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AHOTAIIIA
Junmomua po6ota: 32 c., 3 Tabu., 19 puc., 11 mkepern.
s numioMHa poOoTa MpPUCBAYEHA MPOEKTYBAaHHIO Ta PO3POOJIEHHIO T'pH 3a
nonomMoroto pytrist Unreal Engine 5.
MeTo10 KYpcoOBOi po0oTH € po3po0Ka KOMIT IOTEPHOI T'PH 13 3aCTOCYBaHHSIM
cyuacHoro irpoBoro pymiisg Unreal Engine 5.
3aBaaHHS DOCTiIKeHHs. Y CIIIIHE MPOBEJCHHS Ta 3aBEPIICHHS JTOCHIIKEHHS

nepeadayae:

- JIOCIIIJKEHHSI TEOPETHUYHUX OCHOB MOOYJIOBU BiIEOIrOp, 30KpeMa

BUKOpUcTOBYtouM pywii Unreal Engine 5;
- JIOCIIIJIPKEHHS TTOMYJISIPHUX Hapasi IrpOBUX JKaHPIB Ta iX MOETHAHb;

- POEKTYBaHHS Ta peajizallisi KOMIT I0TepHOI IPH.
O0’exToM pociaimkeHHs kBaniikaiiitHoi poOOTH € Tpolec peanizarii
KOMIT IOT€pHUX 1rop 3 BukopuctanusMm pymrito Unreal Engine 5.
IIpeamerom aocuaimkeHHs KBani(ikaliiHOI poOOTH € CydyacHI TEOPETHYHI,
apXITeKTYpHI Ta porpamHi 3acoOu CTBOpeHHs Bineoirop ais miargopmu Windows,
30KpeMa 13 BUKOPUCTaHHSM CydacHHX pyuIiiB, a came Unreal Engine 5.

MeToau TO0CHiIKeHH:

JUIsL  AOCHIDKEHHST PUHKY Ha MpeIMeT HasBHOCTI CXOXHUX Irop

3aCTOCOBAHO METOJ aHanisy;

- qnsg (QopMyBaHHS aIrOPUTMY PO3POOKH Ta MOJCIIOBAHHS TPOEKTY

BUKOPUCTAHO OIIMCOBUM METOL;

- JUIsl BU3HAUEHHS IepeBar Ta HEAOJIKIB albTEPHATUBHUX peani3auii

BUKOPUCTAHO METO/]] TOPIBHSIHHS;

- Ui GopMyBaHHS JllarpaM Ta MOJEJIed BUKOPUCTAHO METO]I HAYKOBOTO

MOJICIIFOBAHHS;



KirouoBi cioBa: Bifieo rpa, irpoBi pymiii, irpoBi Mepexeni TexHosorii, Unreal

Engine 5.



ABSTRACT
Thesis: 32 pages, 3 tables, 19 figures, 11 sources
This thesis is devoted to the design and development of a video game using
Unreal Engine 5.
The purpose of the thesis is development of a video game using modern game
engine Unreal Engine 5.

To achieve this goal you need to solve these tasks:

e To study the theoretical foundations of video games development, in

particular using Unreal Engine 5;
e To study popular nowadays game genres and their combinations;

e To design and develop a video game.
Object of study is development of video games using Unreal Engine 5 game
engine.
Subjects of study are modern theoretical, architectural and software means of
developing video games for Windows platform, in particular using modern game
engines, such as Unreal Engine 5.

Research methods:

e To study current video games market for similar games, the analysis

method was used;

e To design algorithm of development and project model, the descriptive

method was used;

e To determine advantages and disadvantages of alternative

implementations, the comparative method was used;

e To form figures and diagrams, the scientific modelling method was used.

Keywords: video game, game engine, game networking, Unreal Engine 5



3MICT

BCTVII 7
PO3JIUT 1 MIXOAU JO PO3POBJIEHHS KOMIT'FOTEPHUX ITOP HA BA3I CYYACHUX
I'POBUX PVYIIIIIB 9
1.1. 10
1.2. 12
1.3. 15
PO3/IUI 2 AHAJI3 TIIPOTPAMHO-APXITEKTYPHUX PIIIEHb JJI1 PEAJI3ALII
KOMIT'YOTEPHUX ITOP 18
2.1. 19
2.2. 21
2.3. 24
PO3JT 3 IMIIJIEMEHTALISI TPU DALDOS 3 BUKOPUCTAHHSIM PVYIIII UNREAL
ENGINE 5 26
3.1. 27
3.2. 27
3.3. 31
BHUCHOBOK 36
CITMCOK BUKOPUCTAHUX JKEPEJI 37
JOJATKU 38
JNOJATOK A 38

JIOJJATOK B 39



BCTYII
AKTyaJIbHICTh 1i€l TeMH Tosirae B TOMY, 10O 3HAWUTH HOBI CHOCOOU

MOETHAHHS BXKE BIIOMHUX ITPOBHX XaHPIB 3 METOI0 CTBOPEHHS HOBUX, YHIKAJIbHUX,
O1IBII MPUBAOIMBUX IS ICSIKUX aBAUTOPIN 1rop.

MeTo10 KypcoBoi po6oTH € po3poOKa KOMII'IOTEPHOI TPH 13 3aCTOCYBAaHHSAM
cyuacHoro irpoBoro pymiis Unreal Engine 5.

3aBaaHHS JOCJIZKeHHsI. Y CIIIIITHE TPOBEACHHS Ta 3aBEPILECHHS JOCI1KEHHS

nepeadayae:

- JIOCIIIJDKEHHSI TEOPETHUYHUX OCHOB MOOYJIOBU BiIEOIrOp, 30KpeMa

BUKOpUcTOBYt0uM pyuriii Unreal Engine 5;
- JIOCIIJIPKEHHS TTOMYJISIPHUX Hapasi IrpOBUX JKaHPIB Ta iX MO€THAHb;

- POEKTYBaHHS Ta peajizallisi KOMIT I0T€pHOI IPH.
O0’exToM pocaimkenHs kpamidikaiiiiHoi poOOTH € Tporec peamizarii
KOMIT IOT€pHUX 1rop 3 BukopuctanusMm pymrito Unreal Engine 5.
IIpeamerom aocuaimkeHHs KBai(ikaliiiHOI poOOTH € CydyacHI TEOPETHYHI,
apXITeKTYpHI Ta porpamHi 3acoOu CTBOpeHHs Bineoirop ais miargopmu Windows,
30KpeMa 13 BUKOPUCTaHHSIM CydacHHX py1IiiB, a came Unreal Engine 5.

MeToau TO0CHiIKeHHS:

- JUIsl  JOCHIUKEHHS PUHKY Ha MpeIMeT HasBHOCTI CXOXHX Irop

3aCTOCOBAHO METOJ aHanisy;

- s (OpMyBaHHS aJIrOPUTMYy pPO3POOKH Ta MOJEIIOBAaHHS IPOEKTY

BUKOPUCTAHO OIIMCOBUMN METOL;

- JUIsl BU3HAUEHHS TIepeBar Ta HEAOJIKIB aJbTEPHATUBHUX peaizailii

BUKOPUCTAHO METO/] TOPIBHIHHS;

- Ui GopMyBaHHS JllarpaM Ta MOJENIed BUKOPUCTAHO METO]I HAYKOBOTO

MOJICIIOBAaHHS;



I[IpakTHyHe 3HAYeHHS OTPUMAHUX Pe3yJbTATIB IOJATAE B TOMY, IO
po3pobIieHa KOMIT FOTepHA peatizallis, 0 MOKe CIYyTyBaTH JO3BULISAM IS JIFOIUHH,
00 BOHA MaJia 3JaTHICTh TPaTH 3 APY3SIMHU.

Crtpykrypa podoru:

KBamnidikariitna pob6ora OakanaBpa CKIAIaeTbcs 31 BCTYMY, TPbOX PO3/LTIB,

PO3MOIUICHUX HA MIAPO3/IIIA T4 BUCHOBKY.
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PO3/ILI 1
MIJIXO/IN JIO PO3POBJIEHHSI KOMITIOTEPHHUX ITOP HA BA3I
CYYACHUX ITPOBUX PYIIIIB

1.1. Orasa npuHOMIB Ta MiAXO0IB 10 PO3POOKH Bigeoirop

Po3pobka Bizieoirop, sik OKpeMui HampsIMOK IIpOrpaMmyBaHHS, 3’ sIBUJIACS 1IE B
1947 porii, 3 MOSIBOIO TEPIIOi B CBITI IHTEpaKTUBHOI mporpamu. [lepiia komepiriiina
Bimeorpa, Computer Space, Buiinuia Ha puHOK y 1971 pori, 1 3 TUX Tip Bigeoirpu
CTaJIA Ay>K€ MOLIMPEHUM SIBUIIEM Ta MOIMYJISIPHUM criocoOoM no3Bunis. B 1975 pomi
3’siBunacst Pong - mepia Bigeorpa, 10CTynHa BaIoMma.

3 camMoro moYaTKy irpd pO3BHUBAIMCSA OY>K€ IIBHIKO, HAMAaralouuch 3aBXKIU
HaJaTH TPaBII0 HaWOIbIN MpuBabIMBHI 1rpoBUi mporec. [Ipu 1mpomy nesdki irpu
HaJlaBaJIM TIepeBary peaiiCTUYHOCTI, JesAKl — TIMOMHI MEXaHiK, JAesKi — HaBIIaKW,
pocTOTI ocBoeHHA. [Ipu 1poMy, JUIsl HaJlaHHS KOPUCTYBauyy HAMKpPAIIoro JOCBIAY
rpu Ta peamizaili HalOLIBII MACyHOYHMX Ipl MEXaHIK, PO3POOHHMKH Iy>KE YacTo
NOTparuisid B CUTyalii, Koiu  amapaTtHe  3a0e3leueHHs  JTOBOAUIIOCA
BUKOPHCTOBYBATHU Ha MOBHY, NIEPe/1 UM THXXHSIMHU ONTUMI3ytouu rpy. Uepes 1ie came
B BIJICOIrPOBIM 1HIYCTPii BUHUKIIO 0araTo ajJropuTMIB, 30pIEHTOBAHUX HE CTUIBKU Ha
TOYHICTb, CKUIbKM Ha IIBUIKICTb, M€Kl 3 SKHX BaXKO pO3M(pyBaTH HaBITh
JIOCBITYCHOMY PO3pOOHUKY. 3 4YacoM B IHAYCTPIi CKJIAIoCs JeKiIbKa MOMIMBUX
apXITEKTYpHUX MIAXOAIB O pO3pOOKH Irop, KOXKEH 3 SIKUX Ma€ BIACHI MEepeBaru Ta

HEeIOJIKA. PO3riITHEMO OCHOBHI 3 HUX:

- 00 ’€KTHO-OpPIEHTOBAHMM TiAXiJ. 3aCHOBaHWUM Ha mMapajurMi 00’€KTHO-
OpIEHTOBAHOTO MporpamyBanHs. [Ipu Takomy migxoi yce B rpl — 00’ €KTH,
[0 HAJEeXKaTh J0 MEBHUX KiaciB. Kimacu MOXyTh CriagkyBaTUCS OJHWH BiJl
OJTHOTO, IO JIO3BOJISIE TIEPEBUKOPUCTOBYBATH KOJ IS CTBOPEHHS
cnermianizamii irpoBux o00’ekTiB. Ilpm TakoMmy migxomi gaHi 00 €KTy
o0’eqHaHl 3 Moro Jiorikow. OCHOBHUMHU HEIOJIKAMH TAaKOTO MIIXOIY €:
3aruTyTaHi ie€papxii KJaciB, KOJU OO0’€KT Mae€ TOoeAHyBaTH B €001
BJIACTUBOCTI JIEKIJIBKOX IHINWX KJIAaciB; Hee()eKTHBHE BUKOPUCTAHHS KEITy

npoiiecopa, aike B 00’ €KTHO-OPIEHTOBAHOMY IPOTpaMyBaHHI JIy»e€ 4acTo
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BiIOYBAEThCS TIEPEXiJl 3a BKA3IBHUKOM, Yepe3 IO MPOIEecop HE MOXKe

e(heKTUBHO IMepe10aunTH, K1 JaH1 OyIyTh BUKOPUCTAH1 HACTYIIHI;

KOMIIOHGHTHUM miaxig. Iled migxig Takok 3acHOBaHHMM Ha 00’ €KTHO-
OpIEHTOBAaHOMY IIpOTpaMyBaHHI, OJHAK IPH TaKOMYy IMMiAXOI1 00’€eKTamMu
BUCTYMAIOTh HE MUl IrpoBi CYTHOCTI, a JHUIIE OKPEeMi KOMIIOHEHTH
(HampuKIa, KOMIOHEHT OTPUMAaHHS BBOJY BIJ IpaBlis, KOMIOHEHT PyXY,
KOMITOHEHT (i3uku, Touro). Cami IrpoBi CYTHOCTI NMPU TaKOMY IiJIXOJ1
CKJIaJIal0ThCA 3 HAOOpYy KOMIIOHEHTIB, KWW 1 BU3HAYa€ iXHIO MOBEIIHKY.
[Tpu Takomy miJIX0/11 apXiTEKTypa I'pU BUIbHA BiJI CKJIAJIHUX 1€papXiil, OJJHAK
BCE 1€ 0arato BUKOPUCTOBYE BKa31BHUKU. ICHY€e Takox Moau(iKamis LbOro
METOMY, IpH SKIA caMa CYTHICTh TaKOX MICTUTh B coOl J1aHi il CBOIO

MOBEJIIHKY, cIeIu(iuHy caMe s i€l CYyTHOCTI,

CYTHICThb-KOMIIOHEHT-cucTeMa. [lpu 1bOMy TMIiJIXOMI JiaHi TMOBHICTIO
BIIJIVICHH] BiJI MOBEMIHKH. ApPXITEKTypa TpH AUIMThCA HAa 2 YaCTHHMU:
KOMITOHEHTH Ta cucteMH. CyTHICTh B IaM’sITl € HE IO IHIIE, K MPOCTUN
MOPSIIKOBUI HOMED. Y 1 KOMITIOHEHTH PO3TAIIOBYIOTHCS B ITaM’sITi TTOCH1Tb,
Tak, 100 3pOOWTH ITepalilo 3a HUMH SK MOYKHA OLIBII IIBHIKOIO.
KoMronentu Mictatb B c001 aumie naadHi. CucrteMy, B CBOIO 4epry,
OTPUMYIOTh JIUIIE TOTPIOHI iM KOMIIOHEHTH HEOOXIIHMX CYTHOCTEH, 1
o0poOnsitoTh iX (Haluacrtimie B TpocTomMy Hukil). Hampuknan, ans
BUBEJCHHS CHpaWTy Ha €KpaH JOCTaTHhO TMPOCTOi ITepaumli 3a
KOMITOHEHTaMH TO3UIlIi Ta BIIOOPAKEHHS Yy BCIX TUX CYTHOCTEH, Y SKHX €
oOuJBa 1I KOMIIOHEHTH. Taka apxiTeKTypa J[03BoJisg€ Hale(eKTUBHIIlIEe
BUKOPHCTOBYBATHU MPOIECOPHUI Kelll (OCKUTHKY IIAHC OTPUMATH MPOMax B
KeIlll MIHIMaJbHUN Yepe3 Te, IO JaHl 3aBXIW pO3TaIloBaHl MOpyd), a
CKJIQJIHICTh apXITEKTypH TMaja€ depe3 IOBHE PO3JUICHHS MaHUX BIJ

noBeniHku. HemomikoMm 1pOro miAXoxy € HOro HOBH3HA, a TOMY —



12

HE3BUYHICTh JJIs1 0araThbOX PO3POOHHKIB, a TAKOXX HEBEIHMKA KIIBbKICTh
BEJIMKHX PYIIiiB, 10 HOTO MiATPUMYIOTb.

B Unreal Engine 5 BHKOpUCTOBYEThCS MiAXiA, L0 € MOAHQIKALIEO

KOMIIOHEHTHOTO: aKTOpU PO30MBAIOTHCSI HA KOMIIOHEHTH, ajie¢ MPHU IbOMY TaKOX

MOKYTh MaTu crieriudivHi 17151 ce0e TaHi Ta MOBEIIHKY.

1.2. Crek BUKOPUCTOBYBAHHMX TE€XHOJIOTIH /151 Bineoirop

Jlist peamizaiii mporpaMHOi CHCTEMH KypcoBoi poOoTu OyB oOpaHmii came
pymiit Unreal Engine 5. I1lo6 oOrpyHTyBaté CBiii BHOIp, NMPOMOHYIO MOPIBHSHHS
TPHOX, SIK MEHI 3/a€ThCs, HAHOUIBIIT PO3BUHYTUX HA JaHUH MOMEHT OE3KOIITOBHHUX
PYIIiB:

Tabmuus 1.1 - [opiBHSHHS ITPOBUX PYIIIiB

[1{o mopiBHIOETHCS Unreal Engine 4 Unity3D Godot
Moga C++, Blueprint | C#, BizyanbHi | GDScript,
IporpaMyBaHHs (Bi3yasIbHUIA) CKPHIITH VisualScript

(Bi3yanbHMit), CH#,

GDNative
[ina beskomroBHO  1iia | IcHye nekiibka | [ToBHICTIO
MIPOEKTIB, YUl | IJIAHIB  TIAMUCKY, | O€3KOIITOBHUMN

NpuOYTOK  MEHIIE | € OE3KOIITOBHUIA
$3000 Ha MicAb IU1aH TUTS
HEKOMEPUI1AHOTO

BHUKOPHUCTAHHA
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[Tponosxenus Tadbmwmmi 1.1

ITigxig

apXITEKTYpH TpU

a0

Manu cKI1agarThCs
3 aKToOpiB (00’€EKTIB
KJIaciB,

YCIaJIKOBAaHUX  BIJ

AActor).  Axrtopu
MaroTh BJIACHY
JIOTIKY Ta
KOMITOHEHTH,  SIKI1
MOXXYTh
BUKOPHCTOBYBATHUCS
JUTSI
MEePEBUKOPUCTAHHS

JOTIKK Yy  pI3HHUX
aKTopax. AKTOpH
MOXYTh
CHaJKyBaTH 1HIIMX
aKTOPIB
(Bumesragana
MoudiKaris
KOMITOHEHTHOTO

M1IX0Y)

Yce €
GameObject, aine
GameObject moxe

MaTH KOMIIOHCHTH

— CKpHUNTH, IO
BU3HAYAIOTh
JOTIKYy  poOOTH.

Koxen ckpunr e
OKPEMHM KJIaCOM,
TOOTO MOKE
CHaJKyBaTUCS BIJ
IHIIMX ~ CKPHUITIB
(uuctuit
KOMIIOHCHTHHU

MIIXO0IY).

Yce € creHa.
Crena
CKJIaJIa€ThCS 3

CIICH Ta MICTHUTH B
co01 JIOTIKY.
Koxna ClLicHa
TaKOX € KIIaCOM,
TOX MOXKE

CIaJKyBaTUCA Bij

1HIINX CIICH
(uucTuit 00
T JIX1T).
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[Tponosxenus Tadbmwmmi 1.1

Biomioreka s | Unreal Motion | Ul  Toolkit — | Enementn
iHTEpdeiicy Graphics. BimkeTtu | Konekiis iHTEepdeicy €
CKJIQJal0Th OKpPEMY | IHCTPYMEHTIB, IO | TOBHOTIPABHUMHU
1epapxiro 1 | TO3BOJISAE CIICHaMH,
B3a€EMOJIIIOTh 3 | CTBOPIOBATH iHTEepdeiic
rpoto uepe3 HUD iHTepdeticu y | Oyayerbes 3a
MaHepi, CX0Kii Ha | 3arajJlbHUMHU
pPO3pOOKY CaMTIB. | MpaBHIIAMHU
Mae cBOW0O MOBY | TOOYJIOBU CLEHHU.
posmitku  UXML
Ta MOBY CTHJIi3aIlli
USS.
uGUI — 6i6mioTexa
ISt pO3p00OKHU
iHTepdeiicy 3a
JIOTIOMOTO10
GameObject.
Enementu
iHTEepdeicy €
TaKUMH K CaMUMH
0o0’exTaMM, SK 1
BCE 1HIIIE.
bibmoTeka 3 | Gameplay Hemae Hemae
HaOLIbII Framework
BUKOPHCTOBYBAaHUMU
KJIacaMu TUTST

TEUMILIEIO
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[Tponosxenus Tadbmwmmi 1.1

Crex s peasnizarii
MEpEKEBOI

B3aeEMO/IT

Bnacna 610mioTeka,
3aCHOBaHa Ha
nBooiyHoMy  RPC
Ta peruTikari

aKTOpiB

Ha nmanuit MmomeHT
HEMaE. Icnye
3acTapiBLINN

UNet, Netcode,

1110 3apas B
po3po0IIl, Ta JesKi

CTOPOHHI pillIeHHS

Bnacuna

010J110TEKA,
3aCHOBaHa Ha
nBooiunomy RPC
Ta peruTikarii

aKTOPIB.

B mift Tabmumi BiACYyTHI 0OaraTo TO3MINN JUIsl TOPIBHSHHS, TaKUX SK

MOKJIMBOCTI aHIMaIli, 3ByKy, Tomo. Takox y TaOJuIli BiJICYTHE TMOPIBHSHHS

m1aTgopM, I AKUX MOKJIMBE BUKOPUCTAHHS PYLIIIO, TaK SIK HAC 3apa3 LIKaBUTh

muie matdopma OC Windows.

1.3. Jlochix:keHHs pUHKY irop Ta NOmyJIAPHUX KaHPIiB

J1st po3po0OKM YCHIIIHOT BIIEOTPH, TIEpeayciM Tpeba TOCHIIUTH, SIK1 irpy 3apa3

NOMYJISIpHI, 5K irpu Oynu A0Ope CHpUMHATI KPUTUKAMH, Yy SIKI I'pU JOCI TparoTh,

HE3JIEKHO BiJ iX BIKy, Tomo. OCKUIbKHM TEpe] HaMu CTOiTh 3ajadya po3poOUTH

0araToKOpHUCTYBaIlbKy TPy, TO 1 HIYKaTH MU OyJaeMO cepesl 0araToKOpUCTYBaIlbKUX

irop.

[IpoBenemMo AOCHIIKEHHST CTAaTUCTUKH IUMdpoBoi T1uiatopmu Steam 3a

JONIOMOT o0 caility SteamDB:
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S Most played Multi-player Game: X +

< C O @ httpsy//steamdb.info/ch

= Menu gsteambﬂ Sales Charts Calculator Patchnotes Upcoming

Most played Multi-player games
Show 100 ¢ entries. Hold
Name  Current ~24hPeak  ° All-TimePeak °
Counter-Strike: Global Offensive 1,702,444 1,702,444 1,818,773
DOTA 2 Dota2 700,125 700,125 1,295114
APEX Apex Legends 485,493 490,755 624,473

— s =

GATTLEGROUNDS PUBG: BATTLEGROUNDS 394,671 394,932 3,257,248

F{"LE- Grand Theft Auto V 147,413 147,417 364,548
= 4

BLUST rust 121,249 147,000 245,243

NARAKA: BLADEPOINT 109,243 109,243 187,468

cugaTy
e ! Call of Duty®: Modern Warfare® Il | Warzone™ 2.0 89,811 89,811 491,670

* Team Fortress 2 86,178 99,283 167,951
Lo 1 ‘>
g
- Lt War Thunder 82,624 86,384 113,250
~FHUNDER
o)

P waerrwe  Warframe 77,29 79,633 189,837

i 22023 ‘ Football Manager 2023 7,752 83,715

OFFAZQ" EA SPORTS™ FIFA 23 80,393 110,878

13|

I N ( V Risinc 68.08 75,232 150,645

Pucynox 1.1. - HaitnomynsipHimn 6araTOKOpUCTYBallbKl ITPH 32 CTATUCTUKOIO
SteamDB

JlocnmiauMo MEXaHiKU MEPIINX 5 irop:

- Counter-Strike: Global Offensive — xomanaHwmii 1ryTep Bij mepiioi 0coou.
['paBii MoAUISAIOTBCS HA 2 KOMaHIW MO 5 0ci0: KOMaHAa TEPOPUCTIB Ta
KOMaHJla KOHTP-TEPOPUCTIB. 3ajaya KOKHOI KOMaHIU 3MIHIOEThCS B
3QJIEKHOCTI B PEXKUMY T'pH, HAUTOMYJSPHIMNX SKUX € 2. PATYBaHHS
3apyYHHMKIB Ta 3akjiagka OomOu. OKpIM 3amay pexuMy TIpH, fKI €
ACUMETPUYHUMH, CTIOPSPKCHHS TPABIIB € MOBHICTIO CUMETPUYHUM, TOOTO
KOKEH TpaBellb TEOPETHYHO TiJ Yac Mardy Mae€ JOCTyN 10 OYIb-SKOTO

JOCTYIIHOTO CIIOPAIKCHHA.

- Dota 2 — OaratokopucTyBallbka OHJalHOBa OoioBa apeHa, B SKii
OCHOBHOIO 33/1a4€10 KOKHOI KOMaH/IH € pyWHHYBaHHS 0a3u CynpoTUBHUKA. B
KOXHI KOMaHJi rpae mo 5 rpaBiiB. Ha mouaTky Marua KOKEH TrpaBellb
obupae coli mepcoHaxka, KOXKEH 3 IKMX Ma€ CBO1 yHIKaJIbH1 3410HOCTI, 1 i

4ac MaT4y rpasili HE MOXKYTh 3MIHIOBATH CBOTO MIEPCOHAXKY. TakuM YHHOM,
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BaXXJIMBUM YMHHHUKOM IICPEMOIU IJII KOMAHAW € HC JIMIIIC KOMaHIHa Irpa HiI[

qac Ipy, a ¥ miadip nepcoHaxiB, MO J00pe MOETHYIOTHCSA OJUH 3 OJTHUM.

Apex Legends — xoMaHaHA Ipa aHPY «KOPOJIBCHKOI OMTBM». 3aJadycio
KOXHOT 3 20 KOMaH/]1 € 3aJIMIIUTUCA OCTAHHHOIO KOMaHJI0I0 Ha MOoJii OUTBH,
[0 HEBIMUHHO 3MEHINY€EThbCs. [Ipu mMbOMy KOXKEH 3 TPaBIB MOYHUHAE TPY
JuIe 31 3110HOCTSIMU CBOTO 0OpaHOT0 MEPCOHAXY 1 0€3 30poi, y TOH yac K
30por0 yci rpaBIli NMMOBUHHI IIyKaTH Ha mojii 000 y po3mnaini matay. [lpu
bOMY, Ha BIIMIHY BiJ IHIIUX HOMYJISPHUX ILIyTEpiB, IpaBelb, 110 OyB

«BOUTHIT», HE TIOBEPTAETHCA Y TPY, @ BUOYBa€ 3 MaTyy.

PUBG: BATTLEGROUNDS - komangHa rpa 3’KaHpy «KOPOJIIBCHKOT
outrBm». Sk 1 B Apex Legends, 3a1auero KOXXHOTO IpaBlLs € 3aJIULIUTHCS
OCTaHHIM Ha 1o 0010, ane Ha BiAMIHY BiJ Apex Legends, BiicyTHi# moain
Ha KOMaHIM, a TaKOX MEXaHIKM NEPCOHaXIB: yCi TpaBIll CTapTYIOTh B

PIBHHMX yMOBaxX Ta HE MalOTh YHIKAJIbHUX 3/1I0HOCTEH.

Grand Theft Auto V — oxHOKOpHCTYBallbka Tpa 3 MOXKJIHMBICTIO
koorepatuBHOi rpu 10 30 oci6. OCKUIBKK Tpa € OJHOKOPHUCTYBAIIbKOIO,

PO3IIIsIaHHs 11 MEXaHIK BUXOJIUTh 32 MEXI L€ pOOOTH.

3 ux 5 irop MM MOXKeMO 00aYuTH, 110 IpHU O0AaraTOKOPUCTYBALBKIM I'pl IpaBli

B OCHOBHOMY 3aIllKaBJ€HI B KOMAaHJHUX IIIyTepax, HaldacTiime 3 MeXaHiKaMu

MIEPCOHAXKIB (TaK 3BaHI «r€POMCHKI HIyTepu»). Po3risiHeMo 1ie 1eKiibKa MOnmyJIsspHUX

1rop TOTO XK XKaHPY:

Overwatch — 0ararokopuCTyBallbKUil TePOWCHKHI IWIyTEp, B SAKOMY
KOMaHJ1 1Mo 6 0ci0 MaloTh BUKOHYBAaTH 3aBJAaHHS Ha KapTi, B 3aJ€XKHOCTI
BiJl pexxuMy Tpu. OCHOBHUX PEXKUMIB IpH 4: KOHTPOIb 00’ €KTY, CYNpPOBII,

3aXBaT TOYOK Ta 3MIIIAHUI CYIIPOBIJ 3 3aXBATOM TOUOK.

Valorant - 0araTOKOpPUCTYBallbKHii TepPOHCHKUN IIyTEp, MO SBIIIE COOOIO

noeqHadus MexaHik Counter-Strike Global Offensive 3 MexaHikoro
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nepcoHaXxi. 3 TBOX KOMaH]l OOMPAETHCS Ta, IO aTaKye, Ta Ta, 110 3aXUIIIAE.
3amadero aTakyl4nx € 3akjiaJeHHsa OomOM, a 3a7adeio 3aXHCHHUKIB — HE

JIATU aTaKyIOYUM 3aKJIacTH O0MOY.
3BepHYBIIM yBary Ha Bce Iie, OyJI0 BHPINICHO peanxi30BYyBaTH KOMAaHIHUHN
TepOMCHKUI TIyTEp BiJ TPeThOi 0COOHM, OCHOBHOIO 33Jauei0 KOMaHJ B SIKOMY €
3a0patu (aar 3 0a3w CympOTHMBHUKA 1 TEPEHECTH Ha CBOIO 0a3y (PeXUM «3axBat
¢dnary»), moegHaHUN 3 MEXaHIKaMH 0araTOKOPHCTYBAllbKUX OHJIaiH OOMOBUX apeH:
I'paBIll HE TUTBKK MarOTh 1 310HICTB, ajie i MOKYTh OyayBaTH OAIlITH Ta BUKIUKATH

«MIHBHOHIBY», 110 KEPYIOTHCS ITPOBUM IUTYYHUM IHTEIEKTOM.
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PO3/ILI 2

AHAJII3 TIPOT'PAMHO-APXITEKTYPHUX PIINIEHD JIJISI PEAJII3AILIIL

KOMII'IOTEPHUX IT'OP

2.1. Indopmauiiine 3a6e3nevyeHHsI MPOEKTOBAHOI CUCTEMH

Po3pobka mporpamMHOro MpOJIYKTY BUMAara€ BUKOPHUCTAHHS IEBHOTO CTEKY

TEXHOJIOT1. B 1aHOMy BUIAIKy y SIKOCTI CTEKY BUKOPUCTOBYeThcs pymriii Unreal

Engine 5 1 #ioro KOMIOHEHTH, 30KpeMa:

Blueprints  Visual Scripting: MoBa Bi3yaJlbHOTO TMPOTpaMyBaHHS,
OpU3HAY€Ha JJis COPOLIEHHS poOOTH HaJ TpPoI0 MPOTrpaMiCTiB  Ta
ny3aiiHepiB. 3py4yHa IS BUKOPHUCTAHHS TaM, JIe HEOOXiJHa MOXKIIMBICTH
MIBU/IKO 3MIHIOBAaTH 3HAUEHHS JJI MIBUJKHUX AU3aiH-1Tepaniil (IpUKUHYIU
3HAUEHHA, MOCTAaBWIW, MEPEBIPUIM B Ipl, 1 TaK aX JOKUM HE 3HANIETHCS
30anaHcoBaHe 3HaueHHs). Ha pucyHky 2.1. Mo)kHa MOOAYUTH HPUKIATL
BUKOpucTaHHsA cucteMu Blueprint nns nporpamyBanuss HUD-iHTepdeiicy

rpaBlif;

SR vy

Target

Pucynok 2.1. - Blueprint-ckpunr mjist 3apaxyBaHHs ¢uiary KOMaH I

Unreal Motion Graphics: cucrema au3ailiHy, aHiMaIli Ta po3poOKHU
KOPHUCTYBaIbKOTro 1HTepdeiicy nns rpu. YBech iHTepdeic CKIaaaeTbes 3
lepapxii BIIDKETIB, KOXKEH 3 AKUX MA€ CBOE€ Bi3yallbHE IMPEACTABICHHS (II10,
MO>KJIMBO, TAKOX CKJIAJA€ThCS 3 BIIXKETIB), a TAKOX Ma€ CBIM MPOrpaMHUI

iHTepdeiic (aTpuOyTu BimkeTy Ta moxil). ATpuOyTam MOXHA HaJaBaTu
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3HAYCHHS SIK Y PEIAKTOpI, TaK 1 3B’SI3yBaTH iX mporpamMHo. [[1s CKpunTuHTY
iHTepdeicy (peakiiiii Ha MOAIl Ta 3B A3yBaHHs JaHWX) BUKOPHUCTOBYIOTHCS

Blueprint-ckpunru;

W_CTFHUDLayout

{ Designer

Pucynok 2.2. - Ilpuknan penakropa UMG Ul (BiakpuTuii roJOBHUM 1HTEpdENC
rpu)

- Unreal Engine Gameplay Framework: naGip kmacie C++, 1o MiCTUTh B
co0i 0a3oBi Kjacw, HEOOXIAHI MJii CTBOPEHHS TEeUMIUICI0, Taki SK:
GameMode (pexxum tpu), GameState (cran rpu), Character (mepcoHax),
Pawn (mimka, akTop, ssIkuM Mo)ke KepyBatu rpasenb abo III), Camera,
HUD (xopuctyBatpkuii inTepdeiic) tomo. B3aeMo3B 30k MiX Kilacamu

(bpeiiMBOpPKY MOKa3aHui Ha puc. 2.3.

Y saxocti wmoBu mnporpamyBanHs Unreal Engine 5 BukopuctoBye
BHUCOKOpPiBHEBY MOBY C++ 3 €IMHOIO BIIMIHHICTIO: TICJS MMPOXOAY MpenpoIiecopa Ta
nepea KOMITUIALIiEr ¢aitnm 3 kogom oopodmtoroThes yruiaitoro Unreal Header Tool,
sKa HAJIAIITOBYE BHYTPIIIHIO cucTeMy pediiekcii s Bukopuctanus C++ cymicHO 3
Blueprint. Takox 3aMicTh py4YHOTO YMPaBIiHHS TIaM’SITTIO HANA€ThCA TIepeBara
BUKOPUCTAHHIO BJIACHOTO mpuOupanbHuka cMmitts Unreal’a, a ans B3aemonii 3

naMm’sITTIO 30BHIIIHIX 010J110T€K — PO3YMHI BKa31BHUKH 3 JTIYMJIBHUKOM MOCUJIaHb.
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Game
GameMode

GameState
A

Join

PlayerController AlController

Contains:

HUD

Y

Possess Possess
> Pawn <

- Input

» PlayerCameraManager

Pucynok 2.3. - B3aemo3B’s130k kinaciB Gameplay Framework.

2.2. Apxirektypa mepe:keBoi B3aemoaii B Unreal Engine 5

Peanizanis HeTBOpKIHTY (MepexkeBoi B3aemozii) B Unreal Engine 5 3acHoBaHO
Ha perutikaiii, ABo6iuHoMy RPC Ta Bukopucrtanui onnadH-migcucremu (Online
subsystem). Unreal Engine 3a 3amMOBYyBaHHSM MIATPUMYE JIMIIE MOJEIb
aBTOPUTAPHOTO cepBepy: ycsa 1Hdopmalliss 3 cepBepy Ha KIIEHTH, y pasi
HEBIJIMOBITHOCTI 1HGOpMAaIIil 3aBXau oOupaeThesi iHGoOpMarlisi cepBepy. Tum He
MEHIU, KJIIEHT MOKE€ MaTH HEperunKoBaHI 00 €KTH (HANpHUKJIaZ, Bi3yalbHl e(peKTH,
K1l He Tpeba 0OpoOIATH Ha cepBepi), a TAKOK CHMYJIOBATH PEIUTIKOBaHI 00’ €KTH
(17151 3MEHILIEHHSI 3aTPUMKH BiJl BBOJY I'paBlsl IO PEAKIIii Ipy).

[TinTpumyeThCs IB1 MOJIEN1 CEPBEPY:

- BuaineHui cepsep (dedicated server) — cepBep, 1110 3aIyIICHUNA B OKPEMOMY
B1JI KJIIEHTA Tpolieci, 0e3 MiATPUMKH BBOJY UM BUBOY. Jisl rpu Ha TakoMy
CepBepi TpaBlll MAIOTh BUKOPUCTOBYBATH CHEIlaibHI KIi€HTU. ['0ToBHUMU

nepeBaraMM TaKOTO CEPBEPY € BHINA MPOAYKTHUBHICTH Ta MOKJIUBICTH
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BUKOPHUCTaHHA OKpeMmoi 1H(ppacTpykTypu. Henmomikom € HEOOXiIHICTh
0OCIIyroByBaHHsl cepBepa. 3a3BUYail BUKOPUCTOBYETHCS B 3MarajbHUX

irpax;

- BOymomanmii cepBep (listen server) — cepBep, 00’€IHaHUN 3 KIIEHTOM
OJHOTO 3 TpaBIiB. TakMM YMHOM, KJIIEHT 3 CEpBEPOM OO’€HAHI B OIMH
npoiiec. ['0JI0BHOIO TIepeBaro0 € BIACYTHICTh BUTPAT Ha OOCIYroBYBaHHS
cepBepa 1 BIICYTHICTh HEOOXITHOCTI B OKpeMid 1H(pacTpyKTypi B3araii,
OJTHAK TPH IIbOMY MPOAYKTHBHICTH CEpBEpa MOXE OyTH 3HAYHO HIKUOIO
(OCKUIbKM TOM caMUi KOMIT IOTE€p Ma€ TaKoK 0OpoOJISATH BBOJ Ta BUBIM), a
MIBUJIKICTh  3’€IHAHHS JyK€ 3alleKUTh BIJ IIBUJIKOCTI  MeEpexi
IIPUMMAIOYOr0 TpaBLA. 3a3BHYall BUKOPUCTOBYETHCA B KOOIIEPATHUBHUX
irpax, abo B 3MaraHHsX IO JIOKAJIbHIA Mepexi.

OOMIH JaHUMHM MIDXK CEpBEpOM Ta KIIEHTOM peali30BaHUNA 3a pPaxyHOK
MEXaHI3MIB peruliKallii, BOJIOIHHA, Ta BIIJJAJICHOr0 BUKIUKY Mporenyp. OCKiIbKu
Unreal Engine 5 3aBkau BUKOPUCTOBYE MOJIEIb aBTOPUTAPHOTO CcepBepa, TO
perutikaig iHGopmarlii 3aBXaAM BIIOYBA€eTbCS B OJHOMY HampsMi: 3 CepBepa Ha
KIIIE€HT. PerutikyBaTucs MOXKYTh JIMIIE 00’ €KTH KJaciB, IO YCIAJKOBaHI BiJ KJacy
AActor, abo ycmaakoBani Bix kiacy UObject 1 HanmexaTh 00’ekty Tuny AActor
(To6TO0 pexkypcuBHUI BUKIWK MeTony GetOwner() B KiHII KIHIIIB MOBEpPHE OO’ €KT
tuty AActor). Ilpu iboMmy He KoxkeH 00’ekT Tumy AActor MOBUHEH PEIUTIKYBATHUCH:
3a peruUlikallilo BiAMOBigae BIAcTUBICTL 00°exkTy bReplicates Ttumy bool (3a
3amoBueHHsSM false). Takum 4YWHOM, akTOpiB, sIKI HE BIUIMBAIOTh HAa IUIMH TpU
(HampukJIag, Bi3yaidbHiI €(EeKTH), MOXKHA HE CTBOPIOBATH Ha CEPBEPi, a CTBOPIOBATH
JIUIIIE Ha KIIIEHTaX.

OxkpeMuM MeXaHI3MOM OOMIHY JJaHUX MIXK CEPBEPOM Ta KIIIEHTOM € MEXaH13M
Bianenoro Bukiuky nanux (RPC, remote procedure call). Ieit mexaHi3m J103BOJISIE
CepBEpPY BUKIMKATH MPOIIEIYPH Ha KIIEHTI, a00 KIII€HTaM BUKJIMKATH MPOIEAYPH Ha
cepBepi. Lleit mexani3M HaiiyacTilie BUKOPUCTOBYETHCS ISl HAJICUJIAHHS TOMINA 3

cepBepa Ha KJIIEHT Ta 3 KJI€EHTa Ha cepBep. [IpukiiaioM Takoro BUKIUKY MOXe OyTH
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peaxiiisi cepBepa Ha BBOJI KOpPHUCTyBaya: KII€HT, OTPUMABIIU BBOJ BiJ KOpPHCTyBaya,
Bianpasisie RPC Ha cepBep, cepBep oOpoOsisie 3amuT Ta pearye Ha BBOJ (IO3BOJISIE
ab0 3a00poHsE B3aEMO/II0 KOPUCTYBaya). [HITUM MPHUKIAIOM MOKe OyTH CTBOPEHHS
Ha KJIIEHTAaX aKTOPiB, 11O BIAMOBIAAIOTH 3a Bi3yajbHI €(DEKTHU: OCKUIBKU BUJILICHUM
cepBep He Bi3yadidye rpy, 00 HE BHUTpadyaTh pPECYpCH CepBepa, JOCTATHHO
HAJICUJIATH KJIIEHTaM 3alluT Ha CTBOPEHHS Bi3yaJbHUX €(EeKTiB, 3aMICTh CTBOPEHHS Ta

Unreal Engine 5 miaTpumye HaCTYIHI THIH B1IJATIEHOTO BUKIUKY MPOLIETYP:
- 3 BOJIOJIIFOYOTO KIIIEHTY Ha CEpPBEP;
- 3. cepBepa Ha BOJIOMIIOUNN KITIEHT;

- 3. cepBepa Ha yCl KIEHTH.

[Ile ogHUM Ba)KJIMBUM MEXaHI3MOM IpU OOMiHI JaHUX € BOJOMIHHS 00’ €KTOM.
Kosxen 00’ekT HanmexuTh a0 cepBepy, a00 0JHOMY 3 KJI1€HTIB. BosiogiHHS 00’ €KTOM
BU3HAUYAETHCSI 3HAUEHHSM, sIKE€ MOBepTae peKypcuBHUM BUKIUK GetOwner(). SAxmio
noBepHyTe 3HaueHHs Mae Tl APlayerController — num 00’€KTOM BOJIOII€ KITIEHT, 11O
SKOTO BIHOCUTHCSI BIAMOBIHUNA KOHTpoJep. B iHmomy pas3i 00’€KTOM BOJIOIE
cepep. Lleit MexaH13M BUKOPUCTOBYETHCS JJIs1 JOJAATKOBOTO KOHTPOJIIO PEIUIIKALIEI0
(HEemMa CeHCy pEeIuTiKyBaTH KIJIbKICTh peueld B IHBEHTapl yCiM IpaBIsiM, a HE TIUIbKU
IPaBIIIO, YUH 11€ THBEHTAP), @ TAKOX JIJISI KOHTPOJIIO BIJIJAJICHOTO BUKIIUKY TIPOLIETYP
(HedecH1 TpaBIli, MAaKOYM JOCTYI A0 HaM’sTI KOMITI0Te€pa, MOXYTh CIpoOyBaTu
BUKJIMKATH NIPOLIEYPY BiJ] IMEH1 1HIIIOTO TPaBIIA).

He wmeHm BaXJIMBUM KOMIIOHEHTOM MEpPEKEBOi B3aeMOJii B Tpl, IO
BukopucroBye pyuriii Unreal Engine 5 € onnaitn-niacucrema. OnnaitH-niacucrema —
e Hallp KOMIIOHEHTIB, IO J03BOJISIOTH a0CTparyBaTH KOJ B3a€MOJIi 3 OHJIaiH-
miaTopMaMu BiJl KOHKPETHOI OHJaWH-TuIaTpopMu. TakuM 4YMHOM, PO3POOHUK Mae
MO>KJIMBICTh MTUCATU OJUH KO, AKUI OyJie BAKOPUCTOBYBATH PiIHY OHJIANH-CUCTEMY

Ha KoxkHii mmatdopmi (Steam a6o EOS na OC Windows, Xbox Live na Xbox Series
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X, Tomio), He myOmorYl Woro s KoxkHOi miaaTdopmu. OHIAWH-TACHCTEMA Mae

HACTYITHUM HaO1p KOMITIOHEHTIB:
- JIOCSITHEHHS;
- 30BHIIIHIN 1HTEp(EC KOpUCTyBaya;
- JApysi;
- aBTOpH3aIlisl Ta aBTCHTH IKAIIIS;
- JIOCKa JIJIepIB;
- [PUCYTHICTH;
- TOKYIIKH B TPI;

- IrpoBi cecii;

2.3. Apxirektypa mrty4yHoro intejsekty B Unreal Engine 5

Jlnst peamizanii wrydHoro iHTenekty B Unreal Engine BUKOpHCTOBYEThCS Kiac
AAIController, sikuif Moxke MaTH B c001 BCIO JIOTIKY MOBEAIHKA KOHTPOJIbOBAHOTO
aktopa. Tum He MeHmI, Juis crpoineHHs peam3aiii joriku Unreal Engine Takox
HaJa€ MOXJIMBICTh BUKOPUCTAHHS AepeB nmoBeaiHkH, 1ocku (blackboard), 3anutu no
cepenoBuIla, Ta KoMnoHeHty cupuiusaTTs LI

JlepeBo MOBEMIHKU — 1I€ CIOCIO MPEeACTaBICHHS MOBEIIHKU aKTOpa, 10 MOXKE
OyTH TpeACTaBI€HA y BUIJIANI HampaBiIeHOro naepeBa. OCHOBHUMH €JIE€MEHTaMU

JiepeBa € KOMIO3UTHI BY3JIH, 3a7a4i (JIUCTS), IEKOPATOPU Ta CEPBICH.

- Komno3uTHi By3n1u — By3:iu, 110 MaroTh qo4ipHi By3au. B Unreal Engine 3a
3aMOBYYBAHHSIM € HACTYNHI KOMIIO3UTHI BY3JIM: IMOCHIJOBHICTh (BUKOHYE
Mo 4yep3l ycl JOYipHI BY3JIM [0 MepIIoi HEBJanoi), oOupad (HaMmaraeThcs
BUKOHATH IO 4Yep3l yCl JOYipHI BY3JIM 1O MEpIIoi BAAOl), MapajeibHa

(BUKOHYE TOYipHI BY3JIU MapaiesIbHO)
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- 3agadi — By3JM, 10 HE MAIOTh JOUYIPHIX BY3JiB 1 MPEACTABISAIOTh ATOMAPHY
nito. [IpukiagamMu € mepeMilieHHs], BUKOPUCTAHHS MPEIMETY, OUiKyBaHHSI,

TOLIO.

- Jlekopatopu — eIEMEHT JepeBa TOBEHIHKH, IO JOJAETHCS  JIO
KOMITO3UTHOTO By3jJa abo 3amadi Ta MoaAudiKye BHUKOHAHHS BY3Ja.

Hamnpuknaa: noBTOpUTH 11110 N pa3iB, 3aBXKIM BBAXKATH 110 BIAJIO0, TOIIIO.

- CepBicH — €JIEMEHT JiepeBa IMOBEIIHKH, 110 JOJAETHCA O KOMIIO3UTHOTO
By3Jla ab0 3aja4yl Ta BUKOHYETHCA 13 33JaHOI0 YACTOTOK 3aBXKIH, MOKU
BUKOHYEThCS TUIka. Takumu €: BcTaHoBiieHHs (okyca LI, 3amutu m0

Cepe0oBUIIA, OHOBJICHHS JaHUX, TOIIIO.

7. Behavior Tree

7. Behavior Tree

e Pickup Flag

Pucynox 2.4. - Ilpukiian aepeBa moBeniHKH s Tigoopa dary

Jlocka (blackboard) — xoMIOHeHT, SIKM MOkKHa Has3BaTh «mam saTTio LLI».
Jo3BoJisse 30epiraTd B co0l JaHi, 10 MOXYTh 3HaJOOUTHCH TiJ YaC BUKOHAHHSI
JiepeBa MOBEAIHKHY.

3anuTy 10 cepeaoBuIa (environment query system) — cuctema, 1o J103BOJISIE

koHTposiepam Il orpumyBaTu 1HQOpMALII0 PO HABKOJMUIIHE CEPEIOBHUIIE.
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[TpukmagaMu MOXyTh OYyTH: «3HAMTH HANOMMKUE YKPUTTS», «00paTH BUMAAKOBY

TOYKY Ha KOJIl pajilyca r HaBKOJIO IPaBIs», TOMIO.

EQ_FindEnemyFlag

%2 Update Graph

ActorsOfClass; generate set of actors of CTFFlag

radius: 500.0

FlagFit

Team

Pucynox 2.5. - Ilpuknag 3amury [0 CEpeloBHINA I MOMIYKY Quary
CyNpOTHBHUKA

KomnionenT cnpuitaarts I — komnoneHT, mo no3Bosisie KoHTposepam LI
pearyBaTi Ha HAaBKOJIMILIHE CEPEOBULIE IMITYIOUM JItOACbKe 4yTTs. lIpukimagamu
TaKUX «4YTTIB» € «31p», «CIyX», peakilis Ha OTPUMaHI MOIIKOIKECHHS,

nepeadaueHHs i TpaBiis, TOIIO.
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PO3/ILI 3
IMILJIEMEHTAIISI TP DALDOS 3 BAKOPUCTAHHSIM PYIIIS
UNREAL ENGINE 5

3.1. IlocranmoBka 3agaui. TexHiuHe 3aBaaHHA

[IpoananizyBaBIId OCHOBHI TEOPETHYHI KOHIEMIII MOOYyJ0BH BiJEOIrp Ta
JIOCKOHAJBHO JOCTIAMBIIM TIOMYJSPHI 3apa3 >KaHPH BiNEOIrOp, BHUOKPEMHBIIU
OCHOBHI TYHKTH, SKHX CJiJ JOTPUMYBATHUCS, MOXXEMO CQOPMYIIOBATH OCHOBHE
3aBJaHHs 1€l KBamidikamniiiHoi poboTu Oakanaspa:

CrpoekTyBaTH MPOTOTUIT KOMAHIHOTO TE€PONCHKOTO IIyTEPy Bil TPETHOI
0co0H, OCHOBHOIO 33/1aU€l0 KOMaH/[ B AIKOMY € 3a0paTu (iar 3 6a3u CynpoTHUBHUKA 1
MEePEeHEeCTH Ha CBOKO 0a3y (pexum «3axBar (uary»), NMOeAHAHUW 3 MEXaHIKaMHu
0araToKOpHUCTYBAIILKUX OHJIAH OOMOBHUX apeH: rpaBIll HE TUTLKK MalOTh | 3/110HICTb,
ayie 1 MOXKyTh OynyBaTH OAIlITH Ta BUKIUKATU «MIHBHOHIBY, 110 KEPYIOTHCS ITPOBUM
IITYYHUM 1HTEIEKTOM.

J1J1st BAKOHAHHS TTOCTAaBJICHOI METU HEOOX1THO TIOCIIJOBHO BUPIIMIUTUA HACTYIHI

3ajaul:
- Po3pobuTti 0CHOBHUIA KOMIIOHEHT, IO BIJMIOBIJA€E 32 JIOTIKY I'pU

- CrhpoekTyBaTH Ta pO3pOOUTH KOMIIOHEHT, IO BIJIMOBIJAA€ 3a B3aEMOJIIO

rpaBLs 3 IPOIO
- ChopoeKkTyBaTH Ta peasi3yBaTH KOPUCTYBaLbKUI 1HTEpdEc rpu

- CropoekryBaTh Ta  pO3pOOMTH  KOMIIOHEHT, IO  BIAMOBIZaE  3a

0araTOKOpPUCTYBAaLbKY TPy OHJIAH.

3.2. IlporpamMHa cTpyKTypa

3.2.1. 3araabHa apxiTtekTypa
Jlsig HamycaHHS MPOTOTHUITY BUKOPUCTOBYeThes pyi Unreal Engine 5. Sk 1

Oynp-sikuil (peiiMBOpK, BIH Tnependavyae 3a3Jalieriib BHU3HAYEHY apXITEKTYpYy
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npoekta. BukopuctaHHS 1i€i apXiTEKTypd O3BOJSIE JOMOITHCS HaMOLIBIION
e(eKTUBHOCTI pOOOTH Ta IIBHAKOAII pYyIIisg, a TaKoX HalledeKTUBHIIIE
BUKOpHCcTOBYBaTH API pymris.

OcCHOBHMMHU KOMIIOHEHTaMU OyJib-aKkoro npoekty Ha Unreal Engine e:

Tabmuns 3.1 - OcHoBHi koMnoHeHTu rpu Ha Unreal Engine

Hazsga Onuc

Pexxum rpu BinmoBimae 3a «mpaBuiia Tpu»: IMOYATOK
Ta KIHElb MaT4y, JIOTIKY B3aeMOJIii

I'paBIliB MK cO00I0, TOILIO

Cran rpu Bxirouae B cebe iHpoOpMaIlito, 1Mo’ s3aHy

3 XOJIOM T'pH 3araJibHy JiJIsl BC1X IPaBIIiB

KonTtponep rpaBms «IIpencTaBHUK» TpaBIls B I'pi, BIAMOBIAAE
3a OTPUMaHHS BBOJY BiJ TPaBIs Ta HOTO
00poOKy (abo jneneryBaHHs OOpOOKH

HEOOX1THUM aKTOpaM)

HUD Bignosinae 3a intepdetic (Heads-Up
Display) rpaBus
CraH rpaBus Bxuitouae B cede 1Hpopmalito, OB’ si3aHy

3 XOJIOM TPH KOHKPETHOTO TPaBIIs, ajlie He
NOB’sI3aHy 3 KOHKPETHUM aKTOPOM, SKUM
BOJIOJII€ TpaBellb (HAMPUKIAL, PAXYHOK

rpaBIis)

[Ipu bOMy MPOEKT MOKE MICTUTH JCKIJIbKA Mall, a JJIsI KOXKHOT Marmi OKPEMO
BCTAHOBJIIOIOTHCS peatizailii KO)KHOTO 3 IIUX KOMIOHEHTIB. Mary Mo)kKHa BU3HAUYUTH

SK CTaH TPH, SIKAUW Mae CBil HaOlp aKTOPIB 1 PEXKUM TPH.

3.2.2. CTpyKrypa miaridiB npu Bukopucransi Lyra
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[lounnatoun 3 Bepcii pymis 5.0, po3pobnuku pymiss Epic  Games
PEKOMEHIYIOTh BUKOPUCTOBYBATH Yy SIKOCTI OCHOBHU T'pu NpoekT Lyra. ['010BHOM0O
ocobnuBicTi0O Lyra € BHCOKa SIKICTh 3a3/1ajieTib peaji30BaHUX MEXaHiK, 10 YacTo
BUKOPUCTOBYIOThCS (1HBEHTAp, PO3MOJLI Ha KOMAaHIU, TOIO), @ TaKOX ii BHUCOKA
MOJYJIbHICTh, IO JO3BOJSE PO3LMIUPUTH a0O JOMOBHUTU OyAb-sIKy 3 HAlHUCaHUX
CHCTEM Ta 3 JIETKICTIO JOTMCYBATH CBOI 3a MOTPEOH.

[Ipy mpomy fAemo 3MIHIOETBCS apXiTEeKTypa I'pH Ta IUIMH iHImiam3amii. Jis
JIOCATHEHHS BUCOKOI MOAYJIbHOCTI Lyra mpornoHye BUKOPUCTOBYBATH CIUIBHUN KJlac-
cnaakoemerlb AGameMode aJig ycix pexuMiB rpu, Ha BIIMIHY BiJ] OKPEMOI0 KJacy
JUIsT KOXHOro pexkumy. [lpm npoMy Kiac pexuMy TpU BIANOBIIAE JUIIE 32
(YHKUI0OHATIBHICTh, CIUIBHUMA JJI YCIX PEXHUMIB, TAKUU K MIJKIIOUYECHHS TPaBIIiB
OHJIaliH, CTBOPEHHSI KOHTPOJIEPIB TPaBIIiB, JOJaBaHHSA TPaBIIB Ha KapTy, a TaKOX
3aBaHTaXXEHHS «JOCBIAIBY» (experiences). B HOBIl apXiTeKTypl JOCBII — L€ HaOIp
JIOAAaTKOBUX KOMIIOHEHTIB, sIKI TpeOa Jojatu A0 HEOOXIHUX akKTopiB, 1 fAKl 1
peanizyloTb HEOOXIAHUM ISl pekuMy rpu (QyHKIIOHAN. 3aBISKH Takii apXITEKTypi
MiABUIIYETHCSI MOMAYJBHICTD, CIPOIIYEThCA TEPEBUKOPUCTAHHS KOAY, a TaKOX
3 ABJISIETHCSI MOKJIMBICTh IMHAMIYHO 3aBaHTa)XKyBAaTH Ta BUBAHTAXYBATH «JIOCBIIN,

3MIHIOIOUY TIPaBUJIa I'PU Ha XOJy.

M OutputLog B Cmd v
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Pucynox 3.1. - [Ipuknag BusHaueHns «aocsimgy» B Unreal Engine 5 Lyra
[Ipu BUKOpHUCTaHHI TaKOi apXITEKTypH 3’ SIBISETHCS III€ OJHA HEOOX1JHa 3MIHA
B CTPYKTYpi MPOEKTY: MOMIJIHMBICTh BHOKPEMHTH KOXCH PEKHMM TPH B IUIATIH, IO

3HAYHO CIIpOoIny€ CTBOPCHHA Td PO3IOBCIOKCHHSA JOIIOBHCHD IJIA I'PH.

3.2.3. CTpyKTYpa NpoeKTy
Oxpim Oe3mocepeIHRO KONy, KOKHA Tpa TaKOX MICTHUTh «acetm» - (aiau
300pakeHb, mpudrtiB, My3uku, tomo. Ha Bimminy Big koma, Unreal Engine ne
HakJ1aJia€ OOMEXEHb Ha CTPYKTYpPY JAUPEKTOPIN aceTiB, OKPIM TOTO, 1110 KOJ MOBUHEH
30epiraTucst B AUpeKTOpii Source, a acetu — B aupekropii Content.
Ockinbku  Project Gryphon BukopuctoBye Lyra, acetu, mo mnoB’si3aHi

Oe3nocepeHbo 3 irponaaoM Oynu BuHeceHl B 1uiariH ShooterCore, B AUPEKTOPIIO

HeroCTF.
Tabmuug 3.3 - CtpykTypa qupektopiil B mpoekTi rpu Project Gryphon

JupexTopis Onmc

Abilities Blueprint-knacw, 0B’ s13aHi 31

3J1I0HOCTSIMU TPaBIIiB

Buildings Blueprint-knacu, moB’si3aHi 3 OymiBIIsSIMH,

K1 MOKYTh OylyBaTH T'paBlli

Filters Blueprint-knacu, nos’si3ani 3 QigbTpamu
aKTOPIB JIsi BUOIPKOBOTO 3aCTOCYBaHHS

edeKTiB Oy/iBEb

Flag Blueprint-knacu, mos’si3ani 3 iarom
Input AceTn, 1MOB’s13aHi 3 BBOJJOM KOPUCTyBaya
Maps Kaptu

Materials Hletinepn

Minions Blueprint-knacu, moB’s3aHi 3 Bparamw,

10 KEPOBaHI IITYYHUM 1HTEIIEKTOM
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Phases

Blueprint-kmacwu, moB’s3aHi 3 pazamu rpu

PlayerComponents

Blueprint-kiacw, OB’ s13aHi1 3
JOJTATKOBUMHU  KOMIIOHCHTAaMH  aKTopa

rpaBLs

Ul

Blueprint-kiacw, OB’ s13aHi1 3

iHTepdeiicom KopucTyBaya

3.3. IHcTpykuis KopucTyBaya

Po3pob6iena mporpama BIAMOBIZa€ yCiM OCHOBHHUM BHMOTaM JO CHUMYJISIIIL

TaKOro pojia Tpu: HassBHUM (DYHKIIIOHAI AJI1 TPU BIIOCTHOX OHJIAHH, TOJIOBHE MEHIO,

MEHIO I1ay3H, OCHOBHHUU I'€UMILIEH.

IaTepdeiic rpampHOro mpolecy OyB CHPOSKTOBAHWM 3a MPHUHIUIIAMU

MIHIMAQJII3My TakUM YHHOM, IIO0 y TpaBls Ha €KpaHl 3aBkAu OyJ0 MIHIMyM

€JIEMEHTIB OKpIM rpajibHoOro mojis. [lpu npomy, ctuib iHTepdeiicy OyB 3pobiieHui B

CTWJII HAyKOBOi (haHTAaCTUKH, a cama Ipa Bi3yaJIbHO IMOBUHHA HaraayBaTH OOpPOTHOY

poOOTIB, a HE KUBUX JIFOJICH.

[Ticns 3amycKy Tpy KOPUCTYBad MOTPAIUILE€ B TOJOBHE MEHIO, JI€ BIH MOXE

1oYaTu rpy abo BUMTH 3 Hel.
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Show Tabs

Detected 8iobjectsioaded in,PostLoau i PEUeanEmIne may cause hitches as we're blocking async loading to preSGeEd

Pucynok 3.2. - '0J10BHE MEHIO TpH
[licns HatuckanHs Ha «Play» rpaBenb mnorparuisie 10 €KpaHy TOJOBHOTO

TeUMILIETO.

— - " T~
: 3 s 4
e[l W R e gl s ynerozeing to pra-lazd e,

Datdatded ) Pastlazed whils streaming, this may causd i

Pucynok 3.3. - ['osioBHUM redMIUIEN TPU
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Pucynox 3.4. - 30BHIIIHINA BUTIISA IFPOBOi MaIH

Buu3y rpaBenb Moke MOOAQUMTH IIKady 3J0pOB’s Ta cBOi 3a10HOcTL. Ilpm
BUKOPHUCTAHHI 3/110HOCTI i KHONKA CTa€ HEAKTHBHOIO Ta MOYMHAE 3allOBHIOBATUCS
IKaja nepe3apsiky 310HOCTI.

3Bepxy BIIOOpaKaeTbCsd MOTOYHMA Yac MaTdy, IOTOYHUM paxyHOK Ta
KUIBKICTB OaltiB, sIKy HEOOX1HO HaOpaTH JiJIs IEPEMOTH B MaTYi.

[lo meHTpy po3TallOBaHWW MPULII, a MPABOPYdY BHU3Y MOXXHA MOOAYUTH
KUTBKICTh TIATPOHIB, 110 3aJTUIIMIMCH B 000MMI1 10 Mepe3apsi K.

[lix yac rpu rpaBelb MOXE BUKOPUCTOBYBATH CBOi 3A10HOCTI Ta OyJayBaTH Ha
KapTi OamTH, 110 HAAAKOTh MO3UTHUBHUN €()EKT COIO3HMKAM, a00 HEraTUBHHUM epeKT

BOpOTaM.
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Pucynok 3.5. - [loOynoBana Gaiirta, 1110 HAHOCUTh MOIIKOIXKEHHSI BOpOTam
['omoBHOWO 3amadero TpaBIsl € 3aXONMUTH (Jlar CYNPOTHBHHKA Ta JIOCTaBUTH

1oro Ha cBoro 0a3y.

Pucynox 3.6. - I'paserrp, 1m0 3axonus ¢iar, Hece HOTo Ha CBOIO 0a3y



it
A L_ShooterGym

€ Selection Mode v

Pucynok 3.7. - Expan nepemoru
VY rpi TakoX HasiBHE MEHIO IMay3H, Yepe3 sIKe I'PaBellb MOKE MPOJOBKUTH TPy

HiCTs ay3u, BUMTH B TOJOBHE MEHIO a00 B MEHIO HAJIAIITYBaHb.

B_Flag_C /ShooterMaps/Maps/UEDPIE_O_L_CTFMap.L_CTFMap:PersistentLevel B_Flag_C_0 has natively added scene component(s), but none of them were set as the actor’'s RootCor

Pucynok 3.8. - Menro naysu

B 1pi Takox HasBHE MEHIO HaJAIITyBaHb, B SKOMY TIpaBlli MOXYTh 0OpaTu

noTpiOH1 iM HaJamTyBaHHs rpadiku, MOBH Ta BBOIY.
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A setting with the name "QuickSlot_T_Secondary” from config "ShooterCoreDefault_KBM" has already been added! Please remove duplicate name

WINDOW MODE

Windowed Fullscreen

+ Windowed Fullscreen ]

Pucynok 3.9. - HanamryBanHs rpadiku
[Ipu momanpIOMy PO3BUTKY MPOTPaMHOIO 3a0€3MEUYEHHS MJIAHYEThCS TAKOXK

JI0JIaBaHHSI MOKJIMBOCTI OaraTOKOPHCTYBALIbKOI TPU YEPE3 MEPEKY.
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BUCHOBOK
OTtxe, y pe3ysibTaTi BAKOHAHHS KypPCOBOi poOOTH OYyJIM BUKOHAHI Ta 3aBEPIICHI

HACTYITHI IOCTaBJICH1 3a1aui:

[To-niepmie, Oyau BUBYEHI TEOPETHYHI 3acajJi Cy4acHOi pO3poOKH Bijeoirop,
Steam, Good Old Games ta Epic Games Store Ha HasBHICTb peajizailiii aHaJIOTTYHUX
irop.

[lo-npyre, Ha OCHOBI OOpaHMX HJsi PO3POOKH MPOTPAMHO-TEXHOJIOTIUHUX
pilieHb O0ys0 po3po0JEHO CTPYKTYpPY ITpH, BKIIOYAIOYM apXITEKTYpy B3aeMOJIl Ta
B32€MO3B 513Ky 00’ €KTIB Ta aKTOPIB.

Byno npoBeneHo qocaiKEHHS MONMYJIIPHUX HUHI KaHPIB Ta KOHKPETHUX 1r0p,
a TaKOX CIPOEKTOBAHO BJACHY TPy HAa OCHOBI PE3yJIbTaTy UX JOCIIIKEHb.

Ha ocHOBI JocCiiKEeHUX 3JKaHpIB Ta 1rop, po3poOJeHOi apXITEeKTypu Ta
CTPYKTYpU TpH OyJsio 3p00JICHO pIllIEHHSI BUKOPUCTOBYBATH JJI peaiizailii irpoBUid
pymiit Unreal Engine 5 Ta moBu mnporpamyBanHs C++ 1 Blueprint (BizyanbHa).
BukopucroByroun 1ell CTeK TEXHOJOri Oyjgo  po3poOJICHO  Mpalouy

OararokopuctyBaibKy rpy Project Gryphon.
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JTOJATKH
JTOJATOK A

ACTFFlagDropZone :: OnBeqi (AActor= OverlappedActor, AActor® OtherActor)

RV bt o steirre vty

(!0OverlappedActor OtherActor)
(UCTFFlLagBearerComponent* FlagBearerComponent = OtherActor—Fi <UCTFFlagBearerComponent>()]

(ACTFFLag® Flag = FlagBearerComponent—3Get 1edl (1]

raTeamSubsystems TeamSubsystem = Get [)—EGet tem<ULyraTeamSubsystem=(];

(! TeamSubsystem)

bFlagBearerIsAlly = TeamSubsystem— [« OverlappedActar, Otherfctor) =
ELyraTeamComparison:: OnSameTeam;

bFlLagIsEnemy = TeamSubsystem— [ & OverlappedActor, Flag) =
ELyraTeamComparison :: DifferentTeams;
[(bFlLagBearerIsAlly &5 bFlagIsEnemy)

Message.Verb <+ = TAG_Lyra_FlagOnBase_Message;

Hessage.Instigator = OtherActor;

bIsInTean;
TeamSubsystem—F1 I tor(0therActor, bIsInTeam, Hessage.ScorerTeamID];
eamSubsystem—Fi ! tor(Flag, bIsInTeam, Hessage.FlagTeamID];

mk MessageSystem = UGameplayMe

HessageSystem. B t (Hessage.Verb, Message);
FlagBearerComponent—Det F {:

Flag—Set 1tingR [

(Flag);

Pucynok Al. - Peanizaiiis moBepHeHHs ¢iary Ha 6azy



* LyraTeamSubsystem =

(LyraTeamSubsystem— pareTe { etOwner(), Flag) — ELyraTeamComparison::DifferentTeams)

Flag—Set ier( F
FAttachmentTransformRules FlagAttachmentRules EAttachmentRule :: SnapToTarget,
EAttachmentRule :: SnapToTarget,
EAttachmentRule :: KeepWorld,

(UMeshComponent* BearerMesh = GetOwner () —Fir ponentt <UMeshComponent>())

Flag—AttachT ponent(BearerMesh, FlagAttachmentRules,

FlagAttachSocketName);

Flag—AttachToAct (GetoOwner(), FlagAttachmentRules, FlagAttachSocketName);

Pucynok A2. - Peanizaiiist 3axonsieHHs ¢uary

TOJATOK B

Pucynox b1. - Peamizariis ckopunry (migpaxyaky 0aniB) Ha MoBi Blueprint
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© Vandle Victory

Pucynox B2. - Peanizanisa ckopunry (mapaxyHky 6ainiB) Ha MoBi Blueprint



