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AKTYa/IbHOCTb

Pa3paboTaHHbIN  BUAEOPEAAKTOP  MNO3BONAET  YMEHbLUUTb
TpyAo3aTpaTbl Ha CO34aHMe BUAEOPOSIMKOB CO CTAaTUYECKMMMU
n/mnn  guHammyecknmm obbektamm 3D-moaenupoBaHusa  C
PEeaNNCTUYHbIM OTOBPaXKeHMEeM NTOTOBOTO pe3y1bTaTa.



Llenb n 3apa4un

Llenb: pa3pabotaTb BuAeOpeaaKTOP C BO3MOXHOCTbIO MHTerpaumm 3D-
Mmoaenenm B BuAeopAd C  PeaUCTUYHbIM  OTOOparKkeHnem UTOroBOro

pesynbraTa.

3aaauum:
1) npoBecTn cpaBHUTENbHbIN 0630p aHAaNOTMYHbIX PELLUEHUN;

2) BbIObpaThb CpeacTBa peannsaunm;
3) YTOUYHUTb TPEebOBaAHUSA K NPUNOKEHWUIO;

4) pa3paboTaTb NpUNOKEHUE;
5) npoTecTupoBaTb PaboTOCNOCOOHOCTL NPUNOKEHUS.



O630p cyLecTBYOLWMUX aHANOTOB

HasBaHue Pycckum
ABTOHOMHOCTb | MoHTaxK | 3pPeKTbl | 3D-moaenmpoBaHue oC Y
NPOAYyKTa A3bIK
Adobe
Premier Pro — + — — Windows +
Adobe After
Effects — — + + Windows +
Final Cut Pro
+ + + + macOS —
Cinema 4D Windows,
— — + + macOS, Linux +




Bbibop cpencrts peannsaumm

BbibpaHHble cpeactBa pa3paboTKu:

Cpepa pa3pabotku Unreal Engine 4

UNREAL
ENGINE

NGINI

w IDE Visual Studio Community

d A3blK nporpammupoBaHmna C++



ApPXUTEKTYpPa NPUNOKEHUA

Monens

MameHAeT Ynpaenaer

[lpencraeneHune KoHTponnep

cnonkayer

lNonb3oBaTtens



ApPXUTEKTYpPa NPUNOKEHUA

WCNOSb3YETCA B: ABTOP: Conosbes C.I1. OATA: 21.12.2021-PA3PA5ATbIBAETCF| YUTATENb OATA| KOHTEKCT:
BbinyckHas MNPOEKT: BuaeopenakTop c PEBM3MS: 20.05.2022| [YEPHOBMK
KBanurKaumoHHaa nHTerpaumneir 3D-mogeneit B PEKOMEHAOBAHO _
paboTta
3amMEYAHMS: 1234 5880 10 NYBAUKALINS
TexHu4veckas
OOKyMeHTauus
l ABTOpPM3OBaHHbIE
nonb3oeaTtenn
Monb3oBaTtenu ABTopwgaumg E—
—_——
nonb3oBaTena
. v 3D-mogenn
A1 M aHUMaLuuns
h T
HeaBTopunaoBaHHble | |
I A
nons3oBarenu
McxoaHoe = ObpaboTka Bnaeopsina Buneo ¢ = PeHaep (komnoHoska
BUOEO HAaNnOXeHHbLIMW BCeXx anemeHToB B
»- appekTamu eauHbIi Buaeopsa) [0 ™
A2 M > BMOEO
A A X ~ A3
MHCTpyMEeHTBbI
penakropa O6nacm CMOHTUpOBaHHOE
B3aMMOOENCTBUSA BUAEO
O6opynoBaHue
ans paboTbl C
penakropom
BeTka: AOD HazpaHwe: Homep: 2

BuneopenakTop ¢ MHTerpaumei 3D-mogenei B Buaeo




NHTepdenc okHa 3D-moaennpoBaHUA

Bupeopepnakrtop




NHTepdenc okHa BnaeopeaakTopa

3D-mopgenupoBaHue




Peanusauma nHtepdeica

- SET i)
—» h\ ¥ Create Video Widget
Show Mouse Cursor [/ » [ 2

< Event BeginPlay
»

Target Class Video Return Value

Owning Player

[ Get Player Controller .
[ Set Input Mode Ul Only

b
s 0 e
| Add to Viewport

larget is User Wid In Widget to Focus

O» Player Index |F| Return Value

Player Controller

C » In Mouse Lock Mode

Target




Peannsauma kKnacca Video Player

<) Event Construct

| Open Source

~ = larget is Medla Fiayer

Media Player
»

Target

Media Source
VedeoPlayer

»
Return Value >

f et Visibility

1 arget is Wwiaget

| Delay °/ Target
In Visibility

Completed
. : . Visible

O Duration [0,1]
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Peanm3au,m CLI,EHbI Bm,u,eope,u,aKTopa
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>
~
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Cnuckn obbeKToB Ha cueHe
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Peannsaumna pacyerta cmelleHunA

o Falllng

[ arget | s Na

Target Return Value

< Event Blueprint Update Animation . 5, Is Valid

» P Exec Is Valid |

Delta Time X O» Input Object Is Not Valid [ \ ~ .
! SET »

)

- f Try Get Pawn Owner _J Get Movement Component

,ur(’,; Anim Instance lnr:‘.. Pawn

Is in Air?

Target ‘ se[fl Return Value Target Return Value

J Get Veloclty ! SET
Target is Acto | VectorLength »

B

Target Return Value @ — @ A Return Value @ ——— @ Speed O




TeCTmpOBaHme MHTerpau,MM N\o,u,enm B BUAEO
Sﬁ« 3 .,-.-, ‘




CoxpaHeHue Bnaeo
o HQ a‘.' .ﬂ XAr O~ by O~ Q 2~ Y - us~ P > | &5 Scene.1.28 &

1807590

4 @ Actors

CameraActor2_Scene_1_28

2 track(s)

My3D0Object_Scene_1_28
4 track(s)

4 items
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[lepcneKTuBbI

[MlepcneKTUBbI AasibHenLwwen pa3paboTKu:
1) moaepHU3aLUA OCBELLEHUS;
2) ycoBeplueHcTBOBaHME peaakTopa 3D-moaenen;

3) peanmsauma GyHKUMN A0OaBAEHMA C/IOXKHbIX MOBEPXHOCTEN
ANA B3aMMOAENCTBMA MOAENIN U aBTOMATUYECKOM KOHBepTaLMK
COXpaHeHHoro snaeo B dopmat MP4;

4) nsmeHeHue crnocoba obpauleHma K 6base AaHHbIX;
5) BbIBOA, NO/1Ib30BATE/IbCKOTO XPaHWUNLLA B CETEBON PEKUM.



Cnacmbo 3a BHMMaHuel



