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PEOEPAT

[TosicHroBanpbHa 3ammcka KBamidikariiiHoi podotu mae: 101 c., 96 pwuc.,

2 nonatkis, 18 mxepern.

UNREAL ENGINE, BLENDER, 3D MOJIEJIIOBAHHS, BLUEPRINT,
ANDROID, BI3YAJIbHUI CKPIIITUHI, I'POBUM JIBUI'VH, LITYYHUN
[HTEJIEKT

06'exm docniodicenHs — ITPOB1 JOJIATKHU.

Ilpeomem oOocniddcenHss — METOOW CTBOPEHHS Ta ONTHUMI3allii 1MPOBHUX
JTOJATKIB.

Mema xeanighixayitinoi pobomu — po3podKa MPOTOTUITY ITPOBOTO JOAATKY
BUKOpHUCTOBYIOUM irpoBuii 1BuryH Unreal Engine.

Memoou odocniodcenns — TEOPETUUHUNA aHaIi3, AITOPUTMYBaHHS, TpadiuHe
MOJICTIOBaHHS, CTAaTUCTHYHA 00poOKa JaHUX.

VY naniit poOOTI NPOBEIEHO OIS ICHYIOUHMX ITPOBHX XKaHPIB, Kiacu]ikalio
BUMOT 1rop TiJ pi3Hl TUIAaTGOpMHU, NETATbHUN OTJSJ ITPOBUX PYIIiB, aHami3
nporpam mia 3D  MoJedroBaHHs, peaii3alild  IrpOBOrO  KOHTEHTY TIpH
BUKOPHUCTOBYIOUM mporpamu 1jisi 3D MopaenmtoBaHHS, eTanmu CTBOPEHHS JOAATKY,
po3po0Ka JIOTIKM J0JIaTKy BHUKOPHUCTOBYIOYM Bi3yalbHUUN CKpinTUHT Blueprint,

CTBOPEHHS BI3yaJbHOTO 1HTEpQEnCy TpH.



ABSTRACT

Explanatory note of the qualification work has: 101 p., 96 draw,

2 applications, 18 sources.

UNREAL ENGINE, BLENDER, 3D MODELING, BLUEPRINT, ANDROID,
VISUAL SCRAPING, GAME ENGINE, ARTIFICIAL INTELLIGENCE

The object of research is game applications.

The subject of research is methods of creating and optimizing game
applications.

The purpose of the qualification work is to develop a game application
prototype using the Unreal Engine game engine.

Research methods — theoretical analysis, algorithmization, graphic modeling,
statistical data processing.

This paper provides an overview of existing game genres, classification of
game requirements for different platforms, a detailed overview of game engines,
analysis of 3D modeling programs, implementation of game content using 3D
modeling programs, stages of application creation, development of application logic

using Blueprint visual scripting, creation visual interface of the game.



[HEPEJIIK YMOBHUX CKOPOYEHD

3D — pi3HOBUJ KOMIT FOTEpHOI Ipadiku;

API — inTepdeiic mporpamyBaHHs IPOrpaMu;

AR — nomnoBHeHa peabHICTB;

BLUEPRINTS — cucrema Bi3yaabHOTO CKPUIITUHTY;
FPS — gacToTta 3miHu Kaapis;

MESH — nonironansha citka y 3D rpadir;

UE — irpoBuii aBuryn Unreal Engine;

UV — nepetBopenHs abo po3roptka y 3D rpadirii;
VR — BipTyasnbHa peajgbHICTB;

[IK — mepcoHabHMIM KOMIT FOTED;

[T — mTydHuii IHTENEKT.
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BCTVYII

B cyuacHOMy cBiTi MOO1JIbHI iTpU CTaIM HE TIIBKU HEBIJ'€MHOIO YaCTUHOIO
po3Bar Ta pO3BAXKAIBHOI 1HAYCTPIii, ajie ¥ Ba)XJIMBUM KOMIIOHEHTOM PO3BUTKY
TEXHOJIOTTYHOTO cerMeHTy puHKY. [IIBUIKICTD 3pOCTaHHS MOTYXHOCTI MOOLIBHHUX
IPUCTPOIB Ta TX AOCTYMHICTh POOJNIATH iX 11€aNbHOI0 TUIaTGOPMOIO TS irop PI3HUX
YKaHPIB 1 PIBHIB CKJIATHOCTI. 32 OCTaHH1 JAECATWIITTA IrpoBa 1HIYCTPisl B3sJia CBIT
TeMIHTY, IEPETBOPHUBIIY HOTO y CIIPABXKHIO cepy KyIbTypH Ta po3Baru. Moo1isbH1
mwiargopmu, 30kpemMa Android, Bifirpaiu BaXXJIMBY pOJb Y ILOMY PO3BUTKY,
HAJIaI04H TPABISIM 3PYYHHM JOCTYII 10 irop y Oy/ib-sIKUii 4ac Ta B Oy/Ib-SIKOMY MICIII.
Opnak cTBOpeHHs1 IrpoBUX JonatkiB nisi Android Bumarae BiJi pO3pOOHHUKIB
BHUCOKOTO PIBHS €KCIIEpTU3M B 00JacTi mporpamyBaHHsA, Au3aiiHy Tta 3D
MOJICTIOBAHHSI.

Kpanidikamiitna poOoTa mpucBsIYeHA JOCHIIKCHHIO Ta MNPAKTUYHIN
peanizailii CTBOPEHHs IFPOBOTO JojaTKy Ha rmiatdopmi Android 3a 10omomororo
BIJIOMOTO IHCTpyMeHTa po3poOku irop - Unreal Engine 4, 3 akimeHToOM Ha
BukopuctanHi 3D monentoBanusa. Unreal Engine 4 € ogHUM 13 HAUMOTYXHIITUX Ta
MONYJSIPHUX TeUMIEB-IBIKKIB, 110 HaJae O0€3MEXKHI MOXJIUBOCTI IJIS PO3POOKHU
BpaXkalOuMX 1rop, Kl MpaliolOTh Ha pi3HUX Margopmax. Bukopuctanus 3D
MOJIETTIOBAHHS JIO3BOJISIE CTBOPIOBATH PEANICTHYHI CBITH Ta MEPCOHAXKI, 110 POOUTH
rpy OUTbLI TPUBAOIUBOIO ISl TPABLIB.

Mertoro 1aHoi poOOTH € PO3MIsAL MPOLIECY CTBOPEHHS IFPOBOTO AOAATKY IS
mwiargopmu  Android B cepemoBumii Unreal Engine 4 3 Buxopuctanasm 3D
MojentoBaHHs. JlocnmikeHHs BKJIOYae B ceOe aHalli3 TEOPETUYHHUX OCHOB Ta
MPAKTUYIHI KPOKH PO3POOKH TAKOTO JIOAATKY, Bl BUOOPY TEMU Ta KOHIIEMIIIT TpH, 10
il onrTumizarii AJ1st MOOUTBHOI T1aTGopMHu.

[IpakTryHa HIHHICTH POOOTH MOJIATAE B MOKIIMBOCTI CTBOPEHHS BIACHUX 1TOp
Ha MOOUTBHUX TPUCTPOSX 32 JIONMIOMOTOIO0 MOTYXKHOTO 1HCTPYMEHTY PO3pOOKH Ta

PO3IIMPEHHSI PO3YMIHHS TIpollecy reimaeBeonMeHTy. B aHamizl iHCTpyMEHTIB,
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METOMIB Ta MIAXOMIB, 5Kl JIO3BOJIAIOTH CTBOPIOBATU SIKICHI Irpu JJIsI MOOLTBHUX
npuctpoiB Ha twiar¢popmi Android, BukopuctoBytoun Unreal Engine 4 Tta 3D
MoOjie/IIOBaHHS. PO3MISIHYTI TEOpEeTHYHl acmeKTH CTBOpeHHs irop st Android,
MIPOEKTYBAHHSI Ta PO3POOKHU IrPOBOTO JIOJIATKY 3 BUKOPUCTAHHAM 3D MoetoBaHHS,
MIpOrpaMyBaHHS Ta ONTUMI3AIlis TPH, TECTYBaHHs Ta HaJlaro/pKeHHsA. Pesymbrartu
OO JIOCTIIPKEHHSI JIOMOMOXYTh po3kpuTu noreHuian Unreal Engine 4 nans
CTBOPEHHS MOOUIBHUX 1TOp Ta BUBUUTH BaXKIIMBI €TaIH X PO3pOOKH.

Llst poGoTa BimoOpakae cydacHi TEHJEHIIII y CBITI pO3POOKH MOOIIBLHUX 1MOp
Ta BIAMOBIJA€ Ha aKTyaJilbHI MUTAHHS, MOB'A3aHI 3 po3poOKoro irop s Android-

matdopmu 3a gonomororo Unreal Engine 4 1 3D MopentoBaHHs.
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1 OIJIAd ICHYIOUNX AHAJIOI'IB

1.1 Po3BuTOK 1rpoBoi iHIyCTpIi

IrpoBa iHIYCTpis € OAHIEIO 3 HAWOLIBII AWHAMIYHMX Ta IIBHIKO3MIHHHX
rajy3eil B CBITI PO3BaKaJbHUX TEXHOJIOTIH. [CTOpPist po3BUTKY irop BiJI3HAYAETHCS
3HAYYIIUMHU 3MiHAMU, TOYMHAIOYM BiJ MEPIIUX MPUMITUBHUX apKAJHUX 1rOp 10
CY4aCHHX BUCOKOTEXHOJOTIYHHX ITPOBUX MPOEKTIB [ 1-3].

[Touatku irpoBoi IHAYCTpPii MOXKHA BIJICTEXXHUTH 10 cepenrHu 20-ro CTOMITT,
KoJii OyJM CTBOPEHI Mepln MPUMITUBHI apkajaHi irpu, Taki sk "Pong" ta "Space
Invaders". 3 TUX yaciB irpu 3a3Haju 3HAYHUX TEXHOJIOTTYHHUX Ta KYIbTYPHUX 3MIH,
PO3BUBAIOYHCH BiJl apKaJHUX aBTOMATIB 0 KOHCOJIEH Ta 0COOUCTUX KOMIT'IOTEPIB.
3 1970-1980 poku BBakarOThCS "30JI0TOIO €pOr0" KOHCOJNBHHUX 1rop, KOJHM Oyau
CTBOPEHI TaKl JIereHaapHi irpu, sk "Super Mario Bros.", "The Legend of Zelda", Ta
"Pac-Man". Ile#t mepionx BiJ3HAYaBCSA BEJIMKUMH JOCSATHEHHSIMH B Taly3i
reiimMan3aiiHy Ta rpa@iku, 1 BiI3HAYUBCS 3pPOCTAaHHAM MOMYJISPHOCTI 1rOp.

[Tounnaroun 3 1980-1990 poxu mpuHec n 3 cOO0I PEBOIIOIIID B ITPOBIM
1HIYCTpil 3aBAsKU ocoOucTuM Komm'torepam. IlosiBa rpadiunux iHTepdeiiciB Ta
onepauiiHux cucteM, Takux sk MS-DOS ta Windows, cipusiia po3BUTKY irop J1st
[1K. 3'sBunmcs taxi irpw, sk "Doom", "SimCity", Ta "Warcraft", siki BU3Ha4HIM HOBI
CTaHJapPTH TeUMIN3ANHY.

[TosiBa cMapT(hOHIB Ta MIAHIIETIB HAa MOYaTKy 21-r0 CTOIITTS MOOUIBHI IrpH
CTaJIM YK€ MOMyAIpHUMU. PO3pOOHUKM CTBOPIOIOTH ITpH ISl PI3HUX MOOITHHUX
m1arGopM, BUKOPUCTOBYIOUM TEXHOJOTIT CEHCOPHOIO KepyBaHHS Ta TIpadiuHi
MOJKJITUBOCTI Cy4aCHUX MPUCTPOIB. A PO3IIMUPEHHS] MOKIIUBOCTEH CMapT(OHIB 1aJI0
3MOTY CTBOPIOBATH irpy sIKi HE MOCTYMAIOTHCS KOMII'FOTEPHHUM, IO MPHU3BEIO IO
POCTY IFPOBHX IJIATGOPM Ta CTBOPEHHS HOBOI €pH 1rop.

OcTaHHIM PO3BUTKOM CTajia BipTyajdbHa peanbHIicTh (VR) Ta posmmupena

peanbHicTh (AR), siki BHeCIM CyTTE€BI 3MiHM B IrpoBY IHAYCTpito. VR irpu
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JTIO3BOJIMJIN TPABIISIM 3aHYPUTHUCS B IFPOBUH CBIT, a AR irpu noeaHyrTh BipTyaibHI

€JIEMEHTH 3 peaJlbHUM OTOUYEHHSM [4-15].

1.2 Ormsip sxaHpiB irop

IrpoBa inayCcTpis 3aBkau Oyia BijoMa CBOEO 37aTHICTIO 10 IOCTIHHUX 3MiH 1
1HHOBAIIIM y CTBOPEHH]1 HOBUX THUIIIB 1rop Ta *aHpiB. ToMy BUOKPEMITIOIOTH OCHOBHI
TUIIU Ta )KaHPHU IrOp, @ PEILTa BBAXKAETHCA TOMICCIO IMX MOxJIMBOCTEN. KoxkeH Tun
1rOp BIJIPI3HIETHCS CBOEIO LLJILOBOKO CHIPSIMOBAHICTIO, TOOTO Ma€ NEBHY '"MeTy", SIKy
nepeciiayoTh cy0'ektu rpu. IrpoBa mMera - 1e BaXJIuBUN (aKTOp, SIKUH 3HAYHOIO
MIpOIO BU3HA4a€ 1 3MICT TPH, 1 1i CTPYKTypy, BUPaKEeHY B ITpOBUX MpaBUiIax, il
XYJIO’)KHIO CIIPSMOBAaHICTh. PO3BUTOK IIUX THIIIB 1 )KaHPIB € KIIOYOBUM ACIEKTOM
icTopii irpoBOi 1HAYCTpIi, OCKUIBKM BIH BiJI0Opakae peaxiiro pPO3pOOHUKIB Ha
3MIHIOIOTBCSI M1 TEXHOJOTIYHI MOXJIMBOCTI Ta CMaku TpaBliB. OCHOBHUMH
)KaHpamu 1rop €: apkaau, posiboBi (RPG), roioBoioMku, TakTU4YHI UIyTEPH,
MYJIBTUILICEPHI ITPU, CUMYIIATOPH, XOPPOP, CTpaTerii, action, BizyabHi poManu [4].

Apxaau. i irpu Oynu oJHUMU 3 IEPIIMX THITIB 1MOp 1 BIA3HAYAIUCS IIBUIKUM
reiMIIJICEM Ta BEJTMKUM aKLIEHTOM Ha PEaKIilo TpaBlsi. 3 PO3BUTKOM TEXHOJIOTIH,
TaKUX K IPOLECOPH Ta rpadiyHi MOKIMBOCTI, apKaJu CTalu OUIbII CKJIAJJHUMU Ta
pizHOMaHITHUMHU. CepeJl KIIACHYHUX MTPEICTaBHUKIB I[LOTO )KaHPY BapTO B1I3HAUYNUTH

"Pac-Man" 1 "Space Invaders", nmpuknaza va puc. 1.1.

HEIGH SCORE
EEG LH

(]

m o

Pucynok 1.1 — Ilpuknan apkagaux irop "Pac-Man" 1 "Space Invaders" [4]
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Ponpogi irpu (RPG). PonboBi irpu crnerianizyroThCs Ha 1CTOPIl Ta PO3BUTKY
nepCcoHaXiB. XapaKTepHUMH O3HaKaMHU POJbOBUX Irop Oyio: y TOJIOBHOTO Tepos,
abo TepoiB, 1 BOPOTIB € IEBHAa KUIbKICTh mapamMeTpiB (yMiHb, XapaKTEPUCTHK,
HABUYOK ), K1 BU3HAYAIOTh IXHIO CHITY Ta 37[10HOCTI, € OTPaIlbOBAHMIA 1 BEJIMKHII CBIT,
CIOKETHA JIiHIS, PO3TadyXeHl JIaJioTu 3 PI3HUMHU BapilaHTaMU BiIMOBiAeH, Oe3iy
pI3HUX TIEPCOHAXIB 31 CBOIMHU IUISIMH 1 XapaKTepamH, BelMKa KUIBKICTh PI3HHMX
npenmetiB. "Final Fantasy" Ta "The Elder Scrolls" - nie mpuxmanu Bimomux RPG,

npukiag Ha puc. 1.2.

Pucynox 1.2 — Ilpukinan poiasoBux irop "Final Fantasy" ta "The Elder Scrolls" [4]

I'onoBonomkwu. Lleit Bua irpy BUMararoTh JOTITYHOTO MUCJICHHS Ta PO3B'sI3aHHS
pi3HMX 3aBJaHb. [ paBIll MOBUHHI PO3ralyBaTH TOJIOBOJIOMKH, PO3MIIIICHI B IrPOBOMY
cBiTl. OCKUIbKHU 3€OUIBIIOTO 1€ ITPH, 110 BUKOPUCTOBYIOTH IUIOIIMHY, BOHU a00
JBOMIpHI Ta BHUKOPUCTOBYIOTH '"BHJ 3BepXy'" Ha IrpoBy IUIOHIMHY, a0o, y pasi
TPUBUMIPHOI Tpadiku, BUKOPUCTOBYIOTh NMEPCHEKTUBRY 3 JETKUM HAXUJIOM ITPOBOI
noBepxHi. "Tetris" Ta "Portal" - me moOpe BimoMi MPEACTaBHUKHU LIBOTO >KaHPY,

MpUKIIaa Ha puc. 1.3.
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LEVEL: B SCORE: =803

Pucynok 1.3 — Ilpuxnazg ronoBoiaomok "Tetris" Ta "Portal" [4]

Taktnuni mwyrepu. llomxanp mryrepiB, KMl NpUAUISE OCOOIUBY yBary
CTparerii, KOMaHJHIi poOOTI Ta PO3MISAY TAKTUYHUX ACHEKTIB MiJ 4yac rpu. Y
TaKTUYHHUX IIyTepax Ba)KJIMBUM acleKTOM € CIUIAHOBaHMM MiaxiJ a0 0oiB. I'paBii
MIOBMHHI BpaXOBYBaTH TAKTHUKY, IEBHI CTpATErii Ta MJIaHU J1H, a HE MPOCTO CTPUIATH
0 BChOMY, IIO0 pyXaeThcs. YacTo mparHyTh peanizamMy B 30poi, EKIIMIpOBII,
HABKOJIMILIHBOMY CEPEIOBUIL Ta MOBEAIHII nepcoHaxiB. Lle moxe BkiItouaTu B cede
pealicTUUHy OadiCTUKY, pO3CIiAyBaHHs, BUOiIp 30p0oi 1 HABITh CUMYJISLIIO TPaBM 1
MOIIKO/KeHb. [TpuKIaan TakTHYHUX IMTyTEePiB BKIIOYAIOTH cepii irop, Taki gk "Tom

Clancy's Rainbow Six", "Counter-Strike", 1 "Squad", npuknazn Ha puc. 1.4.

Pucynok 1.4 — lllyrepu "Tom Clancy's Rainbow Six", "Counter-Strike" [4]
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Cumynaropu. XKanp Bigeoirop, siki MparHyTh MOJIEIIOBATH NMEBHUN acCHEKT
peanbHOrO JKUTTS, MO, mporiecu ado aii. Bonu po3pobneni 1 Toro, mob natu
3MOry T'paBlsIM BUIPOOYBaTH IMEBHI ACTEKTH PealbHOCTI a00 BIPTYaJbHOTO CBITY.
[Ipuknanu cumMymsITOpiB BKIIOYAIOTH irpH, Taki sk "The Sims" (cuMynsTop XuUTTS),
"Microsoft Flight Simulator" (aBiacumymstop), "Farming Simulator" (cumysnstop

dbepMmepa) 1 6e3714 1HITUX, MPUKIa] Ha puc. 1.5.

Pucynox 1.5 — Ilpuknan cumynstopiB "The Sims" ta "Farming Simulator" [4]

Xoppop. Kaup Bizieoirop, skhii CTBOPEHU AJI1 BUKIIUKY Y TPaBLIB MOYYTTS
CTpaxy, TPUBOXKHOCTI Ta Hanpyrd. BoHu 3a3Buuail 3aCHOBaHI Ha €JIEMEHTax Kaxy,
MICTHKH, 1 ICUXOJIOTTYHHX e(peKTax, mob cTBOpUTH aTMOC(hepy, Ka 3MYIITY€E TPaBIIs
Oositucsa mpocyBatucst pam. [Ipukinagum xopop-irop BkiItoyaroTh cepii "Resident

Evil", "Silent Hill", "Amnesia: The Dark Descent", "Outlast", mpukinazn Ha puc. 1.6.
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Pucynoxk 1.6 — [Ipukian xopop irop "Resident Evil" ta "Outlast" [4]

Crparerii. JKanp Bifeoirop, y SIKMX TpaBlil MOBHHHI pO3pOOJSATH IUIAHH,
cTparerii 1 TaKTUKH JJIs1 JOCSATHEHHs IMeBHUX Irei. lleit skanp Bkirodae
PI3HOMaHITHI ITPH, BiJ] IMTOOATBHUX CTPATET1H 3 yIPaBIiHHS IMIEPIEI0 IO TAKTUYHUX
outB Ha nom Ooro. [Ipukinagamu crpareriuaux irop € "Civilization" (rmo6anpHa
ctparerisi), "StarCraft" (ctpareris B peanbHomy uaci), "Total War" (ctpareris B
peanpHOMY 4aci 1 MOKpoKoBa crpareris), "Age of Empires" (cTpareris B peajibHOMY

yaci), 1 "XCOM" (TakTuuHa cTpareris), npukiajg Ha puc. 1.7.

Pucynok 1.7 — IIpuknan irop crpareriit "Civilization" Ta "StarCraft" [4]



17

BizyaneHi pomanu. OcoOnuBU KaHP KOMIT'IOTEPHHUX 1rop, SIKI SIBJISIFOTh
co0010 CyMIIll MI’K 1HTEPAaKTUBHOIO KHUTOIO Ta TPporo. BizdyanbHi poMaHu 3a3BHUait
IPUITISIOTH BEJIUKY yBary CIOXKETY, IIEPCOHAKaM 1 HaIIISIOTh TPaBIs MOKIUBICTIO
BIUITMBATH HA PO3BUTOK peE3yabTary cioxkery. [Ipukiaau momyiasipHUX Bi3yaJIbHUX
poMaHiB BkIo4aroTh "Danganronpa" (merektuB i1 xaxu), "Steins;Gate" (HaykoBa
danTactuka), "Clannad" (pomantuka i apama) (puc. 1.8), "Phoenix Wright: Ace

Attorney" (ropuanyHa Apama).

Pucynok 1.8 — IIpukinan Bi3yadbHUX pOMaHiB [6]

Mynbrumneepsi irpu. Bun Bizeoirop, y KX KiJibka IpaBIliB MOXKYTh OpaTu
y4acTh B IFPOBOMY IPOIIECI OJJHOYACHO, B3AEMOIIFOUN OJIUH 3 OJHUM Yy peajbHOMY
gaci. Ili irpm HagarOTh MOXIIMBICTH 3MaraTHcs, CIIBIOpAIlOBaTH a00 IIPOCTO
B3aEMOJISATH 3 IHIIMMH TpaBIsIMA. [IpuKIaan MyIbTHIUICEPHUX ITOP BKIIOYAOTH
"Fortnite" 1 "PlayerUnknown's Battlegrounds" (urytepu Battle Royale), "World of
Warcraft" (MMORPG), "Minecraft" (micoununs), "Dota 2" ta "League of Legends"

(Mo0a-irpu 3 0araToKOpUCTyBallbKUMH OHJIAH-apeHKaMu ), PUKIIa Ha puc. 1.9.



18

DOTA

Pucynok 1.9 — MynsrimeepHi irpu "Dota 2" ta "League of Legends" [6]

XapakTepHUMH O3HakamMu Action TUIY Irop €: JAUHAMIYHUI TelMILIeH,
O6opoTb0a 1 OUTBH, MPUTOAM 1 JOCHIJDKEHHS, CTPUOKHU, TepeOupaHHs MepenIko,
HAaBUYKH aKpoOaTUKH, HASBHICTb J0Ope po3pOoOJIEHUX MEPCOHAXKIB 1 3aXOIJIUBOTO
CIOKETY, BUKOPUCTAHHS PI3HOMAHITHUX CIEHIAJIbHUX TPUHOMIB, MAariuHux

3ni0HOCTEN a00 yMIHB /I ypi3HOMaHITHEHHS reriMiuieto (puc. 1.10).

Ceepad © a0 S Sy

HOLLOW KNIGHT

-.-"r-- _1,‘__-_5-]

Pucynoxk 1.10 — IIpuxnax action irop [3]



19

[Ticnst omisay npuUKIaAiB ICHYFOUOTO IFPOBOTO KOHTEHTY MAEMO YSIBJICHHS SIK1
TUTH 1T0p iCHYI0Th. OfHAaK He OyBa€ YMCTUX THUIMIB I'PHU, YCi ITPU MAIOTh 3MIIIaAHUNA
THII, 10 30UTbIIY€E BapIaTUBHICTh. Y TaKWil crociO MOXKHA B3ATH OCHOBHI MEXaHIKU
OIHOTO THUITY, HAIPUKJIIAJ apKaJ, 1 3MIIIATH 3 MYJABTUILICEPHOIO TPOI0, Y MIACYMKY
BUXOJIUTh OHJIAMH 1rpW 31 MIBUIKUM TeMIuieeM. HacTymHHM KpOKOM pO3ITISTHEMO

ICHYIOUH XapaKTEPUCTUKH 1rop Ta ruiargopMu ix peasizariii.

1.3 Ormisa XapakTepUCTHK 1TOP M1 ICHYIOUH 11aThopMu

Irpu noctynHi Ha pi3HUX MWIATHOPMAX MOKYTh BIAPI3HATUCS 38 YACIEHHUMU
XapaKTepUCTUKaMH, BKJIO4Yarouu rpadiky, TelMIuieid, aymaio Ta 1HIIN AacHeKTH.
Oo6wupatroun miarGopmy JJisi TpU, BaXKIIMBO BPaXOBYBaTH Ballll 0COOUCTI BIOJ00OaHHS
Ta MOXJIMBOCTI y BIacHOMY oOmajnHaHHI. KoxkHa mnargopma mae cBoi mepeBaru i
HEJOJIIKH, 1 BOHU MOXYTh HaJIaBaTH PI3HUNA TOCBIJI TPU.

1. Bumoru s irop Ha IIK (komm'torepax) MOKYyTh 3HAYHO BIAPI3HATHUCS
3aJIe)KHO B1JI KOHKPETHOI I'pH, ii TpadivuHoi CKIaaHOCTI Ta onTtuMmizaiii [9]. OxHak
OCHOBH1 €JIEMEHTM BHMOI 3a3BM4Yail BKIIIOYAIOTh: OINEpalliHy cuctemy (Irpu
MOXXYTh OyTH MpU3HAYEHI JJIs PI3HUX ONEpaliiHUX CHCTEM, Takux sk Windows,
macOS ab6o Linux), mpomecop (MiHIMalbHI Ta PEKOMEHJIOBaHI BUMOTH [0
IIBUJIKOCTI ITPOBOTO Mpoliecopa, abo OaraTosiiepHUi mpoiecop sl ONTUMaIbHOT
MPOAYKTHUBHOCTI), ONlepaTuBHA Mam'sTh (MiHIMaJlbHAa Ta PEKOMEHI0BaHA KUIbKICTh
ormepaTtuBHOT mam'ari), Trpadiuna xkapra (MiHiMaiIbHI Ta PEKOMEHOBaHI
XapaKTEPUCTUKH JUIS SIKOCTI Tpadiky B iIrpax, 110 CyTTEBO 3aJI€KUTh B/l HOTYKHOCTI
rpadigHOi KapTH), MICIIE Ha )KOPCTKOMY JUCKY (00CST BITLHOTO MICIIsI, HEOOX1THOTO

JIJIs BCTAHOBJICHHSI TpH ), TIpuKIIaa Ha puc. 1.11.
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Pucynok 1.11 — Ilpuxmian BUMOr irpu Ha IEPCOHAIbHI KOMIT FOTEPH Ta KOHCOJI [3]

2. Bumoru st irop Ha koHcoisix (Hampukiaz, PlayStation, Xbox, Nintendo
Switch) 3a3Buuaif MeHIe ckiaaHi, Hik BUMorH st [1K, ockibKu KOHCOJII MalOTh
(1KcoBaHy amapaTtHy apXITEKTypy, 1 pO3pOOHUKH MOXKYTh ONTHMI3yBaTH irpu IS
KOHKpeTHOi KoHcoumi. OJIHaK 3arajibHi €JIeMEHTH BUMOT MOXYTb BKJIIOUATH: BEpCls
KOHCON1 (irpM TpHU3HA4YeHl1 /Jid TEBHOI Bepcii IrpoBOI KOHCONI (HapUKIA,
PlayStation 4, Xbox One, Nintendo Switch)), Miciie Ha KopcTkoMy IHCKY (0Ocsr
BUTBHOTO MICIIS, HEOOX1THOTO /JIsi BCTAHOBJICHHS TPU HA BHYTPIIIHIM >KOPCTKHIA
JIUCK KOHCOJi), KOHTposiepu (Irpw IJisi KOHCOJIEW 3a3BUYail ONTUMI3OBaHI s
oQIIAHUX TeMMaaiB KOHKPETHOI KOHCOMI, 1 AesKI (PYHKIIIT IPH MOXKYTh BUMaraTu
NeBHUX (YHKIINA KOHTpoJiepa), iHIIl nepudepiiiHi MpUCTPOi (A€sKl Irpu MOXKYThb
NIATPUMYBATH JOAATKOBI IPUCTPOI, TaK1 SIK BIpTyajbHa peasibHicTh (VR) rapHitypu
ab0 KaMmepu IS CTieiayIbHUX (DYHKIIIHA TPH).

3. Bumoru gys irop Ha MOOUIBHUX NPUCTPOSIX, TAKUX SIK CMapTHOHU 1
TJTAHIIETH, MOXKYTh BapilOBaTUCA B 3aJIEKHOCTI Bl KOHKPETHOT TpH Ta ii rpadiaHoi
cknagHocTi [17]. Ognak 3araabHi BUMOTH BKIIIOYAIOTh: OTepalliiiHa cuctema (irpu
3a3BUYAll pO3pOOJIAIOTHCS sl MIEBHUX MOOUIBHUX OMEpaIllfHUX CUCTEM, TaKUX SIK
Android a6o 10S), nmporiecop (MOOUTBHI iIrpu 3a3BUYail ONTUMI30BaHI JJIsI PI3HUX
TUIIB TpolecopiB, Bkiatodaroun ARM Tta Snapdragon), omepaTuBHa mnam'sth

(MiHIMambHA KUIBKICTH OIEPATHBHOI TaM'ATi, HEOOXITHA ISl TpU), MICIe Ha
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npuctpoi (00CAr BIIBHOTO MICIS, HEOOXITHOTO JJis BCTAaHOBJICHHS TpU Ha

BHYTPIILIHIN aM'sITi MPUCTPOIO), MpUKIaa Ha puc. 1.12.

Mocnegses ofsoaneHwe 9ot 20231,
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Pucynok 1.12 — I[Ipuknag BuMor Ha MOOUIBHI pUCTPOT [3]

[licns omsimy BUMOr JO 1rop, MaeMO MPEACTABICHHS OCHOBHHUX
XapaKTEepPUCTUK TPUCTPOIB M  pi3Hi  1wiarGopmu. Takok  JOCHIIMBIIA
XapaKTEePUCTUKU MOXHA OPIEHTYBATUCA Ha ayJUTOPIIO JIIOAEH, K1 MOXKYTh Haaall
rpaTH B 3aKIHYEHUH NpoIyKT. HacTymHUM KpOKOM pO3IIIIHEMO I1aT()OpMHU, Ha SIKUX

MOJKJIMBO CTBOPIOBATH ITPOBI1 IOIATKH.

1.4 Ornsg mnatdopM 1St CTBOPEHHS 1Top Ha MOOLIIBHI MTPUCTPOT

Po3poOka irop st MOOUIBHUX MPUCTPOIB CTalla CIPaBKHIM (EHOMEHOM Y
CBITI reiiMeBy. Irpu Ha cMapTdoHaX Ta IJIaHIIETaX CTAJd HE IPOCTO PO3Baroio, a
MOBHOIIIHHOIO TaTy3310 TeMIHTY 31 CBOEIO BIACHOIO APXITEKTYPOIO, TEXHOJIOTIIMHU

Ta 1HCTpyMeHTaMu mjig po3poOku [18]. 3apa3 po3poOka irop st MOOUTHHHX
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MPUCTPOIB cTajia OUIbII JOCTYIMHOIO, HIK KOJIU-HEOY/Ib, 3aBISKH PI3HOMAaHITHUM
wiarpopmaM Ta ¢peiMBopkaM. OCHOBHUMHM IIATGPOpPMaMH JIJIsl pO3POOKH CTaJu:
Unity, Unreal Engine, Cocos2d-x, Godot Engine, GameMaker Studio, Construct [6].

1. Unity. Ile nmoTy>xHuit irpoBuid pymiii, sIKAil IIUPOKO BUKOPUCTOBYETHCS JITISI
CTBOPEHHSI BIJEOIrOp Ta I1HTEpakTUBHMX JoAarkiB. Unity miaTpumye O6e3miu
matdopm, BrIouHO 3 Windows, macOS, 10S, Android, konconsimu (PlayStation,
Xbox, Nintendo), BipTyanpHOIO peasibHICTIO Ta OararbMa iHmUMH. Lle mae 3mory
PO3pOOHKKAM CTBOPIOBATH JOJATKH JIJIsl pI3HUX NMPUCTPoiB. Hajmae iHCcTpyMeHTH 115t
cTBOpeHHs BUCOKOsiKicHOT 2D 1 3D rpadiku. Bin nigrpumye meiaepu, OCBITICHHS,
aHIMallll0, CUCTEMM YAaCTHMHOK Ta IHIOI 3acoOu [l CTBOPEHHS BI3yajbHO
npuBaOIMBUX ClieH. Mae BOynoBaHy (13MUHY MOJIENb, SIKa 1a€ 3MOTY CTBOPIOBATH
peanicTUUHy MOBEIHKY 00'eKTIB y Ipi. [{e BkItouae B cebe cumysisiio rpaBiTaliii,
31ITKHEHb Ta 1HII (Pi3nyH1 edektu. [linTpumye 1HCTpyMEHTH 11t pOOOTH 31 3BYKOM 1
MY3HUKOI0, BKIIFOYHO 3 MiATpUMKOI0 2D 1 3D 3BykoBUX €(EKTiB, My3UUHUX TPEKiB Ta
IHTerpauielo 3 pisHUMU QopMmatamu aynaiodaitmiB. Unity BHUKOPHCTOBYE MOBY
nporpamyBaHHs C# Nt CTBOPEHHS ITPOBOi JIOTIKU. PO3pOOHUKH MOXYTh TTHUCATH
CKPHIITH, 1110 KEPYIOTh MOBEIIHKOIO 00'€KTIB 1 moisiMu B Tpi. Unity Hajiae BiyanbHi
IHCTPYMEHTH JUIsl CTBOPEHHS CLIEH, pelaryBaHHS aHIMallid 1 HaJallTyBaHHS
KOMITOHEHTIB 0€3 He0OX1THOCTI Bpy4HY KOJIyBaTH KOKHY JeTajb. [IpucyTHi 3acobu
JUISl CTBOPEHHSI 0araTOKOPUCTYBALIbKUX 1rop 1 JOJATKIB 3 MIATPUMKOIO MEpPEKEBOT
Ipu.

2. Unreal Engine. [ToTy:xHHi1 1 IIMPOKO BUKOPUCTOBYBAaHUHM 1ITPOBUH PYIIIiid,
po3pobnenuii kommnaniero Epic Games. Unreal Engine cnaBuUThCS CBOiMH
BpaXarounMHu TpaiuyHUMH MOXIMBOCTAMH. BiH Hamae 3acoOu mJisi CTBOpPEHHS
BUCOKOsIKICHUX 2D 1 3D rpadgiyHuX CHEH, BKJIOYHO 3 MIIATPUMKOIO
dbotopeanicTuuHoi rpadiku, BIIOOpaKeHb, JUHAMIYHOTO OCBITJICHHS, TiHEH Ta
IHITUX Bi3yabHUX €dekTiB. MicTuTh BOynoBaHMiA (hi3MUHUN PYIIid, 110 A€ 3MOTY
CTBOPIOBATH peajliCTUUHY MOBEAIHKY 00'ekTiB y rpi. Lle BKItouae B cebe CUMYIIAIIIIO0
31TKHEHb, PIAWH, M'IKUX T Ta 1HIMUX (3UYHUX edekTiB. Pymriii Hagae moTyxHI

IHCTpYMEHTU Jis poOOTH 31 3BYKOM, BKIIOYHO 3 MATpUMKOIO 3D 3ByKYy,
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MIKIITYBaHHSM 3BYKOBUX €(EKTIB 1 My3HKH, a TaKOX IHTETpali€lo 3 Pi3HUMU
aymiopopmaramu. Unreal Engine migTpumye Oe3niu miardopm, BkmouHo 3 PC,
koHcossimu (PlayStation, Xbox, Nintendo), MOO1IbBHUMY IPUCTPOSIMU, BIPTYaTIHLHOIO
peasbHICTIO Ta IOTIOBHEHOIO pealnbHicTIO. Lle 3abe3mneuye po3poOHUKaM IMPOKUI
CHEKTP LLTOBUX MPHUCTPOiB. [liATpuMye Bi3yanabHy cHCTEMY MpOTpaMmyBaHHS IMif
Ha3Boio "Blueprints", sika 1ae 3MOry CTBOPIOBaTH IrpoBY JIOTiKY 0e3 HE0OX1THOCTI
nucatu kof. lle crpomrye mporec po3poOku s He-tiporpamicTiB. Unreal Engine
BUKOPHCTOBYE MOBY IporpamyBaHHsi C++ nJisi CTBOpPEHHSI IMPOBOi JIOTIKH Ta
po3mmpeHb. Po3poOHukM MOXyTh BuKOpucTOByBatM C++ s  mIMOIIOTo
HaJjamTyBaHHs Ta ontumizauii rpu. Hagae qoctynm VR 1 AR po3poOky, o poOuts
HOro Nomy/IsipHUM BUOOPOM JIJIsl CTBOPEHHS BIPTYaJbHOI PEaIbHOCTI Ta JIONIOBHEHOT
peanbHOCTI onatkiB. Unreal Engine Mae akTUBHY CIIJIBHOTY pO3pOOHHUKIB, a TAKOXK
Mara3uH aKTHBIB 1 IUJIAriHiB, /1€ MOXXHA 3HAWTHU TOTOBI PECYpCHU Ta 1HCTPYMEHTH.
Hanae 3aco6u /1t CTBOpeHHS 6araToOKOpUCTYBAIbKUX 110 1 JOAATKIB 3 MiITPUMKOIO
MEPEKEBOI I'PU.

3. Cocos2d-x - 1ie 6e30ruIaTHUM 1 BIAKPUTUHN ITPOBUN PYIIIH, SIKHH TIHPOKO
BUKOPHCTOBYIOTH JUIsl pO3pO0JIEHHSI MOOUIbHUX 1rop 1 3actocyHkiB. Cocos2d-x nae
3MOT'Yy PO3pOOHUKAaM CTBOPIOBATH TPy Ta AOAATKH JJIs PI3HUX TUIAT(HOPM, BKIFOUHO
3 10S, Android, Windows, macOS, Linux, HTMLS5, Tta iami. Ile 3abe3neuye
MaKCUMaJIbHE OXOIUIEHHs ayauTopli. Hajgae mpoctuii Ta iHTYITUBHO 3pO3yMUIHIA
API, 110 poOUTH OTO TOCTYIMTHUM HABITh JIJIsl TOYATKiBIIB-pO3pOOHUKIB. BiH Takox
HNIATPUMYE Bi3yaJdbHUN pEAAKTOp HJisi CTBOPEHHSA CIEH 1 aHiMamii. Pymmiit
nigtpumye 2D rpadiky W aHIMaliio, BKJIIOYHO 31 CIpalTaMH, YaCTUHKAMH,
TEeKCTypaMH, KaJgpamMHu aHimalli Ta Oararbma IHIIUMU TpadiuHUMH eeKTaMu.
Cocos2d-x MICTUTb IHTETPALIIIO 3 PI3HUMU (PI3UUHUMHU PYLIISIMU, TAKUMHU K Box2D
1 Chipmunk, 1mo nae 3M0ry CTBOpIOBaTH peajiCTUUHY MOBEIIHKY OO'€KTIB y Tpi.
JIBWKOK Hamae 1HCTPYMEHTH [JIi pOOOTH 3 aylio, BKIIOYHO 3 BIATBOPEHHSIM
3ByKOBUX €(eKTiB 1 My3ukH. [liaTpumye Kijibka MOB IPOrpaMyBaHHsI, BKIIOYHO 3
C++, JavaScript 1 Lua. Ile nae po3poOHHMKaM MOXJIHMBICTH BUOpaTH HAWOLIBII

MIIXOASITy MOBY Juisi cBOixX moTped. Cocos2d-x onTUMI30BaHUM JiJIi MOOLTBHUX
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MPUCTPOIB 1 HAJa€ 1HCTPYMEHTH MJI CTBOPEHHS MOOUIBHUX IMOop, BKIIOYHO 3
HiATPUMKOIO CEHCOPHUX €KpaHiB, 6araTro3agayHoCTi Ta 6ararboX 1HIIMX MOOUTBHHUX
byHKIM. Py miarpuMmye MepexeBy B3aeMOJi0, IO Ja€ 3MOT'y CTBOPIOBATH
0araToKOpHCTYBaIbKi iTpy Ta JOJATKH.

4. Godot Engine - 11e 6e3KOIITOBHUI 1 BIAKPUTUN ITPOBUIN PYIIIiil 3 yI0BOIO
pemnyTarii€o cepen po3poOHUKIB, ocobmmBo y cdepi inmi-irop. Godot Engine
HiATPUMYE pi3HI OmnepaiiiiHi cucteMu 1 wiatdopmu, BKIo4HO 3 Windows, macOS,
Linux, Android, 10S, HTMLS5 Ta i1, 1110 1a€ 3MOT'y CTBOPIOBATH 1TpH Ta A0JaTKU
JUIsL pI3HOMAHITHUX TPUCTPOiB. [IpomoHye BUAATHY THYYKICTH y MPOEKTYyBaHHI
IrpoBOi JIOT1KU. BiH BUKOPHCTOBYE BilacHy ckpunToBy MOBY GDScript, sika cxoxa Ha
Python, ane Takox marpumye C# 1 VisualScript, Bi3yaJlbHy cHCTEMY
nporpamyBanHs. L{e qae 3Mory po3poOHuKaM 00upaT HaOLIBII MIAXOSILY MOBY
Uit cBoix motped. Pymiii miarpumye sk 2D, tak 1 3D rpadiky, BKIOYHO 31
crpaiiTamMH, aHIMalll€l0, OCBITJIEHHSM, YacTUHKAMH Ta IHIIUMH Bi3yaJbHUMH
epekramu. Godot Engine micTuTh BOYyIOBaHy MIATPUMKY (PI3UKH, BKIIOYHO 3
pyuriem Bullet mist 3D-¢di3uku 1 MOXIUBICTH cTBOpeHHs (Di3uyHuX edexTiB y 2D.
Takok Haga€e IHCTPYMEHTH JJI1 CTBOPEHHS 0AraTOKOPHUCTYBAlbKUX 1rop 1 TOJIaTKIB
13 MIITPUMKOIO MEPEXKEBOI IPH.

5. GameMaker Studio - 11e iHTErpoBaHE CepeOBUIIE PO3POOKH Ta IrpOBUI
pywii, o aae 3Mory po3poOHukam cTtBoproBatd 2D 1 3D irpu Ta I0IaTKU.
GameMaker Studio miarpumye pizHi miargopmu, BrItodHO 3 Windows, macOS,
Linux, Android, i10S, HTMLS5 1 xorcomi (Hanpukiaz, PlayStation 1 Xbox), mo mae
3MOT'Yy CTBOPIOBAaTH IrpHU ISl pi3HUX MOpucTpoiB. Llel pyuiiii opieHTOBaHUM Ha
PO3POOHUKIB-TIOYATKIBINB 1 HAJA€ 3PYYHHM Bi3yalbHUN 1HTEpQEHC 151 CTBOPEHHS
irpoBoi JIOTiKM Ta cieH 0e3 HeoOxigHocTi mucatu koi. GameMaker Studio
BUKOPHCTOBY€E BiacHy MoOBY mporpamyBaHHs GML (GameMaker Language), sika
cxoxka Ha C. Po3poOHuKM MOXyTh BukopuctoByBath GML s ckmagHimmx i
rHyukimux cueHapiiB. GameMaker Studio mae BOyzmoBaHy MiATPUMKY (PiI3MUHOTO

MOJIEJIIOBaHHSI, 10 JIa€ 3MOT'Y CTBOPIOBAaTH PEasliCTUYHY MOBEAIHKY 00'€KTIB Yy Tpi.
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Pymiii miaTpumye MepexkeBy Tpy 1 HaJae I1HCTPYMEHTH [IJISS CTBOPEHHS
0araToKOpUCTYBAIbKUX 1TOP.

6. Construct - 11e IHCTpYMEHT Ta IrpOBUI Py, MpU3HAYECHUH JIJIs1 CTBOPEHHS
2D irop Ta 1HTEpaKTUBHUX 3aCTOCYHKIB 0e3 HeoOXimHOCTI mucaru koi. OnHi€ero 3
rosioBHUX ocobnuBoctel Construct € oro BizyajabHa cUCTEMa MPOTrpaMyBaHHs, sSKa
Jla€ 3MOTY PO3pOOHMKAM CTBOPIOBATH IrPOBY JIOTIKYy Ta B3a€EMOiI0 00'€KTIB,
NEPETATYIOUN Ta 3'€JHYIOYM OJOKM B pekuMi "mepeTsrHu Ta KuHp'. Lle poOHuTh
THCTPYMEHT JOCTYITHUM JJIsl TUX, XTO HE Ma€ JOCBiAY nporpamyBaHHs. Construct
JIa€ 3MOTY CTBOPIOBATH ITpH I pi3HUX IIatdopM, BKIOUHO 3 Windows, macOS,
Linux, Android, 10S, HTMLS Tta inmumu. Pymiid nigrpumye 2D rpadiky, cipaitu,
a”iMallilo, a TaKO)X Ma€ IHCTPYMEHTH JJIsi CTBOPEHHSI TalJIOBUX KapT, aHIMOBaHUX
COpaiTiB Ta 1HIMMX rpadiuHux eneMmeHTiB. Construct Hagae MOMXIMBOCTI ISt
KEpYBaHHS ayAloe(eKTaMH, My3HKOIO Ta 3BYKOBOIO 1IHTETPALII€LO.

[Ticns orsiAy MPUKIIAIIB ITPOBUX JABUTYHIB, SIKI IIMPOKO BUKOPUCTOBYIOTHCS
y IHIyCTpli, MAEMO BEIMYE3HUN BUOIp Cy4acHUX pillIeHb 1Jis1 po3poOku. OnHak He
BCI pyIIIii MIXOAATh i TEBHI pO3POOKH 1 HE BC1 Y BITLHOMY JIOCTYI JUIsl PO3POOKH.
VY KOXHOTo IrpoBOro pylilis CBOi mepeBaru mnepen iHmuMu. HacTynmHuM KpOKOoM

po3mIsiHEMO M1aThopMu JIsl CTBOpeHHs 3D Mojenei mija irpoBUil IBUTYH.

1.5 O mnardopm 115t ctBopenHs 3D monenei

CrBopennst 3D mopeneit crae Bce OUTBIT BaXJIMBOKO CKJIAJJOBOIO CYy4acHOTO
IHTEPHET-IIPOCTOPY, A€ BOHU BHUKOPUCTOBYIOTHCS ISl CTBOPEHHS 1rOp, aHiMarlii,
BIpTyaJbHOI pEaJbHOCTI Ta OararboxX IHIIMX 3acTtocyBanb (puc. 1.13). Bubip
MpaBWIbHOI atopmu AJisi CTBOpeHHs 3D mojeneld MoXe CyTTE€BO BIUIMHYTH Ha
AKICTh Ta €(EeKTUBHICTh MpOeKTy. Po3misHemMo pi3Hi marGopMu Ta 1HCTPYMEHTH,
K1 JJOTIOMOXYTh B I[iil TBOPUIH CIIpaBi, BIAKPUBAIOYH HOB1 MOXKIIMBOCTI JIS 1/1€H Ta
KoHIEeMi y cBiTi 3D moxaentoBanHs. OCHOBHUMHU 3aco0amu 1jis cTBOpeHHs 3D

mopenei oynyTth: Blender, Autodesk Maya, Cinema 4D, ZBrush.
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Pucynok 1.13 — I[puknazn ctBopenoi 3D mozeni [2]

1. Blender 3D - me Biakputuii, OE3KOIITOBHUN Ta JyXe MOTY>KHUN
iHCcTpyMeHT it 3D MojestoBaHHs, aHiMallli, peHIEpUHTY Ta OararboxX I1HIIMX
rpadgivanx 3ama4 (puc. 1.14). BiH mMae psg ocoOMMBOCTEH Ta XapaKTEPUCTHUK, SIKi
poOIsATh Moro nomynapHuM cepenl podecionanis 1 moyaTkiBiliB. Blender € BinbHOO
Ta BIIKPUTOIO MPOrpaMolo, M0 O3HaYae, M0 BH MOXKETE€ BUKOPHUCTOBYBATH HOTO
O€3KOIITOBHO Ta MaTH JOCTYI J0 BUXiAHOTO komy. lle mo3Boise kopucTyBauam
aJanTyBaTH MpOrpaMmy JI0 CBOiX MOTped Ta po3BHBATHU J10AaTKOBI (pyHKIii. Mae
Bpakarounii HaO1p IHCTPYMEHTIB 1t 3D Moje/ItoBaHHs, BKIIOYAI0YU MOJICTIOBaAHHS
00'eKTIB, TEKCTypH, aHIMAIlll0, PEHIEPUHT, CUMYIAIIl (PI3UKKU Ta Oararo I1HIIUX
¢bynkuii. IlinTpumyeTbcsi Ha OararbOX OMNEpPAlIMHUX CHUCTEMAax, BKIIOYAIOUU
Windows, macOS Ta Linux, mo poOUTh WOro AOCTYIHHUM ISl IIHPOKOTO KOJIa
KopucTyBauiB. [HTepdeiic Blender moxe 31aTucs ckiaHUM Ha MEPIINA TOMIS, ae
BiH IIPOIIOHYE ITUPOKI MOMKIIMBOCTI JIJIsl HAJIAIITYBAHHS Ta JI03BOJISIE KOPUCTYBayam

nepcoHani3yBaTi poOoUnit MpOCTIp MiJ CBOI MOTPEOH.



27

Pucynox 1.14 — IIpuknag nporpamu Blender 3D [2]

2. Autodesk Maya - me oaMH 13 HAWUMOMYISPHIMIUX Ta TOTYKHHX
IHCTPYMEHTIB Juig KoMI'toTepHoi rpadiku, 3D wmopentoBanHs, aHiMailii Ta
Bi3yasbHUX edekTiB (puc. 1.15). BiH mHMpoKo BUKOPUCTOBYETHCS B Tally3l aHIMAIli,
KiHemarorpadii, BiJieoirop, apxXiTeKTypHOro au3aiiHy Ta iHxeHepii. Maya Hanmae
BEJIMKUI HAOIp 1HCTPYMEHTIB i1 cTBOpeHHsS 3D 00'e€KTiB Ta MOJIeNe, BKITIOYaroun
noJsrironaneHe, mia-aiBiziiiHe Ta NURBS monemtoBanns. J{o3Bomsie cTBOproBaTu
CKEJICTHY aHIMaIit0 JIJIsl IEPCOHaXIB, BKIIFOUat0YH (herc-piru Ta 1HII JeTaai30BaH1

aHIMariiH1 QyHKITI.

Pucynok 1.15 — CtBopenns mozeni y Autodesk Maya [3]
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Maya BUKOPHUCTOBYETHCS JJIsl CTBOPEHHS Bi3yallbHUX €(eKTiB y (iapMax Ta
BiJIeoirpax, BKIIOYAr0un BHOYXHW, BOTOHb, CHMYJIAIIII0 YACTHHOK Ta 1HIII CTIEIliaabH1
edextu. IaTepdeiic Maya NOCHTh CKIAIHUM, ajie BiH HAJa€ BEJIUKY KUIBKICTh
HaJAIITyBaHb Ta MOKJIMBOCTEH IS IEPCOHAITI3AIllT pOO0UOTO CepeIOBHIIIA.

3. Cinema 4D - ne nomyssipHa mporpama Jijisi KOMIT'toTepHoi rpadiku 1 3D

MOJICJIFOBAaHHsI, pO3p00JIeHa HIMEIIBKOIO KoMItaHiero Maxon (puc. 1.16).

EXPLAINED

Pucynox 1.16 — CtBopenHs BidyaiabHOTO edekTy 3a gornomororo Cinema 4D [3]

BoHa Bonozi€e IeKiIbKOMa Ba)XJIMBUMHU XapaKTEPUCTUKAMH, K1 poOJATH ii
MOMYJISIPHOIO Cepell XYIOKHUKIB, Au3aiiHepiB 1 BidyanbHux edekrtiB. Cinema 4D
CJIABUTHCS CBOEIO IPY>KHBOIO Ta ITHTYITUBHO 3pO3YMLIOK0 iHTEp(EHcoM, 10 pOOUTH
il 11€aIbHOTO JIJIsl TTOYATKIBIIIB 1 JOCBITUEHUX KOpHUCTYyBayiB. Lle 0co0IMBO KOPUCHO
JUIS TUX, XTO IMIBHJIKO XOU€ HABUYMTHUCS CTBOproBatd 3D Momeni Ta aHiMmaliio. Mae
PO IHCTPYMEHTIB AJig CTBOpeHHsA 3D Mopeneid, BKIIOYAOYM MOJIITOHAJIBHE Ta
NURBS mopentoBanHs. TekcTypyBaHHsI 1 HAHECEHHS TEKCTYP TaKOK BUKOHYIOTHCS
3py4HO Ta mBUAKO. [IporpaMa Mae moTyXH1 IHCTPYMEHTH JJI11 CTBOPEHHS PYXJIMBUX
00'eKTIB, BKJIIOYAIOYM CKEJIETHY aHIMalllo, KEpyBaHHA KaJapamMH 1 aHIMaIlito
gacTuHOK. Cinema 4D BHKOPUCTOBYETHCS JIsi CTBOPEHHS pPyXomoi rpadiku Ta

Bi3yaJbHUX €(EKTIB Y BiJI€0, TesebaueHH1 Ta (puibMax.
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4. ZBrush - 11e MOTYXHHUI IHCTPYMEHT I KOMIT'FOTEPHOTO MOJICTIOBAHHS Ta
ckyapnTypu B 3D-mpoctopi. Bin pospobOmenuii kommaniero  Pixologic i
BUKOPHCTOBYETHCS JUISI CTBOPECHHS BUCOKO/IeTalli3oBaHuX 3D-Mozeneit, 0cobauBo B

00J1acTi XyI0XKHBOTO CKYIBITYypyBaHHs (puc. 1.17).

FHFWWP LT A TAL ) TR

Pucynok 1.17 - BucokoneranizoBana 3D-Momens 3a qonomoror ZBrush [4]

OpnHiero 3 0CHOBHUX 0coOnmBocTel ZBrush € MOXKIMBICTD CTBOPIOBATH AYXKE
noxnaani 3D-moxeni. Bu moxeTe nogaBatu erani, TEKCTypu Ta peiabedu 0 CBOIX
00'eKkTIB 0€3 BHIMMHX T'€OMETPUUYHMX OOMexeHb. Xouya ZBrush B mepury uepry
NpU3HAYCHU 1711 CTBOpeHHA 3D-Moneneil, BiH TakoX Ma€ IHCTPYMEHTH st
CTBOPEHHS aHiMarlii 1 aHiMaliiHux o0'ekTiB. [linTpuMye pobOTy 3 TeKCTypamu Ta
MaTepiajlaMi, JI03BOJISIIOYM CTBOPIOBATH PEANICTUYHI TEKCTYpU Ta Mareplaiu s
Baroro 3D-moneni. ZBrush BHKOPUCTOBYETHCS B ITpOBii IHIYCTPii Ta KIiHO JJIst
CTBOPEHHS MEPCOHAXIB, MOHCTPIB, PEKBI3UTIB Ta 1HIINUX 00'€KTIB.

Ors Ta aHAI3 aHAJIOTIB MTOKA3aB IUPOKUHM CIEKTP ICHYIOUUX KaHPIB irop 3
pi3HUMH (YHKITIOHATBHUMH MOXKJIMBOCTSIMU Ta TEXHIYHHUMH XapaKTEPUCTHUKAMHU.
[le cBITUUTH MPO PO3BUHEHICTH ITPOBOI 1HAYCTpPIi Ta OaraTCTBO BaplaHTIB IS

BuOOpY. Po3risHyBIIN 6araro >kaHpiB irop B Il poOOTI MU 00paiv XKaHpP apKaau y
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MOETHAHHI 3 MEXaHIKaMU TaKTUYHUX I1yTepiB. Lle momnae mpoToTumny BapiaTUBHOCTI,
Ta JI03BOJHTH IPABIIO HE 3aCyMyBaTH Mija yac mardy. [loegHaBimum gBa TUNU 1rop,
OTPUMYEMO IIBUJIKY TPy 3 THYUYKOIO BapiaTMBHICTIO Jii 3aJI€)KHO B CUTYaIlil mij
gac Maryy. PO3mIsHyBIIN BEJMKY KUIBKICTh ITPOBUX JABMXKKIB 1 XapaKTEPUCTHUK i
irpu, 00MparoTh po3poOKy MPOTOTHUIY Mia MOOUIBbHY margopmy Android, 1ie nacTe
BEJIUKY ayAUTOPIIO0 JUIsl KOPUCTYBaHHS TOTOBUM IIpOBUM JOAAaTKoM. IrpoBux
JBIDKKIB, SIKI MOXKYTh BIIOPATHUCS 3 TTOCTABJICHUM 3aBIaHHAIM 1 00 OyB BIIKpUTHI
KOJI, 3aJIMIIaeThcsl Hebararo. HactymauM eranom Oyne oOuparucs HeoOXiIHa s
po3poOku mnargopma, ska Oyne MaTH JOCTYMHICTh 1 MYJIbTHILUIAT(HOPMEHICTb.
Takox irpoBuil pyIIiii MOBUHEH MiATpUMYyBaTu 3D-mofeni, 1 37aTHUN KOMITLUTIOBATH
3 HAUMU T MoOUTeHI Twiargopmu. [lo6 3amoBHUTH MHpPOTOTHUIIAMU PIBEHB 1
peanizyBaru 3D Mozeni po3NISIHYTO OCHOBHI TPOrpaMu Jj1sl pO3pOOKH TPUBUMIPHOT
rpadiku. Ilicmg aHamizy crajo 3po3yMulo, M0 HAWAOCTYHHIIIMM JOAATKOM €
Blender 3a #ioro rHy4YKy cucTeMy MOJCIIHTY Ta BEJIIUKUN HaOIp IHCTpYMEHTIB. Bin
YHIBEpCAJIbHUN 1 BUBAHTAXKEHHSA MOJENEN BIJIOYBA€ThCSA IIBUAKO, TaKOX MOYKHA
oJlpazy TEKCTypyBaTH MoOACHl B camomy aoaarky. [IpoBiBmm ommsig 1 oOpaBmiv
MporpaMu JJis OJAJIbII0T pOOOTH, MEPEXOAUMO JI0 aHAJI3y 0OpaHUX JOJATKIB JJIs

PO3pOOKH Ta PO3MISAAY iXHIX (PYHKIIIH.
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2 AHAJII3 TEXHIYHOI'O 3ABE3IIEYEHHSA TA
OBIPYHTYBAHH: BUBOPY IHCTPYMEHTIB

2.1 OGrpyHTyBaHHS BHOOPY OCHOBHOI TIAT(HOPMU JJIS IrPOBOTO TOAATKY

[lepuroueproBuM eTamoM HpH Po3poOIll IrpOBOTO JOAATKY BH3HAYAETHCS
wiatopma Ta BUMOTHU JI0 anapaTtHoro 3abesneueHHs. Sk miaatgopmy mija irpoBuii
nonatok O0yio o6pano Android, 3a HOro MUPOKUM CIIEKTP MPUCTPOIB, K1 MPALIOIOThH
Ha 1l mmatdopmi. Binm gemeBux cmapTdoHiB A0 MOTYXKHHUX IUIAHIIETIB 1
dbnarmancekux cmaprTdoHiB, Android mHokpuBa€e BEIWKY YaCTUHY PHUHKY, IO
JTO3BOJISIE IOCSTTH OLIBIIOT ayAUTOPIi.

Android mpomonye irpoBi MokiuBocTi, Taki sk Google Play Games, ski
MOJIETIIYIOTh 1HTErPaIlil0 MEPEKEBOr0 B3a€EMO/IIi, TOCATHEHDb Ta 1HIIMX (PYHKITIN.
Taxox, Android 103BoJIsIE BUKOPHUCTOBYBATH Pi3HI MEXaHI3MU MOHETH3AIli, TaKi sIK

BHYTPIIIIHI MMOKYIIKH Ta peKjiaMa, IpUKiaa Ha puc. 2.1.

e
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Pucynok 2.1 — Ilpuknan nonatkis 3 Google Play Games [3]

[Inarpopma Hamae MOXKIUBICT, TECTyBaHHS Irop O€3MOCEPEeIHhO Ha
pealbHUX TPUCTPOSIX, IO € BAXKIWBUM €TalloM B PO3pOOIl s MOOUIBHOI
wiatdopmu. Lle 103BosIsIE BUSBUTH 1 BUIPABUTH MOTEHIIIHI TPOOJIEMH, K1 MOKYTh

BUHUKHYTH HA PI3HUX MPUCTPOSIX.
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2.2 Oo6rpyutyBanHs BubOopy Unreal Engine, sx ocHOBHOI maTdopMu

PO3pO0OKHU

Bubip Unreal Engine sik ocHOBHOI miaTgopmMu s pO3pOOKH IrpOBOTO
nomatky migx Android oOyMoBIeHHN WOTO TOTYXHICTIO Ta BHCOKOSKICHUM
rpadiuaum  aBuryHoM. Unreal Engine Bosiofie mnepeaoBUMH TEXHOJOTISIMU
PEHACPUHTY, OCBITJICHHSI Ta 00pPOOKHU TEKCTYP, IO TO3BOJISIE CTBOPIOBATH BpayKarodi
Bi3yasibH1 €(PeKTH Ta peajliCTUYHI IrPOBI CBITH.

OxkpiM Bpaxkarouoi pobotu 3 rpadikoro, ITpOBUN ABUTYH MIATPUMYE
kpocmuiargopmenictb. Unreal Engine € kpocruiaropMeHUM 1HCTpyMEHTAPIEM, 11O
pobuTh ¥oro imearbHUM BUOOpPOM i po3poOku irop Ha Android. Binkputi API
Unreal Engine nerko interpytorbes 3 Android SDK, 110 103BoJisi€ 6€31epeniKoaHo
B3a€EMO/IIATH 3 XapaKTEPUCTUKAMHU Ta (PYHKIIIOHAJIOM IIaTGOpPMHU.

BaxnuBum ¢aktopoMm s BUOOpPY IrpOBOTO JBUTYHA OyiIM HIMPOKI
MO>KJIMBOCTI TPOTpaMyBaHHs, BHKOPUCTOBYI0uM MOBY C++ abo rpadiunuii
iHTepdeiic Blueprints (puc. 2.2). lle nae po3poOHMKaM BeIMKY CBOOOIY TMpHU
CTBOPEHHI CKJIQJHUX TEeHMIIEHHUX MEXAaHIK, IITYYHOTO IHTEJIEKTy Ta IHIIUX

€JIEMEHTIB T'PH.

P Sty

Pucynok 2.2 — Ilpukian BidyansHoro ckpuntunry Blueprints [1]
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Unreal Engine iHTerpyetscs 3 pi3HOMaHITHUMH I1HCTpyMeHTamMu st 3D
MOJICITIOBaHHS Ta aHiMmarllii, Takumu sk Blender un Autodesk Maya (puc. 2.3). Lle

3a0esneuye eheKTUBHY poOOTY 3 rpadikoro Ta aHIMaIll€r0 00'€KTIB y Ipi.

Pucynok 2.3 — Peanizamii 3D 06’exty mif irposwuii qeuryn Unreal Engine [1]

MOo>XJIMBOCTI HaNamTyBaHHS Tpadiku Ta KoMy AO3BOJISIIOTH 3a0€3MEUYHUTH

BHUCOKHUU PIBEHb MPOJYKTUBHOCTI HA PI3HUX NPUCTPOsX (puc. 2.4).
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Pucynok 2.4 — OCHOBHI CTaTUCTUKHU OoNTUMI3AIII] mix yac rpu [1]

IrpoBuii nBUryH obpaHuii B 1iif poOOTI HAJAE IHCTPYMEHTH )i €(hEeKTHUBHOI
onTuMizalii rpu mja pizHi npuctpoi Android. OckiabkH y mporpaMmy BOYJIOBaHO
NOTY)KHMI TpadiuyHUi penakTop, SKAW [dae€ 3MOry THYYKO MpamioBaTH 3
Matepianamu Ta Tekctypamu. OTHaK KpiMm rpadiqHoro sapa, € moTy»KHa rmiatgopma

porpamMyBaHHS Ta il JOCTYMHICTh AJI BCIX KOPUCTYBauiB-IOYATKIBLIB.

2.3 OOrpynTyBaHHsi BUOOpY I1HCTpyMeHTIB mia 3D MojentoBaHHA Ta

Bi3yasizanii

Jns ctBopenHs 3D 006'exTiB Ta ixX Bi3yanizaiii B rpi Oyio 0OpaHO iIHCTPYMEHT
mozentoBanHsl Blender. Ile yniBepcanbuuii iHCTpyMeHT 11t 3D MoentoBaHHS 3
BEIIUKUM CHEKTPOM (PYHKI[IOHATY, IO JO3BOJISE 3aJOBOJILHATH TOTPEOH SIK
MOYaTKIBIIIB, TaK 1 JOCBITUYEHUX TpadiuyHUX AU3aMHEPIB UM aHIMATOPIB.

Blender nanae pizHOMaHITHI IHCTPYMEHTH JIJIsl CTBOPEHHS Ta pelaryBaHHs
MmerriB, Taki gk Extrude, Loop Cut, Bevel, 1 6arato inmux (puc. 2.5). Bxitodae B
ce0e pi3HOMaHITHI MEH3J1 Ta IHCTPYMEHTH I CKyJbnTyBaHHs 3D 00'ekTiB, 1110

JI03BOJISIE JOTYYUTH JI€Talll Ta TEKCTYPH.
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Edit Mode

Pucynox 2.5 — OCHOBHI1 1HCTPYMEHTHU pearyBaHHs MEIIIIB

Y ABUTYH BKJIIOYAETHCS IHCTPYMEHT JUIS TEKCTYpYBaHHS Ta HaJalITyBaHHS
MaTepianiB. J{7s mbOro HasBHI iIHCTPYMEHTH JUISI CTBOPEHHs Ta peaaryBaHas UV-
posroptanb s TekcTyp. Material Editor: [lo3Bomsie BuU3HAUaTH BIIACTUBOCTI

MaTepiaiiB, BKJIIOUAOUU TEKCTYPH, KOJIIp, BIIOMBAHHS CBITJIA TOIIIO.

Pucynox 2.6 — Bikno UV-po3ropransb 1ist TEKCTYp

Blender miarpumye mupokuii crniektp dopmatiB GaliiiB A IMIOPTY Ta
eKCIOPTY, L0 MOJIETHIYe CIIBIPAIIIO 3 IHIIUMU ITporpaMamMu. i irpoBOro JBUTYHY
Unreal Engine miaxoauts oauH 13 popmaris, a came .fbx. Lleit ¢popmat MicTuTh a1
po MaTepiaiu, aHIMaIllli, HaJalTyBaHHS HOpMalie 00'ekTa, BHYTPIIIHI 3MiHU
00'ekTa, cTBOpeH1 KOmi3ii 1y o0'ekta. 3 OAATKOBUX MOMKJIMBOCTEH MICTHTH

MPU3HAYECHHS KOJIbOPY BEPIIMH 1 CIPANTOBI aHIMAaITi.
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2.4 Amnani3 erariB MPOEKTYBaHHS I'PU Ta BUOIp KOHIIETIIIT

[Tepen mouaTkoM PO3pOOKH IrPOBOTO TOAATKY HEOOXITHO YITKO BU3HAYHUTU
fioro koHuernmio. B kBamdikamiiiHiit po60Ti, 00paHO KOHIICMIII0 apKaaud TpU 3
eJIEeMEHTaMH TAKTUYHOTO 1IyTepy. ['paBers oTpuMae MOKIMBICTh IEPEMIIITYBATHUCH
10 PIBHIO, B3aEMOJIISITH 3 00’ €KTaMU Ha PiBHI Ta 00TaMu, K1 3’ ABJIAIOTHCS y IEBHUHN
npomixkok yacy. Ilimmo Oyae Ha3Oupatm MakKCUMajdbHY KUIBKICTH OUKIB 3a
BUJIIJIEHHH 4Jac.

OCHOBHI redMIUIEHHI MEXAHIKMA BKIIOYATUMYTh B c€0€ eJIeMEeHTH O00MOBHX
B3a€EMOJIIN, CUCTEMY 300py OUKIB, UM IHIIUX MPEAMETIB 32 HEOOXITHICTIO TPHU.
['paBenib MaTUME MOKJIMBICTh BUOOPY B3aeMOJil 3 O0TaMHM, Ta BILUIMBY Ha MOJIi B
piBHI. Ycs B3aeMoAisi 0OMEXKEHA 4acoM T'pU, PO3IIMPUTH HOTO MOXKIIMBO 3aBISKU
B3a€MO/IIi, OJIHAK TPaBII0 MOTPIOHO CIIJKYBAaTH 32 OCOOMCTUM 3/IOPOB’SIM Ta

0oTamu, 1110 MATPYJIIOIOTh PiBEHb (puc. 2.7).

Pucynok 2.7 — Peanizariisi piBHIO 3 T€UMILIICEM

ApxiTekTypa npoekTy Oyzae noOyaoBaHa Ha OCHOBI MPUHIUIIIB MOIYJIbHOCTI
Ta po3mmproBaHOCTi. OCHOBHI KOMIIOHEHTH BKJIIOYAaTUMYTh rpadiyHUN JBUTYH

Unreal Engine, cucremMy LITy4HOrO IHTENEKTY JUIsi HE MEPCOHAXIB, CHCTEMY
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yIpaBiiiHHs 00’ €KTaMu Ha PiBHI, a TAKOK MOJTYJI1 JIJIsi 0OpOOKH aHIMallii Ta Ppi3uKu
rpu. bolioBi MexaHiku peani3yloThCsl Y KOMIIOHEHTI, 100 MaTH THYYKY CHCTEMY
peanizamii Ta J0JaBaHHA N0 OYIb-IKUX JOJATKOBUX MEPCOHaXIB. Takox 11e
JI03BOJISIE pealli3yBaTy BIIMIHHICTh B3a€MOJii OOWOBMMH HaBHYKAMHU y PI3HHUX
NepCOHaXIB (IIKOAY, MOMAAaHHS 1 TOIIIO).
[Ticns BU3HAueHHs peanizallii, TedMIUICIo, JAU3aiHYy, PO3pOOJISIEMO eTaru
PO3pOOKHU:
1. Konuenrtyanizaimiss Ta Ju3aiiH: JeTajdbHE BH3HAYEHHS CIICHAPIIO TPH,
HAXOJ[KEHHS KOHIENITyaIbHUX MAJIIOHKIB Ta AU3aiHYy PiBHS.
2. MopaentoBaHHsl Ta TEKCTYpyBaHHS: BUTOTOBJICHHS 3D Mopeneil 00'ekTiB Ta
OTOYEHHS, a TAKOX CTBOPEHHs TEKCTyp AJisi HuX. [lepcoHaxiB Ta aHIMaIlio

oepeTthcs 3 cailty Mixamo (puc. 2.8) [5].

S
A A ah

Pucynok 2.8 — Caiit Mixamo 3 nepcoHakamu Ta aHIMaIisiMu [5]

3. IlporpamyBaHHs: pPO3pOOKa TEUMIUICHHUX MEXaHIK, CHUCTEMHU IITYyYHOTO
IHTEJEKTY, YIPABIIHHS 3aBIaHHAMHU Ta IHIIUX KIOYOBUX €JIEMEHTIB I'PHU.

4. TectyBaHHS Ta ONTHUMI3allisd: BUKOPUCTAHHS TECTYBAaHHS JUIS BHSBJICHHS Ta
BHUIPABJICHHS IIOMHJIOK, a TaKOX ONTHUMI3aIlis Tpu I 3a0e3reueHHs

cTabUIbHOI POOOTH.
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[Tix yac ornsay 1HCTPYMEHTIB Ta TEXHIYHOTO 3a0e3neueHHs Oyiu BUSBIICHI
MEBHI €Tamu PO3POOKH, SKI 3aJUIIAIOTHCA MAJOMOCTIDKCHUMH a00 MOXYTh
noTpedyBaTH OUIBII JCTAIBLHOTO aHalli3y, a camMe: OCHOBM Ta mpuHIunu 3D
MOJICITIOBAHHS, TEKCTypyBaHHs, pO3rOpTKa MoOJeNel, aHiMaIilis 00’ €KTiB.
Po3rnsHyTo ocHOBHI (yHKIII 00paHWX mporpam, MiJ MOOUIPHY MaThopMy.
Android mnatdopmMa mMae BeIMKE KOJIO KOPHCTYBAdiB 4epe3 iXHIO JOCTYIIHICTh Y
CBITI, TAKOXX MPHUCTPOI MAIOTh Pi3HI XapaKTEPUCTUKH, a OTKE 3aCTOCYHOK MOXHA
3pOOUTH TiJ] BEIUKE KOJIO KOPUCTYBAUiB, SKIIO BpaxyBaTH MiHIMalabHI BUMOTH JI0
1rPOBOT0 3aCTOCYHKY. PO3rIsiHyTO BHYTpIlIHIN QyHKITIOHANT irpoBoro pytrist Unreal
Engine, ne mnoka3zaHoO NpUKIAaAUM Horo BHUKOpuUcTaHHA. KpiM mpoTOTMIYyBaHHS
ITPOBUX 3aCTOCYHKIB y PYIIIi € MOXKIIMBICTh MPOTOTUITYBATH PIBHI 32 JOTIOMOT'OIO
ctBopeHoi 3D reometpii 3 BUkopuctanHaMm Blender, sik rojloBHOTO TpUBUMIPHOTO
penaktopa. Y po3aii po3rsIHyTO €Tanu poOOTH 3 TPUBUMIPHOIO rpadikoro nepen
BUKOPUCTAHHAM iX B IrpOBOMY pYIIii, 110 Ja€ 3MOTY PO3MUPHUTH (PYHKITIOHAI

I'POBUX 3aCTOCYHKIB 1 MEXaHIK.
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3 MOAEJIFOBAHHA TA TEKCTYPIHI' 3D OB’€KTIB IJIA
II'POBOTI'O JOJATKY HA ANDROID

Posrstnemo nporiec 3D mozaentoBaHHA Ta TEKCTypyBaHHs B KoHTekcTi Unreal
Engine, 30cepemxyounch Ha BUKOPUCTAaHHI MOMYJspHOro iHCTpyMeHTy Blender.
Po3ristHyTO poJib IMX €JEMEHTIB y CTBOPEHHI ITPOBUX 00'€KTIB, iX TEKCTYpyBaHHI,
a TaKOXX PO3IVISTHEMO, SIK 11l KOMIIOHEHTH B3a€MOJIIIOTh I CTBOPEHHS HETIOBTOPHHX

IMMEpPCUBHHUX ITPOBUX CBITIB [2].
3.1 Anam3 ocHoBHEX eTamiB 3D MozaentoBanHs y Blender

OcHoBHoOIO0 OymiBenpbHOIO oguHUIEI0 y Blender € mesh - citka, mo Bu3Havae
dbopmy o0'ekra. PoboTa 3 mesh € BaxmBor0 yacTuHOIO Tipotiecy 3D MozentoBaHHS.
Mesh Bu3Hauae cTpyKTypy 00'€KTa, CKIIAJAI0YHCh 13 BEpIITUH, peOep Ta OBEPXOHb.
CTBOpeHHs Ta pemaryBaHHS BEpIIMH, peOep Ta MOBEPXOHb BiIOYBa€eThCS 3a
JIOTIOMOTOI0 JIO/IaBaHHSI Ta BUIAJICHHS, 1€ MOXKHA peaii3yBaTH TMPH TEPexolli y

pexxum: Edit Mode (puc. 3.1).

%M Vertex Paint

5} Weight Paint # Taxture Paint

e ——
—

S
| Erim [ e
1 .
1

=

B Object Mode E—_E Edit Mode

|
BCTaHOBMTH peskimM B3aemonil ob'erkta: Edit Mod

Pucynok 3.1 — Ilepexin no pexxumy Edit Mode
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PosrnsiHeMo ski iHCTpyMeHTH Hajae Blender myis momaBaHHS HOBUX BEPIIHH
10 mesh, 110 103BoJIsIE€ TOYHO BU3HAYaTH PopMy 00'ekTa. BumaneHHs BEpIIMH TaKOXK
MOYKE€ BUKOPUCTOBYBATHUCS JUIst MoAudikarii popmu. Pedpa 3'enHyIOTh BEpIIMHU Ta
BHU3HAUYAIOTh TpaHi 00'ekTa. PemaryBanHs rpaHi J03BOJISIE€ KOHTPOIIOBATH T€OMETPII0
Tta popmy o6'exta. [loBepxHI Ta rpaHi yTBOPIOIOTH 00JacTi MK BEpIIMHAMHU Ta
peOpamu. PenmaryBanHsl TpaHeill J03BOJsIE KOHTPOJIOBATH CTPYKTYpYy Ta (opmy

noBepxHi 00'exta (puc. 3.2).

Pucynox 3.2 — [nctpymentu penaryBanus y pexumi Edit Mode

OkpeMo BiI IHCTPYMEHTIB peJaryBaHHS ICHYIOTh MoaudikaTtopu, ski
JOTIOMararoTh JOCATTH NOTPIOHOT (POPMH 3 MEHIIMMU MAaHIMYJSIISIMUA TEOMETPIi y
pexumi Edit Mode. BuxopucranHs MoauQiKaTopiB pO3LIMPIOE MOXKIMUBOCTI
MOJIETIIOBaHHs, OCHOBHUMH Monaudikatopamu €: Subdivision Surface (30umbinye
KUIBKICTh TPaHEel, CTBOPIOIOUHM O1NIbII IA/IKy TOBEpXHIO. KopucHuMii 115t CTBOpEHHS

okpyreHux Gopm), Boolean (103Bosise 00'eqHyBaTH 200 BiIOKPEMITIOBATH 00'€KTH,
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00 MIBUAKO CTBOPIOBATH CKJIaaHi ¢opmu), Array (103BOJIsIE€ M0/1aTH 00’ €KT Ha
skoMy MonudikaTop, Ha3HaueHy KUIBKICTh pa3iB Ha MEBHIW BiacTaHi), Mirror
(Biga3epkamtoe O0’€KT 3riAHO HYIbOBOI Touku y 00°ekTi), Solidify (Haporurye
TOBIIMHY 00’ekTy). Cami moaudikaropu ainsaTees Ha: modify, generated, deform,
physics (puc. 3.3). 3a kareropisimu BiOyBaeThcsi BUOip MOTPiOHOTO MoaudikaTopa

711 mesh, kareropis BiJnoBiIa€ Ha crocid B3aeMoii MoaudikaTopa 3 00'€KTOM.

iy Add Modifier

Pucynok 3.3 — Jluct moaugikaropi

OCKUIbKH TIPH MOJIENIHTY TPOXOIUTh Aedopmarlisi CITKH, TOMY BaKITMBUM
(dakTopoM € 30epekeHHs MpaBUJIBLHOI TOMOJOTII Ta onTuMizalis moaeni. Tomy
ICHYIOTh TIpaBWJja MJisi TMPaBUJIBLHOI TOIOJIOTII, OCHOBHI MpaBwWia: 30epeKeHHS
MOJIITOHY SIKMHM CKIAJA€TbCcs 3 YOTUPHOX BEPIIMH, OMHUHATH CHUTYallii KOJH
CTBOPIOETHCS OJIHA BEPIIIMHA B SIKY BXOJUTh Oarato pedep (il Ha3UBalOTh 31PKOI0 Y

MOJIETTIIOBaH1), TPUKJIa/ MPABWILHOI TOMOJIOTIT Ha puc. 3.4.
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Pucynok 3.4 — Ilpuknan poOoTu 3 Tonosorie y 06’ ekra [3]

OcCKUIbKY MpaBUJIbHA TOIOJIOTIS J103BOJSIE 00'€KTOBI FapHO BUIVISIAATU MPU
Oy/b-sIKOMY OCBITJICHHI Ta aHIMaIlil TaKOX OKPIM CTPYKTYpU BaXKIIMBUM SIBUIIIEM
CKJIaJla€ OMTHUMI3allis, J€ MOTPIOHO CTEXKUTU 3a KUIBKICTIO BEPIIMH Ta TpaHEH,
ONTHUMI3yBaTH MOJENb JJIsi 3a0€3MEUeHHS ONTUMAIbHOT MPOAYKTUBHOCTI Yy TPpi,

MPUKJIA] BiIOOpakeHHs CTaTUCTUKKU mesh y BikHI pefaryBanns puc. 3.5.

Pucynox 3.5 — BimoOpaxeHHs cTaTUCTUKU Mesh y BIKHI pelaryBaHHs

PosrnsinyTo eramu poOOTH 3 TPUBUMIPHOIO Tpadikor Ta BUOKPEMIICHO
OCHOBHI MpaBwia MiJ 4yac 1mooynoBu monesnei. [TokaszaHo aeTranbHO THCTPYMEHTH
JUIsL pefaryBaHHs TeoMeTpii, 1 Bapialili BUKOPUCTAHHS LHUX I1HCTPYMEHTIB, IO
po3mmproe MoxiauBocTi Blender. IlpomeMoHCTpoBaHO OCHOBHHE CHoOCiO, 3a
JIOTIOMOTOI0 SIKOTO MOKHa BIACTEXKYBaTH CKJIAAHICTh TOMOJIOTII B TPUBUMIPHHUX

00'ekrax.
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3.2 Anami3 eramy po6otu 3 UV-Po3ropTkoro /isi TEKCTypUHTY

[TinroToBKa MOJeN O TEKCTypyBaHHS BKJIIOUa€e B ceOe KIIOYOBUU eTam -
po6oty 3 UV-posroptroro (puc. 3.6). Lleit nmporec Bu3Havae, Sk TEKCTypH OyayTh
MPOEKTyBaTucs Ha ToBepxHIO 3D 00'ekTa, 1 € BAKIMBUM E€JIEMEHTOM IS
JOCSITHEHHSI peaicTUYHOTO BUDIsAY y rpi. OcHOBHI Kpoku pobotu 3 UV-
posroptkoro y Blender: po3ninienns 00'ekta (po3auieHHs 00'€KTY Ha HOTO CKIJIaIOBI
YACTHUHU, SIKi 3py4HO PO3ropTaTH okpemMo. Lle crpocTuTth mporec TeKCTypyBaHHS),
pobota 3 Marepianamu (IPUB'sA3Ka MaTepiaty 10 pI3HUX YaCTUH 00'€KTa, 100 KOXKHA

YacTHUHA MaJia BIIMIHHI TEKCTYPH).

Pucynok 3.6 - UV-po3ropTka ky0a

J11s po3ropTKu 00’ €KTYy YBIMKHEHHS pexumy peraktopa UV Ta po3ropTranHs
mesh. BukopuctaHHsi 1HCTpYMEHTY pO3TATYBaHHs, 00epTaHHS Ta MaclITaOyBaHHS
BUKOPHUCTOBYETHCS JJIsl ONITUMAJILHOTO po3TanryBanHs UV-enementiB. Hactynnum
KPOKOM ONTHUMI3YBaHHS, 1100 pO3TalllyBaTH €JIEMEHTH i1 €(QEKTUBHOTO

BUKOPUCTAHHS TEKCTYPHOTO IPOCTOPY. [HCTpYMEHTIB NaKyBaHHS
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BUKOPHCTOBYIOTBCSI JUISI YHUKHCHHS pO3pHBIB Ta MaKCHUMi3allii poO3aUTbHOT
31aTHOCTI.

[Ticnms posropTaHHsS TIOB'SI3YIOTBCS TEKCTypu 3  BignmoBigaumu UV-
xoopauHaramu. Po3yminns B3aemonii Mixk UV Ta TEKCTYpOIO BH3HAUYaE, SIK TOYHO
300pakeHHs Oy/ie BimoOpaxkaTucs Ha 00'€KTI.

Po6ora 3 UV-posroptkoto B Blender - 11e He nuiie HEOOXITHUM eTam s
TEeKCTypyBaHHS, ajie¢ ¥ BaXJIMBUW IS CTBOPEHHS €(PEKTUBHHUX Ta PEaTiCTUIHHX

TeKCTyp Ha noBepxHi 3D 00'ekTiB y Ipi.

3.3 Po3po6ka 3D o0'exty mijg rpy

Onumem po3poOKy Ta MOJETIHT 00'€KTIB, IO OyI1yTh BUKOPUCTOBYBATUCH B
uiii po6orti. s nporo imnopryemo B Blender ¢irypky moaunu 3 Unreal Engine, 1ie
pOOUTHCS 1)1 MPABUIIBHOTO MOJICNIIOBaHHS (popmMu 00'€kTa, 11100 CTBOPUTH OTPIOHY

BUCOTY 1 po3mipH (puc. 3.7).

Pucynoxk 3.7 — Immoprt ¢irypku 3 Unreal Engine Ta momaBaHHS y KOJEKIIIFO OKPEMO

CTBOpUMO HOBY KOJIEKIIi10, IKYy Ha3zBeMo "Trample", o6 BiqokpeMuT 63714

3D mopeneit 1 ctBOpUTH TeKCTypHuiM atminac. CTBOpeHHs Oynb-iKoro o0'exrta
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MOYMHAETHCSA 3 MPUMITUBIB, TAKUX K KyO, HWIIHAP, KOHYC, KYJsl, IIomuHu. Js

IPOEKTY, 100 CTBOPUTH TPAMIUIIH, Kpallle o4aT 3 IIoHMMHA (puc. 3.8).

| 3= L AR |

ae v BFE L

mE®"

Pucynok 3.8 — CTBOpeHHS TpaMIUIIHY 3 IUIOUUHU

ITepexogumo B pexkxum Edit mode, 1 3a 1ormomMoror MaHIMyIAIINA TOJITOHAMH,
pebpaMu, BepUIMHAMU CTBOPIOEMO TPAMIUIIH. 3 MaHIMYJALIN Oylno BUKOPHCTaHO
HapOILIyBaHHSI T€OMETPii, MacluTaOyBaHHA, 3'€JTHAHHS TOYOK, CTBOPEHHS (acoK,

J0JlaBaHHA pedep, BUAaIeHHSI HEMOTPIOHUX MOIIroH1B (puc. 3.9).

Pucynok 3.9 — Mozens TpaMILIiHy MICIS MAHIMYJSALINA 3 TEOMETPIEI0
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[Ticast cTBOpeHHS MOJIEN1 MOTPIOHO CTBOPUTH POTOPTKY AJIA TPAMILIiHA, [T
pOro BHUAUIIEMO pedpa mig 90 rpamyciB 1 mpu3HadaeMo po3pi3. Bumainusim

HeoOX1H1 pedpa, cTBoproeMo po3roptky Ha UV-koopaunarax (puc. 3.10).

Pucynok 3.10 — UV- po3ropTka TpamIutiHy

CrBopuBun 3D-00'exT, HEOOXITHO CTBOPUTH KOMi3110, 0O MEPCOHAX MIr
B3aEMOJIISITH 3 TpaMIUTIHOM Yy Tpi. Koui3zito CTBOPIOIOTH 13 MPOCTUX MPHUMITHBIB, 1
KOXXCH MPUMITHUB Ma€ MiANUCYBATUCS TIEBHUM TO3HAYCHHSIM, IO JEKIApyeThCS B

crneri Unreal Engine (puc. 3.11).

Collidon meshes are dentified by the imgormer based an thew namse, The collision naming synias should be

Mesh Prefix and Name Description

UEx_[Renderideshiame] #e A Bom must e created using 3 reguiar rectanglils 30 obijedt. You mrned move the vertioes arcurd o defanm it in any way io make it

soimtleng ofhser than 3 reciargular peism, of eke it will not sark

UCF_[Rengerseshiame] g A Capsude must be a cplindrical ohject capped with hemigphares. it does not need b0 b many segments (S is 8 good number az all

becausge it s comverted into a true capsule tor colizion. Like bowes, you should not maove ihe inced dual vertioss arcand

USP_[RenderkbeshiName] &# A Sphere does nat need S0 Rave many segments (8 & a good numben ot all because it iz comverted inbo a true spbers for collision. Lks

baxss, yau should not mave the indradual vertioes snound

UCK_[Renderfechhame] s A Corvex object Can De any comglaiely doted omnvex 30 shaps, Sor examgle. a Dow can aksda b & corves abjecl The diagram below

Piarrgles. wihad 15 COvesEd A wildl of Mol

Pucynox 3.11 — IlpaBuno mignucis 3 nokymenTaiii Unreal Engine [1]
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Jls TpaMIuTiHa CTBOPEHHS KOJIi311 Kpalle poOUTH 3 TPUMITHBIB Ky0a, 1 cCaMHUX
OpUMITHBIB  Oyae Kijmbka, migmucoM OynyTh mo3HadeHHs UCX (Ha3Ba

TpaMIuliHa) (1Mdpa npumiTuBa), IpUKiIag Ha puc. 3.12.

Pucynok 3.12 — CtBopeHHSs KOi31i TpaMILTiHy

OcTaHHIM KPOKOM JUIsl €KCIIOPTY B ITPOBUHM pyLIid MOTpiOHO HajlalTyBaTH
npaBWJIO eKcropty. [ mporo BUALIAEMO KOMI31l Ta 00'€KT, y HaJalTyBaHHSIX
MO03HAYA€MO EKCIIOPT BUAUICHUX 00'€KTIB, CIPSIMOBAHICTD 3IVIa’KyBaHHS HOpMaJiel

1 6e3m1y 1HIMX napametpis (puc. 3.13).

FEFFFEFFETTNEE

Pucynok 3.13 — [Ipukiiaa HaamtyBaHHs eKCIopTy y ¢opmar .fbx
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VY mnporeci po3pobku Oyi0 pO3MISIHYTO €Tald MOJETIOBAaHHS TPUBUMIPHOT
rpadikd 3 BUKOPUCTAHHSIM MpOTpamMH JJIsl MOJAETIOBaHHSA. BHHECEHO OCHOBHI
mpaBuiia TOTOJIOTI il Yac MOJEIIOBAHHS Ta MOKa3aHO CIIOCIO CIIOCTEpeKEHHS 3a
cKiaaHicTIo reomerpii. Posmisnyto eram pobGotu 3 UV-posroptkoro, poborta i
IpaBUJia CTBOPEHHS PO3TOPTOK Ha TpUBUMIpHHUX oO0'ektax. [lokazaHo mpukian
PO3TOPTKM Ha OJHOMY 3 PO3pOOJIEHUX MPOTOTHIIB JJI 3aCTOCYHKY. Hampukinii
MOKa3aHO MPHKIIAJ pO3pPOOJICHUI TOTPUMYIOUUCH €TaIliB MOJEIIOBaHHS, CTBOPEHO
KOJII31I0 3 0ararbOX MPUMITHBIB, AK KyO, MiJ irpoBuid pymrii. KokHy Komi3iro
nmignucaHo  3rigHo  gokyMentamii  pymrisi:  UCX (Ha3Ba  00’exty) (uudpa
NpUMITUBA). 3riJHO JOKYMEHTAI[ll MOKa3aHO HaJaIllTyBaHHA IMIIOPTY MOJENl B
Unreal Engine, ane Takuii iMIIOpT MO>XJIMBO BUKOPUCTOBYBATH 1 B 1HIIUX PYIIisX,
dbopmar iMIopToBaHOi Mojesli 00OB’S3k0BO MoBUHEH Oytu .fbx, Tomy 10 BIH

30epirae JaH1 ycixX HajJallTyBaHb Ta TEKCTypH 3 Marepiajgom y 3D mozemni.



49

4 PEAJIIBALA [TPOTOTHUITY I'POBOI'O AOHAATKY Y UNREAL
ENGINE

PosrnsiHeMo mporiec po3poOku irpoBoro aofarky s miaargopmu Android,
BHUKOpHCTOBYIOUH cepenonuie Unreal Engine. ITokaxkeMo IpaKkTUYHI aCTICKTH, TaKi
K 0coOMMBOCTI KoyBaHHS, B3aemozis 3 APl Android Ta inmi TexHivHI AeTanmi, sKi

€ KJIIFOYOBUMH JIsI YCHIIIHOT peanizamii rpu [1].

4.1 Peanizariis HanamTyBaHHs mpoekTy nia Android

[lepen HanamTyBaHHSAM MPOEKTY IMiJ MOOUIbHI TIaTGOpMHU, HEOOX1THO
3aBanTaxxutu SDK 1 NDK kommnonentu. I1[o6 iX BcTaHOBUTH criOYaTKy MOTPIOHO
3aBaHTaxuTH AndroidStudio, monepeaHbo BUOpaBIM NOTPIOHY BEPCItO M1 iIrpOBUIA

pyuuii (puc. 4.1).

~ Android Studio 4.0.2 October 6, 2020

Installers

Chrome0S: android-studio-ide-193.6821437-cros.deb (762.7 MB)

Mac: android-studio-ide-193.6821437-mac.dmg (897.7 MB)

Windows IDE only (64-bit): android-studio-ide-193.6821437-windows.exe (914.1 MB)

SHA-256 checksums
96414135ac15a0493d35104cb@addc75375268T6c8267dbd88ced63@67dbb8cd android-studio-ide-19
ce26celldd532604182380dd5da70a9cch811a8eT82421bb38128c385@93a%8e android-studio-ide-
37295b@30287aa7d784159125942b98721aca2cb2dblbof428dc23f1352bb820 android-studio-ide-1

.6821437-cros.deb
.6821437-mac. dmg
6821437 -windows .exe

o
)
oW

o

Zip files
Linux: android-studio-ide-193.6821437-linux.tar.gz (987.5 MB)
Mac: android-studio-ide-193.6821437-mac.zip (897.3 MB)

Windows (64-bit): android-studic-ide-193.6821437-windows.zip (928.1 MB)

SHA-256 checksums

bf796e83c5c2978b5e9@cp4fe@dd704bddbo1670dad8cadfe222098702b27736 android-studio-ide-1
64b631T6d59b6bEa8d2522a4541127433a36089165d447347036%9eT7@355a92e7 android-studio-ide-19
ac2ddo7fo86419c5035243467efef2b48F30409c0bRecT2544021425b749c3b%6 android-studio-ide-1

I

.6821437-1linux.tar.gz
.6821437-mac.zip
6821437 -windows . zip

o
oW

I

Pucynok 4.1 — Bepcis AndroidStudio mig Unreal Engine 4.27 [1]

3akinyuBiiM ckauyBaHHs AndroidStudio, morpioHo nHamamtyBatu SDK 1

NDK xommonenTtu. JIjist iporo notpioHO 3aiiTu B po3kpuBHUil crincok "Configure"
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1 HatucHITh "SDK Manager". ¥V nanamryBanusx cucteMu Android SDK neperitu

Ha BKIaaKy "SDK Tools" , e 3'IBUThCS CIMCOK JOJATKOBUX KOMIIOHEHTIB (puc. 4.2).

Settigs lis Mew Pragas

Pucynok 4.2 — SDK Manager [1]

BcranoBuBmm HeoOxinHi kommnoHeHTH Android SDK, mepexomumo 0
BcTaHOBJeHHs BianoBigHoi Bepcii Android NDK, BukopucraBmu SetupAndroid
cueHapiil uist 3aBaHTakeHHs. JlJig IbOro B KOMaHHIM MaHesl NOTPIOHO NPUMHITH

JineH3iHy yromy komaugow "Y" (puc. 4.3).

Pucynok 4.3 — Komanina nmanens g ycranoBkud NDK [1]
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ITicyist BCTaHOBJIGHHS BC1X KOMIIOHEHTIB MOTPIOHO 3aiTH B I'pOBHM pyIIii 1
nepeiitn B po3ain "Edit > Project Settings", ne Bpy4YHY BCTAHOBHUTH IUIAX JI0

kommoHeHTiB "Platforms > Android > Android SDK (Android NDK)" (puc. 4.4).

«Platforms - Android SDK
-;Sﬂl{ﬂnnf';g . . -

Location of Android SDK (the directory usually contams ‘androd-sdk-")

Location of JAVA (the directory usually contains jdk') o
SDK &P Level {specific version, 'latest’ or 'matchndk’ - see tsoltip) m
NDK AF| Level [specihe version or 1atest’ - eee toolhpl android-15

L.ocation of Android NOK (the directory usually contains 'androsd-ndk-") _

PucyHok 4.4 — PydHe HaalmTyBaHHs MUISIXY 10 KOMIOHEHTIB [1]

VY po3nuii po3mISHYTO HajamrtyBaHHs irpoBoro pymis Unreal Engine min
MoOUTbHI noxatku Android. [loka3aHo pyyHe HanalITyBaHHSA pylIis Ta AKi
KOMITOHEHTH MOTPiOHI JJI KIHIIEBOI KOMIJIAIIT MPOIYKTY JJIs TECTYBaHHSI, OTIMCAaHO

JI€ 3aBAHTAXKUTH KOMIIOHEHTH I1]T IFPOBIM PYIIH.

4.2 Po3po6ka piBHst Ha Unreal Engine

CrBopennst npoekry y Unreal Engine - 1e nepmmii Ta KJIIOYOBUH KPOK Y
posmovarky pobotu Haj irpoBoro Koumemiliero. [Ipu BxomkenHi B Unreal Engine
3’aBUTHCS BikHO "Launcher", ne Bubupaerncst "New Project” 1151 CTBOpEHHSI HOBOTO
npoekrty. ITicnsa BubGopy "New Project", oOupaeTbcst TUIT MPOEKTY 3 PI3HOMAHITHUX
mabmnoniB, ski Unreal Engine Hamae. BoHum BKIIOYaroTh 1MabMOHW MJIs 1rop,
apXITeKTYpHHUX Bi3yasi3aliid, aHIMaIli Ta 1HIIUX 3acTocyBaHb. [lani HEoOXigHO
obparu mabnon mns mpoekty. Hampuxman, "First Person", "Third Person", "Top
Down", Tomo. Bubip malnony 3ai1exuTh BiJ THIY TP YU 3aCTOCYBaHHS, SIKE

CTBOpPIOETHCS (puc. 4.5).
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L
Select Template

Pucynok 4.5 — lllabnonu npoexty, 11st mpoekTy odupancs Blanc

Hactynmuuii etanm — BU3Ha4Ye€HHs MapaMeTpiB NPOEKTy, TaKUX SK Ha3Ba
IPOEKTY, pO3TalllyBaHHS Ha AUCKY, MOBH nporpamyBanHs (C++ abo Blueprints), Ta
piBHs neranizamii rpagiku. PiBH1 getamizauii rpadiku: "Maximum Quality" s
MPOEKTIB 3 BHUCOKOI sKicTI0 Tpadiku abo "Scalable 3D or 2D" nana meHm

PECypCOMICTKHX MPOEKTIB (puc. 4.6).
u

Project Settings

-

- B

[y T

Pucynok 4.6 — HanamtyBaHHs mapaMeTpiB MPOEKTY
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OcranHiit Kpok HaTUCHYTH KHOTIKY "Create Project". Unreal Engine po3noune
CTBOPCHHSI HOBOTO TPOEKTy 3 OOpaHMMH mapaMmeTrpamu Ta Imabmonom. Ilicis
CTBOPEHHS TPOEKTy ToTparuisieMo B poboue cepemoBuiie Unreal Engine. Tyt
B3aEMOJIIIOTh 3 00'€KTaMM, MaTepiajlaMH, CBITIIOM, KOJOM Ta OararbMa iHIITMMH

eJIEMEHTaMHU JIUTS peai3alii CBOiX i7ei.

4.3 Ornan MoaentoBaHHs piBHA Ta iMnopT 3D mozaenei

3a3BuYail JAOBOIUTHCS TOKJIAAATUCS Ha KOHTEHT, SIKHUMl CTBOPIOETHCA B
OKpPEMHUX CTOPOHHIX JOAarkax Ta IMIIOPTYETbCS Yy MPOEKT 3a JIOMOMOIOIO
IHCTPYMEHTIB, 10 HaAaroThes B pegaktopl Unreal (puc. 4.7). Hanpuknan, 111 Tanu
KOHTEHTY 3a3BHYail BKJIIOYAIOTH 3D-reomerpito (3BaHy CTaTUYHUMHU CITKAMH B

Unreal Engine), TekcTypu, MaTepianu, ayiohaian Towo.
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Pucynoxk 4.7 — BikHo iMopTy Mozl y ABUTYH
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[Ticyist iMIopTyBaHHS BCIX MOJENEH, CTBOPIOIOTHCS MaTepiaiu. Y pemakTopi

MarepiaiiB HaJaIITOBYEMO TEKCTYPH, IO IMIOPTYBaIM pa3oM 31 static meshes (puc.

Pucynok 4.8 — [Ipukian HanamtyBaHHSI MaTepiaiiB

[Ticns HamamTyBaHHS MarepiajiB BiOyBa€ThCS HANAIITyBaHHS OCBITIICHHS
Ha cueHi. [y nporo y Bkinaami "World Settings" y Unreal Engine HanatoTbcs 3pyyHi
IHCTPYMEHTHU JUIsl HAJIAINTYBaHHS OCBITVICHHS Ta arMocdepu, HT03BOJISIOUN
CTBOPIOBATH MOTPIOHWI HacTpiii Ta Bunisia reimiuiero (puc. 4.9). OcHoBHI
HaJaIITyBaHHS: COHLE Ta IITy4YHE CBITIO, aTMOC(hepHI eEeKTH, TiHI Ta CKANIaNT.

KoxeH eneMeHT OCBITIIEHHS Ma€ CBOI XapaKTEepUCTUKH, HaAIPUKIA]]
IHTEHCUBHICTh OCBITJIEHHS, BUOIp TUIY OCBITJIEHHS (CTaTUYHIN, TUHAMIYHUN) Ta
iHON  HajamTyBaHHA. OCHOBHI HallalITyBaHHS cBiTiIa Ha cueHi: Sun Height
(perymroe BHCOTY COHIIS Ha HeOl, BU3HAYAIOYM HOTO HAMPSIMOK Ta 1HTEHCHBHICTH
ocBiTiieHHs1), Sky Light (Bkmrouae ab6o Bukmtouae "Sky Light" st cTBopeHHs
JTMHAMIYHOTO OCBITJICHHS BiJl HeOa), Fog Density (Bu3Hauae rycToTy TyMaHy B TPi.
30UTbIIEHHS 1[LOTO TAapaMeTpa CTBOPUTH OUIbIIKKA edeKT TyMaHy), Atmosphere
(103BOJISIE HANTAIITOBYBATH MMapaMeTpu aTMOc(epH, Taki K KOJIp Ta HIIbHICTb, IS

nocsirHeHHs1 Oaxkanoro edekry), Cascaded Shadow Maps (CSM) (oOupaiite Tum
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TiHeW 1711 coHisl. CSM HaiyacTiiie BUKOPUCTOBYETHCS JJISI PEaliCTUUHUX TiHEH
Benukoro macmraly), Lightmass Importance Volume (cTBOpioe 00'em, B sSikoMy
BaYXJIMBO PO3PaxXOByBaTH OCBITVICHHS ISl MOKpAIllEHHs MpoaykTuBHOCTI), Global
Light Color (3MiHIOE KOJip OCBITIEHHS Y BChOMY CBITI Tpu), Global Atmosphere
(HanmamroBye mo0aibHI mMapameTpu arMochepu [Jisi CTBOPEHHS YHIKaJTIbHOI

arMocdepn).

Pucynok 4.9 — HanamtyBaHHs OCBITJICHHS Ha CIEHI

VY po3nisi po3nIIHYTO Ta TIOKa3aHO iMIOPT TpuBUMIipHUX Mozenei y Unreal
Engine. Jlng iMmopTy MNOKa3aHO HaJAIITyBaHHS MPABUJIBHOIO BIJOOpa)KEHHS
o0'ekra micis 3aBaHTaXeHHs. [IpoaeMOHCTpOBaHO MpHUKIAA Marepiany Ta HOro
BiOOpakeHHSI Yy TOTY)KHOMY rpadidyHOMy peaakTopi. Po3misHyTo iHCTpyMEHTH
poOoTH 3 ™IO0AJIbHUM OCBITJICHHSM Ta I[IOKa3aHO MPHUKIA] BiI0OpaKeHHA

OCBITJIEHHS 0€3 MaTepialiiB JIsl KOPEKTHOTO HAJAIITYBAHHS.

4.4 Po3poOka anropuT™miB Ta Joriku mexaHik rpu y Unreal Engine

Jis po3poOku JOTiKK Tpu Oylo 0OpaHO CKPUOTHHI 32 JIOIIOMOTOIO
Bi3yallbHOTO penakropa Blueprints, sxuii € moryxxHuMm iHcTpymeHToMm y Unreal
Engine, 1mo 103BoJIs€ CTBOPIOBATH JIOTIKY T'pu 0€3 HEOOXiTHOCTI MHCATH KOJI.
Blueprint - 1e Bi3yasnbHa cucTeMa NporpamMyBaHHs, 10 0a3yeTbCs HA TpadiyHUX

OJI0Kax, SIKl MPEICTaBISIIOTh Pi3H1 (DYHKIIIT Ta omeparti.
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4.4.1 Po3pobOka mepecyBaHHs 1 MAHIMYISIIIH B3a€EMOZIT TPaBIIs

VY xonteiinepi rpu cTBoproemo "Character", sskuii BiITIOBi1aTUME TTEPCOHAKY,
AKUM KepyBatuMe Tpaselb. Lleit Blueprints cknamaeTscsi 3 OCHOBHOI JIOTIKH, /1€
peai30BaHo JIOTIKY peruliKallli, peaai3oBaHo KJiac, 10 MPalloe 31 CKeJISTOM MOJETI,

1 OCTaHHI KOMIIOHEHT MepecyBaHHs Ta B3aeMo/Iii y cBiti (puc. 4.10).

Pucynok 4.10 — HanamrryBanns knacy "Character"

JIiist kepyBaHHsI 1M miepcoHaxem moTpidHo crBoputH "Player Controller",
AKUN € YaCTMHOIO apXITEKTypu KepyBaHHs nepcoHaxeM y rpi. Player Controller
Kepy€e BBEACHHSM BiJ] TpaBIls, 00poOIIsie MoAll BBEACHHS, 1 KEpye MEepCOHakeM abo

THITUMU KOMITIOHEeHTamu Tpu (puc. 4.11).
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Pucynok 4.11 — CtBopenns kiacy "Player Controller"

[Ilo6 mowaru rpatu 3a mepcoHaxka, moTpiObHo mie ctBoputu "Game Mode
Base", ue kiac, sSikhil Kepye OCHOBHOIO JIOTIKOIO T'py. BiH BU3Hauae mpaBuiia rpH,
MIOYaTKOB1 YMOBH Ta B3a€MOJIII0 MK PI3HUMH YaCTHHAMM ITPOBOTO CBITY. Y HBOTO
nepesHaqaemo ctBopeHi Player Controller 1 Character, mo6 piBeHb MOYMHaBCH,

BUKOPUCTOBYIOUH iX (puc. 4.12).

Pucynok 4.12 — CrBopeHHs Ta nepeiHaueHHs kiaciB y "Game Mode Base"

[Ticns mepmmx CTBOPIHb KJIACiB MEPCOHAXK 3MOXKE TIIBKH 3'IBUTHCS Y CBITI,

ane pyxy Mg HBOro 1€ He nponucaHo. s mepecyBaHHS NEPCOHAaXKa B
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HajamTyBaHHAX "Project settings" y Bkianmi "Input", 3agaTu kiaac aJist JPKOMCTHKA 1

JOJTATKOB1 KHOTIKY TSI CTpUOKA Ta iHiIiami3alii Mariaaoro cHapsiaa (puc. 4.13).

L | e

_,quqununuruuu A i

Pucynok 4.13 — CrBopenns "Input" koMaH1 15l MaHITYJISIII

[IpoinimiamizyBaBIIM KHOMKHK TMEPEeCyBaHHA, MEPEeXoauMo 10 kiacy Player
Controller, ne cTBOproemMO JIOTIKY B3aeMoOjii, M I1bOro jaictaHemo Event
nepecyBaHHs, nponucadi B Input, 1 orpumaemo uepes ¢ynkuiro "Get Controlled
Pawn" nepconaxa, IKMM BOJIO/II€ KOHTPOJIEP, OCKLUIHKHA KOHTPOJIEP MOXKE BOJIOITH
0€311144I0 MEePCOHAXIB OJIHOYACHO, HAPUKIIAJ, B OHJIAMH I'pl, aIrOPUTM Mpall Ha
puc. 4.14. 3 ¢yHKIIi OTpUMaHHA TEPCOHaXKa NOTPIOHO OTpUMATH (PYHKIIIIO

nepecyBaHHs, B Hel repenamo 3 Event 3sminHy HanpsMKy (puc. 4.15).
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TTouatox

[lepenaya nanux
Beenenns nanux HAMpPSIMKY PyXy
13 KIIaBiaTypu

Busnauenus

MIOYaTKOBOTO BuzHauae BekTOp
HanpsIMKY TPaBII HaIpsIMKY
MepCOHaXKa

[epemimenns 3a
3aJ]aHUM HaIPSIMKOM

IToBepTaerscs Ha
M0YaTOK YEKaIUH
HOBOI KOMaHIH

Pucynok 4.14 — Anroputm npartii nepecyBaHHs TpaBIIs

I T Cuari | Roftalns
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Pucynok 4.15 — CtBopenHst MexaHiku pyxy nepconaxa y Player Controller

[Ipoinimianizyemo po3BOpOT KaMepu nepcoHaxa B Tomy x Player Controller,
BCe Tak camo noTpiOHo aicratu Event, 1 pyHKIII0O OTpUMaHHS MEPCOHAXKA, 3 SIKOTO

nicraemo "Pitch" 1 "Yaw", mpoTre 10/1aTKOBO MOTPIOHO MPOpaxyBaTH MepecyBaHHs
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NaJblisl O €KpaHy, o0 3MIMCHUTH 11e, TOTPIOHO CTBOPUTH JB1 3MiHHI 2D-BekTopa,
K1 30epiraTuMyTh 1 TMepe3anucyBaTUMYTh IOYATKOBE IOJIOKEHHS 1 HANpSIMOK

najbl o ekpany (puc. 4.16), anroputm npaiii Ha puc. 4.17.

Pucynok 4.16 - CtBopenHs MexaHiku pyxy kamepu y Player Controller

TTouatox

BBenennsa mannx
3 eKpaHy

Busnauenus
PO3MIpy eKpaHy

3MiHa 3HaYEHHS
eKkpaHy?

3aHOCHMO
3HA4YE€HHA Yy start

IToBoport 3a
KOOPAUHATOKO X
Tay

3aHocUMO
3Ha4YeHHs y end

»

Pucynok 4.17 — Anroputm mpaiii nepemiiieHHs: 0030py 3a JOTIOMOTOI0 €KpaHy
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PobGorta cTpuOka 1 cTpuIbOM MaridyHOIO KYJIEH CXO0Xi, 1 Mailke OJHAKOBO
peamizytotees. s mporo gictaemo Event KHOTKH 3 BiJpKeTa €KpaHa, epeBipsaeMo,
YH ICHY€E TIEPCOHAX Y KOHTPOJIepa, 1 BUKIMKAEMO HEOOX1HY (yHKIII0 (puc. 4.18),

aJropuTM Ipaili Ha puc. 4.19.

Pucynok 4.18 - CTBopeHHsI MeXaHiKU CTpUOKY Ta CTpiiibOu nepcoHaxa y Player

Controller

ITouaTox

Icuye
MepCcoHax?

»
>

Pucynok 4.19 — Anroputm npaiii CTpuOKy, aTaku TpaBIlst

Ilepconaxx ymie pyxatucsa, cTpuOaTd 1 CTPUIATH MAariyHUMHU KYJISIMU
(peamnizarlii CTpiIbOU 11I€ HEMAE, ajie KHOTKA CTPUTLOU MPAIIIOE), OJHAK HE BUCTAYAE
aHIMaIlii o0 OKUBUTH MapioHETKY. JIJisl IbOTO B IFPOBUH PYIIIM 3aBaHTAXKYIOTHCS
a”imarii B3sATi 3 Mixamo. BynyTts moTpiOHI aHimaiii X010, CTaHy CIHOKOIO 1

cTpubka Ha nepimii yac (puc. 4.20).
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» Blueprint » GameHumen » Animation

E| Y Filters v [EEEIIRTEIRI!

[ying Fall_A_Loop  Getting_Hit “l'-l' = dumping_Up  Running Walking

Pucynok 4.20 — 3aBantakeHi animaiiii 3 Mixamo

JHam motpiOHO cTBOpUTH cremianpbHUK Blueprints, mo BigmoBimae 3a
3MIllyBaHHA 1 MepexiJ 3 aHiMmailii. Y HbOMY CTBOPIOEMO cHeliaiabHy "State

machine", B Sikiil CTBOpIOEMO YMOBH IE€PEXO/IIB B aHiMarlii 10 iHmoi (puc. 4.21).

@

Ampotat § = - * Jumpl.ocp
L

)

L

JumpEnd

Walk/Aun

Pucynok 4.21 — YMoBH niepexo/iiB aHiMallii

VY 3B'd3Kax mepexo/iB BKa3yeThCs JIOT1YHA B3a€EMOJIis 3MIHHUX, 32 SKUX Ma€
BUKOHATHCS ymoBa. OHOBIEHHS 3MIHHUX BIOYBA€THCSA B OCHOBHOMY Tpadi

aniMarliiitnoro Blueprints (puc. 4.22), anroputm mpaiii Ha puc. 4.23.
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Pucynok 4.22 — I'pad 3MiH 3HaYeHHS IEpeMIHHUX Yy aHIMauiiiHoro Blueprints

TTouatox

Icnye
NepCcoHax?

3amuc 3Ha4eHb y
NepeMiHH1

»
»

Pucynok 4.23 — Anroputm npaui aHiMauiiiHoro Blueprints

BcTanoBUBIIM TOCTIOBHICTh MEPEMUKAHHS aHIMAId Ta iXHIO B3a€EMOJIIIO
MIK cO0010, IEPEXOIMMO JI0 CTBOPEHHS aTaKu rpaBlis, 1110 HaJlajdl MOXe PO3IIUPUTH

aHIMaIiiHI MOXKJIMBOCTI ITIEPCOHAXKA.
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4.4.2 CTBOpEHHS aTaku rpaBls

106 cTBOpUTH aTaky rpaBlis 1 HaJall IEPEIaTH CXOKE MITYYHOMY 1HTEJIEKTY,
ctBoproeTbcsi "Actor Component". Bin sBisge co60i0 NepeBUKOPUCTOBYBAHY
YacTHHY (PYHKIIOHAIBHOCTI, IKy MOXKHA JoAaTtu A0 akTopiB (Actors). Jlo3Bosse
CTBOPIOBAaTH MOYJIbHI Ta MOBTOPHO BHKOPHCTOBYBAaHI OJIOKH JIOT1KH, SIKI MO)Ha
JI0JIaBaTh A0 Pi3HUX aKTOPIB y T'Pi.

[lepm1 HDK TMOYMHATH pEai30BYBATH MEPEBUKOPUCTOBYBAHY YaCTHUHY,
NOTPIOHO CTBOPUTU OCHOBHI1 (DYHKIIIT, SIKI BUKJIMKATUMYTHCA y TIEPCOHAXKIB, aje
100 iHTepnpeTanis GyHKIIH BiApi3HsIaca Ha BIAMIHY BiJl Ha3B. Y IbOMY JIOITIOMOKE
inTepdeiic (Blueprint Interface), e cmoci6 3a0e3neueHHs 3B'SI3KYy MDK PI3HUMHU
Blueprints 6e3 He0OX1JHOCTI BUKOPUCTAaHHS ycnaakyBaHHs. Lle nae 3mory o0'extam
PI3HUX THUIIIB B3a€EMOISITA OJWH 3 OJJHUM, HE OyIy4H CIaJKOEMIISIMU OJHOTO i TOTO

caMmoro kiacy (puc. 4.24).

Pucynok 4.24 — CtBopeHHs iHTEpeicy Uil aTaku

Tako’ CTBOPIOETHCSI CTPYKTYpa, IO CKIAAAETHCA 3 THUITY 3aBJIaHOI LIKOJIH,
CTaHy TIICJA 3aBJaHOi IIKOAMU, KIIBKOCTI INKOAM, YW MOXKE MarigyHa KyJis

nepeciiayBatu Touo (puc. 4.25).
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PucyHok 4.25 — CTBOpeHHS CTPYKTYpHU JAHUX

PeanizyBaBiiiu CTpyKTypy Ta iHTepdeiic, mepexoaumMo 10 peatizailii JOTiKU
B3aemoii. PeanizyeMo ocHOBHI (DyHKIIIT OTPUMaHHS 3/I0pOB's, HAHECEHHS IIKOAH Ta
nepeBipku. CTBOPUMO B KOMITOHEHTI JIBa OCHOBHMX BUKJIMKH, HAHECCHHS IIIKOIH 1
CMEPTh MEPCOHAXKA, KOJIH 3/I0POB's TiepexoauTh no3Hauky 0 (puc. 4.26), alroputm

mpaili HaHECEHHS IIKOIU TIEPCOHAXY B aJITOPUTMI Ha puc. 4.27.
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Pucynok 4.26 — Peanizariist dyHkIi 3 iHTepdeiicy y KOMIOHEHTI



TTouatox

IIepconax He
MepTBUi ?

310pOB’sl — KO/
= 3710pOB’sl

310poB’s
<=07?

Buximk

IlepcoHax MepTB bynKmii
LITKOJTH

Buximk

¢GyHKIii
cMepTi

PucyHok 4.27 — AITOpUTM HAHECEHHS IIKOJU MTEPCOHAKY

OTpumaHuii KOMIIOHEHT JOJIAEMO JI0 OCHOBHOTO MEpPCOHAXka I'PH, 1 JOAAEMO
paHilie CTBOpeHUW iHTepdeic. Y mnepcoHaxl iHimiamizyeMo iHm (QyHKI 3

iHTepdeiicy, mo He Oynu B KoMIoHeHTI (puc. 4.28).

4 |nterfaces

Pucynok 4.28 — Inimianizamis GyHkIii iHTepdeiicy y nepcoHaxi
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[Tepconaxk BMi€e HAHOCUTHU W OTPUMYBATHU IIKOAY, MPOTE MOMY MOKH HIYUM i
HAHOCHUTH, MO0 peani3yBaTH Iell MOMEHT, moTpidHO cTBOopuTH "Actor". Bin €
0a30BUM KJacoM i BCiX 00'ekTiB y piBHI. CiomM BXOASTH ITPOBI MEPCOHAXKI,
00'€KTH OTOYEHHS, CBITIO 1 O6araro iHmoro. CTBOpUBIIHM 6a30BUil KJIac 17151 MariqyHO1
KyJdi, TOTpPIOHO [dOMaTH KOMIIOHEHTU: CTATUYHOI CITKH, CHUCTEMH YacTHUHOK,

KOMIIOHEHT PyXy cHapsa (puc. 4.29).

:

Pucynok 4.29 — CtBopeHHs1 6a30BOro KJ1acy MariuHoro CHapsiay

VY KOHCTPYKTOPI KJIacy pealizyeMo MBUAKICTb CHAPAIA, HTKOY, PyX 3a IIJUITIO,
Tun 3apsagy, tan mwkoau (puc. 4.30). B ocHoBHOMY rpadi peani3yeTbes JOTiKa
MOCTPLITY, 1 CTBOPIOETHCS BUKIIMK Y pa3l 31TKHEHHS 3 MPEAMETOM, IIIOWHO 3ITKHEHHS
B110ys0Cs, oaaeThesi edekt. Takoxk Mmia 4ac MOCTPUTY MariyHOK KyJEr, CHaps

3armam'saToBYy€E MEPCOHAXKA, 1110 BUCTPUIMB, 100 HE 3aBJaTH IIKOAW HaJal ITiJl 4yac

pyxy (puc. 4.30).
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Pucynoxk 4.30 — Peasnizariist cHapsily Y KOHCTPYKTOp1 Ta rpadi Kiacy



Big ocHOBHOro MariyHOro cHapsija CTBOPIHOEMO 'mouipHI" Kjacu, B SIKHX

peai3yroThCsl OKPEMO BUIIISIT 1 OCHOBHI BIacTUBOCTI (puc. 4.31).

S| Y Filters ~ [EEETRSINEEIREL)

Damage

Pucynox 4.31 — YcnaakyBanHs BiJ 6a30BOT0 KJ1acy cHapsiia

PeanizyBaBuiu cHapsau, AOAAEMO JIOTIKY MOCTPLIY MOTr0o y MepcoHaxa, AJis
[[OTO BUKOPUCTOBYEMO KHOIIKY 3 BIJKETY, IO peali3yBajiM TiJ 4ac PO3pOOKHU
MaHInymsii nepcoHaxem (puc 4.32). Jlist uboro moTpiOHO B3SITU TOUKY MOSIBU
CHapsiia, BEKTOP HANpSIMKY, 1 TOUKY HampsIMKy KaMepH, TaKOX TNepelaTH aKTopiB,
K1 ITHOPYBAaTUMYThCS IPU YTBOPEHHI MAriyHOi Kyii, 1 OCTaHHIM MNapameTpoM

nepeaary sikuii cHapsii Oyne yrBopenuit (puc. 4.33).
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Pucynok 4.32 — Peani3aiiisi yTBOpEHHS CHapsily MpH artaiii




TTouaTox

Peanizamis gwapiBHOTO
CHapsIIy

CtBOpEeHHA
BKa3iBHUKA Ha CHaps

Buxink Bukiuk nepeBipok Ha
nicmaTaepa
MEPETHHY

CHapsIy SIK IEpETHH BiJI0OyBC,

NepeTuH 3 00’ €KTOM,

Skuro nepetuH OyB 3
MEPCOHAXKEM, TO
BUKJTMKAETHCS 1151

yHKIIisS

Buximk

dhyHKmii
LIKOJTH

Buximk
3HUIIEHHS

CHapSIIY

Pucynok 4.33 — AIroput™ CTBOPEHHS CHapsy Ta HOTo B3aEMO/IIs

[TpoBiBIIM BC1 MaHIMYJISALIl, OACPKYEMO BEIUYE3HY CHCTEMY MOXIJIMBOCTEH
CTBOPEHHSI CHaps/iB 13 pI3HUMHU MapaMeTpaMu, BEJIMYE3HY CUCTEMY HAHECEHHS
IIKO/IM Ta BUOIp 3aBAAHOI IIKOJIH, 1110 HaAaJll 1aCTh 3MOTY OOMpPATH CTaH MepCoHaka
OiJ Yac OTPUMAaHHs MEBHOIO THUIY UIKOAW. A TOJOBHE L0 CUCTEMY MOXKHA
PO3IIMUPIOBATH 1 JOMOBHIOBATH HOBUM (DYHKIIOHAJIOM, 1 BOHA Oy/ie MpairoBaTu Ha

KO)KHOMY TIEPCOHAXI TaK, SIK 1€ peali3y€e MPOrpamicT.
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4.4.3 CtBopeHHs migdopy 00’€KTIB Ha PiBHI rpaBleM

Peanizaris migbopy mpeaMeTiB MOYMHAETHCS 31 CTBOPEHHSI 6a30BOTO Kjacy
"Actor", ne momaroThcs 00'ekTh cnaBHA. O0'€KTH MArOTh 3'IBISATHCS PaHAOMHO 1
Yyepe3 MEeBHUI Yac 3MIHIOBATHUCS, 1 KOXKEH 00'€KT Ma€ MaTH CBOi BIACTUBOCTI i 4ac
mia00py.

Hatikpamum pimeHHsIM € CTBOPUTH TaOJUINI0 3 JaHUMH Mpo 00'€KTH, JaHi

: : 1 " "
30epiraroThCcs B CTPYKTYpi Ta 3MiHHUX. Taka Ta0nuiis HasuBaeThes "Data table", mo
Hel 3aHOCATHCS JaHl PO BCi 00'€KTH, K1 MiJHIMaTUME TiepcoHax (puc. 4.34). Lle

30UIBIIUTH MOKJIUBICTh THYUYKO J0JIaBaTh HOB1 KOMIIOHEHTH JIJIs M1THSITTS.

Pucynok 4.34 — Peanizamis "Data table"

[Ticns peamizariii Tabauil AaHUX, IHIIATIZYEMO JIOTIKY TOSIBU MOJEJICH,
MiTHATTS 1 mepeBu3HaueHHs o0'ekra yepe3 yac (puc. 4.35). CrBopumo napy Event
JUIS. paHJIOMHOI TOSIBU 1 nepe3anoBHeHHs. [licns 3agaeMo Taiimep 1 MiIKIFOUUMO

Event nosiBu 00'exTiB, MpUKIaj Mpaili y aaroputmi Ha puc. 4.36.
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[Bandamizedem

el it

Pucynok 4.35 — Peamizaris "Actor" ans migbopy mpeaMeris

ITouaTox

Taiimep BimmoBigae
3a MOSIBY Ta Buxnux
pecraBH TaMepy

IIOABH

Bunanenns
CTapux Ta MosiBa
HOBHX

PoscranoBKa
MPeIMETIB

Ilepconax
A IIEPETHYE ?

Buxknuk
3apaxyBaHHS
Tatimep 00’eKTa

3aKiH4UBCS ?

3HUIIEHHS 00’ €KTY

A

CsiT icHye ?

Pucynok 4.36 — Anroputm mosiBu Ta B3a€MOJI1i 3 CBITOM
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PeanizyBaBmu Taky cucTeMy Mmin0Opy, OTPUMYEMO THYUYKY CHCTEMY
J0JJaBaHHsI Ta OTPUMAHHA 00'€KTa MEPCOHAKEM, TAKOXK € MOXKIIMBICTh BIJIMBATU Ha
TpaBIiB, SKI MOXYThb OTPHUMYBaTH MEBHUN 00'€KT, 1 Kl JaHI OTPUMYEMO BiJ

OTPUMAHHSL.

4.4.4 CTBOpEHHS MITYYHOTO 1HTENIEKTY Ha PiBHI

1106 ctBoputu B Unreal Engine mty4Huii iHTENEKT, Hacamrepes IoTpioHO
peamizyBatu cremianbauii enemedT "Al Player Controller". Ile kKoMImOHEHT, 110
Kepy€e MOBEAIHKOI MEPCOHAXIB, KEPOBAHUX IITYYHUM IHTEJIEKTOM, y Tpi. BiH €
YaCTUHOIO IIMPIIOI CTPYKTYpPH MITYYHOTO 1HTENEKTY, 1m0 HagaeThess Unreal Engine,
1 BIAMOBiMAae 3a TpoOleC YXBaJCHHS pillleHb, HaBiramiro Ta B3aemofio Al-
nepcoHaxin [12].

HactynHuil Kpok, 11e CTBOPUTH NepcoHaxa, skuM kepyBatume Al Player
Controller, gns mporo B Controller momimaeMo cnemiaabHUNA KOMIIOHEHT. Y
KOMITOHEHTI BUOUPAEMO CIIOCIO COPUUHSATTS OTOYEHHS, Y Tpl BUOUpaemo 3ip. s
30pOBOTO CIPUHHATTSA icHye Event, 3a sSkoro BIZOYBA€ThCS CIIOBINIEHHS TPHU

3HaXO/KCHH1 IIeBHOTO 00'ekTa (puc. 4.37).

Pucynok 4.37 — Event 30poBOro cipuiiHATTs
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[Ilo6 AI Player Controller 3Mir kepyBaTu TMEpCOHAXEM, CKOIIOEMO
ocHoBHoro 1 B Class default mepempusnagaemo Controller, a B ocHOBHOMY
nepcoHaxi jaogaeMo koMroHeHT, o6 Al Player Controller mir 6a4uTi roJIOBHOTO

reposi, MPUHIIAI CXOXKUH 3 TaTYUKOM, SIKHI MU BilIaeMO Ha repost (puc. 4.38).
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Pucynok 4.38 — [Ipuznauenns Al Player Controller mepconaxy

HITyyHuil IHTENEKT Tenep MOXe KepyBaTU MEPCOHaXKEM, OJIHAK BIH HE 3HaE,
K 11e pOOUTH 1 SIK1 1T BIH TOBUHEH 3/IICHIOBATH B MeBHUX yMoBax. [1[00 po3B's3atu
Taky mpobOieMmy B irpoBoMy pyiuii icHye "Behaver Tree", iloro Ha3uBaroTh 1€
nepeBoM ToBemiHOK. Ile BidyanbHUN CKPUNTOBHI 1IHCTPYMEHT, NMPU3HAYCHUH IS
1epapx14HOi Ta MOIYIbHOI peamizanii moeainku 1. I{e moTyxHa i rHy4YKa cuctema,
110 J1a€ 3MOTY PO3pOOHMKaAM 1 TU3aiiHepaM CTBOPIOBATH CKJIAJIHI MOJIEIII IIOBEIIHKU
I msxoM po3TalryBaHHS BY3JIiB Y IepeBONOAIOHIM cTpyKTypi (puc. 4.39).

HepeBo mnoBeaiHku mpamroe B mapi 3 gomkow "Blackboard". Bona e
byHIaMEHTAIbHUM KOMIIOHEHTOM CHCTEMM IITYYHOTO IHTEJNEKTY 1 3a3BUYail
acowitoetbcss 3 "nmepeBamu noBediHku" (Behavior Trees). Jlomka ciayXuTh
3araJbHUM CXOBHIIEM JaHMX, 110 3a0e3mneduye 3B'S130K 1 0OMiH 1H(POPMAIIEI0 MIXK

pizauMu kommonenTamu 1 (puc. 4.40).
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Pucynok 4.39 — JlepeBo noseainku "Behaver Tree"
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Pucynoxk 4.40 — Jlomka "Blackboard"

OcHoBunmu  ¢yukmisstmu LI Oynyte momryk, araka, MepeciiTyBaHHS
rOJIOBHOro reposi. Jlyis MOUIyKy peani3yeThCsl JOJATKOBE 3aBJaHHS TIeHeparil
PaHJOMHHX TOYOK 32 PIBHEM, SKI MOXYTh OyTH HAONMKEHI JO Tepos, paHIOMHY
TouKy 3anucyroTh y Blackboard, ii nepeaatots y dynkuiro nepecyanns LI. HloitHo
NEPCOHAX MIIXOAUTH 10 BUMIAJAKOBO 3T€HEPOBAHOI TOUKU BiH 3yIUHIETHCS Ha KIJIbKa

CEKYH/I JUIsl omisiiy Teputopii (puc. 4.41).

i ROOT

L
L

Im Sequence

.
£ Wait E« BTT_SetUpRandomlocation .
Wi 1.4 HTT St nidarel neatiss o Move To
e BT Ll

Pucynok 4.41 — BunagkoBo reHepoBaHa TOUKa
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Jlns gyHKIIT omyky moTpioHO peanizyBaTu nepeBipky, skio B Blackboard
3alMCaHui TepoM, TO MOUIYK HE BiIOYBAETHCS, 1 PYTOI0 YMOBOIO, AKIIIO TIEPCOHAK,
3aryoOuB 3 II0JIsI 30pYy TOJIOBHOTO T'eposi 1 HA OCTAaHHBOMY ITOOAUEHHM MICIII HEMae

reposi, HoYnMHaeThes "momyk" (puc. 4.42).

= D Ta I ey

L

I tond Hackbvam d Ffun am briee

Pucynok 4.42 — IlepeBipka HagBHOCTI nepcoHaxa y Blackboard

OyHKIlI MONIYKYy OOpUBAaEeThCs, IMOWHO B Event mpuxomuTs CUrHaAI Mpo
3HAXOJKEHHSI reposi, repoil 3amucyeTrbesi B Blackboard 1 moumnaeTscs dyHKISA
nepeciniayBanns. [1ig yac nepeciigyBanHs BiAOyBa€eThCs Bl Ali: aTaka 1 XOIHHS 3a
HuM. Illoino I Brpauae 3 momns 30py reposi, Controller mepenae octanHe Micie
pos3TairyBaHHs, Je OauuB, 1 MIAXOAUTH A0 1boro Mmicus (puc. 4.43). Sxkuo He

3HAXOJUTh T€POsl, MOBEPTAETHCS 10 (PYHKIIIT MONIYKY BUIAIKOBUX TOUOK Ha KapTI.

o Selector
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"
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% BTO_InLOs

e iy By »
13 Sequence
TS == Seqence

= Cooldown _
o i 2¢ BT SetlastSeenlocation
HFT RiLaeines ik == Mowve Ta
Wimels Ll

E¢ BTT_Attack

Pucynoxk 4.43 — IlepecnigyBaHHs 1 aTaka rpaBIis
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Octannporo (yHKIIi€TO, 110 00pUBae BCi iHIII, € QyHKIisA cmepti. [1loiiHo B
IepCOHaXka CIPaIbOBYE CMEPTh B 1HTEpeiici, CIIpallbOBYE TPUTED, KU BUMHKAE
Bcl ¢yHkiii Behavior Trees 1 3HMIIye IepcoHaXka 3 piBHA Ta pubupae 3B's13ku 3 Al

Player Controller (puc. 4.44).

Pucynok 4.44 — Peanizaiiisi cMepTi epcoHaxka

4.4.5 CTBOpEHHS TaiiMepy Ta MOYATKy TPy Ha PiBHI

[Touatok rpu BiiOyBaTUMETHCS SIK TOJIOBHUM rpaBellb 3'SBUTHCA Ha piBHI. J1Jis
IILOTO peaJli3yeThCsl TEPEBIpKa MOSBH Teposi Ha PiBHI, 1 MIOWHO MepeBipKa 1ae

MO3UTHBHE 3HAUCHHSI, 3aMyCKaeThCs (DyHKIIIs Talimepa (puc. 4.45).
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PucyHnok 4.45 — [loyarok maruy rpu

Taiimep peanizyerbes B kinaci "Game State", 1ie HalBaKJIMBIIIHIA KOMIIOHEHT,
KU JlomoMarae KepyBaTM CTaHOM TIpU Ta CHHXPOHI3yBaTH MOro s BCIX
HiAKITIOYEHUX TPABIIiB, aJITOPUTM Taiimepy Ha puc. 4.46. BiH ciayrye neHTpaJIbHUM
BY3JIOM JIJIsl 30€piraHHs Ta TUPaKyBaHHS KPUTUYHO BaXKJIMBOI IrpoBOi 1H(OpMaIli,
3a0e3MeuyIoun y3To/KeHICTh i yCiX KITE€HTIB y OaraToKOpUCTyBalbKii rpi (puc.

4.47).

TTouaTox

Buxnux
TaMepy

Trpu

Tax

Taiimep =0 ?

Ilepenaya ganux
MepCOHaxa i

3aKIHYCHHSI TPH

Bignimaerscs 1
CeKyHJIa

Pucynok 4.46 — Anroputm Taiimepy rpu
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Pucynok 4.47 — Peanizamis Taitmepy y "Game State"

JlonaTkoBOIO (YHKITIEIO peali30oBaHO JOMABaHHS 4Yacy, KOJH TpaBellb
migoupae mpeaMeT i3 OOHYCIB, /TS 30epeKeHHS MEXaHIKH JTOMAa€Thes 15 ceKyHn

yacy a0 rpu (puc. 4.48).

Time
J SetText (Text)

W Format Text Target

@ InText

¢ Cont To AP _SrmeSlaie FMurnes

Pucynok 4.48 — JlonaBaHHsI JOJATKOBOTO Yacy
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4.4.6 Peamni3aliisi BIXKETIB TpU

Jlns Toro mo6 rpaBenk 3MIr OauUTH JlaHl MPO TPy, a caMe PIBEHb KUTTH,
KUTBKICTh 310paHMX OYOK, KUIBKICTh BOWUTHX MEPCOHAXKIB, KUIBKICTh 1 BHUIJIAL
CHapsAIiB, TIEpexoay B Tpil Ta iHII BizyanbHi yacTuHu icHye kiac "User Widget
Blueprint". e kiac Bi3yadbHHUX CIIEHAPiiB, SKUH BUKOPUCTOBYETHCS 3ACO1TBIIOTO
JUISL CTBOPEHHSI Ta O(OPMIICHHSI €JIEMEHTIB KopHucTyBaipkoro iHTepdeticy (Ul) B
irpax, npukiaj iHtepdeiicy mporotuny Ha puc. 4.49, a jorika B3aeMOJIii Ha puUC

4.50.
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Pucynok 4.49 — Intepdeiic nporoTuny rpu
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Pucynoxk 4.50 — Jlorira B3aemo/iii BiIpKeTy rpaBIis




Y Ul peanizyerbcs 0e3nmiy  GyHKIINA, OAHAK, W00 KepyBaTh iXHIMH
nepeMukanHsamy, icuye kinac "HUD", e koMoHeHT, mo siBisie co60r0 rpadiuHy
HaKJIAJIKy, SIKa BiAoOpa)kaeThCs Ha €KpaHi JJis TepeaaBaHHs BaXIMBOI 1HGOpMaIii
rpaBuesi mix yac rpu. HUD 3a3Bu4aii BUKOPUCTOBYETHCA JUTSI BIIOOPaXEHHS TAKHX
Ba)XJIMBUX €JIEMEHTIB, SIK CMY>KKH 370POB'sl, IIYMIBHUKH MaTPOHIB, OYOK Ta 1HIIHUX
BaxxuBux jaeranei. Y Unreal Engine HUD wacto peani3yerbest 3a JOOMOTOIO
xoMOiHarii kinaciB Blueprint 1 UMG (Unreal Motion Graphics) ans cTBOpeHHs

Bi3yaJIbHUX eJIeMeHTiB (puc. 4.51).

i A TS RN T

o e — - ——

Pucynok 4.51 — Peanizaiiis nepexoay Mix BiJKETaMU

VYci BIKETH Ta Mepexoid MK piBHIMU peanizytotbes B "Game Instance", 1ie
NOCTIMHMI 00'€KT, 1110 ICHY€E MPOTATOM YChOTO Yacy icHyBaHHs rpu. Lle mobanbuuit
KJIaCc, CXOXKMW Ha CHHIJITOH, SIKMWA 30epirae CBifl CTaH MmiJ 4Yac TEPEXOdiB Mixk
PIBHSIMH, IO pOOUTH HOTO MPUAATHUM JJi 30€piraHHs Ta yIpaBIiHHS JaHUMHU B TP,
K1 TIOBHMHHI 30epirarucs MK pi3HMMH 4dacTuHamu rpu (puc. 4.52), anroputm

nepexoy JOTIKM BIJDKETIB Ha puc. 4.53.
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Pucynok 4.52 — Peanizamis nepexony depe3 "Game Instance"

ITogaTox

CTBOpEHHSI BKa3iBKU
Ha BiIKET

IIpuxoByBaHH:
CTaporo BKa3iBHHUKA
Ha BIIKET

Tloxa3 HOBOTO
BIIDKETY

Kinenp

Pucynok 4.53 — AnropuTtm nepexozy Ta CTBOPEHHSI BIIXKETIB
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VY mporieci po3poOKu MPOTOTHITY TPU TiJ MOOLIBHI TMPHUCTPOI peai3oBaHO
MPOTOTHUIT 1TPOBOT JIOKaIlli 3 BUKopucTanHs 3D moneneit, 3pobaeHux y mnporpami
Blender. ITokazano nanamtyBanHsa Matepiany 3D mMozeni, HamamTyBaHHS IMITOPTY.
PeanizoBaHo mepecyBaHHS TpaBllsi Ha PiBHI, BCTAHOBJIECHO aHiMarlii. Po3poOneno
yHIBEpCaJIbHY CHUCTEMY aTaKu T'paBlis, SKa MOXXE 3aCTOCOBYBATHUCS Ha OYIb-SIKUX
NEepCOHaXax, MAIOYM 3MOTY THYYKO 3MIHIOBaTHM MOMJIMBOCTI y PI3HHUX TpaBIlB.
3pobsieHo pearizalliio MOSBH YapiBHOTO CHapsia 1 B3a€MOAll HWOro 31 CBITOM.
CTBOpEHO KJ1ac AJis MOsIBU 00'€KTIB, sIK1 Ma€ Mi0upaTH rpasellb. [logBy peanizoBaHo
BUIIAJKOBUM METO/IOM, IIO J1a€ 3MOTY THYYKO 3MIHIOBAaTH MOBEIIHKY ITEPCOHAXA ITi/T
yac Tpu. Merton ae 3MOr'y THyYKO HaJlIAalITOBYBATU Ta JONOBHIOBAaTH OO'€KTH Ha
piBHi. IIlo6 rpaBeupb Mir B3aemomisiTH 3 piBHeM peanizoBaHo I 3 rHydukumm
MOKJIMBOCTSIMU B3aeMozii. Po3po0ieHo JIoriKy moyaTky MaTdy, KOoro TpUBAJICTb, 1
BUBEJICHO CTaTUCTUKY rpaBiisl. 1100 rpaBenb MIr CTEKUTH 3a CBOEIO CTaTUCTHUKOIO,
pO3p00JIEHO Bi3yalibHY JIOTIKY BiJOOpa)X€HHS, BOHA JONOMAara€e MepexoJuTH 3a

PIBHSIMH 1 BI3yaJIbHO TIPAITIOBATH 3 MMPOTOTHUIIOM.
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5 TECTYBAHHA TA OIITUMI3ALILA

5.1 MeToau TecTyBaHHS Ta ONTHUMI3aIlli IrPOBHUX J0IATKIB

TectyBaHHS € KIIIOYOBOIO CKJIAJOBOIO AJIs1 BUSBICHHS MOTEHIIIHUX MpoOem
Ta 3a0e3MeYeHHs BUCOKOI SIKOCTI TPH mepe il BUIMYCKOM Ha puHOK. OnTumisariis, 3
cBOro OOKy, JTO3BOJISIE aalTyBaTU TPy IO PI3HUX MPUCTPOIB Ta 3ade3mnedye ii
cTaOlIbHY Ta €PEeKTUBHY poOOTY Ha PI3HHUX amapaTHUX MaTGopmax.

OnTuMizaliiss Tpu MOYMHAETHCS 3 OCBITICHHS, OCKUIbKM OLIbIla YacTHHA
npuduH naaiHs fps (e BUMIpIOBaHHS 4acTOTU 3MIHU KaJpiB B Tpi abo Bij€o, gKa
BHU3HAYA€, CKUIbKM 300paxkeHb ab0 KaJpiB BIITBOPIOETHCA MPUCTPOEM 3a OJIHY
cekyHay. Bucokuit mokaznuk FPS Bka3zye Ha OUIbII TJIaBHY Ta 3pYy4HY TeiMIUICH
abo meperisj Bieo, TOAl SIK HU3bKMU MOKAa3HHK MOKE BUKIMKATH PO3PHUBHU a0o
HEPIBHOMIPHE BIATBOPEHHS) SIBJISETHCS IMEPEHABAHTAXKEHHSI PIBHIO JKEperaamMu
ocBiTiieHHs. OCHOBHI MiIXO/1B 10 ONTUMI3allii OCBITJICHHS:

— JIMHAMIYHE OCBITJICHHS. BUKOpUCTaHHS AMHAMIYHUX JKEPENl CBITIA MOXKE
CTBOPIOBATH OUIBII peanicTUYHI e(hEeKTH, ajie BIIOME TAKOXK 3a CBOIO BEJIHKY
OOYHUCITIOBAJIbHY BapTICTh;

— craruyHe ocBiTieHH. OOUYUCICHHS OCBITIACHHS JIJIsl CTATUYHUX 00'€KTIB y TPl
MO>K€ 3MEHUIUTH 00K CIIIOBAIbHI BUTPATH MiJ1 Yac Tpu;

— 3MEHLIEHHS KUIBKOCTI JIPKEpEeJ CBITJIa a00 iXHIX MapameTpiB JJsl 3HM>KCHHS
HaBaHTa)XCHHS HA CUCTEMY;

— BUKOPHCTaHHS pI3HUX PIBHIB JeTami3ailii Juisi OCBITJICHHS Ha pPI3HUX
BIJICTaHSIX MOKE€ JOMTOMOTI'TH 3HU3UTH HABAHTAXKEHHS Ha CUCTEMY;

— 3MEHIICHHS PO3JLIBLHOI 3JaTHOCTI TiHEH ab00 BUKOPUCTAHHS MEHIII
BUMOIJIMBUX Ha PECYPCU METO/IIB PEHJICPUHTY TiHEH.

[Ile dakTopoMm sKWii BINIMBAE HA ONTHUMI3allil0 TPU € CKJIaJHA JIOTiKa Ta
HernpaBuibHe BUKopucTands Blueprints. Ontumizariist Blueprints y Unreal Engine

MOXXE 3HaA4YHO HiIIBI/IH_II/ITI/I HpO)IYKTI/IBHiCTB rpyu, 3MCHIIMTH HABAHTAXXCHHA Ha
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MpoIecCOp Ta TMOJIMIIMTH IIBUIAKICTE podotu. Kinbka cmocoOiB onTuMizaliii
Blueprints:

— YHHUKaHHS AyOtoBaHHS (PYHKIIIOHATBHOCTI B pi3HUX YacTuHax Blueprints;

— pO3miNeHHS BENWKHX (YHKIIH HAa MeHIm, OUIBII YiTKi, IO JO3BOJIUTH
ONTUMIi3yBaTH BUKJIMKH Ta BIJIar0KCHHS KOTY;

— YHUKaHHS CKJIAQJHUX OOYMCIIEHb Yy IIUKJIAX, OCKIJIbKM BOHH MOXYTh 3HAYHO
30UIBIINTH HABAaHTAXXEHHS Ha IIPOLIECOD;

— BUKOpHCcTaHHs BOygoBaHux iHcTpyMeHTiB Unreal Engine anis npodintoBanus
Ta BUSBJICHHS MICI[b 3aiiBOTO BHKOPHUCTAHHS PECYPCIB JIOMOMOXKE 3HAWUTH
ONITUMI3all1iHI MOMJIUBOCTI.

Ontumizanisi citku (mesh) B Unreal Engine Moxke 3HaAYHO MOKpAIIUTH
IPOJYKTUBHICTB I'PH Ta ii Bi3yanbHy AKicTh. CIocoOH onTuMi3allii CITOK:

— YHMKaHHS 3aiiBOi JieTalizallii Mojiesiei, 0CoOIMBO TaMm, /e BOHA HE MTOMITHA
JUTSI TPaBIIs;

— BHUKOPHUCTaHHS ONTHMI30BaHI I1HCTPYMEHTH [UIsl CHpPOIIEHHS T'€OMETpii
Mozenel 0e3 BTpatu BizyasnbHOI skocTi. Unreal Mae 1HCTpyMeHTH st
penaryBaHHsI CITOK B CAMOMY JBUXKKY;

— BUKOPHUCTAHHS PI3HUX PIBHIB JeTajizalii s 00'€KTiB 3a1eKHO BiJl BiJCTaHI
no rpaBusg. Ha Benukid BiACTaHI MOKHa BUKOPUCTOBYBATH MEHII
JIeTaT130BaH1 BepCli CITOK, IO TOTIOMOXKE 3MEHIIIUTH 00CsT 00pOOKY;

— ONTUMI3AIlis TEKCTypd 3 BUIMOBIAHUM poO3MipoM Ta ¢dopMaToM s
MIHIMi3allli BAKOPUCTAHHS PECYPCIB;

— TIpOCTINI KOJI3li JUIsl CITOK, 10 He MOTPeOyIOTh JeTali30BaHOi 0OpOOKH
b13uKy;

— BUKOPHUCTAHHS 1HCTAHCIB (YCIaIKyBaHHSs ) CITOK JIJIsl TOBTOPIOBAHUX 00'€KTIB,
10 MOK€E 3HAYHO 3MEHIITUTH HABAaHTAKCHHS Ha CHUCTEMY.

BaxnuBum iHCTpyMeHTOM ontuMizaiii € mpodaitminr (profiling) B Unreal
Engine. lle npouec ananxizy npoJyKTUBHOCTI I'pU, BKJIIOYAIOYM BUMIPIOBAHHS 4acy,

BUKOPWCTAHHS MaM'siTi Ta IHIIUX PECYPCIB JUIsl BUSBJICHHS MOXIIMBHUX MPOOIIeM
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npoayktuBHocTi. Unreal Engine Mae kinbka BOYJIOBaHMX 1HCTPYMEHTIB JIJist
npodaiiiHry, fKi J0NOMaraloTh po3iOpaTthcs 3 HaWOUIbII PEecypCOMICTKUMU
YacTUHAMMU:

“Stat Commands”: HaOip komanj Stat, SKi JO3BOJISIIOTH OTPUMYBATH

pi3HOMaHITHY 1H(OpMAaIIi0 TPO MPOIYKTUBHICTh TpH, Taky sk FPS (kagpu B

CEKYH/Y), BUKOPUCTAHHS MaM'sTi, YaC BUKOHAHHSI OKPEMHUX YacCTHUH KOy

tomo. Komanan Stat MokHa BHKOPHUCTOBYBaTH Oe3MOCEpeHbO B KOHCOII

JBIDKKA IT1]T YaC BUKOHAHHS TpH [7];

— “Memory Profiler” (mpodaiinep mam'sti): JlaHWil 1HCTPYMEHT J103BOJISIE
BI3yaJIbHO aHaJi3yBaTU BUKOPUCTAHHS MaM'ATI Mijl 4Yac BUKOHAHHS T'PH, 11100
BUSIBUTU YTEUKH MHam'siTi abo 00'€KTH, K1 CHOKHMBAIOTh 3aHAATO Oararo
pecypcis;

— “GPU Profiler” (mpodaitnep GPU): Jlns ananizy BUKOpUCTaHHS TpadiqHOTO
nporecopa (GPU) Unreal Engine mae 1HCTpyMEHTH IJisl BU3HAUYCHHS, SIKi
CKJIaJIoB1 TpadiKu CIOKHUBAIOTh OLIbIIIE BCHOTO PECypciB, IO JT03BOJISE
ONTHUMI3yBaTU Bi3yaJbHl e(peKkTh Ta Marepiaau JUisl [OJMIMIIECHHS
IPOYKTUBHOCTI [8].

Posrnsinemo ocHoBHy komannay (State Commands), sika CKIaga€eThCcs 3
pO3paxyHKy 4acy TMoka3y Kajapy - 1€ 3arajlbHUi 4yac, BUTpaueHUIl Ha CTBOPEHHS
omHoro kaapy rpu. Ockiibku obuiaBa moTokun Game 1 Draw CHHXPOHI3YIOTBCS
nepe/1 3aBEPIICHHM KaJIpy, 4ac KaJpy 4acTo OJIM3bKUH J10 Yacy, SKUH MOKa3yeThCs
B OJTHOMY 3 IIUX MOTOKIB.

BiaTBopeHHs KOKHOTO Kajpy B Tpi 3aiiMae MEBHUM Yac, SKUN HA3UBAETHCS,
yacoM BijoOpaxeHHs KaJpy, abo, KOpoTko, dYacoM Kaapy (frame time).
OOuunCTIOETHCS Yac Kaipy 3a3BUUail y MUTICEKYHIaX (MC), TOOTO TUCSYHUX YACTKaAX
cekyHau. OmHak B IrpoBUX IHAYCTPii 3aMiCTh Ii€i XapaKTEPUCTUKH HabaraTto
YacTillle BUKOPUCTOBYIOTh YAaCTOTY 3MIHHU KaJpiB a00, KOPOTKO, YacTOTY KaJApiB
(frame rate), 1m0 MOPIBHIOE KITBKOCTI KaJApiB, HAMAJIBOBAHUX 33 OJMHHIIIO Yacy.

Bumiproetsbcst yacTota KaapiB y KITBKOCTI KaApiB 3a cekyHay (frames per second,
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fps), 1 7151 CTUCIIOCTI YaCTOTY KaJIpIB TAKOXK JYXKE YaCTO Ha3MBalOTh adpeBiaTyporo
BiJl HA3BH 11 ouHUII BUMipy, To0TO FPS.

Mix yacoM Kaapy i 9acTOTOIO KaJpiB € MaTeMAaTUYHHUHA 3B'SI30K: 3HAUCHHS
FPS, mimpaxoBane Oe3mocepenHbO IMICIsA BiIMalbOBYBAaHHS YEPTrOBOTO KaJpy,

IMEHOBaHe 3a3BUYail MUTTEBUM FPS, € BETUINHOIO, 3BOPOTHOIO YaCy ITLOTO KaAPy:

Fps; =1/, (5.1)

l

Jle: t; — yac kaJpy 1 OOUUCIIOETHCS B MUTICEKYH/IaX.
HeoOxigHo BpaxyBaTu, 10 dYac KaJpy 3a3BuU4ail OOYHUCTIOETHCS B
MIJTICEKYH/J]aX, @ 4acToTa KaJIpiB — B OJMHHUIIIX HA CEKyHHIY, TOMY II1JICYMKOBa

dbopmyna asis mutteBoro FPS Oyne Takoro:
FPS; = 1000/ti (5.2)

AJie TOJIOBHUI MOKa3HUK MPOYKTUBHOCTI, 1€ cepeaHiil F/PS 1o BCiii irpoBiid

CLIEHI, IKUW € KUIBKICTIO KaJIpiB N, BIAMAJIbOBAHMX 33 BECh Yac OeHUMapKa t:

FPSapy ="/; (5.3)
Jle: n — KUTbKICTh KajpiB.

Cepennit FPS MoXHa OOYMCIUTH SIK BEJIMUMHY, 0OEpHEHY 110 CEPEAHBOTO

Jacy Kajapy:
t
tavg = 2 n/n (5.4)

FPSgy,, = 1000/, (5.5)

avg
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OcHoBHUI NTOKa3HUK Yacy nmokasy kaapy (Frame), po3paxoByeTbcs Ak cyMMa

cepennix FPS Bix nmotokiB Game 1 Draw:

> FPS
FPSframe = avg/n

(5.6)

Jle: n — KUIbKICTh TIOTOKIB.

Yci MarematuyHi omepariii mpoxoaaTh 06e3 ydacTi mporpamicTa, Au3aiiHepa
a00 TEXHIYHOTO XyIoKHUKA. Jl0 po3paxyHKiB HEMA€E MOXKJIMBOCTI MMOTPAITUTH B KO/,
1e 3po0aeHo MO0 He MOPYLIMTH LUTICHICTh IMPOBOTO pyIIis 1 BIJOOPaXEHHs BCIX
pe3ynbrariB. Yci pesynsratd Unreal Engine nmpoBoauTh caM 1 BUBOJUTH Y BUIJISII
Tabnuilb a00 Bi3yaIbHUX OOYMCIICHb, SIKI MPOXOJATh Yy cuMyismii rpu. s
oOumCiIeHb BiH 30upae nani 3 OydepiB 1 BIANpaBIse B 3aKIaJeHUN KO, € HaJall
nepeTBoproe Ha 3BITH. Takuil crocid moserirye poOOTy 3 ONTHMI3AIEI0 Ta

MIPUCKOPIOE PO3YMIHHS 1 PO3B'sI3aHHS MTPOOJIEMU 3 TIOMIJIKAMU B IPOBUX CBITaX.
5.2 TectyBaHHs irpoBOT0 10JaTKy

TecTyBaHHS CTAHOBUTH KJIIOUOBMM €Tam y TMpoIecl po3poOKu Ta
BJIOCKOHAJICHHS OY/Ib-SKOTO IPOIYKTYy UM CHCTeMH. MOTO 3HAYEHHs IIONATae y
IPOBEJICHHI JI€TAaJbHOTO aHai3y, BUMPOOyBaHH! (YHKIIOHAIBHOCTI Ta MOIIYKY
MO>KJTUBOCTEH IS MM1JIBUIIIEHHS €(pEKTUBHOCTI Ta SAKOCTI.

B onrtumizauii rpu Oyno oOpaHo poOoTa Haj OCBITJIEHHS, MEpEBIpKa Ta
ckopoueHHs Jioriku y Blueprints, npams 3 3D monensmu. BukopucrtaHo kijibka
BapiaHTiB J1s onTuMizanii ocBiTienns B Unreal Engine:

— mepexia 3 JUHAMIYHOTO JI0 CTAaTUYHOTO OCBITJICHHS, 00 30€perTu pecypcu

Ha JIOTIKY TpHU. AJie 11€ 30UIBIINUTH IMaM’ ITh JOJAATKy MPpU KOMIUIAIIL Ipu (puc.

5.1);



Pucynok 5.1 — PiBHi onrtumizariii OCBITJICHHS

— 3MeHIIeHHs KUTBKOCTI JpKepen cBiTia Ta BHOIp spotlight mis exonowmii

pecypciB irpoBoro 1BuryHa (puc. 5.2).

A
T

Pucynok 5.2 — Bukopucranns spotlight Ha piBH1

Jlpyrum etamom TecTyBaHHS cTajo ontumizamis Blueprints y Unreal Engine
110 MiABUILYE MPOAYKTUBHICTH I'pH. I3 cioco6iB ontumizanii Blueprints o6pano:

— 3MEHIICHHS AyOiMoBaHHS (PYHKIIIOHATBLHOCTI Y pi3HUX YyacTuHax Blueprints

(puc. 5.3);
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Pucynok 5.3 — BukopuctanHs roToBOi JIOTIKH Yy IHIIUX Peali30BaHUX KJIacax

— PO3IUICHHS BEJIMKUX (YHKIIH HA MEHII, IO JO3BOJIHJIO ITiABUIIUTH

ONTUMI3yBaHHS Ta YNTAOEIBHICTh BY31iB (puc. 5.4).
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Pucynok 5.4 — Po3ninenns Benukux ¢yskuiii y Blueprints
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Bukopucrano po6ora 3 citkoro (mesh) B Unreal Engine mo mnoxpariye
MPOAYKTHBHICTh TPU Ta ii BI3yallbHY SKIiCTh (pHUC. 5.5). 3i cocobiB onmTuMizariii
CITOK 00paHo:

— JeTamizarliro Mojenei nepeHeceHo Ha UV-kapTu siki Ha3UBalOThCs normal;

— BHUKOPUCTAaHHSA 3 €JHAHHS JIEKUIBKOX TEKCTYp Y OAHY, 3a JOIOMOIOIO
3aHECEHHA X MO KaHajaM rgb, 3 BIANOBIAHUM PO3MIpOM Ta (opmMaTroM Jis
MiHIMI13a1(li BAKOPUCTAHHS PECYPCiB;

— BUKOPHUCTAHHS MPOCTUX KOJI31H JIs CITOK, 110 HE MOTPeOYyIOTh AeTai30BaHO1
00poOKH (P13UKH;

— BHUKOPUCTaHHA 1HCTAHCIB (YCMAJKyBaHHsS) MEIIIB JJisi [OBTOPIOBAHUX

00'exTIB.

Pucynoxk 5.5 — BigoOpakeHHsI piBHs eTasi3allii Ha piBHI

JIisi mepeBipKU MOTOKY PECypcCiB Yy IFPHU € BHUKOPUCTaHHS 1HCTPYMEHTa
ormrumizanii mnpodaiminr (profiling) B Unreal Engine. Y mnpomec anamizy
MPOAYKTUBHOCTI TPH, OTPUMAJId BUCOKI Pe3yibTaTh €(EeKTHUBHOCTI, MOB’sI3aHl 3
KUTBKICTIO KaJpiB Yy CEKYHHY, SIKICTh BIJIMOJIIOBAaHHS TEKCTyp, Ta CTaOUIBHICTh

MEePEXO/IIB JIOTIKH Y Tpi (pHcC. 5.6).



Pucynok 5.6 — [1oTik pecypciB rpu 3 BUKOPUCTaHHAM IPpOoQailiiiHry

VY mporeci po3mISsHYTO OCHOBHI MPHUHIIMIM ONTHUMI3AIli 3 BUKOPUCTAHHSIM
BOyZI0BaHUX 1HCTpYMEHTIB irpoBoro pyuist Unreal Engine. PosmistHyro mpouec
PO3paxyHKy YaCTOTH KaJpiB 3 BUKOPUCTAHHIM JOJATKOBUX OydepiB peHaepy pyIuIis.
[IpoBeneHo onTuMizallio MPOTOTHIY, HAa SKIM HAJIAIITOBAHO JyKepera OCBITICHHS,
3MEHILIEHO IXHI0 KUIBKICTh Ta IE€PEBU3HAYEHO THUIM. 3MEHILIEHO KUIbKICTb
MOBTOPIOBAaHUX (DYHKI[INA y TMPOEKTI, IJIsi TOBTOPHUX (PYHKIIIHM 3pOOJICHO MEpexoau
JUUISl BAKOPUCTAHHS B 1HIIUX KJIacaX. 3MEHIIEHO KUIbKICTh 3MIHHMX, 1110 3BUILHUIIO
YaCTUHY MaM'siTi Ta 30UIBIINIIO Yac PO3PaxXyHKY JIOT1KU. Benuki TaHIIoKKH JTOTIKH
nepeBesicHl y (QyHKIII, OO0 MMABUIIATA YHUTAOCIBHICTh KOOy, 1 301IBIIUTH
MIBUKICTH TIEPEXOAY VIS 3aMKCY 3HAYEHb, IO JA€ 3MOTY ONITUMI3YBaTH PO3PaXyHKH
Ha Oydepi, 3a gK1 BIAMOBIIAE MPOIECOpP 1 BiJeOKapTa. 3poOJICHO OMTHMI3AIII0
TPUBUMIPHUX OO'€KTIB, 1100 3MEHIIUTU Yac PO3paxyHKy Oydepa peHIepiHTy,
MpoBEeACHO POOOTY HaJ TEKCTypaMmu 1 MaTepiajamu JJIsi MEHIINX BUTpAT MaM'sTi.
[Toka3HuKK onTUMI3aIlil B IPOIIECi TPH BUIAIOTh BUCOKY KUIBKICTh KaJIPiB, 1110 JIA€
3MOTY PO3IIUPUTU MPOTOTHUIT HAJAJI Ta JIOAATH HOBUX OO'€KTIB y ClieHY. Takox 11l
pe3yabTaTh Jal0Th MOXUIMBICTH peai3allii MPOTOTHIYy HaBiTh HA MAaJOMOTYXKHI

IIPUCTPOI.
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BHUCHOBKH

OcHoBHa MeTa JaHOi MaricTepchbkoi poOOTH moisrajga y BHUBYCHHI
moxkauBoctedt Unreal Engine fuist cTBOpEHHS! BUCOKOSIKICHOT Ta €)eKTUBHOI 1rpOBOT
wiathopMu A1 MOOLTBHUX MPUCTPOIB.

[IpotssroMm poOOTHM mpoaHaTI30BaHI KJIIOYOBI KaHpW 1rop 1 iX Bigomi
MIPUKIIaJIA, PO3IVITHYTO OCHOBHI 1MpOB1 JABUTYHM JJIg peaiizailii ta riatdhopmu i
HaJTaITyBaHHs A 30uTy irop. IleperisiHyTi ocHOBHI acnekTu pobotu 3 Unreal
Engine, Bkirovaroun ioro intepdeiic, MOXKIMBOCTI 3 po3poOku rpadiku, podoTH 3
3D mopenamu, HamamTyBaHHA (Pi3UKH Ta JOTIKU rpu. OCHOBHOIO YaCTUHOIO OYIIO
BukopucTanHs 3D MopemioBaHHS JJii CTBOPEHHS Bi3yalbHO MpHUBAOIMBHX Ta
peanicTUYHUX 00'€KTIB Ha CIICHI, 0 3a0e3Meunsio 301JIbIIEHHS IMMEPCUBHOCTI Ta
npuBabauMBOCTI rpu. B sikocTi mporpamoro st 3D mozpentoBaHHst Oyno oOpaHO
Blender, 3a iioro roy4ki MOXJIMBOCTI Ta JOCTYITHICTb Y KOPUCTYBAiB.

B xox1 po3po6ku Oynu peasni3oBaHi €Tanu: BiJ CTBOPEHHS IPOTOTHUITY TPHU JI0
onTUMI3aIli NPOAYKTY JJIsi 3a0€3MEeUeHHs] HOTO CTa0UIbHOI pOOOTH Ha MOOLITBHUX
MPUCTPOSX 3 ONTUMAIBHOIO MPOYKTUBHICTIO. [Ipoiiec onTumizaiiii BKiIto4aB B cebe
po0OOTY 3 PI3HUMU aCIIEeKTaMU I'PH, BIJ TEKCTYP 1 OCBITIEHHS /10 POOOTH 31 ClICHaMHU
Ta MOJIEJISIMU, 3 METOIO 3a0€3MEUEHHS JIABHOCTI FeMMIUICI0 Ha P13HUX MPUCTPOSIX.

PesynbratoM 11i€i poOOTH CTano CTBOPEHHS MPOTOTUIY ITPOBOTO JIO/ATKY,
KU MO€EAHYE B cOO01 TPUBUMIPHY Tpadiky, MyIbTUPYHKIIIOHAIBHUN reimIuiei Ta

cTabuIbHY poOOTY Ha emynsTopi Android.
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