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PEDEPAT

Kpanidikamiiina pobGora wmarictpa: 123 c., 74 wmamoHka, 2 A04aTKd, 32
JoKepena

O0’eKT MOCJIIZKEeHHSI: TIPOIIEC MPAKTUYHOI PO3POOKH KOMIT IOTEPHHUX Irop y
xaHpi Action-RPG3 Bukopucrannsam pyurisi Unreal Engine 4.

Meta poGOTH: CTBOpPEHHS KOMII'IOTEPHOI TpU Ta NEBHUX Mg HEl BUIIB
MexaHiK y kaHpl Action-RPG3 meToro mojmanbimioro ii po3BUTKY B MaiOyTHBOMY,
MO>KJIMBICTH BIIPOBAKEHHS T'PU B OHJIAMH-cepBicH HUGPOBOT TUCTPUOYLIIT Y BUTIISIL
0araToKOpHUCTYBAIBKOTO PEKUMY 3 IUTBIO 3aIIKaBICHHS OUIBIIOT Ay IUTOPIi.

MeToaM: BHUKOPUCTAHHS METOIB KOHTEHT-MOHITOPUHTY, Teopii irop,
JOCTIPKEHHSI PUHKY B1JI€0OIrop Ta METO[ Bi3yamizamii po3moAuTy moTped Ipu uis
pPO3pOOKM OCHOBHOI JIOTIKM Ta MeXaHiku. Peamizaiiss poOoTH BUKOHYyBajacs Ha
ocHoBl Metonoiorii RAD (Rapid Application Development) Ta YacTkoBo B
noenHanHi 3 MetogoM DSDM (Dynamic Systems Development Model).

Kuarwuosi ciaoBa: xomm’'totepHa rpa, Action-RPG, Unreal Engine 4, irpoBuit

JIA3aliH, OTMHOYHA TPa.



ABSTRACT

Bachelor's qualification work: 123 pages, 74 drawing, 2 appendices, 32 sources

Object of research: the process of practical development of computer games
in the genre of Action-RPG using the Unreal Engine 4 engine.

Purpose: to create a computer game and certain types of mechanics in the
genre of Action-RPG for further development in the future, the possibility of
introducing the game in online digital distribution services in the form of multiplayer
mode to interest a larger audience.

Methods: use of content monitoring methods, game theory, video game market
research and method of visualization of the distribution of game needs for the
development of basic logic and mechanics. Implementation of the work was
performed on the basis of the methodology of RAD (Rapid Application
Development) and partly in combination with the method of DSDM (Dynamic
Systems Development Model).

Keywords: computer game, Action-RPG, Unreal Engine 4, game design,

single player.
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BCTYII

AKTyalbHICTh J1aHOT POOOTH 3yMOBJIEHA CTPIMKHM PO3BUTKOM I1HIYCTpIi
KoMIT roTepHUX 1rop. Ha choro/HiiHIi AeHb pO3p0OOKa BICOTPU CIIPUMNMAETHCS SK
JIemIo OUIBINe, YMM MPOCTO po3Bara. 3a OCTaHHI POKH, PUHOK BiJIEOITOp 3pOCTaE 3
HEHMOBIPHOIO IIBHIKICTIO, 1€ OOYMOBJIEHO THM, IO OaraTo CTBOPEHHX
KOMIT'FOTEPHUX 1rop JOTMOMararoTh JIOJASAM SK (PI3MYHO, TaKk 1 MOpPaIbHO.
Hampuknan, icCHyIOTh BiI€OTpH SIKI MOKPAIIYIOTh JIIOACHKY IMaM’siTh, PEakiliio, a
TaKOXX JOTMOMAaraloTh pO3CIa0UTHCh Ta BUMTH 3 jenpecii. 3BICHO, MOTPIOHO
PO3YMITH, IO SKICHO pO3pO0JIEHAa KOMIT'IOTEpHA Tpa MOXE MPUHECTH BEIUKHI
J0X17, ayIUTOPII0, MOMYJISIPHICTh, aJKE 3 KOKHUM JHEM PHUHOK IrpOBOI 1HAYCTpIi
PO3BUBAETHCS Ta BiJKPUBA€ 0araTo MOXJIMBOCTEH A PO3POOHHKIB, a TOJOBHE
HasIBHICTh KOM(OPTHOTO KUTTS Ta MOTHBAIT OJANBIIOI CBOET A1SITBHOCTI.

VY npuKiIagHOMY CepeAOBHUILI KOMIT'IOTEPHI IMPU MOXHA BUKOPHCTOBYBATH B
mporieci 1HHOBAIId Ta OCBITI, HaNpUKIadA, B SKOCTI CHEHIAJIbHUX IIPOBHUX
HaBYAJIIbHUX MPOrpaM, 110 BUKOPUCTOBYIOTHCS SIK B XOJ1 JIEKIIH, Tak 1 B X0l
3aJTiKIB, €K3aMEHAI[IMHUX TECTiB. [HIWNA NpOIyKTUBHUN BapiaHT — BUKOPUCTAHHS
IrpOBUX HAaBYAIBHUX MPOTpaM CTYACHTAMH 1] 4ac MpodOpieHTAIIHOT TPAKTUKH.

ToMy, cCTBOpeHHS KOMI'IOTEpHOI I'pU — aKTyajbHa Te€Ma JJs PO3BUTKY
0COOMCTOCTI B PI3HUX HampsiMKax, siki Oe3repeyHo OyayTh KOPUCHI IPOTITOM
YCHOTO KHUTTSL.

MeToro TIpO€EKTyY, € po3pOOJICHHS BiJICOTpH Ta MEBHUX IS HET MEXaHIK y
kaHpi Action-RPG 3 10 MOJanbIIOro PO3BUTKY Ta MOHETH3allli JIaHOTO
MPOJAYKTY B OHJIaH-cepBicax MUQPPOBOI AUCTPHUOYIIIi, IO JOTOMOXKE 3a0€3MeUNTH
CBO€ JKHUTTS Ta JACTh MOKJIMBICTh CTBOPIOBATH OLIIBIIIE TIPOEKTIB.

OO0’€eKT JOCTIPKEHHS 3aKIIOYA€ThCS y BUBYCHHI TPOIECY MPAKTHIHOT
PO3pOOKHM KOMIT FOTEPHOI T'pu 3a Jomomororo irpoBoro pymris UnrealEngine 4, a
TAaKOXX aHalli3 Ta BUIUICHHA OCHOBHUX MpPOOJEM CydYyaCHUX JOCIHIJKECHb,
MOB’A3aHUX 3 PO3POOKOI0 BIFCOITOp, 1 BU3HAYCHHS HAWOUIBII TEPCIEKTUBHUX

HaANPSMKiB PO3BUTKY Yy LiH cepi AISUTBHOCTI.



8

OudikyBaHHSI pPe3yJIbTaTIB BiJl JaHOT pOOOTH 3aKIIOYAIOTHCS Yy HACTYIHHX
CKJIAJIOBUX:

"  [IPOIYKT, SIKMH TMpeacTaBisie B €001 HaOlp MEBHUX MeEXaHIK s
KOPEKTHO1 po0OTH Y (piHATLHOMY €Tarll po3pOOKH;

" [pale3daTHICTb BChOrO (DYHKIIOHAJy Ta JIOTIKM CTBOPEHOI 4epes
CUCTEMY Bi3yalbHOTO porpamyBaHHs Blueprints;

"  KIHIIEBUM MPOJYKT, SKWUW 3aIllKaBUTh BEIUKY YacCTHHY MalOyTHIX
KOPHCTYBaYiB;

"  MOXJIMBICTH JJOJIATKOBOTO JOOMPAIIOBAHHS Ta OHOBJICHHS MPOIYKTY,
BITPOBAKEHHS OaraTOKOPUCTYBAIIBKOTO PEXUMY Y TOMY BHIIAJIKY, SIKIIO JIaHa rpa
IpUHECe BarOMUM JTOXiI.

Po3iOpaBminck  OUTbII  J€TAJIbHO, MOXKHAa 3pO3YMITH, IO CYy4YacHI
KOMIM'IOTEPHI ITPH BUSIBJISIOTH IMIMPOKUHN CIEKTP 1HHOBAIIMHUX MOKJIMBOCTEH, SIKI
MOXYTh OyTH aKTyaJibHI HE TIJIbKM B CBITJII TEXHOJOTIYHOI MOJEpHi3allili KpaiHu,

aJie 1 B KOHTEKCTI IEPCTIEKTUBHUX COIIaTbHO-TYMAaHITAPHUX JOCIIKEHb.



PO31LT 1
AHAJITUYHUAN OTJISI/I CTBOPEHHSI KOMIT'IOTEPHUX ITOP

1.1 Anaui3 npeameTHoi 00JacTi

Po3poOka KoMIT'I0TEpHOI I'pU — 116 MEUCTELITBO CTBOPEHHS BIZICOIrOp, OMHUC iX
IU3aiiHy, a TaKkoX Oe3MmocepeHbO caM MPOIEC PO3POOKU Ta KIHIEBUN BHITYCK
rpu.I'pa Moxe OyTH po3polOiieHa KUTbKOMa JIFOJbMHU 3 OOMEXKEHHM OIOJKETOM 1
¢diHaHCcyBaTHCS BUAABIEM. TOMy Yac Ta IiHa pO3pOOKH 3a1eXKaTh BiJ CKIAIHOCTI
npoekTy. Po3poOkor Bijieoirop 3alMaeThCsi PO3POOHHUK, SKUM MOXe OyTu
MIPEACTABIICHUA OJHIEI0 JIOJUHOI 1 KOMIIaHI€. 3a3BU4Yail BeIMKOMAcIITaOHI
KOMEPIIiiHI I'pH CTBOPIOIOTHCS KOMaHAaMU pO3pOOHHUKIB BCEPEIUH1 KOMIIaHI1i, 110
criemam3yetbes Ha [IK abo xoHconpHUX irpax. CTBOpEeHHS I'pH BKJIIOYa€E B cede
CTBOPECHHS KOHIIEMINi, JW3aiiH, CKJIQJaHHS, TECTYBaHHS 1 BHITYCK KIHIIEBOTO
npoaykry. [Ipu po3poOiii rpu BaXIMBO TyMaTd MPO irpoBY MEXaHIKy, HATOPOIH,
BHYTPILIHBO-ITPOB1 JOCATHEHHS (achievements), 3aqydeHHs TpaBIIB 1 JIW3aiHI
piBHIB.

Po3poOHUKOM Tpu MOke OyTH TPOTPaMmicCT, 3BYKOPEKHCED, XYI0KHHUK,
nu3aiiHep a0o OaraTo IHIIMX pOJied, SKI JOCTYIHI O€3MOCepelHhO B Traiysi
po3po0KH Bimeoirop. SKIO MOBHICTIO po3po0jeHa KOMIT IOTEPHA Tpa J03BOJISIE
TpaBIIEBi B3a€EMOJIISITH 3 KOHTEHTOM, a TaKOXK HaJla€ MOXKJIMBICTh MAaHIITYTFOBAHHIO
eJIEMEHTaMH TPH, TO TIIBKH TOJ1 MOKHA HAa3WUBATH II€HM MPOMYKT «KOMII FOTEPHOIO
IpoIo» a00 «BIEOTPOIOY.

[Ilo6 GpaTu ydacTs B MpoIeci po3poOKHU irop, BaM He 000B’I3KOBO MOTPIOHO
nvcatu koj. Hanpukian, Xya0)KHUKA MOKYTh CTBOPIOBATH 1 PO3POOJISATH MOTPIOHI
pecypcu A TpW, B TOW 4ac SK IHIMUN CHIBPOOITHUK MOXKE 30CEPEIAUTHCS Ha
nporpamyBaHHi. Tecrep MoXke B3SITH y4acThb Yy po3poOlli, o0 3HAWTH Ta
BUTIPABUTH ITOMUJIKA 200 «Oarm» B TPi, Ta BIIEBHUTHCS, 1[0 TPa MPAIOE KOPEKTHO,
AK 1 O4IKyBasuocs.

Po3poOka HalOuIbmUX OFOHKETHUX 1rop (Tak Ha3BaHUX «AAA-gamesy)
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MOX€ KOIITYBaTH AeCATKU MinbHOHIB qonapiB CIIA, 1 3a octanH1 AECATUIITTSA 111
OIO/IPKETH HEYXWJIBHO POCIH, a TaKOX KUIbKICTh KOMaHI PO3pOOHHUKIB 1 yac
ctBopeHHs. CepenHiii OrojpkeTr mnpoekTy AAA, 3a3BUYail  BUITYCKAETHCA
HAOUTBIIIMMH BHJIABHUYMMH KOMITaHISIMH, SIKUH MPOJAEThCA HA (PI3MYHUX HOCISIX
a00 B M(GPOBOMY BapiaHTI 1 YACTO BKIIFOYAETHCS B BIIOMY CEPilO 3 KIJIBKOX 1T0p,
CTaHOBUTH Bij 18 10 24 MuibiioHIB nonapiB. Ll eKCKIt03UBHA MYJIBTHOIOIKETHA
rpa ans 06ox miargopm (Xbox 360 ta PlayStation 3) mana cepennto uiny y 2012
poui 20 minbiioniB posapiB CIIA, a jis moBepHEHHs ii JOBEJIOCS MPOJATH
OJM3BKO 2 MUTBHOHIB KOTTiH.

ToMy 3a TOMOMOTOIO0 PO3MIMPEHHS PUHKY 1HAI-IFOpP YMMAao PO3POOHUKIB
B1JICOIrOpP MaJidi MOJXKJIMBICTH TpAIfOBATH HaJ CBOIMHM ITPOBHMH IPOEKTaMU 0Oe€3
GbiHaHCOBUX 1 MOPUAMYHUX 3000B'3aHb Mepea BUAABLUAMHU. I[HIOI-irpu — 1
KOMI'IOTEpPHI ITpU, CTBOPEHI OKPEMHMH PO3pOOHUKaMHU ab0 HEBETUKUMU
KoMaHaamMu 0e3 (iHaHCOBOI MIATPUMKH BHJABIA KOMIT'IOTEpHUX irop. Poszmonin
3IIACHIOETHCS MO MU(PPOBUX KaHalaxX po3moiury. Macmral siBUIl, MOB'SI3aHUX 3
1HA1-IrpaMu, 3Ha4yHO 3pocTae 3 apyroi nmojgoBuHU 2000-x poKiB, TOJIOBHUM YHMHOM
3aBISIKM PO3pOOIII HOBUX CIOCOOIB OHJIAWH-PO3IMOBCIOKEHHS, OJIHI 3 SIKHX
TUCTpUOYLIKHI cepBicH Taki, sik Steam, Origin, Battle.net, Uplay, a Takox iHmmmu
IHCTpYMEHTaMH PO3POOKH.

Jly’e 4acTO BUHHMKAIOTh CHUTYyallll, KOJH PO3POOHUKH 3IIITOBXYIOTHCS 3
OaratbMa mpoOieMaMu y Tpoleci CTBOpEeHHsA Tpu. s BUPIMIEHHS TaKUX
npoOJieM, 3 SKUMH CTUKAQJIHUCS ITPOBI I1aTGopMu Ta po3poOHUKHU, OyJIM CTBOPEHI
taki iHCTpyMeHTH, sK libGDX 1 OpenGL. Bouu gomomoriu 3poOutu  mpoiiec
pPO3pPOOKH KOMIT IOTEPHUX Irop HabaraTto MIBUAIIC 1 MPOCTIIIE, HAAABIIHA O€3/id
roroBux (QyHKIii 1 MoxiauBoctei. IIpore, 10 cux mip Bce 1€ BaXKKO YBIMTH B
IHIYCTPIIO CTBOPEHHS BiZICOIrop abo 3pO3yMITH IO CTPYKTYpPy TUM, XTO HE Ma€
B3araji JOCBiJ pOOOTH MPOTpaMicTOM, IO € TMOIIMPEHUM BHUIIAJIKOM Ha CIEHI

PO3pOOKHU MPOAYKTIB 3B’ A3aHUX OE3MOCEPEIHBHO 3 KOMIT FOTEPHUMU ITPaMH.
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1.2 Oruisx Ta NOPiBHAHHA iIrPOBUX PYyLUiiB

IrpoBmii pymiiii — nmporpamMHMid pyuIiii, OCHOBHA YacTHHA IMPOTPAMHOTO
3a0e3reueHHsT Oyab-AKOi BIJIEOTPH, BIJATMOBIAAE 3a BCl 11 TEXHIYHI AacHeKTH,
BHYTPIIIHBOI CTPYKTypu. BaxnBOO OCOONMBICTIO pyIIiss € MOXIUBICTD
CTBOpeHHs OaratoruiaropMeHHuX 1rop (3apas Haumnommupenima s 11K, PS4 ta
Xbox One ognovacHo) [1].

IrpoBuii pymniii MICTUTh M'ATh OCHOBHMX KOMIIOHEHTIB: OCHOBHa IrpoBa
mporpamMa, fka MICTUTh JIOTIKY TpH; JBUTYH Bi3yali3alii, SKUH MOXe
BUKOPHUCTOBYBATHCS 1715 TeHepailii 3D-aniMoBaHoi rpadiku; 3ByKOBUI ABUTYH, IO
CKJIIQJIA€ThCA 3 AJITOPUTMIB, TOB'I3aHUX 31 3ByKamu; (I3UYHHA JBUTYH JIA
BIIPOBA/KEHHS «(I3MUHUX» YMOB y CHUCTEMI, a TaKOX INTYYHUH IHTEIEKT —
MOJyJib, TPHU3HAYEHUW Ui  BHUKOPUCTAHHS  I1H)KEHEpaMH  MPOTrpamMHOro
3a0€3MeUeHHs 31 CrelliaIbHUM MpU3HauYeHHsIM [1].

OTxe, pO3MIISIHEMO Ta MPOAHAIIZYeEMO JIEKIJIbKAa HAUMOMYJIAPHIIIMX ITPOBUX

PYIIIiB 3a OCTaHHIN Yac, BUAUIUMO MEPEeBarv Ta HEJOIIKH KOXKHOTO 3 HUX.
UnrealEngine 4

UnrealEngine 4 — ne oauH 3 HaWNOMyJSPHIMIUX ITPOBHX PYUIIiB, SKHIA
BUKOPHUCTOBYEThCS sl po3poOku irop piBHI AAA (Triple A). UnrealEngine
0a3yetscsi Ha MOBI C++, TOMy SIKIIO BH HAaJ€KHUM YHMHOM PO3YyMIETE MOBY, BU
MOXeTe MPUIUHUTH 1i BUOIP, alle TAKOXK € MOXKIJIMBICTh CTBOPIOBATU BiJICOITPH, HE
3arauOJoYUCch Y camy MoBY. Komm’totepHi irpu, siki Oyau ctBopeni Ha Unreal
Engine, moxxna my0mikyBatu Ha Xbox One, 10S, Mac, Playstation 4, Ta 3BicHo PC.
V Unreal € Bce HeoOXxigHe Maibbke JId BCIX IIOYATKIBIIB, a TaKOXX OLIBIII
npodeciiiHuXx Ta JOCBIMYCHHWX JIFOJACH, BKIOYaroun 3DwmonentoBaHHS —Ta
nanamadTHi podotu. Yepe3 BenuKky pizHOMaHITHICTH iHCTpyMeHTiB Unreal Engine
CKJIQ/IHIIIE OMaHyBaTH, TOMY BapTO 3HATH Ta TOTYBAaTHCS JO BHBYCHHS Oarato

HOBO1 iH(poOpMarlli. Aje HamoJeTJauBa TMpalsd MPUHECe 3JaTHICTh CTBOPIOBATH
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cripaBJii HEMMOBIpHI irpu [1].

[Tepmra Bepcis pymis UnrealEngine 3'sBunacs B ganexkomy 1998 porri, komau
komnaHia EpicGames Bunyctwia mytepUnreal. Vike Tomi BiH JEMOHCTpPYBaB
YHIBEPCATBHICTh, MOENHYIOUM B €001 rpadiuyHuil 1 (i3MuHMN pyni, cuctemy
MITYYHOTO 1HTENEKTY, YIpaBIiHHS (ailioBOoi 1 MEpexKeBU CHCTEMaMH, a TaKOX
BKJIIOYAIOYM TOTOBY Cepeny IS PO3poOKH irop. ABTOpH pyIIis CIHPOCTHIH
B3a€MOJIIIO 3 HUM, 1100 PO3POOHHUKH MOTJIM 30CEPEAUTUCSA Ha CTBOPEHHI OCHOBHHUX
€JIEMEHTIB BIJCOIrOp, HE BIJBOJIIKAIOYMCH Ha JPIOHUIIl HA 3pa30K HAJIAroKEHHS
MEpPEKEBOTo Koay abo obuncineHHs Komiziit [3].

Pozeurok Unreal Engine #i1m1oB nocTymnoBo, pik 3a pOKOM: PYIIiil 3MiHIOBaB
BepCii, 3p0CTaB HOBUMHU TEXHOJIOT1SIMU — 0arato B 4OMY, /10 pedi, PEBOIIOLINHUMU
s cBoro yacy. Koxna Bepcist UE mpuBHOcHIa HOBI Bpaxaroui rpadiuHi edexTu.
3aBASKH TMPOCTOTI BUKOPHCTAHHSA, a TaKOX JOSJIBHAM yMOBaM JIIIEH3YBaHHS,
pylIii BUKOPUCTOBYBadW OaraTo CTYIIA, BiA 1HAI-KOMaHA 10 HaHWOLIbIINX
KOMIMaHii, 1o BUMycKatTh gopori AAA-irpu [3].

3apa3 BeauKUl 00CAT pOOOTHM MPU CTBOPEHHI TP JiArae Ha ITPOBHUH,
KpeaTUBHUI Au3aiiH, 1 cTBOpeHHs KoHTeHTy. B Unreal € Bce HeoOximHe ass
IU3aiiHepiB, XYJOKHUKIB Ta TMPOTPaMmicTiB, MNPUUYOMY BECh BHUXIIHUA KOA
BIIKPUTHIA — OyAb-SIKy YaCTUHY MOJKHA HAJAIITyBaTH TiJ CBil BJIACHUHN IMPOEKT.
Ile pobuth cucrtemy OUIbII THYYKOWO. 3a paxyHok Biakpurocti y UE Benmka
ayauTopis, a BHIPABICHHS 3HAHJACHMX IMOMWIOK Ta «0ariBy caMuM
CHIBTOBapUCTBOM IIBUJKO MOTparuisie B oiiitHi oHoBieHHs [3].

Hocute Baromoro mnepearoto Unreal Engine € mynpTumieepHa rpa «3
KOpoOKn». DakTHUYHO, MICIS 3alyCKy peaakTopa B KiIbKa HATHCKaHh MOXKHA
CTBOPUTH TMPOEKT, B SKOMY BXE € MepexeBa rpa. 3 OISy Ha 3pOCTaHHs
0araToKOpUCTYBAIlbKUX 1TOp 1 CTaBKM BEJIMKUX KOMITaHIA Ha OHJIAWH-PEKUMH 3
JeKiTbKOMa TPABISIMH, 1Ie Cepio3Ha IMepeBara, sKoi, Hanpukiaa, Hemae y Unity
[3].

Unreal Engine 3apa3 — ouH 13 cTaHAapTiB B po3poOI1li BiACOIrop, TOMY JJIs

podeciitHOr0 pO3BUTKY KOKEH (haxiBerh irpoBoi po3poOKH MOBUHEH 3HATH MOTO
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0a3oBuil iHCcTpyMeHTapid. BecHoro, y 2020 poii KoMImaHisi-po3poOHHUK irpOBOTO
pyurist UnrealEngine, EpicGames, Briepiie npoaeMOHCTpyBaia MOKIMBOCTI HOBOI
Bepcii pymrisi UnrealEngine 5. Opni€ero 3 TOJIOBHUX LJIEH WOro CTBOPEHHs Oyio
JOCATHEHHSI BUHATKOBOI (POTO-pEaniCTUYHOCTI, MOPIBHAHHOI TuTbkH 3 AAA-
irpamMu 1 caMuM XKUATTSIM [3].

[TepeBaru:

" OCKUIbKM O0e37id pO3pOoOHMKIB BHUKOPUCTOBYE II€ll pyuIil, To Yy
UnrealEngine, MaOyTb, Halikpailla CIiJIbHOTa MK CylepHUKaMU. JleCATKH ToJuH
BiJICOYPOKIB € IIbOMY JIOKa30M;

" KOMIIETEHTHa TEXHIYHa MIATPUMKA Ta OHOBJICHHS IHCTPYMEHTIB;

" [05Ba BCE OUTBIIOTO 00’€My HOBUXIHCTPYMEHTIB;

" BENUKUN aCOPTUMEHT IHCTPYMEHTIB Ul PI3HUX BHUJIIB MOJCIIOBAHHS,

®" Mae cymicHicTh 3 Oaratbma miatdopmamu (Android, Linux, i0S,
Windows, Mac Ta iHmmx);

" HOBa JILEH3IMHA TMOJNITHKA TMepeadavyacnioMicauyHy aOOoHIIaTy B
posmipi 19 nonapis CIIA. Axmo goxin Bia rpu nepesuirye S000 nomnapis CIIA,
po3poOHUKaM pymiis Oyae HamaHa KommeHcaris y pos3mipi 5%. lle poOuthb
IHCTpYMEHT Ha0araTo MpuUBaOIUBIIINM JJIs1 PO3POOHUKIB KOMIT IOTEPHUX 1TOP, HIXK
paHiie.

Henomixu:

"  [poOJEeMaTHYHO CTBOPIOBATH BEJIMKI OE3IIOBHI CBITH, pO3paxoBaHi Ha
0e3Jiu rpaBliB, MO POOUTH CKPYTHUM po3podoky MMORPG 1 inmux MMO-irop
Ha PYIIIEBI.

"  HeoOXIJHICTh peTeNbHO MpairoBaTd Haa npoekramu Ha UE, mo6
JOMOT'THCS TIJIaBHOCTI KAPTUHKHU.

Komm’rorepHi irpu, po3po6ieni Ha UnrealEngine:

= Batman: Arkham Origins;

= Mortal Kombat X;

= Tekken 7;

= Mass Effect 3;
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= Mirror’s Edge;

= Medal of Honor;

=  DmC: Devil May Cry
* BioShock Infinite.

JI\RE._..,

VSIS

Pucynok 1.1 — Jlorotum irpoBoro pyuris Unreal Engine
Unity

Unity — BBaXaeTbCsl HANEBHO HAWKpallUM ICHYIOUUM MPOCTHM
CepesIoBUIIIEM PO3pOOKH Bijeoirp, ske J03Bosisie cTtBoproBatu 2D Ta 3D irpu
3a3Bu4ail 1y1s1 Oyb-sikoi miatdopmu, BkiIrodaroun Xbox, Windows, Android, 10S,
Playstation Tomo. Unity Takox Mae 3MOTy HIATpUMYBAaTH pecypcu y cdepi
KOMIT' FOTEpHUX irop, cTBopeHi B Maya, Cinema 4D, Blender, 3ds Max, Softimage
Ta 1HIIOMY MPOTpaMHOMY 3a0e3rneueHHi. Y MOpiBHSIHHI 3 KOHKYpEHTaMH, BiH Mae
OaraTo He3alepeuHuX IMepeBar, ajie, KIIOYOBUM € Te, IO BH IJIATUTE 3a JIICH310
JuIIe ofuH pas. SIky 6 monmyJsipHICTh He HaOpaJia Tpa — SIKIIO MPOAYKT CTBOPEHUM
Ha pyurii Unity, TO BaM He MOTPIOHO MJIATUTU JOJATKOBI IPOII pO3pOOHUKY IILOTO
XK pyuria. 3 (piHAHCOBOI TOYKM 30py, 1€ AY>KE TapHUM BapiaHT, OCOOJUBO IS
MOYaTKIBIIIB pO3pOOHUKIB Ta AJis cTapramny [1].

Unity — e He mMpoCTO mMporpaMHa rmiatdopma Ijis KOy, e TAaKOX CydacHUMH
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IHCTPYMEHT peJaryBaHHs. 3a 3aMOBUYBaHHSIM MakeT €KpaHa MPOMOHYE IMeperiis
CIICHH, JIe MO’KHA KEPYBaTH BCIM CBOIM pIBHEM, 1 MEPETISAOM I'PU, IKHI MOKIHBO
posnoyatd B OyAb-fSKMH dYac [JIi TECTYBaHHA. 3arajlbHOJOCTYMHI 3MIHHI
eKCIOHYIOThCSI BCEPEIUH] IHCTPYMEHTY, TOMY JOBOJII JIETKO HAJAIITYBAaTH BCE 110
MOTPIOHO AJIsI pO3POOKH, HE 3aHYPIOIOYKCH Y KOJI, HaBITh Mij 4yac rpu. PemakTop
Unityayxe pO3IIUPIOETHCS 3 JOCUTh MPOCTHM Y HaBYaHHI iHTepdeiicom mis
o0y 10BU KOPUCTYBAJIbHUIIBKUX IHCTPYMEHTIB y peaakTopi [1].

IrpoBuit pymrii Unity MOKHA BUKOPHUCTATH JJIi CTBOPEHHS TpocTtux 2D
MOOLTBPHUX 1rOp aX /10 irop KOMI FOTEpHOro ab0 KOHCOJIBHOTO PIBHA SIKOCTI AAA-
NPOEKTIB HOBOTO MOKOMIHHS. Maibke Oynb-skuil AM3ailH Bigeoirop Moxe OyTu
ctBopeHuit B Unity, garouu JOCTaTHBO 4acy, rpoiieit ta podotu. Llei pymriii mae
BJIOCKOHaJeH1 (yHKIIi, Takl K BI3yaJdbHO 3MIHHI aHIMallii, sKi, HaMpHKIaX
MOETHYIOTh aHIMaIlli IepeB Ta 1HII BJOCKOHAJIEHI CUCTEMHU YacCTHUHOK [1].

Mecanim, yHIKaJdbHO TOTY)KHa 1 THy4yka cucTeMa animailli B Unity, sika
HA/IJIs€ BAlMX NEPCOHAKIB HEUMOBIPHO IPUPOIHUM 1 TJIABHUM PYXOM.

3aBasku piaHid 1HTErparii Mecanim 3 pyuriem Unity, He MOTPIOHO HISIKUX
3ycuiib Juid iHTerpauii 3 nmpoMikHuM [13 croponHix po3poOnukiB. Lle mo3Bosse
OTPUMYBAaTH BCl IHCTPYMEHTH 1 po0OOYl MPOIECH, HEOOXITHI JJIi CTBOPEHHS 1
noOy/IoBM M'A30BO1  aHiMallli, a”HiMalmiHUX JepeB, KIHIEBUX aBTOMATIB 1
KOHTPOJIEPIB MpsIMO B pymiesi [1].

I ockinbku cucrema Mecanim riau6oko iHTerpoBana B pymriid Unity, 3 11boro
BUIUTMBAE 3MOTa BHKOPHUCTOBYBAaTM Mecanim aJis aHiMmarlii BCbOr0, YOTO TIIBKU
3aBrOJIHO, TIOYMHAIOYH 31 «CHPAWTIB» 1 3aKIHUYIOUM (popmMamu AJis 3MIIIyBaHHS 1
IHTeHCHBHICTIO cBiTiIa. KpiM Toro, 3a momomoror AnimationEvents MoxxHa
BUKJIMKATU OY/Ib-sIKY 3aCKPUNTOBAaHY (DYHKIIIIO 3 BIITBOPEHHSM aHIMaIlii.

CrabinpHicTb 1 Mille Unity B MO€IHAaHHI 3 HOBUMHU ONTHUMI3allisIMU, TaKUMU
sk skinnedmeshinstancing, 3a0e3neuye BUKIIFOYHO IUIaBHY poOoTy Ipu [1].

Unity cTBOpEeHHI HABKOJIO CKJIaI0BOT MOeNi. ITpoBi 00'€KTH PO3MITITYIOTHCS
B iepapXii ClIeHH 1 30UparOThC 3 KOMIIOHEHTIB, BKJIFOYAIOUU CIIEHAPIi, «CIIpanThn,

3D-mopneni, yacTUHKKA 00 €KTIB, JuKkepena 3ByKy, 2D abo 3D ¢izuuni Tinma Tta
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konaitnepu. Lle gae 3Mory XyAoKHUKaM Ta Ju3aiiHEpaM MpalioBaTH B PEAAKTOPI,
Ui TOro, moO poOMTH Taki pedl, SK CKJIaJaHHS pIBHIB, NPU TOMY HE
IPOrpamyroyH.

Meta Unity — «1eMOKpaTH3yBaTH PO3BUTOK Irop», 1 iM BAajocs 3poouTu
TaKui BEJIUKHM KPOK Ta CTBOPUTH TaKy MOXIMBICTH I Jrojaeu. Pymiii e
MOTY)KHUM 1 THyYKHM, XOYa 3 HUM 1 JIETKO IMOYHUHATH POOOTY, ajie BCE K TaKW BIH
Mae Oarato pi3HOMAHITHUX (YHKLIA Ta MOXJIMBOCTEH, $KI MOYKHa BHBYATH
pokamu. J[lesxi Jrogu BUBYAKOTH €M pymrii 5 1 Ouibllie poOKiB, Ta BCE OJHO
3HAXOJ/STh Ta BIAKPUBAIOTH OaraTo mikaBux peueit mist ceode [1].

OpnuM 3 HaMBaXXIUBIMIMX KPOKIB, K1 3po0min npeactaBHuku Unity nms
JeMOKpaTHu3allii po3BUTKY, € CTBOpEHHs Mara3uHy AssetStore (accetr — uudponuii
00'eKT, SIKUM TEPEBAKHO CKIAAETHCS 3 OAHOTUIIHUX JAaHUX ), MACIITAOHUI PUHOK
JUTsl OE3KOIITOBHOTO Ta IJIATHOTO KOHTEHTY, SKUW MOXKe OyTH BUKOPUCTOBYBAaHUM
y Baii rpi, Oyayuu BOyJOBaHUM IPSIMO B IHCTPYMEHT pyliisi. B 11boMy mMarasusi
MOJKJIMBO 3HAaWTH HAWPI3HOMAHITHINI pedYi, BKIIOYAIOYM MPUKIAIN MPOEKTIB,
ctBopeHux Unity, siki JOMOMOXYTh HaBYaTHUCh PO3POOIl BIACOITOp, XYJI0XKHI
3aco0u, siki OyBalOTh HABITh MOBHICTIO TEKCTYpOBaHI, aHIMOBaHI MEPCOHAXI Ta
«MOOW», TUIAriHU, SIKI HAAAIOTh PO3LIMpPEH] (PyHKIIi, HAOOPHU KOPUCHUX IMAKETIB
JUIS CTBOPEHHS PIBHIB, KOMIUIEKTH 1MOp ISl TTOYATKIBIB SIKI MPALIOIOTh Y PI3HUX
YKaHpax, 1 HaBITh TOBHICTIO pO3pO0JICH] AJi Bac MabIOHM BiIEOIrop s po30opy
Ta aHam3y. Takox € 06araro KOPMCHUX HaBYAIBHUX MOCIOHMKIB Ta aKTHBIB, SKi
JIOTIOMO>KYTh CIIPOCTUTH MOYaTOK podotu B pyuii Unity [1].

IlepeBaru:

"  [IOJITHKA, KA Nepeadavac JIEH3110 SIBJISIEThCS BUT1IHOO;

" JIETKWI JJIs1 BAKOPUCTAHHS;

"  Ma€ CyMICHICTh 3 PI3HOMaHITHUMHU TIaThoOpMaMu;

"  BiJMiHHA ayAUTOPIS;

"  HaSBHICTH BEJIWYE3HOI 010J10TEKH aCCETIB 1 IJIATIHIB;

* gkicHa (i3uKa TBepAMX TUT 1 TKaHuH, cuctema LevelofDetail, komizii

MDK 00'eKTaMH, CKJIaaH1 aHIMaIlii;
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" BENUKHNA TOMUT MDK pPO3POOHHMKAMH (JomoMarae gy e MIBUAKO
3HAXOJMTH Ta BUMPABIISATU TOMUJIKH).

Henomiku:

" Mae IeBHE OOMEXXEHHS IHCTPYMEHTApI0 ISl pO3pOOHUKIB,

" [OBUIbHA poOOTa Ha (POHI IHIINX KOHKYPEHTHUX PYIIIIiB;

"  BeJMKHUHN PO3MIp JOJATKIB JJi CTBOPEHHS irop Ha Android.
Komn’totepHi irpu, po3po0Oieni Ha Unity:

= Rust;

= Cuphead;

=  Ori and the Blind Forest;

= 7 Days to Die;

=  Subnautica;

=  Firewatch;

= Inside;

= Hearthstone.

Pucynoxk 1.2 — Jlorotun irpoBoro pymuiist Unity
CryEngine

CryEngine —HeHWMOBIpHO MOTYTHIM IrpOBHU pYIIiA, MOBHICTIO CTBOPEHUM
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nig erigoro Crytek, skuit Brepme 3’sBuBcs y rpi Far Cry. et pymni
3aCTOCOBYETHCS JJII PO3POOKM KOHTEHTY JJisi KOHCOJIEH Ta KOMII IOTEpIB,
oxormmorounXbox One ta Playstation 4. 3matHicThiOrO rpadiuHUX MOXKJIUBOCTEH
nepesuiyoTh Unity, a iHOA1 Ha Kpok BumepemxkaoTs Unreal Engine: mpocynyTe
OCBITJICHHSI, TOCUTh pealicTu4yHa (i3uKa, MepeoBl CUCTEMU aHIMaIli Ta 1HIIE.
Axmo 3piBHioBatn 3 UE Ta Unity, CryEngine Mae noTyXxHi Ta I1HTYiTUBHO
3po3ymiii BOymoBaH1 (yHKIIIT A1 IPOEKTYBAHHS OUTBIII IIKABOTO Ta CKIIAIHIIIOTO
JM3aiiHy Ta po3poOku irop [5].

CryEngine (panime Bigomuii sk CryEngine 3) — 1e mepiie KOMILJIEKCHE
pillIeHHs A7 PO3pOoOKH 31 CIpaBal MacIITAOHUMH TEXHOJIOTISIMH OOYUCIIECHHS Ta
opieHTupiB. 3apasku pymiieBi CryEngine po3poOHUKHM oOCHaIeHI HEHMOBIPHO
BEJIMKOIO KUIBKICTIO CKJIAMHUX JMJIs TMOYaTKOBHX KOPUCTyBaudiB (YHKIINA Ta
IHCTPYMEHTIB, JJII CTBOPEHHS YYyJOBHX IrOp, BUKOPHUCTOBYIOUHM PYIIIM TaKUX
BUJIATHUX 1rop, sik Ryse: SonofRome Ta Crysis [5].

Binomuit penakrop CryEngineSandbox — 1e mepeBipeHUil BUPOOHHUIITBOM
Ha0lp I1HCTPYMEHTIB pPEajbHOTO 4Yacy TpPEThOTO IOKOJIIHHS, PO3pOoOJIeHUN Ta
noOynoBanuii po3pooHukamu AAA-npoayktiB. Bci ¢yHKIIi po3BUTKY TIpu Ha
pyurii CryEngine MoxxyTh OyTH BHUpOOJIEH1, BIApeaaroBaHi Ta BIATBOPEHI BiJpa3y
K 13 CHCTEMOI «Te, 1o Tu Oauuil, B Te, TH 1 rpaeu» (WYSIWYP). JBuryn
3aliMa€ThCS MHUTTEBOIO KOHBEPTAIIEI0 Ta ONTHMI3AIEI0 AaKTHUBIB y PEXKUMI
pealbHOTO Yacy, 110 A03BOJIsIE pOOUTH KPOC-TuIaTdOPMHI 3MIHHU JI0 BCiX €JIEMEHTIB
npolecy cTBOpeHHs Tpu. Lle 3061blirye mBUAKICTD Ta SIKICTh PO3BUTKY, OJHOYACHO
Ha0araTo 3HIWKYIOUH PU3UK CTBOPEHHS OaraTo-riaaTgopMHux irop [5].

Hezabapom micns Buxomy rpu Far Cry Bci mpaBa Ha CryEngine Oynu
BUKyIUIeHI Kommanieto Ubisoft, sika BHKOpucCTOByBaja pyuIi A AEKIIbKOX
aJJIOHIB JI0 myTepa. Takoxx BiH Jr B ocCHOBY pymris DuniaEngine, Ha sikomy Oyiu
po3pobuieHi Bci HacTymH1 yacTuHu cepii FarCry. [5].

Crytek Tum yacom 3aitHsunacs ctBopenHsM pyurist CryEngine 2, Ha sikomy 1
OyB po3poOnenuii 3HameHuTHH Crysis (a Takox ammoHuCrysisWarhead 1

CrysisWars). Ilomamemii itepamii — CryEngine 3 (3apa3 HamexuTh Amazon),
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CryEngine (4-ro mnoxominus), CryEngine V — € 3aKOHOMIpHUM pPO3BUTKOM
CryEngine 2. BriM, moumnatroun 3 2013 poky, mpuBIacHEHHS BepCiid pyuIis
MIOPSIKOBUX HOMEPIB BBAKAETHCSI YMOBHOIO, TaK sk cama Crytek BBaXkae 3a Kpaiie
HasuBaTH ioro CryEngine, 6e3 Oyab-saxkux nudp.

Irpu na pymii CryEngine po3poOsitoThCs HE TUTBKU CTYIEO, 110 CTBOPHIIA
roro. Crnoyatky #Oro MOTIJIM JIIIIEH3YBAaTH CTOPOHHI KOMIIaHii 3a (pikCoBaHy Iuiaty,
a OCBITHI YCTAaHOBH MOTJIM BHKOPUCTOBYBATH HOro OE3KOIITOBHO, aje Ha
HEKOMEPI[IHHIM OCHOBI — TUIBKH JIJISI HABYAHHS CTYJICHTIB. AJie nmounHardu 3 2016
poky nBmwxkok 1 SDK (Habip 3aco6iB po3poOKH) MOMUPIOIOTHCS O€3KOIITOBHO IS
BCix Oakaroumx, ane 3 ymoBot Buruiatu Crytek 5% mnpuOyTky mpu moxopdax,
nepeBuirye 5000 pomapiB / e€Bpo (rmoyumHarouM 3 Bepcii 5.5, Ha OULIBIN paHHIX
BEPCISX POSIITI HE BUTLIAYYETHCS) [5].

Buxonsuu 3 BumeckazaHoro, Mo>kHa 3poOutu BUCHOBOK, 1o CryEngine
MAXOAUTh HabaraTto OLIbIIE JOCBIAYEHHMM KOMAaHIaM, SKI MAalOTh JOCTAaTHHO
KOIIITIB 1 Yacy JJis1 CTBOPEHHS JOPOTUX, BUCOKOSIKICHUX MPOEKTIB [5].

MomnoauMm cTymissM ab0 OJUHUYHHUM PO3pOOHWKAM Kpalle 3BEpPHYTH yBary
Ha OLTBII AOCTYNHI (B MUIaHI CKIAAHOCTI po3poOKm) pyrrii— Hampukiaan, Unity.
Brim, 3 ormsamy nHa Oe3komroBHicTs CryEngine, HIXTO He 3aBaxkae mnoyaTu
CTBOPIOBATH BiEOIrpM 3 HOTO JOTIOMOTOIO, O3HAHOMHUBIIWCH 3 HABYAIBHUMHU
MaTepiajaMu Ha oOQiliiiHOMy caiiTi. Asie B IIbOMY BHUIIQJKy HOTpPIOHO OyTH
TOTOBHUM 3ITKHYTHCS 3 MOXJIMBHUMH TPYIHOIIAMH B mporieci [S].

IlepeBaru:

* ¢ynkuis Flowgraph ponmomoxe mnpUKpacUTH TPy BiAMIHHOIO
rpadikoro;

* CryEngine Sandbox: pemnakTop rpu B peaqbHOMY Yaci, IO MPOMOHYE
3BOPOTHHUH 3B'SI30K «Te€, 110 TH OQYHIIl, B T€, TH 1 TPAEID».;

" MOAYNBHICTH: TOBHICTIO HamucaHuii B wMomyibHOMy C++, 3
KOMEHTapsAMHU, JOKYMEHTAIIIE€I0 Ta po3aliaMu B MHOKUHHUX DLL-daitnax.

"  MITPUMKA CaMHX TMEPEIOBUX TEXHOJOTiH, BKItodatoun DirectX 12,

Vulkan API, VR;



20

"  BJACHA TEXHOJIOTiS TpacyBaHHS MPOMEHIB Ha PYIII€BI, KA MpaIlo€ Ha
BigeokapTtax AMD i Nvidia 1 He BuUMarae noty>xHocTi rpadgiuaux vims RTX;

» GameSDK- iHCTpyMEHT, Ha OCHOBI SKOTO MOXXHAa MIBUIKO
CTBOPIOBATH BJACHI IrpHU, BUKOPHUCTOBYIOUM B TOMY YHCII acceT 3 OQiIiifHOro
carity Crytek.

Henomiku:

"  CKJAIHICTh 301pKHU I'pH;

"  HasABHICTh 0araThoX «0ariB» B pelaKTOPl PYIIIis;

"  HEBEJTUKUU BUOIp acceTiB;

*  0OMEXEeHHS AJIsl pO3pOOKH MEPEKEBUX 1TOD;

" BIJICYTHICTh SIKICHOT TEXHIYHOI MIATPUMKH;

"  BIJICYTHICTh aKTMBHOI ayIUTOPIi.

Komm’rorepHi irpu, po3po6ieni Ha CryEngine:

= (Crysis;

Hunt: Showdown;

Kingdom Come: Deliverance;

Prey (2017);

Ryse: Son of Rome;

Warface;

Deceit;

State ofDecay;

Investigator.

g
|
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Pucynoxk 1.2 — Jlorotun irposoro pymris CryEngine
Rockstar Advanced Game Engine (RAGE)

Ha nmanuiit MOMEHT JIOCTaTHHO MaJIO PYIIiiB, KOTPI MOXYTh BIJIOBIJIaTU
HIMPOKOMY crieKTpy (yHKIIN, HasBHUX Y Rage Engine. Rockstar Advanced Game
Engine (RAGE) — ne irpoBuii pymriii, ctBopenuii Rockstar San Diego ta Rockstar
North, sxi € ¢imanamu amepukancbkoi komrmanii Rockstar Games. Po3mmpennii
irpoBuii MexaHi3M RockstarnpusHaueHuit st 0OMeXEHOTO0 BHUKOPUCTAHHS CYTO
odimiitnuMu po3pobHukamu, a came (Qursmu Rockstar Games 1 He migsrae
JineHs3isM cTopoHHiXx BHUpoOHUKIB. RAGE Bmepmie OyB BHUKOpPHUCTaHUN B
KOMIT'FOTepHIA Tpl JUIsl HACTUILHOTO TeHicy, BumymieHiii Rockstar Games, sika
Buiiniuia 23 tpaBHs 2006 poky. Ili3Hime pymiii OyB Bukopuctanuii y rpi Grand
Theft Auto IV Ta Bcix i nponoBKeHHsX, a TaKOX B 1HIIKX irpax Big Rockstar
Games. Pymriit RAGE nmiaTpumye komMm’toTepu Ta irpoBi KOHCOJ1, cymicHi 3 IBM
PC: Playstation 3, Playstation 4, Xbox 360, Xbox One,Wii ta Playstation Portable
[5].

Y mnepmiit mosmoBuni 2000-x pokiB Rockstar Games BuKOpHCTOBYBaJa
BupoOHnumii pymii Criterion Games RenderWare ans mepeBakHOT OUIBIIOCTI
cBoix irop. Onxnak mitom (2004 pik) BumaBens 3 amepuku,kommanis Electronic Arts
npuaoana Criterion Games pa3oM 31 CBOiM pymiieM. lle moripmuio JineH3iiHy
nomtuky RenderWare, Tomy Rockstar Games Bupimmia po3poOUTH BIaCHUN
pymriit aist cBoix mpoektiB. IHGopmaris npo Hamip Rockstar Games po3pobutu
BJIaCHUM pymIii 3'sBunaca npubdausHo y BepecHi 2005 poky. Pymiit Big Rockstar
Games 3acHoBaHuil Ha ocHOBI pymrismia Ha3Bolo AGE (Angel Game Engine),
BIHBIJT CaMOTro IOYaTKy CTBOpHMBCsA3acHOBHMKamu Angel Studios s Takux
Bigeoirop sik Midnight Club Ta nekinbka inmuxnpoekTiB Bif Rockstar San Diego
JUIsi  OUTbII HOBITHIX TOKOJIIHBb IrpoBuUx KoHcoser. CtBopeHHs «RAGE»
Oa3yBasiocs Ha OCHOBI o(iriHKUX criBpoOITHUKIB Y KomIaHii Rockstar San Diego
1 Rockstar North mig HazBoro «RAGE Technology Group» [5].

Bocenu(muctonmag 2011 pik) Rockstar Games nosigomuia mpo po3poOKy
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Grand Theft Auto V, B rpi BuxopuctoByeTrhcsi ABMWKOK RAGE. I'pa Oyna
BumyiieHa y BepecHi (2013 pik) Ha koncomsx Playstation 3 1 Xbox 360, motim 18
mucronana 2014 poky rpa Oyna BumnymieHa Ha Xbox One 1 PS4 1 14 kBitHs 2015
poky notpanuia Bxe Ha [1K [5].

«Rockstar Advanced Game Engine» noBoi mOBHOGYHKITIOHATBHUN ITPOBUI
pylIii, sSKuid MICTUTHh TpadiuHuid, ¢(I3UYHUN, 3BYKOBUH pYIIii, a TaKOXKPYIIii
a”iMarllii, MepexeBy B3a€MOJI0, Ta IHIOI KOMIOHEHTU. OCKUIBKA pyIIid
OpIEHTOBAaHWM Ha BUKOPUCTAHHS B IrpaxX 3 «BIAKPUTUM, OC3IIOBHHM CBITOMY,
OCHOBHOIO TIEPEBArol0 PYIIisl € WOro 3[aTHICTh €(EKTHUBHO OOpPOOJSITH BEIHKI
irpoBi mpocTopH. TakuM YUHOM, KOJIH MEPCOHAXK MEPEMIILIAETHCS 110 PIBHIO, PYIIiN
IMOCTIMHO 1 AWHAMIYHO JO0Ja€ OesAKl HeBHI O0’€KTH 1 BHAAIAE 1HIII. 3r0I0M
PO3POOHUKH MOBIAOMUIIH, IO JUIsI TAKOT TEXHOJOTIT HEOOX1THO Oyo po3podouTH
HAJIAHUN MEHEDKEp MaMm'sTi pyIlis, SKUM MIr O TOCTIHHO PO3NOAUIATH 1
BUAJIATH O0'€KTH 3 omepaTuBHOI mam'sTi, ski 0 He ¢parmentyBaiu ii.RAGE
BUKOPHUCTOBY€E 30BHIIIHIN pymiid ¢izuku Bullet Physics Library, BiH sBiseThcs
oe3komToBHUM [13.

Po3po6uuku npuainunu 6arato dacy 1 yBaru (i3uill aBTOMOOLTIB, K1 BOHU
HaMarajaucsi MaKCUMaJIbHO HaOJIM3UTH A0 peaibHocTi. Lls cuctema BpaxoBye Bary
MalllMHKM, aJAre3i0 IIMH J0 TOBEpPXHI 1 I1HIN XapakTepucTuku. IloBemiHka
aBTOMOO1JIA 3aJIeXKUTh BiJl MOBEPXHI, HA AKIi BIH pyXa€ThCs, @ TAKOXK B1J MOTOJHUX
yMOB [5].

Jlns  aHiMarii TYMaHOITHUX TIEPCOHAXIB (JIIOACH) BUKOPUCTOBYETHCS
«erdopis» — mporpaMHHl KOMIIOHEHT, SKH aBTOMAaTHYHO CTBOPIOE aHIMAIIIO
nepcoHaxiB «Ha Jb0Ty». «Euphoria» Oyma po3pobrmena NaturalMotion 1
BUKOPHUCTOBYBAJIacid B PyIii Yy pOJIIOCHOBHOTO MEXaHI3My B1Jl MOYATKy BiJ€Orpu
GTA 1V [5].

[TepeBaru:

" [BHUJAKHUHI Ta ONTUMI30BAaHUN MEPEKEBHUI KO,
"  BeJWKUU BUOIp CTUJIIB JIJI TeUMILIES;

" @KCKJIIO3WBHI IIHPOKI MOXJIMBOCTI CTBOPEHHS BEJIMKHX CBITIB 1
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MOTOJTHUX €(DEKTIB;

"  [OTYXHHUH WTyuyHul iHTEeNneKT (Al).

Henomxku:

"  pyuIii, TOCTYIHHUH TIIbKKA KOMMaHIi po3pOOHHKIB, TOOTO BiJICYTHICTb
JIIEH3yBaHHS JJIsI 1HIITMX KOMIIaH1M;

" pyuIii, MOPIBHIHO 3 APYTUMH, BIACTAE MO 3PYUHOCTI 1HTEpdEHCy.

Komn’totepHi irpu, po3podieni Ha RAGE:

= Table Tennis from Rockstar Games;

= GTAILV;

= Max Payne 3;

=  Grand Theft Auto V;

» Read Dead Redemption 2;

=  Midnight Club: Los Angeles;

=  Grand Theft Auto: Episodes from Liberty City.

Pucynoxk 1.4 — Jlorotun irpoBoro pymiis RAGE
Frostbite Engine

Frostbite Engine — mnoTyXHUI irpoBHi pyIliid, CTBOPEHHUH IIBEICHKOIO
kommnaHieo DICE,skuif BUKOPUCTOBYEThCS B Cepii KOMI'FOTEPHUX 1rOp 1 3aMiHUB
nBuryH iHmoi kommanii — Refractor Engine. [lana TexHOnOriss B OCHOBHOMY
NIIXOAUTh i 1yTepiB Bifg mnepinoi ocoou, IIK 3 OC Microsoft Windows Ta
irpoBux kKoHcosei Playstation Ta Xbox. TexHomorii MOXKYTh BiITBOPIOBATH IIKOTY

JOBKIJUTIO Ta HaBKOJUIIHHOMY CEpPEIOBHIY (HAMpHUKIaI, AepeBaM, aBTOMOOLIIM,
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OyIIBJIsIM) y IFPOBOMY CBITi. Mae 31aTHICTh NIATPUMYBATU JUHAMIYHE OCBITICHHS
Ta 3aTiHeHHs 3 MoxuBicTioO HBAO, mpouenypHe 3aTiHeHHS, Pi3HI MOCT-e()eKTH
(manmpuksan, HDR Tta rambuna pi3KocTi), CUCTEMH YaCTHHOK Ta TEXHOJIOTIl
TEKCTYyp, Take K penbepHe TeKcTypyBaHHS. BiH Takok Mae BOyI0oBaHUIl BIACHHIA
3BYKOBUH pyIIii, TOMy HeMae HEOOXITHOCTI BHUKOPHUCTOBYBATH CIHEIllaIbHI
IHCTpyMEHTH, Takl K Hanpukiaag EAX.Pymiili KOMIUIEKTYETbCS ITPOBUM
penaktopoM FrostED, nammcanomy Ha MoBi mnporpamyBanusi C#. [Iporpama
Mpu3Ha4YeHa JIJI1 CTBOPEHHsS PIBHIB, a TaKOXX pOOOTH 3 MeEIIaMu, IMIeHaepaMu 1
o0'extamu [5].

[Tepmie moxominas Frostbite Oymo po3po6ieHo Ta MoOymaOBaHO CIUIBHO 3
rporo  Battlefield Bad Company. Chouparounce Ha gocig DICE 3
mmpokomaciutabuumu cepisimu Battlefield Bigkputoro cBiry, Frostbite 6y noBomi
aMOITHUM ITPOBUM pYIIIEM, SKHM JaBaB BEIUKI MOMXIMBICTH B3a€EMOJIl B
JTUHAMIYHUX PYWHIBHMX yMOBax. Ha cbOoroaHinIHINA A€HB el pyIIii 3aIuIIaeThCs
BiacHicTio EADICETa He mOmmproeThess MIX THITUMEU PO3pOOHUKaMH [5].

IlepeBaru:

" BHCOKHUU piBEHb rpadiku;

"  HEeHMOBIpPHA KUIBKICTh IHCTPYMEHTIB JUIsl pO3POOHHUKA;
=  0araro pi3HOMaHITHUX BOYJOBaHUX MOMIYJIIB;

"  JKICHA ONTUMI3AIlis A OaraTosIepHUX MPOIIECIB.

Henomiku:

"  HEJOCTYMHHICTb PYIIis AJI IHIINX PO3POOHUKIB;
"  HamMCaHHS ITOp JOBOJI CKJIaJHE HA IIBOMY PYIIIi.

Komm’rorepHi irpu, po3po0bieni Ha FrostbiteEngine:

= Battlefield (cepis irop);

= Need for Speed (cepis irop);
=  Medal of Honor;

= FIFA (cepis irop);

= Star Wars Battlefront;

=  Anthem;
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=  Mirror’s Edge: Catalyst;

= Madden NFL;

=  Shadow Realms;

=  Mass Effect;

= Plants vs Zombies (cepis irop);

=  Army of Two: The Devil's Cartel;
* Rory Mcllroy PGA Tour.
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Pucynoxk 1.5 — Jlorotun irpoBoro pyuiis Frostbite Engine

Source Engine

Source — oJIMH 13 MOTYXHUX ITPOBUX pyIIiiB, cTBOpeHuit ValveCorporation.
Horo xapakTepuCTHKM: THYYKiCTh Ta MOJyJIbHA OCHOBA, CHHXPOHI3allisl TOJI0Cy Ta
pyxy ry0, MexaHika BUpaXE€HHS eMoIliii Ta (i3uuHa cucTteMa, U0 MPaIoe B
Mepexi. BukopucrtoByeThes dopmar mozenei pymis .mdl, 3araapHuN s
npoayktiB Valve. Cucrema (i3uKupyiiiss MICTUTh YaCTHHY OHOBJICHOTO KOMIY
¢i3uku iHmoro pymis mig HazBoo «Havok». Source mMoxke miaTpumyBatu
BieokapTu DirectX 6-12. BuxinHa aHiMarliiiHa cuUcTeMa J03BOJISIE CTBOPIHOBATH
BUPA3HUX MEPCOHAXIB, MIMIKY 3 HECKIHUCHHUMHU emoltisiMu. Llle onaum aynoBum

JOCATHEHHSIM € Te, 110 MEPCOHaX1 MarTh OAMH 3 HANUCYYacCHIMIMX MITyYHHUX
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IHTEJNIeKTIB, 10 POOUTH iX MIyXE€ JOCBIAYEHUMHU COIO3HHKAMU Ta BOpPOTaMH. 3a
JIOTIOMOTOI0 PyIIis Source, po3poOHUK Ma€ MOKJIUBICTh Ta PECYpPCH, MO0 JETKO
CTBOPUTH TPEKPACHUM 1 OUIBII PeaiCTUYHHHITPOBHUI CBIT, SIKMM pearye Ha
ICHYBaHHSI TpaBI [5].

Tpoxu icropii po3poOku: mouanocs Bce 3 1998 poky, Koiu po3poOHHUKU
3aBeplIyIOYH POOOTY HaJl CBO€K mepinoro rpoto cepii Half-Life, 3pozyminu, 1o B
mporiieci po3poOKu 3'ABUIIOCS O€31114 HampaIfoBaHb 1 JeTalei, Kl iM xoTutocs O
BIIPOBAJIUTH B CBiH pyIIiii, ajie TOMY IO Tpa Bxke OyJia MPaKTUIHO TOTOBA, BOHU HE
PU3UKHYJIM BBOJUTH HOBI pIlIEHHSA. Y HACTymHI > POKA PO3POOHUKH
BUKOPHCTOBYBAJIM TEPMIHU JJIsl Ha3BH pyuIis Oesnocepenubo sik «GoldSource» 1
«Source». GoldSource po3BHBaBCS 3 BUXITHOTO KOOy PEi3HOM Bepcli pymis, a
Source 3amumiacs BEpCi€r0 i €KCIIEPUMEHTIB 1 BIHOCHIIACS 10 MallOyTHBOT
Bepcii pymis [6].

Takum ymHOM, Ha3By Source cTaaud BUKOPHCTOBYBATH ISl OMKCY HOBOTO
pyuris, a GoldSource cTaB Ha3BOIO MOMEPEAHBOTO MOKOIIHHS TexHOoaOrii. BapTto
BiJI3HAYUTH, 110 Ha3Ba B JOCITIBHOMY MEPEKIa/li 03HAYAE «HKEPEIIO», MPOTE CIOBO
SOurce TakoX BXKUBAETHCA Y CIIOBOCIIONIYUYCHHI source code - Buximamii Kox [6].

[lepmoto rporo Ha pyui Source cTaB 0araTOKOPUCTYBAIbKUN IIyTEp
Counter-Strike: Source, sikuii BuiiioB B 0BTHI 2004 poKy, BiH CTaB CBO€EPITHOIO
JEMOHCTPAIIIEI0 PYIIIisi, TOMY B HOTO Ha3BY 1 BIIUCAHO HA3BY TEXHOJIOT11, SBIISIOYH
c0o0010 BIITBOPEHY 3 HOBITHBOI IS TOrO 4Yacy rpadikor BEpCil0 KIACHUYHOTO
urytepa Counter-Strike [6].

3rogom Oyno BumymieHo npoaosxkenas Half-Life — Half-Life 2, croxeTramit
HayKOBO-(paHTACTUYHUM HIyTep, SKUW OTpUMaB, O€3JiY HAropoja 1 BiJ3HAYEHUU
TaKUM YHWHOM,IIO Mae rpadiky, sSKa € OJHIEI0 3 HAWMOUTbIT MPOTPECUBHUX IS
cBoro vacy. B Half-Life 2 myxe akTUBHO BUKOPUCTOBYEThCA (I3WYHUN pyIIii, B
ocHOBY sikoro jir Havok, minen3oBanuit Valve. 3a momomororo Havok Engine
noOy/10BaH1 YHCIIEHHI T'OJIOBOJIOMKH, 3aCHOBaHI Ha Ipi 3 (DI3MUHHMHU 3aKOHAMHU.
Hanani TemMatnka rojoBOJIOMOK 3 3akoHamMu (hi3uku Oyra IIKaBO PO3BUHEHA B

iHmoMy npoekti Valve — Portal Bunymenomy B 2007 poiii, OCHOBHOIO 1I€€10 TPH €
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nepeMillieHHs 3a JornoMorow (QyHkmii tenenopty. Kpim po3BuHeHOT (Pi3UuHOI
moxeni, Half-Life 2 Bigpi3usnacs HaWOUTBII TMEPEJOBOIO MJII CBOTO Hacy
TEXHOJIOTIEI0 JIMILOBOT aHiMarli. ['padgiunuii pymii, mo BukopuctoBye DirectX
JeB'sATO1 Bepcii, TAKOXK BIAPI3HABCS CHJIBHOIO ONTHMI3aIlI€I0 1 MIT MPAIIOBATH HA
CTapux MOJENSAX BIJIEOKAPT, 3HWIKYIOUU CBOIO SIKICTh I'padiku 1 MEepexoAsyu Ha
O1inb1 panHi Bepcii DirectX, ax a0 mocToi Bepcii [6].

Hapgani Source, uns cTpykTypa onucaHa po3poOHHMKaMu SIK BKpail THy4Ka i
MOJyJibHa, OyB BHKOPHUCTaHMH B OLIBIIOCTI IrOop KOMIIAHii, IOCTIHHO
nepeOyBarour Tij] JOOMPAIIOBAHHSIM 1 YJOCKOHAJICHHsIM. byno momaHo Oesmiu
cyyacHHUX e(eKTiB, a TAKOXK PO3LIMPEHI PI3HOMAHITHI MOKJIMBOCTI PYIIIis, B TOMY
YUCJI, HANpUKiIaA, 1 Mo poOOTI 3 JOKalisIMU BEIUKHX PO3MIpIB, J0JIaHI HOBI
miathopMu 10 COUCKY TiaTpumyBaHux. CrmouaTky Source OyB JOCTYITHUN Ha
Windows, miznime aonanucs Playstation, Xbox, a Bxe 3rogom npuegHaBcs Mac
(2010 pik). 3 2012 poky Oyna goaaHa miaTpuMKa Linux, a mepiiow MopTOBAHOIO
rpoto Valve crana Team Fortress 2 [6].

®di3uyHui pymiid crBopeHuit Ha ocHoBl Havok. Ile pimenHst mgo3BoJisie
oOumciuTu Habarato Oiblie 00’€KTIB MOB’S3aHUX 3 (I3UKOI0, a caMe TaKuX, SIK
KaHAaTH, TIOBEpXHI, TBEpAl Tijga, e€lacToMepu TOmO. MOXKHa CTBOPIOBATH
pealicTUYHI TPAHCIIOPTHI 3aCO0M — BiJl aBTOMOO1IIB IO MOPCHKOT'O TPAHCIIOPTY Ha
NOBITPAHIA moAywIi Ta nponenepiB. s po3paxyHKy MOMKJIMBOI MOBEIIHKU
TPAHCIIOPTHOTO 3aco0y Ha J0po3i ab0 B TOBITPI BUKOPUCTOBYEThCSA Oararto
mapamMeTpiB, HANpPHWKIQA TsIra Ha J0po3i, Bara aBromoOutsa. [lns pomanHs
PEATICTUYHOTO PYXYy Tija, BHKOPHUCTOBYETHCS (hDi3UKA «TKAHWHHOI JISUITBKI;
CTBOpEHA 3a3Jajieriib aHIMaIlld MOXKE 3MIIIYBAaTUCS 3 (PI3MKOI0 peaibHOr0 4Yacy
[6].

3 po3BUTKOM Source, B Hboro 0ynu aonani: HDR-pennaepunr, 3atiHeHHS 3
MOJKJIMBOCTSIMH caMO3aTIHEHHsS OO0'€KTIB 1 JAWHAMIYHE OCBITJIEHHS, M SKl TiHI
(IcHye MOXJIMBICTb BHKOPUCTaHHS TPAJAMLIMHOTO BIAOOpa)KEHHS CBITIA),
HMIBUJKUNA PEHIEPUHT OaraTosiIGpHUX MPOLIECOPIB, a TaKOXX PO3BUHEHA CHUCTEMa

YaCTUHOK [6].
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[Ile oxHoro 3 BaxxyMBUX YacTuH pymris € Source SDK —dyHKIIIOHATBHUN
Ha0ip mporpam Juisi OE3KOIITOBHOTO CTBOpeHHs Moaudikaimii Ha pymrii Source
JOCTYIHUMN yepes miatgopmy Steam rpaBusM. Y HaOIp BXOIATh: pelaKTOp KapT —
Valve Hammer Editor, yrumita ajis CTBOpEHHS JHIILOBOi aHIMarlii mMomened —
Faceposer, nporpama nepernsay mozeneit y popmari .MDL — Model Viewer [6].

Ha nonmarox g0 TphOX OCHOBHUX MpPOrpaM, B KOMIUIEKT TAaKOXK BXOJMTb
yTUJIITA IS PO3MAaKyBaHHS OCHOBHHMX(AHIIB MPH CTBOPEHHI HOBOTO IrPOBOTO
KOHTEHTY, 1 3BUYaiiHOOXOIUTIOE (paitiin BUXiHOTO KOoAy 016mioTeku irop Valve, 1o
JI03BOJIIE BPYYHY CTBOPIOBaTH Irpu 31 3MIHEHUMH XapaKTepUCTUKaMH 0e3
JEKOMIUIALIT pytrisi. Ayie, MOTpiOHO TamM’sITaTH, IO JUTsl KOMIIAIIT HOBUX (haiisiiB
HeoOximHe 3HaHHs MoBH C ++ 1 koMminsiTopa.Valve Hokianu BeIMYe3HUX 3yCHITb
JUIS TOTO, 10 0 He OyTH CXOXHMH Ha BCIX, B PE3yJbTaTi OTPUMAIH YHIKaJbHY
TEXHOJIOT1I0 BUIIEPE]PKaB CBI yac [6].

ITepeBaru:

" HasBHICTH (DYHKILIi eMOIIii y MepCOHAXIB;

" [OCTIHHA ONTHMI3allisl Ta OHOBJICHHS PYIIIs;

" (araro pi3HOMaHITHUX BOY/IOBaHUX MOJYIIB;

"  MIATPUMKA MEPEKEBUX 1rOp;

"  BEJNWKHUU 3aXBaT ayJIUTOPIi, sika OE3MEePEeUHO BijiJlaHa PO3POOHUKAM;

* BceOiyHi Ta OaraTo(yHKIIOHAJIbHI PI3HOMaHITHI MOJYJIl Ta €JIEeMEHTU
JUISL PO3POOKH 1rop;

"  HasBHICTb PO3YMHOTO IITYYHOTO IHTEJEKTY.

Henomiku:

" HeAOCTYMHI PYHKIIT 11 po3poOKH KpocIuiaThOpMEHHUX 1rop Ta irop
JUTSI MOOLTTEHUX OTIEPAIIHUX CUCTEM;
"  JIOBOJII HE MPOCTHUI Y BUKOPUCTAHHI MOYaTKOBUM KOPUCTYBadaM.
Komm’rorepHi irpu, po3po6ieni Ha SourceEngine:
= Counter-Strike: Source
= Left 4 Dead;
= Left4 Dead 2;
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= Half-Life: Source;
= Half-Life 2;

= Portal;
= DOTA2;
= Portal 2;

= Counter-Strike: Global Offensive;
= Titanfall;

= Team Fortress 2;

* Day of Defeat: Source;

=  Alien Swarm.

T
A\l |
\Vy _
Pucynoxk 1.6 — Jlorotun irpoBoro pymist Source Engine
Gamemaker
[lepmr 3a Bce, GameMaker — me pymiil 1isi HOBaYKiB-XYIO>KHHUKIB,

NUCHhMEHHHKIB, HE JOCBIIYEHUX IMPOTPAMICTIB, JIIOJEH 3 1/1€AMHU, K1 HIKOJU HE
MUCAIN KOJIHOTO PsJKA KOAY 1 HE 3Haiu, 3 yoro novyatu. Aine GameMaker — e
Habarato Ouibie. lle BucokosikicHui 2D-pymiiid, IrpoBUN MeXaHi3M, pyIIiii-
maTGopMep-ToJI0OBOJIOMKA, PyIIik TmikcenapbHOoro MucrenTBa. GameMaker Oys
ctBopeHuit YoYo Games 20 pokiB TOMYy 3 OCHOBHOIO METOI "CIPOCTUTH MPOIIEC
pO3poOKH" 3a TOMOMOTOI0 THCTPYMEHTA Bi3yaJbHOTO CIEHApIiIO MepeTsaryBaHHs. B
JAHUM Yac JBUTYH JOCTYNMHHUH T WOTro OCTaHHBOK iTepariero, GameMaker
Studio 2 (GMS2), sika Oyna BumymieHa B Oepesni 2017 poky. bimeme 1000

KOPHUCTYBAYiB PEECTPYIOTHCS, 1100 KOPUCTYBATUCS ABUTYHOM LIoaHs [18].
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VY cepnni 2021 poky YoYo Games cripocTuia JIEH31MHI mapamMeTpu s
GameMaker, mepedIoBIy Bil MOCTIMHKUX JIIEH31HA 0 MOJENI MiAMUCKH. 3aMiCTh
konumHix JtineH3iit Creator, Developer, Console Ta Ultimate, pymiii Ttenep
pornoHye /1Bl HOBI omii [18].

OcHoBra cwia GameMaker monsirae y crtBopeHHi 2D-irop, mpo 110
HAroJIOCUB TE€HEpaJIbHUN JTUPEKTOp 1 CHiB3aCHOBHUK KommaHli Butterscotch
Shenanigans Cer Kocrep. CniB3acHoBuuk Crashlands 1 Levelhead, Koctep
IPOTSATOM JIBOX POKiB MPOWIIIOB IIISAX BiJ] HE3HAHHS MTPOTpaMyBaHHS JI0 MITATHOTO
po3poOHUKa, 1 Bcl BOHU BUKOopucToByBanu GameMaker [19].

Jlinensis Indie, mo cranoButh 9,99 non. CIIA mowmicsns (ado 99,99 momn.
CHIA miopiuHO), Hajga€ MOCTYI JIO BCIX HEKOHCOJBHUX IUIATGPOPM B OJHOMY
naketi. BoHa 3aMiHIOE JiIEH31I0 pO3pOOHMKA PYIIis, MOAUIEHY Ha MmiIaThopMu
(mactiapHi, MOOLTBHI, BeO, UWP). KokHa 3 HuUX OyJsia MOCTIMHOIO JIIEH3IEI Ta
OIliHIOBaJIacs 1HAMBIAyaIbHO Bi1 99 mo 199 nonapis [19].

Hpyruii BapianT — 1e miuensis Enterprise 3a minoro 79,99 momapis CLLIA
momicsans a6o 799,99 nonapis CIIIA nHa pik. Bona Hamae nmoctynm 10 BCiX
mwiatdopm. Panime GameMaker MaB milieH3110 JuIlIe Ha KOHCOJb 3a TaKy X I[iHY, a
takox Jinen3ito Ultimate 3 ycima mnatdopmamu 3a 1500 momapi Ha pik. OOuaBa
3apa3 He (PYHKIIOHYIOTh. BapTo BiJI3HAYUTH, IO ICHYE TAKOX OCBITHS BepCis
GameMaker, mnpu3HaueHa [UIsi BUMTENIB, fKI XOUyThb [O3HAHOMHUTHU CBOIX
CTYJICHTIB 3 PYIEM, 3 pI3HUMHU Bapiantamu miatgopmu. [{inu nounnaroTees 3 10
JI0J1apiB HA MICALb 3a Miclie, IPY MIHIMaJIbHIN KymMiBii I’ SITH Micub [ 19].

IlepeBaru:

" MOXJIMBICTh OOpPOOJIATH BC1 dKAHPHU Ta CTUJIL;

"  Ma€ BJIACHY MOBY, SIKY JIETKO BUBYUTH;

" CHpOIIyE €KCIOPT Ha Pi3HI BUIU IIATHOpM;

= po3Mipu (aililiB JOCTaTHLO 100PE ONMTUMI30BaHI;

" [IOJIETIIYE CTBOPEHHSI MEBHUX ITPOBUX IHCTPYMEHTIB JIsl pO3POOHHKIB
B1JI€O-1T0P.

Henomiku:
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"  pyuIiid He 0€3KOIITOBHU;

" pyuIiii He CTBOpeHUi 11 po3podku 3D mpoaykry;
"  HEeBEJIMKa EKOCHCTEMA;

" He NIATPUMYE aBTOMATUYHE PO3TOPTAHHS.

Komm’rorepHi irpu, po3po0bieni Ha Gamemaker:

=  Undertale;
= Hyper Light Drifter;
=  Minit;

Katana Zero;

Hotline Miami;

Shovel Knight.

Pucynok 1.7 — Jlorotun irpoBoro pymrisi Gamemaker

Godot Engine

Godot Engine — nie 6ararodyHKI[IOHaIbHUI KpoCTIaTGOPMEHHUHN IrpOBUIA
pyuriit jist crBopenHst 2D Ta 3D-irop 3 eauHoro iHTepdericy. Bin Hanae nmoBHUi
Ha0lp MOLIMPEHUX IHCTPYMEHTIB, TOMY KOPHUCTYBaul MOXYTb 30CEPEIUTHUCS Ha
CTBOpPEHHI 1rop 0e3 HEOOX1MHOCTI BHHAXOJWUTH KOJIECO 3aHOBO. Irpu MoO’KHA
EKCIOPTYBAaTH B OJWH KJIK Ha psAJ MatgopmM, BKIOYAKOYM OCHOBHI HACTLIBHI
miatdopmu (Linux, macOS, Windows), a Takoxx mo6isbHI (Android, i10S) Ta Be6-
matdopmu (HTMLS) [20].

Godot OyB cmowarky Bunymenuii B 2014 pomi Xyanom JliHienbKkum,
Apienem Manzypom, mo 3poOWIO HOro MOJOAUM pYIIIEM, 3 SKUM MOXHA

Briopatucs. Lle kpoc-mmardopmennuit npuryH (a came I1K ta MoOinbHMIT), 1 BiH



32

PO3BUBAETHCS AYXKE MIBUAKO Ta OCITA€ BUCOKUX TMO3MINNA y 3a0e3MeueHHi CBOTO
MICIISL Y CBITI 1TOP.

Pymiii Godot mocTaBisieThCS 3 MOBOKO MPOTPAMyBaHHS IIiJl HAa3BOIO
GDScript. Hna neskux 1e He ayxke 3pyyHo. YacTto BHYTpilIHI MOBU abo
HEeMnoTpiOH1, a00 moraHo mpoayMadi [20].

GDScript 3'sBUBCS B pe3yibTaTi BHYTPIIIHHOTO TECTYBAaHHS KOMAHIIOIO
Godot. 3amicTe TOro, mo0 CTBOPIOBAaTH HOBY MOBY 3apanu 1boro, GDScript
3/I1MCHIOBAB iTepallilo uepe3 1Hil MOBH, Taki sk Python ta Lua. )Koxna 3 1iux MoB
HE IpaloBaia Tak, sk iM xotuocst 06, Tomy komanaa ctBopuia GDScript, m06 Bin
OyB TakuM xe ynutabenbHuM, sk 1 Python, ane npu upomy 30epiraB Taki BaskJIHB1
CIIEMEHTH ISl PO3POOKH, SK CyBOpE BBEICHHS TEKCTy, Kpalla iHTerparis
penakTopa Ta OUTBIII MPOCTa ONTUMI3AIlT BUAKOCTI [20].

barato po3poOHuKiB, siki mounHarTh 3 Godot, MpUeEMHO 3AMBOBaHI THM, SK
IIBUIKO MOBA 3aCBOIO€EThCA. OHAK, SKIO BUBYCHHS HOBOI MOBU HEMAE Y BAIIOMY
cniucky, € anprepHaruBa.Hapaszi Godot Gesmocepennno miarpumye C++, C# Ta
GDScript. Boau Takox mnpariporTh Hajx VisualScript, cucteMoro mporpaMmyBaHHS
0e3 Koay Ha OCHOBI By3:iB, mo1i0HO0 70 cuctemu Blueprint Unreal Engine [21].

binpuricte  IrpoBUX pymlIiiB  BUKOPUCTOBYIOTH CII€HHM, 3a3BUYaid IS
npejcTaBieHHs piBHA B Tpi. O0’exkTu icHYHOTH y 1ux creHax. B Unity e
GameObjects, B Unreal Engine — akropu [21].

¥ Godot cuiena — 11e cykymnHicTh By3:1iB. KoxkeH By30J1 € OKpeMUM 00'€KTOM,
1 KOXEH BY30JI MOXE yCIaJKOBYBaTH BiJl Oy/Ib-sKOTO 1HIIOrO By3na. ['pyna By3iiB
Ha3MBa€ThCs ClieHO0. CLEHN TakoK MOXYTh YCHaJKOBYBAaTH OJUH OJHOTO, SKIIO
BOHU MalOTh CMUIBHUN KOpeHeBui By30d [21].

Godot € moBHICTIO OE3KOIITOBHUM 1 3 BIAKPUTUM KOJOM Ta JO3BOJICHOIO
minensiero MIT. XKoguux miatHux QyHKINN, HISKUX posuiTi. Irpu KopucTyBadiB —
iXHI, a@X JO0 OCTaHHbOrO psakKa koay pyiris. Po3pob6ka Godot € mMOBHICTIO
HE3aJIe)KHOIO Ta OPIEHTOBAHOIO HA CHUIBHOTY, IO JIa€ MOXKJIMBICTh KOPUCTyBadyaM
dbopmyBaTU CBIA JBUTYH BIJMOBIAHO JO iXHIX OYIKyBaHb. BiH MIATPUMYEThCS

HEKoMep1iiHOoIo opranizaiieto Software Freedom Conservancy [21].
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IlepeBaru:
" 3aiiMae He 6araTo MICIls Ha )KOPCTKOMY JTUCKY;
*  OE3KOIITOBHUH Ta Ma€ BIAKPUTUN KOJI JIJIs1 PO3POOHUKA;
"  KOXXHHI IrpOBHIi €JIEMEHT MOKHA aHIMYBAaTH;
"  JOBOJI JIETKO 3HAWTH HABYAJIbHI PECYPCH.
Henomiku:
"  HE 30BCIM HiAXOAUTH AJisA CKIaAHUX 3D mpoekTiB;
" He NIATPUMYE KOHCOI;
"  Mae HeBEJIMKY KUTbKICTh TPOMAJIH;
"  HEJOCTaTHS KIIBKICTh (YHKI[IOHATY JIJIsl BEIMKUX MPOEKTIB.
Komm’rorepHi irpu, po3po6iaeni Ha Godot Engine:

*  Cruelly Squad;

Deponia (I0S, Playstation 4);
Hardcoded;

Kingdoms of the Dump;

Carol Reed Mysteries.

i -—-.L
&>

Pucynok 1.8 — Jlorotun irpoBoro pyrist Godot

[TopiBHSBIIM HAWTIOMYJISIPHIII HA CHOTOHIIIHIN IEHb ITPOB1 PyIIIii, a TAKOX
BUJIUIMBIIM X TIEpeBard Ta HEJOJIKHU, s 3yNMUHUB CBi BuOIp came Ha Unreal
Engine 4. B Moemy Bumajky, rpa JJif LbOTO MPOEKTY Oyze peanizoBaHa B (hopmari

3D, 1 ocobucro st cebe s BUPIMIKB, 110 HAWBAAIIIINNA PYII 3a JOMOMOTOIO
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AKOTO sI 3MOXY SKHaWOUIbIlIE PO3KPUTH IIOTEHIal CBOEI MalOyTHBHOI
komn totepHoi rpu came UE4. Jlekinbka ciiB, 4oMy came el pyuriii s o0pas, sk
Ha MEHE OJIHa 3 HalroJoBHimMX npuurH Bubopy UE4 1e cucrema Blueprints.

Blueprints — e cuctema BizyanbHoro ckpuntunra UnrealEngine 4.Bona €
IIBUJIKUM  CIOCOOOM  CTBOpPEHHsI  MpOTOTHNIB  irop. Kpim  mBuAKOro
npototunyBaHHs, Blueprints TakoX CHpOIIYIOTh CTBOPEHHS CKPHIITIB. 3aMiCTh
MOPSAKOBOTO HANMCAaHHA KOy BCE MOXKHA POOHUTH BI3yaJIbHO: NEPETATYBATU
BY3JIM, 3371aBaTH 1X BJIACTUBOCTI B 1HTEp(QeElci 1 3'€THYBATH iX «IIPOBOIN.

Takoxx MOXHa mpUrajaTé Takli BaXKJIMBI MepeBaru pyuris sk: BOyIOBaHUH
MOTYXXKHUW pPENaKTOp MarepiaiiB, BOYJOBAaHWUW TOCTIPOIIECIHT, TOOTO O CIIEHU
MOXHa 3acTocoByBaTH bloom-edekT, TOHyBaHHS 1 3rJa)KyBaHHS K TJI00albHO,
Tak 1 10 OKpeMux Ii 4yacTuH (3a gomomororo kommnoHeHTa PostProcessVolume).
Kpim 1nboro, B UE4 € Ttakuii iHCTpyMEHT K Sequencer,3a JOMOMOIOIO SIKOTO
MOKJIMBO CTBOpIOBAaTHUCiHEMATIK Ta Kar-ClieHH mais Tpu. lle moTyxHwmii
IHCTPYMEHT, IO MpaLIo€ 3a NPUHLHUIIOM JA0JaBaHHS OO'€KTIB HAa THMYAcCOBY
IKAITy.

Otxe, UnrealEngine 4 4ynoBO MiAXOIUTH IJii CTBOPEHHS TPUBUMIPHHX
IPOEKTIB, @ TaKOX OUIbII THYYKUN MOPIBHSIHO 31 CBOIMU KOHKypeHTamu. Came

TOMY s 1 BUOpaB TaHUM pyIIiN JJIS I[LOTO MPOEKTY.

1.3 BuOip :xaHpy 111 po3po0.1I0BaHoI Ipu

Jlo crapty po3poOKu HOBOI Tpu TMepen KOKXHUM PO3POOHHUKOM IOCTa€e
3aBJIaHHs BHOOpPY JKaHPY 1 CETTHHTra JJIsi CBOro ManOyTHhoro aituima. [ToTpioHO
3pO3yMITH, IO JOMOMOXXE HaM 3aBOIOBATH JIIOOOB TpaBiiB. TyT, 3BUYANHO X,
Tpeba BUXOJUTH 3 IIJIOTO PSAIYy YMHHHUKIB, SIKI BapTO OIIIHUTH IEpe]l MOYaTKOM
PO3POOKH MPOEKTY.

Ha nanomy erari Ha irpoBOMY pUHKY IOMHJIKA 3 BUOOPOM CETTHUHTA 1 KaHPY
MOX€ TMPUBECTH JI0 CYMHHMX HACHIJKIB, TOMY JI0 MHUTaHHS MOTPIOHO MIAXOIUTH
CHUCTEMHO 1 OIIHIOBATH BCl MOXJIMBI PHU3UKH, SKI MOTPIOHO MIiHIMI3yBaTu B

MaiOyTHBOI pO3poOIll MPOeKTY. be3niu NpoeKTIB HE CTalX YCIIIIHUMU caMe Yepes
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MIOMUJIKM Y BUOOP1 KaHPY 1 CETTUHTA.

[Tepen octaTouHrM BUOOPOM JKAHPY I MaOyTHBOI TPU JYy>KE BaKIMBO
OIIIHUTH aJICKBAaTHO CBOI CWJIM, a caMe BUJLJIMTU CUJIbHI Ta CJIa0Ki CTOPOHU CBOIX
MOXJMBOCTEeH. [[mst Oinbmioi HAOYHOCTI CTBOPUMO 3arajbHy CXEMy JKaHpPIB

KOMIT'FOTEPHUX 1rop, sika BijloOpakeHa B Ta0uiri 1.1.



Ta6muis 1.1 — 3aranbHa cxema skaHpiB KOMIT FOTEPHUX 1TOp
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Kareropia |Irpu indopmanii | Irpu gii Irpu koHTpOJIIO
(oTpumaHHs (mepemimieHHs, | (KOMaHIyBaHHS,
1HbOopMalii, BUKOPHUCTAHHS | YIIPaBIIHHS, PO3MOILI
CIJIKYBaHHS, 30poi 1 TEXHIKHM) | KOIITIB)

BUBYEHHSI CBITY)
[opunni | = Action-RPG = MMOFPS *RTS (cTpareris-
KaHpU (OotioBa (MepexeBHit OOMOBUK)
poJieBa rpa) SKIIIH) *MOBA
= Roguelike = Survival (baraToxopucTyBaIbKa
(rogue- (BMIKHUBaHHS) OHJIaltH-apeHa)

noaiOHa rpa)

5 enemenTtiB |®* Open RPG = Open Action | = Global Strategy
(BimkpuTa (BiIKpUTHI (rmoGanpHa cTpaTeris)
pOJIbOBA T'pa) OOMOBHK)

3 enementa |* RPG (ponboBa | ® Action = Strategy (J0KaabHA
rpa) (60110BUK) cTpaTteris)

= MUD = Slasher (61i1) | = SimStrategy
(TexcroBa = Battle Racing (cTpateris HEMPsMOTO

OHJIAMH-Tpa)
= MMORPG

(oHJIaMH

pOJIbOBA I'pa)

(TOHKU-OUTBH)

KOHTPOJIIO)
= GlobalWargame

(rmo6anbHa BIMCHKOBA

rpa)
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[Tponorxenus Tabmumi 1.1

2 enemMeHTa = Puzzle = Platformer = Economical
(rooBOJIOMKA) (utatdopmep) (eKkoHOMIYHA
= Quest (kBeCT) = Stealth-Action CTpaTerisi)
* Browser RPG (mmuryHcekuit | ® Tower Defence
(6bpayzepHi OOMOBHK) (3axHMCHI BeX1)
POJIBOBI IrpH) = Fighting = Wargame
= Adventure (MO€TMHOK) (BificbKOBa rpa)
(puron) = Racing (rouku) | = Cardgame
(kapTKOBa
pOJIbOBA Tpa)
1 enemeHT = Education = Arcade (apkana) | = Logic (JIoriusi)
(naBuanbpHa rpa) | * Horror (xaxu, = Tactic
= Test (muTaHH, BIDKUBAHHS ) (TakTuuna rpa)
3arajkm) = Shooter = Micro Control
= Contact (cTpiibba) (Mmikpo-
(cminkyBaHHs1) | ® Sport (ciopt) KOHTPOJIb)
= Hero = Simulator * Building
(repoiicbka rpa) (cumynsTop) (Oy1iBHHUIITBO)
* Toure = Life Sim
(moopox) (cumynsiTop
KUTTS)
EnemenTtapni » Hapuanus = 30upaHHs = TypGoTta
KaHpU = 3arajku ® VXUJIEHHS = CTBOpEHHA
» CroijgkyBaHHS ® 3HUIICHHS = KoHTposb
= Pospb = 3MaraHsas = Taktuka

» BUBYEHHH

= BomiHHsI

= [InanyBaHHA
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OUIHUBIIM Ta 3BAXKMBIIM CBOi Oa)kaHHS, BMIHHS 1 HaBUYKH, s oOpaB s
cBO€1 MaltOyTHBOI rpu KaHp Action-RPG (6otioBa posnesa rpa).lleit xanp Ha CTUKY
JIBOX PO3ALTIB «irop iHpopmMarliii» 1 «irop aii». TooTo cymimr 1Box »*kaHpiB: «RPG»
1 «Slasher». Ile Bce Ta xx «RPG», ane B Hilt OCHOBHUI yrop 3po0JeHH Ha OAUH
€JIeMEHT poJiboBOi (yHKIT — O1i. B Haciigok 4Yoro iHiI ejaeMeHTH (po3MOBa,
COI03, TOPriBis) arpodyBajgucs 1 MIUIM HA Jpyrui 1wiaH. 3poOjeHo 1e 3a
JIOTIOMOTOI0 TOTO, IO 3 YCIX €JIEMEHTIB TIpU HaWOIIbII I[IKaBO BUKOHAHHIA
reimiierd 6utBu. [lii Takok sk B «RPG» BinOyBawoThcs Il BUKOHAHHS
«kBecTiBy. Ane B «Action-RPG» wmera 11¢ HE TOJIOBHE, TOJOBHHM CTa€

Oe3rmocepeIHbO caM TPOIIeC.



39

PO311 2
MPOCKTYBAHHSI PO3POBJIIOBAHOI KOMIT'IOTEPHOI I'PU

2.1 KopoTkmuii onuc ciieHapio rpu

ITonii rpu BimOyBarOThCA y BUTaJaHOMY BCECBITI, 3a CTapOJaBHIX YaciB.
Pi3HOMaHITHI CTBOpPIHHS, IUIEMEHA, pacH, 1 B TOMYy YHCII JIFOJU BEIyTh BIWHY 3a
cBOI iHTepecu. Y Tpi OyayThb HMPUCYTHI JBa TOJOBHUX T€pOs, Kl MOTPANUIA Y
napajenbHl BUMIPH, a TaKOX BOPOXKi CTBOpiHHS. Ilepmmii rojioBHMI Tepon —
®pina, )KIHOUHMA IEPCOHAXK, JTIOJUHA, KA CIEIIaTi3yeThCsl Ha OMMKHIN Ta JaabHIN
30poi (Meu 1 Jyk), Apyruid — Auapik, 4YOJOBIYHMN TEPCOHAXK, JIFOAMHA, SKa
CIIeIIaM3yeThCA Ha aTalll Mo 00JiacTi 3a JIONMOMOror Marii (araka BOTHEM IO
obnacti). B pomi BoporiB OyayTh BUCTymaTu CTBOPIHHS Mia Ha3Bowo «boiloBuii
MyTaHT-0epcepk» Ta «[laByk».

Ha mowatky rpu, roioBHI mepcoHa)kKi BUIAJAKOBUM YHUHOM, 32 JIOIIOMOTOIO
MariyHuxX MOPTaJiB MOTPANUIN Ha TOJS BIMHU y pi3HI BuMipu. @piga ta Anapik
MaloTh CIIIJIFHY METYy, a caMe — 3HAWTH CBOIX JIFOCH Ta BHOpaTHCS 3 HEBiIOMHX
CBITIB, TOOTO iX 00’€HY€ OJHA IIiJIh, aJie¢ Y TOW K€ Yac BOHM HE 3HAIOTH OJIUH
OJTHOTO Ta 3HAXOJATHCS y MapalieIbHIUX BUMIpax.

OpHak, MPOTATOM T'pU, HA IJIEYl TePOiB 3BATIOIOTHCS Pi3HI 3aBAAHHS, SKILO
®pina moBuHHA BigOMBATHCS Bl OOMOBHMX MYTaHTIB-OEpCEpKiB, Ta HamMaraTUuCh
3HAWTH JOPOTY MOJOMY Ta JO CBOIX PiAHHMX, TO TUM 4YacoM AJapik BHUKOHYE
3aBmaHHs Apyropsaaaux nepcoHaxiB (NPC) Ta Hamaraerhes mictat iHGOpMAaIIio
PO Te, K MOBEPHYTUCH Ha3aJ y CBill BUMID.

3rosoM, TOJIOBHI Tepoi MOYMHAIOTH PO3YMITH, IO BCE YK€ CEpPHO3HO,
BOPOXI CTBOPIHHS O€3KIHEUHO 3 SBISAIOTHCS, a 3aBJaHHS MUPHUX JIIOJEH
MIOTIOBHIOOTHCS OJIMH 32 OJHUM 3 KOXKHOKO XBWJIMHOK. BOHM yCBimoOMHIIH, IO
CKOpIIIe 3a BCE 3aCTPSAIIM y HECKIHUEHHIN meTii 4acy. ['epoi rpu He AymMaroTh

34aBaTUuCA Ta IMaJaTu JyXOM, BOHU IIPOAOBXKYIOTbH 3HUIYBATHU BOPOKHX CTBOpiHB
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Ta JIONOMaraTi MUPHHUM JIIOJISIM y iX CIpaBax, IUKJ 3a IUKJIOM, ajie B TOH JKe Jac
MalOTh HAaJlI0 Ha Te, 0 iM BAACTHCA PO3IPBATH HECKIHYEHHY METII0 4acy, Ta
BUKOHATH CBOK TOJIOBHY NUJIb — AiOpaTucs 10 CBOIX pIJIHUX IIJTAMHA Ta

HEYIIKOKEHUMH.
2.21IpoexTyBaHHs JaHAMAPTY

[IpoextyBanus HoBoro nanamadty B Unreal Engine 4 Mmoxe OyTH BUKOHAHO
JIBOMa CIIOCOOaMU: MOBHICTIO 3 HYJSl, BUKOPUCTOBYIOUH TPHU I[bOMY BOYAOBaHUIl
IHCTpYMEHTapid CKyJbNTUHTa ab0 K 3aBaHTAXHUTH CBOK KapTy BHCOT, 3a
JIOTIOMOTOI0 AIKOi Oyne 3reHepoBaHo danmmapTt. B moemy Bumaaky, ue Oyze
NPOEKTYBaHHS JIaHAMA(TY MOBHICTIO 3 HYJIA.

Crouatky, mepen MpoekToM JaHAmadTy, TOTpiOHO BIIPUTH BIAMOBIIHUHN
IHCTpYMEHT, SKM MOXKHA 3HaiTh Ha maHemi Modes, KoTpa 3HAXOIUTHCA
oe3nocepenubo B camomy pyiriro UE4. [ToTpiOHMIT IHCTPYMEHT pO3TallIOBaHUM Y

BKiaAm Landscape 3 iIKOHKOO TOpH.

File Edit Window Help
Y Modes

e R

Search Classes

Landscape (Shift+3)
Recently Placed . hold (Ctrl + Alt) for more

Pucynox 2.1 — ITanens Modes B pymii UE4.
BigkpuBmm  iHCcTpymeHT  Landscape, Bigpady MOXKHa  [MOOa4yuTH
IHCTpYMEHTapii MO TMPOEKTyBaHHIO JaHAmapTty 1 HOro MOYaTKOBOIO

HaJAITyBaHHs (B TOMY BUIAJKY, SKIIO IHCTPYMEHT OyB BIAKPUTUM BIIEPIIIE).
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File Edit Window Help
Ry Modes

Sculpt  Paint

AT T R e B

i

Mew Landscape

4 New Landscape
® Create New Import from File

Enable Edit Layers

Material

Hint: Assign a material to see landscape layers

Layers 0 Array elements

- « S VS 2 S
i 1000 o fF 1000 SFd 1000 O

B3=63 Quads -

Number of C omponents q

Total Components
Fill Warld

Pucynok 2.2 — Bknagka Manage

Jlanmi, SIKII0 BXKE € SKUKUCh TONEPEIHbO CIPOEKTOBAHUN JaHAMIA(T, TO
BKJIaJKka Manage Oyne BijloOpakaTH MEHIO, 1[0 BHUIIAJA€ 3 yXkKe ICHyrouuMu. B

JAaHOMY MEHIO MOXHa BUOpaTH, 3 AKUM JIaHAIAa()TOM MU XOUEMO MPAIIOBATH.
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File Edit Window Help
Ur Modes

Y

Sculpt  Paint

4 Landscape Editor

Landscapel -

Landscapel
-

Selection
4 Brush Settings
Brus

4 Tool Settings

Clear Component Selection

Pucynoxk 2.3 — Bu0ip nanamadty

[Ticnss wporo, mnepelmoBIIM O€3MOCEPEIHbO BKE JIO MPOEKTYBAHHS
danamadTy, noTpioHO nepertu A0 po3niny New Landscape na Bximaami Manage.
CtBoproeMo HOBUH JaHAmApT Ta 3a7a€MO MOTPIOHI MapaMeTpH Ha MOJAX, SKI
po3TaloBaHi y BIKHI CTBOpEHHs JaHAmadTy.3a JOMOMOIOI PI3HOMAaHITHUX
KOPHUCHHUX 1HCTPYMEHTIB, siki BOymoBaHi B pymniii UnrealEngine, € MOXIHBICTB
CTBOPUTH Ha JaHAMA(Ti TOpH, BMAgWHHU, maropbu Ta sMu. 3a paxyHOK IIHOTO
MallOyTHe 1rpoBe OToueHHs Oyne BuriasgaTh Habaro HacuumHaime. lle Oyne
BiJIiTpaBaTH BEJIUKY poyib Ha aTtMocdepi Jokarli. Takoxx Tpeba BpaxoByBaTH
IJIOCKICTh Ta PO3MIPH CTBOPIOBAHOTO JaHAmAa(Ty, M0 0 HE BUHHUKAIHN «Oarm» Ta

MIOMUJIKH TP PO3POOIT PEIITH KOMIIOHEHTIB TPH.
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4 New Landscape
Import from File

Enable Edit Layers .

Mone

L e

Material

Hint: Assign a material to see lan

Layers 0 Array elements

Location X m of m F

Rotation KMYMZM
TS ¥ z

Sections Per Componen

Number of Components m t m

Overall Resclution

Total Components B4

Pucynok 2.4 — IIpoekTyBaHHS HOBOTO JaHAIADTY

JIst OUIBIIOTO PO3YMIHHS MAapaMeTpiB LbOTO MEHIO, MOTPIOHO PO3TIISHYTU

1X JeTaJIbHIIIE:

* Create New — CTBOpEHHSI HOBOTO JaHAIA(TY;

= Import from File — iMmopTyBaHHsS KapTH BHUCOT ISl CTBOPCHHS
naHAmadTy;

* Material — 703BoJIsI€ BiApa3y HAKIACTU MaTepial Ha JaHAIAQT;

= Location — moJIOKeHHS! CTBOPIOBAHOTO JTaHAIAdTY;

= Rotation — noBopoT nangmadry;

= Scale — macmrab nanamadry;

= Section Size — po3mip cekuii, BHUKOpHUCTOBYeTbcs st LOD.
Manenbkuii po3mip cekuiid 103BoauTh nepemukatd LOD Oinbin arpecuBHO, ane 3
OutbliiM HaBaHTaxkeHHs M Ha CPU. Benuki 3HaueHHsS HaBNaKW, TOMY He
PEKOMEHIYETbCS BCTAHOBJIOBATH MAJCHbKI 3HAYEHHS NPU BEITUKUX pPO3Mipax

JaHAmadTy B yHUKHEHHI 3aHATO BEJIMKOro HaBaHTakeHHs Ha CPU;,
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= Section Per Component — KIJIbKICTh CEKIlI Ha KOMIOHEHT. Tak caMo
nonomarae npu LOD, Tak sk KOXHa CEKIlis — Iie, MO CBOid cyTi, kpok LOD’a.
OanH KOMIOHEHT MOXK€ MaTu 2 Ha 2 CeKlilii, 1Ie O3Hauyae, 10 KOMIIOHEHT Oy/e
3aiicHIoBaTy penep 4-b0x LOD’1B;

=  Number of Components — pa3zom 3 Section Size, BriMBae Ha po3Mip
Bchoro Janmmadgty. Jlimit 3HadueHHs 32x32, Tak SK KOXKEH KOMIIOHEHT
aCcOLIIOETHCA 3 HAaBaHTAXKEHHSM Ha MPOLecop 1 OLIbIIe 3HAUCHHSI MOXKE BUKIIUKATH
po0JIeMH 3 IPOTYKTUBHICTIO.

* Overall Resolution — KibKICTh KJIITHUH IUIONII, BUKOPUCTOBYBAHUX B
nanamadTi;

= Fill World — ne#i mapamerp poOuth jaHamadT HACTUIBKA BEJIUKUM,
HACKUJIBKU II€ MOXKJIMBO;

= (Create — CTBOpPUTH JaHJAmA(PT, BUKOPUCTOBYIOUM BHIIECOMUCAHI
HaJallTyBaHHS.

Jnsa mpukiany, 3aduIIaeMO HalallTyBaHHA 3a 3aMmMoBuyBaHHsAM. [licis

[bOTO, B FOJIOBHOMY BiKHI NOMEPEIHBOTO MEPETIsAy MPOEKTA BiIOOPA3UTHCS HAIl
HOBHH JaHamadT, a HaJalTyBaHHSA OyayTh Ti, siKi Oynu oOpaHi paHiie (B HbOMY

BUIIAAKY 3a 3dMOBYYB aHHHM) .

4 New Landscape

New

Pucynox 2.5 — Ileperisi cipoeKTOBaHOTO JIaHAADTY 3 HYJIS
Takox, y pexumi MonepeaHbOro MEperjsiy € MOXIHMBICTH IMepeMillaTy,

noBepTaTH, MacTabyBaTy Hall JaHAmadT Tak camo, siK 1 3BuUaiiHuii 00'ekT. Tak
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CaMo € MOXJIMBICTh MOTSATHYTH 3a Kpail, AN TOro mio O IIBHUIKO 3MIHUTH HOTO
po3mip. Skmio mpucyTHe OakaHHs, MOXKHA BiJpa3y 3acTOCyBaTH Marepiajl Ha
nanamadT mepes TUM, SK CHPOEKTyBaidu #oro. Jlims 1mporo moTpiOHO 00patH
NOTIEPEAHBO CTBOPEHUI MaTepia (B HAIIOMY BHUIIAJIKY 1€ MaTepiaa TpaBH) 1 MOpyd

3 MyHKTOM Material HATUCHYTH CTPIJIOUKY.

4 New Landscape
® Create New Impaort from File

Enable Edit Layers

M_Ground_Grass2

€ 0=

Material

Hint: Assign a material to see landscape layers

Layers 0 Array elements

Rotation doo  offon ofoo O
« TS V) 2 ST
Number of Components m

Overall Reso

Total Components 64

Pucynok 2.6 — 3actocyBaHHsI MaTepialy Ha jJaHamadT

2.3 IIpo€eKkTyBaHHS FOJI0BHOIO MIEPCOHAKY I'PH

Jl7i IpO€EKTYBaHHS TOJIOBHOTO MEPCOHAXY, 51 00paB peAakTOp TPUBUMIPHOI
rpadiku mija Ha3Boro Autodesk Maya 2020. Ile moTyxHUN TpOrpaMHUM KOMILIEKC
s moaentoBaHHs 3D 00'exTiB, CTBOpPEHHS aHIMAIllil MEPCOHAXIB, rpadiku pyxy
00'eKTIB, TPOEKTYBAHHS BIPTYaTbHUX CEPEIOBHUII Ta KOMM'TOTEPHUX TMEPCOHAXKIB.
Bszaraini, penaktop Maya MicTUTB B 001 JIOBOJII IIUPOKHUM HaOIp PyHKIIIOHATBHUX

IHCTPYMEHTIB [JIsl PI3HUX HampsMiB AISUIBHOCTI, a caMme I XYAOXKHHUKIB IO
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agiMaIii mMaIxXoaInuTh HAUOUIbIIIE.

CaMm mporiec TPOEKTYBAaHHS TMEPCOHAXY Oynae Oa3yBaTHUCS Ha OCHOBI
CTBOPEHOTO Ta HAJIAIITOBAHOTO «CKeJeTa». Y mpodeciiHOMy CepeoBHIIl MPOIIeC
CTBOPEHHSl 1 HaNAINTYBaHHA CKelleTa NepcoHaka HaszuBaeTbesa skinning, mio
O3HAYa€ «HATATYBaHHS WIKipw», TOOTO II€ MPOIEC CTBOPEHHS CHUCTEMHU KiCTOK
(ckenmera) mepcoHa)ka, MPUOJIM3HO TaKUX JKE, sIKI MalOTh BCl XpeOETHI 1CTOTH, a
MICTISl I[HOTO TIOYMHAETHCS 3B'SI3YBaHHS IMX KICTOK 3 TEOMETPIEI0 TPUBUMIPHOTO
MEpCOHAXA.

KicTku TpuBHMIpHOMY MEPCOHAXy MOTPiOHI JUIL TOTO X, JAJS YOO BOHU
NOTpiOHI JIFOASIM — BOHHM JAalOTh MOXJIMBICTH HoMmy pyxatucsa. Cama mo coOi
TPUBHUMIpPHA CiTKa pyXaTHCs HE MOXKE, TaK CaMo K 1 He MOXKE IIbOT0 POOUTH Hallle
TiJI0, SKIIO HOro 1M030aBUTH KICTOK. TOMy came CTBOpPEHHS CKeleTa (CHCTeMH
KICTOK) — II€ TNepHIud KPOK JjIsi HOPMaJbHOI pO3pOOKM aHiMallli MmepcoHa)ka B
MaiiOyTHBOMY.

Ckener JIOAMHOMOMIOHMX TMEpPCOHaXIB ab0 TBapuH JyK€ YacTo
CTBOPIOETHCS HA OCHOBI aHATOMIYHOI Oy/TOBH JIFOAMHUA a00 TBAPUHU 3 HEBEIMKHUMHU
3miHaMu. Lli 3MiHM TOTPiIOHI /U BpaxyBaHHS OCOOJIMBOCTEN TOTO, K MOBOIATHCS
KICTKH B TpPHUBHMIpHOMY cepenoBuili. Jly)ke 4acTo, CTBOPUBIIM MpPaBHJIbHUN
QHATOMIYHUM CKEJET, MU HE MOXXEMO OTpHMAaTH pEATICTHYHY 3MiHA CITKU
(reomeTpii) UM CKEJIETOM, TOMY MOTPiIOHI HEBEIUKI TOOIMPAIIOBAHHS, y BUTJISAIL
JIOATKOBUX KICTOK, SIKMUX Y JIFOJJMHM HEMAae€, aje BOHMU MOTPIOHI B TPUBUMIPHOMY
CEepeNoBHINl 1T TPaBWILHOI 1 peamicTU4HO jaedopmamii wmoxeni. VY
(aHTaCTUYHUX MEPCOHAXKIB CKEIETH MOXKYTh CUJIBHO BIJIPI3HATHUCS BiJ peajbHHUX,
X04Ya Jy’Ke 4acTo B iX OCHOBI 3HOBY TaKH JICKUTh aHATOMIsl JFOJCHKOTO CKeJeTa
abo ckeyeTa TBapHH.

J1J1s CTBOPEHHSI CUCTEMH KiICTOK MOXYTh BUKOPHCTOBYBATHCS SIK «KJIACHYIHI»
KICTKH, TOOTO TPOCTi 00'€KTH, K1 B3a€EMOJIIIOTh MK COOOIO 3a paxyHOK iepapxii,
abo ’x OUIBII CKJIaJHI CHUCTEMH KICTOK, SIKIi Oynu cCHewiaJbHO pO3poOsieHl Asis
CTBOpPEHHSI CKEJIETIB, HANpUKIAJ, JBOHOTUX TNepcoHaxiB. [IpukmamamMm Takwmx

CUCTEM MOXYTb ciaykutu monyni Biped (mBonorumii) a6o x CAT (Characters
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Animation Tools — iHCTpyMeHTH 11si aHIMalli nepcoHaxiB). OCTaHHIM Yacom
HaBITh 3'IBUBCA cepBic Mixamo, KUl J03BOJISE€ MpAIIOBaTH 31 CKEJIETOM 1

aHIMalli€l0 MePCOHaXKa MPSIMO B IHTEpHET-Opay3epl, MUHAIOUM crienianizoBade [10

JJIA ObOT 0.

Pucynok 2.7 — IIpo€ekTyBaHHS CKEJIETa MEPCOHAKY

2.4 IIpoekTyBaHHS (POHOBOI MY3HKH JJIsl TPH

[Ipotssrom OaratbOX pPOKIB MY3HMKa B BiJI€OIrpax pPO3BUBANACA TaK Camo
MIBUJIKO, SIK 1 i1 TexHosorii. [lopsia 3 mpucTtpoem Jyuisi CTBOpeHHS atMocdepu B
pamMKax CIOKeTy 1 OOCTAaHOBKHM KOXKHOTO PiBHS, My3MKa BUKOPHUCTOBYBAlacs IS
0e31mocepeTHbOr0 XyJ0KHLOTO 0OMIHY 1H(OpPMAIlI€I0 3 TPaBLSMHU, 10 BUILIXJIA B
TaKul YHIKaJbHOTO acHeKT ISl BiJIEOIrop SK JAUHAMIYHMM CcayHATpEeK. Y
MY3UYHOMY IUIaH1, irpu, Taki sk Hanpukiaaa The Elder Scrolls V: Skyrim, MoxyTs
BKJIIOUATH B ceO€ KpacuBi JIENIKATHI MENOJIi CKPUIIKH, B 3aJIEKHOCTI BiJ MiCIA
nonid B rpi. Bce wacrtime KOMMO3UTOPH TOYMHAIOTH BUXOJUTH 32 paMKu
3BUYAWHOI YYTJIMBOCTI KOMIIO3MIlli, CTBOPIOKOYM MEJOAil, $KI € JIOCHUTh
3aXOIUTIOIOYMMHM, 11100 BHUTATHYTH €MOIlli TpaBliB, 1 JOCUTh TOYHUMH, 1100

3a0€3NMeYnTH 3pYYHHM TepexiJ A0 HACTYMHOI MICHI B Oyab-IKUHA MOMEHT.
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Bineoirpu nmo6ynoBani Ha iHpopMaIlii TOYHO TaK XKe, K eMOIIii, 1 11 1HpopmMarlis
NOBHHHA TNepeaaBatucsa TBopuo. HaBiTh 6e3 CKIagHOro AMHAMIYHOTO CayHATpEKa
My3HMKa MOXKe TepeiaBaTi iH(opMaliiro.

Bigeoirpm — 1e Te, 1m0 MOXXKHAa Ha3BaTH «AyHIOBI3yaTbHUM» IOJTAHHSIM.
Tobto Bi3yanbHl e(eKTH 1 3BYK OO'€IHYIOTHCS IS CTBOPEHHS €JIMHOTO,
IHTEepaKTUBHOTO JJOCBiy. AJie KOJIM OJIMH acCIeKT MepecTae KOHTAKTYBAaTH 3 1HIIUM
— CTBOPIOETHCS BITUYTTS BIJICTOPOHEHOCTI, rpaBIli 0avyarh OJHE, aje 4YyloTb IpH
IIbOMY 1HIIIE.

B aypioBidyanpHOMY CBiTI, My3WKa — HaWKpamudid CIOCIO0 BCTAaHOBUTH
HACTpi 1 TOH. BoHa rpae Ha HaIMX MOYYTTAX, 3aKPAAAE€THCA 10 HAC B royoBy. Lle
TaKOX BilOOpakaeThCs Ha TCHUXOJIOTIi TpaBllsd, HE TUBHO, IIO JIFOJIW JO0 CHX TIip
IPOAOBKYIOTh B 0ararbOX KOMII'IOTEpHHUX Irpax BiAuyBaTH ce0e CIyCTOIICHO 1
TOCKHO, KOJIU HalpUKIaJ PO3POOHUK CTBOPIOE CHEIIATBHO ISl [ILOTO BIAMOBIAHY
MY3HKY.

3ByKOoBe O(OPMIICHHS IrOp BHMAarae MOCTIHHOTO TOIIYKY B3a€EMOBHTITHUX
piiieHb 3 OOKy 3aMOBHMKaA 1 kommo3utopa. Lleit mporec Moxke BKJIOUaTH B cede
0araToroMHHI Cymepeyku Mmpo Te, K Kpaile BOyIyBaTu B aTMocdepy IpH IIyM
ABTOMOOLIIIB, TEXHIKA Ta TOJOCH JIOAEH, aje BIH 3aJIMIIAETHCS HEBUIUMUMN IS
Hac. B niboMy 1 mossirae #oro npusHayeHHsS — 3pOOUTH HABKOJIMIIHIM CBIT OUIBII
PEANTICTHYHUM, <OKUBUMY 1 IPUPOTHUM JIJIsI TPABIIA.

Ha BinMiHy Bijg OUIBIIOCTI MICEHB, K1 MOXKYTh 3By4aTH OKPEMO SIK IIPUEMHI
Ha CJIyX TBOPUM MHCTELTBA, MICHI, SKI BUKOPUCTOBYIOTHCS Y BiJ€Oirpax, MOBHHHI
BUKOHYBaTH pi3Hi cieuudiuni pynkuii. Hemae cymMHiBIB B TOMY, IO CKJIQJaHHS Ta
apaHXyBaHHsI MY3HKH JI0 BiJI€0OIrOp — CKJIaJHE 3aBIaHHS, aJie XOPOIIHA CayHATPEK
3aBKM 3MOKE 3pOOUTH 3 TP — IEJEBP.

Jls mpoexTyBaHHS (D)OHOBOI MY3UKH Ta 3BYKIB s TpH, Oyi10 oOpaHo ayio-
penaktop SoundationStudio.

Soundation Studio mnpomnonye cebe SK aynio-peJaKkTop, CTBOPEHHI
MaiicTpamMu B cTBOpeHH1 010sioTek cemrmuniB — PowerFX. Jlo3Bossie 3amucyBaTu

3BYK 3 MIKpO(OHa, J0JaBaTH CEMIUTH 3 010J1I0TEeKH CEMIUTB, 0OpoOIATH ay[io-
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dbparmenTu 3 BOymoBaHuMH edektamu, iMrnoptyBatu MIDI daitnm 3 xopcTroro
JUCKa, Ma€e BOYJOBaHMII METPOHOM 1 HAaWMpPOCTIIIMIA CHHTE3aTop. Biapi3zHsaeTbCs
3pyuHuM iHTepdeiicom B nyci Mac OS X 1 MOKIMBICTIO aBTOMaTH3AIlT OyAb-SIKHX
napaMeTpis.

Ile mporpamue 3abe3nedeHHs] TOBOJI 3pYYHO ce0e MO3UIIIOHYE, HE Malouu
JIOCBIJly pOOOTH 3 ayaio-pellakTopaMH, MOXHa 3a KOPOTKHUM Yac ONaHyBaTH
MOYATKOBl 3HAHHS Ta BXKE IOYATH JIETKO OpIEHTYyBaTUCS B iHTep(eiici JaHOro
npoaykty. Soundation Studio BUSIBUBCS yHIBEpCAJIBHUM Ta 3PYYHUM PEIAKTOPOM
JUIS TIPOEKTYBaHHS My3UKU. ['0JIOBHA mepeBara 1b0oro NpoayKTy — O€3KOIITOBHA

BepCisl.

In Sound kbrary

Pucynoxk 2.8 — IIpoexTyBanHs (POHOBOT MY3UKH IS TPU

2.5 IIpoekTyBaHHS irpOBOr0 ITY4YHOIO IHTEJIEKTY

VY Unreal Engine 4 cTBOproBaTH ITYYHUM 1HTEJIEKT MOXKHA 3a JOTIOMOTOIO
nepeB nosemiaku. JlepeBo moBeminku (behavior tree) — 1e cuctema BU3HAYEHHS
MOBEIHKH, 1110 BUKOPHUCTOBYETHCS IITYYHHM I1HTEJIEKTOM. Hampukian, y HbOTO
MOxe OyTH TMOBeAiHKa 0010, OITy UM BHJlaya 3aBJIaHb JIsl TOJIOBHOTO IMEpPCOHAXKa
rpu. TakoX € MOXJIMBICTb CTBOPHUTH ACPEBO TMOBEAIHKU, MPU SKOMY IITYIHHHA

IHTEJIEKT OMTUMETBCS 3 TPABIIEM, SKIIO HOTO 370pOB's BUIlE. SKIIIO BOHO HIKYE
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50%, TO BIH TIKATHUME.
Jlisg movatrky, MOTPiOHO CTBOPUTH JAEPEBO MOBEIIHKH, BHUKOPHUCTOBYIOUU
KOHTEHT Opay3ep Oe3nocepenHbo y camomy pymrii. B Content Browser

Hatuckaemo KHOTIKy Add New 1 o6upaemo Behavior Tree y po3aini Miscellaneous.

W Add Feature or Content Pack...

48 New Folder

&
C—

rigger
Substance

Animation

Artificial Intelligence | ﬁ"a
Blendables ) ﬂ.

Blueprints e sckh N Behavior Tree

Editar Utilities hold (Ctrl + Alt) for more
Foliage

Materials & Textures

Media

Mis

E =1|:n=rL[1

E Save Al & = | I Content » Que
Pucynok 2.9 — CTBopeHHS AepeBa MOBEAIHKU ISl INTYYHOTO 1HTEIEKTY
Hactynmuum kpokom, motpiOHo ctBoputH Blackboard, natuckaemo Ha
kHonKy New Blackboard 3Haxoasuuchk y pexuMi pearyBaHHs JiepeBa MOBEIIHKH.
Blackboard — 1me pecypc, e€auHe NpU3HAYEHHS SKOTO TOJIATaE y 30epiraHHi
3MiHHMX (3BaHuX Kitodamu (keys)). MokHa BBakaTH HMOro maM'sTTIO IITYYHOTO

1HTeNeKTy. X0ua BHKOPHUCTOBYBATH iX 1 He 000B's3koBO, blackboard 3aGesmneuye
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3py4HUN CIOCI0 3YUTyBaHHS Ta 30epexeHHs AaHuX. BiH 3pydHuii, TOMy 110

O0arato BY3NiB Yy JepeBax IOBEMIHKHM MOXYTb OTPUMYBaTH TUIbKH KIIOUl

blackboard.

1_[ ElvenBuims ¥ Master_Npe 2 En‘e‘ni!,'.fE.Eﬁ VoA Es

File  Edit Asset Window Heln

e K

Save Browse Mew Blackboard

Behavior Tree

Pucynok 2.10 — CtBopenns Blackboard st qepeBa noseninku

Tenep, micas BUKOHAHHS BUINECKA3aHUX Jid, MOXKHA CTBOPIOBATH 3ajadi
JUIS. HAIIOTO IITYYHOTO 1HTENeKTy. IcCHytoTh Tpu ocHOBHI 3aaadi (Blueprint) ms
nepeBa nopeainku: task, decorator, service.

Task (3aBmanHs) — e BY30J, KU MIOCh «poOuTh». Ile Moxke OyTH MIOCH
CKJIaJIHe, HANpPUKIAJ, JIAHIIOKOK KOMOO, abo TMIOCh TPOCTEe, HAMPHUKIAI,
OYIKYBaHHSI.

Decorator — Bupa3, Tako>X BIJJOMHUHN SIK «yMOBHHI. Horo MPUKPITUTIOIOTH 110
IHIIIUX BUPA3iB 1 CTBOPIOIOTH PIIICHHS /IS BIATATY>KCHHS B JIEpEBl MOBEIIHKH.
JlexopaTopu NPUEAHYIOTHCS 10 3aBAaHb YW KOMITO3WTIB. 3a3BHYal JIEKOPATOPH
BUKOPHUCTOBYIOTh JIJII BUKOHAHHS TEPEBIpOK. SIKIIO pe3ynbTaT TOpIBHIOE true,
JIEKOpaTop TeX MOBEpTaE true, i HaBMaKu. 3aBISKU JIeKOpaToOpaM MOXHA KepyBaTu
BUKOHAHHSM IXHIX POJOHAYAIbHUX €JIEMEHTIB.

Service (cimyx06a) — il TPUKPIIUIIOIOTH O BUPa3iB, 1 BUKOHYIOTh 3 MEBHOIO
YaCTOTOIO JIOTH, JOKH TUJIKa BUKOHYETHCS. BOHM 4acTO BUKOPHUCTOBYIOTHCS IS

CTBOpEHHS TepeBipok Ta oHoBJIeHb Blackboard. Bona 3aiimMae wmiciie mapanieibHO
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iHmuM BupaszaMm y Behavior Tree. Lle okpemi By3iu, BOHM NPHUEAHYIOTHCS 10
3aBJaHb YU KOMIIO3UTaM. 3aBISKH IIbOMY CTBOPIOETHCS OUTBINI YMOPSIKOBAHE

JIEPEBO, TOMY 1110 TOJ1 JIOBOJUTHCS MPAIFOBATH 3 MEHIIOK KUTBKICTIO BY3JIIB.

PO3/ILI 3
PO3POBKA KOMIT'IOTEPHOI I'PH

3.1 CTBOpeHHS irpoBOro 0TO4eHHA

Po3pobka rpu B 1istoMmy OyJie CTBOpEHa 3a JOIIOMOTOI0 CUCTEMH Bi3yaIbHOTO
ckpuntuHra Blueprints, ToMy po3riissHeEMO OUTBII I€TAIBHO IO CUCTEMY.

Cucrema BizyanpHux cueHapiiB Blueprints B Unreal Engine — 1ie moBHa
CHUCTEMa CIICHApIiB IrPOBHUX MPOIIECIB, sIKa 3aCHOBAaHA HA KOHIIEIIIII BUKOPUCTAHHS
iHTepdeiicy Ha OcHOBI By3Jia (node) Jyisi CTBOPEHHS €JIEMEHTIB IrPOBOTO MPOIECY B
penaktopi Unreal. SIk 1 y 6araTb0X TOMMPEHUX CKPUIITOBAHUX MOBaX, BIH
BUKOPHUCTOBYETHCS JIJI1 BU3HAYEHHS 00'€KTHO-OPIEHTOBAHUX KJ1aciB a00 00'€KTiB B
pymii. Il cuctema Hag3BUYaHO THYYKa Ta TMOTY)XXHA, OCKUIBKH HaJae
MO>KJIMBICTh JU3aliHEpaM BUKOPHCTOBYBATH MPAKTUYHO MOBHUM CIIEKTP MOHSTH Ta
IHCTPYMEHTIB, SK TMPaBWIO, IOCTYMHUX JwMine mnporpamicram. Kpim Toro,
MOJKJIMBOCTI, XapakTepHi it Blueprint Takoxx goctynsi B peanizaiuii C++ Unreal
Engine Ta HaBmaku, 110 J03BOJISIE IPOrpaMicTaM CTBOPIOBATH 0a30Bi cucTeMu abo
B1JICOITPH, SIKI MOXYTh OyTH pO3IIMpPEH] Au3aiiHepamu. Y CBOil 0a3oBiit (opmi
Blueprints MOXXyTh BUTTIAATH SK AONOBHEHHS 10 rpu. [loennyroun By3mu, moii,
GyHKIIIT Ta 3MIHHI 3 TPOBOJIAMH, MOKHA CTBOPUTH CKJIAJIHI €JIECMEHTH TPHU.

[Ticist Toro, sik OyB crpoeKkTOBaHUM JaHAAdT rpu, HOTPIOHO CTBOPUTH Ta
BJIOCKOHAJIUTH O€3MOCepeIHhO caMe irpoBe oToueHHs. Bono Oyne OasyBatucs Ta
CTBOPIOBATHCS Ha OCHOBI TAaKUX IHCTPYMEHTIB Ta (DYHKITIN:

* blueprint — cucrema BizyanbHoro nporpamyBants B UnrealEngine 4;
= Hablp TEKCTyp, MarepialliB, MoOjeJIeH, siki moctynmHi B Marketplace
Unreal Engine;

" OCHOBHI BOymOBaHi 3aranbHOOCTYIHI 3acoOu Unreal Engine 4.
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[lepmie, 1m0 mOTPiIOHO 3poOUTH 1€ 3aJaTd TEKCTypy Hallomy
CIPOEKTOBAHOMY JaHAIMIa(Ty, I IBOTO MOTPIOHO PO3YMITH, IO B IFPOBOMY
pyllii HEMa€e TaKOro MOHSTTS 0e3MOCepeAHbO K «TEKCTYpa», TOUHILIE MOHATTS €,
ajie caMy TEKCTYpPY 3aCTOCYBAaTH JiIsl 00’ €KTIB HE MOKHA. TeKCTypHu 00’ €THYIOThCS
B TaK 3BaHI «MaTepiajin», a BXKE caMi MaTepiajii MU MOXKEMO 3aCTOCYBAaTH MO
PI3HOMAHITHUX TPEAMETIB Ta 00’€KTIB, BKJIIOUYAIOYM PI3SHOMAHITHI YAaCTUHKU Ta
enemenTu Ul

Ak 1 B peallbHOMY CBITI, B irpax € 0e31i4 00'€KTiB, KOXEH 31 CBOIM
3oBHIIHIM BursgoM. B UE4 1ieit 30BHIHINA BUTIISIT 3aJICKUTh BijJ] MaTepiaib.
Sxuit xomip mae o0'ext? IIpozopuit BiH? baumute yu Hi? Bci 1i BmacTUBOCTI
3a/1al0ThCSl MaTepiaiamu.

VY HamoMy BUTNAAKY, s IOAAaB JO CBOTO MPOEKTY AOCTYNMHUN Martepian 3
mapkeTy Unreal Engine 4, sikuii Mae Ha3By summer terrain. HacTynmHuM KpokoM, s
3acTOCyBaB Iied marepiai A0 JaHamadTy Ta OTpUMaB MOYATKOBUN BUJ IFPOBOIO

OTOYCHHA.

+ ¥ B

vy \COMERDS] WAEETEan] ¢ ive Hodes

Pucynok 3.1 — Marepian nanamadTy summer terrain
Hani, tonaeMo pi3HOMaHITHI 00’ €KTH Ta MPEAMETH IJis IrPOBOTO OTOYEHHS,

K1 300paxeHi Ha pucyHkax 3.2 — 3.10.



Pucynox 3.2 — O6’ext craryisuromna angel statue

Pucynox 3.3 — O6’ext Bexi 3amkyplains_castletower




Pucynox 3.4 — O6’ext nepeBa sm_tree

Pucynox 3.5 — O0’ext 3ai3Hoi apkucastlearch iron



Pucynox 3.6 — O6’ext kBiTiB grass_flowers
Ha nonaBanHi 00’€KTIB HE 3aKiHUYEMO, MPOJOBKYEMO YIOCKOHAIIOBATH Ta
HACHYyBaTH IrpoBe OTOYEHHS CTBOpPEHHSM o3epa Ta nedepu. L[o6 crBoputn
03epo, OyJ0 BHKOPHUCTAHO Martepiajl BOJHW, NESIKI O0’€KTH POCIMH Ta paHIIIe
ClielliayibHO TIATOTOBJIEHE Miciie Ha JjaHamadrti. Ileuepa Oyma cTBOpeHa
AQHAJIOTIYHUMU [iSIMH, 3aMICThb MaTepiady BOAU OyJlu BHUKOPHUCTaHI CHEIiaJIbHI

00’ €KTH KaMIHHS.

B AddNew = & import B Save All & & Confert »

Pucynok 3.7 — CtBopeHHs o3epa
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Pucynok 3.8 — CTBOpeHHs neuepu

Jlns mepexoiy Ha HACTYNHUM PiBEHb T'PH, MOTPIOHO CTBOPUTH ITPOBUI

nopTay, KOTpui OyJe MEePEHOCUTH T'OJOBHOTO MEPCOHAXKa B 1HIIWA BUMIp, MICIS

CTBOPEHHS MOPTally, JOJAEMO HOr0o B HEMPHUMITHE MICLIE Ha JIOKAI[ll MOYaTKOBOTO

piBs. Ha pucynkax 3.9 — 3.10 300pak€HO CTBOpPEHHs MOpTajgy Ta HMOro

PO3MIILIEHHS HA I'POBOMY PiBHI.

Pucynok 3.9 — CtBOpeHHs nopTany
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Pucynok 3.10 — Po3MitieHHst mopTaty Ha iIrpoBOMY piBHI

3.2 CrBopeHHs iHTepdeiicy KOpHCTyBaYa

[IpakTH4HO BCl1 BIAEOIrpH HA CHOTOAHINIHIA JI€Hb MAalOTh OCOOHCTHI
iHTepdeiic 11 CBOIX KOPUCTYBayiB (3a AyXe PIAKUMU BUKIFOYCHHSIMH MOXYTh HE
maTH). Po3poOHUKHM BiE€OIrop BHUKOPUCTOBYIOTH rpadiky 1 TEKCT A
BioOpakeHHA HEOOXiMHOI1 i1H(opMaIllli, HampuKiIaa, 370poB'st ado JTIYMIBHUKA
yacy. lle Ha3zuBaetbcs inTepdeiicom kopuctyBaua (user interface, UI). UI B Unreal
Engine 4 ctBoproerbest 3a pomomoroto Unreal Motion Graphics (UMG). UMG
no3Bostsie 3pyuHo BuOynoByBatu Ul, nepersaryroun enemenT Ul, Taki sik KHONKH 1
TEKCTOB1 MITKH.

SAxuio posrasgatu Ounbin getanbHo, T0 UMG (Unreal Motion Graphics Ul
Designer) — 11e Bi3yaJlbHHI THCTPYMEHT JIJIsi CTBOPEHHSI €JIEMEHTIB IIPU3HAUYCHOTO
JUIsl  KopucTyBada iHTepdelicy, Takux sk MeHro, HUD Ta imme, skwii
BIJIOOpaXKa€eThCs TOBEPX BCHOro 1HIIOrO 300paxkeHHs Tpu. B ocnoBy UMG
BXOAATh BipKeTH (widget), sIKI MpeacTaBisioTh COO00K Habip roTOBUX (DYHKIIIHA
(KkHOTIKM, YEeKOOKCH, ciaiaepu 1 T.A.), SAKI MOXYTh OYTH BHKOPHUCTaHI s
cTBOpeHHs 1HTepdericy. 11 BiKEeTH penaryroThesl B CleHiaIbHOMY PeIaKTOp1 il
Ha3Boro «Widget Buleprint», sxuii Mae aBa OCHOBHUX PEXKUMHU: IU3ANWHED

(designer), depe3 sIKMW BCTAHOBIIOETHCA Bi3yallbHa CKJIajgoBa 1HTepdeiicy Ta
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rpadgik (graph), B SKOMy NpOBOJIUTHCS CTBOPCHHS JIOTIKM, 3a SKOKO 1 Oyje
MPAIIOBATH TTEBHUM Bi/HKET.
Jlns i€l rpu inTepdetic Oyae CKiIagaTrucs 3 HACTYITHUX YaCTHH:

* 3aranbHHM iHTEpPeiic (Main HUD);

* BipKeT 3MiHU AHs Ta yacy (Time HUD);

= Bimker 310poB’s Ta manu (HP. MP_HUD);

"  BIDKET IJIAaBHOTO 3aTyXaHHsI €KpaHy TP MICIs BIAPOIKECHHS, Y TOMY
BUIIAJIKY SIKIIO ToJoBHUM nepconax 3arune (Darkness HUD);

" BIDKET, SIKUU MOBIIOMIISIE TIPO CMEPTH TOJIOBHOTO MEPCOHAXKA, A MiCIIS
HATUCKAHHS TIEBHOT KHOMIKH, BiIpoKye ioro (Respawn HUD).

Crnepury, CTBOpUMO 3arajibHUM 1HTEpdeiic, sikuili Oyae MICTUTH B €001

MOTAJTBII BIJIKETH, a TAKOK CTBOPUMO JIOTIKY JIO HHOTO.

BrnioueHre uHTepthelica KorAa HaUHAETEA Upa
:, FIH EH M WOT I a AV HRETCA MIpa

Pucynox 3.11 — CTBOpeHHsI JIOT1KM BBIMKHEHHSI 3araJIbHOTO 1HTEepdercy

3.2.1 3mina aHs Ta 4yacy./lani CTBOpPIOEMO BIKET 3MiHHM JIHS Ta 4Yacy, 3a
nornoMororo blueprint knacy sikuit 0yB HazBanuii TimeSystem, a TakoX JIOTIKU B
mizomy. B 1miboMy kimaci 3amaemMo MOTPiOHMM BiAPI30K Yacy y MAOJIOHI pyXaHHS
COHIIA B T'pi (sun movement template), 1eit mabdion Oyae BijoOpa)kaT MEBHUM yac

no00u, ToOTO paHOK, IEHB, BEYIp Ta HIY.
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> =z

Debug Filter

E “1- Q" ‘ E"‘ Length [FXE) | ne? B AutoPlay [l Loop [ Replicated [l lgnore Time Dilation
A

uve |I}.DD 100 8.00 12.00

sl £ 15

Pucynok 3.12 — I11a610H pyXxaHHs COHLIS

CHcTEeMa H3MEHEHWMA BpeMEeHH CYTOK

Pucynok 3.13 — Jlorika 3MiHu 100U Ta yacy

B 3akirodeHH1, JOMpalioBaBIIM 0 KIHISM JIOTIKY 3MiHM J00M Ta dacy,
orpumyemo (ynkiriro GetText, ska B CBOIO 4epry BUBOAWTH II€H BIKET HA €KpaH

I'pH.



Pucynok 3.14 — ®@ynkuis Get Text

3.2.2 lloka3Huku 310poB’st Ta MaHu.llepexoaqumMo 10 CTBOPEHHS BIIKETY
37I0pOB’sl Ta MaHH, 1100 po3poOUTH Iiel BIKET Tpeba cTBoputH blueprint kiac,
akui HazBemo HealthStats Ta psg 3MiHHUX Ta QYHKIIH B HbOMY, JUISl TTOAAIBIIOL
KOPEKTHOI pOoOOTH.

[Tepenik cTBOpEeHUX 3MIHHUX:

= MaxHP — noka3Huk MaKCUMaJbHOTO 37J0POB 4,

*  CurrentHP — noka3Huk 310pOB’sl B JaHUU Yac;

»  MaxMP — noka3zHuk MakCUMaJIbHOI MaHU;

®*  CurrentMP — nmoka3Huk MaHU B JJaHWUM Yac;

= [sDead? — 3minHa, sika iepeBips€ 4Yd MOMEP TOJJOBHUM MEPCOHAK.

[epenik QyHKIIii:

= Get Stats for HUD — ¢yHKkis, koTpa oTpuMy€e IaHi mpo 370pOB’S Ta
MaHy;

» SetHPandMP — ¢ynkuis, koTpa 3a7ae napameTpu 370pOB’s Ta MaHH;

= DoDamage — ¢yHKIA, KOTpa MNEpeBIpsS€ YU OTPUMYE TOJIOBHUUN
NEPCOHAXK LIKOAY.

O06’eanaBIM BCl 111 3MiHHI Ta QyHKII, OTPUMY€EMO MOTOYHY JIOTIKY JAaHOTO
BIDKETY, JUIS TIPUKIIAIY BiIOoOpa3uMo JeKiabka (DYHKIINA Ta iX JIOTIKY, a TaKOX

KIHILIEBHI BUJI BIJDKETY, AKi BioOpakeH1 Ha pucyHkax 3.15 —3.17.



= Do Damage [Chnunch
P — e[ 5 [ Branch 7 Play Soundat Location
SET = —— Trut (- e——

& CurenllF O fandition  fobse [

Danage P w Condition e —p

(

["F Random Bool with Weight

O Weghi[aa]  Fetun Value

MpoBepka Ha oTpruaTenbHoe HP

[IPOEERHA HAIOTRNIETENBHOE HIE
~ T Select Float
OA[00]  metwm value @
‘s

Cument IF B g =

Pucynok 3.15

f Tofext jriegen)

= W Walue Patam vl B

m—
Curam | F e

[ ToTexd miegen)
"8 Ve Nembiaue @

W Gt Sufs For HUD
|

~ T Tomcake f ToTexd miegen
Mo e — & 4 Reamva - — ® vue  Feam e

¥

T T ate F ToText foReger)

Curan P e — - W Yol

Pucynok 3.16 — Jlorika ¢ynkuii Get Stats for HUD
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GED 80 O 0D B ™ D Sk Crm: v KHNS SRE

Pucynoxk 3.17 — IloTounuii BUTJISAT BKETY 3JI0POB’SI Ta MaHH

3.2.3 Bimker 3aTyxaHHsi €KpaHy Ta IOBIIOMJIEHHSI TPO CMepTh
I'TI.OctanHIM KPOKOM IO CTBOPEHHIO 1HTEep(delcy KopucTyBaua, Oyie CTBOPEHHS
BI/DKETY IUIAaBHOTO 3aTyXaHHSI €KpaHy MIC/S BIAPOKEHHS MEPCOHaXKa, a TaKOX
BI/DKET MOBIZJOMIJICHHS PO CMEPTH TOJIOBHOTO MepcoHaxka. JlaHuil eran BUSABHUBCA
HalJIeTUM, BCE IO MOTPIOHO — 1€ CTBOPUTH AHIMAILIIO 3aTyXaHHS €KpaHy s
NEepUIOro BiKETY, a MICs IbOT0 CTBOPUTU KHOIKY BIAPOJKEHHS Ui APYroro
BiDKeTY. Takox 3’€IHaTH Bce 1€ po3po0sieHoto Jorikor. Ha mpomMy 3aBepiimBcs
eTan CTBOpPEHHs 1HTepdeicy KopucTyBada. BimoOpa3smmo ocCTaHHI BIIDKETH Ta

KIHIIEBHH pe3yJIbTaT MOBHOTO IHTepdeiicy Ha pucyHKax 3.18 — 3.22.



J Play Animation

L]

i
<> Event Construct g
» »

Target |gelf Return Value

In Animation

P S S B C» Num Loops to Play [7]
Darkness i
Play Mode

C» Playback Speed [10]

Restore State D

Pucynoxk 3.18 — Jlorika aHimariii Bi/KETy 3aTyXaHHS €KpaHy

OED 86 D EDS

Pl CRaacier
Sl

Pucynox 3.20 — Jlorika BIKETY CMEPTI TOJIOBHOTO MEPCOHANkA
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CED &0 OD DB 1 s Cmm: v KNS S

Bbl noruonu!

TR

Pucynok 3.21 — I'padiunnii BUA BIKETY CMEPTI TOJIOBHOTO MIEPCOHAXKA

Pucynok 3.22 — [1oBHuii iHTEpdEiic KopucTyBaya

3.3CTBOpEeHHS I0JIOBHOTO MEPCOHAMXKA

CtBOpIOIOUM MEPCOHAXKA, TOTPIOHO TOYHO Ta YITKO PO3YMITH KHUM BiH Oyje
HE TIIBKM 30BHI, aj€ 1 BHYTPILIHBO: PO3POOUTH MaHEPYy MOBEIIHKH, XapakTep.

BayTpimHiii cBIT reposs 4acTo BigoOpa)kaeTbCsi Yy HOro 30BHIMIHOCTI. Tomy
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NOTPIOHO BHU3HAUUTHCS 3 HOro ocoOnuBocTsMU. Hampukian, uu Oyae BiH
repoiyHuM? AGO X XUTPOMYIpUM maxpaemM? AOO HaBITh IEMOHIYHOIO 1ICTOTOIO?

JI1s movaTky, BUAIIUMO OCHOBHI eTanu cTBOpeHHs 3Dnepconaxka B UE4:

= crBopenHs 3Dwmopeni B mporpamax 3DwmonemoBanHs (3DsMax,
Cinema 4D, AutodeskMayara iH1111);

* TeKkcTypyBaHHsA 3DMozeni (CTBOPEHHs Ta HaKJIalaHHs TEKCTYP);

"  BNPOBAIKEHHS cKkejnera B 3DMojensb nepcoHaxa,

" CTBOpEHHS aHiMallii abo Habopa aHIMAIIii 1JI TaHOTO CKEeJIeTa;

" [porpaMmyBaHHs aHIMallii, HaJAINTyBaHHsS NpPOTpaBaHb aHIMAaLil
BIJIITOBITHO /IO Ai¥ epCOHaXa.

Takox MoTpiOHO BUIIIUTH CIIOCOOM OTPUMAHHS MTEPCOHAXA!

"  aBTOMATHYHE (B3STTS TOTOBOTO MEPCOHAXKA);

" HamiBaBTOMAaTW4YHe (BHUOIp 13 MOIEpeHIX BCTAHOBJECHb a00 Mojesei
YU THCTPYMEHTIB);

" pyuHe (CTBOPEHHS MOJEI 3 HYJIs).

JIns mo4YaTKOBUX PO3POOHUKIB OakaHO oOuUpaTh aBTOMATHYHUN abo
HAIIBaBTOMATHYHUNA CIIOCIO CTBOPEHHS MEPCOHAXKa, TOMY JIJIi CTBOPEHHSI CBOTO
NepcoHaXka si oOpaB caMme HamiBaBTOMaTtu4dHUM crocio.CyTh 11p0TO criocody Oynme
MoJIsiTaTH B MOJIEJl TIEPCOHaXka Ta MOTro CKeJeTi, (i3ulll, a TAaKOX B pO3pOOJIEHHI
jorikd adiMmauid. [lepmmMm kpokom Oyae 3aBaHTaXEHHs MOJENl MEepCOHaXKa B

pyiit UE4.



i RightEye
§-LeftEye
- HeadTop_End

44 LeftHandThumb1
4§ LeftHandThumb2
4 LeftHandThumb3
- LeftHandThumba
-4 LeftHandindex1
4% LeftHandindex2
4% LeftHandindex3
§ LeftHandindexd

LeftHandMiddle2
49 LeftHandMiddie3
+ LeftHandMidd le4
4-§- LeftHandRing1
4-§- LeftHandRing2
4% LeftHandRing3
- LeftHandRing4
4§ LeftHandPinky1
4} LeftHandPinky2
4% LeftHandPinky3
1 LeftHandPinky4
! SafeMod dSocket
4-§- RightShoul
4§~ RightArm
4-3 RightForeArm
4% RightHand
4% RightHandPinky1
4-§- RightHandPinky2
4% RightHandPinky3
¥ RightHandPinkya
-7 RightHandRing1
4-1- RightHandRing2
4% RightHandRing2
¥ RightHandRinga

Rfe Biend Profile: None »

Pucynok 3.23 — Mogenb roJIoOBHOTO MEPCOHANkA

¥ Options =
4% Hipe
43 Hips
¥ Hone
4§ Spine
pine
Nene
/" Spine : Hips Constraint
44~ Spine1
4% spinez
4@ Spine2
9 None
/" Spine2 : Spine Constraint
4§ Neck
4% Head
{ead
None
/" Head ' Spine2 Constraint
1 RightEye
¥ LeftEye
¥ HeadTop_End
4§ LeftShoulder
4+ Leftarm
4@ Leftarm

7 None
/7 LeftArm : Spinez Constraint

4§ LeftForearm
44 LeftHand

Pucynoxk 3.24 — Pengaktop ¢hi3uKku AJ TOJIOBHOTO TIEpCOHAKa

HactynHum kpokom, Oyjae CTBOpPEHHS 3arajbHOi JIOTIKM JUJISi TIEPCOHAaXa.

[lepm 3a Bce TOTPIOHO CTBOPUTH B NUIOMY JIOTIKY PYXy HJis TOJIOBHOTO
NEpPCOHAXA.
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JIBMKEHIE IMABHOMD MepCoHaXa

PBIXOK MMABHOMD NEPCOHaNE

Pucynox 3.25 — Jlorika pyXy aJis mepcoHaxa
[Ticnst 11bOro, CTBOPIOEMO JIOTIKY IMEpEMHUKaHHS MiXK OIroM Ta XOJb00I0
NepCcoOHaka 3a JIOMOMOTOI0 3a3/ajieTib CTBOPEHUX 3MIHHUX, (QYHKIINH Ta

MakpociB, 3a1aBiu KHOTKy LeftShiftna BukonanHs mux Jiii.

' MepexnioyeHe Mexay Gerom n xoosGoi

Pucynok 3.26 — Jlorika nepeMukaHHsi MK 01roM Ta X01b00I0 IMepCcoHaXKa

Y rpl 18 UbOro mpoekTy Oyae MIATPUMKA 3MIHM BIACTaHl Kamepu AJis
nepcoHaxa, ToOTo OyAe MOMUIMBICTh BIAJAIUTH a00 NpUOIU3M Kamepy J0

TOJIOBHOTO TIEPCOHAXKY. TOMY, TAKOK CTBOPIOEMO JIOTIKY JIJIsl JAHOT OTIIIi.
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YMEHBLIEHWE DACCTORHNA KaMepb!
Y

YeenuqeHHe paccTOAHHA KamMepbl
y aMens

Pucynox 3.27 — 3mina BificTaHl KaMepu JTsl IEPCOHAXKA
[lepeiineMo 10 aHiMaIllii TOJOBHOIO IEpPCOHA)Ka, IICIAsS TOro sk Oyiu
nepeneceri aHimanii a0 pymiss UE4, moTpiOHO iX KOpekTHO HamamTyBatu. Jlis
IIOT0 TIEPEXOJUMO B MOJENIb MEPCOHaXKa, Jajli BMUKAEMO BKJIaAKy Animation.

JlexinbKka 3 HaJaIITOBAaHUX aHIMAIlii IpeCcTaBiieH] Ha pucyHkax 3.29 — 3.32.

RAZICCRA Ccarch Animations D

Pucynok 3.29 — Animarnis xoasou



Pucynoxk 3.30 — Animariis oiry

Pucynok 3.31 — Animaris ctpubka



71

Pucynok 3.32 — AniMairist TaHIs

3.4CTBOpeHHs 00ii0BOI cUCTEMH

Baxxnusoro yactunoro Action-RPG € 6oitoBa cuctema. B nanomy Bumauky,
B 3aJIeKHOCTI BiJ 0OpaHOro NUIIXYy pO3poOKU, OOHOBa cuCTeMa MOXe OyTu
abcomoTHO pi3zHOt0. CKIamHO NaTh BHW3HAYCHHS OOWOBIM CHUCTEMI, aje SIKIIO
TOBOPUTH y3arajbHEHO, TO €(QEKTHUBHICTh OHUTB B Irpax 3aJeKHUTh BiJ
XapaKTePUCTHUK 1 HABUYOK MepcoHaxa. Lle MoxkyTh OyTH pi3HI (PaKTOpH: KUIBKICTh
MOIIKO/KEHb, IIIAHC TOTPAIUISHHSA, IIIAHC KPUTUYHOTO YAapy, MOXJIHUBICTh
BUKOPHUCTAHHS IIEBHOTO BUAY 30p0i 1 Tak Jaii.

[ToBepxHEBO, MOKHA 3yMUHUTUCH HA TOMY, 1110 OOOBa cucTeMa — YaCTHHA
IPaBUJI POJIHOBOI CUCTEMH, TTPUCBIUEHA OTIHCY OOMOBHX 31TKHEHb.

3anexHo Bij redMIUIeHHOI 4acTOoTH OWTB, O0MOBa cUCTeMa MOXKE OyTH SK
peTenpbHO TPOPOOTIEHOI0, TaK 1 CXEMAaTUYHOK. Y 0araTboX KOMIT IOTEPHHUX Irpax
po3ain 6ot Moxke 3aiimatu 50-60% oOcsry.

Icaye OaraTto pi3HOMaHITHUX MEXaHIK OOHOBOI CHUCTEMH, aje 3a3BUYAi 0
HEl BITHOCUTKLCS HACTYITHE:

"  3arajbHI TOPUHIUIKA A1 MEepCOHaXIB B OO0, CIOJU BXOMIITh SK

pO3IIKpPEHHs 1 AeTai3aiii 6a30BOro sl CUCTEMH CIOCO0Y PO3TIIsAY 3asiBOK, TaK 1
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cyTo 00HOB1 pO3MIMPEHHS — HANIPUKIIA]], BBEACHHS MOJIS U TAKTUYHUX MaHEBPIB;

"  CcHCTEeMa MOIIKOKCHb;

"  pO3MMPEHHsS 3arajJbHUX NpaBWJI Ha OOWOBI curyarii. Hampuknan,
mpaBuia 3 aKpoOATUKUA MOXYTh OyTH YaCTHHOIO 3arajbHOI MEXaHIKH, a CIelialibHi
npaBWja IO BIAXOMy BiJ yJapiB mepekaramMu abo AepTUCS IO CTiHAX IiJl
00CTpIIOM — TaKOX € YaCTHHOIO OOHOBOi CHCTEMH, TaK SIK HE 3aCTOCOBYIOTHCS
HizE, KpiM 0010;

= Habip cyBOopo OOMOBHX XapaKTEPUCTHK IEPCOHAXIB 1 MPEIMETIB
(30poi, OpoHi, (paHTACTUYHOI TEXHIKH, IMITPOBI30BaHOI 30poi 1 T.11). OuH 1 TOH XKe
IpeaIMeT MOKe MaTu K HeOOHOB1 XapaKTepUCTUKH, Tak 1 OoroBi. Hanmpukmnan, s
ONHUCY KUPKH SIK IHCTPYMEHTY BaXKJIMB1 JI0JJaTKOBI OOHYCH Ha TMEPEeBIPKY T1pHUYOI
CIpaBH, 3HOC MPHU POOOTI 1 Bara (I NMEPEHECEHHs B 1HBEHTapi), a Al O0HOBOTrO
3aCTOCYBAaHHS BaYJIMBIIMINK MOKa3HUK HAHECEHHS IIKOJH, Yac 3aMaxy (IIBUIKICTb
yaapy) i npuiioMu.

" {HOJI, BIAHOCATH CHEIiajbHI MpaBUjia MO MPOTHBHUKAM TEPCOHAXKIB:
reHepaIiro MOHCTPIB, CITPOIIECHI CTATUCTUKY ISl IEPECIYHUX 3JI011B Ta 1HIIIE.

1106 po3pobutu 60IOBY cHuCTeMy Ui TaHO1 TpU MOTPIOHO Oy/le BUKOHATH
HACTYTHI il

" goJaTH 30pOI0 IS TOJOBHOTO NIEPCOHAKA;

"  CTBOPHUTH JIOTIKY 00MOBOT CHCTEMHU(JI TOJIOBHOT'O IEPCOHAXKA);

" CTBOPUTH MOJIEJb BOPOXKOro mMepcoHaxka (Mo0a) Ta Horo OOHOBY
CUCTEMY;

" CTBOPUTM INTYYHUH  I1HTENEKT JJiI  BOPOXKOIO  MEPCOHAXKA

(AIController).

3.4.1 JlonaBanHsi 30poi /151 rOJJOBHOrO nmepcoHaxa.Jljisi 1ogaBanHs 30poi
Oyna BUKOpHUCTaHa Mojellb Meda 3 odiuiiiHoro Mapkety UnrealEngine. Ilicis
NEpPEeHeCeHHsT MOJell Meda B pyuIid, Tpeba B MOJedi TOJOBHOTO MEPCOHAXa

HaJaITyBaTH HOTo, TOOTO 3a7aTH BipHI KOOPJUHATH Ta KOI13110 J1s 30poi.



73

Pucynoxk 3.33 — JlogaBanHs 30poi Jisl TOJIOBHOTO IIEpCOHAXka
[Ticns uporo, Oyma po3pobieHa Jorika Juisi IMEepeMHUKaHHS O0HOBOro
pexumy, sika Oyna 3ajjaHa Ha KHOTKY «2». JIns 1boro 0ysio CTBOPEHO 2 MakpOCH:

JICTaBaHHS Ta XOBaHHS 30poi.

Mposepka, He NepeKyaeM i ME! B faHHbIA MOMEHT GoeB0R pexuM
Makpec (aocTaem opyiue)
i L) L el :

T i S [
am B
\\., Makpoc (npRyem

Kie)

opy:
2N OpyIHIE)
[T UG Shord R e ¥ Delay

Pucynok 3.34 — Jlorika anst nepeMUKaHHsi 00MOBOTO PEeXUMY

3.4.2 CrBopeHHs1 Jiorikm 00ii0BOI CHCTeMH [UIS TOJOBHOIO
nepconaxa.Crepury, Tpeba 3a1aTi KHONIKY yAapy MeueM JJIs HAIIoro MepCcoHaxa,
s nboro Oyma BukopuctaHa kHomka «LeftMouseButtony». IToTim cTBOproemo
NEepeBIPKY Ha 3HAXO/HKEHHS 30poi B pyKax, J0JaeMO (DYHKIIIIO BUMAJAKOBOTO yapy
3;miBa a0o cIpaBa, a TaKOX HAJAIITOBYEMO BIJICOTOK IIAHCY yJapy 3JiBa abo

crpasa (Tics HaamTyBaHHs IaHc yaapy 3718 — 30%, maHc yaapy cripasa — 70%,
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CXOJITYUCH HA TOMY IO FOJIOBHUM NMEPCOHAXK MpaBIIa).

Yjap cnpasa, WakHc 7T0%
VP cnpa ST

b CReBa WAK CNpaBa

MpoBepsemM ecTh M Mey B pyKax

Pucynoxk 3.35 — Jlorika asns ynapiB 3 pi3HUX CTOPIH
[ToTiM, CTBOPIOEMO JIOTIKY JUIsI BUKJIIOUEHHS LIKOAU TOJOBHOTO MEPCOHAXA
no cobi, a TakoX J0Ja€MO OJIOKYBaHHSI 0araropa3oBOr0 HAHECEHHS IIKOIM IS

OanaHCy B Ipi.

Mckmguenue cebA 3 nonyyaTenel ypoxa
CHITIG HEF BNz TEnen ypo

Pucynok 3.36 — Jlorika Jijisi BUKJIFOUCHHS IIIKOU 110 cOo01 Ta OJIOKYBaHHS

0araTopa3oBOr0 HAHECEHHS IIKOIN
B 3aBepmieHHi, 3a1aeMo KUTHKICTh HAHECEHHS IIKOAHM HAIIMM TOJOBHUM
MepCoHaXKeM JIJIsI MaOyTHIX BOPOXKHUX MEPCOHAXKIB Bif 5 10 10 oAuHUIIB, a TaKOX
CTBOPIOEMO IIIAHC HAHECEHHS 3BUYAWHOTO Ta KPUTUYHOTO yhapy (mIaHc
3BudaitHoro yaapy — 70%, manc kputuaaoro — 30%), s jorika BigjoOpakeHa Ha

pucynkax 3.37 — 3.38.
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Pucynok 3.37 — lllanc HaneceHHs kpuTu4HOTO yaapy (Bix 10 1o 20 oguHULb

IITKOJTH )

Pucynox 3.38 — 3Buuaiinuii ynap (Big S 10 10 oquHUIE TITKOAH)

3.4.3 CTBOpeHHs1 MOJIeJIi BOPOKOT0 nmepcoHaska (Mo0a) Ta iloro 00iMoBoL
cucreMu.llouaTkoBi KpOKM CTBOpPEHHS BOPOXKOTO TEPCOHAXKA AaHAIOTIUHI
CTBOPEHHIO T'OJIOBHOTO, PI3HUIIS Oy/I€ 3aKII0UATUCS B 30BHIIIHHROMY BHU/II Ta 1HIIIN
jgorikd B 1iiomy. Croepiry CTBOPIOEMO MOJENb 1 aHIMAllll0 BOPOXKOTO MoOa Ta
3aBaHTAXYeEMO iX y pymrid. [lami cTBOproeMo JIOTiIKy, sika Oyae CKIaaaTucs 3
HACTYITHUX CKJIAJOBUX: BIIKET 370pOB’Sl, MaKCUMaJlbHA IIBUIKICTh PyXY, aTaka,
HAaHECeHHsI IIKOAM, oTpuMaHHs mkoau. {00 peanmizyBaTu BCIO IIO JIOTIKY,
MOTPIOHO CTBOPUTH HACTYIHI 3MiHHI:

* MaxHP — makcumanbHas KITBKICTh 37J0POB’ST Y BOPOKOTO MO0a;
»  CurrentHP — moTo4Ha KiJbKICTh 3JI0pOB’Sl y BOPOKOI'0 M0O0A;

=  MobName — iM’s BOPOKOTO M00a;

» [sDead? — nepeBipka Ha cMEPTh BOPOKOT0 M00a;

= StartMaxSpeed — makcuManbHa IBUAKICTh PyXY BOPOKOTO MOOA;
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= EnemyRotation — pyx Bopoxkoro Mo6a 1o irpoBoMy OTOUYEHHI.
Mopenbs BOpOXKOTO TEPCOHAXKAa Ta KUIbKA CHCTEM HOTO JIOTIKH 00iO0BOi

CHUCTEeMH 300pakeHi Ha pucyHkax 3.39 — 3.42.

2-§- RightShoukdar
44 RightArm
41 RightForeArm
<% RightHand
-} RightHand Thumb
4§ Right Hand Thumb2
47 RightHandThumb3
¥ RightHandThumb4
-1 RightHandindex 1
4} Right Handinde x2
4% RightHandindex3
t Index
4% RightHandPinky 1
4§ Right HandPinky2
4% RightHandPinky 3
 RightHandPinkys

44 RightLeg
4-3 Right

PaboTa ¢ BUOKETOM MOGa

PO e ooy

ABTOMATHUYECKMUA PAZBOPOT BIALKETA HP y BPaKeCcKoro Moba K KaMepe rMasHoro NepeoHaxa

Mepepada HP B BUmKXeT Moba Mepefaqa B BUAKET HA3BaHWA Mola
s p2 ANa HP B et Ussa \EpenavE el HA SR NN AR IBRS

Pucynoxk 3.40 — Jlorika BipKeTy BOPOXKOTO ITepCOHaka
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Pucynok 3.42 — HaHeceHHs K01 BOPOKUM MEPCOHAKEM

3.4.4 CTBOpEeHHSI IUTYYHOI0 IHTEJEKTY JAJIsl BOPOXKOro mepcoHaxa (Al
Controller).B inayctpii Bigeoirop mryuynum intenektom (Artificial Intelligence,
Al) 3a3Buyail Ha3WMBaIOTH MPOLEC MPUUHATTS PIIIEHb HE KEPOBAHUMHU TI'PABIEM

nepcoHaxamu. BiH Moxke OyTu mpocTUM: BOpOr OauuTh IpaBld 1 aTakye. AOO X
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OUTBIN CKJIQJHMMU, HANPUKIIAJ, KEPOBAHUN IITYYHUM IHTEIEKTOM IMPOTHBHHUK B
CTparterii peajqbHOro Yacy.

[lepcoHakiB KOMI'IOTEPHHUX Irop, KEpOBaHWX IrPOBUM  INTYYHUM
IHTEJIEKTOM, JIISATh Ha:

= pgeirpoBi nepcoHaxi (Non-player character, NPC) — sx mpaBuio, 11
MIePCOHAXI1 € APYKHIMH 200 HEUTPAIBHUMU JI0 TPaBIIS;

» Ootu (Bot) — BOpoxki A0 rpaBIild MEPCOHAXI, 10 HAOIIKAIOTHCS 3a
MO>KJIMBOCTSIMH JIO irpOBOTO TepcoHaxy. [IpoTu rpaBis B Oyab-IKuii KOHKPETHHIA
MOMEHT OOpIOTBCSI HEBENWKAa KUIBKICTh OOTiB. boTm HaiOuIbm CckiIagHl B
IporpaMyBaHHi;

= Mmobu (Mob) — BOpoki 0 TpaBld «HU3BKOIHTEICKTyaTbHD»
nepcoHaki. MoOu BOMBAIOTHCS TPaBISIMU B BEJIMKHX KIUIBKOCTSX 3apad OYOK
JOCBIy, apTedakTiB a00 MIPOXOIHKEHHS TEPUTOPIi.

JlJi IbOTO TPOEKTY, peali3yeMO TOBOJI MPOCTHHA IITYYHUH IHTENEKT IS
Bopoxxoro moba. Jlorika Albyne peamizoBana depe3 Tak 3Banuii AlController,
akuii BOynoBanui B pymiid UE4. A came, akio Mo0 KuBHi, BIH OyJe MOCTIMHO
NEPEBIPATH BIACTaHb O BOPOXKOTO MEPCOHAXKA, a AKILO BOPOXKUM MepcoHax Oyne
Ha BIJCTaHI Jajii HIK MM BKa3aJid B TapaMmeTpi pajailycy arpecuBHOCTI mMoba abo
nepcoHax Oynae B paiiyci, ajge Oyne MepTBUM, TO MOO Oyje KOXXEH 3aJaHuid
OPOMIKOK 4acy BHOMpaTH BHUMAJIKOBY TOYKY B 3aJaHOMYy paiiyci Bil MiCLs
MOYATKOBOTO BIiAPO/KEHHS 1 WTH Tyau. Takum umHOM MO0 TaTpyItoBaTHUME
TEPUTOPIIO.

Sk TUTBKYM HAII IEPCOHAX YBiiIe B 30HY arpeCUBHOCTI M00a, MO0 Bifpa3y kK
BiJ[pearye arpecMBHO i TOYHE TIEPECiyBaT TOJOBHOTO MEPCOHAaXa, a SIKIIO BiH
Horo Ha3loXKeHe, TO HEOJAMIHHO MOYHE aTaKyBaTH. Y TOMY BHMAJKY SIKIIO MOO
BO’€ TOJOBHOTO TNEpPCOHAXka, BIH 3p0O3yMi€, IO BIH MEPTBUM 1 TTOBEPHETHCS Hali
NaTpyJIroBaTh TepuTopito. OyHKIIOHATBHA YacTHHA JIOTIKM OyjJe MICTUTH B COOI1
JeKiJIbKa MEeBHUX 3MIHHUX Ta Makpoc mia Ha3Boio «Allookingforenemy», sikuii
BUKOHYE OCHOBHY JIOTiKYy IOIIYKY T'OJIOBHOTO TepcoHaXka.JleKinbka MpHKIaiB

CHUCTEMH KIHIIEBOI JIOTIKM INTYYHOTO 1HTEJIEKTY JUIsi BOPOXKOTO TMEPCOHAXKA



HaBeJIeH1 Ha pucyHKax 3.43— 3.44.

ATaka rMasHoro NepcoHaka
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Pucynox 3.43 — OcHOBHA JIOTiKa IMITYYHOTO 1HTEJIEKTY BOPOKOTO TIEPCOHAKA

MpoBepKa, HE MEPTBLIN MK Hal NePCOHEN

1P OEE D) HE W EPTE BT TH HAL TEPCOH IR
7 et Player Charaeter
S .

+3 347 10 TRandPers onCRarIC er

MpoBepKa paccTOAHKA [0 NepcoHaXa e TP Chrar
IpOEED K PACCIOAHMS 00 HEpCo MM

[T Gei Player Chameter
aror e ¥

T Ge e G 16

T

Pucynok 3.44 — Jlorika makpocy «Allookingforenemy» st HOIIyKYy rOJIOBHOTO

nepcoHaka MOOOM.
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3.5CrtBopeHHs1 (pOHOBOI MY3MKH TA iHIIKUX 3BYKIiB

[Ipu po3poOli KOMII'IOTEPHUX IrOp 3BYKOBHMM CYINpOBiA  3a3BUYal
3HAaXOAMBCS HAa Jpyromy IUlaHi. barato po3poOHMKIB BBaXaroTh 3a Kpalle
BUTPATUTHU Yac Ha BBEJICHHS HOBOMOJHMX TEKCTYp 1 edektiB st 3D-rpadiku, Toai
K peaii3aiisi 3BYKYy MYCKAaeTbCs Ha JApyruil miaH. Jlromed, ski He pO3yMIIOTh
BaXKJIUBICTh 3BYKOBOT'O CYNPOBOJY, CKJIAJHO MEPEKOHATH BUTPATUTHU Yac 1 KOUITH
Ha SIKICHUI 3BYK B rpi. Pa3om 3 ThM, OLIbIIICTh KOPUCTYBAUIB TAKOXK OLIBII 0XOUE
BUTPATSTH TPOIII HA HOBITHIO BiJICOKApTy, HI’K HA HOBY 3BYKOBY KapTy.

OpnHak, cuTyalisi 3MIHIOETBCS: OCTAaHHIM 4acoOM 3BYKY CTal0 HPUIUIATHCS
HabaraTo Oijblle yBaru 1 3 00Ky KOpPUCTYBauiB, 1 3 00Ky po3pOOHHKIB. Y CydyaCcHHX
MPOEKTAX 3BYKY BIABOAUTHCS 10 40 BIICOTKIB OIOKETY 1 JIIOJICBKUX PECypCiB.
BupoOHrkH 3ByKOBHUX 4YiMiB 1 PO3POOHUKH TeXHOJIOTIH 3D-3ByKy TaKoX JOKJIAIH
YUMaJIO 3yCUJIb, 100 MEPEeKOHATH KOPHUCTYBAviB 1 pO3POOHUKIB JI0JATKIB B TOMY,
1o xopouuit 3D-3ByK € HEBi/I'€MHOIO YACTUHOIO CyYaCHOTO KOMIT'OTepa.

CaMe MOHATTS «TPUBUMIPHHUNA 3BYK» Ma€ Ha yBasl Te, IO JPKEpena 3BYKY
PO3TaIOBYIOTHCS B TPUBUMIPHOMY IIPOCTOP1 HaBKOJIO ciryxada. [Ipu ipomy KoxHe
JDKepeso sBJsie COO00I0 B IIMPOKOMY CEHCl Oynb-sKHil 00'€KT y BIpTyaJIbHOMY
ITPOBOMY CBITI, SIKUW 37aTHUI BUPOOISTH 3BYKH.

3D-3Byk moTpiOeH I OUIBII TJIMOOKOIO 3aHYpEHHS KOpPUCTyBaua B
BIPTYyaJbHUI CBIT I'PH, 32 PaXyHOK YOTO MOCUJICHHS peali3My BiI0OYBa€ThCS MPSIMO
Ha IrpoBii cIieH1. /{1 IbOr0 BUKOPUCTOBYIOTHCS P13HI TEXHOJIOTIi, alalToBaHi i1
MOBEJIIHKY 3BYKY B peallbHOMY CBITi. Hampukiana, BiIOWUTI 3BYKH, OKIIO311 (3BYK,
M0 TPOWIIOB dYepe3 TMEepemKoay), OOCTpyKmii (3ByK HE TMpOHMIIOB uepes
MepeNnIkoy), AUCTaHIIMHE MOJIeOBaHHS (BBOJUTHCS IMapaMeTp BiIJIaIEHOCTI
JUKeperia 3ByKy BiJI ciiyxada) 1 maca iHImmX e(eKTiB.

Jlis bOTO TMPOEKTY, CTPYKTypa CTBOPEHOTO 3BYKY peaii3oBaHa 3 TaKHX
YaCTHUH:

* (onoBa My3uka, TOOTO JOJAHO NEKUIbKa aynaio TPEKIB y Tpy, sKi

OylyTh YEPTYBATHUCS MK COOOI0;
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" 3BYKH NMPUPOAM — CIIIB MTaXIB JHEM 1 3BYKH IBIPKYHIB BHOY1, TOOTO
KOJIM Ha IBOP1 Oy/e JeHb CHIBAaTUMYTh MTaXH, a KOJH MMOYHETHCS HIY CITIB MTaxXiB
3aKIHYUTHCS 1 MIOYHYTHCS 3BYKH IIBIPKYHIB;

" 3BYKHM BOJAM, SIKI KamaloTh B MeYepl — MPU BXOMAl B Ky MY3UYHUN
CynpoBij Oyjae 3aTuxaTH, TOOTO KOJM TOJIOBHHHM MEpCOHaX Oye 3aXOJIUTH B
neuepy, (oHoBa My3uka Oyje MNPUINMHATUCS, a 3BYK Kpareib BOJIUd Oylie
MMOYMHATHCS, IPU BUXO/I1 3 TICUEPH — HABIAKY;

"  3BYKH KPOKIiB, CTpHUOKiB, 30p0i, MIEPCOHAXKIB.

3arajpHa JIOTIKa CTBOPEHHS 3BYKY Y TPl AJI JAHOTO IMPOEKTY 0a3yeTbcs Ha
CHUCTEMI, sIKa CKIIAJA€ThCS 3 BOYJAOBaHUX 3aC001B MPOTpaBaHHS MY3UKHU Ta 3BYKIB B
pymrii UnrealEngine 4. Ilpuknaax po3poOjieHMX 4YacTHUH JIOTIKH JJIi OCHOBHHUX

3BYKIB Ta My3UKH B1100pakeHMit Ha pucyHKax 3.45 — 3.46.

Wave Player : Mmy3biKa_gnA_arpsi
Output @ —_

“Random

o e e e —— ¢ Looping
Wave Player : my3bika_pnA_wrpbi_2 CUIpiT gp=E=

T @ Output @ ==

Output @ | Add input +

“Wave Player : My3bika_gna_urpbi_3
Output @ =

Pucynok 3.46 — BxiroueHHs Ta BUKITIOYSHHSI THS Ta HOU1 (11 PO3YMIHHS KOJIH

OyJie MporpaBaTUCh CITIB NITaxiB, a KOJU 3BYK LIBIPKYHIB)
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3.6 CTBOpPEeHHS IUTYYHOr0 IHTEJIEKTY JJIfl KOMILUIEKCHOI CHCTEMH 3aBAHb

(kBecTiB)

[lepen mo4yaTkoM CTBOPEHHSI CHUCTEMH KBECTIB, MOTPIOHO 3PO3YMITH IO
co0010 sIBIISIE camMe TMOHATTS «KBecT». UITKOro BU3HAYEHHS «II0 TaKe KBECT?» HE
iCHy€, 1 He AMBHO, a/Ke KBECTOM MO)KHA Ha3BaTH Oy/b-sKe 3aBlIaHHS, MPOXaHHS,
a00 BeNHMKYy YacTHUHY reiimMIuiero Oyab-sKkoi koM toTepHoi rpu.barato ¢axiBuiB 3
PO3pOOKH BiICOIrop TPAKTYIOTh II€ MOHATTS MO-CBOEMY. AJle SKIIO y3arajlbHUTH,
KBECT — II€ 3aBJIaHHS, SIKE CTOITh mepea rpaBiieM. BoHo Mae O0ytu gopmaiizoBane,
TOOTO y 3po3yminiii hopmi moHeceHo rpasieBi: yepe3 NPC, mo nae 3aBmpaHHS,
yepe3 KBeCT OYK(’KypHaJl KBECTIB), Y XOJ1 KaTCIIEHH, Yy MOYATKOBUX TUTpax IO
piBHSL... B3arali K 3aBTOJHO, TOJIOBHE, ITI00 TpaBellh HOTO OTPUMAB 1 3p03yMiB, IO
MOBUHEH POOUTH Ta KA WOTO ILIb.

Koxxen kBecT mnepemdadae sSKUHACh TeMMIUICH, ajpKe IMOCTABJICHE 3aBJaHHS
NOTPIOHO BUPIMIMTH Ta JAOCATTH MeTH. [HOAlI meld TelMIuieil € kapToM
PO3pOOHHMKIB, Ha KINTAIT MOIIYKY BTPA4eHOTO KOHS IO 3JIMIICHUM il KyNKamMH
raoro B rpi Kingdom Come Deliverance, ane BiH Bce ogHo €.'0Bopsiuu mmpo ictopii
y KBECTax, HE MOYKHA ITHOPYBATH TaKUi BaXXJIMBUN YMHHHK, SIK JKaHp, aJiKe, STKIIO
aHp TPU HE CIOKETHHH, TO KBECT HacaMIlepell Ma€ TeHepyBaTH KOMILJICKCHUH Ta
LIKaBUI T€HUMILIEMN.

[lepmuM KpOKOM JI0 CTBOpPEHHS KOMIUIEKCHOI CHCTEMHU KBECTiB Oyne
BUIUICHHS. OCHOBHHUX JIAHOK 3arajibHOT CTPYKTYPH MEXaHi3My, a caMe:

" CTBOPEHHS JI0JAaTKOBOTO IMEPCOHAXy ISl TP, JOBKOJA AKOro Oyne
noOyz0oBaHa CUCTEMa KBECTIB;

* o0yIoBa CUCTEMH JOCBIY;

"  CTBOpPEHHS MiHI-KapTH;

"  HaJalTyBaHHS KBECT-aKTOPIB (actors);

"  CTBOpPEHHS BIJKETY JJIsl KBECTIB;

"  J10JIaBaHHS KBECTIB Ha €KpaH BIJKETY;

* no0y/I0Ba CHCTEMH BiJICTaHI 1 HAMPSMKY 10 I1LTi;
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» ganamtyBaHHsi NPC Ta B3aeMogis 3 rpaBliem;

® JjjojaBaHHd oOjacTed, B SAKIM 3HaAXOOAThCS Il Ta cmocio
narpyiatoBandsi NPC;

"  aHIMallisi COUCKY KBECTIB 1 IEPEeMUKAHHS Ha ML

"  CTBOPEHHS XypHaJIy KBECTIB Ta HOTO IiIBIHKETIB;

*  po3poOka GyHKIIIOHATY ISl )KYpPHAITy KBECTIB,;

"  JI0JaBaHHS CHCTEMH 3JI0POB’S Ta CTBOPEHHS KJIaCy BOPOTa;

"  JI0AaBaHHS MOBEIIHKU JIJIsl BOPOKUX CTBOPIHB;

"  CTBOPEHHS XUTTEBUX MOKA3HUKIB JUIsI BOPOYKOTO CTBOPIHHS;

"  JoAaBaHHS MAOJOHY MONTYKY MPEAMETIB;

"  peaimizaiis CHUCTEeMHU OajiB NPECTHXKY Ta BIIPOHKEHHS BOPOKUX
CTBOpIHB;

"  HaJamTyBaHHS JIOT1KA Ha 3aKIHYEHICTh KBECTIB (ycmix abo mpoBai);

"  J10JIaBaHHS MOXKJIMBOCTI BIIMOBUTHUCH BiJl KBECTY;

"  CTBOpEHHs OaJliB MPECTIKY Ta 0alliB AJOCBIAY MJIsi OTPUMaHHS KBECTIB

" peai3allisi CHCTEeMU30epeKeHHs POrpecy IMij 4ac Ipu.

3.6.1 Bzaemomin 3 NPC Ta npuilHATTS KBecTa /ISl MOro
BUKOHAHHA.I1[00 mouatn poOoty B3aemonii 3 NPC, mepmn 3a Bce CTBOPIHOEMO
BDKET i Ha3Bow «InteractionWidget». lleit Bimker Oyne BiAMoOBigaTH 3a
KOPEKTHY JIOTIKy i 3 OOKy HEIrpoBHUX MEPCOHaXIB, TOOTO CIUIKYBAaTUCh Ta
JlaBaTH KBECTU TOJIOBHOMY MIEPCOHaXY Tpu. HacTymHUM KpoKoM, MOTPIOHO 3a1aTh
JIOT1KY O€3M0CepeIHbO I OCHOBHOT'O NIEPCOHAXKY Y I'pi, AIKUH OyJie B3aEMOISTH 3
NPC mnepconaxxamu 3a gomnomoror knasimi «E». CTBOpeHHS BIIDKETY, JIOTIKH
B3aemonii NPC 3 ToJIOBHUM TIepCOHaKEM Ta JIOTIKM B3a€EMOJIl TOJIOBHOTO

MEPCOHAXY 3 HEIrPOBUM 300pakeHi Ha pucyHkax 3.47 — 3.49.
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Pucynox 3.48 — Jlorika B3aemozii NPC 3 rpaBiiem Ta ioro nepemiiieHHs 10

HACTYITHOI TOYKH MAaTPyJIFOBAHHS
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J Get Overlapping Actors

3.49 — Bzaemonis rpasii 3 NPC Ta TOBKOJIMIITHIM CepeIOBUILIEM

3.6.2 /Iu3aiin KypHajy KBeCTiB Ta CTBOPEHHsI HOro ¢yHkuionasmy./[ns
pO3pOOKM  JW3aliHy JKypHajdy KBECTIB, CTBOPMMO BIDKET IIiJI HAa3BOIO
«QuestJournal», B skomy Oyae BigOyBaTHUCh KOHCTPYIOBaHHS Bi3yaJbHOI
CKJIaJIOBO1 XypHaTy. BiH Oyae MICTUTH B cOOi: CIIHCOK MOTOYHUX, BUKOHAHUX Ta
NPOBAJIEHUX KBECTIB. TakoX BKIOYaTUME B cebe BiJIOOpaXKE€HHS OCHOBHOIO
KBECTY, PETIOHYy Ha SIKOMY BiZOyBa€TbCs BHUKOHAHHS KBECTY, IMMOTOYHHHA PIBEHb
TOJIOBHOTO TIEPCOHAXYy, HAropogy 3a KBeCT (JOCBiA Ta Oaiu TMPECTHUKY), OIHC

KBECTY, I1iJIb, @ TAKOX 3MOra 00pat a0 BIAMIHUTU KBECT.

Hegidomi ayxu

Hazopoda:
+ 5000 Jloc.
+ 5000 BII
Onuc:

Lle niepLumit KBECT, KW BaM JOBEETHCS
BUKOHATH, LYOB NMPOLOBXATH iCTOPIO.

Iini:

0OBparu ksect Bigminumn ksecT

Pucynok 3.50 — CTBOpeHHs u3aiiHy )KypHaJly KBECTIB
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Lle nepLumii KBecT, KUl BaM [OBefeThbCH | !
_ BUKOHaTW, L1{06 NPOJOBXMNTU icTOpito. |

Pucynok 3.51 — dinanpHul qu3aiiH KypHaIly KBECTIB

Hani po3pobiseMo (QyHKIIOHAIBHY YaCTHHY KYpHAITy KBECTIB, IS IIbOTO Y
MIPOEKTI CTBOPIOEMO HOBY CTPyKTypy Imija HaszBoro «CompletedGoal». YV i
CTPYKTYpi Oyjae BimoOpa)xkaTHUCs CTaH KBECTY 3aJIeKHO BiJ il rpaBlsi, TOOTO Y
SKOMY CTaTyCl BiH 3HAXOJUTHCA, a caMe: BUKOHAHUI, y Ipo1eci BUKOHAHHS, a00 X
npoBajeHui. 3a 10 cCUcTeMy OYyIyTh BIJANOBIAATH TpU 3MiHHI, Taki K. Goallndex
(tum Integer), Goallnfo (tunm S Goal Info), Succesful? (tun Boolean).Ilicns
nporomnepexoaumMo 1o (Qaitry mepeniky «e GoalState»i BucTaBisieMO TOTPiOHI

CTaTyCH IJId KBECTY.
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.4 Structure

Fa New Variable
e

| §I =E EE
: i
& g ° o« i
+
x

bl
AL
=]

Pucynok 3.52 — Ctpykrypa «CompletedGoal»

Enuim

4 Enumerators

4 Description

Enum Desription

Pucynoxk 3.53 — ®aitn neperniky cratycy kBecTiB «e (GoalStatey
Hactymuum  kpokom  cTtBOproemo  kimac  Blueprint  mig  Ha3Boro
«Bp_ QuestManager», y sikomy OyJe MICTUTbCS BCsl (DyHKIIIOHAJIbHA JIOTIKA JJIs
KypHaTy KBecTiB. ToMy, cTBOproeMo (YHKIIT SKi BiAMOBIIAIOTh 3a J0JaBaHHS

HOBOT'O KBECTY, 3a BiJOOpa)XKeHHS MOTOYHOTO KBECTY, BIJOOpa)KEHHS BUKOHAHHX
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3aBJlaHb, KBECTIB, K1 OYJIM 3aKiHYEHI, CKaCyBaHHS KBECTIB, a TAKOXK (YHKIIIs, sSKa

BiNOBIIaTUME 3a oTpuMaHHs 1Hpopmalii Bcix NPC 3a neBHUM 11€HTU(DIKATOPOM.

Bp_GoalActor  Bp_PatrolPoint RegionTrigger  RespawnActor

Pucynok 3.54 — CtBopenns Blueprint knacy «Bp_QuestManager»

J Complete Sub Goal

'D—\___
- »

dexToGomplete

Pucynox 3.56 — Jlorika, my1s BimoOpaXeHHSI BUKOHAHUX IT1IeH
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»
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Quest Actor

Pucynoxk 3.57 — Jlorika, 115t BimoOpakeHHs MIOTOYHUX KBECTIB
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Pucynoxk 3.59 — YacTuHa JoTiKy, sKa BIAMOBIAA€ 3a BiIMIHY KBECTIB

SHAKO)] NPCONBEHOMY AL EHTMEIRaTORY)

All Npes in World

A L £ Branch
8 Find Npc by Id E' For Each Loop with Break
» c y

» e B ,—é “® Tocal Found Npc
o I e

y / Condition
nt g ——

False >

Class
d @ =—

Return Value

—_— : Add pin 4+
Target Mpc D @

r—
Local Found Npc

irm urn Node

»
Found? g

Npc

= Return Node

»
Found? (0

Npc

Pucynox 3.60 — Jlorika, mis 3aaxomkenas NPC no ineatudikaropy
A Cmpop,aggi_ enbciicbKi pyiHH

P

A =

f. ¥ lloTounmi KBecT POSBi,HKﬂ

¥ BukoHaHI KBecTH | ]
 Tlpoaieni keecry, /CHOBHUL K6eCm

Hegidomi ayxu

Hazopoda:

+ 2500 Exp
+ 1000 PP

Onuc:

TPOKUHYBLUMCE Y 20BCIM IHLLUOMY CBITI,
ro/IOBHUKA repoi BUPILLINAB JOCHINTH
HeBigomi nyku!

Micna MicTKa HaL mepcoHax nobayus
[HLWY MK OMHY, SKa binyKana HaBkoJo, |
BUPILLUMB NIgIATH [0 Hel..

re L

=

Pucynox 3.61 — Haounwuii npukia BiloOpax€HHs KBECTY Y KypHai
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3.6.3 Po3poOka cucremm KUTTEBUX OAMHHIb TAa MIATOTOBKA KJIACy
Bopora.CriouaTky CTBOPIOEMO OCHOBHHUI BIKET M1 Ha3Boro «MainWidgety, sikuii
Oyne BimoOpakaT OCHOBHY 1H(opMaIlito sl TpaBid. Jlanmi, mpoekTyeMo nu3aiiH
IIKAJIH JKATTEBUX OJUHUILL 1 32 JOIMOMOTOI0 MEBHUX (DYHKIIN, a TaKOXK 3MIHHHX
«MaxHealth» Ta «CurrentHealthy cTtBOprMO JOriKy, sKa Oyjae KOPEKTHO

IpaIoBaTi MPOTSITOM I'PH.

S0y.100

Pucynok 3.62 — CTBOpeHHs 1n3ailHy KUTTEBUX OJUHULB ISl TOJIOBHOTO
HEPCOHAXA
[Totim, nepexoaumo 1o knacy «ThirdPersonCharacter», sxuii Binnosigae 3a
KOPEKTHY poOOTY T'OJIOBHOTO IEPCOHAXka I'PU Ta MICTUTh B COO1 OCHOBHY YacCTHHY

JOTiKA HOTro A1€3AaTHOCTI, 1 BXKE TaM CTBOPIOEMO OUIbII JeTaibHl (YHKIIT Ta

CHUCTCMHU OJIA XKXUTTEBUX OJWMHHID.

JIGTIRA AN APKW T EE KO HAL BT ONTeproHaKal

= Update Health

J SetText (Text)

»
\ 5 Return Node
»

Pucynok 3.63 — Jlorika Jjis )KUTTEBUX OJIMHUIIL TOJIOBHOTO MEPCOHAXKA
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[lepexomuMo 10 CTBOpPEHHS Ta MIATOTOBKH KJIAcy BOpora JUisl 3arajibHoi
cuctemu KkBecTiB. Po3pobnsiemo kmac Blueprint mix Ha3Boro «Master Enemy» 1
BiJIpa3y X CTBOPIOEMO TaMm 3MiHHY OyseBoro tumy «IsDeath?» nnsa monmaneioro

yIOCKOHAJIEHHS JIOTiKHU. [10TiM mepeHoCHMO 3a3/1ajeriib miArOTOBIICHI aHIMaIlii Ta

MOJIeIh BOPOKOTO CTBOPIHHSA 70 Kiacy «Master Enemy».

t_Right
44 Mid_Right. UpLeg
T Mid_Right_Loleg
4+4-Back_Right_UpLag
{* Back_Right_LoLeg
4% Front_Right_UpArm
- Front_Right_LoArm
# Fromt_Right_knee

Pucynok 3.64 — Mojienb BOPOKOTO CTBOPIHHS JIJIsS CHCTEMU KBECTIB
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Pucynok 3.65 — 3aranpHa Jorika MOBEIIHKH BOPOKOTO CTBOPIHHS
3.6.4 Po3poOka madJIOHYy MOLIYKY MpeaMeTiB JJsl cMCTeMH KBecTiB./[Jis
MoYyaTKy 3HaxXOJAMMO CTBOpeHuMi panime dain «InteractionWidgety, moTim y
HbOMY cTaBuMO BiaMiTKy «Is Variable» ans Toro, mo0 wmoxHa Oyno y

MMoJaJIbIIOMYy Hi,Z[H}ITI/I npeaAMET I'OJIOBHHUM IIEPCOHANKEM I'pHU.

@ Details

= [ [ - =izt O
Sear

4 Slot (Vertical Box Slot)

Auto Fill

Horizental Alignment = =

Vertical Alignment 4 U 41 Iy "

4 Content

Text IM'A 3HAXOOWTLCA TYT

4 Appearance

4 Color and Opacity [l Inherit 2 m

" PyHOK 3.66 — BinmiTka «Is Variable»

Hactynaum Kpokom, mnepexoauMo A0 Manku 3 ¢aiilaMu TiJ Ha3BOIO
«Actors» Ta cTBOproemMo HoBuii kiac Blueprint mig nasBoro «Master Object», a
NoTIMOYTyeEMO y HbOMY JIOTIKY JJIS MITHSATTS MPEAMETIB TOJIOBHUM MEPCOHAKEM.
[Is cucrema Oyae BIANOBIIATH IPAKTUYHO TIOBHICTIO 3a B3aEMOIII0 MIXK

NEPCOHAXEM I'PU Ta PI3SHOMAHITHUMU 00’ €KTaMH HAaBKOJIO.
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& Event BeginPlay
*+ Cast To InteractionWidget  SetText (Text) I SetText (Text)

T Get User Widget Object

Target Return Value

) -
& Event On Enter Player Radius % I Set Visibility

Widget

] -
& Event On Leave Player Radius ¥ % et Visibility

J DestroyActor

arget [self|

Pucynok 3.67 — Jlorika miaHATTS NPEIMETIB TOJJOBHUM MEPCOHAKEM

3.6.5 Peanizania cucremu 0aniB gocsiny ta mpectm:ky.CyTh peanizailii
cuctemMu OajiB JOCBily Ta MPECTHKY MOJSATae y po3poOii jorikd, B skiii NPC
Oyze BHUpILIYBAaTH, AaBaTH FOJOBHOMY MEPCOHAXKY KBECT UM Hi B CHIBBIJHOILICHHI
Horo 0ajiB MpecTxky abo X JI0CBiaY.

Tomy, mepexomumo no0 Blueprint kmacy, sikuii BIOIOBIZA€E 32 CUCTEMY
TOJIOBHOTO INMEPCOHAXKa, Ta CTBOPKOEMO TaM JIOTIKY OajiB MPECTHUXKY 3aJeKHO Bij
perioHy y rpi Ta 1aeMo ix Ha3By «Set Prestige by Regiony.

Jani po3po0sisieMO CUCTEMY MiJBHUILIEHHS PIBHSA TOJIOBHOTO TEPCOHAXKA
MICJIS BUKOHAHHA KBECTYy, a TaKOX 3BYKOBUH Ta Bi3yalbHUN e€QdeKT Iicis
T1IBUIIIEHHS PIBHA MMEPCOHAXKA ISl OUTBII AUHAMIYHOL TPH.

OcTaHHIM KpPOKOM, OyZie CTBOPEHHS JIOTIKM OTPUMAaHHS HAropoau Micis
BukoHaHoro kBecty Big NPC y Burisial OaniB mMpecTHXKy, a TaKOXX OTPUMAaHHS

JIOCB1ly MICJIsl 3HUIIEHHS BOPOKUX CTBOPIHb.
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Pucynoxk 3.69 — Jlorika Jjis iJIBUIIICHHS PIBHS TOJIOBHOTO IEPCOHAXKA

TR OTP AN A A AT O DRI O REEe TR BN P LY BARTA R CATIE HPECTARY S

Pucynoxk 3.70 — Jlorika j1st OTpMaHHS HAarOpOIM IIiCJIsl BUKOHAHHS KBECTY BiJl

NPC y Burnsazi 6ainiB mpecTuxy
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Pucynok 3.71 — Jlorika ans orpuMaHHs 0ajiB AOCBILY MICTS 3HUILICHHS BOPOKUX
CTBOpPIHb

[Ticnst peamizaiii CUCTEMM BHIIE, BCTAHOBJIIOEMO Yy 3MIHHY IIiJI Ha3BOIO

«ExpForKill» kinpkicTs 0ajiiB JOCBIAY 32 OJHOTO 3HUIIEHOTO CTBOPIHHS, a CaMme

NBAALSITE I’ ATh OQUHHUILb.

EEEEn III?III am
{
i IIH I ﬁ%

Pucynok 3.72 — BcranoBiieHHS MIEBHOT KIJIBKOCT1 OaiB TOCBILY 32 OJHOTO

SHUIICHOT'O BOPOIKOTO CTBOpiHHH
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PO3/1 4
TECTYBAHHS

KuTTeBO Ba)IIMBOIO YAaCTUHOIO PO3POOKH OYIb-SIKOTO HOBOTO MPOIYKTY €
daza TecTyBaHHS, a IS BIIEOITOp II€ BaXKJIMBAa YacTHMHA KOHTPOJIO SKOCTI.
OcHOBHA MeTa TECTYBaHHS, HE3aJIC)KHO BiJl BUKOPHUCTOBYBAHOI METOAMKH, TIOJISTAE
y BHSBJICHHI Ta JOKYMEHTYBaHHI OylIb-KHX Je(PEeKTIB B MPOrPaMHOMY
3abe3neuenHi. L1 nepextn 3a3BM4ail Ha3UBaIOTh MOMIJIKAMU a00 «Oaramm». bytu
ITPOBUM TECTEPOM BHMAara€ BHCOKOTO pIBHS TEXHIYHUX 3HAHb, BKIIOYAIOUN
KOMITFOTEPHI HABWYKH, AaHAJITHYHI Ta OI[IHOYHI HABHYKH, TE€BHA KUIBKICTh
TEPITIHHS 1 BUTPUBAJIOCTI.

Y BUPOOHUIITBI ITOP 3aCTOCOBYIOTHCS Pi3HI TUIIU TECTYBAaHHS, KOXKEH 3 SIKHX
MpU3HAYEHUH sl BUSIBIICHHS BIATIOBITHUX THUITIB HEMOMIIKIB. B3arasi, icHye 6araTto
PI3HUX METOJIIB TECTYBaHHS JJIs1 a0COIIOTHO PI3HOTO MPOTPAMHOTO 3a0€3MEeUCHHS,
aJie TeCTyBaHHS KOMIT IOTEPHHX 1rop U0 CKJIAHIIIE HI’K TECTYBaHHS HEITPOBHUX
JOMATKIB, SIK MIHIMyM dYepe3 Te, IO BiJICOIrpu BiAPI3HAIOTHCA Bia iHIIoro 113
HAsIBHICTIO 1HAUBIAyanbHOI MexaHiku. Hampukmnan, y SKOMych AOJATKy € MEBHUN
ITOPUTM, 3TiTHO SIKOMY IIeH J0JATOK mpaittoe. Y irpax (ocobmuBo B xkaHpi RPG)
IILOTO HEMa€, TOMY IO 1€ MOKE 37ITaMaTH BCIO 1/ICF0 Ta CUCTEMY.

TectyBanHsl Tpu ISl LIBOTO MPOEKTY OYyJI0 BHUKOHAHO JABOMA METOAAMU —
METOJIOM (DYHKIIIOHAIBHOTO TECTyBaHHS Ta METOJOM PYYHOTO TECTYBAaHHS 32
JIOTIOMOT OO T€CT-KEHCIB.

Mera ¢yHKITIOHATHPHOTO TECTYBAaHHS BHSBUTH BIAXWJICHHS HEOOX1THOT
(GYHKITIOHATBHOCTI 1 TOMUJIKHM, 200 Tak 3BaHUX «OariBy». Sk mpaBwiio, 1M THUIl
TECTyBaHHS HE BUMAra€ BiJ TECTyBaJIbHUKA BEJIWKHX TEXHIYHMX 3HaHb, KpIM
po3yMiHHA 0a30BHUX KOHIEMIM MporpaMyBaHHs, a TaKOX 3BOJUTHCA 0O
0araTopa3oBOro MPOXO/KEHHSI TPH, BUSBICHHS HEMOJAJ0K i YMOB, B SKHX iX
Mo’kHa BiaTBOpUTHU. [Ipobiemu onucyoTh B NOBLIBHIN (HOpMI, aje BaXKIUBO JIUIIIE
Te, 00 TEKCT OYB 3p03yMUINNA PO3POOHUKY.

Py4yne tecTyBaHHA — TECTyBaHHs, B SIKOMY TECT-KEHMCHU BHUKOHYIOTBCS
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JIOAWHOIO0 BpY4YHY 0€3 BUKOPHCTaHHS 3ac00iB aBToMaTH3allii. He3Bakaroun Ha Te,
IO 1€ 3BYYUTh JAyK€ MPOCTO, BiJ TECTyBaJbHUKA B Ti UM IHIII MOMEHTU 4acy
MOTPIOHI TaKl SKOCTIi, SIK TEPIUIAYICTh, CIIOCTEPEHKIIMBICTh, KPEATUBHICTh, BMIHHS
CTaBUTH HECTAaHIAPTHI €KCIEPUMEHTH, a TaKOX YMIHHA 0auuTH 1 pPO3yMITH, IO
B1IOYBA€ThCS «BCEPEWMHI CHCTEMH», TaK SK 30BHIIIHI BIUIMBK Ha TPy
TpaHC(POPMYIOThCS B 11 BHYTPIIIIHI ITPOIIECH.

OcCHOBHE TECTyBaHHs I'pH MOJIATAIO B PO3pOOIIl TeCT-KENCIB, sIKI BU3HAYAIIN
gy OyB AIMCHUM OUIKYBAaHUM pe3yJIbTAT JJIs TIEBHOI JIii B TPl I KOPUCTyBaya, abo
K HaBIIaKH, MEPEBIPIIOCH, IO CHCTEMa HE JO3BOJIMTh BUKOHATH HE3aIllJIaHOBAaHI
MEXaHIKOI Tpu [ii, sKki Oyje HamaraThcsi BUKOHATH KOPHCTyBad. Y IbOMY
BUMAAKY Oy/ie HaJlICJIaHO TTOB1IOMJICHHSI TIPO MTOMUJIKY B JIii.

CtpykTypa TeCTyBaHHS CKJIajanacs 3 TaKux JiH, sK:

" QIepeBipKa 3arajbHOro OajaHcCy y rpi;

"  QepeBipKa JAW3aiHy IFPOBOTO OTOYEHHS, TOOTO THUIOBI MOMUJIKH TaKi,
sk stuck spot (Bu 3acTpsITiii IPU HEMOXKIIMBOCTI BUJI3TH), sticky spot (mepcoHax
3aCTpsT, CMUKA€EThCS, ajie B MiJICYMKY TaKd BHJIa3UTh, BUTPATHUBIIN OaraTo 4acy),
HEBUIMMI CTiHU (Ha KIUTAIT IPONTH MOKHA, a HIOU i1 HE MOXKHA), TEKCTYpHI AipU
(MpOBAIUIINCH Y 3€MJII0), 1 BIACYTHICTh T€OMETpii piBHIB (CTiHA HaueOTO €, ane
gyepe3 Hel MOKHA JIETKO TIPOCKOYHNTH);

" [epeBipKa IUTYYHOTO IHTENEKTY BOPOXXUX TIEPCOHaXiB, TOOTO
KOPEKTHICTb BUKOHaHHS At Aly rpi;

* mepeBipka (¢i3uKM OOWOBOI CHUCTEMH, TOOTO TMEPEBIPAETHCA
aJICKBAaTHICTh TOTPAIUISHHS IIKOAW TIO IUISIM, YA € B3araii JIOTIYHICTh O0HOBOT
MEXaHIKHU B IJIOMY;

" mepeBipka (POHOBOI MY3UKH Ta 3BYKIB, KOPEKTHICTh 3MIHU MY3HUKHU Ta
3BYKIB B 3QJIC)KHOCTI BiJl CUTYaIlli Ta MICIIs 3HAXOJPKCHHS;

"  [epeBipKa KOPEKTHOT pOOOTH KBECT-CHCTEMH.

Habip Ttect-keliciB, 3a SKUMHU OyJ0 BUKOHAHO TECTYBaHHS, HABEICHO Y

nonarky B.
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BUCHOBOK

B pamkax pmanoi mummomMHOi pobotm  Oylo BUKOHAHO PO3POOKY
koM ’rotepHoi 3D rpu Ha pymii UnrealEngine 4, xanp sikoi Action-RPG. Bapto
BIJI3HAYUTH, IO caMme IeH JKaHp BiJI€0OIrop 3HOBY HaOUpa€e MOIMYJAPHICTH 3aBISKU
CBOTH THYYKOCTI Ta BEJUKIHM KUIBKOCTI (paHATIB MO BCHOMY CBITI.

[lix yac po3risany pi3HOMAHITHUX KOPUCHUX JIKEPEN MPaKTUYHOI po3pOoOKH
KOMIT IOTEpHUX 1rop Oyid OTpUMaHi HEOOXIiIHI 3HAHHS IS CTBOPEHHS BJIACHOI
rpu. byno BuBYUEHO NIE€BHY YacTHMHY MOKJIMBOCTEH Ta I1HCTPYMEHTIB pYyIIis
UnrealEngine 4, sxuii cTaB OCHOBOIO PO3pOOJICHOI I'pH, MPOIIEC CTBOPEHHS SKOI
JOKJIaTHO OMUcaHui B poOoTi. Baromy pomb y wiif poOOTI 3irpaB aHaii3 icTOpii
3apOJ/DKEHHST 1HAYCTpli KOMIT'FOTEPHUX 1rop, SKy MOJKHa CIIOCTepIratd IIo
CHOTOJIHIIIHIN eHb. byna po3risHyTa 6a30Ba TEPMIHOJIOTIA KOMIT IOTEPHUX 1TOD,
3a JIONOMOTOI0 SIKOi MPUIIBUAIIMIOCH CTBOPEHHS BIACHOI I'PH.

VY xoni po3pobku rpu OyJIO0 J0JaHO JOCTATHBO BHYTPIIIHBOI'O KOHTEHTY
CaMOTO TIPOEKTY, JI0 SIKOTO BITHOCSATHCS PI3HOMAHITHI MEXaHIKH, aHIMAaIlil, My3UKa,
3BYKH, TIEPCOHAXKI, ITYYHUN IHTEJIEKT, 0oloBa cucTeMa Ta IHIIMWKA (YHKI[IOHAT
SIKUW MICTUTB B 001 IHAMBIyalbHY JIOTIKY.

Ha nanomy etami cBOro iCHyBaHHS Ipa Ma€ 0arato HarpsIMKIB PO3BUTKY Ta
00’€MHUI KOHIIETIT OHOBJIEHb B MaOyTHHROMY, III0 B IEPCIEKTUBI 1a€ MOXKIUBICTh
JIOBTOCTPOKOBOI aKTyaJbHOCTI Ta MOMHUTY JUIsi 0araThb0X KOPHUCTYBadiB BIIPOJOBXK
BEJIMKOTO BIJIPI3KY Yacy.

byna po3poOieHa cucremMa MITYYHOTO 1HTENEKTY JIsi BHYTPIITHBO-ITPOBHUX
3aBlaHb, 1 TAKOXX BHKOHaHA OCHOBHA IIIJIb JAHOI JUIUIOMHOI poOOTH, a came
CTBOPEHHSI KOMIT IOTEPHOI I'PH, sIKa 3MOKE 3allIKABUTH KOPUCTYBayiB OY/b-SKOTO
BIKY Ta IHTEpECIB, 1[0 BHACIIOK JacCThb MOXJIUBICTh CTPIMKOTO PO3BUTKY IaHOI
rpyM Ta TOTpArUIsIHHSA 11 HA TIeBHI OHJIAaWH-cepBicHM IMMPOBOI IUCTPUOYINT

B1JI€OIrOP.
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} JIOJATOK A
BUXIIHHAN KOJ OCHOBHUX KOMIIOHEHTIB

1. JlanpmadT irpoBoro orouenHs (Landscape.h)

#pragmaonce

#include"CoreMinimal.h"
#include"UObject/ObjectMacros.h"
#include"LandscapeProxy.h"
#include"LandscapeBlueprintBrushBase.h"
#include"Delegates/DelegateCombinations.h”

#include"Landscape.generated.h"

classULandscapeComponent;
classILandscapeEdModeInterface;

namespace ELandscapeToolTargetType

{
1

enumType : int8;

#if WITH_EDITOR
extern LANDSCAPE_API TAutoConsoleVariable<int32> CVarLandscapeSplineFalloffModulation;
#tendif

UENUM()

enum ELandscapeSetupErrors

{
LSE_None,

LSE_NolLandscapeInfo,

LSE_CollsionXY,
LSE_NolLayerInfo,
LSE_MAX,

1

enumclassERTDrawingType : uint8

{
RTAtlas,
RTAtlasToNonAtlas,
RTNonAtlasToAtlas,
RTNonAtlas,
RTMips

}s

enumEHeightmapRTType : uint8

{
HeightmapRT_CombinedAtlas,
HeightmapRT_CombinedNonAtlas,
HeightmapRT_Scratchi,
HeightmapRT_Scratch2,
HeightmapRT_Scratch3,

HeightmapRT_Mip1,
HeightmapRT_Mip2,
HeightmapRT_Mip3,
HeightmapRT_Mip4,
HeightmapRT_Mip5,
HeightmapRT_Mip6,



HeightmapRT_Mip7,
HeightmapRT_Count
}s

enumEWeightmapRTType : uint8
{
WeightmapRT_Scratch_RGBA,
WeightmapRT_Scratchil,
WeightmapRT_Scratch2,
WeightmapRT_Scratch3,

WeightmapRT_Mipe@,
WeightmapRT_Mip1,
WeightmapRT_Mip2,
WeightmapRT_Mip3,
WeightmapRT_Mip4,
WeightmapRT_Mip5,
WeightmapRT_Mip6,
WeightmapRT_Mip7,

WeightmapRT_Count
}s

#if WITH_EDITOR
enumELandscapelayerUpdateMode : uint32;
#endif

USTRUCT()
struct FLandscapelayerBrush

{
GENERATED_USTRUCT_BODY()

FLandscapelLayerBrush()
#if WITH_EDITORONLY_DATA
FLandscapelLayerBrush(nullptr)
#endif

1}

FLandscapelLayerBrush(ALandscapeBlueprintBrushBase* InBlueprintBrush)
#if WITH_EDITORONLY_DATA
: BlueprintBrush(InBlueprintBrush)
, LandscapeSize(MAX_int32, MAX_int32)
, LandscapeRenderTargetSize(MAX_int32, MAX_int32)
#endif

1}

#if WITH_EDITOR
UTextureRenderTarget2D* Render(bool InIsHeightmap, const FIntRect&
InLandscapeSize, UTextureRenderTarget2D* InLandscapeRenderTarget, const FName&
InWeightmapLayerName = NAME_None);
ALandscapeBlueprintBrushBase* GetBrush() const;
boolIsAffectingHeightmap() const;
boolIsAffectingWeightmapLayer(const FName& InWeightmapLayerName) const;
voidSetOwner(ALandscape* InOwner);
#endif

private:

#if WITH_EDITOR

boolInitialize(const FIntRect& InlLandscapeExtent, UTextureRenderTarget2D*
InLandscapeRenderTarget);
#endif
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#1f WITH_EDITORONLY_DATA
UPROPERTY()
AlLandscapeBlueprintBrushBase* BlueprintBrush;

FTransform LandscapeTransform;

FIntPoint LandscapeSize;

FIntPoint LandscapeRenderTargetSize;
#endif

}s

UENUM()

enum ELandscapeBlendMode

{
LSBM_AdditiveBlend,
LSBM_AlphaBlend,
LSBM_MAX,

}s

USTRUCT ()
struct FLandscapelLayer

{
GENERATED_USTRUCT_BODY()

FLandscapeLayer()

: Guid(FGuid: :NewGuid())

, Name (NAME_None)

, bVvisible(true)

, bLocked(false)

, HeightmapAlpha(1.0f)

, WeightmapAlpha(1.0f)

, BlendMode(LSBM AdditiveBlend)
{}

FLandscapelLayer(const FLandscapelLayer& OtherlLayer) = default;

UPROPERTY(meta = (IgnoreForMemberInitializationTest))

FGuid Guid;

UPROPERTY ()
FName Name;

UPROPERTY(Transient)
bool bVisible;

UPROPERTY ()
bool bLocked;

UPROPERTY()
float HeightmapAlpha;

UPROPERTY()
float WeightmapAlpha;

UPROPERTY ()

TEnumAsByte<enum ELandscapeBlendMode> BlendMode;

UPROPERTY()
TArray<FLandscapelLayerBrush> Brushes;

UPROPERTY()

TMap<ULandscapelLayerInfoObject*, bool> WeightmapLayerAllocationBlend;

1

structFLandscapelayersCopyTextureParams
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{

FLandscapelLayersCopyTextureParams(const FString&InSourceResourceDebugName,
FTextureResource* InSourceResource, const FString&InDestResourceDebugName,
FTextureResource* InDestResource, FTextureResource* InDestCPUResource,

const FIntPoint&InInitialPositionOffset, int32 InSubSectionSizeQuad, int32
InNumSubSections, uint8 InSourceCurrentMip, uint8 InDestCurrentMip, uint32
InSourceArrayIndex, uint32 InDestArrayIndex)

: SourceResourceDebugName(InSourceResourceDebugName)

, SourceResource(InSourceResource)

, DestResourceDebugName(InDestResourceDebugName)

, DestResource(InDestResource)

, DestCPUResource(InDestCPUResource)

, InitialPositionOffset(InInitialPositionOffset)

, SubSectionSizeQuad(InSubSectionSizeQuad)

, NumSubSections(InNumSubSections)

, SourceMip(InSourceCurrentMip)

, DestMip(InDestCurrentMip)

, SourceArrayIndex(InSourceArrayIndex)

, DestArrayIndex(InDestArrayIndex)

1}

FString SourceResourceDebugName;
FTextureResource* SourceResource;
FString DestResourceDebugName;
FTextureResource* DestResource;
FTextureResource* DestCPUResource;
FIntPoint InitialPositionOffset;
int32 SubSectionSizeQuad;

int32 NumSubSections;

uint8 SourceMip;

uint8 DestMip;

uint32 SourceArrayIndex;

uint32 DestArrayIndex;

}s

UCLASS(MinimalAPI, showcategories=(Display, Movement, Collision, Lighting, LOD,
Input), hidecategories=(Mobility))
classALandscape :public ALandscapeProxy

{
GENERATED_BODY()

public:
AlLandscape(const FObjectInitializer& ObjectInitializer);

virtualvoidTickActor(float DeltaTime, ELevelTick TickType, FActorTickFunction&
ThisTickFunction) override;

LANDSCAPE_API virtual ALandscape* GetLandscapeActor() override;
LANDSCAPE_API virtualconst AlLandscape* GetLandscapeActor() constoverride;
#if WITH_EDITOR

LANDSCAPE_API boolHasAllComponent();

LANDSCAPE_API staticvoidCalcComponentIndicesOverlap(const int32 X1, const int32
Y1, const int32 X2, const int32 Y2, const int32 ComponentSizeQuads,
int32& ComponentIndexX1l, int32& ComponentIndexY1l, int32& ComponentIndexX2,
int32& ComponentIndexY2);

LANDSCAPE_API staticvoidCalcComponentIndicesNoOverlap(const int32 X1, const int32
Y1, const int32 X2, const int32 Y2, const int32 ComponentSizeQuads,
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int32& ComponentIndexX1l, int32& ComponentIndexY1l, int32& ComponentIndexX2,
int32& ComponentIndexY2);

staticvoidSplitHeightmap(ULandscapeComponent* Comp, ALandscapeProxy* TargetProxy =
nullptr, class FMaterialUpdateContext* InOutUpdateContext = nullptr, TArray<class
FComponentRecreateRenderStateContext>* InOutRecreateRenderStateContext = nullptr, bool
InReregisterComponent = true);

//~ Begin UObject Interface.
virtualvoidPreSave(constclass ITargetPlatform* TargetPlatform) override;
virtualvoidPreEditChange(UProperty* PropertyThatWillChange) override;
virtualvoidPostEditChangeProperty(FPropertyChangedEvent& PropertyChangedEvent)
override;
virtualvoidPostEditMove(bool bFinished) override;
virtualvoidPostEditUndo() override;
virtualboolShouldImport(FString* ActorPropString, bool IsMovinglLevel) override;
virtualvoidPostEditImport() override;
virtualvoidPostDuplicate(bool bDuplicateForPIE) override;
#endif
virtualvoidPostLoad() override;
virtualvoidBeginDestroy() override;
virtualvoidFinishDestroy() override;

LANDSCAPE_API boolIsUpToDate() const;

#tendif

public:

#if WITH_EDITORONLY_DATA
UPROPERTY(EditAnywhere, Category=Landscape)
bool bCanHavelLayersContent = false;

DECLARE_EVENT(ALandscape, FLandscapeBlueprintBrushChangedDelegate);

FLandscapeBlueprintBrushChangedDelegate&0nBlueprintBrushChangedDelegate() { return
LandscapeBlueprintBrushChangedDelegate; }

DECLARE_EVENT_OneParam(ALandscape, FLandscapeFullHeightmapRenderDoneDelegate,
UTextureRenderTarget2D*);

FLandscapeFullHeightmapRenderDoneDelegate&0nFullHeightmapRenderDoneDelegate() {
return LandscapeFullHeightmapRenderDoneDelegate; }

UPROPERTY()
FGuid LandscapeSplinesTargetlLayerGuid;

FGuid Editinglayer;

bool bGrassUpdateEnabled;

UPROPERTY(TextExportTransient)
TArray<FLandscapelLayer> Landscapelayers;

UPROPERTY(Transient)
TArray<UTextureRenderTarget2D*> HeightmapRTList;

UPROPERTY(Transient)
TArray<UTextureRenderTarget2D*> WeightmapRTList;

private:
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FLandscapeBlueprintBrushChangedDelegate LandscapeBlueprintBrushChangedDelegate;
FLandscapeFullHeightmapRenderDoneDelegate
LandscapeFullHeightmapRenderDoneDelegate;

UPROPERTY(Transient)
TSet<ULandscapeComponent*> LandscapeSplinesAffectedComponents;

ILandscapeEdModeInterface* LandscapeEdMode;

struct FLandscapeEdModeInfo

{
FLandscapeEdModeInfo();
int32 ViewMode;
FGuid SelectedlLayer;
TWeakObjectPtr<ULandscapelLayerInfoObject> SelectedlLayerInfoObject;
ELandscapeToolTargetType: :Type ToolTarget;
}s

FLandscapeEdModeInfo LandscapeEdModelInfo;
bool bIntermediateRender;

UPROPERTY(Transient)
bool bLandscapelLayersAreInitialized;

UPROPERTY(Transient)
bool WasCompilingShaders;

UPROPERTY(Transient)
uint32 LayerContentUpdateModes;

UPROPERTY(Transient)
bool bSplinelLayerUpdateRequested;

class FLandscapeTexture2DArrayResource*
CombinedLayersWeightmapAllMateriallayersResource;

class FLandscapeTexture2DArrayResource*
CurrentLayersWeightmapAllMateriallayersResource;

class FLandscapeTexture2DResource*
WeightmapScratchExtractLayerTextureResource;

class FLandscapeTexture2DResource* WeightmapScratchPackLayerTextureResource;

TArray<FLandscapelayersCopyTextureParams> PendingCopyTextures;
#endif

protected:
#1f WITH_EDITOR

FName GenerateUniquelLayerName(FName InName = NAME_None) const;
#endif

}s

#1f WITH_EDITOR
class LANDSCAPE_API FScopedSetLandscapeEditinglLayer
{
public:
FScopedSetLandscapeEditinglLayer(ALandscape* InLandscape, const FGuid& InLayerGUID,
TFunction<void()> InCompletionCallback = TFunction<void()>());
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~FScopedSetLandscapeEditinglLayer();

private:
TWeakObjectPtr<ALandscape> Landscape;
FGuid PreviouslLayerGUID;
TFunction<void()> CompletionCallback;

}s

#tendif

2. OO’ext cratyi siHrona (StaticMeshActor.h)

#pragmaonce

#include"CoreMinimal.h"
#include"UObject/ObjectMacros.h"
#include"UObject/UObjectGlobals.h"
#include"UObject/Object.h"
#include"Misc/Guid.h"
#include"Templates/SubclassOf.h"
#include"Engine/EngineTypes.h"
#include"UObject/ScriptMacros.h"
#include"Interfaces/Interface_AssetUserData.h"
#include"RenderCommandFence.h"
#include"Components.h"
#include"Interfaces/Interface_CollisionDataProvider.h"
#include"Engine/MeshMerging.h"
#include"Engine/StreamableRenderAsset.h"
#include"Templates/UniquePtr.h"
#include"StaticMeshResources.h"
#include"PerPlatformProperties.h”
#include"RenderAssetUpdate.h"
#include"MeshTypes.h"

#include"StaticMesh.generated.h"

classFSpeedTreeWind;
classUAssetUserData;
classUMateriallnterface;
classUNavCollisionBase;
classUStaticMeshComponent;
classUStaticMeshDescription;
classFStaticMeshUpdate;
structFMeshDescription;
structFMeshDescriptionBulkData;
structFStaticMeshLODResources;

UENUM()

enum ENormalMode

{
NM_PreserveSmoothingGroups,
NM_RecalculateNormals,
NM_RecalculateNormalsSmooth,
NM_RecalculateNormalsHard,
TEMP_BROKEN,
ENormalMode_MAX,

}s

UENUM()
enum EImportancelevel

{
IL_Off,
IL_Lowest,
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IL_Low,

IL_Normal,

IL_High,

IL_Highest,
TEMP_BROKEN2,
EImportancelLevel_ MAX,

1

UENUM()
enum EOptimizationType

{
OT_NumOfTriangles,

OT_MaxDeviation,
OT_MAX,
¥

USTRUCT()
struct FStaticMeshOptimizationSettings

{
GENERATED_USTRUCT_BODY ()

UPROPERTY()
TEnumAsByte<enum EOptimizationType> ReductionMethod;

UPROPERTY()
float NumOfTrianglesPercentage;

UPROPERTY()
float MaxDeviationPercentage;

UPROPERTY()
float WeldingThreshold;

UPROPERTY ()
bool bRecalcNormals;

UPROPERTY()
float NormalsThreshold;

UPROPERTY()
uint8 SilhouetteImportance;

UPROPERTY ()
uint8 TextureImportance;

UPROPERTY()
uint8 ShadingImportance;

FStat1cMeshOptlmlzatlonSettlngs()

: ReductionMethod( OT_MaxDeviation )
, NumOfTrianglesPercentage( 1.0f )

, MaxDeviationPercentage( 0.0f )

, WeldingThreshold( 0.1f )

, bRecalcNormals( true )

, NormalsThreshold( 60.0f )

, SilhouetteImportance( IL_Normal )
, TextureImportance( IL_Normal )

, ShadingImportance( IL_Normal )
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inlinefriend FArchive&operator<<( FArchive& Ar, FStaticMeshOptimizationSettings&

Settings )
{
Ar
Ar
Ar
Ar
Ar
Ar
Ar
Ar
Ar

<<
<<
<<
<<
<<
<<
<<
<<
<<

Settings.
Settings.
Settings.
Settings.
Settings.
Settings.
Settings.
Settings.
Settings.

return Ar;

}s

ReductionMethod;
MaxDeviationPercentage;
NumOfTrianglesPercentage;
SilhouetteImportance;
TextureImportance;
ShadingImportance;
bRecalcNormals;
NormalsThreshold;
WeldingThreshold;

3. 3Byk cniBy nraxiB (AmbientSound.h)

#pragmaonce

#include"CoreMinimal.h"
#include"UObject/ObjectMacros.h"
#include"GameFramework/Actor.h"
#include"AmbientSound.generated.h"

UCLASS (AutoExpandCategories=Audio, ClassGroup=Sounds, hideCategories(Collision, Input,

Game), showCategories=("Input|MouseInput", "Input|TouchInput", "Game|Damage"),

ComponentWrapperClass)
class ENGINE_API AAmbientSound :public AActor

{

GENERATED_UCLASS_BODY()
private:

UPROPERTY(Category = Sound, VisibleAnywhere, BlueprintReadOnly, meta
(ExposeFunctionCategories = "Sound,Audio,Audio|Components|Audio"”, AllowPrivateAccess =
"true"))

class UAudioComponent* AudioComponent;
public:

FString GetInternalSoundCueName();

#if WITH_EDITOR
virtualvoidCheckForErrors() override;
virtualboolGetReferencedContentObjects( TArray<UObject*>& Objects ) constoverride;

#tendif

virtualvoidPostRegisterAllComponents() override;

UFUNCTION(BlueprintCallable, Category="Audio", meta=(DeprecatedFunction))

voidFadeIn(float FadeInDuration, float FadeVolumeLevel = 1.f);
UFUNCTION(BlueprintCallable, Category="Audio", meta=(DeprecatedFunction))
voidFadeOut(float FadeOutDuration, float FadeVolumelLevel);
UFUNCTION(BlueprintCallable, Category="Audio", meta=(DeprecatedFunction))
voidAdjustVolume(float AdjustVolumeDuration, float AdjustVolumelLevel);
UFUNCTION(BlueprintCallable, Category="Audio", meta=(DeprecatedFunction))
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voidPlay(float StartTime = 0.f);
UFUNCTION(BlueprintCallable, Category="Audio", meta=(DeprecatedFunction))
voidStop();

public:

classUAudioComponent* GetAudioComponent() const { return AudioComponent; }

}s

4. Ckenert rosoBHoro nepconaxa rpu (SkeletalMesh.h)

#pragmaonce

#include"CoreMinimal.h"
#include"UObject/ObjectMacros.h"
#include"UObject/Object.h"
#include"Templates/SubclassOf.h"
#include"Interfaces/Interface_AssetUserData.h"
#include"RenderCommandFence.h"
#include"EngineDefines.h"

#include"Components.h"
#include"ReferenceSkeleton.h"
#include"GPUSkinPublicDefs.h"
#include"Animation/PreviewAssetAttachComponent.h"
#include"BoneContainer.h"
#include"Interfaces/Interface_CollisionDataProvider.h"
#include"EngineTypes.h"
#include"SkeletalMeshSampling.h"
#include"PerPlatformProperties.h”
#include"SkeletalMeshLODSettings.h"
#include"Animation/NodeMappingProviderInterface.h"
#include"Animation/SkinWeightProfile.h"
#include"Engine/StreamableRenderAsset.h"
#include"RenderAssetUpdate.h"

#include"SkeletalMesh.generated.h"

classUAnimInstance;
classUAssetUserData;
classUBodySetup;
classUMorphTarget;
classUSkeletalMeshSocket;
classUSkeleton;
classUClothingAssetBase;
classUBlueprint;
classUNodeMappingContainer;
classUPhysicsAsset;
classFSkeletalMeshRenderData;
classFSkeletalMeshModel;
classFSkeletalMeshLODModel;
classFSkeletalMeshLODRenderData;
classFSkinWeightVertexBuffer;
structFSkinWeightProfileInfo;
classFSkeletalMeshUpdate;

#1f WITH_APEX_CLOTHING

namespace nvidia

{

namespace apex

{
}

class ClothingAsset;
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f#tendif
USTRUCT()

struct FBoneMirrorInfo

{
GENERATED_USTRUCT_BODY()

UPROPERTY (EditAnywhere, Category=BoneMirrorInfo, meta=(ArrayClamp =
"RefSkeleton"))
int32 Sourcelndex;

UPROPERTY (EditAnywhere, Category=BoneMirrorInfo)
TEnumAsByte<EAxis::Type> BoneFlipAxis;

FBoneMirrorInfo()
: SourceIndex(9)
, BoneFlipAxis(@)

{
}
¥
USTRUCT ()
struct FBoneMirrorExport
{
GENERATED_USTRUCT_BODY ()
UPROPERTY (EditAnywhere, Category=BoneMirrorExport)
FName BoneName;
UPROPERTY (EditAnywhere, Category=BoneMirrorExport)
FName SourceBoneName;
UPROPERTY (EditAnywhere, Category=BoneMirrorExport)
TEnumAsByte<EAxis::Type> BoneFlipAxis;
FBoneMirrorExport()
: BoneFlipAxis(@)
{
}
}s
USTRUCT ()
struct ENGINE_API FSkeletalMeshClothBuildParams
{

GENERATED_BODY()

FSkeletalMeshClothBuildParams();

UPROPERTY(EditAnywhere, Category = Target)
TWeakObjectPtr<UClothingAssetBase> TargetAsset;

UPROPERTY (EditAnywhere, Category = Target)
int32 TargetlLod;
UPROPERTY(EditAnywhere, Category = Target)

bool bRemapParameters;
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UPROPERTY (EditAnywhere, Category = Basic)
FString AssetName;
UPROPERTY (EditAnywhere, Category = Basic)

int32 LodIndex;

UPROPERTY(EditAnywhere, Category = Basic)
int32 SourceSection;

UPROPERTY (EditAnywhere, Category = Basic)
bool bRemoveFromMesh;

UPROPERTY(EditAnywhere, Category = Collision)
TSoftObjectPtr<UPhysicsAsset> PhysicsAsset;

1

USTRUCT()
struct FSkeletalMeshLODInfo

{
GENERATED_USTRUCT_BODY ()

UPROPERTY(EditAnywhere, Category=SkeletalMeshLODInfo)

FPerPlatformFloat ScreenSize;

UPROPERTY(EditAnywhere, Category=SkeletalMeshLODInfo, meta=(DisplayName="L0OD
Hysteresis"))

float LODHysteresis;

UPROPERTY()
TArray<int32> LODMaterialMap;

#1f WITH_EDITORONLY_DATA

UPROPERTY()
TArray<bool> bEnableShadowCasting_ DEPRECATED;

UPROPERTY ()
TArray<FName> RemovedBones_ DEPRECATED;
ttendif

UPROPERTY(EditAnywhere, Category = BuildSettings)
FSkeletalMeshBuildSettings BuildSettings;

UPROPERTY(EditAnywhere, Category = ReductionSettings)
FSkeletalMeshOptimizationSettings ReductionSettings;

UPROPERTY(EditAnywhere, Category = ReductionSettings)
TArray<FBoneReference> BonesToRemove;

UPROPERTY(EditAnywhere, Category = ReductionSettings)
TArray<FBoneReference> BonesToPrioritize;

UPROPERTY(EditAnywhere, Category = ReductionSettings, meta = (UIMin = "0.0",
ClampMin = "0.0"))
float WeightOfPrioritization;
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UPROPERTY(EditAnywhere, Category = ReductionSettings)
class UAnimSequence* BakePose;

UPROPERTY(EditAnywhere, Category = ReductionSettings)
class UAnimSequence* BakePoseOverride;

UPROPERTY(VisibleAnywhere, Category= SkeletalMeshLODInfo, AdvancedDisplay)
FString SourceImportFilename;

UPROPERTY()
uint8 bHasBeenSimplified:1;

UPROPERTY ()
uint8 bHasPerLODVertexColors : 1;

UPROPERTY(EditAnywhere, Category = SkeletalMeshLODInfo)
uint8 bAllowCPUAccess : 1;

UPROPERTY (EditAnywhere, AdvancedDisplay, Category = SkeletalMeshLODInfo,

meta=(EditCondition="bAllowCPUAccess"))

uint8 bSupportUniformlyDistributedSampling : 1;

#1f WITH_EDITORONLY_DATA

UPROPERTY()
uint8 bImportWithBaseMesh:1;

FGuid BuildGUID;

ENGINE_API FGuid ComputeDeriveDataCacheKey(const FSkeletalMeshLODGroupSettings*

SkeletalMeshLODGroupSettings);

#tendif

FSkeletalMeshLODInfo()
: ScreenSize(1.0)
, LODHysteresis(0.0f)
, WeightOfPrioritization(1.f)
, BakePose(nullptr)
, BakePoseOverride(nullptr)
, bHasBeenSimplified(false)
, bHasPerLODVertexColors(false)
, bAllowCPUAccess(false)
bSupportUniformlyDistributedSampling(false)

)
#1f WITH_EDITORONLY_DATA

f#tendif

, bImportWithBaseMesh(false)

{

#1f WITH_EDITORONLY_DATA

ttendif

1

BuildGUID.Invalidate();

}

USTRUCT()

struct

FClothPhysicsProperties_Legacy



GENERATED_USTRUCT_BODY()

UPROPERTY ()

float VerticalResistance;
UPROPERTY()

float HorizontalResistance;
UPROPERTY ()

float BendResistance;
UPROPERTY ()

float ShearResistance;
UPROPERTY()

float Friction;

UPROPERTY()

float Damping;

UPROPERTY ()

float TetherStiffness;
UPROPERTY()

float TetherLimit;
UPROPERTY()

float Drag;

UPROPERTY ()

float StiffnessFrequency;
UPROPERTY ()

float GravityScale;
UPROPERTY()

float MassScale;
UPROPERTY ()

float InertiaBlend;
UPROPERTY ()

float SelfCollisionThickness;
UPROPERTY()

float SelfCollisionSquashScale;
UPROPERTY()

float SelfCollisionStiffness;
UPROPERTY ()

float SolverFrequency;
UPROPERTY()

float FiberCompression;
UPROPERTY()

float FiberExpansion;
UPROPERTY ()

float FiberResistance;

FClothPhysicsProperties_Legacy()
: VerticalResistance(@.f)

, HorizontalResistance(0.f)

, BendResistance(@.f)
, ShearResistance(0.f)
, Friction(e@.f)

, Damping(@.f)

, TetherStiffness(0.f)
, TetherLimit(@.f)

, Drag(e.f)

, StiffnessFrequency(@.f)
, GravityScale(®o.f)

, MassScale(©@.f)

, InertiaBlend(@.f)

, SelfCollisionThickness(0.f)
, SelfCollisionSquashScale(©@.f)
, SelfCollisionStiffness(0.f)

, SolverFrequency(0.f)
, FiberCompression(@.f)
, FiberExpansion(@.f)
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, FiberResistance(0.f)
{
}
3

5. ®i3uunwmit matepian Boau (PhysicalMaterial.h)

#pragmaonce

#include"CoreMinimal.h"
#include"UObject/ObjectMacros.h"
#include"UObject/Object.h"
#include"Engine/EngineTypes.h"
#include"EngineDefines.h"
#include"PhysxUserData.h"
#include"Vehicles/TireType.h"

#include"PhysicsEngine/PhysicsSettingsEnums.

#include"Physics/PhysicsInterfaceCore.h"
#include"PhysicalMaterial.generated.h"

structFPropertyChangedEvent;

namespace physx

{
classPxMaterial;
¥
USTRUCT()
struct FTireFrictionScalePair
{
GENERATED_USTRUCT_BODY()
UPROPERTY ()
class UTireType*
UPROPERTY()
float
FTireFrictionScalePair()
: TireType(NULL)
, FrictionScale(1.0f)
{
¥
}s

UCLASS(BlueprintType, Blueprintable, CollapseCategories, HideCategories = Object)

h"

TireType;

FrictionScale;

class ENGINE_API UPhysicalMaterial :public UObject

{
GENERATED_UCLASS_BODY ()

UPROPERTY(EditAnywhere, BlueprintReadOnly, Category=PhysicalMaterial,

meta=(ClampMin=0))
float Friction;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = PhysicalMaterial, meta

(editcondition = "bOverrideFrictionCombineMode"))
TEnumAsByte<EFrictionCombineMode: :Type> FrictionCombineMode;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = PhysicalMaterial)

bool bOverrideFrictionCombineMode;
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UPROPERTY(EditAnywhere, BlueprintReadOnly, Category
meta=(ClampMin=0, ClampMax=1))
float Restitution;

PhysicalMaterial,

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category
(editcondition = "bOverrideRestitutionCombineMode"))
TEnumAsByte<EFrictionCombineMode: : Type> RestitutionCombineMode;

PhysicalMaterial, meta =

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = PhysicalMaterial)
bool bOverrideRestitutionCombineMode;

UPROPERTY(EditAnywhere, BlueprintReadOnly, Category
meta=(ClampMin=0))
float Density;

PhysicalMaterial,

UPROPERTY(EditAnywhere, BlueprintReadOnly, Category = Advanced,
meta=(ClampMin=0.1, ClampMax=1))
float RaiseMassToPower;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Destruction)
float DestructibleDamageThresholdScale;

UPROPERTY
class UDEPRECATED_PhysicalMaterialPropertyBase* PhysicalMaterialProperty;

UPROPERTY(EditAnywhere, BlueprintReadOnly, Category = PhysicalProperties)
TEnumAsByte<EPhysicalSurface> SurfaceType;

UPROPERTY(VisibleAnywhere, Category = Deprecated)
float TireFrictionScale;

UPROPERTY(VisibleAnywhere, Category = Deprecated)
TArray<FTireFrictionScalePair> TireFrictionScales;

public:
FPhysicsMaterialHandle MaterialHandle;

#if WITH_PHYSX
FPhysxUserData PhysxUserData;
#endif

#if WITH_EDITOR

virtualvoidPostEditChangeProperty(FPropertyChangedEvent& PropertyChangedEvent)
override;

staticvoidRebuildPhysicalMaterials();
#endif virtualvoidPostLoad() override;

virtualvoidFinishDestroy() override;

FPhysicsMaterialHandle&GetPhysicsMaterial();

static EPhysicalSurface DetermineSurfaceType(UPhysicalMaterial const*
PhysicalMaterial);

}s
6. Mogenp Ta animairis Borauma (Emitter.h)
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#pragmaonce

#include"CoreMinimal.h"
#include"UObject/ObjectMacros.h"
#include"GameFramework/Actor.h"
#include"Emitter.generated.h"

classUPhysicalMaterial;

DECLARE_DYNAMIC_MULTICAST_DELEGATE_FourParams( FParticleSpawnSignature, FName,
EventName, float, EmitterTime, FVector, Location, FVector, Velocity);

DECLARE_DYNAMIC_MULTICAST_DELEGATE_ThreeParams( FParticleBurstSignature, FName,
EventName, float, EmitterTime, int32, ParticleCount);

DECLARE_DYNAMIC_MULTICAST_DELEGATE_SixParams( FParticleDeathSignature, FName,
EventName, float, EmitterTime, int32, ParticleTime, FVector, Location, FVector,
Velocity, FVector, Direction);

DECLARE_DYNAMIC_MULTICAST_DELEGATE_NineParams( FParticleCollisionSignature, FName,
EventName, float, EmitterTime, int32, ParticleTime, FVector, Location, FVector,
Velocity, FVector, Direction, FVector, Normal, FName, BoneName, UPhysicalMaterial*,
PhysMat);

UCLASS (hideCategories=(Activation, "Components|Activation",Input,Collision, "Game|Damage
"), ComponentWrapperClass)
class ENGINE_API AEmitter :public AActor

{
GENERATED_UCLASS_BODY ()

virtualvoidGetLifetimeReplicatedProps(TArray< FLifetimeProperty >&
OutLifetimeProps) constoverride;

private:

UPROPERTY(Category = Emitter, VisibleAnywhere, BlueprintReadOnly, meta =
(ExposeFunctionCategories =
"Particles|Beam,Particles|Parameters,Particles,Effects|Components|ParticleSystem,Rende
ring,Activation,Components|Activation"”, AllowPrivateAccess = "true"))

class UParticleSystemComponent* ParticleSystemComponent;
public:

UPROPERTY()
uint32 bDestroyOnSystemFinish:1;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category=Emitter)
uint32 bPostUpdateTickGroup:1;

UPROPERTY(replicatedUsing=0nRep_bCurrentlyActive)
uint32 bCurrentlyActive:1;

UPROPERTY(BlueprintAssignable)
FParticleSpawnSignature OnParticleSpawn;

UPROPERTY(BlueprintAssignable)
FParticleBurstSignature OnParticleBurst;

UPROPERTY(BlueprintAssignable)
FParticleDeathSignature OnParticleDeath;

UPROPERTY(BlueprintAssignable)
FParticleCollisionSignature OnParticleCollide;

#1f WITH_EDITORONLY_DATA



private:
UPROPERTY()
class UBillboardComponent* SpriteComponent;

UPROPERTY ()
class UArrowComponent* ArrowComponent;
public:

ttendif

UFUNCTION()
virtualvoidOnParticleSystemFinished(class UParticleSystemComponent*
FinishedComponent);

UFUNCTION()
virtualvoid OnRep_bCurrentlyActive();

UFUNCTION(BlueprintCallable, Category=Particles, meta=(DeprecatedFunction))

voidActivate();

UFUNCTION(BlueprintCallable, Category=Particles, meta=(DeprecatedFunction))

voidDeactivate();

UFUNCTION(BlueprintCallable, Category=Particles, meta=(DeprecatedFunction))

voidToggleActive();

UFUNCTION(BlueprintCallable, Category=Particles, meta=(DeprecatedFunction))

boolIsActive() const;

UFUNCTION(BlueprintCallable, Category=Particles, meta=(DeprecatedFunction))

virtualvoidSetTemplate(class UParticleSystem* NewTemplate);

UFUNCTION(BlueprintCallable, Category="Particles|Parameters",
meta=(DeprecatedFunction))

voidSetFloatParameter(FName ParameterName, float Param);

UFUNCTION(BlueprintCallable, Category="Particles|Parameters",
meta=(DeprecatedFunction))

voidSetVectorParameter(FName ParameterName, FVector Param);

UFUNCTION(BlueprintCallable, Category="Particles|Parameters",
meta=(DeprecatedFunction))

voidSetColorParameter(FName ParameterName, FLinearColor Param);

UFUNCTION(BlueprintCallable, Category="Particles|Parameters",
meta=(DeprecatedFunction))

voidSetActorParameter(FName ParameterName, class AActor* Param);

UFUNCTION(BlueprintCallable, Category="Particles|Parameters",
meta=(DeprecatedFunction))

voidSetMaterialParameter(FName ParameterName, class UMaterialInterface* Param);

voidAutoPopulateInstanceProperties();

virtual FString GetDetailedInfolInternal() constoverride;

virtualvoidPostActorCreated() override;

virtualvoidPostInitializeComponents() override;
#if WITH_EDITOR

virtualvoidCheckForErrors() override;
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virtualboolGetReferencedContentObjects( TArray<UObject*>& Objects ) constoverride;

voidResetInLevel();
ttendif
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JTOJATOK B
TECTOBI CIIEHAPII

Ta6mug B.1 — TectyBaHHs 3ammycKy rpu

Omnuc [IepeBipka MOXKIIMBOCTI pO3IIOYATH TPY
Ilepenymosu | ['py 3amymieHo
Ne His OuikyBaHHI dakTHYHUI
pe3ynbTar pe3ynbTar
1. Harucnyru kHoniky «New | [TosiBa roioBHOTO ['onoBHUI nepcoHax
Gamey miciis 3aMycKy rpy | IepCOHa)ka Ha IrPOBOMY 3’ ABJISIETHCS HA
OTOYCHHI IrPOBOMY OTOYECHHI.
TabmuisaB.2 — IlepeBipka KHONIKY AiCTaBaHHs/XOBaHHS 30poi
Onuc [TepeBipka mpare31aTHOCTI KHOIIKH JIICTaBaHHS Ta
XOBaHHS 30pOi rOJIOBHOTO NEPCOHAXKA
IlepenymoBu | I'py 3ammymieHo Ta TOJJOBHAN MEPCOHAK 3HAXOAUTHCS
B IFPOBOMY OTOYEHHI
No Hist OuikyBaHui PaKkTUYHUI
pe3ynbTar pe3ynbTar
l. Hatucnytu kHonky «2» mig yac | ['oj0BHUI nepcoHax I'osoBHMI nEpCOHAK
cecii rpu MOBUHEH JicTaTu 30poto | AicTaB 30por0
2. [ToBTOpHUTH HaTUCKAHHS KHONIKK | ['0JTOBHUI IIEPCOHAK ["'onoBHUI nepcoHax
«2» mig yac cecii rpu MTOBUHEH CXOBAaTH 30pOI0| CXOBaB 30POI0
TabnunsaB.3 — IlepeBipka nmepexiIouanHs pyxy FOJIOBHOTO EPCOHAXKA
Omnuc [lepeBipka KOPEKTHOT'O MEPEMUKAHHS PYXY MIXK
01roM Ta X00010 TOJIOBHOT'O MEPCOHAXKA
[lepenymoBu I'py 3amy1ieHo Ta roJIOBHUM IEPCOHAK

3HAXOAMUTHCS Y PYCi, @ TAKOK BUKOHYE
napaseinbHO ePEMUKAHHS PEXXKUMY MK OiroM Ta

XOIb00F0
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ITponorxenns Tabdnumi B.3

Ne Hist OuikyBaHH pe3ynbTaT dakTUuYHUI

pe3ynbTaT

1. [1ix yac pyxy rojoBHoro | ['oyioBHMIT epcoHaX MOBUHEH | ["0JIOBHMI epCOHaXK
NEepCOHaXa HATUCHYTU | PO3MOYATH IIBUIKUN PyX PO3MOYNHAE MIBUAKUIN
Ta 3aTPUMATH KHOIIKY pyx
«LeftShift»

2. [Tig yac pyxy ronoBHoro | ['onoBHMIT epcoHax nMoBuHeH | ['0J0BHMI EepcoHaX
NEPCOHAXKA BIIMYCTUTH | MIOBEPHYTHUCS B IOYATKOBHI MOBEPTAETHCA B
kHonKYy «LeftShift» 3BUYANHUX PYX MTOYATKOBUI

3BUYAWHUU PYyX
TabnuusB.4 — [lepeBipka nepexaoyaHHs pyxy rOJIOBHOTO MEPCOHAXKA
Onuc [lepeBipka BimoOpaxkaHHs BIIKETIB
iHTepdeicy rpaBus mija yac rpu
[lepenymoBu ['py 3amyliieHo Ta roJ0BHUI MepCoHaX
3HAaXOJUTHCS Ha IrPOBOMY OTOYEHHI

Ne Hist OuikyBaHUii pe3ynbTaT dakTUIHUN

pe3ynbTaT

l. 3BepHyTH cBOIO yBary | [loBuHHI BitoOpaxaTuch BinobpaxaroTbcst
Ha BEPXHIN JIIBUU KyT | BIIDKETH 1HTEepdeCy, 110 BIJDKETH 1HTEpeElicy, 110
eKpaHy MOKa3yIOTh JIeHb, KOTPa MOKa3yIOTh JIeHb, KOTPa

rOJMHa Ta KUTbKICTh 3I0pOB’Sl | TOJIMHA Ta KUIBKICTh
Ta MaHu 3JI0pOB’S Ta MaHU
TabmunsB.5 — IlepeBipka 60110BO1 cCTEMH TOJIOBHOTO IEPCOHAXKA
Onuc [lepeBipka nparne3natHocTi 60H0BOT
CHUCTEMH T'OJIOBHOT'O MEPCOHAKA
IlepenymoBu ['py 3amymeHo Ta roJOBHUM MEPCOHAXK
3HaXOAUTHCS HA I'POBOMY OTOYEHHI
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[Tponorxenus Tadaui B.5

Ne Hist OuikyBaHU DakTUYHUI
pe3yybTar
pe3ynbTar
1. [Tepioguuno [ToBunua BinobOpaxkaeTbcs
HATUCKATH JIIBY | BIIOOpakaTHCh aHIMaIlis yaapy
KHOIIKY MUIIT1 aHiMalIls yaapy MeueM TrOJIOBHUM

MEYeM TOJIOBHUM | IIEPCOHAXKEM TIO 11T,
IIEPCOHAXKEM 110 a TaKoXx 3a 11
I1J11, @ TAKOXK 3a 11 | BIICYTHOCTI

BIJICYTHOCTI

Ta6muisB.6 — [lepeBipka mosiBu BiKHA BIJIPOKEHHS ITICIIS CMEPTI MEPCOHAXKA

Omnuc ITepeBipka KOpeKTHOT POOOTH KHOIIKU BIAPOIKEHHSI

MICJIs IOSIBU BIKHA CMEPTI TOJIOBHOTO MEPCOHAXKA

[lepenymoBu | I'py 3amyIiiieHo Ta roJOBHHUM MEPCOHAX 3HAXOIUTHCSA

Ha ITPOBOMY OTOYEHHI ITi/T yac 60HOBOT il

Ne Hist OuikyBaHU pe3ynbTaT DakTUYHUI
pe3yibTaT
1. [TpoBecTu GoiioBy | [ToBuHHA BiTOyTHCS CMEPTh CMmepThb TOJIOBHOTO
10 3 BOPOKUM TOJIOBHOTO TIEPCOHAXKa Ta 3’ SIBUTHUCS | IEPCOHAXKA Ta MOsBA
MePCOHAXKEM BIKHO B1JIpO)KCHHS BIKHA BIIPOKEHHS

nporpasiiy Oiif Ta

BTpaTUBIIIHN BCC

370pOB’sl

2. [Ticnst mosiBu BikHa | ["00BHUI MepcOHAX TOBUHEH I'ostoBHMI EpCOHAK
BIIPOKCHHS BIIPOJUTHUCS MMICJISI TUTABHOTO BIJIPOKY€ETHCS TICTIS
HATUCHYTH JIIBOKO | 3aTyXaHHs €KpaHy MJIaBHOTO 3aTyXaHHS
KHOITKOIO MUIII Ha EKpaHy
KHOTIKY

«Bo3poautecs»
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Ta6nuisB.7 — [1epeBipka cripallfoBaHHs TPUTEPY 3BYKY MPH BXOJI1 B IIEUEPY

Onuc [lepeBipka Ha KOPEKTHY 3MiHY 3BYKY MpHU
BXO/I1 B I1€Y€py rOJIOBHUM MEPCOHAKEM
[lepenymoBu ['py 3amyl1eHo Ta roJ0BHUMN NepCOHaX
3HAaXOJIUTHCS y medepi
Ne Hist OudikyBaHUi pe3ynbTaT dakTUIHUN
pe3ynbTaT
1. Ilepconax CripaiitoBatHsi TpUrepy 3MiHU CrnpanpoBye Tpurep
3aXOAMTh Yy TIeYepy | 3BYKY, IOUYMHAE IPOrPABATUCH 3MiHU 3BYKY, TOUHHAE
Ta 3HAXOJAUTHCS 3BYK Kariesib BOJIU MPOTPaBaTUCH 3BYK
EIKUN yac B HIH KaIlejab BOIU
2. [lepconax CrpalitoBaHHsl TpUTrepy 3MIHU CrnpanboBye TpUrep
BUXOJINTH 3 TICUEPU | 3BYKY, 3BYK Kareslb BOJIU 3MIHU 3BYKY, 3BYK
Ta 3HAXOAUTHCS nepecTae nporpaBaTuch Karesb BOJM MepecTae
no3a Hei IpOrpaBaTUCh
Ta6musB.8 — [epeBipka npuiinarTs 3apaanHs Big NPC
Onuc [lepeBipka Ha KOpEKTHE MPUNUHATTS KBECTY MPHU
B3aeMO/ii rosIoBHUM repoem 3 NPC
[lepeaymoBu | I'py 3amyIiiieHo Ta rOJIOBHUIM MEPCOHAXK
3HaxoauThesa Outst NPC
No Hist OuikyBaHU pe3ynbTaT DakTUYHUI
pe3ynbTar
1. [Tepconax NPC 1oBUHEH KOPEKTHO NPC xopekTHO
HATUCKA€E KHOMKY | B3a€EMOJISITH 3 TOJIOBHUM B3a€MOJIIE 3 TOJIOBHUM
«E» 6111 NPC epCoHaXKeM epCOHaXKEM
2. [lepconax mounHae | 3aBAaHHS TOBUHHO KOPEKTHO 3aBAaHHS KOPEKTHO
B3a€MOJIIO 3 BUJIaBaTUCh T'OJIOBHOMY BUJIA€THCS TOJIOBHOMY
NPC MIEPCOHAXKY MIEPCOHAXKY
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