








AHOTAILUS

bakanaBpcrka numiaoMHa poOoTa cKiIanaeThes 3 69 cropinok popmaty A4, Ha
AKUX € 65 pUCYHKM 3 JOJaTKH CIUCOK BUKOPHCTAHUX JDKEpeNl MICTUTh 15
HANMEHYBaHb.

VY OGakanaBpchbKiil IUIUIOMHIA poOOTI Oys0 MPOBENEHO AETaIbHHUM aHai3
chepu irpoBoi po3poOKM Ta MPOrpPaMHUX 3acO0IB IrpoBOi po3poOku. OmnucaHo
00’€KT, TpEeAMET, 3aBAaHHS Ta METOAM JociiKeHHS. ChopMylTbOBaHO METY
JOCIIIJIKEHHSI — 1HOBALll IPOrPaMHOr0 MOAYJISl aBTOPCHKOI I'pU 3 BUKOPUCTAHHS
irpoBoro pymrist Unreal engine 5. [IpoanaiizoBaHo aHAJIOTH Ta 3pO0JICHO BUCHOBOK,
110 JaHa Po3poOKa € aKTyaIbHOIO.

['pa Oyna peaiizoBaHa Ha irpoBomy pyiiiro Unreal engine 5 3 BUKOpHCTaHHS
Bi3yasibHOI MOBM mporpamyBanHs Blueprint. Kinnesuii mporpaMHuii MmpomyKT

BIJINIOBLJIA€ 3aBJAHHIM Ta METI.



ANNOTATION

The bachelor’s thesis consists of 69 pages of A4 format, on which there are
65 figures, 3 additions, the list of used sources contains 15 names.

A detailed analysis of the field of game development and game development
software was carried out in the bachelor thesis. The object, subject, tasks and
research methods are described. The purpose of the research is formulated - the
innovation of the software module of the author's game using the game engine
Unreal engine 5. Analogues are analyzed and it is concluded that this development
iIs relevant

The game was implemented on the Unreal engine 5 game engine using the
Blueprint visual programming language. The final software product meets the tasks

and purpose.
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BCTYII

AKTyasnbHicTb. CydacHUU CBIT KOMI'IOTEPHUX ITOP € OAHIEIO 3 HAWOLIBII
JUHAMIYHUX Ta IBHUJIKO3POCTAIOUUX Tally3ed 1HIYCTpii po3Bar. 3 KOKHUM POKOM
ITpOBI  TEXHOJIOT1i BIOCKOHATIOIOTHCS, BIAKPUBAIOYM HOBI MOKJIMBOCTI IS
PO3pOOHUKIB 1 3a0€3MeUyr04M IpaBIsSIM 3axOIUTIOIOYl Ta 1HHOBAIIMHI AOCBiI. Y
IbOMY KOHTEKCTI CTBOPEHHS aBTOPCHKOI TpH € CKIAQJAHUM, aje BOJHOYAC
HAJ3BUYANHO I[IKaBUM 1 TBOPYUM 3aBIAHHSIM.

Oco6smBo nipu BukopuctanHi Unreal Engine 5 - ocranHboi Bepcii ogHOTO 3
HaWMOTYKHIIIUX 1 HAUTOMYJISPHIIIKMX ITPOBUX PYILIiB. 3 MOMEHTY CBOT'O BUITYCKY
UES peBosoniiiHO 3MIHUB MiAXiJlT 10 CTBOPEHHS ITOp 3aBASKH HOBATOPCHKUM
TEXHOJIOT1SIM 1 MOKPAILIEHOMY 1HCTPYMEHTaPI1IO JUIsl pO3pOOHHUKIB.

Unreal Engine 5 BizoMuii 3aBAsIKA CBOIM IIMPOKUM CIIEKTPOM 1HCTPYMEHTIB
Ui po3poOku irop. Pymni miarpumye po3poOKy s pi3HUX IUIaTdopwm,
Birovaroun [1K, koHcosi, MOOUIBHI HPUCTPOi Ta BIPTyallbHY peanbHICTh. lle
JI03BOJISIE PO3POOHUKAM CTBOPIOBATH ITPH Oy Ib-SIKOTO MacIITady — BiJI HEBEIMKHUX
1HJII-TIPOEKTIB 0 MacITaOHuX AAA-peni3iB.

OxkpiM cTaHAApTHUX 1HCTPYMEHTIB po3poOku irop Unreal Engine 5 Takox
BOJIOJIIE YHIKQIBHUMH TEXHOJIOTISIMH, K nanite Ta lumen. [lepmmii mo3BosE
aHaii3yBaTu Ta oOOpOOJSATHM Melll CHEellaJbHUM YHHOM CYTTE€BO 3HUKYHOUH
HAaBaHTa)XCHHS HA amapaT KOPHUCTyBada HE BIUIMBAIOYM HA JIETaTI3allil0 MPOCKTY.

Lumen - me cucrema riao0ajibHOTO OCBITJICHHS HA OCHOBI TpacyBaHHS
IIPOMEHIB, 1110 J03BOJIIE CTBOPIOBATH BUCOKOSIKICHE Ta PEAICTUYHE OCBITICHHS.

Tema axtyanpHa OOyMOBII€HAa THM, IO Cy4YacHI TEXHOJIOTIi JO3BOJIAIOTH
pPO3pOOHUKAM CTBOPIOBATH ITPH BHCOKOI SIKOCTI HaBIiTh 0€3 BEIMKUX PECypcCiB, a
aBTOPCHKI MTPOEKTH YaCTO CTAIOTh JHKEPESIOM HOBHUX 171el Ta TeHJEHIIIN B 1HIyCTpii.

MeTta Ta 3aBAaHHSl JOCJIIUKEHHSI € 1HOBAIlil MPOTPAMHOTO MOJYJIS

aBTOPCHKOI I'PH 3 BUKOPHCTaHHS irpoBoro pymiist Unreal engine 5, 1110 npu3Buae 10



30UIBIINTE PIBEHb MPOJYKTHUBHOCTI Ta 3MEHIIWThH amapaTHI BUMOTH BHMOTH Ta
peali3yBaT MOKJIMBICTh 0araTOKOPHCTYBAIbKOI TPH.

OcCHOBHUMHU 3aJ1ayaMu POOOTH €:

- [IpoBecTu aHami3 iCHyIOUHX 1rOp y BUOpaHOMY >KaHpI Ta METOJIM iX peaizalliil.

- Po3poOutu cTpykTypy MOAyIIsS aBTOPCHKOI TpH Ha irpoBoMy pymrii Unreal engine
S.

- OOrpyHTyBaTy BUOIp aJITOPUTMIB POOOTH MPOrPAMHOIO MOAYJISl aBTOPCHKOI I'pH
Ha irpoBomy pymiii Unreal engine 5.

- Po3poOka 1HTYITMBHO 3pO3YMIIIOTO KOPHCTYBAIbKOTO 1HTEpdeiicy Ta ioro
1HTerpauis y rpy Ha irpooMy pyuii Unreal engene 5.

- Po3poOutu anroputMu MOyJIsl aBTOPCHKOT TpH Ha irpoBomy pyiiii Unreal engine

5;

- Bukonatu mporpamHy peaiizaliio MOJYJii aBTOPCbKOI I'PU Ha IrPOBOMY pyIIii
Unreal engine 5.

IIpenmeTroM [JOCHiZKEHHSI — QITOPUTMH Ta TPOTPaMHI 3aco0u s
CTBOPEHHS MPOTPAMHOTO MOJTYJIsl aBTOPCHKOT I'py Ha irpoBomy pyiii Unreal engine
5.

O0'ekTOM JOC/TIKEHHSI € TIPOLEC CTBOPEHHS NPOTPAaMHOIO MOJIYJIsS
aBTOPCHKOI I'pH Ha irpoBomy pyiiii Unreal engine 5.

OuikyeThCsl, MO pe3yabTaTH IIi€l poOOTH 3pOOJSATH BHECOK y PO3yMIHHS
e(eKTUBHUX MIAXOMIB 0 po3pokw irop Ha Unreal engine 5, a TakoX JTOIMOMOXKYTh

pPO3pOOHUKAM CTBOPIOBATH OUIBII SIKICHI Ta KOMEPIIMHO yCHIIIHI MPOTYKTH.



1 AHAJI3 IPEJIMETHOI OBJACTI I'POBA PO3POBKA

1.1 AnaJui3 ramay3i irpoBoi po3pooku

IcTopis irpoBoi po3poOka Oepe cBiii movatok, ax 3 1950-ux pokiB KOIH
OJIHI€I0 3 Halnepmux O0yina ctBopena rpa "OXO" (1952) nis komn'torepa EDSAC,
a Bxe yepe3 10 pokiB 3’ ABHIIMCH MEPIi KOMEPIIHHI apKajHi irpH, aje CIpaBKHs epa
apkaJHuX 1rop posmnovanack 1972, xonu xommanis Atari BUITyCcTUJIa JeT€HAApHY
"Pong".

Hactynni 10 pokiB mpo3BYyTh 30J0TUM BIKOM apKaJHUX IrOp 3 BUIIYCKOM
"Space Invaders" Bin komnanii Taito 1978 poky. A Bxe uepe3 2 poku Buiiae "Pac-
Man" Big Namco, sika cTaja OJHI€0 3 HAlyCHIIIHINIMX apKaJHUX 1rop yCiX 4Yacis,
nicng Hei rpa "Donkey Kong" Bin Nintendo npeacrtaBuiia cBiTy nepcoHaxka Mapio
y 1981 porii.

Ta Be y HAaCTymHHMX pOKax I MPUBUAC N0 MamTaOHOT KPHU3U apKaIHUX
irop.HaamipHa KigbKiCTh HU3bKOSIKICHUX 1TOP MpU3BENa 10 Kpaxy pUHKY BiJI€0Irop
y IliBHiuHiit Amepurii. bararo kommaniii 3a3Hanu OaHKpPYTCTBa, 1 I1HAYCTpIs
noTpeOyBajia 3MiH.

[ BoHM npuiinm, amke y 1985 porri Bunmyctmimch HoBi kKoHcoui Nintendo Ta
KyJabToBa "Super Mario Bros.", a Bcboro uepe3 5 pokiB CBOi KOHCOJII BUIIYCTSITh
Sega Genesis, Super Nintendo Entertainment System (SNES), Sony PlayStation ta
Nintendo 64.

1990-11 - me mouarok mnepexoay a0 3D-rpadiku Ta mepia mMmosiBa TaKUX
MacCTaJIOHTIB IrpoBOi po3podkwu, sik Unreal Engine ta Quake. Ili nBurynu He TUIbKH
3MIHWJIH CTIOCIO CTBOPEHHS 1rOp, ajie ¥ BIUTMHYJIM HAa 3pDOCTAHHSI ITPOBUX CIUIBHOT
3aBJITKM MOMUIMBOCTSIM Mo udikatii irop [1].

Yeproum mnepenmomMHuM MomeHTOM crtanu 2000-H1 came T1iedt mepiof
XapaKTepU3yeThCs 3POCTAHHAM MOOUIBHMX 1rOp Ta MAacOBUM TMOIIMPEHHSIM

IHTEPHETY, IO CHPUSIIO PO3BUTKY MEPEKEBUX MYJIbTUIUICEPHUX 1rop. Takox



3'SIBISIIOTHCS IBUTYHH, Takl sik Unity, ikl HaJ1al0Th IHCTPYMEHTH JIJIs1 PO3POOKH 1rop
Ha pi3HI MIaTGOPMHU, 110 3HAYHO CIPOIILY€E BUX1J HA TNI00ATbHUI PUHOK.

Tom x y 2000-HUX poKax B CBIT BHUUIYTh IICACBPH KOMIT FOTEPHOTO
reiimunry Takux sk "The Sims" (2000), "Grand Theft Auto 1" (2001) ta "World
of Warcraft" (2004) o3nameHye moyaToK irpoBOi eKCHaHcii.

ChOrojiH1 BaXKO YSIBUTH c0O01 CBIT 0€3 KOMIT FOTEPHUX 1rop, B KOXKHIM CiM’1 €
onHa a0o0 KiTbKa JIIOJEH , AKI 3aXOIUTIOIOTHCS SIKOIOCh Tpoto, Oynb To World of
Warcraft, un League of legend um sikoroch iHIIOIO, ajie iX BIUIMB HA CyYaCHUN CBIT
He mijaeTbesa cyMHiBaM. COTHI MDKHApOJHHMX KOMIIAHIA BUTPAYalOTh MUIBHOHU
JI0JIapiB HAa PO3pOOKY YEProBOi I'pU, TUCIY1 MIPOTPAMICTIB CTBOPIOIOTH HOB1 Ta HOBI
ITPOBI CBITH Ta PaayIOTh (haHATIB 10 BCbOMY CBITY.

KoHOro poKy BHXOZSATh BCE HOBINII Ta HOBINI IFPH Ta KOXKHA 13 HUX
IMPUBHOCHUTH B IHAYCTPit0 m0ch HOBE, y 2003 poui Buiinuia DotA, njo toai me Oyna
HEBEJIMKOIO (DPAHATCHKOIO KapTOl0, aJIe BChOT'0 3a apy POKiB BOHA MOKJIAJIE TOYATOK
OJTHOMY 3 HAUTOMyJISAPHIIIMX >kaHpiB HA HacTynHUX 10 pokis -MOBA.

A ByKe Ha HACTYIMHUH PiK BuiiiLIa He MeHbI Bitoma Half-Life 2, a Ha HacTynHwMiA
Resident Evil 4, mo mMo’kHa cka3aTu Ip HACTYITHI POKH. 3 KOKHHUM POKOM IrpoBa
1HAYyCTpiss pocte 1 po3BUBAEThCA y 2010-TI po3pOOHUKH OTpUMANIM JIOCTYI [0
cydacHuX TexHojorii VR ta AR, a Tako IOCTIiHE OHOBJICHHS TAKUX JBUTYHIB, SIK
Unreal Engine 5 ta Unity, 10 BIZKPHJIO HOBI MOXJIMBOCTI JJIi iMMEPCHUBHOTO
reiiMiieto. PO3BHTOK IITy4HOTO IHTENEKTY Ta MAIIMHHOTO HAaBYAHHS TaKOXK
MOYMHAE BIUIMBATH Ha PO3POOKY irop, poOisum iX OLIbII pEaTiCTUYHUMH Ta
aJanTUBHUMU JI0 MIOBEAIHKH TPaBIIiB.

Ha nmanuit MomenT Omm3bko 40% HaceneHHs IJIAHETH Tpae y KOMIT IOTEPHI,
reiiMnazi uu renedoni irpu. Le 6inbine 3 MibspaiB JII0A€H IO BCbOMY CBITY. 3 HUX
Mmaitke 90% npunagae Ha KoM 0TepHUN abo TenedonHuit reiminr, Ta aumie 10%

Ha TeMMaau Ta HII TPUCTPOi [2].
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Komm’toTepHi irpu  03BOJISIIOTH PO3BUBATH  MOTOPUKY PYK, PpEaKIIiio,
CTpAaTUTIYHE MUCJICHHS... 3a JOMOMOTOI0 HHUX MOYKHA PO3Ka3yBaTH ICTOPIIO Ta
BUUTH BOIHIO.

OpHak HIXTO HE 3aMHCIIIOETHCS HACKIIBKA BAXKKUM Ta MPUMXJIMBUM € MPOIIEC
pO3pOOKHM 1rop ake s LbOTO MOTpiOHA BeJIMKA Ta 3JIaro/HKeHa KOMaHJa
CIEIIATICTIB: PO3POOHMKIB, aHIMATOPIB, CLICHAPHUCTIB TOIIIO. ..

Po3pobka irop € ckimagHuUM 1 OaraTOrpaHHUM MPOIIECOM, KU BHMAarae
PI3HOMaHITHUX HABUYOK Ta IHCTPYMEHTIB. OCh OCHOBHI €JI€MEHTH, K1 MOTP1OHI AJIs
pPO3pOOKH irop:

1. Ines Ta KOHIIENT TpU:

- CroxkerT 1 cueHapiii: 1Jisi CTBOPEHHS XOPOIIIOi TPU MOTPIOHO PO3POOUTH 1CTOPIIO
MEPCOHAXKIB, CBITY Ta HABITh MPOCTI 1CTOPI1, IK1 HAIOBHAIOTH IFPOBHI CBIT pOOIISIUN
HOr0 KUBUM.

- MexaHika rpu: MOTpiOHO TaKOK BU3HAYUTHCH 3 LIKABUMHU Ta B MIPYy CKJIAJHUMHU
MpaBUJIaMU Ta MEXaHIKaMU TPH.
-KonmenT-apt: He MOTPIOHO TakoXX 3a0yBaTH MPO Bi3yaJbHY CKJIAJOBY IrpoBOi
PO3pOOKH, a B HaIll YaC BUMOTH JI0 Tpaiku B irpax HEWMOBIPHO 3aBUILICHHI.

2. 3HaHHA IHCTPYMEHTIB AJI1 pO3pPOOKH
- IrpoBuii pymriii: mporpama st ctBopeHHs irop. [lomynspHi pymrii BKIIOYalOTh
Unity, Unreal Engine, Godot.
- MoBu nporpamMyBaHHs: HAUNOIKMPEHIII MOBH /17151 pO3pOOKH 1rop BKIt04YatoTh CH,
C++, Python, JavaScript.
- I'padiuni penakropu: mporpamu JJjisi CTBOpEHHS rpadiku 1 aHiMmallii, Taki sk
Adobe Photoshop, Blender, Autodesk Maya.

3. Po3pobxa rpu
- IlporpamyBaHHs: HamMCaHHA KOAY [UIsl peai3aiii irpoBoi JIOTIKH, (Di3UKH,
IITYYHOT'O 1HTEJIEKTY Ta 1HIIUX aCMEKTIB IPH.

- Jlu3aiin piBHIB: CTBOPEHHS ITPOBUX PIBHIB Ta CEPEAOBHUIIL, /1€ TPABIIi B3aEMOIIIOTb.

- I'padika ta animairisi: po3podka 2D a6o 3D Mmozeneii, TekcTyp, aHIMaIlii.
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- 3ByK 1 My3HKa: CTBOPEHHS 3BYKOBHX €(EKTIB Ta My3UYHOTO CYIIPOBOJY.
4. TecryBaHHs
- bera-tecTyBaHHS: 3aJlydeHHS TPABIIB JJIsI TIEPEBIPKKM TPU HA TOMUJIKH 1 301p
BIJITYKIB.
- BunpaBneHHs mOMUIIOK: BUMPABICHHS 3HANIEHUX MIOMUJIOK 1 OTITUMI3AIlisl TPH.
5. Peni3 1 MapkeTUHT
- Bumyck rpu: IlyGmikaris rpu Ha muiatdopmax, Takux sk Steam, App Store, Google
Play.
- Mapketunr: [Ipomortis rpu depe3 couiaabHl MEpexi, OTJIsAIu, TPEeHaepu Ta 1HII
MapKETUHIOB1 IHCTPYMEHTH.
6. [locT-pemnizHa miaTpumMKa
- OHOBNIEeHHS Ta MaT4i: BUyck OHOBIIEHD [J1s1 BUNIPABJICHHS TIOMUJIOK, TOAaBaHHS
HOBOTO KOHTEHTY.
- 3BOpOTHIii 3B's130K: PoOOTa 3 BiAryKaMu IpaBIliB JUIsl MOKPAIEHHS TPU.
Po3poOka irop Bumarae 0araTb0X HaBU4OK, IOYMHAIOYUHU Bl NPOrpaMyBaHHS
1 rpadiyHOro au3aiiHy 10 3BYKOBOro odopMmIIeHHS Ta MapketuHry. OpHak, 3
MPaBUILHUMHU IHCTPYMEHTaMH 1 HaBYAJbHUMM MaTepiajlaMu, L€ MPOIEeC MOXKe

OyTH JTy*e I[IKaBUM 1 3aXOTUTIOIOUHM.

1.2 Anauni3 BizoMux irpoBux pyuiis

HaitnmonynsipHini irpoBi py1inii Ha JaHuid MOMEHT 1ie 0e3 cymHiBy Unreal engine
5 ta Unity, 3a aumu iayTe MeH Bigomuid Godot, ane y 4oMy iX BiAMIHICTB?, Ta
SIKUH 13 HUX HaHKpaIIui?

Unreal Engine 5 — 1e HOBiTHSA Bepcis MOMYyJIAPHOTO irpoOBOrO ABUTYHA Bif
koMmmanii Epic Games, sika NpOMOHy€ YHMCIEHHI TEXHOJOTIYHI I1HHOBAIli Ta
TMIOJTIMIIICHHS TTOPIBHSHO 3 MOTIEPETHIMU BepcisiMU. Sk 1 Oynb-sika TEXHOJIOTisI, BOHA
Ma€ CBOi MmepeBaru Ta HeJoiKu [3].

[IepeBaru:
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1. I'padika Bucokoi sikocti: Unreal Engine 5 BUKOPUCTOBY€ HOBITHI TEXHOJOTTI,
taki sk Nanite 1 Lumen, ki 103BOJISIIOTh CTBOPIOBATH JETalbHI Bi3yalbHi e(eKTH
Ta peajiCTUYHE OCBITJICHHS y pealbHOMY Yacl.

2. CKelMHT MPOAYKTUBHOCTI: JIBUTYH ONTUMI30BaHUM I pi3HUX TUIaTGOpM,
BiJlT BHUCOKOMPOAYKTHUBHUX irpoBux [IK 10 MOOIIBHMX HpUCTPOIB, JAO3BOJISIOUH
pO3pOOHUKAM CTBOPIOBATU ITpH, SIKI MPAIIOIOTh €(EeKTUBHO Ha OarathboX THIAX
oOaHaHHSI.

3. 3pyuHi iHCTpyMeHTH U1 po3poOHuKiB: Unreal Engine 5 mpomnonye noTy»xHi
IHCTPYMEHTH U1 PO3pOOKH, BKIIIOYAIOYM PO3IIMPEHY CHCTEMY OJIyIpPHUHTIB
(blueprints), sxa 103BOJsIE PO3POOHUKAM CTBOPIOBATH CKJIAJHI B3a€MOJIIL 1 JIOTIKY
0e3 TIMOOKUX 3HAHb y MPOTPaMyBaHHI.

4. lllupoka miaTpuMka cniuibHOTH Ta pecypceiB: Ockibku Unreal Engine e
OJIHUM 13 HAaUNOMYJISIPHIIIMX ITPOBHUX JBUTYHIB, BEJIMKA CIIUIBHOTA PO3POOHUKIB Ta
0e311Y TOCTYIHUX HaBYAJIBHUX PECYPCIB MOXKYTh JTIOIOMOITH HOBAaYKaM OCBOITH
JIBUTYH.

5. IlinTpumka pizHuX TUMmiB KoHTeHTY: Unreal Engine 5 BiAMIHHO MiAXOIUTh HE
TIIBKH JUISI 1TOP, aJie ¥l 7151 pO3pOOKH BIpTyaIbHOI PEasIbHOCTI, aHIMaIlii, CUMYJISIIINA
Ta IHIIHUX IHTEPAKTUBHUX JIOAATKIB.

Henomiku:

1. Bucoki Bumoru g0 obnagHanHs: J{ns po3poOku Ta 3amycky irop Ha Unreal
Engine 5 moTpiOHI MOTY>XHI KOMI'FOTEPH, OCOOJIMBO ISl pOOOTH 3 MEPEAOBUMHU
BI3yaJIbHUMH Ta OCBITIIOBAILHUMH €(PEKTaMH.

2. CknagHicTh HaBYaHHA: Xoya OJYOPUHTH JO3BOJIAIOTH CHPOCTHTH
nporpaMyBaHHs, 3arajbHa CKJIAIHICTh IHCTPYMEHTIB Ta MOXIJIMBOCTEH IBUTYHA
MO’Ke OyTH CKJIaIHOIO JJIsl HOBAuKiB a00 JIJIsl THX, XTO HE MA€ TEXHIYHOTO JIOCBITY.

3. Pecypcoemnicth: Irpu, crBopeni Ha Unreal Engine 5, MoxyTh BUMaratu
3HaYHUX PECypCiB, OCOOIMBO Yy Bi3yaJbHUX Ta OCBITIIOBAJIbHUX €(eKTax, 0 MOKE

BIINIMHYTH Ha HpOI[yKTI/IBHiCTB Ha MCHII ITOTYKHHUX CUCTECMaX.
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4. JlinenzyBanusa: Xouda Unreal Engine Oe3kOIITOBHMM IS HaBUYaHHS Ta
po3pobku, Epic Games BUMarae meBHOTO BiJICOTKA BiJ JOXOIIB BiJ KOMEPIIHHIX
MPOEKTIB, IO NEPEBUIIYIOTh BCTAHOBJICHHUM MOPIT I0XO/IIB.

BucHoBOK:

Unreal Engine 5 mpogoBxye OyTH OJJHUM 13 HAUTIOTYKHIIINUX 1HCTPYMEHTIB JJIs1
pO3pOOKK 1rop, ajge Ba)XJIMBO BPaxOBYBaTH HOTO MOTEHIIMHI CKJIAJHOIN Ta
0OMEKEHHSI, 0COOJIMBO MPH TJIaHyBaHHI MacIITAOHUX a00 BUMOTJIMBUX MPOEKTIB.

Unity — e momynsipHUiA irpOBHI JTBUTYH, SKH BUKOPUCTOBYETHCS IS
CTBOPEHHS 1rop pi3HOTO MaciiTaly, BiJl HEBEIHMKUX 1HII-MPOEKTIB O BEIMKHX
KOMEpUIHHUX 1rop. Sk 1 0y1b-aKuil IHCTpyMEHT po3po0ku, Unity Mae cBOi mepeBaru
Ta HeAoMKH [3].

[lepeBaru:

1. Kpocmnardopmenicts: Unity 103BoJIsIE pO3POOHUKAM JIETKO €KCIIOPTYBATH
Irpu Ha OUTBIIICTH NOMYJsIpHUX MaTdopm, BrItodatoun Windows, MacOS, Linux,
10S, Android, a Takoxx Ha koHcosi Ta VR cucremu. Ile pobuts ioro iaeanbHUM
BUOOPOM TSI POEKTIB, IO IUIATh HA IIUPOKY ayJAUTOPIIO.

2. lllupoxka miaTpuMKa CIiIbHOTH Ta pecypciB: Unity Mae oHy 3 HAMOLTBIITUX
CIUJILHOT PO3pOOHMKIB, 3 Oarator0 O10JIOTEKOIO0 IUIAriHiB, TOTOBUX AaKTUBIB Ta
HaBYaJbHUX MaTepiaiiB, qoctynHux uyepe3 Unity Asset Store Ta iHII miatgopMu.

3. HpyxHiii a0 mnovarkiBuiB iHTepdeiic: Unity nponoHye Bi3yallbHO
OplIEHTOBaHUM 1HTEp(ENC Ta CUCTEMY MEPETATYBaHHS KOMIIOHEHTIB, IO POOUTH
HOTO JOCTYMIHIIINM JIJIsi HOBA4YKIB Ta HEJIOCBITYCHUX PO3POOHUKIB.

4. ITigtpumka 2D ta 3D: Unity BiAMIHHO TIAXOAUTH SK 1715 2D, Tak 1 st 3D
ITPOBUX MIPOEKTIB, HAIAIOYH THYYKICTh Y BUOOP1 CTHIIIO Ta popMmaTy irpu.

5. BOynoBaH1 iHCTpyMEHTH aHATITUKK Ta MOHeTH3alii: Unity mpomnoHye psi
THCTPYMEHTIB JJIsl BIJICTE)KCHHSI MOBEIIHKUA TpaBIliB Ta €(EeKTUBHOI MOHETH3AIlil
irop.

Henoniku:
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1. Onrumizauis: Irpu, crBopeni Ha Unity, MOXKYTh CTpaXKJlaTh Bij MpooJieM 3
MPOTYKTUBHICTIO, 0COOJIMBO Ha ciabmumx abo crapimmx mnpuctposix. lle moxke
BUMAaraTH J0JJaTKOBUX 3YCHJIb 3 ONTUMI3aIliil BiJl pO3POOHUKIB.

2. JlinensyBanHs: Xouda ocHoBHa Bepcis Unity Oe3KOIITOBHA, MiAMUCKA Ha
po3mupeHi GyHKIIT Ta IHCTPYMEHTH MOXKe OyTH JOpOTOBapTICHO, OCOOIMUBO ISt
HEBEJIMKUX KoMaH 1 abo 1H/11-pO3pOOHUKIB.

3. Sxicte rpadiku: B Toli uwac sk Unity Moxke CTBOpIOBaTH Bi3yaJbHO
npuBaOIMBI irpH, BOHO MOKE BIJICTaBaTH BiJ OUIBII MOTYKHHUX ABUTYHIB, TAKUX SK
Unreal Engine, 3 Touku 30py rpadiqHUX MOMXJIMBOCTEH I Ty>KE BHUMOTJIMBHX
IIPOEKTIB.

4. CrannmapTtu3ailisi IHCTpyMeHTIB: Jledki iHCTpyMeHTH Ta penaktopu B Unity
MOKYTb OyTH MEHII 1HTYITHBHO 3pO3yMUIMMH a00 NOTpeOyBaTH HaNAIITyBaHb TS
MEBHUX THUIIB MPOEKTIB, [0 MOKE 30UIBIIIUTH KPUBY HaBYaHHS.

Bucunosok:

Unity 3anuiaeTbcs OIHUM 13 HAWMOMYJISIPHIIIMX ITPOBUX JBUTYHIB Ha PUHKY,
3IaTHAM 3aJI0BOJIBHUTH TOTPEOM pI3HUX THUIIIB MPOEKTIB 1 PO3POOHMKIB, aje
BKJIMBO 3BAYKATH MOTO CUJIbHI Ta CJIa0Ki CTOPOHHU Tpu BUOOPI miaaThopMu st
BaIIIOr0 HACTYITHOTO IrPOBOTO MPOEKTY.

Godot — 11e BiAKpUTHI ITPOBHI ABUTYH, KU IIIBUIKO HAOMpA€E MOMyISIPHICTD
cepell po3pOoOHHUKIB IrOp 3aBASIKM CBOIM YHIKaJbHUM (PYHKIISIM Ta THYYKOCTI. SK 1
Oynb-sikuii 1HCTpyMeHT, Godot mMae cBOi mepeBard Ta HEAOJIKHU, SKI BaXXKJIMBO
PO3TIIIHYTH TIPU BUOOP1 ABUTYHA JJIS BAIIOTO MPOEKTY [4].

ITepesaru:

1. Bigkputuii xox: Godot € MOBHICTIO BIIKPUTHM ABUTYHOM 3 AKTUBHOIO
CHIJIBHOTOIO, IO IOCTIMHO IMpaIfo€ Haj TMOJIMIICHHIM 1 PO3IIUPEHHSAM HOTO
MoxxsmBocTed. Lle mo3Bosisie po3poOHMKaM BUTbHO MOAM(IKYBATH 1 aganTyBaTH

JIBUTYH IT1]T CBOi TOTpeOH.
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2. Ilinrpumka kpocruiargopmerocTi: Irpu, po3pobieni B Godot, MOXXyTs OyTu
eKCIopToBaHi Ha Oararo miargopmM, Bkiarodaroun Windows, MacOS, Linux, i0S,
Android, HTMLS5 Ta ixmm.

3. I'myuka cuctema cueH Ta By3diB: Y Godot BUKOPHUCTOBYETHCS yHIKaJIbHA
CUCTEMa YIpaBJIIHHsS CIEHAMH Ta BYy3JaMH, SIKa JI03BOJISIE JIETKO CTBOPIOBATH
KOMIUIEKCHI 1€papxiduHi CTPYKTypH, 3a0e3Meuyloud BEJIUKY THYYKICTh TpHU
POEKTyBaHHI irop.

4. InterpoBana moBa ckpuntyBanHsi GDScript: Godot BukopuctoBye GDScript,
MOBY, cx0y Ha Python, sika nerka B HaBuaHHI Ta €()eKTUBHA JJIs1 PO3POOKH 1r0p.

5. MiniManicTUYHUI Ta IHTYITUBHO 3po3yMutuit iHTepdeiic: Inrepdeiic Godot €
YUCTUM 1 OpraHi30BaHUM, IO CIIPUSIE JETKOMY HaBYaHHIO Ta €()EeKTUBHINA POOOTI.

Henomniku:

1. O6MexeH1 BidyanbHI MOXIMBOCTI: Xo4ya Godot miaxoauTs sl 0araTbox
THIIIB 1r0p, HOro rpadiuHi MOKIMBOCTI MOXKYTh OyTH OOMEXKEH1 OPIBHIHO 3 OLIbII
noTy>kHuMu ABuryHamu, sik Unreal uu Unity, 0coOOJIMBO AJi TPOEKTIB 3 BUCOKOIO
BI3yaJIbHOIO CKJIAJIHICTIO.

2. MeHma KUIBKICTh pecypciB Ta FOTOBHX akTuBIB: Xoda cniuibHOTa (Godot
aKTUBHO PO3BUBAETKLCS, Hapa3i BoHA MeHIIa mopiBHsIHO 3 Unity un Unreal, 1o Mmoxe
O3HA4YaTH MEHIIYy KUIbKICTh JOCTYIHHUX PECYpCIB, HaBUAJbHUX MaTepiasliB Ta
rOTOBUX aKTHUBIB.

3. IlinTpumka croponHix iHTerpamiii: Godot Moxke MaTH OOMEXKEHHS Yy
NIATPUMII TUTariHiB Ta 1HTErpauii 31 CTOPOHHIMU CEpBICAMM, SIKI YacTo
BUKOPHUCTOBYIOTHCS B IHIINUX JIBUTYHAX.

4. MacmraOyBaHHs TpOEKTIB: Benuki Ta BUMOIIMBI NPOEKTH MOXKYTh
3ITKHYTHCS 3 TPyAHOUIAMU uYepe3 OOMEKEHHS JBUTYHA, OCOOJMBO B KOHTEKCTI
NPOAYKTHUBHOCTI Ta YIPABIIIHHS PECYPCAMH.

BuCHOBOK:
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Godot € uygoBuM BHOOPOM 1Js1 PO3POOHHKIB, SKI IIYKAIOTh BIIKPUTHIA,
THYYKUH 1 JOCTYITHHMA ITPOBUH IBUTYH, ajieé BaXKJIMBO PO3YyMITH HOTO OOMEKEHHH,
0COOJIMBO TPH IIJIaHYBaHHI CKJIQHUX a00 Bi3yaJlbHO BUMOTJIMBHUX MPOEKTIB.

VYci HaBeneHH] pyIIii MarOTh CBOI MepeBaru Ta HEAOJIKH B OCOOJIMBOCTI IS
pO3po0KH MOOUTBHUX J0JaTKiB BuUKopucTaHHs ckiagHoro Unreal Engine 5 €

HEAOLIIBHUM, SIK 1 BUKOpucTaHHa Godot Ta Unity 175t BETUKHUX CKIIQHUX MPOEKTIB.

1.3 Buoip :xaHpa rpu Ta aHaJi3 iCHyl0UMX aHAJIOTIB

Cepen HeCKIHUEHOCTI Pi3HUX KAHPIB KOMIT FIOTEPHUX 1ITOP TAKUX SIK: TOHKH, PIIT,
(balTuHr, cTpaTeris, UIyTep, CUMYJISATOpP Ta IHIIL... MOIO yBary HpHUBOJIK TaKHi
xaHp, gk roguelike.

Roguelike — 1ie >xaHp rpu B sIKif, BUBHAYHUMH OCOOJIMBOCTSMHU SIKOTO €
BUIIAJKOBE, MPOLIEAYPHE CTBOPEHHS PIBHIB Ta IIEPMaHEHTHA CMEPTh MEPCOHAXA Y
BUIIAJIKY TTOPA3KHU.

Sk mpaBuII0 i Yac I[bOTO rpaBellb IepemMarae BOporiB Ta B SIKOCTI BUHATOPOIU
OTpUMa€ JOCBi Ta NIABULIEHHSA piBHA. 30UTbIIMM pPIBHEM 30LIBLIYETHCA
PI3HOMAHITTS 310HOCTEH, SIKI MOKE€ BUBUUTH MEPCOHAXK. AJle i BOPOTH 3 4acOM
CTalOTh CWJIBHIIII Ta iX KUIBKICTh 3POCTa€, 1€ JI03BOJISIE CTBOPUTH CKJIQTHOCTI
BIIPOJIOBXX YCHOTO Yacy TpH.

Bnepme momiona inest Oymna peanizoBanHa y rpi ‘Vampire Survivor’ tam 10
€JIEMEHTIB kaHpy “‘roguelike” OyJo 101aHO cUcTEMa PiBHIB Ta HECKIHUEHHUH MOTIK
BOPOTiB, IO CTBOPWJIO HEWUMOBIPHE TMOEIHAHHS TMPOCTOTA BXOAY Ta BEIUKHUI

MIPOCTIpP JJIS MOJIMIICHHS CBOTX HABUUOK.
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Pucynok 1.1 — Vampire Survivor.

[Ticns Hel Oyyio cTBOpeHO Oe3iniu iHTeprnpeTalii reiiMiuiero Vampire Survivor,
OJIHaK OJIHIE€I0 HaWBIIOMIIMX 3 HUX € Magic survivor. Bona He nmpuBHeciia 6arato
HOBOTO, JIUIIE JOPOOMIa YC1 aCIEKTH MOMEPETHUKA.

Posmmpena cucrema piBHIB Ta 3M10HOCTEH JT03BOJISAIA CTBOPUTH TAKOTO OIS,
SKOTO TH CaM 3aXO0Yelll, a ypI3HOMaHITHEHHS! BOPOTIB JI0/1aJI0 CTPATETIYHO1 INTMOWHN

Ta Ha OCTAHOK OyJI0 3HAYHO MOKpaleHa rpadika, Bce 11e 3p00ujIo rpy BiJJOMOIO.
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Pucynok 1.2 — Magic Survivor.

3 Oulpll BlgaJeHHUX aHajaoriB momioHoro: Archero. BimMoBuBIIHCE BIJ
HECKIHYEHHMX OpJ BOpOriB Archero MojivB rpy Ha PiBHI 13 3pOCTAIOUYUM pPIBHEM
CKJIQJHOCTI, TAKOX JOJABIIN CUCTEMY OO0JIaJIHaHHS, O0ca KOXKHY 5-Ty KIMHATy Ta
3MiHy Jokanii rpu. Ha xanb 13 0OHOBJIEHHS reMIuier0 Ta rpadikd TakoxX Oyio
BCTPOEHA BEJIMKA KIJTBKICTh PI3HOMAHITHOI peKJIaMU Ta MPOIO3UIIISIMU BUTPATUTH

rpouii.

Pucynok 1.3 — Archero.



19

Takox HecromiBaHUM MOTIISA Ha e skaHp npeacTtaBuia Soul Knight. Bona
HE TUIBKW TMOJIIWJIA TPy Ha PiBHI, ajie 1 pIBHI MOJIIXIAa HAa KIMHATH B SIKHX
BiI0yBaJlach CyTHYKa, JOOAaBUB JIO IILOTO BEJIMKHI apceHasl Halpi3HOMAaHITHIMIOT

30poi Ta mepenik HeOe3MeYHNX BOPOTIB.

Pucynok 1.4 — Soul Knight.

Jyist KoMIT’FoTepa B TAKOMY JKaHp1, BII3HAYAEThCS Takl irpy, sik: The Binding
of Isaac Ta Hades iXHi cyTh Majo 4YMM BIAPIZHSAETHCSA BiJ MONEPENHIM: 1HII
311I0HOCTI TIEPCOHAXKIB, 1HIIA 30pOs Ta MOHCTPH.

AJne HaBITh TYT 3’ IBUJIUCH HOBI1 eneMeHTH, Hanpukiian y The Binding of Isaac
- € HE TUIbKHM 3aKpyY€HE Ta HEMMOBIPHO CXOBaHa CIOKETHA JiHIs, a 1 HEWMOBIPHO
BEJIMKA KIJIbKICTh BUTAKOBUX, JUBHUX Ta HABITh MOTOPOIIHUX TMPEAMETaX, sIKi 10

TOTO K HaBITh HE MAIOTh ONKCY, TOMY 3pO3yMITH 110 POOUTH TOM UM IHILUNA TPEeIMET
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HelMOoBIpHO ckiaaHo. Ta came 1ie Hajwasie The Binding of Isaac cBoiM yHiKansHUM

IaPMOM.

Pucynok 1.5 — The Binding of Isaac.

Hades" — 11e momynsipHa Bijieorpa, po3po0JieHa i BUjaHa cTyiero Supergiant
Games. BoHa oTpumana BHCOKI OILIIHKM BiJ TpaBLiB Ta KPHUTHUKIB 3a KUIbKa
KIJIFOUOBHUX aCTEKTIB.

3axOIUTIOIOUNNA CIOKET: rpa 0a3yeTbcs Ha rpelbKiil Midosiorii, o Aojae iii
ocobnmuBoro mapmy. I'paBenib Oepe Ha cebe posib 3arpesi, cuHa Aina, sSKui
HaMaraeThCsl BTEKTH 3 M1A3EMHOTO CBITY.

Bucoxuii piBeHb peirpadeiabHOCTI: 3aBASKM BUMAIKOBIN reHepallii piBHIB 1
MOCTIMHOTO 3pOCTaHHs CKiIaHOCTI. KoxkeH 3a01r BIAPI3HAETHCS Bl IOTIEPETHBOTO,

10 MiATPUMYE IHTEPEC TPABIIIB HABITH MICIs OaraTbOX rOJAWH IPH
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I'efimmnert Ta Mexaniku 60oto: boi B "Hades" mBuaki, quHamivHi Ta ayxe
3a0BUIbHI. ['paBill MOXYyTh oOWpaTH pPI3HOMAHITHY 30pol0 Ta 3110HOCTI, IO

JO3BOJISIE M CKCIICPUMCHTYBATH 3 plBHI/IMH CTHJISIMH 00I0.

Pucynok 1.6 — Hades .

Sk Mu MokeMo cnioctepiratu yci irpu 'y 2D a6o 2.5D, He ogHa 3 HUX He Oyna
peanizoBana 11t 3D, Takoxk 011k HOBIimm irpH, ik Soul Knight Ta Archero, maroth
CYTTEBY MpOOJEMYy 3 MPOIYKTUBHICTIO, TOMY OYyJIO MPUHHATE pIllIEHHS 00paTH
)aHpoM aBTOpchKOi rpu came Roguelike. [lpu BHKOpHCTaHHIO ITPOBOTO PYIIiIO
Unreal Engine 5 BumpaBieHHs TpoOieMH MPOAYKTHBHOCTI Ta mepexin go 3D
rpadikd € MOXJIMBUM 3aBJASIKA I[IHPOKOMY CIIEKTPY IHCTPYMEHTIB JUIsl pO3pOOKHU

irop [5].
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1.4 BucHOBOK

VY pozautt 6ysio po3MIIIHYTO Ta MPOAHAII30BaHO raly3b IrPOBOi PO3POOKH.
Po3risHyTi yacTHA HAaBUYOK Ta IHCTPYMEHTIB MOTPIOHUX 100 3pOOUTH XOPOIILY
rpy JeranpbHO pO3TISHYTO HAMMOMYJSpHINI IrpoBl pyIIli Ta MOPIBHAHO IX MIXK
cobor. bynu npoananizoBaHi IUIFOCH Ta MIHYCH HAMBIJIOMIIIIN ITPOBUX PYIIIiB.

Takoxx Oyno mpoaHamizoBaHO HaMBioMilIl irpu B >kaHpi roguelike mms
TenedoHy Ta KOMIT I0Tepa Ta BUIAUICHH] iX OCHOBHI O3HAKH.

OckiJIbKH BC1 aHAJIOTH irop B jkaHpi roguelike 3po6iieni B 2d Ta nepeBaxxHO
Ha MOOUIBHUX IMPUCTPOSX CTBOPEHHS IpU B kaHpl «roguelike» Ha xKoMmI’roTep €

JOIUTBHUM MpU BUKOpUCTaHHs 3d Ta irpoBoro pyimiito unreal engine 5.
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2. PO3POBKA NTPOT'PAMHOI'O MOAYJISA IPOT'PAMHOI'O MOAYJISA
I'PU HA UES

2.1 Orasa ocodauBOCTEl 00PAHOIO irpOBOI0 PYIist

Unreal Engine 5 (UE5) — 11e cyyacHHi 1 BHCOKOTEXHOJIOTTUYHUHN PYIIii [Is
CTBOPEHHSI Bifieoirop, po3podienuii kommaniero Epic Games. Bin Bimomuii cBoiMu
MEPETOBUMH MOJKJIMBOCTSAIMH, SIKI 3HAYHO CHPOMIYIOTH MPOIEC PO3pOOKH irop,
3a0e3Meuyour MpHu [IbOMY BUCOKY SIKICTh rpadik 1 MpOAYKTUBHICTh. OCh KiIbKa
kirovyoBux acnekTiB Unreal Engine 5.

Cepen pi3HHX CTOPIH PYIIIS OJHUM 3 MEPIIMX Ha 04l MOMAJAETHCS YHIKAIbHA
CHUCTEMa BI3yaJIbHOTO IIporpaMyBaHHs Blueprint, sika 103BoJisi€ BT1IIOBAaTH CKJIaIHI
CHUCTEMH HaBITh 0€3 MIMOOKHWX HABUUYOK y MpOrpamMyBaHHI, 10 3HAYHO PO3IIHPIOE
MOXJITMBOCTI IIPH PO3POOIIL.

[Ticns Blueprint, cnig 3ragatd npo yHIKajabHy CHCTEMY HAaclilyBaHHS,
3aBJISIKU SIKIH 1 TOCSATAETHCSI BUCOKA TPOIYKTUBICTh T CTPYKTYPOBAHICTh y BETUKHUX
npoekTtax Ha Unreal Engine 5 [6].

Ocb ocHoBHi kiacu Unreal Engine 5 Ta ix npu3HayeHHS:

1. Actor ocHOBHUI KJlac JyIsl BCIX 00'€KTIB, SIKI MOXKYTh OyTH PO3MIIIIEHI Y
CBITI. Y1 00'€KTH, SIK1 ICHYIOTb y I'pl, € MOX1THUMH BiJ] IILOTO KJacy.

2. APawn cneuianizoBaHuil Kiac Ajig OyJb-IKUX 00'€KTIB, IKUMH MOXYTb
KepyBaTu TpaBlll 4M TydHuid 1HTenekT. lle mimkmac AActor, sSKui BiJ HHOTO
HACII Ty EThCH.

3. ACharacter migknac APawn, mpu3HaueHU# JJIsi EPCOHAXIB, K1 MArOTh
(GYHKIIOHATBHICTh PyXY, BKIIOYAIOUX aHIMAIIO Ta KOJI3iI0.

4. UODbject 06azoBmii kimac mius Beix o0'extiB 'y UES. Bin Hamae 0a3oBy
(GYHKIIOHATBHICTD 1 cepiami3allito.

5. UComponent 6a30Buii Kiac AJig BCIX KOMIIOHEHTIB, SIKI MOXYTb OyTH

JI0JIaHl IO aKTOpa JUIsl HaJIaHHS TOJAATKOBOI (DYHKI[IOHAIBHOCTI.
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6. USceneComponent minkinac UComponent, sikuii Mae TpaHchoOpMallio
(mo3uiio, 06epTaHHs Ta MacCIITa0yBaHHs) y CBITI.

7. USkeletalMeshComponent crierianizoBaHiil KOMIIOHEHT ISl PEHJIEPUHTY
1 aHIMalIlll CKEJIETHUX CITOK.

8. UStaticMeshComponent KOMIOHEHT JUIsl PEHACPUHTY CTaTUYHHUX CITOK,
K1 HE MArOTh aHiMarli.

9. APlayerController knac, sskuii BiAIOBi1a€ 32 MPUHOM BBEACHHS BiJ] TpaBIls
1 xepyBanHa Pawns. 3a3Bu4aii BUKOPHUCTOBYETHCS ISl YIPABIIHHA KaMeporo 1
00poOKHU BBOY.

10. AGameMode knac, sikuii BU3HaYa€e MpaBuja rpu, reiMILIEHHI MEXaHIKH 1
KEepyBaHHS PIBHIMH.

11. AGameState knac st 30epirands iHQopMalii Ipo CTaH IpH, TOCTYIMHOI
BCIM KJIIEHTaM y 0araroKOpHUCTYBAaILbKINA Ipi.

12. APlayerState xnac st 30epirandsi iHpopMallii Tpo CTaH KOHKPETHOTO
IpaBI, SIKA CHHXPOHI3Y€EThCS MiXK KIIIEHTOM 1 CEPBEPOM.

cl3. UUserWidget O6asoBuii kimac JUisi CTBOPCHHS KOPHUCTYBAI[bKUX

iHTepdeiiciB 3a gomomororo Unreal Motion Graphics (UMG).

Object

Actor Actor Component

Pawn GameMode [ |Controller| |Scene Component

Character PlayerContfroller | |AlIController

Pucynok 2.1 — JlepeBo HacnagyBanHs kiaciB Unreal Engine 5
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2.2 Bubip MoBHM nporpaMmyBaHHsI

[TopiBusinag C++ Ta Blueprint B KOHTEKCTI pO3pOOKH 1irop, 0COOIHMBO
BukopucToBytoun Unreal Engine, BigkpuBae IiKaBl acmeKTH 000X IMIIXOJIB JI0
nporpamyBaHHs. C++ €  MOIyTHBOIO  3arajJbHONPHU3HAYEHOK  MOBOIO
nmporpaMmyBaHHs, ToAl sK Blueprint — 1e Bi3yaJibHa CKpPHUIITOBA CHCTEMA,
po3pobnena Epic Games mist Unreal Engine [7].

C++

IIepeBaru:

1. lIBunkonis: Kox Ha C++ 3a3BU4ail BUKOHY€ETHCS IMIBUIIE, OCKUIBKUA BiH
KOMITUTIOETbCSI B MamuHHUN koxa. lle BaknmuBO nisi irop, A€ BHUMOTH [0
POTYKTUBHOCTI BUCOKI.

2. I'HyukicTh Ta KOHTpOJb: C++ Hagae po3poOHMKAaM NOBHUN KOHTPOJIb HAJl
CUCTEMHUMHU pECypcaMu, BKJIIOYalOYd OOpoOKy mam'sTi Ta OaraTopiBHEBY
apXITEKTypy MPOTrpaMHu.

3. llupoke Bukopucranusa: C++ € oAHIEIO 3 HANOUIBII BUKOPUCTOBYBAHHUX
MOB y po3po0I1li BUCOKOIPOAYKTUBHOI'O IPOTPaMHOT0 3a0e3MeYeHHs], BKIIOYAI0UH
irpu, 1o 3a0e3neuye BeIUKY KIJTbKICTh 010110TeK 1 IHCTPYMEHTIB.

Henomnixwu:

1. CxknanHictb: C++ Moxke OyTH CKIAAHUM JJIsl BABYEHHS! Ta BUKOPUCTAHHS
Yyepe3 CBOIO CKJIAHY CHHTAKCHYHY CTPYKTYPY Ta BUMOTH JI0 YIIPABIIiHHS MMaM'ATTIO.

2. Yac po3pobku: Po3pobka Ha C++ 3aitmae Oiible vacy, ocoOJHUBO TpH
HaJaro/pKeHH1 Ta yIpaBiiHHI TaM'ATTIO.

Blueprint

[IepeBaru:

1. Hoctynnicth: Blueprint no3Bosisie po3poOHHMKaM MIBUJKO 1 1HTYITMBHO
CTBOPIOBATH ITPOBY JIOTIKY 3a JOTIOMOTOIO BI3yalbHOTO iHTEepdEiCy, 10 0COOTUBO

KOPHUCHO JUIsl IN3aifHEePiB Ta MOYATKIBIIIB.
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2. llIBuakicte po3pobku: Po3pobka 3a momomororo Blueprint Mmoxe OyTu
MIBU/IIIOI0, OCKITFKY BOHA 3a0€3Meuye MUTTEBY BIAMOBIAb 1 JIETKE HANAT O KEHHS.

3. Iarerpamis 3 Unreal Engine: Blueprint rimboko inTerpoanuit 3 Unreal
Engine, 1o 3a6e3nedye rapHy CyMICHICTb 1 ONITHMI3AIlio.

Henomiku:

1. O6mexen1 moxuBocTi: He3Baxkaroun Ha BeNUKY THYUKICTh, Blueprint mae
OOMeKeHHsI Y BUKOHAHHI CKJIAJIHUX 3aBJIaHb MOPiBHSAHO 3 C++.

2. 3anexHicTh BiA auryHa: Blueprint mpus'sizanuit 1o Unreal Engine, mio
oOMeXye 10ro BUKOPUCTAHHS TIIBKHU IIUM JIBUTYHOM.

[licnss neTanbHOrO MOPIBHHS JBOX MOB MpOrpaMyBaHHS OyJIO TPHHSTO
pimieHHss o00path MOBOIO po3poOku Blueprint. Bmepury depry pimeHHs
00yMOBJIEHHE YacOM PO3pPOOKH TpH, ajie TaAKOXK CYTEBOIO NEPEBAror0 y CTOPOHY

Blueprint € npotoTa 1 JOCTyIHICTh Y BUKOPHCTAaHI

2.3 Po3pooka cTpykTypH inTepdeiicy rpu

[Ipu mpoexTyBaHHI KOPUCTYBaIbKOTO 1HTEpdeicy HeoOX1THO BpaxOBYBaTH
KiJIbKa (haKTOPiB: KOJIIP HE MOBUHEH 3aBAXKATU CIIPUMHATTIO TEKCTY; 1HPOPMATUBHI
€JIEMEHTH MaIOTh PO3TAIIOBYBATHUCS B TIOJI1 30PY Ta Y BIMOBIIHUX MICIISIX, iX KOJIP
HE TOBUHEH 3nuBaTucs 3 ¢oHoM. Lle crocyeThes, 30kpema, QYyHKIIH, JOCTYI 110
AKUX TOBMHEH OyTH 3abe3leyeHuil, napameTpiB, AKi HEOOXIIHO IOKa3aTu, Ta
0araTtboX IHIIKUX BAXIMBUX VIS 3pYYHOCTI KOPUCTYBaya acnekTiB [§].

Pospo6:toBana rpa B xaHpi «roguelikey npu3HadyeHa 111 BUKOPUCTAHHS Ha
NEPCOHAIBHUX KOMI'IOTEpax, TOMY KOPHCTyBaul MaTHUMYTh y CBOEMY
PO3MOPSIKEHHI BEJIMKUIT MOHITOP, @ TaKOX MPHUCTPOI BBEICHHS THITY MHINA Ta
KJIaBlaTypa.

JIist  TIpOeKTyBaHHS KOPUCTYBAlbKOTO 1HTEpPENCY CKIIAIEHO CIHUCOK

HEOOX1THUX CIICH JJIs B1JOOpa)KeHHs €JIEMEHTIB 1HTepdeicy.
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1. Cuena “T'oioBHE MeHIO” BIJIOOpakae rOJIOBHE MEHIO.

2. Cniena “I'pa” BimoOpaxae iHTepdeiic rpaBus(Oro XUTTS, IOCBII Ta
BUTPUBAJILCTBH)

3. Cuena “MeHro nay3a” BigoOpa)xae MEHIO IIiJ] 4ac may3Hu.

4. Cuena “ [ligBuimeHHs piBHS ~ BIIOOpaKy€e MEHIO 13 BUOOPEM CKIIQHOCTI.

Ha ocHOBI BHCYHYTHMX BHMOI' PO3POOJEHO CXEMaTU4YHI 300pakKeHHS
KOPHCTYBAIbKOTO 1HTEp(delicy iIrpoBOro A0JaTKy.

Cxema cuenu “I'0710BHE MEHIO” IPUBEAECHE HA PUCYHKY 2.2

Pucynok 2.2 — Cxema KopucTyBalbKOro iHrepdeicy cueau “I'onoBHe
Yy Yy Yy

MEHIO"’

Ornrc eneMeHTIB CXeMHU BiAMOBIIHO J0 iX HyMepallii Ha pucyHKy 2.2:
1. Knonka nouatky rpu.
2. KHonka BuOOpy HajamTyBaHb.
3. KHormka BuXif 3 rpu.

Cxema cuenu “I'pa” npuBeneHe HA PUCYHKY 2.3
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Pucynok 2.3 — CxemMa KopucTyBalbKoro iHrepgeiicy cuenu “I'pa”

Ornuc eneMeHTIB CXeMHU BIAMOBIIHO 0 iX HyMepallli Ha pucyHKy 2.3:

1. lllkana 310poB’s MepcoHaXKa

2. KinbKicTh yacy 3 moyaTKy Ipu

3. Illkana mocBimy mepCcoHaxy

4. BinoOpaxeHHsS BUBUCHHMX aKTUBHHX 3J10HOCTEH Ta iX piBHS
5. BinoOpakeHHsI BUBYEHUX MTACUBHUX 37[10HOCTEHN Ta iX PiBHSA
6. KiabkicTh 3010Ta

Cxewma crienu “MeHio nay3a’” NpUBEJEHE HA PUCYHKY 2.4

Pucynok 2.4 — Cxema KOpUCTYBAILKOTO 1HTEPdENCY cueHr “Menro naysa”
Yy y Yy Yy
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Omnuc eneMeHTiB CXeMH BiAMOBIAHO 0 iX HyMmepallii Ha pucyHKy 2.4:
1. KHormnka npooBXUTH TPy
2. KHomka mepe3aryCcTUTH piBEeHb
3. Knonka BuiiTH B TOJIOBHE MEHIO
4. KHomnka BUITH 3 TpU

Cxewma cuenu “IligBuiieHHs piBHs IpUBEICHE HA PUCYHKY 2.5:

L

Pucynok 2.5 — Cxema xopuctyBaibkoro intepdeiicy cuenu “ [linpuiienns piBas

Onuc eneMeHTIB CXeMH BIMOBIIHO A0 iX HyMepallii Ha pUCYHKY 2.5:
1. BikHO miABUIIIEHHS PIBHS
2. Bubip 3a16H0CTI 1 3 omcom
3. Bubip 3116H0CTI 2 3 oncoM

4. Bubip 3a16HO0CTI 3 3 omEicOM

2.4 Po3poOka mojeJii aBTOPCHKOI TP

Mogens peamizanii rpu B kaHpi «roguelike» posmodnmHaeTbes 3 ClEHU

“T"'onoBHE MEHIO”, sIKa HaJa€ JOCTYI JO0 TPhOX KHOMOK: “Buxin 3 rpu”, “Bubip
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ckiaaHocti” “IloyaTok rpu”. KHomnka “Buxin 3 rpu” 311MCHIOE 3aBEpIICHHS pOOOTH
rpu, "Bubip ckinagHocTi” 103BOJIsIE€ BUOpATH HEOOX1THUN CKIIaTHICTh, a ~IlodaTok
rpu’’ T03BOJISE BIIKPUTH ITPOBY KapTy TPH Ta MEPEUTH 10 11 crieHu. Buxiz 3 irpoBoi
KapTH 3A1UCHIOETHCA IUIIXOM MEepPEeXoIy A0 clieHH “MeHio nay3a” Ta moAaiblIoro
nepexony B “I'oioBHEe MeHIO” a00 BUXOAY 3 Tpu. Takok sl BUXOAY 13 irpoBOi
CIIEHU MOJK€ 3/11IICHIOBATHUCH Y€pe3 BUBIJ pe3ybTaTy IPH.

Ha pucynky 2.6 HaBeAeHO 3arajibHHMI alroOputM poOOTH TpU B KaHpI

«roguelike».

- ronosse mex

Budip manamrryzass BuSip nyHKTY MEHIO

Brxixsrpa —

Mouarox rpu

-~ Peayncrar rpu

Kiseus

PucyHok 2.6 — 3arainbHuii anropuT™ poOOTH rpu B xkaHpi «roguelike»
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[lix yac Tpu MepIIMM YHHOM 3aIyCKA€ThCS TaliMep, KU paxye uac
noto4Hoi rpu. Jlami Bci Boporu OyAyTh CTaBaTH CHJIBHIIIUMHU B 3aJICKHOCTI Bif
IpoiiieHOro yacy Taitmepa, miclis 4oro rpaBellb MaTuMe 3MOTY 3HAalTH BOPOTiB Ta
HepeMOrTH iX, OTpUMaBIIM Oanu JocBigy 3a 1e. llpm oTpuMaHHI JOCTAaTHHOI
KUTBKOCTI OajiB JOCBiIy MEPCOHaX 30UIBLINTH CBIl PIBEHb Ta CTaHE CHUJIbHIIIE.
[Ticyis 9oro HacTaHe MOBTOPEHHS IIOTO MPOLIECY A0 MOPA3KH IPaBIs, Aalli y TpaBLs
€ BUOIp MepeiTH y TOJIOBHE MEHIO, YU TIOBTOPUTH ITpOBUH CIieHapiit mie pas [9].

Ha pucynky 2.7 HaBeeHO allrOpuT™M peaizalii rpu B xanpi «roguelike»

danyck TaAMEpa

kL

Mocwanexs=A soporie [ -

Mowyx ecporia

k4

Eili 3 Boporom

Hi

Tak

OTpumassA Sanie
Doceiny

Uw gocuTe Ganie goceiny ans
GigHATTA pigHA?

Hi

E#Elg pesynsTaTy rpu

MigHRTTA pieHHA  [———

Hi

Pucynok 2.7 — AnroputM peaisariii rpu B skaHpi «roguelike»
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[Tepen TuM Sk TpaBellb MOTPAILISE HA ITPOBY CIICHY, aKTUBYETHCS MOJYJIb
HaNamTyBaHHA piBHA. [licas 1poro irpoBa clieHa B3a€MOJIE 3 MOAYJIEM OOpOOKH
PYXiB TOJIOBHOTO IIEpCOHaXKA, SKUH, Y CBOI Yepry, OOMIHIOETHCS JAaHUMHU 3
MOJTyJIeM 00pOOKH Jiiif rpaBlisd. 3aBEpIIICHHS PiBHS BEJE 10 aKTUBAIlIl MOJTYJIS, SKUN
nigpaxoBye pe3yiabTatu [10].

Ha pucynky 2.8 npejicraBieHa MoJieib peajizailii irpoBoi CHCTEMH.

Mooynk
HAMNAWTYEAHHA PIEHA

A

Mooyne Bigniky 4yacy Irpoea clUeHa

Y

Y

Moayns oGpoGin
pyxy TOMOBHOMD
NEPCOHEHY

A

Y

Mogyne oGpoGewn gii
rpasuA

Y

h 4

Moayne HapaXyEaHHA
peaynLTaTy

Pucynok 2.8 — mozens peanizarii rpu B sxaupi «roguelike»
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2.5 BucHoBOK

VY npyromy posnuti OyB 3iilicHEHUN BUOIp MPOrpaMHUX 3acO0IB PO3POOKHU
rpu. A came OyB oOpano irpoBuii pymiii Unrial engine 5 3aBasku cBoii
IPOAYKTHUBHOCTI Ta MPOCTOTI PO3POOKH, TAKOXK PO3TISTHYTI OCOOIMBOCTI I[HOTO
IrpOBOTro pyIIIis, 30KpeMa JepeBO HaCiyBaHHS KJIAciB Ta CUCTEMY BI3yaJIbHOTO
nporpamyBanHs Blueprint. Byno nmposenene mopiBusHHS Blueprint 3 C++, Ta
o0paHo MOBOIO po3poOku Blueprint uepe3 mpocToTy BUKOPUCTAHHS Ta MIBUAKICTD
PO3POOKHU.

Jlani 6yJio mpoBeieHa po3poOKa Ta ONUC CTPYKTYpH 1HTEpdeicy rpu, a came
“T"'onoBHoro MeHw”, I'pu”, “Mento nay3u” ta “Bubopy ckimagHocTi”. A Takox
MpOBEJIeHa po3poOKa MO/JIET peai3allii iIrpoBOi CUCTEMH 3 aJITOPUTMAMHU peaizalli

IrpOBOi CHCTEMA Ta 3arajibHUI arOpUT™M POOOTH TPHU.
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3 IIPOI'PAMHA PEAJIIBAIIA I'POBOI'O JOAATKY

3.1 Po3poOka MmoayJisi irpoBOro nepcoHa a

[lepen CTBOpPEHHSIM TMEPCOHAXY IMOTPIOHO CTBOPUTH MPOEKT Ta CBIT, IS
Or0 3ax0uMo B irposuii pymniit Unreal Engine 5, Ta ockinbku MeTOI0 poOOTH €
CTBOpPEHHsI IpH B xkaHpi roguelike, To oOupaem po3ait Games — pucyHox 3.1 B sikomy
CTBOpIOEMO THII cBiTY Blank — 11e mycTuii cBiT ¢ cTBOpeHa TUIbKM 0a30Ba KapTa,
Takok obupae Blueprint Ta Bimkmiouaem starter content. Pe3yiapTar cTBOpeHOTO

CBITY MOKa3aHUI Ha PUCYHKY 3.2

RECENT PROJECTS @‘

GAMES : 4*

FILM IVID‘#\ ‘ ' Handheld AR Virtual F.w:alr‘.-' -

LIVE EVENTS'

ARCHITECTU

AUTOMTJ"TT’ <1

PRODUCT DESIGN & ;
MANUFACTURING S

PHcyHK 3.1 — Memnto ctBopenns mpoekty Unreal Engine 5

CEED © © D Gb @D E@D ©

Pucynox 3.2 — CTBOpeHuUii CBIT
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Hami ctBopumo nanky Blueprint ta y Hiit ctBopuMo OiynipunT kitac Character
— e OyJe roJOoBHMI MEpCOHaX, KM Oyae KepyBaTu rpasenb. Hassemo iioro

BP Base Character. Pezynbrat Ha pucysky 3.3

Favorites

MyProject2

&= All
B Content
i Blueprint

Collections ® Q

1 itemn

Pucynoxk 3.3 — CtBopennst BP_Base Character

Jlami 3aiinemo y Hporo Ta y BikHI Component 100aBUMO KOMIIOHEHTH
SpringArm Ta Camera, 3a J0IIOMOTOI0, SIKHX MU HAJIAIITYEMO KaMepy MepcoHaxa.
OcCkUJIBKM Tpa po3paxOBaHa Ha BHUJI 3BEpXy MIJHIMAEM Ta BIIJAISIEM KaMmepy,

pucyHok 3.4

Pucynok 3.4 — Posnin Viewport BP_Base_Character
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Jam nomaiiMo MEpPCOHAaXXKY MOKJIUBICTh pyXaTuch Ha KHoOnku WASD Ta
CTPUTOYKH, JUIsl IbOTO BimkpueM Project Settings Ta 3aifmem y posnin Input, Tam
BiIKpuBaeM Axis Mappings Ta qomaemo 2 HoBux Axis: «Move Forward / Backward»
ta «Move Right / Left», micns vyoro Haznauaemo kiasimm s «Move Forward /
Backward»: W, S, cTpinku Bepx Ta BHU3 Ta aHanorigao — «Move Right / Left»: A,
D, crpinku BrpaBo Ta BiiBo. Jiist S, D, cTpisiku BHU3 Ta BIIBO y MyHKT1 Scale BBegemM

3HAYEHHSA -1, I 1HMUX 3anumuM — 1.

File  Edit Window Tools Help

WY Project Settings ] Untitled

Q

Engine - Input

' The: ed in Defaultinput.ini, whi

Bindings

eniently map

Pucynok 3.5 — Jlomaemo Input

Hamni noBepraemock y BP Base Character ta nmepexoaum y pozain Event
Graph, pge ctBoproemo IBentn «InputAxis» Ta 3a JONOMOIOK HOAM
«AddMovementlnput», skiii mepegaeMo 3HAYEHHS IEPEIHBOIO/TIPABOTO BEKTOpa

rpaBiis Ta 3HaYeHHs Axis Value pucyHok 3.6
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S Add Movement Input
> InputAxis Move Forward / Backward

 Control Rotation

S Add Movement Input
> InputAxis Move Right / Left

et Control Rotation

Pucynok 3.6 — Ckpunt ajis nepecyBaHHs IepcoHaxka

Jlam cTBOpUMO BIKET ISl Bi1OOpaskeHHs! hp rpaBus, 411 HbOTO CTBOPIOEMO
HOBY marnky Widgets Ta ctBoproemo HoBui BimxeT WB_HealthBar, nomaem «Size
Box» Ta «ProgressBar», micist yoro mepexoaum y «ProgressBar» Tta pobumo 3
NYHKTY percent 3MiHYy 3a JONOMOIOI0 Hel MM OyJIeMO peryjroBaTH pPiBEHb

3aIIOBHCHHAA IIKaJIH.

Pucynok 3.7 — Bimxer WB_HealthBar
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[ToBepratouncey y BP Base Character cTtBoproemo nBi 3miHi: MaxHealth,
CurrentHealth Tta ¢pynkuito CreateHealthWidget, ne dynxkuis CreateHealthWidget

oyne migkmrouaty Bipker WB_HealthBar.

& NC Update Health Bar
— lg] T SetWidget

o~

[ Create Health Widget W Create W8 Reatth Bar Widget

D — - P m——p

leaith Bar Widget Reference

Pucynok 3.8 — ¢ynkuis CreateHealthWidget

Takox peamizyeMO OHOBJICHHS IIKAJIU 3JIOPOB’S 3a JOMOMOTOK iBEHTa
MC_UpdateHealthBar, sixuit Oyne Buknmkaruck npu crBopenHi WB_HealthBar,

OTpUMaHHI TKOJIM Ta BIIHOBJICHHS 3I0POB’SI.

© MC_UpdateHealthBar
J SetPercent

Is Valid [P [ ]

I8 Not Valid [>

Target Progress Bar 128

Health Bar Widget Reference

Pucynok 3.9 — iBeur MC_UpdateHealthBar

Tenep cTBOpUMO 1BEHTH OTPUMAHHSI IIIKOM Ta BITHOBJICHHS 3/I0POB’s, a caMe

iBeHTu: AnyDamage pucynok 3.10 ta S_RestoreHealth pucynox 3.11



"$ WC Update Health Bar

4511
© Event AnyDamage ‘

=

T T e e e, e e .

Current ilealth @

P — P
| @ Target

Pucynok 3.10 — iBenT AnyDamage

¢ 5_RestoreHealth

e

Cument Health

SET

% Clamp (Float)

Cument Health Value

Addpin @ Min [0,0]
Max

Max Heatth Current Health »

Max Health Addpin @

Pucynoxk 3.11 — iBent S_RestoreHealth
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2 Branch

“& MC Update Health Bar

Tenep npuiinuia mopa MiAKIIOYATHA aHIMAIll JUIsl HAIIOro rpaBLs, IS IbOTO

CTBOPIOEMO Manky Animations Ta B HEi IMIIOPTYEMO aHIMallii 1J1s1 IEPCOHaXxa, Jai

ctBoproemo Animation Blend Spase, a y mpbomy 3miny speed. Jlomaem animarii

3JICXKHOCTI BiJl HIBUKOCTI MTEPCOHAXkA, SIKIIO MBUAKICTH (0 — aHIMAIIisl CIIOKOTO, JIJIs

OUTBIIOT HIBUAKOCTI — aHIMallisl XOAb0H, a JJIs HallO1Tb1I0l — OIry prUCyHOK 3.12
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aqdO N P

Pucynok 3.12 — Animation Blend Spase

[Ticns uporo crBoproemo  Animation Blueprint ne migkitouyaeMo Haii
aHIMallii Ta HaJalTyHMO YMOBH MIEPEXOTY.

Ha ocranok nojaiiMo 1BEHT SIKMi 3aImycKae aHIMAIlll0 CMEPT1 KOJIU 37]0pOB’ sl
nopiBHioe 0.

© Death -
© Invalidate Timers f Disable Input

© MCDeath
7 SetCollision Response to Channel 7 SetCollision Response to Channel

Pucynox 3.13 — iBent Death
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Takoxx y Bkimaaii HamamtyBanb Charactera moTpiOHO 3aIOBHHMTH ITYHKT
Replication. Came 1 TEXHOJNOTiS JO3BOJSIE KUTBKOM TpaBIsIM OaduTd Ta
B3a€EMOJISITH OJWH OJHOTO, IIe IMpAIO€ MO MPOCTIA CXeMi: CIOYaTKy Misl TPaBIl
NIEPeIaEThCsl HA CepBep 3 KIIEHTA, 116 pOOHMTHCS 3a JOMOMOIO TBOX OJHAKOBHUX
IBEHTIB TEPIINI 3 SKUX BU3MBAETHCSH SK KIIEHT, a Apyruid sk cepsep. [licas goro
cepBep MYJIbTUKACTOM PO3CHJIA€E JIaHi MO BCIM KIIi€EHTaM, 3a JOMOMOT0O0 3 iBeHTA 3

MYJIbTUKACTOM, SIKUA BU3BUBAETHCA 3 CEPBEPA.

3.2 Po3poOka moxy.ist BOpora

OckuIbKH y TPl MOBUHHI OyTH BOPOTH JIaBaiiTe 3aliMIMCsl IX CTBOPEHHSIM JIJIs
CTBOPEHHSIM, JIJISl IOYATKY IMIIOPTYEMO MO/JIEb BOPOTIB Ta IX aHIMAllii, Ta

ctBopuMo blueprint class 15 Hux Ta Ha3BeMo Horo BP Base Enemy.

Favorites

MyProject2

&

BP_Base_
Enemy
Blueprint Class

i Enemy
im Widget

Collections ® Q

1 item (1 selected)

Pucynok 3.14 — CrBopenns BP Base Enemy

Jaitnem y BP_Base Enemy Ta BcTaBUMO IMIIOPTOBAaHMIA MEIIl MOJIEII BOPOTa

Ta JOJaMO KUIbKa KOMIIOHEHTIB.
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- > © Damage Player
© On Component Begin Overlap (AttackCollisionSphere) ——— o Jf Set Timer by Function Name

» — P »
erlapped Component Player to Damage Return Value
Other Actor
Other Comp
Other Body Index Time [1
From Sweep Looping

p Result

© On Component End Overlap (AttackCollisionSphere)

Overlapped Component Handle

Other Actor

Other Comp »

Damage Player Timer Reference
Other Body Index

 Get Overlapping Actors

pul

e = PTV
Attack Collision Sphere Target Overlapping Actors EMPTY

Class Filter

Pucynox 3.16 — IBent OnComponentBeginOverlap Ta

OnComponentEndOverlap
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[ToTiM cTBOpUMO JIOTIKY JIJIi HAHECEHHS IIKOJIM MEPCOHAXY TpaBIld. 3a Iie
BIJIMOBIIa€ KUTbKa 1BEHTIB: OnComponentBeginOverlap,
OnComponentEndOverlap, DamagePlayer Ta MC EnemyAttack. 3 Hux
OnComponentBeginOverlap ta  OnComponentEndOverlap BinmoBizaiooTs 3a
MomajaHHs 10 TePCOHAXy KOJM BiH Tepecikae cdepy koumisii Bopora, a
DamagePlayer ta MC EnemyAttack 3a 3aBmanHs MIKOAM Ta MPOTPaBaHHS aHIMAITil
ataku. Pe3ynpTar 300paxeH Ha pucyHky 3.16

-

15 Dead NOT

=4 o Once t Eranch
B—m——p

<> DamagePlayer

I Apply Damage Replicat A I Retriggerable Delay °
» Completed [
_Playerto Damage —
Damage

€ MC_EnemyAttack

F Play Anim Montage

f Play Sound atLocation

Attack Animation

Pucynok 3.17 — IBentun DamagePlayer ta MC_EnemyAttack

Tenep MoXxHa CTBOPUTH JIOTIKY OTPUMAaHHS IIKOJM BOPOrOM, BOHa Oyza
3HaXOJUTHUCh B 1BeHTI AnyDamage, Takox 100aBUM MOKa3 IIKOJIU MiJ 4ac aTaku
NepCcoHaXka, PEakKIlilo BOpora Ha aTraKy y BUTIISAII 3BYKy Ta 3yNMHHKH BOpOTa 3
IpOrpaBaHHsM aHIMallli OTPUMAaHHS IKOU. Takok OHOBJICHHS 3HAUEHHS 37]0POB 4,

KpIM TOrO mepeBipka Ha cMmepTh Ta 3amyck 1BeHTa MC Enemy Death , saxuit
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BIJIKJTIOUAE KOJII3110 31 BCiMa 00’ €KTaMHM Ta 3aIllyCKae 3alycKae aHiMallilo CMepTi Ta

3HHIIYE TIeH 00’ EKT.

‘simulate impactofhit) =
& MCon Hit
l‘ & Spawn Floating Text 7 Stop Move ;
Targ fieg A faigel _ [TEmand

» True B

Condition False O

<> Event AnyDamage
»
D

Addpin ©

-% [(EcCallon Death

¥ Stop Movement CEndl

Pucynoxk 3.18 — Isent AnyDamage

[Ile 6yno ctBopeHo nBa iBeHta: SpawnFloatingText Ta SpawnSoul, ne
SpawnFloatingText renepye nudpu oTpuMaHoi MKOAM Bijg Tpasiis, a SpawnSoul —
CTBOPIOE «JIyIIy» Ha MICIIl CMEpTI, sIKa MiABHUIIYE KTy IOCBIAY TpaBLs IpH

T IHATTI.

> SpawnFloatingText :
& SpawnActor BP Floating Text
P e —— (]

Damage Return Value

Return

>
F Random Float in Range Y add pin @

Min | -10,0 | Return Value

Max [10,0
* F Random Float in Range Damage

Return Value

Max [10,0
" ¥ Random Float in Range

Min[-10,0]  Return Value

Max [10,0]

Pucynok 3.19 — Isent SpawnFloatingText
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& SpawnSoul

# SpawnActor I Branch % SpawnActor BP Base Chest

—_——p True B D

Return Value Condition  False [ Class Return Value
Elite

—®

® «[0] v[oa] .|1DD-']‘ Add pin @

Return Value @ -
Instigator

Pucynok 3.20 — Isent SpawnSoul

Tenep noTpiOHO HABUWTHM BOPOTIB IMIyKAaTH Ta HaMagaTH Ha TIpaBL,
nepeciiaysaru oro. st iboro y Unreal Engine 5 — € coi inctpymenTn. Tomy uist
nouatky ctBopuMo AlControler, Behavior Tree Ta Blackboard. ¥V Blackboard
cTBOpuM Tpu Kitoua: SelfActor — pedepenc Ha camoro cede (00’ekt BP_Enemy)
Target — pedepenc Ha rpaBus, Ta Behavior — sxuii mokasye siki BUAM BOPOTiB

MOXYTb 3’ SIBJISITUCH, a K1 HI.

Pucynok 3.21 — Blackboard

Jlani ctBoproemo Behavior Tree, ne 3a3navaem, 1o Boporu Oy1yTh YeKaTH 5
CEKYH/I, a OTIM pyxaTuch 10 Target abo rpaBIiis, TAKOX CIOJI MU MIIKIIOYAEM BKE

ctBopennii Blackboard st orpumanns kimoua Target.
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¥. ROOT

. Selector
Selector

<» BTS_Base_Enemy

se_Enemy:

@ @
[J Blackboard Based Condition () Blackboard Based Condition
s Equa ed @ B Is Equal To Active 5
= Move To
MoveTo: Target

Pucynok 3.22 — Behavior Tree

B kiaci AlControler cnouaTky Bukiukaerbes 1BeHT BeginAl, saxuii Bu3nuBae
iHmmit iBeHT FindTarget koxkHy cekyHay. BiH B cBOIO 4epry mepeBipsie, Ud >KUBHM
rpaBellb Ta OOHOBJISIE MACUB TPABIIIB, MICJS YOT0 3aMucye Horo pedepeHc y kiou

Target. [nmmit iBenT On Possess 3amyckae Behavior Tree Ta iBent BeginAl.

<> Event On Possess »4 Cast To BP_Base_Enemy

F Run Behavior Tree < Begin Al

| »

Player Array Target [[self | Return Value Target [ self ‘

Target Player Array

BT.

Pucynok 3.23 — IBenT On Possess



4> BeginAl & Find Target

< FindTarget

J Set Timer by Event

True [

f 4> Update Target Amay

rizs =

" 'Get Actor Location

DevelopmentOnly

JF SetValue as Dbject

Pucynox 3.24 — IBent BeginAl

Target |gelf

[ J Find Nearest Actor

3.3 Po3po0Oka MoayJist aKkTUBHUX 31I0HOCTEH rpaBust

47

Cgoi 3116H0cTI (Abilities) rpaBenb Oye OTpUMYBATH 3 MIABUIIICHHSIM P1BHSA,

TOMY TMOTPIOHO CTBOPUTH KOMIIOHEHT, SIKUM OyJie J0/JaBaTH HOBI 310HOCTI 110

MIEPCOHAXKA, TAKOK HEOOX1THE CTBOPEHHSI BIJKETIB JIJIS IOCBITY, T1IBUILIEHHS PiBHS

Ta BUOOPY 3110HOCTI.

J1J1st moyaTKy CTBOPUMMO BIJIKET JUIs1 B1IOOpa’KEHHS MPOTpecy PiBHA Ta HA3BEM

roro WB_PlayerHud. Jlam Bcepeauni mporo ctBopum Canvas Panel, Overlay,
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ProgressBar, TextBlock mms BimoOpakenHs piBHs Ta Vertical Box 3 2
HorizontalBox g1 akTHMBHMX Ta IMAcHBHHUX 3J10HOCTEH, Ha OCTaHOK J00aBHUM

TextBlock nms BimoOpaxkeHHs yacy

7" Add Chid

(I Create W Abiity Tie Wiiget

F* Aod Chid

Pucynok 3.26 — ®ynkuii Build Hotbar
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B po3aim Event Graph ctBoproem 2 ¢ynkiii: Build Hotbar Ta UpdateTime.
[lepmia A7 CTBOpEHHS BIIXKETa BUBYCHHX 3/10HOCTEH Ta PO3MIIIEHHS iX Yy
HorizontalBox B 3ayexxHOCTI Bij iX TUITy. A Apyra A BUIJIIKY 4Yacy BiJl MTOYaTKy

TpHU.

- T SetText (Text)
B Update Time Target is Te

Time @ — Target

T— @ InText

T ——

Text Block Time

Pucynox 3.27 — ®ynkuii UpdateTime

Build Hotbar BukopucroBye e oaun crBopenuii Bimker WB_AbilityTile,
AKkui OyJe CTBOPIOBATHCH Ta PO3MINIYBATUCh y OAMH 3 ABOX HorizontalBox. B
3aJIEKHOCTI BiJl 00paHoi 3mi0HOCTI Ta ii piBHSA BUIKET Oyle 3MIHIOBATHUCH
BCTaBIIAIOYH MOTPIOHE 300pakeHHs Ta TekcT. Cami 300paskeHHs OyiIu IMIIOPTOBaH1

3aB4aCHO.
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:= Hierarchy X 1= Bind Widgets

[WE_AbilityTile]

| dy

[w]Image_lcon
[TextBlock_Level] "5"

Pucynok 3.28 — Bimxxer WB_AbilityTile

I T Set Brush from Texture T SetText (Text)
¢ Event Construct U= Target is Image Target is Te
= e =
T T
f Target f
Image lcon g Text Block Level
Texture ~ @ InText

Target

T——.

lcon Match Siz f )
o Match Size T ToText (Integer)

< @ Value Retumn Value @~

W
——

Level @—2

Pucynok 3.29 — Event Graph Bimxera WB_AbilityTile

[TpuiitioB yac CTBOPUTH BIKET JIJISL MIAHIATTS PIBHS Ta 0OpaHHs 3/110HOCTI.
Hazeem ix WB LevelUpMaster ta WB LevelUpltems. B mnepmomy mpocto
MOBIJJOMJICHHS TIPO TI1IBUIIIEHHS PIBHS, a APYTHUMA 1a€ Ha BUOIp YOTHPHU 3A10HOCTI 3

KApTUHKOIO, OITMCOM Ta PIBHEM 3A10HOCTI.
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Text
EDITOR
INPUT

PANEL

~ LEVEL UP!

Choose a new ability or
upgrade an existing one

Pucynox 3.30 — Bimxer WB_LevelUpMaster

Ha xnomnky Continue BuzuBaethcsi BikeT WB LevelUpltems. B skomy

OynyTh cTBOproBaTuch yoTupH Bipkera WB_LevelUpCard, sik BapianTi BUOOpY.

LISTS

MISC
OPTIMIZATION
PANEL
PRIMITIVE

I= Hierarchy X i= Bind Widgets
Q

[WBE_LevelUpltems]
Ol r]

[ verticalBox_ltems

Pucynok 3.31 — Bimxer WB_LevelUpltems
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0O
[]Image_lcon
[TextBlock_Mame] "Ability Nam o’ @
[T][TextBlock_Level] "Lev
[T][TextBlock_Desc]

Pucynox 3.32 — Bimxer WB_LevelUpCard

Tenep iX nNOTPIOHO MIAKIIOUUTH JO TMEPCOHAXa, JUIsI LBOTO MOXHA
Bukopucratu PlayerControler. B sxomy OyIyTh MiAKIIOYAIOTBCA BIJKETH:
WB_ PlayerHud, WB_LevelUpMaster ta WB_LevelUpltems. Takox TyT OyayTh

OHOBJTIOBATHUCH 111 Ta 1HII BIKUTH. TyT K€ peanizoBaHa JIOTiKa MiJBUILEHHS PiBHS.

weturn Vaie
e Gameplay Ul - e - T Eanch

Pucynox 3.33 — ®@ynkuis makmodeHds Bimpkera WB_PlayerHud

& 0C Update Hud Hotbar & 0C_UpdateHudHotbar e e T
< Event Update Hud Hotbar © Build Hotbar

Pucynok 3.34 — ®ynkuist onosieHHs Bimxkery WB_PlayerHud
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Tenmep komu Bci MOTPIOHI BIPKETH CTBOPEHI MOMKHA IPUCTYIUTH 10
CTBOPEHHsI caMuX 3Ai0HOCTeN sl mporo — crBopuMo Actor Component, sKuit
no6aBumo 10 BP Base Character qyis noaBanHs HOBUX 3710H0CTel. Beboro Oyie
JOTHPU aKTUBHUX 3710H0CTI: Hammer, Frost bolt, Lighting bolt ta Fireball.

Poznounemo 3 Hammer, BiH TOBHHEH CTBOPIOBATH MOJIOT, SIKUH KPYTHTHCS
HABKOJIO HAC MEBHUI Yac Ta aTakye BOpOriB. st IbOTo CIIOYAaTKy CTBOPUMO cepy
3 TPaCOBAHUX JIy4iB, BOHA TIEPEBIPSIE UM € B PaAiyci 00’ €KT BKA3aHOTO KJIacy, MiCIIeM
CTBOPEHHsI OyJ1e KOOpAMHATH MTePCOHaXY. [lai AKIo sSIKuiich BOPOT MomnaB y cdepy,
BIH BTPATUTh 3JI0POB’d, ajie JIMIIE pa3 HaBITh AKIIO BiH HaXOAUTHCS B cdepi, ado

3aXOJUTh 1 BUXOJUTH 13 Hel. | B KIHIII CTBOPIOEMO MOJI€]Ib MOJIOTa HABKOJIO HAC

Pucynok 3.35 — Ckpunt pobotun Hammer
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Ham posrasiuemo Frost bolt, morika ioro po6otu mpoctima. Crodarky
CTBOPIOETHCS cepa Koui3ii Ta BOHA MEPEBIPAETHCS HA MEPETHUH 3 KJIACOM BOPOT,
TICJIS YOTO CIIOYaTKy CTBOPIOETHCS MoAeNb Frost bolt, a MOTiM KIJTBKOCTI 1ICHYIOUHX
MOJIeJICH JOJAEThCs, 1€ OJHA JOMOKH KITBKICTh ICHYIOUMX MOJEJCH He CTaHe
PIBHUM MaKCHUMaJIbHIM KIIBKOCTI MOJIEJNIEI, TO/I1 HACTYITHA CTBOPUTHCS TUTBKU MICIIs

IonagaHHAa Ta 3HUIIICHHA HOHepeI[HLO.l..

Pucynoxk 3.37 — Ckpunt po6otu Lighting bolt
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Hactynuwmit Lighting bolt, Bin me npoctimmuii 3a Frost bolt. Ha Biagminy Bix
octanHboi B Lighting bolt mpocTo cTBOproeThes cdepa Komizii Ta HAHOCUTH KOy
nicist ctBopeHHs mozeni Lighting bolt. € auna nepesara nepen Frost bolt nossirae y

esosrolnii Lighting bolt kou BiH aTakye MOBTOPHO.

OcTaHHIM 3aJTUIIMBCS, SKUN 3pOOJICHHUM Tak caMo fK 1 2 TIOMepeHIX, OKPIM
eBOJIIOLIT sIKa 03BOJIsIE 3amyckatu e onuH Fireball. A B ychoMy iHIIOMY BOHH

1ICHTAYHIL

Pucynok 3.38 — Ckpunt po6otu Fireball

B xiHmi mu ctBoproeMo ¢yHKIi0 SetStartingAbility, sika mo6aBisie HOBI
3M10HOCTI a00 MOKpaIy€e BKEe BUBUCHI JJIsT 00’ €KTa 10 SIKOTO MPUKPITUICHUHA TIeH
KOMITOHEHT. /{7151 11boro BiH BUTATrYe 1H(OpMaIio 3 0a3u IaHuX, Jie € 1HPopMallis
PO KOKEH BUJ 3[1I0HOCTI Ta 100aBisie B HOBY 0a3y, sika BIAMOBIIA€ 3a TIEPCOHAXKA

rpaBI.
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(‘ Level Up Hammer

[ Set Starting Ability f Load Player Data £* Switch on E_ActiveAbilities / »
» - e —————. Hammer [ arget [ self |

! 3 Selection Frost Bolt [ —
. s || f 2| Up Frost Bolt
Target — Lightning [B el is E
[ S ee———— Fireball [ » C
L S Vi Characters

Target [self |

“& Level Up Lightning
»
Target [self |
& Level Up Fire Ball

Target [self |

Pucynok 3.39 — @yukiito SetStartingAbility

3.4 CTBOpeHHS irpoBOro piBH#

J51st CTBOpEHHS IrpOBOTO PiBHSI, MOYKHA BUKOPUCTATH MPOCTI KyOI4H1 Melln Ta
PO3TaBUTH iX 1100 CTBOPUTHU apeHy il rpu. [1oTiM Ha 110 apeHy po3TaHyTH «Nav
Mesh Bounds VVolumey asist poOoTH mITydHOTO iHTENIEKTY. TakokK B IEHTPi

CTBOPIOEMO TOYKY CIIaBHA I'PaBIIs

Pucynok 3.40 — Kapra irpoBoro piBHs\
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Pucynox 3.41 — Kapra irpoBoro piBHS ITiJ1 9ac Tpu

3.5 BucnoBoxk

B tperboMy po3aimi Oysio CTBOPEHO NEpCOHaXka IpaBlisl Ta peasli30BaHO
0a30Be KepyBaHHS, CTBOPEHI CKPUNTH I OTPUMAaHHS IIKOIHW Ta BiTHOBIICHHS
3II0POB’ s, TAKOK pealli30BaHUM KiHEIb TP y BUIAIKy OITyCKaHHS 37J0POB’S 710 HYJIs
Ta MIIKITI0YCHI aHIMaIlii pyxy.

Byno cTBopeHO Kijbka BIKETIB JJIs BioOpaXkeHHs pi3HOI iH(popmMartii mpo
rpaBi, ab0 IrpOBHIA TIPOTpPEC.

byno cTtBopeHo mepcoHaka Bopora, peaji3oBaHO METOJ HAHECEHHsI KON
TpaBIl0, OTPUMAaHHA IIKOJM BiJ TpaBlsi, CMEPTh BOpOra, aHimarii Horo
nepecyBaHHs, aTakd Ta CMEpPTi, CTBOPEHO [EPEeBO TMOBEIIHKM Ta KOHTPOJIEP
MITYYHOTO 1HTENEKTY, SIKUH IIyKae Tepeciiiye Ta aTaKye rpaBIIs.

Byno cTBopeHH] YoTHPH yHIKaJIbHI 3410HOCTI, K1 IpaBellb MIT BUOpATH Mif
yac MIJBUIIECHHS PIBHA, pPEATI30BaHO JIOTIKY iX pOOOTH, HAHECEHHS IIKOJH,
JI0JTIaBaHHS JI0 TIEPCOHAXKY, Ta IMiIBUILICHHS PiBHS.

Taxosx Oyna cTBOpeHa KapTa irpoBOro piBHSI.
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BUCHOBKH

VY pamMkax BUKOHaHHs OakalaBpChKOi KBamidikaiiiHoi poOboTH 0yIio
IIPOBEJICHO BCEOIUHY pOOOTY HaJl CTBOPSHHSM MPOTPAMHOTO MOJTYJISI MOJTYJIS
aBTOPCHKOI Tpu Ha irpoBomy pymrii Unreal engine 5. TIpoekt Bkito4as
MIPOCKTYBAaHHS KOPUCTYBAILKOTO 1HTEpdercy, po3po0Ky aJropuTMiB poOOTH,
pO3poOKU MOJIes1 poOOTH, CTBOPEHHS ITPOBOTO IIUKITY, PO3POOKH YCIX OCHOBHUX

MOJIyJIiB TPH Ta IrPOBOTO PIBHSI.

Byso npoBeaeHo aeTanbHe TOCHIIKEHHS PO3BUTKY 00J1acTi IrpOBOi
PO3pO0KH, BUI1JIEHI OCHOBH1 IHCTPYMEHTHU MOTPiOHI JJ1s1 po3poOku irop Ta byio
PO3IIIHYTO 1CHYIOUl aHAJIOTH 1rop B 00paHOMY KaHpl Ta MpOoaHali30BaHO Ha
CWJIbHI Ta cJIa0Ki CTOPOHU, TaKOK OyJIM BUSIBICHH1 HaWBUPA3HIII 0COOIMBOCTI
st po3poOku OyJia 0OpaHa BizyalibHa MOBa IporpamyBaHHs Blueprint,
MPUYHUHOIO JTAHOTO PillIeHHsI OyJI0O MPUIHSATO JIETKICTh BUKOPUCTAHHS MOBH Ta

HIBUIKICTh PO3POOKH MPOTpaMU Ha Hid

OpHUM 3 KIIFOUOBUX aCHEKTIB pOOOTH OYyJI0 MPOEKTYBAHHS
KOPHCTYBaIbKOTro 1HTEpdelcy, 10 rnepeadadano BU3BHAYCHHS OCHOBHUX
€JIEMEHTIB, SIKi 3a0€3MeUyI0Th IHTYITUBHO 3pO3YMUINN JOCTYI A0 (PyHKIIi#
cucteMu. Ha 0CHOBI TpOBEACHHUX JOCIIKEHB Ta TECTYBaHb OyJIO CTBOPEHO
MakeTH 1HTepdeicy, 0 JO03BOSIIOTh KOPUCTYBA4YaM JIETKO OPIEHTYBATHUCS Y

J0/IaTKy Ta e()eKTUBHO BUKOPUCTOBYBATH MOTO (PYHKIIII.

Po3poOka anroputmiB po6OTH 0XOMUiIa YC1 OCHOBHI QJITOPUTMHU I'PHU HA
irpoBoMy pyiii Unreal engine 5, 30kpemMa aaropurMa peaisailii irpoBoi CHCTEMH.
Taxox Oyna cTBopeHa Mozes rpu Ha pymii Unreal engine 5 ta 3aBasiku
po3pobsIeHNM anroput™Mam Oyiio nocarayTo nepexia Big 2.5d no 3d 6e3 Benukux

3aTpaT MPOYyKTUBHOCTI, 3 TBUIIEHHSAM PiBHSI Bi3yadbHOTO O(DOPMIICHHS pOOOTH.



Po3poOka camoi rpu BKiIIoYana B cebe CTBOPEHHSI MO/JIelTi IepCOHaxa,
BOpOTa, BIKETIB Ta 3/110HOCTEH TpaBisd. CTBOPEHO MITYYHUHN 1HTENEKT, IKUN
JI03BOJISIB IIYKATH Ta MEpeciiayBaTh rpaBid. Ta rpymna yHiKaabHUX 3110HOCTEH,

SIK1 MOKJIMBO BUIIPOOYBAaTH HA BOpPOrax

Ha ocHoB1 nmpoBeieHoi poO0TH MOKHA 3pOOUTH BUCHOBOK, 1110 OCHOBHI
eTany MPOEKTYBAaHHS Ta PO3POOKH MPOTPAMHOTO MOJIYJIsl aBTOPCHKOI TPy Ha
irpoBomy pyiii Unreal engine 5 BukonaHi ycminHo. JIocArayTi pe3yibTaTu
3aKJIaJal0Th MIIHUN PyHAAMEHT JUIsl TOAAJIbIINOI pOOOTH HaJl MPOEKTOM Ta
3a0€3MeuyI0Th BUCOKY SIKICTh KIHIIEBOTO POJYKTY. Y Cl MOCTaBICHI 11T
OakanaBpCchKOi KBamQikaiitHoi poOOTH OyIu TOCATHYTI, IO MiITBEPIKYE
e(eKTUBHICTh OOpaHUX METO/IIB Ta MIAX01B. HacTymHUM KpOKOM € 3aBepIICHHS
PO3pOOKH MOJTYJIsl, HOTO TECTYBaHHS Ta MIATOTOBKA /10 BUITYCKY HA PUHOK, 3

ypaxyBaHHSIM OTPUMAHOIO JIOCBIY Ta BUCHOBKIB, 3pO0JICHUX MiJ YaC MPAKTUKH.
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JTOJATOK B
THCTPYKIIISI KOPUCTYBAUA

1. BiakpuBum rpy mepiue, o nodade kopuctypau Oyzae rojsoBHe mexto. 11[o0
po3IoyaTy rpy moTpiOHO HATUCHYTH KHOIKY hOSt game, a 11100 nmpuegHaTUC

710 TOTOBOT IrpH jOIN game.

sunvivers Template

Pucynok b.1 — I'o1oBHE MeHIO TpH
2. Jani micis movaTtKy TpH Ha KapTi BOPOTH PO3MOYHYThH aTaKyBaTH TPaBIIf,
riepeMararods ix rpaBellb OTPUMAE JOCBIJ Ta MiABUIICHHS PiBHS, OTPUMAaHHS

HOBUX 3110HOCTEN.

Pucynok b.2 — Criena nmovatky rpu
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3. Ilicns mopas3ku TpaBisl 3’ SBISETHCS Pe3yabTaT TPU Ta yepe3 ACSIKUN Yac

I'paBLA IICPCKUAAE HA3a/ 10 I'OJIOBHOI'O MCHIO.

DEFEAT

Enemies killed: 2

Traveling back to lobby

Pucynok b.3 — Kinens rpu
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JTOJATOK B
['PA®GIYHUIM TJOJATOK

BKA MPOTPAMHOTO M...

«PO3POBKA NMPOTPAMHOIO MOAVYAY
ABTOPCHKOI PU HA ITPOBOMY. PYLUII

UNREAL ENGINE 5»

BukoHaB: Hay4HuI kepiBHUK:
CyboriH I. A. AeHuciok B. O.

Pucynok I'.1 — Ha3Ba pobotu

BMMOTH TA PEAAIZYBATU MOXKAMBICTE OArATOKOPUCTYBALLLKOI MPM.

MpeAMET AOCAIAKEHHS — AATOPUTMM TA MPOFPAMHI 3ACOBU AAS CTBOPEHHS MPOTPAMHOO

Pucynok I'.2 — Mera, 00’€KT 1 TpeAMET JTOCITIIKEHHS
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OCHOBHI 3a0A04i po60oTH

- [NpoBECTU AHAAI3 ICHYIOYMX ITOP Y BUDPAHOMY XKAHPI TA METOAM TX PECAIZALLM.
- Po3pcbut CTpyKTYpy MOAYAS QBTOPCHKOT IpUM HA irpoBomMy pyLuil Lnreal engine 5.

- OBrpyHTYBATH BMOID AATOPUTMIB POOOTU NMPOrPAMHOIO MOAYAS ABTOPCHKOT IpU Ha

- PO3p0OBUWTU QAFOPUTMU MOAYAS ABTOPCEKOT IPM HA irpoBoMmy pyLuil Unreal engine 5;

- BUKOHQTU NporpamHy pEaAIZaLLIID MOAYAS CBTOPCHKO! IPpM HA irpoBoMy pyLUii Unreal
engine 5.

Pucynoxk I'.3 — 3agaui 6akanaBpchKoi TUIIIIOMHOI pOOOTH

HaykoBa HOBM3HA

3ABASKM BUKOPUCTAHHIO irpoBoro pyLuis Unreal Engine 5 MOXAMBO CYTTEBO 30IAbLLIMTM
PiBEHb MPOAYKTMBHOCTI TA 3MEHLLIMTK AQNAPATHI BUMOTH.

3ABASKM BUKOPUCTAHHS TEXHOAOTI Replication pedaAisyeTbc MOBHOLLIHHA cUCTEMA
BAraroKOpPUCTYBALLKOT P, SKA AO3BOASE MIAKAIOYEHHS 5K AO AOKQABHUX CEPBEPIB TAK | AO
TAODAABHMX.

Pucynok I'.4 — HaykoBa HOBU3Ha
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AHAAOIU

Magic Survivor

Pucynok I'.5 — Ananorun

Unreal Engine 5

[Nepeparu HeAoAikM
padbika BUCOKOT AKOCTI Bucoki Bumorn Ao obAaAHAQHHS
QONIMAMIZOBAHICTE CKAQAHICTb HOBYOHHS

3PY4HICTb AAS PO3POOKM

LLIMpoka NIATOMMKA CRiABHOTH AiLLeH3YBAHHS

Kpocnagardh

Pucynok I'.6 — I1epeBaru ta Hemomiku Unreal Engine 5



Unity

MNepesarm
APY>KHiM AO MOYATKIBLLB iHTEpdDEMC
MNiatpyrmka 2D 1a 3D

BOYAOBAHI IHCTPYMEHTH QHOAITMKK TA
MOHETU3ALLT

LLInpoka NIATRPHMMKA CMIABHOTH

KpocnAgrchopMEHICTb
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HeAoAikH

OntmnmizaLls
dkicTb rpadoikm
CTaHAQPTM3ALLS IHCTPYMEHTIB

AiLeH3yBAHHS

Pucynok I'.7 — IlepeBaru ta Hemomiku Unity

Godot

[Nepesarm

BiAKPHTHI KOA

MiHIMAAICTHUYHKIA TQ IHTYITMBHO 3PO3YMIAMIA
iHTepdbenc

[HYYKC CMCTEMA CLIEH TA BY3AIB

KpocnaardbopmeHicTb

HeaoAikm

OBMEXKEHI Bi3yQAbHI MOXXAMBOCTI

MeHLLa KiABKICTb pECYPCIB TA TOTOBMUX
OKTMRBIB

[MiATPMMKA CTOPROHHIX IHTErP AL
MacLuTabyBAHHS NPOEKTIB

bararokopmcTyBALBKI irpy

Pucynok I'.8 — Iepesaru ta Henomiku Godot
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Blueprint

MNepesarn

AOCTyMHICTb Heaoniku

LLIBMAKICTS pO3POBKM OBMeEXKEHI MOXKAMBOCTI

IHTerpauis 3 Unreal Engine 3AAEXHICTb BiA

Pucynok I'.9 — IepeBaru ta Hemomiku Blueprint

AepeBo HacAaAyBaHHSA kaaciB Unreal Engine 5

| |
Actor | Actor Component |

| Pawn | |CiameMode| |Controller| |Scene Componentl

I
[ |
| Character | | PlayerController | |AlController|

Pucynok I'.10 — JlepeBo HacaigyBanns kiacis Unreal Engine 5
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3AaraAbHUM AATOPUTM POB6OTH FpM B XAHPI rogueliken

Pucynok I'.11 — 3aransHuii anroput™ podoTH rpu B *kaHpi «roguelike»

AATOPUTM peaAisaLii rpu B XaHpi «rogueliken

Pucynox I'.12 — Anroputm peanizariii rpu B xaHpi «roguelike»
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[OTOBUM BUFASA irPOBOro piBHS

Pucynok I['.13 — ['oToBHIi BUTJIA iTPOBOTO PiBHS

BUCHOBOK

BCi 30BAQHHS, NOCTABAEHI NEepea BAKAAQBRCHKCIO AMITAOMHOIO RPOBOTOID, BYAH BUKOHTHI B
NoBHOMY 0OCs3i, a came:

QBOIPYHTIOBAHO. GKTYGAABHICTh RO3ROOKU MROIRAMHORG MOAYAS ABTORCHKST DU HA IFROBOAY.
pywlii Unreal Engine 5.

[IPOQHAAIZQBAHO CYYACHI TEXHOAOII IFROBOT PO3ROOKM.

Po3pobaeHo aaroputm chyHKILIOHYBAHHS MOAYAS QBTORCEKON [RU -

Po3poBAEHO NPOIRAMHE. 306e3NeYEHHI ABTORCEKO! IRK HA irpoBomy. pyLUil Unreal Engine
5

Pucynok I'.14 — BucHoBok
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ASKYIO 30 yBArY

Pucynok I'.15 — Jlskyto 3a yBary
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