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06'exm 0ocnioxcenHss — CTBOPEHHS My3UYHO-PUTMIYHOTO ITPOBOTO KOHTEHTY.

IIpeomem Oocnioocenns — po3poOka irop Ha pyuiii Unreal Engine 5.

Mema keanighikayitinoi po6omu — po3pOOUTH KOMIT FOTEPHY MY3UYHO-PUTMIYHY
rpy «Putm» Ha irpoBomMy pymiii Unreal Engine 5

Memoou Oocniodcennsi — AOCIIKEHHIO Ta peajizallii KOHIENIli MYy3u4HO-
PUTMIYHOI I'PU Ha OCHOBI HOBITHBOTO Tpadiunoro aeuxkka Unreal Engine 5.

VY naniii poOOTI HaBEAEHO AOCIIIKEHHS Ta peali3aliio KOHIEMIT My3U4HO-
PUTMIYHOI TpU HA OCHOBI HOBITHBOTO rpadiunoro pymriss Unreal Engine 5. PoGora
BUBYA€ KIIOUOBI aCMEKTH PO3POOKH Irop, 30CEPEKYIOYUCh HA CTBOPEHHI
3aXOIUTIOI0YOr0 Ta EeMOLIMHOTO reiMILIeTO.

OcHOBHI 3aBJaHHS JIOCHI/DKEHHS BKJIIOYAIOTh BHUBYEHHS MOKIIMBOCTEH
iHcTpyMeHTiB Unreal Engine 5, aHami3 cydacHUX TEHACHIIIN Y po3poO1Ii 1rop, a TaKOXK
po3poOKa MPOTOTUITY MY3HMUHO-pUTMIUHOI rpu "Putm". PobGoTa anamizye acmekTu
rpadiku, aHiMaIlii, 3ByKOBOTO TU3aiHy Ta IHTEPAKTUBHUX MEXaHIK, 1110 € BAKJIMBUMU
JUTSI CTBOPEHHS CY9acHHUX irop.

PoGota miaTBep/KyE BaXIHMBICTh BUBYEHHS Ta BIIPOBAKCHHS HOBITHIX
TEXHOJIOT1H y PO3po0Ili KOMI'TOTEPHUX 1TOP, a TAKOXK JeMOHCTpY€e MoxunBocTi Unreal

Engine 5 y cTBOpEHHI 3aXOIUIIOIOUMX Ta €eMOLIIMHUX 1ITPOBUX JOCBI/IIB.



ABSTRACT

The explanatory note of the qualification paper has: 99 p., 141 figures, O tables, 2

appendices, 61 sources.

PC GAME, DEVELOPMENT, ENGINE, 3D GRAPHICS, UNREAL ENGINE,
LEVEL DESIGN, SOUND PROCESSING, ANIMATION

The object of research is a computer game.

The subject of the research is a computer game powered by unreal engine 5.

The purpose of the qualification work is to develop a computer "rhythm" game
using the unreal engine 5 game engine

Research methods - research and implementation of the concept of a musical and
rhythmic game based on the latest graphics engine Unreal Engine 5.

This work presents the research and implementation of the concept of a music-
rhythmic game based on the latest graphics engine Unreal Engine 5. The work studies
the key aspects of game development, focusing on the creation of exciting and
emotional gameplay.

The main tasks of the research include the study of the capabilities of Unreal
Engine 5 tools, the analysis of modern trends in game development, as well as the
development of a prototype of the music-rhythmic game "Rhythm". The paper analyzes
the aspects of graphics, animation, sound design and interactive mechanics that are
essential to the creation of modern games.

The work confirms the importance of studying and implementing the latest
technologies in the development of computer games, and also demonstrates the

capabilities of Unreal Engine 5 in creating exciting and emotional gaming experiences.



INEPEJIIK YMOBHUX CKOPOYEHb

2D — nBOBUMIpHUI OTHC 00’ €KTA,;

3D — TpuBUMIpHUI ONUC 00’ €KTA;

UE - Unreal Engine;

Accer, asset - IUGPOBHIL 00'€KT, IKUI MPEICTABIISE€ YACTUHY ITPOBOTO KOHTEHTY 1 Ma€e
JIeSIK1 BJIACTUBOCTI,

bitmanu — eneMeHT Ha SIKUil MOTPIOHO HATUCHYTH B OCOOJIUBHUI Yyac, 4acTille 3a BCE
1] PUTM MY3UKU;

baynpint, blueprint — cucrema nporpamyBaHnHs B irpoBoMy pyurii Unreal Engine;
BIIM, BPM - kuibKicTh yaapiB a00 TakTiB B MY3WYHIA KOMMO3MIIi, SIKYy MOKHa
OOYMCIIUTH MPOTSITOM OJHI€T XBUIMHY;

Pirrinr - nmpouec CTBOpEHHS BHYTPILIHBOI CTPYKTypHu abo "ckenety" nns 3D-mopeni,
SKHUI 103BOJISIE KOHTPOJIIOBATH PyXU II€T MOJIEIIL;

CemMIun - e ¢pparMeHT ayi03anucy, IKuii BUKOPUCTOBYETHCSI B HOBOMY KOHTEKCTI YU
KOMIIO3HIIIT;

CKiH - 30BHIIIHIN BUTJIA IEPCOHAXKA, TIPEIMETa UM 00'€KTa y TPi;

Cxkpunrt, script — 11e HeBeJIMKa mporpama, sika MiCTUTb MOCIIIIOBHICTh 14, CTBOPEHUX
JUTsl aBTOMATUYHOTO BUKOHAHHS 3aB/IaHHS;

Crpaiit, sprite — JBOBUMIpHE 300pa’KeHHS B KOMIT FOTEpHii rpadiiii;

Taiin, tile — moonuHOKa rpadiyHa IIIUTKA, 10 € YACTUHOIO IIJIICHOTO 300pa’KeHHS;
Taiimnaiin, timeline — cTBopeHa y XpOHOJIOTIYHOMY TOPSAJIKY TOI€BA CTPIUKA,

T — mTy4YHUid IHTENEKT.



3MICT

[TepeITiK YMOBHIX CKOPOUECHD .....cvverrveeureenreenseenseenseeaseesseenseesseesssessessesssessssesssesssens 6

2 7w )72 1 SO PP 9

1 AHAJIITUYHMI OTJISJ] ICHYIOUMX PUTM ITOP......oveeeeen. 10
1.1 Anamniz rpu PaRappa the Rapper........cccoocvieiiiiiiiiiiiiceecece e 11
1.2 AHamI3 TPU GUILAT HETO ..eoiiiiiiiiieiiece e 12
1.3 AHAIIB TPH OSU! ...eiiiiiiiiiiecieeeee ettt ettt e sveeete e esteeeaaeessaeesssaesnsaens 13
1.4 Anami3 rpu Rhythm Heaven ... 14
1.5 AHami3 TP MUSe Dash .......cccviiiiiiiice e 16
1.6 AHaII3 TPU Beat SabET ......ccooviiiiiiece e 17
1.7 Anami3 rpu Friday Night Funkin'...........ccoccoiiiiiiinie e 18
1.8 Ananiz rpu Project SEKAI: Colorful Stage! .......coocvvviieeiiieiiiiiieieeeieeee 19
IO IVAN €20 eI o) % 0 0 7 13 SRS URPPSR 20
1.10 Anainiz rpu BPM: Bullets Per Minute...........ccocvevviieiiieiiiieieciceieeeieeeeens 21
1.11 Anamiz rpr Rhythm DOCtOT........cuviiiiiiiieeeee e 23
1.12 BUCHOBKH JTO POBIIIITY ..uvvveeerereeesereeensreesssseeesssseeesssseesssssesssssssesssssesssssessssssesens 24

2 BUBIP ITPOI' PAMHOTI'O 3ABECIIEHEHHA U CTBOEHHA PUTM I'PN25

2.1 OOrpyHTYBaHHS BUOOPY ITPOBOTO PYIIIIS ..vvveeeeneveeeenereeeanereeennnreeesenesssssneesnsnes 25
2.2 O6rpyHTyBaHHs BUOOPY Mporpamu aiig MoayitoBaHHs 3D rpadiku............... 30
2.3 O6rpyHTyBaHHs BUOOPY mporpamu ajisg poOoTH 3 2D-rpadikoro .................... 34
2.4 OGrpyHTyBaHHS BHOOPY MIPOTPAMU JIJISI CTBOPEHHS MY3UKH......ccvvveenereenereannnes 36
2.5 BUCHOBKH JIO POBIULY «veeeeuvveeesuereersureeessseeesssseesssssesessssesssssseessssssssssssessssssesenssees 39
3 PO3POBKA MY3UYHO-PUTMIUHOI'O I'POBOI'O KOHTEHTY .............. 40
3.1 CTBOPEHHS ITPOBOTO TIEPCOHAKA ..vveevvrreernvreeessereeessreeeessseeeassseeesssseessssseessssseenns 40

3.2 CTBOPECHHS OTOUCHHS ...eceeeuvvrieeeesurreeeeestrresaeesassseeeesassseeeessssssessesssssssesessssssees 45



3.3 CTBOPEHHSI MY3UYHOTO HATTOBHEHHS ....vvveeeeeeerrreeeenirreeeeesnnrneeeenssseeeeensnsseeesanns
3.4 CTBOPECHHS TPH ....eeeeneveeeeiieeeesireeeseseeesssneesssseeesssseeesnsseessssessssssessssseesssssesssssseenns
3.5 BUCHOBOK JTO POBIIITY ..eeeuviiieierieeaitieeestreeesreeesssseeessseeesssseasssseessssseessssesesssseeens
BUICHOBK ..ottt ettt ettt st 89
[EPEJHK JUKEPEJI ITIOCHUJTAHHS. ...t 90
JLOTTATKI ....coiiieiiiiiieeee e e ettt e e e e e e e e e e e e e e e e eeetbaaraeeeeeeeeeeansssasaaeeeaeaeaaanns 100
JLOITATOK A .o e e e e e e e e e e e e e e e taaareaeeeeeeeeeeans 101

JIOTTATOK B e e e e e et e e e e e e e e an 108



BCTVYII

VY cydacHOMY CBITI KOMIT'IOTEpPHI ITPH 3aBOMOBYIOThH BCE OUIBIILY MOMYJISPHICTD,
IO BiOOpa)ka€Thcsl HE JUIIE Y 3pOCTAaHHI YMCHA TPaBIiB, ajie i y TEXHIYHOMY Ta
€CTETUYHOMY PiBHI po3poOKHU. IrpoBa iHAYCTpPIs MOCTIHHO 3pOCTA€E, BIIOCKOHATIOIOUN
rpadiky, MexaHiKy Ta B3a€MOJII0 TpaBlis 3 ITPOBUM CBiTOM. B pamkax 1poro
KOHTEKCTY, KBaiidikaiiifHa podoTa MpUCBsYEHA pO3pOOII IrpoBOTO 101aTKy "Putm"
Ha OCHOBI irpoBoro pymiist Unreal Engine 5.

[Iss poboTa Mae Ha METI JOCHIAUTH Ta peali3yBaTh KOHIEMIII MY3UYHO-
PUTMIYHOI TpH, SKa BUKOPUCTOBYE TOTY>KHI MOKJIMBOCTI HOBOTO TOKOJIIHHS
rpadiunoro pymrisi Unreal Engine 5. OcHOBHUI aklEHT poOOTH pPOOMTHCS Ha
CTBOPEHHI IHHOBALIMHOrO TeiMIUIel0, SKUi 00'eqHye B coOl BIAMIHHY Tpadiky,
aHIMAaIli0 Ta 3BYKOBUH JAU3aiH, 3a0€3MeUy0UH IPaBIISIM 3aXOIUTFOIOUNM Ta eMOIIMHHMA
JTOCBI/I.

V¥ paMKax poro JOCHIIKEHHS OyJie BUBYEHO KIIFOUOBI aCIEKTH PO3POOKHU IpH
Ha Unreal Engine 5, BxiIo4aroum CTBOPEHHsI Bi3yaJdbHUX e€¢eKTiB, aHIMaIlli
MEPCOHAXIB, 3BYKOBOIO CYNpPOBOAY Ta IHTEPAaKTHMBHUX MexaHik. KpiMm TOro,
kBamdikaiiitHa po6ota Oyje BKIIOUATH aHaJ3 Cy4yaCHUX TEHACHIIN y po3poOili irop
Ta iX BIUIMB HA CTBOPEHHS 1HHOBALIITHUX 1ITPOBUX PILIEHb.

3aBaaHHAM JaHOT1 POOOTH € pO3p0oOKa MPOTOTUITY TpH "PUTM", IKMI1 JEMOHCTpYE
notenmian Unreal Engine 5 B cdepi My3UUHO-PUTMIYHHX 1TOP, a TaKOX BHECEHHS
BKJIaJly B PO3YMIHHSI Ta ONTUMI3ALII0 MPOLECY PO3POOKU Irop Ha OCHOBI CYy4aCHHX
TEXHOJIOT1M Ta METO/IIB.

VY miacymky, kBamidikariiiHa poOoTa Mae Ha METI HE JIMINE peani3yBaTh
KOHKPETHUM ITPOBUI MPOEKT, ajie i BUBUUTH, aHAJII3yBaTH Ta aJalTyBaTH HaWHOBIIII
JOCSITHEHHS B cepl pO3pOOKH irop sl CTBOPECHHS 3aXOIUTIOIOUNX, IHHOBAIlIMHUX Ta

TEXHOJIOTTYHO PO3BUHYTHUX ITPOBUX CBITIB.
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1 AHAJITUYHWH OI'JIS/] ICHYIOUNX PUTM ITOP

XKanp putwm irop - 11e BUJ BiJI€OITOp, B AKUX T'PaBLIEB1 JOBOJUTHCS BUKOHYBATH
nmeBHI i1 B CHHXpOHI3amii 3 My3W4HuM pUTMOM. Lli irpum 3a3Bu4ail MiCTSTbH
PI3HOMaHITHI MY3W4H1 KOMIIO3HIIii, a iIrpOBUM Tporiec OyayeThCsl HABKOJO TOYHOTO
CIIiTyBaHHS PUTMY, SIKHI MIPEICTABICHUHN Y MY3HIII.

OCHOBHI €IeMEHTH PUTM-Irop BKIIIOYAIOTh B ceOe:

— HOTH uM MapkepH. [1ig yac rpu Ha ekpaHi 3'IBISIOTHCSA HOTU, MapKepu a0o 1HII
Bi3yaJibHI €JIEMEHTH, 110 BKa3yIOTh Ha HEOOXIJHICTh BUKOHAHHS MEBHOI J1i B
IIEBHUM MOMEHT 4acy;

— My3uyHa miarpuMka. OCHOBHMM KOMIIOHEHTOM TEHMIUICI0 € My3h4yHa
KOMITO3UIIisl. PUTM irpu 4acTo MpPOIMOHYIOTH IMMPOKUN BHOIp TPEKIB PI3HHUX
CTHJIIB Ta HANPSAMKIB;

— OLIHKA NPOAYKTUBHOCTI. ['paBLil OTPUMYIOTH OLIIHKY 332 TOYHICTb 1 CBOEYACHICTh
CBOIX Jii. 3a3BUYail BUKOPUCTOBYIOTHCSI PI3HI PaHTH, Taki SK "MpekpacHo",
"mo0pe", "3a10B1IbHO" 200 B1ICOTOK TOYHOCTI CJIIJIKYBAHHS PUTMY;

— piBHI ckJagHocTi. Irpu MOXyThb HPOMOHYBATH pPi3HI PIBHI CKJIAJIHOCTI,
MOYMHAOYH BiJ] TPOCTOTO 1 MOCTYMOBO YCKIATHIOIOYHCH, 1100 3aJ0BOJILHUTH
P13H1 piBHI TPaBLIIB;

— CoIllaJbHUN acrekT. [[esKi pUTM-irpy MarOTh OHJIAMH PEKUMH, IO JTO3BOJISE
TpaBIsIM 3Maratucs abo CHiBIpaIloBaTh 3 IHIIMMH TpaBisiMu. Lle cTtBoproe
COIllaJIbHUM aCMEeKT TpH, Je JIOJU MOXYTh OO'€THAaTUCS HABKOJIO CIIHLHOTO
IHTEpeCy 0 MY3HKHU Ta TEUMIHTY.

Putm irpu cTaroTh NOMYJSIPHUMH 3aBASKA KOMOIHAIli I[IKABOrO TeiMIUIeto,
Bi3yaJbHOTO Ta 3BYKOBOTO O(OPMIIEHHS, a TaKOX IIMPOKOTO BUOOPY MY3WIHHX
TPEKIB.

B upoMy po3zaini My po3riasitHEMO NPUKIIAIN MOMYJISPHUX PUTM-ITOP, SIKI Aa1yTh

HaM OLTbIIIe PO3YMIHHSA B KaHPI.



11
1.1 Anam3 rpu PaRappa the Rapper

PaRappa the Rapper - e my3uuna putm rpa, ska Buiinuia B 1996 pomi s
koHcom Sony PlayStation. I'pa HaOyna BenuKoOi MOMYJSPHOCTI 3aBASIKU CBOEMY

YHIKQJIbHOMY CTUJIIO Ta LiKaBoMYy reimuiero (puc 1.1).

Pucynox 1.1 — I'pa PaRappa the Rapper [1]

OcHoBHull mepconax rpu - llapamma, anTpormomopduHil Tec, sSKUN Mae
3110HOCTI TOBOPUTH Ta pOOUTH Pi3HOMAaHITHI peyl. ['0JI0BHA MeTa rpaBIis - TOTOMOT'TH
[lapanni momonaTH pi3HOMAHITHI KUTTEBI TPYAHOUI, BUKOPUCTOBYIOUM PUTMIYHI
KOMaH/IH.

['pa BUPI3HAETHCSA TaKUMU OCOOIHMBOCTSAMH K My3WuHi eTtanu. KokeH piBeHb
TpU TIPEACTaBIsie COOOI0 MEBHY CIIEHY a00 1CTOPiIo, SIKy TpaBellb MOBUHEH MPOMTH,
BUKOHYIOUM PUTMIUHI KOMaHH 3a TOTIOMOT0I0 KHOTIOK KOHTPOJIepa.

VHikaneHuil Bi3yanbHuM cTwiib: "PaRappa the Rapper" Bu3HauaeTbcsi cBoim
SACKpaBUM Ta KapUKATypHUM BI3yaJlbHUM CTHJIEM, II0 HaJa€ rpl HEMOBTOPHOCTI.
['paBens ciinye 3a icropiero [lapannu Ta IHIIMX MEPCOHAXIB, PO3KPUBAIOUU PIi3HI
€N13001 IXHBOT'O KUTTH.

['pa mpomnoHye pi3HOMAaHITHI KaHPHU MY3HUKH, BKJIIOYAIOUH X1I-XOII, PErTi, pOK 1

i1, Ta Bi3HA4Ya€THCS HECTAHJIAPTHUM IIJIXOJAO0M JI0 TeUMIUICIO 1 TPUBEPTAE yBary
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I'PaBIliB CBOEIO0 HEMTOBTOPHOIO aTMOC(eporo Ta opuriHaibHICTIO. ['pa cTana KjIacukoro

B JKaHp1 PUTM-IrOp Ta 3aJTUIIAETHCS YIIO0JICHOIO cepe/l IaHyBaJbHUKIB BIJEOITOP.

1.2 Ananiz rpu Guitar Hero

Guitar Hero - 11e cepist My3n4HUX pUTM-Irop, sIKa CTajia BEIUKUM XITOM Y CBOEMY
xaupi. Briepme Bunymena B 2005 porri kommnaniero Harmonix Music Systems. ['pa
BHBEJIA B3a€MO/III0 TPABIIS 3 MY3HKOIO HA HOBUH PIBEHbD.

OpHi€ro 3 KIOYOBUX OCOOJUBOCTEH 1Ii€1 TPpU € BUKOPUCTAHHS CHEIIaIbHOTO
riTapHOTO KOHTPOJEpa, SIKUM MoJeNntoe riTapy. ['paBenb Mae B34TH y4acTh B "KUBOMY
BUCTYN1", HATUCKYIOYM KHOINKHM 1 TpaTH Ha CTPYHax, CHHXPOHI3YIOUM CBOi il 3
MY3UYHUM PUTMOM.

I'pa npornonye Benuye3HHd BHOIp PI3HOMAHITHUX MY3MYHHUX TPEKIB PI3HUX
YKaHpIB, BiJ] KJIJACUYHOT'O POKY /10 cydacHUX XiTiB. Guitar Hero mae pi3Hi peXumu rpu,
BKJIFOYAIOYU KaMIIaHiio JUIsl OJHOTO T'PaBIsl, PEKUM JJIsl 0ararboxX I'paBLIB 1 OHJIAMH-

3maranss (puc 1.2).

3 pO3BUTKOM cepii 3'sIBUITMCS HOBI €JIEMEHTH, TakKi sK OapabaHHI KOHTPOJIEPH,
MIKpO(OHHU [JIs1 BOKAJIICTIB Ta IHIII 1HCTPYMEHTH, IO JIO3BOJISIM OUIBII TIUOOKO

MOTTMOUTH ITPOBUI TPOIIEC.
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Guitar Hero BHecsa 3HaYHUI BHECOK Yy CBIT BiCOITOp Ta MY3UYHY 1HJIYCTPItO.
L{s cepis cTana He TIILKU 1IHHOBAIIMHOIO B reMIM3aliHi, a i CTUMYJIIOBajia IHTEPEC 10
BUBYCHHSI My3UKH Ta PO3BUTKY MY3HMYHHX HaBUYOK y rpaBiiiB. HaBiTh micist Toro, siK
cepito npusynuHwin, Guitar Hero 3anuiiae ciijg y CBITI Biieoirop $K OJHA 3

HANYCHIIIHIIINX Y CBOEMY >KaHPI.

1.3 Ananiz rpu Osu!

Osu! — 1e BigoMa putM-Tpa, sika Oyma y 2007 pori Ta cTajia BiIOMOIO CBOEIO
BHUCOKOIO CKJIQJHICTIO, a TaKOX PI3HOMAHITTSIM MY3HUYHHUX TPEKIB 1 PEKUMIB TPH.
"osu!" € BIIbHOIO Ta BIAKPUTOO AJIA IPABLIB Ta CHIJIBHOTH.

['pa 3acHOBaHa Ha KOHIENIIIT KiJI (O1TMaMiB), K1 3'ABJISIOTHCS Ha ekpaHi. ['paBii
MOBMHHI BUKOHYBATH PI3HI [Iii, TaKl sIK KJIAlaHHS, YTPUMaHHs a00 MPOKPYyTKa MHUII1

a00 Taunajaa BIAMOBIAHO A0 pUTMY My3HKH (puc 1.3).

a1y

Pucynox 1.3 — I'iimmineit rpu “osu!” [3]

My3uunuii BuOip B "osu!" crmaBUTBCS CBOIM PO3MAITTSAM MY3HYHHUX KAHPIB,
BKJIFOYAIOYM TOMYJISIPHI TPEKHU, PEMIKCH, Bapiallii Ta KOMIIO3HUIIii, Ha/laH1 CH1IbHOTOIO

rpaBuiB. ['paBii OTPUMYIOTH OLIIHKY 3a KOXHY KapTy, SIKY BOHHM I'paiOTh, 1 MAlOTh
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MOXJIMBICTh TOKpPAIIUTH CBOI HABUYKH, BUOWBAIOYM PEKOPAM 1 MiJHIMAIOYU CBIiM
pEUTHHT.

['pa akTMBHO MIATPUMYE TOMOBHEHHS Ta KacToMizarlito rpu. CIiJIbHOTA TPaBIIiB
PpO3p0o0JIsiE CBOT KapTH, CTBOPIOE CKIHM Ta PI3HOMAHITHI JOJIaTKOBI peKUMH rp. "osu!"
MiTPUMYE TPaBIIiB PI3HOTO PiBHS, B MOYATKIBIIIB JO JOCBITUEHUX MAUCTPIB PUTM-
irop. [Ipodecionanu MoxxyTh OpaTH y4acTb B pI3HOMaHITHUX TYpHIpax Ta 3MaraHHsX,
10 J10J1a€ KOHKYPEHTHUH acleKT J0 IPH.

3aBAsKU CBOIMl aKTUBHIN CHUIBHOTI, MOCTIHHUM OHOBJICHHSM 1 PO3LIMPEHUM
MO>KJIMBOCTSIM KacTOMI3AIlli TP 3aJIMIIAETHCS OJIHIEI0 3 HAUTIOMYJISIPHIIITUX PUTM-1TOP

Ta MPOJIOBKYE MPUBEPTATH YBary rpaBiliB yChOTO CBITY (puc 1.4).

5 D1 QoY =
(&S SRRE cup UKRAINE

BrES -

QUARTERFINALS

KriptonS675

Pucynok 1.4 — Yemnionat cBiTy 3 rpu osu! [4]

1.4 Anani3z rpu Rhythm Heaven

Rhythm Heaven - 1ie cepist putm-irop Bin simoHchkoi kommanii Nintendo. SIka

Briepuie Buinuia Ha koHcodii Nintendo Game Boy Advance y 2006 poui B SAmnoHii 1

BIJITO/Il OTpUMaJia KUIbKa MPOJIOBKEHB Ta BEPCIN JJIsl PI3HUX KOHCOJICH.
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LlenTpansHUil €JIEMEHT TPH - 11€ BUKOHAHHSI PI3HOMAaHITHUX PUTMIYHUX 3aB/JIaHb
abo "wmini-irop". I'paBenp BUKOHY€ BKa3aHi pyXu a00 KJIallaHHS Ha €KpaHi B TaKT
MY3HIll, 00 YCHIIIHO 3aBEpIINTH 3aBAaHHSA. ['pa craBUTHCS 3a CBIM Becenuil Ta
3aXOIUTIOIOUMN CayHIITPEK, SIKUW BKIIIOYa€e B ceOe pi3Hi skaHpu My3uku. KoxHa MiHi-
rpa Mae€ BIIaCHY YHIKaJIbHY My3UYHY TEMY.

Rhythm Heaven wmae sickpaBuii Ta KOJIBOPOBUHM Bi3yaJdbHUHM CTHIIb, SKHUN
CTBOPIOE Becenuii Ta )kuBuit arMochepHuit poH. ['pa MiCTUTH pI3HOMAHITHI TEPCOHAXKI
Ta MiHI-ITPH, KOXKEH 3 SIKUX Ma€ CBOIO YHIKaJIbHY MEXaHIKy Ta BUKIUKH. Takox mae
pEXUMH TPEHYBaHb, 110 JONOMAaralTh I'PaBLI€Bl BIOCKOHAIIOBATH CBOI HAaBUYKU Ta

BUKJIMKAIOTh Oa)kaHHs rpatu gami (puc 1.5).

Pucynoxk 1.5 — I'pa Rhythm Heaven [5]

Rhythm Heaven Bizoma cBO€I0 MpOCTOTORO, ajie BOJHOYAC I[IKABUM T'eUMILIICEM
Ta 3aXOIUIMBUMH MY3UYHUMH KOMIIO3ULISMU. ['pa oTpuMaina Mmo3UTHUBHI BIATYKH BiJl

IpaBIIiB Ta KPUTHUKIB 32 ii OpUTIHANBHUAN MIAX1] 10 PUTM-ITOp Ta HENOBTOPHUM CTHIIb.
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1.5 Anaimi3 rpu Muse Dash

Muse Dash - e My3uuna putMm-Tpa, ska Buimia B 2018 pori st pi3HUX
mnatdopMm, Bkatouaroun IIK Ta MoOinmpH1 mpuctpoi. I'pa pospobiieHa 1 BujaHa
komnaHiero PeroPeroGames, 1 BoHa HIBHAKO 3aBOIOBaJia MOMYJSPHICTH 3aBISKU
CBOEMY SICKPAaBOMY Bi3yaJIbHOMY CTHIIIO, CHEPT1fHOMY TeUMIUICIO Ta PI3HOMaHITHUM
MYy3UYHHM TEMaM.

['paBIii KepYIOTh MEPCOHAXKEM, KU PyXaeThcs BIiBO a00 BIPaBO MO JOPIXKIIL,
pearyroud Ha pi3HI My3W4YHI HOTH Ta BOPOTIB. 3aBJaHHS IMOJISITA€ B YHUKHEHHI

MEPEIIKOo/l Ta BUKOHAHHI PI3HOMAHITHUX PUTMIYHMX Jii B TakT My3ulli (puc 1.6).

Pucynok 1.6 — I'pa Muse Dash [6]

Muse Dash ciiaBuThCst CBOiM 3ByKOBUM HAIIOBHEHHSIM, sIKE BKITIOUYA€E B ceOe pi3Hi
MY3WUYHI1 )KaHPH, TaKi K TOII, pOK, €JIEKTPO Ta 1HIII. [ paBil MOXKYTbh HACOJIOIKYBATHUCS
PI3HOMAHITTSM TPEKIB Mmija 9ac rpu. ['pa Mae sickpaBuil Ta KOJIHOPOBUN aHIMaIlIMHHMA
BI3yaJIbHUM CTUJTB, 1110 POOUTH TEUMILICH O1IBIIT 3aXOIITIOI0YUM Ta EHEPTIHHIM.

['pa nmponoHye rpaBisIM pi3HI PiBHI CKJIAJAHOCTI, BI MPOCTUX JIJIsi TOYATKIBI[IB
70 BUKIUKIB U1 JOCBiA4YeHHMX. ['paBii MOXyTh BHOpaTH CBOTO YIIIOOJIEHOTO

MepCoHa)Xa Ta BJAOCKOHAIUTH MOT0 BUTJISA 32 JJOMMOMOTOI PI3HOMAHITHUX KOCTIOMIB
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Ta akcecyapis. [ 'pa miaTpumye MyIbTHILICCPHUI PEXKHUM, JI€ TPABIi MOXKYTh 3MaraTucs
MDK CO0010 Y peaJIbHOMY Yaci.

Muse Dash naOyna BenuKoi MOMYJSIPHOCTI Y IFPOBOMY TOBapHCTBI 3aBISKU
CBOEMY MPHUBAOIMBOMY T€UMIUICIO, TAPHOMY 3BYKOBOMY O(OPMIICHHIO Ta BECEIIOMY
Bi3yaJbHOMY CTHJIIO. ['pa mpooBKy€e OTpUMYBaTH MO3UTUBHI BIATYKHU 1 30UTBIITYBAaTH

CBOIO ayIUTOPIIO Yepe3 pi3HOMAHITHI JOJATKHA Ta OHOBJICHHS BMICTY.

1.6 Ananis rpu Beat Saber

Beat Saber - 11e BipTyanibHa peanbHICTh PUTM-Tpa, sika Buiinmia B 2018 pori 1
CTaJIa OJHIEI0 3 HAUMONYJIAPHIUX 1rop Juist VR-mmatdopm.

['paBenib OTpUMy€ JBa CBITJIOBUX MeUl, SIK1 BUTJIAIAIOTH SIK CBITJIOBI IIMAaXKKH.
3aBgaHHS MOJIATae B TOMY, 100 B y pUTMI MY3UKH po3pyOatu MpoJiitarodl KyOu Ta
1HII1 00'€KTH, HATUCKYIOYM HAa HUX BU3HAUYCHUM 4uWHOM. ['paBenb oTpumye Oanu 3a
KOXXEH MpaBWIbHUM pyX (puc 1.7).

Beat Saber cnaBuTbCs CBOIM €HEPriiiHUM Ta PI3HOMAHITHUM CayHITPEKOM.

Pucynox 1.7 — I'etimmineit rpu Beat Saber [7]

['paBii MOXYTh BUOMpPATH 3 PI3HUX MY3UYHHX TPEKIB PI3HUX KAHPIB, a TAKOK
BCTAHOBJIIOBATH JI0JIATKOBI MAaKyHKH 3 HOBOIO MY3HKOIO. ['pa mpomoHye pi3Hi piBHI

CKJIQJIHOCTI1, B/l MPOCTUX JJIsl HOBAUKIB JI0 JY>K€ CKJIAIHUX JJIsl TOCBIAYEHUX TPaBIIiB.
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KpimM 0CHOBHOTO peKuMy T'pH, ICHYIOTh PEXKUMHU pearyBaHHs, 10 JO3BOJISIOTH
TpaBIIM CTBOPIOBATU BJIACHI PiBHI, a TaKOXX PEKUMHU Ui 3MaraHb 3 1HIIMMHU
rpaBIsiMH. ['pa Mae akTUBHY CIIUTBHOTY TPaBIIiB, SIKa pO3pO0JIsi€ BIACHI PiBHI, @ TAKOX
MOJIY Ta JIOAATKU IJIsl PO3LIUPEHHS MOKIMBOCTEH TPH.

Beat Saber BmpoBamXye TEXHOJIOTIIO BIpTyalbHOI pPEaNbHOCTI, JO3BOJIAIOUU
TPaBISIM 3aHYPUTUCSA B ITPOBHM CBIT 1 BIAUYTH MaKCUMaJlbHUI piBEHb B3aeMOii 3
MY3HKOIO Ta 00'€KTaMu TpH.

3aBASIKM CBOEMY TeMMIUICIO, CTWIBHOMY [IM3ailHy Ta BUKOPHUCTAHHIO
BIPTYaJIbHOI PEANIbHOCTI MIBUJIKO 3aBOIOBAJIA MOMYJISIPHICTh CEpell JIOOUTENIB PUTM-

irop Ta VR-irop. I'pa Hajana HoBui piBEeHb PO3Bar y CBITI BiI€OIrop.

1.7 Ananiz rpu Friday Night Funkin'

Friday Night Funkin' - ue nomynsipaa mysuuHa putMm-rpa. Bona Buiinuia B
#o0BTHI 2020 poKy Ta IIBUAKO CTaja MOMYJISPHOIO B COLIAJILHUX MEPEkax 1 OTpuMaa
BEJIMKY KUIBKICTh IIAHYBaJbHUKIB, 3aBISKH CBOEMY XapU3MATHUYHOMY TEPOI0 Ta
BECEJIOMY T'€UMILIEIO.

I'paBens ympaBnsie boldpeHaoM, TOJOBHUM TepoOeM, SKH BUIAAKOBO
NOTpANUB Y My3WYHUN 3MaraibHui O0ati. ['0OBHE 3aBIaHHS - MEPEMOITH PI3HUX

MY3WYHUX OMOHEHTIB, BUKOHYIOUHU Pi3HI puTMIuH1 KoMOiHatii (puc 1.8).

Pucynok 1.8 - I'pa — Friday Night Funkin' [8]
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Friday Night Funkin' cmaBuTbCcs CBOIM 3apa3iuBUM Ta pPI3HOMAHITHUM
cayHaTpekoM. Ko>keH OMIOHEHT MpeJICTaBIIsie PI3HUI My3UUHUN KaHp, B X1IT-XOITy J10
CJIEKTPOHHOT MY3HWKH. ['pa 3axoruroe CBOIM aHIMAIIMHUM CTHUJIEM Ta KpPEaTHBHUM
JM3aifHOM MepCcoHaxiB. Bce Burisiiae sickpaBo, EHEPrifHO Ta OPUTTHAIBHO.

[IpoekT akTMBHO TIATPUMYE MOJJUHT, IO JO3BOJISIE TPABIIM CTBOPIOBATU
BJIACHI PiBHI, IEPCOHAXIB 1 My3u4HI Tpeku. Lle Beankor Mipor crpuse TBOPUOMY
BJIOCKOHAJICHHIO TPU Ta PO3IIUPIOE ii BMICT.

Friday Night Funkin' Big3HayaeTbcsi HECTaHAAPTHUM M1IXO0A0M JI0 KAHPY PUTM-
Irop, NpruBaOIMBUM AU3AaHHOM 1 3apa3iMBOI0 MYy3UKOIO. ['pa Bike cTana KyJlbTOBOIO
cepell IaHyBaJbHUKIB 1 TPOJIOBXKYE 37100yBaTH HOBUX MPUXMIHHUKIB, PO3IIUPIOIOYH

CBOIO TTOMYJIAPHICTh B OHJIAWH-CITUTBHOTI.

1.8 Ananis rpu Project SEKAI: Colorful Stage!

Project SEKAI: Colorful Stage! - me My3uuna putrm-rpa, po3poOsieHa Ta
BumymieHa kommnaHiero SEGA mis MoOinpHUX maTdopm, Takux sk i0S Ta Android.
I'pa cTBOpeHa Ha OCHOBI MOMYJSPHOTO BIPTYaIBHOTO BOKAJIBHOTO i7o0yia SmoHii,

Hatsune Miku (puc 1.9).

Pucynok 1.9 — I'pa Project SEKAI: Colorful Stage! [9]
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['paBii ynpapisiioTh CBOIM MEPCOHAKEM 1 B3aEMOIIOTH 13 My3UYHUMHU HOTaMH,
K1 BIATBOPIOIOTH MOIYJISPHI MICHI 3 BUKOPUCTAHHSIM BOKAJIBHOTO CHHTEe3aTopa. I'pa
0a3yeThCs Ha KaHP1 PUTM-ITOP 1 BUMArae Bij IpaBliB TOYHOCTI Ta PEaKIIHHOCTI IS
YCIIIIHOTO BUKOHAHHSI MiCEHb.

I'pa mae GaraTe My3W4yHE HAIIOBHEHHS, SIK€ BKJIIOYAE B ceOe IMICHI Bij PI3HUX
apTUCTIB, a 0COOJMBO Ti, siKi ToB's3aHi 3 Hatsune Miku. Ile moxke BKiIrOYaTH SIK
OpUTi1HANbHI KOMIIO3HIIii, TaK 1 MOMYJISIPHI TPEKH BiJ CHIJIBHOTH.

Project SEKAI 3axoruitoe KOJIbOPOBUM Ta ACKpaBuUM nu3aiiHOM. [lepconaxi
BUTJISIAI0OTh aHIMAIIMHO Ta MUJIO3BYYHO, a (DOHU Ta aHIMAIIll JOTIOBHIOIOTH 3arajbHy
BI3yaJIbHY MPUBAOIMBICTh Ipu. ['pa MOKe MaTH Pi3HI PEKUMU, TaKl K KaMIaHIsA 115
OJIHOTO TpaBIlsl, OHJIAWH-PEKUMHU JUIsl 3MaraHb 3 I1HIIMMHU TPaBISIMU Ta 1HIII

pPO3BaXKaJIbHI PEKUMH.

1.9 Anamni3 rpu Cytus

Cytus - 1me 1HHOBalllifHA My3U4YHa PUTM-Tpa JJIi MOOUIBHUX TPUCTPOIB,
po3pobnena kommaniero Rayark Inc. Buiinua Bnepmie B 2012 pomi, rpa oTpumaina
NMO3WTHBHI BIATYKM 3a CBIM YHIKaQJIbHUM MIAX1J [0 JKaHPY Ta Bpa)karouuu
ayJ110B13yaJIbHUM TOCBI.

['paBenib B3aemojii€ 3 pi3HOMaHITHUMU 00'€KTaMHU, SIK1 3'ABJISIIOTHCSI HA €KpaHi B
TakT My3ulll. O0'€KTH MOXKYTh OyTU HOTaMH, KpyraMu a0o JIHISIMU, 1 TpaBellb TOBUHEH

TOPKATHUCS, YTPUMYBATH a00 CIIAyBaTH 32 HUMU BIAMOBIHO 10 putMy (puc 1.10).
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0126707

Pucynok 1.10 —I'pa Cytus [10]

['pa BkitOuae B cebe MMUPOKUN CHEKTP MY3UYHUX >KAHPIB, BiJl €IEKTPOHIKH 1
MOMYJISIPHOT MY3HUKH JI0 1H]1I KOMIIO3HITIH.

Koxen piBeHb Ma€e BJIacHy YyHIKaJdbHy aTtMmocdepy, sfka BiJOOpakaeThCs B
rpadimi Ta aHiMamigx. ['pa  BkiIouyae B cebe €IeMEHTH 1ICTOpii Ta BBEJICHHSA
MIEPCOHAXIB, AKi T0AAI0Th TTMOWHY CIOKETY JUIS TPABIIIB.

[IpoekT mpornoHye pi3HI PiBHI CKIATHOCTI, B MPOCTUX JJI MOYATKIBIIB JI0
Ty’Ke BAXKHUX ISl TOCBIUEHUX TPABIliB. ['paBIli MOXKYTh 3MaraTucst OHJIAiH, a TAKOX
OYiIKYBaTH PETYJISIPHUX OHOBJICHD, 1110 J0/IaI0Th HOBI TPEKH Ta PiBHI.

Cytus BiJI3HaYa€THCSI BUCOKOIO SIKICTIO BUKOHAHHSI 1 cTaja yJltoOJIeHIIEM Cepes

IPaBUiB, K1 [IHYIOTh PUTMIYHI BUKJIUKHA T4 My3UYHUN BpaKatOuuil BMICT.

1.10 Anamiz rpu BPM: Bullets Per Minute

BPM (Bullets Per Minute) [11] - me Bigeorpa y »xanpi roguelike-mrytepa 3

BEJIMKUM aKI[EHTOM Ha PUTM Ta cTpIs0y (puc 1.11).
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Pucynox 1.11 — I'pa BPM (Bullets Per Minute) [11]

VuikanpHicTh "BPM" monsirae B ToMy, 10 TpaBellb NOBUHEH IATU B TaKT
My3uli. Bel moaii B rpi, BKIOYAOYU BOPOTIB, CTPUILOY Ta pyX, CHHXPOHI30BaHI 3
PUTMIYHUMU yIapaMy My3UYHOTO OEKIpayHay.

I'pa xomOiHye B €001 €JE€MEHTH BHIIaJIKOBOI TeHepallii piBHA, IIyTepa BiJ
nepioi ocoou Ta putM-irop. ['paBerp JOCI KY€ BUNIaAKOBO T€HEPOBaHI p1BHI, 30upae
30po10 Ta 3yCcTpivyae pi3HOMAHITHUX BOPOTIB.

"BPM" wMae eHepriiHuil CayHATPEK, SIKAW MIATPUMY€E TeMIl rpu. BizyanbHuit
CTWJIb TAKO CTBOPIOE YHIKAJIbHY aTMOC(EpY, AOMOBHEHY CBITIOBUMHU €(EeKTaMH Ta
JTUHAMIYHUMH OOMOBHMH clieHaMHu. ['paBellb MOKe€ 0OHMpaTd pPI3HUX MEPCOHAXKIB,
KOXEH 3 SIKUX MA€ YHIKaJIbHI BIACTHUBOCTI, @ TAKOK BUKOPUCTOBYBATH IUMPOKUI BUOIp
30poi.

BPM BuUpI3HSAETHCS CBOECIO OPUTTHATLHOIO KOHIIEMIIEID PUTMIYHOT CTPLIHOU Ta
KOMO1IHAIlI€10 Pi13HUX KaHPiB. ['pa 3HaAXOAUTH CBOIO ayIUTOPIIO CEPE THX, XTO IIYKA€E

BUKJIMK Y MO€HAHHI IHTEHCUBHOI CTPUILOM Ta My3UYHOTO PUTMY.
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1.11 Anamiz rpu Rhythm Doctor

Rhythm Doctor - 1me He3BuYaiiHa pUTM-Tpa, sIKa BUPIZHIETHCS CBOEIO
VHIKQJIbHOI0O MEXaHIKOIO TPH, Jie TpaBellb BUKOPUCTOBYE TOYHICTh Ta TaWMIHT JIs
BUKOHAHHS PI3HUX PUTMIYHUX 3aB/IaHb.

['paBentb BUKOPUCTOBYE TPOCTHN MEXaHI3M KJallaHHS, aje 3 CKJIAJHICTIO -
BUKOHAHHS I BigOyBaeThCsd Ha 7-H TakT. ['paBellb Ma€e HATHUCKATH KHOIKY a0o
KJIABIITY BiAMOBIAHO 10 TAKTY MY3UKH.

['pa mpomnoHye pi3HOMAaHITHI 3aBIaHHS Ta MY3W4HI CTWJI. TakoX CIIaBUThCS
CBOIM YyJIOBUM CayHATPEKOM, IKUH BKIIIOUA€ B ce0€ PI3HOMAHITHI My3UYHI KaHPH Ta

JOTIOMAarae CTBOPUTHU 3aXOIUTIOI0UNi reimuieit (puc 1.12).

Pucynok 1.12 — I'pa Rhythm Doctor

OpuriHanbHUNA Bi3yaJbHUN CTHJIb Bpaka€ JIuU3alHOM pI3HUX pIBHIB Ta
MEePCOHAX1B, CTBOPIOIOYM YHIKaJIbHY aTMOc(epy s KOXHOTO 3aBAaHHS. Y Tpi €
1ICTOpIAHUIN pexuM, KU pO3MOBIAA€ ICTOP1IO TOJIOBHOTO T'€POSL.

CTBOpEHI KOpPHUCTyBayaMH, a TaKOXX MYJbTUIUICEPHI PEXUMH, IO JOJAIOTh

PI3HOMAHITTS 10 TEHMILIECIO.
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Rhythm Doctor cTana nonysspHOO cepel rpaBliiB, SKi IIYKalOTh YHIKQJIbHHMA
PUTMIYHUHN BUKIIMK Ta 3aXOIUTIOIOUNA My3UYHUH T0CBi. [T opurinagpHa MexaHika rpu

Ta KpEeaTUBHUM MiIX1]1 JO PUTM-ITOP 3pOOHIIH ii BU3HAHOIO B IILOMY >KaHPI.

1.12 BucHOBKH 110 pO31IiTy

Po3rnsHyBIIM 1ICHYIOYH PUTM ITpU JIWIIIM TaKOro BUCHOBKY. I'pa Mae Oyau
MIPUEMHOIO Ha BHUTJIS, MiHIMATICTHYHO0. Moiesni MOBUHHI OyTH MPOCTUMUM, 1100 HE
BiJIBOJIIKaTH TpaBils. Ha ekpaHi He MOBMHHO OyTH 06arato Bi3yalbHUX €(EKTIB. 3BYK
MOBUHEH OyTH 3B’SI3aHUN 3 T'POI0, MO0 rpaBellb MIT OPIEHTYBAaTUCh HA HHOTO, a HE

TIJIBKU HA KapTHHKY.
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2 BUBIP ITPOI'PAMHOI'O 3ABECIIEHEHHA JJ1X1 CTBOEHHSA

PUTM I'PU

PosrnssHemMo 1HCTpyMEHTH, IO CIIEHIaTI3yIOThCS Ha PI3HUX KaHpax rpu. Jleski
wiaTGopMu Kpaiie miaxoAsaTh A irop B )KaHPl PUTMY, 1HII - JUISL €KIITH YU TPUTO/.
Buznauaemo, sikuii xkaHp MOTPIOHO peatizyBaTH Ta ki QYHKI[IOHATbHI BUMOTH Oy Th
HEOOXITHI.

[IpoanaizyeMo0 MOBH MpOTPaMyBaHHS, SKi BHKOPHUCTOBYIOTHCS B PYIIiSX
po3poOku. Ta 0bpatu Ti 3 AKUMU Oy/Ie 3pyUHIIIIe MPaIIOBATH.

[Ipu BuOOp1T nporpamMHOro 3a0e3Me4YeHHs i1 CTBOPEHHS TPHU BaXKIMBO
BpPaxoOBYBAaTH NMOTPeOH, HABUYKH Ta METY MPOoeKTy. [IpaBuibHUil BUOIp IHCTPYMEHTIB
JIOTIOMOE BaM MaKCHUMaJIbHO BHUKOPUCTATH CBI TBOpYMHN MOTEHIIAT Ta JIOCSATTH

ycHixy B po3po0l1ll Ipu.

2.1 OGrpyHTyBaHHS BUOOPY IFPOBOIO PYIIIis

Bubip irpoBoro py1irisi jisi CTBOPEHHS PUTM TP € BOXKIIMBUM €TarioM B po3po0ITi
npoekTty. [Ipuniunu BuOOpy Bi10Opakat0Th OCHOBHI KPUTEPIi, SIK1 CITiJ] BpaXOBYyBaTU
pU LILOMY BUOODI.

BaxnuBo, mo0 irpoBuil pymiiid MIATPUMYBaB JIETKE BTUICHHS PUTMIYHUX
epekTiB Ta aHiMauii. BiH mnoBHMHEH 3a0e3nedyBaTH 3pydyHH 1HTEepdenc s
CUHXPOHI3allii MOJ1{ TpHU 13 My3UYHUM PUTMOM.

BiamoBinauii aymio-pymniii € KIIOYOBUM JUisi PUTM-Tpu. BiH TOBUHEH
MIATPUMYBATH BUCOKOSIKICHY pOOOTY 31 3BYKOM, MOKJIMBICTh CUHXPOHI3allli ayJlio Ta
reNMILIEIO.

HeoOxinHo obOpatu pyuriid, skuil KoM(GOPTHUI Yy BUKOPUCTAaHHI Ta Ma€ 3py4Hi
ITHCTPYMEHTU JUIsl pO3pOoOKM pUTM TIpu. HasgBHICTP AOKYMEHTAlli Ta aKTUBHOI

CHUIBHOTH KOPHCTYBadiB TaKOX € KIOYOBUM (akTtopoMm. Pyt moBuHeH OyTH
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epEeKTUBHUM Ta ONTUMI30BAaHUM JUIsi POOOTH 3 PUTMIYHUMHU B3aEMOMISIMU Ta
rpadikor, 0COOIUBO SAKIIO IJIAHYETHCS BEIMKA KIJTBKICTh aHIMaITiH.

BpaxoBytoun 1l IpUHIUIM, JaBalTe PO3TISHEMO Ta BHOEPEMO pYIIiM, KU
BIJIMOBIIa€ HAIIUM MOTpedaM Ta J103BoJIsIE€ €(h)eKTUBHO peali3yBaTU KOHIICIIIIO PUTM
TpH.

Unity - 11e oquH 3 HAMMOMyASPHIMIKUX THTETPOBAHUX CEPEAOBHUII] PO3POOKH Ta
ITPOBUX PYIIIiB JJi1 CTBOPEHHS PI3HUX BHJIB IrOp, BKJIIOYAIOYU PUTM-TpuU. BiH
JI03BOJISIE PO3POOIISATH TPH I pi3HUX TutatdopM, Takux sk Windows, macOS, Linux,
Android, 10S, ta ixmi. Ile poOutk ¥oro rapHuM BHOOpPOM JUIsl PO3POOHUKIB, SIKi
XOUyTh OXOIMMTH Pi3HI HUJIbOBI ayauTopii (puc 2.1).

Pymiit Mae BeMKy Ta akTUBHY CIIUIBHOTY po3poOHUKIB. Lle o3Havae, 1110 MokHa
JIETKO 3HAWTH JIOMOMOTY, TOpaayd Ta pI3HI pecypcH il HaB4YaHHS. TaKoX ICHYE
oOLMpHa TOKyMEHTAIllA, IKa CIPOILY€E pOOOTY 3 IPOBUM PYILIEM.

Icnye 6araro miaridiB Ta po3mupens Juist Unity, siKi JO3BOJISIOTH PO3POOHUKAM
JIETKO BIPOBAPKYBATH HOBI (PYHKINT Ta mOKpalryBatu podounit nporec. Unity Asset
Store - 1e BENMKUN PUHOK, /1€ PO3POOHHMKM MOXKYTh Npuadatu abo mnpoaaBaTh
PI3HOMAaHITHI PECYpCH, IUIAT1HU, MOJIEINI, TEKCTYypH Ta iHIe. Lle 1o3Bosie mpuckoputu

PO3pOOKY, BUKOPUCTOBYIOUYH F'OTOBI PECYPCH.

Pucynox 2.1 — Pymiii Unity [13]

Agne, pymiiif MOXe BUMaraTH 3HAYHUX PECYPCIB KOMITIOTEpa JIsl pO3pOOKHU Ta

MEePEBIPKU 1TOp, OCOOJIMBO SIKIIO MPOEKT € CKJIAJHUM a00 Ma€ BEJIMKY KUIbKICTh
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naHHuX. Jleski po3poOHHMKHY BKa3yrOTh Ha Te, 110 KoJ, cTBopeHuit B Unity, Moxe OyTu
00'eMHUM, 0COOJIMBO JIJIs1 BEJIUKUX TPOEKTIB.

Pymiii € 3anexuum Big MoBu C#. 3a 1eIKMMH TOBIIOMJICHHAMH, Takox, Unity
MO€ MaTh 0OMEKEHHsI TIPH peatizallii IesIKUX IrpoBUX MeXaHik abo e(eKTiB.

Xoua Unity Mae cBO1 HEJOMIKH, BIH 3aJIMIIAETHCA OJTHUM 3 HAUTIOMYJISIPHILINX
IHCTPYMEHTIB JJIs1 PO3POOKH irop uepe3 CBOIO JOCTYIHICTh Ta pO3IIHPIOBaHICTh. Bubip
MK Unity Ta IHIIMMH PyIIisIMH TIOBMHEH 3ajieKaTH BlJ] KOHKPETHUX MOTped Ta
0COOJIMBOCTEH BaIIOTO MPOEKTY.

Unreal Engine - motyxHuil irpoBuil pymiiid, po3pobienuii kommnaniero Epic
Games. BiH BUKOpUCTOBYETHCS 17151 CTBOPEHHS BUCOKOSIKICHUX 1TOp Ta IHTEPAKTUBHUX
BI3yanibHUX MpoekTiB. Unreal Engine Hanmae mupokuil (QyHKIIOHAN, BKIIOYAIOYU
NOTYXHY Trpadiky, AeTalbHUNW (I3UYHUN pyIIiid, 1HCTPYMEHTH JUIsi PO3pPOOKH
BIPTYyaJbHOI PEAIbHOCTI, @ TAKOXK MOXKJIMBOCTI KpPOCILUIAT(POPMEHOT0 PO3rOpTaHHS.
Pyt BuKOprucTOBYE MOBY TporpamyBaHHsi C++ 1uisl pO3IIMPEHHS MOXKIIMBOCTEN Ta
HaJa€ KOPUCTyBauyaM JOCTYH JO BIIKPUTOTO KOAY JUJIsi OLIBIIOI THYYKOCTI Ta
HamamTyBanb. Unreal Engine TakoX CIaBUTBCS CBOEIO BEIMKOIO Ta AKTUBHOIO
CHIJIBHOTOI0, a TaKOX HasIBHICTIO OE3KOINTOBHOI Bepcii s  0COOHMCTOrO
BUKOPHCTAHHS.

[Topir Bxony s Unreal Engine € gocuth Hu3bkuM. HaBith mrogumHa Oe3
JIOCBIJIy MpOrpamMyBaHHs 3MOXKe po310paTucCs 3 HUM JUIS CBOiX miiei. Hagiraris ta
HaJallITyBaHHs 0arato B YOMY CXO0>1 Ha 1HILI nporpaMu. JIerkicte BXoAay 0OyMOBIIE€HA
dynkuiero Blueprint (puc 2.2). e BizyanbHuit inTepdeiic st CTBOPEHHS JIOTIKU TpU
0e3 mporpamyBaHHsS. DYHKIlS JO3BOJISIE CTBOPIOBATH JIOTIKY TPH 3a JOTOMOTOIO
OJIOKIB, SIKI TpeACTaBieHl TpadiuHUMHM eleMEHTaMHM Ta 3'€[HaHl JIHISIMU, IO
B1JI0OpaKaroTh OPSIOK BUKOHAHHS. [le 103B0sIsIE pO3pOOHUKAaM IBUAKO CTBOPIOBATH
Ta peajdizoByBaTH PI3HOMAHITHI ITPOBI MeXaHIKH 0€3 HEeOOXiMHOCTI B TIMOOKUX

3HAHHSAX IPOrpaMyBaHHS.
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Pucynox 2.2 — Cucrema BizyasibHOTO ckpuntuHry Blueprint [14]

Unreal Engine mintpumye pi3Hi rargopmu, Bimodaroun I1K, kxoHcomi Ta
MOOUIBbHI MPUCTPOI, M0 POOUTH HOT0O YHIBEPCATIbHUM IHCTPYMEHTOM JIsl CTBOPEHHS
Irop JUIsl pi3HUX ayJauTOpiid. Pyl BoioOJl€ Bpa)katouol THYYKICTIO, IO J03BOJISE
peanizoByBaTH PI3HOMAaHITHI €1 Ta 1rpOBI MEXaHIKU. 3aBASKU BEJIMKIA CHUIBHOTI
po3poOHUKIB Ta nokymeHtauii, Unreal Engine € mocTymHUM 13 MIATPUMKOIO IS
HIMPOKOTO CHEKTPY TEXHOJIOT1H 1 MOB IporpaMyBaHHs. MOXIINMBICTh 0€3KOIITOBHOTO
BUKOPUCTAHHA Ta THY4YKa MO/JIENb OIJIATH 32 YCHIX poOJIATh LIeH pyIiid MpuBaOIMBUM

JUTsl pO3pOOHHKIB Oy 1b-SIKOTO PiBHSI HABUYOK (puc 2.3).

Pucynok 2.3 — Pymriit Unreal Engine [15]
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GameMaker — 11e IHTETpOBaHE CEpPEIOBHUINE PO3POOKH Ta ITPOBUN PYIIIH,
cTBopeHuil kommnaniero YoYo Games. Lleit iHCTpyMeHT npu3HAYSHU 1J11 CTBOPEHHS
2D-irop Ha pi3Hux mnatdopmax, Bkioyaroun Windows, macOS, i0S, Android Ta
1HIII.

GameMaker mporoHye MPOCTHI I BAKOPUCTAHHS 1HTEpdEiic, AKUil T03BOIIIE
HOBa4YKaM CTBOpPIOBAaTH irpu 0Oe3 mporpamyBaHHs. OmHak, i OUTBIT CKJIQTHHX
MPOEKTIB JOCTYITHHM BOYIOBaHUH CKpUNITOBUN MOBA.

BucokopiBHeBa MOBa MporpaMyBaHHs, CHEIIiaIbHO pO3pO0IIeHa AJis CTBOPEHHS
irop y GameMaker. SIka 6a3yerbcsi Ha C 1 J03BOJIA€ PO3POOHUKAM CTBOPIOBATH
CKJIAJTH1 ITpOBI JIOT1KHM Ta MEeXaHIKH (puc 2.4).

Pymiii Mae BOynoBaHy HIATPUMKY (I3UKH, IIO JIO3BOJISIE€ JIETKO CTBOPUTHU

eanicTYHl (p13ryH1 eheKTH, TaKl IK IpaBiTalllsl, 3ITKHEHHS Ta 00'€KTIB.
p ) rp ) pyx

Pucynox 2.4 — Pymriit GameMaker [16]

[Iporpama migTpuMy€e pO3rOpTaHHS Irop Ha pi3HUX [IaThopMax, Bi
HACTIJIbHUX KOMI'IOTEPIB 0 MOOUIBHUX MpucTpoiB. Lle poOuTh #oro BiAMIHHUM
BUOOPOM JIJISI pO3POOKU KPOCILIAT(POPMOBHX 1r0P.

GameMaker npomoHye mupokuii Habip BOYJOBaHUX PECYpCIB, TaKUX SIK

aHiMallii, 3ByKH, CIIPailTH Ta 1HII, 1110 TOJIETIIYE MPOLEC PO3POOKH.
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B pymis € akTtuBHa chnuibHOTa PO3pPOOHMKIB, (HOPYMH, TOKYMEHTAIlisl Ta
HaBYAJIbHI PECypCH, sKi JOMOMAararTh HOBauykaM Ta JOCBITYCHHM pPO3POOHUKAM
BUPIIIYBaTH NPOOJIEMU Ta TUIUTUCS 3HAHHSIMU.

VY nmincymky, GameMaker € MOTY>KHUM 1HCTPYMEHTOM JiJIs1 CTBOpeHHS 2D-irop
3 BUCOKHM PIBHEM JOCTYIHOCTI JJIsi PI3HUX KaTeropiii po3poOHHKIB. 3aBISKH CBOIM
(GYHKI[IOHaTFHUM MOXJIMBOCTSIM Ta MIMPOKiM cmimpHOTI, GameMaker mponoBxye

3aJIMIIATUCS TOMYJISIPHUM BUOOPOM cepel TBOPIIIB 1rop.

2.2 O6rpyHTyBaHHs BUOOpPY Iporpamu ajig MoaytoBanHs 3D rpadiku

Bubip npaBuibHOI iporpamu 11t 3D-MOaeM0BaHHS € KPpUTUYHUM KPOKOM Ha
HUIAXY JI0 JOCATHEHHs WIedl. 3 ypaxyBaHHSIM PI3HOMAHITHUX (PYHKIIOHAIbHHUX
MO>KJIMBOCTEH, 1HTEP(DENCIB, IIHOBUX KATETropiil Ta crienu(iku BUKOPUCTAHHS, BUOID
NpaBWIbHOI TMPOrpaMH MOXKE BIUIMHYTH Ha €(EeKTUBHICTb pOOOTH, SKICTh
PE3YNBTYIOUMX MOJIEEH Ta 3arajIbHUM YCIIX MPOEKTY.

PosrasineMo KITFO4OBI1 aCMeKTH, K1 CJIiJT BpaXOBYBaTH IIPHU BUOOP1 MIPOTPaMHOTO
3a0e3nedyeHHss i 3D-moxenmtoBaHHsA.  J[13HAEMOCh  PI3HULIO MDK  PI3HUMH
mporpamMamu, iX OCHOBHI ()yHKIIIOHATbHI MOJIMBOCTI, a TAKOX OI[IHEMO, SIK 3p0OUTH
ONTUMAJIbHUM BHOIp BIAMOBIJHO 1O IHAMBIAYyaldbHOI MOTpeOU Ta mpodeciiHUX
HaBUYOK.

Blender — nie inctpyment aiis 3D-moietoBaHHs, SIKUi CTaB BKpail MOMYJISIpHUM
cepell TROPUMX CHELiaNiCTIB, BIJl MOYATKIBLIB /10 MpodecioHaiB.

Onniero 3 kiIo4oBuX mepeBar Blender € Te, mo 1ie BUIbHE Ta BIIKpUTE
nporpaMHe 3abe3neueHHs. BinbHMI JOCTYN 10 KOJYy /J03BOJISIE KOPUCTYBayaM HE
TUTBKH KOPUCTYBATUCS MPOTrpaMor0 OE3KOIITOBHO, ajie il BHOCUTH CBOi BJIACHI 3MiHH,
10 COpHUs€ NOCTINHOMY BJJOCKOHAJICHHIO 1 PO3BUTKY.

Blender auBye cBoiM mupoKUM (YHKIIIOHAIOM, IO BKJIOYaE B cede
MOJICIIIOBAHHS, TEKCTYpyBaHHS, aHIMAIlli0, PEHACPUHT, apMaTypHy aHIMaIlilo,
BOJIHOYAC 3 MOKJIMBICTIO pelaryBaHHs 3BYKY Ta Biie0. 3a JOMOMOTOIO MPOrpaMu

MOXHa CTBOPIOBaTH JMHAMIYHI aHIMAIiiHl CUEHH, BUKOPUCTOBYIOUHM CKEJIETHY
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aHIMAaIlil0, YaCTKOBY CHCTEMY, CUMYJISLII0 TKAaHUH Ta 1HIN 1HCTpyMeHTH. lle Hamae
KOpPHCTYBauaM KOMIUIEKCHHM HaOip 1THCTPYMEHTIB JISl BTIJICHHS PI3HOMAHITHUX 1/1€H
Ta POEKTIB (puc 2.5).

Pymiiii Mae akTUBHY TJ100aJIbHY CIUJIBHOTY KOPHUCTYBadiB, SIKa 3aBXIH FOTOBA
JOTIOMOTTH Ta MOAUTUTUCS AocBimoM. Ha mopramax, Takux sk «Blender Artists» a6o
«Stack Exchange», Bu 3MosxeTe 3HaTH BiAMOBiAI HA Oy[b-sSKi MUTAHHS Ta 3HAUTH

HaTXHEHHs B poOOTax 1HIIUX TBOPIIIB.

Pucynox 2.5 — Ilporpama st pobotu 3 rpadikoro Blender [17]

Blender € 6araronnardopMmeHum, MiATPUMYIOUH ONEpaliiiHl CUCTEMH, TaKl K
Windows, macOS i Linux. Ile pobuth #HOro IOCTYMHHM JIsI IIMPOKOTO KOJja
KOPHCTYBauiB, HE3aJICX)KHO BiJl IXHBOI OIepaliitHoi CUCTEMH.

Po3po0OHMKHN MOCTIMHO BIOCKOHAIIOIOTH MPOrpaMy, BUITyCKalOuM HOBI Bepcii 3
IHHOBaIllIMHUMH (YHKI[IIMA Ta TMONINIIeHHsSMU. lle rapanTye, 1m0 BHW 3aBXIu
MPAIIOETE 3 OCTAHHIMU TEXHOJIOT1SIMUA Ta MOYKJIUBOCTSMHU.

Blender — 11e moTy»Hu# Ta yHIBEpCcaTIbHUIA THCTPYMEHT 1Jist 3D-MoenoBaHHs,

KWW BiJIKpUBae 0€3]1i4 MOXJIMBOCTEU JJIsi TBOPUYOCTI, HABYaHHS Ta MpodeciitHOro
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pocty. HezanexxHo Bia Bamoro aocBiay ta amOirii, Blender Moxxe cTtaTu BiAMIHHUM
BUOOpPOM I8l pearizaiii Bamux 3D-npoeKTiB.

Autodesk Maya - € oaHi€l0 3 HaOIBII BHU3HaHMX mporpam ansa 3D-
MOJICJIIOBaHHS, aHIMallli Ta Bi3yasi3alii. 3aBAsKA CBOIM IHCTPyMEHTaM, BOHA IIUPOKO
BUKOPHCTOBYETHCA B IHIYCTPii BIZICOIrOp, KIHO, TEIeOAUCHHS Ta apXiTEKTYpH.

Maya Hajja€e IMUPOKUIl CIEKTpP IHCTPYMEHTIB JIJIsl CTBOPEHHS BUCOKOSIKICHUX 3D-
MOJIeJI€H, BKJIIOYAIOYM TIOJITOHAJIbHE MOJEIIOBAHHSA, CKYJIBIITUHI Ta poOOTY 3
noBepxHsAMHU. [IponBHHYTI I1HCTpyMEHTH Ui CKelleTHOi aHiMamii, Mop(iHTy,
KiHemaTorpadii Ta CUMYJISIIT JO3BOJISIIOTh CTBOPIOBATH PEATICTHYHI Ta JUHAMIYHI

aHIMaIliiHi cieHu (puc 2.6).

Pucynok 2.6 — IIporpama jjist po6otu 3 rpadikoro Autodesk Maya [18]

[Iporpama iHTerpyeThes 3 penaep pyuieM Arnold, sxuit 3a0e3neuye BiAMIHHY
AKICTh Bi3yallizallii, peajaiCTUYHE OCBITJICHHS, maTrepianu Ta edextu. B mporpami
MPUCYTHI CIEIiali3oBaHl THCTPYMEHTH IS BOJHOI CHUMYJIAILIi, BOJOCCS, TKaHWH, a
TaKOX JUHAMIYHUX €(PEeKTIB, K1 TONOMararoTh CTBOPIOBATH CKJIJHI Ta JeTali30BaH1

CIICHH.
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Maya € Bubopom miisa O6arathox mnpodecioHaniB y cdepax KiHO, Bieoirop ta
TereOaueHHs 3aBISKU CBOIM IHCTPYMEHTaM Ta MOKIIMBOCTSIM.

3aBAsIKU JOCTYITHUM BEPCIsiIM JJIsi OCBITHIX YCTaHOB Ta HaBYAJBHUX MPOTPAM,
CTYJIEHTH MOXKYTh BUBUaTH Maya Ta rotyBatucs /10 npodeciiinoi kap'epu B chepi 3D-
rpadiku.

Autodesk Maya € iHcTpymMeHToOM s 3D-MopemtoBaHHS, aHIMamii Ta
Bi3yauizallii, sskuil 3a0es3rneuye IUPOKI MOXKJIUBOCTI JJII TBOPUYOCTI, MPOdeciifHOro
pocTy Ta peanmisaumii HaBiTh HAHOGUIBII aMOITHHX POEKTiB. Moro pimeHHs
BUKOPHCTOBYIOThCSl Ipo(ecioHanaMu MO BCbOMY CBITY, JE€MOHCTPYIOUH BHUCOKY
e(eKTUBHICTh Ta HAAIMHICTh Y HAWBUMOTJIMBIIINX YMOBaX.

ZBrush, po3pobnennii kommaniero Pixologic, € BU3HaHUM JiaepoM y cdepi
udpoBoro ckyiabnTyBaHHs Ta 3D-MoaemoBannd. s mporpama neperBopuia mijaxia
no ctBopeHHa 3D-rpadiky, Hamaruyu XyJ0KHUKAM MOXJIMBICTh TMpalioBaTu 3
BIpTyaJbHUM TOHYAPOM, MaTepiajioM JJisl CTBOPEHHS BUCOKOSKICHUX JE€Tali30BaHUX

Mozeneit (puc 2.7).

Pucynok 2.7 — Ilporpama nyist po6otu 3 rpadikoro ZBrush

3a 10MOMOT 00 MPOTPaMU KOPUCTYBaUl MOXKYTh CTBOPIOBATH JieTanizoBani 3D-

MOJieJll, BUKOPUCTOBYIOUM TIOTYXHI 1HCTPYMEHTH CKYJIBITYBaHHS, MPHUCYTHI
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Creliali3oBaHl 1HCTPYMEHTH JJIS CTBOPEHHS BOJIOCCS, IIEPCTi, BOAM Ta 1HIIMX
MIPUPOJIHUX EJIEMEHTIB, III0 POOUTH MOJCITIOBAHHS I11€ OB PealiCTUIHHIM.

ZBrush no3Boyis€ CTBOpIOBAaTH TEKCTYpH Ta MaTepiaid, a TaKoX
BUKOPUCTOBYBATH iX y IHIIMX Mporpamax Ajisi Mojayiblioro penaepunry. [Iporpama
MO’K€ IHTETPYBATHCS 3 IHITUMHU MOMYJISIPHUMU TIporpaMamu st 3D-monenoBaHHs Ta
penaepuHry, Takumu sk Autodesk Maya, Blender ta ixmmi.

[Iporpama 4YacTo BUKOPHUCTOBYETHCA B 1HAYCTpil BiJI€OIrOp Ta KIHO IS
CTBOpEHHS MEPCOHAXKIB, aHIMAI[IITHUX CIIeH Ta cremiaibHuX edexTiB. Bona Binkpuae
HOBI TOPU30HTHU y CBITI U(POBOTO CKyIbNTYBaHHS Ta 3D-MonentoBaHHs, HATAIOUH
XyJIOKHMKAM HaJ3BUYAHHO OTYXKHHIT iIHCTPYMEHT JIJIs TBOPUOCTi. Floro BUCOKOSIKiCHi
IHCTPYMEHTH, THYYKICTh Ta IHHOBALIMHUI Miaxig poOJsTh HOro HE3aMIHHUM IS

npodecionainiB y cdepi Bi3yaJTbHUX MUCTEITB, aHIMaIIlii Ta po3po0Ili irop.

2.3 OGrpyHTyBaHHs BUOOpPY Iporpamu ajis poooTH 3 2D-rpadikoro

CrtBopennsi 2D-rpadikd € BaKIMBOIO CKJIAJOBOIO TPOIECY PO3POOKH
KOMIT'FOTEpHHUX 1rop. Bubip npaBuiibHOI IpOrpaMu MOKE CYTTEBO BIULIMHYTH Ha SIKICTb,
e(deKTUBHICTh Ta TBOPYHMM TOTEHIAT MPOEKTYy PO3MISIHEMO KijdbKa KIFOYOBHUX
nporpam st po6otu 3 2D-rpadikoro Ta iXHi OCHOBHI XapaKTEPUCTUKH.

Adobe Photoshop € Bu3HaHuM niepom y ramgysi pacTpoBoi rpadiku Ta CTaB
HEOOX1THUM 1HCTPYMEHTOM JJI 0araThboX XyAOKHUKIB Ta IU3aiHEPIB, 110 MPAIIOIOThH
y cdepi BiJ CTBOPEHHS LTIOCTpAIliil 4O pO3pOOKHU 1rop.

OcnogHi ¢yHkIiioHanbHOCTI Adobe Photoshop nst 2D-rpadiku e - CtBopeHHS
ta PenaryBanns CrpaiiTiB mporpama J03BOJISIE JIETKO CTBOPIOBATH Ta peAaryBaTH
COpaiTh - OCHOBHI eneMeHTH rpadiku y 2D-irpax. Bu moxere mnpauoBatu 3
OKpPEMHUMHU IIIapaMu, TPyIaMu Ta 3aCTOCOBYBATH PI3HOMAHITHI €EKTH.

3a nonomoroto Photoshop MoxHa cTBOproBaTH TEKCTYpH 1Sl 00'€KTIB Ta (POHIB
rpu. [HCTpyMEHTH TEKCTYpHOTrO peaaryBaHHs JO3BOJISIOTH JOJMy4yaTH JeTall Ta

CTBOPIOBATH pi3HI CcTWii. Takok mporpama MATPUMYE CTBOPEHHS aHIMarlii uepes
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poboty 3 KagpamMu. Bu Mo)keTe CTBOpIOBaTH aHIMOBAHI CIpalTH, MEPEXOaM Ta 1HII
pyxowmi edextu (puc 2.8).

Cucrema mapiB B Photoshop 103Bosisie cTpyKTypyBaTu MpPOEKTH, pOOIIAYN iX
JISTITUMH JIJISL peflaryBaHHs Ta ynpaBiiHHsA. KokeH 00'eKT Moke OyTH po3TamoBaHHUMA
Ha OKpeMOMY Imapi. 3aBIsKu pisHOMaHITTIO (yHKIiK, Photoshop € imeanmbHuM
IHCTPYMEHTOM JIJIsl CTBOPEHHA Tpadiku A KOMI'IOTEPHUX ITOP PI3HOTO KaHPY Ta
CTHITIO.

Adobe Photoshop 3anuiraeTbest KIIOU0BUM IHCTPYMEHTOM IS THX, XTO TIPAITIOE
3 2D-rpadikoro y cepi po3poOku irop. Bijg i1oro noTykHUX IHCTPYMEHTIB JI0 JIETKOCTI
BUKOPHUCTAHHS, 1151 MporpamMa J03BOJIAE€ XYyAOKHUKAM Ta PO3POOHUKAM CTBOPIOBATH

BpaXkaroul rpaiuHi eIEMEHTH, SIK1 BIUIMBAIOTh HA BI3yaJIbHUI aCIEKT 1rop.

S Peibop P Bl e L Pype Beled Pewi W0 - Y  &EOG s T nl el W

Pucynok 2.8 — Ilporpama qyist po6otu 3 2D rpadikoro Adobe Photoshop [19]

Krita € 6€3KOIITOBHOIO TPOTPaMOIO 3 BIAKPUTUM BUXITHUM KOJIOM, sIKa HaOya
NOMYJISIPHOCTI cepell XyI0KHHKIB, LTFOCTPATOPIB Ta PO3POOHUKIB 1rOp 3aBASIKM CBOIM
MOTYXHUM 1HCTpyMEHTaM Jjisi cTBopeHHs1 2D-rpadiku. JlaBaiiTe po3ristHEMO, 4OMY
Krita moxxe OyTu BiaMiHHMUM BUOOpoM it pobotu 3 2D-rpadikoro B CTBOPEHHI

KOMIT'TOTepHHUX irop (puc 2.9).
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Pucynox 2.9 — Ilporpama st po6otu 3 2D rpadikoro Krita [20]

Krita mpomonye psia iHCTpYMEHTIB il MU(PPOBOTO MAaJTIOBAaHHS, BKIIOYAIOYN
TMIE€H3JI1, KUCT1, TEKCTYPH Ta 1HIII PEeCypcH, IO TO3BOJISIOTh CTBOPIOBATH BUCOKOSIKICHI
2D-imoctparii Ta animanitoo. [logiono go iHmux nporpam s 2D-rpadiku, Krita
MIATPUMYE CUCTEMY IIapiB, a TAKOXK Ma€ IHCTPYMEHTH JJIsi CTBOPEHHsI aHIMAaIlii, 1110
pOOUTH OTO BIAMIHHUM BHOOPOM JJisi CTBOPEHHSI CIIPAWTIB Ta iHImUX 2D-enemMeHTiB

rpH.

2.4 OGrpyHTyBaHHs BHOOPY MTPOTrpamMu JJisi CTBOPEHHS MY3UKH

My3uka B pUTM-ITpax € KJIIOYOBHM €JIEMEHTOM, IO BH3HA4ae aTmocdepy,
PUTMIYHICTh Ta 3araJibHUM JOCBiA TpaBis. BaxknauBo BimmaTté ocoOMMBY yBary
CTBOPEHHIO TapHOI My3UKH JIJIsl TAKHX iTOp.

My3uka B pHUTM-Irpax NOBHHHA OYyTH CHHXpPOHI30BaHa 3 TeUMILICEM,
JIO3BOJISIFOYM T'PaBLIO BIAYYBaTH PUTM Ta MOTIK rpu. [IpaBuiabHO migiOpaHa My3uka
MOK€ CTHUMYJIIOBaTH TpaBls JOTPUMYBATHCS MPaBWIBHOTO PUTMY Ta JOCSTaTd

Kpallux pe3yibTaTiB.
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CTBOpEHHS TapHO1 MY3UKH JIJISl PUTM-ITOP € KPUTUYHO BAXKIUBUM €JIEMEHTOM,
1[0 BU3HAYA€ SKICTh, EMOIIMHUI 3B'SI30K Ta 3araJIbHUM yCImiX MpoekTy. [IpaBuiibHmiA
MY3UYHHUIA CYMPOBIJI MOX€E MIACUIUTH PUTM, aTMOcdepy Ta 3arajbHUil JOCBIJ T'pH,
poOIIsSTUM 11 O1IBIIT 3aXOIUTFOIOUOIO Ta IMaM'ITHOIO JIJIsl TPaBIIiB.

Posrnsnemo nporpamu, ki J103BOJISITH HAM CTBOPUTH BINIOBIIHY MY3HKY.

FL Studio € oxniero 3 HaWOUIBII TOMyJNAPHUX Ta BHU3HAHUX MpOTrpam IJis
cTBOpeHHs My3uku. Llel mudpoBuil ayaiopegakrop HaOyB BEJIMKOI MOIYJISPHOCTI
cepen mpodeciiHuX MY3UKaHTIB, MPOJIOCEPIB Ta JIIOOUTEIIB MY3UKHU 3aBASKHA CBOIM
GYHKIISIM Ta IHTYITUBHO 3p03yMiJIoMy iHTEpdEHcCy.

[Iporpama nponoHye MHOTOI0p1’)KKOBUH 1HTEpdeic, 1110 J03BOJISIE CTBOPIOBATH,
penaryBaTd Ta OpPraHi30BYBaTH pI3HOMAHITHI MYy3WYHI KOMIIO3HINI 3 BEJIMKOIO
KUIbKICTIO JTopikOK. Takox, FL Studio micTtute Benuky 0610i0TeKy BOyZOBaHUX
IHCTPYMEHTIB, BKJIIFOYAI0YH CUHTE3aTOPH, CEMIUIH, €PEKTH 3BYKY Ta 1HILI IHCTPYMEHTHU
JUTsl CTBOPEHHS YHIKQJIbBHUX 3BYKOBUX 00pas3iB.

FL Studio inTerpyeThcs 3 pi3HOMaHITHUMU IIJIaTiHAMU Ta 1IHITUMU 30BHIIIHIMU
IHCTPYMEHTAMH, IO PO3IIHUPIOE KHOro (PyHKIIOHAIBHI MOJIMBOCTI Ta JO3BOJISIE

KOpPHUCTYBadaM CTBOPIOBATH PI3HOMAaHITHI My3W4Hi nipoekTu (puc 2.10).
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Pucynok 2.10 — IIporpama ajist ctBoperHst my3uku FL Studio [21]
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JlomaToK € THYYKUM 1HCTPYMEHTOM JIJIi My3UYHOT'O TBOPYOCTI, IO MIJAXOJAUTh
Uil TIpoQeciiHUX MY3UKaHTIB, MPOAIOCEPIB Ta HOBAYKIB. 3 MOro BEIUKOIO
010110TeKOI0 1HCTPYMEHTIB, e(ekTiB, cekBeHcepiB Ta iHmuX ¢GyHkuid, FL Studio
JI03BOJISIE KOPUCTYBa4yaM pealli3yBaTH CBOi TBOPYI 1/1€i Ta CTBOPIOBATH BUCOKOSIKICHY
MY3HUKY y PI3HHX *aHpax Ta cTuisix.Ableton Live € ofHi€r0 3 MPOBIIHUX MPOrpaM y
chepl My3UIHOTO BUPOOHHMIITBA, KA BIA3HAYAETHCS CBOIM YHIKAIBHUM TI1XOJ0M 0
CTBOPEHHS MY3MKM Ta KHUBOro BucTymy. lleil mporpamHuii iHCTpyMeHT HaOyB
MOMYJISIPHOCTI cepell MpodecifHNX MY3WKaHTIB, JIKEIB Ta MPOAIOCEPIB 3aBASKA
CBOIM (DYHKIIISIM Ta THYYKOMY IHTEpQEIcCy.

Jlo/1aTOK MPOTNIOHY€E YHIKAJIbHY KOHIICTIIIIIO CECIMHOTO Ta peKUMY apaHKyBaHHS,
II0 JI03BOJISIE KOPUCTYBadaM €KCIIEPUMEHTYBATHU 3 JIyllaMH, 3pa3KaMu Ta 3BYKOBUMU
eJIEeMEHTaMH B pEalbHOMY 4Yaci, a TaKOXX OpTaHi30BYBaTH Ta CTPYKTYypyBaTd iX B

apamKyBaHHi micHi (puc 2.11).

I

T

Pucynok 2.11 — Ilporpama mist ctBopeHHst My3uku Ableton Live [22]

[Iporpama mae Benukuii HaOlp BOYIOBaHMX IHCTPYMEHTIB, CHHTE3aTOPIB,
e(heKTIB 3BYKY Ta 3pa3KiB, 1110 I03BOJISE€ KOPUCTyBaYaM CTBOPIOBATH YHIKAJIbHI 3BYKOBI

HaJITPU Ta TEKCTYPH.
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Ableton Live € rapHUM 1HCTPYMEHTOM JJI1 My3UYHOTO BUPOOHUIITBA Ta )KMBOTO
BUCTYITy, IO MPOIMOHY€E IIUPOKI MOXJIHMBOCTI JUIsi CTBOPEHHS, pEIaryBaHHs Ta
BUKOHAHHS MY3UKH B PI3HUX CTHJISIX Ta jKaHpaxX. 3 HOro yHIKaJIbHUMHU (DYHKIISIMH,
THy4YKuM 1HTepdeiicoM Ta IHTErpamli€l0 3 pPI3HOMAHITHUMH 1HCTPYMEHTaMHU 1
wiatopmamu [23].

Jlnst ctBopenHs 3Byka s oOpaB mporpamy FL Studio. Bona Bimmosimae ycim

HalllUM BUMOI'aM, Ta JO3BOJISI€ CTBOPUTHU HCO6XiI[Hy MY3UKY IJIA HAIIOT'O IIPOEKTY.

2.5 BUCHOBKH JI0 pO311Ty

Po3poOka KOMI'FOTEpHOI IPU € CKIAJHUM Ta KOMIUIEKCHUM IPOLIECOM, IO
BUMAarae Ccrneuu(piyHuX HABUYOK, IHCTPYMEHTIB Ta pecypciB. BukopucraHHs
CHelLalI30BaHUX MporpaM, IO BIANOBIAIOTH MOTpedaM HAIIOrO MPOEKTY, MOXE
3HAYHO MIABUIIUTH €(PEKTUBHICTH pPO3POOKM Ta 30UIBIIUTH TPOTYKTUBHICTD.
BinnoBiaHi 1HCTpYMEHTH A03BOJISIOTH MPUCKOPUTH MPOIIECH CTBOPEHHS, TECTYBAaHHS
Ta ONTHUMI3allii TPH.

Bubip npaBuiabHUX Mporpam ajisg po3poOKu rpadiku, aHiMalli Ta 3ByKOBOTO
CYNIPOBOJy € KIIOUOBUM JJii CTBOPEHHS BHUCOKOSIKICHOI Ta NpUBAaOIMBOI TIpH.
Creuiani3oBaHl 1HCTPYMEHTH JTO3BOJISIIOTh PO3POOHHMKAM CTBOPIOBATH PEATICTUYHI,
JIeTani30BaH1 Ta ECTETUYHO NpUEMHI rpadiuHi e(heKTH.

BaxxnuBo BuOUpatu nmporpamu, siki JIETKO 1HTETPYIOThCSI MibK COOOI0 Ta THIITUMU
IHCTPYMEHTaMHM, 110 BUKOPUCTOBYIOThCS y NpoekTi. Lle 3abe3neuye raagkuid MOTIK
poOoTH, yHipiKOBaHUN cTaHIAPT po3poOKH [23].

[IpaBunpHul BUOIp mporpamM MOXE 3MEHIIUTH BHUTPATH 4Yacy Ha PO3POOKY,
3a0e3Meuyoun A0CTyN 10 HeoOX1JHUX (PYHKIIHM Ta IHCTpYyMEHTIB 0e3 3aiBUX BUTpAT
Ha JIOJATKOBE MpOrpaMHe 3a0e3nedeHHs abo pecypcH.

Tomy y sikocTi pymnis aiis npoekty s 0opaB Unreal Engine. st ctBopennst 3D
rpadiku Ta animariii nporpamy Blender. [{yst po6oTu 3 2D rpadikoro Adobe Photosop,

a nis pod6otu 31 3sBykom FL Studio.
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3 PO3POBKA MY3UUHO-PUTMIUYHOI'O ITPOBOI'O KOHTEHTY

3.1 CTBOpEHHS IrpOBOTO MEPCOHAKA

Po3pobka rpu 11e KOMIUIEKCHUN TIpoLec, Mij 4yac SKOTo MOTpiOHO HaMallOBaTU
KOHIIENT, CTBOPUTH iHTEep(eic MailOyTHBOI I'pu Ta eIeMeHTH 0To4YeHHs. 3pobutu 3D-
MOJIeJIb TOJIOBHOTO Tepos Ta 1HIIMX MEPCOHAXIB, HAITMCATH MY3UKY Ta 3BYK, a Jaii
MEPEHECTH 1I€ BCE Ha IrPOBUH PyIIIii, Y SIKOMY BXKeE 3pOOUTH 3 IIOTO BCHOTO TPY.

[Touremo 31 CTBOPEHHS KOHIIENTIB MaOyTHIX efneMeHTiB rpu. Konmenr 1ie iges
Ha Mamepi, Ha SKy OMHUPAIOTHCA MPU MOAANBIIINA po3polli. Y HbOMY MOTPIOHO
nepeaatu GOpMH, PO3MIPH Ta OCHOBHI JeTalli 00 €KTy, KUK OyJe Bi3yami30BaHO B
MOIAJIBIIOMY.

Crnepry Tpeba 3HaiiTH pepepeHc Ta HaMalllOBaTH KOHIIETIT HAIIIOTO MEPCOHaKa
(puc 3.1). mns momameioro mepeHocy y 3D rpadiky. s 1mboro KopucTyeMoCS

nporpamoro Adobe Photoshop. 3po6umo ctunb cxoxuit 1o rpu Muse Dash, sxy mu

pO3TIsaIu paHile.
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Pucynok 3.1 — Konuenr rosioBHoro repost
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Po3po0iisirour KOHIIENIT TOJIOBHOTO T'eposi ISl TpH, BiH OyBa HaMallbOBAaHUH Y
TPHOX Pi3HUX KOJHOPOBUX MAJITPax, Y MOAATBIIOMY OyeMO BUKOPHUCTOBYBATH iX SIK
JOAATKOBHM OJIAT JUIsl HAIIIOTO NIepcoHaxa [24].

Hani motpibHo cTtBOpUTH 3D-Mozaens mnepcoHaxka (puc 3.2). Jas 1mwporo

3aIlyCKaeMo IMporpaMy ajsi podoTu 3 TpuBuMipHOIO Tpadikoro Blender.

Pucynok 3.2 — CTBopeHHS MOJIeI TOJIOBHOTO T'epos 3 pedepeHca

Crumnictika MPOEKTYy € HU3bKO mojiiroHanbHa Tpadika. Tomy momemtoemo
nepcoHa)xka 3 HyJsl, eKcTpaaytoun nosironud. Y Blender € MOXIHMBICTh PO3MICTUTH
PHUCYHOK IPsMO y poOouiii 30H1. ToMy MU BIIKpHBAEMO MaJIFOHOK 1 IPU MOJIEIIOBaHH1
HaMaraeMoch B TOYHOCTI BIATBOPUTH HaMajbOBAaHUM paHillle KOHLENT [25].

[Ticnst poro HeoOximHO 3poOuTH posropraHHs (puc 3.3). PosropranHs - 11e
MPOIIEC CTBOPEHHS TEKCTyp i 3D-moxeni, KUl Ja€ MOXKIMBICTH BigoOpasuTu ii
TPUBUMIPHY IMMOBEPXHIO HA MJIOCKOCTI.

JIyist modatky MOTpIOHO TEpEerTH B PEXUM pefaryBaHHs MOJENI, 100 MaTh
JOCTYM 0 ii BepiuH, pedep Ta rpaneid. Ilicias upboro BUALISEMO Ty YaCTUHY MOJIEII,
Ky MOTPIOHO PO3TOpHYTH [26].

OnmHiero 3 OCHOBHHUX KomaHp s posropranHs € "Unwrap". Lle mo3Bonse
nporpaMi aBTOMaTUYHO PO3TOPHYTH BUJIUICHY YAaCTHUHY MOJIEJi, PO3MIIIYIOYH i1 Ha

MJIOCKOCTI TEKCTYPH.
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Pucynox 3.3 — Po3ropTka Moiesi roJIoBHOTO Tepost

[Ticns posropranHs mnepexoguMo B pexum penaryBanHs “UV Editing”, ne
MOKHa MEperjsiiaTd Ta peaaryBaTH po3ropTky sk 2D-3o00paxenHs. Baxiauso
MaKCUMaJbHO ONTHUMI3YBAaTU PO3TOPTKY, PO3MILIYIOUHM ii €JIEeMEHTH Tak, M[I00
3a0€3MeYnTH 3pPY4YHICTh TOJAbINOro penaryBaHHsi Tekctyp [27]. Ilepexomumo y
pexum "Draw", Ta moumHaeEMO po3MalibOBYBATH HAIIy MOJIETb.

[Ticns BumpaBieHs 1 pegaryBanb 30epiraeMo po3roptky. [loTiM nepexoaumMo y pexxum
3D nmng 3acTocyBaHHS CTBOpPEHOI TeKCTypu mo mojem. lleit mpormec BimoOpakae
TEKCTYpY Ha BIIMOBIIHUX YacTUHAX 3D-Mojenl, BpaxoByroUH ii GopMy Ta JAeTall.

Tenep HeoOX1AHO MiJ’€IHATH HaMaJIbOBaH1 TEKCTypu 10 Mojeni (puc 3.4). [ns
MOJAJIBIIOTO EKCIOPTY 3axoAuMo y po3aia “Shading”. [lani nepetsryeMo TeKCTypy y
HUKHIO 30HY €KpaHy — caMe€ TyT BIIOYBarOThCA yCi MaHIMyJSLii 3 MarepiaaMu i
TekcTypamu Mozeni [28]. O6pasiu Hamoro nepcoHaxa mia’ eqayemo mid “Color” mo
niH “Surface”. To6T0, KOMIp 7O CaMOi TOBEPXHI MOJECIII.

Uepes Te 1m0 Hamia rpa Oyjae y IJIOCKOMY CTHJII OUlbllle HaM HE MOTPiIOHO
nonaBaTH Aetaii. Skmo 6 rpa Oyna peaxiCTUYHO0, MU i €IHYBald O HOpMaTi, SKi

CTBOPIOIOTH JIETaNi3allll0 HE HABAHTAXXYIOUH MOJIEJNb, Ta 1HIII €JIEeMEHTH 3a OTPeOu.



Pucynok 3.4 — Ilix’eqHaHHS TEKCTYp 10 MOJACITI

Ham Tpeba CcTBOPUTH KICTKM Jiig wmojneni. Ilpouec cTBOpeHHsS KICTOK
Ha3UBAEThCS PIrTIHT (puc 3.5). Obupaemo 3D-Moenb y pexxumi 00'eKTa 1 TepexXoauMo
1o pexumy "Object Data Properties" [29]. TyT MOKHa CTBOPUTH HOBY I'pYITy BEPILIHH
JUTSL KOYKHOT YaCTUHU MOJIETI, SIKY TUIAHY€MO aHIMyBaTH.

VY pexumi o0'ekta momaemMo HOBUM 00'ekT - "Armature". Ile Oyne oCHOBOO
CHUCTeMHM KICTOK i aHimanii. BigkpuBaemo pexum penaryBanHs "Armature",
JI0JTA€EMO KICTKH, 5IK1 OyAyTh BIAMOBIIATH CTPYKTYpi Mojeni. BukopuctoByemo pi3Hi

TUIH KICTOK JIJIS PI3HUX YAaCTHUH Tijla (HampUKJaj, Ta3, CTerHa, TOMiIKa TOIIIO).

Pucynok 3.5 — CTBOpeHHsI KICTOK JJIsl MOJIe1
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[Ticyst cTBOpEHHS KICTOK IMOBEPTAEMOCH JI0 PEXKUMY 00'€KTa MoJiell, 00UpaEMo
Mozaenb, a moTiMm "Armature". Kopucrtyemoch kombOiHario kmasim Ctrl + P s
BCTaHOBJIEHHS O0aTbKiBCTBA “‘Parenting” mixk Mojesto Ta apmatyporo [30]. O6upaemo
omuiro "With Automatic Weights", mo0 Blender aBromatnyHO mnpu3HAYUB Baru
BEpILIMHAM Ha OCHOBI iX OJIM3BKOCTI JI0 KICTOK.

Jlaii HeoOX1THO POTECTYBATH aHIMAIIIIO, JJISl IIBOTO MEPEXOIUMO 0 PEKUMY
aHiMallii, CTBOPIOEMO KUIbKa KJIIOYOBUX KAaJIpiB Ta TMEPEBIPSIEMO, YU TPABUIBHO
mpairftoe cucteMa Kictok. MoskHa BUKOPUCTOBYBATH pexuM "Pose" s penaryBaHHs
MO3UIIINA KICTOK Ta nepeBipku animariii [31].

[licns 3aBepuIeHHS MPOLECY PIITIHTY MOXXHA MEPEXOAUTH 10 CTBOPEHHS
aHiMalliii, BUKOPUCTOBYIOYM apMarypy JUisl KEpyBaHHS pyxamu Mmojeii. MoxHa
CTBOPIOBATHU KJIFOUOBI KaJIpH, IEPEXOAHM MK [103aMH Ta 1HIII aHIMalliH1 ePEeKTH.

CrBopennst aniMauii (puc 3.6). ua moxem y Blender - ne mpouec, sxuit
703BOJIsIE HAaM Hazatu 3D-00'€KTaM KUTTSA, PyXy Ta B3aEMO/I.

[lepexogumo 10 pexxumy "Animation" y HUkHIN yacTuH1 BikHa Blender. [lami
HEOOXI1THO PO3MICTHTH Kypcop uacy (timeline cursor) Ha MOYaTOK TUMYAcOBOI JIiHIT
(timeline) [32]. 3MiHIOEMO TOJIOXKEHHS MOEN1 a00 KICTOK apMaTypH, BCTAHOBIIFOEMO
KJIFO4oBUM Kajap (HatuckaeMo "I" Ha kimaBiaTypi 1 0OMpaeMoO THUI KIOUOBOTO Kajpa,
Harnpukiaf, "Location" abo "Rotation").

CtBOprOEMO aHIMOBaH1 MOCIIAOBHOCTI, JJISI [ILOTO MEPEMIIIAEMO KYypCOp dacy
JI0 THIIIOTO MOMEHTY Ha TMMYACOBIH JiHIi. 3MIHIOEMO TIOJIOKEHHS a00 (opMy Mo
Ta BCTAHOBJIIOEMO 1€ OAWH KJItodoBUM Kaap [33]. IloBTOoproeMo 1ed mporiec s
pI3HUX €JIEMEHTIB aHIMallil, CTBOPIOIOYH TUIABHI MEPEXOAN MiK PyXaMH.

Takox BUKOpUCTOBYeMO Tpadik pyxy [ JACTAIBHOTO KEpyBaHHS
aHIMalUIMHUMHM KPUBUMH, PEIAKIi KIOYOBUX KaJpiB Ta CTBOPEHHS IUIABHUX

Mepexo/1iB MK aHIMaIlIHUMU €JIEeMEHTaMH.



Pucynok 3.6 — CTBOpeHHs aHIMalli

Takum 4uHOM CTBOPCHO I'OTOBY MOJCIIb T'OJIOBHOI'O I'CpPOsA, 3 TCKCTypaMH Ta

KicTkamu. Takox CTBOPEHO aHIMaIlli, SIKi 3HaI00JISAThCA Y TOAAIBIIIIN pO3pOOIIl TPH.

3.2 CTBOpEHHS OTOUYCHHS

CTBOpPEHHST OTOYEHHS ISl TPU € BAXKIUMBUM KOMIUIEKCHUM IPOIECOM, LIO
BHUMArae JICTAIbHOTO MIIX0y /10 AU3aiHy Ta ONTUMI3AIli] .

[lepm HDK po3movyaTd CTBOPEHHA OTOYEHHS, pPO3pOOMMO  KOHLIEIIT.
JIoTpUMYIOUHNCH Bi3yalbHOI CTHIIICTUKH, MO’KHA CTBOPUTH 3aXOIUTIOI0YE OTOUEHHS JIsI
I'pH, K€ 3alIKaBUTh Ta 3aXONUTh IpaBLiB. Takox HEOOX1IHO BU3HAYUTH BUMOTHU Ta
O4YiKyBaHHS BiJ OTOUeHHS [34].

[Ipu cTBOpeHHi 30poi OepeMo pedepeHcH 3 KOMIOHEHTIB €IEKTPUIHHUX Kil, a

caMe pe3ucTop, 10/, KaTylika iHAyKTUBHOCTI (puc 3.7).



Pucynok 3.7 — Konuent 30poi roJIOBHOTO Tepost

VY sSKOCTI TOJOBHOTO BOpora 0yyio o0paHo ociuiorpad, Ta HamMmaaIb0BaHO HOTO

KOHIICTIT MaJIIOHOK (puc 3.8).

Pucynoxk 3.8 — Konuent ocuunorpada
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Jlaii cTBOPIOEMO €JIEMEHTH OTOYCHHS Ta 3a7Hid (QoH rpu. 3a OCHOBY OepemMo

tunoBy ayautopito XHYPE, ta moumnaemo wMamioBatu mnpeametu. [lo mepiie

HaMaJII0EMO TIJIOTY, CTiHU Ha cTelto (puc 3.9).

Pucynok 3.9 — EnemenTy 0OTOUCHHS CTiHA Ta ITijIoTa

Tenep CTBOPHOEMO HAITOBHCHHS IJIA KIMHATH MaJIFOEMO AOHIKY, JAKa J0Ja€ HaM

OLIBIIY CXOXKICTh Ha ayauTopito (puc 3.10).
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Pucynok 3.10 — ExemeHT 0TO4YEeHHS 01IKa

Jlam HaMaIr0EMO 1HIIT €JIEMEHTH OTOUYEHHS: CTUIBII Ta MApTU. 3 HUMHU Tpa Oy1ie

BUTJIS/IaTU O171b HacCUUEHO aeTasimu (puc 3.11).
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Pucynox 3.11 — ExemenTu oToueHHs naprta Ta CTiIelb

Tenep Mu MOXEMO PO3CTABUTH MAapPTH Ta CTUIbLI HA HAILIOMY 1'POBOMY pIBHI,
TaKUM YUHOM, KOIIIOIOYH 1 BCTABJISIOYM OJ1 1 T1 caMl €JIE€MEHTH OTOYEHHS MOJKHA
CTBOPHUTH BHTJISI]] AyTUTOPIi, IKa HATTIOBHEHA MEOJISIMH.

Tenep mamtoemo BikHO (puc 3.12).

Pucynok 3.12 — EneMeHT OTOYEHHS BIKHO

Tenep HeoOXximHO 3poouTn 3D-Moaens 30poi Ha ocmuiorpada, BiAMOBITHO 10
Hamoro koHuenty [35]. Inmi o6’ektu Oynyts y 2D — rpadimi 1 HE HiAJIATalOThH

MEPEHOCY B TPHOX BUMIPHY Tpadiky.
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[Toni6HO 1O CTBOpPEHHS TOJIOBHOTO Teposi, CTBOpuUMO 30por (puc 3.13).

[TouneMo 31 CTBOPEHHS MOJTITOHAJIBHOI MO/IE MICTOJIEeTa.

Pucynox 3.13 — 3D-monens microsiera

Tenep 3pobumo oro po3ropTky, Ta po3hapoyeMo BiAMOBIIHO 10 MapKyBaHHS

pesuctopa (puc. 3.14).

Pucynok 3.13 — Po3ropTka micTosera

Jlami motpibHo 3pooutu 3D-moxens ocummorpada (puc 3.13). Takox momidoHO

JI0 MOJIEJIi TOJIOBHOTO Te€posl. 3pa3y J01aEMO HOMY KICTKH.
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Pucynoxk 3.14 — 3D-moaens ociunorpada

Tenep 3pobumMo po3ropTky ocuuiorpada, poszdapdyemo ii Ta g0AaEMO

MartepiaiB i OUTbIIoi geTanizarii (puc 3.15).

Pucynox 3.15 — Posroprtka ocummorpada

Tenep cTBOpUMO enieMeHTH iHTepdelicy. 3a MOTPIOHO HaMaTIOBAaTH KHOIIKY, sSKa

Oy/ie 3MIHIOBATUCH NPU HaTUCKaHHI (puc 3.16).



Pucynok 3.16 — Po3roptka ocrunorpadga

Ham crtBopumo iHTepdelic ronoBHoro Menwo (puc 3.17). Ta Hamanoemo

KapTUHKY Ha (oH (puc 3.18), 106 101aTH CTUITIO TPI.

Pucynox 3.17 — [nTepdeiic ro10BHOT0 MEHIO

Ha ¢oni 300paxyeMo ToJIOBHOTO T€pOs HAIIOT TPH.
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Pucynok 3.18 — ®oH roj1oBHOro MEHIO

Tenep HaMaII0€EMO BOPOTIB JIsl PUTM T'PH, 3 IKUMH MU OYJIEMO B3aEMOIISITH 1]
yac rpu [36]. BoHn MaroTh OyTH mpOCTUMH, 11100 HE BIJBOIIKATH HAC, ajie B TOM Ke

yac n1o6pe nmomitHUMU (puc 3.19).

Pucynok 3.19 — Boporu HoTu

VY npomy mizipo3/iiai Oyao CTBOPEHO €IEMEHTH OTOUCHHS Ta iHTepdeicu rpu, sKi

OyAyTh IIEpeHeceH1 Ha IrpOBUN PYIIIiil.
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3.3 CTBOpEeHHS MY3UYHOTO HAIIOBHEHHS

CTBOpEHHS MY3UKH JJII pUTM-TPH 1€ TBOPUHM MPOIIEC, IKUI 00'€THYE My3UIH1
eJeMEeHTU Ta redmruie. [1oTpiOHO Po3yMITH PUTM, TEMI Ta CTPYKTYpU PiBHS 1100
CHUHXPOHI3YBAaTH MY3HUKY 3 TCHMILICEM.

Jlnia cTBOpeHHs My3HKH 3amryckaemo nporpamy FL Studio. [TotpiOHo cTBOpUTH
JIB1 MY3UKaJIbHI TEMHU, SIK1 OYAYyTh BIAPI3HIATUCH OJIHA BiJl OJTHOI 32 PIBHEM CKJIAHOCTI.

[epmuii Tpek Oyne mpoctimuM, y Hboro 0yae menmnit BPM (beats per minute).

[Tounemo 31 CTBOpEHHS CEeMIUTB, SKi OyAyTh BHKOPHCTOBYBATHUCH Y

MOJANBIIIOMY CTBOPEHHI Tpeka. [ meprmoro ceMmrury ooupaemMo cHUHTE3aTop (pHC

3.20).
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Pucynok 3.20 — CemIu1 cHHTE3aTOpY

Tenep cTBoproemo cemrut Oacy y Bkiaami “Bass” (puc 3.21).



Pucynok 3.21 — Cemmu 6acy

Tenep MO)KHa CTBOPUTH MEPIIUN TPEK, BUKOPUCTOBYIOUHM CTBOPEHHI paHilIe

ceMIUI. [ 1poro po3miliaeMo CEMIUIM Ha 3BYKOBIM Jopikil (puc 3.22).

LU A e i L s s S

Pucynox 3.22 — 3BykoBa JopiKKa MEpPIIOTO TPEKY

Tenep HaknamaeMo Ha Pi3HI KaHaIM 3BYKY €(EKTH, Ui LbOTO BIIKPUBAEMO

Mmikmep (puc 3.23).
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Pucynok 3.22 — Mikiiep nepuioro Tpeky

30epiraemMo MpoeKT.

Jlami cTBOprOEMO IpyTUil TPEK, y saxoro Oyzae Ounpmmii BITM, a BinnosinHO y rpi
e Oy/ie BULIUI piBEHb CKIAAHOCTI.

Po3cTaBnsgemMo ceMmIii Ha 3BYKOBIM JOPLKIN, TaKOX JOJA€EMO CEMIUIU 13

610motexu FL Studio qist 6inbiioro pizHoManiTTs (puc 3.23).

Pucynox 3.23 — 3BykoBa JOpikKKa IPYroro TpeKy

Tenep BiAKpHEMO MIKIIEp JJIA TOTO 100 HAKIACTH Pi3HI €(PEKTH HA KaHAIU

3BYKY, YAM MTOKPAIIUTH 3By4aHHs Tpeky (puc 3.24).
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Pucynox 3.24 — Mikiiep Apyroro Tpeky

306epiraemo Tpek. Ilincs goro Tpeba 30epertu ioro y dopmari mp3 s
CyMICHOCTI 1 pymrieM. JIJIst 1IbOT0 BIAKPUBAEMO MEHIO, HATHCKAEMO 30€perTH sK, OT

obupaemo BianoBigHI mapametpu (puc 3.25).

Pucynok 3.24 — 36epexxenHs Tpeky y dopmati mp3

[Ticns 30epexeHHs TpeKiB Yy BIANOBIAHOMY (opmaTi MOXHa [I0AaTH iM

0OKJIaIMHKH, 11100 TpaBIll MOTJIM 00paTH MYy3UKY OPIEHTYIOUUCh Ha KaPTUHKHU.
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JIIst 1IbOTO MO’KHA CKOPHUCTYBATHCh INTYYHUM IHTEIIEKTOM, SKUH CTBOPHUTH
oOkmaguuku st TpekiB. 3actocyemo 11 Midjourney. Jlnms mporo 3axoaumo Ha
BiANOBiAHUN cepBep y nonatky Discord. Ta pobGumo 3amuT Ha KapTUHKY Ha

aHTMChKiN MOBI (puc 3.25).

Pucynox 3.25 — ['enepaiiist OKJIaTHUKH TEPIIOTO TpeKy 3a qonomororo 11

OO6upaeMo OJUH 13 YOTUPHOX BapiaHTIB, sKi Ham 3amporonysaB [1li, Ha cBiif

CMak.

Tenep 3po6UMO 3anMUT Ha OOKJIAIMHKY JJISI HAIIIOTO APYTroro Tpeky (puc 3.26).

Phint s vl il e By Wb achedilha: Lok b e L bl hamrts T, M- Wk ki it |
Midjornmy Bk 8
cifbi found g

Pucynox 3.26 — ['enepairisi OKJIaIHUKH APYTrOTO TPEKy 3a pormomororo LT

Takum yuHOM OYyJIO CTBOPEHO JBa TPEKH, SIKI OyyTh BUKOPUCTOBYBATHUCH MiJ

yac rpu.
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3.4 CTBOpEHHS IpU

3amyckaemo Unreal Engine, oOupaeMo CTBOPUTH HOBUW MPOEKT Tpy, Aaii

CTBOPIOEMO TPy BiJ TpeThoi ocodu (puc 3.27).

Pucynok 3.27 — CtBopeHHs HOBOro nipoekty B UE

VY cTBOpeHuit mpoeKT HeoOXiHO 3aBaHTaXUTU 3D-00’€kTH, 1110 OYIU CTBOpEHI
pasnie. JIjist mepcoHaxy - Cro4yaTKy 3aBaHTaXyeEMO caMmy MOJeNb 0e3 aHiMalliii, ajne 31
ckenieroM (input mesh Bigmiuaemo) [37].

[ToTiMm 3aBaHTaXXyeMO OKpeMO eKcropToBaHi aHiMamii y ¢opmati FBX,

3HIMAEMO TajiouKky 3 input mesh, a y mynktsl Skeleton oOupaemo mMojenb mepcoHaxa
(puc 3.28).



Pucynok 3.27 — 3aBanTaxxeHHs 3D 00'exTy

Tenep cTBOprOEMO MaTepiall HaIOro nepcoHaxy (puc 3.28).

Pucynok 3.28 — Martepian irpoBoro nepcoHaxa

Yepes Te, 1m0 nepcoHax 0yae matu miiocke ocBitiieHHs (Cell shading), motpiono
HaJIAIITYBAaTH OCOOIMBUI MaTepia, ikuii Oyae oOMexXyBaTH yce CBITIIO 1 TiHI 10 IBOX
3Ha4ueHb [38]. ToOTO fKIIO 3HAYCHHS CBITJIA OLIBIIE, 3a 3aJlaHUi KOCQIIIEHT, TO

3HAYEHHS ACKPAaBOCTI TEKCTypH Oyze 1, a skujo MeHie uu fopiBHIoE - 0.5 (puc 3.29).



60

Pucynok 3.29 — Blueprint HanamTyBaHHs MaTepiaty

[ToTpiOHO 3p0oOUTH KOHTYp ISl IEPCOHAXkKA, 11100 BIH BUILISABCS HA ekpaHi. s

I[OTO HEOOX1JTHO CTBOPUTH MaTepias KOHTYpy (puc 3.30).

Pucynox 3.30 — Blueprint maTepiaty KOHTYpY JiJIsl IEPCOHAXKA

BiakpuBaemo HanmamryBaHHs MOJIEIN IEPCOHAXKA, Y BKIAI “overlay” momaemo

cTBOpeHuid marepiain (puc 3.31).



Pucynok 3.31 — JloganHsa matepiany Juisi KOHTYpPY MepcoHa)a

Jig toro moO 3aBaHTaXUTU 2D eleMeHTH OTOYEHHS MOTPIOHO CIIOYATKY
3actocyBaTu HanmamTyBaHHs Paper2D Texture Settings. Tak Oyne KOpEKTHO
BIJIOOpa)KaTUCS OCBITJIIGHHS 1 Mpo3opicTh TekcTypu. [loTiM 3 Takoi TeKkcTypH

CTBOPIOEMO OKPEMUI CIIPANT, SIKUM B&KE MOKHA PO3MICTUTH y 101 Tpu (puc 3.32).

Pucynok 3.32 — HanamryBanus 2D eneMeHTIB OTOUEHHS

Hanamryemo animarii mepconaxa. 3amumiaemo Bci cranmapTi Blueprint sxi

BUKOPUCTOBYIOTHCS JJI PYX1B MIEpCOHAXka y MpocTopi Ta AojaaimMo HoBi [39]. logaemo
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KOMaH 1y 11100 IpH 3yMHUHII pyXy NepcoHaXxa MoYrnHaja IporpaBaTuCh aHimarlis 6e3ii

(puc 3.33).

¥ Disoble Movement ¥ Play Anirmation

Pucynok 3.32 — Blueprint animarii 6e311i

Tenep cTBOprOEMO HOBHH 00'€KT JIBOro IICTOJIeTa 1 JOAAEMO HOTO Yy
3aroTOBJICHUN BIJII B Pyl NepcoHaxa. Tak camMmo MOBTOPHOEMO JJIsl PaBOro (puc

3.34).

Egm nbct o P Mpna bl un ¥ Ritarh AzEsi Th Corrgrorms)

Ir—--._._‘_‘_‘___l

Pucynok 3.34 — Blueprint 1ogaBaHHsi peAMETY IEPCOHAXKY Y OOUJIBI pyKHU

CTBOpIOEMO BOPOTIB - HOTH, SIKI OyAyTh BuiiTatu. [Jomaemo cripailiT Bopora i

CIUTaiH - IpsAMY, TI0 SIKii BiH Oyze pyxatuch (puc 3.35).



63

Pucynok 3.35 — Cnpaiit Bopora 1 CIuiaiia

HanamroByemo pyx Bopora. Busznauaemo 3minHi “Speed” ta “Distance” i
CTBOPIOEMO (PYHKIIIIO TUTABHOTO PYXY 3a JOTIOMOI'O0 JOJIaBaHHSI BIJICTaH1 32 KOXHUMN
npomixok vacy (Delta Seconds) [40]. BcraHoBIt0eMO po3Mip Ta MOJOKEHHS BOpOra

Ha piBHI 3a gqonomororo “Set Relative Transform™ (puc 3.36).

Pucynox 3.36 — Blueprint pyx Bopora

Tex came moBTOprOEMO 1715t Apyroro Bopora (puc 3.37).
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Pucynok 3.37 — Crapaidt qpyroro Bopora 1 CrijiaiiH

Tenep 3aBanTaxkxumMo My3uKy. bynemo BuxopuctoByBaTu “Sequencer”. Bin
JTI03BOJIUTH HAM CTBOPIOBATHU TOJIi1 B 3aJIEKHOCTI BiJl TOTO, JIe MU iX po3mictumo [41].

CrBoproemo “Level Sequence” 1 3aBaHTaXKyeEMO Tyl HaIll Iepiiniid Tpek (puc 3.38).

Pucynok 3.38 — Ilepmuii Tpek y “Level Sequence”

B 3anexHocCTi Bil puTMy Oy1yTh 3’ SIBJISITUCS POKEBI Ta OJIAKUTHI HOTH, TOK HAM
Tpeba  ctBoputd 2 pizHi  momii  —  “EventSpawnEnemyRed”  Ta

“EventSpawnEnemyBlue” (puc 3.39).
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Pucynoxk 3.39 — Blueprint moist mosiBa HOT

Jami migOupaemMo HOTH 1 po3MmilyeMo i nmoAii Ha “Sequencer” (puc 3.40).

- &
= EvnnSpaswnEnemryFed cDa L il B A AR Lot SRR K AN L AES B L LS
- T v R RS EEE R B A R R EE

Pucynok 3.40 —Hotu po3minieni y “Sequence”

Takox moTpibHO, 1M00 MPOTITOM MICHI 3MIHIOBATIUCS eMoIIil Bopora. CTBOpUMO

Blueprint Bopora (puc 3.41).

Pucynox 3.41 — Moaens ocimiorpada
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CrBopuMoO aHiMalii A1 00Jauyds ociuiorpada i3 3aroToBJICHUX TEKCTYp (puc

3.42).

Pucynok 3.41 — Animartist o0nuyus ocuuiorpada

3pobumo Blueprint qist nepioi animanii ooimyus ocumiiorpada (puc 3.42). Ta

aHIMaIlio BiAMOYMHKY (puc 3.43).

Pucynox 3.42 — Blueprint animarris nepiioro ooimnyds ocuuiiorpada

Pucynox 3.43 — Blueprint a"imariis Biimo4nHKY ocuuiiorpada
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CtBOprOEMO MOJIi10, sika Oyze 3MiHIOBaTH Miepiiie ooauyus Ha apyre [42]. Tyt no
3aImyCKy IIi€l Toaii MU MPOCTO XOBAEMO CTape OOJWYYs 1 BIAKPUBAEMO HOBE, SKIIIO

BOPOT 111€ >KMBHi 3a nonomoroto “Set Visibility” (puc 3.44).

¥ Sat Walility

*

Pucynok 3.44 — Blueprint a"imariist Apyroro ooauyys ociuiorpada

Tak camo moBTOprOEMO I 3 1 OCTaHHBOI aHiIMarllii cmepTi (puc 3.45).

Pucynox 3.45 — Blueprint animariis TpeThoro o0au4aus ociuiorpada

[Ticns cmepTi Bigmivaemo 3miHHy “isDead” (puc 3.46).
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Pucynok 3.46 — Blueprint 3minHa “isDead”

Takox Ham moTpiOHO Oyne 30epertu paxyHok. Iloku mo mu He HaOupaemo

OYKH, a JiIe Oy/IeMO TIepEeHOCUTH 3HAaYCHHS MK piBHsIMU [43]. JIJIsl IOTO CTBOPUMO

“Gamelnstance ScoreVar”, B skomy OyJyTh 30epiratucs pi3Hi MOTpiOHI 3HAYEHHS.

Jopaemo Tyau 3MiHHI, K1 HaM 3Ha00sThes (puc 3.47).

VARIABLES
ScoreGeneral
SkinNumber
Skin1_Bought

Skin2_Bought

Skin3_Bought

Skin4_Bought
ScorelLevel

CurrentLevel

EVENT DISPATCHERS

®

& [nteger ®
& [nteger
Boolean
Boolean
Boolean
Boolean

& |nteger

& |nteger ®

©)

Pucynok 3.46 — I1anens “Gamelnstance ScoreVar”

Otke, paxyeMO OYKH, III0 Tepoi Ha30upaB Ha piBHI “Score Level” Ta nomaemo
) y

ix 10 3aranbHOrO 3HaueHHs “Score General”. Ilicns miapaxyHKy BIIKpHUBAEMO PIBEHb

3 pesynbratoM “‘LevelFinishedMap”.

He 3abyBaemo nonmatu nofii ajst ociusorpada Ha “Sequencer” (puc 3.47).
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Pucynox 3.47 — [loxii ansa ocumnorpada Ha “Sequencer”

Tenep crBopumo Blueprint st Toro, mo6 nigpaxoByBaTu ouku. HazeMo ioro
BP Box Overlap, 60 Tyt Oyne B3aemomis 3 Tpirrep-00KcoM, TOOTO, 30HOIO, SIKa
BIJICTEXXYE yci 3MiHU [44].

Honaemo B Blueprint 4 6okcu - 2, siki OyayTh BIJICTEKYBATH 30HY BXOJKEHHS
HOTH B MOTPIOHUNA MPOMIKOK, a 2, sIKI OyIyTh BUAAQISATH HOTH. TakoX IOJAEMO

eJIeMeHT 1HTepdeiicy, SKui miaKaxe, 1e caMme Tpeda HaTUCKaTh Ha KHOMKHU (puc 3.48).

Pucynok 3.48 — B3aemonis 3 Tpirrep-00kcom

Io 3amycky moii, CTBOPHOEMO 1HTEPPENC 3 KHONKAMH, K1 IOBUHEH HATUCHYTH
KopucTyBad. [Toku 110 podrMo 3aroToBKy, MOTIM HaJAMITYEMO HOTO Bi3yaslbHO.

JIJist BIACTE)KEHHSI HATHCKaHHS BUKOPUCTOBYeMO enemeHT “Gate” [45]. Bin
BHJIa€ TO3UTHBHUM CHUTHAJ Ha BUXOJI, SKII0 oOmaBa akTwBHI BXxoau “Enter” Ta
(13 29 [13 29 b .

Open”. [Ipu oMy “Open” ipu IepIIOMY CUTHAJ1 HA HBOMY 3QJIMIIAETHCS BIKPUTHM,
a “Enter* mosiBiseThcst Ta oapasy mpomnaaae [46]. Takum 4MHOM MU BIAKPHUBAEMO
“Gate”, KoIM HOTa BXOJWUTh B 30HY OOKCy Ta HE JIaEMO CUTHaJ Jaii JIOTOKH

KOpHUCTYBa4 HE HATUCHE BIMOBIAHY KHOIKY 1HTEp(EHCy.



70

Pucynok 3.49 — Blueprint knHomok

[Ticis yeminmHoro HaTuCKaHHs BUAanseMo HoTy (puc 3.50).

Pucynoxk 3.50 — Blueprint BuganeHHs HOTH

Takox momaemo a0 ctBopeHoi 3MmiHHOI “ScoreVar” 10 oukiB, 3amycKaeMo
aHiMalito noctpity. BukopuctoByemo “Retriggerable Delay” nist Toro, mo0 mMoxHa
OyJ10 HE YeKaTu Ha 3aBepIleHHs aHiMarlii [47].

[To BUXOy HOTH 13 30HH OOKCY 3aKpUBAEMO T'€HT, TOOTO, KOPUCTYBAU BXKE HE

3MO’K€e HabpaTu 0YKH 3a 1110 HOTY (puc 3.51).
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Cther Actor

Othier Comp

Other Body index I Destroy Actor

£ On Component Begin Overlap (BoxRed Delete)

Oweriapped Component

her Body lndex

From Swesp

Pucynok 3.51 — Blueprint 3akputts reity

Tenep, KOJIM IIs1 HOTA, IO 3aJIMIIHAIACh JOCATHC APYIOro 6OKCY JJIs1 BUAAJICHHS

HOT, 3HUIIYEMO i 3a nonomMororo “Destroy Actor” (puc 3.52).

I Destroy Actor

¢» On Companent Begin Overlap (Boxfed_Delete)

Pucynok 3.52 — Blueprint 3Huienst Hotu 3a goromororo “Destroy Actor”

Takoxx onpa3dy HajalITOByeMO TEKCT Ha TIOYaTKy pIBHA, SKUA Oyne

BijipaxoByBatu yac (puc 3.53).



Pucynox 3.53 — Blueprint BipaxyBaHHs yacy

[ToBeptaemo no Blueprint inTepdeiicy. Jogaemo 10 HHOTO yci MOTPIOHT KHOIIKH

(puc 3.54).

)
[ Texk SocHy

Pucynox 3.54 — Intepdeiic rpu
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Jlomaemo monii st poxkeBoi 1 OJJAaKUTHOT KHOMKHU, K1 OyAyTh MOJaBaTUCS Ha

“Gate” 1 miapaxyHKy oukiB (puc 3.55).

&> On Clicked (Button_Red) . Call Button Red Pressed (=]

P — B

Target |

<> On Clicked (Button_Blue) f B Call Button Blue Pressed el

® O

Pucynox 3.55 — Blueprint nigpaxyHOK OYKiB

[Ticnst cTBOpeHHs iHTepdeiicy HaM MOTPIOHO MEPEeBIPUTH, KUl came PIBEHb
3aMyCTHIIH, 00 yC1 MEPCOHAXKI 1 BOPOTH 3aJTUIIAIOTHCS OJTHAKOBUMHU, 3MIHIOETHCS JIUIIIE
3BYK. I3 Hamoro “Game Instance” 6epemMo 3HaUEHHS PIBHA 1 3aIlyCKAa€EMO B1IMOBIIHUNA

3BYK (puc 3.56).

Pucynox 3.56 — Blueprint piBHs
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Jlani 1o HaTUCKaHHIO Ha KHOMKY [lay3u BiIKpUBaEMO MEHIO, Jie OyAyTh KHOIIKU

“Resume”, “Replay”, “Menu” (puc 3.57).

& On Clicked (Button_PAUSE]

&8 Viaibdity

Pucynox 3.57 — Blueprint kKHOMIOK MeHIO

CraBuMO 3BYK, TPy Ta 3MiHHY Ha nay3y (puc 3.58).

7 5 Game Poused

Pucynoxk 3.58 — Blueprint nay3u

Sxuo rpaBenp HaTHCHE “Resume”, rpa mpo1oBKUTHCA. XOBAEMO MEHIO May3H 1

3HIMAEMO 3BYK, 3MIHHY 1 caMy rpy 3 may3u (puc 3.59).



Pucynok 3.59 — Blueprint “Resume”

SAxuro rpasens HaTHCHE “Replay”, To piBeHb 3amyckaeTbes ciodarky (puc 3.60).

¥ Deatroy Compomem

il by T

Pucynok 3.60 — Blueprint “Replay”

SIkio rpasens HaTUCHE “Menu’, TO meEpEXOaAUMO Ha OKPEMUU PIBEHDL 3 MEHIO
9

(puc 3.61).

f Open Level (hy Nama)

Pucynok 3.61 — Blueprint “Menu”

VY Blueprint camoro piBHsI TaKO MPOMUCYEMO (PYHKIII].
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[To 3amycky crioyaTKy 3HOBY Ai3HAEMOCS, SKUU caMe PiBEeHb BIIKPUIHN depes
“Game Instance” (BiH Oyae oOuparthcss Ha OKpPEMOMY MEHIO). 3amlmyCcKaemo
BIJINMOBITHUN 3BYKOBY MOCHiIOBHICTE [48]. Tpeba BinMiTUTH, 110 B iIHTEpPEici 1 TYT
MU 3aIlyCKaEMO pi3Hi 3BYKH, 00 “Sound” - 11e mMpoCTO 3BYK, KU Oy/ie 4yTH TpaBellb.
A “Sequence” - me Ta MOCTIJOBHICTh TOMIN, SIKy MU HaJallITyBajdd paHille, BOHA

3aIyCKA€EThCSI TPOXU paHilie, o0 HOTH BCTHUTIIN JOJICTITH 10 3aaHOI BIAMITKH (pHC

3.62).

Pucynox 3.62 — Blueprint piBHs

[TepeBipsiemo, sikuii ckin 06paHo (puc 3.63).

Pucynox 3.63 — Blueprint nepeBipka ckina
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B 3anexxHoCT1 Bi1 HOMEPY CKiHa BCTAHOBJIFOEMO MOT'0 Ha IIEPCOHAXKA, 3MIHIOIOYHU

Marepial 1 KOHTyp (puc 3.64).

¥ Sef Matetial

St Dipwt Ry Mat o lal

Pucynok 3.64 — Blueprint BcTaHOBJICHHSI CKiHa

Bcranosmtoemo Buj i3 kamepu (puc 3.65).

* f Get Player Controller

» Player Index |I_| Return Value

~ @ BP_Camera

F set View Target with Blend

»

Blend Exp |LI

Leck Outgeing

Pucynox 3.65 — Blueprint BcTaHOBJICHHS BUY 3 KaMEpH
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CTBOpHOEMO OKpEeMHM pIBEHb MOYATKOBOro MeHio [48]. B OmympiHTax piBHS

CTBOPIOEMO Jiuliie iHTepdeic MeHto (puc 3.66).

—— [
.L'l:':ru Memu UTBP Widget * Add to Viewpon

L l-..__‘__"

Clags Feturn Value @

Pucynok 3.66 — Blueprint okpemMoro MeHro

Ha wneit inTepdeiic MeHIO po3MilllyeMO HaMallbOBaHUM (DOH Ta KHOMKH (puC

3.67).

Pucynok 3.67 — Po3MiiieHHs intepdeicy

ITo natuckannio Ha “PLAY” Oyne 3amyckaTucsi piBE€Hb, € OOUPAETHCS MICHS

(puc 3.68).
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5 On Clieked {Button_PLAY) [ Opan Lovel (by Namis)

lLoval Mame
[ LovalalaoiMap |

W

Pucynok 3.68 — Blueprint knonku “PLAY”

Ha “EXIT” kopuctyBau BUXOIUTH 3 IpH (puc 3.69).

Pucynox 3.69 — Blueprint knonku “EXIT”

Ha “SKIN OPTIONS” - BiakpuBatoThCs MOKYIKa Ta BuOip ckina (puc 3.70).

€ On Clicked (Button_EXIT_1) I Open Level (by Nama)
P — B L

Level Name

"

Pucynok 3.70 — Blueprint kHonku BUOOpY CKiHa

HanamroByemo piBenb BuOopy micHi. Y Blueprint piBHS T€ CTBOPIOEMO TUIBKU

iHTepdeiic (puc 3.71).

Pucynox 3.71 — Blueprint Bubopy micHi



80

Homaemo iHTEepdetic Bubopy micHi (puc 3.72).

Pucynok 3.72 — Intepdeiic Bubopy micHi

[Ipu natuckanni Ha miBui “PLAY” - B “Game Instance” Oyne 3anmucyBatucs
3HauY€HHA piBHA 1, a HA paBuil - 2. Mana piBHA 3amyckaeTbes oaHa [49]. Ha kHonky

“BACK” BinkpuBaemo MeHto (puc 3.73).

Pucynox 3.73 — Blueprint 3anycky piBHs

HanamroByemo piBeHb MOKynku Ta BUOOpPY ckiHa [50]. CTBoproeMo iHTepderiic

B OuympinTax piBHs (puc 3.74).
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Pucynok 3.74 — Iutepdeiic BuOOpy ckiHa

1106 3miHIOBaBCS TEKCT, KOTO MOTPIOHO MPUB'A3aTU A0 BIAMOBIAHOI (QyHKIIIT

[51]. KinpkicTh oukiB npus'sazyemo 1o GetScore (puc 3.75).

r Content

" Appearance

Color and Opacity _ Inherit  Bind

Pucynok 3.75 — HanamtyBaHHS TEKCTY

Oynkiis “GetScore” BigoOpakae 3araibHui paxyHok 13 “Game Instance” 1

MIEPETBOPIOE HOTO B 3BUYANHUN TEKCT (puc 3.76).

Pucynok 3.76 — Blueprint ¢pynxkuii “GetScore”
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TekcT mijg 300pakeHHsIM cKiHa npuB'sa3yemo 10 “GetText” [52]. Sxuro y rpaBiis
el CKiH BXK€ € 1 BIH 3apa3 y HbOTO aKTUBHHU - TekcT Oyne “Selected”. Skmio He

akTuBHHM, TO “Select” (puc 3.77).

Pucynox 3.77 — Blueprint Bubopy ckina

OckuIbKM mepiui CKIH O€3KOIITOBHUM, TO MOro B)KE€ HE MOXHA KYNHUTH 1y
HbOT'O HEMae€ IiHU [53]. A oCh 1HIII CKIHH MaIOTh 33JIaHy BapTICTh 1 TOJI AKIIO Y TPaBIIsd
BXKE € CKIH, TO KHOIIKM OyayTh Taki cami siK 1 Juist mepuoro [54]. A sKuo BiH 1ie Moro

HE KyIuB, TO Oy/ie TIOAaTKOBUHM TEKCT 13 LIHOO cKiHa (puc 3.78).

Pucynox 3.77 — Blueprint iHIINX CKiHIB

[TimpaxoByemo Temep O4ykd TpH MOKyIIll. [Ipy HaTHCKaHHI Ha KHOMKY CKiHa
CIIOYaTKy MepeBipsieMO, UM KyNUIU Horo padimie [55]. Skio Tak, TO nepeBipseMo 4u
CTOITh BiH 3apa3. SIKI0 3HOBY TaK, TO HIYOTO HE MIHSKMO, 3HAYNTh BiH BXKE aKTUBHUN

[56]. ko x Hi, To B “Game Instance” nponucyeMo oopaHuit Homep ckiHa (puc 3.78).
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Pucynox 3.78 — Blueprint nokynku ckiHiB

SIKI0 K CKiH y TpaBIsl HE KYIUIEHH, TO EpEBIPSIEMO, YU OLIbIIE B HHOT'O OUKIB,
HDK CTUIBKH, CKUIBKH KOIITYE CKiH [57]. SKiIo MeHIe - HI4oro He Bij0OyBaeThCH,
rpaBellb HE MOKyMae CKiH. SIKmio Ouibliie, TO BiJ 3arajJbHOrO PaxyHKY BIJHIMAEMO

3aJlaHy BapTICTh 1 BIAMIYAEMO, IO CKIH Kynuiu [58]. BcTtaHoBmoeMo Horo oapasy

(puc 3.78).

Pucynox 3.78 — Blueprint mepeBipka 04kiB rpaBIis

Tax camo MOBTOPIOEMO 3 yCiMa CKIHAMHU.
OcranHil piBeHb - pe3ynbTaTH rpu. Tak caMo SK 1 B 1HIIMX, CTBOPIOEMO

iHTepdeiic B Blueprint piBus (puc 3.79).
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i
- Create Leved Finished BP Widget e ¥ Add to Viewport

» »
T " -“““‘ “

Pucynox 3.79 — Blueprint inTepdeiic piBHs

CrBoproeMo iHTepdelic pe3ynbTary piBHA. TyT OyAe 3MIHIOBATUCS TEKCT MICIIA

“Score”, Oyae BimoOpaskaTucs, CKUIbKK 0YKiB HaOpaB rpasenb (puc 3.80).

Pucynox 3.80 — [aTepdeiic piBHs

[TinB's3yemo tekct Ao pynkuii “GetText” (puc 3.81).

LUrder
Content

" Appearance

Pucynok 3.81 — Iligs’s3ka dpynkuii “GetText”
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s pyukiis 6epe 3HaUCHHS PIBHIO, alie HE 3arajibHe, a TUMYACOBE, SIKE IPABEIh

HaOpaB 3a OCTAHHE CBOE€ MPOXOKEHHS TicHI (puc 3.82).

! e flame Inntamcs

Pucynok 3.82 — Blueprint piBHs

[Ilo6 310patu rpy mms Android, Tpeba excmoptyBatu ii axk APK daiin.
3aBantaxyemo SDK, NDK daitnu ta Java, HeoOXiIH1 AJ11 KOPEKTHOT KOMIUIAIT [59].

Bka3zyeMo 3aBaHTa)k€HI BepcCii Ta HUISIXM O HUX y HAJAIITYBaHHSAX MPOEKTY (puC

3.83).

Platforms - Android SDK

Export Imiport

Pucynok 3.83 — Excriopt rpu Ha Android

Takox HEOOXITHO CTBOPUTH I1HAWBIAYaJlbHUM KJto4. BiH CTBOpIOETHCS 3a

AOIMOMOI'OK0 3daBAHTAKCHHSA KOAY IJIsA KOMaHIHO1 CTPpOKH, AC MH BKA3y€EMO HA3BY
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MPOEKTY, KOMMAHIIO Ta 1HIN JaHHI s gucTpuOymii rpu [60]. be3 Hboro rpa Ha

Android He 3komMmimoeThCs (puc 3.84).

Pucynok 3.84 — CTBOopeHHs Kito4a 15l EKCIIOPTY

Bnucyemo HazBy rpu (puc 3.85).

]

Application Display Name (app_name), project name if blank MureGam

Pucynok 3.85 — Bka3zaHHs Ha3BU I'pH

OG6upaeMo onTUMaJbHI HaJalITyBaHHS NakyBaHHs (puc 3.86).

Pucynok 3.86 — HanamryBaHHs nakyBaHHS

3aBaHTaXy€eMO 1KOHKH 1rpH (puc 3.87).
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Pucynok 3.87 — 3aBaHTa)X€HHS IKOHKHU TPH

[licns mpaBUNbHUX MapaMmeTpiB makyBaHHA i1 Android moGaunmo Bropi

3eJIeHe MOBIJOMIICHHS, 110 (aiiiau MoxkHa 3anucaTu (puc 3.88).

Pucynox 3.88 — [ToBioMieHHs Tpo A03BLT Ha 3anuc GhaiiB

[Tepexoaumo A0 HalAITYBaHb caMOro nmpoekra. B HanamryBaHHaX “Maps &

Modes” o6upaeMo cTapToBy KapTy MeHIo0 (puc 3.89).

Pucynox 3.89 — OGpanHs CTapTOBO1 KapTH MEHIO

[Tepesipsiemo, o6 Hamma “Game Instance”, ge 30epiratoThcs yci 3MiHHI OyJa y

cniucky (puc 3.90).



88

Pucynox 3.90 — IlepeBipka “Game Instance”

VY nanamryBanusx ‘“‘Packaging” o6upaemo “Build Configuration” — “Shipping”
[61]. Tak rpa 3KOMIIITIOETCA SK AJISL 3BHYANHOTO TpaBllsd 03 TECTOBOIO PEKUMY 1

pexumy po3pobOnuka (puc 3.91).

Pucynok 3.91 — HanamryBanHs kKoMOuIsinii rpu

Kommimroemo 1 36epiraemo mipoekt (puc 3.92).

;’ Platforms

aoking on the fly

. HoleLong Pockage Progect

Pucynox 3.92 — Kommisnisiiist Ta mpoexTy

3.5 BucHoBOK 110 po3ainy

VY upoMy po3ini 0ysi0 CTBOpeHO rpadivyHui Ta 3BYKOBHM KOHTEHT. A came Oynu
po3po0bienHi 3D-mMojeni ToJI0BHOTO Teposi Ta Bopora ocuuiorpada, HamaiaboBaHi 2D
00’€KTH OTOYEHHs Ta 1HTepdeiicy MeHI0. Byno cTBOpeHO ABa My3WUHI Tpeka.

CtBOpeHMI KOHTEHT OYyB JI0JIaH JI0 ITPOBOrO pyIIii0. TakuM YMHOM OYJI0 CTBOPEHO

put™ rpy Ha pyuii Unreal Engine 5.
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B CHOBKH

VY kBamidikamiiHii po6oti Oyia npoBeeHa po3podKa iIrpoBoro 1oaatky "Purm"
Ha 0asi irpoBoro pymis Unreal Engine 5. OOpane 3aBgaHHS BUMarajio BHUBUYCHHS
Cy4YaCHUX TEXHOJIOT1M CTBOpPEHHI 1rop, OCHOB (DYHKI[IOHYBAaHHS ITPOBUX PYIIIiB Ta
iXHIX 0cOOMMBOCTEH. A TakoX 3HaHHS mporpaMm anst podotu 3 2D Ta 3D rpadikoro i
00poOKOI0 3BYKA.

JIJist TOCSATHEHHSI TOCTABJICHOI METH OyJI0 TMPOBEIECHO aHalli3 MOXKIJIMBOCTEH
Unreal Engine 5, Bu3HaueHO HOro mepeBaru Ta HEOJIKH, 1 B pe3yJibTaTi BUOpPaHO
ONTUMAJIbHI pillleHHs aJisi po3rpu. IIporec po3poOku BkIO4aB B ceOe CTBOpPEHHS
Mojenel, iHTepdeiicy kopucTyBaya, MporpaMyBaHHs IrpOBOT JIOTIKM Ta 1HTETPaIlio
MYy3UYHUX €JIEMEHTIB Y TPY.

B pesynbrari pob6otu OyB oTpumaHuil (PyHKI[IOHAIBHUM MPOTOTHII irPOBOTO
nonatky "Putm", SKMH yCHIIIHO JOE€MOHCTPYE B3a€EMOAII0 TpaBIs 3 MY3UYHHM
cepenoBunieM. Buxopuctanus Unreal Engine 5 Hamano MOXIMBICTH CTBOPUTH
MPUEMHI Bi3yajbHI Ta 3BYKOB1 €()eKTH, IO MiBUILYIOTh TOPUHAHHS Y TPY.

OT1xe, poboTa 103BOJIMIIA PeaTi3yBaTh IOCTABICHY METY Ta MPOJEMOHCTPYBATH
noTeHiian irpoporo pymris Unreal Engine 5 y ctBopenHi 3axorumorouux irop. Jlana
pO3p0o0Ka MOKE MOCITYKUTHU OCHOBOIO ISl MOAANBIINX JTOCHIIKEHb y Taly3l IrpoBoOi
pPO3pOOKK Ta PO3MIMPEHHS MOXJIMBOCTEH PO3POOKH Irop Ha OCHOBI HOBITHIX

TEXHOJIOTIH.
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