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AHANI3 NMPOIrPAMHOIO 3ABE3MNEYEHHA AN CTBOPEHHA
KOMITIOTEPHUX ITOP - BISYAJIbHUX HOBEJ

Bepesoecnka B.A., 6bakanasp, kagpedpa MCT, XHYPE
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AHomaujiss. Y pobomi eusHayeHi mexHosnoaii ma QyHKUiOHarbHi Moxnugeocmi HeobxiOHi dns ieop
JKaHpy eidyanbHa Hoeena. [NpoaHasizoeaHi cyqacHi rpoepamHi 3acobu 05151 po3pPObKU KOMITIOMePHUX ieop
wodo repesaz ma HeOOJTiKi8 ix 8UKOpUCMaHHS 011 CMBOPEHHS 8i3yarlbHUX HOBEI.

Knroyoei cnoea: TEXHOJIOI MMPOEKTYBAHHST KOMITKOTEPHMX IFOP, BI3YAJTbHA HOBEJIA,
lMPOIrPAMHE 3ABE3TEYEHHA, UNITY, UNREAL ENGINE, GODOT ENGINE, GAMEMAKER STUDIO.

CyyacHi irpoBa iHOYCTpiA WBMOKO PO3BUMBAETLCSA B HAMNPSAMKY peasicCTUYHOCTI
irPOBOr0  BCECBITY, LUiKaBUX HESIHIMHUX CIOXETIB Ta PIi3HOMaHITHOCTI >XaHpiB. Irpu Ha
CbOrOAHILWHIM AeHb ayxe nonynspHi. Ocobnneo NonynspHi cepen irop BidyarnbHi HOBESW.
BisyanbHa HOBena — aHp Bifgeoirop, B SIKOMy iCTOpiAd No4aeTbCsA rpaBueBi 3 4ONOMOror
CTaTUYHUX 300paxkeHb, TEKCTOBMX Br1oKiB i 3BYKIiB [1]. Came y irpax ubOro XaHpy Yy 3HayHin
Mipi NPOABSETLCA PO3ranyXeHiCTb CIHOXETHOI iHil, Ae Ail rpaBus MOXYTb KapguHanbHO
BMIMHYTU Ha pe3ynbtaTt rpu. CTyniHb IHTEPAKTUBHOCTI B TaKMX irpax BiAHOCHO HWU3bKUMW, i
rpaBuUl0 nuvwe 3pigka noTpibHO 3pobuTn neBHUM BMBIp, 30kpema — BuBpaTU BapiaHT
BignoBigi B Aianosi. NepcoHaxi umMx irop 3asBu4yail BUKOHAHI B CTUMi aHiMe, SIKUW, SIK i
BidyanbHi HoBenun, BUHWK B AnoHii. 70% irop ana MK, aki BugatoTbes B AnoHil, BigHOCATLCA
came [0 UbOro XaHpy.

[na po3pobku irop noTpibHo nporpamHe 3abesneyeHHs (M3). IcHye Garato 13, 3a
AO0MNOMOrO SAKMX MOXHa 3pobuTn KOMM'IOTEPHI irpu, Hanpuknag Unity, GameMaker Studio,
Godot Engine, Unreal Engine [2]. Ui M3 poaspi3HaoTbCa 3a cneudianisauieto, Habopom
NiATPUMYBaAHUX TEXHOMOTIN, IHTEPAKTUBHICTIO, CYMICHICTIO i3 cuctemamm ctBopeHHst 2D/3D
rpadpikm Ta aHimauil, uinboBuMM nnatopmMammn Onsi BUKOPUCTaHHS irop. MeTow uiel
poboTK € ornsaa NonynsipHMX NPOrpamMHUX cepeaoBuL, A1 CTBOPEHHS KOMMIOTEPHUX irop
3 TOYKM 30pYy 3PYYHOCTI Ta eEKTUBHOCTI MPOEKTYBaHHA BidyanbHUX HoBen. binbwictb
cy4vacHux N3 ans CTBOPEHHS irop € yHiBepcanbHMMKU, HE MaloTb OOMeEXeHb 3a Tunom abo
XaHpoMm rpu Ta nigTpumyloTb Garato nepeposux TexHonorin [3], [4]. Ha BigmiHy BiA
cnevjanisoBaHMX CUCTEM X BUKOPUCTaAHHS MOB’A3@aHO 3 HAMWCAHHSM 3HAYHOI KiNbKOCTI
BNacHOro nporpamMmHoro kogy. Lle moxHa BBaxaTu Hedosikom, 60 CTBOpPEHHS rpu notpebye
GinbLue yacy Ta Bumarae 6inbL kBanigikoBaHMx daxiBuiB aAns Lboro.

GameMaker Studio 2 — ue iHTerpoBaHe cepefosulle pPo3pobku irop 3 BnacHUM
irpoBuM pyuwiem. [pyra Bepcis nepepobneHa 3 Hyns, goonpaupboBaHa Ta pPerynspHo
OHOBNIOETLCA. Lle go3sonuno po3pobnatM gogatku nig pisHi nnatgopmm Ta 3HAYHO
nigBuWMNO WBMAKICTb X pobotn. [lNonynsapHicte GameMaker Studio 2 obymosneHa
HasiBHiCTIO Garatbma UikaBUMW YHKLISIMW, TakMMW SIK MOKYMNKW BCeEpeauHi nporpamu,
MOHeTU3auis, aHaniTuka B pearibHOMYy 4aci, yrnpasmniHHA BepCisiMu, po3paxoBaHUM Ha
BGaraTto KopucTyBa4iB peXxuMm i iHTerpauis po3wmMpeHb CTOPOHHIX PO3pPOOHMKIB. Takox €
BOyaoBaHi pefaktopu 3o06paxeHb, aHiMauil Ta wengepis. CTBOpeHHs irop BiabyBaeTbCs
nepeBaxHo Yy rpadiyHOMYy pexumi, ane € MOXNUBICTb nporpamMyBaTu Ha BraACHIN
cnpoweHin moi GMS. La nnatdopma 6inbw nigxoguts anga 2D gopatkis, 60 poboTta y
3D Hes3py4Ha.

Cepeposuiie po3pobkm Unity € GaratonnatpopmMeHnm 3 BRACHUM TPUBUMIPHUM
pywiem, oo skoro goganu niatpumky 2D. MoxHa cteoptoBatu 2D-irpn, ogHak MOXNUBI
noMmunkm Ta 3060i, ockinbkn cepeposuuie 2D cunbHO npue’sisaHe o 3D-cuctemun. Le
O3Havae, Wo B 2D-irpax AogaeTbCa HaANULWKOBUNA (PYHKUiIOHAN, SKUW MOXE BMAVHYTU Ha
NpoAayKTMBHICTb. Takox Unity niaTpumye GaraTo cyyYaCHUX TEXHOMOriA, € MOXIUBICTb
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nigknoyatn 6iGnioTekn LWTY4YHOro iHTENeKTy Ta [ONOBHEHOI peanbHocCTi. [natdopma
Unity BUKOPUCTOBYE KOMMNOHEHTHUI An3anH. BiH nonsarae y Tomy, wWo Bce B rpi € 06’ekTom,
a KOXeH O0O’eKT Moxe 3B'A3yBaTUCA 3 Pi3HAMW KOMMOHEHTAMW, KOXEH 3 SKUX
BignoBigaTMmMe 3a Ti YM iHWI acnekTu noBeaiHKM Ta norikm uboro ob’ekta. Moxnuse
3aBaHTaXEHHS TOTOBMX KOMMOHEHTIB ANd AoAaBaHHA MOTPIOHUX YHKUIM Yy Tpy.
HanawTyBaHHS CLEH Ta KOMMOHEHTIB MOXHa poboTu y rpadivyHomy iHTepdpenci. Ane ona
MaKCMManbHOro BUKOPUCTaHHS MoXnuBocTen Unity, noTpibHo nporpamyBaTtu Ha C#.

Cepeposuie Unity noctaBnseTbCs 3 Bigeoypokamu Afisi HOBa4dKiB Ta AOKNagHOM
TEKCTOBOK AOKYMeHTauiet. TakoxX € BenmyesHa KinbKiCTio KopucTyBadiB nobutenis, Tak i
NpodecinHNX PoO3pOBHUKIB. AK Hacnigok, y Mepexi MoXHa 3HaWTKM TUCSYi NOCiOHMKIB 3
po6oTtu B Unity.

Cepeposuie Godot € BUCOKO iHTErPOBAHUM Ta CamMOLOCTaTHIM iIHCTPYMEHTOM A4
po3pobku irop. Godot Engine — ue 6e3kOWTOBHUK BigkpuTUM GaraTonnaTtdopmMeHun
pyLin, skun nigtpumye po3podbky sk 2D, Tak i 3D-irop. OgHak, Ha BigMiHy Big Unity, us
niaTpyumka peanizoBaHa Ha kpawomy pisHi. Pywin 2D cnoyaTky CcTBOprOBaBCS $K
HeszanexHa cuctema. FK Hacnigok B CTBOpeHMX 3a gonomorot Godot irpax Buwia
NPOAYKTUBHICTb | MeHLe nomunok. Y Godot Engine yHikanbHa irpoBa apXxiTektypa 3i CueH,
sika nonerwye opraHisauito Ta Mogudikadito iHameigyanbHnx enemenTiB. Y Godot cueHa €
HabopoOM enemMeHTIB Ha KwTanT crnpaunTiB (rpadidyHnx ob6’ekTiB), 3BYKIB i ckpunTiB. CueHu
MOXHa o6’egHyBaTtn B BinbLi, a Ti, y CBOK 4epry, we Oinbuwi. [na kepyBaHHS irpoBMMHU
enemeHTamn B Godot BMKOPUCTOBYETHCA rpadivyHMM iHTepdenc, ane enemMeHTU Moxe
OyTn 3MiHEHI Yy cLeHapisix 3a AONOMOrow nigTpuMyBaHUX MOB nporpamyBaHHs GDScript
(cxoxa Ha Python), C#, C++ abo BidyanbHOro onucy cLeHapiis.

Unreal Engine — HaWnOTYXHIWMIA iIrPOBUA PYLUIA, WO € OCHOBOK NPOMeCiNHOro
cepefosuia Ans CTBOPEHHA KOMM'IOTEPHMX irop. Y HbOMY BMPOBaAXyKTbCA Nepeaosi
TexHosoril 06pobkn 306paxeHb Ta BiaTBOpeHHsA 3D cueH, peaniCTUYHOI ¢i3nkn B3aemMogail
o0’ekTiB, aHimauii 0bnuyyst Ta LWTYYHOro IHTENEKTY ANns OnUCy NOBEAIHKM irpoBMX
nepcoHaxis. Pywii 3gatHui edekTMBHO BUKOPUCTOBYBATM YCi MOXIMBOCTI Cy4aCHUX
rpadpivHux npouecopiB. OauH i3 knovoBmux npuHumnie Unreal Engine € Bncoka WBMAKICTb
poboTu. Ha ue HauineHo Bce, BKOYa4M i oyHKLIOHAN HanaromXeHHsa B pearibHOMY Yaci,
LWBNOKOro nepesanycky nporpamuv, BigdaneHoro nepernsgy, a TakoX COTHI acceTiB Ta
cucTeM Ha 6asi anropuTMiB LUTYYHOTO iHTENEKTY, NnocTedekTiB Ta 6araTo iHLWOro.

Y uboMy cepefoBMLLi peani3oBaHO YHiKanbHy MPOCYHYTOl cuctemy Blueprint, wo
A03BOSISiE Yy rpacdivHOMY iHTepdenci cTBoptoBaTH irpoBy Noriky 6e3 HanucaHHs kogy. 3 1i
AOMNOMOIOKd  MOXITMBO pO3pobnsaATM HaBiTb CknagHi irpy. Ane Ona  NOBHOLHHOIO
BukopuctaHHs Unreal Engine noTpibHi npodecinHi HaBuykn nporpamyBaHHsa Ha C++.

Llen pywin moxe cTBOptoBaTU JoAaTKM Mamke ANs YCiX cydacHux nnatgopm y
TOMY Yucni 3 NigTPMMKOK cUCTeM BipTyanbHOI peanbHocTi. Unreal Engine mae getanbHy
AOKYMEeHTaUilo Ta BflacHMM KaHan Ha YouTube 3 BenuKOK KinbKICTIO Bigeo, LWo
PO3KpUBatloTb YCi acnekTn poboTu 3 pyLuiem.
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