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AHOTALUS

JuninomHa poOoTa BHKOHaHAa Ha 56 CTOpiHKax, MICTUTH 33 UItOcTparii, 24
JpKepela B TepestiKy MOCHIIaHb.

MeTa po60OTH — CTBOPEHHS OJJHOKOPUCTYBALIBKOI I'PU B KaHP1 UIyTEP Bl TPETHOI
ocobu Ha ocHoBi pyuris Unreal Engine. Jlns miporo Oysio mpoBeneHO aHai3 KaHPOBOI
kinacugikalli irop Ta BHMBYEHO CYy4YacHl 3pa3Kd WIYTEpiB, a TAaKOX PI3HOMaHITHI
cepenoBula po3poOku Ta irpoBi pymii. Ha ocHOBI oTpumaHuX pe3yiabTaTiB O0yJio
CTBOPEHO HEOOXIAHI €JEeMEHTH IrpoBOTrO Ipoliecy, 30KpeMa Ju3ailH pIiBHS,
3amporpamMoBaHa irpoBa Jiorika, iHTerpoati 3D-Mozeni Ta aHiMairii.

Metoau Ta 3acodm: MoBa mporpamyBanHs C++, 6iomioreka Unreal Engine
GameFramework, Bi3yansHa moBa mporpamysanHs Blueprints, pymriit Unreal Engine,
IHTerpoBaHe cepeaopuiie po3pooku Jetbrains Rider.

Pe3yabTaT — OIHOKOPUCTYBAIlbKa B )KaHP1 LIyTED.

Kurouosi ciioBa: UNREAL ENGINE, SINGLE-PLAYER, THIRD PERSON.



ABSTRACT

The thesis is executed on 56 pages, contains 32 illustrations, 24 sources in the list

of references.

The purpose of the work is to create a single-player third-person shooter game
based on the Unreal Engine. To do this, we analysed the genre classification of games
and studied modern shooter examples, as well as various development environments
and game engines. Based on the results, the necessary elements of the gameplay were
created, including level design, programmed game logic, integrated 3D models and

animations.

Methods and tools: C++ programming language, Unreal Engine
GameFramework library, Blueprints visual programming language, Unreal Engine,

Jetbrains Rider integrated development environment.
The result is a single-player game of goal achievement.

Keywords: UNREAL ENGINE, SINGLE-PLAYER, THIRD PERSON.
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HEPEJIIK YMOBHUX CKOPOYEHD TA TEPMIHIB

UE (Unreal Engine) — pymriit Unreal Engine
DLC (Downloadable content) — 3aBanTa)<yBaHHii KOHTCHT
3D (3-Dimensional) — TpuBimipHwmii

APl (Application Programming Interface) — inTepdeiic npuKIATHOTO

MpOrpaMyBaHHS
Ul (User Interface) — intepdeiic kopuctyBaua

BP (Blueprints) — BOyqoBaHa MoBa Bi3yalibHOTO mporpamyBanHs pymiis UE
TPS (Third-person shooter) — mrytep Big TpeThoi ocobu

FPS (First-person shooter) — mrytep Bix mepiroi ocoou

ADS (Aim Down Sights) — npurniroBaHHs

SIMD (Single Instruction, Multiple Data) — oauHOYHHII TOTIK IHCTPYKIIIH,

MHOKUHHHHA TIOTIK JaHUX
HDR (High Dynamic Range) — Bucokuii tuHaMi4HHI Jiama3oH

UAT (UnrealAutomationTool) — moayns pyiris 1jis aBTOMATH3aIlii IPOIECIiB

PO3p0OKH
Editor — penakrop pymist UE

PickUp — irpoBi 6oHycH, siKi MOKHA TiAiOpaTH



BCTYII

VY cydacHOMY CBITI IHAYCTpisi BIAEOIrOp CTPIMKO PO3BUBAETHCSA, HAJAIOUH
IPaBIsIM YHIKaJbHI MOXJIMBOCTI 3aHypIOBaTuCs y BipTyasibHi cBITH. Cepen 06e3mniui
maTgopM Ta pyuIiiB Jjisi CTBOPEHH irop ogHUM 13 HainonysapHimux € Unreal Engine,
KU 3aBISKH CBOIM JOCTYITHOCTI Ta THYYKOCTI JO3BOJISIE PO3POOISATH MPOEKTH OYyIb-
SKO1 CKJIaJTHOCTI Ta *aHpy. He3Baxkaroun Ha YMCIEHHI TIepeBard I[bOro PyIIis, iICHYIOTh
NEBHI HEJIOMIKH, 3 SIKUMHU CTUKAIOTHCSI PO3POOHUKH MiJl Yac CTBOPEHHS irop. OCHOBHOIO
METOI0 JaHOI JAMIUIOMHOI poOOTH € aHami3 LUUX HEAOJIKIB Ta po3poOka e(eKTUBHUX
METOJIIB 1X TOJOJIAaHHS Ha TPHKJIaJl CTBOPECHHS OJHOKOPHCTYBAIIBKOI TPU JKaHPY
nryTep.

OnuuMm 13 HemouikiB npu po3podii B Unreal Engine € cknmaaHicTh onTuMizaliii
I'POBOTO TIPOIIECY Ta MPOAYKTUBHOCTI, OCOOJMBO Il IIaTGopM 3 OOMEKEHHMHU
pecypcamu. YacTto MOBOIUTHCA CTUKATUCS 3 MpoOieMaMu €(EeKTHUBHOTO YIPABIIHHS
nam’TTI0, 0OpOOKM BEIMKOI KUTHBKOCTI 00’€KTIB y pealbHOMY 4Yaci Ta 3a0e3ledeHHS
CTaOUTBLHOCTI TPH.

[Ile omniero MpoOIEMOI0 € BUCOKHI TOPIr BXOay JJIsl HOBaukiB. He3Baxkaroun Ha
BEJIMKY KUIBKICTh HAaBYAJIIBHUX MaTepiajiB Ta JOKYMEHTAIlli, OCBOEHHS BCIX aCMEKTIB
Unreal Engine Bumarae 3HayHOro 4acy Ta 3ycuib. Lle Moxke OyTH 0COOIMBO Ba)KKHM
JUTSL TFOJIEH, SIKi HE MArOTh JJOCTaTHROTO JOCBIAY a0 pecypcis.

VY miif qurmioMHiE poOOTI MPOMOHYIOTHCS METOAM, SKi JTO3BOJSIOTH IMOJONATH
3a3HA4YCH1 HEJIOJIKH, CIIUPAIOYNCh HA TIOEJHAHHS ICHYIOUMX THCTPYMEHTIB Ta PO3POOKY
HOBUX alTOPUTMIB. 30KpeMa, pO3TIIAIal0ThCsl MUTAHHS ONTUMI3aIlii iIrpOBOTO TPOIIECY,
MOKPAIICHHS] TMPOMYKTHUBHOCTI Ta €(QEKTUBHOTO YIPABIIHHSI pecypcaMu. Takox
ocoOyMBa yBara MPHUIUISETHCS CTBOPCHHIO IHTYITUBHO 3pO3yMIIOro iHTepdency s
KOPHUCTYBaua, M0 JO3BOJISIE 3HAYHO 3HU3UTHU MOPIT BXOY.

JlocaimkeHHsT Ta po3poOKa MPOEKTY 3AIMCHIOBAIMCS 3a JOMOMOTOK CyYacHHUX
METO/IB Ta IHCTPYMEHTIB, 10 HagatwTbcss Unreal Engine. byno mpoBeaeHo netanibHUi

aHaji3 apxXITeKTypu Ta CTPYKTYpPH OJHOKOPUCTYBAIIbKOi TpU 3 METOI PO3POOKHU
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ONTUMAJIBHUX PIIIEHB ISl KOXKHOTO 3 eTamiB po3poOku. OcobnuBa yBara mpuausiiacs
MATAHHSIM MacIITa0OBAaHOCTI Ta aJaNTUBHOCTI MPOEKTY — II€ JI03BOJISIE PO3IIUPIOBATH
rpy y MaiilOyTHOMY 0€3 3aiiBUX 3yCHIIb.

Pe3ynpratn poOOTHM MNPOAEMOHCTPOBAHO HA MPUKIAAl CTBOPEHOI TIpH, SKa
JIEMOHCTPY€E BUCOKY MPOJYKTUBHICTH Ta CTaOUIBHICTh. PearnizoBaHi MiAXOIU MOXYTh
OyTH BUKOPHUCTaHI HE TUIbKH JJI1 pO3pOOKH IIYyTEpiB, ajie i IS IHIIUX XKaHPIB 1rop, 110
pOOUTH 3alPONOHOBAHY METOJOJIOTIIO YHIBEpCaNbHOW. TakUM YMHOM, JaHa JUILIOMHA
poOoTa poOUTH BHECOK y pO3BUTOK MeTOAIB po3poOku irop Ha Unreal Engine,

JI03BOJISIFOYH MOJI0JIATH KIFOUOB1 HEJIOJIIKH PYIIIisl Ta MOJETIIUTH PO3POOKY.
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1 TPA )KAHPY INYTEP BIJ1 TPETbOI OCOBH

Po3poOka rpu € ckiagHuM Ta OaraTorpaHHUM MPOIIECOM, SIKMM BKIIIOYA€E KIJIbKa
KIIFOYOBUX CTaIii: KOHIENTYali3allilo, MepeABUPOOHUITBO, BUPOOHUIITBO, TECTYBAHHS
Ta TOCT-BUIYCKHY MIATpUMKY. KoXHa cTazis BiAIrpae Ba)JIMBY pOJib Y CTBOPEHHI

SIKICHOT'O I'POBOT'O MPOAYKTY.

1.1 TIligxoam Ta MeTOaM PO3POOKHU irop

[lepmmmM eTanom € — KoHIenTyamizamis. Ha oMy eTani BU3HaA4arOThCs OCHOBHI
e Ta koHuenuii rpu. i gyac nporo eramy MpPOEKTYIOTHCS CIOKET, IrPOB1 MEXaHIKH,
CTWJIb TPH, Ta LUJIBOBY ayJauTOpif0. Bu3HayaroThbCs »aHpP I'PH, OCHOBHI MEPCOHAXIi Ta
BI3yaJIbHUH CTHUITb.

Hacrynaum eranom € eran mnepensupoOnuiTBa (Pre-Production) Bxirouae
JieTaJIbHE TUIaHYBaHHS NPOEKTY. JleTalbHO OMUCYIOTHCS BCl ACMEKTH TPHU: Bi ITPOBUX
MEXaHIK Ta CHCTEM J0 XYHAOKHHOTO O(OPMJICHHS Ta TEXHIYHUX BUMOT. Bubuparorbcs
THCTPYMEHTH Ta riaTGopMu st po3poOKHu, OPMYIOTECS CTPOKH 3aKIHUCHHS MPOEKTY.
BaxxnmuBuM KpOKOM € CTBOPEHHS IPOTOTHIIIB KIOUOBUX IFPOBUX MEXaHIK, 100
NEPEBIPUTH IX TOILIBHICTD.

[Ticns mporo HacTymae HaWTpuBajilia Ta HaWckimagHima §asza, a came
BupoOHuUITBO (Production). Bora BKkiIIOYae akTHBHY pO3POOKY BCiX CJIIEMEHTIB I'pH Ta
peamizailio ycix IUIaHiB, Kl OyJnu TpeacTaBieH] Ha MUHYIUX etanax. CTBOPIOETHCS
rpadika Ta aHiMaIlii, NHIIEThCA KOJ, IS peamizalii MeXaHik, a00 CTBOPCHHS
IHCTPYMEHTIB JUIsl CTIPOIIEHHSI po3poOKu. P0o3poOIstOThCS Ta HAMOBHIOIOTHCS ITPOBI
ceith. OcoOnuBa yBara NPHIUIIETBCA PO3POOI IrpoBOrO MPOIECY, CTBOPEHHIO
MITYYHOTO 1HTEJIIEKTY BOPOTIB Ta CHCTEMH KEpyBaHHs mepcoHaxeM. [lapamensHo
BelleThCsl poOOTa HajJ 3BYKOBUM O(QOPMIICHHSIM TPHU, BKIIOUAIOYM MY3UYHHUH CYIPOBIT
Ta 3BYKOBI e(eKTH. BaxkJINBOIO 4YaCTUHOIO I[LOTO €Taly € IHTerpallisi BC1X KOMIIOHEHTIB

Ta 3a0€3MEeUeHHS IXHbOT KOPEKTHOI B3a€MO/III.



11

[licns Toro, sk Oyna 3akiHYeHa poOOTa HaJ OCHOBHHUMM MEXaHIKaMU TpH,
MOYMHAETHCA BCEOIUHE TECTyBaHHSA TIpH, OO BHUSIBUTH Ta BUIPABUTH IOMMIIKH.
3amy4aroThCsl SIK BHYTPIIIHI TECTYBAJbHUKHU, TaK 1 30BHIIIHI T'paBLi JUIsl NPOBEICHHS
anbQa- Ta 6eTa-TecTyBaHb. Te€CTyIOTbCA BC1 aCIIEKTH I'pU: FelMIUIeH, rpadika, 3ByKOBUN
CYNpOBI, TPOAYKTUBHICTh HAa PI3HUX IUIaTPopMax Ta HPUCTPOSX. BumpamisioTbes
0aru, OoNTUMI3Y€TbCSI KOJ Ta MOKPAIIYIOThCs 200 10Jal0ThCsl HOB1 ITPOB1 MEXaHIKM Ha
OCHOBI BIITYKIB I'PaBLIiB.

[licns  penidy rpa NOpoOAOBXKYE OTpUMYBaTH MIATPUMKY. Bumyckarorbes
BUIIPABJIECHHS Ta OHOBJIEHHS, 10 BUIMPABIAIOTh BUSBIEHI MOMUJIKM Ta J0JAI0Th HOBUU
koHTeHT. IlepernsgaioTbecst BIATYKM TpaBLiB Ui BUIPABICHHA MpoOJieM, 110
BUHUKalOTh. [lnanyroTbcsi gonmatkoBi oHoBieHHs, DLC (momaTkoBuil KOHTEHT nJis
3aBaHTA)KEHHs) Ta 1HIII CIOCOOU MIATPUMAaHHS IHTEpECy 10 TPU Ha TPUBAJIMIA Yac.

Koxna 3 nux crajiiii € KpUTUYHO BaXKJIMBOIO JJIA YCHIMIHOT po3poOku rpu. Bix
AKICHOTO TUJIAHYBaHHS Ha TMOYATKOBUX €Tamax JI0 PETENbHOIO TECTYBaHHS TIepe

BUITYCKOM, BC1 aCIICKTH.

1.2 7Kanp myTep Bia TpeThoi 0CO0OH

lytep Bing Tpethoi ocodu (TPS) — e mimkanpom 3D-mrytepiB, B SKUX ITPOBHIMA
IIPOIIEC CKJIAJAETHCS MEPEBAXKHO 31 cTpuIbOM. BiH TiCHO mMOB'S3aHuUil 3 MIyTepaMu BiA
nepioi ocobu, ane nmepcoHa)ka rpaslisd BUAHO HA €KpaHi MijJ yac rpu. Y To dac gk 2D-
IIyTepH TaKO0k BUKOPUCTOBYIOTh NEPCHEKTUBY Bil TpeThoi ocobm, sxkanp TPS
BIJIPI3HAETHCS THUM, IO Tpa TNpPEICTaBleHAa aBaTapoM TpaBls, SKUH € OCHOBHHUM

00'exToM 30py KamepH (pucyHok 1.1).
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BASIC SETUP

‘ ‘ \
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Pucynok 1.1 — Kamepa Bia TpeTsoi ocoou

eit 3D-xanp nHadyB momynspHocti y 2000-x pokax, ocoOJHMBO Ha IrpoBUX
KOHCOJIAX. BIH MICTUTh €JeMEHTH CTpUIbOM, 1HOMA1 MOEAHYIOUU iX 13 eJeMEeHTaMu
wiatGopMiHry, TOOTO ITpOBUH Mpollec 0a3yeThCsl HABKOJIO 00XOAY MEpPEelIKoJ 4Yepe3
CTpUOKH, TOJIOBOJIOMKH Ta OoioBi cuenu. Illyrepu Big TpeThoi 0cobu dYacTo
BKJIFOYAIOTh (DYHKITIFO JIOTIOMOTH TMPHUIIUIIOBAHHS, 00 KOMIIEHCYBAaTH TPYIHOIII,
MOB'sI3aH1 3 MPUIIUTIOBAHHAM 3 KaMepH BiJ TpeTboi ocobu. barato 3 1mux irop Takox
MalTh PEXKUM BUTIISAY BiI MEepmioi 0coOW, IO JI03BOJIIE TOYHO CTPUIATH 1
JOCJIJDKYBATH J€TaIl OTOYEHHS, SIKi MOXYTh OyTH NIPUXOBaHI Bijl CTAaHIAPTHOT KaMepH.
Y paHHIX TpUKIagax >KaHPY TPaBIEBl YacTO JOBOJIWJIOCS CTOSTH Ha MICI s
BUKOPHUCTAHHS BHUTJISTY BiJl IEepIIoi 0coOH, aje CydacHi irpu JO3BOJAIOTh IHTETPOBAHUN
pexumM rpu sk y FPS.

i irpu TicHO MOB'A3aHi 3 MIyTepaMH BiJl MEPIIOi OCOOH, SKI TAKOXK MPUB'SI3YIOThH
MEPCIIEKTUBY TPABIlA JI0 aBaTapa, BiIPI3HAIOUKCH JIUIIIC HE3HAYHOKO 3MIHOIO TTOJI0KCHHS
KaMepu TpaBisl. Y TOM 4Yac SK MEPCHEKTHMBA Bil MEPIIOi OCOOM O3BOJISIE TPABISIM
IITUTHCS 1 CTpUIsITH 0€3 TOro, MO00 XHil aBaTap 3aKpUBaB iM OTJIS, IIYTEP BiJ TPETHOI
0CcO0M TOKa3y€e TOJOBHOTO TepOsi 3 TMEPCIEKTHBU «IOCTPLT depe3 Iuieue» abo «3-3a
cnuHW». TakuM YMHOM, MEPCIEKTHBA BiJ TPEThOI OCOOM TO3BOJISE TEHM-TU3AMHEPY
CTBOPUTH OUTBIN SICKPAaBO BHPAXEHUH aBaTap 1 CIOPSMOBYE yBary rpaBlif, SK TpH
neperysial ¢puibMy. Ha mpoTuBary oMy, nepcnekThBa Bij mepiioi ocodu 3abe3neuye
rpaBlEB1 OUIbllIe 3aHYPEHHS B IPOBUI BCECBIT.

[lyTepu Big TpeThOi 0COOM HO3BOJSAIOTH IPaBLAM YITKilIE OAYUTH MICLIEBICTh

HaBKOJIO aBatapa. Ll Touka 30py crpuse OUIbIIINA B3a€EMOAIT MDK HNEPCOHAXEM 1
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HABKOJIMIIHIM cepeloBUleM. TakuM 4MHOM, MEpPCHEKTHBA BiJ TPEThOI 0COOM Kpale
MIIXOIUTh JJIS B3a€MOJIl 3 00'€eKTaMU B ITPOBOMY CBITI, HaNpUKIad, AJisi CTPUOKIB Ha
mwiatgopMax, ydacTi B OJMKHBOMY 000 a00 KepyBaHHS TPAHCHOPTHHUM 3acoOO0M.
OpHak mepcreKkThBa BiJl TPEThOi 0COOM MOKE 3aBa)kKaTH IrPOBOMY MPOLECY, KOJIH BiJ
IPABIlS BUMAra€eThCsl OUTBII TOUHE MPUIILTIOBAHHS.

Mexi MK LIyTepaMH Bl TPeThOi 0coOM Ta BiJ MEPIIOi 0COOM HE 3aBXKIU YITKI.
Hanpuxman, ©Oararo mryrepiB  Bi  TpeThoi 0COOM  JO3BOJISIIOTH  T'PaBIIEBi
BUKOPUCTOBYBATH TOUYKY 30pYy BiJl MepuIoi 0cOOM B JIEIKUX BUNAAKAX, TOJI SK IHIII
MPOCTO JO03BOJISIIOTH IPABLEB1 BUIBHO MEPEMUKATUCA MK MEPCHEKTUBAMH BiJ MEPIIOT
Ta TPETHOT 0COOU 3a OaKaHHSIM.

Resident Evil 4 (2005) BrumHysna Ha TEPEOCMHCIICHHS KaHPY UIYTEpiB BiJ
TPETHOI 0COOM 3aBASIKM BUKOPUCTAHHIO 3MIIIEHUX KYTIB KaMEPU «Uepe3 IUIeUe», KOIU
KaMepa pO3MILIYEThCSl O€3M0ocepeiHbO HaJ MPaBUM IIJIEYEM 1 TOMY HE 3aTylisd€ [iko.

(pucyHok 1.2).

Pucynoxk 1.2 — [puknan podotu kamepu “uepe3 miede” y rpi Resident Evil 4

Came Takuii KyT kKamepH, OyB oOpaHuil 1JI1 MOTO IPOEKTY.
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1.3 IcHyroui NpoOEKTH €X0K0ro Macmrady

OnHuM 3 NPUKIIAAIB CXOXKHUX MPOEKTIB € MPOEKT 3 BIAKPUTHUM KOJIOM BiJ] KOMIaHIi
Epic Games mix na3Boro Lyra Starter Game (Pucynok 1.2). IIpoekt OyB npeacTaBieHui
pazoMm 3 pemnizoM Bepcii pymiist 5.0 s 1eMOHCTpailii HOBOBBE/IEHb, Ta TaK 3BaHUX
“Best-Practices” mpu poOoti 3 HuM. [IpoekT € OuTbIIUM, amKe OyB pO3pOOJICHUI
OKPEMOIO KOMAaH/O0, sIKa 3aiiMaeThCcsl CTBOPEHHSM HaBUaJbHUX MPOEKTIB. BiH Mae
cucremy Bamiganii mist Blueprints, a Takox iHIIMX acceTiB, sSKi MPUCYTHI Y MPOEKTI.
Cuctema BBeIEeHHS JAaHUX, ToOTO INPUt, sika BiAMOBiae 3a MUIIKY Ta KJIaBlaTypy Oyna
nepepobiieHa y HOBIM Bepcii pyuiis, 1 e SKpa3 Te, 10 BUKOPUCTOBYETHCS Y MPOEKTI
Lyra Starter Game. Takox Tpa Mae MATPUMKY OaraTboX KopucTyBauiB. |
BUKOPUCTOBYIOUM MOKPAIIEHHS B PEeHJIEP-CUCTEMI JBUTYHA, BUIJIsiAae cydacHo. [Ipore
HE peamidye 3aco0iB aBTOMaTHu3alii po3poOku. Hampuknan, He Mae CKpUMNTIB IS

aBTOMATHYHOI TeHepallii pailyiiB NpoeKTy Ta TOKyMEHTAIlli.

Pucynok 1.2 — Ckpinmor 3 npoekty Lyra Starter Game

[amam npuknagom, € Unreal Tournament 2014 (Pucynok 1.3). I'pa, siky Epic
Games po3po0bisina Ta ToTyBasia 0 penli3y, MpoTe Yepes3 Te, MO CTyAil moTpiOoHO OyIio
(doKycyBaTUCS Ha CBOEMY aMOITHOMY TpoekTi Fortnite, BoHu BigMOBWIHCS BiI peni3y

Unreal Tournament. Yepe3 nesikuii 4ac Koj MPOEKTY cTaB HocTymHUM Ha Github.
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7th Place
-18

Pucynok 1.3 — Ckpinmor 3 npoekty Unreal Tournament

o mikaBo, 11e cucTema MikamiB, gka Oyja peanizoBaHa. AJlKe B I[bOMY MPOEKTI,
nigoupaTH MOXKHA He Juine OOHyCH, aje i 30poro, sika BUIaa€e 3 YOUTHUX BOPOTIB.
Ane Maroud 1iKaBi PIIIEHHS Y CBOEMY irpoJiajii, BOHA TaK CaMo SIK 1 TOTepeaHii

IIPOEKT HE Mae 3aco0iB aBTOMATHU3AIlIT MPOIIECIB PO3POOKH.
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2 PO3POBKA ITPOBUX MEXAHIK

2.1. IIpoexkTyBaHHs irpOBHX MEeXaHIiK

[rpoBi MexaHIKM € OCHOBOIO, siKa 3a0e3leuye 3aXOIUTIOIUMA 1 JTUHAMIYHUN
irpoBUil mpoliec y rpi. BoHM NOBUHHI HAllOBHIOBATH IrpOBUI IpoLec Ta OyTH JOTTYHO
MO€IHaH1 MIXK CO00¥0.

Mexanika cTpuUIbOM BKIJIIOYa€ OCHOBHI NMPUHUMIK Ta (YHKUIOHAIBHICTh, SKI
JI03BOJISIOTh TPaBIIEBI BHKOPHCTOBYBaTH 30por0 B TIpi. ['paBenb IMOBUHEH MaTH
MOKJIUBICTb OOMpaTH Pi3HI BUAU 30p0i, CTPUISTH, MPUIIUTIOBATUCS Ta TEpe3apsKaTu
oOpaHny 30poro. BaxTuBUMU acrieKTaMu € TOUHICTh, Bi3yaibHa Bijjada Ta po3CitOBaHHS
KyJIb, IO POOJIATH CTPiBOY OUThIN peanicTuyHow. [loBHA neTanibHA po3poOKa cUCTEMU
CTpIbOM OyJIe PO3TIISTHYTA Y HACTYITHOMY PO3ILTi.

Mexanika xonp0u Ta Oiry € 3aco0amu HaBirailii mo irpoBomy cBity. ['paBelb
MOXKE TIEpeMIIaTUCS Yy JBOX pEeXUMax: MOBUIbHHMM Xim Ta Oir. Xonpba 3abesmnedye
TOYHE YMPABIIHHSA TEPCOHAXKEM, OCOOJMBO Tij Yac MPULLIIOBAHHA Ta CTPLILOHM. bir
JT03BOJISIE€ IIBUIKO JOJIATH BEJIMKI BIJACTaHI, YHUKAIOUYHW BOPOXKOT'O BOTHIO, aJIe 3HIKYE
TOYHICTB IIPU CTPLIBOI.

Mexanika mikamiB (PickUp) mo3Boisie rpaBiio migOupaTtd KOPUCHI MPEAMETH,
po3kuaani mo piBH. OcHOBHMMHM BuAamHu mikaiiB €: PicCkUp 310poB’si, BiH BIIHOBIIIOE
3I0POB'S TPaBIl O MaKCHMaJIbHOTO 3HAYEHHSI, O3BOJISIOYM MPOAOBXKYBAaTH Oidf Ta
PATYIOUH Yy HamlpyXKeHuX cutryarisx. [[aTpoHu, mo MOMOBHIOIOTH 3amac OO€mpHIacis,
HEOOXITHUX ISl MPOAOBKEHHS cTpuihOu. [likanmu moBuHHI OyTH pO3MIIEHI Ha KapTi
TaKUM YMHOM a0u He OyTH CKOHUEHTPOBAHUM B OJAHOMY Miclli, a0 HE CTBOPIOBATH
TOUYKH B SIKHX TPaBEIlb MOXKE OyTU HEBPA3JIHBUM.

Mexanika TOBEpHEHHS TpaBllsl y Tpy micias cMmepti (Respawn) Busnauae, sika
3aTpUMKa Ha TOSBY TPaBIlsl TOBUHHA OYTH, a TaKOX B SKIM TOYI[l HAa KapTi TpaBelb
3'sBsieThesl. BaxknuBo 30anancyBaTu 4aC, 1100 rpaBellb HE BTpayaB IHTEpEC N0 TpU.
OnTumanbHa 3aTpuMKa Mae OyTH JOCTaTHRO KOPOTKOIO, MO0 TpaBelb MIBHIKO

MOBEPTABCs B IPy, aj€ HE HACTUIbKH, 11100 BTpayaB BIQUYTTS MOKAPAHHS 3a MOMUJIKY.
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Bulip Mmicisi moBepHEHHsI MOBMHEH 3amo0iratv HEraiiHOMY BIIYYaHHIO Y BOPOXKHUUI
BOT'OHb, 110 JTI0O3BOJISIE TPABLIO MIITOTYBATUCS 10 TPOJOBXKEHHS OO}O.

MexaHika 310pOB'sl BU3HAYA€, CKUIBKU IIKOJW MOYXE BUTPUMATH T'paBellb, MEPII
Hix 3aruHytu: Illkanma 3m0poB's BigoOpa)ae MOTOYHUN CTaH 370pPOB'S TpPaBIIsl.
BinHoBneHHst 370poB's Moke OyTHM aBTOMATHMYHHMM 3 YacoM a0 BHUMAaratu IIiKamiB
310poB's. BiiyyanHs y ToJ0BYy Bopora 3aBja€ MiIBUIIEHY IIKOAY, TOOTO MOBUHHI OyTH
MHOXHUKHU IIKOAW. BiydaHHs B rojoBY 3aBJa€ OUIbLIE IIKOAM, HDK BIy4YaHHS B 1HIIL
YaCTHHM T4, II0 3a0X0Yy€ rpaBls A0 BUCOKOI TOYHOCTI MPU NPUIIUIIOBAHHI, a HE
OPOCTOrO KJallaHHs Ha MULIKY.

Jist monermeHHst iAeHTHQIKAIll BOPOTiB 1 COIO3HUKIB TMOBUHHA ICHYBAaTH
MEXaHIKa PO3JUICHHS BOpPOTiB Ta COIO3HUKIB 32 KOJBOPOM. BHKOpHUCTOBYIOTHCS
Bi3yasnbHI NiaKa3ku: KoabopoBi Mapkepu Ha MOJENAX, 3aBASKU SKUM BOPOTU OYIyTh

IMO3HAYATHCA KOJIBOPOM, SIKUM 6}’216 CKJIaAHO CIUIYTAaTH 3 KOJbOPOM COIO3HHMKIB.

2.2. Cucrema cTpiibou

Cuctema cTpiibOM € OJIHIEI0 3 KIIOYOBHX MEXaHIK y TPl JKaHPY IMIyTep Bij
TPETHO1 0COOHM, OCKLIBKHM caMme Bif ii SKOCTI Ta peamizailii 3ajJeXUTh 3HaYHA YaCTHHA
irpoBoro jgocBiny. EdexruBHa Ta peanicTiuHa cucTemMa CTpUIHOM 3a0e3medye rpaBlsM
3aXOILTIOIOYHI ITPOBHUH MIPOIIEC, BUCOKY JUHAMIKY Ta HAINPYKEHICTh Y OOMOBHUX CIIEHAX,
a TaKoX 3MYIIye iX HaBYATHCS, aJDKe KOXHA 30pos moTpedye CBOTO TMiAXOMy.
HIBUAKICTH CTPiNBOM, Tepe3apsaKH, IMOBEIIHKA BHUIYIICHOTO CHApAIY, 4Yac MOro
MOJIbOTY, 1€ BCe MOTpeOye BiJ T'paBIlsi CIPUTHOCTI Ta TOCBIAY, IO CTUMYIIOE HOTO
BKJIaJlaTH Oinbpllle 4acy BHBUYCHHsS 30poi, sika crmomoOamacs oMy HalOuIpme Ta
MOKPAIyBaTH CBOi HABUYKH.

Cuctema cTpuIbOH y TPl CKIAJAETHCA 3 0araTh0X KOMIIOHEHTIB OCHOBHUM 3 SIKUX
3BICHO € 30pos. 30posi ToJiICHa Ha JBa BUIW, 3BUYAiiHA aBTOMATHYHA T'BHHTIBKA, Ta
rpanaromMeT. ba3oBo 30por0 MOXHaA OXapakTepu3yBaTH IEKUTbKOMa MapamMeTpaMH.
[IIkona, nmaNbHICTh, TOYHICTh, IIBHAKICTh TNEpe3aps/IKM, €MHICTh MarasuHy Ta

MIBUAKICTH CTPLIBOH. (pPUCYHOK 2.1)
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Protected Attributes

USkeletalMeshComponent * WeaponMesh
FName MuzzleSocketName = "MuzzleFlashSocket"
float TraceMaxLength = 1500.f
FAmmoData DefaultAmmoData {20, 10, true}
FWeaponUlData UlData
UNiagaraSystem * MuzzleFlash

USoundCue * FireSound

Pucynok 2.1 — Xapakrepuctuku kiacy BaseWeapon

Otxe 6a30BO JANbHICTh CTPUILOM BU3HAYa€eThesa 1500 eTMHUIIMU BUMIPIOBaHHS
Unreal Engine, a6o »x 1500 cwm, ane e 3HAYEHHS MOXE JETKO OyTH 3MIHEHO B
penaktopi. CtpykTtypa AmmoData, sika Oyna cTBOopeHa A 3py4HOro 30epiraHHs
TaHuxX Mpo Ooempunacu 30poi MICTUTH B 001 iHpOpMaIliI0 PO KUIbKICTh Mara3uHiB,
KUIbKICTh TATPOHIB B OJTHOMY MarasuHi, a TakoXX 4 € Ooe3zamac ckiHdeHHUM. Bona
JoTIOMarae y BiJICTe)KeHH1 KUIbKOCTI OOempUnaciB y Mara3uHi Ta iHBEHTapi IpaBIlsl.

Takox BOTOHB 31 30p0i MOKHa BECTH IO-pi3HOMY. Bin crerna, abo 3 1oMororo
npuirioBanHsa 4yepe3 npunii (ADS - Aim Down Sights), mo migBuiiye TOYHICTS.
Pexxumu mpuIUIIOBaHHS € KPUTHYHO BaXKJIWBHUMH IS TOYHOCTI  CTPLILOM.
[TpunimroBanusa (ADS) migBuiirye TOYHICTD, ajie 3HIKYE MIBUIKICTh PyXy MEpCOHAXKA.
Crtpinn0a Biff CTErHA JO3BOJISE MIBUAKO pearyBaTH Ha OJM3bKi 3arpo3u, aje Ma€ BHUIIUN
piBeHb po3citoBaHHsA. Peamizalis mux peXUMIB BKIIOYA€ CTBOPEHHS BIANMOBIIHHUX
aHIMaIii Ta aJIrOpPUTMIB, IO 3MIHIOIOTH MapaMeTpu 30poi 3aJekKHO BiJ OOpPaHOTO
pEXUMY.

BizyanbHi IHIUKATOPHW MPUILUTIOBAHHS € HEOOX1THOI0 YaCTHHOIO MEXaHIKH, aKe
iX BIACYTHICTH 3pOOUTH CTPINBOY 3aHAATO CKIATHOIO 1 3MYCUTH TPaBIll CTpaXKAaTH
4yepe3 HEMOXKIIUBICTh BIYUUTH y cyniepHUK. KoxkeH Bua 30poi Mae cBidd npuilii. Sk Bxe

Oyno po3risinyTo Ha pucyHky 2.1, BaseWeapon mae ctpyktypy WeaponUIData,
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Member Data Documentation

+ CrossHairlcon

UTexture2D™ FweaponUIData::CrossHairlcon

Definition at line 54 of file SEUCoreTypes.h.

+ Mainlcon

UTexture2D* FWeaponUIData::Mainlcon

Definition at line 51 of file SEUCoreTypes.h.

Pucynok 2.2 — Ilons ctpykrypu WeaponU|Data

s cTtpykTypa 30epirae TeKCTypy ISl MPUIlJa, a TAKOXX TOJOBHY 1KOHKY 30poi,
110 BiTOOpakaeThCs HA €KpaHi IPaBIls MijJ 9ac MaTdy.

B cucremi ctpinbOu rpu, s KOXKHOI MOjeii 30poi BUKOPUCTOBYETHCS COKET,
AKUN € 1IMeHOBaHOW TpaHchopmaliero Ha ckeneTi. COKET BU3HAuYa€ MOJIOKEHHS Ta
OpIEHTAIIII0 TOYKH, 3 SKOi Bi3yaJdbHO BWJIITAIOTh Kyii. [IpoTe, dakTHYHUN TOYATOK
TPAEKTOPIi CTPUIBOM BU3HAYAETHCA 3 TOJIOBH TPaBIlA, MO0 3a0€3MEUYUTH TOYHINIY
CUMYJISIIIO TPUIIUTIOBaHHSA Ta mocTpiny. Ilo-mepimre, moTpiOHO OTpUMATH TMOTOYHY
MO3UIIII0 1 Opi€HTAIlI0 KaMepu TpaBiid. Jlaii BUKOPUCTOBYIOYM HAsBHI JaHi, Ta 3MIHHY
10 BiJMOBIAA€E 32 KyT PO3CIFOBaHHS BU3HAYAETHCS HAMPSMOK MOCTPiTy. st TBUHTIBKH
BuKkopucTtoByeThest -1 VRandCone 3 maremaTruHOi 0i0JIIOTEKH PYIIIisi, BOHA TCHEPYE
BUIIAJIKOBUN BEKTOP Y MEXKax KOHyca 3 LIEHTPOM y HANpsIMKY OpIEHTAIlll MepCcoHaxa.
s ¢yHKIISE BUKOPUCTOBYETHCS TSI MOJCIIOBAHHS PO3CIFOBAaHHS MOCTPLIIB, HATAI0UH
MEBHUI PIB€Hb HETOYHOCTI, IO BIAMOBITAE peaTiCTHIHOMY MOCTPLTY 31 30poi. DyHKITis
VRandCone BuKOpHCTOBYE PHUHIUII MiI00py Todok Ha cdepi (Sphere Point Picking).
[leli mpuHUMUN TONSTa€E Yy BHUIAJKOBOMY BHOOpI TOYOK Ha MOBepxHI cdepu, MO
3a0e3reuye pIBHOMIPHUM po3moALl HanmpsiMKiB. CHoyaTKy TE€HEpPYIOThCS BUITAJIKOBI
KOOpAWHATU IS TOYOK, SIKI PIBHOMIPHO po3mnojauieHl mo mnoBepxHi cdepu. L1

KOOPJAMHATU KOHBEPTYIOThCSA y CPEPUUHI KOOPJUHATH JJIsi CTBOPEHHSI KOHYCa HABKOJIO
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IEHTpabHOTO HampsiMKy. OOpaHi TOYKM BHUKOPUCTOBYIOTHCS IS BHU3HAYCHHS
HaIpsMKy TMOCTpLTYy, 3a0e3Meuyrouu MeBHE po3citoBaHHS. BaxiuBo, mo s GyHKIis
BUKOpUCTOBYE B 00uncieHHsax SIMD iHcTpykiii, 1o niABUILYE BUJKICTh OOUNCIIEHB.
[IpoTe 11€ HE OCHOBHA MPUYMHA BUKOPUCTaHb, TUM OuUIbIIE, 10 3arajibHa CKJIAIHICTh
OoOYHUCIIeHb CTPUILOM HE € HAATO BHCOKOIO 1 HE MOTpedye 3ailBUX omTHMI3alii 1 sK
CIpaBelIMBO CKa3zaB KoMmm'torepHuid BueHuil Jlonanbn Kuyt: «llepequacHa
ONTHUMI3allisl - 1[€ KOPIHb YChOT'O 371a», IO € BAXJIUBUM MPUHLUIIOM B MPOrpaMyBaHHI,
a/pke 3MiHA KOJy JUIsS MiJBHUINEHHS HOro MPOJAYKTHBHOCTI TEPE] THUM, SK I CTallo
peabHOI0 MPoOIEeMOI0 MOKe 3a0paTH LIHHUK Yac 1 Mpu I[bOMY HE MPUHECTH 3HAYHUX
TIOKPAIICHb.

ITicns BHUKOHAHHA IMX [J1 BU3HAYAIOTLCS IIOYATKOBAa Ta KIHIIEBI TOYKHU
TpacyBaHHs. [le mowyatkoM Oyze IMOJIOKEHHSI TOJIOBH TPaBlsd B TPOCTOPi, a KiHIEM
BEKTOpHa CyMa IIOYaTKOBOI TOYKH Ta HANpsAMKY CTPUIBOM, IO ITOMHOXXEHa Ha
MaKCHMaJIbHY JaJIbHICTh CTPUILOM. {1 rpaHaTOMeTa MPUHIIUAIT TaKWH CaMH, aje TpH
IIbOMY HE T€HEPYIOTbCS BUMAJAKOBI TOUKH JIJISI PO3CIFOBAHHSI.

OOGuucieHHs1 BIy4eHb KyJi B I[UTh BiIOYBAa€ThCS 3a JOIMOMOIOK TpacyBaHHS,
micas TOTO SK Oynau 0OYMCIIeH1 TOYKH, 3ac00aM PYIIis BUIYCKAETHCS MPOMIHB, KU
MIOBEPTAE CTPYKTYPY, fKa 30epirae nani mpo BIy4YaHHS, SKIIO BOHO BimOynocs. 3 miei
CTPYKTYpHU MU MOXKEMO JTI3HATHCS, SKUH aKTOP MMOBUHEH OTPUMATH IIKOMY, SIKUH ii THII
1 3 I[LOTO JI3HATHCS, YA MMOBHHHI MU 3aCTOCYBATH SIKICh MHOKHHKH. Pi3H1 30HM Ha TiJi
nepcoHaxa (rojioBa, TOPC, KiHI[IBKM) MalOTh Pi3HI MHOXHUKH IIKOJU. 3HAYCHHS IHX
MHO>XHHKIB MO’KHA JIETKO HAJIAIITyBaTH Y€pE3 PEIaKTOp, BOHU 30€piratoThCs SK Mara,

KIIFOYEM SKOi € (pi3MuHmi MaTepian Ha MOJIEI IepcoHaxka (pUCyHOK 2.3).
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4 Damage

4 Damage Multipliers 4 Map elements
PM_Body

€0

PM_Hand
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* 0
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€0

Pucynok 2.3 — Mana MHOXHUKIB ITIKOA

3ByKOB1 Ta Bi3yallbHI €()eKTH € HEeBI’€MHOI YAaCTHHOIO I 3a0e3IeueHHs
iMMepcuBHOCTI mocTtpury. Ilicist mocTpity B JIOKallli COKETY, CTBOPIOETHCS CHCTEMa
yacTtok, abo x Niagara System, Takox cHUCTeMa CTBOPIOETHCS Yy MiCIli BIIyYaHHS.

Niagara € BOyJ0BaHOI CHCTEMOIO 4acTOK B pyiirii. [Iporpaerbcst 3ByK MOCTPLTY.

2.3. AHimMmamii

Po3pobOka animariif € oJJHUM 13 KJIFOYOBUX €TaIliB CTBOPEHHS IrPOBOTO IPOEKTY,
OCKUIbKM caMe aHiMaIllii 3a0e3IeuyroTh IUIABHICTh PYXYy IEPCOHAXIB, IO IiABUIILYE
3arajbHy SKICTh TPU Ta 3aHYPEHHS B IFPOBHIA CBIT.

s peanmizamii aHiMmamiii OynM BHKOPHCTAaHI KiTbKa KIIOYOBHX IHCTPYMEHTIB Ta
TexHoyiori, Brarodarounm Aim Offset, Animation Blueprints, State Machine Ta
BlendSpace, sixi nagae pymriii Unreal Engine.

Aim Offset — e iHCTpyMeHT, SKHW JO3BOJISI€ TUIABHO 3MIHIOBATH HAIIPSIMOK
MOTJISTY TIEPCOHAXKa B 3aJICKHOCTI BiJl MONOKEeHHS Kamepw. Peamizamiss Aim Offset
CKIIAJAE€ThCSI 3 BUKOPHUCTAHHS CHCIIAIbHUX aHIMAlIHHUX TI03, sIKI 00’ €IHYIOThCS Ta
IHTEPIIOJIOIOTECA MIXK COOOI0 B 3aJI€KHOCTI BIJ KyTa HAaXWJIy Ta IMOBOPOTY Kamepu
3aBasSKU 1[bOMY IHCTPYMEHTY, aHIMallii MepCOoHa)»ka aBTOMATUYHO aJanTyIOThbCS 0

HaIpsMKY CTpUILOU. (pUCYHOK 2.4).
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C.. 7D GENRNAES e

Preview Value (Hold Ctrl for Weight Details)
Yaw: 26.427963 - Pitch: -19.963638

GqaqOon vz

Pucynok 2.4 —Cxkpinmor AimOffset

Animation Blueprints — me inctpyment Unreal Engine, sikuit mo3BoJsie
CTBOPIOBATH CKJIAJHY JIOTIKY aHIMAaIIiil 3a JOMIOMOTO0I0 Bi3yaJIbHOTO MIPOTrpamMyBaHHSI.
B mpomy mpoekti Anim Blueprints Oynu BUKOpUCTaHi JJii BUSHAYECHHS Ta KOHTPOJIIO
aHIMaI[IMHUX CTaHIB TepcoHaxa. llell 1HCTpyMEHT BIANOBiTa€ 3a YMPaBIIHHA
nepexoJaMu MUK PI3HHUMH aHIMAaIlisiMH, CHHXPOHI3aIlil0 PyXiB Ta 3a0e3MeueHHS
IJIaBHOCTI iX BUKOHaHHA. Hampukiman, 3a mgomomororo Anim Blueprints Oymo
peanizoBaHO MEPEeMHUKaHHS MK aHIMAaIisIMU XOJb0H, OIry Ta CTpUOKIB 110 3abe3medye

MJIABHICTH PYXIB IrPOBOTO MEPCOHAXKA (PUCYHOK 2.5).
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Pucynok 2.5 — CkpiamoT AnimationBlueprint nepconasxa

State Machine — 1ie xommoneHnt Anim Blueprints, sKkuii 103BOJII€E OpPraHi30BYBaTH
aHiMaIlli y BUTJISA/1 CTaHIB 1 BU3HAYATU MpaBWia Nepexoay MiK HuUMHU. State Machine
Oyiia BUKOPUCTaHA JUIsl YIPABIiHHS OCHOBHUMH CTaHAMH IEPCOHAXA, TAKUMHU K CTaH
MOKOI, Xonpba, Oir, cTpubku. KokeH cTaH MaB CBOIO BJacHY aHIMaIliiHY
MOCIITIOBHICTh, fKa AaKTUBYBajacsi B 3aJeKHOCTI Bim i TpaBIs Ta yMOB TpH.
Buxopucranus State Machine 103BoJIMIIO JIETKO KEPyBaTH CKIAIHUMH aHIMAIlIHHUMU

MTOCTIIOBHOCTSIMH Ta 3a0€3MCUYUTH IXHIO BIATIOBIAHICTD IPOBUM ITOIISIM.

(pucyHoK 2.6)
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Entry B > JumpLoop
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JumpEnd

Pucynok 2.6 — StateMachine nepconaxa

BlendSpace — 1e iHCTpyMeHT, SIKHi J{03BOJIS€ IUIABHO MEPEXOIUTH MIXK PI3SHUMH
aHIMAaIlisIMA Ha OCHOBI MEBHUX MMapaMeTPiB, TAKUX SK MIBUJKICTh PyXy MEPCOHAXKA UM
HanpsiMOoK. BlendSpace BHKOpHCTOBYBaBCS JUIsi CTBOPEHHS IUIAaBHUX TEPEXOMIiB MIiXK
aHiMaIissMid  xonpbu Ta Oiry. Ile m03BOJMIO 3pOOUTH PYXH TEPCOHaXKA OLIBII
peaTiCTHYHUMHM 1 MEHIII pBaHUMU. Hamnpukian, nmpyu mpuUCKOPEHHI MepcoHa)ka aHiMaIris
IJJAaBHO TepexoJmiia BiJ XoapOM 10 OIry, a NpH YMNOBUIBHEHHI — Yy 3BOPOTHOMY

HanpsaMKy. Buxopucranus BlendSpace 3HauHO mOKpamuiao Bi3yalbHE CHPUWHATTS

pyxiB (pUCYHOK 2.7).
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P s
- -

Preview Value (Hold Ctrl for Weight Details)
Velocity: 234.540756 - Direction: 122.400002

Pucynoxk 2.7 — Blendspace 6iry

Peanmizaris  aHiMamiiiHOro MWKy B Tpl BKJIOYajga BHUKOPUCTAHHA 0a30BHX
aHIMAaIIHHUX KIIIMIB JUIS PI3HUX CTaHIB MEPCOHaXKa, TaKUX SK XOanOa, Oir, cTpuOKwH,
ctpitpba Ta 1Hmi mii. Ili animarii Oynmm oG'eqHaHi B €UHY CHUCTEMY 3a JOIIOMOTOIO
BHUIIe3a3HAYCHNX 1HCTpyMeHTiB. Kminu Oymu immoproBani B Unreal Engine, ne 3a
JIOTIOMOTOI0 BHIII€3a3HAYCHUX IHCTPYMEHTIB OYJI0 HANAIITOBAHO iX IMEPEeXOau MiXK

HHUMMH.

2.4. llITyyHuii iHTeJIeKT BOPOTiB

Unreal Engine Hagae MUPOKWA CHEKTP MOXIMBOCTEH I  PO3pOOKH
IHTEJICKTyaJlbHUX ar¢HTIB, BAKOPHCTOBYIOYHM TaKi KOMIIOHCHTH, SK JIEpEeBa IMOBEIIHKH,
CiTKa HaBiramii, KOMIOHEHT CHPHUHHATTS I INTYYHOTO IHTEJNEKTYy, CEpBiCH 1
nexoparopw, a Takox Environment Query System (EQS) ta EQS Context.

OCHOBHUM IHCTPYMEHTOM ISl yIpaBIiHHS MOBeAiHKOI0 00TiB y Unreal Engine €
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Behavior Tree, abo nmepeBo moBemiHku. JlepeBO MOBEIIHKU SIBJISIE COOOKO i€papXiuHy
CTPYKTYpPY, SIKa JO3BOJISIE ONUCYBATH IOCHIIOBHICTh 1A 1 YMOB, $IKI BH3HA4arOTh
noBeiHKy Oota. KoxkeH By301 gepeBa Moxe OyTH Ai€l0, YMOBOIO ab0 KOMOIHAIlI€I0
000x. By3num ymMoOB mepeBipsOTh MEBHI CTaHM a00 TPUTEPH, TOMA1 SK BY3JIH Mid
BUKOHYIOTh KOHKpETH1 KoMmaHnau. Lle 1o3Boiisse CTBOpIOBAaTH CKJIaAH1 1 THYYKI MOJEN1
MOBEJIIHKY, SIKI MOXYTh aJanTyBaTUCA JI0 3MiH y IrpoBOMY cepenoBuili. Hampukian,
00T Mae TUIKY JepeBa MOBEIIHKHU JJI MaTpyJIIOBaHHS, a IHIIY — JJIs aTakd, IpUYOMY

BUOIp MI>K HUIMH 3aJIC)KMTh BiJl HASBHOCTI BOpOra y moJi 30py (pucyHok 2.8).

Health Percent

14 Sequence

® ®
un EQS Query «= Move To
n MaveTa: dmmiacation

Pucynok 2.8 — JlepeBo moBeiHKH HEITPOBOTO MIEPCOHAKA

Navigation Mesh, a0o HaBiramiiiHa CciTKa, € KJIOYOBUM KOMIIOHCHTOM JIJIst
3a0e3nedeHHs HaBiramii OOTIB y CKJIQJHOMY IrpOBOMY cepemoBuili. HaBirariiHa citka
CTBOPIOETHCSI HA OCHOBI T€OMETPii ITPOBOTO PIBHA 1 BU3HAYAE JOCTYMHI MUISIXWA IS
nepecyBanHs 0o0TiB. lle mo3Bonsie OGoTtam oOupaTH ONTUMAIbHI MapUIPyTH IS
JIOCSITHEHHSI CBOIX IIJIEH, YHUKATH TIEPEMIKOJ 1 3HAXOJUTH YKPUTTA. 3a TOTIOMOTOIO
HaBITAIII{HOT CITKU TaKOX Peati3yroThCs Takl (QYHKIII, SIK IEpeCIilyBaHHS TPaBIIS.

Komnonent AlPerceptionComponent 3a0e3neuye 00TaM MOXJIMBICTb CHpUHAMATH

HaBKOJIMIITHE CEPEIOBUIIIE 3a JOMOMOI0I0 PI3HUX CEHCOPIB, TAaKUX fK 31p ado ciyx. Llei
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KOMIIOHEHT J03BOJIi€ OOTaM BUSIBJIATU TpaBLIB, IHIIUX OOTIB Ta 00'€KTH, a TAKOX
pearyBaTu Ha 3BYKH 1 pyxu. Hanpukian, sikio 60T mo0auyuTh rpaBiis BiH 3MIHUTH CBOIO
NoBeAIHKY Ta mouHe nepecuinyBanHs. AlPerceptionComponent Takox H03BOJISIE
BHU3HAYaTHU CTYIIHb O013HAHOCTI 0OTa MPO HASBHICTh BOPOTIB y MOT0 30H1 BUAUMOCTI,
10 pOOUTH MOBEIIHKY OOTIB OUIBII PEaTiCTUYHOIO 1 aIalTUBHOIO.

CepBic 3HaXO)KEHHS BOPOTIB € CIEIiali30BaHUM MEXaHI3MOM, 1110 J103BOJISIE OOTamM
BU3HAYaTH 1 BUOMpaTH 11l A ataku. Lleit cepic anamizye iHboOpMaIlilo, OTpUMaHY
Bix ceHcopiB AlPerceptionComponent, 1 OLIHIOE 3arpo3y Bi KOXKHOTO MOTEHLIHHOIO
BOpOTa, BPaxXxOBYIOYHW BiJicTaHb J10 Bopora. CepBic 3HAaXOKEHHS BOPOTIB JIOMIOMAarae
0oTtaM mpuiiMaTd pillleHHHA, SKI 3aCHOBaHI Ha iHQopMalii 3 irpoBOro piBHs, a HE
BUMAAKOBOCTAX.. Lle mo3Bosisie OGotam fissith  OUTbll  €(EKTUBHO 1 arpecuBHO,
HIBUIIYIOYH 3aTaJIbHAN PIBEHb BUKJIUKY JIJISI TPABIIAL.

Jlexopatopu y JaepeBi NMOBEAIHKA BUKOPUCTOBYIOTBHCS ISl JIOJATKOBOI OOPOOKH
yMoB 1 Monudikarii moBeAiHku O0TiB. JlekopaTopu M0AaI0Th JIOTi4HI MEPEBIPKU 0
BY3JIIB JIepeBa, IO J03BOJISIE CTBOPIOBATH OUIBIN CKJIAJHI YMOBH JJIi BUKOHAHHS Jii.
Hanpuknaa, nekopatop Moxe MEpeBIpSITH, YU 3HAXOIUTHCS BOPOT y MOJi 30py OOTa,
Hepul HK J03BOJUTH MOMY BIIKPUTH BOTOHB. [HIIMI Npukiag — MepeBipKka piBHS
3MI0pOB's 0OTa mepen TUM, SK BiH BHUPINIUTh BCTYNUTH B Oiii ab0 BIACTYIHUTH.
BukopucranHs 1eKopaTopiB JI03BOJISIE 3HAYHO MIJBUIIUTH THYYKICTh 1 TOYHICTH JIepEB
MOBEJIHKH, 3a0€3Meuyr0un OLIBIN PeaJiCTUYHY 1 BIITIOBIIHY MOBEAIHKY OOTIB Y pi3HUX
cutyarisax. [[nas maBUIIEHHS peaqiCTUYHOCTI TOBEAIHKH OOTiB, OyB po3poOiieHHit
JCKOpATOp, 3a JTOIMOMOTOI0 SIKOTO ITYYHHH IHTEIUICKT mIykae HauOmkuwmii PickUp
3I0pOB’Sl y BUIAJIKY, SIKIIO MPOILIEHT HOr0 3I0pOB’ S HUKYE 3aaHOTO.

Cepsic cTpitbOM € 1€ OJHUM KIIOYOBUM KOMITOHEHTOM I peajizarmii 00MoBUX
MOXXIMBOCTEH OO0TiB. BiH BiAmoBimae 3a ympaBiiHHSA BCIMa acleKTaMu CTPLILOWH,
BKJTFOYAFOYH BUOIp LTI, OOYMCICHHS TPAEKTOPIl MOCTPLTY 1 BUKOHAHHS CaMOl CTPUTBOH.
Lleti cepBic BpaxOBYBY€E pi3HI IMapaMeTpH, Taki SK THI 30poi, AUCTAHIA 1O IILJI,
HASBHICTH TEPEIKOJ Ta iHII (pakTopu, MO BIUIMBAIOTH HA TOYHICTH 1 €(EKTUBHICTH
ctpuibOu. Hampuknan, 00T MoOKe BHUKOPUCTOBYBATH aBTOMATU4YHY 30por0 st
OM>KHBOTO 0010, ab0 B3SITU Yy PYKU TPAHATOMET, SIKIIO Y HBOTO 3aKIHUMIKCS

Ooemnpuracy 3MIHIOIOUMA CBOIO MOBEAIHKY BIINOBIAHO 10 cutyalii. CepBic cTpuibOu
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N03BOJIIE 0OTaM BUKOHYBATH OUIbLI TOYHI 1 CTPATEr14HI NOCTPUIM, MIABUIIYIOUH TXHIO
e(eKTUBHICTb y 0010.

Environment Query System (EQS) € moTyXHHM IHCTPYMEHTOM JJIsl CTBOPCHHS
CKJIAJIHUX 3aluTiB J10 irpoBoro cepeaosumia. EQS no3possie 6oTam aHamizyBaTu 1
OLIIHIOBATU PI3HI MapaMeTpy HaBKOJUIIHBOTO CEPEeNOBUINA AJsi MPUHUHATTS pILICHb.
Hanpuknaa, 6ot moxe BukopuctoBye EQS mms momyky OoHyciB a00 BHU3HAUYECHHS
ONTUMAJIBHOT NO3ULIT s ataku. 3anutd B EQS MOXyTh BpaxoByBaTH pi3H1 (akTopH,
Taki SIK HasBHICTh TNEPEIIKOJ, BUIAUMICTh, BIJCTaHb JI0 BOPOTiB 1 COrO3HHKIB. lle
N03BOJIIE 00TaM mpuiMaTy OUTbI OOIPYHTOBAHI 1 CTpATEriyHI PIllIEHHS, MOKPAUTYIOYH

iXHIO B3aEMO/IIIO 3 I'POBUM CEPEOBUILIEM.
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3 3ACOBH PO3POBKH

3.1 Pymiii Unreal Engine

Unreal Engine (UE) - tie cepist irpoBux pymriiB aisi komm'torepaoi 3D-rpadikwy,
po3pobiiena kommnaniero Epic Games, Bhepiie npoaeMOHCTPOBaHA y BIAEOTpi-IIyTepi
Bix mepuioi ocobu Unreal 1998 poky. Crnouatky po3poOieHui 1jisi KOMI'FOTEPHUX
HIyTepiB Bl Mepuioi 0coou, BiH 3 THX MNP BUKOPUCTOBYETHCS B PI3HUX KaHpax irop i
OyB NPUUHATUI B IHIIUX 1HIYCTPIAX, 0COOIUBO B KiHO- 1 Teneinayctpii. Unreal Engine
HanucaHuit Ha C++ 1 BIAPI3HIETHCS BUCOKUM CTYIIEHEM MOPTATUBHOCTI, MIATPUMYIOUU
IIUPOKUIN CIEKTP HACTUIBHUX, MOOUIBHUX, KOHCOJIBHUX MmiIaTdhopM 1 maaTdopm
BipTyanpHOi peanbHOcTi. TiMm Cyini, 3acHoBHMK Epic Games, mouaB CTBOpIOBaTH
IHCTPYMEHTH [IJIsl penaryBaHHs cBOixX nepmux irop y 1991 poui. Bce mouanocs 3
MPUTOTHUIIBKOT TOJIOBOJIOMKHU 3 JyXe MpocToro rpadikoro min Ha3Bowo ZZT (pucyHOK

3.1).

Pucynok 3.1 — Ckpinmor rpu ZZT

Y 90-x pokax irpoBa iHmycTpis Oyna CHOBHEHa TOTEHIalmy. Alle HaBiTh
HAWOUTBIIIT irpu POOWIUCS HEBEIWKHUMH KOMaHJAaMH 1 CTBOPIOBAIWCA 3 HYNS 3a
JOTIOMOT010 CKJIagHoro mpoiiecy. CyiHl yCBIIOMIIIOBAB BaXKJIMBICTH ITPOBOrO PYIIIis,
SIKUH JIO3BOJISIB KOPUCTYBAau€Bl BHOCUTH 3HAYHI 3MiHH, III0 BUXOIWIIH 32 PAMKHU MTPOCTHX
pEIaKTOpIB Mal TOro 4acy, aje, 10 BaXJIWBile, el MiAXil 3aKiaB KOHUENTYaJlbHY

ocHoBy niist Unreal Engine, sikuii 3p0OUTh peBOJIIOLIIO B ITPOBIiH 1HIYCTpIii.
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VY 1995 poui Tim movaB mpamtoBatd Haj 1-m mokoninasM pynrist Unreal. Pymriit
OyB BHKOPHCTaHWH M1 pO3pOOKM ImIyTepa Bin mepmoi ocodu, Bizomoro sk Unreal.
JIuBHO, ajie CMOYATKy PYIIiM MOKIaJaBCs BUKIIOUHO HA MPOrPAMHUN PEHIIEPUHT 3a
JOTIOMOTOI0 LIEHTPAJIbHOTO MpOIEcCopa, ajié 3 4YacoM BIH TaK0X BHKOPHUCTOBYBAaB
nepeBaru BiIEOKApT, IO JO3BOJIMIO CTBOPIOBATH OUIBII MPOCYHYTI irpu Ta rpadiky.
I'pa Unreal 6yna ctBopena y 1998 pori i cTana oaHi€l0 3 MEPIIMX irop, ska 3poOuia

aKICHT Ha TEKCTypax Ta piBHAX Aetane. (PucyHok 3.2)

Pucynok 3.2 — Ckpinmrot 3 rpu Unreal

I'pa mana manenwit ycmix, Oyno mpomaHo moHayn 1,5 minmeiioHa komid. GameSpot
MOXBAJIMB TPy 3a BUKOPHUCTaHHs 16-0iTHOr0 KOJIKOpPY 1 g07aB, 1o pymrii Unreal Engine
MiAHSAB MJIAHKY TOTO, YOT0 reMepHu OYIKYIOTh BiJ MailOyTHIX nmpoaykTtiB. CBOIO apyry
rpy Epic BumycTrna y 1999 pori min Hazsoro «Unreal Tournament». Xova momnepeaHs
rpa MaJa ImajeHui yCIiX, 3 PyIIieM BCe IIe 3aIHIIaInucs neski mpooiaemu. Hampuxman,
reiiMepr CKap)KWJINCS Ha BHCOKI CUCTEMHI BUMOTH JUisi Tpu. Xoya Oymm Jeski

mpo0JIeMH 1 3 OHJIAlH CKIag0BO0. (pUCyHOK 3.3)
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Pucynok 3.3 — Ckpinmor 3 rpu Unreal Tournament (1999)

Tak, po3pobnuku BmockoHammunu Unreal Engine jng  onTuMizarii
NPOAYKTUBHOCTI HA MallIMHAX 3 HU3bKUM PIBHEM MPOAYKTHUBHOCTI, a TAKOXK IMOKPAITUIH
OaratokopuctyBaibki (pynkiii. Ha momauy mgo mporo Oyna mokpaimieHa rpadika, 1o
JI03BOJIUJIO BUKOPUCTOBYBATH 24-01THI BHUCOKOSIKICHI TEKCTYPH, SKI HE BIUIMHYJIU Ha
MPOAYKTUBHICTh. Bcl 3ycmmisa po3poOHuKiB  BumpaBaanu cebe, amke Unreal
Tournament YacTo BBaXAIOTh OJHIED 3 HaWKpalIMX BiIeoOirop, KoJu-HEOYIb
ctBopeHux. Ha Metacritic rpa orpuMaina Bpakaroudy omiHky 92 Gamnu, i Oyno mpojaHo
mmouaj1 2 000 000 korrii.

Hpyra Bepcis pymis Unreal Engine nebrotyBana y 2002 poiri 3 6€3KOIITOBHUM
OararokopucTyBanbkuM myrepoM America's Army. Apmis CIIA ta irpoBa iHIyCTpis
MpaIfoBalid Pa3oM y 8-piyHOMY MapTHEPCTBI Haa po3poOKoro rpu. Bona mana Ha meTi
iHbOpMYBaTH, HaBYATH Ta BepOyBaTH MEPCHEKTUBHHMX connaariB. llikaBo, mo me OyB
nepmmii  Bunagok, komm apmis CIIA Bukopucranza MmHUpoOKOMacmTaOHy IrpoBy
TEXHOJIOTIIO JJI PeKPYTUHTY. BoHa HaBITh OTpUMana KibKa Haropoj, B TOMY YHCII K
HaWKpale BHKOPHCTAHHA TOJATKOBMX KOIITIB 3a Bepcicro xypHainy «Computer
Gamesy» 1 sk HailOimpmuii cropapu3 poky 3a Bepciero IGN. [lo irpoBoro pymrist Oyio
BHECEHO YMCJICHH] BIIOCKOHAJICHHS, IO JO3BOJIMIIO peajizyBaTh HOB1 QYHKIIIT (PUCYHOK

3.4).



32

e O

n e

Pucynox 3.4 — CkpinmoT peaaktopa Unreal

Unreal Engine 2 OyB 3acHOBaHHi Ha CBOEMY IOINECPEIHHUKY, ajie MaB 0araTo 3HAYHHUX
nokpanieHb. Bin Moxe Oytu maibke B 100 pasiB OuIbII AeTani30BaHUM, HIXK HOTO
nmonepeaHuK. Takoxxk Oyyno AomaHo HOBI  (YHKIi, 30KpemMa I1HCTPYMEHT
KiHeMaTorpadiqyHOTO peAaryBaHHs, CUCTEMY YaCTHHOK Ta CUCTEMY CKEJIETHOI aHiMaIlii.
Y Unreal Tournament 2004 po3poOHHMKH BIEpINE YCIHIIIHO peaTi3yBajd IrPOBHIA
MPOILIeC Ha OCHOB1 TPAHCIIOPTHHUX 3aCO01B.

VY mucronani 2006 poky Buitmos Unreal Engine 3 a6o x UDK (pucynok 3.5).

P LR Ve Do Bkl Lack WD
D@F-En PRV v VMO ICOE K EBPES QO KUAS w1 &
AL, URORLSIOS PTIFS A0 M v 4Ad, L. V0PRSS PTFS A0 N - 4

L URORCOIN® PTFS G0 0 ~ 4

Pucynoxk 3.5 — Ckpinmot pegakropa UE3
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I[lepioro rpoto, sika BUKOpUCTOBYBaa pyuiii, ctana Gears of War. Ha caiiti Metacritic
rpa oTpuMala Bpaxarouy ouiHky 94 Oamu. Gears of War oTpuMana BUCOKY OIIHKY 3a
KOHLEIMIII0, BI3yaJlbHYy CKJIaIOBy, Ipe3eHTauniro Ta 3ByK. IGN Ha3BaB ii

«HANPO3KINTHIIIOK Irporo Ha Xbox 360» (pucyHok 3.6).

Pucynok 3.6 — Ckpinmor 3 rpu Gears of War

Unreal Engine 3 npuiiiiioB 3 HOBUMHU JIOCATHEHHSAMHU B rpadilli, sSKi JOTIOMOTIN
3pooutu Gears of War ycmimuoro. Pymiiii 6azyBaBcsi Ha mepriiomMy MOKOIIHHI, ajie 10
HBOTO Oys0 nojmaHo 0arato HOBHMX (YHKIIH, BKIIOYAIOYHM CHUCTEMY (PI3MKH, 3BYKOBY
CUCTEMY Ta IHCTPYMEHTH, SIKI CTalud 3HAYHO NOTYXHIUMH. CyTTEBOIO 3MIHOIO
nopiBusHo 3 Unreal Engine 2 crano e, 1110 00YKCIICHHS MPOBOIMINCS HA ITIKCEIIb, a HE
Ha BepmwmHy. lle 3poOuno rpadiky Habarato kpamor. Takox Oya0 TOKpalieHo
PEHACPUHT 1 JNOJAAHO MIATPUMKY PEHICPUHTY 3 BHUCOKMM JMHAMIYHHUM Jiara30HOM
(HDR).

[Ipotarom O6araThbOX pOKIB PO3POOHHMKH TPOAOBKYBAIU OHOBIIOBATU PYIIiid
HOBUMHU (DYHKI[ISIMU, BKJIIOYAIOYM TOKpallleHe PYWHYBAaHHS CEPENOBHUINA, CUMYIAIIl
BEITMKOTO HATOBMY, crepeockomiunmii 3D Ta m'sky mmaamiky tina. [lomynsipHicTh
pylIis TaKOX 3HAYHO 3pocia. Lle mpu3Beno m0 MIeH31IMHUX yroa 3 TAKUMU BEITUKHMU
komnaHismu, sk Atari, Activision, Capcom, Disney, Ubisoft, Electronic Arts Ta
iHmuMu; 6sm3bKo 300 irop Oyio po3pobiieHo 3 Bukopuctanasm Unreal Engine 3.

19 Gepesns 2014 poky BuiimoB pymiid Unreal Engine 4. Toxui x Epic Bigkpumun

BUXITHUW KOJ PyIIisd IJ BCIX Oa)Xarouux, 3pOOMBINM HOTo Ie OLIBII JOCTYITHUM.
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Po3poOka nouanacs 3a 11 pokiB 10 uporo. Ha moyatky Hajg HUM MpaioBaB JUIIE cam
Tim CyiHl.

Opnum 3 ronoBHUX HOBOBBeAeHb Unreal Engine 4 crano rio0anbHe OCBITIEHHS
B peallbHOMY 4acl 3a JOIMOMOI'0K BOKCEJIBHOTO TPacyBaHHsI KOHYCIB, 1110 J0Aa€ OUTbII
peanicTUYHOro OCBITJIeHHS B 3D-cueHax.

[Ile onHi€I0 3HAYHOIO 3MIHOIO CTaJO TE, IO XYAOXKHUKH Ta AU3aliHEpU Temep
MOXXYTh PO3POOJIATH €JIEMEHTH 3a JIONIOMOI'0OI0 CHCTEMH BiyaibHHX cKpunTiB Blueprint

(pucynox 3.7).

Pucynoxk 3.7 — Cucrema BizyajapHOro mporpamyBanus Blueprints

Ile mo3BomMIO 1M CTBOPIOBATH I1HTEPAKTHUBHI €JEMEHTH Yy CBOEMY CBITI 0e3
BUKOpHUCTaHHS Komy. Panime morpibeH OyB mporpamicT, aje Temep I MIr 3pOoOuTH
Oyab-xT0, Matouu BinnoBifgHil pecypcu. Takox Unreal Engine 4 Bunansie ckpunt Unreal,
SKUW BUKOPHCTOBYBABCS B MOIMEPEAHIX MOKOIIHHAX 1 TOYMHAE BUKOPUCTOBYBATH MOBY
C++. IIpuunHOIO 11HOTO OYJIO TE, IO CIUCOK pPeYei, siKi MoTpiOHO OyIo moAaTH, CTaBaB

BCE OUTBIIUM 1 OLIBILIAM.



35

3.2 OOrpyHTyBaHHS BUOOpY IrPOBOro0 pyIuis

BuOip irpoBoro pymiis € pyHIaMEeHTaIbHUM PIIIEHHSIM Y MpoLeci po3poOKH IpH,
aJpKe B 0OpaHOi TEXHOJIOTII 3a/eKaTh Maibke BCl aClIEKTU KIHIEBOTO MPOJYKTy. Bin
BIUIMBA€E HAa €(PEKTUBHICTh PO3POOKH, MOMKIMBOCTI MacIITaOyBaHHSA, SKICTh KIHIIEBOTO
NPOAYKTY Ta HaBITh HAa MApPKETHMHIOBI MNepcreKTUBU. OCKUIbKM SK MOXHa Oyno
nobaynT Ha mpuKiIami cutyamii 3 Unity Technologies neski pilieHHS Kepyrodyoro
CKJIaAy KOMIMAHid MOXYTh 3HAYHO 30UTBIIMTH BUTPATH CTYyJid Ha BUKOPUCTAHHS
I'POBOTO PYIIIis.

Jlns poro mpoekTy OyB BuOpanwmii irposuii pymid Unreal Engine 4 (UE4) Bix
komnanii Epic Games, 1110 € OAHUM 13 HaWOLIBII MOMYJISAPHUX ITPOBUX PYUIIiB, SKHI
BUKOPUCTOBYETHCA SIK BETUKUMHU CTYAISIMH, TakK 1 IHI1-PO3POOHUKAMH.

Onna 3 npuuun yomy Unreal Engine 4 € npuBaGIuBUM BUOOPOM JIJIs1 TOYATKIBI(IB
€ 1oro oOIMpHa Ta JAeTajibHA JOKYMEHTAII1s, sIKa OXOIUIIOE OLIBIIICTD aCIIEKTIB pOOOTH
3 PYIIiEM. Horo API Reference — 1ie moBHuii noBigauk mo API s MporpaMyBaHHsI HA
C++, sxkuit 103BOJISE 3 JIETKICTIO IIyKAaTH MOTPIOHY iH(OpPMAIliIO 3 MOSICHEHHSMH, SKI
Oynu HamucaHi po3poOHHMKaMM pymlis. Benwka KuUTbKIiCTh OQIMIMHMX Ta CTOPOHHIX
BIJICOYPOKIB, SKI JEMOHCTPYIOTH Pi3HI acCHeKTH pOoOOTH 3 PyIIiEM, BiJg 0a30BHX 10
IPOCYHYTHX TexHIK. He3Baxkaroum Ha BelWYe3HY KUIBKICTh 1H(pOpMAaIlii, sKa JOCTyITHA
gyepe3 JOKYMEHTAIIlto, ekl crenudigai geraai, 0COOIUBO Ti, III0 CTOCYIOThCS CHCTEM
HU3BKOTO PIBHSA, MOXYTh OyTH HEIOCTAaTHBbO BUCBITIEHI. [IpoTe, 3aBIsIKM BITKpUTOMY
KOJy PYIIisi, 3aBKIU 3aJUIIAETHCS MOMXJIMBICTH TIUOIIE 3aHYPUTHCS y POOOTY pyIIis 1
CaMOCTIMHO po3iOpatucs 3 Oyab-IKUMHU MTUTAaHHSIMHU.

Binkputtsa xomy pyuris O0y0o 3HaUYIIUM KPOKOM Y PO3BUTKY 1HAYCTPIi po3poOKH
irop, OCKUTBKM HaJajao po3pOoOHHMKAM JOCTYIl 0 OJHOTO 3 HAWUIMOTYXHIINIUX ITPOBUX
JBUTYHIB, SIKKA 1O TOrO 4acy OyB JOCTYNHHUH JHINE 3a JINEeH3IWHUMHU yrogamu. [
BIIKPUTHH KOJI € OJHIEIO 3 MOro HaW3HAYHINIKX TepeBar. Termep 3a OakaHHSAM MOXKHA
BHOCUTH 3MIHU B PYIINA I 3aJOBOJICHHSA CHEIU(BIYHUX BUMOT BIACHOTO TMPOEKTY.
Binkputrs komy, nJae MoxiIuBicTh Kommanii Epic  Games BukopucTOBYBaTH
KOPUCTYBauiB MPOAYKTY SIK pO3pOOHMKIB, amke uepe3 miarpopmy GitHub Bonu

MOXYTh MPOMOHYBATH CBOi 3MIHU 1O KOAY PYyUIisi, IO MPUCKOPIOE MOr0 PO3BUTOK.
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BigkpuTnii koI TakoX JO3BOJISIE YHUKHYTH TpoOJieM, MOB'SI3aHUX 3 OOMEKCHHIMHU
JOKYMEHTAaIlll, OCKUIbKM PO3POOHHUKHM MOXYTh CaMOCTIMHO JOCHIKyBaTH Ta
aJanTyBaTy PYLIIN.

Apxitektypa APl pymis nobynoBaHa Ha KoHUeNUisX aktopiB (Actors) 1
koMrioHeHTIB (Components), 0 poOUTH 1i THYYKOIO Ta JIETKOIO JJIsi PO3YMIHHSA 1 1O
cyti npeactasise coboro ECS (Entity Component System).

Axtopu € OazoBumu irpoBuMu oO'ektamu B Unreal Engine 4. Bonu
NPEICTABISAIOTh OYIb-51K1 00'€EKTH B I'pi, K1 MOXKYTh OyTH pO3MIIlI€H] Ha CLIeHl. AKTOpHU
MOXKYTh MaTd pi3HI (DYHKIIi, Bl MEPCOHAXIB 1 BOPOTiB 0 MPEAMETIB OTOYEHHS Ta
CBITJIOBUX JIXKEPEJ, BCE 3aJICKHUTh BiJl TOTO, SIKi KOMITOHEHTH BOHU MArOTh.

KomMmoHeHTH — 11e¢ MOAYJBbHI YacCTHHH, SIKI MOKHA JOJIaBaTH JO aKTOPiB JJIs
po3mupeHHs iX QyHKIIOHATBHOCTI. KOMIOHEHTH MOXYTh OYyTH BI3yaJlbHUMU
(Hampukian, CciTK4, wmatepianu), (i3UuYyHUMHU (KOJi3ii, (I3WyHI BIACTUBOCTI) Ta
JOT1YHUMHU (TIOBEIIHKA, YHCIIOBI BIACTUBOCTI).

ApXiTeKTypa KOMIIOHEHTIB JO03BOJISIE CTBOPIOBATH CKJIAJHI OO'€KTH ILISIXOM
KOMOIHYBaHHSI PI3HMX KOMIIOHEHTIB, IO POOUTH MPOIEC PO3POOKH OUIBII THYYKUM 1
monynbHUM. lle Takok chpoinye TeCTyBaHHS Ta HAJArOJKEHHS, OCKUIBKH OKpeMi
KOMIIOHCHTH MOXYTh OYTH 13071bOBaHi Ta TMEpPEBIpeHI He3aIe)kHO. TaKoXX Taka
MOJIyJIbHa CTPYKTypa MOJIETHIY€E MOAANbIEe PO3IMIMPEHHS CHUCTEMH, OCKUIBKUA KOXKEH
KOMIIOHCHT € HE3aJIe)KHUM 1 MOJXKE ITOCTYIOBO HaOyBaTH HOBOTO (YHKI[IOHAy HE
CIIPUYHMHSIOYH MPU [IOMY 3MIHHM KOJIY B 1HIITMX MICIISIX.

[Tpote Unreal Engine He € equHUM OE3KOIITOBHUM PYIIIIEM Yy CBITi, ajie¢ HA MO0
IYMKY € Kpamum 3 HuX. /s nopiBasHHS Unity € 0HUM 13 HAUTIOMYJISPHIIIUX ITPOBUX
pyUIiiB, KU IIUPOKO BUKOPUCTOBYETHCA ISl PO3POOKU 1rop pisHHX >kaHpiB. OJHAK,
BiH Mae€ KutbKa cyTTeBuxX BiamiHHocTed Bim UE4. Ilepma 3 gkux - 1e 3aKpUTHIA KOJI.
Buxigauii ko Unity HemocTymHUI 711 pO3pOOHUKIB, 32 BUHSATKOM KOPHUCTYBAdiB, SIK1
MianucaIncs Ha Haipopoxkuuid tapud. Ile obmexye MoximuBOCTI Jisd Moamdikarii
pylIis Ta TIMOOKOTO PO3yMiHHS HOTO poboTH. A Takox, xoua Unity i Mae MOAYyIbHY
apXiTeKTypy, AesAKl PO3pOOHHMKM BBaXalTh 1i MEHII THY4YKOl mnopiBHsiHO 3 UEA4.
Bukopuctanns kommnoHeHTiB y Unity 1HOII MOXXE MPHU3BOAWTH A0 CKJIQJHOIIIB Y

MacitadyBanHi Ta migrpumii. Takoxk € G0dot — 1e BiZHOCHO HOBUH pyImid 3
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BIIKDUTUM KOJOM, SKUH HaOHpae MOIMYISPHOCTI CEpell MOYMHAIOUHUX PO3POOHMKIB
3aBJSIKM CBOiM THYYKOCTI Ta MPOCTOTI BUKOpHUCTaHHs. [Ipote, came uepe3 Te, mo Unreal
Engine icHye Bxke 0araTo pOKIB 1 Ma€ BEIMKY KUIbKICTb IHCTPYMEHTIB, HallOBHEHY
JOKYMEHTAIIIIO0 Ta IMHUPOKe KOJo po3poOHuKiB. Godot 1ie He IOCAT TaKoro piBHsA, IO

00MeKy€e MOXIIMBOCT1 Y BUPIIICHH] 3aB/IaHb.

3.3 Monyan UnrealAutomationTool

UnrealAutomationTool (UAT) € iHCTpyMEHTOM JJjisi aBTOMATH3allil PI3HUX
mporecis y pospobui irop 3 BukopuctamsM Unreal Engine. Moro romosha meta
nojisirae B 3abe3neyeHHl Oe3nepeOiiHOro Ta eQEeKTUBHOIO MPOIECY CTBOPEHHS,
TECTyBaHHS, 30WpaHHs Ta po3roptanHs irop. UAT € HeBA'€MHOIO YacTHHOIO
exocuctemu Unreal Engine, Hamarouu po3poOHHMKAM MOXKJIMBICTH 30CEPEIUTHCS Ha
BUPIIIEHH] 3aB/IaHb, MIHIMI3YIOUM PYTHHY 1 MIHIMI3yI04UH (haKTOP JIOJICBKUX TOMUJIOK Y
4acTO MOBTOPIOBAHUX 3aBJAHHSX.

Onniero 3 kinruyoBux ocobnusocterr Unreal AutomationTool € ioro 3matHicTs
BUKOHYBaTH CKJIQJHI CIleHapii aBTomatu3alii. lle BKkitodae 30upaHHS TIPOCKTY 3
BUXITHOTO KOAY, KOMIUIALII0, 00pOOKY KOHTEHTY Ta CTBOPEHHS MAaKYHKIB JUIS Pi3HHUX
wiarpopm. UAT miarpumye mupokuii crektp miardopm, takux sk Windows, macOS,
Linux, i0S, Android, PlayStation, Xbox Tta iHii, 1110 103BOJIIE PO3POOHHKAM THYYKO
HaJIAIITOBYBATH CBOI po0OYi MPOIIECH ITiJT KOHKPETHI MTOTPEOU IPOCKTY.

UAT BUKOpPHCTOBYE MOTY>KHHM 1 THyYKH MEXaHI3M KOH(}Irypailii, 3aCHOBaHUH
Ha XML-daitmax Ta xomanmHoMy psanky. lle mo3Boisie neTtanpHO HANAITOBYBATH
mporiecu 30MpaHHs 1 PO3TOPTaHHS, BKIOYAIOYM CHenudiuHi mapaMeTpu JUisl KOXHOT
m1aTGOPMH.

Baxmusoro ¢yskiiero UAT € MOXIHMBICT, aBTOMAaTU30BAHOTO TECTyBaHHs. BiH
JI03BOJISIE CTBOPIOBATH 1 3aIyCKAaTH TECTH IS TEPEBIpKH PI3HUX acmekTiB rpu. Lle
JI03BOJISI€ BUSIBJISITA NMTOMUJIKM Ha PaHHIX eTamax po3poOKH, II0 3HAYHO CKOPOYYE 4ac 1
3ycuJIIsl, HEOOX1IH1 /it iX BunpasieHHs. OaHuM 13 npukiaaiB Bukopuctanus UAT e

aBToMaru3allis 30ipok sl pi3HUX KOHpirypamiit i1 ruardopm. Hampukmaa, MoxHa
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HanamryBathu UAT s aBTOMatuyHOro 30MpaHHS HIYHUX 30IpOK, SIKI BKIIIOYAIOTh
OCTaHHI 3MIHH B KOJIl Ta KOHTEHTI NpoeKTy. Lle 103Bossie OTpuMyBaTH aKTyajabHI Bepcii
rpu 6e3 HEOOXITHOCTI BpYYHY BUKOHYBATH KOKEH KPOK MPOLECY 30MpaHHS.

UAT Mae MOXIUBICTH IHTErpauii 3 cucreMamu Oe3NepepBHOI IHTerpamii Ta
noctaBgu (CI/CD), takumu sk Jenkins, TeamCity uu Azure DevOps. Lle mo3Bosie
HaJallTyBaTH aBTOMAaTUYHE BUKOHAHHS PI3HUX 3aBJlaHb, TAKUX 5K 301pKa, TECTYBaHHS
Ta PO3TOPTaHHS HOBUX BEPCii I'pU MPU KOKHOMY BHECEHHI 3MIH JO OCHOBHOI'O
penosutopito. Taki cuctemu 3a0e3neuyroTh Oe3MepepBHUN IUKI  pO3pPOOKH,
3MEHILYIOYH Yac MPOCTOIO Ta MiJBUILYIOYU MPOIYKTUBHICTh KOMAH/IH.

He MeHm BaxxnuBuM acnekToMm € posmupioBanictb UAT. Binkputuil BUxigHui
KO/, a TaKo>K BOY/JIOBaH1 IHCTPYMEHT PYUIisl TO3BOJISIOTH CTBOPIOBATH BJIACHI CKPUIITH
Ta MOAYJIl JJid aBToMaru3allii crenuiyHuX 3aBJaHb, SKI HE OXOIUIFOIOThCS
cranaaptiuM  ¢yHkuionanom UAT. Ile no3Bonsie amanTyBaTH IHCTPYMEHT T
YHIKaJIbHI MOTPEOU MPOEKTY, 3a0e3Meuyoun MaKCUMallbHY €()EeKTUBHICTD 1 THYUYKICTh Y

poOOTI.

3.4 Moga nporpamyBanusa C++

Unreal Engine npomnonye po3poOHHKaM B OCHOBHI MOBH JIJIsi CTBOPCHHSI irpOBO1
aoriku: C++ ta Blueprints. KoxxHa 3 npx MOB Ma€ CBOI IepeBaru Ta HEIOMIKH, 1 BUOIp
MK HUMH 3aJI€KHUTh BiJi KOHKPETHUX NOTpeO MpoeKTy. S & NI CBOTO MPOEKTY 0OpaB
C++.

C++ € ocHoBHOIO MOBOIO mporpamyBanHs it Unreal Engine. OcHoBHOMO
nepeBaroro C++ y kontekcti Unreal Engine e mpoayKTHBHICTH, aKe TOJOBHUM
npiopiterom UE Oyna i1 3amumaerscs mBuAKiCTh. C++ 3a0e3mnedye BUCOKY MIBHIKICTh
BUKOHAHHS KOJy, IIO0 OCOOJIMBO BaXXKJIMBO JUJISL IrOp, OCKUIBKM BWKOHAHHS KOIY
BiIOyBa€eThCS B peaJbHOMY dYaci KOXeH Kaap. [Ipore MIBUAKICTH 116 HE OCHOBHA
nepeBapara C++ Tum OuIblIIe, 110

Blueprints — e BisyansHa cuctema crenapiis B Unreal Engine 4, sika go3Bosisie

CTBOPIOBATH IrpoBY JIOTiKYy Oe3 HamucaHHS Koxy. Blueprints mamaroTh po3poOHUKaM
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IHTYITUBHO 3pO3yMUIMI iHTepdeic 1uisi CTBOPEHHS B3a€MOJiM, MOBEJIHOK Ta IHIIUX
irpoBux MexaHik. OCHOBHOIO ocoOnuBicTiO Blueprints € mBuake NpOTOTHUIYBaHHS.
BoHM 103BOJISAIOTH MIBUIKO CTBOPIOBATH MPOTOTUIH iTPOBUX MEXaHIK Ta TECTyBaTH iael
0e3 HeoOXIMHOCTI mucaTd Koj. Takox cuctema HonmiB y Blueprints poOuts mporec
CTBOPEHHSI JIOT1KA OUIBII Bi3yaJlbHUM 1 3PO3YyMUIMM, IO OCOOJUBO KOPUCHO [IJIsi
IU3aiiHepiB Ta XYAOKHHUKIB, SIKI HE MalOTh JOCBIAY IPOrpaMyBaHHs, IPOTE MOXKYTb
MaTH JIOCBIJ] 3 CHCTEMaMH Bi3yaJIbHOTO MPOTrpaMyBaHHs y TaKUX mporpamax sik Blender
a0o Houdini. Blueprints sierko interpyrotbes 3 inmmmMu inctpymentamu Unreal Engine,
110 CTIPOIIYE MPOIIeC PO3POOKH Ta HAJIATO[)KCHHSL.

[MpoTe He3BakarouM Ha 4YMCIICHHI mepeBaru, Blueprints marTh CBOi HEIOMIKH.
OCHOBHOIO MPUYUHOIO BIMOBH € 3aIUIyTaHICTh CUCTEMH. 3 YACOM JIOTiKa, CTBOPEHA 3a
nonomororo Blueprints, moxe cratu myke 3aruiyTaHOW Ta BakKKouuTaOenbpHOM. Lle
0COOJIMBO B KOHTEKCTI MaOYTHHOT'O PO3MIMPEHHS CUCTEM. A TaKOXK CKJIAIHICTh aedary,
aJpKe cucTeMa BincTexxeHHs moMmiok y Blueprints peamizoBana nespyuno. B Toii gac
pu po3poo61ti Ha C++ JOCTYITHI MOTYXHI IHCTPYMEHTH BOY/IOBAaHOT'O CEPEIOBMINA IS
Biyaaku Koxy. Jlms ckiamHUX Ta BEIMKUX MPOEKTIB BUKopucTaHHs Blueprints Oyne
00MEXEHHSIM, OCKIJTbKHM 3pOCTaHHS KUTBKOCTI HOJIIB 1 B3a€MOJIN YCKIIQHIOE MIATPUMKY
Ta PO3BUTOK IMPOEKTY, IO 3HAYHO YCKJIAJIHUTh MOXKIIUBICTh JIETKOTO PO3YMIHHS, a II€ €
HETIPUITYCTHM [T MeHe. ToMy B 1boMy NpoekTi Blueprints BUKOpHCTOBYIOTHCS JIHIIIE
JUIS HaJaIlTyBaHHS BI3yallbHOI ckiIafoBoi. Hampukian, nani, sKi MOBUHHI OyTH
perynboBaHUMH B pemakrtopi BuHeceni B Blueprints. Ile mo3Bomsie jerko
HAJAIITOBYBAaTH MapaMeTpu 0e3 HeoOXITHOCTI BHOCUTH 3MIHU Oe3mocepeqHhO B KO/,

10 TIPUCKOPIOE TIPOIIEC TECTYBAHHS Ta HAJIATrOJKCHHS.

3.5 CepenoBuie po3pooku

VY mporeci po3poOKH Ipu BaXKIMBO 00paTH €(EKTUBHE CEPEIOBHINE PO3POOKH,
K€ CIPUSATUME MPOAYKTUBHOCTI Ta 3py4HOCTI poOoTu. He3Baxaroun Ha te, mo Visual
Studio € cranmapToM iHAYCTpIii pO3pOOKH IrOp 1 MIMPOKO BUKOPUCTOBYETHCS OaraTbMa

npodecionanamu, 0yno oopano JetBrains Rider. Lle pimienHst Oyno npuiiHITO HA OCHOBI
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KUTBKOX KJIFOUOBUX apryMEHTIB, K1 po0isaTh Rider Ouibll npuBaOiIBUM BapiaHTOM IS
po3poOku Ha Unreal Engine.

Opnieto 3 romoBHuX npuunH BHOOpYy JetBrains Rider € ioro Bucoka
MPOJYKTUBHICTH 1 MIBUIKICTh B3aemoii. Rider 3a0e3nedye OUTbII MIBUAKUN 3alyCK Ta
3aBaHTaXEHHs MpoekTiB mopiBHsAHO 3 Visual Studio. Kpim toro, Rider BukopucroBye
IHTEJIEKTYyalbHI METOJM KEIIyBaHHS, IO JI03BOJISE 3HAYHO CKOPOTUTH 4Yac 1HAEKcallii
MPOEKTIB. 3aBASKU [IbOMY MOKHA IIBU/IIE OTPUMYBATH JOCTYI A0 HEOOXITHUX (pailiiB
Ta KJIaciB, IO MIJBUIIYE e(PEKTUBHICTh pOOOTH Ha/ MPOEKTOM.

JetBrains Rider nponoHye moTy»KHi IHCTPYMEHTH Jisi peaKTOPUHTY Ta aHAIIi3y
KOMy, SIKi JTO3BOJIAFOTH INBHIKO Ta JIETKO 3IACHIOBATH 3MIiHH. [HCTpyMEHTH aHamizy
KOJIy JIOTIOMararoTh BUSBISTH MOTEHIIHHI MPOOIEMH Ta ONTHMI3yBaTH KOJI, IO CIPHSE
ITABUILICHHIO HOr0 SIKOCTI Ta CTA0UILHOCTI.

Iatenexktyansna cuctema miakasok (IntelliSense) y Visual Studio mparrtoe
NMOBUILHO Ta HE 3aBXJIM HaJae TOYHI pe3ynbratd. Y Bunaiaky 3 JetBrains Rider,
MiIKa3KK € TOYHUMH Ta IIBUAKUMHU, 110 TO3BOJISIE 30CEPEAUTHCS HA HAMMCAHHI KOAY, a
HE Ha MOITyKy HEOOXITHUX METO/IB 4M KjaciB. Rider mpormoHye 3py4Hy HaBiraiiro o
KOy, 10 JO3BOJISIE IIBUIKO MEPEXOIUTH MK (aiiiamMu, Ki1acaMmu Ta METOJaMHU.

JetBrains Rider Hamae mupoki MOMJIIMBOCTI JJid HaJaIlITyBaHHS CEpeIOBHINA
pPO3pOOKHK BIATOBIAHO 10 IHAWBIIYyadbHUX MOTpPeO po3poOHmKa. [HTepdeiic Rider €
OUTBII THYYKHUM Ta aJalTUBHUM, IO JJO3BOJISIE HAJAIITOBYBAaTH HOTO TMiA CBOI

BITOJ00AaHHS Ta MOKPAIyBaTH 3pYYHICTh POOOTH.
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4. ITPOI'PAMHA PEAJIIBALIA

4.1 CrTpyKTypa Ta KOMIOHEHTH CUCTEMH

Crpykrypa npoekty modymoBana HaBkojio ECS cucremu pymris Unreal Engine.
bazoBuM kiacoMm € kimacc nepconaka BaseCharacter, sikuii € 0aThbKIBCHKMM TSI KJIAciB
PlayerCharacter i AlCharacter. (Pucynok 4.1). Bin peaiidye MOBEIiHKY, siKa €
CIUIBHOIO /I BCiX nepcoHaxiB rpu. Ll{ogo koMNOHEHTIB, siki 30€piraloTbCsi B HHOMY.
HealthComponent — 1ie KOMITIOHEHT 3/10pOB’s, SIKAI € YUCTO JIOTTYHUM, BiH BIATIOBiIa€
3a 30epiraHHsl MOTOYHOTO 3/I0pPOB’S Ta OTPUMAHHS WIKOAMU BiJ 1HIIMX MEPCOHAXKIB.
WeaponComponent — koHTpoJiroe 30pOl0 TMEepCOHaXka, BIATOBIAAE 3a ii 3MiHY, Ta

nocTpinu. Ileit kommoHeHT 306epirae B co0i akTopa 30poi, 1 HaNpsIMy KOMYHIKY€ 3 HUM.

HealTimerHandle

Pucynok 4.1 - Ctpykrypa xinacy BaseCharacter

Woro Hacmimauk - PlayerCharacter mnpexcrapise coGO0 Kiac HEpCOHAXA, SKHii

KOHTPOJIFOETHCSI TpaBIleM, OKpIM 0a30BUX BIIACTUBOCTEH, BIH Mae€ Ie AEKUTbKa



42

KOMITOHEHTIB, 5Kl NOTPiOH1 A peanizauii pyxy kamepu (PucyHok 4.2).

Attachment:

Pucynoxk 4.2 — CTpyKTypa Kj1acy irpoBoro rnepcoHaxa Ta cxema 3 €HaHb

KOMITIOHEHTIB.

[Ilomo HeIrpoBUX MEPCOHAXIB, TO BOHU OKpiM 0a30BUX BIJIACTUBOCTEH, IIIE
30epiratoTh B €001 KOMIIOHEHT CMYTH 37I0pPOB'S, sSK€ BIJOOpa)kaeThbCsl HaJl HUMHU,
MOKa3yI4Yu IMOTOYHY KUIBKICTh OYKIB 370pOB'S. A TaKOXX IIOCHJIAHHS Ha JIePEeBO

MOBEJIIHKH, SIKE BIJMOBIA€E 3a PIICHHS IITYYHOTO 1HTEIEKTY Mia yac maTtay. (PucyHok

4.3).

Pucynok 4.3 — CTtpykTypa Kjacy HEIrpoBOro nepcoHaxa



43

Take po3aiuleHHS Ha KOMIIOHEHTH JO3BOJISIE JIOCATTH MOIYJIBHOCTI Ta
pO3MIMPIOBAaHOCTI. TakoXK CHpoIlye BIIAJAKY CUCTEM aJKe 130JII0BaTH MpoOJieMy CTae

JICrmIe, Mo € O4CBUJIHHUM IIJIFOCOM AJIsA 3arajabHO1 IMPOCTOTH CUCTCMMU.

4.2 HanamrTyBaHHS NpoOrpaMu

3 BukopucTanHusaM Blueprints, Takox 0ys10 CTBOPEHO HAIAIKIB JUTs KJIACiB, IS iX
SKI MalOTh BJIACTHMBOCTI, IO BIUIMBAaIOTh Ha IrpoBuil mporec. Hamagku
JI03BOJISIFOTh Bi3yaJlbHO OQUUTH 3HAYEHHS, K1 HAJAIITOBYIOTHCS, & TAKOX OJpasy
BiloOpakat epexTu 3MiH, 1m0 Oy BHECEHI, y peaakTopi pymris. [Ipuknag Mmoxe

CIIyT'yBaTH KJIacu nepcoHaxka ta 30poi (Pucynok 4.4 ta Pucynox 4.5).

. BP_SEUPlayerCharacter(self)

4 8 Capsule Component (CollisionCylinder) {Inhe
R, Arrow Component (A Inherited)

1 Mesh (CharacterMes Inherited)

ring Arm Component (SpringArmCompo

y Camera Component (CameraComponent

® Camera Collision Component (Cameral

© f Character Movement (CharMoveComp) {Inhe
€ Health Component (SEUHealthComponent) {
€, Weapon Component (WeaponComponent) (i

Pucynoxk 4.4 — Kommonentu Blueprint xiacy irpoBoro rmepcoHnaxa B peakTopi.

4 Weapon

MuzzleFlashSocket

I= Finite [ [l

Pucynoxk 4.5 — BnactuBocti Blueprint kiacy rBUHTIBKH y peJaKkTopi.
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VYci pedi, sIKi CTOCYIOThCS BI3yaJbHUX Ta FeMMIUICHHUX HANAIITYyBaHb BUHECEHI B
pemakTtop, IS iX 3pydHoro penaryBanHs. Ha mpuximan, SpringArmComponent
MEPCOHAXKa, KU € IITaTUBOM JUIsl KaMepH, SIKa 10 HbOIO NPHB’sI3aHA, MAa€ JTyKe
THYYKY CHCTEMY HajlalllTyBaHb, B SIKIMi MOXHa BUCTaBUTU 3aTPUMKY, MPU MOBOPOTI
KamepH, ii BIZICTaHb JI0 MEPCOHAXKA, 1 BCE II€ MOXKHA JIETKO HaJallTyBaTH HE YilMaro4yu
koa. AGo x ctpykrypa FWeaponData, sika Oyna 3ragaHa y po3ziiil 2, TaKOX MOBHICTIO
CyMicHa 3 cUCTeMOI0 pedJieKcii pymnis 1 uepe3 1€, pearyBaHHsl BJIAaCTUBOCTEN 30poi
crae yermuMm. lle mie oAMH MYHKT, SIKMA JOBOJAWUTH, LIO0 pO3po0JeHa CUCTeMa Mae
HU3bKUHN TMOPIr BXOJy, Ta MIATPUMYBATH IMPOEKT JOCHUTH JIETKO HaBITh 0€3 HaBHUUYOK

nporpamyBaHHs a00 cnenupiYHUX 3HAaHb CUCTEM PYIIis.

4.3 T'enepauisn nokymeHTaii 3a ronomororw Doxygen

I'enepartiss qoxkymenraii ais npoekty Ha Unreal Engine (UE) 3 momomororo
Doxygen € BaXJIMBUM KPOKOM Y 3a0€3IeUeHH1 3p03yMUIOCTI Ta MIATPUMYBAHOCTI KOJY.
Doxygen — 11e moTyXHUM 1HCTPYMEHT JIJIs1 aBTOMAaTUYHOTO CTBOPEHHS JTOKYMEHTAIIii 3
BUXIIHOTO Koay. BiH miaTpuMye pi3HI MOBH mMporpamyBaHHs, Bkioudaroun C++ —
ocHoBHy MoBy Unreal Engine. Bukopucranns Doxygen n03BosIsi€ IeTKO CTBOPIOBATH 1
HiATPUMYBAaTH aKTyaJbHY JOKYMEHTAIlIF0, IO 3HAYHO TMOKpaIlye SKICTh KOOy Ta
MOJIETIITYE POOOTY.

Hnst mowarky pobGotu 3 Doxygen y mpoekri Ha Unreal Engine motpi6HO
HajamrTyBaTh KoH}irypamiiauii ¢aiin Doxyfile, B skoMy BHU3HAUAIOTHCS MapaMeTpu
redepamii gokymenTtamii. lleii ¢aiin Bkiaoyae B cebe HaJalITyBaHHS NUISXIB [0
BuxigHuX (aiinie, dpopmarn Buxigaux gokymentiB (HTML, PDF, LaTeX Ta inmri), a
TaKOX PI3H1 OMIIIT 711 HAJAIITYBAHHS CTPYKTYpPH Ta BMICTY JOKyMEHTAITl.

[Ticns wamamtyBanHs Doxyfile, MoxHa 3amycTuTH TIpolec TeHepaiii
nokymeHTarii 3a qormmomororo Windows Batch ¢aiiny. Doxygen npoananizye BUXiTHHIA
KOJI, 3r€Hepye JOKYMEHTalil0 y BUOpaHoMy ¢opmaTi Ta CTBOPUTh CTPYKTYypOBaHI
daiinu, 1Mo MICTATh BCIO HEOOXiAHY iH(opmarlito. JlokyMeHTallis, CTBOPEHA TaKUM

YUHOM, Oyzie TOCTYyMHA JIJIsl eperiany uepe3 BeO-0pay3ep abo iHIill 3aco0U NEeperyisiay
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JTOKYMEHTiB (pUCyHOK 4.1).

AtrociousShooter

Main Page  Classes ~ Files ~
Class List

Here are the classes, structs, unions and interfaces with brief descriptions:

AActor
AA|Controller
ACharacter
AGameModeBase
AHUD

AnimUtils

APlayerController

C
C
C
C
C
C
C
C

APlayerState

Pucynok 4.1 — Burnsig 3reHepoBaHoi JOKyMeHTaIli
Buxopucranns Doxygen y mpoO€eKTi CHIIBHO CIPOIIY€E TPOLEC MIATPUMKU KOMY,
OCKUIbKM aKTyajlbHa JOKYMEHTAI[lsl 3aBXJM JOCTYIHA, L0 J03BOJSE po30uparucs y

CTBOpPCHHUX CUCTCMAaX IIBUALIC.

4.4  3oipka npoekty. BuildCookRun

36ipka mpoekty Ha Unreal Engine 3a gomomororo inctpymenty Automation Tool
BuildCookRun aBToMatu3ye Kigbka eTamiB CTBOpPeHHS Tpu. Lleit iHCTpymMeHT
3abe3mnedye 3pydyHHMd crmioci® iHTerpaii pi3HUX 3aBlaHb, BKJIIOYAIOYM 30MpaHHS,
MPUTOTYBaHHS KOHTEHTY (COOKING) Ta po3ropraHHS MPOEKTY Ha Pi3HUX IUIATHOpPMAax.
BuildCookRun cnpomye mi mporiecu, 00'eqHy0un iX y €IUHYy KOMaHIy, IO 3HUXKYE
HMOBIPHICTh TTIOMIIOK, TOB'S3aHUX 3 PYYHHUM BUKOHAHHSM IIMX 3aB/IaHb.

[Ipomec 30ipKu TOYMHAETHCA 31 CTBOPEHHS BEPCii MPOEKTY, SKa BKIIOYAE
KOMITUIAIIIO BCIX HEOOXIMHMX (haliiiiB 1 CTBOPEHHS BUKOHAaBUMX (aljiiB Juisi oOpaHoi
mwrargopmu. Automation Tool BukopucToBye iHpOpPMAIliIO TIPO MPOCKT, BU3HAUCHY B
KOH(]IrypauiHux ¢ainax, mob 310paTu Bci HEOOXIAHI 3alie’kHOCTI 1 pecypeu. Ilicns
bOTO BIIOYBAETHCS €Tall MIPUTOTYBAHHS KOHTEHTY, M1J] Yac SKOTO BCl PECYPCH MPOEKTY

(Mogzeni, TEKCTYpH, 3BYKH TOIIO) OOpOOIISIFOTHCS 1 TOTYIOThCS U1l KIHIIEBO1 MIaT(HOPMHU.
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Le#t npouec BKIIIOYae ONTUMI3ALII0 Ta KOHBEpTaLito (aiaiB y GopMar, M0 HOiAXOAUTb
JUTSL LITBOBOTO IPUCTPOIO, 110 3a0e3medye HalKpally NpoJyKTUBHICTb TPH.

Hactynauit etan — ue posroptands npoekty. BuildCookRun aBromarnyno
CTBOPIOE ITHCTANSIIINHI (ailnin abo MakeTu, TOTOBI IJsi pPO3ropTaHHsS Ha oOpaHid
mwiatgopmi, 6yae To 1K, KoHCOII Y MOOLIBHI MPUCTPOi. [HCTPYMEHT TaK0X MIATPUMYE
cTBOopeHHs debug-Bepciii 1 TeCTyBaHHS Ta BUIPABJICHHS NOMMJIOK. 3aBISKH LbOMY,
PO3POOHUKH MOXKYTh HMIBUAKO 1 JETKO PO3TOPTaTH CBOi MPOEKTH HA PI3HUX MPUCTPOSX,
3a0e3Mneuyoun 3py4YHICTh Ta €(EeKTHBHICTH poOoyoro mpouecy. BaxkiauBuM acrekroM
Bukopuctanis BuildCookRun € iforo iHTerparis 3 cuctemamMu 0e3nepepBHOT IHTErparii
(CI), takumu six Jenkins abo TeamCity. Lle no3Bosisle aBTOMATU3yBaTH MpoIEeC 301pKH,
NPUTOTYBAHHS 1 PO3TOPTAHHS MPOEKTY MPU KOXKHOMY KOMITI 3MIH JI0 PEMO3UTOPIIO.
Taka aBroMaru3allisi 3HAYHO MIJBUINYE TPOAYKTUBHICTh KOMAaHAM, JAO03BOJISIOUU
pPO3pPOOHUKAM 30CEPEIUTUCS HA BHUPIINICHHI TBOPYMX 3aBJaHb, a HE HA PYTUHHUX

TEXHIYHUX acCIIEKTaXx.

4.5 3acodom aBTOMaru3amii

IIporiec aBTOMaTH3aIlii 30ipKH MPOEKTY MOYMHAETHCS 3 HamamTyBaHHs Jenkins.
[Ticns BcTanosiaeHds Jenkins Ha cepsepi, 1m0 MoXKe OyTH JOKaJbHUM a00 BHIIJICHHM,
CTBOPIOIOTHCS BIAIOBIIHI JyKepena Ta 3aBaanus (jobs).

Hactymaum etanoM € HamucaHHsS creHapiro s 30ipku. Y Bumaaky Unreal
Engine, me pobuthes 3a momomororo iHcTpymeHnty Unreal Automation Tool (UAT) i
rioro komanau BuildCookRun. Cuenapiii BUrIsgae sk KOMaHIHHEA (aiii, 1110 3amycKae
komanay BuildCookRun 3 BimmoBimHMMM mMapamMeTpamH JUIsl IJIbOBOI IIAT()OPMH.
[Ticis HanamTyBaHHs 3aBAaHHS 30ipku, JENKINS MOXe aBTOMaTUYHO BHKOHYBAaTH HOTO
3a PO3KJIaoM, IO 3a0e3neuye OesnepepBHY iHTerpamito. Lle m03Boisie aBTOMAaTHYHO
BUSIBJIATH 1 BUTIPABIISITH MMOMWJIKMA HAa PaHHIX CTaAisiX PO3POOKH, 3HAYHO CKOPOUYIOUH
4yac Ha BUIPABICHHS 1 MIJBUILYIOUM SIKICTh KIHIIEBOTO MPOAYKTY. ABTOMAaTHU30BaHa
30ipKa Tak0X [I03BOJIIE CTBOPIOBAaTH pi3HI Bepcii MPOAYKTY JJIsi TECTyBaHHA 1

pO3ropTaHHS.
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ABTomartH3arlisi reHeparlii JoKyMeHTamii 3a jonoMororo Jenkins € HacTymHUM
BAYKJIMBUM aCIEKTOM, L0 JOMOBHIOE MPOIEC PO3POOKHU. /[ MOro mpoekTy reHeparis
JOKYMEHTallll BKJIIOYa€ BUKOPHUCTAHHS I1HCTpyMeHTy DOXygen, sikuil aBTOMaTH4HO
CTBOPIOE JTOKYMEHTAI[I}0 3 KOMEHTapiB y BUXITHOMY KO/l Ta Ha3BM KJAacCiB, iX METOJIIB
ta nomiB. [lum 3abe3nedyeTbcs MOCTYNHICTh TEXHIUHOI JokymeHTarli. [lpoiec
HanamryBanas Jenkins st reHepariii JOKyMEHTAIlll CXOKUH Ha HAJAIITyBaHHS JUIS
30ipku. CrioyaTKy CTBOPIO€ThbCS HOBe 3aBiaHHsA. ClieHapidl AJjid reHepaiii € IpoCcTUM
KOMaHIHUM ailsioM, skui 3amyckae DOXygen 3 BiamoBigHuMH mapameTrpamu. llei
CIICHapii T0Ja€ThCs 0 3aBaanHHs B Jenkins.

Ha moro nymky, Bukopuctanss Jenkins mns apromaru3aiii 30ipku MpPOEKTY Ta
reHepaiii JOKyMeHTaIlli Mae Kiibka KitodoBux mepenar. I[lo-mepiie, 1e 3abesrneuye
CTaOUIBbHICTh 1 HAAIMHICTH MpOLIECY PO3POOKH, 3HMKYIOUU MMOBIPHICTh MOMUIIOK. [1o-
Apyre, 1€ MiIBUIIYE MPOAYKTUBHICTh, JO3BOJISIIOUM 30CEPEIUTHCS Ha BUPIIICHHI
3aBlaHb 3aMICTh PYTHHHHUX TeXHIUHMX acnekTiB. [lo-Tpete, 1e 3abe3neuye
aKTYaJbHICTh 1 IOCTYMHICTh JOKYMEHTAIIli, III0 € KPUTUYHO BAXKITMBUM JIJISI TIIATPUMKH
BUCOKOI sIKOCT1 kony. Ilicig HanmamTyBaHHS cLieHapiiB iX MOXKHa 3allyCKaTH OJHIEIO

KHOIIKOIO (pHCYHOK 4.2).

£ Add description

All AtrociousShooter +

S w Name | Last Success Last Failure Last Duration

©

BuildAS 3daysOhr #12 N/A 18 sec >

®@ GenerateDocumentation 3daysOhr  #4 N/A 13 sec >

Pucynoxk 4.2 — Burisin crienapii Jenkins

Takum umHOM, aBTOMAaTH3aIlisd 30IpKM MPOEKTy Ta TeHeparlii JTOKyMeHTaIlli 3a
noromororo Jenkins € MOTYy)XHHM IHCTPYMEHTOM, IO JIO3BOJISE 3HAYHO MiABUIIUTH
eeKTUBHICTh 1 SAKICTH TIporecy po3poOku. BukopuctoByroum Jenkins, moxHa
aBTOMATU3yBaTU pYTUHHI 3aBAaHHs, 3a0e3neuyroud Oe3nepepBHY IHTErpamiio 1
JIOCTaBKYy, a TaKOX aKTyaJIbHICTh 1 JOCTYMNHICTh JOKyMeHTarlii. Taka onrumizaiis

po0OOUYMX MPOILIECIB 3BOAUTH /10 MIHIMYMY CKJIQJIHICTh 1HTErpallli Ta pO3rOPTKU MPOEKTY.
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Takoxx aBTOMaTH3aligd copoulye MalOyTHIO iHTerpauiro 3 APl pizHux miuatdopm
TUCTpUOYIIi, TOOTO 3a HEBEJMKOTO PO3LIMPEHHS, CHUCTeMa JO03BOJIUTH 30UpaTH Ta

JIOCTABJISITU MPOEKT B OJWH KIIIK MUIIII.
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5. POBOTA KOPUCTYBAYA 3 IIPOI'PAMOIO

5.1 CucremMHi BUMOry Ta iHcTAJIALIA

JUIst yCHIIIHOTO 3amycKy MPOEKTY AOCTAaTHBbO IIICAS 3aBaHTaXEHHS apXiBy
3aIyCTUTH BHUKOHYBaHMI (haiij, a TakoX MHIIKAa Ta KiaBlaTypa, redMmaad rpa He
niaTpumye. JI1s BUKOpUCTaHHS NPOEKTY y peaakTopi notrpioHo matu 1K, sxuit Oyxae
BIIMOBIIATH MIiHIMAJIbHUM CHUCTEMHUM BHMOTaM PEKOMEHJIOBAaHMM Kommadiero Epic
Games s pyurid, a came. [Ipouecop noBuHeH matu 4 siipa Ta TAKTOBY YaCTOTY BHILE
2.5 I'ri. MiHiMyM 8 rirabaiiT onepaTHUBHOI maM’siTi, a TakoK BctaHoBjieHui DirectX 11

a6o 12.

5.2 Poboui cuenapii

B3aeMoiiss kopucTyBada MOYMHAETHCS 3 3allyCKy TPU Yepe3 BUKOHYBaHUH (haill.
[Ticns mpOro BiIKPUBAETHCS TOJIOBHE MEHIO TPH, SKOMY TPEJICTABICHI BCl irpoBi piBHI

(Pucynok 5.1).

Deathmatch

N
Start Game

Pucynok 5.1 — I'osmoBHE MEHIO rpu
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Komun kopuctyBau oOupae piBEeHb IOYHMHAETHCA 3aBAHTAXKEHHS KapTU Ta

B1100paka€ThCs 3aBaHTAKyBaJbHUM ekpaH (PucyHnok 5.2).

Pucynok 5.2 — 3aBaHTaXxyBaJIbHUN €KpaH

SIK TINBKM 3aBaHTAXEHHS 3aKIHYUTHCS IMOYMHAETHCSA caMa Ipa i 3 SIBUTHCA
inTepdetic HUD (Heads-up Display), Ha sikomy BigoOpa)ka€Thcst MOTOYHA 1H(GOpMAITis,

HaIPUKJIAJ KUTBKICTh 3/T0POB’sI TPaBIIs Ta KUIBKICTh Horo natpoHiB (Pucynok 5.3).

Kills: 0

Pucynoxk 5.3 — Heads-up Display

[Tix gac rpu BigOyBaeThCs 01, y SIKOMY IEpPCOHAX1 MOXKYTh MiAOUpPATH IMiKara,

abu MOMOBHIOBATH 3amac 310poB’sl a00 maTpoHiB. Takox rpaBelb MOXE MOMUPATH, TOI1
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BiH MO0A4YUTh Nepes co00 BIKHO CMEpPTI, Ta TakMep 31 3BOPOTHIM BIUTIKOM 10 HOro

noBepHeHHs y rpy (PucyHok 5.4).

Pucynok 5.4 — BikHo cmepTi

3a OaxxaHHSM, TpaBellb MOXE TMOCTAaBUTH Ha May3y, TOIl BIIKPUETHCS MEHIO
nays3u, 4epe3 K€ MOXKHa abo MPOJOBXHUTHU I'py, a00 BUUTH Yy TOJIOBHE MEHIO, abo X

B3araii Buiitu 3 rpu (Pucynok 5.5).

I

A |

Continue

Pucynok 5.5 — Bikno nay3u

SAkio € 6axaHHs, TO 3a JONOMOTroK KHONKHA “M” MoXKHaA MOBHICTIO BUMKHYTHU
3BYKOBE CYNMpPOBOKEHHS rpu. Koiu mMaTd 3aKiHUyeThCs TpaBellb 0auuTh nepes co0oro

Ta0auIko 3 QIHATBHUMU pe3ybTaTaMH, TOOTO KUTBKICTIO BOUBCTB Ta CMEPTEN KOKHOTO
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MEPCOHAXka, 3 SIKOTO BIH MOXe ab0 MOBTOPUTH TPy, ab0 X BUUTH y TOJIOBHE MEHIO.

(PucyHok 5.6)

Kills Death
15 5
n
4
]

A ] A
Restart Level Main Menu

Pucynok 5.6 — BikHO 3aKiHYEHHS TpU

[arepdeiic kopuctyBaya € JTOCTaTHHO MPOCTUM 1 HEHaBaHTaxkeHUM. lle €
NEPEeBarol0 a/pke MEePeBaHTAKEHUN Ta 3arulyTaHuil iHTepdelc MoXKe BIIISKYBaTH

MOTEHITIaTbHUX TPABIIIB.

5.3 MoxauBi nokpamieHHs CHCTEMHU

Po3pobka rpum — 11e mporec, KU MOCTiiHO eBojromionye. Ilicas 3aBepiieHHS
OCHOBHO1 pOOOTH HaJ IIPOCKTOM 3aBKIH ICHYIOTh MOKJIMBOCTI JIJI1 BIOCKOHAJICHHS Ta
PO3MIMPEHHS (PYHKITIOHAIBHOCTI TPH.

[lepmie 3 moKpamieHb, SK€ MOMIJIHBO IMIUIEMEHTYBATH BiTHOCHO JIETKO — II€
iHTEerparis MITpUMKH Teiimmana. Ile € oqHuM 3 BaXKJIMBUX acCHEKTIiB JUIS TTOKPaICHHS
KOPHUCTYBAIlbKOTO JIOCBIy € JI0AaB, a/pKe Oarato TpaBIliB HAJAIOTh IepeBary
BUKOPHUCTAaHHIO KOHpoOJIepa Jjisi OUTBIIOT 3pyYHOCTI Ta TOYHOCTI mia yac rpu. Komdopt
TPaBIsl € BAXIUBUM, aJDKE T'pa B MEPITy Yepry s TPaBIliB, a Uil 0araTboX 3 HUX
reiMmaa € OUTbll 3pYYHHUM IHCTPYMEHTOM IMOPIBHSIHO 3 KJIaBIaTypolO Ta MHIIECIO, 1110
MiABUIIYE 3aJI0BOJICHHSI BiJ TpH. 3 I[LOTO BUIUIMBAE IMHUPIIC OXOIUICHHS ayAUTOPii.

Takox, miATpUMKa reiMiana poOUTh rpy JOCTYHHINIOW JJIsI TPaBLiB, SIKI 3BUKIH 10
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KOHCOJIEH.

HacTtynHe ne nonaBaHHS HOBOTO KOHTEHTY, TAKOTO SK HOBI PIBHI Ta HOBI THUIH
30poi. Pi3HOMaHITHICTH apceHany 30poi €  KIIOYOBUM  €IEMEHTOM IS
ypI3HOMAaHITHEHHs reiimiuiero. JlogaBaHHA HOBUX BUIIB 30poi 3  pI3HUMU
XapaKTepUCTUKAMU Ta MEXaHIKaMHd MOXE 3HA4YHO TIJABUIINUTH JHUHAMIKY TpH.
Hanpuknaza, cHalinepchbKi TBUHTIBKM 3 BHCOKOIO TOYHICTIO Ta BEJIIMKOIO JTUCTAHLIEIO
NOCTPUTYy. ABTOMATHYHI MICTOJIETH, IIBUAKOCTPUIBHI, MPOTE 3 MEHILOK IIKOAOI Ha
MaIbHIX JUCTAHIIIAX.

JlocTaTHRO ~CKJIaJHUM TIpOIlecOM OyAe BIPOBAIKCHHS MYJIBTHUIICEPHOTO
pexumy. IIpote 11e oaHe 3 HANCKIATHINIKX, ajle y TOW caMUil 4ac 1 HaBaKTUBIIIUX
MOKpAIlleHb, K€ MOXXE 3HAYHO PO3MIUPUTH (YHKIIOHATBHICTH TPU Ta 30UIBIIMTH il
nonyJspHicTh. Lle mpuBHECE y TPy comianbHy B3a€MOJIII0, AK€ MOXKIIMBICTh TPaTH 3
py3sMu ab0 IHIIUMH TPABIIMH TI0 BCOMY CBITY JI0JIa€ COIlaIbHUM acTiekT 1o rpu. e
JaCTh MOJKJIMBICTh 3alpOBAJUTH HOBI IrPOBI PEXHUMH: KOMaHIHI 001, gyedn,
KOOTIEpaTUBHI Micii Ta 1HIII MOXKYTh 3HAYHO YPI3HOMaHITHUTH TeimIiel. B Toi camuii
gac, 3aBISAKA OUIbIIIA IMMEPCHBHOCTI 30UIBIIYETHCS JKUTTEBUU IIUKI  TPH.
MynbTUIICEP MIATPUMYE MOCTIMHUEN 1HTEepec 3 OOKY rpaBIliB, 60 K HIIIO 1HIIE J0a€
3MaraJibHUM acmiekT y rpy. s peamizaliii MyabTUILIEEpa HEOOXiTHO BpaxyBaTH KiIbKa
BOXJIMBHX AacCIHEeKTIB Takl SK cepBepHa iHGpacTpykTypa. bamancyBanHs Tpu TiA
MYJIBTHIUICEP, II€ 30BCIM IHIIA 3ajada Ha BIAMIHY BiJl OJWHOYHOTO PEXKUMY.
3abe3reueHHs] PIBHUX MOJKJIMBOCTEH ISl BCIX TPaBIlIB, HE3aJIGKHO BiJ iX PIBHI €
000B'SI3K0BOIO, TOMY 1110 0€3 I[bOr0 MOYATKIBI OyayTh BimdyBaTH (GpycTpaiito, a He
3aJI0BOJICHHSI, SKIIIO BOHM HE MAaTUMYTh IIAHCIB BIIOPATHCS 13 CYNIEPHUKOM. 3aXUCT Bij
HEYECHOI TPH, aJKE SIK TUTBKU 3'IBIISE€THCA MOXIIMBICTh OyTH Kpallle HiK 1HIII, TOYHYTh
3'SIBISITUCS. JTFOAM, SIKI 3aXO4yTh 3pOOWTH II€ BUKOPHCTOBYIOUM Bpa3jIMBOCTI TPU Ta
CTOPOHHI MPOTPaAMH.

[ToxpateHHst CUCTEMH CTPUTEOM MOKE CYTTEBO BIUTMHYTH HA 3aTaJIbHUNA IrPOBHIA
nocein. Hanmpukman, BapTo 3BepHYTH yBary Ha cucteMy ctpineou B CS:GO, ne BoHa He
€ BUIAJIKOBOIO, a Oa3yeTbcsi Ha mmabioHax. OUeBUAHOIO MEPEBAror0 IadJIOHHOI
CHUCTEMHU CTPUIHOM € TependadyBaHICTh, a AKIIO CHUCTEMa mepenadadyBaHa, 3HAYUTH 3

JIOCBIIOM Ta YacoM 1ii MOKHAa IIOBHICTIO 3aCBOITH, 1€ OyJe TpuUMaTu TpaBliB.
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KopucrtyBaui, siki BUTpayaroTh OUIbIIE Yacy Ta CHJI HA BUBYEHHS IIAOJIOHIB CTPUILOWH,
OTPUMYIOTh BHUHAropoJy y BHUIUISIAI Kpamioi TOYHOCTI Ta €(EKTHUBHOCTI, a BIJ LbOIO
OUIbIIIE TEPEMOT Yy 3MarajlbHUX PeKUMaX.

[Tokpamennst cuctemu aBToMarusaiii 30ipku npoekty Ha Unreal Engine uepes
Jenkins Moke 3HAYHO MIABUIIUTH €(PEKTUBHICTH 1 HAMIMHICTH MPOILIECY PO3POOKH.
OmHMM i3 KITIOYOBHMX aCMEKTIB TAKOTO TMOKpAIICHHS € MEePEBEACHHS 3 JIOKaJbHOTO Ha
BUJUIEHUI cepBep. BukopucranHs BuauieHoro komm'rotepa ans Jenkins 3abesneuye
P TiepeBar, 1o CIpUsSIOTh ONTHUMI3allil poO0YOro mporecy.

HalioueBuaHilie mosiniieHHss moJsrae y 30UIbIIEHH] MOPOAYKTHUBHOCTI.
JlokanpHUI XOCT, KU OJTHOYACHO BUKOPHCTOBYETHCS JIJIST PO3POOKHU Ta aBTOMATH3AIlii
301pku, MOXe OyTH TEepeBaHTAKEHUH, 110 BIUIMBAE HA MIBUAKICTH 1 CTAOUIBHICThH SK
PO3pOOHMIILKMX 3aBlaHb, TaK 1 TMporeciB 30ipku. Buninenwii cepep 103BOJISIE
PO3ILIUTH 111 000B'SI3KH, 1110 3a0e3neuye Ol cTaOUTbHE 1 MIBUJIKE BUKOHAHHS 301pOK,
OCKUIbKH BC1 PECypCH MalllMHU OYyIyTh 30Cepe/eHl Ha BUKOHAHHI 3aBaaHb Jenkins.
Kpim TOro, BUKOpPHCTaHHS BHUAUICHOTO CepBepa MIiABUIYE HAMIMHICTL 1 Oe3meKky
cuctemu. Ha mokanbHOMY XOCTI iICHY€ PU3UK BUIIAIKOBHUX ME€pE3aBaHTAXEHb, OHOBJICHB
a00 IHIIKX TOJIM, K1 MOXYTh IEepepBaTH MpoIlec aBToMartu3allii. BumiieHuit ceppep
MOke OyTHM HajamTOBAaHWW JUIS MIHIMI3amii TaKUX pPHU3HKIB, 3a0e3Medyrdu

6e3mnepepBHy podoTy Jenkins 6e3 3001B.
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BUCHOBKH

VY xoa1 AumIoMHOT poO6oTH OyJIO0 CTBOPEHO OJTHOKOPUCTYBAIIBKY TPy KaHpy TPS
3 BukopuctanusaMm pyuisa Unreal Engine. OcHOBHaA MeTa NMPOEKTY MoJsirajia B po3pooii
3aXOIUTIOI0YOr0 IrPOBOTO JOCBIAY, SKUN y TOM caMuii yac OyjAe MOCTaTHBO CKJIaAHUM
IS TpaBlisg, abW BTPUMYBATH HOTO.

[Tin wac po3poOku OyyO MPOBENECHO aHANI3 ICHYKYHUX IrOp IbOTO JKaHPY, IO
JO3BOJIUJIO BUJUIMTH KIIIOYOBI MEXaHIKM Ta OCOOJMBOCTI, HEOOXIJH1 JJii CTBOPEHHS
SKICHOTO TpOAyKTy. Ha oCHOBI 1poro anamizy Oynao po3poOJieHO KOHIIENTyaJlbHUN
IU3aiiH TpW, BKJIOYalouum 1irpoBi MmexaHiku. OcoOnuBa yBara mpuauIsiacs
3a0€3MeUeHHI0 30a7aHCOBAHOCTI IFPOBOrO MPOIECY Ta €JIEMEHTIB, IO CIPHUSIOThH
YTPUMaHHIO yBaru rpaBlis, a TAKOXK 3aco0aM aBTOMaTH3allli MPOIIECiB PO3POOKH.

Peanizanis rpu B cepenosuini Unreal Engine mo3Bosinia BUKOpUCTATH CyYacHi
TEXHOJIOT1i Ta IHCTPYMEHTHU JJII CTBOPEHHS Ta MIATPUMKHU MPOEKTY, a TaKOXK JTOCATTH
BUCOKOTO PIBHS TPOJAYKTHUBHOCTI, IO BaXJIWBO MJis TpaBiiB, siki MmatoTh [IK, mio
TEXHIYHO 3acTapiid. byno yCHIIIHO IHTErpOBaHO PI3HOMAHITHI MEXaHIKH, TakKi SK
CHUCTEMa CTPUIHOM, IMITYYHHH IHTEJIEKT BOPOTIB, IJIABHI YIIPABJIIHHS IEPCOHAXKEM Ta
a”iMmarmi.

BaxxnmuBoro 0OCOONMBICTIO peali30BaHMX CHUCTEM € iXHS MOIYJIBHICTH 1
PO3IIMPIOBAHICTD, IO JIOCSATAETHCS 3aBMISIKM BUKOPUCTAHHIO KOMIIOHEHTIB. Lle mo3Bomsie
JIETKO aJlafTyBaTH Ta OTIOBHIOBATH TPy HOBUMHU (DYHKIIIOHATbHUMU MOYKJIUBOCTSAMU B
MaiOyTHbOMY.

Kpim Toro, 6ymno po3pobneHo 3acob0u aBTomMaTu3aiii s 30ipKu Ta TeHeparlii
JOKyMEHTaIii mpoekTy 3 BukopuctanHaMm Jenkins. Ile 3HauHO cmpocTuio mporec
PO3pOOKH, T03BOJISIIOYM aBTOMATH3yBaTH PYTHHHI 33Jadi, 3a0e3Mevyloud MIBUAKY Ta
HaJiiiHY 301pKy I'pH, a TAKOXK aKTYaIbHICTh TEXHIYHOT TOKYMEHTAIII].

TakuM ymHOM, TMOCTaBIEHI 3amadi OyJaM YCHINIHO BUKOHAHI, 1 PE3yJIbTaTOM

poOOTH cTasia MOBHOIIIHHA Tpa kaHpy TPS.
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