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AHOTALIS

Bunyckna kBanigikaniiina 0akanaBpcbka podora: 64 c., 25 puc., 1

oJar., 7 IKeped.

Tema: Bizvanizamisg cratnyaux 1 quHamMiyamx 3D 00'€KTiB Ha OCHOBI

BEKTOPHOI ainredopu B rpadIgYHUX CUMYVIISIIIX.

O006’exT nocaimxennsi: Bukoprucranas BEeKTOPHOI anreOpu A rpapiaHux
CUMYJISILIISIX T4 CTBOPEHHS rpadiyHUX CUMYJISLIAX 3a JonoMoroto pymrist Unreal

Engine 4.

MeTta podoTu: J{ociimKeHHs MPOEKTYBaHHS Ta PO3POOKU rpadiuHuX
CUMYJISILIN 3 TPAKTUYHOI peaizalli€ro y irpoBiii cdepi Ta BUKOPUCTAHHSIM

BEKTOPHOI anreOpu.

Ipeamet pociimkennsi: CydacHU# miaxig g0 po3poOKu rpadiaHuX

CUMYJISIIN Ta TX TpaKTHUYHA peastizallis.

Pe3yabTaTu gocaigkeHHns: byiau qocmipkeHi pi3Hi eTanu J1a Mmiaxoau
CydacHOi po3poOKHu rpadiyHuX CUMYJIAIIN 3 MPAKTHYHOIO peati3alliio y irpoBii

cdepi Ta 3 BUKOPUCTAHHSIM BEKTOPHOI alreOpH.
BucHoBok

B nmaniit po60oTi Oys10 IpoBeICHO TOCTIHKEHHS Bi3yasizallii pi3HUX THIIIB
00’€KTiB y Tpa)iYHUX CUMYJIAIISIX Ha OCHOBI BEKTOPHOI anredpu Ta
MIPOJIEMOHCTPOBAHO NIPAKTUYHE 3aCTOCYBAaHH:. bynu BUKOpUCTaHi CydacHi
IHCTpyMEHTH Uit po3poOku [13, sike cTBOproe rpadiuHy CUMYIIAIIIO 3 BUCOKOIO

rpadikoto, aHIMAIIIMH, 3BYKaMU, IITYYHUM THTEJICKTOM Ta €IEMEHTAMHU TeHMILICIO.

I'PAGIYHI CUMYJIALIT, BEKTOPHAS AJITEBPA, ITPOBUI PYIIIIN,
UNREAL ENGINE 4, BIIEOT'PA, I'POBI MEXAHIKI, 'PA®IKA, AHIMAILIIA.



ANNOTATION

Final qualifying bachelor's thesis: 64 pages, 25 images, 1 appendix, 7
references.

Topic: Visualization of static and dynamic 3D objects based on vector
algebra in graphical simulation.

Object of research: Using of vector algebra for graphical simulations and
creating graphical simulations using the Unreal Engine 4.

Purpose: Research of design and development of graphic simulations with
practical implementation in the game sphere and with using of vector algebra.

Subject of research: Modern approach to the development of graphic
simulations and their practical implementation.

Research results: Different stages and approaches of modern development
of graphic simulations with practical implementation in the game sphere using of
vector algebra were investigated.

Conclusion

In this work, a study of the visualization of different types of objects in
graphical simulations based on vector algebra was carried out and practical
application was demonstrated. Modern tools have been used to develop software
that creates graphical simulations with high graphics, animations, sounds, artificial
intelligence and gameplay elements.

GRAPHIC SIMULATIONS, VECTOR ALGEBRA, GAME MOVEMENT,
UNREAL ENGINE 4, VIDEO GAME, GAME MECHANICS, GRAPHICS,
ANIMATION.



AHHOTALIMSA

Beinycknas kBaandukanuonHas 6akajgaBpckas padora: 64 c., 25 puc.,

1 nomosHeHHE., 7 UICTOYHUKOB.

Tema: Busvanuszanms craTndyeckux U JuHaMudecknx 3D 00ObEKTOB HA

OCHOBE BEKTOPHOM anredpsl B rpadMYEeCKUX CUMVIISIIHAX.

O0bekT nccaenopanus: Vcnoiab3oBaHne BEKTOPHOM anreOpsbl st
rpauuecKux CUMYISIUSAX U CO3/IaHUs rpaduUeCKUX CUMYJISLIUAX C TOMOUIBIO

neuratenst Unreal Engine 4.

Heas padorei: MccnenoBanusi NpOeKTUPOBAHUS U pa3pabOTKU
rpauuecKkux CUMYJISIIUN C TPAKTUYECKON peanu3alueit B urpoBoi cdepe u

UCITOJIb30BAaHNEM BEKTOPHOM alreOpBhl.

Ipeamer nccaenoBanusi: CoBpeMEHHBIN MOIXO0/1

K pa3pa60TI<e I‘pa(l)I/I‘IGCKI/IX CI/IMYJISIIII/Iﬁ N UX IIPAKTUYCCKAA pcaJin3anus.

Pe3yabTaThl nccieqoBanusi: bouin vicciie1oBaHbl pa3InyHbIE dTAIbI 1a
MOJIXO/IbI COBPEMEHHOM pa3paboTKu rpaduueCcKuX CUMYIIAINM ¢
PAKTUYECKON peaau3aluy B UTPOBOM cepe U ¢ UCIIOIb30BAaHUEM BEKTOPHOM

anreOpsl.
BriBoa

B nanHoi#i paboTte ObLTO IPOBEACHO HCCIICI0BAHUE BU3YAIN3AIMH PA3THIHbIX
TUIIOB 00OBEKTOB B I'padUUECKUX CUMYJISIUAX HA OCHOBE BEKTOPHOW anreOpsl U
MPOJIEMOHCTPUPOBAHO  TMPAKTHYECKOE  MpUMEHeHue. beimu  MCIoib30BaHbI
COBPEMEHHBIE HHCTPYMEHTHI 17151 pazpadotku [10, koTopoe co3naer rpadudeckyro
CUMYJSIIMIO C BBICOKOW Tpadukoil, aHUMAIUSMU, 3BYKAMHU, HCKYCCTBEHHBIM

WHTEJICKTOM U DJIEMEHTAMU T'eMILIes.

I'PAOUYECKUE CUMVIIALHY, BekTtopras AJIU'EBPA, urpoBoii ABUKOK,
UNREAL ENGINE 4, Buaeourpsl, UrpoBasi MexaHuka, rpaduka, aHuMarusi.
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PO3ALJI 1. BCTYII

AKTYaJIbHICTH pO00TH

B Hamm yac iHIycTpist BIA€OIrop yKe aKTUBHO pO3BUBAETHCSA. I LIbOTO
BUKOPUCTOBYIOTh BCE HOBIIII 1 HOBIIII TEXHOJIOT1i. AKTyalIbHICTh JaHOI pOOOTH
MOJIATAE B TOMY, 10 BOHA 30Mpa€ B OJJHE LUIE 111 TEXHOJIOT1i Ta IEMOHCTPYE iX

IIPAKTUYHHUN 3aCTOCYHOK.
Merta i 3aaa4i J0CJTi/IZKEHHS

Mertoro AMIUIOMHOI Bi3yasizalis pi3HUX TUMIB 31 00’ekTiB. B Xxoni pobotu
Oyae TpOBEACHO JOCHIIKEHHS Y BHUKOPUCTaHHI BEKTOPHOI anredpu Jis
Bizyamizarii. Takoxx Oyje HaBEJICHO MPaKTHYHE 3aCTOCYBaHHS ONPAIbOBAHOTO
MaTepialy y BUTJIS1 rpadi9HOT CUMYIISIIIT 3 eIeMEHTaMHU BIZICOTPH — IaHa € OJTHIEIO
3 HAUMOMYJSAPHIIIMX TpH poOOTi 3 Tpadiko0 Ta rapHO AEMOHCTPYIO YC1 aClEeKTH
TOJIOBHOI TEMH Ta BHKOPHUCTOBYIO CMYXKHI 00JacTi JOCHIKEHb y TrpadidHUX
CUMYJISITISX.
MoxHa mepepaxyBaTd OCHOBHI MaTreMaTW4HI Ta (i3W4yHI TOHATTA, 5Kl
JOCIIJKYIOTBCS y TaH1i poOOTi:
e Bekropu;
e Marpwuiii;
e JliniitHa TpaHchopMallist MaTPHILh;
e OOeptanns o0’extiB y 3/ mpoctopi;
o Jlesiki reoMEeTpUYHI TPUMITUBY;

O0’eKTOM IOCTiKeHHA

OO0’ €KTOM JTOCITIJKEHHS € JIITepaTypa M0 BUKOPUCTAHHIO BEKTOPHOI anreOpu aiis
rpadiUHUX CUMYIAINISAX Ta JiTepaTypa 1Mo CTBOPECHHIO TpaiqHIX CUMYIISITIAX 32

nomomoroto pymrig Unreal Engine 4.
IIpeameTom gocaigkeHHS

CyyacHuii miaxiz 10 po30opku rpadiuHUX CUMYJIALIN Ta X rpadiuHa

peanizartis.
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MeTtoau qocaiTKeHHs

OcHOBHUMU MOBaMU IporpamyBaHHs 0yi0 o0pano C++ ta Blueprint. Jlanwuii
BUOip OyB 3yMOBIICHUI TPOCTOTOIO Ta 3PYUYHICTIO BUKOPUCTAHHS TAaHUX MOB JIJIsI

1iyIen 1anoi poooTH.

C++ saBnsie co0010 yCIM BIAOMY Ta 3py4HY MOBY JUIsl CTBOPEHHS rpadiku Ta
Bifeoirop. Ii mepesaru nepej iHIIMMHU MOJSATAIOTH B TOMY, 110 BOHA Ma€ e(heKTUBHY
poOOTY 3a OM’SIIOTh, IO JIy>KE€ Ba*XJIMBO i Bigeoirop. Tak sk s rpadiuHux
CUMYJIAIIA  TpUAHATO  OyJ0  BHKOPHCTOBYBAaTH 00’ €KTHO-OpPIEHTOBAHE
nporpamyBanHs (OOII) To HaMm Jy»e JOMOMOXKYTh 3aCO0U 11i€1 MOBI1: MOCHUJIaHHS,
BKa31BHHKHW, MHOYXHHHE CITaJIKYBaHHSI KJIACiB, 3pyUYHE IIEPEBAHTAKCHHS OTICPATOPIB,
TOIIIO.

Bluerpint — e cucrema Bi3yaJIbHOTO CKPUIITHHIA, IO MPEACTABIILE COOOFO
B3yaIbHUN 1HTep(deiic 1y CTBOpEHHS eJeMeHTiB Teimiuies. Jlama wmoBa
BUKOPUCTOBY€TbCA B irpoBoMy aBmkKy Unreal Engine. Bona mo3Bosse
BUKOPUCTOBYBATH Mai)keé TIOBHMM TOTEHIIal MPOrpaMyBaHHS Ta € JyXKe
edeKTUBHOO y noeaHanHi 3 C++.

B TI3 O6yne HaBempeHo Oe3iv NMPUKIANIB BUKOPHUCTAHHS ITUX MOB pPa3oM.
Hamnpukman, MoxHa CTBOPIOBATH 3MiHHI UM (DYHKIIIi, sIKI BAKOPUCTOBYIOTHCS, 5K Y
C++ Tak 1 y Blueprint. Takuii migxix T03BOJWTH HaM 3MIHIOBATH PYIIiM Ta
CTBOPIOBATH BJIACHI MEHIO Ta MaHeNl y Horo iHTepdeiici.

Jist  oTpumaHHS 3MOTYy BHKOPHCTOBYBaTH TMOBHUM moteHiian UE4
BukopucToByroun Visual Studio 2019(VS). Janme cepenoBuiie po3poOKu
npu3HadeHe s 30opku C++ kony.

IIpakTuyHe 3HAYEHHS OJleP:KAaHUX Pe3yJbTaTiB

ITporpamue 3a6e3neuenns (I13), sske Oyno cTBOPEHO IS TUTUIOMHOT pOOOTH,
BuKopuctoBye rpadiunuii pymriit Unreal Engine 4 (UE4). [lanuii pymriii, Ha BiAMIiHY
Bil OaraTh0X IHIIUX 3ac0o0iB IS Bi3yamdisallii, 03BOJSIE HaM CaMUM
3amporpamyBaTy MpaBuiia PeHAEPIHTY, OCBITICHHS, pyXy, G13uku, Touo. Tomy nei

py1iii 1 0yno oOpaHo AJist poOOTH.
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3a J0MOMOTOI0 TEOPETUYHUX 3HAHb BEKTOPHOI anredpu Ta pymriss UE4 Oyio
cTBopeHo 113, ke Mae Taki KIIOYOB1 XapaKTEPUCTUKHU:
e [loBHIiCTIO aHIMOBaHUI KepOBaHUH 31 IEPCOHAK;
e BeJIMKa KapTa, sika BIAKPUTA JJIsl JJOCIIIKEHb;
® CYNPOTUBHUKH, SIKI TakKOX TIIOBHICTIO aHIMOBaHO Ta KEpYyIOThCA
IITYYHUM THTEJIEKTOM;
e cucremMa 0010;
® cucTeMa B3aeMO/Iii IepCOHaka 3 HABKOJIUIITHIMUA 00’ €KTaMH;
e rpadiunuii iHTEpdelic KopucTyBaya.

I'padiuna ckimamoBa TakoX BKIIOYaE B cebe poOOTYy 3 pPI3SHUMHU TUIAMU
TEKCTYp Ta JWHAMITHUX aHIMaIliil, HAPUKJIAA, UMY, BOTHIO, TOIIO; Ta POOOTY 3
aHIMAIII€r0 TTIepCOoHaXa.

Cumysnis, sika Oyyia CTBOpeHa Ma€ €JIEMEHTH PI3HUX ITPOBUX JKaHPIB: BiJ
apkaau no par. Cama rpa Mae BHCOKY Tpadiky, peadicTU4HI aHiMallii, ¢pi3uky Ta
0araTo pi3HHX IrPOBUX MEXaHIK.

Oco0ucTHii BHECOK CTYJAEHTA

VY poborti Oynu moeiHaH1 pi3Hi MAXOAH 10 PO30OOPKU IrpadiuHUX CUMYIISITIN:
BiJl BEKTOPHOT aJIreOpH 70 MO€ETHAHHS MOB ITPOTPaMyBaHHS Ta iX CIILJIBHOTO
BUKOpPHUCTAaHHS. Byso mpoieMoHCTpOBAaHO NMPAKTUYHY peasizalliio y BUTJISII

BiJIeOrpH, sIKa Ma€ 3alHITH CBOE MICIIe Ha PUHKY irop.
CrtpykTypa T2 00CcAr po00TH TaHUX

Po6ora Bukianena Ha 68 cTopiHKax IpyKoBaHOTO TeKCTy. Pobora mictuth 12

TabynIb, 32 PUCYHKH Ta 3 M0AaTKH, 0OcsiroM 12 cTop.
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PO311J1 2. TEOPUTUYHA YACTHUHA
2.1 BexkTopu

B naniii po6oTi Oyzae po3riisiHyTa Ta Y4aCTUHA BEKTOPHOI anreopu, sika
0e3nocepeIHbOI0 BUKOPUCTOBYIOTHCS Y TpaPIUHUX CUMYJIIALIAX, a caMe JJIst
MOJYJIIOBaHHS YCIX BUIB PYXY Ta JUIsl 3pYYHOr0 BUKOPUCTAHHS JiHIIHOT

KIHEMATUKH.

[Tepre, mo Oyae noTpiOHO 115t poOOTH — 11e BeKTOp. [lepeBakHo, B poOOTI
BUKOPHUCTOBYIOTHCS TUIBKU 3X BUMIpHI BEKTOpH. B poOOTI BUKOPUCTOBYIOTHCS
Taki onepaiii HaJi BEKTOpaMH: OTPUMaHHS PO3Mipy, HOpMallizallisi, epeBipka Ha
HOpMaJi3ailito, BEKTOPHUI 100yTOK, CKaJIIpHUN JOOYTOK, MHOKEHHS Ha CKaJIAp,

J0/IaBaHHs Ta BigHiMaHHs BekTopis [1] [2].

Jlnst Toro, o0 peanizyBatu 111 ornepariii y mporpaMmyBaHHs 0yJi0 CTBOPEHO

cnienianbanil kac FVector. @opmynu noTpiOHMX omepaltiid BUTJISIAI0Th TaK:
e BekTop(V):

V =(x;y; 2) (2.1.1)
e oTpuMaHHs po3Mmipy (Size):

Size = sqrt(x? + y? + z?) (2.1.2)

e HopMaJi3amisa:

V, = (x%/Size + y?/Size + z*/Size) (2.1.3)

® MepeBipKa Ha HOpMAaJIi3aulilo:

IsN = (x%/Size + y?/Size + z*/Size) (2.1.4)
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® CKaJISPHHUH 100yTOK:

DotProduct = (ay * by + a, *b, + a, *b,.) (2.1.5)

DotProduct = (Size, * Sizep, * cos(alpha)) (2.1.6)

e BEKTOPHHI 100yTOK:

CrossProduct = (Size, * Sizey, * sin(alpha)) (2.1.7)

® BiJIHIMAHHS BEeKTOPIiB:

Va—p = (ay — by; ay — by; a, — bz;) (2.1.8)

® /10JaBAHHA BEKTOPiB:

Va+p = (ayx + by; ay + by; a, + bz;) (2.1.9)

Jlanuii KJ1ac rapaHTy€e 3pyYHICTh Y HATMCAHHI MOJIAJIBIIOTO KOY: yC1 OTPiOH1
orepailii MpeJACTaBlICH] Y BUTIISIIL IHTYITUBHO-3p03yMiTuX QyHKIii. Tpebda
3BEPHYTH YBary Ha Te, IO JCSAKi OrOJIOIICHHS HE € CTAaHIApPTHUMH (YHKIIISIMU, a €
nepeBaHTaXeHUMU ornepaTopamu. MoBa C++ m03BoJsi€ 1€ 3p0OUTH JOCUTD
3pY4HO 1 TeTiep MOKHA BUKOPUCTOBYBATH OIEPATOPH JJI OTEeparliii 3 BEKTOpamH,

IO € JIY’K€ 3pYYHUM Ta KOMIAKTHHUM.
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2.2 Matpui
Marpuiii 3aiiMarOTh BaXKJIMBE MICIIE JIJIsl CTBOPEHHS rpadika, aKe caMe

3aBJISIKM iX MOYKHA JIETKO peani3yBaTH NepeMillleHHs, 00epTaHHs Ta

MacmTabyBaHHs rpadiyHUX 00’ €KTIB.

J71s1 3pydHOr0 BUKOPUCTAHHS MaTpullb Oyio crapeHo kiac FPlane, sikuit

JO3BOJIMTH I[aJ'Ii CTBOPIOBATH MATpHUIIO 3 TPbOMA IIONIMHAMM.

Tenep MmoxxemMo mepeTH 10 oneparii 3 MaTpUIsIMHU. [ mporpaMHOro

3a0e3neyeHHs, sike 0yJI0 CTBOPEHO JOCTaTHhO TPhoX omepaitii [1] [2]:

e Ilepemimenns:

1 0 0 O
01 0 0
T(a,b,c) =
0 010 (2.2.1)
a b c 1
e MacmraOyBaHHS:
Se 0 0 0
P(50,5,.5,) = 0 S, 00
0o 0 S, 0 (2.2.2)
0 0 o0 1
e [IloBopor:
1 0 0 0
R — 0 cos(a) -sin(a) O
*7 0 sin(a) cos(a) O (2.2.3)

0 0 0 1



cos(a) 0 sin(a) O

R — 0 1 0 0

Y —sin(a) 0 cos(a) O

0 0 0 1

cos(a) —sin(a) 0 O

R — sin(a) cos(a) 0 O
, =

0 0 1 0

0 0 0 1

2.3 Marpuui kaMmepHu Ta NpoeKuii

Martpuiist KaMmepa YTBOPIOETHCS 3a IONOMOTOI0 TPhOX IMapaMeTpiB:

IMOJIOKCHHA KaMCpH, HiHBOBC IMOJIOKCHHA, Ha AKC IUBUTHCA KaMCpa Ta

HarpasjeHHs Bropy. [1]
Tomy st moyaTKy mOTpiOHO OOUKMCIUTH 4 Pi3HI BEKTOPH»

(target — camera)

~ |target — cameral|

. (upxk)
" up k|
(ki)
] = ;
Ik * ]

t = (—i=*camera; —j * camera; —k * camera)

Buxoasuu 3 X BEKTOpIB MaTpUIlsl Kamepa Oy/Jie MaTh BUTJISA:

18

(2.2.4)

(2.2.5)

(2.3.1)

(2.3.2)

(2.3.3)

(2.3.4)
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lx jx kx O

C— Ly jy ky 0
i, Jz k; O (2.3.5)
tx ty tz 1

Martpuis npoekiii Bu3Havae sik 3J[ 00’ €eKTUIepeTBOPIOIOThHCS Ha 211, SIKi
BiToOpaxaroThCs Ha ekpaHi. B oprorpadiuniii npoekiii npeaMery, po3TaioBaHi
Jani Bl KaMepH, MalOTh Takl ’ po3MipH, IO i MpeAMETH, PO3TalllOBaH1 OIKUYe
1o kamepu. Lle o3Hauae, 1110 TpaBli HE 3MOXKYTh CIPUIMATH, PO3TAILIOBAH1 00'€KTH
oskye abo gaini Bi kamepu. Tomy OUIIIICTH IrOp BUKOPUCTOBYIOTh

NEPCTIIEKTUBHY MPOEKIIIIO.

VY nepcrieKTUBHIN NpoeKIlii 00'eKTH, BIITAJICH] BIJ] KAMEPH, MEHIII, HIXk

Omkdi. TakuM YMHOM, TPaBIli CIPUHMAIOTh MTHOUHY CIICHHU.
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//
-
o
R ™

\

Near

plane

(b)

Pucynok 2.3.1 (a) Bun opdorpadiunoi npoekiiii 3sepxy BHE3 1 (b)

orpumane 2D-300pakeHHs Ha ekpaHi [1]

KoxHa 3 nux nmpoekirii Mmae 0JM3bKy Ta JaJIeKy IUIOMUHY. bau3bkuil niTaxk,
SK TIPaBUIIO, 3HAXOJIUTHCA Ty’Ke ONMM3bKO 0 KamepH. Ha ekpaHi He BUIHO HIYOTO
MDXK KaMepoto Ta OJMKHBOIO TUIONTMHOI0. OCh YOMY B irpax MpeJaMETH YaCTKOBO
3HHMKAIOTh, SKIIO KaMepa HAOIMKAEThCS IO HUX. Tak caMo manekuid JiTak
3HAXOJUTHCS JTAJICKO BiJl KAMEPH, 1 HIYOr0 TIOB3 HBOT'O HE BUIHO. Irpu iHOII
JI03BOJISTFOTH TPABIIEB1 3MEHINUTH "MUCTAHIIIIO PO3irpamnry" s moKpanieHHs

HpOIIYKTI/IBHOCTi. LIe 4acCTO IIPOCTO IMUTAHHA 3aTATYBAHHA B JAaJIbHIO INIOIIKUHY.

Marpuus opdorpadgiyHoi IpoeKIlii Ma€ YOTUPHU NapaMeTpu: IIUPUHY BULY,

BHCOTY BUJY, BIICTaHb /10 OJM)KHBOT TUIOIMIMHHU Ta BIJICTaHb J0 AATbHBOL
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wiomuHU. BpaxoByrouu 11 napameTpu, opporpadidaHa MaTpULsl MPOESKLi

BUTJIAOA€ TakK:

2/w 0 0

0 2/h 0

0 0 1/(f—n)
0 0 n/(n—f)

0 =
(2.2.2)

_ o © o

B UE4 Bxe icHye Ki1ac, IKUil HA3UBA€ETHCA FMatrix ProjectionMatrix; TOMY MOXHA
HOro BUKOPUCTOBYBATH JIJISl HAJAIITYBAHHS KaMepH, a00 3MIHIOBaTH AJis

HaITMCaHHS CBOE1 KaMCpHu.
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PO3ALJI 3. TIPOI'PAMHE 3ABE3IIEYEHHA

3.1 Orasa rpagivnoi cumysiii
B pe3ynbTaTi BUKOHAHHS JUIIOMHOI poOOTH Oyna cTBOpeHa rpadiyHa

CUMYJIALIA 3 eleMeHTaMu reiminero. KopuctyBau Moxke KepyBaTH HOBHICTIO

aHIMOBaHUM MEPCOHAXKEM, JOCIIIKYBATH KapTy, 30MpaTH OYKH Ta IepemMaraTu

CYNPOTUBHUKIB. 3arajibHUIl BUTJISA CUMYJIALIIIL:

Puc. 3.1.1 3aranpHuit BUTIISA] CUMYIISIT

Ta BUTJIAA BiI[ TPCTHOI'O JINIA, I'PAalOdHr 3a IICPCOHAXKA!

Puc. 3.1.2 3aranpHuii BUTIIS CUMYJIAIIT (BU]T 32 TIEPCOHAXKA)
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3.1.2 Manu
Hana cumynsuiga mae 2 mamu. I[lepia rpadiuna Marna Ha3UBa€eTHC — «XpaMm

Conrs» [8] [9]. Lle neBenuka mara, sika siBIsi€ COOOO CIIOPYAY, JIC € JIBa 3aJId Ta

oJlHa Benuka tepaca. OCBITIEHHS, SIKE IPUCYTHE HA Malll BUIIPABIOBYIO ii Ha3BY:

-

Puc. 3.1.2.1 [lepma mara

Jlana mara Bkirrodae B ceoe mona 500 enemMeHTiB, K JUHAMIYHUX, TaK 1
CTaTUYHUX 00’ €KTIB: BIKHA, KOJIOHU, OCBITJICHHS, MOOH, (haKeJIi, aBTOIBEPI, TOIIIO.
BbinbmiicTs 00’ €KTiB MatOTh Pi3HI TUITK KOJ131# KOJ1311, IO T03BOJISIE TIEPCOHAXKY Ta
M00aM B3a€EMOMISTH 3 HUMU. BUTBIIICT KOMi31# MpecTaBiIeH] TeOMETPUYHUMHU

MPUMITUBAMU: Mapaenerninen, cdhepa, ToIlo.

Hpyra mana Ha3uBaeTbes «PyiHny. BoHa Oinbina 3a po3mipom Ta Mae
cnerudiunuii penbed. Bona Bkitovae B cede 3pyitHOBaH1 (opTelli, maM’ STHUKH,
ropw, Tomro. [{yist moTparuIstHHS 3 TIepIIoi Many Ha IpyTy OyB peaizoBaHU
tenenoprt [8] [9]. Binbiie neranpHo mpo 1e Oy/ae HamucaHo B po3Aim «Irposi

MEXAHIKN.
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Puc. 3.1.2.2 Jlpyra mamna

3.1.3 3Byknu
Cumynsitist Mae 3ByKoBe cyrnpoBokeHHs. UE4 103Bosisie 3aBaHTaKyBaTH

cBoi mp3 aitim Ta IEPEeTBOPIOBATH 1X HA I'POB1 3BYKH — cue (aiiiu:

Y Filters v EESEEISARSI

Puc. 3.1.3.1 3Byku

Taxum gynHOM Oynu mimiOpaHi pi3Hi 3BYKH I PI3HUX ITPOBUX MEXAHIK:

BHOYX O0MO, B3a€MO/Iisl 3 MOHETOFO, aTaka 30poi, TOIIO.

3.1.4 JleabTa yac
Konuenuis nenpra yacy BIIIrparo BaXXIUBY poib y rpadiuHOMY

B11I00pakeHH1 JUHAMIYHUX 00’ €KTIB. YCl1 TUINIK rpadiuHUX MepeMillleHb
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BUKOHYIOTBCSI KO’KEH Kajp. Ase yactoTa KaapiB (fps) € pi3HOIO HA PI3HUX

MPUCTPOSIX.

Came ToMy OyJnia npuyMaHa KOHLEMLIA AesbTa Jacy. [lenbra yac — 11e vac,
SAKUU TIPOMIIOB 3 MOMEHTY B1100pa’KE€HHSI OCTaHHBOTO Kaapy. [lepeMHOXUBILIN
IIBUAKICTH MEPEMILIECHHS Ha JeJIbTa Yac OTPUMAEMO caMe Ty BEJTMUUHY, sKa Oyze

BIJIIIOBIIaTH BCTAHOBJICHIM IBHIKOCTI Y peanbHoMY KHTTI. [3] [14] [15]

Hanpuknan, nepconax pyxaetbes 31 mBHAKICTb 10 M/c. ko fps gopiBHIOE
30, To nenbta yac popisHioe 0,03. IlepemHoxkuMo mMBUAKICTH 10 M/C Ha JebTa Yac
0.03 1 orpumaemo 0.3 m/kaap. Tenep nepemuoxxkumo 0.3 m/kaap Ha fps 1
orpumaemo 10 m/c. Axmo B3sTH 60 fps nenpra Taiim O6yae 0.15 1 mepeminieHHs

M/kaap Oyje JacTilmMm, ajie MBUIAKICTh 32 CEKYH1y Bce ojiHO Oyne 10 m/c.

Konneniris nenpra yacy jgornoMarae po3poOHHKaM poOOTH irpH, siKe HE
3aJIeKaTh BiJ] 9aCTOCT1 KaJpiB OKpEeMHX NMPUCTPOiB. B maHiit poOOTI TakOXK

BUKOPHUCTOBYETHCA LA KOHHGI‘[HiH.

3.2 Ilepconask

3.2.1 3aranbHuuii onuc
JlaHuii mepcoHaxk € MOBHICTIO aHIMOBAHUM, BIH Ma€ Taki THIH pyxy: Oir,

CcTpUOOK, MBHUAKIK Oir Ta araka. OCHOBHUMU aTpUOYTaMH € IIIKajia 37[0pOB’sl Ta

cTamiHa — J1aHi aTpuOyTH BimoOpaxaroTbcs B iHTepdeiici.

Jlist B3aemomii (kodi3ii) 3 pisHUMHU TUTIAaMU 00’ €KTiB Oyia cTBOpeHa pi3Ha
peamizanis. Hampukiaz, skio 00’ €KT, 3 1 KUM B3aEMO/IiSI IEPCOHAXK — € 30POE€L0,
TO BIH Ma€ BHOIp — B3ATH 1110 30poro uu Hi. Ko x e 6omba, To mpu Komi3ii
6omM0Oa BuOyxae Ta BifiliMae 310poB’ s iepcoraxa. [Ipu mBuakomy Oiry
BiIIMAETHCSA CTaMiHA; KO cTaMiHa Oyje JOPiBHIOBATH HYIIIO, TO ITEPCOHAK

MEeBHUI Yac He 3MOKe BHUIKO Oiratu. CTaMiHa pereHepy€eThCsl Yepes3 MeBHUM vac.
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3.2.2 30oBHIilIHIl BUTJIS] Ta aHIMaIl
Sk Bxke OyJ10 3a3HaYEHO: B CUMYJIALIN MPUKYTINA MOBHICTIO aHIMOBaHUM 3 /]

nepcoHax. Tak BUTIsAga€e Woro Mojens [16]:

” T . = Y E Y — [ c
AT Scarch Skeleton Tree D ° « Perspective T H LOD Auto x1,0 ‘{‘ .p’ [ |
2 A = X1 . &
4-%Hips Previewing Res

4 7 Spine LODAGS
4-%-Spinel Currenscreensize: )b
4-%-spine2 i
4-%-Neck
4-%-Head
: HeadTop_End
4-% LeftShoulder
4% LeftArm
4-% LeftForeArm

4-%- LeftHandIndex1
4-}-LeftHandIndex2
4-% LeftHandIndex3
; LeftHandIndex4
4-% LeftHandThumb1
4-}-LeftHandThumb2
4-3 LeftHandThumb3
$-LeftHandThumb4
4-3-RightShoulder
4-%-RightArm
4-%-RightForeArm
4-}-RightHand
4-}-RightHandIndex1
4-}-RightHandIndex2
4-%- RightHandIndex3
; RightHandIndex4
4-}-RightHandThumb1
4-}-RightHandThumb2
4-%-RightHandThumb3
$-RightHandThumb4
4 ! RightHandSocket
1 SK_Blade_Glimmer [Previe
#! Main_L_Trail_01
#! Main_L_Trail_02

Puc. 3.2.2.1 Mopens nepcoHaxa

[lepconax siBiisie c0O6010 00’ €THaHHA 0araTbOX CJIOiB: MOJEINb (TEKCTYpa),

CKeJleT, aHiMarlis, izuka, koa c++ ta ckpuntuar Blueprint.

Ha pucynky 3.3.1 300pakeHO TaKOK MEHIO CKeJleTa IIepcoHaxka. SIk 6aunmo,
31miBa oOpaHo KicTKy 3 Ha3Bor LeftHand 1 Bona BimoOpakaeThcst Ha MOJETI
nepcoHaxka. KoxHa KicTka MO)ke Ha0yBaTH PI3HUX MOJIOKEHB, 1110 JO3BOJISE
e(eKTHBHO MPAIIOBATH 3 PI3HUMHU aHIMAIISIMU. Y ChOTO HamuyeThes O6ust 50

KICTOK.

Tenep po3risiHEMO aHIMaIlil, IKi Ma€ el EPCOHaX. Y ChOTO HAIYY€EThCS
15 animariii. [leski 3 HuX 00’ €HaH1 y criemianbH1 O1oku. Hampukiaz: aHimMartis
CIIOKO¥0, X0Ah0M Ta Oiry 00’ €iHaH1 y criemiaibHuN OJI0K. SKIo mepcoHax Mae
HYJbOBY IIBUKICTh, TO BIIIrPa€EThCS aHIMAIliS CIIOKOIO, ajie SKIO BiH TOYNHAE
pyX, TO aHIMaIlisl CIOKOIO MOCTYIOBO MEPEXOJIUTh Y X060y, a MOTIM 1y Oir.

JlaHuit miaxi7 JO3BOJISIE OTPUMYBATH IIJIABHUM MEPEXia MK aHIMAIIsIMH.
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Shon | craracer [ 10D A GE B B B

Puc. 3.2.2.2 Animariist 3amaxy Jjisl aTaku

3.2.3 C++ peadqizamis
Becw xon aBox daiinie Main.h ta Main.cpp, siKi € peanizaliiro mepcoHaxa Ha

MOBI ¢++, Oyjie HaBeJIeHO y 1oJaTKy. B risoMy po3aini Oyje mpoBeaeHo aHami3

OCHOBHUX YaCTHH JaHO1 peari3aliii.

VY ¢aiini Main.h 3anporpamoBani oronomieHHs: GyHKIIT Ta 3MIHHUX. Maiixe
KOKHa (DYHKIIIS Y4 3MIHHA Mae€ CIeliajibHI MAaKPOCH: UPROPERTY() Ta UFUNCTION().
JlaHi MakpocH — TOIOMOKYTh MPAaIOBaTH 3 ¢c++ 00’ekTaMu y iHTepdeiici

penakropi Ta y Blueprint. [3] [4]
Posristnemo ocHOBHI (DyHKIIIT Ta Tpynu PYHKITIH KIIACy MEPCOHAKY:

o [lepma QyHKIIiS — 116 KOHCTPYKTOP KJIacy, TaM OyJH HaJlalITOBaHI 3araibHi
napameTpu MEePCOHaKa Ta TAKOXK CTBOPEHA KaMmepa.

e Jlpyra QpyHKIIIS BUTIISIAAE TAK: void AMain::Tick(float DeltaTime); Lle QyHKIiS muis
OHOBJICHHS TIEPCOHAXKY KOKHOTO KaApY; K 0a4uMO — TyT MPUCYTHS 3MiHHA 3
Ha3Boro DeltaTime — came TyT i MOXKHa pealti3yBaTh KOHIIEMIIio J[enpTa gacy.

B miit pyHkIii peanizoBana poboTa 3 pyxoMm ImepcoHaxa.
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o TpeTﬂ (bYHKI_IiSI - void AMain::SetupPlayerInputComponent(UInputComponent*
PlayerInputComponent) — 1€ (YHKIIS JUIsl HAJIAIITYBAHHS KEPYBaHHS EPCOHAXKEM
3a JIONOMOTI0I0 KJIaBlaTypH.

e UYerBepra rpyna QyHKIUIA - void AMain::Move(float Value), void AMain::Jump(), void
AMain::TurnAtRate(float Rate) - I (DYHKII1 BAKOPUCTOBYETHCS JJIsSl PI3HUX THUIIIB
PyXy Ii€pcoHa>xa. Bonu BUKOPHUCTOBYETLCA Y (I)yHKI_Iﬁ SetupPlayerInputComponent.
Came TyT 1 MOXHa BukopucTtatu kiaac FMatrix, sikuii 0yio onucaHo y
TEOPETUYHIN YaCTHHI.

e [I’sita rpyna GyHKUIN - void AMain::Attack(), void AMain::UpdateCombatTarget(), void
AMain::SetEquippedWeapon (Alleapon* WeaponToSet) — 1€ (DYHKIIIT, SIK1 BIITIOBIIAIOTH 3a

00110B1 /111 MepCcOHaXKA.

Hpyra yactuHa c++ peanizaiiis 3HaxoauThes y ¢aiinax MainAnimlnstance.h ta
MainAnimlnstance.cpp. Janwuii kiac 30epirae B co0i MBHIKICT PyXy MEPCOHAKA,
1151 3MiHHA Oy/ie BUKOPUCTOBYBATHUCS JIijia y kKiaci Blueprint, sxuii OyieT cTBOpeHO

Ha ocHOB1 MainAnimlnstance.

3.2.4 Blueprint peanizauin
[epma yactuHa peaizaiii Ha Blueprint 3sHaxoautecs y daitni Main_BP. Ipyra

gacTuHa peanizamii Ha Blueprint 3axoauTbes y ¢aiii, SKiii BUIIOBiIa€ 3a aHIMAITIO
nepconaxka MainAnim_BP, Tak sik came 1715 11b0T0 1 3py4HO BUKOPUCTOBYBATH

Blueprint. [6]

Sprinting =]
T T
JumpStart

i e

e JumpEnd <——

InAir
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Puc. 3.2.4.1 Peanizaniss poboTta aHimarii

Ha nanomy pucyHKy MOXeMO 00auuTH OJ0KH, SIK1 SIBJISIFOTH COOO0I0
aHIMalIlii Ta 3B’5I3KH, sIK1 BCTaHOBJIeH]1 M HUMU. [lepexin B ofHieT aHIMAITIi 10
1HIIIO1 BUKOHY€THCA MPU BUKOHAH1 MEeBHUX YMOB. Hanpuknaz, mob nepeitu 10
aniMartii JumpStart 3minHa bIsInAir y kiaci MainAnimlInstance mae HaOyTH

3HaueHHs true. [7] [8]

3.2.5 InTepdeiic
[aTepdetic rpu ckaagaeThes 3 3X KOMIIOHEHTIB: IIKaJIa 3JJ0pOB’ sl — BOHA

NO3HAYEeHA YEPBOHUM KOJILOPOM Ha PUCYHKY; IlIKaia cTaMiHa — CHHIM KOJIIp Ta

KUIbKICTh MOHET, SIK1 IEPCOHAX MOXe 30MpaTu Ha MPOTs31 TPH.

B niBoMy BEpXHBOMY KYTi €KpaHy 3HaXOIATHCS IITKAIN 3JJ0pPOB’Sl Ta CTaMiHa;
y MpaBOMY HI)KHBOMY — KIIBKICTh MOHET. ['pacdiuna peanizairis 3podieHa 3a

noromororo iHctpymentiB UE4 mis pobotu 3 iHTepdeiicom [5]:

Puc. 3.2.5.2 Intepdeiic 2
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3.2.6 llIkayu 310pOB’°H Ta CTAMIHU
OnuH 3 nmpukiaaiB epeKTUBHOI B3aeMoli c++ ta Blueprint € peanizanis

IIKaj 370poB’s Ta ctaminu. Tak Burianae kog Ha Blueprint:

—
Target Health @—
Ref to Main

e ——
Target Max Health @

= Return Node

—_—
= Get Health ? Is Valid

P
» —™—— xec » N

~ @ Return Value

Ref to Main

*# Cast To Main_BP

" f Get Player Pawn

O» Player Index (0]  Return Value Ref to Main

Puc. 3.2.6.1 Blueprint mkana 310poB’s

Ax 6aunMo B iboMy (aitni 6yi10 BUKOPUCTAHO MOCUJIAaHHS Ha Kjac Main
(Ref'to Main). TakuM YHHOM OTPUMYETHCS JOCTYM JI0 MIEBHUX TOJIIB Ta METO1B
kiaca y ct++. Jlis mkanu 30poB’ st 0yno orpuMano mons Health ta MaxHealth.
IToTiM BUKOHYETBCS IIJICHHS Ta OTPUMYETHCSI TIPOLICHT, IKUK cTaHOBUTH Health
Bim MaxHealth. Taki onepartii 103BoJIsIFOTH HaM 3aapOOBYBATH YEPBOHUM

BIJIMOBIIHY YaCTUHY IIKAJIA 370POB’ 5.

Jlyist cramiam OyJio CTBOPEHO CXOXKHUH KOJ, ajlie CKIaaHimuid. B HboMy Tak
caMO BUKOPHUCTOBYETHCS TOCHJIAHHS HA Ki1ac Main, ajie OTpUMYEThCS TI0JIe
StaminaStatus. CkJIagHICTh peaizallii CTaHIHU MOJIATA€ B TOMY, IO KOJIp MIKaJIA

3MIHIOETBCS BIIMOBIAHO JIO KUIBKOCTI cTaMiHU. Tak BUTIISAIA€ peaizaris:
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£* Switch on EStaminaStatus

Fill Color and Opacit
pa

Puc. 3.2.6.2 Blueprint mkana craminu

3.3 MoOu

3.3.1 3oBHilIHil BUIJISA] Ta aHIMAaIisg
Mo6u — 11e BOpOXKi IePCOHAXK1 i/l yIPABIIHHS IITYYHOTO 1HTEIEKTY.

Ycworo 0yio ctBopeno 2 tumu MooiB [8] [9]:

[TaByk:

Puc. 3.3.1.1 I'pacdiune npencTBIEHHS MaByKa



JIunapi:

Puc. 3.3.1.2 I'padiuae npeacTBICHHS JUaps

Ha pucynky 300pakeHuii ouH 3 THIIB JuliapiB. Beboro ix icHyro 3. Koxken tum

Mae€ CBOI BJIACTUBOCTI: TEKCTYPY, 340POB’ s, MBUAKICTH, YPOH.
, > Y

3.3.2 C++ peadizauis
Yactura moBeaiHKM MOOIB 3anmporpamMoBana Ha c++. @aiinu Enemy.h ta

Enemy.cpp MicTaTh nepiry 4actuHy peaiizaiii Ha c++. [10]

Konmnemnis, sixa Oyia BUKOpHCTaHA MPHU peatizaiii MoOiB MOJsATalIo B
HaCTYITHOMY: CTBOPIOETHCS C++ Kj1ac, SKUM MICTUTh OCHOBHI ITapaMeTpH, K1 Ma€
Matu M00. [ToTiM Bix LIbOTO KJ1acy CTBOPIOOTHCS 3 okpemi Blueprint kiacwu, siki

MOXET 3MIHIOBATH Tl apaMeTpH, K1 OyJi 3alIporpaMoBaHi Ha c++, HAIPUKJIIA],

32



33

YPOH, MIBUAKICTb, TOLIO. JJaHui MiXia 3HOBY J1€MOHCTPYE €(PEKTUBHICTh

BUKOpUCTaHHs c++ Ta Blueprint pazom s po3poOKH.
PozristHemo ocHOBHI (yHKIIIT Ta rpynu QyHKIIHN KiIacy Bopora(Mmooa):

e [Ilepma QyHKIlIA — 1€ KOHCTPYKTOP KJIacy, TaM OyJIM HaJAIITOBaH1 3arajbHi
napamerpu Mo6a. Hampukian: cgepy Kosizii, aTaki 4u MOYATKy Hamamy.
Posmipu chep mis koxuHoro Mmoba 0ynyTh 3miHeHi y Blueprint. Cdepa komizii
CTBOpEHA JUIsl IPUIIBUIIEHHS pOOOTH MPOTPAMH, TaK K MPOPAXyHOK KOKHOI
KIHI[IBKH YM CKJIAJI0K OfIek1 M0oOa OyJie JyKe 3aTpaTHUM.

e Jlpyra QyHKIIS: void AEneny::BeginPlay(). TYT MpOrpamyeTbcs MOBEIHKA MPU
31ITKHEH1 3 PI3HUMU THIIaM 00’ €KTIB.

L4 TpeTSI rpyna (i)yHKIIif/'Ii AEnemy: :AgroSphereOnOverlapBegin(), void
AEnemy: :AgroSphereOnOverlapEnd(), void AEnemy::CombatSphereOnOverlapBegin(), void

AEnemy: : CombatSphereOnOverlapEnd() — JiaHa Tpyna (GyHKIIIH 3a/1a€ MOBEAIHKY MTPU
B3a€EMO/Ii1 IEpCOHaXka Ta Moba.

e [Dl’sta rpyna dyHKIIIH — 11e pearizaiii 60H0BOI CHCTEMU: PyX J0 i1, aTaka,
YPOH Ta CMCPTh. void AEnemy::Attack(), void AEnemy::Attack(), float
AEnemy: :TakeDamage(),void AEnemy::Die().

Po6oTa 3 aHiMarliero MOOIB TyKe cx0ka Ha poOOTY 3 aHIMAIIIEIO TTIEPCOHAXKA, TOMY

IUCaTH PO IIe ApYyruil pa3 Hemae cency [4] [5].

3.3.3 Blueprint peanizauin
Tenep nepeitnemo no Blueprint peanizarnii. Tak Burmisinae kiac:
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¥ iponent w 1 B De
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Puc. 3.3.3.1 Blueprint penanizariisi Mo6iB

Sk moxxHa mobauntu Ha naneni Components € yci chepu B3aeMOJIi, K1
OyJu 3amporpamMoBaHi, OUTBII TOTO TEMep MOXKHA 3MIHIOBATH 1X pajiyc, 10

A03BOJII€ Ha CTBOPIOBATH HepCOHa}KiB 3 pi3HOI-0 I'[OBGIIiHKOIO.

Ha maneni Details Mmoskemo moGauuTu pi3Hi MO, K1 MPEICTABISIIOTH
co6oro 3MiHHI ¢t++ Kiacy. TyT MokHa oOpaTu 30BHINIHINA BUTJIS, PO3Mip MoOa,

HaJIalITyBaTH 3BYKH, TOIIO.

3.3.4 Po6oTa 3i IITYYHUM iHTETeKTOM
Jliist mporpaMyBaHHs MOBEAIHKH MOOa OyJ10 TaKOXK BUKOPUCTAHO IM1IX1]T

po6otu 31 mTydyHuM iHTeneKToM y UE4. CyTh IbOT0 MiIX01y TOJIATAE B TOMY, IO
UE4 Hanae TaM roTOBUHM MITYYHUH THTEIEKT 3 PEATI30BAaHUM AITOPUTMOM MOIIYKY

HAIOPOTOTO NIISAXY JO . [7]

VY c++ kimaci y QyHKITT void AEnemy::MoveToTarget() CTPOIOTHCS 3MiHHA
FNavPathSharedPtr NavPath; sIKa 1 OyJIe MIJISIXOM JIO I, SIKa Oy/Ty BCTAaHOBJICHA. Y

BUMAJIKY AaHOI rpadiuHOl CUMYIALIT — II€ TEePCOHAXK.
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Jl1st Toro, o0 MTYYHHUI IHTEJIEKT MPaIoBaB y CAaMOMY PEIaKTopi

CTPOIOETHCA 00’ €KT, sIKUM HazuBaeThest Nav Mesh — 1ie mionimsa 3e1eHoro

KOJIbOPY, sIKa MOKPUBAE IPOCTIpP, MO AKOMY MOXKe pyxatuca Mo0. Burisnae ue tak:

Puc. 3.3.4.1 Hagiraiiist IITY4HOTO 1HTEJICKTY

3BUYAHO, IPU 3aITyCKy CaMOi CUMYJISIIIT 1151 3eJIeHa IJIOIMHA 3HUKAE. [i

MOJKHA ITOOQYUTH JIUIIIC HaJIalITOBYIOYH CI/IMy.]'I}ILIiIO.

Temnep po3riistHEMO 1€ OJIHY YaCTHHY IITYYHOTO IHTEIEKTY, sKa Oya
peanizoBana. I{e chepu, ki Bxke yacTKoBO OyJ10 HamMcaHo y c++ peamizartii. s
noBeAiHKH M0oOa ctBopeHo 3 cepu. Cdepa 30py — SAKIINO NEPCOHAK MOTPAILISIE Y
Hel, To MO0 MOYHMHAE PyXaTHCS 10 HHOTO, BIMIOBITHO 0 AJITOPUTMY IITYIHOTO
iHTenekty. Cdepa aTaku — SKIIO MEPCOHAX MOTPAILILE y M0 cepy 11e 03HaJaE,
10 Mo0 #oro Ha3gorHaB Ta Moke atakyBatu. Cdepa Koumisiil — cdepa, gaKa €
(b13MYHUM TIPEACTABICHHIM M00a, BOHA BUKOPUCTOBYIOTHCS IITYYHUM IHTEICKTOM

JUTSI IPOPAXYHKY KOJi31H.

3.3.5 Cucrema 6010
Cuctemy 0010 peali3oBaHa y KJlaci MepcoHa)ka Ta y Kiaci MoOIB.

Posristnemo ciodatky peanizaliiro ¢ 00Ky nepcoHaxa. L{sg cuctema nosnsrae B
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TOMY, 1110 LILJIb aBTOMATUYHO BU3HAYAETHCS, B 3aJI€KHOCTI BIJ] TOTO SIKa 3 IIUIEH

onrxkya. Lle 3HauHO cpouly€e ynpaBIIiHHS.

3 6oky MOOiB Oyra CTBOpEHa JOJAaTKOBA KOJIi31s, Y BUMJISA1 apaieieninesa,
SIKUW MPUB’SI3YETHCA 10 KIHIIBKU(Y BUTAJKY MMaByKa) 4M 70 30poi(y BUMAIKY
nunapis). [lana xounizist cTBOpeHa Jijist poOOTH 3 aTakoro. SIk MOOM Tak 1 IepCOHaXK

MOXYTb HAHOCUTHU OJIMH OJTHOMY YPOH, SIKIIO K 30POB’sl OJTHOTO 3 HUX CTa€

MEHIIE HYJIS, TO MPOrPaeThes aHIMallis 3aruoeni.

Puc. 3.3.5.1 Ckpiamot 6010

3.4 IrpoBi MexaHiku

3.4.1 Cucrema B3aemoii 3 00’ ekTamu
O06’€exTH, 3 TKUMH MOE B3aEMO/IISITH TIEPCOHAXK MPEICTaBIEHI C++ KIacoMm

[tem. Jlanuii K1ac MICTUTH JAB1 OCHOBHI BipTyaibHi1 GYHKIII, AK1 OYIyTh
nepes3anucani y kinacax Hamaakax. [li 1Bi ¢yHKIlii cTBOpeHi A TOro, moo

MIPOrPaMyBAaTH MOBEIHKY 00’ €KTIB, 3 SIKUMH B3a€EMOJIIE€ TIEPCOHAK.

[Tepmmii kirac Hamaaok Item — e 6om0Oa, MoBEIIHKA, KA MPEICTaBIeHa C++
kimacoMm Explosive. Ileit kmac 30epirae yka3HHUK Ha Ki1ac mepcoHaxy Main. Jlanuit

YKa3HUK BUKOPUCTOBYETHCS ISl 3SMEHIIIEHHS 3/I0POB’ sl IEPCOHAXA MPU B3aEMOJII 3
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O0MOOI0 — KOJIU TaKe TpaIuisieThesi, TO OoMOa BUOyXa€e Ta 3HUKAE 3 CUMYJIALIIL.
Taka noBeaiHKa 3anporpaMoBaHa y 1BoX QyHKUIAX, skl Explosive Haciiaye Bia

Item.

Jpyruii kinac Hamanox Item — e MoHeTa, sika IpeacTaBieHa ¢+t KiacoM
Pickup. ApxitekTopa noBeAiHKU aHajoriyHa 3 kiacoM Explosive. Cama noBeinka
sBJIsie COOOI0 TO, IO MPU B3a€EMO/I1T 3 MOHETOIO KUTBKICTh MOHET B MOKA3HUKY B

iHTepdeiict 301TbIIYETHCS.

3.4.2 30posn
Peanizaris 36poi npencrasiena c++ kiaacom Weapon. Jlanuit kiac €

HamaakoM Item, Tomy y HboMy Oynu nepeBu3HavYeH1 (QyHKIII1, IKi BUTIOB1IAIOTh 3a
B3aEMOJIIIO 3 TIEPCOHAXKEM. B pe3ymbTarti, K10 MepCcoHax MiainTe 10 30poi Ta
HATUCHE JIIBY KHOTIKY MUl — 30post Oyne eximipoBana. ®yHkitis Equip(), sika

BIJINTOBIJIa€ 3a EKIMipyBaHHS IMEPCOHAXKa MOTOYHOT 30POi.

BaxxnuBuMm eneMeHTOM € Te, 110 MiCJIsl eKilmipyBaHHs HOBO1 30poi — cTapa
30post, sika Oysa y pyIli mepcoHa)xa, Ma€ 3HUKHYTH 3 Tpu. CaMe TyT MU 1 MOKEMO
BUKOPHUCTATH POOOTY 3 MaM’ATTIO Y C++ Ta uepe3 BKa3iBHUK BUIIAJTUTH OUIbIIE HE
noTpiOHuM 00’ ekT. Takox as 30poi Oyna peanizoBaHa aHIMAIlisl YaCTUHOK. Temep

Ha KOXHY 30p0i MOKHA MTOMICTUTH BOTOHbB, JTUM, JIiJT UM 1HIIII aHIMOBaH1 YaCTUHKH.
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Puc. 3.4.2.1 I'padiune npencrabieHHs 30poi

3.4.3 IlnaBaroui niaatgpopmu

Puc. 3.4.3.1 I'pacdiune mpencraBieHHs MIaBAIOUYHNX MIATGOPM

[TnaBatoui miaTdopmu — 11e iIrpoBa MEXaHiKa, sKa CTBOPEHA IS
PI3HOMAHITHOCTI remInieto. Jlana mexaHika sBjsi€e co00r0 miaThOopMH, K1 TIaBHO

PYXaroThCs Y IPOCTOP1 Ta MOXKYTh IEPEBO3UTH T'PABIIS 3 OJHOTO MICSIIl HA IHIIE.
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Jlist uporo OyJjia BUKOpUCTaHA IHTEPHOJALIS Ta 0OMIH BEKTOPIB MicsIMH. Takum

YUHOM OTPUMY€EMO LUKJIIYHY MEXaHIKY, IKa pOOUTh redMILIEN 3HaYHO L1KABIILIKM.

3.4.4 TaemHui aBepi
TaemHi 1Bepi — e IrpoBa MexaHika, sika BijoOpakae BIUIUB IpaBls Ha

irpoBuit mpocrtip. Jlana Mmexanika siBisie co6oto 2 06’ exta. I[lepmmii — nepemukad,
AKIIO MEPCOHAX HACTYIA€E HAa HbOTO, TO APYTUil 00’ €KT — ABEP1 — NIAIAMYTHCS 1

AO03BOJIATH I'paBIO HpOﬁTH )];aJ'Ii.

Jlana MexaHika peaiizoBaHa Ha c++, Jie 3arporpaMoBaHi GYHKITIT B3aeMO/Tii
3 MEXaHIKOI0 Ta Ha Blueprint, e HanamToByeThCs MIIaBHE MiIIMaHHS ABEpEi 3a

JIOTIOMOTO10 cIierianbHo1 cucteMu Taiimepis UE4.

TR

Puc. 3.4.4.1 I'pacdiune npencraBieHHs TAEMHUX JIBEpen
[Ticst TOTO SIK IEPCOHAX BiMIWIIIOB BiJ IEpEeMHUKada — IBEpi yepes 2

CCKYH/H 3HOBY OIIYCTATBCA.
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3.4.5 IlpocTip cnaBHy
[IpocTip cnaBHy — i€ 1IIe OJIHA IrPOBa MEXaHIKa, SIKa Ma€ Ha METI CIIaBH

KOHKpETHUX MOO1B B Tiif 0011acTI, sika OyJa mo3HaueHa Ha kapTi. [IpocTip cnaBHy €

napajieJenineoM:

Puc. 3.4.5.1 I'padiuae npeacTaBieHHs MPOCTOPY CIIaBHY
OcHoBHa peaiizallis JaHOT MEXaHIK{ 3HaAXOIUThCS y ¢++ Kitaci
SpawnVolume. Taka peanizaiis 103Bossie BuObupatu Bxke y inrepgeiici UE4(nam
HE MOTPiOHO 3MIHIOBATH KOJ) TUIT MOOIB, SIKi OyyTh CHABHUTHCS Y KOHKPETHOMY

MPOCTOPI CIIaBHY.

Hami y Blueprint HanamToBy0ThCs epeKTH-aHIMAaIlll, sIKi Oy Ty Th
mporpaBaTHucs i Jyac crnaBHy Moba. [[ist mboro GyHKIis cnaBHy y c++ Oyna
3a3HaYCHA SIK BlueprintNativeEvent — TaKa peajizallis J03BOJIIE KOMOIHYBATH

noBeAiHKY GyHKIII y c++ Ta y Blueprint.



41
3.5 Croxker
B cTBOpeH1i cuMyIiALil TaKoX NPUCYTHIH 1 ctoxkeT. HMoro cyTs B TomMy, 110
rpaBellb Mae 370JaTH BCIX MOOIB Ha MEpIIii Malli, 3HalTH TaEMHI ABEP1 Ta Yyepe3
I1aBaroyi miaTGopMu JICTATUCS 10 TEIEHNOPTY, AKUH NepeBeie rpaBls Ha 1HILY

MaMmy.

Ha apyriit mani MmoOu cTatoTh OuTblIe HEOE3NEYHUMU: BOHH ILIBHIIIE
pyXaroThbCsl Ta MalOTh OUTBIIMK YpOH. A B KIHIII IPYroi Manu Ha IpaBlis yekae 0oc,
KU TPEJICTaBICHUN BETMKUM MMaBYKOM, SIKUU Jy>K€ MOBUIBHO PYXa€ThCA, ajie Ma€e

Jy’)K€ BUCOKUM YpPOH. 3aBJIaHHs I'paBIls — M0j0J1aTi 00ca Ta 3abpatu HOBY 30poto,

Ky 60C OXOpOHSIE.

Puc. 3.5.1 ®inansamii 00c
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PO3A1JI 4. APXITEKTYPA ITPOI'PAMHOI'O
3ABE3IIEYEHHA

4.1 Apxitekrypa c++ kiaciB UE4
UE4 max cBoro cucteMy c++ KiaciB, sika OyJjia TaKOX BUKOpPUCTaHA MPU

ctBopeni [13. [3] [4] [5]

e Tlepmmii K1ac, BiJ| IKOTO HACIIAYIOTCA BCi iHIT Knacu — ne Object. Moro
GyHKIIT moyAraTh Juiie y 30epexenH1 iHpopmarii. Bin He Mmoxe Oyay
NOMIIIEHU 10 rpadigyHOT CUMYJIALII.

e Jlpyruii kinac — e Actor. Haciinyetbes Big Object. Bin Mmoxe Oytu
MOMIILIEHU 10 CUMYJISILIAX Ta Mae TpadiuHe MpeACTaBICHHS. 3a3BUYaid,
aKTOpaMH BUCTYIAIOTh Pi3HI IFPOB1 MEXaHIKH, TUIY MJIABAIOYUX TUIATPOPM
YU TAEMHUX JBEPEU.

e Tperiit knac — Pawn. Hacninyetscs Bin Actor. Jlanuii kitac Mae yci QyHKIi
aKTopa, ajie BIH TAKOK MOKE€ KEpPYBATUCS I'PABLIEM.

e Yersepruii kiac — Character. Hacimigyerbes Big Pawn ta Ma€ KOMITOHEHT

pyxy.



[ Character J

Puc. 4.1.1 Cucrema c++ kiacis UE4
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4.2 ApXiTeKTypa NporpamMHoro 3ade3nedyeHHs

AFlaorSwitch ¥
Kaace

AWeapenContal... ¥
Kaace

xxxxx

EMovementStatus ¥
Knace npesmcanun

Puc. 4.2.1 Jliarpama c++ kiacis

Taxk six mporpaMHe 3a0e3nedeHHs JUIIIIOMHOT poOOTH OYJI0 pO3pOoOIeHO 32
nonomoroto pymriss UE4, To apxiTekTypa, sika Oyjia 3anpoBaJiKeHa, Mae Taki
BJIACTHBOCTI, IKUX BUMAarae qaHui pyuiii. Hanpukmiana, nporpama Mae OCHOBHUM

kjac Main, 3anucaHi OCHOBHI HaJIAIITYBaHHS CUMYJISIIII.

Apxitektypa [13 moBHICTIO 3HaXO0UCS Y TTapaaurMi 00’ EKTHO-
OpIEHTOBAHOTO IIporpaMyBaHHs. JlesKi Kjacu MaroTh IpadidyHe MpeACTaBICHHS Ta

Blueprint peanizaitis, neski CTBOPEHi JJIsl BHYTPIIIHIX HadamTyBaHb [13.

HacnigyBanHs Ta acoriaiiisi — e OCHOBHI 3B’ SI3KH, SIKi ICHYIOTh MIXK
kiacamu. HaciigyBaHHs mpeacTaBieHe KiacaMu, siki HachmiayroThes Big Altem. Le
kiacu AExplosive, APickup ta EWeapon. Arperpairist mae 6arato npeicTaBIeHb,
OJIVH 3 TIPUKJIAJIIB — 1€ 3HAXO/DKEHHS y Kiaci 30poi BKa3iBHHKA Ha TOJIOBHOT'O

MepcoHaXka.



BUCHOBKH

B naniit po60oTi 6ys10 IpOBEACHO NOCTIIKEHHS Bi3yalli3allii pi3HUX THUIIIB
00’€KTIB y TpaiUHUX CUMYJISIIIISIX HA OCHOB1 BEKTOPHOT ajire0pu Ta
MIPOJIEMOHCTPOBAHO MPAKTUYHE 3aCTOCYBaHHsA. bynu BUKOpHUCTaH1 CydyacH1
THCTpYMEHTH Jy1sl po3poOku I13, sike cTBOpro€ rpadiuHy CUMYJISIIIIO 3 BUCOKOIO
rpadikoro, aHIMaIlIsIMU, 3ByKaMH, IITYYHUM 1HTEJICKTOM Ta €JIEMEHTaMHU

T€UMILIEIO.
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Kon I13 nobynoBanuit Tak, 1o nporpama Mo>ke Jerko po3MINPIOBATUCS TS

MOJIaJIBIIOr0 PO3BUTKY. B Mailke KOKHY CTpOUKY KOJly OyB 10JIaHHUT KOMEHTap
JUTSL JIETKOTO PO3YMiHHA. Y ci 3MiHHI Ta (yHKIIIT OyJIM Ha3BaH1 Tak sIK 1bOTO
BUMarae ctTanaapt Hanucanus ct++ Ha UE4, ToMy KoXeH po3pOOHHUK 3MOXKeE

3pO3YMITH SIK MPAIIO€ Mporpama.

3apasiku pyurito UE4 O6ys10 cTBOpeHO cydacHHUI MPOAYKT, SKUH MOXKeE
3aiHATH CBOIO HIITY HA PUHKY pO3po0KH irop. B pesynbrarti mpoBeneHoi poboTu
MO>KHA 3a3HAYUTH, 1110 OyJI0 BUKOPUCTAHO BEKTOPHY anreopy, c++, Blueprint Ta
UE4 pa3zowm, 1110, Ha MOIO JyMKY, CKJIaJa€ HOBUM eTan y po3po0iri Biieoirop, Tak
K 111 KOMIIOHEHTH Jal0Th YK€ IMUPOKUN CIIEKTP MOKIUBOCTEH, KOJM BOHU

[MO€THAH] B OHE IILIE.
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Main

Homaroxk A

// Fill out your copyright notice in the Description page of Project Settings.

#pragma once

#include "CoreMinimal.h"
#include "GameFramework/Character.h"
#include "Main.generated.h"

UENUM(BlueprintType)
enum class EMovementStatus : uint8

{
EMS_Normal UMETA(DisplayName = "Normal"),

EMS_Sprinting UMETA(DisplayName = "Sprinting"),

EMS_MAX UMETA(Display = "DefaultMAX")

¥

UENUM(BlueprintType)

enum class EStaminaStatus : uint8

{
ESS_Normal UMETA(DisplayName = "Normal"),
ESS_BelowMinimum UMETA(DisplayName = "BelowMinimum"),
ESS_Exhausted UMETA(DisplayName = "Exhausted"),
ESS_ExhaustedRecovering UMETA(DisplayName = "ExhaustedRecovering"),
EMS_MAX UMETA(Display = "DefaultMAX")

¥

UCLASS()

class SUNTEMPLEGAME_API AMain : public ACharacter

{
GENERATED_BODY ()

public:

// Sets default values for this character's properties

AMain();

LITTTITTTTIT 7770077707777 7707717777777 77777777777777171777711717177

////CAMERA

// CameraBoom positioning the camera behind the player
UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category =

(AllowPrivateAccess = "true"))
class USpringArmComponent* CameraBoom;
// FollowCamera

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category

(AllowPrivateAccess = "true"))
class UCameraComponent* FollowCamera;

// Base turn rate to scale turning functions for the camera
UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = "Camera")

float BaseTurnRate;

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = "Camera")

float BaselLookUpRate;

LITITIITTTITII7 077770077777 077 7777777777 777777777777771717771711717117

////PLAYER STATS

"Camera", meta

"Camera", meta

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "Player stats")

float MaxHealth;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Player stats")

float Health;

47
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UPROPERTY(EditDefaultsOnly, BlueprintReadOnly, Category = "Player stats")
float MaxStamina;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Player stats")
float Stamina;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category
int32 Coins;

// Called to decrement health

void DecrementHealth(float Amount);

// Called to die

void Die();

// Called to incremt coins

void IncrementCoins(int32 Amount);

"Player stats")

[171177777777777777777777777777777777777777777777777777777177171777777777
////MOVEMENT

// Movement status

UPROPERTY (VisibleAnywhere, BlueprintReadWrite, Category = "Enums")
EMovementStatus MovementStatus;

// Set movement status and speed

FORCEINLINE void SetMovementStatus(EMovementStatus Status);

// Running speed

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Running")
float RunningSpeed;
// Sprinting speed
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = "Running")

float SprintingSpeed;
// Is shift key down?
bool bShiftKeyDown;
// Shift key is down
void ShiftKeyDown();
// Shift key is up
void ShiftKeyUp();
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////STAMINA

// Stamina status

UPROPERTY(VisibleAnywhere, BlueprintReadWrite, Category = "Enums")

EStaminaStatus StaminaStatus;

// Set stamina status

FORCEINLINE void SetStaminaStatus(EStaminaStatus Status) { StaminaStatus = Status;

// Stamina drain rate

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Running")
float StaminaDrainRate;
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Running")

// Min sprint stamina
float MinSprintStamina;

L1117 777 777777777 7777777777777777777777777777777777777777777777177777
////DEBUG SPHERES

// Pickup locations

TArray<FVector> PickuplLocations;

// Show all pickups locations

UFUNCTION(BlueprintCallable)

void ShowPickupLocations();

L1111 1170777 7777777777777 777777777777777777777777777777777777777717117717
////WEAPON

// Weapon

UPROPERTY(EditDefaultsOnly , BlueprintReadOnly, Category = "Items")

class AWeapon* EquippedWeapon;

// Set EquippedWeapon

FORCEINLINE void SetEquippedWeapon(AWeapon* Weapon) { EquippedWeapon = Weapon; }
// ActiveOverlapingItem
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UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = "Items")

class AItem* ActiveOverlapingItem;

// Set ActiveOverlapingItem

FORCEINLINE void SetActiveOverlapingItem(AItem* Item) { ActiveOverlapingItem =
Item; }

protected:
// Called when the game starts or when spawned
virtual void BeginPlay() override;

public:
// Called every frame
virtual void Tick(float DeltaTime) override;

// Called to bind functionality to input
virtual void SetupPlayerInputComponent(class UInputComponent*
PlayerInputComponent) override;

// Called for forward/backward input
void MoveForward(float Value);

// Called for side to side input
void MoveRight(float Value);

// Called via input to turn at a given rate

// @param Rate - is a normilized rate, i.e. 1.0f means 100% of desired turn rate
void TurnAtRate(float Rate);

// Called via input to look up/down at a given rate

// @param Rate - is a normilized rate, i.e. 1.0 means 100% of desired look/up rate
void LookUpAtRate(float Rate);

// Is LMB down?
bool bLMBDown;

// If LMB is down
void LMBDown();
// If LMB is up
void LMBUp();

// Getters/Setters
FORCEINLINE class USpringArmComponent* GetCameraBoom() const { return CameraBoom;

FORCEINLINE class UCameraComponent* GetFollowCamera() const { return FollowCamera;

// Fill out your copyright notice in the Description page of Project Settings.

#include "Main.h"

#include "GameFramework/SpringArmComponent.h"
#include "Camera/CameraComponent.h"

#include "GameFramework/Controller.h"

#include "Engine/World.h"

#include "Components/InputComponent.h"

#include "Components/CapsuleComponent.h"

#include "GameFramework/CharacterMovementComponent.h"
#include "Kismet/KismetSystemLibrary.h"

#include "Weapon.h"

// Sets default values
AMain::AMain()
{
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// Set this character to call Tick() every frame. You can turn this off to

improve performance if you don't need it.

PrimaryActorTick.bCanEverTick = true;

// Create CameraBoom (pulls towards the player if there's a collision)

CameraBoom = CreateDefaultSubobject<USpringArmComponent>(TEXT("CameraBoom"));
CameraBoom->SetupAttachment(GetRootComponent()); // bind to root
CameraBoom->TargetArmLength = 600.0f; // Camera follows at this distance
CameraBoom->bUsePawnControlRotation = true; // ??? Rotate arm based on controller

// Create FollowCamera
FollowCamera = CreateDefaultSubobject<UCameraComponent>(TEXT("FollowCamera"));
FollowCamera->SetupAttachment(CameraBoom, USpringArmComponent: :SocketName); //

bind to CameraBoom

FollowCamera->bUsePawnControlRotation = false; // ???

// Set size for collision capsule
GetCapsuleComponent()->SetCapsuleSize(30.f, 105.f);

// Don't rotate when the controller rotates
bUseControllerRotationYaw = false;
bUseControllerRotationPitch = false;
bUseControllerRotationRoll = false;

// Configure character movement:

// charater moves in the direction of input
GetCharacterMovement()->bOrientRotationToMovement = true;
GetCharacterMovement()->RotationRate = FRotator(0.f, 540.0f, 0.f); // add

rotationn rate

}

GetCharacterMovement()->JumpZVelocity = 650.0F;
GetCharacterMovement()->AirControl = 0.2f; // control in air

// Set up turn rates for input
BaseTurnRate = 65.f;
BaseLookUpRate = 65.F;

// Player stats
MaxHealth = 100.f;
Health = 65.f;
MaxStamina = 150.f;
Stamina = 120.f;
Coins = 0;

// Movement

MovementStatus = EMovementStatus::EMS_Normal;
RunningSpeed = 650.f;
SprintingSpeed = 950.f;

bShiftKeyDown = false;

// Stamine

StaminaStatus = EStaminaStatus::ESS_Normal;
StaminaDrainRate = 25.f;

MinSprintStamina = 50.f;

// LMB
bLMBDown = false;

// Called when the game starts or when spawned
void AMain::BeginPlay()

{

Super::BeginPlay();

// Debug sphere
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UKismetSystemLibrary: :DrawDebugSphere(this, GetActorLocation() + FVector(o.f, ©0.f,
75.f), 25.f, 12, FLinearColor::Green, 5.f, 0.5f);

}

// Called every frame
void AMain::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

float DeltaStamina = StaminaDrainRate * DeltaTime;
switch (StaminaStatus)
{
case EStaminaStatus::ESS_Normal:
if (bShiftKeyDown)

{
Stamina -= DeltaStamina;
if (Stamina <= MinSprintStamina)
{
SetStaminaStatus(EStaminaStatus: :ESS_BelowMinimum);
}
SetMovementStatus (EMovementStatus: :EMS_Sprinting);
}
else // shift key up
{
if (Stamina < MaxStamina) {
Stamina += DeltaStamina;
}
SetMovementStatus (EMovementStatus: :EMS_Normal);
}
break;

case EStaminaStatus::ESS_BelowMinimum:
if (bShiftKeyDown)

{
if (Stamina <= 0.f)
{
SetStaminaStatus(EStaminaStatus: :ESS_Exhausted);
SetMovementStatus (EMovementStatus: :EMS_Normal);
}
else
{
Stamina -= DeltaStamina;
SetMovementStatus (EMovementStatus: :EMS_Sprinting);
}
}
else // shift key up
{
if (Stamina >= MinSprintStamina)
{
Stamina += DeltaStamina;
SetStaminaStatus(EStaminaStatus: :ESS_Normal);
}
else
{
Stamina += DeltaStamina;
}
SetMovementStatus (EMovementStatus: :EMS_Normal);
}
break;

case EStaminaStatus::ESS_Exhausted:
if (bShiftKeyDown)
{
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Stamina = 0.f;

}

else // shift key up

{
SetStaminaStatus (EStaminaStatus: :ESS_ExhaustedRecovering);
Stamina += DeltaStamina;

}

SetMovementStatus (EMovementStatus: :EMS_Normal);

break;

case EStaminaStatus::ESS_ExhaustedRecovering:
Stamina += DeltaStamina;
if (Stamina >= MinSprintStamina)

{

SetStaminaStatus(EStaminaStatus: :ESS_Normal);
}
SetMovementStatus (EMovementStatus: :EMS_Normal);
break;

}

// Called to bind functionality to input
void AMain::SetupPlayerInputComponent(UInputComponent* PlayerInputComponent)
{
Super: :SetupPlayerInputComponent(PlayerInputComponent);
check(PlayerInputComponent);

PlayerInputComponent->BindAction("Jump"”, IE_Pressed, this, &ACharacter::Jump);
PlayerInputComponent->BindAction("Jump"”, IE_Released, this,

&ACharacter: :StopJumping);
PlayerInputComponent->BindAction("Sprint", IE_Pressed, this,

&AMain: :ShiftKeyDown);
PlayerInputComponent->BindAction("Sprint", IE_Released, this, &AMain::ShiftKeyUp);
PlayerInputComponent->BindAction("LMB", IE_Pressed, this, &AMain::LMBDown);
PlayerInputComponent->BindAction("LMB", IE_Released, this, &AMain::LMBDown);

PlayerInputComponent->BindAxis("MoveForward"”, this, &AMain::MoveForward);
PlayerInputComponent->BindAxis("MoveRight", this, &AMain::MoveRight);

PlayerInputComponent->BindAxis("Turn”, this, &APawn::AddControllerYawInput);
PlayerInputComponent->BindAxis("LookUp", this, &APawn::AddControllerPitchInput);
PlayerInputComponent->BindAxis("TurnRate”, this, &AMain::TurnAtRate);
PlayerInputComponent->BindAxis("LookUpRate", this, &AMain::LookUpAtRate);

}

// Called to move forward/back
void AMain::MoveForward(float Value)

{
if ((Controller != nullptr) & & (Value != 0.f))

{

const FRotator Rotation = Controller->GetControlRotation();
const FRotator YawRotation(@.f, Rotation.Yaw, 0.f);
const FVector Direction =
FRotationMatrix(YawRotation).GetUnitAxis(EAxis::X);
AddMovementInput(Direction, Value);
}
}

// Called to move right/left
void AMain::MoveRight(float Value)

if ((Controller != nullptr) & & (Value != 0.f))
{



// Find out wich way is forward
const FRotator Rotation = Controller->GetControlRotation();
const FRotator YawRotation(®.f, Rotation.Yaw, 0.f);
const FVector Direction =
FRotationMatrix(YawRotation).GetUnitAxis(EAxis::Y);
AddMovementInput(Direction, Value);
}
}

// Called to turn right/left
void AMain::TurnAtRate(float Rate)

{
AddControllerYawInput(Rate * BaseTurnRate * GetWorld()->GetDeltaSeconds());

}

// Called to look up/down

void AMain::LookUpAtRate(float Rate)
{

}

// If LMB is down
void AMain::LMBDown()

AddControllerPitchInput(Rate * BaselLookUpRate * GetWorld()->GetDeltaSeconds());

{
bLMBDown = true;
// ActiveOverlapingItem is valid
if (ActiveOverlapingItem)
{
// Cast ActiveOverlapingItem to AWeapon. If it's valid - it
// returns pointer, if not valid, it returns null
AWeapon* Weapon = Cast<AWeapon>(ActiveOverlapingItem);
if (Weapon)
{
// Equip weapon
Weapon->Equip(this);
// Set ActiveOverlapingItem to nulptr
SetActiveOverlapingItem(nullptr);
}
}
}

// If LMB is up
void AMain: :LMBUp()

{
}

// Called to decrement health
void AMain::DecrementHealth(float Amount)

{

bLMBDown = false;

Health -= Amount;
if (Health <= @) { Die(); }

}
// Called to die
void AMain::Die()

{

// Called to incremt coins
void AMain::IncrementCoins(int32 Amount)

{
¥

Coins += Amount;

// Set movement status
void AMain::SetMovementStatus(EMovementStatus Status)

53



{ MovementStatus = Status;
if (MovementStatus == EMovementStatus::EMS_Sprinting)
{ GetCharacterMovement()->MaxWalkSpeed = SprintingSpeed;
}
else
{
GetCharacterMovement()->MaxWalkSpeed = RunningSpeed;
}
}

// Shift key is down
void AMain: :ShiftKeyDown()

{

}
// Shift key is up
void AMain::ShiftKeyUp()

{
}

bShiftKeyDown = true;

bShiftKeyDown = false;

// Show all pickups locations
void AMain::ShowPickupLocations()
{
// Go through all location of pickups
for (FVector currentLocation : PickupLocations)
{
// Debug sphere
UKismetSystemLibrary: :DrawDebugSphere(this, currentLocation, 25.f, 12,
FLinearColor: :Green, 5.f, 0.5f);

}

Weapon

// Fill out your copyright notice in the Description page of Project Settings.
#pragma once

#include "CoreMinimal.h"
#include "Item.h"
#include "Weapon.generated.h"

/x*
*
*/
UCLASS()
class SUNTEMPLEGAME_API AWeapon : public AItem

{
GENERATED_BODY ()

public:
// Constructor
AWeapon();

// Skeletal mesh
UPROPERTY(VisibleAnywhere, BlueprintReadWrite, Category = "Skeletal Mesh")
class USkeletalMeshComponent* SkeletalMesh;

// Without FUNCTION() cause it's inherited from Item

54
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// Called to begin overlaping
virtual void OnOverlapBegin(
UPrimitiveComponent* OverlappedComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp,
int32 OtherBodyIndex, bool bFromSweep, const FHitResult& SweepResult)
override;
// Called to end overlaping
virtual void OnOverlapEnd(
UPrimitiveComponent* OverlappedComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodyIndex) override;

// Functio for equipping
void Equip(class AMain* Main);

// Equipping sound
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category
class USoundCue* OnEquipSound;

"Item | Sound")

// Is particles on a weapon?
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category
bool bWeaponParticles;

"Item | Particles")

s

// Fill out your copyright notice in the Description page of Project Settings.

#include "Weapon.h"

#include "Components/SkeletalMeshComponent.h"
#include "Main.h"

#include "Engine/SkeletalMeshSocket.h"
#include "Sound/SoundCue.h"

#include "Kismet/GameplayStatics.h"

#include "Particles/ParticleSystemComponent.h"

// Constructor
AWeapon: : AWeapon()

{
SkeletalMesh =
CreateDefaultSubobject<USkeletalMeshComponent>(TEXT("SkeletalMesh™));
SkeletalMesh->SetupAttachment(GetRootComponent());

bWeaponParticles = false;

}

// Called to begin overlaping
void AWeapon: :0nOverlapBegin(
UPrimitiveComponent* OverlappedComponent, AActor* OtherActor, UPrimitiveComponent*
OtherComp,
int32 OtherBodyIndex, bool bFromSweep, const FHitResult& SweepResult)
{

// Call functionality from parent class

Super: :0nOverlapBegin(
OverlappedComponent, OtherActor, OtherComp,
OtherBodyIndex, bFromSweep, SweepResult);

// If OtherActor is valid

if (OtherActor)

{
// Cast other actor to AMain. If it's valid - it
// returns pointer, if not valid, it returns null
AMain* Main = Cast<AMain>(OtherActor);
// Check if Main is valid



if (Main)
{

}

Main->SetActiveOverlapingItem(this);

}

// Called to end overlaping

void AWeapon: :0nOverlapEnd(
UPrimitiveComponent* OverlappedComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodyIndex)

{
// Call functionality from parent class
Super: :0nOverlapEnd(
OverlappedComponent, OtherActor,
OtherComp, OtherBodyIndex);
// If OtherActor is valid
if (OtherActor)
{
// Cast other actor to AMain. If it's valid - it
// returns pointer, if not valid, it returns null
AMain* Main = Cast<AMain>(OtherActor);
// Check if Main is valid
if (Main)
{
Main->SetActiveOverlapingItem(nullptr);
}
}
}

void AWeapon::Equip(class AMain* Main)
{
// If character is valid
if (Main)
{
// Ignore camera
SkeletalMesh->SetCollisionResponseToChannel(ECollisionChannel: :ECC_Camera,
ECollisionResponse: :ECR_Ignore);
// Ignore pawn
SkeletalMesh->SetCollisionResponseToChannel(ECollisionChannel: :ECC_Pawn,
ECollisionResponse: :ECR_Ignore);
// Stop simulating physics
SkeletalMesh->SetSimulatePhysics(false);

// Get the RightHandSocket
const USkeletalMeshSocket* RightHandSocket = Main->GetMesh()-
>GetSocketByName("RightHandSocket");

// if RightHandSocket is valid

if (RightHandSocket)

{
// Attach the socket to the character mesh
RightHandSocket->AttachActor(this, Main->GetMesh());
// Stop rotate
bRotate = false;
// Set the equipped weapon in Main
Main->SetEquippedWeapon(this);

// If OnEquipSound is valid
if (OnEquipSound)
{
// Play sound
UGameplayStatics::PlaySound2D(this, OnEquipSound);
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}

// If not bWeaponParticles
if (!bWeaponParticles)

{
}

IdleParticlesComponent->Deactivate();

57

// Fill out your copyright notice in the Description page of Project Settings.

#pragma once

#include "CoreMinimal.h"
#include "GameFramework/Actor.h"
#include "Item.generated.h"

UCLASS()
class SUNTEMPLEGAME_API AItem : public AActor

{
GENERATED_BODY()

public:

// Sets default values for this actor's properties
AIltem();

// REMARK

// The different between UParticleSystemComponent and UParticleSystem
// 1is that the first one can onlye be created only with default subobject.
// But the second one doesn't need subobject. It works for all classes

// that have or doesn't have word "Component" int the end.

// Base shape collision
UPROPERTY(VisibleAnywhere, BlueprintReadWrite, Category
class USphereComponent* CollisionVolume;

// Base mesh component
UPROPERTY(VisibleAnywhere, BlueprintReadWrite, Category
class UStaticMeshComponent* Mesh;

// Particles component
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Item
class UParticleSystemComponent* IdleParticlesComponent;

// Overlap particles
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Item
class UParticleSystem* OverlapParticles;

// Overlap sound
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Item
class USoundCue* OverlapSound;

// Rotation
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category
bool bRotate;

"Item

"Item | Collision")

"Item | Mesh")

Particles")

Particles")

Sounds™)

Properties™)



// Rotation rate

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Item | Properties")

float RotationRate;

protected:
// Called when the game starts or when spawned
virtual void BeginPlay() override;

public:
// Called every frame
virtual void Tick(float DeltaTime) override;

// Called to begin overlaping
UFUNCTION()
virtual void OnOverlapBegin(

UPrimitiveComponent* OverlappedComponent, AActor* OtherActor,

UPrimitiveComponent* OtherComp,

int32 OtherBodyIndex, bool bFromSweep, const FHitResult&

SweepResult);
// Called to end overlaping
UFUNCTION()
virtual void OnOverlapEnd(

UPrimitiveComponent* OverlappedComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodyIndex);

s

// Fill out your copyright notice in the Description page of Project Settings.

#include "Item.h"

#include "Components/SphereComponent.h"
#include "Components/StaticMeshComponent.h"
#include "Particles/ParticleSystemComponent.h"
#include "Kismet/GameplayStatics.h"

#include "Engine/World.h"

#include "Sound/SoundCue.h"

// Sets default values
AItem::AItem()
{
// Set this actor to call Tick() every frame. You can turn
performance if you don't need it.
PrimaryActorTick.bCanEverTick = true;

// CollisionVolume

CollisionVolume =
CreateDefaultSubobject<USphereComponent>(TEXT("CollisionVolume"));

RootComponent = CollisionVolume;

// Mesh

this off to improve

Mesh = CreateDefaultSubobject<UStaticMeshComponent>(TEXT("Mesh"));

Mesh->SetupAttachment (GetRootComponent());

// IdleParticlesComponent
IdleParticlesComponent =

CreateDefaultSubobject<UParticleSystemComponent>(TEXT("IdlePartcilesComponent™));

IdleParticlesComponent->SetupAttachment(GetRootComponent());

// Rroperties
bRotate = false;
RotationRate = 45.f;
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}

// Called when the game starts or when spawned
void AItem::BeginPlay()

{
Super::BeginPlay();
CollisionVolume->0OnComponentBeginOverlap.AddDynamic(this, &AItem::0nOverlapBegin);
CollisionVolume->OnComponentEndOverlap.AddDynamic(this, &AItem::0OnOverlapEnd);

}

// Called every frame
void AItem::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);
if (bRotate)
{
FRotator Rotation = GetActorRotation();
Rotation.Yaw += RotationRate * DeltaTime;
SetActorRotation(Rotation);
}
}

// Called to begin overlaping
void AItem::0nOverlapBegin(
UPrimitiveComponent* OverlappedComponent, AActor* OtherActor, UPrimitiveComponent*
OtherComp,
int32 OtherBodyIndex, bool bFromSweep, const FHitResult& SweepResult)
{

if (OverlapParticles)

{
UGameplayStatics: :SpawnEmitterAtLocation(GetWorld(), OverlapParticles,
GetActorLocation(), FRotator(@.f), true);

}
if (OverlapSound)
{
UGameplayStatics::PlaySound2D(this, OverlapSound);
}

}

// Called to end overlaping

void AItem::0nOverlapEnd(
UPrimitiveComponent* OverlappedComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodyIndex)

FMatrix

FORCEINLINE FRotationTranslationMatrix::FRotationTranslationMatrix(const FRotator& Rot,
const FVector& Origin)

{
#1f PLATFORM_ENABLE_VECTORINTRINSICS

const VectorRegister Angles = MakeVectorRegister(Rot.Pitch, Rot.Yaw, Rot.Roll,
0.0f);

const VectorRegister HalfAngles = VectorMultiply(Angles,
GlobalVectorConstants::DEG_TO_RAD);

union { VectorRegister v; float f[4]; } SinAngles, CosAngles;
VectorSinCos(&SinAngles.v, &CosAngles.v, &HalfAngles);



#else

#endif

}

const
const
const
const
const
const

float
float
FMath
FMath
FMath

float
float
float
float
float
float

SP, SY,
cp, Cv,

::SinCos (&SP, &CP, FMath:
::SinCos(&SY, &CY, FMath:
::SinCos (&SR, &CR, FMath:

M[e][e]
M[e][1]
M[e][2]
M[e][3]

M[1][e]
M[1][1]
M[1][2]
M[1][3]

M[2][e]
M[2][1]
M[2][2]
M[2](3]

M[3][e]
M[3][1]
M[3][2]
M[3]1(3]

SP = SinAngles.
SY = SinAngles.
SR = SinAngles.
CcP = CosAngles.
cY = CosAngles.
CR = CosAngles.
SR;

CR;

CP * CY;
CP * SY;
SP;
0.f;

f[e];
f[1];
f[2];
f[e];
f[1];
f[2];

SR * SP * CY - CR * SY;
SR * SP * SY + CR * CY;

- SR * CP;
0.f;

-( CR * SP * CY + SR * SY );
CY * SR - CR * SP * SY;

CR * CP;
0.f;

Origin.X;
Origin.Y;
Origin.Z;
1.f;

:DegreesToRadians(Rot.Pitch));
:DegreesToRadians(Rot.Yaw));
:DegreesToRadians(Rot.Roll));

FORCEINLINE FScaleMatrix::FScaleMatrix( const FVector& Scale )
: FMatrix(
FPlane(Scale.X, 0.0f,
FPlane(@.0f, Scale.Y,
FPlane(@.0f, ©.0f,
FPlane(@.0f, ©.0f,

1

MainAnimlnstance

0.0f,
0.0f,
Scale.Z,
0.0f,

// Fill out your copyright notice in the Description

#pragma once

#include

"CoreMinimal.h"

#include "Animation/AnimInstance.h"

#include "MainAnimInstance.generated.h"

/x*

*

0.0f),
0.0f),
0.0f),
1.0f)

page of Project Settings.
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UCLASS()

class SUNTEMPLEGAME_API UMainAnimInstance : public UAnimInstance

{
GENERATED_BODY/()

public:
virtual void NativeInitializeAnimation() override;
UFUNCTION(BlueprintCallable, Category = AnimationProperties)
void UpdateAnimationProperies();
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Movement)
float MovementSpeed;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Movement)
bool bIsInAir;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Movement)
class APawn* Pawn;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Movement)
class AMain* Main;

}s

// Fill out your copyright notice in the Description page of Project Settings.

#include "MainAnimInstance.h"
#include "GameFramework/CharacterMovementComponent.h"
#include "Main.h"

void UMainAnimInstance::NativeInitializeAnimation()

{

}

if (Pawn == nullptr)

{
Pawn = TryGetPawnOwner();
if (Pawn)
{
Main = Cast<AMain>(Pawn);
}
}

void UMainAnimInstance: :UpdateAnimationProperies()

{

if (Pawn == nullptr)

{
Pawn = TryGetPawnOwner();
}
if (Pawn)
{

FVector Speed = Pawn->GetVelocity();
FVector LateralSpeed = FVector(Speed.X, Speed.Y, 0.f);
MovementSpeed = LateralSpeed.Size();
bIsInAir = Pawn->GetMovementComponent()->IsFalling();

if (Main == nullptr)
{

Main = Cast<AMain>(Pawn);
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FloatingPlatform
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// Fill out your copyright notice in the Description page of Project Settings.

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Actor.h"
#include "FloatingPlatform.generated.h"

UCLASS()

class SUNTEMPLEGAME_API AFloatingPlatform : public AActor

{
GENERATED_BODY( )

public:

// Sets default values for this actor's properties

AFloatingPlatform();

// Mesh for the platform

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = "Platform")
class UStaticMeshComponent* Mesh;

UPROPERTY (EditAnywhere)
FVector StartPoint;

// Create End point
UPROPERTY (EditAnywhere,
FVector EndPoint;

// Interp speed
UPROPERTY (EditAnywhere,
float InterpSpeed;

// Interp speed
UPROPERTY (EditAnywhere,
float InterpTime;

// Is interping or not
UPROPERTY (EditAnywhere,
bool bInterping;

float Distance;

// Timer

meta = (MakeEditWidget = "true"))

BlueprintReadOnly, Category = "Platform")

BlueprintReadOnly, Category = "Platform")

BlueprintReadOnly, Category = "Platform")

FTimerHandle InterpTimer;

protected:

// Called when the game starts or when spawned
virtual void BeginPlay() override;

public:
// Called every frame

virtual void Tick(float DeltaTime) override;

// Called
void ToggleInterping();
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// Called
void SwapVectors(FVector& VecOne, FVector& VecTwo);

s

// Fill out your copyright notice in the Description page of Project Settings.

#include "FloatingPlatform.h"
#include "Components/StaticMeshComponent.h"
#include "TimerManager.h"

// Sets default values
AFloatingPlatform::AFloatingPlatform()

{

// Set this actor to call Tick() every frame. You can turn this off to improve
performance if you don't need it.
PrimaryActorTick.bCanEverTick = true;

Mesh = CreateDefaultSubobject<UStaticMeshComponent>(TEXT("Mesh™));
RootComponent = Mesh;

StartPoint = FVector(0.f);
EndPoint = FVector(0.f);
InterpSpeed = 4.f;

InterpTime = 2.f;
bInterping = false;
Distance = 0.f;

}

// Called when the game starts or when spawned
void AFloatingPlatform::BeginPlay()

{
Super::BeginPlay();

StartPoint = GetActorLocation();
EndPoint += StartPoint;
GetWorldTimerManager().SetTimer(InterpTimer, this,
&AFloatingPlatform::ToggleInterping, InterpTime);
Distance = (EndPoint - StartPoint).Size();
}

// Called every frame
void AFloatingPlatform::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

if (bInterping)
{
FVector CurrentLocation = GetActorLocation();
// Smooth move
FVector Interp = FMath::CInterpTo(CurrentLocation, EndPoint, DeltaTime,
InterpSpeed);
SetActorLocation(Interp);

float DistanceTraveled = (GetActorLocation() - StartPoint).Size();
if (Distance - DistanceTraveled < 1.f)
{
ToggleInterping();
GetWorldTimerManager().SetTimer(InterpTimer, this,
&AFloatingPlatform: :ToggleInterping, InterpTime);
SwapVectors(StartPoint, EndPoint);

}



}
}
void AFloatingPlatform::ToggleInterping()
{
bInterping = !bInterping;
}

void AFloatingPlatform::SwapVectors(FVector& VecOne, FVector& VecTwo) {
FVector Temp = VecOne;
VecOne = VecTwo;
VecTwo = Temp;
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