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The object of research is the methods and means of 3D space design for
"triple-A" projects. The purpose of the work is to research the subject area of 3D
space design methods for "triple-A" projects, research of existing game drivers,
analysis, their comparative analysis and derivation of recommendations. As a
result, the optimal modern game engine for the development of AAA projects
will be found.

Bubip irpoBoro pyiis € KPUTUYHO BAXKIUBUM PIIICHHSIM Y MPOIIEC]
po3pobku AAA-ITOp, OCKIJIBKM BiH BIUIMBA€E Ha SKICTh Tpadiku, ePEeKTUBHICTH
poOOTH KOMaHAM Ta MOXJIMBOCTI peaii3alii reiMITIEHHUX MEXAHIK.

AKTyanbHICTh 1i€i mpobremMu mosrae y 3a0e3leyeHHI BUCOKOI
KOHKYPEHTOCIIPOMOKHOCTI Ta YCHIIIHOCTI TOTOBOrO MNPOAYKTY HA PHHKY
B1JICOIrOp, J€ BHUMOTU JIO SIKOCTI Ta 1HHOBAI[IHHOCTI MOCTIMHO 3pPOCTaOTh.
Bianosignuii BUOip IrpOBOrO pyIlis MOXE 3HAYHO MIABUIIUTH IIAHCHU MPOEKTY
Ha ycHiX, 3a0e3Meuyou He TUIbKHM Bpakarody rpadiky Ta MIaBHICTh reimiuies,
ayie ¥ e(peKTUBHICTh PO3POOKH Ta THYUKICTh y peasi3allii KpeaTUBHUX 1/1eH.

Mu mnpoBeieMO TOPIBHSUIBHUN aHaJi3 KOXHOTO 13 PYIIliB, MOPIBHAEMO 3
OTJIsiZly Ha Bi3yallbHY Ta MPOJYKTUBHY CKJIAJ0BY JUISI BEJIMKUX MPOEKTIB.

Unreal Engine — 1me mnoTyXHHi IirpoBHid pymiid, po3poOicHHMA i
niaTpuMyeMuid  kommaniero Epic Games, SKkuil TpPONOHYE BHCOKOSKICHY
BI3yalli3allilo 3 PEaTiCTUYHUM OCBITIEHHAM, TiHAMH Ta edektamu. OmnHa 3
kodoBux mepeBar Unreal Engine — me Horo 34aTHICTH CTBOPIOBATH YXKE
peaNicCTUYHY Bi3yalli3allilo Ta Bpaxkaroul rpadivydi epekTH 3aBISKHA TEXHOJIOTIl
Nanite, mjo poOTHTH HOTO i€aTLHUM JJIsi CTBOPEHHS IpadivyHO IHTCHCHBHUX
ITPOBUX CEPEJIOBHIIL, IO € KIOYOBUM i1 AAA-TIPOEKTIB

Blueprint Visual Scripting e ximrouoBoro ocobsmsicTio Unreal Engine, 1o
3a0e3nedye MOTY>KHUW Ta THYYKUMH CHoci0 mnporpamyBaHHS. BizyanbHuii
[nTepdeiic Hanae rpadiunmil iHTEpdeEiic, e Jorika rpu BiyalizyeTbes y Ghopmi
"By3miB" Ta "3'eqHanp’. KoxeH By30J mpeacTaBisie eBHY (QyHKIlO abo fito, a
3'¢IHAHHS BKa3ylOTh Ha TOTIK JaHMX a0o0 TMOCIIiIOBHICT, BUKOHAHHA. Lls
TEXHOJIOTII POOUTH TPOIEC PO3POOKH OUIBIN JOCTYIMHUM JJis JAU3aMHEPIB,
XyJAOKHHUKIB Ta IHIIWX CHEIIANICTIB, SKI HE MaroTh TJIMOOKUX 3HAHb Yy
nporpamyBaHHi. HesBakaroum Ha CBOIO Bi3yalbHICTh, Blueprint mgo3Bossie
CTBOPIOBATH CKJIaJ(HI IHTEPAKTHUBHI CUCTEMH, 110 MOXXYTh BKJIIOYATH KOHTPOJIb
NEPCOHAXIB, YNPABIIHHA ITPOBUMH MEXaHIKaMH, 1HTepdeiicamu KopucTyBada
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ta Oarato ixmoro. Blueprint TicHo interpoBana 3 C++, 1o g03BOJIsE
pO3pOOHUKAM MHCATH OLIbII CKIaAHUA Ko Ha C++ Ta BUKOPUCTOBYBATH HOTO
pa3om 3 Blueprint.

Pymiiit miaTpumye BenMKy KUIbKICTh miaTtdopm, Bkiodaroun PC, koHcou,
MOOUITBHI mpucTpoi, Ta VR, 1 103BOIIsE po3poOHUKAM MacmTadyBaTh MPOEKTH
BIJl MAJIUX JI0 BEJIMKUX, MIATPUMYIOUH SIK 1H1-IPOEKTH, TaK 1 BeJIHKl AAA-irpu.
Mae cuinbHy NIATPUMKY CHUIBHOTH Ta Oaraty 010110T€KH pecypciB, HaBUATbHUX
marepianiB i roropux akTuBiB. A Epic Games perymsipHo onosiroe Unreal
Engine, qonatoun HOBI (DYHKIIIT Ta MOKpALCHHSI.

OnHak 11 CTBOpEHHs Ta 3amycky irop Ha Unreal Engine vacto moTpiOHi
MOTYXHI KOMITHOTEpHU, OCOOIMBO [JIi POOOTH 3 BHUCOKOSKICHOIO TpadiKoro.
[MpoekTn, crBopeni Ha Unreal Engine, MOXyTh MaTH BEIUKHUN po3Mip (aiiiis,
mo Moxke OyTu mpoOieMoro s MOOUIBHUX MPHUCTPOiB abo miatdopm 3
oOMexxeHnM MmicueM uisi 30epiranHs. He3axkarouum Ha HasBHICTH Blueprint,
3arajibHa CKJIAAHICTh 1 oOcsAr (YyHKIIH pymrist Moxke OyTH BHKIMKOM JUIS
HoBaukiB. [y moBHOmiHHOI poboTtm 3 Unreal Engine ta BukopucTaHHS BCIX
HOT0 MOXJIMBOCTEH MOTPIOHI MIMOOKI 3HAaHHSI MOBH NporpamyBaHHs C++.

[HmmM irpoBuM pyuriem € CryEngine — BUCOKO MOTYXHUM ITPOBUI Py,
po3pobsiennit kommaniero Crytek, skuil BiIOMUN CBOIMH MEPUIOKIACHUMHU
rpagiyHUMHA MOMJIMBOCTSMHM Ta 3JaTHICTIO CTBOPIOBATH BI3yaJIbHO Bpakarodi
irpu. Pymriii mpomoHye ojHI 3 HaWKpalluX Ha PUHKY I1HCTPYMEHTIB IS
PEHIIEPUHTY, BKJIIOYAIOYM PEAICTUYHE OCBITJICHHS Ta BUCOKOSKICHI Bi3yaslbHI
edeKTH, a TaKoX Mae BOYJIOBaHy cucTeMy (PI3UKH, siKa JO3BOJISIE CTBOPIOBATU
peanicTUYHI 1HTepakTHBHI cepenoBuma. llopsn 3 1muMm, pymnii miaTpumye
MIUPOKUIA criekTp rmatdopm, Briatoyatoun PC, korcomi ta VR.

Opnak, pymnii Moxke OyTH CKIAQIHIIIMM y BHUKOPHCTAHHI TMOPIBHSHO 3
IHIIMMHU  ITPOBUMHU  pyulrisiMu. BiH BuMarae Big pO3pOOHMKIB TIIHMOIINX
TEXHIYHUX 3HAHb 1 PO3YMIHHS CKJIAJHUX 1HCTPYMEHTIB pyuIis. Takox BaKIMBO
3a3HauMTH, 0 Xo4ya CryEngine nmponoHye O€3KOIITOBHY BEPCiKO, KOMEpLIHE
BUKOPUCTAaHHS pyIisl MOXE BHMaratu JILUEH3YBaHHS Ta BIApaxyBaHb BIJ
noxofiB. ChiibHOTA, XOY 1 aKTUBHA, MOXE OyTH HE TaKOK BEJIMKOI YU
pecypcHo-0Oararoro, sk y Bumaaky Unreal Engine abo Unity. Ilpote Crytek
PEryJsipHO OHOBJIIOE PYIIIiil.

Bapto BiamiTuTu rosioBHy ocoOnmBicTh pyiris — meidauar CryENGINE.
CryENGINE 3 BuxopuctoBye PBR, skwuii imiTye B3aeMofil0 CBITIA 3
bi3muHMME  MartepiagamMu B peamictuyHuil  cmocid. PBR  BukopuctoBye
MaTepiaii 3 peaiCTUYHUMHU BIACTHUBOCTSIMU, TAKUMU SIK BIJIOJIMCK, IIOPCTKICTh
Ta METAJIIYHICTh, III00 TOYHO BIATBOPHUTH, SIK CBITJIO B3a€EMO/IIE 3 TOBEPXHIMMU.

[le oaun pymriit sIKuit Mu po3TIISTHEMO — Iie JI0BOJI BimoMuii Unity. Bin e
YHIBEPCAIbHUM ITPOBHM pYILIIEM, SKUHA PO3POOJIEHUI Ta MIATPUMYETHCS
kommaniero Unity Technologies. BiH BUKOpPHCTOBY€ThCS [JIsi  PO3POOKH
BIJICOITOp PI3HHMX JKaHPIB Ta IHTEPAKTUBHUX AOJATKIB, BKIIOYAKOYMU ITPH IS
MoOUTbHUX mpucTpoiB, IIK, konconmeit ta VR/AR. Opniero 3 KIHOYOBHX
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ocobnuBocteil Unity € iloro cucrema ckpunTiB Ha ocHoBl C#. Llg cucrtema €
OUIBII JOCTYNHOK Ta MPOCTIIIOK Yy MOPIBHSIHHI 3 TPaJULIMHUM TEKCTOBUM
KOJAyBaHHSM, a BisyanpHHH iHTepdeiic Unity m03BoisE€ JIOTIKYy TpH
BI3yaJli3yBaTH y (pOpMI KOMIIOHEHTIB Ta 1HCIIEKTOPIB, 3a0€3MeUyl0ur 1HTYiTUBHE
Ta THyuYKe cepenoBuile po3poOku. Unity Mae akTUBHY Ta pecypcHO-Oaraty
cnutbHOTY, @ Unity Asset Store € meHTpoM, 1€ pPO3pOOHUKH MOXKYTh 3HAUTH
IIUPOKUH CIIEKTP TOTOBUX aKTHBIB, IUIAT1HIB, aHIMAIlIH Ta TEKCTYP.

Xoua Unity mpomonye xoporn rpadidyHi MOKIHBOCTI, BIH MOXKe OyTH
MEHIII TTOTY>KHUM JIJIsl CTBOPEHHS 1TOP 3 BUCOKOSIKICHOIO Tpadikor MOPIBHIHO 3
Unreal Engine. Po3poOHUKH MOXYTh CTUKATHUCSA 3 BHUKIMKAMH Yy ONTHMi3aIlii
MPOYKTUBHOCTI JUISL IEAKUX TIAT(HOPM.

Takox moTpiOHO 3a3Ha4uTH icHyBaHHs TiariHa Substance 3D Plugin Bix
Unity. Ile muariH, sSikuifi 1HTETpy€ MOKJIMBOCTI CTBOPEHHS 1 peJaryBaHHs
Tekctyp Substance B Unity. Substance € mpomykrom Big kommanii Adobe, sikwii
BKIIOUae B cebe Halip IHCTPYMEHTIB MJisi CTBOPEHHS Ta peAaryBaHHs
Bucokosikicaux PBR (Physically-Based Rendering) marepianiB ta Texctyp. Ll
iHTerpauis Hajgae po3poOHukam Unity MOMKIIMBICTh CTBOPIOBATH, IMIIOPTYBATH
Ta BUKOPUCTOBYBAaTH JMHAMIYHI Ta BUCOKO JIETAJI30BaHI TEKCTYypH
0e3IocepeIHBO y CBOIX MPOEKTaxX.

VY nmauiii poOOTI MPOBEACHO aHalli3 OCHOBHHUX irpoBux pymiiiB — Unreal
Engine, CryEngine, 1 Unity — 3 akiieHTOM Ha IXHIO MPHUAATHICTb JJISI CTBOPEHHSI
AAA-tipoekTiB. MM pO3TIsSHYIM ~ KIOYOBI  XapaKTEPUCTUKH  Ta
(GYHKIIIOHATBHOCTI KOKHOTO pymris. Ilicims aHami3y MitociB Ta MIHYCIB KOXKHOI
CUCTEeMM — MOXHa 3poOutu BHUCHOBOK, 1o Unreal Engine € mgoBom
ONTHUMAJIBHUM BUOOpPOM aJii po3poOku AAA-irop, TOJOBHUM YMHOM 3aBISKH
foro mepenoBUM rpadiyHUM MOKJIUBOCTSAM. BiH BUPI3HIETHCS CBOIMH
BpaKalOuUUMHU TpaiuHUMU MOXKIMBOCTSIMH, 30KpeMa 3aBISKH TEXHOJOTiI
Nanite, 1110 103BOJIsI€ CTBOPIOBATH BHCOKOJIETAI130BaHl CLIEHU Ta CEPEIOBUILA 3
HENEPEBEPILICHUM PIBHEM peaji3My.

Cucrema Blueprint Visual Scripting 3Ha4HO copolrye Mnpoiec po3poOKH,
JO3BOJISIIOYM PO3POOHMKAM HIBUIKO peaii3yBaTH CKJAJHI IrpOBI MeXaHiku 0e3
rNMOOKUX 3HAaHb Y IPOrpPaMyBaHHI

CnucoK BUKOPUCTAHUX JIKEPEIL:

1. Ananiz  mpeamerHoi  o0JjacTi: https://www.indeed.com/career-
advice/finding-a-job/what-is-web-architecture (nara 3Bepuenns: 16.05.2023).

2. Anam3 unreal engine: https://www.quora.com/What-is-the-new-Lumen-
technology-in-Unreal-Engine-5 (nara 3Bepuenns: 01.12.2023).

3. Shubin, 1. "Development of conjunctive decomposition tools". CEUR
Workshop Proceedings, 2021. P. 890-900. available at: https://ceur-ws.org/Vol-
2870/.

4. https://www.scopus.com/record/display.uri?eid=2-s2.0-
85170636767&origin=resultslist (naTa 3Bepaenns: 16.06.2023).

559


https://www.scopus.com/record/display.uri?eid=2-s2.0-85170636767&origin=resultslist
https://www.scopus.com/record/display.uri?eid=2-s2.0-85170636767&origin=resultslist

