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PE®EPAT

[TosicHroBanbHA 3amuicka KBasi(ikaiiaoi podotu: 76 c., 16 puc., 0 Tadu.,

2 nona., 16 mxepen.

3-]1 TPA, IHTEP®ENC KOPUCTYBAYA, OOII, C++, CTBOPEHHSI
I'PU, TPA®IYHMII JIBUI'YH, UNREAL ENGINE, ITPOBUM JIOCBIJ,
ABILITY SYSTEM COMPONENT, VISUAL STUDIO.

Meroto kBamidikaiiitnoi podotu € crBopeHHsi rpu «Forgotten Island: Hero
Artifact» 3 BukopuctanHsM rpadiydoro pyuris mia HasBoro Unreal Engine 5, 3
peaizalliio psiy MeXaHik.

Meta BupileHHs 3a7adi — BUKOPHCTAaHHS MOBH mporpamyBanHs C++ Ta
rpadiunoro asuryHa Unreal Engine 5.

VY xoni BUKOHaHHS KBai(ikaiiitHoi pobotu Oyino po3poliaeHo mpare3aaTHy
Ipy B >KaHpl pOrajuk, sSika HaJa€ TpaBlsIM IIUPOKUWA BHOIp, IIKaBl 3aBJIaHHA Ta
He3BUYaiiHe rpadiuyHo 0hOPMIICHHS.

KomoBa 6a3a mpoekTy moOy/oBaHa 3 BUKOPUCTAHHSIM CyYaHMX MIIXOJIB Ta
NPUHIMIIB MPOEKTyBaHHA 1rop. Lle 103Bojsie JEerko po3MMUpPOBATH TMPOEKT Ta
JI0JIaTaBH HOB1 MEXaHIKH.

I'pa nHanucana Ha MoBiI mnporpamyBaHHs C++ 3 BukopuctanusMm Unreal

Engine API, npoekt nodynoBanuii B cepenonuii Visual Studio.



ABSTRACT

Bachelor's thesis 76 pages, 16 figures, 0 tables, 2 appendices, 16 sources.

3D GAME, USER INTERFACE, OOP, C++, GAME DEVELOPMENT,
GRAPHICAL ENGINE, UNREAL ENGINE, GAME EXPERIENCE, ABILITY
SYSTEM COMPONENT, VISUAL STUDIO.

The major goal of this thesis is to create the game "Forgotten Island: Hero
Artifact" using the Unreal Engine 5 game engine, with the implementation of
various mechanics.

The aim of solving this task is to utilize the C++ programming language and
the Unreal Engine 5 game engine.

During the course of this thesis, a fully functional rogue-like game was
developed, offering players a wide variety of choices, interesting tasks, and unique
graphical design.

The project's codebase is built using modern approaches and game design
principles. This allows the project to be easily expanded and new mechanics to be
added.

The game is written in C++ using the Unreal Engine API, and the project is

developed within the Visual Studio environment.
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CKOPOYEHHA TA YMOBHI IIO3HAKH

I — mrryunnii iHTeNnekT (anri. Artificial Intelligence)

UI — xopucryBanpkuit inTepdeiic (anra. User Interface)

UX — kopucryBanpkuii 1ocin (anri. User Experience)

APl — iHTepdeiic mnpukmagHoro mnporpamyBaHHs (aHTi. Application

Programming Interface)



BCTVII

JItoqu rpanu B irpu 1ie 3 JIaBHIX 4aciB, ajie B Cy4acHY €MoXy II€ 3aXOMJICHHS
BUWIIIJIO HA HOBUW PIBEHHb — TEMEpP BOHU OCBOIOIOTH KOMIT' FOTEPHI Irpu Pi3HOTO
CTYTICHsI CKJIaHOCTI. BoHM moeTHyBamu B 001 HE TUTBKHM pO3Bary, aje 1 HaB4aHHS,
COILIIAJIbHY B3a€MOJIII0 Ta PO3BUTOK (I3UMYHMX BIIACTUBOCTEH JIOAUHU. Irpu
OyBalOTh (piI3UYHUMH, 1HTENEKTyaIbHUMU Ta U(QPOBUMH, ajle BCl BOHU MAIOTh B
coO1 TIeBHI MpaBWJIa JJIs TOCATHEHHS 1UIeiH. BakIIMBOI0O XapaKTepUCTUKOIO Irop €
iX YHIBEpCaJbHICTh. Irpu HE OOMEXKYIOThCS BIKOM, CTaHOBHUIIEM Ta CTaTTIO
JIOJIMHY, 3aBISKH iX PI3HOMAaHITHOCTI KOKHOMY 3HAaMIEThCs sfKach rpa mo JyIil.
Irpy TakoXX MOXYTb MaTH OCBITHIM, CIIOPTUBHUNA a00 TEpareBTUYHUI BIMB Ha
IpaBIs, COPUSIIOYN MOKPAIIEHHIO MOBHUX (PI3UYHHX Ta IICUXIYHUX HABUYOK.

B Ham yac irpu nepepocnu B Bizneoirpu. CydacHl BIACOITPU MEPETBOPUTH
IrpOBUI MpoLIEC HAa IHTEPAKTUBHE MUCTELTBO. 3aBJIIKH PO3BUTKY TEXHOJIOTIN 1rpH
CTaIM TIATPOPMOIO JUIsl coliaiizaiii 1 CaMOBUPaXXEHHs, 1 HaBITh MPOQeciiHOT
TISITBHOCTI, 30KpeMa B Ki0epCIIopTi.

B x0/1 po3BUTKY IrpOBOi 1HAYCTPIi 3’SIBUBCSI HOBUIM HANpsSMOK B O13HECI Mij1
Ha3Bol0 «Game Developmenty abo «Po3poOka irop». Po3pobka irop — 1e
MHUCTELTBO CTBOPEHHS 1rop, IO MOXE BKJIIOYATH CTBOPEHHS KOHLEMI],
POEKTyBaHHS, CTBOPEHHS, TECTyBaHHs Ta BHIyCK. Konmu BH cTBoproere rpy,
BOXJIMBO TMOAYMAaTH MPO ITPOBY MEXaHIKY, BHUHATOPOIM, 3aJyYECHHsI TPABINB 1
JU3aifH PiBHIB. Y I[bOMY HANpsIMKy 3’siBUJIOCS Oe3mid mpodeciit: po3poOHUK Tpu
MOKe OYTH TpPOTPaMiCTOM, 3BYKOBHM IH3alHEPOM, XYA0KHHKOM, AM3aWHEPOM
abo OaraTbMa IHITUMHU POJISIMHU, TOCTYIHUMH B Tairy3i. Po3poOkoro irop Moxe
3aiiMaTHCs K BEJIUKa CTy[Iis po3poOKM irop Tak okpema ocoba. I[loxku rpa
JTIO3BOJISIE TPABIIEBI B3a€EMOIISITH 3 BMICTOM 1 MOXXE MaHIMYJIOBAaTH €JIeMEHTaMU
rpy, BU MOXKETE€ Ha3uBaTu 1€ «rpotoy. [1[00 B3sTH yuacTs y mporeci po3poOKu
I'py, BaM He 000B’SI3KOBO MOTPIOHO MUCATH KOJ. XYyI0KHUKA MOXKYTh CTBOPIOBATH

Ta TPOEKTYBATH PECypcH, TOAI SAK PO3POOHHK MOXKE 30CEpPEeIUTUCS Ha



nporpaMmyBaHHI MeXaHiK. TecTep MOXKe 3alyduTHCs, 100 TEPEeBIPUTHU, YU Tpa
MpaIloe HAISKHUM YMHOM Ta JaTH EeBHUM (i110eK.

Crnouatky BUHUKIU TpadivHi 6161i0TeKH Ta PpeMBOPKH, SIKI BKIIIOYATH B
cebe OaraTo BOymoBaHUX (YHKIIHN 111 peanizaliii rpadiku. AJe JTyxKe CKIaJaHl I
JIOACH, 10 HE MaloTh HAaBHKIB IporpamyBaHHS B MuHysnomy. L[{o6 Bupimmtu
npobyieMu, SKi BHHHMKJIA Yy IrpoBHX (perMBOpKiB, Oynu po3poOieHi Taki
iHcTpyMeHTH, sk 1ibGDX 1 OpenGL. Bonu nomomoriu po3poOii irop craTu
HabaraTo MBUAIIMMU Ta JIETIIUMHU, HaJaloyd OaraTo TOTOBUX (QYHKIINH 1
ocobmBocteit. [Ipote Bce ogHO Oyii0 BaXXKO YBIUTH B 1HIYCTPitO0 ab0 3pO3yMiITH
CTPYKTYpYy IJIsl JIIOJMHHU, SIKa HE € MPOrpamiCTOM, IO YacTO 3yCTPIYAE€ThCS B
1HAYCTpIi pO3pOOKH Irop.

Tomy g moNNIIEHHS Ta MNPUIIBUIINICHHS CTBOPEHHS irop Oy
peanizoBaHi irpoBi pyuni. IrpoBuil pymnid (anria. Game engine) — NpOrpaMHHIA
pyILIIHA, EHTpaJlbHa MPOrpamMHa 4acTUHA OyJb-iKOi BiJIEOTpHU, SIKa BIAINOBIJIA€E 3a
BCIO 11 TEXHIYHY CTOPOHY, JI03BOJISIE TTOJIETIIUTH PO3POOKY TP HUIAXOM yHidiKaIii
irpoBi nBurynw, sik Construct, Game Maker, Unity ta Unreal. 3aramom, nBuryH
Mae Bce, 10 Mae (QpeiMBOpK, aje 3 OuIbll JPYKHIM MiAXOJ0M 3aBISIKU
BUKOpPUCTaHHIO rpadiyHoro iHTepdeiicy kopuctyBaya (GUI) 1 mgomomosi 3
rpadigHO0 pO3pOOKOIO IPH.

VYV nesxux Bunagkax, Hanpukian y Game Maker 1 Construct, KigbKiCTb
roTroBux (YHKIIH € HACTIUIBKH BEJIHKOIO, IO JIOAW Oe3 IOoIepeaHiX HaBUYOK
nporpaMyBaHHsI MOKYTh CTBOPIOBATH I'Py 3 HYJIS, CIIPaB/il PO3IIMUPIOIOYHN CIEHY Ta
poOIISTYM pO3pOOKY 1MOp JOCTYITHOIO MaMKe JJIsl BCIX.

bararo po3poOHUKIB 00OuparoTh po3pobisiTH rpy 3a gomomororo Game
Development Engine. IrpoBi ABUIYHM MOXYTh 3HAQYHO TMOJIETIIUTH TPOIEC
CTBOPEHHS TPHU Ta JO3BOJIUTH PO3POOHHKAM MOBTOPHO BUKOPHCTOBYBAaTH 0ararto
dbynkmiin. Bin takox mikimyerbest mpo penaepurr 2D 1 3D rpadiku, ¢izuxky Ta
BUSIBJIICHHSI 31TKHEHb, 3BYK, CLIeHapli Ta Oararo iHmoro. Jleski irpoBi JBHUXKKH

MaloTh TyKe KpyTy KpuBY HaBuaHHs, Hanpukiaa CryEngine a6o Unreal Engine.
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[IpoTe 1HIII THCTPYMEHTH JIyK€ MOCTYIMHI JJIsl MOYATKIBIIB, a JJIs JIESIKUX HaBITh
HE MOTPIOHO, 00 BM MOIJIM MUCATU KO JJIsi CTBOPEHHSI CBOEI I'PH, HAIPUKIIA]
Constructor 2. IrpoBuii nBmkok Unity 3HaXOIWUTHCS JIeCh MOCEPENNHI, X04a BiH
3pY4YHUH IS IOYATKIBINB, JAEsSKl MOMYJISIPHI Ta KOMEPIlKHI irpyu OyJIM CTBOPEHI 3
BukopuctanHaMm Unity (mampuxmnan, Overcooked, Superhot). IrpoBmit nBmxkox
BuildBox B ocHOBHOMY Tipu3HaYeHU IJIs1 PO3POOKHU TilepKa3yaabHUX irop.

[Tpuknaau irpoBUX JBUKKIB:

- CryEngine;

- Unreal Engine;

- Irposwuii nBuxok Unity;

- Game Maker;

- Constructor 2/3;

- Godot Engine;

- Source;

- Frostbite;

- Buildbox.
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1 AHAJII3 ITIPEJIMETHOI OBJIACTI TA ICHYIOUMX AHAJIOI'IB

1.1 IrpoBuii xanp «Poraiauk»

[Tpoext «Forgotten Island: Hero Artifact», HalexuTh A0 *aHpPy POTaUKiB
(roguelike) [1], stkuif BiA3HAYA€ETHCS MPOLIETYPHOIO TEHEPAIIEIO CBITY, MOCTIMHOIO
cCMepTI0 TmepcoHaka (permadeath) Ta BHCOKMM aKICHTOM Ha TaKTHYHOMY
MUCJICHH] W MPUUHATTI pimieHb. OCHOBHA 1Jied POTAJIMKIB IOJISITA€ Y CTBOPEHHI
YHIKQJIBHOTO ITPOBOTO  JIOCBIAY TJ Yac KOXXHOTO TIPOXOJDKEHHS, IO
3a0€e3Meuy€eThCs BUMAAKOBICTIO PIBHIB, MOJIM Ta BUKIUKIB. ['pa BHUKOpHCTOBYE
KJIIOUOBI TPUHIMIN JKaHPY, JOTOBHIOIOUM iX CYYaCHUMH MeEXaHIKaMH, SKi
JO3BOJISIIOTH 3a0€3MEUNUTH BUCOKY peirpadenbHICTh, BapiaTUBHICTD 1 TUHAMIYHICTD
TEUMILIEIO.

I'pa «Forgotten Island: Hero Artifacty po3polisieTbecst 3 ypaxyBaHHSIM
KJIACUYHUX PHUC POTAJMKIB, aje BOJHOYAC JI0JIa€ HOBI €JIEMEHTH, SIKI pOOJSTh 1l
IIKaBOIO JUIsi cydacHOro TpaBisl. ONHIEI0 3 KIIOYOBHX OCOOJUBOCTEH TpU €
reHepairiisi Mamu, J1e rpaBelb Mae BUOIp SIKUd TUII piBHS OyAeT HacTynHuUM. [IpoekT
OpPIEHTOBAaHMM HAa CTBOPEHHSI 3aXOIUIMBOTO IFPOBOIO JOCBiNY, 1€ KOXKHE HOBE
MPOXO/PKEHHS CTa€ YHIKAJIBHOIO TPHUTOAO0I0, 1[0 BHUMAara€ BiJ TpaBIlsd
aJanTUBHOCTI, YBaKHOCTI Ta CTPATET1YHOTO MIIXOTY.

XaHp poraiivkiB Mae TpHUBAIy ICTOPIIO, KOPIHHA SKOI CSTalOTh KJIACHYHOI
rpu Rogue (1980) [2]. Lls rpa 3amana OCHOBHI MPUHIUIK >KAHPY, TaKl SIK
IpolelypHa TeHepallisi piBHIB, MOCTiMHa cMmepTh mnepcoHaxka (permadeath) Ta
MOKPOKOBUM TreimIuieit. Mexanika permadeath mMoke maTu pi3HiI Bapiarii, sKi
BIUIMBAIOTh HAa CKJIQJHICTh 1 MOTHBAILIiIO TpaBIliB. Kilacuunuii BapianT nependayae
MOBHY BTpaTy MPOTpecy Micls CMEPTi, 3MYUIYIOUX TpaBIs MOYMHATH TPy 3 HYJIS.
[HIIIM 1IX1] — Y9acTKOBE 30€pEKECHHS MOTIIIIEHD, KOJIA JISSIKI eJIEMEHTH, Taki sIK
po30sioKOBaH1 3A10HOCTI, 30poss abo OOHyCH, 3aJIUIIAIOTHCS JOCTYIHHUMH B

HAaCTYITHHUX cnpo6ax. LIe aornomMarae rpaBisM IMOCTYIIOBO BAOCKOHAJIIOBATUCA Ta
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BIIUyBaTH MPOTPEC HABITH MICIs HeBAa4d. JlesKi irpu NponoHYyIOTh ajJbTePHATUBHI
criocoOM mepe3arycKy, HampuKiad, MOXKIMBICTh BIAPOAUTHUCS 31 mrTpadamu ado
3MIHAMH B CBITI TpH, IO JO0JA€ TaKTUYHOI TJIMOMHM Ta BapiaTUBHOCTI
MPOXOJI>KEHHS.

CyyacHi porajJuKy po3BHBAIOTH Ii 1€1, TOMA0UH IIIBUIKUA OOMOBHIA TEMIT,
IIIMOIIy CHCTEMY MPOKAYKHU MEPCOHAXKa, Bi3yallbHy PI3HOMAaHITHICTh Ta €JIE€MEHTU
CIO’KETHOT CKJIaJI0BOi. Y CydacHIM I1HTeprperanii *aHp YacTo TMOEAHYEThCA 3
IHIIMMH CTUJISIMH, TAKUMU SIK 11aTdopMepu uu exineH-RPG, cTBopioroun mimkaHp
poranair, kil 30epirae KIr040oBI MEXaHIKH, ajle JO3BOJISE JIETLIE aJanTyBaTH TPy

JI0 IIUPIIOI ay AUTOPIi.

1.2 IlpencraBHuku xaHpy «Poramuk»

OpnuMm 13 HaliBimoMIIMX NpeacTaBHUKIB kaHpy € «The Binding of Isaac»
[3] (pucynok 1.1). I'pa, mo Oyna Bumymena y 2011 porri, cTana KyJIbTOBOIO
3aBJSIKA CBOIM YHIKaJIbHIM arMmocdepi, CTUII30BaHIM MiJ MOXMYpPUH apT, LIO
MOEJTHYE TUTSYY HEBUHHICTD 13 )KaXJIMBUMU 0Opa3aMu, HATXHEHHUMH O10JIHHIUMU

MOTHBaMMH.

Pucynok 1.1 — 3o06paxenns rpu «The Binding of Isaacy»
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['efimriielt moOy1I0BaHUI Ha KJIACHYHIM MEXaHIIl JBOBHMIPHOIO IIyTepa 3
BUTJISIZIOM 3BEpXY, € TpaBellb JOCIIKYE BUIMAIKOBO 3T€HEPOBaH1 PiBHI, 3HUIILYE
BOPOTiB, 3HAXOAWTHh apTePakTH ¥ TMOCWIIOE CBOro mnepcoHaxa. OpHiero 3
KJIFOUOBUX OCOOJMBOCTEN I'pH € CHCTEMa MPEIMETIB, sIKa J03BOJISIE KOMOIHYBaTH
necsaTku 6adiB 1 3A10HOCTEH, CTBOPIOIOYM YHIKadbHI €QEKTH A KOXXKHOTO
poxo pKeHHs. Jleski koMOiHaIll KapIMHATLHO 3MIHIOIOTh CTUJIL TPH, IO 3MYIITY€
IpaBIsl EKCHEPUMEHTYBaTH Ta 3HAXOAMTH HOBI MIAXOAU JI0 MPOXOJKEHHS.
JloJaTKOBO Tpa Ma€ pO3rally’)KeHy CHUCTEMY CEKPETIB, ajJbTepHATHUBHUX (IHATIB 1
PO30JI0KOBYBAaHOTI'O KOHTEHTY, L0 J10/1a€ MOTHUBALIll I'paTu 3HOBY 1 3HOBY. Came 11
enemeHT 3pobmnn «The Binding of Isaac» kiacukor >kaHpy pOraliukiB, siKa
BIUIMHYJIA HA 0e3J114 MalOyTHIX 1rop.

«Dead Cells» [4] (pucyHOK 1.2) € 116 OAHUM 3HAKOBHM MPOEKTOM Y IIbOMY
xaHpl, skuid BukmoB y 2018 poui. ['pa moenHye mBuaKui 1 miaBHU O00HOBUI
reiMIUIel y peaJbHOMY Yacl 3 BUIIAJKOBOIO T€HEpaLli€l0 PiBHIB, HI0 3a0e3nedye

JUHAMIYHUH 1 Henepen0adyyBaHUM IrpOBUH TIpolIeC.

Pucynok 1.2 — 3o0paxenns rpu «Dead Cells»
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Onniero 3 kmouoBux ocodoymBoctent «Dead Cellsy € 11 6oiioBa cucteMa, sika
MICTUTh €JIEMEHTH Cclieniepa 3 yXWICHHSMH, NMapUPyBaHHSIMH Ta MOKJIHUBICTIO
3MIHIOBATH 30pOro0 Ta 3A10HOCTI Mija yac nmpoxokeHHs. Lle cTBoproe rimbuny 00iB
1 BUMAarae BiJl TpaBIsl MIBUJKOI peakilii Ta CTPATEriuHOro MHUCIEHHS. Takox rpa
Ma€ CHCTEMY IIOCTYIOBOTO MPOTPECy MK chpoOaMu — Xoda MICIHsl CMepTi
NEPCOHAX MOYHUHAE TPY CIIOYATKY, IEAK]l MOKPAIICHHS 3aJIUIIAI0ThHCS, 10 T03BOJISE
MOCTYIIOBO pPO3BUBATU Treposi. BidyanbHO TIpa Mae sICKpaBUU MIKCEIb-apT Y
MO€HAHH] 3 TJIABHOIO aHIMAIlI€I0, M0 HAaJa€ i YHIKAJbHOTO CTHIIIO. 3aBISKU
TaKOMY MO€JIHAHHIO CKJIAIHOCTI, AUHAMIYHOTO OO0 Ta CTUJIBHOTO O(GOPMIIECHHS
«Dead Cells» 3100y1a BU3HaHHS SIK OJIHA 3 HAUKPAIIIUX POTAIMK-METPOiIBaHIM.

[Ile omuum mpukiamoM cydacHoro poranuka € «Hades» [5] — rpa, ska
3poOmiia CIpaBXHIA TPOPUB Yy >KAaHPl 3aBASKA CBOIM TIMOOKINA CIOKETHIN
CKJIaJ0BIM 1 KiHemarorpadiuniii nogaui (pucyHok 1.3). Bunymena y 2020 poui
ctymiero  Supergiant (Games, BOHa TMO€JHY€ BHCOKOIIBUIAKICHUM EKIIEH,
MPOLIETypHY TEHEpallil0 PIBHIB 1 3aXOIUIUBY ICTOPIIO, 10 PO3BUBAETHCA IIiJI Yac

KOXHOT'O IIPOXOPKCHH.

Pucynok 1.3 — 306paxxenns rpu «Hades»
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I'paBenib Oepe Ha cebe ponb 3arpesi, cuHa Aina, sSKUW HamaraeThbcs
BUPBATUCS 3 MIJI3EMHOT0 11apCTBA, CTUKAIOUKCH 13 PISHUMHU BUIMPOOYBAHHAMH Ta
nepemkoaamu. KoxxHe HOBe MPOXOHKEHHS HE JUIIE BIUIMBAE HA MeXaHIKy 0010, a
W 3MIHIOE CIOXET, JI03BOJISIIOUM TMEPCOHAKaM B3AaEMOJISTH Ta BIAKPUBATH HOBI
netani ictopii. boiioBa cucrema B «Hades» mBuaka Ta pi3HOMaHITHA, OCKUIBKU
rpaBeIb MOKe BHOUpATH Pi3HI CTHI 000 3aBASKHA MTUPOKOMY apceHary 30poi Ta
00KeCTBEHHUM OJIaroCJIOBEHHSIM, 110 J0JIaI0Th YHIKaIBH1 3110HO0CTI. OKpIM 1HOTO,
rpa BIJI3HAYAETHCS SIKICHOIO O3BYYKOIO, YYyJOBHUM CAyHATPEKOM 1 CTHJIBHUM
BI3yaJbHUM O(QOpPMJICHHSIM, IO CTBOPIOE aTMoc(epy CIpaBXKHbOI TI'PELBKOT
Mmiororii. Ycemix «Hades» mokaszaB, 0 pOrajMKd MOXYTh MaTh HE JIUIIE
rMOOKUM reiMILIe, a i HaCUUEeHY HapaTUBHY CKJIAJO0BY.

[Ile ogHUM Ba)JIMBUM MPEICTABHUKOM >kaHpy € «Spelunky» [6] — rpa, sika
pOOUTH aKIEHT Ha JOCIIIKEHHI CBITY Ta BUCOKINA CKiagHOCTI. Bumymena y 2008
po1ll, BOHA CTaja OJHIEI0 3 MEPIIMX POTaJUKiB, IO MOMYJIAPU3YBAIA KOHIIEMIIIO
«roguelike-utargopmepiBy. OCHOBHHMIT IrpOBUN MpPOIEC 30CEPEDKEHUN Ha
MIPOXOJ/IP)KEHHI BHUIIAJKOBO 3r€HEPOBAHUX PIBHIB, JI€¢ IpaBelb Ma€ JOCIHIKYBaTH

nevyepu, NIyKaTu CKapOu Ta YXHIATUCS Bl CMEPTEIbHUX MACTOK (PUCYHOK 1.4).

Pucynok 1.4 — 306paxxkenns rpu «Spelunky»
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VYHikaneHICTh «Spelunky» mossrae B CKJIagHOCTI Ta BiJICYTHOCTI MapKepiB
Oe3nekn — Oy/b-siKa MOMUJIKa MOKE KOILITYBAaTH MEPCOHAXKY KUTTA, 3MYUIYIOUH
MOYMHATH Tpy crnovarky. Kpim 1mporo, rpa MicTUTh TIHOOKY cucTeMy (Pi3uKH, 110
pOOUTH B3a€EMOAII0 3 OTOYEHHSM OUIBII pealicTHYHOW0. Hampukian, AuHaMiT
MO’K€ MiAIPBAaTH MIMATOK PIBHS, CTBOPIOIOYM HOBI HUIAXH JJIS1 MPOXOKEHHS, a00
HeoOepeKHEe BUKOPUCTAHHA O0MOM MOXe CIPUYMHHUTU PYWHYBaHHS, IO 3pOOUTH
poXiJ HEMOXIUBUM. «Spelunky» € dyg0BUM mpuKIIagoM rpu, sika 0ajaHCye Mix
BUIIAJKOBICTIO PIBHIB 1 MOKIIMBICTIO TPaBILs PO3BUBATU CBOI HABUYKH, 10 POOUTH
KO’KHE MTPOXOJKEHHSI YHIKaJIbHUM BUKIHKOM.

3arajoM aHami3 LUX Irop IOKa3ye, IO >KaHp POTAIMKIB IPOJOBKYE
pPO3BUBATUCS, KOMOIHYIOUM KJACHU4YHI MEXaHIKU 3 HOBUMH 1HHOBamisiMu. «The
Binding of Isaac» moka3zaB, sik riauboka cucTeMa MpeJAMETIB MOXKE BIUTMBATH Ha
BapiaTuBHICTh NpoxoxeHHs, «Dead Cells» noBiB, 10 poraivku MOXYyTb MaTH
JUHaMIYHy OoMoBY cuctemMy B cTwil Merpoinsanii, «Hades» mnpuHic y xaHp
CWIbHUN HapaTHUBHMM eneMeHT, a «Spelunky» po3mmpuB  KOHIEMIIO
BUIIAJIKOBOCTI Ta JIOCHIIPKEHHS CBITY. BcCl Il MpOEKTHM BIUIMHYJIM Ha CydYacHl
porajiuk, (OpMyIOUM OCHOBHI TPHUHIMUIM JKaHPY Ta HAJAUXalOUd HOBHUX
pPO3pPOOHUKIB HA CTBOPEHHS YHIK&JIBHHMX IFPOBUX MeEXaHIK. TakuMm YHHOM,
MaiiOyTHE )KaHPYy POTaTUKIB BUTJISA€ MTEPCIIEKTUBHUM, OCKUIBKU BiH Ma€ BEJIUKUN

MOTEHITIa JJIsl TOJIAIbIIIOr0 PO3BUTKY Ta €KCTICPUMEHTIB.

1.3 bananc irop xanpy «Poraamk»

[Ile oqHUM BaXJTMBUM Ta KJIOUOBHUM aCIEKTOM BCIX POTAJIMKIB € OajaHC MIXK
CKJIQJHICTIO Ta BUHAropoJiOl0, OCKUIBKK CaM€ BiH BH3Ha4ya€e, HACKUIbKU Tpa Oyze
BUKJIMKOM JUISl TPaBISl 1 YW 3aJIMIIATUMETHCS BOHA IIKABOKO B JTOBFOCTPOKOBIN
nepcreKTrBl. SIKII0 T'pa HAATO CKJIaJHA Ta HE JA€ BIAYYTTS MPOrpecy, rpaBIll
MOXYTbh IIBHJKO BTPATUTH MOTHBAIIIO Ta Oa’KaHHS MPOJOBXKUTH BUTPAYaTH 4ac
Ha rpy. ['paBenib NOBUMHEH OyTH 3alliKaBJIEHUN B SKOMYCh Iporpeci. Aje 3 1HIIOro

OOKy, SKIIO Tpa 3aHAATO JIETKA, 3HUKAE€ OCHOBHA MPUBAOIMBICTH KAHPY —
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MOJI0JaHHS TPYAHOILIB 1 OTPUMAaHHS 33JI0BOJICHHS B/l IEPEMOTH.

Pi3Hi poraauku BHUKOPHCTOBYIOTh PI3HI MIAXOAW [JIs BUPIIICHHS IIi€l
npobnemu. Hanmpuknan, y «The Binding of Isaacy 6anaHc ckimagHOCTI TOCATAETHCS
yepe3 CUCTEMY BHUIIAJKOBHX MPEAMETIB: OJHE MPOXO/KEHHS MOXKe OyTH JIETIIUM
3aBIAKM BIAIMM 3HaxiJKkaMm, a IHIIE — 3HAYHO BaXXKYUM, IO 3MYIIy€ TpaBLs
anantyBaTHcs. «Dead Cells» poOUTh cTaBKy Ha MOCTYNOBY €BOJIOIIIO MEPCOHAXA
— HaBITh MICJS MOpa3Ku rpaBelb MOXKE MOKpalllyBaTU HABUYKH Ta BIJKPUBATU
HOBY 30pot0, 1110 poOUTh HacTymHi cipoOu Tpoxu sermmmu. «Hades» 3actocoBye
e OUIBII IHHOBAIIMHMM MMAXI1J, BBOJIAYN «PEKUM boray, skuil micias KOXHOT
CMEPTI Ja€ HEBEIWKI OOHYCH /IO BIDKMBAHHS, JO3BOJISIIOYM HABITh MEHII
JIOCBIYEHHUM IPaBLSM PAHO UM MI3HO JIUTH A0 (iHAITY.

VY «Forgotten Island: Hero Artifact» mMoxkHa peamnizyBatu moaioOHui GanaHc
yepe3 CUCTEeMY aJanTHUBHOI CKJIQJIHOCTI — HAMNPUKJIAJ, MICHsS KUIBKOX HEBIAINX
cnpo0 rpaBelb MIr OM OTPUMYBATH JOJATKOBI PECYpCH UM HE3HAUH1 OOHYCH I
HACTYIHOTO TMPOXO/PKEHHS. TaKoX BaXKJIMBO, MO0 CKIAJHICTh BiAYyBajacs
COpaBeIMBOIO — BOPOTM Ta TMAacTKU HE TIOBMHHI 3/1aBaTUCSA  HAJATO
Hermepen0auyyBaHUMU — YHM  «JEMIEBO  CKJIAJIHUMW». BapiaTUBHICTH  PIBHIB,
MO>KJIMBICTh PI3HUX CTPATETii 1 MOCTYMOBE PO3MIMPEHHS JOCTYITHUX 1THCTPYMEHTIB
JUTSl BUKUBAHHA TIOTIOMOXYTh MIATPUMATH IHTEPEC TPABIIIB Ta 3a0€3MeUnTH OajlaHc
MDK BUIIPOOYBAHHSIM 1 33JI0BOJICHHSIM BiJI TPH.

[IpoananizyBaBilM ICHYIOYl aHAJOTH, MOXKHA MOOAYUTHU, IO MPOEKT
«Forgotten Island: Hero Artifacty wmae Bci IIaHcW CTaTH  YHIKQJIbHUM
MPEAICTAaBHUKOM >KaHpy. ['pa MoenHye KIaCHYHI MEXaHIKH POTAIUKIB 13 HOBUMH
171esIMU, TaKUMU SIK p13HI TUMNM PiBHIB (piBHI 3 60CaMH, TOProBIUsMHU, OOWOBI Ta 3i
3HAKOM THTaHHS), $KI JOJAlOTh  PI3HOMAHITHOCTI  ITPOBOMY  IIPOIIECY.
BunaakoBicTe J0Kalliii, BOpOriB 1 MOJiM 3a0e3nedye BUCOKY peirpabesibHICTh, a
CHCTeMa TMPOKAYKH TMEpCOHa)ka JO03BOJISIE TPABISAM HAIAIITOBYBAaTH CTHJIb TPH
BIJIMOBITHO JI0 BJACHUX YIOJI00aHb.

VuikanbHicTh «Forgotten Island: Hero Artifacty Ttakox mnonsirae y

MO€HAHHI MPOIEIypHOI TeHepallii 31 CTPYKTYpPOBaHUM MiAXOAOM 0 PIBHIB, J€



18

KOXKHA JIOKAIlil Ma€e CBiM CTWUJIb, aTrMocdepy Ta YyHIKaIbHI BHKIWKH. CHcTeMa
PIBHIB 31 3HAKOM IIUTaHHS JI0Ja€ HECHOJIBAaHKH Ta PU3MKY, IO 3MYIIY€E TPaBIliB
PETENBHO MPOIyMYyBaTH CBOI Ail. 3aBASKH TaKOMY MIAXOAY T'pa MOXE 3alliKaBUTH
HE JIMIIE IIaHyBaJbHUKIB KJIACHYHUX POTAIMKIB, @ 1 THUX, XTO I[IHy€ 1HHOBAIIil Ta

PI3HOMAaHITHICTh y TeHMILIET.

1.4 Tlokparienss irop >xanpy «Poranuk»

XaHp porajqvkiB HOCTIHO €BOJIIOIIOHYE, THTErPYIOYHM HOBI MEXaHIKU Ta
PO3LIUPIOIOYN CBOIO ayJauTOpi0. Y MaiOyTHROMY MOXHA OYIKYBaTH, IO Iirpu
IBOTO KaHpy JeAaii Oijablle KOMOIHYBaTUMYTh BHUIAJAKOBY TE€HEpalllo 3
OPOAYMaHUMU CIOKETHUMM JIIHIIMU Ta TJIMOIIOI0 B3a€EMOJIEIO 3 ITPOBUM CBITOM.
Taki npoektn, sik «Hades», mokazamu, 1O poOrajivukd MOXKYTh MaTH CUJIbHUUN
HapaTUBHUN KOMIIOHEHT, SIKH MOTHBYE TPAaBIiB HAa MOBTOPHI MPOXOIKEHHS.
[Ipoext «Forgotten Island: Hero Artifacty Moxke po3mmpuTH el MiaXi,
IHTErpyBaBIlM HENIHIIHY PO3MOBiAb, € BUOIp IrpaBlsd BILUIMBATUME HA PO3BUTOK
o, a00 yHIKaJIbHI CIOKETHI €JIEMEHTH, 1110 BIAKPUBAIOTHCS JIUIIIE MICIs TIEBHOT
KUIBKOCTI MPOXOKEHb.

OkpiM 1IbOrO, PO3BUTOK >KaHPY MOKE€ WTH HUIIXOM OUIBIIOI KacTOMi3alli
nepcoHaka Ta OoWoBUX MexaHiKk. Hampuknaa, y wMaiOyTHIX OHOBJIEHHSAX
«Forgotten Island: Hero Artifacty MoxHa nomatu cuctemy kiaciB abo 3MiHHI
HaOopu 3mi0HOCTEH, SKI JO3BOJISITH KOXHOMY MPOXOJHKEHHIO BIAYYyBaTHUCS TO-
1HIoMy. TakoX NepcreKTUBHUM € BBEACHHSI KOOIEPATUBHOIO PEXUMY, SIKUN OU
JTI03BOJISIB TPABIIM B3a€EMOJIISITH Ta MPOXOJUTH PIBHI Pa3oM, IO MOIJIO O 3aly4uTH
HIMPIIY ayIUTOPIIO.

[Ile oaHMM HaNpPSIMKOM PO3BUTKY MOKe OyTH IHTerpamis MpoleIypHOi
re’epaltliii He JIMIle PiBHIB, a ¥ MOBEIIHKK BOPOTiB 200 MeXaHiK OOCiB, IO 3pOOUTh
KOKHY OMTBY Ille OUIbLI YHIKQJBHOIO Ta HemependadyBaHOwO. B 1boMy MOXyTh
JIOTIOMOITH HOBI TexHojorii Ta iHterpyBaHHs IIII B irpoBi mpoekTtu. 3apa3

xomnanist NVIDIA [7] Bxke TecTytoTh Taky cuctemy mig Ha3zBoio «NVIDIA ACEy,
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o6 B MalOyTHIX irpax OyB peai30BaHWUN PO3BUHYTHUU IITYYHUM 1HTEJNEK, SKUN
OyJie TIOCTIHHO 3MIHIOBATH CBOIO MOBEAIHKY 3311 HOBOTO JIOCBIAY JUIsl TPaBIIiB.
Came 3apa3 NVIDIA posmmproe ACE Big posmoBarx NPC 10 aBTOHOMHHUX
IrPOBHUX NEPCOHAXIB, sIKI BUKOPUCTOBYIOTh IITYYHUN 1HTEJEKT, MO0 CpUiiMaTH,
IJIAaHYBaTH Ta MISATH SK JIOAW. 3aBISKH TCHEPATUBHOMY IITYYHOMY IHTEIIEKTY
ACE cTBOpUTH KMBI IUHAMIYHI ITPOBI CBITH 3 KOMITAHBHOHAMH, SKI PO3YMIIOTH 1
MIATPUMYIOTH Il TPaBIIiB, 1 BOpOraMH, SIK1 JMHAMIYHO aJalTyIOThCs 10 TAKTUKH
TPaBIIiB.

[Ilogo moTeHIIHHOT ayAuTOpli, Tpa MOXE 3al[IKaBUTH He Juile (paHaTiB
KJIACHYHUX PpOTAJMKIB, a W THUX, XTO JOOUTHh CKJIaJHI BUNPOOYBaHHS Ta
EKCIIEPUMEHTYE 31 CTPATErisIMU. 3aBASIKUA TPEHAAM, TAKUM SK MOMYJISPHICTH 1rop 13
BHUCOKOIO PeirpabeibHICTIO Ta 3MaraJibHUMH €JIeMEHTaMu, MO>KHa 3pOOUTH aKIEHT
Ha CTBOPEHHI YHIK&JIbHUX KOMOIHAIIM 3M10HOCTE 1 BHKIIMKaX, sIKi JO3BOJSATH
rpaBIsIM 3MaraTucsi 3a HalKpaill pe3yiabTaTd. KpiM TOro, cydacHi reiMepu
[IHYIOTh €CTeTUYHO NpUBAOJIMBI Bi3yajbHI CTWJIl, TOMY pO3IIMPEHI aHiMarlii,
JieTalbHE ONpALIOBaHHSA CEpEOBHUINA Ta PIZHOMAHITTA €(PEKTIB MOXYTb CTaTU

BOKJIMBUMHU (DAKTOpaMH YCIIXY TPH.
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2 AHAJII3 TA BUBIP ITPOI'PAMHOI'O 3ABE3IIEYEHHA

2.1 I'paciunmii neuryn Unreal Engine

B cBoemy mpoexri st o6pas aBuryH Unrael Engine 5. Bin 4yn0Bo migxoauTsb
K JUIS PO3POOKHM HEBEJIMYKHX 1Irop, Tak 1 g BeIMKUX AAA TMpPOEKTIB 3
OI0/’KETOM B JECSITKH a TO 1 COTHI MUIBHOHIB AojapiB. 3pa3, Unreal Engine €
OJHMM i3 HAHMOTYXKHIIIMX i HaHBiZOMIlIMX irpoBHX HBHTYHIiB y cBiti. Moro
CTBOPEHHsI moyanocs B cepenuti 90-X poKiB 3aBISKU 3YCHUIUISIM aMEPUKaHCHKOTO
nporpamicta Tima CyiHi, 3acHoBHMKa KomnaHli Epic MegaGames (3romom
nepeitmenoBanoi B Epic Games). CyiHi, Matouu TOCBiJ pO3pOOKH MPOCTUX irop Ha
MOB1 TmporpamyBaHHsi Pascal, moctaBuB mnepes co0or0 amOiTHE 3aBAaHHS —
CTBOPUTHU PYLIiH, SKUH OU JT03BOJIAB PO3POOIISITH BUCOKOSKICHI TPUBUMIPHI ITPH 3
MPOCYHYTOIO rpadikoro Ta Pi3UKOI0.

Po6ora Han Unreal Engine posnovanacs B 1995 poui, konu CyiHi nmoyas
excriepuMenTyBatu 3 3D-rpadikoro i Tpy, sika mi3Hime oTpumana Ha3By Unreal.
["onoBHOMO 17€€0 OYI0 PO3POOUTH pYLIiH, IKWM OM MaB THYYKI MOXJIMBOCTI IS
CTBOPEHHSI SIK OJHOKOPUCTYBAallbKMX, TaK 1 0araToOKOpHCTYBallbKUX 1rop.
BaxnuBuMu ~ 0COONMBOCTAMH ~ pyIIisl  CTaIM  TMOKpAaIleHE  OCBITICHHS,
TEKCTypyBaHHS Ta CHUCTEMa pIBHIB, fKa J0O3BOJsUIa JW3allHEpaM CTBOPIOBATH
CKJIaJHI CBITH 0€3 HeoOX1aHOCTI mucath koxa. OIHUM 13 KJIIFOYOBUX HOBOBBEIECHD
Oyno BuxopuctanHs MoBu UnrealScript, sika maBama 3Mory mporpamictam i
JU3aifHepaM JIETKO CTBOPIOBATH Ta 3MIHIOBATH IrPOBY JIOTIKY.

[Tepmioro rporo, sika Bukopuctana Unreal Engine, ctana Unreal (1998) [8],
0 Bpaswja TPaBIliB CBOEID HA TOW 4Yac peayiCTUYHOIO rpadikoro, TUHAMIYHUM
OCBITJICHHSIM 1 CKJIQJHUM IITy4YHUM 1HTEJIEKTOM BoporiB. lleli HaykoBo-
dbaHTacTHYHU mIyTep BiA mepiioi ocodu OyB po3pobiieHmit kommaniero Epic
MegaGames y cmiBmpaii 3 Digital Extremes 1 cTtaB oIHMM 13 HalOUIbIIUX

TEXHOJIOTTYHUX MPOPHUBIB CBOTO Yacy.



21

['paBenib onuHSIBCSA B POl B’A3HS KOCMIYHOTO KOpaoOsis, sSIKMil 3a3HaB aBapii
Ha 4Yy>KiH TIJIaHeTl, 1 3MyIIeHu OyB BUKHUBATH Y BOPOIKOMY CEPEIOBHIII, [IOBHOMY

1HOTUTAHETHHX 1CTOT, 3araJIoK 1 CMEPTEIbHUX HeOe3meK (prucyHok 2.1).

Pucynok 2.1 — I'pa Unreal (1998)

I'pa Unreal [9] Big3Hauanacss HEMMOBIPHOIO HAa TOW Yac Bi3yaJbHOIO SKICTIO:
pylid MmATPUMYBaB  KOJbOPOBE OCBITJIIEHHSA, JWHAMIYHI TiHI, 00 €MHe
CEPEIOBHIIE, a TaKOXK MPOCYHYTYy CHUCTEMY YacTUHOK 1 BigowmTTiB. CepemoBuiie
rpu Oyno JeTani30BaHUM 1 MAacIITA0HHMM, IO CTBOPIOBAJIO €(EeKT MOBHOTO
3a”HypeHHs. OcoOnuBy yBary npuBepTajia CUCTeMa OCBITIEHHS, SIKa 3MIHIOBAIACh Y
PEXHMI PEaIbHOTO Yacy, CTBOPIOIOYH aTMOCc(epy HampyTy i 3araJkoBOCTi. Yce e
BUBEJIO TPy Ha a0COJIFOTHO HOBUM PiBEHb Y MOPIBHSHHI 3 IHIIUMU LIyTEPaMH TOTO
nepiony, Takumu sk Quake I1 au Doom.

le onHier0o mnepeBaror0 rpu OyB CKIAQAHUM IUITyYHUH  1HTEJIEKT
cynpoTuBHUKIB. Boporu B Unreal He npocTo WM Ha rpaBls HapoJjJoOM — BOHU
MaHEBPYBaJIM, XOBAJKCS 32 YKPUTTSAMH, BIJICTYNAN ¥ KOOPIAWHYBAJIU CBOI Aii, 1110
CTBOPIOBAJIO JWHAMI4HI ¥ HemepenOauyBani 060i. Ile poOuno reimuieit

3aXOIUIMBUM 1 3MYIIIYBaJO rPpaBlsl 00 lyMaHO MIAXOAUTH JI0 KOXKHOI cyTuuku. Kpim
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TOro, y rpi OyB IpejCTaBJICHHN TOTYXHHH peaaktop piBHIB — UnrealEd, mio
JIO3BOJIUB KOPHUCTYBa4aM CaMOCTIAHO CTBOPIOBaTH HOBI KapTu Ta Moaudikarri,
YUM 3alI0YaTKyBaB aKTUBHY MOJIEPCHKY CIIUIBHOTY.

VYemix Unreal 6yB 3yMOBIEHUI HE JUIIE TEXHIYHOIO IMepeBaror, a iu
BUCOKOIO  SIKICTIO  TPOEKTYBaHHS  IrPOBOTO  TPOIECy, IO  IO€ETHYBaB
aTMOC(EPHICTh, HAMPYKEHHSI Ta CBOOOY AOCIiHKeHHS. ['pa oTprMana 4uCIICHHI
HaropoJu, BHU3HAHHSA KPUTHUKIB 1 TpaBIliB, a TaKOX 3akjana (QyHIaMEHT s
nomyisipusanii Unreal Engine sk KoMepIiitHOro mpoAyKTy, sIKUH y MailOyTHROMY
BUKOPHCTOBYBAJIM JIECATKU MIPOBITHUX ITPOBUX CTY/IIH.

Benuuesnuii ycnix rpu cnpusiB Momyssipu3aliii ABUTHA, 1 He3abapoM Epic
Games noyana JieH3yBaTh Horo HIKUM po3poOHHKaM. HactymHi Bepci 1BUTYHA,
3okpema Unreal Engine 2 (2002), Unreal Engine 3 (2006) i Unreal Engine 4
(2014), 3HaYHO BOOCKOHAIIOBAIM TEXHOJOIIi, TOJAI0YM MIATPUMKY MEPEIOBUX
rpagiyHuX eeKTiB, (PI3UUHUX CUMYJISLIN Ta MyJbTUILIATPOPMEHICTb.

Unreal Engine 5, Bunymenuit y 2021 poii, craB 4eproBuM MPOPUBOM
3aBAsikM  TexHousiorisiM  Nanite  (BipTyami3zoBaHoi reoMerpii) 1 Lumen
(peamicTuyHOrO TI00ATHLHOTO OCBITJICHHS B peaibHOoMy 4aci). CbOrojH1 JBUTYH
BUKOPUCTOBYETHCSI HE JIMIIE B IFPOBIM 1HAYCTpii, a ¥ y KIHOBUPOOHMIITBI,
apXiTeKTypi, BIpTyaldbHIA peaibHOCTI Ta 0aratbox 1HIIKX cdepax. 3aBASIKU CBOIM
rHyYKocTl Ta mnoTykHocTi Unreal Engine 3anummaerbcss OAHMM 13 TOJOBHHUX
THCTPYMEHTIB JIJI1 PO3POOKU IHTEPAKTUBHOTO KOHTEHTY B Cy4acHOMY ITU(POBOMY
CBITI.

JIBuryn w™ictuth B €001 Oararo miOCciB Ta MiHycCiB. Po36epemocs
JETAIBHIIIE.

OcCHOBHI IepeBaru JBUTyHa:

- Engine Source Code. Ilpu poGoTi 3 ABUTYHAMH MOXE BUHUKHYTU
MOMEHT, KOJIM TMOTPIOHO TOOMpaIlfoBaTH ABUTYH Mij Bally 3agady abo crociod
BUKOPHUCTaHHA. Xoua 1€ TPAIUBIEThCS PIIKO, aje JJIs BEJIMKUX KOMITaHIH 11e TyxKe
BOXJIMBUN mapaMeTp B BUOOpI ABUTYHA. Takoxk 1€ MOJIETHIye CTBOPEHHS PI3HUX

IUTAriHIB U1 MPHUILBUIIICHHS pOOOTH MPOrPaMICTIB Ta AU3ANHEPIB;
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- BI3yaJIbHUH CKPHUIITHUHT 1 MIATPUMKA TPAAUIIIAHOTO KOJUHTY. BizyanbHuit
CKPUIITHHT 4yJI0BO MIJXOJUTH JUIsl poOOTH XYAOKHHKIB 1 CKOpOoUye Oararo yacy,
SAKUW 3HAI00UTHCS, HATIPUKIIA, aJid Toro, moo npountatu C++ [10]. Koxg na C++
TaKOXX UyJOBUH, SKII0O BH, SK 1 s, BIIJA€Te TMepeBary MNOTYXKHOCTI Ta
yuTabeabHOCTI MOBI mporpamyBanHs C++. Lle 103BosIsIE BUKOPUCTOBYBATH KiJIbKa
METOMIB JUIsl BUPIMICHHS OMHI€T 1 Tiel ® mpoOiemu. bimbm TOoro, BU MOXKeTe
KOMOIHyBaTH BidyalibHuii ckpuntuHr (Blueprints) 3 mporpamyBanusam na C++;

- JIETKO 3pO3yMITH XynokHuWka. Jlms mromel, sAKi HE 3Halomi 3
mporpamMyBaHHM 11 Benukuil itoc. Unreal myxe-mayxke apyKHii 10 XyJ0KHHUKIB.
Bin Mae cxoxi poOoul mpomecd I CITOK 1 MarepiaiiB, $KI MOXHa
BUKOPUCTOBYBAaTM 3a 3aMOBUYyBaHHsAM 3 Maya, blender a6o inmmm 3D-
nporpaMHuM 3abe3nedeHHs M. Oco0IMBO 3 TAKUMU 1IHCTpyMeHTamu, gk Live Link,
1€ JTy>K€ KOPUCHO 1 JIETKO JIJISl XyI0KHUKIB.

OCHOBHI HEJIOJIIKY JBUTYHA!

- MAapKEeTIUIeWC aceTiB 1€ KUIbKICTh PEeCcypciB TakuxX sK 31 MOJeni Ta
MY3WKH JIOCHUTh HEBEJIMYKA. X0Ya BOHU MOXYTh OYyTH YyJOBUMHU IS TIOYATKY
MPOCKTY, y OUIBIIOCTI BUIAJKIB HE CIIJ MOKJIaAaTUCSA HA HUX, OO CTBOPIOBATH
MPOEKT JIUIIE 3a JOIMOMOIOI0 KYIIIBJII PECYPCIB Y THIIMX XYIOKHHKIB. B neskux
BUITAJIKaX JIFOJM HAMIFOTHCS JIMIIIE HAa HUX, 116 MOXE TIOTaHO BIUTMHYTH Ha TIPOCKT;

- nmokymenTaris B Unreal 3aBxau OyJia mMoraHoro, 1 TaKOIO 1 3aJIMIIAETHCA.
3a3Buuail BOHA MPOCTO BIJICYTHS a0O 30BCIM KOPOTKAa, HE OXOIUIIOE BCIO TEMY.
Haiikpaie pimieHHs, sike s 3HAWIIOB, — II€ 3aJaBaTh 3amuTaHHS Ha (opymax
CIIUILHOTH Ta CIIOJIBATHCS, IO XTOCh HA HUX BIJANOBICTb, aj¢ B OUIBIIOCTI
BUITAJIKIB MEHI, SIK TIPABHJIO, JIOBOAUTHLCS JUBUTUCS HA KOJ ABUTYHA Ta HAMaraTUCs
3HaWTU pimeHHs B HboMy. lle nificHO nae macuBHY IiepeBary, OCKUIbKH BHU
po3yMieTe OUIbIEe KOHIENIA BHYTpilHLO1 podoTr Unreals, ane 1ie He i1eaibHO
JUTSL JIIOJIEH, SIK1 MaJio po30UparoThCs B MPOrpaMyBaHHi;

- pO3Mip CIUJILHOTH Ta KITBKICTh HAaBUAJHLHOTO Marepiaily. 3apa3 po3mip
CHiJIBHOTH BCE IIIE 3a MaJIMi, 00 TOJIETTIIUTA HaBYaHHS Ta aJIalTaIliio ISl HOBUX

KOPHUCTYBaiB, ajié 3a OCTaHHIA Yac MPUPICT peansbHO MOMITHHM Ta KUIBKICTh
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HaBYAJILHOTO MaTepiady X04 1 He IMIBUIKO, aje CTa01IbHO 301IbIITYEThCS.

Unreal Engine 5 Hagae po3poOHMKAaM IIUPOKUN CHEKTP MOMXJIMBOCTEH Ta
BUOOpY HamucaHHsS 10AaTKy. B 1ipoMy rpadiyHOMY JBHUTYHI MPUCYTHI 2 CIIOCOOH
HaIucaHHa Joriku irop: Blueprints Ta nporpamyBanus Ha C++.

The Blueprint Visual Scripting y Unreal Engine — 1ie MoBa Bi3yaJIbHOTO
nporpaMyBaHHs, SIka BHKOPUCTOBYE IHTEp(QeEiic Ha OCHOBI BY3JIB Ta HOMIB JJIs
CTBOPEHHS €JIEMEHTIB IrpoBOTO Mpoiiecy. Pobounii mporiec Ha OCHOBI BY3JIIB HaJa€e
nu3aiiHepaM I[IMPOKUN CHEKTp KOHLEMIIA Ta I1HCTPYMEHTIB CILIEHapiiB, sKi
3a3BUYall JIOCTYMHI Jjuiie mporpamictam. KpiM TOoro, creriagbHa poO3MiTKa
Blueprint, noctynna B peamzaiii C++ Unreal Engine. Bona nae mporpamictam
MO>KJIUBICTh CTBOPIOBATH 0A30B1 CUCTEMHU, SIKI AU3AWHEPH MOXKYTh PO3LIMPIOBATH.
Sk 1y Bunmagky 3 6araTbMa MOLUIMPEHUMH MOBAMH CKPINTUHTY, PO3POOHUK MOXE
BUKOPHUCTOBYBAaTH CHCTEMY JJIsl BU3HAUCHHS 00 €KTHO-OPIEHTOBAHUX KIIAaciB abo
00’€ekTiB B mpoekTi. {10 cucremy pa3om 13 00’€KTaMH 4acTO HA3UBAIOTh MPOCTO
«KPECICHHIMM.

Unreal Engine 3a0e3neuye HagiliHy CTpYKTypy Uil riporpamictie C++ [11],
00 JOMOMOTTH BTUIMTH iX OadeHHS B KUTTA. Pymniii Mae BIIKpUTHN BUXITHUN
KO, WO JI03BOJIIE TMporpaMicTaM 3MIHIOBaTH WMOro Ha TJIMOOKOMY piBHI,
ONTHUMI3yBaTl MNPOAYKTHUBHICTb 1 aJanTyBaTh pyurid 10 crneuu@iuHux mnotped
npoekty. lle o0coOGiMBO KOPHCHO [Jii CTBOPEHHS YHIKJIBHHX MEXaHIK,
BJIOCKOHAJICHHS] pEHJEPUHTY Ta ONTHUMI3aLli TpU JUIsl pI3HUX MIaTHOPM.

3a mormomororw C++ po3poOHUK MOKE POOMTH IO 3aBrOJIHO: 3MIHIOBATH Ta
KOpEeryBaTH KOJ JIBUTYHA, TMHUCATH CBOi IUIAriHU, peasli3oByBaTH I1HTEpdeiicH,
KJIacH, 1rpoBy JOriky Ta Oarato iHmoro. Unreal Engine BUKOPHCTOBYE MOTYKHY
CUCTEMY KJACciB Ta MAakKpocCiB, fKa cmpolrye iHTerpamiro C++ 13 pytiiem,
JO3BOJISIIOYM  [IpOrpamicTaM B3a€MOJISITH 3 BHYTPIIIHIMU MEXaHI3MaMU 4epe3
cnemianbHi Makpocu (Hanpukian, UCLASS, UFUNCTION, UPROPERTY). lle
3a0e3neuye e(peKTHBHY poOOTy 3 00'€eKTaMH Ta CYTHOCTSIMH TPH, a TaKOX
inTerparito C++ komay 3 Blueprint 1jist 3py4HOTO KEpyBaHHS JIOTIKOIO MPOEKTY.

C++ — 1e MOTYXHHUIl 1HCTPYMEHT [JIsi CTBOPEHHS NPOEKTYy Oyab sIKOI
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CKJIQJHOCTI1, OCKUIbKHM BiH JJa€ 3MOTY MPAIIOBATH 3 MaM'ATTI0, 0araTonoTOKOBICTIO,
ONTUMI3AIIE€I0 PECYPCIB Ta CTBOPEHHSM HM3bKOpPIBHEBUX cHucTeM. KpiMm Toro, 3a
nornomororo C++ MOXKHaA peani3oByBAaTH BJIACHI CHCTEMH INTYYHOTO IHTEJEKTY,
GI3UYHKUX B3a€EMOJIIN Ta MEPEXKEBOT0 KOJy, IO KPUTUYHO BAXKIMBO ISl CKIIATHUX
0araToOKOPUCTYBALIbKHUX 1TOP.

3aBnaku moTyxHoMy APl Ta mmpokiii mokymentarii Unreal Engine
JIO3BOJISIE  TIPOTpamicTaM  CTBOPIOBAaTH  BHCOKOSIKICHUM — KOJA, SIKHM  JIeTKO
MacmrTadyBatu Ta miaTpuMmyBatd. lLle poOuTh pymiid oXHUM 13 HaWKpalmx
BapiaHTIB JIJI1 PO3POOHMKIB, SIKI MParHyTh MaTW MOBHUN KOHTPOJb HAJ CBOIM
MIPOEKTOM Ta JOCATaTH MAaKCUMAaJIbHOI MPOTYKTUBHOCTI.

Haiikpamiiit cnoci6 B peanizaimii npoekTy I1ie KoMmOiHyBaHHa C++ Ta
Blueprints. I{e no3Bosisie B AeKifbKa pa3iB NPUIIBUIIINTH CTBOPEHHS MPOEKTY, TaK
Ak C++ 103BOJSIOTh MIBUJKO Ta €(EKTUBHO CTBOPIOBATH ITPOB1 MEXaHIKH, B TOU
gac SK BI3yaJdbHHH CKPUNTHHT HAJa€ MOKJIMBICTH 3pPYYHO HaJAIITOBYBATH
BI3yaJIbHy YacCTHHY IIPOEKTY, CTBOPIOBATH Marepiagud Ta IHIIiali3yBaTu

napaMeTpu, 110 BIJMOBIIaI0OTh 3a rpaiuHy YacTUHY.

2.2 OcHoBHa noriyHa yactuHa asuryna Unreal Engine

Unreal Engine wmae 00'ekTHO-OpieHTOBaHYy apxiTtektypy [12], me Bci
€JIEMEHTU TPU TPEACTABJICHI Y BUIJISIAI OO'€KTIB 13 NMEBHUMU BJIACTUBOCTSIMH Ta
noBeinkor. Llg cTpykTypa 0a3yeThcsi Ha i€papXiuHidi CHUCTEMI KJACIB, IO
JI03BOJISIE  PO3POOHMKAM JIETKO CTBOPIOBATH, MOJU(DIKyBaTH Ta PO3UIUPIOBATU
dbyukiionan rpu. OIHUMH 3 KIIOYOBUX MOHATH y pyirii € Aktop (Actor) Ta CBiT
(World), sxi Bu3Ha4aroTh OCHOBHY JIOTIKY iCHYBaHHs 00'ekTiB y rpi. Ha pycyHky
2.2 300pakeHa CTPYKTypHa cxema 0a30BUX KiaciB JBUTyHa. KoxkeH 00’ €KT y 1
CUCTEM1 Ma€ KUTTEBUM LUKJI, IKUI KEPYEThCA PYIIEM 1 BUZHAUA€E HOTO B3aEMO/IIIO

3 IHIIIMHU 00’ €KTaMHU Ta CEPEOBUILICM.
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Object

Actor Actor Component

Pawn GameMode | |Controller| |Scene Component

Character PlayerController | |[AlController

Pucynok 2.2 — CTpyKTypHa cxema iepapxii KJ1aciB ABUTYHA

Object — mne OaszoBuit kmac y cucremi Unreal Engine, 3 sikoro
YCHAJKOBYIOTbCS BCl 1HII KJIAcH pyIlis, BKIOYHO 3 akTopamu. OO0'ekTH He
MOXXYTb ICHyBaTH 0€3MOCEpETHHO B IFPOBOMY CBITI, ajieé BOHU BUKOPUCTOBYIOTHCS
JUIsl 30€piraHHs JaHuX, OOpOOKM JIOTIKM Ta B3a€MOJIIi MI)K KOMIIOHEHTaMH TPH.
[Tpuknagamu 00'€KTiB MOXKYTh OyTH KOMIIOHEHTH aKTOPiB, KEPOBaHI peCypcH, Taki
K TEKCTypH ab0 3BYKOBI €(EKTH, a TaK0X MEHEIKEpU IrPOBUX CHUCTEM, IO
IPaIoTh Y (POHOBOMY PEXHMI.

AxkTop (Actor) — me 6a3oBmii 00'ekT B aBmxkki Unreal Engine, 3 skoro
CKJIaJa0ThCA BCl 1HII 00'€KTU. AKTOPU BUKOPUCTOBYIOTHCS JIJISl CTBOPEHHS OY/Ib-
SAKUX OO'€KTIB y Tpl: BiJ CTAaTUYHHUX EJIEMEHTIB, TaKUX SK CTiHM abo MeOIi, 10
CKIAIHIIINX, HAMPUKIAM, 1HTEPPEHCHUX TpHUTepiB YW B3AEMOMIIOYMX OO'€KTIB.
BoHu MOXYyTh MaTh KOMIIOHEHTH, Hampukiaa, citku (Meshes), konaiigepu uum
CBITJIO, SIK1 IOJIatOTh iM (Di3MUHI BIACTUBOCTI UM BHUTJIS/I.

Cgit (World) — e cepenoBuiiie, y skoMy 3HaX0aAThCs BC1 00'ekTu rpu. CBIT
B Unreal Engine BiamoBigae 3a ymnpaBlliHHS pPiBHEM, PO3TAlIyBaHHSIM aKTOPIB 1
B32EMOJIIEI0 MK HUMHU. Y KOKHOMY CBITI € KUJIbKa KJIFOYOBHX CUCTEM, HAMPUKIIA],
¢di3uKa, OCBITJICHHS Ta YIpaBIiHHSA 4YacoM. BiH TakoX MICTUTh TOYKY BXOJIY

(Player Start), 3 1x01 MOYMHAETHCS TPA.
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ITepconaxx (Character) — e cnemiagbHUM TUI aKTOpa, CTBOPEHUM Jis
KOHTPOJIIO PyXy 1 B3aeMojiii 3 irpoBuM cBiToM. IlepcoHaxk mae BOymoBaHUU
komnoneHT Character Movement, sIKuii CIpoIrye peasizaiiio TakuxX (QYHKIIH, sK
xo/1p0a, O1ir, cTpuOKK Ta Aamii. B OLIBIIOCTI MPOEKTIB MEPCOHAXK IOB’SI3aHUN 13
KaMepow [Jisl HaJaHHS TPaBLIO MEBHOI MEPCIEKTHBH (BiA MEPIIOl YU TPETHOl
ocobu). Character Movement — 1ie BayOOBaHMiI 3pydHUi Kiac, SKUN peaizye B
co01 mapaMmeTpu JUIs MEPEeMIIeHHs NMepcoHaXiB B CBiTi. Po3poOHUKY MOTpiOHO
Horo nuIle HaNaTyBaTH JJIi OTPUMAHHS BXK€ UyJOBOTO poOOYOro pe3yibTaTy,
BUTPATHUBIIY Ha BCE PO BCE JEKUIbKA XBUIIMH.

[Timka (Pawn) — ne 6a3oBuil kiac myisg 00'€KTIB, SKUMU MOXKE KepyBaTH
rpaBenp a00 WITy4YHHM IHTENEKT. Y MOPIBHSAHHI 3 NEPCOHAXKEM, MIIIKa HE Mae
BOY/ZIOBaHOI JIOTIKM PYXy, IO POOUTH HOro OLIbII THYYKHM [IJIi CTBOPEHHS
HECTAH/IAPTHOI MEXaHIKW, HAMPUKIIAJl, TPAHCIIOPTHUX 3aC00i1B, JIITAlOUUX 00’ €KTIB
1 TaK J1aJi.

Komnonentn (Components) — 1i¢ CKIaJ0BI YacTUHU aKTOPIB, SKi
BU3HAYAIOTh 1X BUIJIA] 1 MOBEAIHKY. BOHM HalalOTh akTOpaM 3py4Hi MOKIMBOCTI
Ta peani3yloTh B 001 6arato (yHKIIIH, sIKI IO CYyTi IHKAINCYJIIOIOTHCS B KOMIIOHEHT
1 He 3aCMIuyIOTh camoro aktopa. Hanpukinan, Static Mesh Component BignoBigae
3a BI3yasibHe TpencrtaBieHHsa o0'ekta, Box Collider — 3a obnacTs B3aemonii, a
Audio Component — 3a BIATBOpeHHS 3BYKiB. KOMIIOHEHTH MOKHa KOMOIHYyBaTu
JUTSl CTBOPEHHS CKJIATHUX O0'€KTIB.

Kontponep (Controller) — ne 6a3oBuii knac B apxitekrypi Unreal Engine,
KWW BUKOHYE POJIb TIOCEPETHUKA MDK TpaBlieM a00 MITYYHUM IHTEJIEKTOM 1
irpoBuM cBiTOM. KOoHTposiep He Mae (hi3M4HOI MPUCYTHOCTI Ha PiBHI, TOOTO BiH
caM He Bi3yalli3y€eTbes 1 HE B3aeMOJIE 3 (DI3UYHUM CEPEIOBUIIEM HAIpsMy, alie BiH
Kepye TepcoHaxeM, kUM '"Bojoaie" (possess). OCHOBHa MeTa KOHTpoJiepa Iie
KEpyBaTH JIOTIKOIO TIOBEJIHKU: OTPUMYBAaTH BBIJ, YXBaJIOBAaTU pIIICHHS U
nepeaaBaTH iX BiMOBITHOMY aKTOpPYy. Y CTPYKTYpl pyIilisi KOHTPOJEP € KIOYOBUM
€JIEMEHTOM, 1[0 BU3HAYAE, SIK caMe 00’ €KT Oye MisITH Y BIAMOBIIb HA MO/IIi.

I3 6azoBoro kmacy Controller ycnagkoByroThCcsi ABa royioBH1 Tunu: Player
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Controller 1 AI Controller. Player Controller BianmoBizae 3a 00poOKy BBOAY Bij
rpaBlsl — KJaBlaTypu, MMIII, TedMIiaga 4u ceHcopHoro ekpany. lLleit kiac
NEPETBOPIOE CUTHAIM KEpyBaHHS Ha KOMaHIU JJIs MEpCOHaXa: pyX, CTPUOKH,
cTpinbOy, B3aemoii 3 00'ektamu. TakoX BiH BIANOBIiAAE 3a KaMepy, 1HTepdeic
KOpHCTyBaya, MPUB'A3KY KIABIII 1 MYJbTIIUICEPHY JOTIKy. BiH BUKOHY€E pOIb
"MO3Ky" TpaBIIsl B Ipi, 130J50BaHOTO BiJl (h13MUHOT MOEII IEPCOHAXKA.

Al Controller (koHTposep mITYy4HOro 1HTENEKTY) [13] BUKOHY€E aHANOTIUYHY
poib, ane s OOTIB Ta HEIrPOBUX MEPCOHAXIB. BiH yxBairoe pillieHHS HAa OCHOBI
JIOT1KH, 3a/1aHOi pO3pOOHUKOM, Hanpukiiag yepe3 Behavior Tree abo creriansHuii
ckpunt. Al Controller Moxe cliKyBaTH 3a rpaBlieM, MATPYJIIOBATH TEPUTOPIIO,
pearyBaTty Ha 3BYKH a00 3MiHH B HABKOJIHIIHBOMY CepeIoBHIIi. loro 3apnaHns —
aBTOHOMHO KEPYBAaTH aKTOPOM, 3a0€3MeUyI0un peajiCTUYHy MOBEIIHKY 0e3 yJacTi
TpaBIIsl.

IrpoBuii pexum (Game Mode) — ne knac, KMl BHU3Ha4yae IpaBuja IpH,
HAIPUKJIAJ, TUI TPaBld, JOTIKY CHaBHY, MOBEIIHKY MPH 3aBEPILICHHI T'PU TOIIO.
Game Mode Takox Kepye B3a€EMOJIEI0 MIXK PI3HUMH CUCTEMAMHU TPH.

PiBens (Level) — 116 KOHKpeTHUN CTaH CBITY, SIKUW MICTUTH YCiI aKTODH,
JaHAmadT, OCBITIEHHS Ta Tpurepu. PiBHI MOXKyTh OyTH 3aBaHTaxe€H1 OKpeMo abo
pa3oM 13 1HIIMMH (MiAPIBHI), 110 JO3BOJISIE CTBOPIOBATH BEJIMKI Ta JETai30BaH1
CBITH.

Kamepa (Camera) — e 00'exT, iK1l BU3Havae, o 6aunuth rpaseub. Kamepu
4acTO MPUKPIILITIOITHCS 0 MEepCcoHaka ad0 MENIHEeNs JjIsl CTBOPEHHSI MEPCIIEKTUBU
BiJl TIEpIIOi YM TPEThOi O0coOM. 3 X JOMOMOTOI0 MOKHA HaJAIITYBaTH Pi3HI
edeKTH, AK-0T INIMOMHA PI3KOCTI YU KiHeMaTorpadiuHe 300paxeHHs!.

Ili enmemeHnTn € 6a30BMMH KJIacaMH Ta 00 €KTaMH IS CTBOPEHHS TPH 1
JIO3BOJIAIOTh MOOYAYBaTH JIOTIKY Ta MEXaHIKy Oyab-fKOoi CKiIagHocTi. Bixg Hux
PO3pOOHUK Bke Oa3ye CBOIO IPy.

Came 3a JI0MIOMOTOIO ITMX KJIACiB S 1 peali3yBaB CBiil MPOEKT, CTBOPIOIOYU

B1JI HUX MOXI1H1 KJIACH MIEPCOHAXKIB, KOHTPOJIEPIB 1 TaKe 1HIIIE.
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2.3 ®dpetimBopk Gameplay Ability System

Unreal Engine Hagae mupoky MiATPUMKY MUariHiB i ¢gperiMBopkis. 1106
NPUIIBUAIIATA PO3POOKY MPOEKTY, s BUKOPUCTOBYBaB (peiiMBopk Gameplay
Ability System, sikuii 6yB cTBOpeHU# pO3pOOHUKAMU ABUTYHA.

Gameplay Ability System [14] (Cuctema irpoBux 3110HOCTEH, a00 KOPOTKO
GAS) — 11e ocHOBa JJIsI CTBOPEHHS aTpPUOYTIB, 3M10HOCTEH 1 B3a€EMOJIINA, SIKUMHU
AKTOp MOXK€ BOJIOAITH Ta akTHUBYBaTH iX. CucteMa po3poOieHa A ajanTarii 10
PI3HOMAHITHUX MPOEKTIB, OPIEHTOBAHUX HA ITPOBUH MPOIEC, TAKUX SK POJIbOBI
irpu (RPG), mpurogHuipki irpu Ta OaraTOKOpHUCTYBallbKli OHJAaWH-irpu Battle
Arenas (MOBA).

Gameplay Ability System Hagae po3poOHHKY MOKJIIMBICTh IIBHIKO
peani3yBaTd aBTOMAaTH30BaHy CHUCTeMy aTpuOyTiB Ta 3010HOCTEH, WIO
MPUILIBUALINTE CTBOPEHHS POEKTY Ta 3MEHILIUTh KUIBKICTh Oaris.

KommnonenTt Ability System Bkirodae Bci 0a30Bi (QyHKIII, SKI peanizye
KoMrnoHeHT Actor. GAS peaini3ye BiacHUM 1HTEpPenC g JOCTYIy Ta B3a€MOJI1 3
CHUCTEMOIO CUCTEMH 3A10HOCTEH 1rPOBOTO MPOIIECY.

Po3poOHMK Mae MOMKJIMBICTb CTBOPUTM aKTHUBHI a00 TMacHUBHI I1rpOBi
3MI0HOCTI  JIIi  aKTOpiB, SKI CYNPOBOJKYIOTHCS ITPOBUMH  MEXaHIKaMH,
BI3yaJIbHUMH €(EKTaMHU, aHIMaIli€10, 3ByKaMH Ta IHIMUMHU eJIEeMEHTaMHU.

GAS BuKOpuUCTOBYE aTpuOyTH Ta HaOopu aTpuOyTiB, SKi 30epiraroThb,
OOYHUCITIOIOTh 1 3MIHIOIOTH 3HAYEHHs, TMOB’sA3aHl 3 irporo. Po3poOHUK Mae
MO>KJIMBICTh 3MiHIOBaTH aTpuOyTH 3a nonomoroto Gameplay Effects [15] (irpoBux
eeKTiIB), SIKI HaJJal0Th MeTO ] Oe3nmocepeIHhOT 3MIHM 3HAY€Hb aTPUOYTIB y IU3aiiHI
npoekty. Gameplay Effects MicTaTh KOMIOHEHTH , SIKi BH3HAYaIOTh, K cCame
MOBOJUTHLCS 111 IrPOB1 €PEKTH.

Ability Tasks (UAbilityTask) — 1e cnerianizoBana ¢opma Kjaacy irpoBux
3aB/laHb, fKa MpPAIlO€ 3 ITPOBUMHU 3TIOHOCTSIMH. ITpu, sIKI BUKOPHUCTOBYIOTh
Gameplay Ability System, 3a3Buyail BKJIIOYAIOTh PI3HOMAHITHI KOPHUCTYBAIbKi

3aBJlaHHs 3A10HOCTEMH, sIKI peai3yloTh iXH1 YHIKaJlbHI 1rpoBi 0coOiMBOCTI. BoHun
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BUKOHYIOTh ACHHXPOHHY POOOTY MiJl Yac BUKOHAHHS irpPOBOi 3/IaTHOCTI Ta MalOTh
MOJKJIMBICTh BIUTMBATH Ha TOTIK BUKOHAHHS, BUKJIHMKAIOYH JIEJIETaTH y PiTHOMY
komi C++ abo mepeMimarouuch Kpi3h ONWH abo OinbIle BUXITHUX IIiHIB
BUKOHaHHS, sIK-0T Blueprints.

BukopuctoByroun 110 CHUCTEMY, PO3POOHHUK MOXKE CTBOPIOBATH TaKi
aTpuOyTH Ta 3A10HOCTI pi3HUX CKiIagHOCTEeH. Bing mpocTtux artak 3 epexkramu 10
BOXKHX Ta aBTOMAaTH30BaHMX 3J10HOCTEH, SIK OT HANpUKIaA 3A10HOCTI B MOEMY
MPOEKTI: Miii MEPCOHAX Mae psif 301IHOCTEH, K1 He TUTBKU 3MIHIOIOTh aTpuOyTH, a
W MOXYTh BIJIIITOBXHYTH NMPOTUBHUKA, BIUIMHYTH Ha (13UKY B CBITI 800 CTBOPUTHU

3BYKOBUH Ta Bi3yaJbHUMN €(EKT.
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3 OII1C 3ACTOCYHKY

I'pa «Forgotten Island: Hero Artifact» me apkagHuii mOpOEKT, IMiIbOBA
ayJIUTOPisl SKOTO KOMIT IOTepu Ta irpoBi kKoHcom XBox. Lls rpa BigHOCHTBCS 10
)aHpy poranukiB. XKanp poramuk (roguelike) - e TN Biieoirop, OCHOBOIO SIKHX €
MPOIICAYPHO 3TeHEpPOBaHI CBITH, IMOCTIMHA cMepTh MepcoHaxa (permadeath) Ta
3HaYHUI aKLIEHT Ha JIOCIIPKeHHI, TaKTHIl ¥ NpUUHATTI pimneHb. Ha3Ba xaHpy
noXoAuTh Bim kiacuyHoi Tpu Rogue (1980), sika 3amama Garato KIFOUOBHX
XapaKTEPUCTHUK JIJIs TOAIOHUX TTPOEKTIB.

OcHoBa IrpoBOro MpoOLECY MOIr0 MPOEKTYy MOJSAra€ B HECKIHYEHHOMY
MPOXO/PKEHHI PIBHIB Ta MPOKAYKU IMEPCOHAXKA, 3 METOI OTPUMAaHHS BCIX
JIOCSITHEHb Ta MPOXOJ/KEHHs BCIX OOCIB B Ipl. I'paBelb Ma€ MOXIIUBICTH BUOOPY
XOJIIB I1J1 Yac MPOXOIKEHHS KOKHOTO piBHA. CaMi 5K piBHI MOCTIMHO BUITAJIKOBI Ta
BIJIPI3HSIOTHCA JIMILIE TIO CTHIIIO JIoKallii. Boporn Ta 60cu Ha KOKHHUX PIBHSIX TEX
MOCTIIHO pi3HI, B 3aJIEKHOCTI BiJI CTHJIIO camoro piBHA. ['paBerr Mae MOXIHUBICTh
MPOKaYyBaTH CBOTO TMEPCOHAXa B XOJ1 MPOXO/KEHHS, OTPUMYIOUM Oanmu st
MOKpAIICHHS MapaMeTPiB CBOTO MEPCOHaXKA, UM CAMHUM ITOCHITIOIOYH HOTO.

B rpi icHytOTh piBHI 4 THITIB:

- piBHI 3 O0caMu — 1€ pIBEHb J€ € YK€ CHJIBHHN BOPOT 3 BEJIMKOIO
KUJIBKICTIO 311I0HOCTEM;

- OoloB1 pIBHI — Ji¢ TPABIIO MPOCTO MOTPIOHO 3aYUCTHTH JIOKAIIIIO JIJIst
MPOXOJPKEHHS Ha HACTYTHUH PiBEHb Ta OTPUMAHHS IrPOBOi BAIIIOTH;

- JIOKaIlii 3 TOProBIIEM — 11€ BUMAJKOBI JIOKAIIIi Jie TpaBellb MOXE 3a IrpOBY
BaJIIOTY TIOTIOBHUTH MPUTIACH, KYITUTH HOBI BJIACTHUBOCTI;

- JIOKaIlii 31 3HAKOM IIUTAHHS — II€ JIOKallli B SKUX MOXE BIIOyTHCS
BUIIAJIKOBA MOJIisl, BOHA MOXKE OYTH SIK 1 KOPUCHOIO JJIs TPaBLsl Tak 1 HABIAKU —
HEraTUBHO BIUTMHYTHU Ha TOJAJBIIE TIPOXOJKEHHS PiBHIB.

Takox, mij yac MPOXOKEHHS PIBHIB, OJTHOIO 13 OCHOBHMX MEXaHIK TpU €

OTPUMAaHHs HOBUX 3[10HOCTEH ab0 MpoKayka ICHYIOUMX 3a PaxyHOK IiJBUIICHHS
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piBHS TmepcoHaka. PiBeHb mMepCcOHaka MIABUILYIOTHCS TMPU 3HEIIKOKEHHI
BOPOXXHMX FOHITIB. Ilicis MmiABUINEHHS PIBHS, MEPCOHAXY HATAETHCS MOXKIIHUBICTH
oOpaTH OJIHYy 3 TPhOX BUIIAIKOBHX 3M10HOCTEH. [lyiM camuM i 9ac MpoXOHKEHHSI,
NEPCOHAXX TpaBls MOCTIMHO CTa€ CUJIBHIIIUM Ta IMIJBUILYE CBOi IIIAHCH Ha
BIDKVBAHHSI.

SIK1I0 K TpaBellb MOMUPAE, TO Tpa MOYUHAETHCS CIIOYATKY, alie aTpulyTH Ta
JIOCSITHEHHSI IEPCOHAXKIB 30€pIiratoThCs — BOHU MPOKAUYIOThCSI HA3aBXK/IH.

Jlnsg cTBOpeHHsT aTMoc(epu Tpu BUKOPHUCTAHO PI3SHOMAHITHUN MY3UYHHUN
CYNpOBIJ Ta BI3yalibHI €(PEeKTH, SKI MIAKPECIIOITh YHIKAIBHICTh KOXKHOT JIOKAIi.
['paBif0 MPOMOHYETHCA BUOIP KUIBKOX TEPCOHAXIB, KOXKEH 13 SIKUX Ma€ CBOI
YHIKaJIbH1 311I0HOCTI Ta CTWJIb TPH, IO JOAA€ TTIUOUHU ITPOBOMY MPOLIECY.

Takox, B rpi peaiizoBaHa cucTeMa JOCITHEHb, Ika MOTUBYE JIOCIIIKYBaTH
KOXEH KyTOUOK CBITY Ta €KCIIEPUMEHTYBATH 3 PI3HUMH CTPATETISIMHU.

B rpi npucyTHE myxe MpocTo Ta 3p03yMUIE KO)KHOMY MEHIO (pUCYHOK 3.1),
B SIKOMY MPHUCYTHI 3 OCHOBHI MyHKTU: TIOYATH HOBY TPy, HAJIAITYBaHHS TPH, Ta
BUXiA. SIKIO K TpaBellb BXXE MOYaB rpy, TO OyJe MPHUCYTHS YeTBEpPTa KHOMKA —
«IIponosxutu Tpy». BoHa Oyne mepiior0 B CHUCKY, Ta BUIIUISTUCS BI3yalbHO

JTIA3aWHOM Ta KOJIbOPOM.

Main Menu

Pucynok 3.1 — I'osioBHE M€eHIO Tpu
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[Ticns HaTUCKaHHS KHOMKHU 3 TekcToM «HoBa I'pay, 3a mormomororw aHimartii
Kamepa MiJIeTUTh J0 TEPCOHaXiB, mo0 ix Oyno kpamie BuaHo. Ha expani
3’BIISITHCSL KHOMKU 1HTEepQENCy NI EpEeMUKAHHS MK MEPCOHaKaMU Ta KHOTIKa
«Bubparu Ilepconaxa» BiamoBigHO st BUOOpy (pucyHok 3.2). Takuil mimxifg
JI03BOJISIE CTBOPUTHU OUIBIII 3aXOIUIMBY Ta KiHeMaTorpadiuyHy nojady rmo4arky rpu,

3a0e3Meyyrour TpaBIeBl MepIie 3aHypeHHs y Bi3yalbHHMI CTUIL 1 atMocdepy

IPOEKTY.

Select Character

Pucynok 3.2 — BuOip nepconaxa

[lepemukaHHsT MK MEpCOHaXaMH  peaji3oBaHE 3  BUKOPHUCTAaHHSIM
iHTep(dEeNCHUX KHOMOK, $KI 3MIHIOIOTH MOTOYHY (OKYCHY TOUKYy KaMepu Ta
Bi10OpakaroTh 1H(POPMAIlI0 PO 0OPaHOro Teposi — HOro iM’sl, XapakTepUCTUKU
yu BizyanbHI ocoOnmuBocTi. lle mae 3Mory rpaBieBi yBaKHO O3HAWMOMUTHCS 3
KOXKHUM JIOCTyITHUM BaplaHTOM Tiepej] IMOYaTKOM TIpu. AHIMaIlis KaMepH,
CHUHXPOHI30BaHa 3 MEPEXOJaMU MK TepOsIMH, CTBOPIOE IUIABHUM 1 NMpPUEMHUIN

Bi3yaJIbHUN €(PEKT.



34

Knonka  «Bubpatn  IlepcoHaxka»  BUKOHYE€  KJIIOYOBY  (DYHKIIiIO
MiATBEp KeHHs BUOOpy. [licis 11 HaTHCKaHHA 3alyCKaeThbCs JIOTiKA 1HIIiamizarii
TpU: 3aBaHTAXYIOThCS TMOTPIOHI MJaHi, OOpaHUl TEPCOHAX CTAa€ TOJIOBHUM
KEpOBaHUM O00'€KTOM, a IHTep(eic MEePexXOaUTh Y PEKUM OCHOBHOTO TEUMILICIO.
Lle mo3BoIsIE 3p0OUTH TIpOIIEC BUOOPY 1HTYITUBHO 3pO3YMIIMM 1 O€3MepePBHUM.

Kpim nporo, inTepdeiic CTBOpeHH TaKUM YMHOM, 1100 HOTO MOXKHa OyIio
JIeTKO MacmTabyBaTH — 3a MOTPeOH J0JaTH HOBHX MEPCOHAXIB, OHOBUTHU JTN3AH
a00 3MIHUTH CTPYKTYpPY B3a€MOJI1 3 KOpUCTyBaueM. 3aBIsKku THYy4Kind cuctemi Ul
Unreal Engine, neit eran rpu jerko amgantyBatu sk s TIK, Tak 1 g iHmmx
aTdopM 3a MoTpeoH.

Takox B rpl MPHCYTHE MaridyHe A3EpPKajio I MEperysiay Ta MPOKAYKd

aTpuOyTIB IEPCOHAXKIB (PUCYHOK 3.3).

RTTRIBUTES

4 fttribute Points

Primary Rritributes

Max Health

Max Mana

Max Physical Shield
Max Magical Shield
Critical Hit Chance

Doodge Hit Chance

Secondary Rirtribures

Pucynok 3.3 — MeHro 3 neperiisioMm Ta NpoKayKkorw aTpuoyTiB

Ane meperisgaTd OJHI aTPUOYTH Ta XapaKTEPUCTUKH TEPCOHAXKIB 1I€

3amano. Tak sK B rpl NPUCYTHbO OaraTo pi3HUX 3A1I0HOCTEH, T'PaBIf0 MOTPIOHO
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nepersiaaTH MeBHy iHdopMalio Ta 0auuTH NEBHI MapaMeTpu HUX 3710HOCTEH.
s BupilIeHHS [BOTO MWUTaHHSA B Tpy Oylia 3ampoBajpKeHa MariyHa KHUTa

(pucyHoK 3.4), siKa A03BOJISE TIEPETIISAIATH BCl 3110HOCTI B TPI.

(¥ire Gl MY

Pucynox 3.4 — Kuura asis BioOpa>keHHS CIIeNiB B Ipi

Takox BOHa yHIBepcaibHa, TOMY JHM3aliHEp caM JIoJa€e B Hel 3M10HOCTI, sKi
X0ue MOKa3zyBaTu Ui rpaBls. Ll yHIBepcanbHICTh JQy’K€ BaXIIMBa, aJKe B TIpl
NPUCYTHI TEBHI 3AIHOCTI, $IKI MpPalOTh BECh Yac Ta MOHITOPSATH CTaHU
MEPCOHAXIB, MO0 3pyYHO OHOBIIOBATH aHiMmarli. Tak K 1i 3A10HOCTI  CYTO
TEXHIYH], rpaBelp ix 0a4yuTH B iHTe(peicl He TOBUHEH.

Sk 3a3HadeHO paHilmie, B TPl KOPHUCTyBad caM oOWpae SKuUW pIBEHb
npoxoautu. [[ns Takoi MOXIMBOCTI Oyino pearnizoBaHo 3-J1 piBeHb st BHOODPY
HACTYNHUX XO[iB (pucyHOK 3.5). B pe3ynbpTaTi KOpHCTyBau OauuTh, SIKMU THUII
piBHS MOT0 YeKae Ta BUOMpae NMUIAXU MPOXOKEeHHS rpu. Takuit miaxin 3abe3nedye

HEeJIIHIMHY CTPYKTYpy IrpOBOrO MpoleCy, MJO03BOJSIOYM KOXHOMY T'paBIIeBI
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dbopmyBaTi CBI BIACHUNW MapHIPyT MPOXOJKEHHS, [0 3HAYHO IIiJIBUIILYE

peirpadenbHICTh Ta IHAUBITYIbHICTH IPOBOTO IOCBIJTY.

Pucynox 3.5 — Menro Bubopy piBHIB

3D-piBeHr BHOOpPY BHUKOHAHO y BHIJIAI IHTEPAKTHUBHOTO TIPOCTOPY, €
TE€HEPYIOTHCS KHOIIKH, 1110 BiJIMOBIIaI0Th IEBHUM PIBHSAM. ['paBelb y BUTIISA 1yXa
MOK€ BUIBHO TIepeMilaTucs abo OrjsaaTH CEepeOBHUINE KaMepH, M0 CTBOPIOE
BIIUYTTS JOCJHIDKCHHS Ta BIAKpUTOCTI. PiBHI MO3Ha4YeHl YHIKaJIbHUMU
BI3yaJIbHUMH €JICMEHTAaMH, SKI HATSAKAIOTh Ha iXHIA CTWJIb, CKJIQJHICTh ab0 TUTI
3aBaHb, 110 OYIKYIOTh nornepeay (Hanmpukiaa, 00MoBHI piBeHb, FOJOBOJIOMKA YU
JI1aJIOTOBUI CErMEHT 3 TOPTOBIIEM ).

Sk BXe ommMCyBaJIOCS paHilie, TpaBellb, NEpeMararo4s BOPOTIB, OTPUMYE
Oanmu JUIsl TIOKpaIleHHs piBHsS mnepcoHaxka. [lig yac oTpuMaHHS HOBOTO PiBHS,

TPABITI0 HAAAETHCS MOXIIMBICTh BUOpatu 1 3 3 BumankoBux 31ai10HOCTeH. [{e Moxe
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Oyt sK HOBa 3Ii0HICTh, TaK 1 IpoKayka Bxe icHyro4oi. Ha Pucynky 3.6
300pa)X€HO pe3yJbTaT OTPUMAHHS HOBOTO PIBHS Ta MPOKAYKy BXKE I1CHYIOYOi

3110HOCTI.

PucyHnok 3.6 — Pe3ynbTat 3011b1IEHHS PIBHS Ta OTPUMAaHHS BUIAIKOBHX

3110HOCTEN

BunankoBicTe y BUOOp1 3A10HOCTEN J0/1a€ €IeMEHT HerependadyyBaHOCTI,
0 POOUTH KOXKEH PIBEHb 3aXOIUIMBIIIMM 1 HE JI03BOJISIE TPABIIEBI CTBOPUTH
mabJIOHHY CTparerito. ['paBellb MOBMHEH 3BAXKEHO NMPUHAMATH pIlIEHHS: 00paTu
HOBY 3/1I0HICTD, SIKA MOXE KapJWHAJIbLHO 3MIHUTH CTHJIb OO0, UM MOCHJIMTH BXKE
HasIBHY, T1JBUNTUBIIY 11 €(h)eKTUBHICTb.

Koxna 31i0HICT Mae KuIbKa pIBHIB NPOKAUYyBaHHS, 1 TMPU KOXHOMY
MBUIIEHHI BOHA MOXE 3MIHIOBAaTH CBOi MapaMeTpu — HAMPUKIAJ, 301IbIIyBaTH
30Hy Jii, CcWJy BIUIMBY a00 3MeHIIyBaTH dac mnepe3apsaku. lLle mo3Bossie
CTBOPIOBATU CUJIbHI CHMHEPrii MK 3/110HOCTSIMHU, SIKILIO TpaBellb Oyay€e pO3BUTOK

MEPCOHAKa B OJHOMY HampsiMKy. TakoXX mepemdadeHo Bi3yaldbHE Ta 3BYKOBE
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CYIIPOBOJ/IPKEHHSI MOMEHTY BHUOOPY, IO MIJAKPECTIOE BAXKIUBICTh I[LOTO €Taly Ta
EMOIIIHHO MIJICUIIIOE BITIYTTS IPOTPeECy.

Tax sk B rpi IpUCYTHI pi3HI TUMI 3110HOCTEH, BOHM MOXYTh MOJIUISTHCS Ha:
NAaCWBHI, aKTHBHI, 3BMYaiiHI Ta yhbTUMatuBHI. Ha pucynky 3.7 300paxkeHO
pe3yNbTaT BUKOPUCTAHHS YIBTUMATHBHOI 3A1I0HOCTI Ha BOPOXKOMY MEPCOHAXI.
YapTUMaTUBHI 3410HOCTI Ha0araTo CHUJIBHINI 3BUYAMHMX, aj¢ BOHH MAlOTh JOBTY

nepe3apsiKy, TOMy BUKOPUCTOBYBATH iX MOTPIOHO 3 PO3yMOM.

Pucynok 3.7 — Pe3ynbTaT BUKOpUCTaHHS YITUMATUBHOI 3/110HOCTI

3 TEXHIYHOI TOYKH 30py, CUCTeMa 3A10HOCTEeH peanizoBaHa depe3 OKpemi
KJIacH, sIKI MOXXHa JIeTKo naoaaBatu uyu MmonaudikyBatu. Lle poOuth cuctemy
pPO3LIMPIOBAHOI0 Ta 3py4yHOro mia OanaHcy. Kpim Toro, BoHa IHTErpoBaHa 3
iHTepdericoM TpaBIld, J€ 3a JOMOMOTOI0 TMIiJAKAa30K TpaBelb MOXE IIBUIKO
03HAMOMHUTHUCH 3 e(eKkTaMu KOXKHOI 3M10HOCTI mepen BHOOPOM, IO IMOKpallye
KOPHUCTYBAIbKUA TOCBI].

Takoxk, rpaBelb MOXKE CIUIKYBATHCS 3 1HIIMMHU HEINPOBUMHU MEPCOHAKAMH.
Ha pucynky 3.8 300pakeHe miajgoroBe BIKHO mepcoHaxka 3 1HIMM NPC — 1e

HeirpoBuii miepcoHax (anria. NPC — Non-Playable Character) [13], skwit €



39

YaCTUHOIO ITPOBOTO CBITY, aje He KepyeThcs rpasiemM. B rpi HIIC 3a3Buuait
B3a€EMOJIIIOTh 3 TpaBLAMM, HAJAl0Th 1H(OpMaIilo, 3aBAaHHS, TOBApU YU 1HIII
€JIEMEHTH, 5Kl JOMOBHIOIOTH CIOKET Ipu. Lle momomarae rpasipsim B irpoBiit opmi

MOSICHUTH SIKYCh MEXaHIKy I'py, a00 HaJaTH MiIKa3Ky.

you by!

‘ What canyoudo Help me with ' l {ATEN good to see ‘LQ
o A

for me? dialog

Pucynok 3.8 — Jlianorose BikHO nepcoHaxa 3 NPC

JianoroBa cuctemMa peaji3oBaHa Yy BHIJIS[l I1HTEPAKTUBHOIO BiKHA 3
BapiaHTaMHM BIAMOBIJIEH, K1 IpaBellb MOXe 00MpaTH, BIUIMBAIOYN HA X1J] PO3MOBH.
Hesxi NPC MoxyTh MaTH TUIKHA J1aJiOTy, SIK1 3aJie)KaTh Bij MOIMEPEIHIX PillleHb
rpaBus ab0 MOro JOCSATHEHb, MO POOUTH KOMYHIKAIIK) >KUBIIIOK Ta OUIbII
BapiaTUBHOW. Y OIbII CKJIAAHUX BUNaakax, BianoBiali NPC MoxyTh 3MiHIOBATH
CTaBJICHHS 70 rpaBlisi 00 BIAKPUBATH HOBI IISIXU MPOXOJKEHHSI MICIH.

Oxpim ¢yHKIiOHampHOTO HaBaHTaxeHHs, NPC BimirparoTh poib >KUBUX
«YYaCHHUKIBY» ITPOBOTO CBITY, SIKI CTBOPIOIOTh BPa)KE€HHS CHPaBKHBOI, TUHAMIYHOT
eKOCUCTeMHU. BOHM MOXyTh MaTH yHIKaJIbHI aHIMAaIlli, 03By4Y€HHS, MOBEAIHKY Ta

HaBITh MIJICTPAIOBATHUCS MiJ PIBEHb, HASIKOMY 3HaXOAAThCs. Lle poOUTH CBIT O11bII
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NEePEKOHIMBUM Ta I[IKaBUM.

3 TexniuHoro Ooky, NPC peanizoBani uepe3 akTopiB, AKuMU kepye Al
Controller, mo 3a0e3neuye iXHIO aBTOHOMHY MoBeniHKY. [loBemiHKOBI naepeBa
(Behavior Trees), a Takox cucrtema pgianoriB, mooymoBaHa Ha Blueprints Ta
kactoMHux C++ Kimacax M03BOJISIOTh HAJAMITOBYBATH iX JIOTIKY Oe3 moTpedu y
nepenucyBanHi ocHoBHoro koxy. Koxken HIIC wmae BipryanbHe pgepeBo 3
JiajoraMy Ta MOKJIMBUMU BapiaHTaMH BiAnoBinel HaH HuX. Lle 103Bossie THYUKO
peari3oByBaTH pi3HI AuaNoru 0e3 motpedbu 3miHoBaTH camux NPC — icHye mwmie
OJIMH MapaMeTp B KJIacl HEIrPOBUX TMEPCOHAXIB, KU 1 BIAMOBIJAE 3a J1aJIOrOBE
JepeBo. 3aBIsAKM Takid THy4kik apxitektypi, NPC nerko macmralyrorbes W
MOXYTh OyTH ajanToBaHI IJisi OyAb-SKUX IIJIEH — BiJl MPOCTUX TOPTOBLIB O

KJIFOYOBHUX CIOKETHHUX (Diryp.
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4 PEAJIIBALIA 3BACTOCYHKY

4.1 Peamnizairist 6a30BUX KJIaCiB 3aCTOCYHKY

CTBOpEeHHs TpU Mepul 3a BCE MOYMHAETHCS 3 peamizarii 0a30BUX (PYHKIIIHA
ITPOBOTO TEPCOHAXKY, HANAIITyBaHHA KaMepH, IMEPEMIllleHHs Ta CTBOPEHHS
KJIIOYOBUX KOMIIOHEHTIB ISl mepcoHaxiB. OTxe, CoYaTKy CTBOPUMO Oa30BUM
C++ xmac AFIHACharacterBase, sikuit mae B co0i peamizaiiio BCiX 0a30BUX
dbyHKIIM, K1 B co01 MalOTh BCl MepcoHaxi rpu. Bim HROTO BXKe peasizyemo JBa
noxigHux kinacu: AFIHACharacterPlayer, AFIHACharacterEnemy. Ilepiuii kiac
BIJINOBIJIa€ 3a peaiizaiiio (QYHKIINA TpaBls, a JPYrdid 3a BOPOTIB Ta IITYYHUUN
IHTENEKT. AJle Il KJIacHu MalTh B c0o01 0araro CHuIbHOrO, HAPHUKJIAA aTpuOyTH,
KOMIIOHEHT JIsi aTpuOyTiB, ¢yiard Jyisi KOHTPOJIO CTaHy MPECcOHa)xKy Ta Oarato
iHmoro. Came TOMy HaM MOTpPIOHO MaTH 0a30BMil KJac JIsl MPUIIBUIIICHHS
PO3pOOKH Ta MOJIETIICHHS KOY.

Jami, moTpiOHO CTBOPUTH III€ OJWH BAXKJIMBHM KitouoBuii kiac — Player
State. Ile kmac B Unreal Engine, sKkuil BUKOPUCTOBY€TbCA [JIsi 30€piraHHs
1H(opMarllli Ipo TpaBlisi, HE3AJIEKHO BIJl HOro KOHTposiepa 4yu mnepcoHaxa. Lle
0COOJIMBO KOPHUCHO B MEPEKEBUX ITPax, OCKUIBLKH JI03BOJISAE 30€epiraTu AaHi IpaBIIs
HaBITb Yy BHUIAJKYy 3MIHM Horo mepcoHaka a0o BIOKIIOUEHHS BiJ cepBepa.
APlayerState ycnaakoByeTthcsi Big Alnfo, mo o3nawae, mo 1meil kiac He Mae
BJIACHOT JIOTIKM OHOBJICHHS KOKeH Kajap (tick), a mume 30epiraec Ta mepenae
BaxJuBl daHi. APlayerState rpae BaxJMBYy pojb, a caM€ CTBOPIOE KOMIIOHEHT
UFIHAADbilitySystemComponent — kjac, SKuif MICTUTH B coOi BCi aTpuOyTu
NEPCOHAXY, TOOTO KUIBKICTh 3[0pOB’S, MaHHW, MIBUAKICTH PYXYy IEPCOHAKY,
KUIBKICTh OpOHI Ta 1HIII aTpUOyTH.

Ability System Component (ASC) [13] — 1me OCHOBHUW KOMIIOHEHT Y
Gameplay Ability System (GAS), sikuii BHUKOPUCTOBYETHCS ISl YIPaBIIIHHS

3MI0HOCTIMU TIEpCcOHaxa, 00poOku edekTiB Ta B3aeMoxii 3 arpuOyrtamu. Bin
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JI03BOJISIE€ JIETKO JIOAAaBaTH, aKTUBYBAaTH Ta KEPyBaTH 3MIOHOCTSIMHU TIEPCOHAXKA,
BKJIIOUAIOYM aTaKW, CIeliaibHl HaBUYKH, Oadu, nebadu Ta iHII edekTH, sKi
MOXYTb 3aCTOCOBYyBatucs 10 Hboro mia yac rpu. UFIHA AbilitySystemComponent
€ KJIFOYOBUM KJIacoM, 0€3 HhOTO HEMOXKJIMBA peaiizallisl aTpuOyTiB Ta 3710HOCTEH.
Ane mieit kmac He Mae B co0i peamizamito atpuOyTiB. Came sl IbOTO MOTPiOeH
JpyTHii HEe MEHIIe BaXJIMBAl KJac Mija Ha3Boro Attribute Set.

UFIHAAttributeSet — 1me kmac, sikuii MICTUTH B coOl BCl aTpuOyTH
MIEPCOHAXIB, 00pOOJsie iX 3MiHY Ta B 3aJ€KHOCTI BiJ PI3HUX 3HAYCHB SKI BXKE
peanizye mporpamicT, BUKIMKAE pi3HI (PYHKIT Ha MEpCOHaXi, Takl SIK CMEPTh,
crpary, ycrajicth Ta Oarato iHmoro. OTe, B IbOMY KJaci HaM IOTPIOHO
peanizyBaTu aTpuOyTH, B JICTUHTY 4.1 300pakeHO MpUKIIA] peani3auli aTpudyTy

3710POB’ Sl IEPCOHAXKY.

Jlicruur 4.1 — Ilpuknag ctBopenHs kiacy UFIHAAttributeSet (¢paiin
UFIHA AttributeSet.hpp)
UCLASS ()

class MYPROJECT API UFIHAAttributeSet : public
UAttributeSet

{
GENERATED BODY ()

protected:
/** ATpubyT 3mopoB’sa */
UPROPERTY (EditAnywhere, BlueprintReadOnly)
FGameplayAttributeData Health;

//~ ... IHmi aTpubytu TyT
public:

//~ Domomixui oyukiii nng aTpudyTy 300pOB’ 4
GAMEPLAYATTRIBUTE_PROPERTY_GETTER(UMyAttributeSet,

Health);
GAMEPLAYATTRIBUTE VALUE GETTER (Health) ;
GAMEPLAYATTRIBUTE VALUE SETTER (Health);
GAMEPLAYATTRIBUTE VALUE INITTER (Health);
}i
s MOYaTKy, noTpi1OHO CTBOPUTHU caMm aTpulyT THUITY

FGameplayAttributeData ta nomatu makpoc UPROPERTY gmst Toro, mo0
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aTpuOyT OyJi0 BUJAHO B camMoMy JBHUIyHI 3 iHTepdeiicom. Ile morpiOHO, 1100
3py4HO HMOro penaryBaTd B iHTepdeicl Ta 3MIHIOBATH B CKPHUMTaX, SIKIIO II€
notpioHo. Takok, Iaii 3a JOMOMOIOI0 MakpoCiB MOTPIOHO CTBOPUTH JOMOMIXKHI
GyHKINT IS YUTaHHS Ta 3alMucy aTpuOyTy, TOOTO [JIs 3pYyYHOrO0 3MIHCHHS
3Ha4YeHb. TaKMM UYMHOM CTBOPIOIOTHCA BCl 1HINI AaHTPUOYTH, SKI TEpes UM
MOTPiIOHO IETATHLHO MPOAYMATH.

Just 3miHl  aTpuOyTiB BUKOpUCTOBYIOThCA IrpoBi edexktn (Gameplay
Effects). 11lo6 mporpamict Mir sikock 00poOUTH AaHHI AJs 3MiHU aTpUOYTY, ICHY€E
cnemianbHa GyHkiisa mig HasBowo PostGameplayEffectExecute. B mictunry 4.2
300pakeHO  MpukiIag  oOpoOku  aTpuOyTy 3a  JONOMOTOK  (PYHKINT
PostGameplayEffectExecute

B nictunry 4.2 Takoxx 300pajkeHa MepeBipKa, YU Halll IEPCOHAX KUBUH, 3a
nonomoroto 1HTepdericy UCombatinterface. Lle spkuii mpukiaa, YoMy noTpiOHO
oOpobuisiTi atpulyTH 3a nonomororo (yHkili PostGameplayEffectExecute, amke
pPO3pOOHHMK Ma€ MOKJIUBICTh KOHTPOJIOBATH, IO came BiAOyBaeTbcs 3
NEPCOHA)KOM B MOMEHT 3MIHM 3HAUY€Hb aTpUOYTIB, 1 YM MOXHA iX 3MIHIOBAaTH

B3arasii.

Jlictunr 4.2 — O6po0Oka 3min1 atpudyTiB (¢aitn UFIHA AttributeSet.cpp)

void UFIHAAttributeSet::PostGameplayEffectExecute (const
FGameplayEffectModCallbackData& Data)

{
Super: :PostGameplayEffectExecute (Data) ;

FEffectProperties effectProps;
SetEffectProperties (Data, effectProps);

if (effectProps.TargetCharacter-
>Implements<UCombatInterface>())
{
if
(ICombatInterface: :Execute IsDead(effectProps.TargetCharacter))

{

return;

}

if (Data.EvaluatedData.Attribute == GetHealthAttribute())
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SetHealth (FMath: :Clamp (GetHealth (), 0.f,
GetMaxHealth())) ;

}

PostGameplayEffectExecute — nie cnenianpauii meron B cuctemi Gameplay
Ability System, skuii BUKOPHCTOBYETbCA B Kjaci AJii 0OpoOKH 3MiH aTpuOyTiB
micnst 3acTocyBanHst Gameplay Effect. Moro ronoBHe 3aBiaHHS — 3a6e3NednTH
KOPEKTHY PEaKI1i0 Ha 3MIHY 3Ha4Y€Hb aTpUOYTIB, HAPUKIIA], OHOBJIEHHS 370POB'S,
MaHHHU, BUTPUBAJIOCTI a00 1HIIMX MapaMeTpPiB MEPCOHANKA.

Konmu wna mnepconaxxka wHaknagaerbcsi Gameplay Effect (mampuknan,
OTPUMaHHS YPOHY, JIIKyBaHHS, 3MiHA IIBUIKOCTI), CUCTEMA CIIOYATKY 3aCTOCOBYE
3MiHM 70 aTpuOyTiB, a moTiM Bukiukae PostGameplayEffectExecute. Ile namae
PO3pOOHUKY MOXJIMBICTh BHMKOHATH JIOJATKOBY JIOTIKY IIICJSI OHOBJICHHS
aTpuOyTiB. Hampukman, sIKIo 3Ha4YeHHs 37J0POB'Sl CTaJI0 HUKYHUM 32 HYJb, Y IIbOMY
METO/1 MOXHa BUKJIMKATH (PYHKIO CMEPTI TepcoHaka. TakoX TYT MOXKHa
peani3yBaTu JIOTIKY OOMeXeHb, 1100 aTpuOyTH HE BUXOJMJIMU 32 JOMYCTHUMI MEXKI
(Hampukiaz, Mmoo 310poB's He Oysio MeHmUM 3a ) abo OLTBIIMM 32 MaKCHUMaJlbHE

3HAYEHHS).

4.2 Peanizaris 3q10H0cTel. Gameplay Ability

s Toro, mo0 SIKOCh 3MIHIOBAaTH aTpuUOYyTH, Ta B3araji MaTH Bi3yaJbHUH
pe3ynbTaT IS TPaBisl, TOTPIOHO CTBOPHUTH 3710HOCTEH myis mepcoHaxiB. Came
3aBISIKHM 3710HOCTSIM B1I0YBAa€ThCS X B3a€EMO/IISI B CBITI 0iMH 3 oguuM. Gameplay
Ability — 1e irpoBa fisi, SKy 00’€KT MOXXE€ MaTH Y CBOEMY PO3MOPSIKEHHI Ta
MOBTOPHO aKTWBOBYBaTH. [lommpeHMMHN MpUKIagaMHu € 3aKIMHAHHS, CIeliaabHi
aTaky a0o eeKTH, 10 aKTUBYIOThCS IIpeaMeTamu. s koHuenis xye nomupeHa
y BiJIeoirpax 1 4acTo CpUNMAEThCS K HAJICKHE, X04a MPOIIECH, IO BiOYBAIOTHCS
MiJ] 4ac BUKOHAHHS 3[10HOCTEH, MOXKYTh OyTH IOCUTH CKJIAJHUMHU Ta BUMAaraTH

TOYHOTO TaWMIHTY.
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Hamnpukinaz, xoya nporpaMyBaHHs akTHUBAIlll aTakk came Mo coll € JOCHUTh
MPOCTUM, Y JTIOBFOCTPOKOBOMY IIPOEKTI CKJIATHICTh PO3POOKH 3A10HOCTEH MOXKe
3HAYHO 3pPOCTH, KOJHW JOAAIOTHCS BUTpATH pecypciB, Oadu uu nebadu, mo
BIUIMBAIOTh Ha TPaBIlIB, CHCTEMU KOMOO Ta 1HII MexaHiku. Bim 6a30Boro kiaBy
B)KE CTBPOIOIOTHCS 1HII TUTHU 3Ai0HOCTEH. 3A10HOCTI MaloTh B co01 eddekr, mo
BIUIMBA€E HA aTpUOyTH 1HIINX 00’ EKTIB.

Yepes ne B Gameplay Ability System Unreal Engine 3aknageHo Tpu
KJIIOYOB1 aCHEKTH, 110 BH3HAYAIOTH I CTPYKTYypy Ta poboTy. 3mi0HOCTI Ta ixHi
ebekT TOBUHHI 30epiraTh KOHIENIil0 BiacHuKa. Komu edekr BUKOHYE
pO3paxyHOK, HOMy MOTpPIOHO 3HATH, XTO € MOro BJIACHUKOM, 1100
BUKOPUCTOBYBATH ioro arpuOytu. Tak camo, KOJM 3[10HICTh BUKOHYE IO, SIKa
MPUHOCUTHh OYKH TPABIIO, BOHA MA€ 3HATH, SKOMY IpaBIl0 BOHA HAJCKHUTh, 100
MIPABUIIBHO 3apaxyBaTH Pe3yJbTaT.

B nictunry 4.3 300pakeHO CTBOpEHHS KJacy 3410HOCTI, IKE€ MICTUTh B cOO1
JIBa TOJISL: IEPCOHAX, 110 aKTUBYE 310HICTh, Ta KOHTPOJIEP NEPCOHAXKA, 1110 KEPYE
nepcoHaxkeM. Bing 0a30BOro kiaBy BXKE CTBPOIOIOTHCS I1HIII TUIU 3AI0HOCTEH.

3m10H0CTI MarOTh B 001 edhhEKT, 110 BIUTMBAE HA aTPUOYTH 1HIIINX 00’ €KTIB.
, puoy

Jlicruuar 43 -  CtBopeHHs  0a3zoBoro  kjacy  3ai0HocTi  ((paiin
UFIHAGameplayAbilityBase.hpp)

UCLASS ()

class FIHA API UFIHAGameplayAbilityBase : public

UGameplayRAbility

{
GENERATED BODY ()

protected:
UPROPERTY (BlueprintReadWrite, Category = "Variables")
TObjectPtr<APlayerController> OwnerPlayerController;

UPROPERTY (BlueprintReadWrite, Category = "Variables™)
TObjectPtr<ACharacter> OwnerCharacter;
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4.3 BruiuB 3a10HOCTEH Ha aTpuOyTH nepcoHaxiB. Gameplay Effects

Gameplay Ability System BuxopucroBye Gameplay Effects [15] mis 3mian
aTpuOyTIB aKTOPIB, sKi € HUIIMU 3a10HocTel. Gameplay Effects cknmagatorees 3
010mioTek (yHKIIH, SKI MOXHa 3aCTOCOBYBaTHM 10 aTrpuOyTiB akTopa. BoHH
MOXYTh OyTH MHUTTEBUMH e(EeKTaMu, TaKUMH SK HaHECEHHS YpOHY, abo
NOCTIMHUMU epeKTaMU, HANpUKIaJ OTPYEHHS, SKE 3aBAAa€ IIKOAM IMEPCOHAXKY
IPOTSATOM IIEBHOTO Yacy.

Gameplay Effects moxxna BukopucToByBaTH sK 1jsi OadiB, Tak 1 s
nebadiB. BoHu 103BONISIIOTE POOMTH MEPCOHAXKIB CHWIBHIIIMMHU YW CIAOIIUMU
3anmexHo Bix au3aiiHy rpu. Ockineku Gameplay Effects € okpemumu pecypcamu
(assets), BOHU € HE3MIHHMMH I11]1 YaC BUKOHAHHS T'PH.

OpnHak ICHYIOTh BUHSTKH, Hanpukiaj, konu Gameplay Effect cTBoproeTses
MiJl 4YaC BUKOHAHHS TPH, ajie MOro JaHl HE 3MIHIOIOTHCS IICIS CTBOPEHHS Ta
HanamrtyBanHs. s pobotu 3 edextamu B peabHOMY 4aci BUKOPHUCTOBYIOTHCS
Gameplay Effect Specs — 1ie Bepcii Gameplay Effects, sixi MicTATh 1HCTaHCOBaHi1
naHl eeKTy.

Ilin wac pobGotu 3 Gameplay Effects y Blueprint-cucremi 3a3Buuait
BUKOpucTOBY€eThCsl came Gameplay Effect Specs, a ne cami Gameplay Effects.
Hampuknan, 6i6miorexka Ability System Blueprint Library aktuBHO mpairoe 3
Gameplay Effect Specs, 110 Bijoopakaetbcs B ii PyHKIIIOHATIBHOCTI.

Gameplay Effect mae mapamerp Duration (TpuBadicTh), SKUM MOKHA
BCTAaHOBUTH B OJMH 13 Tphox pexumiB: Instant (mutteBmit), Infinite
(neckinueHHui) ab6o Has Duration (i3 3amaHoro TpuBaiicTio). Ilapamerpu

TPUBAJIOCTI 300pakeH1 Ha puUCyHKY 4.1.
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Duration

Duration Policy Instant

Instant

Gameplay Effect

Infinite
Gameplay Cues Has Duration

Pucynok 4.1 — 300paxeHHs1 mapamMeTpiB TPUBAIOCTI €hEeKTy

Gameplay Effects, sixi MatoTh TpuBalicTh, 1oAat0Thest 10 Active Gameplay
Effects Container — criemiaibHOro KOHTeiHepa akTUBHUX edekTiB. Llei koHTelHep
€ yactuHoto Ability System Component i BiAnoBiAa€e 3a yrpasiiHHA epekTamu, sKi
JIOTh HA MEPCOHAXKA MPOTITOM MIEBHOTO Yacy.

Takox, edextn wMarwTh mapamerpu Modifiers (Momudikaropu), 110
BHU3HA4atoTh, sk Gameplay Effect B3aemomie 3 atpuOyramu. BoHu BKIIIOHarOThH
MaTeMaTW4Hl omeparlii Haj aTpuOyTamu, HaANpUKIaa, 30UIbIICHHS TOKa3HHUKA
OpoHi Ha 5% BiJ Horo 6a30BOro 3HAUYCHHS, a TaKOK BUKOpUcTaHHa Gameplay Tags

K YMOBH JJIsl aKTUBALlli €eKTy.

4.4 Gameplay Tags

Gameplay Tags — 1e KOpHCTYyBalbKl PSAKU, SIKI BHUKOHYIOTH (DYHKIIIFO
KOHIIENITYJIbHUX 1€pApX1YHUX MITOK. BOHH MOXYyTh OyTH 3aCTOCOBaH1 40 00’ €KTIB
y TPOEKTI Ta BUKOPUCTOBYBATHICS ISl TEPEBIPKM CTaHIB 1 peamizamii irpoBoi
JIOT1KH, MOAIOHO 10 OyJIeBUX 3MIHHUX a00 MpanopiiiBs.

Gameplay Tags Bimirparoth kitouoBy poib y Gameplay Ability System
(GAS), 3a6e3rneuyroun THyYKUH MEXaHI3M KepyBaHHS 3A10HOCTAMHU, eheKTaMu Ta
B3a€EMOJIISIMM MDK 00'ekTamu y rpi. BoHM mnpaioroTh SK MITKH (Teru), fKi
JI0TIOMararTh CUCTEM1 BU3HAUaTH, KOJM 3/11I0HOCTI MOXKYTh OyTH aKTUBOBAHI, SIK1
epeKkTH MOXyThb OyTH 3aCTOCOBaHI Ta SIK BOHM BIUIMBAIOTh Ha IEpCOHaXka abo

00'eKTH B Ipi.
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OcHoBHi poni Gameplay Tags y GAS:

- KOHTposib akTuBamii 3ai0HocTel Gameplay Tags MoxyTs OyTu
BUKOPUCTaHI I OOMEXEHHS YM JO3BOJY akKTWBalli 3ai0HOcTed. Hampukiman,
JKIIO y TepcoHaxka € Ter State.Stunned, BiH He 3MOXE aKTUBYBaTH IEBHI
3M10HOCTI, Takl SK araka abo yxwieHHd. Lle mo3Boiise JIerko KepyBaTH CTaHAMU
rpaBIl 0€3 CKIIATHUX MEPEBIPOK y KO,

- 3MiHa e¢eKTIB Ta iX B3aEMOIiI — TErd BUKOPUCTOBYIOTHCS IS
BuU3HaueHHs B3aemofii Mk Gameplay Effects. Hanpuknan, sikmo mnepconax
orpuMaB Oad Buff.SpeedBoost, sxuit 3011blIye MIBUIKICTH PYXY, MOKHA 3pOOUTH
Tak, o0 BiH He MIr oTpumatu ojHoudacHo nedad Debuff.Slow, a6o o6 BoHu
HEUTpasi3yBaal OJIUH OJTHOTO;

- ¢uapTpartisg moaiil Ta 3410HOCTEH — TerHW MOKHA BUKOPHCTOBYBATH JIJIS
BUKJIMKY IOA1 a00 MepeBIpKH yMOB BUKOHAHHS 3110HOcTel. Hanpukian, Skmo y
rpi € cucremMa KOMOO-yJapiB, MOXKHa TEPEBIpSITH, YU Yy MEPCOHAXKA € Ter
Combo.Active, 106 BUPIMIUTH, Y1 MOXKHA aKTUBYBATH HACTYITHUHN yiap y cepii;

- onTuMizamis poOOTH CUCTEMH — 3aMiCThb TOro, o0 30epiraTu Kymy
OyneBUX 3MIHHUX JUIs PI3HUX CTaHIB mepcoHaxa, Gameplay Tags m03BOJSIOTH
30epiraT Ta nepeBipsATH iH(opMalito OUTbII e(heKTUBHO, BUKOPUCTOBYIOUH €UHY
cucrtemy. Lle monermrye po3mmpeHHs rpu Ta KEPYBaHHS CKIIATHIMH MEXaHIKaMHu.

Gameplay Tags miaTpumyroTh OaratopiBHEBY lepapxiio, Jieé piBHI

nmn

po3nusitoThess cumBosiom ".". Hampuknan, ter Event.Movement.Dash mae Tpu
piBHI:

- Event — naiizaranpHIImi piBeHb, 10 TO3HAYAE KATETOPIIO MOJIH;

- Movement — miakaTeropis, sika yTOUHIO€E, IO MOisl OB’ sI3aHA 3 PyXOM;

- Dash — HalikOHKpeTHIIINK piBeHb, 1110 BH3Ha4Yae came puBokK (Dash).

Lls cTpykTypa n03BONsIE €PEKTUBHO OPraHi30BYBaTH Ta BHKOPHCTOBYBATH
Gameplay Tags s kepyBaHHS CTaHaMHM OO'€KTIB, 3J10HOCTSIMU TEPCOHAXKIB 1
00poOKM MOiH y Tpi.

B nictunry 4.4 300paxkeHo npukiaa ctBopeHHs TariB B C++. Bu nmoBuHHI

nomatu moxynb GameplayTags mo aiimy Build.cs Bamoro mpoekrty, 100
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orpumatu aoctyn 10 ¢yukiionany Gameplay Tags y C++.

Jlicruar 44 —  CtBopenHs  0a3oBoro  kmacy  3mibHocti  ((aiin

UFIHAGameplayAbilityBase.hpp)

// In .h file
UE_DECLARE_GAMEPLAY_TAG_EXTERN(Movement_Mode_Walking);

// In .cpp file
UE DEFINE GAMEPLAY TAG COMMENT (Movement Mode Walking,
"Movement .Mode.Walking", "Default Character movement tag");

4.5 Ability Tasks

Ability Tasks (C++ xmac UAbilityTask) — 1me cnemiamizoBana ¢opma
3arajpHOTrO Kiacy Gameplay Task, npusnauena nist po6otu 13 Gameplay Abilities.
Irpu, mo BukopuctoBytoTh Gameplay Ability System, 3a3Buuaii BKIt04aroTh HaO1p
BinacHux Ability Tasks, ski peanizyloTh YHIKajdbHI IrpoBlI MeXaHIKH. BoHu
BUKOHYIOTh aCHHXPOHH1 3aBJaHHS 1]l 4ac poOOTH 3/11I0HOCTI Ta MOKYTbh BIUTMBATH
Ha TMOTIK BUKOHAHHA, BUKIUKatoun Delegates (y HatuBHomy C++ komi) abo
MePEeMUKAIYNCh Yepe3 BUXIIHI MiHKM BUKoHaHHS (y Blueprints).

Ile nmo3BoJisie 310HOCTSM BUKOHYBAaTUCS MPOTATOM JEKUIBKOX KaJpiB, a
TaKOK BUKOHYBATU KiJIbKa OKpeMHUX (DyHKII B ogqHOMY Kazapi. butemicte Ability
Tasks MaroTh TIiH BUKOHaHHS, KM CHpallbOBYE Bifpa3y, n03BoJissroun Blueprint-
CKPHUTITY TIPOJIOBKUTH BHKOHAHHS ITICIIS 3aIlyCKy 3aBraaHHsA. Kpim Toro, iCHyIOThH
cneruivHl a8 3aBIaHHS THU, SIKI MOXYTh aKTHBYBATHUCS 13 3aTPUMKOIO abo
TiCTIsl HACTaHHS TIEBHOI Moii (sIKka Moke BiiOyTHCs abo Hi).

Ability Tasks MoxyTh 3aBepiiryBaTucs CaMOCTIMHO, BUKJIMKAIOUU (PYHKIIIIO
EndTask, abo dekaTm aBTOMaTWYHOTO 3aBepIlIeHHA Mpu 3akiHdeHHI Gameplay
Ability, sika ix 3amyctuna. Lle 3amo0Girae yTBopeHHIO "mpumapHHX' 3aBIaHb, SIKI
MOXXYyTh MapHO BUTpayaTH peCcypcH mpoliecopa Ta mam’arti. Hampukman, omHa
Ability Task Moke BIATBOpIOBATH aHIMAINIO 3aKJIMHAHHS, TOMI SK IHIIA —
PO3MIIITYBaTH MPHUIII HA TOYII HaBEJEHHS I'paBlsd. 3A10HICTh MOXKE 3aBEPILIUTUCS,

AKINO I'paBCllb HATHCHC KHOIIKY HiI[TBepI[)KeHHH IJI1 3aI1yCKY 3aKJIMHAHHA abo
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MPOCTO JI0YEKAETHCS 3aKIHUCHHSI aHIMaIIii.

Xouya Ability Tasks MoxxyTh 3aBepiryBaTucs Oyab-KOJH, BOHU rapaHTOBAHO
3aKIHYYIOThCS IMOHANTII3HINIE B MOMEHT 3aBepIiieHHs ocHOBHOT Gameplay Ability.
Ha pucynky 4.2 300pakeHO NpHUKIaa peaizalii 3110HOCTI OJM)KHBOI aTaku, IO

peamizoBana B Blueprints.

Handles any costs or cooldowns ™

7"60mmiml;il7ity

& Event ActivateAbility [ € Branch

» — » »P — »H True P
Target [‘59|f Return Value Condition False

Wait for triggering event
e ©

@m Play Montage and Wait for Event

» D b

. Task Instance Name Async Task Proxy Target | self]

" [None
I] On Completed >

Montage to Play Immediately a an effect container,
On Blend Out B use the evgn ggtz for targeting

Montage to Play Event Tags

On Interrupted
Event.Montage ped B

O» Rate @

O» Start Section [None|

| Apply Effect Container
On Cancelled |p Target is RPGGameplay Ab
Event Received [ = P

& Event Tag Target | self Return Value
Stop when Ability Ends get | self

Event Data Container Tag

Anim Root Motion Translation Scale Event Data

© [id]

., Override Gameplay Level
(2]

Pucynox 4.2 — Ilpuxnan Bukopuctanus Ability Task B mporpami

V 1i nentpi BukopucroByetrhes Ability Task mig HazBoro "Play Montage and
Wait for Event" [16]. s Ability Task no3Bosisie 3amyckatu aHiMaIliiHUM MOHTaX
aTaky Ta OYIKYBaTH NEBHY MOZII0, 110 B1IOYAEThCS M1 yac Horo BiATBOpeHHs. Lle
Moske OyTH, HAPUKJIAJ, MOMEHT, KOJIM yJap Jocsrae 1l abo KOJU 3aBEPIIUTHCS
neBHUM kaap animarii. [TogiOHMM miAXia 103BOJISIE CUHXPOHI3YyBaTU JIOTIKY TPH 3
aHIMaIlisIMH, TapaHTYyIO4YHW, II0 aTaka CIpalbOBY€ B MOTPIOHMNH MOMEHT, a He
MPOCTO OJIpa3y MPU BUKIHUKY 3A10HOCTI.

VY usomy Bunaaky, "Play Montage and Wait for Event" Bukopucrana mis

BHU3HAUEHHS MOMEHTY, KOJH CIIiJ| 3aIlyCTHUTH TEepPEeBIpKY MOMaJaHHs MO BOPOTY,

>
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3acTocyBaTH e(PeKTu ypoHYy ab0 aKTHUBYBATH I1HIIII MEXaHIKH, MOB'sI3aH1 3 aTaKolo.
Ile 3a0e3medye TIUTABHUNA 1 TPUPOJHUM TIpOIleC BHKOHAHHS 3110HOCTI 63

HEOOX1THOCTI BpYYHY PO3Pax0oBYyBaTH 3aTPUMKH a00 TIOKJIaIaTUCS HAa TaliMEpH.

4.6 Buxopucranas Gameplay Ability System B peaizarii mpoekTiB

[lincymoByrouM BHKJIaJICHUM Marepian, MOKHa 3a3HauuTH, 1o Gameplay
Ability System (GAS) 3a0e3neuye rHydKHil Ta MOAYJIbHHUI MiAX1J A0 CTBOPEHHS
irpoBux 3ai0HOcTed. CucreMa J03BOJIAE€ JIETKO MacHTadyBaTh MEXaHIKUA TpH,
CIIpOIIy€ KepyBaHHS epeKkTamMu, TakKuMH K Oadu, nedadu, aTaku Ta CIelialbHI
3n10HOCTI mepcoHaxiB. 3aBasku Gameplay Tags, Gameplay Effects ta Ability
Tasks, GAS no3Bossie eheKTUBHO B3a€EMOJISATA 3 aTpUOyTaMu IMEPCOHAXIB Ta
3a0e3nedye KOHTPOJIb Ha/l BAKOHAHHSAM 3/11I0HOCTEH Y pealbHOMY Yaci.

BaxnuBicTh BUKOPUCTAHUX TEXHOJOTIN mojsirae B ToMy, mo GAS 3Ha4HO
CHpoIly€e po3poOKy ckiagHuX O0HOBHX cucTeM. BoHa 103BOJII€ LIEHTPaII30BAHO
KepyBaTH CTaHAMU TMEPCOHAXIB, aHIMALIsIMUA Ta MOAISIMU, 1O BIAOYBAIOTHCS IMijl
Jac BUKOHAHHS 3/10HOCTEH. 3aBIsSKM CBOIH apXITEKTypi, cHcTema 3abe3rnedye
ONTHUMI3allil0 BHUKOPUCTAHHS pECypcCiB, 3amolirae 3ailBUM OOYHMCIEHHSIM Ta
3a0e3neuye KOPEKTHY B3a€EMOIII0 MIXK pI3HUMU MexaHikamu rpu. Lle poouts GAS
17IeaTbHUM PIIICHHSM Ta MOTY>KHUM THCTPYMEHTOM ISl CTBOpEHHS ckianHux RPG
Ta OoiloBuX cucTteM. BoHa [103BOJisIE PO3pOOHMKAM IIBUIKO J0JIaBaTH HOBI
3M10HOCTI Ta edekT 6e3 3HAYHUX 3MIH y KO/, [0 MPHUIIBUAIIYE MPOTYKTUBHICTh

Ta 3MEHBIIIY€ 3aTpaTH Ha PO3POOKY MPOCKTY.
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BUCHOBKU

B mam wyac po3poOka irop € sK HIKOJM akTyallbHa, aJpke Oararo
KOPHUCTYBadiB IO BChOMY CBITY Trpar0 B pI3HM >KaHpU Ta TUOH irop. Irpum
CTBOPIOIOTHCS TiJ] Oarato miatdopM: KOMI IOTEpH, IrpOB1 KOHCOJII Ta MPUCTABKH,
tenedonu, BeO-irpu. binbin Toro, me ayke mpuOyTKOBUN Oi3HEC, aJKe KIJTbKICTh
TPABIliB TIOCTIHHO Ta CTPIMKO 30UIBIIYETHCSA. 3 KOKHHM JHEM Ha CBIT BUXOIUTH
1ie O1Jbllle PI3HOMaHITHUX MPOEKTIB. Irpu He JuIe MaloTh PO3BAXKAIBHY YaCTHUHY,
a ! HeCyTh NEBHY KOPHUCTb JJIsi KOPUCTYyBaua, SIKIIO HE 3JIOBXKHUBAaTH HUMU. Irpu
MOKYTbh MO€JHYBAaTH B COO1 HABYAHHSI, COLIIAJIBHY B3a€MOJIII0, PO3BUTOK (P13MUHUX
BJIACTMBOCTEH JIFOJINHHU.

I'pa «Forgotten Island: Hero Artifact» He nuie momomarae BiIIIOYUTH Ta
PO3BAXKUTHUCA, @ I PO3BHUBAE JIOT1YHI 3/110HOCTI, MaM’ITh Ta yBary J0 OTOYEHHS.
Bona akryasibHa SK HIKOJM, TOMY ILIO PO3pOOJSIETHCA MiJl KOMIT IOTE€PH, ITPOBY
KoHcoJIb XBox Ta irpoBi koHcoui. I'pa npaitoe Ha cuctremax Windows Ta Linux, a
TakoX B MailOyTHhoMy Ha MacOs. OmHOI0 3 TiepeBar Ii€i Tpu € HEBEIHKI
CUCTEMHI BHUMOTY, SIKI JO3BOJIITH KOPUCTYBauyaM HACOJIOJAMTHUCS IUIABHICTIO Ta
MPUEMHOIO Tpadikoro.

Taxkum unnoMm, rpa «Forgotten Island: Hero Artifacty € uygoBum BuGOpoM
JUISl KOPUCTYBAYiB, SIKI XOUyTh HE TUIbKM BIIMOYMTH, & i TPIIIKHA MOAYMATH, HI00

BIJIKPUTH BC1 JIOCATHCHHS.
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