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IHIYCTpil Ta MITYYHOTO 1HTEJIEKTY MiJCUIIIOE MOMUT Ha 1XH1 HaBUYKU. [HPopmarliiini
TEXHOJIOT1] MPOHUKAIOTh Y BC1 CPEepU KUTTA, BKIIOYAIOYN OXOPOHY 3/I0POB's, OCBITY,
po0OOTY, CIIIJIKYBaHHS Ta PO3Baru.

Po3Baru B chOoroicHHI HE MOXYTh He BKItouaTu B cede irpu Ha [IK. Irpu narotb
J0JTATKOBY MO>KJIMBICTh 3HAWTH cOO1 X001 1 B TUTUHCTBI, 1 B 3pijoMy Bimi. Irpu g0
BIIOZI00M JIFOASIM TaKOX Yepe3 Te, [0 BOHU Jal0Th MIAHCH Mi3HATH O1JIbIIe, PO3IIUPUTH
Kpyro3ip, AyMaTd HETUIOBO I 1HAMBIIyalbHO, 3HAXOAWTH PIIIEHHS Ha CKJIAIHI
MUTaHHS W BUPINTYBaTH HEMPOCTI JOBT1 KBECTU. BOHU HE BTPATITh MOIMYJISIPHOCTI Hi
cepen IITeH, Hi cepea J0pociol MOJIOAI 1ie OaraTo 4acy, aJiKe PO3BUBAIOTHCS IUTIY O
1Y 3 yciMa TexHojoriaMu. Irpu - me noOpuii crnoci® po3BUTH JIOTIKY, MaM'sTh Ta
peaxIlio.

Ko po3MISIHYTH 1rpy 3 1HIIOTO MOIJIALY, TO JUIS iX PO3pOOKKM MOTPIOHO MATU
3HAYHI 3HaHHS Ta HaBUYKU. KOMIT'IOTEpHI Irpy NOAISIOTHCS HA P13HI )KaHPU: €KIIECHH,
IIyTepH, apKaju, CIOpTUBHI, KBecTd, poiboBl (RPG/MMORPG), ronku, cumynaropu,
rOJIOBOJIOMKH, MPUTOJIU, cTpaTerii Ta iHil. KoxkeH kaHp BUMarae CBOro yHIKaJIbHOTO
HAOOpPY 3HaHb AJI1 CTBOPEHHSI.

Hampuknan, y BUMaaKy cTpaTerii ocoONMBY yBary CIiJl 3BepTaTH Ha IMITYYHUH
1HTEJEKT, OCKUIbKH 11 KOMIT'FOTEPHUX OMOHEHTIB CUJIbHO BIUIMBAIOTh HA TeMILICH.

Jlnst mryTepiB, KpiM IITYYHOTO 1HTENIEKTY, BAXJIMBY POJb BIAITPalOTh aHIMaIlii Ta
PEHIIEPUHT, OCKIJIBKU B IIbOMY >KaHp1 HEOOXIHO BIAMOBIZATH BUCOKUM TEXHIYHUM
CTaHJapTaM, ikl BCTAHOBWJIM MPOBiAHI KOMITaHii.

Maibke KOXXEH *aHp MOXe BKIIOYaTH MYJIbTHILUICEPHY MOJENb, IO O3HAYae
HAsBHICTH BIJIUTY, SKUW BIATOBIAE 32 MEPEIKEBY B3a€EMO/III0, TIPU PO3POOIIL IPH.

Yce e migkpeciaroe CKIAIHICTh Ta BHUCOKHN pIBEHb CIHEIlalli30BAaHUX 3HAHb,
HEOOX1THUX JIsl po3po0KH irop. B oMy mporieci 6epyTh y4acTh I€CATKH, IHOJI COTHI
(axiBLiB 3 IPOrpaMyBaHHs, TU3aiiHy Ta aHIMAIIIi.

Tema pob0OTH € aKTyaTbHOI0, OCKUTBKH B HAIll Yac BaXKJIMBE MOCTIMHE MOKPAICHHS
JIOTIYHOTO Ta KPUTUYHOTO THIMIB MHCIEHHA. Meroro KBamidikaiiiHoi poOoTH €

aKTHBI3AIllA T3HABAIBHOI JIsJIBHOCTI Ta YJIOCKOHAJICHHS PIBHA PO3yMOBUX Ta
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JOTiYHMX (aHalli3, CHUHTE3) OImepallii 3a paxyHOK pO3pOOKH Ta BIPOBAKCHHS
KOMIT FOTEPHUX ITPOBUX TEXHOJIOTiH B xaHpi RPG.

J171s1 TOCSATHEHHS TOCTABJICHOI METH HEOOX1THO PO3B’A3aTH HACTYIIHI 3aBJaHHS:
aHaJi3 MpeIMEeTHOI 00J1acTl Ta ICHYIOUHMX aHAJIOTIB;

pO3poOKa BUMOT JI0 IrpOBOTO 3aCTOCYHKY;

MOJICJIIOBaHHS Ta MPOEKTYBAaHHS 3aCTOCYHKY;

po3pobKa n3aifHy IrpoBHX CIIEH;

MporpaMHa peaizallis, TeCTyBaHHs Ta BIAJIaropKEHHs MPOTOTHIIIB I'PH.

O06’exTOM poOOTH € MPOIEC PpO3POOKH ITPOBOTO 3aCTOCYHKY B 3kaHpi RPG,

a MPeIMETOM - MIIX0AU Ta 1H()OpMaLIiHI TEXHOJIOT1i pO3pOOKH IrPOBUX 3aCTOCYHKIB.

1 AHAJII3 IPEJMETHOI C®EPU PO3POBKU ITPOBUX
3ACTOCYHKIB

1.1 Onuc npeameTHOI cepu po3poOKH KOMIT’ IOTEPHUX Irop

IIpeameTHa chepa po3poOKH KOMITIOTEPHHUX IF0p - I1€ 001aCTh, IKa OXOILTIOE BC1

aCTEeKTH CTBOPEHHS Ta BJIOCKOHAJIEHHS BiJEOIrOp Ha KOMIT'IOTEpax 1 IHIIMX ITPOBUX

mnatdopmax. Lls chepa Bkirodyae B cede pi3HI €TanM 1 aclieKTH po3pOoOKH Bif 171e1 10
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BIIPOBAKEHHSI TP HA pUHOK. Hrkye HaBeleHO OMMC OCHOBHHX ACTIEKTiB MPEAMETHOI
chepu po3poOKH KOMI'IOTEPHUX 1MOP:

Huzaitn tpu: [uzaiin Tpu BKIIOYae B ceO€ CTBOPEHHS KOHIECMINI TpH,

reMIIEHHUX MEXaHIK, CIOKETY, IIEPCOHAXIB Ta BCIX ITpOBUX eneMeHTIB. Ju3aitHepu

BU3HAYAIOTh, K rpa OyJie BUTJIAIATH Ta SIK IpaBlii OyAyTh B3aEMOJISATH 3 HEIO.

[IporpamyBanusi: Po3poOHUKHM mporpaMHOro 3a0e3nedyeHHs BiJMOBIIAIOTH 3a

HAIMCaHHs KOAY TpH, po3poOKy IrpoBOro ABIXKKA 1 peajizalliio irpoBux Mexanik. Le
BKJIIOYA€ B c€0€ CTBOPEHHSI IITYYHOTO 1HTENEKTY, (pI3MYHOI MOJENI IpU Ta 1HIIUX

TEXHIYHUX ACIIEKTIB.

MucrenTBo Ta nu3aiis: 15 ramy3s oxoruiroe CTBOpeHHs rpadiku, 3ByKy, aHIMaIlli,

nu3anHy 1HTepdeicy Ta IrpoBUX 00'ekTiB. MHCTELTBO Ta Au3aiH pPOOIATH
y

BI3yaJIbHO Ta ay/1ajbHO MPUBAOIUBOIO JUIs TPABIIIB.

CueHnapiii Ta croxer: [IMCbMEHHUKH Ta CIIEHAPUCTH PO3POOJISIOTh CIOKET TPH,

CTBOPIOIOYM J1aJIOTH, KBECTH Ta 1HII IrpoBl MOJli, SIKI PO3MOBIAAIOTH ICTOPIIO Ta

B32€EMO/IIIOTh 3 IEPCOHAKAMHU.

TectyBaHHs Ta dKicTh: TecTepu I'pu BIANOBIIAIOTH 3a IMEPEBIPKY HasBHHUX

MOMWJIOK, 0ariB Ta BJIOCKOHAJEHHS TPU BIAMOBITHO 10 MOTped TpaBiiB. Takox

3a0€3MeuyIoTh BIAMOBIAHICTh TPY BCTAHOBJIEHUM CTaHAAPTaM SIKOCTI.

MapxketuHr Ta pexigama: KomaHnau MapKeTHHTY BiANOBIAAIOTH 32 PeKIamMy TpH,

noOy/I0By ayAuTOpii Ta BUBEACHHS Ipu Ha puHOK. Lle Bkitodyae B ceOe CTBOpPEHHS

pEKIIaMHUX MaTepiaiiB, poOOTy 3 COIllaIbHUMU Melia Ta 1HIII METO1 POCYBAHHS TPH.

Huctpubyiisg 1 npogaxk: Jlms Toro, mo0 rpa moTpamuia J0 PYyK TPaBIlB,
HEOOX1THO BUPIIIUTH NUTaHHS AUCTpUOyIii. Lle Moxke Bkitouatu B ceOe mpoAax rpu
yepe3 OHJIAWH MarasuHW, po3JaBaHHA il Ha (PI3UYHUX HOCISIX a00 HaBITH MOJEII

T IIACKU.

[linTpumMka Ta oHoBieHHdA: Ilicis BuMycKy TrpH, PO3POOHHKH 3a3BUYAN
IPOJOBXKYIOTh MIATPUMYBATU TPy, BHUIAIOYM TMaT4di, OHOBJIEHHA Ta JOJATKOBUMN

KOHTCHT.
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CrinpHOTa TpaBIliB: BaXkJIMBO CTBOPUTH 1 MIATPUMYBATH aKTUBHY CHIJIBHOTY

rpaBIliB, sika OyJe OOroBOpIOBaTH TPy, HaJaBaTH 3BOPOTHHUM 3B'S30K Ta CIPUSATH

PO3BUTKY I'POMAJICEKOCTI HABKOJIO TPH.

3axXUCT 1HTENEKTYalIbHOI BJIACHOCTi: PO3pOOHMKM MOBHMHHI TakOX A0ATH IMPO

3aXMCT CBOE€I iHTeJIeKTyaJIBHOI BJIaCHOCTi, BKJIIOYar04un aBTOpCLKi IMpaBa, IMAaTCHTH 1

TOPTOB1 MApKH.
[TpenmeTHa cdepa po3poOKH KOMI'IOTEPHUX ITOp Ay>KE pI3HOMaHITHA 1 BUMarae
criBIpanl pi3HUX (axiBLIB JIJIs1 CTBOPEHHS YCIIIIHUX 1rOp.
1.2 ’Kanpu koM’ roTepHHX irop
KoMm'toTepHi irpu iCHYIOTh y 0aratbox pi3HUX >KaHpaxX, KOXKEH 13 AKUX Mae
CBOI YHIKaJIbHI OCOOJMBOCTI Ta XapakTepHi puch. Hukdye HaBeneHO HedKi 3
HaWUMONYJISIPHIIINX KaHPIB KOMI'IOTEPHUX 1TOP:

Exmien (Action): Ileit >kaHp akIEHTYeTbCS Ha IMIBUAKOMY Ta JUHAMIYHOMY

reimIuiei, 1e TpaBIIO0 JOBOJUTHCS KEPYBaTH TMEPCOHAKEM 1 B3aEMOIIATH 3
HABKOJIMIITHIM CEPEIOBUIIEM JJIsl TOCSATHEHHS METH, sIka MOKE BKJItOUaTu B cebe Oiif,
CTPUISSHUHY Ta 1HII BUAM (P13UYHOT aKTUBHOCTI.

Illyrep (Shooter): B oMy >xaHpi OCHOBHUM €JIE€MEHTOM € cTpurstHHA. [lyTepu

NOJIIAIOTECA Ha Bij nepmoi ocodu (FPS - First-Person Shooter) Ta Big TpeThoi ocodu
(TPS - Third-Person Shooter).

PossoBi irpu (RPG - Role-Playing Game): RPG HamaroTh IpaBIsiM MOXKIIUBICTh

KepyBaTH MEPCOHAKEM, PO3BUBATH WOTO, IPUIMATH PIIICHHS, BIUTUBATH HA CIOXKET 1
B3aEMOJIIATH 3 1HIMUMHU TepcoHakamu. Llelt xaup moxke Oyt sk (eHresi, Tak i
HayKOBO-(DaHTACTUYHUM.

Crpareris (Strategy): ['paBii B cTpaTeriuHux irpax mpuilMaroTh PIIICHHS, SK1

BIUITMBAIOTh HAa PO3BUTOK I'PH Ta BIMCHKOBI aCMEKTH, TakKi SK PO3TAllyBaHHS BIHCHK,

€KOHOMIKA 1 JUIIIOMATIs.
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[Mpuroanunekuii (Adventure): Ilpuroguuiibki irpu GOKyCyroThbCs Ha pO3B'si3aHH1

TOJIOBOJIOMOK, PO3CHiayBaHHI Ta icTopii. BoHH MOXYyTh OyTH peamiCTUYHUMU abo

(haHTaCTUIHUMHU.

Kaxu (Horror): Ile# xxanp npu3HauyeHUi s TOro, 100 3a1sKyBaTH rpaBis. Bin
BKJIFOYAE B ce0€ €JICMEHTH CTPaxy, HAIPYTy Ta MOTOPOIITHUX CIOXKETIB.

[onku (Racing): ['paBii 3mMararoThCs B TOHKaX Ha aBTOMOOLISX, MOTOIUKIIAX,

BeJIOCHUIENaxX, ToO. ['OHKH MOXKYTh OyTH peaiCTHMHUMU a00 apKaJHUMHU.

CumynsaTop (Simulation): CUMyISTOpU MOJIETIOIOTH PealibHi 00 YsIBHI CUTYaIIIi.

[le Mo>ke BKITIOYATH CUMYJISITOPH aBlaclopTy, ciM', )KUTTA pepMepa Ta 1HIIIi.

['onoBosiomka (Puzzle): 1'010BONOMKOBI IFpH aKLEHTYIOTbCS Ha PO3B'SA3aHHI

CKJIAJHUX 3aBJaHb Ta TOJIOBOJIOMOK. ['OJOBOJOMKHM MOXYTh OyTH JIOTTYHUMHU,
b13uuHIMH a00 MEXaHIYHUMH.

Coopt_(Sports): Ileit >xaHp iMmiTye pi3HI BUAM CHOPTY, Taki sk (yTood,

6ackeT00J1, Tob¢ Ta 1HIII, TO3BOJSIOUN TPABISIM 3MaraTucs y CHOPTUBHUX TMOTISIX.

MysukanbHi irpu (Music): ['paBiii B IUx irpax BUKOHYIOTh My3U4H1 3aBIaHHS Ta

PUTMIYHI iIIpH, YACTO BUKOPUCTOBYIOUH CHEI[lalbHI KOHTPOJIEPH.

Mynstunneepsi irpu (Multiplayer): Ile He xaHnp, a OubIie crnociO rpu, e rpasiil

MOKYTb B3aEMOJIISITH OJIUH 3 OJIHUM Y PEXHMI pealibHOTO Yacy yepe3 [HTepHeTt abo Ha
OJTHOMY €KpaHi.

[le numie Kigbka MPUKIAAIB JKaHPIB KOMITHOTEPHHUX ITOp, 1 ICHYIOTh YHCIICHHI
Bapiailii Ta MO€AHAHHS [IUX JKaHPIB, 110 POOUTH ITPOBY 1HAYCTPiIO Pi3HOMAHITHOIO Ta
3aXOILIIOKYOTO sl TPABIIIB.

[TomynsipH1 KOMITIFOTEpPHI iIrpy MOXKYTh 3MIHIOBATHCS 3 4acOM, ajie Ha JaHU
MOMEHT MOK€MH BIJIOKPEMUTH TaKHI CIIHCOK MOMYJISIPHUX 1TOP:

The Witcher 3: Wild Hunt: I1s pomsoBa rpa po3podiena CD Projekt Red €

OJIHIEI0 3 HaWyCHIMIHIMIMX Ir0p OCTaHHBOTO JECATHWIITTA. Bu kepyere repoem

['epanbrom 3 PiBii, sikuii Bupylllae B MOJAOPOX uepe3 BENUKUU (EHTE31MHHM CBIT,
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PO3B'AI3YI0YM TOJOBOJOMKH, OOpPIOUMCH 3 YYJOBHUCHKAMHU 1 BUPIIIYIOYH BaXKJIUBI
CIO)KETHI 3aBJaHHSI.

Cyberpunk 2077: Tnmia rpa Bix CD Projekt Red, Cyberpunk 2077, cTana Benukum

CEHCAIIIEI0 3aBASKH CBITY HayKOBOi (aHTACTUKH, SIKMM BigoOpa3WB Meramoric
MaitOyTHROTO. ['paBIli TpaloTh 3a TOJOBHOrO repos Bi, skuil BiampaBiseThCs Ha
pu3ukoBany Micito B micti Hait-Ciri.

Minecraft: Minecraft Binq Mojang € oiHi€l0 3 HAWMOMYJSAPHIIINAX irOp y CBITI.
['paBiii Mat0Th MOXKJIMBICTh OyayBaTH CBITH 3 KyOIB 1 JOCTIIPKYBATH X, BUPKUBAIOYH Y
HEOE3MEeUYHNX YMOBaX Ta B3a€MOJIIIOUH 3 IHITUMH TPABIISIMHU.

Fortnite: Ils OutBa kopoisiB Bix Epic Games crajga CeHcalli€l0 3aBISKH
0e3KkoITOBHOMY pexkumy rpu "butsa kopomis", ge 100 rpaBiiB OOpIOTHCS Ha BEJIUKIN
KapTi. ['pa mMae sackpaBuil apT-CTUIIb Ta HAJ3BUYANHY MOIMYJISPHICTH CEpe]l MOJIOJIO0TO
IPaBIIIB.

Among Us: IIs rpa Big InnerSloth crana momynspHOIO 3aBISKH CBOEMY
MYJIbTUILIEEPHOMY PEXHUMY, JI€ TPABL CHIJILHO BUPIIIYIOTh 3aBJaHHS HA KOCMIYHOMY
KopabJil, BOAHOYAC BUABIISIIOYM IMIIOCTEpPA CEPEl KOMAH/IH.

Counter-Strike: Global Offensive: CS: GO - ue nomyyisipHuiA OHJIAHH 1IyTep Bij

Valve. I'paBiii BcTynaroTh B KOMaHIM TEPOPUCTIB Ta KOHTP-TEPOPUCTIB 1 3MAraroThCs B
PI3HHX peXuMax 0oro.

League of Legends: 11 rpa B »xanpi MOBA (MyabsTHILUIeEpHA OHJIAHH OMTBa

apenn) Bix Riot Games - oaHa 3 HallmoMyJSAPHIMMX T'pU B CBiTi. ['paBil yTBOPIOIOTH
KOMaH/IM Ta 3MararoThCsl OJJUH MPOTH OJHOTO Ha apeHi.

Grand Theft Auto V: Ils rpa Bix Rockstar Games nporoHye BiIKPUTHI CBIT, B

SIKOMY TPaBIli MOKYTh BUMHSITH 3JI0YMHU, BECTH CITPaBH Ta BUBUATH BeHKe MicTo Jloc-
CasToc.

Red Dead Redemption 2: Iumra rpa Big Rockstar Games, sika po3raiioBaHa B

JTMKOMY 3aXO0/l1, BeJI€ IPaBlIsl uepe3 3aXOIUIIOI0UNMA CIOKET Ta BEJTUKHUIM BITKPUTHI CBIT.
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Dota 2: Ille ogna rpa B xxanpi MOBA, po3po6iena Valve Corporation. I'paBmi

BOMBAIOT, MOHCTPIB Ta IHIIKX TPaBliB, PO3BUBAIOTH CBOIX I'€pOIB Ta HaMararoTbCs
3HUITUTH BOPOXXUil AHKC (0a3y).

1.3 AnaJi3 irpoBux 3actocyHkiB B skaHpi RPG

Ictopis ponsoBux irop (RPG) Ha komn'torepax Hamiduye MOHAA YOTHUPH
JECSATHIITTS 1 JOTIOBHIOETHCS. HOBUMH JIOCSTHEHHSIMH 1 1HHOBawisiMH. OCh KOPOTKHIA
orjsif icToplii 3acTocyHkiB B skaHpi RPG:

3apomkennas xaHpy (1970-1980-ti poxm): RPG Ha komm'iotepax Oynu
crpaBkHiMH moHepamu. Oaniero 3 nepmux RPG Oyna "Dungeon & Dragons' (1975)
B111 Gary Gygax 1 Dave Arneson. Y 1974 poui, 0yB CTBOpEHHI1 TEKCTOBUI aJIBEHUYPHHIA
BapianT rpu Ha PDP-10 mig nazBoro "dnd". g rpa BuU3Haumia OaraTto €JIE€MEHTIB

MEXaHIKH 1 CHOKETY, K1 CTaJld TUIIOBUMHU JJISI KaHPY.

Immediately following the sound of the second bridge dropping, you also hear
the less distant sound,of.a door'slamming shut behind you.

ea | OIS

f =

Mareth Lorestryn
<Hireling>

Pucynok 1.1 — "Dungeon & Dragons" (1975) Bin Gary Gygax i Dave
Arneson

OCHOBHi XapaKTepHCTUKHU ICHYIOYOI0 aHAJIOTY:

Ha3Ba: "Dungeon & Dragons"
= xaHp: RPG

* po3pobnuk: Gary Gygax i Dave Arneson;
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pik Buxony: 1975;

nepeik PyHKIiM, XapaKTEePUCTHK:

Tabnumi ta kuaku kyoiB: D&D BukopucToBye Halip KHUIKIB
KyOiB, Takux  SK d20 (IBagUSATUTPAHHUK), d12
(IBaHAIIATUTPAHHHUK), d10 (IecATUTpaHHUK), d8
(BOCBMHTPAHHHUK), dé (IIecTUrpaHHMK) 1 d4
(4eTBepTUTPAHHMK), JJII BUPIMICHHS PI3HUX CHUTYaIlld y TPi.
Benuky yBary npuaiisetscs kuaky d20, sika BU3HA4Ya€e ycmix
a00 HeBJavy [ MePCOHAXKIB.

IrpoBuit maiictep (DM): OnHuM 13 TpaBLiB BUCTYIA€ ITPOBUI
MaicTep, SKUl CTBOPIOE 1 BEJE CBIT T'pU, CTBOPIOE IIPOBI
CUTyallli, BIATBOPIOE TIEPCOHAXKIB, PO3POOJIIE CIOKET Ta
BUpIIIY€E, K pearyBaTd Ha Aii rpasmiB. Llg pons irpoBoro
MaiicTpa JyX€ BaXJiMBa ISl HaJaHHS TPl CTPYKTYpH Ta
HApaTUBHOCTI.

[Tepconaxi Ta po3BUTOK: ['paBIiii CTBOPIOIOTH MEPCOHAXKIB, SIKI
MaroTh Pi3H1 ATPUOYTH, TAK1 K CUJIA, TOBKICTb, IHTEJIEKT, BAa4a
1 1. a. Ilim 4Yac rTpu, mepcoHaxi OTPUMYIOTh JOCBII,
30arayyroTbCsi HOBMMH HaBHYKaMH, 3HAXOJATh CKapOW Ta
30potr0. PO3BUTOK MepCOHAXIB € LIECHTPAIbHUM €JIEMEHTOM T'pH.

Kapra 1 cBiT: D&D wmoxe BigOyBatucs B OyIb-IKOMY
(dbeHTe31MHOMY CBITI, BKJIOYAIOYU CEPEIHBOBIUHY Ka3Ky,
HAayKOBO-(paHTAaCTUUHY (Qikiit0o 1 MidosoriyHi cBita. [pa
3a3BUYal B1IOYBAETHCS HA KapTaX, AKi MPEACTABISIFOTH JIOKAITIi,
BKJIIOUYAIOYH TICYEPU, 3aMKH, JIICH 1 CEJIMIIA.

Croxer Ta kammadii: D&D wacto Bkirodae pi3Hi CIOKETH 1
KaMMaHii, sKi TpaBili MOXYTh BIABITyBaTH Ta JOCIIIKYBaTH.
Kammnanii MoxyTb OyTH CTBOpPEH1 po3pOoOHUKaMH a00 IrpOBUM
MaiCcTpOM, 1 BOHU MOKYTh OyTH 3aCHOBaHI Ha PI3HUX TeMax Ta
KaHpax.

Buxopucranns ysu: D&D Benmkow Miporo IpyHTYETbCS Ha
BUKOPHUCTAHHI YSBU T'PaBIIB 1 MOXJIHUBOCTSIX KpPEaTUBHOCTI.
['paBui MmaroTh cBoOOMy i 1 BUOOpY, 10 pOOUTH TPy
Hernepen0auyBaHO0 Ta 3aXOILTIO0YOTO.
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Kanp RPG (ponboBuX irop) B KOMI'IOTEPHHX Irpax Mae€ JIOCUTh OaraTuii
CHEKTP 1 pO3BUHYBCS BEJIMKOIO KUTBKICTIO PI3HUX 3aCTOCYHKIB. OCh JIesiKi aClleKTH, K1
MOXKHA aHaJI13yBaTH y [IbOMY >KaHPI:

Croxer 1 cBiT rpu: Omgun 3 HanBaxiausiux acrekTiB RPG - me croker ta

dbaHTaCTUYHUHN CBIT TpU. SIK TIIMOOKHI CIOKET, TaK 1 JETAIBHO MPOPOOJICHUM CBIT
MOXYTh BIUIMHYTH Ha 1rpoBUi J0CBiJ. ['paBiii MiHYIOTH PI3HOMAHITHICTH 1CTOPIH 1
CBITIB - BiJl (DEHTE31MHUX CBITIB J0 MOCTANMOKATINTHYHUX JIOKAITIH.

Po3BuTok nepconaxin: Y 6aratbox RPG rpaBiii MOXKyTh BIUTMBATH HA PO3BUTOK

CBOT'O EPCOHAXa, BAOCKOHAIIOIOYM HABUYKH, BUOMpaIOUu crielian3anli 1 mnpuiMaroun
pilIEHHS, K1 BIUTMBAIOTh HA XapaKTep NEePCOHa)ka. AHaJ13 PO3BUTKY [IEPCOHAXKIB MOXKE
BKJIFOYATH B ce0€ OI[IHKY CUCTEMHU PO3BUTKY, OaJaHCy 1 IITUOWHH.

boiioBa cucrtema: boiioBa cucrema B RPG moxe Oytu pizHOMaHITHOWO. [leski

IrpY aKIEHTYIOThCS Ha pEaJbHOMY 4aci, 1HIII HAa XOJAOBIM cucTemi. AHami3yBaTu
00MOBY CUCTEMY CJIiJl 3 TOUKHU 30PY CIIBIPABIIIB, CKJIATHOCTI 1 CTPATEr1YHOCTI.

I'pacdika ta atmocdepa: I'padika Ta aTMOocdepa rpu MOKYTh CYTTEBO BIULIUHYTH

Ha rpaBliB. BaXJIMBO NOCHIIUTH SKICTh Tpadiku, nu3aiiHy CBITY Ta atMocdepy, sika
JOTIOMArae BI4YTH IMMEPCIIO B IrPOBOMY CBITI.

3amaui ta kBectu: barato RPG maroTh 3aBmaHHs 1 KBECTH JJis TpaBliiB. BaxianBo

aHaTI3yBaTH Il 3aBJIaHHS Ha TPEAMET CKJIAJIHOCTI, OPUTIHAIBHOCTI Ta BIUIMBY Ha
CIOXKET.

Mopanshi Bubopu: [eski RPG HamaoTh rpaBisiM MOKIUBICTh TPUIMATH MOpPAJIbHI

pIIIeHHS, SIK1 BIUTMBAIOTh HA PO3BUTOK CIOXKETY Ta BITHOCUHH 3 THIITMMH MTEPCOHAKAMH.

[{i MOpaJibHI aCTIEKTH MOKHA MPOAHAII3yBaTH Ha MPEIMET TNIMOWHU 1 HACTIAKIB.

Mynbtumieep i ciiBrpa: Jleski RPG MaroTs MynbTUIIIEEpHUT PEKUM 200 MOXKIIUBICTh
TpU B KOOMNepaTuBi. AHali3yBaThd MOXJIMBOCTI CIIBIPH Ta B3a€EMOIi TPaBLiB €
BaXJIUBUM aCIIEKTOM.

[linTpuMKa 1 A0AaTKOBUM KOHTEeHT: [liaTpumka rpu po3poOHHUKAMHU, BHUITYCK

maTyiB 1 A0AAaTKOBOI'O KOHTCHTY TaKOXX Ma€ BCJIMKE 3HAUCHHA JIA I‘paBHiB.
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AHaJI3yBaTH 1110 TIATPUMKY MOKE JIOTIOMOI'TH B OLIHII SKOCTI 1 TPUBAJIOCTI irPOBOTO
JIOCBIJTY.

3a3HayeHl acleKTH JO0NOMAararoTh aHajli3yBaTH ITPOBI 3aCTOCYHKHM B >KaHpi
RPG, 1 po3poOHUKHN pOOJIATH aKIIEHTH HA PI3HUX aCMEKTaX, CTBOPIOIOYM Pi3HI irpU B
IIbOMY JKaHP1 JJIs1 3a]I0BOJICHHS PI3HUX CMaKiB I'PaBIIiB.
1.4 Cneundika BUMOT 10 NPOrpaMHoOro 3aée3nedyeHHss KOMII’I0TEPHOI IPH
Bumoru o mporpamHoro 3abe3nedeHHs] KOMIT'IOTEPHOI TPU BKIIIOYAIOTh B ceOe psifl
napameTpiB 1 XapaKTEPUCTHK, SIK1 MIOBUHHI OyTH BpaxoBaHi i1 yac po3poOku rpu. Ock
JiesiKl OCHOBHI crienuikariii Ta BUMOTH, K1 pO3pOOHUKH BPaxoOBYIOTh IIPH CTBOPEHHI
KOMIT'FOTEPHUX 1TOp:

[Inatdopmu: Po3poOHUKM NMOBMHHI BU3HAYUTH, AJIA SKUX MIaTGOpM (KOMI'IOTEpH,

1rPOB1 KOHCOJI1, MOOLIIbHI MPUCTPOI TOI110) Oyze JocTyIHa rpa. Bumoru no obnagHaHHs
MOYTb CYTTEBO BIIPIZHATHUCS B 3aJIEKHOCTI BiJ TiiaTGopmu.

Omnepaitiiina cucteMa: ['pa noBUHHA OyTH CYMICHOIO 3 IEBHUMU BEPCISIMU ONEPALIITHUX

cucreMm. Hanpukiaz, rpa Moxe 0ytu po3pooieHa mist Windows, macOS a6o Linux.

[Iporiecop 1 mam'site: I'pa moOBMHHA MpallOBaTH HAa KOMI'IOTEpaxX 3 PI3HUMHU THUIIAMH

MPOIIECOPIB 1 KUIBKICTIO ONEpaTUBHOI mam'siTi. PO3poOHUKK BKa3yrOTh MiHIMaJIbHI Ta
PEKOMEHI0BaH1 CHCTEMHI1 BUMOTH.

I'padiuna miacucrema: Irpu 3a3Buyail motpeOyroTh rpadiyHOro oOJIaAHAHHS, SIKE

HIATPUMYE TIEBHI TeXHOJOr1i, Taki ik DirectX adbo OpenGL. [lesiki irpu Takox MOXKYTb
MaTH BUCOKI BUMOTH JI0 TpadigHUX KapT.

3ByKOBa cucteMa: ['pa Mae miaTpuMyBaTH pi3Hi ayaio-matdopmu i ayaio-koaeku. e

BKJIMBO JJIS IKICHOT 3BYKOBOI TPH.

Po3ninbHa 31aTHICTD ekpaHy: Po3poOHUKN BKa3ylOTh MiHIMaIbHY Ta PEKOMEHOBaHY
PO3IIUIbHY 3aTHICTh eKpaHy i rpu. Lle BaxIuBo /il ONTUMAILHOTO B1JJOOpaKEHHS
rpadiku.

Yupapainnas: ['pa moBuHHA TiATPUMYBATH Pi3HI CIOCOOM YINPaBIiHHS, TaKl SK MUIIIA,

KJIaBlaTypa, reiMnaan abo CeHCOPHI eKpaHH, B 3aJIKHOCTI Bl TIaTGOPMH.
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MoBu Ta perioHaJIbHI BUMOTH: ITpy MOBHUHHI MATPUMYBATH Pi3HI MOBH Ta PET1OHAIBHI

HaJAIITyBaHHS, BKIIOYAIOYHM BiTOOpaXEHHS TEKCTy, TOJOCOBOTO CYIPOBOAY Ta
KYJBTYPH1 0COOJIMBOCTI.

3aBaHTa)KEHHS 1 MaM'sTh: ['pa MOBMHHA ONTHMMI3yBaTH BHUKOPUCTAHHS MaM'sATi Ta

3aBaHTAXEHHS pecypciB Juisd 3a0e3neueHHs 0e3nepepBHOI IPH.

MepexeBa rpa: ﬂKHlO rpa Mae€ Mepe)KeBI/Iﬁ PCXKHUM, BHMOIH 1O MCPCIKCBOI'O

H1AKIIOYEHHS Ta TATPUMKHA MEPEKEBOT0 TeUMIICIO TaKOK MOBUHHI OyTH BU3HAUEHI.

besneka 1 3axucT jaHux: 3abe3nedyeHHs OE3MEeKH Ipu Ta 3aXUCTy JAaHUX TPaBLIB €

BaXJIMBOIO CKJIaJOBOXO BUMOI' 1O IIPOTPaMHOI'O 3a0e3IeueHHS.

[linTp¥MKa OHOBJICHB 1 MaT4iB: ['pu MOBUHHI MaTU CUCTEMH OHOBJIEHb Ta MATYIB IS

BUIIPABJICHHS TOMUJIOK Ta BJIOCKOHAJICHHS TPU.

[{i BUMOTH BapirOIOTHCS B 3AJICIKHOCTI BiJl dKaHPY I'pH, il MaciTady Ta rmiaaThopmMH.
Po3poOHuku 3a3Buyail MmyOdiKylOTh 11 BUMOTH JJii TOro, o0 TpaBIli MOTJIH
MEPEKOHATHUCS, 110 TXHI KOMIT'FOTepr 200 KOHCOJII MOKYTh 3aITyCKaTH TPy BIAMOBITHUM

YHUHOM.
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2 MOJAEJIIOBAHHA TA TIPOEKTYBAHHSA ITIPOI'PAMHOT'O
3ABE3NEYEHHA KOMIT'IOTEPHOI I'PH

2.1 Jliarpama npeueaeHTiB cMCTeMH
Texniune 3aBnanns (T3) BU3HaUae XapaKTEPUCTUKHU, METOIH 1 CTPYKTYPY MPOEKTY.

Bono ¢dopmyerbess Ha migcTaBi pe3ynbTariB (PaxoBOTO aHANi3y Ta MOCTIIKEHb 3
ypaxyBaHHSIM BUMOT KJII€HTIB, 0COOJIMBOCTEH O13HEC-TIPOIECIB Y HAMMEHIIINX JICTaJIAX.
[Io6 mosICHUTH 1€ TPOCTUMH CJIOBaMH, T3 - 1€ JOKJIATHUN MMOCIOHUK, SKUH BH3HAYAE
YiTK1 Ta MOCIIA0BHI METOAN CTBOPEHHS MPOAYKTY, a TAKOXK 00JIaJHAHHS Ta TEXHOJIOT,
K1 OyJlyTh BUKOPHCTaHI, 1 mepeoadyBaHi pe3yibTaTH.

[Iporpamue 3abe3neueHHs rpu «Arden Dungeon» 1110 IPOEKTYETHCS, MAE
32JI0BOJIHUTH NOTPEOU IPaBIliB Ta MA€ CUCTEMATU3YBAaTH B3a€MO/III0 CUCTEMH 13

KOPUCTYBa4EM.

Cucrema MOBUHHA MICTUTH TaKl CTOPIHKHU:

ExpaH 3 MEHIO Ta aHIMaI[I€I0 TOYATKY I'PH;

["on0BHA cTOpiHKA POLECY TPH;

ExpaHn 3 miadumenssam xap.; - Expan 3 ypoHowM;

Cropinka nporpaiy; - CTOpiHKa BUTpamy.

2.2 Jliarpama cTaHiB
Cuenapiii BAKOPUCTaHHS, TAKOXK BIIOMUN SIK KOPOTKHUM CIEHApiil, AEMOHCTPYE, SIK

onHa abo JAEKiTbKa 0Ci0 YW OpraHizaiiii B3a€EMOJIIIOTh 3 TEXHOJIOTIEI0 B PEATbHOMY
KUTTI. BOHU ONMUCYI0TH MO/I11, TOCIIOBHICTh KPOKIB Ta/abo Aii, siKi BiIOYBaIOTHCS i
yac 1i€i B3aeMoii. ClieHapii BUKOPUCTaHHS MOXYTh OYTH TOKJIQAHUMU, PO3'ICHIOIOYH,

K caMe KOPHCTYBau B3aeMOJIi€ 3 iHTepdericom, a00 BOHM MOXKYTh OyTH 3araJilbHUMH,

BHU3HAYAIOYM KJIHOYOBI O13HEC-3aB/IaHHS, HE MIMOOKO 3aHYPIOIOYKCH B TEXHIYHI JAETalll.

VY po3poO1ii rpu, BU3HAYEHO /Bl pOJjIi: KOpucTyBau i cucteMa. Cuctema BUKOHYE CBOi
3aBJIaHHs Ha MPOTPaAMHOMY PiBHI 1 KOHTPOJIOE TMpoliec QyHKIIOHYBaHHS JOJATKY.

OcHoBHUY cuepapiii MOAICHU Ha aKTH BUKOPUCTAHHS CUCTEMHU:
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(AKT1)Depmep nomivae 1o ro0iH Kpaje Moro KOpoBy, B HaJli MOBEPHYTH ii BIH
HaMaraeThCsl HA3JJOTHATH MOTO Yepes JIiC, HATUKAIOYHCh Ha 3Tpar0 BOBKIB KOTP1 BOWIN
MuciuBIyl. IligOupae Tyk MHUCIHMBIS Ta BiAOMBA€eThCs BiJ BOBKIB. Jlami mpooBKye
nepeciiayBaTu ro0iHa, CIiau SIKOTO BeIyTh JI0 MEYEPH.
(AKT2)bina Bxomy nanm medepu QepMep HaTparuigie Ha TOOJIHIB JOMOKH HE
B1IOMBAETHCSA 1 3BUIBbHSIE COO1 BX1]1 /10 neuepu. biykaroun mabipuaramu nedepu dhepmep
3HAaXOJUTh BX1J O BEIHKOI MEYEPH.
(AKT3)Ilocepen medepu CTOITh BEJIETEHCHKHM TOOJIH SKOMY BIAJOCS IIJAKOPUTH
roOiHIB 1100 TI BUKOHYBAJIM HOTO Hakas3u, epMepy MOTPiOHO BCTYMUTH B 01 1100
BPATYBATH MOT0 KOPOBY.

Jlnst oTpuMaHHS YSIBIIGHHS TMPO MOXJIMBOCTI KOPHUCTyBada, MOKHAa CTBOPUTH
JlarpaMy — BUKOpUCTaHHA a0o jiarpamy mpeuefeHTiB. JliarpamMa  BaplaHTIB
BUKOPUCTAHHS € IHCTPYMEHTOM Bi3yalli3allli CUCTEMHU Ta B3aEMOJIIN ii KOpUCTYyBayiB.
3a3Buuail 11 JiarpaMa MpeCcTaBIsSeThC K rpadiyHe 300paKeHHSI B3aEMOJINA MiX
PI3BHMMH KOMIIOHEHTaMHu cucTeMu. JliarpaMu BapiaHTiB BUKOPUCTAHHS J103BOJISIOThH
omMcaTd TMOJli, MmO BiAOYBalOTbCA B CHCTEMI Ta iX TOCIIJIOBHICTh, ajie He
KOHIIEHTPYIOTHCSl HA TEXHIYHUX aCMEKTax 1X BUKOHAHHS.

OCHOBHI KOMIIOHEHTH JlarpaMu CTaH1B BKJIOYAIOTh HACTYITHE:
Cranu: CTtaHu TpeCTaBIsAIOTH OKpeMi (a3 abo CcTaHu, B KX MOXKE mMepeOyBaTu
00'exT abo cucrema.
[lepexomu: Ilepexonu BKa3ylOTh Ha 3MIHY CTaHy 3 OJIHOIO CTaHy B 1HIIWH. BoHu
cnenu@iKyroTh YMOBH a00 O, 32 SIKUX TaKUH TIEPEXiJl CTA€ MOKITUBUM.
[onii: IToxii Bka3yroTh Ha mojii abo Jii, K1 BUKJIMKAIOTh MEPEXOd MK CTaHAMH.
Bour MoXyTh OyTHM 1HILIMOBAaHI 30BHIIIHIMM YWHHUKaMU a00 BHYTPILIHIMU
poLEecamH.
His: Jlii acoiiiioBaHi 3 KOHKPETHHMMH CTaHaMHM a00 TepexojaMH 1 BKa3ylOTh, IO
cUCTEMa pOOUTH B KOHKPETHOMY CTaHi a0 ITi/1 4ac Iepexoy.

Ha puc. 2.1 300paxkena iarpama BUKOPUCTaHHS TPH, 110 PO3POOIISIETHCS.
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ExpaH 3i
36inbLIEeHHAM
xap. nepcoHaxa

36ip max 6any ana Expan

Level up BUrpauwy

3aeeplueHHa
pr

MouaTok rpu:
AHiMaLIA 2 NOYaTKOM TpK

YpoH ExkpaH

nporpawy

ExpaH 3i
3MEHILEHHAM Xap.
nepcoHaxa

Pucynok 2.1 — /liarpama BapiaHTIB BUKOPUCTaHHS

2.3 Bubip nporpamMHux 3aco0iB 11t po3pooKu

Po3poOka BeO-3aCTOCYHKIB BHMAarae€ peTENbHOro0 BIOAOOPY TEXHOJNOIIH Ta
MeToaosorii. KilrouoBUM acliekToM € TaKoK 3pO3yMITH, SIKUM YMHOM Oyiiu oOpaHi 11
TEXHOJOT11 17151 KOHKPETHOTO MPOECKTY.

[Tpu BUOOpP1 TEXHOJOT1H CIil BpaXOBYBaTH HACTYITHI ACTIEKTH:
e Po3Mip Ta CKJIaJAHICTh MPOEKTY;
e TeMIu pO3BUTKY;
e BapTicTh 1 J0CTYNHICTH (HaxiBIIiB;
e TenneHii B chepi po3pooKu;
e HasBHICTh TOKYMEHTAIIIT,
e BurpaTu Ha NIATPUMKY;
e BuMoru 10 HaBaHTa)XCHHS;
e Cucremu Oe3neKwy;

® MOoXKJIMBOCTI IHTETpaLii 3 IHITUMHU PIIICHHIMH.
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Unreal Engine - 1ie notyxHuii irpoBUii IBUTYH, CTBOPEHHUI KommnaHiero Epic Games.
[oro BHKOPHCTOBYIOTH JUIi PO3pOOKM irop Ha pisHEX miardopmax, Big ITIK no
KOHcouiel 1 MoOuTbHUX TipucTpoiB. Unreal Engine nmpomnoHye mmpoKi MOXKIUBOCTI JIs
pPO3pOOKH BIAMIHHHMX Bi3yaJdbHUX €(eKTiB, (PI3UKH, ITYYHOTO IHTEJEKTY Ta 1HIINX
KITFOUOBUX aCTEKTiB redM/ICBY.

JIBUTYH Ma€ CBOIO BJIACHY Bi3yaslbHY IPOTrpamMyBalIbHY CUCTEMY, sSIKa HA3UBAETHCS
Blueprints, mo m03BoJisie cTBOproBaTH Tpy 0e3 HamucaHHsa Koay. Takoxxk Unreal mae
NOTYXHY cucremy pobotu 3 3D-rpadikoro Ta BiAMIHHY MHIATPUMKY BipTyalabHOI
peanbHOCTI. bararo Bimomux irop, Takux sk Fortnite, Gears of War, a Takox iHIIi
npoeKTH, Oyiu cTBopeHi Ha 6a31 Unreal Engine.

CrtBopenuit moBoro C++, pymniii Unreal Engine mo3BoJisie CTBOprOBaTH irpu JUis
PI3HHX OIepaliiHuX CHCTEM 1 IargopM, Takux gk Microsoft Windows, Linux, Mac
OS 1 Mac OS X, a Takox myist koHcosied Xbox, Xbox 360, PlayStation 2, PlayStation
Portable, PlayStation 3, Wii, Dreamcast 1 Nintendo GameCube. Y munynomy porii
Mapk Peiin nokazas moxiuBocTi pyuiist Unreal Engine 3 na iPod Touch 1 iPhone 3GS.
A B 6epesni 2010 poky neMoHcTparlisi podoTH pyiiris BigOysacs Ha koMmyHikaTopi Palm
Pre, mo 6a3yerhcst Ha MOOLIBHIN muTaTdopmi webOS.

JUist copolleHHs ajanTtaimii pywis A0 pI3HUX CEPelOBUI] BHKOPUCTOBYETHCS
MOJyJIbHA CHCTEMa 3aJIe)KHUX KOMITOHEHTIB. LI cucrema miaTpumye pi3HI CHCTEMH
penaepunry (Direct3D, OpenGL, Pixomatic, panime miarpumyBanucs Glide API, S3
Metal, PowerVR SGL), BinrBopenns 38yky (EAX, OpenAL, DirectSound3D, paniiie
nigrpumyBasiics A3D), IHCTpyMEHTH rOJIOCOBOTO BIITBOPEHHS TEKCTY, PO3ITi3HABAHHS
MoBnieHHs (1t Xbox360, PlayStation 3, Nintendo Wii 1 Microsoft Windows,
TIaHyBaJIoCs Takox Jiist Linux 1 Mac), moayni ajist poOoTH 3 MEPEkKer0 1 MiITpUMKa
PI3HHUX TIPUCTPOIB BBOY.

Jiist Tpu B Mepeski miaTpuMytoTbes Texnonorii Windows Live, Xbox Live 1 GameSpy,
3 MOXJIMBICTIO 110 64 TpaBIliB ogHOYacHO. HaBiTh K110 odiriifHi 3acobu po3poOKH HE
MICTSTh MIATPUMKHA BEJTUKOI KIUIBKOCTI KJIIEHTIB Ha OJHOMY CEpBEpl, PYIIii
BUKOpHUCTOBYBaBcs 11l cTBopeHHs: MMORPG-irop. Hampukinan, Lineage 11, oqun 3

BIJOMHX MPEICTaBHUKIB LIOTO JKaHPY, BUKOpUcTOBYe pyuriii Unreal Engine.
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VYc¢i KOMIIOHEHTH irpOBOTO PYIIisl MPEACTaBleHl Y BUIIISAL 00'€KTIB 3 BJIACHUM
Habopom xapaktepucTuk. Koxen kiac € "modipaiM" kimacom 06'ekta. Cepen OCHOBHUX
KJIaciB 1 00'€KTIB MOKHA BUILIATH TaKl:

o Axtop (actor) - 6a3oBuii Kiac, IO MICTUTh yCi 00'€KTH, SKi BITHOCSTHCS 0
IrpOBOTO MPOILIECY i MalOTh MPOCTOPOBI KOOPAUHATH.
o Iimak (pawn) - ¢i3uyHa MoAeNb TpaBisd ad0 00'€KTa, KEPOBAHOTO IITYYHUM
IHTEJICKTOM.
o Csit, piBenb (world, game level) - oO'ekt, 1m0 XapakTepu3ye 3arajibHi
BJIACTUBOCTI "MPOCTOPY", i€ PO3TAIIOBYIOTHCS BC1 aKTOPH.
[Ilomo 00poOKM MPOCTOPY, BUKOPUCTOBYEThCA OiHapHa po30MBKA MPOCTOPY Ha
"3amoBHeHY" 1 "MOPOXXHIO" YacTHMHHU. AKTOpHU, IO MOTPAIUISIOTh B '"3almoBHEHY"
YaCTUHY, IPUITUHSIIOTH CBOE 1CHYBaHHS.
[le no3BoJisiE CTBOPIOBATH Pi3HI TUIIM MOBEPXOHbB, SIKI YTBOPIOIOTH OIHApHE JEPEBO
npoctopy. I'pynu eaemMeHTiB 1[bOTO JIepeBa HA3UBAIOTHCS HOJAMHU, K1 BIUTUBAIOTH HA
MPOIYKTUBHICTh TMPOMATbOBYBaHHS CIICH. TaKOXX BUKOPHUCTOBYIOThCS 00'eMu -
YaCTUHU MPOCTOPY 3 BJIACTUBOCTSIMH, BIIMIHHUMH BiJl iIrPOBOTO CBITY.

C++ 11e moTy>kHa MOBa MPOTPaMyBaHH4, SIKa MHUPOKO BUKOPUCTOBYETHCS Y PO3POOII
nporpaMHoro 3abesneueHHs. C++ Oyna po3pobiieHa Ha OCHOBI MOBH MPOrpamMyBaHHS
C, Tox y Hei € 6arato criyibHUX puc 13 C, ale BOHA TaK0K Ma€ J0JJaTKOBI MOMKJIUBOCTI.

Opniero 3 kmouoBUX ocobnmBocteld C++ € miaTpuMka 00'€KTHO-OPIEHTOBAHOTO
nporpamyBanHs (OOII). Lle o3nauae, o nporpamu Ha C++ MOXKyTh OyTH OOy 10BaH1
Ha OCHOBI OO0'€KTIB, SIKI MalOTh BJIACTUBOCTI Ta Meroau. lle mo3Bosisie cTBOproBaTU
OUIBII CTPYKTYPOBaH1, MOJIYJIbHI Ta JIETKO 3pO3yMLl MPOTPaAMHU.

C++ Takox BOJOJIE€ BEIMKOW €(GEKTUBHICTIO 1 IMIBUAKOAIEI, IO POOUTH Tl
MOMYJISIPHUM BHOOPOM 17151 pO3pOOKH CHCTEMHOTO MTPOTrpaMHOro 3abe3nedeHHsl, irop,
JIOAATKIB peajbHOTO Yacy Ta 1HIIMX BUMOTJIMBHX 3aCTOCyBaHb. BoHa Hanae OGaraTuit
HaO1p BOymoBaHMX (PYHKITIH 1 6106710TEK 17151 pobOTH 3 (haitnamMu, MeperkaMu, TEKCTOM
Ta 6ararbma IHIIUMHU aCTIEKTaMU MPOrPaMyBaHHS.

[Ile oxmHier0 BaxIMBOK ocoOmuBicTIO C++ € MOXIMBICTH BUKOPUCTaHHS

HU3BKOPIBHEBUX ONeEpalliid, TaKUX SIK KEepPyBaHHS MaM'sTTIO, IIO Ja€ PO3POOHHKAM
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O1JIbllIe KOHTPOJIIO HAJ| IPOrpamoro, aje BOAHOYAC MOXKE BUMAaraTtu OUIbIIOL yBaru 10
JETaJICH.

Mogsa C++ mocTiiHO pO3BUBAETHCS, 3'ABISIOTHCS HOBI1 (DYHKIIIT Ta MOKIIMBOCTI, 1110
pOOUTH 11 aKTyaIbHOIO [Tl IUPOKOTO KOJIa 3aB/laHb y chepi mporpaMyBaHHs.

Blueprints - e mory>xHa HoBa ¢yHKIIis, mpeacraBieHa B Unreal Engine 4. Blueprints
- 11e crnoci6 crBopeHHs HoBUx UClasses 6e3 HeoOX1THOCTI ucaTh ab0 KOMITUTFOBATH
koa. Ilpu crBopenni Blueprint Bu moskere BuOpaTtu posmupenHs kiacy C++ abo
iHmoro kiacy Blueprint. Ilicis mporo Bu MokeTe oAaBaTH, PO3TAIIOBYBATH Ta
HAJIAIITOBYBAaTH KOMITIOHEHTH, peaii3yBaTy BJAacHY JIOTIKY 3a JOIMOMOTOI0 Bi3yaJIbHOI
MOBH CKpUINTYBaHHS, pearyBaTh Ha MOJli Ta B3a€MO/Iii, BU3HAYATH BJIACHI 3MiHHI,
0OpoOJIsATH BBiJI Ta CTBOPIOBATU MOBHOIIIHHUIN BIACHUM THI 00'€KTY.

VY koxuomy Blueprint € Construction Script, aHanoriyHuii KOHCTpYKTOpY B C++,
AKUUA BUKOHYETHCA TMpHU CTBOpeHHI o0'ekta. Lleil ckpunT Moxke JUHAMIYHO
KOHCTPYIOBAaTH €K3EMIUISIp aKTOpa Ha OCHOBI Oyab-sIKOi KIJBKOCTI (PaKTOPiB,
HANPUKIIAJ, CTBOPIOBATH MapKaH, SKUH aBTOMAaTUYHO PO3PAXOBYE CBi po3Mip s
3alIOBHEHHS MPOMIXKKY MK OymiBiasMu. 3 11i€i Touku 30py Blueprint moxe Oyrtu
PO3IIIIHYTHUH SIK JTy>K€ MOTYKHA cucTema npedadpukaiiii.

Cucrema BizyanbHOro ckpuntyBanHs Blueprint B Unreal Engine - 11e moBHa cuctema
CKPUTITYBaHHS TeHMIUICIO, sika 0a3yeThCs Ha KOHIIEMIIT BUKOPUCTAaHHS iHTepdeiicy Ha
OCHOBI BY3JIB JUIsl CTBOPEHHS reiimiuieiinux enemeHnTiB npsiMo B Unreal Editor. Sk 1y
0araThOX pPO3MOBCIOKEHUX MOBAaX CKPUIITYBaHHS, BOHA BUKOPHCTOBYETHCS IS
BU3HA4YCHHS 00'ekTHO-opieHTOBaHUX (OO) KIi1aciB un 00'€KTIB B IBUTYHI.

[{s cucTema HaA3BUYAWHO THYYKa Ta TOTYKHA, OCKUTBKH JO3BOJISIE JAM3aifHEpam
BUKOPHCTOBYBATHU MPAKTUYHO BC1 TOHATTS Ta IHCTPYMEHTH, 5K, SIK TIPABUJIO, IOCTYIIHI
mutie nporpamictam. KpiMm toro, cnerudivna po3miTka, JocTynHa B peanizaii Unreal
Engine na C++, 103BOJIsiE MPOrpaMicTaM CTBOPIOBATH 0Aa30BI CHUCTEMH, SIKI MOXYTb
OyTH pO3IIMpEHi TU3alHEPaAMHU.

VY nanHiii poOOTI BUKOPUCTAHO MIKCYBaHHS koay HamucaHoro y C++ 1 Blueprints B

Unreal Engine.
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MikcyBanHs koay 1 6ynpinTiB (Blueprints) B Unreal Engine - 11e motyxHuii crocid

IHo€AHAHHA Bi3yaJ'IBHOFO nporpamMmyBaHHda 3 KOAYBAHHAM OJIsI CTBOPCHHSA CKJIaJHUX

cUCTeM Ta (PyHKIIIOHAJY Yy Tpi.

TexHika MiKcyBaHHH MOXKC BUTTIA AT HACTYITHUM YHHOM:

O

Llen

Buxopucranns Blueprints nns 6asoBoro ¢yHkmionamy: baynpiata - 1e
rpadiunuii iHTepdeiic s CTBOPeHHS (PYHKINIH, 00'€KTIB Ta IPOBUX CUCTEM 0€3
HEOOX1THOCTI MUcaTH KoJ. Bu MoXkeTe CTBOPIOBATH OCHOBHI €IEMEHTH TpH, TaKi
K PyX TIpaBlis, B3aemoidis 3 o0'ekTaMu, aHIMallii, peakiii Ha IMOJli TOIIO 3a
JOTIOMOT010 Bi3yaJIbHOT'O IPOrpaMyBaHHS.

IaTerpania koxy uepe3 C++: [l OLIBIIOI THYYKOCTI 1 MIBUJIKOCTI BUKOHAHHS
CKJIaJIHUX omepauiii MokHa BUKopucTtoByBatu C++. Bu Moxere cTBOproBaTu
BiacH1 (yHKIii, k1acu Ta cucteMu y C++ Ta iHTErpyBaTH iX y Balll IPOEKT
Unreal Engine.

Buxopucranns BlueprintCallable Ta BlueprintimplementableEvent: 11i mapkepu
JI03BOJISIIOTH CTBOPIOBATH Ko y C++, sikuii MOKHA BUKJIMKATH abo peasizyBaTu
gyepes OmynpinTy. Lle o3Hadae, mo BU MoKeTe HamucaTt nepHuit kog y C++ Ta
BUKJIMKATH MOTO y OJIynpiHTax a00 HaBIaKH - CTBOPUTHU QYHKIIIIO y OIyTIpiHTaX,
Ky peanizyBatu y C++.

HanamryBannss mapamerpiB  uepe3  BlueprintExposed: Ile  mo3Bossie
BUKOPUCTOBYBATH 3MIHHI Ta apaMeTpH, ki BU cTBopuin y C++, B OiynpiHTax
JUTSI TIOJJAJTBIIIOT HACTPOUKHU Ta BUKOPUCTAHHS.

CTBOpeHHs CKIaJAHUX cHucTeM: YacTo MIKCYBaHHS BKIJIIOUYA€ CTBOPEHHS
CKJIQJHUX CHCTEM ab0 IrpOBUX MEXaHIK y OJIynpiHTax, aje BUKOPUCTAHHS KOIY
JUTSL OTITAMI3AITIT Ta JOATKOBOI (DYHKITIOHATEHOCTI ITUX CHCTEM.

MiIX1A  JI03BOJISSE  BUKOPUCTOBYBATH  HAMKpamil acmeKkTH  Bi3yallbHOTO

porpamMyBaHHs y OJIynpiHTax Ta HOTYKH1 MOXJIMBOCTI MOBH IporpamyBaHHst C++ aiis

cTBOpeHHs Bammx irposux cuctem y Unreal Engine.



€ Update HP Bar g € Update Exp Bar
€ Event Tick Target is Base Character BF Target is Base Cha

Delta Seconds Target l self | Target | self ]

Pucynok 2.2 — Ilpukanan 6iynpinTa BU3BaHUN QYHKIISIMH SIKI
Hanucani Ha C++

2.4 Onuc MOKJIUBOCTEIH I'PU Ta BUKOPUCTAHUX TEXHOJIOTii

CtBopena rpa pos3pobieHa Ha Unreal Engine 5 BukopuctoBytoun 0a30Bi
O€3KOIITOBHI aCCETH, K1 OYJIM MPEICTABIICHI I'POBUM JIBUTYHOM.

Unreal Engine Hajmae mmpokuil HaOlp MOMKIMBOCTEH MJiE pO3pOOKM Irop Ta
IHTEPAKTUBHUX JOJATKIB, 1 BUKOPUCTOBYE PI3HI MepenoBl TexHoJorii. Ock KubKa
KJIFOYOBUX MOKIIMBOCTEH Ta TEXHOJIOT1H, sIKi BU MokeTe 3HaTH B Unreal Engine:

1. I'padika Bucokoi sixkocTi: Unreal Engine Bkitodae B cebe MOTYKHY CHCTEMY
peHaepuHry, 1Mmo miaTpumye (GdizuyHo-npaBuibHUl  penaepunr (PBR),
oOYHuCIIOBaNIbHE MIATPUMAHHS BIAOUTKY CBITJIA, TiI00anbHe ocBiTiaeHHs, HDR-
PEHIEPUHT Ta 1HII TEXHOJIOTI] JI1 CTBOPEHHS Bi3yaJbHO PEaTICTUYHUX CLEH.

2. ®izuka: Unreal Engine Bkimtouae pizuyHuil pyx Ta CUMYJISINIO, IO JO3BOJISE
CTBOPIOBAaTH PEATICTUYHY TIOBEIIHKY 00'€KTiB, OOpOoOJATH 3ITKHEHHS Ta
pearyBatu Ha (Di3UYHI 3aKOHHU.

3. Amnimanis: J[BIKOK HMIATpUMYE poOOTY 31 CKEJIETHOIO aHIMAIlI€l0 Ta aHIMAIli€lo
00'ekTiB. Bu MOXeTe CTBOpIOBaTH aHIMOBAaHI MEPCOHAX1, 00'€KTU Ta 00'€KTH
OTOYEHHS.

4, Wrtyynuii iaTenekt: Unreal Engine mae BOyn0oBaHYy HiATPUMKY I POOOTH 3
mtyuyauM iHTenektoMm (III). Bu Mokere mporpamyBaTH MOBEIIHKY BOPOXKHUX

nepcoHaxiB, NPC, areHTiB Ta iHIIUX 00'€KTIB y BaIliii rpi.
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3ByK: JIBIKOK MmiaATpUMY€E poOOTYy 3 ayAaio, BKIouardu 3D 3Byk Ta 00poOKy
3BYKY B pe€aJbHOMY 4aci JyUIs CTBOPEHHS aTMOC(EpPHUX 3BYKOBHX €(EKTIB.

VR ta AR: Unreal Engine mae miarpuMKky BipTyanbHOi peaibHocTi (VR) Ta
ayrMeHTOBaHO1 peasibHOCTI (AR). Bu MoXxeTe cTBOprOBaTH irpH Ta JOMATKH JIJIS
pisanx VR- ta AR-mmatdopm.

®dizuuHo-nipaBwiibHe oOcBiTIeHHs: Unreal Engine BukopucrtoBye ¢izudHoO-
NpaBUJIbHE OCBITJIICHHA NJISi CTBOPEHHS PEaiCTUYHHMX TIHEH Ta BiOOpakKeHHS
CBITJIa HAa IOBEPXHSIX.

MosxnmBocTti MHOTOKOpHCTYBalbKkoi rpu: Unreal Engine Hajjae iHCTpyMEHTH 1S
PO3pOOKH MYJBTUIUIEEPHUX 1TOP, BKIIOYAIOUM CEPBEP-KIIEHT apXITEKTypy Ta
HIATPUMKY MEPEXKEBOT0 IeHMILIEIO.

[upoka kpocmnar@opMeHicTb: Bu mMoxere po3poOisTH irpu Ta IOAATKUA Ha
pi3HUX TwIaTgopMax, BrItoyatoun PC, koHcom, MoOuUIbHI TpHUCTpoi, VR-

TapHITYPH Ta IHIIIL.

10.MoxmuBocTi po3mupenss: Unreal Engine miarpumye miarinu Ta po3MIApeHHS,

0 JIO3BOJISIIOTH PO3POOHMKAM JO/JaBaTH BJiacHI (YHKIIIOHANBHICTh Ta

1HCTPYMEHTH.

CtBOpeHa rpa BOJIOIE TAKUMHU XapaKTEPUCTUKAMMU:

1.

© 0o N o a kW N

[Tepemimenns (6a3oBe NepeMilieHHs, CTPUOKH, TPUCKOPEHHS)
Crpinb0a

30post - TyK

PoznineHa 3maTHICTD

SKicTh

[ToBHOEKpaHHUI pEXUM

UyTAuBICTh MIPUITITIOBAHHS

®D13UYHO-NIPaBUIIBLHE OCBITIICHHS

HTyyHuit iHTENEKT
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3 MNPOEKTYBAHHS IHTEP®ENCY I'PU

3.1 lIpunumMnu npoekTyBaHHs iHTepdeiiciB irpoBUX 3acTOCYHKIB

[TpoextyBaHHs iHTEep(delicy irpoBOro MonaTka € BaXXJIIMBOIO YACTHHOIO PO3POOKH
TpU, OCKUIbKM iHTepdeiic B3aeMojii rpaBlsl 3 IPOI0 MOXKE 3HAYHO BIUTMHYTH Ha
KOPHCTYBA4YCHKHUI TOCBiJ.

Ju3aitn iHTepdelicy irpoBoro AoaaTKa Irpa€e BaXXIUBY POJIb Y CTBOPEHHI IPUEMHOTO
Ta 3pyYHOT0 TeHMILICIO JJIs TpaBiiB. Hikde HaBeIeHO KiTbKa KPOKIB 1 peKOMEH TAITii
JUTsl Tu3aiiHy iHTepdeiicy irpoBoro J0/1aTkKa:

Busnauenns iisieit: [louHiTh 31 3po3ymiHHS LJIeH Bamioro irpooro iHTepdeticy. 1o

rpaBIsIM TMOTPIOHO 3poOUTHM Ta sKYy I1HGOpPMAIlilI0O BOHM IOBUHHI OTpUMATH?
BusnadeHHSs 11171€#1 10MOMOKE 30CEPEAUTHCS Ha BAXKIUBUX €JIEMEHTAX.

IntepdeiicHi  enementn: BusHaure, skl 1HTepQeiicHl eneMeHTH OyAyThb

BUKOPHCTOBYBATHCS B I'pl, TaKl SIK KHOIKH, MEHIO, IIaHeJI1, IKOHKH Tolo. Po3risHeTe,
SK 111 €JIEMEHTH OyI1yTh BUIJISIAATH Ta JI€ PO3MIILIECHI Ha €KPaHi.

Konbopu Ta ctuiib: Bubepith KOIb0pOBY HANITPY Ta CTHIIb AJIS IPOBOTO 1HTEPQENCY.

Konwopu Ta cTWIb TOBUHHI BIJAINOBINATH TEMATHUINl T'PU Ta CTBOPIOBATH 3aTHUIIHY
atMmocdepy.

UwurabenpHicTh: 3abe3neure 4YUTAOENBHICTh TEKCTy Ta 1HGOpMaIlii Ha eKpaHi.

Bubupaiite uitki mpudt Ta 3a0e3medyiTe JAOCTATHIA KOHTPACT MK TEKCTOM Ta
dhoHOM.

Posmip Ta macmitab: Bpaxomyiite po3mip Ta macmtald iHTepdency i pi3HUX

NPUCTPOIB 1 PO3AUIBHUX 3AaTHOCTEN ekpaHy. I[HTepdeiic moBuHeH OyTH 1100pe
BUJIMMHM Ta KOPUCTYBATHUCS 3pYUHOIO HA OY/Ib-IKOMY IIPUCTPOI.

AmHimartisi: BukopucTtoByiiTe aHiMaIliio sl BUIIJICHHS BaXJIMBUX TOJINA, TaKUX SIK
HATUCKAHHS KHOIIOK, OTPUMAaHHS JOCSTHEHb a00 3MIHM CTaHy Tpu. AJie OynbTe
o0OepexHi, o0 He MepeBaHTaXyBaTH 1HTEPQEIC 3aiBUMH aHIMAIlIIMH.

[TpocTopoBa opranizauis: Po3aMicTiTe 1HTep(dEiCHI e1eMEeHTH JIOTIYHO Ta 3pYYHO AJIs
rpaBiiiB. Hanpukiana, roioBHi Jii MOBUHHI OyTH JIETKO JOCTYIHI, a iH(opMallis mpo

CTaH Irpy MOBUHHA OyTH BUIUMOIO.
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TecTyBaHHS Ta 3BOPOTHIHN 3B'si30K: [IpoBeniTh TecTyBaHHs iHTEpPEiCy 3 pealbHUMU

rpaBIsIMU Ta 30epiTh ixHI BiATyKu. Lle momoMoxke BUSBUTH HEMOJIKHA Ta MOJTIMIIATH
JA3aiH.

AnanTtauisi: Po3riasiHpTe MOXJIHMBICTH CTBOPEHHS aJalTHBHOTO 1HTEpdeEiicy, sSKui
IPUCTOCOBYETHCS A0 P13HUX yMOB I'pu. Hampukmian, inTepdeiic Moske 3MIHIOBATUCS 11T
gyac OO0 YM 1HIIUX TeUMIUICHHUX CUTYaIliH.

3pyuHICTh BUKOpUCTaHHS: ["apaHTyiite, 110 iHTEepQeiic Jerkuil y BUKOPUCTaHHI Ta HE

3aBaXka€ rpaBLSAM HACOJIOJKYBATHUCS T'poi0. BUKOpHUCTOBYHTE 1HTYITUBHI PIllICHHS Ta
MIHIMI3YWTE KIJIbKICTb KPOKIB JIJISI TOCSTHEHHS pe3yJIbTary.

3arasioM, Au3aiiH iHTep(deicy iIrpoBoro 1oAaTKa MOBUHEH MMIJIKPECITIOBATH FeUMILICH
1 orioMaraTH TpaBLsSM HACOJIOKYBATUCS TPOIO.

Jlana rpana Oysa po3po0OiienHa y ctuii low poly.

"Low poly" - e cTiiib B KOMITIOTEPHHX irpax i rpadiri, SKuid XapaKTepUu3yeThCs
BUKOPUCTAHHAM OOMEXEHOI KITBKOCTI TIOJNIrOHIB (T€OMETpUYHUX Qiryp) s

cTBOpeHHs 00'ekTiB Ta oToueHHs. Ha puc. 3.1 Ta 3.2 300paxeHno cepenosuiie Low poly

3D RENDERED

puc. 3.1, 3.2
Le#t cTunp nonmynsipHuil y rpadiili, OCKIJIBKM BiH Haja€ rpi creuuiuHuil BUTIsSA 1
MOKe OyTH 0COOJIMBO €CTETUYHO MpuBabIuBUM. OCh JI€SIKI OCHOBHI PHCH CTHIIIO low
poly:
Minimanism: B low poly-rpadiii BUKOPUCTOBYEThCSI OOMEKEHA KIJIbKICTh TOJITOHIB,
10 TPU3BOAUTH 10 CHPOILIEHUX TeoMeTpuyHux ¢opm Ta 00'ekTiB. Lle cTBOproe

MIHIMAQJIICTUIHUUA BUTIISAL.
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SckpaBi kosbopu: Yacto low poly-rpadika BUKOPHUCTOBYE SCKpaBl Ta HacHYeHI

KOJIBOPH, 100 BUAUIATH 00'€KTH Ta 3pOOUTH 1X OLIBII MOMITHUMHU Ha (OHI.

['pani ta pedpa: Y low poly-rpadiii MoxkHa yacTo moOayuTH BUIIIIEH] I'paHi Ta pedpa

00'exTiB. Lle MoXe HagaTH IM Xy0KH1M BUTIISI 1 BIT3HAYUTH T€OMETPUUIHY CTPYKTYPY.

Cropomiena tekcrypa: Low poly-rpadika wacto BKIIOYaE CHpOIIEHI TEKCTYPH, SKi
MOKYTh BKJIIOYATH TIACKI KOJIHOPU a00 MAIIOHKH HU3bKOI PO3AUIEHOT 3IaTHOCTI.

Perpo-BiguyTTs: barato low poly-rpadiku HaTsikae Ha peTpo-CTWIb, HAraayruu

rpadiky cTapux irop ado iIrpoBUX KOHCOJIEH.

Jlerka animartis: 3aBIsSKH CIpOIEHOMY 00'eMy oOumnciieHb, low poly-rpadika mMoxe

OyTH Jierue aHiMOBaHOIO, 0 POOUTH ii BIAMIHHUM BUOOPOM ISl 1HI1-PO3POOHUKIB.

Mucrenbka cBobosa: Ileit cTuib 103BOJISIE XyAOKHUKAM OLIBITY TBOpUYY CBOOOIY 1

eKCIIEPUMEHTYBaHHS 3 GOpMaMu Ta KOJIbOPaMHU.
Low poly-cTtrib MoXxke BUKOPUCTOBYBATHCS B PI3HUX )KaHPAX Irop, BiJI 1HII-TIPOCKTIB
JI0 1rOp 3 BEJIUKUM Oro/keToM. BiH MOXe CTBOpIOBATH 1IKaBUU Ta 3armam'siTOBYHOUHIA

Bi3yaJIbHUM CTWJIb, IKUW B1I3HAYAETHCSI CBOEIO MPOCTOTOIO Ta OPUTTHAJIBHICTIO.

3.2 Crparerii po3po0ku inTepdeiiciB irpoBuX 3aCTOCYHKIB

Bineoirpu, nepeBakHO pO3MIISIIAIOTHCS SIK TBOpYaA TiaTdopMa IJisi IHTEPaKTUBHOTO
PO3MOBIIaHHs, MPOTE 3 TEXHIYHOT TOYKHU 30pY, 1€ MPOCTO MpOorpaMHe 3a0e3MeYCHHS,
AK€ BHMAara€ IEepPEeBaAKHO CTAaHIAAPTHHUX, 1HOAI - CYYaCHHX CIOCOOIB B3aeMOil
KopucTyBada. HaBiTh y HalMpoCTIMIKX irpax, BaM NOTPIOHO BUKOPUCTOBYBATH MEHIO
HaBIrauii Jijis 3a1ycKy, 3aBaHTaK€HHs a00 30€pe’KeHHS IPH.

Po3pobka inTepdeiicy rpu - BaXKJIMBHIA €Tan y CTBOPEHHI IrPOBOTO JTOAATKA, SIKAN
BU3HAYa€, SIK TrpaBelb OyJe B3aEMOMISTH 3 TPOI0 Ta OTPUMYBATH HEOOXITHY
iH(popmartito. Och MeKiIbKa CTpaTerid po3poOKHu iHTepdeicy IrpOBUX 3aCTOCYHKIB:

CrpoureHss ta MiHiMagizanig: CnpoOyiiTe yHUKHYTH IepeHaBaHTaKEeHHs 1HTepdeiicy

3 HAIMIPHUMU €JIEMEHTaMH. 30cepebTecs Ha OCHOBHUX (DYHKITISIX Ta 1HPopMaIlii, sika

JHCHO HEOOX1THA TPaBIIEBl JJIs TPH.
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AHaJti3 kopucTyBaya: Po3risiHeTe moTpedu Ta O4iKyBaHHS BaIloi IIJIOBOI ayIUTOPIi.

Sxi iHTepdeiicHi eeMeHTH Ta (PYHKIIIOHAT HalO1IbII BaXIIMB1 ISl HUX?

[IporotunyBanus: CTBOPITH MNPOTOTUN 1HTEp(eElcy, MO0 BHU3HAYUTU OCHOBHY

CTpyKTypy Ta ¢yHkuioHan. lle momomoxe BaMm Bi3yami3yBaTH, sIK TpaBellb Oyne
HABITYBAaTH Ta B3a€MOJIIATH 3 TPOIO.

KontekctHa iHbopMaitist: 3abeseure rpaBlisi KOPUCHOIO 1H(GOPMAITI€0 BIAMOBIIHO 0

cuTyaiii y rpi. Hanmpukiaz, miaka3ku i yac 3aBaHTaXEHHS, IHCTPYKIIIT ITi]T 9ac HOBUX
3aBJIaHb TOMIO.

IaTyiTuBHICTE: 3po0iTh  1HTEpEHC IHTYITUBHO 3pPO3YMUIMM  JjIsi  TPaBIIS.

BukopucTOBYiITE CTaHAAPTHI CUMBOJIM Ta BKa31BHUKH, 11100 MOJETIIUTH HABITAIIIO.
AmHimartisi: BukopucTtoByiTe aHiMaIlio, o0 miaKpeciIuTy BaXXJIUB1 oii ab0 B3aeMoii
IpaBIIA 3 €JIEMEHTaMH 1HTEpEHCy.

Ananraiig 10 niargopM: BpaxoByiiTe 0cOOAMBOCTI pi3HUX IUIAT(HOPM, Ha SKUX rpa

Oyzne mocTyrnHa (KOMI'toTep, MOOUIBHI MPUCTPOI, KOHCOM1) Ta afanTyite inTepdeic
BIJIIIOBIIHO.

TectyBanHs 3 rpaBugMu: [I[poBoabTE TECTyBaHHS MPOTOTUIIIB Ta TOTOBOTO iHTEpdeiicy

3 peabHUMHU TpaBUSAMH, 00 OTPUMATH iXHI BIATYKH Ta BUSIBUTH MOKJIUBI
TTOKPAIICHHS.

OnTuMizallis NpoAYKTUBHOCTI: 3abe3neuTe, moo iHTepdeic npaioBaB epeKTUBHO Ta

MIHIMI3yBaB HaBaHTaXKCHHS Ha CHCTEMY TPaBIIsl.
Hapuannsi rpaBus: 3abes3neure MOXKIIMBICT, HaBYaHHS I'paBlisi 0a30BUM €JIEMEHTaM
iHTepdeicy, 0cOOIMBO SKINO TPa Ma€ CKIAAHUN a00 YHIKATHHUN redMILIeH.

3aranmom, po3poOka iHTep(deicy rpu MOBUHHA OyTH CIPSMOBAaHA Ha CTBOPEHHS
3py4HOTO Ta €()eKTUBHOTO THCTPYMEHTY JJIsl B3a€MO/IIi TPaBIs 3 TPOIO, JOTIOMAararoyu

JIOMY HACOJIOJKYBATHUCS TEUMILIEEM.
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4  TIPOT'PAMHA PEAJIIBAIIA KOMIIIOTEPHOI IT'PH
4.1 IloyaTok Ta ONMUC MPOrPaMHOro GPyHKIiOHATY

s BcranoBinenns Unreal Engine 5 BukopuctoByeThest mporpama Epic Games

Launcher. /s nporo tpeba nepeiitu Ha BeO-caiit Unreal Engine ta HaTHCHYTH KHOIIKY
"Download" y BepXxHbOMY ITPaBOMY KYTi.

X

Urireal E‘ngine ~

@ Epic Games Launcher Setup - X

Installing the Epic Games Launcher @

Please wait while the Setup Wizard installs the Epic Games Launcher.

Status: Updating component registration

Back Next
Puc. 4.1.1 Ta 4.1.2- Download and Installing

Jami oTpiOHO Oy/ie CTBOPUTH OOIIKOBUH 3aIlKC, EPI HIXK TOYATH 3aMyCK.


https://www.unrealengine.com/en-US/unreal-engine-5

B

BoiguTe WnM 3aperucTpupynTechk

Anpec anNeKTPoOHHOM NoYTHI

WK NPOOOIKUTE Yepes3

Puc. 4.1.3 — CtBopeHHs 00J11IKOBOTO 3aIUCy

33

BBecTu enexkTpoHHy ajpecy Ta mapojb, Ta HaTUCHYTH “YBiiTH”. Ilicns Bxomy

3'IBUTHCS TAKE BIKHO:

@ X Uckatb He nasHoe v

MarasuH

= 1N D
AR & TURNIVIORIA

YXXE AOCTYNHO

OTnpaBnsaTech Ha NPUKIIOYEHNs B
OAVHOYKY unu cobepute oTpsA, YTo6bI
OTBOEBaTb [ peBHEE KOPOJIEBCTBO
Mopuio.

ot 729,00 &
KYMUTb CENYAC

Puc. 4.1.4 - 'onosHe BikHO Epic Games

[lepetitu Ha Taby Unreal Engine

%7 Return to Moria™

wu Alan Wake 2

Assassin's Creed:
Mupax

% Honkai: Star Rail
=

OTpsag
camoybuil:...

Banishers:
Ghosts of New...




@ Epic Games S es Library Twinmotion Install Engine D

Unreal Engine 5.3 Released

Library

Unreal Engine

20

UNREAL ENGINE

News @ YouTube Q Q8&A Forums A» Roadmap

Featured Content Featured

Screenshot

Puc. 4.1.5 - Bikno Unreal Engine

VY BepXHBOMY JIIBOMY KYTi, HATUCHYTH KHONIKY ‘“BCTaHOBUTH JBUTYH .

Hatncnytn kHOTIKY “BeranoBuTi™.

Choose install location

Folder: C:\Program Files\Epic Games Browse

Path: C:\Program Files\Epic Games\UE_5.3 Options

Create Shortcut

Install Cancel

Puc. 4.1.6 — BikHO 3amycKy

1CJISI 3aBEPIIICHHS BCTAHOBJIEHHS JIBUTYH 3'IBUTHCS i0ioTer.
[Ticng 3aBepiie CTAHOBJIE 3' cs y 6i0moTrer



@ Epic Games Library

ENGINE VERSIONS

9.3.2
Unreal Engine n

MY PROJECTS

No user projects found

y: Category v

Quixel Bridge

’ B Instali to Engine i

Puc. 4.1.7 - bionioteka Epic Games
HaTtucHyTu o/iHy 3 KHOIOK 3aycKy, 1100 BIAKpUTH Opay3ep npoekty. Komau BiH
BIJIKpUETHCA, TIepeiiTh Ha BKIaAKy “‘HoBwuil mpoekt”.

OOparu mabnon: CtBoptoeMo mmabmoH npoekty Third Person, B HbOoMy Ham
3HAIOONATHCS 0a30BI HaNAIITyBaHHA TpU Big TpeThoi ocodu. Mu Oynaemo
BUKOPUCTOBYBaTH 1 JOMOBHIOBAaTH 0a30BHil (yHKIIOHAT OJYNpIHT MEPCOHAXKY,
aHIMaUIiHUKA OJynpiHT 1 KOHTpoJiep ynpasiiHHs nepcoHaxeM(BP Third Person, ABP
Third Person, Third Person Controller)

Hasusaemo npoekt: BBoanMO Ha3By U1l HAIIOTO MIPOEKTY.

Bubepaemo posramryBanns: O6epaemMo mamnky st 30€peKeHHsSI HAIloro MPOEKTY Ha

HAIIOMY KOMIT'FOTEpi.



FILM /' VIDEG'&
LIVE EVENTS

14
ARCHITECTU

PRODUCT DESIGN &
MANUFACTURING

Location

Unreal Pr

Blank

Virtual Reality

)neDrive\P uuit cton\Svitlana\unnom

Jhird Person Template

Vehicle

Third Person

The thir 0 atur
where the itioned behind and
aracter mov

Project Defaults

BLUEPRINT

Target Platform
Quality Preset
arter Content

ytracing

Project Name = MyPrc

Create

Blueprint

36

g
on a touct

Cancel

* & item Label

Puc. 4.1.8 Ta 4.1.9 - CTBOpeHHS IPOEKTY
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Ob6epaemo HamamTyBanHs: [licns cTBopeHHS mpoekTy Tpebda ctBoputu C++ Kilacc,
KU OyJZ1e 0aThKIBCHKUM KJIACOM JIsI HAIIIOTO TIEPCOHAXKY.

[Mepeiinemo B Bkinaaky Tools - New C++ Class

A
y )
A 2

N
L)
N |
@ - R
4

" Connect to Re

Platforms

Person Template

Puc. 4.1.10 — CrBopenns C++ knaccy
[Ticnss cTtBOpeHHs TpoekTy omnuHsemoca y cepeposuinl Unreal Engine. [ami
03HAHOMITFOEMOCS] 3 OCHOBHMMH BIKHAMH 1 TIAHEJSIMU, TAaKUMU SIK BIKHO TEPETIISAY
cBity (Viewport), nanens pecypcis (Content Browser), nanens neraneit (Details Panel)
TOILIO
4.2 Intepdeiic, iMmopT Ta 10JaBAHHA MelliB HA PiBeHb

Ilepmi Hik Unreal 3Moxe BUKOPUCTOBYBATH OyIb-aKi (aiiau, iX MOTpiOHO
: 2 (13 99 b
imnoptyBartu. [lepeiitu 10 Opay3epa HatucHyBIIM KHOMKY “Content Drawer” 3micty

JaJli CTBOPUTH MKy Ta HATUCHYTH KHOIKY “IMmopTyBaTu’.



e Sloxanerai ance (C

> o EXTERNAL USB ()

v| e 362" 309 3gpp 3

Puc. 4.2.1 ta 4.2.2 - ImnopryBaHHs
Unreal nae aesiki mapameTpu imMnopty uist ¢ainy .fbx. Tpeba nepexoHaTucs, 1o

y BUNaJal0uoMy cucky Oyne oopano “Create new materials ntuB. puc 4.2.3



X

Reset to Default

Transform

Miscellaneous

Create New Materials
Create New Instanced Materials
Do Not Create Material

Fbx File Information

File Frami

Import All import Cancel

Puc. 4.2.3

Bci moneni 6ynu crBopeni B mporpami Blender ta minrorosneni 3a3aaneriTh:

1.Characters:

-Poly Man (puc.4.2.4)
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puc.4.2.4



-Dead Hunter (puc.4.2.5)

-Wolf (puc.4.2.6)

-Goblin (puc.4.2.7)

puc.4.2.5

puc.4.2.6

puc.4.2.7
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-Hop Goblin (puc.4.2.8)

-Cow (puc.4.2.9)

2.Farm:

-Angar (puc.4.2.10)

puc.4.2.8

puc.4.2.9
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-House (puc.4.2.11)

-Fence (puc.4.2.12)

-Wind-Fun (puc.4.2.13)

puc.4.2.10

puc. 4.2.11

puc. 4.2.12

42



-Garden (puc.4.2.14)

-Accessory (puc.4.2.15)

3.Plants:

-Grass (puc.4.2.16)

puc.4.2.13

puc.4.2.14

puc.4.2.15
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-Trees (puc.4.2.17 ta puc.4.2.18)

-Bushes (puc.4.2.19)

puc.4.2.16

puc.4.2.17

il L L L L XX K

puc.4.2.18
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4.Rocks (puc.4.2.20)

5.Tunels (puc.4.2.21)

6. Bow (puc.4.2.22)

puc.4.2.19

puc.4.2.20

puc.4.2.21

45
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puc.4.2.22

OO'exT Ha pIBHI MOXHa TMepeMillyBaTd, oOepTaTh Ta MaclTadyBaTu.
KomoOinamii knasim nas Hux — W(nepemiienns), E(moBopot) Ta R(mamrabyBanns).
nepeMinlyBHHa, oOepTaHHS Ta MamTa0yBaHHS BiAOyBaeTbCcs TO TI00aTEHUM

KOOpJAuHaTaM X, Y, Z.

puc.4.2.23 — IlepeMillleHHs 110 TJI00AIbBHUM KOOPAMHATAM X, Y, Z.

Takum ynHOM OYJI0 CTBOPEHO ITPOBE CEPEOBUIIIE
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puc.4.2.24 - IrpoBe cepegoBUIIE

Tam ne 6ymo moTpiOHO po3TamnryBaT OaraTo OJHAKOBHX MOJIEIEH 10 IPUKIATY:
JepeBa, Kyli, TpaBa, 0yB BukopucaTHui iHCTpyMeHT “Folliage”. Jlu puc. 4.2.25 ta

puc. 4.2.26

puc. 4.2.25

puc. 4.2.26
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4.3 Ckeuaer Ta aHimauisa aiaa 3D moaenei
Jlns iMnopTy aHiMallii BUKOHYIOTBCS Taki caMi CTeIu sk 1 mpu imrnopti 3D mMoxeneit a
came: mepeutn n0 Opayszepa HaTucHYBIIM KHOMKY ‘“‘Content Drawer” 3micty mami
CTBOPUTU TANKy Ta HATUCHYTH KHONKY “ImmoptyBatu”. OOpatu ¢aiin animarii y

dopmari .fbx

v @y
. Nowanssend ance (
5 EXTERNAL USA ()

Enicress

Puc. 4.3.1 — ImnopT animarii

Jlnst imnopTy aHimariii Tpeda BUMKHYTH 4ekOokc “Import Mesh” ta oOpaTu moTpiOHmMiA
CKeJIeT sSIKUii OyB IMIIOPTOBAaHUI pa3oM 3 MemeM paniie. {us. puc. 4.3.2

) GRS
FBX X

Reset to Default

HopGoblin-Mesh-Skeletc v

v Animation 2 Edit
F; Copy

7 Clear

Q|

¥’ Nam

Puc.4.3.2
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Ham tpeba nis monst “Animation Lenght” o6patn Animated time. Ile moTpiObHo st
TOro 1mo0 3axXOMUTH BCl KaJapH aHiMalli ki Oylu CTBOpeHHI A Hel B mporpami 3D

MojentoBaHH1. [ToTiM HatucHYTH KHOTIKY “IMmopT”. uB. puc. 4.3.3

X

Reset to Default

Exported Time

Animated Time

Set Range

Import All Import Cancel

Puc. 4.3.3

AAa4ON kS

Puc. 4.3.4 — ImnopToBaHa aHiMarlis
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Bci animartii kpim Poly Man 6ynu ctBopeHi B mporpami Blender ta miaroroieni
3a3/1aJIeTITh:

1.Wolf:

- ATaka

- CmepTh

- CmoxxmBanH: kil Ta CrokxuBaHHS K12

- bir

2. Goblin

- Ataka Ta Ataka2

- Cmeptb1 Ta CmepTh2

- Heitrpanpaa no3umisil Ta HelitpanapHa mo3uiis2

- bir

- Xonp0a

- HeiitpanbpHi mo3uttis 31 30po€to

- MictaBanHs 30poi

3. Hop Goblin

- Ataka Ta Ataka2

- Cmepthb1 Ta C™meEpTH2

- Heitrpanpaa nmo3umis1 Ta HelitpanapHa mo3uiis2

- bir

- Xonp0a

- HeliTpanpHi mo3wuiis 31 30po€to

- JlicraBanHst 30poi

- bir 3 xopoBoto
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4, Cow

- Xoawba
- bir
Jlst ronoBHOTO TIepcoHaxy Poly Man OyB Bukopucranuii ckener 3 Unreal
Engine Ta inTerpoBaHuii:
- Ha caiiti Mixamo 0Oy:o BcTaBiaeHo cTanaapTHuil MaHikeH 3 Unreal Engine pazom 3
HOr0 CKEJIeTOM 1 Ha Oro OCHOBI OyJIM 3aBaHTa)KEH1 aHIMAIlil

- 3a gonomororo nporpammu Mixamo Converter 3aBaHTaXeH1 aHIMaIli 0yau

niarorosieHi a0 iMnopty B Unreal Engine

- B Unreal Engine iMrnopToBani aHimarlii npaioTh Ha CTaHJaPTHOMY MaHEKEHI a
TaK sIK HaIll MepcoHak OyB 3p00JIeHUI Ha OCHOBI TOTO CAMOTO CKEJIETY, 3a
nonomoroto IK Retargeter Oynu nepeHeceH1 aHiMalliii Ha MEpPCOHaXka Ta CTBOPEHO

aHiManiiauii omronpunT. JuB. puc. 4.3.5


https://www.mixamo.com/#/
https://terribilisstudio.fr/?section=MC

Puc. 4.3.5

- bmronpunT Ki1ace Oyno B3sATO 3 cTaHAapTHOrO KOHTEHTY Tpu Bia Third Persone,
CKOITIOBAHO 1 B HHOMY 3aMiHEHO aHIMalIiHUNA OJIONPUHT HA CBIM a TAKOX

MOACIIb



Puc. 4.3.7 - 'onoBuuii nepconax Poly Man 3 interpoBanum ckenerom 3 Unreal
Engine
Cnucok animariiit ans Poly Man:
- Pyx Bnepen
- Pyx Bmpaso

- Pyx Bruiso

53
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- Crpinsba

- Crpubok

4.4 MikcyBanns kony i Blueprints B Unreal Engine

4.4.1 HajamuryBaHHS MPOEKTY

Ham nepconax ycmnankoByeTbes Bia kiacy Character, Tomy Ham CH++ kiac Tex
MOBUHEH yclajakoByBatu Iied kiac. HasBemo itoro BaseCharacter, Tak sik BiH Oyne
OCHOBHHUM KJIaCOM JIJI BCiX MIEpCOHaXxiB rpasiud. us. puc. 4.4.1

Add C++ Class

CHOOSE PARENT CLASS

Common Classes All CI

This will add a C++ header and source code file to your game project

None
0 An empty C++ th a default constructor and destructor.

Character
A character is a type of Pawn that includes the ability to walk around

Pawn
A Pawn is an actor that can be 'po " and receive input from a controller

Actor
An Actor is an object that can be placed or spawned in the world

Character (®

Cancel

puc. 4.4.1
Jani TpeGa BIZKPUTH CKEJIET HAIIOTO MePCOHAXY, 3HAWTHU B CIIUCKY KICTKY MPaBOi pyKH
1 CTBOPUTH COKET 3a Ha3Baro “‘arrow_socket”. 3 11boro MicIs Oy/1e CTBOPIOBATHUCS CTpiia

KOJIM MU OyAeMo cTpulsTH 3 jtyka. [{us. puc. 4.4.2
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Copy Selected Bone Names

Reset Selected Bone Transforms
Add Socket

Add Virtual Bone

Remove Selected...
Remove Children...

Add Preview Asset

< thum

puc. 4.4.2
CtBopumo myctuii OaynpiHT 3 Ha3Bow BP Arrow 1 momamo Tyau CTaTUYHUM MEII

cTpisd, 1 koMnoHeHT ProjectileMovement.(Puc. 4.4.3)

Puc. 4.4.3

4.4.2 CTBOpeHHSI OCHOBHMX 3MiHHMX i KOMIIOHEHTIB
Cnouatky B ¢aiini BaseCharacter.h oronocuMo oCHOBHI 3MiHHI SIKi HaM TIOTPiOHI

TSl peastizallii KOHCTPYKTOopa.
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USpringArmComponent* CameraBoom;
UCameraComponent™® FollowCamera;

UlnputMappingContext™ DefaultMappingContext;

CameraBoom - tumy SpringArmComponent, mne Oyae mocunaHHs Ha 0a30BUM
koMrioHeHT B Unreal Engine 5, sikuif HamaraeTbcs MIATPUMYBATH CBOIX JOYIPHIX
KOMIIOHEHTIB Ha (hiKCOBaHI{ BICTaHi BiJ 0aThKIBCHKOTO €JIEMEHTA

FollowCamera - tuiry CameraComponent, TOCHJIaHHS Ha KaMepy.

DefaultMappingContext - tumy InputMappingContext, BigoOpaxae BBe/cHI

KOpPUCTYBauaMHu i1 BXIJTHUX JaHUX
Jlani cTBOproeMo 3MiHHI JiIs 11k KopuctyBaua (InputAction): aii BiAMOBIAANIbHI 32

CTpUOOK, TIEpEeMIIIEHHS, IePerJIsi, Oir, HATUCKAHHS MPaBOi 1 JTIBO1 KJIABIIITK MUIIII.

UlnputAction* JumpAction;
UlnputAction* MoveAction;
UlnputAction* LookAction;
UlnputAction* RunAction;
UlnputAction* RMBAction;

UlnputAction* LMBAction;

Tpeba ctBoputu InputMappingContext 1 Bci onricani Butie InputAction

B content browser, Hatucaytu +Add - Input (Puc. 4.4.4)

+ Add ArfmETEr > Content > Input > Actions

. Artificial Intelligence
Favorites .
Audio
ArdenDui Blueprint
LOnte
bow ) o
Cha Editor Utilities

Cinematics @ Force Feedback Attenuation
o~

Gok  Foliage =) Force Feedback Effect

Inpt

= FX
Lev Gameplay
Poly
TES

1Y, .
& Input Action
Input

an .
Material == [nput Mapping Context

Collectio Media

>
>
>
>
>
>
>
>
>
>
>
>
>

®==% Player Mappable Input Config (Deprecated)

tent DI Miscellaneous

Puc.4.4.4
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InputMappingContext HazBemo IMC_Default, 1 Hanmamtyemo KiaBiliy HATUCKaHHS SIKi

OyayTh BuszuBatu GyHKuiii aiit (Puc. 4.4.5)

File  Edit Asset Window Tools Help

2 |MC_Default* X

Left Mouse Button w

Puc. 4.4.5
Jns Toro mo6 moxHa Oyno HamamroByBaTu InputAction 1 MappingContext B pyuuii,
Tpeba moaaTH mepe KoxkHo 3MiHHOI0 Makpoc UPROPERTY ()

UPROPERTY(EditAnywhere, BlueprintReadOnly, Category = Input)

EditAnywhere - came 1o3BoJsIE HaM 3MiHIOBAaTH 3MiHHI y pytii B kiaami Class Default

BlueprintReadOnly - no3Bossie BU3MBaTH 3HAYCHHS Yy OJYNPHUHTI ajic HE 3MIHIOBATH

Horo, e Ham Oyjae HEOOXIAHO Ui BUKIMKY MO Tpu poOoTi 3 1HTepdeiicom
KOpHUCTYyBaua.

Category - 06'enye 3MiHHI B OJIHY KaTEropiro, ik nmokazaHo Ha Puc.4.4.6.
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W Input

IMC_Default

€ b

Default Mapping Context

1A_Jump

€k

1A_Move
€ bk

1A_Look

€ b

1A_Run

€ b

1A_RMB

€ b

1A_LMB

Gl 2

Puc.4.4.6
4.4.3 Peanizanisi KOHCTPYKTOpPa KJIacy
B koHcTpyKTOp1 KI1acy HaMm Tpeba pearnizyBatu cTBOpeHHs komrnoneHTy FollowCamera
1 CameraBoom, 1 npueananus FollowCamera o CameraBoom sik 0aTbKiBCHKOTO
00’€KTy
CameraBoom =
CreateDefaultSubobject<USpringArmComponent>(TEXT("CameraBoom"));
CameraBoom->SetupAttachment(RootComponent);
CameraBoom->TargetArmLength = 400.0f;

CameraBoom->bUsePawnControlRotation = true;

FollowCamera =
CreateDefaultSubobject<UCameraComponent>(TEXT("FollowCamera"));
FollowCamera->SetupAttachment(CameraBoom,
USpringArmComponent::SocketName);

FollowCamera->bUsePawnControlRotation = true;
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4.4.4 IlinkaovdeHHs i peasi3anis cucTeMH KepyBaHHs (input system)
B ¢ynkuii BeginPlay nam tpe6a nonatu nam DefaultMappingContext, B miacucremy
KepyBaHHsI BX1THUMH J1IMH, 1100 pyuriii 3amiau MappingContext 3a 3aMOBYYBaHHSM,

Ha HaIl

Subsystem->AddMappingContext(DefaultMappingContext, 0);

Honamo ¢ynkii ais BXigaux aii B ¢aitni BaseCharacter.h

void Move(const FinputActionValue& Value);
void Look(const FInputActionValue& Value);
void RunStart();

void RunCompleted();

void AimingBowEnable();

void AimingBowDisable();

void ShootBow();

ta B ¢ynkiii SetupPlayerlnputComponent, HaciigyBasibHii BiJ 0aThKIBCHKOTO Kjiaca

Character (B ¢gani BaseCharacter.cpp) goamo 10 BXiAHUX AiH 111 QyHKITT

EnhancedinputComponent->BindAction(JumpAction, ETriggerEvent::Started,
this, &ACharacter::Jump);
EnhancedinputComponent->BindAction(JumpAction,

ETriggerEvent::Completed, this, &ACharacter::StopJumping);

EnhancedinputComponent->BindAction(MoveAction, ETriggerEvent::Triggered,

this, &ABase_Character::Move);
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EnhancedinputComponent->BindAction(LookAction, ETriggerEvent::Triggered,

this, &ABase_Character::Look);

EnhancedinputComponent->BindAction(RunAction, ETriggerEvent::Started,
this, &ABase_Character::RunStart);
EnhancedinputComponent->BindAction(RunAction, ETriggerEvent::Completed,

this, &ABase_Character::RunCompleted);

EnhancedinputComponent->BindAction(RMBAction, ETriggerEvent::Triggered,
this, &ABase_Character::AimingBowEnable);
EnhancedinputComponent->BindAction(RMBAction,

ETriggerEvent::Completed, this, &ABase_Character::AimingBowDisable);

EnhancedinputComponent->BindAction(LMBAction, ETriggerEvent::Triggered,

this, &ABase_Character::ShootBow);
4.4.5 OroJionieHHs1 3SMiHHUX, QYHKUIIN i CTPYKTYp AJ81 peaJiizauii irpoBoi JIOTiKH
Cnouatky peanizyeMo CTPYKTypy, Ha3zBemo ii LvlStatsStruc, 1 oromocumo B Hiii
JIeKUJIbKa 3MIHHMX: KUIBKICTh HEOOXIHOTO JOCBIAYy [0 HACTYIHOTO pIBHS,
MaKCUMaJIbHE 3HAYCHHS 3/I0pPOB’Sl Ha I[bOMY PiBHI, 1 0231 MOIIKO>KEHHS K1 HAHOCHUTD
NEePCOHAXK. 3HAUEHHS 32 3aMOBUYBaHHSAM MU OyJIeMO BKa3yBaTH JJisl BCIX TIEPCOHAXKIB
okpemo, Tomy notpioHo B Makpoci UPROPERTY nonatu mapametrp EditAnywhere,
s penaryBaHHs 3 pymnis, 1 BlueprintReadWrite myist BukopucTaHHs 3HAauY€Hb B

OJIyTIpiHTI e MU OyAeMO BiIoOpakatu 6ap 310pOB's, JOCBITY, 1 pIBEHb.

UPROPERTY(EditAnywhere, BlueprintReadWrite)
float ExpToNextLvl;

UPROPERTY(EditAnywhere, BlueprintReadWrite)
float MaxHP;
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UPROPERTY(EditAnywhere, BlueprintReadWrite)

float BaseDamage;

Jami B Hammomy BaseCharacter.h oronocumo 3MiHHi:

3minHa Arrow, OyJe 30epiratu nocuiaHHs Ha OMYMpIHT CTPUIH, B AKOMY OyJie caM
CTaTUYHUI Metll, 1 6a30Buil KoMnoHeHT ProjectileMovement, BianoBigansHuit 3a
nepeMilieHHs 00'eKTa Mo 3aJJaHuM MapameTpam, ii Mu OyZieMo BKa3yBaTH y pyIlii,
ToMy HaM noTpioeH napamerp EditAnywhere, 1 1o1aMo ii B KaTeropiro J0 1HIINX

KOMIIOHETIB

UPROPERTY(EditAnywhere, Category = Components)

UClass™ Arrow;

Jloriuyna 3miHHa Aiming - JJIs1 CHHXPOHI3AIlli aHiMaIli 3 JisIMUA MepCcoHaxa, TOMYy HaMm
notpioeH mapametrp BlueprintReadWrite, nami o06'enHaemo BCi XapakTEpUCTUKU B

Kareropiro Stats

UPROPERTY(BlueprintReadWrite, Category = Stats)

bool Aiming;

Jloriuna 3minHa Recoil - Takoxx moTpiOHa 3A€0UTHIIIOTO IS aHIMAIlli, mepe3apsaIKu

JayKa

UPROPERTY(BlueprintReadWrite, Category = Stats)

bool Recoil;

MaccuB LvlStats - Oyne 30epiratu 3HaY€HHS SIKI 3MIHIOIOTHCS Ha PI3HUX PIBHIX
nepcoHaxa, BiH Mae Tun LvlStatsStruc 1o sSBAsSETHCS CTPYKTYPOIO, IKY MU CTBOPHIIN

pasiiiie, 1 Oyjie HalalTOBYBaTUCS B PYIIIii.
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UPROPERTY(EditAnywhere, Category = Stats)

FLvIStatsStruc LvIStats[3];

CurrentHealth 1 CurrentExp 11¢ J14MIbHUKY MOTOYHOTO 3HAYECHHS 37I0POB'S 1 IOCBIAY

nepcoHaXxa , e OyIyTh JIOKaJbHI 3MiHHI, TOMY iM He noTpiden makpoc UPROPERTY

float CurrentHealth;

float CurrentExp;

CurrentLvl - miymibHUK TOTOYHOTO PiBHSA, MM OyJeMO HOro BigoOpaxaTu depes

OynpiHT y iHTEepdeici KopucTyBauda, ToMmy moTpiden napamerp BlueprintReadWrite

UPROPERTY(BlueprintReadWrite, Category = Stats)

int CurrentLvl;

Tenep He0OX11HO OroyIocuTH (QYHKIIT SIKI MU OyJ1IEMO BUKOPUCTOBYBATH

ShootBow - B 11iii ¢yHKIIT Mu Oy1eMO CTBOPIOBATH HAIILY CTPITY, 1 POOUTH IPOPAXyHKH

BIIYYCHHS B I[1Tb

void ShootBow();

LvIUp - nigBuieHHs piBHS, 1 CAHXPOHI3aIlisl HOBUX XapaKTEPUCTHK

void LviUp();

PrecentHp, PrecentEXp - moBepTaTuMyTh 3HaU€HHSI B IIPOILICHTaX Il 0apy 370pOB'A 1

JocBiny, Il (QyHKHiI OyaemMo Bu3MBaTH B OJyNpiHTI TOMY MOTpIOEH Makpoc

UFUNCTION, 3 napamerpom BlueprintCallable
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UFUNCTION(BlueprintCallable)

float PrecentHp();

UFUNCTION(BlueprintCallable)

float PrecentExp();

TakeEXp - HapaxyBaHHS OTPUMAHOTO JOCBIY IO IIOTOYHOTO

UFUNCTION(BlueprintCallable)

void TakeExp(float exp);

TakeDamage 1e BipTyaibHa ycnagkoBaHa Bijn Character QyHKIS OTpUMaHHS

MOIIKOKEHHS, HaM TpeOa ii nmepeBU3HAYUTH JIJIs1 HAIIO1 IrPOBOT JIOTIKH.

virtual float TakeDamage (float DamageAmount,struct FDamageEvent const&
DamageEvent,class AController* Eventlinstigator, AActor* DamageCauser)
override;

4.4.6 Peanizauis irpoBoi JIOTIKH

PeanizyemMo Bcl1 orosoIeHH1 HaMu paHimie QyHKITi:

LvlUp - Ham Tpeba mOTOYHUI piBEHb 30UIBIIMTH HA OJWH, OOHYJIUTH JIIYMILHUK

MOTOYHOTO JIOCBiy, 1 OHOBHUTH JaHl 3M0poBbs. [lpu migBumieHH! piBHS, Oyne

aBTOHiKYBaHHH, A0 MAKCHUMAJIbBHOI'O 3HAYCHHS 310POBbAI.

void ABase_Character::LvlUp()
{

CurrentLvl++;

CurrentExp = 0;
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CurrentHealth = LvIStats[CurrentLvl].MaxHP;

}

PrecentHp 1 PrecentExp nmoBepTaroTh BiJICOTOK 3aJIMIIKY 3J0POB'S Bl MAaKCUMaJIBHOTO,

1 BIJICOTOK /IO HACTYITHOTO PiBHS BiJIMOBIIHO

float ABase_Character::PrecentHp()

{
return CurrentHealth / LvIStats[CurrentLvl].MaxHP;

}

float ABase_Character::PrecentExp()

{
return CurrentExp / LviIStats[CurrentLvl].ExpToNextLvl;

}

TakeEXp - orpumye 3HAYCHHS JOCBITYy, A0JA€ 0 IOTOYHOTO, 1 MiABHIIYE PiBEHB B pa3i

SKIIO TOTOYHUHN JOCBIJ MEPEBUIIYE HEOOXITHUM JJIS1 TIABUIIICHHS P1BHS

void ABase_Character::TakeExp(float exp)
{

CurrentExp += exp;

if (CurrentExp >= LvIStats[CurrentLvl].ExpToNextLvl) LviUp();
}

TakeDamage - orpriMaeMo 3HaUCHHSI HAHECEHUX HaM MOIIKOKEHb, 1 BITHIMAEMO HOTO

BiI[ IIOTOYHOT'O 310POBbLA
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float ABase_Character::TakeDamage(float DamageAmount, struct

FDamageEvent const& DamageEvent, class AController* Eventinstigator,

AActor* DamageCauser)

{

float dmg = Super::TakeDamage(DamageAmount,
DamageEvent,Eventinstigator,DamageCauser);

CurrentHealth -= dmg;

return dmg;

}

Move - paxyemMo B SKOMY HampsIMKy I[OBHHEH NEPEMICTUTHCS HaIll IEPCOHAX

BIJIOBIJTHO HATHCHYTO1 KJIABIIIU I'PaBLEM, 1 pOOUMO NEpPEMIIICHHS.

void ABase_Character::Move(const FInputActionValue& Value)
{

FVector2D MovementVector = Value.Get<FVector2D>();

if (Controller != nullptr)
{
const FRotator Rotation = Controller->GetControlRotation();

const FRotator YawRotation(0, Rotation.Yaw, 0);

const FVector ForwardDirection =

FRotationMatrix(YawRotation).GetUnitAxis(EAxis::X);

const FVector RightDirection =

FRotationMatrix(YawRotation).GetUnitAxis(EAXxis::Y);
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AddMovementInput(ForwardDirection, MovementVector.Y);

AddMovementInput(RightDirection, MovementVector.X);

Look- oTpriMyeMO HampaBiIeHHS NEPEMIIIICHHS MHUIII, 1 TOBEPTAEMO MEPCOHAXKA Y TOM

OIK.
void ABase_Character::Look(const FInputActionValue& Value)
{

FVector2D LookAxisVector = Value.Get<FVector2D>();

if (Controller != nullptr)

{
AddControllerYawInput(LookAxisVector.X);
AddControllerPitchinput(LookAxisVector.Y);
}
}

RunStart - 30uplIyeMO MIBUAKICTH MEPEMILIEHHS MEPCOHa)XKa KO KiIaBilM Oiry

YTPUMYIOTHCS

void ABase_Character::RunStart()
{
if (!Aiming)
{
GetCharacterMovement()->MaxWalkSpeed = 500.f;
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RunCompleted - moBepTaeMo MIBUAKICTH 10 0Aa30BOr0 3HAYEHHS KOJH KHOIKY OIiry

BIIMTYCTUIIN

void ABase_Character::RunCompleted()

{
GetCharacterMovement()->MaxWalkSpeed = 300.f;
}
AimingBowEnable - axTuBaiis NPUIUIIOBAaHHS TNPH YTPUMaHHI  KIIABIIIH

MPUITUTIOBAHHS, 1 TPUOJIMKEHHS KaMEPH JI0 EPCOHAKY

void ABase_Character::AimingBowEnable()

{

Aiming = true;
CameraBoom->TargetArmLength = 200.f;
}

AimingBowDisable - neakTuBaliis TPUIUIIOBaHHS 1 TTOBEPHEHHS KamMepH Ha 0a30Be

3HAa4YCHHA

void ABase_Character::AimingBowDisable()

{

Aiming = false;
CameraBoom->TargetArmLength = 400.f;
}
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ShootBow - skmo mepcoHak HaXOAWTCA B PEXHMI MPUILIIOBAHHSI, 1 3apa3 He
nepe3apsaaka, CTBOPIOEMO CTpPUTy, B KOOpJIMHATaX paHILIE CTBOPEHOIO COKETa
“arrow_socket”, moBepTaEMo CTpiTy B HaIpaBJIEHHS MOTIISYy KaMEPH.

B 1eit MOMEHT cTpijia MOYMHAE CBil pyX, MU 3MiHIOEMO cTaTyc Recoil, 1 B mpomMy x
came HallpaBJIEHHIO, BUITYCKAaeMO JIy4 31TKHEHHSI, IKUI OBEPTA€ NEPIINI 00'€KT TUILY
Actor 3 IKMM NEepETUHAETHCS.

Tak Ak B Hamii rpi 00'ektu TUITy Actor 1€ TIIBKU MEPCOHAXKI IPABIA 1 CYNPOTUBHUKH,
MU JOJA€EMO MapaMmeTp SKHHM IrHOpye MepCcoHa)ka Ha MEpeBIPKY 3ITKHEHHS. Takum
YUHOM JIy4 31TKHEHHS MOXE MOBEPHYTH TUIBKM AcCtOr CYyIpOTHMBHHMKIB, 1 SIKIIO JIyY
MOBEPTAE YCIIIIHE 3ITKHEHHS, MU 3armyckaeMo QyHkiito TakeDamage, ananoriuny Toit

Ky MU [I€pPEBU3HAYEIIN B HAILIOMY MTEPCOHAXI.

void ABase_Character::ShootBow()

{

if (Aiming && !Recoil)

{
FActorSpawnParameters Spawninfo;
Spawnlnfo.Instigator = this;

Spawninfo.Owner = this;

const FVector transfom_socket = GetMesh()-
>GetSocketLocation("arrow_socket");
const FRotator rotator_camera = FollowCamera-

>GetComponentRotation();
const FVector scale = FVector(1, 1, 1);
FTransform transform = FTransform(rotator_camera, transfom_socket,

scale);
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AActor* new_arrow = GetWorld()->SpawnActor(Arrow, &transform,

Spawnlinfo);

Recoil = true;

FVector Start = GetMesh()->GetSocketLocation("arrow_socket");
FVector End = Start + FollowCamera->GetForwardVector() * 2000.f;
FHitResult HitResult;

FCollisionQueryParams Params;

Params.AddlIgnoredActor(this);

if  (GetWorld()->LineTraceSingleByChannel(HitResult,  Start, End,
ECollisionChannel::ECC_Camera, Params, FCollisionResponseParams()))
{
HitResult.GetActor()-
>TakeDamage(LvIStats[CurrentLvl].BaseDamage, FDamageEvent(),

GetlnstigatorController(), this);

}
}
}

4.4.7 HanamryBaHHs yCHaAKyBaHHs 02a30B0ro OJyNnpiHT Kjacca Bijg c++ kiacca
Binkpuemo nam BP Third Person B pymiii, nepexoaemo y Bkiaaky Class Settings, 1 B
rpadi Parent Class 3amiHeMO cTaHIApTHUN Kjac Ha CTBOpPEHUM Hamu. Temep Mu

MO’KEMO BUKOPUCTOBYBAaTH HanmucaHl HaMmu (yHKuii 1 3minHiL. Jlus. Puc.4.4.7
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/- Details

Imip
Thumbnail

Puc. 4.4.7
VY Bruammi Class Defaults 3naiinemo Hamry kateropiro Stats, 1 3amoBHEMO
XapakTepucTuku BiAnoBigHO A0 Puc. 4.4.8. Takox Bkazyemo Ham BP Arrow B Hamn

KOMITOHEHT Arrow.

Components

ATowW

Puc.4.4.8

4.4.8 CtBopeHHs iHTepeiiciB KopucTyBaYa

CrBopumo nBa Widget Blueprint 1 togamo ix sik komnoneHT B BP Third Person:
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W_ExpBar - 3 TekctoBuM 6;10k0M 1vl, 1 progress bar 3 HazBoro exp ba. (Puc.4.4.9)

™ Widget Reflector # Designer

# Details

% None 8 @R B4 Screen Size v Fill Screen v

Puc. 4.4.9
W_HealthBar - progress bar 3 Ha3Boto hp bar . (Puc. 4.4.10)

File Edit Asse
W_HealthBar
. Designer

# Details
Fill Screen v

Puc. 4.4.10

4.4.9 IlinkarovenHs inTepdeiiciB kopucrtyBaua 10 QyHKIii c++ Kiacca 3a
JA0MOMOI010 OJ1ynpiHTa
Binkpuemo nam BP Third Person, Buknukaemo Event Tick 1 ctBopumo 2 ¢yHKIii

Update HP Bar 1 Update Exp Bar. lus. Puc.4.4.11



€ Update HP Bar ¢ Update Exp Bar
<> Event Tick larget is Base Character BF Target is Base Character BF

Delta Seconds Target | self ] Target | self l

Puc.4.4.11
B ¢yuxkuiii Update HP Bar, otpumyemo nocunanns Ha komnoHeHT W HealthBar,
BukinkaemMo ¢ynkuito PercentHP sky mu Hammcamm y c++ knaci Base Character,
OTpUMMaHHI JaHi 3 miel QyHKHil nepegaemo B QyHkuito Set Percent, sika mpuiimae
3HadeHHs Big 0 mo 100, 1 mepeminrye mMoOJIOCKY progress bar Ha BIJINOBiIHE

3HaueHHs.(Puc.4.4.12)

= Viewport ¥ Event Graph f Update HP Bar X

My 4= Ni >

-

Target Hp Bar I Set Percent

| ] Update HP Bar ++ Cast To W_HealthBar

» » ¥ Precent Hp 1 4
Cast Failed [ \ e —= / Target
1 4 | 4

As W Health Bar In Percent
Return Value

Return Value

(Puc.4.4.12)
VY dynkuiii Update Exp Bar poOumo ananoriuny JIOTiKy JJIst progress bar 1 mepegaemo
3HAYEHHS MMOTOYHOTO PIBHS B TEKCTOBHM OJIOK KUl Oyze BimoOpakaTu HOTO Ha eKpaHi

(Puc. 4.4.13)



Puc.4.4.13

4.4.10 HasramuryBanHs 02a30B0ro aHiManiiHoro 0Jynpinra

B ABP Third Person ctBopumo a8Bi joriyni 3MiHi [sAiming Ta IsRecoil (Puc. 4.4.14)

T, Pose Watch Ma... M My Blueprint
Fadd Q

» A AnimGraph
ANIMATION LAYERS
FUNCTIONS
MACROS

VARIABLES

References
Essential Movement Data
Boolean

Boolean

EVENT DISPATCHERS

B5 Content Drawer [l Output Log ElCmd v
Puc. 4.4.14
CtBopumo Ba noaaTkoBi ctaHu Aiming Ta Shoot 3 BIAMOBIAHUMH aHIMIISIMH, Ta

npuegHaemo ix 1o crany Idle ra Walk/Run sk nmokaszano Ha puc.4.4.15.

@ Shoot

sle

@ Aiming

i

Entry B —> @ Walk / Run
=)

Puc.4.4.15
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Ha Bxiza 1o ctany Aiming migkiaodaemo 3MiHy [sAiming, Ha BUXiJ Taka cama nmepeBipka
ane gogaemo 610k NOT, 10 moBepTae true sIKIo My epecTaEMo MPUILIIOBATUCE. Mix
cranoM Aiming ta Shoot pobumo ananorigauii 3B's130K ane 31 3miHoto IsRecoil. J{uB.

puc. 4.4.16 ta puc. 4.4.17

®

Result

— Can Enter Transition
Is Aiming

puc. 4.4.16

Result

Can Enter Transition

Is Aiming

puc. 4.4.17
VY rpadi EventGraph nomaemo mo mabiioHy 1ie JBa 3'€JHAHHS, B SKUX OHOBIIIOEMO
3miHHI [sAiming Ta IsRecoil BinnmoBigaumu 3minamu 3 kinacy Base Character.
B animanii nmoctpiny nmogamo noxaito Bow reload end, 1 mepemicTumMo ii Ha ocTaHHIN

KaJp gk 300pakeHo Ha puc. 4.4.18
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18+ (062) (88,7399

Notifies -

1 -
Curves (0) w Curves
Additive Layer Tracks

Attributes

puc. 4.4.18
B rpadi EventGraph animamiitnoro Omynpinta ABP Third Person, BukimnueMo 1o
rmoairo 1 mocunarunchk Ha kiac Base Character, 3mMiauMo 3HaueHHS Recoil na false,

3aKIHYYIOUM CTaH IMepe3apsAaKH MICs 3aBeplleHHs aHiMaiii noctpury. (Puc. 4.4.19)

> AnimMNotify_Bow_reload_end

Object CastFailed [

. , As Base Character
Character

Puc. 4.4.19

4.5 TecTyBaHHSI KOMII'IOTEPHOI I'pH

TecTyBaHHS KOMI'TOTEPHOI I'PH - 1€ BAXKJIMBA YaCTHHA PO3POOKH irop, sIKa CIIPSMOBaHA
Ha BUSIBJICHHS TOMUJIOK, BJIOCKOHAJICHHS TeHMILICIO Ta 3a0€3MEUeHHS IKOCTI POIYKTY
nepeax  BUMyckoM. Ll 1mis BKIIOYa€ BHKOHAHHS TIPOTPAMHHX KOMITOHEHTIB,
BUKOPUCTOBYIOUM pPYy4YHI a00 aBTOMATH30BaHI I1HCTPYMEHTH JUIsl OIIIHKKA HOTO
BlacTuBOCcTel. ['OomoBHA MeTra - BUSABJICHHS  HEJOJIKIB, TMPOTaBUH  abo
HEBIAMOBITHOCTESH BUMOTaM, a HE JIMIIE CITIBIAJIIHHS 3 B)KE€ HASBHUMU BUMOTaMH.
[cHYIOTB pi3HI aCMIEKTH TeCTYBAaHHS TPH:

dyHKIIOHAIbHE TecTyBaHHA: [lepeBipka pI3HUX acCMHeKTIB TpU, TaKUX SK PyX

MEePCOHAXIB, peaKilis Ha Jii rpablis, MPaBUJIbHICTh BHUKOHAHHS 3aBAaHb, 00poOKa

KOJI131#1 TOIIO.
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TectyBanHs Ha cTallLIBHICTB: llepeBipka Ha CTIWKICTh TPU JO MOXKJIMBHUX BHUTOKIB

nam'siTi, majgiHe IporpamMu abo HenependauyBaHUX MTOMUIIOK.

TecTyBaHHS Ha NPOAYKTUBHICTE: BU3HaueHHS MIBUAKOIIT IPpU HA PI3HUX MIPUCTPOSIX Ta

y PI3HHX yMOBax.

TecryBanns cymicHocti: [lepeBipka pobotn rpu Ha pisHEXx miardpopmax, OC ado
HPUCTPOSIX.

TecryBanns Ha kopuctyBaibkuit gocBil (UX): OriHka 3py4HOCTI YIpaBIiHHS,

IHTYITUBHOCTI 1HTEp]eiiCy, a TaK0Xk 3arajlbHOrO 3a/10BOJIEHHS TPaBLIIB Bl TPH.

TectyBanHs Ha Mepexi: SKio rpa MIATPUMYE OHJIAMH, TECTYBaHHS MEPEKEBOI

B3a€MO/I1i, CTINKOCTI CEPBEPIB, MEPEKEBUX 3aTPUMOK TOLIO.

BaxuBiCTh LIBOTO MpOILIECY MOJSTa€ B TOMY, 10 BUSBIIECHI IOMUJIKU a00 HEJOJIKU
MOKHa BHUIIPABUTH JO TOrO, SIK MPOIYKT MOTPANUTh A0 KOPUCTyBauiB. K0
nporpaMHe 3a0e3MeueHHs] TMEpPEeBIPEHO HAeKHUM YHHOM, 1€ TapaHTye HOTo
HAJIHHICTh, O€31eKy Ta e(PEeKTUBHICTB, IO B PE3YJIbTATI IPUHOCUTH KOPUCTD Y BUTIISIII

€KOHOMII Yacy, (hiHaHCOBUX PECYPCIB Ta 3aJI0BOJICHHS KJIIEHTIB.
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BUCHOBKU

Y nguminomHi# poOOTI Oyl0 BHUPINIEHO AaKTyalbHY 3aqady pO3pOOKH IrpoOBOTO
3actocyHKy y skaHpt RPG. Ilin yac BukoHaHHs poOoTu OyB MPOBEACHUI aHami3
MPEAMETHOI 00J1acTi, BKIIOYAIOYH BUMOTH J0 PO3POOKU Ta OOTPYHTYBaHHS BHOODPY
MPOTPaMHOT0 3a0€3MeUYEeHHS JJIsl 3aBIaHHS.

VY poszaini aHamizy Oynu omucaHi BUMOTH JI0 CTBOPEHHSI ITPOBOTO 3aCTOCYHKY Ta
OOrpyHTOBAaHO BHOIp MOBHM TPOTPpaMyBaHHS Ta CEpPEIOBHUINA PO3pOOKH. AHami3
MOXJIMBUX 3acO01B peaiizailii JOomoMir odpatu HEOOXIAHUN I1HCTpYMEHTapid aJis
npoekty. B pesynbTari aHamizy Oyno 3pobiieHo BHMCHOBOK, 1o Unreal Engine 5 €
HaWOUTBII MIIXOASIINM JJIs1 pO3POOKH TPH.

['pa Oyna ctBopena Ha obpanomy nuryHi Unreal Engine 5 0e3 migkitoueHHS 10
Mepexi [HTepHeT Ta MOKJIMBICTIO TP MPOTH IITYYHOTO 1HTEIEKTY.

Takox Oyn0 MpOBEAEHO aHalli3 MpeaMeTHoi chepu po3poOku irop y xkanpi RPG.
Posrnsayro moHstrs " RPG " Ta BU3HAU€HO HOro 3HAYCHHS 1 aKTYaJIbHICTH IS
MIPOCKTY.

J1y1st irpoBOTO 3aCTOCYHKY OYJI0 CTBOPEHO TEXHIUHE 3aB/IaHHSI, BU3HAYCHO OCHOBHHX
YYaCHHUKIB CHUCTEMH Ta OCHOBHI BHMOTH JO 3aCTOCYHKY. Po3poOieHo crieHapiit
BUKOPHUCTAHHS CUCTEMHU, a TaKOXk MOOYJOBAHO JlarpaMy MpelLEeeHTIB Ta CTaHIB, IO
CTBOPHJIM CTPYKTYPHY OCHOBY JIJIs CHCTEMH Ta MPOLTIOCTPYBAIHM B3a€EMO/IIIO KJIACiB, 1X
aTpuOyTIB Ta 3B'SI3KIB.

Takox OyJo AeTalbHO BU3HAUYEHO MOHSTTS IrpoBoro iHtepdeiicy. Hactynuum kpokom

Oyra peamizailisi IpOrpaMHOTO 3a0€3MEeYeHHS Ta MOTO BIAMOBIIHE TECTyBaHHS.



CIIMCOK BUKOPUCTAHUX JI’)KEPEJI
. Odiniitanii caittr Unreal Engine: https://www.unrealengine.com/

Odimiiinuit  Be6-caiit Unreal Engine wictute O6arato pecypcis,
JOKYMEHTAIIII0 Ta MAPYYHUKHU I PO3POOKH irop Ha IIbOMY JIBUTYHI.

. Joxymenramiss Unreal Engine:  https://docs.unrealengine.com/en-
US/index.html

Odimiiina nokymenTaiist Unreal Engine MiCTUTh OKIa H1 TIOSCHEHHS Ta
MPUKIIAAN JIJISl PI3HUX ACTIEKTIB PO3POOKH Irop Ha 1IbOMY JIBUTYHI.
. Unreal Engine YouTube-kanan:

https://www.youtube.com/user/UnrealDevelopmentKit

Odimiiianit YouTube-kanan Unreal Engine MicTuTh BiZI€COypOKH Ta
niakasku 3 po3poOku irop Ha Unreal Engine.

. ®opym Unreal Engine: https://forums.unrealengine.com/

®opym cnumbHoTH Unreal Engine, ne B MOKeTe 3HAWTH BIJAMOBIJI Ha
MATAHHS Ta KOHCYJIbTYBATHCS 3 IHIIUMH PO3POOHHUKAMHU.

. Unreal Engine na GitHub: https://github.com/EpicGames/UnrealEngine

GitHub-penosuTopiit Unreal Engine MiCTUTh BIIKpUTHI KO/ BUTYHA Ta
JIOaTKOBI peCypcCH.
. Unreal Engine 4 Documentation - Blueprint Visual Scripting:

https://docs.unrealengine.com/en-US/Engine/Blueprints/index.html

Odimitina noxymenTaitisi Unreal Engine mono Blueprint, mo mo3Bosisie
CTBOPIOBATH irpu 0€3 mporpaMmyBaHHS.
. Knwra "Learning C++ by Creating Games with Unreal Engine 4" aBTopa

William Sherif.

[{s xaura Hamae iHGOpMarlito moOa0 mporpamyBanHs irop Ha Unreal
Engine 3 BuKOopucTaHHIM MOBHU TIporpamyBaHHs C++.
. Unreal Engine Tutorials na YouTube:

https://www.youtube.com/user/UnrealDevelopmentKit/playlists
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e Bemmka KiTbKICTh BifcoypokiB Ha YouTube, 110 OXOIUIIOIOTH Pi3HI
acriekTH po3pooOku irop Ha Unreal Engine.
9. HoxymenTanis 3 po3po6ku irop 3arasiom: "The Art of Game Design" Bin

Jesse Schell Ta "Game Design: Theory & Practice" Bix Richard Rouse III.

e [[i KHUTM JONMOMOXYTh 3pPO3yMITH NPHUHIMIIK CTBOPEHHS Irop Ta
reiMan3anny.

10.Unity vs. Unreal Engine: Choosing the Best Game Engine - Crarts Ha
caiTi Gamasutra:
https://www.gamasutra.com/blogs/PhuongNguyen/20190603/343508/Un
ity vs_Unreal Engine_Choosing_the Best_Game_Engine.php

e Ila crarra nopiBHioe Unity 1 Unreal Engine Ta momomoske oOpaTu
HIAXOASIIIUN ABUTYH JUISl IPOEKTY.

11. Gamasutra (https://www.gamasutra.com/): Be0-caliT, npuCBSIYCHUI
1HIyCTpli reMIEBY, 31 CTATTSMU Ta OJ0oraMu Bij MPoQecioHaiB ramysi.
12.https://www.mixamo.com/#/

® mixamo caiT
13.https://terribilisstudio.fr/?section=MC

® [porpaMa mixamo converter
14. Unreal Engine [Enextponnuii pecypc] / Wikipedia

https://uk.wikipedia.org/wiki/Unreal Engine

15. IGN - https://www.ign.com/

e [leit caiiT 3abe3mneuye OrIsiIM, HOBUHU Ta IHTEPB'I0 3 PO3POOHHKAMHU irop, a
TaKOX BiJICOOTJISAN Ta JOJAATKOBUI KOHTCHT

16. Reddit - s cimerOTH low poly: https://www.reddit.com/r/low_poly/

® Jic KOPUCTYBal IUIATHCS CBOIMU pOOOTAaMHU, IOPaJIaMH Ta MUTAHHSIMU 111010 low
poly TBOpUOCTI.

17. Polycount - https://polycount.com/

e [le crinpHOTA XYIOKHUKIB Ta pO3POOHUKIB Ir0p, /1€ OOTOBOPIOETHCS CTBOPEHHS

3D-moneneit, Bxitouaroun low poly


https://www.gamasutra.com/blogs/PhuongNguyen/20190603/343508/Unity_vs_Unreal_Engine_Choosing_the_Best_Game_Engine.php
https://www.gamasutra.com/blogs/PhuongNguyen/20190603/343508/Unity_vs_Unreal_Engine_Choosing_the_Best_Game_Engine.php
https://www.gamasutra.com/
https://www.mixamo.com/#/
https://terribilisstudio.fr/?section=MC
https://uk.wikipedia.org/wiki/Unreal_Engine
https://www.ign.com/
https://www.reddit.com/r/low_poly/
https://polycount.com/
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18. ArtStation - https://www.artstation.com/

e Ile muraropma I XyMOKHHUKIB, 16 MOKHO 3HAUTH OaraTo poOiT y cTuii low
poly Ta mopaau Bia npodecioHamiB
19. https://docs.unrealengine.com/5.0/en-US/creating-blueprint-classes-in-unreal-

engine/

e An overview of the C++ Class Wizard in Unreal Engine.

20. cplusplus.com

e TyT MOXHa 3HAUTU OTJISAU, IPUKIAIN KO, CTATTI Ta (hOpYMHU /1Ji1 0OTOBOPEHb.

21. cppreference.com

e |le oOHNAH-IOBIIHUK, SKHM MICTUTH Oararo 1HQopMauii 0po QyHKIII,

010J110TE€KH Ta OCHOBH MOBH nporpamyBanHst C++


https://www.artstation.com/
https://docs.unrealengine.com/5.0/en-US/creating-blueprint-classes-in-unreal-engine/
https://docs.unrealengine.com/5.0/en-US/creating-blueprint-classes-in-unreal-engine/
http://www.cplusplus.com/
https://en.cppreference.com/w/
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JTOJATOK
https://we.tl/t-owFxhfLHfe - nminka Ha 3aBanTaxeHus rpu “_Arden Dungeon ”

LviIStatsStruc - 1ie cTpykTypa (BIacHui THII JaHUX, sK int, float i T.1), TYT MU B
OJIyIIPIHTI HAJIAIITOBYEMO OCHOBHI XapaKTEPUCTUKH MEPCOHAXKA TaK1 SIK XII YPOH 1

JIOCBI1J 10 1HIIIOT'O JIBJI.:

#include "CoreMinimal.h"

#include "UObject/NoExportTypes.h"

#include "LvlStatsStruc.generated.h"”
USTRUCT (BlueprintType)

struct ARDENDUNGEON_API FLvIStatsStruc

{

GENERATED_BODY/()

UPROPERTY (EditAnywhere, BlueprintReadWrite)

float ExpToNextLvl;

UPROPERTY (EditAnywhere, BlueprintReadWrite)

float MaxHP;

UPROPERTY (EditAnywhere, BlueprintReadWrite)

float BaseDamage;
b
BaseEnemyAiController - 1ie Te 1110 kepye BOporom, y rpaslis Iie cTaHAapTHUH player
controller 3 HabopoM cTanAapTHUX QYHKIIIH K1 HAM MIIXOIATh, 4 y BOPOTra MU 33/1a€MO

CBOIO JIOTIKY 4epe3 aepeBo noseAinku (Behaivior Tree)

#include "CoreMinimal.h"

#include "AlController.h"

#include "Perception/AiPerceptionComponent.h"

#include "BehaviorTree/BehaviorTree.h"

#include "BehaviorTree/BlackboardComponent.h™

#include "BaseEnemyAiController.generated.h”

UCLASS()

class ARDENDUNGEON_API ABaseEnemyAiController : public AAlController

{

GENERATED_BODY/()

virtual void BeginPlay() override;

UPROPERTY (EditDefaultsOnly, Category = "Blackboard")
UBIlackboardData* BlackboardToUse;

UPROPERTY (EditDefaultsOnly, Category = "Blackboard")
UBehaviorTree* BehaviorTreeToUse;

UPROPERTY/()
UBIlackboardComponent™ BB;


https://we.tl/t-owFxhfLHfe
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UPROPERTY (EditDefaultsOnly, Category = "Blackboard")
TSubclassOf<UAISense> SightSense;

UPROPERTY (VisibleAnywhere, Category = "Al")

UAIPerceptionComponent* Wolf_Perception;

UFUNCTION()

void SenseStuff(AActor* UpdatedActor, FAIStimulus Stimulus);
b

#include "BaseEnemyAiController.h"

void ABaseEnemyAiController::BeginPlay()

{
Super::BeginPlay();

if (lensure(BlackboardToUse)) { return; }
else {
UseBlackboard(BlackboardToUse, BB);

}

if (lensure(BehaviorTreeToUse)) { return; }
else {
RunBehaviorTree(BehaviorTreeToUse);

}

Wolf_Perception = FindComponentByClass<UAIPerceptionComponent>();
if (lensure(Wolf_Perception)) { return; }
else {
Wolf_Perception->OnTargetPerceptionUpdated. AddDynamic(this,
&ABaseEnemyAiController::SenseStuff);
}
}

void ABaseEnemyAiController::SenseStuff(AActor* UpdatedActor, FAIStimulus Stimulus)

{
if (Stimulus.WasSuccessfullySensed())

{

UpdatedActor);
¥

if(UpdatedActor->ActorHasTag(""Player™)) BB->SetValueAsObject("Target",

}

Behaivior Tree - nmepeBo moBemiHki 0OTiB (BCTpO€HME (YHKIIOHAN), B HAIIOMY

BUMAJIKY, SKIIO 3HAYEHHS JOLIKK HE MycTe (aHAJOT 3MIHUX B C++, TUIBKHM JOIIKA
MpUBsI3aHHA JI0 JIepeBa), MU MOBEPTAEM BOpOTa OOJIMYSIM 10 i (SIKYy OTpUMaJId B
BaseEnemyAiController), 6i>xemo a0 Hef, 1 ak1o guctaiiis 10 i 200 myHKTIB TO MU

aTaKyeMo, 3aTpUMKa Ha aTaky lc.
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¥. ROOT
BB_Enemy

A4

a
[-J Blackboard Based Condition
ard: Target is Is Set o
" Sequence
Sequence

e

]
=v Rotate to face BB entry = Move To = Cooldown
RotateToFaceBBEntry: Target MoveTo: Target ock for 1.0s aftef ution and return Failed @

AttackRangeDec

Behaivior Tree AttackRangeDec - nepeBipka AucTaHIlil 10 i

Perform Condition Check Al Return Node
D e e — D
Owner Controller Return Value
f Get Distance To
Controlled Pawn =
Target Return Value ¢

Other Actor

Key Return Value

Attack Range @

"F Gel Blackboard Value as Actor

Key Return Value

& Event Receive Execute Al ¥ Cast To BaseEnemy s ;‘ f Finish Execute
| F Apply Damage
»P— P \
A »

Damaged Actor Return Value

Target  Damage @

Enemy Animation - moist 103B0OJIsI€E HAM aTaKyBaTH TUIBKH ITiC/IsA 3aKiHUCHHS aHiMaIlii

aTaku, Apyra Mojis B KiHII aHIMaIlii cMepTi Mu gaemo 50 T0CBigy MEPCOHAKY.

& AnimNotify_AttackEnd
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BaseEnemy - ocHoBa Hamux BOporiB (BCiX)

#include "BaseEnemy.h"
#include "Perception/AiPerceptionComponent.h"
ABaseEnemy::ABaseEnemy()

{
PrimaryActorTick.bCanEverTick = true;
}
void ABaseEnemy::BeginPlay()
{
Super::BeginPlay();
}

float ABaseEnemy:: TakeDamage(float DamageAmount, struct FDamageEvent const& DamageEvent, class
AController* Eventlnstigator, AActor* DamageCauser)

{
float dmg = Super::TakeDamage(DamageAmount, DamageEvent, EventInstigator, DamageCauser);
HP -= dmg;
if (HP <=0) Dead = true;
return dmg;
}

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

UCLASS()
class ARDENDUNGEON_API ABaseEnemy : public ACharacter

{ GENERATED_BODY()
public:

ABaseEnemy();
protected:

virtual void BeginPlay() override;

UPROPERTY (BlueprintReadWrite)
bool Attack;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float Damage;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float HP;

UPROPERTY (BlueprintReadOnly)
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bool Dead;

virtual float TakeDamage(float DamageAmount, struct FDamageEvent const& DamageEvent, class
AController* Eventlnstigator, AActor* DamageCauser) override;

}

BaseCharacter - 1e ocHoBa HaImIOro IMmepcoHaka, Ha OCHOBI IOTO KJacy poOHMMO

OMyTpiHT

#include "CoreMinimal.h"

#include "GameFramework/Character.h"
#include "Logging/LogMacros.h"
#include "Camera/CameraComponent.h"
#include "LvlStatsStruc.h"

#include "Base_Character.generated.h"

class USpringArmComponent;
class UCameraComponent;
class UlnputMappingContext;
class UlnputAction;

struct FInputActionValue;

DECLARE_LOG_CATEGORY_EXTERN(LogTemplateCharacter, Log, All);

UCLASS()
class ARDENDUNGEON_API ABase_Character : public ACharacter

{
GENERATED_BODY/()

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Camera, meta =
(AllowPrivateAccess = "true"))
USpringArmComponent* CameraBoom;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Camera, meta =
(AllowPrivateAccess = "true"))
UCameraComponent™ FollowCamera;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess =
"true"))
UlnputMappingContext* DefaultMappingContext;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess =
"true"))
UlnputAction* JumpAction;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivate Access =
"true"))
UlnputAction* MoveAction;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivate Access =
"true"))
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UlnputAction* LookAction;
UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess =
"true"))
UlnputAction* RunAction;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivate Access =
"true"))
UlnputAction* RMBAction;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Input, meta = (AllowPrivateAccess =
"true™))

UlnputAction* LMBAction;
protected:

UPROPERTY (BlueprintReadWrite)

bool Aiming;

UPROPERTY (BlueprintReadWrite)
bool Recoil;

UPROPERTY (EditAnywhere, BlueprintReadOnly, Category = Components)
UClass* Arrow;

UPROPERTY (EditAnywhere, Category = Stats)
FLvlStatsStruc LvIStats[5];

float CurrentHealth;
float CurrentExp;

UPROPERTY (BlueprintReadWrite)
int CurrentLvl;

UPROPERTY (BlueprintReadWrite)
bool Dead;

protected:
virtual void BeginPlay() override;

void Move(const FInputActionValue& Value);
void Look(const FInputActionValue& Value);

void RunStart();
void RunCompleted();

void AimingBowEnable();
void AimingBowDisable();

void ShootBow();

void LvliUp();
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UFUNCTION(BlueprintCallable)
float PercentHp();

UFUNCTION(BlueprintCallable)
float PercentExp();

UFUNCTION(BIlueprintCallable)
void TakeExp(float exp);

virtual float TakeDamage (float DamageAmount,struct FDamageEvent const& DamageEvent,class
AController* EventInstigator, AActor* DamageCauser) override;

public:
ABase_Character();
virtual void Tick(float DeltaTime) override;
virtual void SetupPlayerInputComponent(class UlnputComponent* PlayerInputComponent) override;
FORCEINLINE class USpringArmComponent* GetCameraBoom() const { return CameraBoom; }
FORCEINLINE class UCameraComponent* GetFollowCamera() const { return FollowCamera; }

b

#include "Base_Character.h"

#include "Components/CapsuleComponent.h"

#include "GameFramework/Actor.h"

#include "GameFramework/CharacterMovementComponent.h
#include "GameFramework/SpringArmComponent.h™
#include "GameFramework/Controller.h"

#include "GameFramework/CharacterMovementComponent.h
#include "EnhancedInputComponent.h"

#include "EnhancedInputSubsystems.h"

#include "InputActionValue.h"

#include "Components/SceneComponent.h"

#include "Kismet/KismetMathLibrary.h"

#include "Camera/CameraComponent.h™

DEFINE_LOG_CATEGORY (LogTemplateCharacter);

I Sets default values
ABase_Character::ABase_Character()
{
I Set this character to call Tick() every frame. You can turn this off to improve performance if you
don't need it.
PrimaryActorTick.bCanEverTick = true;

/I Set size for collision capsule
GetCapsuleComponent()->InitCapsuleSize(42.f, 96.0f);
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// Don't rotate when the controller rotates. Let that just affect the camera.
bUseControllerRotationPitch = false;

bUseControllerRotationYaw = false;

bUseControllerRotationRoll = false;

Il Configure character movement

GetCharacterMovement()->bOrientRotationToMovement = true; // Character moves in the direction
of input...

GetCharacterMovement()->RotationRate = FRotator(0.0f, 500.0f, 0.0f); // ...at this rotation rate

GetCharacterMovement()->JumpZVelocity = 700.f;

GetCharacterMovement()->AirControl = 0.35f;

GetCharacterMovement()->MaxWalkSpeed = 500.f;

GetCharacterMovement()->MinAnalogWalkSpeed = 20.f;

GetCharacterMovement()->BrakingDecelerationWalking = 2000.f;

GetCharacterMovement()->BrakingDecelerationFalling = 1500.0f;

Il Create a camera boom (pulls in towards the player if there is a collision)

CameraBoom = CreateDefaultSubobject<USpringArmComponent>(TEXT("CameraBoom™));

CameraBoom->SetupAttachment(RootComponent);

CameraBoom->TargetArmLength = 400.0f; // The camera follows at this distance behind the
character

CameraBoom->bUsePawnControlRotation = true; // Rotate the arm based on the controller

I Create a follow camera

FollowCamera = CreateDefaultSubobject<UCameraComponent>(TEXT ("FollowCamera"));

FollowCamera->SetupAttachment(CameraBoom, USpringArmComponent::SocketName); // Attach
the camera to the end of the boom and let the boom adjust to match the controller orientation

FollowCamera->bUsePawnControlRotation = true; // Camera does not rotate relative to arm

}

// Called when the game starts or when spawned
void ABase_Character::BeginPlay()

{
Super::BeginPlay();

//Add Input Mapping Context
if (APlayerController* PlayerController = Cast<APlayerController>(Controller))
{
if (UEnhancedInputLocalPlayerSubsystem* Subsystem =
ULocalPlayer::GetSubsystem<UEnhancedInputLocalPlayerSubsystem>(PlayerController-
>GetLocalPlayer()))

{
}

Subsystem->AddMappingContext(DefaultMappingContext, 0);

}

/lup the level from 0 to 1
if (CurrentLvl ==0)
{

}

LviUp();
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}

/Il Called every frame
void ABase_Character::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

}

// Called to bind functionality to input
void ABase_Character::SetupPlayerinputComponent(UInputComponent* PlayerinputComponent)
{

/I Set up action bindings

if (UEnhancedInputComponent* EnhancedInputComponent =
Cast<UEnhancedInputComponent>(PlayerIinputComponent)) {

{// Jumping

EnhancedinputComponent->BindAction(JumpAction, ETriggerEvent::Started, this,
&ACharacter::Jump);

EnhancedInputComponent->BindAction(JumpAction, ETriggerEvent::Completed, this,
&ACharacter::StopJumping);

// Moving
EnhancedInputComponent->BindAction(MoveAction, ETriggerEvent:: Triggered, this,
&ABase_Character::Move);

// Looking
EnhancedInputComponent->BindAction(LookAction, ETriggerEvent::Triggered, this,
&ABase_Character::Look);

//Run

EnhancedInputComponent->BindAction(RunAction, ETriggerEvent::Started, this,
&ABase_Character::RunStart);

EnhancedInputComponent->BindAction(RunAction, ETriggerEvent::Completed, this,
&ABase_Character::RunCompleted);

/IAiming

EnhancedInputComponent->BindAction(RMBAction, ETriggerEvent::Triggered, this,
&ABase_Character::AimingBowEnable);

EnhancedInputComponent->BindAction(RMBAction, ETriggerEvent::Completed, this,
&ABase_Character::AimingBowDisable);

//Shoot Bow
EnhancedInputComponent->BindAction(LMBAction, ETriggerEvent:: Triggered, this,
&ABase_Character::ShootBow);

}

else
{
UE_LOG(LogTemplateCharacter, Error, TEXT(""%s' Failed to find an Enhanced Input
component! This template is built to use the Enhanced Input system. If you intend to use the legacy system,
then you will need to update this C++ file."), *GetNameSafe(this));
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}
¥
void ABase_Character::LvliUp()
{
CurrentLvl++;
CurrentExp = 0;
CurrentHealth = LvIStats[CurrentLvl].MaxHP;
}
float ABase_Character::PercentHp()
{
return CurrentHealth / LvIStats[CurrentLvl].MaxHP;
}
float ABase_Character::PercentExp()
{
return CurrentExp / LvIStats[CurrentLvI].ExpToNextLvl,
¥
void ABase_Character::TakeExp(float exp)
{
CurrentExp += exp;
if (CurrentExp >= LvlStats[CurrentLvI].ExpToNextLvl) LviUp();
}

float ABase_Character::TakeDamage(float DamageAmount, struct FDamageEvent const& DamageEvent,
class AController* Eventinstigator, AActor* DamageCauser)

{
float dmg = Super::TakeDamage(DamageAmount, DamageEvent,Eventinstigator,DamageCauser);
CurrentHealth -= dmg;
if (CurrentHealth <= 0) Dead = true;
return dmg;
}

void ABase_Character::Move(const FInputActionValue& Value)
{

/I input is a Vector2D

FVector2D MovementVector = Value.Get<FVector2D>();

if (Controller != nullptr)

{
/I find out which way is forward
const FRotator Rotation = Controller->GetControlRotation();
const FRotator YawRotation(0, Rotation.Yaw, 0);

/I get forward vector
const FVector ForwardDirection = FRotationMatrix(YawRotation).GetUnitAxis(EAXxis:: X);

/I get right vector
const FVector RightDirection = FRotationMatrix(YawRotation).GetUnitAxis(EAXis::Y);



// add movement
AddMovementInput(ForwardDirection, MovementVector.Y);
AddMovementinput(RightDirection, MovementVector.X);

}

void ABase_Character::Look(const FInputActionValue& Value)

{
/l input is a Vector2D

FVector2D LookAxisVector = Value.Get<FVector2D>();

if (Controller != nullptr)

¢ // add yaw and pitch input to controller
AddControllerYawlInput(LookAxisVector.X);
AddControllerPitchlnput(LookAxisVector.Y);
}
¥
void ABase_Character::RunStart()
{
if (1Aiming)
{
GetCharacterMovement()->MaxWalkSpeed = 500.f;
}
¥
void ABase_Character::RunCompleted()
{ GetCharacterMovement()->MaxWalkSpeed = 300.f;
}
void ABase_Character:: AimingBowEnable()
{ . .
Aiming = true;
CameraBoom->TargetArmLength = 200.f;
}
void ABase_Character::AimingBowDisable()
{
Aiming = false;
CameraBoom->TargetArmLength = 400.f;
}
void ABase_Character::ShootBow()
{

if (Aiming && !Recoil)
{

Recoil = true;

/lcreate an arrow from the bow towards the center of the screen
FActorSpawnParameters SpawnlInfo;

91
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Spawnlnfo.Instigator = this;

Spawninfo.Owner = this;

const FVector transfom_socket = GetMesh()->GetSocketLocation("arrow_socket");
const FRotator rotator_camera = FollowCamera->GetComponentRotation();

const FVector scale = FVector(1, 1, 1);

FTransform transform = FTransform(rotator_camera, transfom_socket, scale);
AActor* new_arrow = GetWorld()->SpawnActor(Arrow, &transform, SpawnlInfo);

/create an trace from the bow towards the center of the screen
FVector Start = GetMesh()->GetSocketLocation("arrow_socket");
FVector End = Start + FollowCamera->GetForwardVector() * 5000.f;
FHitResult HitResult;

FCollisionQueryParams Params;

Params.AddlgnoredActor(this);

I/l Apply damage to target

if (GetWorld()->LineTraceSingleByChannel(HitResult, Start, End,
ECollisionChannel::ECC_Camera, Params, FCollisionResponseParams()))

{

HitResult.GetActor()->TakeDamage(LviStats[CurrentLvl].BaseDamage,

FDamageEvent(), GetlInstigatorController(), this);

}

}

}

Blueprint BaseCharacter bow - poOumMo Jyk B pyli HEBHUIMMHM, KOJH CIPAIbOBYE

nofist pick weapon Mu nepeBipsieMo Ky 30poro MU 6epemMo 1 poOUMO HOTO BUAUMUM

7 Set Visibiiity

Blueprint BaseCharacter crosshair - BimoOpa)kaeMo MPHIIT KOJU HAKUMAEMO PaBy

KHOIIKY MMIII
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Blueprint BaseCharacter widget infotext - moka3syemo Ha ekpaHi CKIJIbKH OTpHUMAJIH

IITKOJIH, 1 3aITyCKAEMO aHIMAIIil0 TIEPEMIIIICHHS TEKCTY 10 eKpaHy

Blueprint BaseCharacter widget update exp bar - nepenaemo nporeHTHE 3HaYCHHS (B

0 mo 100) Ha mporpec Oap (moJoOCKa 3arMoOBHIOE Oap 3ajJeKHO BiJ MPOIEHTY TOOTO

3HaueHHs 50 1e cepenuna 6apa) + BigoOpa)kaeMo JIBJI B KOMIIOHEHTI TEKCTY

Blueprint BaseCharacter widget update hp bar - anosoriuno Ho 11 6apa X1

- — Target Hp Bar F Set Percent
[ Update HP Bar »# Cast To W_ExpBar

» » » “F Percent Hp »
Object Cast Failed [ \ — / Target
» »

As W Exp Bar ® InPercent
Target [self | Retum Value @

F Get Widget

Exp Bar
P Target Return Value
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Blueprint BaseCharacter widget - Tyt Mu BUKIHMKAEMO BHIIIE onucaHi GpyHkiii, info text

KOJIM OTPUMYEMO TTKOAY, hp 1 exp bar Ko)KHOTO Kaapy

‘O v
€ Event AnyDamage & Info Damages Text

»
| >
Damage ¢
Damage Type
Instigated By

Damage Causer

“&Update WP Bar
© Event Tick B
» — » | 3

Delta Seconds Target \ ‘»‘j’J Target | self |

Animation component — e aniM OJYIIPIHT, CIIOYATKY POOMMO IMOCHIAHHS Ha OJIYNPIHT

MIEPCOHAXKY, 1 HOTO KOMIIOHEHT MEepPEeMIilleHHS

SET
et ———————— e
. Mavement ©

¥ Get Gwming Actor <
E Character Movement

Target

Animation get variable - 6epemo 3Ha4YeHHs 3 OyNpiHTa MEpCOHAXKA (KOKHOTO Kaapy),

1 30epiraeMo ix B JJOKaJbHI 3MiHI SIK1 BIJIIOBIIAIOTH 32 MEPEKIIOUYCHHS aHIMAITii.
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Animation notify - mozist B KiHIli aHiMaIIii MOCTPLIY, Mepemukae 3HaueHHs Recoil. Tuma

MU 3aKIHUWIIH TIepe3apsIKy JIyKa, MOKHA CTPLISITH 3HOBY.

€ AnimNotify_Bow_reload_end »% Cast To Base_Character

P — P b
Object Cast Failed [

As Base Character
Character

PickedBow - nyk sikuii MU MiAOMPaEMoO, SKIIO TPaBellb 3aMIIOB B 30HY Tpirepa, Mu
BKJIFOYAEMO 10 JYK MOKHa Mii0paTH, MOKa3yeM TEKCT Ha SIKYy KHOIKY >KaTH, KOJIU
KHOTIKY Ha)kaJIi, BU3MBAEMO MO0 pick weapon y mepcoHaxa, 1 BUIAAISEMO IIeH

00’€KT.

MainGameMode - game mode 3arpy»aetbcsi pa3oM 3 JIEBEJIOM, i KOHTPOJIIOE TpY.

Takox mepeBipsie YMOBU I'pH, SIKIIO 00C a00 MEpPCOHaX MOMEpP, TO BU3UBAE MEHIO 1

MMHUIIE BIJAIIOBIIHUNA TEKCT.

F Get Al Actors Of Ciass with Tag

»— 0

F Rdd t Viewport
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MainMenu - roloBHE MEHI0, II¢ PiBEHb 3 2 KHOMKaMH, CTapT 3arpy’kae Halll piBeHb IS

TPH, BUXIJl BITOBITHO BUXI1]I

& On Clicked (Start) "F Open Level (by Object Reference)

O Level Level-1

- “F Quit Game
€ On Clicked (Exit) >
»
Specific Player
Quit Preference

Quit

Ignore Platform Restrictions

EndGameMenu - MeHI0 KiHIISI TPH - 3arpy’ka€e PiBEHb FOJIOBHOTO MEHIO

€ 0n Clicked (BackToMenu) S Open Level (by Object Reference)

» - P

O Level MainMenu v

v




