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PEDEPAT

Ksanidikamiiina pobora 6akanaBpa «Po3pobka 3D rpu 3 BUKOpHUCTaHHSIM
irpoBoro pymris Unreal Engine 5»: 51 c., 8 puc., 1 Tabmn., 15 mkepenn.

BJIIOIPIHTH, BI3VAJIIBAILIY, T'EMMIUIEN, ITPOBUI ITPOLIEC,
IF'POBUM  PYIIIM, IHTEPAKTUBHICTb, PEAJIICTUYHA TPA®IKA,
PO3POBKA IT'OP, 3D I'PA, UNREAL ENGINE 5.

OG’exT JMOCHIJDKEHHST — TPOLIeC CTBOPEHHS TPUBUMIPHUX 1rop 13
BUKOPHUCTAHHSM CyYaCHUX ITPOBUX PYIIIiB.

Merta po6oTtu — po3pooutu nporotut 3D rpu 3 BukoprctanHsam pyuiist Unreal
Engine 5, mo peanizye OCHOBHI MEXaHIKM reMMILICI0, 3a0e3leuy€e BUCOKY SIKICTh
BI3yasi3alii, 1HTYiTMBHY B3a€MOJII0 3 IIPOBUM CEpPEJOBMIIEM Ta BIJANOBIJIAE
Cy4acHUM BUMOTaM JI0 PO3POOKH irop.

MeTto nOCTiIKEHHS — eKCIIEPUMEHTAIbHUM, aHATI THUHUH.

B pesynbrari po3pobiena 3D rpa 3 BukopuctanusM irposoro pymrist Unreal
Engine 5, sikxa Moxe OyTH BUKOPUCTOBAHA SIK TEXHIYHA JEMOHCTpAIllis, HABUaJIbHUN

MaTepiall abo OCHOBa JIJISI KOMEPIIIHHOTO MPOEKTY.



SUMMARY

Bachelor’s Qualification Theses "Development of a 3D Game Using the
Unreal Engine 5 Game Engine": 51 pages, 8 figures, 1 tables, 15 references.

BLUEPRINTS, VISUALIZATION, GAMEPLAY, GAME PROCESS,
GAME ENGINE, INTERACTIVITY, REALISTIC GRAPHICS, GAME
DEVELOPMENT, 3D GAME, UNREAL ENGINE 5.

Object of research — the process of creating three-dimensional games using
modern game engines.

Purpose of the work — to develop a prototype of a 3D game using Unreal
Engine 5 that implements core gameplay mechanics, provides high-quality
visualization, intuitive interaction with the game environment, and meets modern
game development standards.

Research method — experimental, analytical.

As aresult, a 3D game was developed using the Unreal Engine 5 game engine,
which can be used as a technical demonstration, educational material, or the

foundation for a commercial project.
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BCTYII

VY cydacHOMy CBITI 1HAYCTpif BIJCOIrOp CTPIMKO PO3BUBAETHCA Ta 3anMae
MpoBiAHI To3ullli cepesl HUMPOBUX TEXHOJOTIM 1 po3Bar. 3pOCTaHHS BUMOT
KOPHCTYBauiB A0 rpadivyHoi SIKOCTI, peajJiCTUYHOI Bizyaji3allli Ta iHTepaKTUBHOCTI
CTUMYJIIOE TOCTIHHE BJIOCKOHAJEHHS I1HCTPYMEHTIB po3poOku. OpHum 13
HaWIMOTYKHIIIKX 1rpoBHUX pymIiiB ckorofieHHs € Unreal Engine 5 [1], sikuit 3a6e3neuye
PO3pOOHUKAM JIOCTYII A0 HIMPOKOTO HA0OPY (DYHKIIIHN 1151 CTBOPEHHS BUCOKOSIKICHOTO
KOHTCHTY.

Meroro uiei poboru € crtBopeHHs 3D-rpu B kaHpit Souls-like [2] 13
BukopuctanHaMm Unreal Engine 5, sika moenHye cydacHy Bi3yami3aulliio, 3py4yHY
CHUCTEMY B3a€MOJii 3 ITPOBUM CEPEIOBHINEM 1 KJIIOYOBI MEXaHIKM redMInieto. Y
poIrieci PO3poOKH aKTUBHO BUKOPUCTOBYIOTHCS 1HCTPYMEHTH PYIIiS JIJIsl peai3arii
peamicTu4HOi rpadiku, Gi3UKU, ayAio-ePeKTiB Ta ONTUMI3AIil MPOTYKTUBHOCTI, IO
JI03BOJISIE IOCSITTH BUCOKOTO PIBHS SIKOCTI.

VY XoJlll BUKOHaHHS POOOTH aHANI3Y€EThCS APXITEKTypa T'pH, BU3HAYAIOTHCS il
(hyHKITIOHATIBHI MOKJIMBOCTI Ta Peai3yeThCs MPOTOTHII 13 0A30BUM ITPOBUM ITUKJIOM.
Oco0nMBy yBary NpuIUICHO CTBOPEHHIO ITPOBOi JIOTIKM 3a JIOMOMOTOK) CHUCTEMH
Blueprints, sika gae 3Mory peaiidyBaTu CKJIaJIHI CclieHapii 0€3 BUKOPUCTAHHS BEJIMKO1
KUTBKOCTI KOJIY.

Po3poOka JOeMOHCTpye MpakTUYHE 3aCTOCYBaHHSA CYYaCHUX 1HCTPYMEHTIB
CTBOPEHHSl Irop Ta € NPUKIAIOM peaiizauii MOBHOIIHHOTO 3D-mpoekTy, w10
BIJMOBIIa€ aKTyaJbHUM CTaHjapraM raiysi. OTpuMaHi pe3yJbTaTH MOXYTh OyTH
KOPUCHUMU JUIsI PO3POOHMKIB-TIOYATKIBIIB 1 CTYACHTIB, SKI MParHyTh OMAaHYyBaTH
CTBOPEHHSI 1HTEPAKTUBHOTO IMPOTPAMHOTO MPOJYKTYy Ha 0a3l CydyacHOTO IrpOBOTO

py1mis.



1 THOOPMAIIMHUM O JIS]

1.1 Ocob6uBocTi MeTOAIB PO3po0KH Ta cTBOpeHHs1 3D KoM’ I0TepHUX irop

Po3pobka 3D xoMIT’IOTEpHUX ITOP € OJHUM 3 HaMOUIbII CKJIAJIHUX HaIpsSMiB
cydacHoi 1udpoBoi iHaycTpii. L1 irpu 3a3BUuaii BKIIOUYAOTh CKJIAJIHI ITPOBI ClieHapii,
IITYYHUH 1HTENEKT, CUCTeMYy (I3MKHA, MEXaHIKM B3a€EMOJIi 3 HABKOJMILHIM
CEPENIOBHUIIEM, a TAKOXK BEJIUKY KUTHKICTh MyJIbTUMEAITHOTO KOHTEHTY.

KoxeH 3 KOMIIOHEHTIB BHMAara€ OKpEMOIo IPOEKTYBaHHS, peajizallii Ta
TecTyBaHHA. KpiM TOro, cymnpoBii, OHOBJEHHS, OaJlaHCYBaHHS TPU IMICIS PENli3y €
TPUBAIUM 1 PECYPCOMICTKHUM TiporiecoM. Came TOMy CTBOPEHHS MOBHOIIHHOI 3D-rpu
noTpeOye 3HAYHUX BUTPAT Yacy, TEXHIYHUX 3HAHb 1 ()IHAHCIB.

VY 3B’s13Ky 3 IIMM BUHUKAE TTOTpeba B aBTOMATH3AII11 OCHOBHUX €TaIliB PO3POOKH.
OpnuM 3 e(eKTUBHUX pIIIEHb € BUKOPUCTAHHS ITPOBUX PYIIIIB — MPOTrpaMHUX
CEpEelIOBHILL, 5IK1 JJO3BOJISIIOTH OMKCYBATHU JIOTIKY TPH 3a JOIMOMOTO0 CHEN1ali30BaHUX
MOB IIpOorpaMyBaHHs 200 Bi3yaJIbHOTO cepeoBHIa. Taki pyiii micis BAKOHAHHS Py
HECKJIAJTHUX A1 JO03BOJIAIOTH OTPUMATH MPOTpamy, sika peanidye 3aJaHuid ClieHapii
TpHU.

[Tox16HuMiA MiaXiA 3HAYHO CKOPOUYE CTPOKH PO3pPOOKH, MOJETIIy€e peai3allio

CKJIQJHUX MEXaHIK Ta 3HWXKYE MOPIT BXOAY JJI1 HOBAUKIB.

1.2 AxryaabHicTh po3po0ku 3D irop 3 BUKOPHMCTAHHAM CY4YaCHHMX PYUIiiB

IagycTpis Bifeoirop € ONHIEIO 3 HAWJAWHAMIYHIMKAX Tany3edl udpoBux
TexHojorii. OcoOnMMBO akTUBHO 3pocTae cerMeHT 3D irop, ski 3a0e3medyroTh
3aHYpEHHS KOpPUCTyBaya B IHTEpPAKTUBHE BIPTYaJlbHE CEPEAOBHUIINE 3aBISKU
doTopeanicTuuHiil rpadiill, peatricCTUYHUM eeKTaM 1 AUHAMIYHOMY TeHMILIEIO.

Tumosi cuenapii 3D irop BKIIO4aOTh: BiAKpUTI cBiTH (open world), PvE-irpu
(60i 3 HaBkogumHIM cepenopuimemM ab6o NPC), PvP-6aranii, crenc-irpu,

mnatopmepu, survival horror, a Takox irpu 3 TJIMOOKMM HapaTWBOM abo
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pO3raay>;KeHol CHCTEMOIO KBecTiB. IX peaizallis nependadae BeMKHil 06csaT po6oTH
3 reiMu3aiiHy, aHiMallii, rpadiku Ta mporpaMmyBaHHs.

Oco0nuBy yBary ocTaHHIMH poKamH OTpuMaB >kaHp Souls-like, mo noennye
enemeHTd RPG, xapakopHoro 0010, MpoKadyBaHHS MEPCOHAXKAa Ta JOCIIIKEHHS
CKJIQJHUX PIBHIB. AHaJI3 MOAIOHOTO KaHPY JA03BOJISE BUSBUTH KITIOUYOBI T€HMIUICITHI
MEXaHIKH, [0 MOXYTh OyTH aIaliTOBaHI /10 BIIACHOTO MPOEKTY.

CyuacHi irpoBi pymii, sik-oT Unreal Engine 5, HanmawTh po3poOHUKaM
IHCTPYMEHTH, IO JO3BOJIAIOTH 3aJOBOJBHUTH BHCOKI BHUMOTH KOPHUCTYBadiB 10
rpadiku, ¢pizuku 06’ exTiB, I Ta 3pyuyHOCTI KEPYBaHHS .

Texnomnorii Nanite [3] (BipryanizoBaHna reometpis) Ta Lumen [4] (rmobanbpHe
OCBITJIEHHS] B p€aJlbHOMY 4aci) J03BOJIAIOTh CTBOPIOBATH BUCOKOJIETAIi30BaHI CLEHU
0e3 3Ha4YHOIro 3HW)KEHHS MPONYKTHBHOCTI. Pymiil miarpumye sik poOOTYy 3 MOBOIO
nporpamyBadHs C++ [5], Tak 1 3 Bi3yanmbHuUM cepenoBuiieMm Blueprints [6], m1o
JI03BOJISIE 3HAYHO CITPOCTUTHU Peati3allito irpoBoi JIOTIKH.

UES niaTpuMyeThes aKTUBHOIO CIUIBHOTORO, sika cTaHOM Ha 2024 pik Hamvye
noHaj 13 MiH KopuCTyBadiB [7], BKIIOYAIOUM 1H]1-PO3POOHUKIB, BEJIHKI CTYAll Ta
YHIBEPCUTETH.

Henmoniku pymist UES: BuCOKI cHCTeMHI BUMOTH IO OOJIaHAHHS, CKJIQTHICTh
OCBOEHHS JIJII HOBAYKiB IpH po0oTi 3 C++, moTpeda y BeTUKoMy 00Cs31 onepaTUBHOT
mam’sITi Ta BiJieonam siTi JAJisl pO3TOPTaHHs CKJIaIHUX CIICH.

Takum umnHoM, BukopuctanHs Unreal Engine 5 nns crBopenHs 3D-rpu e

aKTyaJIbHUM, IPAKTUIHUM Ta MPOGECiiHO OPIEHTOBAHUM 3aB/IaHHSIM.

1.3 AHaJi3 TeXHOJIOTi i, 110 BUKOPUCTOBYIOTHCH NPU cTBOpeHHi 3D irop Ha

Unreal Engine 5

Unreal Engine 5 — 1ie noty>xHuit 6araroQyHKIIIOHAJIbHUN PYIIINA 1711 pO3pOOKU
irop, Bi3yamizauiif, cUMynsAuiii Ta iHTEpaKTMBHMX nojaTKiB. Moro apxitexktypa €
MOJYJIBHOIO, 1110 JI03BOJISI€ THYYKO KEPYBATH KOMIIOHEHTAMH MPOEKTY: Bi3yali3all€lo,
(h13UKOI0, aHIMAIIIEI0, JIOT1KOIO IMMOBEIIHKH TOIIIO.

KirodoBi TexHosorii py1mis:
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Nanite — BipTyasizoBaHa reoMeTpis JJig BiI0OpaKeHHs M1JIbHOHIB MOJITOHIB
0e3 BTpaTu NPOyKTUBHOCTI;
Lumen — rio6anbHE OCBITJIEHHS B pealbHOMY Yaci 3 MiIATPUMKOIO
TUHAMIYHUX TIHEH 1 BIJOUTTIB;
Blueprints — Bi3yaibHa MOBa MpOrpaMyBaHHs, SKa J03BOJIIE CTBOPIOBATH
JIOT1Ky 0€3 Koy;
nigrpumka C++ 1y1si CTBOPEHHS KACTOMHOI JIOT1KH;
BOyIOBaH1 1HCTpyMeHTH Ay (i3UKH, 3BYKY, Komi3ii, VR/AR, mepexeBoi
B3aeMO/II1 Ta 6araroriaThOpPMEHOTO EKCTIOPTY;
inTerpartisa 3 Blender, Maya, 3ds Max 6e3 101aTKOBO1 KOHBEpCIi;
inctpymentu Profiler, Session Frontend, Automation Testing Framework

JUTISL ONTUMI3allli Ta TECTYBaHHS.

Tunosi 3HaHHS, HEOOX1THI po3poOHUKY Tpu BukopuctanHi UES:

ocHOBU 3D-rpadiku Ta MOJETIOBAHHS;

MPUHIUIN pOOOTH IrPOBUX PYILIiB;

OOII 1 ocHoBu nporpamyBanns (C++, Blueprints);
OCHOBH aHimarlii, JIoTiku 6010, MoOyI0BH PiBHIB;
UI/UX y Bigeoirpax;

HABUYKH ONTUMI3a1lii MPOTYKTUBHOCTI.

Unreal Engine 5 aBroMaTusye npoiiec renepartii, KOMIUISIii Ta 30upanHs rpu

K y pasi BukopuctanHsa C++, tak 1 Blueprints. Ilicias HamucaHHS JIOTIKH TPOEKT
MoxHa 310patu (Build) B moBHOIIIHHMI BUKOHYBaHUN (pailin 1J1s HIBOBOT TUIaT(OpMHU
(Windows, Android, 10S tomro). I{e Bkitouae reneparitiro *.exe, *.pak, *.ucas, *.utoc

Ta IHIIUX CIIYy>)K00BUX (ailiniB, 10 GOPMYIOTh TOTOBUHN MPOIYKT.

Takuil migxia D03BOJISIE peai3yBaTU MOBHUM KUTTEBUN LUK PO3POOKH — Bif

171e1 0 CTBOPEHHs, HAJIArO[KEHHS, KOMMUIAIII Ta eKCHopTy Oulny, KU MOXKHA

nepeaaTi KIHHeBOMY KOPHUCTyBayvy.

1.4 IlocTanoBka 3agaui
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Merta po6otu — po3poOka 3D-rpu xanpy Souls-like 3 BUkoprcTaHHsIM IrpOBOTO
pyurist Unreal Engine 5 3 akiieHTOM Ha Bi3yaibHE MPOrpaMyBaHHS.

JI71st fOoCSITHEHHST MeTH HEO0OX1/THO BUPIIIUTH HACTYITHI 3aj1a4l:

— aHaj}i3 mpeAMETHOI 00JacTl Ta BUSBICHHS 0coOiMBOCTel kaHpy Souls-like
1Sl pOpMYyBaHHS BIATIOBITHOTO TE€HMILIEIO;

— BUABIKHHS NpakTUYHUX MoxuBoctedl pymiss UES Ta npuHnumnis
BI3yaJIbHOT'O MPOTPaMyBaHHs CIICHAPIiB;

— po3po0Ka TEXHIYHOTO MPOEKTY 3 YpPaxyBaHHAM MOXJIMBOCTEH pyIIis,
BUKOPHUCTOBYIOYM BUKIIOUHO Blueprints;

— CTBOPEHHS apXITeKTypu TI'pu (JIOTiKa TpaBlisi, BOPOTiB, OOHOBa cucTeMa,
MepeMIIIeHHS M1k PIBHSIMU);

— ((opmyBanHs iHGopMaIiifHOT Mozaen (daHl MPO TMEPCOHAXIB, MPEAMETH,
XapaKTePUCTHUKHU, e(PEeKTH);

— po3pobOka iHtepdeiiciB (Ul): iHBeHTap, XapaKTEPUCTHKH, EKiMipyBaHHS,
MEXaHIKH MPOKaYyBaHHS;

— peamizallis aNTOPUTMY MPOXO/KEHHS T'PU, BKIIOYAIOYH OJHOHATPAMIICHY
HaBiraifio, MPOLEAYpPHY TEHEpallilo pecypciB Ta JaHAmadTy, JOTIKY

¢biHaTBEHOTO 0010,



2 TEOPUTUYHA NIJITOTOBKA 10O PEAJIIBAIIIL 3D I'PH 3
BUKOPUCTAHHSAM IT'POBOI'O PYHIISA UNREAL ENGINE §

2.1 AnaJii3 3a1a4i Ta CTBOPEHHS IJIAHY PO3POOKHU

L1 pobota nepenbauae crBopenns 3D rpu xanpy Souls-like 3 BUKOpucTaHHAM

13

irpoBoro pyurisi Unreal Engine 5, 3 ¢pokycom Ha moOy0BIirpoBOi JOTIKHA BUKIIOYHO

gyepe3 Blueprint-criienapii 6e3 Bukopucranas C++ ab6o MetaHuman.

OcHOBHa MeTa TOJIsTae B peajizallii KIF0UYOBUX MEXaHIK, MPUTAMaHHUX 1TpaM

JIAHOTO JKaHPY, Y CTUCIIOMY IPOTOTHII, SIKUW JEMOHCTPYE TeUMILIEHHY METIIO.

Jlnst yeminmHoT peanizaliii mpoekTy O0yJji0 BUBHAUYCHO HACTYITHUM €TarmHuM IiaH

PO3pOOKH, 110 BiJOOpaXKa€e MOCIJOBHICTh BUKOHAHHS 3a/1a4:

a)

1)

aHaJi3 MpeIMETHOI 00JIacTi:

JTOCHIKeHHS kaHpy Souls-like, oro TUMOBKMX MeXaHIK Ta OYiKyBaHb

rpaBLs;

BUBUCHHS TEHMIUICHHUX MUKIIB: JOCTIDKEHHS, 001, 30epekeHHs,

porpecis;

anayi3 npukiaanis irop: Dark Souls, Lies of P [8], The Witcher 3 [9];

TEXHIYHA MMIArOTOBKA:

BUOIp CTEKY TEXHOJIOT1H;

BUBYCHHS MOKJIMBOCTEH CTCKY TGXHOHOFiﬁ;

HaJIalITyBaHHA OTOYCHHA IIPOCKTY:

iMropT 6a3oBux pecypcis: Quixel Bridge, Sketchfab (FAB) [10];
CTBOPEHHSI TECTOBOI CLIEHU Ta 2 piBHA 3 0a30BUM JIaHAIA(TOM;

nigkmoueHHs PCG Framework aig nponenypHoi reneparii;

noOyoBa 0a30BO1 JIOTIKHU TPU:

CTBOPEHHS KOHTpOJIepa NepcoHaxa (pyx, kamepa, B3aeMO1is);
peaizalis aHimMaliiHoi cuctemMu (Xoap0a, Oir, aTaku, epeKaT);

HaJaITyBaHHA combat-cuctemu (ypoHu, 6110k, Al);

cucTeMa Mporpecii:
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— TPOEKTYBAHHS 1IHBEHTApsl, EKiMipyBaHHs, BUTPATHHKIB;
— peamizailisi CUCTEMH XapaKTepUCTUK MEepPCOHaXxKa (Cuia, BUTPUBAIICTD,
TOIIO);
— MEHIO IPOKauyBaHHA O1s BOTHUINA;
€) 1noOyaoBa CTPYKTYpH PIBHIB:
— MiA3eMeJUIS 3 BOPOraMHu, MaTpyIIOBaHHSIM Ta MEPEXoamH;
— BIJIKpUTHUH CBIT Ha JaHamadTi (310paHi pecypcu, kpadr);
— 0oc-apeHa;
— CHCTeMa TOYOK 30€peKEeHHS;
K) peamizanig Al Ta 6010BOT TOBEAIHKHU:
— BukopuctanHs Behavior Tree 1 Blackboard;
— noxaBanHs Al Perception aJis BUSIBJICHHS T'paBlif;
— TIOBeIiHKa 0oca;
3) moOynoBa intepdeiicy UMG:
— 1HBEHTap, XapaKTePUCTUKHU, EKIMIPyBaHHS;
—  TOBIJIOMJIEHHS MPO MOJi1, CMEPTI, MIIKA3KH;
— €KpaH 3aBaHTa)KE€HHS IPU 3MiHI PIBHIB;
M) TEeCTyBaHHA, ONTUMI3aIlis, GpiHanbpHa 30ipKa:
— TepeBipKa CTablIbHOCTI JOTIKH;
—  BIJIJIarOJDKCHHS TEePEeXo/1iB, O0IB Ta MpOKaYyBaHHS;

— CTBOpeHHA (piHANBHOI 301pKH IPH JIs1 JIEMOHCTPAIIii.

2.2 AHaJii3 npeaMeTHOI 00J1acTi

XKanp Souls-like, Ha OCHOBI SIKOTO PO3POOIAETHCA 1IEH MPOEKT, € MITKAHPOM
ekmeH-RPG, 1110 BiToOMU CBOEIO BUCOKOIO CKIIAJHICTIO, TAKTUYHUM OOMOBHUM CTHIIEM,
CUCTEMOIO 30€peKCHHS Yepe3 KOHTPOJIbHI TOUKH, & TAKOX TIUOOKOI CHCTEMOIO
Mporpecii Ta TOCTIIKEHHSIM CBITY.

Bubip came 1p0ro xaHpy 3yMoOBIeHUN Kigbkoma (paktopamu. [lo-meprie, y

nyHKTI 1.4 Oyio 3a3HaY€HO, 1110 METOIO TIPOEKTY € peaizailis iIrpoBOi MeTJil Ha OCHOBI
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0010, TOCIIKEHHS 1 PO3BUTKY MEPCOHAXKA — €JIEMEHTIB, SIKI OPTraHIvyHO MMOETHAHI caMe
B Souls-like irpax. [To-apyre, xanp ¢enTesi, sskuii € ocHOBOO OubmiocTi Souls-like
MPOEKTIB, ONMM3BKUH MEHI TEMaTUYHO Ta CCTCTUYHO, a OTXKE, BHUKIHMKAE IIUPY
3aIliKaBJIEHICTh y IIIUOIIOMY Horo BuBUeHHI. Kpim Toro, MeHi 6yJio 11ikaBo JTIOCTIUTH,
AK TpodeciitHi po3pOOHUKY BTUTIOIOTH CKJIaJAH1 MEXaHIKU L[bOTO KaHpPy — B1J O0MOBOI
CHUCTEMHU J0 CTPYKTYpH CBITY.
KirouoBumu pucamu Souls-like e€:
— wMetoauyHi 001 3 Boporamu — 0Oi BUMAararTh BiJ TPaBIlsd YBaKHOCTI J0O
TalMiHT1B, TPAMOTHOTO BUKOPUCTAHHS BUTPUBAJIOCT1, YXWJICHD 1 OJIOKIB;

— TMOCTYyNmOBE JOCHDKEHHS CBITYy — JIOKaIllii TOB’Si3aHI MK €000

nepexojamu, CeKpeTaMu Ta JIHIMHUM MPOTPECOM Uepe3 30HU;

— KOHTPOJIbHI TOYKH 30€peKeHHS — IpaBellb 30epirae mporpec y cremniajabHuX

30Hax, /1€ TAKOK MOKE MOKPAITUTH XapaAKTEPUCTUKH;

— TOKpOKOBa pOJbOBa CHUCTEMA PO3BUTKY — JOCBiJ, OTpUMaHUU y 005X,

BUTPAYAETHCS HA MOKPALICHHS MapaMeTpiB epcoHaxa (Cuiia, BATPUBAIICTb
TOIIIO).
3anpomoHOBaHa Tpa peali3yeTbCsl Yy BUIISIAI  CTUCIOTO MPOTOTHILY,
aJanToOBAHOTO i MOXIUBOCTI Blueprint-po3pooku. [IpoekT BKiItOYae Tpu piBHI, SKi
JIEMOHCTPYIOTh OCHOBHI efeMeHTH Souls-like nuxy:
— Iligzemermist 3 BOporamMuM — CTapToBa 30HA 3 JIHIAHOIO MOOYIOBOIO, 1€
rpaBellb TPEHYE OCHOBU 0010;

— Biakpura 30Ha — MiCIIeBICTh 0€3 BOPOTiB, ¢ TpaBelb 30upae pecypcu s
KpadTy 1 3HaXOAUTH TIEPEXij] 10 HACTYITHOTO PIBHS;

— boc-apena — 3akir0yHUl piBeHb 3 00EM MPOTH CUIBHOTO CYNPOTHUBHUKA,
SIKUH TIEpeBipse HABUYKHU TPABIISL.

AKIeHT y T1pl 3po0sieHO Ha 0a30BUX e€JeMEeHTax: OO0, IOCIIIKEHHI,
MpoKavyBaHHi Ta 300pi pecypciB. Lle m103Bosisie 30cepeIuTHCs Ha IEMOHCTPAIIiT IrPOBOT
MEeTJ Y KOMIaKTHOMY (hOopMarTi Ta JOCATTH YITKOTO PE3YIbTaTy B MEKaX HABYAIHLHOTO
MPOEKTY.

[1ix gac BUBYEHHS IPeAMETHOT 00J1acTi OYJI0 TPOAHAI30BaHO HU3KY KIIFOUOBUX

mpoekTiB. Dark Souls cTaB 3pa3kom o0y a0BH JI0KaIliii, 00MOBOT CHCTEMH Ta 3arajibHoO1
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atmocdepu. Lies of P HanuxHyB Bi3yalbHUM CTHIIEM 1 CTPYKTYpOrO 00iB. Takox Oyiu

BpaxoBaHi okpemi eixeMeHnTH 3 The Witcher 3, 30kpema cuctema 30upaHHs pecypciB i

JOCJIIKEHHS BIIKPUTOTO CBITY.

2.3 Bulip cTeKy TexXHOJIOrii AJIA PO3POOKH MPOEKTY

Y mpoueci CcTBOpeHHs Tpu Oylo BHUKOPHUCTAHO HHU3KY I1HCTPYMEHTIB 1

texHonorii, moctymaux B Unreal Engine 5.5, saxi 3a0e3nedyoTh MOBHOIIHHY

peaizaiio redMIUICHHOT JIOTIKM, Bi3yaldbHOI CKJIAJIOBOI, a TaKOX MPOIEAYPHUX 1

iHTepdelCHUX CHUCTEeM. YCl eJIeMEHTH T'pH peaiizoBaHi 0e3 Bukopuctanus CH++ —

BUKIIIOUHO 3aco0amu Blueprint Visual Scripting.

Hwxue HaBCIACHO HepCHiK OCHOBHHX TGXHOJ’IOI‘iﬁ, K1 BHUKOPHUCTOBYBAJINCA B

po3po0I1IL, 13 3a3HAYECHHAM iX IPU3HAYEHHS B IPOEKTI (Tad. 2.1)

Tabmuug 2.1 — KinrouoBi TeXHOJIOT1i po3po0KH

Ne Texnosorist IIpu3HayeHHsn BuxopucTaHHs B IPOEKTI
Bi Pyx, aTaku, OJOK,
. . 13yaJIbHE _ .
Blueprint Visual Y ) B3aemois, Ul, Al, 6oiioBa
1 . MIPOrpaMyBaHHS JIOT1KU .
Scripting cUCTEMa, IEPEXOAN MIXK

rpu

PIBHSIMU

Animation Blueprint,
2 Blend Space, State

AHIMaIlisi IEPCOHAXIB 1
BOPOTIB 3 TIJIABHUMU

Xonan0a, Oir, aTakw,
MepeKaTH, aHIMallii CMepTI

Machines nepexoamMmu Ta B3a€EMOIIN
) [IarpyntoBaHHs,
Al Controller Ta [ToGynoBa noriku .py
3 . . NepeciiAyBaHHs, aTaka,
Behavior Tree BOPOTIB
BTpaTa IpaBIIs
[Tponopxenus Tadmuii 2.1
IuBeHTap, XapaKTEPUCTUKU
. [To6ynoBa . ’
UMG (Unreal Motion A Ul exinipyBaHHs,
4 . KOPUCTYBAL[bKOTO .
Graphics) : . NOBIJJOMJICHHSI, €KpaH
iHTepdeicy
3aBaHTaKCHHS
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: : 3aBaHTa)XEHHSI HOBUX
Level Streaming Ta VYnpapniHus . .
5 : . . P1BHIB, BIIKPUTTSA BOPIT,
Trigger Volumes M1APIBHAMU Ta NOAIIMHA . .
aKTUBAIIiS IEPEXOIiB
) ) ABTOMATHYHE PO3MIILIEHHS
6 Procedural Content ['enepartist 00’ €KTIB P .
: JIEPEB, PECYPCIB, CIEMEHTIB
Generation (PCG) naHamadpTy PEB, PECYpLIB,
CepeIoBHUIIA
CrtBopenHs Binkputoro | Penbed, TeKCcTypyBaHHS
7 Landscape Tools P VP P TPy ’
CBITY HaBiTamis
. epeBa, KyIili, KaMiHHS
. . Immopt 3D-Mogerneii Ta A peBd, Ky, ’
8 | Quixel Bridge ta Fab gy apXITEKTYpHI €JIEMEHTH,
MaTepianiB
TEKCTYpHU

2.4 HanamurtyBaHHS OTOYEHHS Y MPOEKTI

VY Mexax MmiAroToB4oro eramy O0yJIo BU3HAUY€HO 0a30BY apXiTEKTypy IrpOBOTO

Cepe0BUINA, SIKE BKIIIOYAE JIB1 KJIFOUOBI1 CIIEHHU 3 P13HOIO (DYHKIIIOHAJIBHICTIO:

TECTOBa CIICHa — TMpPHU3HAYCHA /JIs OMNEPaTUBHOI TMEPEeBIPKHM OCHOBHUX
IrpoBUX MeXxaHik (pyx, 0oiioBa cucrema, Ul);

BIIKpUTA CIIEHA — CIYIye OCHOBOK IS peaii3alii MpouexypHO
3r€HEPOBAHOT0  IFPOBOTO  CBITY 3 MIATPUMKOIO  MaciTaOyBaHHS,

JOCIIIPKEHHS Ta B3a€MOJ1i I'PaBLs 3 CEPENOBUILIEM.

Jlis moOynoBU Bi3yaJIbHOrO OTOYEHHS OyJio 3ariaHOBaHO BUKOPHUCTAHHS

roroBux 3D-aktusiB i3 mnatdopm Quixel Bridge 1 FAB (Sketchfab + ArtStation), o

JI03BOJISIE YHUKHYTH BUTpPAT HA Py4YHE MOJCIIOBAHHS M BOJHOYAC 30€pErTH BUCOKY

SKICTh Tpadiky.

AKIIEHTH PO3pOOKU POOJISITHCS Ha:

MPUPOJIHUX 00’ €KTax: JepeBa, KyIill, KAMIHHSI;
apXITEKTYpHUX €JIEMEHTaxX: PyiHHU, OTOPOXK1, OpaMu;

TEKCTYypax JJIsl pI3HUX THUIIIB OBEPXHI: CKelll, MOX, IPYHT.

Oxkpemy yBary mnOpuiiieHO IJlaHyBaHHIO BrpoBakeHHs PCG Framework

(Procedural Content Generation) — iHcTpymenty Unreal Engine, mo 3abe3neuye

aBTOMAaTHUYHE, aje KOHTPOJhOBaHE po3MilleHHs 00’ekTiB y mpoctopi. Lle pimenuHs

Oyso oOpaHo AJIs:



18
JUHAMIYHOTO (OpMYBaHHS TNPUPOIHOIO CEPEIOBMILA 3 YypaxyBaHHSAM
perbedy;
THYYKOi KOH(]Irypartlii CTpyKTypu piBHS MiJ] pi3Hi IFPOBI CLIEHAPI;

IPUILBHUALICHHS TO0YI0BU PIBHA NP 30€PEKEHHI BI3yalbHOTO peasi3my.

Takum unHOM, OyJI0 CPOPMOBAHO KOHIIEMI[I}0 TOOYOBH ITPOBOTO CBITY, KU

MOEAHYE Py4YHE OMpPAIIOBaHHS KIIOYOBHX 30H 13 aBTOMATHU30BAHUM T'€HEPYBAaHHSIM

nanamadty. Lle 3abe3nedye sk MBUAKUNA CTapT PO3POOKHU, TaK 1 TMEPCHEKTUBY

MaciITadyBaHHs B paMKax BIAKPUTOTO irpOBOTO CBITY.

2.5 IloGynoBa 6a30B0I JIOTiKH TPH

Ha npomy erami Oyna peasni3oBaHa OCHOBHA JIOTiKa IrpOBOTO MPOIECY, IO

BKJIFOYAE TIEPEMIIICHHSI MEepCOHa)ka, OOMOBY CHUCTEMY, aHIMaIlii, a TakoX 0a30BYy

B3aEMOJIII0 3 OTOUCHHSIM. YcCs Jiorika peanizoBaHa y Blueprint mnepconaxa,

3acHoBaHOro Ha cra”jpaptHomy kiaci ThirdPersonCharacter i3 ma6nony Bim Epic

Games.

Kontponep nepconaxa ta cucteMa pyxy:

pyX Ta CHOPHUHT: peaji30BaHO TMEpPEMIIIEHHsI IO OocsAx (BIepea/Hasaf,
BJIIBO/BIIPABO) 3 MOXJIMBICTIO MEPEMUKAHHS MK XOJbOOI0 Ta CHPUHTOM.
Jlorika nepeMuKaHHs MBUIKOCTEN BOy10BaHa B Blueprint 1 KOHTPOIIOETHCS
3minHoto mBuakocTi (Max Walk Speed), sika OHOBIIOETHCSI TPU HATHCKAHHI
BIJIIIOB1AHOI KJIaBIIIIi;

B3a€EMOJIISI 3 OTOYCHHSIM: JOJaHO CHCTEMY BHSBICHHS 00’ €KTIB HaBKOJIO
nepcoHaxa uepe3 Multi Sphere Trace, sika BU3Hauae akTopH, 10 peali3yloTh
HeoOXximaH1  1HTepdeiicu B3aemonii (Hampukiaa, npeametrn, NPC,

1HTEepErCHI aHem).

AHIMaliiHa cucrema;

Blend Space 1D: BukopucToBy€eThCS JIJIs1 aHIMAIlii TiepeMilieHHs (Xoa60a,

Oir, CIIPUHT), OCKUTBKH MPOEKT Peasli30BaHU 3 BUIOM Bl TPETHO1 0COOU;
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nepeKaTu: 10JaHo MOBHUM HaOlp MepeKariB y 8 HAPsIMKax 13 BIAMOBIIHUMHU
aHIMalllsIMU;
aTaku: OOHOBI aHIMaIllii peayi3oBaHo uepe3 Animation Montage, 3
MOKJIMBICTIO POBEJICHHS cepii atak (10 4 yaapiB), a TAKOXK CUIIOBOI aTaku
3 OLIBLIOI0 3aTPUMKOIO Ta IMIJBULIEHUM YPOHOM;

State Machine: BUKOpPUCTOBY€TbCS [JIsi TMEPEMHKAHHS MIXK CTaHaMH
NEepPCOHaKa — 3BUYANMHUI pyX, aTaka, MepeKar, COPUHT, OJOKYBaHHS, IO

3a0e3rneyye npaBUIbHE BIATBOPEHHS aHIMAIIlN y 3aJIKHOCTI BiJl CUTYAIlii.

boiioBa cucrema:

YpOH 1 KONi3ii: cucremMa ypoHy MoOyJoBaHa Ha TMEpeBIpIl KO3 Mik
30poero Ta Boporom. Ilpu Biy4yaHHI TIEpEBIPAETHCA, YU € aAKTOP
MPOTUBHUKOM, ITICJISI YOTO 3aCTOCOBYETHCS YPOH;

TUIH YPOHY: Y MPOEKTI Mepen0aueHo AeKIbKa TUIIIB YPOHY:

1) ¢i3uuni: KoMrOUMH, pyosIsIuui, 1po0IITUnii;

2) edexTu: KpoBOTEUA, OTPYEHHS, 3AMOPOKEHHS;

OJIOKYBaHHA: 3BUYAMHMM (I3UYHMI YpOH MOXe OyTH 4YacTKOBO abo
MOBHICTIO 3a010k0BaHuil. [IpoTe edexTu Big ypoHy HE OJOKYIOTHCS — BOHU

HAaKOIINMYYIOTBCA Ta aKTHUBYIOTBHCS IIPU I[OCHFHGHHi IIOPOTOBOI'0 3HAYCHHA.

KomnoneHT 30poi: KokeH Tul 30poi Ma€e BIaCHUN KOMIIOHEHT, SIKHil BU3HAYAE:

napameTpH KoJi3ii;
0a30BuUil ypOH;
Koe(iIieHT MOTJIMHAHHS YPOHY NpHU OJIOKYBaHHI;

THUIT HAHECEHOTO YPOHY.

3aranbHUNA YPOH TaKOX 3aJI€KHUTh BIJl XapaKTEPUCTUK MEepCOHaxa (HampHUKiIa,

CHUJIa, CIIPUTHICTB), SIKI TPABEIb MOKE MOKPAILyBaTH MPOTITOM I'PH.

Cucrema BUTPUBAJIOCTI: yCi Aii rpaBus (aTaka, COPUHT, MEPEKAT) BUTPAYAIOTh

BUTPUBAJICTh. BOHa aBTOMaTUYHO B1THOBIIOETHCS 11 Yac O0€3A1sIbHOCTI.

HITyuyHuit iHTENEKT BOPOTiB:

Al Controller Ta Behavior Tree: norika BoporiB peanizoBana depe3 Behavior

Tree, skuil BKIIIOYA€ CTAHU:

NaTpyJIrOBaHHS (PEXKUM CIIOKOIO);
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— TepeciiyBaHHs T'paBlisl MPY HOTO BUSBIICHHI,
—  araka;
— TOBEpPHEHHS Yy PEKUM OYiKyBaHHS IPHU BTpaTi 11l ado i1 cMepTi.
Al Perception: BUKOPUCTOBY€TbCSI JIi BHSIBICHHS TpaBIsl 4Yepe3 30pOBi
ceHcopu. Peakilisi Ha rpaBiis 3allyCKae 3MiIHY TOBEAIHKH B JIEPEBI PILICHb.
Boiiosi 3116H0CTI Al: Tak caMo sik rpaBenb, Al MOke BUKOHYBAaTH CUJIOBY aTaKy

3 BUCOKHMM YPOHOM, a TAKOK BUKOHYBATH KOMOO-aTaKHu.

2.6 Po3po0ka cuctema nporpecii

Cucrema mporpecii y MpOEKTI peaslizoBaHa udepe3 Hablp MoAyiIbHUX Actor
Components, siKi 1HTETPYIOTHCS JO0 TEPCOHa)Ka M BIJAMOBINAIOTH 3a YIPaBJIIHHS
1HBEHTapeM, €KiMipyBaHHSIM, KpadTOM Ta pO3BUTKOM XapaKTepUCTUK. Takuil miaxina
3abe3reuye THYUKICTh 1 3pYyUHICTh PO3LIUPEHHS (PYHKIIOHAIBHOCT1 6€3 HEOOX1JHOCT1
3HAYHUX 3MIH y 0a30BUX Kjacax.

[uBeHTap mnepcoHaka Mae JAUHAMIYHUN pO3MIp 1 MIATPUMYE 30€pEKEHHS
MPEJMETIB PI3HUX THITB: 30p0i, aMyJieTiB, BUTPATHUX MaTepiaiiB Ta pecypciB. Jis
MOJICTIIICHHST B3a€EMOJI1T peali3oBaHO COPTYBaHHS MPEIMETIB 3a Kareropisimu. Koxken
MpPEJAMET OINHUCYEThCA YHI(DIKOBAHOIO CTPYKTYpOIO, IO CHOPOIIye OOpoOKy Ta
B3a€MOJIII0 3 PI3HUMU TUTIAMU 00’ €KTIB.

CrpykTypa npeamera BKIIOYAE:

— Ha3By, OIUC Ta IKOHKY;

—  KUIBKICTh OJJUHUIIb Ta JIMIT Y CTEKY;

— THI MpeaMeTa;

—  YHIKaJbHUHI aBTOMaTUYHO TeHepoBaHui iieHTudikarop (ID) Ta MmoxkauBICTh

BpY4HY 3a1aBaTy ID 1j1s1 KOHKPETHOTO KJIacy MPeIMETIB;

—  Mojens 30poi;

— piBEHb MPOKAYyBAHHS;

— 0azoBuil ypoH Ta OOHYC BiJI XapaKTEPUCTUK MEPCOHAXKA;

— OOHYyC ypOHY 3a KOXKEH pIBEHb ITPOKaYyBaHHSI;
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— posnodin (Gi3UYHOTO YpPOHY 3a TpPbOMa THUIAMHU: KOJIOYUH, pPyOIISTUMiA,

JTPOOJISTUNIA;

—  KUIBKICTh YPOHY, MOTJIMHAEMOTO MPU OJIOKYBaHHI;

—  HaJEXKHICTh 30poi (rpaBellb Y BOPOT).

Jlst getamizaliii Ta THy4KOro HajallTyBaHHs 30p0i BUKOPUCTOBYETHCS MacTep-
akTop 30poi, BII SKOIO CTBOPIOIOTHCA JOYIPHI AKTOPU 3 1HAMBIAYaJIbHUMU
napaMeTpamH, 10 J03BOJIsi€ ONITUMI3YBaTH YIPaBIiHHS PI3HUMHU BUAMH 30poi.

Jlsis amynetiB mependadeHo 30€peKeHHS THUIIIB MOKPAIICHb 13 BiAMOBIIHUMHA
3HAYCHHSMH, a TaKOXK crucKy ID amynerTiB, 13 SIKUMU BOHU HECYMICHI.

Marepianu MaroTh 6a30Bi XapaKTEPUCTUKH, III0 BU3HAYAIOTH iX SIK PECYpCH st
Kpadry.

BurtpartHi mpeniMeTH OmHCYIOThCS OKPEMOIO CTPYKTYPOIO, sIKa BKJIIOYA€E THUII
BUTPATHHKA, MEPEJIiK HEOOX1THUX MaTepialiB JjIsl BUTOTOBJIEHHS, CTPYKTYPY €(DEeKTIiB
3aCTOCYBaHHS Ta MaCUB JJOJATKOBUX MACUBHUX €(EKTIB.

Jlnis peasnizanii JIOTIKM JIyTa CTBOPEHO OKpeMuid Actor, Ikl pO3MILLY€ThCA Ha
CLIEHI Ta MA€ JIOUipHI 00’ €KTH Y BUIJISIA] CBITJIA Ta CTATUYHUX MEILIB.

Jlst peasnizaiiii JIOTIKM JIyTa CTBOPEHO MacTep-akTop 3 0a30BOIO JIOTiKOK0. Bif
HBOTO YCHAJKOBYIOTHCS JIOUIPHI aKTOPH JIyTa, 10 MPEICTABICH] Y 2 BUTJISIIaX CBITJIA
Ta CTaTUYHUX MEIIiB, 11 3a0e3neuye BidyalbHEe Ta (PYHKIIOHAJIbHE Bi1IOOpaKEHHS
MPEJMETIB Ha PiBHI, @ TAKOXK 3aI[IKaBJICHHICTh TPaBIlsi y 300pi BC1X MPEAMETIB.

Cucrema exinipyBaHHS J103BOJISE€ OJTHOYACHO EKIMIPYyBaTH:

— 2 oxauHwII 30poi;

— 3 amyneru;

— 3 BUTpaTHUX IPEAMETH.

VY pa3l 3alHATOCTI CJIOTa HOBHM MNpeaMET 3aMIHIOE MONEPeaHi, SKui
MOBEPTAETHCS 10 IHBEHTAPAI.

Cucrema kpaTy KOHTPOJIIOE MOXJIMBICTH CTBOPEHHS NPEIMETIB, CIHUCYE
HEOOXITHI PECYpCH Ta I0Ja€ BUTOTOBJICHI MPEIMETH 10 IHBEHTaPS.

Cucrema pO3BUTKY TEepCcOHaka Tmepeadadyae HAKONMUYEHHS  JIOCBITY,
MBUIIEHHS PiBHS, HApaxXyBaHHS OYOK XapAaKTEPUCTHUK 1 1X PO3MOALI MiXK I SIThMa

OCHOBHMMH I1apaMETPAMMU:
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CUIIa;
CIIPUTHICTBH;
BUTPUBAJICTB;
XKUBYYICTb;

OMIPHICTb.

[1i1BUILIEHHS XapAaKTEPUCTUK JOCTYITHE BUKJIFOYHO MOOIU3Y CIIELIaJbHUX TOUOK

30epeKEHHS.

2.7 lloOGynoBa CTPYKTYpH pPiBHIB

VY mpoeKTi peaii3oBaHO TPUPIBHEBY CTPYKTYPY CBITY, KOKEH CETMEHT SKOi Ma€

yHIKQJIbHY ITPOBY JIOTIKY, apXITeKTYpHY MOOYI0BY Ta MEXaHIKH B3a€MO/IIi 3 TPABIEM.

PiBH1 00’ €1HaH1 CUCTEMOIO TIEPEXO/IIB 1 TOUOK 30€peKEeHHS, 110 J03BOJIsI€ (POopMyBaTH

MOCJIIJJOBHUM 1ITPOBUI JIOCBIJT Y MEXKax €IMHOI Cecli.

[lepimii piBeHb € JIHIMHUM M1A3EMEIISIM, Y MEXaX SKOro rpaBellb B3a€MO/IIE 3

BOPOraMHu, JOCIIIJIKY€E MPOCTIP 1 TPOCYBAETHCA A0 BUXOy. Y MiA3EMENII PEasli30BaHO:

CHUCTEMa BOPOTIB-TIATPYJIbHUX — BUKOPUCTAHO aKTOPH 3 1HIWBIyaTbHUMHU
MapumipyTamMu TaTPYJIIOBaHHS, SKI 3alal0ThCs dYepe3 CIUIaiHu abo
3a37aJIeTiib BH3HAYEHI KOHTPOJbHI Touku. lle 3abe3nedye auHaMIuHy
3arpo3y Ta notpedy B TAKTUYHOMY IIJIXO/]I1 /IO ePECyBaHH;

TPH TOUKH 30€peKEHHS — CIeliaabHl 00JIacTi, y SKHUX TpaBelb MOXKE
3MIACHUTH 30€PEKEHHS TOTOYHOTO MPOrPECy B MEXax 1rpoBOi cecii;
nepexiJi 10 HACTYIHOIO PiBHA — y KIHII Mi3eMeNi po3ramoBaHo Actor-
BOPOTA, 1110 BUKOHYIOTh (PYHKII1}0 JIOT1YHOTO Tpurepa nepexony. Ilicis Toro
K TpaBellb MIAXOAUTH A0 BOPIT, 3aIyCKAEThCA aHIMallld BIAKPUTTS, 1 4epes

KOPOTKHI 1HTEpBa 4 acy Bi10yBa€eTbCs NMEPEMILIEHHS HA APYTHil pIBEHb.

Jlpyruii piBeHb € BIAKPUTHM CBITOM, 30y/J0BaHMM Ha 0a3l JaHamagpTHOrO

aktopy. [IpocTip HamOBHEHHI TTPOLIETYPHO PO3MIIIEHUM KOHTEHTOM 1 CIIPSIMOBAaHUMN

Ha JOCIIDKCHHS, IATOTOBKY 10 (hiHAJIbHOrO OO0 Ta B3aEMOi0 3 IIPOBHMH

CHCTCMAaMU.
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— pecypcu mna kpadTy — Ha pIBHI PO3MIIIEHO CTaTU4YHI Memr, SKi
NPEACTABISIIOT, MaTepiaiau Jig CTBOPEHHs mnpeameTiB. ['paBerr Moxe
nig0upaT iX YOPOJOBXK IOAOPOXKI, B3AEMOJIIOYM 3 1HBEHTAPHOIO Ta
KpadTOBOIO CHCTEMaMU;

— BIJCYTHICTb BOpOTIB — pIBEHb He Mependadyae OOMOBUX 31TKHEHb, IIO
JI03BOJISIE TPaBLIO 30CEPEOUTUCA Ha 300pl pecypciB Ta OpieHTalll B
IPOCTODI;

— HEBHUJIUMA TOYKa MEPEeXOJy — JOCTYI JI0 HACTYIHOTO PiBHS MPUXOBAHUIL:
rpaBellb Ma€ CaMOCTIMHO JOCIITUTH TEPHUTOPit0, IMIOOH 3HANTH rocTed Ha
narop6i, SKHl BUKOHYE poJib Tepexoay. BXim 1o Xpamy aBTOMaTHYHO
3amycKae rnepeMinieHHs Ha (piHaIbHUI piBEHb;

— To4YKa 30epeKeHHs OUISI KOCTely — pOo3MillleHa HEMOJANK BiJ MICIs
nepexony M 103BoJisie 3adiKCyBaTH Mporpec nepes GiHaapbHOW OUTBOIO;

— TpeTii piBeHb — Lie 1301b0BaHa 00i0Ba apeHa, MpU3HAYE€HA BUKIIOYHO IS
NO€UHKY 3 (piHasbHUM OocoM. Lle 3aMkHyTHI mpocTip 0€3 MOMKIJIMBOCTI
NOBEPHEHHS 200 BTEUI;

— €IUHUN BOpor — 00C — Mae€ MOBEJIHKY, SIK Y BOPOTIB 13 MiJ3eMEIUIs, alie
3HAYHO BUIIl XapaKTEPUCTUKHU TIEPCOHANKA Ta 30pOi;

— (iHATBHICTH PIBHS — MICJSA MEPEMOTH HaJl 00COM MOJAIBIINN TEpexXis He
nependaveHo, 1Mo CUMBOJII3Y€ 3aBEPIEHHS ITPOBOI CecCii;

— CMepTh I'paBIls — y pasi 3arudelii rpaBellb MOBEPTAETHCS A0 OCTAHHbOI TOYKU
30epeKeHHS Ha JPYroMy piBHI, OIS KOCTENy, IO IMiJAKPECITIOE BaXKIUBICTh
PaBUIBHOI MATOTOBKHU.

Ycs cuctema 30epeKeHHST y TPOEKTI Mae CeCiHHUN XapakTep — Mporpec

30epiraeTbCs JUIIE B MEKaxX OJHIET CeCli 'pH Ta MiCIs BUXOY 3 TP JaH1 OUHUILYIOThCS.

2.8 Po3pooka Al Ta iforo moBegiHku

VY npoekTi peasnizoBaHO MOAYJIbHY CUCTEMY IITYYHOTO 1HTEIEKTY, SIKa I03BOJISE

KepyBaTH MOBEAIHKOIO BOPOKHUX aKTOPIB 3a Jonomororo iHcTpymenTtiB Unreal Engine
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— Behavior Tree, Blackboard ta Al Perception System. Taxuii migxin 3abe3nedye

MacITa00BaHICTh, MOBTOPHE BUKOPHUCTAHHS JIOTIKM Ta aJallTalliio J0 Pi3HUX THIIIB

CYNPOTUBHUKIB, BKIIFOUHO 3 OOCOM.

bazoa 0oiioBa Al-cucrema noOyaoBaHa Ha TAKMX KOMIIOHEHTaX:

Behavior Tree BukopuctoByeThcs 1151 (hopmaiizaiii JIOTIKM YXBaJICHHS
pimieHb. BiH BH3Haya€e uYeproBiCTh /i, TaKuUX SK NaTPYJIOBaHHS,
TIEPECITiIyBaHHs, TEpPEeBipKa OCTAHHBOTO MICIIE3HAXOHKEHHSI TPaBIsl Ta
OoMoBa aTaka;

Blackboard Bukonye poips mam’siti 60ota. Y HhOMY 30€piratoTbCsi KIFOYOBI
3MiHHI, 30KpeMa: IIiIb (TpaBellb), OCTAHHE BIJIOME IIOJIOKCHHS, CTaH
TPUBOTHU TOIIIO;

Al Perception System (31p) — HanamTOBaHO 3 BUKOPHUCTAHHSIM KaHAIY
"30py" SK OCHOBHOI'O METOJIy BHSBJICHHsI T'paBlid. Y pasl Bi3yallbHOT'O

KOHTaKTy 00T MUTT€EBO NEPEXOAUTH Y OOMOBUI CTaH.

baszoBuii Uk B3a€MOA11 BUTIISIIAE TAK:

a)

6)

BUSIBJICHHSI TPAaBIlsl — SIKIIO TPaBelb IMOTPAIUIIE y 30HY BHIUMOCTI, OOT
OTpUMYyE€ BIANOBIAHE oBiAOMIIEHHS yepe3 Al Perception;

nepexis y 60HOBy MOBEAIHKY — Y KOHTPOJIEPl CYNPOTHBHHUKA BiI0OyBa€eThCA
3MiHa CTaHy, 1 00T MOYMHAE MEPECITITyBaHHS Ta aTaKU Ha TPaBIIs;

BTe4Ya a00 CMEPTh TPaBIsl — AKIIO TPaBEIlb 3AIHINAE 30HY BHIUMOCTi, 0OT
3amam’sITOBY€ OCTaHHE B1JIOME TMOJIOKEHHS 1 BUPYIIAE TY/IH;

BTpaTa Il — Yy pa3i BIICYTHOCTI TpaBIIs B IIUIBOBIH TOYIl, OOT MEPEXOIUTh
y MaCUBHUHN PEXKUM, IKUH MOKE BKJIIOYATH:

— MaTpyJIOBaHHS I10 3a3/aJIeTiAb 3aJaHOMY CIUTAlHY;

— BuUOIp BUMAJAKOBOI TOYKH Ha HaBirauiiHii citii (Nav Mesh);

— TIACHBHE CIOCTEPEKEHHS B OJJHOMY HAIIPSIMKY.

Hagiraiisa 60tiB peanizoBana uepe3 Nav Mesh, sikuii po3miliieHO Ha MepuioMy

(miazemenis) Ta TpEThoMy (apeHa 60ca) piBHSIX, 110 3a0e3Mneuye KOpEeKTHE IIaHyBaHHS

MapuipyTy CyIpPOTUBHUKIB.

boc mae 3arasibHy JIOTiKy TTOBEAIHKH, MOI0HY 10 3BUYAiTHUX BOPOTiB, OJHAK 3

PO3MIMPEHUM HaOOPOM TMapaMeTPiB:
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— TMiABHUINEHI OOMOBI XapaKTEpUCTHKH — O0OC Ma€ 3HAYHO OUIBIIUK 3arac
3JI0pOB’ s, IKOAY Ta pajilyC BUSBJICHHS;

— CHOPUMHATIUBICTH JO BCIX THUIIB €(EKTIB — Ha BIJMIHY BIiJl 3BHYAMHUX
CYNPOTUBHUKIB, SIKI BPa3JMBI JIUIIE 10 ePEeKTy 3aMOpO3KH, OOC MOXke OyTH
YpOKEHH yciMa TpbOMa THUIAMHU CTAaTyCHUX e€QeKTiB (Hampukiai,
KpOBOTEYA, 3aMOPO3Ka, OTPYEHHS );

— (inanbHa apeHa — 00OC PO3MIIIY€ETHCS HAa 3aMKHEHOMY piBHI, /e 0010 He
YHUKHYTH, a BT€9a HEMOXKJINBA;

Bunaroponau 3a niepemory:

— OYKH JOCBIJy — HEOOXIJIHI JJI MiABUIIICHHS PIBHSI MEPCOHAXKA Ta PO3BUTKY
XapaKTEPUCTHK;

— IrpoBY BaJIOTY — BUKOPUCTOBYETHCSI B MEXaHIKax KYITiBIl a00 OOMIHY;

— MOJIMBUHM JIYT — BUIAIKOBI a00 TrapaHTOBaHI MPEIMETH, SIK1 J0JAI0ThCS 10
1HBEHTapsI.

Takuit migxig 3abe3neuye iHTErparito 60MOBOI CUCTEMH 31 BCiMa KIFOYOBUMU

ITPOBUMH MEXaHIKaMH: MPOTpeci€l0, IHBEHTapeM, KpadToM 1 MepexolaMH MIXK

PIBHSAMH.

2.9 IloGynoBa intepdeiicy kopucryBaua UMG

InTepdeiic kopuctyBaya nodymoBano 3a gornomororo cuctemu UMG (Unreal
Motion Graphics). Moro ctpykrypa po3po6iieHa 3 aKIleHTOM Ha iHTYITHBHY B3a€MO/IiI0
Ta JIOTIYHE po3MilieHHs efeMeHTiB. KoxkeH (QyHKiioHanbHUN OJI0K (1HBEHTap,
eKimipyBaHHs, Kpa(T, MpOKAadyBaHHsS, HaJAIITYBaHHS TOIIO) Ma€ TPUPIBHEBY
oOy10BY, 1110 I03BOJISIE TPABIIIO IIBUAKO OPIEHTYBATUCA B IHPOpMALlii Ta BAKOHYBATH
HeOoOX1aH1 A1i 6€3 HAIJIMIIKOBOTO HAaBAHTAXEHHS HA yBary.

BikHO iHBEHTaps pO31IEHO Ha TPH OCHOBHI 30HU:

—  CHOHCOK MPeaAMETIB Ta GUIBTpallisi — TOJIOBHA 00JIaCTh, III0 MICTUTH yCi HAsBHI

y TpaBusg mnpeametd. Hax citkoro po3mimieHi KHonmku (inbTpamii 3a
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Kareropisimu (30posi, pecypcH, aMyJIeTH TOIIO), AKi JO3BOJIAIOThH IIBHIKO
3HAXOJIUTH MOTPIOHE;
iH(dopMmalliiiHa MmaHenb MpeaMeTa — MPU HaBeIEHHI Kypcopa abo BHOODI
npeaMeTa 3’SBISETbCS WOT0 PO3IIMPEHUI OIMKC: Ha3Ba, THI, KUIbKICTb,
BJIACTUBOCTI, €)EKTH Ta 1KOHKA;
XapakTepUCTUKU TEpCoHaka — o0JiacTh BigOOpakae MOTOYHI 0Oa30Bi
napameTpu TpaBIls (CUiIa, BUTPUBAIICTD, COIPUTHICTH TOIIO), IO JO3BOJISIE

aHaTI3yBaTH BIUIUB MIPEAMETIB HA TTIOKA3HUKHU.

[aTepdetic eximpyBaHHS peani30BaHUN y TPU YaCTHHHU:

CJIOTH eKiIipyBaHHs — OJIOK, 7€ IPEICTaBIICHI OCEPEAKH JJIsi 30p0o1, aMyJIeTiB
1 BUTpaTHUX NpeaMeTiB. HaTHUCHYBIIM Ha CJOT, TpaBelb MOXE 00paTH
IHIIUHN TIPEIMET 31 CIUCKY JTOCTYITHOTO CIIOPSIKEHHS;

iH(popMallis Tpo MpeAMET — BUBOAUTHCS PO3TOPHYTUN OMUC MpeaMeTa, Ha
SKUI HaBEAEHO Kypcop, 3 yciMa BIAMNOBIIHUMH XapaKTEPUCTHUKAMU Ta
edexTamu;

napaMeTpu NepcoHaka — poO3MilleHI Mopyd abo MiJ] cI0TaMU, 3MIHIOIOTHCS

B PEXKHMMI pPEeaIbHOTO Yacy BIJMOBIJIHO 10 0OPaHOro €KiMmipyBaHHS.

[aTepdeiic cTBOpEHHS MPEMETIB CKIIAIAE€THCS 3 TPHOX MaHEeNeH:

CIIUCOK JIOCTYITHUX JIJISI CTBOPECHHS ITPEMETIB — BijoOpaxkae Bci 00’ €KTH, SKi
MO>KJIUBO CTBOPHUTH. SIKIIIO PECYpCiB JOCTaTHHO, aKTUBYETHCS MOKIIUBICTD
neperssiy noapoOullh PU HaBeIeHH] (Ha3Ba, IKOHKA, HEOOX1/THI MaTepiaiu,
iX KUIBKICTh) Ta KHOMKA «CTBOPUTHY;

iHpopmMmalriss mpo BHOpaHHW TpeAMET — pO3MIIIeHAa MpaBopyd abo Iij
CIIUCKOM TMPEIMETIB, BKJIIOYAE OMHUC IrPOBOr0 €(eKTy, THUIl 1 MOTEHI1HHI
OooHycCH;

XapaKTePUCTUKU TMEpCOHaxa — IiH(QOpMAaTHBHA TaHENb, SIKa JO3BOJIIE

OI[IHUTH BIUTMB HOBUX MPEAMETIB HA MTOTOYHI MapaMETPH.

Cucrema MiABHILEHHS PIBHS peaii3oBaHa y BUIIISIAL TPHOX (PYHKIIIOHATBHHUX
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— 3arajbHa iH(pOpMAaIlis — BEpXHS YaCTUHA €KpaHy BioOpaxkae KiIbKICTh 040K
HAaBUYOK, PIBEHb MEPCOHAXKA, JIOCTYITHI T'POIII, TOTOYHHUM JTIOCBIT Ta JOCBI
710 HACTYITHOTO PIBHS. Y HMXKHIM YaCTHHI — PO3MOII OYOK XapaKTEPUCTHUK;

— 0asoBi mapameTpu — BepxHiil 0jok 3 HP 1 BuTpuBanictio; HUXKYE — cyma
YPOHY BiJ ABOX aKTUBHUX BU1B 30pOi;

— CcHuCTeMa OIopy — BIA0OpaxeHHs (P13MYHOT0 3aXUCTY BIJl pI3HUX TUIIIB YPOHY
(xomrouuil, pyOsTunii, APOOITTUMIA).

MeHto HanmamTyBaHb J03BOJISE€ 3MIHIOBATH KITFOUOBI ITApaMeTpH Bi3yasizarii:

a) rtpadiuni mamamryBanas: Shadow, Reflection, Global Illumination, Visual
Effects, Textures, Shading, Foliage, Anti-Aliasing, Resolution, pe>xum BikHa
(MTOBHOEKpAaHHM, BIKOHHUHN 0€3 paMKu a00 BIKOHHUN);

0) KHOIKa «3acTOCYBaTH» — JJIsl MIATBEPXKEHHS 3MiH;

B) KHOIIKAa BUXOY 3 TPH.

KoHTekcTH1 noBiAOMIIEHHS IHPOPMYIOTh T'PaBLIsl PO MOXKIUBI i

— TIKa3Ky A miA00py npeaMeTiB Ta B3aeMoii (Hanpukiana, «Haruchits [E],
00 migioparuy, «[E], 1106 B3aeMoaisT»);

— CHCTEMHI CIIOBIIIEHHS [TPO CMEPTb.

[ToBigOMIIEHHSI BUBOJSATHCS aBTOMATUYHO.

[Ipy 3MiHI PIBHIB JEMOHCTPYETHCS CIHEIlialbHE BIKHO 3aBAaHTAKCHHSA, SKE

BKJIIOYAE:

— 1TIOCTpaIlito piBHA a00 TeMaTHYHE 300paKECHHS;

— inaukarop 3aBaHTaxeHHs Circular Throbber.

InTepdeiic kopuctyBaua peanizoBaHuil 3a jgornomoroiro cucremu UMG, 1o
3a0e3nedye I1HTYITMBHY HaBIramil0 Ta 3py4yHY B3a€EMOJIII0 3 yCiMa KIIOYOBUMU
MeXaHIKaMH T'py. 3aBJSKH TPUPIBHEBIM CTPYKTYpP1 KOKHOTO pO3/1Ty (IHBEHTap, KpadT,
eKIMipyBaHHS TOIIO0), TPaBellb MOXKE MIBUJKO 3HAXOJAUTH MOTPiOHY 1H(opMalito Ta
BUKOHYBATH /11 0€3 NepeBaHTaKEHHS yBaru, 10 0COOJIMBO BaXJIMBO JJI JTUHAMIYHOTO

TEUMILIEIO.
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3 ITPOI'PAMHA PEAJIIBALIA

3.1 BuB4eHHs apXiTeKTYPH Ta JIOTIKHM peaJi3auil reiiMIniero

ApxiTekTypa OpoekTy mnoOyaoBaHa Ha ocHoBl pywis Unreal Engine 5 3
AOTPUMAHHIM MOJIYJBbHOI CTpyKTypu. OCHOBHa JIOTiKa IMOBEAIHKM IEpPCOHaXa, a
TaKOXX CHCTEMHU IHBEHTaps, eKiMipyBaHHA, KpadTy 1 PO3BUTKY XapaKTEPUCTHK
peanizoBani yepe3 Actor Component — He3aIeKHI KOMIIOHSHTH, 110 IPUKPITUTIOIOTHCS
710 aKTOpIB Ta JO3BOJISIIOTH JIETKO MaciTabyBaTu (PyHKI[IOHAIBHICTH 0€3 KOPCTKOTO
3B’sI3yBaHHA 3 0a30BUM KJIaCOM.

Jlis mporpaMmyBaHHS TEUMIUIEHHO! JIOTIKM BHUKOPUCTOBYBAJIach Bi3yallbHA
cuctema Blueprint. Lle inTepripeToBaHa cucteMa clieHapiiB, 1110 J03BOJISE CTBOPIOBATH
MOBEAIHKY IrPOBUX 00’€KTIB y BUIJISAII BY3JiB (nodes) Ta mopieBux rpadis (event
graphs) 6e3 HeoOxinHocti nucatu C++ koa. OcHoBHa niepeBara Blueprint — 11e Bucoka
HIBUAKICTh PO3POOKHU, IHTYITUBHA Bi3yasi3allisi JOT1KU Ta THYYKa IHTErpauis 3 IHIUMHU
CUCTEMaMU PYILIs.

VY mporueci po3poOkwu, sorika B Blueprint couatky 36epiraetscs sk Blueprint
Asset, 110 MICTUTHh OMHC BY3JiB, 3MIHHUX, MOMAIN 1 3’€¢aHaHh MK HuMH. [lig gac
KOMITLJISIIIT:

a) rpadu Blueprint neperBoprototscsa B Blueprint Bytecode (BPC) — Bnacuuit

oaiT-kox Unreal Engine;

06) BPC inTepnperyerbcs Blueprint Virtual Machine (BVM), skxa BuUKOHYE

JIOTIKY B peajibHOMY 4aci;
B) y pexumi Editor / Development, KoI BHKOHY€TbCS IWHAMIYHO 3
NIATPUMKOIO HaJarop KeHHsl, rapsyoi 3aMiHU Ta Bi3yaii3allii CTaHy;

r) y pexumi Shipping (peni3Ha 30ipka) BiAOyBa€TbCsl ONTUMI3ALIA:

— Blueprint-kog nmeperBoproeTbest Ha C++ udepe3 Nativization (OmiiitHO)
[11] — cuctema aBTOoMatuuyHO TeHepye C++ xox 13 Blueprint-noriku,
SIKAH TTOTIM KOMITUTIOETBHCS 10 HATUBHOTO KOAY;

— yci HeakTuBHI Debug-mexaHi3zmMu Ta IHTEpIPETaTOPH BUMUKAIOTHCS,
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— akTtuByeThes ontumizoBannit Garbage Collector;
— 3actocoByeThes inlining, dead-code elimination Ta iHII onTuMmizarii

komminsitopa Clang/MSVC.
Ile mo3BoyIsIE CYTTE€BO 3HH3UTH HABAaHTAXCHHS HA TMPOIECOP Ta MiJBUIIUTH
MPOJYKTUBHICTh TPU Ha KIHIIEBOMY IIPHUCTPOI.

VY mpoexTi peanizoBaHO MOJII0, sIKa CIIPallbOBYE MPU HaTHUCKaHH1 kiasim 3. s
MOJlisl aKTUBYE CHEIlaIbHy MPOLEAYPY OUMIICHHS PIBHA BiJl yCiX BOPOTIB, sIKI Oyiu
CTBOpEHi craBHepamu. Bces norika peanizoBana y Blueprint y BUrIIsiii mOCTiIOBHOCTI

BY3JIiB 1 BUTJISIJIa€ HACTYMMHUM YUHOM (puc. 3.1).

& Destroy All

58 3 ﬂ For Each Loop Target is BPA Enemy Spawr

Pressed p —— B P —— P exec LoopBody B —— P

Released [ Actor Class Out Actors Array Array Element Target
BPA Enemy Spa v

Key Array Index O

Completed >

Pucynok 3.1 — Blueprint BPC Player. Jlorika 3HH>K4eHHSI BOPOTiB

Kpoxu BUKOHAHHSI JTOTIKH:

a) o0poOka HaTUCKaHHs KJaBimi 3 — depe3 noxaieBuil By3on Input Key (3)
BIJICJIIJIKOBYEThCS HATCKAHHS B1JIMOBIIHOI KJIaBIIIIi;

0) oTpuMaHHs BCiX CIIaBHEpIB Ha PiBHI — BUKOPUCTOBYeTbcs By30a Get All
Actors of Class, ne six kinac BkazaHo BPA EnemySpawner. Pesynbrarom €
MacHB YCIX CIIaBHEpIB, SIK1 ICHYIOTh Ha IIOTOYHOMY PIBHI;

B) IHMKJI mepedopy BCiX cmaBHEPIB — 3a jgornomoroio Bysna For Each Loop
BIJIOYBAETHCS 1TEpallisi o MacuBy cnaBHepiB. KoxeH criaBHep nepenaerbes
SK €JIEMEHT y TUIl UKy,

I) BUKIUK (DyHKIII{ OYMILEHHS Y KO)KHOTO CIIaBHEpa — JUIsl KO)KHOT'O CIIaBHEPA
BUKJIMKA€eThCsl KacToMHa PyHkIisi DestroyAll, sika peanizoBaHa BcepeauHi
KJIacy craBHeEpa.

3aBasku BukopuctanHio Blueprint Ta Actor Components Baasocsi JOCSATTH

BHUCOKOI MOJIYJIbHOCTI, TPO30POCTI JIOTIKU Ta 3pyYHOCTI TECTYBAHHS I'POBUX CUCTEM Y

cepenosuii Unreal Engine 5.
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3.2 TexHivHa MiATOTOBKA CepeJOBHUIIA NPOEKTY

[lepen mouarkoM Oe3mocepeIHbOI peamizaiii MpoekTy Oyiao 3A1HCHEHO

MIITOTOBKY cepeaoBuilia po3pooku. s peanizamii mpoekTy Oyiao 00paHO CTeK

TEXHOJIOTH, SKUI BKIIFOYAE:

Unreal Engine 5.5 — sk OCHOBHHMI pymriif, mo 3abe3nedye MIATPUMKY
CcydacHUX reiumruieitnux i rpadgiuanx cuctem (Blueprint, Al, Niagara, UMG,
World Partition Toro);

Visual Studio 2022 — sk inTerpoBaHe cepenoBuie po3podku (IDE),
HEOoOX1THe /U1 1o0y10BU MpoeKTy, miakiatoueHHs SDK, kommmsii C++-

KOJIy pylIis Ta MATPUMKH miatgopmenoi 30ipku mig Windows.

VY Mexax miaAroToBKu 0yj0 BUKOHAHO TaKl Aii:

BcranoBieHo Unreal Engine 5 uepe3 Epic Games Launcher;

HanamroBaHo Visual Studio 3 HeoOxinHMMHM KommoHeHTamu: (Game
development with C++, Desktop development with C++, a Takox Windows
11 SDK;

CTBOpeHO 0a30By CTpPyKTypy mnpoekty 3 mabmnony "Third Person" 3
AKTHBAIII€I0 CTAPTOBUX MOXKIMBOCTEH JUIS MOJABIIOTO PO3IINPEHHS
NepeBIPEHO KOPEKTHICTh 301pKH 1 3amyCcKy 0a30BOT0 MPOEKTY MiJI IIJIHOBY

mwiatdopmy — Windows x64.

Take TexHIYHE MATPYHTSA Jaj0 3MOTY 3a0e3MeunuTH CTablUIbHY OCHOBY IS

peamnizaiii reimiuieinoi soriku, Ul, Al Ta 1HIITUX KITIOUOBUX CUCTEM.

3.3 HajamuryBaHHS OTOYEHHS Y MPOIKTI

Jlnis peanmizarii Bi3yasIbHOI CKJIQJOBOI ITPOBOTO CEpenoBUINA OYyJI0 3IHCHEHO

HU3KY TeXHIYHMX JIIM 3 HAIAIITYBaHHS Ta ONTHMI3aIlii CIICH 1 MPOIEAyPHOI reHeparrii

KOHTEHTY.
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Jliist popMyBaHHSI OTOUEHHSI BUKOPHUCTOBYBAIUCH PECYPCH 3 TAKUX TUIATPOPM:

— Quixel Bridge — sax mkepeno BHCOKOSIKICHUX Megascans-maTepiaiB

(Texctypu, 3D-Moze1 pOCIMHHOCTI, CKEJlb, TOBEPXOHB);
— Sketchfab / FAB — nns iHTerpaiii roToBUX CIIEH 1 MOJAEJIEH 3 BIAKPUTOIO
Karajory. 3okpema, Oyjo iMnoptToBaHo Hadopu [12].

[Ticns iMmopTy:

— CTBOPEHO OKpeMy TECTOBY CLIEHY, Ha sIKy OyJIO epeHeceHO 1eH acer;

— yci 3aiBi 00’€kTH (CTaTWYHI MeIIi, OCBITJCHHS, akTOpu e(peKTiB) Oyio

BUJIAJICHO;
— cam naHamadT OyJ0 BUPIBHSHO MO CITII Ta TPHUBEACHO 0 KOPEKTHOI
CHUCTEMHU KOOPJIUHAT;

— HaJIaIITOBaHO Koudi3iio daHamadrty 3 Bukopuctanusm Collision Presets miis

3a0e3neYeHHs] KOPEKTHOI B3aeMO/I1 3 rpaBIieM 1 cuctemamu Al.

Ha npyromy piBHI1 NPOEKTY, 110 BIANOBIJAE BIAKPUTOMY CBITY, OyJI0 aKTUBOBAHO
Procedural Content Generation Framework (PCG Framework) [13] — odimiiinuii
riarid B Epic Games, sikuii 103BOJIsi€ peani3oByBaTH FeHEPaLlil0 KOHTEHTY Ha OCHOBI
MPaBHIJI Ta MOAYJIIB O€3MOCEPEHBO B peJaKkTOpi a00 i Yac BUKOHAHHS T'PH.

Kpoxu peamizarrii:

— uepes Plugins aktuBoBano Procedural Content Generation Framework;

— ctBopeHo PCG Graph, mo kepye po3MimeHHSIM 00’ €KTIB (HAMpPHUKIA,

JIepeB, KaMiHHSI, PECYpCiB);
— HaJaITOBaHO JDKEpeao MaHuX (JaHamadr) Ta pO3MIIIEHHS CTaTUYHUX
MEIITiB BIJMIOBIIHO JI0 TapaMeTPiB BUCOTH, CXUITY, MAaCKH IIapy.

[Tpuknan daitny npoueaypHoi renepaiiii (puc. 3.2).

Pucynok 3.2 — Blueprint PCG_Forest. Jlorika po3MiiieHHs1 00’ €KTIB Ha piBHI
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Jlns BizyanpHOTO 1 rediMiuieiiHoro Oyio migkimtodeHo tuiarin Water Big Epic

Games [14]. Ile 103BOIMIIO IHTETPYBATH BOJIHI TOBEPXHI 3 MiATPUMKOIO:

CUMYJISIIIT XBUJIb;
JMHAMIYHOI TTHOWHY;

B1100paxeHb 1 MPO30POCTI.

[Ticis akTuBarii mariga;

nonano Water Body Lake no npyroro piBHs;

HAJIAIITOBAHO BUCOTY PIBHSI BOJIU, KOMI3110, MEK1 O€peroBoi JiHii.

Takum ymHOM, cepenoBuile rpu Oyslo TOOyJAOBaHE HAa OCHOBI 30BHIIIHIX

BHUCOKOSIKICHUX aCCETIB 3 1HTErpalli€l0 MpoleypHOi reHeparlii Ta Cy4acHUX CUCTEM

cumyiii npupoanux eixemeHTiB Unreal Engine 5.

3.4 I1o0yxoBa 6a30B0i JIOTiKH I'PH

Ha upomy erami Oyna peajii3oBaHa OCHOBHA FelMILIEHHA JIOT1KA, SIKA BKIIIOYAE

YIOPaBIiHHS MEPCOHAKEM, CUCTEMY aHIMaIliil, 00HOBY MeXaHiKy Ta 6a30By MOBEAIHKY

MPOTUBHHUKIB.

B ocHoBi pyxy rpaBus BukopuctaHo ctanmaptHuii mabimoH Third Person

Character 3 Unreal Engine 5. Bin yxe MicTuTh HajamroBaHy cuctemy BBoay (Input

Mapping Context), 6a30By JIOTIKy pyXy, CTpPUOKIB Ta KepyBaHHS KaMeporo, IO

A03BOJIMJIO IBUAKO 3aITYCTHUTHU IIPOTOTHIIL.

JlonatkoBo 10 0a30BUX MOXKJIMBOCTEHN OyJIM peatizoBaHi Taki MEXaHIKH:

COPUHT —  MEpeMUKaHHS  MBUAKOCTI  pyxy (y  KOMIIOHEHTI
CharacterMovement) npu HaTUCKAaHHI BIATOBIIHOI KJIaBillli;

nepekatu (Dodge) — BUKOHYIOTBCS 3 JONOMOIOK TpUrepiB i (s
OOYHMCIIEHHSI HAmNpsSMKY TepeKaTy TMepeBIPSIOThCS HAMPSMKA  pPyXy
nepcoHaxka 3HaueHb: -1; 0; 1 mans oceir X ta Y) 1 3amycKy BiAMOBITHOT

aHIMalIl;
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— araka — 0a30Ba aTtaka 3 MOXJIMBICTIO poOUTH combo — artaku A0 4 yaapis 3a

1 combo dyepe3 Blueprint-ymoBu. s DOCSITHEHHS MOMKJIMBOCTI POOUTH

combo — aTaku BHKOPHUCTOBYBAJIUChH TalMEp, Ta 3MIHHA IS BICTS)KYBaHHS

cramii koM0o0. Ile o3Hawae, MO0 y MOJANBIIOMY CHCTEMa MOXeE OyIu
JIOTIOBHCHA HOBHMH YIapaMH.

Bces norika ONMOBHIOEThCA Bi3yaldbHUMHM OJlokamu koay y Blueprint-kiaci

nepconaxa (puc. 3.3-3.4).

Pucynok 3.3 — Blueprint BPC Player. Peanizauisa cpunty
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Pucynox 3.4 — Blueprint BPC_Player. Peanizaiis nepekary

[licnst 3aBeplieHHS HaJalTyBaHHsS ITPOBOrO MEPCOHaXa, IEeW Kiac OyB

CKONIMOBAaHUU JIJI1 CTBOPEHHSI BOPOIiB — TAaKMM YMHOM, 3HaYyHA YacTHUHA KoAy Oyia

nepe BUKOPHUCTaHa, 10 MPUIIBUIINIO PO3POOKY Ta 3MEHITUIIO AyOIIOBaHHS JIOT1KH.

AHimariiiiHa cucremMa mnoOygoBaHa Ha 0a3i  Animation Blueprint, 3

BUKOPHUCTAHHSAM:

State Machine — n1s1 mepeMuKaHHs MK CTaHaMU XOAbOM, Oiry, CTpUOKIB
TOIIO;

Blend Space — 17151 TutaBHOTO 1epexojly MiX pyXamu;

Animation Montage — s peanizariii atak, OJJOKIB Ta TIEpPEKaTiB.
Buxopucranns Montage 1amo MOXJIUBICTb:

3aIyCKaTH CKJIAQ/IHI aHIMallil 3 TpUrepamu noiii;

BCTaBIIATH JIOTIKY (Hampukiaa, ehekTr abo MONIKOIKSHHS ) y TIEBHI (ppeiiMu
aHIMal;

CIIPOCTUTH PO3UIMPEHHS 00HOBOI CHCTEMH B MAOyTHHOMY.

BboiioBa MexaHika peasizoBaHa uepe3 KacTOMHI mojii Ta ¢yHkiii y Blueprint.

OCHOBHI MOJIMBOCTI:

HaHeceHHs mkonu (Damage) — BukoHyeThcst uepe3 QyHkiii Damage Ta
[Tonii (Get Damage) i3 3acTOCYBaHHSIM KACTOMHOT'O THITY TIOIIKO/IKEHb;
osnokyBanHs arak (Block) — mepeBipsieTbest craryc 010Ky Ta 3amyckae abo
nepepuBae BiAMOBIAHY aHiMaiito. Ile Oyno 3pobneHo 3a paxyHOK
MOXJIMBOCTI 3alluKJICHHS aHiMaiii y Montage. Ilpu crapti 00Ky
3aIyCKa€eThCs 3aIIMKIICHA aHIMAITllsg a TIPH 3aBepilieH1 0JI0Ky Hoja Stop Anim
Montage nepepuBae a"imariito (puc. 3.5);

Al mpoTUBHHMKA — JJIsi BOPOXKMX aKTOPiB OyJIM CTBOPEHI MOii 3aMICTh

THITYTIB.



Pucynok 3.5 — Blueprint BPC Player. Peanizanis 610Ky

3aBAsSKM BUKOPUCTAHHIO OJIHOTO IMA0JOHHOTO KJacy TEpPCOHaXa, SKUH
ajanTyeTbcs MiA TpaBlsg abo Bopora, 3abe3nedyyeTbcsi MOMYJIBHICTH 1 BHCOKA
MMOBTOPIOBaHICTh JIOTIKHU. Lle mo3Bossge nerko MacmradyBaTy GyHKIIIOHAI, TTOBTOPHO

BUKOPHUCTOBYBAaTU KOMIIOHEHTHU Ta 3HUXKYE Yac Ha pO3pOOKY.

3.5 Po3po0ka cucremu nmporpecii

VY Mexax po3poOKM cucTeMHU Mporpecii Oyjio peani3oBaHO (PYHKI[IOHAIbHY
apXITEKTYpy, 3acHOBaHy Ha Actor Component-miaxoai. KoxxHa 3 K’IH0YOBUX M1ICHCTEM
— 1HBEHTap, eKIMmipyBaHHS, BUTPATHI MaTrepiaiy, XapakTEPUCTHKU TEPCOHaXa Ta
cUCcTeMa IIPOKauyBaHHs — peai3oBaHa sik okpeMuit Actor Component, 1110 3a0e3neuye
THYYKICTh, MOJIYJIBHICTD 1 3pyYHE MacIITa0yBaHHS.
Komnonent BPAC Inventory BiamnoBiziae 3a 00poOKy MpeaMeTiB B IHBEHTAp1 Ta
peani3ye yHIBEpCAIbHY CTPYKTYPY 3 TAKUMH (PYHKIISIMHU:
— CreateStack, AddToStack, AddTolnventory,
RemoveFromInventoryByStruct, RemoveFromInventoryByld — ocnHoBHa
Jorika poOOTH 3 MpeIMETaMU;

— Togglelnventory — nokas / npuxoByBanHs Ul iHBeHTaps;

— Makpoc HasPartialStack — nis go3amoBHEHHST BKE€ CTBOPEHHX CTEKIB
IPEIMETIB.

VYci npenmMeTy 30epiratoThCs y BUTIISII MACHBY CTPYKTYP, IO A€ 3MOTY THYYKO

0o0poOIATH pi3HI THUNHU JaHUX 1 00 €aHYyBaTH cXO0Xi npeaMerd. [lpu monaBaHHI B
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IHBEHTAp TEPEBIPSIETHCS, YM MOKIMBO JIO3AMIOBHUTH ICHYIOUMU CTeK. SKmo HI —

CTBOPIOETHCS HOBUU.

Komnonent BPAC PlayerEquipment BianoBizae 3a eKinipyBaHHS:

AddWeapon, RemoveWeapon, EquipWeapon, EquipNextWeapon -
00poOKa 30poi;

AddAmulet, RemoveAmulet, AddConsumable, EquipNextConsumable —
aMyJIETU ¥ BUTPATHUKU;

30posi 30epira€TbCs y MacuBl CTPYKTyp (0 2 CIIOTIB), amyJieTH U
BUTPATHUKH — y MaCHBaX 710 3 CJIOTIB KOXKEH;

ycl ex3emIusipu 30poi 30epiratoThcsi B MacuBi SpawnedWeapons 3
inexcarniero CurrentWeaponEquipIndex;

e metoa ToggleEquipment — 151 nepeMuUKaHHsI BUAMMOCT1 €KiTlIPOBKH.

BPAC PlayerCrafting micTuTs:

MacHUB JOCTYIHHX i1 CTBOpeHHs mpeameriB Craftingltems;

dyunxiis Craftltem — npoxonuts no ID Matepianis, 3HIMAE iX 3 IHBEHTaps Ta
J10]1a€ HOBUU TIPEIMET;

¢ynkuis CheckCanCreated — mnepeBipsie HasBHICTb YyCiX HEOOXI1JHUX

peCypciB nepe]; CTBOPEHHSM.

XapakTtepuctuku peanizoBano B komrnoHeHTi BPAC PlayerStats:

GetNextPlayerLevelXP, AddPlayerXP, PlayerLevelUp, AddSkillPoints,
RemoveSkillPoints — 6a30Ba j0rika MpoKayKH;

PrevSkill, NextSkill, ApplyNewSkills, ToggleLevelUp — intepdetic mis
O30Ty XapaKTEPUCTHK;

pPO3paxXyHOK 3HAYCHb BIMOYBAETHCS IUHAMIYHO: TIOYATKOBE 3HAYCHHS,
1HTEpBaJI ITiIBUIIICHHS, MAKCUMAJIbHUIN PiBEHB TOIIIO;

nepeadadeHo 10AaTKOB1 OOHYCH — HaNPUKIIA/, Bl €KIMPOBAaHUX aMyJICTIB.

[Tapanensno nie BPAC InGamePlayerStats — BiacTeXye akTyalbHUNU CTaH

MEPCOHAXKA MIJ] 4ac TPU:

BpPaxoOBY€ 37I0POB’ s, BATPUBAJIICTh, CTATYCHI e(PEeKTH;
mae Event Dispatchers: GetDamage, PlayerDeath, NoStamina, CanMove;
CTaTyCH aKTHBYIOTBCS uepe3 OKpeMi MOAll — 3pyYHUH KOHTPOJIb Ha PiBHI

JIOT1KH TPH.
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Jlis ynpaBiiHHS TpokadyBaHHSAM cTBopeHo aktop BPA PlayerHub — me

IHTEpaKTUBHUM 00’ €KT 3 BI3yaJIbHUM IPEJCTABICHHAM 1 KoJli3i€0. BiH Mae HacTynHY

JIOTIKY:

CanWithHublInteraction — nepeBipsi€ BiICyTHICTb BOPOTiB MOOJIN3Y;
StartWithHublInteraction — 3HuIIye BoporiB, BigkpuBae Ul weHIo
pOKavYyBaHHS,

EndWithHublnteraction — noBeprae ymnpaBiliHHS TpaBlLIO, PECIABHUTH

BOPOT'B.

Taxe piteHHst 103BOJIsI€ OPTaHIYHO IHTETPYBATH CUCTEMY PO3BUTKY IEPCOHAXKA

y CBIT TpHU, HAJAIOYH TPABIIEB] O€3MEeYHY 30HY JJIs MPOKAYyBaHHS.

CnaBzep BoporiB peanizoBano uepe3 BPA EnemySpawner:

30epirae TUIH BOPOTiB y MacuBi cTpykTyp EnemyTypes;
Mae wmeroaun Spawn Ta DestroyAll, macuB SpawnedEnemies — mis

KepyBaHHS 1HCTAHCAMH.

Oxpemo crBopeno BPA MasterWeapon — mrabnos 30poi:

Ma€ 3MiHHI XapaKTEPUCTHK, JIOTIKY BI3yaJIbHOTO pO3TaIlyBaHHS,
peanizoBaHO TOUYHY CUCTEMY JIETEKIIIi MonajaHb — uyepes3 nooynoBy spline no
menty i Sphere Trace Mmixk Toukamu (puc. 3.6);

ymapu (QIKCYIOThCS JIMIIIE TP aKTUBAIlli CIEMialbHOTO 1BEHTY 3
aHIMAaI[iHHOTO MOHTAXY;

meroau: CalcDamage, CalcNewDamage, HitsRegistration — BiamoBigaroTh
3a HAHECCHHS IIIKOJM, CHaBH e(EeKTiB, BHU3HAYCHHS JDKEpela aTaku

(rpaBeris/Bopor).



Pucynok 3.6 — Blueprint BPA MasterWeapon. [leTekiiist momananb 30poi

Jlnst Al BUKOpHCTaHO Ti caMi KOMIIOHEHTH, ajie 3 aJIalTall€ro: BUAAICHO JIOT1KY
BUTPUBAJIOCTI, 3MIHEHO BJIaCHUKa 30poi — BOpor 3amicTh rpaBigd. lle mamo 3mory
3a0e3MeyuTH CIUIbHY OOMOBY cHUCTEMy SIK JUJISl TPaBLs, Tak 1 A CYNPOTUBHUKIB 3

MIHIMAQJIbHUM JTyOJIFOBAaHHSM KOJTY.

3.6 I1o0yxoBa CTPYKTYpPH piBHIB

VY npoekTi peasizoBaHO TP IMOCHIJOBHI PIBHI, KOKEH 13 SIKUX Ma€ BIACHY
apXiTeKTypy, JIOTIKY Ta MeXaHIi3Mu mepexoay. IlepeMukaHHs MDK PIBHSAMH
3IMCHIOETHCS YEpe3 B3AaEMOJIII0 3 BU3HAUYEHUMH aKTOPAMH, IO CYIPOBOKYETHCS
aHIMaIITHIMH YU (QYHKI[IOHATbHUMH TTO1SIMH.

[Tepmuii piBers (M _Dunge) — ne nmiHiliHE Mia3eMels, CTBOPEHE Ha OCHOBI

TOTOBHUX aCCETIB.
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y MeXax piBHS HJIAIMTOBAHO TMATPYJIOBAHHS BOPOTIB 31 IUISIXaMH,
no0y/TI0BaHUMHU 3a JIOTTIOMOTOIO CITJIAiHIB;
JUIST  TEepexXoay Ha  JOpPYrHil  piBEHb  BHUKOPHCTOBYETHCS  aKTOP
BPA OpenedGate (puc. 3.7). Bin mae 30Hy akTuBaiiii, sKka pearye Ha BXiJ
TpaBIIs;
MiCNsA aKTUBAIlll 3alyCKAeThCA TalMIIaliH TPUBAIICTIO 5 CEKyHA, IO
MOCTYIIOBO 3MIHIOE OOEPTaHHS BOPIT 1 CTBOPIOE €(EKT BIAKPUTTS;
110 3aBEPIICHHIO aHIMallli NepeBIPA€ThCS, YU )KUBUI I'PaBeLib;
AKIIO TaKk — Yycl BOPOTM Ha PIBHI 3HUIIYIOTHCS, AKTHBYETHCS
3aBaHTAXYBAJIbHUI €KpaH, B1IOYyBAETHCS MEPEMIIIICHHS HA IPYTUN PIBEHD 1

BHBAHTAXXCHH:A IICPIIOTO 3 rmam’sTi.

Pucynox 3.7 — Blueprint BPA OpenedGate. [lepexin Ha HOBUIl piBEHb

Hpyruit piBenb (M_Forest) € BIZKpUTUM CBITOM, peaji3oBaHUM Ha 0a3i

nasamadgTHOro akropy. OCHOBHa MeTa I[bOT0 CErMEHTY — JOCIII)KEHHS TEPUTOPIT Ta

301p pecypcis.

BOPOX1 aKTOPH TYT BIJICYTHI;

yepe3 CHUCTeMY MPOLEAYypHOI TeHepalii Ha pPiBHI PO3MINIYETHCS aKTOP
BPA_ HealingHerb, npencrasnennii y Burnsai Static Mesh. I'paBens Mmoxe
30upatH 111 00’ €KTH SIK MaTepiain 1l Kpadry;

JUTSl IEPEXOY Ha TPETid piBeHb BUKOpHUCTOBYeThCa akTop BPA Capel. Bin
Ma€ TPUTep-30HY, IPU BXOA1 B SIKY I'paBellb aBTOMATUYHO MEPEMIIY€EThCS
HA HACTYMHUI piBeHb. Y 1bOMY BHUIIQJKy 3aBaHTXKEHHS 31HCHIOETHCS

MUTTEBO 1 0€3 BUBAHTAKEHHS IPYTrOT0 PiBHS 3 MaM ATi.

Tperiit piBerb (M_BossArena) — 11e i30/1b0BaHa apeHa it piHAIBHOTO OO0 3

6ocoM. BiH Takok CTBOPEHHI 13 BUKOPUCTAHHSM FOTOBHUX aCCETIB.

nepexiJi Ha HbOTo BiI0yBaeThes yepes aktop BPA Capel;
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— apeHa TOBHICTIO 3aMKHyTa — IICIis TIEPEMIIICHHS TpaBelb HE Mae
MOJKJIMBOCTI TOBEPHYTHCH, SKIIO He rmompe. Ilpm cMmepri TpaBerb
NEePEMIIIKEThCA 10 OCTaHbOI TOUKH 30€peKEHHS Ha 2 PIBHI;

— ycs JIOTiKa, MOB’s13aHa 3 00eM MPOTH O0ca, peali3yeThCs OKPEMO Ha ITbOMY
PiBHI.

[ToGynoBaHa CTpYKTypa pi1BHIB OXOILTIOE TPU MOCTIAOBHI CEPEIOBHUIIA 3 YITKHUM
noAi70M (QyHKIIIH: 60MoBe Mmia3eMeIsl, TOCTTHUIbKUI BIIKPUTHM CBIT Ta 130JIbOBaHA
apeHa s (iHATBHOTO MPOTUCTOSHHSA. Takuh MiAXi JO3BOJISIE TOCTYIOBO
YCKJIQIHIOBATH ITPOBHI MpOIlEC, a TaKOXK €()EeKTHBHO KepyBaTH pPeCcypcaMu Iam’sTi

3aBJSAKH IIOCTAITHOMY 3aBAHTAKCHHIO Td BUBAHTAKCHHIO plBHlB

3.7 Peaqizanisa Al Ta 00iioBoi moOBeiHKH

I Ty4Huii iHTEIEKT BOPOTIB pealii3oBaHo 3a JonoMoror cuctem Behavior Tree
1 Blackboard y noennanni 3 komnonenTom Al Perception. OcHOBHa Jiorika pearyBaHHS
Ha TPaBIls Ta YIIPABIiHHS CTAHAMH BOPOTiB 30cepekeHa B okpemoMy Al-koHTporepi,
CTBOPEHOMY JJIs1 OOpOOKHU MOBEIHKH K 3BUYaiHUX OOTIB, TaK 1 OOCIB.

bazoBuii kouTposep BPAIC MasterController mictuth Habip ¢GyHKIIH, sKi
BU3HAYAIOTh PEakIiito 00Ta Ha 30pOBi Ta OOMOBI CTUMYJIH. 30KpeMa, QyHKIIII:

— RememberSpawnLocation;

— SetlsRandomPointSecurity;

—  ProcessVision;

— ProcessDamage.
BUKOPUCTOBYIOThCS JUIsl 30€pEKEHHS TOYKH CIIaBHY, AaKTHBAIlli BHUIMAJKOBOTO
naTpyJroBaHHS Ta 0OpOOKH MOA1N BUABICHHS a00 OTPUMAHHS YIIKOJKEHHS.

Kommnonent Al Perception HanamToBaHui Ha CIPUXHATTS BI3yalbHUX CTUMYJIIB
Ta BIUIMBIB BIJI YIIKO/JKE€HHS, 3 BIANOBIIHUMHU PEAKUISIMU B 3aJIEKHOCTI BIJ THUITY
JpKepena.

VY Bumaaky BUSBICHHS aKTOpa 30py, GyHKIIis ProcessVision BU3Hauae, 4u € b
rpaBieM. SIKIo BUSIBICHU 00’€KT HE € IpaBlieM, MEPEeBIPSIEThCS KOro craH. SAKIno

00’eKT MepTBUM, #oro ocrtaHHs mno3ulis 3anucyerbca B Blackboard sk
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LastKnownLocation. fkmio » BHUsBIEHUN came TpaBellb, IMOBEIAIHKA 3aJEKUTh Bl
Horo cray: sKIIO rpaBelb MepTBuM, 3MiHHI EnemyTarget 1 LastKnownLocation
OUMUIYIOThCA; AKIIO KUBUHM — 1UIb (PikcyeThest B EnemyTarget, a Tako OYMILYIOThCS
sminHa LastKnownLocation. [Ipu BTpaTi Bi3yaqbHOT0 KOHTAKTY OCTAHHE MOJIOKCHHS
rpaBiis 3anucyeThes B LastKnownLocation.
IToBeninka 60ta quHaMidHO 3MiHIOETHCS B Behavior Tree (puc. 3.8) Ha ocHOBI
3HaueHb y Blackboard. Bopor nepexoauts Mi>k CTaHaMU TACUBHOCT1, HACTOPOYKEHOCTI

a0o aTtaku, pearyr4u Ha CUTYaIlll0 y MPOCTOpPi TPH.

Pucynok 3.8 — Behavior Tree BT Skeleton. Peanizarist moBeginku

Jis  OGoca peami3oBaHO OKpeMy JIOTIKY 3 BJAaCHUM  KOHTPOJIEPOM
BPAIC BossSkeleton, sikuii Takoxx Hacnigye 6a3oBuii koHTpoisiep. Ha BiamiHy Bif
3BUYAWHUX BOPOTiB, 00C HE BHUKOPUCTOBYE CTaH HACTOPOKEHOCTI — BIH MOCTIMHO
OpIEHTOBAaHWW HA TpaBlsl Ta OJpa3y MepexoauTh y OoWoBUM pexum. [ HbOro
3acTocoBytoThea okpemi Behavior Tree ta Blackboard, mo no3Bossie peanizyBaru
YVHIKaJIbHY TTOBEAIHKY.

3BUYaiiHi Boporu kepyroThes yepe3 koHrposiep BPAIC Skeleton. O0uasa Tunu
BUKOPUCTOBYIOTh HaBiramiini citku (NavMesh), siki monepeHbO BCTaHOBJIEHI Ha
NEePIIOMY Ta TPEThOMY PIBHSX ISl 3a0€3M€UEeHHsI KOPEKTHOT HaBirailii Ta pyXy BOpOriB
10 CKJIa/IHI1i reoMeTpii piBHIB.

VY pesynbTari peaizoBaHO THYUYKY Ta MaciiTaboBany cuctemy Al, 1o oxoriroe
K 3BUYAMHUX BOPOTiB, TaK 1 YHIKAIHHUX OOCIB, 3 TIIMOOKOIO JIOT1KOIO MOBEAIHKH. Lle
JI03BOJISIE JIETKO PO3IIUPIOBATH 0OMOBY CHCTEMY, CTBOPIOBATH CKJIa[HI CIICHApii Ta

3a0e3reuyBaTy TMHAMIYHUN TedMILIeH 13 aJanTUBHUMU BUKJIUKAMU JJIs TPaBIIs.
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3.8 [1Io0yxoBa intepgeiicy kopucrysaua UMG

IaTepdeiic kopuctyBaua peanizoBaHo 3a gomnomoror cucremu UMG y Mexax
KUTbKOX (PYHKIIIOHAJIbHUX BHJIKETIB, K1 BIJIIOBIIAIOTh 32 yIPABIIHHS 1HBEHTapeM,
EKIMPYBaHHSIM, XapaKTepUCTUKAMH TIEPCOHAXka, MOBIAOMJIEHHSMH, EKPAHOM
3aBaHTAXCHHS Ta CUCTEMHUMH HAJIAIITyBAaHHSIMHU.

Bci  kimiouoBi  BHIDKETH  CTBOPIOIOTHCS, JIOAAIOTHCA O BBIOMOPTY abo
3HMINYIOThCS 3a jornomororo ¢ynkmiii Toggle-, ski BUKIMKAIOTBCA 3 aKTOP-
KOMITOHEHTIB BIJIIIOBIIHO JO 1rpOBOro KOHTEKCTY. lle m03BoJisg€ IeHTpasIi30BaHO
KOHTPOJIIOBATH MOSABY 1HTEPHENCHUX €JIEMEHTIB 3aJIEKHO BiJ JI1i IpaBlisl (HapUKIIa,
BIJIKDUTTS 1HBEHTApsI, OTPUMAaHHS YIIKOJDKEHb 00 3aBaHTa)XKEHHS PIBHS).

Jlsist 3py4gHOCTi B3aeMojii 3 iHTEphEHCcOM y Tpi CTBOPEHO TOJIOBHUU BUJIKET
WBP_MenulnGame, sxuii BUKOHYE pOJIb IEHTpPAIBHOrO Xaba JOCTymy 10 BCiX
mijcucTeM. Y IbOMY MEHIO peai3oBaHi KHOIKH MEepexo1y A0 TaKUX MIMEHIO:

—  eKINIpyBaHHS,

—  Kpadrt;

— 1HBEHTap;

— TOKpAIlEHHS XapaKTEePUCTHK;

— HaJIalITyBaHHS.

[nTepdeiic HamamTyBaHb peai30BaHMUI y BUIJISIII OKPEMOIo BHUJKeTa. ba3osi
HaJAlITyBaHHs (HAPUKIAM, TYYHICTh a00 SCKPaBICTh) 3aJal0ThCS Yepe3 ciailaepu 3
niama3oHoM 3Ha4eHb Bix 0 10 4. Bubip po3aiibHOI 31aTHOCT1 €KpaHy Ta peKUMY BiKHA
peanizoBaHUl 3a JIOMOMOTOI0 I1HTEP(PEHCHOrO eJeMEHTa 3 KHOMKaAMU TMepexony
"BIIIBO/BIIPaBO" 1 TMOTOYHUM 3HAYEHHSM Y IEHTPI — MOAIOHO JO CIHCKOBOIO
nepeMuKaya.

Jlis 30epekeHHs KOpPUCTYBAlbKMX IapaMeTpiB 3aCTOCOBYETbCS BOYyJOBaHa
cuctema Settings [15]. Uepes Hel inTepdeiic oTpumye, 3MiHIOE Ta 3aCTOCOBYE CHUCTEMHI
HaJIAIITYBaHHS, 110 TAPAHTYE iXHE 30€PEKEHHS MIXK CECISIMH.

Kpim Toro, y npoexTi peanizoBaHo:



43

— TMOBIJIOMJIEHHS PO CMEpPTh TIpaBlsi 3 MOAAJIBLUIMM IOBEPHEHHAM [0
OCTaHHBOI TOUYKHU 30€peKEHHS;

— TI1JKa3KU KOHTEKCTHOI 1ii (Hanpukiaf, “‘HatucHite E nnsa B3aemoii”);

— 3aBaHTa)XYBAJIbHUI €KpaH, SKUH B1IOOPA’Ka€ThCA MiJ Yac MEPEXOAY MIXK
piBHsMU. Lleli BUIKET aKTUBYEThCA MEpe] MOYATKOM 3aBAaHTAKEHHSA Ta
aBTOMATUYHO MIPUXOBYETHCS IMICIS HOrO 3aBEPILIECHHS.

VYesa Bzaemonisi 3 UMG-iHTepdeiicom moOyioBaHa TakUM YHHOM, 11100

3a0€3MeYnTH MaKCUMaJbHY THYYKICTh 1 KOHTPOJb Yepe3 (yHKLIOHAJIbHI BUKJIMKHU B

JIOTiIIl aKTOPiB, 6€3 )KOPCTKOI MPHUB’I3KH JJ0 KOHKPETHHUX PIBHIB 200 CUTYyaIliil.

3.9 TectyBanHns, onTuMi3auisi, piHaabHa 30ipKa

3aBepmianbHUANA  €Tanm  PO3poOKM TependadaB KOMIUIEKCHE TECTyBaHHS,
ONTHMI3aIliI0 JIOTIKK Ta MPOJYKTUBHOCTI, a TakoX (opMyBaHHS (iHATBHOI 301pKU
NPOEKTY ISl IEMOHCTpAIii.

VY mporneci ¢inamzanii Oyia0 peayi3oBaHO HU3KY 3aXOJIB ISl IiJBUILCHHS
MPOJYKTUBHOCTI, 3MEHILIEHHS 3aTPUMOK INpPH 3aBaHTaXEHHI Ta 3a0€3MeYeHHs
cTabuTpHOT poOOTH Ha BCiX piBHIX. OCHOBHUM 1HCTPYMEHTOM OINTHUMI3allii BUCTYTHIIA
cuctema Level Streaming, ska [03BoJiS€ AMHAMIYHO 3aBaHTaXYBAaTH Ta
BMBAHTA)KYBaTHU YAaCTUHU I'POBOTO CBITY 3aJIEKHO B1Jl POTPECY T'PaABIIS.

Ha Binminy Bia npsimoro 3aBantaxkeHHs1 piBHIB (Open Level) abo 3aBuacHoro
3aBaHTaXEHHS BCIX €JIEMEHTIB y Iam’sTh, Level Streaming 103B0HB:

a) YHUKHYTHU 3HAYHHMX 3aTPUMOK Ha CTapTi I'pu;

0) 3MEHIIUTU OJIOKYBaHHS OCHOBHOTO MOTOKY;

B) 3a0e3Me4MTH IJIABHE 3aBaHTaKEHHS O€3 3aBHCaHb.

KoxeH piBeHb I'pu peani3oBaHUM K OKPEMUI IT1/IPIBEHb:

r) Micis 3aBEpILICHHS TMepuioro piBHA (mia3eMesuisi) — JAPYruil piBeHb

(BLAKPUTHUI CBIT) 3aBaHTAXKYETHCSI, & IEPIINI BUBAHTAXKYETHCS,
1) Tepexia 0 TPEeThoro piBHS (0oc-apeHa) 3AIMCHIOETbCA TICIs BXOIY 10

KaIUIMII 3 BIATIOBITHUM 3aBaHTXXEHHSAM TUIBKH MTOTPIOHOTO ITiIPiBHS.
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Ileit miaxig 3HAYHO 3MCHIIMB HABAaHTAKCHHS HA OINEPAaTUBHY IIaM’ STh 1

3a0e3ne4rB cTablIbHY 4acTOTY KaJpiB HaBITh Ha cepeHiX KoHpirypamisx [TK.

JlonaTkoBO OyJI0 ONTHMMI30BAHO CKJIAJHI MEXaHIKHM: TpacyBaHHsS KOJI31i Mpu

aTakax BUKOHY€EThCA JIMILIE B OTPIOHI MOMeHTH 4epe3 noaii (Events) y Montage, 1o

3HIDKYE HAaBAaHTAXEHHS HA (QI3UYHHUMA PYTIIii.

HpOBe,ZIGHO BCEOIUHE TCCTYBAHHA OCHOBHUX inOBI/IX CHCTCM:

e)

IHBEHTAap — J0/IaBaHHsI, BUIAJICHHS, COPTYBaHHS, BAKOPUCTAHHS TPEIMETIB;
eKINMpyBaHHId — po0OTa CIJIOTIB, BIUIMB HA XAapaKTEPUCTHKH, IHTErpauis 3
ooewMm;

KpadT — mepeBipKa JIOTIKHA JOCTYITHOCTI, CIUCAHHS PECYPCiB, PE3yJIbTaT;
IpOKavyBaHHS — JOCBIJ, pIBHI, OYKH XapaKTEPUCTHUK, BILUTUB Ha MapaMeTpH;
CUCTEMHU 30epeKeHHS — MEPEBIPEHO CEC1iTHY MO/IEIb Ta BUKJIUK YEKIONHTIB
Ha BCIX PIBHSX;

Al Ta 6oiioBa cucTeMa — peakilii Ha rpaBIisl, CTa0lIbHICTh ITOBEIIHKH, O0HOBI

dazu.

Oxpema yBara npuJiiJieHa JIoTiii nepexoaiB Mix piBHsMHU, poOoTi Ul mpu 3miHi

KOHTEKCTIB, @ TAKOK KOPEKTHOCTI JIOT1KU 30€pEKEeHHSI Ta TOBEPHEHHS 10 YEKIIOMHTIB.

BunpaBieHo KpuUTHYHI NOMWIKH, 30KpEMa: HEKOPEKTHE 30€pEKEHHs CTaHiB,

3aBHCaHHA Ipu niepexoii ¢a3 6010, 3001 Ipu BTPaTI i1, HEMPABWIBHIN pOOOTI KOJi311

Ha [10YaTKy I'PH.

[Tin yac TecryBaHHs 0OMOBOI cucTeMH OyJM BUSBJICHI Ta YCyHEHI KPUTHYHI

MTOMUJIKH, TIOB’sI3aH1 3 pOOOTOI0 KOJI31iA:

M)

BUSIBUJIOCS, IO TPU JyKe OJNM3bKOMY pPO3TAIlyBaHHI aTaKykw4doro 0
NPOTUBHUKA YPOH 1HOAI He mpoxomuB. [IlpwymHOIO cTamo Te, MmO st
peecTpaliii ypoHy BUKOPHCTOBYBAJIACH JIUIIIE KOi31s1 30poi. Y JesKkux Tumax
aTak, OCOOJMBO 3 WIMPOKHUMH JIyTaMH, MIXK TIUIeYeM IIEpCOHa)xka Ta
MOYaTKOBOIO TOUYKOIO 30poi 3ayiniaBcs 3a30p 0€3 aKTUBHOI KOI31i. Y Takux
BUIAJIKaX MPOTUBHUK MII (PaKTHUYHO "ONMMHUTHCS BCEPEAUHI" aTaKyruoro,
MUHAIOUU 30HYy ypoHy. J{7s BupimeHHs 1miel cutyariii 10 30poi 0yso 10/1aH0
JIOTIOMIDKHY KOJII3110 Ha pyIll arakyr4oro. Lle 7103BoInI0 po3mupuTu 30Hy
HAHECEHHS YPOHY B OJIIDKHHOMY OO0 Ta 3a0€3MEUUTH OUIKYyBaHY MOBEAIHKY

0e3 30UTbIIEHHS KUIBKOCTI MEPEBIPOK;
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CIoyYaTKy mependavanach Kiacu4yHa (poHTaIbHA cucTeMa OJIOKY, ajie ij
4yac TECTIB BUHUKIM NPOOJEeMH 3 TOUKOIO ypakeHHs. Hampukian, komu
rpaBelb 1 MPOTUBHUK CTOSJIM OJMH IEpe] OJHMUM, aHiMmallii yaapiB (i3
3aMaxamMH Ta BUMAJaMH) MOTJHM 3MICTUTH TOYKY YpaK€HHS B OiK, y 30HY
no3a GppoHTOM OJIOKY — y TaKOMY pa3i OJIOK HE CIpaibOBYBaB, X04a 3 TOUKH
30py rpaBus aTtaka Oyrna oudeBuaHO 3abiiokoBaHa. Ille omna mpoGiema
BUHMKaJIA PU y1apax 33a1y: yepe3 crnerudiky rpu (30post MoxKe MPOXOIUTH
Kpi3b 00’€KTH), yaap MIr "3adenuTH" cHepury MOJAENb IpaBlisl, a MOTIM
30poro. [le mopymryBano Joriky — rpaBenb aKTUBYBaB OJIOK, aje¢ YPOH BCE

0JTHO MPOXO0JIMB 200, HABIAKH, HE TIPOXOJIMB TaM, ¢ MaB.

[Io6 yHUKHYTH HEOJHO3HAYHUX CUTYAIllH 1 30€perTH AMHAMIYHICTh 0010, OYJ10

NPUIHATO PILIEHHS peaii3yBaTH BCEHAIPaBJICHUM OJOK: SKIIO OJIOK aKTUBHUHN Y

MOMEHT aTaKu — YPOH HE MPOXOJUTh, HE3aJIEKHO B1Jl HAIPAMKY. banaHc nocsrascs 3a

pPaxyHOK BUTPAT BUTPUBAIIOCTI Y PEXKHUMI OJIOKY, a TAKOX i1 YACTKOBOTO MOTJIMHAHHS

aTaKoIo0.

Y 1mpoMy pexuMi cTaMmiHa HE BIJHOBIIOETHCS, IO 3MYIIYE TPaBIIs

CTpaTGFi‘IHO BUKOPHUCTOBYBATH 3aXUCT.

@dinanbHa 30ipka makoBaHa mia Iwiarpopmy Windows 3 BHUKOPUCTaHHAM

cucremu Unreal Engine 5.5 uepe3 inctpyment Package Project, mo mgo3BoJisie

CTBOPUTH CaMOCTIMHY BEpCi0 TPH 3 yCiMa 3aJI€KHOCTIMH (BKIIOYHO 3 .eXe-(aitiom)

6e3 moTpebu BcranoBneHHs1 Unreal Engine.

I'oToBa 361pka BKIIIOYAE:

0)
)
p)

c)

ycCl TpH piBHI, IHTErpoBaHi uepe3 Level Streaming;

NOBHOLIIHHUH 1TPOBUI LUKII: CTAPT — BIAKPUTHUI CBIT — 0OC-apeHa;
noBHu# iHTepdeiic (UMG), kpadT, eximipyBaHHs, MPOKadYyBaHHS, OOHOBY
JIOTIKY;

CHUCTEMH 30epeKEHHS, YSKIOMHTIB, MTOB1IOMJIEHb, MEHIO.

VY pesynbTari:

T)
y)

rpa micius 30ipku 3aitmae 3,27 I'b;

He ToTpelye CremialbHUX YMOB JIJISl 3aITyCKY;

¢) moxxe Oytu 3amymieHa Ha Oyap-skomy [IK 3 Windows 11 Tta miaTpumkoro

DirectX 12.
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Le no3BoJIsie 3pyYHO AEMOHCTPYBATH MPOEKT HA IIMPOKOMY CIIEKTPi cucteM 0e3

HEOOX1THOCTI 10JIaTKOBOT KOHDirypariii.
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BUCHOBKH

B pesynbrari BuKOHaHOI poOOTH po3poOsieHa 3D rpa 3 BHKOPUCTaAHHSIM
irpoBoro pyuis Unreal Engine 5.

VY mporueci po3podku Oysi0 peani3oBaHO MOBHOLIHHUN ITPOBHIl MPOTOTHUN Y
xaHpi Soulslike, 30cepemxenuii Ha MOOYIOBI 0a30BMX MexaHiK: 000, 1IHBEHTaps,
KpadTy, IpOKadyBaHHS, 30€peKEHHS MPOrpecy, MEPEMIIIeHHS MiX JOKaIllisiMU Ta
B3aeMofii 3 00’ekTamu CBITY. ['pa OXOIUIIOE€ TpPW MOBHOIIIHHI PiBHI, SIKI JIOTIYHO
OB’ s13aH1 MK CO00I0, a TAKOXK pealli3y€e MOBHUN ITUKI B3a€MO/I11 TPABIS 31 CBITOM —
BiJl CTApTy 710 0010 3 (piHAITLHUM OOCOM.

byno po3po6aeno monang 30 KepyrouyuxX CKPHUIITIB Ha Bi3yajdbHIM MOBI
nporpamyBaHHs Blueprints, 0e3 Bukopuctanis mosu C++. Lle 3a6e3neunsio BUCOKY
THYYKICTh Ta IIBUAKICTb CTBOPEHHS MPOTOTHITY, & TAKOK 3pOOUIIO MPOEKT TOCTYITHUM
JUTSl IOJAJIBIIOTO BIOCKOHAJIEHHS CTY/ICHTaMU YU 1HIU-PO3POOHUKAMH, SIKI HE MAIOTh
rIIMOOKUX 3HAaHb Y IPOrPAMYBaHHI.

[Tiz yac po3poOku BUKOPUCTAHO Taki TexHousorii Ta ruiarinu Unreal Engine 5:

x) Unreal Motion Graphics (UMG) — nmnsi cTBOpeHHS 06araTopiBHEBOTO

iHTepdelcy KopucTyBaya;
1) Level Streaming — mjig AMHAMIYHOTO 3aBAHTAXKEHHS Ta BHUBAHTAKCHHS
PiBHIB 0€3 3aTPUMOK;

4y) Behavior Trees ta Al Perception — s CTBOPEHHS I1HTEJIEKTYaJlbHOI
MOBEIIHKH CYIPOTUBHUKIB,

1) Animation Montages — 17151 opraHi3aiii 0010oBo1 aHIMaIlii;

1) Blueprint Interfaces — ny1s mepenayi 1aHuX MK OKPEMHUMH KOMITOHEHTaMU
CUCTEMH,

bI) FAB Plugin (Sunset — Modular Medieval Brick Buildings) — ayist noOygosu
CEpEIOBHILA;

5) Procedural Content Generation Framework — ayis ontumisaiiii KOHTEHTY Ta
CTBOPEHHS YHIKaJIbHUX €JIEMEHTIB;

10) Water System — [ CTBOpPEHHS BI3yalbHO pPEATICTUUYHUX BOJHUX

HOBEPXOHb;
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a) Settings API — nns HamamtyBaHHs rpadiqHUX TapaMmeTpiB y peaibHOMY

yaci.

[IpoekT TakoX BKIIIOYAE aIaliTUBHY OOHOBY CUCTEMY 3 €I€eMEHTaMHU TaKTUIHOI
B3a€MO/I1i, CHUCTEMYy EKIMIPyBaHHA 3 BIUIMBOM Ha XapaKTEPUCTUKHU IEpCOHAXa,
1HBeHTap 3 QIIBTPALIEI0 Ta KACTOMI30BaHy CHUCTEMY KpadTy, sika MpaIfoe Ha OCHOBI
JOCTYITHUX PECYPCIB 1 BpaXOBY€ XapaKTepUCTUKH TpaBiid. [[pokauyBaHHS pealizoBaHe
4yepe3 OYKHU HaBHUOK, 10 PO3MOUISIOTHCS Y CIICIIAIbHIX TOUYKaX 30€peKeHHS.

®dinanpHa 30ipka rpu Oyna cdopmoBana mig Windows 3 ypaxyBaHHAM
niarpumku DirectX 12 1 cyuacunux rpadiuaux API, mo no3Bossie 3amyckaT IpOEKT
HaBITb  HA  CEPEJHbOCTATHCTMYHHUX  KOMIT'IOTepax  0e3  moTpedu y
BUCOKOIIPOYKTUBHOMY anlapaTHOMY 3a0€3MeUeHHI.

Po3po0Oky MOXHA BUKOPUCTOBYBATH SIK TEXHIUHY JEMOHCTpaIlil0, HaBYaIbHUN
Matepiasl 0o OCHOBY ISl KOMEPIIMHOTo nMpoekTy B )kaHpi RPG abo Soulslike. Takox
il MOKJIMBO BIIPOBAJMTH B OCBITHI Iporpamu 3 BuBueHHs Unreal Engine, po3poOku
IrpOBUX 1HTEP(ENCIB, CUCTEM YIPABIIIHHS, JIOTIKKM Al Ta mOOy10BU IrPOBOIO CBITY.

Takum unHOM, fAaHa KBamidikariiiHa poOoTa MPOAEMOHCTPYBaIa MOKIUBICTh
MOBHOIIIHHOT peai3allii KIIF0OYOBHX ITPOBUX MEXaHIK BHKIIOYHO Ha ocHOBI Blueprint-
cuctemu Unreal Engine 5, 13 3ajyd4eHHSM CydYyacHHUX TEXHOJIOTIH Ta MPAKTHK
onTuMmizailii, 1Mo pPOOUTh TMPOEKT €PEeKTHUBHUM MpPHUKIAAOM po3podku 3D-rpu B

Cy4aCHHUX YMOBax.
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JTOJATOK A

IHocuiaHHA HA CKOMIIIJILOBAHY BepPCil0 Irpu

CxkommnisiboBana Bepcis rpu "Souls Like Template" qoctynHa it 3aBaHTaXXeHHS
3a HACTYMHUM nocuiaHHsIM: https://drive.google.com/file/d/1XyZAbCDefgHIJKImno
PqrStUvW Xyz/view?usp=sharing

Texniuna iHpopMmarris:

a) Ha3Ba apxiBy: Windows.zip;

0) karanor BcepenuHi apxiBy: Game Build;

B) po3mip apxiBy: 3,13 I'b;

r) dopmat: ZIP-apxis;

1) IHCTPYKIIIS MO0 3aIMyCKY TPH:

— TMEPEUTH 3a MOCUJIAHHSM;

— mnepeitu 1o nanku Game Build;

—  3aBaHTAXXUTHU apXiB;

— pO3MaKyBaTH BMICT y 3py4YHE Micl€ Ha AUCKY;

— 3anmycTuTH BuKoHyBaHu# ¢aiin SoulsLikeTemplate.exe.


https://drive.google.com/drive/folders/1Qw97j62kBWruz5WkjcuAsmtun43OvkCU?usp=sharing
https://drive.google.com/drive/folders/1Qw97j62kBWruz5WkjcuAsmtun43OvkCU?usp=sharing
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