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OO6csr pobotn 49 cTopiHOK, 23 imrocTpartii, 25 mKepern moCcuIaHb.

ITPOBUI 3ACTOCYHOK, IT'POBUI PYIIINM, BUJIU ITPOBUX PYILIIB,
MOBUIBHI  TIVTAT®OPMU, IIOPTYBAHHSA II'POBUX 3ACTOCYHKIB,
UNREAL ENGINE, OIITUMI3ALIIS ITPOBOI'O 3ACTOCYHKY, ITPODAMJITHT.

O6’exkToM poOOTH € aHam3 MmpoOjeM IMOPTYBaHHS ITPOBHX 3aCTOCYHKIB Ha
MoOUThHI MaTthopmu. IlpenmeTrom pobOTH € po3poOka peKOMEHJAIId 11010
e(heKTUBHOTO MTOPTYBaHHS irop Ha MOOLJIbHI JIeBaiicu 3 BUKoprucTanHsaM pymris Unreal
Engine.

Metoto poOOTH € JOCHIIKEHHS NpoOJeMaTHUKUd MOPTYBAaHHS IIPOBUX
3aCTOCYHKIB Ha MOOUIbHI IJIaTQOpMHU.

3a mMeTogamMu po3poOKHM poOoTa BUKOHYBAJIACS CYMICHO 3 pobGortamu y cdepi
reiiM-JIeBEJIONMEHTY, SIK1 OB’ s13aHi 3 HOPTYBAaHHSAM ITPOBOTO 3aCTOCYHKY Ha MOOUIbHI
miargopmu 3 Bukopuctanusm Unreal Engine.

[HCcTpyMEeHTH pPO3pOOSICHHS: OE3KOIITOBHUM, BUIBHO MOIIMPIOBAHUN PpyIIIiil
UnrealEngine, moBa mporpamyBanus C++, cepenopuiie po3poOku JetBrains Rider,
Android Studio.

Pesynbratu poOOTH: BH3HAUEHO CYTHICTh, (PYHKLII Ta MOXXJIMBOCTI 1FPOBOTO
pyuuisi; chOpMyabOBaHO TepeBard Ta HENONIKM PI3HUX BHUAIB ITPOBHX PYILIiB;
MpOAaHA30BaHO TIepeBard Ta Hemodiku BukopuctanHs Unreal Engine mms
MOPTYBaHHS ITPOBHX 3aCTOCYHKIB Ha MOOUTBHI TuIarGopMu; 3AIMCHEHO MpoIeC
MOPTYBAHHS 1TPOBOI0 3aCTOCYHKY Ha MOOUIbHI Mardopmu 3 BukopuctanHsm Unreal
Engine; mpoBeneHO oNTHMI3allil0 1rPOBOrO 3aCTOCYHKY MiJl MOOUIbHI IJIaTQopmu;
po3po0IeHO peKoMeHAAIl Mmoa0 €(EeKTHBHOTO IOPTYyBaHHS Irop Ha MOOLIBHI
JICBANCH.

Po3pobnieni  pekoMmeHjamii 1010 €()EKTUBHOIO MOPTYBaHHSA  IrPOBHUX
3aCTOCYHKIB Ha MOOUTBHI miatdhopmu 3 BHKopuctanHsaMm Unreal Engine MoxyTh

BHKOPUCTOBYBATHUCH I'eiM-/ICBEIIONIEpAMH ISl BUPIIIIEHHS MTOII0HOTO KoJia IIpodiem.
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CKOPOYEHHSA TA YMOBHI ITIO3HAYEHHA

— Android Debug Bridge;

— Application Programming Interface;

—anrin.  heads-up display, kopucryBampkuii iHTepdelc, 110
3HAXOJUTHCA HA €KpaHi Mijl yac camoro npouecy rpu;

— Java Development Kit;

— Native Development Kit;

— mpoiiec 0OpoOKU Ta BUBEJICHHS 300paXeHHS Ha €KpaH;

— Software Development Kit;

— Ul (amrn. User Interface — xopuctyBampkmii iHTepdeiic) ta UX
(aarm. User Experience — KOpPHUCTYBaIlbKHH JIOCBiJ), IHM3aiiH Ta
B3a€EMOJIisi KOPUCTYBaya 3 MPOAYKTOM, SIKE CIPSIMOBaHE Ha CTBOPEHHS
3pYYHOTO Ta 33JJ0BOJICHOTO KOPUCTYBAIBKOTO JOCBiIY;

— omeparliiiHa CUCTEMa;

— IEPCOHAJIBHUI KOMIT F0TEP;

—anrn. Logs, CMCOK CUCTEMHUX Ta MPOTPAMHUX TOBiIOMIICHb, IO
MOBIJOMJISIIOTE  pO3pOOHMKA NP0 TEMEpIIIHIM CTaH 3aCTOCYHKY Ta
OTIEpAIitHOT CHCTEMU;

—mnporpamMa 1o BuUKOHyeTbcs Ha GPU Ta Bimirpae pomp Yy
BioOpakeHHI TpadiuamX 00’€KTiB, €PEKTIB Ta MaTepialliB, a TaKOX

BIJINIOB11a€ OOYHUCIIEHHS MOJEI1 OCBITICHHS.



BCTYII

OuiHka cy4yacHoOro crany 00’€kTa po3poOKu. Y CydaCHOMY CBITI MOOUIBHI
OPUCTPOi, 30KpeMa CMapT(OHHU, TUIAHIICTH, CMAPTTOAMHHUKH € HEBiI'€MHOIO
YaCTHHOIO TIOBCSIKACHHOTO KUTTS MIJTBHOHIB JIOfIEH. 3 KOKHIUM POKOM TOMYJISPHICTh
nU(pPOBUX Ta/PKETIB HEBIHMHHO 3pOCTa€, IO OOYMOBIEHO O€3MEepeKoIHUM 1
HEOOME)KCHHMM JIOCTYIIOM JI0 Mepexi [HTepHeT, 6ararcTBOM BipTyaabHOI pealbHOCTI,
MoiOpMaTHICTIO KOMYHIKAIi, a TakoX O€3Nu4i0 I1HIIMX MOXKJIUBOCTEH, SIKI
HAJAI0Th I1I TPHUCTPOi JUIS 3MIMCHEHHS HABYAJIBHOI Ta TMi3HABAIBHOI [ISITBHOCTI,
PO3BHUTKY THYYKOCTI T4 KPEaTUBHOCTI MUCJIEHHS] KOPUCTYBaiB TOIIIO.

B okpeMy rpymy BapTo BHOKPEMHUTH ITpOBY IHAYCTpil0 Ta KiOepcroprt, Ae
MOOUTHHI JeBaiicu Ha omnepariiinux cucremax 10S, Android, Windows Phone,
Blackberry mmpoko 3acTOCOBYIOTBCS KOPHCTYBadaMHW JJII aMaTOPChKHX a0o
npodeciiiHuxX 3MaraHb, 3ajieXKHO BIJ PIBHS IrPOBOro J0CBiay. B po3pisi wmporo,
BIIPOJIOBXX OCTaHHIX POKIB aKTHBHO PO3BUBAETHCS cepa TeiM-IeBeIONMEHTY, sKa
BHU3HAYa€ IMpOLEC PO3POOKU ITPOBUX 3aCTOCYHKIB il KOHKPETHY MOOLIBHY IrpOBY
maTgopMmy.

AKTYyaJIbHICTh PO0OTH Ta MiACTABHU /A ii BUKOHAHHA. OJTHUM 13 KIIFOUOBUX
ACIEKTIB YCHIIIHOTO BOPOBAKEHHS ITPOBUX 3aCTOCYHKIB HA PUHKY 1ITPOBOI 1IHIYCTPIi
€ HasBHICTh Bepcii uist MOOUIbHUX miuargopMm. CaMe TOMY MOPTYBaHHS 1CHYIOUHX
irop Ha MOOUTBHI IJIATGOPMH CTA€ aKTYaJTbHUM 3aBAaHHSAM ISl PO3POOHUKIB.

[TopTyBaHHS IrpOBHX 3aCTOCYHKIB Ha MOOUTBHI TIaT(OPMHU O3HAYAE AJIaNTAIIIFO
iIrpOBOTO KOHTEHTY Ta MeEXaHiK Uil ONTHUMAalbHOI POOOTH Ha TPHUCTPOSIX 3
OOMEXEHUMH OOYHCIIOBATBHUMU pecypcaMu, TakuMu sk Humxdi HiK B [IK
MOTYXKHICTh MPOIIECOpa, ONepaTuBHA MaM'aTh Ta Tpadidni MoxiuBocTi. I{e Bumarae
HE JIUIIIE 3MiH Y POTPAMHOMY KOJi TpH, ajie 1 BpaxyBaHHS 0COOIUBOCTEH B3aEMOIIT 3
KOPUCTYBa4eM Ha CEHCOPHHMX €KpaHax, aJalTalii yNnpaBiIiHHA Ta ONTHUMI3aLil
MIPOYKTUBHOCTI.

[TopryBaHHS IrpOBHX 3aCTOCYHKIB Ha MOOUIBHI ImIarGoOpMu Mae KiJIbKa

BaroMux repesar. [lo-niepiire, e po3mupeHHs ITL0BOT aymuTopii rpasiliB. MoO1IbHI



7

MPUCTPOi € TOCTIHHO JOCTYMHUMH Ta MOOUTBHUMH, IO POOHUTH IrPOBI 3aCTOCYHKH
OUIbII JOCTYMHUMHM JUJIsl IIMPOKOTO Koja KopucTyBayiB. KpiM Toro, MoO1JibHI IpaBiii
BIJIPI3HAIOTHCSI CBOIMH yIOJO00AHHSAMH Ta T€HMIHTOBUMH 3BHYKaMH, IO BiJIKpHUBAE
HOBI MOXJIUBOCTI JIJIs CTBOPEHHS Ta MOHETHU3AIIIT irop.

[To-apyre, MOPTYBaHHS ITPOBHUX 3aCTOCYHKIB Ha MOOLIBHI IIAT(HOPMH CIIPUSIE
PO3BUTKY 1HAYCTpii TrelM-IE€BENONMEHTY. 3aBAsSKA IIBHAKOMY pPOCTY PHUHKY
MOOUTBHUX 1rop 3'SBISETHCA MOTpeda y TaJaHOBUTHUX TIPOrpaMmicTax Ta TeHWM-
Iu3aiiHepax, M0 CTUMYJIIOE PO3IIMPEHHS KOMaHAN pO3pOOHUKIB Ta 3aJy4Y€HHSI HOBUX
(dhaxiBmiB 10 ramysi.

OpHak, NOPTYBaHHS ITPOBUX 3aCTOCYHKIB Ha MOOUIbHI MIATQOPMH CTAaBUTH
nepes reiM-po3poOHUKaMHU HU3KY BUKJIMKIB Ta 0OMEXKEHb, sIKl 000B’I3KOBO MOTPiIOHO
BpaxoByBaTH ISl YCHINIHOT peamizaimii 3aayMmy. TexHiuHI OOMEXKEHHS MOOUIHHUX
MIPUCTPOIB MOXKYTh BUMAaraTH KOMIIPOMICIB y SKOCTI Tpadiku Ta (Hi3uKH I'pH, a TAKOK
NpU3BECTU JO CKJIQJHOCTI IrpoBUX MexaHik. KpiM TOro, po3poOHUKH IFpOBUX
3aCTOCYHKIB MOBUHHI BPaxoByBaTu OCOOIMBOCTI MOOUIBHUX IUIATHOPM, Cepell STKUX:
PI3HI pO3MIpH €KpaHiB, Pi3HI CIOCOOM BBOIY Ta B3a€EMOZIT 3 IPOIO.

AHaJ3 icHylOuHX TMpoOJeM Ta BHKJIMKIB, 3 SKHMH CTHKAIOThCS TCiM-
PO3POOHMKM i Yac MOPTYyBaHHS irop, J03BOJIUTH BU3HAYUTH CTpaTerii Ta METOIU
JUIS YCHIIIHOT PO3pOOKH IrPOBHX 3aCTOCYHKIB i KOHKPETHY MOOUIBHY IrpOBY
miardopmy. Takox B mpouect JoCHiIKeHHs Oy/ie MPOaHaai30BaHO BIUIUB MOPTYBAHHS
Ha 1HIYCTpilO (TEWM-ICBEIIONMEHTY) Ta pO3IISTHYTO TEPCIEKTHBH PO3BUTKY
MOOUTBHOTO TekMiHTy. CamMe TOMY MOCIIJKCHHS MpOoOJieM IOPTYBaHHS ITPOBHUX
3aCTOCYHKIB Ha MOOUIbHI IJIATPOPMU € aKTyaJIbHUM.

Mera it 3aBnanHs podoTu. Metoro kBamidikaiiitHoi poOOTH € JOCHIIKEHHS
npoOjeMaTuKy TOPTYBaHHS ITPOBUX 3aCTOCYHKIB Ha MOOUTBHI IUIaThopMH 3
BukopuctanHsMm Unreal Engine. [ MOCSATHEHHS TOCTaBICHOI METH HEOOXiTHO
BUKOHATW HACTYIIHI 3aBJIaHHS:

1. 3miiiCHATH HAyKOBHWH aHA3 3MICTy TOHATTS IrpOBUN PYIIiid Ta JOCITIIUTH

HOTO POJTh Y CTBOPEHHI ITPOBHX 3aCTOCYHKIB;
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2. IlpoananizyBatu BukopuctanHs Unreal Engine mis mopTyBaHHS IrpoBHX
3aCTOCYHKIB Ha MOOUIbHI MJIaTGOpMU;

3. JlocmiauTh mpollec TIOPTYBaHHS IrPOBOTO 3aCTOCYHKY Ha MOOUIBHI
miargopmu 3 BukopuctanHsaMm Unreal Engine;

4. OOrpyHTYBaTH I1HCTPYMEHTH OINTHMI3amii Ta TpodailliHry irpoBOTO
3aCTOCYHKY M1J] MOOUIbHI IJIATPOPMHU.

00'exT, MeToau ii 3acodu po3podaenHsi. O0’€KTOM TOCTIIKCHHS € aHaji3
npo0JieM NOPTYBAHHS ITPOBHUX 3aCTOCYHKIB HA MOOUIbHI IJIaTQOPMH.

3a MeTogamu po3poOIIeHHS PoO0Ta BUKOHYBAJIACs CYMICHO 3 poboTaMu y cdepi
reiM-JIeBEJIONMEHTY, SIK1 OB’ s13aHi 3 HOPTYBAaHHSAM ITPOBOT0 3aCTOCYHKY Ha MOOUIbHI
miargopmu 3 Bukopuctanasm Unreal Engine.

[HCcTpyMeHTH pPO3pOOSICHHS: OE3KOIITOBHUM, BUIBHO TMOIIMPIOBAHUN pyIIIiil
UnrealEngine, moBa mporpamyBanus C++, cepenopuiie po3podku JetBrains Rider,
Android Studio.

MoxauBi cpepn 3acrocyBanHHsi. Po3poOneHi  pexkoMeHpamii 11010
e(eKTUBHOTO TMOPTYBAHHS IrPOBUX 3aCTOCYHKIB Ha MOOUIbHI Iu1aThopMu 3
BukopuctanHsM Unreal Engine MOXyTh BHKOPHCTOBYBATHCH T€HM-JIEBEIONEpaMu
JUTsl BUPIIIEHHS TTOJIIOHOTO KOJIa MpoOJieM.

B3aemo3p’si30k 3 iHmmMMuU podoramm. Po3pobneHi pexoMeHpalii 1010
e(EeKTUBHOTO TMOPTYBAHHS IrPOBUX 3aCTOCYHKIB Ha MOOUIbHI IulaThopMu 3
BukopuctanHsM Unreal Engine MOXyTh BHKOPHCTOBYBATHCH T€HM-JIEBEIONIEpaMU

JUTSL BUPITIICHHS TIOIIOHOTO KOJjIa TIPOOIIeM.



PO31JI 1. ITPOBUM PYIIIN TA HOT'O POJIb Y PO3POBIII
ITPOBUX 3ACTOCYHKIB

1.1 Bu3HayeHH# irpoBOro pyuris

IrpoBwuii py11iif € KII0OUOBUM KOMIIOHEHTOM IPHU PO3POOIIl INPOBUX 3aCTOCYHKIB
1 BUKOHY€ HH3Ky BaXIMBUX (DYHKINH, 110 BIUIMBAIOTH HA TPOIEC CTBOPCHHS Ta
(YHKIIOHYBaHHSI IrpOBOTO J0AaTKy. Y HAyKOBIM JiTeparypi ITpOBHHA pyIIii
BH3HAYAETHCS SIK «IPOrpaMHE 3a0e3leueHHs, sSKe Hajgae HaOlp IHCTPYMEHTIB Ta
byHKLI 15 po3poOku irop» [1-3].

BukopucTanHs irpoBoro pyliist Mae AeKiibka Baromux nepesar. [lo-niepiie, BiH
JI03BOJIsIE TEHM-/IEBEIOTIEpaM 30CEPEIUTUCS Ha CaMOMYy IPOLECI CTBOPEHHS I'pH, IO
CYTT€BO 3a0IIaHKY€E Yac Ha PO3poOKy 0a30BOTO JABUTYHA. IrpoBHii Pyl MpomoHye
TOTOBY apXITEKTYpy, sSKa BKIIOYA€E B ceO€ Takl OCHOBHI KOMIIOHEHTH T'pH, sIK (i3uka,
rpadika, INTYYHUHN IHTENEKT, 3ByKOB1 €(PEKTH TOIIO.

[To-apyre, irpoBuil pymriii crpolrye po3poOKy IrpOBHX 3aCTOCYHKIB HUISXOM
HaJIJaHHS 1HCTPYMEHTIB 1 pecypciB, IO JIO3BOJISIOTh CTBOPIOBATH Ta HAIAIITOBYBATH
rpadiky, aHiMmaIiw, GizuuHy Mojens Ta i1HIN ckianoBi rpu. Lle mo3Bomsie reim-
JeBeNonepaM  IIBUAKO  TMPOTOTUIYBaTH  Ta  BIOPOB3KyBaTW  HOBI  ifel,
30CEepE/KYIOUUCh Ha TBOPYOMY Tipolieci, 06e€3 HeOoOXiJHOCTI BUPINIYBaTH TEXHIYHI
JeTajl 3 HyJIs.

Crni 3a3HA4MATH, 10 HA CHOTOAHI HAa PHHKY TE€HMJIeBY iCHye Oe3Jd irpoBHX
PYIIIiB, KOXKEH 3 SIKHX Ma€ CBOi MepeBaru Ta Heponiku. HaltmomymspHinm cepen HUX —
Unity, Unreal Engine, CryEngine, GameMaker Ta inmi. Koxken pymiii mae cBoi
0COOMMBOCTI, Taki SAK MacmTaOOBaHICTh, THYYKICTh, JIETKICTh BHKOPHCTaHHS,
JTOCTYITHICTh PECYPCIB Ta MiATPUMKA TIaTHOPM.

OnHuM 3 py1IiiB, IKHUi BUKITUKAE 0COONMMBHI IHTEpEC Ta MIHUPOKE 3aCTOCYBAHHS
B iHaycTpii reimaeBy, € Unreal Engine. Unreal Engine Bim Epic Games [4, 5] €
MOTYKHUM PYII€EM, SSKHA BOJIOTIE BEIUKOIO KiIBKICTIO IHCTPYMEHTIB JUIS PO3POOKH

irop, a TaKoXK ITUPOKHM CITIEKTPOM ITITPUMYBaHUX IUIATHOPM, BKITFOUAIOYU MOOLTBHI
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npuctpoi. Obuparoun Unreal Engine qyist Hamoi po6oTH, MU 6aunMo WOTO TIepeBart 3
TOYKHU 30py (PYHKILIOHAJIBHOCTI, THYYKOCTI, CHUIBHOTH PO3POOHHMKIB Ta IIUPOKOT
MIITPUMKH TIATGOPM, IO JO3BOJIUTH HaM BHUBYATH MPOOJIEMHU IMOPTYBAHHS irop Ha

MOOUTBHI TIaT(HOPMHU 3 BUKOPUCTAHHSIM LILOTO PYIIIs.

1.2 ®yHKuii T2 MOKJIMBOCTI IFPOBOTO PyLIist

OcHOBHa MeTa IrpoBOrO pyIlis HOJSATrae y COPOIICHHI Ta ONTHMI3aLli Ipo1ecy
PO3po0OKH IrpoBHX 3aCTOCYHKIB. BiH Hagae 3acoOu JyIsi CTBOPEHHS irpOBUX 00'€KTIB,
00poOku rpadiku Ta 3BYKY, (HI3UYHOT CUMYIIAII, peai3allii MTyYHOTO 1HTEIEKTY,
yHOpaBIiHHS pecypcaMu Ta 6araro iHIUX GYHKIIOHAIBHOCTEH, SIKI € BAKJIUBUMU IS
PO3p0o0KH 1rop.

[TpoananizyemMo HalBaKJIMBIII (YHKIIT IrPOBOTO PYIITis:

1. 3abe3neuenns peanizayii eevimniero: ITPOBUM pyIIiil Hagae po3poOOHHKAM
IHCTPYMEHTH JJI1 CTBOPEHHS IMPOBUX OO'€KTIB, JIOTIKM TpH, (PI3UKH Ta IHIIUX
€JIEMEHTIB TelMIuieto. BiH 103Bojsie peani3yBaTh IHTEPAKTUBHICTh Ta YIPaBIIIHHS
I'POI0, CTBOPIOIOYM OCHOBHI MEXaHIKH Ta IMpaBHIIA.

2. Bizyanizayis ma cpagika: 1rpoBUHA pyuIiil Hagae I1HCTPYMEHTH JUIs
CTBOPEHHS Ta BIJOOpakeHHS TIpadiyHOrO KOHTEHTy B rpi. BiH 103BoisE
PO3pOOHKMKAM CTBOPIOBATU PEaANICTUUHY rpadiKy, BUKOPUCTOBYIOUH Pi3H1 TEXHOJOTI],
taki sk 2D a6o 3D rpadika, ocBiTIeHHS, €(PEKTH YACTMHOK Ta IHII Bi3yaJibHi
edexTu.

3. 36yx ma mysuxa: ITpOBUM Pyl Hajgae 1THCTPYMEHTH JUIsl BIATBOPEHHS
3BYKIB, My3UKHU Ta 3BYKOBUX €(eKTIB y Ipi. BiH 103B0JIsI€e pO3pOOHMKAaM CTBOPIOBATH
atMocepy Ta IMMEpCII0 3a JIOIIOMOTOIO ayJai0 KOMITOHEHTIB, TaKMX SK 3BYKH
OTOYCHHS, JIIAJIOTH IIEPCOHAXIB Ta My3UYHHHA CYIIPOBIJ.

4. Ynpaeninua pecypcamu: 1rpoBUN Pyl BIANOBIAAE 3a YNPaBIiHHS
pecypcamu, TaKUMH K T1aM'SITh, TEKCTYPH, MOJCII MTePCOHAXIB Ta 1HII aKTUBH T'PH.
Bin no3Bonsie e()EeKTUBHO BHKOPHCTOBYBATH OOMEXKEHI pECypcH IIPUCTPOIB Ta

3a0e31euye ONnTUMI3aIliio MPOyKTUBHOCTI TPH.
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Crnig 3a3Ha4WTH, IO ITPOBHM PYIIiH € BaXJIWMBOI CKJIQJ0BOIO M dac
PO3pOOKH ITPOBUX 3aCTOCYHKIB, OCKUIBKU HaJa€ pO3POOHUKAM MOTYKHI IHCTPYMEHTH
Ta (QYHKIIOHAJTBHICTh IS CTBOPCHHS ITPOBOTO KOHTEHTY. TakWM 4YHWHOM, BiH
MOJIETIIY€E TPOIEC PO3pOOKH IrpOBOTO 3aCTOCYHKY, JO3BOJISIIOYH PO3POOHHKAM
(dhokycyBaTHCs Ha TBOPUOMY TPOIIEeCi Ta reiMInIei, 3a0e3nedyrodu IPpHu 1bOMY BHCOKY

AKICTh Tpagiku, 3ByKy Ta MPOJYKTUBHOCTI TPH.

1.3 Buam irpoBux pyuiiB: orisii, nepeBarv Ta He0JIKH

Ha cporogni icHye BeluKa KUIBKICTh PI3HOMaHITHUX ITPOBUX PYLIIiB 1 0Jpa3y
oOpatu ToH, sIKW Tiaiiiae Halkpaiie, OyBa€ JOCHUTh CKIIQTHO. AJKE pi3HI MOBHU
porpaMmyBaHHs, IathopMu, QYHKIIIT, SIK1 HAJIAalI0ThCS, CYTTEBO YCKIIAJHIOIOTh BUOIP.
I xoua GazoBuii mepenik (YyHKIH y BCIX CIIJIBHHN, BCE X KOHKPETHI peamizarii
CUJIBHO BIAPI3HSAIOTHCS MIXK co00r0. Jlesiki € OLIbIn yHIBEpCAIbHUMU, OJHAK MEHIII
NPOAYKTUBHUMHM, IHII K CTBOPEHI JUIsl NMEBHHUX >KaHPIB 1rop, ajie MOXJIMBO iX
THCTpYMEHTAapii € HabaraTo BYK4UM.

3apa3 Ha puHKY irpoBux pymiiB aoMminyrounmu € Unity, Unreal Engine Tta
CryEngine. ITpoananizyeMo OUIbII JeTaabHIIIE KOXKEH 3 IrPOBUX PYIIIiB.

Unity [6-8] — onuMH 3 HAMMOMyJSpPHIMIKX ITPOBUX pPYIIIiB, BiJIOMHI CBO€IO
JOCTYIHICTIO Ta MPOCTOTOI0 BUKOPUCTaHHSA. BIH MNIATpUMYE IIUPOKUN CHEKTP
maTGopM, BKIHOYAOYU MOOLTBHI MPUCTPOi, 1 Ma€ BEIMKY CHIJIBHOTY PO3POOHHKIB.
OcHoBHI niepeBaru Unity MoJMraroTh y MIBUIKOCTI PO3POOKH, KPOCIIATHOPMEHOCTI 1
MOJKJIMBOCTI JIETKO BTUTUTH pi3HOMaHiTHI 171€i. [Ipore, Henonikamu Unity € oOMexeHi
MOKJIMBOCTI Ipa(piuHOro JABUTYHA Ta MpoOJIEeMH 3 MPOAYKTHBHICTIO NpU peai3amii
BEJIMKHUX MPOEKTIB.

Unreal Engine [9, 10] — irpoBwuii pymriii, po3po0iennii kommaniero Epic Games.
Le#t pymiil Bojofie MOTYXKHUMHU TpadiuHUMHU MOXKIMBOCTAMH, 3a0e3Meuye BHCOKY
SKICTh Bi3yalbHUX €(eKTiB Ta ¢oTtopeanictuuHicTs. Unreal Engine Takox miarpumye
MOOUTRHI TIaThOpMH, IO POOWTH HOTO TPHUBAOIMBUM JUISI TOPTYBaHHS irop.

ITepeBaramu Unreal Engine € moTyxHuii rpad)iyHuid IBUTYH, PO3IIUPEHI MOKIUBOCTI
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MporpaMyBaHHs, ITUPOKa (PYHKIIOHATBHICTH Ta MiATPUMKA BIpTyalbHOI pealbHOCTI.
Opnak, po3po6Oka irpoBux 3actocyHkiB y Unreal Engine moxe OyTu CKIJIaHIIIONO Ta
BHMarary O1JIbIIIe Yacy B MOPIBHAHHI 3 1HIIUMH PYIITisIMHU.

CryEngine [11, 12] — irpoBuil pymwii, crBopeHuil kommanieto Crytek. Lleit
pyIIii  BiIOMHHA CBOIMH BHCOKOSKICHUMH TpadiuyHMMH MOXJIMBOCTIMH Ta
peanicTuuHOIO (13uKOI0. BiH Takok miaATpuMye MOOLIBHI TIaTGOPMHU, IO JO3BOJISE
PO3pO0IATH ITPOBI 3aCTOCYHKH JJIT MOOUTBHUX MPUCTPOiB. OCHOBHUMH TIEpEeBaraMu
CryEngine € BinmMiHHa rpadika, MTOTy)XHa CHCTEMa PO3CISHOTO OCBITJICHHS Ta
dbotopeanictnunicTh. [IpoTe, HemomikaMH € CKIATHICTh BUKOPHUCTAHHS Ta BHUCOKI
BHMOTH JI0 allapaTHOTO 3a0€3MeUeHHS.

KoxeH irpoBuil py1iif Mae cBOi nmepeBaru Ta HEAOMIKHU, 1 BUOIP MiAXOASILIOTO
pyLIis 3aleXKUTh BiJ cHEUU(IKA MPOEKTy Ta BUMOI po3podOku. Jns peamizarmii
3aBIaHb HAMIOTO JociimkeHHs mu oOpamu Unreal Engine 3 ypaxyBaHHSIM HOTO
MOTY>KHUX TpadiyHUX MOXKIMBOCTEH, IMIHUPOKOI MIATPUMKH MOOLIBHUX IJIaTGopM Ta
JOCTYNMHOI (DYHKIIOHAJIBHOCTI, IO JO3BOJIUTH JOCIIAUTH MPOOJIEMU TOPTYBAHHS

IrPOBUX 3aCTOCYHKIB Ha MOOLIIbHI IPUCTPOI MAKCUMAIILHO €(EKTHUBHO.
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PO311J1 2. BUBIP PYHIIA JJIA ITIOPTYBAHHS I'POBOT'O 3ACTOCYHKY
HA MOBUIBHI IINTAT®OPMH

2.1 Anaai3z Unreal Engine Ta iioro ocodmBocTeit

VY upomy poszaimi posmisinyto Unreal Engine — irpoBuit pymiiii, oOpanuil s
MOPTYyBaHHS ITPOBUX 3aCTOCYHKIB Ha MOOUTBHI murardopmu. IIpoanamizyemo #Horo
OCHOBHI OCOOJIMBOCTI Ta MOXIIMBOCTI, SIKI POOJISITh HOTrO MOMYyJISPHUM CEpell
PO3pOOHHUKIB.

Unreal Engine € mOTy>XHUM IrpOBUM pyIIiEM, po3poOiieHuM kommaHiero Epic
Games. Bin Bonojiie MUPOKUM CIEKTPOM (YHKIIN Ta IHCTPYMEHTIB, SIK1 JI03BOJISIOTh
pPO3pOOHMKAM CTBOPIOBAaTH Bpa)karoul Irpu s Pi3HUX IUIaT(OpM, BKIHOYAIOYU
MOOUTBHI TIPUCTPOI.

Opniero 3 ocHoBHux nepeBar Unreal Engine € Horo moTyxHHM rpadiuHuit
IBUTYH. BiH Hazmae po3poOHMKaM JOCTyH JO BHCOKOSKICHHX TpadiuyHuX €(]eKTis,
dboTopeanicTHYHOCTI Ta AeTamisaiii. bararomapoBa cuctemMa OCBITIEHHS J103BOJISIE
CTBOPIOBAaTH PEATICTHYHI CBITH 31 CBITJIOM, HOTO BITOOpa)XCHHSAM BiJl PI3HUX THITIB
MOBEPXOHb, a Takok TiHAMU. Kpim Toro, Unreal Engine miaTpuMye BUKOPUCTaHHS
Bi3yami3alli Ha OCHOBI (I3MYHUX MarepiaiiB, MO0 JO3BOJSE PEATICTHYHO
BIJITBOPIOBaTH Marepiajid 3 PI3HUMHU BJIACTHBOCTSAMM IMOBEPXHI, TAKUMH SIK METal,
CKJIO, IEPEBO 1 T.JI.

Unreal Engine Takok Mae pO3MMPEHI MOXJIMBOCTI IIpOrpamMyBaHHS.
Po3po0HMKN MOXYTh BHUKOPHCTOBYBAaTHM MOBY mporpamyBaHHs C++ Jisi CTBOpPEHHS
CKJIQJIHUX JIOTIYHUX CHUCTEM, IUTYYHOTO IHTENEKTYy, (PI3UKM Ta 0ararbox IHIINX
irpoBux ¢ynkiiid. Unreal Engine Hamae 3pydHe cepeloBHINE I Bi3yallbHOTO
porpamMyBaHHS, 10 JO3BOJISIE PO3POOHUKAM CTBOPIOBATU CKPUITH Ta B3a€EMOJISATH 3
pi3HUMHU 00'€eKTaMHu B rpi 0€3 MPSMOro KOyBaHHS.

Oco06mrBO 3pydHOIO € TakoX MyasTHIUIaTGopMmeHa miarpumka Unreal Engine.
Po3poOHMKN MOXXYTh CTBOPIOBATH IrpH, SIKI MPAIlOIOTh Ha Pi3HHX Iutargopmax,

Brmrodaroun Windows, macOS, Linux, koncom Xbox, PlayStation, a Takox MOOiTBHI
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npuctpoi 3 OC Android ta 10S. Lle 3Ha4HO crpoInye po3poOKy irpoOBHUX 3aCTOCYHKIB
13 MHOXXMHHUMH 11JIbOBUMHU TUIaT(HOpMaMu.

3aramom, Unreal Engine € MOTY)KHHM ITpOBHM PYIIIEM 3 PO3IIHPEHUMH
MOXJIMBOCTSIMH TIPOTpaMyBaHHS Ta BpaKawoduM TpadiyHUM JBUTYHOM. BiH
3abe3mnedye po3poOHUKAM BCE HEOOXITHE IS CTBOPCHHS BHUCOKOSKICHHUX ITPOBHX
3aCTOCYHKIB Ha MOOUIbHUX Iutarpopmax. Bukopuctanns Unreal Engine s
MMOPTYBaHHS irop Ha MOOLTBHI IPUCTPOi MOXKE 3HAYHO CIIPOCTUTH IPOIIEC PO3POOKHU

Ta HO3BOJIUTH JOCATTH BpaKarOUUX peBy.HBTaTiB.

2.2 IlepeBarm BuxopucrtanHs Unreal Engine njas mopryBaHHsi irpoBHX

3aCTOCYHKIB Ha MOOLIbHI 1aTrgopMu

Unreal Engine, sk MOTYy)XHHMHA IrpoBUH pymIid, Hagae pO3pOOHHKAM P
IHCTPYMEHTIB Ta MOXJIMBOCTEH, $Ki TOJETHIYIOTh Ta MPHUCKOPIOIOTH MPOIEC
MOPTYBAHHS, @ TAKOX JIONIOMAararoTh JOCATTH BUCOKOT sIKOCTi rpu [13, 14].

Opnniero 3 HanOwIbIKX nepesar Unreal Engine € fioro kpocmiarOpMeHHICTb.
Po3poOHMKN MOXYTh CTBOPIOBaTH TPy OJWH pa3 1 3amyckath il Ha pi3HUX
miardopmax, Bkioyaroun MooutbHI puctpoi 3 OC Android Ta OC 10S. OckiIbKH B
KoxHO1 TuiaTdopmu € cBost OC Ta cBili Habip amapaTHUX MOXKJIMBOCTEH, TO IO KOXKHOT
3 HUX HEOOXIJHUM OKpEeMUM MIAXiJl, SIKU BUMAaraB OW BEJIMKOI KUTBKOCTI 4acy HJis
ajanTalli mporpaMHOTO Koay Ta rpadiuamx pecypciB. MoxmmBocti Unreal Engine
CYTTEBO 3a0MIa/PKYIOTh 4Yac Ta 3YCHLIS TelM-IIeBENIONEPiB, OCKIILKH B IPOIECI
BUKOPUCTAHHS HE TMOTPIOYIOTh pPO3POOKHM OKpPEeMHX BepCiii TpH A KOXKHOI
miarpopmu. Kpim Ttoro, Unreal Engine 3alesnedyye 3pydHi I1HCTPYMEHTH IS
ajanTaIlii irpoBHX 3aCTOCYHKIB MiJ pIi3HI €KpaHH Ta MPHUCTPOI, 3a0e3NMeUyrun
ONTUMAaBbHUHN TEUMIUICH Ta Bi3yaJlbHHUH JOCBiJ Ha PI3HUX MOOLTEHUX TMIPHCTPOSX.

[lle onniero nepesaroto Unreal Engine € ioro motyxuuii rpaiuHuii 1BUTYH.
3aBaskHu BUCOKOsKICHIN rpadimi ta aetamizaiii, Unreal Engine mo3Bosisie ctBoproBaru
Bpakarodi BI3yaJdbHI €(EKTH, pEATICTHYHI CBITH Ta BIPTyaJdbHy peaJbHICTb,

BpPaxOBYIOUH TIPH IIHOMY araparHi 0OMEXeHHS KOKHOI 3 IIaTgopM Ta MPONOHYIOUN
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IHCTpYMEHTH [IJI1 TIEPBUHHOI omnTuMizamii rpadiuHoro koHTeHTy. lle ocoGmmBo
BXKJIMBO JJIsl MOOUTHHUX ITPOBUX 3aCTOCYHKIB, OCKIJIbKM BOHU CYTTEBO 3aJieXkKaTh BiJl
rpadgiyHOTO BpaXXCHHS, SKE CIPaBIAIOTh Ha TeHMepiB, Ta 3aBISIKH BiAMIHHOMY
BI3yaJbHOMY JOCBIly MOXYTb 3aJy4UTH OlJIbllIe KOPUCTyBadiB. Pazom 3 Tum, Baprto
3a3HAYMTH, 110 TIPH BCIA CBOIH 3pYYHOCTI Ta JOCTYITHOCTI y BUKOPUCTAHHI, MOOLIbHI
IrpOB1 3aCTOCYHKHM HE BOJIO/IIOTH TaKOKO MOTYXKHICTIO, SIK Hampukiaj HacTuibHI [1K
9H IrPOB1 KOHCOJI, III0 MOXE CYTTEBO OOMEXYBATH 1X 3aCTOCYBaHHS JIJISI CKJIQIHUX Ta
MacITaOHuX irop.

Unreal Engine Takok Ma€ MIMPOKHM CIEKTp BOYIOBAaHWUX IHCTPYMEHTIB Ta
(GyHKIIM, [0 NOJErmyrTh po3poO0Ky IrpOBUX 3aCTOCYHKIB It  MOOLIBHUX
wiatdopm. Hampukinaz, BiH Hafae JOCTYM 0 0ararboX rOTOBUX KOMIIOHEHTIB, TAKUX
AK cucTteMa (Pi3uKH, IITYYHUN 1HTEJEKT, aHIMallisl NepcoHaxiB Ta Oarato iHmoro. Le
T03BOJISIE PO3POOHUKAM €(EKTHBHO BHKOPHUCTOBYBATH TOTOBI PIIICHHS 1 CKOPOYYE
qac, MOTPIOHUM Il PO3POOKH TPH.

Kpim Toro, Unreal Engine Mae akTUBHY CHUIBHOTY pO3POOHHKIB, IO
3a0e3nevyye MIATPUMKY Ta OOMIH 3HaHHSAMH. PO3pOOHUKHM MOXKYTh 3BEPTAaTUChH [0
dbopymiB, mokyMmeHramii Ta pecypciB Unreal Engine, mo6 orpumaru momomory Ta
nopajgy BiJ JOCBITYeHHX Kojer. lle cTuMynioe NpOAyKTHBHY CHIBIpalio Ta
KoJ1aboparlito, J03BOJISIE pO3POOHMKAM BUPILIYBAaTH MPOOJIEMH, SIKI BUHUKAIOTH Mij
Yac MOopTyBaHHs IrPOBUX 3aCTOCYHKIB HAa MOOLIbHI TIaTGOPMHU.

Takox Bapto 3a3Haumtd, mo Unreal Engine Hamae po3poOHWKAM 3pydHi
THCTPYMEHTH JIJIsI TECTYBaHHS Ta HAJATrOJDKEHHS ITPOBHX 3aCTOCYHKIB Ha MOOUTbHHUX
npuctposix. Lle no3Bosisie eeKTUBHO MepeBIPATH (PYHKIIOHATIBHICTh ITPH, & TaKOXK
ONTHUMI3YBaTH HOro mij pi3HiI MOOUIBHI MIaT(GOPMHU.

3aranom, Bukopuctands Unreal Engine miis mopTyBaHHS irpOBUX 3aCTOCYHKIB
Ha MOOUTRHI TuIaTGopMu Mae 3Ha4yHI mepeBaru. KpocmmargopmeHHICTh, MOTYKHUN
rpadiuHuil OBUTYH, BOY/ZOBaHI IHCTPYMEHTHM Ta aKTHBHA CILIBHOTAa pPO3POOHUKIB
pobnsaTe Unreal Engine mpuBaObauBUM 711 PO3POOKH SKICHUX ITPOBHUX TPOCKTIB IS

MOOUTHPHUX MPUCTPOIB [15].
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Buxopucrannas Unreal Engine mo3Bosie reiiM-eBesionepamM 30CepeIuTUCh Ha
TBOPUOMY TPOIIECI Ta CTBOPEHHI 3aXOILIIOIUOTO ITPOBOTO JTOCBIAY I MOOUIBHUX
kopuctyBadiB. Came 3 X MPUYWH JJIT BUKOHAHHS 3aBJaHb KBaJli(ikamiifHoi podoTH

OyB oOpaHuii el pyIii.
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PO311J1 3. TPOLHEC ITOPTYBAHHSA ITPOBOI'O 3ACTOCYHKY HA
MOBUIBHI IIVTIAT®OPMH 3 BUKOPUCTAHHAM UNREAL ENGINE

3.1 HanamryBanuss ™MoOuUIbHMX mpucTpoiB 3 OC Android pus

BHKOPHUCTAHHS B PeKUMi PO3poOHUKA

Y mpoMy po3aiT JAeTanbHO MPOaHAI30BaHO MPOIEC HATAIITYBAHHS IPHUCTPOIB
3 OC Android mis po3poOku irpoBuX 3acToCyHKIB y cepenouii Unreal Engine.

Jlnst ycmimmHOT poOOTH 3 MOOUTBHUM TPHCTPOEM, IIepIie, 0 HEOoOXigHO
3po0UTH, 1€ YBIMKHYTH PEXUM po3poOHUKa, YBIMKHYTH USB-HanaromxeHss,
BctaHoBUTH Android Debug Bridge (ADB) Ha nepcoHanbHOMY KOMM'TOTEpl Ta
MEePEKOHATHUCh, 10 MPUCTPIN Baanocs miakaountu 10 ADB [16].

Icaye Ge3niu pi3HOMAHITHUX MOJENICH Ta BUPOOHHKIB MOOUTBHHMX MPHUCTPOIB,
TOMY KOHKPETHI Ha3BM MEHIO UM iX MiCII€3HaXOKEHHS MOXYTh BiIPI3HATHCS, OHAK
y JaHii 1HCTPYKLIi ONMHCAaHO MpOLEC Yy 3arajJibHUX TEpMiHAX, SKI MOBUHHI OyTH
CXOXXUMHU Ha BCiX cMapTdoHax.

1. VYBIMKHEHHS pEeKUMY PO3pOOHMKA:

— nepeiaith 10 «HanamryBanns» (Settings) Ha Baiomy Android npuctpof;

— MpOKpyTITh BHU3 1 3HaiaITh «IIpo Tenmedpon» (About Phone) ab6o «IlIpo
npuctpiii» (About Device);

— y upomy posniii 3HaiaiTe «Homep 30ymoBm» (Build Number) i kipka pasiB
IIBUJIKO HATUCHITh HAa HHOTO;

— TicAs JAEKITbKOX HATUCKaHb 3 SBUTHCSA TMOBIAOMIICHHS, IO PEXHUM
po3poOHUKa YBIMKHEHO (pUCYHOK 3.1);

2. YeimxHeHHs1 USB-HanaromxeHHs:

— TicJsa BBIMKHEHHS PSKHMY PO3POOHHKA TMOBEPHITHCS 10 TOJOBHOTO MEHIO
«HanamryBanHs;

— 3HaimiTh 1 BUOepiTh «Ommii po3pobHuka» (Developer Options) a6o

«CucremHi HamamrtyBaHHsD» (System Settings > Developer Options);
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3 @ 0w & 2357 .| 3 @ ¥ N 2358 % @O v ¥ & 3:59

Phone status i Settings Q =  Developer options
ALL SUPPORT On

@ Languages & input

Debugging
English (United States)

USB debugging
Debug mode when USB is connected

 +

Backup & reset

Revoke USB debugging authorizations

Bug report shortcut
ow a button in the power menu for taking a bug
feport

Select mock location app
No mock location app set

: . System
Android version .

7.1
Date & time
GMT-04:00 Eastern Daylight Time

-

Accessibility

- Printing

0 print jobs Enable view attribute inspection

Select debug app
No debug application set

{} Developer options

Build number
NOF26VY

@ About phone
Android 7.1.1

Pucynox 3.1 — Ilpomec yBIMKHEHHS peKUMY PO3pOOHHKA

— y mpoMy posaini 3Hainith «USB-namaromkenns» (USB Debugging) i
BCTAHOBITh OT0 B MOJIO’KEeHHA « YBIMKHEHO» (Enabled);

—  TpH TAKITIOYEHHI MPUCTPOIO 10 KoMir'iorepa depe3 USB kabenn, Oyme
HaJIaHO 3allUT Ha JA03BLUI HajarokeHHs yepe3 USB, sikuit HeoOX11HO MiATBEPAUTH;

3. Bcranosnenns Android Debug Bridge (ADB):

— 3aBaHTaxte Android SDK Platform Tools 3 ogiuiiinoro caiity po3poOHUKIB

Android (URL: https://developer.android.com/studio/releases/platform-tools);

— po3apxiByiiTe 3aBaHTaXEHUH apxXiB Ha BallOMy [EPCOHAJIBLHOMY
KOMII'IOTEPi B 3pyYHE MICIIC;

— JodaiTe NUIIX 10 po3apxiBoBaHoi manku 3 ADB mo 3MiHHOI cepemoBuIa
PATH Bamoi OC. lle no3BonuTh BUKIMKATH KoMaHIy ADB 3 Oynp-sikoi manku y
KOMaH/JIHOMY PSIKY;

4. TlepeBipka migKIIFOYEHHS TPUCTPOrO 10 ADB:

—  mAKmodiTh cBii Android mpucTpiii 10 MEpCOHAIBLHOTO KOMIT'FOTepa 3a

nonomororo USB kabero;
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— Bigkpuiite koMmaHmHuid psgok  (Command Prompt) Ha  Bamomy

MePCOHANBHOMY KOMIT'IOTEP1 (pUCyHOK 3.2);

Edit environment variable

CAWINDOWS\System32\WindowsPowerShellvT 0\ @ New
Y Control Panel i
2 i tind L CAWINDOWS\System3z\OpenssHy
Ci\Users\stef4\ AppDate) LocalJetBrains\Toolbox\ scripts Edit
2; CAONS.15.24msvc2019_64
W e v CAQHS.15.2\mevc2019_64 i\ cake Browse..
= it environment varisbles for your account C\GA\Tool=\Chake. 5\bin
5 Edit the system environment variables
CAQHS.15.24msvc2019 64\lib Delete

CAON5.15.2msvc2019_64\bin

@) 5earch Windows Help and Support for "environmgnt”

Ci\Users\stef8\AppData\Local\AndroidiSdkiplatform-tools
C:\Program Files (x86)\Wolfram ResearchtWolframScript\ Move Up
Ci\Program Files (x86)\dotnet

Computer Name: Hardware  Advanced | System Protectio}  Hemots User variables for stefd C\Program Files\dotnet\ Move Down
3 C:\Program Files\Giticmdl
You must be loaged on a5 an Administrator to make most offthese changes Mol Value O Pratiarm Bl AR,
OneDrive C\Usershstef4\OneDriv i ) ;
Performance c Edit text...
Visual effects, processor scheduling, memory usage, and vitual memor JhElieCahsumer CllemiateiOnblg CAP Filec\d Mbi
i it i Path Ci\Users\stef4\AppDat, C‘\p’cg'am F‘IES\\ °’;ygi" o
v QT_DEVICE_PIXEL_RATIO auto c‘\ ‘:ngr;am\:s‘"”};”
= TEMP CAUsers\stef4\AppDat; c”; o ”""‘F Iy“i';‘”AME S
User Profiles ™P Ci\Users\stef\AppDaty AProgmm biies) A \runtime\wing
C:\Program Files\MATLAB\R2021h\bin

Desktop settings related to your signin

- / oK Cancel

st i ey System variables /
System startup, system failure, and debuaging information Viciitie =
OculusBase Ch\Program Files\Oculus,
<l é}ms Windows_NT
i | Path C:\Program Files\Oculus\Support\oculus-runtime;C:\watghm-1.3\... |
& Environment Variables. PATHEXT COM; B,
PROCESSOR_ARCHITECTURE  AMD&4
PROCESSOR_IDENTIFIER AMDG4 Family 23 Mo
oK Cancel Apply PROCESSOR LEVEL 23

Delete

OK Cancel

Pucynoxk 3.2 — Ilpouec nomxaBanus inctpymeHTiB ADB 1o cuctemuoi 3minnoi PATH

— BBeqiTh komaHay «Adb Devicesy 1 HatucHiTh Enter (pucynok 3.3);
— SKIIO BCE MPOWIILIO YCIIIHO, MMOBUHEH 3 SBUTUCS CIMCOK MiIKITIOYCHUX

MpUCTPOIB, BKItoyarouu Bail Android npuctpiit.

CAWINDOW Shsystem32\emd.exe

Pucynoxk 3.3 — Ilpukinan BigoOpakeHHs IPaBUIbHO HAJIAIITOBAHOTO MPUCTPOIO

3aBISKM HaJAIITyBAHHIO pEeXHMY po3poOHuKka, USB-HamaromkeHHst Ta
BCTaHOBICHHIO ADB Ha KOHKpPETHOMY IE€pCOHAJIbHOMY KOMI'IOTEpi, KOPHCTYBad

3MOXKE 1HCTAJIIOBAaTH CBIM ITPOBUN 3aCTOCYHOK Ha MPUCTPIM, HEe MyOdiKyrouu HOro B
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Google Play Store, a Takok MaTh MOXKJIUBICTh jJcOakuTh (aHmt. Debugging — momyk
HECMPaBHOCTEH B IIporpami) CBii 10AaTOK, MaTH JOCTYII O CTATUCTUKU Ta JOriB. Bci
BHINIC3a3HAYEHI KPOKH HEOOXIJHI KOKHOMY pPO3POOHHKY, SKHH CTBOPIOE IrpOBi

3aCTOCYHKH JUIs1 MOOUTbHUX ITpucTpoiB Ha OC Android.

3.2 HanamryBanusi cepenoBuma Unreal Engine anasi po3podku min

OC Android

Jlnst eheKTUBHOT pO3pOOKH ITPOBHX 3aCTOCYHKIB JIJIT MOOITRHUX MPHUCTPOIB 3
OC Android 3 Bukopucranusim cepepoBumia Unreal Engine, HeoOXiTHO MpOBECTH
HaJaIITyBaHHS IUISAXIB JO TPhOX OCHOBHUX KOMIIOHEHTIB: Software Development Kit
(SDK), Native Development Kit (NDK) ta Java Development Kit (JDK). Koxen 3
IIMX KOMIIOHCHTIB Ma€ CBOIO (PYHKI[IOHAIBHICTh Ta BaXJIMBHUH BHECOK Y MPOIEC
po3pobOKu irpoBux 3actocyHkiB mig OC Android.

1. SDK (Software Development Kit) [17, 18]: € HaGopoM IHCTPYMEHTIB,
0i0mioTek Ta pecypciB, SKI HajnawTbesd komnaHiero Google st po3poOku
nporpamuoro 3abe3nedeHnss mig OC Android. Bin Bkimowae B cebe pizHi API
(Application Programming Interface), mokymeHTarito Ta 3acoOu ajisi CTBOPEHHS,
TECTyBaHHs Ta BLAJAaromkeHHs mnporpam mig miarpopmy Android. SDK nHanmae
pO3pOOHUKAM JOCTYNl 10 (PYHKI[IOHAJBHUX MOMIIMBOCTEH MNPHUCTPOIB, TAKHX SIK
eKpaH, Kamepa, CeHCopH Ta Oararo iHmoro. Beranosnenus msxy 10 Android SDK y
cepenoBumi  Unreal Engine mo3Bomsie  po3poOHWKAM BUKOPHCTOBYBaTH  BCI
MOXJIMBOCTI Android-muat¢opMu pu CTBOPEHHI IFPOBUX 3aCTOCYHKIB.

2. NDK (Native Development Kit) [18, 19]: € nHabopom 1HCTpyMEHTIB, SKi
J03BOJISIIOTh  PO3POOHMKAM BHUKOPUCTOBYBaTH MOBy C++ Ui HamuMcaHHS YacTHHU
nporpamuoro 3aoesredeHus migq OC Android. Y po3poOiii irpoBHX 3aCTOCYHKIB II€
0COOJIMBO KOPHMCHO, OCKUIBKM JesKI YaCTMHM TpPU MOXYTh OyTH ONTHMI30BaHi
NUISIXOM HarmcaHHs BUcokoedekTuBHOTO CH++ komy. NDK 3abe3nedye MOKIMBICTH
BHUKOPUCTOBYBAaTH HU3BKOPIBHEB1 (PYHKIIii, B3aEMOIISATH 31 CTOPOHHIMHU 010J110TeKaMU

Ta BUKOHYBATH 1HIII OIeparii, siki MOXyTh OyTH CKJIaHim abo HEJOCTYITHI B MOBI
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Java a6o Kotlin. Bcranosnenns numixy mo Android NDK y cepemopmmii Unreal
Engine no3Bossie po3poOHMKAM BUKOPUCTOBYBaTd MOBY C++ Juisi CTBOpEHHS
ONTHMi30BaHOTO KOy Ta 3a0€3MeYNTH BUCOKY MTPOIYKTHUBHICTh ITPOBUX 3aCTOCYHKIB.

3. JDK (Java Development Kit) [17-19]: € HabopoM IHCTPYMEHTIB MJisi
pO3po0KHM TporpamMHoOro 3adesredeHHs Ha MoOBiI Java. Bin mictuth Java Runtime
Environment (JRE), komninarop Java, 610110TeKH Ta 1HII YTHIITHA, HEOOXIAHI JUIs
pO3po0OKM 1 BUKOHAHHS TporpaMm Ha MoBi Java. JDK BHKOpHCTOBYETBCS B po3poOiIi
niu OC Android nns wanucanHs kogy Ha MoBi Java ab6o Kotlin, po3poOku
KOPHCTYBAallbKOTO iHTepdelicy Ta B3aeMoail 3 pi3HUMH (QYHKIISMH TIaTGopMu
Android. Bcranosnenns nuisixy no JDK y cepemoBumii Unreal Engine mo3Bossie
po3poOHHMKaM  BUKOpHCTOByBaTM MoBY Java ab6o Kotlin gus  po3poOku
(YHKIIIOHAJIBHOCTI IrPOBUX 3aCTOCYHKIB Ta B3aemonii 3 Android API.

HanmamryBanas nusixie 7o SDK, NDK Ta JDK y cepemoBumi Unreal Engine
N03BOJIsie  3a0€3MeUuTH MpaBWIbHY 1HTerpamiro 3 1argopmoro Android Ta
BUKOPHUCTOBYBaTH BCl 1i (PYHKIIOHAJbHI MOMJIMBOCTI MiJ] 4Yac po3poOKU 1irop.
Po3poOHukn oTpuMyIOTH AOCTYyn 10 pi3HOMaHITHHX API, MOXIHMBICTH mucaTw
ONTHMIi30BaHMI KOJa Ha MOBI C++ Ta BUKOPHCTOBYBaTH Pi3HOMaHITHI (yHKIIi Java
a6o Kotlin ansa peanizaiii nOTyHOTO Ta BPa)karo4yoro JOCBIY TPy Ha MOOLIbHUX
npuctposix nig ynpasiiHaiM OC Android.

Po3riisiHeMO OCHOBHI KpOKH, sIKi HEOOXiJHO BHKOHATH [JIsI HAJAIITyBaHHS
cepenosuma Unreal Engine mis po3po6ku mig OC Android:

1. BcranoBnenns Android Studio:

— 3aBaHtaxte Android Studio 3 odimiitHoro Be6-caiity po3pooHukiB Android;

— 3amycCTITh IHCTANSAUIAHUN (ailm Ta JOTpUMYHTECh I1HCTPYKLIA ISt
BCTaHOBJICHHS;

— TMa Yac TpOIecy BCTAHOBICHHS TIEPEKOHAWTECS, IO BCTAHOBIIOETE
Android Studio 3a nuisixom 3a 3amoBuyBaHHSM (pucyHok 3.4). Lle no3Bonute Unreal

Engine aBroMaTnyHO 3HAWTH pO3TaNTyBaHHS HEOOX1THUX (haiiiIiB;



® Android Studio Setup Wizard — O X

command line.

Pucynox 3.4 — BikHO 3aBepIeHHs 1HCTAJIALI, /16 HEOOX1THO TIEPEBIPUTH 1110 ITUISIXH

o0OpaHi 3a 3aMOBUYBaHHIM

Bceranosnenns Android SDK Command-line Tools:

— micas yemimHoi yctaHoBkH Android Studio HEOOXiHO 3aIyCTUTH HOTO Ta
MIepEerTH 10 MEHIO HalalmTyBaHb (Settings);

— Y MEHIO HaJaITyBaHb 3HaKAITh MyHKT SDK Manager;

— y BikHi SDK Manager nepeiinite Ha BkIaaky «SDK Toolsy;

— mnepekoHairecs, mo «Android SDK Command-line Tools» BuOpano s
YCTAHOBKH (PUCYHOK 3.5);

— HartucHITE «Apply» a6o «OKy», mob moyaTw mporec 3aBaHTaKCHHS Ta

BcranoBieHHss Command-line Tools.
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Settings for New Projects X

Appearance & Behavior > System Settings > Android SDK

Vv Appearance & Behavior

Keymap

» Editor
Plugins

» Build, Execution, Deployment
Kotlin

» Tools

Pucynok 3.5 — Ipukian npaBuiabHO 00paHuXx iHCTpyMeHTiB SDK

HanamryBanns Unreal Engine:

— 3aiaite 1o nanku iHctanainii Unreal Engine Ha BamoMy KoMIm'roTepi;

— Bigkpwiite manky «Engine/Extras/Androidy;

— 3aJIe)KHO B1JI OINepamiiHoi cucTeMu, BUKoHauTe (aitn «SetupAndroid.baty
(mma  OC Windows), «SetupAndroid.command» (g1t OC macOS) abo
«SetupAndroid.sh» (aya OC Linux);

— TIel CKPHIT 3allyCTUTh Tporiec HajamrtyBaHHS Android cepemoBuina mis
Unreal Engine;

2. HanamrryBanns usxiB 10 SDK, NDK ta JDK B Unreal Engine:

— 3amycTiTh Unreal Engine Ha Bammomy KoMm'toTepi;

— 'y BepxHboMy MeHIO BHOepiTh «Edity (PemaryBatn) ta mepeilmite 10
«Project Settings» (HanamryBaHHs MpOEKTY);

— 'y BikHI «Project Settings» BuOepith «Platforms» (Ilmatrgopmu), a morim

«Android SDKy;
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— BCTaHOBITH HIIAX 10 BcranosiaeHoro Android SDK, NDK ta JDK. Android
SDK Bkazye Ha manky, Jjde BcraHoBieHo Android SDK  (manpukian,
«C:/Android/sdk»). NDK Ta JDK Bka3yroTh Ha mamnku, jae¢ BcraHoBieHo Android
NDK Tta Java Development Kit BianoBigHo;

—  30epexKiTh 3MIHH.

u

Sandbox

Search Details
Platforms «Platforms - Android SDK
A oid attir r Android SDKE (for all projects)

4 SDKConfig

J arrod 31 ]

android-21

Pucynoxk 3.6 — IIpuknan npaBuinbHO 3anoBHEeHUX HanamryBanb SDK, NDK,

JDK pymiis

HanmamryBannas cepenouina Unreal Engine mns po3poOku mig OC Android
BKJIfouae B cebe BcraHoBieHHA Android Studio, 3aBanTaxkenHs Android SDK
Command-line Tools Ta HanamtyBanus nuisaxiB 1o SDK, NDK Tta JDK. Ile no3Bossie
Unreal Engine kopekTHO B3aemojiatu 3 Android-miardopmoro Ta 3a0e3mneuye
MO>KJIUBICTB PO3POOKH IrPOBUX 3aCTOCYHKIB JIsl MOOLJIBHUX TTPUCTPOIB.

3a3HauMMO, MO0 TOYHI KPOKM HAJAINTYBAaHHS MOXYTh IICBHHM YHHOM
BIJIPI3HATHCA B 3a1ekHOCTI BiJ Bepcii Android Studio, Unreal Engine Ta onepaniiinoi
CUCTEMHU.

PexomeHy€eThCSI BUKOPHCTOBYBAaTH OQIIIHHY JTOKyMEHTAIIF0 Ta IT0CIOHHKH,
HajaHl po3pooHukamu Android Ta Unreal Engine, myisi oTpumaHHs JOKJIaJHHUX

THCTPYKITIH.
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3.3 3anyck irpoBoOro 3aCTOCYHKY Ta aHAJi3 HAABHUX NPo0IeM

[Tepmuit 3amyck IrpoBOro 3aCTOCYHKY BAABCA HE oOapasy, 1 MiCIad ycix
HaJIaITYBaHb CEPEJOBHINA Ta pylIis, Npu crpobi iHcTanAwii Oyjgo OTpUMaHO

MOMUJIKY, 300pakeHy Ha pucyHKy 3.7. Lle moB’s13aH0 3 HenaBHIMH OHOBIIEHHAMU OC

\WORKSPACE_UE4\SimpleShooter\Builds\Android ETC2>C: rs/stef4/AppData/Local/Android/Sdk\platfo
db.exe install SimpleShooter-armé4.apk
Performing Streamed Install
adb: failed to install SimpleShooter-arm64.apk: Failure [INSTALL_PARSE_FAILED f MALFORMED:

Failed parse during installPackagel daka/'app vmd1233278478. tmmbaw M
e #52): com.epicgames.ue4.SplashActivity: Targeting S+ (version 31 and above) requires that an exp
licit value for android:exported be defmed when intent filters are present]

Pucynok 3.7 — ITomuika iHCTAJIAIIT 3aCTOCYHKY OJIpasy IICIs 3aBEPIICHHS

HaJIallITYBaHb

Android, ockinbku nounHaroun 3 11 Bepcii Android B Manifest File mns
KOXKHOTo Tery <Activity> HeoOxiHO mpomnucatu arpuOyT android:exported=«true»

(pucyHOK 3.8).

Pucynoxk 3.8 — 3MiHN y BUXITHOMY KOJIi PYIIIis TSI MOYKIMBOCTI 1HCTAIISAIIIT

JOAATKY
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Ha Taky momunky He po3paxoByBaja kommadis Epic Games, ToMy HISKUX
OpOrpaMHHUX pIllleHb JUIS BHUpIMIEHHS 1€l mpoOiaeMu Ui KOpUCTyBada He
nependavyanoch, BigTak HeoOXigHO OysI0 BigpenaryBaTv BUXITHUN KOI pymmis. A came
B (aitmi UEDeployAndroid.cs, B metoni GenerateManifest. Ilicis mporo irpoBuit
3aCTOCYHOK BCTAaHOBHBCS Ta M0YAB 3aBaHTAKyBATHUCh.

[1ix yac mepioro 3amycKy irpoBoro 3actocyHky B cepenoBuili Unreal Engine
OyJ10 TTOMIYeHO AYy)K€ HU3bKY YacTOTy KajpiB, a came O6mau3bko 15 FPS (anmm. xaap 3a
CeKYHIy), IO MOXXE HETraTMBHO BIUIMHYTH Ha IUJIABHICTh Ta BIAYYTTS TIpHU
(pucynok 3.10). Jlns oTpuMaHHS TOYHHMX BHMIPIOBaHb 4YacTOTH KaJpiB Oyla
BUKOpPUCTaHa KOHCOJIbHA KoMaHfa «stat FPSy (pucynok 3.9). 1ls xomanaa n03BoJise
BiloOpaxatu iHQopmalito npo yactory kaapiB (Frames Per Second) mpsimo Ha
expani rpu. 1106 akTHBYyBaTH 110 KOMaH]y, HEOOX1THO KJIIKHYTH IO €KpaHy ojpa3y

J0THPpMaA MMaJIbLAMHA.

Console Window - Enter Command

[Available texture formats: ASTC, ETC2]

E -

Ok Cancel

Pucynox 3.9 — JlemoHcTpartis BiqoOpaXeHHs BiKHA BBEJICHHS KOHCOJIBHUX KOMAaH/T

[Tin yac mepmoi cpoOu 3amycKy IrPOBOTO 3aCTOCYHKY OyJI0 MOMIYEHO, IIO0
TOJIOBHUH TepcoHaX He Moke crpiiatu (pucyHok 3.10). I{s mpoGiiema BHHHKIA
gyepes Te, Mo iHTepdeiic 3a 3aMOBUYBaHHAM HE MepeadadaB MOKIMBOCTI CTPLIATH, a

JIMIIIC HaJaBaB ﬂ)KOﬁCTHKH IJI1 KCPYBAHHA KaMCPOTO Ta HepeMiH_IeHHSIM IMCPCOHAKY.
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Jlist BupiteHHs 11i€i mpoojeMu HeoOX1THO BHECTH 3MIHM B iHTEpdelc rpu Ta
J0IaTH €NIEMEHT KepyBaHHS CTpiinp0Ooro. Hampukian, MoXHA pO3MICTHUTH KHOIKY
«CTpinaTi» Ha €KpaHi ITPOBOTO 3aCTOCYHKY, Sika Oy/le aKTHBYBaTH BiATOBIIHY

(YHKIIIO y TOJIOBHOTO NIEPCOHAXA.

Pucynok 3.10 — JlemoHcTpaIlisi HU3bKOi YaCTOTH KaJpiB, Ta BIJICYTHOCTI KHOKU

CCTPUTATH» Y «CTPUOATH

AHani3yroud OTpUMaHi MPoOJeMHU TiJ Yac MEepIIoi CIpoOU 3almycKy irpoBOTo
3aCTOCYHKY, BQXXJIMBO 3BEPHYTHM YBary Ha OITHUMI3AIl0 YacTOTU KaJpiB JUIs
3a0e31eUYeHHs TUIAaBHOCTI TPH Ta BYACHOTO BHSIBJICHHS Ta BUPIMICHHS TpoOieM 3
iHTepdeiicom, MO0 MOXKYTh OOMEXYBaTH (PYHKIIOHAJBHICTh TOJOBHOTO INEPCOHAXKA.
i KpoKH JOMOMOXKYTh IMOKPALIUTH BPa)KEHHSI KOPUCTYBauiB BiJ] IpU Ta 3a0€3MEeUUTH

il O1IBIII TAPMOHIIHY Ta 3pY4YHY FeiMIUIEHHY TUHAMIKY.
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PO3I1T 4. OIITUMIBALIA ITPOBOI'O 3ACTOCYHKY IIILJ
MOBUIBHI INIAT®OPMH

4.1 Ilpogaiiaiar rpu Ta BHU3HAYeHHs OOTJHEKIB 4Yepe3 BHKOPHCTAHHA

npodaiepa

VY reiimM-po3pobmi Ta omTuMizarii irop TepMmid «OoTmHek» (aHrI. Bottleneck)
BUKOPUCTOBYETHCS 711 MO3HAYEHHSI OOMEKEHHs1 a0 CadKoro Micus, sIKe TallbMye
IIBUJIKOJIIFO CUCTeMU. BUSBIICHHS Ta BHpPINICHHS OOTIIHEKIB € Ba)KIIMBOIO 3a/1a4CIO
MU ONTUMI3ALi]l IFPOBOTO 3aCTOCYHKY I TOCATHEHHS Kpalloi MPOJYKTHUBHOCTI Ta
MJIaBHOCTI FeMMILIEIO.

[IpodaitniHr € mpoluecoM aHami3zy IrPpOBOTO 3aCTOCYHKY 3 METOI0 BUSBICHHS
npoOJIeMHUX JUISHOK Koay abo pecypciB, SKi CIOPUYUHSIOTH HE3aJ0BUIBHY
npoayktuBHicts [20, 21]. Hdna 3aiiicHeHHS NOpo¢aiiliHry BHKOPHCTOBYIOTHCS
cHeliajbHl THCTPYMEHTH, Takl K npodaiiepu, Kl JO3BOJSAIOTH BUMIPIOBAaTH Ta
aHai3yBaTU pI3HI aClEKTU TPH, TaKl SIK 4yaC BUKOHAHHA (DYHKUIN, BUKOPHUCTAHHS
maM'siTi, 9acToTa KaapiB TOMIO.

VY cepenosuii Unreal Engine nqocTynHi pi3Hi IHCTPYMEHTH NpogaiiIiHry, Taki
ak  «Unreal Insights» Ta «Stat System», skl J03BOJSIOTH BIJCTEXYBaTH Ta
aHai3yBaTH PI3HI NMapaMeTpu Ipu AJs BusBiIeHHS O0TiHEKiB. Kpim Ttoro, y Android
Studio Takoxx € iHCTpyMeHTH npodaiiminry, Taki sk «Android Profiler», sxi
JI03BOJISIIOTH BIJICTEKYBaTH pOOOTY J0AaTKa Ha MOOLITEHOMY IPUCTPOI.

Jliis 3060py cratuctuku B rpi Unreal Engine MojkHa BUKOPUCTOBYBAaTH KOMaHIY
«stat StartFile», sxa 3anmucye craructuky y ¢aitn. Ls craructuka 30epiraerbest y
dbopmari «.uedstatsy Ta MICTUTH iH(MOPMAIliF0O TTPO Yac BHUKOHAHHS Pi3HHUX (YHKIIIH,
BHUKOPUCTAHHS IMaM'sITi Ta 1HII MTOKAa3HUKW TTPOyKTUBHOCTI.

JUis aHamizy LMX JaHUX MOXKHA BUKOPUCTOBYBaTH IHCTPYMEHT «Session
Frontend», sikuit Hamae rpadiuauil iHTepdeic 111 po30opy Ta aHATI3y CTAaTUCTUKH 31

30epexenux (aitmi. B Session Frontend moctymHi pi3Hi BikHA, Taki sk «Timing
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Graph», «Memory Graph», «CPU Graph» Ta iHII, $Ki J03BOJSIIOTH JAETAIBHO
BHUBYHUTH IMOKA3HUKHU MPOAYKTUBHOCTI TPU Ta 3HAUTH MOXKIIUB1 OOTITHEKH.

Opnnak kpamoro ansrepHatuBoro € Unreal Insights, e momarok, mo HagaeTbes
pyIIieM, OdHAK 3allyCKAaeThCs OKpeMo BiJ Hboro. Ha BimMiny Big Session Frontend,
JaHUI IHCTPYMEHT 30Mpa€ CTaTUCTUKY B PEKKMMI PEaIbHOTO 4acy, a He 30epirae ii B
(haiisr Ha TPUCTPOT, a TAKOXK HAJIa€ OLIBIT PO3TOPHYTY 1H(POPMAILIIFO TIPO CTaH IrPOBOTO
3aCTOCYHKY. B mogasnpimomy Oy/ie BUKOPUCTOBYBATUCH JIUIIIE 1IEH 1HCTPYMEHT.

Jlnst #ioro 3amycky HeoOXigHO 3aiTh B manky (moisx po pymis Ha [IK)
Engine\Binaries\Win64, Ta HatucHytu Ha (¢aiin Unreallnsights.exe. [lami,
BHKOPUCTOBYIOUYH 1HCTpyMEHT ADB HEoOXiTHO BBECTH TPHU KOMaH/IH, K MTOKa3aHO HA
puc. 4.1, nns HalamTyBaHHS MPHUCTPOIO Ta 3aIyCKy irpOBOTO 3aCTOCYHKY B PEXHUMI

300py aHAITHYHUX JaHUX.

C:\Users\stef4>adb.exe reverse tcp:1980 tcp:1980

C:\Users\stef4>adb shell setprop debug.ue4.commandline -tracehost=127.0.01

C:\Users\stef4>adb shell am start -n com.stef.SimpleShooter/com.epicgames.ued.GameActivity
Starting: Intent { cmp=com.stef.SimpleShooter/com.epicgames.ued.GameActivity }

Pucynok 4.1 — Komanau, HeoOXimHi 115 ipodaitmiary 3 monomororo Unreal Insights

[Ticns mporo Ha IIK, B camomy mpodaiisiepi HEOOXITHO 0OpaTH TEHEPIITHIO
ceciro, sika B KoyoHI «Status» Matmme 3HaueHHS «LIVE», mo o3Hadae mo 1e
aKTHBHA CECIs, a 3aIKC JTaHUX 3 MOIEePEIHIX 3aITyCKIB.

Y na"HoMy irpoBoMy 3acTOCYHKY OyJO MOMIYEHO, IO MPOIECOp MOCTIHHO
ouikye Ha rpadivuamii gin. Sk Moxkemo OaunmTH 3 puc. 4.2, Ha Render moTori OiabIny
YacTHHY 4acy npoiecop BukoHye 3aaaHHs « WaitUntilTasksComplete», 1mo BiacHe 1
no3Havyae odikyBanHs Ha GPU. Ile moxe cBimunTH mpo Te, mo rpadidyHa JyacTHHA €
OCHOBHOIO MPOOIEMOI0, siIKa OOMEXY€E MIBUAKONIIO TPU. AHANI3YIOUM CTAaTHCTUKY Ta
BHKOPUCTOBYIOUYH 1HCTPYMEHTH TpodaililiHTy, pO3pOOHUKH MOXKYTh 30CEPEIUTUCH Ha
onTumizauii rpadiyHUX pecypciB, aIrOPUTMIB PEHACPUHTY Ta 1HIIMX ACHEKTIB, 1100
MOKPAITUTH TPOAYKTHUBHICTP TpH Ta 3a0€3MECYUTH TUIABHUN TEUMIUICH IS

KOpPUCTYBA4iB.
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Pucynox 4.2 — Jlemoncrpariist mpoosiemu 3 ouikyBanHsM CPU Ha 3akinuenns nii GPU

4.2 OnTumizauis rpagiku Ta NPOrpaMHOro Koay

VY mnponeci ontumizamii rpadikd Ta MNPOTPaMHOrO KOAY, AJsL HOJIMIICHHS
MPOAYKTUBHOCTI IpU OyJIM BXKUTI HACTYTIHI KPOKHU:

1. 3mina nimeoBoi ardopmu 3 [1K Ha MOOLITBEHY:

Y wMeHo pemaryBanHs mnpoekry Unreal Engine, HeoOXigHO 3MIHHTH
HanamryBaHHs «Target Hardware» Ha moOuibHY muiatdopmy. Lle moBigomisie pyurii,
[0 OCHOBHOIO IUIaTOPMOIO 3alyCKy IrpOBOTO 3aCTOCYHKY Oyne MOOUIbHUIA
npuctpiii. Ha ocroBi mporo B Unreal Engine mpucyTHIi# psij onTuMizalii menaepis,
OCBITJICHHS Ta 1HIIMX PECYPCOEMHHX €JIEMEHTIB IrPOBOTO 3aCTOCYHKY. Takok 3MiHa
miargopmu nependayae BOyIOBaHY MEPEBIPKY Ha CYMICHICTh KOAY Ta TIpadiuHUX
00’€KTIB 3 MOOUJIBHUM IIPUCTPOEM.

2. Device Profile Configuration:

Device Profile (kondirypamis mpuctporo) € daitsiom KoHpiryparii, sSKwid

MICTUTh MMAPaMETPH, K1 HAOUPAIOTh YUHHOCTI B 3aJIEKHOCTI Bijl MPUCTPOIO, HA IKOMY
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samymieHa Tpa.  lleid  ¢aiim  po3TamoByEThCS 32  IUIAXOM — «IUIAX  J0
pyuuisi/Config/DefaultDeviceProfiles.ini». Bin m03Bossie HamamTyBaTH mnapameTpw,
TaKi SIK pO3JUJIbHA 37aTHICTh CKpaHy, PIBEHb JICTAJICH Ta 1HIII, JJIS PI3HUX MPUCTPOIB
Ha OCHOBI X MPOJYKTUBHOCTI.

[Tpu 3amycky rpu pymIid BU3HAUa€ JEsIKI BAXIIMBI TaHl PO MPHUCTPIH, TaKi SK:
BUpOOHUKA Ta Mojenb, Moaenb GPU ta CPU, 06’em onepaTtuBHOi mam’4Ti Ta 1H., 5K

MO)KHA Mo0aunTh Ha puc. 4.3.

4Project - Target Hardware
'L These settings are saved in DefaultEngine.ini, which is currently writable

4 Target Hardware

Dptimize project settings for: ’W\ -

Mobile / Tablet Maximum Quality

4 Pending Changes

There are no pending settings changes.

Pucynok 4.3 — Pesynbrar 3Minu Target Hardware Ha MoO11bHY T1aTGOpMy

Ha ocHOBI 1ux JaHuX pO3pOOHHUK Ma€ MOXJIMBICTH OOMpaTH KOHKPETHI
HaJIAINTYBaHHS IMBHJKOMII TpW B 3aJCKHOCTI BiJI TEBHOI TPYNMH IPHUCTPOIB,
HaWOlIpIIIa yBara 3BepTA€ThCS caMme Ha TrpadiuHuil nporecop. B pymii 3 camoro
MOYaTKy HasBHI MEBHI KOH(QIrypaiii 3a 3aMOBUYBAHHSIM, SIKI TOKa3yIOTh YyJOBHI
pe3yabTaT, OAHAK YacoM 3 ABJIETHCS MOTpeda 3MIHUTHU 3HAUEHHS NEBHUX 3MIHHHX,
a00 X pO3pOOHUK Ma€ MOXJIMBICTh BIPOBAJIUTH CBOI IapaMETPH Ta MOXKE 00MpaTH ix
3HA4YEeHHS B LIOMY K (paiiii.

VY Mexax naHoi poOOTH, Uil JTOCATHEHHS ONTHMAJIbHOT MPOAYKTUBHOCTI Ha
MOOUTBHUX TPUCTPOSAX, OYyJ0 3MIHEHO MAaKCHUMAallbHy PpO3AUIbHY 3[aTHICTb TI'pHU

nusixom  mojudikarii  3MiHHOT r.MobileContentScaleFactor nmms  mroGanmbHHX
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Kareropiii mpuctpois 3 HazBamu: «Android High», «Android Mid», «Android Low»

K 1I€ IOKa3aHo Ha puc. 4.4.

Pucynok 4.4 — Jloru 3 JaHMMU NPO MPUCTPIN HA IKOMY 3alyILIEHUH ITPOBUI 10AaTOK

i rpynu npucTpoiB HasIBHI 32 3aMOBYYBAHHSIM 1 BOHU CUMBOJII3YIOTh 3arajibHy
IIBUJIKOJIIF0 TTPUCTPOIO, YC1 MOJAJBIIN KaTeropii Ha OCHOBI TpadiyHOro siapa 1 Ti.
4acTO TIOCUJIAIOTHCS Ha HUX, 3al03WYyIOuM HaJAMTyBaHHS 3a MPUHIIUIIOM
HaCJiyBaHHSA, IO O3HAyYae, IO 3MiHA IapaMeTpy MaKCHMaJbHOI PO3AiabHOL
3aTHOCTI B LMX IpyMax, BIUIMHE HA yC1 HasIBHI MIATPYIA TPUCTPOIB.

3HMKEHHST MaKCUMAJIbHOI PO3AUIBHOI 3/1aTHOCTI JO3BOJISIE MPUCKOPUTH
IIBUJIKOJIIIO ITPOBOTO 3aCTOCYHKY dYepe3 Te, 1o rpadiyHoMy siapy HEoOX1aHO
00poOIATH MEHITy KUTBKICTh ITKCETiB, IO 3HAYHO 3MEHINYE 3arajJlbHUM dYac
«Penaepunry» xaapa.

3. 3MeHILIeHHs KIJIBKOCTI MOJIToHIB 3 BUkopucTtanHsiM LODs:

[Tomiron — 1e reoMeTpUYHUIN eJeMEHT, Akui Bu3Hadyae ¢Gopmy 3D-momeni.
KinpKicTh MOMITOHIB BIUIMBA€ Ha MPOIYKTUBHICTH TPH, OCKUILKH OLTbINA KUIBKICTH
TIOJIITOHIB BUMArae OuIbIIIe pecypciB I 00poOkH. K0 AeTanbHO OTISIHYTH iTPOBY
CIIEHY Ta MOAWBUTUCH MOKAa3HUKU rpadidyHUX 00’ €KTIB, TO MOXKHA MOMITUTH, IO B
CEepeIHbOMY Ha OJMH 00 ’€KT Mpumnajgae OMU3bKO KUIBKOX THUCSY MOJITOHIB, IO €

HAJITO BEJIMKOIO KiJIBKICTIO /TSI MOOITEHUX TPHUCTPOiB [21-23].
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JIJist XOpoTIoi MBUAKOIT PEKOMEHIY€EThCSI BUKOPUCTOBYBATH, TaK 3BaHi «Low-
Poly» monem. Low-Poly (anrn. HU3bKO TOMITOHANBHI) 00’€KTH — 1€ 00’ €KTH 5K 3
CaMOT0 IMOYaTKy CTBOPEHI 3 HU3BKOKO KUIBKICTIO TOJIITOHIB, 3 METOIO 3a0IIa/PKCHHS
pecypciB rpadiqHOro Ta MEHTPATBHOTO OOYMCITIOBAILHOTO Spa IO B CBOIO YEpTy

MOKpaIlly€ MPOIYKTUBHICTh INPOBOTO 3aCTOCYHKY [23].

[Android_Low DeviceProfile]
DeviceType=Android
BaseProfileName=Android
+CVars=r.MobileContentScaleFactor=0.4
; Scalability groups, see AndroidScalability.ini
+CVars=sg.ViewDistanceQuality=0
+CVars=sg.AntiAliasingQuality=0
+CVars=sg.ShadowQuality=0
+CVars=sg.PostProcessQuality=0
+CVars=sg.TextureQuality=0
+CVars=sg.EffectsQuality=0
+CVars=sg.FoliageQuality=0

[Android_Mid DeviceProfile]
DeviceType=Android
BaseProfileName=Android
+CVars=r.MobileContentScaleFactor=0.6
+CVars=sg.ViewDistanceQuality=1
+CVars=sg.AntiAliasingQuality=1
+CVars=sg.ShadowQuality=1
+CVars=sg.PostProcessQuality=1
+CVars=sg.TextureQuality=1
+CVars=sg.EffectsQuality=1
+CVars=sg.FoliageQuality=1

[Android_High DeviceProfile]
DeviceType=Android
BaseProfileName=Android
+CVars=sg.ViewDistanceQuality=2
+CVars=sg.AntiAliasingQuality=2
+CVars=sg.ShadowQuality=2
+CVars=sg.PostProcessQuality=2
+CVars=sg.TextureQuality=2
+CVars=sg.EffectsQuality=2
+CVars=sg.FoliageQuality=2
+CVars=r.MobileContentScaleFactor=0.75

Pucynok 4.5 — 3minu B (aitnr koHdiryparii pyis 1t 3SMEHIICHHS PO3A1IbHOT

31aTHOCTI

Jl1st Toro, o6 Hajatu 00’ €KTy MEBHUX JieTaliei, 30epiratoui HU3bKY KiJTbKICTh
TTOJITOHIB, BUKOPUCTOBYIOTHCS CIEIU(IYHI BUIA TEKCTYp, IO IMITYIOTh HasBHICTH
LUX JIeTajell, He Ha PiBHI reoMeTpii 00’ €KTa a Ha PiBHI HOro BiIOOpaXKeHHs HAa €KpaH,
110 € MEBHUM KOMIIPOMICOM MIX SIKICTIO 300paKE€HHS Ta IIBUIKICTIO HOro 0OpOoOKH.
OcCkUIbKM B HaUIOMy JIOAATKy YyCl MOJENl € BHUCOKONOJITOHAJIbHUMH, TO
3aCTOCOBYETHCS 1€ OfHA MeToauKa ontuMizaliii LOD.

LODs (piBHI pjeramizaiii) € TEXHIKOI, s5Ka JO3BOJISIE aBTOMAaTHYHO

B1I0Opa)kaTh MEHII JEeTajli30BaHl Bepcii mMojeneil mis BiananeHux o0'ektiB. ToOTO
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MOJIeNTl, Kl 3HAXOMATHhCS JaleKo Bij TpaBms 1 rpadidHi 0COOMMBOCTI SIKHX CTa€e
CKJIAJTHO PO3PI3HUTH, aBTOMATHYHO 3aMIHSIOTHCS MOMEPEAHBO 3aTOTOBJICHUMH MEHIII
JeTaTI30BAHUMH MOJICTISIMU 3 HIKYOIO KUTBKICTIO TIOJIITOHIB, IO TO3BOJISIE€ 3MEHIITUTH
3aBaHTaxeHicTh GPU, mnpakTMyHO HE WIKOASYM BI3yalbHIM SIKOCTI 1rPOBOTO
3actocyHky [18]. B Unreal Engine 1ie MmoxHa HajamTyBaTy 4epe3 MeHIo «Static Mesh
Settings» mozemni.

Y nmanomy mpoekTi OyJ0 BHUKOPHUCTAHO aBTOMAaTW4Hy TeHepariro LODs, mo6
CTBOPUTH MEHII JleTajii30BaHl Bepcli Mozenel 0e3 ydacti 3D-XynoxkHHKa, @ TaKOX
3pOOUTH IIe¢ B KOPOTKHM TepMiH. Pymiiii camMOCTIHHO 3a JOMOMOTOK0 BOYIOBaHHMX
anroputmiB ontumizye «Mesh» Mojeneil, Hamararouuch MakKCUMAJIbHO 30epiraru
opuriHaibHy (popMmy 00’€KTa, OIHAK MPUOMpPAOUYM MUIKI JeTalll, SKMX HE BUAHO Ha
BIJICTaHI.

OpHax 11e BUPINIYE JUIIE TIOJIOBUHY HAIol MpoOJIeMH, BiAaJICHI MOJEI Tenep
B1IOOpaKAIOTHCS 3 MEHIIOI0 KUIBKICTIO TOJITOHIB, OJHAK ONMXHI 00’€KTH JOCl
3aJIMIIAIOTBCS CKIaJHUMU A1 00poOku. Jyis BUpIIEHH]I LbOro Oyja BHUKOpPHCTaHA
MOXJIMBICTh BU3HaueHHs 3MiHHOT MinLOD nns koxkHoi 3 mnardopm. Ile go3Bosise
BCTAHOBIIIOBAaTH MiHIMaJbHUN PIBEHb AeTajizamii g Mojeled B 3alle’KHOCTI BiJl
margopmu. OCKUTBKU CTBOPUTH 3D-Monens st KOXKHOTO 3HA4YE€HHS BiJCTaH1 Bij
rpaBis 70 00’€KTa — HEMOXJIMBO, 3a3BMYail CTBOPIOETHCS JIMIIE HEBEJMKA iX
KUIbKICTh, ONMu3bko 4, nme 1-ii piBeHb jAeTamizaimii — Ii¢ HalOuLIbIl JeTajizoBaHa
MoJIelb, a 4-if — HalMeHI JieTanizoBana. [Ipu BimmanaeHi Bi 1€l MoJesi Ha IEBHUN
TOPIr BiICTaHi, piBEHB JeTaNi3allii aBTOMaTHYHO 30UTBITYETHCS.

HanamryBanust MinLOD  no3Bosisse  BH3HAUuUTH  MiHIMAJIbHUN  pIBEHb
neTtamizamii 1 UM OOMEXHTH BUKOPUCTAHHS MOJEJEH 3 BHUCOKOK KUIBKICTIO
TTOJTITOHIB Ta B1I0OPaKaTH JIMIIIE JIETKI JUTsl 0OOpOOKH rpadiqHUM SIAPOM MOJIEI.

Y Mexax MaHOTO 3aBJaHHS MiHIMAJIbHHM OyB oOpaHuid 3-Tili piBeHB, 5K
nokazaHo Ha pwuc.4.6. lle 30epirae OajnaHc MIX BTpPaTOK SKOCTI MOIENl Ta

MIBUJIKICTIO HOTO BUBOIY Ha €KpaH.
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Taxox BapTO 3ayBayKuTH, 110 HasamTyBanHa MinLOD moxHa BCTaHOBITIOBATH
JUTSL KOXKHOT TIIaTpOpMU OKPEMO, IO JIO3BOJISE€ MiATPUMYBATH OJIMH MPOEKT JJIst

PI3HUX TPUCTPOIB 1 MiAKpecoe KpoctuatdopmHui moxiuBocTi pymris Unreal Engine.

Do T
Default 4= Mobile 3¢

Default

Pucynok 4.6 — Jlemonctpariist 3MiHu HanamTyBaHHs MinLOD

BaxxnBo Bim3HAYUTH, 10 Ticas BOpoBapKeHHS 3MiH B LOD, Oynm momideHi
nesiki rpadiuni apredakTH, sIki BAHUKAIOTh K HACHiOK onTuMizaiii. OauH 3 Takux
apredakTiB MOXXHA MOOAYUTH Ha puc. 4.7, e BUIAHO MO CYCIIHI 00’ €KTH MiJIOTH HE

Ha OJHOMY PiBHI.

Pucynok 4.7 — Ilpukinaz rpagigyHoro apredaxry
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[ITo6 BumpaBuTH mi apTedakTH, HEOOXITHO CITIBIPAIFOBATH 3 KOMaHI0t0 3D-
XyJOXKHHUKIB, OCKUIbKH 11 MPOOJIEeMH HE MOXKYTh OyTH BHUpILIEHI Ha PiBHI PO3pOOHMKA
I'PH 1 HE BXOJISATh B TEMY JaHOi pOOOTH.

4. Ontumizans 3aBantaxenus CPU:

Xoya B JaHOMY IMPOEKTI mpobieM 13 3aBaHTaxkeHHssM CPU He BHHHUKIIO, BCE K
MOXKHA HaJIaTu JesK1 peKOMEHAAIli1 010 ONTHUMI3allli IbOTO aCIEKTY.

OCHOBHUMH JIKepelaMH HaBaHTaKEHHS Ha I[EHTPAJbHUN Mpolecop €
HACTYIHI: (P13UYHA CUMYJIALIS, IPOrPaBaHHS 3BYKiB Ta BUKOHAHHS IFPOBOTO KOTY.

1. Ina  omrumizamii  poOOTH  QI3MYHUX  CHUMYJIAIIl, PEKOMEHIYETHCS
BUKOPHUCTOBYBAaTH IMPOCTIIII MOJENI KOMi3li Ta 0OMeXyBaTH OOYMCIIEHHS (DI3MUHUX
e(eKTIB TUIbKH Ha 00'€KTax, sIKl iX MOTPEOyIOTh.

2. Ins onTumizauii poOOTH 3BYKY, MOXXHa BUKOPUCTOBYBaTH aCHHXPOHHE
3aBaHTA)XEHHS 3BYKOBHUX pPECYpCiB Ta IMOMNEpPENHE KeIIyBaHHA, 100 3MEHIINTH
3arparu CPU Ha 3aBaHTa)kK€HHS Ta BIATBOPEHHS 3BYKIB.

3. Jlyia MpUCKOpPEHHsSI KOAY B ITPOBIM 1HAYCTPiM iCHY€ Psii KOMIPOMICIB MIXK
TOYHICTIO Ta IIBHUJKICTIO O0uuCieHb. i mpukiany, XoTiiocs 6 MpoJeMOHCTpYBaTu
pimenHs po3poOHuKiB 3 kommaHii ID Software, ski cTBOpMIM BCECBITHBOBIJIOMY
OaratokopucTyBallbky rpy B xkaHpi «Shooter» Quake III Arena. [lanuii irpoBuit
3aCTOCYHOK OyB PpEBOJIOIIIEI0 Ha PHUHKY, OCKUIBKM 3alpONOHYBAaB PEBOJIOLINHY
akicte 3D rpadiku, ogHaK a7 LBOrO HEOOXIAHO OyJI0 ONTHUMI3YBaTH BEJIUKY
KUIBKICTh OOYHCIICHh SIKI 3aCTOCOBYBAIMCH I HEOOXIAHUX CHUMYJIAMIA Ta

B1IOOpa’keHHsI KapTUHKHU. PO3pOOHHMKM TPU 3MOTIIM BHHAWTH O1IBIN ONTHMAJILHUN

1
MCTO/ O6anYBaHH51 06epHeHoro KBaJIpaTHOT'O KOPCHA a CaMe _x Came 11€ 3HA4YCHHS

=

BHKOPUCTOBYBAJIOCH JIJII HOpMasTi3allii BEKTOpa, IO 3aCTOCOBYETHCS B PO3PAXYHKY
OCBITJICHHS Ta WOTO BIJOUTTS BiJ] TOBEPXOHb.

TorouacHi koMI’IOTepH Majie MEBHI TPYTHOIN 3 OOYHCICHHSM KBaJPaTHOTO
KOPEHsI, OCKUJIBKHM II€ BUMAarajio BEJIUKOI KIJTBKOCTI OmNepaliiil JiJIeHHS, TOX BOHU
BHKOPHUCTAJIN HACTYITHHH aJITOPUTM:

— IHTepHpeTyBaJu YUCIIO 3 PYXOMOIO KOMOKO y BUIJIAII L1JIOTO YUCIIA, 110 A€

rpyoe HaOMMKeHHS KBaJIPaTHOTO JIoTaprudmy;
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. 1 1
—  BHUKOPHUCTAJIN TOTOXKHICTH log, (—) == log, x

Jx

— BUKOHAJIM OAMH KpOK Merony HploTOHA s Kpaioi anmpokcumarlii Ifiel
byHKIIIi.

Hanu meton nae moxuOky 6mu3pky 0,175 %, 1m0 mpakTUYHO HiSIK HE BIUIMBAE
Ha SIKICTh BUXIJHOTO 300pakKeHHS, OJHAK 3HAYHO 3MEHIIY€ KUIbKICTh OOYHCIICHbD,
CwIbHO 3aomakytoun pecypc CPU. Ha cporogni naHa omnrtuMmizaiiisi BKe He
pEJIeBaHTHA, OCKUIBKM CyYacHI MPOIECH HIATPUMYIOTH OCOOIMBY 1HCTPYKIIIIO
«rsqrtssy», sika BUKOHYETHCSI Ha arapaTHOMY PiBHI, Ma€ MEHIIIC TTOXUOKY Ta BUTpadae
MEHIIE Yacy.

Takox 1icHyIOTh OinbII oOYeBHUAHI onTuMizamii. s mnpuxiaxy MoXHA
BUKOPUCTOBYBAaTH KBaJparT BIACTaHi, 3aMICTh 3BUYANHOI BIJICTaH1 y BUIIAJKaX, KOJIH
MOTPIOHO TOPIBHATH iX MiX co0o0r0. Lle m03BOJIsSE YHUKHYTH BHKOHAHHS CKJIQJHHX
oreparii KBaJpaTHOro KOPEHs Ta IPUCKOPIOE MOPIBHAHHS BIJCTaHEH.

I mutomy, ontuMizanis rpadikid Ta MPOrpPaMHOTO KOAY € Ba)KJIMBUM KPOKOM
JUIS TIOKpAUIeHHs NpPOAYKTUBHOCTI Ipu. [IpaBuibHe HamamTyBaHHS IapaMeETpiB,
Bukopuctanus LODs, onrtumizamiss po6otn CPU Ta KOMIIpOMICH MIX TOYHICTIO Ta
HIBUAKICTIO OOYMCIEHb JOMOMAararTh 3a0e3MeunuTd Kpally HpOAYKTUBHICTh Ta

MOKPAITUTH SKICTh IPOBOTO JAOCBITY.
4.3 IIpo6JieMun KOPUCTYBABKOIO iHTep(eiicy Ta MeTOAM iX BUPillIeHHSA

[Ipn nopryBanni rpu 3 IIK Ha MOOUIBHI HPHUCTPOI BUHUKAE HEOOXIAHICTDH
3MiHIOBaTH KopucTtyBalpkuii iHTepdeiic (Ul), ockiapbkm KOpHCTyBadi HE MAaloTh
KJIaBlaTypu a00 MUIIKH, a BCS B3aEMO/IIS 3 IFPOBUM 3aCTOCYHKOM BiJIOYBa€ThCS JIUIIIC
3a JJOIIOMOTOI0 CEHCOPHOTO JUCIUICIO.

VY Mexax IaHOTO MPOEKTy KOPUCTYBau MIr BUKOHATH CTPHOOK 3a JOMOMOTOO
KJIaBIII «IIpoOi», a TaKoXK CTPUISTH HATUCKAHHSIM Ha JIiBy KHOIIKY MHIIN, OJHAK

3apa3 Takoi MOXKJIMBOCTI HEMA€ K MOKHA TI00aunTH Ha puc. 4.8.
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Pucynok 4.8 — JlemoHcTpatis HehyHKIOHATHPHOTO KOPUCTYBAIBKOTO 1HTEphEncy

Ili mii € ocHoBHMMH misi Oymp skoi Tpu xaHpy Shooter, 6e3 HUX cTae
HEMOXKJIMBUM BHKOHATH LIJIb IPHU, @ B KOHTEKCTI i€l poOOTH — 1€ HEeUTpai3yBaTu
ycCix 3arapOHHKIB KOCMIYHOI 0a3H.

JUis BunpaBieHHs 1€l NpoOaeMu HEOOXITHO BiapeaaryBath abo CTBOPHUTH
HOBHUH, abo0 > BiapemaryBaru HasBHUN Widget Blueprint, skwii BiAgmoBimae 3a
Bimoopaxennss HUD. B UnrealEngine icHye takuii iHCcTpymMeHT sik Widget skwmii
BUKOPUCTOBYETHCSI N1 TIO3HAYEHHS BI3yaJIbHUX E€IEMEHTIB KOPHUCTYBAIIbKOTO
inTepdeiicy (Ul), sKi BUKOPUCTOBYIOThCSA JUIsi B3aeMonii 3 Tporo. Bimxketn €
gactuaoto cucteMu UMG (Unreal Motion Graphics), sika Hagae MOXIHMBOCTI
ctBopenns 1 kepyBanHs Ul y Unreal Engine [1, 9, 12].

Widget € nHabopamu Bi3yaqbHUX €JIEMEHTIB, TAKUX SIK KHOMKH, TEKCTOBI OIS,
300pakeHHs1, mporpec-6apu TOIIO, SIKI MOXKHa pO3MIILyBaTH Ha ekpaHi rpu. Bonu
JIO3BOJISIIOTh  CTBOPIOBATH 1HTEPAKTUBHI €JIEMEHTH, 3 SKAMH KOPUCTYBad MOXKE
B3aEMOJIISTH, HAPUKIIA], HATUCKATH KHOTIKM, BBOJAWTHU TEKCT, TIEPEMIIIATH TTOB3YHKH
touro [13].

VY cBoto uepry Blueprint — 1e cucrema Bi3yadbHOTO MPOTPaMyBaHHS, IO
J03BOJISIE  PO3POOHUKAM CTBOPIOBATH (YHKIIIOHAJIBHICTh TPH IUIAXOM 3'€THAHHS

BY3JIB IrpOBOi JIOTIKM Yy Bi3yaJdbHOMYy cepenoBuii. Blueprint € rpadiaanmun
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CKPHUIITaMH, SIKi JTO3BOJISIOTH CTBOPIOBATH 1 3MIHIOBAaTH (DYHKIIOHAJIBHICTH TPU 0O€3
HaIMCaHHS KOY.

Blueprint BUKOpHUCTOBYIOTh BY37IH 1 3'€THAHHS MDK HHMH JUISl BH3HAYCHHS
MOBEIIHKKU 00'€KTIB, mepcoHaxiB, Al, edexTiB, (izuku, iHTep(PeEiciB KOpUcTyBada Ta
iHmoi joriku rpu. KokeH By30J1 BHUKOHYE TEBHY (PYHKIIIO, TaKy SK OOYMCIICHHS,
B3a€MOJIIS 3 IHIMMMM O0'€KTaMM, 3MiHA 3HA4YCHb 3MIHHMX Ta I1HIIE. 3'€THAHHSI MIK
By3JIlaM{ BH3HAYAE TOTIK 1 MOPSAIOK BUKOHAHHS JIOTIKH.

TakuM 4YMHOM HaM HEOOXITHO JOJaTH HA €KpaH HEOOXIJHI KHOMKU JJis
ctpubky «Jump» Ta «Fire». Ilicist yoro HeoOXimHO mepeitn B MeHIO Events (aHri.
[Tonii) Ta HatucHyTH Ha mTtocuk Outst moaii «On Clicked», sik mpogeMoHCTpOBaHO Ha

puc. 4.9.

4 Navigation
Left
Right

4 Localization

Flow Direction Preferenc BOI=g8

4 Events

Pucynok 4.9 — Ilpukian opopmiieHHS KHOITOK KOPUCTYBalbKOro IHTEpQeEicy, Ta

J0JJaBaHHs peakKiii Ha MOII0 KIIKY

VY pesynbTari BIIKPUETHCS MEHIO pearyBaHHS OJIFOTIPIHTY JaHOTO BipKeTa i
3 SIBUTHCS BY30J1 TIOJIIT KJIIKY Ha BIAMOBIAHY KHOMKY. HeoOxigHO pogaru By3nu Jump
ta Fire, axi Oynu 3aBUacHO peasizoBaHi, Ta MiJ’ €IHATH 1X A0 BIAMOBITHUX KHOTOK SIK
1e mokazaHo Ha puc. 4.10. ITicis BaHecenns mux 3MmiH 10 Widget Blueprint, HeoOxigHO

BUKOHATHU WOTO KOMIIUIAIIIIO Ta 30€perTy 3MiHHU.
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» Cast To BP_ShooterCharacter
& On Clicked (Button_Fire) 5

Object

<> On Clicked (Button_Jump) ++ Cast To BP_ShooterCharacter

Object

Pucynok 4.10 — ImnuiemenTaris peakiii Ha MO0 KIIIKY

Tenmep rpa Oyme mMarw BIANOBIAHI KHONKH JUIsl CTPUTBOM Ta CTpHWOKa, MO0
3a0e3MeYnTh NOBHY (PYHKLIOHAJIBHICTh I'PU Ha MOOUIBHUX MPHUCTPOSX, SIK MOKA3aHO

Ha puc. 4.11.

28
)

=l

e s i o ot
i AL

Pucynoxk 4.11 — JleMoHCTpaIlisi BUIIPABIICHOTO KOPHUCTYBAIBKOTO iHTEpdercy

OnucaHl BUIIE KPOKH € BaXXJIMBUMH JJIsi BUPIMICHHS MPOOJIEMU BiJICYyTHOCTI
MO>KJIMBOCTI CTPUISATH Ta CTpUOATH B TIOPTOBaHIM Ipi Ha MOOLIBHY TIaTdopmy. Bonn
J03BOJIATh 3a0€3MEUUTH KOPEKTHY B3a€EMOJIII0 TpaBIsl 3 TIPOI0 Yepe3 CEHCOPHUU
JUCIUIEH, 110 € KIFOYOBUM aCHEeKTOM HNOPTYBaHHS ITPOBHUX 3aCTOCYHKIB Ha MOOUIbHI

MPUCTPOI.
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BaxknmuBo 3ayBakuTH, IO JHW3aifH KOPHCTYBAallbKOTO 1HTepdelicy BUMAarae
BEJIMKOT KIJTBKOCTI 3HaHb Ta JOCBIJY 1 3a3BHUYail BUKOHYETHCS OKPEMOIO JIOIUHOIO,
kBamdikoBanoo B UI/UX. ¥V mexax maHOTO IOCTIIHKCHHS OyJI0 PO3IVISHYTO JIMIIE
TEXHIYHY CTOPOHY JaHOi MpOoOIeMH, KOJIH SIK POo3po0Ka KOHKPETHOT peaizallli Moxe

CJIyT'YyBaTH TEMOIO OKPEMOi poOOTH.
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PO3I1J 5. 3AITYCK IIOPTOBAHOI'O 3ACTOCYHKY

5.1 IlepeBipka yacToTH KaJApiB Ta (PYHKIIOHAJIBHOCTI IrPOBUX MeXaHIK

ITix gac mepeBipKK YacCTOTH KaApiB Ta (PYHKIIOHATHHOCTI ITPOBHX MEXaHIK,
OyJI0 BUSIBJICHO MOKpAIIEHHSI Y 4acToTi KaapiB 3 15 mo 30 kaapiB 3a CEKyHIy, a B
NeAKUX MICIIX HaBiTh o 60 KaapiB 3a cekyHmy. llle Oinpmmx 3HadeHb Oyi10
JOCSITHYTO B 3aCTOCYHKY CKOMIIUIbOBAaHOMY ©O€3 IHCTPYMEHTIB pO3pOOHHKA, SKi
3HaYHO BIUJIMBAIOTh HAa MIBHIAKOMI0. MakcMMajabHa 4YacToTa KaapiB 3MIHWJIACH HE
CYTTEBO, OJIHAaK 3pOcCiia CTa0UIbHICTh Ta MJIABHICTh IFPOBOTO 3aCTOCYHKY. MiHIManbHe
3HAUEHHS YaCTOTH KaJpiB He mepeTtruHamno nmozHauky 30 FPS, Ile mo3uTuBHO BIMBae
Ha TUTABHICTh T'PH Ta 3arajbHE BIIUYTTS MBUAKOI TeHMILICIO.

Opnak, MOXXHA TIOMITUTH BEJIMKY PI3HHUIIO y YacTOTi KaJpiB 3aJIEKHO BiJ
MICIIe3HaXOKeHHS TpaBIld. Jleski Miclisi Ha 1TpOBiMl CIIeHI BUMAararoTh JOJAaTKOBOL
pobotu 3 Ooky KomaHau 3D-XyIOXKHHKIB i1 JOCATHEHHS MaKCUMAJIbHOI
ontuMizamii. Lle Moxe BKIIOYATH CHpOILIEHHS rpadiyHUX O0'€KTIB, ONTHMI3aLIO
TEKCTYp YHM OCBITJIICHHS, CIIPOIICHHS aHIMAIlld IMepCOHAXIB, a TAKOX HaJalllTyBaHHS
napameTpiB, sIKi BIUIUBAIOTh HAa TPOAYKTUBHICTb.

Hacminkom mokpaiiieHHst 4acTOTH KaJipiB MOXke OyTH MOMITHE 3HUKEHHS SIKOCTI
Aesikux 300paxenb. [IpoTe, BapTO 3a3HAYUTH, IO TaKe 3HIKCHHS € HOPMATbHUM IS
MOOUTBbHUX TUTaTGopM, Je pecypcu oOmexeHi. Ilomamemni crpormieHHs Tpadiqamx
00'eKTIB Ta JOJATKOBI HAJAINTYBaHHS MOXYTh JOIIOMOITH TOKPAIIHUTH SKICTh
300pakeHHs Npu 30epekeHH] CTabUTbHOT YaCTOTH KaJpiB.

VY pamkax gaHoi poO60TH Oyiu PO3IJISHYTI Jikiie 0a30Bi MpoOIeMHU, 3 SIKUMHU
MOXKE€ CTHKHYTHCh PO3pOOHHMK Ha TEPIINX eTanax IMOPTyBaHHS TPH HAa MOOLIBHI
m1aThOPMH.

OnTumizanis rpadikd Ta (QyHKLIIOHAJIBHOCTI € CKIAQAHUM MPOLECOM, SKHUM
MO)KE€ BUMaraTH IoIaJibloi poOOTH Ta CHIBIpaIll MiXK pO3pOOHHKAMH, XyITOKHUKAMU

Ta TECTYBaJIbHUKAMH TSI TOCATHCHHSI HAMKPAIIUX PE3yIbTATIB.
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5.2 TlopiBHsIbHMI aHaJi3 NPOAYKTHBHOCTI irpoBOro 3acTOCYHKY Ha

MOOUIbHUX MPUCTPOAX A0 TA MiCJS ONTHMI3aIiL

JUis OpIBHSHHS IIBUIKOAIT 101aTKy, MU OyJeMO 3BepTaTH yBary Ha HacTYIIHI
XapaKTePUCTHUKU:

— y4ac, BUTPAYeHUU rpadiuHuM sSpoM Ha BiAMAILOBYBAaHHS KaJpy;

— Yac, BUTPAYCHHUH [IEHTPAIBHUM IIPOLIECOPOM Ha 0OPOOKY iIrpOBOi JOTIKH;

—  4ac NpOCTO0 IEHTPATBLHOTO MPOoIlecopa B OYIKyBaHHI Ha rpadiuHe sapo;

— cy0’exTHBHA OIliHKA TVIABHOCTI Ta MPUEMHOCTI irpOBOTO JOCBIY.

Ax moxemo Oauntu Ha puc. 5.1 y nomi «Framey», 10 BHECEHOI onTHUMI3allii
rpadiuHe SApO HA OIMH KaJp BUTpayajo 65 Mc, TOAl SK MICHs 3MIH BUTPAYaETHCS

43 mc, 110 BKa3ye Ha Te, 1110 HaM BAAJIO0Ch 3HU3UTHU HaBaHTaxeHHs Ha GPU.

—

Frame Hame: 4348 ms
”1”1. : Game:
Draw. Draw:
HHIT 405 n AHIT

Mem Merm:

?ﬁ':?’f"""?": DynRes:
M WS

Prime: Draws:
Prims:

Pucynok 5.1 — Pi3Hutis B 9aci 3aTpadeHOMY Ha OIMH KaJap

Jlo BHeCEeHHs 3MiH, SIK MOKa3aHo Ha puc. 5.1 y momi «Gamey, MEHTpaTbHUMA
Mpolecop BUTpavyaB Ha OOUYMCICHHS 13 Mc, a micas 3MiH [Ied 4ac YK€ CTaHOBHTH
12 mc. BaxxnmBo 3ayBa)KuTH, IO B II€i 9ac HE BPaXOBYETHCS OYIKyBaHHS Ha rpadidHe
anpo. Lle Oyno odikyBaHO, OCKUIbKU >xoqHUX ontuMizamiii CPU B mexax aaHoro

MPOEKTY HE MPOBOAMIOCH, OCKUIbKM HalO1IbII HaBaHTakeHUM OyB came GPU.
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[[[o6 mobaumTtm camMe dYac MPOCTOIO IICHTPAIBHOTO IIpoIecopa, MOTPIOHO
Bukopucrtatu Unreal Insights, npo sikuii 3ragyBanock Buuie. OTxe, 10 3MIH IPOLIECOP
B pekuMi ouikyBaHHsS 3HaxomuBcs 40 mc, micns 3miH jmme 20Mc, 1o sKpa3s
30iraeThCs 3 JAHUMU TPO Te, 0 TpadidHe Aapo Movaao npamroBaryd Ha 20 MC MeHIIIe

3a oH KaJp (PUCYHOK 5.2).

Unreal Insights
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Pucynok 5.2 — JlemoncTparist gacy 3arpadernoro CPU B ouikyBanus Ha GPU o Ta

II1CJIST BUKOHAHUX ONTHUMI3Alii

MosxeMo MOMITUTH, 110 B HAIIOMy BHUMNAJKy BCE BIalloch Oe3moranHo. Yac
BUTPAYEHUI BUKJIIOYHO LEHTPAJIbHUM MPOLECOPOM 3HU3MBCS JIMIIE 33 PaxyHOK

MeHoro ouikyBaHHss Ha GPU, ogHak He BpaxoBYIOUM LbOTO MHapaMerpy, BiH OyB
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JOBOJII TPUMHATHUM B MeEXKax Hamoi poOOTH, Ta HE BHUMaraB JOJAaTKOBUX
ONTUMI3aIll .

[TeBHi MeTomM 3HWKCHHS I[HOTO TMOKAa3HWKA OyiM ormcaHi B poOOTI paHirie.
Moo cy0’€KTUBHOT OLIHKH IJIABHOCTI irpOBOTrO JOCBIY BapTO 3a3HAYMTH, IO Ha
MOIO JYMKY TpaTd CTajo Habararo 3pydYHille Ta NPHEMHIIIE, HEMAa€ CHIBHUX
3aBHCaHb, IO 3aBaKAJM BUKOHAHHIO IUTI TPH, a TaKOXK 3’SIBUJIACH MOXKJIMBICTDH
3MaraTucs 3 MPOTUBHUKAMH, a HE JIMIIEC TIKATH BiJl HHUX, M0 0€3CYMHIBHO 301JIbIIy€E

3aI[1KaBJICHICTb.
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BUCHOBKHA

VY poboti mpoBeneno pociimkenns pymriiB Unity, Unreal Engine ta CryEngine.
OcHoBHa yBara npuaineHa pymiro Unreal Engine, skuii IIMPOKO 3aCTOCOBYETHCS B
THIYCTpii TeMMICBY, OCKUIBPKH HAJAa€ BEJHMKY KUIBKICTh IHCTPYMEHTIB JUISI PO3POOKH
Irop, a TakoX IIMPOKUH CHEKTP MIATPUMYBAHHX IIaT(GOPM, BKIIOUAIOYM MOOUIbHI
MPUCTPOI.

Y po6oTi AOCIIIPKEHO TPOIIeC MOPTYBaHHS IrPOBOTO 3aCTOCYHKY Ha MOO1UIBHI
miargopmu 3 BukopuctanHsaMm Unreal Engine. 3 1i€ro MeTO0 MpoaHai3oBaHO MPOILIEC
HajamtyBaHHs npuctpoiB 3 OC Android mns po3poOku IrpoBUX 3aCTOCYHKIB Yy
cepenosuii Unreal Engine.

Takox y poOoTi BM3HaueHO HajamTyBaHHS cepemoBmima Unreal Engine ms
po3pobku mig OC Android, sxe Bkitouae B cebe BctaHoBieHHs Android Studio,
3aBaHTaxeHHs Android SDK Command-line Tools Ta HamamTyBaHHS HUISIXIB 0
SDK, NDK Ta JDK. Ile no3Bomsie Unreal Engine kopekTHO B3aemomisitu 3 Android-
matrpopMoro Ta 3abe3redye MOXIIMBICTh PO3POOKH ITPOBHUX 3aCTOCYHKIB IS
MOOUTBHUX MPUCTPOIB.

[TpoBeneHo 3amyck irpoBOTO 3aCTOCYHKY Ta 3AIMCHEHO aHali3 HasBHUX
npo0OseM, 30KpemMa, 3HauHa yBara 4acTOTl KaJipiB Ta mpobiemam 3 iHTepdeiicoM, 1o
MOXXYTh 00OMEKYyBaTH (DYHKIIIOHAJIbHICTH TOJIOBHOTO TIEPCOHAXKA

3niiicHeHo TpodailliHr T'pu Ta BU3HAUYEHO OOTIIHEKHM 3 METOI0 BUSIBIICHHS
mpoOJIeMHUX JUISHOK Koay abo pecypciB, sKi CIHPUYUHSIOTH HE3aJ0BUIBHY
NPOAYKTUBHICTh 3 jgomnomororo iHcTpyMmeHTiB «Unreal Insightsy, Ta «Session
Frontend».

[IpoBeneHo onTuMizaiiro rpadikd Ta HPOrPaMHOTO KOAY, JUIS HOJIMIICHHS
MPOAYKTUBHOCTI TpW. BcTaHOBIEHO TmpaBWUJIbHE HAJANITYBAaHHS TapaMeTpiB,
Bukopuctano LODs, Ta HajamTyBaHHS HOT0 MiHIMaJIbHOTO 3HAYCHHS.

[IpoBeacHO MOPIBHSAJIBHUKM aHAN3 MPOAYKTHBHOCTI ITPOBOTO 3aCTOCYHKY Ha
MOOUTBHUX MPUCTPOSAX A0 Ta micas ontumizamii. Yac BUTpadeHUI BHUKIIOYHO

[EHTPAIBHUM TPOLIECOPOM 3HU3MBCS JIMIIE 32 PaXyHOK MEHIIOTO OYIKyBaHHS Ha
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GPU, omHak He BpaxOBYIOYH I[LOTO TIApAMETPY, BiH OYB JIOBOJII MPUIHATHUM B MEKaxX
Hamoi poOoTH, Ta HE BUMAaraB JIOJJaTKOBUX ONTUMi3alliid.

ITlix gac BuKOHAHHS POOOTH BHAJIOCH O3HAMOMUTHCH 3 OaraTbMa PiI3HUMH
IHCTpYMEHTaMHu Ta METOJUKaMH, Ai3HaTHCh Oublie iHdopmauii npo pymid «Unreal
Engine», Ta mpo #OTO MOXIMBOCTI IMTOPTYBAHHS 1 ONITHMI3allii.

Bbyno chopMoBaHO psii MPaKTUUHUX PEKOMEHAALIN i pO3pOOHHUKIB, fKI B
Mail0yTHPOMY MOXYTh CTHKHYTHCh 3 JaHMM 3aBJaHHSIM. 3alpoliOHOBaHA BHIIE
IHCTpYKLIsL Xo4 1 miakpimieHa npukiagamu 3 «Unreal Enginey», ame moxe OyTu
BHKOPUCTaHa 1 B OyJp SIKOMY IHIIIOMY PYIIii, OCKUIBKH IepepaxoBaHl METOAWKH €
arHOCTUYHUMM Bij (PpeMBOpPKY

BpaxoByroun BuIlle 3a3HaYeHE, MOXKHA CKa3aTH, LIO0 MOCTaBlIeHa MeTa Oyna
JOCATHYTa Ta BCi 3aBJaHHS JOCHIIKCHHS BHUKOHAHO. 3alpOIOHOBaHI peKOMEHaallii
o0 €(EKTUBHOTO IMOPTYBAaHHS ITPOBUX 3aCTOCYHKIB Ha MOOUIBHI Tuiargopmu 3
BukopuctanHsiM Unreal Engine MOXyTh BHKOPHCTOBYBATHUCH T€M-AEBENIONEPAMU

JUTsl BUPIIIEHHS TTOJIIOHOTO KOJIa MpoOJieM.
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