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BBenenne

B mpormecce pa3pabotku wurp peanmmsyercss OONBIIOE KOIHYECTBO OOBEKTOB, KOTOPHIE OTHOCATCS K
pas3M4HbIM KiaccaMm. Eciii He 1o03a00TUTBCS 00 apXHUTEKType KJIACCOB, TO HACTaHET MOMEHT, KOIJa
paclIMpeHre WIPOBOTO MHpa HOBBIMH OOBCKTAMH CTaHET JOCTATOYHO CIIOKHOM 3amaueii. [IpaBuibHas
APXUTEKTYpa SKOHOMHUT MHOTO CHJI U BPEMEHH Ha JIOPAaOOTKY MPOEKTa WJIM UCIPABICHUS OIIMOOK, a TaKXKe
MOBBINIACT MPOU3BOAUTEIEHOCTH PAOOTHI BCEi CUCTEMBI B 1IEJIOM.

Unreal Engine 4 — OTKpBITBI ¥ MPO(PECCHOHATBHBIN MUHCTPYMEHT AJIsi cO3AaHUSHTepaKTHBHBIX
TPEXMEPHBIX CIICH B pealbHOM BpeMeHH. BHyTpeHHss apxuTekTypa kiaccoB B Unreal Engine 4 npeacrasmsier
c000if JIeTKO paciupsieMyro ciucteMy moj HazBanuem Gameplay Framework [1].

Apxurtekrtypa kaaccoB Unreal Engine 4

B UE4 Bce 00BEKTHI — 3TO 9K3EMIUTIPHI KJIAcCOB, KOTOpbIe HacieayroTes ot kiaacca UObject. UObject
SIBIIsIETCST 6a30BBIM KIIACCOM ISl BceX TUIOB 00BhekToB 8 UE.

OO6bekTHI, co3nannbie kiaccom UObject He MoryT HaxoAUThCs Ha CIICHE M CYLIECTBYIOT TOJBKO B TAMSTH,
MO3TOMY MX yIO0OHO MCIONB30BaTh I XpaHeHus uHdopmanuu, Tak kak mycroi UObject sanmmaer 56 Gaiit
M HE TPaTHT PECypChl PeHJEpa CICHBI, OJHAKO CTOMUT OTMETHTh, 4T0 UODbject MOKHO JIerKO pacuIMpHTh
(GYHKIMAMH, KOTOPbIE TIO3BOJIAT CHATh OTpaHUuyueHHs. [2].

OOBeKTBl 3K3eMIUIAPHI  KiaccoB ACtOr, KOTOpble MPOMCXOMAT OT 0a3oBoro kiacca AActor,
pactmpsiromuit kiace Uobject u mpeacrasiseT Bce UTPOBBIE 0OBEKThI, KOTOPBIC MOTYT OBITh MOMEIICHBI Ha
WTPOBYIO clieHy [3].

AcCtor ucrmonb3yercs 11 0003HaYSHHUS IK3EMILISAPOB KJIACCOB, KOTOpBIE mpoucxo st ot AActor, a Objects
UCTIONIb3YeTCs Tl 0003HAYCHUSI IK3EMIUIAPOB Kilacca, KOTopbie He Hacieayercst ot AACtOr.

Gameplay Framework Classes — 3T0 ocHOBHBIE KJIAaCChl ISl MPEACTABICHHUS HIPOKOB, COIO3HHKOB U
BPAKECKUX MEPCOHAXKEHN, U YIIPABICHUE ITUMU MEPCOHakaMu ¢ nomoinbio MM uiiv BXOJHOM JIOTUKHU UTPOKa.
Takoke CyIIECTBYIOT KJIAcChl Ul CO3JIaHUS JMCIUICEB M Kamep st urpokoB. Mrposeie knacce GameMode,
GameState u PlayerState ycranaBiuBaroT npaBuiia HTPOBOTO MHPA M OTCIICKHUBAIOT KaK MPOXOJUT UIPOBOM
mporiecc. Bece aTH Kiacchl CO3MA0T pa3HbIe TUIIBI AKTEPOB, KOTOPBIE MOTYT OBIThH KOO MOMEIIIEHBI Ha CIICHY,
7100 TIOPOXK/ICHBI B YCTAHOBICHHOE BPEMSI.

Pawn pacmmpsiet kinacc ACtor u sipisieTcst 0a30BbIM KJIACCOM JUIS BCEX CO3J[aHUH U MePCOHANKEH, KOTOPhIC
KOHTPOJIMPYIOTCS HCKYCCTBEHHBIM UHTEIJICKTOM HJIH %K€ HETIOCPEICTBEHHO UTPOKOM [1].
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Puc. 1. Apxurekrypa knaccoB B UE4

Pa3padoTka untepakTuBHOro oosexkra B Unreal Engine 4

B kauecTBe MILTFOCTpAIMK CHCTEM HACIIEOBAHUS U COBMECTHOIO Mcroib3oBanus Actor u Object, uro
MO3BOJIUT B JaibHElIeM mepeitu k noaxomy Data Driven, Obiia peanu3oBaHa WHTEpAKTHBHAs JIBEPb.
HenocpexncTBeHHO peann3anys MHTEPAKTUBHOTO O0BEKTa JBEpPh OCHOBaHa Ha JBYyX kiaccax: DoorActor u
Door.
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Puc. 2. Apxutektypa kiaccoB peanuzaiun n1sepu B UE4

DoorActor ymacnmemoBan ot kiacca AACtOr. MIMeHHO OH OTBEYaeT 3a BH3yaJH3aIi0 OOBEKTa Ha
BHPTyalbHOUM crene. DOOr — 3to kiacc, xpaHsmmid B ceOe BCIO MH(DOPMANWIO O ABEpU. IJTOT Kiacc
yHacienoBaH ot kiacca Usableltem, kotopsiii B cBoto odepenp yHacnenoBat ot kiacca Uobject.

JlaHHas apXUTEKTypa MO3BOJISIET:

— ONTUMH3HMPOBATh MaMITh M MO3BOJSACT Ui XpaHEHHS M OTOOPaXKEHHUS THICSY BUPTYalbHBIX
00BEKTOB HA BUPTYaJIbHOH CIICHE

— yno0HO COXPaHSTh TaHHBIE C Pa3HBI MOMEHT BPEMEHU

— ymo0HO peJaKTHPOBATh M U3MEHSTH IapaMeTpPhl Y 00bEKTOB (MOKHO HCIOJIB30BATh PA3INYHBIC
0a3bl TaHHBIX).

Puc. 3. PeanuzoBannas 1Bepb

Knacc DoorActor peannzoBan Ha C++ 1 B3auMoJieiicTBYeT Hanpsmylo ¢ kiaccom Door, uepes moryuenue
BCEX HEOOXOIMMBIX MapaMeTpoB. A B kiacce DOOr ocHOBHBIE mapaMeTphl JIBEpU W (PYHKIUM AKTUBAIUN
COOBITHIT (HampuMep, 3aKPBITUS U OTKPBITHS) peanu3oBanbl Ha C++, a JIOTMKa TOBEICHUSI CAaMOTO COOBITHS
peanusoBana Ha blueprint koge. Tem cambIM TpH OMOIIK Kiacca DOOr Mbl MOXKEM CO3/1aBaTh Pa3invHbIC
TUTIBI JIBEpEH, KOTOpble OBl OTJIMYAIMCh HE TOJNBKO BHENIHE, HO M (PyHKIMOHAIbHO, a kiacc DoorActor
yCTaHaBJIMBAET CBOM ITAPaMETPHI ITyTEM CChUIOK Ha JaHHbIe Kiacca Door. JlaHHbIi cioco0 HaMHOTO yIIpoIIaeT
IpoLeCcC PacIIMPEHUs pa3HO00pa3usi 00bEKTOB HIPOBOTO MHPA.

3akiaoueHue

Unreal Engine siBisietcst muiathopMoit, B KOTOPOU T0CTATOYHO YA00HO KOHTPOJINPOBATh U CTPOUTH CaMble
pa3HbIe HepapXxuu KiaccoB. [IpogeMOHCTpUPOBaHHBIH TPUMEp C JABEPHIO MOKA3bIBaeT THOKOCTH M YA0OCTBO
apxutektypel Gameplay Framework Unreal Engine 4 s peanusaiy  OOJBIIOTO  KOJUYECTBO
Pa3HOO00pa3HBIX 00BEKTOB.
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