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BCTYII

IrpoBa iHIYCTpis 3apoauiacs Ie Y MUHYJIOMY CTOJITTI, 1 3 TOTO caMOro 4acy ii
PO3BUTOK iiJiIe B HOTY 3 PO3BUTKOM BCI€T 1HAYCTPIl 1H(pOpMaliiHuX TexHoaorid. Huni
Irpu - HE JIMILE pO3Bara, 1 MOeAHAHHS TEXHOJOr1H 3 MUCcTeUTBOM. BoHu MaioTh y co01
CIOXET Ta MEePCOHaX1B, KPaCUBO 3MO/I€JIbOBAaH1 MOJIENI Ta JIOKaIlii, IPeKpacHy MYy3HUKY 1
TA, 1€ 1 € JIiTepaTypa, XyJ0KHE Ta My3UKaJIbHe MUCTELITBA BiANMOBIAHO. [IpoTe B nepury
yepry irpu - 1e 613uec. KoxxHoro poky 6arato KoMmnaHiii BUIyCKarOTh K BeJUKi AAA-
NPOEKTH, TaK 1 HEBEIUKI 1HAI-ITPU, MPOAAXK KOTPUX MPUHOCUTH I'POIIl LIUM KOMIIaHIsIM.
Ha BigmiHy Bin 3BHYallHOrO HPOrpaMHOrO 3a0e3MeYeHHs, 1e JUIsi CTBOPEHHS 1rop
Habararo Ounbiie, 60 [13 cniupaeThes auile Ha PYHKIIIOHATIBHICTD, TaKl MPOrPaMHU BXKE €
B BEJIMKIA KUTBKOCTI, CKJIQJJHYBaTO BUHAWTHU OPUTIHAJBHY i/Iet0, 100 B Hei He Oyro
aHaJIOTIB, B T€H Yac K y irop (PyHKIIOHAJIBHICTh HE TaK BaXKJIMBA, TOJIOBHE PO3BAXKUTH
KOpUCTyBaua, a Ui [bOr0 MOXHa MpUAyMaTu Oarato pizHuxX crmoco0OiB. IIporte, Xo4 B
IrpoBid 1HAYCTPIT JIeriie IpuIyMaTH iKaBy 1110, pealizyBatu ii ckiajaHime. B nepry
4epry 13-3a pI3HOMaHITHOCTI HEOOX1THUX CIIELIAICTIB: 1€ 1 CIIEHApUCTU(SKIIO B Ipi Oy/1e
CIOXKET), 1 XyJO’)KHUKH IO MEPCOHaXKaM, 1 XyJA0KHUKH TIO JIOKaIlisiM, TeiM-au3aiHepu,
IporpamMicTU(SIK 3BUYaliHi, TaK 1 MEPEKEB1), TECTYBAIbHUKHU, My3UKaHTH TOIO. Ta HaBITh
IIPY HAIBHOCTI YCIX CIIEIIaIICTIB 3a3BUYail po3poOKa 3aiimae 1o Jaekiibka pokis. [Ipote
TaKoX Tpeba mam’siTaTu mpo OrokeT. Hampukian iHA1-CTy A1l BETUKUMU OF0KETaMU HE
BOJIOJIIFOTh, MPOTE MPHU BITHOCHO HEBEIIMKOMY KOIIITY PO3POOKH, SIKIIIO I'pa 3MOXKE 3HANTH
CBOIO ayJIUTOPII0, Po3poOKa MpruHece MPUOYTOK, a TAKOXK, 110 TOJIOBHE, HA MOIO TyMKY,
IIpUHECE PeMyTallilo KOMITaHii, 3aBIIKA YOMY, TIPO Hei TI3HAEThCsS OUIBIIe JTI0JeH, a 11e
3HAYMTh Kpallli Mpoja)xi HACTyITHOTO MPOEKTY, a TaKOXK MOTeHIliHHI iHBecTopH. [IpoTe,
IHBECTOPHM HE MOXYThb IMPOCTO MOKJIAIATHUCS Ha pEmyTallilo KOMIIaHii, BOHU MalOTh
0aunTH B 0 BKIAAYIOThCS. J{JIs 1IHOTO 1 CTBOPIOIOTH IEMO-BEPCii irop - HEMOBHA Bepcis,
IO MOKa3ye MNPUOJU3HUNA BEKTOP PO3BHUTKY, KOTPY IIOKa3yloTh I1HBecTopam abo
MOTEHIIITHUM KOPHCTYBadaM, 3 sIKOTO B MailOyTHbOMY Oy7ie 3po0JieHa TOBHOIIIHHA Tpa.

MeTtoro pob0oTH € came CTBOPEHHS HEBEIIMKOT IeMO-BepCii 3a JTI0MOMOTOr0

cyuyacHoro irpoBoro asuxky Unreal Engine 4.



1. JITEPATYPHUH OIJISA ]

1.1 IacTpymMeHTH AJ151 pO3POOKH
B tenepimHiit yac maixke HIXTO HE BUKOHYE PO3pOOKY I'pH 3 HyJs. s 1boro
BUKOPHUCTOBYIOTH ~ TOTOBE  CEpPEeAOBHINE  PO3pOOKM 3  HEOOXIAHUMU
ITHCTpyMeHTaMH. Take cepeloBHINE HA3MBAEThCA IrpoBUM JBMXKKOM. [I[06
oOpatd MIAXOIANINNA, BI3bMEMO KUIbKa HAWMOMYJSPHININX, TMOPIBHIEMO Ta
obepemo.

Cepen NOpiBHIOBAaHUX JIBHXKKIB Oy/IyTh HACTYIIHI:
Unity

Unreal Engine 4

Godot

Game Maker Studio

B wh e

Unity

Hyxe mnonynsipHuii OE3KOIITOBHUM IrpoBUM JBWKOK. B HbhOMY 00’€mHaHi
PI3HOMAaHITHI MPOTPaMHI PECYpPCH, TakKi sIK TEKCTOBUH peaaKTOp, BiJIaUHK,
KOMITUIATOp Ta iH1Ie. [lopir BXOMKeHHS B [IbOMY JBUXKKY JI0BOJI1 HU3bKUH. [lepi
32 BCE Y JBWKKY BHUKOPHUCTOBYETHCS KOMIIOHEHTHO-OPIEHTOBAHHWH IMiJIXIJ,
3aBISIKM KOTPOMY PO3POOHHUK CTBOPIOE 00’ €KT Ta JI0 HHOTO JI0JIa€ PI3HOMAHITHI
KOMITOHCHTH, 3aBIISIKH 3pYYHOMY 1HTepdency Ta rpadigyHOMY pelakTOpy MOXKHA
CTBOPIOBATH KapTH, PO3CTABIISAIOUN 00’ EKTH B PEIKUMI peaTbHOTO Yacy, Ta 0Jipa3y
TECTYBaTH CBOIO POOOTY.

[To-npyre, nBUXKOK Mae oOmUpPHY 010II0TEKY acceTiB Ta IJIariHiB, KOTPi
3HAYHO TTOCKOPIOIOTH pO3p0oOKYy. MoOKHA TaKOXK J0JIaBaTH 3ar0TOBKH piBHIB, 3d
MoOJIeNiell TEepCOHaXIB 1 HaBiTh MATEPHIB MOBOMKEHHsS OOTiB. barato 3 HUX
JOCTYITHI OE3KOITOBHO, aje 3a JAesKi MPUHIETHCS TUIATUTH.

[To-tpete, nBmwkok minTpumye O6arato miatdopm, okpim 1K, xoua 1e Ha
JTAHW MOMEHT He Jy>Ke MOTPIOHO.

[Ipote, KO pO3pOOISETHCS HE KITIKEp a00 3BUUYaHUN TuTatgopmep, TO
JUTs1 PO3POOKH 3HAI00ISTECS MOrIHOJIeHH] 3HaHHS MoBU CH.

Takox 11e¥ IBMKOK € TPOXHU MOBUILHUM. BiH HE MIIXOIUTH ISl CTBOPEHHS
MacIITaOHUX CIIEH 3 BEJIMKOIO KIIBKICTIO TTIEPCOHAXKIB.



Takox B 6€3KOIITOBHIN Bepcii € 6arato 0OMeKeHb.

{1 BUCHOBKM Oynu 3po0JieHI Ha OCHOBI OCOOMCTOrO OIJIAY JIBHXKKY, a
TaKOXX OCHOBYIOYHCH Ha JIOCBiJi TPH Y MPOEKTH HA LbOMY IBMXKKY, a TaKOX
oimiitHoi tokymeHTaii [1].

Unreal Engine 4

Cepen nopiBHIOBaHUX JABMXKKIB el Mae Haiikpaiy rpadiky. Sk 1 B Unity
Nopir BXOJKEHHsI JIOCTAaTHHO Majui, MpoTe, Ha BIAMIHY BiJ HbOTO, TTOBHICTIO
0e3komToBHUH. [IMaTUTH 3HAJOOUTHCS JIUIIE B TOMY BHUIAJAKY, KOJIU JIOXIT BiJ
Bamroro npoaykry nepesuirye 30003 3a kBapTai.

Takoxx € Garara KUIbKICTh TaiJ[IB Ta CTPIMIB BiJl pO3POOHMKIB JABUXKKY,
KOTpl Ha MaiblfX pPO3’SICHIOIOTH POOOTY TOrO0 YH IHIIOTO E€JIEMEHTY
dbyHKITIOHAITY.

Xo4a Mmpu BCIX IUIFOCaX JBWKKY, BIH HAMOUIBIII BUOATTTUBUM JO CHCTEMHUX
XapaKTepUCTHK Ta OUIbIIE BCIX 3aiiMae TUCKOBOTO MPOCTOPY .

i BUCHOBKHM TakoX OyJiM BUHECEHI 3aBJSIKM OCOOMCTOMY BUKOPHCTAHHIO
JIBIDKKY, IrOp, CTBOPEHUX Ha HhOMY, Ta O(piMiitHINA qoKyMeHTarlii [2].

Godot

Ieti MBMXKOK Ma€ BIAKPUTHA BUXITHUH KO, KM MOYKHA peJaryBaTH SK
3aX0YEThCH.

Xou BiH 1 Mae KpocmiaThOpPMEHICTh, ajlie HE MIATPUMYE HUHINIHE
MTOKOJIIHHS ITPOBUX KOHCOJIEH.

[TinTpumye onpa3y nekinbka mMoB mporpamyBanHs: C++, C#, GDScript,
Visual Script.

Ile#i nBMWKOK, a TaKOX IrpH, CTBOPEHI B HHOMY, 3aliMarOTh MEHIIIE
JMCKOBOTO TPOCTOPY, Y mopiBHAHHI 3 THMH X Unity Ta Unreal Engine, 60 mae
Habarato MeHIIe 00’ €KTIiB, III0 MOKE CIYTYBATH SIK TUIFOCOM TaK 1 MIHYCOM.

[Ipote iHCcTpyMeHTapiii Godot-a OuIbIIe MIAXOAWTH JJig CTBOpEHHS 2D
rop, BiH He ay»ke 3atoueHuit mia 3D. Ha BiaMiHy Bl momepeHiX IBUXKKIB, TaKi
pedl sK BUJIUICHHS Ta 3BUIBHEHHS MaMm’ §iTi, YNPAaBIIHHA LIeHaepaMu Ta



MartepialamMy BU IOBUHHI IPOMUCYBATU caMi. PeHaepHHr Ta cuctema ynpaBiliHHS
nam’sITTIO HE Jy>Ke€ ONTHMI30BaH1. Bennka KUIbKICTh MaTepiajiB y CLEHI AyKe
CUJILHO BIUJIMHE HA KUIBKICTh KaJIPIB Y CEKYH/TY.

Xou B Godot Mo>kHAa poOUTH KpacuBi IrpH, HAJAIITOBYBATH iX CKJIaAHIIIE,
HIXK Y TONEPEIHIX ABUKKAX.

Jlanbl BUCHOBKH OYJIM BUHECEH1 HAa OCHOBI JIOKyMeHTalli [3] Ta 310paHux
aBTOPOM BIAT'YKIB BiJl KOPUCTYBaUiB.

Game Maker Studio

Le#t qBUXKOK rapHO MIAXOIUTH JJIsl CTBOpeHHs 2D irop, ajie Xo4 BiH 1 Mae
IHCTpYMeHTHU 151 poOoTH 3 3D rpadikoro BoHa BUTIIAIAE 3JIETKA MOCTApUIO0 Ta
porpae y MopiBHAHHI 3 TpadiKorO IHIINX JBUXKKIB.

JIBUKOK Mae I1HCTPYMEHTH JUIS CTBOPEHHS CBOIX CIpaiTiB, 3BYKIB,
a”iMmari.

Takox Mae KpocmiaThOpMEHICTh 1 3arOTOBKH JICSIKMX ITPOBUX 00’ €EKTIB,
IPOTE 3ar0TOBKU HE OE3KOIITOBHI.

Irpu Mo’kHA CTBOPIOBATH SIK 32 JIOTIOMOT'00 TpadiuHOoro iHTepdeicy, Tak i
3a jormoMoror BiamToBaHoi MoBu GML, ctBopeHoi Ha ocHOBI Delphi, koTpa
Mae cuHTakcuc JavaScript Ta Pascal.

Jlani BUCHOBKHM OyJiM BHUHECEHI Ha OCHOB1 JOKyMeHTallii [4] Ta irop,
BUKOPHUCTOBYIOUHX LIEW IBUKOK.

Otxe, Tpeba oOpaTH OJMH 3 HUX.

Onpasy BinkuaaeTbes BapiaHT BukopuctanHs Game Maker Studio, Tak sk
3a/1auero cToiTh cTBOpeHHs came 3d rpu. [Ipukiany Takux irop Ha IbOMY ABHXKY
CKJIQJHO 3HAWTH, 110 BXKE We Ha KOPUCTh 3po0iieHOMY pimeHHto. Hampukmnan,
Global Anarchy 3 [5], mpo 1o Tpy Ta moi0OHI 1 He 3Ha€ Maibke HIXTO, 1 11e He
TUBHO, 00 Tpadika 3aIUIIUIAcCs HA PIBHI CEPEIMHH MO3aMHHYJIOTO TECSITHIIITTS.

Godot Takox BimkumaeTbes. SIK BxKe 3a3Ha4anocs, CTBOpeHHs 3d MpoeKTiB
Ha [[bOMY JBWKKY OUIBII CKJIQJIHE Ta PU3UKOBAHE(IIPOEKT MOXKE MPOCTO OyTHU
MOTAHO OMNTUMI30BaH [JIi TPH), B TEeW dYac, SK y IHIIUX 3aTUITUBITUXCS

KaHW/IaTIB TaKoi MPoOJIeMU HEMAE.



3amummnucs aumu Unity Ta Unreal Engine 4. B3arani, cepen KOMBIOHITI
MOCTIMHO MAYyTh CyHnepeukH, KOTpHi 3 JIBIKKIB Kpamie. [IpoTe ang BenMKUX
KOMIIaH1i 3a3BUYail BUOIp CUTYallIMHUM, 3aJI€KHO Bl MPOEKTY. 3a3BUYall MpHU
ctBopeHHi 3d irop HagatoTh nepeBary Unreal Engine 4, a npu ctBopenHi 2d -
Unity. [Ipo 11e MOXKHa CYyJIUTH BUXOJI41 31 CTATUCTUKHA BUXOY IrOp Ha 00MABAX
nemxkax: [6] nns Unreal Engine 4 Ta [7] nns Unity. Ilpo piznuiio y rpadimi
TaK0X MOKHA CYAUTH BUXOJSYM 3 1Irop, KOTP1 3apa3 y po3poOili, Tak HAPHUKIA/l
y3atu Escape from Tarkov [8], mo me 3 2017 poky 3HaxonuTh B cTaHl Oera-
Bepcii, Ta rpy Atomic Hearts [9], mo mae Buiitu mig ki"erps 2022-ro poky.
PizHuirio B ix rpadini MoxHa Jierko nodauutu. B ocHoBHOMy 1110608 10 Unity
BUKJIMKaHa 3a PaxyHOK TOTO, II0 BIH paHime craB Oe3komToBHUM. [Ipote
iHcTpyMeHTapiit Unreal Engine 4 Ounbln 3py4HUil, HAPUKIIAl CTBOPEHHS KaT-
CILIEHU Y HhOMY CITPOIIEHO TaK, 1[0 MOXHA 0Jipa3y MPUCTYIHUTH JI0 Mpoleccy 6e3
noriaubJIeHUX 3HaHb, y ToM yac sk y Unity Ha 11e 3Haj00UThCA BUTpATUTH 1-2 AH1
Ha ocBoeHHs. HailiBaxumBimoro mnepeBaroo Unreal Engine 4 € Blueprints -
CHUCTEMa BI3YaJbHOTO MPOrpPaMyBaHHS, sIKa B pa3d MPUILBUJIIYE 1 MOJIETIIYE
po3pobky. Xou y Unity Ternep TakoxX € aHaJor II€T CACTEMH, POTE BiH 3’ IBUBCS
mumre g kKineub 2020 poky, B Ted yac sk cuctema Blueprints Oyma B Unreal
Engine 4 me 3 2014 poky, Tomy 1 pyHKITIOHaN B Hei OuUTbin oOmmpHui. Takox
Unreal Engine 4 mintpumye mMoBy mporpamyBanas C++, mpoTe € MOAynb, 3a

JIOTIOMOTOI0 SIKOTO MO>KHa iHTerpyBatu C#.

1.2 TlocTanoBKka 3agayui
CTtBOopuTH mporpaMHe 3a0e3MedeHHs 3 METOI MOoOYyayBaTH apeHy s

KoM toTepHoi rpu. [lependauynT BUKOHAHHS HACTYMHUX IMYHKTIB!



[ToOynoBa nokaiii 3aBAsSKM BHYTPIIIHIM IHCTpyMEHTaM bsp reomerpii;
CTBOpEeHHS Ta 3aCTOCYBAaHHS MaTepialliB, aHAJIOTa TEKCTYP;

PoGora 3 ocBiTIICHHSIM;

HanamryBanHs aniMariii Ta B3a€eMOZ1i 3 IHTEPAaKTUBHUMH 00’ €EKTaMU;
CTBOpeHHS J0JIaTKOBUX MEXaHIK MEPECyBaHHs IEPCOHAKY;
Peanizaiiiss MexaHiku cTpiibOu;

HanamryBanHs OOTIB Ta iX MOBEIIHKH,

Peanizanis nokasHuka 310pOBbs IEPCOHAXKA T HOTO CMEPTb;

© 0 N o a A wbdh -

JIOTIOBHEHHSI.

1.3 Bulip meToay po3B’si3aHHd 3a1a4i

Ha ocHoBi BCix mepeBar Ta He[0JIiKIB, B PEIITI PEIIT, 32 OCHOBY PO3POOKH
rpu Oyno o6pano nBmwxkok Unreal Engine 4.
B xoni po3po6ku Buctaunth omHoro jume Unreal Engine 4 3 #oro

iHCTpyMeHTapieM. Po0OoTy 3 OCBITJIICHHSM, MarepiajaMu, aHIMalli€elo Ta
MOJICJTFOBAHHSIM MOXXHa 3pOOWTH B caMOMY JIBHXKKY, OUIBII CKJIQJHI MOJeNi
MOKHa CKauaTtd 3 1HTepHeTy. s po3poOku Oyme oOpaHO OAMH 3 TOTOBHX
mabJIoOHIB, TMOJajbIa po3poOKa Oyne MPOXOAUTH 3a JOTOMOTOK TEXHOJOTi
Blueprints, sk Be 3a3Ha4anocs 11e CUCTEMA Bi3yaJIbHOTO IIPOrpaMyBaHHsI, TOOTO
3 1i TOMOMOTOI0 HE MPHUUIETHCS MHUCATH KOJ BIACHOPYY, 3aMICTh I[bOTO Tpeda
MaHIMyJIIoBaTh By3namu(node), KOKEH 3 SKUX MPEeACTaBiIsie Ty abo IHIIY
¢GyHKITit0, TIPOTHCAaHy Y JIBIXKKY a00 CTBOpEHY camMuM po3pobHuKoMm. ToOTo,
HAIPUKIIAA, 3aMICTh TOTO 100 TekcToM mucatu cout << “Hello, world” Tpeba
MPOCTO BUTATHYTH BiAMOBITHUHN By301 PrintString Ta y mone BUBOIY BIHCATH

HEOOXITHE 3HAUYCHHS.
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2 METOJIUKA BUPIIIEHHS IOCTABJIEHOI 3AJIAUI

2.1 CTBOpEHHHA MPOEKTY
st movatky po6otu moTpiOHO cTBOopuTH mHpoekT. Ha pucynky 1.1 mokaszano
MEHIO CTBOPEHHSI Ta BIAKPUTTS iCHyrouMx npoekTiB. I1lo0 ctBopuTH, mpocTo

THCHEMO AB141 Ha kHomil “Games”.

u Unreal Project Browser

Select or Create New Project

Recent Projects

DipWork

New Project Categories

Games
M Start your game development journey with one of our key cl levels, and examples.

(,['ﬁ Film, Television, and Live Events

\,‘ﬁ_ Choose from templates and examples for nDisplay, VR Scouting, and virtual production workflows..

Architecture, Engineering, and Construction
Select a starting point for multi-user design reviews, photoreali: hitectural design visualizations, sunlight studies, or stylized renderings.

Automotive, n, and Manufacturing
#  Find template r -user de eviews, photobooth studio environments, and product configurators

Open Project Cancel

puc 1.1

Jaumi Ha pucyHky 1.2 6aunmo MeHto 3 BuOopom 1mabnoHiB. s mpoekty o6epemo
mabnon First Person.
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u Unreal Project Browser

Select Template

.

> ) (\" v W

A
e o+ : 3 >

Flying Rolling Third Top Down
Person
=
- ¢
o~

z>

Twin Stick  Handheld Side 2D Side Vehicle Virtual Vehicle
Shooter AR Scroller Scroller Reality Advanced

First Person

The first person template features a player character (represented by a pair of arms) which is
viewed from first person perspective. The character can be moved around the level using
keyboard, controller or virtual jo ck on a touch device. Additionally the player can look
around using mouse, controller irtual joystick on a touch device. The character is also
equipped with a gun that, using mouse, troller or virtual joystick on a touch device will
fire a simple sphere projectile that will affect some physics objects in the level, whilst
bounce off the arena walls

Asset Type References:

Animation Sequence, Animation Montage, Sound Wave, Skeletal Mesh, Animation Blueprint,
Skeleton, Static Mesh, Texture

Class Type References:

Character, GameMode, HUD, Actor

puc 1.2

I Ha pucynky 1.3 300pakeHO OCTaHHIM KpOK IpPH CTBOPEHHI MPOeKTy. Tyt
0o0HparOThCs HANAIITYBAHHS Ta TUPEKTOPIS AJI POEKTY.
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u Unreal Project Browser

Project Settings

ﬁ D juivalent target platform. 't worry, you
Choose whether to create a Blueprint or C++ project. - n the Target Hardware section of Project

Y
Blueprint Desktop / Console

i
' p nable nclude &
’w\ - Choose the performance characteristics of yc roject. - " ¥

: - ) Content Browser.
Maximum Quality With Starter Content

A

Y
q—\ | al-time raytracing should be enabled in the new

Raytracing Disabled

Select a location for your project to be stored

Ex\diplom - | MyProject

Folder Name

CreatelProjeot:

puc 1.3

I ock Ha pucyHKy 1.4 TOKa3aHO CTBOPEHUH MPOEKT 31 CTAPTOBUM KOHTEHTOM. TyT
€ HeBeJMKa KiMHaTa 3 Ky0amH, JDKEpPEJIOM CBITJa Ta irpOBHM IEPCOHAXKEM,
KOTpHUH sIBJIsi€E COOOI0 Kamepy BiJ NEPIIOro JMI, MPUKPIIICHI 10 HEl PYKH,
30poro0, sAKa CTPUIE KPYTJIMMH KYJIbKaMH Ta IPOIMCaHI MEXaHIKU XOJbOW Ta
ctpubdka. IlizHime Bce e Oyae abo 3MiHEHO, a00 TTPOCTO MPUOPaAHO.



Recently Placed

| Basic

Lights.

Cinematic

Geometry
Volumes

All Classes

# Add Component ~ %5 Blueprint/Add €
: t 0

ErTTT— ] - -
4 Transform
5200 ~f 1300 Sfosao )

& Content Browse
‘ v ) = il
I Add/import > [ save All € %= Content » FirstPersonBP » e S S S

¥= YFiters v .

.

puc 1.4

2.2 IloOynoBa Jokamii
Ha munynoMy mManroHKy MO>KHa 0ayuTH, 11O 3J1iBa € PEeJaKTOp, KOTPUN MICTUTH
IPUMITHBH TeoMeTpii(kyou, chepu, mumiHapu). 3 iX JOMOMOIOH, a TaKOXK
JIOTIOMOTOI0 JISSIKUX TOTOBUX Mojenei, Oyne OymyBatucs Jokaris. Dirypu
MOXHa SK J0AaBaTH 10 CIIEHW, TaK 1 BiApizaTd iX BiA iHmMX 00’ekTiB. Ha
PUCYHKY 2 MOXKHA 0auyWTH MOTEepeIHIi pe3ynbTaT. B X041 podoTu joxkairis Oyie

MPUHAMATH HIITNH BUTIIS.

@ o @ B = =
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B kiHIII KIMHATH CTOITh M'€IECTaN 3 YEPEIOM, IO OOKaM BiJl HhOTO 3a0KPYTJIEHI
CXOJAM, B 3aJll CTOSATh IIICTh KOJIOH. Jlamni me OyAyTh J0JaHi CTeNs, B IPYroMy
KiHIl KIMHaTU OyAyThb pO3TalllOBaHI BOPOTA, Kl OyAyTh BITUUHATUCS MpU
HAaTHCKaHHI KHOMKHU B3a€MOJI1i Ha Yeper, TakoXX OyIyTh BKIIOYATHUCS JKEpea
CBITJIa pO3TallIOBaH1 HA KOJIOHAX.

2.3 Po6ora 3 maTepianamu

B Unreal Engine 4 HEMOXJIMBO MPOCTO HATATHYTH TEKCTYpy Ha 00’€kT. [lns
MPUAAHHS MOTPIOHOTO BUTISAY TYT BUKOPUCTOBYIOThCSA MaTepianu. s #oro
CTBOPEHHS MPOCTO THUCHEMO MPaBOIO0 KHOIKOIO MHIII y KOHTEHT Opaysepi 1
obupaeMo (PYHKIIIFO CTBOPEHHSI MaTepiainy Ta JaemMo oMy Ha3By. Ilicas mporo
JIBIYl TUCHEMO Ha HHOTO Ta MOXXEMO MOYMHATH HaNamTyBaHHA. [[MB. puCyHOK

3.1.

puc. 3.1

3BicHO i TOOYIOBH MaTepially BHCTAYUTh 1 JIMIE OJHIET TEKCTYpH, SKY
mia’enqHaTh 10 kanamy Base Color, mpote 3a3Bu4ail paasiTh BAKOPUCTOBYBATH
me xo4a 0 OJHY TEKCTypY, 3 €aHaHy 3 kaHaioM Normal, sika Oyzae ciyryBatu
TeKcTyporo HopMani. Ha pucynky 3.2 mMoxkHa 0auuTy NMPUKIAJ BUTOTOBIEHOIO
Marepialy, 1110 0y/1e BAKOPUCTOBYBATHUCS Ha CTIHAX.

15



Texture Sample

Uvs

Apply View MipBias

A e
RGBA O»
wall

Texture Sample

@ Basze Color

RGRA O

@ HNormal
O Tangent

O World Position Offset
Texture Sample

@ Ambient Oc

O Pixel Depth Offset
Texture Sample
Uvs

EX

Apply View MipBias

RGBA O

puc 3.2

Jlam cTBOpMMO Martepian mjisg depemna, mo Oyzae cBitutucsa. s mporo He
3HAJIOOUTHCS KOMTHOI TOTOBOI TEKCTYpPH, CIIOYATKY CTBOPIOETHCS BY30JI, KOTPUN
Oyzie MICTUTH B cO01 TapaMeTpH KOJIbOpY, OOUpaeThes 3Budainnii 0inuii. [Totim
CTBOPIOETHCSI KOHCTAHTA 1 3MIHIOETHCS 11 3HAYEHHSI, 32 3aMOBUYBaHHSAM 3HAUCHHS

NOpiBHIOE 1, uuM OLIblIe 3HAYCHHS Oy/le CTOSITH, TUM CHiIbHIIIE Oyae edekT
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cBiTuia. Jlami CTBOPIOETHCS BY30J MHOKEHHSI Ta MEPEMHOXAETHCS KOJIpP Ha

KOHCTaHTy. Pe3ynbratr MoxkHa 0auuTH Ha pucyHkax 3.3 Ta 3.4.

Q%.«ﬂ['j

nUp [GORReCore) USPRPIRNPW] Live Nodes  Live Update  Hide Unrelated

5 Blend_PinLight
_ Eo'

jal Expression Multiply

TR

Puc3.3T1a34

Hactynauwm nikaBuM matepianiom Oyae matepian BorHIO. Bin Oyne HaHocuTHCS
Ha IJIACKY MMOBEPXHIO, MPHU IOMY BECh 3alBUI MPOCTip MOBEPXHI Oy1€ TOBHICTIO

MPO30PHUM, & CaM BOTOHb aHIMOBAaHHUM. Pe3ynbTaT MOKHA MOOAYUTH HA PUCYHKY

3.5.



Puc. 3.5

Jlns 1boro 3HamOOJIATHCS JBa 300paKCHHSI: CIpalTH BOTHIO 3 pUCYHKa 3.6
(BukopHcTaHi Oyiau creHepoBaHi Ha calTi [12]) Ta 3BUYANHMI Tpaji€HT, IO
MOXHa CKa4aTH 3 IHTepHETY a00 3pOoOUTH BIaCHOPYY Y rpadiyHOMY PEIaKTOPi.

18



puc 3.6

Jamni 3a monomororo moxii Time ta gynkiii FlipBook 6yayemo HacTynHy cxemy
3 MajtoHka 3.7.
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Ti

FlipBook

Texture Sample

v
[ 2
- 0 -
\ Waitiply ¥ Animation 1)(s) Result O -
Numbe Alpha O / e Vi
) e Tex

e
Iv/
[ 3

@ Base Color

UV Center O Apply View MipBias

“Multiply ¥
[ 3

B

A [ 3
B
@ Emissive Color
3 v

@ Opacity

Desaturation ¥

[ 2 [ O World Position Offset
O Fraction

O Ambient Occlusion

Multiply ¥ O Refraction

puc 3.7

[ TakM YUHOM BUXOAUTH BOTOHB, MPOTE MOKH 10 BIH Maii)ke HIYOTO HE OCBIYYE,
MOKHA 6auuTH JuIIe c1abKi BiIOIMCKHY Ha IHIIUX MaTepiaiax, o MalTh y co0i1
dynKIriro 61ikiB. Takox e MaTepiall 3acTOCOBYETHCS Ha IUIOITUHAX, TOMY 1 caM
BiH IIJIACKHH, 3 OJTHI€T CTOPOHM HOTO BUJIHO, aJie 3alIIIOBIIM HA ApYTY - Hi. [IpoTte
11e JIMIIIe MaTepiai, Horo HeAOJIKU OyIyTh BUIPABJICHI Y HACTYITHOMY IMYHKTI.

2.4 Po0oTa 3 OCBITJICHHAM

[o 3amymiti Ha moKallii TOBHHHA OyTH CTEJIsI, TOMY OCBITJICHHS, iK€ OYJI0 JOJIaHO
MIPU CTBOPEHHI MPOEKTY 3a MIabI0OHOM MU mpudepemo. B skocTi cBitii OyayTh
BUKOPUCTOBYBATUCS HEBEJIMKI BOTHUIINA, PO3TAIIOBaHI Ha KOJOHAaX, TOMY
OCBITJICHHSI Oy/ie TEMSIHUM, TPUOIMKEHUM JI0 CITPaBXHBOT'O BOTHIO.

Cnouatky cTtBopuMO blueprint, 1ogamMo 10 HROTO 00’ €KT static mash 3poOuBIIN
foro miackoi ¢opMu Ta B IKOCTI MaTepiay 0OpaBIlid CTBOPEHHUN HAMH paHiIIIe.
Ham ngomamo mkepeno cBitia point light oOpaBmm oMy KoJip CXOXHUW Ha
BOTOHb.

OTxe, Terep BOTOHb OCBITIIIOE TEPUTOPII0 HABKOJIO, TPOTE BiH BCE IIE TUIACKHIA.
s mpoOniema BHUPINIYEThCS HACTYMHUM YHHOM: BOTOHb TaK 1 3aJMIIUTHCS
IJIACKUM, MPOTe BiH OyJe MOBEpTATHUCS B 3aJ€KHOCTI Bl BEKTOpa KaMepu
TpaBIIsl.

20



Jlns uboro ctBopumo HOBY (pyHkIito mij Ha3Bow FireRotation. Ha pucynky 4.1
300paxeHo peaizalito 1i€i GyHKIT.

= Fire Rotation

f SetActorRotation

Return Value

f Normaiize

Return Value @
0001]

f Get Player Camera Manager f Get Camera Location

Play ex [0]  ReturnValue

/ f RotationFromXVector

* ®inVer  RetumValue @

—_
Addpin +

ation

] Return Value @

puc 4.1

3aBasku ¢GyHkiii Get Camera Location oTpuMyOThCS JlaHI MPO KOOPAUHATH
kamepu. Ilicms  peskux — MaHINyJISIIid 3 KoopAWHATamMu  (DYHKITIS
SetActorRotation moBepTae MOBEpXHIO JHIEM 0 KamepH rpaBiis. | octanHe, 110
3aJIMIINIIOCS TIepe]] pO3TallyBaHHSIM BOTHIO Ha CII€HI, 1€ peali3yBaTH BUKIIHUK
cTtBopeHoi ¢yHkIii. [y boro mpocTo 3aiiaeMo B cxeMy blueprint Ta 3’€1HaEMO
noairo Ta ¢pynkuiro. O6epemo noniro Event BeginPlay, Bona 3 camoro mouatky
rpu Oyjie BUKJIMKATH (DYHKITIIO B peaJIbHOMY Yaci, TOMY 1 BOTOHb YBeCh Uac Oyjie
nuBUTHUCS Ha rpaBus. Jus puc 4.2.

?} Event BéginPlay f Set Timer by Function Name
b D

Return Value

O Time [07]

Looping

Puc. 4.2
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Ha pucynkax 4.3 ta 4.4 MoxHa 6a4UTH pe3yJIbTaT pOOOTH.

/ .
Puc 4.3 ta4.4

2.5 PoOoTa 3 animalicro

Ham ine pobora 3 aHIMAIl€I0 Ta CTBOPCHHS IHTEPAaKTUBHOTO 00’e€kTa. byme
3pobJieHa aHiMarllis BIAKPUTTS BOPIT, IO 3ayCTUTHCA TMICIS HATUCKaHHS Ha
yepen BIAMOBIIHOK KHOMKOIO.

Ilepen Tum, sik OyayBaTH BOPOTA, CIIOYATKY HAJAMITYEMO B3a€EMOJIII0 3 YEPETIOM.
B3aeMojis 3 IHTepakTUBHUM 00’ €KTOM OyJie MIPOXOAUTH SIK 1 B OUIBIIOCTI Irop:
rpaBelb HABOJAUTH KaMepy Ha 00’ €KT, MpU IbOMY OyAy4Yd HEMOAAJIEKY B/l HHOTO,



Ta TUCHE BIANOBIIHY KHONKY(3a3Buuail E, sk 1 B gaHomy Bumnaaky). [ns
peamizanii Oyne BuKopucTaHa TexHojoriga RayTracing, ToOTO TpacyBaHHs
MIPOMEHIB.

Jis moyaTky mMOTpIOHO CTBOPUTH HOBUWM 00 €KTHHM KaHal KoOJi3li, 100
TpacyBaHHsI MPOMEHIB B3aEMOJISIIO HE 3 yciMa 00’€KTaMmH, a JUIIe 3 TUMU B
KOTpHUX THII KOJI31i Oyne Takum, 1o tpeda. ToMy 3aX0AMMO B HalallITyBaHHSA
npoekTy, 1y Bkiaaui Collision ctBoproeMo HOBHIA object channel, sik Ha puCyHKY

“Engine - Collision

Ny TH 1 Defaultengine urrently writable

4 Object Channels

nels. This s the list of object types for your project. If you delete an object type thatis being y the game, New Object Channel..

Onpa3zy obupaemo blueprint ueperna, po3TanioBaHuid Ha CIICHI, Ta TPUCBOIOEMO
romy HoBY koniziro. Jlis mporo B Collision Presets craBuThes custom, a B object
type CTBOpEHUI BapiaHT SIK HA PUCYHKY 5.2.

4 Collision

Simulation Generate [

Maone

€0

Fhys Material Over Mone

Generate Overlap E
Can Character Step
4 Collision Presets ‘:n
Collision Enabled

Object Type Skull

puc 5.2

Jlam, Tak SK TpacyBaHHS TPOMEHIB OyJe WTW B HANPSIMKY MOTJISAIY TPaBIId,
nepexoguMo B blueprint irpoBoro mepcoHaxka, 3a 3aMOBUYYBaHHSIM
FirstPersonCamera, Ta 10/1a€M0 10 HHOTO HACTYMHY CXEMY 3 pPUCYHKa 5.3.
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[ LineTraceForObjects

_f Get Forward Vector

Target Return Value @

Array

Add pin 4

B By3ni1 LineTraceForObjects y momni Draw Debug Type 3MiHIOETBCS 3HAUSHHS 3a
3amMoBYyBaHHAM Ha for duration. Ile moTpiOHO, MO0 mpoTEeCTyBaTH, YU
NpaBUILHO OYJIO HATAIITOBAHO TPACYBaHHS, HABIBIIMCH HAa 00’ €KT 1 HATUCHYBIITU
kHOTIKY E OynyTh 3’sBisTHCS 4epBOHI mpomeHi. [IporecTyBaBmm, 3HaYCHHS
3MIHIOETHCS Ha Te, 1110 OyII0.

Jlami crBoproeMo blueprint caMux BOPIT 3a JOMOMOTOIO TeoMeTpii,  puc. 5.4.
Tpeba mpucsoitu iM komizito Tuny BlockAll, 60 3a 3amoBuyBaHHSIM OyayrOUn
reomeTpito B blueprint ¢irypu OJIOKYyIOTH JHIIE 3HAPSAIU, a HE CAMOTO TPAaBIIA.
Takox moTpiOHO J0AaTH CIUTAlH, HEBUAMMY JIIHIIO, TTO HANIPSAMKY SKO1 Oy/e WTH
a”iMars.

puc 5.4
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Jlani mepexoauMo 3 BRIOMOPTY J0 HalamTyBaHHs blueprint Ta cTBOPIOEMO BY3011
Timeline, puc 5.4.

(5 OpenGate

Update [

[ Play from Start Finished [

Ise
g from End
t Mew Time

O New Time [ 0,0]

puc 5.5

JIBiui THCHeMO, 100 TMEepelTH N0 HaJalITyBaHbh By3Jia aHiMallii, Ta oJpasy
CTBOPIOEMO Tpadik 3 ABOMA TOUKaMU, puc 5.6. Lli TOYKH MarOTh B KOOPIUHATH,

X - 4ac, y - 3Ha4eHHs, KOTpe Oyne moBepTaTu QyHKIIis yepes kaHan New Track
0.

ength [ se Last Keyframe? utoPlay oop eplicated gnore Time Dilation _PrePhysics¥ RIS
v v [ENTON 2.00 B Use Last Keyframe? [JJ] AutoPlay [l Loop [l Replicated 1 ELIENEN TG_PrePhysi Tick

4 NewTrack_0
External Curve
None > & O X E Value 0,0
[ Synchronize View
Reorder

0.00 0.00

puc 5.6

Cnouatky y noni Length, nHag rpadikom, CTaBUTbCS 3HAYEHHS 4Yacy, 3a SIKUM
aHIMallisl moBUHHA 3aBepuutucs. [lepuriit oy npucBoroemo 3HaueHHs (0,0),



apyriit (2, 430) - TOOTO IBI CEKyHAM, Ta KOOpAMHATA, B KOTPiil MOBUHHI OyTH
BOPOTa HANPHUKIHII aHIMaIlii.

Jlami nonmaemo 1e Tpu Bysna 1o blueprint, puc 5.7. 3MiHHY, KOTpa caMe 1 €
BopoTamu, nofito Ta pyukiiro SetRelativeLocation.

Cylinder
_J SetRelativeLocation

Sweep Hit Result

(O openGate
¢ SkullPressed
[ Play
&

» f— B Play from Start

et New Time

puc 5.7

ITpu Buxuky noxii SkullPressed posnounnaerscs Taiimian OpenGate, 1m0 y
KO)KEH MOMEHT 4Yacy Iiepelae 3HA4eHHS KOOpPAMHATH, B KOTPi MaroTh
3HaxonuThucs Boporta, a (ynkimis SetRelativeLocation sk pa3 1 3M7iiicHIOE
MepEMIIIIEHHSI BOPIT.

[lepecyBaHHsi BOpIT BK€ MPOIMKMCAHO, MPOTE, SK BXKE 3a3HAYEHO, ISl IHOTO
CrovaTKy Tpeba moyatu mojiro. Tak sSK MoJIis TOKH HEe BUKIMKAETHCS Hi 32 SIKHX
yMOB, MM 1 3aiimemocs. IloBepHeMocsi mo0 blueprint kamepu rpaBug Ta
HAJAIITOBAHOTO TpacyBaHHSA MPOMEHIB. J[0maeMo HACTYNHY CXEMy 3 PUCYHKY
5.8. B 11boMy J0TIOBHEHHI cxeMUu OepyThCs BCl akTopH 3 blueprint Bopit, Ta 3a
JI0TIOMOT 010 get BUTATYyeThes nmoTpidna mozis SkullPressed. Jlami moTpiGHO, 11106
npu HatuckanHi E 1g momis Bukimkamacs. [[ns 1mporo O BHUCTa4MiIo MPOCTO
MPOBECTH 3B’ 130K Big kaHary out hit By3na LineTraceForObject no kanamy momii,
MPOTE TOA1 BOHO OY/Ie€ BUKJIMKATH MO10 KOKHOTO pa3y KOJIU MPOMiHb ITEPETHHAE
Oyab-skuii 00’ €KT 3 HeoOX1iTHUM TUTIOM Kodi3ii. [1[o06 Takoro He Oymo GepeThes
Ha3Ba OO0 €KTy, 10 MEPETHUHAE MPOMiHb, Ta MOPIBHIOETHCS 3 HEOOXITHOIO
KHOITKOIO.
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_f Get All Actors Of Class
[ LineTraceFarObjects

© Skull Pressed

" J Get Object Name

Object  ReturnValue

Puc 5.8

Bce roroBo s BukopucTaHHs. Ha pucyHky 5.9 mMoxHa OauuT pe3ysibTat
poboTwu.

A

puc 5.9

2.6 Po3miupeHHs1 MexXaHIK nepecyBaHHS

Opnna mexaHika, mo Oyma mpomwcaHa y 1rabioHi, Oy/ne MOBHICTIO 3MiHEHA, a

TaKOX J0jJaHa 1e ojxHa. [le MexaHiKku MOaBIHHOTO CTPUOKY Ta PUBKY.
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Jlns mouatky, cTapa MexaHika CTpUOKy, 300pakeHa Ha pUCYHKY 6.1,
BUJAISAETHCS. 3ATAIIAETHCS JTUIIIE TIO 11 HATUCKAHHS KHOTIKH, @ TAKOXK JOJTAETHCS

KacToMmHa nojist MyJump, pucyHok 6.2.

JuUino

J Jump

< InputAction Jump
Pressed B =—— P
Released Target | self]
Key
J Stop Jumping
4

Target | self]

puc 6.1

JUmp;

& InputAction Jump
Pressed [P

@eas&‘] D \

Key

Target sflrfrl

puc. 6.2

Hami no blueprint mepconaka nogatotbes 3miaH1 JumpPower - BucoTa tumy float,
Ha sKy Oyne 3milicHroBaTHCs cTpuOoK, JumpCount - JTYUIBHUK KUTHBKOCTI
CTpUOKIB TUITY int, HEOOXITHUN NIJISt TOTO, MO0 CTPUOKIB OysI0 HE OLIBINE JBOX,

3a 3amoBuyBaHHsIM 0, MaxJumps - MakcuMalbHa KUIBKICTh CTPUOKIB TUIY int,



Ma€e 3HA4YeHHS 3a 3aMOBUyBaHHAM 2. OTxe MaeMO cXeMy peanmizalii Mojii

MyJump Ha pucyHky 6.3.

f Launch Character

& MyJump (€ Branch

Condition F:

Jump Count @ -~

Jump Power @—="

> Event On Landed —

Hit ©» Jump Count [0]

SET

puc. 6.3

[licns HaTUCKaHHS KHONKH WHJe TMepeBipka YW He TMEPEeBUIIYE KUIBKICTb
3po0JICHNX CTPUOKIB MaKCHUMaJIbHY, TICJIS TEpIIOr0 HATUCKAHHS TEPCOHAXK
niacTpuoye onud pas, JumpCount 301utbITyeThest Ha oauH. [loku mepcoHax 1e
3HAXOJUTHCS Y MOBITP1 MOKHA CTPUOHYTH 1€ pa3, SAKIIO0 KUTBKICTh 3pO0JICHUX
CTpHUOKIB ye He AopiBHIOE ABOM. [licns nmpuzemnenns noais On Landed ckunae
KUIbKICTh 3p00JIeHNX CTPUOKIB /10 0.

Takox 171 mpuUaHHS peandi3My J0JA€Thesl e(PEKT JIETKOro TPSCIHHS KaMepOro
npu npuzemiieHH1 3a nonomororo ¢yskiii Play World Camera Shake, sk
MOKa3aHO Ha PUCYHKY 6.4.

> Event On Landed 8

P-Emm—————rp

Hit & Jump Count |I|

SET
[ Play World Camera Shake
~——»

Shake

@ Epicenter

& Towards Epicenter

puc. 6.4

Hacrynna mexanika - puBok. 11106 He BU3Ha4aT 3HaY€HHS KHOMNKHU Y blueprint,
MPUB’SKEMO 11 3HAUYEHHS B HAJAIITYBAHHAX MPOEKTY. /711 poro nepeugeMo y
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BKJIaJIKy input Ta B Action Mappings ctBopumo nojiro Dash HazHauuBIIM 32 HETO
knaimy Left Shift, pucynox 6.5.

4 pction Mappings ¥ @

KN Jump
2l Fire

FE Dash

puc 6.5

CrtBoproethes 3MinHa Dash Power tuny float, Binnosigatoua 3a 1aabHICTh PUBKY.
Bursryerscs By3on noaii InputAction Dash, koTpa cripaiisoBye npu HaTUCKaHHI
Ha JiBuH shift, Takox cTBOpro€ThCsl KacTomHa mojis Dash. binbm HarmsigHO Ha
PHUCYHKY 6.6.

> InputAction Dash

" J Get MoveForward
Return Value @ —__ 3= Make Vector
) Return Value @ ———— @ A
[ Get MoveRight

Return Value @ =

_f Launch Character

» —
Dash Direction @ —_

Dash Fower @———"

J GetActorRotation

puc 6.6

Otxe, HaTuckaeThes shift, BUkiMkaeTbes nepina nojis, sika Oepe HanmpaBiIeHUN
BEKTOP, Y HAMPAMKY KOTPOTO PyXa€ThCs MIEPCOHAK, 1 3aIIyCKAE Ta Mepeiae€ Horo
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1o apyroi noaii. Ipyra nojisi, OTpUMyHOYH BEKTOP, MHOXKUTh MO0 Ha TAJIbHICTh
PHUBKY Ta IIEPEHOCUTD MEPCOHAKA Y HEOOX1THOMY HAIIPSIMKY.

[Ipore 1151 MexaHiKka He OyJie MPaLIOBAaTH, SKILIO BCl TPU KOOPAUHATH BEKTOPA, 110
MU OTpUMaEMO, OyayTh AOpIBHIOBaTH Hymto. s 1poro, sk NOKa3aHO Ha
PUCYHKY 6.7, 10Jja€MO MEPEBIPKY JTOBKUHU BEKTOpa. SKIIO JOBXKUHA JOPIBHIOE
HYJIIO, TO PUBOK OyJ1e 3p00JIEHO MO HAMPSIMKY MOTJISAY.

_J Launch Character

© Dash

Dash Direction @ 3+ Select

@ False Return Value #

i = R
" [ 10][" 00][7 00]

_J_v_ea.‘;ﬂm— Index
T~ @A Return Value @
. —
Dash Power @

Target [self]  Return Value @

puc 6.7

[Ipote e He Bee. [Ipu TakomMy po3KIIajl MepPCoOHaX 3MOKe POOUTH PUBKHU O€3T14
pa3ziB. BBegemo oOMekeHHs Ha OJIMH PUBOK y cekyHay. s mporo qo cxem 3
MUHYJIOTO PUCYHKa J01aMo OJIOKH 3 PUCYHKIB 6.8 Ta 6.9.

Dash Count @ f Launch Character
1-.‘ Branch .

Dash Directi

: Dash Max @

“{® DashRecover

Dash Count @~

puc. 6.8 Ta 6.9



BBoaumo 1B1 3MiHHI MO aHajorii 31 CTpuUOKaMU 1 TOPIBHIOEMO.
MakcumalibHa KUIBKICTh PUBKIB JOPIBHIOE OJHOMY, MICJIsi BUKOHAHHS BYy3Ja
Launch Character KuIbKICTh 3pO0JIEHMX PHUBKIB CTa€ piBHA MaKCUMAaJbHIN 1
MOXJIMBICTh PUBKIB OJ0KyeThCs. Jlami mig’ efHyeMO BY30J1 TaMIIaiiHy, 110 OyJie
UTu 1 ceKyHay 1 Mmiciisi UbOTO 3MEHIIYE KUTbKICTh 3pO0JIEHUX PUBKIB, THM CAMUM
JTAl0UX 3MOTY 3pOOUTH III€ OJIUH.

2.7 Peajizanisi cTpijib0Ou

[Tpu peanizauii cTpiabOu 3a3Buyail € nBa BapianTu. Ilepuuit, koau 30post
CTBOPIOE KYJIi, TaK 3BaHi projectiles, sxi € pizuunumu o0’ ektamu. Takuii cocid
€ 33JI0BUTbHUM, KOJIU KYJISIM, HallpuKJaj, Tpeda mponucaT 6anicTuky, ado 30pos
3aMiCTh KyJIb, III0 HE TIOMIYa€e OKO, BUKOPUCTOBYE, HANPHUKIAA, paKeTH, KOTpi
JIETSATh MOBUIBHIIIE, TPOTE TAKUH CIIOCIO Ma€ 1 TOCUTh HEMAJIO HEIOJIKIB, TaKi sSIK
HE3pYYHICTh HaJaIlTyBaHb, a TaKOXX HABAaHTAXCHHS BEJIUKOIO KUIBKICTIO
cTBOproBaHUX (G13MuHUX 00’ €KkTiB. Jpyruii crnoci6 Bxe 3Haiiomuil RayTracing,
10 BUKOPUCTOBYBABCA [IJISl B3a€MOJIIi 3 4epernoM. TyT He CTBOPIOETHCS HISKHX
¢b13uYHUX 00’ €KTIB, @ IPOCTO OTPUMYETHCS 1HGOPMaITis, 110 32 00’ €KT MEPETHYB
IpOMiHb, Ta MPUYUHSIE IIKOAY HampsMy o00’ekty. B xomi poborm Oyne
peaizoBaHo IPYTHUid crocio.
Bin peanizoByeThCcsi Malke Tak camo, K BXKE MPOMUCAaHA CXeMa TpacyBaHHS
npomeniB. Crnouatky nomarothesi QyHkiii Set Timer by Event ta Clear and
Invalidate Timer by Handle, 110 BiamoBigaroTh 3a aBTOMaTU4HY cTpiUIbOy. Jlami
Bix Hoja Break Hit Result mpotsaryerses 38’5130k 10 Spawn Emitter at Location
ta Spawn Sound at Location, ¢yHKIIi{, 110 BIAMOBIIAIOTH 32 MOSIBY €PEKTY Ta
3BYKY BIy4aHHsI KyJi y 00’ekT. Pucynok 7.1.

T
Toim( \ 7 Spawn Emitter af Location

» » B ' Spown Sound ot Location
Emiver Teplat e Value >

puc. 7.1
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[IpoTe moku 1110 11e JnIe KOCMETUYH1 (PYHKIII1, HAHECTH IIKOIU 30POEI0 BCE 111€
HeMoxJIuBo. JJist iboro gonaemo dyunkiito Apply Damage. [Ipote e mie Takox
He Bce. CraBumo Ha apeHy o00’ekt ThirdPersonCharecter, kotpuii Oyne
CIIyr'yBaTH BOpOroM, Hajgami Oyne 3Batucs npocto 6ot. Jlam B blueprint GoTa
ctBOproeThbest 3MiHHA Health, mo Oyae ciayryBaTu HOro mokasHHMKOM 370pPOB’S.
Hagani npocTo aogaeThcsi HAcTymHa cxema 3 pUCYHKY 7.2. B Hill mokasHuk
ypOHY, OTPUMAHOTO BiJI HAIIOrO0 TMEPCOHaXa, BIJHIMAETHCS Bl MOKa3HHKA
3J10pOB’4, @ KOJIM LIel TOKA3HUK CTa€ PIBHUM a00 HIKUE HYJIs, 00T 3HUILYETHCS.

Health @—._

[ DestroyActor
T Branch 1 D

Target [self]

£ —_— =
> Event AnyDamage e [

puc. 7.2

2.8 HanamryBaHHs 00OTiB Ta iX MOBeXiHKHU

Bynyte cTBOpeHi OoTH, 10 MaloTh MEXaHIKH 30py, CIyXy, MOXYTh
MepecyiAyBaTH TPaBIls, KOJIU 3aMITATh HOT0, Ta (YHKIIIIO CAMOITiIPUBY.

st mouatky ctBopuMo AlController, B sskomy Oyze mponucaHo MOKIUBOCTI Ta
noBeAiHKa O0o0TiB, Ta Ha3BemMo Horo Botl. Ilotim TpeGa nmomatu cTBOpeHUM
KOHTpOJUIep A0 00Ta, JJIA IbOro 3axoaumo Jo blueprint 6ota Ta craBumo Al
Controller Class na motpiOuuii. Puc 8.1.
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4 Pawn
Use Controller Rotat .
Use Controller Rotat [l 2
Use Controller Rota [l

Can Affect Navigatic [l

Auto P

Hami motpioHo momatu g0 apeHu NavMesh, 1e 30Ha B sKild KOHTPOJUIEP
IIPOPaxoOBYeE KyJI BiH MOXE JIOpaTUCS Ta K 3pOOUTH 11€ HAHKOPOTIIIMM IUISTXOM.
J1J1s 1IbOT0 B KOHTEHT Opay3epi MpocTo BUTATYeMO navmesh Ha jiokairiro. Puc 8.2.

puc 8.2

Ham tpeba momatu 6otam 3ip Ta ciyx. s mporo Tpeba 3aiiTu B OIympuHT
KOHTpoJulepa Ta B HamamTyBaHHsSX aktuByBatu Al Sight Config ta Al Hear
Config Ta mianpaBUTH MapaMeTpu NpH HEOOXITHOCTi, B OCHOBHOMY II€ pajaiyc
30py Ta CIIyXy, Ta KyT o0630pa. Puc 8.3.
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Al Sight config

4 Sense

Implementation & 0
Sight Radius
Lose Sight Radiu
PeripheralVision m

Detection by Affi

Detect Enemie

Detect Neutral 9
Detect Friendli 2
Auto Su
Point Of V g
Near Clipping Ra _
[> Debug Color

Max Age

Starts Enabled
puc 8.3

Tenep 60t OyayTh MOMIYATH ITPOBOTO MIEPCOHAXA, KOJIM BIH 3aijie B iX pajaiyc
O0auenns. [Ipore BoHU Bce Iie HE CIIPOMOXKHI MOTO MOYYTH. X0Y 30pos 1 BUIA€E
3BYKH BIYYEHHS, II€ HE MiJIii1e U1 Toro, 11106 60T 1movys rpasig. Ciryx 00TIB He
pearye Ha 3BYK y MpPSIMOMY CEHCI, BIH pearye JIMIIe Ha CUCTEMHHUHU IIyM, Tak
3BaHMi Noise, M0 € MPOCTO amapaTHUM “IHCTPYMEHTOM™ CHEIiaIbHO JJIsl CIYXY
y KoHTposuiepa. OTxe MOTPIOHO MOBEPHYTUCS JI0 MHUHYIJIOTO IYHKTY, KOJH
cTtBoproBasiacs cTpinbba. I[o6 G6oT pearyBaB Ha 3BYK MOCTpiLIy Tpeba IPOCTO
TOJIaTH TIeH CaMUi IIyM y MICITI, 1€ 3HaXOAUThCs 30posi. Pucynok 8.4.

[ Make Noise

 Spawn Sound at Location
~ »
Sound ¢ 1 Return Value
" f GetWorldLocation
Target Return Value @ —

» Volume Multipl

Multiplier [ 1,0 " FirstPerson Camera
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puc. 8.4

Tenep 00T MoOXe He TUIBKA MOOAYUTH TpaBls, a ¥ mouytu. [lami cTBOpUMO
Blackboard - 00’ext, mo 30epirae oTpuMaHi KOHTpoJIepoM 3MiHHI. | oapasy
cteopumo BehaviorTree, ToOTO nepeBo MoOBEIIHKH 00Ta, Ta MPUB’SHKEMO 0
HbOTO IIOWHO cTBOpeHuil blackboard. [lami HamamrToByeThCcs came AEPEBO
noBeiHKU. PucyHok 8.5.

. ROOT

Perception

0
1y Sequence

Sequence

Qo
.« Move To |

MoveTo: Player

puc. 8.5

VY KOXHOTO JepeBa MOBEMIHKU 3aBXKIU € KOPiHb. J[ami MOXyTh WTH JuIIe TpU
omepartopu. 3apa3 MmoTpioeH Juie sequence. BiH mpaiffoe HaCTYyITHUM YHUHOM:
BUKOHYETHCS JIiBa 3a/ada, SKIIO BOHA 3MOIJIA BUKOHATHUCA JO KIHIS, TO
3aIyCKa€eThCsl HACTYITHA, 1 TaK MTOKU X04a 0 OjHa 3a/1a4a He 3MOKEe BUKOHATHCH,



a00 3a7a4l CKIHYAThCS a00 X1 MO1H He OyJie 3YIIMHEHO CHelialbHOI0 3a4a4ero.
Ha nonepenHboMy puCyHKY OOT, IOMITUBILHU I'paBLs, Oyae IpOCTO UTH JO HBOTO.
Tpeba nonatu cxemy 3 pUCyHKY 8.6 10 KOHTPOJLIEDY.

Blackboard

<> On Targe ption Updated (AlPerception)

[ Set Value as Object

~{ Break AlStimulus

AlStimulus

<> Event BeginPlay
»

Return Value

puc. 8.6

3a 1i gomomoror, 60T 3 TTOYaTKOM I'pu Oyne 3amycKaTH JepeBO MOBEIIHKH, a
TaKOXK KOJIM ToOade abo mouye TpaBlisd BiH Oyne 30epiraTH J1aHi PO HHOTO B

blackboard.

Tenep 60T mae 3ip, cayX, MOXKE TIEPECIIAYBATH TPaBIls. 3aTUIITIOCS TPONUCATH
MOXJIMBICTh camomiapuBy. JlepeBo moBeaiHKH HaOyBae HACTYIHOTO BUTJISAIY.
Pucynok 8.7.

¥. ROOT

Perception

l

uu Sequence

Sequence

g

[-) Blackboard Based Condition
Blackboar

-+ Move

MoveTo: Player

4 PlaySound =¢ BlowDamage =¢ SelfDestroy

PlaySound: 'Explosion_Cue’ BlowDamage SelfDestroy
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JlonaBaHHs cepBiCy(CMHBOTO MPSAMOKYTHHUKA) JI0 MEPIIOT 3a7a41 Ja€ MOKIIUBICTh
00Ty Kpale nepeciilyBaTH LiJib 32 paXyHOK TOT0, 110 i Baxkue BTpatuT. OTXKeE,
KOJIM OOT moMivae rpaBus, BiH ODKUTh NPSMO 10 HBOIO, LIBHUJIKICTH OOTa
CHeliaJIbHO BHUCTaBJ€HAa OUIBLIO HIXK y NEPCOHa)ka IpaBlis, Jajll JOTHABIIU
IpaBlisl MIOYMHAETHCS IMIIPOBI30BaHa JE€TOHAIlsl, 00T BCTae HA OJTHOMY MICIl Ha
IBI CEeKyHIHW, NOTIM rpa€e 3ByK BHOyxy. [lami ¥ayTe ABI 3amayi, IpoIUCaHi
BiacHopyd. llepima cTBoproe BizyasibHUI €(heKT BUOYXY Ta BUKIUKAE (YHKIIIIO,

110 3aBJIa€ MIKOJIU B pajiiycl HaBKpyT 0oTa. PucyHok 8.8.

Hami fige 3amada, GyHKIIOHAT KOTPO1 MPOCTO 3HUIIIEHHS Mojeli 00Ta Ta HOro
KOHTpoJuIiepy. PucyHoxk 8.9.

< Event Receive Execute Al 7]76;;¢?)'Ector

D\.' >

Owner Controller

Controlled Pawn J DestroyActor

| P O |

Target

puc 8.9

2.9 lloxa3HUK 310pOB’sl rPaBUA
Temep y rpi € MOXIHMBICTh HAHOCUTH YPOH 0OOTaMm, a TaKOX OOTH MOXYThb
HaHOCUTH ypoH. IIpoTe B JOTiIi mepcoHa)ka TpaBllsi IIe OCI HE MPOIMHMCAHO
oTpuMaHHs ypoHy. [lns mouaTky Tpeba CTBOPUTH camy 3MiHHY 370pOB’S Y
blueprint rpaBus, a JOTiIKy OTPUMaHHS YPOHY MPOCTO CKOMitoBaTH 3 blueprint
6ota. Jlani Tpeba BUBECTU 1HAUKATOP, 1110 MOKa3yBaB OU 1€l MOKAa3HUK B caMiii
rpi. {15 poro ctBopuMo blueprint BiIpKETIB 1 IPOCTO NEPETAIIMMO B HHOTO task
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bar, npuB’s3aBIIM 10 HHOrO QYHKIIIO, sika O Opasa JaHi Npo NOKa3HUK 340pOB’ S

rpaBus. Pucynku 9.1 ta 9.2.

B Get Percent 0 »+ Cast To FirstPersonCharacter B Return Node

@ Return Value
" [ Get Player Character

O+ Player Index I_| Return Value

Target Health @ |

puc 9.1 ta 9.2

[Tokaznuk 3mo0poB’st TpaBis MHOXHTbcs Ha 0,01 Tak sk task bar mpuiimae
3HaueHHs Bix 0 1o 1.

Jam mo OIynpuHTY IrpOBOTO MEPCOHAXKY J0/IA€THCS HACTYITHA CXEMa 3 PUCYHKY
9.3.

» Event BeginPlay

"= Create Hp Bar Widget .

Return Value
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puc 9.3

Lls cxema mpoCTO BUBOJAUTH BIJKET HA €KpaH MIC/I MOYaTKy I'pu Ta OOHOBIIOE
HOro npHu 3MiH1 JaHUX.

2.10 Aynio-ynpoBa/uKeHHs

[Ipocto no ¢yHkuii, 3a JOMOMOrow ko Oyna peani3oBaHa B3aEMOIIS 3
YeperoM, J10J1a€ThCsl By30J1 3 pucyHky 10.1.

f (O OpenGate
Update B

< SkullPressed i D

Direction
»

New Track0 @ — |
f Get Player Camera Manager EVET S8

+ Player Index [0]  Return Value f Play Sound at Location
»

Sound

- @ Location

puc 10.1

Tenep npu HaTHCKaHHI Ha Yeper, Mepe]a 3almycKoM aHiMarlii, Oy/e MoYyuHaTH
MpOrpaBaTH ayi03aIluc.



3 KOHTPOJIbHUI TPUKJIA

[Ticns 3anmycky AemMoBepcii MOXKHa MEPEKOHATUCS B TOMY, 1110 MPOTpaMHe
3a0€3IeUeHHs MpaIloe€ MPaBUILHO. Tak BOTOHbL CBITUTHCS 1 MOBEPTAETHCS B
HaIpsIMKY TpaBIIsl.

[Ipu HaTUCKAaHHI HA YEpell 3aIlyCKAae€ThCs aHIMAallis BOPIT 1 ay/A10- CYNpOBIJ,
110 CBITYUTH PO MPABUIIBHY B3a€MOJIIIO 13 UM 00’ €KTOM.

MokHa TepeKOHATHCs, 1[0 MEXaHIKM MOJBIMHOrO CTPUOKY Ta PHUBKY
NpaLOI0Th CHPaBHO: BIAOYBAIOTHCSA BIAMOBIAHI MEpecyBaHHS, 3alporpamMoBaHi
0OMEKEHHS HE MOPYIIYIOThCS.

[IpaBuibHO Mpalioe MeXaHiKa CTPUIbOU: MOCTPUIM JETATh Yy HANpPSIMKY
HOTJISIAY TpaBlis, 3’ IBISIOTHCA Bi3yalibHI Ta 3BYKOB1 €(DEKTH, IIKO/A 3aB/IA€THCS
JIUIIIE BOPOTaM.

Takoxx crpaBHO MPaIOOTh OOTU: KOPEKTHO BUKOHYETHCS AEPEBO MOBEAIHKH,
IIKOJ1a TPABINIO 3aBAa€Thes. [Ipu cmepTi OOTH 3HUIITYIOThCS.
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BUCHOBKHU

3a pomomororo naBmkKy Unreal Engine 4 Ta TexHONOrli Bi3yalabHOTO
nporpamyBaHHs Blueprints cTBopeHo mnporpamHe 3a0€3MEYEeHHS 3 METOIO
noOyyBaTH apeHy A KOMII IoTepHOi rpu. BoHO Mae mepeBary B TOMy, IO
ABJIsIE COO0K0 CKOPOYEHUM 1MI1a0JI0H JJIS pO3POOKHU KOMIT IOTEPHUX 1FOP 1 320/THO
e HaByanbHUIl Martepian st pobotu B Unreal Engine 4. Ilpamroroua nemo-
BEpCis IPU CBIIUUTD, 110 YC1 MyHKTH 3aBJaHHS BUKOHAHI.
[Iporpamue 3abe3nedeHHs MOKe OyTH OCHOBOIO JIJIsi CTBOPEHHS TIEPCIIEKTUBHUX
KOMIT FOTEPHUX irop.

[lomanpuii IIaHu MO MOKPAIIEHHIO TPU:

- CtBOpeHHs! OUTBII SIKICHUX aCCETIB JJI MPUAaHHS rpl OUIbII MPUEMHOTO
BUTJISITY;

- [TokpaieHHst moBeIHKU OOTIB, 10/IaHHSI HOBUX THIIIB BOPOT'iB;

- JlomaHHs pi3HUX THUITIB 30pOT;

- BrnipoBakeHHsI HOBUX MEXaHIK;

- CTBOpEeHHS KOOIEPATUBHOTO PEKUMY I'PH 1O IHTEPHETY.
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