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PEDEPAT

Kpanidikamiiina pobGora Marictpa «lIIpoexkTyBanHs Ta po3poOka Trpu 3
BukopuctanuaMm Unreal Engine 5 Ta C++»: 60 c., 21 puc., 7 mxepen, 4 nogaTKu.

I'PA, ITPOBMI1 PVIIIA, PO3POBEKA IHTEPAKTMBHUX CUCTEM,
C++, GAME DESIGN, UNREAL ENGINE 5.

O06’€eKT AOCHIIKEHHS — TMPOIEC MMPOEKTYBAHHS Ta PO3POOKH KOMIT FOTEPHHUX
irop 3a tonomoroto irposoro pymiis Unreal Engine 5 Ta MoBu nporpamyBannst C++.

Merta poboTH: CTBOpEHHS NPOTOTUNY I'pH 3 BUKopucTaHHsaM Unreal Engine 5
Ta peaiizallisi OCHOBHUX MEXaHiK 3a gornomororo C++.

Meton JOCHIUKEHHS — aHalll3 Cy4YacHHX TEXHOJIOTIH po3poOKH 1rop,
nocimipxenHss MoxumBocted  Unreal Engine 5 ta CH++ anga  crBopeHHs
IHTEPaKTUBHOIO IrPOBOT'O CEPEIOBUIIIA.

VY kBamigikauiidHii poOoTI AOCTIIHKEHO NPEIMETHY 00JIaCTh KOMIT FOTEPHUX
irop, ix kiacu@ikaiilo Ta OCHOBHI BMMOTHM JO CYYaCHUX IIPOBHUX IPOEKTIB.
[IpoBeneno anamiz moxknuBocted Unreal Engine 5 sax omHoro 3 mpoBigHUX
IHCTPYMEHTIB [IJI1 CTBOPEHHS IHTEPAKTUBHUX MPOIYKTIB. BHUBYEHO mnepeBaru
BUKOpHUCTAaHHS MOBU C++ 17151 pOOOTH 3 IrPOBUM PYIITIEM.

Po3pobiieno koHIIeNIIi10 TPy, BUKOHAHO MPOEKTYBAHHS 11 OCHOBHUX MEXaHIK,
1HTEepeicy KOpUCTyBadya Ta CTPYKTYpu piBHIB. Peasli3oBaHO OCHOBHi IrpoOBi
dyHKI111, Taki K KEpyBaHHSI IEpCOHaKeM, 00poOKka (Pi3uKH Ta B3aEMO/Iis1 00’ €KTIB Y
3D-cepenoBumi. Jlns  3abe3meueHHsT 3pYYHOCTI BHKOPUCTaHHS  CTBOPEHO
IHTYITUBHO 3p0O3yMuIHii iHTep(deiic KopucTyBaya.

Po3pobennii mpoekT Moke OyTH BUKOPUCTAHUMN K OCHOBA JIJISl TIOJAJIBIIIOTO
PO3BUTKY IrpOBOTO MPOIYKTYy a0 SK HaBYAIbHUW MPHUKIAN Ui BHBYCHHS

moskanBoctel Unreal Engine 5 ta C++.



SUMMARY

Master’s qualifying paper “Game Design and Development Using Unreal
Engine 5 and C++”: 60 pages, 21 figures, 7 references, 4 supplements.
, GAME, GAME DESIGN, GAME ENGINE, INTERACTIVE
SYSTEMS DEVELOPMENT, UNREAL ENGINE 5.

The object of the study is the process of designing and developing computer

C++

games using the Unreal Engine 5 game engine and the C++ programming language.

The aim of the study is to create a game prototype using Unreal Engine 5 and
implement core mechanics with C++.

The method of research is the analysis of modern game development
technologies, exploration of Unreal Engine 5 capabilities, and the study of C++ for
creating interactive game environments.

In the qualification work, the subject area of computer games, their
classification, and the key requirements for modern gaming projects were
investigated. The capabilities of Unreal Engine 5 as one of the leading tools for
creating interactive products were analyzed. The advantages of using C++ for game
engine development were explored.

The concept of the game was developed, including the design of its core
mechanics, user interface, and level structures. The primary gameplay features were
implemented, such as character control, physics processing, and object interaction
in a 3D environment. An intuitive and user-friendly interface was created to enhance
user experience.

The developed project can serve as a foundation for further game development

or as a teaching example for exploring the capabilities of Unreal Engine 5 and C++.



SMICT

3aBaaHHs HA KBATIPIKAIIHHY POOOTY .. .uutenttttnttetteiteete et eteeieeeeniaeenes 2
PeIEPAT ... e 4
SUMIMEIY ... ettt b e bt e e st e e s nbe e et e e e nbe e e bbeenneas 5
27 114 o SO 8
1 TEOPETHTHI BITIOMOCTI ..vveuvvieteeesutiesstisssteeassesasteessseeesssessssessssesssbessseessssesssnesssnes 10
1.1 TTOHATTSI KOMIT FOTEPHOT TPH 1evvvveessrreeeitresssssnesssssnesssssesssssssesssssesssssseessnes 10

1.2 BUMOTH JTO CYTACHHTX ITOP «vvvveirrrresireesiineessseessssseessssseessssssessssnessssssssssnns 11

1.3 IlomynsipHi irpoB1 PYIUIi: MOPIBHSIBHUM QHAMIS ..vveruverereeeneeesineenneenneens 12

1.4 Ocob6mmBocTi Unreal ENQINE 5.......oovveiiiiiic e, 14

1.5 IlepeBaru BUKOPUCTAHHS CH+ Y POPOOIIL ITOP .vvvvnrererrreieeerineesineesnens 16

1.6 AHAII3 BUMOT JIO TIPOEKTY ....uveeiureeaneeenreessneessnesssesssessnsesessnsessneesnessnnenas 19

P28 B (010730 141215 15 S SR RP PRI 21
2.1 111 TQ KOHIETILIISE TPH «.vveeuereeeuereessureeesnsseeessseessssseesssseessssssessnsssesssnessnnes 21

2.2 TIPOEKTYBAHHS MEXAHIK TP v .uvveeesssreessssnnessssnesssssessssssesssssseessnsssesssssessnnes 22

2.3 IIpoexTyBaHHS TU3aifHy KOPUCTYBALBKOTO THTEPPEHCY .. .vvvveenvreieeriiee 24

2.4 CTBOPEHHS CLUEHAPIEO PIBHIB.....ce.uveeereesireessreesreeesnneesnneesnneesnessnnesanneessnns 26

2.5 CtBopenHs apxiTekTypu npoekty B Unreal Engine 5 .......cccccoccvvviineenne, 28

2.6 CTBOPEHHS KITACIB ....vvseveeureesnreeeneeasnneessseesnsesssnesasnesesnneesnnessnnessnnesannnsennnes 29

R I AT N 6 LT 6 45 ST 35
3.1 HamamryBanas Unreal Engine 5 ... 35

3.2 PO3POOKA MEXAHIKH TPH c..vveereveeinreesnseeaneeessseessseessseesnsesssnessnsesessneesnneesnenss 37

3.3 PO3POOKA ITPOBHX PIBHIB ...cuvveeiurieanieeaieeesireessseesssessseessseessseeessneesssessnneess 39
3.3.1 IloOynoBa piBHs 3aMKY 3 IBOMA JIOKAI[ISIMA Ta MOCTAMM ............. 40

3.3.2 Po3MIIICHHS NPC, Ta OOCIB ......uuuuuuiiiiiiiiiiiiiiiiiiiiiiiiiniasnnnnnnnasanana. 40

3.3.3 HamamryBaHHSI OCBITJCHHS JUIsl CTBOPEHHS aTMoc(epu TEMHOTO
CEPEITHBOBIUUS ..vvveeuvvveessureeestseeessseesssseesssssseesasseessnsseessnsseesasseesssnseessnsnes 41

3.4 Po3po0Ka KOPUCTYBAIBKOTO THTEPPEICY ...veervvirririeiiieiiiieniieesiieesiiee s 42



T N To 0T 13 1 £ SRR 44

4.1 TeCTYBAHHS ITPOBUX MEXAHIK +veeuvvresiurrresssreressreesssnessssnessssessssssesessneenns 44
4.2 TectyBaHHSA Ul Ta UX ..o 46
.3 OTITHIMIBALIIS . e eeeeee e eeeeeteeeeeees e eessessseees st s eeseesansessessnseeses s seesessnnneeeenns 47
|23 (632 10) 34 Z EF TP PP PP PUUPPRUPRRR 49
TTEPEITIK TIOCHIIAHD ... veeuteeieesieesiee s et et e st e s et e e b e nne e et e beenbeesbeensneenneenneennes 51
Honatox A OcHoBHui kitac PlayerCharacter.h........coccovvviiiiiiiiii e, 52
Honatok b Peamnizatist metoaiB y PlayerCharacter.cpp ......ccoovevverieiecnieniecieee 54
Honatok B Ko kimacy GameManager.h........coocvvviiiiiiiiiie e 56

Honarok I' Peanizaiiis MeTOZiB y GAmMeManager.CpP «...vvvevuveerveerveeriieesnieeenieeenenes 58



BCTYII

VY cydacHOMYy CBITI IFpOBa 1HIYCTpisl 3aiiMae BayKJIMBE Miclie cepes cdep, 1o
HIBUJIKO pO3BUBaOThCs. KoM’ toTepHi irpu nepecranu OyTH JIMIE PO3Barol0, BOHU
CTaJIA TIOTY>KHUM THCTPYMEHTOM JIJIsi HAaBYaHHS, TPEHYBaHb, COIIaTbHOT B3a€MOII1
Ta HaBITh Teparii. 3 PO3BUTKOM TEXHOJIOTIM CTBOPEHHS Irop CTajl0 3HAYHO
JOCTYMHIIIUM, a IrpOB1 MPOAYKTH — CKJIATHIIIKMMH, OUIbII 1HTEPAKTUBHUMHU Ta
O1JIBIII 3aXOIUTFOIOYUMU.

OpHi€ro 3 KIIOYOBHUX CKIJIAJIOBUX YCHINIHOI TpU € il TEXHIYHA peaizalis.
SAxicTh mporpaMHoOTo 3a0e3neueHHs, rpadiku, Gi3UKU Ta IHTEPaKTUBHUX €JIEMEHTIB
HaIpsIMy BILJIMBA€E Ha JIOCBIJl KOPUCTYBaya, 3aJ0BOJICHHS ay IUTOPIi Ta KOMEPLIHHUI
ycrnix npoekty. CydacHi iHCTpyMeHTH, Taki sk Unreal Engine 5, n03BossitOTH
pO3pOOHMKaM CTBOPIOBATH Bpaxaroul irpu, 3a0e3medyroud MOTYKHY Tpadiky,
peanicTuuHy (13UKY Ta BACOKUH PiBEHb MIPOYKTUBHOCTI.

C++ € 0THUM 13 HAUMIOMYJISIPHIIITUX MOB IIPOTPaMyBaHHSs /I CTBOPEHHS 110p,
OCKIJIbKM 3a0e3medye HU3bKHI PIBEHb JOCTYITy JI0 PECYpCIB CUCTEMH Ta BUCOKY
npoaykTuBHicTh. Bukopucranus Unreal Engine 5 pasom 13 C++ BiakpuBae nepen
PO3POOHUKAMH TITUPOKI MOKIIUBOCTI JIJIsl CTBOPEHHS 1rop OyAb-sSKOi CKIaJHOCTI Ta
KaHPY.

Po3poOka rpu Bumarae iHTerpamii 0araTbOX KOMIIOHEHTIB: JAHW3aiHY,
porpamMyBaHHS, TPOEKTYBaHHS IrPOBOrO TMpoIllecy Ta TecTyBaHHSA. Bubip
MPaBUIILHOTO IHCTPYMEHTAPIIO Ta 3aC001B PO3POOKHU € BUPIMIATHLHUM (PaKTOPOM JJIs
YCIIIIHOTO BTIJICHHS 1]1€1.

Kamidikariitny poOOTy HPHUCBIYEHO MPOEKTYBAHHIO Ta PO3POOI TpH 3a
nonomoroto Unreal Engine 5 ta C++.

MeTto10 a0CTiIKEHHSI € CTBOPEHHS MPOTOTHIy TPU 3 BUKOPHCTAHHSIM
cydacHoro irposoro pymris Unreal Engine 5 ta peamizaiiisi ii OCHOBHUX MEXaHIK
MOBOIO nporpamyBaHHs C++.

006’exkTtom pocaimxennst € irposud pymid Unreal Engine 5 ta moBa

nporpamyBaHHsi C++.
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IIpeameTom gocJiazkeHHs € nmpolec po3pooku rpu 3acodamu Unreal Engine
5 ta C++.

VY BiMOBITHOCTI 3 METOO JTOCTIKEHHS CTABJISITHCS TaKi 3aBJAHHSA:

— JIOCHIAUTH TpeAMETHY OOJacTh KOMII'IOTEPHUX IrOp Ta BHUMOTH [0
Cy4YacCHHX ITPOBUX MPOIYKTIB;

— mpoananizyBatu MoxiuBocti Unreal Engine 5 ta C++ ans cTBOpeHHs
irop;

— BHUKOHATH TMPOEKTYBaHHS KOHIEMIii rpu, i MeXaHiK, IU3aiiHy Ta
apXITeKTYypH;

— peaizyBaTH MPOTOTUI Ipu 13 0A30BUMHU MEXaHIKaMu Ta 1HTepdeiicom
KOPHCTYBaya,

— IIPOBCCTH TCCTYBAHHA Ta OI_IiHI/ITI/I PE3yJIbTaTH.
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1 TEOPETUYHI BIJIOMOCTI

1.1 IToHSATTA KOMIT’IOTEPHOI I'pH

KoMmm’toTepHi irpu € OJHI€I0 3 HAWOUIBII JUHAMIYHHUX cdep CydacHHX
iHQopMaliitHuX TexHoJorii. BoOHHM CTBOpIOIOTHCS IS pO3Barv, HaBYAHHS,
CoIllaJIbHO1 B3a€MOJIii Ta HaBiTh Tepamii. Komm’oTepHa rpa — 1e iHTEpaKTUBHUN
MPOTpaMHUI TMPOAYKT, IO HAAAE KOPUCTYBAYEBI MOKJIMBICTH 3aHYPUTHUCS Y
BIpTyaJIbHUI CBIT, JIe B110YBA€THCS CUMYJIAIIS PI3HOMAHITHUX MPOIECIB, B3AEMOJI1H
Ta CUTYyaIliil.

Komm’totepHi irpu kiacudikyroTh 3a 0ararbMa 03HaKaMH, TAKUMU SIK JKaHp,
aTdopma, TEXHOJIOT1T PO3POOKHU, a TAKOK THUIT B3a€EMO/Iii KOPUCTYyBaya 3 iIrpOBUM
CepelloBUIlleM. YCIlilHA po3po0Ka Tpu 0azyeTbcs Ha JOTPUMAHHI OCHOBHUX
TIPHUHIINIIIB, 0 CHPUSIOTH JOCITHEHHIO BUCOKOT SIKOCTI Ta 3ay4eHOCTI rpaBiis [1].

Ipunyun inmepaxmuenocmi. I'pa moBHUHHa 3a0e3neyyBaTH Oe3MEpEepBHY
B32€MO/III0 MIXK TPABIIEM Ta IrPOBUM CEPEIOBHIIEM, IO CTBOPIOE €(EKT 3aHypPEHHS.

Ipunyun enyuxocmi. IrpoBui MPOIYKT Ma€e afanTyBaTUCS A0 PI3HUX MOTPeO
KOPHUCTYBauiB, HAJAl0YM MOXKJIUBICTH BHOOpPY pIBHS CKIAIHOCTI, HAJIAINTyBaHb
rpadiky Ta ynpaBIliHHS.

Ilpunyun mooynvnocmi. IrpoBa apxiTeKTypa MOBHHHAa OyTH TOOYJI0BaHA
TaKUM YHWHOM, IMOO0 MoOXHa OyJ0 JIETKO JoJaBaTH a0o0 3MIHIOBaTH OKpeMi
KOMITOHEHTH TpH, HAIIPUKJIA/I, PiBHI, TEPCOHAXKIB UM MEXaHIKH.

KoM ’toTepHi irpu € yHIKalbHUMU MPOAYKTAMHU, SIKI CYTTEBO BiAPI3HAIOTHCS
BiJl iHIIMX THIIB NPOrPaMHOro 3abe3MeueHHs. IXHS OCHOBHA MeTa — 3a0e3MeunTH
KOPHUCTYBA4€B1 PO3BAKATBLHUN UM HABYAJILHUH JIOCBIJI, @ TAKOXK CTUMYJIOBATH HOTO
B3a€EMO/III0 3 ITPOBHUM CBITOM.

HesBaxatouu Ha pI3HOMAHITTS )KaHPIB 1 PopMaTiB, KOMIT FOTEPHI ITPH MAIOTh
JIEKUJIbKa CIIUIbHUX XapaKTEPUCTHK:

— KOMIT'IOTEpHI IrpH 3aBXKJIU MalOTh IrPOBY JIOTIKY, SIKa BU3HAYa€ MpaBuia

Ta MEXaHIKH, 1[0 KEPYIOTh B3a€EMO/IISIMU B iIrPOBOMY CEpPEIOBHIII;
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— IrpW MOBUHHI OyTHU 3pYYHUMH IS KIHIIEBOIO KOPUCTYyBayda, HE3AIECKHO
B1JI IOTO TEXHIYHUX 3HAHD,
— 1iHTepeiic rpu Mae OyTH IHTYITUBHO 3pO3YMLUINM, 3a0€3MEUyI0UH JIETKUH
JOCTYM JI0 BCiX (PYHKIIIH;
— sKicTh Tpadiku Ta ayaio BIAITpae BaXIWBY pOJb, alkKe came Ii
KOMITOHEHTH (DOPMYIOTh €CTETHYHE CIIPUHHSATTS TPH.
Taxum 9MHOM, KOMIT IOTE€pHA TPpa € CKIIAJHUM MPOTYKTOM, IO TIOETHYE B COO1
€JIEMEHTH MPOTpaMyBaHHs, TU3aliHy, MUCTEITBA Ta IHTEPAKTUBHOCTI, CTBOPIOIOYHU

YHIKaJIbHUN JTOCB1JI JIJIs1 KOPHUCTYyBayda

1.2 Bumoru 10 cy4acHux irop

Inmepaxkmuenicmes. IHTEPAKTHBHICTh € OJHHUM 13 KIIOUOBHUX (PaKTOpiB
cydacHuX irop. ['pa moBuHHA Ha/laBaTH TPaBIIEB1 MOXJIMBICTh AKTUBHO BILUIUBATH Ha
IrpOBE CEpEOBUIIE, MPUUMATH PIILIEHHS, SIK1 BIUIMBAIOTh HA PO3BUTOK CIOXKETY, Ta
B3aEMOJIIATH 3 00’ €KTamMu y peanmbHoMy Yaci. CydacHi irpyu mMaroTh 3a0e3nedyBatu
OaratopiBHEBY IHTEPAKTHUBHICTb, BKJIFOUAIOUH K ITPOBI MEXAHIKH, TaK 1 COIlIaJbHY
B32€MO/IIIO 3 THIIMMU TPABIISIMHU.

I'nyukicms. I'pa IOBUHHA aianTyBaTUCS JI0 PI3HUX MOTPEO KOPUCTYBadiB,
HaJal0Yu MOXJIMBICTH BUOOPY PIBHS CKIIATHOCTI, CTUIIIO TPH, @ TAKOX MapaMeTpiB
HaJallTyBaHb, TaKUX sIK rpadika, 3ByK, uu ympaiiHHA. Lle mo3Bossie 3amyudatu
HIMPILY ayIUTOPIIO Ta CTBOPIOBATH MO3UTUBHUM KOPUCTYBALbKUM JJOCBII.

Haoitinicms. CydacHa rpa nmoBUHHa (PyHKIIIOHYBaTH cTabUIbHO 6€3 3001B Ta
nomMmiIok. I{e BKiIroua € maTpuMKy cepBepiB sl 0araTOKOPUCTYBAIIBKUX PEKUMIB,
pe3epBHE KOIIIOBaHHA 30epekeHb Ta CTabUIbHY poOOTYy Ha PI3HUX MIaT(Gopmax.
HaniifHicTh TaKOX 3aJIEKHUTh BiJl SKOCTI TECTYBaHHSI Ta ONTUMI3AIlll iIPOBOTO KOMY.

Egexmuenicmo. EdexTuBHICTH 1rop moysrae y IMBHIKIM 0O0poOIi mii
KOpPUCTYBaya, MiHIMI3allii 3aTpUMOK Yy 0araTOKOpUCTYBallbKOMY pEXHUMI Ta

onTUMi3allii BUKOPUCTAaHHA pecypciB cucteMu. CydacHi irpy MOBUHHI MPAIIOBATH
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IUIaBHO HaBITh HA CepeAHbOMY OOJaJHAHHI, HAJAlOYM KOPUCTyBayaM SIKICHUN
rpadiyHu Ta IrpOBUI JOCBI/I.

besnexa. CydacHi irpu OBUHHI 3a0€31eYyBaTH 3aXKUCT JaHUX IPaBIIiB, TAKUX
AK OOJIKOBI 3amucH, IIaTDKHA iHQoOpMalis Ta MepcoHalbHl AaHl. besmneka
rapaHTyeThCsl MUQPPYBAHHIM JIaHUX, 3aXMCTOM CEPBEPIB BiJ aTak Ta MOCTIHHUM
OHOBJICHHSIM CUCTEMHU JIJIsl YCyHEHHSI BPa3JTUBOCTEH.

Ecmemuunicms. I'padika, nu3aiiH MepCcoHaXKIB Ta CEPEIOBHINA, 3BYKOBHIMA
CYNpOBiJ Ta 3arajibHa aTMocdepa rpyd MaroTh BIAMOBIATH CYYaCHUM CTaHAapTaM 1
CTBOPIOBATU MIMOOKHI €MOLIIIHUI 3B’ 130K 13 rpaBUeM. fKICHE Bi3yalbHE Ta ayaio
O0(pOpMIIEHHS € BaXKJIMBUM aCIEKTOM 3aJIy4Y€HHS! KOPUCTYBayiB.

Takum uYWMHOM, IS JOCATHEHHS YCIIXYy cydacHa TIpa Mae€ BiANOBiIATH
BUCOKHM CTaHJapTaM y PI3HHUX AaCMEKTaX, BPaXOBYIOUM TEXHIYHY CTaOlIbHICTB,

THYYKICTb, 3pYYHICTb JJIS TPpaBIls Ta O€3MEKy JaHUX.

1.3 TlonyasipHi irpoBi pyurii: nopiBHSJILHUI aHaTI3

CyuyacHa irpoBa 1HIyCTpis IPOINOHY€E MHUPOKUN BUOIP ITPOBUX PYLIIiB, SIKI €
KJIFOUOBUMH 1HCTPYMEHTaMH JUJIi CTBOPEHHS KOMII IOTepHUX irop. Pymriit — 1e
nporpamua raTdopMma, sika 3adesneuye 6a30Buil PyHKITIOHA 711 pO3POOKH 1rop,
TakKUX $IK BiIOOpakeHHs rpadiku, oOpoOka Qi3MKH, YHpaBiIiHHA 00’ €KTamH,
CTBOpEHHs aHIMallii Tomo. KoxkeH pyinii mMae CBOi mepeBard Ta HEIOMIKH, K1
pOOISATH HOTO OUIBII YU MEHIII MPUAATHUM JIJIs IEBHUX 3aBIaHb.

Unreal Engine Big Epic Games € oaHuM i3 HaWOULIBII MOTYKHHX Ta
HOMYJISIPHUX ITPOBUX PYIIIiB Yy CBITI.

[IepeBaru:

— BHUCOKAa SIKICTh rpadiku 3aBASKU MIATPUMIII TEPEAOBUX TEXHOIOTH, TAKUX

sk Lumen i Nanite;

— MOXJIMBICTb BHUKOpucTOBYyBatH sk C++, Tak 1 Blueprints s

nporpaMmyBaHHS,

— TIOTYXXHUH PEeaKTOp PiBHIB 1 Bi3yaIbHUX €(EKTIB;
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— IIMPOKUN CHEKTP IHCTPYMEHTIB JUIsl CTBOPEHHS! 0araTOKOPUCTYBALIbKUX

irop.

Henomiku:

— BHCOKI BUMOTH JI0 00JIaTHAHHS 111 PO3POOKH;

— BHUCOKa KpHUBa HaBYAHHS JIJI1 HOBAUKIB.

Unity — e yHiBepcanbHUN pyIIiid, SKUH TAXOIUTH K st 2D, Tak i ans 3D
irop. BiH mMpoOKO BUKOPHUCTOBYETHCS SIK 1HA1-PO3POOHUKAMHU, TaK 1 BEITUKUMU
CTYI1SIMU.

IlepeBaru:

— TPOCTOTa Yy BUKOPUCTAHHI, 3py4YHUI 1HTEpGEHC;

— BeJIMKa KUIbKICTh PECYPCIB JJIsl HABYAHHS Ta aKTUBHA CIIUILHOTA,

— MATpUMKA 0aratboXx MmiaTdopm, BKIOYA0YXM MOOUIBbHI IPUCTPOI Ta V.

Henomniku:

— OOMEXCHICTh y CTBOPEHHI BHCOKOSIKICHOI rpadiku mopiBHsAHO 3 unreal

engine;

— MEHIIIE IHCTPYMEHTIB JIJIsl pOOOTH 3 BEJIMKUMU MTPOEKTAMHU.

Godot — 1e 0e3KOIITOBHUI pPyMIiii 3 BIAKPUTHM BHXITHHM KOIOM, SIKUI
171eaTbHO MIAXOIUTH JIJIsE PpO3pOOKH 1H/1-1T0P.

[IepeBaru:

— TIOBHICTIO O€3KOIITOBHUH 1 3 BIIKPUTHM KOJIOM;

— mpocrta inTerpauis aus 2d irop;

— HU3bKI BUMOTH /10 00JIaJHAHHS.

Henomnixwu:

— MEHIII MMOTYXHUHU Jj1s1 CTBOpeHHs rpadiku y 3d;

— BIACYTHICTH JIeKkuX (YHKIIH, TOCTYTHUX B unreal engine uu unity.

CryEngine BigoMuii CBO€0 BHCOKOIO SKICTIO Tpadikd Ta dYacTo
BUKOPUCTOBYETHCS JJIsi CTBOPEHHS irop AAA-kiacy.

[IepeBaru:

— peanictuyHa rpadika Ta Qpizuka,

— IIMPOKUM CIIEKTP IHCTPYMEHTIB ISl CTBOPEHHS BIIKPUTHUX CBITIB.

Henomiku:
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— BHCOKI BUMOT'H J10 OOJIaTHAHHS

— MEHIIIA CMUIBHOTa PO3POOHUKIB Ta OOMEXeHa KUIbKICTh HaBUYaJbHHUX

pecypciB.

GameMaker Studio € izeamsHuM BUOOPOM J1J1s1 CTBOPEHHS 2D-irop 3aBasku
CBOIl MPOCTOTI Ta OPIEHTOBAHOCTI HA HOBAYKIB.

IlepeBaru:

— IHTYITHBHO 3p03yMUINH 1HTepdeiic, 3pyIHUH A1l TOYATKIBIIIB;

— IIBHJIKA PO3pOOKa MPOCTHX 1rop.

Henomniku:

— 0OMeKeH1 MOXJIMBOCTI JIJIsl CTBOpeHHs 3d-1rop;

— MEHIIIE IHCTPYMEHTIB /ISl CKJIQJHUX ITPOBUX MPOEKTIB.

Koxken 3 omucaHux pymiiB Ma€e CBOi OCOOJIMBOCTI, IO POOJISITH HOro
MPUAATHUM JIsl KOHKPETHHX 3aBJiaHb. BuOip iHCTpyMeHTa 3aI€KUTh B/l MaciTady
MPOEKTY, BUMOT 0 rpadiku, MUIbOBOI MIaTdhOpMH Ta 10CBiLY po3podoHuka. Unreal
Engine € onTtuManbHUM BHOOpPOM /Jii CTBOPEHHS BHUCOKOsIKiCHMX 3D-irop 3
peanicTuuHoo rpadikor, Toal Ak Unity Oiablle MiAXOAUTH AJIs YHIBEpCATbHUX
npoekTiB. Godot 1 GameMaker Studio opieHTOBaHi Ha 1HI-PO3POOHUKIB, SIKI

CTBOPIOIOTH MPOCTI Ta CEPEHI 3a CKIAAHICTIO ITPH.

1.4 Ocob6muBocti Unreal Engine 5

Unreal Engine 5 (UES) € oanieto 3 HaWOLIbII nepeaoBuX miatdGopM s
po3poOku koM totepHux irop [2]. Pymrii ctBopenuii kommaniero Epic Games i
MPOTIOHY€E MIMPOKUN CTIEKTP 1HCTPYMEHTIB JUIsl CTBOPEHHS BIpTyaJIbHUX CBITIB, 110
BIJINMOBIJIAIOTh CYYaCHUM CTaHAapTaM Tpadiku Ta TPOIYKTUBHOCTI. YHIKaIbHI
TexHoJIOT1i Ta (yHKIioHaNbHI MOxJHMBOCTI UES 103BOJISIIOTH po3po0isiTH irpu
OyIb-SIKOTO PIBHS CKJIAIHOCTI, BIJ IHAI-TIPOEKTIB 110 irop AAA-kiacy.

Peanicmuuna epagixa: Lumen i Nanite (muB. puc. 1.1).

Opnieto 3 ronoaux nepesar Unreal Engine 5 € BUKopucTaHHS iHHOBAIIHTHUX

texHoJjioriii Lumen 1 Nanite.



15

Pucynok 1.1 — I'padika Unreal Engine 5

Lumen — ne rinoOanpHa cucTeMa OCBITJIEHHS, sIKa JI03BOJIIE CTBOPIOBATH
JMHAMIYHE OCBITJICHHS 3 PEaICTUMHUMU TIHSIMU Ta BIAOUTTAMU. 3aBASIKUA 1IbOMY
Ipa aIanTy€eThCs 0 3MiH y CEPEAOBHII, TAKUX K 3MiHA Yacy J0O0U UM OCBITJICHHS
B IPUMILIECHHSX.

Nanite — 1e TexHoOJIOTiS BIpTyasi30BaHOI T'eOMETpii, SKa JTO3BOJISIE
BUKOPUCTOBYBaTH JeTanbHI 3D-momeni 6e3 mKoau uisi TpOAyKTUBHOCTI. Lls
(byHKIIIS Ja€ 3MOTY 3aBaHTaKyBaTH 00’ €KTH 3 MIJIbHOHAMMU IOJIITOHIB 1 3MEHILYBaTH
BUMOTH JI0 ONITUMI3aIlii Bpy4HY.

Moowcnueocmi npoepamysanns. Blueprints 1 C++.

Unreal Engine 5 npornonye 1Ba OCHOBHUX MMIJIXOJIU O MPOrpaMyBaHHS:

— Blueprints — Bi3yajabHHI IHCTPYMEHT, SIKHii TO3BOJISIE CTBOPIOBATH ITPOBY

JoTiKy 0e3 HamucaHHs Kony (1€ 3py4He pIllleHHS JUIsl TU3aiiHepiB, sKi
MOJKYTb TPAIIOBATH HAJl MEXaHIKaMH I'py 0€3 3aJTydeHHsI TPOrPaMicCTiB);
— C++ — mMoBa mporpamyBaHHs, sika 3a0e3neuye pO3pOOHMKAM TMOBHHIMA
KOHTPOJIb HaJ yciMa acmektamu rpu (Bukopuctanas C++ mo3Boiisie
CTBOPIOBATH CKJIAJHI CHUCTEMH, ONTHUMI3YBaTH KOJ 1 JOCSTaTH BUCOKOI
POAYKTUBHOCTI).
Memoou pobomu 3 siokpumumu cegimamu. UES Hanae moTyXH1 IHCTPYMEHTH

JIUIS CTBOPEHHS BIIKPUTHUX CBITIB, SIKI € BOKJIMBUMU JJIsI 0araTboX Cy4yaCHHUX 1rop.
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Oynkuis World Partition aBToMaTHYHO pO3JUISE€ BEIUKUN ITPOBHI CBIT HA MEHIII
CErMEHTH, 10 CIPOIIY€E YNPABIIHHSA PECYpCaMHU 1 MPUCKOPIOE TIPOLIEC PO3POOKH.

Memoou peanicmuunoi animayii. Unreal Engine 5 wmae BaockoHaJIeHI
cuctemu aHimaiiii, Taki sik Control Rig i Full-Body IK. 111 iHcTpymMeHTH 103BOJISIOTH
CTBOPIOBATH CKJIaJHI aHIMAaliiHI ciieHu 0e3 JoAaTKoBHX mIporpam. Hampukiarn,
PO3pOOHUKH MOXXYTh JOJaTH JE€TalbHI pPyXH TNEpPCOHAXIB alb0 I1HTErpyBaTH
B32€MO/III0 3 HABKOJIUIITHIM CEpeIoBUIIEM 0e3 3aiBUX 3yCHIIb.

Poswupena inmeepayis onsa piznux niamgopm. UES niaTpumye po3poOKy
Uit OaraTeox miatdopm, Briatoyatoun 11K, koHcol, MoOupHI ipuctpoi Ta VR/AR-
cuctemu. Lle 103BoJIsI€ CTBOPIOBATH MYJIBTUILIATHOPMHI MPOEKTH O€3 HEOOX1THOCTI
CYTTEBHX 3MiH Y KOJii 200 pecypcax rpH.

Onmumizayis npooykmusnocmi. UES Mae IHTerpoBaHi 1HCTPYMEHTH IS
orntumizanii rpu. Hanpukmnan, po3poOHUKM MOXYyTh BUKOopucTOBYyBaTu Profiling
Tools, 100 BijicTeKyBaTH NPOIYKTUBHICTh, BU3HAYATH NMPOOJIEMHI MICIIS 1 ITBUKO
1X BUIIPABJIATH.

AxmueHna cninbnoma i docmynui pecypcu. Unreal Engine 5 mae Bennuesny
CIJILHOTY PO3POOHUKIB, SIK1 IMOCTIMHO CTBOPIOIOTH HABYAJIbHI MaTepiai, IJIariau
ta Mozeni. Epic Games TakoX NpOMoOHye OE3KOIITOBHUM JIOCTYI A0 OaraThox
pecypciB y Unreal Marketplace, 1m0 3Ha4HO cripoIrye po3poOKy T'pH.

Takum yunom, Unreal Engine 5 € ogHuM 13 HaWMOTY>KHIIIUX THCTPYMEHTIB
JUIS CTBOPEHHS cydacHHX irop. Moro ¢yskuii, Taki sk Lumen, Nanite, rayuxi
MIXOIU 10 TIporpaMyBaHHsI Ta ONTHUMI3allisl, POOJISITH HOTO 11€albHUM BUOOpOM

JUTs1 pO3pOOHHUKIB, SIKI MPAarHyTh CTBOPUTH BUCOKOSKICHUHN TIPOYKT.

1.5 IlepeBarn Bukopucranus C++ y po3pooui irop

VY mporeci po3podku irop Ha Unreal Engine 5 po3poOHHMKamM JOCTYIHI JBa
OCHOBHMX IHCTPYMEHTH [JIsi CTBOpeHHs irpoBoi Joriku: C++ Ta Blueprints
(puc. 1.2). Koxken i3 HMX Ma€ CBOI MepeBard W HEIOJIKH, a BHOIp MK HUMH

3QJICKHTH BiJl 3aBJaHb, SKI HEOOX1JHO BUPIIIUTH.
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Pucynok 1.2 — Blueprints y Unreal Engine 5

Pozrnsnemo ocHoBHi mepeBaru C++.

Bucoxa npooykmuenicms. OIUH 13 KJIIOYOBHX apryMEHTIB Ha KOPHUCTh
Bukopuctanua C++ — 1e Horo npoaykTuBHICTb. Koxa, Hanucanuit na C++,
BUKOHYETHCS 3HAYHO MIBUJIIE, HIXK aHAJOT1YHa JIoTiKa, cTBopeHa y Blueprints. Ile
OCOOJIMBO BXKJIMBO [IJISi MPOEKTIB 13 BEJIMKUM HABAaHTAXEHHSM Ha MPOIECOP,
HaIpUKIad, npu o0poOui (pizuku, Al a0o IHIIKX CKIAAHUX OOYMCIIEHb.

Koumpons nao pecypcamu. C++ no3BoJisie pO3pOOHMKAM MaTd TOBHUUN
KOHTPOJIb HaJ MaMm’SITTI0 Ta IHIIMMH pecypcamu cuctemu. lle BakmuBo mis
onTUMIi3alli poOOTH rpu Ta MiHIMI3allli BAKOPUCTAHHS PECYPCIB.

Cknaoni mexanixku. Jleski ¢ynkuii Unreal Engine mocTymHi TUIBKH TIpU
po6ori 3 C++. Hampuknaa, CTBOPEHHS BJIACHMX KJAciB 1 KOMIIOHEHTIB 13
YHIKaJIbHUMHU BIACTUBOCTSIMHU.

Mooynvricms ma macumabosanicms. C++ 103BOJISIE JTETKO MATPUMYBATH Ta
PO3IIUPIOBATU KOJI, IO OCOOIMBO BAXKIIMBO JIJIs1 BEIMKUX KOMaH/I 1 MPOEKTIB AAA -
KJI1acy.

PosrnsHemo ocHoBHi mepeBaru Blueprints.

Ilpocmoma euxopucmanns. Blueprints — 1me IHCTpyMEHT Bi3yallbHOTO
porpamMyBaHHS, 0 JI03BOJISIE CTBOPIOBATH ITPOBY JIOTIKY 0€3 HEOOX1THOCTI MUCATH
kona. lle 1meanbHO MIAXOAUTH JJId JAW3alHEPIB, fAKI HE MalOTh JIOCBIAY

IPOTrpaMyBaHHS.
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Lllsuoxe npomomunysanns. 3aBASKWA TMPOCTOTI Ta HaouHOcTi Blueprints
JTIO3BOJISIIOTH IIBUJIKO CTBOPIOBATH 1 TECTYBATH HOBI IrPOB1 MEXaHIKUA 0€3 JOBrOro
HAIMCAHHS KO .

3poszyminicme ona komanou. I'padiunuit migxia Blueprints poouts joriky
3pO3YMIJION0 JJISI BCIX WICHIB KOMaH/I1, BKIIOUAIOUN JTU3AWHEPIB 1 XyT0KHUKIB.

HopiBusinasas C++ i Blueprints y npaktuyHomy 3acrocyBaHHi. s
HEBEIHMKUX irop abo mpototurniB Blueprints MoxxyTs OyTH JOCTaTHIMH, aJKe BOHU
MIBUJIK] ¥ TPOCTI y BUKOPUCTAHHI.

VYV ckmagHuX TpoekTax abo B 3ajayax, IO NOTPeOyIOTh BHCOKOI
npoAyKTUBHOCTI (Hampukinaa, Al, ¢pizuka, oduncnenns), C++ € OLIbII MOTYKHUM 1

THYYKUM 1HCTpyMeHTOM (puc. 1.3).

Pucynok 1.3 — [NopiBusuus mBuakocti Blueprint ta C++

O6unBa incTpyMeHnTH, C++ ta Blueprints, MatoTh CBO1 IiepeBaru it 3HaxoAsTh
CBO€E MiCIIe y po3po0ili irop.

OntumanbHUM € KOMOiHOBaHe BUKOpuUCTaHHs: Blueprints s mBuakoro
CTBOpEHHS 0a30BOi JIOTiKM abo mpoTotumiB, a C++ — mis peanizaiiii CKJIaTHUX,
pecypc 3arpatHux MexaHik. lle mo3Bonsie e(EeKTUBHO BUKOPUCTOBYBATH BCi
moskauBocTi Unreal Engine 5 Ta 3a6e3nedyBatu 6ajiaHc MiXk IIBHJIKICTIO pO3POOKHU

Ta SKICTIO TPH.
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1.6 AnaJtiz BUMOT /10 POEKTY

Jlnia ycmimHo1 peatizalii irpoBoro mpoekTy HeoOX1THO MPOBECTH JIeTAIbHUN
aHayi3 BUMOT, 10 CTaBIATHCS 10 Tpu. Lle 103BOJIsi€ BUBHAUUTH KITFOUOBI aCMEKTH
pO3pOOKH, 3a0€3MEUYUTH Y3TOKEHICTh MK €TallaMH CTBOPEHHS Ta JOCSTTH
MOCTaBNICHUX wiel. Bumorn mnoninsioTbcs Ha (yHKIIOHANbHI, TEXHIYHI Ta
Bi3yaJIbHI.

DOyHKIiOHATBHI BUMOTH BH3HAYAIOTh, SIKI €JIEMEHTH Ta MEXaHIKU ITOBHHHI
OyTH peaii3oBaHi y rpi.

I2posuii npoyec:.

— peasi3alis piBHS 3 YITKO BU3HAYEHUM HAOOPOM 3aBIaHb JJIA FPABIL;

— CTBOPEHHSI B3a€EMO/I1T MK IIEPCOHAXKEM, BOPOTaMH Ta OTOYCHHSIM;

— HasBHICTb CUCTEMH 000, IO BKIIOYAE aTaKy, 3aXHUCT, IIKOAY 1 AUHAMIYHI

3MIHM CTaHy MEPCOHAXKA.

Ynpaeninusa nepconascem: nnaBHe yrpaBiIiHHS 3 MOXKJIUBICTIO BUKOPUCTAHHS
pI3HMX Aii1 (pyX, aTaka, B3aeMOJIisl 3 00’ €KTaMH).

leposuti banarnc:. TPOTMIOPLIMHUN PO3MOALT CKIATHOCTI MK PI3HUMHU e€TarmaMu
piBHSL.

Texniuni BUMoru. TexHi4YH1 aClIEKTH rapaHTyIOTh CTabUILHY pOOOTY IpH Ta
il CyMICHICTb 13 Cy4YaCHUMHU TIIaTHOPMaAMH.

Ilpooykmuenicms. Tpa TOBMHHA 3a0e€3leuyBaTh CTallIbHY poOOTYy Ha
ITLOBUX IIAT(OpMax i3 4acToToro moHanmenie 60 FPS.

Iumeepayia pecypcis:

— BUKOpHUCTaHHS icHyouux 3D-Mozeneii 1yist noOyn0BU piBHS;

— 3actocyBaHHs 1HcTpyMeHTiB Unreal Engine 5, Takux sik Lumen 1 Nanite,

JUTSL ONITUMI3AIT poOOTH rpadiki.

Apximexmypa:

— CTBOPEHHS IrpOBOi JIOTIKH 13 3acTOoCcyBaHHAM C++;

— HAasBHICTh CTPYKTYpH, 11O JO3BOJISIE JIETKO JOAaBaTH HOBI MeXaHiKH abo

00’ €KTH.
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Bizyanbni BUMoru. BisyasibHa CKJIaJj0Ba I'pHU € BAKIMBOIO YACTHHOIO IS
3aHYpPEHHS TpaBIld y 11 CBIT.

Juzauin piens. netanizoBaHa JIOKallif, 110 BKJIIOYA€ PI3SHOMAHITHI 30HHU:
MIPOCTOPI 3aJIH, BY3bKi KOPUIOPH, BIAKPUTI MaJaHIMKH J1JIs1 0OTO.

Ammocghepa: BUKOPUCTaHHS PEATNICTUUYHUX TEKCTYp, OCBITJICHHS Ta
Bi3yaJbHUX €(EKTiB, IKi CTBOPIOIOTH BIIUYTTS TTTMOMHU Ta JeTali3ali.

AHimayis: peaniCTUYHI PyXH MEPCOHAXIB Ta B3a€EMO/IISI 3 00’ EKTaMH.

AHaJi3 BUMOT € 0a30BUM €TarioM JJisl IJIaHyBaHHA poOOTH HaJl MpoeKkToM. Bin
JT03BOJISIE YITKO BU3HAYMTH, SIK1 3aBJIaHHS MalOTh OyTH BUKOHAHI1, 3a0€3MEYNTH iXHIO
peainizallito B paMKax JOCTYIHHUX PECypCIB 1 4acy, a TaKOX rapaHTyBaTH BHCOKUM

PIBEHB SIKOCT1 pO3POOKH.
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2 TIPOEKTYBAHHA

2.1 Ijiai Ta koHuenuist rpu

Po3po6ka koM’ 10TepHOI Ipu — 1€ CKJIATHUN TBOPUMH 1 TEXHIYHUHN MpOIIeC,
110 MO€EJHY€E MPOTpaMyBaHHs, IU3aiiH 1 CTBOPEHHS 1HTEPAKTUBHOTO CEPEAOBHIIA.
MeToro 1aHOTO IPOEKTY € CTBOPEHHS IPOTOTHUITY TPH, sIKA MOEAHYE 3aXOIUITIOI0UNN
IrpOBUI MpoILIeC, MPOAYMaHy OOMOBY cucTeMy Ta aTMOC(EpHH nu3aiiH piBHA. ['pa
Ma€e JIEMOHCTPYBAaTH OCHOBHI MEXaHIKH, NpPUTaMaHHI Cy4YacHUM ITpOBUM
MPOJyKTaM, a TaKOX BIAMOBIAATH BUCOKUM CTaHIAAPTaM SIKOCTI.
Hiute npoexkty (OCHOBHOIO LU0 TPU € CTBOPEHHS PIBHA 3 AMHAMIYHUMU
00sMH, y IKOMY TPaBeIlb CTUKAETHCS 3 KITbKOMA CKJIAJTHUMHU POTUBHUKAMU Ta Ma€
MPOJIEMOHCTPYBATH CBOIO MalCTepHICTh y 00r0. OcoOimBa yBara MpUILISETHCS
peamizailii MexaHiK, SKI MiJIKPECTIOITh CKIAAHICTh 1 TaKTUYHICTh 1POBOTO
IpoLecy.
JlogaTKoOBI Iimi:
— 3a0e3NeunTd I1HTEPaKTUBHICTh IrPOBOrO CEpENOBHUINA, 1€ KOXHA
B3a€MO/IIS TPABIS 3 €JIEMEHTAMHU CBITY Ma€ 3HAYCHHS;

— npoaeMoHcTpyBatu rpadiuni moxkiauBocTi Unreal Engine 5, ctBopuBIm
JeTaNi30BaHuM 1 aTMOC(EPHHUII pIBEHbD;

— peanizyBaTH OOHOBY CHUCTEMY, SIKa BKJIIOYAE YIPABIIHHS 3JI0POB’SM,
BUTPUBAIICTIO, & TAKOK KOMO1HAIIIT aTak;

— noOyayBatu (GyHIAMEHT ISl MOAANbIIOT PO3POOKH MOBHOIIHHOI I'pH 31
CKJIQJIHUM CIOKETOM.

Konyenyis epu. I'pa HaneXuTh 10 )KaHPY €KIITH 13 eneMeHTamu 6oiioBux RPG,
JIe¢ OCHOBHHUH aKIIEHT 3p00JIEHO Ha TAKTHYHOMY OO0 Ta CKJIQJHUX MPOTHBHUKAX.
Ines HaTxHeHHa irpaMu B skaHpi Souls-like, siki BioMi CBOIM piBHEM CKJIaHOCTI,
JeTaIbHUM JIM3aiHOM CBITY Ta aTMOC(hEpOro.

Y rpl peanizoBaHO PpIBEHb, IO MPEACTABIsE COOOI0 3aMOK. 3aMOK

CKJIQJIAEThCS 3 PI3HOMAHITHUX 30H, TAKUX SK MPOCTOPi 3anu Jjisi OUTB, BY3bKI
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KOPUJOPH i1 YHUKHEHHS aTak 1 BIAKPUTI apeHu s 00iB 13 O0ocamu. I'paBenb
CTUKA€ETHCA 3 KITbKOMA MOCIIIOBHUMU MPOTUBHUKAMHU, cepel ikuX € 3Budaitni NPC
1 6ocu. Koxen 6oc Mae yHikanbHMI HaOlp aTak 1 TaKTHK, 110 3MYIIy€ TpaBLs
aJIanTyBaTUCS 10 HOBUX BUKJIHMKIB.
KitrouoB1 0c00IMBOCTI KOHIETILT:
— arMmocdepHMil CBIT: JIOKallii 3aMKy CTBOpEHa 3 BHUKOPHCTAHHSAM
peaiCTUYHUX TEKCTYp 1 JMHAMIYHOTO OCBITJICHHS, IO MiAKPECIIOE
HaIpPY>KEHHs IrPOBOIO MPOIIECY.
boiioBa cucrema:
— pealni3oBaHi yaapu, OJ0KyBaHHS, YBOPOTH Ta KOMOIHAI;
— BIJOOpa)X€HHs CTaHy 3/I0POB’ Sl Ta BUTPUBAJIOCTI TpaBIisl Ta OOCIB.
[IpoTuBHUKH:
— kinbka NPC, siKi CTBOPIOIOTH JTI0JJaATKOB1 TPYIHOIII;
— 2-3 0ocw, 5Kl 3’ SIBISIOTHCA 110 Yep31 MIiCIIsl IEPEMOTH HaJl TOTIEPETHIM.
Micye 6 nognoyinniti epi. PiBeHb, CTBOPEHHI y paMKax LbOTO MPOEKTY, €
JIMIIIE YaCTUHOIO OUTbIIOro 3aaymy. ['pa Mae BKIIIOUATH MOBHOIIIHHUN CIOXET 13
rIMOOKOI0  ICTOPIEI0, SKHM TIOSICHIOE TIOAll, M0 BiIOyBalOThCS Ha PiBHI.
3anponoHOBaHUN MPOTOTUI CIYTY€E AEMOHCTpPAII€I0 MEXAHIK, Bi3yaJdbHOTO CTUIIIO
Ta 3arajgbHOi atMocdepu, iK1 OyayTh PO3MIMPEHI B MAllOyTHHOMY.

Ilinp 1 KoHIeENIlis Tpu 0a3yrOThCSI HA CTBOPEHHI aTMOC(hEpHOTO pPiBHS 3
aKlleHTOM Ha OoioBy cuctemy. Peamizamiss 1bOro piBHSA  JI03BOJISIE
MPOJICMOHCTPYBATH KJIFOYOBI MEXaHIKM Ta MOTEHIA IS MOJAJIBIIOTO PO3BUTKY

MOBHOI[IHHOT TPU 3 0araToniapoBUM CIOKETOM 1 O1IbII CKIaIHUMH €IEMEHTAMH.

2.2 TIpoexTyBaHHA MeXaHIK Irpu

[IpoexTyBaHHST MeXaHIK TpU BH3HAYAE B3AEMOJII0 TPaBISl 31 CBITOM,
BOpOraMM Ta KJIIOYOBHUMH €JIEeMEHTaMH IrpoBoro rmpoiecy. OcHOBHa yBara
npujilieHa 00MoBIi cUCTEMI, siIKa BKIIOYAE aTaKu, yXUJIEHHS, OJIOKH Ta yIpaBJIiHHS

BUTPUBAJIICTIO, 3a0€31€UyI0UN TaKTUUHY IIHOUHY rpu. ['paBelb Moke BUKOHYBAaTH
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aTaku, sIK1 3aBIA0OTh IIKOM MPOTUBHUKY, BUTPAYat0Yl BUTPUBAJICT, 1110 OOMEXKYE
MOXJIMBICTH IMOCTIMHOT arpecii. biIokyBaHHS T03BOJISIE€ 3aXUCTUTUCS BT yAapiB, ajie
TAaKOXX CIIOKHBAE BUTPUBAIICTh, a MPHU ii HEJOCTATHOCTI OJOK HE BIAETHCS.
VYXuneHHs ga€ 3MOTYy YHUKATU aTak, BIIAKPUBAIOYM MOKIIMBICTH JJII KOHTPATaKH,
OJTHAK TEX MOTpeOy€e BUTPUBAIIOCTI.

ButpuBanicte € KIIOUOBUM pecypcoM 00i0OBOI cucTeMu, 10 3ale3mneuye
OayaHC MIXK aTaKow, 3aXHCTOM 1 yXWIeHHsSM. BoHa BUTpayaeTbcs Mg yac
BUKOHAHHS il 1 MOBUIBHO BIJHOBIIOETHCS, KOJU TpaBellb repedyBae y CTaHi
crokoto. [IpOTMBHHMKM TakoX BOJIOAIIOTH OOMOBUMHM MEXaHIKaMH, 3J]IaTHI
aTaKyBaTH, OJIOKYBaTH yJIapHy I'PaBIlsd a00 YXUJIATUCS, 110 J0a€ OO0 JUHAMIYHOCTI
Ta BUMAarae CTpaTeriyHoro miaxosy.

Jlns  BimoOpakeHHs OOHOBOI CHCTEMH BHKOPHCTOBYIOTHCS 1HIUKATOPH
3MI0pOB’Sl Ta BUTPUBAIOCTI, SKI JO3BOJSIOTH TPABIEBI KOHTPOJIOBATH CTaH
nepcoHa)xka Ta mpuitMaTu 00 yMaHl pillieHHs mia yac O6oro. PeamicTuyHi aHimarii
PYXiB IEPCOHAXKIB, TAKUX SIK aTaka, OJJOKyBaHHS a00 YXUJICHHS, 10Jal0Th TITUONHU
irpoBomy miporiecy. [1ig uac mpoektyBaHHs Oyia cTBopeHa fiarpama (puc. 2.1), sika
OIHCYE B3a€MO3B’SI3KH M1 I'PABIIEM, BUTPUBAJIICTIO, AISIMU Ta MPOTUBHUKaMU. Ls
CTPYKTypa BifoOpaxae 3alexHICTh KOXHOI [ii BiJ pecypcy Ta JAEMOHCTPYE

MO>KJIMBOCTI BOPOT1B, 3a0€3M€4yI0UH HUTICHICTh I'POBOi MEXaHIKH.

I'pasens

[MoyaToK pil

[TepeBipka BUTPHUBAIOCTL

HOCTBTH_bO Bu‘rpusano(:'ri nDCTaTH}:O Bu'rpusanom‘i [locTaTHLO BMTpHBa]IOCTi

BrnokyBaHHs

HepocraTtHbeo BHTPHBBJIOC'H OHOBJIEHHS

BigHOBNEHHS BUTPUBATIOCTI

BuKOHaHHS aTaku

IBriyyeHHsI

[MIkoga IPOTUBHUKY

IIpoTuBHUK

JIOK YxuneHHs

b
Brok mpoTHBHUKA VXuneHHd TPOTHBHUKA

Pucynok 2.1 — J/liarpama B3aeMo/ii 60MOBUX MEXaHIK y Ipi
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[IpoexTyBaHHSI MEXaHIK TPU JO3BOJIMIIO CTBOPUTH OCHOBY JJIS iX MOAAQIBIIOT
peanizaiii. 3aBISKU JAETAIBHOMY ONPAIIOBAHHIO OOMOBOI CUCTEMHU, BUTPUBAJIOCTI
Ta B3a€MO/IIi 3 MPOTUBHUKAMH, ITPOBUM MPOIIEC CTAE€ TAKTUIHUM, 3aXOILTIOI0YNM Ta

BUKJIMKA€E THTEPEC Y TPaABIIA.

2.3 IIpoekTyBaHHs AN3aliHY KOPUCTYBalbKOIo iHTepdeiicy

Jluzaiin kopuctyBaipkoro inrepdeiicy (Ul) € BaxImBoO CKIIaI0BOIO Oy 1b-
skoi rpu [6], amke came Yepe3 HbLOTO TpaBellb B3aEMOJIE 3 ITPOBHM CBITOM. Y
JTAHOMY TIPOEKTI 1IHTepderc Mae OyTH IHTYITUBHO 3PO3YMIUINM, 3DyUYHUM 1 BOJIHOYAC
TakKUM, IO MigKpecioe atMocdepy rpu. OCHOBHa MeTa — HaJaTH TPaBIEBI
HeoOX1HY 1H(pOpMAIlit0, HE MEPEBAHTAKYIOUN €KpaH 3aBUMU €JIeMEHTaMHU.

Lini ouzatiny kopucmysayvkozo inmepgeiicy. llpoextyroun Ul, Bu3HaueHo
Tak1 KJIFOYOBI I1JI1:

— 1H(QOPMATUBHICTL: 3a0€3MEUUTH TPaBId ycCiMa HEOOXITHUMHU JTaHUMH,
TaKUMU SIK PIBEHb 370POB’Sl, BUTPUBAJIOCTI, CTATyC MPOTUBHUKA Ta IHIII
MOKa3HUKHU;

— ECTETHYHICTh: 1HTep(deiic Mae BIANOBIIATA CTWIIO TPHU, CTBOPIOIOYHU
BITUYTTS 3aHYPEHHS;

— MIHIMAJII3M: YHUKHEHHS HaJIMIPHOTO HABaHTA)XCHHS €KpaHy 3alBUMH
eJeMEeHTaMHu, 1100 POKyC rpaBls 3aJIMIIABCSA HA IFPOBOMY MPOLECI.

OcHOBHI efleMeHTH 1HTEpdEHCy:

— 3JI0pOB’S TpaBlA: BigoOpa)kae piBEHb >XUTTEBUX CHJ TEPCOHAXXKa —
PO3TAILIOBY€ETHCS y BEPXHIM YaCTHHI €KpaHy, 1100 OyTH MOMITHOIO;

— BUTPHUBAJICTh TPABIS: MOKA3y€ 3aJMIIOK Pecypcy ISl BUKOHAHHS il
(ymapu, OJ0KH, YXWJICHHS) — PO3TaIlIOBaHa MOPYY 13 IIKAJIOK0 37J0POB’S;

— IIKaja 370POB’S MPOTUBHUKA: 3’ IBJIIETHCS B HIKHIN YaCTHHI €KpaHy TIPH

OuTBI1 3 60COM — 11l €JIEMEHT JI03BOJISIE TPABIIEBI OI[IHUTH Mporpec 0010,
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— CHCTEMa CIIOBIIIEHb. KOPOTKI TEKCTOBI IiJKa3Ku ab00 1KOHKH, SKi

MOBIJIOMJISIFOTH TPaBIS MPO BaXKJIMBI MOAIT — HU3BKHUM PIBEHB 370pPOB 4,
3aBEepUICHHS] BATPUBAIOCTI TOLIO.

Posmawyeanns enemenmis. Po3mimenns enementiB Ul BpaxoBye, 110

OUTBIIICTH TPABIIIB OPIEHTYETHCS HA [ICHTPAJIbHY YAaCTUHY €KpaHy, TOMY BC1 BaXKJIUBI

MOKA3HUKH MMOBUHHI OyTH MaKCUMAaJIbHO TOCTYIHUMH (pHc. 2.2).

Pucynox 2.2 — Ilpukian 3py4HOr0 KOPUCTYBAIIBKOTO

iHTepdeiicy y rpi Elden Ring

BepxHst yacTrHA eKpaHy: MOKa3HHUK 37I0POB’ S Ta BUTPUBAJIOCTI TPABIISL.

HwxHs yacTiHA eKpaHy: MOKa3HUK 370pOB’ Sl IPOTUBHHUKA Ta MAHEIb JTiH.

[lenTpanpbHa dYacTWHA: JWHAMIYHI 1HIWKATOPU BIYYCHHS a00 CHCTEMHU
CHOBIIIECHE.

[IpoexTyBaHHS KOPHUCTYBAIlbKOTO 1HTEpQEHCY H03BOJIAE 3a0€3MEUUTH
rpaBieBi KoM(OpPTHY B3aemMomaito 3 Tporo. [HTepdeiic mimkpecmtoe aTMmochepy
IIPOEKTY Ta CTBOPIOE OanaHC MiX €CTETUKOI Ta (yHKIUIOHANBHICTIO. HacTynmHum

etanoMm € peam3zaiis Ul B irpoBoMy cepeioBHIIT.
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2.4 CTBOpeHHH clieHapilo piBHIB

Cuenapiii piBHS — IIe BaXJIMBa YaCTHUHA MPOIIECY PO3POOKHU I'PH, 110 BU3HAUAE
3arajlbHy CTPYKTYypy JIOKallli, pO3TalllyBaHHs NPOTHBHUKIB 1 KJIIOUOBI €JIEMEHTU
IM3aifHy, SKi BIUIMBAalOTh Ha irpoBuid nocBim [5]. Y manoMmy mpoexTi piBeHb
MIPEICTABIICHO y BUTJISAI HEBEIUKOTO 3aMKy, IO BKIIOYAE JBI OCHOBHI JIOKAIIii,
3’€lHaHI BY3bKMMM MOCTaMHU. PiBEHb CIPO€KTOBAaHUI Tak, 1100 IO€JHYBAaTH
JTUHAMIYHANA OOMOBUI MPOIIeC, EIEMEHT PU3UKY Ta TAKTUYHY CKJIAJHICTb.

Onuc piBHA. PiBeHb CKIIaIa€THCS 3 TPhOX OCHOBHUX 30H:

— mouaTkoBa Touka (Start Point);

— MOCTH;

— nokariii 6ociB (Boss Locations).

Tlouamkosa mouxa (Start Point). Lle craproBa mo3wiist rpaBIis, Sika J03BOJISE
OIATOTYBATUCS 10 MOJANBIIKX Aiil. 30Ha OTOYEeHa O€3MEeYHUMH IMPOCTOpaMu, aje
Bigpa3y 3a Heto postamoBaHi NPC, siki aTakyioTh rpaBIis.

Mocmu. TonoBHa HeOe3neuyHa 30Ha piBHA. By3bki MoOCTH 3 OOMEXKEHUM
IPOCTOPOM JUUIsl MaHEBpPY YCKIIAJHIOIOTH IepecyBaHHA. Ha mMocTax posramioBaHi
NPC, ski aTakyrOTh TpaBIlsl, 3MYIIYIOUH PETENbHO TUIaHyBaTH cBOi ii. Kpim Toro,
yepe3 OOMEXEHHH MpOoCTip ICHYE pHU3UK TaiHHS, HAMPUKIAJ, 4Yepe3 HeBiale
YXUJICHHS.

Jlokayii 6ocis (Boss Locations). ITo oOuaBa 60KH Bijg MOCTIB PO3TaIlIOBaHI ABI
BEJIUKI 3aJIM. Y IIUX 30HAX BiI0OyBaloThcs OMTBU 3 Oocamu. JIokarii 60ciB mpocTopi,
0 J03BOJISIE TPaBIEBI BUKOPHUCTOBYBAaTHM BCl JOCTYIHI OOMOBI MEXaHIKH,
BKJIIOUAIOYH YXHWJICHHS, OJIOKYBaHHS Ta aTaKH.

EneMenTu piBHA Ta JeBesi-au3aiin. JleBen-au3aiiH piBHS CIPSIMOBAaHUN Ha
CTBOPEHHSI HANpy>KeHOi aTMoc(hepu Ta NOCTyNOBE 301IbIIEHHS CKIAAHOCTI:

— postamryBanHs NPC: Boporu po3TanioBaHi Ha MOCTax Ta B MOYaTKOBIH

30HI, IXHE pO3TallyBaHHA YCKJIAJHIOE TIEPECyBaHHS Yepe3 pIBEHb,
3MYIIYIOYH IPaBIsl BAKOPUCTOBYBATH OOMOBI MEXAHIKH, TaKl SIK YXUJICHHS

Ta aTaky,
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— Hebe3neyHi 300U (Danger Zones): MOCTH € KIIFOYOBUM €JIEMEHTOM PU3UKY
— gyepe3 0OMEXEHUH IPOCTIp 1 BOPOXKI aTaku I'paBellb OBUHEH YHUKATH
na/TiHHs (BOHH 3MYIIYIOTh TPaBIlsi OyTH 00EpPEKHUM 1 TUTAHYBATH CBOT Ji1);

— Jokarii 00CiB: IPOCTOP1 apeHH sl OOCIB CTBOPEHI TaKUM YHHOM, 1100
rpaBelb MIT 3aCTOCYBATU TAKTUYHUU MIJIX1/1, BUKOPUCTOBYIOUM MPOCTIP
JUTSI YXWJICHHSI Ta KOMOIHOBaHHX aTakK.

ATtMocdepa piBHs. J[u3aiiH piBHSA CIpSAMOBaHUN Ha CTBOPEHHS aTMOchepu

3aHen0aHoro 3aMKy. OQopMIIEeHHS BKIIIOYAE:

— TEMHI OCBITJEHI CMOJOCKMIAMU MOCTH, W10 JOJAIOTh BIAYYTTS
HeOe3neKy,

— TIPO30p1 IHAUKATOPU 30H PUBUKY, K1 TTOKA3YIOTh MOXJIMBICTh MAJIHHS;

— BEJMYHI TPOHHI 3aJIH, 10 HIAKPECIIOOTh EMIYHICTh 001B 13 O0camu.

IIporec cTBOpeHHs CIieHapio:

— TUIAHYBaHHS. Yy TIPOIIECI MPOEKTYBaHHS OYJIO CTBOPEHO CXEMY pPIBHS
(puc. 2.3), oo BKIII0Ya€ OCHOBHI 30HH, po3TamryBanHs NPC ta HeOe3neuHi
oOJ1acri;

— po3TamnryBaHHS 00’€KTIB. OCHOBHI 00’€KTH, Taki K MocTH, NPC 1 3aim
00CIB, pO3TAIIOBAaHI TaKUM YUHOM, 100 TOCTYIOBO 301JbIIYBaTH
CKJIaJIHICTh TpH;

— TeCTyBaHHS. OyJO TPOBEACHO TECTYBaHHS pIBHSA MJis 3a0€3MeUeHHS

OanaHCy Mk CKJIQIHICTIO OO1B, TAKTUYHUM I1X0/I0M 1 TMHAMIKOIO TPH.

Start point
Enemy NPC
Boss ﬁ i Boss
location Text location
Enemy NPC Enemy NPC
Enemy NPC

Pucynok 2.3 — [InanyBaHHs piBHS
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PiBeHb CHpPOEKTOBAaHMM TaKMM YHWHOM, I100 3a0€3MeUUTH JUHAMIYHUM
IrPOBHI TOCBIJI, SIKMM MOEIHYE CKIIAIHICTh, PU3UK 1 TAKTUYHICTh. EleMeHTH JieBe-
JU3aifHy, TaKl SK By3bKi MOCTH, HEOE3IMEUHI 30HU Ta MPOCTOPI apEHH, CTBOPIOIOTH
YHIKaJIbHI BUKJIMKH JUISI TPaBI Ta IJICHIIOTL atMochepy rpu. Hactymaumm
KpPOKOM € JieTaJlbHa peaiti3allisl I[bOro PIBHSA B ITPOBOMY CEPEIOBHIII Ta HOro

OITUMI3alls.

2.5 CtBopenHs apxitektypu npoekry B Unreal Engine 5

ApXITeKTypa TIPOEKTY € BaXKIUBUM KOMIIOHEHTOM pO3pOOKH, SKUI
3abe3reuye CTPYKTypy Ta oprasizailito rpu. BoHa Bkitouae KiIt040B1 KOMIIOHEHTH,
TaKi AK KJIaCH MEPCOHAX1B, MPOTUBHUKIB, MEXaHIKH Ta P1BHI, 1 103BOJIsI€ €hEKTUBHO
peaizyBaTy BCl aCTIEKTH irPOBOTO MPOILIECY.

Mema apximexmypu. OCHOBHa Me€Ta apXITEKTypH — CTBOPUTH 3pO3YMLIY Ta
MaciTaboBaHy CTPYKTYPY MPOEKTY, KA JI03BOJISIE JIETKO BHOCUTH 3MIHU, J0J1aBaTU
HOBI MexaHiku abo usokamii. Jlnms peamizamii 1i€i MeTHM BUKOPHCTOBYBAJacs
MOJTyJIbHA CTPYKTypa Ha ocHOBI kiaciB C++ ta Blueprints B Unreal Engine 5 [3].

OCHOBHI KOMITOHEHTH apXITEKTYpH:

Knac epasys (PlayerCharacter). Biamnosizae 3a OCHOBHY JIOTIKY yIpaBIiHHS
MIEPCOHAKEM.

ITons:

— health: piBeHb 310pOB’s TpaBIIs;

— Stamina: BUTPUBAJICTh JUIT BUKOHAHHS aTaK Ta YXWUJICHb,

— MmovementSpeed: MBUIKICTH TEpECyBaHHH.

Meronu:

— takeDamage(float Amount): oTpUMaHHS IIKOIH;

— UuseStamina(float Amount): BuTpadaHHsi BATPUBAJIOCTI;

— performAttack(): BuUKOHaHHS aTaku.

baszosuii knac npomuenuxis (BaseEnemy): 3aranbHuii Kjac JuIs BCIX THITIB

Boporis, Bimoyaroun NPC 1 6ocis.
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[Toss:

— health: piBeHb 310pOB’st BOpora;

— attackPower: cuna ataku Bopora.

Metonnu:

— takeDamage(float Amount): oTpuMaHHS IITKO/IH;

— performattack(): BUKOHAHHS aTakKw;

Knac npc. CnenianizoBaHuii Kjiac JJisi BOPOTiB, SIK1 TATPYJIOIOTh TEPUTOPIO.
Honatkosuii metos: patrol(), skuii 3abe3mnedye pyx y IEBHOMY HampsMKYy .

Knac 0ociB (boss). nacmimye baseenemy i1 nomae yHiKaJlbHI 31i0HOCTI.
Honatkosuii meton specialability(), sxuii BukirKae 0co0IUBY aTaky Ooca.

Knac pisna (level): Binmoinae 3a 3aBaHTaXCHHS PIBHS Ta CIIayH 00’ €KTIB.

Metonu:

— loadlevel(string name): 3aBaHTa>K€HHS. HOBOT'O P1BHS;

— spawnenemies(): CTBOPEHHS! TPOTUBHUKIB Ha PiBHI.

Peanizayis cmpyxmypu ¢ Unreal Engine 5. IToegnanus C++ ta Blueprints:

— OCHOBHA JIOTiKa, III0 BHMMAara€ BHCOKOi MPOJYKTUBHOCTI (HANpHUKIA],

OolioBa cucreMa), peajizoBaHa Ha c++,
— 1HII €JIEMEHTH, TaKl SIK TpUrepu nojid abo iHTepdeinc, CTBOPEH] yepes
blueprints y1st MIBUANIOTO HATAMITYBAaHHS.

Bukopucmannua mooyavroeo nioxody. KoxeH eneMeHT (TpaBeilb, BOPOTH,
piBH1) pO3pO0JIEHUI K OKpEMU MOAYJIb — 3a0€3Meuye MPOCTOTY POIIUPEHHS IPH.

CtopenHs apxiTekTypu npoekty B Unreal Engine 5 no3Bouiio no0OyyBatu
3p03yMily, MaclTaboBaHy CTPYKTYpy, sika 3a0e3neuye JIETKICTh y po3poOIll Ta
NoJANIbIIOMY po3lupeHHi. Taka apxiTekTypa A03BOJI€ €PEKTUBHO peai30ByBaTU

O0IOB1 MEXaH1KH, TOBEIHKY BOPOTiB 1 CTPYKTYpPY PI1BHIB.

2.6 CTBOpeHHs KjaciB

Y mporeci po3poOku rpu Oyjiao MPOBEACHO NPOEKTYBAaHHS KJAciB 13

BUKOPUCTAHHAM OO0’ €KTHO-OPIEHTOBAHOTO TMIAXOAY, SKHW JO3BOJISIE CTBOPUTH
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MaciTaboBaHy, 3p03yMUITY Ta 3pYUYHY JIJIs MIATPUMKH apXITEKTypy KOay. Y ci Kilacu
rpu  OyJM CIPOEKTOBAaHI Tak, M00 3a0€3MeUYUTH MOIYJIbHICTh, TOBTOPHE
BUKOPHUCTAHHSA Ta YITKUI pO3NOALT PYHKIIOHATHHOCTI MK KOMITOHEHTAMHU.

OcHoBHUIi Kiac mepcoHaka. OCHOBY JUIS KepYBaHHsI IEPCOHAKEM TPaBIIS
cranoBuTh Kiac PlayerCharacter (puc. 2.5), sikuii Hacnigye (yHKI[IOHATBHICTD BiJl
0a3zoBoro kiacy ACharacter.

VY KJaci peanizoBaHi Taki KIFOYOBI MexaHiku (puc. 2.4):

— cuctema 3a0poB’st (health) Ta BuTpuBamocti (stamina), BKIIOYAIOYH

METOIH IJId X 3MIHU,
— MEXaHIKU aTak, 0J0KyBaHb 1 YXUJICHb Yepe3 IHTETPaIlilo aHIMaIlii;

— JIoTiKa MajiHHs 3 BUCOTH 3 BUKOpHcTaHHsIM MeTony takefalldamage.

APlayerCharacter: :APlayerCharacter()
{
PrimaryActorTick.bCanEverTick =

MaxHealth = 100.8¥;
Health = MaxHealth;

MaxStamina = 1006.6F;
Stamina = MaxStamina;
APlayerCharacter: :BeginPlay()

Super: :BeginPlay();

APlayerCharacter: :Tick(float DeltaTime)

Super: :Tick(DeltaTime);

APlayerCharacter: : PerformAttack()

if (Stamina > 28.8F)
{
Stamina —= 20.6F;
UE_LOG(LogTemp, Log, TEXT("Attack performed"));
3
elsq
{

UE_LOG(LogTemp, Warning, TEXT("Not enough stamina to attack®));
}

APlayerCharacter: : TakeFallDamage()

Health —= 50.6F;

if (Health <= 6.8f)

{
UE_LOG(LogTemp, Warning, TEXT("Player has died!"”
Destroy();

Pucynok 2.4 — Peanizaiiist METO/11B Yy OCHOBHOMY KJiaci
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le "CoreMinimal.h"
"GameFramework/Character.h”
"PlayerCharacter.generated.h”

UCLASSO)

I APlayer(Character: ic ACharacter

GENERATED_BODY()

APlayerCharacter();

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "S
- Health;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category
- MaxHealth;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category
- Stamina;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category
. MaxStamina;

| PerformAttack();

TakeFallDamage();

i Tick(float DeltaTime)

BeginPlay()

Pucynox 2.5 — OcHOBHMII KJ1ac mepcoHaxa

Kaac cynporuBaukiB. /Iis NPC cTtBopeno kimac EnemyCharacter (puc. 2.6),
KA ycraaKoBye (yHKIIOHAIBHICTH Big ©OazoBoro ACharacter ta BkirOdae
cnenu(iuyHy NOBEAIHKY BOPOTIB:
— BHUKOpHCcTaHHs ai Dbehavior tree s peamizamii i, Takux sK
TepecyiIyBaHHs TpaBIisd, aTaka Ta BIACTYT,
— 00poOka animartiit yepe3 blueprint, mpus’si3aHi 10 MOBEIIHKH IIIi.
Kaac 6ociB. [ 6ociB cTtBopeno okpemuii kiac BossCharacter (puc. 2.7),
KU yCTajKoBye (QyHKIIOHANBHICTH Big EnemyCharacter i momae yHikambHI
MEXaHIKH:
— monia 600 Ha ¢asu 3 epexoaMu MiXK HUMH 3aJICKHO BiJl PiBHS 3JI0POB’ s
ooca;

— aTaku, 10 MalTh PO3IIUPEHY JIOTIKY Ta CKJIATHIII Ia0JI0HH.



= "CoreMinimal.h"
"GameFramework/Character.h"
= "EnemyCharacter.generated.h"

UCLASS()
YOURGAME_API AEnemyCharacter: public ACharacter

GENERATED_BODY ()

AEnemyCharacter();

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Stats")
t Health;

| AttackPlayer();

Tick(float DeltaTime) overri

BeginPlay()

Pucynok 2.6 — Kiac cynpoTuBHUKIB

ide "CoreMinimal.h"
de "EnemyCharacter.h"
~lude "BossCharacter.generated.h"

UCLASS()

ss YOURGAME_API ABossCharacter: public AEnemyCharacter
{

GENERATED_BODY()

ABossCharacter();

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Boss Mechanics")
int32 Phase;

id TransitionToNextPhase();

Tick(float DeltaTime)
| BeginPlay() override;

Pucynok 2.7 — Kinac 60ciB
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ApxiTekTypa KepyBanHsi rporo. CtBopeHo kiaac GameManager (puc. 2.8),
KWW BIATIOBIJA€ 3a rI100aIbHE KePYBaHHSI TPOIO:
— 3aIycK piBHA Ta BIICIIIKOBYBaHHS CTaHy T'PH,
— aKTUBYBaHHS TpUTEPIB JJIs1 60ca Miciisl 3aBepIleHHs 0010 3 npc;
— 00poOka moiil mporpairy 4 IepeMoru rpaBlis;

— 00’ €KTHO-OpIEHTOBAHUH T IX1I.

ide "CoreMinimal.h"
> "GameFramework/Actor.h"
#include "GameManager.generated.h"

ucLAss()
La YOURGAME_API AGameManager:
i
GENERATED_BODY()

AGameManager();

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Gam
bIsGameOver;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Triggers"
bBossTriggerActivated;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category =
int32 RemainingEnemies;

4 EndGame(! bPlayer¥on);

ActivateBossTrigger();
Tick(float DeltaTime)
BeginPlay()

EnemyDefeated();
3

Pucynok 2.8 — Kmac GameManager

Bukopucranus 00’ €KTHO-OPIEHTOBAHOTO MporpaMyBaHHS (OO0IT1)

320€31eYnIIo;
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— 1HKaICyJIsIII: yCl JaHl Ta METOAM OpTaHi30BaHI B MEXKax BIJIMOBIJIHHUX

KJIAaCl1B;

— cmajakyBaHHs: 0a3o0Bi kimacu, Taki sk acharacter, Oymu posmupeHi

crienup1YHUMHU KJacaMu JJIsl TpaBIis, NPC 1 60CiB,;

— moxiMopdism: MeToau, Hampukiazd, attack() gm takedamage(), MoxyThb

MIpaITioBaTH 3 00’ €KTaMU PI3HUX THUIIIB, CITPOIYIOYH PO3POOKY.

Buxopucmanns C++ i Blueprint. I cTBOpeHHSI CKJIaHOT JIOTIKH Ta BUCOKOT
MIPOTYKTUBHOCTI KIIFOUOBI MEXaHIKM peanizoBaHo Ha C++ (araku, BUTPHUBATICTH,
3JI0POB’S).

JIist mBUAKOI 1HTErpamii aHiMmarliii, TpUrepiB 1 Bi3yaJbHUX €QEKTiB
BuKopuctoByBanmcst Blueprints, ski B3aemopitoth i3 C++ uyepe3 iHTerpoBaHi
METO/IH.

JlonaBaHHs KJaciB Ha e€Talll MPOEKTYBaHHS JO3BOJIAJIO CTBOPUTU YITKY
apxIiTeKTypy rpu. Takuil miaxig 3a0e3nedye Jierke po3IUpeHHs (PYHKIIOHAIY Ta
IHTErpaIlilo HOBUX €JIEMEHTIB, 1[0 JO3BOJIAE peali3yBaTH CKJIaJIHI IFPOB1 MEXaHIKH

W aganTyBaTH rpy i MaiOyTHI NOTPEOH.
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3 PEAJIIBALIIA

3.1 HanamryBanus Unreal Engine 5

Cmeopenus Hoso2o npoeckmy. st moyaTKy po3poOKH CTBOPIOETHCS HOBHIA
npoekT (puc. 3.1) y Unreal Engine 5. V ctapToBOMy MEHIO OOMpPAETHCS KaTeropis
“Games”, miciis yoro BuOupaethes madion “Third Person”. Leit mabaoH MiCTHTB
0a30BY JIOTIKY MEpCOHAXKa Ta KaMepH, 110 J03BOJISIE€ MPUCKOPUTH MTOYATKOBUH eTarl
poooTH.

[Tix yac cTBOPEHHS MPOEKTY 3a7a€ThCcsl Ha3Ba, Hampukian, “CrownFall”, ta
BKa3yeThCsl Miclle il Horo 30epekeHHsa. PekomenmyeThcss oOpatu mnpodiib
“Maximum Quality” y nHamamTyBaHHSIX rpadiku, mo0 JOCATTH BHCOKOI SKOCTI

Bi3yasizarlii.

\ —
First Person Third Person

Third Person

BLUEPRINT

Pucynok 3.1 — CTBOpeHHS IPOEKTY

Hanawmyeanns epaghixu ma nnaeinis. I1icis cTBOpEeHHS MPOEKTY HEOOX1THO

onTUMi3yBaTu rpadiyHl NapaMeTpyd Ta aKTUBYBATH MOTPIOHI IUIAriHU. Y MEHIO
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“Project Settings” y po3mimi “Rendering” yBiMkHeHO Lumen mjst peanmicTHYHOrO
OCBITJICHHS Ta IUHAMIYHUX TIHEH.
VY po3aini “Plugins” (puc. 3.2) akTUBYIOThCS TaKi TUIAT1HU:

“niagara” s CTBOPEHHS Bi3yalbHUX €()EKTIB, TAKUX SIK YACTUHKH, JHM

abo ickpH;

“animation starter pack” mis iHTerpamii TOTOBHX aHIMAaLid pyxy

MIEPCOHAXKA;

“physics interaction” nmns 3a0e3medeHHs peadicCTHYHOI B3aeMOMIl 3

00’ eKTaMHu.

\f‘} Project Settings

Plugins

with No Effect Type

Pucynok 3.2 — Po3zain Plugins

Imnopm pecypcie ma HanawimyeawHs nouyamkosux enemenmig. Jns
CTBOPEHHSI PIBHS 3aBaHTaXYIOThCs Oe3komTOBHI Mozaenit 3amky 3 Unreal
Marketplace. Mogeni po3mimyiorees y nanmi Levels/Environment, micis doro
JIOJTAI0THCS HA PIBEHb Y peaakTopi A moOyaoBU 6a30BOi CTPYKTYPHU 3aMKY.

[Tepconax TpaBus iMIOpTyeThes n0 manku Blueprints/Player. JIns Hbporo
HAJIAIITOBYIOThCA 0a30Bl aHiMallii pyXy, aTak 1 yxuieHb. Lle qo3Bossie cTBOpUTH

0a30By IHTEPAKTUBHICTh IEPCOHAXKA BJKE HA TOYATKOBOMY €Tarli.
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Onmumizayis pobouoco cepedosuwya. JJis MiABUIIEHHS 3PpYYHOCTI poOOTH
aktuByeTbes QyHkuis Live Coding, sika 103BOjsi€ TECTyBaTH 3MIHM B KoJl 0e3
nepe3anycky penaktopa. Y wmentro “Editor Preferences” HamamroByeTbes
aBTOMATHYHE 30€pEKCHHS KOXKHI 5 XBUIMH, 10 3MEHIIIYE PU3UK BTPATH MPOTPECY.
HanamrryBanust Unreal Engine 5 — 11e mepiuiit Kpok 10 CTBOPEHHS I'pH, SIKUN
3a0e3nedye TOTOBHICTh MPOEKTY JO IHTErpaiii MexaHIK Ta piBHIB. 3aBASKU
NpaBWIbHIA OpraHizaiii CTpyKTypH MaIoK, aKTHBAIlil IJIATiHIB 1 HaJallTyBaHHIO
CepeZIoBHILa PO3POOKK 3abe3neuyeThecsl €(PEeKTHUBHICTh 1 3pY4YHICTH poOOTH Ha

HaCTYIIHUX CTallax.

3.2 Po3podka mexaHiKku rpu

Po3poOka MexaHIKM TpH € KIIOUYOBUM €TalmoM, SKHi 3a0e3nedye
IHTEPaKTUBHICTB IrPOBOTO MPOIIECY Ta CTBOPIOE OCHOBHMIA revmInici [4]. YV mpomy
pO3ALTL peani3oBaHO OCHOBHI MEXaHIKM OO0, YIpaBIiHHS BUTPHUBAJICTIO Ta
noBeAiHKHA BoporiB. OCHOBHA yBara npualisieTbecsi noegHanHio Blueprints ta C++
JUTsl CTBOPEHHS MPOIYKTUBHOI Ta MAacIITaOOBaHOI CHCTEMHU.

Peanizayis 6otiosoi cucmemu. OCHOBHOIO MEXAHIKOIO T'pH € O0iOBa cuctema,
sIKa BKJIIOYAE:

— aTakKu: BUKOHYIOThCSl 0a30B1 y1apy 3 BUTPATOI BUTPUBAJIOCTI,

— OJIOKyBaHHS: 3MEHINYE IIKOJMY BIJl aTak, ajié TaKoXX BHUTpayae

BUTPHBAJIICTBD;
— YXWICHHS: JO03BOJIIE YHHMKATH YJapiB, IPOTE€ Mae OOMEXEHHS 4epes
BUTPATH BUTPUBAJIOCTI.

Jlorika 1mux MexaHik peanizoBaHa yepe3 C++ s 3a0e3leueHHs] BUCOKOI
nponyktuBHOocTi. Hampuknan, wmeron PerformAttack() (puc. 3.3) y «kiaci
PlayerCharacter BiAgmoBigae 3a BUKOHAaHHS aTaKk Ta TMEPEBIPKY JOCTYIHOI

BUTPUBAJIOCTI.



UCLASS()

1 YOURGAME_API APlayerCharacter : Llic ACharacter
¥
L

GENERATED_BODY()
Aéiaynghargqtgr();
BeginPlay() override;
QPR&PERTY(EditAnywhere: BlueprintReadWrite, Category = "Combat")

at Stamina;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Combat")
t AttackStaminaCost;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Combat")
UAnimMontage* AttackMontage;

id PerformAttack();

SetupPlayerInputComponent( s UInputComponent* PlayerInputComponent)

Pucynok 3.3 — Peanizanis merony PerfomAttack

Cucmema sumpusanocmi. BUTpUBaNICTh € KIIFOYOBUM PECYPCOM Y Tpl, AKUI
BILTMBAE Ha BCi Aii rpasi. Ii MexaHika peaizoBaHa uepes:
— 3MEHIIICHHS BUTPHUBAIOCTI: BUKOHYETHCS TIPU KOXKHIHM [T, Takiil K aTaka,
yXUJIEHHs a00 OJIOK;
— BIJHOBJICHHS BUTPHUBAJIOCTI. MOYMHAETHCS, KOJIM TpaBellb HE BUKOHYE
KOJTHUX aKTUBHHX Jii.
ANTOPUTM BIJIHOBJIEHHS BpaxoBY€ MIBUIKICTh pEreHepallii, 3aJIeKHO BiJ
CTaHy MepcoHaXka (HampHUKIad, i1 yac 6010 abo 1mo3a HUM).
llosedinka NPC i 6ocis. J1y1s BoporiB BukopuctoBytoThes Al Behavior Tree,
10 JT03BOJISIIOTH CTBOPUTH PEATICTUYHY MTOBEIHKY.
NPC:
— peaJi30BaHO NaTPYJIOBAHHS TEPUTOPIi Ta aTaKy P HAOIM>KEHH1 rpaBls;
— BOpOTM Ha MOCTax 3MYUIYIOTh IpaBlisg OyTH OOEpe)HUM Yepe3 PHU3UK
MaJiHHs.
oocu:
— ©00c mae yHIKanbHI (a3u 0010, HAIIPUKJIIA], TOCHJICHHS aTak abo J0IaTKOBI

3110HOCTI;
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— JIOTiKa ymOpaBiiHHA OOCOM TakoX Oa3syeTbcs Ha Dbehavior tree mus

ajanTarii 10 Jaii rpaBIs;

Disuka ma 63aemodis. MoCTH B PIBHI JIOMaTKOBO YCKIIQTHIOIOTH
MIPOXO/PKCHHS, OCKUIBKHM TIPH HEBIAIOMY YXWJICHHI T'paBellb Moke BmacTu. Lls
MeXaHiKa peaji3oBaHa yepe3 HalallTyBaHHs KOJUIAWIepiB y pelakTopi Ta 00poOKy
ol mamigasa B C++.

IIpu maniaai BukiukaeTbess Meton TakeFallDamage() (puc. 3.4), skwmii

3MEHIIIy€ 3/I0POB’ s IEPCOHAXKA a00 MPU3BOJIUTH JI0 3aBEPIICHHS TPU.

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = "Fall Damage")
DeathHeight;

TakeFallDamage();

InitialZ;

Tick( DeltaTime)

bIsFalling;

BeginPlay()

Pucynoxk 3.4 — Peanizaliiss MexaHiku NaJiHHS Y IPIPBY

Po3pobka MexaHiKu Tpy JTI03BOJIMIIA CTBOPUTU TUHAMIYHUN ITPOBUH MPOIIEC,
1110 MMOEIHY€E TAKTUYHHN MiX1 Ta pu3ukoBaHi eaemeHTH [7]. [Toeqnanns Blueprints
ta C++ 3a0e3neunsio BUCOKY MPOIYKTUBHICTh 1 THYYKICTh y po3poOIl 00ioBOi
CUCTEMH, BUTPHUBAJIOCTI Ta TOBEJAIHKM BOpOTriB. HacTymHum etamoMm craHe

BIIPOBAKEHHS [IUX MEXaHIK Y TOOY0OBY PiBHIB.

3.3 Po3polka irpoBux piBHiB

Po3pobka irpoBux piBHIB — 1€ OJWH 13 KJIIFOYOBHX €TaIliB CTBOPEHHS T'PH, 1110

BHU3HAUYa€ CTPYKTYpPY, aTMOchepy Ta 1HTEPAKTUBHICTH JIOKAIINA. Y I[bOMY MPOEKTI

1BEHB IIPEICTABIICHMI 3aMKOM, SIKHI CKJIaIa€THCS 3 IBOX OCHOBHMX 30H, 3’ €THAHUX
,21 9 11 )1 2 )1
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HeOe3neyHuMU MocTaMu. PiBeHb moOyJ0BaHUM TaKUM YMHOM, 1100 3a0e3MeunuTH

JWHAMIYHUHN 1TPOBUI TIPOIIEC 13 MOCTYIMOBUM IMiABUIIIEHHSIM CKJIQTHOCTI.

3.3.1 IloOynoBa piBHsI 3aMKY 3 IBOMA JIOKAIliIMHA Ta MOCTAMH

[TobymoBa piBHS posmodanacss 3 OCHOBHOTO IUTAHYBaHHSI CTPYKTYPH 3aMKY
(puc. 3.5). Y Unreal Engine 5 6y BukopucTani 0e3K0IITOBHI Moieii 3aMKy 3 FAB
(xommmHi Unreal Marketplace), siki iHTerpyBasucst B irpoBuii piBeHb:
— TIeplla 30Ha: BeJMKa 3aja JJisl MMOYaTKOBOTO OOK0 3 npcC, sika CIY>XKHUTh
BCTYIIOM JIO PiBHS;
— MOCTU: HeOe3nmeyHa 30Ha 3 OOMEXKEHHUM MPOCTOPOM, JI€ KOXKEH
HETPaBUJILHUHN PyX MOKE MIPU3BECTH JI0 MaIIHHS,
— TpoHHa 3aya: ¢iHagbHA 30HA Il 0010 3 O00COM — TYT mepeadadeHo

BIIKDUTHIA TPOCTIp, IO JTO3BOJISIE BUKOPUCTOBYBATU TAKTUYHHUIA MIAXIT Y

0or0.

Pucynok 3.5 — IrpoBa noxariis

3.3.2 Po3mimenns NPC, Ta 6ociB

Poszmiwenns NPC, mpueepie ons 60cie ma inmepakmugHux 06 ‘ekmis. PIBeHb

BKIIIO4a€ B ceOe po3TanryBanHs NPC, Tpurepis 1 B3a€MOIIH.
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NPC (puc. 3.6):

— PO3MIIIEH]I HA MOCTaX 1 B IOYATKOBIN 30H1 JIJII CTBOPEHHS HAMPYKEHOCTI
I1J] 4ac IepecyBaHHs;

— BHKOPHUCTOBYIOThCS ai behavior tree mist peanizaliii MpOCTUX aTaKyHOUHX
TN,

Tpurepu ans 60c¢iB:

— 01t 13 00COM aKTHBYEThCS IICIISI IEPEMOTH HaJ BCIMa NPC y MOYaTKOBIN
30Hl1;

— TpUrepH peanizoBaHi uepe3 blueprint, o0 CHpolrye iXHIO 1HTETpaIio B
PIBEHb.

[HTEepakTUBHI 00’€KTH: JIKM Ta 1HII PECypCcH pO3TalIOBaHI B CKJIATHO

AOCTYIIHUX MiCIl}IX, o CTUMYJIIOE I[OCJIiI[)KeHH}I piBHSI.

Pucynox 3.6 — PozramryBanns NPC

3.3.3 HajamTyBaHHsl OCBIiTJIEHHl /IUISI CTBOPEHHSI aTMOc(h)epu TEMHOI0

cepeIHbOBIYYS

OcBiTiieHHs BiAIrpae KIOYOBY pOJIb Yy CTBOPEHHI armocdepu TpH.
CMOJIOCKMIIM Ta BOTHHMILA CTBOPIOIOTH aTMoc(epy TEMHOro CepeaHbOBIUYSL.

Buxopucrano cuctemy Lumen 1151 peanicTUYHOTO OCBITJICHHS Ta TIHEH.
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Takoyx OyJi0 HAJIAIITOBAHO JUHAMIYHE OCBITJICHHS JIJII CTBOPEHHS BIIUYTTS
HeOe3neku Ta 3aHen0aHocTi. J[ogaHo TyMaH 1 YacTHMHKM MIUTY, SIK1 IJCHIIIOIOTH

aTMocdepy.

3.4 Po3poOka KopucTyBalbKoro inrepgeiicy

KopucryBanpkuii intepderic (Ul) Hamae rpasresi iHdopmaillito Ipo cTaH
nepcoHa)xka Ta Imepeodir rpu, Mepeardu KIYoBl JlaHi 0e3 3aiiBUX BIiJIBOJIIKAHb.
[Ixana 310poB’s IepcoHaXka MoKa3zye MOTOYHUMN PIBEHD 37J0POB’ S, SMEHIITY€THCS 1111
yac OTPUMAHHS IIKOJY Ta BIIHOBIIOETHCS 32 JOIMIOMOTOO JIIKYBJIBHHUX MPEIMETIB.
[IIkana BUTPHUBAJIOCTI KOHTPOJIIOE BUTPATH E€HEPrii Ha aTakHh, YXWICHHS abo
0JIOKyBaHHS 1 aBTOMAaTHUYHO BITHOBJIIOETHCS 3a BIACYTHOCTI Aiil. Ilix yac GutBuU 3
00COM 3’SIBJISETHCS IIKasa Woro 3mopoB’s (puc. 3.7), mo BigoOpaxkae MOTOYHHIMA

CTaH CyIpPOTHBHUKA.

Pucynok 3.7 — IrpoBuii inTepdeiic npu npoxoKeHHi boca

VYci enementu crBopeni yepes Blueprint Widgets y Unreal Engine 5. [lxanu
3I0POB’Sl Ta BUTPUBAJIOCTI MOB’s3aH1 31 3MIHHUMH TMEPCOHAXA, SKI JUHAMIYHO

OHOBITIOIOTKCS TI1JT 4ac TPH.
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Po3pobnenuii  kopucTyBallbkuil 1HTEpdEenc M03BOJISIE TPABIIO 3PYyYHO
KOHTpPOJIIOBaTH CTaH MepcoHa)xa Ta Ooca mijg yac rpu. IIpoctuii Tta 3po3yminuit
JU3aiH MATPUMYE 3arajibHy aTMocdepy IpH, He IEPEBAHTAXYIOYH TPABIIS 3aHBOIO

iH(opMairi€ro.
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4 TECTYBAHHS

4.1 TectyBaHH# irpOBHX MeXaHiK

TectyBanHsi IrpoBHX MeXaHIK 3a0e3ledyye MepeBIpKy iXHBOI KOPEKTHOI
poOOTH Ta BIAMOBITHOCTI MPOEKTHUM BUMoOraM. OCHOBHMM akIIEHT 3poOJieHO Ha
nepeBipi 6oioBoi cucteMu, B3aemoii 3 NPC Ta moBeIIHKH MITYYHOTO 1HTEIEKTY
(III). ¥V npomy po3aiil NpeACcTaBiIeHO PE3YIbTATH TECTYBAaHHS KIIFOUOBUX MEXaHIK.

bouiosa cucmema. TectyBaHHS OOHOBOT CHCTEMH BKJIIOYAJIO MEPEBIPKY
HACTYIHUX €JIEMEHTIB:

— aTaku. aHiMallisl aTakd TPaBls AaKTUBYEThCA TICIAS HATUCKaHHS
BiAMOBiAHOI KHomku (auB. puc. 4.1) — BUTpaTta BHUTPUBAIOCTI
B1IOYBa€ThCA 3TiAHO 3 KOJOM, SIKIIIO BUTPHUBAIICTh TPaBI 3aKiHUYEHA,
aTaka He BUKOHYETHCS; YCIITHAN yAap MO CyMPOTUBHUKY 3MEHIITY€E HOTO
KTy 340pOB’S;

— OJIOKyBaHHS. TpaBellb MOXE€ AaKTUBYBaTU OJIOK, SIKAA 3MEHIIYE
OTpUMYBaHy MIKOJY (BUTPUBAIICTh BUTPAYAETHCS Mia 4Yac OJIOKYBaHHS
aTak CyNpOTHBHHUKA);

— YXWJICHHS: TEPCOHAX YCIINIHO BUKOHYE YXWJIEHHS TICIS AaKTUBAIlii
BIIMOBITHOT KOMAaH/IM — YXWJICHHS TAKOK BUTpadya€e BUTPUBAIICTD, 1 MICIIsI
il 3aKiHYEHHS JIisl CTa€ HEAOCTYITHOO.

Byno nporecToBaHO BUBEACHHS MOBIOMIICHD A1 TpaBiist. CHOBIIIEHHS PO
KPUTUYHUN pIBEHb 3J0pPOB’S a00 BUTPUBAIOCTI 3 SIBISIOTHCA Yy BIANOBIIHUAN
MoMeHT. [IOBiIOMIIEHHSI OHOBIIOIOTHCS B PEAJLHOMY Haci Ta HE BiJABOJIKAIOTH
TpaBIId BiJ] iIrPOBOTO TIPOIIECY.

llosedinka NPC. IlepeBipka mNOBEIIHKM CYNpPOTHUBHUKIB Oa3yBanacsi Ha
HACTYITHUX KPUTEPIAX:

— peakuis Ha rpaBusi: NPC pO3Mi3HAIOTH rPaBlis, SIKIIO BiH BXOAUTH Y IXHIO

30HY Jii, 1 TMOYMHAIOTHh MEpPEeCiAyBaHHSI — CYNPOTHUBHUKHU aTaKyIOTh

IpaBIIs JIUIIE TOI1, KOJH BIH 3HAXOIUTHCS B MEKaX JOCSKHOCTI;
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— BUKOHAHHS aTakK. NpC YCIIIIHO BHKOHYIOTh aHIMAIlli aTak, 3aBJar0du

IIKOJM TIEPCOHAXY TPaBIl — SKIIO TpaBelb YXWISETbCS, aTaka
CYyNpPOTUBHUKA BTPAYAE IiJTb,

— PpO3TallyBaHHS: NPC KOPEKTHO PO3MIIICHI HA PiBHI — BOHH HE 3aCTPSTal0Th

y TIepenIkojiax 1 He CXOASITh 3 MOCTIB, IO 3a0e3nedye CcTaOiIbHICTh

T€HUMILIETO.

Pucynox 4.1 — Animarria ataku npu HaTuckandi LMB

Pe3yabTaTn TECTYBAaHHA.

Mexanika 0010: yci 6a30B1 (yHKIIIT MPaIfo0Th CTAOLIHHO.

[IpoGsiem 13 BUTPATOIO BUTPUBAJIOCTI, IIKaJIaMHU 3I0pOB’sl a00 aHIMAIlISIMU HE
BUSIBJICHO.

[Toseninka NPC: I cynporuBHuUKIB BiAmoBigae 3amanomy ciienapito. NPC
aJIeKBaTHO pearyroTh Ha Jii IpaBlisl Ta BAKOHYIOTh NepeadayeHi Aii.

TecTyBaHHS IrpoBHX MEXaHIK MiATBEPAUIO iXHIO (YHKIIOHATBHICTD 1
BIJIMOBITHICTh IPOEKTHUM BHUMoraM. boiioBa cucreMa, cructemMa BUTPUBAJIOCTI Ta
noBeinka NPC npaifioroTe cTab1IbHO, 110 103BOJISE 3a0€3MEYUTH IHTEPAKTUBHICTh
Ta MOKJIMBICTh MTPOXOKeHHS (uB. puc. 4.2). He3Baxkaroun Ha 00MEXeHY KiJTbKICTh
CKPHUHIIIOTIB, KJIFOUOBI aCMEKTH MEXaHIK MPOJIEMOHCTPOBAHO Y BUTJISAI MPUKJIIATIB

pobotu cuctemu ataku Ta B3aemoii 3 NPC.
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Pucynok 4.2 — [lepemora Haj 60com

4.2 TectyBanns Ul Ta UX

TecTyBaHHS KOpUCTyBalUbKOro iHTepdeicy Ta B3aeMOAli TpaBlsd 3
eJIEMEHTaMH TPHU TOKa3aJ0 WOro 3pydyHICTh Ta IHTYiTUBHICTh. Illkama 3mopoB’s
KOPEKTHO 3MIHIOETHCS Y BIJIMIOBIb HA OTPUMAHHS IIIKO/IH, a TIPU KPUTUYHOMY PiBHI
3MIHIOE KOJIp Ha 4YepBOHMI, MmpuBepTatoun yBary rpasis. Illkana BuTpuBanocti
3MEHIIYETHCA IM1JI YaC BUKOHAHHS aTak, YXWJIeHb a00 OJOKyBaHb, aBTOMAaTUYHO
BIJIHOBJIIOETHCA y CTaHI CIIOKOIO, a MPYU HU3bKOMY PiBHI 3MIHIOE KOJIpP Ha >KOBTUN
ab6o wuyepBonwmil. Illkama 3mopoB’st Ooca 3’gBisIEThCS T dYac OO0, TOYHO
BiJI0Opakarour CTaH CyNMPOTUBHUKA B PEaIbHOMY Yaci.

Enementn HUD postamoBani Tak, o0 He 3aBa)kaTd OTJISAIY IrPOBOIO
cepenoBuia. TEKCTOBI CHOBIMICHHS BUBOJATHCS y BEPXHIM YacTWHI €KpaHa, He
B1JIBOJIIKarO4M Bij 0010. ['paBIli 1erko opi€eHTYIOThCS B iIHTEpdeEiict 6e3 10AaTKOBUX
IHCTPYKIIif, €JIeMEHTH pearyiTh Ha 3MIHY CTaHy IepcoHaxa 0e3 3aTpUMOK.
BukoHaHHsl 11, Takux K aTaku ab0 yXWJIEHHS, CYNPOBOIKYETbCS MHUTTEBUMU
3MiHamMu B iHTepdeiici, a coBileHHs Tuiy «Maino 310poB’s» un «Burpuanicts

3aKiHYMIacs e(PeKTuBHO 1HHOPMYIOTH IPO KPUTHUYHI CTaHHU.



47
Enementn Ul mpairoroTh cTaOLIbHO, IIKATd KOPEKTHO OHOBIIOIOTHCS B
peanbHOMy 4Yaci (puc. 4.3), a KOJBOPOBI 3MIHH YCIIIIHO IEPEIAlOTh MOTPIOHY

iH(popMmarito. [HTepdeiic He mepeBaHTaXye eKpaH, JO3BOJISIOUN IPABISIM MIPUIMATH

TaKTUYH1 pillieHHs 0€3 MePEIIKo/, 1 3a0e3neuye 3pydHICTh Y BUKOPUCTAHHI.

Pucynox 4.3 — Kinenp rpu npu piBHi 310poB’st 0

TectyBanns Ul ta UX migTBepamiio, o KOpUCTYBalbKUil 1HTepdeiic rpu
BiAMoBigae mpoekTHUM BuMoram. Exementn HUD Ta moBigomieHHS YCIIIIHO
BUKOHYIOTh CBOIO (DYHKIII}0, 3a0€3Meuyoun rpaBls HEOOX1IHOK0 1HpopMalliero 6e3
3aiiBOr0 HABaHTAXCHHS HA €KpaH. 3PYYHICTh BUKOPUCTAHHS Ta IHTYITUBHICTH
iHTepdeicy M03BOJSIOTh TPABII0 30CEPEAUTHCS Ha IrPOBOMY TMIpOILECi, IO

MO3UTUBHO BIUIMBAE HA 3arajbHE BPAXKECHHS BiJ IPH.
4.3 Onrumizauis
Onrtumizaiiisi Tpy cTajia BAXKJIUBUM €TarioM, CIIPSIMOBAaHUM Ha 3a0e3MedYeHHs

il cTabiIbHOT pOOOTH HA PI3HUX CHCTEMaX 1 3HMIKEHHS HaBAaHTAXEHHS HA amaparHi

pecypcu. byno BUKOHAHO PO30OUTTS PIBHS HA 30HU, SIK1 3aBAaHTAXKYIOTHCS JIUIIIE i1
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yac BXOJy TIpaBls, L0 3MEHIIWIO KUIBKICTb OJHOYACHO AKTUBHHUX EJIEMEHTIB.
Beanki 00’exkti ontumizoBaHo 3a moroMororo LOD, mo0 3MeHIIUTH KIIBKICTh
MOJIITOHIB 3aJIeXXHO Bia BifcTani A0 kamepu. HemotpiOui NPC, mo 3naxonarbcs
1o3a noJjieM 30py abo 3a MexaMu aKTUBHOI 30HHU, OyJI0 J€aKTUBOBAHO. J{J1s1 TEKCTYp
BUKOPHCTAHO CTHCKAHHS 3 ONTHMAJIBHUM PO3IIUPEHHSIM, a B KIIOYOBHX 30HAX
JWHAMIYHE OCBITJICHHS AaKTHBOBaHE IIMINE TaM, JI¢ 1€ HEOOXiJAHO, pemTa
OCBITJIFOETHCSI CTATUMHUMH JIPKEPEITAMH.

OHOBJICHHSI €JIEMEHTIB, TaKHX SK IIIKadd 370pOB’ST Ta BHUTPUBAJIOCTI,
B110yBa€ThCS TUIBKHU TO/I1, KOJIH 11e ToTpiOHO. [ToBeniaka NPC mis MeHI BayKIMBHX
MIEPCOHAXKIB CIIPOIIICHA, 1110 3MEHIINIIO HABAaHTAXKEHHS HA O0YHCIIIOBAIBHI PECYPCH.
[ToMunKky B CUCTEM1 BUTPUBAIIOCTI, JI€ BUTPATH HA aTaKU 1HO/1 HE BPaxOBYBAJIHCH,
Oynu BumpaBiieHi. TakoX YCyHEHO MpoOJeMH 3 3acTpsraHHSM IepcoHaka Ha
MOCTaX 4epe3 HEeMPaBWILHO HAJIAIITOBAaHI KOJIIAHACPH Ta BUIIPABICHO 3aTPUMKH B
atakax NPC uepe3 KOHQIIIKT y 4ep3i Jiil.

Ilin yac TecTyBaHHS NPOJYKTHBHOCTI BH3HA4YC€HO, IO cepenHii FPS
cTalblIbHO MIATPUMYEThCS Ha piBHI 60 KampiB 3a cexkyHmy Ha cydacHux [IK.
Bukopucranns iHcTpyMeHTiB, Takux sk Unreal Engine Profiler, Stat Unit, Stat GPU
1 pexxum “Shader Complexity”, 103BOJIHIIO BUSIBUTH Ta YCYHYTH «BY3bKi MICIS» B
POIYKTUBHOCTI, ONTUMI3YBATH PECYPCH U OKPAILIUTU CTPYKTYpPY MaTepialiB.

Pesynbraty ontuMizaiiii nmokasaiu MiJBUIIEHHS MPOAYKTHBHOCTI Tpu Ha 20-
30%, ckopoueHHs HYacy 3aBaHTKEHHS PIBHIB 3aBISKU CUCTEMi CTPIMIHTY Ta
YCYHEHHsI OLTBIIIOCTI TOMIJIOK. 3arajibHa CTablIbHICTh TPU 3HAYHO MOKpaIuiIacs,

1o CiipuAa€ CTBOPCHHIO ITIO3UTHBHOI'O I[OCBiI[y JJISL T'paBLA.
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BUCHOBKHA

VY xo0/11 pob60TH HaJl MPOEKTOM OYJIO CTBOPEHO IrpoBHii piBeHb Ha py1ii Unreal
Engine 5, sxuii n1eMOHCTpye OCHOBHI MeXaHiKu Tpu B kaHpi Souls-like. PiBenb
CKJIaIa€ThCS 3 IBOX OCHOBHUX 30H: BeJHKOi 3au /i 60iB 13 NPC ta TponHO{ 3amm
7151 (DIHAJIBHOTO MPOTUCTOSHHS 3 00COM. 30HU 3’ €HaHI HEOE3MEYHUMH MOCTaMH,
K1 I0aI0Th €JIEMEHT PU3UKY Ta TAKTUYHOI CKIIQHOCTI.

BnpoBamxeno OoioBy cucTeMy, sKa BKJIIOYAa€ aTakd, OJIOKYBaHHS Ta
yxuieHHd. [li mexaHiku 0a3ylOThCSi Ha BUTPUBAJIOCTI, IO JOJA€ CTPATETTYHOTO
eneMeHTy 10 00iB. Cuctema 30pOB’sl IJisi TpaBUsA Ta CYNPOTUBHHKIB JI03BOJISIE
IpaBIIeBl BIJICIIIKOBYBATH CTaH CBOTO MEPCOHaXKa Ta BOPOTIB y pealbHOMY Yacl.
Peamizamist imx MexaHik BUKOHAHA 3a J0moMoror C++ i1t 3a0e3reueHHs] BUCOKOIL
NPOAYyKTUBHOCTI Ta Blueprints a1t cripollieHHs 1HTErpallii eJIeMEHTIB.

KopucryBanpkuii inTepdeiic Oyno agantoBaHo a0 cTWiIicTUKU rpu. [lkamm
3I0pOB’S Ta BUTPHUBAIOCTI, a TAKOXK IIKaja 3740poB’s O6oca iHTerpoBani B HUD,
3a0e3meuyround TpaBls BCiero HeoOXimHow iHDopmariero. IHrepdeiic He
NepeBaHTaXye eKpaH 1 3a0e3neuye 3pyyuHICTb 1] Yac Ipu.

[IpoBeneHo TecTyBaHHS OCHOBHMX MEXaHIK, TakKHX SK CHCTeMa 0010,
B3aemoiis 3 NPC Ta moBeiHKa IITY4YHOTO 1HTENEKTy. BusiBneHi Hemomiku Oynu
BUIIPABJIEHI, & Ipa ONTUMI30BaHa JIJIsl CTaOLIbHOI pOOOTH HABITh y CKIIQAHUX CLIEHAX.
Jnst  1mporo  BukopucTtoByBaiuch iHcTpymeHntn Unreal Engine, Taki sk
npodintoBanHs npoayktuBHocTi, LOD-cuctema ta CTpiMiHT KOHTEHTY.

Pesynbratn pobGotu nemoHcTpyroTh, 1mo Unreal Engine 5 € moTyxHuUM
THCTPYMEHTOM JIJIs1 CTBOPEHHSI BUCOKOsIKICHUX irop. [Toemnanns Blueprints Ta C++
3a0€3MeUnsI0 THYYKICTh 1 €(EKTHUBHICTh PO3pOOKH, TO3BOJMBIIM peanizyBaTu
MPOJYKTUBHI I'POB1 CUCTEMHU.

[Tomanpmmii pO3BUTOK TPH Ma€ 3HAYHUN TMOTEHIAal. 30Kpema, MOXKHa
PO3LIMPUTH PiBHI, JOJATU HOBI JIOKAIlli, CyMPOTUBHUKIB 1 OOCIB 3 yHIKaJbHUMU

MexaHikamu. BaxiuBum Kpokom Oyjie pO3BUTOK CIOXKETHOT JIiHi1, BKIIOYAIOUN KaT-
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CLIEHU Ta JaJ0TH, Kl NOTJIUOJIATh 3aHYPEHHS TPaBIIsl y CBIT IpU. TaKoXK MOXKIHBE

BIIPOBAHKEHHSI MEPEKEBOTO PEXKUMY JIJII KOOTIEPATUBHOTO MPOXOKeHHs uyu PvP-
OUTB.

Takum yuHOM, BUKOHAHA pOOOTA € JIMIIIE TOYaTKOBUM €TarloM y CTBOPEHHI

TpH, IO MA€ MOTEHITIA JIs TOAAJIBIIOTO BJOCKOHAIICHHS, IOMTOBHEHHS MEXaHIK Ta

PO3BUTKY CIOKETy. PesynbpTaT poOOTH MiATBEPIKYE MEPCIEKTHUBHICTH ITPOBOTO

NPOEKTY K TUIATHOPMHU TS peaizaliii CKIaaHuX i1eH y sxanpi Souls-like.
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JTOJATOK A

OcnoBuuii kaac PlayerCharacter.h

#pragma once

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

#include "PlayerCharacter.generated.h"

UCLASS()
class YOURGAME_API APlayerCharacter : public ACharacter

{
GENERATED_BODY/()

public:
APlayerCharacter();

protected:
// 310poB’st mIepcoHaxa
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Stats")
float Health;

// MakcuMmanbHe 310pOB’ s
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Stats")
float MaxHealth;

// BUTpHuBaNicTh MepCOHAKA

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



// MakcumaiabHa BUTPUBATIICTh

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Stats")

float MaxStamina:;

// Metox g ataku

void PerformAttack();

// Metox s raaiaas

void TakeFallDamage();

virtual void Tick(float DeltaTime) override;

protected:

virtual void BeginPlay() override;

1
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JTONATOK B

Peanizanis meroxiB y PlayerCharacter.cpp

#include "PlayerCharacter.h"

APlayerCharacter::APlayerCharacter()

{
PrimaryActorTick.bCanEverTick = true;

MaxHealth = 100.0f;
Health = MaxHealth;

MaxStamina = 100.0f;

Stamina = MaxStamina;

void APlayerCharacter::BeginPlay()

{
Super::BeginPlay();

void APlayerCharacter::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

void APlayerCharacter::PerformAttack()

{
if (Stamina > 20.0f)
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Stamina -= 20.0f;
UE_LOG(LogTemp, Log, TEXT("Attack performed"));
¥

else

{
UE_LOG(LogTemp, Warning, TEXT("Not enough stamina to attack"));

void APlayerCharacter::TakeFallDamage()
{
Health -= 50.0f;
if (Health <= 0.0f)
{
UE_LOG(LogTemp, Warning, TEXT("Player has died!""));
Destroy();
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JTIOJATOK B

Koa knacy GameManager.h

#pragma once

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

#include "GameManager.generated.h™

UCLASS()
class YOURGAME_API AGameManager : public AActor

{
GENERATED_BODY/()

public:
AGameManager();

protected:

// TIoTOYHMIA CTaH TpU

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Game State")
bool blsGameOver;

// AXTUBOBaHUM TpUrep A 6oca
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Triggers")
bool bBossTriggerActivated;

// JIYUIBbHUK CYNIPOTUBHUKIB
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "Game State")

int32 RemainingEnemies;



// MeTon 115l 3aBepIICHHS IPU

void EndGame(bool bPlayerWon);

/I Meton s aktuBariii 00r0 3 60coM

void ActivateBossTrigger();

public:

virtual void Tick(float DeltaTime) override;

protected:

virtual void BeginPlay() override;

// Meton nnst BITHIMAHHS CYIIPOTHUBHUKIB

void EnemyDefeated();
o
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JTOJATOK I'

Peanizanis metoniB y GameManager.cpp

#include "GameManager.h"

#include "Kismet/GameplayStatics.h™

AGameManager::AGameManager()

{
PrimaryActorTick.bCanEverTick = true;

// THiam3anisa 3Ha4eHb
blsGameOver = false;
bBossTriggerActivated = false;

RemainingEnemies = 10; // IlouaTkoBa KiJIbKICTh CYIIPOTUBHUKIB

void AGameManager::BeginPlay()

{
Super::BeginPlay();

UE LOG(LogTemp, Log, TEXT("GameManager initialized.

enemies: %d"), RemainingEnemies);

}

void AGameManager::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

// TlepeBipka, uv BC1 CyIPOTUBHUKHU TIEPEMOKEH1
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if (RemainingEnemies <= 0 && !'bBossTriggerActivated)

{
ActivateBossTrigger();

void AGameManager::EnemyDefeated()
{
if (RemainingEnemies > 0)
{
RemainingEnemies--;
UE _LOG(LogTemp, Log, TEXT("Enemy defeated! Remaining enemies:

%d"), RemainingEnemies);

// SIk1110 BC1 CyPOTUBHUKH MEPEMOKEH1
if (RemainingEnemies <= 0)
{
UE_LOG(LogTemp, Log, TEXT("AIl enemies defeated. Activating boss
trigger."));
¥

void AGameManager::ActivateBossTrigger()

{
bBossTriggerActivated = true;

UE_LOG(LogTemp, Log, TEXT("Boss trigger activated!"));

// Jlorika akTuBarii 0010 3 00coM

// Hampukiian, ciaBH 60ca
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void AGameManager::EndGame(bool bPlayer\Won)
{

blsGameOver = true;

if (bPlayerWon)
{
UE_LOG(LogTemp, Log, TEXT("Player has won the game!™));

}

else

{
UE_LOG(LogTemp, Log, TEXT("Player has lost the game."));

// 3aBepIlieHHS TpU: HAITPUKJIA]], 3aBAHTAXKEHHSI TOJIOBHOTO MEHIO

UGameplayStatics::OpenLevel(this, FName("MainMenu"));



