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VY po6oTi po3risiaeTbest pO3poOKa IrpOBUX MEXaHIK Ta IX KOMOIHYBaHHS Y
cepenoBuill Unreal Engine 4. OcHOBHa yBara npuiIs€EThCS CTBOPEHHIO CHUCTe-
MU TIEPEMIIICHHS TIEPCOHaXa 3 €JIeMEHTaMHu MapKypy, peanizailii 1HTepaKTHB-
HUX TEPEIIKO/, TOJOBOJOMOK Ta CUCTEMU KOHTPOJHHUX TOYOK IMOSBH (Spawn
point, checkpoint).

[TpoexT cripsiMoBaHU Ha IOCHIPKEHHS MPUHIUIIB MOOYIOBU TeHMILICH-
HOT1 JIOT1KH, OpTaHi3ailii B3aeMO/I1i Mik 00’€KTaMU CIIEHU Ta ONTUMI3aIli poooTH
IHTEPAaKTUBHOI'O Cepe/loBUINa. Y Mpoleci poOOTH BUKOPUCTOBYIOTHCS 3acoOU
BI3yaJIbHOTO mporpamyBaHHs Blueprint, Tpurepni mnoaii, (i3M4HI MeXaHI3MH
pyuist Ta iHcTpyMeHTH penakropa Unreal Engine 4.

Pe3ynpTaToM € CTBOpPEHHS MPOTOTUIY 1HTEPAKTUBHOTO PIBHS, IO JIEMOH-
CTPY€ MOKJIUBOCTI KOMOIHYBAHHSI MEXaHIK y MeXax €IMHOI MOAYJIbHOI CUCTe-
MHU.

Kimrouoni cnoBa: Unreal Engine 4, irpoBi Mexaniku, Blueprint, mapkyp,
spawn point, FOJIOBOJIOMKH, IHTEPaKTUBHE CEPEIOBHUIIIE.

Y IUNIOMHOMY MPOEKTI TUIAHYETHCS JOCTI/HKEHHS Ta peaizallis pi3HUX
irpoBux MexaHik y cepenoBuii Unreal Engine 4 3 MOXIUBICTIO 1X KOMOIHYBaH-
HS B €MHIN 1HTEpaKTUBHIN cucTteMi. OCHOBHA yBara NpuAUISETbCS CTBOPEHHIO
GyHKIIOHATFHUX B3aEMOIINA MiXK TPABIEM Ta CEPEIOBHUIIEM, IO (HOPMYIOTh OC-
HOBY Cy4aCHOT'O T€MMILIEIO.

[TpoexT mepenbayvae po3poOKy 6a30BUX MEXaHIK KEPYBAHHS MEPCOHAKEM,
B3a€MO/I1 3 00’ €KTaMH, BUKOPUCTAHHS TPUTEPIB MO/, a TAKOK BIPOBAIKECHHS
CHUCTEMH TOYOK MOSIBH (Spawn point), 110 JO3BOJIAE€ KEPYBATH MO3HUIIOHYBAaHHIM
rpaBus a0o 00’ekTiB y cueHi. KoMOiHyBaHHS IIMX MeXaHiK 3a0e31euye CTBOPEH-
HS IIUTICHOTO 1HTEPAKTUBHOTO MPOCTOPY, Y SKOMY JIii KOpUCTyBada O6e3mocepe/i-
HbO BIUIMBAIOTh Ha NIEPEOIr MOIIH.

Po3po0ka 3xiticHIOETRCA 13 3acTOCcyBaHHsIM Blueprint-BizyansHOro mporpa-
MyBaHHs, 1110 JI03BOJISIE peai30BYBaTH JIOTIKY IMOBEIIHKU 0€3 BUKOPUCTAHHS
HU3BKOPIBHEBOTO KOy. OCco0iMBa yBara npuaiaseTbesi CTPYKTYPOBAHOCTI JIOT1-
KH{, TIOBTOPHOMY BUKOPUCTAaHHIO KOMIIOHEHTIB Ta MacIITa0OBAaHOCTI CUCTEMH
JUTS IOJJAIBIIOTO PO3MIMPEHHS (PYHKIIOHAITY.

[TpoexT crpsiMOBaHMI Ha JOCIIAKEHHS MPUHIMIIB NOOYI0BU 1rpOBOi JIO-
TiKY, IHTErpallii pi3HUX MEXaHIK y €IMHY CUCTEMY Ta JEMOHCTPALiI0 MOXKJIHBO-
creit Unreal Engine 4 y cTBOpeHHI IHTEpaKTUBHUX HU(POBUX CEPETOBHILL.

JloaTKOBUM HANpSIMOM PO3POOKH € peatizallisi CUCTEMH BUIIPOOYBaHb IS
MEPCOHAXA, 10 0A3YETHCS HA MIPOXOHKEHHI CMYTH MEPENTKO Ta BUPIMICHH] 1H-
TEPAKTUBHUX TOJOBOJIOMOK. [lepenbayaeTbes BIpOBaKEHHS PO3LIMPEHOI Me-
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XaHIKU TIEPEMIIICHHS, SIKa BKJIOYA€ €JIEMEHTH MapKypy, 30KpemMa MOoJ0JaHHsS
maTopM pi3HOT BUCOTH, IEPECYBAHHS MK PyXOMUMHU 00’ €KTaMU Ta BUKOHAH-
HS TOYHUX CTPUOKIB Y TUHAMIYHOMY CEPEJIOBHIIII.

Cucrema nepenikos peaigizyeTbCcsl Yepe3 IHTEPAKTUBHI 00’ €KTH CLIEHH, 110
pearyroTh Ha Jii TpaBIlsd a0o MPaIlo0Th 3a 3aITaHMMHU YaCOBUMH clieHapisaMu. J{o
TaKMX €JIEMEHTIB HAJIEKaTh PyXoMi IaT(opmMu, 30HU MOIIKOKCHHSI, TAMYACO-
Bi Oap’epu Ta IHII MeXaHI3MH, M0 (GOPMYIOTh JUHAMIYHY CKJIIAIHICTH MPOXO-
JIKEHHS PIBHSL.

OxpeMy poJib Yy CTPYKTYpi IPOEKTY BIAITPatOTh TOJIOBOJIOMKH, MO0y 10BaH1
Ha B3a€MOJii 3 00’€KTaMM CEpeJIOBUINA Ta aKTUBALlll TPUTEPHUX MOiNd. BoHu
nependayaroTb BUKOPHUCTAHHS JIOTIYHUX IOCTIOBHOCTEH, KOMOIHYBaHHS i
rpaBls Ta aHaJi3 CTaHIB CUCTEMHU, 1110 J03BOJISIE YPI3HOMAHITHUTH FedMILICH Ta
IPOJIEMOHCTPYBATH MOXJIMBOCTI PYIIIisl Y CTBOPEHH] IHTEPAKTUBHHUX CLEHAPIIB.

Jlnst miaTpuMKy Oe3MepepBHOCTI MPOXOHKEHHS! BIPOBAKYETHCS CUCTEMA
TOYOK MOSIBM Ta KOHTPOJBHUX MO3UIllA (spawn points Ta checkpoints), sxa 3a-
Oesrneuye BiTHOBJICHHS MEPCOHA)Ka MICIsl HEBAAIUX CIPOO Ta 30epeKeHHs MPo-
rpecy Ha piBHi. l{e miaBHIlye 3pyUHICTh TECTYBAHHS Ta JOJIA€ CTPYKTYpPOBaHOC-
Tl 3arajbHii apXIiTEKTypl MEXaHIK.

3anponoHoBaHuil Ha0Ip MexaHIK (GOpMyE KOMIUIEKCHY MOJENb B3a€MOJI1
KOPHUCTYBaya 3 BIPTyaJIbHUM CEPEIOBHINEM Ta JO3BOJISE JOCTIAUTH TPUHIIUITHA
MOEJIHAHHS PYXOBHX, JOTIYHUX 1 MOJIIEBUX CUCTEM Y MEXKax €IMHOrO iIrpOBOTO
IpOCTOpY.

ApXiTeKTypa MexaHiK

ApXITEKTypa MPOEKTY 0a3yeThCS HA MOAYJIBHOMY MiAXOJ1, A€ KOXKHA Me-
XaHIKa peani3yeTbes K okpemuil (yHKIioHaIbHUN Onok. Lle mosBomsie nerko
KOMOIHYBaTH iX Mi>K COOOIO Ta aJanTyBaTH Mij Pi3HI ClieHapii BAKOPUCTAHHS.

30kpema, repeadadaeThCs peatizaltis:

° CHUCTEMH MEPEMIIIECHHS IEPCOHAXa B TPUBUMIPHOMY MTPOCTOPI;

° B3a€MO/IIT 3 00’ €KTaMU CIIEHU Yepe3 KOoi3ii Ta momii;

° BUKOPHUCTAHHS TPUTEPIB AJIS 3aIllyCKy CLIEHAPIIB;

° CTBOpPEHHS TOYOK MOSABH (spawn point) asi KEpyBaHHS BIAPOIKEH-
HSM MEepCcoHaXka abo reHepariiero 00’ eKTiB;

° KOMOIHYBaHHSI MEXaHIK JiJIi CTBOPEHHS JIOTIYHO TOB’SI3aHUX TeHM-

MJICHHUX CUTYAIlIN.

Taxuit migxin 103Bossie chOpMyBaATH THYUKY CTPYKTYPY HPOEKTY, TpUaaT-
HY U MaciTaOyBaHHS Ta MOAAIBIIOTO PO3BUTKY.

OnTuMizanisi cCieHu

Jlnia 3a6e3nedeHHs cTabiibHOI pOOOTH 3aCTOCOBYIOTHCS METOAM OMTHMi3a-
1ii joriku Ta crieHu. [lepenbaueHo BUKopucTaHHsa e()HEKTUBHOT OOPOOKH MO,
MiHIMI3amii 3aiiBux oOuuciensb y Blueprint, a Takox ontumizanii ¢pi3MuHUX B3a-
€MOJIIH.

J10/1aTKOBO 3aCTOCOBYIOTHCSI CTAHJAPTHI 3aCO0M PYIIIis, 30KpeMa KOHTPOIb
KUIBKOCT1 aKTUBHUX OO €KTIB, ONMTHUMI3aIlisl KOJI3ii Ta parioHaIbHE BUKOPHC-
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TaHHS pecypciB mam’sTi. 1{e 7103BosIse€ MATPUMYBATH TIJIABHICTh POOOTH HABITh
pu KOMOIHYBaHH1 KIJIbKOX MEXaHIK OJTHOYACHO.

Bukopucrani TeXHOJI0T1{

Unreal Engine 4 — cepeioBullie CTBOPEHHS IHTEPAKTUBHUX MEXaHIK;

Blueprints — peaizartist JOT1KM MOBEIIHKU Ta B3a€EMO/IIH;

Trigger Volumes — 3amyck moaiil y BA3HaYEHUX 30HaX;

Spawn System — CTBOpEHHS Ta BiIPOJIKEHHS 00’ €KTIB;

Physics Engine UE4 — 06po6ka (hi3udHIX B3a€MOIIi;

Editor Tools — HanamTyBaHHs CLIEH Ta TECTyBaHHS MEXaHIK.

Tabmuns 1 — EnemenTy npoekTy Ta MPUHIMITH peaizamii

EnemenTt npoekrty [Tpunnun peamizaiii OuikyBaHMl pe3yabTaT
. CranpapTHi KOHTPOJIEpU o
[TepeminienHsa nepcoHaxa Bba3oBa Hasiramis crieHoro
pyxy UE4
. -~ . Peakiiis cepenoBuia Ha it
B3aemonis 3 06’ekTamu Komisii ra noxii Blueprint H PE/IOBHII A

rpaBIls

Bukopucranns Trigger

Trigger-30Hu 3amyck cleHapiiB Ta moain

Volume
. Po3mimienHs Touok KonTtpons no3utii nosisu
Spawn point . .
MOSIBU Y CIICHI 00’€KTIB
. [Noennanns noriyHux 610- | @OpMyBaHHSI KOMIUIEKCHOTO
KombinyBanHus . .
KiB relMILICIO
BucnoBok

VY mporeci peamzaiii MpoekTy OyJe MPOJAEMOHCTPOBAHO MOKIIHUBOCTI
Unreal Engine 4 y cTBOpeHHI Ta KOMOIHYBaHHI ITPOBUX MEXaHIK PI3HOTO THITY.
Peanizartist B3aeMo/1iif, TPUTEPHUX MOJINA Ta CUCTEMH TOYOK TOSIBH JIO3BOJIUTH
chopMyBaTH IHTEPAKTUBHE CEPEIOBHIIIE, 110 Pearye Ha Jii KopucTyBaya.

[TpoekT moenHye TeXHIYHI 3HAHHS 3 TPOEKTYBAHHS JIOTIKH, MOIYJIHHOI IO~
Oyz0BU cucTeM Ta onTtuMmizailii podotu crieHu. OCHOBHOIO METOIO € JJOCIIIKEH-
HSl €EeKTUBHOTO KOMOIHYBaHHS MEXaHIK Ul CTBOPEHHS! CTPYKTYPOBAHOIO, Ma-
cirraboBaHOTO Ta QYHKIIOHATBHOTO TEUMILIEHHOTO TPOCTOPY.
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