HAH{OHAHBHI/IP'I TEXP\I}I‘IHI/H\/JI YHIBEPCUTET YKPAIHU
«KNIBCHEKUU TTOJITEXHIYHUM IHCTUTYT imeni ITOPSI CIKOPCBKOI'O»

dakynpTeT iIHPOPMATUKHU Ta QOUHCIIOBATLHOT TEXHIKH

(moBHa Ha3Ba IHCTUTYTY/(aKyibTETY)

Kadenpa inbopmMaTuky Ta MporpamMHoi iHKeHepii

(moBHa Ha3Ba Kadeapn)

«J10 3aXuCTy IOMYIIEHO»
3aBigyBau kadeapu

Enyapn XKAPIKOB

(miamuc) (imM’st ipi3BuIIIE)

“« 7 2025 p.

JAMIIOMHU A POEKT

Ha 3100yTTH cTyneHs: 0aKkajiaBpa

3a OCBITHBO-NIPOdeCciiiHO0 NMPOorpaMoro «IH:keHepis MPOrpaMHOro 3ade3nev4eHHs
iHpopManiiHUX cucTEM»

crneniajgbHOCTI «121 TH:KeHepis MPOrpaMHoOro 3ade3nev4eHH»

Ha TEMY: OnHOKOpHUCTYBaIbKUN ITPOBUI 3aCTOCYHOK y skaHpl Action RPG 3

BUKOPHMCTAHHSIM ITPOBOTO ITY4YHOTO 1HTENeKTy Ha pyuiii Unreal Engine

Bukonas crtyaeHT IV kypcy, rpynu IT1-12

(umapp rpyrm)

Crenyn JImutpo OnexkcaHapoBUY

(mpi3Buie, im’st, 10 GaTHKOBI) (miamuc)
KepiBHuk CT. BUKJI, 1-p ¢inocodii, CapHarpkuii B. B.
(mocana, HayKOBHIA CTYIIiHb, BYCHE 3BaHHS, IPI3BUIIE Ta iHiLliaIN) (i amuc)

Koncynbraur  cr. BuKI, 1-p dpinocodii, [onouenko M. M.

(nocana, HayKOBH CTYITiHb, BUCHE 3BaHHS, IPI3BUILIE Ta iHILiaIN) (migmuc)

Penensenr

(mocania, HayKOBHH CTYIIiHb, BICHE 3BaHHS, MIPI3BHUIIE Ta iHiLliam) (i ruc)

3acBiluyto, M0 y I[bOMY JTUIIJIOMHOMY IPOEKTI
HEMae 3aro3u4eHb 3 Mpallb IHIIUX aBTOpiB 0e3
BIAMOBIAHUX ITOCUJIAHbD.

Crynent

(miamuc)

Kuis — 2025



HamionansHuii TeXHIYHUN YHIBEPCUTET YKpaiHH
«KuiBcbkuit momiTexHIYHUN IHCTUTYT iMeH1 [ropst CikopCchbKOTo»
®daxkynpTeT iIHPOPMATUKU Ta 0OUUCITIOBATBHOT TEXHIKH

Kadenpa indopmaruku Ta mporpaMHOi 1HXKEHEPIi

PiBens BuUIOi OCBITH — TIepIHii (0aKagaBPCHKHiA)
CremianbHicTh — 121 [HX)XEHEpis TporpaMHOTo 3a0€3MeUCHHS

OcsitHBO-TIpOeciiina mporpama — [HKeHepis MporpaMHOTO 3a0€3MEeUCHHS
1H(pOpMaLIITHUX CUCTEM

3ATBEP/IKVYIO
3aBigyBay Kadeapu
Envapn 2KAPIKOB

(minmuc) (iM’s1 mpi3BHILE)

“« > 2025 p.

3ABJIAHHSA
HA JUIUVIOMHHM I MIPOEKT CTYIEHTY

CrenyH JImutpo OnekcaHapoBUY

(mpi3Buie, iM’s1, MO0 OATHKOBI)

1. Tema npoekty OmHOKOPUCTYBAIIbKHI ITPOBUH 3aCTOCYHOK Y KaHpi Action
RPG 3 BUKOpHCTaHHAM IrPOBOTO IITYYHOTO 1HTEJIEKTY Ha
pyuwii Unreal Engine

kepiBHUK npoekTy  CapHaupkuii Bnagucnas BitaniiioBuy, n-p ginocodii, cT. BUKI

(mpi3BuIIE, iM s, IO OATHKOBI, HAYKOBHH CTYIiHb, BUCHE 3BaHHS)

3aTBEPAKEHI HAKa30M 110 YHIBEpCUTETY BiJ «23» TpaBHs 2025 p. Nel705-¢
2. TepMiH MOAAHHS CTYAEHTOM MPOEKTY «16» uepBHs 2025 poky

3. BuxiaHi gaHi 10 NPOEKTY: IEXHIYHE 3aBJIaHHS

4. 3MICT HOSCHIOBAJILHOI 3aITUCKHU
1) IlepeanpoekTHE OOCTEKEHHS NPEAMETHOI 00JacTi: IMOCTAHOBKA 3aBIAHHS

IUIJIOMHOTO TPOCKTYBAHHS, aHalli3 MPEJIMETHOi o0nacTi, aHalli3 ICHYIOUHX PIIICHE,
aHajli3 BIIOMMX TPOTPAMHHUX TPOJYKTIB, aHajli3 BUIOMHX aATOPUTMIYHUX Ta
TEXHIYHUX PIIICHB, ONMKC O13HEC-IPOIIECiB
2) Po3po0OsIcHHS BHUMOT JI0 MPOTPAMHOTO 3a0e3MeUCHHs: BapiaHTH BHKOPHUCTAHHS
IPOrPAMHOTO  3a0C3NCUCHHS,  aHali3  CHCTEMHHX  BHMOL  PO3POOJISHHS
GVHKITIOHATRHUX  BUMOT,  PO3p006IeHHS  HEeYHKIIOHATBLHUX  BUMOT,  aHAJI3

EKOHOMIYHMX TOKa3HUKIB MPOrpaMHOro 3a0e3NeuyeHHs, MOCTAHOBKA 3aBJIAHHS Ha
PO3POOKY IIPOrPAMHOTO 3a0€3I1EUEHHS




3) KoHCTpYIOBAaHHSA _Ta DPO3POOJCHHS MIPOrpPaMHOrO 3a0e3leueHHs: apXITEKTypa
IIPOTPAMHOIO__3a0€3MCUCHHS, apXITEKTYPHI DINICHHS _Ta OOIPVHTYBAaHHSI _BHOODY
3ac00i1B PO3pPOOKH, aHaTI3 Oe3NeKH JIAHUX.

4) Awnami3z_ SKOCTI _Ta _TECTYBaHHS NPOIPDAMHOr0 3a0e3leUeHHS: aHaji3 SKOCTI
IIPOrPaMHOTO  3a0C3MCUCHHs, ONKC TPOIIECIB TECTYBAHHS, ONHUC KOHTPOJBHOTO
IPUKIATY.
5) Po3ropraHHs Ta CYIPOBLI IPOrPAMHOI0 3a0€3II€UeHHS: PO3rOPTAHHS IPOIrPAMHOIO

320€e3MeUYeHHs, CYIPOBLI IPOTrPaMHOIQ 3a0€3MeUeHHS.

5. Ilepenik rpadiuHoro marepiainy
1) Cxema CTPYKTYPHA BapiaHTIB BUKOPHUCTAHR

2) Cxema CTpYKTYpHa OJIOK-CXEMHU aJITOPUTMY TIJIaHYBAaHHS JIii
3) Cxema cTPYKTYpHA O13HEC-TIPOIIecyY B3a€MOJIIi 3 MPOIABIIEM

6. KoHncynbTanTu po3/iIiB MPOEKTY

) . Ilignuc, mara
. le3BI/IHI€, 1H1I11aJIM Ta 1rmocaaa
POBIIIJI 3aBJaHHA 3aBJaHHA
KOHCYJIbTaHTa o
BHU1aB IIPUHHAB
7. Jara BH 141 3aBIAHHSA «15» Oepe3Hs 2025 POKY

Kanengapuuii nian

Ne HasBa eraniB BUKOHAHHS TepMiH BUKOHAHHS .
. [Ipumitka
3/1 JIATJIOMHOTO MIPOEKTY €TaIliB IPOEKTY
1 BuBueHHS pEKOMEHI0BAHOI JITEPATYPH 15.03.2025
2 AHaJi3 ICHYIOUMX METOJIIB PO3B’sI3aHHs 3a/1a4i 20.03.2025
3 ITocTtaHoBKa Ta hopMaJizariis 3aaa4i 30.03.2025
4 Po3pobka iHbopMaItiitHOTo 32a0€3MeUeHHS 10.04.2025
5 AJropuTMIi3allis 3a1a4i 15.04.2025
6 O6rpyHTyBaHHﬂ 1§H6opy BUKOPUCTAHUX 20.04.2005
TEXHIYHHUX 3aC001B
7 Po3pobka nporpaMHOro 3a0e3rneueHHs 15.05.2025
8 Hanaromkenss nporpamMu 20.05.2025
9 BukoHaHHs rpad)iyHHUX JIOKYMEHTIB 22.05.2025
10 | OdopMiteHHS OSICHIOBAJIBLHOI 3aIIMCKU 31.05.2025
11 | Ilomanus JAI1 Ha momepeaHii 3aXUCT 02.06.2025
12 | [Moganus I penieH3eHTY 10.06.2025
13 | Ilomannus JI1 Ha OCHOBHUM 3aXHCT 16.06.2025
CryneHr Hmutpo CrenyH
(miammc) (iHiriany, npi3BuIe)
KepiBHuk Bnamicnas CAPHALIBKMI

(migmmc) (iHiLiany, npisBuie)



AHOTAIIIA

[TosicHIOBaJIbHA 3alIMCKa JUIJIOMHOIO MPOEKTY CKIIANAETHCS 3 I1'ATH PO3/ILIIB,
MicTuTh 41 Tabnuito, 28 pucyHkiB Ta 11 mxepen — 3aramom 73 CTOPIHKH.

JIMIIIOMHNAN TIPOEKT TPUCBSIYCHHUA PO3pOOII OTHOKOPUCTYBAIILKOTO irpPOBOTO
3aCTOCYHOKY y kaHpi Action RPG 3 BUKOpHUCTaHHSM IrpOBOTO HITYYHOTO 1HTEICKTY
Ha pyurii Unreal Engine.

MeTor0 po3poOKM € MiABUILNEHHS PIBHS 3aHYPEHHs Ta peirpalenbHOCTI Ipu
IUIIXOM BIPOBA/KCHHS aJIallTUBHOTO IITYYHOTO 1HTEJIEKTY, SIKUW pearye Ha CTaH
CBITY, KOPUTY€ MOBEAIHKY BOPOTIB Yy peaJbHOMY 4aci Ta 3abe3rneuye pi3HOMaHITHI
OOlOBI  creHapii, 0OpH LbOMY 30epiraloud BHCOKY HPOAYKTHBHICTH Ta
MacIITabOBaHICTh MMPOEKTY

VY pozaini «IlepeanpoekTHe 0OCTEXKEHHSI MPEAMETHOI 001aCT1» PO3IIAIAETHCS
MpeIMeTHa O00JacTh PO3POOKH, TOMIOHI MPOMYKTH IO PO3POOKH Ta MOMKIIUBI
AJTOPUTMIYHI Ta TEXHIUHI PIIICHHS, 110 MOXKYTh OyTH BUKOPHUCTaH1 y Po3po0iii.

Po3ain «Po3pobieHHs BUMOr 10 MPOrpaMHOro 3a0e3NedeHHs» MPUCBAYECHUN
aHai3y BaplaHTIB BUKOPHUCTAHHS MPOTPAMHOTO 3a0€3MEUeHHS, 32 Pe3yJIbTaTOM SIKOTO
Oysi0 po3pobieHo (yHKIIOHANBHI Ta HEQYHKIIIOHAIBHI BUMOTH. PO3po0IieH1 BUMOTH
OyiaM BHKOPHCTaHI Ui aHaii3y E€KOHOMIYHMX TMOKa3HHKIB, TakKi SIK TPUBAJIICTh Ta
BapTICTh PO3POOKHU.

VY poznin «KoHCTpyrOBaHHsSI Ta PO3POOJICHHS MPOTPaMHOTO 3a0e3MEUCHHS
0OTOBOPIOIOTHCS MPUNHSATI PIMICHHS MO0 apXITEKTyPH MPOTPaMHOTO 3a0e3MeueHHs,
30KpeMa JAeTalbHUI PO3MIIA]l NPUHHATUX apXITEKTYpPHUX PILIEHb Ta OOTPYyHTYBaHHS
BHUOOpY 3ac001B pO3pOOKH.

Po3min  «AHami3 SKOCTI Ta TECTYBaHHS MPOTPAMHOTO 3a0e3MEUEHHS
NPUCBSYEHUI aHaNi3y SKOCTI MPOrPaMHOTO 3a0€3MEUYEeHHS 3a JAOMOMOTOI OO0paHUX
METO/IB TECTyBaHHS, OMUC MPOLECY TECTyBaHHS Ta HABEACHHS MPUKIALY poOoTH
IPOrpaMHOro 3a0€3MeUeHHS.

VY poszaini «Po3ropTaHHs Ta CynpoBij MPOrPaMHOIO 3a0€3MEUeHHS» e MOBa

PO MPOIIEC PO3TOPTaHHS MPOTrPAMHOTO 3a0€3MEUeHHS Ta KOTO CYTIPOBOJLY.

KJIIOUOBI CJIOBA: I'POBUI 3ACTOCYHOK, UNREAL ENGINE, GOAP



ABSTRACT

The explanatory note of the diploma project consists of five sections, contains
41 tables, 28 figures and 11 sources — in total 73 pages.

The purpose of the diploma project is to increase the level of immersion and
replayability by implementing adaptive artificial intelligence that responds to the state
of the world, dynamically adjusts enemy behavior in real time, and provides diverse
combat scenarios while maintaining high performance and project scalability.

The section «Pre-project analysis of the subject area» examines the
development domain, similar existing products, and potential algorithmic and
technical solutions that could be applied in the project.

The section «Development of software requirements» focuses on the analysis
of possible software use cases, based on which functional and non-functional
requirements were developed. These requirements were then used to analyze
economic indicators such as development time and cost.

In the section «Software design and developmenty», decisions regarding the
software architecture are discussed, including a detailed examination of the selected
architectural solutions and the rationale behind the choice of development tools.

The section «Software quality analysis and testingy is devoted to evaluating the
software's quality using selected testing methods, describing the testing process, and
providing a working example of the application.

The section «Software deployment and maintenance» covers the process of

software deployment and its subsequent maintenance.

KEYWORDS: GAME APPLICATION, UNREAL ENGINE, GOAP
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1 HAUMEHYBAHHS TA T'AJTY3b 3ACTOCYBAHHS

Ha3Ba po3pobku: OAHOKOPHUCTYBAlbKUI IFPOBHM 3aCTOCYHOK Yy JKaHpI
Action RPG 3 BHUKOpHCTaHHSIM IFPOBOrO IITYYHOIO 1HTENEKTy Ha pyuwii Unreal
Engine.

I"any3s 3acTocyBaHHs: opraHi3ailis J03BULIS.

HaBenmene ~ TexHiuHe  3aBHaHHS  TONIMPIOETBCS ~ HA  PO3POOKY
OJTHOKOPHUCTYBaIlbKOro irpoBoro 3actocyHky Descendance Hero [DH], xotpa
BUKOPUCTOBYETHCS ISl pO3Bar Ta MpuU3Ha4YeHa AJIs 3HATTS CTPECY Cepesl BEIMKOTO

KOJIa KOPUCTYBAYiB, 10 TPAIOTh B KOMIT IOTE€PHI ITPH.



2 IIACTABA IJIS1 PO3POBKH

[TincraBoro mist po3podoku Descendance Hero € 3aBmaHHs Ha AUIIIOMHE
IPOEKTYBaHHS, 3aTBep/uKeHe Kadenporo 1H()OpPMATHUKU Ta MPOrpaMHOI 1HXKEHEepil
HamionansHoro texHigyHOro yHiBepcuTeTy YKpainum «KHIBCHKHI MOMITEXHIYHHIMA

1HCTUTYT 1MeH1 [ropst CikopchbKOTo».



3 INPU3HAYEHHSA PO3POBKHA

Po3poOka mpusHavueHa [jisi po3Bar Ta 3HATTS CTPECY CEpell BEIMKOro KoJia
KOpPUCTYBayiB, 10 IPAIOTh B KOMIT FOTEPHI ITPH.

MeTor0 po3poOKHM € TIABUIIEHHS PIBHS 3aHYPEHHS Ta PeirpadenbHOCTI TPH
IIITXOM BIPOBAHKCHHS aJallTUBHOTO IITYYHOTO IHTEJICKTY, IKUH pearye Ha CTaH
CBITYy, KOPUTY€ TIOBEIIHKY BOPOTIB y pealbHOMY Yaci Ta 3a0e3nedye pisHOMAaHITHI
OoiioB1 creHapii, npW [bOMY 30epirarodd BHCOKY HPOAYKTHUBHICTH Ta

MacHITabOBaHICTh MPOEKTY



4 BHUMOI'H A0 IMTPOTI'PAMHOI'O 3ABE3IIEYEHHSA

4.1

Bumoru 10 QyHKIIOHATBEHUX XapaKTEPUCTUK

[Iporpamue 3a0e3neyeHHs TOBUHHO 3a0€3MeuyBaTH BUKOHAHHS HACTYIHUX

OCHOBHUX (PyHKIIIT:

4.1.1

Kopuctygarskoro inTepdeiicy

BiTOOpaskeHHS PiBHA 370POB s, pECypCy, AOCBILY Ta PiBHS MEPCOHAXKA

KOpUCTyBaya Ta I[IOKa3yBaTH oOOpaHi KOPHCTyBaueM HaBUYKA Ta iX CTaH

niepe3apsiiKu;

4.1.2

4.2

B1JIOOpa)KCHHST MEHIO B3a€MOII1 3 TTPOJIaBIIEM;
B1JI00OpaXKeHHSI MEHIO B3a€MO/II1 3 IHBEHTapEM;
BIJIOOpaXEHHSI MEHIO BUOOPY HABUYOK;

BiJI0OpaXE€HHS irpOBOTO PiBHS;
JIns kopucryBaya:

MOXJIMBICTb [TOYATH TPY;

MOJKJIUBICTh BUHTH 3 TPH;

MOXKJIUBICTh B3a€MOJI11 3 MPO/IaBIEM (KYIIBIISI Ta TPOJAXK MPEAMETIB);
MO>KJIUBICTD €KIIlIPYBaHHSI MPEMETIB;

MOJKJTUBICTh BUKOPUCTAHHS HABHYOK;

MOKJTUBICTH BOUTH BOPOTa;

Bumoru o HaaiHOCTI

[lepenOauntt KOHTPOJIbL BBEACHHS 1H(POpPMALIi Ta 3aXUCT BlJl HEKOPEKTHUX

Tl KOpUCTyBayva.

4.3

YMOBHU eKcILTyararii

YMmoBu ekcruryaranii 3rigHo Canllin 2.2.2.542 — 96.



4.3.1 Bug ob6cmyroByBaHHS

Bumoru 10 BUty 00CITyroByBaHHSI HE BUCYBAIOThCSI.

4.3.2 OO6CnyroByrOUHrii mepcoHall

Bumoru 10 06¢yroByrouoro nepcoHaisy He BUCYBaIOTHCA.
4.4  Bumoru A0 ckiiaay 1 mapaMeTpiB TEXHIYHUX 3ac001B

[Iporpamue 3a0e3rnedeHHsT MOBMHHO (YHKIIOHYBaTH Ha MEPCOHATBHHUX
KOMII ‘FOTE€pax.

MiHimanbHa KOHQITypalisd TEXHIYHUX 3aC001B:

— tun npouecopy: Intel Core 13-6100 aGo anayor 3a NPOAYKTUBHICTIO;

- 00‘em O3I1: 6 I'G;

— I'padiunmii npouecop: Nvidia GeForce GTX980 abo ananoriunuii 3a
MPOAYKTHBHICTIO;

— Micue Ha aucky: 10 I'b HDD.

PexomenoBana koH}Irypallisi TEXHIYHIX 3aC001B:

— tur nporecopy: Intel Core 15-8400 abo aHayor 3a MPOAYKTUBHICTIO;

— 00‘em O3I1: 8 I'0;

— I'padiunmit mporecop: Nvidia GeForce GTX980 abo ananoriunmii 3a
POAYKTHBHICTIO;

— Micue Ha aucky: 10 I'b SSD.
4.5 Bumoru n0 iHGOpMaIIHHOI Ta MPOrpaMHOI CYMICHOCTI

[IporpamHe 3a0e3neueHHS MOBUHHO TMPALlOBaTH MiJ  yNPaBIiHHAM

onepariiitaux cucrem cimerictea WIN64 (Windows 10, Windows 11) a6o Unix.
4.5.1 Bumoru go BXIIHUX JaHUX

Bumoru a0 BXiI[HI/IX JaHUX HC BUCYBAIOTHCA..



4.5.2 Bumoru 10 BUXITHUX JaHUX

Bumoru 10 BUXITHUX TaHUX HE BUCYBAIOTHCA..
4.5.3 Bumoru 10 MOBHU PO3pOOKHU

Po3poOky BukoHaTH Ha MOBI nporpamyBanHs: C++
4.5.4 Bumoru 10 cepenoBHIla pO3POOKH

Po3pobky Bukonatu Ha miardopmi Unreal Engine Ta 3 BukopucTaHHSIM

cepenouia po3podku Rider
4.5.5 Bumoru J0 nNpe/ICTaBICHHIO BUX1THUX KOJIB

Buxinuuii xon nporpamMu Mae OyTH MPEACTABICHUN Y BUIVISIII TPOTPAMHOTO

KOAY B OKPEMOMY TEKCTOBOMY JOKYMEHTI.
4.6 Bwumoru 10 MapKyBaHHs Ta IaKyBaHHS
Bumoru 10 MapKyBaHHs Ta IaKyBaHHS HE BUCYBalOTHCS.
4.7  Bumoru A0 TpaHCHIOPTYBaHHS Ta 30epiraHHs
Bumoru 10 TpancnoptyBaHHs Ta 30epiraHHsi HE BUCYBaIOThCA.
4.8 CrewlaigbHl BAMOTH

3reHepyBaTu IHCTAISIIHHY BEPCII0 TPOTPAMHOI0 3a0€3MEeUEHHS.



S BHMOI'A 10 MPOT' PAMHOI I[OKYMEHTAIIIT
5.1 Tlomepenniii ckiaa mporpamMHoOi JOKyMEHTAaIll

VY ckiaa CynpoBOMKYBAJIBHOI JIOKYMEHTAIlll MOBHUHHI BXOJWTHU HACTYITHI
JIOKYMEHTH Ha apKy1iax ¢popmary A4:

— MOSICHIOBAJIbHA 3aIMCKa;

— TEXHIYHE 3aBJaHHI;

— TEKCT MPOrpamu;

— mporpama Ta METOJMKa TECTYBaHHS;

— KEpIBHUIITBO KOPUCTYBaUa;

— rpacdiuHi MaTepiaau

I'padiuna yacTHa moBMHHA OyTHM BUKOHAaHa Ha apkymax ¢opmary A3 ta
MICTUTH HACTYTIHI JIOKYMEHTH:

— CX€Ma CTPYKTypHa BapiaHTIB BUKOPUCTAHHS;

— cXemMa CTPyKTypHa OJIOK-CXeMH aJropuTMy poOOTH IITYyYHOTO
IHTEJIEKTY;

— cxema CTPYKTypHa HEOOX1THUX O13HEC-IPOIIECIB
5.2 CreuianbHi BUMOTH J0 MPOTPaMHOi TIOKyMEHTAITI1

[Tporpamui Moy, KOTP1 pO3pOOJISIFOTECS, TTOBUHHI OyTH 3aJI0KyMEHTOBAaHI,

TOOTO TEKCTH MPOTpaM MOBUHHI MICTUTH BCi1 HEOOX1/1HI KOMEHTapi.
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No Haspa ertany Crpok 3BITHICTh

1. | BuBdenns miteparypu 3a 15.03
TEMAaTUKOIO MPOEKTY

2. | Po3poOka TeXHIYHOTO 3aBHAHHS 15.03 TexHIuHE 3aBIaHHS

3. | AHamni3 BUMOT Ta YTOUHEHHS 19.04 Crneuudikarnii mporpaMHOro
crienudikaIin 3a0e31eueHH

4. | ITpoekTyBaHHS CTPYKTypH 30.04 CxeMa cTpyKTypHa
IPOrpaMHOro 3a0e3NeueHHs, POrpaMHOro 3a0e3neueHHs
IIPOEKTYBAHHS KOMIIOHEHTIB Ta crerudikaris

KOMITOHEHTIB (Jiarpama
KJIACIB, CXEMa aJITOPUTMY)

5. | Ilporpamua peamnizariis 15.05 TexkcTu mporpaMHOro
IIPOTrPAMHOTIO 3a0€3IIeUeHHS 3a0e31eUeHHS

6. | TectyBaHHsl IpOrpaMHOTO 20.05 Tectu, pe3ynpraru
3a0e3neyeHHs TECTyBaHHS

7. | Po3poOka marepialiiB TEKCTOBOT 25.05 [TosicHIOBasIbHA 3aIIMCKA
YaCTHUHU MPOEKTY

8. | Po3poOka marepiamiB rpadigHoi 29.05 ['padiuamii marepian
JACTHUHU MPOEKTY IPOEKTY

9. | ObopmiieHHS! TEXHIYHOT 31.05 TexHiuHa TOKyMEeHTaIlis

JOKYMEHTAIII1 IPOEKTY
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7 TOPSJOK KOHTPOJIIO TA IPUMMAHHS

TectyBaHHS  po3pOOJIEHOTO0  MPOTPAMHOTO  MPOAYKTY  BUKOHYETHCS

BIAMOBIAHO 110 “IIporpamMu Ta METOIMKHU TECTYBAHHS .
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3 BUKOPUCTAHHSAM IrPOBOro IITYYHOro iHTeeKkTy Ha pyuwii Unreal Engine

KIII.IT-0222.045480.02.81

Kuis — 2025



3MICT
1. IEPEJJITIPOEKTHE OBCTEXXEHHS ITPEJAMETHOI OBJIACTT........................ 5
1.1. [TocTaHOBKA 3aBIAHHS JUIIOMHOTO TTPOEKTYBAHHS. . .ceeeeeeuerrreeeeennnrreeeesesnnnneeenss 5
1.2. AHATI3 TIPEIAMETHOT OOTTACT .. .eeeuvieeerieeiieeeieeesiieeeteeesteeessaeesseeessseeesseesseessnseeenns 5
1.3. AHAITI3 ICHYIOUMX PIIICHD.....cccuvveeeeserreeesereeeessreeeessseeessssseessssseeessssssessssssessssseesnnns 7
1.3.1. Anani3 BITOMUX IPOTPAMHUX TIPOILYKTIB...ceeeurrreerrrreearnrreeennreeeasssreessssseesensssenss 8
1.3.2. AHami3 BIIOMUX QJITOPUTMIYHUX TA TEXHITYHUX PIIICHD.....c.vveerereeerereenrreennreenns 11
1.4, ONHC O13HEC-TIPOIICCIB. .. .uvvereeerreeeserereesirreeeassreeeesssreeeassseeessssseeesssssesssssseesssssesenns 17
BUCHOBKH IO POBIIIITY ..eeeeiviiieeiiiieeeitieeeeiteeeeeeiteeeeiveeeeetaeeeeaseeeesaseeessssseeeensseeeennreeens 18
2. PO3POBJIEHHA BUMOTI J10 [TPOI'PAMHOI'O 3ABE3IIEYEHHA................. 19
2.1. BapiaHTu BUKOPUCTAHHS MPOTPAMHOTO 320€3MEUCHHS. ... veeuveeereereenireenneenanennn. 19
2.2. AHAITI3 CHUCTEMHUX BUMOT .....cccuvrreerurreeeesereeeessseeesssssessasssessssssseesassssessssssessssssees 26
2.3. Po3p00eHHSI (DYHKIIOHATBHUX BUMOT ....cccuvveeeeerreeenereesesssreeesssseesesssseesenseessnnnns 27
2.4. Po3po0ieHHS HEQYHKITIOHATBHUX BUMOT .......cccovveeeeereeeenirreeeansreeessnseeessseeeennnes 32
2.5. AHai3 eKOHOMIYHUX MOKa3HUKIB MIPOTrPAMHOT0 3a0€3MEUEHH. .......eeeenerreennne. 33
2.6. IlocTanoBKa 3aBIaHHS HAa PO3POOKY MPOTPAMHOTO 3a0€3MEUCHH. .........vveeneneen. 35
337 (032 (003207 001 (035 o101 R 2SRRI 36

3. KOHCTPYIOBAHHS TA PO3POBJIEHHA I[TPOT'PAMHOI'O 3ABE3IIEYEHHA
38

3.1. ApXiTeKTypa MPOTrPAMHOTO 320€3IEUCHHSM. .. .vveeeeurreeeeiereeeeeereeeaaerreeeenreeesnsrseeenns 38
3.2. ApxXiTeKTypHi pilIeHHs Ta OOIPYHTYBaHHs BUOOPY 3aC001B PO3POOKHM............... 41
3.3. KoHCTpYIOBaHHS IPOTPAMHOTO 3a0€3ICUCHHS. ......vvveeeerreeeeereeeeeareeeesreeeeenereeeens 44
3.4, AHAITIZ OCBITEKI JTAHIX ... eeeeneeeeeeeeeee et aeeeeeeeeeeeeeeeeeeean e eeeeeeaeeeeeaaaeeeenaeeeeenaaens 47
BUCHOBOK JTO POBIIILY.....viiiieiiiieeeiiieeeeiieeeesteeeesiteeeesareeeeaseeessnsseesensneeessnsseeesnnsseesannns 47
4. AHAJII3 AKOCTI TA TECTYBAHHSA ITPOI'PAMHOTI'O 3ABE3ITEYEHHA... 49
S RN 20 6 38 100 T N 1 G SRS 49
4.2. OMHC TPOLECIB TECTYBAHHS. ... .vvveeeeurreeeeerreeeesreeeesseeeesssseeesssssesessssssesssssssesssseenns 50
4.3. OnUC KOHTPOIIBHOTO TIPHKIIAILY «.vveeeeennrrrrreeeesanrrreeessssannsresessssnssseeesssssnssseeesssnsnssnes 55
12370635 (0):10) Q1 (0] 010 1c 1 1 A1 20U 63
5. POT'OPTAHHA TA CYIIPOBI/ ITPOI'PAMHOI'O 3ABE3ITEYEHHA............ 64
5.1. Po3ropTaHHsI IPOTrPAMHOTO 320€3MEUCHHS. ... .vveeeeuereeeernrreeeanreeeannsreesannreesannseesans 64
5.2. CynpoBiJ] IPOTPAMHOTO 320€3TEUCHHS. .....eevveeerreennreernnreeereeesnreesneeesnseesnsneessens 66
BUCHOBOK JTO POBIILY ... uviieieiiieeeiiieeeeiteeeesteeeeeiteeesssreeeesseesssssseesenssseeesssseeeesssseesannns 68
CITMCOK BUKOPUCTAHUX JIZKEPEJL........ooiiieiiieieeeeee e 71
JIOATK ...ttt ettt ettt ettt e et e et e s e enbeesseeenseensaeenseenes 72

TIOJATOK A 3BIT TTOJIIBHOCTT. ... 72



HEPEJIIK YMOBHHUX ITO3HAYEHD

JIT — JIMIIIOMHUY IPOEKT.

I13 — IlporpamHue 3a0e3nICUCHHS.

oC — OrmepariitHa cucrema.

IDE — Integrated Development Environment — iHTerpoBase

cepeoBHIIEe PO3POOKH.



BCTYII

Ha panuii MOMEHT iCHY€ Kyma pi3HOMaHITHUX ITPOBUX 3aCTOCYHKIB Yy PI3HHX
KaHpax. X CTBOPIOIOTH AK BENHKI irpOBi KOMMaHIi, TaK i CAMOCTIHHI PO3POOHMKH.
HaiiGinpma mpoOnema TakuX 3aCTOCYHKIB y TOMY, IO OIIBIIICTh 3 HUX €
OJHOTUITHUMHU. SIKIIO K 1€ MPOJOBKEHHS MEBHOT Cepii, TO HE PIJIKO TPAILISETHCS, 1110
HOBa pPO3poOKa Mailke He BIIPIHIETHCA BIJ MOMEpPEAHIX. 3BICHO, 3MIHIOETHCS
CIOKETHa CKJIaJIOBa, Bi3yaslbHA, OJTHAK 3 TOYKH 30py CaMe IrpoBOTO IMPOIECY 3MIHU
MiHIMadbHI. YacTo MOXXHA TOYYTH CKapru BiJ TpaBLiB MpPO Te, IO IOBEIIHKA
HEITPOBHUX TEPCOHAXKIB € HeHaTypanbHOW. lle cTocyeThcs 3a3BU4Yail 3 IrpOBUMU
3aCTOCyHKaMu B JkaHpi Action Role-Play, ne rpaBiii 3THKarOThCS 3 BEIHUKOIO

KUIBKICTIO BOPOTIB.

binbmricte KoMMmaHif-iAepiB 1HAYCTPIi MEPEBUKOPUCTOBYIOTH CBOI MOMEpPEIH]
HaNpAaILOBaHHA 3 IEBHUMH aJaNTallliHUMU 3MIHAMU B HOBUX po3poOKkax. ¥ 3B’S3Ky 3
UM TOBEAIHKA HEIrPOBUX NEPCOHAXIB € OJHOTHITHOK, YaCTO MPOCIHIIKOBYIOTHCS
OJIH1 ¥ Ti X MIAOJIOHW TIOBEMIHKH, TaKl sIK O€3MyMHI aTaky MPU OYEBUIHUX PUBHKAX
nomept. CripaBil, Jesiki irpoBl cepili HAOyJau CBOIO MOMYJISIPHICTH caMe 3aBISKU
MOTIEPETHRO ~ 3aMpOTPaMOBAaHUX  KOMOIHAIi#  arak, sKi TpaBIll OBUHHI
3amam’sITOByBaTM ¥ BuacHO mnomivatd. OpHak Il pemITH L€ € YacTO HEIOJIK.
[IpuurHOIO BOTO € CHCTEMa IrPOBOrO IITYYHOI'O 1HTEJIEKTY HEIrPOBUX MEPCOHAXKIB.
[HIMMH K eleMeHTaMH, IO YacTO BH3HAYAIOTh BIPOTITHICTH YCHIXy IrPOBOTO
3aCTOCYHKY € MOXKIIMBICTh MEPEMPOXOMKEHHS TAKOTO 3aCTOCYHKY 1HAKIIMM IIISIXOM
BiJl momepennporo. Ha macts, me He € mpoOiaemMoro y OUTBIIOCTI BUIAIKIB, OTHAK

CIIOCOOM JOCSATHEHHS MOXJIMBOCTI TEPENPOXOKEHHS € P13Hi.

VY pamkax gaHOTO AMIUIOMHOIO MPOEKTY OyJie peanaizoBaHO IrPOBUM 3aCTOCYHOK
«Descendance Hero» 3 BHKOpHUCTaHHSM TODIMOJICHOTO INTYYHOTO 1HTEIEKTY
HEIrPOBUX TEPCOHAXIB, CUCTEMOIO aTpuOyTIB, IHBEHTapa Ta HaBUYOK. Po3pobOka
BUKOHY€THCS 3 BUKOPHCTAHHAIM Cy4YaCHMX TEXHOJOT1H, a came irpoBoro pyuuist Unreal
Engine. IrpoBuii 3acTOCYHOK € OJHOKOPHCTYBallbKUM Ta MaTHUME MOXKJIUBICTD

3po3yMinioi MoauiKkalli MporpaMHOro Koay AJis J0JaBaHHS HOBOTO (DYHKIIOHAITY.
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1. MNEPEJNPOEKTHE OBCTEXEHHS ITPEJMETHOI OBJIACTI

1.1. TlocTaHoBKa 3aBIaHHS AUIIJIOMHOTO MPOEKTYBaHHS

JIutuioMHe PO€EKTYBaHHS nepeadayae BUKOHAHHS HACTyTHUX 3aB/IaHb:

— aHaji3 TpeAMETHOI 00JlacTi Ta ONMMC il KIFOUOBHX Ol13HEC-IIPOIIECIB,
BHU3HAYEHHS 3arajJbHOIO 3aBJaHHs po3poOku y pamkax JI1;

— aHaJi3 ICHYIOUHMX pIlieHb (K MPOTPpaMHUX MPOAYKTIB, TaK 1 TEXHIYHHUX
pillieHb) 00paHoro 3aBIaHHs po3poOku y pamkax JIT;

— aHaJi3 Ta MOJICIIIOBaHHS 013HEC-TIPOIIECiB;

— po3po6sieHHsT (PYHKIIOHATBHUX, HE(YHKI[IOHATBLHUX Ta CHCTEMHHX
BHUMOT JI0 TIPOTPAMHOTO 3a0€3TeUeHHS;

— aHaJ13 eKOHOMIYHUX MOKa3HUKIB IIporpamMHoro 3abe3neuenns JI1;

— MOCTAHOBKA 3aBAaHHs Ha po3poOKy mporpamuoro 3ade3neueHHs JI1;

— PO3pOOIICHHSI apXITEKTypH MMPOTPAMHOTO 3a0€3MCUCHHS;

— PO3pOOJIEHHS apXITEKTYPHUX PIllIeHb Ta OOTPYHTYBaHHS BUOOPY 3ac001B
PO3pOOKHU MPOTPAMHOTO 3a0€3MEUCHHS;

— KOHCTPYIOBAaHHSI Ta PO3POOJICHHS POTPAMHOTO 3a0€3MeUeHHS;

— aHayi3 OC3MeKH JJaHUX MPOrPaMHOTO 3a0€3ICUCHHS;

— aHaJ13 AKOCTI Ta TECTYBaHHS IPOrPaMHOIO 3a0€31EUYEHHS;

— PO3rOpPTaHHS Ta CYIPOBiJ MPOTPAMHOT0 3a0€3MeUEHHS;

— CTBOPEHHS CYIPOBOKYBaJbHOI JOKYMEHTallli JO0 pPO3pOOJICHOTO

IPOrpaMHOTO 3a0€3MEUYCHHSI.
1.2.  Amnani3 npeameTHOi 00acTi

IrpoBuit 3aCTOCYHOK — 1€ TIPOTPAMHHIA MPOIYKT, CTBOPEHUHN NJIsl peanizaiii
IHTEPAKTUBHOTO ITPOBOTO TPOIIECY HAa KOMII IOTEPi, IrPOBifi KOHCOMI, MOOLIBHOMY
npucTpoi abo 1HmIKA miuargopmi. OCHOBHOIO METOK IFPOBOTO 3aCTOCYHKY €
3a0e3MeueHHs KOPHUCTyBady (TPaBIli0) PO3BaXKAJHLHOTO a00 HABYAIBHOTO JIOCBIIY

yepe3 BiyasbHy, ay/llo Ta redMIIeHHY B3a€MOIIIO.



6

Takuii 3acTOCYHOK MO€AHYE B cOO01 Tpadiky, JOTIKY T'pH, CUCTEMH KEpPYBaHHSI
NepPCOHaKaMU Ta 00’€KTaMH, MEXaHIKM B3a€EMOJIIi, a TaKOXK 1HTep(deiic KopucTyBaya.
3aneXHO BIJ JKaHPY, ITPOBHM 3aCTOCYHOK MOXE BKJIIOYATH CIOKET, CUCTEMY
mporpecy, 6araTOKOPUCTYBALbKHi PEXNUM, INTY4YHHUI iHTEIeKT Tolo. oro po3pobka
3a3BUYail BHMAara€ BHUKOPHCTaHHS IPOBOTO pyIIis 1 OXOIUIIOE $AK TEXHIYHY
peaizailiro, TaK 1 XyJ0KHE O(POPMIICHHS.

[lepen mouaTkoM po3pOOKHU ITPOBOTO 3aCTOCYHKY TOTPIOHO BU3HAYUTH OCHOBHI
KOMITOHEHTH, SIKi Oy{yTh BUKOPUCTAHI1 MiJ Yac MPOEKTYBaHHSI.

Haitronosuime 1e irpoBuit pymiii. Ile HaGip I1HCTpyMEHTIB, IO
BUKOPHCTOBYETHCS ISl MPOTPAMHOI peati3allii IrpoBoro 3actocyHky [1]. Bin Hanae
po3poOHuKaM Oa30oBuid HaOip GYHKIN 17s Bizyaumizallii rpadiku, BIATBOPEHHS ayio,
CUMYJISIII0 (DI3UKH, YNpaBIiHHS BBOJAOM Ta BIATBOPEHHS aHiMmalliid. BigmosiaHo,
ITpOBUI YL 3a3BUYAll MA€ HACTYITHI KOMIIOHEHTH:

— rpadiuHMil pymIii — BiAMOBiA€ 32 POOOTY 3 TEKCTypaMU, OCBITICHHSM,

TIHAMM, Bi3yaJIbHUMH €(EKTaMH;

— ¢bi3ugHMIA Py — BIAMOBIIA€ 32 CUMYJIIALIIO (i3UKH;

— CUCTEMa YIpPaBIIHHSI pecypcaMH — BIAMOBIJA€ 3a 3aBaHTAXKECHHS,

30epiraHHs Ta BAKOPUCTAaHHS PECYPCIB;

— MEPEeXKEeBUM pylniii — BIAMOBIAa€ 3a YIOPaBIIHHSI MEPEKEBOTO

MIIKITIOYEHHS 17151 peai3allii 0ararToKOpucTyBallbKUX POEKTIB;

— pyWId MTYy4YHOrOo IHTENEKTy — HaJae I1HCTPyYMEHTapld id

porpaMyBaHHS TOBEAIHKN HEITPOBUX IMEPCOHAXKIB.

Bubip irpoBoro pyuisi 3anexuth Big notped npoekry. Tomy, sKo BizyanabHa
CKJIaJIoBa ITPOBOTO 3aCTOCYHKY HE BHUMarae (OTOpPEaTiCTUYHOTO BUIISIAY, BapTO
3BEpPHYTH yBary Ha Ti pyIIii, 1[0 BUKOPUCTOBYIOTh OUIBII MPOCTI METOIW Bi3zyasti3aliii,
OCKIJIBbKM 1XHS TPOAYKTUBHICTH Y TAaKOMYy BUMIAJKY € JCIIO Kpamor. TakuM 4uHOM
MO>KHA 3HM3UTH MIHIMaJIbHI CHCTEMHI BUMOTH.

Takok, MOMyNsIpHI IrPOB1 pymlIli € KOMEPLIHHUMHU, TOMY NpH MyOiKarlii
IPOEKTy MOTPIOHO Mam’SATaTdu PO YMOBU JileH31i. bimbricTh KOMEpUIHHUX pYIIiiB

HC BUMAararoThb 11Ty 3a BUKOPHUCTAHHA IIOKH KIJIBKICTB KOpI/ICTYBaLIiB HC IICPCBUIIIHUTDH
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NeBHE 3Ha4YeHHS. BiAMOBIAHO, SKIIO IULIIO PO3POOKH € CTBOPEHHS OE3KOIITOBHOTO
IrpOBOT0 3aCTOCYHKY, BapTO 3BEpPHYTHM YyBary Ha ICHYIOYl pylii 3 BIAKPUTUM
IpOrpaMHUM  KofoM. Po3poOHWMKHM Takux pymniB He CTATYIOTh IUIaTy 3a
BUKOPHUCTAHHS, OAHAK 1HCTPYMEHTApIH, 110 MPOMOHYETHCS Pa3oM 3 PYIIEM MOXKE
OyTH JEII0 OOMEKEHUM.

[HIIMM BaXJIMBUM KOMIIOHEHTOM TMIpU pPO3pOO0Ill IrPOBOTO 3aCTOCYHKY €
METOMOJIOTISI  ITPOBOTO  IITYYHOTO 1HTENEKTY, M0 Oyae BUKOpPUCTaHA IS
IpPOrpaMyBaHHs MOBEAIHKM HelrpoBuUx mnepcoHaxiB [2][3][4]. 3BicHO, iX MOBEIIHKY
MOXKHA TMPOMHUCATH 3 BHUKOPUCTAaHHSM pPO3TaIyXKeHb 3a YMOBOIO, OJHAK MOII0OHI
pIILIEHHS BBAYKAIOTHCS MOTaHUM TOHOM Cepesl pO3POOHUKIB.

Bubip metomosorii irpoBOro IMTY4YHOTO IHTENEKTY 3aJeKHUTh BiJ TOTO, SKa
MOBE/IIHKA OYIKYEThCS BIJ HEITPOBUX TNEPCOHAXIB. SIKIIO OYIKYEThCS CKJIAJIHA
TIOBE/TIHKA, 1110 aKTUBHO pearye Ha 3MiHW HaBKOJIMIITHBOTO CBITY, BAPTO 3BEPHYTHU Bary
HAa Ti METOMONOrii, IO MMATPUMYIOTh BEIHMKY KIJBKICTh MOXIHUBUX CTaHIB
MEePCOHAXKIB Ta JIO3BOJISAIOTH JIETKO BHOCUTH 3MiHU 3a moTpeOu. OHaK HEIOTIKOM
NOMIOHUX pIlIeHh € HWK4Ya TPOAYKTHBHICTh, MOPIBHIHO 3 OUIBII MPOCTUMU
METOHOJIOTIIMHU.

TakuM 4YMHOM MOXXHAa BHOKPEMHTH I1HIIMH (PakTop, SAKUH TaKOXK MOTPIOHO
BpaxoBYBaTH MpPU BHUOOPI METOMOJIOTI] IFPOBOTO INTYYHOTO IHTENEKTY, a came
OYIKyBaHa MPOIYKTUBHICTh. SIKIIO mependadyacTbCcsi B3a€MOJIS 3 BEITMKO KUTBKICTIO
HEITPOBUX TMEPCOHAXIB OAHOYACHO, BapTO OOWPATH METOAOJIOTII0, IO MPOTIOHYE
BHUCOKY MPOAYKTUBHICTh, aJ[)K€ B 3BOPOTHOMY BHIIQJIKy € PU3UK 3HMKEHHS YaCTOTHU
OHOBJICHb, III0 TPHW3BOAUTH JO TOTIPIIEHHS YMOB IrPOBOTO TIPOLIECY IS

KOpHUCTyBaya.

1.3. AmHani3 iCHyIOUHX pIlICHb

Hapasi icHye mocuth 6araro irpoBUX 3aCTOCYHKIB, KOXKEH 3 SIKHMX BUKOPHUCTOBYE
pI3H1 1rpOB1 pyIIii Ta METOAOJIOTIi ITYYHOTO 1HTENEKTY. Y IbOMY MiIpO3iiai Oye

IPOBEJICHO aHAJ3 ICHYIOUMX IrpOBUX 3aCTOCYHKIB Yy »aHpi Action Role Play,
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aJbTepHATUBHI 10 OOpaHUX METOMOJIOTI] IrPOBOTO MITYYHOTO IHTENEKTY Ta IIPOBUX

pYIIiB.

1.3.1. Anamni3 BiIOMHX NMPOTPaMHUX MPOAYKTIB

XKanp Action Role Play 3apoguBcs na nouarky 1980-x pokiB. 3 Toro uvacy
BiIOy0Cs 6arato TEXHIYHMX MPOPHBIB IS TEXHOJOTIYHUX PIlIEHb, OHAK OCHOBHI
arpulyTH IHOTO >KaHPY HE 3MIHUIUCA. Y MEXKax IbOro MiIpo3aury Oyae WTu MoBa
PO ICHYIOY1 IrPOB1 3aCTOCYHKH L[BOTO JKAHPY, iXHI 0COOIMBOCTI Ta CHJIbHI CTOPOHHU.

Ha nanuit MOMEHT, HalOUIBII MOMYASPHUMHU ITPOBUMH 3aCTOCYHKAMH Y JKaHPi
Action Role Play e:

— cepis «Diabloy;

— cepisa «Dark Soulsy;

— cepisa «The Witchery;

IrpoBi 3actocynku cepii «Diablo» [5] € THmoBHME TIpeICTaBHUKAMU KaHPY, 3
MOJIOKEHHAM KamepH 3ropu. ToOTO KOpUCTyBay 0auuTh BCE HABKOJO CBOTO IrPOBOTO
nepcoHa)xa MiJ KyTOM 3TOpH, IO Ja€ MOXJIUBICTh CHOCTEpIrartd 3a OUIbIIO0
YaCTHUHOIO ITPOBOTO CBITY, TOPIBHSIHO 3 IHIIMMH ITPOBUMU 3aCTOCYHKAMHU.

[Ilogo ocobGauBOCTEN IrPOBUX 3aCTOCYHKIB IIi€T cepii, TO MOXKHA BiJI3HAYUTH
IPOCTOPOBHI 1HBEHTAp NEPCOHAXKa, TOOTO BHYTPILIHBO-ITPOBI pedl MAarOTh HE JIMILE
Bary, a i 3aiiMaroTh TpocCTip. Y 3B’SI3KYy 3 IIUM, 3a7a4€l0 KOPUCTyBaya € HE JIMIIE
KEPYBAHHSM KIJILKOCTI peyell y IHBEHTapi CBOTO MEPCOHAXKA, a i IX PO3MILICHHSIM.

JIOCTOBIpHO HE BiJIOMO, SIKa CaMe€ METOJIOJIOTISl ITPOBOTO MITYYHOTO IHTEIEKTY
OyJla BUKOpHICTaHa JUIsl ITPOBUX 3aCTOCYHKIB i€l cepii, OAHAK € MPUIYIICHHS, 110
OyJ0 BUKOPUCTAHO CyMIII CKIHYEHHHX aBTOMATIB Ta yTWIITapHOro miaxoxy. IIpo
METOJIOJIOTI{ IPOBUX IITYYHUX 1HTEJEKTIB Oy/ie HTH MOBa Y HACTYITHOMY M1APO3ILTI.

3aranoM CUJIBHUMHU CTOPOHAMM ITPOBUX 3aCTOCYHKIB III€T Cepil € Bap1aTUBHICTD
y croco0ax MPOXO/KEHHS ,0CKUTbKH ICHY€E JIEKUThKa KJIACIB MEPCOHAXKIB Ta KOXKEH 3
HUX Ma€ JEeKUJIbKa JEPEeB HABUYOK, IO 3MIHIOIOTH CTWJIb I'pU. Takoxk ICHY€ BEIUKE

PI3HOMAHITTS MPOTUBHUKIB, 3aBISKU BENUKIA KUIBKOCTI iX KJAciB Ta JOJATKOBUX
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MOKJIUBUX aTpUOYTIB JUIsi KO)KHOTO MPOTHUBHUKA. Uepe3 Te, TaKy BENUKY KUIbKICTb
pI3HMX KOMOIHAIli HaBUYOK Ta arpulyTiB K JUIsl IrPOBOro, TaK 1 HEIrPOBUX
NEePCOHAXIB, KOPUCTYyBaudl NalOTh IMMO3UTHBHI BIATYKH ITPOBUM 3aCTOCYHKaM cepii
“Diablo” Ta mpoxoaaTh X 3HOBY 1 3HOBY 0ararto pasis.

IrpoBi 3actocynku cepii «Dark Souls» [6] € npeacTtaBHUKamMu HipKaHpPY
Souls-Like. OcoOnuBOCTSIMU IIHOTO MiKAHPY € HAA3BUYAMHO BHCOKA CKIIAIHICTH
irpOBOTO TIPOIIECY, IO 3yMOBJICHA AaKIICHTOM Ha BMIiHHS KOPHCTyBada pearyBaTH Ha
KOoMO1Halli PyXiB HEIrPOBUX MEepcoHaxiB. Hampukiaz, Ko nepcoHax KOpUcTyBaya
HE BiJICTpUOHE BOIK MiJl Yyac aTaku 3rOpH BiJ MPOTUBHUKA, BiH, IMOBIpHO, 3aruHe. Y
3B’SI3KY 3 IMM KUIBKICTh MOTEHLIMHUX KOPUCTYBAayiB € MEHIIOK 3a IMONEPEIHIO
3rajilaHy cepiro iIrpoBUX 3aCTOCYHKIB.

OxkpiM XkaHPOBUX OCOOJIMBOCTEN, BAPTO 3a3HAYMTH MOJIOKEHHS IrPOBOT KaMepHu
BIJl TPEThOi 0COOU, TOOTO KOPUCTYBau CHOCTEPIrae 3a irpOBUM IPOLIECOM 31 CIIMHU
CBOTO IFPOBOTO MEPCOHAXKA.

[lomo iHBeHTapa Ta CUCTEMH HABUYOK, TO BOHU € JICHIO CXOKUMHU JI0 HASBHUX
y irpoBux 3actocyHkax cepii «Diablo». I[HBeHTap € mpoCTOpPOBHMM Ta iCHY€E BEJIMKA
KUTbKICTh MOXKJIMBUX KOMOIHAIIA HABUYOK.

3rigHo 1HQopMalli, OTpUMAHOI eKcnepramMu y cdepl IrpoBOro IMTYYHOTO
IHTEJIEKTY Ha OCHOBI mporpamMHux haiiniB, irpoBi 3actocyHku cepii «Dark Souls»
BUKOPUCTOBYIOTh METOJOJIOTIIO TUIAHYBAaHHS, MPO SIKy WTHME MOBa y HACTYITHOMY
OiApo3aIl. 3aBAsSKA I[bOMY, HEIrPOBI NEPCOHAX1 MONPU HE BEJIHMKY KUIBKICTh
MOXKJIMBUX PYXiB MarOTh MOXJIUBICTh OyayBaTH pi3HOMaHITHI KOMOiHAIlli pyXiB, 110
pPOOUTH ITPOBUI TPOLIEC 3HAYHO CKJIA THIIIIE.

CubHUMH CTOPOHAMM ITPOBUX 3aCTOCYHKIB IIi€l cepii € BapiaTUBHICTH Y
crnoco0ax TPOXOJKEHHS Ta, SIK HE IUBHO, BUCOKAa CKJIAHICTh ITPOBOTO MPOIECY.
KopucrtyBaul HamararoTbCsi MOCTITHO MOKPAIIMTH CBOI HABUYKU 1 JOCUTh YacTo
TPaHCHIOIOTh CBiMl Tpoliec Tpu Ha cTpimiHroBi twiargopmu. lle mpusBomauth 10
NOCTIHHOTO 1HTEpeCy JIIOAEH 3 IrpoBOr0 CYCHUIBCTBA 10 IFPOBHUX 3aCTOCYHKIB cepil

«Dark Souls».
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IrpoBi 3actocynku cepii «The Witcher» [7] € mpencraBHrKaMu JEMIO 1HIIOTO
nipkadpy. OCHOBHUM aKLEHT IrpOBOTO TMpOLIECY pPOOUThCA Ha JOCHIIKEHHS
BIJIKDUTOTO CBITYy Ta CIOKETHY CKianoBy. [lomiOHO 70 irpoBUX 3aCTOCYHKIB cepii
«Dark Souls», monoxxeHHst irpoBoi KaMepH € 1mo3ajy irpoBoro MepcoHaxa.

Sk Oyno ckazaHO paHiiie, 0COOIMBICTIO ITPOBUX 3aCTOCYHKIB IIi€l cepii € came
JOCJIJIDKEHHS CBITY Ta CrokeT. OCKUIbKY 11€ HEe OPHUTIHAJIBbHUN BCECBIT, a CTBOPECHUMN
HAa OCHOBI OJHOMMEHHHMX TBOPIB, MOI[IHOBYBadl OpPHUTIHAJIBHOI 1CTOpIi BUTpayaroTh
KyIly 4acy Ha JIOCJIJKEHHSI BCECBITY B MeaX IrpoBoro mpoiecy. KopucryBauam
JOCTYIIHI HE3MIHHHMM TMepeik 3aKiiaTh Ta MOXJIMUBICTH iX TOKpallyBaTH 3a
JOTIOMOTOI0 PI3HUX BITOK JiepeBa HaBUYOK. Lle mpu3BoauTh 10 BapiaTUBHOCTI, CXOXKOi
70 TIOMEPENHbO 3rajjaHuX cepii irpoBux 3acTocyHkiB. Illomo iHBeHTapa, To peui
MaloTh JIMIIIE Bary, TOOTO MPOCTOPOBUX OOMEKEHb BIH HE MAE.

[Ilomo irpoBOro MTYYHOIO IHTEJIEKTY BUKOPUCTAHOTO B IFTPOBHX 3aCTOCYHKaxX
cepii «The Witchery, € mpunyieHHs cepen eKCrepTiB, M0 OyJI0 BUKOPUCTAHO CYMIIIT
CKIHUEHHHX aBTOMATIB Ta JEPEB NPUUHSTTS PILICHb.

CunpHUMH CTOpOHAMU B irpoBux 3acTocyHkax cepii «The Witcher» €
ITHOOKUM CIOKET Ta BEIMKUM BIAKpUTHUH CBIT. KopucTyBauli MarTh CBOOOIY
NEpPEMIIICHHS] MO KapTi, B MeXaX fAKOI MOXHA 3YCTpPITH HE3IIYEHHY KUIbKICTh
MIEPCOHAXKIB, 3 IKUMH MOKHA B3aeMoisITH. KoprcTyBauam OCTymHA BapiaTUBHICTD Y
irpoBOMy TIpoOIleci, CXOKa 10 TUX, IO y TOMEPEIHbO 3raJlaHuX CepisiX IrpoBUX
3aCTOCYHKIB.

J11st MOpIBHAHHS ICHYIOUMX PIllIeHb Ta BU3HAYEHHS AKOCTEH, SIK1 laHa po3poOKka

MOBUHHA MaTH, 00 OyTH KOHKYPEHTOCIPOMOXKHOI0, OyJi0 cCTBOpeHy Tabmuio 1.1.

Tabnuus 1.1 — I[lopiBHSIHHS 3 aHAJIOTaMH

Diablo Dark Souls The Witcher Jlunnomuwmia
MIPOEKT
«Descendance
Hero»
[TonoxeHHs 3ropu ITozany ITozany 3ropu
KaMepu




Tabmuus 1.1 — I[lopiBHSIHHS 3 aHAJIOTaMHU
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IuBenTap IIpoctopoBunt |IIpoctopoBuin |He He
IIPOCTOPOBUM | IPOCTOPOBUM
I tyynuii CkinyeHH1 [nanyBanns | CkiHYEHHI [InanyBanHs
THTEJICKT aBTOMAaTHu + aBTOMAaTHu +
YT TapHUN nepeBa
X1 MPUUHATTS
pilIeHb
BapiaruBnicts |Pi3H1 Kitacu Kopuctypanek |KopucryBanpk |Pi3Hi kiacu
MEePCOHAXIB + | Hif BUOIp uit BUOIp MIEPCOHAXKIB +
KOPHUCTYBAIIbKH | HABUUOK HaBUYOK KOPHUCTYBAIIbKH
i BUOIp i BUOIp
HaBUYOK HaBUYOK
CeiT ITonepenubo ITonnepenubo ITonepenubo IIpouenypuo
CTBOPEHUM CTBOPEHUM CTBOPEHUM 3r€HEePOBaHUMN

Sx BuaHO, MaHa po3poOka Oepe HAWKpalll eIeMEHTH 3 KOKHOTO 3 aHaJIOTiB,

TOMY OYIKY€TbCS, IO 1€ MPHU3BEIE J0 MOIMYJISIPHOCTI PO3POOIEHOTO IrpOBOTO

3aCTOCYHKY Cepe[l TPaBIIiB.

1.3.2. AHani3 BiIOMUX QJITOPUTMIYHUX T TEXHIYHUX PIIICHb

VY Mexax 1poro miapo3auty Oyae WTH MOBa PO BIAOMI aJTOPUTMIYHI PIIIECHHS

y BHIJIAJII METOAOJIOTIN ITPOBUX MITYYHUX IHTEJIEKTIB Ta TEXHIUHI PIIICHHS Y BUIIISAI

ITPOBUX PYUIIiB.

[TounemMo 3 aJIrOpPUTMIYHUX PilIEHb. Y MNONEPEIHBOMY MIIPO3IALIL MIJ Yac

aHamizy

METOJI0JIOT1i IrPOBOTO IITYYHOT'O 1HTEJIEKTY, a CaMe:

— CKIHYEHHI aBTOMaTH;

— JiepeBa MPUUHATTA PIllICHb;

— IJIaHyBaHHS.

ICHYIOUMX TMPOTpaMHUX pilieHb Oyl0 BHOKPEMIIEHO TPH OCHOBHUX

[Tonpu Te, mro miJg 4Yac MOPIBHSHHS aHANOTIB OyJIO 3rajlaHo yTHIITapHUMA

X1, WOro Ba)XKO BHUOKPEMHUTH SIK OKPEMY METOJOJIOTIIO IrPOBOrO IITYYHOIO
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IHTEJIeKTY, OCKUIBKH 1€ € KOHIICTIII€0 BHOOPY ONTHMAIBHOI JIii 3a IEBHOTO CTaHY
NEPCOHAXY 3a JONOMOIOI0 €BPUCTHYHOI (yHKLII B 3aJaHUil MOMEHT uacy 0e3
ypaxyBaHHs TOMEPENHIX YW HAcTymHUX fid. lled miaxig BUKOPUCTOBYETHCS Y
OUTBIIIOCTI METOMOJIOTIN SIK JIOMTOMIXXKHA (PYHKIIISI, aHI)K OCHOBHUM CITOCIO MIPUAHATTS
plLIEHHS.

MeTto0710Tisl ITPOBOTO IITYYHOTO IHTEJEKTY 3 BUKOPHUCTAHHSIM CKIHUYEHHUX
aBromariB[2] momsrae y BHOOp1 Mii MEepcOHa)ka 3TiIHO MOro IrpoBOro CTaHy 3a
IPUHITMIIOM CKIHUCHHHX aBTOMAaTiB. By3igamu Takoro aBTOMAaTy € Jisl MEPCOHaXKa, a
YMOBOIO TIEPEXOJTy € IrPOBHl cTaH. IrpoBHi CTaH MEPCOHAXKa CTBOPIOETHCS Yy BUIIISIL
MEBHOI CTPYKTypH JaHUX Ta MICTUTh aTpuOyTH, MO0 € BAXKIWBHMH Ha JIYMKY
PO3pOOHUKA I IPUUHATTS pirneHsb. [lepexin 3 oMHOTO CTaHy B IHIINN € 3a3/1aJeTiIb
BCTAHOBJICHUM PO3POOHUKOM, IO € HAWUOUIBIIMM HEJOJIKOM I[i€i METOMOJIOT1].
OCKUIbKM CKIHYEHHHMI aBTOMAar y KOHTEKCTI I'POBOTO IUTYYHOI'O 1HTEJIEKTY HE Ma€
TEPMIHAIBHOTO CTaHy, BCl BY3JIM MOBWHHI OyTH 3B’s3aHI TakK, 10 3 OJHOTO MOXKHA
NepelTH A0 IHIIOTO Ta 3MiHA CTaHy Mae€ ceHc. lle mpu3BOAMTE 10 JOBTOTO MPOIECY
BUOOpY TapaMeTpiB Mepexoay 1 MepeHaJalTyBaHHS KOXXHOTO TEpPeXoay MpH 3MiHi
KUIBKOCT1 By3J1iB Ta IrPOBUX CTaHIB.

CUIIBHOIO CTOPOHOIO 1I1€1 METOAOJOTIT € TE, [0 BOHA € HAWOLIbII €(PEKTUBHOIO
3 TOYKH 30py OOUYMCIIOBAJILHOI CKJIamHocTi. Ilepexomm € 3a3maneriip BH3HAYCHI
PO3pPOOHUKOM, 10 O3HAYAE BIJCYTHICTh aJITOPUTMIB IMOIIYKY.

MeTtonomoris irpoBOro IITy4YHOIO 1HTEJIIEKTY 3 BHUKOPUCTAaHHAM JEepeBa
OPUUHATTS pimieHb[3] BUKOPUCTOBYE, SIK MOXKHA 3]I0TaJIaTUCh, JE€peBa MPUHHATTS
pimieHb. Po3poOHUK CTBOPIOE J1epEBO, By3JaMU SKOTO € Jis epcoHaxka. KoxxeH By3071
MO>K€ MaTH YMOBY BXOJly 1 By3nu-Hamaaku. [IopiBHSIHO 31 CKIHUEHHUM aBTOMATOM, 1151
METOJI0JIOTISI BUKOHY€E 00Xij JAepeBa Iicis JOCATHEHHS TepMiHAJIBHOTO By3ja. ToOTO
OPUIHATTS pilIeHb HE 3aJIEKUTh BiJ MONEpeIHboro o0xony aepesa. OxaHak npoodiema
TOTO, IIO0 MOTPIOHO TMEpeHaNalITOBYBaTH BCE JIEPEBO IMPH 3MiHI KUIBKOCTI BY3IIB,

HIKyJIM HE 3HUKIIA.
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CUITBHOIO CTOPOHOIO 11i€1 METOAOJNOrii € O00YHCIIIOBaIbHA €(PEKTUBHICTh Yy
3B’SI3Ky 3 TMPOAYKTUBHUMH QJITOPUTMaMHU OOXOJy JiepeBa, IO € 3a3jajerijib
BU3HAYEHUM PO3POOHUKOM.

Icaye TiOpuAHHMN IrPOBUN IITYYHUN 1HTEJIEKT 3 BUKOPHCTAHHSAM CYMIIII
CKIHYECHHHX aBTOMATIB Ta JIepeBa MPHUUHSATTA pillleHb. Y TaKOMy BHUIAIKy BYy3JIaMH
CKIHYEHHOT'O aBTOMaTa € MEeBHUI CTaH nepcoHaxa. i KOXKHOro CTaHy BU3HAYAETHCS
OKpeMe JepeBO MPUHHATTS pillleHb. TaKuM YWHOM BiIOYBa€ThCS CIPOIICHHS
HaJaIITyBaHHS CUCTEMHU MIPUIHATTS pilI€Hb, OCKUIBKY /i1 3aJ€XaTh TENep Bl TOrO, B
AKOMY CTaHl TmepeOyBae TmepcoHax. I[Ipy 1bOMY TPOMYKTUBHICTH CHCTEMH
3aJIUIIAE€THCS AYKE BHCOKOIO.

MeTo0710TisI ITPOBOTO MITYYHOTO 1HTENEKTY 3 BUKOPUCTAHHSIM IJIaHyBaHH[4]
€ OulbIn cywyacHor. BoHa mosisirae B TOMy, IO NPUHHSTTS PIllICHh Bi0yBa€ThCS
NUISIXOM TUIAHYBaHHS KOMOIHAIii Aid, 10 TPU3BOISATH 10 IEBHOTO PE3YJIbTaTy.
OCHOBHUMHU CYTHOCTSIMH B Takiii METOJOJOTIi € IIb Ta Mid. [IpUuiHSTTS pilieHb
BIJIOYBA€THCA Y KOHTEKCTI CTaHy CBITY, MOJISI SIKOTO OOUPaOThCsI PO3POOHUKOM.

KoxHa 11171b MICTUTh [TOYATKOBI 3HAYE€HHS TOJIIB CTAHY CBITY, 0 COIPUYUHSIOTH
il akTUBaIlilO, KiHIIEBI — Ti, MmO OyAyTh BIAMOBIZaTH CTaHy CBITY Ha MOMEHT
JNOCSTHEHHS L€l 1iIl, Ta MpIOpPUTET. SIKIO BUHUKAE CUTYyalis, KOJIM CTaH CBITY
3aJI0BUTbHSE YMOBU aKTUBAIIl]l JACKITBKOX I[JIeH, Oy/ie 0OpaHo Ty, 0 Ma€ HAWBUIIHMA
IPIOPUTET.

Jlist Toro, mo0 3MIHUTH CTaH CBITY BUKOHYIOThCS J1i. KoxHa ais1, mogioHo 10
I, CKJIAJA€ThCs 3 TIOYAaTKOBUX Ta KIHIIEBMX 3HAYEHb IIOJIB CBITY, 3HAYEHHS
BapTOCTI. Y LIbOMY BHUIAJKy BapTIiCTh € MapamMeTPOM, IO MOKA3y€ CKUIbKA YMOBHHUX
OJIMHUIIH pecypcy Oyjie BUTpa4eHO Ha BUKOHAHHS Jii.

[InanyBanHs A1l HAa OCHOBI I 3a0e3reuye ONTUMAIbHHUMN yHOPSAKOBAaHUHN
nepenik Ail, Miclisi BUKOHAHHS SIKOTO OyJe NOCSITHYTO BCTaHOBJIEHY Iuib. [Iporec
IUTAaHYBAHHSI € aJITOPUTMOM TOIIYKY.

Bapro 3a3HaunTH, 110 ICHYIOTH BepcCli IJIaHyBaHHSA 3 PO3OUTTSAM Ha MiALLIL,
OJTHAK y TAaKOMy BHUMAJKY BIIMIHHICTbH JIUIIEC B TOMY, IO IEpe] TUIAHYyBaHHIM i

00MpaeThCs OUTBIT TOYHA M IIIb, PEIITA AITOPUTMY 3aTUIIAETHCS HE3MIHHOIO.
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CWIBHOIO CTOPOHOIO II€] METOJOJIOTIT € Te, M0 PO3POOHHKY JOCTATHHO
BU3HAYUTH, K1 LIUJI1 Ta J1i ICHYIOTh, @ M1/ Yac HaJallTyBaHHS CUCTEMU 3MIHUTH JIUIIE
JIeKiJIbKa 3HAY€Hb, aHDK MEpPEHANAIITOBYBAaTH BCIO cucteMy. OfHAaK, BUKOPUCTAHHS
AJITOPUTMY TIONIIYKY MPU3BOIUTH /IO TMPOOJIEM 3 MPOIYKTUBHICTIO, OCKUIBKM Yac
BUKOHAHHS aJITOPUTMY MOBHHEH OyTH JOCTATHHO MaJHMM, II00 4acTOTa OHOBJICHHS
KaJIpiB IrPOBOTO 3aCTOCYHKY OyJia MPUHHSATHOIO.

Tenep mnepelaeMo a0 TEXHIYHUX pillleHb. ICHYe JOCHUTH BelMKa KUIbKICTb
IrpOBUX pyIIiiB, OJJHAK BOHU MalOTh pizHe mpusHaueHHs. CPokycyeMo yBary Ha THX,
IO CIEeIiaNi3ylThCs Ha TPUBUMIPHOMY MPOCTOPI Ta peaslicTUYHINA Bizyamizamii. Y
TaKOMY BHIIQJIKy MO’KHA BUIUTATH TPU HAMMOLIMPEHIIIHNX PYLIis:

— Unreal Engine;

— Unity;

— Godot.

Unreal Engine[8]— ue irpoBuii pyiiid, HallMCaHU MOBOIO IMPOTpPaMyBaHHS
C++, Ta Mae 1HCTpYMEHTapid Al CTBOPEHHS ITPOBUX CKPHITIB 3a JIOIIOMOIOIO
rpadiuaoro iHTepdeilicy 3 BUKOPUCTAHHAM BY3JIIB Ta 3a JOMOMOTOI KOZIY,
HAIMCaHOTO MOBOIO nporpamyBaHHs C++.

OckUIbKM BIH HamucaHUM MOBOIO mnporpamyBaHHa C++, CTBOpPEH1 IrpOBi
3aCTOCYHKH MOXYTh BHUKOPUCTOBYBATHCh Ha PI3HUX THUIIAX MPUCTPOIB, TakKi SK
NePCOHAIbHI KOMI I0TepU, KOHCOJ1 Ta cMapT(HOHHU.

Takox, 1€l pyIriil icHye Bke JaBHO, TOMY OyJi0 MpOBEAEHO Oarato 4acy s
ontuMmizaiii oro poboTu. SKimo po3poOHHUK OOMpae CTBOPIOBATH CBIi ITPOBUMN
3aCTOCYHOK 3a JIONIOMOTOI0 HAamMCaHHS Koay MoBoro C++, pymiiii Mae BiacHy
010;110TeKy CTPYKTYp MaHUX Ta (PyHKIIH /st poOOTH 3 HUMH, IO MalOTh BUCOKY
MPOAYKTUBHICTh 3 TOYKH 30py BUKOPHUCTaHHSA HaM’sATi. SIK B1AOMO, MpuU po3poOIli
MOBOIO C++ po3poOHMK caM TOBHHEH BHOPOBA/KYBaTH (PYyHKIIOHAT st
MEHEPDKMEHTY mam’siTi, ogHak Oi0mioreka Unreal Engine onTumizye BUKOPUCTaHHS
nam’siTi CaMOCTIWHO.

BiH € pO3MOBCIOMKEHMM pIIMIEHHAM [  po3poOku  mpodeciitHux

BHUCOKO-OIO/DKETHUX ITPOBUX 3aCTOCYHKIB, OCKUIBKH BIH € Open-source, TOOTO HOro
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IPOrpaMHUIl KO MOXKHA 3HAWTH y BUTbHOMY noctymi. Lle mae 3mory po3poOHuKam
3MIHUTH TMOBEIIHKY PYLIis 3a JOMOMOTOI0 BHECEHHS 3MiH /10 BUXIJHOTO KOAY, IO €
3HAYHO €(PEKTUBHIIIAM PIIICHHSM, HI’)K BUKOPUCTAHHS HAI0Y/IOB.

Oxkpim irpoBoi iHxycTpii, Unreal Engine akTHBHO BUKOPHUCTOBYETHCS B
KIHOIHJTyCTpii, SIK CEpEIOBMILNE [Jsi CTBOPEHHs Bi3yaldbHUX e(dekTiB. IIpuumHoro
IIbOMy € Te, 10 Ileld pyIIid Mae ONTHMI30BaHI AJTOPUTMH JJI OOYHCIICHHS
doTopeanicTUUHOI rpadiku.

Biamosinno, cunsauMu ctoporamu Unreal Engine sik irpoBoro pyiiist € BUCOKa
ONTUMI3AaIlisl, MOXKJIUBICTh TTPOTOTHUITYBAHHS 3a JIONTOMOTOI0 TpadidyHOTO CepeIOBUIIIA
Ta MOXKJIMBICTh BIPOBAKEHHS (POTOPEaNTiCTUUHOI Ipadiku.

Unity[9] — ue irpoBuii py1iid, HarmMcanuii MoBaMu riporpamyBaHHst C++ 1 CH,
SAKUWA HaJa€ IIUPOKUN IHCTPYMEHTApid IJii CTBOPEHHS ITPOBUX MPOEKTIB. Py
HIATPUMYE Bi3yalbHE CTBOPEHHS CKPHITIB YEPE3 IHCIIEKTOP Ta KOMIIOHEHTH, a TAKOX
JI03BOJISIE PO3POOHUKAM MMUCATH KOJ BPYUYHY 3a J0MOMOror0 Mou C#.

Ockinbku Unity miarpumye Kpocruiar(OpMeHHY po3poOKy, CTBOPEHI MPOEKTH
MOJKHA JIETKO €KCTIOPTYBaTH Ha Pi3HI MPUCTPOi, TakKi SIK MEPCOHATbHI KOMI IOTEPH,
MOOUTBHI TesieOHH, ITPOBI KOHCOII Ta Opay3epu. 3aBISKH IIbOMY PYIIii aKTHBHO
BUKOPUCTOBYETHCS K ISl MOOUTBHUX Ta 1HAI-ITOP, TaK 1 ISl BEJIMKUX KOMEPIIMHUX
MPOEKTIB.

Unity icHye Bxke 0OaraTo pokiB, TOMy HOro apxiTekTypa ONTHMI30BaHa JJIsi
BHUCOKOI TPOAYKTUBHOCTI. Py1iiii Mae BOy10BaHy CHCTEMY YIPABIIIHHS 1AM’ SITTIO, sIKa
npairroe Ha ocHoB1 Garbage Collector. Lle monermrye po3po0OKy, OCKIIBKA PO3POOHHUK
HE TMOBMHEH BpPYYHY KOHTPOJIOBATH PpO3MOAUT MaMm’ATi, aje BOJHOYAC MOXE
BUKJIMKATH MOTEHIIIHI MPOOJIeMHU 3 MPOAYKTUBHICTIO Y BEJIMKUX MPOEKTAX.

Opniero 3 rosoBHUX Mepear Unity € 3pyqHICTh Y BUKOpUCTaHHI. Py mae
THYYKY CUCTEMY KOMITOHEHTIB, IO JO3BOJISIE IIBUKO CTBOPIOBATHU CKJIA/IHI MEXaHIKH,
BUKOPHUCTOBYIOUM MonyiabHuii miaxia. Kpim Toro, Unity Asset Store wmicTuUTh
BEJIMYE3HY KUIbKICTh TOTOBUX DillleHb, IIariHiB, 3D-mojmenedt Ta CKpUNTIB, IO

3HAQYHO MPUCKOPIOE PO3POOKY.
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Takum uymHOM, cuibHUMHU cTOopoHamMu Unity € mpocToTa y BUKOPUCTAHHI,
THYYKICTh 3aBASKA KOMIIOHEHTHIM apXIiTEKTypi, BeJIWYe€3Ha KUIbKICTb TOTOBHUX
pecypciB Ta miaTpuUMKa KpocmiardopMeHocTi. lle poOuTh #oro yHiBepcalbHUM
PILIEHHSIM SIK JIJIs IOYATKIBI[IB, TaK 1 JJISI IOCBITYCHUX PO3POOHUKIB.

Godot[10] — wne Oe3KOTOBHUI oOpen-source IrpoBUM pyIIA, HanmucaHU
MoBot0 C++, sKuii Hajla€ po3poOHUKAM THYYKI MOXKIIUBOCTI Jutst ctBopeHHs 2D Tta 3D
irop. BiH miaTpumye Bi3yajbHE CTBOPEHHS ITPOBUX MEXaHIK 4epe3 1HTYITUBHUMN
iHTEepdeiic, a TakoXK JO3BOJIIE MHUCATH KOf BpydHY 3a momomMororo GDScript (BmacHa
ckpurnToBa MoBa, cxoka Ha Python), C#, C++ abo VisualScript (BizyasbHe
IPOrpaMyBaHHS).

Ockulbku pymn € KpocruiarGOpMHUM, CTBOPEHI TPOEKTH MOXYTh OyTH
EKCIIOPTOBaHI1 Ha Pi3HI MPHUCTPOI, BKIIOUAOUU MEPCOHATIBHI KOMIT I0TepU, MOOUIBHI
nprCTpoi, BeO-Opay3epn Ta irpoBi KoHcom. Moro nerka apxiTekTypa 3abesmeuye
MIBUAKWANA 3allyCK HaBiTh Ha CIAOKOMy OOJIaJHAHHI, 10 POOUTH MOTO MOIMYJISIPHUM
BUOOPOM J1J1s1 MOOIJTBHUX Ta 1H]II-1T0pP.

Onniero 3 ronoBHUX ocobmuBocTeil Godot € cucrema clieHH Ta BY3IiB, sIKa
JI03BOJIsIE Oy/yBaTH IrPOBI MEXaHIKU Yy JIEPEBOIOMIOHIN CTPYKTYpi, pOOJISTUH MPOILeC
PO3POOKH 3pyUyHUM Ta MOAYJIBHUM. 3aBASIKM IbOMY HaBIiTh CKJIQJHI MPOEKTU MOXKYTh
OyTH JIeTKo MaciTaboBaHi Ta ONITHUMI30BaHi.

Ockinbku  Godot € BIAKpUTUM pyIIi€EM, pO3pOOHUKH MOXYTh BUIBHO
3MIHIOBAaTHM MOT0 BUXIAHHUI KOJ Ta aJanTyBaTH pywid mig cBoi notpedu. Ha BiamiHy
Bi Oaratbox iHIMMX pymiiiB, Godot He BuUMarae iIEeH3IWHUX BiJpaxyBaHb, IO
poOUTH HOTO 11€aIbHIUM BUOOPOM JIJISl HE3AJIEKHUX pO3pOOHUKIB Ta CTApTAIliB.

3aBOsSKM  MIHIMAJIBHUM CHCTEMHHUM BHMOTaM, TIPOCTOMY KOAYBaHHIO,
MOTYXXHUM 1HCTpyMEHTaM Jjist 2D-1rop 1 MOBHIM BIJICYTHOCTI JTIIEH31HHUX 0OMEKEHbD,
Godot € BIAMIHHMM BHOOPOM SIK J1JIs HOBAYKIB, TaK 1 JIJIsl TOCBIIYEHUX pPO3POOHHUKIB,

SK1 TITYKAIOTh THYYKUN Ta JETKUH PyIIIiii.
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1.4. Omwuc 6i3HEC-IPOIIECIB

st omucy Oi3HEC-Tpoliecy MPOTpaMHOTO 3a0e3MeueHHsS BUKOPUCTOBYIOTHCS
BPMN wmogeni, 3o00paxeHi Ha pucyHnky 1.1 Ta rpadiyHomy wmarepiam
KIII.IT-0222.045480.06.99.CCB.

Ornuc mociI0BHOCTI TTOYaTKy TPH:

— KOPHUCTYBau 3aIlyCKae rpy,

— KOPUCTYBa4 TUCHE Ha KHOTIKY IMOYATKy TPU;

— KOPUCTYBay 00Mpae nepcoHaxa.

KopucTtyBau
= A
' KopucTtyBad ycniwHo
' royas rpy -
1 1
=RI= i ‘
o KopucTtysay KopucTtyBau
c HaTucKae KHomnky obupae csoro
= _.‘P_ noyarky rpu nepcoHaxa
s K A A
m| O opucTyBau
‘& TS 3anyckae rpy
[}
Q.
c
o[
x| =
g: Y
=72 A4 Mponapae 3HuKae MeHto BM60
oS rosIoBHE MEHIO Ta Py
S ['pa 3aBaHTaXye \ nepcoHaxa,
~ 3'ABNAETLCA . .
m|o ronoBHe MeHIo BinbyBaeTbCA Nepexip,
@ MeHIo BU6opy .
o Ha CTapToBY /lOKaLito
nepcoHaxka

Pucynox 1.1 — Bi3Hec mpoiiec moyaTky rpu

Onuc mociiI0BHOCTI B3a€MO/IIi 3 TPOJIABIIEM:

— KOPUCTYBa4Y HATHCKAE KHOTIKY B3a€MO/IIi;

— KOPUCTYBau HATHUCKAa€ KHOMKY KYIIBJII MPEAMETY, SKIIO XO4e KYIUTH
oOpaHUil peIMeET;

— KOPUCTYBa4 HATUCKAE KHOIKY MPOJAXy MPEIMETY, AKIIO XO4e MpPO/aTh

npeIMeT 3 IHBEHTapa;
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— KOPUCTYBa4 HATUCKA€ KHOIKY 3aKPUTTS MEHIO, SKIIO XO4Y€ MPUIIMHUTH

B3a€EMO/IIIO 3 MPOABIIEM.

BucHoBku 10 po3ainy

VY pesynbrari TpOBEACHOTO aHalizy OyJi0 BU3HAYEHO KIIFOYOB1 CKJIaJ0BI
ITpOBOTO 3aCTOCYHKY, CEpel SKUX OCHOBHOIO € IrpoBHHl pyIIii, mo 3abe3nedye
rpadiuny, ayaio, Gi3uyHy, MEPEKEBY Ta IITYIHOIHTEICKTYyaIbHY (DYHKI[IOHATLHICTD.
[IpaBuibHUM BUOIp pyllis CYTTEBO BIUIMBAE HAa MPOAYKTUBHICTH 1 MOMKJIMBOCTI
MaliOyTHBOTO MPOEKTY, & TAKOK HA BUMOTH JI0 CUCTEMHU Ta JIIIEH31HI YMOBH.

HonarkoBo Oy/no pO3MISHYTO OCHOBHI METOAOJIOTIT IrPOBOTO IITYYHOTO
IHTENEKTy — CKIHYEHHI AaBTOMAarH, JIepeBa MPUUHATTA pIlIeHb Ta METOIU
rianyBaHHs. KojkHa 3 HUX Mae CBO1 mepeBard Ta HENOJNIKH, SIKI CJIiJI BPaXOBYBaTu
3QJIEKHO BiJ CKJIAQJHOCTI TIOBEAIHKM HEIrPOBUX MEPCOHAXIB Ta BUMOL [0
POAYKTHBHOCTI.

AHaJti3 ICHYIOUHMX MOMYJISIPHUX ITPOBUX 3aCTOCYHKIB y skaHpi Action Role Play,
Takux sk cepii «Diablo», «Dark Souls» Ta «The Witcher», nponemMoHcTpyBaB pi3Hi
HIIX0AW J10 TTOOYI0BH IrpOBOT MEXaHIKH, CHCTEM HAaBHYOK, IHBEHTAps Ta IITYYHOTO
igTenekty. Lli mpukmamum cramm OCHOBOKO IS (pOopMyBaHHS BHUMOT Ta KOHIICTIIIil
PO3POOKH BIACHOTO MPOEKTY, IO MOETHYE HAWKpAIIli €IeMEHTH YCIIITHUX PIllleHb.

OTtxe, chopMoBaHi y IbOMY PO3LII TEOPETUUHI OCHOBHU JI03BOJISIIOTH MEPEHTH
710 MPAKTUYHOI peatizallii irpoBOT0 3aCTOCYHKY 3 ypaxyBaHHSIM BUOOPY BIIOBIIHOTO
ITPOBOTO PYIIIisi, aJTOPUTMIB IITYYHOTO THTEJIEKTY Ta ONTHUMI3aIlli MPOAYKTUBHOCTI

115 3a0e3nedeHHs KoM(GOPTHOTO irpOBOTO JOCBITY.
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2. PO3POBJIEHHA BUMOT 10 ITPOT'PAMHOI'O 3ABE3ITEYEHHS

2.1. BapiaHTu BUKOPUCTaHHS IPOTrPAMHOTO 3a0€3MEUCHHS

VY naHiii Tpl KOPUCTYBad MOXE TMOYaTH TPy Ta MOBUHEH OOpaTh MEpCOHa)Ka
micias uporo. Jlanmi oMy IOCTYNHI OCHOBHI ITPOBI MEXaHIKH, Takl SK MEPEMIIECHHS,
BUKOPUCTAaHHS HAaBUYOK, B3aeMonis 3 1HBeHTapeM 1 mnoxiOHi. Bci Bapiantu
3aCTOCYBaHHS MOYKHA nooauYnuTH Ha rpadiyHOMY Marepiaii

KIIL.IT-0222.045480.06.99.CCB.

B Tabmumgx 2.1-2.16 HaBeaeHO ACTadbHUM OINKC BapiaHTIB 3aCTOCYBAHHS

AaHOI'0 IporpaMHoro 3a0e3IeUeHHS.

Tabmuis 2.1 — BapianT Bukopuctanass UC— 1

Use case name |lIlouaru rpy

Use case ID UC-1

Goals [TouaTu irpoBuit mporec
Actors Kopucrysau
Trigger KopuctyBau 6akae movatu rpatu B Ipy

Pre-conditions | KopucrtyBad y ro1oBHOMY MEHIO

Flow of Events |Ilicis HaTuckaHHS HA KHONIKY MOYAaTKy I'PU BIAKPUETHCS BIKHO
BUOOpY NEPCOHAXKA

Extension OxpiM MOXKITMBOI HECTIPABHOCTI MPOTpamMu, BUHSATKIB HEMA.

Post-condition | KopuctyBay 6a4nTh BIKHO BUOOpPY IIEpCOHANkKA

Tabmuns 2.2 — Bapiant Bukopuctanass UC— 2

Use case name | Buiitu 3 rpu

Use case ID UcC-2

Goals I'py 3akputo

Actors KopuctyBau

Trigger KopucryBau 6axxae 3aKpuTH rpy
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[TpomoBxenHs Tabaui 2.2

Pre-conditions

KopucTtyBau 3HaXOAUTHCS B TOJIOBHOMY MEHIO 200 MEHIO
IIEPCOHAXKA

Flow of Events

[Ticas HaTHCKaHHS Ha KHOIIKY BUXOOY 3 I'PU I'pa 3aKPHUETHCA

Extension

OxpiM MOXKITMBOI HECTIPABHOCTI MPOTpamMu, BUHSATKIB HEMA.

Post-condition

I'py 3akputo

Tabmuus 2.3 — Bapiant Bukopuctanass UC— 3

Use case name

OOparu nepcoHaxa

Use case ID UC-3

Goals [lepconaxxa oO6paHo

Actors KopuctyBau

Trigger KopucryBau 6axxae 00paTu nepcoHaxa

Pre-conditions

KopucTyBau nepebyBae y MEHIO BUOOPY IepCOHaka

Flow of Events

KopucrtyBau untae iHpopMalito Npo NEPCOHAXKIB Ta 0OMpaE TOTO,
10 KoMy TTO100a€ThCS

Extension

OxpiM MOXKITMBOI HECTIPABHOCTI MPOTpamMu, BUHSATKIB HEMA.

Post-condition

[Touarok irpoBOTO MpoIECy

Tabmuus 2.4 — Bapiant Bukopuctanus UC— 4

Use case name

3MIHUTH MOJIOKEHHSI TIEPCOHAXKA

Use case ID UC-4

Goals [lepcoHax 3MIHMB CBOIO MO3ULIIO B IPOCTOPI
Actors Kopucrysau

Trigger KopucrtyBau 0akae 3MIHUTH MOJIOKEHHS IEPCOHANXKA

Pre-conditions

KopuctyBau nepebyBae y irpoBoMy IMPOIIECi 1 HEMA€E BIIKPUTHX
MEHIO.
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ITponoBxxenHs Tabmuii 2.4

Flow of Events

KopuctyBau HaTHCcKa€ KHONKU yIPABIiHHS 1 IEPCOHAXK
NEePEMILIY€EThCA Yy OOpaHOMY HApPSIMKY

Extension

OxpiM MOXKJIMBOI HECIIPABHOCTI MPOTrpamMu, BUHSATKIB HEMA.

Post-condition

[Tepconax 3MiHMB CBOIO TTO3HUIIIIO B TIPOCTOPI

Tabnuus 2.5 — Bapiant Bukopuctanas UC— 5

Use case name

BiakpuTu MeHIo nepcoHaxa

Use case ID UC-5

Goals Binkputn MeHIO iepcoHaxa

Actors KopuctyBau

Trigger KopucrtyBau 6axkae mo6auyuT CBO1 XapaKTEPUCTUKU a00 BHECTH

3MIHH B IHBEHTAp YU EKiMipyBaHHS

Pre-conditions

KopuctyBau nepebyBae y irpoBoMy MPOIIECi 1 HEMA€E BIIKPUTHX
MEHIO.

Flow of Events

KopucrtyBau HaTHCKa€e KHOTIKY BIJIKPUTTS MEHIO i MEHIO
BIJIKPUBA€ETHCS

Extension

OxpiM MOXKJIMBOI HECTIPABHOCTI MTPOTrpamMu, BUHATKIB HEMA.

Post-condition

KopucrtyBau 6a4uTh MEHIO MEPCOHAKA

Tabmums 2.6 — BapianT Bukopuctanass UC— 6

Use case name

[TokpamuT HaBUUKY

Use case ID UcC-6

Goals [TokpamuT HABUYKY NIEpCOHaKa

Actors KopucryBau

Trigger KopucrtyBau 6akae MOKpaniuTi HABUYKY IepCOHaXa

Pre-conditions

KopuctyBad nepedyBae y MEHIO IIepcoOHaXa
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[TponmoBxeHHs TabauI 2.6

Flow of Events

KopuctyBau o0upae, 1Ky HaBUUKY MOKPAILUTH, i HATUCKAE
BI/IMOBIAHY KHOIIKY

Extension

HepCOHa)K Ma€ OYKO IMOKpAaIICHHA

Post-condition

Hasuuka nokpariena

Tabnuus 2.7 — Bapiant Bukopuctanas UC— 7

Use case name

ExinipyBatu npeamer

Use case ID UC-7

Goals OpsirnyTH 0OpaHuil IpeIMeT 3 iIHBEHTapa
Actors KopuctyBau

Trigger KopucryBau 6axkae ekinmipyBaTu npeaMer

Pre-conditions

KopuctyBad nepedyBae y MEHIO IIepcoHaxa

Flow of Events

KopucrtyBau obupae nmpeaMer Ta HaTHUCKA€E BiAMOBIAHY KHOTKY

Extension

[lepconaxk Mae mpeIMET B IHBEHTapi

Post-condition

[Ipeamer ekinipoBaHO

Tabmuis 2.8 — Bapiant Bukopuctanas UC— 8

Use case name

3HATH TpEAMET

Use case ID UC-8

Goals 3HATH eKIpIOBaHUHN IIpeIMET i TOMICTUTH MOTO J0 IHBEHTapa
Actors Kopucrysau

Trigger KopucrtyBau 6akae 3HATH peaMeT

Pre-conditions

KopuctyBau nepebyBae y MEHIO IepcoHaka
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[IponoBxenHs Tabmuil 2.8

Flow of Events

KopuctyBau obupae npeaMeTr Ta HaTUCKAE BIJIMOBIAHY KHOTIKY

Extension

[lepconaxx Mae eximpoBaHUN MTPEIMET

Post-condition

[Ipenmer 3HATO 1 MOMIIIEHO A0 IHBEHTapa

Tabnuis 2.9 — BapianT Bukopuctanass UC— 9

Use case name

3aKpUTH MEHIO IIEPCOHAKA

Use case ID UcC-9

Goals 3aKpUTH MEHIO IEPCOHAXKA

Actors Kopucrysau

Trigger KopucrtyBau 0akae 3aKpUTH MEHIO ITEPCOHAKA

Pre-conditions

KopucrtyBau nepeOyBae y MeHIO epcoHaxa

Flow of Events

KopucTtyBau HaTUCKAa€ KHONIKY 3aKPUTTS MEHIO

Extension

OxpiM MOXKJIMBOI HECIIPABHOCTI MTPOTrpamMu, BUHATKIB HEMA.

Post-condition

Menro IICPCOHAYXKa 3aKpUTO

Tabmuus 2.10 — Bapiant Bukopuctanns UC— 10

Use case name

Bukopucrarn HaBU4Ky

Use case ID UC-10

Goals Bukopucrarn HaBUUKY MepcoHaKa
Actors KopuctyBau

Trigger KopucrtyBau 6aka€ BUKOPUCTATH HABUYKY

Pre-conditions

KopuctyBau nepebyBae y irpoBoMy MpoIIeCi 1 HEMA€ BIIKPUTHX
MEHIO.

Flow of Events

KopucrtyBau HaTHCKae KHONIKY aKTUBaIlli 00paHOi HABUYKH

Extension

[Tepconax Mae TOCTaTHLO pecypcy

Post-condition

HaBuuky BUKOpHCTaHO, PIBEHb PECYPCY 3MEHIIIUBCS
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Tabmums 2.11 — BapianT Bukopuctanas UC— 11

Use case name

TenenoptyBaTuch 110 mia3eMeIIIs

Use case ID UC-11

Goals TememopTyBaTuch 10 MiA3eMeEILIsA 31 CTAPTOBOI JTOKAIIii
Actors KopuctyBau

Trigger KopucrtyBau 6axkae TeIenopTyBaTUCh 10 MiA3eMeIIIs

Pre-conditions

KopuctyBau nepebyBae y irpoBoMy MpoIieci Ha CTapTOBIM JIOKaIlil
1 HEMA€ BIJKPUTUX MEHIO.

Flow of Events

KopucTtyBau HaTHCKa€e KHONIKY B3a€MOIIT 3 TOPTAIOM

Extension

[Tepconax 3HaAXOUTHCS OPYY 3 TOPTAIOM

Post-condition

Hepconama TCICIIOPTOBAHO 0O HiI[BGMGJ'IJUI

Tabmuis 2.12 — Bapiant Bukopuctanus UC— 12

Use case name

TenmemopTyBaTuch 10 CTapTOBOI JOKAITI]

Use case ID UC-12

Goals TenenopryBatuch 10 CTapTOBOI JIOKAIIIT 3 MiA3EMEIIS
Actors Kopucrysau

Trigger KopucryBau 6axkae TenenopTyBaTuCh O CTAPTOBOI JIOKAITl1

Pre-conditions

KopucrtyBau nepebyBae y irpoBoMy Mporieci y mia3eMesuni i Hemae
BIIKPUTUX MEHIO.

Flow of Events

KopucTtyBau HaTHCKa€e KHONKY B3a€MOII1 3 TOPTAJIOM

Extension

[Iepconax 3HaXOAUTHCS OPYY 3 HOPTAIIOM

Post-condition

[lepconaka TeaenopTOBaHO 0 CTAPTOBOI JOKAIIi1
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Tabnuus 2.13 — Bapiant Bukopuctanus UC— 13

Use case name | BiikpuTu MeHIO B3aeMOii 3 IPOAABIEM

Use case ID UC-13

Goals Binkputu MeHIO B3a€MOZIT 3 MPoAaBLEM JUIsl IPOJIAXKy Ud
MOKYNKHU MPEIMETIB

Actors KopuctyBau

Trigger KopucryBau 6akae KyluTH 4 MPOJaTH IpeaIMeT

Pre-conditions | KopuctyBau nepeOyBae y irpoBoMy Ipoliieci y CTapTOBiif JTOKaIlii 1
HEMAae€ BIIKPUTUX MEHIO.

Flow of Events |KopucTtyBau HaTucKae KHONKY B3a€MOIIi 3 IPOAABIIEM

Extension ITepcoHaxx 3HAXOAUTHCS OPYY 3 MPOJABLIEM

Post-condition | BigkpuTo MeHIO B3a€EMO/Ii 3 IPOJABLIEM

Tabnuus 2.14 — Bapiant Bukopuctanus UC— 14

Use case name | Kynutu npeamer

Use case ID UC-14

Goals Kynurtu npeamer y npoaaBis
Actors Kopucrysau
Trigger KopucryBau 0akae KyluTy mpeaMeT

Pre-conditions | KopucTyBau nepebyBae y MEHIO B3aEMO/IIT 3 TPOJABIIEM

Flow of Events |KopuctyBaud o0upae npeameT Ta HaTUCKA€E KHOIKY TSI IIOKYTIKH

Extension [lepconax Mae JOCTaTHbO MOHET

Post-condition |IIpun6ano mpeameT Ta MOMIIIEHO HOTO 10 IHBEHTapsI
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Tabnuus 2.15 — Bapiant Bukopuctanus UC— 15

Use case name |IIpomaru npenmer

Use case ID UC-15

Goals [Iponatu npeamMeT npoaBIfto
Actors Kopucrysau
Trigger KopucryBau 6axkae nmpojgaru npeameT

Pre-conditions | KopucTyBau nepebyBae y MEHIO B3aEMO/IIT 3 TPOJaBIIEM

Flow of Events |KopuctyBad oOupae nmpeamMeT Ta HaTUCKA€E KHOTIKY JIsl TIPOIaKi

Extension [Tepconaxx Mae ripeAMeET y iIHBEHTapi

Post-condition |IIpomano mpeamer Ta 101aHO KiIbKICTh MOHET

Tabmuus 2.16 — Bapiant Bukopuctanns UC— 16

Use case name | 3aKpUTH MEHIO B3a€EMOJI1 3 IPOJABLIEM

Use case ID UC-15

Goals 3aKpUTH MEHIO B3aEMOJIIi 3 MPOJIABIIEM, TPOJIOBKUTH ITPOBHIA
nporec

Actors Kopucrysau

Trigger KopucrtyBau 6akae 3aKkpuTH MEHIO B3aEMO/IIT 3 MPOJIABIIEM

Pre-conditions | KopucTtyBau nepebyBae y MEHIO B3a€MO/IIi 3 TPOJaBIIEM

Flow of Events |KopucTtyBay HaTuckae KHOTKY 3aKPUTTSI MEHIO B3aEMOJIIT 3
pojaBIeM

Extension [lepconax Mae JOCTaTHbO MOHET

Post-condition |IIpun6ano mpeameT Ta MOMIIIEHO HOTO 10 IHBEHTapsI

2.2.  AmHaI3 CUCTEMHHUX BUMOT

OckilbKu PO3poOKa BeNEThCA Ha KpOCIUIaTGOpPMEHHOMY pyIIrii, BUMOT [0

ornepauiifHOi CUCTEMHU HEMAE.
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MiHnimanbHa KOHGITYypallis TEXHIYHUX 3aC001B:

— [Ipouecop : Intel Core 13-6100 a6o ananor 3a NpoOIyKTUBHICTIO

— O3VY:6TIb

— I'padiunnii npouecop: Nvidia GeForce GTX980 abo ananoriuynuii 3a
MPOAYKTUBHICTIO

— Micue Ha aucky: 10 I'b HDD

PexomenoBana koHGIryparist TEXHIYHUX 3aCO01B:

— [Tpouecop : Intel Core 15-8400 abo ananor 3a MpOAYKTUBHICTIO

- O3V:8Tb

— I'padiunmii nponecop: Nvidia GeForce GTX1060 abo anamoriunuii 3a
MPOAYKTHUBHICTIO

— Micue na aucky: 10 I'b SSD
2.3. PozpobGnenHst GyHKIIIOHATBHUX BUMOT

[Iporpamne 3abesneueHHs poszfieHe Ha Moayii. KokeH Momynb Mae CBiid
neBHUi HaOlp ¢QyHkuid. B Tabmumi 2.17 HaBeneHO 3arajibHy MOJIETIb BHMOT, a B
tabmusx 2.18 — 2.28 HaBeneHuii onuc (PyHKIIOHATBHUX BUMOT JO MPOTrPaMHOTO

3a0e3neueHHs. MaTpuIllo TpacyBaHHsS BUMOT MOKHA [TOOAYUTH Ha PUCYHKY 2.29.

Tabmuns 2.17 —Mojens BUMOT y 3arajibHOMY BH/I1

Hazga Kon  |IIpiopiter | Pusuk Craryc
Busix menro FR-1 |Bucoxkunii |Bucoxuit |IotoBo
MOoXIHBICTh TOYATH TPy FR-2 |Bucokuit |Cepenniii |T'oToBo
MOoXHBICTH BUMTH 3 TPU FR-3 |Hwuswkumii |Cepenniii |ToToBo

MOoTMBICTh B3a€MOIIT 3 TTPOJIABIIEM FR-4 |Cepenniii |Huzpkuii |I[oToBO

MOoXTHBICTh B3aEMOJIT 3 TOPTAIIOM FR-5 |Cepenniii | Huzpkuit |ToTtoBo
Cucrema atpulyTiB FR-6 |Cepenniii |Cepenniit |T'oToBo
Cucrema iHBeHTapsI FR-7 |Cepenniii |Cepenniii |T'oToBo

Cucrema HaBU4OK FR-8 |Cepenniii |Bucokuii |ToroBo
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[Tponosxxenus Tabmuii 2.17

Po6oTa mty4Horo iHTeneKTy FR-9 |Bucokuii |Bucokunit |I'oToBO
MOoXIHBICTh TTOMEPTH FR-10 |Huspkuit |Huszbkuii |loToBO
MoxnuBicTh BOUTH BOpora FR-11 |Hwuspkuit |Hwuspkuii |IoToBO

Tabmuns 2.18 —dynkionansHa BuMora FR-1

Hazpa |Busin meHto
Onuc | IrpoBuii 3aCTOCYHOK TOBUHEH KOPEKTHO BIIOOpaXKaTH BCl €JIEMEHTH
rpadidHoro iHTepdeicy, Taki Ik MEHIO B3a€EMOIIi 3 IPOAABLEM Ta MEHIO
NEPCOHAXA
Tabmuus 2.19 —dynkuionanbHa BuMora FR-2
Ha3zBa |MoxnuBicTh o4atu rpy
Onuc  |IrpoBuit 3aCTOCYHOK MOBMHEH AAaTH MOXJIMBICTh KOPUCTYBady MOYaTH
Ipy
Tabnuis 2.20 —®DyukuionansHa Bumora FR-3
Ha3zBa |MoxinuBicTh BUITH 3 TpU
Onuc  |IrpoBuii 3aCTOCYHOK OBMHEH JaTH MOXJIMBICTh KOPUCTYBAdy
3aBEPIINUTHU TPy
Tabnuis 2.21 —®yuHkiionansHa Bumora FR-4
Ha3zBa |MoxiuBicTh B3a€MOIT 3 IPOAABLEM
Onuc  |IrpoBuit 3aCTOCYHOK IOBUHEH JaTy KOPEKTHO OMPalbOBYBAaTH B3a€MOJIII0

KOPUCTYBaya Ta MpOAABI
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Tabmuus 2.22 —dynkuioHanbHa BuMora FR-5

Ha3zBa | MoxiIuBICTh B3a€EMO/IIT 3 MOPTAIOM

Onuc | IrpoBuii 3aCTOCYHOK MOBHHEH KOPEKTHO OIPAI[bOBYBATH MIEPEMIIIICHHS
MEPCOHAXKA 3 OTHOTO PIBHS HA 1HITUHN

Tabnuis 2.23 —®yuHkiionansHa Bumora FR-6

Ha3sa |Cucrema arpu0yTiB

Onuc | IrpoBuii 3aCTOCYHOK MOBHHEH KOPEKTHO pealli3oByBaTH aTpuOyTH
MepCoOHaXKa

Tabnuis 2.24 —®DyukiionansHa Bumora FR-7

Hassa |Cucrema iHBeHTaps

Onuc | IrpoBuii 3aCTOCYHOK MOBHHEH KOPEKTHO OIMpPAIlbOBYBATH il 3 IHBEHTapeM

Tabnuus 2.25 —®yHkuionansHa Bumora FR-8

Haszsa |Cucrema HaBUYOK

Omuc IrpoBwii 3acTOCYHOK IMMOBHHEH KOPEKTHO OINPaIllbOBYBATH BUKOPUCTAHHS Ta
MTOKpAIlleHHs] HAaBUUYKIB

Tabnuus 2.26 —®DyHkiionansHa Bumora FR-9

Ha3Ba |Po0ora mrTy4HOro iHT€neKkTy

Omuc IrpoBuii 3acTOCYHOK IMTOBUHEH KOPEKTHO MPUMUMATH PIIICHHS TSI
noseninku NPC
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Tabmuns 2.27 —®DynkuioHanbHa BuMora FR-10

Ha3zsa |MoxnuBiCTh TOMEPTH

Onuc IrpoBwii 3acTOCYHOK IMTOBHHEH JaTH MOXKJIUBICTh KOPUCTYBady OyTH
BOUTHUM

Tabmuns 2.28 —dDynkuionanbHa BuMora FR-11

Ha3zsa |MoxnuBicTh BOUTH BOpora

Onuc | IrpoBuii 3acTOCYHOK MOBUHEH JIaTH MOXKJIMBICTh KOPUCTYBauy BOUTH
BOpora
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Tabnuus 2.29 —Marpuus TpacyBaHHsS BUMOT

FR-1 |FR-2 |FR-3 |[FR-4 |FR-5 |FR-6 |FR-7 |FR-8 |FR-9 |FR-1 |FR-1

UC-1 |+ +

ucC-2 |+ -

UC-3 |+

uC+4

UC-5 |+

UC-6 |+ +

UC-7 |+ + +

UC-8 |+ + +

UC-9 |+

ucC-1 |+ -

UC-1 |+ +

UC-1 |+ +

UC-1 |+ +

UC-1 |+ + + +

UC-1 |+ + + +

UC-1 |+ +
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2.4. Po3poOnenns HedyHKIIOHATHHUX BUMOT

be3cymHiBHO, HE(YHKIIIOHATBHI BUMOTH BIAIrPalOTh BAXJIMBY POJIb Y SIKOCTI
JaHo1 po3poOku — rpu, noOyaoBaHoi Ha ocHOB1 Unreal Engine 5 13 BUkopucTaHHSIM
GOAP. Ilig gac po3poOku ocoONMHMBY yBary Oyino MPUAUICHO MPOAYKTUBHOCTI, ajpKe
JUTSL TPU KPUTUYHO BAXKJIMBO 3a0€3MEYUTH IJIABHUMN ITPOBHIL Mpoliec 63 3aTpUMOK Ta
NOTIpIIEHHST IIBHAKOAlL. bBylo onTHMI30BaHO JIOTIKYy TIOBEAIHKM areHTIB Ta
CTPYKTYPHI KOMIIOHEHTH TPH 3 ypaxyBaHHSIM MPOAYKTUBHOCTI HABITh Ha CEPEAHHOMY
anapaTHoOMY 3a0€3IMeUueHHI.

KpiM 1mporo, 3HauHy poiib BiJlirpae MacIiTabOBaHICTh — JaHa po3poOka
MOBUHHA JIETKO PO3IIMPIOBATUCS, MIATPUMYIOYM JOAAaBaHHS HOBUX HaBHYOK,
peAMETIB Ta LUIed 0e3 HeOoOX1MHOCTI 3MIHM iCHYyrouoro ¢yHkiioHaty. Came Tomy
apxiTeKTypa peai3oBaHa 3 BHUKOPHCTaHHSM TMPHUHIUIIB  MOIYIHHOCTI Ta
00’ €KTHO-OPIEHTOBAHOIO MPOrpaMyBaHHs, IO 103BOJIsIE €(DEKTUBHO BIPOBAIHKYBATH
HOBI €JIEMEHTH.

[le omHi€eO KIHOYOBOIO HE(DYHKIIIOHATHLHOK BUMOTOIO Oyiia 3p03yMIUTICTh KOIY
Ta NIATPUMYBAHICTh. Y MEXax JAaHOi pO3pOOKH JOTPUMAHO MPUHIIUIIIB YUCTOTO KOLY,
BUKOPHCTAaHO 3pO3yMUII Ha3BM KJACIB Ta METOMIB, a TaKOX 3AIMCHEHO
JIOKYMEHTYBaHHS JIOTIKM CKJIagHuX cucteM, Takux ak GOAP, cuctema BMiHb Ta
aTpuOyTIB.

He moxHa 006iiiTH CTOpOHOIO i Oe3MeKy — Xoua JaHa po3poOKa He MpaIioe B
MEPEXKEBOMY CEPEIOBUILIL, BCE OJHO OyJI0 peali3oBaHO MEPEBIPKU HA KOPEKTHICTh i
rpaBld Ta nependadyeHo 0OpoOKy BUHSATKOBUX CHUTYallii, 1100 YHUKHYTH KPUTUIHHX
300iB y JIOTIIIi TPH.

3arasiom, 1aHa po3poOka BpaxoBYy€ Taki BaXJIMB1 HE(YHKIIOHATbHI BUMOTH SIK
IPOAYKTHBHICTh, MacCIITa0OBaHICTh, MIATPUMYBaHICTh Ta Oe3meka, 10, Ha MO0

JYMKY, TO3UTUBHO BILJTUBAE HA 11 SIKICTh SIK TOBHOI[IHHOTO MPOTPAMHOTO MPOAYKTY.
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2.5. Amnani3 eKOHOMIYHUX MOKa3HUKIB MIPOTrPaAMHOTO 3a0€3MeUeHHS

JIsist po3paxyHKy €KOHOMIYHUX TMOKAa3HUKIB MPOTPAMHOI0 3a0e3redeHHs Oyio
BUKOPHCTAHO METOJI OLIIHKU (hyHKL10HaIbHUX To4oK (Functional Points, FP).

OyHKITIOHAIBHI TOYKHA € OJWHHIICIO BHMIPIOBAHHS, IO JTO3BOJISE€ BH3HAYUTH
obcsar (yHKIIIOHATBHOCTI, SIKY HaJa€ MporpaMHe 3a0e3MeueHHs KopucTyBadam. Bonu
BIJI0OpaXaroTh KUIBKICTh peasli3oBaHUX O13HEeC-PYHKIIN y cHCTeM] Ta JatOTh 3MOTY
OIIHUTH (PyHKITIOHAIBHUMN po3Mmip (FSM) nporpamMHOTro mpoayKTy.

Meron (QyHKIIIOHATBHUX TOYOK € €(EeKTUBHHM IIJIXOAOM JO KIIbKICHOTO
ouiHoBaHHS (yHKIioHanbHOCTI [I3 y TepmiHax, 3po3yMuUIMX KOpUCTyBaudy. Bin
I'PYHTYETHCS Ha MiAPaxyHKy (YHKIIH 3TiIHO 3 BUMOTaMH JO CHUCTEMH 1 IIHPOKO
BUKOPHUCTOBYETHCSI B IHAYCTPIl JIJIs IJIAHYBaHHS, BU3HAYEHHS] BUTPAT 1 00CATiB poOIT
IIPY CTBOPEHHI MTPOTPaAMHOTO 3a0€3MEUCHHSI.

VY rtabmumi 2.17 Oyno HaBeneHO (GYHKIIIOHAIBHI BHMOTH JI0 IPOTrPaMHOIO
OPOAYKTY, IO MOAeMoeThcsa. Ha iX OCHOBI 31HCHEHO MiApaxyHOK KUIBKOCTI
dbyskiioHanbHuX BUMoOr (®B) 3 ypaxyBanHsM piBHS ckiaaHocTi. [y oOuuciaeHHs
KUIbKOCTI HecKopuroBanux (yHkiioHanbHuX To4oK (Unadjusted Functional Points,
UFP) 3actocoBytotbest BaroBi koedimientn: 3 — g @B Husbkoi ckinagHocTi, 4 —
cepennboi Ta 6 — Bucokoi. L1 koedilieHTH € 3araabHONPUUHITUM CTaHIAPTOM ISt

oOunciienns UFP. Ilincymkn obuuciens npeacrasieHi B Tadmuui 2.30.

Tabmuis 2.30 — Iligpaxynox UFP

CraaaHicTb KinbkicTh Barosmuii Pesyabrar
Koe(imieHT
IIpocra 3 3
Cepenns 4 4 16
Bucoka 4 6 24
3aragbHa kiibkicTs UFP 49
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Hacrynaum etanom € o0uncnenHs 3HadeHHs1 kopuryrouoro unnauka (VAF). e
dakTop, KU BUKOPUCTOBYETHCS sl KopuryBaHHs 3HaueHHs: UFP y BigHOILIEHH! 10

dakTopiB cepenoBuia. Bin 004HCIIIOETHCS 32 HACTYITHO (POPMYIIOI0:
VAF = 0,65 + TDI/100,

ne TDI — migcymkoBe 3HaueHHs ouiHku ¢akropiB cepenoBuma (GSC). Koxen
3 14 ¢akropiB cepenouina Mae oiiHky B Mmexax 0-5. [limpaxynok TDI qist qanoro

porpaMHoro 3abe3nedyeHHs HaBeneHa B Tadmuii 2.31.

Tabmuus 2.31 — Iigpaxynok TDI

dakTop Ouinka

Data Communications

Distributed Data Processing

Performance

Heavily Used Configuration

Transaction Rate

On-Line Data Entry

End-User efficiency

On-Line Update

Complex Processing

Reusability

Installation Ease

Operational Ease

Multiple Sites

N[O [ W[ | WK OO |IW I NKN|Ilwm|lo|O

Facilitate Change

N
[\

Pazom

Ha ocnoBi orpumanoro 3nadensst TDI tenep moxHa oOuriciutu VAF:

VAF = 0,65 + 31/100 = 0, 96.
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Temep  MokHa ~ OOYMCIMTH  MIJICYMKOBE  3HAYEHHS  CKOPUTOBaHUX

(GYHKIIOHAIBHUX TOYOK 32 HACTYITHOIO (POPMYIIOIO:
FP = VAF X UFP = 0,96 X 49 = 47,04.

BukopuctoByroun oTprMaHe 3HAUCHHS CKOPUTOBAHMX (DYHKIIIOHATBHUX TOUYOK
Ternep, MOXKHA MPOBECTH OIIHKY 4Yacy pO3pPOOKH MPOrpamMHOrO 3a0e3MeyueHHs.
BpaxoBytoun, 1mo po3poOka BEAEThCS OHIEI0 JIOAUHOIO, TPHUBANICTH POOOYOTO
TKHS piBHA 40 TOJWH Ta 3HAUYEHHS CEPEAHBOT KUTBKOCTI TOJIUH JIJIsl peasizallli oaHiel
dbyHKIioHaNMbHOT  Toukum i moBu  C++  mpubmm3HO — gopiBHIOE 13

rofuH/PyHKI[IOHATEHY TOYKY , OTPUMAEMO HACTYITHI 3HAYCHHS:
Hours = 47,04 X 13 = 612.
Weeks = 612/40 = 15, 3.
Months = 15,5/4,5 = 3, 4.

Ha ocHOB1 oTpuMaHOTO 3HAYEHHS Yacy pO3pOOKH MOXKHA T1paxyBaT BapTiCTh
naHoi po3podku. 3a rpynenb 2024 poky meaiaHa MicsigHOT 3apo0iTHBOI miatu CH++
po3poOHHKa 0e3 gocBimy pobdotm craHoBuTh $850 (~35317,86 rpH). BimmoigHo,

BapTICTh JIaHOT PO3pOOKH OyJie CTAHOBUTH:

Cost = Month X Salary = 3,4 X 850 = $2890 ~ 120080, 71UAH.

2.6. TlocTaHoBKa 3aBIaHHS Ha pO3pOOKY MPOTPaMHOTo 3a0e3MeYeHHs

[Ipu3HayeHHss — IrpoBU 3aCTOCYHOK, cTBOpeHMil Ha pyuwii Unreal Engine 5,
mo BukopuctoBye miaxig GOAP (Goal-Oriented Action Planning) nns moGymoBu
MOBEIIHKU TIepcoHaXxiB. [laHa po3poOka peasizoBaHa SIK MPOTOTUIT 1HTEIEKTyaIbHOT
CUCTEMH TOBEAIHKM B TIpl 3 (OKYCOM Ha MOAYJIbHICTh, PO3IIMPIOBAHICTH Ta
JOCIIPKEHHSI CUCTEMHOTO Ju3aiiHy. OCHOBHOIO METOIO 3aCTOCYHKY € JIEMOHCTpaLlis
Ta TECTYBAHHS B3a€MO/IIi MIACUCTEM, 30KpEMa: CUCTEMHU aTpUOyTiB, IHBEHTaps, BMIHb
Ta TOBEIHKU, TOOYI0OBaHOI HA OCHOBI IJIEH 1 A1i.

Mertoro po3poOKH € MiABUINEHHSI PiBHS 3aHYPEHHS Ta peirpabeabHOCTI TpH

IUIAXOM BIPOBAIKCHHS aAAlITUBHOIO HITYYHOIO iHTCJICKTy, SIKUM pearye Ha CTaH
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CBITY, KOPUTY€ IOBEJIHKY BOPOTIB y peallbHOMY 4aci Ta 3a0e3rneuye pi3HOMaHITHI
OolOBI  cleHapii, ©pu LbOMY 30epiraloud BHCOKY HIPOAYKTHBHICTH Ta
MacmTabOBaHICTh TPOEKTY, BUKOPUCTOBYIOYM ONTHMI30BaHI aJTOPUTMH  Ta
edexktuBHe ympaBimiHHS pecypcamu pyinis Unreal Engine. Il merta mocsraetscs
3aBJIIKM peati3alii TaKhX M1JCUCTEM:

— Cucrema arpuOyTiB, IO CKJIQJA€TbCI 3 TMEPBHHHUX 1 BTOPUHHUX
XapaKTEPUCTHK.

— Cucrema 1HBeHTaps, fdka 30epirae 1H(QOpMaLiD PO MNPEAMETH Ta
nepenae moaudikaropu arpuOyTIiB 1O CUCTEMH aTpUOYTIB MPU €KiIipyBaHHI.

— Cucrema BMiHb, MOOyJOBaHA Ha OCHOBI MIJKJIACIB KOHKPETHUX yMiHb,
K1 00'€THAHI KOMITOHEHTOM 1 BHUKOPHCTOBYIOTHCS TIEPCOHAXKEM B 3aJI€KHOCTI Bij
KOHTEKCTY.

— GOAP-cucrema, sixa BIJAIOBIJAE 3a JIOTIYHE IJIaHYBaHHS 1 Ha OCHOBI
BU3HAYEHUX IIUJICH.

Takum 4MHOM, naHa Po3poOKa JO03BOJSIE CTBOPUTH THYYKE CEPENOBHUIIE IS
TECTyBaHHS 1HTEJIICKTYaJIbHUX areHTIB Ta THOIIE 3aHYPUTHUCS B pO3POOKY TTOBETIHKA

NPC Ha 0CHOBI 11iJI€H.

BucHoBku 50 po3ainy

Byno BHKOHaHO KOMIUIEKCHMM aHali3 BUMOI IO MPOrPaMHOTO 3a0e3NedeHHs,
HEOOX1IHUX JUJIi pO3poOKH 1irpoBoro mnpoekry Ha pymii Unreal Engine 5 13
peanizamiero cuctemu GOAP (Goal-Oriented Action Planning).

[lo-nepme, Oyno po3MISIHYTO CIEHapli BUKOPUCTaHHS MPOTrPaMHOIO
3a0e3MeYeHHs, 30KpeMa B3a€EMOJIII0 KOPHUCTyBaua 3 OCHOBHUMH MEXaHIKaMH TpH,
TaKUMHU K KE€pyBaHHS NEPCOHAKEM, BUKOPUCTAHHs 1HBEHTapa, 3aCTOCYBaHHS BMIHb
Ta B3aemojli 31 cBitoMm. lleii eram gaB 3mory cdopmyBartu Mepesnik KIIOYOBUX

CIIEHapiiB, M0 € KPUTUYHUMU JIJIs1 CTBOPEHHS (YHKI[IOHATHHO HACUYCHOI Ta 3PYyIHOI

TpU.
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[To-apyre, Oyi10 MPOBENEHO aHaji3 TEXHIYHUX BUMOT JIO0 CHCTEMH, BKIIFOUAIOUH
anmaparHi OOMEXEHHsI Ta apXiTeKTypHI OCOOJMBOCTI, 3 METOI 3a0e3MeueHHs
CTaOLTBHOI Ta MPOYKTUBHOT POOOTH I'PpH HA CydYaCHUX KOMIT FOTEPHUX CHCTEMaX.

[To-Tpete, Oynmu chopmynboBaHi (YyHKI[IOHAIBHI BUMOTH JI0 TPH: KOPEKTHa
poboTa cuctemMu aTpuOyTiB, THBEHTaps Ta BMiHb, B3a€MOJisl IEPCOHAXkA 31 CBITOM.
OxpemMy yBary OyJi0 IPHUALICHO JIOTII IPUHHSTTS pimieHb areHTamu B pamkax GOAP
— JIJIS1 JOCSITHEHHSI aJIalITUBHOI, THYYKO1 IMOBEIHKH BipTyaJIbHUX iCTOT.

OxpiMm 1borO, Oyau po3poOiieHI HeDYHKIIOHATBHI BUMOTH, IO CTOCYIOTHCS
POYKTUBHOCTI, MAacIITabOBAHOCTI, MATPUMYBAHOCTI, O€3MeKH Ta HaAiHHOCTI. [[aHa
po3poOka moOymoBaHa 3 ypaxyBaHHSIM IPHUHITUIIIB YUCTOTO KOAY Ta BUKOPHUCTAHHSI
m1abJIOHIB MPOEKTYBAHHS, IO TapaHTy€ ii THYYKICTh Ta 3PYYHICTh Yy MOAANBIIIN
po3pooIIi.

Takox Oyno mpoBeleHO (YHKIIOHAIBHUIN aHall3 EKOHOMIYHUX BHUMOT, 3a
pe3yabTaraMu SIKOTO OyJI0 OTPMMAaHO OIIHKY 4acy Ta BapTOCTI pO3pOOKHU. 3aBIsSKH
UM OI[IHKaM MO)KHa €(QEeKTMBHO BU3HAUUTH TeMN Ta rpadik peanizamii oOpaHux
(GYHKITIOHATHPHUX TOYOK.

Takum 9yuHOM, y IIOMY PO3AUI OYyJIO IPOBEICHO BCEOIUHMM aHATI3 1 pO3POOKY
BUMOI' JI0 MPOrPaMHOr0 3a0€3MEYEHHs], 110 € MIIHUM MIATPYHTSIM JUIS HOAANbIIOl
peamizamii rpu. BwusHaueni BuMoOrM 3a0e3MEUyIOTh CTBOPEHHS  SKICHOTO,

(GYHKIIIOHAJIBHOTO Ta OPIEHTOBAHOIO HA IPaBlLIsl MPOAYKTY.
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3. KOHCTPYIOBAHHS TA PO3POBJIEHHSA ITPOT'PAMHOTI' O

3ABE3IIEYEHHA

3.1. ApxiTeKkTypa mporpaMHOro 3a0e3reueHHsI

IrpoBe  mporpamHe  3a0e3nedyeHHS ~ MOOyAOBaHE 32  KOMIIOHEHTHOIO
apxiTeKTyporo, 10 Oa3yeTbcsi HA  MPUHIHUMNAX 00 €KTHO-OPIEHTOBAHOTO
porpaMmyBaHHs Ta peaiizoBane Ha pymnii Unreal Engine 5.

Bci nepconaxi, a came rpasenps Ta NPC, € nmoxilHUMH KjlacaMu BiJ 0a30BOTrO
nepcoHaxy. Jlms peamizarmii irpoBux MexaHik Oyiao obpano momymbHHM minxin. Lle
O3Hauae, M0 KOKHA (PYHKIIIOHAIbHA CUCTEMA € OKPEMHUM MOJAYJIEM, L0 HE3aJEKHO
onpaupboBye BiacHi aani. ¥ Unreal Engine ne Oyno iMIJIEMEHTOBAHO 3a JIOIIOMOIOFO
ActorComponent. Ocb 0ITUC CTBOPEHUX KOMITOHEHTIB:

— cucrema arpudyTiB (Attribute Component) — oOUHCIIIOE 1TPOBI
aTpulyTH MIEPCOHAKA;

— cucrema BMiHBb (Ability Component) — omnpanboBy€ BHUKOPUCTAHHS
BMIHB;

— cuctema iHBeHTapa (Inventory Component) — 30epirae 00’ekTu
npeaMeTiB 1 Moaudikye aTpuOyTH MPH IX eKiNpyBaHHI.

Cucrema arpuOyTiB MICTUTh 3 TEPBUHHHUX aTpuOyTH: CuUja, CIPUTHICTH Ta
IHTEJIeKT; Ta BTOPUHHI aTpUOYTH, SIKI OOYUCITIOIOTHCS Ha OCHOBI MEPBUHHUX 3T1IHO
BCTAHOBJICHUX Koe(irieHTiB. [ BTOpUHHHMX aTpuOyTIiB OyJlO BHUpIIMIEHO OOpaTh
HACTYIIHI: KUIBKICTh OJWHUIIb 3I0POB’S, KUIBKICTh OAWHHIL pecypcy, (hizudHuit
3aXMCT, MAariyHUM 3axXUCT, WIKOAA, MIJACWICHHS MAariyHoi IIKOAM, IIBUAKICTh
NEePEMIILICHHS Ta MIBUJIKICTh aTaKH.

Cucrema BMiHb MICTUTh CHHCOK JOCTYIHHUX JJIsi BUKOPUCTAHHS HaBUYOK.
Koxxna HaBMYKa 1€ MOXIAHMM KJac BiJl 0a30BOi HAaBUYKHU 1 Ma€ BIACHY JIOTIKY IpH
akTuBaiii. bazoBa HaBWYKa MICTUTH TOJIS MPO TEPe3apsaAKy, KUTbKICTh pecypcy, 1o

Oy/1e BUKOPUCTAHO MPU aKTHBAITIi.
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Cucrema iHBEeHTapa MICTUTh iH(MOPMAIIO NMPO “prOK3aKk’ TEpPCOHaXKa Ta
eximipoBaHi mnpeamern. KoxkeH mpenMer mae MoaudikaTopu, L0 BIUIMBAIOTh Ha
arpulytu. Hanpuxnanm, 36post moxke matu Mmomudikarop “+20 mo mxomu”, TOOTO A0
obuuciaeHux arpulyTiB repcoHaxa oyne 101aHo 20 OAUHUID IIIKOIH.

[Toxiani kinacu Big BaseCharacter Oyno cTBOpEHO 3a JIOMOMOTOIO Bi3yallbHOTO
ckpuntunry, mo y Unreal Engine nasuBaetrbcst Blueprint. Bonn He BIpoBaKyrOTh
HOBY JIOTiKY, a JIMIIIC 3aMiHIOIOTh TIEBHI TOJIS 3a 3aMOBYYBaHHAM, Taki sk 3D Mozens,
3HAQUEHHSI OCHOBHOI'O MEPBUHHOIO arpuOyTy Ta noaiOHi. Jliarpamy kiaciB, 1o Oyiau

Bukopucrtani y BaseCharacter, HaBe/ileHO Ha PUCYHKY.

«class» | > «interface»
BaseCharacter IAttributeOwner
A
I I
«class» «class» «class»
AttributeComponent AbilityComponent nventoryComponen
! 1 1
«class» «class»
Ability Inventoryltem

)

«class»
AttributeModifier

Pucynok 3.1 — [iarpama knacis g5 BaseCharacter

V¥ Unreal Engine 1151 kepyBaHHsSI IEPCOHAXKEM BHUKOPHCTOBYETHCSI KOHTPOJIEP.
s tux, mo kepyerbes rpaBiemM — 1e Player Controller, jiss NPC — Al Controller.
VY Bunajaky irpooro nepconaxy, Player Controller 06po6iisie kopucTyBalbKHil BBI/I,
HANpUKIaa, mepecyBanHs 4u B3aemonis 3 iHTepdeiicom. s NPC AlController
npuiiMae pilIeHHs PO MOBEAIHKY MEepCOHaXy. Y AaHii po3poOill OyJI0 BUKOPUCTAHO
cuctemy Goal Oriented Action Planning y poni Al Controller. /Ins Buxkopucranus

TaKO1 CUCTEMH TaKoX HeoOX11HO Oys0 BU3Ha4UTH CyTHOCTI Action Ta Goal.
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GOAP AI Controller tie knac, mo 36epirae BaxJIMBy iHGOPMAIIIIO ISl Ta PO

IJIaHyBaHHs. A came, 1€l KJIac MICTUTb IOJISI PO JTOCTYITHI JJIsl IepCOHa)a Il Ta
i, aKTyaJdbHY IIJTh TA TUTAH A1 18 11 mocsarHeHHs. PemTy qaHux, Taki sik HUHIITHINA
cTaH cBiTy, MicTuTh Blackboard, ane npo 11e mi3zHiie.

Action — 11€ JIOT14HA CYyTHICTb, 1110 ONMHUCY€E MOTEHUIWHY A1I0 B paMKax CUCTEMHU
GOAP. Bona mictuth iHpOpMaIIiIO PO MEPEIYMOBH IJII BUKOHAHHS, OYIKyBaHUN
pe3ynbrar (3MiHy CTaHy CBITY), YMOBHY BapTICTh /ii, a TakoX IOCWUJIAHHS Ha
BIJIMIOBIJHY peami3auiio Ali. BaxauBo migkpeciauTd, MO cama CyTHICTH Action He
B3a€EMOJIiE€ 0€3MOCepelHbO 3 ITPOBUM CBITOM — 1ii POJb TOJNSATAE BUKIIOYHO B
JIOTIYHOMY IUIaHyBaHHI. PeanbHa B3aeMoisl 3 IrpOBUM CBITOM BiAOyBa€ThCS MiJI Yac
BUKOHAHHS Ji1, Ha SIKYy BKa3ye€ MOCHJIaHHS.

Goal — 11e moriuHa CyTHICTb, sIKa MpesacTabiise b nopeainku GOAP-arenra.
Bona Bu3Hauae OakaHWil CTaH CBITY, IO SIKOTO areHT MparHe, a TAKOX MICTHUTb
IIPIOPHUTET, IO BU3HAYAE BAXKIUBICTH ITI€T 1IJT1 MOPIBHIHO 3 iHIIUMH. Goal He MICTUTH
JIOTIKM B3a€MOJIi 31 CBITOM 1 HE BHUKOHYETbCS Oe3MocepeHbO0 — ii MpU3HAYEHHS
MOJISATAE Y CHPSIMYBaHHI IUIaHYyBaJIbHUKA Ha TMOOYIOBY MOCITITOBHOCTI Aii (Action),
HEOOX1THUX JUIsl IOCSTHEHHS BU3HAaYeHoro crany. Takum uumHom, Goal € ctapToBoio
TOYKOFO JIJIsT (DOPMYBAHHS TIOBEIIHKU areHTa B paMKax CUCTEMH TUTAaHYBaHHSI.

Hiarpama xnaciB qiist GOAP Al Controller HaBeneHO Ha pUCYHKY 3.2.

«class»
GOAPAIController

1

«class» «class»
GOAPAction GOAPGoal

Pucynoxk 3.2 — Jliarpama kiaciB 11t GOAP Al Controller
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3.2. ApXIiTeKTypHi pillleHHs Ta OOTpyHTYBaHHS BUOOPY 3aC001B pO3pPOOKH

3apa3 MOroBOPUMO JIETAJBHINIE TPO ApXITEKTYpHI pIllICeHHS 1€l pO3pOOKH.
OcHoBHuM cniocodom juist peanizauii I B Unreal Engine € nepeBa mpuilHATTS
pimmens, ab6o x Behaviour Tree, ockinibku y mpoMy pymiii yKe€ CTBOPEHO BeCh
GyHKIIOHAN JJIs1 CTBOPEHHS BJIAcCHOro Takoro jaepeBa. OCKUIBKM L CUCTEMA €
ONTHMI30BaHOIO, OYyJIO0 MPUHHATE pIMIEHHS BUKOPUCTATH ii CHIBHI CTOPOHU Y
pO3po0IIl CBOET cUCTEMHU, a caMme BNPOBaAUTH BiaacHu# pymriid ayigs GOAP Ha ocHOBI
¢ynkuionany Behaviour Tree.

[To-nepire, Behaviour Tree BukopuctoBye cytHicTh Blackboard qns criimpHOTO
BUKOPHUCTAHHS JaHUX MK BciMa By3namu jAepeBa. Takoxk, Behaviour Tree maroTh
CYTHICTB Service, 1110 BUKOHYETHCS 3 3aJlaHUM IHTEPBAJIOM Yacy U 3alucye pe3yibrar
ceoro BukoHaHHS B Blackboard. Ille icHyrOTh aekopaTopu, SKi PO3IIMPIOIOTH
¢dynkuioHan By3diB. OIMH 3 HUX BUKOPHCTOBYE TIEPEBIPKY 3HAYEHHS OIS
Blackboard y poni takoi ymoBu. Lleil ¢yHKLIOHAan € ONTUMI3OBaHUM 1 JyXKe
nigxoasmuM it ctBopeHHss GOAP.

[lo-npyre, xoHctpytoBanHs Behaviour Tree BimOyBaerbcst rpadiuHo,
BIJIMOBITHO TPU TIPOBEJACHHI TECTYBaHHSA MOXHA BI3yaJlbHO MO0AUUTH SIK
BUKOHY€ETHCS JIepeBO. TakoK MO)KHA MOCTaBUTH Ha Tay3y BeCh I'pOBUN LHUKI, 1100
nepeBipuTH 3HadeHHs noiiB Blackboard.

OTxe, HA OCHOBI LIbOTO OyJI0 MPHUIHATO pimeHHs cTBopuTH cuctemy GOAP
TaKUM YHHOM, IO €IMHI BY3JIM TaKOTO JepeBa II€ BY30J 3 IUIAHYBaHHS Ta BY301 3
BUKOHAHHA IUIaHy. By3onm 3 ruiaHyBaHHS MaTHMeE JEKOPaTop 3 YMOBOKO Ha OyieBe
nojie, 10 300paka€ HEOOXIIHICTh MOBTOPHOIO IUIAHYBaHHSA. TakMM YHHOM, SKIIIO
Th 3alUIIAJIAch HE3MIHHOIO Ta 3alUlaHOBaHa Jisi MoXe OyTH BHUKOHaHa,
HEOOXITHOCTI B TOBTOPHOMY IUIAHYBaHHI HEMae 1 MOXXKHAa 3€KOHOMUTH
oOuKcIIoBaIbHI pecypcu. [HIIMIA ke By30:1 JIMIlIe BUKOHYE 3alljlaHOBaHy Ait0. Takox
Ha OJHOMY 3 BY3JiB BCTAHOBJIEHO CEPBIC, SIKU BHKOHYE OLIHKY CTaHy CBITYy Ta
nepeBipsie Y 3alUIaHOBAaHA paHillie IIIb € aKTyalbHO0. CepBic BUKOHYEThCS 2 pa3u

Ha CEKyH/Y, TOMY BEJIMKOIO HAaBaHTAKEHHS HAa 00UKCIIIOBAIbHI PECYpPCH HEMAE.
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VY pesynbrari Oyno otrpumano HactymHe “aepeBo”’ cuctemu GOAP, ske

300paXeHo Ha PUCYHKY 3.3.

K. ROOT

BB_GOAP

m Selector
Selector

<® GOAPGoalChecker

GOAPGoalChecker: tick every 0.50s

[J Blackboard Based Condition =¢ GOAPAct
Blackboard: bReplan s Is Set 3 GOAPAct

=¢ GOAPPlanActions
GOAPPlanActions

Pucynok 3.3 — Cucrema GOAP

[HIIMM [OCHUTh BaXKJIMBHUM pilIeHHAM Oyno BHKOpucToByBaTH BitMask sk
CTPYKTYpPY JaHMX, IO ONMUCye cTaH cBity. [lin yac miuaHyBaHHS Jii MEpPEBIPAETHCA
BeJIMKAa KIJIbKICTh MOXJIMBHH CTaHIB CBITY, BIJMOBIJHO SKIIO BOHU OIKMCYHOThCS
CTPYKTypaMH JIaHHX, TO BIJIOYBAa€TbCAd TMOCTIMHE TEPEBUIUIEHHS IaM sTi, IO
NPU3BOAUTH 1O TMOTIpIIEHHS YacToTh KanapiB. Hampuknan, 6a3oBuii cTaH CBITY
MICTUTh 1H(QOpPMAIII0 NP0 HUHIIIHIO. T MAKCUMaIbHY KUIbKICTh OAWHHILL 310POB’S

Ta pecypcy HeIrpoBOro MepCcoHaXka Ta rpaBis y 3MiHHUX TUITy float (koxen 4 GaiiTn),
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MO3UIlIA TPaBL Ta HEITPOBOTO MEPCOHAXKA Yy BUIVISAI TPUBUMIPHHUX BEKTOPIB THITY
float (koxen Bektop 12 06aiiT), Ta AeKUIbKa 3Ha4eHb TUIy boolean (koxkeH 1 6aiiT). ¥
pe3yibTaTi OTPUMY€EMO, IO CTPYKTypa AAaHUX CTaHy CBITy 3aiMaTHMe IpUHaiMHI 64
OaiiTu mam’gTi. Y TpoIIeci MOIIYKY KUTBKICTh CTaHIB, 110 30€piraroThCcsi THMYA0BO B
nam’siTi, Moxke nepeBuunryBatd 100. TakuM 4YMHOM I TUTAHYBaHHS NI OIHOTO
nepcoHaxa Oyze BuTpadaruch moHajn 6400 6ait, abo x nmpubmm3Ho 6 kimooauT. [Ipu
niaHyBaHHi ik 10 mepcoHaxiB MOCTIMHUEN mnepe3anuc 60 KimoOalT mpusBene 10
3HAYHOIO TMOTIpIIEHH WBUAKOALL rpu. OJHaK, SKIIO 3anucyBaTh ctaH B 32 0Oita
int32, To y 3B’S3Ky 3 HaJ3BHYAHHO MajluM 00’e€MOM mam’sTi (4 6aiTH), 0 MEHIIe
OJIHI€T CTPYKTypu cTaHy B 16 paziB, TO BuauieHHsa nam’satri Ha 100 craHiB
B110YBA€THCS aOCOIOTHO HEMIOMITHO. 3BICHO, OOUMCIICHHS 3HaYCHB OiTIB TaKO1 MacCKH
BHUMAarae reBH1 OOYUCIICHHS MPOIecopa, OJHAK JIJIsl BCTAHOBJICHHS 3HAYEHHS KO)KHOTO
0iTa MOTPIOHO BUKOHATU MEPEBIPKY NEKUIBKOX JIOTIYHMX YMOB Ta BHUKOHATHU OAHY
OiHapHy omepariito. I{i oO4mcCIIeHHS B MAallMHHOMY KOl €KBIBaJCHTHI BUKOHAHHIO
JEKUTHKOX 1HCTPYKIIIA, TOMY Take HaBaHTaXXEHHS HE MPU3BOAUTH J0 3aTPUMOK 1HIIIHUX
oOurciieHb. TakuM 9MHOM OYIJIO JOCSTHYTO XOPOIIIi PiBHI MIBUIKOIT 3aCTOCYHKY.

st po3pobku gaHoi rpu O6yno obpano pymiii Unreal Engine 5, ockinibku BiH
3a0e3neuye BUCOKOSIKICHY rpadiky, MOTY>KHI IHCTPYMEHTH AJi1 CTBOPEHHS CKJIaJIHOT
JIOTIKM Ta MIATPUMKY CHCTEM Ha OCHOBI KOMIIOHEHTIB, IO € KPUTHYHO BAKIUBUM
qutst peanizaiii GOAP. Unreal Engine 5 no3Bonsie edektuBHO npaioBaru 3 Blueprints
ta C++, 0 Jae 3MOry NO€JHYBaTH Bi3yallbHE NPOrpaMyBaHHS 3 HU3bKOPIBHEBUM
KOHTpoJieM. BuOip pylnis TakoX 3yMOBJICHUN HAsSBHICTIO BEJIWKOI CHUIBHOTH,
JOKyMEHTAIlll Ta MIATPUMKOI CY4YaCHUX CTaHJApTIB onTuMmizaiii. Takuil miaxif
JI03BOJISIE CTBOPUTH MOJYJIbHY, MacIITabOBaHy apXiTeKTypy Ta peajizyBaTH IHTEJIEKT
NPC 3 Bukopucranuam GOAP.

[HII0T0 TIEpeBaror0 i BHUKOPHUCTAHHS IIbOTO pyIIis € T, M0 BiH Mae
niarpumky Data-Driven Development. Ile o3nauae, mo irpoBa jorika Moxe OyTH
BIJIOKpEMJIEHA BIJ JAHUX, L0 BUKOPUCTOBYIOTHCS, TaKli SIK MapaMeTpu NEBHUX
CYTHOCTeH. Y BHUIAAKYy AaHOI po3poOkH, yci mapamerpu s Inventoryltem Oymu

OTIMCaHI y TaOIHIl JaHUX, HA OCHOBI SKHX TIOTIM T€HEPYETHCS 00’ EKT.
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3.3. KoHcTpyroBaHHS MPOTPaMHOTO 3a0e3MeYeHHS

[ToroBopumo neranphime npo peanizamito GOAP. Ak Oyno 3ragaHo BwuIlie,
CUCTEMA CKJIAJIa€ThCs Juuie 3 3 OCHOBHMX eTamiB. Ilepmmii etan e gopmyBaHHS
CTaHy CBITYy ¥ IepeBipKa aKTyaJbHOCTI IiIi. blIoK-cxemu poOoTH OCHOBHUX (PYHKITIH
HaBEJECHO Ha pucyHkax 3.4-3.5.

OckuUlbKM 1UIb 1€ JIMIIE NEpesliK MEepeaIyMOB Ta IMpIOPUTET, TO BHOIp
aKTyaJIbHOI 1T € IPOCTUM: TOBEPTAEMO TY ILJIb, IEPEIYMOBH SIKOT BUKOHYIOTHCS 1
10 Ma€ HAUBUILIUHN TIPIOPUTET.

[licns BukoHaHHA 1MX (YHKIIH Mae€ 3HAUYEHHS MOTOYHOTO CTaHy CBITY,
aKTyaJbHY IIUIb Ta BUPIIIWIN, Y MOTPIOHO NeperuianyBaTH aii. L1 qaH1 3anucyroTees
B Blackboard 1 BUKOpHCTOBYIOTECSI HA HACTYITHOMY €Talll.

Hpyruit eran GOAP 1e BnacHe ruiaHyBaHHS. [CHYIOTH Bapiallii 3 pi3HUMH
aJIroOpUTMaMHM TOIIYKY, OIHAK JaHe MporpaMHe 3a0e3MeueHHs peaizye alroputM A*.
Lle € nocutb npoctuid, BoAHOYAC €(PEKTUBHUI anroput™M. biok-cxemy ioro podoru
VIS miel 3a;a4l HaBEJICHO Ha rpadiyHOMY Marepiaii
KIII.IT-0222.045480.06.99.CCA.

Otpumanuii mwian 30epiraetbcsi B GOAP Al Controller. Bin BUKOpUCTOBY€EThCS
B OCTaHHbOMY €Talll, & CaM€ BUKOHAHHI IJIaHY.

OcraHHIN eTan € HaWIpOCTIIIMM Y BUKOHaHHI, OCKUIBKU BCE, 110 BIH POOHTH
1Ie BUKJIMKae (DyHKIIO MPUCBOEHY Ail. J[ns 1mporo Oysio BUKOPUCTAHO (PYHKITIOHAI
CHUCTEMH HAaBMYOK, OCKUIbKM OUIBIIICTH /il MOB’sA3aHI 3 a00 aTakaMy Ha TIEPCOHaXKa
rpaBis, ad0 € 3aMiHOI0 PYYHOTO BBOAY T'paBLs SIK, HAIIPUKIIA[, epeMimeHHs. Tomy
CTBOPEHHSI JIEKUIHKOX IOMOMIKHUX HABUYOK BUIVISIAE SIK ONTUMAJIbHE PIIICHHS.

3aranbHU TPUHLIUI POOOTH OMHCAHOTO AITOPUTMY HABEACHO Yy BHIIIAIL

OJIOK-CXeMH Ha PUCYHKY 3.7.



Bubip akTyanbHoi Uini

OTpumaTu CTaH CBITY
3 nam'ATi

Y

CTBOPUTU NOPOXKHIN
cnucok anA 36epiraHHnA
MOXXNUBUX Linewn

MoyaTok nepesipku

aKTyanbHOCTI uini Lo
A KOXHOI Uini B
nepeniky AOCTYMHUX

uinen
\
OTpumaTK CTaH CBiTy
3 nam'ATi epeaymMoBu
BUKOHYIOTbCA?
Y
Tak
BusHaunTtun Hi ¢
OonTUMarnbHy Uinb [HopaTtn B cnncok
MOXXIMBUX Linen

OnTumanbHa Uinb
BiAPIBHAETLCA Bif, AAHO]

%/

BincoptyBaTtu
Tak OTPUMaHWUn CNUCOK
¢ 3a npiopiTeToMm

MepesanucaTtu gaHy Y

Uinb Ha ONTUMAasbHY O6patu Uinb 3
HanBULLUM
npiopiTeTom

KiHeub nepeBipkn Kineupb Bnbopy

aKTyanbHOCTI uini aKTyanbHoi Uini

Pucynok 3.4 — brok-cxema  Pycyrok 3.5 — Brok-cxema
MEPEeBIPKU aKTyalIbHOCTI 11T BHOODY AKTVAIBHOI LTI
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04aTOK NnaHyBaHHA

MepeBipka cTaHy
CBITY

I

MepcoHax >xmsun

Tak

BuaHayeHHA
aKTyanbHoi uini

v

MnaHyBaHHA gin

Y

[
v Tak

BukoHaHHA fii 3
nnady

Tak ¢

Mepesipka
aKTyanbHOCTI Lini

Llinb 3miHnnacb

Hi

v

BuKOHaHHA
HacTynHoi Aiji

[naH BUKOHAHO

3akiH4yeHHA
nnaHyBaHHA

Pucynok 3.7 — biiok cxema 3arajibHOTO
npuHuuny podotu GOAP

Akmio K Tak cTajgocsd, MmO BiaOylTach 3MiHA CTaHy MK IEepeBIpKaMu

AKTyaJIbHOCTI IIUTl 1 MEBHI1 BXIJHI JIaHl BIACYTHI, TO BIJOYBa€TbCA 3MiHA 3HAYEHHS
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MITKHU MeperuianyBaHHs Ha true. Hanpukiaz, cuctema 30py OHOBJIIOE MOJISL, OB’ sI3aH1
3 BHUSIBJICHHSM BOpOTra. SIKIIO K WOro HEMA€ B MOJI 30pYy, TO BKa31IBHUK HA KOMIPKY
nam’siTi 3 00’ ekToM Bopora BiacyTHiH. [Ipumyctumo, 1o me craiocs B mepiof 4acy
MDK MEepeBipKaMH 1 HACTyITHA JIisl, SKa BUKOHYBAaTUMEThCSI BUMArae JiaHi mpo BOpora.
VY Takomy BUINAJKy BiOyAETbCs NEPEIUIaHyBaHHA 1€ 10 MEPEBIPKU aKTyaJlbHOCTI
11111, ockiTbku Behaviour Tree mounHae BUKOHAHHS JIepeBa 3 MOYATKY K TiILKH OYyJ10

BUKOHaHO ocTaHHIi By30isl. Takum unHom NPC 3aBxIu Moxe pearyBaTh Ha 3MiHY

CUTYyalIlii.
3.4. Amnam3s O0e3mexku JaHnuX

Jlana po3poOKka BHUKOPUCTOBYETHCS JIOKAJIbHO, TOOTO 3arpo3a BTpaTd YU
MOIIKO/DKEHHS JTAHUX T 9ac 1X MPOXOHKEHHS B MEpeki BiACYTHS. Takoxx po3poOka
HE BHUKOPHUCTOBYE JlaHI  KOPHCTyBauya, BIAMNOBIIHO 3arpo3a  MOPYIICHHS
KOH(1IEHIIIHHOCTI NaHWX KOpUCTyBaua BiAcyTHs. KopucTyBau MOke BHUKOHYBAaTu
auie oOMEXKEHUM Tepesik i, y TOW Yac SK IepeBakHa OUIBIIICTh JIOTIKH HE
BUMarae Woro BTpydaHHs. Ha BUMag0k BUKOHAHHS KOPUCTYBa4deM HerependaqyBaHOi
omepaitiii BiOyBa€ThCS Baliallis JaHUX HA y MEXax KOKHO1 QyHKIil. Takum 4rHOM

MOXKHa CTBEPXKYBATH, 110 Oe3IeKa JaHUX rapaHTOBaHA.
BucHoBok 110 po3ainy

byno o6rpynroBano Bubip pymis Unreal Engine 5, sxuii 3abesmneuye
BHUCOKOSAKICHY Tpadiky, Cy4yacHl IHCTPYMEHTH Il PO3POOKH CKIIAJHOI JIOTIKH,
HIATPUMKY KOMIIOHEHTHO-OPIEHTOBAHOI apXITEKTypH, a TaKOXK 3py4YHE TO€THAHHS
BI3yaJIbHOTO MporpaMmyBaHHs uepe3 Blueprints 1 THyYKOro KOHTPOIIIO 3a JOTIOMOTOIO
moBu C++. Bubip pymrist Takosk 00yMOBJICHHI MTUPOKOIO JOKYMEHTAITIE€I0, aKTUBHOIO
CIIIJILHOTOK PO3pOOHUKIB 1 miaTpuMkor miaxoay Data-Driven Development, mio
CIPHSIE THYYKOCTI MPOEKTYBAHHSI.

Jns peamizamii agantuBHOI moBemiHku NPC Oyno BOpOBaKEHO BJIACHY

cucremy GOAP nHa 6a3i ¢ynkuionany Behaviour Tree, 110 103BOJIUIO0 BUKOPUCTATH



48

B)K€ HasgBHI ONTHMIi30BaHl MexaHi3mu, Takl sk Blackboard, Decorator Ta Service.
APXITEKTYpHO MporpamMHe 3a0e3nedyeHHs MoOyI0BaHO 32 MOAYIbHUM IMPUHIIMIIOM, /€
KOXKHA (PYHKITIOHAJIbHA TifcUcTeMa (arpuOyTH, BMIHHS, 1HBEHTap) peali3oBaHa y
BUIJIS/II OKpeMoro KoMrnoHeHTa. Lle 3abe3neuye BUCOKY MacIITa00OBaHICTh 1 CIIPOIILY€E
tectyBaHHsA. Cucrema GOAP ontumizoBana uepe3 BukopuctanHs BitMask nns
30epeKCHHsSI CTaHy CBITY, IO MIHIMI3y€ HaBaHTAKEHHS Ha IaM ATh 1 MOKpaIlye
IPOAYKTHBHICTb.

Takum yuHOM, 00paHi 3ac00M PO3POOKM Ta APXITEKTYPHI PIMIEHHS JTO3BOJIUIH
CTBOPUTHU THYUKY, PO3IIMPIOBAHY ITPOBY CUCTEMY 31 CKJIQJIHUM IITYYHUM IHTEJIEKTOM,

3IaTHUM aJaNTyBaTUCS J0 3MiH HABKOJUIITHHOTO CEPEAOBHILA B pEaJbHOMY Yaci.
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4. AHAJII3 AKOCTI TA TECTYBAHHSA TPOTPAMHOTI' O

3ABE3IIEYEHHA

4.1. Amnams3 sxocti [13

3 Meroro 3abe3nedyeHHs] KOM(OPTHOIO irpoBOTO MpoLEcy A KOPUCTyBadiB
OyJl0 MPOBENCHO TECTYBaHHS KOPEKTHOCTI poOOTH 1rpoBOro 3acTocyHKy. [lepeipii
miuIsiraB  KJIIOYOBUHM (PyHKIIIOHAN mporpamu, po3pobieHoi B skaHpi Action RPG.
Oco0nuBuii akLEHT 3pO0JIEHO Ha MEPEBIPKY B3a€EMO/IIi MIXK IFPOBUMH KOMIIOHEHTaMU
Ta TePCOHAKAMHU.

MeTo10 TeCTyBaHHS €:

— nepeBipKka KOPEKTHOCTI pOOOTH MPOrpaMHOrO. 3aCTOCYHKY 3T1IHO J0

(GyHKITIOHATHBHUX BUMOT;

— nepeBipKa MBUAKOALT IPOrPaMHOIO 3aCTOCYHKY;

— 3HAXOKEHHS MPoOIeM, MOMUJIOK Ta HEAOMIKIB 3 METOIO iX YCYHEHHS.

Jlns mepeBipku sikocTi [13 Takoxk Oyno MpOBENEHO CTAaTUCTUYHHUN aHali3
MpPOrpaMHOro KOJy 3a JOMOMOTrow BOyIOBaHOro anamizaropy koay Qodana B
cepenoui po3podku Rider[11] Ha mpobiaemu, 30kpema:

— HE KOPEKTHE MEPETBOPECHHS THUIIIB;

— BEJIMKI YaCTUHU JyOIb0BAHOTO KOJY;

— HE KOPEKTHE BUKOPUCTaHHS BKa31BHUKIB.

3araiom Oyio mpoBeAeHO 856 MEpeBIpOK TMOB’A3aHUX SK 3 MOBOIO
nporpamyBanns C++, Tak 1 Unreal Engine, 3rigHo 3 0QiIiiHOI0 JOKYMEHTAIIIETO, 1110
MICTUTh ~ PEKOMEHJAIlli WII0J0 HalKCaHHS MporpamMHOro komy. Pesynsrar

CTaTUCTUYHOIO aHaJli3y HaBEJACHO Ha PUCYHKY 4.1.
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Pucynox 4.1 — Pe3ynbrar CTaTUCTUYHOTO aHaJI3y IPOTrPaMHOTO KOIY

4.2.  Omnuc nporieciB TECTyBaHHS

TecTyBaHHS BUKOHYE€ThCA 3TiHO JokyMeHTy «lIporpama Ta Meronuka

TCCTYBAHH.

Tabnuus 4.1 — Tecr 1 Iloyarok rpu

IlouaTkoBul cTaH
CUCTEMHU

KopuctyBau 3HaX0UThHCS B IrPOBOMY MEHIO

Bxinni naxi

Hewmae

Onuc npoBeIeHHs
TECTY

HatuckaeTbcs KHOIKa MOYaTKy I'py, HA eTamni BUOopy
NEPCOHAXKY HATUCKAETHCS] KHOMKA BUOOPY BIIOBIIHOTO
HEPCOHAXY

OckiIbKH pO3p00JIeHe MPOTpaMHe 3a0E€3MEUCHHS € ITPOBUM 3aCTOCYHKOM, TO

Halle(DEKTUBHIMIUM PINICHHSIM € TPOBEACHHS MaHyaJIbHOTO TECTYBaHHS 3T1HO

dbyHKIIOHATBPHUX BUMOT. OMKC BIJIMOBIIHUX TECTIB HaBeACHO y Tadnmuipix 4.1 - 4.9.
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[Tponosxenus Tadmuiii 4.1

OuikyBaHui [Ticnst HaTHUCKaHHS KHOIKH MOYaTKy I'pU 3’ SIBIISIETbCS €KpaH

pe3ynbrar BUOOPY MEPCOHAXkA 3 MEPENIKOM [X 0CHOBHHX
xapakTepucTuk. [1icias HaTuCKaHHS KHONKU BUOOPY
BIJIIIOBIIHOTO MEPCOHAXKY KOPUCTYBAy M10Ma/1a€ B CTAPTOBY
JIOKalLliI0 ¥ Kepye OOpaHUM MEPCOHAKEM.

PaKkTUIHUN 301iraeTbcs 3 O4IKyBaHUM

pe3ynbrar

Tabnuus 4.2 — Tecr 2 IlepecyBanHs iIrpoBOro nepcoHaxa

IlouaTkoBul cTaH
CUCTEMHU

KopuctyBau 3HaX0IUTHCS B IrpOBiM JIOKAIIi

Bxinai nani

Hewmae

Onuc npoBeeHHs
TeCcTy

BinOyBaeTbcst HaTMCKaHHS Ha KJIABiIi, 1110 BIAMOBIAAIOTH 3a
NepeCyBaHHsI IPOBOTO MEPCOHAKY

OuikyBaHuM
pe3yabTar

[Ticns HaTUCKaHHA Ha KJIABIIlI MepeCyBaHHs ITPOBHIA
MIEPCOHAXK MEPEMINIYETHCSA B O4IKYBAaHOMY HAMPSMKY, 3T1THO
KEpIBHHUIITBA KOPHCTYyBada

DaKTUYHUN pE3yJIbTAT

301ira€eThcs 3 O4IKYBaHUM

Tabmuus 4.3 — Tect 3 B3aemogis 3 mpojaBiem

IlouarkoBuii cTan
CUCTEMU

KopuctyBau 3HaX0AUTHCS B CTAPTOBIM JTOKAITii

Bxigui nani

Hewmae

Onuc npoBeaeHHs
TecTy

3a 101OMOTO0 KJIaBilll TTepeCcyBaHHS HAOIMKYEMO IIPOBOTO
KOpUCTyBaJa 10 npoaasii. [Ipu qocsrueHHi HeoOX1aHOT
BIJICTaH1 I B3aEMO/I] HATUCKAEThLCS KiaBia B3aemMoii. Y
BIJIKpPUTOMY MEHIO B3a€MO/I1i HATUCKAETHCS KHOTIKY
MOKYIIKH TIPEIMETY, Ha KU IEPCOHAX Ma€ JTOCTaTHBO
rpouieit. Hatnckaerbest KHOIIKA MPOJIaKy KYIUIEHOTO
npeaIMeTy
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[IponoBxenus Tabmui 4.3

OuikyBaHui [Ipu nocaruenHi HeoOX1AHOT 711 B3a€EMO/IT BIJICTaH1 IEPCOHAK
pe3yabTar MIPOJIABIIS T1JCBIYY€ETHCS 1 3’ ABJISETHCS T1JIKa3Ka 3 KJIABIIIO
115t B3aemoii. ITicis HaTuCKaHHS KIIaBilli BiIKPUBAETHCS
MeHto nponasiis. [IpeameTn npoaasIs, Ha sIKI HE BUCTAYa€e
rpoliei MmiICBIYyIThCS YepBOHUM. T1, HA SIK1 IOCTaTHHO
rpoIiei MaroTh KHONIKY KymiBii. [liciis HaTuCKaHHS Takoi
KHOIIKH KIJTbKICTh TPOIIEH IEPCOHaXKa 3MEHIINIIOCH Ha
3HAYEHHS I[IHU TIPEIMETY, KYTJICHUH TTPEIMET MOKa3yEThCS B
1HBEHTAap1 IEPCOHAXKY Ta MO€ KHOMKY Tipoaaxy. [lics
HATUCKaHHS L1€1 KHOMKYU MPeaIMET IPOIajae 3 IHBEHTaps,
KUIBKICTB TPOIIEH MepCcoOHaXy 30UTbIINIACH HA 3HAUECHHS
BapTOCTI MPEAMETY.

DaKTUYHHI 30iraeThcs 3 O4IKyBaHUM
pe3yabTar

Tabmuis 4.4 — Tect 4 B3aemogis 3 iIHBEHTapeM MepcoHaxa

ITouarkoBwmii cTaH KopuctyBau 3HaX0auThCS B ITPOBIii JTOKAITIi

CUCTEMU

Bxinni nani Hemae

Onuc npoBeeHHs HaruckaeTbcs kiaBimia BIAKPUTTS MEHIO TIEpCOHAXa. Y
TECTY BIJIKPUTOMY MEHIO Y CEKIIil IHBEeHTapsl HATUCKAEMO KHOTIKY

JUTsE eKiTipyBaHHs npeameTty. [lics 1boro HaTuCKaeEMo
KHOTIKY JUISI 3HSITTS €KiMpOBaHOTO MPEIMETY

OuikyBaHut [Ipu HaTHcKaHHI KJIABIII BIAKPUTTS MEHIO IIEpCOHAKA
pe3yabTar BIJIKPUBAETHCS MEHIO TIEPCOHAXA 3 CEKI[ISIMU TTPO aTpUOyTH
nepcoHaxka Ta iHBeHrtap. Ilicis HaTUCKaHHS KHOTIKH
eKIMmpyBaHHs, IPEIMET MPOTAJIA€ 3 IHBEHTApA U

3 ABIISIETHCS] B KOMIPII €KIMIPOBAHOTO MpeaMeTy. ATpulyTu
NEPCOHaYKa OHOBHIIUCH 3T1IHO MOIU(DIKATOPIB IPEIMETY.
[Ticnst HaTUCKAHHS KHOTIKH 3HATTS MPEAMETY, MPEAMET
ponajaae 3 KOMIpKU eKiMipoBaHOTO i MOTparuisie 10
1HBEHTaps. ATpuOyTH EPCOHAKA MOBEPHYIIHCS 10
MI0YaTKOBOTO CTaHy.

dakTuyHUM pe3ynbrar | 301raeThes 3 OUiKyBaHUM
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Tabmuus 4.5 — Tect 5 PoGota noprainy

IloyaTkoBuM CTaH
CUCTEMHU

KopuctyBau 3HaX0IUTHCS B IrPOBIN JIOKAIIi

Bxinni nani

Hewmae

Onuc npoBeIeHHS
TeCcTy

3a I0OMOTO0 KJIABIII MEpEeCyBaHHs, IEPCOHAKA
HAOMMKEHO JI0 MOPTaly TakK, [0 BiH «BXOJUTHY» B HHOTO

OuikyBaHuUM
pe3yabTar

[Tpu HaTHCcKaHHI KIaBilll IEPECYBAHHS TaK, 10 IEPCOHAK
«BXOIIUTHY» B TIOPTaJ, BiAOyBaETHCS TIEPEXi] HA THIITY
JIOKALIIIO.

DaKTUYHUN PE3YIIBTAT

306iraeThbcs 3 O4IKyBaHUM

Tabnus 4.6 — Tect 6 AKTHUBALSA HABUYKHU

IlouaTkoBuii cTan
CUCTEMU

KopuctyBau 3HaXOAUTHCS B ITPOBIi JIOKaIlii, HABUYKA
JOCTYIHA JJIsl aKTUBAIli

Bxinai nani

Hewmae

Onuc npoBeIeHHS
TeCTy

Harnckanus knaBimi akTuBalii HaBudku. [loBropHe
HATHCKAHHS KJIaBIIlll aKTUBAllli HAaBUYKHU

OuikyBaHuit
pe3ynbTar

[Ipu HaTHMCcKaHH1 KJIABIII aKTUBAIlll HABUYKH B1JI0OYBa€ThCS
BUKOPHUCTAHHS BIJMOBIIHOI HABUYKHU. Pecypc nepconaxka
3MEHIIUBCS 3T1IHO BUTPAT PECYpCy Ha aKTHUBAIIII0 HABUYKH,
HaBUYKa Ha niepe3apsiai. [loBropHre HaTUCKAHHS KIaBiIIi
HE aKTUBY€E HaBUUKY, & BUBOJUTH MMOB1IOMJICHHS PO 11
nepe3apsaKy

DaKTUYHUN pE3yJIBTAT

301ira€eThcs 3 O4IKYBaHUM

Tabmuus 4.7 — Tect 7 Bubip HaBUUOK

IloyaTkoBuii CTaH
CUCTEMU

KopuctyBau 3HaX0IUTHCS B IrpOBIN JIOKAIlii

Bxinni nani

Hewmae
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[Tponosxenns Tabmuil 4.7

Onuc npoBeeHHs
TeCcTy

HaTtuckanus kiaBimii BIAKPUTTS MEHIO HABUYOK.
HaTtuckanHsa KHONKY BUOOPY HABUYKH 3 MEPETIKY HABUYOK.
HaruckaHHs KHOIIKM OTpPUMaHHS HaBUYKH 3 TIEPETIKY
HaBUYOK.

OuikyBaHuM [Tpu HaTHCcKaHHI KJIaBillll BIIKPUTTS MEHIO HABUYOK

pe3yJibTar MOKA3yETHCS MEHIO 3 MEPETIKOM HaBHUOK. T1, 1110
KOPUCTYBa4d HE MOXKE OTPUMATH M1ACBIUYIOTHCS YEPBOHUM.
Ti, o MoXxHa OTpUMaTH, MatOTh KHOTIKY «OTpuMarmy». T1i,
10 BXE OTPUMaH1, MaloTh KHOIIKY «o0partn». OOpaHi
HAaBUYKH HE MAIOTh KHOTIKY BHOODY.

dakTUIHHM 30iraeThcs 3 OUIKyBaHUM

pe3yabTar

Tabnuus 4.8 — Tect 8§ HaneceHnHs mkoau BOpory

IlouaTrkoBuii cTan
CUCTEMU

KopucTyBau 3HaXoUThCS B MiJI3eMEII TOPYY 3 BOPOTOM

Bxinai nani

Hemae

Onuc npoBeIeHHS
TeCTy

Harunckanus kiaBinn akTuBarlli HABUYKU

OuikyBaHui [Ticns akTuBaIlii HABUYKH, BOPOT Y 30H1 ypaKeHHS] HABUUKHU

pe3yabTar orpuMas mkoxy. lllkana 3mopoB’st Bopora BijioOpaxkae
3MEHIIEHHS 3I0POB’ Sl BOPOra.

DaKTUYHUI 301iraeTbcs 3 O4IKyBaHUM

pe3ynbTart

Tabmuus 4.9 — Tect 9 OTprMaHHA IKOAU BijJl BOpora

IloyaTkoBuM CTaH
CUCTEMHU

KopuctyBau 3HaX0qUThCS y MiI3€MENIL, BOPOT aTaKye
KOpUCTYyBaya

Bxinni naxi

Hewmae

Onuc npoBeIeHHs
TecTy

Bopor BukopucTOBY€ 0JIHY 31 CBOIX HAaBUYOK, 11100 3aBIaTH
IITKOJTH TIEPCOHAXKY KOPUCTYBaya.
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IIponomxenus Tabnuiii 4.9

OuikyBaHuit
pe3yibTar

ITepconax kopuctyBaya oTpuMaB Ikoay. [1Ikomna 310poB’s
rpaBiisg BigoOpaxkae 3sMeHIeHHs 310poB’s. [Iocexynau
3/I0pOB’ sl IEPCOHAXKA B1THOBIIOETHCA.

QDaKTUYHUN pE3yJIbTAT

301ira€eThcs 3 O4IKYBaHUM

4.3.  Onuc KOHTPOJIBHOTO MPUKJIIATY

VY KOHTpONBHOMY TpHUKJIAAlI Oylae OMUCAHO MPOIEC MOYaTKy I'pH Ta OCHOBHI

YaCTHUHHU IIPOXOPKCHHA IICPIIOro Hi,Z[SGMeHJIH.

Ha IMO4YaTKy Ipu KOpHUCTyBada 3yCTpiqae TOJIOBHC MCHIO 3 KHOIIKAMHU ITIOYATKY

rpu Ta Buxony (puc 4.2).

Pucynok 4.2 — ['010BHE MEHIO Ha MMOYaTKy I'pU

[Ticnss HaTUCHEHHS Ha KHOMKY TMOYaTKy BilOyBa€TbCs TEpexii Ha MEHIO

BUOOpY nepcoHaxa (puc 4.3).




Strength Character Dexterity Character Intelligence Character
STR 10, DEX 5, INT 5 STR 5, DEX 10, INT 5 STR 5, DEX 5, INT 10

a.

Pucynox 4.3 — MeH1o BuOopy nepcoHaxa

[Ticns HaTucKaHHS KHOMKH BHOOpPY OOpaHOTO TEPCOHAXY BiAOyBaeThCs

nepexij Ha CTapToBy JIoKarlito (puc 4.4).

Pucynoxk 4.4 — CraproBa jokatiis
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Tyt MoxxHa TipuaOaTH HOBI peyi ado MPoJaTH cTapi, OJHAK HA TAHUX MOMEHT y

NePCOHAXy HEMAE TPOIIEH Ta 3alBUX MPEAMETIB JJIs 11boro (puc 4.5).

ZlfE:

Common Sword
+5DMG

Common Armor
+2% DEF

Common Amulet

Inventory Empty & L

Shop

Press E-to openrshop

Pucynoxk 4.5 — MeH10 npojaBiis

Tomy, 3alizeMo B mopTa 1 MOTpANUMO B nepuie miazemeruis (4.5).

Puc 4.6 — ITig3zemeius
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Y upomy naGipuHTI € BOPOTH, SIKHUX TMOTPIOHO 3HUIIUTH, OJHAK TOJOBHE
3aBAaHHs 11€ 3HAWUTU Ta BOUTH Ooca minzemesuis. [Ipu 3ycTpidi Bopora, 1100 3aBaatu

oMy HIKOJM MOTPIOHO BUKOPHUCTATH OAHY 3 AJOCTYIHHUX HaBUYOK (puc 4.7).

Pucynok 4.7 — Ilpouec 6utBu 3 BOporom

[Ipu cMepTi Bopora 3 MEBHOIO BIPOTIIHICTIO BUMAJAE MPEAMET, IKUH MOXHA

OJIATHYTH Ta MOKPAIUTH BJIACHI XapakTepucTuku (puc. 4.8 - 4.10).



Inventory i Attributes
Common Sword STR10.0
+5 DMG DEX 5.0
INT 5.0
DMG 10.0
ATK SP 0.5
PHYS DEF 1.666667
MAG DEF 1.0

Pucynok 4.9 — [Ipeamer 3 Bopora B IHBEHTapi



DEX 5.0
INT 5.0
DMG 15.0
ATK SP 0.5
PHYS DEF 1.666667
MAG DEF 1.0

Pucynok 4.10 — CnopsipkeHuii npeaMer

[Ticns mpoxomKeHHsT TIEBHOT YacTUHU JaOipyuHTYy 3HAWNUIM O0oca MiI3eMes,

10 € JIENI0 CHIBHIIIUM 3a 3BHYaitHuX BoporiB (puc 4.11).

Pucynok 4.11 — Kimuara 6oca nigzemesuis
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[Tpu BOUBCTBI BOpOra MEPCOHAK OTPUMYE JTOCBIM, IKUH BUKOPUCTOBYETHCS IS
OTpUMaHHs HOBUX HAaBUYOK, OCOOJMBO OaraTo JOCBiAy NMPUHOCUTH BOMBCTBO Ooca
migzemerisi. Koiu mepcoHax mokpairye CBiil piBeHb, BiIH OTPUMY€E OAMHUIT TPOKAYKA
HABUYOK, IO JIaI0Th MOXJIMBICTH BUKOPHUCTOBYBATH MOKpAIEH1 BEpCii HABUUOK (puUC

4.12).

A8

Skill Points: 2 Abilities

¢ Weak Melee 8 Power Melee
+2 DMG, 55 CD +5DMG, 55 CD, 10RS
. Equipped
9} Weak Range
+4 DMG, 7s CD
L
Equipped -
"¢ Weak Special
+5DMG, 10s CD

Equipped

Pucynox 4.12 — MeHI0 npokauku HaBUYOK

BOuBcTBO 60Ca MPU3BOAUTH A0 MOSBU MOPTAy B CTApPTOBY JIOKAILIO, 3 SIKOT
MOTIM TMOTpaIuIieMo B HactymHe migzemernts (puc 4.13-4.14). I'pa mpoaoBXyeTbCs

JIOTIOKHY TIePCOHAX TpaBIls He nmompe. [licas nboro rpaBellb MOYMHAE TPy 3 MOYATKY.



Pucynok 4.13 — Iloprai 10 cTapToBOi JioKaIii

Pucynok 4.14 — Ilepexija 10 cTapTOBOT JIOKALT IMICJIS M1A3EMEIUIs
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BucHoBok 110 po3ainy

[Tin yac po3poOKH AAHOTO IrPOBOTO 3aCTOCYHKY OyJ0 MPOBEJIEHO TECTYBAaHHS
SKOCTI IPOTPaMHOT0 KOAY, (PYHKI[IOHAJIBHUX Ta HE(DYHKI1OHATBHUX BUMOT.

OOpanuM cHocoOOM TECTyBaHHS € MaHyajbHE TECTyBaHHS, IO JI03BOJIE
MEePEBIPUTH KOPEKTHICTh pOOOTH 3aCTOCYHKY IPH peabHIN B3aeMoii 3 HUM. Takum
YUHOM OyJI0 IEPEBIPEHO, 110 BCl (PYHKIIIOHATBbHI BUMOTH MPALIOIOTh K OYIKYBAJIOCh
Ta 00paHi He(pyHKIIIOHAIbHI BUMOTH TEX MPUCYTHI.

byno 3amoKyMEeHTOBaHO TPOIEC MPOXOMKEHHS TMEPIIOro piBHSA IrPOBOTO

3aCTOCYHKY, BKJITIOYAI0UX B3aEMOJIIIO 3 PI3SHUMU PEali30BAHUMU CUCTEMaMHU.
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S. PO3I'OPTAHHA TA CYIIPOBI/J IPOTPAMHOI'O 3ABE3IIEYEHHSA

5.1.  PosropraHHs mporpaMHOro 3a0e3rneueHHs

st ctBOopeHHST poOo4oi Bepcii 3acTOCyHKY il pi3HHUX Iiatrgopm  Oyiio
BUKOPUCTAHO cepeaoBuie po3poOku, a came penaktop Unreal Engine. Crnepury
NOTPIOHO MEpEeBIPUTH Ta YCYHYTH HasBHI MOMWJIKH B IporpamHoMy koxai. Ha crami
301pKH Ta KOMITUISIIT MPOEKTY MPH 1X HAIBHOCTI PEIAKTOP BKa)kKe HAa HUX 1 HE JAaCTh
IIPOJOBKUTH CTBOPCHHSI.

Otxe, st CTBOPEHHSI po0O0Y0i Bepcii IrPOBOTO 3aCTOCYHKY IS TONTUPEHHS,
noTpioHo BiAKpuTH MeHIo Platforms -> Project Launcher (puc. 5.1). ¥V Biakputomy
MEHI0, MOTPIOHO CTBOPUTH HOBUU MPOQLIb, AKUI Oy/ie MICTUTH 1H(POPMALIO, Ha SIKI
wiarGopMu  BUIYCKAE€ThCS JaHWM ITPOBUM 3aCTOCYHOK. [[is 1poro moTpiOHO
HaTUCHYTU KHONKY Add cmpaBa 3HM3y Ta 3 BMIIQai0yOro CHUCKY OOpaTH MyHKT
Create Custom Profile (puc. 5.2). ¥ BiakpuTOMy MEHIO AaJTi MOTPIOHO 0OpaTH MPOEKT
Ta oOpatu miathopmu, s SKUX Tpeda MiAroTyBaTu (pailim irpoBOTO 3aCTOCYHKY.
(puc 5.3). Ilicns upboro MOBEPTAEMOCH B MOMEPEAHE MEHIO 1 3aIyCKAEMO CTBOPEHUM

npodiib (puc 5.4)



o Platforms v

B e R

::’Scalne;bility: Medium =

/\ DS-xForestMBA.local
« Enable cooking on the fly

UnrealGame

DescendanceHero

10S
Mac
TVOS
/A Android
/A VisionOS

Refresh platform status

5} Project Launcher...

ave All s tion Ik Se -} Device Manager...

Packaging Settings...
Supported Platforms...

Pucynok 5.1 — lnsix no Project Launcher

Custom Launch Profile - Add

w Create Custom Profile

Minimal Android APK + DLC
Minimal 108 App + DLC

unch profile

Pucynok 5.2 — I[llnsax no Create Custom Profile




A4

Project

Build

Clear Log

Pucynoxk 5.4 — Pe3ynbrar po3ropraHHs

5.2.  Cynposiz nporpaMHoro 3abe3ne4eHHs

KepiBHUIITBO KOpHCTYyBaua HaBEJEHE B OKPEMOMY JOKYMEHTI.
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CynpoBin po3po0JIEHOr0 IrpOBOTO 3aCTOCYHKY BilOYBAa€ThCS 3a JIOMOMOTOIO
penakropa Unreal Engine, ockinbku ©0a30Bi Kjacu i JOJaBaHHS HOBHX
nepcoHaxiB, HaBUYOK un eneMmeHTiB st GOAP, Hamumcani mporpaMHUM KOJOM,
MICTATh BeCh HeOOX1HUM (yHKIIoHaN. HOB1 elleMeHTH MOXYTh OyTH JIETKO CTBOPEHI
3a JIOMOTOI0 BI3yaJIbHOTO CKpUNTUHTY BcepenuHi penakropa Unreal Engine 6e3
BUKOPHUCTAHHS TEKCTOBHUX penakTopiB. [Ipu Oymab-sKMX BHECEHUX 3MiHAX JOCTATHHO
3aIyCTUTU CTBOpPEHUH B po3aum 5.1 mpodinb Ta 3aBaHTaXXUTH CTBOpEH1 Qailim 10

CEpBICIB, JI¢ I'POBUI 3aCTOCYHOK MOIIUPIOETHCS.
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BucHoBok 110 po3ainy

Y pganomy po3nimi Oylo TMOKPOKOBO —OIKMCAHO MPOIEC PO3rOpPTaHHS
po3pobsieHoro mporpamHoro 3abesnedeHHs. OcCKiUIbKM  po3poOka Benach 3a
nomomoroto penakropa Unreal Engine, To posropranHs Oyno BUPIIIEHO 3pOOUTH
TaKoX B HbOMY. Byno Bka3zaHo sk CTBOPUTH NMPOQLIb AJ1 pO3TOPTAHHS 3aCTOCYHKY Ta
SIK1 HAJIAIlITyBaHHs TOTPIOHO 00paTHu.

Takox Oysno omucaHo, SIK OHOBUTH 3aCTOCYHOK Ta IMPOBECTU PO3TOPTAHHS

3HOBY. AJITOPUTM J1iil AaHAJIOTTYHUIA 10 MEPUIOTr0 PO3rOPTaHHS.
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BUCHOBKMH

VY pesynbrari BUKOHAHHS JUIUIOMHOTO TIPOEKTY OyJIO CIPOEKTOBAHO Ta
peasizoBaHO OJHOKOPHMCTYBAlbKUI IrpoBUM 3aCTOCYHOK y »kaHpi Action Role Play,
Oy/10 BUKOHAHO YC1 TOCTaBJICHI 3aaui:

— OyB po3poOsieHnit iHTepdeic KopucTyBaya, SKHUA OXOIUTIOE KITFOUOBI
eIEMEHTH B3a€MOJIl TpaBIl 3 TPOI0, a caMe: MEHIO MOYaTKy TPU 3 MOXKIUBICTIO
3amycKy abo BUXOIY; MEHIO BHOOpY MEpCOHAXa, € KOPUCTYBAY MOXKE MEPErIsTHYTH
XapaKTepUCTUKU JOCTYMHHUX KJAaciB 1 00paTd BIAMNOBIAHOIO repos; iHTepdeiic
B3a€MOIIi 3 MpOJAaBLEM, SIKUW O3BOJIsiE€ KyImyBaTH a00 MpoIaBaTH irpoBi MPEAMETH;
MEHIO BUOOPY HABUYOK, III0 JIA€ 3MOTY BHBUYATH U aKTUBYBaTH HOBI BMIHHS 3aJI€KHO
BIJl CTUJIIO TPU; MEHIO IHBEHTaps, J€ BiAOOpakaeTbCsl €KINipyBaHHs, MPEAMETH Ta
iXHI BIACTUBOCTI; a Takok ekpaHHuil iHTepdeiic (HUD), skuit mig gac rpu mokasye
BaXIUBY 1H(QOpMaIlil0 — PIBEHb 3JI0POB’Sl Ta  Pecypcy, HAKOIUYECHHH TOCBij,
NOTOYHUI PIBEHb Ta AKTUBH1 HABUYKHU [TEPCOHAKA;

— OyJI0 CIIPOEKTOBAHO Ta PO3POOJIIEHO OCHOBHI CHUCTEMHU ISl ITPOBUX
NEPCOHAXKIB, CEpe]l SIKUX: CUCTEMa aTpuOyTIB, 110 BKIIOYAE MEPBUHHI Ta BTOPUHHI
XapaKTePUCTUKH, 110 3aJIeKaTh BiJl IEPBUHHNX; CUCTEMA 1HBEHTApsI, KA 3a0e3mneuye
B3aEMOJIIF0 3 TIpeAMETaMHM, BKIIIOUAOUU mepenadyy moaudikaTtopiB arpubyram; a
TaKOXX CUCTEMa HaBUYOK, SIKa peaii3ye pi3Hi THUIIH YMIHb IEPCOHAKA;

— Oy70 peani3oBaHO TOBHOIIIHHUNA Mara3uH, B SKOMY TpaBellb MOXKe
npuadaTd HOBI MPEAMETH, SK-0T 30pos, OpoHs abo 3ULIA, a TaKoX NpoAaru
HEeMnoTpiOHI peyi, OTPUMABILHU 332 HUX ITPOBY BaJIOTY;

— OyJI0 CTBOPEHO CHCTEMY IITY4YHOTO 1HTEJIEeKTY Ha ocHOBI miaxony GOAP
(Goal-Oriented Action Planning) nns HeirpoBUX MEpCOHAXIB, sKa mependadae
IJIaHyBaHHS M 3alle)KHO BiJ IUIEH 1 HAaBKOJIWIMHIX yMoB. Jlims 3a0e3meueHHs ii
pobotu Oynu peanizoBaHl IUTI (HANPUKIIAM, «aTaKyBaTH TPaBI», «BUKUTH») Ta

HaO1p aiH, siki NPC MOXXyTh BUKOHYBATH BIJIIOBIIHO JIO MOTOYHOI CUTYAIlIi;
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— OyJI0 CTBOPEHO JIeK1JIbKa KJIaciB MEPCOHAXKIB, KOXKEH 3 SKUX Ma€ BIIMIHHI
OCHOBH1 aTpuOyTH Ta CTapTOBI HAaBHYKH, IO JO3BOJIIE KOpPUCTyBayaM BHOpaTH
Oa)XxaHUU CTUJIb TPHU.

B sikocTi cepenoBuiia po3podku Oyno odpano penakrop Unreal Engine ta IDE
Rider. Ockinbku oOpaHUM IrpOBUM pyLIEM Uil PO3POOKH JAHOTO JUILIOMHOTO
npoekty € Unreal Engine, To BUKOpUCTaHHS HOTO pemakTopa € 000B’SI3KOBUM JIJIs
penaryBaHHs Marl, TPUBIMIpHUX MOJIEJIeH MEPCOHAXIB Ta BUKOPUCTAHHS Bi3yaJbHOTO
ckpuntunry (Blueprints). Jlns HamucaHHS mPOrpaMHOTO KOAY BHUKOPHUCTOBYBAIOCH
cepenoBuie Rider, ockiIbkM BOHO Ma€ 4y0BI aHAJ13aTOPU KOAY Ta 1HAEKCATOP IS
00’emHoro komy pyuis. Ile mpu3BoguUTH 10 MPOAYKTUBHOI pOOOTH 3 KOJOM, IO
3HAYHO MPHUIIBUIIIIYE TIPOIIEC PO3POOKH.

Po3pobniennii irpoBHil 3aCTOCYHOK 1€ TIOBHOI[IHHA Tpa, SKa peaaizoBye
OCHOBHI >kaHpoB1 ocoOnuBocTl Action Role Play Ta Mae mancu OyTu nmomymnsipHUM
OpOAYKTOM mjisi TpaBmiB. Ha naHuii MOMEHT pO3poOKa 3HAXOAUTHCS B JIOCUTH
JajeKoMy BIJ IyOJiKalii CTaHi, OCKUIbKM MOTPIOHO MPOIyMaTd 3HAYHO OUIbIITY
YaCTUHY HaBHUYOK Ta OajaHC MK 3HaYeHHAM aTpuOyTiB.

[Iogo rpadiunoi cKIaAOBOiI, TPUBUMIPHI MOJEII IEPCOHAXIB, IO Oyau
BUKOPHUCTaHI, € OE3KOIITOBHUMU Ta 3aBaHTaXEH1 3 odiliitHoro noprany Epic Games.
BoHu wmicTaTh Momeni, aHiMaiii Ta TEKCTypH, OAHAK pernTa rpadiyHuX eJIEeMEHTIB
Oyn¥ CTBOpEHi BIACHOPYY Ta € JIOCUTH MPOCTUMH, OJTHAK 3a/1aqy IIOJI0 IEMOHCTpAIlii
iX poJl B C€peIOBULIl BUKOHYIOTh IIJIKOM MOBHICTIO.

HesBaxatoun Ha Te, mo po3poOka He € B craHi myOmikaiii Ta MmoTpioHO
NPOBECTH 3TrajiaHi MOKPAIEHHS, TTOTOYHUN pPe3yJabTaT € 3aBepUICHUM MPOTOTHIIOM
ocHoBHOro (yHkiionany. Tak sik e Action Role Play, To mist Toro, mo6 cTtBoputu
XOpOoIHK (GiHATBHUN MPOAYKT, A0 JaHOI pO3pOoOKH HEOOX1THO AojaTH (DyHKITIOHAT,
IO JaCTh 3MOTY BHECTH €JIeMEHTH CrokeTy. Lle mpu3Bene 10 Kpamoro A0CBiay rpu y

3B’SI3KY 3 PO3YMIHHSIM CBITY Ta MEPCOHAXKIB.
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IHocuiaHHA HA PeNnO3UTOPiid 3 NOBHUM TEKCTOM IPOTrPaAMHOI0 KOXY
https://github.com/DizzzM/DescendanceHero

®@aiia Ability.cpp
Peamizamis ¢pyHkmionanbHoi BUMOTH CHCTEeMa HABHYOK

// Descendance Hero by Dmytro Stetsun
#include "Ability.h"
#include "TimerManager.h"
void UAbility::Commit(const UWorld* World)
{
UE LOG(LogTemp, Warning, TEXT("Ability %s committed, on
cooldown!"), *AbilityTag. ToString());
bOnCooldown = true;
World->GetTimerManager().SetTimer(

CooldownTimerHandle,
this,
&UAbility::ResetCooldown,
Cooldown,
false
);

}

void UAbility::ResetCooldown()

{

UE_LOG(LogTemp, Warning, TEXT("Ability %s out off cooldown!"),
* AbilityTag. ToString());
bOnCooldown = false;

}

®daiin Ability.h
Peanizaris ¢pynakiionansHoi BuMoru CucteMa HaBUIOK

// Descendance Hero by Dmytro Stetsun
#pragma once

#include "CoreMinimal.h"

#include "AbilityInputData.h"

#include "GameplayTagContainer.h"
#include "Ability.generated.h"
UENUM(BlueprintType)


https://github.com/DizzzM/DescendanceHero

enum class EAbilityType : uint8 {
Melee,
Range,
None };
UCLASS(Blueprintable, BlueprintType)
class DESCENDANCEHERO_API UAbility : public UObject
{
GENERATED BODY()
public:
UPROPERTY (EditDefaultsOnly, = BlueprintReadOnly,
"Ability")
FGameplayTag AbilityTag;
UPROPERTY (EditDefaultsOnly, = BlueprintReadOnly,
"Ability")
EAbilityType AbilityType = EAbilityType::None;

UPROPERTY (EditDefaultsOnly, = BlueprintReadOnly,
"Ability")

float Cost = 0.f;

UPROPERTY (EditDefaultsOnly, = BlueprintReadOnly,
"Ability")

bool bOnCooldown = true;

UPROPERTY (EditDefaultsOnly, = BlueprintReadOnly,
"Ability")
float Cooldown = 5.1;

UFUNCTION(BlueprintimplementableEvent)
bool UseAbility(FAbilityInputData InputData);

UFUNCTION(BlueprintCallable)
void Commit(const UWorld* World);

protected:
FTimerHandle CooldownTimerHandle;
void ResetCooldown();

Category

Category

Category

Category

Category



daiia AbilityComponent.cpp
Peanizaris ¢pynakiionansHoi BUMoru CuctemMa HaBU4OK

// Descendance Hero by Dmytro Stetsun

#include "AbilityComponent.h"

#include "BaseCharacter.h"

// Sets default values for this component's properties
UAbilityComponent::UAbilityComponent()

{
PrimaryComponentTick.bCanEverTick = false;

}

// Called when the game starts
void UAbilityComponent::BeginPlay()

{

Super::BeginPlay();

const AActor* Owner = GetOwner();

if
(Owner->GetClass()->ImplementsInterface(UIAttributeOwner::StaticClass()))

{

AttributeComponent =

[TAttributeOwner::Execute GetAttributeComponent(Owner);

b
b
// Called every frame

void UAbilityComponent:: TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction* ThisTickFunction)

{
Super::TickComponent(DeltaTime, TickType, ThisTickFunction);
b
bool UAbilityComponent::GrantAbility(const TSubclassOf<UAbility>
AbilityClass)
{

UAbility* NewAbility = NewObject<UAbility>(this, AbilityClass);
AbilityMap.Add(NewAbility->AbilityTag, NewAbility);
UE_LOG(LogTemp, Warning, TEXT("[AbilityComponent] <%s> Ability

granted: %s"), *GetOwner()->GetName(), *NewAbility->AbilityTag. ToString());
return true;



bool  UAbilityComponent::UseAbility(const ~ FGameplayTag  AbilityTag,
FAbilitylnputData InputData)

{
if (!AttributeComponent)

{
UE LOG(LogTemp, Warning, TEXT("[AbilityComponent] <%s>
No AttributeComponent found on Owner!"), *GetOwner()->GetName());
return false;
}
if (! AbilityMap.Contains(AbilityTag))
{
UE_LOG(LogTemp, Warning, TEXT("[AbilityComponent] <%s>
Ability %s not found in AbilityMap!"), *GetOwner()->GetName(),
* AbilityTag. ToString());
return false;
}
UE LOG(LogTemp, Warning, TEXT("[ AbilityComponent] <%s> Ability
%s available"), *GetOwner()->GetName(), *AbilityTag. ToString());
if (AbilityMap[AbilityTag]->bOnCooldown){
UE LOG(LogTemp, Warning, TEXT("[AbilityComponent] <%s>
Ability %s in cooldown!"), *GetOwner()->GetName(), *AbilityTag. ToString());
return false;
}
if
('AttributeComponent->HasEnoughResource(AbilityMap[ AbilityTag]->Cost)) {
UE_LOG(LogTemp, Warning, TEXT("[AbilityComponent] <%s>
Not enough resource to wuse ability %s!"), *GetOwner()->GetName(),
* AbilityTag. ToString());
return false;
}
bool bUsed = AbilityMap[AbilityTag]->UseAbility(InputData);
if (bUsed)
{
UE LOG(LogTemp, Warning, TEXT("[AbilityComponent] <%s>
Ability %s successfully activated!"), *GetOwner()->GetName(),
* AbilityTag. ToString());

AttributeComponent->UseResource(AbilityMap[ AbilityTag]->Cost);
AbilityMap[AbilityTag]->Commit(GetWorld());



}

return bUsed;

b
void UAbilityComponent::RevokeAbility(const FGameplayTag AbilityTag)

{

AbilityMap.Remove(AbilityTag);

UE LOG(LogTemp, Warning, TEXT("[AbilityComponent] <%s> Ability
%s revoked!"), *GetOwner()->GetName(), * AbilityTag. ToString());

b
TMap<FGameplayTag, UAbility*> UAbilityComponent::GetAbilities() const

{
return AbilityMap;

®aiin AbilityComponent.h
Peanizanis ¢pynkuionanbHoi BUMoru Cructema HaBUYOK

// Descendance Hero by Dmytro Stetsun

#pragma once

#include "CoreMinimal.h"

#include "Ability.h"

#include "AttributeComponent.h"

#include "GameplayTagContainer.h"

#include "Components/ActorComponent.h"

#include "AbilityComponent.generated.h"

UCLASS( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )

class DESCENDANCEHERO_API UAbilityComponent : public
UActorComponent
{
GENERATED BODY()
public:
/I Sets default values for this component's properties
UAbilityComponent();
protected:

// Called when the game starts
virtual void BeginPlay() override;
public:



// Called every frame
virtual void TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction* ThisTickFunction) override;

UFUNCTION(BlueprintCallable)

bool GrantAbility(TSubclassOf<UAbility> Ability);

UFUNCTION(BlueprintCallable)

bool UseAbility(FGameplayTag AbilityTag, FAbilitylnputData InputData
= FAbilitylnputData() );

UFUNCTION(BlueprintCallable)

void RevokeAbility(FGameplayTag Ability);

UFUNCTION(BlueprintCallable)

TMap<FGameplayTag, UAbility*> GetAbilities() const;
protected:

UPROPERTY (VisibleAnywhere, Instanced, BlueprintReadOnly, Category
= "Abilities")

TMap<FGameplayTag, UAbility*> AbilityMap;

UPROPERTY (BlueprintReadOnly, Category = "Abilities|Attributes")

UAttributeComponent™ AttributeComponent;

3

®daiia AbilityInputData.h
Peanizanis ¢ynkiionansHoi BuMoru CuctemMa HaBU4OK

#pragma once
#include "CoreMinimal.h"
#include "AbilityInputData.generated.h"
USTRUCT(BlueprintType)
struct DESCENDANCEHERO API FAbilitylnputData
{
GENERATED BODY()
UPROPERTY (EditAnywhere, BlueprintReadWrite)
AActor* Instigator = nullptr;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
AActor* TargetActor = nullptr;



daiia AttributeComponent.cpp

Peanizamis ¢pyHkuioHanbHuX BUMOr: CucreMa arpuOyTiB, MOXIUBICTH MOMEPTH,
MoxuBICTh BOUTH BOpOTa

// Descendance Hero by Dmytro Stetsun

#include "AttributeComponent.h"

#include "BaseCharacter.h"

#include "IAttributeOwner.h"

#include "GameFramework/CharacterMovementComponent.h"
UAttributeComponent::UAttributeComponent()

{
PrimaryComponentTick.bCanEverTick = true;
j
void UAttributeComponent::BeginPlay()
{

Super::BeginPlay();
LevelUp();
Health = MaxHealth;
Resource = MaxResource;
OnHealthChanged.Broadcast(Health, MaxHealth);
OnResourceChanged.Broadcast(Resource, MaxResource);
OnLvlUp.Broadcast(Level);
OnExpChanged.Broadcast(Experience, 10 +
ExpToLvIUpCurve->GetFloatValue(Level));
b
void UAttributeComponent:: TickComponent(float DeltaTime, ELevelTick
TickType, FActorComponentTickFunction® ThisTickFunction)
{
Super::TickComponent(DeltaTime, TickType, ThisTickFunction);
PassiveRegenHealth(DeltaTime);
PassiveRegenResource(DeltaTime);

}

float UAttributeComponent:: TakeDamage(const FDamagelnfo Damagelnfo)
{
const float Amount = Damagelnfo.PhysicalDamage * PhysicalResistance +
Damagelnfo.MagicDamage * MagicResistance;
UE_LOG(LogTemp, Warning, TEXT("Damage taken: %f"), Amount);
Health = Health - Amount;
OnHealthChanged.Broadcast(Health, MaxHealth);



if (Health <= 0)

{
bAlive = false;
PrimaryComponentTick.bCanEverTick = false;
AActor* Owner = GetOwner();
if (Owner &&
Owner->GetClass()->Implementsinterface(UIAttributeOwner::StaticClass()))
{
[TAttributeOwner::Execute_ OnCharacterDied(Owner);
h
return GetExpOnKill();
b
return 0;

}

void UAttributeComponent::RegenHealth(const float Amount)

{
Health = FMath::Clamp(Health + Amount, 0, MaxHealth);
OnHealthChanged.Broadcast(Health, MaxHealth);

}

void UAttributeComponent::PassiveRegenHealth(const float DeltaTime)
{
if (bAlive && HealthRegen > 0 && Health < MaxHealth){
const float RegenAmount = HealthRegen * DeltaTime;
RegenHealth(RegenAmount);

b
OnHealthChanged.Broadcast(Health, MaxHealth);

}

void UAttributeComponent::RegenResource(const float Amount)

{
Resource = FMath::Clamp(Resource + Amount, 0, MaxResource);
OnResourceChanged.Broadcast(Resource, MaxResource);

}

void UAttributeComponent::PassiveRegenResource(const float DeltaTime)

{
if (bAlive && ResourceRegen > 0 && Resource < MaxResource){

const float RegenAmount = HealthRegen * DeltaTime;
RegenResource(RegenAmount);

}

OnResourceChanged.Broadcast(Resource, MaxResource);
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}

bool UAttributeComponent::HasEnoughResource(const float Amount) const

{

return Resource >= Amount;

}

void UAttributeComponent::UseResource(const float Amount)

{
Resource = FMath::Clamp(Resource - Amount, 0, MaxResource);
OnResourceChanged.Broadcast(Resource, MaxResource);

}

void UAttributeComponent::GainExperience(const float Amount)

{

Experience += Amount;
if (Experience > ExperienceToLvIUp)

{
Experience -= ExperienceToLvIUp;
Level++;
OnLvlUp.Broadcast(Level);
LevelUp();
J
OnExpChanged.Broadcast(Experience, ExperienceToLvIUp);
}
void UAttributeComponent::LevelUp()
{

ExperienceToLvIUp = ExpToLvlUpCurve->GetFloatValue(Level);
switch (MainAttribute)
{
case EMainAttribute::Strength:
Strength = MainAttributePerLevel * Level;
Dexterity = SecondaryAttributePerLevel * Level;
Intelligence = SecondaryAttributePerLevel * Level;
break;
case EMainAttribute::Dexterity:
Strength = SecondaryAttributePerLevel * Level,
Dexterity = MainAttributePerLevel * Level;
Intelligence = SecondaryAttributePerLevel * Level;
break;
case EMainAttribute::Intelligence:
Strength = SecondaryAttributePerLevel * Level,
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Dexterity = SecondaryAttributePerLevel * Level;
Intelligence = MainAttributePerLevel * Level;
break;

b

RecalculateStats();

b
void UAttributeComponent::AddItemModifier(FAttributeModifier* Item)

{
Modifiers.Add(Item);

RecalculateStats();

b
void UAttributeComponent::RemoveltemModifier(FAttributeModifier* Item)

{

Modifiers.Remove(Item);

RecalculateStats();
b
float UAttributeComponent::GetExpOnKill() const
{
return Level,
b
void UAttributeComponent::RecalculateStats()
{

float TotalStrength = Strength;

float TotalDexterity = Dexterity;
float TotalIntelligence = Intelligence;
float ModifierDamage = 0.f;

float ModifierMaxHealth = 0.f;

float ModifierHealthRegen = 0.f;

float ModifierMagicResistance = 0.f;
float ModifierPhysicalResistance = 0.f;
float ModifierAccuracy = 0.f;

float ModifierAttackSpeed = 0.f;

float ModifierMaxResource = 0.f;
float ModifierResourceRegen = 0.f;
float ModifierMagicAmplification = 0.f;
float ModifierMovementSpeed = 0.f;
if (Modifiers.Num() != 0)

{
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for (const auto Modifier : Modifiers)

{
TotalStrength += Modifier->Strength;
TotalDexterity += Modifier->Dexterity;
Totallntelligence += Modifier->Intelligence;
ModifierDamage += Modifier->Damage;
ModifierMaxHealth += Modifier->MaxHealth;
ModifierHealthRegen += Modifier->HealthRegen;
ModifierMagicResistance += Modifier->MagicResistance;
ModifierPhysicalResistance += Modifier->PhysicalResistance;
ModifierAccuracy += Modifier->Accuracy;
ModifierAttackSpeed += Modifier->AttackSpeed;
ModifierMaxResource += Modifier->MaxResource;
ModifierResourceRegen += Modifier->ResourceRegen;
ModifierMagicAmplification +=

Modifier->MagicAmplification;

ModifierMovementSpeed += Modifier-~MovementSpeed,

b
}
switch (MainAttribute)
{
case EMainAttribute::Strength:
Damage = TotalStrength + ModifierDamage;
break;
case EMainAttribute::Dexterity:
Damage = TotalDexterity + ModifierDamage;
break;
case EMainAttribute::Intelligence:
Damage = Totallntelligence + ModifierDamage;
break;
b

MaxHealth = TotalStrength * MaxHealthPerStrength + ModifierMaxHealth;

HealthRegen = TotalStrength * HealthRegenPerStrength +
ModifierHealthRegen;

MagicResistance = TotalStrength * MagicResistancePerStrength +
ModifierMagicResistance;
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PhysicalResistance = TotalDexterity * PhysicalResistancePerDexterity +
ModifierPhysicalResistance;

Accuracy = BaseAccuracy + TotalDexterity * AccuracyPerDexterity +
ModifierAccuracy;

AttackSpeed = TotalDexterity * AccuracyPerDexterity +
ModifierAttackSpeed;

MaxResource = Totallntelligence * ResourcePerIntelligence +
ModifierMaxResource;

ResourceRegen = Totallntelligence * ResourceRegenPerIntelligence +
ModifierResourceRegen;

MagicAmplification = TotalIntelligence *
MagicAmplificationPerIntelligence + ModifierMagicAmplification;

MovementSpeed = BaseMovementSpeed +
MovementSpeedCurve->GetFloatValue(Dexterity) + ModifierMovementSpeed;

AActor* Owner = GetOwner();

Cast<ABaseCharacter>(Owner)->GetCharacterMovement()->MaxWalkSpeed =
MovementSpeed;

b

®daiin AttributeComponent.h

Peanizaris dyskiioHanbHuX BUMOTr: CucreMa arpuOyTiB, MOXIHUBICTh MOMEPTH,
MoJMBICTH BOUTH BOpOTa

// Descendance Hero by Dmytro Stetsun
#pragma once
#include "CoreMinimal.h"
#include "AttributeModifier.h"
#include "Curves/CurveFloat.h"
#include "Components/ActorComponent.h"
#include "AttributeComponent.generated.h"
USTRUCT (BlueprintType)
struct FDamagelnfo
{
GENERATED BODY()
UPROPERTY (BlueprintReadWrite, EditAnywhere)
float PhysicalDamage = 0.f;
UPROPERTY (BlueprintReadWrite, EditAnywhere)
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float MagicDamage = 0.f;
FDamagelnfo() {}
FDamagelnfo(float InPhysical, float InMagic)
: PhysicalDamage(InPhysical), MagicDamage(InMagic)

{}
X
UENUM(BlueprintType)
enum class EMainAttribute : uint8
{
Strength UMETA(DisplayName = "Strength"),
Dexterity UMETA(DisplayName = "Dexterity"),
Intelligence UMETA(DisplayName = "Intelligence")
%

UCLASS( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )
class DESCENDANCEHERO_ API UAttributeComponent : public
UActorComponent
{
GENERATED BODY()
public:
// Sets default values for this component's properties
UAttributeComponent();

DECLARE DYNAMIC MULTICAST DELEGATE TwoParams(FOnHealthCha
nged, float, NewHealth, float, MaxHealth);
UPROPERTY (BlueprintAssignable, Category = "Attributes")
FOnHealthChanged OnHealthChanged;

DECLARE DYNAMIC MULTICAST DELEGATE TwoParams(FOnResourceC
hanged, float, NewResource, float, MaxResource);
UPROPERTY (BlueprintAssignable, Category = "Attributes")
FOnResourceChanged OnResourceChanged;

DECLARE DYNAMIC MULTICAST DELEGATE OneParam(FOnLevelUp,
int, NewLevel);

DECLARE DYNAMIC MULTICAST DELEGATE TwoParams(FOnExpChang
ed, float, NewExp, float, MaxExp);
UPROPERTY (BlueprintAssignable, Category = "Attributes")
FOnExpChanged OnExpChanged;
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DECLARE DYNAMIC MULTICAST DELEGATE OneParam(FOnLvlUp,
float, NewLvl);
UPROPERTY (BlueprintAssignable, Category = "Attributes")
FOnLvIUp OnLv1Up;

UPROPERTY (BlueprintReadOnly, Category="Attribute
Component|BaseAttribute")
bool bAlive = true;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|BaseAttribute")
EMainAttribute MainAttribute = EMainAttribute::Strength;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Level")

int Level = 1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Level")

float Experience = 0.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Level")

float ExperienceToLvIUp = 100.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|BaseAttribute")

float Strength = 5.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|BaseAttribute")

float Dexterity = 5.1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|BaseAttribute")

float Intelligence = 5.1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Strength")

float Health = 100.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Strength")

float MaxHealth = 100.f;
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UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Strength")

float HealthRegen = 1.1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Strength")

float MagicResistance = 0.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Dexterity")

float PhysicalResistance = 0.f; // HP points that will be blocked

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Dexterity")

float AttackSpeed = 0.5; // Attacks Per Second

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Dexterity")

float BaseAccuracy = 0.5; // Percentage of Attacks that will land a hit by
default

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Dexterity")

float Accuracy = BaseAccuracy; // Percentage of Attacks that will land a hit

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Intelligence")

float Resource = 100.1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Intelligence")

float MaxResource = 100.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Intelligence")

float ResourceRegen = 1.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Intelligence")

float MagicAmplification = 0.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|MainAttribute")
float Damage = 10.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Utility")
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float Range = 300.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Utility")

float BaseMovementSpeed = 300.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Utility")

float MovementSpeed = BaseMovementSpeed;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|BaseAttributes")

float MainAttributePerLevel = 10.1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|BaseAttributes")

float SecondaryAttributePerLevel = 5.1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Strength")

float MaxHealthPerStrength = 22.1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Strength")

float HealthRegenPerStrength = 0.09f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Strength")

float MagicResistancePerStrength = 0.1f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Dexterity")

float PhysicalResistancePerDexterity = 1.1/3.1;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Dexterity")

float AccuracyPerDexterity = 0.1f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Dexterity")

float AttackSpeedPerDexterity = 0.04f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Intelligence")

float ResourcePerIntelligence = 12.f;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Intelligence")

float ResourceRegenPerIntelligence = 0.05f;
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UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category="Attribute
Component|Scaling|Intelligence")
float MagicAmplificationPerIntelligence = 0.1f;

UPROPERTY (EditDefaultsOnly, Category="Attribute
Component|Scaling|Curves")
UCurveFloat* ExpToLvlUpCurve;

UPROPERTY (EditDefaultsOnly, Category="Attribute
Component|Scaling|Curves")
UCurveFloat* MovementSpeedCurve;

TArray<FAttributeModifier*> Modifiers = {};
protected:
virtual void BeginPlay() override;
public:
virtual void TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction®™ ThisTickFunction) override;
UFUNCTION(BlueprintCallable)
float TakeDamage(const FDamagelnfo Amount);

UFUNCTION(BlueprintCallable)

void RegenHealth(const float Amount);
UFUNCTION(BlueprintCallable)

void PassiveRegenHealth(const float DeltaTime);
UFUNCTION(BlueprintCallable)

void RegenResource(const float Amount);
UFUNCTION(BlueprintCallable)

void PassiveRegenResource(const float DeltaTime);
UFUNCTION(BlueprintCallable)

bool HasEnoughResource(const float Amount) const;
UFUNCTION(BlueprintCallable)

void UseResource(const float Amount);

UFUNCTION(BlueprintCallable)

void GainExperience(const float Amount);
UFUNCTION(BlueprintCallable)

void LevelUp();

void AddItemModifier(FAttributeModifier* Item);
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void RemoveltemModifier(FAttributeModifier* Item);

float GetExpOnKill() const;

UFUNCTION(BlueprintCallable)
void RecalculateStats();

daiia AttributeModifier.h

19

Peanizamis dyskiioHanpHuX BUMOr: CrucreMa arpuOyTiB, MOXIHUBICTh TOMEPTH,
MoxnuBiCTh BOUTH BOpOTa

#pragma once

#include "CoreMinimal.h"

#include "AttributeModifier.generated.h"
USTRUCT(BlueprintType)

struct DESCENDANCEHERO API FAttributeModifier :public FTableRowBase

{

GENERATED BODY()

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float Strength = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float Dexterity = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float Intelligence = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float Damage = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float MaxHealth = 0.1;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float HealthRegen = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float MagicResistance = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float PhysicalResistance = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
float Accuracy = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
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float AttackSpeed = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)

float MaxResource = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)

float ResourceRegen = 0.f;

UPROPERTY (EditAnywhere, BlueprintRead Write)

float MagicAmplification = 0.f;

UPROPERTY (EditAnywhere, BlueprintReadWrite)

float MovementSpeed = 0.f;

bool operator==(const FAttributeModifier& Other) const

{

return Strength == Other.Strength &&

Dexterity == Other.Dexterity &&
Intelligence == Other.Intelligence &&
Damage == Other.Damage &&
MaxHealth == Other.MaxHealth &&
HealthRegen == Other.MaxHealth &&
MagicResistance == Other.MagicResistance &&
PhysicalResistance == Other.PhysicalResistance &&
Accuracy == Other.Accuracy &&
AttackSpeed == Other.Accuracy &&
MaxResource == Other.MaxResource &&
ResourceRegen == Other.ResourceRegen &&
MagicAmplification == Other.MagicAmplification &&
MovementSpeed == Other.MovementSpeed;

35

®aiis BaseCharacter.cpp

Peanizarmis ¢gyskiionanbanx BuMor: Cucrema arpuOytiB, CucTema iHBEHTapa,
CucreMa HaBUYOK

// Descendance Hero by Dmytro Stetsun
#include "BaseCharacter.h"

// Sets default values

ABaseCharacter:: ABaseCharacter()

{
PrimaryActorTick.bCanEverTick = false;
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AttributeComponent =
CreateDefaultSubobject<UAttributeComponent>(TEXT(" AttributeComponent"));
AbilityComponent =
CreateDefaultSubobject<UAbilityComponent>(TEXT("AbilityComponent"));
InventoryComponent =
CreateDefaultSubobject<UInventoryComponent>(TEXT("InventoryComponent"))
b
// Called when the game starts or when spawned
void ABaseCharacter::BeginPlay()

{
Super::BeginPlay();
b
// Called every frame
void ABaseCharacter::Tick(float DeltaTime)
{
Super::Tick(DeltaTime);
}

// Called to bind functionality to input
void ABaseCharacter::SetupPlayerInputComponent(UInputComponent*
PlayerInputComponent)

{

Super::SetupPlayerInputComponent(PlayerInputComponent);
b
UAttributeComponent™

ABaseCharacter::GetAttributeComponent Implementation() const

{

return AttributeComponent;

}

UAbilityComponent* ABaseCharacter::GetAbilityComponent Implementation()
const

{
return AbilityComponent;
b
bool ABaseCharacter::IsAlive Implementation() const
{

return AttributeComponent->bAlive;
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void ABaseCharacter::OnCharacterDied Implementation()

{
GetMesh()->SetSimulatePhysics(true);
GetMesh()->SetCollisionProfileName(FName("Ragdoll"));
if (AController* Controller = GetController())
{
Controller->UnPossess();
}
b

float ABaseCharacter::TakeDamage Implementation(const FDamagelnfo
Damagelnfo) const

{

return AttributeComponent->TakeDamage(Damagelnfo);

}

void ABaseCharacter::Heal Implementation(const float Amount) const

{

AttributeComponent->RegenHealth(Amount);

®daiin BaseCharacter.h

Peamizamis ¢ynkiioHanbHux Bumor: Cuctema atpubyTiB, CucTemMa I1HBEHTapa,
Cucrema HaBHUOK

// Descendance Hero by Dmytro Stetsun
#pragma once
#include "CoreMinimal.h"
#include "AbilityComponent.h"
#include "AttributeComponent.h"
#include "InventoryComponent.h"
#include "[AttributeOwner.h"
#include "GameFramework/Character.h"
#include "BaseCharacter.generated.h"
UCLASS()
class DESCENDANCEHERO_ API ABaseCharacter : public ACharacter, public
[TAttributeOwner
{

GENERATED BODY()
public:

ABaseCharacter();
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protected:

virtual void BeginPlay() override;

UPROPERTY (VisibleAnywhere, BlueprintReadWrite,
Category="Systems|Attributes")

UAttributeComponent™ AttributeComponent;

UPROPERTY (VisibleAnywhere, BlueprintReadWrite,
Category="Systems|Abilities")

UAbilityComponent* AbilityComponent;

UPROPERTY (VisibleAnywhere, BlueprintReadWrite,
Category="Systems|Abilities")

UlnventoryComponent* InventoryComponent;

public:

virtual void Tick(float DeltaTime) override;

virtual void SetupPlayerInputComponent(class UlnputComponent*
PlayerInputComponent) override;

UFUNCTION(BlueprintCallable)
virtual UAttributeComponent® GetAttributeComponent Implementation()
const override;

UFUNCTION(BlueprintCallable)
virtual UAbilityComponent® GetAbilityComponent Implementation() const
override;

UFUNCTION(BlueprintCallable)
virtual bool IsAlive Implementation() const override;

UFUNCTION(BlueprintCallable)
virtual void OnCharacterDied Implementation() override;

UFUNCTION(BlueprintCallable)

virtual float TakeDamage Implementation(const FDamagelnfo
Damagelnfo) const override;

UFUNCTION(BlueprintCallable)

virtual void Heal Implementation(const float Amount) const override;
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®@aiii1 GOAPAct.cpp

Peanizanis pyHKIioHanpHUX BUMOT: POOOTa IITy4YHOTO 1HTEICKTY

// Descendance Hero by Dmytro Stetsun
#include "GOAPAct.h"
#include "BehaviorTree/BlackboardComponent.h"
#include "BaseCharacter.h"
#include "GOAPAIController.h"
EBTNodeResult:: Type UGOAPAct::ExecuteTask(UBehaviorTreeComponent&
OwnerComp, uint8* NodeMemory)
{
AGOAPAIController* AlController =
Cast<AGOAPAIController>(OwnerComp.GetAlOwner());
if (AlController)

{
return EBTNodeResult::Failed;

b

UBlackboardComponent® BlackboardComponent =
OwnerComp.GetBlackboardComponent();

if (AIController->CurrentPlan.Num() == 0) return EBTNodeResult::Failed;

UGOAPACction* Action =
AlController->CurrentPlan[ AlController->CurrentPlanIndex];

if (!Action) return EBTNodeResult::Failed;

ABaseCharacter® SelfActor =
Cast<ABaseCharacter>(AlController->GetPawn());

ABaseCharacter® TargetActor =
Cast<ABaseCharacter>(BlackboardComponent->GetValueAsObject(TargetActorK
ey.SelectedKeyName));

if (!SelfActor || ! TargetActor)

{

BlackboardComponent->SetValueAsBool(bReplanKey.SelectedKeyName, true);
return EBTNodeResult::Failed;
b
if
(ITAttributeOwner::Execute GetAbilityComponent(SelfActor)->UseAbility(Actio
n->AbilityTag, FAbilityInputData(SelfActor, TargetActor)))

{
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AlController->CurrentPlanIndex+-+;
return EBTNodeResult::Succeeded;

}

return EBTNodeResult::Failed;
}
dDaiia GOAPAct.h

Peamizamis ¢pyHKIioHATBHUX BUMOT: POOOTa MITYyIHOTO 1HTEIEKTY

// Descendance Hero by Dmytro Stetsun

#pragma once

#include "CoreMinimal.h"

#include "BehaviorTree/BTTaskNode.h"

#include "GOAPAct.generated.h"

UCLASS()

class DESCENDANCEHERO API UGOAPAct : public UBTTaskNode

{
GENERATED BODY()

public:
UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector TargetActorKey;
UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector bReplanKey;

virtual EBTNodeResult::Type ExecuteTask(UBehaviorTreeComponent&
OwnerComp, uint8* NodeMemory) override;
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daiian GOAPAction.cpp

Peanizaiiis ¢pyHKIioOHAIBHUX BUMOT: POOOTA IITYyYHOTO 1HTEIEKTY

#include "GOAPAction.h"
int32 UGOAPAction::GetPostWorldState(int32& WorldState)
{
int32 NewWorldState = WorldState | SetResultWorldState;
return NewWorldState & (~ResetResultWorldState);
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b
bool UGOAPAction::CheckPreconditions(const int32 WorldState)

{

bool SetConditionsMet = (WorldState & SetPreconditionWorldState) ==
SetPreconditionWorldState;

// Check all required RESET bits are absent

bool ResetConditionsMet = (~WorldState & ResetPreconditionWorldState)
== ResetPreconditionWorldState;

return SetConditionsMet && ResetConditionsMet;

daiiin GOAPAction.h

Peanizanis ¢pyHKiioHaIbHUX BUMOT: POOOTA IITYyYHOTO 1HTENEKTY

#pragma once
#include "CoreMinimal.h"
#include "AbilitylnputData.h"
#include "GameplayTagContainer.h"
#include "GOAPAction.generated.h"
UCLASS(Blueprintable, BlueprintType)
class DESCENDANCEHERO API UGOAPAction : public UObject
{
GENERATED BODY()
public:
// ' The unique name or tag identifying this goal
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Action")
FName ActionName;
// Priority for resolving conflicting goals (higher number = higher priority)
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Action")
int32 Cost;
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Action")
FGameplayTag AbilityTag;
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Action")
FAbilitylnputData InputData;
// Precondition bitmask representing the required world state



UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Action")

int32 SetPreconditionWorldState;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Action")

int32 ResetPreconditionWorldState;

// Desired bitmask world state

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Action")

int32 SetResultWorldState;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Action")

int32 ResetResultWorldState;

// Custom function to compare two goals

UFUNCTION(BlueprintCallable, Category = "GOAP Action")

bool IsEqualTo(UGOAPAction* OtherAction) const

{
if (!OtherAction)
{
return false;
}

return SetPreconditionWorldState ==

OtherAction->SetPreconditionWorldState &&

ResetPreconditionWorldState ==
OtherAction->ResetPreconditionWorldState &&

SetResultWorldState == OtherAction->SetResultWorldState
&&

ResetResultWorldState ==
OtherAction->ResetResultWorldState;

}

UFUNCTION(BlueprintCallable, Category = "GOAP Action")
int32 GetPostWorldState(int32& WorldState);
UFUNCTION(BlueprintCallable, Category = "GOAP Action")
bool CheckPreconditions(int32 WorldState);
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®daiin GOAPAIController.cpp

Peanizanis ¢pyHKiioHaIbHUX BUMOT: POOOTA IITYyYHOTO 1HTENEKTY

#include "GOAPAIController.h"

#include "BehaviorTree/BlackboardComponent.h"
#include "Perception/AlPerceptionComponent.h"
#include "Perception/AlSenseConfig Sight.h"

void AGOAPAIController::OnPossess(APawn* InPawn)

{
Super::OnPossess(InPawn);
if (BlackboardAsset)
{
if (UseBlackboard(BlackboardAsset, BlackboardComponent))
{
if (BehaviorTreeAsset)
{
RunBehaviorTree(BehaviorTreeAsset);
b
b

}
if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Controller]

<%s> Al Controller possessed"), *GetPawn()->GetName());
}
void AGOAPAIController::OnPerceptionUpdated(A Actor* Actor, FAIStimulus
Stimulus)
{
if (!BlackboardComponent) return;
if (Stimulus. WasSuccessfullySensed())
{
if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP
Controller] <%s> Actor %s seen"), *GetPawn()->GetName(),
* Actor->GetName());
// Set the actor seen in the blackboard

BlackboardComponent->SetValueAsObject(TargetActorKey.SelectedKeyName,
Actor);

// Calculate distance to actor

APawn* ControlledPawn = GetPawn();

if (ControlledPawn)

28
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float Distance =
FVector::Dist(ControlledPawn->GetActorLocation(), Actor->GetActorLocation());

BlackboardComponent->SetValueAsFloat(DistanceToTargetActorKey.SelectedKe
yName, Distance);

if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP
Controller] <%s> Distance to actor: %f"), *GetPawn()->GetName(), Distance);

}

BlackboardComponent->SetValueAsBool(bCanSeeTargetActorKey.SelectedKeyN
ame, true);

}

else
{
// Lost sight of this actor — clear if this is the current target
AActor* CurrentTarget =
Cast<AActor>(BlackboardComponent->GetValue AsObject(TEXT("TargetActor"))
);
if (CurrentTarget == Actor)

{

BlackboardComponent->SetValueAsObject(TargetActorKey.SelectedKeyName,
nullptr);

BlackboardComponent->SetValueAsFloat(DistanceToTargetActorKey.SelectedKe
yName, 0.f);

BlackboardComponent->SetValueAsBool(bCanSeeTargetActorKey.SelectedKeyN
ame, false);

h

j
bool AGOAPAIController::GrantGoal(

const FName& GoalName,

const int32 Priority,

const int32 SetPreconditionWorldState,
const int32 ResetPreconditionWorldState,
const int32 SetDesiredWorldState,
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const int32 ResetDesiredWorldState

UGOAPGoal* NewGoal = NewObject<UGOAPGoal>(this);
if (!NewGoal)
{

return false;
}
// Assign passed-in parameters
NewGoal->GoalName = GoalName;
NewGoal->Priority = Priority;
NewGoal->SetPreconditionWorldState = SetPreconditionWorldState;
NewGoal->ResetPreconditionWorldState = ResetPreconditionWorldState;
NewGoal->SetDesiredWorldState = SetDesiredWorldState;
NewGoal->ResetDesiredWorldState = ResetDesired WorldState;
// Add to Goals array
Goals.Add(NewGoal);
if (bDebug) UE LOG(LogTemp, Warning, TEXT("[GOAP Controller]
<%s> Goal granted: %s"), *GetPawn()->GetName(),
*NewGoal->GoalName.ToString());
return true;
}
bool AGOAPAIController::GrantAction(
const FName& ActionName,
const int32 Cost,
const FGameplayTag AbilityTag,
const FAbilitylnputData InputData,
const int32 SetPreconditionWorldState,
const int32 ResetPreconditionWorldState,
const int32 SetResultWorldState,
const int32 ResetResultWorldState

UGOAPACction* NewAction = NewObject<UGOAPAction>(this);
if (\NewAction)

{

return false;

}

NewAction->ActionName = ActionName;
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NewAction->Cost = Cost;

NewAction->AbilityTag = AbilityTag;

NewAction->InputData = InputData;

NewA ction->SetPreconditionWorldState = SetPreconditionWorldState;

NewAction->ResetPreconditionWorldState = ResetPreconditionWorldState;

NewAction->SetResultWorldState = SetResultWorldState;

NewAction->ResetResultWorldState = ResetResultWorldState;

Actions.Add(NewAction);

if (bDebug) UE LOG(LogTemp, Warning, TEXT("[GOAP Controller]
<%s> Action granted: %s"), *GetPawn()->GetName(),
*NewAction->ActionName.ToString());

return true;
b
AGOAPAIController:: AGOAPAIController()
{

BlackboardComponent =

CreateDefaultSubobject<UBlackboardComponent>(TEXT("BlackboardComponen
t"));

AlPerceptionComponent =
CreateDefaultSubobject<UAIPerceptionComponent>(TEXT(" AIPerceptionCompo
nent"));

// Create and configure sight sense

SightConfig =
CreateDefaultSubobject<UAISenseConfig_Sight>(TEXT("SightConfig"));

SightConfig->SightRadius = 2000.0f;

SightConfig->LoseSightRadius = 2500.0f;

SightConfig->Peripheral VisionAngleDegrees = 90.0f;

SightConfig->SetMaxAge(5.01);

// Detect only enemies, or all if you prefer

SightConfig->DetectionByAffiliation.bDetectEnemies = true;

SightConfig->DetectionByAffiliation.bDetectNeutrals = true;

SightConfig->DetectionByAffiliation.bDetectFriendlies = false;

// Add the sight config to perception component

AlPerceptionComponent->ConfigureSense(*SightConfig);

AlPerceptionComponent->SetDominantSense(SightConfig->GetSenselmplementa

tion());
// Bind event for perception updates
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AlPerceptionComponent->OnTargetPerceptionUpdated. AddDynamic(this,
&AGOAPAIController::OnPerceptionUpdated);

h
UGOAPGoal* AGOAPAIController::GetDesiredGoal(const int32 WorldState)

{
UGOAPGoal* DesiredGoal = nullptr;

int HighestPriority = -999;
for (const auto Goal : Goals)

{
if (Goal->CheckPreconditions(WorldState))
{
if (Goal->Priority > HighestPriority)
{
HighestPriority = Goal->Priority;
DesiredGoal = Goal;
b
h
)

return DesiredGoal,

daita GOAPAIController.h

Peanizaris ¢pyHkiionaasHuX BUMor: Po6oTa mTy4HOro iHTENeKTy

#pragma once
#include "CoreMinimal.h"
#include "GOAPAction.h"
#include "GOAPGoal.h"
#include "AlController.h"
#include "BehaviorTree/BehaviorTreeTypes.h"
#include "Perception/AlSenseConfig_Sight.h"
#include "GOAPAIController.generated.h"
UCLASS()
class DESCENDANCEHERO API AGOAPAIController : public AAIController
{
GENERATED BODY()
public:
AGOAPAIController();
UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "GOAP")



33

bool bDebug = false;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "GOAP")
UBIlackboardData* BlackboardAsset;

UPROPERTY (EditDefaultsOnly, BlueprintReadOnly, Category = "GOAP")
UBehaviorTree* BehaviorTreeAsset;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "GOAP")
UBIlackboardComponent* BlackboardComponent;

UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector TargetActorKey;

UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector DistanceToTargetActorKey;

UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector bCanSeeTargetActorKey;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "GOAP")
TArray<UGOAPGoal*> Goals;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "GOAP")
TArray<UGOAPAction™> Actions;

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "GOAP")
TArray<UGOAPAction*> CurrentPlan;
int CurrentPlanIndex = 0;

UFUNCTION(BlueprintCallable)
UGOAPGoal* GetDesiredGoal(const int32 WorldState);

protected:
virtual void OnPossess(APawn* InPawn) override;

UFUNCTION()
void OnPerceptionUpdated(A Actor* Actor, FAIStimulus Stimulus);
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Al")
UATIPerceptionComponent® AlPerceptionComponent;
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "AI")
UAISenseConfig Sight* SightConfig;
UFUNCTION(BlueprintCallable)
bool GrantGoal(

const FName& GoalName,

const int32 Priority,



const int32 SetPreconditionWorldState,
const int32 ResetPreconditionWorldState,
const int32 SetDesiredWorldState,
const int32 ResetDesiredWorldState

);

UFUNCTION(BlueprintCallable)

bool GrantAction(
const FName& ActionName,
const int32 Cost,
const FGameplayTag AbilityTag,
const FAbilitylnputData InputData,
const int32 SetPreconditionWorldState,
const int32 ResetPreconditionWorldState,
const int32 SetResultWorldState,
const int32 ResetResultWorldState

55

®Daiii1 GOAPGoal.cpp
Peamizais ¢pyHKIioOHATPHUX BUMOT: POOOTA IITYyYHOTO 1HTEIEKTY

#include "GOAPGoal.h"
bool UGOAPGoal::CheckPreconditions(int32 WorldState)
{
bool SetConditionsMet = (WorldState & SetPreconditionWorldState) ==
SetPreconditionWorldState;
// Check all required RESET bits are absent

34

bool ResetConditionsMet = (~WorldState & ResetPreconditionWorldState)

== ResetPreconditionWorldState;
return SetConditionsMet && ResetConditionsMet;

daii1 GOAPGoal.h

Peanizanis ¢pyHKIioHAIBHUX BUMOT: POOOTA IITYyYHOTO 1HTENEKTY

#pragma once
#include "CoreMinimal.h"
#include "GOAPGoal.generated.h"



UCLASS(Blueprintable, BlueprintType)
class DESCENDANCEHERO_ API UGOAPGoal : public UObject
{

GENERATED BODY()
public:

// ' The unique name or tag identifying this goal

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Goal")

FName GoalName;

// Priority for resolving conflicting goals (higher number = higher priority)

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Goal")

int32 Priority;

// Precondition bitmask representing the required world state

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Goal")

int32 SetPreconditionWorldState;

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Goal")

int32 ResetPreconditionWorldState;

// Desired bitmask world state

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP
Goal")

int32 SetDesiredWorldState;

int32 ResetDesiredWorldState;

UFUNCTION(BlueprintCallable, Category = "GOAP Goal")

bool IsEqualTo(UGOAPGoal* OtherGoal) const

{
if (10OtherGoal)
{
return false;
}

return SetPreconditionWorldState ==
OtherGoal->SetPreconditionWorldState &&
ResetPreconditionWorldState ==
OtherGoal->ResetPreconditionWorldState &&
SetDesiredWorldState == OtherGoal->SetDesired WorldState
&&
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ResetDesiredWorldState ==
OtherGoal->ResetDesired WorldState;
h
UFUNCTION(BlueprintCallable, Category = "GOAP Goal")
bool CheckPreconditions(int32 WorldState);

¥

®daiian GOAPGoalChecker.cpp
Peanizaris ¢yHkiionaasHuX BUMOr: Po60Ta mTy4HOTO IHTENEKTY

// Descendance Hero by Dmytro Stetsun

#include "GOAPGoalChecker.h"

#include "GOAPGoal.h"

#include "AlController.h"

#include "BehaviorTree/BlackboardComponent.h"
#include "GOAPAIController.h"

#include "WorldStateUtility.h"
UGOAPGoalChecker::UGOAPGoalChecker()

{

}
void UGOAPGoalChecker::TickNode(UBehaviorTreeComponent& OwnerComp,

uint8* NodeMemory, float DeltaSeconds)
{
Super::TickNode(OwnerComp, NodeMemory, DeltaSeconds);
AAIController* AIOwner = OwnerComp.GetAlOwner();
if ('AIOwner)
return;
AlController = Cast<AGOAPAIController>(AIOwner);
if (AlController)
return;
if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>
Al Controller found!"),
* AlController->GetPawn()->GetName());
BlackboardComp = OwnerComp.GetBlackboardComponent();
if ('BlackboardComp)
return;
if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>
BlackboardComponent found!"),
* AlController->GetPawn()->GetName());
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if (!CheckWorldState())
return;
CheckGoal();
UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s> Al Service
executed finished execution"),
* AlController->GetPawn()->GetName());

b
void UGOAPGoalChecker::CheckGoal()

{

UGOAPGoal* DesiredGoal = AlController->GetDesiredGoal(WorldState);

if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>
DesiredGoal: %s"),

* AlController->GetPawn()->GetName(),
*DesiredGoal->GoalName.ToString());

UGOAPGoal* CurrentGoal =
Cast<UGOAPGoal>(BlackboardComp->GetValueAsObject(CurrentGoalKey.Sele
ctedKeyName));

if (!CurrentGoal)

{

if (bDebug) UE LOG(LogTemp, Warning, TEXT("[GOAP Service]
<%s> CurrentGoal not found, setting to desired!"),
* AlController->GetPawn()->GetName());

BlackboardComp->SetValue AsObject(CurrentGoalKey.SelectedKeyName,
DesiredGoal);
return;
b
if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>
CurrentGoal found!"),
* AlController->GetPawn()->GetName());
if (!CurrentGoal->IsEqual To(DesiredGoal))
{
if (bDebug) UE LOG(LogTemp, Warning, TEXT("[GOAP Service]
<%s> Desired goal is not the same as current!"),
* AlController->GetPawn()->GetName());

BlackboardComp->SetValue AsObject(CurrentGoalKey.SelectedKeyName,
DesiredGoal);
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BlackboardComp->SetValueAsBool(bReplanKey.SelectedKeyName,
true);
return;
b
if (bDebug) UE LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>
Desired goal is the same as current!"),
* AlController->GetPawn()->GetName());
BlackboardComp->SetValueAsBool(bReplanKey.SelectedKeyName, false);

b
bool UGOAPGoalChecker::CheckWorldState()

{

SelfActor =
Cast<ABaseCharacter>(BlackboardComp->GetValueAsObject(SelfActorKey.Sele
ctedKeyName));

if (!SelfActor) SelfActor =
Cast<ABaseCharacter>(AlController->GetPawn());

if (!SelfActor) return false;

if (bDebug) UE LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>
SelfCharacter found!"),

* AlController->GetPawn()->GetName());

// Get Target Character

TargetActor =
Cast<ABaseCharacter>(BlackboardComp->GetValue AsObject(TargetActorKey.Se
lectedKeyName));

if (bDebug)

{

if (TargetActor) UE_LOG(LogTemp, Warning, TEXT("[GOAP]
TargetCharacter found!"))

else UE_ LOG(LogTemp, Warning, TEXT("[GOAP] TargetCharacter
not found!"));

J

DistanceToTargetActor =
BlackboardComp->GetValueAsFloat(DistanceToTargetActorKey.SelectedKeyNam
e);

if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>
DistanceToTarget found!"),

* AlController->GetPawn()->GetName());

bCanSeeTargetActor =

BlackboardComp->GetValueAsBool(bCanSeeTargetActorKey.SelectedKeyName);
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if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>

bCanSeeTarget found!"),
* AlController->GetPawn()->GetName());

WorldState = CreateWorldState();

BlackboardComp->SetValueAsInt(WorldStateKey.SelectedKeyName,
WorldState);

if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s>
WorldState created: %d"),

* AlController->GetPawn()->GetName(), WorldState);

return true;
b
int32 UGOAPGoalChecker::CreateWorldState() const
{

int32 WorldState = 0;

const UAttributeComponent* SelfAttributeComponent =
ITAttributeOwner::Execute GetAttributeComponent(SelfActor);

const UAbilityComponent™ SelfAbilityComponent =
[TAttributeOwner::Execute GetAbilityComponent(SelfActor);

// Self HP & Alive

UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s> Self HP: %f,
MaxHP: %f"), * AlController->GetPawn()->GetName(),

SelfAttributeComponent->Health,

SelfAttributeComponent->MaxHealth);

if (SelfAttributeComponent->Health > 2.f *
SelfAttributeComponent->MaxHealth / 3.f)

{

UWorldStateUtility::SetStateFlag(WorldState,

EWorldStateFact::HighHP);

b

else if (SelfAttributeComponent->Health >
SelfAttributeComponent->MaxHealth / 3.1)

{

UWorldStateUtility::SetStateFlag(WorldState,

EWorldStateFact::MidHP);

b

else
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::LowHP);
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b
if (SelfAttributeComponent->bAlive)

{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::Alive);
b

else
{
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::LowHP);
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::MidHP);
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::HighHP);
b
// Self RS
UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s> Self RS: %f,
MaxRS: %ft"), *AlController->GetPawn()->GetName(),
SelfAttributeComponent->Resource,
SelfAttributeComponent->MaxResource);
if (SelfAttributeComponent->Resource > 2.f *
SelfAttributeComponent->MaxResource / 3.f)
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::HighRS);
b
else if (SelfAttributeComponent->Resource >
SelfAttributeComponent->MaxResource / 3.1)
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::MidRS);
h

else
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::LowRS);
b
// Self Abilities
bool bHasMeleeAbility = false;
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bool bHasRangeAbility = false;
for (const TPair Ability : SelfAbilityComponent->GetAbilities())
{
if (Ability. Value->Ability Type == EAbilityType::Melee &&
I Ability. Value->bOnCooldown)

{
bHasMeleeAbility = true;

b
else if (Ability. Value->Ability Type == EAbilityType::Range &&
I Ability. Value->bOnCooldown)

{
bHasRangeAbility = true;
}
}
if (bHasMeleeAbility)
{

UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::HasMelee);
UE LOG(LogTemp, Warning, TEXT("[GOAP Service] Has Melee
Ability"));
b
if (bHasRangeAbility)
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::HasRange);
UE LOG(LogTemp, Warning, TEXT("[GOAP Service] Has Range
Ability"));
b
if (TargetActor)
{
const UAttributeComponent* TargetAttributeComponent =
[TAttributeOwner::Execute GetAttributeComponent(
TargetActor);
// Target HP
UE_LOG(LogTemp, Warning, TEXT("[GOAP Service] <%s> Target
HP: %f, MaxHP: %f"),
* AlController->GetPawn()->GetName(),
TargetAttributeComponent->Health,
TargetAttributeComponent->MaxHealth);



if (TargetAttributeComponent->Health > 2.f *
TargetAttributeComponent->MaxHealth / 3.1)
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::EnemyHighHP);
b
else if (TargetAttributeComponent->Health >
TargetAttributeComponent->MaxHealth / 3.1)
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::EnemyMidHP);
b

else
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::EnemyLowHP);

b
if (TargetAttributeComponent->bAlive)

{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::EnemyAlive);
b

else
{
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyLowHP);
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyMidHP);
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyHighHP);

h

else

UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyAlive);

UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyLowHP);

42



UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyMidHP);
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyHighHP);
J
// Range
if (DistanceToTargetActor > SelfAttributeComponent->Range)
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::EnemyInFarRange);
J

else
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::EnemyInCloseRange);
b
// In Sight
if (bCanSeeTargetActor)
{
UWorldStateUtility::SetStateFlag(WorldState,
EWorldStateFact::EnemyInSight);
b

else
{
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyInSight);
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyInFarRange);
UWorldStateUtility::ResetStateFlag(WorldState,
EWorldStateFact::EnemyInCloseRange);

}
return WorldState;
}
daiin1 GOAPGoalChecker.h

Peamizamis ¢pyHKIioHATPHUX BUMOT: POOOTA MITYyYHOTO 1HTENEKTY

// Descendance Hero by Dmytro Stetsun
#pragma once
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#include "CoreMinimal.h"

#include "BaseCharacter.h"

#include "BehaviorTree/BTService.h"

#include "GOAPAIController.h"

#include "GOAPGoalChecker.generated.h"

UCLASS()

class DESCENDANCEHERO API UGOAPGoalChecker: public UBTService

{
GENERATED BODY()

public:
UGOAPGoalChecker();
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP")
bool bDebug = false;
UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector SelfActorKey;
UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector TargetActorKey;
UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector CurrentGoalKey;
UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector bReplanKey;

UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector DistanceToTargetActorKey;
UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector WorldStateKey;

UPROPERTY (EditAnywhere, Category = "Blackboard")
FBlackboardKeySelector bCanSeeTargetActorKey;

virtual void TickNode(UBehaviorTreeComponent& OwnerComp, uint8*
NodeMemory, float DeltaSeconds) override;

UFUNCTION(BlueprintCallable)

void CheckGoal();

UFUNCTION(BlueprintCallable)

bool CheckWorldState();
private:

UPROPERTY()

AGOAPAIController* AlController;



UPROPERTY()
UBIlackboardComponent* BlackboardComp;
UPROPERTY()
ABaseCharacter® SelfActor;
UPROPERTY()
ABaseCharacter® TargetActor;
UPROPERTY()

float DistanceToTargetActor;
UPROPERTY()

bool bCanSeeTargetActor;
UPROPERTY()

int32 WorldState = 0;
UFUNCTION()

int32 CreateWorldState() const;

®aiiin GOALPlanActions.cpp
Peanizanis ¢pyHKiioHaIbHUX BUMOT: POOOTA IITYy4HOTO 1HTENEKTY

#include "GOAPPlanActions.h"

#include "GOAPAIController.h"

#include "BehaviorTree/BehaviorTreeTypes.h"
#include "BehaviorTree/BlackboardComponent.h"

#include "GameFramework/Character.h"
UGOAPPlanActions::UGOAPPlanActions()

{

b
TArray<UGOAPAction*> UGOAPPIlanActions::PlanActions(uint32

CurrentWorldState, TArray<UGOAPAction*>& Actions, UGOAPGoal* Goal)
const
{

TArray<UGOAPAction*> BestActionPlan = {};

int32 BestHeuristic = MAX int32;

TArray<FPlanNode> OpenSet;

OpenSet.Add(FPlanNode(CurrentWorldState, {}, 0,
CalculateHeuristic(CurrentWorldState, Goal)));

int Iter = 0;

while (OpenSet.Num() > 0 && Iter < MaxlIter)

45
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int32 BestIndex = 0;

for (int32 1 = 1; i < OpenSet.Num(); ++i)

{

if (OpenSet[i].EstimatedTotalCost <

OpenSet[BestIndex].EstimatedTotalCost) BestIndex = 1;

}

FPlanNode CurrentNode = OpenSet[BestIndex];

OpenSet.RemoveAt(BestIndex);

int32 CurrentHeuristic = CalculateHeuristic(CurrentNode. WorldState,

Goal);
if (CurrentHeuristic < BestHeuristic)
{
BestHeuristic = CurrentHeuristic;
BestActionPlan = CurrentNode.ActionSequence;
if (BestHeuristic == 0) return BestActionPlan;
h
for (UGOAPAction™ Action : Actions)
{
if (Action &&
Action->CheckPreconditions(CurrentNode. WorldState))
{
int32 NewWorldState =

Action->GetPostWorldState(CurrentNode. WorldState);

int32 NewCost = CurrentNode.CostSoFar +
Action->Cost;

int32 Heuristic = CalculateHeuristic(NewWorldState,
Goal);

TArray<UGOAPAction*> NewSequence =
CurrentNode.ActionSequence;

NewSequence.Add(Action);

OpenSet.Add(FPlanNode(NewWorldState,
NewSequence, NewCost, NewCost + Heuristic));

}
}

Iter++;

}

return BestActionPlan;
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int UGOAPPIlanActions::CalculateHeuristic(const uint32 CurrentWorldState, const
UGOAPGoal* Goal)
{
int Mismatch = 0;
// Bits that should be set but aren't
int32 MissingSetBits = Goal->SetDesiredWorldState & ~CurrentWorldState;
for (int32 1= 0; 1 < 32; ++1)
{
if (MissingSetBits & (1 <<1))
++Mismatch;
J
// Bits that should be unset but are set
int32 ExtraBits = CurrentWorldState & Goal->ResetDesiredWorldState;
for (int32 1= 0; 1 < 32; ++1)
{
if (ExtraBits & (1 <<1))
++Mismatch;

}

return Mismatch;
J
EBTNodeResult:: Type
UGOAPPIlanActions::ExecuteTask(UBehaviorTreeComponent& OwnerComp,
uint8* NodeMemory)
{

AGOAPAIController* AlController =
Cast<AGOAPAIController>(OwnerComp.GetAIOwner());

if ('AlController)

{
return EBTNodeResult::Failed;

b

// Example: Get current world state and desired goal from AlController

int32 CurrentWorldState =
OwnerComp.GetBlackboardComponent()->GetValue AsInt(WorldStateKey.Selecte
dKeyName);

UGOAPGoal* DesiredGoal =
Cast<UGOAPGoal>(OwnerComp.GetBlackboardComponent()->GetValueAsObje
ct(CurrentGoalKey.SelectedKeyName));;

if (!DesiredGoal)

{
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if (bDebug) UE LOG(LogTemp, Warning, TEXT("[GOAP Planner]
<%s> No desired goal found during planning"),
* AlController->GetPawn()->GetName() );
return EBTNodeResult::Failed;
J
TArray<UGOAPAction*> Plan = PlanActions(CurrentWorldState,
AlController->Actions, DesiredGoal);
AlController->CurrentPlan = Plan;
AlController->CurrentPlanIndex = 0;
if (Plan.Num())
{
if (bDebug) UE LOG(LogTemp, Warning, TEXT("[GOAP Planner]
<%s> Planning failed for goal %s"), * AlIController->GetPawn()->GetName(),
*DesiredGoal->GoalName.ToString());
return EBTNodeResult::Failed;
b
if (bDebug) UE_LOG(LogTemp, Warning, TEXT("[GOAP Planner] <%s>
Action plan successfully generated for goal %s"),
* AlController->GetPawn()->GetName(), *DesiredGoal->GoalName.ToString());

// Success — next task in tree will execute
return EBTNodeResult::Succeeded;

®daiia GOAPPlanActions.h
Peanizanis ¢pyHKIioHAIBHUX BUMOT: POOOTA IITYyYHOTO 1HTENEKTY

#pragma once
#include "CoreMinimal.h"
#include "GOAPAction.h"
#include "GOAPGoal.h"
#include "BehaviorTree/BTTaskNode.h"
#include "GOAPPlanActions.generated.h"
USTRUCT(BlueprintType)
struct FPlanNode
{
GENERATED BODY()
// The world state that this node represents.
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UPROPERTY()

int32 WorldState;

UPROPERTY()

TArray<UGOAPAction*> ActionSequence;

UPROPERTY()

int32 CostSoFar;

UPROPERTY()

int32 EstimatedTotalCost;

FPlanNode()

: WorldState(0), CostSoFar(0), EstimatedTotalCost(0) {}

FPlanNode(int32 InWorldState, const TArray<UGOAPAction*>&

InActions, int32 InCost, int32 InEstimate)
: WorldState(InWorldState), ActionSequence(InActions),

CostSoFar(InCost), EstimatedTotal Cost(InEstimate) {}
K
UCLASS()
class DESCENDANCEHERO API UGOAPPlanActions : public UBTTaskNode
{

GENERATED BODY()
public:

UGOAPPIlanActions();

UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "GOAP")

bool bDebug = false;

UPROPERTY (EditAnywhere, Category = "GOAP")

int MaxlIter = 100;

UPROPERTY (EditAnywhere, Category = "Blackboard")

FBlackboardKeySelector WorldStateKey;

UPROPERTY (EditAnywhere, Category = "Blackboard")

FBlackboardKeySelector CurrentGoalKey;

UFUNCTION()

TArray<UGOAPAction*> PlanActions(uint32 CurrentWorldState,
TArray<UGOAPAction*>& Actions, UGOAPGoal* Goal) const;

UFUNCTION()

static int CalculateHeuristic(const uint32 CurrentWorldState, const
UGOAPGoal* Goal);

virtual EBTNodeResult::Type ExecuteTask(UBehaviorTreeComponent&
OwnerComp, uint8* NodeMemory) override;
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®ajia [AttributeOwner.h
Peanizanis ¢pynkionansaux Bumor: Cuctema aTpulyTiB

// Descendance Hero by Dmytro Stetsun
#pragma once

#include "CoreMinimal.h"

#include "AbilityComponent.h"

#include "AttributeComponent.h"

#include "UObject/Interface.h"

#include "[AttributeOwner.generated.h"

// This class does not need to be modified.
UINTERFACE(Minimal APT)

class UIAttributeOwner : public Ulnterface

{
55

/**

%

*/

GENERATED BODY()

class DESCENDANCEHERO _API ITAttributeOwner

{

GENERATED BODY()

50

// Add interface functions to this class. This is the class that will be inherited
to implement this interface.
public:

UFUNCTION(BlueprintCallable, BlueprintNativeEvent)
UAttributeComponent™ GetAttributeComponent() const;
UFUNCTION(BlueprintCallable, BlueprintNativeEvent)
UAbilityComponent* GetAbilityComponent() const;
UFUNCTION(BlueprintCallable, BlueprintNativeEvent)
void OnCharacterDied();
UFUNCTION(BlueprintCallable, BlueprintNativeEvent)
bool IsAlive() const;

UFUNCTION(BlueprintCallable, BlueprintNativeEvent)
float TakeDamage(FDamagelnfo Damagelnfo) const;
UFUNCTION(BlueprintCallable, BlueprintNativeEvent)
void Heal(float Amount) const;
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®aiia InventoryComponent.cpp
Peanizanis ¢pynkiionansHux BUMor: Cuctema iHBeHTapa

#include "InventoryComponent.h"
#include "[AttributeOwner.h"
bool UlnventoryComponent::AddItem(const Flnventoryltem& Item)
{
if (Inventoryltems.Num() == MaxInventorySize)
return false;
const int32 Hash = GetltemHash(Item);
Inventoryltems.Add(Hash, Item);
return true;
}
void UlnventoryComponent::Equipltem(const int32 Index, const EltemClass
Class)

{
switch (Class)

{
case EltemClass::Weapon:
if (EquippedWeapon == -1)
{
EquippedWeapon = Index;
for (FAttributeModifier& Modifier :
Inventoryltems[Index]. AttributeModifiers)

{
AttributeComponent->AddItemModifier(&Modifier);
}
b
else
{
SwapEquippedltems(EquippedWeapon, Index, Class);
}
break;

case EltemClass::Armor:
if (EquippedArmor == -1)

{
EquippedArmor = Index;
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for (FAttributeModifier& Modifier :
Inventoryltems[Index]. AttributeModifiers)

{
AttributeComponent->AddItemModifier(&Modifier);
b
b
else
{
SwapEquippedltems(EquippedArmor, Index, Class);
b
break;

case EltemClass::Accessory:
if (EquippedAccessory == -1)

{
EquippedAccessory = Index;
b
else
{
SwapEquippedItems(EquippedAccessory, Index, Class);
b
break;
b
UE LOG(LogTemp, Warning, TEXT("Equipped item:"));
b
void UlnventoryComponent::Unequipltem(const int32 Index, const EltemClass
Class)
{

for (FAttributeModifier& Modifier :
Inventoryltems[Index].AttributeModifiers)

{
AttributeComponent->RemoveltemModifier(&Modifier);
b
switch (Class)
{

case EltemClass::Weapon:
EquippedWeapon = -1;
break;

case EltemClass::Armor:



EquippedArmor = -1;
break;

case EltemClass::Accessory:
EquippedAccessory = -1;
break;

b
UE LOG(LogTemp, Warning, TEXT("Unequipped item:"));

}

void UlnventoryComponent::Removeltem(const int32 Index)

{

Inventoryltems.Remove(Index);

b
void UlnventoryComponent::SwapEquippedltems(const int32 OldIndex, const

int32 Newlndex, const EltemClass Class)
{

for (FAttributeModifier& Modifier :
Inventoryltems[OldIndex].AttributeModifiers)

{
AttributeComponent->RemoveltemModifier(&Modifier);
}
switch (Class)
{
case EltemClass::Weapon:
EquippedWeapon = NewIndex;
break;
case EltemClass::Armor:
EquippedArmor = NewlIndex;
break;
case EltemClass::Accessory:
EquippedWeapon = NewlIndex;
break;
h

for (FAttributeModifier& Modifier :
Inventoryltems[NewIndex].AttributeModifiers)

{
AttributeComponent->AddItemModifier(&Modifier);

b
void UlnventoryComponent::BeginPlay()
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Super::BeginPlay();
const AActor* Owner = GetOwner();
if
(Owner->GetClass()->ImplementsInterface(UIAttributeOwner::StaticClass()))
{
AttributeComponent =
[TAttributeOwner::Execute GetAttributeComponent(Owner);

b
h
int32 UlnventoryComponent::GetltemHash(const Flnventoryltem& Item)
{

uint32 CombinedHash = FCrc::StrCrc32(*Item.Name);

CombinedHash = FCrc::MemCrc32(&Item.Rarity, sizeof( EltemRarity),
CombinedHash);

CombinedHash = FCrc::MemCrc32(&lItem.Class, sizeof(EltemClass),
CombinedHash);

for (const FAttributeModifier& Modifier : Item.AttributeModifiers)
{
CombinedHash = FCrc::MemCrc32(&Modifier,
sizeof(FAttributeModifier), CombinedHash);
b

return static_cast<int32>(CombinedHash);

®aiis InventoryComponent.h
Peanizaris ¢pynkiionansHux Bumor: Cucrema iHBeHTapa

#pragma once

#include "CoreMinimal.h"

#include "AttributeComponent.h"

#include "Inventoryltem.h"

#include "InventoryComponent.generated.h"
UCLASS(ClassGroup=(Custom), meta=(BlueprintSpawnableComponent))
class DESCENDANCEHERO_ API UlnventoryComponent : public
UActorComponent

{



GENERATED BODY()
public:
UPROPERTY (VisibleAnywhere, BlueprintReadOnly,
Category="Inventory")
TMap<int32, FInventoryltem> Inventoryltems;
UPROPERTY (BlueprintReadOnly, Category="Inventory")
UAttributeComponent™* AttributeComponent;
UPROPERTY (BlueprintReadOnly, Category="Inventory")
int MaxInventorySize = 10;
UPROPERTY (BlueprintReadOnly, Category="Inventory")
int Money = 0;
UPROPERTY (BlueprintReadOnly, Category="Inventory")
int32 EquippedWeapon = -1;
UPROPERTY (BlueprintReadOnly, Category="Inventory")
int32 EquippedArmor = -1;
UPROPERTY (BlueprintReadOnly, Category="Inventory")
int32 EquippedAccessory = -1;

UFUNCTION(BlueprintCallable)
bool Addltem(const FInventoryltem& Item);
UFUNCTION(BlueprintCallable)
void Equipltem(const int32 Index, const EltemClass Class);
UFUNCTION(BlueprintCallable)
void Unequipltem(const int32 Index, const EltemClass Class);
UFUNCTION(BlueprintCallable)
void Removeltem(const int32 Index);
protected:
UFUNCTION(BlueprintCallable)
void SwapEquippedItems(const int32 OldIndex, const int32 NewIndex,
const EltemClass Class);
virtual void BeginPlay() override;
static int32 GetltemHash(const FInventoryltem& Item);

55

®aiin Inventoryltem.h
Peanizaris ¢pynkiionansHux Bumor: Cucrema iHBEHTapa

#pragma once
#include "CoreMinimal.h"
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#include "AttributeModifier.h"
#include "Inventoryltem.generated.h"

UENUM(BlueprintType)
enum class EltemRarity : uint8
{

Common,

Uncommon,

Rare,

Epic,

Legendary
K
UENUM(BlueprintType)
enum class EltemClass : uint8
{

Weapon,

Armor,

Accessory
¥

USTRUCT(BlueprintType)

struct FInventoryltem : public FTableRowBase

{
GENERATED BODY()
UPROPERTY (EditAnywhere, BlueprintReadWrite)
FString Name;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
EltemRarity Rarity;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
EltemClass Class;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
float ModifierChance = 0.f;
UPROPERTY (EditAnywhere, BlueprintReadWrite)
int Value = 0;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
UTexture2D* Icon;

UPROPERTY (EditAnywhere, BlueprintReadWrite)
TArray<FAttributeModifier> AttributeModifiers = {};
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daiia WorldStateUtility.cpp
Peanizaris ¢pysakiionaasHuX BUMor: Po60oTa mTy4HOTO IHTENEKTY

#include "WorldStateUtility.h"
void UWorldStateUtility::SetStateFlag(int32& State, EWorldStateFact Fact)
{
State |= (1 << static_cast<uint8>(Fact));
b
bool UWorldStateUtility::HasStateFlag(int32 State, EWorldStateFact Fact)

{

return (State & (1 << static_cast<uint8>(Fact))) !=0;

b
void UWorldStateUtility::ResetStateFlag(int32& State, EWorldStateFact Fact)

{

State &= ~(1 << static_cast<uint8>(Fact));
b
int32 UWorldStateUtility::CreateBitmask(TArray<EWorldStateFact> Facts)

{
int32 State = 0;

if (Facts.Num() !=0)

{ for (const auto Fact : Facts)
{
SetStateFlag(State, Fact);
b
b

return State;

®daiin WorldStateUtility.h
Peanizanis pyHKIioHansHUX BUMOT: POOOTA IITy4YHOTO 1HTEICKTY

#pragma once

#include "CoreMinimal.h"

#include "WorldStateUtility.generated.h"
UENUM(BlueprintType)

enum class EWorldStateFact : uint8

{
Alive = 0,



LowHP =1,
MidHP = 2,
HighHP = 3,
LowRS =4,
MidRS =5,
HighRS = 6,
HasMelee=7,
HasRange=8,
EnemyAlive=9,
EnemyLowHP=10,
EnemyMidHP=11,
EnemyHighHP=12,
EnemyInCloseRange=13,
EnemylInFarRange=14,
EnemyInSight=15
s
UCLASS()
class DESCENDANCEHERO_API UWorldStateUtility : public UObject
{
GENERATED BODY()
public:
UFUNCTION(BlueprintPure, Category="GOAP|Bitmask")
static void SetStateFlag(UPARAM(ref) int32& State, EWorldStateFact
Fact);
UFUNCTION(BlueprintPure, Category="GOAP|Bitmask")
static bool HasStateFlag(int32 State, EWorldStateFact Fact);
UFUNCTION(BlueprintPure, Category="GOAP|Bitmask")
static void ResetStateFlag(UPARAM(ref) int32& State, EWorldStateFact
Fact);
UFUNCTION(BlueprintPure, Category="GOAP|Bitmask")
static int32 CreateBitmask(TArray<EWorldStateFact> Facts);
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1 OB’EKT BUIIPOBYBAHb

O06’exToM BUNPOOYBaHHS € OJHOKOPHUCTYBALIbKUM IrPOBHM 3aCTOCYHOK Y
xaHpi Action RPG 3 BUKopuCTaHHSIM IrPOBOIO MITYYHOTO 1HTENEKTy. [Iporpamuunii
npoaykt ctBopeHo Ha pymrii Unreal Engine moBoro mnporpamyBanns C++.
[IporpamMuuii MpoayKT MOXKe OyTH 3amylIeHUI Ha MePCOHAIBLHIX KOMIT I0TEpax i

yhnpaBiiHHAM onepaniifnux cucreM Window, Linux ta macOS.



2 META TECTYBAHHA

Mertoro TCCTYBAHHS € HACTYIIHC!

- nepeBipka MPaBWIBHOCTI pOOOTH MPOTPaMHOro  3a0e3MeYeHHS

BIJIMOBIAHO /10 ()YHKIIIOHAIBHUX BUMOT;

- mepeBipka CYMICHOCTI 3aCTOCYHKY 3 PI3HUMH ONepaliiHuMu

cucremamu (Windows, Linux Ta macOS);

- 3HAXOMKEHHs MPo0IeM, TOMUJIOK 1 HEJIOMIKIB 3 METOIO 1X YCYHEHHS;

- nepeBipKa 3py4HOCTI IrpadiyHoro iHTepdeicy;



3 METOIU TECTYBAHHAA

Jlnst TecTyBaHHS MPOrPaMHOTO 3a0€3MEUYEHHsT BUKOPHUCTOBYIOTHCS Taki

MCTOOM:

- CTaTUYHE TECTyBaHHS — TIEPEBIPSIEThCA MpOrpamMa pa3oM 3 YCIEIO

JIOKYMEHTAIII€I0, sKa AaHAJI3yeThbCsl HA TMpeAMET JOTPUMAaHHSA CTaHJapTiB

IPOrpaMyBaHHSI;
- (GyHKITIOHAIPHE TECTyBaHHS — TMOJIATA€ y TEPEeBipIll BiAMOBIIHOCTI

peasbHOI MOBEIIHKU MPOTPAMHOTO0 3a0€3MECUCHHS OU1KYBaHIM;

- MaHyaJlbHe TECTyBaHHS — TECTyBaHHA 0€3  BUKOPUCTAHHS

aBTOMAaTHU3allli, TeCT-KeicH nuiiie 0co0a, 0 TeCTye MporpaMHe 3a0e3MeueHHS;



4 3ACOBHU TA NOPANOK TECTYBAHHA

[lin 4yac mpoBedeHHS TecTyBaHHS OyIyTh BHUKOPHCTOBYBAaTHCh HACTYIIHI

JIOMIOMI>KH1 3ac0o0u:

- CTaTUYHUN aHaji3aTop Koay BOyIOBaHWUN B CEPEIOBHIINEC PO3POOKH
Rider;
- JIOTYBaHHS JaHUX i 4ac poOOTH MPOTpaMH;

[Topsinok nmpoBeAeHHs TECTYBaHHS Oyle HACTYITHUM:

- IMPOBCACHHA CTAaTUCTHUYHOI'O aHaHiSY KOOy Ha HOOTPHUMAHHA HOPM

nporpamyBanHs C++ Ta HOpM, onucanux y nokymeHTauii Unreal Engine;

- IpOBeJIeHHS (PYHKI[IOHAJIILHOTO aHaji3y 3a JOMOMOTrOI0 JIOTYBaHHS

JAHUX I1J1 Yac iX 00OpoOKHU B MPOLEC] TpH;

- HaIMCAaHHS T€CT-KEHCIB 3rigHO 3 (yHKIIIOHATPHUMHA BUMOTaMHU;

- MaHyaJbHa TEpeBipKa BIAMNOBIAHOCTI POOOTHM TpOTrpaMu  J0

HaIlMCAHUX PaHIIIe TeCT-KEHCIB.
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1 HNPU3HAYEHHA ITPOT'PAMU

Descendance Hero — ogHOKOpHCTYBallbKWN ITpOBHM 3aCTOCYHOK Y KaHPi
Action RPG 3 BHUKOpHCTaHHSIM IFPOBOrO IITYYHOIO 1HTENEKTy Ha pyuwii Unreal
Engine, npu3HaueHuil g po3Bar Ta 3HATTA CTPECy Cepea BEIMKOro Koja

KOpUCTYBayiB, 10 IPAIOTh B KOMIT FOTEPHI ITPH.



2 HMIAI'OTOBKA 1O POBOTH 3 ITPOI'PAMHUM 3ABE3INEYEHHAM
2.1  CucremHi1 BUMOTH ISl KOPEKTHOT pOoOOTH

Jlist yenimHoi poOOTH AaHOTO 3aCTOCYHKY BUCYBAIOTHCS MIEBHI BUMOTH.

MiHimanbHa KOHGITYypallis TEXHIYHUX 3aC001B:

— tun npouecopy: Intel Core 13-6100 aGo anasor 3a NpOAYKTUBHICTIO;

- 00‘em O3I1: 6 I'0;

— I'padiunmit mpouecop: Nvidia GeForce GTX980 abo ananoriunumii 3a
IPOAYKTHUBHICTIO;

— Micne na aucky: 10 I'b HDD.

PexomenioBana koHpirypartiisi TEXHIYHHX 3aCO01B:

— tun npouecopy: Intel Core 15-8400 abo aHasor 3a NPOAYKTUBHICTIO;

- 00‘em O3I1: 8 I'G;

— I'padiunmii npouecop: Nvidia GeForce GTX980 abo ananoriunumii 3a
POAYKTHBHICTIO;

— Micue Ha aucky: 10 I'b SSD.
2.2 3aBaHTa)XXEHHs 3aCTOCYHKY

Ha opanmii MOMEHT 3aCTOCYHOK MOYKHA BCTAHOBUTH  BIIACHOPYY,
BUKOPHUCTOBYIOUH BiJIOBiHMI exe-(aitn Ha miardopmax Windows. Moro criepury
NOTPIOHO 3aBaHTAXXUTH HA MPUCTPIN Ta 3allyCTUTU Ui BUKOHAHHsA. [[ns Linux ta
macOS BCTaHOBJIEHHA HE MOTPIOHE, JOCTAaTHbO 3aBAHTAXKUTH (Qaill, SKUi €
CaMOCTIHHUM 3aCTOCYHKOM, BCTAHOBIIFOBATH HOTO HE MOTPIOHO.

Takoxx, MOXKHa 3aBaHTaXWUTH BHUXITHUN KOJ 3aCTOCYHKYy 3 github Ta

30y 1yBaTH 3aCTOCYHOK CaMOCTIHHO BecepenuHi peaakropa Unreal Engine.
2.3 IlepeBipka KOpeKTHOI poOOTH

Ha mnargopmi Windows go 3aBepiiieHHIO BCTAHOBJICHHS J0JaTKa Ha
poOOYOMY CTOJII IPUCTPOIO MOBUHHA BiJIOOPA3UTHUCH 1KOHKA JIAHOTO 3aCTOCYHKY. Y

pasi, SKIIO JaHa 1KOHKa He 3’SBWJIaCh, TO BCTAHOBJICHHS BiI0OYIOCH HE YCIIIIIHO.



[Ticast BcTaHOBIIEHHS 3aCTOCYHKY Ha mpuctpoi 3 Windows abo 3aBaHTa)KeHHS
3acTOCYHKy Ha Linux Ta macOS kopucTyBad Mae€ 3MOIY 3allyCTUTH JOJATOK,
KJAHYyBIIM Ha MHoro 1ikoHKy. Ilicisi HaTuckaHHS TOBMHHA B1OOOpA3UTHUCH

IIOYaTKOBA CTOPIHKA 3aCTOCYHKY.



3 BUKOHAHHAA ITPOI'PAMUA

Ha movarky rpu kopucTyBaya 3ycTpidae TOJIOBHE MEHIO 3 KHOTIKAMH ITOYATKy

rputa Buxony (puc 4.2).

PucyHok 4.2 — ['ooBHE MEHIO Ha MMOYATKY I'PU

[Ticns HATHCHEHHS Ha KHOMKY IOYATKy BiJNOyBaeThCA IMEpexXiJi Ha MEHIO
BuOopy mnepcoHaxa (puc 4.3). Ilicns HaTUCKaHHA KHOMNKKA BHOOpY 0OpaHOro

NEepPCOHAXY B1JOYBAa€ThCS NIEPEX1]l HA CTAPTOBY JioKailito (puc 4.4).



Strength Character Dexterity Character Intelligence Character
STR 10, DEX 5, INT 5 STR 5, DEX 10, INT 5 STR 5, DEX 5, INT 10

Pucynok 4.3 — Mento BuOOpy nepcoHaxa

el A1 3

Pucynok 4.4 — CrapToBa noxartis

TyT MoxHa pu0aTH HOBI pedi ado MpoAaTu cTapi, OAHAK HA JAHUX MOMEHT
y TIEPCOHAXY HEMa€ Tpoliel Ta 3aiBUX MpeaMeTiB mist 1poro (puc 4.5). Tomy,
3aiiIeMo B TIOPTAJI 1 MOTPANIMMO B Tepiie miazemMeris (4.5).

Y upomy nabipUHTI € BOPOTH, SIKMX MOTPIOHO 3HUIIUTH, OJHAK TOJIOBHE

3aBAaHHS 1€ 3HAWTH Ta BOWTH Ooca mimzemerurs. [Ipu 3ycrpidi Bopora, mo0



3aBIaTH WOMY IIKOAHM TIOTPIOHO BUKOPUCTATH OMHY 3 JOCTYITHUX HABUYOK (PHC

4.7).

RalIA] 12

Coins: 0 Shop

Common Sword
+5 DMG

Common Armor
+2% DEF

Common Amulet

Inventory Empty UL

Press E-to opershep

~

Puc 4.6 — Ilinzemenns



Pucynok 4.7 — IIpouec OUTBU 3 BOPOrom
[Ipu cmepTi Bopora 3 MeBHOIO BIPOTIAHICTIO BUMATAE MPEAMET, SKH MOXKHA

OJIATHYTH Ta MOKPAIIUTH BJIACHI XapakTepucTuku (puc. 4.8 - 4.10).

PucyHnok. 4.8 — [Ipeamer, 1o Bumnas 3 BOpora



10

Inventory Equipped Attributes

Common Sword STR 10.0
+5 DMG DEX 5.0
INT 5.0

DMG 10.0

ATK SP 0.5

PHYS DEF 1.666667
MAG DEF 1.0

Inventory Equipped Attributes
STR 10.0

DEX 5.0
(R INT 5.0
DMG 15.0
ATK SP 0.5
PHYS DEF 1.666667
Inventory Empty MAG DEF 1.0

Pucynok 4.10 — Cnopskennii npeaMer
[Ticns mpoxomKeHHs IEBHOT YaCTUHU JTA0IPUHTY 3HAUILIN 00ca MiI3eMeIs,

110 € JIENI0 CHJIBHIIIUM 3a 3BHYaiiHuX BoporiB (puc 4.11).
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Pucynok 4.11 — Kimnuara 6oca miazemesnis

[Tpu BOMBCTBI BOpora MepCcoOHaX OTPUMYE TOCBIJ, SIKHH BUKOPUCTOBYETHCS
JUIsl OTPUMaHHSI HOBUX HAaBUYOK, OCOOJIMBO 0araTo JOCBIy TPUHOCUTH BOMBCTBO
0oca miazemesuist. Konu nepcoHax mokpaiiye CBiid piBEHb, BIH OTPUMYE OJMHULI
MIPOKAYKA HABUYOK, IO JAIOTh MOXKJIMBICTh BHKOPHUCTOBYBATH IMOKpAIeHi Bepcil
HaBUYOK (puc 4.12).

BOuBcTBO 00Ca MpU3BOAUTH 10 MOSIBU MOPTAILY B CTAPTOBY JIOKALIIO, 3 SIKOI
MOTIM TMOTpaIuIiEMO B HacTyIHe mia3emMeruis (puc 4.13-4.14). I'pa npomoBxKyeThCs

JIOTIOKHY TIePCOHAX TpaBIls He nmompe. [licis nboro rpaBellb MOYMHAE TPY 3 MOYATKY.
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Skill Points: 2 Abilities

Ty Weak Melee ) Power Melee
2% +2DMg, 55 CD (2 +5DMG, 55 CD, 10 RS

'y) Weak Range

f +4 DMG, 7s CD
:

) Weak Special
f +5 DMG, 10s CD t |

Pucynox 4.13 — Iloptan 1o ctapToBoi JIoKaIii
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Pucynok 4.14 — Ilepexia 10 cTapTOBOI JIOKALIT MICIS MIA3EMEIIS



®daxynpreT iIHPOPMATHKU Ta OOUUCITIOBAITBHOI TEXHIKA
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KopucTyBau

A

Bsaemogain 3 npoaasuem He MOXnnBa

A

YcniwHa B3aemoaia 3 npogasLem
1

mde e c e e e e ==

'
= = '
!
1
Tak:
'g KopuctyBay ) KODNCTVBAY HATUCKAE KopuctyBay obupae 4n
o HaTucKae Kyniens Hpa KH¥)I‘|K nieni X04e MPOAOBXUTU
- Knasiwy B3aemMopi KopucTyBay obupae Y Ky B3aEMOAi0
c . obpaHoro npegmeTy 3
2 3 npopasLeMm KynIBJ1IO Y Npoaaxx MaraswH
T npegmeTis y
A KopucTtysay HaTuckae
KHOMKY 3aKpUTTA
f, KopucTyBay obupae n),:emop
g | npegMeT 3 iHBeHTapa
«
(=}
o
2=
[
™
x
T A x
g 4 MepesBipuTn 4n B
g He pearyBatu kopuctysasa Mpeaomet nponapae 3
8 \_AOCTarHL0 rpotueut mMarasuvHy, noTpannse
o Mepesipka 4n B iHBEHTAPp, KiNbKiCTb
5 KopuCTyBa4 B Y N Tax rpoLUei 3MeHLLYeTbCA 3aKpuUTU MeHIo
- papiyci B3aemogii MpubpaTtn npegmet 3 Ha UIHy npeameTy B3aemogiji
o Mokasatn MEHIO iHBEHTapa KopucTyBaua,
m Tak B3aeMogii 3 36iNbLUNTK KiNbKICTb rpoLuei
npoaasuem KOpPUCTYBaYa Ha LiHy
npegmeTty )
KMI.IT-0222.045480.06.99.CCB
JliTepa Maca Macwrtab
3m. | Apk. |Ne gokymeHTta | Mignuc | Oata
Poapo6us |Creuyn fi. O. [iarpama BapiaHTiB BUKOPUCTaHHS
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T. KOHTP. ApKyLu | ApkyLliB
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3areepavs | Kapikos E.B. LUTYYHOTO IHTEJIEKTY HA PYLUIT UNREAL ENGINE rp. IM-12
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04aTOK NNaHyBaHHA
ain

CTBOPUTY NOKaNbHYy 3MiHHY
HaMKpaworo naaHy, Cnucok
BY3NiB ANA BiABiAyBaHHA,
CNUCOK BiABIAaHWX BY3niB

v

[Hopatu noyaTtkoBui By30/, WO He
MIiCTUTb Aii

v

Moku cnucok BiaBiayBaHHA He
nycTumn

v

O6paTtu nepwmnia By3on anA
po3rnAny

OuiHUTK AKICTb
By3na

[locArHyTO UiNnboBy
AKICTb

Hi

HWI BY30N Kpawe
HankKpawumn

Tak

A 4

OHOBUTY HalKpawwii
By30n

Hi

OTtpumartum nepenik
MOXXIMBUX HACTYNHWUX Aii
+ Tak

[JopnaTtn By3nu 3 HOBUMU AiAMU B
CNUCOK ANA BiABiAyBaHHA, AKLWO
BOHU He NPUCYTHI B CNIUCKY
BiaBiaaHux
v
Bupanutu poarnAanyTuii
BY30N 3i CUCKY
BiABiQyBaHHA Ta 3anucartu
10ro y cnucok BeigsigaHux

v

BiacopTyBaTn cNUCOK
BiABiAYyBaHHA

Y

v

3anucatu
HanKpawuin By30n AK
pesynbTar
nnaHyBaHHA

KiHeub nnaHyBaHHA
nin
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»apikos E.B. LUTYYHOTO IHTENEKTY HA PYLWWIT UNREAL ENGINE rp. IM-12

3aTBepavB
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Kopugrysay

aKpUTU MEHIO
B3aemogpii 3
npoaasuem

Descendance
Hero

MpogoaTtn npeameT

e

includes

extends

BiaKPUTU MEHIKO
B3aemofii 3
npoaasuem

Kynutu npegmet

Bukopuctatu
aBUYKY NEepCOHaXK

O6patun nepcoHaxka

extends

enenopTyBaTUCb B
nip3emenna

1
1
1
]
.l
]
1
1
]
]
1

enenopTyBaTUCh B
CTapTOBY JIOKaLil0

MIHUTU NONOXKEHHS

Ekinipysatn npeameTt

BiakpuTtn MeHo
nepcoHaxa

exte:nds

--—————-

3HATU NnpeameT

nepcoHaxka

3aKpuTn MeHIo
nepcoHaxa

fincludes

MokpawmT HaBUYKY
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