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AHOTAIIA

Saunpkuii C. A. Po3poOka rpu-tytepa 3 Bukopuctanasm Unreal Engine 4.
Pykonuc. Kaamidikamiiina pobota OakanmaBpa OIl «IlHxkeHepiss mporpaMHOro
3a0e3neyeHHs» creniaabHoCcTI «[mkeHepis mporpaMHoro 3abe3mneueHHs». JIynbkuit
HaIllOHAJIbHUHM TeXHIYHUHN yHIBepcHuTeT. JIyibk, 2025.

KBamnigixkariitna pobota OakanaBpa CKJIaJa€ThCS 31 BCTYIY, TPbOX PO3ALIIB,
BHCHOBKIB, CITUCKY BUKOPHUCTAHUX JKEPE.

Y nmepmiomy po3aiii MPOBEASHO aHaNI3 Cy4acHOTO CTaHy BIJIEOIrpoBOi
IHAYCTpli, OINIAN pyWIiB JUisi CTBOpeHHs 1rop, 3o0kpema Unreal Engine 4, 1
chOpMyILOBAHO TEXHIYHE 3aBJAaHHS ISl PO3POOKHU TpU-IIyTepa. Y APYromMy po3Jiii
BU3HAYEHO BHUMOTHM JO (PYHKIIOHAIBHOCTI MalOyTHBOI TpH, 3IHCHEHO
MPOEKTYBAHHS apXiTEKTypH rpu, nodynoBano UML-niarpamMu, 00TpyHTOBaHO BUOIp
TEXHOJIOT1M Ta 1HCTPYMEHTIB. Y TpPETbOMY pO3JILJII PO3pOOJIEHO MPOTOTUIl TPHU-
myrepa 3a gomnomoror Unreal Engine 4 13 BuxopucranHsm C++ 1 Blueprints:
peani3oBaHO  YNpPaBIIHHS  TMEpPCOHaXeM,  CTpUILO0y,  IUNTYyYHUH  1HTEJEKT
cynpotuBHukiB, HUD Ta iHIN eneMeHTH TeiMInuiero. 3A1HCHEHO TECTyBaHHS Ta
onTtuMmizauilo rpu. Pe3yapTaToM crana (yHKOIOHaJIbHA Bepcid TIpu 3 0a30BUM
ITPOBUM TIPOIIECOM.

Kirouoni cnosa: myrep, Unreal Engine 4, Blueprints, C++, reiimmieit, Al,

HUD.



ABSTRACT

Yanitsky S. Development of a Shooter Game Using Unreal Engine 4.
Manuscript. Qualification work of the bachelor's program "Software engineering" in
the specialty "Software engineering™. Lutsk National Technical University. Lutsk,
2025.

The bachelor's qualification thesis consists of an introduction, three chapters,
conclusions and a list of references.

The first chapter analyzes the current state of the video game industry, reviews
modern game engines with a focus on Unreal Engine 4, and formulates the technical
requirements for developing a shooter game. The second chapter defines the
functional requirements, designs the game's architecture, includes UML diagrams,
and justifies the selection of technologies and tools. The third chapter presents the
development of a prototype shooter game using Unreal Engine 4 with C++ and
Blueprints: implementing player control, shooting mechanics, enemy Al, HUD, and
other gameplay elements. Testing and optimization were carried out. The result is a
functional game version with core gameplay features.

Keywords: shooter, Unreal Engine 4, Blueprints, C++, gameplay, Al, HUD.
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BCTYII

AKTyaJIbHICTh TE€MH. Y CYy4YaCHOMY CBITI IHJIYCTpis pO3pOOKH BiJ€OIrop
Mocila€ OAHE 3 TPOBITHUX MICIh CEpel HampsMiB MU(PPOBUX TEXHOJOTIH, IO
CTPIMKO PO3BHBAIOThCS. Irpu cTanmu He nuiie (GopMoI0 po3Barv, a i BaKIMBUM
€JIEMEHTOM KYJbTYypH, MHUCTELTBA Ta iH)KeHepii. Bijgeoirpu oXoIumoTh MUPOKUN
CHEKTp JKaHPIB 1 TEeMaTHK, MPOIMOHYIOUM TPABLSAM IHTEPAKTHUBHI iCTOPIl, BUKIIHUKH,
CUMYJIALIT ¥ comialibHi mIaTGopMu. 3-MOMIK YCiX KaHPIB OCOOJIMBY MOMYJISPHICTh
MarTh IIYTEpH BIJ THepiioi abo TpeThoi 0cobu, 1m0 3a0e3MeuyroTh JTUHAMIYHUN
IrpOBU TIPOLIEC, BUCOKMU pIBEHb 3aJIy4YEHHS TPaBIIB 1 THYYKICTh y peaji3amii
MexaHik. CTBOpeHHsT Takux 1irop mnoTpedye TIHMOOKMX 3HaHb B  00JaCTi
nporpamyBaHHs, 1U3aiiHy, (Ppi3uku, rpadiku Ta 0OpOOKU MOAIN y peallbHOMY Yaci.

OnHuM 13 HAUTIOTYXKHIIIUX THCTPYMEHTIB ISl CTBOPEHHSI TPUBUMIPHUX 1TOD,
30KkpeMa IryTepiB, € irpoBuit pymiid Unreal Engine 4 (UE4), po3poOnenuit
kommnaHielo Epic Games. UE4 3a0esneuye po3pOOHUKIB MIMPOKUM CHEKTPOM
(GYHKIIOHATBHUX MOKJIUBOCTEH, BKIIIOUHO 3 (PI3MUHUM PEHICPUHTOM, MIATPUMKOIO
BIPTyaJIbHOI PEAIbHOCTI, IHTYiTUBHUM Bi3yalbHUM cepenoBuuieM Blueprints, a
TaKO0 MOXJIMBICTIO CTBOPEHHSI BUCOKOSIKICHOT I'padiKu Ta po3raiayKeHoi JOoriku 0e3
HAJMIPHOTO HaBaHTa)XCHHS Ha amaparHe 3abe3nedeHHs. BpaxoByroum 3pocTaHHS
NOMUTY Ha CyYacHi, IHTEPAaKTUBHI ITPOBI1 MPOAYKTH, TEMa PO3POOKH TpU-IIyTEpa 3
BukopucranHaMm Unreal Engine 4 € akTyaiabHOIO SIK 3 1HKEHEPHOI, TaK 1 3 HAaBYAJIbHO-
MPAKTUYHOI TOYKHU 30DYy.

Mertoto gaHoi kBamidikaliiiHoi podoTH OakanzaBpa € po3poOKa KOMIT IOTEPHOT
rpu B JKaHpl myTep 3 BukopuctanHsam pymris Unreal Engine 4, sxa mosBolsie
KOPUCTYBauy B3a€MOMISTH 3 IMPOBUM CBITOM Yy pPEKUMI peajbHOro 4acy,
BUKOPUCTOBYIOYM CyYacHI TMPUHIUNKA ITPOBOTO JAW3alHYy Ta apXITEKTypHU
nporpamMHoro 3abesneueHHs. Po3pobiieHa rpa moBUHHA BKIIOYATH 0a30B1 MEXaHIKU
MEepEMIIIICHHST TIepCOoHa)ka, CTPUILOM, B3aeMoJii 3 00’€KTaMH HaBKOJMUIIHBHOTO

CepeIoBUIIIA.
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O6’extom kBamidikamiifHOi pobOTH OakamaBpa € TMPOIEC PO3POOKHU
IHTEepaKTUBHUX MPOrPaMHUX TMPOAYKTIB y BHUIIIAMAlI TPUBUMIPHUX BIJEOIrop 13
BUKOPUCTAHHSAM CY4YacCHUX IrPOBUX PYIIIiB.

[Ipenmerom kBamdikamiiHoi poOoTn OakanaBpa € TEXHIUHI, MPOTpamHi Ta
J3aiiHEepPChK1 aCMeKTH CTBOPEHHS irpOBOr0 MPOAYKTY THUIY HIyTep Ha 0a3l pyIris
Unreal Engine 4, BkiIo4aro4n apXiTeKTypy MPOEKTY, CTPYKTYpPY ITPOBUX MEXaHIK,
ONITHUMI3allif0 Ta iHTep(dEic KoprucTyBaJa.

JJ1st TOCSITHEHHS TIOCTABJICHOT METH Oyu chOpMYIhOBaH1 Taki 3aBJaHHS:

— TIpoaHaTi3yBaTH CydacHl TEHACHIII B poO3poOlll BiICOIrOp MKaHPY IIyTep,
BU3HAYWTHU TUIIOB1 MEXaHIKU Ta BUMOTH JI0 TAKUX 1TOP;

— pociiauti  QyHKIIOHANBHI MoxkiuBocTi pymis Unreal Engine 4,
iHcTpyMeHTH TmporpamyBaHHsi (Blueprints 1 C++), a Takox 3aco0u peanizariii
3D-rpadiku;

— pO3pOOUTH KOHULENI[I0 TpU-IIyTepa, BKIOYAIOUYM CIOKET, Bi3yaJbHUMN
CTHWJIb, KQpTy I'POBOTO CBITY, MEXAHIKH YMPABIIIHHS Ta CUCTEMY 030pO€HHS;

— CIPOEKTYBaTH apXITEKTypy Trpu-llyTepa Ha 0a31 1mabJIoHy «rpaBellb-
KOHTPOJIEP-IrpOBUI pexkuM» 13 BUKOpucTaHHsIM UML-niarpawm;

— peanizyBaTh OCHOBHI ITpOBI MeXaHiKu (mepemimieHHs, cTpuibba, Al
cynpotuBHauka, HUD) i3 Bukopuctanusm Unreal Engine 4;

— BUKOHATU TECTYBAaHHS, HAJAro/KeHHs Ta ONTHUMI3ALIl0 MPOAYKTHBHOCTI

I'pU 3 YpaxyBaHHSIM IJIbOBUX CUCTEMHUX BUMOT.



PO3JLI 1
AHAJII3 TPEJMETHOI OBJIACTI I HOCTAHOBKA 3ABJAHb HA
KBAJI®IKAIIAHY POBOTY

1.1 AmnaJjai3 cy4acHOro cTaHy npoojemMu

BineoirpoBa iHgycTpis — ojHAa 3 HaWOUIBII IIBHUAKO PO3BUBAIOTHCA 1
JUHAMIYHUX Taly3eil CydacHOi eKOHOMIKM. Bil MOMEHTYy BHUHUKHEHHS MEpIIOl
KOMIT' FOTEPHO1 TPH JI0 TETEPIIIHBOTO0 Yacy TEXHOJIOT1i po3poOKH BiJ€Oirop 3HaAYHO
3MIHWJIKMCS, T03BOJIIFOYM CTBOPIOBATH IE€MMEPCHKI CBITH 3 JUBOBUKHOIO I'padikolo,
peanicTUYHOI0 (PI3UKOI0 Ta CKIAJHUMHU MexXaHikamMu. BcCi 1l JIOCATHEHHS CTajiu
MO’KJIMBUMHU 3aBJIIKM 1HHOBALIIMHUM TE€XHOJIOTISM, 1110 MOCTIHHO BJOCKOHATIOIOTHCS.
VY 1upoMy po3aii po3riasgaloThCcsl OCHOBHI TEXHOJIOTI, sIKI BUKOPUCTOBYIOTHCS MpHU
CTBOPEHHI B1I€OITrOp, Ta IXHiM BIUIMB Ha PO3BUTOK 1HAYCTPIi.

VY KOHTEKCTI pO3pOOKM TPUBHUMIPHUX KOMIT IOTEPHHUX ITOp Yy KaHpPl LIyTep
0COONMMBOT yBaru 3aciyrOBYIOTh PE3yJdbTaTH Cy4aCHUX (PaxOBUX IOCIHIIKEHb, IO
pO3IIIAIAI0Th K TEXHOJOTIYHI, TaK 1 MPOEKTHO-apXITEKTYpHI acCHeKTH CTBOPEHHS
noaidHOro mporpamMHoro 3abesneyeHHs. Hukde mpeacTaBieHO OIS TPhOX
aKTyaJIbHUX HayKOBHX MyOJiKaIliil, siki 0e31mocepeIHbO CTOCYIOTHCS TaHOI TEMHU.

VY crarti [1] nmeranpbHO OMUCYIOTH TPOIIEC CTBOPEHHS IIyTepa Bia eTamy
1HILIaJ3aMi] MPOEKTY 10 peanizauii irpoBux MexaHik. OcoOMuBy yBary mpHIUIEHO
BUKOpUCTaHHIO  Blueprints st  cTBOpeHHs JIOTIKM TpH, HaJalITYBaHHIO
reMIUIEMHIX KOMIIOHEHTIB, a TaKOX poOOTi 3 MaTepiajlaMy Ta OCBITJIICHHSM. Xoua
nociixeHHs: 0a3yerbea Ha Unreal Engine 5, O11bIIiCTh MIAXO/IB Ta IHCTPYMEHTIB €
peneBantHuMu i Unreal Engine 4, 30kpemMa B acmekTax MOOYJOBU CIICHH,
HaJaIlITyBaHHS MEPCOHAXIB Ta IHTErpailii irpoBoi JoTiku. s poboTa € HIHHOW IS
PO3yMIHHS IPAKTUYHUX ACTIEKTIB po3poOKu mrytepa Ha pymrii Unreal.

Y crarri [2] 1npeacTaBieHO KOMIUIGKCHHMM IAX1JM 10  ONTHMI3aIli
MPOAYKTUBHOCTI irop, pospoosieHux Ha Unreal Engine 4. ABTOpu pO3IIISIIAtOTh
IHCTpYMEHTH Jia  TOpoQiIOBaHHS Ta aHali3y MPOAYKTUBHOCTI, Taki SK

Bukopuctanusa Level of Detail (LOD), onTumizaiiis 4aCTUHOK, 3MEHIIIEHHS KiJTbKOCTI
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eMICITHUX JKepes CBITJIa Ta MOBTOPHE BUKOpUCTaHHS eMiTTepiB. Lli pexomennarii
CHpsAMOBaH1 Ha MOKpAIIEHHS YaCTOTH KaJpiB Ta 3arajbHOi CTabUIBHOCTI TPH, IO €
KPUTUYHO BAXXJIMBUM I 3a0e3nedeHHs KOM(OpPTHOro reWMiuieto, ocoOIMBO Ha
CHUCTeMax 13 CEpeAHIMHM XapakTepucTukamu. Ll myOmikaiisi € KOPUCHOIO IS
PO3pOOHUKIB, SIKI MParHyTh MiABUIIMTH €(PEKTUBHICTH CBOiX MHpoekTiB Ha Unreal
Engine 4.

Y nocmimxenni [3] mpeactaBieno iHcTpyMeHT EvolvingBehavior, skuit
JT03BOJISIE €BOJTIOIIIOHYBATH TTOBEIIHKOBI JiepeBa i HeirpoBux nepcoHaxis (NPC) y
Unreal Engine 4 3a 1onoMOroo reHeTUYHOr0 IporpaMyBaHHs. ABTOpH MOPIBHIOIOTh
€(EeKTHBHICTh 3r€HEPOBAaHUX JEPEB 13 PYYHO CTBOPEHHUMH, JEMOHCTPYIOUHU
MOTEHI[Ia]l aBTOMATU30BAaHOTO TMiaXoay Jno po3pooku Al Ile gocmimkeHHs
MIJIKPECIIIOE MOXKIIMBOCTI KPEaTUBHOTO JIU3aiiHy Ta aganTuBHOI moBeaiHku NPC, 1o
€ aKTyaJbHUM JJI1 PO3POOHUKIB, SKI MPAarHyTh CTBOPUTH OLIBII PEATICTUYHY Ta
JUHAMIYHY ITPOBY MOBE/IIHKY.

OpHi€l0 3 KIOYOBUX CKJIAJOBUX CYYaCHHX BIJEOIrOp € IrpoBl pymuni —
nporpamMHi miatGopmu, SKi HAJAAIOTh PO3POOHHKAM THCTPYMEHTH ISl CTBOPEHHS
rpadiku, (pizuku, 3ByKy Ta iHTepdeiicy rpu. BoHUn 103BOJSIOTH 3HAYHO CHPOCTUTH
MpOIeC PO3POOKM Ta CKOPOTHUTH Yac, HEOOXIMHWH JJIS CTBOPEHHS TIpH.
HalinmonynsapHIIIUMU PYUIISIMH €:

— Unreal Engine 4 (UE4) — ne oamH 3 HaWMNOTYXHIMUX PYUIiB, SKU
JO3BOJISIE  CTBOPIOBAaTHM BHCOKOSAKICHI 3D-irpu 3 peanicTUyHOW TIpadikoro Ta
bi3ukoro (puc. 1.1). UE4 miatpumye mnporpamyBanHs Ha C++ Ta Bi3yajbHE
nporpamyBaHHs uepe3 Blueprints, 110 103BoJisi€ HaBITh TUM, XTO HE Ma€ JOCBIY B
mporpamMyBaHHI, CTBOPIOBaTH CKJIaJHI IrpoBi MexaHiku. llei pymiiidi mmpoko
BUKOPUCTOBYETHCSI JJI1 PO3POOKH IIyTEPiB, CTPATETid, POJIBOBUX IrOp Ta HABITh
BIPTyaJIbHOI peajbHOCTI. 3aBAsSKM CBOIM Biakputii apxitektypi, Unreal Engine 4
HaJa€ Po3pOOHUKAM THYYKI MOMXJIHMBOCTI JUisi Moaudikalii pyirisi BIATOBIAHO 10
noTpe6 npoekty. Kpim Toro, UE4 Mae noTykHy CIUIBHOTY KOPUCTYBayiB Ta BEITUKY
KUTBKICTh HaBUYaJbHMX MaTepialiB, IO 3HAYHO TMOJEruIye MpoLecC OCBOEHHS

wiatopmu;
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UNREAL
ENGINE
Pucynok 1.1 — Jlorotun Unreal Engine 4 [4]

— Unity (puc. 1.2) — 111e 0JiuH MONYJISIPHUIN PYIIiH, 110 MA€ BETUKY MiATPUMKY
1HI-pO3POOHMKIB 3aBISKH CBOIM JOCTYMHOCTI Ta MPOCTOTI BUKOPUCTAaHHA. Bin
J03BOJISIE CTBOPIOBATH SIK 2D, Tak 1 3D-1rpu 1 miATpUMY€E YUCIEHH] IaTPOPMHU — Bij
MOOUTbHUX TpUCTPOiB 10 KoHcoied Ta IIK. Unity Takox mae Benukuil HaOip

1HCTPYMEHTIB U1 CTBOPEHHS (PI3UKH, aHIMAI[l}, IITYYHOTO THTEJIEKTY Ta MEPEKEBHUX

1! Unity

Pucynox 1.2 — Jlorotun Unity [5]

byHKIIH;

— CryEngine (puc. 1.3) — meii pymriii BBaXXa€ThCS OAHUM 13 HAHTIOTYKHIIINAX
JUTsI CTBOPEHHS Tpa()iuHO CKIIATHUX 1TOP 3 BIAKPUTUMHU CBITOM 1 BEJIMKOKO KUIBKICTIO
nuHaMiyHUX eneMeHTiB. CryEngine BUKOPUCTOBYEThCA JUIsl CTBOPEHHS BEJIMKHX
npoekriB, Takux sk Far Cry a6o Crysis. CryEngine 3a0e3neuye BHCOKHWIl piBEHb
JeTanizamii HaBKOJHMIIHBROTO CEPENOBHINA, pPEaTiCTUYHE OCBITJIICHHS Ta MOTY)XHY
CUCTEMY YAaCTUHOK. Pymriil Takox miaATpuMye ckiaany (i3uKky, IITYYHUN 1HTEIEKT Ta
MYJIBTUIUIAT()OPMEHY PO3pOOKY, 110 POOUTH MOro MpUBAOIMBUM AJiA CTyMid AAA-

PIBHSI.
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Pucynok 1.3 — Jlorotum CryEngine [6]

IrpoBi pymiii TakoXX MIATPUMYIOTh IHCTPYMEHTH Mg POOOTH 3 (PI3UYHUMU
CUMYJISIISIMU, IO JO3BOJISIE PO3POOHUKAM JIOCATATA MAKCUMAJIbHOI PEealiCTUYHOCTI.
Cuctemu, Taki sk Havok Physics a6o Chaos Physics, peanisyioTs ¢i3uKky, sika
BpPaxoBY€ PyX 00’€KTiB, B3a€EMO/JIII0 3 HABKOJIUILIHIM CEPEOBUILEM, PYIHHYBaHHS Ta
0arato 1HIIUX aCHEKTIB.

I'padpika € oAHMM 13 OCHOBHUX AacHeKTIB, L0 BHU3HAYAIOTh YCMIX TpH, 1
TEXHOJIOT1i Bi3yalli3allli 3HaYHO BIUIMBAIOTh Ha JOCBIJ KOPUCTYBauiB. 3 PO3BUTKOM
rpadiunaux mnporecopiB (GPU) cTanmu qocTymHUMH HOBI TEXHOJIOT11, K1 I03BOJISIIOTH
CTBOPIOBATH Bpakaroyl 300pa’KEHHS 3 BACOKUM PIBHEM JeTali3allii.

Opni€ero 3 HAUOUIBIIMX PEBOJIONIN y Tpadilll BiIEOITOP € BUKOPUCTAHHS
TEXHOJIOT1i TpacyBaHHsA TIpoMeHIB (ray tracing). Ils TexHomoris m03BoJIsIE
CTBOPIOBATU PEATICTUYHE OCBITJIEHHS, TIHI Ta BIJOJMCKU. 3aBIASKU TPACyBAHHIO
MPOMEHIB MOXHa JOCSITTH HAA3BUYAWHO PeaiCTUYHUX e(EeKTIiB, 10 POOUTH Irpu
OuUThII 3axoruTForOYMMU 1 mpupoanumu. Hanpuknmax, B Cyberpunk 2077 us
TEXHOJIOT1sI BUKOPUCTOBYBANacsl AJiE CTBOPEHHS Bpakarodyoi rpadikud y HIYHHX
MICTax, JIe KOXKEH IPOMiHb CBITJIa MAa€ CBOE BIJOOpaKEHHS HA TTIOBEPXHSX.

®otopeanictuuni  Tekctypu (PBR  — Physically-Based Rendering) —
TexHoJoTist (pizuuHo obOrpyHTOBaHOTO peHaepunry (PBR) crama crammaprom mis
CTBOPEHHS TEKCTYp Ta MarepiaiiB. BoHa 103BoJjisie CTBOPIOBATH OUIBII peaiCTUYHI

MOBEPXHI, BPaxOBYIOUH, SIK CBITIIO B3a€EMOJIE 3 MaTepiaiamu. 3aBISIKU IbOMY MOXHa
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nocartd eQeKTiB, TaKUX SK JA3€pKalibHI Bi1I0OOpaXKeHHs, MATOBICTh, BUTOPSHHS 1
0araTo 1HIIHX.

Biptyanbna peanbhicts (VR) 1 nonoBHeHa peanbHIicTh (AR) y Bimeoirpax Bce
OlbIIIe TIEPEXOAATh Y chepy BipTyalnbHOI peatbHOCTI, A€ TPaBIll MOXKYTh HE TUIbKU
O0aunTH, ajge ¥ B3a€EMOJIISITH 3 ITPOBUM CBITOM y peajbHOMY Yacl uepe3 CIeliaibH1
rapHiTypu. VR 103BoJIsIE TOBHICTIO 3aHYpUTHCS B ITPOBY peayibHICTh, a AR —
IHTErpyBaTU €JIEMEHTU TPU B PEATbHUN CBIT 3a JOMOMOIOI0 KaMepu Ta €KpaHy
HPUCTPOIO (5K e peai30BaHO y TaKuX irpax, sk Pokémon Go).

tyunnit 1aTenext (LI) 3aliMae BaxkJIMBY pPOJb y CTBOPEHHI CKJIIAIHUX
IrPOBUX MEXaHIK, 30KpeMa B Irpax, /e B3aeMO/I1is1 3 HeirpoBuMu nepconaxxkamu (NPC)
€ BaXJIMBOIO 4acTuHOW Tpu. 3aBasku LI irpu MoXyTh NpOMOHYyBaTH OUIBII
aJanTHBHI 1 peaJiCTUYHI CLEHapii.

VY 6ararbox CydacHHUX Irpax BOPOTHM BUKOPUCTOBYIOThH CKJIAJIHI aJTOPUTMU IS
TOro, 100 He OyTH nependavyBaHUMHU. BOHM MOXYTh alanTyBaTH CBOi CTpAaTerii B
3aJICKHOCTI BiJl CTHJIIO T'pH TpaBiyl. Y myrepax, Takux sk Halo a6o Call of Duty,
MITYYHUN 1HTEJIEKT BOPOTiB 3IaTHUM HA TaKTU4YHI JIii, HAPUKIIAJ, MPU YKPUTTI abo
B3a€MO/III 3 IHIIMMHU MTEPCOHAKAMMU.

PO3BUTOK MaIIMHHOTO HaBYaHHS [JO3BOJIAE PO3POOHMKAM CTBOPIOBATH
CUCTEMH, SIKI MOXYTh aJanTyBaTUCs JO [IA TpaBisd, MOKPAILYyIOYd JJIOCBII.
Hanpuknana, 1ie Moxke CTOCYBaTHCS PEKOMEHJAIlN IrpoBUX MeXaHIK abo agamTariii
CKJIQJIHOCTI TPH.

MeperkeBi TEXHOJIOTIT CTaTl OCHOBOIO JJIsSi CTBOPEHHS 0araTOKOPHCTYBAIIbKUX
1irop, Jie rpaBll MOXYTh 3MaraTucsi ado CIiBOPALIOBATA B PeaIbHOMY 4acl. Y TaKHX
IrpaXx BaXJIUBHUMH € CTaOUIBHICTh 3’€IHAHHS, CHHXPOHI3AIlld JaHUX Ta HHU3bKA
3aTpUMKa.

JIist BenmuKuX 0araTOKOPUCTYBAILKUX 1TOp HEOOXIIHI MOTYKHI CEpBEpH, SKi
oOpoOMst0Th BEMUYE3HUN 00CAT JaHuX. IrpoBi CTyndii BUKOPHUCTOBYIOTH pi3HI
TEXHOJIOT1i JJii MacmTaOyBaHHsI CEpBEPHOI 1HPPACTPYKTYpH, BKIIOUAIOUM XMAapHI
CEpBICH, MIO JO3BOJISIE OOPOOIATH THUCSAYl OAHOYACHUX 3’€IHaHb 0O€3 BTpaTu

MPOTYKTUBHOCTI.
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Baxx11Bo CKIIaZOBOI0 MEPEKEBUX ITOp € IIBHJAKA Ta TOYHA CHHXPOHI3AIlis
JaHMX, 110 3a0e3Meuye BiACYTHICTh JariB Ta 3aTPUMOK, 1[0 KPUTHYHO JAJISl IIyTEPiB 1
THIITUX 1TOp 3 TUHAMIYHUM ITPOBUM ITPOIIECOM.

3aBASKH TEXHOJOTISIM MPOCTOPOBOrO 3BYKY Ta JIWHAMIYHOTO ayJio MOXHA
3HAYHO TOKpAIUTU 3aHypeHHsS B IrpoBui mpoliec. BukopucTaHHs TEXHOJOTIH,
takux sk Dolby Atmos a6o 3D Audio, m03Bojsi€ I'paBLSIM IMOYYTH 3BYKH, SKi
3MIHIOIOTHCS B 3aJIEKHOCTI BiJI iIXHBOTO MICLIS y BIpTyaJbHOMY CBITI.

Po3poOka TpUBUMIpHUX WIyTepiB € OJHIED 3 HAWOUIBII JUHAMIYHO
pPO3BUBAIOYMXCS Taly3ed y BIJEOIrPOBIM 1HAYCTpii. 3aBASKM TEXHOJIOTTYHUM
JNOCSITHEHHSIM, TaKUM SIK BHCOKOfAKICHa Tpadika, peanicTiyHa (Qi3uka Ta
IHTEPaKTUBHUM TeWMILIeH, el *aHp 3aIMIIAEThCs MOMYJISIPHUM Cepell TPaBLiB Ta
po3poOHUKIB. OJHUM 13 MPOBIAHMX IHCTPYMEHTIB AJI1 CTBOPEHHS TaKUX IrOp €
irpoBuii pymiii Unreal Engine 4 (UE4), sikuif Hajmae MOTYXHI MOMIJIMBOCTI JIJIst
peaizalii CKJIaJIHUX ITPOBUX MEXAHIK Ta BI3yalbHUX €(EKTIB.

BaxnuBoro 4YacTMHOW  aHami3dy i po3poOKHM HOBOI  TPUBUMIPHOL
KOMIT FOTEPHOT TPU B KaHP1 IIyTep € PO3IJIA] ICHYIOUMX aHAJIOTIB, IO BXKE CTaU
YAaCTUHOIO B1ICOIrpOBOi KyJnbTypu. Llelt aHami3 m03Bosie BUSBUTH CUJIbHI CTOPOHH
KOHKYPEHTIB, a TaKOX BHSIBUTH HEIONIKM Ta TMOTCHIIIHHI MOMJIMBOCTI IS
BJIOCKOHAJICHHS. Y JaHOMY pO3ial Oylne po3rIsHYTO KUIbKa MOMYJISIPHUX
TPUBUMIPHUX WIyTEpiB, 1O BUKOpUCTOBYIOTh pywiid Unreal Engine 4, a Takox
OKpPeMO BIJ3HAYMMO iXHI OCOOJHMBOCTI Ta TMOTEHIIHHI TPOOJIEeMHU, 3 SKUMHU
CTUKAIOTBHCSI PO3POOHUKHU.

Fortnite (puc. 1.4) € onHie0 3 HAWOUIBII BiIOMHX 0araTOKOPHCTYBAIbKHX
OHJIAWH-ITOp, 10 TIOETHYE E€IEMEHTH IyTepa Ta OyAiBHUIITBA. ['pa Mae BenMMKuUi
MIOTIUT 3aBJASIKU TIPOCTOMY, ajie 3aXOILTIOIUOMY IrPOBOMY TPOIIECY, SIKUH JO3BOJISE
IpaBLsSM B3a€EMOMISITU 3 HABKOJMIIHIM CBITOM Yy PEXHMI pPEaJbHOro dacy.
OcobnuBicth Fortnite monsirae B 1i MexaHili OyAiBHUIITBA: TpaBIlli MOXYTh
CTBOPIOBATU YKPHUTTS, KOHCTPYKIIii Ta HABITh MACTKU TSI CBOIX CYMPOTHUBHUKIB.

[TepeBaramu Fortnite € Te, mo irpoBuil mporec 3 akIEeHTOM Ha TBOPYICTh

«Mexanika OyAiBHHUIITBa» J03BOJIIE TPABISAM BHPa)XaTH CBOK KPEATUBHICTH 1
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aIanTyBaTH CTPATETiI0 TiJ yMOBH TpU. baraTOKOPUCTYBAIlbKHI PEXUM TpHU
MIATPUMYE BEJIUKiI cecii 3 BEJMKOIO KUTBKICTIO TPaBIIIB, IO 3a0e3Meuy€e NUHAMIYHY
atMocdepy. PeryinsipHi ce30HHI OHOBJIEHHS JO3BOJISIOTH TPUMATH TPABIIIB y HAMpPYy3i
1 MATPpUMYBATH iXHIN IHTEpEC 10 TPH.

Henomnikamu € Te, 1110 irpOBHiA MPOIEC YACTO KPUTUKYIOTh 32 MEPEBAHTAKECHHS
MEXaHIK — MOeAHAHHS IIyTepa 1 OyIIBHUIITBA MOKE CTAaTH CKJIAJHHUM JJIs HOBAUKIB.
Fortnite mMpPOKO BHUKOPUCTOBYE CHUCTEMY MIKPOTpPAH3aKIii ISl MPOJIAXKY
KOCMETUYHUX MPEIMETIB, 1110 MOKE HETATUBHO CIIPUIMATHUCS IPABISIMU, OCOOIMBO B
KOHTEKCTI «pay-to-win». s Toro, mo0 MaTtu ycmix y rpi, HEOOXiTHO BOJOIITH

BHCOKMMH HaBUIKaMHU OyIIBHHUIITBA, III0 MOYKE CTaTH Oap’€poM JiJIsi HOBUX T'PABIIIB.

Pucynok 1.4 — I'pa Fortnite (Battle royale) [7]

Apex Legends — e 0Ge3KOIITOBHA KOPOJIiBChbKa OWTBA, SKa BHUKOPHUCTOBYE
pyuiit Unreal Engine 4 1 akueHTye yBary Ha MEpCOHaXaxX 3 YHIKAJIbHUMU
3nioHocTsaMu (puc. 1.5). I'pa Mae BeNMKy MOMYJISAPHICTD 3aBASKH IIBHIKOMY TEMITY,
TaKTUYHOMY TedMIUIe0 Ta BHCOKIA AuHamimi. OcobnuBicTio Apex Legends € ii
«IIAKIIACOBa» CUCTEMa, KOJIM KOXKEH MEePCOHAX Ma€ CBOi 1HIWBIAyabHI 3/110HOCTI,

10 3MIHIOIOTh CTHJIb TPH.
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Pucynox 1.5 — I'pa «Apex Legends» [8]

[TepeBaramu Apex Legends € BuOip nepcoHaxiB 3 yHIKQIbHUMU 310HOCTSIMU:
Ile no3Boiisie rpaBLsSIM BUOMPATH MEPCOHAXIB, IO BIANOBIIAIOTh iXHBOMY CTHIIIO
rpu. KokeH mepcoHa)k Mae BJIACHY YHIKaJIbHY poJib 1 3A10HOCTI, IO J03BOJIAE
PI3HOMAHITHICTh TAKTUYHHUX IT1IXO/IiB.

BaxmuBy ponp y Tpl Biairpae cmBopans 3 komanaow. lLle momomarae
NIATPUMYBATH IHTEPAKTUBHICTH 1 MOTHBYE TpaBIiB 10 KOMaHAHOiI pobotu. ['pa
MIPOTIOHYE IIBUJIKUH, ajie B TOM e Yac BUBAKEHUHN 1 TAKTUYHUN ITPOBUM MPOIIEC, 1110
JTIO3BOJISIE MBUKO pearyBaTv Ha 3MiHU B OOCTaHOBIII.

Henonikamu € Te, 1110 x04a rpa Mae Bpakarodi rpadivyni eexTu, Aeski rpaBiii
MOBIJJOMJISITA TIPO TIPOOJIEMH 3 MPOAYKTHUBHICTIO Ha MEHII MOTY>XKHUX KOMIT FOTEpax
ab0 xoHcoysix. Tak sk rpa Mae BEIMKY KUIbKICTh PI3HMX BHIIB 30p0i, BOHU HE
3aBXIM 30alaHCOBaHI, 1110 1HOJI MOKE MPU3BOJUTU J0 HEPIBHUX MOEAUHKIB. SK 1y
BUMnajKy 3 Fortnite, konkypeHiis B Apex Legends Moxe OyTH Jyke >KOPCTKOIO, 110
CTBOpIOE Oap’epu JUisl HOBAyKiB, $IKI HE MOXYTb JOCSIITH YCIHIXy 4Yepe3
JOCBITYEHIIINUX CYIPOTUBHUKIB.

Kpim TOro, perynspHi OHOBJIEHHS Ta 3MIHM B IrpOBOMY OallaHCI MOXKYTh
BUKJIMKATH HE3a/J0BOJICHHS Cepell YaCTUHHU TIPaBIliB, OCOOIMBO THUX, XTO 3BHK [0
MEBHOTO CTWIIO Tpu. Takoxk 1HOJAI BHHUKAIOTH MpoOJeMy 3 migdbOpOM TpaBIiB Y
MaTyax, 110 MOK€ MNPU3BOAUTH 1O HEPIBHUX KOMAaHJ 1 BIUIMBAaTH HA 3arajbHe

BpPa)XEHHS B1Jl TPH.
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1.2 IlocTaHoBKa 3aBIaHHA HA KBaJdi(ikaliliHy podoTy 0akanaBpa

JJist TOCSITHEHHS TIOCTaBJICHOT MeTH Oyu chOpMyIhOBaH1 Taki 3aBJaHHS:

— pochiauti  QyHKIIOHANBHI MoxiuBocTi pymis Unreal Engine 4,
iHCcTpyMeHTH mporpamyBaHHs (Blueprints i C++), a Takoxx 3aco0u peamizarii
3D-rpadiku;

— pO3pOOUTH KOHIICTIIIO TPU-IIYTEpa, BKIIOYAIOYM CIOKET, Bi3yalbHUUN
CTHJIb, KapTy IFPOBOTO CBITY, MEXAHIKHM YIPABIIIHHS Ta CUCTEMY 030pOEHHS;

— CIPOEKTYBaTH apXITEKTypy Trpu-liyTepa Ha 0a31 1mabJIoHy «rpaBellb-
KOHTPOJIEP-IrpOoBUl peskuM» 13 BUKOpucTaHHsIM UML-niarpawm;

— peaii3yBaTH OCHOBHI IrpoBi MexaHiku (mepemMimieHHs, cTpianda, Al
cynpotuBHuka, HUD) 13 Bukopuctanusam Unreal Engine 4;

— BUKOHATW TECTYBAaHHsI, HAJAro/HKCHHS Ta ONTHUMI3AIII0 MPOAYKTHUBHOCTI

I'pu 3 YypaxXyBaHHAM IIiJ'II)OBI/IX CHUCTCMHHX BHUMOI'.
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PO3A1JI 2
CHEIU®IKALISA BUMOT JIO PO3POBJIOBAHOI CUCTEMH
2.1 AmHaji3, BH3HAYEHHSI BHMOI 0 PO3POOJIOBAHOT0 TNPOTrPAMHOIO

3a0e3neyeHHs Ta NMPOCKTYBAaHHA IIPOTrpaMHOIo 3a0e3nevYeHHs

Y naHoMy pO3AUIL  PO3TISAAIOTECS OCHOBHI BHUMOTH JIO TIPOrPAMHOIO
3a0e3MeUeHHs, K€ PO3pOOIeThCsa sl MPoekTy. OCKUTBKM METOI0 IIi€i poboTH €
CTBOPEHHSI KOMIT'IOTEpPHOI TpU B JKaHpl IryTep 3a nonomororo pyuris Unreal
Engine 4, Bci BHMOrM IOBHHHI BpaxOBYBaTH CHEHH(]IKy IirpoBOro IPOIECY,
apXITEeKTypy IPOrpaMHOro 3a0€3MEeUeHHs], B3a€MOJII0 3 KOPUCTYBaueM Ta TEXHIYHI
aCIeKTH, 10 JO3BOJISIOTH 3a0€3ME€YUTH BUCOKUH PIBEHb TEMMILICHHOTO JOCBIY.

JUist MozentoBaHHA NPOrpaMHOI CHUCTEMH BHOpPAHO OO0’ €KTHO-OPIEHTOBAHE
mozemoBanHss (OOM), sike € edeKTUBHUM IMiJIXOJIOM I PO3POOKH CKIAJTHHUX
MPOTPAaMHHMX TIPOAYKTIB, TakuxX SK Bigeoirpu. OO’€KTHO-OPIEHTOBAHUHN IIiIXia
JIO3BOJIIE CTPYKTYpPYBaTU MPOTPAMHUN KOJ, YITKO PO3MOIIATA OOOB’S3KH MiXk
KJlacaMd Ta KOMIIOHEHTaMH CHCTEMH, IO POOUTH MPOEKT MAaCIITaOOBaHUM 1
3pYYHUM JIJIs1 TOAANIBINOT pO3pOOKU Ta BAOCKOHaNeHHs. Llel miaxia Takox aae 3Mory
0e3 3aliBUX TPYIHOIIIB PO3IIUPIOBATA TPy HOBUMH (YHKIISIMH YU €JIEMEHTaMu 0e3
HEOOX1THOCTI MEePENUCyBaTH 3HAUYHY YaCTUHY KOJTY.

MopentoBaHHs €JIEMEHTIB IPOrpaMHOro 3a0e3rneueHHs Oye BUKOHYBAaTHCS 3a
nonomororo HoTtamii UML (Unified Modeling Language), sxa € craHmapToMm aiis
rpadiqHOro 300pakeHHs apXiTeKTypu nporpamuux cucteM. UML no3Bosisie 3py4HO
B1IOOpa3UTH CTPYKTYpYy KJaciB, iX aTpuOyTH Ta omepailii, a TakoXX 3B’S3KH MixkK
KJlacaMM, 10 3HAYHO TOJETTIyE MPOIeC MPOCKTYBAHHS 1 TMOMAJBINOI peaizalii
cucremu [8].

OCHOBHI BHMOTH JI0 TMPOTPAMHOTO 3a0€3MEUCHHS, IO PO3POOIISIETHCS,
3BOJSITHCS 70 TAKMX OCHOBHUX (pyHKITIOHATBHUX actiekTiB [9, 10]:

— rpadika Ta aHimMalis — HeoOX1AHO 3a0€3MEeYUTH BUCOKY SIKICTh TPUBUMIPHUX

MoJieJIel, a TakoXK e(PeKTUBHE YIIPaBIIHHS aHIMAIII€l0 MIEPCOHAXIB 1 HABKOJIHUIIIHBOTO
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cepenoBuIa. MexaHi3M 3MiH Y HaBKOJHUIIHbOMY CEPEIOBUII, a TAKOX OCBITICHHS
MOBHHHI aJJanTyBaTUCSA 10 il rpaBIls A1 CTBOPEHHS TMHAMIYHOI aTMochepH;

— iHTepdeiic kopucTtyBaua — IrpoBuid iHTEpQenc MoBUHEH OyTH 1HTYITMBHO
3pO3YyMUIMM, 00 T'paBellb MIT IIBHUIKO OCBOITH YIIPABIIHHSA NEPCOHAXXEM, BHUOIP
30poi, HaJamTyBaHHS TpH, a TaKOX B3AEMOIIATA 3 IHIIMMU TPaBIKIMU B
0araToKopHucTyBallbKOMY pexuMi. OKpeMo ciifi po3poOUTH MEXaHI3MH JJisi 3MIHU
iHTep(delicy B 3aJIKHOCTI BiJl HAJIAIITYBaHb TPH;

— MEXaHiKa TedMIUICI0 — peai3allisi MeXaHiK CTpUIbOU, pyXy, 3aCTOCYBaHHS
CHeIiagbHuX 3/10HOCTeM MepCoHaXKa, a TaKOXX B3a€MOJIIi 3 HABKOJIMIIIHIM CBITOM €
OJIHUMH 3 KJIIOYOBUX CKIIQJOBUX ycmixy rpu. BaxmmBo, mo0 wMexaHika Oyna
JMHAMIYHOIO 1 aJjanTyBajacs 10 BUOOpY rpaBlis;

— MepexkeBl (PyHKIIT — ais 0araTOKOPUCTYBALIbKOTO PEXUMY TMOTPIOHO
peanizyBaTu CcTaOUIbHE MIAKIIOYEHHS 3a Jomnomororo mporokory TCP/IP, ske
3a0€3Me4YnTh CHUHXPOHI3ALII0 JaHUX MK IpaBISMHU, 30KpEMa B peaJlbHOMY Haci, a
TaKOX J03BOJIUTH MMPOBOJIUTU OHJIAMH-CECii 0€3 3aTPUMOK;

— OesMneka Ta 3aXHUCT JaHUX — JUIs 3aXUCTY IEPCOHATBHUX JaHUX TPaBIliB Oyjie
peanizoBaHO MU@pPYyBaHHS Ta 3aXOAu IIOJ0 3amo0iraHHs HECAHKI[IOHOBAHOMY
noctymy. Tako HEOoO0X1THO 3a0€e3MeUnTH 3aXUCT Bl MOTSHIIIMHUX aTak Ha CcepBepU
I'pY Ta NIATPUMKY LIUTICHOCTI JaHUX KOPUCTYBaUiB.

UML-niarpama knaciB ana npoekty 3D-rpu-myrepa nHa Unreal Engine 4
MPEACTABICHO HA PUCYHKY 2.1.

Ha mnpeacraBneniiti UML-niarpami  300pa)keHO CTPYKTYpYy KJaciB, IO
peani3yloTh KJIIOYOBI KOMIIOHEHTH TPUBUMIPHOI TpHU-IIyTepa, CTBOPEHOI 3a
nonomoroto Unreal Engine 4. ¥V nieHTpi apxiTeKTypH 3HaxoauTbes kiac Player, sikuit
MPE/ICTABIIIE ITPOBOTO MEPCOHAXA — Ma€ aTpUOyTH, OB’ sI3aH1 31 CTAHOM 3J10POB 4,
no3uiiiero, Odoenpumacamu, oukamu Ta iH. Kmac Weapon nos’sizanwmii 13 Player Ta
BIJIMOBIZA€ 3a mapamMeTpu 30poi: MKOAY, KIIbKICTh Ha0O0iB, MIBUIKICTh CTPLILOU Ta
nanbHicTh. Weapon Mae acomianiio 3 kimacom Bullet, mo ommcye xapaktepucTuku

KyJi (IIBUAKICTh, HAMIPSIMOK, Yac JKUTTS) Ta MOJIEJIIOE 11 MOJMIT 1 B3aEMOJIIO.
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MainAc tivity Handles loctainotion

currentLocation: Location
destinations: List<

y

MapView
onCreate() "
updals-ut() maploaded: boolean
fetchDestinations() initializeMap()
;r;\v‘vg:;’g rg(r)nendatlons) L readDestinations()
s MapView writeDestination()
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maplLoaded: bo/

initializeMap()
showDestination

Generates recotineriactions setCenter() Manages Firebase database
A
Y
RecommendationEngine Destination
userPreferences: String DataView name: String
nearbyPlaces: List<Desti [€ inicializiMap-() laittude: dlou_ble .
P long'lode: d'subin
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userPreferences: String getDetails()
nearbyPlaces: List=Destination getimage()
getLocation()

Pucynok 2.1 — UML-aiarpama kinaciB ajis npoekty 3D-rpu-mrytepa

Takox Ha pgiarpami npucytHi kimacu Enemy, GameController, HUD Ta
Environment. Enemy peanidye CyNnpOTHBHUKIB 3 TlapamMeTpaMu 370pOB’S Ta
MOBEAIHKOBUMHM  METOJaMH, 110  BHUKOPUCTOBYIOTH  INTYYHHUN  IHTEJEKT.
GameController kepye JOTiKOIW TpH, BIACTEKYE CTaHM Ta 3aIllyCKae BiAMOBIIHI
cienapii. Kimac HUD BignoBigae 3a BimoOpakeHHs iHGOpMAaIlii Ha €KpaHi TpaBli,
HaIpUKIaa, 30pOB’sl YU KUIBKICTh OoempumnaciB, a Environment omucye 00’€xTh
HABKOJIMIITHHLOTO CEPEIOBHUIIA Ta TXHIO B3aEMOJIIIO 3 TPaBIIEM 1 CYyIPOTUBHUKAMU. Y Cl
KJIaCH B3a€MOJIIIOTh Yepe3 YITKO BU3HAYEHI 3B’SI3KM, IO J03BOJISE MacliTaOyBaTH
MPOEKT, O/IaI04YM HOBI (PYHKIIIT O€3 MOpPYIIEHHS 3arajibHOi apXiTEeKTYpH.

Pucynox 2.2 nmemonctpye UML-miarpamy mnpeneneHriB, Je BigoOpakeHO
OCHOBHI CIIEHapii B3aEMO/I11 KOPUCTYBAUIB 3 CUCTEMOIO I'pU-IITyTepa, o0y 10BaHOI Ha

Unreal Engine 4. IlenTpansauM akTopoM € «['paBelib», SKUii BUKOHYE OCHOBHI JIii:
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PYXa€ThCS, aTaKye, B3aEMOJIIE€ 3 00’ €KTaMU TpU Ta BUKOPHUCTOBYe mpeamertn. L1 mii
OXOILTIOIOTh KIIFOUOBI TEeHMIUICHHI MEXaHIKH, 1[0 3a0e3NeuyloTh aKTHBHY YYacTb
KOpUCTyBaua B 1irpoBomy Iporeci. OKpiM TpaBlis, TaKOX MPUCYTHIM aKTop
«['namau», kUil Mae JOCTYM JIMIIE A0 All CIOCTEPIraTd 3a irpOBHM MPOIIECOM, IO

MOKe OyTH KOPUCHHUM Yy 0araTOKOpUCTYBallbKUX a00 3MarajbHUX peKUMax.
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Pucynok 2.2 — UML-naiarpama npeueneHTiB 1uist npoekty 3D-rpu-myrepa

[HII1 aKTOpW BKIIOYAIOTH «AJMIHICTpaTOpa», SKMA Mae AOCTyH 10 (yHKIII
KepyBaTH KOPUCTYBayaMH, 110 Tiepeadayac CTBOPSHHS, pearyBaHHs Ui OJIOKyBaHHS
oOmikoBux 3amuciB. «OtoueHHs» Ta «CympOTUBHHK» TPEICTABISIOTh CHUCTEMHI
KOMIIOHEHTH, $IKI aBTOMATHUYHO IHIIIIOIOTH Taki Jii, SK 3aBAaHTAKCHHS PIBHS,
TeHepaIlis CynmpoOTUBHUKIB Ta 3aBAaHHS IIKOAU rpaBifio. L{i B3aeMoaii miaKpecTo0Th
peastizallifo €JIeMEHTIB IITYYHOTO 1HTEJEKTy Ta aBTOMATHU30BAaHOI MOBEIIHKU Y Tpi,
IO CTBOPIOE BUKJIMKHU JJIsl TPaBIsl M ypI3HOMaHITHIOE 1rpoBuii mponec. Jliarpama
JEMOHCTPYE Y3TOJKEHY CTPYKTYpPY poJiel 1 PyHKITIOHATY, HEOOXIIHY JJI peaizamii

MOBHOI[IHHOT IHTE€PAKTUBHOIT CUCTEMHU TPH.



22
2.2 Bubip 3aco0iB, mMeToaiB i AJropuTMiB BHUPILIEHHSI MOCTABJIEHOIO

3aBJAaHHA

VY 11p0My pO3/I1T1 MPOBEAEMO OTJISI IHCTPYMEHTIB, METOIIB Ta aJITOPUTMIB, IO
OyyTh BUKOPUCTaHI JJIs peasti3allli TPUBUMIPHOI KOMIT IOTEPHOI TP B JKaHP1 IITyTep
3a monomoroto pymrist Unreal Engine 4. BuGip 1ux 3aco0iB 0a3yeTbcst HA BAMOTax J10
BUCOKOI SIKOCTI rpadiku, 1HTEPaKTHUBHOTO TeWMIUIeto, €()eKTUBHOCTI PO3pOOKH Ta
HAJIIHHOCTI MPOrPaMHOTO 3a0€3IeUeHHs.

OCHOBHUM 1HCTpYMEHTOM JJisi po3poOku rpu € pymiii Unreal Engine 4, mio
3abe3reuye NoTyXHY IaThopMy IJi CTBOPEHHS TPUBUMIPHUX ITOP 3 PEaTiCTUYHOIO
rpadikoro, ¢izukoro Ta aHiMmarliero. OnHiero 3 ocHOoBHUX mnepeBar UE4 e Horo
3JIaTHICTbH 3a0€31eUyBaTH BUCOKOSIKICHE PEHJEPUHIOBaHE 300pAKEHHS Ta MIATPUMKY
NepeIoBUX TEXHOJIOTIHM, Takux sk TpacyBaHHa mpomeHiB (Ray Tracing), ¢dizuuno
oOrpynroBanuii penyiepunr (PBR), a Takox iHTerpaiito 3 cy4acHUMHU rpapiyHUMHU
nporiecopamu (GPU). Unreal Engine Takox A03BOJS€ MIBUAKO MPOTOTUITYBATH
ITPOB1 MEXaHIKU 3aBJASKUA BI3yallbHOMY MPOTpaMyBaHHIO uepe3 cuctemy Blueprints,
110 JO3BOJISIE CTBOPIOBATH CKJIAJIHI MEXaHI3MH 0€3 HeOOXITHOCTI IITMOOKUX 3HAaHb Y
porpamMyBaHHI.

Oco6muBictio UE4 € #ioro miaTpumka poboTu 3 GI3MYHUMHU CUMYJIAIISAMU, 110
J03BOJISIE PO3POOJIATH PEaNiCTUUHY MOBEAIHKY 00'€KTIB 1 MEPCOHAXKIB Y PEATIbHOMY
yaci. Cucrema OGi3uku pyinis BKIOYAE MIATPUMKY JUIsl TakuX €QeKTiB, SK
pyiHYBaHHS, B3a€MOJlig OO0’€KTIB, rpaBiTallis Ta 1HII, 10 BAXKJIUBO IS KaHPY
HIyTEepiB.

Jlnst peamizarii 6a30BUX MEXaHIK TPH, TaKHX SK PyX MEpPCOHaXKA, CTPLILOa,
B3aEMOAISl 3 O00’€KTaMH Ta CYNPOTUBHHUKAMH, OyAyTh BHKOPHUCTOBYBATHCS
crangaptHi iHcTpyMenTn Unreal Engine 4, 3okpema cucremu Character Movement
Component mis ympaBiiHHS pyxamH HepcoHaxa ta Aiming System mms To4HOCTI
npuiitoBanns. Ctpiisba Oyne peasiizoBaHa yepe3 crerianizoBaHi KOMIIOHEHTH IS

30epekeHHs1 0o€3amacy, CTBOPEHHS KyJi Ta BIACTEXKEHHS il TpaekTopii, a TaKoxk
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3aCTOCYBaHHSA 3BYKOBHX €(eKTiB 1 Bi3yaldbHUX €(eKTIB A1 pealiCTUYHOCTI
MOCTPLIIB.

Jlns peasizaliii MITYYHOTO IHTEJICKTY CYNPOTUBHUKIB OynyTh BUKOpucTaHi Al
Controllers i Behavior Trees. Lle 103BONHTH CTBOPUTH JWHAMIYHE Ta aJalTUBHE
MOBEIHKOBE JIEPEBO JUIsl BOPOTiB, LIO0 pearyrTh Ha Jii TpaBlisl, 3MIHIOIOTH CBOIO
TaKTUKY B 3aJI€KHOCTI B1Jl CUTYaIlii 1 MOXYTh BUSIBJISITH arpECUBHY TTOBEJIHKY.

[arepdeiic kopuctyBaua (HUD) Oyne po3poOneHMii 3 BHKOPUCTAHHSIM
BOynoBanux iHcTpymeHTiB Unreal Engine nnsi ctBopeHHs rpadiyHUX €JIEMEHTIB
(BimxetiB). lle M03BOMUTH MOKa3yBaTH TpaBleBl 1H(OpMAIIO MPO CTaH 37A0pPOB s,
0o€3amac, NOTOYHI 3aBJaHHA Ta 1HIII NapameTpu. s 1mporo OyayTh BUKOPUCTaHI
cucremu UMG (Unreal Motion Graphics), siki 103BOJISIFOTh IIBUIKO CTBOPIOBATH
1HTep(deiic 3a JOMOMOToI0 Bi3yaJbHOIO PEaKTopa.

Jlnist 3a0e3nedeHHs CKIaHUX 1 PEaliCTUUHUX PEakiliii CynmpOTUBHUKIB HA il
rpaBiii, Oyae Bukopuctano Behavior Trees — amroputm, IO 103BOJISIE 3aTaBaTH
cxnanay moBefinky NPC [11]. Anroputm Al Oyne BpaxoByBaTH HE JIMIIE MPOCTI
YMOBH, TaKl SIK CTaH 3JI0pOB’s, HAABHICTh Oo€3amacy, ajie W CKIaJHIII, K TaKTUKY
MOIIYKY YKPUTTIB, KOMaH/HI Ail, cIpoOr 00XO/y 1 MEPEXOIJICHHS IPaBIIsl.

Takox Oymyth 3actocoBani metoau Pathfinding miast mormyky nutsxy gepes
CKJIaJHE CepeaoBHINE, 30Kpema 3a jgomomororo NavMesh mms crTBOpeHHs
HaBirauiiHux citok. e no3Bonuts Al cynpoTUBHUKIB €(h)EKTUBHO MEPEMIIIATUCS 110
KapTi, YHUKATH TIEPETIOH 1 HAIIJTIOBATHCS HA TPABIIAL.

JIist TOCSITHEHHSI BUCOKOI MPOJYKTUBHOCTI TPU Ha PI3HUX KOHDIryparisx
KOMIT'FOTEpiB, OYIyTh 3aCTOCOBYBATHUCS METOJM OINTHUMI3aIlii, II0 J03BOJIIIOTH
MOKPAIIUTH MIBUAKICTH 00poOKH rpadiku Ta (i3uku, 30kpema Bukopuctanus Level
of Detail (LOD) mnst moneneii, Occlusion Culling mist BUBeaeHHS TUTBKM BHIMMHUX
00’€KTiB, a TAKOXK €(DEKTUBHI aJITOPUTMH 1711 0OPOOKH KOJI31H.

Oxpemo Oyze MpoBEACHO TECTYBaHHS Ha PI3HUX anapaTHUX IiaTdopMax s
BUSBIICHHSI TOTEHIIIMHUX «BY3bKHUX MICIb» Y MPOIYKTUBHOCTI, IO JO3BOJIUTH
HajamrTyBaTy rpadidHi mapamMeTpu Ta 3a0e3MeunTy cTablIbHy poOOTY TPU HABIThH HA

cepenHix Ta Hu3bkux KoHpiryparisx [1K.



24

Jlnis HanmaroJpKeHHS Ta TECTYBaHHSA TpH OyQyTh BHUKOPHCTaHI 1HCTPYMEHTH,
BOymoBani B Unreal Engine 4. Ile Bxmouae cuctemy Blueprint Debugger, ska
JT03BOJISIE B pEAJIbHOMY 4aci BIACIIJIKOBYBaTH BUKOHAHHS KOy 1 BUSBIIATH IIOMUJIIKH,
a TakoX mpodaiepu IS MOHITOPUHTY NPOAYKTHBHOCTI. bByayTh Takox
Bukopuctani Unit Tests Ta Automated Tests ais mepeBipku cTaOiIBHOCTI OCHOBHHX
(GyYHKIIIOHATBHUX YacTUH TpH, 30KpeMa MexXaHIK CTpiibOu, moBemiHku Al Ta
iHTep(delicy KopucTyBaya.

[Ipouiec po3poOku Tpu Oyae OpraHi3oBaHO 3a JOMOMOTOI THYYKOL
metonoiorii Agile, 3 BUKOpUCTaHHAM IMKIIB PO3POOKU (CIIPHHTIB), MO J03BOJISE
HIBUIKO aJanTyBaTHCS A0 3MiH 1 KOPUTYBATH HamNpsIMOK pPO3POOKM Ha OCHOBI
OTpUMaHMX BIArYyKiB. KojkeH cripuHT Oy/ie BKIIOUATH €Taly IIaHyBaHHS, pO3pOOKH,
TECTYBaHHS Ta TEperiisiay pe3ynbTariB. BukopucTtaHHs THYYKOI METOJIOJIOTI]
JI03BOJIUTh 30€perTd BHUCOKUN pIBEHb KOHTPOJIK HaJX HPOEKTOM 1 €()EKTHBHO
pearyBaTi Ha MOXJIMBI TPYAHOIII.

Po3pobxka Oyze 3aiiicHIOBaTHCS 3a IONOMOTOK TaKUX MOB IPOTrpaMyBaHHS Ta
TEXHOJIOT1i:

- C++ gnsg peamsarii OCHOBHHMX ITpOBHX MEXaHIK Ta ONTHMI3aIii
MPOYKTUBHOCTI;

- Blueprints mis mBuakoi po3poOKu Ta TecTyBaHHs irpoBHUX (YHKIH 0e3
HEOOXIJTHOCTI MHCATH BEJIMKI OOCATHM KOAY, OCOOJMBO [JIsi CTBOPEHHS JIOTIKH
MOBEIHKU MEPCOHAXIB Ta IHTEpPEiiCy;

- Unreal Engine 4 tools (NavMesh, Particle Systems, Al Controllers) mis

CTBOPEHHS CKJIaJHUX MEeXaHIK, Takux sk Al 1 HaBiraris.
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PO3JILI 3
PO3POBKA I'PU-IIIYTEPA 3 BAKOPUCTAHHSIM UNREAL ENGINE 4

3.1 IlpakTu4yHa peaJisamisi 00’€KTa MPOEKTYBAHHS

VY upomy po3/iii po3risHEMO MOETalHe CTBOPEHHS 6a3zoBoro mrytepa B Unreal
Engine 4, BukopucroBytouu C++ ta Blueprints.

[TouatkoBe HanamrtyBaHHS MpoekTy B Unreal Engine 4 posmounHaeTscs 31
CTBOpEeHHs HOBOro Impoekty uyepe3d Unreal Project Browser. Ha mpomy etami
obupaeThcst 1ra0bioH «First Persony, sikuii yke MicTUTh 0a30BY pealizallito
nepcoHaka BiA Mepmioi ocodw 3 HaJAITOBAHUMH KOMIIOHEHTaMH — KaMepolo,
CITKOIO pPYK 1 HpHUKpimieHow 30poero (puc. 3.1). Takuit BUOIp J03BOJISE IIBUIKO
NepenTy 10 po3poOKHU IIyTepa, OCKIILKM OCHOBHA JIOT1KA KEPYBaHHS 1 CTPUILOU BKE
peamizoBaHa y Bumsial Blueprint, ski npu OakaHHI MOXHA PO3IMIMPUTH abO
nepenucatd Ha C++. YV BiKHI CTBOpPEHHS TaKOX 3aJa€ThCS Ha3Ba MPOEKTY, HOTO
MICLI€ po3TallyBaHHs Ha AUCKY, Tul rpadiku (Desktop/Console), skicTb peHaepUHTY
(Maximum Quality a6o Scalable), a Takoxx moBa mporpamyBanHs (Blueprint abo 3

niarTpumkoro C++).

Pucynox 3.1 — Bursin Bix nepioi ocoOu 3 pyInrHUATICIO
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Ha erami nanmamryBanHHs TrpaBus Oyno BukopuctaHo mabnon First Person
Character, skuif Hamae 0a30By peaiizaiilo KepOBAHOTO MEPCOHAKA 3 BHUTIISIOM Bif
nepmioi ocoou. Kmac rpasisg AMyCharacter nacmigyerbesi Bim ACharacter, 1o
J03BOJISIE  CKOPUCTATUCS CTaHAAPTHOIO CHUCTEMOIO TIEPECYBaHHS Ta aHIMaIliid y
Unreal Engine 4. OcHoBHa JIOTiKa pyXy, IOBOPOTY Ta CTpUOKa peanizoBaHa MOBOIO
nporpamyBaHHsi C++, Tomi sik cTpuibba — yepe3 Blueprint, 3 BUKIMKOM (QYyHKIIT
Fire(), Bu3znauenoi y kmaci AMyCharacter. lle 3a0esneuye 3pydHe pO3IiICHHS
JIOTIKK: OOYHMCIIOBAJIBLHO BaXIJMBI TMpolecu BuUHeceHo a0 C++, a Bi3yalbHi
eneMeHTH — 10 Blueprint.
KomnonyBanus kamepu (FirstPersonCameraComponent), citku pyk (Mesh1P)
Ta 30p0i 31HCHIOETBCA O€3MOCePeIHbO B PEAAKTOPI, 10 (POpMy€e BUTIISI TPaBIIS Bijl
nepiioi ocobu. Y meromi SetupPlayerInputComponent() BinOyBaeTbcsi NpUB’s3Ka
BBEJICHHSI KJIABIII JIO BIJAMOBIJHUX METOJIIB KEPyBaHHS PyXoM 1 cTpiiabOoro. Jlorika
pyxy peanizoBana y pyHnkiisix MoveForward() Ta MoveRight(), sixi BiamoBinaioTs 3a
nepeMileHHs TpaBlsl BIANOBIAHO 10 HANPSAMKY Kamepu. Jlorika cTpiiabOu B METOI
Fire() 1Himiroe TmOSBY CHapsiay B TMEBHIA TOYI[l MPOCTOPY TMEpel TpaBleM,
BUKOPUCTOBYIOUM Bu3HaueHuM kiac ProjectileClass. JletanbHy peanizaiiio mux

METO/I1B TI0JIaHO y JicTuHTy 3.1.

Jlictuar 3.1 — Peamizaiiist MeTomiB pyxy Ta cTpiibOu B Kitaci AMYyCharacter

void AMyCharacter::SetupPlayerInputComponent(UInputComponent*
PlayerInputComponent)
{
Super: :SetupPlayerInputComponent(PlayerInputComponent);
PlayerInputComponent->BindAxis("MoveForward", this,
&AMyCharacter: :MoveForward) ;
PlayerInputComponent->BindAxis("MoveRight", this,
&AMyCharacter: :MoveRight);
PlayerInputComponent->BindAction("Jump", IE_Pressed, this,
&ACharacter: :Jump);
PlayerInputComponent->BindAction("Fire", IE_Pressed, this,
&AMyCharacter: :Fire);

}
void AMyCharacter::MoveForward(float Value)

{
if (value != @.0f)
AddMovementInput(GetActorForwardVector(), Value);
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}

void AMyCharacter::MoveRight(float Value)

{

if (Value !'= 90.0f)
AddMovementInput(GetActorRightVector(), Value);

}

void AMyCharacter::Fire()

{

// Blueprint peanisye spawn projectile, a C++ BUKAMKAE OYyHKUIiK
if (ProjectileClass)
{

FVector SpawnLocation = FirstPersonCameraComponent-
>GetComponentLocation() + FirstPersonCameraComponent->GetForwardVector()
* 100.0f;

FRotator SpawnRotation = FirstPersonCameraComponent-
>GetComponentRotation();

GetWorld()->SpawnActor<AMyProjectile>(ProjectileClass,
SpawnLocation, SpawnRotation);

}
}

KiHelb JicTuHry 3.1

[Ticnst HamamTyBaHHS TPABIS HACTYITHUM €TarlOM € CTBOPEHHS IrPOBOTO PiBHS
(kaptn), sikuil ¢Gopmye Bi3yallbHE CEpPENOBHINE JJisg IrpoBOrO Tmporecy. Js
noOya0BH cueHu 0yno Bukopuctano iHcTpyMeHTu Unreal Engine 4, siki 103BOJIAIOTH
IIBUIKO CTBOPIOBATHU MPUMITHBHI CTPYKTypH 3a gomomMororo BSP-06’ekriB (Binary
Space Partitioning) abo x OuUTbII ACTaNi30BaHUX CTaTMYHUX MemniB. Ha
MOYAaTKOBOMY €Tari MoOya0Ba KapTH 3MIMCHIOBANacs 3 BUKOPUCTAHHAM KyOIYHHMX
MPUMITUBIB Ui (POPMYBaHHSI CTiH, MIJJIOTH Ta 1HIIUX EJIEMEHTIB apXiTeKTYpH, IO
Hajaal MOXKYyTh OyTH 3aMiHeHI Ha jetamizoBani 3D-moneni. Ile 3abesneuye
e(eKTHUBHE TECTYBaHHS JIOTIKK TPy 10 (iHAIBHOTO ohopMIIeHHS ciieHu [12].

Jlo cTBOpeHOTO MpocTopy OysIo A0JaHO MaTepiaiu 1 TEKCTYpH, 5Kl IMITYIOTh
O€ToOH, MeTaJl YW IHIII TIOBEPXHI, NUISIXOM TMPU3HAYECHHS CTaHAApTHUX a0o
KOPHUCTYBAI[bKUX MaTepiajiB J0 BIAMOBIAHUX 00’ €KTiB. J[JI1 KOPEKTHOTO OCBITICHHS
CIIEHU BUKOPHUCTAHO JiKepena cBitia: Directional Light (ocHoBHE mxeperno — coHIe),
Sky Light nns HamoBHEHHS M’SKUM CBITIIOM, a Takok Point Light s BHyTpimHIX
npumitieHs (puc. 3.2). Yci KOMIOHEHTH po3MilieHo depe3 manenb «Place Actorsy,

MICJI 4YOro OCBITJIEHHs Oynio mnepeOyaoBano 4yepe3 om0 Build Lighting, mio
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3a0e3Meunsio PeaTiCTHYHy TiHb 1 BimoOpakeHHs B ciieHi. HasBHICTh cTaTMyHUX Ta
JUHAMIYHUX JHKEPEeTl CBITJIa JO3BOJISE TPABIIEB] Kpallle OPi€EHTYBATHUCS B MPOCTOPI, a
TaKOX Ha/Ia€ Bi3yaJIbHOI IITMOMHHU.

Ha erami po3poOku peami3yeTbcs CTpilelbka MeXaHika TpU  ILITXOM
CTBOpPeHHs OKpeMux Blueprint-aktopiB mns 30poi (HampukiIag, IMICTOJIETY) Ta
cHapsiaiB (kynb). CHapsan — ue o0’€KT, SKUU CHABHUTHCS MPU HATUCKaHHI Ha
KJIaBily cTpine6m. MoMy 3aaeThes MIBUAKICTH PyXy, HampsiM, Bi3duHa KOmi3is, a
TaKOXX JIOTIKa B3a€MOJIIi TpH 3ITKHEHHI 3 I1HIIMMH 00 €KTaMu (HAIPHUKJIIA/,

pyWHYBaHHS, YaCTUHKN BUOYXY a00 3HUKHEHHS).

Qimport » < P mtterals v Materals v

Pucynok 3.2 — JlonaBanHsi MaTepiaiiB 1 TEKCTypHU

30posi, SIK IPaBUIIO, € JOYIPHIM KOMIIOHEHTOM TIEpPCOHa)XKa M MPUKPITIICHA 10
pyku abo KamepH, 10 J03BOJISAE 3a0€3MeUUTH PaBUIIbHE TTOJIOKEHHS Ta OPIEHTAIIIIO
npu cTpisbi. Y pemaktopi Unreal Engine 1e Bce peani3yeTbesi 3 BUKOPUCTAHHSIM
Blueprint-noriku, a came HanmamrtyBanHsi Projectile Movement, Collision (Sphere),

Mesh, a Takoxx moaiit OnHit (puc. 3.3).
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Pucynok 3.3 — HanamryBaHHS CTPUICHIBKOT MEXaHIKH

VY Blueprint-caapsini ctBoproetbes monis Event Hit, sika BUKIHMKA€eThes MpH
3ITKHEHHI 3 I1HIIMM O0’€KTOM. Y HIH peasi3yeThCsl JIOTiKAa 3HUUIEHHS Kyl abo
HAHECEHHS IIKOJU 1HIIOMY aKTOpy. TaKoX HaJaITOBYETHCS Bi3yaibHE OPOPMIICHHS
cHapsaa (matepiai, (popma) Ta Moro moBeAiHKa (rpaBiTalis, MBUAKICTh, HAMPSAMOK).
Crpinsba aktuByeThes 3 Blueprint abo C++ ¢ynkiii Fire(), sika ciaBHUTH CHapsi/ B
KOOpAWHATAX, IO BIAMOBIIAIOTh MOJOXKEHHIO Kamepu TpaBig. I[lpum motpebi
BI3yaJIbHUM eeKT abo 3ByK MOXHa J0J1aTh yepe3 KoMroHeHTH Niagara abo Audio
Cue. Merox pyxy cHapsga FireInDirection y xkmaci Projectile nHaBeneHo y

JicTuHry 3.2.

Jlictunr 3.2 — Meton pyxy cHapsina FireInDirection y kiaci Projectile

void AMyProjectile::FireInDirection(const FVector& ShootDirection)

{

if (ProjectileMovementComponent)

{
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ProjectileMovementComponent->Velocity = ShootDirection *
ProjectileMovementComponent->InitialSpeed;

}

KiHEIlb JIICTUHTY 3.2

Jlani peanizyeTscsi 6a30Ba BOpOXka MOBEIIHKA 3 BUKOPUCTAHHIM 1HCTPYMEHTIB
mtyyHoro iHTenekty Unreal Engine 4. Peanizyemo 6azoBuit LI mist BoporiB y rpi.
CnouaTky  cTBOproeTbcsi  HoBMM  Blueprint-kmac ~ Bopora  miJi  Ha3BOIO
BP_EnemyCharacter, sxuii Hacmiayerbest Bia ctanaaptHoro ACharacter. Lleit kiac
npeJcTaBisie co00K0 BOPOKOTO MEPCOHAXKA, 3AATHOTO MEPECYBATUCH 1 pearyBaTu Ha
rpaBud. Jlis kepyBaHHS [JiIMH BOpOra JoAa€eTbcsi Okpemuid Al-koHTposep —
BP_EnemyAlIController, y sikomy 3a7aeThcs Jiorika nmoBeainku yepe3 Behavior Tree
(mepeBo noBeninku). Y Behavior Tree 3amaeThcst CTpyKTypa Miid, IKY BUKOHYBaTUME
BOpOI, 30KpeMa: IMepeBipka, 4d OayuTh BOPOr TIpaBLs, 1, SAKIIO OauuTth —
HepecyBaHHS 10 HbOTO.

Jnst 30epekeHHsT Ta BHUKOPUCTAHHS 3MIHHHMX, $AKI BHKOpHUCTOBYE Al,
ctBoproeThesl Blackboard — nanpukinan, kitou Target, y axkuil 3anucyeTbcs rpaBelb
ak 00’exT crioctepekenns. 11lo0 Bopor Mir pyxaTucsi B MpoCcTOpi I'pu, HA ITPOBY
many nomaetbcsi NavMeshBoundsVolume — cnenianbHuil 00’€KT, 110 CTBOPIOE
HaBIramiHy CiTKy, 1o sikiii moxxe nepemimiarucs Al. ¥ Behavior Tree peanizoBano
MPOCTY JIOTIKY: SKIIIO BOPOT OAYMTh I'PaBLs — PYXAETHCS IO HHOTO; SKIINO HE 0aYUTh
— cToiTh abo matpymtoe. Ilpu 3iTkHeHH1 3 TpaBueM (depe3 moairo OnHit) MoxxHa
JIOIATKOBO peasli3yBaTH BIAMOBIAHY pEakiliio, HAMpUKIAA, aHIMaIlil0 aTakd abo
3MEHIIEHHS KIJBKOCTI 370pOB’sl y rpaBus. Takui MiaXil J03BOJISE CTBOPUTHU
JTMHAMIYHY ¥ JIOT14YHY MOBENIHKY BOPOTiB y rpi (puc. 3.4).

Jlami peanidyeTbcsi cUcTeMa 370pOB’S Il TpaBIld Ta BOPOTIB, a TaKOX
iHTepdeiic kopuctyBaua (UI), sxuit BigoOpaxkae piBeHb 370pOB’Sl TpaBls B
peansHOMY Yaci [13]. Crepiry 10 kiaciB TpaBIis Ta Bopora jgoaaeThes 3minaa Health

(manmpuknan, tumy float), sika BiANOBiga€ 3a MOTOYHUN piBeHb 370poB’s. [lpu
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OTpUMAaHHI MOMIKOJKEHHS (HANPHUKIIA/, IPU MOMaJaHHI CHapsay a0o MiJ Jyac aTaku

Bopora) 3HaueHHs Health 3menmyeTncs.

. 3
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Pucynok 3.4 — HanamryBanust Behavior Tree nns Bopora

S0 BOHO Jocsrae HyJsi a00 MEHIIIE — BUKOHYETHCS [Tisl «CMEPTi» MepCOHa)Xa: IS
TpaBIl 1€ MOKe OyTH TIepe3alnyCK piBHS, JJII BOpOTa — 3HHIINECHHS 00’€KTa abo
3aImycK aHimariii 3aruoemi (puc. 3.5).

Jlns Bizyamizarii 3m0poB’st rpaBisi ctBoproeTbest Ul Bimker (UserWidget) y
BUrIsiAl maneni 31 mkanoro (Progress Bar). Llei Bimker nogaerscst 1o HUD rpasis
Opy CTapTi I'pu. 3HAYEHHS IIKaIW 3B SA3Y€TbCAd 3 MOTOYHMM 3HaueHHAM Health, 1
3MIHIOETHCS JUHAMIYHO ITi/T Yac IpH.

Jlig 1poro y BiIKETI pearizyeThest pyHKiis abo binding, 1mo 3BepTaeThes 10
aKTyaJbHOTO 3HAYEHHS 3/I0pOB’S TpaBIlsd. TakuM UYWHOM, KOJU TpaBelb OTPUMYE

MOILIKOKEHHS, 3MiHA BIJOOPa)Ka€ThCsS HA €KpaHl y BUTIISA/II 3MEHIIeHHS mikanu HP.
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Pucynoxk 3.5 — HanamroBanum BiDKETOM JJI BiJ0OpaKeHHsI 3710pOB s TpaBIIs

(HP Bar)
[ToxibHy cuctemMy MOXHaA peami3yBaTH 1 JJIi BOPOTIB, SIKIIO TMOTPIOHO
Bi3yaJIbHO TIOKa3aTu ixHiM ctaH. lle momae rpi AMHAMIYHOCTI Ta 3PYYHOCTI st

rpasig (mict. 3.3).

Jlictunr 3.3 — ['paBells OTpUMY€E MOITKOKEHHS

void AMyCharacter:: TakeDamage(float DamageAmount)
{

Health -= DamageAmount;
if (Health <= 0.0f)

{

// T'paBers momep

Die();
}
}

KiHeIlb JiCTUHTY 3.3
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Ha ¢inanpHoMy etami peamizanii TIpu BHKOHYEThCS 30ipKa TPOEKTY B
noBHOLIHHUN BukoHyBanuil (aitn (EXE) mns mmardopmu Windows. Chepury y
HanamrtyBaHHsx npoekty Unreal Engine 4 moTpiOHO mepexkoHATHCs, 10 BKa3aHO
CTapTOBHI pIBEHb I'pu — A 1bOTO Yy MeHIo Project Settings — Maps & Modes
BKa3yeThcsi crapTroBa Mama y noiii Game Default Map. Ile rapantye, mo mpu
3amycKy 310paHoi I'pH 0JIpasy BIAKPUETHCS MOTPIOHUN ITPOBUI PIBEHb.

Ham y mento File — Package Project — Windows (64-bit) 3amyckaeTrbcs
npouec 30ipku. Unreal Engine kommimtoe Bci pecypcu (Blueprint, C++ xon,
MaTepiaiu, 3ByKH TOILO) Y TOTOBUM 1rpoBUid npoaykT. Ilicas 3aBepiueHHs 301pku y
BKa3aHIi TUPEKTOPil 3’ ABISETHCA MMANKa 3 TPOIO, B AKIHA MICTUTHCA .€Xe (Daidil Ta 1HII
HeoOxiaH1 nani (Content, Config, Tomo). el ¢aiin MoxHa 3amycKaTu K 3BUYANHY

Ipy 1032 MeXaMH peAaKTopa.

3.2 TecryBanHfi Ta HAJAroXKeHHs IiHGOPMALIHHO-KOMII’'IOTEPHOI

CUCTEMH

[Ticns 3aBepleHHs eTany NPaKTUYHOI peani3auli rpu-uryrepa Ha pyurii Unreal
Engine 4 Oyno po3noyaro eram TeCTyBaHHS Ta HAJAroKEHHS CHUCTEMH 3 METOIO
BUSIBJICHHSI HEJIOJIIKIB, TTOKPAIICHHS MPOIYKTUBHOCTI Ta 3a0e3MeueHHs CTa0UIbHOT
poOOTH 3aCTOCYHKY Ha Pi3HUX KOHQIryparlisx o0sagHaHHs. Y Mpoleci TeCTyBaHHS
BUKOPHCTOBYBAIHCS SIK BOy/oBaHi iHCTpyMeHTH pymris (Blueprint Debugger, Output
Log, Session Frontend), Tak 1 pyyHi METOAM TECTYBAaHHS CIIEHapiiB KOpPUCTyBaya.
OcCHOBHY yBary npuaiJIeHO KOPEKTHOCTI 0OpOOKH MOJIN Y peKUMI PEabHOro 4acy:
CTpiib0a, Komizii, pyxu mepcoHaxa, peakiis IlII-cynmporuBHuka, 00poOka craHy
310poB’s Ta Bimoopaxkenus HUD.

Ha mnouatkoBomy erami Oyji0 NPOTECTOBAHO OCHOBHI MEXaHIKM TpaBLs:
TIepEeMIIICHHS, TPUIUTIOBAHHSI, CTPUOKH, CTPLIbOA Ta B3a€EMOJIiSl 3 CYPOTUBHUKAMMU.
Byno BusIBIEHO KUIbKa HEIOJIKIB, 30KpE€Ma 3aBHCAHHS CHaps/a B TOBITPl MpHU
HENPaBUJIBHOMY pO3paxyHKy TOYKM crhaBHy. Jns ycyHeHHs mpobiemu Oylio

moaudikoBano merop Fire() y kmaci rpaBus AMyCharacter, 1oaBiim rnepeBipKy Ha
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HAsBHICTh aKTUBHOI KamMepu Ta JOJATKOBHI 3CyB BiJ MO3uIli rpaBusi. Bunpasnena

BEpCis METOAY HaBeeHA y JICTUHTY 3.4.

Jlictunr 3.4 — BumnpaBnena QyHKIIis CTPUTEOH 3 ypaxXyBaHHSAM MO3HIIIT Kamepu

void AMyCharacter::Fire()
{

if (ProjectileClass && FirstPersonCameraComponent)
{

FVector MuzzlelLocation = FirstPersonCameraComponent-
>GetComponentLocation() + FirstPersonCameraComponent->GetForwardVector()
* 100.0f;

FRotator MuzzleRotation = FirstPersonCameraComponent-
>GetComponentRotation();

GetWorld()->SpawnActor<AMyProjectile>(ProjectileClass,
Muzzlelocation, MuzzleRotation);

}
}

KiHelb JicTUHry 3.4

HactynmHuM eTanmoMm cTajno TECTyBaHHS MEXaHIKM B3a€EMOJIi CHapsaiB 13
cepenoBuieM. [lix yac BumpoOyBaHb BUSABIICHO, 1110 MPU 31TKHEHHI Ky 3 IEIKUMU
o0’exTaMu (HAMPUKJIAA, CTATUYHUMHU CITKaMH) HE BiIOYBA€ThCS aHl Bi3yaJlbHOTO
edexTy, HI 3HUIICHHS CHapsna. [IpoOremMa mossirana y BiICYTHOCTI KOPEKTHO
peamizoBanoi nmoxaii OnHit y Blueprint-caHapsni. BunipaBieHHs BKII0Yano 101aBaHHS
komrnoneHTa «Collision (Sphere)» Ta o00poOHMKA TOAII 31 3HHUIICHHSIM
00’exTa (puc. 3.6) [14].

JIist  CynpOoTHBHUKIB OyJI0 MPOTECTOBAHO KOPEKTHICTh JIOTIKA IITYYHOTO
1HTEeNeKTy, nmoOynoBaHoi Ha 0a31 Behavior Tree. OcHoBHa mommika moJsAraia B
TOMY, 1110 BOPOT HE pearyBaB Ha TpaBlis, SKIIO IPaBellb 3 SIBJISABCS B MOJII 30pYy HAJTO
mBuako. Anami3 Blackboard mnokazaB, mo 3minHa «Targety He OHOBIIOBajacs
HanexxHuMm unHoM. Ilicns nHamaromkenns joriku B Al Controller 3 Bukopuctanusm
merony SetFocus(PlayerPawn) Oyno mocsSTHYTO OYiKyBaHOI TOBETIHKA — BOPOT

MOYMHAE MEPECITITyBaHHS TpaBls MPU BUSABIEHHI HOT0 y pajiyci aii.
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Pucynok 3.6 — Peamnizanisa nozaii OnHit y Blueprint cHapsina

VY xomi TecTyBaHHS MPOAYKTHUBHOCTI OyJIO BHUSBJICHO, IO CIIEHA BTpayae
MPOAYKTUBHICTh MiJ Yac BEJMKOI KIUIBKOCTI JUHAMIYHUX JDKEpeN CBITIA. 3aiis
ontumizauii O0yno BrnpoBamxeHo Meroa Occlusion Culling, a TakoX 3MEHILIEHO
KUTBKICTh akTHBHUX Point Light Ha piBHI, 1110 TO3BOIWIIO MIABUIIATH YaCTOTY KaJIpiB
3 38 FPS 1o 59 FPS na cepenubomy IIK (Core 15-8600, 8 I'b O3I1, GeForce GTX
1050Th).

Oxpemy yBary Oyno mnpuaiieHo iHTepdeiicy kopuctyBada. I[lim dac
TecTyBaHHs BUsiBIeHO, 1110 HUD He OHOBIIOE€ 3HAY€HHS 370pOB’S MPU OTPUMAHHI
mkoau. I[lomunkoro BusiBHiioca Te, o Progress Bar He MaB mnpuB’s3ku 10
akTyanbHOro 3HaueHHs 3MmiHHOi  Health. byno peanizoBano  ¢yHKi0
GetHealthPercent(), sika moBepTama BIJICOTKOBE 3HAYEHHS, Ta OHOBJICHHS BIKETY

yepe3 Binding (itict. 3.5).

Jlictunr 3.5 — MeTon /u1st OHOBJICHHS IITIKAJIH 370POB’ S TPABIIS

float AMyCharacter::GetHealthPercent() const
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return Health / MaxHealth;

KiHEI[b JIICTHHTY 3.5

Ha 3aBepmaspHOMYy etami Oyiao cOpMOBAaHO CHUCTEMHI BHMOTH IS
cTab1pHOI poOOoTH Tpu. MiHIMANBHI CUCTEMHI BUMOTH:

- OC: Windows 10 (64-bit);

- nporecop: Intel Core 13-7100 abo ananoriuyauit AMD,;

- omneparuBHA naMm ATh: § I'b;

- Bigeokapra: NVIDIA GTX 750 Ti abo AMD R7 360;

~ BUIbHE Micle Ha qucky: 5 I'b.

B pesynbrari mpoBeNEHOTO TECTyBaHHS OyJI0 YCYHEHO pSJ TEXHIYHUX
MOMMWJIOK, HAaJaro/PKeHO KIFOYOBI MEXaHIKU TpH, MOKPAIIEHO MPOJYKTUBHICTH Ta
UX. Takum umrHOM, 1H(GOpPMAILIITHO-KOMII IOTEPHA CUCTEMA Yy BUIJIAMl LIyTepa Ha
Unreal Engine 4 roroBa no ¢inanpHOi 30ipKH, AEMOHCTpAIlli Ta BUKOPUCTAHHS Ha

MpEe3eHTAIIMHUX 3aX0/1aX.

3.3 Po3po0ka 6a3u 1aHuX

VY wmexax po3poOku rpu-mytepa Ha Unreal Engine 4 Oyrno peanizoBaHO
MPOTOTHUITHY MOJIeTb 0a3M JaHUX, SKa JI03BOJISIE 30epiratu 6a30By 1HGOPMAILIIIO PO
IpaBIliB, CTAaTUCTUKY MPOXOKEHHS Ta pe3ynbTaTu. [ns peamizauii 06a3um JaHuX
oOpaHo momyssipHe pensiiiine cxopume MySQL, kepyBaHHsS SKUM 3I1HCHIOETHCS
yepe3 rpadiunuii BeO-iHTepdeiic phpMyAdmin. Ileit iHcTpymeHT 3abe3neuye
3py4HE CTBOPCHHS TabJuIlb, 3B’S3KIB M HUMH Ta BukoHaHHs SQL-3anutiB. baza
JaHUX MOXKe OyTH BUKOPUCTaHA y PO3MIMPEHHX BEPCISIX TPU sl 30epiraHHs
KOPUCTYBAIlbKUX MPOQUIIB, JTOCATHEHb, 1CTOPIi ceCid, TaOJMIll JiJAEepiB Ta 1HIIUX
AHAIITUYHUX JaHUX.

Crpykrypa 0a3u JaHuX 1MoOy/10BaHa 3 ypaxyBaHHSIM MPUHIIUIIB HOpMaJi3allii,

o0 YHUKHYTH AyOsroBaHHS iHGopMallli Ta 3a0€3MeUUTH JIOT1YHI 3B’SI3KM MIXK
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cytHocTsiMH. OcHOBHUMU TaOnuisiMu €: Players — mictuth nani kopuctyBauiB (ID,
iM’s1, piBeHb); Scores — 30epirae pe3yiabTaTu rpu (IrpaBellb, KUIBKICTh OYOK, JaTa
cecii); Games — Ttabmuns s iHGopmarii mpo cecii;  Gameltems — mnepenik
IpEeIMETIB, K TpaBellb MOKE OTPUMATH B Tpl. 3B’SI3KH MK TaOIHISIMH peaiizoBaH1
3a gomomororo 30BHIMHIX KiIodiB (FOREIGN KEY), mo mo3Bosse 30epiratu

CTPYKTYpPOBaHI1 3aJIEKHOCTI Mk 3anucamu (puc. 3.7).

& PlayerlD S GamelD
2 Username S Title
& Email ReleaseDate

J

& ScorelD S  ItemID
& PlayerlD & GamelD
S GamelD ltemName

Pucynok 3.7 — Ctpykrypa b/]

IIporec ctBopeHHs 0a3u AaHWUX TMOYMHAETHCS 3 1HIIIAII3aIlli HOBOi CXEMHU B
phpMyAdmin ta cTtBopenHs tabnuub SQL-3anutamu. Hanpuknan, 1 BUBEACHHS
BCIX PE3yJIbTATIB 3 TAOIMIN Scores BUKOPUCTOBYEThCs cTanaapTHuid 3anuT: SELECT
* FROM Scores; nisi BCTaBJI€HHS HOBOTO 3aIlMCy MPO Pe3yJIbTAaT I'paBlsl — TaKUU
3anuT: INSERT INTO Scores(PlayerID, Points, Date) VALUES (1, 1500, NOW()).

AHaJOT14HO, MOKHA peai3yBaTh MEXaHI3MH BUOIPKH PE3yJIbTATIB 3a JIATOIO,
rpaBiieM abo IHIIMMU TTapaMeTpaMu. 3aBAsSKkd BUkopuctanHio MySQL, naHi MOXyTb
30epiraTucs JOKaJIbHO a00 1IHTETPYBATHUCS 3 ITPOBHUM pyIriem 3a gomomororo REST
API, JSON abo croponnix miariniB (Hampukian, VaRest mus UE4). Takuit miaxin
JO3BOJISIE Y MallOyTHbOMY PO3LIMPUTH TPy 10 MEPEKEBOI, 13 30€peKEHHIM AaHUX

TPAaBIliB Ta IPOTPECY.
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Otrxe, po3poOka ©0a3m maHmx 3abe3medye OCHOBY JUIsl TOTEHIIMHOTO
MacIITadyBaHHsS TPH, JIOJaBaHHS OaraTOKOPHCTYBAIlbKUX (YHKIIIHA, PEUTHHTOBHX
TaOJIUIb, CTATUCTUKU Ta 1HIUBIAYaJILHOTO MPOTPECY IPaBIlf, IO 3HAYHO ITiJBHUIIYE

piBeHb (QYHKI[IOHATBFHOCTI ITPOBOTO MPOEKTY.
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BUCHOBKU

Y xoal BUKOHaHHS OakallaBpCcbkoi KBami(ikaiiidiHoi poOOTH Ha TeMy
«Po3poOka rpu-myrepa 3 BuxkopuctanusMm Unreal Engine 4» Oyrno 3aiificHeHO
NOBHUM UHMKJI CTBOPEHHS IrPOBOTO MPOrPAMHOTO MPOAYKTY, ITOYMHAIOYH 3
JOCITIDKCHHSI TCOPETHMYHMX AacleKTiB 1 3aKIHUYYIOUM MPAKTHYHOK peali3alli€lo
irpoBoro npototuny. KoxkHe 13 mocTaBiIeHHUX 3aB/laHb 0YJI0 BUKOHAHO MOCHII0BHO, 3
JOTPUMAHHSIM CY4YaCHUX METOAMK TPOEKTYBAaHHSA, MOJICIIOBAHHSI Ta PO3POOKU
MPOTPaMHOTO 3a0€3MEUCHHS.

[IpoBeneHo aHami3 CydyacHUX TEHACHIIA PO3pOOKU Irop y KaHpi ILIyTep.
BuBueHO 0CcOOJMBOCTI MOMYJISSPHUX KOMEPUIMHUX MPOAYKTIB, Takux sk Fortnite Ta
Apex Legends, BUBHAUEHO KIIIOUOBI XapaKTEPUCTHKH, SIKI BIUIMBAIOTh HA 1TPOBUM
JOCBIJ: sIKICHA rpadika, JUHAMIYHUN redMIuie, cuctemMa 030poeHHs, iHTepdeiic Ta
Al-cynporuBauku. OTpuMaHi JlaHi J03BOJMWIA  COPMYIIOBAaTH BHUMOTH IO
MaiiOyTHBOT'O TIPOEKTY.

byno pocnimxeHo ¢yHkmionansHl MoxiauBocTi pymis Unreal Engine 4.
[IpoananizoBaHO MOro apxiTEeKTypy, CHUCTEMY BI3yaJbHOTO MpOrpamMyBaHHS
Blueprints, mexanizmu peanizaiii Qi3uKku, OCBITIEHHs, aHiMallli, miaTpuMku Al Ta
ITHCTpYMEHTH pPO3pOOKH KopucTyBalbkoro iHTepdeiicy. Takox Oyno mpoBenaeHO
NOPIBHSUTBHUH OMJISA] 1HIIMX cydacHuX pymriiB — Unity ta CryEngine, oo no3Bosmio
aprymeHToBaHo oOrpyntyBatu BuOip came Unreal Engine 4 mna peanizamii rpu
3aBJSIKA MOTO TOTYXXKHUM 3aco0aM peHjaepuHry, marpumii C++ 1 BUCOKIM SIKOCTI
rpadiku.

Po3pobiieHo KOHIIEMIIiI0 TpU-ITyTepa, M0 BKIIOYAE OMUC 0a30BHX MEXaHIK,
IrpOBU ClleHapiil, AW3ailH pIiBHsS, BI3yaJlbHUM CTWIb 1 KapTy CBITY. byna
chopMoBaHa crcTemMa 030pOEHHS, ONKMCaH1 KJIFOYOB1 MapaMeTpy NMEPCOHAXKA, a TAKOK
OPOAYMAHO B3a€EMOJII0 3 OTOYEHHSM 1 CYNPOTUBHHUKAMH, IO JTO3BOJIMJIO 3aKJIACTH
OCHOBY JJIs peai3allii MOBHOIIHHOT TeMMIUIEHHOT CTPYKTYPH.

3aBaHHs MPOEKTYBAHHS apXITEKTypU IPU Ha OCHOBI 00’ €KTHO-OP1€EHTOBAHOTO

MIX0Ay Ta IMabJIOHy «TpaBelb-KOHTPOJIEP-ITPOBUN  PEXHUM»  mepeadadano
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ctBopeHHss UML-giarpamu KkjaciB Ta MpPEIENEHTIB, A€ BPaXxOBAHO B3a€EMOJIIO
KIIIOYOBHUX 00’€KTIB TPU — TpaBll, 30poi, CyNMPOTUBHHKIB, ITPOBOTO CEPEIOBHIIA,
HUD Ttomo. Ile 3abe3neunsio JOTIYHY OpraHizaiilo CTPYKTYpU MPOEKTY 1 CTaJo
dbyHIaMeHTOM IS peanizallii QyHKIIOHaTbHIX KOMIIOHEHTIB.

CTBOpEHO ITPOBOT0 MEPCOHAXKA 3 MOKIIUBICTIO MTEPEMIIIICHHS, TPUIIITIOBAHHS,
CTpiIBOM,  IUIIXOM NIPOrpaMHOi peaili3ailii OCHOBHHMX IIPOBHMX MEXaHIK 3a
nonomororo C++ Ta Blueprints y cepemoBumii Unreal Engine 4. Po3spobmeno Al
CYNPOTHUBHUKIB 3 aIallTUBHOIO TMOBEJIIHKOIO, peanizoBano HUD nisa BimoOpakeHHs
CTaHy IpaBlisl, & TAKOX CUCTEMY 3J0POB’Sl i JIOTIKY ypakeHb. YCl Il KOMIIOHEHTHU
MPOTECTOBAHI Ta HAJIAIITOBAHI JIJIs1 B3a€MOIII.

[IpoBeneHO TecTyBaHHs, HATArOMKEHHS Ta ONTUMI3AIlIO IPU. 3a JOMOMOTOIO
npodaiinepiB, aebarepiB Ta unit-TeCTiB OYyJIO0 BHUSBJICHO 1 BUIPABICHO THUIIOBI
MMOMUJIKHM, TIOB’S3aH1 3 KOJI31IMH, CIIaBHOM OO0’€KTIB, OHOBJICHHSAM I1HTepdeiicy
tomro. OnrTumizoBaHo poOOTy 3 JKepeaaMu cBiTia, 3actocoBaHo Occlusion Culling,
10 J]aJI0 3MOTY JOCSTTH BUCOKOI MPOAYKTUBHOCTI Ha cepeanix T1K.

OTxe, y pe3yibTaTi BUKOHAHOT POOOTH PO3POOJICHO MOBHOIIHHUN MPOTOTHUII
rpu-nytepa Ha pymii Unreal Engine 4 3 BUKOpPHUCTaHHSIM CyYaCHHUX MIIXOJIB JI0
pO3pOOKH ITPOBUX MPOAYKTIB. 3100yTO NPAKTUYHI HABUYKUA 3 TMPOEKTYBAHHS,
MOJICJIIOBAHHS Ta MPOTPaMyBaHHS 1HTEPAKTUBHUX JOJATKIB, IO JO3BOJIIE 3POOUTH
BHCHOBOK TIPO JIOCATHEHHS ITOCTABJICHOT METH Ta yCIIITHE BUKOHAHHS BCiX 3aBIaHb.
CtBOpeHa Tpa MOXKE CIyryBaTH 0a30BUM 3pa3KOM IS MOAAIBIIOTO PO3BUTKY B

HaIpsMKY MYJIbTUILICEPA, KACTOMI3allli IEPCOHAXKIB Ta MOKPALIECHHS Tpadiku.
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12 Tudopmariiini TexHosorii cnemianbHocTi 121  [HXEHepiss MpPOTrpaMHOro
3a0e3MeueHHs] JIeHHOI Ta 3ao4Hoi (GopM HaByaHHs / yxiaa. H. M. Jlimwna,

A. A. Smyxk. JIyusk: JIHTY, 2025. 56 c.
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