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PE®EPAT

KBamiikamiitna pobora wmarictpa «JlocmimkeHHS MOXXIUBOCTEH pyIIis
Unreal Engine a1 cTBOpeHHS BIpTyalbHUX ITPOBHUX cepeAoBuiny»: 62 c., 33 puc., 1
Tabn., 34 mxepena, 4 101aTKH.

Kimouosi cnoBa: Unreal Engine, BipTyanbHe irpoBe cepeloBHILE, ITPOBUMN
py1iii, komm'torepHa rpadika, 3D-MoaentoBaHHS.

O0’€eKT AOCTIIKEHHS — MPOLIEC CTBOPEHHS BIPTyalIbHUX ITPOBUX CEPEAOBHILL
3 BUKOPUCTAHHSIM CYy4YaCHUX PYIIIiB.

Mera pobotu nozsrae B aHaimizl MoxiauBocTedl pymist Unreal Engine muis
CTBOPEHHS BIPTyaJIbHUX ITPOBHX CEPEJOBHIL, a TAKOX Y po3poOLl MPOTOTHUITY
TaKOT'0 CEPEOBUILA 3 BUKOPUCTAHHSAM OCHOBHUX 1HCTPYMEHTIB PYILIs.

Meton IOCHIIKEHHST — TEOPETUYHUN aHalli3, eMIIpUYHEe OCHIIKEHHS,
MOJICJIIOBAHHS T4 CUMYJIALIIS, TECTYBaHHS.

Y poboti pochimkeno MoximBocTi Unreal Engine s cTBopeHHA
BIpTyaJbHUX ITPOBUX CEPEIOBUIIN, BKIIOYAIOYH €Tal MOJICITIOBAHHS, MPUHIUIIH
cTBOpeHHsT 3D-ClieH Ta TEepCOHaXiB, METOAW CHUMYJIAIIi (PI3MUHUX TPOIIECIB,
MUTaHHS IHTEPAKTUBHOCTI, TPOEKTYBAHHSI, peaji3alliio Ta TecTyBaHHs. Po3pobieHo
MPOTOTHUI, TPOBEACHO TECTYBaHHS Ta OINTHUMI3allil0, BUSBJICHO MpoOJIeMH Ta

BUKJIUKHU. POOOTa MICTUTh TEOPETUUHUI aHaJI13, OMUC MPOIECY Ta Pe3yIbTaTH.



SUMMARY

Master's thesis “Research of the Unreal Engine capabilities for creating virtual
game environments”: 62 p., 33 figures, 1 table, 34 sources, 4 appendices.

Keywords: Unreal Engine, virtual game environment, game engine, computer
graphics, 3D modeling.

The object of research is the process of creating virtual game environments
using modern engines.

The purpose of the study is to analyze the capabilities of the Unreal Engine
for creating virtual game environments, as well as to develop a prototype of such an
environment using the main tools of the engine.

Research methods: theoretical analysis, empirical research, modeling and
simulation, testing.

The paper explores the capabilities of the Unreal Engine for creating virtual
gaming environments, including modeling stages, principles of creating 3D scenes
and characters, methods of simulating physical processes, interactivity, design,
implementation, and testing. A prototype was developed, tested and optimized, and
problems and challenges were identified. The work contains theoretical analysis,

process description, and
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BCTYIl1

Po3BUTOK 1rpoBOi 1HIYCTPIi Ta MOCTIHHE BJOCKOHAJIEHHS TEXHOJIOT1H CTBOPEHHS
BIPTyQJIBHHX CEPEJOBHIN € OJHWMH 3 HAWOUIBII AMHAMIYHUX 1 TMEPCHEKTHBHUX
HaMpsIMIB Cy4acHOiI KOMII'FOTEpHOI Hayku. BipTyasibHi cepeloBHINAa 3HAXOMATh
IIMPOKE 3aCTOCYBAHHS HE JIMILE B PO3BaKalIbHIM cdepi, ane il B OCBITHIX, MEAUYHUX
Ta 1HKCHEPHUX TMPOEKTAX, J€ BOHU CTAIOTh IHCTPYMEHTOM IS MOJEIIOBAHHS 1
cumyiaiii peansHux npoueciB. Pymriit Unreal Engine (UE) € oxniero 3 mpoBiaHHX
miatpopM JUisl  po3poOKH BIPTYaJbHUX ITPOBUX CEPEIOBHIL, 3aBASKH CBOIA
MOTY>KHOCT1, THYYKOCTI Ta MIATPUMII HOBITHIX rpadiyHuX 1 (i3UUYHUX TEXHOJIOTIMH.
JlochipKeHHsT MOKIIMBOCTEN I[BOTO PYILisl JO3BOJUTh Kpallle 3p03yMITH, SIK Cy4acHI
TEXHOJIOT1i CHOPHSIOTH CTBOPEHHIO PEAICTUYHUX 1 BUCOKOEC(PEKTUBHHUX BIPTyalIbHUX
CEPEIOBUIIL, IO € OCOOJIMBO BAKIMBUM JJI PO3BUTKY 1HHOBAIlM B ITPOBIM 1HIYCTpIi
Ta CyMDKHHUX Taly3siX.

Meta pocaigaeHHs noJArae B aHaiizi MoxinuBocter pymis Unreal Engine nns
CTBOPEHHSI BIPTYaJIbHUX ITPOBUX CEPENIOBUIIL, @ TAKOXK Y PO3pOOIll MPOTOTUITY TAKOTO
CEpeIOBHUIIA 3 BUKOPUCTAHHAM OCHOBHUX 1HCTPYMEHTIB PYILIisl.

JInst NOCSITHEHHS TTOCTaBJICHOI METH HEOOX1THO BUPIIIUTH HACTYITHI 3aB/IAHHSI:

1. [IpoananmizyBaTi 1iCHYrOYl IrpoOBI pyuwIii Ta iXHI MOXJIMBOCTI JIs
MOJICTIIOBAHHS BIpTYaJIbHUX CEPETOBHIIL.

2. 3mopemoBaru OizHec-iporiecu RPG wa 6a3i pymris Unreal Engine;

3. Po3pobutu BipTyanbHe irpoBe cepenouine Ha 6a3i Unreal Engine,
BUKOPUCTOBYIOYM OCHOBHI MPUHITUIIA MOJICITFOBAHHS.

4, [IpoBecTn TecTyBaHHS 1 ONTHUMI3AIIO0 PO3POOICHOTO CEPEelOBHUINA IS
3a0e3MedeHHs Horo cTabiabHOi poOOTH.

S, BusButy MOXIIHBI NMPOOJIEMH Ta BHKJIMKH, TOB’S3aHI 3 PO3POOKOIO
BIPTyaJIbHUX ITPOBUX CEPEIOBUIL Y KOHTEKCTI MPOAYKTUBHOCTI Ta SIKOCTI Tpadiku.

00'exTOM 10CTIIZKEHHS € TIPOLIEC CTBOPEHHS BIPTyalIbHUX IFPOBUX CEPEIOBHUIIL

3 BUKOPUCTAHHSIM CY4YaCHUX PYIIIiB.



IIpeamerom aociaigkeHHss € MOXIMBOCTI Ta iHCTpyMmeHTapiit Unreal Engine
JUTSL MOJICTTIOBAHHS Ta PO3POOKH BIPTYyaJIbHUX ITPOBUX CEPEAOBHII.

Y po6OTi BUKOPHCTAHO TaKi METOAH OCTIUKEHHSI. mMeopemuyHull aHaiz
HAayKoB0i 1 TEXHIUHOI JIITEPaTypHu 3 TEMH ITPOBHUX PYIIIiB Ta TEXHOJOT1HM BIpTyaJbHUX
CEPENOBUII; eMnipuyHe OO0CHIONCeHHs TIITXOM PO3POOKH MPOTOTHUITY ITPOBOTO
cepenoBumia Ha 0a3i Unreal Engine; modenosanns ma cumynsayis 1jisi CTBOPCHHS
TPUBUMIPHUX ITPOBHUX CIEH 1 (PI3MYHMX MPOIECIB; MOJEIIOBAaHHS OI13HEC MPOIIECIB
MPEAMETHOI 007acTi; mecmyganHs PO3POOJICHOTO CEepeloBUINA JUIsl OI[IHKH HOTO
MPOyKTUBHOCTI Ta SKOCTI.

HaykoBa HOBH3HAa JOCHIJIKEHHS TIOJAra€ y 3A1MCHEHHI KOMIUIEKCHOTO
MOPIBHSJIBHOTO aHAIII3y KIFOYOBHUX XapaKTEPHUCTHK CydacHUX irpoBux pyuriiB (Unreal
Engine, Unity, Godot Engine, CryEngine, Amazon Lumberyard) 3 MeToto Bu3HaueHHs
ONTUMAJIBHOTO 1HCTPYMEHTApII0 JUIsl CTBOPEHHS PEANICTUYHUX BIPTyaJIbHHUX
CepeZIOBHIL. YTOYHEHO BU3HAYCHHS MOHSTTS «BIPTyaJbHE IrPOBE CEPEIOBHUIIE» SIK
IpOrpaMHO-alapaTHOrO KOMIUIEKCY, IO 3a0e3ledye 3aHypeHHs KOpHCTyBada B
1HTEepaKTUBHUI 3D-1IpOCTIp 3 BUIJIEHHSAM HOTO CTPYKTYPHUX KOMIIOHEHTIB.

Po3pobneno Ta ontumizoBano mpototunt RPG na 6a3i Unreal Engine, mio
JEMOHCTPYE MOKJIMBOCTI PYIisl AJIsi CTBOPEHHS BEIMKOMACIITAOHUX 1MOp 3 BUCOKOIO
AKICTIO Tpa(iKu Ta MPOTYKTUBHICTIO.

Teopernune 3HayeHHSKBaMi(iKamiitHOI pPoOOTH  MONSATaE y PO3UIUPEHHI
TEOPETUYHUX YSBIECHb MPO TPOIEC CTBOPEHHS BIPTYadbHUX ITPOBUX CEPEIOBHII.
BusnaueHo kputepii BHOOpY IrpoBOTO pylmis s po3poOKH TPOEKTIB Pi3HOI
CKJIQJHOCTI.

Po3pobisiennii mpoTOTUI MOXE OyTH BUKOPUCTAHUM SIK OCHOBA ISl CTBOPEHHS
noBHoLIHHOT RPG. OTpumani pe3ynbTatu MOXKYTh OYTH 3aCTOCOBaH1 1711 ONTUMI3aLii
ICHYIOUMX ITPOBHUX MPOEKTIB.

Marictepcbka poOoTa CKIAAAEThCS 3 TPHOX PO3MILIIB, BCTYIy, BUCHOBKIB Ta

CIIMCKY BUKOPUCTAHUX J[ZKCPCII.



1 TEOPETUYHUM AHAJII3 TPOBJIEMM JTOCJIJKEHHSI

VY nepiuiomMy po3aiii MpoBeAeHO TEOPETUUHUN aHami3 MpoOaeMu AOCITIHKEHHS
(BU3HAUYECHO MOHATTS "BipTyasibHE IrpoBe CepeloBHIE", CTPYKTYpPY 1 KOMIIOHEHTH
BIPTYaJbHOIO IrPOBOI0 CEPEIOBHMINA), PO3IISHYTO HAMIIOMYJISAPHIIIL irpOBI pyIIii Ta

ocobmuBocTi Unreal Engine.
1.1 KoHuenuisi BipTyaJbHOI0 irpoBoro cepeioBuina

BiptyansHe irpoBe cepefoBHIle — II€ IHTEPAKTUBHUN HMQPPOBUI MPOCTIp,
CTBOPEHUI 3a JOTIOMOT010 ITPOBUX PYILIiB, IKUH 3a0e31edye B3aeMo/1110 rpaBus 3 3D-
CBITOM. BOHO XapakTepHu3yeTbcsl 1HTEPAKTUBHICTIO, PEATICTUYHICTIO, (PI3UYHOIO
CUMYJIALIIEI0 Ta MEPEKEBUM MyJibTUILIeEpoM [4915, 16].

OCHOBHUMMH CKJIQJOBUMH BIPTYaJbHOIO ITPOBOTO CEPEAOBHINA € TpadiuHHii
pYILIIN, SIKAW BIANOBIAA€E 32 PEHIEPHUHT, OCBITJICHHS, TiHI Ta aHIMAI[lI0 NEPCOHAXKIB, a
TakoXK (PI3UYHUMN PYIIiN, IO pealizye pealiCTHUHE BIJOOPaKEHHS 3aKOHIB (DI3UKH Ta
CUMYJISAIIO 31TKHEHb. [IITydHMil 1HTEIEKT Ta JIoT1Ka TaKOXK BiAIrParOTh BAKIIUBY POJIb
y CTBOPEHHI IHTEPAKTUBHOTO Ta PEaiCTUYHOTO cepeaoBuiia [5].

Konmenitisi BipTyalbHOTO IFPOBOTO CEPENOBUINA Tepeadayac CTBOPECHHS
IITYYHUX 1HTEPAKTUBHHUX CBITIB 3a JIONOMOIOK KOMM'IOTEpHUX TexHonorid. Ll
CepelIoBHILA JO3BOJISIIOTh KOPUCTYyBauaM CTBOPIOBATU aBaTapd, B3a€EMOMISTH 3
BIPTyaJIbHUMH 00'€KTaMM Ta IHIIMMU FPABISIMU B PEKHUMI peaJIbHOTO yacy. BipTyaibHi
ITPOBI CepeoBUIlIA MOXKYTh OyTH 0araTOKOPUCTYBAIlbKUMU OHlaiH-1rpamu (MMO),
CHUTBHUMU BIPTYaJIbHUMH CEPEOBHUIIIAMH JIJISl CITIBIIPAIll Ta COIIAIbBHUX B3aEMO/TIN.

BiptyanbHi IrpoBi CepeloBHUINA XapaKTEPU3YIOThCA CTIMKICTIO, TOOTO BOHHU
MPOJIOBXKYIOTh ICHYBAaTH HE3AJIEKHO BiJI MPUCYTHOCTI KOPUCTyBaya, 30epirarouu
BHeceH1 3MiHU. CIUIBHICTD 103BOJIsI€ OAraThOM KOPUCTYBayaM B3a€EMOJISITU B OJJHOMY
BIpTyaJbHOMY CBITI OJlHOYacHO. B3aeMo/iis Bi1OyBa€EThCS B PEKUMI PEIbHOTO Yacy,

o 3a0e3mnedye BUCOKY CTYIIHb 1HTEPAKTUBHOCTI Ta 3aHYPEHHS B BIPTyaJbHHM CBIT.
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ABTOMaTH30BaH1 IIpaBujia, HAPUKJIAM, Qi3uKa CBITY, KEPYIOTh IMOBEIIHKOIO 00'€KTIB
y BipTyallbHOMY cepenoBuii [1].

[IpuknagaMu TakWX CEPEIOBUIN MOXYTh CIYKHUTH 0araTOKOPHCTYBaIlbKi
ounaiu-irpu tuny World of Warcraft ta Final Fantasy XIV, a Takox chuibHi
BipTyanbHi cepenoBuma tumy Second Life ta VRChat. Texnomorii BipTyanbHOT
peanpHOCTI (VR) Ta monoBHEeHOT peanbHOCTI (AR) 3HaUHO pO3MIMPIOIOTH MOKITUBOCTI
BIpTyaJbHUX ITPOBUX CEPEOBHUIN, 3a0e3Meuyrour OUIbII IOBHE 3aHYpPEHHs Ta
1HTEPaKTUBHICTb.

3 TOYKH 30py TEXHOJIOT1UHO1 MIITPUMKH, BIPTyaIbH1 IFPOBI CEPEIOBUIIA CUITEHO
3aJie’aTh BiJl PO3BUTKY IHTEPHET-TEXHOJOTIH Ta MEpexeBUX 1HOPACTPYKTYp, SKi
3a0€3MeuyroTh MIJIKIFOUYEHHS Ta B3aEMO/JIII0 MK KOPUCTYyBadyaMH B PEKUMI PEATTBHOTO
yacy. TakuM 4YMHOM, KOHIICMINS BIPTyaldbHUX ITPOBUX CEPEAOBHIN I1HTETPYE
JOCSITHEHHSI 1H(QOPMAIIMHUX TEXHOJIOT1H, COLIAJIBHOI TICUXOJIOTli Ta Ju3aiHy
IHTEPAKTUBHHUX CUCTEM JJI CTBOPEHHS HOBUX (POPM CHIJIKYBaHHS Ta PO3Bar.

BiptyanpHi irpoBi cepenoBuIlla 3HAXOJATh IIMPOKE 3aCTOCYBAaHHS B PI3HUX
chepax, Bkiovaroun pos3Baru (AAA-irpy Tta VR-KOHTEHT), HaB4YaHHSA (OCBITHI
CUMYJIATOPH Ta BIICHKOB1 TPEHAXKEPH ), ApXITEKTYPY Ta IM3aiiH (Bi3yasi3allis MPOEKTIB
y peanbHOMY 4aci), a Takox Meauuuny (VR-peaOinitanisa Ta TpeHyBaHHS XipypriB) [5,
7].

[lepcniekTBM PO3BUTKY BIPTyaJbHUX ITPOBUX CEPEAOBUIN BKIIOYAIOTH
30UTbIIEHHST (DOTOPEATICTUYHOCTI 32 JOMOMOTOI0 HOBHUX TEXHOJIOTIA PEHAEPUHTY,
BUKOPHUCTaHHS HEHpOMepexK JIsl TeHepallii KOHTEeHTY, po3impenHs VR/AR inTerparrii
y BIJICOITPU Ta CUMYJSATOPH, a TaKOX TMOJIIMIIEHHS MEPEKEBUX TEXHOJOTIN IS
MacOBUX 0araTOKOpHCTYyBalbKux CBITIB [17, 4].

OTxe, T 8ipmyanvHum ieposum cepedosuuyem OyaeMo pO3yMITH — NPOSPAMHO-
anapamuuil KOMNIEeKc, Wo 3a0e3neyye KOPUCMYBayesi MONCIUBICMb 3AHYDEHHS 8
IHMEPAKMUBHUL MPUBUMIPHUL NPOCMIP, 0€ BIH MOdCe 83AEMOOiamu 3 00'ekmamu ma
IHWUMU KOPUCYB8AUAMU 3a OONOMO2010 PI3HUX NPUCPOI8 66€0EeHH-8UBCOCHHSL.

BipryanbHe irpoBe cepefoBHIIE € CKIaTHO 0araTOKOMIIOHEHTHOIO CUCTEMOIO,

0 TIOEJHYE TPOTpaMHI Ta amapaTHl €JEMEHTH JJisi CTBOPEHHS 1HTEPAKTUBHOTO
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KOPHUCTYBAIbKOro A0cBiAy. OCHOBY IIbOTO CEpPEOBHINA CTAHOBUTH ITPOBUM pYIIIil,
AKUWA BUKOHYE KJtOUOB1 (DyHKIIi, TOB'A3aHl 3 00poOKoio rpadiku, (i3uKH, 3BYKY,
HITYYHOTO 1HTENIEKTy Ta MepexkeBoi B3aemonii. Jlo HaWMOMMpEHIMHX pPYIIiiB
Hanexxarb Unreal Engine, Unity ta CryEngine, sixi 3a0e3neuyioTb BUCOKHI PiBEHb
JeTani3allii Ta ONTUMI3aIii0 00YUCITIOBAILHUAX TPOIIECIB.

OpaHuM 13 Ba)XJIMBUX KOMIIOHEHTIB € 2pagiunuti niOKOMHOHeHm, SKAN
BI/IMOBIIA€ 3a Bi3yasizallilo TPUBUMIPHOTO MPOCTOPY Ta 00'eKTIB y rpi. BiH BKiIOYae
3D-Mopneni, TEKCTYpH, CUCTEMY OCBITJIICHHA Ta e€(peKTH, o GOPMYyIOTh peaiCTHUHE
cepenoBuile. Po3mupeHi alropuTMH PEHAECPUHTY JA03BOJSIOTH JOCATTH BHCOKOT
SKOCT1 300pakKeHHS Ta ONTHUMI3aIlli MPOTyKTUBHOCTI.

Di3uynutl niOKOMNOHeHm 1IMITy€ 3aKOHU (PI3UKHU, 3aBISIKA 4YOMY B3a€MOJIsS
00'eKTIB y I'pl BUTUISIAE peanicTuuHoro. [{elt Moy BimoBigae 3a 00pOOKY 31TKHEHbD,
rpaBiTalii, MOBEIIHKU piauH, Aedopmamii ta iHmuUX (i3uyHux edekTiB. CydacHi
¢13uuHi pyuii, Taki sk NVIDIA PhysX a6o Havok, 703BOJISIIOTE TOYHO MOJIETIOBATH
¢b13u4Hi sIBUIIIA, 10 MMiABUIILYE PIBEHb 3aHYPEHHS TPaBIIsl B IPOBUI TIpoOLIEC.

38ykosuil niokomnoxHenm 3a0e3Medyye MPOCTOPOBE 3BYYAHHS, BIATBOPEHHS
3BYKOBHUX €(EKTiB, My3UYHOT'O CYIIPOBOJIY Ta TOJI0COBOI KOMYyHiKarlii. Bukopucranus
0ararokaHaJlbHOTO ayJll0 Ta TEXHOJIOT1 MPOCTOPOBOTO 3BYYaHHS JI03BOJISIE
CTBOpIOBATH aTMoc(epy, 10 BIANOBIIA€ IUHAMILI MOAIHN y rpl. 3aBASKHU [IbOMY I'paBLil
MO’KYTh OPIEHTYBATUCS y POCTOPI 32 JOTIOMOTO0 3BYKY, 110 € KPUTHYHO BaKJIMBUM
y LIyTepax, cuMyisTopax ta VR-gonarkax.

LImyunuu inmenexm (LLI1) BUKOPUCTOBYETHCS IJIi MOJETIOBAHHS TOBEIIHKU
HeirpoBux mepcoHaxkiB (NPC) Ta 1HmMUX 1HTEpaKTUBHUX OO'€KTIB. 3aBasKu
AITOpUTMAM MAIIIMHHOTO HaBYaHHS Ta TMOBEAIHKOBUM MozaensiMm NPC MoxyTh
aJanTyBaTHCS 10 J1{ TPaBIsl, CTBOPIOIOYM pealicTU4HI crieHapii B3aemomii. CydacHi
IrpoBl pywuii A03BOJIAIOTH 1HTerpyBatu ckiagni wmogneni I, mo 3abe3neuye
JTVHAMIYHUH 1TPOBUI MIPOILIEC Ta MIABUILYE PIBEHb peasizmy.

Mepeoicesuti niokomnonenm € HEOOXITHUM JJIsI OAaraTOKOPUCTYBAIbKHUX 1TOp,
OCKIJIbKM 3a0e3nedye B3aEMOJIII0 MK TpaBLUSIMH B PEXKHMI peanbHOro uacy. Bin

BIJINOBIJIa€ 3a CHUHXPOHI3AIIIO JAHWX, YMPABIIHHA MEPEKEBUMU 3aTPUMKAMHU Ta
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onTUMI3aIli0 TepenaBaHHs iHdopmalii. Po3poOHHMKH BUKOPHUCTOBYIOTH CEpPBEpHI
TEXHOJIOT1i Ta XMapHi OOYMCIICHHS I 3a0e3MeueHHs CTallIbHOIO 3'€THAHHS Ta
MacIITabOBaHOCTI ITPOBHX CBITIB.

Iumepdpetic kopucmysaua (Ul) 103BoJIsi€ TPaBUEBI B3AEMOIISTH 3 BIPTyaJIbHUM
CEpeIOBHUIIEM Yepe3 MeHIo, iHhOopMaIliiiHl maHe i, 1HANKATOPH 3I0POB's, MiHI-KapTH
Ta 1HIII eneMeHTH ynpaBiiHHS. ['pamotne mpoextyBanHs Ul copusie iHTYiTUBHOMY
BUKOPHUCTAHHIO TPH, CIIPOIIYIOUX HABITaIlllO0 Ta TOCTYII IO BAXKJIMBUX (PYHKITIH.

Ilpucmpoi  66edennsA-6u6edenHss ~ BUKOHYIOTb  (PYHKIIIO  KOMYHIKAIll
KopuctyBaua 3 rporo. Cepen HUX KiaBiaTypa, muiua, reiimman, VR-monomu Ta
CEHCOpPHI €KpaHH, 110 Jal0Th 3MOTY 3aHYpPUTHCS B IrpoBUi mporiec. Bukopucranus
CyYaCHHUX KOHTpOJIEpPIB, TaKUX SK TAaKTUJIbHUN 3BOPOTHHM 3B'I30K a00 CUCTEMHU
BIJICTeXKEHHSI PYXiB, 3HAYHO PO3LIMPIOE MOKIMBOCTI B3a€EMOJIi y BIPTyaJbHOMY
CepEOBUIIII.

TakuMm 4MHOM, CTPYKTypa BIpTyaslbHOTO irpoBoro cepeaosuiia (lomatok b)
CKJalaeThCsl 3 0ararbOX B3a€MOIOB'SI3aHUX KOMIIOHEHTIB, IO 3a0e3MeuyloTh
pEaNiCTUYHICTh, 1HTEPAKTUBHICTh Ta KOMQOPTHICTH KOPHCTYBALIbKOTO JOCBINY.
[HTerparis mepesoBUX TEXHOJIOTIN y KOXKEH 3 IUX AacleKTiB CHpPUSiE CTBOPEHHIO
3aXOIUIIOIOYMX BIPTYyaJIbHUX CBITIB, SIKI BIAMOBIAAIOTH CyYaCHUM BUMOraM IirpoBOi

IHAYCTPII.

1.2 Orasj icHy04MX irpoBUX pyuriiB

AHani3 IrpoBUX PYIIIiB € BaXJIMBUM €TaOM Y po3poOIli BIpTyalbHUX IIPOBUX
CEpENIOBUII, OCKUILKM BHOIp MPAaBUIBLHOTO 1HCTPYMEHTY BHU3HAYa€ MOKIUBOCTI Ta
e(EeKTUBHICTh KIHIIEBOTO MpoAyKTy. Ha ChOrogHi icCHye BelMKa KUIBKICTh ITPOBHX
pYIIIiB, KOKEH 3 IKUX Ma€ CBOi OCOOJIMBOCTI, EpPEeBaru Ta HEJOJIIKH.

Omuum 3 HadnomymspHimmx € Unreal Engine, skuil BiIOMHUN CBO€IO
MOTYKHICTIO Ta THYYKICTIO. BiH Hajja€ IUPOKUI CIEKTP IHCTPYMEHTIB JIJIsl CTBOPEHHS

BHUCOKOSKICHOT Tpadiku, peamicTudHol (I3UKU Ta CKIaIHUX irpoBux MexaHik. Unreal
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Engine miaTpumye pizHi miatdopmu, Brarouarodu 11K, koHcoi, MOO1IBHI IPUCTPOT Ta
VR/AR-npuctpoi [19].

Unity — me oauH NOMyJIspHAN irpOBUM pYyIIid, SKHHA BIIPI3HAETHCS CBOEIO
MPOCTOTOI0 BUKOPHUCTAHHS Ta KpocraTdopMmeHicTio. BiH € uygoBum BHOOpOM AJis
po3podku 2D Tta 3D irop, a TakoX IHTEpaKkTUBHUX AoAaTKiB. Unity Mae BEIHKY
CHUTBHOTY PO3POOHHMKIB Ta IIUPOKUI CIEKTP HaBYaIbHHX MaTepiaiis [10, 14].

Godot Engine — e 6e3KOMTOBHUM 1 BIAKPUTHIA IMPOBHH PYIIIi, SKUH CTa€e BCe
OLTBII MOMYJISIPHUM 3aBJSKH CBOIM THYYKOCTI Ta MOTYXHOCTI. Bin minrpumye 2D Ta
3D rpadiky, mae BOyIOBaHUW CKpUITOBUW pYIIM Ta HaAa€ IIUPOKUN CHEKTP
IHCTPYMEHTIB JijIs1 po3poOku irop [9].

CryEngine — BijoM#ii CBOEIO 3JaTHICTIO CTBOPIOBATH BUCOKOSIKICHY Ipadiky Ta
peaiCTUUHI BipTyasibHi CBITH. BiH 4acTO BUKOPUCTOBYETHCS Jyisl po3poOku AAA-irop
3 BUCOKMMH BUMOTaMH J10 Tpadiku [2].

Amazon Lumberyard — me Oe3KOIITOBHUH IrpoOBHI PYIIii, 3aCHOBAaHUN Ha
CryEngine. Bin interpoBanuii 3 cepBicamu Amazon Web Services, 1110 poOUTh OO
NPUBaOIMBUM JIJIs1 po3poOKH oHaiH-irop [9].

VY Jlonatky A HaBeJ€HO Pe3yJIbTaTH MOPIBHSILHOTO aHATI3Y 11" ITH MOIIUPEHUX
irpoBux pyuwiiB: Unreal Engine, Unity, Godot Engine, CryEngine Tta Amazon
Lumberyard. Amnaniz 37iliCHIOBaBCS 3a HHU3KOK KIIOUOBUX MapameTpiB, IO
BU3HAYAIOTh (PYHKI[IOHAIBHI MOMJIMBOCTI, 3pDYYHICTh BUKOPUCTAHHS Ta NMEPCIIEKTUBH
3aCTOCYBaHHS KOYKHOTO 3 PYILIiB Y pO3p0OIl IrPOBUX MPOEKTIB.

30kpema, Oyi0 pO3MIISIHYTO AaCMeKTH JIIEH3YBaHHS Ta BapTICHOI MOJeNi,
BKJIFOYAI0YM YMOBU BUKOPUCTAHHS, HASBHICTh O€3KOIITOBHUX BEPCiH 1 pO3MIP POSIITI.
a TakoXX piBeHb OQIIIMHHOI TEXHIYHOI MIATPUMKU. AHaN3 TOPKABCS aKTUBHOCTI
CHUIBHOTH, JTOCTYNMHOCTI (pOpPYMIB, BIKI-peCypcCiB Ta HaBUAJIbHUX MarepiaiiB, L0
BIJIIFPAIOTh KIIFOUOBY pOJib Y BUBUEHHI i €(DEKTUBHOMY BUKOPUCTAHHI PyIIiiB.

JlocmimKkeHo TOpir BXOJDKEHHS, CKJIQJHICTH OCBOEHHS 1HTepdeiicy Ta
MporpaMyBaHHs, a TaKOXX HAasBHICTh 3aCO0IB JJI Bi3yaJbHOTO MpOrpaMyBaHHS, IO

MOJICTIIYIOTh CTBOPEHHS ITPOBUX MEXaHIK 0€3 HEOOX1AHOCTI TNIMOOKOTO 3HAHHS MOB
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nporpamyBaHHs. OkpeMy yBary NOpWIUICHO I1HCTpYMEHTaM [Jis aHiMari, sKi
nepeadoavyaroTh BOyHOBaHI 3acoOu ab0 MOXKIMBICTH I1HTErpaiii 3 30BHINIHIMH
IPOrpaMHUMU MaKETaMH.

Oui"eHo (i3UYHUNA PYIIA, HOTO PEATICTHYHICTh Ta MOMJIUBOCTI CHUMYJISIIIL
¢bi3nuHuX B3aeMomiidl. BuBYEHO 1HCTpYMEHTH UIsi pOOOTH 31 3BYKOM, BKJIIOYAIOUU
BOYIOBaH1 pe1aKTOPH Ta MOKJIMBICTH 1IHTErpallii 3 mpodeciiiHuMuU ayaiopeaakTOpamH.
[IpoananizoBaHO MIATPUMKY OaraTOKOPHCTYBAIlbKOI T'pH, HAasIBHICTh BOYJOBaHUX
pIIIeHb /U1 MEPEKEBOI B3a€EMO/Ii1, CTBOPEHHS CEPBEPHOI Ta KIEHTCHKOI YaCTHH.

JlocipkeHo MOXKIIMBOCTI cTBOpeHHs iHTepdeiicy kopuctyBada (Ul), 3oxpema
HAsBHICTh BOyJOBaHMX 0101i0TeK Ta mATPUMKY cTtopoHHiXx Ul-dpeliMBopKiB.
BaxxnuBUM acmekTOM OLIHKM CcTajla MIATPUMKA 1HCTPYMEHTIB Ui peami3anii
MITY4YHOro iHTenekTy (Al), 1m0 BKIIOYAaIOTh CTBOPEHHS MOBEAIHKOBUX Mojeneid NPC
Ta NIATPUMKY TEXHOJIOT1H MAallIMHHOTO HABYAHHS.

Takoxk pO3IIIAHYTO €KOCHCTEMY IUIATIHIB TA aCETIB: HASBHICTh MAPKETILICHCIB
13 TOTOBUMHU peCcypcaMmH, JOCTYIHICTh Ta 3PYYHICTh 1HTETpallii CTOPOHHIX MOYJIB.
JlocnmikeHo CcTaOUIbHICTh 1 HAAIMHICTH pPYUIliB, YacTOTYy BHUIIYCKY OHOBJIEHb Ta
OINEpPaTUBHICTh BUIIPABJICHHS MOMWJIOK. {7 KOXHOTO pyIlisl HaBEACHO MPHUKIaau
YCHIIIHUX KOMEPUIHHUX 1rop ad0 MPOEKTIB, 110 AEMOHCTPYIOTh HOTO MOKIJIUBOCTI.

OuiHEeHO 3AaTHICTh PYIIIIB 10 POOOTH 3 BIIKPUTUMM CBITAMH, BKIIFOUAIOUH
IHCTPYMEHTH JIJIsl CTBOPEHHS BEJIMKHX ITPOBUX JIOKAIIIHM Ta ONTUMI3AIlit0 JaH A TiB.
BaxnuBuM mapamerpoM cTaja MOIATPUMKAa MOOUIBHMX miIatdopMm, 30Kpema
ONTHUMI3allis TPOIYKTUBHOCTI HAa MOOIUIBHUX MPHUCTPOSX Ta JIOCTYMHICTh 3ac0o0iB
TECTYBAHHS.

[IpoananizoBaHo MOXJIHMBOCTI 1Jisi po3poOku VR/AR-mopatkiB, miaTpumky
KOHKPETHUX MPHUCTPOIB BIPTyalIbHOI Ta IOMOBHEHOI PeaqbHOCTI, a TAKOXK HASIBHICTh
cHeniaai30BaHuX 1Ma0ioHiIB. J{oCIiKeHO IHCTPYMEHTH JUIsl PEHACPUHTY B PEaTbHOMY
yaci, BKJIIOYAIOYM MIATPUMKY TpacyBaHHS TMPOMEHIB Ta Cy4YaCHUX METOIIB
r7100aJIbHOTO OCBITJICHHS.

OulHEHO MOXJIMBOCTI PYILIiB Uisi POOOTH 3 JAAaHUMHU: IMIOPT Ta EKCIOPT

pecypciB, IHTETpaIlio 3 6a3amMu JaHUX Ta IHITMMH 30BHINIHIMYA CUCTeMaMu. BaxxmuBum
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napaMeTpoM cTajia JOCTYIHICTh HaBUAJbHUX MaTepialliB, KypciB 1 cepTudikamiitHux
mporpam, 1o COpUSAI0Th MpodeciitHOMY 3pOCTaHHIO PO3POOHHUKIB.

AHai3 TOpKaBcsl THYYKOCTI Ta PO3MIMPIOBAHOCTI PYIIIiB, IO BH3HAYAE TXHIO
NPUAATHICTh 10 Moaudikarii mija crernudiyHi BUMOTH MPOEKTIB. OKpeMO OIIHEHO
KpOCIIaTPOPMEHICTh PETAKTOPiB, MOXKIIUBICTh IXHBOT pOOOTH Ha PI3HUX OTEpaIiiTHIX
CHUCTEMaX, a TaKOX THCTPYMEHTH JJIsl CIUIBHOI PO3POOKH, 10 BKIFOYAIOTh CHUCTEMH
KOHTPOJTIO BEPCiil Ta 3ac00M KOMaH/IHOI KOMYyHIKaIlii.

3aBepmiaqbHUN  aCMeKT JOCHIHDKEHHS — MOMJIIMBOCTI JUIsl  IIBUAKOTO
MPOTOTUITYBaHHS, IO BKJIIOYAIOTh HASBHICTh TOTOBUX I1a0JIOHIB, IHCTPYMEHTIB JJIs
IIBUJKOTO CTBOPEHHSI IFPOBUX MEXaHIK Ta MIATPUMKY TPOIECYy TeCTyBaHHSA
KOHIICTIIIIH.

OTpumani pe3yJbTaTy JO3BOJSIOTh BU3HAYUTH ONTUMAIBHUN PYIIINA 3aJI€KHO
BIJl OTPeO PO3POOHUKIB, XapaKTEPy MPOEKTY Ta OOMEXKEHb 3a pecypcaMH. 3BICHO,
Unreal Engine ta Unity € maepamu punky, aie Godot Engine ta CryEngine Takox

MarThb CBOI1 IICpCBaru.

1.3 OcHoBHi ocodsmmBocTi Unreal Engine

Unreal Engine (UE) — e nepeaoBuii irpoBuii pyiiii, po3po0aeHui KOMITaHI€
Epic Games, sikuii IMPOKO 3aCTOCOBYETHCA HE JTUIIE y cepi Bigeoirop, a i y po3pooiri
iHTepakTuBHUX  3D-7omatkiB,  apXiTeKTypHOI  Bi3yamizaiii, KiHemarorpadii,
BIPTyaJIbHOI Ta IOMOBHEHOI peabHOCTI. 3aB/ISIKM MOTY>KHOMY TpadiuHOMY PYIIiIO Ta
po3mmpenrM MoximBocTsM, Unreal Engine 103Bojsie CTBOpIOBATH peaiiCTHYHI
Bi3yasbHI eekT, (Hi3MUHI CUMYJIALIT Ta MaciuTaboBaH1 BipTyalibHI CEpelOBHUIIA, L0
poOUTH HOTO yHIBEPCATBHUM THCTPYMEHTOM ISl PI3HUX Taly3ei.

Ogpniero 3 kmouoBux nepesar Unreal Engine € ioro 3aatHicTh 3a0e3ne4yBaTu
dboTopeanicTuuHy Tpadiky 3aBISKH CY4aCHHUM TEXHOJIOTISIM PEHACPUHTY. 30Kpema,
NIATPUMKaA TpacyBaHHs MpoMeHiB y peasibHoMy uaci (Real-Time Ray Tracing) nae

MO>KJIMBICTh OTPUMATH BUCOKOSIKICHE OCBITJICHHSI, pealiCTUYHI TiH1 Ta pedaekcu, mo
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3HAYHO MOKpAIy€ 3arajbHe Bi3yallbHE CHPUUHATTS ClieHU. |HHOBaliiiHa cucTteMa
ro0aJibHOTO  OCBITIEHHS Lumen 103BoJise aBTOMAaTUYHO  IMiJJIAIITOBYBATH
OCBITJICHHS B 3aJIC)KHOCTI BiJl 3MIH Y CIIE€HI, 1[0 OCOOJIMBO KOPUCHO JJISI TUHAMIYHHUX
CEpEOBHIII, TAKUX SIK BIIKPUTI CBITH B irpax abo0 IHTEPaKTUBHI CUMYJIALIII.

Jlng omtumizailii MpOAyKTUBHOCTI Ta 30utbmieHHS piBHS Aetamizamii UE
BUKOPUCTOBYE TEXHOJOTI0 Nanite, sSka MO3BOJIAE€ IMIOPTYBaTH 1 MpaIloBaTH 3
TCOMETPIEI0, IO CKIAAAETHCA 3 MUIBAP/IB IMOJITOHIB 0€3 3HAYHOTO BIUIMBY Ha
OpOAYKTHBHICTh. lle BiJKpMBae HOBI MOJIHMBOCTI Al PO3POOHUKIB, 30KpemMa B
CTBOPEHHI BEJIMKUX ITPOBUX CBITIB 13 HAJ[3BUYANHO JETAIBHUMH 00’ €KTaMU, TAKUX SIK
KaM’siH1 YTBOpPEHHS, Oy 1Bl Ta MPUPOJIHI JTaHIIA(TH.

CytreBoro nepeBaroro Unreal Engine € cucrema Bi3yalabHOTO CKPUNTYBaHHS
Blueprints, sika jgae 3Mory CTBOPIOBATH CKJIAJHY ITPOBY JIOTIKY 0€3 HEOOX1THOCTI
nucatu koj. Lle cipolrye mpoiiec po3poOKu Ta BIIKPUBAE JOCTYI A0 CTBOPEHHS 1rop
I XYJOKHUKIB, JOM3allHEpIB Ta IHIMMX (axiBIiB, fAKI HE MalwTh JOCBiAY
nporpamyBaHHs. OKpiM 1IOTO, PYIIIN MIATPUMYE MporpaMmyBaHHs Ha MoBi C++, 110
JO3BOJISIE  OUIBII  JIOCBIMYEHUM  pO3pOOHMKAM  CTBOPIOBAaTH  THYYKI  Ta
BHUCOKOITPOTyKTUBHI PIIICHHS.

Unreal Engine Takox 3a0e3nedyye IMIMPOKI MOXIMUBOCTI JJIE CTBOPEHHS
pEaNiCTUYHUX MEepCOHAXIB 3aBadku 1HCTpyMeHTy MetaHumans. Lls TexHosoris
JI03BOJISIE IIBHUJIKO TeHEpyBaTH IU(POBUX JIOJEH 3 BUCOKMM pIBHEM JieTajizallii,
BKJIIOYAIOYM aAHIMAIII0 MIMIKH, TEKCTypH IIKIpH Ta pyxu Tijga. BoHa mmpoxo
BUKOPUCTOBYETHCS HE JIMIIIE B ITpax, aje il y Kinemarorpadi, pekiiaMHiil iHaycTpii Ta
HAYKOBUX CUMYJIALIISIX.

[Ile oxniero mepeBaror € KpocIaaTHOPMHICTh PYIIIis, 110 Ja€ MOXKJIUBICTh
PO3POOIIATH MPOEKTH IS pi3HUX TuiatdopM, BrItouatoun 1K, koncom (PlayStation,
Xbox), mobuibHi ipuctpoi (10S, Android), a Takox npuctpoi BipryansHoi (VR) Ta
nonoBHeHOi peasibHOCTI (AR). Taka rayukicte poouth Unreal Engine igeanbHum
BUOOPOM JJI1 KOMITaHi|, SIK1 MPardyTh PO3IIMPUTH CBOIO ayJIUTOPII0 Ta CTBOPIOBATU

MPOIYKTHU AJIS PI3HUX KaTeropiil KOpucTyBayiB.
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AKTHBHA CHUIBHOTA Ta BEJIMKA KUIBKICTh HABYAJIBLHUX MaTepialiB € 1€ OJHUM
3HaunuM T1orrocoM Unreal Engine. ChinbHOTa pO3pOOHUKIB TMOCTIHHO AUTATHCA
JIOCBIZIOM, CTBOPIOE OE3KOINTOBHI PECypCcH Ta IUIATiHU, IO JO3BOJISE IIBUIKO
OCBOIOBATH Py Ta epekTHBHO NpaitoBatu 3 HUM. Epic Games perysspHO OHOBIIIOE
py1Iii, 10Jal0YM HOB1 (PYHKITIOHATBHI MOXKJIMBOCTI Ta MOKPAIILYIOYH PO TyKTUBHICTb.

Taxum unnom, Unreal Engine € ogHUM 13 HAUMOTYXHIIIMX 1HCTPYMEHTIB JJIs
PO3pOOKU 1HTEPAKTUBHUX IPOEKTIB, IO MOETHYE TEPEIOBlI TEXHOJOTII PEHICPUHTY,
ONTHMi3alii, IITyYHOro iHTeNeKTy Ta (ismunoi cumymsmii. Moro TrHydKicTs,
MOTYXKHICTh Ta KpOCIUIaTGOPMHICTh POOJISTh HOTO 1/1€aTbHUM BUOOPOM SIK JJIs 1H/1-
PO3pOOHUKIB, TaK 1 Il BEJIMKUX KOMIIAHIMA, IO MpaIioTh y cdepl Biaeoirop,

apXITEKTYpH, KIHeMaTorpady Ta BIpTyajbHOI pEaIbHOCTI.

1.4 IIpoGseMun Ta BHMKJIMKH INPH CTBOPEHHI BIPTYaJbHHUX IIPOBHX

cepeaoBHIII

CtBopenHs BipTyalibHuX irpoBux cepenosui (BIC) e ckimagaum nporiecom, 1o
BHUMarae KOMIUIEKCHOTO MiJXOAy Ta BpaxyBaHHS UMCICHHUX acmlekTiB. Po3poOHuKu
CTUKAIOThCS 3 HHU3KOI BHKIMKIB, $KI MOXHA KIacu(iKyBaTH Ha TEXHIYHI,
J3aitHepPChKI, TIeAaroriyHi, CoIliaabHi, IICUXOJIOTI4HI Ta €KOHOMIYHI.

TexHiuHI acneKTh € KIIOYOBUMHU JJisi 3a0e3leyeHHs (PYHKIIOHAIBHOCTI Ta
sxocti BIC. Jlocsarnenns 0anmaHCy MiX BHCOKOIO JETali3aIl€l0 Ta MPOAYKTHBHICTIO
3QJIMIIAETHCS OJHIEIO 3 TOJIOBHHUX MPOOJIeM, 0COOIMBO y CKIIagHuX 3D-cepenoBuInax.
Hampuknan, BHUKOpUCTAHHS TEXHOJOTIi TpacyBaHHsS NIpOMEHIB (ray tracing) y
pealbHOMY 4Yaci 3HAYHO TOKpamlye SKIiCThb Tpadiku, aje BHUMarae 3HAYHUX
oOuucioBanbHuX pecypceis [11]. Bubip irpoBoro pyuiisi, Takoro sk Unreal Engine a6o
Unity, notpe0ye peTeapHOro aHajidy BiMOBIAHOCTI (DYHKI[IOHATBHUX MOKIJIUBOCTEH
npoekty. Unreal Engine, Hanpukias, BioMUN CBOIMH MOTY>KHUMH THCTPYMEHTaMU
JUIsl CTBOpEHHs QoTtopeanicTuuHol Tpadiku, Toial gk Unity NOponoHye OuIbILy

THYYKICTh y PO3po011i ytst pizHux maatdopm [S]. [arerpamis VR, AR, Al Ta dizuunoro
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MOJICJIIOBAHHSI BHMMarae TJIMOOKMX 3HaHb Ta JOCBIAY, OCKUIBKM KOXXHA 3 IUX
TEXHOJIOTIH Mae cBoi crnerudiudi BuMorun Ta oOmexeHHs [4, 12]. EdextuBHa
B3a€MOJIsl TPaBIS 3 BIPTyaJIbHUM CBITOM, IIO BKJIIOYA€E TMependadyBaHICTh (i3UKH,
3pY4YHICTh KEPYBaHHS Ta PEATICTUYHICTh CUMYJIALINA, € KPUTUYHO BAKIMBOIO JJIS
3a0e3MeYCHHs IMEPCUBHOTO JTOCBiAy [7].

JluzaitHepchbKi BUKJIMKH TIOB'SI3aH1 31 CTBOPEHHSIM IMEPCUBHOTO T€HMILICIO, 110
MIITPUMYE BITUYTTS TMPUCYTHOCTI, HEMEPEPBHICTh IIPOBOrO CBITY Ta WMOro
aBTEHTWYHICTh. TexHomorii VR Ta MmTYy4HOTO IHTENEKTY BHKOPUCTOBYIOTHCS IS
3a0e3MeUeHHs] TJIIMOOKOTO 3aHypeHHs rpaBlsg Ta peamictudHoi mnoBeainku NPC.
Hamnpukiaza, BUKOpUCTaHHS aJrOPUTMIB MAaIlIMHHOTO HABYAHHSI T03BOJISIE CTBOPIOBATH
agantuBHUX NPC, siki pearytoTh Ha il rpaBlisi Ta 3MIHIOIOTh CBOIO IMOBEIIHKY 3aJICAKHO
Bil KOHTeKCTy [17]. Po3poOka edeKTUBHOTO HapaTHBy Ta pIBHIB TpU BHUMAarae
PETENBHOTO TUTAHYBAHHS CIO’KETHHUX JIHIHN, 110 CIPHSIIOTH 3ATyYEeHHIO KOPUCTYBadiB Ta
CTBOPIOIOTHh BHUKJIHK, SIKUW HE € HAATO CKJIAJHUM abo 3aHanTo JerkuMm. Hampukmnan,
BUKOPHCTAHHS TEXHIK CTOPITEIIHTY Ta TeMMIU3aiiHy J03BOJISIE CTBOPIOBATH ITPH, SIKi
HE TUTBKH PO3BaXKaroTh, aji¢c i HaBYaIoTh [15].

[lenaroriyi acmeKTH CTalOTh OCOOJIMBO BAXIMBUMU MPU PO3POOII HABUATIBHUX
irop. IuTerpailis HaBYaJIbHOTO KOHTEHTY B ITPOBUM MPOLIEC BUMArae po3poOKu
e(heKTUBHUX METO/IIB OI[IHIOBAHHS 3HAHb Ta 3aJy4YCHHS YUHIB JI0 AKTUBHOTO HAaBYaHHS
yepe3 reimidikarito. Hanpukman, ocBITHI irpu MOXKYTh MICTUTH BOYJOBaH1 OIlIHKH
piBHS 3HaHb TPABIIiB, AJITOPUTMH JJaIITHBHOTO HABUAHHS Ta JUHAMIYHE KOPUTYBAaHHS
CKJIaTHOCTI 3aBaHb [16].

CorlanpHl Ta TCHXOJIOTIYHI aCMEKTH TaKOX BIJITPAIOTh BaXJIUBY POJIb.
JlocniKeHHs CB1AYATh, 1110 JOBrOTpUBAJeE epedyBaHHs y BIpTyalbHUX CEPEIOBUIIAX
MOX€ BIUIMBATH Ha IICHXIYHE 3/J0pOB'S TPABIlB, a TAKOXX HA IXHIO COIlAIbHY
B3aeMoOJi0. BoaHowac Taki cepenoBUIA MOXKYTh CIHPHUSATA PO3BUTKY HABUYOK
CIIBIIpAIll Ta KpUTUIHOTO MHCICHHS [13].

ExoHnomiuH1 acriekTr po3poOKuU irop BKJIIOYAIOTh BUCOKY BapTICTh CTBOPECHHS
KOHTEHTY, OCOOJIMBO y BHUIAJIKy BUKOpUCTaHHS VR-TexHosoriid. Takox BUHHMKaE

noTpeba y 3adydeHHl BUCOKOKBaII(DIKOBAHUX CIEIIATICTIB, M0 YCKIAIHIOE TPOIIEC
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pO3pOOKM Ta MiJBHUIINYE HOro BapTiCTh [6]. BaknuBUM BUKIMKOM € MATPUMKA 1
OHOBJICHHS ITPOBUX CEPEAOBHII MICHS Peli3y, [0 BUMAarae MOCTIMHUX 1HBECTHUINHN Y
TEXHIYHY MiATPUMKY, OHOBJICHHSI KOHTCHTY Ta BUIIpaBJICHHs Oaris [1].

Ili mpoGieMu Ta BUKIMKKA BUMararoTh KOMIUIEKCHOTO IMAXOAY Ta CIIBIpaIli
¢daxiBIiB 3 PI3HUX Taly3eid, BKIIOYAIOYH PO3POOHMKIB, OU3alHEpPiB, MEAArOriB,

IICUXOJIOTIB TA IHIIHUX.
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2 MOJEJIOBAHHS BIPTYAJBLHOI'O ITPOBOIO
CEPEJOBHIIA

Jpyruii  po3Ail  TPHUCBSIYEHUH MOJIETIOBAHHIO BIPTyaJlbHOTO  irpOBOTO
cepemoBuiia Ha OCHOBI iHcTpymeHTapito UE; ommcaHo mporec mnomepeaHboro
IUTAHYBaHHS Ta CTBOPEHHS KOHIICNTY; CTBOPEHHS T'€OMETpii, TEKCTypyBaHHS Ta
OCBITJICHHSI; OXapaKTEPU30BAaHO MPOOJEMH aHIMaIlii MEepCOHaXiB Ta OO0'€KTIB Y
BIpTYaJbHOMY CEPEIOBHINI Ta peaii3allil0o MEXaHiK B3a€MOJil IpaBls 3 00'€eKTamu

cepenoBuia. [Iporpamysanns noseninku NPC (HeirpoBux nepcoHaxin) Ta Al.
2.1 ETanu Mmoae1i0BaHHA BIPTYaJbHOIO irpOBOIr0 cepeoBHUINA

MopentoBanHs BipTyansHoro irpooro cepenosuiia B Unreal Engine (UE) e
KOMILJIEKCHUM  TIPOIIECOM, 110 OXOIUTIOE  KIJTbKa KIIOUYOBHUX  €TaliB:  BIJ
KOHIICTITYaJIbHOTO MPOEKTYBaHHS 0 (hiHATHLHOTO TeCTyBaHHS. JIJIsI KOKHOTO eTarmy
TO1TbHO BUKOpHCcTOBYBaTH UML-niarpamu, siki J0MOMOXKYTb CTPYKTYpPYBaTH MPOIIEC
PO3pOOKH Ta B3a€EMO/Ii10 KOMITOHEHTIB TPH.

1) Ilonepeone naamyeanHss ma CMEOPEHHs KOHyenmy, Ha UHOMY eTarli
(bOopMYy€ETBCS OCHOBHA iJIes TPHU, BU3HAYAIOTHCA il MEXaHIKH, CIOKET Ta CTHUJIICTHKA.
KitouoBuM gokymeHTOM Ha mpomy etami € Game Design Document (GDD), sikuii
MICTUTh JETaJbHUI OMHUC ITPOBOTO CBITY, MEPCOHAXIB Ta irpoBux mexaHik. UML-
JiarpaMa BapiaHTIB BUKOpHCTaHHsS (puc. 2.1) momomarae Bi3yasizyBaTdh B3a€MO/IIIO
rpaBis (Player) 3 irpoBor0 CHCTEMOIO, IIO € BXJIMBUM JJIi PO3YMIHHS OCHOBHUX

(GyHKIIIOHATEHUX BUMOT JIO TIPOEKTY.

P J/““‘“"Q‘L N

Collect Items ) { Interact with Objects ) ( 'Explore Worl-d"'

Pucynoxk 2.1 — UML-nmiarpama BapiaHTiB BUKOPUCTAHHS
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2) Cmeopenns eceomempii, MeKCMypySaHwHs mMa OCEIMIEHHS — OXOILIIOE
MozentoBanHss 3D-00'ekTiB, TeKCTypyBaHHS Ta HaiamTyBaHHs ocBiTiieHHS B UE.
KnacoBa crpykrypa rpm, mpencraBieHa Ha UML-miarpami kmaciB (puc. 2.2),
BiIoOpakae OCHOBHI KJIACH Ta 1XH1 B3aeMOJIIi, 10 € (yHIaMEHTOM JJIsl MOJaJIbIIOT
PO3pPOOKHU.

@Gameon;ect

o position: Vector3
o rotation: Quaternion
o scale: Vector3

_ e render() ]
(©) staticMesh (© vigntsource
~ A o intensity: float
o mesh: Mesh o color: Color

o texture: Texture

o type: LightType

Pucynox 2.2 — UML-niarpama kmiaciB
3) Animayia nepconadsicie ma 06'ekmia, BKIIIOUa€ CTBOPEHHSI CKEJIETHO1 aHIMAaIli1
Ta 1HTerpamito aHiMamiiHux Blueprint-cucteM. [liarpama crTaHiB mJis TEepcoHa)Xa
(puc. 2.3) nonomarae Bi3yajli3yBaTH NEPEX0Id MK PI3HUMH CTaHaMHU MEPCOHAXA, 110

€ BOXJIMBUM JIJI1 CTBOPEHHS pEaliCTUYHOI MMOBEIIHKH.

Cldie )

press "W" release "W" ‘\press "Space"

( Walking h '/.Jumping )
| | character lands
h A

h v

hold "Shift" /release "Shift" animation end

e = -"'- Ty
‘ Running | | Falling |

" ., \_

Pucynox 2.3 — UML-ngiarpama craniB
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4) Peanizayis mexanix 63aemoolii epasys 3 00'ekmamu — Tependayvae
Bukopucrtanusa Blueprint abo C++ st ctBopenHs Joriku rpu. [lpuknan peanizanii
B3aeMoAii rpaBug 3 o0'ektoM y C++ HeMOHCTpye, SIK NPOTPamiCTH MOXKYTb

BUKOPUCTOBYBATHU KOJ JIJIs CTBOPEHHS IHTEPAKTUBHUX €JIEMEHTIB Y I'pi:

void AInteractableObject::0OnInteract (APlayerCharacter* Player) {
if (pPlayer) {
UE LOG (LogTemp, Warning, TEXT("Player interacted with object"));
// BuxonaTu crneumdpiuHy JorTiky (Hanpukiazn, Biokpuru neepi)

5) Ilpoepamysanns nosedinku NPC ma Al — peainizyethcs uepe3 Behavior Tree
ta C++. UML-aiarpama mocniioBHOCTI (puc. 2.4) UTFOCTPY€ MOCIIIOBHICTD B3a€MOII1

NPC 3 rpaBiiem, 110 € BaXJIMBUM sl po3yMiHHs Joriku nmoBeaiaku NPC.

Al Cﬂntrﬂllerl l NC l

Player
Approach NPC

"
>

Trigger Al Behavior

T

I

I

I

I

I !
I Eal
I

]

I

< Display Dlalogi:ue

Player | Al Controller | N

Pucynok 2.4 — UML-paiarpama mociaigoBHOCTI
6) Ilpoexmysanus icposoco pieus. Ilependavyae po3milieHHsT 00 €KTIB Ta ix
HanamryBanHs. UML-niarpama koMmmoHeHTiB (puc. 2.5) jomnomarae Bi3yalli3yBaTh

CTPYKTYpY ITPOBOTO PiBHS Ta MOTO CKJIAJ 0Bl YACTHUHU.

Unreal Engine

i
Lighting System Level Design Module

’@ LightComponent ’@TerrainTool ’@ LevelEditor

Pucynox 2.5 — UML-niarpama KOMIOHEHTIB
7) Tecmysanus ma sunpaeienus nomunoxk. Ha ¢diHaibHOMY €Tami TeCTYEThCs

CTaOUIbHICTh Ta NMPOAYKTUBHICTH Ipu. I[lpuknan aBromatuzoBaHoro tecty Ha C++
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JNEMOHCTPYE, SIK MPOrPaMiCTU MOXKYTh BHUKOPUCTOBYBATH KOJ JUIsl aBTOMaTH3allii
MpoILIeCy TECTyBaHHS:

IMPLEMENT SIMPLE AUTOMATION TEST (FGameplayTest, "GameTests.BasicGameplay",
EAutomationTestFlags::EditorContext | EAutomationTestFlags::EngineFilter)

bool FGameplayTest::RunTest (const FStringé& Parameters)
// TlepeBipka iuniniamizanii rpasBus
APlayerCharacter* Player = GetWorld()->SpawnActor<APlayerCharacter>();

TestNotNull ("Player exists", Player);
return true;

OTxe, MOZICTIOBAHHS BipTyanbHOTO irpoBoro cepenonuima B UE — 1ie ckimagamit
IpolLeC, N0 BKJIKOYAE KOHILENTYyaJbHE NPOEKTYBaHHS, 3D-MOIEMOBaHHS, CTBOPEHHS
a”imalliii, mporpamyBaHHs B3aemofid Ta Al, a Takox TecTyBaHHS. BukopucTaHHs
UML-giarpam nomomarae CTpPyKTypyBaTH MpPOEKT 1 3a0e3neduTd e(pEeKTUBHY

B3a€EMO/IiI0 MK yciMa HOTo CKJIaJIOBUMU.

2.2 llpunuunu cTBOpeHHs: 3D-cueHu Ta mepcoHaXiB

[Iporuiec cTBOpEHHS TPUBUMIPHOI CLIEHH Ta MEPCOHAXKIB Y CYyYaCHHUX ITPOBUX
pymiisix 6a3yerbcsi Ha (yHIAMEHTAIBHUX MPHUHIIMIIAX KOMII IOTEpHOI Tpadikw,
XYyJI0)KHBOTO JIM3aiiHy Ta aJrOPUTMIYHUX METOJIB OOpoOKM naHux. BiH BkiIrodae
KUIbKa  KJIIOYOBHX  €TamiB: KOHIENTyaJlbHE  MOJCIIOBAHHSA, T'€OMETPUUHE
IIPOEKTYBAaHHS, TEKCTYpYBaHHS, aHIMAIllO, OCBITJIEHHS Ta IHTErpallil0 B IFPOBE
CepelIOBULIE.

[Tepen cTBOpEHHSM TPUBUMIPHOI CIICHH BU3HAYAETHCS i1 KOHIICTIIIS Ta KIIFOYOB1
enemeHnTd. Ha npomy erarmi:

— dopmyeThbcsl 3arajbHa i7Ied CEpeoBUIlA Ta HOro (yHKIIOHAIbHE
MpU3HAYeHHS (HAMPUKIAM, MICBKUM TMel3ax, NpUpOoAHUi naHmmadT, 1HTEpP ep
MPUMILIEHHS TOILO).

— BuKoHYIOTBCSI €CKi3M OCHOBHUX 00’€KTIB CIIEHM, 1XHBOI KOMITO3HMIIT Ta

MacIITaOHOCTI.
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— BusnavyaroTbcs CTUTICTUYHI OCOOJMBOCTI, TaKi SK KOJIipHA Tama, PiBEHb
JeTajizali Ta Xy10KHs arMocdepa.

- Jlns1 30epeskeHHS IITICHOCTI Tn3aliHy BUKOPHUCTOBYETHCS METO/T OJIOKIHTY
ciienu (blocking), sxuii 703BOJSIE CTBOPUTH HHU3BKOIIOIITOHATIBHI 3arOTiBKH BCIX
00'eKTIB mepen iX AeTani3alli€ero.

CrtBopenns 3D-00’ekTiB 0a3yeThCsi Ha MOJITOHATFHOMY MOJIEIIOBAHHI, 1€
KOXEH O00'€KT CKJIQJAa€ThCsl 3 MHOXHHHU TIOJITOHIB (TIEPEBAXHO TPUKYTHUKIB abo
YOTUPUKYTHHUKIB). OCHOBHI METOJIM T€OMETPUYHOIO MOJICITFOBAHHS

- TloniroHanbHe MOJENIOBAaHHA — CTBOPEHHS 00’ €KTIB 13 MHOXKMHHU BEpIIUH,
pebep 1 rpaHel (HamMpUKIAA, JJIi CTBOPEHHsS OY/iBelb, TPAHCHOPTHHX 3aco0iB,
1HTEp €pIB).

- CkynsntyBaHHs (sculpting) — BHKOpUCTaHHS UHM(PPOBUX TEH3IIB IS
J0JIaBaHHSI BHUCOKOMOJIITOHAJIBHUX JIeTalle  (3aCTOCOBYETHCS TMEPEBAXKHO IS
NIEPCOHAXKIB Ta OPraHIYHUX POPM).

- [IpouenypHe MoeIOBaHHSI — aBTOMAaTU30BaHE CTBOPEHHS 00'€KTIB Ha OCHOBI
MaTeMaTUYHUX  QJITOPUTMIB  (3aCTOCOBYETHhCS  JUIsl  TeHepaiii JaHamadris,
POCIMHHOCTI, PpaKTaIbHUX CTPYKTYP).

J1J1st IepCoHaKiB BUKOPUCTOBYETHCSI KOHIICTIIIISI TOTIOJIOT] CITKH, 10 BU3HAYAE
PIBHOMIPDHICTh  PO3MOALTY TOJITOHIB I KOPEKTHOI aHiMmauli. Baxiuso
NOTpUMYyBaTUCh mpuHUUIy low-poly nnsi peanbHoro wacy Tta high-poly mis
PEHIICPUHTY Ta JIeTalli3allii.

TexcTypyBaHHS € TPOIIECOM HAHECEHHS IBOBUMIPHUX 300pakeHb Ha TOBEPXHIO
TPUBUMIPHOTO 00'€KTa 3 METOIO TOJaHHs AeTainizaiii. OCHOBHI eTamnu:

- UV-posroptka — nepeTBOpeHHs TPUBUMIPHOI MOBEPXHI HA JBOBUMIPHY IS
KOPEKTHOT'O HaKJIaJlaHHs TEKCTYPH.

- PBR-matepiamu (Physically-Based Rendering) — BukopucTtanHs (i3u4HO
KOPEKTHUX MaTepialiB JUisl MOJEJIOBAHHS B3a€MOJIIi CBITJIa 3 MOBEPXHAMH (MeTad,
JI€PEBO, CKJIO TOIIIO).

- etinepu — nporpamu 11st rpadiunoro mpoiecopa (GPU), siki BU3Ha4ar0Th, K

00’ €KT BUIIISIAATUME B CLIEH1, BKJIIOUAIOUH TiHI, BIIOJIMCKHU Ta pedpakIliro.
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Onrtumizariiss TEKCTYp Ta MaTepiajiB € BaXJIWBOK Jis1 IMPOJAYKTUBHOCTI B
peanbHOMY 4aci. YacTo 3acTocoByeThes HopMan-pedaitnuar (normal mapping), 1o
J03BOJISIE IMITYBATH APi0OHI AeTai 6€3 10/1aBaHHS TOJIITOHIB.

Amnimartist 3D-niepcoHaxiB 311MCHIOETHCS 3@ IOMIOMOTOI0 CKEJIETHOI CTPYKTYPHU
(rigging) Ta kiarouoBuX kajapiB (keyframe animation). OCHOBHI MPUHIIUTIN:

- CkeneTHe MoJenIOBaHHS (rigging) — CTBOPEHHS KICTKOBOi CTPYKTYPH AJIs
noAabIIoi fedopmariii MoIroHaaIbHOI CITKH.

- OOmexennss oOepranus (Inverse Kinematics, Forward Kinematics) —
BUKOPUCTAHHSA MAaTEeMATUYHUX AJITOPUTMIB JIJI1 KOPEKTHOTO PYXY KIHIIIBOK.

- Blend Shapes — BukopuctanHs MOPGOIOTTYHUX 3MiH JIIs aHIMAIlil 00 IMY4s Ta
MIMIKH TIEPCOHAXKA.

- ®izuyni cumyJsnii (Ragdoll Physics) — iMiTariisi quHaMigyHOT MMOBEIHKH Tijla
y BUIMAJKY HaJIHHS YU 31TKHCHHSI.

AHimarist Moxke OyTH CTBOpEHA BpyuHY a0o0 3a JOMOMOT0I0 motion capture, 1o
JT03BOJISIE OTPUMATH PEATICTUYHI PYXH.

OcBiT/IEHHS BiJIirpa€e KIOYOBY POJib Y CTBOpPEHHI atMocdepu ciieHu. OCHOBHI
METO/IH:

- I'mo6anbue ocsiTineHHs (Global Illumination, GI) — monentoe po3citoBaHHS
CBITJIa B CEPEIOBMUIIII JIJIs1 TOCATHEHHSI pealiCTUYHOCTI.

- JlunamiuHe Ta CTAaTHYHE OCBITIICHHS — IMHAMIYHI JIKEpesia CBITIa 3MIHIOIOThCS
B peaJbHOMY 4aci, TOJl SIK CTaTUYHE OCBITJICHHS 3aMiKA€TbCA Y BUIIISAI TEKCTYP
(lightmaps).

- Edbextu moctodpoOku (Post-Processing Effects) — rinbuna piskocTi, pO3MUTTSI
pyXy, 00'eMHI TiHI Ta CBITJIOBI OpPEOJH, 110 BUKOPUCTOBYIOTHCS JUIsl MOKPAIICHHS
BI3YaJIbHOTO CTHUIIIO.

HanamryBanHsi OCBITJIEHHST Ma€ BEJIMKE 3HAYCHHS JJI  ONTHUMI3aIlii
MPOYKTUBHOCTI Ta XYJ0KHBOT'O CIIPUAHSATTS CIICHH.

Jlnst  3a0esmeueHHs CcTaOUTbHOT pPOOOTHM B  peajbHOMY dYaci HEOOX1THO

BpPaxOBYBAaTH MPUHLMIIKA ONTUMI3ALIII:
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- LOD-mopem (Level of Detail) — BukopuctanHs pi3HUX PiBHIB JeTajizailii B
3aJIEKHOCTI B1J BIACTaH1 10 00'€KTa.

- KemyBanus TekcTyp Ta marepiaiiB — 3MEHIICHHS OOCATY BiJeomam sTi
[UIIXOM BUKOPUCTaHHS TEKCTYPHUX aTJacCiB.

- Occlusion Culling — BiagciroBaHHS HEBUIUMHUX O0'€KTIB I 3MEHIICHHS
HaBaHTaxeHHs Ha GPU.

- GPU Instancing — mNOBTOpHE BHMKOPHUCTaHHS 1JEHTHYHHUX O0'€KTIB 0e3
nyOIOBaHHS IXHIX JaHUX Y TaM ATi.

3acTocyBaHHA LIUX METO/IIB JI03BOJISIE€ JOCATTH BUCOKOI MPOyKTUBHOCTI HAaBITh
y CKJIQJIHUX CI[€HaX.

JloTpuMaHHS MPUHLMIIIB ONTHUMI3alli Ta (PI3UYHOI JOCTOBIPHOCTI € KPUTHYHO
BOKJIMBUM [IJISl JOCSITHEHHSI PEAICTUYHOCTI Ta €(EeKTUBHOCTI POOOTH CIICHU B
peanbHoMy 4aci. [IpunHuunu ctBopeHHs 3D-clieHM Ta mepcoHaxiB 0a3yrOThCS Ha
byHAaMEHTAIBHUX 3acajlax KOMII IOTEpPHOI rpadiku, AU3aliHy Ta MPOTrpaMyBaHHS.
PosrisiHemo ix getanbHile.

1. Ilpunyun xoumyenmyanvrnocmi. Koxuna 3D-crieHa Ta nepcoHaX MOBUHHI
BI/IMOBIATH TEBHIA KOHIEMINI Ta CTHJIICTUYHOMY HampsaMy. Yci €JIEeMEHTH CIeHU
MOBUHHI Y3rOJKyBaTUCh MIDXK COOOI0 B MeXax XYJIOXHbOro OaueHHs. Baxiusi
00’€KTH TMOBHMHHI OyTH JIETKO PO3Mi3HABAHMMH Ta BIANOBIIATH IFPOBUM MEXaHIKaM.
Bapro mam’aratu, mo OamaHC 00’€KTiB, CBITJa Ta KOJBOPIB CTBOPIOE MPABUIBHY
atmocdepy.

Hampuknana: y rpi 3 NOCTaNmOKTINTHYHUM CETUHTOM BUKOPHUCTOBYIOTHCS
TBbMSIH1, BUTOP1JIl TEKCTYPH, TOXMYPE OCBITJIICHHS Ta XaOTHYHE PO3MIIIEHHS 00'€KTIB,
IO ITiIKPECITIOE TEMATHKY BH)KUBAHHS.

2. llpunyun mooynvrocmi ma bazamopaszoeozo suxopucmanisi. ClieHa TOBUHHA
CKJagaTucs 3 0araTopa3oBO BUKOPUCTOBYBAHUX MOAYJIB (HarpuKiai, CTiHH, JBEpI,
MeOJ1 B mpuMilieHHi). MoayJdbHUM MiAX1J J03BOJIsIE KOMOIHYBAaTH €JIEMEHTH IS
MIBUIAKOTO (opMyBaHHS DPiBHIB. [lOBTOpHE BHUKOPHCTaHHS MOJAENIEH Ta TEKCTYp

JorioMarae 30eperTi €IMHUN CTUJIb.
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Hanpuxknazn: B irpax tTumy MMORPG wmicta Ta cena OpMyIOThCS 32 PaxyHOK
OJIHAKOBUX HA0OPiB Oy/1iBEJIb Ta €JIEMEHTIB OTOUYEHHSI.

3. IHpunyun ommumizayii ma npooykmusnocmi. CTBopeHHsa 3D-cuieHn
nepeadavyae onTUMizaIiio g 3a0e3nedeHHs BHUCOKol dactotw KajapiB (FPS).
3HIKECHHS TOITOHATHPHOTO HABAHTAXKECHHS — BUKOPHCTAaHHS low-poly monmeneit i3
HopMai-ManiamMu 3amicth high-poly. LOD (Level of Detail) — Buxopucranus
CIOPOLIEHUX MojeNiel O00'€eKTIB Ha BIJACTaHI J/Jid 3HWKEHHS HaBaHTaXCHHS Ha
rpadiunuit mpouecop (GPU). Bincikanus HeBuanmux 06'ektiB (Occlusion Culling) —
00’ €KTHU 11032 KaMEPOIO HE PEHACPATHCS.

Hampuknan: y Biakputomy cBiTi rpu GTA V BHUKOPUCTOBYIOTHCS Pi3HI PiBHI
JeTranizaii Jyis Oy 1iBeb 1 MalllMH 3aJIeKHO BiJ BIJICTaHI JI0 TPaBIIs.

4. llpunyun izuunoi 0ocmosipnocmi. Peanizanis Gpizuunux 3akoniB y 3D-ciieHi
3abe3neuye peamictuuHicTh. Piznyno kopekTHi MaTepianu (PBR — Physically Based
Rendering) — BiaATBOPIOIOTH MOBEMIHKY CBITJIa Ha PI3HHUX MOBEPXHAX (METall, CKIIO,
TkaHuHa). CucTemMa OCBITJICHHS Ta TIHEH — BpaxoBye JpKepesa CBITNA, BIIOUTTS Ta
po3citoBanHs. Peanmictnuna (i3uka — cuMyssilis rpaBiTauli, TBEpAUX TUI, PIIUH,
TKaHWH TOIIO.

Hampuknan: y Battlefield 2042 BukopuctoByeThCsi (PI3UYHO KOPEKTHE
OCBITJICHHSI Ta CUMYJISILIS MOBEIHKY YaCTUHOK MUJTy Ta BUOYXIB.

5. Ilpunyun inmepaxmusnocmi. 3D-crieHa Ma€ BiANIOBIATH ITPOBUM MEXaHIKaM
Ta nependavaTy B3aEMOIit0 rpasiis 3 00'ektamu. Komizii Ta ¢izuka B3aemoii — 00'eKTr
MOBUHHI MaTH MPaBWIbHI KOTi3ii, 00 rpaBelb MIT pyXaTUCs TI0 HUX a00 B3aEMOIISITH
3 HUMU. AHIMAIIi1 peakiliii — IBepi MOBUHHI BIIKpUBATHCS, TpeaMeTn — pyxatucs, NPC
— pearyBaTH Ha Jii rpaBud. JlMHaMi4HI 3MIHU CEPEIOBUILA — MOXKJIUBICTh pyHHYBaHHS,
3MIHM TIOT0/Id 200 Yacy 100H.

Hanpuxknan: y rpi The Legend of Zelda: Breath of the Wild inTepakTuBHICTB
JOCSITAETHCS 32 PaXyHOK (DI3UYHUX TOJIOBOJIOMOK Ta MOXJIMBOCTI MaHIMyJISIIA 3
00’ €eKTaMHu.

6. Ilpunyun macwmabosarnocmi ma adanmuenocmi. 3D-clieHa moBUHHA OyTH

THYYKOIO Ta MIATPUMYBATH MacluTaOyBaHHS B 3aJI€KHOCTI B/l pECypCiB MPUCTPOIO.
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['Hyuki HanmamTyBaHHs Tpadiku — HiATPUMKA PI3HUX PIBHIB AeTaizarii s
Ca0KKUX 1 MOTYKHUX MPUCTPOiB. ONTUMI3aIlIs PECYpPCiB — BUKOPUCTAHHS CTPIMIHTY
TEKCTYp Ta IMHAMIYHOTO 3aBaHTAXXEHHS YaCTHH clieHu. [liaTpumka pi3Hux miargopm
— Mo0ubHI ipuctpoi, [1K, VR.

Hanpuxman: Unreal Engine no3Bossie 3MiHIOBaTH SIKICTh TIHEH, PO3JALIBHY
3ATHICTh TEKCTYp Ta KUIbKICTh aKTUBHUX €(EKTIB 3aJIeKHO BiJ MPOIYKTHBHOCTI

MPUCTPOIO.

2.3 Cumyasinis (pisM4HUX NpoueciB y BipTyajJbHOMY cepeloBHINi

Cumynsiis Qi3UYHUX TPOIECIB Y BIPTyaJbHOMY CEPEJOBHUIII € KIFOUOBUM
aCIEKTOM CTBOPEHHS PEaNICTHYHUX LU(POBUX CBITIB, OCOOJMBO Yy KOMIT'FOTEPHHUX
Irpax, 1HXEHEPHUX MOJACNIX, BipTyanbHiM peanbHocTi (VR) Ta HaByalbHHUX
cumyssinisix. OCHOBHUM 3aBJaHHSAM CHUMYJILID € 3a0e3le4YeHHs peaniCTUYHOI
B3a€MO/IIi 00'€KTIB BIAMOBIAHO 10 (PI3MYHUX 3aKOHIB, TAKUX K TpaBiTallis, TepTH,
31ITKHEHHS, Aedopmallis Ta piuHa.

@di3uyHa CUMYJIALIS B HUHU(PPOBOMY MPOCTOP1 CIHPAETHCA HA KIJIbKa KIIFOUOBUX
acnekTiB. Pyx ma Kinemamuxa MOAEIIOIOTh NEPEMIIIEHHS 00'€KTIB y TPUBUMIPHOMY
IPOCTOpl, BUKOPUCTOBYIOUM 3aKOHM HbIOTOHA a7 BU3HAYEHHS TpaeKTOpil Ta
mBujakoctel. Cuna ma imnyivc ONUCYIOTh BIUIMB 30BHIIIHIX CHUJI Ha OO0'€KTH,
BKJIFOYAIOYH IpaBiTalliifHi, GPUKIIITHI Ta MPY>KHI B3a€EMOI1, 110 I03BOJISIE€ BIITBOPUTH
peanicThuHi peakiii Ha (i13udH1 BIUIMBH. /Jeghopmayii ma pyiiHyeanHs BPaxOBYIOTh
MaTepialibH1 BIIACTUBOCTI 00'€KTIB, I03BOJISIOYN MOJICIIOBATH MOBEAIHKY THYUKHX Ta
JaMKUX T1 M HaBaHTaXEeHHAM. Cumynayis pioun ma 2a3ié BUKOPUCTOBYE CKIIAIHI
MaTeMaTU4yH1 MOJIei, Taki ik piBHsAHHA HaB'e-Ctokca, i1 onucy noBeIiHKH (IIoiniB,
10 € BOXKJIMBUM JJIsl CTBOPEHHS pealiCTUYHUX €(EeKTiB BOJIU, IUMY Ta IHIIUX TEKYUYUX

CEepPEIOBHIII.
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®i3uyHl mOpouecu B HUGPPOBOMY CEPEIOBUILI MOJETIOTHECS Ha OCHOBI
KJIACHYHOI ~MEXaHIKM Ta 4HucelbHUX MeToAiB. OCHOBHI  PIBHSHHS, IO
BUKOPHCTOBYIOTHCS:

Pyx 06’exmis

PiBustHHS npyroro 3akoHy HeI0TOHA € OCHOBOIO 711 PO3PaXyHKY pyXy 00'€KTIB
T TIEFO CHIT:

F = ma,

ne F — cuna, 72 - maca, @ — IpUCKOPEHHS.

UucenbHa iHTErparlsi, 30kpemMa Meroa Eiinepa, 3acTOCOBYEThCS —Jid
JMCKPETHU3AlIlll Yacy Ta OHOBJICHHSI TIOJIOKEHHSI Ta MBUAKOCTI 00'€KTIB!

Vip1 = Ve +a- At,
Xeg1 = X¢ + v - AL,

7€ V — MBHJKICTh, X — TIOJIOKEHHS, At — KPOK Hacy.

[Ipu mooenroanni xoniziti ma 63aemo0ii 00'€KTIB BUKOPUCTOBYIOTHCSA 3aKOHU
30€pEKEHHS IMITYyJIbCY Ta KOE(ILIEHT BIAHOBJICHHS Il BU3HAYEHHS IIBUJKOCTEH
00'€KTIB MICNA 31 TKHECHHS.

myv; + myv, = myv; + myvy,

i€ V1 Ta Uy — MIBUAKOCTI MiC/Is 3ITKHCHHS.

JIyist 0OYMCIIEHHS BIJICKOKY BPaXOBYETHCS KOEQIIIEHT BIJHOBICHHS €, IO
BHU3HAYA€E CTYMIHb MPY>KHOCTI yJapy.

[cHye kibka METOIIB (P13UYHOT CUMYJIALII1, KOKEH 3 IKUX Ma€ CBOi 0COOJIUBOCTI
ta 3actocyBaHHa. Rigid Body Dynamics (auHamika TBEpIuX TUI) MOJICIIOE PyX
XKOPCTKUX 00'ekTIB 0€3 nedopmaniii 1 MIUPOKO BUKOPUCTOBYETHCS B IPOBUX PYLIISX,
takux sk NVIDIA PhysX, Bullet ta Havok. Hampukman, B Unreal Engine,
BUKOpHUCTOBYI0UM C++, MOKHA aKTUBYBATU (PI3UUHY CUMYJIALIIO sl 00'€KTA, 3a70aTH
Horo Macy Ta 10JaTH IMITyJIbC JUIsl iMITallil MOIITOBXY:

UStaticMeshComponent* MeshComponent =
CreateDefaultSubobject<UStaticMeshComponent> (TEXT ("Mesh")) ;
MeshComponent->SetSimulatePhysics (true) ;

MeshComponent->SetMassOverrideInKg (NAME None, 50.0f);
MeshComponent->AddImpulse (FVector (1000, 0, 0));
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Soft Body Dynamics (nuHamika M'SKAX TUI) BHUKOPUCTOBYETHCS IS
MOJICJIIOBAHHS €JIACTUYHUX Ta THYYKHX O00'€KTIB, 3aCTOCOBYIOUM METO]I CKIHYEHHUX
enemenTiB (FEM) nnst pospaxynky aedopmariid. Fluid Simulation (cumyssitist piauH)
B peasibHOMY 4aci BukopuctoBye metonu SPH (Smoothed Particle Hydrodynamics) ta
Lattice Boltzmann Method (LBM) mitst MoaenroBaHHS TTOBeAIHKY piauH. Hanpukian,
B Unreal Engine, cuctema Niagara 103B0JIsSI€E CTBOPIOBATH PEANTICTHYHI €(PEKTH BOIH.
UNiagaraComponent* WaterSystem =
CreateDefaultSubobject<UNiagaraComponent> (TEXT ("Water")) ;

WaterSystem->SetAsset (WaterNiagaraEffect);
WaterSystem->Activate () ;

Cumynsiis (Qi3UYHUX TPOIECIB Y BIPTyaIbHOMY CEPEIOBHIII JTO3BOJISE
CTBOPIOBATU PEANICTHYHI O0’€KTHM Ta iX B3a€EMOJI0. BUKOpUCTaHHS CydacHHX
(G13UYHMX pYUIIiB Ta aIrOpUTMIB 3a0€3Meuye TOUHICTh Ta €(PEKTHUBHICTh CUMYJIALIL B
peanbHOMy daci. lle mae mmMpoke 3acTocyBaHHS Yy po3poOlil irop, HaBYaJIbHUX
CepeIOBUIL, IH)KEHEPHUX aHali3aX Ta IHIKUX cepax, Mo NoTpedyroTh peasiCTUYHOTO
BIJITBOPEHHS (DI3UYHMX SIBHIII.

[Ipunyctrmo, 110 y rpi HOTpiIOHO CUMYJIFOBATH NaAIHHSA KaMEeHs M A€ CUITU
TsoKIHHS. To/l TUIaH i HACTYTTHUM:

1. O6'exTy HamaeTbes (PI3UYHUN KOMIIOHEHT 13 33J1aHOI0 MAaCOIO.

2. Bu3Haua€eThCs MOYATKOBA MIBUIKICTH HYJTHOBA

3. BukopucTtoByeThCSl PIBHSHHS:

1
h - hO _Egtz,

ne ho — mouarkoBa BucoTa, g=9.81 m/c?.

4. Konu h=0, 06'exT abo BiJickakye, a00 pyHHYEThCS 3aJI€KHO BiJl Koe(ilieHTa
B1THOBJICHHS.

Hns  mopemtoBanHs aBTomoOiss B Unreal Engine BHKOpUCTOBYETHCS
UWheeledVehicleMovementComponent. Ile CHUCTEMA CUMYJISIIT
aBTOMOOUIbHOT (PI3UMKM, sIKa BKJIIOYA€ — JAMHAMIKY MIABICKHM; B3a€EMOII0 IIWH 3
MOBEPXHEI0; aepOJMHAMIYHUH OIIIp.

OT1xe, MOJCITIOBaHHS BIPTYaJIbHOI'O IFPOBOTO CEPEAOBUIIA — I1€ OaraTorpaHHu

mpoliec, 0 BUMAarae BpaxyBaHHs 0araTb0X acIleKTiB.
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2.4 IHTEPaKTHUBHICTH Yy BIPTyaJIbHOMY Cepea0BHIILi

[HTepaKTUBHICTH y BIpTyaJIbHOMY CEPEIOBHIII O3HAYA€E 3/1aTHICTh KOPUCTyBaua
aKTUBHO BIUIMBATH Ha WOr0 €JIEMEHTH Ta OTPUMYBATH BIAMOBIAHMMA BIITYK Y
peanbHOMY yaci. Lle kmo4oBa XapakTepucTUKa Cy4acHUX UGPOBUX CEPETOBHIII, IO
3a0e3mnedye B3a€EMOII0 MK KOPHUCTYBadeM 1 CHCTEMOIO, a TaKOXX MK O0'€KTaMmu
CepelIOBHUIIIA.

VY KOHTEKCTI BIpTyaJbHOTO CEPEIOBHUINA IHTCPAKTUBHICTh PEATI3YETHCS Yepe3
Taki MEXaHI3MU: MaHIMyJsMis 00'ekTaMu (HampuKiIaa, nepeMilieHHs, 3MiHa Gopmu,
aKTUBaIllsl NeBHUX (QYHKIIIN); pearyBaHHs CepelloBUINA Ha Jii KOpucTyBaya (3MiHA
ocBiTIieHHs, $13uyH1 edekTu, noBeainka NPC); nuHaMiuHi clieHapii Ta redMIUICHH1
MEXaHIKH (3MiHa CIOXKETY 3aJIEKHO BiJ] PIllIEHb I'PABIIS).

3aie’)kHO BIJ PIBHSA 3aIy4YEHOCTI KOPUCTyBadya Ta XapakTepy B3aeMOJIi,
IHTEPAKTUBHICTh MOYKHA MOJUTMTH Ha TaKl TUIIU:

- Pien» kepyBanns (Control-based interactivity) — nepenbadae mpsmuii
KOHTpPOJIb KOopucTyBaueM 00'ekTiB y cepenouill. Hanpukian, y rpi The Legend of
Zelda: Breath of the Wild rpaBens mMoxke ManimymoBaTu (BizudyHUMH 00'€KTamH,
BUKOPUCTOBYIOUH 3[[1I0HOCTI MEpCOHAXKA.

- CroxetHa 1HTepakTuBHICTh (Narrative interactivity) — 3a0e3mnedye BIUIMB
KOpPHUCTyBada Ha po3BUTOK mojiid. Hampuknazn, y Detroit: Become Human npuiinsti
pillIEHHS 3MIHIOIOTh CIOKETHI JIiHI1, 1[0 BeJe 10 Pi3HUX (iHAIB.

- ComlanpHa iHTEpaKTHBHICTH (Social interactivity) — BKIIFOUYa€ B3a€EMOJIII0 M1k
KOpPHUCTYBauyaMH B MyJbTUIIIeEpHOMY cepenoBuiill. [Ipukimanom e MMORPG World of
Warcraft, ne rpaBiii MOXXyTh YTBOPIOBATH TiJIb11, CIIIBIPAI[IOBATH a00 3MaraTucs.

- PeaktuBHa iHTepakTuBHICTH (Reactive interactivity) — mepembadae 3MmiHy
CepeNoBUIIA Y BIAMOBIIb Ha JIii KOpHUCTyBaua 06e3 oro 0e3mocepeIHLOT0 KOHTPOJIIO.
Hamnpuknazn, B Red Dead Redemption 2 NPC pearyioTh Ha 30BHIIIHI YMOBH Ta Jii
TpaBIIs.

YMOBHO Tporiec peaizallii iIHTepaKTUBHOCTI MOKHA TOAIJIMTH Ha TPU OCHOBHI

KOMIIOHCHTH.:
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1) 36ip ma ob6pobra 6600y xopucmysaua. BUKOPUCTOBYIOTHCS KOHTPOJIEPH,
CEHCOpHI MPHUCTPOI, KJIaBiaTypa, muina adbo VR-kontponepu. Hanpuknan, y Half-Life:
Alyx cuctema BIACTEXKY€E PyXH PYK IpaBIlsl Y BIpTYyaqTbHOMY HPOCTOPI.

2) Obuucnenns peakyii cucmemu. BIINOBIAL CHUCTEMH MOJIETIOETHCS 3a
JIOTIOMOTOI0 CKPHIITIB, aJITOPUTMIB INTYYHOTO IHTEJEKTY abo (i3UYHUX pyIIiiB.
Hanpuknan, y Unreal Engine s mporpamyBaHHS 1HTEpaKTUBHHX 00’ €KTIB MOXKHA
BUKopucToByBaTu Blueprints abo C++.

3) Bizyanizayis pesynemamy. OHOBJICHHS CTaHY CEPEIOBHINA BiIMOBITHO IO
3MiH, BUKJIMKaHUX JissMH KopuctyBada. ¥ VR-mogartkax, takux sk Boneworks,
Gb13UYHMIM Py OHOBIIIOE CTAaH 00’ €KTIB y peajIbHOMY Yaci BIATOBIIHO J0 MOBEAIHKA
KOpHCTYyBaya.

JIyist ieMoHCTpallii po3riisiHeMO 0a30BY pealli3allilo 1IHTEpaKTUBHOTO 00'€KTa B

Unreal Engine 3a nonomoroto C++. Koy B3aeMoii rpaBiis 3 00’ €KTOM:

void AInteractableObject::0OnInteract (APlayerCharacter* Player) {
if (Player) {
UE LOG (LogTemp, Warning, TEXT("Player interacted with object"));
// BukoHaTu crneumbiuHy Joriky (HanpmukIazn, BIiOKpuUTK nBepi)
OpenDoor () ;

Blueprint-cxema (niceBnokoz joriku Blueprints):
1. TlepeBipuTH, UM rpaBelb HAOJU3HUBCS A0 00'€KTa
2. AKTUBYBATH B3a€MO/IIIO MPU HATUCKAHHI KJIaBIIIl
3. 3miHuTH cTaH 00'exTa (HAPHUKIal, BIAKPUTH JBEPi)

OTxe, mepmMM KpPOKOM € TIepeBipka HAOMMKEHHS TpaBls 10 o0'ekTa 3a
JIOTIOMOT'O10 CEHCOpP1B a00 Tpurepis, Takux sik kommnoHeHT Box Collision. Hactynaum
KPOKOM € aKTHUBaIlisl B3ae€MOli TpPU HATHUCKAHHI KJaBIlll, W0 JOCATAETHCS
BUKOpHCTaHHAM cucteMu BBeneHHs1 Unreal Engine. OcTaHHIM KpOKOM € 3MiHa CTaHy
00'€KTa, HAMPUKIAJ, BIIKPUTTS ABEPEH, NMUISXOM 3MIHM HOTO BJIACTHUBOCTEH abo
BIITBOPECHHS aHIMaIlii.

Peanizariss 1HTEpaKTUBHOCTI Yy BIPTyaJIbHOMY CEpPEJOBHINl € CKJIAJHUM
3aBJIaHHSM, 1110 CYTIPOBO/IKYETHCS HU3KOIO BUKIMKIB. OJTHUM 3 KIIFOUOBUX ACIIEKTIB €

ONTHUMI3allisl MPOAYKTHBHOCTI, OCKUIBKH CKJIAIHI OOYMCIICHHS PEaKIlii cepeaoBUIla
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MOKYTb CYTT€BO BILTUBATU HA 4acTOTy KaapiB (FPS) Ta 3aranbHy npoayKTHUBHICTb TPH.
Jns 3a0e3nedeHHss MPUPOJHOCTI B3a€EMOJIII HEOOXITHO PO3POOJISTH 1HTYITUBHO
3po3yMiii iHTepdeiich, Mo T03BOJSIOTH KOPUCTyBadaM JIETKO B3aEMOJISATH 3
BipTyaJbHUMH 00'ekTaMu. Peanictiudna ¢i3uka € e 0JJHUM BaKJIUBUM acCIeKTOM, 1110
BHUMara€e BUKOPHUCTaHHS MOTYXHUX (i3nyHuX pymiiiB, Takux sk NVIDIA PhysX, ans
3a0e3MeYeHHs] MPUPOAHOI TMOBEIIHKH BIPTyaJbHUX 00'€KTIB. Y MYIJIbTUIUICEPHUX
CepeNOBHUIIIAX OCOOJMBY yBary CiIiJ NPUIUIATH CHHXPOHI3AIll MYJIbTUILICEPHOL
B3a€MO/Ii, 00 3a0e3MeYNTH KOPEKTHY POOOTY IHTEpAaKTHBHHUX MEXaHIK B yMOBax
MEPEKEBOr0 TEUMILIEIO.

[lepcniekTUBM PO3BUTKY IHTEPAKTHUBHOCTI Yy BIPTYalbHUX CEPEIOBHINAX
NOB'A3aH1 3 PO3BUTKOM TEXHOJOTIH. OYIKy€EThCS MIMPIIE BUKOPUCTAHHSA IITYYHOIO
IHTENIeKTy Juig TokpamieHHs mnoBeAinku NPC Tta amanramii crieHapiiB g0 i
kopuctyBaua. Po3Butok VR Ta AR TexHosOri# 03BOJIUTH CTBOPIOBATH OLIBII
pEeaNiCTUYHI Ta IPUPOAHI MEXAHIKU B3a€MO/I11, 110 COPUATUME IIIUOIIOMY 3aHYPEHHIO
KOPHUCTYBauiB y BipTyasibH1 cBiTH. ['nOIIa mepcoHamnizaiiis irpoBoro JOCBiAy CTaHe
MOKJIMBOIO 3aBIISKH BHUKOPHUCTAaHHIO TTOBEIIHKOBHUX MOJICICH KOPHCTyBada, IO
JIO3BOJIUTH QJaNTyBaTH BIpPTyaJbHE CEPENOBUINE JO I1HAMBIAYaTbHUX TOTPEO Ta
BIoA00aHb. OIHUM 13 TEPCIICKTUBHHUX HANpPSIMIB € BIPOBAKCHHS TCHEPATHBHUX
anroput™iB, Takux sik GPT-4, y NPC-aianoru, o 103BOJUTh CTBOPIOBATH JUHAMIYHI
Ta HermepeadavyBaHi crieHapii B3aEMOIIi.

OTxe, I1HTEPAKTUBHICTb € (yHAAMEHTAIBHUM acClEKTOM BIPTYyaJbHOIO
CEpellOBUINA, 110 BU3HAYAE CTYIIHb 3aHYPEHHSI KOPHUCTyBada Ta €(HEKTUBHICTh MOTO
B3aeMo/Iii 3 I poBUME 00'ekTaMu. BoHa peaini3yeTbces yepe3 MexaH13MU MaHIMy IS
00'ekTaMM, peakilii CUCTEMHU Ta 3MiHU CEPEJIOBUINA BIAMOBIIHO 0 Al KOPUCTyBaya.
PosButok TexHomoriid, Takux sk VR, Al Ta ¢i3uuni pymiii, A03BOJISIE 3HAYHO
M1JIBUIIUTH PIBEHb IHTEPAKTUBHOCTI Ta 3a0€3MEYUTH OIbII PEaTiCTUYHY B3a€EMO/IIIO Y

BIpTyaJbHOMY IIPOCTOPI.
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3 OIUC MPOLIECY PO3POBKM BIPTYAJBHOI'O ITPOBOTO
CEPEJOBHIIA

Y TperboMy pO3MiTi OMUCOHO MPOIEC PO3POOKH BIPTYaJbHOTO IrPOBOTO
CepeloBHINa 3 JCTaJbHUM aHANI30M €TaliB NPOEKTYBaHHs, TECTyBaHHSA Ta

onTuMi3ali.

3.1 IlpoexkTyBaHHs irpoBoro cepeaosuina Ha 0a3i Unreal Engine

[Iporiec mpoO€eKTyBaHHS IFPOBOIO CEPEIOBUIIA MOXKHA YMOBHO PO3AUINTH HA TPU
OCHOBHI €TaIu: MPOEKTYBaHHS KOHIICTIII1, peasi3alliio Ta TECTYBaHHS ¥ ONTHUMI3AIIO.
KoxeH 13 nux erariB MiCTUTh HU3KY 3aBJIaHb, 5IK1 3a0€311€4yI0Th CTBOPEHHS SIKICHOTO,
IPOJYKTUBHOIO Ta IHTEPAKTUBHOTO BIPTYaJIbHOTO MPOCTOPY.

Ha mnepumiomy erami BH3HA4alOThCsS KIIOUOBI HapaMeTpH CEpeloBHUIIA, IO
GOpMyIOTh HOr0 YHIKaJbHICTh, (YHKIIOHAJIBHICTh 1 XYJOXKHIO BHPA3HICTD.
KonnenryanbHe MOJIeII0BaHHS IOYMHAETHCS 31 CTBOPEHHS KOHIIETIT-JJOKYMEHTA, KU
MICTUTh:  ONUC  CTUJICTUKA  CEpeloBHUINA  (pEaJiCTUYHHM,  CTUII130BaHUM,
GyTypUCTUYHUN TOIIO); BU3HAUCHHS MEXAHIK B3a€MOJIl TpaBlsl 31 CBITOM;
cnerudikaiito krodoBux 00'ektiB (NPC, Oyaismi, nanamadr).

CrBopenHst  pedepeHCIB Ta  NPOTOTUITYBaHHA. Ha  [bOMY  eTari
BUKOPHUCTOBYIOThCS: 2D-ecki3u Ta KOHIENT-apTH, MIO 3a/al0Th 3arajbHUA CTHIIb.
[Iporotunu piBHiB y Unreal Engine, siki J03BOJISIFOTH OIIIHUTH MAacIITaOHICTh
CepelIOBHUIIA.

Peanizaniss Ta mporpaMmyBaHHs CepelIOBHUIIA — LIEH €Tal OXOIUIIOE CTBOPEHHS
3D-Moneneil, TeKCTypyBaHHS, HajallITyBaHHS (I3MKH, OCBITJIEHHS Ta IHTETpalito
3BYKOBUX €(EKTIB.

Unreal Engine no3Boisie imnoptyBatu 3D-moneni 3 Maya, Blender abo 3ds Max.

BukopucTtoByroThCS MOJI€NII 3 BUCOKOIO JETali3alli€ro JJisi BEIMKHUX IUIaHiB. JlJis
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(GhOHOBUX €JEMEHTIB 3acCTOCOBYIOThbCsl Low-poly Mopemi anga  onrumizamii

MPOTyKTUBHOCTI.

HEN ARNE

Pucynok 3.1 — HanamtyBanHsa peTapreTHHTY aHimalii y penakropi Skeletal
Mesh

JJ1st CTBOpEHHS pealiCTUYHHUX TeKCTyp 3acTocoBytoThcsi PBR (Physically Based
Rendering) matepianu. Unreal Engine mae nmotyxuuit Material Editor, o mo3Bosise
CTBOpIOBaTH TpouenypHi wmarepianu. Hampukman: g imitamii Boau B UE
BUKOPUCTOBYETHCS CUCTEMA IIIEH IEPiB, IO pearye Ha OCBITJIEHHS Ta PYXU TPaBIIs.

BukopucrtanHs CTaTHYHOTO Ta JUHAMIYHOTO OCBITJICHHS JOTIOMAara€e y
NIJBUILIEHHI MpOAyKTUBHOCTI. Ray Tracing ayig peanicTUUHOI B3aeMOJIi CBITIA 3
o0'extamu. Hanpuknan: y rpi Cyberpunk 2077 BukopucroByeThesi Ray Tracing mis
CTBOPEHHSI KIHEMaTorpa(iuHOro OCBITICHHS.

Sk 3ragyBanu B nonepeaHix po3aiiax, Unreal Engine mae BOygoBanuii Physics
Engine nns MmoaentoBaHHs TpaBiTallii Ta koii3ii. Hanpuknan, peanizaitisi pyliHyBaHHS
00'exTiB y Battlefield V Bukonyetbcs uepe3 cucremy Destruction Physics.

[Tpuknan peanizamii ¢izuanoi B3aemoii (C++ y Unreal Engine):
void APhysicsObject::0OnHit (AActor* OtherActor) {

if (OtherActor->ActorHasTag("Player")) {

UGameplayStatics: :ApplyDamage (OtherActor, 10.0f, nullptr, this,
UDamageType: :StaticClass());

}
}

VY upoMy npukIIai 00'eKT 3aB/Ia€ MIKOW TPABIIIO MPU 31TKHEHHI.
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[Ticist cTBOpEHHS CEpeIOBUIIA BAKIIUBO MPOBECTH TECTYBAHHS Ta ONITUMIi3yBaTH
NpOAyKTUBHICTh. [lepeBipsieMo Koumi3ii 00'€KTIB Ta KOPEKTHICTh B3a€MOJI1i TpaBIls.
TecTyemo iHTEpaKTUBHICTH cepenoButa (B3aemomis 3 NPC, 06'extamn).

Buxopuctanass Level Streaming s TigBaHTaKEHHS YacTHH KapTH.
OnTumizarisi TekcTyp 4epe3 Mipmapping. Buxopuctanns Nanite (TeXHOJOTiS B

Unreal Engine 5) 1151 iMHaMI9HOTO PEHIEPUHTY BHCOKOIOJIITOHATBHIX MOJIEICH.

3.2 PeaJtizanisi irpoBoro piBHs

Po3po0Oka irpoBoro piBHs B "[ter Astris" € KOMIIZIEKCHUM IPOLECOM, 1110 TOETHYE
HAyKOBY TOYHICTh aCTPOHOMIYHUX MOJeJIeHd 3 1HTEPAKTUBHUMHU ITPOBUMHU
MexaHIKaMH, 3a0e3Meuyroyr BUCOKUN pPIBEHb 3aHYPEHHS TPaBIS Yy JOCIHITHULIBKY
nisinpHICTh. OCHOBHA M€Ta — CTBOPHUTH pPEaliCTHYHE, MacluTa0HE Ta JAMHAMIYHeE
CEpellOBUIIE, 110 JO3BOJIUTH IPaBlIeBl BUBYATH KOCMIYHI SIBHUINA Y€pe3 B3AEMOJIIIO 3
ITPOBUM CBITOM.

PiBenp y "Iter Astris" ckiagaeTbcs 3 KiJIbKOX KJIIOUOBHUX 30H, KOXKHA 3 SIKUX
MPEICTABIISIE KOHKPETHUM aCTIEKT aCTPOHOMIYHOTO JOCIHIKEHHS. J[0 HUX HallekKaTh:

Op6itanbHa craniig "Astra Nova" — 1nienTpanbHuil xa0, e rpaBelb OTPUMYE
3aBJIaHHS, aHaJI3ye 310paHi JaHi Ta B3aEMOJIIE 3 THIIUMHU WieHaMU ACTPOHAyKOBOTO
AJbSIHCY.

['paBiTaliiHuii CEKTOp — 30HA, MPUCBSYEHA AOCTIIHPKEHHIO TpaBITAlliHUX
XBHJIb, 1[0 BUKOPHUCTOBYE CUMYIJIALIIIO IPOCTOPOBO-YACOBUX AchOopMallii.

Yopua nipa "XG-7" — wmicue eKCHeOUIIHHOTO aHali3y (I3MYHUX SBHILL,
OB’ sI3aHUX 13 TOPU3OHTOM TOIM Ta aKPEIINHUM TUCKOM.

Cucrema exsormianer "Aurora-13" — piBeHb, Ha SKOMYy TI'paBEIlb 3aCTOCOBYE
METOJIY TPAH3UTHOI CIIEKTPOCKOITIT JI BIAKPUTTS HOBUX IIAHET.

[IpoexTyBaHHST MX 30H 0a3yeThCs HA MPHUHITUIIAX HAYKOBOI JOCTOBIPHOCTI,

JIOTIOBHEHOI TeHMITJICHHUMU MEXaHIKaMH, 1[0 CTUMYJTIOIOTh aKTUBHE JTOCITIPKEHHS.
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[{s1 KoHIIEMIIs 3HAXOAUTh BiAOOpaK€HHs Y CTPYKTYPHINA OpraHizailii irpoBoro
CBITY, III0 MpeJCTaBJIeHa Yy BIAMOBIAHIN miarpami kiaciB (puc. 3.2). Ilpencrarnena
Jiarpama KJaciB OMHCY€ CTPYKTYpPYy BIPTYaJIbHOTO IFPOBOTO CEPEIOBHINA KOCMIUHOI
teMatuku. Jliarpama ckiamaeTbcsi 3 4oTUpbOX KiaciB: AGameLevel, APlanet,

ABlackHole Ta ASpaceStation.

@) AcameLevel

o TArray<AFlanet™ Planets
o ABlackHole* BlackHole
o0 ASpaceStation® SpaceStation

e InitializeLevel()
o LoadEnvironment()

@ APlanet \ @ AEIIEICI':HGIEM

FVector Position float Mass @ASF’ECESH‘O”
FColor Surface float Spin
_© Generate() f _© Simulate() |

Pucynok 3.2 — UML-ngiarpama kinaciB OCHOBHUX 00’ €KTiB PiBHS

Knac AGameLevel € neHTpanbHUM €JIEMEHTOM Jiarpamu, IO MPECTaBIsE
piBeHb rpu. Bin mictuth Tpu atpubytu: Planets, BlackHole ta SpaceStation, sxi €
KOJICKITI€IO TUIAHET, YOPHOIO JAIPOI0 Ta KOCMIYHOO CTaHIIi€r0 BiamoBigHo. Kiac Takox
Mae nBa metonu: Initializelevel Ta LoadEnvironment, siki, BUKOPUCTOBYIOTBCS JJIs
1HIIIaJi3a11i1 piBHS Ta 3aBaHTAXKEHHSI OTOUYCHHS.

Knac APlanet mpezacraBisie miaHeTy Ta MICTUTh ABa arpuOytu: Position Ta
Surface, siki onUCYIOTh NOJIOKEHHS TIJIAHETH Ta ii moBepxHI0. Kitac Takox Mae MeTo[
Generate, sKuii, BAKOPUCTOBYEThHCS JJIsl TeHEpaIlii IaHeTH.

Knac ABlackHole npencragisie 4opHy aipy Ta MICTUTh ABa aTpuOyTu: Mass Ta
Spin, sik1 ONUCYIOTH Macy Ta o0epTaHHs YopHOI aipu. Kiac Takox mae meton Simulate,
KU, BAKOPUCTOBYETHCS JIJIsI CUMYJIALIT TOBe iKY YopHOT fipu. Kimac ASpaceStation

MPE/ICTABIIE€ KOCMIUHY CTAHIIIIO.
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Kmac AGameLevel wmictute o00'ektnm  kiaciB  APlanet, ABlackHole Ta
ASpaceStation, 1110 Bi100pakae KOMITO3ULIIMHY CTPYKTYPY PiBHS TPH.

Peanizaris irpoBoro piBusa y Unreal Engine mounHaeThCst 31 CTBOpeHHS 6a30BO1
reoMeTpii 3a Jonomororo iHcTpyMeHTiB Landscape ta Static Meshes. Hanpuxnan, s
MOJICITIOBAHHS YOPHOI P BUKOPUCTOBYETHCS MaTepial, 10 CUMYJIIOE TpaBiTaIliiiHe
BUKPUBIICHHS CBITIa, a JUIsi OpOITAJbHOI CTaHIli 3aCTOCOBYIOTHCS MOy 13

MmapaMCTpuIHUMU ACTATISIMUA:

// CTBOpeHHsS MarTeplaly I'PaBlTalllHOTO BUKPUBJICHHS
UMaterialInstanceDynamic* BlackHoleMaterial =
UMaterialInstanceDynamic: :Create (BaseMaterial, this);
BlackHoleMaterial->SetScalarParameterValue (TEXT ("GravityWarp"), 1.5f);

VY mponeci pobotn BukopuctoByeTbesa Procedural Mesh Component, 1mo

HO3BOHH€I€HCPYBWHIHHaHeTHi33aﬂaHHNHIHapaMETpaMHZ

// T'eHepalils HmjaHeTH 3 IUHAMIYHMM JIAHOmA)TOoM
APlanet* NewPlanet = GetWorld()->SpawnActor<APlanet>();
NewPlanet->GenerateSurfaceFeatures () ;

Pucynox 3.3 — IIporec MmomemtoBaHHS YOPHOI JIipH
Jlist cTBOpeHHs1 aTMOCcEepH Ta PEaTiCTUYHOCTI BUKOPUCTOBYETHCSI TEXHOJIOT1S
PBR (Physically-Based Rendering), sika BpaxoBye (hi3uuHi BIACTHBOCTI MaTepiaib.
OpOiTanpHa CTaHIlI OCHAIIEHA JKEpeIaMy TUHAMIYHOTO OCBITJIICHHS ISl CUMYJISIIIT
JIEHHOTO Ta HIYHOTO NUKIIIB. YopHa Nipa Ma€ CreiadbHui menep Ijisl peHACPUHTY

aKpeIiiHoTo ANCKA 13 €PEeKTOM TpaBITAIHOTO JIIH3YBaHHS.
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Bukopucranns Blueprints Ta C++ 103Bojisie CTBOPUTH JWHaAMI4HI 00’ €KTH.
Hamnpuknan, 3miHa opOITH €K30IUIaHETH BiOYBAEThCS 3a PAaxXyHOK OOYHCIICHHS

rpaBiTaliifHOT B3a€EMO/IIi:

void AExoplanet::UpdateOrbit (float DeltaTime) {
FVector GravityForce = ComputeGravity/():;
Velocity += GravityForce * DeltaTime;
SetActorLocation (GetActorLocation () + Velocity *

DeltaTime) ;

}

Pucynox 3.4 — Ilporec 3mMiHM OpOITH €K30ILIIaHETH
OmHuM 13 KIIIOYOBUX AaCIEKTIB PIBHA € 1HTEPAKTUBHI MEXaHI3MHU, LIO
JTIO3BOJITFOTH T'PABIIEB1 B3aEMOMISATH 3 JOCTIKyBaHUMH 00’ ekTamu. Hanpuknan, mis
CKaHyBaHHSI IPOCTOPY rpaBellb BUKOPUCTOBYE CIEKTPAIbHUM aHAII3aTOop, SIKUW IMITYy€
METOJY CIIEKTPOCKOMIi:
void ASpectralAnalyzer::AnalyzelLightSpectrum (FColor LightData) {

float Wavelength = ComputeWavelength (LightData);
UE LOG (LogTemp, Warning, TEXT ("Detected wavelength: %f nm"), Wavelength);

=
-
I
I
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Pucynok 3.5 — Ilponec HanamtyBaHHs CKaHYBaHHS IPOCTOPY
['paBiTarniitHi XBWIl B TPl MPEACTABICH] SIK CIIOTBOPEHHS IPOCTOPY-Yacy, sKi
BI3YyaJIi3yIOThCS Yepe3 AMHAMIUH1 MaTepiain:
void AGravityWaveDetector::DetectWave () {
float Distortion = ComputeDistortion();
MaterialInstance->SetScalarParameterValue (TEXT ("WaveIntensity"),

Distortion) ;

}
Buxopucranns Unreal Engine, 30kpema Blueprints Ta C++, 103Bos1sie CTBOPUTH

pPEANTICTHYHY CHMYJISIII0 KOCMIUYHUX SIBHIIN, SIKi JOMOMAaraloTh TPaBIEBI OTPUMATH

IHTepaKTUBHUM OCBITHIN JTOCBI/I.

3.3 TecryBaHHsI Ta BUIIPABJIEHHS IOMHJIOK

TecTyBaHHS Ta BUNPABICHHS TOMUJIOK € 3aBEPIIAILHUM 1 KPUTHYHO BaXJIMBUM
€TaroM po3poOKHU BIPTYaJIbHOTO IrPOBOr0 CEPEAOBHINA, SIKUI O€3M10CEPETHBO BILIUBAE
Ha SIKICTh MPOJYKTY, CTAOUTBbHICTh HOTO pOOOTH Ta 3arajbHEe BpaKEHHS KOPUCTYBaya.
BpaxoByroun CKJIaJHICTh CydacHUX irpoBux pyuiiB, Takux sik Unreal Engine (UE),
MPOLIEC TECTYBAaHHSA OXOIUIIOE€ IIMPOKHUI CHEKTP MEPEeBIPOK: BiJl KOPEKTHOI POOOTH
MeXaHIK 1 (I3MYHUX B3a€EMOIN 10 ONTUMI3AIll MPOAYKTHUBHOCTI Ta YCYHEHHS
JIOTTYHHUX TTOMUJIOK Y KOJII.

FOunim-mecmysannsa nependavao nepeBipky okpeMux GyHKIIOHATHLHUX OJIOKIB
KOy, TaKuX SIK MEXaHIKH pyXy IepCcOoHaXka, B3aeMOisi 00'€KTIiB ab0 aJroputMu
mtyyHoro iHtenekty. B Unreal Engine e peanizyBanu 3a nmonomororo Automated
Tests y C++. [Ipuknan xony ans woHiT-Tecty y UES:

#include "CoreMinimal.h"

#include "Misc/AutomationTest.h"

IMPLEMENT SIMPLE AUTOMATION TEST (FJumpTest, "Game.Character.Jump",
EAutomationTestFlags::EditorContext | EAutomationTestFlags::EngineFilter)

. bool FJumpTest::RunTest (const FString& Parameters)

{

. ACharacter* TestCharacter = NewObject<ACharacter>();
TestCharacter->Jump () ;

TestTrue ("Character should be jumping", TestCharacter-
>GetCharacterMovement () ->IsFalling());

10. return true;}

OW 00 J oy U b W DN -
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[leit TecT momMOMIT MEPEBIPUTH, YU 3MIHIOETHCSA CTaH mepcoHaka Ha "falling"
nicast BUKIMKY GyHKIIT Jump(), 110 MiATBEPIKY€E KOPEKTHICTh peajizallii MeXaHiKu
CTpuOKa.

Hactynmaum Oyno dyHKITIOHATbHE TECTYBaHHS — SIKE€ OIIHIOE, YM BIIOBIJIAE
MOBE/IHKa TPU OYIKyBaHOMY Ju3aiiHy. BOHO BKIIOUano mMmepeBipKy MEXaHIK PyXy
nepcoHaxka (Oir, CTPUOKHU, B3aEMOJIs 3 TEPEIIKOIaMU); B3a€EMOJIII0 3 00'€KTaMu
(BIIKpUBaAHHS JIBEpe, akTUBaIlls Tpurepis); jJoriky noBeainku NPC ta Al.

Y UE MoxxHa cTBOpuTH TecToBUil Blueprint, sikuii nmepeBipsTUME KOPEKTHICTh
pobotu TpurepiB. Hanmpukiam, 06’ €KT 3MiHIO€ KOJIIP MPU B3aEMO/IIT:

[Toxist onBeginOverlap — llepeBipka, uu MepcoHaX TOPKHYBCS 00'€KTa.

3miHa maTepiany — BisyanbHuii iHIUKaTOp B3a€MOJII.

JloryBanHs pe3yibTaTty — BigoOpa)keHHsI MOBIJOMJIEHHS y Output Log

Ay Blueprint =% Event Graph

Pucynok 3.6 — Blueprint-cxema B3aemoii 3 06'ektom y penakropi UE

Perpeciitne TecTyBaHHA HEOOXiAHE TIICIAS BHECEHHS 3MIH JIO KOOy JjIst
NIEPEeBipKH, UM HOBI 3MiHU HE MPU3BEIH 10 BAHUKHEHHSI HOBUX MOMIIIOK. Hampuknan,
niciast onTuMizanii GI3MYHUX ePEeKTIB CIiJ] MePEKOHATUCSA, 1110 BOHU HE BIUIMHYJIM Ha
noseninky NPC a6o pyx rpasus.

Skio miciig 3MIHU MBUAKOCTI pyXy NEpCOHa)ka B KOl 3'aBuiiacs mnpobiemMa 3

aHIMaIlsIMH, CJIIJI TIEPEBIPUTH, YU TPABWIBHO CHHXPOHI3YIOTHCS CTaH aHiMarlii Ta

napaMeTpu pyxy.
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void AMyCharacter::MoveForward (float Value)
14

if (Controller && Value != 0.0f)
{
FVector Direction = FRotationMatrix (Controller-
>GetControlRotation()) .GetUnitAxis (EAxis: :X);

AddMovementInput (Direction, Value);
UE_LOG (LogTemp, Warning, TEXT("Moving forward with value: %f"),
Value) ;
}

O 00 J o U b WN

Jiist anani3zy 3HaueHb napamerpa Value, 110 103BOJIUTH BUSBUTH aHOMAJTIT y pyci
OyJ10 BUKOPHCTAHO JIOTYBaHHS.

HactynmauMm BHIOM, BUKOPHCTAaHOTO TECTYBaHHsS OyJO — CTpeC-TeCTyBaHHS,
BOHO OI[IHIOE CTa0UIBHICTh TPU B €KCTPEMAIbHUX YMOBAaX, HAIPHUKIAA: B3a€EMOJIIS
Benukoi KimbkocTi NPC y clieHi; BUCOKHME pIBEHB JeTali3allii cepeoBuila; podbora 3
MaKCUMAaJIbHOIO KUJIBKICTIO OJJHOYACHUX KIIIEHTIB y MYJBTUILUICEPI. 3aIMyCK CIIEHU 31
100 NPC, sixi oHOYacHO BMKOHYIOTh aHIMAIlli Ta B3a€MOJIIOThH 13 CEPEIAOBHILEM,

JT03BOJISIE OLIHUTH, UM Ipa 30epirae NpoayKTUBHICTh O€3 3HaYHUX Mpociganb FPS.

Opwial liacde

Pucynok 3.7 — TecryBanns npoaykruBHocTi Unreal Engine Performance

Profiler y BikHi Insights



43

[Ticns 3aBepIIeHHS €Taly TeCTyBaHHS KJIIOYOBUM 3aBIaHHSIM CTA€ BUIIPABICHHS
BUSIBJICHMX TIOMHJIOK Ta ONTUMI3Allisl MPOAYKTUBHOCTI T'pH JUis 3a0e3reyeHHs il
cTal1IbHOI Ta €PEKTUBHOT pOOOTH.

VYcynennss 6ariB  (Debugging) mnepeabauano cucTeMaTHUHUN aHami3 Ta
BUTIPABJICHHS MTOMUJIOK Y KOi. /{7151 IbOTO BUKOPHUCTOBYBAIH TaKi METO/IH:

Amnani3 noriB, BiH nosisiraB y Bukopuctanni Mmakpocy UE LOG() asnist BUsiBJICHHS
aHoMajiid Ta TMOMMIIOK, 10 (ikcyroTbcs B kypHam mnoxii. ILle mo3Bonmiio
BIJICTE€KYBATH TIOCIITOBHICTh BUKOHAHHS KOMY Ta BHUSBIIATH MICISI, /€ BUHUKAIOThH
HernepeadayyBaHi CUTYAIIi].

Buxopucranns Breakpoints mnepen0adano MOKpOKOBE BHUKOHAaHHS KOy 3a
JOTIOMOT'OF0 TOYOK 3yIHHKH, 1110 I03BOJISIIO IETATHHO aHATI3yBaTH CTaH MPOTpaMU Ha
KOXXHOMY KPOIIl Ta BUSIBIIATH JIOT1YH1 TOMUJIKH.

[nctpymenTu npodimoBanHs, 30kpeMa Unreal Insights, BukopuctoByBamucs
JUISL aHalli3y MPOJAYKTUBHOCTI TPU, BUSIBICHHS "BY3bKHX MICIB" Ta ONTHUMI3AILl
BUKOPHUCTAHHS PECYPCIB.

3MEHIIEHHS! KUIBKOCTI TMOJIroHIB y 3D-monensix [03BOJWIO 3HU3UTHU
HaBaHTaXKeHHA Ha rpadiuynuit npouecop (GPU) ta miaBUIMTH NPOAYKTHUBHICTH
PEHICPUHTY.

LOD (Level of Detail) mepenbauaio BUKOpPUCTaHHSI CIPOIICHUX MOJenen
00'€eKTIB Ha BIJJaJICHUX BIJCTaHAIX, IO JIO3BOJMIJIO 3HU3UTH HaBaHTa)keHHs Ha GPU
0€3 CyTT€BOI BTPATU SIKOCTI 300paKEHHS.

OnTuMizaliisi OCBITJCHHS TOJisrajia y BUKOpPUCTaHHI static lighting 3amicTh
dynamic lighting, 1m0 103BOMIO 3MEHIIUTH KUIBKICTh OOYHCIICHb, HEOOXITHUX IS
PEHJIEPUHTY OCBITJICHHS.

3MeHIIeHHSI KiIJTbKOCTI BUKIHKIB peHaepunry (Draw Calls) 103Bonmino 3HU3UTH
HaBaHTaxxeHHs Ha CPU Ta GPU, 1m0 cripusiyio miBUILIEHHIO MPOTYKTUBHOCTI.

3acToCcyBaHHS I[MX METOJIB JO3BOJWJIO 3a0e3MeyuTd CTallabHy Ta
IPOAYKTUBHY pOOOTY I'pH, IO € BAXJIMBUM JJIs 3a0€3MeUeHHsI KOM(POPTHOTO irpOBOTO

JIOCBI]TY.
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General tests
Press S 10 see the screenshot in the modal window

Click on the image for r

Update Access Token

Pucynok 3.8 — InTepdeiic iHCTpyMEHTY i1 MOHITOPHHTY Ta aHATI3Y
npoayktuBHocTi B Unreal Engine
Takum 4YMHOM, TECTYBaHHS Ta BUIIPABICHHS TOMWIOK Yy BIPTyaJIbHOMY
IrPOBOMY CEpEJIOBHUILl € KOMILJIEKCHUM MPOIECOM, 0 BKJIIOYAE MEPEBIPKY JIOTIKU
MEXaHIK, CTaOUTbHOCTI PYIIlis, ONTHUMI3aIli MPOAYKTUBHOCTI Ta aHali3 B3aeMOJIIi
€JIEMEHTIB T'pu. BUKOpUCTaHHS aBTOMAaTHM30BAHUX TECTIB, PErPECIHHOrO aHami3zy Ta
CTpEC-TECTYBaHHSI JIO3BOJISI€ 3aMO0IrTH TMOSBI KPUTHYHHX MOMHJIOK Ta 3a0€3IEUUTH

CTabUIbHY POOOTY TIPOYKTY.
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BUCHOBKHA

1. V nocmmkendi Oyno mpoBeAcHO TNIMOOKHN aHali3 HAWMMOMYJISPHIIIMX
irpoBux pymriiB: Unreal Engine, Unity, Godot Engine, CryEngine Tta Amazon
Lumberyard. Jns xoxxHoro pymrisi Oyno po3risHyTo: TpadiuyHi MOXKIHUBOCTI
(migTpuMKa ~ TpacyBaHHS — IPOMCHIB, TIJI00AJBLHOTO  OCBITICHHS, 00 ’€MHOIO
pernepunry); ¢isnuni pymrii (Bukopuctanas NVIDIA PhysX, Chaos Physics B Unreal
Engine, Havok y Unity); onTumi3zaiiiini iHCTpyMeHTH (IIIATPUMKA PIBHIB AeTamizarii
(LOD),  acuHXpoHHE  3aBaHTaXEHHS  pPECypciB,  KEUIyBaHHSA  TEKCTYD);
KpocrutarhopMeHIicTh (MOXKIHMBICTh po3ropranHs Ha [IK, MOOITEHUX NPUCTPOSX,
VR/AR, xwmapHux 1uiatdopmax); THYYKICTh 1 PO3IIMPIOBAHICTh (HAABHICTh
MapkeTIieiciB g posmupenHs ¢yskiionany (Unreal Marketplace, Unity Asset
Store)); mporpamyBanHs Ta ckpuntoBi MoBH (ropiBHsSHHS C++ (Unreal Engine) Ta C#
(Unity), moxxnuBocti Blueprint y UE).

VY pesynbrari Oyno Bu3HaueHo, mo Unreal Engine 3a0e3mnedye Haifkparii
MOKJIMBOCTI JiIi CTBOPEHHS pPEANICTUYHHMX BIPTyalbHUX CEPEIOBUL] 3aBISKU
nepesIoBUM  TpaigyHMM  TEXHOJIOTISIM Ta PO3BHHEHIM CHCTEMI BI3YaJIbHOTO
porpaMyBaHHSI.

2. YTOUYHEHO, BU3HAUEHHS 0a30BOT0 MOHSATTSI «GIpMYabHe i2pose cepedosuuye
K TpPOrpaMHO-aNapaTHUM KOMILUIEKC, M0 3a0e3leuye KOPUCTYBadeBl MOKIIMBICTb
3aHYpEHHSl B IHTEPAKTUBHUNM TPUBUMIPHUN MPOCTIP, € BIH MOXE B3a€EMOJIIATU 3
00'€eKTaMH Ta THIIMMH KOPHCTYBauaMHU 3a JIOMIOMOTOIO PI3HUX MPUCTPOIB BBEICHHS-
BUBE/ICHHS. BuineHo Horo CTpyKTypHi KOMIOHEHTH.

3MmojenboBaHo yci HeoOximHi Oi3Hec-miporiec RPG wa 6a3i pymrisi Unreal
Engine, BianoBiIHO 10 CTaHAAPTIB irpoBOI 1HAYCTpIi, @ came: CHCTEMY MEPCOHAKIB
(Character System) — peamizoBaHO MeXaHI3MH KacToMi3allii, MmapamMeTpu CTaHy
(310pOB’ s, BUTPUBAJIICTh, PIBEHD IEPCOHAXKA); MITy4IHUM 1HTENEKT (Al) — BUKOpucTano
Behavior Tree qnst NPC, HamamtoBaHo JIOTiIKYy MOBEIIHKH BOPOTIB Ta COIO3HHKIB;
CUCTEMY JlajlioriB — peai30BaHO [1aJloTOBY cucTeMy Ha ocHOBl Blueprint 3
MIITPUMKOIO HETIHIHOTO PO3BUTKY TMOJIH; po3po0IeHO MEXaHi3M 00OMIHY pecypciB,

1HBEHTap, CUCTEMY KpaTHHTY; CHCTEMY KBECTIB — BUKOPUCTAHO MaTepHU cTany (State
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Machine) nns auHAMIYHOTO yOpaBIiHHS 3aBJaHHSIMH; OOMOBY MEXaHIKy —
peali3oBaHO CHUCTeMy KOMOIHAI yapiB, OJOKyBaHHS, BIACTYMIB 3 aHIMalllHHUMU
Tpancdopmariisimu uepe3 Animation Blueprint.

3. Ilpomec cTBOpeHHs IrPOBOrO CEPEIOBUINA OXOIUTIOBAB TaKl ETamu:
MPOTOTUITYBaHHS (CTBOPEHO TECTOBHIA PiBEHB 13 0a30BUMHU MeXaHIKaMu (TIEpeCyBaHHS,
B3aeMOis 3 00’ekramm)); crBOpeHHs 3D-mopmeneirr (Bukopucrano Blender s
MOJICJIOBAHHS  HHU3bKOIIOJITOHAJBHUX 1  BHUCOKOIMOJITOHAJIBHHUX 00’ €KTIB);
TekcTypyBaHHs (3actocoBaHo PBR-marepianm st peaqicTHYHOTO OCBITIICHHS);
OCBITJICHHS (BUKOPHCTaHO cUCTeMy Lumen Ui TWHAMIYHOTO OCBITJICHHSI CIICHM);
aHiManis (HamamToBaHO cucTeMy Rigging Ta 3actocoBano Motion Capture as
pPCaATiICTUYHHUX PYXIB IEPCOHAXKIB); IHTEPAKTUBHICTD (peaTi3oBaHO CKPUIITH B3aEMOIIi
(HammpuKJIaa, BiTUMHEHHS BEpel, 30ip MpeMeTIB, MepeMuKadi MeXaHi3MiB)).

4. lnsa 3a0e3neyeHHs CTaOUIbHOI poOOTH OyJI0 MPOBEAEHO ONTUMI3AlliiiHI
3ax0/1 — nmpodiIoBaHHs MPOIyKTHBHOCTI (Bukopuctano Unreal Insights ams anamnizy
FPS Ta 3aBanTakenus npouecopa/GPU); ontumizaris rpadiku (Bukopuctano LOD-
MOJeNl, IMIUIeMeHTaliro Nanite s AeTami3alli); 3MEHIUEHHS BUTPAT PECypcCiB
(3acrocoBano meroau Occlusion Culling Ta Mipmapping /uist TEKCTYp); FOHIT-TECTH Ta
aBTOMATH30BaHI TepeBipku (peanizoBaHo Tectu Al, mepeBipky B3aemoii rpaBis 3
00’ekTamu). Y pe3yJbTaTi CepeloBHIIE Mpaloe cTadiabHOo 3 vactoTtoro 60 FPS Ha
ITHOBUX MUIaT(Gopmax.

5. BusBneHo mnpoOieMu  NPOAYKTHBHOCTI  Ta  SKOCTI  rpadiku:
BHUCOKOJIETATI30BaH1 MOJIEJ 3Ha4HO 3HUKYIOTh FPS; cknaaHi cumymsiii npu3BoasiTh
70 TEpEeBaHTAKEHHS Npolecopa; TpacyBaHHS MPOMEHIB CYTTEBO BIUIMBAaE Ha
NpOAyKTUBHICTh. Jlyiss OamaHcy sikocTi rpadikd Ta NPOLYKTUBHOCTI JIOBEIOCH
BUKOPHCTOBYBATH KOMIIPOMICHI pitneHHs, Taki sk Hybrid Rendering.

TecTyBaHHS MyJIbTUILICEPY BUABHIIO IpoOsieMH 13 3aTpuMKami (ping > 80 Mc y
NeBHUX yMmoBax). Jlnsg BupimeHHs wmux npoodiem Oylo 3acTOCOBAHO Psif
ONTHUMI3allIfHUX CTpaTeriii, 30kpema, BrpoBamxkeHHs Level Streaming ansa

MOKpAIIeHHs 3aBAHTAKEHHS PiBHIB, a Takok Al LOD ansa ontumizariii po6otu NPC.
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[IpoBenene mociimKeHHs MIATBEPKYE, IO BCl MOCTABJICHI 3aBIaHHS Oyiu
BUKOHAHI SIKICHO Ta B TOBHOMY o00cs3i. Po3poOnieHe BIpTyallbHE CEpEIOBHIIEC
0a3yeThcsl Ha TEPEJOBHX TEXHOJIOTISIX Ta JAEMOHCTPYE BHUCOKY SIKICTh Trpadiku,
MPOAYKTUBHICTB 1 THYUKICTh Y HaJaIllITyBaHHI.

OTpumaHni pe3yJIbTaTd MOXKYTh OyTH BUKOPHUCTAaHI JJIS TIOJAJIBIIHIX JOCIIHKEHb
y cdepi rTeimmeBy, 0COOJMBO IIOAO ONTHUMI3allii BETUKUX BIAKPUTHX CBITIB,

MYJIBTUIICEPHUX MEXaHIK Ta IHTErparlii HepomMepex y po3pooKy irop.
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XapaKTepucTuku Unreal Engine | Unity Godot Engine | CryEngine Amazon
Lumberyard
JliyeH3yBaHHA Ta MoBHUI BeskowToBHa | MNoBHUN MoBHUI beskowwTOBHU
BapTiCTb 6e3kowToBHU | (pyHKLT 6Ee3KOLITOBHM | GE3KOLITOBHU | 1
" poctyn Ao 4acTKOBO " goctyn Ao 1 poctyn oo
BCiX 06MeXeHi), BCiX BCiX
MOXMBOCTEN | NpU AOXOAI MOX/TMBOCTEN | MOXJIUBOCTEN,
, pu goxopdi NpoeKTy , Npu goxopdi npu goxondi
NpoeKTy noHag $ 100 NpoeKTy NpOeKTy
noHan $ 1 TUC. BapTicTb | noHaa $ 5 noHag, $ 5 tTuc.
MIH. 5% Big, niueHsit Tnc. 5% Big, 5% Big
goxoay 3anexwuTb Big | NpubyTKy npueyTKy
NpUBYTKY
flkicTb MoBHOTa, ane | lNoBHa, MoBHa, HenoBHa, Hocutb
AOKyMeHTauii Ta CcKnagHa aKkTyanbHa, aKTyanbHa, 3acTapina, NMoBHa, ane
niaTPMMKa HaBirauis, 3pyyHa 3pyyHa cknagHa notpebye
odiuinHa HaBiraduis, HaBiraduis, HaBiraduis, OHOBJIEHHS,
nigTpMMKa, odiuinHa odiuinHa obMexXxeHa odiuinHa
BeJIMKa nNigTpUMKa, nigTpUMKa, odiuinHa nigTpNMKa,
CMinNbHOTA, Jy)Xe Benuka | Benuka niaTPUMKa, BesnvKa
6araTo CnisibHOTA, CnifibHOTA, HeBenuka CnifibHOTA,
HaBYasbHUX 6e3niy 6araTo cnifbHoTa 6araTo
MaTepianis HaBYasbHUX HaBYasbHWX HaBYasbHWX
maTepianis mMaTepianis maTepianis
CninbHoTa Ta AKTUBHa, AKTUBHa, AKTUBHa, AKTUBHa, ane | AKTUBHa,
nigTpMMKa BenvKa Jy)Xe Benuka | Benuka HeBenunka BenvkKa
CniNbHOTA, CriNIbHOTAa, CrifIbHOTAa, CcninbHOTA, CnifIbHOTAa,
dbopymu, BiKki, | dopymu, BiKi, | popymu, Biki, | 0BMeXeHi dbopymu, BiKi,
HaBYasbHi HaBYasbHi HaBYasbHi dopymu, BiKi, HaBYasbHi
maTepianm, mMaTepianu, MaTepianu, HaBYasbHi MaTepianu,
odiuinHa odiuinHa odiuinHa martepianm, odiuinHa
nigTpuMmka nigTpuMmka nigTpumMmka obMexXxeHa nigTpuMmka
ogiuinHa
nigTpumka
Mopir BxogkeHHa | CknagHun MpocTtuin MpocTtni CknagHun MpocTui
Ta CK/IajHIiCTb iHTepdenc, He | iHTepdeNc, He | iHTepdelic, He | iHTepdeic, iHTepdec, He
BUMarae BUMarae BUMarae BUMarae BUMarae
3HaHHA MOB 3HaHHA MOB 3HaHHA MOB 3HaHHA C++, 3HaHHA MOB
nporpamMyBaH | MporpamyBaH | MporpamMyBaH | CKnagHe nporpamyBaH
HS, ane HS, ane HS, ane OCBOEHHSA HS, ane
6aXkaHo 3HaTK | 6aXkaHo 3HaTK | 6aXkaHO 3HaTK 6akaHo 3HaTu
C++, cknagHe | C#, nerke C#, nerke C++, nerke
OCBOEHHSA OCBOEHHS OCBOEHHSA OCBOEHHSA
MoXxnuBocTi MNoTy>xHa BisyanbHui BisyanbHum Cuctema Flow | BisyanbHui
Bi3yanbHoOro cucTema pefakTop pefakTop Graph pefakTtop Lua
nporpamMyBaHHs Blueprint wengepis wengepis
IHCTpyMeHTH ans MoTy>XHi B6ynoBaHi B6ynoBaHi B6ynoBaHi B6ynoBaHi
aHiMauii BOyA0BaHi iHCTPYMEHTH, | IHCTPYMEHTH, | IHCTPYMEHTH, IHCTPYMEHTH,
IHCTPYMeHTH, | NigTpumKa niaTpumka niaTpuMKa nigTpumka
iHTerpauis 3 Mixamo Spine FBX FBX
Maya Ta
Blender
®i3uyHuin pyLin PhysX, Chaos | PhysX B6ynoBaHuit B6ynoBaHwuii PhysX
Physics 3D-isnyHu | 3D-PisnyHMiA
pyLuin, pyLuin
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XapaKTepucTuku Unreal Engine | Unity Godot Engine | CryEngine Amazon
Lumberyard
niaTpumka
Bullet
IHcTpyMeHTU gna | [oTyxHa B6ynoBaHi B6ynoBaHi B6ynoBaHi B6ynoBaHi
po6oTu 3i 3ByKOM | cucTtema iHCTPYMEHTH, | IHCTPYMEHTH, | IHCTPYMEHTH, iHCTPYMEHT},
3BYKY, niaTpumka niaTpumka niaTpuMKa niaTpuMka
niaTpuMKa FMOD FMOD FMOD Wwise
Wwise
MoxknueocTi gns MoTy>XHa UNet, Mirror, B6ypoBaHa B6ygoBaHa GridMate,
MepeXXeBoi rpu nigTPUMKA, Photon niagTPUMKA, nigTpUMMKa, Gamelift
KJTiEHT- ENet CryNetwork
cepBepHa
apxiTekTypa
IHcTpymMeHTM gna | UMG Ul Unity Ul, NGUI, | BéygoBaHi B6ygoBaHi B6ypoBaHi
CTBOPEHHS Designer TextMesh Pro | iHCTpyMeHTK, | iHCTpyMeHTH, iHCTPYMEHTH,
iHTepdeiicy niaTpumka CryUl Lumberyard Ul
KopucTtyBaua (Ul) Control nodes
MoxxnusocTi ans MoTyXKHa NavMesh, ML- | B6éygoBaHi B6ynoBaHi B6ynoBaHi
WTYYHOro cucrtema Al, Agents iHCTPYMEHTH, | IHCTPYMEHTH, IHCTPYMEHTH,
iHTenekTy (Al) Behavior NavMesh Al System Script Canvas
Trees
Ekocucrema Unreal Engine | Unity Asset Asset Library, | CryEngine AWS
nnaridie Ta acetiB | Marketplace, Store, BeNnnKa Marketplace, Marketplace,
Benunka BeNnn4yesHa KiNbKiCTb obmeXxxeHa Benunka
KifbKiCTb KiNbKiCTb acetiB KifbKiCTb KiNnbKiCTb
nnariHis acetiB nnariHis nnariHis
CTtabinbHicTb Ta Bucoka Bucoka Bucoka CepeaHs Bucoka
HaAilHicTb CTabiNbHICTb, | CTabBiNbHICTb, | CTabiNIbHICTb, | CTabiNbHICTDb, CTabiNbHiICTb,
perynsipHi perynsipHi perynsipHi HeperynsapHi perynsipHi
OHOBJIEHHSA OHOBJIEHHS OHOBJIEHHS OHOBJIEHHSA OHOBJIEHHS
Mpuknagu Fortnite, Gears | Temple Run, Ori and the Crysis, Far Cry, | Star Citizen,
yChiLLHUX of War, Among Us, Blind Forest, Hunt: Crucible, New
NPOEKTIB Batman: Genshin Hollow Knight, | Showdown World
Arkham City Impact Brotato
MoxxnuBocTi gns MOTY>XHi Terrain B6ypoBaHi B6ypoBaHi Terrain Editor,
po6oTu 3 iHcTpyMeHTH, | Engine, World | iHCTpyMeHTH, | iHCTPYMEHTH, niaTpuMka
BiAKPUTUM CBIiTOM | NigTpMMKa Streamer niaTpumka SVOTI BeJINKUX
BEJIMKUX BeJIMKUX nokaduin
nokauin nokauin
MiaTpumka Bucoka Bucoka Bucoka CepegnHs Bucoka
MOG6inbHUX onTumisadis, onTumizadis, onTumizadis, onTumisadis, onTumisauis,
nnatdopm iHCTPYMEHTH iHCTPYMEHTH iHCTPYMEHTH O6MEXKEHi iHCTPYMEHTH
ans ans ans iHCTPYMEHTHU ans
TEeCTyBaHHA TeCTyBaHHS TECTYBaHHSA TECTYBaHHSA
IHCTpyMeHTH AnA MNoTy>xHa MoTy>kHa lMoTy>xHa MoTy>kHa [MoTy>xHa
VR/AR niagTPMMKA, niaTPUMKa, niagTPUMKa, nigTpMMKa, nigTpumka, VR
WwabnoHun AR OpenXR CryVR Gems
NPOEKTIB Foundation,
XR Interaction
Toolkit
MoxxnuBocTi gns TpacyBaHHS Universal Vulkan, SVOGI, Physically
PEHAEpUHTy B NMPOMEHIB, Render OpenGL ES Temporal Anti- | Based
peanbHOMYy yaci Lumen, Nanite | Pipeling, High | 3.0 Aliasing Rendering,
Definition Global
Render [llumination
Pipeline
IHCTpyMeHTU Ans IMnopTt/ekcno | IMnopT/ekcro | IMnopTt/ekcno | IMnopT/ekcno | IHTerpadis 3
po6oTH 3 gaHUMu PT AaHUX, pPT AaHuUX, pPT AaHuUX, pT AaHux, XML | AWS,
Unity Analytics | JSON, XML
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XapaKTepucTuku Unreal Engine | Unity Godot Engine | CryEngine Amazon
Lumberyard
iHTerpauis 3 Lumberyard
6a3aMun JaHux Data
Mo>xxnuBocTi gns Unreal Engine | Unity Learn, Godot CryEngine Lumberyard
HaBYaHHA Ta Online Unity Documentatio | Documentatio | Documentatio
OCBiTH Learning, Certification n, Godot n, CryDev.net n, Lumberyard
cepTudikadis Tutorials Tutorials
FHyukicTb Ta Bucoka Bucoka Bucoka CepepnHs Bucoka
PO3LUMPIOBAHICTb | MHYYKICTb, FHYYKicTb, C# | FHY4KiCTb, FHYYKiCTb, FHYYKIiCTb,
BiAKPUTUI API BiAKPUTUI 06MexeHni BiAKPUTUI
Kop, Koj, API Kop,
(4acTKoBO) (4acTKoBO)
KpocnnatdopmeHi | Windows, Windows, Windows, Windows Windows
CTb pepaKTopa macOS, Linux | macOS, Linux | macOS, Linux,
BSD, Haiku
IHcTpymeHTn gnsa | Perforce, Git, Unity Git, Perforce, Git Perforce, Git
cninbHOT po60oTH UnrealGameSy | Collaborate, Subversion
nc Plastic SCM,
Git
MoxxnueocTi gns LLBnake LLiBnpke LLiBnpke MpoToTunysa [MpoToTunysa
NpPoTOTMNYBaHHA NPoOTOTUMNYBaH | MPOTOTMNYBaH | MPOTOTUNYBAH | HHA 3a HHSA 3a
HA 3a HS 3a HS 3a JOMOMOroto JOMoOMOroto
JOMoOMOroro JONOMOrowo JOMNOMOroro Flow Graph Script Canvas
Blueprint Unity Editor Godot Editor




HonaTok b. CTpyKkTypa BipTyaJbHOI0 irpOBOI0 Cepe0BUIILA

rpacdiuHmi
niakoMnoHeHT / Graphics
- Bisyanmizauwia 3D-npoctopy - 3D-

MpucTpoi BBeAeHHS- MoZel, TeKCTYPU, OCBIT/IEHHS, . PiznuHniA
BuBeacHHs / edekTy ninkomnoHeHr /
InputOutput ! Physics

- IMITaLyA 3akoHIB GI3MKK
- O6po6Ka 3ITKHEHB, pyXy,

aedopmanyii

1

i

- Bzaemogia rpasuga 3 1

cepe oalf er«F: ! i - EE] T s

pea Ly : Pt ~

- KnaBiatypa, muwa, 1

- 1
remmnag, VR-wonom ! .
1

InTepdeitc IrpoBuA 3syKOBMA

.o \ nigkomnoHeHT /
kopuctysaua/ Ul . pYyLUii / ! Audio

‘: :
- Bzaemogia rpaeug i Game I
3 cepeAoBULLEM '~ ---=_ BIATBOpPEHHS 3BYKOBUX
s

.
- MEHIO, nadent, Englne eq)EKTIB Ta MY3MKK

LY ———

IHAMKaTOPU . / - MNpocTopoBI 3ByKOBI

edekTn
MepexeBum i | WTy4yHUn
niakoMnoHeHT / Network  ___-/ ettt bt iHtenekTt / Al

- B3aemoais rpaBUiB B OHNAH- - MNoeegiHka NPC

pexumi - CknagHI Ta aganTuBHI
- CMHXpOHI3aLIA faHnX, obpobka IrpOBI CUTYauyi
3aTPUMOK

Pucynok 1 — Cxema CTpyKTypH BipTyaIbHOTO ITPOBOTO CEPEIOBHUIIA
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Honatok B. Po3poOka irpoBoro piBHst
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Pucynok 2 — Bizyamizauis piBag B Unreal Engine 3 nepconaxkem Ta eneMeHTaMu
OTOYEHHSI.

Pucynok 3 — Blueprint-cxema aj1st 00poOku 10/1i#t Ta 3MiHK MapaMeTpiB 00'ekTa B
Unreal Engine.



Pucynox 4 — Bizyamizauis irposoro piBas B Unreal Engine 3 po3mimenumu
o0'ekTaMu

I i o — - P
,.:«/////W//JMJNi\\\\\\\w\\\w\.\x 3

Pucynok 5 — HanamryBaHHs nmapaMeTpiB IEH3JIA JUIsl CTBOPEHHS KpaTepa Ha
nauamadTi B Unreal Engine

B BribGE

Tire YveckskOﬂ Mud

DRY TRAMPLED SAND

Old  Sandy Dy  Trampled  Ouldoors  Deserts

Moorland  Shrublands  Pakistan  Desert Biome

RELATED ASSETS

Pucynox 6 — BuOip acceTiB A1 BIpTyalbHOTO cepeioBula B mporpami Bridge
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K \-_
1 @ BP_Sky_Sphere
@ B7_sky_sphere (self)

~

Pucynoxk 7 — HanamryBanns mapameTpiB cpepu HeOa Ta JKepesia OCBITICHHS IS
CTBOPEHHS €(PEKTy 30psTHOro Heba

Po
(@8 [ Pilot Active - CineCameraActor1 |

abel »
 Untitied_1_Polygon_142
& Untitied_1_Polygon_143
& Untiled_1_Polygon_144
£ Untitled_1_Polygon. 145
& Untitled_1_Polygon_146
 Untiled. ], Polygon_147
 Untitled_1_Polygon_148
& Unttled_1_Polygon_149
& Untitled_1_Polygon_150
$ Unbtled_1_Polygon_151
$ Untitled_1_Polygon_152
& Untitled_1_Polygon_153
& Untitled_1_Polygon_154
 Untitled_1_Polyqon_155
€ Untitled_1_Polygon.156
& Untitled_1_Polygon_157
 Untiled_1_Polygon_158
& Untied_1_Polygon_159
& Unttled_1_Polygon_160
 Untitled_1_Polygon_161
& Untitled_1_Polygon_162
& Untited_1_Polygon_163
 Untitied_1_Polygon_164
& Untitled_1_Polygon_165
 Untied_1_Polygon_166
 Untitled_1_Polygon_167

HUTTLE

Pucynoxk 9 — HanamryBanHs mapaMeTpiB KaMepH Ta po3MILIEHHS 00'€KTIB y CIIEHI
JUTSI CTBOPEHHS KiHeMaTorpadiyHOTO Kaapy
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@08 [ Pilot Active - CineCameraActor] |

‘» : a > U . B A 2 - .

Pucynox 10 — Komnosuuisa kinematorpagiunoi cuenu B Unreal Engine 3
BukopucranHiaMm Cine Camera Actor ta Level Sequence

& Perspe e oo @ &0 &
B8 [ Pilot Active - CineCameraActor1 |

Pucynok 11 — Buxopuctanus Post Process Volume nsis mokpaiiieHHs Bi3yaibHOTO
CTHIIIO KIHEMaTorpadigyHOro Kaap

& Perspect: e L e « 8 S
(&5 [ Pilot Active - CineCameractor1 |

Pucynox 12 — Bukopucrtanns naneni Details s HanamryBanHsa Macitady Ta
no3uilii o0'exta "Sphere"
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Pucynox 13 — Po6ounii mpoctip Unreal Engine 3 HanamryBaHHIM mapaMeTpiB
Matepiany JJisi CTBOPEHHs e(eKTy IMaaaryoi MmiaHeTu
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Jonarok /. Ul TecTyBaHHSI BIPTYaJILHOIO irPOBOI0 cepeIoBHUILA

HighPrio
HighPrio

HighPrio

Pucynox 1 — [Ipukinaz peamnizaiiii aBTOMaTH30BaHUX TECTIB JJIA IEPEBIPKU
KOPEKTHOCTI poOOTH MEXaHIK iHBEeHTaps Ta nepemimieHHs 00'extiB B Unreal Engine

Pucynok 2 — Bikno Automation Tool 3 pe3ynpTaTaMu BUKOHAHHSI aBTOMaTH30BaHUX
TECTIB

turn FoundWidget

DoInputAction(UInputComp

etActionBindingIndexByName(

nt->GetActionBinding(ActionIndex)

ActionBind.ActionDelegate.Execute(

“, EKeys: :SpaceBar);

nBindingIndexByName(Character->InputComponent, “Jusg

->InputCi GetActionBinding(ActionIndex)

Pucynox 3 — I[puknan peanizamii pyHKIin 00poObku HaTUCKaHHS KiaBimt "Spacebar"
ta "P" nns ynpaninas nepconaxem B Unreal Engine
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Pucynok 4 — Bun 3 kabiHu niioTa KOCMIYHOTO KOPaOJis 3 B1IOOPa)KEHHSAM 4acy
MIPOXOJIPKEHHS PIBHA Ta 1HAUKATOPaAMU CTaHy

BRI 177cc review [Nethtode:Stanclione ] (54-bit D30 Shader Modiel ) Openi® Steam¥B/Open'® 01.)

Pucynox 5 — Intepdeiic Unreal Engine Launcher 3 Bizyamnizaiii€ro BipTyaqTbHOTO
cepeIoBUINA

's
Hlxl \

Pucynok 6 — I[ligrotoBka TecTOBOrO piBHA 10 3amycky cumyJsaiii B Unreal Engine 3
HaJIAIITYBaHHSIM [apaMeTPiB PEKUMY IPU



