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PED®EPAT

[TosicHtoBanbHa 3anucka: 116 c., 44 puc., 2 nox., 10 mxepen.

O06’exT nocnimxkensb — irpoBuid ABuryH Unreal Engine 5.

[IpenMer AOCHIPKEHh — BHUBUYCHHS METOJMIB CTBOPEHHS I1HTEpakTUBHHX 3D-
mpe3eHTallid, 30kpemMa y cdepl apxitektypHoi Biyamizamii (ArchViz), 3
Bukopucrtanuam pytrist Unreal Engine 5.

Meta poOOTM — BUKOPUCTAaHHS MOXJIMBOCTEM I[HOTO IFPOBOrO PYIIis IS
pO3poOKM 1HTEpAaKTUBHOrO nAojatky ArchViz, skuii HeMOHCTpye Bi3yai3allito
HICISIPEMOHTHOIO MPOCTOPY ayauTopii 1-123, crienialibHO CIPSIMOBAHOT'O HA TEXHIUHY
JEMOHCTpAIIIF0 TTOTEHIIATY PYIIIisl.

Meroqu pocnigkeHHs. Y BIANOBIAHOCTI /10 TOCTaBJIEHUX 3aBJaHb OYyJo
31MCHEHO JOCIIIKEHHSI ICHYIOUMX METO/1B CTBOPEHHS apXITEKTYpHOI Bi3yalli3allii.

HoBu3na 3ampomoHOBaHWX pillleHb BHU3HAYAETHCS THUM, M0 3aBISKH
BUKOpHUCTaHHIO TepenoBux MoxkiauBocted Unreal Engine 5, takux sk cucrema
JUHAMIYHOTO OCBITJICHHSI, TJI00abHE OCBITJICHHSI B peajJbHOMY 4aci Ta MOKJIUBOCTI
BHCOKOTOUYHOI'O pPeHICPHUHTY, noaatok ArchViz mocsrae HebGadeHOro paHiiie piBHS
PEaNICTUYHOCTI Ta IHTEPAKTUBHOCTI.

[IpakTyHa HIHHICTH LBOTO AOCTIHKEHHS IMOJSITa€ B TOMY, L0 JIOAU MOXYTh
Mo0aUYUTH KIHIIEBUN BUIJISAA NPUMIIIEHHS 3 PI3HUMH BapiaHTaMu au3aiiHy 0e3
HEO0OX1THOCT1 (PI3MYHOT PEKOHCTPYKINi a00 MPUCYTHOCTI B peaibHOMY mpocTtopi. s
mporpamMa BHSBJISIETBCS OCOOJHMBO KOPHUCHOKO B TaKUX CIIEHAPIAX, SIK TPOEKTH
PEKOHCTPYKINT ab0 TpH PO3IJIsA/l MUTAaHHSA MPO KYIIBIKO KBAPTUPH, TO3BOJSIOUN
KOpPUCTYBa4yaM TpHUMaTH OOTPYHTOBAaHI PINICHHS HAa OCHOBI TOYHHMX BIPTYaJbHUX
300paxeHb.

O6nacte 3actocyBaHHs. Po3poOiieHa MOJienb J0AaTKy Ma€ BEJIMKUN MOTEHITial
JUISL 3aCTOCYBaHHSI y MPEACTAaBJICHHI BIPTyaJbHUX MOJENEH KIHIIEBOTO MPOIYKTY
cnokuBauaM. [IpomoHyroun IHTEpAKTHBHE MJOCHIKEHHS MPOCTOPY BipTyalbHOL
ayJIMTOPii, KOPUCTYBAYl MOXKYTh B3a€EMOISITH 3 PI3HUMHU €JIEMEHTaAMU CEpe/IOBHUIIA Ta
MaHIMyJTFOBaTU HUMH, OTPUMYIOUM TIUOIIE pPO3yMIHHSA TPOCTOPY Ta MOro
MOTEHIIMHOTO BUKOPUCTAHHS.

3HaueHHs poOOTH Ta BUCHOBKHM. Pe3ynbTaTroM poOOTH BHCTyIA€ IOAATOK, IO
J03BOJISIE JOCIHIKYBATH BIPTyallbHY ayJUTOPII0 13 MOMIIMBICTIO 1HTEPAaKTHUBHOT
B3a€MO/IIT 3 IEIKUMU ii eJIeMEHTaMHU.

[TporHo3u moa0 po3BHUTKY JMOCHIHKEHB. JlOCTIKEHHS TPOTHO3YE TOMAJIBIIHMA
nporpec y cdepi mompatkiB ArchViz. Meroro € BCTaHOBJICHHS HOBOT'O CTaHAAPTY
SAKOCTi, BUKOPHCTOBYIOUM JIOCSTHEHHS B 0O0JIacTi TeXHOJOTiH, Tpadiku Ta
1HTepakTUBHOCTI, 1m0 HagatoThess Unreal Engine 5. Po3cyBaroun mexi MOXKIHMBOTO,
OUIKY€ThCS, M0 MaiOyTHI pO3pOOKM T1Ie OiIbINe MMABUIIATh PEATICTUYHICTD,
3aHypEeHHSI Ta 3PY4YHICTh BUKOPUCTAaHHS N0MaTKiB ArchViz, BCTaHOBIIIOIOYM HOBHIA
CTaHIAPT IS 1HAYCTPIi.

Cnucox xmouoBux ciiB: [IPOIPAMA, UES, ARCHVIZ, BJIYOITPIHT, HO/,
NIAGARA, IHTEPAKTHUB, PEAJII3M.



ABSTRACT

Explanatory note: 116 p., 44 images, 2 appendixes, 10 sources.
The object of research is the Unreal Engine 5 game engine.

The subject of research is the study of methods for creating interactive 3D
presentations, in particular in the field of architectural visualization (ArchViz), using
the Unreal Engine 5 engine.

The purpose of the work is to use the capabilities of this game engine to develop
an interactive ArchViz application that demonstrates the visualization of the post-
renovation space of the 1-123 classroom, specifically aimed at technical demonstration
of the engine's potential.

Research methods. In accordance with the tasks set, a study of existing methods
for creating architectural visualization was carried out.

The novelty of the proposed solutions is determined by the fact that through the
use of advanced features of Unreal Engine 5, such as a dynamic lighting system, real-
time global lighting, and high-precision rendering capabilities, the ArchViz application
achieves an unprecedented level of realism and interactivity.

The practical value of this research is that people can see the final look of a room
with different design options without the need for physical reconstruction or presence
in the real space. This application is particularly useful in scenarios such as renovation
projects or when considering buying an apartment, allowing users to make informed
decisions based on accurate virtual images.

Scope of application. The developed application model has great potential for use
in presenting virtual models of the final product to consumers. By offering an
interactive exploration of the virtual audience space, users can interact with and
manipulate various elements of the environment, gaining a deeper understanding of
the space and its potential use.

Significance of the work and conclusions. The result of the work is an application
that allows you to explore a virtual audience with the ability to interact with some of
its elements.

Forecasts for the development of research. The study predicts further progress in
the field of ArchViz applications. The goal is to set a new standard of quality by
leveraging the advances in technology, graphics, and interactivity provided by Unreal
Engine 5. By pushing the boundaries of what is possible, future developments are
expected to further enhance the realism, immersion, and usability of ArchViz
applications, setting a new standard for the industry.

List of keywords: PROGRAM, UES, ARCHVIZ, BLUEPRINT, NODE,
NIAGARA, INTERACTIVE, REALISM.
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CIIMCOK YMOBHHUX ITIO3BHAYEHbD

OS — Operating System;

UES — Unreal Engine 5;

IT — Information Technologies;

SDK — Software Development Kit;
XML — Extensible Markup Language;
RAM — Random Access Memory;

PL — Plugin;

UDS — Ultra Dynamic Sky;

BP — Blueprint;

PC — Portable computer;

ArchViz — Architectural Visualization;
UI — User Interface



BCTYII

CborojHi, B €HOXy CTPIMKOIO TEXHOJIOTIYHOIO MPOrpecy, HasBHICTb
NEPCOHAIBLHOTO KOMIT'IOTEpa YU HOYTOYKa € 3BUUHUM SBUIIIEM. 3 YaCOM 111 MPUCTPOI
CTalOTh JeNajl MNOTYXHIIIMMH, BIAKPUBAIOUM TEpell KOpHCTyBauaMu Oe3miy
MOXJIMBOCTel. Benuyesna oOuuciroBanbHa moTy X HICcTh cydyacHux [1K 1 HoyTOyKiB
3HAMIIIA 3aCTOCYBaHHS B PI3HUX cepax, TAaKUX sIK PEHJECPUHT, TpadiuyHuil qu3ait 1
HaBiTh MaWHIHT KpunToBamoT. OmHak omHa 31 cdep, ne Il mOPUCTPOi TIO-
CHPaBXXHBOMY OJIMIIATH, - 11€ chepa KOMITIOTEPHUX 1rop.

binpmicte Ar07ed 3HaIOTh, 1O CTBOPEHHS BIJIEOITOp BUMAara€ BUKOPHCTAHHS
irpoBoro pymrs. OgHak 6araTo XTO MOXE HE YCBIJIOMITIOBaTH, IO IrPOB1 pyIii
MOXKYTb CIYTyBaTH HIMPIIUM LM, HIK IPOCTO po3poOKa irop. 3okpema, iXx MOxKHa
BUKOPHCTOBYBATH JJIsl CTBOPEHHS 3aXOIUIMBHUX 1 3aXOIUTIOIOUMX JIEMOHCTpAIliil Ta
Mpe3eHTaIlld MPOAYKTIB a00 (i3uyHUX mpocTopiB. Lt cTaTTs Mae HAa MeT1 TOCTIAUTH
pO3pOOKY  cHeliagi3oBaHUX  JIOJATKIB, MPHUCTOCOBAHUX [JIs  JAEMOHCTpaIli
MPUMIIIEHb, Ta TPOAHATI3YBATH iXHIO €()EeKTUBHICTh y 3aiIy4eHH1 iHBecTOpiB. Kpim
TOTO, B Hiil Oyze JOBENEHO, 10 TaKUM TUIl AEMOHCTpalli IPOIYKIIi MOXe CTaTh
HOBHUM CTaHJAPTOM Y TIPOJaKaX.

Oxpim OI1iHKH €(heKTUBHOCTI BUKOPUCTAHHS ITPOBUX PYIIIiB JIs JEMOHCTpAIlii
NpUMILIEeHb, y IiH KBami(iKamiiHiid poOOTI TakoX OyJe MOCHIKEHO, SIKHU pylIii
3a0e3nedye  ONTUMajbHy  MPOAYKTUBHICTH  JUJII  CTBOPEHHS  BI3YyalbHO
MPUTOJIOMIIUIMBUX Ta €CTETUYHO MPUBaOIMBUX 300pakeHb. Kpim Toro, B Hiil OyayTh
PO3IIIAHYTI P13H1 TEXHOJIOTI, SIK1 MOKYTh OyTH BUKOPHUCTAHI JIsl CTBOPEHHS POEKTY
apxiTexktypHoi Bizyamizanii (ArchViz) 3 BucOkuM cTyneHeM 3aHypeHHs. Mera -
CTBOPUTH BIpPTyaJbHE CEpPEIOBHINE, SKE HE IUIIEC 3aXOIUTI0E, ale W 3aHyproe
KIHIIEBOTO KOPHUCTyBaya, JIO3BOJISIIOUM MOMY BIIUYTH TPOCTIp Tak, HiIOM BIH
MPUCYTHIN TaMm (Pi3U4HO.

BukopucToBytouM MOKIHMBOCTI ITPOBUX pYIIiiB, KOMIaHii Ta pPO3pOOHHUKHU
MOXYTh PO30JOKyBaTh O€3/114 MOXJIMBOCTEH JJIsl Mpe3eHTallli CBOiX MPOAYKTIB 1

NpPUMILIEHb Y MEePEeKOHJIUBUN crocid. HezanexHo Bif TOro, 4yu 1e JEMOHCTpALlis



MPOEKTY HEPYXOMOCTi, HOBOI1 JIHIMKMA MPOIYKTIB, UM 3aXOIUTIOI0Ya BipTyajbHa
MPOTyJITHKAa MallOyTHIM 3aKJIaJloM, MOTEHI1a]l BUKOPUCTAHHS ITPOBUX PYLIIiB IS
JEMOHCTpaLlid € BEJIMYE3HHM. 3aBJSKM CBOil 3JaTHOCTI CTBOPIOBATH BI3yaJbHO
OPUTOJIOMIIUIMBE  IHTEPAKTUBHE  CEPEJOBMINE, LI  JOJATKA  MPONOHYIOThH
Oe3MnpeleIcHTHUH PIBeHb 3aTy4YeHHS MTOTEHIIMHUX 1HBECTOPIB Ta KIIIEHTIB.
Hacamkinerp, mosiBa TEXHOJIOTIi IrPOBOTO PYIIIisi 3po0uiIa PEBOIOIII0 B TOMY,
K MU JIEMOHCTPYEMO Ta MPE3ECHTYEMO Pi3HI IPOAYKTH Ta NpuMinieHHs. Po3pobieni
Ui IOTO JOJATKA MAalOTh BEJIWYE3HWH TMOTEHI[al A MPUBEPHEHHS YyBaru
IHBECTOpPIB ~Ta  KIJIEHTIB, BCTAHOBIIOIOYM HOBHH  CTaHAApT  IPOJAXKIB.
BHKOpHUCTOBYIOUM MOXIJIMBOCTI IrPOBHUX pYIIIiB Ta HANHCy4YacHINIl TEXHOJOTII,
KOMITaHii MOXXYTh CTBOPIOBATH BI3yaJbHO BpaKaro4l Ta 3axXOIUIIOI0Yl MPOEKTH
ArchViz, ski mepeHocaTb KOPHUCTYBauiB Yy BipTyaibHe cepenoBuile. OCKUIbKU
TEXHOJIOT11 MPOJIOBXKYIOTh PO3BUBATHCS, MOKIMBOCTI BUKOPUCTAHHS ITPOBUX PYIIIiB
JUISL  IMOHCTpaAIlli MPOAYKTIB OyAyTh TUIBKH PO3IIMPIOBATHUCS, OOILSIOYN

3aXOILIIOI0Y1 MCPCIICKTUBH IJIA Maﬁ6YTHBOFO nponamiB 1 3aXOINTIOF0YNX BPaXCHb.



PO3JILI 1
AHAJII3 IPEJMETHOI OBJIACTI TA TIOCTAHOBKA 3AJIAUI

1.1. 3araabHi BiZOMOCTI ¢ MpeAMeTHOI raJjy3i

IrpoBi aBurynu. Buznauenus ta onuc:

IrpoBi pymi BifirparoTh BUPIIAIBHY pOJIb y PO3pOOLI CydacHUX BIAEOIrop,
HaJal4u PO3pOOHMKAM HEOOXiJHI IHCTPYMEHTH Ta pPecypcu MJIisi CTBOPEHHS
3aXOIUTIOI0YOr0 Ta 1HTEPAKTUBHOIO AOCBiAY. BOHM CIyryloTh OCHOBOIO PO3pOOKHU
Irop, TMPOMOHYIOUM IIMPOKUN CIIEKTP MOXKIMBOCTEH 1 (YHKIIHM, SKI CIPOIIYIOThH
MPOIIEC 1 Jal0Th MOXKJIMBICTh PO3POOHUKAM BTUIIOBATHU CBOI TBOPYI 3ayMHU B JKUTTS.
VY 1boMy TEKCTI MU PO3IVISIHEMO BU3HAYEHHS Ta 3arjJuOMMOCS Y pi3HI KOMIIOHEHTH Ta
MO>KJIMBOCTI ITPOBHX PYIIIIiB.

BusnaueHHs irpoBUX pyLIiiB:

IrpoBuii pymIiii MOXHa BUSHAUYHUTH SIK IPOrpaMHuil (hpeiiMBOpK abo riatrgopmy,
sgKa HajJae po3poOHMKAM HaOIp 1HCTPYMEHTIB, 010J1I0TE€K 1 CUCTEM HJii CTBOPEHHS,
PO3pOOKH Ta pO3ropTaHHs Bieoirop. BiH ciyrye npoOMI>KHOIO JIAHKOK M1 KOJIOM I'pH
Ta anmapaTHUM 3a0€3MEYCHHSIM, I03BOJISIOUN PO3POOHUKAM 30CEPEIUTUCS Ha JIOTII Ta
JM3aiiH1 TpU, HE TypOYIOUUCh PO HU3bKOPIBHEBI JIeTall Ta HE BUTALyl0UHU BEJIOCHUIIE].
IrpoBi pymiii OXOIUTIOIOTh IIMPOKUH CHEKTP (YHKIIOHATBHUX MOKIMBOCTEM,
BKJIIOYAIOUM PEHACPUHT Tpadiku, (i3udyHe MOJACIIOBaHHS, OOPOOKY 3BYKY, MOBH
CIIEHapl1iB TOIIIO.

KoMmnoHeHTH irpoBOro pyIis:

Pymiiii penaepunry:

Pymiiii penaepuHry BIANOBIAA€ 3a CTBOPEHHS BI3YyaJbHUX €JIEMEHTIB TIpPH,
BKJIIOUAIO4H Tpadiky, TEKCTypH, OCBITIICHHS Ta cnienedexTu. BiH BUKopucToBy€e Taki
METOJIM, SIK pacTepu3allisi, 3aTIHEHHS Ta MOCTOOPOOKa /Il CTBOPEHHS pealiCTUYHUX
a00 CTHJII30BaHUX BI3yaJIbHUX €JIEMEHTIB, SIK1 MJBUILIYIOTh €CTETHUHY IPUBAOINBICTD

IpHU.
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Di3uyHUN pyIi:

®di3uyHUH py1Iii iIMITY€e (QI13UKY PEaIbHOTO CBITY, 1100 3a0€31eYUTH PeaiCTUUHY
B3a€EMOJIII0 MIX 00'€ekTaMu B irpoBoMy cBiTi. BiH 00poOsie BUSBICHHS 3I1TKHEHb,
rpaBiTaliio, pyX o00'e€KkTiB Ta 1iHIN (I3UYHI BJIACTUBOCTI, JIO3BOJISIIOYM 00'€KTam
NOBOJIUTHUCS MPUPOJIHO 1 pearyBaTH Ha JIii rpaBLs.

3BYKOBUH PyIIii:

3BYKOBHi pyIiii 00po0JIsie Ta BIATBOPIOE 3BYKOBI €(EKTH, My3UKY Ta JT1aJIOTH Yy
rpi. Bin miarpumye pi3Hi ayaiopopmard, NOPOCTOPOBHH 3BYK 1 PO3IIUPEHI
aynioedekTH, o0 MOCUINTH 3aHYPEHHS Ta aTMOCc(epy T'pH.

[Ityynuii inTenext (IT):

IrpoBi py1ii 4acTo BKIIOYAIOTh CUCTEMH IUTYYHOI'O 1HTEJIEKTY, SIKI 1I03BOJISIOTh
HeirpoBuM nepconaxkaMm (NPC) nemMoHcTpyBaTH po3yMHY MOBEIIHKY Ta AUHAMIYHO
pearyBartu Ha Aii rpaBus. Cuctemu LI Moy Th BapitoBaTUCS Bi IPOCTUX AITOPUTMIB,
3aCHOBAHUX Ha MpaBWJIAX, 10 CKJIAJHUX MOJENEH MAaIIMHHOTO HaBYaHHS, SKI
a/IaNTyI0ThCS Ta HABYAIOTHCS HA TTOBEAIHII T'PaBIIiB.

CueHapii Ta MOBU IPOIPAMYBAHHSL:

IrpoBi pymrii HajgarOTh MOBHU ClIEHApiiB ab0 MporpamyBaHHs, SIKI JT03BOJISIIOTH
pO3pOOHMKAaM CTBOPIOBATH MEXaHIKM IFPOBOrO MpPOLECY, KepyBaTh MOIIAMH Ta
peani3oByBaTh KacToMHy (PyHKIioHanbHICTh. L1 MoBu, Taki sik C#, Python a6o Lua,
JO3BOJISIIOTH PO3POOHUKAM PO3UIMPIOBATH Ta HANAIITOBYBATH MOKIMBOCTI PYIIiSL.

KounBeep pecypcis:

KonBeep pecypciB Kepie IMIIOPTOM, OpraHizaii€lo Ta IMOTHMI3alli€l 1rpOBUX
pecypciB, BkiIoyaroun 3D-moneni, TEKCTypH, aHIMalio Ta ayaiodaitnu. Bin
3a0e3neuye  eexkThBHE 30epiraHHs Ta TMOUIYK pEecypciB, ONTUMI3YIOUH
POYKTUBHICTh Ta 3MEHIIYIOUM Yac 3aBAHTAXKEHHS I11]1 Yac Ipu.

Penaxrop rpu:

IrpoBuii penakTop - 1€ BizyalbHMiA IHTEpdENC, 1110 HATAETHCS PYIIIEM 1 JJO3BOJISIE
PO3pOOHUKAM ITPOCKTYBATH Ta CTBOPIOBATH ITPOB1 PiBHI, OTOYEHHS Ta KOPUCTYBAIIbKI

iHTepdeiicu. BiH 103BoJIsi€ IHTYITHBHO PO3MILLYBaTH 00'€KTH, CTBOPIOBATH JaHAILIA]T
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1 MaHIiyJ IoBaTH TMapamMeTpaMu TpH, HE BUMAararo4d TrIUOOKHUX 3HAHb 3

IIPOTrpaMyBaHHSI.

1.2 . Orasja Ta aHAJTI3 ICHYIOUMX aAHAJIOTIB IBUT'YHIB

[3 momynsipHUX IrpOBUX PYIIIIiB MOKHA BUJIUTUTH:

Unity:

Unity - MKUPOKO BHUKOPHUCTOBYBAaHWW IrpOBUM pyIIii, BIJOMUH CBOEIO
YHIBEPCAIBHICTIO Ta MPOCTOTOI0 BUKOPUCTAHHSA. BiH MiATpUMY€E IMIMPOKUN CIEKTP
miargopmM, Britroyaroun 1K, koHcoI1, MOOUTBEHI IPUCTPOT Ta BIPTyallbHY pEajbHICTh
(VR). Unity mnpomoHye MNOTY>XHH HaOlp I1HCTPYMEHTIB, BEJIMKY CIUIBHOTY Ta
OOIIMPHY JOKYMEHTAIII10, [0 pOOUTh HOTO MPUAATHUM SIK JJIS 1HA1-pO3POOHHUKIB, TaK
1 1Sl BEJIMKUX CTYIIH.

Unreal Engine:

Po3pobnenuit Epic Games, Unreal Engine BioMuii cBOIMU NPUTOTOMIILTUBUMHU
BI3yaJIbHUMH MO>JIMBOCTSIMH Ta BUCOKOIO TOYHICTIO Tpadiku. BiH Hagae po3mmpeHi
MOXJIMBOCTI, TakKi SK TpacyBaHHS TPOMEHIB y peaJbHOMY Yaci Ta JWHAMIYHE
ry00abHe OCBITIEHHS, 10 J03BOJISIE pO3POOHMKAM CTBOPIOBATH Bi3yallbHO BpaXKaroyi
irpu 3 €PEKTOM 3aHypEHHS.

CryEngine:

CryEngine 3ocepemxkeHMId Ha CTBOPEHHI HailcyyacHImoi rpadiku Ta
pPEATICTUYHHUX CepeNoBHIN. BiH BIIMIHHO CHpPABISIETHCS 3 PEHACPUHTOM BEITMKUX
BIJIKDUTUX MPOCTOPIB, JIUHAMIYHHUX TOTOJHUX CHUCTEM Ta JETali30BaHUX MOJeENen
nepcoHaxiB. CryEngine BUKOpPHUCTOBYBABCs y KIJIBKOX I'YUHHX 1rpax, 1 Horo oOuparoThb
PO3POOHUKH, SIKI MPAarHyTh CTBOPIOBATH Bi3yaJbHO MPUTOJOMIIUTMBI Ta 3aXOILTIOI0U1
CBITH.

Cepen uux mBUTYHIB it po3poOku ArchViz-mpoekty Haiikpammm BHOOpOM

oyne Unreal Engine 5, Tak sk BiH € HAHONTUMI30BaHIIIUM 3 YCiX 3alpONOHOBAHUX,
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MICTUTh HAMHOBITHIII TEXHOJIOTII Ta MAa€ MOKJIUBICTh MTPOTPaMyBaTH 3a JOIIOMOTOIO

cuctemu Blueprint, sika € BizyanbHO0 aganraiiero MmoBu C++.

1.3. ITixcTaBa ajst po3pooku

[TincTaBamu 117151 pO3poOKHM (BUKOHAHHS KBaTi(iKaIiiHOT poO0TH) €:

-OcBiTHS mporpama 3a chemianpHicTIO 121 «IHXEHepis mIporpaMHOIo
3a0€3MEeUYEHHS.

-I’'padik HaBUaTBLHOTO MPOIIECY Ta HABYAIHHUI TIJIaH.

-Haka3 pekropa HamioHaibHOro TEXHIYHOTO YHIBepcuTeTy «/IHinmpoBchKka
nomitexHika» Ne 256-¢ Big 11.04.2023 p.

-3aBnanHs Ha kBanidikamiiiny poooty Ha TeMy «Po3pobka ArchViz nonarky Ha
ocHoBi Unreal Engine 3 pociikeHHsIM €PeKTUBHOCTI BUKOPHUCTAHHS ITPOBUX

JIBUTYHIB B apXITEKTYpHIN Bi3yaltizaliii».

1.4 . Mera po3poOku Ta cepa 3acrocyBanHs ArchViz-gonarkis

ArchViz nogatku MOXyTbh 3aCTOCOBYBATHUCH JUIsl peKJIaMu/IIpe3eHTallii IEBHOT
MPOJIyKIii, 800 MPUMIILLEHHS Ta IPU HOro MjaHyBaHHI.

i nomaTku MOXKYTh OyTH Jy’Ke KOPUCHUMU Y cdepl NpoJaxiB Ta Oy11BHUITBA,
TaK SIK JI03BOJISIIOTH KIHIIEBOMY CHOKHMBAauy O3HAOMUTHUCH 3 MaiOyTHIM (a00 Bxke
ICHYIOUMM) TIPUMIIICHHSAM B TOBHIA Mipi, HaBIThb HE 3HAXOASYUCh B HHOMY, a
MO>KJIMBICTh TIOJJUBUTUCH HA MPUMIIICHHS MPU MEBHUX 00CTaBUHAX (B MEBHHI Yac
no0u, 3a MEeBHOI Moroau, ado MPU BUKOPHUCTAHHI 1HIIMX KOJHOPIB Ta MaTepialiB
MeOJTiB, MIAJIOTH 1 T.J1.) I0JA€ IIbOMY MPOEKTY IHTEPAKTUBHOCTI, 1100 CIIOKUBAa4 MaB

3MOT'y 3MIHUTHU CBOi AU3aHEPCHKI PIILIEHHS Ha 1HIII.
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1.5. IlocTanoBka 3agaui

Metoro pobGotu € ctBopeHHs I3 — peanicTuuHoi iHTepakTUBHOI ArchViz-
Bi3yamizaii ayautopii 1-123 B HTY Il micns pemonty. Jlogatok po3poOieHo s
OC Windows B irpoBomy auryHi Unreal Engine 5 Bepcii 5.0.0 3a momomororo
cuctemu mporpamyBaHHs Blueprint .

[IpoctoTa iHTEpdEiicy MOBUHHA JaTH MOXKIIMBICTH KOPUCTYBATUCS YTHUIITOIO
JHOJSM P13HOTO BIKy. Tako J0JaTOK Ma€e MICTUTH B cOO1 IHCTPYKIIIi 3 KEpyBaHHSA JJIs
B3a€MO/IIi 3 OTOUCHHSIM.

[HTepakTHB Mae co0oro nependayaTu:

- MOXIHUBICTh pyXaTUCh Ta OTJISIAATH TPUMILIECHHS.

- MoXnUBICTh MPUOIU3UTH 300paKEHHS.

- MOTUBICTh 3MIHU Ta 3MIIIYBAHHS PI3HUX TUITIB OCBITJICHHS.

- MoxnuBicTh B3a€MOMISTH 3 00’ €KTaMH Yy BIpTyaJIbHOMY TPUMIIIICHHI.

[Tporpamy notpiono Bukonatu B Unreal Engine 5 nns OC Windows. [lomarok
Mae OyTH Bi3yaJIbHO MPUEMHUM Ta OyTH onTuUMi3oBaHUM. KpiM TOro, iHTepdeiic mae

OyTH IHTYITUBHO 3p0O3yMLUIUM.

1.5.1. Bumoru 10 nporpaMHoOro 3ade3ne4eHHst

OcHOBHa BMMOra — HaJlaHHA KIHIIEBOMY KOPHUCTYBAu€Bl peajiCTUYHOrO,
JIETATI30BAHOTO Ta  €CTETHYHO-NPHUBAOIMBOrO  Bi3yaly 13  MOMKJIMBICTIO

1HTePaKTUBHOI B3a€MOIIi.

1.5.2. ®yHKUioHAJbHI BUMOTH

JlonaTok moBUHEH 3a0€3Me4yBaTH MOKJIMBICTh BUKOHAHHS HACTYHUX (DYHKIII
1 MOXKJIMBOCTEH:
— 3MiHa 4acy 100wu.

— 3MiHa MTOTOJHUX YMOB.
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— BBIMKHEHHS Ta BUMKHEHHS CBITJIa Y IPUMIIIICHHI.

— 3MiHa KOJIBOPIB Ta MaTepiajiB MiAJIOTH Ta KPICe y JIAyH IXK-30Hi.

Haniiiny (ctabinmpHy) poOOTy [omaTKy Mae 3a0e3leyuTH KOpPHUCTyBad,
BUKOHABIIM KOMILJIEKC OpraHi3aliiHO-TeXHIYHUX 3aX0MiB,  IepepaxoBaHUX
HIDKYE:

— BukopucranHs HailocTaHHIIIMX Bepciii JpaiiBepiB Ta O0107i0TEK, MIO
nocradaroThesl pasoM 13 oHoBieHHs MU OC Windows ais mpaBuiibHOI poOOTH BCiX
KOMITOHEHTIB.

[Ipu po3podiii Ta cTBOpEHHI iHTEpdelcy HEOOX1HO maM'aTaTH PO TOCTYITHICTh
JUTsl KOoprucTyBaviB. JItoau, sSKi HE € TEXHOJIOTIYHO MAKOBAHUMU, TTOBUHHI MaTH 3MOTY
KOPUCTYBATHUCS 10JIaTKOM.

Tomy nipu po3po01i iHTepdeiicy BaKIMBO JOTPUMYBATUCS HACTYTHUX MPaBUIL:

1. [arepdeiic moBuHeH OyTH Bi3yaJbHUM Ta acOLlaTUBHUM, TOOTO
pO3TalllyBaHHS €JIEMEHTIB Ma€ OyTH MPOCTUM 1 3pO3yMIJIUM KOPUCTYBAYECBI.

2. InTepdeiic moBuHeH OyTH BUKOHAHUM Yy CIOKIMHMX, HEHaB S3JIMBHX

TOHaX 1 0yTH YUTAOCIIbLHUM.

1.5.3. Bumoru 10 anmapaTHOro cepeloBHINA

Jnst ctabuibHOI poOOTH JAHOTO MPOTPAMHOrO 3a0e3MedeHHsT HeOoOXiTHUI
MPUCTPIi 3 HACTYITHUMH XapPaKTEPUCTUKAMHU:
Cramionapuuit [IK a6o HOoyTOyK Ha 6a3i BimeokapT He HUx4e NVIDIA GTX 10-oi

cepii miag OC Windows 3 octannimu oHoBieHHAMEU OC, npaiiBepis, 610;m0Tex Ta BIOS.

1.6. BucHoBok

VY naHHOMYy pO3IIl MpOaHANII30BaHO MPEIMETHY o00JacTh 3aBAaHHS,
BU3HAYCHO aKTYaJbHICTh HAIpaBlICHHS, C(POPMYJILOBAHO IMOCTAaHOBKY 3aj1adi,

3a3HAYCHO BUMOTH JIO peati3allii J0/1aTKy, TEXHOJIOT1i Ta mporpaMHi 3aco0u.
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PO3JILI 2
MPOEKTYBAHHS TA PO3POBKA IHOGOPMAIIMTHOI CHCTEMM

2.1. ®ynkuionanapHi niai 113

AHani3 BUMOT — II€ BH3HA4YeHHS MOTpPeO 1 yMOB, sIKi BUpIIIye HOBHUH abo
OHOBJICHUH MPOAYKT, Oepydd /10 yBaru MOTEHIIHHO CyNepeusInBl BUMOTH 0araThox
KJIIEHTIB, TAKHX SIK KOPUCTYyBadl ab0 OeHedimiapu.

BuBueHHs BUMOT Ma€ BUpIIIaJIbHE 3HAYCHHS JIJIs1 €(pEKTUBHOT pO3POOKH ITPOCKTY.
[[{o6 po3pobuTu mporpamMHy CUCTEMY, BUMOTH MOBUHHI OyTH BU3HA4YCHI, BUMIPSIHI,
MPOTECTOBAHI Ta MOSCHEHI.

Tepmin "¢yHKIIOHAIBHI BUMOTH" BIIHOCHTBCA A0 (YHKIIIHA 1 CEpBICIB, SKI
NOBMHHA HAJIaBaTHU CUCTEMa, a TAKOX 70 OOMEXEeHb Ha OCHOBI IAHUX HA CUCTEMY 1 ii
MOBE/IIHKY TI1]] 9aC BUKOHAHHS 1 B3a€MO/I1i 3 KOMITOHCHTAMH.

Crnenudikarii ¢GyHKIIIOHATPHUX BUMOT - 1€ ONMKUC (QYHKINH Ta IXHIX aTpuOyTiB,
SIKUM HE MICTUTB KOJIHUX BUHATKIB UM MPOTHUPIY.

Po3po6ena nporpama rnmoBMHHA MICTUTH B c001 iHTEpakTUBHI eieMeHTH. Cepen
TaKHX MOKHA BUILIATH:

— MOXIUBICTBh 3MiHU Yacy J00H.

— MOXIUBICTh 3MIHU TTOT'OJIHUX YMOB.

— MOXJIMBICTh BBIMKHEHHS Ta BUMKHEHHS CBITJIa y MPUMIILIEHHI.

— MOXJIMBICT 3MiHH KOJILOPIB Ta MaTepialliB MiIJIOTH Ta KPicen y JayHIK-30Hi.

— MOXTUBICTh 3MIHIOBATH TUIT MEOJIIB B IEBHOMY MICIII.

Takox nomaToxk mMae OyTH pEaNiCTUYHHUM Jla JI€Tali30BaHUM, TOOTO MOBHUHEH
MicTuTH VFX-4acTHHKH, a TaKo Ma€ BUKOPUCTOBYBATH CHUCTEMY PEATICTUYHOIO

OCBITJICHHA.
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2.2. Onuc BUKOPUCTAHMX €JIEMEHTIB TA IUIATIHIB

Cucrema VFX-yacTuHOK peani3oBaHa 3a JONOMOIoOK cuctemMu Niagara,
ebekTn nns Kamepu 3poOsieHl 3a gomomororo enemeHTy PostProcessVolume,
norojia peaiizoBana 3aBasku npuadanomy maky Ultra Dynamic Sky, peanictuuni
Matepiamu Oymm y3sTi 3 Oe3komroBHOT 0i6mioTekn Quixel Bridge Megascans,
TaKOX JUIsl Matepiany ckja OyB Bukopuctanui ruarii Advanced Glass Material
Pack, nns imnopty 3D-moneneit ayautopii OyB BUKopucTaHuid miarin Datasmith,
mist  Ul-wactuam  OyB Bukopucranuii ememeHT Widget Tta Bce 1e  Oyno

3amporpaMoBaHo 3a J0MoMororo cucremu Blueprint.

2.2.1 Onuc ¢pynkuionany Niagara

Niagara - 11¢ cucTeMa Bi3yallbHUX €(eKTiB HacTymHoro mnokodiHHs B Unreal
Engine 5. 3a nonomororo Niagara TEXHIYHHI XyJI0)KHUK Ma€ MOKJIMBICTh CTBOPIOBATU
JOJATKOBY (DYHKITIOHAJIBHICTh CaMOCTIHiHO, 6e3 gomomoru mporpamicta. Cucrema
aganTiBHa Ta rHydYka. [loyaTkiBii MOXyTh TodaTtu 3 Moaudikallii mabiaoHIB abo
NOPUKJIaAIB MOBEAIHKH, a JOCBIAYEHI KOPUCTYBaul MOKYTh CTBOPIOBATH CBOI BIIACHI
MOYJII.

V¥ cucremi Niagara € 4oTupu OCHOBHI KomnoHeHTH: Cucremu, EMitepu, Moayni
ta Ilapamerpu[2]. Cucrema Niagara - 1e KOHTEHHEp Il BCHOTO, IO MOXKE
3HaAOOUTHCH U1 TTOOynoBH edekTy. BecepenuHi 11i€i cucteMu MOXYTh OyTH pi3HI

OyniBesIbH1 OJI0KH, SIK1 CKJIAJIal0ThCA JIJIs CTBOPEHHS 3arajibHOro eexty[3].

2.2.2 Onuc ¢pyukuionany Post Process Volume

Post Process Volume - 11e crienianpHuit TUn 00'eMy, SIKHi MOXHA TOJATH /10 P1BHS

UIst ocTymny A0 GyHKIINH mocT-00pooku. Jlekisibka 00'eMiB MOXKYTh OYTH PO3MIIIIECHI
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JUTsl BU3HAYEHHS BUTJISIAY MEBHOI o0iacti a0 BCTAHOBJCHI /I BIUIMBY Ha BCIO
cueny[4]. Moxna noaatu Post Process Volume y cBili piBeHb 3a I0IIOMOT0I0 MMaHeNl
Place Actors. Ilicist po3milieHHs Ha piBHI BUKOPUCTOBYEThCS naHenb Details miis
JOCTYITY /10 BCIX JOCTYIHHUX BJIACTUBOCTEN Ta QyHKIIH [5].

HanamryBanus Post Process Volume € cnenudiunuMu HanamTyBaHHIMH IS
IIOT'O0 PO3MIIICHOTO 00'€EMYy Ta MOro B3aeMOJIl 3 CICHOI Ta OyJb-SKHUMH 1HITUMH
o0'emamu Post Process, 3 skuMu BOHM MOXYTh nepekpuBatucs. Hanpukian, MoxxHa
nepeMukatu BracTuBicTh Infinite Extent, mo6 3pobutu ueit o0'em Post Process, mio
BILJIUBAE HA BCE Y CIIEHI, 200 3aIMIIIUTHA HOTO HEBCTAHOBIICHUM, 1100 BIUIMHYTH JIHUIIIE

Ha MEeBHY 00J1aCTh.

2.5. Onuc pynkionaay npuadanoro nakery Ultra Dynamic Sky

Ultra Dynamic Sky - nie mak qst Unreal Engine 5, cTBopeHuii mporpamictTom
Everett Gunther. UDS - nie cucrema Heba, po3pobiieHa s 0TI JUHAMIYHOTO Ta
MPUPOIHOTO BUIJISAY, HIXK OUIBIIICTD PIIIEHb 151 HEOA, MPONOHYE BEJIUKY THYUYKICTh
Ta MOJIMBOCT1 HaJaIlITyBaHHS 3 1HTepdercoM, po3poOSICHUM Il MIBUAKOCTI Ta
pocToTH [6].

3a momomororo Ultra Dynamic Sky mo’kHa HanmamTyBaTH 4Yac 0OW Ta BCl
acniekTd Heba OyayTh OHOBIIOBAaTHCSA pa3oM 3 HHUM. CucTeMa Ma€e TMOBHICTIO
AUHAMIYHI XMapH, Micslp Ta 30pi. BOyJgoBaHe OCBITIEHHS 3 COHLIEM, MICALIEM Ta
OCBITJICHHSIM He0a CHUHXPOHI3YEThCS 3 HEOOM. MOKHA HANAITYBaTH XMapHICTh BiJ
scHOTO Heba m0 moxmyporo. Takoxk € moBHa cuctema morogu - Ultra Dynamic

Weather, sika nogae 101 10 CuieHH 1011, CHIT, OJMCKaBKy Ta iHIe [7].

2.2.4 Onuc ¢pynkuionany Quixel Bridge

Quixel Bridge - ne muarin qis Unreal Engine 5, sxuii 103BOJIsI€ OTpUMATH

MOBHUI A0CTyN 110 010:1i0TeKn Megascans NpsIMO Y pelakTopl piBHIB. € MOXKIIUBICTb
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MeperisigaTi KOJIeKIlli, IITyKaTH KOHKPETHI aKTUBM Ta J0JIaBaTH aKTHBHU JO CBOIX
npoekTiB Unreal Engine[8]. Quixel Bridge nns Unreal Engine 5 BcTaHOBIIOETHCS Ta
aKTUBYETHCA 3a 3aMOBUYBaHHSM. MOXKHA BIJKPUTH HOTO 3 TOJOBHOI MaHENI
IHCTPYMEHTIB: ISl [IbOTO MOTPIFOHO HATUCHYTHU KHONIKY CTBOPHUTH, a MOTIM BUOpaTH
Quixel Bridge.

[Ticns Bimkputtss Bridge motpiGHO yBiMiTH y cBiii oOmikoBuii 3amuc Epic

Games.

2.2.5 Onuc pyHkuionanay cucreMu nporpamyBanns Blueprints

Blueprints - e cucrema BiyansHOro ckpunryBanHd B Unreal Engine 5, sika
JI03BOJIsIE CTBOPIOBATH reiiMIuiel 6e3 HamucaHHs Kofdy. 3a nonoMororo Blueprint Bu
MOKETe CTBOPIOBATH JIOTIKY I'pH, IHTEPAKTUBHI 00'€KTH, iIHTEpdeic KopucTyBaya Ta

Oararo iHmoro[9].

Blueprints matote Tpadiunmii iHTEepdelic, 1€ BU MOXKETe MepeTAryBaTH Ta
3'€THYBaTH BY3JH JIJIs1 CTBOPEHHS JIOTiKH. BOHM MalOTh psii OCHOBHUX KOMITOHEHTIB,
TakuX K QyHKIIi, 3MIHHI Ta o1i. MokHa cTBOproBaTH cBoi BiacH1 Blueprint knacu
abo HaciigyBaTHcs BiJ icHytouux kiaciB Unreal Engine. Came Tomy Bcsi mporpamMHa

yacThHa Oyjie po3pobiieHa JoriYHUMH OJI0KaMu yepe3 cuctemy Blueprints.

2.3 Onuc cTBOPEHHSI CIIEHH

2.3.1 KepyBanHs BiJ nepuioro o0Jm44s

Jist ctBopenHst ArchViz nogatky Oyno ctBopeHo HoBui mpoekT Unreal Engine

5 13 mabsnonoM First Person (puc. 2.1).
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Unreal Projec

RECENT PROJECTS

Blank First Person Third Person Top Down

a s

FILM /VIDEQ®: | venice TR
LIVE EVENTS

ARCHITECTURE

AUTO"O{ B
PRODUCT DESIGN &
MANUFACTURING

Create Cancel

Puc. 2.1. BuGip mabnoHy Ha eTari CTBOPEHHS IPOEKTY

[Ticnst Toro, sik mpoekT OyI0 CTBOPEHO, BIIKPUETHCS TOYATKOBHUI PIBEHD Ta 1HII1

naneni (puc. 2.2).
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[Ticns nporo motpiduo Bigkputu BP_ FirstPersonCharacter, mo 3naxonutbes 3a
nusixom  All->Content->FirstPerson->Blueprints Ta BuUIaauTH B HBOMY €JIEMEHT
FirstPersonMesh, mo6 B ArchViz-npoekti He Oyi0 HETOPEYHUX POOOTHYHUX PYK

(puc. 2.3).

de Unrelat

M 1y Blueprint

+add Q

VARIABLES

Components
Input

EVENT DISPATCHERS

Puc. 2.3. CtpykTypa mabioHHOTO KepyBaHHS BiJ IEPIIOTO OOINIYS

Takox HEO0OXITHO BCTAaHOBUTU MOCTIMHY IIBHUJKICTh PYXy — JUISI LBOTO B
enemenTi Character Movement BctanoBimoemo 3HaueHHs Max Walk Speed na 300

(puc. 2.4).
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& Details

»  Speed

Character Movement: Walking

Puc. 2.4. 3mina 3nauens Character Movement y Bkinagunii Details

Taxox st TOro, mo0 KOpUCTYBad HE MII BUIAJAKOBO 3aCTPAITH Y F€OMETpii
piBHsI, TOTPIOHO 3a00POHUTH KOPUCTYyBady CTpHOAaTH — ISl LBOrO MOTPiOHO

BUMKHYTHU napameTp Can Jump.

2.3.2. IMmnopr MoJes1ed Ta CTBOPEHHS MaTepiaJjiB

Jljist cTBOpEHHS BIPTYyaJbHOI ayJuTOpli MOTPIOHO CTBOPUTH HOBHM PiBEHb Ta
IMIIOPTYBaTU 3a3naneriib cTBopeHy 3D-moxens aymurtopii. Jns 1mporo Oyio
BuKopucTaHo rarin Datasmith mist Autodesk 3ds Max ta Datasmith Importer mis
Unreal Engine 5 [10].

Tak sx Datasmith — HegqOoCKOHAIBHUIN IUIAriH, BUHUKIA TIPOOIeMa 3HUKHEHHS
TEKCTyp 3 ycix 00’ekTiB. Lo mpobieMy Oyyio BUPIIIEHO IMIOPTOM PEaTiCTUYHHUX
MatepianiB 3 0e3komToBHOI 010morekn Quixel Bridge, BOynoBanoi y ABUryH. 3 miei
010moTekn Oyno immoproBaHo 21 matepian, cepel SIKUX: PI3HOBUIU JICPEB’ STHUX

M1JJ10T, MapMypoBa MiJIora, AepeBo sl MeOJIiB, MJIACTUK, TKAHUHU, METAJl.
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Takos Oy710 CTBOPEHO BIIaCH1 MaTepiajiu 3aBAsiku cTBOpeHHI0 Master Material’y
(puc. 2.5), u1o 103BOJISIE CTBOPUTH O€37114 MaTepiaiiB, Oepyun 3a pedepeHc oauH 1

TOM caMMii, TAKUM YMHOM MO3UTUBHO BIUIMBAIOYM HA ONTHUMI3AIli}0 BChOTO MPOEKTY.
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[BLIIBIA JOISBIA ST OU]

sieis {1
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Master Material OyB CTBOpEHHII 3 ypaxyBaHHSIM YyCiX MOAAIBIIUX MOTPEO s
CTBOPEHHsSI TMPOEKTY, a CaMe: MOXJIUBICTh 3MIHU TEKCTYp, KapT HOpMalied, KapT
Ambient Occlusion, KapT HIOPCTKOCTi, MOXJIMBICTh 3MEHIIYBAaTU Ta 30UIbIIYyBaTH
TEKCTYpU Ta KapTH, 3MIHIOBaTH CTYIiHb METAJIEBOCTI MaTepialy, CTyMiHb HOTO
CBITHOCTi, CTYIIIHb MOTO IIOPCTKOCTI Ta MOJIUBICTH 3MIHHU KOJIbOPOBOI MaJITPU

TEKCTYpH.

Taomuus 2.1

CrBopeni Material Instance

Hazsa Material

CKpiHHIOT 3 BUKOPUCTAHUMH 3HAYCHHAMUA

Instance

ClearMetal
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DarkRoughGreenMet

al

LaptopEmissionMat

Leather
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PaperCupRed '

PlasticLidForCup

RoughAquaMetal
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RoughClearMetal

RoughGoldMetal

RoughGreenMetal
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RoughPlastic

RoughPlasticTiled

RoughPurpleMetal
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RoughRedMetal

TechPlastic

TechPlasticl
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TechPlastic2

TechPlastic2White

[Ticns ctBopenHs 1poro Master Material’y Oyino cTtBopeHo Oarato 00’€KTiB

turmy Material Instance, koxeH 3 sIkux Ma€ cBoi 3HaueHHs (Tadm. 2.1).
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Puc. 2.6. Marepian nammnu, ii Material Instance LampMaton_Inst Ta HaGip

napameTpiB 1iboro Marepiany LampMatParameter
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Takox Oyn0 CTBOpPEHO 2 OKpeMHUX MaTepiayid, 10 He BIAHOCATbCS a0 Master
Material. Cepen HUX nmepunii — MaTepian AJis 5Kallo31, 0 Ma€ y AEsKIi Mipl TpPOXHU
MIPOITYCKATH COHSYHE MPOMIHHSA, TOOTO 3aCTOCOBAaHA TEXHOJIOTIS IMIIMIOBEPXHEBOIO
po3citoBanHs1 Subsurface Shading, a Master Material, cTBopenuii panimie, He Hajae
TaKo1 MOKJIMBOCTI, TOMY Il MaTepian Oyjio CTBOpEHO oKpeMo. Takoxk okpemo OyIiio
cTtBopeHo matepian LampMaton Ta LampMaton_Inst (Material Instance) mist namm
Ha CTeli, a TakoX cTBopeHo LampMatParameter st moganibioro GyHKIIIOHYBaHHS

uux jami (puc. 2.6).

2.3.3. OnTumizanis 00’€KTIB Ta 3aCTOCYBaHHA MaTepiaJiiB

[Ticns 3aBaHTaXEHHS Ta CTBOPEHHS BIJIACHMX MarepiajiiB, MOTPIOHO ix
3actocyBatu g0 3D-moxenei Tak, mo0 I1ie He MIKOAWIO onTuMizaiii. Jis mporo

JTOCTaTHLO 00’ €HATH CKJIQIHI 00’ €KTH B OJIHY MOJIeb (puc. 2.7).

Actor Help

= Browse to Asset CTRL+B

(O Edit Multiple Assets CTRL+SHIFT+E
“ Asset Tools »
~* Convert Actors To Static Mesh

Puc. 2.7. ®yHKIIA KOHBEPTYBAHHS Ta IPYNYBAaHHA 00’ €KTIB 31 CLIEHU B OUH
y y yoy

00’ekT Kacy Static Mesh

[Ticns 06’enHanHs, MOTPIOHO BUIATUTH CXOXKI 00’€KTH Ta CKOMIIOBATH OJUH
JEKUJIbKa pa3iB y KOOPAMHATH CXOXKUX 00’ekTiB. Takum dynHOM Oyso 00’€IHaHO
neTanal oaHiel mapTH, AeTajai oJHiel HaBYaJIbHOI JOIIKH, BHIAJICHO 1HII MapTH, Ta

IPYTy JOIIKY, 3aJMIICHO JHUIIE OJWH CTUICIh, OJHY JIaMITy Ha CTeJ, JABa BUIU
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KaI031B (AOBT1 1 KOPOTK1) 1 MOBTOPHO CKOMIAOBAHO Il O0’€KTH, MICIS YOTO [0

KO>KHOI MOJIeJIi Ha clieHi OyJio 3acTocoBaHo cBiit Material Instance (puc. 2.8).

UL i |
A l‘:%l‘:‘:‘:%l‘:\?‘:%"m
%\“\}\\\\\\\‘\\}\% T

Puc. 2.8. CtBOpeHe BipTyalibHE CEPEIOBHIIE 13 3aCTOCOBAHIMH MaTepiajlaMu

2.3.4 3apaHHs 171002JIbHOT0 OCBITJICHHA TA cnenedeKTiB

€ Jekinpka NUIAXIB 3aJaHHS TJIO0AJIBLHOTO OCBITIICHHS: BJIAcHOpPYdY abo
narinamMu/makamu  (Habopamu makeTriB). B maHiii poOOTI BUKOPHUCTOBYETHCS
npuabanmii mak Ultra Dynamic Sky 3amns exkoHomii dYacy 1 OTpUMaHHS

doropeanictuaHOr0 pe3ynbTary. Llell mak momaeTbes 0 MPOEKTY uepe3 JayH4uep

Epic Games.
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XPAHWUNMALLE

PuneTp no: KaTteropua v

. Ultra Dynamic Sky

% Jlo6aBUTb K NpoeKTy n

Puc. 2.9. Ilpouec noganus Ultra Dynamic Sky mo npoekrty

Takum uymnoMm, y Bkmammi Details mms Ultra Dynamic Sky Oyno 3amano
crapToBuii yac no6u 09:36 panky, BBIMKHEHO mapameTp Animate Time of Day,
napametrpy Volumetric Cloud Rendering Mode 3agano 3nauenHst Full Cinematic
Quality, BBiMmkHeHO mapameTpu Enable Fog Inside Clouds, Two Layers, Use Cloud
Shadows, Simulate Real Sun, Simulate Real Moon ta Simulate Real Stars, 3agano
naty 26.04.2024, 3amaHO KOOpPAWHATH IMHPOTH 1 JOBTOTH 3T1IHO KOOPAWHAT
yHiBepcuTeTy, y3arux 3 Google Maps, a came: qis Latitude 3amaHo 3HaueHHS
48.455312, nna Longitude 3agano 3uauenss 35.061639.

Takox, u1st MOCT-TIPOLIECCIHTY, 0 ciieHn Oyno nogaHo PostProcessVolume i3
Ha0oOpy CTaHJAPTHUX IHCTPYMEHTIB, B IKOMY OyJIM BBIMKHEHI XpOMaTH4Ha abeparlis,
BIHbETYBaHHs, BBIMKHEHO mapameTrp Infinite Extend (Unbound) y po3aim Bloom
napametpy Method 3anane 3nauenns Convolution, B po3nuti Exposure mis Metering
Mode 3agano 3HaueHHss Manual, BBiMkHeHO mapametrp Apply Physical Camera
Exposure, 3amani 3aauenas Min Brightness: 20, Max Brightness: 20, Speed Up: 3,
Speed Down: 1, 6yno BBiMmkHeHO Dirt Mask 3 inTencuBHicTio 2.048 Ta 3MiHEH! 1HIII
napameTpH.

Takox, Ha OCHOBI CHCTeMHU YacTHHOK Niagara jisl 3aaHHs aTMoc(epu CIieHH
OyJI0 CTBOPEHO CHCTEMY JITAlOYUX MNWIMHOK pO3MipaMH, TPOXH OUIBIIMMHU 3a

ayautopiro (puc. 2.10).
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NE_Dust

NE_Dust
v Emitter Upd

State System

ation Bax/ Plane

NE_Dust

NE_Dust

Color Minimum

sShape Location Bo

STACKCONTEXT

NE_Dust

NE_Dust

Kill Parti

J1) HanamryBanus Particle State
I') Hanamrrysanus Add Velocity
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Emitter Spa

Emitter Upd

E) HanamryBanns Scale Sprite Size

w opre nencenng

Material

Sprite Renderer
Curl Noise Force
A

K) HanamrryBanns Curl Noise Forse

3) HanamryBanns Sprite Renderer

Puc. 2.10. IIpouecc noganHs 10 IPOEKTYy CUCTEMHU YaCTUHOK Niagara

VY pesynbrari NpoBeNeHHS pPoOIT 13 creuedekramMu Ta OCBITICHHSM, OYyB

HnocSIruyTui potopeanictuunuii 3D-penaep B peasibHOMY 4vaci (puc. 2.11).
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Puc. 2.11. Pe3ynbrar penaepy BIpTyaJIbHOI'O CEPENOBHILA B PEATBHOMY Yaci

2.4. IIporpamyBaHHsI KEPYBAaHHS Ta JIOTIKH HA CIEHi

2.4.1 IlporpamyBaHHs1 B3a€MO/Iii 3 0TOUYEHHSIM

JIns B3aemonii 3 OTOYEHHSIM OyJi0 po3po0JieHO Bi3yalubHUN 1HTEpdeiic uepe3
kimac UserWidget. 3Bepxy mo meHTpy OyJio BUPINICHO PO3TAllyBaTh TOJUHHUK Ta
crnaitaep st 3minu yacy. Cnaitepy 0yso 3a1ano 3HaueHHs 960 (3HaueHHsI CIIBIAIa€e
31 cTapTOBUM 3Ha4YeHHsIM 4vacy B 00'exti Ultra Dynamic_Sky) ta BenuunHy Kpoky
BuctariaeHo 0.000001, mo6 TOYHICTH 3MIHM Yacy 3ajekaya JuIle BiJl PO3ALIbHOT
3/1aTHOCTI JAICIUIEI0 KOPUCTYBaya.

VYV skocti romuHHMKa y Bimker LevelWidget Oyio iHTErpoBaHO BiJIKET
UDS _Digital Clock, mo ¥ae y xommiekti 3 Ultra Dynamic Sky Ta Mae npsmy
MPUB’ 3Ky 10 HBOTO MO MapameTpy vacy. s Hporo Oyio 3MiHEHO napameTp anbda-

kaHairy (mpo3opocti) Ha 0.5 (puc. 2.12).
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Puc. 2.12 — Enementu Ul n151 KepyBaHHS 4acoM

B mpaBomy BepxHbOMY KyTy OYJIO BHpIIICHO pO3TAaIlyBaTH MaHEIb JJIs
KepyBaHHA mnorojaor. lls manens cknamaerbcst 3 enemeHrtiB Slider, Image Ta
ckomiioBano enemeHtn Background Tta Background Blur 3 Bimkery

UDS_Digital Clock nyist cTBOpeHHS € IUHOTO CTHIIIO.

Puc. 2.13. Enementu Ul mi1s B3aemoii 3 1IOT01010

[licns cTBOpeHHs Ta pO3TAllyBaHHS EJIEMEHTIB, J0 KOKHOIO 13 HHX OyIo
3acTOCOBaHO TpHB’ 53Ky Anchor, abu He3aJIe)KHO BiJl pO3MiIpy BiKHA Ta PO3AUTEHOT
3IaTHOCT1 €KpaHy, yCl KOPUCTyBaul MaJId OJIHAKOBE pPO3TAIllyBaHHS E€JIEMEHTIB

KOPHUCTYBAIILKOTO 1HTEpdECY.
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Minimum

Puc. 2.14. [1pup’s3ka Ul enemMeHTIB 10 eKpaHHUX KOOPAMHAT

[Ticnst po3poOKu Bi3yanbHOI CKIIA0BOI KOPUCTYBAIBOTO 1HTEpdency MoTpiOHO

OyJ10 3amporpaMmyBaTH HOTO €JIEMEHTH JIJI JOCSITHEHHS 0a)KaHOTO (DYHKIIIOHATY.

(|
< Event Construct ==~
f Get Actor Of Class

D-——-____.

Puc. 2.15. Jlorika nns migBanTtaxenus Ultra Dynamic Sky ta

Ultra Dynamic_Weather

VY Briagunni Event Graph no nomii Event Construct 6yio miakiro4eHo 0J10KH 3
OTPUMaHHSM iHdopmarii po 00’exTH Ultra_Dynamic_Sky Ta

Ultra Dynamic_Weather Ta 3agano uum 00’ ektaM 3MiHHI-peepeHCH.
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y € On Value Changed (Slider_0)

»
il \ —
: .
ET -
s

@ Time Of Day

Target

Time Of Day

Puc. 2.16. Jlorika jyis 3aJlaHHs 4acy

s enementy Slider 0 moTpiOHO 3anaTv (yHKIIIOHA Ui 3MiHU 4Yacy J00M.
Jlns uporo, B po3aun Event Graph 6ynio o6paHo 1ieit eneMeHT Ta 10jaHo nojio On
Value Changed, mo BiamoBijae 3a Te, M0 BIAOYAETHCS MPH 3MiHI 3HAYCHHS IIHOTO
enementy. ¥ Bxia Set Time Of Day Oyno mpuB’si3aHO 3HAYEHHS 13 IJIABAIOYOIO
toukoro Value 13 moaii On Value Changed (Slider 0), a'y Bxix exec 0yJio npuB’si3aHO
Buxin exec 3 010Ky Get All Actors Of Class. Takum uMHOM, JIOTiKa 3MIHHM 4acy
KOpHUCTyBaueM Oyne Taka: SIKIio 3MiHEHO 3HAYEHHS claiJiepy-> BIIITBOPUTH 3MIHY
mapamMeTpy d4acy Ha BCTAHOBIJIGHE 3HAUEHHs ClIalifiepy JJIi OTPUMAHOIO paHile
00’exty Ultra Dynamic_Sky (pedepenc no 3minnoi Time of Day).

[licns mporpamyBaHHSI 3MIHM 4acy J00H, MOTPIOHO 3amporpamyBaTH 3MIHY
moroau. st Toro, mo6 KOpHCTyBad MIr 3MIHHTH MOTOAY Ha MOTPIOHY HOMY, HE
BUMVISIIAIOYM  TNPU  I[bOMY VY BIKHO, TNOTpPIOHO J0AaTH 300pakKeHHs, IO
BIJINOBIJIATUMYTh 33JaHOMYy MapaMmerpy norogu. L{i 300paxeHHs Oyno y3sATO 3
cepaicy iconfinder.com, BijgpearoBaHo Ta 3MIHEHO iX KOJbOPY Ha O Ta CTBOPEHO
3 HUX JIoaTKoBoro 300paxkeHHs partly cloudy weather icon.png. Ycworo € 7 ctaniB
nmoroju: corsgHo (Clear Skies), xmaprao (Cloudy), moxmypo (Overcast), 9acCTKOBO
xmapHo (Partly Cloudy), nomr (Rain), nerkuit gour (Rain_Light) Ta momr 13 rpo3oro
(Rain_Thunderstorm). KoxkxHOoMy 3 1MX CTaHIB BIJMOBIIATUME CBOE 300pa’KCHHS

(Tabu. 2.2).
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Tabnuusa 2.2

30BHINIHIN BUTIIA 0JIOKY 1HTEpdEHCY, 10 BIAMOBIAAE 32 B3aEMOJIIIO 3

IIOIr0J010 B 3aJI€)KHOCTI BiI[ 3aJaHOI'0 3HAUYCHHA

Crad moroau BianoigHe 300paxeHHs

Clear_Skies

Cloudy

Overcast

Partly Cloudy

L



Rain

Rain_Light

Rain_Thunderstorm
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[Ticns uporo, B Event Graph, moaibno mo dacy go0u, ane BXKe JJI €IEeMEHTY
Slider 1 Oyno crBopeno nofairo On Value Changed Ta cTBOpeHO JOT1UHMI JIAHITIOT 3
OJIOKIB, JIOTiIKAa SKOTO Taka: SIKIIO 3MIHEHO 3HAYCHHS CIalepy->TICPETBOPHUTHU 1€
3HAYEHHS B LILJIE YUCIIO->SKIIO 1€ 3HaYEHHS IOPIBHIOE MOPSIKOBOMY HOMEPY MOTOU
Ha ciaiaepi (0-6)->11s1 OTpUMAHOr0 paHilie 00’ €KTY 3aJaTh BIANOBIIHE 3HAUCHHS
MOTOJM 3TIHO HOT0 MOPSAKY->BCTAHOBUTH BIAMOBIIHY KApTUHKY B €JIEMEHT

Image 0 (puc. 2.17).

KHOMKW KepyBaHHA:
P - BUKNUKaTH Kypcop
M - BUMKHYTU/BBIMKHYTH MY3UKY
E - BBIMKHYTW/BMMKHYTH CBiTNO
(nepwmi paz noTpiGHO HATUCHYTH
i OBidi)
i C - 3BinbluKTH MacluTab

i | - npuxoBaTu/NoKasaTu Ue
' NOBiQOMNEHHA

' R - BUMKHYTU/BRIMKHYTH CUMYNSLiito
| Bifleo3anucy 3 Kamepu

Puc. 2.18. 3oBuimHii Burisg ControlsWidget

Takox, nns iHGOpMYyBaHHS KOpPUCTyBada MpO KJaBINI IS KEPyBaHHS
OTOYEHHSIM, OYJI0 CTBOPEHO OKpeMHit BiJiKeT 3 Ha3Boro ControlsWidget, o MicTuTh
y co01 HamiBnpo3opuii enemeHT Backgound ta posmurts Background Blur (puc.

2.18).
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b) Jlorika ControlsWidget

Puc. 2.19. Animaris ta norika ControlsWidget

[Ticnst cTBOopeHHs aHIMallli HIISXOM MPOCTaBICHHS KeW(peiMmiB Ta JIOTIKK
BIKETY, OyJI0 JOCSATHYTO ()YHKIIOHATY, 1110 JI03BOJISIE TOKA3aTH Ta MPUXOBATU 1eH

BIJKET 13 CYIPOBOKEHHSM TIaBHOT a”imartii (puc. 2.19).
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2.4.3 Jlorika cueHu

Ha cueni npucyTHi iBa 00’ €KTH 1110 MalOTh MICTUTH B CO01 JIOTIKY JJ1 B3a€MOJI1
3 OTOYEHHSM, & CaMe: HaCTIHHUM FOJIMHHUK Ta HOYTOYK.

[li 1Ba 00’€KTH MOBMHHI MOKa3yBaTH MOTOYHUHN Yac JOOU Ha CIIEHI B PEKUMI
pEeaNbHOTO Yacy 13 BpaxyBaHHAM MOKIMBOCTI KOHTPOJTIO Yacy KOpUcTyBadeM. Tak K
MIPOEKT B3KE€ MICTUTH B CO01 CUCTEMY TJI00AILHOTO OCBITIIeHHS, a came Ultra Dynamic

Sky, peanizaiiisi {bOr0 3HAYHO CIPOIIYETHCS.

Misc

OPTIMIZATION

PANEL

PRIMITIVE

SPECIAL EFFECTS

SYNTH

UDS_CONFIGMANAGER
UDS_README

ULTRA DYNAMIC SKY WIDGETS
USER CREATED

ADVANCED

#OoPeE-EBG

Puc. 2.20. Burnsia Bimpxery PCTime

Jlns Toro, mo0 HOyTOYK MaB BITOOPaKEHHS MMOTOYHOTO Yacy, 0yJIO CTBOPEHO
BipkeTr PCTime, sikuif mMicTuTh y co01 ymmie eneMeHT Image i3 ckpidmorom OC
Windows 11 Ta 3a3panerins myompoBanuii Bimker UDS Digital Clock, ane 6e3

3aJIHBOTO (DOHY Ta 3aAaHUM YOPHUM KOJIBOpOM mipudty (puc. 2.20).
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Components
+ Add Q
¥ Widged

 Widget S
A E:Em : -Interau_.tiu::n

Thm saricdl i nd v o s

Puc. 2.21. CtBopenns PCTimeActor, mo mictuth B co61 PCTime

[Ticns uporo Oymno crBopeHo 06’exkt PCTimeActor kimacy Actor depes po3mii
Blueprint Class Ta mnogano g0 Hporo enxemeHT Widget, mo ccunaerbcss Ha PCTime.

Ile 3poOseHO a1 MOKIIMBOCTI PO3MILIEHHS 1[bOro BLKETY y 3D-mpocrtopi (puc.

2.21).

ctive l @ Uniit ® Show

P L L —

Puc. 2.22. Po3mimenns Bimpkery y 3D-npoctopi

[Ticns cTBOpeHHs MBOro 00’€KTY, HOTO OYyJIO PO3MIMIEHO HAa KOOpPIWHATAX
eKkpaHy HOyTOyKy. Takum 4yMHOM OyJO OTpUMaAHO IMITalil0 poOOYOro HOYTOYKY

yepe3 MOKa3aHHs Ha HbOMY PEeaIbHOTO 4acy.
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Puc. 2.23. Po3mimenns mentiB ctpisiok B WallClock

Jlns Toro, mo6 HACTIHHWKA TOAMHHUK TaKOX IMOKa3yBaB MMOTOYHHM Yac, 31 CIICHU
Oyno BuiyudeHo memll (00’ektu Static Mesh) roAMHHMKOBUX CTPIIOK Ta CTBOPEHO

00’ext WallClock, mo mictuB y co61 11 menii.
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[Ticnst 1IbOTO TOAMHHUKOBI CTPUIKH OYyJIO 3aIIPOrPaMOBAHO TaKUM YHHOM, 100
BOHU Opayii moTouyHui yac 3 komnoHeHty Ultra Dynamic Sky, nis yacoBoi CTpiuIKU
opanocs 1200%, a mist xBunuHHOT — 100% 1 3100y Ti 3HaYEHHS 3aCTOCOBYBAIH 10
BJIaCHOTO OOepTaHHSA. YBECh 1€ KOJI BUKOHYETbCS KOXHHMM TIK (MIHIMaJIbHY
OJIMHUITIO Yacy JIBUTYHA), 1110 J03BOJISIE CTPUIKaAM 00epTaTUCS IJIABHO Ta MOBLILHO,
K 1€ Oys0 0 B peasibHOMY KUTTI (puc. 2.24).

Takoxk, Ha CIIEH1 MICTATbCS 00’ €KTH 3 SIKUMU KOPUCTYBad MOXKE B3a€MOMISITU
camocrTiitHo. Cepell HUX: JIaMIIA Ha CTeNl, MMJI0ra, Kpicia B JIAYH/K-30H1 Ta TUBAH 3
ITIJIJTOHIB, IO TTOYaTKOBO 3HAXOIUTHCS 11032 MekaMu ayauTopii. KoxkeH 3 1iux BUIiB

00’€ekTiB OyJI0 3apOrpaMoOBaHoO.

& Tum offlamp

scalar Parameter Value

< Togyle Lamp

> Tum on lamp
I Set Scalar Parameter Value

callection

Puc. 2.25. Jlorika 00’ ekTy-1ammu

JUts namn OyB HamMCaHWM KOJA 3 MOJISMH, NIPHU 3aIyCKy SIKUX BIJOYBA€ThCS
3MiHa 3HaueHHsA mapamerpy y LampMatParameter Mk cTaHamMud BHUMKHEHO
(3nauenns 0.0) Ta BBiMKHeHO (3HaueHHs 1.0). /{751 3axucTy Bij BUIAAKOBOI B3aEMOIIT

3 Jammamu (B3aemMoisi BiIOyBae€ThCs NUISIXOM HaTHCHeHHs kinaBimi E) Oyno
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BUpilIeHO nmoctaButu nopsiaok 01o0ky Flip Flop Takum ynnoM, m106 npu nepuiomy
HAaTUCHEHHI Ha KJIaBilIy, JO JIaMI 3aCTOCOBYBAJIOCS 3HAYEHHS «BUMKHEHO». Came
TOMY MICJIsl BBIMKHEHHS JOJIaTKy, JUIsl HAWIepIIoi B3aeMOJll 3 JlaMIaMu, KJIaBilly

noTpioHO Oyjie HATUCHYTH JB14l (puc. 2.25).

.1 PostProcessVolume

# Details % world Partition
[é] PostProcessVolume -+ Add

Volume (Instance)

General Acto oD Misc Streaming
Lens
Chromatic Aberration

Intensity

1 Array elements ® O

M_Highlight_Inst s

PathTracing fGame/CustomMat/Mat/M_Highlight_Inst

Puc. 2.26. loganus MaTepiaily IIOCT-IIPOLECCIHTY JUIA ITIACBIYYBaHHSI 00’ €KTIB
p1airy p y y

[ 00’€KTH mepen B3a€EMOJIEI0 MPU HABEAEHHI HA HUX KypCcOpOM MHUIII,
MOBHWHHI MaTH OOBEJICHHS, JJISI TOTO a0u BUAUIATHCH Ha (POHI 1HIIUX 00’ €KTIB, 110
O3HAYaTHMeE, [0 KOPUCTYBad 30MPAETHCS B3AEMOIIATH caMe 3 IIUM 00’ €kToM. Takoxk
11e 0OBEICHHSI TIOMTOMOKE KOPUCTYBady 3pO3YyMITH, SIKi 00’ €KTH Ha CIIEHI B3arali €
IHTEpAaKTUBHUMHU 1 3 SKMMHU MOXXHa B3aeMOIisATH. J[Jg 1boro 31 CTaHIAPTHOTO
mabsnony Unreal Engine 4 Oyno iMmopToBaHO maTepiai Jyuisl MOCT-MPOIECIHTY il

Ha3Boto M _Highlight Ta nonano tioro 1o PostProcessVolume (puc. 2.26).
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Jlami, [Jis miJIoTH Ta CTaHIapTHUX Kpicell 0YyJIo 3aCTOCOBAHO OJWH 1 TOM camMuit
KOJ[ 3 JIOTIKOIO, IO 3aITyCKAa€ThCsA KOKEH TIK: BHU3HAUeHHs CTaHy KOpUCTyBauda (4u
3HAXOAMTHCS BIH B PEXKUMI peAaryBaHHs )->sSKIIO TaK, TO 3aCTOCYBaTH 0 00’ €KTY
napaMeTp TJMOUHM (U1l OTPUMaHHS OOBEACHHS) Ta SKIIO KOPUCTYBAd KIIIKHE IO
00’€KTy, 3’ IBUThCSI IHTEpPEIC A1 3MIHU KOJIBOPY, a SKIIO JI0 I[HOTO 0YyJI0 BIIKPUTO
iHTepdeic s peaaryBaHHs 1HIIOTO 00’€KTYy, TO BIH 3aKPUBAETHCS, a OOBEICHHS
TOTO 00’€KTY MPUIMUHSAETHCS, SIK MPHU BiJIBEACHHI 3 HHOIO MHIII a0O MpU BHXOJI 3
pexuMy pemaryBaHHs. L{eil Ko MICTUTBCS B KOKHOMY 13 BHITIE3a3HAYECHUX 00’ €KTIB,
ajie 3 PI3HOI0 BaApIaTUBHICTIO JEAKUX 3MIHHUX, a CcaMe: 3aCTOCOBAaHMI MaTepiaji
3aJIEKHO BI1J BUKJIMKAHOI MOAll, BUKJIMK BJIACHOTO BIXKETY JUIsl 3MIHM KOJBOPY Ta

BIJICYTHICTh BJIACHOTO 00’ €KTY /I MPUXOBAaHHS 1HTEep(dEICy penaryBaHHsI.

Taomung 2.3

BigmiHHOCTI MK 3BHYaifHUMU KpiCJIaMu Ta KpiclaMH 3 J0JIaTKOBUM

(yHKII0HaTIOM

. Kpicrno 13 MOXIIHBICTIO
3BHUYAKHE KPICIIO

3aMIHU Ha JUBAH 3 M1JJ0HIB

BizyanbHa
YacTHUHA
iHTEpPeic

y

[TIporpamu
a 4yacTuHa
iHTEepdeiic

y
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Takoxk, IS KOXKHOTO 3 HUX O0’€KTIB OyJ0 CTBOPEHO BIIACHHUMA BIiJIXKET-
iHTEepdeiic B3aeMoii. Ajie, ICHYIOTh TPU 00’ €KTH, B SIKUX € JOJATKOBUI (yHKIIIOHAJ.
3 HUX — JIBa Kpiclia Ta OAWH JIMBaH 3 MiJIJIOHIB. [X 0cOGMUBICTH MOATAE B TOMY, 11O
NPy B3aEMOJIIi 3 HUMH, BIIKPUBAETHCSA 1HTEpderc, MO0 OKpiM 3BHUYANHOTO
(GyHKLIOHATY 3MIHU KOJIbOPY MICTUTh B COO1 KHONIKY IS B3a€MO3aMiHM (Kpicia
3aMIHSIOTHCS JUBAHOM, a IUBaH — Kpiciamu). [IporpaMHoO BiDKETH IJisi B3a€EMOJIIT 3
IIUMUA 00’ €KTaMU BIAPI3HAIOTHCS HASBHICTIO BUKJIMKA TOJIIi 3aMiHU, Ky MICTHTh y
co01 nuBaH. [TporpamHa yacTiHa caMux CIeHIaJbHUX KPICEN HISIK HE BIAPI3HAETHCA

BiJ iHIHMX (Tadm. 2.3).
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Puc. 2.28. Jlorika aHimaIliii 1uBaHy Ta Kpices




VY nuBaHy 3 OiJAOHIB KOJ TaKUM caMUid, sIK 1 B 1HIIMX 00’ €KTIB 32 BUHSTKOM
OJIH1€T OCOOIMBOCTI: BiH MICTUTBH y cO01 aHIMAIIli MEPEMIIIICHHS KPicel 3a MEX1 CIICHH
i aHIMaIliI0 TIEpEeMIIIEHHsI ceOe B ayIUTOPit0. AHIMAIIlIS € TTOCTYIOBOO (TIOKA3ye, K
30Upa€ThCs UBAH), YHACIIJIOK YOTO BIH HE € OJTHUM 00'€KTOM - 11€ 5 pi3HUX 00'€KTIB,
MOB'S3aHUX MK €000 JuIne iHTEppEeHcoM 3MIHU KOJIBbOPY ¥ OJIHOYACHUM
3aBJaHHAM OOBEACHHS JIJI1 BCHOTO JMBaHA, 100 CTBOPUTH BUAMMICTH ILITICHOCTI
BupoOy (puc. 2.28). Amnimarlis 3poOjeHa MPOCTHM MEPEMIIICHHSIM IO 3aJaHUM

KOOpJIMHATaM 3a MEeBHUH BIAPI30K Yacy.

w* NewTrack 0

Puc. 2.29. Kpuga 3min BigHocHO yacy (Timeline)

VYci animariii nepemiiieHb MarTh TPUBAIICTh 2 CEKYHIM, TOXK JUISl BCIX HUX
BUKOPHUCTOBYEThCS oHaKoBui 0ok Timeline (puc. 2.29).

Takum 9HOM, OYyJI0 OTPUMAHO MOMKJIMBICTh IHTEPAKTUBHOT B3aEMO/IIT 3 PI3HUMHU
acreKTaMu BIPTYyaJbHOI'O CEpAOBUINA: BiJl 3aMiHU KOJBOPY MiJUIOTH Ta MEOJIB 110

3aMIHM X THUILY.

2.4.4 IlporpaMmyBaHHs KePpyBaHHS

st Toro, mo6 xKopucTyBay MIr B3aemoisatu 31 crBopeHum Ul, mepir 3a Bce,

oro mOTpiIOHO BUBECTH Yy pobOody obmacte gicriero. s uporo vy
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BP_FirstPersonCharacter motpiono npu 3amycky npoekty (nonis Event BeginPlay)

CTBOPUTH 111 BIIDKETH Ta A0JaTu ix 710 Viewport (puc. 2.30).

Puc. 2.30. Jlorika BUBOAY BIPKETIB Ha €KpaH

[Ticns Toro, sik iHTEpdeiic OyB BUBEAEHUN HA €KpaH, MOTPIOHO 10AATH rapsauy
KjaBimy P i Toro, mjo0 BMHKaBCs peXUM pelaryBaHHs (3’ ABJISBCS Kypcop MU,
SAKHI BK€ MOKE B3a€EMOJISTH 13 BIIKETAMH Ta 00’ €KTaMM, B HAIAIUTYBaHHIX SKUX

BritoueHa pynkuis Generate OnClick Events) (puc. 2.31).

Puc. 2.31. Jlorika BMUKaHHSI Ta BAMUKaHHS PEKUMY pelaryBaHHs

Tako, KOprCTyBa4yeBi MOTPIOHO HAAATH MOXKJIUBICTh HAOJMKYBAaTU KapTUHKY
knasimero C. I[lpunnun po6otu: npu 3aTucHeHHi kiaini C BigOyBaeThCs MJIaBHA
aHiMaIlis 3MEHIIeHHS KyTa TMOJs 30pYy BIBidi, a HpH Biamyckani kiaBimi C —
pPOrpaeThcs 3BOPOTHS aHiMailis. Takoxk, 3a JOMOMOror0 IIo0aabHOI 3MIHHOI Is
Editing 6yno 3amporpamoBaHo, 11100 KOPUCTyBau HE MIr 301JIbIIIYBATH 300pakeHHs

i yac penaryBanss (puc. 2.32).
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T, Branch .

\: Branch
» True

canditian Falzz [

Puc. 2.32. Jlorika HaOIMKEeHHS 300pakeHHsI 3aTUCHEHHAM Kiasimni C

Tak sk Oymo CTBOpeHO Marepiasl Ta Hablp TapaMeTpiB IS
BMMKAHHS/BUMUKAHHS IITYYHOT'O CBITJIA B1J] JJAMIT Ha CTEJI1, MOTPIOHO 3a/1aTh rapady

knaimy E Ha et ynkiionan (puc. 2.33).

I GetAll Actors OfClass

sed B _— s

» & Toggle Lamp
Out Actors 2aIget
»

Puc. 2.33. B3zaemogis 13 1aMramMu yepe3 HaTUCHEHHS KiaBimii E

2.4.5 IloxkpanieHHs Bi3yaJbHOI0 TA 3BYKOBOI'0 CIPUUHATTSA JT0AATKY

106 moKpamuTy COPUUHATTS T0JATKY KOPHUCTYBauyeM, OyJI0 BUPIIIEHO A0JaTH
JesIKl €JIEeMEHTU JI0 MPOEKTY, a caMe (OHOBY MY3HKY, CTBOPEHY HEWPOMEPEXKEIO
soundraw.i0. CriouaTky OyJ10 CTBOPEHO MY3UKaJIbHY Yepry 13 4 TPEKiB 3a JOMIOMOT 010

Sound Cue 1 Ha3BaHo AmbientMusicCue (puc. 2.34).
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(P ————————————
Wave Player : 1_123_music1l
Output @ —_

{7
Wave Player : 1_123_music2

Output @ —
Concatenator

output @ —
Wave Player : 1_123_music3

output @ — Add input (&

T ————————————
Wave Player : 1_123_music4

output @ —

Puc. 2.34. My3uxkansHa uepra AmbientMusicCue

[Ticnst uporo Oyno cTBOpeHO 00’€KT Kiacy Actor, e MpomucaHa JIOTiKa Jist

CTapTy Ta 3aKiHYCHHsI MPOTpaBaHHs My3uku (puc. 2.35).

> Play Background Music

|

»
ek P Play
weturm Vahue \ . F Volume Multiplier
»

Target

o Create Sound 20

Start Tame [0

< MuteMusic

Puc. 2.35. Jlorika Musiclnstance

Takox € O0O0OB’SI3KOBHM J0JaTH KOPHCTYBAadeBl MOXJIMBICTH BMHKATH Ta

BUMHKATH (POHOBY MY3HKY Ha Kiasiiry M (puc. 2.36)
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\_ '_J'F|ip Flop
» AW & Mute Music
B *+ Cast To Musicinstance Taig :
\ » —_—
| Objec C
A

Is A
Target

-+ Cast To Musicinstance
& Play Background Music

Target

"7 GetCamelr

Re

Puc. 2.36. BumkHEeHHST My3UKH Yyepe3 HaTUCHEHHS KiaBimi M

Takox, Ayt aTMOcepHOro BCTYIY 1 BIpTyaJibHE CepellOBUIIE, OYJIO CTBOPEHO
MOCT-TPOIIECIHTOBHI MaTepian (puc. 2.37), mo MICTUTh OJJAKUTHY CITKY HA YOPHOMY
¢oH1, 1100 13 caMOro MoYaTKy HaJaTH KOPUCTYBau€Bl pO3yMiHHS TOTO, IO MEepe]l HUM

— came BIpTyallbHE cepeioBHINe, a He ¢oTorpadis 4u mpupeHiep.
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Takoxx OyJio CTBOpeHO Hallp mapameTpiB ISl IbOTO MaTepiady Ta CTBOPEHO

napametp Radius (puc. 2.38).

Puc. 2.38. Habip mapametpiB Grid_mpc

[Ticnst cTBOpeHHsT Marepially Ta HaboOpy MapaMeTpiB, OyJIO CTBOPEHO MHOTO
Material Instance Ta gomaHo [0 1€ OJHOTO 3a3JaJIETib  CTBOPEHOTO

PostProcessVolume gepes po3ain Post Process Materials (puc. 2.39).

Rendering Features
Materials

1 Array elements E} ﬁ

GridMat_Inst @ r
3

PathTracing /Game/Level/FX/DontTouch/GridMat_Inst

Puc. 2.39. GridMat y PostProcessVolume2

[, mo6 ¢doHOBa My3uKa 3ampalrioBajia 3 CaMOro IMOYaTKy MPOEKTY Ta II100
BiIOyBCs €peKT XBHJII 13 CITKH, OyJI0 CTBOPEHO JIOTIKY, i’ €aHany j0 mosii Event

BeginPlay y BP_FirstPersonCharacter
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& EventBeginPlay 7 Ex Command

» —‘\ -+ Cast To Musicinstance
»

& Play Background Music

I Get Al Actors Of Class
<> [ S =S E )
>

Actor Class

Target

@ Gnd Timeline

£ Set Scalar Parameter Value

<» Y

Puc. 2.40. Event BeginPlay y BP_FirstPersonCharacter

[, 1106 HamaTH MPOEKTY I11€ OIBIIIOTO pealizMy, OyI0 BUPIIICHO 3p0OUTH €eKT
3MOMKH 3 HarpyAaHoi kamepu. Jas 1poro, Oyno CTBOpeHO ABa 00’€KTH Kiacy
CameraShake i1 na3zpano Idle Ta Walk (puc. 2.41). Ili 00’ekTH CUMYJIIOBaTUMYTh

TPSICIHHA KaMEpPH MPU CTATUYHOMY TOJIOKEHHI Ta MPHU XOAb01.

A) Hanamrrysanns Idle b) HanamryBanus Walk

Puc. 2.41. Bucrasneni 3HaueHus midg Idle ta Walk
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Takoxk, Oys0 CTBOPEHO MOCT-MPOIIECIHTOBHI Marepiai, M0 CTBOPIOE e(dEeKT
OImyKJIOi JiiH3M 1 Ha3BaHO M _Fisheye, miciist woro crBopeno roro Material Instance Ta
JI0laHO 110 3asjanerine  gomaHoro  PostProcessVolume  mim  Ha3Borwo

PostProcessCamera y BP_FirstPersonCharacter (puc. 2.42).

b) Honanus M_Fisheye no PostProcessVolume y BP_FirstPersonCharacter
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Puc. 2.42. Ctopennii Ta nomxanwnii 1o BP_FirstPersonCharacter marepian 3

epexrom FishEye

I, Tak stk epexT 3MOMKH 3 BijicOKaMepy MOBHUHEH BiA0OYyBaTUCh MOCTIHHO, OyJ10
CTBOPEHO MO/1i10, SIKY MOTIM OyJio puB’s3aHo a0 noAii Event Tick. A 1o kHonk# 1110
BMHKA€/BUMHKAE 1el eexT Oysno mpuB’sS3aHO JIUIIEC 3aJaHHS CTAHy CHUMYJISIIT
(3miaHa  Videorecording  Simulation) Ta  3MiHa  CTaHy  3acTOCYBaHHS

PostProcessCamera (puc. 2.43).

A\ Flip Flop

Puc. 2.43. Jlorika cumyJsiiii epekTy 3HOMKH 3 KaMepu
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2.5 PesyabTaTtu podoTun

Pesynprarom pobGoT B wmik kBamdikamiiHiii poOOTI cTaB po3poOiaeHui
iHTepakTUBHUM ArchViz-101aTOK, 1110 MOYXE€ BUKOPUCTOBYBATHUCH MPU MPOEKTYBAHHI
MPUMIILICHHS, TaK SK Ma€ MpUBAOIUBY g oued QoTopeanicTuuHy rpadiky Ta
MICTHTH B CO01 IHTEPAKTUBHI MOKJIMBOCT1 B3a€MO/I1i 3 OTOYCHHSM: KOPHCTYBA4 MOXKE
miaidpaTy MIAJIOTY 31 CIHCKA 3almpOIIOHOBAaHUX Ju3aiiHepaMu, ab0 3MIHUTH KOJIp
Kpiclia Ha OJWH 13 CIIUCKY, a00 B3arajii 3aMIHUTH JI€SIK1 Kpicjia Ha TMBaH U MOOAYUTH,
K came #oro motpiOHO Oyme 30upatu. KopucTtyBau MaTtMMe 3MOry 3MIHIOBATH
pIllICHHS 3 TPUBOJY NPOSKTYBAaHHS NPHUMIIICHHS, JWBISSYACH HA TE, SIK BOHO
BUTJISIIATUME BJI€Hb, BHOUI, IT1/1 CBITJIOM JIaMIl, IPH SICHIM moroji abo rpo3osiit. Llei
npuknaa Arch-Viz pgomatky Moxe BIUIMHYTH Ha YSABICHHS TMPOEKTYBaHHS
OPUMILIEHHS B IIJIOMy Ta CTBOPUTH MOMNUT HAa OUIIMHIOBI KOMIIAHIi, IO
BUKOPUCTOBYIOTh TIOMIOHI TpOrpamMHi pIllIeHHS dYepe3 OTpPUMaHi BPaKCHHS

KOpHCTYBaua IIe Ha eTaIll, KOJIM peaibHOro mpuMillieHHs Hemae (puc. 2.44)
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<>

I

Puc. 2.44. Cxpinmotu ctBopeHoro Arch-Viz nogatky 3 1€MOHCTpaAIi€l0

dbyHKIIOHATY

Bapro 3azHauuTH, 1Mo npu po3poOii OyJI0 BUKOPHUCTAHO JIMILIE Bi3yaJbHE
nporpamyBaHHs HajmoMa Blueprint, mo nmpuckoproe po3poOKy Moai0HOTO JA0JATKY
yepe3 MOXIIMBICTh MOOAYWTH JIOTIKy HAOYHO, a TAaKOXK HIiSIK HE BIUIMBAE Ha

ONTHUMI3aLIi0 NPOEKTY 1 € TOCUTh MPOCTOIO B PO3YMIHHI JJIs JTHOJUHHU.
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2.6 Buxkopucrani amapaTtHi pecypcu

st po3poOku 11boro mporpamHoro 3abesnedeHHs Oyno Bukopuctano [IK 3

HACTYITHUMH XapaKTePUCTUKAMMU:
- 3,7 GHz 12-anepuuii npouecop AMD Ryzen 9 5900X;
- 3215 3000 MI'y DDR4;
- NVIDIA RTX 3070 8132 MB;
— OS Microsoft Windows 11;
— Tenesizop po3mipom 32 nroiiMu Ta MOHITOP po3Mipom 21.5 mroiimu;
— KJIaBiaTypa, MUIIIa;

— JOCTYyN 10 Mepexi [HTepHeT.

2.7. BukopucTaHi nporpamMHi pecypcu

IrpoBuii iBuryn Unreal Engine 5 nanucanuii 06’ €KTHO-OPIEHTOBAHOIO MOBOIO
nporpamyBanHs C++, npundanuit nak Ultra Dynamic Sky.

Cuctema cymicHa 3 OS Windows 10 1 Buie.

s poGoTu cepBepHOi mporpamu HeoOxigHa iHcTaysisa margopmu NET

Framework v4.7.2.

2.8. BucnoBok

Y npyromy po3auli poO3TJsSIHYTO ICHYIOYI pillleHHs, o0paHo muatrgopmy
pPO3pOOKH, OomucaHO PO3pOOKY 3aCTOCYHKA, MPEICTABJICHI OCHOBHI aJlTOPUTMH,
IHIUKATOpU Ta CTPYKTYpPY, HABEICHO JOBIAKOBY i1H(OpMaIli0 Ta (PYHKIIIOHAJBHI

MO>KJIMBOCTI nmporpamMu, ormmCaHo iHTCp(i)GI‘/’IC KOpHUCTYBada CUCTCMU.
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PO3JILT 3
EKOHOMIYHA YACTHHA

[lin yac po3poOKH MPOrpaMHOro 3a0Ee3MEUEHHs BaXJIMBUMHU €TallaMH €
BU3HAYEHHS TPYIAOMICTKOCTI pO3pOOKH 1 pO3paxyHOK BHUTpaT Ha CTBOPEHHA

MPOrPaAMHOIO MPOAYKTY.

3.1. BuzHa4yeHHs1 TPYAOMICTKOCTi pO3pOo0OKH NMPOrpamMHOro 3ade3nevyeHHst

3aiaHi 1aHi:

1. mepenbadyBaHe yucyo orneparopis (miamnporpam) — 1200;

2. koedIlieHT CKIAIHOCTI porpamu — 1,6;

3. xoedilieHT KOpeKIIii mporpamMu B xoi ii po3podku — 0,3;

4. roauHHa 3apoO0iTHA Miata nporpamicta [1], rpa/rox — 150;

5. koedimieHT 301MbLIEHHS BHUTpAT Mpali BHACIIIOK HEIOCTATHHOTO OIHUCY
3amgaul — 1,3;

6. koediuieHT kBamidikalli nmporpamicta, 0OyMOBJIEHHM BiJ CTaxy poOOTH 3
naHoi crerianbHocTi — 1,0;

7. BapticTh MamuHO-Toauan EOM, rpu/rog — 21 (po3paxyHOK HUXKYE).

Cob6iBapricTh MamuHo-Toauan EOM, rpu/roa;

S1+S,+8
M==2 [; 3,1"pH/I‘O,ZL, (3.1)

ne S; — piuHa cyma aMmopTtu3ailli (OHOBJIEHHS, 00CITyTOBYBaHHS, PEMOHTYBAHHS
Ta 1H.), TPH;

S, — pluHI BUTPATH HA €IEKTPOCHEPTII0, IPH;

S5 — piuni BuTpatu Ha I13, rpH;

H — nivicanii rogoBuii o yacy poOOTH, TOJUH.
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40000 + 5000 + 15000
M= 3770 = 22,14 rpH/rog,

HopmyBanns mparii B mporieci cTBopeHHsl [13 iCTOTHO YCKIaJIHEHO B CHITY

TBOPYOTO XapaKTepy Mnpaili nporpamicra. ToMmy TpyaOMICTKICTb PO3POOKH MOXKe OyTH
pO3paxoBaHa Ha OCHOBI CUCTEMU MOJIEJEH 3 PI3HOK TOUYHICTIO OLIHKHU.

TpynomicTkicTh po3poOku 113 MokHa po3paxyBatu 3a GOpMYJIOHO:

t=ty+ty+t,+ ty + tomn + ty, TIOMUHO-TOJIMH, (3.2)

e t, - BUTpATH Mpalli Ha MiATOTOBKY M OMKC MOCTaBieHo1 3a1a4i (nmpuiiMaetses S50);

t, - BUTPATH Tpalli Ha AOCIIKSHHS aJITOPUTMY PIIICHHS 3a]1aui;

ts - BUTPATH TIpalll Ha pO3POOKY OJIOK-CXEMU aITOPUTMY;

t, - BUTPATH Tpalll HAa IPOTpaMyBaHHs MO TOTOBIH OJIOK-CXeMi;

foms - BATPATH TIpalll HA HAJIAroKeHHs nporpamu Ha EOM;

fy - BUTpATH Ipalli Ha MIITOTOBKY JOKYMEHTAIII1.

Cku1aioBi BUTpATH Mpalll BU3HAYAIOTHCS Yepe3 YMOBHE UMCio onepatopiB y [13,
SIKE pO3POOJIAETHCA.

YMOBHE 4HCIIO OnepaTopiB (MiAIporpam):

0=q*C*(l+p), (3.3)
1e ¢ - nependadyBaHe YMCIO OEPaTOPiB;
C - koedIIiEHT CKIIaIHOCTI MPOTPaAMH;

P - KoediIieHT KOpEKIIii mporpaMu B X0/l ii po3pOoOKH.
0 =2000*1,5*(1+0,2)=3600.

Butpatu mpaii Ha BUBYEHHS OMHCY 3ajayl f, BU3HAYAETHCS 3 ypaxXyBaHHAM

YTOYHEHHS ONUCY 1 KBaii(ikamii mporpamicra:

Q*B

= e
" (75.85) *k

JIFOJIUHO-TOJIUH. (3.4)

ne B - koedimieHT 301IbIICHHS] BUTPAT TMpalll BHACIIIOK HEJOCTATHHOTO OIHUCY

3aj1a4l;
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k - xoedimienT kBamidikaiii mporpamicta, 00yMOBIEHUN BiJl CTaXy POOOTH 3

JTAHOI CHeI1aJIbHOCTI.

o _3600*13
w= Tggwg -7 JIOAMHO-TOAUH.

Burtpatu npaiii Ha po3poOKy anropuTMy pilIEHHs 3a/ayi:

t, = 20..25) %k JFOIMHO-TOMH, (3.5
- 2160 _ 108
T JFOJTUHO-TOJIHH.

BurtpaTtu Ha ckinagaHHs IpOrpaMHu IO TOTOBIA OJIOK-CXEMi:

t, JFOAUHO-TOJIVH, (3.6)

T 0..25) *k

3600
C25%]

t, = 144,4, moauHO-TOIUH,

Burtpatu npaiii Ha Hanaro xkeHHs nporpamu Ha EOM:

- 34 YMOBH aBTOHOMHOI'O HAJIArOJPKCHHA OAHOI'O 3aBJJaHHA:

Lomn = m, JIFOJIMHO-TOJIVH, (3.7)
_ 3600 .
Lomn = EY, = 900, n*OANHO-TO/IVH;

- 3a YMOBH KOMINJICKCHOT'O HAJIAaIrO/JI’KCHHA 3aB/IaHHA:
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. =15%¢, . ITOIAHO-TONMH, (3.8)
k=15 %900 = 1350, M0qUHO-TOIUH.
Burtpatu npaiil Ha mArOTOBKY TOKYMEHTALlli:
t,=1,*1,, mopuno-ronun, (3.9)

1€ top - TPYAOMICTKICTh MIATOTOBKH MATEpIajiB 1 PYKOMHUCY.

lop = 50051 JIFOJUHO-TOJINH, (3.10)
_ 3600
top = 0% 180 nronnHO-TOINH.

too - TPYAOMICTKICTh PeIaryBaHHs, IEYATKU i OPOPMIICHHS JOKYMEHTAIII1:

too = 0,75 * ty,, NFOJIUHO-TO/IUH, (3.11)

tyo = 0,75 * 180 = 81 nmoguHO-TOMHA,

ty =180 + 81 = 261 mOauHO-TOAMH.

Tenep po3paxyemo TpynoMicTkicTs 113:

t=50+ 585+ 108 + 144,4 + 900 + 261 = 1525,5, nronuHo-

TOJHUH.
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3.2. BurpaTtu Ha CTBOPEHHSI POTrPaMHOI0 3a0e3MeYeHHs

Butparu Ha ctBopenHs [13 Kno BkiIOYalOTh BUTpATH Ha 3apoOITHY ILIATy

BUKOHABIIA MporpamMu 33/n 1 BATPAT MAITUHHOTO Yacy, HEOOX1JHOTO HAa HAJIarO/I>KEHHS

nporpamu Ha EOM:

K,y = 3,, + 3,4 IPH. (3.12)

3apo0iTHA MJ1IaTa BUKOHABI[IB BUBHAYAETHCS 32 POPMYJIOIO:

3,y =1 *C,,, IPH, (3.13)

Jie ¢ - 3arajbHa TPYJAOMICTKICTh, JIIOJUHO-TOIUH;

Cyp - cepenHsi TOAMHHA 3apo0iTHA MJ1aTa IPOrpamicTa, FPH/TOUHA.
3, = 15255 * 150 = 228825, rpH.
BaprticTh MalmmHHOTO Yacy, HE0OX1JHOrO JJIsl Halaro>KeHHs POrpaMHu:
3v6= toma ™ Cyus TPH, (3.14)
1€ foms - TPYJIOMICTKICTh HAJIAropKEHHS mporpamu Ha EOM, ron,
Cyw - BapTicTh MammHo-roauH EOM, rpu/rog,
Cw. =21, rpa/ron.

3., = 900 * 21 = 18900, rpH.

BusnaveHi B Takuii criocid BUTPATH HAa CTBOPEHHS MPOTPAMHOI0 3a0€3MEYEHHS €

YaCTUHOIO OJTHOPA30BUX KaliTalbHUX BUTPAT HA CTBOpeHHs [13:
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K,, = 228825 + 18900 = 247725, 2ph.

OuikyBanuii nepioa cropenHs I13:

t

T=———,M
By *F,

ic., (3.15)

ne By - 4iciio BUKOHABINB (MpuiMaeThes 1),

F), - micsuanii poug pododoro gacy (96 rogun Ha TUXACHDb F), = 384 roaun).

15255

T = ]*—W :3,9, Mic.

BucHoBOK:

[Tporpamuauit nogatok ArchViz mpusHadeHO s JeMOHCTpallii MaiOyTHHOTO
BUIJISITY IPUMILIEHHS 3 BapiaTUBHICTIO. BapTicTh 1aHOrO MPOAYKTY CTaHOBUTH 247,7
THUC. TPH. 1 HE BUMArae J0JaTKOBUX BUTpaT. O4ikyBaHHI Yac po3pOOKU CTAaHOBHUTH 3,9

MICSIIIB.
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BUCHOBKMH

B pamkax kBanigikaiiiiinoi poootu 0yiso po3pobneno ArchViz-gonarox.

Ile mporpamHe 3a0e3nedyeHHS € MPUKIAIOM TOr0, SIKI TEXHOJOTIi MOXYTb
BUKOPHUCTOBYBATU OyAiBENbHI KOMIIaHI1 1J11 B3a€MO/I1i 31 CBOiMHM KilieHTaMu. [logaTok
Ma€ MMPOKI MOXKJIMBOCTI pearyBaHHs OTOYEHHS — BiJl 3MIHU KOJIBOPIB Ta MaTepiajiB
00’ €KTIB JI0 3MIHU CTaHy MOTOJIH, 10 TO3BOJISE MOJUBUTHCH HA PUMIIICHHS Y PI3HUX
cutyarisx. OauH 13 HaWBaXJIMBIIIUX aCHEKTIB IbOOTO JOJATKy — (hOoTOpeasiCTUIHa
rpadika, 10 JO03BOJIS€ MOOAYUTH PeaibHy KapTUHY MalOyTHHOTO MPOIYKTY.

[Tin vac BuKOHAHHS KBamidikaiiitHoi po6oTH OyJiM BUKOHAHI HACTYITHI 3a/1a4i:
— IIpoananizoBaHo mpeaMeTHY 00JIacTh OCTABIICHOI 3a/1a4i.
— Po3po06iieno inTepdeiic 11 B3aEMOIIT 3 OTOUCHHSIM.
— PospobOiieHo neski crnenedekTd s TOKpAaIleHHS Bidyany (IOCT-TIPOIIECIHT,
YaCTHUHKH).
— BusnaueHo TpyJIOMICTKICTh PO3POOIEHOr0 TOAATKY.
— IligpaxoBaHa BapTICTh pO3POOKH TOJATKY.
Po3pobnenuii 101aTOK JO3BOJISIE:
— Po3auBRATHCH ayTUTOPIIO B PEKHUMI PEATTLHOTO Yacy.
— 3MIHIOBATH CTaH MOTOJU.
— 3MIHIOBaTH MaTepiall Ta KOJIp IMiIJIOTH, KPicell, a TAKOXK 3aMIHATH JIESIKI Kpiciia Ha
JTUBaH.
— B3aeMopisTy 31 MITy9HUM OCBITIICHHSIM.
— HabGnwmxyBaTu 300paxeHHs.
— BMuKaTH/BUMHUKATH CUMYJIAIIIO 3HOMKH 3 BiJICOKaMEpH.

3acTOCYyHOK peani3oBaHuii 3a I0MOMOT0I0 MporpaMyBaHHs cucteMoro Blueprints,
IO € Bi3yaJbHUM BIJABITBIEHHSIM MOBH C++. Hac CTBOpEHHS 3aCTOCYHKY CTaHOBUTH

3,9 micsiil, a oro oliHOYHA BapTICTh CTAHOBUTH 247,7 THC. TpH.
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CIIMCOK BUKOPUCTAHUX JIKEPEJI

. Cepenns 3apo0iTHa IJ1aTa 3a BUJAMHU €KOHOMIYHOT AISTTBHOCTI MO MICSIISIX
(Iep>xaBHa city>k0a CTaTUCTUKU Y KpaiHu)
URL:https://ukrstat.gov.ua/operativ/operativ2005/gdn/Zarp ek m/Zp ek m_u/ar
h zpm u.html (naTa 3Bepuenns 25.05.2023).

. Overview of Niagara Effects for Unreal Engine | Unreal Engine 5.0
Documentation: https://docs.unrealengine.com/5.0/en-US/overview-of-niagara-
effects-for-unreal-engine/

. Creating Visual Effects in Niagara for Unreal Engine | Unreal Engine 5.2
Documentation: https://docs.unrealengine.com/5.2/en-US/creating-visual-effects-
in-niagara-for-unreal-engine/

. Quick Start for Niagara Effects in Unreal Engine | Unreal Engine 5.0
Documentation: https://docs.unrealengine.com/5.0/en-US/quick-start-for-niagara-
effects-in-unreal-engine/

. Post Process Effects in Unreal Engine | Unreal Engine 5.2 Documentation:
https://docs.unrealengine.com/5.2/en-US/post-process-effects-in-unreal-engine/

. Ultra Dynamic Sky Content Detail:
https://www.unrealengine.com/marketplace/en-US/product/ultra-dynamic-sky

. Ultra Dynamic Sky - Product Video + Quick Start (UE5 Version):
https://youtu.be/b52npy-XUdQ

. Getting started with Bridge in UES: https://youtu.be/OYPOEcAEfsQ

. HaBuanwpuuii nocidbnuk 3 Unreal Engine 5 mis moyaTkiBIIB - MOYaTKOBUH KypC

UES: https://youtu.be/k-zMkzmduql

10.Unreal Engine 5 Import A Scene By Datasmith From 3DS Max 2022.2:

https://youtu.be/kSDDetL.3bY g
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JIOJIATOK A

Binkiauk kepiBHUKa eKOHOMIYHOIO PO3IiLy
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JTOJATOK B
MEPEJIIK ®AWJIIB HA JJUCKY

Im’s1 aiina Omnuc

[TosicHIOBaNIbHI TOKYMEHTH

[TimaxoB_kBamiikauiiitna_podota.docx | IlosicHroBanbHa 3ammcKa 10
kBasiikamiitnoi po6otu. JlokymeHT

Word.

[TimaxoB_xkBamiikauiitna_podota.pdf | IlosicHroBanbHa 3ammcKa 10

kBasi(ikaimiitHoi pobotu B ¢opmari

PDF

IIporpama

Class1-123-source.rar ApxiB. Mictutre BuXigHi  (Qailiu
IPOEKTY.

Class1-123.rar ApxiB. MicTUTh CKOMIUJIbOBAHI (haitnu
IIPOEKTY.

[IpesenTartis

[Tpe3enTauis.ppt [Ipe3enTais kBanidikaiiHoi poOOTH
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JIOJIATOK B
JTEKOJTOBAHA JIOTTKA OB’CKTY WALLCLOCK

Begin Object Class=/Script/BlueprintGraph.K2Node Event
Name="K2Node Event 0"

"

EventReference=(MemberParent=Class"'/Script/Engine.Actor"',MemberName="Rec
eiveBeginPlay")

bOverrideFunction=True

bCommentBubblePinned=True

NodeGuid=23F5D29444AFCEF78C1B42AD3EB91A45

CustomProperties Pin
(PinId=731050B743DAB3CD32C029AD5333D894,PinName="OutputDelegate",Dir
ection="EGPD_Output",PinType.PinCategory="delegate",PinType.PinSubCategory=
"" PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemberReferenc

m

e=(MemberParent=Class"'/Script/Engine.Actor"',MemberName="ReceiveBeginPlay"
),PinType.PinValueType=(),PinType.ContainerType=None,PinType.blsReference=F
alse,PinType.bIsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectW
rapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,PersistentGuid=0000

0000000000000000000000000000,bHidden=False,bNotConnectable=False,bDefault
ValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvanced View=False,bOr

phanedPin=False,)

CustomProperties Pin
(Pinld=FFE50D094428D7159861 E3B76DB59B8D,PinName="then",Direction="EG
PD Output",PinType.PinCategory="exec",PinType.PinSubCategory="",PinType.Pin
SubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.P
inValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinTyp
e.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=Fals
e,PinType.bSerializeAsSinglePrecisionFloat=False,LinkedTo=(K2Node CallFunctio

n 3
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3DA44FAD49204F29E335DF930C999FC6,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)
End Object
Begin Object Class=/Script/BlueprintGraph.K2Node Event
Name="K2Node Event 2"

m

EventReference=(MemberParent=Class"'/Script/Engine.Actor"',MemberName="Rec
eiveTick")

bOverrideFunction=True

NodePosY=416

bCommentBubblePinned=True

NodeGuid=E349DD2F464205E1A93E198B4D6FC4AC

CustomProperties Pin
(Pinld=D778E10041733A3CF567E6A83D362C2A,PinName="OutputDelegate",Dir
ection="EGPD_Output",PinType.PinCategory="delegate",PinType.PinSubCategory=
"" PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemberReferenc

m

e=(MemberParent=Class"'/Script/Engine.Actor"',MemberName="ReceiveTick"),Pin
Type.PinValueType=(),PinType.ContainerType=None,PinType.bIsReference=False,
PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapp
er=False,PinType.bSerializeAsSinglePrecisionFloat=False,PersistentGuid=00000000
000000000000000000000000,bHidden=False,bNotConnectable=False,bDefaultValu
elsReadOnly=False,bDefaultValuelsignored=False,bAdvancedView=False,bOrphane
dPin=False,)

CustomProperties Pin
(Pinld=688F364346BDBBDB2583248043B86813,PinName="then",Direction="EGP
D Output",PinType.PinCategory="exec",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.

bIsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,
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PinType.bSerializeAsSinglePrecisionFloat=False,LinkedTo=(K2Node CallFunction
14
09BE53D84AC37FDBF7C398B380CFCFAS,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

CustomProperties Pin
(Pinld=A07BA3E24504DED856713BA86EADI9BD9,PinName="DeltaSeconds",Pin
ToolTip="Delta Seconds\nFloat (single-
precision)",Direction="EGPD_Output",PinType.PinCategory="real",PinType.PinSub
Category="float",PinType.PinSubCategoryObject=None,PinType.PinSubCategoryM
emberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinTy
pe.blsReference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,Pin
Type.blsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,D
efaultValue="0.0",AutogeneratedDefaultValue="0.0",PersistentGuid=000000000000
00000000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsRe
adOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin
=False,)

End Object
Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node CallFunction 3"

FunctionReference=(MemberParent=Class''/Script/Engine.GameplayStatics"',Memb
erName="GetActorOfClass")

NodePosX=448

NodePosY=48

NodeGuid=4BB634264A131078391F5CA09872039F

CustomProperties Pin
(Pinld=3DA44FAD49204F29E335DF930C999FC6,PinName="execute",PinType.Pi
nCategory="exec",PinType.PinSubCategory="",PinType.PinSubCategoryObject=No
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ne,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinTyp
e.ContainerType=None,PinType.blsReference=False,PinType.bIsConst=False,PinTy
pe.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializeAs
SinglePrecisionFloat=False,LinkedTo=(K2Node Event 0
FFE50D094428D7159861E3B76DB59B8D,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)
CustomProperties Pin
(Pinld=7814BB79485FC0012E5F85977B847D22,PinName="then",Direction="EGP
D Output",PinType.PinCategory="exec",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.
blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,
PinType.bSerializeAsSinglePrecisionFloat=False,LinkedTo=(K2Node VariableSet
1
97BB029349404C610D13B8AD1CCO0105F,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=683EA87C45120EB74751C19930054D21,PinName="self",PinFriendlyName
=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS

m

ubCategoryObject=Class"'/Script/Engine.GameplayStatics"',PinType.PinSubCategor
yMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,Pin
Type.blsReference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,P
inType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,
DefaultObject="/Script/Engine.Default GameplayStatics",PersistentGuid=0000000
0000000000000000000000000,bHidden=True,bNotConnectable=False,bDefaultValu
elsReadOnly=False,bDefaultValuelsignored=False,bAdvancedView=False,bOrphane

dPin=False,)
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CustomProperties Pin
(PinId=15AD3EDA4C0382EE0182C5B660FB9255,PinName="WorldContextObject
" PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinSubCateg
oryObject=Class"'/Script/CoreUObject.Object"',PinType.PinSubCategoryMemberRef
erence=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bIsRefe
rence=False,PinType.bIsConst=True,PinType.bIsWeakPointer=False,PinType.bIsUO
bjectWrapper=False,PinType.bSerialize AsSinglePrecisionFloat=False,PersistentGuid
=00000000000000000000000000000000,bHidden=True,bNotConnectable=False,bD
efaultValuelsReadOnly=False,bDefaultValuelslgnored=False,bAdvancedView=False
,bOrphanedPin=False,)

CustomProperties Pin
(PinId=8269817D4FA20AEAS5C616D858F2C158A,PinName="ActorClass",PinType
PinCategory="class",PinType.PinSubCategory="",PinType.PinSubCategoryObject=

m

Class"'/Script/Engine.Actor"',PinType.PinSubCategoryMemberReference=(),PinType
PinValueType=(),PinType.ContainerType=None,PinType.bIsReference=False,PinTy
pe.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=Tr
ue,PinType.bSerializeAsSinglePrecisionFloat=False,DefaultObject="/Game/UltraDy
namicSky/Blueprints/Ultra Dynamic Sky.Ultra Dynamic Sky C",PersistentGuid=0
0000000000000000000000000000000,bHidden=False,bNotConnectable=False,bDef
aultValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,b
OrphanedPin=False,)

CustomProperties Pin
(Pinld=54E4A5614BF601C095DA16BBF4283 A8F,PinName="ReturnValue",Directi
on="EGPD_Output",PinType.PinCategory="object",PinType.PinSubCategory="",Pin
Type.PinSubCategoryObject=BlueprintGeneratedClass"'/Game/UltraDynamicSky/Bl
ueprints/Ultra Dynamic_Sky.Ultra Dynamic Sky C",PinType.PinSubCategoryMe
mberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinTyp
e.bIsReference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinT
ype.bIsUObjectWrapper=False,PinType.bSerialize AsSinglePrecisionFloat=False,Lin

kedTo=(K2Node VariableSet 1
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BBEF8138482AC34417FA278A756FC5F9,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)
End Object
Begin Object Class=/Script/BlueprintGraph.K2Node VariableSet
Name="K2Node VariableSet 1"

VariableReference=(MemberName="UDS" ,MemberGuid=5F0A2F58480D8584D1A
17D99740F5F90,bSelfContext=True)

NodePosX=816

NodePosY=144

NodeGuid=72222A2B446874AF8CC7D6BSEF906C54

CustomProperties Pin
(Pinld=97BB029349404C610D13B8AD1CCO0105F,PinName="execute",PinType.Pin
Category="exec",PinType.PinSubCategory="",PinType.PinSubCategoryObject=Non
e,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.
ContainerType=None,PinType.blsReference=False,PinType.blsConst=False,PinType
.blsWeakPointer=False,PinType.blsUObjectWrapper=False,PinType.bSerializeAsSin
glePrecisionFloat=False,LinkedTo=(K2Node CallFunction 3
7814BB79485FC0012E5F85977B847D22,),PersistentGuid=00000000000000000000
000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=F
alse,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=A8DC4DF94BED439F72B1348A2BFA884B,PinName="then",Direction="E
GPD_Output",PinType.PinCategory="exec",PinType.PinSubCategory="",PinType.Pi
nSubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.
PinValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinTy
pe.blsConst=False,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=Fal
se,PinType.bSerializeAsSinglePrecisionFloat=False,PersistentGuid=0000000000000
0000000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsRea
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dOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=
False,)

CustomProperties Pin
(Pinld=BBEF8138482AC34417FA278A756FC5F9,PinName="UDS",PinType.PinC
ategory="object",PinType.PinSubCategory="",PinType.PinSubCategoryObject=Blue
printGeneratedClass''/Game/UltraDynamicSky/Blueprints/Ultra Dynamic_Sky.Ultra
_Dynamic Sky C",PinType.PinSubCategoryMemberReference=(),PinType.PinValu
eType=(),PinType.ContainerType=None,PinType.bIsReference=False,PinType.bIsC
onst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinT
ype.bSerializeAsSinglePrecisionFloat=False,LinkedTo=(K2Node CallFunction 3
54E4A5614BF601C095DA16BBF4283 A8F,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=38C189B2404648899794D39DD39DC092,PinName="Output_Get",PinTool
Tip="Retrieves the value of the variable, can use instead of a separate Get
node",Direction="EGPD_Output",PinType.PinCategory="object",PinType.PinSubCa
tegory="",PinType.PinSubCategoryObject=BlueprintGeneratedClass"'/Game/UltraD
ynamicSky/Blueprints/Ultra_Dynamic_Sky.Ultra Dynamic_Sky C"',PinType.PinSu
bCategoryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=
None,PinType.blsReference=False,PinType.bIsConst=False,PinType.bIsWeakPointe
r=False,PinType.blsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFlo
at=False,PersistentGuid=00000000000000000000000000000000,bHidden=False,bN
otConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=Fals
e,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=E7811812432F43C51837D8A67AB12B36,PinName="self",PinFriendlyNam
e=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=BlueprintGeneratedClass"'/Game/CustomMat/WallClock.WallCl
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ock C"',PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),Pi
nType.ContainerType=None,PinType.bIsReference=False,PinType.blsConst=False,P
inType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializ
eAsSinglePrecisionFloat=False,PersistentGuid=000000000000000000000000000000
00,bHidden=True,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefault
Valuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node VariableGet
Name="K2Node VariableGet 9"

VariableReference=(MemberName="UDS",MemberGuid=5F0A2F58480D8584D1A
17D99740F5F90,bSelfContext=True)

NodePosX=-384

NodePosY=688

NodeGuid=D8B58D5B42DDA904A216D4BD4B918C75

CustomProperties Pin
(Pinld=D815E82940DEEADAEDF59E993486C4AF,PinName="UDS",Direction="E
GPD_Output",PinType.PinCategory="object",PinType.PinSubCategory="",PinType.
PinSubCategoryObject=BlueprintGeneratedClass"'/Game/UltraDynamicSky/Bluepri
nts/Ultra Dynamic Sky.Ultra Dynamic_ Sky C",PinType.PinSubCategoryMember
Reference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bls
Reference=False,PinType.blsConst=False,PinType.bIsWeakPointer=False,PinType.b
IsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,Linked T
0=(K2Node VariableGet 10
F29C2B774FA8D6E7802BFBA6E370E2B0,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(PinId=991E723745A1C902079C6C81F375F09D,PinName="self",PinFriendlyName
=NSLOCTEXT("K2Node", "Target",
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"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=BlueprintGeneratedClass"'/Game/CustomMat/WallClock.WallCl
ock C"',PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),Pi
nType.ContainerType=None,PinType.bIsReference=False,PinType.bIsConst=False,P
inType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializ
eAsSinglePrecisionFloat=False,PersistentGuid=000000000000000000000000000000
00,bHidden=True,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefault
Valuelsignored=False,bAdvancedView=False,bOrphanedPin=False,)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node VariableGet
Name="K2Node VariableGet 10"

VariableReference=(MemberParent=BlueprintGeneratedClass"'/Game/UltraDynamic
Sky/Blueprints/Ultra_Dynamic_Sky.Ultra Dynamic_Sky C"',MemberName="Time
of Day",MemberGuid=7A66C3124438ED162EC071B4CEA1D8DF)

SelfContextInfo=NotSelfContext

NodePosX=-240

NodePosY=688

NodeGuid=F49326444E848E216939D6B2C30B3611

CustomProperties Pin
(Pinld=A99603554A3FF222C1E576977E5367EC,PinName="Time of
Day",Direction="EGPD_Output",PinType.PinCategory="real",PinType.PinSubCateg
ory="double",PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemb
erReference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bl
sReference=False,PinType.blsConst=False,PinType.bIsWeakPointer=False,PinType.
bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,Default
Value="0.0",AutogeneratedDefaultValue="0.0",LinkedTo=(K2Node CallFunction 7
88A6C1114956FE115E67B884B02521B3,),PersistentGuid=0000000000000000000
0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)
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CustomProperties Pin
(Pinld=F29C2B774FA8D6E7802BFBA6E370E2B0,PinName="self",PinFriendlyNa
me=NSLOCTEXT("K2Node", "Target",
"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=BlueprintGeneratedClass''/Game/UltraDynamicSky/Blueprints/U
Itra Dynamic_Sky.Ultra Dynamic Sky C",PinType.PinSubCategoryMemberRefere
nce=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.blsReferen
ce=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUODbj
ectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,Linked To=(K2N
ode VariableGet 9
D815E82940DEEADAEDF59E993486C4AF,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

End Object
Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node_ CallFunction_ 7"

blsPureFunc=True

FunctionReference=(MemberParent=Class''/Script/Engine.KismetMathLibrary"',Me
mberName="Percent FloatFloat")

NodePosX=-32

NodePosY=688

NodeGuid=BAD40FE148E61FBC56D810A3163D0A7B

CustomProperties Pin
(Pinld=F8A7347F424F9ADD6B06D1B5CB0OCOEA4,PinName="self",PinFriendlyN
ame=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS

"m

ubCategoryObject=Class"'/Script/Engine.KismetMathLibrary"',PinType.PinSubCateg

oryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,P
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inType.blsReference=False,PinType.bIsConst=False,PinType.blsWeakPointer=False,
PinType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=Fals
e,DefaultObject="/Script/Engine.Default KismetMathLibrary",PersistentGuid=000
00000000000000000000000000000,bHidden=True,bNotConnectable=False,bDefault
ValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOr
phanedPin=False,)

CustomProperties Pin
(Pinld=88A6C1114956FE115E67B884B02521B3,PinName="A",PinType.PinCatego
ry="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObject=None,
PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.C
ontainerType=None,PinType.blsReference=False,PinType.blsConst=False,PinType.b
IsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerialize AsSing]
ePrecisionFloat=False,DefaultValue="0.0",AutogeneratedDefaultValue="0.0",Linked
To=(K2Node VariableGet 10
A99603554A3FF222C1E576977E5367EC,),PersistentGuid=0000000000000000000
0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=B7FC90B04F2B144FD67F86A1EOBE17B4,PinName="B",PinType.PinCate
gory="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObject=No
ne,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinTyp
e.ContainerType=None,PinType.blsReference=False,PinType.bIsConst=False,PinTy
pe.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializeAs
SinglePrecisionFloat=True,DefaultValue="1200.000000",AutogeneratedDefaultValu
e="1.000000",PersistentGuid=00000000000000000000000000000000,bHidden=Fals
e,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored
=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=F94813294A9A3C152800A7B2BCA3BBA0,PinName="ReturnValue",Direc
tion="EGPD_Output",PinType.PinCategory="real",PinType.PinSubCategory="doubl
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¢",PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemberReferenc
e=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bIsReference
=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObject
Wrapper=False,PinType.bSerialize AsSinglePrecisionFloat=False,DefaultValue="0.0
" AutogeneratedDefaultValue="0.0",LinkedTo=(K2Node CallFunction 8
10FB4DD44FCESBA3A72140BBA05SCC8B4,),PersistentGuid=0000000000000000
0000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadO
nly=False,bDefaultValuelsignored=False,bAdvancedView=False,bOrphanedPin=Fal
se,)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node CallFunction 8"

blsPureFunc=True

FunctionReference=(MemberParent=Class''/Script/Engine.KismetMathLibrary"',Me
mberName="MapRangeClamped")

NodePosX=208

NodePosY=672

NodeGuid=4174520648E99E52C5CB158AE923ED70

CustomProperties Pin
(Pinld=B664E9C54B15C2BBS8FF5C7834671D832,PinName="self",PinFriendlyNam
e=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS

m

ubCategoryObject=Class"'/Script/Engine.KismetMathLibrary"',PinType.PinSubCateg
oryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,P
inType.blsReference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,
PinType.blsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=Fals
e,DefaultObject="/Script/Engine.Default KismetMathLibrary",PersistentGuid=000

00000000000000000000000000000,bHidden=True,bNotConnectable=False,bDefault
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ValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOr
phanedPin=False,)

CustomProperties Pin
(Pinld=10FB4DD44FCE5BA3A72140BBA05CC8B4,PinName="Value",PinType.Pi
nCategory="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObje
ct=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),P
inType.ContainerType=None,PinType.bIsReference=False,PinType.blsConst=False,
PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerial
1zeAsSinglePrecisionFloat=False,DefaultValue="0.0",AutogeneratedDefaultValue="
0.0",LinkedTo=(K2Node CallFunction 7
F94813294A9A3C152800A7B2BCA3BBAO,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

CustomProperties Pin
(Pinld=E31287F44A9C151E71AE3DAS561D7269A,PinName="InRangeA",PinType.
PinCategory="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObj
ect=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),
PinType.ContainerType=None,PinType.blsReference=False,PinType.bIsConst=False
,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerial
izeAsSinglePrecisionFloat=False,DefaultValue="0.0",AutogeneratedDefaultValue="
0.0",PersistentGuid=00000000000000000000000000000000,bHidden=False,bNotCo
nnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=False,bA
dvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(PinId=985329FC433E4EFC32AB979605B0876D,PinName="InRangeB",PinType.P
inCategory="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObje
ct=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),P
inType.ContainerType=None,PinType.bIsReference=False,PinType.bIsConst=False,
PinType.blsWeakPointer=False,PinType.blsUObjectWrapper=False,PinType.bSerial
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1zeAsSinglePrecisionFloat=True,DefaultValue="1200.000000",AutogeneratedDefaul
tValue="0.0",PersistentGuid=00000000000000000000000000000000,bHidden=False
,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelslgnored=

False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=A690AEE04C0C522AEDDBA2A652ED3CAF,PinName="OutRangeA",Pin
Type.PinCategory="real",PinType.PinSubCategory="double",PinType.PinSubCatego
ryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueTy
pe=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.blsConst
=False,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.
bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0",AutogeneratedDefaultV
alue="0.0",PersistentGuid=00000000000000000000000000000000,bHidden=False,b
NotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=Fa
Ise,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=34301BEC4EBBF3E9A65E709D9D1BB86F,PinName="OutRangeB",PinTy
pe.PinCategory="real",PinType.PinSubCategory="double",PinType.PinSubCategory
Object=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType
=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.blsConst=F
alse,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bS
erializeAsSinglePrecisionFloat=True,DefaultValue="360.000000", AutogeneratedDef
aultValue="0.0",PersistentGuid=00000000000000000000000000000000,bHidden=F
alse,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnor
ed=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=557DCE78439DE2033DEC56897F2D9828,PinName="ReturnValue",Directi
on="EGPD_Output",PinType.PinCategory="real",PinType.PinSubCategory="double
" PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemberReference
=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bIsReference
=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObject
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Wrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0
" AutogeneratedDefaultValue="0.0",LinkedTo=(K2Node CallFunction 19
820DFF704DEEA7612EBD5SB8F2D1C5C00,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node VariableGet
Name="K2Node VariableGet 12"

VariableReference=(MemberName="UDS",MemberGuid=5F0A2F58480D8584D1A
17D99740F5F90,bSelfContext=True)

NodePosX=-288

NodePosY=1088

NodeGuid=0AB0653949151C2AB352DD89BOBFCAS84

CustomProperties Pin
(Pinld=D815E82940DEEADAEDF59E993486C4AF ,PinName="UDS",Direction="E
GPD_Output",PinType.PinCategory="object",PinType.PinSubCategory="",PinType.
PinSubCategoryObject=BlueprintGeneratedClass"'/Game/UltraDynamicSky/Bluepri
nts/Ultra Dynamic Sky.Ultra Dynamic Sky C",PinType.PinSubCategoryMember
Reference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bls
Reference=False,PinType.blsConst=False,PinType.bIsWeakPointer=False,PinType.b
IsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,Linked T
0=(K2Node VariableGet 13
F29C2B774FA8D6E7802BFBA6E370E2B0,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=D5F07EAB4E3410CB4D49FBACI9BC6C25B,PinName="self",PinFriendlyN
ame=NSLOCTEXT("K2Node", "Target",
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"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=BlueprintGeneratedClass"'/Game/CustomMat/WallClock.WallCl
ock C"',PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),Pi
nType.ContainerType=None,PinType.bIsReference=False,PinType.bIsConst=False,P
inType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializ
eAsSinglePrecisionFloat=False,PersistentGuid=000000000000000000000000000000
00,bHidden=True,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefault
Valuelsignored=False,bAdvancedView=False,bOrphanedPin=False,)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node VariableGet
Name="K2Node VariableGet 13"

VariableReference=(MemberParent=BlueprintGeneratedClass"'/Game/UltraDynamic
Sky/Blueprints/Ultra_Dynamic_Sky.Ultra Dynamic_Sky C"',MemberName="Time
of Day",MemberGuid=7A66C3124438ED162EC071B4CEA1D8DF)

SelfContextInfo=NotSelfContext

NodePosX=-144

NodePosY=1088

NodeGuid=3762E3C5491B08537CF64CA39D34DFA4

CustomProperties Pin
(Pinld=A99603554A3FF222C1E576977E5367EC,PinName="Time of
Day",Direction="EGPD_Output",PinType.PinCategory="real",PinType.PinSubCateg
ory="double",PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemb
erReference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bl
sReference=False,PinType.blsConst=False,PinType.bIsWeakPointer=False,PinType.
bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,Default
Value="0.0",AutogeneratedDefaultValue="0.0",LinkedTo=(K2Node CallFunction 1
0 8A661B1945464D15923CCO97FEDA6DBB,K2Node CallFunction 1
2E4B3FB6455BB80068A0D09091A9689E,),PersistentGuid=0000000000000000000
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0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=F29C2B774FA8D6E7802BFBA6E370E2B0,PinName="self",PinFriendlyNa
me=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=BlueprintGeneratedClass''/Game/UltraDynamicSky/Blueprints/U
Itra_Dynamic_Sky.Ultra Dynamic_Sky C"',PinType.PinSubCategoryMemberRefere
nce=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.blsReferen
ce=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUOb;j
ectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,Linked To=(K2N
ode VariableGet 12
D815E82940DEEADAEDF59E993486C4AF,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node CallFunction 10"

bIsPureFunc=True

FunctionReference=(MemberParent=Class"'/Script/Engine.KismetMathLibrary"',Me
mberName="Percent FloatFloat")

NodePosX=64

NodePosY=1088

NodeGuid=8CE390A047F11B3B45553D8435ECS8FIE

CustomProperties Pin
(Pinld=BE2D55274D562C9AC4810383A751666E,PinName="self",PinFriendlyNam
e=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
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ubCategoryObject=Class"'/Script/Engine.KismetMathLibrary"',PinType.PinSubCateg
oryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,P
inType.bIsReference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,
PinType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=Fals
e,DefaultObject="/Script/Engine.Default KismetMathLibrary",PersistentGuid=000
00000000000000000000000000000,bHidden=True,bNotConnectable=False,bDefault
ValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOr
phanedPin=False,)

CustomProperties Pin
(PinId=8A661B1945464D15923CC097FEDA6DBB,PinName="A",PinType.PinCate
gory="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObject=No
ne,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinTyp
e.ContainerType=None,PinType.blsReference=False,PinType.bIsConst=False,PinTy
pe.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializeAs
SinglePrecisionFloat=False,DefaultValue="0.0",AutogeneratedDefaultValue="0.0",L
inkedTo=(K2Node VariableGet 13
A99603554A3FF222C1E576977E5367EC,),PersistentGuid=0000000000000000000
0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=34E4C85145C44FFDA010CB987DC194C0,PinName="B",PinType.PinCate
gory="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObject=No
ne,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinTyp
e.ContainerType=None,PinType.blsReference=False,PinType.bIsConst=False,PinTy
pe.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializeAs
SinglePrecisionFloat=True,DefaultValue="100.000000",AutogeneratedDefaultValue
="1.000000",PersistentGuid=00000000000000000000000000000000,bHidden=False
,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelslgnored=
False,bAdvancedView=False,bOrphanedPin=False,)
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CustomProperties Pin
(Pinld=B552448F4ABEAD143C4A9D0965E0E462D,PinName="ReturnValue",Direct
ion="EGPD_Output",PinType.PinCategory="real",PinType.PinSubCategory="doubl
e",PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemberReferenc
e=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bIsReference
=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObject
Wrapper=False,PinType.bSerialize AsSinglePrecisionFloat=False,DefaultValue="0.0
", AutogeneratedDefaultValue="0.0",LinkedTo=(K2Node CallFunction 11
18E0C187431B9F6157D16CBD48E73DAD,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

End Object
Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node CallFunction 11"

bIsPureFunc=True

FunctionReference=(MemberParent=Class''/Script/Engine.KismetMathLibrary"',Me
mberName="MapRangeClamped")

NodePosX=256

NodePosY=1072

NodeGuid=COBF63AC4DB6653C1AB5B48F16904481

CustomProperties Pin
(Pinld=088460714E69912348955A8359D7937F ,PinName="self",PinFriendlyName=
NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS

"m

ubCategoryObject=Class"'/Script/Engine.KismetMathLibrary"',PinType.PinSubCateg
oryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,P
inType.blsReference=False,PinType.blsConst=False,PinType.bIsWeakPointer=False,
PinType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=Fals

e,DefaultObject="/Script/Engine.Default KismetMathLibrary",PersistentGuid=000
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00000000000000000000000000000,bHidden=True,bNotConnectable=False,bDefault
ValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOr
phanedPin=False,)

CustomProperties Pin
(Pinld=18E0C187431B9F6157D16CBD48E73DAD,PinName="Value",PinType.Pin
Category="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObject
=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),Pin
Type.ContainerType=None,PinType.bIsReference=False,PinType.blsConst=False,Pi
nType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializ
eAsSinglePrecisionFloat=False,DefaultValue="0.0",AutogeneratedDefaultValue="0.
0",LinkedTo=(K2Node CallFunction_ 10
B552448FABEAD143C4A9D0965E0E462D,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=793915B841121272B3EA49A31E0AF57D,PinName="InRangeA",PinType.
PinCategory="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObj
ect=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),
PinType.ContainerType=None,PinType.blsReference=False,PinType.bIsConst=False
,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerial
izeAsSinglePrecisionFloat=False,DefaultValue="0.0",AutogeneratedDefaultValue="
0.0",PersistentGuid=00000000000000000000000000000000,bHidden=False,bNotCo
nnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=False,bA
dvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=2321F707408F389E86DBB2AF6478FAS57,PinName="InRangeB",PinType.P
inCategory="real",PinType.PinSubCategory="double",PinType.PinSubCategoryObje
ct=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),P
inType.ContainerType=None,PinType.bIsReference=False,PinType.blsConst=False,
PinType.blsWeakPointer=False,PinType.blsUObjectWrapper=False,PinType.bSerial
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1zeAsSinglePrecisionFloat=True,DefaultValue="100.000000", AutogeneratedDefault
Value="0.0",PersistentGuid=00000000000000000000000000000000,bHidden=False,
bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=F
alse,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=78226BF64A103FD84CB7CC804CADFFFF,PinName="OutRangeA",PinTy
pe.PinCategory="real",PinType.PinSubCategory="double",PinType.PinSubCategory
Object=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType
=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.blsConst=F
alse,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bS
erialize AsSinglePrecisionFloat=False,DefaultValue="0.0",AutogeneratedDefaultValu
e="0.0",PersistentGuid=00000000000000000000000000000000,bHidden=False,bNot
Connectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelslgnored=False,
bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=154BBC864DC8F51E521ABBA1F84AC3AC,PinName="0OutRangeB",PinT
ype.PinCategory="real",PinType.PinSubCategory="double",PinType.PinSubCategor
yObject=None,PinType.PinSubCategoryMemberReference=(),PinType.PinValueTyp
e=(),PinType.ContainerType=None,PinType.bIsReference=False,PinType.bIsConst=
False,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.b
SerializeAsSinglePrecisionFloat=True,DefaultValue="360.000000",AutogeneratedD
efaultValue="0.0",PersistentGuid=00000000000000000000000000000000,bHidden=
False,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelslgno
red=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=2CED8ED942244005CAA50190387E7B95,PinName="ReturnValue",Directi
on="EGPD_Output",PinType.PinCategory="real",PinType.PinSubCategory="double
" PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemberReference
=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.blsReference
=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObject
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Wrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0
" AutogeneratedDefaultValue="0.0",LinkedTo=(K2Node CallFunction_ 15
820DFF704DEEA7612EBD5SB8F2D1C5C00,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node CallFunction 14"

FunctionReference=(MemberParent=Class''/Script/Engine.SceneComponent"',Memb
erName="K2 SetRelativeRotation")

NodePosX=576

NodePosY=336

AdvancedPinDisplay=Hidden

NodeGuid=C607BI9CE4366A440788200849941A14A

CustomProperties Pin
(PinId=09BE53D84AC37FDBF7C398B380CFCFAS8,PinName="execute",PinType.P
inCategory="exec",PinType.PinSubCategory="",PinType.PinSubCategoryObject=No
ne,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinTyp
e.ContainerType=None,PinType.blsReference=False,PinType.blsConst=False,PinTy
pe.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializeAs
SinglePrecisionFloat=False,LinkedTo=(K2Node Event 2
688F364346BDBBDB2583248043B86813,),PersistentGuid=0000000000000000000
0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=40DFA98C460C36A0F102C1A9DCC4431C,PinName="then",Direction="E
GPD_Output",PinType.PinCategory="exec",PinType.PinSubCategory="",PinType.P1
nSubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.
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PinValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinTy
pe.blsConst=False,PinType.blsWeakPointer=False,PinType.blsUObjectWrapper=Fal
se,PinType.bSerializeAsSinglePrecisionFloat=False,LinkedTo=(K2Node CallFuncti
on 18
541EO0E194BEBBB0O1EBSAC5B05D4BBCDO,),PersistentGuid=0000000000000000
0000000000000000,bHidden=False,bNotConnectable=False,bDefaultValueIsReadO
nly=False,bDefaultValuelsignored=False,bAdvancedView=False,bOrphanedPin=Fal

se,)

CustomProperties Pin
(Pinld=2763CCCD4ADOE736E1723EB3210AD99B,PinName="self",PinFriendlyNa
me=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=Class"'/Script/Engine.SceneComponent"',PinType.PinSubCategor
yMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,Pin
Type.blsReference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,P
inType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,
LinkedTo=(K2Node VariableGet 3
B20CE09A481F33B699ACF39EED929093,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)
CustomProperties Pin
(PinId=09B90B9C451E12DOBAB6AEBC248EC65C,PinName="NewRotation",Pin
Type.PinCategory="struct",PinType.PinSubCategory="",PinType.PinSubCategoryOb
ject=ScriptStruct"'/Script/CoreUObject.Rotator"',PinType.PinSubCategoryMemberR
eference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bIsRe
ference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bls
UObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,DefaultVal
ue="0, 0, 0",AutogeneratedDefaultValue="0, 0,
0",LinkedTo=(K2Node CallFunction_ 19
DICD757E4A51A2BC002EEOADBE43ES545,),PersistentGuid=00000000000000000
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000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

CustomProperties Pin
(Pinld=81366F9C41DF660617F0C0AB752227B5,PinName="bSweep",PinType.Pin
Category="bool",PinType.PinSubCategory="",PinType.PinSubCategoryObject=Non
e,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.
ContainerType=None,PinType.blsReference=False,PinType.bIsConst=False,PinType
blsWeakPointer=False,PinType.blsUObjectWrapper=False,PinType.bSerializeAsSin
glePrecisionFloat=False,DefaultValue="false", AutogeneratedDefaultValue="false",P
ersistentGuid=00000000000000000000000000000000,bHidden=False,bNotConnecta
ble=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvanc
edView=True,bOrphanedPin=False,)

CustomProperties Pin
(PinId=23BBEOAD4F7ED9C10D69569192737EF2,PinName="SweepHitResult",Dir
ection="EGPD_Output",PinType.PinCategory="struct",PinType.PinSubCategory="",
PinType.PinSubCategoryObject=ScriptStruct"'/Script/Engine.HitResult"',PinType.Pi
nSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.ContainerTy
pe=None,PinType.blsReference=False,PinType.bIsConst=False,PinType.blsWeakPoi
nter=False,PinType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecision
Float=False,PersistentGuid=00000000000000000000000000000000,bHidden=False,
bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelslgnored=F
alse,bAdvancedView=True,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=DD8E91574E07AF10F1ES8EAAF7500431A,PinName="bTeleport",PinType.
PinCategory="bool",PinType.PinSubCategory="",PinType.PinSubCategoryObject=N
one,PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinTy
pe.ContainerType=None,PinType.blsReference=False,PinType.blsConst=False,PinT
ype.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerialize A

sSinglePrecisionFloat=False,DefaultValue="false",AutogeneratedDefaultValue="fals

104



e",PersistentGuid=00000000000000000000000000000000,bHidden=False,bNotConn
ectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdv
ancedView=True,bOrphanedPin=False,)
End Object
Begin Object Class=/Script/BlueprintGraph.K2Node VariableGet

Name="K2Node VariableGet 3"

VariableReference=(MemberName="HourSphere",bSelfContext=True)

NodePosX=348

NodePosY=301

NodeGuid=8B7EB07B4C795700801E77BE60A0B624

CustomProperties Pin
(PinId=B20CE09A481F33B699ACF39EED929093,PinName="HourSphere",Directi
on="EGPD_Output",PinType.PinCategory="object",PinType.PinSubCategory="",Pin
Type.PinSubCategoryObject=Class"'/Script/Engine.StaticMeshComponent"',PinType
PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.Container
Type=None,PinType.blsReference=False,PinType.blsConst=False,PinType.blsWeak
Pointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecis
ionFloat=False,LinkedTo=(K2Node CallFunction 14
2763CCCD4ADOE736E1723EB3210AD99B,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,

)

CustomProperties Pin
(Pinld=9E02E9E64385D16D9D3B2C92576887FE,PinName="self",PinFriendlyNam
e=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=BlueprintGeneratedClass'"'/Game/CustomMat/WallClock.WallCl
ock C",PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),P1
nType.ContainerType=None,PinType.bIsReference=False,PinType.blsConst=False,P
inType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializ
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eAsSinglePrecisionFloat=False,PersistentGuid=000000000000000000000000000000
00,bHidden=True,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefault
Valuelsignored=False,bAdvancedView=False,bOrphanedPin=False,)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node CallFunction 19"

bIsPureFunc=True

FunctionReference=(MemberParent=Class"'/Script/Engine.KismetMathLibrary"',Me
mberName="MakeRotator")

NodePosX=256

NodePosY=448

NodeGuid=D9232E9B41DDEB7552DAA78F6D805DD2

CustomProperties Pin
(PinId=9BC1A73E4226CDF18B7E42B07DF30B19,PinName="self",PinFriendlyNa
me=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS

"m

ubCategoryObject=Class"'/Script/Engine.KismetMathLibrary"',PinType.PinSubCateg
oryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,P
inType.bIlsReference=False,PinType.blsConst=False,PinType.bIsWeakPointer=False,
PinType.blsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=Fals
e,DefaultObject="/Script/Engine.Default KismetMathLibrary",PersistentGuid=000
00000000000000000000000000000,bHidden=True,bNotConnectable=False,bDefault
ValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOr
phanedPin=False,)

CustomProperties Pin
(Pinld=DF53902148DB84965992BA87ACD5F453,PinName="Roll",PinFriendlyNa
me="X
(Roll)",PinType.PinCategory="real",PinType.PinSubCategory="float",PinType.PinS
ubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
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ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.
blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,
PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0",Autogenerated
DefaultValue="0.0",PersistentGuid=00000000000000000000000000000000,bHidden
=False,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelslgn
ored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=820DFF704DEEA7612EBD5B8F2D1C5C00,PinName="Pitch",PinFriendly
Name="Y
(Pitch)",PinType.PinCategory="real",PinType.PinSubCategory="float",PinType.PinS
ubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.
blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,
PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0",Autogenerated
DefaultValue="0.0",LinkedTo=(K2Node CallFunction 8
557DCE78439DE2033DEC56897F2D9828,),PersistentGuid=0000000000000000000
0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=73684CC64E0F634259E654836A2DE620,PinName="Yaw" ,PinFriendlyNam
e="Z
(Yaw)",PinType.PinCategory="real",PinType.PinSubCategory="float",PinType.PinS
ubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.
bIsConst=False,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,
PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0",Autogenerated
DefaultValue="0.0",PersistentGuid=00000000000000000000000000000000,bHidden
=False,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsign
ored=False,bAdvancedView=False,bOrphanedPin=False,)
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CustomProperties Pin
(Pinld=D1CD757E4A51A2BC002EE0ADBE43E545,PinName="ReturnValue",Dire
ction="EGPD_Output",PinType.PinCategory="struct",PinType.PinSubCategory="",P

m

inType.PinSubCategoryObject=ScriptStruct''/Script/CoreUObject.Rotator"',PinType.
PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.Container
Type=None,PinType.blsReference=False,PinType.blsConst=False,PinType.blsWeak
Pointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecis
1onFloat=False,DefaultValue="0, 0, 0",AutogeneratedDefaultValue="0, 0,
0",LinkedTo=(K2Node CallFunction 14
09B90B9C451E12DOBAB6AEBC248EC65C,),PersistentGuid=00000000000000000
000000000000000,bH1dden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

End Object

Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction

Name="K2Node CallFunction 18"

FunctionReference=(MemberParent=Class"'/Script/Engine.SceneComponent"',Memb
erName="K2 SetRelativeRotation")

NodePosX=656

NodePosY=880

AdvancedPinDisplay=Hidden

NodeGuid=76BFF8404DESF3FB188BASACF451A36D

CustomProperties Pin
(Pinld=541E0E194BEBBB0O1EB8SAC5B05D4BBCDO0,PinName="execute",PinTool T
ip="\nExec",PinType.PinCategory="exec",PinType.PinSubCategory="",PinType.Pin
SubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.P
inValueType=(),PinType.ContainerType=None,PinType.bIsReference=False,PinTyp
e.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObject Wrapper=Fals
e,PinType.bSerializeAsSinglePrecisionFloat=False,LinkedTo=(K2Node CallFunctio
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n 14
40DFA98C460C36A0F102C1A9DCC4431C,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,
)

CustomProperties Pin
(Pinld=C5FA16B34C9CF38F110E99B5A47A133C,PinName="then",PinTool Tip="\
nExec",Direction="EGPD_Output",PinType.PinCategory="exec",PinType.PinSubCa
tegory="",PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMemberR
eference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bIsRe
ference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,PinType.bls
UObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,Persistent
Guid=00000000000000000000000000000000,bHidden=False,bNotConnectable=Fals
e,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=
False,bOrphanedPin=False,)

CustomProperties Pin
(PinIld=A9469B1843877BB37F3203818CF98A11,PinName="self",PinFriendlyNam
e=NSLOCTEXT("K2Node", "Target", "Target"),PinTool Tip="Target\nScene
Component Object

Reference",PinType.PinCategory="object",PinType.PinSubCategory="",PinType.Pin
SubCategoryObject=Class"'/Script/Engine.SceneComponent™',PinType.PinSubCateg
oryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,P
inType.bIsReference=False,PinType.bIsConst=False,PinType.blsWeakPointer=False,
PinType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=Fals
e,LinkedTo=(K2Node VariableGet 4
1210B1704DC657E4459781923F992775,),PersistentGuid=00000000000000000000
000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=F
alse,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)
CustomProperties Pin

(Pinld=BD5C143E4787C845790606839A9C9136,PinName="NewRotation",PinToo
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ITip="New Rotation\nRotator\n\nNew rotation of the component relative to its
parent",PinType.PinCategory="struct",PinType.PinSubCategory="",PinType.PinSub
CategoryObject=ScriptStruct''/Script/CoreUObject.Rotator"',PinType.PinSubCategor
yMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,Pin
Type.blsReference=False,PinType.blsConst=False,PinType.blsWeakPointer=False,P
inType.bIsUObjectWrapper=False,PinType.bSerialize AsSinglePrecisionFloat=False,
DefaultValue="0, 0, 0",AutogeneratedDefaultValue="0, 0,
0",LinkedTo=(K2Node CallFunction_ 15
DICD757E4A51A2BC002EEOADBE43E545,),PersistentGuid=00000000000000000
000000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnl
y=False,bDefaultValuelslgnored=False,bAdvanced View=False,bOrphanedPin=False,
)

CustomProperties Pin
(Pinld=1ABF6F1E45641109DCOE969C5AFF19B9,PinName="bSweep",PinToolTip
="Sweep\nBoolean\n\nWhether we sweep to the destination (currently not supported
for
rotation).",PinType.PinCategory="bool",PinType.PinSubCategory="",PinType.PinSu
bCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.
blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,
PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="false",Autogenerate
dDefaultValue="false",PersistentGuid=00000000000000000000000000000000,bHid
den=False,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuel
slgnored=False,bAdvancedView=True,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=A8FCDEDO043E286F30790F2A8 ASBC3F4A ,PinName="SweepHitResult",Pi
nToolTip="Sweep Hit Result\nHit Result Structure\n\nHit result from any impact if
sweep is
true.",Direction="EGPD_Output",PinType.PinCategory="struct",PinType.PinSubCat
egory="",PinType.PinSubCategoryObject=ScriptStruct''/Script/Engine.HitResult"',P1
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nType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.Co
ntainerType=None,PinType.bIsReference=False,PinType.blsConst=False,PinType.bl
sWeakPointer=False,PinType.blsUObjectWrapper=False,PinType.bSerialize AsSingl
ePrecisionFloat=False,PersistentGuid=00000000000000000000000000000000,bHidd
en=False,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsl
gnored=False,bAdvancedView=True,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=EEF03F8C4FE86A790AEEBC9A4F8DE087,PinName="bTeleport",PinTool
Tip="Teleport\nBoolean\n\nWhether we teleport the physics state (if physics collision
is enabled for this object). If true, physics velocity for this object is unchanged (so
ragdoll parts are not affected by change in location). If false, physics velocity is updated
based on the change in position (affecting ragdoll
parts).",PinType.PinCategory="bool",PinType.PinSubCategory="",PinType.PinSubC
ategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.PinVal
ueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.bls
Const=False,PinType.blsWeakPointer=False,PinType.blsUObjectWrapper=False,Pin
Type.bSerializeAsSinglePrecisionFloat=False,DefaultValue="false",AutogeneratedD
efaultValue="false",PersistentGuid=00000000000000000000000000000000,bHidden
=False,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelslgn
ored=False,bAdvancedView=True,bOrphanedPin=False,)

End Object
Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node CallFunction 15"

blsPureFunc=True

FunctionReference=(MemberParent=Class"'/Script/Engine.KismetMathLibrary"',Me
mberName="MakeRotator")

NodePosX=656

NodePosY=1120

NodeGuid=759825134D8D35050539E8860D50B9E9
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CustomProperties Pin
(PinId=9BC1A73E4226CDF18B7E42B07DF30B19,PinName="self",PinFriendlyNa
me=NSLOCTEXT("K2Node", "Target",
"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS

"m

ubCategoryObject=Class"'/Script/Engine.KismetMathLibrary"',PinType.PinSubCateg
oryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=None,P
inType.blsReference=False,PinType.bIsConst=False,PinType.bIsWeakPointer=False,
PinType.bIsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=Fals
e,DefaultObject="/Script/Engine.Default KismetMathLibrary",PersistentGuid=000
00000000000000000000000000000,bHidden=True,bNotConnectable=False,bDefault
ValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOr
phanedPin=False,)

CustomProperties Pin
(Pinld=DF53902148DB84965992BA87ACD5F453,PinName="Roll",PinFriendlyNa
me="X
(Roll)",PinType.PinCategory="real",PinType.PinSubCategory="float",PinType.PinS
ubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.
bIsConst=False,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,
PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0",Autogenerated
DefaultValue="0.0",PersistentGuid=00000000000000000000000000000000,bHidden
=False,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelslgn
ored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(PinId=820DFF704DEEA7612EBD5B8F2D1C5C00,PinName="Pitch",PinFriendly
Name="Y
(Pitch)",PinType.PinCategory="real",PinType.PinSubCategory="float",PinType.PinS
ubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.
bIsConst=False,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,
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PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0",Autogenerated
DefaultValue="0.0",LinkedTo=(K2Node CallFunction 11
2CED8EDY942244005CAA50190387E7B95,),PersistentGuid=000000000000000000
00000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly
=False,bDefaultValuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=73684CC64E0F634259E654836A2DE620,PinName="Yaw",PinFriendlyNam
e="Z
(Yaw)",PinType.PinCategory="real",PinType.PinSubCategory="float",PinType.PinS
ubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinType.Pin
ValueType=(),PinType.ContainerType=None,PinType.blsReference=False,PinType.
blsConst=False,PinType.bIsWeakPointer=False,PinType.bIsUObjectWrapper=False,
PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0",Autogenerated
DefaultValue="0.0",PersistentGuid=00000000000000000000000000000000,bHidden
=False,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefaultValuelsign
ored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=D1CD757E4A51A2BC002EEOADBE43E545,PinName="ReturnValue",Dire
ction="EGPD_Output",PinType.PinCategory="struct",PinType.PinSubCategory="",P
inType.PinSubCategoryObject=ScriptStruct''/Script/CoreUObject.Rotator"' ,PinType.
PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.Container
Type=None,PinType.blsReference=False,PinType.blsConst=False,PinType.blsWeak
Pointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerialize AsSinglePrecis
1onFloat=False,DefaultValue="0, 0, 0",AutogeneratedDefaultValue="0, 0,
0",LinkedTo=(K2Node CallFunction 18
BD5C143E4787C845790606839A9C9136,),PersistentGuid=0000000000000000000
0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)

End Object
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Begin Object Class=/Script/BlueprintGraph.K2Node VariableGet

Name="K2Node VariableGet 4"

VariableReference=(MemberName="MinuteSphere" ,bSelfContext=True)

NodePosX=384

NodePosY=944

NodeGuid=A8E0A97243CFC65710A83480FF53FBAD

CustomProperties Pin
(Pinld=1210B1704DC657E4459781923F992775,PinName="MinuteSphere",Directio
n="EGPD_Output",PinType.PinCategory="object",PinType.PinSubCategory="",Pin
Type.PinSubCategoryObject=Class"'/Script/Engine.StaticMeshComponent™' ,PinType
.PinSubCategoryMemberReference=(),PinType.PinValueType=(),PinType.Container
Type=None,PinType.blsReference=False,PinType.blsConst=False,PinType.blsWeak
Pointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerialize AsSinglePrecis
ionFloat=False,LinkedTo=(K2Node CallFunction 18
A9469B1843877BB37F3203818CF98A11,),PersistentGuid=0000000000000000000
0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)

CustomProperties Pin
(Pinld=15BDBF684EC724A545299F8B02ADA6D7,PinName="self",PinFriendlyNa
me=NSLOCTEXT("K2Node", "Target",

"Target"),PinType.PinCategory="object",PinType.PinSubCategory="",PinType.PinS
ubCategoryObject=BlueprintGeneratedClass'"'/Game/CustomMat/WallClock.WallCl
ock C",PinType.PinSubCategoryMemberReference=(),PinType.PinValueType=(),P1
nType.ContainerType=None,PinType.bIsReference=False,PinType.blsConst=False,P
inType.blsWeakPointer=False,PinType.bIsUObjectWrapper=False,PinType.bSerializ
eAsSinglePrecisionFloat=False,PersistentGuid=000000000000000000000000000000
00,bHidden=True,bNotConnectable=False,bDefaultValuelsReadOnly=False,bDefault
Valuelslgnored=False,bAdvancedView=False,bOrphanedPin=False,)
End Object
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Begin Object Class=/Script/BlueprintGraph.K2Node CallFunction
Name="K2Node_ CallFunction 1"

blsPureFunc=True

FunctionReference=(MemberParent=Class"'/Script/Engine.KismetStringLibrary"',Me
mberName="Conv_DoubleToString")

NodePosX=528

NodePosY=1024

NodeGuid=891A55754C68EE24ASECB1B12BE8F523

CustomProperties Pin
(Pinld=D9E23D1249ABA6172AF352839BC2488F,PinName="self",PinFriendlyNa
me=NSLOCTEXT("K2Node", "Target", "Target"),PinToolTip="Target\nKismet
String Library Object
Reference",PinType.PinCategory="object",PinType.PinSubCategory="",PinType.Pin
SubCategoryObject=Class"'/Script/Engine.KismetStringLibrary"',PinType.PinSubCat
egoryMemberReference=(),PinType.PinValueType=(),PinType.ContainerType=Non
e,PinType.blsReference=False,PinType.blsConst=False,PinType.blsWeakPointer=Fa
Ise,PinType.bIsUObjectWrapper=False,PinType.bSerialize AsSinglePrecisionFloat=F
alse,DefaultObject="/Script/Engine.Default KismetStringLibrary",PersistentGuid=0
0000000000000000000000000000000,bHidden=True,bNotConnectable=False,bDefa
ultValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView=False,b
OrphanedPin=False,)

CustomProperties Pin
(Pinld=2E4B3FB6455BB80068A0D09091A9689E,PinName="InDouble",PinToolTi
p="In Double\nFloat (double-

precision)",PinType.PinCategory="real",PinType.PinSubCategory="double",PinType
PinSubCategoryObject=None,PinType.PinSubCategoryMemberReference=(),PinTy
pe.PinValueType=(),PinType.ContainerType=None,PinType.blsReference=False,Pin
Type.blsConst=False,PinType.blsWeakPointer=False,PinType.bIsUObjectWrapper=
False,PinType.bSerializeAsSinglePrecisionFloat=False,DefaultValue="0.0",Autogen
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eratedDefaultValue="0.0",LinkedTo=(K2Node VariableGet 13
A99603554A3FF222C1E576977E5367EC,),PersistentGuid=0000000000000000000
0000000000000,bHidden=False,bNotConnectable=False,bDefaultValuelsReadOnly=
False,bDefaultValuelsIgnored=False,bAdvancedView=False,bOrphanedPin=False,)
CustomProperties Pin
(PinId=5353990148FD22D0F4AF0C85AF348308,PinName="ReturnValue",PinTool
Tip="Return Value\nString\n\nConverts a double value to a
string",Direction="EGPD_Output",PinType.PinCategory="string",PinType.PinSubC
ategory="",PinType.PinSubCategoryObject=None,PinType.PinSubCategoryMember
Reference=(),PinType.PinValueType=(),PinType.ContainerType=None,PinType.bls
Reference=False,PinType.blsConst=False,PinType.bIsWeakPointer=False,PinType.b
IsUObjectWrapper=False,PinType.bSerializeAsSinglePrecisionFloat=False,Persisten
tGuid=00000000000000000000000000000000,bHidden=False,bNotConnectable=Fal
se,bDefaultValuelsReadOnly=False,bDefaultValuelsIgnored=False,bAdvancedView
=False,bOrphanedPin=False,)
End Object
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