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The paper examines the use of the Blueprint visual programming system in

the Unreal Engine 4 environment for creating interactive game systems. The
main focus is on implementing interaction logic between scene objects, handling
events, and creating dynamic gameplay elements without using traditional pro-
gramming code. Within the scope of the work, the capabilities of Blueprint for
implementing various types of mechanics are explored, including character in-
teraction with objects, triggering events through trigger zones, creating an object
spawning system, and organizing logical scenarios within a game level. The re-
sult of the work is the development of a prototype interactive system that
demonstrates the effectiveness of using Blueprint in the development of game
logic and interactive environments.

CydacHi irpoBi pyurii HajalOTh MUPOKUI HAOIp 1THCTPYMEHTIB MJIsi CTBO-
peHHs IHTEpakTMBHUX [HU@poBux cepenoBuil. OmHUM 13  KIHOYOBHUX
iHctpymenTiB Unreal Engine 4 [1] € cuctema Bi3yaJIbHOTO MNpPOTrpaMyBaHHS
Blueprint, sika 103BoJ1sI€ peani3oByBaTH CKJIaHY JIOTIKY IMOBEIIHKU 00’ €KTIB 06€3
BUKOPUCTAaHHS TPAAMIIAHUX MOB mporpamyBaHHs (pucyHok 1). JlocaimxeHHs
1HHOBAI1{ IUX IHCTPYMEHTIB € aKTyaJIbHUM JJIsl pO3pOOHUKIB 1TOP.
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Pucynok 1 — Intepdeiic penakropa Blueprint y Unreal Engine 4
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Blueprint 6a3yerbcsi Ha rpadiuHOMY MPEACTaBICHHI MTPOTPAMHOI JIOTIKHA Y
BUTJISAII BYy3diB (nodes) Ta 3B’s3kiB MK HUMHU [2,3]. Takuii miaxia 3HAYHO
CIPOIIy€ TMPOIEC CTBOPEHHS IrPOBHX MEXaHIK, JO3BOJISIE IMIBHUAKO TECTYBaTH
PI3HI1 ClIeHapii B3a€MO/Ii1 Ta 3MEHIIIY€ CKJIaJIHICTh PO3POOKH I pO3POOHUKIB.
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Pucynoxk 2 — [Ipuknan peanizauii noriku y Blueprint Event Graph

VY Mexax mpoekTy cuctema Blueprint BUKOpHUCTOBYEThCS ISl peatizarii
B32€EMO/III MK TIEPCOHAXKEM 1 €JIEMEHTAMH CLIEHH, 0OpPOOKH TPUTEPHUX TOMIN Ta
KEepyBaHHSA MOBEAIHKOIO 00 €KTIB y cepeloBHIlll. 30KpeMa, epen0adacThCsl BU-
KOPHUCTaHHSI TPUT€PHUX 30H ISl 3aITyCKy MOiH, akTUBAIlli MEXaH13MIB Ta 3MIHU
cTaHy 00’€KTIB y BIIOBIJb HA /il KOpUCTyBaya (PUCYHOK 3).
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Pucynok 3 — Bukopucranns Trigger Volume asis 3ammycky nofiit

OxpeMy yBary NpuAUICHO peali3allii CHCTEMH CTBOPEHHS 00 €KTIB (Spawn
system), IO JI03BOJISIE TEHEPYBAaTH HOBI €JIEMEHTH CIICHH a00 BIJIHOBIIIOBATH
MEePCOHAXKA Y BU3HAYCHUX TOUYKax. Takuil miaxiz 3a0e3reuye rHydKke KepyBaHHS
ITPOBHUM TIPOIIECOM Ta JO3BOJISIE OPTaHI3yBaTU CTPYKTYPOBAHY JIOTIKY MPOXO/I-
xeHHs piBHA (pucyHok 4). Bukopucranns Blueprint Takox 103BosIE
peanizyBaTu pi3HOMAaHITHI IHTEPAKTHBHI €JIEMEHTH, 30KpeMa pyxomi miaaTdop-
MU, MEXaHI3MU BIIKPUTTS JABEped, aKTUBAIII0 OO0 €KTIB Ta IHINI CLEHapii
B3aemo/iii. KoMOIHyBaHHS TakMX MEXaHIK (POpPMy€E KOMIUIEKCHY CHUCTEMY I'eiiM-
IJIEI0, 1110 pearye Ha Jiii rpaBls Ta CTBOPIOE TMHAMIUHE ITPOBE CEPEAOBUIIIE.
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Pucynok 4 — Peanizaiis cTBopeHHsI 00’ €KTIB
3a monomororo Blueprint (Spawn Actor)

Ta6muns 1 — [puxknagu Bukopuctanus Blueprint y mpoexTi
Enement cucremu [MpuaIMn peanizamii OuikyBaHHI pe3ynbTaT
) Buxopucranus 3amyck creHapiiB
Trigger-30Hu P oy yek crieHap
Blueprint moiii TIPU BXOJIi B 30HY
CtBOpeHHs 00’ €KTiB JlnHamiuHa mIosiBa
Spawn system . . . :
yepes Blueprint 00’€KTIB y ClIeHI
IaTepakTHBHI Jlorika B3aemonii Peaxiiis 06’ exTiB
00’€eKTH yepe3 By3nu Blueprint Ha JIii TpaBIIs
) AHIMaIIis Ta Jorika JlnHaMidH1 eJIeMEeHTH
Pyxomi mtaropmu )
nepeMileHHS CepeIoBHINA
. Kom0inyBaHHS By3I1iB CTBOpECHHS IHTEPAaKTUBHOTO
[ToxieBi cuenapii Ypatii By p HTep
Blueprint reMILIEI0

BucHoBku. YV po60Ti Oyi0 po3riisiHyTO MOXKJIUBOCTI BUKOPUCTAHHS CHCTE-
Mu Blueprint y cepenosunii Unreal Engine 4 nisi CTBOpeHHS 1HTEPAaKTHBHHUX
ITpOBUX CUCTeM. BUKOpHCTaHHS BI3yaJIbHOTO NMPOTpaMyBaHHS J03BOJSIE edek-
TUBHO pEai30BYBaTH JIOTIKY B3a€MOJIl MK 00’€KTaMH CLIEHU, OPTaHi30BYBaTU
MOJII€BI CIIEHApIi Ta CTBOPIOBATH PI3HOMAaHITHI FeMIUICHHI MEXaHIKH. 3aCTOCY-
BaHHs Blueprint 3HauHO crpolrye mnpoiec po3poOkH, 3a0e3nedye THyYKICTh y
CTBOPEHHI IHTEPAKTUBHUX CUCTEM Ta JO3BOJISIE MBUIKO TECTYBATH Pi3HI BapiaH-
TH peamizamii 1rpoBoi Jioriku. OTpuMaHi pe3yJbTaTH JIEMOHCTPYIOTh
e(EKTUBHICTh BUKOPUCTAHHS IIHOTO 1HCTPYMEHTY [JIsi CTBOPEHHSI CydYacHUX
IHTEPAKTUBHUX HU(DPOBUX CEPETOBUILI.
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