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PE®EPAT / ABSTRACT

[TosicHIOBaTbHA 3amucKa 10 KBamidikarmiitHoi poboTu 6akanaspa, ctop. 63, puc. 16,

mxepen.12, Tabi. 3.

KOMIT'IOTEPHA TPA®IKA, ROGUELIKE, RPG, IIPOTPAMHHUH
3ACTOCYHOK, C++, UNREAL ENGINE

O0’exToM po3poOku € cucreMa TiHeW [1] 1 BisyanbHHX e(eKTiB, MTYYHOTO
IHTEJIEKTY Ta CHCTEMH 3aKJISATh, SIKI € YACTHHOI KOMILJIEKCHOI POOOTH 3 pO3pOOKH
irpoBoro 3acTocyHky y anpi Roguelite [2] RPG [3].

Metor po3poOKu € ONTUMI30BaHa CHUCTEMa TIHEW 1 CHCTeMa TICHOI B3a€MOJIIi
IPaBIliB 32 JIOMOMOTOI0 PI3HUX 3aKJISTh Y MYJIBTHUIUIEEP], 110 BIUCYIOTHCS Y KOHIICIT
KaHpa.

Merton pimieHHst — cepeaopuiie po3pooku JetBrains Rider, moBa mporpamyBaHHs
C++ ta Blueprint, irpoBuii pymriit Unreal Engine 5, cepenoBumie 3D mMomenroBaHHS Ta
agiMaii Blender.

VY pe3ynbTaTi CTBOPEHO CHUCTEMY TiHEH, 110 CTBOPIOIOTHCS y peajbHOMY Haci Ta
CUCTEMY 3AKJISITh Y MYJBTHUILIEEP], U0 € YACTHHOK KOMILUIEKCHOI poOOTH 3 pO3pOOKH

pOTrPaMHOTO 3aCTOCYHKY B kaHpi Roguelite RPG.

COMPUTER GRAPHICS, ROGUELIKE, RPG, SOFTWARE APPLICATION,
C++, UNREAL ENGINE

The object of development is a system of shadows and visual effects, artificial
intelligence, and spell system, which is a part of the complex work of developing a game
application in Roguelite RPG genre.

The main goal is to create an optimized shadow system and close interaction system
by the means of different spells in multiplayer, which look naturally with given genre.

The means of solution include IDE JetBrains Rider, C++ and Blueprint
programming languages, Unreal Engine 5 game engine and Blender 3D modeling and

animation tool.
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The result is real-time shadow system and multiplayer spell system, which is a part

of complex work of developing a game application in Roguelite RPG genre.

A, Jonens Jmutpo CepriitoBuuy, ctyaent rp. [13111-20-2, 3m00yBay BUI01 OCBITH
Ha nepiioMy (6akaizaBpcbkoMy) piBHI kadenpu «IIporpaMua iHxeHepis», 3asBISIIO: MOS
kBajidikamiitHa podota Ha TeMy «IrpoBuii mporpamMHuii 3aCTOCYHOK Yy »KaHpi Roguelite
RPG. Irpori mexaniku, 3D rpadika, Al», mo Oyae npeacrapieHa 10 eK3aMeHAIIHHO1
KOMICii JuIsl TTyOJIIYHOTO 3aXHUCTY, BAUKOHAHA CAMOCTIMHO, B Hilf HE MICTATHCS €JIEMEHTH
mariaty 1 BoHa Moxe O0yTu onmyOJiikoBaHa B €JIEKTPOHHOMY apXiBl BIAKPUTOTO JIOCTYITY
ElAr KhNURE. VYci 3ano3uyeHHs 3 JpYKOBaHUX Ta EJIEKTPOHHUX JKEpEd MAaroTh
BIJIIIOBIIHI ITOCYJIAHHS.

S o3naliomsieHMit 3 Ji0ouuM TOJOKEeHHSIM «lIpo mpoTuaio akaaeMidHOMY
mariaty B XHYPEy, 3riiHo 3 sikuM BUSIBIICHHS IIariaty € mijICTaBOIO JJIsl BIIMOBHU 0
JOMYCKY KBamdikaiiiHoi poOOTH J0 3aXHUCTy Ta 3aCTOCYBaHHS JUCHMILTIHAPHUX

3aXO0/I1B.
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BCTYII

Bigeoirpu 3aBxau pO3BUBAIOTHCS 1 KOKHOTO POKY 3 SBJISIIOTHCS HOB1 YHIKQJIbHI
irpy, 1 OJHUM 3 HallBU3HAYHIIIKX XKaHPIB OCTAHHBOTO 4acy cTaB xaHp Roguelite, skuit
MOEHYE Yy cO01 €IeMEHTH CTpaTerii, eKIIeHy 1 y TOH caMui Yac HaJlae TpaBIsiM Oarato
TOJIMH KOHTEHTY 3aBJSKH MOXKJIMBOCTI MeperpaBaTu Ipy Oarato pasiB 1 He HaOpuUIaTH.
barato irop BupimyrTh IIe 3aBASKA BUKOpHCTaHHIO eileMeHTiB RPG irop i cuctemi
3aKJISATH 1 IPOKAYOK, 10 HE TIIBKH J0JIa€ TPl BaplaTUBHOCTI a i pOOUTH I'PY JOCTYITHOIO
JUTSl TPaBLIB PI3HUX PIBHIB HABUYOK.

OCHOBHUM 3aBIaHHSIM € CTBOPEHHS CUCTEMHU TIHEW, a TaKOX TeHMIUIEHHOI
YaCTUHH, a CaM€ 3aKJISTh, 1110 TOBUHHA MPAIIOBATH B yMOBaX I'PHU HA JEKIJIBKOX T'PaBIIiB.
Cucremu, 1O PO3POOINSIIOTHCA, MAIOTh BIANOBIIATA HOBITHIM CTaHAAapTaM I1rpoBOi
HaycTpii i skanpy Roguelite. 3 ornsimy Ha mporpaMHy 4acTUHY BOHM MOBHHHI OyTH
KOMIIOHEHTHO HE3QJICKHUMH, aJKE CHCTeMa, IO PO3pOOISETHCS, Oyae YaCTHHOIO
KOMIUIEKCHOI pOOOTH 3 PO3pOOKM IrpOBOr0 MPOTPAMHOrO 3a0E3MEUEeHHS B >KaHPl
Roguelite. Po3poOka rpu mae mokazaTd e(pEeKTHBHICTh BHKOPHCTAHHS 3aKJIATh SK
YaCTUHU CUCTEMH KaHPY, KOJIM CUCTEMA TIHEH MOKa)Ke 3arajibHy ONTUMI3allil0 reHeparii
KaJIpiB.

O06acTiO BUKOPUCTAHHS pe3yJibTaTy poOOTH Oyne cdepa KOMIT IOTEpHHUX Irop Ta
po3Bar, y sKid MOXXHA 3alllKaBUTH SK TpaBLiB, Tak 1 po3poOHuKiB. LI cucremu,
po3poOJiecHI B paMKaX KOMIUIEKCHOI  poOOTH, MarTh MOXJIHUBICTE  OyTH
PO3MOBCIODKEHUMHU Ha IMIMPOKOMY CIIEKTPi IIaTHopM, MPUIOMY JTOCTYIT JO HUX MOXKE
OyTh HagaHuii Oe3KOITOBHO a00 3a JOCTYMHOK IS TPABIIB I[IHOIO, IO CIpHUsE
MOTAJIBIIIOMY PO3BUTKY MPOEKTY.

CrtBOpeHa y pe3yJsibTaTi KOMIUIEKCHOT poOoTH Bijeorpa y »kaHpi Roguelite RPG
MaTUMe JIeKUTbKa JIOKaIlii Ta HaJJaBaTUME MOKJIUBICTh TPABIF0 BUKOPUCTOBYBATH Pi3HI

KOMO1HaIIi{ 3aKJISTh, III0 POOUTUME KOXKHY HOBY CIIPOOY YHIKAJIBHOIO



1 AHAJII3 IPEAMETHOI T'AJTY3I

1.1 AHamii3 npeaMeTHOI ramys3i

XKanp roguelike, saxuil xapakTepusyeTbcsi IPOLEAYPHUM CTBOPEHHSM I1A3EMENb,
BIYHOIO CMEpTI0O Ta (POKYCOM Ha MaNCTEpHOCTI yepe3 MOBTOPIOBAHI MPOXOIKEHHS,
BIIPOJIMBCSI B OCTaHHI POKU 3 TMOSBOIO IMiKaHpy roguelite. YcmaakyBaBIIM OCHOBHI
NPUHLIAIIK CBOTO OaThKIBCHKOTO KaHpy, roguelite 1omae enemMeHTH, siKi pO3MIMPIOIOTH
Horo mpuBabIUBICTh, 30€piral0yu MpU I[bOMY OCHOBHY CKJIAJHICTh 1 3BHKAHHS, SIKI
BHU3HA4Yal0Th J0CBij roguelike.

B ocHOB1 roguelite JeXuTh peTeabHO pO3poOJieHHH 1rpoBUi UK. ['paBii
BUPYIIAIOTh Y MPOODKKHU Yepe3 MPOIeAypHO 3reHEepOBaHi MiA3eMeIlIs, CTUKAIOYUCH 13
Jeqiaii CKIaaHIIMMu BoporamMu Ta 6ocamu. CMepTh MIBUAKA i HEBOJIaraHHa, 3MYIITYIOUH
IPaBIliB MOYMHATH 3aHOBO 3 MIHIMAJILHUM IEPEHECEHHSIM MK crpobamu. Lleit mukm
CMEPTI Ta BIAPOKEHHS MOXKE 3/1aTUCA KapaloyuM, aje BiH BHXOBYE BIIUYTTS
MalCTEpHOCTI. 3 KOKHUM MPOOIroM rpaBii OTPUMYIOTh JOCB1/, BUBYAIOTh CXEMH BOPOTiB
1 BIIKPUBAIOTh MOTYXH1 KOMOIHAIli TpeaMeTiB. 3HAHHS, OTPMMaHI 3 MUHYJIUX HEBJady,
COpUSIOTh MalOyTHIM copobaM, CHOpUSIIOYM TOCTIMHOMY BJOCKOHAJIEHHIO —Ta
JOCATHEHHIO.

Roguelite Bizipi3HAETHCS BiJl CBOTO IMOIMEPEIHUKA THM, IO JOJA€ €IEMEHTH, SK1
OM SIKIITYIOTh PO34YapyBaHHs, K€ YacTO MOB’S3aHE 3 SBUIIEM MEPMAHEHTHOI CMEPTi.
[TocTiitHi OHOBIIEHHS, HaBITh MOETAIHI, CTBOPIOIOTH BIAYYTTS MPOTPECY, K€ BUXOAUTH
3a MeXl OKpeMmHX 3amyckiB. L[i OHOBJEHHS MOXYyTh NpUAMaTH (GOpMYy MIABUILICHHS
XapaKTEPUCTHK MEPCOHAXKA, HOBHUX 310HOCTEN a00 PO3IIUPEHOT0 HA0OPY MPEAMETIB, K1
3yCTPIYArOTHCS MiJ] 9ac MaOYTHIX MPOXOMKEHb. L5 mocTiiiHa crucTema mporpecyBaHHs
CTUMYJIIOE MIOBTOPHI CIPOOU, CIIOHYKAIOUX I'PABI[IB II0pA3y PyXaTUCS Jali.

Kpim Toro, roguelite oxorutroe 61J1bITy pi3HOMAHITHICTh CTUJIIB TPU. Y TOM 4ac K
nesiki roguelites 30epiratoTh MOKPOKOBI, CTPATETiyHI €IEMEHTH CBOIX MPEAKiB, 1HII
MPUKUMAarOTh OUIBIII OPIEHTOBAHMI HA JIII0 MIAX1J, 110 BKJIOYAE 01l y peaTbHOMY Yaci Ta

mBUAKANA pyX. lle moegHaHHS PI3HOMAHITHUX CTHIIB TPU TpPU3HAYEHE JUISl IITUPIIOT
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ayJIMTOPIi, 3a]Ty4ar0uu TPaBlliB, 5Ki, MOKIIMBO, HE HACOJIOIKYBAIHCS MOBLUILHUM TEMIIOM
TPaJAMIIITHUX POTATIIKIB.

HapartuBHuii nu3aifH y sxaHpi roguelite € 1m1e oJHUM acreKkToM, SIKUi 3aCITyTOBYeE
Ha yBary. Ha Biaminy Bia TpaauiiiHux roguelikes, je icTopis 4acTo BIIXOJUTHh Ha
Opyruii  1utaH, roguelites MOXyTh BKJIIOYaTH OaraTi OMOBiJl, SKI OPraHigyHO
pO3ropTaloThCcsi B KUIBKOX MPOXOKEHHSAX. JleTani HaBKOJMIIHBOIO CEepeoBUIIA,
B3a€MO/Iis IEPCOHAXKIB 1 TOHKI M1JKa3KH, PO3KHUIaH1 10 BCbOMY MPOIETYPHO CTBOPECHOMY
CBITYy, MOXYTb CKJacTH BeNMKy icTopito. Lleli ¢parmeHTapHuil migxix 10 OMOBiJII
320X0Uy€ KiJIbKa pa3iB, BUHATOPOKYIOUH TPABI[iB TJIUOIIUM PO3YMIHHSIM 1CTOpIi TpH 3
KOKHOIO CTIpO0OIO.

VYemix roguelite momsirae B HOTo 3AaTHOCTI 3HAWTH OajaHC MK BHUKJIUKOM 1
JOCTYIHICTIO. BiH 30epirae Kir04oB1 NpUHIIMIH KaHpy roguelike — kapanbHi TpyIHOIII,
MPOIEAYPHY TeHEpAIlio Ta MOCTIMHY CMEPTh — ajie A0/1a€ EIEMEHTH, sIKI POOJISITh 10CB1A
JOCTYITHIIIUM 1 MPUBAOIUBIIINM JIs UPIIoi ayautopii. [locTiitHl cuctemu mnporpecy,
PI3HOMaHITHI CTWJI1 TPU Ta MOTEHLIAJT PO3BUTKY OMOBIII CIPUAIOTH 3AaTHOCTI roguelite
3a0e3nevyyBaTy INIMOOKe 3a10BOJICHHS Ta HECKIHYEHHO MTOBTOPIOBAHUH TOCBI.

OnnuMm 3 sickpaBux npukiaiB xaupy € rpa Dead Cells, omHuMm 13 HaliBaXKJIUBIIIAX
BHECKIB Ipu 0yJi0 B iioro 00HOBIM cucTeMi. Y HbOMY 1/1€aJIbHO MOEIHYIOTHCS €JIEMEHTH
JociKeHHs Ta matdopmep Metroidvania 31 cTtpiMkuM ekmeHoM roguelite. (puc 1.1.)
[Tix gac 600 HAroJIONMIyEThCS Ha TUIABHOCTI Ta MAWCTEPHOCTI 3 aKIIEHTOM Ha TOYHHX
pyxax, JaHIIO’)KKOBUX KOMOO Ta ajanTailii 10 madioHIB atak Bopora. Lle iHHoBarliiine
3IUTTS KAHPIB PO3MIMPUIO TPUBAOIMBICTE 1TOp JKaHpy roguelite, 3ayduBIIN TPaBIIIB,
SAKUM T0JI00aTuCsl acTeKTH JOCIIKEHHS Ta Mporpecy nepcoHaxkiB Metroidvanias, a
TaKO0X BUKJIUKU Ta MOXJIMBICTh BIATBOpeHHS Gopmaty roguelike.

Dead Cells Takox peBOJIOLIOHI3yBaIM KOHIIETIIIIO CBITOBOTO JU3aliHy B paMKax
roguelite. Xoua mnponeaypHa TeHepallis 3alUIIA€ThCs KIIOYOBUM  €JIEMEHTOM,
B3aemornoB’s3anuit cBIT Dead Cells cTBOprO€ThCS BpakKeHHS, 1110 BiH CTBOPEHUI BPYUHY.
biomu pi3Hi, ane 6€370raHHO TIOB’ s13aH1 M1k COO0I0, CTBOPIOIOYH BITUYTTS MPOTrpecy Ta

BIJIKPUTTIB MPOTATOM KOKHOTO 3a01ry.
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Pucynox 1.1 — Ckpinmot rpu Dead Cells 3 ocHOBHUMH MeXaHIKaMu 0010

Spnuku, K1 BIAKPUBAIOTHCS 32 JIONMOMOTOIO MOCTIMHUX OHOBJIEHB, JT03BOJISIOTH
rpaBIsSIM €(EKTUBHIIIE OPIEHTYBATHCS B CBITI MijJ Yac HACTYHMHHUX CHPOO, CIPHUSIIOUYH
BITUYTTIO TIAaHYBaHHS HaJ HABKOJMIIHIM cepefoBuinemM. Llei miaxin mo au3aiiHy CBITY
BIJIPI3HSIETHCS B JESKUX MOIMEPEIHIX POTYENITIB, /e MPOIEAYPHO 3T€HEPOBaH1 PiBHI
MOTJIM 37aBaTUCS pO3’€IHAHMMH Ta MOBTOPHOBaHMMH. B3aemornor’si3anuii cBit Dead
Cells He nure mokparrye JOCTITHUIBKUI aCTIeKT, alie i MiICUIIIOE BIIUYTTsI MIPOTPECY
TpaBIIs.

Mera-niporpec, cucreMa, 3a JOMOMOIOI0 SIKOi TpaBlli BIAKPUBAIOTH IOCTIHHI
OHOBJICHHS, SKI 30€piraroThcsl MK 3axojamu, € 1e ojHiero cheporo, ne Dead Cells
3 cBi cmin. Ha BigMiHy Big gesxkux roguelites, e MOCTINHI OHOBJICHHS
3naroThes noctynoBumu, Dead Cells mporonye rpaBisiM CyTTeBU BHOIp, SIKHI CYTTEBO
BIUIMHE Ha 1XHI MaiOyTH1 3a0iru. ['paBiii MOXKyTh po30J0KyBaTH HOBI HABUUKH, MYTallii,
K1 3MIHIOIOThH ITPOBY MEXaHIKy, 1 KpECJICHHS MOTYykHoi 30poi. Ils HamiiiHa cuctema
METaIpOrpecyBaHHsI HE TIIBKA CTUMYJIIOE TOBTOPHI MPOXOJDKEHHS, aje W JI03BOJISE
rpaBLSIM aJanTyBaTH CBii JOCBIJI, CHEIIANI3yIOYUCh Ha MEBHUX CTUJIAX IPU Ta 30ipKax.

[leit piBeHb BOJII TpaBILIiB 1 HATAIMITYBaHb CTaB HAPIKHUM KaMEHEM 0araThbOX Cy4aCHHX
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roguelites, 6e3mocepelHbO HATXHEHHUX CHUCTEMaMu, BIepIie BnpoBakeHuMu B Dead
Cells.

1.2 Anani3z KOHKYpEHTIB

Jlnst BW3HAYeHHS 3a7ad HEOOXIAHO CHepIly TMEeperiisHyTH KOHKYPEHTIB Ta
3’sICyBaTHU MEepPeBaru Ta HeJOJIIKU KOXKHOTO 3 HUX.

OnHiero 3 irop mis po3risaay € Bimoma Enter the Gungeon [4]. I'pa BiaTBOpIroe
HEWMOBIpHE MiA3EeMEIIs: BH JOCHIKY€eTe JaOIpUHT MiJA3€MHOrO CBITY, HAallOBHEHUM
BOPOTaMH Ta KYyJIIMH, MalOYH B pyKax apceHas 00KeB1IbHO1 30poi, 110 TMTOCTIHHO 3POCTaE.

(muB. puc. 1.2)

=EE=g === =m=E=p,
=t Pl on | [T =Ton =Ton| [Eomomzl

Pucynox 1.2 — Ckpinmior 3 rpu Enter the Gungeon (2016)

Cepen nepeBar MO>KHa 3a3HAYUTHU:
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- CtpiMku#l 1 HecaMOBUTHI eKIlH, ajke Enter the Gungeon 3akuHe Bac mpsiMo B
camy TYIIy MOAiH 13 HampyXkeHUMU Tniepectpiikamu. [1[o0 BrkuTH, BaM 3HATOOIATHCS
MIBUJIK] pedeKcu Ta pi3Ki HABUYKH YXHUIICHHS.

- Kyna 306poi, 60 rpa Moke MOXBaJUTHCS BEIMYE3HUM apCEHAIIOM JUBHUX 1
qyJ0BUX 30poi, Bil KJIACHYHHMX IMICTOJETIB JO XUMEPHUX CTBOPiHB, SIKI CTPUIAIOTH
KYJISIMH, 1110 B1JICKaKylOTh, 00 BUOYXOBUMH BIBIISIMH.

- BigTBOproBaHICTh 3aBISKH MOKJIMBOCTI IPH Y KOXKHOMY MPOXOJIKEHHI MICTUTH
MPOIIETyPHO 3T€HEPOBaH1 PiBHI Ta MPEIMETH, 1110 30epirae JOCBi CBIKUM 1 CKIIATHUM.

- CrisibHa rpa, TOOTO MOXKJIMBICTh KOOTIEPATUBHOI I'PH Y T'pi.

Henonikn:

- Bucoka ckiamgHicTh JUIsi TOro, o0 YBIWTH B rpy, 00, SIK BiJIOMO, Ba)XKO, 3
HeBOJIaraHHUMH BOPOTaMH Ta CUCTEMOIO MTOCTIMHOT CMEpTI, sika 3MYIIy€ Bac MOYMHATH 3
HYJIS MMICIIA TOPAa3KH.

- [loBTOproBaHMii IrpOBUI LUKII, aIKE JUISl IEIKUX T'PaBI[iB OCHOBHMM ITPOBHI
IIUKJI, TIOB’sI3aHUI 3 OMTBOIO B KIMHATax 1 30UpaHHIM 31001Yi, MOKE MTOBTOPIOBATUCS.

binemn HOBMM mpuKiIamoM ycrixy Oyna rpa Hades [5]. Ils rpa, po3pobiena
Supergiant Games, € poJbOBOIO eKITH-1Irporo 2020 poKy, sKa MoeIHY€ B COO1 HECAMOBUTI
OWTBU 13 HACUYEHOIO PO3MOBIII0, OPIEHTOBAHOIO HA MepcoHaxiB. ['paBiii OepyTh Ha cebe
pouk 3arpes, cuHa IperbKoro oora Aima, IKMi HaMaraeTbCsl BTEKTH 3 M1J36MHOTO CBITY

ta gocsarti ropu Omimn. (auB. puc. 1.3)

THEMINOTAUR

122/160 '+ 1/3 S

Pucynox 1.3 — Ckpinmot 3 rpu Hades (2020)
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ITepeBaru:

- [lepexoHnuBuil HapaTHB, KU I'pa MaCTEPHO AEMOHCTPYE Yepe3 B3aEMOJII0
MEPCOHAXIB 1 JeTallli HaBKOJMIIHBOTO cepenosumia. Ctpykrypa roguelike mozBosie
ICTOpli OpraHidyHO PO3rOPTATUCS B KUIBKOX MPOXO/KEHHSX, BHHArOPOKYIOUH
HAITOJICTIINBICTb.

- YynoBa rpadika Ta ayaio, BUpaKeHa y Tpl 4Yepe3 MPECTaBICHUN SICKpaBUi
XYJI0’KHIM CTHIIb, HATXHEHHUH TPELbKOI0 KEPaMIKOI0, 1 3aXOIUTIOI0YNI CAyHIITPEK, KU
JUHAMIYHO aJIalITyEThCS IO iITPOBOTO MIPOIIECY.

- Bucoka MOXIMBICTh TieperpaBaHb 3aBASKH TOEIHAHHIO TMPOIEAYPHO
3r€HEepPOBAHUX PIBHIB, TOCTIMHUX OHOBJIEHB 1 PO3TATY>KEHOI PO3MOBI1 320X0UY€ I'PaBLIIB
MOBEPTATHCS 32 HOBUMH.

Minycu:

- IloBTOprOBaHW MK OCHOBHOI TPH, XOYa ICTOPiS PO3TOPTAETHCS TPOTATOM
KUIBKOX 1MOp, OCHOBHUW IHUKJI TPH, TIOB3aHHS B MiA3eMeIUIsIX 1 Oid, MOXe 3/1aBaTHCs
JIESKUM TPaBIISIM IIOBTOPIOBAHUM.

- Bucoka ckiagHicTh 0COOJIMBO ISl TUX, XTO HE 3HaloMuil 13 s)kaHpoM roguelike,
Hades nporonye cepito3uuii BUKIIUK, SIKH MOYKE 30CHTEKHUTH JACIKUX.

[HImmM Oinbin KiTacuyHuM npukiagoM € The Binding of Isaac [6] (nuB. puc. 1.4),
ctBopernii Enmynnom Makmimienom 1 @nopianom Ximcnom y 2011 pori, — 1e rpa

M13eMeIIs, 13 TPUBOXKHO MTOXMYPHUM €CTETUYHHUM 1 TEMATUYHUM SJIPOM.

~
I - The Magician |4

Pucynok 1.4 — Cxpinmor rpu The Binding of Isaac (2011)
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['paBii kepyroTh [caakoM, MOJIOAMM XJIOMIEM, SIKHI CITyCKA€ThCS B MiJIBAJI, 11100
YHUKHYTHU CBO€T (DaHaTUYHO PENIriiHOl MaTepi, sika BIpuTh, 110 bor Bumarae xeptsu. ['pa
JOCITIJIKY€E 3pUTi TEMH 130JIA1111, )KOPCTOKOTO MOBO/KECHHS Ta TCUXIYHUX 3aXBOPIOBAHb
gyepe3 IPOTECKHO YapiBHI Bi3yajibHI €PEKTH Ta IPOBUIM MPOIIEC.

IlepeBaru:

- 'muGokuii 1 CHMBOJIIYHHM HapaTUB, IKUM HE3Ba)KalOUM Ha TPUBOXKH1 00Opasu, The
Binding of Isaac nporonye Hanpouy rO0OKY 1CTOPito PO TpaBMY Ta CTIMKICTh. ['paBiti
MOKYTh IHTEPIPETYBaTH CUMBOJIKY B I'pi, 1100 PO3KPUTH IIapH 3HAUCHHSI.

- [loennanHs npoieaypHOi reHepallii Ta pi3HOMaHITHOCTI MPEAMETIB 3a0e3neuye
Maii’ke HECKIHUEHHY KUIbKICTh I'POBUX BPAKEHb.

- VHIKaJIbHUN BI3yaJbHUN CTWUJIb, HAMaJbOBAaHUW BI1J PYKH, XOU 1 BHUKIIMKAE
3aHENOKOEHHS, aje, 0€3CYMHIBHO, BUALISETHCS Ta CTBOPIOE HE3a0yTHIO aTMOc(epy.

Henonikn:

- TpuBoxHu# BMICT y BUIJISAl 3B’si3yBaHHS Tpadiunux oOpasiB Icaaka Ta
JTOCJIKEHHSI TEMHUX T€M MOKE BIIITOBXHYTH JICSIKUX TPABIIIB.

- 3arajkoBa pO3MOBIAb, SKa 3HAYHOIO MIPOIO0 MOKIAJAAETHCA HA CHUMBOJI3M 1
BHMarae 3Ha4yHUX 1HBECTHUIIIH IrpaBIisl, MO0 i TOBHICTIO 3pO3YMITH.

- HeBOnaranuuii xapaktep xaHpy roguelike y moeaHanH1 3 BiJICYTHICTIO IMiIKA30K
y TPl MOXKE y>K€ YCKIIQHUTHU TIPOIIeC HaBYaHHS.

TakuM YMHOM MO>KHA MPOCIIIJIKYBATH MPOOJIEMY CKIAIHOCTI TP HA MOYATKY, SIKY
NOTPIOHO 3IJIAJUTU TUMYACOBOIO JIETKICTIO 1 YACTillle HArOPOJKYBaTH TPaBLsl PI3HUMU
crnoco0aMu MpPOTITroM Ipu. Y IbOMY MOXE JOMOMOITH FapHO MPOJyMaHUM CIOXKET, 110
JIETKO BIUTITAETHCS Y ECTETUKY CBITY Ta PI3HOMAHITTS CEKPETIB, 110 I'PaBellb MOXKE 3HAUTH

10 X0y TPH.
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1.3T1ocranoBka 3amauil

VY xoxi po3poOku irpoBoro 3actocyHky y skanpi Roguelite RPG, a came iioro
reimIuIeitHol Ta rpadivyHOT YacTHH, Y SKi BXOASATh CUCTEMH TIHEHW Ta 3aKJIATh, TOBUHHI
OyTH po3po0JIeHI HACTYITHI KOMIIOHEHTH:

KoMITOHEHT 3aKJIsITh:

- MOTPIOHO PO3POOUTH 3aKJIATTS, SIKI BIAMOBIJAIOTH ITPOBOMY OTOYCHHIO Ta
SBJISIOTH COOOI0 YACTUHY ITPOBOTO CBITY;

- 3aKJIATTS MOBUHHI OyTH PI3HOMaHITHUMH 1 BIUIMBATH HA P13H1 aTpUOyTH rpaBLs;

- 3aKJISATTA [MOBUHHI MATH JIEKUIbKA PIBHIB CHJIM 1 3aJI€KaTU B1Jl PIBHA / TOCBITY
IpaBIld;

- 3aKIATTS MalTh MPALIOBAaTH y PEXKUMI MYJbTHIUICEpY 03 3HA4HOl IS
relMILIeIO 3aTPUMKU;

Cucrema TiHEi:

- IIEHepH MOBUHHI MPALIOBAaTH Y 00paHOMY IrpOBOMY PYILIi;

- IOBUHHI BUTJISIATH HE TipIe 3a TiHl 00paHoi SKOCTI y IrpOBOTO PYIIIis;

I Ty4Huil 1HTENEKT:

- IOBUHEH KOHTPOJIIOBATUCS CEPBEPOM,;

- IOBUHEH OTPUMYBATH 1HGOPMAIIiIO TTPO TPABIIS;

- KO’KE€H BOPOT Ma€ YHIKaJbHI1 3aKJIATTS;

- CX01 BOPOTH JIIFOTh CXOXKE;

TakuM YyHHOM Ma€EMO TPU OCHOBHI CHCTEMHU, 1[0 BUMAraroTh MOAAJIBIIIOI peai3arii

B YMOBaX KOMILIEKCHOT poOOTH.
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2 ®OPMYBAHHS BUMOT O NPOT'PAMHOI CUCTEMHA

2.1 ®yHKIIOHATBHI BUMOTH J0 ITPOBOTO 3aCTOCYHKY

3 po3risay A0 MOCTAaHOBKH 33/adl y JI0 IBOTO Ta, 3 BPaxXyBaHHIM IepeBar Ta
HEJIOJIIKIB PO3TJISHYTUX aHAJOriB, JUIsi KOMIIOHEHTY IrpOBOTO 3aCTOCYHKY, IIIO
PO3pOOITIOBATUMETHCS, CTABIATHCS HACTYMHI (DYHKITIOHATIBHI BUMOTH

Cucrema 3aKisTh:

- 3aKJISITTS MalOTh 3aJeKaTH Bl aTpUOYTIB 1 CTaBaTU CUJIBHIIIMMU 3aJIEKHO Bij

aTpuOyTIB;

- JIWIIIE 3aKJIATTS MOXKYTh BIUIMBATH HA aTPUOYTH 1 TAKMM YMHOM Ha TIEPCOHAXKIB
IpU, TOOTO CIIOBUILHEHHSI MA€ BILUTMBATH Ha aTpUOYT MIBUIKOCTI PyXY, IIIKO/Ia HA aTpUOYT
3I0pOB’sl 1 TaK JaJIi.

- yC1 AOCTYIHI 3aKJISITTSI MAlOTh BiJI0OpaXkaTucs y iHTepdeiici rpasiis.

- 3aKJIATTS MAKOTh Yac Nepe3apsaKu Ta BapTICTh, € BAPTICTh MOKe OyTH BUpaKeHa
MEBHOIO KUIBKICTIO KOHKPETHOTO aTpuoyTy.

- arpu0yTH BIUIMBAIOTHh HA MIBHJKICTH TEpE3apsi K, BApTICTh W 1HINI ACTIEKTH
3aKJISITTS, 110 3aKJIaJIeH] y HOro.

Cucrema TiHei:

- TiHI 1 TOB’s13aH1 3 HUMHU €(DEKTH HE MAIOTh 3HAYHO CIIOBUIHHIOBATH POOOTY I'pH

- TiHI 1 IOB’s13aH1 3 HUMHU €(DEKTU MOKHA JIETKO 3aMIHUTH 1]l 4ac IPU

- TIH1 BUTJISAI0Th JOCTaTHHO PEAIICTHYHO JIS TPABIS

I Ty4HM 1HTEJIEKT:

- BOpPOTU TOBHMHHI 3aBXIU NEpeciilyBaTh TpaBilsi, ado 3ailMaTH NpiOPUTETHI
MO3UIIIT 3 SIKUX JIETKO aTaKyBaTH TPABIIS.

- BOPOT'Y MOBMHHI BUKOPUCTOBYBATH HANCWIIBHIII 3aKJIATTS y mpioputeTi. Taki
3aKJISTTS. MOXKYTh BHU3HAYATHCS YMOBaMH Y SIKMX 3HAXOJHWTHCS BOPOT Ta TpPaBEIlh
BIJITTOBITHO.

Takum ynHOM chopmoBaHi (QPYHKIIOHAIbHI BUMOTH /10 YACTUHU KOMIUIEKCHOT

kBamidikaiiitHoi poboTH.
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2.2HedyHKI1iOHAIBHI BUMOTH JI0 ITPOBOT0 3aCTOCYHKY

[rpoBuii 3aCTOCYHOK MOBHHEH MPAIIOBATH 3 MIHIMAJILHO MOXJIMBUMU 3aTPUMKAMU
HaBITh 32 YMOBH 3HaXOJKEHHS Ha OJIHIN IrpOBIH cecli JEKIJIbKOX I'PaBIiB OJHOYACHO.
Takox, MPOAYKTUBHICTh HE Ma€ 3ajJeXaTH BiJl KUIBKOCTI OJHOYAaCHO BHUKOPHUCTAHUX
3aKJISATh, UM KIJILKOCTI BOPOTiB, 32 YMOBH 1110 KUIBKICTh BOPOTiB He nepedininye 100 Ha
OJIHY ITPOBY CIICHY.

Takox, 10 He(yHKIIOHAILHUX BUMOI' YaCTHHH irpoBOT0 3acTocyHKy Roguelite
RPG, a came 10 KOMIIOHEHTY CHUCTEMH 3aKJIsTh, TIHEH Ta MITYYHOTO 1HTEJIEKTY MOXKHA
BIJTHECTH:

- BUJIIJICHHSI BOPOT1B YEPBOHUM KOJILOPOM IPU HaBE/IEHI HAa HUX

- CHeIiajibHI KOJIbOPY BUALICHHS JJIs PI3HUX THUIIIB MPEIMETIB;

- 00’ €KTH Ta 3aKJIATTS 1110 HAJIEKATh 1O OJHOTO aTpUOYTy MatOTh MaTH KOJIIP LbOTO
aTpuOyTy;

- yC1 00’ €KTH MOBHUHHI OyTH pealiCTUYHUX MPONOPILI1I, HE BpaXOBYIOYH BOPOTIB Ta
IpaBIIsl.

Takum ynHOM c(OpMOBaHI HEPYHKIIOHATBHI BUMOTH JI0 YACTUHU KOMIUIEKCHOI

kBamidikaiiitHoi poboTu.

2.3BuMoru 10 cepenoBuIl po3poOKu

JInst CTBOpPEHHSI IPpU Ma€ BUKOPUCTOBYBATHUCs irpoBuii pyrrii Unreal Engine 5, sk
HaWOUIBII MPOCYHYTHH PYIIIA 3 MUPOKUM 1HCTPYMEHTApIieEM, KWW MOJIETIIyE 3a7ady
CTBOPCHHSI MYJbTUIICEPHUX IMOp, Y TOM CaMHI Yac HAJal4d 3MOTY MOAN(IKYBATH
HIeiIepy 1 T€ K MPAIIOI0Th TiHI.

Unreal Engine 5 BukopuctoBye MoBY mporpamyBaHHs C++ sk cTaOlIbHY Ta

HMIBUIKY JUIS TPH, y Iiel yac miarpumyroun interpamito JetBrains Rider mist merxoro
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PO3IIMPEHHS HassBHOTO (h)YHKITIOHATY, TaK 1 IS 3MIHM YaCTHH BUX1JHOTO KOJIy irpOBOTO

pyIis.
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3 APXITEKTYPA TA IPOEKTYBAHHS ITPOI'PAMHOI'O
3ABE3IIEYEHHA

3.1UML npoekTyBaHHS IpOrpaMHOTO 3a0e3MeueHHs

Po3pobka KOMILJIEKCHOTI pOOOTH IrpoBOr0 3aCTOCYHKY po3mnodanack 3 UML-
npoekTyBaHHs. Ha nepuiomy erami Oyna crBopeHa Use Case giarpama, sika Bizyasizye
(GyHKIIIOHAT TpU Ta JEMOHCTPYE BCl MOXKIIMBI B3aeMo/Iii enemeHTiB. 3aranbHa Use Case

JiarpaMa JJis IrpoBOro 3aCTOCYHKY y *aHpi Roguelite RPG npejicraBieHa Ha pucyHKy

3.1.

<<include>>
A"'

detect the character

interact with Ny

level's - artack on
monster

TN

i

envirenment
i
get recaurces <<extends>

move the o <<inClude>> =meeseee.

character
7 <<include=>
{ 3

<includes> <<include=>

<extend>>

\ /
x / |
<<extend>> sellers behind i
the counter i
= @
recources

-’\|I
%
w
o 3
o

Monster

<<extend>>

<<extend>>  <<extends>

start the game
from the
round
Player g
<<

exit the game <<extendz>

<<axtends>

kill all monsters
in game level

<<extend>>

<<extend>>

end the level

Pucynoxk 3.1 — Use Case miarpama irpoBOro 3aCTOCyHKY

PosrnssHemMo niesiki eIeMEeHTH JiarpaMH, 10 BITHOCATHCS JO CUCTEMU 3aKJISATh Ta
IITYYHOT'O 1HTEJIEKTY OUTBII IETaIBHO.

Cepen akTopiB po3poOIIOBaHOTO KOMIOHEHTY BuaimumMo Mouctpa (Monster) ta
I'pasiis (Player).

I'pasers (Player) e 6e3mocepeaHivM KOPUCTYBaueM CHCTEMH Ta MPEICTaBICHUH Y

I'pl IEPCOHAXKEM T'OJIOBHOI'O T€pOSL.
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Mowuctp (Monster) — 1ie oiuH 3 BUIIB BOPOTiB y I'Pi, [0 HE € IFPOBUM ITEPCOHAKEM.
BiH 10m0OBHIOE ITPOBUIl CBIT Ta BUKOPUCTOBYETHCS Y IEAKHX MEXaHIKaxX:

- 3HaliTH mepconaxka (detect the character) — mtyunuii iHTENEKT 3HAXOUTH TPABIIS
32 YMOBH, IO TOH 3HAXOAUTHCSA Yy pajiyci 3HAXOKEHHS Ta HOro MOXKHA MOOAYUTH 3
TOYKH Y SIKIA 3HAXOJIUTHCS MOHCTD.

- atakyBaTH nepconaxa (attack the character) — mryunuii iHTeNIeKT aTaKye rpaBLs
BUKOPHCTOBYIOUM 3akisaTTs (cast spells), siki BrumBaroTh Ha #oro arpuOyTtH, abo Ha
aTpuOyTH caMOTo MOHCTpa. TakuM YMHOM MOKHA, HATIPUKJIIA1, HAHOCUTHU IIKOAY BOPOTY.

- BouTH nepconaxa (Kill the character) — mTy4yHwuii iHTEJIEKT MOKE BOMTH TpaBILd,
MICJIS YOTO BiH 3HAXOJAUTh HOBY IIJIb TA aTAKYE Ti.

Tenep posristaemo ['paBus (Player):

- mouartu rpy (Start the game) — rpaBerp MoXe po3MoOYaTH TPy 1 TAKUM YHHOM
MOYaTH B3aEMO/IIIO 3 IFPOBUM CBITOM 1 BUKOHYBATH Oyb-5Ki Il B HBOMY.

- moyatu piBeHb IpH (Start the game level) — rpaBenb nourHae OUTBY 3 BOpOTamMH i
OTPUMYE HEOOX1aH1

- B3aeMOJIISATH 3 OTO4YeHHsM piBHs (interact with level’s environment) — rpasenp
MO>Ke T0UpaTH MpeaMeTH Ta OOHYCH, 110 JTI03BOJISIOTh BIIKPUBATH HOB1 3aKJISATTS JIJIS
BUKOPHUCTAHHS y TOAATBIIOMY

OTxe, y 1bOMY TIAPO3/I1I1 OyJIM PO3TIISIHYTI BapiaHTH B3aeMo/Iii st MoHCTpy Ta
it ['paBiist 3 00Ky BUKOPUCTAHHSI 3aKIISATh.

I'paBertb 1 MOHCTpP MOXYTh B3a€MOIIATA OAWH 3 OAHUM BUKOPHUCTOBYIOUU
3aKJISATTS IS 3MIHU aTpUOyTIB, MPU I[bOMY OCHOBHOIO METOI 000X € 3MEHIICHHS

3I0pOB’A JJIsl IEPEMOTH HaJl OTOHEHTOM.

3.2Bubip apXiTeKTypu Ta pyuris

Ha cporogHi icHye Oarato IirpoBHX pyIIliB, 3a JONOMOIOI SIKHUX MOXHa

CTBOPIOBATH SIKICHI irpu. AJie HANOUIBII MOMYJISPHUMU PIIICHHSIMU Hapasl € TPU PYIIIis:
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Unreal Engine, Unity tTa Godot. KoskeH 3 HUX Mae CBOi mepeBard i HEJOJIKH, 1 TaM e
OJTHOMY TMPO€EKTYy Oyne OuTbll e(pEeKTHBHO BHUKOPUCTOBYBATH OAHMH PYIIii, 1HIIOMY
HabaraTo Jermie TOCITTH CBOET 3a/1a4l 3 THIIHM.

Unreal Engine na BigMiHy Bia JBOX IHIIUX KaHAWJIATIB Hajae HaO0arato OijbIie
byHKITIOHATY TIOB’SI3aHOTO 3 Tpadiko0 Ta aHIMAIISMU, MOJETIIyE POOOTY CTBOPCHHS
OTOYEHHsSI HaJa€ MOXKJIMBICTh 3MIHIOBATH apXITEKTypy pYIIis Ha HHU3BKOMY pIBHI.
[IporpamyBanust Ha C++ [103BOJIsIE€ JOCSTTU JAOJATKOBOIO piBHs onTuMizaiii. Tex came
cTocyeThes i meraepis, 6o Unreal Engine Hamae MoKIHMBICTh peiaryBaTu menaepy 3a
nornomororo MoBu HLSL, mio 3actocoByeTbes Ajis TpOrpaMmyBaHHsS IICHAEpIB Ha
HU3BKOMY piBHI. Y 1ie#t yac sik Godot, Tak i Unity BUKOPUCTOBYIOTH JJIst IPOTpaMyBaHHS
reiimMmieto BUKIII0ouHO MOBY C#, ab0 1HIIy BJIacHY CKPHUIITOBY MOBY, Ha YOMY BTPadaeMo
ONTHUMI3allil0, sIKa He0OX1HA Yy irpax.

Opniero 3 HaliBaxknuBimux nepesar Unreal Engine 5 € lioro nepenoBa TEXHOJOT 1S
Bisyamizamii. Taki ¢ynkuii, sk Lumen [7], HOBHICTIO TUHAMIYHA CHCTEMa OCBITICHHS, i
Nanite [8], BipTyamizarop reoMeTpii, J03BOJISIOTH CTBOPIOBATH HEHMOBIPHO JIeTaIi30BaH1
Ta 3axomnoroul cepenoBumia. Lle ocobnuBo BaximBo 15 xkaHpy Roguelite RPG, ne
IpaBIll 3aHYPIOIOTHCS y (paHTACTUYHI CBITH, HAITOBHEHI PI3HOMAHITHUM CEPEIOBUIIIEM.
3natnicth Unreal Engine 5 BiATBOprOBaTH 1l CBITH 3 TAKOK TOYHICTIO MOYKE 3HAYHO
MOKPAIIUTH JOCBIA TPaBIls, CTBOPIOIOYM BITUYTTA JMBA Ta BIIKPUTTA B KOXXHOMY
MPOIICAYPHO 3T€HEPOBAHOMY ITiJI3EMEJLTI.

Kpim BizyansHux enementiB, Unreal Engine 5 4yynoBo CTBOprO€ AMHAMIYHI Ta
peakTuBHi cBiTH. Moro cucrema BisyansHux edekti Niagara 1ae 3MOry CTBOPIOBATH
BpaXkaloul aHiMallli 3akjIMHaHb, €KOJIOTIYHI HeOe3MeKW Ta Bpakarodi 3110HOCTI
nepcoHaxiB. L{e 11eanbHO MOENHYETHCS 31 CTPIMKUMU, OPIEHTOBAHUMU Ha [I1i O0SIMU, K1
4acTo 3yCTpiualoThcsi B ponboBuX irpax Roguelite. Unreal Engine 5 no3Bossie
pPO3pOOHUKAM CTBOPIOBATH Bi3yallbHO BpaXkaroul Ta Bpaxkarodi OONOBI 31TKHEHHS,
3aJTy4yaloyM rpaBIliB 1 3aHYPIOIOUH iX Y JII0.

Tenep po3rasiHeMO BUAM apXITEKTYPH 1 BU3HAYUMO HAMOUTBII MPUAATHY 3 HUX JIJIS
CTBOPIOBAHOTO MPOEKTY. € TPU OCHOBHI MATEPHU 32 SIKUMHU CTBOPIOETHCS apXiTEKTypa

ITPOBUX 3aCTOCYHKIB:
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- MVC, taka mo ckinagaerbes 3 yactun Model, View ta Controller. Ili
KOMIIOHEHTH BIAMOBIJAIOTH 3a 30€PEKEHHS TaHUX, BITOOPaKeHHS TaHUX Ta 00pOOKYy miii
KopucTyBaya. | Xo4a 4acTKOBO BUKOPUCTATH 1[I0 MOJETH AJI1 YACTHH MPOTPaMH MOXHa,
BOHA He € OCHOBHOIO. [ {10 apxiTekTypy Oyje 3actocoBano s penaepinry Ul 1 ocHoBHOT
iHOopMaIlii, 110 MOB’sA3aHa 3 MEPCOHAKEM 1 HOTO 3aKIIATTIMHU.

- KiienT-cepBepHa apxiTekTypa, OJiHa 31 CTAaHJAPTHUX aOCTPAKTHUX apXiTEKTYyp,
JIe OJlHa YaCTHHA B1I00pa’kaeThCs Ha MIPUCTPOT KOPUCTYyBaya, KOJIM 1HIIIA BAKOHY€EThCS Ha
BiJJaJICHOMY TPUCTPOi, Ha cepBepi. Taka apXiTEKTypa BUKOPHUCTOBYETHCS ISl OHJIAWH
irop, ane OUIbIIYy YacTUHY OHJAMH 3B’SI3Ky 1 MYJBTHIUIEEP MOXJIMBOCTEH, 1110
NOTPEeOYIOTh PO3AUICHHS Ha KIIIEHT Ta CEPBEP 3a I1€10 apXITEKTYPOIO BAKE 3aCTOCOBAHO Y
IrpoBOMY py1ii, mo Oyno oOpano. Came ToMy AaHa apXiTEeKTypa He Oy/ie 3aCTOCOBaHa.

- KomnoHeHTHa apxiTekTypa, sika po30MBa€ JIOTIYHI YaCTMHU Ha KOMITOHEHTH.
TakuM 4YMHOM MOJKHa pO30UTH 3aKIATTA, MEPCOHAXKIB Ta IITYYHUH IHTENEKT Ha
KOMIIOHEHTH, 5IKI MOYKHA TOBTOPHO 3aCTOCOBYBATH Y 1HIIMX KOMIIOHEHTAX 1 €EKTUBHO
TECTYBaTU KOXK€H okpemo. lle mocuTh moserirye mpoiec po3poOKH i came ToMy Iist
apxiTekTypa OyJie 3aCToCOBaHa B MPOIECI PO3POOKHU.

3aBasku oOpaHid apXiTEKTypi JIETKO CTBOPIOBATHM HOBUM (YHKIIOHAT 1 HE
3aBAKAaTH TMPOTPAMYBAHHIO IHIIMM ydYacHUKaM KoMauHau. OgHOYacHO 3 UM
3actocoByeThest MVC miis wactunm, 110 BIAMOBIAAE 3a BiOOpakeHHs iHTEepdelicy, ane

BOHA HE CKJIaJa€ OCHOBHOTO ()YHKITIOHATY IPOTPaMH.

3.30rms11 irpoBOTO IMUKITY

OnuH 3 KJIIOYOBHX €TaliB po3pOOKH ITPOBUX 3aCTOCYHKIB — 1€ MPOEKTYBaHHS
irpoBoro nukiy (adria. "game loop"). IrpoBuil UK ONMKCYy€E OCHOBHI MEXaHIKH TPU Ta
JIOCBIJI, IKHI TpaBeIb OTPUMYE i1 9ac revmruieto . [leit uki OyayeTbes 3a MPUHITAIIOM,
JIe KO>KHA JIisl TPU3BOJAUTH /10 HACTYMHOI, CTBOPIOIOYH MOCIIIOBHICTh, KA B PE3yJIbTaTi

MOBEPTAETHCS IO TOYATKOBOI Aii. TakuMm 4rHOM (HOPMYEThCS TeUMILICH OY/Ib-SKOi TPH.
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Kpim Toro, nesxi aii MoxKyTh 3a0upaTu ab0o J0AaBaTH PECYPCH IPaBIIeBl, Takl sIK 4ac abo
irpoBa BamoTa. Po3ristHeMo irpoBuil UK pO3pOOIIOBAaHOTO ITPOBOTO 3aCTOCYHKY (IHB.
puc. 3.2). OCKUIbKH ITPOBUH LMK € 3aMKHYTHM, TO MO3HAYMMO, 1[0 I'PABEIb MOYNHAE
CBOIO IrpoBy ceciro 3 mojli "modatrok HoBoro piBHa" (start new level). Ilotim

BiI0YBa€ThCS MIALMKIL, BITOMHUIA K mpoxomkeHHs piBHA (level walkthrough).

level walkthrough

-hj
detect monsters cast spells —-{b fight monsters  |— +x‘:) get experience

interact with

@
environment X

start new \.
level collect resources

find new areas

achive main goal

on the level

)

mave to the next
move character 1—'@— get a reward

leve

Pucynok 3.2 — IrpoBuii UK MPOTrPaMHOTO TPOAYKTY

binpmricTe redMruier0 MoOKHa TO0AUUTH BCEpPEIWHI ITUKII, OCHOBHI [1i, IO
B1JI0YBAIOTHCSI MPOTATOM HABEICHOTO LIUKITY:

- PyX MEPCOHAKA;

- B3a€MOJIA 3 OTOUECHHSM;

- BIZIKPUTTS HOBUX TEPUTOPIH;

- 3100y TTsI HOBHX MTPEIMETIB,;

- 3HAXOJ/IP)KCHHS BOPOT'iB,

- BUKOPHCTAHHS 3aKJIATh,

- OTpUMAaHHS JIOCBIY;

- OTPUMAaHHS HaropoJiy;
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[Ipu mocsirTHEHHI OCHOBHOT METH PiBHS, TPaBellb OTPUMYE HATOPOY 1 MEPEXOAUTh
JI0 HACTYITHOTO PiBHS, /i€ TIOBTOPIOE HaBeAeH1 Ail. J[Js MOCATHEHHS METH TpaBellb Mae
HAaBYUTHCA OWUTHUCS 3 MOHCTpAMHU Ta TOCWJIIMTH CBOi 3A10HOCTI, IS MEPEMOTH Haj

IICBHUMHA BOpOT'aMHU.

3.40rnsa1 HalIIKaBIIIIUX AJITOPUTMIB Ta METOI1B

B skocTi 1IKaBOro anroputMy OyJe HaBEEHO aJIrOPUTM MOBEAIHKHA OIHOTO 3
Boporie [9]. Lleli anropuT™m € OLTBII KOMIICKCHHUM 1 CKJIQJHUM, aje HOro po3rJisia
noTpedyBaB O OUIBIIOrO 00CATY, TOMY Oyje PO3IVIIHYTO MOTO YacTHUHY, Ky MOXXHA
no0aYnTH HA PUCYHKY 4.3.

Crnepury BOpOr TEpeBIpsi€ YU 3HAXOJUTHCS TpaBellb y PajilyCl 3HAXOKEHHS
Boporowm. el mponec moBTOPIOETHCS MOKHU IPABELb HE 3 IBUTHCS Y palyci, aJp)ke yMOBHU
PIBHS 3MYIIYIOTh I'PaBIsl 3HULIUTH BOPOTiB sikHaWmBUamIE. [1icis nporo Bopor aHanizye
CBOE OTOYCHHS 1 UM MOXKE BIH pyXaTHUCs HaJ] TIEBHUMH 00’ €kTamMu. Bopor CTBOPIOE OLIIHKY
JUISL KOXKHOI TOYKHM y MEBHOMY pajlyCl 3 ypaxyBaHHSM IIAHCY TOrO, IO BiH 3MOXeE
3aCTOCYBATH 3aKJIATTSA 3 111€1 TOUKHW MPOTH rpasils. [licis mporo anamizy iHbopmalis mpo
HBOTO 30€pIiraeThbcsi 1 BOPOT MOYMHAE PYyXaTUCS Y CTOPOHY TpaBIisi. SIKIIO BOPOT AOCAT
HEOOX1THOT TOYKH, BIH aTaKye€ TpaBIlsi, 3aCTOCOBYIOUM 3aKJISITTS MpoTH HbOro. llei
MpOIIeC TOBTOPIOETHCA JIOKU TpaBellb KUBHHM. SIK TIJIbKM TpaBellb MOMHPAE, BOPOT
NepecTae iICHyBaTH.

3anpornoHOBaHMUA aNTOPUTM BHPIIIy€e TPOOIEMHU, KOJIKM BOPOT MOXKE IMepecTaTu
pyXaTuch, TOOTO 3aCTPATTH Ha MICIIl 1 HAMAraTucs MPOJOBXHUTH MOTIEPETHIO 110, KON
il BXKE€ HEMOXXJIMBO 3pOOMTH, a TAaKOX 3aBXKJM 3HAE TMPO Te, YU € TpaBellb y pajiyci
BJIACHOTO 3HAXO/[KCHHS, YUM IOJIETIITYE 3a/1a4y aTaKH TPaBIlsi, a00 BUKOPUCTAHHS 1HIIIUX
3aKJISITh BIJMOBITHO O CUTYyaIlll, CWJIM 3aKJIATh Ta IHIIMX BIUTMBOBHX (DAKTOpIB, IO
MaroTh Bary y MpPUHHATTI pilieHb. TaKuM YUHOM MH MOXKEMO TapaHTYBaTH, IO OYIIb-

SKHI BOpOT Ha cleHi OyJe BUKOHYBaTH NMpU3HAYEHY HOMY pOJib, YU TO JOMOMAaraTu
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THIITUM MOHCTpaM JOCATTHU I'PaBLsA, YU TO BUKOPUCTATH HOro OTOUECHHS OLJIBII e(i)eKTI/IBHO

1 aTaKyBaTH TpaBIs 3a34aJI€T1/1b, YU aTaKyBaTH HOT0 3 MICIIS, /1€ BXKE 3HAXOAUTHCS BOPOT.

¢ playerisin
range 1 - o ‘

Y

maove towards
character

[reach the point] . .
player is alive

[ attack player ]

v

[elsa]

v

/-~
|..
i\

Pucynok 3.3 — Action-miarpama aaropuTMy MOBEIIHKH BOpPOra

Hagenenuii anroputm y aiarpami (puc. 3.3) 1€MOHCTPY€E BUILIEONUCAH1 J11i y O1IbII
y3araibHeHOMY (opmaTi, 1e (HaKTUIHO JEMOHCTPYETHCS MOMIIHUBICTH OYIb-SIKUM
BOPOTOM JIOCSTTH TpaBlisl, IO € OJHIEI 3 HAWOUIbII MPIOPUTETHUX 3ajaad, II0 Mae
BUKOHYBAaTH KOXXEH BOPOTI, HE3aJIEXKHO B1J KJjacy 1 Habopy 3ai0HOcTeH, a0o IHIIUX

BaXJIMBHUX aTPUOYTIB.
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3.5 CtBopenns npototumnis UI/UX

JIns mokpalneHHsl T0CBiAYy TPy 1 OLIBII CBIJJOMOTO 3aHYPEHHS Yy CBIT I'pH, OyJI0
BUKOPHUCTAHO JCKIJIbKA PIIICHb AJS MOKpAalleHHS 1HTepdeiicy, BpaXOBYIOUH ICHYIOU1
aHAJIOTH.

['paBirio HeoOXiaHA sKHAHOLIbI moBHA iHGopMaris [10] mpo cran rpu Ta irpose
OTOYEHHS, TOMY MOTPiOHO MepeaaBaTu Maixke ycio iH(OpMallilo PO aKTUBHI e(PeKTH Ta

HasIBHI 3aKJIATTA Y AOCTYyIi rpaBus. (puc. 3.4)

Méga Boss --=
[

DolthelthingksktimesH075]

Pucynox 3.4 — Ilpororun Ul mijx gyac npoxoKeHHs piBHS

Ha pucyHnky 3.5 MokHa mo6a4uuTH JeK1JIbKa OCHOBHUX aTpUOYTIB, cepell SIKUX TpU
OCHOBHI €JIEMEHTH — IIIKaJIy 370pOB’sl (YEPBOHY CTPIUKY), IIKATY MaHH (CHHIO CTPIUKY)
Ta MIKaTy repoiyHoi 3a10HocTI (cuHIO cdepy). Koxen 3 atpuOyTiB mOKa3ye OCHOBHY
iH(DopMaIio mpo Te, K BapTO T'PABII0 MPOJOBKYBATH TPy, UM BIJIITOBXYBATUCS BiJ
repoivHO1 3M10HOCTI, UM 31rpaTH OLIBIIT aKypaTHO 1 32011 IUTH 3I0POB’sI, UM 3aCTOCYBaTH

e OAHEC 3aKIATTA, 00 MaHa HCIIOAaBHO IIOIIOBHHJIACA.
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3 niBoro 0OKy pUCYHKY 3.4 MOKHa MOOAYUTH aKTUBHI €(EKTH, 1110 a00 IIKOIATh
repoto, abo OmoMararoTb MOMY, a TaKOXX CKIJIBKH 3aJHIIAIOCS OYIKYyBaTH KiHEIlh

edekTy, abo MepeKoHaTUCs y TOMY 110 €(eKT BIYHUI.

Pucynok 3.5 Illkana OCHOBHUX XUTTEBHUX aTpUOYTIB rPaBIIs

[TpaBuii HIDKHINA KYTOK PUCYHKY 3.4 TIOKa3ye aKTHBHI 3aKJIATTS Ta MOKJIMBICTH 1X
3aCTOCYBaHHS Ha JIaHU MOMEHT. L{e Moske T10ToMOTTH MPUMHITH HEOOX1THI CTpaTET14H1
pilieHHs, o0 MepeMOrTH BOpOra Ha BaXKJIMBOMY €Talll, TaK K 3aKJISATTS 3aCTOCOBYIOTHCS
Ha0araro 4acrillie aHX repoiyHa 3110HICTb.

Y pe3ynbrari MaeMo NPOTOTHI, MO MICTHTh YCIO HEOOXITHY JJIsi TpaBIIs
iH(dopMaIlilo Uil NPUWHSTTS BaXIJIMBUX ITPOBHX PIIIEHb 3 MPHUBOAY INEPEMOrH Haj

BOPOraMH 1 IPOCYHEHHIO Y CIOXKETI Ta 3araJiIbHOMY IPOrpeci.
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4 OTIUC NPUAHATUX ITPOT'PAMHUX PINIEHD

4.1 CucrteMa 3aKiIdTh Ta 3010HOCTEN

OCHOBHOIO 3aJa4€I0 11i€1 YaCTUHU KOMIUIEKCHOI POOOTH 3a3HAYEHOIrO IrpOBOTO
NoJaTKy OyJIo CTBOPHTH JEKUTbKa MPOIYMaHUX alTOPUTMIB, a TaKOXX apXiTEKTypH B
[IJIOMY 3a Joromororo irpoporo pyiriss UES. 1e Bkirodano B cebe CTBOPEHHS CUCTEMH
3aKJISITh, MO0 JIETKO PO3IIMPIOETHCS, CHCTEMH TEHepallii BHCOKOSKICHUX TIHEH Ta
IITYYHOT'O 1HTEJIEKTY, 110 J1a€ JOCTAaTHbO TApHUH OIIp rpaBLEBl y peaJlbHOMY 4aci, He
CTBOPIOIOUM 3aHAJTO CKJIaJHOTO OMTOHEHTA.

Jlnst moyatky Oyze po3IJISIHYTO apXITEKTYpy CUCTEMH 3aKJISTh Ta 310HOCTEM, 110
jgerko macmTabyeThcs. [lana apxiTekTypa BKIIouae B cebe 0araTo KOMIIOHEHTIB,
OCHOBHMMH 3 SIKUX € KOMIIOHEHTH KoMIoHeHT 3ai0HocTeii (“AbilitySystemComponent”),
reiimiuterinoro edekry (“GameplayEffect”), muoxxunu arpuOytis (“AttributeSet”) ta
reiiMiuterinux mitok (“GameplayTags”). KoskeH akTop y clieHi, 110 Ma€ B3a€EMOIISATH Y
reMMIUIETHOMY LMKl MICTHUTh KOMIIOHEHT 3A10HOCTEH, 10 HaJae HOMY MHOKHUHY
aTpuOyTIB Ta JT03BOJISIE 3aCTOCOBYBATH Ta OTPUMYBATH reWMmriuieiHi edexktu. Takum
YUHOM KOXEH akKTOp MOXK€ OTpUMYBaTH 1H(GOpMAII0 MpO I1HIIMX aKTOpIB 3a
HEOOXI1THOCTI Ta B3aEMOJIISITH 3 HUMH, 3MIHIOIOUM aTpUOYTH, SIKI HANPSMY BKa3ylOTh Ha
CTaTyC NMEpCOHaXXa Y IpaBlisd, TOOTO BKa3yIOTh UM KUBUMN BiH, YU MOKE 3aCTOCOBYBATHU
3aKJISITTS 7151 3aCTOCYBaHHs €(EKTIB, UM 3/1aT€H MEPEMILTyBaTUCh YA POOUTH OYIb-K1
IHII pedi, 3a3Ha4eHl MeXaMu TredMIUieHHoro nukiny. [lpukianu 3akiaarTs BOPOTIB
MOXHa moOaunTH Ha pUCYHKY 4.1. [{ns croporeHHs B3aemojii OyJiM 3acTOCOBaH1
reMIUIeHI MITKM, [0 HaWyacTille BKa3ylOTh HAa HASBHICTh MEBHOTO €(EeKTy Yy
NEepPCOHaXa, UM BIH Y CTaHl MPUTOJIOMIICHHS, 3aCIIICHHS, UM 3JI0BUB BJady. 3aBISKU
HUM MM MOXXEMO TMEpEBIpUTH HEBPA3IMBICTh JI0 MMEBHUX €(EKTiB, YU HaBIAKH

MO>KJIMBICTh HaKJIQJaTH YW OTPUMYBATH TIEBHI €(PEKTH BiJl HAJAHUX 3aKJISATh.
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All » Content » Bounty se  » Blueprints > Al ystem » Enemy > Abilities

PeeePee®®®

BP_Arrow GA_EnemyFireBolt  GA_HitReact GA_MeleeAttack GA_RangedAttack  GA Actors GA_SummonAbility C neplay
Ene

Bhoeprint Cless

Pucynok 4.1 — Ilpukiiagu 3akisiTh 3aKpIIJICHUX 32 BOPOraMu

TaxkuM 9YMHOM TpaBeIlb HE MOXKE PyXaTHCh UM 3aCTOCOBYBATH 3aKJISATTS IMOKH BiH
Ma€e TeUMIUIEHHY MITKY HOpurosioMiieHHs. OKpiM LbOro, 3aBISKU Ii CUCTEMI MU
MO>XEMO BUKOPHCTOBYBATH PI3HI MITKH 1 CTBOPEHHI €(EKTH IMOBTOPHO [JIsI PI3HUX
3aKJISITh 3 PI3HOIO BEJIMYMHOIO, TOOTO €PEKT MOXKE TPUBATH OLIbIIE, a00 3a15TH OLIbIIIe
IIKOAM, a00 Yepe3 MEeBHUM Yac 1 BCE 1€ 3a/a€ThCSl Y KOKHOMY OKPEMOMY 3aKJISTTI,
3aJIE’KHO B1J] POJI1 IIBOTO 3aKJISATTS Y T'Pl, I03BOJISIFOYH JIETKO KOMOIHYBaTH 0arato e()eKTiB
y 1ie OuIblle pI3HUX 3aKIATh 0€3 J0AAaTKOBUX CKJIIQTHOIINIB, 00 yCI 3aKJSTTS BXKE
BKJIFOYAIOTh B c€0€ e(peKTH Ta aTpUOyTH 3 AIKUMHU MOBUHHI TPOXOJAUTH MAHIITYJISIIII.

OpHuM 3 SICKpaBUX MNPUKIA/IIB 3aKIATh € 3A10HICTh peaKIli Ha OTPUMAaHHS IIKOIH
Boporami (puc. 4.2). [Ipu orpuMaHH1 IKOJIX BOPOTOM, MU OTPHUMYEMO MiATBEPIKCHHS,
110 BOPOT € YyacTHHOIO iHTepdeiicy “Combatinterface” i orpumyeMo MOHTaX peakiiii Ha
IITKOJTY 1 3aCTOCOBYEMO €(DEKT MPUTOJIOMIIICHHS Ha TIepio 32 3aMOBUYCHHSIM, ITICIIS YOTO

3aBEPIIYEMO 310HICTb, JIJIs1 TOTO, III00 BOHA HE BUKJIMKATH BUTIK ITam’SITI.

Pucynok 4.2 — Immutemenrartis 3aionocti “GA_HitReact”

[H111 3116HOCT1 3aCTOCOBYIOTHCS MOAIOHIM YHHOM, JIUIIIE ACYUM 3MIHIOIOUH YMOBHU

3a SIKUX BUHHUKAIOTH Ti, YU 1HIII €(QEeKTH, HAMPUKIIAJ 3aCTOCYBaHHS CHApAJIB BUMAarae
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MPOPaxXyHKIB (hI3UYHOTO KOMITIOHEHTY, JJIs TIEPEBIPKU TOro (pakTy, 110 CHaps MOIaB y
IHIIOTO MEpPCOHaXka, 10 € YACTHHOI0 TeHMIUICHHOT CUCTEMH 1 € BOPOroM abo JAPyrom.
Taki 31i0HOCTI BUMaraxoTh BUKOPUCTaHHS 1HIINX yacTuH cuctemu Unreal Engine 5, mio
HE YCKJIAJIHIOE JIOTiKy, 00 MH BUKOPHCTOBYEMO BXKE€ 3aBYACHO MPOAYMaHi KOMIIOHEHTH,
10 BUKOHYIOTh po0OTy 3a Hac. OJHOrO 3 TakuUX aKTOPiB, IO 3aCTOCOBYE (PI3UUHHIA

KOMITOHEHT MO>KHa [M00AUYUTH HA PUCYHKY 4.3.

- Add

8 op_Arow (Self)
L [¢

Pucynox 4.3 — AKTop cTpiiu, IKUi 3aCTOCOBYE (DI3UYHUI KOMIIOHEHT
TakuMm 4UHOM, MU MOKEMO TT00AUYNTH €(hEKTUBHICTh JAHOI CUCTEMH HE TUIBKH Yy 11

3aCTOCYBaHHI, a i y TOMY, 1100 MacITadyBaTH II0 CUCTEMY Y TIOJIAJILIIIOMY 1 CTBOPIOBATH

HOBI €(DEeKTH 1 3aKJISATTA.

4.2 CucreMa BUCOKOSAKICHUX TIHEH

3anponoHoBaHa CUCTEMA 3aCTOCOBY€E METO/] TUIMTKOBOT BIAKIIAIEHO] TiHI, @ TAKOXK

TIHbOB1 KapTH. [IpoTsarom m’sTu eTamiB cucrema 37aTHA CTBOPUTH TiHI, SIKI Maiixke He
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MOCTYIAIOTLCS y SKOCTI TiHSAM BiamroBanuMm y cucremy Unreal Engine 5, a takox
TeHEepPYIOTHCS IIBHIIIE 3a Ti, IO CTBOPEH1 IPOBUM PYILIIEM CaMOCTIHHO.

byno mnpuitHsaTe pilleHHS BUKOPUCTOBYBAaTH 1HAEKC aKTOPIB, LIO0 MAalOTh
BiIoOOpakaT TiHb 1 BHJIUISTH TIHBOBY KapTy JUIsI KOXHOTO 3 HHUX OKPEMO, aHIXK
NEPEHaBAHTAXYBAaTH CUCTEMY 1 CTBOPIOBATH OJIHY TIHBOBY KapTy, III0 Ma€ OyTH CTBOPEHA
JUJISL KOSKHOTO JiKEepesia CBiT/Ia Ta 30epiratu iHdopMalliro Mpo TiHi, IO CTOCYIOThCS YCiX

00’€KTIB Ha CIICHI, a HE TIJIbKU Ha HEOOXITHUX aKTopiB (puc. 4.4).

Pucynox 4.4 — IlopiBHSIHHSI CTAaHAAPTHOTO AJITOPUTMY (3711Ba) 3 TIEPIINM €TaroM

3aMpONOHOBAHOIO AITOPUTMY (CIIpaBa)

Jlpyre He na€ 3MOTy BUKOPUCTATH TMEpeBaru CTaTHYHUX 00’ €KTIB 1 TOro (haKTy, 110
BOHM HE BIUIMBAIOTh HA TiHb Yy clieHi. [icas uporo Mu poOMMO 3aKIUK 10 MaJIOBaHHS y
npuOIMKEHY TIHBOBY KapTy, 10 30epirae Ham mam’siTh. Pe3ynbTaT Apyroro eramy
MEPEHOCUTHCS Y €Tall 3BAKEHHS, /e MU 3MEHIITYEMO OTPUMAaHY TIHBOBY KapTy y YOTUPHU
pasu, 3MEHIIYIOYH MMUPUHY Ta BUCOTY BIBidUi. Y HACTYyITHOMY €Talli MepersIacThCs
CTaTyC TiHI, Ta YA € BOHA MOBHOIO, BIJICYTHHOI YW YAaCTKOBOIO, JI€ TEPII JBa €TalH
oJipa3y MEPEHOCATh HACc y KiHelb anroputMy. OCTaHHIM €TaroM € TepeHECeHHs, ¢
pe3yJIbTaTH YaCTKOBUX TIHEH J0Jat0ThCA 10 (DiHAIBHOT TIHBOBOI KapTH, 1€ 3HAXOASATHCS

yc1 00’€eKTH 1 11e 30epirae HaM JesIKy MOTY>KHICTh 1 301IbIIY€ SKICTb.
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4.3 Cucrema MITYYHOTO IHTEJICKTY

Cuctema INTyYHOTO IHTENEKTy Hapa3i BKIOYae B ce0e TpU OCHOBHHUX
KOMIIOHCHTH: JiepeBo noBeainku (“BehaviorTree”), cucremy B3aeMoii 3 cepeoBHIIEM
(“EQS”), ta 3aBmanns (“Tasks”). /lepeBa MOBEMIHKH BIiAIOBIIalOTh 3a MOBHY JIOTIKY

MOBEJIIHKY Bopora (puc. 4.5).

Pucynox 4.5 — IloBeninka 3BH4aifHOTO BOpOTra 300pakeHa y JIepeBi MOBEIIHKH

Y upoMy jaepeBi MM MOXKEMO IM00QUUTH 3aCTOCYBaHHS BOPOTOM 3aBiaHb,
HAMpPUKJIAJ] TOIIYKY TpaBllsd, OYIKYBaHHs, NEPEMIIICHHS 0 IHIOI Tmo3ullii, abo
BUKOPUCTAHHS 3aKJATh JJII HAHECEHHS IIKOAW TpaBiio. biabmiicte 3 mux maid
NoTpeOyIOTh B3aEMO/IIT 3 CEPEIOBHUIIEM, 1[0 BUMArae HeoOX1JHOI CUCTEMU JJIs aHATI3y

CepelloBHUIIA 1 IEPEBIPKY BUKOHAHHS YMOB (puc. 4.6).
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Pucynok 4.6 — [Ipukian nepeBipku 3aCTOCyBaHHS CHCTEMH aHAIIi3y CEepeIOBHUINA

VY Takiit epeBipIli 3aCTOCOBYETHCS 0arato YWHHUKIB, Oarato 3 HUX TOB’s3aHi 3
BHYTPIIIHIMU cucTeMaMu 1mTy4yHoro iHTenekty UEDS, Hampukianm MOXIHMBICT
NepeCyBaTUCh M0 TOBEPXHi, 10 3a7aeThesi kommoneHToM NavigationMesh. 3aBasku
IOMY CHCTE€Ma JIETKO MPOPaXOBYy€ HAWOMDKYY AMCTAHII0O MIX aKTOpamMH Ta 37aTHa
3pOOUTH OLIIHKY Haile)eKTUBHIIIOL MO3UIIIT y SKii MOTPIOHO 3HAXOJUTHUCH IS aTaku. Y
JaHOMY BHMAJKYy PO3TJISIHYTO aTaky BOpOra, IO 3/aTe€H 3aCTOCOBYBATH 3aKJATTS 3
BiJICTaHi, YMOBOIO SKOTO € He OyTH 3aHaATO JaJIeKo, He MOTpeOyBaTH 3alBHX
MIePEMIIICHbB, a TAKOXK 37aTHICTh MTOOAYUTH TPABIA 13 3a3HAYCHOT MO3MIIii, HA OCHOBI IMX
(bakTOpiB CTBOPIOETHCS PIBHIHHS, SIKE POOUTH BHECOK Y BapTICTh IMO3MIIIT, € MEHIIA
BapTICTh O3HA4a€ TIPIIy MO3MINI0, a OUTbIIa BapTICTh Kpally MO3WIi0. Takoxk Mu
MOXEMO OJIpa3y BIJICIKTH HENPaBUJIbHI TMO3WIIl, 3pOOMBIIN BapTICTh HYJIEM, SIKIIO
HEMOXXJIMBO 1T00a4YUTH Bopora 3 Hei (puc. 4.7).

Ile 3abe3neuye MOBTOPHE BUKOPHUCTAHHS BXKE CTBOPEHUX 3aBllaHb Ta CHUCTEMU
B3a€EMO/IiT 3 CEPEIOBUIIEM 3a1JIs JIETKOTO BIPOBAKEHHS Y PI3HY MOBEAIHKY JJIs1 PI3HUX
THUTIIB BOPOTiB, BPaXOBYIOYH, III0 BOHH MOXKYTh BUMaraTu pi3HUX YMOB JJIsi CTBOPCHHSI

HEOOX1THUX KPOKIB 1 HE pOOUTH Ipy 3aHAITO MPOCTOIO JJIsl TPABIIS.
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CC b H

PathingGrid: generate around Querier

radius: 800.0, space between: 100.0, projection (height: 1,024)

Trace: to EQS_PlayerContext on Visibility
line
require not hit, don't score

Distance: to Querier

prefer lesser [x1]

Pucynok 4.7 — O1iHka MOXJIMBOCTI MIOOAYUTH BOpora (rpaBLisl)

Takum YMHOM MU MO>KEMO TTOOAYUTH JIETKICTh 3aCTOCYBAHHS IITYYHOTO 1HTEJIEKTY
JUIs. CTBOPEHHSI TPH, 110 MOXHa Oy/e pO3LUIUPUTA Y TOTOUYHOMY BUIJISIAI Oe€3 3alBHX

CKJIATHOIIIIB.
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5 TECTYBAHHSA NTPOT'PAMHOI'O 3ABE3ITEYEHHSA

JificHo, Ha KOXHOMY eTari po3pOOKH MPOTrpaMHOTO 3a0e3MEUYEHHSI BaXKIMBO
MIPOBOJUTH Horo TecTyBaHHs. Llei mporiec He IuIe MATBEPKYE MPABUIBLHICTh POOOTH
CHCTEMH, ajie i JoroMarae BUSBUTH 1 yCYHYTH MOMUJIKH Ta HEAOMIKU. TecTyBaHHS Mae
OyTH TIOCTIHHHUM 1 CUCTEeMATUYHUM, IIOYNHAIOYU 3 MOMEHTY PO3pOOKH 1 10 (DiHATBLHOTO
BUIMYCKYy mpoaykTy. Oco0nmBy yBary BapTO MNPUIUIATA TECTYBaHHIO ITPOBUX
3aCTOCYHKIB, OCKUIBKA BOHH MalOTh CBOi OCOOJIMBOCTI 1 BAMOTH JIO SIKOCTI. Takuii miaxiz
JI03BOJIsI€ 3a0€3M1EYUTH KOPUCTYyBa4aM MaKCUMaIbHUN KOM(OPT Ta 337J0BOJIEHHS BiJ] ITpH.
[Ipore, xo4ya TecTyBaHHs ITPOBHX NIPOrpaM MOXKE BIAPI3HATUCA Bl CTaHAAPTHOTO
TECTYBaHHS IPOTPAMHOTO  3a0€3MEYEeHHs, OCHOBHI MNPUHLUMIN  3aJUIIAIOTHCS
HE3MIHHUMU.

Sx mpaBuio, Uil TPOBEACHHS TECTyBaHHS MPOTrPaMHOro 3a0e3leueHHH,
BKJIFOUAIOYU ITPOBI 3aCTOCYHKH, (POPMYETHCS OKpeMa KOMAaHJa TECTYBAJIbHUKIB, sKa
BIJIOBIJIA€ 3a SKICTh MpOAYKTy. Lld KoMaHJa CKIIaJaeThCs 31 CIELIANICTIB 3 PI3HUX
oOnacTell, BKIIIOYAIOUM TECTYBAJIbHHUKIB, AHAJITUKIB Ta 1H)KEHEpIB 3 SKOCTI. BoHu
PO3pOOIISAIOTH TECTOBY TOKYMEHTAIIII0, SIKa BKJIFOYA€ B ceOe MIaHu TECTYBaHHs Ta HA0OpH
TECTOBUX KEHCIB, a TaKOX BIACTEXKYIOTh 1 JOKYMEHTYIOTh BHUsBIEHI aedektu. Kpim
I[bOTO, KOMaH/Ia TECTYBAIBHUKIB BIJITPA€ KIIFOUOBY POJIb Y KEPYBaHHI MPOIIECOM SIKOCTI
pPO3poOKH MPOAYKTy. TakuM YUHOM, TECTYBaHHS CTa€ HE JIMIIE CKJIAJOBOIO YACTHHOIO
PO3pOOKH MTPOTPAMHOT0 3a0e3MeUCHHS, ajie 1 TapaHTIEI HOT0 SIKOCTI Ta HAIMHOCTI.

VY xoni po3poOKu MporpaMu y HAIIOMy BHUTAJKYy KOXEH PO3POOHHK MPOBOUB
TECTyBaHHS Ti€1 YACTUHU, HaJ SIKOIO BiH MpALIOE caM, TOOTO KOKHA YAaCTUHA CUCTEMU
Oyna 3aB4acHO IpoAyMaHa ii TeCTyBaJbHUKOM. OCHOBHUMHU TeCTaMH OyJId MaHyallbH1
TECTH, a TAKOX YacTO BUKOPUCTOBYBABCS MIAXIJ YOPHOI 1 O1I0i CKpuHbkU. OTXeE, A
BUSIBJICHHS TOMMJIOK OyJI0 BHKOPHUCTAHO JiBa OCHOBHMX migxoau. Ilo-mepiue,
TECTYBaJIOCSI IpOorpamMHe 3a0e3NeyeHHs, KePYIOUUCh BHUMOTaMH JO 3aCTOCYHKY, IO
Oo3Hauae, MO0 OYyJI0 TEPEBIPEHO, SK Mporpama MpaIloe 3 TOYKU 30py KIHIIEBOTO

kopuctyBada. Lleit miaxin no3Bonsie ieHTUIKYBAaTH Oy/Ib-sKi aClIEKTH MPOTPaMU, K1
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MO>KYTb BIUTMHYTH Ha KOPUCTYBaya IiJ] yac ii BUKOPUCTaHHs. 30KpeMa, OyJi0 mepeBipeHo
byHKIIOHAN, JOCTYMHHWM Ui KOPUCTyBada, Ta BIIEBHEHICTh Y HOro MNpaBHIBHOMY
BuKOoHaHHi. [To-1pyre, 3HAaHHS KOAY 3aCTOCYHKY JI03BOJISUIO iM MEPEBIPSTH MOMEHTH T'PH,
K1 MOIJIM OyTH TIPOOJIEMHUMU 3 TOUKU 30py MporpamHoro koxay. Lle Bkimtouano anami3
aJITCOPUTMIB, 110 BUKOPUCTOBYBAJIHCS B Ipi, Ta MEPEBIPKY iXHBOI JOTIKU. byno yBaxkHO
MepPEeBIPEHO, UM Mepea0adyeHo BC1 MOXKIIMBI CLIEHApIii B3aEMOJIIT 3 TpaBIIeM, 1 BUSBIISIIN Ti
MOMEHTH, KOJIU aJITOPUTMU HE 3a0e3neuyBaiy IpaBuiIbHY PEakilito Ha MEBHI [1i rpaBIIs.
Takuit anani3 qornomMaraB BUSIBIISATH U BUMPABIISATH MOTEHIIHHI MPOOJIEMH 3 JIOTIKOIO TPH,
IO CIIPUSIIO MiJIBUILIEHHIO 11 IKOCT1 Ta KOPEKTHOCTI.

OT1xe, mpoliec TECTyBaHHS MepeadavyaB MPOBEJACHHS ITPOBUX CEClM, B XOJI1 SIKUX
OyJI0 aKTUBHO BUKOPUCTAHO YC1 MOKJIMBI (DYHKI[IT CUCTEMH, NIEPEBIPSAIOUN iXHIO pOOOTY
Ta CIOCTEpIraroyu 3a il MoBeAiHKOI. KO)KeH acmeKkT Ipu aHaji3yBaBCs 3 yBarow J0
JeTanen, 3 METOK BUSIBICHHS OyJb-IKUX MOXMJIMBUX HEAOJIKIB a0o momuiok. ITicis
BUSIBJICHHS HEJIOJIIKIB Y poOOTI mporpamu, Oyio ckiaaanu 6ar-penoptu. Ll mokymeHTu
MICTHJIA JE€TaIbHHUA ONUC MPOOJEMH, YMOBH, 3a SKMUX BOHA BHHUKIIA, KPOKU IS ii
BIJITBOPEHHS Ta OYIKyBaHWUW pe3ynbTar. Takuil miaxia J0 JOKYMEHTYBaHHS J€(EKTiB
JTO3BOJISIB 30€perTH SIKICTh 1 HAAIMHICTh MPOTPAMHOT CUCTEMHM TiJ 4ac il pO3BUTKY Ta
ICJIsl BUITYCKY Ha pUHOK. [IpuKkiiaay TecToBUX BUMAAKIB HaBeACHO y Tabmuipx 5.1 - 5.3,

110 OyJI0 CTBOPEHO y IPOIIeci po3pOOKH IPOrpaMHOi CUCTEMH.

Tabnuusg 5.1 — TecToBHil BUNIaA0OK HEMPABUIIBHOTO OHOBJICHHS 3[0POB’ Sl

Hasga: HenpaBunbHe OHOBJICHHS 3[10pOB’ s
[Ipn 3MeHIIEHHI MaKCHMaNBHOTO 370pOB’A  iHTepdeiic BimoOpakae
HEeNpaBWJILHUH KOJIip HAIOBHEHHS 3/I0pOB’sl

KopoTkwuii omuc:

KoMmmoHeHT nporpamu: Iarepdetic kopucTyBaua
[IpiopuTer: P3 Husbkuit
Cepiio3HICTB! S5 TpusiansHu
[Ipokauatu 3mi0HICTH IS 3MEHIICHHs CHIIM. Bukopucratu i (3MiHHTBCS
Kpoxu BIATBOpPEHHS: aTpuOyT MaKCHMaJbHOTO 3JI0OPOB’S) TMPH 3A0POB’I0  OJIM3BKOMY [0
MaKCHMaJIbHOTO.
[Iporpec 0Gap 3IOpOB’Sl OHOBIIOETHCS TPAMAIEHTOM MDK BiATIHKaMHU

OuikyBaHHH pe3ybTar:
OPaHKEBOTO.

IIporpec Gap 370pOB’sS OHOBJIOETHCS YEPBOHUM KOJHOPOM, IIOBHICTIO
3aIIOBHEHUM.

@aKkTUYHUHN Pe3yJIbTaT:
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Taomurg 5.2 — TecTOBUHA BUITAA0K BOTHIO 10 CBOIM

Hasga: Borous 1o cBoim

Kopotkuii onuc: Boporu HaHOCSTh MIKOAY OWH OJHOMY 3 AESKHX 3aKIISTh
KoMnoHeHT nporpamu: [efiMmeit. 3akyATTs.

[Ipiopurer: P2 Cepenniit

Cepiio3HICTb. S3 3nagynmit

CrtBoputu 6araTo Boporis 31 31i0HicTIO Firebolt. 3aiitu y paniyc 3HaxomKeHHsI
rpaBi 10 6aratbox 3 HUX opasy. CTBOPHUTH CUTYALIO ITPH SIKil OAMH BOPOT
CTOITh Tepex IHMMM 1 arakye TpaBid. JlodekaTwcss akTWBamii 3aKIATTS
BOPOTOM

OuikyBaHHH pe3yNbTarT: 3aKJIATTsI ONAAae y IHIIOTro BOopora i 3Hukae 0e3 nobiuyHux edekTiB

Bopor HaHOCHUTH LIKOY 1HIIOMY BOPOTY

Kpoxku BiaTBOpeHHS:

@DaKkTUYHUN PE3yJIbTaT:

Tabmuis 5.3 — TecToOBUN BUIIAIOK 3aHAATO HIBUAKHUX 3aK/IAThH

Hasga: 3aHaATO MIBUIKI 3aKJISATTS

KopoTtkuit onuc: HIBuaKi 3aKIATTS IPOXOSTH KPi3b rpaBlisi / iHIIMX BOPOTiB

KoMnoHeHT nporpamu: Ieitmnneit. 3akasaTTs

[IpiopureT: P2 Cepenniit

Cepiio3HICTb: S3 3naynmit

Kpoku BiATBOpeHHS: Hapatu rpasio 3ai6HicTh Fireblast. BukopucraTtu y 6ik Boporis

OuikyBaHHH pe3yIbTaT: 3akIATTS NOMAIAE Y BOPOTa UM MEPUINHA 00’ €KT 3 SIKUM 3YCTPIUaEThCS.
. 3aKIIsTTS MPOXOAUTH KPi3h BOPOTIB Ta iHII 00’ €KTH.

@DaKkTUYHUHN Pe3yJIbTaT:

BisbIIiCTh 1HIIMX TECTYBaHb 3aCTOCOBYBAJIOCS Y MPOLECI HAMCAHHS MPOTPaMU SIK
3a monomororo Blueprints, tak i 3a gomomororo MoBu C++. Taki crmocoOH BKITIOYAIH
MEPEBIPKY YCIX JOCTYIMTHUX IPaBIIeBl MEXaHIK Ta 3110HOCTEH, ePEeKTiB, UM 1HIITNX YaCTUH

rpH.
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6 BIIPOBA/IZKEHHS ITPOT'PAMHOI'O 3ABE3ITEYEHHSA

6.1 HaykoBe BIpOBa)KEHHSI TIPOEKTY

BpaxoBytoun TeMy kBamidikaiiifHOT poOOTH Oyi0 CTBOPEHO HAyKOBI TE3W MAJIS
dbopymy, 1m0 poxouB 3 16 1o 18 kBiTHA 2024 poKy B AUCTAHIIIHHOMY PEKHUMIi Ha OCHOBI
XHVYPE, a came XXVIII Mixnaponuuit monoaixuuii dopym "Pamioenexkrponika Ta
Motoan y XXI cromtri".

“OITUMI3BALLA AJITOPUTMY TNIMTKOBOI'O PEHJAEPIHI'Y I TIHBOBUX
KAPT” — craTTs, 110 Oy:ia onyOjIikoBaHa y HaJie)kHOMY 30ipHUKY KoH(pepeHii Ne6 [11].

VY Hill mpencTaBieHa OCHOBHA 1Jiesl allTOPUTMY TeHepallli TiHeH, MoKa3aHo 1
HOPiBHAHO e(heKTUBHICTH 3 EPIC TiHamu B UES, anroput aeTaabHO OMKMCAHO 1 3a3HAYCHO
3aBISIKM YOMY JOCSTAEThCS €(DEKTUBHICTh, HE BTpayalO4M y TOM caMuil yac SIKICThb

HaBEJIEHUX TIHEH.

6.2 [IpakTU4yHE BIPOBAKEHHS IPOEKTY

Ha ocHoBi MarepianiB kBamiikaiiiftHoi poOoTu OyJjia MpeacTaBlieHa Y4acTh Y
BUCTAaBI[l T€XHIYHOI TBOpUOCTI Mool 2024 poky. IIpoekt, mo OyB mpencTaBieHUN 1
3aXUIIEHUN MiJ 4Yac BUCTaBKH, a came “IrpoBuii mporpamMHHil 3aCTOCYHOK Yy >KaHpi
Roguelite RPG. Bounty Chase”, y skoMy rpaBIieBi OyJI0 MOCTaBJICHO 3a OCHOBHY METY
NPOWTH MaKCUMaJIbHO MOXJIMBY KIJIBKICTh XBWJIb BOPOTiB, MK SIKUMH BiH 3/1aT€H
MOKpAaIIyBaTH CBOI aTpuOyTH Ta 3M10HOCTI, y TOM caMmuii 4ac BiakpuBatoun HOBI. [Ticis
MOpa3Ku rpaBeilb MOBEPTABCS CUJIBHIIINM, 3 MOJIMIICHUMH 31I0HOCTIMH, 1 MIT' TTPOUTH
TPy 3HOBY. 3 KOKHUM PIBHEM BOPOTH CTABAIM CHJIBHIIIMMH, a KUIbKA T'PABI[iB MOTJIH

OJIHOYACHO MTPOXOIUTH OJIMH 1 TON CaMUl PiBEHb.
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[lepeBaru po3po0IEHOr0 MPOEKTY BKIIOYAINA KPOCIIAT(HOPMEHHICTh, TPOCTUHN Ta
3po3yMinuii iHTepdeic, JeTke BIPOBAKEHHS HOBUX 3HAYCHb JU3alHEpaMH 3a
JIOTIOMOTOI0 TaOJHIlh, a TAKOXK MIATPUMKY MynbTuruieepHoi rpu. i ¢pynkuii cnpusiim
3pYYHOCTI BUKOPHMCTAHHS Ta PO3MIMPEHHIO MOKIJIMBOCTEH MPOEKTYy, 3a0e3Nneuyroyu
IIIKaBUH Ta 3aXOILTIOIOYHI TedMITIEH I TPABIliB PI3HOTO PiBHSI.

BucraBka mana micue 3 16 no 18 kBiTHs 2024 poky y XHYPE i npoBoaunacs B

JUCTaHLIHHOMY peskuMi [12].
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BUCHOBKHA

[lin yac BUKOHAHHS CKJIAJIOBOT YaCTMHHU HAJaHOT KOMIUIEKCHOI pOoOOTH Ha Temy
"IrpoBuii mporpamuuii 3acrocynok y xaHpi Roguelite RPG: Irposi mexaniku, 3D
rpadika, Al" Oymo mpoBeAeHO aHaji3 MPEAMETHOI Tramdy3l, JOCHIIIKEHO SK OCHOBHHX
KOHKYPEHTIB y IIbOMY CETMEHTI, TaK 1 IFPOB1 3aCTOCYHKH, 1110 MalOTh JIEAKl JeBialli 3a
KAHPOM 1 pealTi3alli€lo yHIKaJIbHUX MeXaHIK. BUOKpeMHBINM mepeBard Ta HEIOTIKU
KOXXHOTO 3 KOHKYPEHTIB, iX OyJI0 BpaxoBaHO Y MPOIIECI MPOCKTYBaHHS 3a3HAYEHOTO
3aCTOCYHKY.

Y mopanmpmomMy poOoTa BKJIIOYMIA TIOCTAHOBKY 3aBIaHHS, IO OXOILTIOBAJIO
pO3pOOKYy BOPOriB, CUCTEMHU 3aKJIATh Ta iX (QPYHKIIOHYBaHHS Y MYJIbTHILUICEPHOMY
pexumi. byno BU3HaueHO, SIKI camMe 3aKJSTTS MaroTh OyTH, 00 Hale(eKTUBHIIIE
JIOTIOBHUTH ITPOBHMM CBIT 1 CTBOPUTH BOPOTIB, 110 HAMKpaIle BiAMOBIIAOTh KOHIICTII]
TpH.

[Hmmit eran poOOTH BKIIIOYAB J€TAIbHE MPOEKTYBaHHs 1HTEp(eicy KOpucTyBaya
(UI/UX). Byno cTBOpeHO NpOTOTHNH iHTepdeiicy Tpu Ta OETalbHO PO3MIISHYTO
iHTepdeiicu s reidMITiel0 3 OCHOBHOIO 1H(opMaitieto. Takox Oyyo CIPOEKTOBAHO
1HTepdeic 11 BAKOPUCTAHHS MEXaHIKU 3aKJISITh.

OxpeMoi yBaru 3aciiyroBy€ po3po0OKa 4aCTUHHU MPOEKTY, a CaMe CUCTEMH 3aKJISTh.
Bbyno ctBopeHo BizyanbHi edektH, po3podieHo kommnoHeHTd st Unreal Engine, mio
BIIMOBIAIOTh 3@ 3aCTOCYBAHHS 3aKJATh, a TaKOXX CHCTEMYy JMHAMIUHHUX TIHCH Ta
MTYYHUH 1HTEJIEKT, SKUH MOKE BUKOPUCTOBYBATH 3aKJIATTS Ta pearyBaTH Ha il TpaBIIs
BIJIMOBIHO 10 akTyajabHOI iH(opmarii. Takoxx Oyau crBopeni kommonentu Unreal
Engine muist B3aeMo/Iii MixK 3aKJIISATTSAMH, TPABISIMHA 1 BOPOTaMH, a TAKOXK iX aTpuOyTamu,

SIK1 € OCHOBOIO JJI1 BCHOI'0 IT'€MMILICIO.
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JTONATOK B

Crnaiian mpe3eHTarii

XAPKIBCbKMIN HALIIOHATbHUI YHIBEPCUTET PALIOENEKTPOHIKI

IrpoBMI NnporpaMHuMn
3aCTOCYHOK Yy XKaHpi
Roguelite RPG

BukoHas: cT. rp. 3I11-20-2
HoHeub [.C.

HaykoBuin KepiBHUK: CT. BUK/I.
Hosikos 1O.C.

Pucynok b.1 — Crnaiig 1

MeTta poboTu

* CTBOpPUTU irpoBUM
NporpaMHMin 3aCTOCYHOK
Roguelite RPG

* PeanisyBaTu MexaHiky 3aKnaTb

* PeanizyBatu LI

Pucynok b.2 — Cnaiig 2
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Pucynok b.3 — Cnaiipg 3

CucrteMa 3aKkndaTb Cuctema LUI B3aemopia 3
npeaMeTamMu piBHA

Pucynok b.4 — Cnaiin 4
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Pucynok b.6 — Cnaiig 6



48

* [enMnnenHi epektn

* KOMMOHEHT reMMnenHux saibHocTen
* [eMMNNEeNHI NigKa3ku

Pucynok b.7 — Cnaiig 7

RANGER WARRIOR

Pucynok b.8 — Cnaiig 8
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Cuctema LI

Pucynok b.9 — Cnaiig 9

TecTyBaHHA

3.1.1 OynKuioHATLHE TeCTyBaHHA

Mera

3a6CACNTH HATCAHE TCCTYBARHA (GyHKIGOHAILHOCTI, B
sinpoGyBaiis

TOMY WHCi: KepYBARIA FOIOBHHM [CPOCM, BIIEMOL TPaBILs
306" CKTaMH iPOBOTO CCPEOBHILLA, IMiHI CPEIOBHILA (B T.4.
CTany iHuX 06°CKTIB) y BATIOBH Ha Ail TPABI

Texuiumiit Tipotectysatn Gy

npiion

* DyHKLUiOHanNbHe i

CHeTemit 3aKaaTs.

Citcrest arpubyTis.
CHCTEMH KIACIB IICPCOHaAa
- —_Bsaewmonii cymioctei
o Kpire
pitepii Be
saBepuicHis

i sanianoBani BANIPOGYBANNA GyA0 MPOBCACHO Ta yci
BUsBICH] AedekTi GyH posrAsHyTi

* HaBa HTa>yBaJ/lbHe

3.1.2 Tecrysanus intepeiicy Kopicrysata

Mera

TlepesipnTi, Wo iHTepdeiic KopicTyBata 3pydmmii, yci
BHIPOBYBaHHA

cleMeHTH inTepdeiicy BLANOBLARIOTH TCNICPILIHLOMY CTaHY
pu

Texuimiit CTBOPCHHA pIsHIX  HAGOpIB  AAHNX
npiiiom inTepeiicy

Kpurepii

VIS OHORICHHS

Vci Haboph AGHIX Gyl YCHIIHO NIEpeBipeHi y TecToBill
Bepeii 860 NPOTATOM NPUIHATOTO piBHs.
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V/IK 004,31 VIIK 004.514
ONTHMIBAIUS ATTOPHTMY ILIHTKOBOFO PEIJIEPINIY 1 BILTHE FEHEPAIUT PIBHIB HA FEAMILIEN ITOP Y KANPI
THBOBIX KAPT ROGUELIKE
Jloweus. L. € Boxosa M. B.
Hayxomirt kepinink — cv. mica. Hosixos 10, € Hayxomil kepimuk — 1. wka. Honikon 10. €
XapKischkitit IALLONATMON YHinepeITeT patiocaektporia, kad, 11 Xapkiscuksil Hattionannei yuinepenter paiocacktponiki, kad. 1Tl u.Xapxi,

c-mail: marharyta vozhovay 3
This work is devoted to improving on existing algorithm of increasing the
y of the output image complexity of generating level’s components. Roguelikes, as a video game
created by real time 3D graphics engines game engines). In this genre, are known for their high randomness, especially in level creation and
example the implementation is based on one of the most robust and powerful placement of enemies, items, and boosts. In this thesis, we will look at how the
s, Unreal Engine S. This example will illustrate minor benefits c s of a certain type and different presets can affect the difficulty
" ific project’s needs, which an ueli as well as give examples of how randomness can change
promote or hinder balance
output might not be the desired result in all cases, but it might be applied in
many scenarios. Ot i3 OCHOBHIX ACTIEKTI BILTHBY PaIAONY Ha TeitumLic
piiin, 43 Hatac (i HenepeaGatyBaoCTi, ae
Ja OCHOBY AAMOTO METORY GYA0 BINTO MCTOX PCHACPINTY IANTKOBOT o Gamanc refivmacio y
BiAKIARCHOT TIHI T BMKOpHCTRNNA Tibomix Kspr. Llc MeToa skmowac S X oF'exTin Safeuicuye PISHOMANITHICTL B KOKNOMY
CTANin RHKONANIA, & CAMC MLATOTOBKY, SUIOBHCHILA, JRCHIN, CKILLANINA T HOBOMY  pii, POGITL KOMNC OO MPOXOTKCHHN  YHIKATLHIM §
nepencceins mcnkaon. O UN pisMOMANITHICTL MoAe BLTURATH fi Wa Garane
li2 4ac (LITOTOBKH H#a NPOUCCOP] OGMHCTIOCTLCA HOBMNTT BILY KANCPI, 3pi refisnaeio, 6o JOCTYINICT PECYPeis | NOKPALICHIA XAPAKTEDHCTHK TDABLA
AKOi OGMEKCHINI HATMCHILI M0CM 30PY MIK MCACIO NEPCONIAD T3 MCKCIO MOKYTL IMIIOBITHCE 3 KOKMIM SAIIYCKOM [P WM IMiNOK Aokauii. Tomy
chiTaa. OTpivana A0TTKORS TiNkoRS Kapra saitwac 2048X2048 mikceain, ave BUATMBO, WG PABCI MAB JOCTYN A0 AocTaTMRol Kimwkocri Gycris i
KOXHA Tilth Y PEIYALTUT INCHIIYE POVIAMIY WATHICTH Ha OCHORI OUINKH OO TIPOXOAEHIN FPH, 3¢ BONH He Gy JHATTO CHILHINN 460 HATIO
HOKPITIN cKpaity caiTioM. TAKUA OMHIIYIOTRCH NONCPEAN TilbORI KIpTH Wa E
BIACOKAPT 2 NOMATKY KOAHOL BLAKIAICHO Titt rancysaims 1pi Gyso oBpano cnociG rewepanii, mo rapaiye
¥ arOBMCHHi ATOPHTM YK€ PEIUICPINEY Metlia Depeonuis Giisue 1 oum piscis,
AHIK OGN Pal, NEPCHANDARINIONH EHKANKN PHCYBANNA BUL CTANASPTHOTO o bKICTh KIMHAT (BCHOTO B
y 20 202ATKOBOT TiMbOBH KapTH. [TicAS HBOFO WAKYCTLCH iCPApXivaH waewa y ToGamui 1. Tpw wossy ockinn
0 T8 remcpycTLca Kapra Tisell 3 scimeanion, | dBepinmon wioTh Gitkile NEPERIN TPANDO Y NI IPi, WANC OTINANIA

Ky BLICTAIS 0 CBITAA Y KOKNIX 2 X 2 TKCEARX, ATPHGYTY/LTGHOCT] 1 2-3 PIBIAX CHIRBLINOCHTLCE Ak 20/80%, & Ha 4-6 pimuxx

Ha erani cxaaanss ua npotiecopi Gye craopeno o6'es Tini nepeoaaa, 60:40%. Jlan nopimnaums Gyra sukopicTama imma kowpirypauis pisis
FPOCTAIAIONN IPONCHI BUL JTKCPEIA CAITAR A0 NOIMILR KOKHOTO OOMCAEHHS HABCACHA Y TAGANILE 2, iMUIX 3MIN He GY10 BHECEHO 40 I
1k e Gyae aocarmyro paniyc cairaa. [licas npockini B expamic R )
KOOPMHATAX. AIFOPHTM IHAXOUITE MHIMATLY Ta MAKCHMAILY NOWMILT 1% TaGmiine | — OBweACHI 110 KITLKOCT] KIMHAT H piBesth )
WANYCKY OGUNCTIORATMNX POBOWNX O c - Pinui B Boporw | Buxauk | AtpuGyt | 3aiGuicr

TINLORMMM TLTHTKANM. Y OGUMCTIORATLNONY HICTLIEP] KOAIA POGONS ONMILE | xisoar_|

| ingexe y choemy sammci Gydepa distasunoro 2
60 HOWMAYEHO K MOBMICTIO 01
SaTIHEHN, TO AATOPHTM HPWINIAC PO B iHIOMY BIAIXY OUINIOCTLCH

MILDIMICTL CBITAS KOKHOIO HIKCCAN, | SKUIO BCA (UUNTKS TiMi HOBMICTIO
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Chapter 2. Game Description

2.1. Game Process Description

2.1.1. Objective

The main objective is to kill the final boss of the game with every god and perk combination
available. Player can do so by going through levels of enemies until they reach the final boss level.

Global objectives include unlocking new gods and their perks and spells for future runs. During the
run main objectives are destroying enemies, finding spells, dicey-upgrades, special currencies e.qg.
gold, saving characters and completing quests.

2.1.2. Game Flow Structure

Game has non-linear story. It doesn't mean it has different start or ending, but in-between may vary
depending on triggered events. For example, if you find one character before freeing another, first
will not mention the second one in dialogue. Game loop consists of multiple levels. Player always
starts in Level 0, a.k.a. Lobby. It is non-combat room full of NPCs where player can modify his pre-run
God Ability and Perks. Also they can unlock new Spells and Gods here. When player starts the run
appears in Level 1. This level consists of combos of rooms, specifically Combat Room, Mini-Boss
Room, Boss Room, Quest Room, Shop Room, Chill Room. It repeats for the next levels, 4 levels in
total representing unigue locations. Every Level ends with Boss Room. When player dies within any
level he returns to Level 0 with some resources retained. Estimated Gameplay Duration 20-40
minutes, where every level consists of 8-10 rooms with some exceptions. Gameplay Duration by
room is depicted on the table, where level are divided into parts due to rising difficulty.

Table 3. Gameplay Duration by Level

Cn:;::: Mini:,::: Boss Room '::::: Rihaanﬁ Chill Room
Level O MN/A MN/A N/A 10-30s M/A 10-30s
Level 1, Pt. 1 10-20s N/A N/A 15s 15s 10-30s
Level 1, Pt. 2 15-255 20-30s 40-60s 15-20s 158 10-30s
Level 2, Pt. 1 10-25s 25-35s5 N/A 15-20s 15-20s 10-30s
Level 2, Pt. 2 17-30s 25-358 50-70s 15-255 15-20s 10-30s
Level 3, Pt. 1 15-255 30-40s N/A 15-20s 15-20s 10-30s
Level 3, Pt. 2 20-30s 35-45s5 60-90s 15-20s 15-20s 10-30s
Level 4, Pt. 1 10-35s 40-455 N/A 15-20s 15-20s 10-30s
Level 4, Pt. 2 N/A N/A 90-120s MN/A MN/A Y

Pucynok B.1 — Omnuc irpoBoro npoekty 3 reiMIn3aiH-I0KyMEHTY



2.2.5. Status Effects

Status Effect is a temporary modification to the character, it may be both positive and negative,
applied to enemies and player himself.

Bountiful: Drops additional gold on death, but be quick, it can expire!
Drunk: Move and attack slower.

Hex: Can't attack or use spells.

Immortal: Can't be slowed or damaged.

2.2.6. Passive Abilities

Passive Ability is a persistant status effect, usually more complex.

Thorny Faces: After you take damage, deal 30 damage to all enemies near you.
Golden Bubble: Absorb any instance of damage. Restores in 20 seconds.
Lucky Three: After you cast three spells Invoke

2.2.7. Some Keywords

Anvil: Anvil falls on your opponents, dealing 100 damage in small area.
Bountiful: Drops additional gold on death.

Burn: Lose Dice Pact after use.

Choose One: Give a choice of three items. Player can select one of them.
Critical: Deal +150% damage.

Endless: Does not expire after exiting combat.

Gamble: Randomly choose between Positive and Negative effect.
Haste: Move and Attack 30% faster.

Hex: Can't attack or use spells.

Immortal: Can't be slowed or damaged.

Invoke: Cast random spell.

Refresh: Replenish your God's Call Charge or Spell Charge instantly.
Wind: Projectile that slows attack speed and move speed of your enemies by 30%.
Wither: Take 30 damage per second for 6 seconds.

2.2.8. Dice Rolls

Dice Roll is inspired by dash abilities in different games, however in game it looks like dice rolls at
certain speed for defined distance. Speed and Distance may vary depending on status effects and
passive abilities. Player has 3 charges to roll, they replenish after some time that player doesn't roll.
Apart from this, player can cast dice abilities by rolling.

2.2.9. Dice Ability

Player casts dice ability by rolling 3 times in a row. The ability is determined based on combination of
elements that were on dice' faces where player landed. If player lands on the face he has already

Pucynok B.2 — Onuc oCHOBHUX ITPOBUX MEXaHIK
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VIIK 004.31
OINITHMIBALA AJITOPHTMY ILTHTKOBOI'O PEH/JIEPIHI'Y 1
TIHBOBHX KAPT
Jonens J1. C.

Haykoruii kepieauk — c1. BHKI. Hogikos 0. C.
XapKIBCBKHI HalllOHAIILHHIL YHIBEPCHTET pajiioenekTpoHikh, kad. [,
M. XapkiB, YKpaiHa
e-mail: dmytro.donets(@nure.ua

This work 1s devoted to improving on existing methods of generating
shadows performance-vise and enhancing visual quality of the output image
created by real time 3D graphics engines (such as game engines). In this
example the implementation is based on one of the most robust and powerful
game engines, Unreal Engine 5. This example will illustrate minor benefits
which are done by the algorithm tailored for specific project’s needs, which are
useful in case of not very high total polygon amount per scene. The visual
output might not be the desired result in all cases, but it might be applied in
many sScenarios.

3a OCHOBY JaHOro MeTojy Oylno B3fTO MeToJ| peHJepiHry ILUIHTKOBOT
BIJIKJIAZIeHOT TIHI Ta BHKOpPHCTaHHS TiHBOBHMX KapT. lleit meron Bkmwodae 5
eTaniB BHKOHAHHS, a caMe MiJITOTOBKY, 3allOBHEHHS, 3BaKEeHHS, CKIIaJJaHHS Ta
nepeHeceHHs.

ITin wac miAroTOBKH Ha Mpoliecopl 00YHCITIOETECA HOBHIT BHII KaMepH, 3pi3
K0T 0OMeKeHHIl HaliMEHIIIMM MOJIEM 30py MIK MEKEH MepcoHaka Ta MekKer
ceitia. OTpHMaHa JlolaTKOBa TIHBOBa KapTa 3aiimae 2048x2048 mikcenis, ane
KOXHa TIHB Y pe3yibTaTl 3MeHINye pO3[UILHY 3/aTHICTH Ha OCHOBI OLIHKH
MOKPUTTA €KpaHy CBITIOM. Takok OYMHIIYVIOTECA MoMepelHl TIHBOBI KapTH Ha
BIJICOKAPTI HA MOYATKY KOXKHOI BIIK/IAIeHO] TIHI.

V' 3anoBHeEHH! AITOPHTM YHHKAe pPeHIEPIHTY Mellla NepcoHakIB Ounbmie
aHIK OJIMH pa3, NepeHallpaBIfgOYH BHKIMKH PHCYBAaHHS BUI CTaHIApPTHOTO
Oydepy no nomarkoBoi TiHBOROI KapTH. Ilicna nboro 3akyerbes i€papXivHUI
Oydep rnmbOHHM Ta reHepyeThbca Kapra TiHEH 3 MinMaroro, 30epirarodn
HaHOIMKYY BIJICTAHE JIO CBIT/IA YV KOKHHX 2 ¥ 2 MIKCENsX.

Ha eram cknananna Ha nmpoliecopi Oyae cTBOpeHO 00’e€M TiHI IEepcoOHaKa,
NPOCTATAOYH MPOMEH] Bl JpKepera CBITIA J0 MO3MIIH KOXKHOro odMekeHHs,
nokH He Oyme nocsarHyto paaiye ceithna. Ilicns npoekmii B eKpaHHHX
KOOpJMHATaX alropUTM 3HAXOIHTh MIHIMAllbHY Ta MaKCHMAalbHY [MO3WLIT s
3allycky oO4YHeIoBallbHHX — poDOYHX  OJMHMIL, o0OMekeHHMX 3aligsHUMH
TIHBOBHMH IJIHTKaMH. ¥ o0uHcIOBaIEHOMY Welaepl KokHa podova oJHHHLA
HIYKae BIINOBIIHUH CBITIOBHH 1HJIeKC y cBoemy 3anuci Oydepa dinanbHoro
CHUCKY cBlTia. fkmo #Horo He 3HalijeHo abo NO3HAYeHO $K MOBHICTIO
3ATIHEHHH, TO AITOPHTM NpPHIHHAE podoTy. B 1HIIOMY BHNAAKy OLIHIOETHCH
BHIUMICTh CBITJIA KOMHOIO MIKcels, 1 SKIO Bcd IUIMTKA TiHI MOBHICTIO
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OCBITIICHA, AlITOPHTM 3YIIHHAETECH Ha [boMY. Ko/IH BUABIAETHCA YacTKOBA TiHb,
rapaHTOBaHO, L0 BHJAUICHO CIOT BHJIMUMOCTI Ta 30epekeHO HOBY 3MEHIIEHY
BH/IHMICTB CBITIIA.

YV nepeHeceHHI KOXHa BHCOKOSIKICHA TIHB 00OpoONfeTbeAd OKpeMo 3
HNOBTOPHHM BHKOPHCTAHHAM CIILIBHOI LIUIL BI3yamizamii pe3yiabTaTy aJifopHTMY.
Lle mae nmepepary B TOMy, IO BapTicTh OOYHCIIEHb € €IHHHM OOMEKYHOUHUM
(hakTOpOoM, OCKUIBKH HakJIagHi BHTpaTH mnam’aTi ¢ikcoBaHi. OJHaK BMICT
TIHBOBOI KapTH BUIKHIAETLCA MK KOXHOK IAPOK CHMBOJ/CBITIO, 110 POOUTH
foro HeJOCTYMHHM Ui nOpsMoro peHfaepidra. OcCKUTBKH TNeEpcoHakl 3
BHCOKOAKICHHMH TIHAMH HE MANIOKTBCHS B HHX, KOMEH Pe3yJIbTaT allOpHTMY
NepeHOCHTRCH Ha3ajl y MoB’sI3aHy CTaHIapTHY TiHOBY Kapty. lle nocsraerbes
MIAXOM TPOeKTYBaHHS KBaJgpaTa Y TIHBOBI KapTi y OJHMKHIA TIIONIMHI B
CTAHJAPTHI KOOPIWHATH TIHROBOI KapTH cBiTAa. ONHH CTaHJApTHHH MiKCelb
TIHBOBOI KapTH MICTHTE OaraTo MIKCENIIB pe3yIbTaTy allOPHTMY, 1 34HTYBaHHA
KoxHOro 3 HHMX Oyno © HenmomipHo joporuM. lls mpobnema 3 BHCOKOK
NPOIYCKHOK 3/aTHICTIO BHPIIIYEThCA 3a JONOMOIOK Bepcli allOpHTMY 13
MINMAIOo, e KOMeH IIKcellb BUOHpae piBeHb MINMAIM, AKOMY NOTpiOHI JBI
BHOIPKH U1 MOKPHUTTA HaiiMeHmoro po3mipy XY obnacti. [Totim BHKOHY€ETBCA
MNOBTOPHE 3YHTYBAHHS 3HA4YeHb Pe3yJbTATY AITOPHTMY 3 MINMAIOK0, JOKH He
dyne nokputo Bcrw obnacte. Hampukian, sKio mnmikcelb NPOEKTYEThCH B
o0nacTe po3mipom 12 x 34 mikcem y pe3yibTaTi anropuTMy, To Oy1e obpano 3
pIBEHB MIIIMAITH.

Ha Tabmumi 1 BigoOpaxeHo pe3ylbTaTH ONTHMIi3allli y NOPIBHAHHI 3
Tinam#, BOyaopanumu B UES. Taki TiHI moTtpedyiote nume Ha 55% wdacy
Outble, HiK Oe3 TiHed 1 Ha 7% MeHme "acy 3a Epic TiHI, npH usomy He
BTPA4alOTh Yy IX SKOCTI Y BHOAJKY NPOEKTIB 3 MAJIOK KUIBKICTIO IOIITOHIB HA
OJIH1 clIeHl.

Tabmuua 1 — Yacy peHaepiHry oHoro Kajpy ajropuTMy Ta 6e3 Hporo

Yac (Mmc) PizHu1
UES5 6e3 Tineil 3.29
UES 3 Epic TiHaMu 548 +66%
UES 3 TIHAMH alITOpHTMY 5.12 +55%

Y pezynerari Janol podoTH Oyno cTBOPEHO ONTHMI3ALIHHMI alTOPHTM 1S
peHaepiHry kanapiB v 3D nogaTkax peanbHOro 4acy i IPOTHCTABIEHO pe3ylbTaT
irposomy pymito UES.

Crnucok BUKOPHCTAHHUX JUKepel:
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10. IrpoBmii nporpamuuii 3acrocyHok y :kaHpi Roguelite RPG.

Bounty Chase

Agropu: Joneus /Imumpo Cepciitoguy, ct. rp. [I13111-20-2, Bosxcoea Mapzapuma
Bonooumupigna, cr. rp. 113111-20-5, XHVYPE.

Haykosuii kepisnuk: Hopikos HOpiii CeprifioBuy, crapmii Buknagad. kad. 11,
XHYPE.

IrpoBuii nporpaMumii sacrocyHok y #anpl Roguelite RPG “Bounty Chase™ creopenuii s
[IpoBe/leHH  BUILHOI'O Yacy.

OcHosa MeTa 'pH — NPOXO/KCHHA AKoMOra OLIbLIOT KUIBKOCT] XBH/Ib BOPOI'IB, MI¥K AKHMH
rpaBellk MOe [OKpalllyBaTH cBoi aTpuOyTH Ta 3110HOcT], abo BIIKPHBATH HOBI Ul HBOIO.
OxpiM UbOr'O Ipasellb MIC/IA MOPAa3KH MOBEPTACTLCH CHIBHIIIMM, Malo4yH CHILHINI 3M10HOCTI 1
MOKE [POXOJIMTH Ipy 3HOBY 3a DaxanHaM. Boporn nmochmororkes 3 pisHeM. JleKilbKka rpasiis
MOMKYTh [POXOJAMTH Pa30M OJIMH 1 Tol caMuil piBeHE OJIHOYACHO.

[Tepeparn pospobku: kpocnnardopmeHicTs, NpocTHil Ta 3posyMmulnil HTepdeiic, nerke
BIPOBA/DKEHHA  JM3aiiHepaMM  HOBHX  3HaYeHb 3a  JloloMorow  Tabiuub, MATPHMKa
MYJILTHILIEEPHOL IPH.

Pucynok I.1 — Ommc po6oTH ist pe3eHTartii
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[Ipuknan mporpaMHOro Koxy

void UBountyAbilitySystemComponent: :AbilityActorInfoSet()

{

OnGameplayEffectAppliedDelegateToSelf.AddUObject (this,
&UBountyAbilitySystemComponent: :ClientEffectApplied) ;

}

void UBountyAbilitySystemComponent: :AddCharacterAbilities(const
TArray<TSubclassOf<UGameplayAbility>>& StartupAbilities)

{
for (const TSubclassOf<UGameplayAbility> AbilityClass : StartupAbilities)
{
FGameplayAbilitySpec AbilitySpec = FGameplayAbilitySpec (AbilityClass, 1);

if (const UBountyGameplayAbility* BountyAbility =
Cast<UBountyGameplayAbility>(AbilitySpec.Ability))

{

AbilitySpec.DynamicAbilityTags.AddTag (BountyAbility->StartupInputTag) ;
AbilitySpec.DynamicAbilityTags.AddTag (FBountyGameplayTags: :Get () .Abilities_Status_Equ

ipped) ;

GiveAbility (AbilitySpec) ;

}

bStartupAbilitiesGiven = true;

AbilitiesGivenDelegate.Broadcast() ;

void UBountyAbilitySystemComponent: :AddCharacterPassiveAbilities (

const TArray<TSubclassOf<UGameplayAbility>>& StartupPassiveAbilities)

for (const TSubclassOf<UGameplayAbility> AbilityClass : StartupPassiveAbilities)

{
FGameplayAbilitySpec AbilitySpec = FGameplayAbilitySpec (AbilityClass, 1);

GiveAbilityAndActivateOnce (AbilitySpec) ;

void UBountyAbilitySystemComponent: :AbilityInputTagHeld (const FGameplayTag& InputTag)
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if (!'InputTag.IsValid()) return;

for (FGameplayAbilitySpecé& AbilitySpec

GetActivatableAbilities())
{

if (AbilitySpec.DynamicAbilityTags.HasTagExact (InputTag))
{

AbilitySpecInputPressed (AbilitySpec) ;
if ('AbilitySpec.IsActive())
{

TryActivateAbility (AbilitySpec.Handle) ;

void UBountyAbilitySystemComponent: :AbilityInputTagReleased(const FGameplayTag& InputTag)
{

if (!'InputTag.IsValid()) return;

for (FGameplayAbilitySpec& AbilitySpec

GetActivatableAbilities())
{

if (AbilitySpec.DynamicAbilityTags.HasTagExact (InputTag))
{

AbilitySpecInputReleased (AbilitySpec) ;

void UBountyAbilitySystemComponent: :ForEachAbility (const FForEachAbilityé& Delegate)
{

FScopedAbilityListLock ActiveScopelock (*this) ;

for (const FGameplayAbilitySpecé& AbilitySpec

GetActivatableAbilities ())
{

if (!'Delegate.ExecuteIfBound (AbilitySpec))
{

UE_LOG (LogBounty, Error, TEXT("Failed to execute delegate in %hs"),
__FUNCTION_);

}
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FGameplayTag UBountyAbilitySystemComponent: :GetAbilityTagFromSpec (const
FGameplayAbilitySpecé& AbilitySpec)

{
if (AbilitySpec.Ability)
{
for (FGameplayTag Tag : AbilitySpec.Ability.Get()->AbilityTags)

{

if
(Tag.MatchesTag (FGameplayTag: : RequestGameplayTag (FName ("Abilities"))))

{

return Tag;

}

return FGameplayTag() ;

FGameplayTag UBountyAbilitySystemComponent: :GetInputTagFromSpec (const FGameplayAbilitySpecé&
AbilitySpec)

{
for (FGameplayTag Tag : AbilitySpec.DynamicAbilityTags)
{

if (Tag.MatchesTag(FGameplayTag: :RequestGameplayTag (FName ("InputTag"))))

{

return Tag;

}

return FGameplayTag() ;

FGameplayTag UBountyAbilitySystemComponent: :GetStatusFromSpec (const FGameplayAbilitySpecé&
AbilitySpec)

{
for (FGameplayTag StatusTag : AbilitySpec.DynamicAbilityTags)

{

if
(StatusTag.MatchesTag (FGameplayTag: :RequestGameplayTag (FName ("Abilities.Status"))))
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return StatusTag;

}

return FGameplayTag() ;

FGameplayTag UBountyAbilitySystemComponent: :GetStatusFromAbilityTag(const FGameplayTagé&
AbilityTag)

{
if (const FGameplayAbilitySpec* Spec = GetSpecFromAbilityTag (AbilityTag))
{

return GetStatusFromSpec (*Spec) ;

}

return FGameplayTag() ;

FGameplayTag UBountyAbilitySystemComponent: :GetInputTagFromAbilityTag (const FGameplayTagé&
AbilityTagqg)

{
if (const FGameplayAbilitySpec* Spec = GetSpecFromAbilityTag (AbilityTag))
{

return GetInputTagFromSpec (*Spec) ;

}

return FGameplayTag() ;

FGameplayAbilitySpec* UBountyAbilitySystemComponent: :GetSpecFromAbilityTag (const
FGameplayTag& AbilityTag)

{
FScopedAbilityListLock ActiveScopeloc (*this) ;
for (FGameplayAbilitySpec& AbilitySpec : GetActivatableAbilities())
{
for (FGameplayTag Tag : AbilitySpec.Ability.Get()->AbilityTags)
{
if (Tag.MatchesTag(AbilityTag))

{

return &AbilitySpec;
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}

return nullptr;

void UBountyAbilitySystemComponent: :UpdateAbilityStatuses (int32 Level)

{

UAbilityInfo* AbilityInfo =
UBountyAbilitySystemLibrary: :GetAbilityInfo (GetAvatarActor())

for (const FBountyAbilityInfo& Info : AbilityInfo->AbilityInformation)
{

if (!'Info.AbilityTag.IsValid()) continue;

if (Level < Info.LevelRequirement) continue;

if (GetSpecFromAbilityTag(Info.AbilityTag) == nullptr)

{

FGameplayAbilitySpec AbilitySpec = FGameplayAbilitySpec(Info.Ability,
1);

AbilitySpec.DynamicAbilityTags.AddTag (FBountyGameplayTags::Get() .Abilities_Status_Eli
gible) ;
GiveAbility (AbilitySpec) ;

MarkAbilitySpecDirty (AbilitySpec) ;

ClientUpdateAbilityStatus (Info.AbilityTag,FBountyGameplayTags: :Get() .Abilities_Status
_Eligible, 1);

}

void UBountyAbilitySystemComponent: :ServerSpendSpellPoint Implementation(const
FGameplayTag& AbilityTag)

{
if (FGameplayAbilitySpec* AbilitySpec = GetSpecFromAbilityTag (AbilityTag))
{

if (GetAvatarActor()->Implements<UPlayerInterface>())

{

IPlayerInterface: :Execute AddToSpellPoints (GetAvatarActor(), -1);

const FBountyGameplayTags GameplayTags = FBountyGameplayTags::Get() ;

FGameplayTag Status = GetStatusFromSpec (*AbilitySpec) ;
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if (Status.MatchesTagExact (GameplayTags.Abilities Status_Eligible))

{

AbilitySpec-
>DynamicAbilityTags.RemoveTag (GameplayTags.Abilities_Status_Eligible) ;

AbilitySpec-
>DynamicAbilityTags.AddTag (GameplayTags.Abilities_Status_Unlocked) ;

Status = GameplayTags.Abilities_Status_Unlocked;

}

else if (Status.MatchesTagExact(GameplayTags.Abilities Status_Equipped) ||
Status.MatchesTagExact (GameplayTags.Abilities Status_Unlocked))

{
AbilitySpec->Level += 1;
}
ClientUpdateAbilityStatus (AbilityTag, Status, AbilitySpec->Level) ;

MarkAbilitySpecDirty (*AbilitySpec) ;



