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AHOTALIA

bakanaBpchka kBamidikaliiHa podoTa ckianaeTrbes 3 90 cTopiHok Gopmaty
A4, sxi Bkmo4yaroTh 53 pucyHKiB 1 1 Tabmuirro. Y CHOUCKY BHKOPUCTAHUX JKEPEN
3a3Ha4eHO 28 HalilMEHYBaHb.

Metoro pobotu € po3pobka komm'roTepHoi rpu «Moonlight Songy 3
MOKPAIIEHUM CTIOCOOOM KEpyBaHHS B CTHJII KJIITACUYHUX 1rOp.

V 3aranpHiil yacTHHI POOOTH Ha OCHOBI aHAJII3y 1ICHYIOUHUX BI1J€OIrOp, METO/IIB
Ta TEXHOJIOT1H JOBEJEHA NOLUIBHICTh PO3pOOKH KoMl roTepHOI rpu Moonlight Song.
CrpoexToBaHO anropuT™ pobotu ynpasiinas Ta UML miarpamu kiaciB mpeaMeTiB Ta
MepCcoHaXiB KoM torepHoi rpu Moonlight Song, sxi copouryroTe po3poOKy Ta
PO3YMIHHSA CTPYKTYpH TMporpamMHOro 3abesmedeHHs. l[Iporpamuuii  mpoaykT
peanizoBaHUll 3 BUKOPHUCTAHHSIM cydacHoro irpoBoro pymst Unreal Engine 5 Ta
Blender.

PeanizoBaHo mnporpaMHuid MNPOAYKT Ta TMPOBEAEHO MOro TECTYBAaHHS.
PesynbraTu TeCTYBaHHS PO3pOOKU BKAa3yIOTh Ha T€, IO INPOBUI MPOIEC KOMITFOTEPHOT
rpu Moonlight Song noBHOLIHHMIA Ta BC1 MOCTaBJIEH] 3aBJaHHs OyJ0 BUKOHAHO.

Kirouosi cioa: 3D-rpa, knacuune ynpasiinas, Unreal Engine 5, Blender.



ABSTRACT

The bachelor's qualification work consists of 90 pages of A4 format, which
include 53 figures and 1 table. The list of used sources includes 28 items.

The purpose of the work is to develop a computer game "Moonlight Song" with
an improved control method in the style of classic games.

In the general part of the work, based on the analysis of existing video games,
methods and technologies, the feasibility of developing a computer game Moonlight
Song is proven. An algorithm for the operation of "tank" control and UML diagrams
of classes of objects and characters of the computer game Moonlight Song are
designed, which simplify the development and understanding of the software structure.
The software product is implemented using the modern game engine Unreal Engine 5
and Blender.

The software product is implemented and tested. The results of the development
testing indicate that the gameplay of the computer game Moonlight Song is complete
and all the tasks have been completed.

Keywords: 3D game, classic control, Unreal Engine 5, Blender.
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BCTYII

AKTYaJIbHICTH 10CJIiI7KEHHS.

B TenepimapoMy 4daci iHIYCTpis BICOITOp Ma€ BEJIMKUN BIIMB Ha MOKOJIIHHS,
YK€ 3pOCTaHHA Ta PO3BUTOK MPHUIAIN Ha MOMEHT ii po3kBiTy. Takox Oarato mroaen
JWIe TIOYMHAIOTh BIAKPUBATH AJsi ce0e ITpOBUM CBIT, SIKUI 3 KOKHUM POKOM CTa€
PI3HOMAHITHIIIMM Ta JOCTYITHIIINM, IPOIMOHYIOYH YHIKQJIbHUM JTIOCBiJ.

Ha 1111 11bOr0 pO3BUTKY CHOCTEPITra€eThCsl MOBEPHEHHSI IHTEPECY /10 KIIACUYHHUX
irop siki Oynu nmomynsapauMu 'y 90-x — Ha nouatky 2000-x pokiB, Ta copMyBau
dyHIaMeHT cydyacHoro reimMauzaiiny. Cepen HUX — irp 3 (piKCOBaHOIO KaMepoOlo Ta
TaHKOBHUM YIIpaBJiHHAM. Tema OakanaBpcbkoi podotn «Komm torepra rpa Moonlight
Song 3 mokpamieHuM crocoOOM KE€pyBaHHS B CTUJI1 KJIACUUHUX IFOp» € aKTyaJbHOIO 3
OTJISITy Ha ACKUIbKA KIIFOUOBUX ACTIEKTIB:

- VHikanbHIiCTh: CydacHi irpu 34e011bIIOI0 MarOTh BIIAKPUTUN CBIT Ta
HAJAI0Th TIepeBary BUILHOMY pyci kameporo. Came ToMy (piKCOBaHI KaMEpPH MOXKYTh
BUJIJIUTH TPOEKT cepel Oe3imiul IHIIMX, MPOMOHYIOYM TpaBUsAM JACII0 IHIIE —
CTPYKTYpOBaHe CepelIOBUIIIE, TOCUIICHE 3aHyPEHHS B aTMOc(epy I'pH Ta CPOKYCOBaHY
BI3yaJIbHy KOMITO3ULIIO.

- Unreal Engine 5 — irpoBuii pymiiid, SK1il BiIOMUH SIK 3py4YHE CEPEIOBUIIIE
JUIs1 po3poOku 3D MpoeKTIB Ta TUM IO HAJA€ MIMPOKI MOXKIMBOCTI JUIS peajizariii
CTHII130BaHO1 rpadiku. 3aBAsKd BUKOpUCTaHHIO TexHojorid Unreal Engine 5 moxHa
BTUTUTH JUHAMIYHE OCBITJICHHS Ta KiHemaTtorpadiuHy armocdepy, HE KepTBYIOUU
MPOYKTUBHICTIO TPH.

- Hocranbris: @ikcoBaHi KaMepHu Ta TAHKOBE YIPABIIHHS — €JIEMEHTH, 110
Oynmu xapakTepHi s OaraTthox kinacwuuHux irop 90-poki. I[loBepHeHHS 1m0 IMX
€JIEMEHTIB TeUMILJICI0 MOXE CTATH YyIOBUM MPHUKIIAJOM TOTO, SK MMOETHYBATH CYJYacHi
TEXHOJIOT1i 3 KJITACHYHUMU MEXaHIKaMHU.

OTmxe, cTBOpeHHs KoMl t0TepHOi rpu Moonlight Song 3 mokpatienum crnocobom
KepyBaHHSI B CTWI KjiacuyHux irop Ha pymnii Unreal Engine 5 € BaximBoro Ta

aKTyaJIbHOI0 TEMOIO B YMOBAaX CYYaCHUX TEHJEHIIN TredMau3aiiHy, OCKUIbKUA Oyne
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HE3BMUYAHUM IO€THAHHSAM CyYaCHUX TEXHOJIOTIM PO3pOOKH 3 KIACHUYHUM II1JIXOJ0M
JI0 TEUMILIEIO.
MeTtor aocaiIKeHHsI € TOKpPALIEHHS CIocO0y KepyBaHHS y BIIEOIrpax 3
TAHKOBUM YTIPaBIIHHSIM.
O0’€eKTOM H0CJiIZKEHHS € ITPOBUIA MPOLIEC Ta IrPOBAa MEXaHIKa.
IIpeameTom aocaigxeHHs1 € MporpamMHi 3ac00u JJIs peatizallii KoM F0TepHOT
rpu Moonlight Song 3 mokpamieHum cioco0oM KepyBaHHS B CTHJI1 KJIACHYHUX 1rop Ha
irpoBomy pyirii Unreal Engine 5.
3agadi JOCHIKEeHHA:
1. IIpoBectu aHami3 ICHyIOUHX 1rop y kaHpax 3D Ta irop 3 pi3HUMHU BHUJAMU
YIPABJIIHHS Ta OOIPYHTYBATH AOULUIBHICTh PO3POOKH;

2. ChopoektyBaTh KoMIl t0TepHY rpy Moonlight Song 3 nokpamienum cnoco6om
KEpyBaHHA B CTUJII KJIJACHYHUX 1r0D;

3. IIporpamuo peanizyBatu komn toTepHy rpy Moonlight Song 3 nmokpamieHum
CrocOOOM KE€pyBaHHS B CTHJI KJIACHMYHUX IrOp 3a JOMOMOTOI0 IFPOBOIO
pyuuist Unreal Engine 5;

4. IlporecTyBaTu Ta MpoaHali3yBaTh OTPUMaHI1 pe3yiIbTaTH;

5. Po3pobuTH iHCTPYKIIiIO KOPUCTYyBaya.

Amnpobauisi podoTu.

Pesynbratu nocnikenb Oyno anpoOoBano Ha LIV BceeykpaiHchbkiii HayKOBO-
TEeXHIYHIA KOHQEpeHiii miapo3aTB BIHHUIBKOTO HAIIOHATHHOTO TEXHIYHOTO

yHiBepcutety (HTKII BHTY) m. Binnumi y 2025 p. [1].



1 AHAJII3 IPEJIMETHOI OBJIACTI

1.1 Omisax irpoBoi iHAycTpii Ta KaHPIiB Bigeoirop

Po3BuTok irpoBoi iHaycTpii posnouaBcs npuban3Ho B 90-x ta 2000-x pokax,
KOJIM B1JICOITPU MOYAJIM MEPEXOAUTU 3 MPOCTUX MIKCEIbHUX apKaJl 0 MOBHOIIHHUX
TPUBUMIPHHUX CBITIB. 3aBISKHU 3pOCTa0dOMy iHTepecy 3 OOKy Jrofeil, mi3Himie
MOSIBUJIMCH HOBI1 MOKOJIIHHA ITPOBUX KOHCOJIEH Ta rpadiuHux mporecopis. | nuiie 3a
OCTaHHE ACCATWIITTS IrpoBa I1HAYCTpis 3poOuiIa BETUYE3HUN CTPUOOK ymepen —
3 BWJIMCS IIOJIOMH BIPTyaJIbHOI PEajbHOCTI, XMapHiI CEPBICH, MOXIIUBICTh IpaTH 3
PI3HUX MPHUCTPOIB 3aBASKU KpOCIUIAT(GOPMEPHOCTI Ta 3alpOBaJKEHHS MITYYHOIO
inTenekry B NPC niis mokpaiileHHs irpoBOro MpoIiecy.

3aBASIKM  [IbOMY TEXHOJOTIYHOMY TMPOPUBY  BIJEOTE€AMEPCTBO  CTaJO
JOCTYIHIIIAM JIsi 0ararboX TpaBIliB. SIKIIO paHime s TaKoro 3aJ0BOJICHHS
noTpiOHO OyJ0 MaTH JOPOT1 KOHCOJII Ta MOTYXHI KOMIT IOT€pU, TO Ha ChOTOIHIIIHII
JIeHb KOKEH MOKE 3IrpaTd HaBiThb Ha cMmapT@oHi abo OKHKETHOMY HOYTOYII.
[Inarpopmu Ha 3pazok Steam, Epic Games Store un Xbox Game Pass HamaroTh
IIBUIKANA TOCTYH A0 THCSYI irop 1 HaBiTh Yac BiJl YaCy MPOMOHYIOTh BUTIIHI 3HUKKU
a00 K OE3KOIITOBHO OTPHUMATH KOMii 1rop sKi € JOCUTh TOMYISIPHUMHU Cepe
BijicoreiMepis.

Takox po3poOHUKM BCe YacTimie 3a0e3meuyoTh KOM(POPT HaBITh IS JTIOACH 3
O0OMEKEHUMHU MOXKIIMBOCTSIMU — O3BYYEHHS TEKCTY Ta aKTUBALis CyOTUTPIB, PiIbTpu
JUISL  PI3HUX BUIIB JAJBTOHI3MY, aJalTHBHE YIPaBIiHHA Ta MOXIIUBICTb
HaJjamrToByBatu po3mip mpudrtis. Kpim Toro, aeski kommaHii po3poOuiu CrieiiaibHi
KOHTPOJIEpU 3 ypaxyBaHHSIM MOTpeO Jrofed 3 1HBAJIAHICTIO, HaNpUKIa[ K Xbox

Adaptive Controller (puc. 1.1) [2].
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Pucynok 1.1 — Xbox Adaptive Controller st aroneit 3 iHBaIiAHICTIO

3arajioM irpoBa iHAYCTpisl MepEeTBOpUJIACA HA OJHY 3 HAMBIUIMBOBIIIMX Ta
npulOyTKOBUX cdep pospar. Bimeoirpu o0’ €IHYIOTh MIJBHOHHM TPABIIB PI3HOTO BIKY,
KYJIBTYp Ta BHOJ00aHb — KOXKEH MOXE 3HAUTH Il ceOe CBii KOM(OPTHUI CTHIIb
reiminry — Oyae 1o croketHa RPG, 3MaraipHi 1yTepu, 9d irpu 3 ¢CBOOO00 BUOOPY
Ta iX Hacaigkamu [3].

SckpaBuM mpukiagoM 1poro craina nosiea Baldur’s Gate 3 — ponboBa rpa
3aCHOBaHAa Ha MpaBujiax HacTimpbHOT rpu Dungeons and Dragons sika x ompasy
3aBOIOBaJIa JIIOOOB Ta yBary OUIBIIOCTI TeimepiB. B Hill HaM HaarOTh MOXKIIUBICTh
CTBOPEHHS BIJIACHOTO TEpcoHa)xka (CTaTh, paca 1 3arajbHa 30BHIIIHICTb) 3 HOro
HABUYKAMH Ta TIEPENICTOPIEIO, IO B MEBHUX MOMEHTax Oy/ie BIUIMBATH Ha PO3BHTOK
CIOXKETY, JI1aJIOT1B Ta CTABJICHHS 1HILKUX IEPCOHAXIB [4].

[eitmmieit 6a3yeThes Ha TIOKPOKOBIM CHCTEMI, SIKa HaJla€ HaM CBOOOAY y BUOOPI
TakTHKU. [lepcoHak MOke arakyBaTh pI3HUMHU BUAaMHU 30poi, JikyBaTH cebe abo
TOBAPHIIIIB MO KOMaH/I1, MEPEMIIIAaTUCh Ha MMOJi 0010, a00 K HaBITh BTEKTH IMOAAI BiJl
KOH(IIKTY B3aMiH Ha Oanmu Jid, KUIBKICTh SKMX TaKOX BapilOE€ThCS BiJl TMEBHUX

HaBu4oK. Ha pucynky 1.2 306pakeHo irpoBuii nporec Baldur’s Gate 3.
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Pucynok 1.2 — IrpoBuii iporiec Baldur’s Gate 3

KirouoBoro ocobmuBicTio Baldur’s Gate 3 € BUKOpUCTaHHS MEXaHIKU KHJIaHHS
kyouka (puc. 1.3) mig dYac mNPUNAHATTA pimieHb ab0 TEePeBIPKH HABUYOK.
JBagusaTUrpaHHUil KyOWK 3°SIBISITUMETbCA HAa €KpaHi 1 BHU3HAYaTHUME ycmix abo
HeBlavy 1ii — Oy/ab TO BIIKPUTTS 3aMKa a00 3HEIIKOKEHHS MacTKU. Taka MexaHika He

JMIIE Tepeaae HaMpyry, a i nepenae arMmocpepy KIaCUYHUX HACTUIBHHX 1T0p.

Charisma Check

DIFFICULTY
CLASS

Pucynok 1.3 — IrpoBa mexanika B Baldur’s Gate 3
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VY rpi HassBHUM KOONIEPATUBHUMN PEKUM — KU MOXKE BMIIIATH B ce0€ YOTUPHOX
TpaBIiB, AKI MOXYTh CIUIBHO MPOXOIUTH CIOKET, MPUHAMATH SK BIACHI TaK 1
KOJICKTUBHI pIIIEHHS Ta MaTH pi3HI CTOCYHKH 3 KOMIIAHBMOHAMHU — JPYXKHI,
POMaHTHYHI 200 BOPOXKI.

Benukoro momyssipHICTIO cepell TeiMepiB KOPUCTYeThCs cepist irop Resident
Evil, sxa po3mnouana cBiif nUIsx 1me 3 gaekux 90-pokiB, KoJIM BUHIILIA TIEpIlia YacTUHA
sKa TOKJajia MmodyaTok kaHpy survival horror. Harmitatoua armocdepa, oOMexeni
pecypcu Ta 3ITKHEHHS 3 MOHCTpaMHU CTBOPIOBAJO HEaOMsKe BIAYYTTS TPHUBOTH,
OCOOJIMBO 3aBISIKM OOMEXEHOMY TOJIi 30py — (pikcoBaHiM Kamepi, sika CTBOpIOBajia
edekt kinemarorpadigHocrTi [5].

Ha pucynky 1.4 3006paxkeno irpouit mporuiec Resident Evil 1.

Pucynok 1.4 — Irposuii mporec Resident Evil 1

['paBers HE MaB MOBHOTO KOHTPOJIO HAJ OMISIOM MICIEBOCTI — Kamepa
3a37ajerib Oyna po3MillleHa B IEBHUX TOUYKAX, K1 HE IO3BOJISIIN BIJILHO O0OEPTaTH KyT
OISy HIO MOCHIIIOBAJIO BIAYYTTS TPUBOTU. | Takok I8 OCOONMBICTH JO3BOJISIA
po3poOHMKaM Oiblllie MOMpalLoBaTH HaA arMoc(hepor0 — KOMIIO3ULIA KaJpy,

pO3MillIeHHs1 00’ €KTIB, CBITJIA U TiHI.
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Agne came OUIbIIE LI cepid Irop 3amam’siTalach TUM 1110 B paHHIX YaCTUHAX IS
30epeKeHHSI CBOTO MPOrpecy, MOTPiOHO OyI0 MaTH B IHBEHTAp1 IPYKapChKy CTPIUKY Ta
3HaWTH KIMHATy 3 JAPYKApChKOIO MAaIIMHKOK. Yepes3 Iie TpaBli MajH IUIaHyBaTH
3a3/aJeriap KOKHE CBOE 30epekeHHs uepe3 00MeXeHy KUTbKICTh CTPIUOK.

OpnnouacHo 3 irpamu Resident Evil, Benukoi momynspHocTi HaOyau irpu Bin
Konami, a came ixus cepia irop Silent Hill [6]. Tlepmia yactuHa Buiinia me B
nanexkomy 1999 porii, 1 0HOO ii 0COONMBICTIO CTAJI0 BUKOPUCTAHHS I'yCTOTO TYMaHy B
MICTi, SIKHH CIIyryBaB HE TUIBKH SIK XYIOXHIM HpUHOM JUIsI CTBOPEHHS MOXMYPOIi
arMocdepu, a i TakoK OyB TEXHIYHUM PIIICHHSIM — TyMaH JIONIOMaraB ONTHUMIi3yBaTu
rpy UIs amapaTHoro 3abe3meueHHsi mepmioi Playstation. 3a momoMoror HbOTO
PO3pPOOHUKHN MOTJIM MPUXOBATU HU3BKUU PIBEHBb JeTaii3allii BIajJeurHi, 3MEHIIIYIOUH

HaBaHTa)XeHHs Ha cucteMy. Ha pucynky 1.5 naBeneno irposwii mpouec Silent Hill 1.

Pucynok 1.5 — Irposuii iporec Silent Hill 1

3 pO3BUTKOM IrpOBOi 1HAYCTPii, cepea KIaCHYHUX OAMHOYHUX survival horror-
Irop, TakoX 3 SBUBCS JKaHp 0araTOKOPHUCTYBAI[bKMX IMOp — Ji€ TPaBIll MOXYTh SK
CHIBIIPAIIOBATH TaK 1 MPOTUCTOSTU OfiHE ogHOMY. OIHI€IO 3 HAMBIIOMIIINX CTasa rpa

Dead by Daylight sixa Buitiiia y 2016 pori Bix cryaii Behaviour Interactive, B sxii
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00’eTHaNIMCS 1l 1BA JKaHPHU — XOppop Ta MynbTUILieep. OlHa CTOPOHA Ma€ YOTUPHOX
TPABIIiB SKi HA3WBAIOTHCS BIIUIUIMMU, a 1HIIA — OJHOTO TPABIIA KK rpa€ 3a BOUBIIIO 1
NOBUHEH MEPEUIKOIUTH PEMOHTYBAHHIO T€HEpaTOpiB Ta SKHAWIIBHIIIEC MO30yTHCH
BCIX TpaBIIB MEPII HDK BOHM BTEKIM Ye€pe3 BHXIJ SAKUH BITUUHIETHCA MICIHA

BIJJPEMOHTYBaHHS BCIX 5 reHeparopis [7].

W

ii NOYUHUTD

Pucynoxk 1.6 — IrpoBuii ipouiec 3a Buuiioro B Dead by Daylight

AJne KpiM 1IbOTO, Fpa NPOMOHYE ISl HUX JABOX POJIEH pi3HUN TUIT KaMepH — JJIs
BIIUTUTMX BUKOPUCTOBYEThCS third-person view (TpeTst ocoba) — kamepa po3TalioBaHa
103y MepcoHa)xa It KpaIioi opieHTaIlli B IpocTopi Ta yHUKaHHs BOUBII. HaToMicTh
BOUBIIS Tpae Bia first-person view (mepima ocoba) — 10 3HaAYHO 0OMEXKYE TOJIe 30py
aJie TOCUJTIOE KOHIICHTPAIIi0 Ta HAlPy>KEHHS, aJpKe TpaBelb IOBUHEH MOKJIa1aTUCh Ha
3BYKH, CJIIM Ta BiacHy yBaxHicTb. Ha pucyHky 1.6 HaBeneHo irpoBuil mpouec 3a

BIIUTLJIOTO, @ HA PUCYHKY 1.7 — 3a BOUBIIIO.
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lu. CHARGE BOUND

Pucynok 1.7 — IrpoBuii niporiec 3a BouBIi0 B Dead by Daylight

3aBAsKA CBOIM MOMYISIPHOCTI SIKA 3pOCTA€ 3 KOKHUM POKOM, PO3POOHHMKHU
OTpUMAaJI MOXJIMBICTh YKJIACTH criBIpailto (collaboration) 3 BimoMmumu ppanimzamu
(Resident Evil, Silent Hill, Alien, Stranger Things, Saw Ta 6ararbMa IHIIUMH) IO
MPUBEPHYJIO yBary (haHaTiB Tak 1 MPOCTO IPABIIIB AKI 3HAWOMI 3 IUMU CBITaMHU.

VYCOimHICTh TpH CTajla TAKOXK MOIITOBXOM JI0 BIIPOBAKEHHS 1BEHTIB (event) —
TUMYACOBUX MO, SIKI JOAAIOTh HOBI MEXaHIKM Ta BUIPOOOBYyBaHHS. [lpukiamom
MOJKE CIIYTYBaTH TOJisl «2&8» sika 3 HEAAaBHIX IMiJ cTaja yato0JIeHO cepes] TpaBliiB
yepe3 CBiid HOBUH (hopMat — IBO€ BOMBIH Ta BICIM BIIUTUIHX.

Oxkpim 115010, Y 2022 poIlli B CBIT BHUMILIA JOCUTH KoopuTHa rpa — ANNO:
Mutationem ska opapa3zy mnpuBeprae yBary cBoiM 2.5D cTuieM Ta MIKCEIbHOIO
rpadikoro. I[pa 3aBopoxkye KiOEpHmaHKIBCHKOW arMocdeporo Ta YHIKaJIbHUM
Bi3yanbHUM cTmiieM. Ha pucynky 1.8 HaBeneHo mpukman irpooro nporecy ANNO:

Mutationem [8].
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Pucynoxk 1.8 — IrpoBuii nporiec ANNO: Mutationem

1.2 Orisaa rpagivyHoi YacTHHHU Bifeoirop

I'padiuna ckiagoBa B irpax € BKJIUBUM €JIEMEHTOM Yepe3 KUl pO3pOOHUKH HE
JMIIE NEePEeNaoTh Bi3yallbHy NpUBAOIUBICTh, @ i CTBOPIOIOTH 3arajibHy arMocdepy i
eMOIIiiiHe CIPUUHATTA. B 3a7€XHOCTI Bl CBOTO KaHPY, IrPH MOXYTh Maru Pi3HUN
miaxia A0 BizyanbHOro odopmiieHHs. Bing peamicTHUHHMX HIyTepiB, IO MPArHyTh
MaKCHUMAJIbHOTO 3aHYPEHHS Ta JAeTani3alli, 10 SCKpaBUX, CTUJII30BaHHX IIaTPOpMEpPIB
YU 1TOP-TOJIOBOJIOMOK 3 MIHIMAJTICTUYHUM JTU3AITHOM.

TpuBumipHa rpadika — 1€ HNOTY>KHMM 1HCTPYMEHT IrpOBOi IHIYCTpii AKUH
BUKOPHUCTOBYIOTh IIe 3 90-X pOKIB 1 SIKMHA 3 4YacOM 3a3HaB 3HAYHOI €BOJOLIi. 3a
normomoroto 3D rpadiku 6arato po3poOHUKIB OTPUMAA 3MOTY CTBOPUTH O1iJIBII
IMOII Ta JWHAMIYHINIT CBITH $KI TNPUBAOIIOBAIM CBOEIHD HOBHU3HOI — aJKe
300pakeHHs Ounblle He Oyl IUTaCKUMHM 1 TpaBellb OTPUMYBAaB 3MOTY BUIBHO
nepeMiIaTruch y mpoctopi [9].

[Ti3Hime 1e crajno momyispu3yBaTUCh Cepea 0ararboxX IMPOEKTIB, IO HABIThH
3roIOM MPU3BENO A0 MOCTYNOBOro BUTiCHeHHs 2D y Garatbox >xanpax. [lepesaroro

3D-monenel crana iX THYYKICTh — CKeJeTHa cucrema (rigging) sika CTBOPIOBaach
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BCcepeArHI Mozieni. 3a JonoMororo Habopy KicTok (bones) ski Oynu MOB’si3aHI MK
co00I0 TIEBHOIO 1€papXi€i0, PO3POOHHWKH JIETKO Ta €()EKTUBHO MOIIM aHIMYBAaTH
MepcoHaxiB — ix Oir, Xoap0y, Oiif 1 1HIIN pyXH, HA BiAMIHY BiJ 2D rpadiku, e KoKeH
pyX moTpiOHO OyJio MasoBaTH, Kajap 3a kaapom [10].

VY cygacHomy reiimaunzaiini 3D- rpadika moaiiseThCs Ha Ba HAMPSMHU:

1. MarnononironainsHa (low-poly) — 1e CTWab, IO XapaKTepU3yeThCS
BUKOPUCTAHHSIM MIHIMQJIBHOT KUIBKOCTI TIOJITOHIB [ CTBOPEHHA MOJENen
MIEPCOHAXIB, 00 €KTIB Ta CEpPEJOBUINA. 3aBASKHU CIPOILIEHIA TeoMeTpii Taki CBITH
MalOTh XapaKTepHUU «KyOIYHUI» a00 «OJIOKOBHID» BUINIAM, SIKMA YacTO BUIVISIAE
CTHJII30BAHO 1 HABITh XyJ0’KHBO. Takok MajionoJiiroHajabHa rpadika nomysaspHa cepes
1HI-pO3pOOHMKIB Yepe3 ii JEeTrKICTh Ml 0OpOOKM Ta IIBHUIKOCTI PEHIEPHUHTY, IO
JO3BOJISIE IFpaM MpalOBaTH HaBiTh Ha MPUCTPOAX 13 OOMEKEHUMH TEXHIYHHUMHU
pecypcamu.

2. bararonomironansna (high-poly), abo sk ii 11e Ha3UBarOThH peanicTUYHA —
3aCTOCOBYETHCS MEPEBAKHO Y BEIMKUX MPOEKTAX, € MOTPIOHO MaKCUMAalbHO TOYHO
BIITBOPUTH JIeTalli Ta TYKCTYpH OO’€KTIB, MEPCOHAXIB 1 cepemoBuia. B Hiii
BUKOPHCTOBYEThCSI BEJIMKA KUIBKICTh MOJITOHIB, L0 JI03BOJSIE CTBOPUTH IUIABHI
KOHTYpHU, PEaJTiCTUYHI MOBEPXHI, CKJIaJHE OCBITICHHS Ta TiHI, a TAaKOX JETalbHYy
aHiMarito. Peamictuuna rpadika BUMarae moTy>KHOTO amapaTHOro 3a0e3NeueHHs Ta
BEJIMKOI KIJIbKOCTI PECYpPCiB Ha po3p00OKY, ajie pe3yybTaT BapTUid 3yCHUIIb.

OpHuM 3 SICKpaBUX MPUKIAIIB 3aCTOCYBaHHS MaJIOMOMITOHAIBHOI Tpadiku Ta ii
€BOJIIOIIIT y OararomoiiroHanabHy, 3HOBY kK Taku € rpa Resident Evil 1. Opurinanbna
Bepcis Oyna BumynieHa y 1996 poii Ta Mana JOCHUTh XapakTEpHY AJIsi TOTO 4acy
rpadiky 3 oOMexkeHor jaetanmizaiiero mozeneir. Ha pucynky 1.9 HaBeneHo mpukiiaj

BUKOPUCTAaHHS MajionojiiroHansHo1 rpadiku B Resident Evil 1(1996).
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Pucynok 1.9 — Ilpuxnan BUkopucTaHHs MajonojironaibHoi rpadiku B Resident Evil

1(1996)

[ He 3BaxaruW Ha Te IO OpPUTIHAJIbHA BEpCis Majla JOCUTh MHPUMITUBHY
MaJIOTIOMITOHANBHY Tpadiky, rpa 3MOINIa CTBOPUTH HAmpyXeHy armocdepy, UM
3aBOIOBaja ceplisl 0ararbox (paHariB 1 cTana KIACHKOIO aHpy survival horror.

[Ti3Himmne, 3aBASIKM TEXHIYHOMY ITPOTPECY, Tpa OTpUMaia Ipyruil aHc Hara1aTu
po cebe, OTPUMABIIHM PEMAcTep — BEPCII0 3 OHOBJICHOIO Tpadikoro, e MOJICII Terep
Maju Kpally JAeTali3aliio, OCBITICHHS Oyl0 OUIbII peadiCTUYHMM, & TEKCTYpU —
SKICHIIITUMU.

VY rpi 30eperiich OCHOBHI MeXaHIKM — (ikcoBaHa KaMmepa Ta TaHKOBE
yIpaBJIiHHS, MOBEPTAIOYM KJIACHMYHY aTMocdepy OpUTiHAIy Ta BCE Ile MPUCYTHE
BIIUYTTS Hampyru Bij oOMexkeHOCTI monst 30py. CkiaagHe TaHKOBE YIPABIIIHHS
3amamM'siTanocsl K OfHA 3 BU3HAYaJIbHUX PHUC IPH, SKa 3MYIIyBaJla TPAaBIB AISTH
00epeXHO Ta CTPaTETivHO.

Ha pucynky 1.10 HaBeaeHO NpuUKIIA] BUKOPUCTAHHS 0araronoJlirOHaJbHOT

rpadiku B pemactepi Resident Evil 1(2002)
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Pucynok 1.10 — [Ipuknaa BUKopucTaHHS 0araronojiroHaabHoO1 rpadiku B pemMactepl

Resident Evil 1(2002)

["apHuM npuUKIIaJOM BUKOPHUCTAHHS MAaJOMONITOHANbHOI Ipadiku B CydyacHId
1rpoBiit 1HAYCTPIi € iHai-rpa Rental, sika Buitiia y 6epesni 2024 poxy. 3aBIsKH CBOEMY
YVHIKaJIbHOMY BI3yaJbHOMY CTWIKO — Tpadili 3 MOpOCTUMHU ajie CTUJI130BaHUMU
MOJIETISIMU, TIPUTITYIIIEHOIO KOJIHOPOBOIO MAITPOIO Ta BUKOPUCTAHHSIM MIEBHUX €(PEKTIB
JUTSL CTBOPEHHST TPUBOXKHOTO, @ 9aCOM CIOPPEaIiICTUYHOTO HACTPOIO, Tpa BUALINAIIACH
cepen Oe3nmiyl IHIOUMX 1HAI-peNi3iB 1 3100yJa MOMYISPHICTh, OCOOJHMBO BIA
[IaHYBAJIBHHKIB IMICUXOJIOTTYHUX TpuiepiB [11].

He 3Baxkaroun Ha CBOIO TIPOCTOTY Tpadiku, PO3POOHUK JOCHUTH J00pe
MOTIPAIIOBAB HAJ[ €MOIIMHUM CHPUUHATTAM. [pa BMUIO BUKOPHUCTOBYE HEOUIKyBaHI
Bi3yalibHI €(eKTH Ta 3ByKM abW CTBOPUTH JUCKOM(OPT 1 HANpyry y TpaBIld,
HE3Ba)KaIOUX Ha CBI MUJIOBUJIHUM Ta OC3HEBUHHUN BUIJIS] HA TTOYATKY.

Take moeaHaHHS 11Ie pa3 MIATBEPIKYE, IO Tpadika HacaMIepes e IHCTPYMEHT
nepeaadl armocdepu, CTHIIO Ta HapaTUBY, a HE JIMIIIE 3aci0 JeMOHCTpaIlli TEXHIYHUX
MOXJIMBOCTEN

Ha pucynky 1.11 naBeneHo npukiaa BUKOPUCTaHHs cTuiIi30BaHoi 3D rpadiku y

Rental.
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Pucynok 1.11 — Ilpuxmnan Bukopuctanus ctuiizoBanoi 3D rpadiku y Rental

Takox HikaBUM € BUKOpUCTaHHs 3D rpadiku B moeaHanHi 3 cruieMm 2D, ne
TEKCTypHU MOJIENI IMITYIOTh MaJIFOHOK 3a JIOMOMOTOI0 YITKUX KOHTYpiB. Ha pucyHky
1.12 HaBeneHo mpukiaj 3 BUKOpUCTaHHSIM TexHIkHU «cel-shading» B rpi Bendy and the

Ink Machine [12].

Pucynok 1.12 — [Ipukian 3 Bukopuctanssm TexHiku «cel-shading» B rpi Bendy and

the Ink Machine
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HesanexxHo Big TOro, 4 11¢ MaJoIOJiroHajgbHa Tpadika, 0 3a9apOBY€E CBOEIO
CTWITI3aIlI€}I0 Ta TMPOCTOTOIO, YW peaiCTU4YHa, IO TMparHe J0 MaKCHMaJIbHOI
JeTanizamii Ta 3aHypeHHs, KIIIOYOBUM 3JIMIIAETHCS 11 MPU3HAYEHHS. 3a TPaMOTHOTO
3aCTOCYBaHHS, Irpa sKa Mae rapMoOHIWHE MOE€AHAHHS MDK Tpadikoro, reMMIUIeeM Ta

ICTOpI€10 3/1aTHA CTATH YMMOCH YHIKQJIbHUM, ITI0 3araM’ sITAEThCS 111€ Ha JJOBT1 YacH.

1.3 AHaJi3 cnoco0iB KepyBaHHs B irpax

Cucrema KepyBaHHS — € OJTHUM 13 KIIFOUOBUX KOMIIOHEHTIB IFPOBOTO MPOLECY,
110 BIUIMBAE Ha KOM(OPT Ta 1rpoBUit JOCBIJ reiimepa. Bij TOro HaCKIbKY IHTYITUBHO
3pO3yMiTINM Oyzie YIIpaBIiHHSA, 3aJIEKUTh 3[aTHICTh TPABIIS MIBUAKO aalTyBaTUCS JO
MeXaHIK I'pd, OTPUMYBATHU 3aJJOBOJICHHS BIJ Npolecy Ta €()EeKTUBHO B3AEMOMISATH 3
Ir'POBUM CEPETOBUILIEM.

OCHOBHMM aCHEKTOM € JIOCTYIHICTh — KEpyBaHHS IPOI0 IOBUHHO OYTH MPOCTUM
y BUBYEHI Ta BHUKOPHCTaHHI, BpaxoBylouW (Hi3u4HI OOMExeHHs ronuHu. [(uzaitH
yIOpaBIIIHHS Mae Opatu 10 yBaru oOMexeHHs! Hamux pyk [13].

[cHye Tpu OCHOBHI «TpymnH TaJbIiB», SKI PO3POOHUKH BPAaXOBYIOThH IIiJl 4ac
pPO3pOOKH €IEMEHTIB KEpyBaHHS:

- [TepuroueproBuii KOHTPOJb — BEIUKHN Ta BKa3iBHUU maybili. JlocUTh
THYYK1 Ta TOYHI, TOMY BUKOPHUCTOBYIOThCS JJIsI OCHOBHHUX JTiH.

- JpyropsiaHuil KOHTpOJIb — cepeAHiil manenp. ['Hyukuid, aje He Takuii
TOYHHM, TOMY BUKOPUCTOBYETHCS NIl M1 yTpUMaHHS (MPULUTIOBaHHS, HATUCKAHHSA
kiaimm W 1 X001 TOIII0.)

- [lintpumka — Oe3iMeHHUM manenps Ta MizuHelb. Ciabki Ta HE Jyxe
THYYKi, TOMY BUKOPUCTOBYIOTBCS JIJISl TOAATKOBUX JTIH.

Takuit moauT GyHKIIH MK NalbLsIMU J1a€ pO3pOOHMKAM TOYHY YSBY PO TE K
po3TalryBaTd €JIEMEHTH KepyBaHHsS isi koMpopTy Ta edextuBHOcTi. [Ipomymane

yOpPaBIiHHSA HE BUKIWKae (DI3MYHOTO HABAHTAXKEHHS HA PYKHU MiJI 4Yac TPUBAIUX
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ITPOBUX CECii Ta 3HUXKYE PU3UK TUCKOMPOPTY ab0 TpaBM, TaKUX SIK TYHEIbHUN
CUHJIPOM.

Ha pucynky 1.13 HaBeseHO po3Mo/ii MAJIbLIB Ha TPYIIX 1] Yac KepyBaHHS.

. PRIMARY CONTROL
SECONDARAY CONTROL

| SUPPOAT

Pucynox 1.13 — Po3nonis nanpIliB Ha TPYMH i Yac KEPyBaHHS

Kpim anaromiunoro noaity GyHKIIH TaIbIlIB, 1€ OHUM FOJIOBHUM aCTIEKTOM €
BUOIp TPHUCTPOIO KEpyBaHHS — aJK€ PI3HI MPUCTPOi MAarOThb CBOI OCOOJIMBOCTI,
nepeBaru Ta oOMexeHHss. OCHOBHI BUJU PUCTPOIB KEPyBaHHS, [0 3aCTOCOBYIOTHCS B
Irpax, BKJIIOYaIOTh B cele:

- Knagiarypa Ta muma. Haitbinem nommpennit Bubip mis [IK-refiminry,
110 3a0e3mneuye BeJIMKy TOYHICTb 1 IBHUJKICTh peakiii. Kiasiarypa 3a0e3neuye BeIuKy
KUIBKICTh KOMOIHAITIM KJIaBIlll, a MUIIIA — TOYHE TTO3UI[IOHYBaHHS Ta MIBUAKUAN OIS,
10 0COOJIMBO BaXKJIMBE Yy ITyTepax. HamamtyBaHHs KiaBill MiJ] BJacH1 BIOAOOAaHHS,
JT03BOJISIE TPABIIO AaNTyBaTH YIPaBIiHHS TpH MiJ cebe, MpoTe AJiT HOBAYKIB IS
CUCTEMa MOYKE BUMAraTu MeBHOI BIPABHOCTI Ta MEBHOTO Yacy JUIsl OCBOEHHH.

- ['eitmman (kouTponep). CranaapTHuii BUOIp AJsE KOHCOJEH, SIKUA TaKOX

gacto BukopuctoByeThes 1 Ha IIK. KomdoprHa dopma reiimmama pospobieHa 3
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ypaxyBaHHSIM aHATOMII PyKH, 11O J103BOJIsiE€ TOBro rpatu 6e3 auckoMdopty. CTiku Ta
KHOTIKM JIO3BOJISIIOTH TUTABHE YIIPABIIIHHS PYXOM IEpCOHa)ka abo KaMmeporo, a TaKoX
HasiBHA MiATPUMKA TAaKTHUJIBHOTO 3BOPOTHOTO 3B’ sA3Ky(B10pallii), 1110 MOCUIIIOE BITUYTTSI
3aHypeHHsA. OCHOBHUM OOMEXEHHSM € MEHIIA KUIbKICTh KHOMOK y TMOpPIBHSIHHI 3
KJIaB1aTyporo, Ta BITHOCHO HIKYA TOYHICTH MIPHUITUTIOBAHHS, 10 € 3HAYHUM HE0JIIKOM
TSl TITy TEPIB.

- CeHcOopHUI €KpaH — TOJIOBHHI CIMoOCiO KepyBaHHS Ha MOOLIBHHX
MPUCTPOSX Ta IUIaHIIeTax. JJOTUKK Ta CBalIK J03BOJISIOTH IHTYITUBHO B3a€MOIIATH 3
ITPOBUM CBITOM 0€3 JOJaTKOBHX MPHUCTPoiB. OJHAK, OOMEXKEHa TOYHICTH MOXKE
YCKJIaIHIOBATH BUKOHAHHS CKJIaaHUX Iiil. KpiM Toro, TpuBaje TpuMaHHs MabIliB HA
eKpaHi MOXKE 3aKpUBaTH YaCTHUHY IMPOBOTO MOJIs, 110 YCKIIAJHIOE OTJISAIL.

- VR-1monom ta kouTposnepu. OnuH 3 HaliCy4acHIIINUX TUITIB KEPYBaHHS, 1110
JI03BOJISIE MAKCHMaJbHO 3aHYpUTHCS B ITPOBHM CBIT, aje TakKoX HE IyXKe
PO3MOBCIOMPKEHUN TIOPIBHSIHO 3 1HIIMMH MPUCTPOSIMU Yepe3 CBOKO BapTiCTh. Pyxwu
IpaBIs BIACTIAKOBYIOThCS Y BIPTYaJIbHOMY MTPOCTOPI, IO3BOJISIFOUM MOMY B3a€MOJIISITH
3 BIPTyaJIbHUM CBITOM 3a JOIOMOTOI0 PYXiB PYyK, TOJIOBU Ta Tija. AJie JOBre
BUKOPUCTAHHS MOXE BUKJIMKATH AUCKOM(OPT, HyAOTY 1 3a[IlaMOPOUYEHHS B TOJIOBI.

- IrpoBuii pynap 3 mnemganaMM — cHeliani3oBaHe OOJaJHaHHA Ui
aBTOCHUMYJISITOPIB Ta TOHOYHUX 1r0p, SIKE MAKCUMAJIbHO TOYHO BiITBOPIOE pEeaTiCTUYHI
YMOBU BOJIHHA. Takuil mNpuCTpiii 3HAUYHO BIATBOPIOE 3aHYpPEHHs, ajie Horo
BUKOPHUCTAHHS OOMEXY€EThCS BIMOBITHUMU JKaHPaMHU 1 MOTpeOy€e MEBHOTO MPOCTOPY
JUTSl YCTaHOBKH.

Koxen 3 mepesniueHnx MpUCTPOiB KepyBaHHS Ma€ CBOi MepeBard Ta HEMOJIKH,
K1 PO3POOHUKN BPAaxOBYIOTh IIPH MPOEKTYBAHHI yNpaBiiHHsA rpu. Ha choromHinmHii
JIeHb, IrpOBa IHAYCTpPIS BCE YACTIIIE MPONOHYE MYIbTUILIATGOPMEPHUN MiIXi,
aIanTYI0Yl CUCTEMY KepyBaHHS MiJl KiJbKa MPUCTPOIB OAHOYACHO, OyIb 1€ MHIIKA 3
KJIaB1aTypOIO YU KOHTPOJIEP, 3aIyHYarouu 3a J0MOMOTO0 I[bOTO BCE OUIBIIY ayIUuTOPII0
13 pi3HuX 1argopm. Taka yHIBEpCaJbHICTh JA03BOJISIE TPABISIM CAaMUM OOMpPATH BU/I

yIOpaBIiHHS SIKUN HaO1IbIIIe BIAMOBIAA€E TXHIM YIOJOOAHHSIM.
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[le oMM 3py4YHUM JOMOBHEHHSM II1]] Yac PO3pOOKHU YIIPABIiHHS € MOXKIIUBICTh
OIHIIHTY — TOOTO mMepeHa3HaueHHs KJaBill MiA MmoTpedu rpaBug. Yacto komu
PO3POOHUKH ITHOPYIOTh BXKIIMBICTh 3PYYHOCTI yIpaBiIiHHA a00 HaMararThCs
eKCIIEpUMEHTYBaTH ©0e€3 BpaxyBaHHA MOTpe0 KOPUCTYyBauiB, II€ TMPU3BOAUTH [0
3aluTyTaHuX a00 HEe3pyYHHMX MOMEHTIB mia vac reimiuiero. [lpuxmamom Takoro
HEeBJIAJIOTO M1aX0ay MokHa Ha3BaTu Ipy Resident Evil Village.

[lin yac mpoxomkeHHS TpH, OaraTo TpaBIiB Ha KiIaBlaTypl CTUKHYIHCS 3
po0JIeMOI0 OB’ SI3aHO0 3 PO3MILICHHSIM OCHOBHMX 1 HA HEIPUBUYHHUX KHOTIKAX —
kiasima Ctrl, sika B GUIBIIOCTI 1TOP TPAAMIIIITHO BUKOPUCTOBYETHCS ISl IPUCIAaHHS,
y Resident Evil Village Oyna npusnauena mist aii jikyBanHs. Lle HecTranmaprtHe
MPU3HAYCHHS BUKIMKAJIO OOYpEeHHsS Ta pO34apyBaHHsS KOJM TpaBIll BHUIIAJKOBO
BUTpAyYaJIM LIHHI JIKyBaJIbH1 PECYpPCH 3aMICTh TOTO 1100 MPUCICTH.

Ha pucynky 1.14 HaBeneHO NMOMMWJIKOBE BUKOPUCTAHHS KJIABIIIl 3 3MIHCHUM

npusHadeHHsM y Resident Evil Village.

Pucynok 1.14 — IloMuakoBe BUKOPUCTAHHS KJIaBIlll 3 3MIHEHUM MPU3HAUYEHHSM Y

Resident Evil Village
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HasBHICTP MOXIJIMBOCTI 3MIHUTH TMPU3HAYECHHS KJIABIII JO3BOJIAJIA TPABISIM
HAJIAIITYBaTH YIPABIIHHS i BIACHUI KOM(OPT, YCYBatOYl MOXKIIUBICTh BUTIAJIKOBUX
MOMMJIOK ITiJT Yac IpH.

SIk1o yacToro mpoOIeMor0 Ha KilaBiaTypi € BeJMKa KUIbKICTh KIIABIII, SIK1 HE
3aBXKAM MAalOTh OJHAKOBE NPU3HAYCHHS, IO MOXE BHKJIMKATH IUIyTaHHUHY — TO
BUKOPHUCTAHHSI KOHTPOJEPY MOKe OyTH KOM(POPTHOIO 3aMIHOIO: MEHIIIE KHOIOK 1 iX
po3TaltyBaHHs IHTYITHBHO 3po3ymisie. Ha ChOromHimmHINA JeHb IJI1 KOPHCTYBadiB
reiMmaay Ta CCHCOPHUX €KpaHiB PO3POOHUKHU BIIPOBAKYIOTH JOMOMKHI PYyHKIIIT, 10
MPUKJIaAy — aBTOMAaTUYHE MPUIIUTIOBAHHS (aim assist), siKe MOJETHIye HaBEICHHS Ha
[[1JTb, IO 3HAYHO JOTOMarae KOpucTyBauyaM y JTUHAMIYHUX 1rpax, 0COOJIMUBO IIyTepax.
Hanpuknan, y rpi Fortnite — Taka cuctema aBTO NPUIUIIOBAHHS J03BOJISE T'PaBLSAM
KOHCOJIEH Ta MOOLIBHUX MPUCTPOIB KOHKYpPYBaTH 3 KOPUCTyBayaMHu KJlaBiaTypHu Ha
pIBHHX yMOBax. PO3pOOHMKH NpOMOHYIOTH PsiJl HAJIAIITYBaHb, SIKI FPaBEb MOXKE
aJanTyBaTH i CBO1 MOTpeOu:

- Precision Aim Assist Strength — cusia npuTAryBaHHs NPULILTY 10 LU IPH

TOYHOMY HaBEJICHI.

Tracking Aim Assist Strength — cuna HOMOMIXHOTO KOpEryBaHHSI IpH
CJI1IyBaHHI 32 PyXOMOIO LIJIJTIO, 10 3HMXKY€E NOTPeOy B MOCTIHHOMY KOpEryBaHHI.

Ha pucynky 1.15 HaBeneHO HanamTyBaHHS aBTO MpUIIUTIOBaHHS y rpi Fortnite.

ADVANCED - SENSITIVITY

Look Dampening Time 0.21 Seconds
Look Input Curve Exponential

‘ecision Aim Assist Strength 100%

Tracking Aim Assist Strengt 100%
Copy Basic Settings COPY FROM BASIC

Pucynok 1.15 — HanamrryBanHs aBTo npuiiiyitoBanHs y rpi Fortnite
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OxpiM TONOMDKHMX (DPYHKIIIM Ta BapiaTUBHOCTI MPUCTPOIB KEpyBaHHS, IrpoBa
1HAYCTpis TAKOXK BIPOBAJMIIA P13HI TUIX YTIPABIiHHS NepcoHaxeM. Ha panHix eramax
PO3BUTKY 1IpoBOi 1HAYCTpli KepyBaHHS mepcoHakem y 2D irpax BigOyBajocs Ha
MIPOCTI KHOTIKY ITO BIATIOBITAJIM 32 PyX BIiBO, BIPABO Ta CTPUOOK — JI0 TIPHUKJIAdY, Tpa
Sonic the Hedgehog, Bunmymena y 1991 porii, B sSKiii BUKOPUCTOBYBABCS II€H THII
yrpasiiHHg. Ha pucynky 1.16 HaBemeHo mpukiian ympasiiHHg y 2D-mmardopmepi

Sonic the Hedgehog.

Pucynok 1.16 — [lpuknazg ynpasiinas y 2D-nuardopmepi Sonic the Hedgehog

3 TMOSBOIO TPUBUMIPHOI Trpadikv, YMOpPaBIiHHA MEPCOHAXKEM 3HAYHO
YCKIIQIHWIOCS, OCKIJTBKHA BKIIFOUAJIO B ceOe HE JIMIIE HAMPSIMKHU BIIIBO Ta BIPABO, a i
BIIEpel, Ha3a] 1 TAKOXK 0OepTaHHs KaMepH, 11100 3MiHIOBaTH Ky T omyisiay. Ha mxoncTHky
311 I[bOTO BHKOPHUCTOBYBAJUCh JBa CTIKW: JIIBUA — BIJAMOBIJAB 3a YMPABIIHHS
MIEPCOHAXKEM Y MPOCTOPI, a MpaBuii — 32 o0epTaHHs kamepu. Ha kiaBiatypi meit mporiec
B110yBaBCs MPOCTIIE, OCKIJIBKM OOEpTaHHS KaMeporo BiOyBalloCs 3a JOIOMOIOIO
MUIIKHA, a KepyBaHHA nepcoHaxkeM Ha WASD-kinapimi. TorodacHow cxemoro

KepyBaHHS sika Oyna XapakTEpHOI B Ti Yacw, Oylio «TaHKOBE» yIpaBiiHHS (tank
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controls), B sIKiii IEPCOHAXX PyXaBCs BITHOCHO BJIACHOTO IOJIOXKEHHSI, HE3aJIeKHO BiJT
KyTa Kamepu. Taka cucTemMa BUMaraja Bij TpaBlisl ajanTailii, aje J03BOJIsUIa TOUHIIIE
OpIEHTYBATUCS B IPOCTOPI 3 (HIKCOBAHUMHU PaKypCaMH.

[TeBHI irpu MoOJETHIyBAIN MPOIEC OTISAY MPOCTOPY, MPUKPIILTIOIYN KaMepy
BCJIiJ] 32 TIEPCOHAKEM — KaMepa aBTOMATUYHO pO3BepTajach y OiK pyXy TpaBlif, IO
JI03BOJISIIIO HOMY HE BHUTpadaTH 3aliBUH 4ac Ha peryaroBaHHs BpyuHy. [Ipuxmamom
takoro miaxonay € rpa Silent Hill 3, ne kamepa 30epirae nepconaxa y HeHTpi €KpaHy,
IJIABHO MOBEPTAIOUKCh y HAIPSMKY ioro pyxy. Ha pucynky 1.17 HaBeneHo npukian

CJIIIKYIOUOi KaMepH 3 TAHKOBUM yrpaiiHHaM y Tpi Silent Hill 3 [14].

Pucynox 1.17 — [Ipuknaz ciikyro4doi KaMmepH 3 « TAHKOBUMY yTpaBliHHIM y 3D-Tpi

Silent Hill 3

Hartomicts y cepii irop Resident Evil, B panHIX 4acTHHaX BHKOPHUCTOBYBaIacs

cucrema (IKCOBaAaHUX Kamep, Je kKaMmepa Oyia 3akpiruieHa B IEBHUX TOYKAX JOKAIlIH, 1
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KyT OISy 3MIHIOBaBCS JIMIIE MPHU TEpeXojli MepcoHaka Ha iHmry 3oHy. lle He
BUMAarajio BiJ TpaBlsl JUIIHIA pa3 BUTpadaTd dYac Ha YIPaBIiHHA KaMeporwo, a
PO3pOOHHK MaB 3MOTY Kpallle KOHTPOIIOBaTH arMochepy rpu. Ajie Take ympaBIiHHS
poOuyI0 TPy TPOXH CKIAAHIIIOW, a/p)Ke TPaBellb MYCHUB 3BHKATH 1O YacTOi 3MIiHH
MEPCTIEKTUBH, M0 BUKIMUKAIO CKIagHOINN mia yac 00iB. Ha pucynky 1.18 HaBeaeHo
npukiaaa QpikcoBaHOI KaMepu 3 TaHKOBUM ympaBmiHHsIM y rpi Resident Evil Code:

Veronica.

Pucynox 1.18 — [Ipuknaz ¢ikcoBaHOT KaMepH 3 «TAHKOBUMY YIIPABIIHHAM Yy Ipi

Resident Evil Code: Veronica

B HuHimHINA irpoBiil 1HAYCTpil, pO3POOHUKHU BITIAIUIA BiJ 171€i «TAHKOBOTO
yYIOpaBIIiHHS, BIJIal04U TepeBary Kamepam BiJ] Mepiioi Ta TpeThoi 0codu. SckpaBum
npukiagoM Moxe cinyryBatu Cyberpunk 2077 Ta HenaBHiii pemeiik Resident Evil 4.
Ha pucynky 1.19 HaBeneHo npukiaj 3 BUVISIOM Bij niepiioi ocoou y rpi Cyberpunk

2077.
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Pucynok 1.19 — [Ipukian 3 Bumisaom Bij nepuioi ocobu y rpi Cyberpunk 2077

Ha pucynky 1.20 HaBeneHO IpHUKIIaa 3 BUITISIZIOM BiJl TPEThOi 0COOU Y peMelKy

rpu Resident Evil 4

Pucynok 1.20 — [Ipukiiaa 3 BUIIIAIOM BiJl TPEThOi 0coOu y peMeiiky rpu Resident

Evil 4
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1.4 CepenoBuina ajs peaJizanili NpOrpaMHOro NPpoaAyKTy

3 pO3BUTKOM TEXHOJOTIH, IrpoBa 1HAYCTpisd po3poOusa MOTYKHI IrpOB1 pyIii,
SK1 3HaYHO NPHUCKOPIOIOTH 1 CIPOIIYIOTh Tpolec cTBopeHHs irop. Lle mocuthb
KOMIUJICKCHI MPOrpaMHi 1HCTPYMEHTH sIKi HaJal0Th TOTOBI MEXaHI3MH AJi pOOOTH 3
(b131KOI0, OCBITJICHHSAM, aHIMAIlIE€I0 Ta IHIIMMHU acleKTaMu IrpoBOro mpoiecy. B
3aJIC)KHOCTI BiJ] IPOBOTO PYIIIisi, CKJIATHICT POOOTH 3 HUMHU MOXE BIIPI3HATHUCS, aJIKe
JIesiKl MOXKYTh BUMAaratu MeBHOTo yacy Ha onanyBaHHs. Jlo npukiany, Unreal Engine
5 ta Unity, sxi po3poOineni Ha 6a31 C++ Ta C#, moTpeOyroTh MEBHUX 3HAHb Y
IPOrpaMyBaHHI.

Unity — 1ie monyisipHUi Kpoc-1IaThOpMHUNA ITPOBUM PYIIIN, III0 BUKOPUCTOBYE
00'exTHO-OpieHTOBaHy MOBY C#. BiH mpusHaueHui Jjis ctBopeHHs sik 2D, Tak 1 3D
Irop 1 NOPOINOHYE PO3IMIMPEHI MOMKJIMBOCTI 3aBASKM YHUCICHHUM Iuiarinam. Jlis
ctBopeHHss 3D-npoextiB Unity mnpomonye Oaratuii HaOip (yHKIIN, BKIOYAIOYU
miaTpuMKy Gi3ukn (Ha 0a31 PhysX), OCBITIIEHHS B peaJlbHOMY 4acl, a TaKOX
IHCTPYMEHTH JIJIs1 poOOTH 3 MaTepianamu Ta menaepamu [15].

Unreal Engine 5 — Takox ouH 3 HallKpaluX irpoBUX pyILiiB, po3po0IeHUI Ha
MoBi C++. [16] Moro ocobnupicTio € cuctema Bi3yanbHHX clieHapiis Blueprint, sika €
MOBHOITIHHOIO CHUCTEMOIO I CTBOPEHHS IrpoBoro mpoiiecy. Bona 0Oa3zyeThcsi Ha
BUKOpHCTaHH1 By3JIoBoro iHtepdericy B pemaktopi Unreal Editor qnst po3poOku
CJIEMEHTIB TPU Ta BU3HAYCHHS 00'€KTHO-OpieHTOBaHUX KiaciB. Cuctema Blueprint
3HAYHO MPHUCKOPIOE TPOIEC CTBOPEHHS 1 TECTyBaHHS ITPOBUX MEXaHIK, OCKUIBKU HE
BUMAarae HalmMcaHHs KoAy BpyuHy [17].

Kpim toro, Unreal Engine 5 Takoxx Mae moTyxH1 IHCTpYMEHTH 111 poooTH 3 3D-
rpadikoro, BKIIOYAOUM cUcTeMHu Nanite — BIpTyasli3oBaHa T'€OMETpisl, sKa JT03BOJISE
MpaIoBaTl 3 MOJEISIMU BUCOKOI MOJIITOHAJIBLHOCTI 0€3 BTpAaTh MPOAYKTHMBHOCTI; Ta
Lumen — peanictuyne miobanbHe OCBITJIEHHS Ta BIIOUTTA CBITJIa B peajbHOMY Yaci,
10 JI03BOJISIE CTBOPIOBATH PEATICTUYHI IrPOBI CBITH 3 BUCOKHMM pPIBHEM JeTaiizarlii.

Came Tomy 1u1st cTBOopeHHSI 3D-po€eKTiB, pO3pOOHUKH YaCTIlIE BiJJal0Th IepeBary
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BukopuctanHio Unreal Engine 5 3aBasiku cBoiit 3pyyHOCTi y poboTi 3 Blueprint Ta
BHUCOKIH KiJTbKOCTI MOXJTHBOCTEH.

3annsi CTBOPEHHS BI3yaslbHOI 4YacTUHH, po3poOHuku 2D ta 3D mpoekriB
BUKOPHUCTOBYIOTH Pi3Hi IporpamMui 3ade3neuenHs. J{o mpuknany, ams 2D rpadiku gacto
3acTOCOBYIOTH mporpamu 1o tumy Affinity Designer, Adobe Photoshop, Krita ta Clip
Studio Paint — BoHM MiIXOASITH JIJIsi CTBOPEHHSI TEKCTYP, KOHIIENT-apTiB a00 CIIPaMTIB.

VY Bumanky 3 3D rpadikoro, 1is T CTBOPEHHS 4acTO BUKOPUCTOBYIOTH Takl
iHcTpyMeHTH sk 3D Max, Autodesk Maya, Zbrush, Adobe Painter a6o Blender, sxuii
€ TapHUM TIOYaTKOM JIJIs HOBAUKiB.

Blender — 11e Ge3koiroBHa nporpama, sika 103BoJisie cTBopeHHs 3D-Mozeneit, ix
CKYJBIITUHT, TEKCTYPYBaHHs, aHIMAIlll0 Ta peHAepuHr. Iy HOBaukiB iCHye Oe3mid
OE3KOIITOBHUX PECYpPCiB, BKIIIOUAIOUH 0(DiLiitH1 BiaeoypokH [18].

3aramom, BUOIp MPOTrpaMHOIO 3a0€3MEYEHHsI 3aJIEKUTh BlJ MOCTAaBJIEHOIO
3aBIaHHS, OIOKETY MPOEKTY, PIBHS TOCBIIY XYIOKHHKA, & TAKOXK TEXHIYHUX BUMOT JI0
KIHIIEBOTO MPOAYKTY. 3apa3 po3pOOHUKH MOEAHYIOTH KIJIbKa MporpaMm y podoodomy
Ipolieci — HaNpUKIIaJ, CTBOpeHHs 0a3oBoi Moneni B Blender, ckynpnTunr y Zbrush,
TeKCTypyBaHHs B Substance Painter, peaaepunr —y Unreal Engine.

Ha pucynky 1.21 naBeneno inrepderic mporpamu Blender.

Pucynok 1.21 — Intepdeiic nporpamu Blender
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OcHoBHOI0O mnpoOIEMOI0 MoAentoBaHHA 3aBxkau Oyno UV-posroprka (UV-
unwrapping) — IpoIiec, IKUi moysrae y «posmnakyBanti» 3D mozeni Ha 2D miomuny
JUIS TIOJIAJIBIIIOTO HAaKIIaaHHs TeKCTyp. Lle BayKkuii Ta KIOMITKHM Ipo1iec, ake sIKICTh
PO3TOPTKU HAIpsIMY BIUIMBA€E HA BUIVISA TEKCTYyp. TOMY y TakoMy BHUIAJAKY, 3aBXKIH
MOYKHA CKOPHUCTYBATHCh CIHEI[iali30BaHUM I1HCTPYMEHTaMH, SIKi crpoiryiot UV-
posroptky. [lonynsipHoto ommiero € mporpama — RizomUV, ska 103BoJIs€ HIBUAKO
CTBOPHUTH ONTUMAJIbHI PO3TOPTKH Ta KEPYBATH iX «IIIBAMU», 1110 3HAYHO EKOHOMHUTH 4ac

[19]. Ha pucynky 1.22 naBeneno intepdeiic mporpamu RizomUV.

Pucynok 1.22 — Iatepdeiic mporpamu RizomUV

1.5 ®opmyr0BaHHS BUMOT Ta IOCTAHOBKA 3a/1a4i

Ha croromHiumHiil 1eHb ICHy€e O€3JY pI3HOMAHITHHUX Irop 3 pi3HUMU THUIAMU
yIOPaBIiHHS Ta )KaHPaMH, ajie He 3aBXK/I1U Ha PUHKY MOKHA 3YCTPITH MPOEKT, IKUN Ma€e
HOCTAJIBIYHY aTMoc(epy KIACHYHUX IrOp Ta BOJHOYAC BUKOPUCTOBYE Cy4YacHI
TEXHOJIOT11 JIsl pO3POOKH 1rPOBOTO MPOIIECY.

[onoBHoOtO ine€r0 € cTBopeHHs 3D rpu, KepyBaHHsS sikoi Oyne HOCTaJIbI1YHO

MOXOXKE J0 KJIACHMYHMX 1rop — (hiKCOBaHI KaMepHW Ta «TaHKOBE» YIpaBiiHHA. [
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CTBOPEHHSI aTMoc(epu CTapux Irop Ma€ BUKOPUCTOBYBAaTHCh JIETKa 1 €CTETHYHA
rpadika.

[Ile mae OyTH MOXKIIUBICTh 30MpaTH MEBHI MPEIMETH B IHBEHTAp Ta PO3MOBIISITH
3 HeirpoBuMU niepcoHaxkamu (NPC).

OcHoBHOIO 3amauero € peanmizauias 3D rpu 3 ¢ikcoBaHUMH Kamepamu Ta
«TAaHKOBMM» YTPaBIiHHAM Ha irpoBomy pyurii Unreal Engine 5. Lle#t irpoBuit pymriii
no0pe miaxoauTth Ans pobotu 3 3D mpoexTamu, Marodd Hpu cobl MOTYKHUK HAOIp
IHCTPYMEHTIB JiJIs1 poOOTH 3 Tpadikoio Ta PO3POOKU MEXaHIK.

Hust  peamizaumii rpu Oyae  HalKpalmiuM  BapiaHTOM  3aCTOCYBaTu
MasonosiiroHansHy 3D rpadiky. lle onTuManbHuil BapiaHT, ajpke A ii peanizailii He
noTpiOHO Oarato yacy Ha OOpoOOKy JeTaneil Ta CTBOPEHHs peaiicThuyHocTi. Jlis
peanizaiii Oyzne cTtBopeHo rpadiuni eneMmeHTH y mporpami Blender 3 momomororo
RizomUV, a Takox BuKOpucTaHO Oe3koIITOBHI accetu 3 mmiardgopmu Fab, ska
inTerpoBana 3 Unreal Engine 5. JInst po3po6ku obpano irposuit pymriit Unreal Engine
5, yepe3 Horo 3py4HICTh Yy cTBOpeHH1 3D MpoeKTIB.

J1st po3po0KH TpH, MOTPIOHO BUPINIUTH TaKi 3a/1a4i:

- Hanamrysaru cepenoBuiie Unreal Engine 5.

- CrBopuTtu Ta iMmnoptyBaru 3D-mozemni. [linrotyBaru rpadiuHy 4yacTUHY.

- Po3poOutu piBeHb 3 ypaxyBaHHSIM (HIKCOBAHUX KaMep.

- PeanizyBatu MexaHiKy: KepyBaHHS, MEPEXOIU MK KaMepaMH, MiJTHSITTS

npeamery, Bzaemois 3 NPC.

- Po3poOutu inTepdeiic aianoriB ajs rpu.

- IIpoBecTu TecTyBaHHS I'PU.

1.6 BuCHOBOK 10 pO31ij1y Nmepiioro

Y upomy posaim Oyia0 MpoaHali30BaHO ITPOBY 1HAYCTPIIO Ta MEBHI >KaHPU

BiJIEOITOD.
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Takoxx Oyno mpoaHaiizoBaHO Tpadiky B irpax, Ta sSK BOHA BIUIMBa€E Ha
cpuiHATTS 1 atMmocdepy rpu. Llle mpoBeaeHo aHai3 NPUCTPOIB YNPABIIHHS Ta THUIIIB
KEepYBaHHS B irpax, Ta sSIK BOHU BIUIMBAIOTH Ha IrpoBuit gocBij. [IpoBeneHo perenbHuii
aHaJli3 mporpam Ta IHCTPYMEHTIB AJisl pO3pOOKH BiI€OITOP.

Jnsa peanizani rpu oOpano ctuib 3D ManononiroHandbHOI Tpadiku Ta irpoBHid
pyuiii Unreal Engine 5.

Po3pobka komm’torepHoi rpu Moonlight Song 3 mokpamenuMm crnocobom
KEepPYBaHHS B CTHJII KJIACHYHUX 1rop Ha irpoBomy pyiii Unreal Engine 5 € akTyanbHoIO,
TOMY LIO II€ TOE€JHAHHS HOBUX TEXHOJIOT1H PO3pOOKH 3 HOCTAJIBIYHUM MIAXOAO0M JI0
IrpOBOTO MPOIIECY.

Po3pobka € akTyanbHOIO, OCKUIBKH OaraTbOM TpaBIsAM SKi 3HaloMl 3
VOPABIIHHAM B KJIACHUYHHX Irpax, Oy/e ILIKaBOK rpa B sKiid Oyae BIATBOPEHO LIO
HOCTAJIBI14YHY OCOOJIUBICTb.

B mipomy po3znaiii Takoxk Oys0 MOCTaBICHO 3ajadl Jisi po3poOKH KOMIT FOTEPHOT

rpu Moonlight Song 3 nmokpamieHrM cioco00M KepyBaHHS B CTUJI1 KJIACUYHUX 1TOP.
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2 MIPOEKTYBAHHS KOMIT'IOTEPHOI T'PU MOONLIGHT SONG 3
HOKPAIIEHUM CITOCOBOM KEPYBAHHS B CTUJIT KNACUYHUX
Irop

2.1 Po3podka mexanik 3D-rpu Moonlight Song

IrpoBa MexaHika — 1€ KJIIOYOBHUH €JIEMEHT Y pO3po0Ili Bieoirop, sskuit popmye
YHIKaJIbHI OCOOJIMBOCTI MPOEKTY Ta O€3MOCEpeHbO BIUIMBAE Ha ioro xaHp. {00
YPI13HOMaHITHUTH ITPOBUI MPOIEC, POSPOOHHUKHU YaCTO MOEAHYIOTH OCHOBHY MEXaHIKY
3 IONAaTKOBUMHU, TPOCTIIITUMU MEXaHIKAMH.

IrpoBa MexaHika OXOIUIIOE TIpaBUJia Ta CUCTEMH, K1 KEPYIOTh YCIM MPOIIECOM
IpU 1 BU3HAYAIOTh JOCBIJl T'paBIi — BIJl 0a30BOr0 MNEpeCyBaHHS MEPCOHAXKA [0
B3aeMOi1 3 iHIMMU 00’ ektamu. Came BoHa € GyHAAMEHTOM, Ha IKOMY OyIy€eThCs rpa.
Hagith 6€3 Han3BuyaitHOi Tpadikd YW OPUTIHATIBLHOTO CTHIIIO, Tpa MOXe OyTu
YCHIIITHOO, SIKIII0 Ma€ MIPUBAOINBY MEXaHIKY.

OcHOBHa MexaHiKa € SIpOM TelMILIeto, alle BOHA YacTO MPOSBISIETHCS Yepe3
pi3Hi Bapiamii. Hampuknan, y rpi Lost Records, no npukiany, peanizoBana MexaHika
BUKOPHCTaHHS KaMepH: rpaBellb Moxe (poTtorpadyBaTi BakJIMB1 00'€KTH a00 MUTI, 11O
HE € 000B’SI3KOBUM JJIs1 IPOCYBAHHS IO CIOKETY, IPOTE CIPUSIE TNUOIIOMY 3aHYPEHHIO
B ICTOPIiIO Ta (POPMYBAHHIO €MOIIIITHOTO 3B’SI3KY 3 MOMAISIMU. Taki MEXaHIKU JI0al0Th
rpi “cMaKky’” Ta JO3BOJIAIOTH BIAUYTH OLIbIIIE, HIK MPOCTO BUKOHAHHS 3aBJJaHb — BOHU
BIJIKpUBAIOTh HOB1 BPaXCHHSI ¥ 1HOA1 KUJAIOTh HECToAiBaH1 BUKIMKH [20].

[Tpu po3po6iti 3D-rpu Moonlight Song ronoBHuM HatxHeHHsM € Tpa Resident
Evil 1. Ils rpa € rapHuM NpUKIaIoM 3aCTOCYBaHHS (PIKCOBAaHUX KaMep Ta B3aEMOJIi 3
00’exkTaMu — 0OMEXKEHUN MPOCTIP, PETEIHHO CIPOEKTOBAHI JIOKAIIi, 1€ KOJKHA JIeTalh
gyu 00’ €KT Ma€ 3HA4YCHHS, a TaKOX TICHE TMOEIHAHHS JOCHTIIKCHHS, BUPIIICHHS
TOJIOBOJIOMOK 1 KEpPOBAaHHX HAMNpy>KEHUX MOMEHTIB. [l mMOKpaiieHHs irpoBOTo

TOCBIAY TPaBLs MOEHAHHS CXOKUX MEXaHIK Oyzie TapHUM PIILIEHHSIM.
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OCHOBHOIO PHCOIO MO 13 AOCITITHUIILKUM IeUMIUICEM € aKIIeHT Ha aTMocdepi
Ta ii eMOIliifHOMY CpUHHATTI. [paBels 3aHypIOETHCSA y CBIT TPH, /1€ BaXKJIHMBY POJIb
BIJIIrPaOTh 3ByKU, 0OMEKEHE I0JI€ 30py Ta OCBITIICHHS — yce 1€ (GopMye YHIKaTbHUN
HACTpiH.

dikcoBaHa Kamepa BIFIrpae KIOYOBY pOJb Yy TOCHJICHHI IHOTO €(EKTY,
CKEpOBYIOUH yBary rpanlisg Ha OToueHHs. BoHa cTBoproe kiHemarorpadiuHe BpaskeHHs,
JIO3BOJISIOUM CIIOCTEPIraTH 3a MEePCOHAaXKEM 13 TIEBHUX PAaKypcCiB, HIOM yepe3 00'€KTUB
Kamepu. Takuit miaxia HaJjae 3MOTY PEKUCEPCHKU KOHTPOIIOBATH KOMITO3HUIIIIO Kapy,
MIJKPECIIOUN BaXIIMBI JleTali a00 TMOCHIIOIYM EMOIIMHUNA BIUIMB CIEH —
HaAIpPUKJIa/1, CTBOPIOIOYM HAMPYTY YU HECTIOAIBaH1 CUTYaLIIi.

Ha pucynky 2.1 npencraBiieHo 3arajibHUM IUIaH TPH.

PP_PostProcessVolume WBP_MainHUD
A

WBP_DialogueBox
M_Map Input Mapping gu ] BP_PickUp_Pumpkin ]
context
I ‘
Y Y
GM_Gamemode » BP_MainPlayer |« ‘ I_interact |= BP_PickUp_BASE ]4 H{ BP_PickUp_Lamp
of i i
BP_FixedCamera BP_NPC_Cat » BP_NPC_BASE [BP_PickUp_Mushroom}
A
BP_NPC_Girl

PucyHok 2.1 — 3aranpHuii miad rpu

Byno cnmanoBano 0a30By apXiTeKTypy TIpd 3 MIATPUMKOIO B3aeEMOAIl 3
peIMeTaMu Ta MePCOHaKaMHM, TAKOXK CTBOPEHO iHTep(elic (A1amoroBe BIKHO).

OCHOBHUMH KOMIIOHEHTaMHU €:
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o Cuena: Ha Hiii po3mimeHo 00’€KTH, 30KpeMa MOCTIPOLIECUHT
(PP_PostProcessVolume) mmst BidyanmbHuX edekTiB Ta (¢iKCOBaHI KaMepu
(BP_FixedCamera).

o I'paBens (BP_MainPlayer): Mae HamamTyBaHHSI KepyBaHHS («TaHKOBE)
Ta KaMepH, MOke B3aeMoisiTu 3 mpeameTtamu 1a NPC.

o NPC: VYci ctBopeni NPC (Cat, Girl) ctBopeHi Ha 0CHOB1 0a30BOTO KJ1acy
(BP_NPC BASE) i MOXXyTb BECTH J1JIOT 13 TPaBLIEM.

° [Ipenmern nnma migHATTA: Bcel 00’€kTH HachiayroTh 0a30BUM  Kjac
(BP_PickUp BASE) 1 MoxyTtb OyTH MiAHATI TpaBLEeM uepe3 1HTepdeiic
B3a€MOII.

° UI: Bxmtouae ronoBHuit HUD Tta miamoroBe BIKHO ISl B1IOOpakKeHHS

TeKCTy mij yac B3aemosii 3 NPC abo npeamerom.

2.2 Po3podka UML-giarpamu

0O06’exTHO-0pieHTOBaHEe nporpamyBanHs (OOII) € onHuM 13 HallePEeKTUBHIIINX
MIIXOAIB y pO3p0oOIIl BIICOITOP, OCKIIBKH JIa€ 3MOTY JIOT1TYHO CTPYKTYpPYyBaTH IPOEKT
3a JJOMOMOTOIO KJ1aciB 1 00’ €KTIB, K1 B1J0OOpaXaroTh €JIEMEHTH PEaIbHOTrO CBITY. Y Ipi
00’€KTH Ha 3pa30K TPaBIl, BOPOTIB a00 MPEAMETIB pPEasli3ylOThCsl SIK KJAacH, IO
MOETHYIOTh Y C001 SIK BJIACTUBOCTI (PiBEHB 310POB’sl, piIBEHb CHJIM) TaK 1 MOBEIIHKOBI
GbyHKIIi. 3aBASAKM MEXaHI3MY YCHaJKyBaHHS MO)XKHA CTBOPUTH YHIBEpCAJIbHUN
0azoBuii kiac — Hanpukiana, «llepcoHax», — BiJl SKOrO HaCHIIAyIOTh YCl CHUIbHI
XapaKTePUCTUKH BOPOTIB 1 COIO3HUKIB. Lle 3HauHO 3HMXKY€E PIBEHb TyOJIOBAHHS KOMY
Ta MIJBUIIY€E THYYKICTh 1 MACIITA0OBAHICTh CUCTEMH.

Jlnst Bizyamizamii CTPYKTypH TPHU 4acTo BUKOPUCTOBYIOThcs UML-miarpamu
KJIaciB. BoHM HA0YHO JIEMOHCTPYIOTH apXITEKTypy CHUCTEMH, BiOOpakarodu Kiacw,
iXHI BIACTUBOCTI, METOJM Ta B3a€MO3B’si3ku Mk HUMU. Came Tomy UML-miarpamu
KJIaciB € OJHUM 3 HAM3PYUHIIIUX IHCTPYMEHTIB [JIsl MPEACTaBICHHS CTPYKTypU

MPOTPAMHHUX MOIYJIB Y TPi.
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Ha pucynky 2.2 npencrasineno UML-niarpama kiaciB 1Jist MpeAMETIB.

BP_PickUp_BASE

+ StaticMesh
+ DefaultSceneRoot

+ Interact()
+ getPicked()

| |

BP_PickUp_ Mushroom BP_PickUp_Lamp BP_PickUp_Pumpkin
+ StaticMesh + StaticMesh + StaticMesh

+ DefaultSceneRoot + DefaultSceneRoot + DefaultSceneRoot

+ textLine + textLine + textLine

+ Interact() + Interact() + Interact()

+ getPicked() + getPicked() + getPicked()

Pucynok 2.2 — UML-niarpama kiaciB Jijisi IpeaMETIB

BP_PickUp BASE — 1ie 6aTbKiBCbKUH KJIac, SKUH BUKOHYE POJIb IA0JIOHY JIs
BCIX 00’€KTIB, 3 SKMMHU TpaBellb MOXe B3aeMmofisTu. Bim mporo 6a3oBoro kiacy
HACHiAyIOTh  KUIbKa moxigHuxX  kiaciB, 3okpemMa: BP PickUp Mushroom,
BP PickUp Lamp Ta BP_PickUp Pumpkin. KoxeHn i3 1ux KiaciB NpeAcTaBisie
KOHKPETHHI TUII IPEIMETA, SIKUI TpaBellb MOXKE MiI0paTy i 4ac MPOXOKSHHS TPH.
Y mux [podvipHiX Kiacax JoJaHO 3MiHHY textLine, ska 30epirae TEKCTOBE
MOB1JIOMJICHHS, 1110 3’ IBJIIETHCS MPU B3a€MOI11 3 BIAMOBITHUM 00’ ekToM. Lle mo3Bossie
MEepPCOHAI3YBaTH BigoOpaxkyBaHy 1H(MOpMAIlI0 3alleKHO BiA THUIY MpEAMETa,
Hanpukiaa: “Bu 3naiiuum rpu6”, “Bu migidbpanu nammny” ado “Lleit rapOy3 Bumisgae
mig03piyio”.

Ha pucynky 2.3 mpencrasieno iepapxito kinaciB NPC-nepcoHaxin
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BP_NPC_BASE

+ StaticMesh
+ DefaultSceneRoot

+ Interact()

BP_NPC_Cat BP_NPC_Girl

+ StaticMesh + StaticMesh

+ DefaultSceneRoot
+Dialogueline

+ Interact()

+ DefaultSceneRool
+DialoguelLine

+ Interact()

Pucynok 2.3 — UML-naiarpama knaciB aiis NPC-nepconaxis

Ha pucynky 300paxxeno BP. NPC BASE — 6arbkiBCbKHil KJlac, SKUW MICTUTh
0a30B1 KOMIIOHEHTH Ta MeToaM, criabHi 11t Bcix NPC. 3okpema, 10 cKiiaay IbOTo
KJIacy BXOASTh KOMIOHEHTH StaticMesh (sikuii BU3Ha4ae 30BHINIHIN BUIIISLA 00’ €KTA),
DefaultSceneRoot (sxkuit BUKOHY€ pOJIb KOPEHEBOTO KOMITIOHEHTA CIICHH) Ta (QYHKIIIS
Interact(), o BiamoBigae 3a joriky B3aemoaii Mixk NPC i rpaBiem.

Bix BP NPC BASE wnacnigyrots nBa nouipui kiacu — BP NPC Cat Ta
BP_NPC_Girl. Bonu ycnagkoBytOTh yci BIACTUBOCTI i METOM GaTbKIBCHKOTO KIIacy,
30kpema (yHkiito Interact(), 1o 7103BoJIsiE iM pearyBary Ha Jii TpaBlisd Tak camo, SK 1
i1 NPC. Kpim mporo, o0uBa 104ipH1 KJIacu po3IIHPIOIOTH CBOKO (PYHKITIOHABHICTD
3a I0MOMOror0 BiacHoi 3MiHHOI Dialogueline, sika MICTUTh yHIKaJdbHI PEIUTIKH, IO
NPC moxe moBigoMutu TpaBito npu Bizaemonli. Hampukian, BP. NPC Cat moxe
BUJIaBaTH KOPOTKE *kKapTiBivBe noBigomieHHs, Toal sk BP. NPC Girl — nmoBHoI1IHHY
PEIuIiKy aiasiory, abo 3arpornoHyBaTH HEBEJIMUYKE 3aBIAHHS.

Ha pucynky 2.4 HaBeneHo iepapxito KJIaciB MEPCOHAXKIB.
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BP_NPC_BASE BP_MainPlayer

BP_NPC_Cat BP_NPC_Girl

PucyHok 2.4 — lepapxis k1aciB IEPCOHAXIB

Ha pucyHnky 300pakeHO i€papXito KJIaciB MEPCOHAXKIB, 1 MOXKHA MTOMITUTH 1110
BP_MainPlayer He BXoguTh 110 1i€i iepapxii Ta icHye okpeMo. L{e cBiquuTh mpo Te, 1o
TOJIOBHUH NEPCOHAX, IKUM KEPY€E TpaBellb, Ma€ BIACHY CTPYKTYpPY KJIacy, HE3aJeKHY
B11 cuctemu NPC.

Ha pucyHnky 2.5 300paxkeHo iepapXito MpeaIMeTIB I B3a€MO/IIi.

BP_PickUp_BASE

— | T

BP_PickUp_Mushroom? BP_PickUp_Lamp BP_PickUp_Pumpkin

Pucynok 2.5 — lepapxist kJ1aciB IpeAMETIB JIJIsi B3a€MOJIT
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2.3 Po3poOka cxemMu aJropuTMy po0OTH TPOrPaMHOI0  MOXYJIS

koM’ 0TepHoi rpu Moonlight Song

ANTOPUTM — 1€ YiTKa MOCIJOBHICTh 1M, MpU3HA4Y€HaA MJI1 PO3B’SI3aHHS
KOHKPETHOI 3aj1a4i a00 BUKOHAHHS 004YHMCITIOBATILHOTO Mpoliecy. BiH BUKOHY€EThCS KPOK
32 KPOKOM 1 BUKOPUCTOBYETHCS SIK B MPOTpaMHOMY 3a0e3MeUeHHl, Tak 1 B arapaTHuX
cucTeMax. AJITOPUTMU MarOTh LIMPOKE 3aCTOCYBAaHHS B 1HQOPMALIIHHUX TEXHOIOTISX.
VY cdepax MareMaTHK{, NporpaMyBaHHS Ta 1H(OPMATUKH aJITOPUTMHU 3a3BUYAN
ONKCYIOTh CTAHJAPTHI MPOLEAYPH IJs PO3B’s3aHHS TUIIOBUX 3aBAaHb. KpiMm Toro,
BOHH CIYTYIOTh OCHOBOIO JIJIsl OOpPOOKH JaHUX Ta € KIFOYOBUM €JIEMEHTOM y MOOYI0BI
aBTOMAaTHU30BAaHUX CHCTEM.

JUIs HAaOYHOCTI Ta 3pPYyYHOCTI PO3YMIHHS AQJITOPUTMIB BHUKOPHCTOBYIOTHCS
cremiaiibHl cxeMu. Taki CXeMU J03BOJSIIOTH BIOOPA3UTH TMOCTITOBHICTh i,
CTPYKTYpPY JIOTIKM Ta 3B’S3KHM MIX KpPOKaMH aJIropuTMmy. 3aBIsSKH I[bOMY IPOLECH
MOKHA €(DEKTUBHO aHAII3yBaTH, ONTUMI3YBaTH i y3TO)KyBaTH B MeXaX KOMaH/IH.

AJNTOPUTM OIpaIIOBaHHSI «TAHKOBOTO» yMIpaBiiHHA (puc. 2.6) CKIIaJaeThes 3
TaKUX KPOKIB:

Kpok 1. OTtpumaHHs OBOPOTY KOHTpoJepa. BuzHauaeThcs MOTOUHMI 00epT
KOHTpOJIepa y MpoCTopi.

Kpoxk 2. O6unciienHs moBepTaHHs 3a BicCio Z.

Kpok 3. CtBopennst Rotator. Ha ocHOB1 00YMCIE€HOTO KyTa CTBOPIOETHCS HOBUHM
00’exT TuIy Rotator.

Kpoxk 4. BcranoBieHHst TOBOPOTY KOHTpoJiepa JJis oci X.

Kpoxk 5. IloBropHe oTpuMaHHsI MOBOPOTY KOHTposepa. Ilicins HanmamrtyBaHHS
KyTiB OoOepTaHHs CUCTEMa Ile pa3 3YUTYyE MOBOPOT KOHTpoOJepa Al KOPEKTHOTO
OHOBJICHHS JJaHUX.

Kpok 6. OtpuMaHHs BEKTOpY HampsiMy Briepea 3a 3Ha4YeHHAM Z. OOUUCTIOEThCS
HaMNpsSMOK, y SIKOMYy TpaBellb MOBHHEH PyXaTHCS — BEKTOp, IO BKa3ye «BIEpeI»

BIJIMOBIHO JI0 KyTa IMOBOPOTY.
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Kpoxk 7. lonaBannst Movement Input. [lo pyXy rpaBis qogaeThest BXia (input),
10 (PAKTUIHO 3MYIITY€ HOTO PyXaTUCS Y BKA3aHOMY HAIPSMKY.

Ha pucynky 2.6 mokazaHo cxemy ONpalioBaHHs «TaHKOBOTO» YIPABIIHHS.

Mouarok

1 v
OTpumaHHA
noBoOpoOTY

KOHTpOnnepa
ObuucneHHs
NoOBEepPTaHHA 33
occo Z

Y

3
CTBOpPEeHHA
Rotator

~4 L
BCcTaHOBNEHHA
NOBOPOTY
KOHTpOnnepa
ans oci X
5 Y
OTpumMaHHA
noBsopoTy
KOHTponnepa

76 ' n

get forward
vector
3HayeHHn Z

I

[dopnasaHHn

Movement
Input

Pucynok 2.6 — Cxema omnpairoBaHHs! « TAaHKOBOTO» YIPaBIiHHS
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Kpok 1. BinOyBaeTbcst a00 HaTUCKaHHS KJaBilll a00 TOTHUK TauCKPiHY.

Kpoxk 2. Onpa3y micns 1b0ro Big0yBaeThCs 3yITMHKA aBTOMLIOTY.

Kpox 3. Jlns knaBim, BiAOyBaeTbCs IEPEMHUKAHHS B PEXHUM PYyYHOIO
yHOpaBIiHHS, Ta iX OMpAaIIOBaHHS TOJIOBHUM TEPOEM.

Kpox 4. JIns noTtuky TadckpiHa, BiAOyBaeThCS TpPaCyBaHHS TOUYKU KKy 3a
nonomoroto pynkiii GetHitResult.

Kpoxk 5. IToTiMm #ifie MpoeKTyBaHHS TOUYKH Ha MTOBEPXHIO.

Kpox 6. Vine mepesipka, UM MOXIMBO IpPOKIACTH MApmpyT. SIKIIO TaK —
BIIOyBa€TbCSl TMEPEMUKAHHS B PEXKUM aBTONUIOTY. SIKIIO HI — BUKOHYETHCS
3aBepIIEHHS 0OPOKH Aii.

Kpox 7. Ilix yac aBTOMIOTY, NEPCOHAXX OTPUMY€E€ KOMaHAY CIIIyBaHHS IO
BU3HAYEHOI TOYKU.

Ha pucysky 2.7 300paxeH0 cXeMy aJrOpuTMy MYJIbTHMOAAIBHOTO YIIPaBIIHHS

IIEPCOHAKEM.

o s — MepemMurasHa 8 OnpausaHH’
y:l:;’:«c:ﬂa::gb a;fg;:;‘; »|  pexyM PyYHOro »| HaTMCHEHb Knasil
ke YOO ynpagnixHA knacom Pawn

TpacysaHHA
3YNUHK
LlOTVK TauCKpixy a:Tyo:moa TOUKM KKy
BTOIOTY, GetHitResult
MpOeKTYBaHHA

TOYEM Ha
nosepxH0 NavMesh
(TO4ka MoveToNv)

Big dirypu Pawn
00 TO4KM MoveToNM MOXNKE0
NPOKNACTH MapLIpyT

8
Hi / 3asepweHHs
> OnNpauwsaHHs
\ nogil
A

TaK

MepeMuranHa 8
PeXuM asToninoTy

Y

KomaHga ans Pawn
ANA CnigysaHHa oo
TOUKM MoveToNM

Pucynok 2.7 — Cxema anroputmy MyJIbTUMOAAIBHOTO YIIPABIIHHS EPCOHAKEM
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OTpumanHa
aKTOpis, Wo
HaKNapaKThCH

I

AxTOp Mae
IHTepdeic?

Tax

Y

Migknouelss no
luTepdeiicy
Interact

Y

NigknioueHHna go
MainHUD Hi

¥

BCcTaHoBNEHHA
Alanorosmx

psiakie

|
Y

Cxoeatu
DialogueBox

| ,

Pucynok 2.8 — Cxema aaroputMy B3a€MO/Iii TOJIOBHOTO MEPCOHAXKa 3 IHIITUMU

00’ exTamMu

ANTOpUTM MOJ1i B3a€EMO/IIT TOJIOBHOTO MEPCOHAXKA 3 IHIIMMHU 00’ €KTaMu (pHuC.

2.8) ckJIaa€eThCs 3 TAKUX KPOKIB:
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Kpok 1. OTpumanHsi akTopiB II0 HakjangaroTbca. Ha mpoMy erami cucrema
11eHTH(IKY€E Ta OTPUMYE CIIUCOK aKTOPIB SIK1 B3a€MOIIIOTb.

Kpok 2. YUu akrop mae inTepdeiic. SKIo Tak To HAaCTYIMHUN KPOK 3, SKIIO Hi TO
QJITOPUTM MEPEXOAUTH Oe3MOCEPETHBO 0 KPOKY «KiHeIb.

Kpoxk 3. Ilinkmrouenss ao intepdeiicy Interact. Skmio akrop mae iHTepdeic To
B110yBa€ThCA MAKITIOYCHHS (PYHKITIT B3a€MOIi.

Kpox 4. Iligkmodaenns 1o MainHUD (ocHOBHOTO ekpaHHOTO iHTEpdeiicy).

Kpok 5. BcraHoBieHHS A1aJIOTOBUX PsiIKiB. BCTaHOBIEHHS TEKCTy Mialiory
OB’ S13aHOTO 3 TOTOYHOO B3aEMOJIIETO.

Kpok 6. CxoBatu 71a0roBe BIKHO.

2.4 BUCHOBOK /10 PO3/iJy Apyroro

Y upomy po3auti Oylo po3poOJeHO CTPYKTYpy MPOTPAMHOTO MOy
KoMIT 1oTepHoi rpu Moonlight Song, 1m0 [103BOJsi€E HANAaroAWTH Ta TMOJETIIUTH
OpraHi3oBaHy pO3pOOKYy MporpamMHoro 3abesneueHHs. bylno Bu3HaAueHO, 10 Tpa
0a3yBaTUMETHCS HA «TAHKOBOMY» YTPAaBIIIHHI Ta BUKOPUCTaHH1 (JIKCOBAHUX KaMep.

byno ctBopeno UML-nmiarpaMu OCHOBHUX KJaciB, IIO JIO3BOJISIE Kpalle
CTPYKTYpYBaTH apXITeKTypy npoekty. [IpencraBieHo 3araibHy i€papxiio KiaciB 3
JIEMOHCTPAIIIEI0 MEXaHI3My CIaJKyBaHHS 1 OTHOYACHO YITKO BUIIJIEHO OKpEMI KJlacH,
K1 HE BXOAATH J0 1€l iepapxii. OmucaHo KI0YOB1 3MiHHI Ta METOJIU, SIK1 MICTSATHCS Y
BIIOBITHHAX KJIacax.

Takox Oynyd CTBOpEHI CXEMU OCHOBHHX aJTrOPUTMIB POOOTH MPOTPAMHOTO
Momyssi KoM oTepHoi rpu  Moonlight Song. Bonu npomomornu naeranbHile
CIUTAaHYBaTH Ta MpOaHaTI3yBaTH JIOTIKYy poOOTH irpoBoro mporiecy. Lli anropurmiuni
CXEMH 3HAYHO CIIPOINYIOTH TOAANBIIWNA TPOIEC TPOrpaMyBaHHS, HAJAOUd YiTKE
YSIBIIEHHS TIPO TIOCIIOBHICTD JiH 1 B3a€MOAII0 (DYHKIIIH MiXK cO00T0.

3niiCHeHHS TOMIOHMX MIATOTOBYMX KPOKIB € HAJA3BUYAWHO BAXKIUBUM JIJIS

€()EeKTUBHOTO CTBOPEHHSI KOMIT FOTEPHOI I'PHU SIK CKJIAJHOTO MPOrPAMHOTO MPOAYKTY.
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3aByacHe OMNpAIlOBaHHS AapXITEKTypH, BHU3HAUEHHS JIOTIKM B3a€MOIIi  MIX
KOMITOHEHTaMH Ta MOJICITIOBAHHS ITPOBUX IMPOLIECIB Ja€ 3MOTy c(hopMyBaTH YITKUH 1
BIIOPSAKOBAHUN TUTaH po3poOKu. Lle 103BojIsie YHUKHYTH YHCICHHUX TPYIHOUIIB Ha

MI3HIMKX eTanax po3poOKu Tpu.
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3 PEAJIIBAIIIS KOMIT’IOTEPHOI T'PU MOONLIGHT SONG 3
HOKPAIIEHUM CITOCOBOM KEPYBAHHA Y CTAJII KIIACUYHUX
Irop

3.1 O6rpyHTYyBaHHS BUOOPY IrpoBOro pyluisi Ta MOBHU NPOTrPaMyBaHHA

Jnsa peamizanii rpu Moonlight Song o6pano irposuii pymiit Unreal Engine 5.
Ockisibku Tpa po3podisierbes y popmati 3D 1ie miskoM JioriuHuid BuOip, amxe Unreal
Engine 5 nponoHye mIUpOKI MOKIUBOCTI JIsl pOOOTH 3 (DI3UKOIO Ta OCBITIICHHSIM.

Unreal Engine 5 — ne BHUCOKO (PyHKIIOHANBbHUW ITPOBHMA PYIIiH, SIKUA €
O€3KOIITOBHUM Ta HE3BAXKAIOUHU Ha 11€ MPOMOHYE BEJIMKY KiJIbKICTh IHCTPYMEHTIB JIJIst
pPO3pOOKHK 1TOp, TOMY MIAXOAUTH SIK JJISI BEJMKUX CTYAIM, Tak 1 JJIS HE3aJeKHUX
PO3pOOHUKIB.

UE 5 Hanmae MOXIMBICTh KOMOIHYBaTH Tpajulliiine nporpamyBanHs va C++, 3
CUCTEMOIO Bi3yanbHOro ckpuntinry Blueprints. Blueprints y Unreal Engine — e
MOBHOI[IHHA cHCTeMa MOOYIOBH IrpOBOI JIOTIKM Ha OCHOBI BY3JIOBOTO IHTEp(eEicy B
Unreal Editor. IlomiOHo nmo ©Oaratbox cydacHUX MOB cleHapiiB, Blueprints
MIATPUMYIOTh 00’ €KTHO-OPIEHTOBAHWM MIiAX1Jd, TO3BOJISIOUM BHU3HAYATH KIJIACH Ta
B3a€MOJI1T M1k 00’ €KTaMU T'pU. 3aBISIKH CBOI THYYKOCTI Ta 3p03YMUIOCTI, 115l CHCTEMa
HaJa€ Au3aiiHepaM MOKJIUBICTh BUKOPUCTOBYBATH IITUPOKHM HAO1p THCTPYMEHTIB SIKHIA
3a3BUYal TOCTyMHUI pO3pOOHUKAM 3 IOCBIJIOM MPOTpaMyBaHHA. A TaKOX CreliaabHa
posmiTka Blueprints, nmocrynmna B C++ peamzamii Unreal Engine, mo mo3Bosisie
mporpamictaM CTBOpIOBaTM 0a30BI CHUCTEMHU, SKIi MOXYTh OyTH pO3IIUPEHI
nu3aiiHepaMu. 3a JIOMOMOTOI0 IIMX BI3yaJlIbHMX CLEHAapiiB MOXHa pO3pOUTH
MOBHOIIIHHY TPY: B KEpyBaHHS MEPCOHAXKEM 1 00pOOKH aHIMAIIIi IO CKIIAIHOT JTOT1KH
MITYYHOTO 1HTENIEKTY, B3a€MOJIIi 3 OTOYEHHSIM Ta 00pOOKHU TOIiH.

3a3zBuyail mijg vac po3poOku irop Ha pymrii Unreal Engine 5 3acTocoByrOTh
koMOiHaiito Blueprints Ta C++, Xoua UIJIKOM MOXIHWBO CTBOPUTH TDY,

BUKOPHUCTOBYIOUH JIMILIE OJUH 13 1UX MiaxonaiB. Sk npaBuno, C++ BUKOPUCTOBYETHCS
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JUIs po3poOKK 0a30BHX 1 CHCTEMHHUX KOMIIOHEHTIB, Tofl sk Blueprints ciyrye mms
OTIHCY JIOT1KH MOBEIHKH Ta B3a€MOIIi 00'€KTIB.

Jlo Toro x, ¢GyHKIIOHAJIbHI MOKIIMBOCTI Blueprints 3HauHO mupiiri, HiXk IpoCTo
pO3pOo0Ka JIOTIKHU JTIsl aKTOPCHKUX KJIaCiB — BOHU TMOIIMPIOIOTHCS HAa BEIMKUHN TIEPEITIK
IHIIIMX KJI1aciB, cepe akux irpoBi pexxumu (Game Modes), cranu rpu (Game States), a
Takok nepcoHaxi (Characters) ta mimaku (Pawns). Kpim Toro, cucrema Blueprints
miaTpuMy€e poOOTy 3 KOMITIOHEHTaMH, Oi0iioTexkamMu (yHKIH Ta Makpocamu, IO
CYTTE€BO TMPHUIIBUAIIYE PO3POOKY Ta  CHOPOILIYE TOBTOPHE  BUKOPUCTAHHSA
HamnpaiboBaHoro koxy. Too6to, Blueprints — € BizyanbHoI0 (popmoro komyBaHHs C++,
sSIKa MOJIAETHCS Y 3p03yMIJIOMY Ta JOCTYIMHOMY BHUIIISAAI. BogHoyac mporpamMyBaHHs Ha
C++ mae OuIbIl BUCOKMM Oap’ep I MOYATKy POOOTH, TOMY IO MOTPeOye OLIbII
ITIMOOKOTO PO3YMIHHS CTPYKTYP JaHHUX, CHHTAKCUCY 1 OCHOB 00’ €KTHO-OPIEHTOBAHOIO
IporpaMyBaHHS.

[Tonpu cBotO ckiaaHicTh, C++ Mae MeBHI NMepeBaru:

e Jlerko cTBOpIOBaTM KOMIIOHEHTH, SKI MOXXHAa BHUKOPHUCTOBYBAaTH y PI3HUX
MPOEKTAX, IO CKOPOUYE Yac PO3pOOKH;

e Hanae MoxuBicTh OyAyBaTH CKJIAJHI Ta MacliTabOBaHI CUCTEMH 3 UITKOIO
apXITEKTYypOIO;

st po3pobku komm’toTepHoi rpu Moonlight Song oOpano irpoBuil pymriid
Unreal Engine 5 3 moegnanusm Blueprints Ta C++. Ockinbku rpa € 3D-npoekTom,
BuOip UE 5 € oOrpyHTOBaHMM - pyuIiii 3a0e3neuye MUPOKUN CHEKTP 1HCTPYMEHTIB

JUTs1 pOOOTH 3 TPUBUMIPHUM CEPEOBHUIIIEM.

3.2 OOrpyHTYBaHHSI BUOOPY NMPOrPaMHOI0 3a0e3leYeHHs 1JI CTBOPEHHS

rpagivyHoi YaCTUHU

3amna crBopeHHst 3D rpadiku, icHye BeIuKa BapiaTMBHICTh ITPOTPAMHOIO

3a0e3IeUeHHs, ajie BCl BOHU BIAPI3HIIOTHCS CBOEIO CKIIAJHICTIO Ta BapTICTIO.
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o npuknany, Autodesk Maya — € nmpodeciiiHUM 1HCTPYMEHTOM JIJISI CTBOPCHHS
3D-Mmoneneii, aHiMalliid Ta Bi3yallbHUX €(EKTiB, MPOTE Ma€ CKIAJAHMUNA iHTEepdeic Ta
notpelye muatHoi mignucku. 3ds Max TakoX HIMPOKO BUKOPHCTOBYETHCS y Traiy3i,
0COOJIMBO JIJIST apXITEKTYPHOI Bizyaui3allii Ta reiMIn3aiiny, aje € MeHII 3pYyYHUM IS
HOBa4KiB. ZBrush — moTyxHHIl 1HCTpYMEHT ISl CKYJABNTHHTY, SIKHH JO3BOJISIE
CTBOpIOBaTH BHCOKozAeTamizoBaHi 3D-momeni. Ilpore BiH Mae J0BOJI CKJIaJHUMN
iHTEepdEic 1 € TaKOXK TUTATHUM, III0 MOXE CTaTH IMEPEIIKOA0I IS 1HIUBITyaTbHUX
PO3pOOHUKIB a00 HEBEITUKHX KOMaH]I.

Opnieto 3 Haiikpamux ansrepHatuB € Blender — mie oaHe mmpoxo
BUKOPHCTOBYBaHE MNpOrpaMHe 3a0e3MeUeHHs, sKe N00pe MIAXOAUThH s poOOTH 3
Unreal Engine 5.

Jlo nepeBar BukopuctanHs Blender moxxHa BigHecTH:

o beskomroBHicTh. [Iporpamue 3abe3rnedeHHs He BUMarae (PiHAHCOBUX
BUTpAT a00 MpuI0aHHS IiIHCOK;

o CywmicHicts 3 Unreal Engine 5. Ilporpama mae miarpumky popmary FBX,
SAKUU € OCHOBHUM AJis iMniopty 3D-Monenel, animariii ta ckenetis B Unreal Engine 5;

o Benuka KinbKICTh HaBYaJIBLHUX MaTepiajiB, SIKI CYTTEBO CIPOIIYIOTh
MpolIeC HaBUYAHHS,

o [upoxuit  dynkuionan. [lporpama  miATpUMY€E  MOJECITIOBAHHA,
TEKCTYpPYBaHHS, PITTIHT, aHIMAIli10, CKYJIBIITUHT, PEHICPUHT Ta KOMIIO3UTHHT

Tomy B maHoMmy BWMAAKy, CEpel BCIX BHWINE IEpPEpPaxoBaHUX MPOTPAMHUX
3a0e3neueHb Oyno oopaHo Blender ansg po3poOku rpadiynoi yactunu y 3D rpi.

Takosx, 117151 TIOJIETTIICHHS POTIECY TEKCTYPyBaHHsI, y moeHanHi 3 Blender Oymo
BukopructaHo RizomUV — nporpamue 3a0e3nedeHHs K€ 3HaYHO TMOJIETITYE TPOoIec
UV-posroptku (UV-unwrapping).

Cepen HallBaXIUBIIIMX TIEPEBAr IIbOTO IHCTPYMEHTY BapTO BUIUIUTH:

o ABTOMaTH30BaHI 1IHCTPYMEHTH I PO3TOPTKH, SKI 3HAYHO €KOHOMIIATH

qac y MopiBHsHI 3 py4HOto podoToro B Blender;
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o Kontpons Han mBamu Ta po3mimieHHsM UV-oCTpoBiB, 0 3abe3neuye

Kpally sIKiCTb TEKCTypyBaHHSI.

o CywmicHicTh Ta miarpumka gopmariB s podotu 3 Unreal Engine 5 ta
Blender;
° [aTyiTHBHMI 1HTEpdEC B IKOMY JIETKO OCBOITHCh.

Ha pucynky 3.1 HaBeneHO mpHKIIa] aBTOMaTU30BaHO1 po3ropTku 3D-moxeni 3a

JIOTIOMOTO10 TIporpamMHoro 3abe3nedenns RizomUV.

Pucynok 3.1 — IIpukian aBroMatu3oBaHoi po3roptku 3D-moneni 3a

JIOTIOMOT OO0 TIporpamMHoro 3abe3nedennst RizomUV.

3.3 IlinroryBanus 3D-MoeJ1i 10 BUKOPUCTAHHSA B irpoBOMY pyurii

Immopt 3D-mozeni, ctBopeHoi B Blender, 1o irposoro pymrist Unreal Engine 5 €

OJIHUM 13 HaUOLIbIII OITUPEHUX, aJIe BOJHOYAC CKJIQJIHUX €TaIliB y MPOoleci po3poOKH
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TPpUBUMIPHUX 1rop. He3Bakarounm Ha Te, 1[0 0OMABA 1HCTPYMEHTH MMATPUMYIOThH
dopmar FBX, skuii 1 BUKOPUCTOBYETHCS A1t 0OMiHY 3D-1aHnuMu, ICHY€E psAT TEXHIYHUX
HIOQHCIB, SIK1 MOXKYTb ITPU3BECTH JI0 HEKOPEKTHOTO B1I0OpaKeHHsI MOJIEI, 11 aHIMaIIlii
a00 CKEJIETHOI CTPYKTYpH.

Opniero 3 mepmux MnpoOiaeM 3 SKOK MOXHA 4YacTo 3YyCTPITHUCh — €
HEBIJIMOBIJIHICTh MaciTady Mozeni micias imnopty B Unreal Engine 5.

Blender BuxopucToBye MeTpuuHy cuctemy, ae 1 ogunuis = 1 meTp, ane 3a
3aMOBUYYBaHHSM OflMHULA BUMipy B Blender Bianosinae omnomy cantumerpy B Unreal
Engine. Yepes 1ie Mmojens MOXKe BUIVISATH HAATO BEJIMKOIO a00 HAJATO MAJIEHBKOIO Y
cueHl. [I{o6 yHukHyTH 1l€i nmpoOnemu, nepen exkcnoptoM y Blender motpiOHO
MPaBUJILHO BUCTABUTH MacilTad (Harpukiad, BCTaHOBUTH Scale y Bkiaaii Scene Ha
0.01). Ha pucynky 3.2 HaBelA€HO HENPABUIHLHO BUCTABJICHUN MaciiTad MOEINi B

Blender.

Rotation:
X
Y
Z

XYZ Euler

Dimensions:
X 0.0101Im
Y 0.00802 m
Z 0.0176 m

Pucynok 3.2 — HenpaBwmiibHO BucTaBiieHuid Mactad mojen B Blender
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Ha pucynky 3.3 HaBeneHO NpaBWJIBHO BHUCTaBICHUM MacliTad Moneni B

Blender.

Rotation
X

z

XYZ Euler

Pucynok 3.3 — IIpaBunbHO BucTaBieHuid MaciTad mozeni B Blender

Ane ¥ TmmicIA OBOTO HAC MOXE 3yCTPITH psanx mpobiem. SKmo Momenb
cTBOproeThes y Blender 3 yHiKanbHUM CKeIeTOM, BOHA MOXKE HE OyTH CYMICHOIO 3 YK€
HasiBHUMM cKkesieTHUMH cuctemamu B Unreal Engine 5.

SIK110 MOZIENTH IMITOPTYETHCS 3 HAMIPOM BUKOPUCTOBYBATH BXKE 1ICHYIOUHIA CKEJIET
B UE 5, BaxummBo, mo6 y Blender 1i Armature mana TOYHO TaKy * CTPYKTYpPY KICTOK,
SK 1 OpUT1HAI.

VY iHIIOMY BUNIQJIKY KOJIM MU MAa€MO MOJEIb 3 1HIIUM CKEJIETOM 1 HaMaraeMmocs
3aMIHMTH ii CKeJIeT Ha BXKE HasIBHUM y MPOEKTI, MOKYTh BUHUKHYTH 3HAUH1 CKJIQTHOIIII.
[Ticns immopry B Unreal Engine 5 pyuiiii He 3aBXIM KOPEKTHO PO3MI3HAE HOBY

CTPYKTYDY, III0 MOXKE TIPU3BECTH J0 CEPHO3HUX MOMIIIOK B aHIMAIlii: KICTKA MOXYTh
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pyxaTHucsl HeTIpaBWIbHO, YaCTUHH Tijia OynyTh "pBarucs" ab0 MOJeNb B3araii MOXe
PYXaTUCh B «3aMeP3JIOMY» BUIJISIII Yepe3 BIACYTHICTh aHIMAIlIH i1 HOBOTO CKEJETY.

Ha pucynky 3.4 naBezeHo npukiaj 6aszosoro ckenery B Unreal Engine 5.

LW v
Current Screen Size: 0,959

178
17y

Pucynok 3.4 — Ilpukian 6a3zoBoro ckenery B Unreal Engine 5

Ak HarnsiAHO BUIHO, 6a3oBuii ckeneT Unreal Engine 5 naGarato ckinagHimmi 3a
CBOEIO CTPYKTYpPOIO — BIH MICTUTh BEJIHMKY KUIBKICTHh KICTOK, BKIJIFOUAIOYH OKpeMi
CEerMEHTH Il KOXKHOTO Tamblld pykK. HaromicTh BiiacHOpy4Y po3poOJIeHUil CKeneT
nepcoHaka € Habararo CIpOIICHUM, IO JA03BOJISIE JIETKO PO3POOIIATH HOMY aHiIMallii,
aJie He € HACTUIbKU THYYKHUM SIK CTPYKTYpOBaHimui ckenet [21].

Ha pucynky 3.5 HaBeieHO BIIaCHOPYY CTBOPEHMI ckeneT st 3D-momeni.
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Pucynok 3.5 — BnacHopyu cTBopenuii ckenet 1t 3D-moneni

JIns mbOoro MOKHA CKOPHCTATHUCS JIBOMa OCHOBHHUMM Imiaxonamu. Ilepruit —
BukopuctanHs Blender, ne 3a nomomorow texHiku keyframing (KiarOo4oBHX KapiB)
MO)XHa BPYYHY CTBOPHTH HEOOX1THI aHIMaIii. Y 1IbOMY IPOIIECi 3a/1al0ThC OCHOBHI
no3u, Mk skuMu Blender aBTOMaTM4HO I1HTEPHOIIOE pPyXH, (OpPMYIOUM IUIABHY
aHIMaITI1o.

Jpyruit miaxig — BUKOpHUCTaHHS BOynoBaHuX 1HCTpyMeHTiB Unreal Engine 5,
30kpema Sequencer abo Control Rig. Sequencer Hagae MOXIHBICTH CTBOPIOBATH
aHIMaIlIiHI TTOCIIIOBHOCTI MIPSIMO B PYIIIii, IO 3pYYHO JIJIsi CHHXPOHI3allii 3 1HITUMHA
enementamu cueHu. Control Rig, 31 cBoro 60Ky, 103B0JIsIE CTBOPIOBATH KACTOMHI Piru

Ta THY4YKO aHIMYBAaTH MepCoHaXka 0e3 MoTpedu eKCIopTy B CTOPOHHI IPOTPAMH.
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5’ Dope Sheet v View Select Marker Channel Key

>

Pucynok 3.6 — KnrouoBi kazipu animanii xonp0u nepconaxa B Blender

[Ticnst cTBOpeHHs MOTPIOHMX aHIMAIlli, HACTYITHUM KPOKOM € iX 1HTerparis 10
nepcoHaxy. [[ns nporo BuKopucToByeThcss Animation Blueprint - e crnemianizoBani
Blueprint, sixi kepyroTh aHIMAIII€}0 CKEJIETHOTO MEITY 1] 9ac CUMYJIALI a00 irpoBOTO
nporiecy. ['padu penaryrotbes y Animation Blueprint Editor, ne MmoxxHa moeHyBatu
aHiMallli, KepyBaTh KICTKaMM CKelleTa a00 CTBOPIOBATH JIOTIKY, SIKa BU3HAYaTHMeE
¢biHanbHY aHIMAIllIHY O3y AJI CKEJIETHOTO MEIY Ha KOXKEH KaJp.

3a 10moMOororo 1IbOT0, MOXKHA CTBOPUTH State Machine - MmoysibHa cuctema, sika
JI03BOJISIE 3aJaBaTU TEBHI aHIMAIliHI CTaHUM Ta yYMOBH IXHbOTO mepexony. Bona
NepeBaKHO BUKOPUCTOBYETHCS JIJISI 3B'SI3KY aHIMAIIIH 13 pyXOM NIEPCOHaXKa, HAITPUKJIIA],
KOJIX BiH cTOiTh Ha Micti (idle), ¥xe, O1kuTh abo crpubae [22].

Ha pucynky 3.7 naBeneno State Machine y ckimaai Animation Blueprint.
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Entry [ »
@ Idle/Walking

Pucynok 3.7 — State Machine y cknaai Animation Blueprint

3a monomMororo State Machine MoxHa CTBOPUTH OKpEM1 CTaHH, TPU3HAYUTH JJISI
KO>KHOTO 3 HUX KOHKPETH1 aHIMallii Ta HaJallITyBaTH Mepexoid Mk IMMuU cTaHamu. Lle
3HAQYHO CIPOIIY€E€ TMPOILEeC MOOYIOBH CKIAJHUX AaHIMallHUX JIOTIK, YHUKAIOUU
nepeBaHTaxeHHs: ocHoBHOro Anim Graph. Ha pucynky 3.8 HaBemeno Anim Graph

KU Kepye BIATBOPEHHIM aHIMAIIHHOTO MEPEXOAy MIXK CTAaHAMHU.

- - ’
Output Animation Pose

Velocity ) i P T Result

Pucynok 3.8 — I'pad sikuii kepye BIATBOPEHHSIM aHIMAIIHOTO MEPEX0Iy MK

CTaHaMH.

HactynmHuM kpokom e HaJlalTyBaHHS OTPMMaHHS IMIBHUAKOCTI MEPCOHAXa,
1100 KepyBaTH aHIMalli€lo 3aJIeXKHO BiJ Horo pyxy. Crioyarky MU OTPUMY€EMO CaMOTO
NepCcoHaXa, /10 SKOTO MPUB’sA3aHa aHIMAallisd, 1 IEPEKOHY€EMOCS, 110 11€ HAalll TOJOBHUN

repoit. [loTiM Mu GepemMo HOro IMIBUIKICTH PYXY, paxyeMo ii JIOBKHHY (HACKIJIbKH
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IIIBUJIKO BIH pyXaeThcs), 1 30epiraeMo 11e uucio y 3minHy Velocity. Ha pucynky 3.9

HaBezeHo HanamTyBaHHS Event Graph B Animation Blueprint.

< Event Blueprint Update Animation V¥ CastTo BP_Niain_Player

Pucynok 3.9 — HanamryBanus Event Graph B Animation Blueprint

VY pesynbrari mpaBUIIBHOI €KCHOpTallii Ta HajamTyBaHHsA mojeni B Unreal
Engine 5 Oyno ycmimHO JOCATHYTO ii KOPEKTHOrO BIJOOpPaKeHHS B ITPOBOMY

CepeOBUIIII.

3.4 Peajizanisi «TAHKOBOI0» YIPABJIiHHA Ta (PiKCOBAHOI KaMepH

dikcoBaHa KaMepa y MOEJAHAHHI 3 «TAHKOBUM) YNPABIIHHAM — L€ KJIACUYHUUN
MIIX1A 70 KEepyBaHHS TEPCOHaXXeM B TpoekTax KiHmsg 90-X, SKUl CTBOPIOBAB
cnenugiuHy KiHeMarorpadpiuHy armocdepy.

CyTHICTh IILOTO MIIXOAY MOJIATAE B TOMY, IO Kamepa (PiKCyeTbcs B 3aAaHiil
no3uilii Ha cleHl (HampukiIaa, KyT KIMHATH), HE CIIIKYIOYH JIUHAMIYHO 32
MIEPCOHAXKEM, SIK 1€ pOOUTH cydyacHa TpeTs ocoba kamepa. 3MiHa paKkypcy Bi10yBa€ThCs
JUIIE TiJT 9ac Mepexojy MK 30HaMu abo TpUrepamu, CTBOPIOIOYM KOHTPOJILOBAHY
KOMITO3HIIIIO KaJIpy.

«TankoBe» ympaBIiHHS TOJATAE Yy TOMY, IIIO TIEPCOHAXK PYXAEThCs BIepen abo
Ha3aJl BIMOBITHO JI0 CBOTO TTOTOYHOTO HAMPSIMKY, a IOBOPOT 3A1HCHIOETHCS OKPEMO —
3a JIOTIOMOTOK0 KJaBilll BJIIBO Ta BOpaBo. ToOTo, 1€ 03Ha4ae, 110 MepcoHax Oyre
pyXaTHCh BIEPENl y HAMPSMKY B SKUH BiH «JIUBUTHCS», & HE B TOMY HANpPSIMKY SIKAN

301ra€eTbes 3 BEKTOPOM KaMEPH.
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[ToeqnanHs ITUX JABOX €JIEMEHTIB JIO3BOJISAE JIOCSITTH TMEBHUX JHU3AaHHEPCHKUX

LJIEH:
o KoHTponb Hal KOMIO3UITIEIO — CTBOPEHHS IMEBHUX HACTPOIB;
o AKIIEHTYBaHHS YBarv TpaBIlsl HA IEBHUX JIETAJIAX;
o 3HU3UTH HAaBAaHTAXCHHS HA PEHJIEPUHT, OCKIJIbKU HE MOTPIOHO 00po0IIsITH

BCE OTOUCHHS;
st crBopeHHs (ikcoBanux y rpi Moonlight Song, Oyino BukopHCTaHO
Blueprint-cucremy Ha ocHoBI TpurepiB. Ha pucynky 3.10 300pakeHO HajlalTyBaHHS

JIOT1KM aKTUBalli (PiKCOBaHOI KaMEpH.

"® Onfixed Cam Overlap

© Event BeginPlay k % Branch
B ———————————— True [ e—
condition Faize [ Target [sofl
ry ]srév;;la;;pmq Actor
Target

J Get Player Character Zoid

& On Component Begin Overlap (Box) & On Fixed Cam Overiap
9

L Branch
e

F Get Player Character

ayer ndex |

Pucynok 3.10 — HanamryBaHHs JIOTiKM aKTHBAIlil (P1KCOBAHOT KaMepH

Event BeginPlay — nie mojisi, sika BUKJIMKA€TbCSI aBTOMAaTUYHO OJIMH pa3 KOJIU
«aKTOP» CTBOPIOETHCS a00 3ammycKaeThes Ha crieHl. Ha BepxHboMy (pparMeHTi pUCyHKy
3.10, 300paxkeHo, 110 MM Yac 3amycKy I'pu BiiOyBaeThcs 3arpuMka Ha 0.5 cexyHn,

MICJI YOro BiOyBaeThbCs TMEpEeBIpKa YW TMEPCOHAX TpaBIlsd BKe IepedyBae B 30HI
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kamepu. Skimo Tak — BuKIuMkaeThes noais On Fixed Cam Overlap, sika Bianosigae 3a
aKTUBAIIIIO TIEBHOT (hikcoBaHOT Kamepu [23].

Ha HmwxHbOMY X (pparmeHTi oOpoOmsieTbest quHaMivHa noaisi On Component
Begin Overlap (Box). To6To kxomu rpaBeib BXOAUTh Y 30HY 3a SKYy BIAMOBiTa€ iHIIA
KaMmepa, TO BiI0yBa€ThCs IEPEBipKa, YU 00’ €KT, 1110 BUKJIMKAB MO0 € TPABIIEM, 1 SKIIO
IIe TaKk TO BiOYBa€ThCA MEpexia JO 1HIIOI KaMepHu sKa BIAMOBiAae 3a 1o 30HY. Lle
3a0e3neuye MmIaBHE MePEMUKAHHS MK KaMEPaMH.

Ha pucynky 3.11 HaBeneHO «30HU» (hIKCOBAaHUX KaMep.

Pucynok 3.11 — «30Hu» (hikcoBaHUX Kamep

[licns HamamTyBaHHS JIOTIKA TEPEMUKAHHS MIX (DIKCOBAaHUMH KaMepaMu,
HACTYITHAM KPOKOM € HAaJIAIITYBaHHS CHCTEMH KepyBaHHS. /[ po3poOKH cHCTeMH
kepyBaHHs 3a gomnomoror Enhanced Input, crBoproerses Input Mapping Context B
SIKOMY BU3HAUal0Th yc1 HeoOX1/1H1 Aii yrpasiniHHs nepconaxem. Koxxen Context MoxkHa
aKTUBYBaTH a00 JE€aKTUBYBaTH IMHAMIYHO B 3aJI€KHOCTI BIJ CHUTyallii B Ipl —

HaMpUKIIaJ, y MEHIO, B 001i0BOMY pexxumi abo mija yac KepyBaHHS TpaHCTIOpPTOM [24].
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Ha pucynky 3.12 HaBeneHo niBy yactuHy Blueprint-cuctremu mnepemimieHHs

IpaBL.

Movement Input
Left/Right

7 Set Control Rotation
& EnhancedinputAction IA_Move

¥ GetControl Rotation
3 . GetPlayer Controller

}

Addpin ® Addpin ®

Pucynok 3.12 — Jlia yactuna Blueprint-cuctemu nepemiiieHHs rpaBLs

J7is HamamTyBaHHS YIIPaBIIiHHSA BIIIBO Ta BIPaBO CMOYATKy BUKOHYIOTHCS TakKi
mi:
o Enhanced Input Action: IA Move — BUKOPUCTOBY€TbCA ISl YATAHHSA

JIBOBUMIPHOTO BEKTOpa. 3HaYeHHs X BIAMOBIJIa€ 32 PyX BJIIBO Ta BIPABO, Y 3a BHEPEN

Ta Ha3aj
o Get Control Rotation — oTpuMyeTbcsa MOTOYHUI 00€pT;
o Orpumanuii HoBuii Rotator nepemaetscsi y Set Control Rotation,

3MIHIOIOYM KYT OIVISIAY KOHTpOJiepa, TOOTO 3MIHIOEThCA HAMPSIMOK, Y SIKUH MEePCOHAK
«IUBUTHCS JTULEM.

[Ticas uporo e HanamTyBaHHS YOPaBIiHHS BIEped Ta Ha3ajl, A€ 3HOBY
orpumyeThest Get Control Rotation, 1 mOTIM Ha OCHOBI1 KyTY TOBOPOTY 110 BEpTUKAIbHIN
o4l BU3HAuUa€eThCs BekTop Hampsimy Brepen (Get Forward Vector). I Add Movement
Input — nonae pyx y LbOMy HamlpsMKy.

Ha pucynky 3.13 naBeneHo npaBy yactuHy Blueprint-cucremu nepemiiieHHs

rpaBL.
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Forward / Backward f Add Movement input

F GetControl Rotation

" GetForward Vector

Pucynok 3.13 — IIpaBa yactuna Blueprint-cuctemu nepemilieHHs rpaBLs

Takox BapTO 3a3HAUUTH, IO 1]l YaC HaJAIITYyBaHHS (DIKCOBAHOI KaMepu, Oy
BukopuctaHo Cinematic Camera (16:9 DSLR), sika Mae Ounbiiuii BUOip HajlamTyBaHb
Ta JI0NoMarae JOCsATTH KiHemarorpadigHoro kaapy, 3amicth 3Buuaiinoi Camera (16:9
Film) sixy nponionye Unreal Engine 5 na nouatky. Ha pucyHnky 3.14 HaBeZieHO OTOYHI

HaJlallTyBaHHS Kamepu [25].

Current Camera Settings

Filmback

Settings

Crop Settings

Current Focal Length 29,330862

Current Aperture 28
Current Focus Distance
Current Horizontal FOV

Advancers
Advanced

Pucynok 3.14 — HanamryBanus Cinematic Camera
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I Takoxx Oyno ctBopeHo edekt Low Resolution mist 6utbin armocdhepHOro
Bursiay, depe3 Post Process Volume. Ha pucynky 3.15 300pakeHO HajamTyBaHHS

Mmatepiany Low Resolution.

Pucynok 3.15 — HanamryBanus matepiainy Low Resolution

Ha pucynky 3.16 306paxeno Burisan edexry y rpi Moonlight Song.

Pucynok 3.16 — Bursag edexry y rpi Moonlight Song
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3.5 Peanizanisi MyJIbTUMOJAJIBLHOTO YIIPABJIIHHS MEPCOHAKEM

[Ticns  peamizaiii «TaHKOBOTO» YIPaBIIHHS, TakKoX OyJ0 peari30BaHO
yOpaBIiHHSA 3a JOMOMOTOI0 aBTOMAaTHYHOTO TMEpPEMIIIeHHs (aBTOMLIOT), SIKe
aKTUBYBAJIOCh MPH JIOTUKY Ha €KpPaHI.

Ile Oyno peanizoBano 3aBusku AlController — cnemianbHOMY KOHTpOJIEpY
mry4gHoro iHTenekty B Unreal Engine 5, sikuii 103BOJIsIE KEpyBaTH TIEPCOHAKEM Yepe3
JIOTIKy aBTOMAaTH4HOTIO PYXY.

OcHoBHa JioTiKa aBTONUIOTY Oyna pearnizoBaHa y kiaci AAutoMovePawn. I1ig
yac JOTUKY N0 eKkpaHy BHUKJIHMKaeTbcsi OnlnputTouchBegin — skuil BusiBisie micue
notuky. Slkmo HaruckaHHs BusBieHo (uepe3 GetHitResultUnderFinger), To
BHU3HAUYAIOTHCSI KOOPJIMHATH Ha CLIEH1, Ky OyB 311MCHEHUI TOTHK.

Hani ui koopauHatu npoektyroThes (ProjectPointToNavigation) Ha HaBiramiitHy
CiTKy 3a jgomoMorotro HasiramiiiHoi cucremu (UNavigationSystemV1). Axmo
KOOpJIMHATH JIOCTYIHI JJISI PyXY, TO BUKIUKaeThcsa ProcessAutoMove, skuii Bxke
1HILIIOE PyX MEPCOHAXKA IO 0OPAHOI TOUKH.

ProccesAutoMove — ctBoproe 3amut FAIMoveRequest, y sikomy BKa3yeTbCs
koopauHata npusHaueHHs — SetGoalLocation Ta AcceptanceRadius — paniyc
NPUHAHSATTS, MICIISI JOCATHEHHS SIKOTO BBAKATUMEThCS, 110 MIEPCOHAXK MPUOYB y oOpaHe
Miciie. Jlami 3anuT Ha nepecyBaHHs niepeaaeThes yepe3 MoveTo y AlController.

Taxox, 1751 3py4HOr0 Ta THYYKOTO KepyBaHHs, OyJl0 peani3oBaHO MOXIIMBICTb
NepepuBaT aBTOMIOT Y OyAb-SIKUH MOMEHT PYXY 3a IOIIOMOTOI0 PYYHOTO KEPyBaHHSI.
Bbynp-skuii pyx BOIK M Boepen abo Hazan Bukinkae meton (StopAutoPilot), sikuii
synuHsie noroune 3aBnanHs AlController Ha mepemimieHHs 1 BUMHUKA€E aBTOIILIIOT,
HA/IAI0YU KOPUCTYBauy YIPaBIiHHS B CBOI PYKH.

[ToemnaHHS IUX JBOX CIIOCO0IB KEPYyBaHHS MEPCOHAXKEM — € IOCUTH 3pyUYHUM Ta
NOTPIOHMM Cy4YacHHM IrpaM YIOCKOHAJCHHSAM, aJKe IO3BOJISIE JIETKO KEpyBaTH

MePCOHAXEM SIK TPaBISIM Ha MOOIJILHUX MPUCTPOsX, Tak 1 Ha PC abo KoHCOIIAX.
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3.6 TectyBanHs1 po0OTH NPOrpPaMM TA aHAJII3 pe3yJbTATIB

TecTtyBaHHS IpH € 3aBepIIAIEHIM €TalloM PO3pOOKH. Y mpolieci CTBOpeHHs OyIio
3aiiicHeHo 50 TecTOBHX 3amyCKiB JIJIsl IEPEBIpKU poOOTH BIIPOBAKEHUX (PyHKIIIN Ta
BUSIBJICHHSI MOKITUBUX TIPOOJIEM.

[Tpu 3amycky rpu, Hac oapasy 3yCTpidae TOJIOBHHM Tepoil KU 3HAXOAUTHCS
cepen JicoBoi MicieBocTi. DikcoBaHa Kamepa oapasy (iKcye MmepcoHa)ka BCepeauHi

3oHu. Ha pucynky 3.17 300paxeHo pparMeHT mo4aTrky rpu.

PucyHok 3.17 — @parmMeHT noyaTky rpu

KepyBanHs ompa3dy mnepexoauTh OO TpaBIil, 1 OylIO CIPOEKTOBAHO BOHO
BIIOYBa€TbCA 32 MPUHUUIIOM MYIBTUMOAQIBHOIO YIPABIIHHS, TOOTO MOXKe
BimOyBaTuch 3a pomnomororo kiaBim «WASD» abo noTuky TauckpiHy. Y rpi
MIITPUMYETHCS TAKOXK KEPyBaHHS KOHTPOJIEPOM Bif cepii Xbox Ha JBHIA CTIK.

[Tonopoxyrouu J1icoM, Halll TOJIOBHUM T'epoil 3yCcTpiyae MPUBITHA MICLIEBICTb, 1€
BiH MOXe miaiOparu sk rapOy3, Tak 1 jixrtap. [ns B3aemomii 3 mpeaMeToM moTpioHO
HaTUCHYTH KinaBimy «E» Ha knaBiatypi, abo «A» Ha koHTposiepi. Ha pucynky 3.18

300paxkeHo )parMeHT B3aEMO/IIT 3 TpeAMETaMHU Ta BU/I MEPIIoi (hiKCOBAHOT KaMEpH.
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You picked up the following item: Pumpkin!

Pucynok 3.18 — ®@parMeHT B3a€MO/ii 3 IPEAMETOM Ta BUJ MEPLIOi (PIKCOBAHOI

KaMmepu
[Ipu noganbIIOMy AOCIIKEHH] JIICY, TOJIOBHUN Tepoil 3HAXOAUTh KOTUKA, IKUN

Ipu B3aeMOJIIi 3 HUM, Befe cebe mocuTh migo3pino. Ha pucynky 3.19 HaBemeHo

(dbparMeHT B3aeMO/I1i 3 KOTOM Ta BUJI APYTOi (PIKCOBAHOI KaMEPH.

Hello traveller! How are youv today?

| mean...miaaaav miaaaaaav

Pucynox 3.19 — ®parmeHT B3aeMO/Iii 3 KOTOM Ta BUJ APYToi GiKCOBAHOT KaMepHu



65

Takox, o A0p031 B IIIMOMHU JIICY, MOXKHA 3HAWTU TaJIIBUHY JI€ BIJIIOYUBAE
TIBYMHKA 1 e OoAuH KOTWUK. [Ipm B3aemomii 3 AIBYMHKOIO, Ta HATIKHE IO BOHA
JIOCTATHBO TOJI0/IHA 1 il XOTUT0Ch Ou rpubouka. Ha pucynky 3.20 HaBeneHo ¢parMeHT

IIPUMHATTS KBECTA.

| am so hungry"!

| would like something to eat...
Something like a mushroom...
Hmmmmmmm

Pucynok 3.20 — ®parMeHT NpUUHSTTS KBECTY

[Ticnst bOro, TOJIOBHUM Tepoil MaTUMeE 1€ MOKJIMBICTh 1€ MOPO3MOBIISTH 3
IHIIMMH TiepcoHakaMu. Jlo MpuKiaay, KOTUK 3alUTae TOJOBHOTO MEPCOHAXKa UM HE
0auuB BiH NOOIM3Y Horo Opara i MOCKapKUTHCA HaM Ha Horo BicyTHICTh. Ha pucyHky

3.21 HaBeneHo (hparMeHT J1ajory 3 KOTOM

b
<
¥

Have yov seen my twin brother?
He shovld be somewhere in this forest...This Larry...
When | catch yov!!

Pucynok 3.21 — ®dparmMeHT a1ajory 3 KOTOM
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Takox, Trepoit MaTUMe MOMJIUBICTh MPUHECTH TPUOOYOK JiBYHMHIII, TOIITYKABIITH
fioro cepen sicoBoi MiciieBocTi. Moro MoxkHa Oyzie 3HalTH Opyd 3 TUBHUM KoToM. Ha

pUCYHKY 3.22 300pa>keHO ()parMeHT Ipoliecy BUKOHAHHS KBECTY.

Pucynok 3.22 — @parMeHT nporecy BUKOHAaHHS KBECTY

Bignaicum rpu6odok, AiBYMHKA TpUHME HOTO Ta BIAISYUTH TOJIOBHOMY Ieporo 3a

roro nonomory. Ha pucynky 3.23 300paxkeHo (pparMeHT (piHaJIbHOTO 3aBEPILECHHS IPU

Oh! A mushroom!
Thank yov very much!
Nom Nom Nom
Deliciovs! :D

Pucynok 3.23 — ®parmeHT (piHAIBLHOTO 3aBEPIICHHS I'PU
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Otxe, po3pobieHa rpa Moonlight Song ycminHO mpoifiia TeCTyBaHHS Ta
BiJIMTOBIIa€ BCIM 3aITaHUM BHMOTaM.

ITix yac po3poOku OyJI0 BUKOHAHO TakKi 3ajaui:

- HanamrroBano cepenoBuie po3pooku irposuii pymiit Unreal Engine 5 mis
po6otu 3 3D rpadikoro;

- Po3po0bneno rpadgiuny yacTuHy Ipu y nporpaMmHomy 3abesmnedeHi Blender Ta
RizomUV.

- IligroroBneno 3D-moxens 1o Bukopuctadds B UE 5;

- Po3pobneno «rankoBe» yrpaBiiHHS Ta (IKCOBaHI KaMEpH;

- 3piiicHeHo tectyBaHHsA rpu Moonlight Song.

[TopiBHtotOUM Tpy 3 iHIIMME 3D 1HII-IPOEKTAMU

Takox Oys0 TpOBEIEHO MOPIBHIHHS PO3pOOJICHOTO MPOTPAMHOTO MPOAYKTY 3

nBoMa 3D-mpoekTamu 3a KJIIFOUOBUMHM acniekTamu. Y Tabmuil 3.1 mogaHo pe3ynbratu

MOPIBHSIHHS MTEBHUX ACTICKTIB aHAJIOTIB Ta PO3POOICHOTO MPOrPAMHOTO IIPOIYKTY.

Tabmums 3.1 — PesynbTaTy NOPIBHSHHA TI€BHUX AacClEKTIB aHAJIOTIB Ta

PO3p0OJIEHOT0 MPOTPAMHOTO MPOAYKTY

Po3po6rnena | Crow Country | Fears to Fathom
rpa
MynbTUMOIabHE YIIPABIIIHHS + + -
beskomroBHa rpa + — +
dikcoBaH1 Kamepu + - _
[TinTpMKa KOHTpoJsiepa + - _
Onrumizamis misa ciaadkux 11K + — _
Po3po6neno na Unreal Engine 5 + — +

[IpoananizyBaBIu 111 irpH, iX MOXKHA OITUCATH TaK:
- Crow Country Big po3pobnuka SFB Games — TpuBuMipHa rpa 3

eneMeHTtamu  survival  horror, Bi3yanpHMII  CTHIb  SKOI  BHUKOHAHUH Yy
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MaJIONoJIIrOHAILHOMY (OopMari Ta CTHIIICTHUIIl PeTpo 3 €(PEKTOM HU3BKOI PO3IiIBHOT
3natHOCTi. [loeqHye (ikcoBaHi KamMepu 3 MyAbTMMOAAIBFHUM YIPABIIHHAM Ta Mae
MIJITPUMKY KOHTPOJIEpiB [26].

- Fears to Fathom Big inmi-po3poOnuka Rayll — TpuBuMmipHa rpa xaHpy
kKaxiB, CTBOPEHA y CTWJIl «peajbHOi 1CTOpii» Ky HaM pO3IOBi/Ja€ TOJIOBHUN Tepoil.
VYrpaniHHsA BigOyBaeTbCsl BiJ MEPIIOTo JIMI 1 MOEAHYE MiKCeNi30BaHy rpadiky 3
edexkTaMu, CTBOPIOIOYH aTMOoC(epy HaMpyKEeHOCT1 [27].

OT1xe, MPOTECTYBABIIM MPOTPAMHUN MPOJYKT, Ta MpoaHaTi3yBaBIIM HOTO 3
aHajoramMu, MO)XKHa JIATH BHUCHOBKY, IO IUN SKi OyldM ITOCTaBJICHI Ha IOYATKY,

YCHIIIHO JOCSATHYTO.

3.7 BUCHOBOK /10 PO31i/ly TPETbOI0

Y nmanomy posnuti Oyno oOrpyHTOBaHO BHOIp ITPOBOTO pYIIis, a TaKOX
MIPOAHAII30BaHO BHUOIp MPOTPAMHOTO 3a0€3IMEUYEeHHS JJisi CTBOPEHHA TpadiyHOi
yacTUHU Tpu. byno omsiHyTo Taki nporpamu sk Autodesk Maya, 3ds Max, ZBrush Ta
Blender. Tako>x Oynu mpoaHaltizoBaHi 0COOJIMBOCTI ITPOIIECY PO3POOKH.

VY pe3ynbTari NpoBEIEHOr0 aHai3y AJid po3poOKU Oyio 00paHo IrpoBUid pyIIIiit
Unreal Engine 5 3 nmoeqHaHHSAM CHCTEMHU Bi3yallbHOTO mporpamyBaHHsa Blueprints Ta
C++. Unreal Engine 5 € ogauMm 13 HaliCy4acHINIMX 1 TOCTYMHUX PYIIiiB, 110 3a0e3meuye
IIUPOKI MOXKIMBOCTI JUIsl CTBOPEHHS TPUBUMIPHUX 1rop. [{o Toro *, 3aBISKu cucTEMI
Blueprints, meit pymiiii 103Bosisie po3poONSITH Irpy HaBITH 0€3 TIMOOKUX 3HAHb
porpamyBaHHS.

Jns rpadiunoi yactuau oOpano Blender y moennansi 3 RizomUV, Tomy 110 11e
nporpamMHe 3a0e3MedYeHHs] Ma€ HECKJIaJAHUM 1HTepdeic, BeMuKuil (yHKIIIOHAN Ta
3py4HicTh Y BUkopucranti 3 UE 5.

Bbyno miaroroneno ta HanamroBano 3D-moaens Ta ii CKeleT A0 MOJalIbLIOro

BUKOPHUCTAHHS B IPOBOMY PYIIIii, 3aMICTh 0230BOTO CKEJETY.
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Takoxx Oyi0 po3po0JEHO CHCTEMY «TaHKOBOTO» YMpaBIiHHA Ta (PiKcoBaHi
KaMmepu, 3a JOMOMOTOI0 SKUX MOXHa CTBOPHTH KiHematorpadiuny artMmocdepy.
Honano edpext Low Resolution Ha kamepy.

byno mpoBeneno tectyBanHs rpu Moonlight Song. ¥ pesynbsTaTi 3po0ieHO
BHCHOBOK, III0O BCl OCHOBHI MeXaHIKM Ta (QyHKIii Oyno peanizoBaHo. Po3pobneHmuii
pOrpaMHUI MPOIYKT Ma€ MOKpAIICHUH (YHKITIOHAT MOPIBHIHO 3 aHAJIoramMu Ha 4
MO>KJIMBOCTI, @ came: MOEJIHAHHS JBOX MEXaHIK y Tpl, BAKOHAHO Yy aHPi «3aTHUIIIHA

rpay», BIZICYTHICTh OariB, MATPUMKA relMIany.
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BUCHOBKMU

VYci nocraBneHi 3amaqi s peanizailii koM totepHoi rpu Moonlight Song
Oyni BUKOHaH1 y IOBHOMY 00Cs31, a caMe:

1. IIpoBeneHo aHami3 mpeaAMETHOI 00J1acTi, iCHYyIOUHX irop y xanpax 3D, irop 3
pI3HUMM BHUJAMHM yIOpPaBIiHHS, METOJIB peami3aiii Ta OOIpyHTOBAHO
JOLLUTBHICTH PO3POOKH;

2. CmpoekToBaHO KOMII 10TepHY Tpy Moonlight Song 3 mokpaiieHuM cnoco6om
KEpyBaHHA B CTUJIl KIIACUYHUX;

3. PeanizoBano koM’ oTepHy rpy Moonlight Song 3 mokpaiieHuM cnocooom
KEepyBaHHA B CTWJII KJIACMYHMX 1rOp 3a J0MomMororo irposoro pymris Unreal
Engine 5;

4. BukoHaHO TeCTyBaHHS MPOTpaMH Ta MPOaHaIi30BaHO OTPUMaHi pe3yIbTaTH;

5. Po3po6iieHo 1HCTPYKITiF0 KOPUCTYBayYa.

Jist po3poOku BUKOpUCTOBYBaBca 1rpoBuid pymid Unreal Engine 5 3
BUKOPHCTAHHSIM CUCTEMU Bi3yalbHUX ciieHapiiB Blueprint Ta C++. Bin Mae mupokwii
(GyHKII0HAN 711 pOOOTH 3 TPUBUMIPHUMHU MPOEKTAMHU.

Just rpadiuHOi 4YacTUHM OyJ0 BHUKOPHUCTAHO OE3KOLUTOBHE MPOrpamMHe
3abe3neuenHs Blender y mnoemnanni 3 RizomUV, sxuii Hagae pi3HOMaHITHI
IHCTpYMEHTH 11t poboTH 3 3D-moaensimu nepen ix ekcnoprartieto B UE 5.

Po3pobnenwnit mpoxykT OyB yCIIITHO MPOTECTOBAHUM 1 TIOPIBHIHHUHN 3 irpaMu
aHajoramu. PoOoTra BHKOHaHa 3T1IHO BUMOI Ta METOIMYHHUX PEKOMEHJAIIM 00
MIJrOTOBKM OakanaBpChbKUX KBai(ikamiiHux pooit [28].

Merty pobGoTtu Oyiio HOCATHYTO 3aBIsKu po3poOiii rpu Moonlight Song, B sikiii
OyJlo  TOKpamieHO Ccrhocid  KepyBaHHs, SKUM  3a0e3nedye  MOXKIMBICTD
MYJIbTUMOJIAJIBHOTO YIIPABJIIHHS PYXOM MEepCOHa)Xa Ha pi3HUX MaTdopmax.

OTtxe, po3pobaeHa rpa Moonlight Song 3 mokpaiennM crmoco6oM KepyBaHHS B

CTHJI1 KJIACHYHMX 1MOp BIATIOBIJA€ 3aITaHUM BUMOTaM.
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JNOJATOK A
NPOTOKOJI NEPEBIPKN KBAJIMIKALIMHOI POBOTH

Hassa pobomu:_Komn'lotepua rpa Moonlight Song 3 MokpaiienuM crocodoM
KEPYBAHHA B CTHIIL KITACHYHUX irop

Tun poGoTu: Gakanaspcbka kpanidikaiiitna pobora
. ) (Gaxanaspchka kpanidikauiiina poGora / Maricrepcska kpasiikatiina pobora)
ITiaposain Kadenpa kom’1oTepHUX HAYK

(xadenpa, paxynsrer, HapuansHa rpyna)

KoeditieHT momi6HOCTi TeKCTOBMX 3amo3uueHb, BUABIEHHX Y poboTi
cucremoro StrikePlagiarism __ 0,72 %

BHCHOBOK 10110 mepeBipku kBaidikauiitnoi po6oTH (BiAMITHTH noTpi6He)
£ 3ano3uyeH s, BUSIBIEH] y Po6oTi, € 3aKOHHMMHU 1 He MICTATH O3HAK niariary,
¢abpukauii, hanscudikauii. Po6oTy npuitHATH 0 3aXUCTY

L]V po6ori He BusBneno osmak mnariaty, dabpukauii, pamscndiauii, ame
HaJIMipHA KiTbKICTh TEKCTOBHX 3almo3udeHb Ta/a00 HajABHICTh THIOBHX
PO3pPaxyHKIB HE NO03BOJNAIOTH NPUNHATH pillleHHA MPO OpUIIHAIBHICTE T4
CaMOCTIMHICTB 11 BAKOHAaHHA. PoOOTy HanpaBuTH Ha JOONpPALIOBaAHHA.

Oy poOOTi BUSBJIEHO 03HAKHM IJIariaTy Ta/a60 TeKCTOBUX MaHiITy AL K cpod
YKPHTTA muiariaty, ¢abpukauii, anscudikauii, mo cynepeduTs BHMOTaM
3aKOHO/IABCTBA Ta HOPMaM aKaJeMidHOi J0OPOYECHOCTI. Po6oTa /10 3aXUCTY HE
IPHITMAETHCA.

ExcnepTHa KoMicis:

SApoBuii A.A., 3aB. kadg. KH

(npi3BuuLe, iHiLiany, nocaza) (mianuc)
Konecuuupkuii O.K., npod. kadh KH
(npi3Buie, iHiliamM, mocazna) T HC)
Ocoba, BiANOBiaTBHA 33 IEPEBIPKY A] Ozepancekuit B.C.
T (mrigmuc) (nmpizBue,

HIIiaIH)

3 BUCHOBKOM EKCIIEpPTHOI KoMicii 03HaloMIeHuii(-Ha)

Maniniy LIT.

(npispuiue, iHiniany, nocana)

KepiBHukK

(manuc)

3106yBay 574/’ [Momimyx A.l.

(ﬁmmc) (npizBue, inimiamm)
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Pucynox b.1 — [Ipukinan Bukopuctanus MajomnoiironaisHoi rpadiku B Resident Evil
1(1996)

Pucynox b.2 — Ilpukian BUkopucTaHHs 6aratonoimiroHaabHOI rpadiku B peMactepi
Resident Evil 1(2002)
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Pucynox b.3 — Ilpukiian Bukopucranus ctuiizoBanoi 3D rpagiku y Rental

Pucynok b.4 — [Ipuknan ciiikytouoi KaMepu 3 «TAHKOBUMY yTpaBiiHHAM y 3D-rpi
Silent Hill 3
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Pucynok b.5 — Ilpukian ¢ikcoBaHOI KaMEpH 3 «TAHKOBUM» YIIPABIIHHAM Yy TPl
Resident Evil Code: Veronica

Pucynok b.6 — Ilpuknaz 3 BurisaoM Bij nepioi ocodu y rpi Cyberpunk 2077
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Pucynox b.7 — Ilpukian 3 BUrIsA0M Bi TpeThOi 0coOu y pemeiiky rpu Resident Evil

PP_PostProcessVolume

M_Map

Y

GM_Gamemode

BP_FixedCamera

Input Mapping
context

A

Y

BP_MainPlayer

4
WBP_MainHUD
A

WBP_DialogueBox ]

A
‘ |_interact |=
A

BP_NPC_Cat

BP_NPC_BASE

A

BP_NPC_Girl

v

BP_PickUp_Pumpkin ]

BP_PickUp_BASE ]4

H{ BP_PickUp_Lamp

A

[BP_PickUp_Mushroom}

Pucynok b.8 — 3araneHuii 1aH rpu




BP_PickUp_BASE

+ StaticMesh
+ DefaultSceneRoot

+ Interact()

+ getPicked()

[

|
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BP_PickUp_ Mushroom BP_PickUp_Lamp BP_PickUp_Pumpkin
+ StaticMesh + StaticMesh + StaticMesh
+ DefaultSceneRoot + DefaultSceneRoot + DefaultSceneRoot
+ textLine + textLine + textLine
+ Interact() + Interact() + Interact()
+ getPicked() + getPicked() + getPicked()
Pucynox b.9 — UML-giarpama kiaciB Jj1st IpeIMeTiB
BP_NPC_BASE
+ StaticMesh
+ DefaultSceneRoot
+ Interact()
4
[ |
BP_NPC_Cat BP_NPC_Girl
+ StaticMesh + StaticMesh
+ DefaultSceneRoot + DefaultSceneRoot
+DialogueLine +DialogueLine
+ Interact() + Interact()

Pucynoxk b.10 — UML-niarpama knacis qyist NPC-niepcoHaxin



HamuckasHs
xnasiw WASD

3ynuska
astoninory

MepemMuranHa 8

3ynuHka
asroninory

LloTuK TauCKpiHy

PEXUM PYYHOrO
yNpasniHHA

OnpausaHHa

TpacysasHa
TONKM KKy
GetHitResult

Pucynok b.11 — Cxema anroputmy MyJnbTUMOJAIBHOTO YIPABIIHHS NEPCOHAXKEM

!

MpoeKTy2aHHA
TOYKM HA
nosepx=i NavMesh
(Touxa MoveToNM)

Big dirypu Pawn

A0 TouKy MoveToNM MOXNUED

NPOKNacTH MapwpyT

HaTUCHEeHb KNasiw
xnacom Pawn

A
i / 3aseplueHHA

MepeMuranHa 8
pexuM 3sTONINOTY

4

Komaxaa ans Pawn
ANA CNigysaHHA A0
TOUKM MoveToNM

y

ONPaUBaHHA
noaii

A

L

3
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Movarok

1
OTpuMaHHA

noBOpoOTY
KOHTpONnepa

[
-2 g

ObuucneHHn
NnoBepTaHHA 33
occw Z

|
Y

3
CrBopeHHs
Rotator

- 4 '
BCTaHOBNEHHA
NoOBOPOTY
KOHTpOnnepa
ans oci X

-

OTpuMaHHsa

NoOBOPOTY
KOHTponnepa

6
get forward
vector
3HaJYeHHn Z

—
[dopnasaHun

Movement
Input

Pucynok b.12 — Cxema omnpaliiroBaHHsI «TAHKOBOTO0Y» YIIPaBIIIHHS
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Pucynok b.14 — HanamryBaHHs JOTIKM akTUBalli (ikcoBaHOI KamepH

84
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You picked up the Following item: Pumpkin!

Pucynok b.15 — ®parmeHT B3aeMoii 3 MpeIMETOM Ta BUJ NepIioi GpikcoBaHOI
Kamepu

>

Hello traveller! How are you today?

| mean...miaaaav miaaaaaav

Pucynox b.16 — ®@parmeHT B3aeMoii 3 KOTOM Ta BU APYToi PikCOBAHOT KaMepH



| am so hungry!!

| would like something to eat...
Something like a mushroom...
Hmmmmmmm

PucyHok b.17 — @parMeHT NpUHHATTS KBECTY
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JIOJIATOK B
JIICTHHT IPOTPAMHOTO KOJTY

#include "AutoMovePawn.h"

#include "GameFramework/PlayerController.h"
#include "AlController.h"

#include "NavigationSystem.h"

#include "DrawDebugHelpers.h"

AAutoMovePawn::AAutoMovePawn()

{
PrimaryActorTick.bCanEverTick = true;

bIsAutopilotEnabled = false;

void AAutoMovePawn::BeginPlay()

{
Super::BeginPlay();

void AAutoMovePawn::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

void AAutoMovePawn::SetupPlayerInputComponent(UInputComponent* PlayerInputComponent)

{

Super::SetupPlayerInputComponent(PlayerInputComponent);

PlayerInputComponent->BindAxis("MoveForward", this, &AAutoMovePawn::MoveForward);
PlayerInputComponent->BindAxis("MoveRight", this, &AAutoMovePawn::MoveRight);
PlayerInputComponent->BindTouch(IE_Pressed, this, &AAutoMovePawn::OnlnputTouchBegin);

void AAutoMovePawn::MoveForward(float Value)
{
if (Value != 0.0f)
{
StopAutopilot();
AddMovementInput(GetActorForward Vector(), Value);
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void AAutoMovePawn::MoveRight(float Value)
{
if (Value != 0.0f)
{
StopAutopilot();
AddMovementInput(GetActorRightVector(), Value);

void AAutoMovePawn::StopAutopilot()
{
if (bIsAutopilotEnabled)
{
AAIController* AlController = Cast<AAIController>(GetController());
if (AIController)

{
AlController->StopMovement();

}
bIsAutopilotEnabled = false;

void AAutoMovePawn::OnlnputTouchBegin(ETouchIndex:: Type FingerIndex, FVector Location)

{
StopAutopilot();

APlayerController* PC = Cast<APlayerController>(GetController());
if (!PC) return;

FHitResult Hit;
if (PC->GetHitResultUnderFinger(FingerIndex, ECC Visibility, true, Hit))
{

FVector HitLocation = Hit.Location;

UNavigationSystemV 1* NavSys = FNavigationSystem::GetCurrent<UNavigationSystemV 1>(GetWorld());
if (NavSys && NavSys->GetNavDataForProps(GetNavAgentPropertiesRef()))

{

FNavLocation ProjectedLocation;
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if (NavSys->ProjectPointToNavigation(HitLocation, ProjectedLocation))
{
bIsAutopilotEnabled = true;

ProcessAutoMove(ProjectedLocation.Location);

void AAutoMovePawn::ProcessAutoMove(const FVector& Destination)
{
AAIController* AlController = Cast<AAIController>(GetController());
if (AIController)
{
FAIMoveRequest MoveRequest;
MoveRequest.SetGoalLocation(Destination);

MoveRequest.SetAcceptanceRadius(AcceptanceRadius);

FNavPathSharedPtr NavPath;
if (AIController->MoveTo(MoveRequest, &NavPath) == EPathFollowingRequestResult::RequestSuccessful)

{
if (bDrawDebugPath && NavPath.IsValid())

{
for (int32 i = 0; i < NavPath->GetPathPoints().Num() - 1; ++i)
{

DrawDebugLine(GetWorld(),
NavPath->GetPathPoints()[i].Location,
NavPath->GetPathPoints()[i + 1].Location,
FColor::Blue, false, 2.0f, 0, 3.01);

}

else

{
bIsAutopilotEnabled = false;
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TOJIATOK T
ITHCTPYKIISI KOPUCTYBAUYA

Jlng 3amycky TpH MOTPIOHO BIIKPUTH TEKy TIpH, Ta 3alMyCTUTH Qailn

DiplomaGame.exe. (puc. I.1)

[ra'm Jata 3MiHEHHA Tun

l DiplomaGame 2 2:50 Manka dainie

l Engine 025 12:50 Manka dainie

(i) DiplomaGame.exe 28.05.2025 11:48 3acTocyHoK

B Manifest_NonUFSFiles_Win64.txt 28.05.2025 11:48 z

. Manifest_UF5Files_Wintd bt 025 11:48 TekcToBniA goKyM...

Pucynok I'.1 — Teka rpu

Oppazy micns 3amycKy, Hac 3ycTpiyae Tpa. Bsaemomis 3 mnpeameramu
BiI0yBaeTbca Ha kiaBiny E. KepyBaHHa Moxke BigOyBaTHCh 3a JIOINOMOTIOIO

JOKOMCTHKA, MUIIIKK a00 KiaBiatypu. (puc. .2)

Pucynok I'.2 — B3zaemogis 3 npenmeramu



	3f5fa07736af6221ab7869633705fb07c6825b8a7d2dc2e116ff63e76b7ac099.pdf
	3f5fa07736af6221ab7869633705fb07c6825b8a7d2dc2e116ff63e76b7ac099.pdf
	3f5fa07736af6221ab7869633705fb07c6825b8a7d2dc2e116ff63e76b7ac099.pdf
	3f5fa07736af6221ab7869633705fb07c6825b8a7d2dc2e116ff63e76b7ac099.pdf

