKO UFPOKY, HO 1 An3aiiHepy ypoBHeii (LD), no-
3BONIAA BM3Yyann3mpoBaTb HacTpoiKy B Editor, co3paBasa NonHbIN HAGOP MHCTPYMEH-
TOB, KOTOPbI MOXKeT ObITb MOBTOPHO NCMOJIb30BaH B NI06OM NpoeKTe.

@OuHanbHble pa3MbILWIEHUA. DTa KHUra TOMbKO LilapanaeT MOBEePXHOCTb aincbepra,
KoTopbim aBnAetca UE4. Al Hagetochb AaTb BaM Xopolunini GyHAAMeHT AnsA pa3paboTku

1 HEMHOTO BLLOXHOBEHWA ANA fanbHellero camoCcToATeNIbHOro pa3BuTurA. B 3akntoue-
HVe A pacckaxy, Kyaa aBuKyTca UE4 1 oTpacnn, KOTopble ero Cnosnb3yloT, U Kak 3To
NnoBnuvseT Ha byayLuee BU3yanusaymn.

Paiinbl pecypcos

Bce dainnbl npoekTa UE4 1 ncxopHble dainbl 3ds Max gocTynHbl no agpecy
www.TomShannon3D.com/UnrealForViz. Mbi Takxe npegocTaBnum CCbifIKM Ha JOMOS-
HUTeNbHbIe PEeCYpPCbl AN Kaxgon rnaebl. UE4 — 6bICTPO pa3BMBAlOWAACSA TEXHOMNOI A,
HO A NocTapaloch NoaAepPKNBaTb MHGOPMaLMIO aKTyanbHON, HACKOSIbKO 3TO BO3MOXHO.
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O603HaueHus, ucnonblyembie B 3TON KHUTe

B 3101 KHMre ByayT 1CNonb30BaTbCA CefytoLime Tunorpadunyeckrie o603HaueHus.

o KunpHbIM WprdTOM BbiENeHbl HOBble TEPMIHbI, UMEHa NepPeMeHHbIX 1 MapaMeTpoB

« Kypcusom BblgeneHbl CBOMCTBA U NapameTpbl

-
Bbl MoXeTe 3apernctpuposaTtb ceoto konuto Unreal Engine 4 gna gusaiiHa
1 BU3yanmsaymm rno agpecy informit.com, c ee nomoulbto Bbl nonyumnte 6onee
YAOOHBIN JOCTYN K 3arpy3Kam, 0OHOBIEHNAM 1 UCMPaBAEHUAM MO Mepe X
NoABNEHNA.

[na Hauyana npouecca peructTpaumm nepenguTte no ccoinke informit.com/register
1 BOMJMWTE B CUCTEMY WA CO3[anTe yyeTHyto 3anucb. Begute ISBN npoaykTa
(9780134680705) 1 HaKMUTe KHOMKY «OTNPaBUTb».




B/TIATOOAPHOCTMU

fl xoTen 6bl BbIpa3uTb 6narogapHocTb Jlope JleBrH, oTBETCTBEHHOMY pefakTopy Pearson
Education Technology Group, 3a npeaocTaBneHHy BO3MOXHOCTb OMy6/IMKOBaTb 3TY KHU-
ry. fl Takxxe xoten 661 nobnarogaputsb LLepu PennnH, moero notpscatoLlero pegaktopa pas-
paboTKu, 3a ee obpaTHyIo CBA3b U PYKOBOACTBO; [one Jloyann, KoTopas 3aHnManacb pefak-
TUPOBaHMeM Konui, 1 Jlopu JlanoHc 3a nomoub. fl TakxKe xoTen 6bl nobnarogaputs Onmemo
baepxno 3a nogaep>kky Bo Bpemsa BCero npouecca.

TexHNYeCKre peLeH3eHTbl 3TON KHUMU CAeNlanin BCe BO3MOXXHOE Af1sl TOro, UTobbl npefocTa-
BUTb HafleXHble UCTOYHUKUN HGOPMaLMK 1 AaTb Camyto pa3Hyto 06paTHyto cBA3b. H1Kakmx
CIOB He XBaTUT, YToObl Nobnarogaputb 3sraa Cnapkca 3a ero COBETbI U OMbIT, KOTOPbIM
OH LLeApo Jenunca co MHol. f TakxKe xoTen 6bl Bbipa3nTb 6/1arogapHoCcTb TMy Xo6CcoHy

n Camy [entepy n3 Epic Games 3a nx Bpems 1 yCunus, HanpasieHHble Ha NpefoCTaBNeHre
MaKCYManbHO TOYHOW UHbOopMaLnu.

fl xoTen 6b1 nobnaropaputb Epic Games 3a 1x BUgeHWe 1 SHTY31a3Mm, a TakxKe 3a To, YTO OHU
B3I MEHSA C cO601 B Noe3aKy K byayuiemy BM3yanbHOW KOMMYHUKaLMW. DTO YeCTb — pa-
60TaTb BMECTE C lyULMM pa3paboTumkamu urp B Mupe.

fl Takxe xoTen 6bl nobnarogapuTb KomaHay Hoyt Architecture Labs n Imerza, lopnaHa Bu
1 Mpu XonTa, 3a UX WEeAPOCTb U MOAAEPKKY, @ TAKXKe 3a NPefoCTaBeHe YATATENAM STON
KHUM JOCTYNa K UX UCXOAHVIKAM.

HakoHeL, s xouy nobnarofaputb MO0 XeHy 3a ee 6€CKOHeUHY0 NoAAep»KY 1 BLOXHOBe-
HUE 1 MOVX [1eTe 3a X N0OOBb 1 3a TO, YTO OHM MPUHOCAT PALOCTb Y UTPbI B MO0 NOBCE-
IHEBHYIO >KN3Hb.



Ob ABTOPE

Tom LISHHOH — TeXHWYeCKNIA XyAOXKHIK C 6oree Yem fecATUNEeTHUM NpodeccroHasnbHbIM
OnbITOM pa3paboTKky Braeourp 1 Busyanusauumu, skcnept B Unreal Engine n npocTto paHat
cBoero aena. OH yBfieYeH Urpamm 1 CBsI3aHHbIMU C HMUW TEXHOMOTMAMUY, @ TaKXKe Br3ya-
nu3auueit 1 ee BIMAHNEM Ha peanbHbI Myup. OH NpoBOAMT CBOU AHW, 6anaHcpys mexay
CTPOVTENbCTBOM MUPa BMECTE C apXUTEKTOPaMU, UHXKeHepamu 1 Arn3aiHepamu, 1 ero pas-
pyLeHneMm rmraHTCKMK poboTamm BMeCTe € MPOorpamMmMrUCcTamu, aHUMaTopamMm N XyAOXKHM-
Kamu no adpdekTam.

Tom xunBeT B Konopano co cBoer npekpacHom »keHon CepurH, KOTopaa OCTaeTCA ero BLOX-
HOBUTENEM, M CBOUMY 3aMeyaTeNIbHbIMU U CKPOMHbIMU AeTbMU IMMOW 1 [leKcTepom.

Bbl MOXeTe HaiTh ero canT no agpecy www.TomShannon3D.com.
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