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This work is devoted to optimizing the process of storing in-game values in
RPG games, namely, the storage of items in the inventory and related virtual
containers that are typical for games of this genre. An analysis of popular games
using item storage mechanics was carried out in order to establish the optimal set
of tools necessary for the player to access them conveniently and intuitively. It
has been established that the most optimal is a set of two virtual containers, the
main of which is a static inventory container with features characteristic of the
game genre, as well as a special container that unifies access to some in-game
objects that have storage properties.

KoxHOro poKky Ha pWHOK BIACOITOP MOTPAIUISE€ BEIMYE3HA KIJIbKICTh
npeactaBHUKIB )kaHpy RPG, abo ponpoBux irop. [1ix yac po3poOku irpoBi cTyAii
KEPYIOThCS MOTpeOaMHu CTUJIICTUKM [1], y TOMy 4YHMCII MiJ 4ac CTBOPCHHS
KOHUENTY B3a€EMO/I1i 3 irpoBUM CBITOM. HaifuacTimie rpaBenp yepe3 HeoOX1JHICT
noai0Hoi B3aemojli Mae MOTpedy y 30€pe’KEeHH1 1rpOBOro MaifHa, mo OyJio
3HAWJIEHO, CTBOPEHO, MPUAOAHO YM OTPUMAHO Oy b-SIKAM 1HIIMM IUISIXOM. Yepe3
OCOOJIUBICTh >KaHPy 13 4YacoOM MPWXKUJIACh TEHACHIlS peamizamii nomaiOoHoi
MEXAHIKM 3a JOMOMOrOK) BIPOBAKEHHS TaKOi CYTHOCTI, SIK 1HBEHTAp.
OpHOYacHO 13 TeMOamMu PO3BUTKY MAacCIUTa0lB MPOEKTIB JAHOTO >KAHPY
pO3MIMPEHHS (PYHKIIIOHAJTBLHOCTI ITPOBOIO CXOBWINA YCKJIAJAHIOBAJIO MPOILEC
B3a€MO/I1 IPaBIIsA 13 CHCTEMOIO Ta IMiABHILYBAJIO MOPIT BXOY.

Buxonsuu 3 aHamizy pojbOBUX 1rOp, IO BUULLIM B penmi3 3a octaHHi 10
POKIB, MOKHA BUAUIMTH OCHOBHI CYTHOCTI [2], a00 BipTyaJibH1 KOHTCHHEPH, IO
HaOUTbIIE BUKOPUCTOBYIOTHCS AU3aiHEPAMU MPU PO3poOLl CHCTEM 30€pIraHHs
IrpOBOrO MaiHa:

- IHBEHTap rpasLis,;

- MOPTAaTUBHE CXOBUIIIC HA IMPOBIH JIOKalli (CyHAyK, mada Toulo);

- IHBEHTap MapTHEPa N0 KoMaHAl a00 BOMTOTrO CYNEPHUKA,

- BIKHO JOCTYMYy J0 MaifHa, o OyJI0 CKUHYTO TPaBLEM PaHIIIE;

- BIKHO 1HIIMX KOHTEHHEPIB, HEOOXIAHI AJs cnenudiuHuX i, TaKUX SIK
B3a€MO/IS 13 CKpUnTaMu ado Kpad)T HOBOTrO MaiiHa.

3a3HaucHI BIPTyaJibHI KOHTEHHEPH MOKHA KJIaCU(DIKYBATH 34 NPUHLIMIIAMHA
B3AEMO/IIT 3 OTOUYIOUMM CBITOM Ta Bi3yaJIbHUM BiI0OPAKEHHSIM, 1110 ACOLIFOETHCS
13 BUKOPUCTAHHSM IMEBHOTO KOHTEHHEpy. He3Bakaroun Ha BEMUKHNA BiICOTOK
30iry MK I1HBEHTapeM TIpaBls, BOWTOr0 CYNPOTHBHHKA Ta MOPTATHBHUM
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CXOBULLEM, 3MillyBaHHA LMX CYTHOCTEN He MOBMHHO BifbyBaTMUCh uYepes
Heo4yeBMAHICTb NOAIGHMX pilleHb AN rpaBLs Ta MOX/IMBUM NepeLwkogam nif yac
irPOBOr0 Mpouecy, BpaxOBYKUM 4acTOTy 3BEPHEHb A0 cUcTeMu 36epiraHHs
MalHa nifg 4ac irpoBoi cecii. ¥ TOW camMui 4ac rpaBellb MOXe MOBHOLIHHO
B3aEMOIATA NuvWe 3 OAHMM [04aTKOBMM BUAOM CXOBMLLA 4epe3 Te, WO €
HeoOXiAHICTb MepeHOCY MaiHa 3 «BflaCHOT KWLIEHi» [0 anbTepHaTUBHOIO
KOHTEelHepy, a NpUHUMN €4MHOrO0 JA0AaTKOBOr0 BiKHa [03BONSE TpaBLEBI
KOHLIeHTpyBaTM yBary Ha OCTaHHbOMY aKTUMBHOMY CXOBMLi, L0 BIANOBIAAE
BMMoram aHpy RPG. BignoBigHo, nogibHi KOHTeHepn NOBMHHI 3HAXOAUTUCH
MopyY i3 OCHOBHWM BIKHOM 3 AMHaMIYHOK KOPEKLiet0 BiL0OpaXeHHs.

MopaibHa cuctemMa BpaxOBYE HeOOXiAHICTb iHTerpauii BigobpaKeHHA [0
mMofeni AaHuMX, WO BIANOBIAAE BULLE3a3HAYEHUM KpUTepiaM Ta [03BOJISE
BOyLOBYBaT ONTMMIi30BaHy CUCTEMY 30epeXeHHs MaliHa [0 apXiTeKTYpHOro
pilweHHa irop. Cuctema BUKOPUCTOBYE 6a30Bi MOHATTA TaKUX CYTHOCTEN, §K
«irpoBUin NpeaMeT», «KOHTENHEP» Ta «npeaMeTHa KOMipka» (BipTyanbHWUA cNnoT
Ans iHopmauiiiHoT moaeni npegMeTy abo i Bigo6paxeHHs). 3anpornoHoBaHO
BMpILWIEHHA NoTPe6 peanisalii 3a paXyHOK BUKOPUCTaHHA NPOrpaMHUX pillieHb Ta
abcTpakuyin irposoro pyuwito Unreal Engine 5 (3 po3LWINPEHHSAM 32 AONOMOTOH
nnariHy GAS). KoHUenT cnuctemu Tta B3aEMOAIT MK 1T CKNagoBMMM YacTUHaAMM
npeacTtaeneHo y surnagi Mind Map, Wwo HaBefeHO Ha PUCYHKY 1

PucyHok 1- Mind Map cuctemn 36epexxeHHs irpoBoro MaiHa

Y nigcymky nogibHa cucTtema [03BOSise abcTparysatv po3pobKy Bif
36epiraHHsa irpoBoro MaiHa Ta CKOHLEHTPYyBaTMCA Ha acrektax Au3aiiHy 6e3
BTpaT y NAOWMNHI apXiTEKTYPHUX PillieHb.
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