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PE®EPAT

O6csr pobotu 39 cropinok, 20 umrocTparlii, 25 mKepen Nocuiianb, 3 TabIuIIl.

PVIIIN, TEKCTYPA, CIIPAUT, AHIMAILIIS, FLIPBOOK, BLUEPRINT,
CLASS, UNITY, UNREAL ENGINE, ACET, TUIAT'TH, INTAT®OPMEP.

O06’exTOM POOOTH € Tpolec po3pOOKH IrpoOBOro J0JaTKa 3 BUKOPHCTAHHIM
pyuriiB Ta 6e3 Hux. IIpenMerom poOOTH € IrpOBUE pyIIiid, MPU3HAYCHUN I

PO3pOOKH IrPOBUX JOAATKIB.

Meroto poOOTH € aHami3 JeSKUX HAasBHUX Ha PUHKY ITPOBUX PYIIIiB,
MOPIBHSAHHS MIJIX0/IB pO3pOOKHU T'PU 3 BUKOPUCTAHHAM PYIIiB Ta 0€3 HUX, a TAKOK

JIOTIOMOTa Y BUOOP1 PyIIis JIJIsi CTBOPEHHS 1Irop JjIsl TOYATKIBIIB Y pO3pOOIIi irop.

MGTOI[I/I p03pO6JIGHH$II MOACIIOBAHHA, JACKIIAPATUBHC IIPOIrpaMyBaHH:].

[ncTpymenTu po3pobnenss: Unreal Engine 4.

PesynbraToM po3po0ku € onuc mpouecy po3po0oKku 06a3ucy irpoBoro 101aTka
y JKaHpl JBOBHMIPHOTO IUIATPOPMEPY 3 BHKOPHCTaHHSAM irpoBoro pyuris Unreal

Engine 4, a TakoX NOPIBHSUIbHA XapaKTEPUCTUKA PO3TIIIHYTUX ITPOBUX PYILIiB.

[IpakTuuHe 3HAYEHHSI TOJSATAa€ B OTPUMAaHHI MEPBUHHOI 1H(OpMaIi Mmpo
NOMYJISIpHI pyIIii, 0O Mae€ JAOMNOMOITH Yy IIBHAIIOMY BHOOpPI Kpamoro mis

PO3B'sI3aHHS MTOCTABJICHOI 3a4a4i.

VY xo/1 BUKOHaHHS poOoTH OyJIM OTpUMAaHH1 BIIOMOCTI MPO JABA MOMYJISIPHUX
ITPOBUX PYIIIisl Ta BUKOPUCTAaHI HA MPAKTHIN MiJl 4ac po3poOKu Oa3ucy irpoBOro

J0/1aTKa y *KaHp1 IBOBUMIpHHM miiatdopmep.
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CKOPOYEHHS TA YMOBHI IO3HAYEHHSA

2D — nBoBUMIpHUH;

2.5D — n1Ba ¢ MOJIOBHHOIO BUMIPY;

3D — TpuBUMIipHHIi;

MII — moBa nporpamyBaHHS,

[1K — nepcoHanbHUI KOMIT 1OTEp;

Al — Artificial Intelligence abo mITYy4HUI 1HTENEKT;
EG — Epic Games;

IDE — Integrated Development Environment;
OpenGL — Open Graphics Library;

SFML — Simple and Fast Multimedia Library;
USD — nonapu Cnonmyuenux IlltatiB AmMepuku;

UE — irposwii pyuriii Unreal Engine.



BCTYII

Ouninka cyyacHoro cradHy o0’ekra po3podku. Ha croroani iHmycTpis
KOMIT IOTEPHUX irop € 00’€MHUM PUHKOM po3Bar. Lleil puHOK MpUXOJUTh Maiixe y

Oy/Ib-gKe MiCIle, Ky AICTAINCh KOMIT FOTEPH SK TaKl.

Po3pobka irop «3 Hyss» 3aliMae BENUKY KIJTBKICTh Yacy, yepe3 HeOOX1THICTh
MIPOJYMAaTH BCl aCMEKTHU ITPOBOTO CBITY. BojgHOYAC y BCiX irpax € Jemnio CHijbHe.
Hacammepen me motpeba mpomanbOBYBaTH 300pakKeHHS Ha eKpaHi, ¢i3uka
nepeTuHy o00’€KTiB, HEOOXITHICTh peakilii Ha JesKl NOoAll, SIK, HaIpHUKIa,

HAaTHUCKaHHA KHOIIOK Y1 CMCPTb I'PABLIA.

3BaXkalouu Ha BEJIHMKY KIJIbKICTh 3araJIbHUX MOMEHTIB y po3po0iii irop Ta Ha
MO>KJIMBICTh YHI(IKalli, He Oakarouu NEepenucyBaTH 0a30Bl aCHEKTH irop 3HOB 1
3HOB, MPOTPAMICTH CTBOPUJIIU TaKy CYTHICTb SIK «ITPOBUH PYIIi», IO B3SIB 111 0a30B1

¢dyHKLIi Ha ce0e, ToJMIIaoYu Ha po3pOOHHKA JIMILIE JOTIKY B3a€EMO/IIi 00’ €KTIB.

Hapasi icHye HU3Ka irpoBux pyuiB. Lle MOXyTh OyTH SIK 3aKpUTI pylIii mifg
OJIHY KOHKPETHY I'py, TaK 1 pylIii y BUIbHOMY AOCTYIIl Ha SIKMX MO>KHA CTBOPIOBATH

HIUPOKHUM CIIEKTP 1rop.

Sk nmpukian pyurs il KOHKPETHOI rpu MokHa HaBectu Encore Engine [1]
po3pobiieHoro kommaniero Wargaming [2] mist rpu World of Tanks [3]. IlepeBaroro
TaKOTo MiJX0/y € ONTUMAJIbHICTh Y paMKax KOHKpETHOI rpu. L{e# pymiit omHO9acHO
J03BOJISIE BUJABATH TYyKE JIETali30BaHy KApTUHKY Ha TMOTY)KHUX MalllMHAX Ta

3aIyCKAaTHCh 3 HEBEJIMKUMHU BUMOTramMH 10 Tpadikd HaBiTh Ha KOMII IOTEpax 3

Windows 2000 [4].

[Tpuknagamu pymriiB y BUIbHOMY JOCTYII I7Isl IIUPOKOTO criekTpa irop € Unreal
Engine [5] Ta Unity [6]. IlepeBaramu Takoro miaxoay € 6ararodyHKI10HATbHICTb,
KpoctutatGopMHicTh. OKpEeMO BapTO 3a3HAYUTH, 1110 1€ IBA HAMOUTBII MOIMYJISIPHIX

pyuuii [ 7], ToMy Hagani pobota OyJie 30cepe/KeHa came Ha OPIBHSAHHI [IUX PYLIIiB.



AKTYaJbHICTh POOOTH TA MiICTABHU JIA il BAKOHAHHS. by/1b-XTO, XTO Oaxae
MOPUHYTHU Yy CBIT pO3pOOKHU 1TOp Ha MEPIIOMY XK €Tarll 31 TOBXYETHCS 3 MPOOIEMOI0
BUOOPY TEXHOJIOT1H 1715 X po3poOku. KimrouoBoto cepes1 TeXHOJIOTIH € caMme IrpoBUiA
pyIIiii.

{06 HAOYHO MPOAEMOHCTPYBATH (HYHAAMEHTAIbHICTh TEXHOJIOTIH 1rPOBOTO
pylIis y mpolieci po3poOKu irop, y paMKax JaHoi poOoTH Oyae po3po0IIeHO T101aTOK
0e3 BUKOPHCTAHHS ITPOBUX PYIIIiB, po3po0JIeHO 0a3uc Tpyu 3 BUKOPUCTAHHSIM

IrPOBOTO PYIIIis Ta BAKOHAHO MOPIBHIHHS JIBOX IT1IXO/IIB.

Mera i 3aBganns podoTu. Metoro kBasniikaiiHoi poOOTH € aHa13 HasBHUX
TEXHOJIOT1i PO3pPOOKHU 1rop, a TAKOXK JOMOMOTa y BUOOP1 pyIIisl [IJIsi CTBOPEHHS 1rop
JUIS TIOYATKIBIIB Yy po3poOIll irop. s JocsirHEeHHs 1€l METU MOCTaBJICHO TaKl

3aBJIaHHS.

e  Po3pobka nmpocToi rpu 6€3 BUKOPUCTAHHS ITPOBUX PYIIIIB.
e  Ornsa HassBHUX HAa PUHKY I'POBUX PYIIIiiB.
e  Peanizaiiist npocTOi rpy 3 BUKOPUCTAHHAM PO3TISHYTHX ITPOBUX PYLIIiB.

e [lopiBHSAHHS PO3MISIHYTUX ITPOBUX PYIIIiB.

O0'ext, MeToau ¥ 3aco0m po3podieHHss. O0’€eKTOM pOOOTH € TIIPOIeC
pO3pO0JIEHHS IEBHUX ACMEKTIB IrPOBOI JIOTIKU 3ac00amMu HasiBHUMH y pyiuii Unreal
Engine [5] ta Unity [6] Ta 6e3 ix Bukopuctanus. [Ipeqmerom poOoTH € irpoBuii
pyIIii, TpU3HAYEHUN I8 PO3pOOKU IrpoBHX AojaTKiB. OCHOBY poOOTH CKIIaB

aHaJi3 MmpoIecy po3poOKu irop.

[1ix yac po3poOKU MPOrpaMHOIro MPOIYKTY BUKOPHUCTaHA €BOJIIOLIITHA MOJIETh
PO3pOOKH, peatizallito 3iHCHEHO K Ha OCHOBI IMIIEPATUBHOI, TakK 1 JICKJIapaTUBHOI

MapaJurM NporpamMmyBaHHS.

Mo:xausi cepu 3acrocyBannsi. Cdepa 3acTocyBaHHS ITpOBUX PYIIIiB —

pO3poOKa irop Ta IrpoBUX J0JIATKIB.



PO3JILI 1.

OI'JISII HASIBHUX HA PUHKY TEXHOJIOT'THA PO3POBJIEHHS
Irop

Hapasi 0CHOBHOIO TEXHOJIOTIEI0 JITIs1 pO3POOKH 1TOp € irpoBuit pymriii. B3arami
py1riit — 11e cepue rpu. Bin BifmoBigae 3a aHiMalIli1o, Bi3yasizallito, Ppi3uKy, 3ByK Tak
Oarato yoro iHmoro. Bix mporpamicTa BUMara€Ttbcs JUIIEC MPABUIBHO 3a0aTH

JIOTIKY BCIX IIUX PEUEH.

Jesiki koMIaHii HAyTh HUISXOM pO3poOKM BiiacHOro pymiis. Hampukian
pymriit enCore [1] Bix xkommanii Wargaming [2] s 1i HaliBIZOMIIIIOTO TPOEKTY

World of Tanks [3].

[Ipore s MEHIMX PO3POOHMKIB, Oylb TO OJHA JIIOAWHA, YU HEBEIUKA
dipma, TpocTiliie BUKOPUCTATH HasiBHI rOTOBI pyirii. BoHM mar0Th Kymy pi3HUX
IHCTPYMEHTIB, 110 MOJETIIYIOTh pPO3pPOOKY HOBOi TIpH, SK JIOCBIIYEHUM
mporpamictam, Tak 1 HoBaukam. OCHOBHHMX TaKMX y CY4YaCHOMY CBITI irpOBHX
po3po6ok aBa: Unreal Engine [5] Ta Unity3d [6]. B xoai po6oTu Oyie BUKOHAHO

MOPIBHSIHHS Ta OIKC HEJIOMIKIB Ta MepeBar KOXHOTO 3 HUX.

[Ipote oOpaHni A1t HOPIBHSIHHS PYILIi HE € BAUEPITHUM CIUCKOM yCiX HassBHUX
TEXHOJIOT1M Ha chOoToAHI. CIHMCOK ICHYIOUUX PYIIIiB € 3HaYHO IIMPIIUHN, TOMY 3a

OakaHHSM YUTAa4 MOXKEe 00patH iHIMH [8].

[ToTpiOHO 3a3HAuUWTH, IO MiA Yac BHOOPY pyulist JUisi PO3pOOKH CIIijl

3BEpHYTH yBary Ha HacTYIIHI BIACTHBOCTI:

e Moga po3pobku (C++, C#, Tormo).
e [lnardopmu, mo niarpumyroThes pyuriem (Window, Linux, Tomro).

e Po3MipHICTh Pe3ysbTyI0uoro mpoaykry (2D, 2.5D, 3D).



PO3JILI 2.

PO3POBKA ITPOCTOI'O ITPOBOTI'O 3ACTOCYHKY BE3
BUKOPUCTAHHS ITPOBUX PYIIIIB

g po3pobku rpu Oyno oOpaHo mMoBy mnporpamyBaHHs C++. [IpuunHoro
TaKoro BUOOpPyY Oyia BIIHOCHA HU3bKOPIBHEBICTh, SIKa MOTPEOy€e OIBII A€TaIbHOTO

po300py MeXaHIK HanmucaHHs rpu [9].

[Iporpamu Ha CH++ MOXyTh OyTH [JyXe CHIBHO NPHUCKOPEHI TIpH
ONTUMAJIbHOMY HaNMCaHHI, 110 € BEJIMKOIO0 IEpPEeBarol MpU PoOOTI 3 BAXKKO

00YHCIIFOBAaHUMHU OTIEPAIISIMU, JIO IKMX BIAHOCUTHLCS 1 podoTa 3 rpadikoro.

Ocki1bKH, B IIbOMY BUIIAJKY 3a/1aueio OyJjia po3poOKa irpoBOro 3aCTOCYHKY
0e3 BUKOPHCTAHHS FOTOBHUX PYIIIiB, JJIsi poOOTH 3 rpadikoro OyJI0 BUKOPUCTAHO
610motexy Simple and Fast Multimedia Library [10]. SFML € nan0ymnoBoro Haj

OpenGL [11] 1 m03BoJIsI€ OLIBII MPOCTO MPALIOBATH 3 300PAKEHHSIM.

30Kkpema, BOHA J103BOJISIE 3aBAHTAXYBATH B IIaM’SITh TEKCTYpPH1 300pa’KeHHH,
poOUTH 3 HUX TPSIMOKYTHI CIIPaliTH, MOBEPTATH iX 1 MPOMAIbOBYBATH Y 3aJaHIi
Toulll ekpany. Takoxx SFML mae nekinbka npueMHUX OOHYCIB HE IMOB’SI3aHUX 3
rpadikoro. L 6i0mioTexa BMi€ 3UUTYBaTH Ta MOJABaTH Y 3pyYHOMY I 00pOOKHU
Burisial moxli. Oxpim 1poro Oi0mioreka SFML BMmie 3amyckaTu, 3ynUHSTH,
CHOBUIBHIOBATH Ta MPUILBUIIIYBATH MPOrpaBaHHS MY3WYHHMX TPEKIB JJi Balloi

rpu. OxpeMo Tpeba 3a3HauUTH, 1[0 POIMIUPEHHS TPEKiB Mae OyTH y opmari *.0gg.
Jlns po3po6ku Bukopuctano IDE Microsoft Visual Studio 2013 [9].

Jlng  ManroBaHHS  TEKCTYpHHUX  KApTUHOK  BHKOPHUCTOBYBAaBCS — CalT
pixilart.com. VY MOpiBHSHHI 3 1HIIMMHU PEJAKTOpaMU BIH JO3BOJISIB 3pYUHIIIE
3BEPTATUCH JO OKPEMOTO TIKCEISI, III0 B MOiX 049ax OyJI0 epeBaroro 4epe3 HeBEIHKI

PO3MIpHU TEKCTYPHHUX KapTHUHOK.
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2.1. Ilpu3HayeHHs i Wijli CTBOPEHHSA 3aCTOCYHKY
2.1.1. Bumoru 10 3aCTOCYHKY

ITin gac po3poOKKU AaHOTO IrpoBOTrO Jo0jaTKa 0€3 BUKOPHUCTAHHS ITPOBUX

pyIIiiB OyJI0 MOCTABICHO JICKIJIbKA IiICH.

e BacHOpyd MPOWTH BC1 €Tay po3pOOKHU TPH.

e HapuuTtuck po3po0isITH Ta peaizyBaTH apXiTeKTypy AOJATKY.

e HapuuTuch mpairoBatd 3 rpadikor0 Ha JesKoMy 0a30BOMY piBHI
(mo3uIIiroBaHHSI Ta MATIOBAHHS TEKCTYPHUX KAPTHHOK HA EKPaHi)

e (CTBOPUTH NPOCTUH IITYYHUH THTENEKT AJis1 OOTIB Y I'pi.

PeanizoBanuii irpoBuii J10JaTOK MOBUHEH OYyTH pPO3paxOBaHUN Ha OJHOTO

rpaBils, 0€3 BUTPAITHOTO (hiHATY.

VY roj0BHOro repos NOBUHHO OyTH KiJbKa Pi3HUX BUAIB 30pOi, SIKi IOBUHHI
OyTu 30aj1aHCOBaHI i NEBHY ITPOBY cUTyalito. boenpunacis ass 30poi Ha MOYaTKy
rpu OBUHHO OyTH a00 Mano, abo 30BCIM He OYyTH, 1100 3MYCUTH TpaBlLs UIyKaTH

pecypcH 1o KapTi.

Cawmi pecypcy MOBUHHI 3HAXOJIUTUCH Y IEBHUX MICIISX, MOJIOKEHHS SIKMX TEXK
TeHEPYETHCS BUMAAKOBUM YMHOM. OCKUTBKH Tpa MOXe OyTH HECKIHUEHHO JIOBTa, a
KapTa OOMEXEHa, PEeCcypcH y MICHSIX 1IX CXOBY TOBHHHI TEPIOJAUYHO

IIOHOBJIIOBAaTHUCH.

Takox, Ha KapTi MOBUHHI ICHYBaTH TOYKHU MOKpanieHHs 30poi. B mux toukax

MOBUHHA OYTHU MOXJIMBICTh TOKPAITUTH MEBH1 XapaKTEPUCTUKH 30POi.

2.1.2. Bumoru 10 ¢pyHKUiH, IKi BAKOHYIOTHCS 32CTOCYHKOM
Pozainumo rpy Ha irpoBi ciienu. Takux clieH Oyne 1’ sTh. ONUIleMO KOXHY
CIIEHy OKpeMO 1 BH3HAYMMO HeoOXimHi ¢yHKIii ajs KoxkHOi creHu. Hamam
300pa3uMo TaOJUIICI0 ITPOBI CIIEHUW Ta HEOOXITHUM 10 HUX (PyHKIIOHAT (AUB.

tab. 1).



Taoauus 1. Cuenu ta ix GyHKIT

11

IrpoBa cuena

BizyanpHa ckiagoBa

dyHKITIOHAJIbHA CKJIa0Ba

I"'o10BHE MEHIO

Ilepen rpaBueM NOBUHHO

TIOCTaTH YOTUPU KHOIIKH:
1) 3aBaHTaXXUTH Ipy.
2) Ilodatu HOBY TpYy.
3) HamamryBaHHs.

4) Buxin.

Jlana irpoBa crieHa MOBHHHA
NIEPEBOUTH TPABI JI0 1HIINX
ITPOBUX CIIEH 200 3aBEPIIUTH
poboty

IporpaMu  IIpPHU

HATUCKAHHI IIEBHUX KJIABIILI.

HamamryBannus

TekcroBut ommuc il
IIEBHUX KJABIII I 4ac
IpH. [lepemukau

CKJIQJIHOCTI TPH.

MOXIIUBICTD 3MIHEHHS

CKJIQJTHOCT1 HACTYITHOT TPH.

['onoBHa irpoBa

cleHa

['paBenb MOBUHEH OAUNUTH
YacCTUHY IrPOBOr0 TOJIS
HaBKOJIO ceOe Ta 00’ €KTH
Ha

HbOMY,  BHOpaHy

rpaBleM 30poto,
KUIBKICTh MATPOHIB  JI0
oOpaHoi  30poi, O4YOK
KUTTS Ta OpOHI, T'paHat
Ta 4Yac OO0 HOBOI XBWJI

BOPOT'B.

FpaBeuL IIOBHMHCH MaTHu

MO>KJIUBICTb PYXaTHCh,
CTPUIATH, KUJIATU TPaHATH Ta
B3a€EMOJIATHA 3 HABKOJIUIIHIM
CBITOM. MOXJIUBICTE
MOCTaBUTU TPy Ha may3y Ta

BUUTH JI0 TOJIOBHOT'O MEHIO.

Minikapra

MaciraboBane
300paK€HHSI ~ ITPOBOTO
oJyist. Bugumi, HeBHAMMI
Ta HE BIAKPHUTI KIITHHKA
OJIA IMOBUHHI
MOKa3yBaTHCh T10-

pizHOMY

['paBenib  TOBMHEH  MaTH

MO>KJIUBICTb PYXaTHCh,
CTPUIATH, KHJIaTH TPAaHATH Ta
B3a€EMOISATH 3 HABKOJIHUIIHIM
CBITOM. MOXIIUBICTE

IIOCTaBUTHU TPy Ha may3y Ta
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BUUTH JO0 TOJIOBHOI MEHIO

IrpOBO{ CLIEHHU.

5. | Cuena Knaonku o Bubopy 36poi | Jlunamiune MOKpaIeHHS
MOKpaIleHHS Ta  BJACTUBOCTI  JUJIA | XapaKTEPUCTUK 30poi.
30poi MOKpAILEHHS. Knomka | MOXJIUBICTE  TIEPEUTH 110

«TOKPALTUTHY. TOJIOBHOT I'POBOI CLICHH.

2.2. Peasizanisi 3aCTOCYHKY
Beworo y rpi peanizoBano 29 kinaciB y 7 920-tu psakax koxy. [iarpama

KJIAC1B 3HAXOJUTHCA y IOJATKy A.
[Ipu «pyuHiit» peanizalii rpu Oyjau HasBHI TPU CTail.

1. OTtpumanHs Ta 00poOKa oAl BiJ KOpUCTyBaya.
2. BukonaHHsi HEOOXIAHUX JIid, pyX yCIX PyXOMHUX OO’€KTIB y TIpi Ta
nepeBipKa Ha MEePeTHH TUX 00’ €KTIB, IO MEPETUHATUCH HE TIOBUHHI.

3. MantoBaHHs HOBOI KApTUHKHU Ha €KpaHi.

Okpemo 1IbOMY Mepeaye 3aBaHTaXKEHHS MOTPIOHUX JAaHUX /10 ONEpPaTUBHOI
naM’sTi  (HampukiIag TEKCTYPHUX 300pakeHb), Ta OKpPEMO Mpolec Tpu

3aBEPIIYETHCS 3BUIbHEHHSIM BUKOPHCTAHOT IIaM’SITi.

2.2.1. Peaui3aliisi roJIOBHOIO MEHIO
[lepma irpoBa crieHa, siky 0auuTh rpaBellb — 1€ TOJOBHE MEHI0. 3a Horo
peamizaiito  BIANMOBIIAalOTh kiachm MainMenu Ta Button. Ilomepennno
3aBaHTAXYIOThCS PUPTH A1 BIAOOPAKEHHS Ha KHOIKAX y TOJOBHOMY MEHIO,

TaKO0 CTBOPIOIOTHCS 00’ €KTH KHOTOK JIJISI MMOJAJIBIIOTO iX B1IOOpakKeHHS.

3a 006poOKy moii TI0O0ABHO BIAMOBIAAE KIIAC TOJIOBHOTO MEHIO, TIPOTE MPHU
MoAll «HATUCKAHHS KHONKMW» KO)KHA KHOIKA 3MIHIOE CBIM cTaH camocTiiHO. Kiac

MEHIO JIMIIE HAJIa€ 110 MO0 y 3pYYHOMY BUIJISIL IO 00’ €KTIB KHOIOK.
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Jlasni, KHOIIKa MOX€e TOBIIOMUTH, 1110 BOHA OyJia HATUCHYTA. Y BIANOBIIL HA
e KJi1ac MeHio a0o 3BUIbHSE MaM’sITh Ta 3aKpUBAaE rpy, ado mepenae KepyBaHHS
KJIacy HaJallTyBaHb, a00 CTBOPIOE €K3EMIUISp Kiacy TpH W mepenae KepyBaHHA

HOMY.

2.2.2. HanamryBaHHs
3a 1110 CIIEHY BIAIOBIIAaIOTh Kiacu Settings, Button ta ToggleBox. Bce mio
KOIThCSl TYT aHAJIOTI4YHE JIO TMOIEPEIHbOI CIICHH, 32 €UHUM BUHSITKOM. 3MIHCHHS

ToggleBox npu3BoauTh 10 3MiIHEHHsI 3Ha4eHb T0J11B y Kiaci GlobalVariable.

2.2.3. Peasizauisi roJIOBHOTO irpoBOIo npouecy
[lepmmuii MyHKT y 5KUTTEBOMY ITUKJI1 TPU — 3aBaHTAXKEHHSI HEOOX1THUX JTAHUX.
3a Bi3yanbHy 4dacTuHy Biamnosigae GraphicsManager. 3a momnepeAHIO reHepallito
KapTH Ta 3B’sI3aHKUX 3 HEIO 00’ €KTiB BiamoBigae EnvironmentManager. Yce iHie, sk
1 KOMaH/y J10 3aBaHTXKECHHSI IAaHUX Yy TOMEPEIHIX KJIaciB 1a€ TOJIOBHUHN KJIAC TPy —

Game.

O6poOkoto Mol 3aliMaeThCs Kac TpU, IpoTe 0OpOOKY YaCTUHU MOJI1 BiH
MOKE JIeJeryBaTh 1HIIMM Kjacam. Sk mpukiaa, mpu cipobi 310patu pecypeu 3i
cxoBHIll 00poOKa 1€l moli generyerbes 10 EnvironmentManager sikuii nepesipsie,
YH JTOCUTbH OJM3bKO TpaBellb JI0 CXOBHIIA; YA MOXHA 310paTH PecypcH 31 CXOBHIIIA,
OISl SIKOTO TpaBelb CTOITh; TE€HEPYE PECYPCH BUIAJAKOBUM YMHOM Ta MEpelae ixX

IPaBIfO IHKPEMEHTYBABIIIN MOTP1OHI 3MIHHI.

[Ipu nepexo/ii BiJ rOJIOBHOI IrpOBOT CLIEHH JI0 IHIIUX KJIaC TPH JIETIErye Kiacy
GraphiscManager noito Ta OCTaHHIM BXXe BHOMpae HEOOXiIHY clieHy (iHTepdeiic
KOXHOI CILEHM peai3oBaHl OKpPEeMUM KIJIAcOM) 1 Tepelae KOMaHAYBaHHS

MAaJIFOBAHHIM 1H.

Ham #ine BukoHaHHs Aii Ta pyx. llepimie mo poOWThCs, 1€ TEPEaAETHCS
3HAYEHHSI MPOIIEHOTO MPOMIKKY Yacy, 3 MOMEHTY OCTaHHHOI'O BUKOHAHHS JiH, J10
ycix 00’€KTiB, sIKI TOBUHHI MPaLIOBATH Yepe3 NEBHI MPOMIXKKH yacy. Lle moxe 0yTu

K 30pos, sfiKa CTPLIsie Yepe3 MeBH1 MPOMIKKH, TaK 1 TeHepaTop XBUJIb BOPOTIB.
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Ham #ine pyx ycix o0’ekTiB. PyxoMumu 00’€KTamu SIBISIFOTHCS TPaBellb,

BOPOTI'HU, KYJIA Ta I'paHaTa.

[Ticnst Toro, siK BCl 00’ €KTH OyJM TepeMIIIeHH] TTPOBOIUTLCS TIEPEBIpKa Ha
MePETHH «MaTepiaibHUX» 00’ €KTIB MK c00010. MartepialibHi 00’ €KTH I1€ CTOBOYpHU
JIEpPeB, CXOBUINA, 00 €KTH TMOKpAIeHHs 30poi, BOPOTH, Kyl Ta TpaBemb. YcCi
MaTepiabHi 00’ €KTH € MPSIMOKYTHUKAMH, 32 BUHATKOM JIEPEB, /e MaTepialIbHUM €

ix cTOBOYp (mesiKe KO0JIO, sSIKe MEHIIIE HiXK BUAMMA Ha €KpaHi KPOHA).

SIkmo oauH 3 00’€KTIB, K1 MEPETHYIUCS € KyJs, TO WIe MepeBipKa, XTO €
LIJUTIO KyJI1 (TpaBelb YA BOPOT). SKIO KyJid BIy4HJIa Y LiJIb, TO 3 L1 CHUCYIOTHCS

OYKH 370pOB’s Ta/ab0 OpOHS.

SAxio oouaBa 00'€KTH € PYyXOMUMH, TO, SIKIIO OJUH 3 00’ €KTIB € OYTUHOK Yn
JIEPEBO, TO PYXOMHH 00’ €KT MEPEMIITYETHCSA TOPU3OHTATHHO UM BEPTUKAIBHO TaK,
100 YHUKHYTH MEPETHHY. SIKIIO 31TKHYIMCH TpaBellb Ta BOPOT — I'pa 3aKIHIYETHCS,

BBaXKAETHCS, 1110 TPaBEIlb MPOTPaB.

OcranHIM #iae reHepamis ycix NmoTpiOHUX 00’ekTiB. Takumu 00’exTamMu
MOKYTbh OyTH Ky 31 30p0Oi rpaBls Y BOPOTiB, FpaHATH YU HOBI XBUJII BOPOTIB. 3a
reHepallio Kyjib BiAMoBiAar0Th 00’ ekt Weapon, 3a renepaitito rpasat kinac Game,

a 3a re”epaiiiro BoporiB WaveManager.

Hactrynuuwm #ine mamoBanHs. 3a MaimtoBaHHs BianoBijnae GraphicsManager,
KWW 3alycKae TIEBHUN CIICHApid MaIOBaHHA, SIKAW, CBOEID YEpror, Mepeaae

KOMaHJTy «ITpOMaTioil cebe» moTpiOHUM 00’ €KTaM.

[ndopmariiss, mo came NpoMaIbOBYBaTH MOKE 30MpaTHCh NapaliebHO 3
IrPOBUM IIPOLIECOM, SIK Y BUIIAJKy MIHIKapTH, TaK 1 pO3PaxoByBaTUCh Y CAM MOMEHT

MaJIFOBaHHsI, SIK Y BCIX IHIIIUX MOMEHTAX.

€ okpemi pedi, sIKi TOTPeOYIOTh ONMKCY Ta HE BIHMCAJIUCH y BUIIIEC BUKIIAJACHY

Moenb po3noBifl. [lepetlimemo 1o HuX.
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[lepure, mig yac reHeparlii HOBOi XBHJII BOPOTIB BiIOYBaeThCs 30€peKEeHHS
nporpecy nanoi rpu. Ile 30epekeHHs Bi0OyBaeThCs JIHIIIE TIPU TTOBHOMY 3HHUIIICHHI
NOTIepPEeIHBOI XBWII, Ta TOBHICTIO TEpENnucye mnomnepeane 30epexxeHHs. Takum

YUHOM B OJMH MOMCHT BH MOXKCTC MAaTH JIMIIIC OJHC 36€p€}KCHHSI.

pyre, rpy MOKHa IOCTaBUTH Ha may3y. JlJIsi IbOro TrOJIOBHHM KJIac IpU
cTBOpIOoE ek3eMIuisip kiacy GamePause. OcraHHIN TOBOpHUTH OJIOKYy pPyxXy Ta
BUKOHAHHS MO HIYOIO HE pOOMTH JOKM He Oyjae 3HATa Iay3a, B TaKOXK

JIOMaJIbOBY€E MOBEPX 1rpoBoi ciieHu Hanuc “Game Paused”.

Okpemoro omnucy 3aciyroBylOTh BOPOTH. AlJie HE camMi BOPOTH, a Te, IO
3MYIIY€ IX pyXaTUCh Ta BUKOHYBaTH Jii. Al 60TiB 3p0o0sieHul 3 BUKOPUCTAHHIM
natepHy State Machine. [leski imei s CTBOpeHHA OOTIB 3alM03WYyBAIHCH 3
HaBYaJbHUX B1JIEO Ta KHUT MO PO3POOIIl iIrop Ta MMTYYHOTO 1HTENEKTY A0 HuX [12,

13].

2.2.4. llpukyaam peajizaunis irpoBoOro 3acCTOCyHKY
[Ipu «pyuHiil» peanizauii IrpOBOrO 3aCTOCYHKY, CEpeJl 1HIIOro, HEOOX1aHO
Oys0 pearizyBaTu MepeBipKy Ha MEPETUH TpaBIlst/Bopora 13 OyaiBiasaMu (00’ €KT aJis
nepexojia 10 pekuma MOoKpailleHHs 30poi, Ta aHrapy s 30opy pecypci). Cama
nepeBipka Ha MEPETHH BUKOHAHA JIOCUTh TPUBIAIBHO, TOMY HE OyIeMO Ha Hii
3YNUHATUCh. A OT Jaji TNOTPIOHO BHU3HAYUTH, 3 SKOK 3 UYOTUPHOX CTOPIH
NPSIMOKYTHUKA TIEPETHYBCSI TpaBellb, Ta B Ky CTOPOHY HOTO 3MICTUTH, 100

YHUKHYTH CUTYallil IEPETUHY.

Inest anroputmy mossira€ y BUKOPUCTAHHI OPIEHTOBAHOI TUIONT TPUKYTHHUKA,
a came, ii 3HaKy. B3gBIM 1B1 MPOTUIIEAKH] BEPIIMHU NPSIMOKYTHUKA, IKUH YTBOPIOE
00’exT OyAiBIl, MU OTPUMAEMO AlaroHaiab 00 €KTy. 3HAWIIOBIIM OPIEHTOBAHY
IUIONTY TPUKYTHHUKA 32 BEPIIMHAMHU, 1110 € ABOMA OOpaHMMH KyTaMU NPSIMOKYTHHKA
Ta LEHTPOM OO0’€KTy TpaBLs MM MOKEMO 3HATH, BHUIIE YW HUXKYE 3a J1arOHAJb

rpaBellb.
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JIBi miaroHaii, CBOEK YEProro, MOAUIATH MPOCTIP HAa YOTUPH CEKTOPH, e
KOKHa CTOpPOHA MPSIMOKYTHUKa Oyje MOBHICTIO HaJe)KaTH OJIHOMY 3 CEKTOpIB.
OTprMaBIIM 3HAKOBY IUIOILY Ui OOOX JlaroHajell MU MOXEMO OJHO3HAYHO
BUSIBUTH, IO SIKOTO CEKTOPY HAJEXWUTh IpaBellb, a OTXKE 3 SKOK 31 CTOPIH BiH

nepetnyBcsi. parmentu peanizanii HaBeaeHo B Jlogatky b.

3a meBHUM MPOMIKOK Yacy, SKUH MPOXOJUTh MIX MPOMaibOBYBaHHSIM
KapTHUHOK, KyJIsl BCTHTa€ TOJOJIATH NEsAKY BiAcTaHb. B imeani, 1me 3BOIUTHCS 10
3a/1a4i MepeTUHY BIIPI3Ky 3 MPSIMOKYTHHKOM YU KoJioM. Po3B'si3aHHs qaHoi 3amadi

€ IOCUTh BaXKHUM JIJIs1 0OpaxyHKiB, TOMY OyJIO BUPIIIEHO 3pOOUTH 1HAKIIIE.

OckiIbKH Tpa pyxae 00’€KTH MPUOIU3HO KOXHI 20 MUTICEKYH 1 KIIBKICTh
00’€KTIB, 3 SKUMHU KyJIsi MOXE IEPETHYTHCh HE € JOCHTh BEJIMKOI, TO OYJO

3p00JIEHO HACTYITHE PIILICHHS:

® PO3PAaXOBYETHCS BIAPI30K, SIKUM BCTHUIJIA IPOUTH KYJIS;
® JaHui BIAPI30K IITUTHCS HA 5 PIBHUX MIABIIPI3KIB,;
® TOYKa, SIKa BIANOBIJA€ KIHIIO LBOTO MIABIAPI3KY, Y HANPAMKY PYyXy Kyl

3alUCY€ETHCS Y OKPEMUN MaCHB.

[ Hamam Mi OTpUMY€EMO 3a/ady HE MEPETUHY BIIPI3KY Ta QIrypH, a 3a1ady
nepeBipKa HaJIEKHOCTI TOYKH (Irypi, € TOYHOIO € OJHA 3 I1’TU TOYOK Ha LUISIXY

pyxy Kyii. @parmMeHnTu peanizaili HaBeneHo B Jlogatky b.

[ToBHMIT KO peamizamii 3HAXOAUTHCA 3a IOCHJIAHHAM Ha BIAKPUTUI

peno3utopiii Ha GitHub [14].

2.3. BUKOpHCTaHHSA irPOBOr0 3aCTOCYHKY
VY iHCTpyKINli KOpucTyBada OyayTh HaBEJEHI LTIOCTpAIlli iIrpOBUX €KpaHiB 3
KOPOTKAM TEKCTOBHM OMNHCOM Ta MiJMUCAHUMH OCHOBHMMHU (YHKI[IOHATEHUMHU

CIICMCHTaAMU.

1) TonoBue wmeHto. Ha ekpani rpaBenp Oaunth 4 kHOmku: «HoBa rpay,

«IIponosxkutn», «HanamryBanus» ta « Buittu» (auB. puc. 1)
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7 ECO game - 0o X

Pucynok 1. ExpaH rojioBHOro MeHIO
2) HanmamryBanusa. Tyt rpaBens 0aunTh (DyHKIIIOHAT OCHOBHUX KHOIIOK TPH,
MO’K€ 3MIHMTH CKJIQIHICTh T'PU Ta MOBEPHYTHUCH /10 TOJIOBHOTO MEHIO (JMB.

puc. 2)

W - move up

S - move down

A - move left

D - move right

G - throw grenade

E - interact with object
M - show minimap
Esc - pause

<4 Easy »p

Back to menu

Pucynok 2. ExpaH HamamTyBaHHs

3) Cuena mokparieHHs 30poi. I'paBerb 60aunTh KiIBKICTh OYOK MOKPAIICHHS,

MO>Ke BUOpaTH 30pOr0 Ta XapaKTEpUCTUKY JJIs MOKpalleHHs (AuB. puc. 3)
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Engram points: 1 Press E to exit
‘ Improve Le*q
I- Reloading | |
L* Accuracy | |
Lﬁ Damage | |
"'ﬁ Ammo loot | |

Pucynok 3. ExpaH nokpaiieHHs

4) T'onoBHa irpoBa ciieHa. ['paBelis 3 inTepdeiicy Moxe oTpUMaTH iHGOpPMAITi0
PO HOMEP HACTYITHOI XBUJI1, Yac 10 HACTaHHS HACTYIHOT XBUJI1, JIOTH MOI1H,
00’€KTH JTI0BKOJIa cebe, KUTbKICTh 0YOK 3710pOB’si Ta OpoHi, BUOpaHy 30poro,

KUIBKICTB MATPOHIB JI0 HEl y Mara3uHi Ta B 3a1acl Ta KUIbKICTh IpaHar. (JuB.

puc. 4).

Loot storage
find 105 bullets for AK o -

find small first aid k|t
find 1 grepade - . a4 A =
Getldamage x2 ,
— s
A .

' | mn [HANGAR
CLOGE:

296s

Pucynoxk 4. Expan ro0BHOI IrpoBOi CLIEHU
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5)  Minikapra. CxematnyHe 300pakeHHS IirpoBOro CcBiTy. (IuB. puc. 5)

Pucynok 6. Expan naysu

2.4 BucHOBKH 32 pe3yJIibTATaMH PO3PO0OKHU I'pu 0e3 BUKOPUCTAHHS PYLIist
[lepeBaru: Po3po0ka rpu 6€3 BUKOPUCTAaHHSA PYIIIIiB Ja€ PO3POOHUKY O1IbIILY
BJIAJy HaJ MpOIECaMU, II0 BUKOHYIOTHCA Yy Tpi. YCs JOTiKa BiJ 3aBaHTaKCHHS

nepmux AaHuxX J0 MOMCHTA 3aBCPIICHHIA pO6OTI/I NporpaMHOro IMnpoaAyKTy €
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3pO3yMUTUMU ¥ KOHTPOJBOBAHUMHU. [CHYE MOXXIUBICTH MiAIOpaTH ONTHUMAaJbHI

METO/IM BUPIIIECHHS TUX UM 1HIIHUX 33]]a4 Y paMKaX KOHKPETHOT'O IrPOBOT0 IIPOEKTY.

Henoniku: binbury dactuHy po3poOku 3aiiMae HANMUCAHHS OCHOB, SIKi
pearnizoBaHi y cydacHuX pymrisix. [IpobieMHO TakoX OHOBJIIOBATH MPOTPAMHUIA
3aCTOCYHOK. ICHyIoTH  ckmajgHomili 3  MIATPUMKOIO  KPOCIIAT(OPMHOCTI.
HeoOxigHicTh 3amydaTu OUIBINY KIIBKICTh CTOPOHHIX 010/110TeK (HAmpUKIIaa

SFML) cTBOpIO€ pU3UK MpOoOsIeM MpH MOTSHIIITHOMY OHOBJIEHI ITUX 010J110TEK.
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PO3JILI 3.

OI'JIsI] OBPAHUX ITPOBUX PYIIIIB

3.1. Irposuii pymiii Unreal Engine

Ha moyatky po3riasitHeMoO KO>KHHUH PYIIii OKpeMo, a TIOTiM MOPiBHAEMO ix. |

nepmumM 10 po3riany notparisie Unreal Engine (nuB. puc. 7).

UNREAL

ENGINE

Pucynoxk 7. Jlorotun Unreal Engine

Onuc pyukionany irposoro pyunsi Unreal Engine HaBenemo Ha OCHOBI Oyzie

st Bepeii 4 (UE4), mpote Hapasi Bxke HasiBHa Bepcis Unreal Engine 5 (UES), sika
BUHWIIUIa HA MOMEHT 3aBEpIIEHHS HAMMCAHHS 11i€i poOOTH, TOMY PO3TIISAIATHCh HE
Oyzne. Ale, OCKUTbKH pO3pOOHUK 3asiBUB, 1110 Mpo€kTu Ha UES OymyTh 3amyckaTuch

1 Ha UE4, To MOXHa pOOUTH BUCHOBOK, IO PO PYILiS HE MaJlO CYTTEBUX 3MIH.

3.1.1. Icropis po3Butky pymis Unreal Engine
Po3pobkoro UE 3aiimaetbes kommnanis Epic Games (EG) [15] (auB. puc. 8)
sKa ICTOPUYHO 3aiiManiack po3pookoro irop. [lizuime EG 3actyBanu cBiii mara3zuH
irop Epic Games Store [16] sikuii € OgHUM 3 JBOX HaWOLIBIIMX Mara3uHiB

KOMIT FOT€PHUX 1r0p.
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Pucynok 8. Jlorotun Epic Games

Came miz yac po3poOku oHi€i 3 irop 0yB cTBopeHuit nepmmid UE y 1998-my

pori [17]. Leit pymiii BuaaBaB ayxe SKICHY, 32 KAHOHaMH TOTO 4acy 3BICHO K,
KapTHHKY, OMEpPYyBaB BEIMKHMH ITPOBUMH piBHsIMH. [IpoTe mmaToro 3a me cramu

BHUCOKI BUMOTH JI0 MTOTY>KHOCTEH KOMIT FOTEPIB, 110 Haja cTaHe «Bi3uTiBkoro» UE.

Hesnos3i micnsa mporo BuitmoB UEL.S y saxomy mokpammiack MepeskeBa

CKJIaJIOBa, 1[0 CIPOCTUJIA CTBOPEHHS 0araTOKOPUCTYBALIBKHUX 1TOP.

VY 2002-my pori BuitimoB UE2, ne nepepoOuiu nesiki MeXaHiKU BCEpEIHHI
pylIis 1 TOKpaumin poo6oTy 3 rpadikoro ta ¢izukoro. [IpogoBxkeHHs y BUTIISII

UE2.5 B sikult oanu miATPUMKY KOHCOJIEH.

Buxin UE3 Big3HauMB HE TIIBKHU IMOKPAIICHHS BXKE HAsSBHOTO (PYHKITIOHAITY,
aie 1 Oyna BuNylleHa OE3KOIITOBHA BepCis pyllis, Ky 3 PaliCTIO MOYalu

BUKOPUCTOBYBATH Pi3H1 PO3POOHUKHU.
Bixxe y 2014-my porti BuitiioB UE4 sikuii Tpo/TI0BKUB PO3BUTOK y HAMPSMKY
KOMIT FOTEpHOT Tpadiku.
5-ro kBiTHs 2022 poKy BiIKpUTUM Jj1s 3aBaHTakeHHs ctaB UES.
3.1.2. MoBa nporpamMyBaHHs Jisl pO3PO0KH
CamM pymiiii Harcanuit MoBoro rporpamyBanus C++ [9]. lana MmoBa € 10CUTh

CKJIQJHOIO JJI ONaHyBaHHS 4Yepe3 HEOOXIHICTh PO3POOHHKY caMOMy KEpyBaTH

nam’sITTI0, Ma€ TOCUTh Majo BOyJIOBaHUX (YHKIIIM OOUYMCIIEHHS 1O MOJETIYIOTh
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po3paxyHnku. [IpoTe 11e Bce 1ie o/Ha 3 HAWMIBUAIIMX MOB, TOX IICJISI OTTAHYBAHHS
IpOrpaMiCT 3MOXKe TMHCaTH, 32 YMOBH BIAMOBITHOTO PIBHS HABHYOK, HyXKe

ONTUMI30BaHUN KO/ y TOMY YHCIII 1 3MIHIOBATH JIOT1KH 0a30BUX KJIACIB PYLIis.

[Topsin 3 UM, pymIii TakoX MiATpUMYy€e MOBY ckpunTiB Blueprint. L{s moBa
HiATPUMY€E Maike Bechb TOM caMuil (yHKIIIOHaJ, 1m0 Aae po3pobHuky C++ mpu
IIbOMY 3aBJIKH Bi3yasizallli y BUTJISIA1 OJIOKIB 1a€ 3MOTY pO3POOHUKY-TIOYATKIBITIO

JIETTIIE 3pPO3YMITH, 1110 1 SIK MPAITIOE.

Cepen obmesxeHb i BUKopucTaHHs Blueprint, sk mpukiiag MoKHA HAaBECTH
HEMOXKJIUBICTh 3MIHUTH 0a30B1 KJacu pyullis, YU NOpoOJeMH 31 CKIQIHUMHU
OOYMCIIEHHSIMH, TaKUMH SIK MAaHINYJIIOBaHHA TaOMUIIMH COTEHb TIpPaBLIB Yy

0araToKOpHUCTYBAIbKUX ITpax.

3.1.3. Incrpymenrapiii pymist Unreal Engine
Bech HasBHuit y pyuni mnepenik I1HCTPYMEHTIB JUIsi CTBOPEHHS 1rop

HAWBUIIOTO PiBHS JIOCTYITHUH PO3POOHHKY OJpa3y IMiciis 3aBaHTaKeHHs pyis [ 18].

OxpiM TOro, 3aBJSKM BEIUKIN Ta aKTHBHIN CIUIBHOTI ICHY€E 0arato pi3HHX
acceTiB, IIMATOUYKIB KOAy, MexaHIK (kK Ha C++, tak 1 Ha Blueprint) Axi Takox

JIOCTYTH1 PO3POOHUKY OJIpasy.

[Ipore He pEKOMEHAYETHCS BUKOPUCTOBYBAaTH YYXKUH KOJ SK TOJOBHY
YaCTUHY BJIACHUX MEXAHIK, OCKUIbKU BIH MOKe OyTH HEKOPEKTHUH Y paMKax Bamlioi
3a/1a4l, YM CKJIAJHUM Yy MIATPUMYBaHHI, OCOOJIMBO SIKIIO aBTOP KOy MPOJIOBXKYE

MOTO OHOBJIFOBATH.

Cepen npuxiaaiB iHCTpyMeHTapito HaBenaeMo [18]: Landscape — iHCTpyMeHT
11t ctBopeHHs ndanamadTy piBHsa; LOD — iHCTpyMeHT, 110 J03BOJIsSI€ 3MIHIOBATH

JeTaji3alliio TeKCTyp B 3aJIEKHOCTI BiJ] BIJICTaHI 10 «KaMepu» Ha 0a3l IPIOpUTETIB.

3.1.4. Jlinensiiini ymoBH1
3rigHo 3 JIIeH31HHOI yrojor, irpoBui pymmi Unreal Engine moskHa

3aBaHTAXXUTH Ta BUKOPUCTOBYBaTH Oe3korToBHO [19]. [IpoTe icHye nesikuii mopir,
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ICJIsI IKOTO BUKOPUCTAHHS PYIis (@ 11 MOXKYTh OyTH HE TUIbKH ITPHU, a, HAIIPUKIA,

KOMIT FoTepHa rpadika st (piabMiB) CTa€ TUIATHUM.

Konu noxin Big mpoaykiii y sikiit BukopuctoByetbesi UE (11e MOXyTh OyTH HE
TIIBKK ITpH, a, HAMpPHKIAA, KOMII'loTepHa rpadika y (ibMax) MEepeBEpPIIUTH

1 000 000 USD, Bonoxap npoaykiiii Mae criauayBatu 5% Bing npuOyTky [19].

3.1.5. BucHOBKH /10 XapaKkTepucTHKH irpoBoro pyuriss Unreal Engine
IrpoBuii pymnii Unreal Engine po3po6iiste kommaHisi, OCHOBHOIO TisIbHICTIO
AKOi € po3poOka irop. BiamosimHo, Lel pymiiid cHpsSMOBaHM caMe Ha SIKICTh

KIHIIEBOT'O TIPOJYKTY.

Bech QyHKIIOHAT TOCTYNHUI 0pa3y K MICIA BIAKPUTTS PYIIis, a BEJIUKa Ta
aKTUBHA CIJIBHOTA CTBOPIOE BCE OubINe 1 OUIbIIE TOMOMDKHHMX MaTepialliB Ta
aKTUBHO Oepe yd4acTb Yy BHIIPABIICHHI MOMMJIOK BCEpEIuHI pyulIis. 3a3HayeHi

BUIIPABIICHHS HE PI1KO MOMAJAI0Th 0 O(MILIHHIX OHOBJIEHb PYILIis.

Oxpemo 3a3HaUMMO BEJIMKUI MUIBIOBUM MEpioJl y OIUIATI 3a BUKOPUCTAHHS
pyuis, o Ao0pe s Maiux cTyIid. TakoX MO3UTUBHUM MOMEHTOM € HasIBHICTb
JIBOX MOB JUIsi PO3pPOOKH, 1110 TMOJErIIye «BBEJACHHS 1O PO3POOKU 1rop»

MOYaTKIBISIM, Ta BEJIMKA KUTbKICTh HABUAJIbHUX MaTepiamB [20].

[Tpote, irpouii pymiii Unreal Engine mae He 30BCiM IHTYITHBHO 3pO3yMiTHiA
JIM3aiiH BCEpPEIMHI CaMOro PeIakTopa, y>Ke BEJIMKY BUMOTIJIMBICT Y MIaH1 peCypcCiB

KOMIT FOTEpa, 110 YCKIIaIHIOE PO3POOKY Ha CIAa0KUX MalllMHaX.
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3.2. IrpoBwmii pymiii Unity
3.2.1 Icropis irposoro pymis Unity
Omxe, y nanexkomy 2005-my poi, pymriii Unity [6] Big Unity Technology
[21] cTaB OgHUM TIEPIIUM PYIIiEM, IO OyB OE3KOIITOBHUM 1 HaJaBaB IIWPOKUM
criektp iHcTpyMeHTiB [22]. Came Tomy Unity Hapasi Mae HaHOLIBIIY CHUTBHOTY

PO3POOHUKIB cepesl yCiX pYIIiiB.

[Ipore cmix posymitu, mo Unity Technology [21] 3aliMatoTbes po3poOKor0
pyiiisi, a He irop. BiAMoOBiAHO CHeKTp 3amad mepea HUMH CTOITh SIK 3pOOUTH

OaratoyHKIIOHATBEHUHN 1 3p03yMUIHI PYIIIiii.

Cnouatky pyuriit Unity OyB TubKU AJ1s1 oniepaniiinoi cuctemu Mac OS, npote

3roJI0M MOYaB MiATPUMYBaTU MOOUIBHI npuctpoi, Windows, Linux, Ta iH.

Bce 1ie npu3Beno 10 Benrue3Horo crpuOka Horo BUKOPUCTAHHI M Ha ChOTO/IHI
BIH CKJIQ/Ia€ 3HAYHY YaCTUHY ITOp Ha KOMIT FOTEpH Ta OUTbII HIXkK MOJIOBUHA ITOp Ha

MOOUIBHUX PUCTPOsiX [23].

3.2.2 MoBa nporpaMmyBaHHS J1JIsl PO3POOKH
Y Unity moBow po3podku € C#. lle enuHa MoBa, SIKOIO BH MOXETE

po3pobnatu irpu Ha Unity. IIpore, Oymyunm OOII-opieHTOBaHOIO, JOCHUTH

IHTYITUBHO 3pO3yMLJIOIO 1Sl MOBA HE € 3aHAJITO CKJIAJHOIO B ONTaHYBaHHI.

OxpeMo XOTUIOCH OU 3a3HAYUTH, 110 CIUIBHOTA CTBOPUJIA BEJIUKY KUIBKICTh

aceTIB Ta IUIAriHIB, 110 CYTTEBO MOJIETIIYIOTh PO3POOKY.

3.2.3. IncrpymenTapiii pymisi Unity
[HCTpyMEHTapiHt, SKuil MPONOHYE PYIIiA «3 KOPOOKH» HE € BUYEPITHUM 1 HE
3aBXIU € 3pydyHuM. [IpoTe y 1eil MOMEHT Ha JONMOMOrYy MNpUHIUIA CHUIBHOTA

KOPHUCTYBauiB.
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3aBASKH BEIMKOMY €HTy31a3My Ta JOCBiAY pOOOTH 3 PYLIIEM, y4YaCHUKU
CHUIBHOTH CTBOPHJIM AYX€ BEJIMKY KUIBKICTh IUIATiHIB, aCETIB Ta 1HIIMX peuc.

HacTinbku Benuky, mo B Unity icHye BiacHmid Asset Store [24].

Ha >xanp He Bech (hyHKITIOHAJ, IO € BcepeauHi Oe3komToBHUM. IIpoTe 1
O€3KOIITOBHUX peuel OUIbII HIK JTOCTaTHBO, I[00 CYTTE€BO MOJETIIUTH PO3POOKY

TpH.

OnHUM 3 MPUKIAIIB Takux 1HCTpyMeHTIB Moxke Oytu Dialogue System for
Unity [25] — xBecToBuii pymriid. BiH J103BOJIsE CTBOPIOBAaTH CHCTEMY KBECTIB Ta

IIOJICTINY€E OIICPYBAHHA 3 I[iaﬂOI‘aMI/I Ta IICPCOHAKAMMU.

3.2.4 Jliuensiiini ymoBu
Unity mpononye cuctemy mianmucok [26]. beskomToBHa miamucka Ai€ 10

MOMEHTY, ITOKH Bail mpuoyTok He nepesuirye 100 000 USD Ha pik.

3a ymoBwH, mo Bam npulyTtok ckianae menm sk 200 000 USD na pik Bu

MosxeTe npuaodaru mianucky Plus, mo Baprye 399 USD 3 nmroanau Ha pik

[Tpu mpubyTtkax mo nepeunryrots 200 000 USD Ha pik y Bac Oyzae BuOip,
a6o mignucka Pro 3a 1800 USD 3 mroaunu Ha pik, ado Enterprise 3 Baptictio 4000

USD 3a 20 oc10 Ha MICSAIIb.

3.2.5 BUCHOBKH /10 XapaKTEePUCTUKHU irpoBoro pywis Unity
[lepeBaramu € xkpocmiargopmHicTh, TpocTuid B ocBoeHHI C#, Benuka

CIJIbHOTA, SIKa HEBMMMHHO IIITOBXA€ PO3BUTOK PYIIIs BIEPE/.

[1naToro 3a 1e cTaHe MOXJIMBA HEONTUMAIBHICTh MPOIECIB PYIIis Y MEBHUX

MICIISIX Ta IPOOJIEMH BUOOPY IHCTPYMEHTIB CE€PE BEIMKOTO CTHCKY.

3.3. [lopiBHsLIbHA XapaKTEePUCTUKA iIrPOBUX PyUIiiB

JIst monermeHHss COpUHATTS (iHAIbHE MOPIBHAHHS BUKOHAHO Y BUTJISIL
Tabmuil (quB. Tad. 2)
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Taoauus 2: [MopiBusuus pymiiB Unreal Engine ta Unity

BaacruBicTh Unreal Engine Unity

dinocodis OcHoBHa meta kommadii Epic | OcHoBHa MeTa kommaHii Unity

PO3pOOHUKA PYTIIisI Game ctBopuTH iHCTpyMeHT | Technologies € cTBOpeHHS
TUISt CTBOPEHHS | 3p03YMLJIOTO 1
BHCOKOSIKICHOTO  KIHIIEBOTO | )yHKIIIOHAIBHOTO py1is,
IrpoBOTO NPOAYKTY, | Halatouu PO3POOHUKY
BUTHUCKAIOUU MaKCHUMYM | IIIUPOKUHN CHEKTP
MOXJIMBOCTEH, IO  MOXE | IHCTPYMEHTIB Ta HaBUYaJbHUX
BUJIATH KOMII'FOTEp TrpaBLd 1| MaTepiaiiB
pO3poOHUKA

Moga po3pooku | C++, Blueprint C#

BCEpEANHI pyIIIis

[HCTpyMEHTapiit

BCEpEANHI PyIIIis

JocTynHuii ogpa3y y IOBHOMY

CIIEKTPI. JocTymHi TSt
3aBaHTaXEHHS  1HCTPYMEHTH
CIIIBHOTH

ba3oBuii iHCTpyMeHTapiil HE €

BUYEPITHUM. Hassauii
IIUPOKUN CHEKTP, y TOMY
qUCIl OC3KOIITOBHUX,

IHCTPYMEHTIB BiJl CHIJILHOTH

310panuii y Asset Store

Jlinen3iiiHi yMOBH

[lnata 3a pymid OGepeTbes
MICIs TIEPEBUIIEHHS TOPOTY
3apo6iTKy po3pooHukay 1 000
000 USD y po3mipi 5% Bix

3apoOITKYy

[IpononyroThCS YMOBH

MICSYHOT\DIYHOT  MIiAMHUCKH
[MOYWHAOYH 3 OE3KOUITOBHOI 1
no 4000 USD B 3aiexHOCTI

B1J1 3apO0ITKY pO3pOOHUKA
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PO3 LI 4.
MPUKJIAJ] PEAJIIBALIII OCHOBHU I'PH 3 BUKOPUCTAHHSAM
ITPOBOI'O PYUIISA UNREAL ENGINE
Y mpomy posnisi Oyae MOKPOKOBaA 1HCTPYKINiS, A€ MOXKHA 3HAWTH OCHOBHI

IHCTPYMEHTH Ta SIK HUMH KOPHCTYBaTHUCS, IIOO0 3pOOMTH OCHOBY HJIsi MPOCTOTO
IBOBUMIpHOTO TaTdopmepa 3 BukopuctanHsiM UE4. Po3poOka 6e3 BUKOpUCTaHHS

C++, nume Ha Blueprint.

4.1 CTtBOpeHHs a”HimMamii
OCHOBHOIO YacTHHOIO OyNb-SKOi TpU Yy cydacHOMY cBiTi € animais. UE4

Maloud KapTUHKU 3 IMEHaMH, sKI BKJIIOYAIOTh IOCIIJOBHI HOMEpU KajpiB Yy

aHiMarlii, Moxxe ctBopuTu 00’ ekT aHiMailii Flipbook y kinbka HaTHCKaHB.

[lepm 3a Bce, 3aBaHTAXXyEMO Hallly KApTUHKY J0 MOTPIOHOI KaTalory
BcepenuHl npoekty. 3 Toukd 30py UE4 Bama kaptuHka Oyne Ha3UBaTHUCH
TeKCTyporo. Bubpasiiu Hab1p TEKCTyp 3 HUX MOXKHA CTBOPUTHU CIIPaTH BUOpaBIIN
HEOOX1THUN MYHKT 13 KOHTEKCTHOTO MeHI0 (AuB. puc. 9). 3ayBaxy, IO CIpalTH

OyIyTh MaTH TaKl X IMEHa, 10 1 HOPOJUBILH iX TEKCTYpPH.

[ Ce Blus

it ol 3
YWy
S .
I ed As o
¥ .

310
7
W Add/impor 7

&= Con

© View Options~

Pucynok 9. CTBopeHHs cripailTy

BubpaBiu orpumaHi cripaiiTi, BCi BOHM MOXYTh OyTH c(popMOBaHi B OJHY

animMauito — Flipbook. 3a ymoBu npaBuiibHOT HyMepaliii TEKCTYp B iMeHax (aiiiiB, a
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BIMOBIHO 1 B iMeHax cmpaiitiB, UE4 onmpasy x chopmye mpaBuiibHY aHiMaIlilo.

[ToTpiOHO NHIIe BUOPATH MPABHILHUMN IYHKT Y KOHTEKCTHOMY MeHI0 (auB. puc. 10)

Settings Blueprints  Cin Build Play Launch

Sprite Actions

& Create Flipbook >
o Creates flipbocks from the selected sprites. |
:

&

5

D885 8mnE

i Add/import~ [O) Save All & 5 | i Content » sprites
World Settings

¥= Trilters v [T

iew details

© View Options +

21:45
B wm ) T YKP e =]

Pucynok 10. CtBopenns Flipbook

®aiin Flipbook MokHa BIZKpUTH Y peAakToOpi Ta MOAUBUTUCH MPABUIIBHICTb
MOPSIZIKY CHPaTIB (3HU3Y 3J11Ba) Ta BIApenaryBaTH MIBHJAKICTh 3MIHM CIPANTIB
napameTpoM Frames per second (cripaBa 3Bepxy) (auB. puc. 11)

i /NF

File Edit

@ s

24 +
-'.

NoCallision .

(i 1

Player_Stand_01 ,Sp Player,ﬁand,ﬂjp

aqadiipng
S|

2148
10042022

A B 4= ) 1 ENG

Pucynok 11. Penarysanns Flipbook
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4.2 CtBOpeHHs 00’ €KTIB
Ockisbku po3poOka Oyae BHUKIIOYHO 3 BUKOpPUCTaHHsSM Blueprint To i

CTBOpIOBATH MU OyaeMo akTopiB sk 00’ ektu Blueprint Class (nuB. puc. 12)

u Ge

File  Edit

Build Play

Papersprit

Blueprints are special assets that provide an intuitive, node-based interface that can be used to create new types of Actors
and script level events; giving designers and gameplay the tools to quickly iterate gameplay from
within Unreal Editor without ever needing to write a line of code.

hold (Ctrl + Alt) for more

%) Details #® viorld Settings

7items @ View Options~

& 1= ) TENG

Pucynok 12. Cteopenns Blueprint Class

CrBopuBIIM 00’€KT Kjacy Actor Ta JaBmiM HOMY IM’Sl MEPEXOAUMO IO

penaryBaHHs(auB. puc. 13).

#AddComponent ~ | [Ele)
® slug(self) - PR

4(JCollision_sphere ——— 3 . Variable Name

\3 PaperFlipbook
Editable wihen Inherit

4 Transform
+Add New - EZENC © - o Static % statio [T

4Graphs +

4 Sockets
4Functions £
1 ConstructionScript
4 Shape
Macros
4Variables
b Components
4 Navigation
= damage
== maxTimer AreaC
= timer % nam
= kx Fill Collisi
= speedX

= maxLengthWalk 4 Component Tick

Event Dispatchers

4 Rendering
Visible

22:01
AT B

Pucynok 13. PenaryBanus Mozeni 00’ €kTy
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BuOpaBmm Ha cueHi y HeHTpl eKkpaHy BKIaAKy Viewport MU MOTPAUMO J0
penaryBaHHs (i3U9IHOI MOJIei 00’ €KTy. 37iBa 3HU3Y € MICIE, 10 MOXHa JOJaTh
3MiHHI. 31iBa 3Bepxy — (pi3uuHi 00’€KTH, K OT cdepa neperuny, uu Flipbook.
BubpaBum ¢izuunnii 00’€KT clipaBa BU MOXKETe OAauyuUTH Ta peAaryBaTH HOTo

XapaKTepuCTUKU. Bcl 11 3MiHK 0/1pa3y K 3MIHAThH BIANOBIIHI 00’ €KTH HA KapTHHIII

y LIGHTP1 EKpaHy.

SAxio nepeiitu Ha Bkiaaky Event Graph To 3a nonomororo Blueprint moxHa
3MIHIOBATH JIOTIKY 1ii 00’exTa. OcHOBOMO joriku € Event (moxist). i momii MOXyTh
Oytu 6a3oBi, sik Event Tick, Tak i1 cTtBOpeHi camum po3poOnukom. [lim dgac
BUKJIMKAHHS MOJli pYyIIlEM, YA HAOpsIMy PO3POOHUKOM, BHKIMKAETHCA KO, IO
«IiaB’s3aHu» miA mojio. BeepeauHi Takoro Kooy MOXKYTh OyTH BUKJIMKaHI 1HIII

oaii.

[Tpuknaz peanizaiii pyXy MOKeTe o0aYuT HUXK4e Ha puc. 14

> B 1o debug object selected v
lay

Debug Filter

208
& EO DI o B

PucyHnok 14. PenaryBanss J0Tiku 00’ €KTY
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[lenTpanpHa Bianka Construction Script Ja€ 3MOry 3MiHIOBaTH JIOTIKY ITiJT
gac MepBUHHOI iHimiai3amii 00’ exTy (auB. puc. 15)

+Add Component~ | I8 9? " : a
[Q Kilzone(seli) sa Class Settings  [GIAECDETENEE Play.
ef 0c
h

S Sea

4 Actor Tick

inTioke B

4 Default
f set Box Extent b size
M 1y Blueprint T B

+ Add New ~ o~ B —— D 4 Replication

BY compiler Results

 Collision

2 215
BmoEe o, B

Pucynok 15. PenaryBanns iHimiams3anii 00’ €Kty

[Ticns penaryBanHst 00’ €KTiB He 3a0yBaiiTe HaTuckaTh KHONKY Compile Haz

BKJIaAKaMH.

3akiHuuBmIM 3 peparyBaHHsaM Blueprint Class 3akpuBaiiTe penakrop Ta
J0JaBalTe J0 IrpOBOi CIICHHW HEOOX1HI 00’ €KTH, SIK1 HE 3a7]al0Th CBOI MO3HUIIIT MIPH
1HiL1am3amii. 3poduTH 11e MokHa nepeTarHyBin 00’ ekT Blueprint Class Ha irpoBy

CIICHY Ta 3a/aBIIU HOMY KOOpDAHMHATH Yy TpaBili 4acTUHI ekpaHy (nuB. puc. 16)

U e

File Edit Window Help

¥ & . < g =
ntrol M lace

Settings Blueprint

30 actors (1 selected)

& Details

s
a oo cfoo- Sfoo- o)
¥= Yrilters~ [EB rints Scale S S S
= . . O ‘ 4 Rendering
Adiar igrdersio Gam Il
o i Siug 4 Repiication

Net L ¢

© View Options~

223
AL B oo B

Pucynok 16. PenaryBanns iHiiani3zanii 00’ €Kty
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4.3 Ilpukaaau peaJisanii KiaciB 3 BUkopucranusam Blueprint

JIst mpuKIiTamy po3TisHEMO pealizallito ciau3Hio. Lle Bopoxuit repoit, sikuid
IIUKJIIYHO PyXa€eThesl BIIpaBo Ha 240 onuHUIb, a TOTIM BiiBO Ha 240 onuuuib. [Tix

yac MepeTUHY 3 rpaBlieM, CIM3E€Hb Ma€ BOMBATH TPaBlsl.

Jns modatky iHIIIAMI3yeEMO 3MIHHI, y SIKMX Oyae 30epexkeHa MOTpiOHa
iHdopmMmarris (auB. puc. 17).

M \y Blueprint

< Event BeginPlay

TT— T —— - . ————
SET SET SET SET SET SET

b 32 EventGraph | e > - - | o 2 - D
4Functions + > Kx [T] > O MaxTimer [50] ®-. O MaxLength Walk (2400 > @ Speed X O @ Timer © O Damage [9000]

#f ConstructionScr
Macros +
4Variables +
b Components
== damage
== maxTimer
== timer
= kx
== speedX EX Compiler Results

== maxLengthw

Pucynoxk 17. [Himianizamis 3MiHHUX
TyT iHimiani3yeMo 3MiHH1 HACTYITHUMH MTapaMeTPaMHU:

o Kx (HampsiMOK pyxy) - 1

e MaxTimer (MakcUMaNbHUI Yac pyXy B OJHY CTOPOHY) - 5 CEKyH]I.

e MaxLengthWalk (MakcumanbsHe nepemimienss) - 240 oIUHULID

e SpeedX (WBHAKICTP PYXy B TOPU3OHTAIBHIM oci) - MakcumaibHe
nepeMIIeHHS TOIIEHe HA MAaKCUMAJIbHUM 4ac pyxy

e Timer (4ac, AKUM 3aTUIIMIOCH PYXaTUCh 10 3MIHU HAPSIMKY) - 5 CEKyH/

e Damage (mkozaa) - 9000 oguHULb

Jlnst 3amucy 3HadeHHsT BUKOpUCTOBYeThcs Onok SET. bine 3’eananHs
BUKOPHUCTOBYETHCA JIJIsl BCTAHOBIICHHSI YepTW BUKOHAHHS oreparopiB. OmepaTopu
BUKOHYIOTBCS Y MOPSJIKY ‘‘3/11Ba-HaINpaBo”’, TOOTO 311iBa MPUEIHYETHCS MOMEPEIHs

oreparilisi, ClipaBa HacTyITHA.

3’eqHaHHA 3HU3Y BUKOPUCTOBYIOTHCS IS Tiepenadi Ta TOBEPHEHHS

napameTpiB. Ti, 1o 3miBa - J1s Iepeiadi, Ti, MO CIpaBa - ISl TOBEPHEHHS.
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[lepenaBatu mapaMeTpu MOXHA MICJ/IA PO3PAaXyHKY 3HAU€Hb B 1HIIUX OJOKIB.
[Mpuxmamom Ttakoi mepenadi € Onok Set SpeedX, ne 3HaueHHS mapaMeTpy

OTPUMYETHCS TICIISI pO3paxyHKY 3HAUCHHS Y OJIOIi AUTICHHS.

[ToBepTatoTh mapamerpu, Harpukiaz 610k Set MaxTimer. Lleit 6510k 3anucye
3HA4YCHHS y 3MiHHY, a MOTIM MOBEpTa€ 3HA4YeHHsA, 110 Oyno 3amucano. Hamami

MOBEPHEHE 3HAYCHHS NIEPEIAETHCS K apaMeTp A0 OJOKY JTiJICHHS.

Kon mounHae BUKOHYBAaTHCh, KOJIM Tpa Mepeaae Ha 00’€KT CIM3HS IMOJII0
(13 b 99 b d [13
BeginPlay”, ockiibku MOYaTKOM JaHOTO JIAHITIOKKA KOy € uepBoHHi 610K “Event

BeginPlay”.

B3saraim yBech ko Ha Blueprint 0a3yetbcs Ha noniax. [lonii MoxXyTh OyTH sIK
3aJlaHl CaMUM pPYIIIEM, TaK 1 CTBOPEHHI PO3POOHUKOM. AHAJIOTIYHO 1 BUKJIMKATH
NOJIii MOXeE caM PYIIid KOPUCTYIOUHCh BHYTPIIIHBOIO JIOTIKOK, TaK 1 pO3pOOHHK,

JI0Ial0YM T€HEpallilo BUKIUKY Y CB1M KOJI.

HactynHoro yactunoro Oyne OJIOK, [0 BIATOBIAA€E 3a 3aMOMISIHHS IIKOJIH.

Crnuzenb Mae “BOUTH” TPABIA SKILO TOW JOTOPKHETHCS 10 MOJIENI CIIU3HIO.

Jns nepeipku € Collision Shape. Ile nesika reomeTpudHa KOHCTPYKIIis, SKa
3an1ae “i3nyH1” rpaHuill 00’ €KTy 3 TOUKH 30py pyulis. Cepea Gopm ICHYIOTh cepH,

KyOM Ta Kancynu (UWIHAPHY 3 HamiBcepaMu Ha KIHIIX).

[lepeBipka Ha MEPETHH BUKOHYETHCS PYIIIEM CAMOCTIHHO, PO3POOHUKY JIUIIIE

noBepraeTbes nois ActionBeginOverlap, sik 1 moTpibHO 00po6uTH (quB. puc. 18)
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8 0 B ) 0P B ) Y 0 O 8 Y g
¢ Event ActorBeginOverlap | Apply Damage

P —» D
Other Actor Damaged Actor Return Value O»
@ Base Damage
Event Instigator
Damage @ g
Damage Causer

Damage Type Class

Pucynok 18: O0poOka nepetuny
[Toxist moBepTae TakoX MOCHIJIAHHS Ha THIIHNI 00’ €KT, 110 BBIMIIIOB y MEPETUH

3a JaHUM.

Jns 3anmopisiHHSA 1mIKOAM BUKOopHcTaemo Oyiok Apply Damage. Jlo mporo
0JIOKY MepesaeMo MapaMeTpamH 1HIIOTO aKTopa, IKOMY 1 Oyze 3amoissHO IIKOJY,

Ta PO3MIp LIKOIH.

OcCkiIbKM  BCEpeAWHl CIOM3HSA IIKOJA 30epiraeTbCs  IMUIOYUCETbHUM
3HauYeHHAM, a Apply Damage npuiiMae 4ucio 3 miaBayd0r0 KOMOK, BAKOPHCTAEMO

¢C 99

OJI0K ““.” 1J11 KOHBepTallii THUITIB.

OcraHHBOIO YacTHHOW Oyae pyx. Haramaemo, 1mo ciau3eHb IPOXOIUTH

JIeSKUI Jac BIIIBO, a ITOTIM TOM e CaMHI Yac BIPABO, 1 TaK 10 HECKIHYCHHOCTI.

Po0316’emo 1110 3amauy Ha nBi. llepiia - nepemicTuTH 00’ €KT JIU3HA, Apyra -

NepeBIpUTH MOTPEOY y 3MiHI HAMIPSMKY.

PosrnsiHemo po3B'si3aHHs niepiioi 3a1ayi (quB. Mai. 19)

—
i Sequence

» Then 0 f SetActorLocation
< Event Tick Then1 B = larget!
T, T — S —— ~
Kx @ 3 ° P 3 [ 3
» ) ® [ ] ® . Y

Add pin + /— R » \
Delta Seconds @ = ° L B 3 ® Add pin + Target [self] Sweep Hit F

AE— ¢ —_— A T | [P
/. SheedX @ ® Add pin + - Break Vector Add pin + \ >~ Make Vector & Newl'ocation Return |

J GetActorLocation @ InVec X® ® X Return Value @ sweep O
Taiget is Act i i

Teleport
Return Value @ pot 0

Target [ self] p g S S S R e

Pucynok 19: Pyx cnusns
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[Momis Tick BHUKIMKAEeTbCS Yepe3 MEBHI MPOMDKKH Yacy pyIIEM IS
BUKOHAHHS PyXiB Ta MEpepaxyHKiB cTaHiB 00’€kTiB. OKpiM TOTrO, MOJIis MOBEPTAE

Yac y CeKyHJax, [0 MPOUIIOB 3 MOMEHTY ocTanHbo1 moii Tick.

bnok Sequence BUkopucTaHHs Ji1s1 OUIBII 3pY4YHOTO MOJIaHHS PO3JIJICHHS HA
JB1 i 33/1a41, Ta HE BUKOHYE HIAKUX (DYHKIINA OKPIM IOCIIIOBHOTO BUKJIHMKY JBOX

[MOCJIIJIOBHOCTEN OJIOKIB.

bnox Get Actor Location gicTae BEKTOp-KOOpJAUHAT 3 MICLIEM 3HAXOKEHHSI
00’€KTy, Ui SIKOTO BUKOHY€EThCA aHu# Kof. 6mok Break Vector po3OuBae BekTOp

Ha TPpHU KOOpAHWHATH Ta Ja€ 3MOI'y IIPpallOBaATH 3 KOKHOIO OKPCMO.

[lepeMHOXXHMBIIM Yac, IIBUIKICTh Ta HAIPSIMOK PyXy OTPUMA€EMO 3MIHY y X
koopauHati. CKIIaBIIM 11€ 3HAYEHHs 3 HAsBHOIO KOOPAMHATOI OTPUMYEMO HOBE

3HA4YCHHA.

Ilepenamo 1i 3HaueHHs Ha 010k Make Vector mo 30epe Bci KOOpJAMHATH 10
BEKTOpa Ta mepenacts oro no O01oky Set Actor Location. ¥V 6Gmomi Set Actor
Location 6a30Be 3HaUeHHS apamMeTpy Actor, 10 SIKOro 3aCTOCOBY€EThCS 3MiHA € TOU

aKTOpP, IJIA AKOI'O BUKIIMKAHO KOJ.

PosznuBumocs pimenns apyroi miazaaadi (aus. puc. 20).

£- Sequence

» Then o B
E Branch

& EventTick [ / Then1 B = -

.. “» r— e B B > D
» 4 Add pin +
B e @ Timer [ B Condition False [» @ Timer O @ Kx

~ .I i || .
Max Timer @ |j [

SET

Delta Seconds @ Timer @
i -~

o [83 <7

x g @ Add pin +

Pucynoxk 20: HanpsimMok pyXy ciau3Hs

J{nst moyaTky nMoTpiOHO BIAHATH Bia Timer, 110 MICTUTh Yac, SIKUH 3aJIMIIUBCS

710 3MIHU HaIpsIMKY, 4ac, U0 MPOMILIOB 1 epenucaTy 3MiHHy Timer.

Jaii, 3a yMOBH, 1110 3Ha4Y€HHs 3MiHHOI Timer MeHIle-piBHE HYJIsA, MOTPIOHO

3MIHUTH HAMPSIMOK pyXy Ha IPOTUJICKHUI, Ta OHOBUTH 3HAYEHHS 3MiHHOI Timer.
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Ywmonuit onepatop “If” y Blueprint Bukonyetbcst 6;10koMm Branch.

HpOHHC&BHII/I BCl OCHOBHI MEXaHIKH CJIM3HIO, MOKHa J0AaBaTH HOoro A0 I'pH.

4.4 BucHoBKH 3 peaJiizanii 0CHOB I'DH 32 I0IIOMOI 00 irpOBOIro pyuist

Unreal Engine

[Ipu Buxopucranni pymis Unreal Engine nns po3poOku irop 3Ha4HO
MOJIETHIYETHCA 3a7a4l po3poOHHKa. OCHOBHI 00’ €KTH ITPOBOI JIOTIKM MOXYTb OyTH

CTBOpeHi AYKC IIBUIOKO, HC HOTp€6y10"II/I BCIIMKHX 3YCHJIb.

OCHOBHOIO MPOOJIEMOIO y TAaKOMY IMIJXOJ1 CTAa€ CTBOPEHHS TEKCTYPHUX
300pakenb. CaMe 115l YacTUHA poOO0TH 3a0Mpae HAMOUIbIIIE Yacy y MPOIIeCi pO3poOKU

I'pH 3a JOTIOMOTOIO PYIIisl.

Oxpemo 3a3Ha4YMMO, 1110 J0/IaBaHHS TOTOBUX €JIEMEHTIB /10 HasiBHUX 1TPOBUX
CII€H TaKO 3HAYHO MoJIeTIIeHO. [TonermenHs qocsaraloThCs 3aBIsSIKH MPOCTOMY Ta
3p0o3yMUIOMY 1HTEepdeicy KOpHCTyBaua Ta HAOYHICTh, OCKUIBKH J0JaHI 00’ €KTH
0JIpasy X BIJOOPaKaIOThCSI KOPUCTYyBauy Ha TOMY MICIIl B irpOBIi CIIEHI, O HUX

OyJ10 pO3MIIIIEHO.

3aBAsSKM OTPUMAHUM HABUYKAM Y XOJIl BUKOHAHHS POOOTH € MOXIJIUBICTh
CKJIACTH (PiHANBbHY XapaKTEPUCTHUKY 1 MOPIBHAHHSA ABOX MiIXO/IB: 3 BAKOPUCTAHHIM

IrpOBUX pYIIIiB, Ta 0€3 HUX.

3a/s1s OJNETTIEeHHS CIPUIHSATTS MOPIBHAHHS OyJ1€ TIOJIAHO Y BUTJISI TAOIUIT

(muB. Tabm. 3).
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Taoauus 3: [TopiBHSHHS MAXO/1B 3 BUKOPUCTAHHSM PYIIIis Ta 6€3 HbOTO

3 BUKOPMCTAHHAM PYILUiA

be3 BUKOpUCTAHHSA PyUIist

[lepeBaru | e IlpumBuameHHs  po3poOku | ® I[loBHMIA KOHTPOJIb HAJI IPOIECAMHU
MPOIYKTY TUISIXOM BCEpEAUHI TPpH.
BUKOPUCTAHHS  PO3POOJICHUX :
p pOsp ® MOXIIUBICTb BUOUpATH
Ta BOYJOBaHUX T : :
Y y by ONTUMAJIbHI 1IX 0T TUTST
1HCTPYMEHTIB.
Py PO3B'sI3aHHs 3a]1a4.
e BOynoBana y pyuii miarpumka
KpOCTUIaT(OPMHOCTI.
Henoniku | e HeMoXIuBiCTh 3MmiHIOBaTH | ® HeoOXiHICTE  po3po0sisiTH  BCi

MOBEJIIHKY JIESIKUX OCHOBHHX
MEXaHIK PYIIis.
e OOMexeHHs, 1110 HaKJIaJa€ caM

pyIIiii.

aCIEeKTH rpu BKJIFOYAIOYHN
KEepyBaHHs I1aM’ATTIO, TOLIO.

e HeoOXximHICTh 3ailydaTH IIUPOKUMN
CHEKTp CTOPOHHIX 010moTeKk Ta
po0JIeMU 3 MIATPUMKOIO TTPOTYKTY
y pa3l OHOBJICHHS BUKOPHCTaHUX

010JT10TEK.
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BUCHOBKU

TakuMm 4yuHOM, Y paMKax J1aHoi poOoTH OyJi0 BUKOHAHO aHalli3 HasiBHUX Ha

PHUHKY ITPOBUX PYIIiB Ta BUKIJIAJEH] pe3yIbTaTy aHAMTI3Y.
[Tig yac HanrcanHsa PoOOTH OYJI0 BUKOHAHO HACTYIIHI 3aBJIaHHS:

e Po3po6eHo irpoBUii 101aTOK 0€3 BUKOPUCTAHHS ITPOBUX PYIIIIiB.

e PO3riasHyTO Ta BUKOHAHO OIKMC OCHOBHHMX OCOOJMBOCTEH IrpOBUX PpYIIIiB
Unity ta Unreal Engine

e BukoHaHO NOPIBHAHHS OCHOBHUX 0COONMBOCTEN irpoBux pymiiiB Unity Ta
Unreal Engine

® Po3po0jeHO OCHOBHI O0’€KTH Ta AacHeKTi IrpoBOi JIOTIKH JJsl MPOCTOl
JBOBUMIPHOI T'pU 3 BUKOPUCTAHHSM irpoBoro pyuuis Unreal Engine

e BUKOHAHO MOPIBHAHHS JBOX IMiJIXOJIB JO CTBOPEHHS ITPOBUX JOJATKIB - 3
BUKOPHUCTaHHSM ITPOBUX PYIIIiB Ta 0€3 HUX.
Pe3ynpTaT Ta BHUCHOBKHM 3p00JieHOI poOOOTHM BHUKIANEHHI Yy JaHid

KkBamidikariitHii poboTi.
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JIOJIATKM

Honartok A. /liarpama kiaciB koay rpu
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Honarok b. Ilpuknagu «py4Hoi» peaJsiizanisi irpoOBOro 3aCTOCYHKY
Peanizariis mepeBipky Ha TIEPETUH TPaBIsl/Bopora i3 OyaiBiasaMu (00’ €KT JIst

nepexoy J0 PeXUMY MOKpaIeHHs 30poi, Ta aHrapy A 300py pecypciB):

bool Game::IntersectionManager::orientedArea (double x1, double
yl, double x2, double y2, double x3, double y3)
{

/*

* function of getting oriented area of triangle A(x1l, vyl)
B(x2,y2) C(x3, y3)

*

* @param x1, yl, x2, y2, x3, y3 - coordinates of triangle
vertex
*

* @return true if oriented area greather than zero

*/

// calculate area
double S = x1*y2 + yl1*x3 + x2*y3 - y2*x3 - x2*yl - x1*vy3;

return (S > 0);

}

pair < double, double >
Game: :IntersectionManager::calculateNewPosition (double objectX,
double objectY, double objectSize, double xLeft, double xRight,
double yUp, double yDown)
{

/*

* function of getting new position to making no

intersection
*

* (dparam objectX, objectY - coordinates of centr of mooving
object

* objectSize - size of mooving object

* xLeft, xRight, yUp, yDown - coordinates of second
rectangle

*

* (dreturn new position of centre of mooving object to
making no intersection

*/

// get oriented area

bool flagl = orientedArea (objectX, objectY, xLeft, yDown,
xRight, vyUp);

bool flag2 = orientedArea (objectX, objectY, xLeft, yUp,
xRight, yDown) ;

// 1if moving up or right
if (flagl)
{

// if up
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return{ objectX, yDown + objectSize / 2. };

else
{
return{ xRight + objectSize / 2., objectY };
}
}
else
{
// 1if left
if (flag2?)
{
return{ xLeft - objectSize / 2., objectY };
}
else

return{ objectX, yUp - objectSize / 2. };

[Tepetun Kynb 13 00’ €KTaMHU:

// get bullet previous position
pair < double, double > previousPosition =
bullet.getPreviousPosition() ;

// get bullet current position
pair < double, double > currentPosition =

bullet.getPosition();

// get delt between positions

double deltX = (currentPosition.first -
previousPosition.first) / COUNT_SEGMENTS_FOR_BULLET_CHECKING;
double deltY = (currentPosition.second -

previousPosition.second) / COUNT SEGMENTS FOR BULLET CHECKING;

// remember here positions for checking
vector < pair < double, double > > positionsForChecking;

// remember it
for (int i = 0; 1 < COUNT_SEGMENTS_FOR_BULLET_CHECKING;
i4++4)

{

positionsForChecking.push back({ previousPosition.first +
(i + 1) *deltX, previousPosition.second + (i + 1)*deltY });
}

Peanisanis nmarepHy State Machine nnsg mTydyHOTO 1HTEJNIEKTY

boTiB:



45

class State

{

protected:
double timer = 0.000;
double maxTimer = 0.000;
int countShoots = 0;

int maxCountShoots = 0;
int stateType;

public:
virtual void doAction(double timer, Enemyé& enemy, Playeré
player) = 0;
virtual int goNext (Enemyé& enemy, Playeré& player) = 0;
virtual void randomizeState (mtl19937* rnd) = 0;

int getSateType() { return stateType; };
I



