MiHICTEepCTBO OCBITH 1 HAYKH Y KpaiHU
XapKiBCbKHUI HAlLlIOHAIBHUN YHIBEPCUTET Pai0eIEeKTPOHIKH

dakynbTeT KOMI IOTEPHUX HAVK
(ToBHA Ha3Ba)

Kadenpa IPOTPaMHOi 1HKEHepii
(ToBHA Ha3Ba)

KBAJII@IKAI.[IFIHA POBOTA
IlosicHIOBAJILHA 3alIMCKA

pIBEHb BHUIIIOT OCBITH nepinii (0akanaBpCbKUA)

IrpoBuil mporpamMHuii 3acTOCYHOK B kaHpil Action RPG, muypkaHp
Souls-like. ITincucreMa piBHIB Ta 3aBAAHb

(Tema)

Buxonas:
3100yBay _4 pOKy HaBYaHHS,
rpynu__I13[11-21-6

Brnaaucnasa TUMOIIIEHKO
(Bnacne Im’s, [IPI3BULLLE)

CrremianpaicTs 121 — [mKeHepis MporpaMHoro
3a0e3MeyeHHs

(ko i TOBHA Ha3Ba CIEMiATbHOCTI)
Tun nporpamu OCBITHBO-TIpodheciiiHa

OcsitHs nporpama [IporpamHa iHxeHepis
(moBHa Ha3Ba OCBITHBOI IPOTPaMH)

Kepisauk_gou. kadgeapu 11 Biktop KAYK
(nocazna, Bnacue Im’st, IIPI3BUILIE)

JlomycKaeTbes 10 3aXUCTY

3aB. kadeapu Kupuno CMEJISIKOB
(migmuc) (Bmacue Im’s, TIPI3BUILIE)

2025 p.



XapKiBChbKUI HAllIOHAIBHUN YHIBEPCUTET PaiOCIEKTPOHIKH

dakyabTET KOMII' IOTEPHUX HAYK

Kadenpa IPOrpaMHOi 1HKEHEepii

PiBeHs BUIIIOI OCBITH nepnii (0axkaaaBpChbKUA)

CoeniajpHICTh 121 — [mxeHepis IporpaMHoOro 3abe3neyeHHs
Tun nporpamu OcBiTHBO-TIpOeciitHa

OcBiTHs mporpama [Iporpamua Imxenepist

(umdp 1 Ha3Ba)

3ATBEP/IXVIO:
3aB. kadenpu

(migmuc)

« » 2025 p.

3ABJIAHHS
HA KBAJIIOIKALIMHY POBOTY

3100yBayeBi Tumonienko Braaucnasi PycnaHiBH1

(mpi3BuILe, iM’s1, IO OATHKOBI)

1. Tema po6otu [rpoBuit porpamMHuil 3acTocyHOK B kaHpi Action RPG,

nypkadp Souls-like. ITincrucremMa piBHIB Ta 3aBIaHb.

3aTBepmKeHa Haka3zom 1o yHiBepcuteTy Big 19.05.2025 p Ne 397 Cr

2. TepMmin nonanus 3100yBadeM poOOTH 0 ek3ameHarliitHoi komicii_19.06.2025

3. Buxinni mani 10 po6oTr PO3poOuTH 0AHOKOPUCTYBAITLKHUH iIrPOBHH 3aCTOCYHOK B

skaupl Action RPG, mipkaap Souls-like. IIpoekT Mae BKIFOYATH IMIJICUCTEMY DIBHIB

Ta 3aBHaHb, 110 peamisyerbesi B Unreal Engine 5. B po0oTi BUKOPHUCTOBYETHCS

Blueprint-cucrema Ji1st CTBOPEHHS B3a€MOJIiH, IAJIOTIB, TPUTEPiB Ta JOTiKHA BUOODY.

IrpoBHH CBIT CKJIAMAETHCA 3 Xa0-n0Kalii, irpoBux piBHIB Ta NPC, K1 BIUIMBAIOTH HA

CIOKETHI PO3TrayKEHHS.

4. Tlepenik muTaHb, 1110 TOTPIOHO OMpaIOBaTH B poO0TI Berym, aHami3 npeaMeTHol

rary3i, GopMyBaHHS BUMOT JIO ITPOTrPAMHOI CUCTEMHU, aPXITEKTYPA Ta IMMPOEKTYBAHHS

IIPpOrpamMHOIro 33663HC‘ICHHSI, OIMC MNPUMHATUX MNPOrPaMHUX DiH_IeHB TCCTYBAHHA

D03D06J'IGHOFO IIPOrpaMHOI O 33663H€‘—ICHHH, BHUCHOBKH, J1OOATKH.




KAJEHJAPHUM IIAH
Tepmin
No Ha3sga eraniB poboTu BUKOHAHHS [Tpumitka
eTamiB poOOTH

1 AHaJIi3 IpeMEeTHOI ramy3i 21.05.2025 BUKOHAHO
2 CrtBopenns crienudikarii 113 23.05.2025 BUKOHAHO
3 [TpoextyBanus 113 24.05.2025 BUKOHAHO
4 Po3po6ka I13 27.05.2025 BUKOHAHO
5 TectryBanus 113 29.05.2025 BUKOHAHO
6 OdopmiteHHS TOSCHIOBATTLHOT 3aITUCKU 30.05.2025 BUKOHAHO
7 [linroToBKa mpe3eHTalii Ta JOMOBI i 10.06.2025 BUKOHAHO
8 [Tomepenniit 3axuct 13.06.2025 BUKOHAHO
9 HopMokoHTpoIb, perieH3yBaHHs 17.06.2025 BUKOHAHO
10 3naya poOOTH y €JIEKTPOHHUIA apXiB 17.06.2025 BUKOHAHO
11 Jlomyck A0 3aXUCTy y 3aB. Kapeapu 18.06.2025 BUKOHAHO

Jlata Bujaudi 3aBaanus 18 ksitHs 2025p.

3n00yBay (ka) Brnagucnasa TUMOIIIEHKO

(triarmc)

KepiBHuk podotu

(triarmc)

noi. kadeapu 11 Bikrop KAYK

(Bnacue Im’s1, ITPI3BUILIE)




PE®EPAT

[TosicHrOBabHA 3amucka 10 kBamidikariitHoi podotu GakanmaBpa, 60 crop., 28

puc., 19 mxepen.

JIMHAMIUHA CKJIAJIHICTb, B3ACMOJIISI TPABIS 1 3ABJAHD,
ITPOBA MEXAHIKA, ITPOBUI IHTEP®EINC, KBECTH, IIJICUCTEMA
3ABJIAHB, TIIJICUICTEMA PIBHIB, IIPOTPECIS TPABIIS, ACTION RPG,
GAME DESIGN, SOULS-LIKE.

O0’€exT po3p00IEHHS — MPOrpaMHUM IrPOBHI 3aCTOCYHOK Yy skaHpl Action RPG
3 peasi3alli€o MiJICHCTEMHU PiBHIB Ta 3aB/iaHb, OPIEHTOBAHUI Ha IrPOBY MOJENb Souls-
like.

Merta poO0TH — po3po0nTH €PEKTUBHY apXITEKTYpy Ta peani3aliro MiJCUCTEMU
PIBHIB 1 3aBllaHb y Mexkax Tpu kaHpy Action RPG, ska 3a0e3neunth rianOOKHii
reiimMIuieil, Mporpecito MepcoHaka Ta HENHIMHICTh BHUKOHAHHS 3aBJaHb Yy
BiAMOBIAHOCTI A0 Pinocodii Souls-like irop.

Meronu AOCHIKEHHS — aHali3 Ta y3arajbHEHHS MIAXOMIB y CY4acHOMY
IrpOBOMY JIM3aiiHl, MOJIEIIOBAHHS 1rpoBoi Jioriku, nmoOyaoBa UML-miarpam ans
apXITeKTYpHUX pIllIeHb, pealli3allis IrpOBUX CIIeH 3 BUKOpUCTaHHsAM pymris Unreal
Engine 5 Ta Bi3yanbHoi cuctemu Blueprint, CTBOpeHHS irpoBHX pIBHIB, a TaKOX
TECTYyBaHHS FOTOBUX PIBHIB Yy CUMYJIbOBAHUX T'€UMILIEH-CLIEHAPISX.

Cdepa 3acTocyBaHHSI — po3poOKa KOMIT IOTEPHUX ITOp, HABYAIBHI MIPOEKTH 3
reiimMieBy, JOCIIIKEHHS B rany3l IHTEPAaKTUBHUX CUCTEM Ta MOBEIIHKOBUX MOJIEIIEH.

VY pesynbTaTi po3po0JaEHO 1 MPOTECTOBAHO MIJACHUCTEMY PIBHIB, sIka BPaxoOBYeE
CKJIQJHICTh, HEJIHIWHICTh, MACIITAOHICTh 30H JOCIHIKEHHS, a TaKOX IiJICUCTEMY
3aBJaHb 3 NIATPUMKOIO MOCIIIIOBHUX, MApaIebHUX 1 yMOBHUX KBECTIB 3 IHTETPALlI€IO

B IrpOBHii 1HTEpDeEIiC.



ABSTRACT

DYNAMIC COMPLEXITY, PLAYER-TASK INTERACTION, GAME
MECHANICS, GAME INTERFACE, QUESTS, TASK SUBSYSTEM, LEVEL
SUBSYSTEM, PLAYER PROGRESSION, ACTION RPG, GAME DESIGN,
SOULS-LIKE.

Object of development — a software game application in the Action RPG genre
with the implementation of level and task subsystems, oriented towards the Souls-like
game model.

Purpose of the work — to develop an efficient architecture and implementation
of level and task subsystems within an Action RPG game that ensures deep gameplay,
character progression, and non-linear task execution in accordance with the philosophy
of Souls-like games.

Research methods — analysis and generalization of approaches in modern game
design, modeling of game logic, construction of UML diagrams for architectural
solutions, implementation of game scenes using the Unreal Engine 5 and the Blueprint
visual scripting system, creation of game levels, as well as testing finished levels in
simulated gameplay scenarios.

Field of application — development of computer games, educational game
development projects, research in the fields of interactive systems and behavioral
models.

As aresult, a level subsystem was developed and tested, which takes into account
complexity, non-linearity, and scale of exploration zones, as well as a task subsystem
supporting sequential, parallel, and conditional quests integrated into the game

interface.
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BCTYII

PuHOK Bificoirop cboro/iHi € OAHIEI0 3 HAMAMHAMIYHIIIUX 1 TPUOYTKOBUX cep
upOBUX TEXHOJOTIH. 3HayHy MOMYJAPHICTH 3100ynu irpu xaHpy Action RPG,
30kpemMa Souls-like, 1O BHUPIZHAIOTBCS CKIAAHICTIO, TIAUOOKUMH OOWOBUMHU
MEXaHIKaMH, aTMOCQEpPHICTIO Ta mpoayMaHuM au3aiiHoM. CTaHIapTH KaHpy
chopmyBaina crymais FromSoftware (Dark Souls, Bloodborne, Elden Ring). Souls-like
MPOEKTH 3a3BUYall TMOEIHYIOTh CKIIQJIHY CTPYKTYPY PIBHIB, HENIHIMHUN CIOXKET 1
IIPOTPECIO EPCOHANKA.

AKTyanpHICTh JJaHOI poOOOTH TMOJNSATa€e B HEOOXIAHOCTI  CTBOPEHHS
(GYHKIIOHAIBHOT Ta aIalTUBHOI MMiICHCTEMH PIBHIB 1 3aBAaHb I TPH B xKaHpi Action
RPG, sika BigmoBimaTuMe Cy9acHUM BHMOTaM J0 irop mporo tuiy. Oco0auBoi yBaru
noTpedye peanizallisi TyTOpiaJibHUX €TaIliB, 00MOBUX PIBHIB 3 YHIKaJIbLHUMU BOPOTaMH,
BKJIIOUYarO4M 00CiB, xa0-yokarii s B3aemo/ii 3 NPC Ta po3BUTKY CIOKETY, a TaKOXK
€JIEMEHTIB 3aHyPEHHS (3BYKH, OCBITJIEHHS, BIJIEO TOLIO).

ine po6oTr — po3poOKa Ta BOPOBAHKEHHS MiJCUCTEMH PIBHIB 1 3aBIaHb SIK
CKJIaJIOBOT MTPOrPaMHOTO iIrpOBOT0O 3aCTOCYHKY y kaHpi Souls-like. Tana migcucrema
Mae 3a0e3MeunTH TOCHIIOBHUN ITPOBHM MpOTpec, I1HTEPAKLII0 3 EJIEeMEHTAMHU
OTOYCHHS, KEPYBaHHS CKJIQJHICTIO Ta 3a0€3MeUYCHHs] HAPATUBHOTO PO3BUTKY.

MoxnuBi chepu 3aCTOCYyBaHHS pe3ysIbTaTiB — PO3poOKa 1Hi-Irop, HaBYaIbHI
npoekTr y chepi GameDev, nociiiHUIIBKI TPOEKTH, TTOB’A3aH1 3 TeHMIU3aiHOM, 200
YaCTUHA BEJIMKOTO KOMEPIIHHOTO MIPOEKTY.

Po3pobka BUKOHYETHCSI Y MEKax KOMAHIHOTO AWIUIOMHOTO MPOoeKTy. KoxkeH 3
YYaCHHKIB pealizye okpeMmi mijmcucremu rpu. lIperncraBiena poboTa mpuCBSYeHA
CTBOPEHHIO caMme MiJCUCTeMH PIBHIB Ta 3aBAaHb, 110 MAa€ KPUTUYHE 3HAUYCHHS IS
3arajbHOTO (PYHKI[IOHYBaHHS TPU Ta 3a0€3MEeUEHHS TPaBIlsi OCHOBHOIO B3aEMOJIIEIO 3

ITPOBUM CEPEIOBUIIIEM.



1 AHAJII3 DPEJIMETHOI F'AJTY3I

1.1 Anani3z npeaMeTHOI rary3i

XKanp Action RPG 3aiimae oiHy 3 KIFOUOBUX TMO3HUIIIN y CydacHi iHmycCTpil

BiJICOIrOp 3aBISKUA CBOIM 3JaTHOCTI MOEIHYBAaTH AUHAMIYHUKA Oo0ioBMIA Tporec i3

TIIHOOKUM HAapaTUBOM, PO3ITAIYKCHOIO CHCTCMOIO PO3BHUTKY IICPCOHAXA Ta

HEeIiHIHHOI ToOyA0BOIO irpoBoro city. [limkanp Souls-like, sixuit orprmaB cBoro

Ha3By Bij cepii Dark Souls, € cBoepiiHUM €TaOHOM Yy CTBOPEHHI CKJIaJHUX, IITHO0KO

MEXaH130BAHMX IrOp, 110 BUMAraroTh BiJl IpaBLs TEPIIHHS, CTPATETTYHOTO MUCIICHHS

Ta YBaXKHOCTI.

Souls-like irpu BUpi3HAIOTHECS HU3KOIO XapaKTEPHUX PHUC:

a) BUCOKHMI pIBEHb CKJIQJHOCTI, IO CTBOPIOE BIAYYTTA BHKIHKY 1

JOCATHCHH:I,

0) HeJiHIHA To0y10Ba PIBHIB, sIKa CIIOHYKAE /IO TOCIIJKEHHS Ta BIAKPUTTS

HOBUX MapIIpyTiB;
B) BIICYTHICTb ~ TPQAMIIIHHOI CHCTEeMH 30€peKEHHs Tporpecy,

3aMIHIOETHCSA CUCTEMOIO KOHTPOJILHUX TOYOK (OOH(DaiipiB, BiBTApiB TOLIO);

r) rmboka OoHoBa cucTeMa, 30CepePKeHa Ha TaWMIHTY, YXWJICHHI,

napupyBaHHI Ta BUTPUBAJIOCTI,

1) aTMOC(PEPHICTh, Ky HIACHIIOE MY3UYHE Ta 3BYKOBE OQOPMIICHHS,

OCBITJICHHS Ta Bi3yasbHi e(eKTH;

e) oOMeXeHa TojJaya CIOKETy, [0 CHpUs€ IHTPU3l Ta Oa)xkaHHIO

JOCJTI)KYBaTH.

Taki mpoexTw, sik Dark Souls, Bloodborne, Sekiro: Shadows Die Twice ta Elden

Ring, cramu KyJIbTOBUMH HE JIMIIC 3aBISKHA CKIIAIHOCTI, ajie ¥ 3aBISKH PETEIBHO

noOy/10BaHOMY ITPOBOMY CBITY, B SIKOMY KOXKHA JIOKallisl Ma€ BJIACHY 1A€HTUYHICTb,

CKJIaJIHY CTPYKTYPY Ta JIOT14HO 3B’sI3aHi €JIeMEHTH reimuieto. (aus. puc. 1.1)
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i - DARK SOULS

ENTIRE MAP

POR FILIPE RAMOS

O mapas nio extio 100% idénticos sox locais reais, servem apenas para ter uma nogio da localizagso de cada hgar!

Pucynok 1.1 — Ctpykrypa irpoBoro cBity Lordran y rpi Dark Souls [1]

OmHuM 13 KIIFOYOBUX KOMIIOHEHTIB TaKUX Ir0p € CUCTeMa PIBHIB Ta 3aBJaHb, 1110
peanizyeTbcsi HE 4epe3 TpaAMIliiHI MapKepu KBECTIB, a 3aBISKU I1HTEpaKIii 3
OTOYEHHsIM, mnpeaMeramu, MoHojoramu NPC, a Takox yepe3 HACiIKOBICTH il
rpasis. lle o3Hawae, 1m0 rpaBelb MOXKE HE JIMIE BTPATUTH BAXJIMBUN EIEMEHT
CIOKeTy, He B3aemozitoun 3 neBHUM NPC, ajie 1 MOBHICTIO 3MIHUTH X1JI TPU uepes
BUKOHAHHS a00 ITHOPYBaHHS KOHKPETHOTO 3aBJIaHHS.

[lincucremMa piBHIB y TakuX MPOEKTaXx Mae OyTH aJanTHUBHOIO, JTO3BOJISITH
noOyZIoBy SIK JIIHIMHUX, TaK 1 BIAKPUTHUX MPOCTOPIB, MIATPUMYBATH MOKIIWBICTH

MOBEPHEHHS JI0 MOTIEPEIHIX 30H, CTBOPECHHSI YMOBHUX T€UTIB (HANIPUKIIAI, ABEPI, SAKi
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BIJIKpUBAIOTHCSA JIMINE TIICIS TEBHOI TMO[Ii), a TaKOXX 03BOJSATH BOYJIOBYBAaHHS
BOPOXKHX FOHITIB 1 00CIB, 3 AKUMH MOB’I3aHE MPOCYBAHHS TPABIIAL.

[TimcucreMa 3aBIaHb, y CBOIO UEPTy, HE TTIOBMHHA HAaB’SI3YBATHCh, & OPTAHITHO
BIUTITATHCA B ITPOBUUM CBIT, HAJal04M TpaBIl0 MpaBo iHTeprpertamii. Yacto Taki
3aBIaHHSl CTBOPIOIOTHCS y BUTJIAJI HU3KU YMOB: HaNpUKIAJl, TPaBEellb Ma€ 3HAUTH
neBHUM mpeaMet, norooputu 3 koHkpeTHUM NPC aGo mepemortu Bopora B iHIIIM
30HI.

[Tpu po3podmi TakWX MiACKCTEM B irpoBHX pymrisx, 3okpema Unreal Engine,
BaYKJIMBY pOJIb Bifirpae cuctema Blueprint-ioriku, sika 103B0JISI€ CTBOPIOBATH IrPOBI
mexaniku [2]. Hagirarttis, Koi3ii, Tpurepu mozii, peakiii Ha mojii — yci 11i eJIeMeHTH
peani3yloThCs Ta IHTErpyIOThCs 0€3M0CepeHbO Yy CTPYKTYpy piBHIB. OCHOBHA yBara
NPUAUIAETECS CTBOPEHHIO aTMochepd 3a JIONOMOrOI0  Bi3yalbHUX €(QEKTiB,
OCBITJICHHS, ayJ10CyIpPOBOJY, a TaKOXX PO3MIIICHHIO 00 €KTIB 1 HaJaIITyBaHHIO

B3a€MO/IiH, IO 3a0€3MeUyrOTh MIJTICHUH 1 JIOTIYHUN TedMIuIeH (muB. puc. 1.2).

Pucynok 1.2 — Ipukiiaj Joriku 3ByKy KpOKiB Tipu x0601 B Blueprint

(BUKOHAHO CaMOCTIMHO)
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Ha cydacHomy erami, inctpymentu Unreal Engine mo3BoisifoTh CTBOPIOBATH
KiHeMaTorpadiuHi CIEHH, 1HTEpAKTUBHE CEpEIOBUILC, PEATICTUYHE OCBITICHHS Ta
MIPOCTOPOBHI 3BYK, IO € HEOOXIAHUM JUIsl JOCSATHEHHS TJIMOOKOTO 3aHYpEHHS —
KIIOYOBOIO YMHHWKA ycmmHocTi  Souls-like mpoektiB. YV wMexax  maHoi
KBaJTi(iKaliitHOT pOOOTH peai3yeThCs caMe Taka IMiJICUCTEMA, 10 OXOTLTIOE:

a) TYTOpiaJIbHUIA PiBEHb, JI¢ TPABEIh HABYAETHCS OCHOBAM KEPYBaHHS,
0) xa0-;okartito, siKka ciyrye 6e3nednoro 301010 3 NPC;
B) TOBHOIIHHMIA 00OBUI piBEHB 3 OOCOM;
I) 3aBJaHHs, SIK1 IOCTYIIOBO BILIITAIOTHCS B CIOXKETHY KaHBY.
Ile mo3Bossie He JHIlle TPOTECTYBAaTH (DYHKITIOHAN y PI3HUX CIIEHApisX, aje ’

MOKa3aTH MPAKTHYHY MPHUIATHICTb ITiICHCTEMH JI0 PO3MUPEHHS Y MaiOyTHHOMY.
1.2 BusiBrieHHs Ta BUPIIIEHHS MTPOOJIEM

XKanp Souls-like, He3Bakaroun Ha CBOIO MOMYJISAPHICTD, Ma€ Psijl CIeUUBIYHUX
BUKJIMKIB, SIK JUISl PO3POOHMKIB, TaK 1 JJIs TpaBliB. OJHIEI0 3 OCHOBHUX MPOOJIEM €
BHUCOKHI MOPIT BXOJy — HOBAYKH YaCTO CTUKAIOTHCS 3 HAJIMIPHOIO CKIIAJHICTIO BXKE
Ha MMOYaTKOBUX eTanax rpu. Lle npusBoauTts 10 Gppycrpailii, BTpaTd MOTUBALIIL Ta, 5K
HACJIIJIOK, /IO 3HIDKEHHS YTPUMAaHHS KOpHCTyBada. baraTto rpaBIiiB Tak i He MPOXOASThH
HaBITh MEPIIY JIOKAII0 TpU, MO MATBEPKYIOTh CTATUCTUYHI daHi Steam oo
nocsarHeHb y nomyssipaux Souls-like mpoexrax [3].

[le omHi€ero0 mMpobOIEMOI0 € BIACYTHICTh YITKUX 1HCTPYKIIH abo TyTopiamB. Y
KJIacHYHUX SOUlS-irpax rpaBelb TMOBUHEH CAMOCTIMHO BHMBYATH MEXaHIKH O00¥0,
MPOKavyBaHHs MEPCOHAXKa Ta HaBIrallii iIrpoBUM CBITOM. Xo04Ya TaKuW MIIX1J CIPUsE
rMOIIOMY 3aHYPEHHIO B TPy, AJIl HOBUX KOPHCTYBAUiB 1I€ MOXE CTaTU CEPHO3ZHUM
Oap’epom.

J1J1st BUPIIIIEHHS IUX TTPOOJIEM y MeXaX po3p0OIIFOBAHOTO ITPOEKTY MepeoaueHo
CTBOPEHHS M'AKOTO BCTYNHOTO piBHA (TyTOopiaily), SIKHH y 3po3yMulid Ta

HEHaB A3/MBIM (OpMi HABUUTH 0a30BUM MeXaHikaM rpu. TyTopian no0ynoBaHUi Tak,
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1100 KOPUCTYBay MIr BiJpa3y B3STH y4acTb y IPOCTOMY OO0, CIpOOYyBaTH yXUJICHHS,
aTaky Ta B3a€EMOJIIIO 3 00'€KTaMH.

Taxox mpo6eMoro € HeIOCTaTHs Bi3yalibHa 3PO3YMUTICTh CBITY — B1JICYTHICTD
1Ka30K Y1 MapKepiB HEPIIKO MPU3BOAUTH IO TOTO, IO TpaBellb TyOUThCS a00 JOBTO
HE MOXKE 3HAWTH NIUIAX Aali. Y MeXax MPOeKTy OyiI0 BUPIIIEHO peai3yBaTH JOTTYHY
CTPYKTYpPY PiBHIB 13 ICKpaBUMHU Bi3yaJIbHUMHU OPIEHTUPAMU Ta XaboM, 3 SIKOTO I'paBellb

MOJK€ TIEPEeMIIIIATHCS 10 PI3HKMX 30H (auB. puc. 1.3).

Pucynok 1.3 — Pienb Hub, 3Bifiku rpaBelib MOXe MEePEMIILyBaTUCS B Pi3HI JOKAIIii

(BUKOHAHO CaMOCTIHHO)

Takum uMHOM, YK€ Ha €Tarl TeXHIYHOTO IJIaHyBaHHs OyJid BpaxoBaHi OCHOBHI
HEJOJIKM JKaHpY, Ta BU3HAYCHO IIISXH iX TMOJOJIAHHSA, IO JO3BOJIUTH peati3yBaTH
THYYKY, JIOCTYIIHY Ta 3aXOIUIMBY Tpy 3 ayxom Souls-like, ane 3 MeHII0I0 KijIbKICTO

(pycTpariii 11 HOBauKiB.
1.3 IlocranoBKka 3amaui

Y cywacHOMy irpoBOMYy TIPOCTOpPi, HACHYCHOMY BEJIHMKOI KIJTBKICTIO

OJIHOTUITHUX TIPOEKTIB, BCE OUIbIIE KOPUCTYBAUIB MPArHYTh JI0 TJIMOIINX BPAXKEHb Ta
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1rop, Kl He MPOCTO PO3BAXKAIOTh, a i BUKIMKAIOTh eMOLIHHUN pe30HAHC, MOTPEOYIOTh
CTPATETIYHOTO MMCIICHHS Ta BMIHHS aJanTyBaTUCh 0 CKIaAHUX yMoB. OcoOiuBOi
TIOITYJIIPHOCTI OCTaHHIMH poKaMu HaOynu Tak 3BaHi Souls-like irpy — cknanni, ane
3aXOIUTMBl 3a TEUMIUICEM ITpH, € KOKHA Jis Ma€ 3HA4YCHHs, a TpaBellb MYCHUTb
MOCTIITHO BUMTUCH HA CBOIX MOMMIIKAX, 100 JOCSTTH MPOTPECY.

OpHak He3BaKalOUYW Ha MOMYJISPHICTH JKaHPY, 0arato Takux irop MaroTh psia
npoOJieM, 30Kpema: HaJMIPHO BHUCOKHMM IOPIr BXOJY JUIi HOBAYKIB, BIJACYTHICTb
ajiarnTarii 17 MEHII JIOCBIAYEHUX IPaBIIiB, @ TAKOXK OJHOMAHITHICTh IrPOBUX MEXaHIK
ab0 3aHA/TO CKJIAJHA HaBiraumis B irpoBomy cBiTl. ToMy mocrae notpeda CTBOPEHHS
HOBOI'O IIPOrPaMHOT0 MPOAYKTY, IO TO€AHAE TJIMOMHY IrpoBOro IpoLecy 3
JOCTYITHICTIO Ta IHTYiTUBHO 3p03YMIJIMM KE€PYBaHHSIM.

MeToro Ipo€eKTy € po3poOKa Habopy IrPOBHX PiBHIB y skaHpi Souls-like, ski:

a) 30epiratoTh KJIIOUOBI PUCH KaHPY: BUCOKY CKIIAJHICTh, HEIPSIMUI HApaTUB;

0) BHUKOPHUCTOBYIOTh aJalTHUBHI 3acO0M JU3aliHy, 110 JOMNOMAaraioTh HOBHUM
I'paBLsIM [TOCTYIOBO 3aHYPIOBATHUCS Y CBIT I'PH;

B) MalOTh YHIKaJbHUN BI3yalbHUI CTHJIb, 0AraTOPIBHEBY CTPYKTYPY JIOKaLllid,
aTMoc(epHe OCBITIICHHS Ta CAyHATPEKH, [0 MiJCHIIOIOTh 3arajibHe BPayKEHHS;

r) mependayaroTh OalaHC MK BHUKJIMKAaMU Ta HaropojJamu, 3a0e3rneuyioyu
MOYYTTS 3aI0BOJICHHS TICJISI TOAO0JaHHS CKIIAHOIIIB;

1) TOTTyCKAIOTh MOYJIMBICTh JJOTIOBHEHHSI 1 PO3IIUPEHHS Y MaillOyTHHOMY.

[TpoekT (hoKyCyeTbCsl Ha CTBOPEHHI SIKICHOTO ITPOBOTO CEPEAOBUINA MLIIXOM
noOyI0BH apxiTeKTypu piBHIB [4], HanamTyBaHHS JIOTIKM B3a€MOJIil, 1HTErparii
3BYKOBHX Ta Bi3yaJlbHUX e(eKTiB, a TakoX BukopuctanHs Blueprint-cuctemu s

peaizalii MoBeaIHKH €JIEMEHTIB OTOYCHHS, IO Ta TPUTEPIB.
1.3.1 [{inmpoBa ayuTopis

OCHOBHOIO IIJILOBOIO ayTUTOPIEI0 CTBOPIOBAHOTO IrPOBOTO 3aCTOCYHKY € JIFO[TH,

SKI:
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a) BXKE 3HaloOMi a0o IiKaBIAThCs jxaHpoM Souls-like 1 mparHyTs oTpumaru
HOBUM ITPOBUI JTOCBII;

0)  BiOAAOTh MepeBary CKIAJAHUM IrpaM i3 BUCOKHM PIBHEM BHKIIHKY, JI€
pe3ybTaT 3aJICKUTHh BUKIIOYHO B HABUYOK TPABIIS;

B) XOUyTh BITIYTH aTMOC(hEpy MOXMYypOro, MiCTUHYHOTO irpOBOr0 CBITY, B
SIKOMY CIOKET PO3KPHBAETHCS YEPE3 CEPEAOBUIIIE, MITKA3KU Ta CIIOCTEPEKECHHS,

r) MaTh MOXJIMBICTh MPUIIATH T'pl TOMIPHY KIUIBKICTh Hacy, aje
OYIKYIOTh BiJ HE IITMOOKOTO 3aHYPEHHS;

A)  HE INyKalOTh INBHJIKHX TIIEPEMOr, a HATOMICTh HAacCOJIOKYIOThCS
CKJIQJHUM, aJie CIIPaBEUIMBUM TeUMILICEM;

e) 3aIliKaBJ€Hl B 1HJI-MPOEKTAX, JI€ BIAYYBAETHCS ABTOPCHKUU MiAXIJ 10
JU3aiiHy, My3UKH Ta MOOY/I0BU CBITY;

k)  mepeOyBaroTh y BikoBii kareropii 16—40 pokiB, ik 4OJOBIKH, TaK 1 JKIHKH;

) TOTOBI J0JIaTU TPYAHOIII1, BAMTUCH HA MMOMUJIKAaX 1 MOCTYIIOBO PO3BUBATU
HABUYKH Y TPI.

Takum 4YMHOM, 3aCTOCYHOK CIPSMOBAHUIN HE JIUIIE HA BY3bKY HIIITY TeMMEPIB, a
Ha IIMPOKY ayJIUTOPil0, sIKa MparHe Outbll TIuOOoKuX irpoBux emouii. Lle qo3Bosse
JOCSITTU BUCOKOT 3aJIydeHOCTI KOPHCTYBauiB, CHOPMYBATH AaKTHUBHY CHUIBHOTY

HABKOJIO TPU Ta 3a0€3ME€YUTH JOBIOTPUBAITY aKTYaJbHICTh ITPOEKTY.
1.3.2 Moneru3zaris

EdexTuBHa cTpateris MOHETH3AIll] € KIFOYOBUM aCHEKTOM YCIHIIIHOTO BUITYCKY
Oyab-SIKOTO ITPOBOTO MPOTPAMHOTO 3aCTOCYHKY. BpaxoByrouum >kaHp Tpu Ta
0COOJIMBOCTI IITTLOBOT ayAMTOPIi, KA IIHYE SKICHUN ITPOBUH TpoIiec 0e3 HaB A3TMBUX
oOMe)XeHb, MOHETH3AIlll MOBUHHA OyTH HEHaB’SI3JIMBOIO, MPO30POI0 Ta E€THUYHOIO.
Metoto € gocsrHeHHS (DIHAHCOBOI CTAaOUTBPHOCTI TPOEKTY ©O€3 MOTIPIICHHS
KOPHCTYBAIbKOTO JOCBIJY.

3anpornoHoBaHa MOJIeJIb MOHETH3AII1 BKIIIOUYAE JEKIJIbKA HAMPSMIB:



16

a) npsima kymiBisg rpu (Premium Model) — kopuctyBadi ogHOpa30BO
CIJIaYyIOTh (PIKCOBaHY BapTICTh 3a MOBHUW JOCTYyH A0 Tpu. Takui mmiaxif
BiNOBimae ovikyBaHHAM ayautopii Souls-like irop, sika 3a3Buuaii Hamae
nepeBary MoBHOI[IHHOMY MPOAYKTY 0e3 MiKpOTpaH3aKIliH;
0)  posmupenns koHTeHTy (DLC) — y MaiiOyTHOMY MOKYTh OYTH 10/aHi
IUIaTHI JOMOBHEHHSI y BUIJISIII HOBMX JIOKAIil, 0OCIB, 30pOi UM CHO)KETHHUX
posraiyxeHsb. Lle 103Bosisse MiATPUMYBATH THTEPEC TPABIIB MICIIS 3aBEPILICHHS
OCHOBHOI KaMITaHii;
B) KOCMETUYHI MPEeIMETH — JIOJATKOB1 CKIH-TTaKH JJI IIepCOHaXa 4u 30poi,
10 HE BIUIMBAIOTh Ha OajaHC TpU, MOXKYTh OyTH 3alpOTIOHOBaHI Yy BUTJISII
ONIIIOHAJIbHUX MOKYINOK. TakuM YHMHOM TpaBll OTPUMYIOTb MOXIIHUBICTh
IepCcoHaII3yBaTH CBIM JIOCBIJ;
r) ¢b13uuHi BUgaHHA a00 Mep4d — Yy pasi YCHINIHOI MOMYJISPHOCTI Tpu
MOXJIMBA peaizallis OpeHI0BaHOI MPOAYKIIii: (pyTOOJOK, MOCTepiB, apTOYKIB,
(bIirypok nmepcoHaxiB TOIIO;
) m1aThOpMH PO3MOBCIOKEHHS — rpa Oyje MOmMpoBaTHCh yepe3 Steam
abo aHanoriyHi uu@posi miaTopmu, sKi 3a0e3MeUyroTh 3pYYHHH Crocio
OTLJIaTH, CUCTEMY BIITYKIB, TOCATHEHB Ta 1HIII (PYHKITT 715 TATPUMKH aKTUBHOT
ayuTopii.
Takum ynHOM, MOHETH3AITIS Oa3yBaTUMETHCA HE Ha IMITYYHUX OOMEXEHHIX a00
pay-to-win mexaHikax, a Ha CTBOpPEHHI JOJATKOBOI I[iHHOCTI s TpaBiiB. Lle
JI03BOJIUTH 30€perTy JOBIPY CHIIBHOTH, MATPUMYBATH SKICHUI pO3BUTOK MPOEKTY Ta

3a0e3MeunT! CTINKUM (h1HAaHCOBUI MPUOYTOK.
1.4 BusiBnenHs npoo6yiem

[Ticns aHamizy icHyrouux irop y skanpi Souls-like MorxHa BUILINTH SIK TIepeBary,
TaK 1 HEIOIIKUA KOKHOTO MIPOEKTY, IO TO3BOJISIE BUBHAUYUTH aKTyallbHI MPoOIeMu, SKi
CJIi BpaxyBaTH IiJ] 4ac pO3pOOKH HOBOTO IPOBOTO 3aCTOCYHKY.

a) wiocu rpu «Dark Souls 11»:
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1) BHCOKAa CKJIAMHICTH Ta OOHOBa CHCTEMa, SKa MOTHBYE TPaBIIs
BHBYATU BOPOTIB 1 BIOCKOHAIIOBATH CBOi HABUYKH;
2) rmboka MioJoris Ta CIOKET, IO PO3KPUBAETHCA dYepes
HaBKOJIMIIIHIHN CBIT 1 IETAII;
3) atMoc(epHMI JW3aiiH pIBHIB, J€ KOXXHA JIOKAIlisl BI3yaJIbHO
yHIKaJbHa 1 JIOTIYHO MOB’sI3aHa 3 1HIINMHU.
0)  wminycu rpu «Dark Souls IH1»:
1) BiJICYTHICTh TOBHOIIIHHOTO HABYAJIBHOTO PEXHUMY abo0 ITiIKa30K
JUTSl HOBAUKIB, 110 CTBOPIOE MOPIT BXOAY;
2) iHTepdeic 1HBEHTapsh TNEPEBAaHTAXKEHUM 1 HE3pYyYHHH IS
IIBUJKOTO KEPYBAaHHS M1 yac 0010;
3) HEJ0CTaTHHO PO3BMHEHA CHCTEMA JIOKAI3allli 17151 IEIKUX MOB, 1110
YCKJIQJHIOE PO3YMIHHSI CIOKETY TPABIIMU 3 1HIIKUX PET1OHIB.
B)  mmocu rpu «Lies of P»:
1)  Bi3yanpHO cyyacHa rpadika 3 4iTKOIO JIeTalli3alli€l0 OTOUYCHHS Ta
NEPCOHAXKIB,;
2)  THydYKa CHUCTEMa amnrpeuiB 30poi Ta MeXaHik 000, sKa J03BOJISIE
allanTyBaTH CTUJIb TPU MiJ] ceOe;
3) OUIBII JPYXHINA MIAX1A 10 TPaBLsl Yyepe3 JOCTYIHY HaBIraliio Mo
PIBHSIX 1 3p0O3yMLJI MICIi.
r) minycu rpu «Lies of P»:
1) oOMe’KeHa BaplaTUBHICTh BOPOTiB HA MOYATKOBHX €Tanax rpu;
2) nesKl aHiMamii OOl BHUIVIAAAIOTh IOBUIBHHUMH, III0 MOXKE
MPU3BOJUTH 10 AUCKOMMOPTY B yIPaBIiHHI;
3)  dac 3aBaHT@XEHHS MK JIOKAIisIMM 1HOAI HAATO MJOBIHM, IO
NepEepUBaAE PUTM TPH.
KpiM mOpiBHSHHS ICHYIOUHX 1rop, OyJIO BHSBJICHO NpOOJIEMH, SIKI 4acTO

3YCTPIYArOTHCS CEPEI TPABIIIB KAHPY:
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a) CKJIQIHICTh 1HTEepQEICy I HOBAUKiB, IO 3HIKYE MPUBAOIUBICTH TPU

JUISL TITUPIIIOT ayIUTOPIT;

06)  HemocTaTHs onTHMI3allis NPOAYKTHUBHOCTI Ha cepeanix IIK, mo poburts

TPy HEAOCTYITHOIO JJI YACTUHU TMOTCHIIIMHUX TPABIIiB;

B) BIJICYTHICTh BHYTPIIIHBOITPOBUX HaragayBaHb a00 JOMOMOTH, sSiKa MOTJja

0 MOJIETIINTH TPOXOKEHHS HOBUM KOPHCTyBadaM;

r) nepeBanTaxkeHictb HUD (inTepdelicy rpaBiis) 3aifBoto iHGopMaIriero mig

gac 6010.

BusiBieHi HeNONIKM CTaHyThb OCHOBOIO sl  (OpMyBaHHSI BHUMOI JI0
(GyHKIIIOHATBFHOCTI HOBOi Tpu. MeToro € CTBOpEeHHS OallaHCy MDK CKJIAJIHICTIO,
TNIMOMHOI0 CIOKETY Ta 3pPYYHICTIO BUKOPWUCTAHHS, IO JO3BOJUTH 3alyuUTH SIK

JIOCBIJJYEHUX TPABIIB, TaK 1 HOBAUKIB.
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2 ®OPMYBAHHS BUMOTI 1O MIPOI'PAMHOI CUCTEMU

[Tincucrema piBHIB y MeXaxX IrpoBOro 3acTOoCyHKy B skaHpi Souls-like
BIJIMIOBITa€ 3a MOOYJOBY Ta CTPYKTypyBaHHS IrpoBHX JIoKarii [5], 3abe3neueHHs
aTMocepr Uepe3 3BYKOBUM CYIPOBIA, OCBITICHHS, pPO3MIMIEHHS OO0'€KTIB Ta
OpraHizallilo TeMMIIIeHHOT B3a€MO/IIT B MeXaX KOHKPETHOTO TPOCTOPY.

OyHKITIOHATHHI BUMOTH:

a) mijicucTeMa Mae 3a0e3nedyBaTH KOPEKTHY poOoTy OararopiBHEBOI

CTPYKTYpH JIOKAIlIH y MekKaX CIIEHApIt0 3 JTIHIMHUM MPOCYBaHHSIM I'paBIid,;

0)  piBHI MalOTh MICTUTH KOHTpoOJbHI Toukm (Checkpoints) Ta moriky

akTuBarlii 30 (trigger-3oum);

B) MIITPUMKA 1HTErpaiii 3 ayaio- Ta Bi3yaJIbHUM O(OPMIICHHSIM Yepe3

cuctemy Blueprint;

r) 3BYKOBHH CYNpPOBiJ PIBHIB Ma€ 3MIHIOBATHUCS JUHAMIYHO 3aJIeKHO BiJI

3ouu Ta noii (ambient, battle, special zones) [6];

) BCl €JIEMEHTH PIBHS MOBUHHI OYTH ONTHMI30BaHI MiJ Pi3HI rpadiyHi

HaJallITyBaHHS Ta 30epiraTh Bi3yaJbHY IUIICHICTh Ha CEpeAHIX 1 BHCOKHX

napameTpax rpadiku;

e) peasizallisi OCBITJIEHHS TOBUHHA BIAMOBIIATH XYI0KHHOMY CTHIIIO TPH Ta

MIATPUMYBATH aTMoc(epy BIAMOBIIHO 10 HAPATUBY.

HedynkiionanbHi BUMOTH:

a) NiJCUCTEMA NOBMHHA OyTH ONTHMIi30BaHa Uil CTaOLIBbHOI pOOOTH TIPH

po3ainpHUX 31aTHOCTAX Big 1280%720 mo 3840%2160;

0) uac 3aBaHTaXEHHS OKPEMOTro piBHS HE MOBUHEH mepesBuiryBatu 90

CEKYH/I Py BUKOpHUCTaHHI SSD;

B)  yci Jokarii MarwTth Oyt cymicHi 3 cuctemamu Windows 10+ ta Linux

(stmpo 5.0+), a Takoxk i3 pymriem Unreal Engine 5;

r) HNIATPUMKA KOPEKTHOT'O BiIOOPa)KEHHs CBITJIA, TIHEW 1 MICas100poOKH

(post-processing) 6e3 3HWKEHHS MPOJAYKTHBHOCTI Ha CEPEIHIX KOH(Iryparisax

IK.
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TexHiyH1 BUMOTH 10 amapaTHOTO 3a0e3MeueHHs:
a) MiHIMaJIbHI:

1) [Tporecop: Intel Core i3-7100 a6o anaor;

2) O3II: 8 I'b;
3) Bimeokapra: NVIDIA GTX 750 Ti abo aHamor 3 MmiITPHMKOIO
DirectX 11;

4)  Huck: 20 I'b (SSD 6axano);
5) OC: Windows 10 / Linux (KDE a6o GNOME).
PexomeHn1oBaHi:
0)  mporecop: Intel Core i5-9600K a6o AMD Ryzen 5 3600;
1) O3II: 16 I'B;
2) Bingeokapra: NVIDIA GTX 1660 a6o AMD RX 590;
3) SSD-HakonuuyBay 000B'SI3KOBUI;

4)  OC: Windows 11 a6o aktyanbHa Bepcist Linux.



21

3 APXITEKTYPA TA IIPOEKTYBAHHS ITPOT'PAMHOI'O
SABE3IIEYEHHSA
3.1 UML npoexryBanns I13

[Tepen moyatkom po3poOku HaOOPy piBHIB y xkaHpi Souls-like Gyno Bu3HaueHo
OCHOBHI (YHKIIIOHQJIBHI CIIeHapii B3aeMOJIi TpaBIll 3 ITPOBUM CEPEIOBHIICM.
Oco0nuBy yBary MpHAUIEHO TOMY, SIK TPaBellb MEPECYBAETHCS MO PIBHSIX, aKTHBYE
1o1ii, B3aeMoIi€ 3 00'€eKTaMi OTOYCHHS, Pearye Ha BUKIMKHU Ta MMOCTYIIOBO PO3KPHUBAE
atMocdepy cBiTy. Ha 0cHOBI 11bOT0 aHamizy 0yJio MoOy10BaHO JiiarpaMy IpereeHTIB
(Use-case miarpamy), sika BiioOpakae KJIFOYOBI CITIOCOOH B3a€MOII1 IPaBIIs 3 IrPOBUMH

eJIeMEHTaMU piBHs (IuB. puc. 3.1).

PieeHb Tutorial

Minibpatwn 36pot
<<iﬁqcflude>>“

o Baaemopia 3 ob’ektom
MoABa Ha pieHI

"Tutorial"

Lt <<extend=> .
<<include>> extend <<extend>>

N

[paBelb

enenopT Ha HacTYNHWUA
piBeHs - "Hub"

{_::extend:;;
3HaiTU BXIA B Nnedepy &7

<<includes>

<<include=>

[Nepemorti Bopora
cKeneta

Pucynok 3.1 — Use-case niarpama B3aeMojIii KOpUCTyBaya 3 IpOI0 Ha PiBHI

Tutorial (miarpaMa BUKOHAHA CAMOCTIHHO)

Y Mexax peani3oBaHOI MIJCUCTEMH KOpUCTyBad (TpaBellb) Mae 3MOTy

MPOXOJUTU TyTOplaJbHUN PiBEHb, BIJIKPUBATH HOBI IrpoBl 00JACTi, aKTUBYBATH
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KBECTH, mepemaraTd 00cCiB, OTpuMyBaTH Haropoau Ta B3aemofistd 3 NPC y xa6-
nokamisx. KoxxHa jis akTuBye€ MeBH1 MO11 y T'pi, 110 CYNPOBOHKYIOTHCS 3MIHOIO CTaHy
IpH, Bi3yalbHUMH e(peKTamMu ab0 3ByKOBHM CYIPOBOJIOM.

3aBmaHHsS y TPl YMOBHO TOJIUJICHI HA OCHOBHI Ta A0/aTKoBi. OCHOBHI 3aBIaHHS
BI/IMOBIAIOTh 32 OCHOBHY CIOXKETHY JIIHIIO, TOJA1 SIK JIOJATKOBI — 3a PO3IIMPECHHS
IrpOBOTO OCBIY Ta OMI[IOHATBEHI BUHATOPOIH.

Jlns 3a0e3nedeHHsT B3aeMOJIIi MK KOMITIOHEHTaMH ITIJICHCTEMH Ta IrPOBHM
pymiem Unreal Engine BukopucToBYrOTBCsS Bi3yanbHi ckpunta Blueprint, sxi
JIO3BOJIAIOTh PEaTi30BYBaTH JIOTIKY B3a€MOJIIi, KEPYBaHHS MOJISAMH, aHIMAIlisIMU,
3ByKaMH Ta MOBEAIHKOIO 00'ekTiB. Takuil miaxia A03BOJISE MIBUAKO CTBOPIOBATH Ta
TECTYyBaTH MEXAaHIKM B MEXKaX KOHKPETHUX pIBHIB, 30CEpPE/KYIOUM yBary Ha
reiimaun3aiiti, atMocdepi Ta CTPyKTypi OTOUEHHS.

OmHuM 13 BaXKIMBUX €JEMEHTIB 3aHYpPEHHS B ITPOBUU CBIT € 3BYKOBE
opopmrnenHs. g JOCATHEHHS aTMOC(EPHOCTI B Tpl peandi3oBaHO CHUCTEMY
OTOYYHOUHX 3BYKIB 3a qormomororo Blueprint-noriku pymrist Unreal Engine 5 [7].

3BYKH, SIK-OT TPICK BOTHIO, I'yJl IOPTalLy abo0 IIENECT BITPY, AKTUBYIOTHCS MPHU
BXOJI1 TPaBIIs B CHEIiaIbHO CTBOPEHI 30HH 3 BUKOpHUCTaHHsIM T rigger Box. [{ns moro
crBopeno Blueprint-o0’exT, 1110 pearye Ha mojiro BXOAy rpaBiisd g0 30HU. [Tpu BXOoi
3aITyCKAa€EThCS 3BYK, SKUH aBTOMATUYHO 3YITUHSETHCS MPY BUXO/ 3 TPUTEPA.

Ha puc. 3.2 mokazano ¢parment Blueprint-peasnizamii J0riKd BiATBOPEHHS

3BYKY IOpTaJy.
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Pucynox 3.2 — Peasnizariis 3amycky 3ByKy NOpTajly py BXOi rpaBist y Trigger Box

(BukoHaHO camocTiiHO B Blueprint)

AHanoriyHa Jjorika BUKOpPUCTaHa JUIsl peaji3alii IHIIUX 30H 3 YHIKaJIbHUMU
OTOYYIOUMMH 3ByKaMH, 110 JO3BOJISIE€ CYTTEBO MIABUIINTU PIBEHb 3aHYPEHHSI IPABLIS B
atMocepy rpu. Takuii miaxig 3abe3nedye THYyYKE HaJAlITYBaHHS 1 IIBUIKY

IHTErpallio ay/1i0-KOHTEHTY 0e3M0CePEeHBO 3 PeAaKTOpa.
3.2 IlpoextyBanns apxitekrypu 113

ApXiTeKTypa MpOTpaMHOrO 3a0e3MeueHHs TPU € KPUTHYHO BAXKIUBOIO IS
3abe3reueHHs cTablIbHOT poOOTH, MacIITAOOBAHOCTI Ta JIOTTYHOI IIJTICHOCTI MPOEKTY.
VY mexax ctBopeHHst rpu B xkaHpi Action RPG, mimxanpy Souls-like, apxitekrypa I13
Oyna CIpo€eKTOBaHa 3 ypaxyBaHHSM BHUMOT JO CKJIQJHOTO TEeHMIUICIO, HEIiHIIHOTO
JM3aifHy PiBHIB, CHCTEMH 3aBJaHb Ta aIalITUBHOI B3a€EMO/II1 3 TPaBIIEM.

bazoBoro miardopmoro st po3pooku Buctymnae Unreal Engine 5, sxuit Hamae
MOTY>KHI 1HCTPYMEHTH JUIsl CTBOPEHHSI I1HTEPAKTUBHUX CEPEAOBMIL Ta IrPOBUX
MexaHik. OCHOBHa peai3ailis JOTIKH 3JIMCHIOETBCS 3a JOTMOMOTOK CHCTEMH
Bi3yasibHOTO TiporpamyBanHs Blueprints [8], 1o mo3Boisie rHy4KO MPOEKTYBATH MO/I1,

B3aeMOJIi Ta TOBEAIHKY 00’€kTiB. Takuil miaXxin € 0coOIMBO e()EKTUBHUM JIsI
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CTBOpPEHHS PIBHIB, /¢ Ba)JIMBAa MIBUAKA I1Tepallis, XyIOXHIH KOHTPOJb Ta TOYHE
HaJIAITYBaHHS aTMOC(epHr CIICHH.

ApXITEKTypa I'py € MOJIyJILHOIO 1 BKITFOYAE TaKi OCHOBHI KOMIIOHEHTH [9]:

a) cucrema piBHiB (Level System) — BianoBiiae 3a 3aBaHTaXSHHS, TIEPEXiJ,

HIMami3amilo Ta HaJalmTyBaHHSA  cepenoBulll rpu. KoxkeH piBeHb

MPEACTABIICHUA SK OKpeMa CIleHa 3 BJIAaCHUMH TpHUTEpaMH, IapaMeTpamu

OCBITJICHHS Ta TIOBEIIHKOIO 00'ekTiB. Jlorika mepexomay MiX pPIBHIMHU

pealli3oBaHa Ha OCHOBI MOJIIN Ta MEPEBIPKM BUKOHAHUX 3aB/aHb.

0)  iuTepdeiic rpasus (Ul System) —skimodae crmmBaroui ¢pasu mpu

maiorax 3 NPC, a takox nigkasku. Ul oHOBITIOETHCST IMHAMIYHO 3aJI€KHO B1J

CTaHy TpaBIs 1 MOTOYHUX MOIIH.

B) NPC Controller — cnemiansHuii Ki1ac, 10 KEPye MOBEAIHKOIO HEIrPOBUX

NEPCOHAXIB, Y TOMY YHCII IXHBOIO PEaKIi€l0 Ha MOJii, JlajioraMu, 3MIHOIO

MOBEJIIHKY MiCJIsI BAKOHAHHS TIEBHUX 3aB/IaHb.

ApxiTekTypa nmoOy0BaHa 3a MPUHIMIIAMA HU3BKOTO 3B’SI3yBaHHS Ta BUCOKOI
Koresii, 10 JT03BOJIs€ 3MiHIOBAaTH a00 BAOCKOHATIOBATH OKPEM1 KOMIIOHEHTHU Tpu 0€3
BILJIMBY Ha 1HIII.

Ha pucynky 3.3 HaBeaeHO 3arajlbHy CTPYKTYpHY CXE€MYy apXITEKTypHU

M1JICUCTEMU PiBHIB.
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Fracture System

GameFrame

1 Tutorial ---5

Audio System

Game Engine

I

=

=

ry
|
1

------ Level * {Unreal Engine) ﬁ—!‘

Light System

Player

*

Skeleton cutcombs

Sy gy

4 Sceleton Boss — NPC 1

Trade System

Dialog System

Pucynok 3.3 — 3arajiibHa apxiTeKTypa MiICHCTEMH PIBHIB (BUKOHAHO

CaMOCTIIHO)

3aBasku oOpaHoMy miaxoxy apxitektypa [I3 mo3Bosisie 3a0e3neunTd K
cTabuIbHy poOOTYy Wi Yac TeMMIUIel0, TaK 1 3pYyYHICTh MOJAJIBIIOTO PO3IIMPEHHS
dbynkuionaasHoCTi. Ile 0co0mMBO BaXIWMBO A peantizailii piBHIB 1 3aBAaHb, SKi

BIJIIFPAIOTh KIIFOUOBY pOJib Y TOOYZIOB1 HAPATUBY I'PU Ta B3AEMO/IIT 3 TPABLIEM.
3.3 Peamizaris irpoBux mosin

OpHi€ero 3 KIIOYOBUX MOJINA Y MPOEKTI € TepemMora Hajx 00coMm, MICIS 40To
aKTUBYETHCS TOPTaJI, IO JO3BOJISE MEPEUTH 10 HOBOro piBHSA. [l peamizamii miel
joriku BukopuctoByBanucs Blueprint-u 8 Unreal Engine.

Y Blueprint mepconaxa-6oca Oysi0 J0JaHO JIOTiIKYy, SKa TpPU JOCATHEHHI
HyJb0BOTO piBHS 370poB’s (0 HP), BukiMKae momiro akTUBAaIil mOpTany (IUB. pUC.
3.4).

AKTHBAIlIA TOPTATy peali3oBaHa HACTYITHUM YUHOM:

a) nopTaja 3a 3aMOBYYBaHHSIM NPUXOBaHWi Ta HeakTuBHHUI (Set Actor

Hidden in Game, Disable Collision);

0) TIiCJIs MOl cMepTi 60ca BUKOHYETHCS JIAHIIFOT HOJI:
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1)  Get Actor of Class — Tlopraur;
2)  Set Actor Hidden in Game — false;
3)  Set Actor Enable Collision — true;

4)  Play Sound at Location — 3amyck 3ByKy aKTHBAIIii IOPTaTy.

Interact Collision

¥ Get Boss List ltem J Set Visibility J Set Collision Enabled

€ Event BeginPlay 0 Parent: BeginPlay g
»P— > =D D ——— »P—»
Target Defeated? Target Target
Boss Name New Visibility New Type

Propagate to Children

3+ Select

False Return Value

True

Pucynok 3.4 — Blueprint yorika akTuBariii mopraiy mcis cMepTi 6oca

(BUKOHAHO CAMOCTIIHO)

Lel miaxig A03BOJIAE peani3yBaTd ITPOBY JIOTIKY BHUKIIIOUYHO 32 JIOMOMOTONO

Bi3yaJIbHOTO CKpUNTUHTY B Blueprint-cucremi.
3.4 Ilpuknanu HANIIKABIIIUX aJTOPUTMIB Ta METO/IIB

[Tix yac po3poOKH Irpu BaXKJIMBUM €TAIOM € CTBOPEHHS Ta IHTErpallis miACUCTEM,
110 3a0e3MeuyroTh (PYHKIIIOHYBaHHS OKpeMHUX piBHIB. [0 TakuX MiICHCTEM HAJIEKaTh:
CHUCTE€Ma 3BYKOBOTO CYIPOBOIY, MEXaHI3MHU aKTHBaIlll MOAiN, JOrika B3aeMOii 3
00’e€KTaMU CepeloBHINa, Tepexiy MK piBHAMU Tomo. KoxkHa 3 HHUX MIACUCTEM
peari3y€eThcs 3 ypaxyBaHHSM BHMOT JIO ITPOBOTO JU3aiHY, TEXHIYHOT €()eKTUBHOCTI
Ta 3py4YHOCTI MOAM(IKAILII].

VY 1poMy po3iTi PO3TISHYTO MPUKIAIN pealizallii OKpeMUX MiJICUCTEM PIBHIB

3 BUKopucTaHHsM incTpymenTiB Unreal Engine, 3oxpema cucrem Blueprint.
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3.4.1 Peamnizaris BiqTBOpeHHS (POHOBOT MY3HKH B IIECHTPATbHOMY Xa0i

OnHuM 13 BaXKJIMBHX €JIEMEHTIB peaiizalii MiJCUCTEeMH PIBHIB € CHCTeMa
BiATBOpeHHs (JOHOBOI My3HKH B LieHTpanbHoMy Xabi rpu [10]. Ii ocHoBHa MeTa —
3a0€3MeUYCHHS] HAJIEKHOTO 3BYKOBOTO CYIIPOBOMY, SKHM crpuse (OpMyBaHHIO
BIIMOBIAHOT aTMocdepu IrpoBoro mporecy. s peanizaiii gaHoro MexaHizmy OyJu
BUKOpucTaHi iHcTpyMeHTH Sound Cue Ta Blueprint, mo BxomsaTe 10 ckiamy pymris
Unreal Engine.

Y Blueprint-aktopi, po3MilieHOMy B MeKax IIEHTpaJbHOro xaly, OyJio
peali3oBaHo JIOTIKY, KA pearye Ha MosBY rpaBIis B MEBHIN 30H1 (IUB. puc. 3.5):

a) Bukopuctano kommoneHT Sphere Collision, skuit 00pobise momit0

OnComponentBeginOverlap;

0) iCJIs BUSIBIICHHS TpaBIls 3a gornomororo By3ia Cast To PersonCharacter

BiJI0YBAETHCS 3aMyCK ayJ10KOMIIOHEHTA;

B) i1 YHUKHCHHS MOHOTOHHOTO 3BYYaHHS MY3HWKa PO3MOYUHAETHCS 3

BUIIAKOBOIrO MOMEHTY 3a jgoromoroio By3ia Set Float Parameter — Random

Float in Range.

F Play

<> On Component Begin Overlap (SphereCollison) b* Cast To BPLMC_UI
» » s o
Overlapped Companent Cast Failed [ Target
Other Actor s BPI MC Ul O» " o Start Time
Ambience Sound
Other Comp

f Random Float in Range

min [0,0]  ReturnValue

Sound Cue Target Duration Max

Pucynoxk 3.5 — Jlorika B Blueprint qyis aktuBaiiii poHOBOT My3HKH i1 4ac

BXOJTy TPaBIIsl 10 30HU (BUKOHAHO CaMOCTIIHO)
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BinTBopeHHsT 3BYKy 3IiHCHIOETBCs uepe3 cucremy Sound Cue, y skid
peali30BaHO MIKIIyBaHHS Ta BUMAJAKOBUM BHOIp MYy3WYHUX (parMeHTIB (JIUB. pHC.
3.6):

a) OCHOBHI 3BYKOBI JJOPI)KKH 00’ €THYIOTBCS 3a JIONOMOTOr0 By3sia Mixer;

0) 1HII TpeKH BUOUPAIOTHCS BHUIIAJKOBUM YHHOM 3a JOMOMOIOI0 BYy3ja

Random;

B)  pe3yibTaT MepenaeThcs uyepe3 BHUXiTHUN By3oi Output mo 3BYyKOBOTO

KOMITOHEHTA, SIKHI BIATIOBITA€ 3a BiATBOPCHHS.

Looping Wave Player : magical-travel
Output @ —__
Output @  —_
Add input ®

Loopiﬂ&Wave Player : magic<objje7c!-rﬂoating

Ve
output @

Looping Wave Player : pianomotive-piano-only . - Output @

output @ > Add input ®

—_—
Looping Wave Player : the-last-souls-way

Output @ —~

Pucynok 3.6 — Ctpykrypa Sound Cue st peaizariii OHOBOI My3HKH

(BUKOHAHO CAaMOCTINHO)

3aBasgkM Takid peanizalii 3a0e3NneuyeTbCcsl BaplaTUBHICTh 3BYYaHHS Ta
YHUKHEHHS TOBTOPIOBAHOCTI, IO TMO3UTWUBHO BIUIMBAE€ Ha 3arajbHE CIPUHHATTS
IrpoBOrO cepenoBuina. Bes morika peanizoBaHa 3aco0aMu Bi3yaJIbHOTO CKPUIITHHTY,

10 Bi/ANOBiIa€ 0OpaHiil apXiTEKTYypl MPOEKTY.
3.4.2 Peamizais cucrtemu miaiory 3 NPC

VY Mexax po3poOKu irpoBoi JIOTIKM OyJ0 peani3oBaHO CHUCTEMY O3BYYEHOTO
nianory 3 NPC, 110 akTuBy€eThCS ITpU HATUCKAaHHI FPpaBIEeM KiaBili E y 30H1 B3aeMozii.

Takuii miaxig A03BOJIIE CTBOPUTH OUTHIN TIHMOOKE 3aHYPEHHS B CIOKETHY CKJIQJIOBY
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IpY, 30KpeMa, B JTaHOMY BHIaaKy — MoTuBauiiiHe 3BepHeHHs NPC mo rpasus i3
3aKJIMKOM CITyCTUTHCSI B KATAKOMOM.
Jlorika B3aemoJIii 31 CTOpOHM TpaBIs peamizoBaHa y Blueprint-i nepconaxa
HAaCTyHUM YMHOM (AuB. puc. 3.7):
a) MiCJI HaTHCKaHHS KiaBimn E 31iMCHIOEThCS MOIIYK yCiX 00’€KTiB, sKi
nepeOyBatoTh y 30HI nepekputts (Get Overlapping Actors), i3 ¢inbrparieto 3a
kiacom SevorogNPC;
0)  maimi 3amyckaetbes muki For Each Loop, y skoMy Jutsl KOXKHOTO 00’ €KTa
nepeBipsaeThes, un peanizye BiH iHTepdetic BPI Dialogue;
B) SKIO 1HTepdelic peanizoBaHo, BUKIHKaeThes GyHkiisa Talk, 1o iHiriroe

JaJIoT.

Tk

i 6 For Each Loop L 1 Branch

pping Actors

{ J Does Object Implement Interface
Overlapping Actors
Return Value

Pucynok 3.7 — Blueprint norika 3amycky moHosnory NPC npu HatuckanHi

KJaBin E rpaBiem (BUKOHAHO CaMOCTIHHO)

Jlorika 3i croponn NPC peanizoBana y Burisaai ¢yukmii Talk, mo € yactiuHOO
inTepdeiicy BPI Dialogue. ¥V Blueprint-i NPC nependaueHo Taki 3MiHHI:

a) Dialogue — macuB TekcToBuX (pas;

06)  DialogueSounds — macuB BianoBigHUX ayaiodaiiB 1jIst KOXKHOI Gpasu;

B) Ul — mocunanHs Ha eeMeHT iHTepdeicy, yepes3 IKUil BABOJAUTHCS TEKCT;

r) Talkindex — w4mcrmoBa 3MiHHA, IO BHU3HAYA€E IMOTOYHY (Qpaszy s

BIITBOPCHHS.
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[Tpu Buknuky Qynkuii Talk BuUKOHy€eThCs Taka MOCTiIOBHICTB Aiif (ITUB. puc. 3.8
—3.10):

a) nepeBipKa HassBHOCTI HACTYIHOI (ppa3u y MacuBi,

0)  BUBIJ BIOIOBIAHOTO TEKCTY Ha eKpaH uepe3 enemeHT Ul;

B)  IporpaBaHHs BiAMOBiAHOrO aymiodaiiry 3 macuBy DialogueSounds;

r) 30inpmenns 3HaueHHs Talkindex mist mepexomy o0 HACTYIHOI pEeILTiKH

I1]T 9ac HACTYITHO1 B3a€MOIIi.

© Event Talk

:“ Branch GET
» True p ———P Is Valid [

Condition False [p Is Not Valid [p— ——

N

Talk Index @ ul

"F Remove from Parent
Talk Index @ Ia €
b D

-

e ——= LENGTH

Pucynox 3.8 — Blueprint morika NPC, 1110 BiinoBiiae 3a nporpaBaHHs peruiik

Ta ayaio. Yactuna 1 (BUKOHAHO CaMOCTIMHO)

)
- J Add to Viewport L-'-_
I Create WE Dialogue Widget Target i Mid

Return Value U Target

" Get Player Controller IgHE

O Player Index |T| Return Value Owning Player

Pucynok 3.9 — Blueprint norika NPC, o BiamnoBiga€e 3a mporpaBaHHs PEILIiK

Ta aynio. YactuHa 2 (BUKOHAHO CAMOCTIIHHO)
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Target Talk Text J SetText (Text) - -‘g
Targe 1 Play Sound 2D

» D
Target

@ In Text

“F To Text (String)

In String Return Value @

Dialogue Sounds
A |t

T — ®

Talk Index @

Dialogue Ei2

o —

Talk Index @

Pucynox 3.10 — Blueprint siorika NPC, 1110 BiilToBi1a€e 3a mporpaBaHHs PeIuTiK

Ta aynio. YactuHa 3 (BUKOHAHO CAMOCTIHHO)

Takum 4MHOM, peani3oBaHO MPOCTY, aje e(HEKTUBHY CUCTEMY MOHOJIOTY, SKa
MOEIHY€E Bi3yallbHUN iHTEp(eiic, aymiocympoBia Ta B3aemoito rpasist 3 NPC. Ile
crpusie OUIbII IMUOOKOMY 3aHYPEHHIO Y CBIT I'pH Ta (POPMYE CIOXKETHHI 3B’ SI30K MIX
IPAaBLEM Ta OTOUCHHSIM.

KinueBuit pe3ynbpraT B3a€MO/Ili MOXHA MOOAUYUTH Y BI3yaJlbHOMY 1HTep(deiici
rpu (auB. puc. 3.11) : micist HaTUCKaHHS KJaBiiil E Ha ekpaHi 3’ SIBJISIETHCS BIAMOBIAHA
tekctoBa perutika NPC y Burmsii 1iaoroBoro BikHa, CyIpOBOKEHA 03ByUeHHM. [le
JTIO3BOJISIE TPABIIEBl 30CEPEAUTUCH HA 3MICT1, HE BIJBOJIKAIOYUCh HA YUTAHHS TEKCTY

0€3 roJIOCOBOTO CYIIPOBO/TY.
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Pucynox 3.11 — Bigo6paxxennst monosory NPC mij yac rpu (BUKOHAHO

CaMOCTIHHO)

PeanizoBana cucrema J1ajory € BaKJIMBUM €JIEMEHTOM HapaTUBHOI CKJIaJOBOI
IpH, OCKUIBKH 3a0e3ledye CTPYKTYpOBaHy Ta IHTYITUBHO 3pO3YMUIYy B3a€MOJIIIO
rpaBls 3 MepcoHaKaMu. Takui Miaxia 103BoJisse e(EKTUBHO TepeaBaTH CIOKETHY
iH(popMaIlito, MIACWIIOE €MOLIMHE CHPUMHSATTS ITPOBHX NONIA Ta 3abe3nevye

y3TOJIPKEHICTh MIJK T€HMIUIEEM 1 BI3yalbHO-3ByKOBUM O(OPMIICHHSM.
3.5 CrBopenns UI/UX

VYV Mexax mnpoekty Oyino peanizoBaHO 0a30BUil 1HTEpQeic KOpHUCTyBaua,
30CEepEKCHU Ha 3PYYHOCTI B3a€MOJIii Ta MIHIMAJIbHOMY BiJBOJIKaHHI TpaBIlI BiJ
reiimmiero. Enementom Ul € cucrema TEKCTOBUX MIAKA30K, SIKA AKTHUBYETHCS
HaTHCKaHHAM Kiasimi H [11].

[Tpuntun podotu:

a) NpU TIEPIIOMY HATHCKaHHI Ha KJaBiiry H BUBOIWUTHCS Ha eKpaH OJIOK

TEKCTOBOI 1H(OpMaIlli 3 KOPUCHUMU M1AKA3KaMU 1010 KEPYBaHHS MTEPCOHAKEM

a00 HOIaJIBIINX Miil.
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0)  moBTOpHE HaTUCKaHHA H mpHUXOBye MiKa3Ky, 00 HE IEePEeBAHTAKYBATU
iHTepdeiic 3aiiBoro 1HPpOpMAITI€TO.

B) miKa3Ky peajizoBaHi 3a gormomororo Blueprint Widget y Unreal Engine
(muB. puc. 3.12) [12];

r) JIoTiKa peaizoBaHa 3a JomomMoroi ymoBHoro rnepemukayva (FlipFlop), mo

JI03BOJISIE KOHTPOJIIOBATH BHIUMICTD Bifpkera (nuB. puc. 3.13).

Pucynoxk 3.12 — Enement Ul TekcToBi migKa3ku (BUKOHAHO CaMOCTIIHO)

© EnhancedinputAction IA_ControlsHint
= f Set Visibility
Triggered > NN Flip Flop ‘
Started [ w— P APp —e P

Action Value B Target

Is A In Visibility

Ui Control Ref

F Set Visibility

g
Target

In Visibility

Hidden

Pucynok 3.13 — Peani3ariis joriku miaka3ok B Blueprint (Bukonano

CaMOCTIIHO)

Takuit migxin cnpuse iHTyiTUBHOMY Ul, M03BOJISIIOUM TpaBLEBI CAMOCTIHHO
BUPILITYBAaTH, KOJIM OTPUMYBATH JOJATKOBY 1H(OpMaIito, HE MOPYLIYIOYH 3arajibHoi

JTMHAMIKU TPH.
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4 OTIMC TPUMHSATHUX ITPOTPAMHUX PIIIEHB

4.1 PiBHeBa 1307151115 Uepe3 PO3AUICHHS Ha OKpEeMi MaIllu

VY mpomeci po3poOku rpu OyJ0 MPUHAHATO PIMICHHS PO3MIITyBAaTH KOXEH
irpoBuii piBeHb Ha Okpemiit kapti (piBHi) B Unreal Engine. Takuii minxin 3ade3neuye
JIOTIYHE Ta TEXHIYHE PO3JUICHHS KOHTEHTY, IO CHPOIIY€E CTPYKTYPY HPOEKTY,
TMIOJICTIITY€ HAJIArOPKCHHSI Ta ONTUMIZYE TIPOIIEC peAaryBaHHs.

Kosxna Mama BiAmoBij1a€ OKpeMOMY PiBHIO T'PHU 1 Ma€ BJIACHY CIIEHY, OCBITJICHHS,
pO3MILIEHHSI 00’ €KTIB Ta JIOTIKY B3aeMOii. Po3/iieHHs pIBHIB HA OKpEMI KapTh Mae
HACTYIHI IIepeBaru:

a) MPOCTOTA peJaryBaHHs — ITiJT 4ac PO3POOKH MOKHA MPAIIOBATH 3 OJTHUM

piBHEM, HE 3aBaHTAXYIOUM 3alBUH KOHTEHT, IO NPUIIBUIIIYE BiIKPUTTS

penaxkTopa;

0) Kpalla opraHizailisi — KO>XEeH piBE€Hb 30€pIra€ThCsl B OKpeMoMy (aitii, 1o

MOJIETIIIY€ HABITAIIIIO Y TPOEKTI Ta JJO3BOJISAE Kpallle CTPYKTYpPyBaTh poooTy;

B) ONTHUMI3allisl TPOJYKTUBHOCTI — 3aBJISIKM 3aBAHTAXKECHHIO JIUIIIE OJIHI€T

MaId 3MEHIITY€EThCS CITOKMBAHHS TTaM’SATI TIiJ] 9ac peAaryBaHHS Yd TECTYBaHHS;

T) MIITOTOBKA JO CHUCTEMHU MEPEeXOJy MK PIBHSIMU — TaKUM MiaX1]

JI03BOJISIE JIETKO peaji3yBaTh MEXaHI3M MEPEeXOJliB MK CIICHAMH, HAIPUKIA,

yepe3 Blueprint-pynkuiro Open Level.

PiBui 30epiratoTbcss y  BIANOBIIHIA  CTPYKTYypi TMPOEKTY, a came
/All/Game/LevelPrototyping/Levels (nus. puc. 4.1 Ta 4.2) Ta MalOTh yHIKaJIbHI Ha3BH,
Kl BimoOpakaroTh 3MIicT abo mociigoBHicTh npoxomkeHas (LV_Tutorial, LV_Hub,
LV_SkeletonCatacombs, LV_SkeletonBoss). [Tepexia Mixx piBHSAMH y Tpi peaTi3oBaHO
qyepe3 MopTaliH, SIKi BUKJIMKAOTh 3aBaHTAXCHHS HACTYITHOT KapTH 1 IEPEHOCITH TPaBIIs

Ha Hel.
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© All > Content > LevelPrototyping > Levels >

nbs : Tutarial

Pucynox 4.1 — Ctpykrypa karanoris 3 piBHsimu B Content Browser Unreal

Engine (BuKoHaHO CaMOCTIHHO)

@ Save Al © All > Content » LevelPrototyping » Levels > Tutorial >

= v Q

A

[ —

StormClouds _Tutorial
Ca

Pucynok 4.2 — [Ipukian 3MicTy Hanku 3 IEBHUM piBHEM(BUKOHAHO

CaMOCTIIHO)

Takuii miaxig [0 opraHizamii MNPOEKTHOI CTPYKTYPU CHpPHSIE 3PYUYHOMY
YOPaBIIHHIO KOHTEHTOM, CIIPOIIy€ HaBIramii0 IMiJ Yac po3poOKH Ta 3ade3neuye
MOJAYJBHICTh Y CTBOPEHHI1 i penaryBaHHI piBHIB. PO3/iIEHHS KOKHOI JIOKallii Ha
OKpeMy MaIly TaKO JJO3BOJISIE€ ONITUMI3yBaTH MPOIECH 3aBaHTAKCHHS, TECTYBaHHS Ta

MOJIaJIBIIOT0 MacIlITabyBaHHS TPH.
4.2 Peanizaiiisi Bi3yaJlbHOTO O(POPMJIICHHS Ta OCBITICHHS

3 ornsiay Ha 0OpaHuid )kaHp Ta aTMOCc(eEPY I'PH, OJHHUM 13 KIIFOUOBUX PILIEHb PU

pO3poO0IIi CTao CTBOPEHHS THITIOUOI, JEHPECHBHOI 0OCTAaHOBKHM 3 BHKOPHUCTAHHSIM
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BIJIMTOBITHOTO OCBITJIEHHS, KOJLOPOBOI TaMU Ta MOTOJIHUX yMOB. ['pa opieHTOBaHA Ha
[MK-mnatdopmy, ToMy peanizaiiis Bi3yalbHUX €(dEeKTiB BUKOHYBalacs 3 aKIIEHTOM Ha
AKICTh Tpadiku 6e3 0OMexKeHb, MPUTAMAHHUX MOOUTBHUM TIaT(opmam.

Xab-piBeHb (quB.puc. 4.3) - 11e YMOBHO O€31euHa 30HA ITiJ] BEJIUKHM KYITOJIOM.
OCHOBHUM €eJIeMEHTOM 1HTep(elicy HaBiraiii MiX PIBHSIMH € MTOPTAIU, KOXKEH 3 SIKUX
BeJie Ha okpemy mairy. OcBiTIIeHHS Xa0y — MPUTIIyIIeHe, 3 aKIIEHTOM Ha MOpTaJlu, sKi

MaloTh JIETKE CBITIHHS, 110 BI3yaJbHO MiJAKPECIIIOE IXHIO BaXKIIUBICTb.

Pucynok 4.3 — Atmocdepa B pieai Hub (BukonaHno camocTiiiHO)

[Mepmmii piBeHb rpu — karakomOu (nauB.puc. 4.4). Bin moOynoBaHuil sk
3aruTyTaHUM JTAOIPUHT 13 CUCTEMOIO BY3bKUX MPOXO/IIB, AK1 JIETKO 3MYIIYIOTh TPaBIIs

BTPATUTH OPIEHTALIIO.
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Pucynox 4.4 - Bizyanizailisi nepuioro piBHa-KkaTakoMo0 13 TyMaHOM Ta

dakenamu (BUKOHAHO CaMOCTIHO)

3aranbpHa aTMOc(epa MIATPUMYETHCS TAKUMU 3ac00aMu:

a) OCBITJICHHSIM: BUKOPUCTAaHO TOYKOBI JDKEpETa CBITIA 3 aHIMAI[I€:0 BOTHIO
JUISL IMITaIlil TeMSTHOTO OCBITJICHHS BiJT (DaKeriB;

0) KOJbOpAaMU: y PpI3HUX YacTHHAX KaTakoMO BCTaHOBIIEHO JIKepena
CHUHBOTO, 3€JICHOTO Ta YEPBOHOTO CBITJa, 1[0 BUKIUKAIOTH MMOYYTTS TPUBOTH Ta

HarpyXeHocTi (auB. puc. 4.5);

||'}ll';‘|1

) J[il[f_‘f‘

[T

Pucynox 4.5 - ATmocdepHe KoJIbOpOBE OCBITIIEHHS (BUKOHAHO CAMOCTIHHO)
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B)  TymaHoM: BuKopucTano EXponential Height Fog 3 3aremHeHHSM Yy
HIDKHIX IIapax, 1o oOMeXy€e BUAUMICTD Ta MOCHIIIOE CTPaX HEBIJIOMOCTI;
r) norogHUMHU e(ekTaMu: y BCTYIHIM CIIEHI Ta Ha piBHI TyTopiaia

peali3oBaHO JIOI, TPIM Ta Mailke TMOBHY TEMpSBY, IIO 33/a€ TOH YCbOMY

IPOXOKEeHHIO (auB. puc. 4.6 ta 4.7)

Pucynox 4.6 — PiBeHb-TyTOpian 3 goieM, OJIMCKaBKOIO Ta 3aTEMHEHHSIM Heba

(BUKOHAHO CAMOCTIIHO)

Pucynok 4.7 — Berynna criena [13]
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VYci ui enemeHTH OyJH peanizoBaHi 3a JOMOMOIOI0 CTaHAAPTHUX 1HCTPYMEHTIB
Unreal Engine: Post Process VVolume, Point Light, Fog, Niagara mis edekry mory, a
takok Sound Cue, mo 1omarTh GOHOBI 3BYKH 1 My3uKy Ha (HOH 3aIUIsl TIIMOMHH Ta

aTMocQepH.
4.3 PiBenb 3 piHATLHUM OOCOM

OnuH 13 KIIOYOBUX MOMEHTIB TelMIUIet0 — 11e (iHanpHa OuTBa 3 60ocom. [[ms
IIbOr0 OyJI0 CTBOPEHO OKPEMHM piBE€Hb 3 OCOOJIMBOIO aTMOC(EpOr0 Ta T€OMETPIEI0
[14]. Apena po3milmieHa B MPOCTOPIK Teuepi 3 KPyIiuM BiBTapeM IOCEpeInHi, II0
BUKOHYE poib Micus OutBu. Bojga y 1eHTpi CTBOproe e(EeKT I3epKajibHOTO
BIJIOOpa)KeHHs 30psHOro Heba, a OpykiBKa HaBKoJIO Hel ¢GopMye 30HU JUIs

MaHEBpPYBaHHS TPaBI i1 4ac 0010 (IuB. puc. 4.8).

Pucynox 4.8 — Apena st 6010 3 60com y (hiHATIBHOMY piBHI (BUKOHAHO

CaMOCTIIHO)

Jlns miacuneHHs atMocdepu 0yJi0 3aCTOCOBAHO CIeIlialbHE OCBITICHHS: 3JIeTKa
CHUHE Ta MOMapaHuyeBe CBITJIO (DaKesiB, a TaKOX YaCTUHKHU CBITJIa HaJ BOJOIO, SIKi

CTBOPIOIOTH MICTHYHE BPOXKEHHS. Y IIbOMY PIBHI HE JIMIIIE 3pOCTA€ CKIAIHICTh, alle U



40

HapaTHWBHA HAMpyTa, OCKIJIbKK OUTBa 3 00COM cITyTye (hiHaILHUM BUMIPOOYBAHHSIM IS
rpaBILl.

BaxxinuBy posib y CTBOpPEHHI €MOIIIHHOT HApyTH BiAIrpa€e My3HUUHUN CylpOBi.
[Tig yac 6010 3 6G0COM 3BYYMTH HANpyXKeHA, AUHAMIUHA KOMIO3MIIIS, 1[0 CTBOPIOE
BiuyTTs HeOe3neku. [licis mepemoru Hajm 60COM My3HKa 3MIHIOETHCS Ha CIIOKIHHY,

110 CUMBOJTI3Y€ 3aBepIICHHS KOH(IIKTY Ta eMoIIiifHe moJiermenHs [15].
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5 TECTYBAHHS ITPOT'PAMHOI'O 3ABE3IIEYEHHSA

TecrtyBanHs nporpaMHOro 3a0e3NedeHHs 3/AIMCHIOBAJOCS Ha BCIX eTamax
pPO3pOOKH 3 METOI0 BHSIBICHHA Ta YCYHEHHS Ae(EKTiB, 10 MOIJIM BIUIMHYTH Ha
CTaOlIBHICTh POOOTHU TPH, ITPOBHI1 JOCBIJI KOPUCTYBaua Ta KOPEKTHICTh B3a€MO/IIT MIXK
enemMeHTaMu creHd. OCHOBHY yBary OyJ0 30CepeK€HO Ha TeCTyBaHHI
(GYHKI[IOHATPHUX KOMIIOHEHTIB, 30KpeMa CHUCTEMH KOJi31i, OCBITIEHHS, 3BYKOBHX
TPUTEPIB, a TaKOXX B3aEMOJIIi ITPOBUX OO0’ E€KTIB IMICHS MPOBEICHHS T€OMETPUUYHUX
omnepaniii Trry Boolean.

TecryBanHs TpPOBOAMIOCH BpYy4YHY O€3 3aCTOCYBaHHS aBTOMAaTH30BaHHX
IHCTpyMeHTIB, Oe3mocepennbo y cepemoBumni Unreal Engine 5 y pexwumi

nonepeausoro nepernsay (Play-in-Editor).
5.1 IlepeBipka cucTeMu KOi3iid

[Ticas o0'eqnands abo oOpizaHHs 00'exTiB 3a momomMoror Boolean-omepariii
[16] mesiki 3 HMX BTpayaym KOpPEeKTHi (i3udHi Mexi. Byno 31ilicHEHO mepeBipKy Ta
KOpPUTYBaHHS:

a) (b13UYHUX KOJ131# cTaTUYHUX 00'€KTIB (CTIHU, KOJIOHH, Iijjiora, MeoIi);

0)  yCcyHeHHS HeBHIUMHUX Oap’epiB abo 1e]exTiB 3ITKHEHHS, IO

HePEIIKODKATIHM PyXy TpaBIls (auB. puc. 5.1).
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Pucynox 5.1 — Ilpukian HEeKOPEKTHOT KOJI31i CTIHU: 5KOBTUM ITO3HAYEHO

(aKTU4YHI MEX1, TOMapaH4YE€BUM — KOJIi3110, siKa OJIOKY€ MpOXij rpaBls (BUKOHAHO

CaMOCTIIHO)

VY npobnemMHHX BUMaaKax OyJjo 3acTocoBaHo pyuHe HamamryBaHHs Collision
Complexity [17], me obmpamocs Use Complex Collision as Simple. Ipuknan

300paK€HO Ha PUCYHKY 5.2.
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Pucynok 5.2 — Bizyauizariisi OHOBJIEHO1 KOJI31i: cTapa KOJi3is mo3HaueHa

3€JIEHUM KOJIbOPOM (BUKOHAHO CaMOCTIIHO)

3acTocyBaHHS TOYHOTO HAIAIITYBAaHHS KOJI31M JO3BOJIMIO YCYHYTH TMOMMIIKH
31TKHEHHSI, 110 BIUIMBAJIA Ha ITPOBUI TMPOIIEC, Ta 3a0€3MEUYUTU KOPEKTHY B3a€EMO/IIIO
TpaBIl 3 OTOYCHHAM. [le € KpUTUYHO BaXIMBUM JIJIi YHUKHEHHS HemependaqyBaHoi
MOBEAIHKA TIEPCOHAXKa MiJ Yac TEepecyBaHHS PIBHAMU W MIIBUINEHHS 3arajibHOI

CTabUIBHOCTI TPH.
5.2 TecTyBaHHS OCBITJICHHS

CBITJIOTEXHIYHE TECTyBaHHS OXOIUTIOBAJO JCTAJbHY TEPeBIPKY SKOCTI Ta
KOPEKTHOCTI pOOOTH CUCTEMH OCBITJIEHHA Y PI3HUX YMOBAX 1 CLIEHaX I'PH, 3 0COOJIMBUM
aKIICHTOM Ha CTBOPEHHS EMOIIIMHOTO BI3yaJlbHOTO HACTPOIO Ta BiAMOBIAHOCTI
TEXHIYHUM BUMOTaM MPOAYKTUBHOCTI. TecTyBaHHS BKIIOUYAJIO:

a) MEepeBIpKy poO3TallyBaHHA Ta THIIB JOKEpPEd CBITIA: PETEIbHO

IpOTECTOBAHO OCHOBHI THMH ocBiTiIeHHs — Point Light, Spot Light (nuB. puc.

5.3), Ta Directional Light. Oco6iuBy yBary mnpHIiIEGHO KOPEKTHOCTI

MO3UIIIOHYBAHHS JKEPENI CBITJIA y TPUBHUMIPHOMY IPOCTOPi, iX BIUIUBY Ha
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HABKOJIMIIIHE CEpPEJOBHINE, a TaK0XX 3MEHILIEHHIO KUIBKOCTI HEMOTPiOHUX

NepeTHHIB a00 3aCBIYCHHSI.

Pucynok 5.3 — [pukiazn Bukopructands Spot Light (BukoHAaHO caMOCTIHHO)

0) HaJAIITYyBaHHS KOJIIPHUX TEeMIEpaTyp: TEPeBIPEHO BIAMOBIAHICTb
OCBITJIEHHSI aTMocdepl CLIEHH 3a JOTIOMOTOI0 PI3HMX TeMIeparyp CBITIa (Bif
TEIJIOT0 J>KOBTYBATOTO 10 XOJoAaHoro OmakuTHoro). Hampuknanm, Tere
OCBITJICHHS] BUKOPUCTOBYBAJIOCH y Xa0-30Hax JjIsl CTBOPEHHS BIAUYTTS O€3IeKH,
TOJl SK XOJIOJHE CBITJIO 3aCTOCOBYBAJIOCH Yy KaTakomOax, MiA3eMeUIsiX 4u
nabopaTtopisx Ay GOopMyBaHHS HAIPYKEHOT a00 TPUBOXKHOI aTMOchepu.
[ToennanHs OCBITICHHS 3 BI3yaJIbHUMH €(eKTaMH: MPOTECTOBAHO 1HTETPAIIiI0
CBITJIOBUX JiKepen 3 FX-enemeHnTamu, 30kpemMa: M K€ CBITJIO BiJ (pakesiB 1 CBIYOK,
00’eMHE CBITJIO B TYMaHi, IiICBITKa MariYyHUX YaCTUHOK OiJIst mopTaiiB (auB. puc. 5.4)
tomio. [le m03BOMMIIO TIACKUINTH BpaKeHHS MPHUCYTHOCTI B IrPOBOMY IMPOCTOPI Ta

rmOIIIe NepeaTu eMOLIMHUN CTaH JTOKaIliil.
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Pucynox 5.4 — IliacBiTAKa MariYyHUX YaCTUHOK OUISI MOpTaly (BUKOHAHO

CaMOCTIIHO)

OcBiTNieHHS y TPOEKTI HAJAIMITOBYBAJOCh BpPYYHY JUISI KOXKHOI CIICHU
BIJIMIOBITHO JI0 11 XyIO’KHBOTO 33IyMYy, 13 BAKOpUCTaHHSAM noctoopooku (Post Process
Volume) nns momaTkoBOi KOpEKIlii KOJNLOPY, KOHTpAcTy Ta eekTiB. Y pe3ynbraTi
BJIAJI0CS JIOCATTH Bi3yaJIbHOTO CTHIIIO, 11O MOEAHYE THITIOUY aTMOc(hepy 3 €CTETUYHO

MPUBAOJIMBUM BUTIISIIOM, HE TIEPEBAHTAXKYIOUH CHCTEMY.
5.3 TecTtyBaHHS 3ByKOBOT'O CYIIPOBOIY

Oco0nuBy yBary mija 4ac TeCTyBaHHs OYyJIO MPUAIEHO 3BYKOBHM TpUTE€paM Ta
JUHAMIYHIA 3MiHI MY3UYHOTO CYIPOBOJY BIANOBIJIHO JO CTaHy TIpH, 3 METOIO
3a0e3MeUeHHsI IOBHOTO 3aHypPEeHHS TpaBlid B aTMocdepy irpoBoro cBity. [IpoBeneHo
HACTYIIHI BUJU TECTyBaHHS:

a) KOPEKTHE CIPAIIOBaHHS 3BYKOBUX €(EKTIB: MPOTECTOBAHO PI3HOMAHITHI

3BYKHM HaBKOJHIITHHOTO CEPEJOBHINA, 30KpeMa 3BYK IOy, BITPY, TOPIHHS
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dakeniB, ckpumy aBepei Tomo. IlepeBipeHO iX akKTHBaIilO y BIAMOBIAHI
MOMEHTH Ta BiJIOBIIHICTh Bi3yaJIbHOMY KOHTEKCTY CIICHH.
6)  3D-mosurmitoBaHHS 3BYKIB |y TMPOCTOPi: TEPEBIPEHO KOPEKTHICThH
JoKamizamii JOKepeNl 3BYKY BIJHOCHO TO3WINT TpaBid. 3BYKHM 3MIiHIOBAIA
TYYHICTh Ta TMAHOpaMy BIAMOBITHO JI0 MEPEMIIEHHS TpaBIld MO PiBHIO, IO
CTBOpPIOE e(EeKT MPOCTOPOBOi MPHUCYTHOCTI. OCOOIMBO TECTYBAIHMCh 3BYKH,
noB's3aHi 3 Boporamu, NPC, Bojocaiamu, BOTHUIIIAMH TOIIIO.
B) IUTaBHICTh 3MIHU MY3HYHOTO CYIPOBOIY 3alIeKHO BiJl CTaHy TIpu:
peanizoBaHO Ta MPOTECTOBAHO CILEHApli, y SKUX 3MIHIOETbCA (POHOBUI
ayJliI0TPEeK Ha OCHOBI ITPOBUX MO/1M (HAPUKIIA]I, TEPEXi BiJ] CIIOKIMHOT METOIIT
70 Hampy>KeHoi B MOMEHT 00 3 00ocOoM, 1 HaBMaku — TICIs MEPEMOTH).
[lepeBipsimach  BIICYTHICTh  PI3KUX  TEPEXOAIB  MDK  KOMIIO3MIIISIMU,
3aCTOCOBYBaIUCH Kpocdeiinu Ta 3racanns (fade in / fade out) nns nocsraenHs
IIJIABHOTO ay110-7I0CBIJTY.
3BykoBi edekrn Oynau inTerpoBani 3a mpomomoror Audio Components,
NpUB’s3aHUX 10 00’ €KTIB CIICHU. AKTUBAIIIS 3BYKIB 3/iiiCHIOBasIach uepe3 Trigger Box
[18] y moennanni 3 Blueprint Logic, sika BignmoBigaia 3a BU3HAYCHHS KOHTEKCTY Ta
CTaHy Tpu. Y CKJIaJHUX BHIAIKax BUKOpucTOBYyBaymch Sound Cue mjist CTBOpEHHS
CKJIaJIHUX ayAl10-CIIEHapiiB 13 BUMIAAKOBUMH 200 HAKJIAJEHUMHU 3BYKaMHU.
Pesynbrarom TecTyBaHHS CTajio BHUSBJICHHS Ta YCYHEHHS HE3HAYHUX MPOOJeM
13 HECBOEUYACHOIO aKTUBAIIIEI0 OKPEMUX €(PEKTIB, a TAKOXK BAOCKOHAJIECHHS MIEPEXO/IIB

MDK My3UYHUMHU T€MaMHU, 10 3HAYHO MOKPAIIIIO 3arajibHE ay110-CIIPUUHSTTS TPH.
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BUCHOBKHA

VY Mexax BUKOHaHHA KBamidikaimiitHoi poOoTu OakanaBpa OyJ0 BHUKOHAaHO
BaXUJIMBY YaCTHHY pOOOTH HaJ IrPOBHM 3aCTOCYHKOM, 30CEPE/KEHY MEpPEBaXKHO Ha
po3po0IIi piBHIB, peami3aliii moii, ctBopenHi Ul-migka3ok Ta oprasizaiii 3ByKOBOTO
CYNpOBOJY.

Ha ocHOBI MOCTaBI€HOTO TEXHIYHOTO 3aBAaHHs OyJIO peanizoBaHO psAJ iIrPOBUX
CIEH 3 YHIKAJIbHUMHM MEXaHIKaMHd Ta JIOTIKOI. 3acTOCOBYIOUM MOMKIJIHUBOCTI
Bi3yajapHOro mporpamyBaHHs depe3 Blueprint-cucremy Unreal Engine, Bmamocs
HaJallTyBaTU B3a€MOJII0 TPaBIsl 3 ITPOBUM CEPEIOBUIIEM, 30KpeMa — MOJli MpH
BXOJll B 30HY TpHUTepa, aKTUBAIlI0 3BYKIB Ta BIAKPUTTS HOBUX MOPTATIB MICIS
MPOXOJIPKEHHA OOCIB.

Oxkpemy yBary MNpUAUIEHO CTBOPEHHIO €JEMEHTIB  KOPHCTYBalbKOI'O
iHTepdeiicy. byno peanizoBaHo cucTeMy MiIKa30K, SIK1 3’ IBIAIOTHCS IIPU HATUCKAHH1
Kjapimi H Ta MOXyTh OyTHM NpHUXOBaHI MOBTOPHUM HaTHCKaHHAM. Lle mokpairye
B3a€MOJII0 KOpHCTyBaua 3 IFPOBUM CEPENOBHUINEM Ta MIJBUILY€E 3PYyUHICTb
MPOXOJI’)KEHHS P1BHIB.

TakyuM 4YHMHOM, BHECOK Yy pO3pOOKY MPOEKTY TMOJISAraB y CTBOPEHHI JIOTIKU
irpoBux piBHiB, iHTerpamii Ul-emeMeHTiB, m01aBaHHI 3BYKOBHX €(EKTIB Ta
IIPOEKTYBaHHI MOJIM, SKI BIUIMBAIOTh Ha arMocdepy Ta nauHamiky rpu. OTpumasi
3HAHHS Ta MPAKTHYHUNA TOCBIJ CTAJIM BAXKIMBHUM €TAOM MPOQECIHHOTO PO3BUTKY Y

cdepi reiiMau3aiiHy Ta TEXHIYHOT peati3allii iIrpOBUX MOIIH.
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52

JTOJATOK B

Crnaiinu npe3eHTarii

MiHicTepcTBO OCBITH i HayKu YKpaiHu
XapkiBCbKHM HalliOHA/JILHUI YHIBEPCUTET pajiioe/IeKTPOHIKH

KeanidikaniiiHa po6oTa 6akajaBpa

[rpoBYH nporpaMHUuH

Bukonana: HaykoBuii KepiBHUM:

BaCTOCYHOK B }Kale ct. rp. 3MI-21-6  cT. rp. NI3MI1-21-6
Action RPG

Tumoienko B.P. non. kadenpu Il Kayk B.L

MeTa Ta KOHIeNIisl MPOEKTY

O1 Pospobka
OJIHOKOPHCTYBaIbKOI
r'pH y »kaHpi Souls-like

@DoKyc: TTHO0OKHH CIOXKET,
BHCOKa CKJIaJHICTh,
aTMocdepHicThb

Peanizaiisa Ha Unreal
Engine 5 3 BUKOPHUCTaHHSAM
Blueprint
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KomMaHAHa po3po6Ka — po3noAija migCUcTeM

Tumomenko B.P.

PiBHI Ta 3aBJaHHA boiioBa cucrema, iHTepgeiic

[lincucrema piBHIB Ta 3aBJaHb YnpaBniHHS rpaBLEM
3BYKOBa cHcTeMa IuBeHnTap
Ul-migkasku BoroBa cucteMa
Po3po6ka irpoBoi JIOTiKHA Ta MeXaHiK Animanii

NPC Boporu

AKTyaJIbHiCTh IPOEKTY

MonyiApHICTD Bucokuii mopir
xaHpy Souls-like BXOAY

Irpu uLoOro THIY MalOTE HoBauk# 4acTo CTHKATLCA
cTabiNBHHE MOMHT cepeg, 3 TPYAHOIIAMH HYepes
danaTie cknaaHoro, BifCYTHICTE MigKa30K Ta
BAYMJIHBOTO FeHMILIEI0. MOACHEHb.

MeTa npoekTy —
6aJiaHc

[Noeguyemo raubGHHY JKaHPY
3 JOCTYNHICTIO Yepes
TyTOpiaJ, Noriky piBHIB i
iHTepaKTHEHICTE.
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IllaHyBa/ILHUKH
iHAI-NpPOEKTIB

Jlroau, ki LiHyIOTh aTMOCcepHi, Ti, XTO mMyKa€e BUKIHKH, CKIaJHY 'paBuj, mo HiHyoOTH
CKJIaZiHI irpH 3 riuboKo 60HMOBY CHCTEMY Ta YHIKaJIBLHHH aBTOPCHLKHH CTHJIb, Bi3yaJbHy
icTopiero HapaTHUB eCTeTHKY Ta HeTHUIOBI MigXoAHu

I'paBui 16-40 pokiB ®anatH Souls-like

KOpI/ICTb Tad 3dCTOCYBAHHA

7‘ HasuaavHuil npukaad

— | ‘ [ o | [ ba3a 019 nodaabuio2o
|I\ [ o }_ i ’ S Pj{ Game Engioe ‘: j pO38UMKY

e

(UncoalEngine) [T | |
o e W= { F e IlpakmuyHe 3acmocyeaHHs
et ' T p— 68 zelimdesi
==

Bow Shooting
Systom
Block System

NPC ‘v—y‘i Trade System Equipment System

Dialog System




Iliocucmema
pieHie ma 3ae8daHb

Po3po6sieHa nigcucrema: 1iai, 3ajgadi, 3HaYeHHA

® Mema peanizayii

B  OcHo8HI 3a80aHHA

Posb y npoekmi




CTpyKTypa piBHIiB Ta IX 0COOG/JIHBOCTI

Xa6-nokayin Kamakomé6u

Bezne4yHa 3oHa 3 NPC. MicTtuTh nopranu jio BolioBui piBeHb y BUTA/i JIa6ipUHTY.

60H0BHX piBHIB, BUKOHYE poJib HaBiranifiHoro HanmoBHeHH#H BoporaMu, aTMochepoio
LeHTpy. HanpyXeHocTi Ta 3araJiKoBOCTi.

PieeHb-mymopian PiHaAbHUII pieeHb 3 60COM

Ilo4aTKOBHH HaBYa/JbHUI piBeHb. [paBenb [IpocTopa apeHa Ajd KiKw4oBoro 6o0i. Mae

3HAOMUThCA 3 KEPYBaHHAM, 60EM Ta yHiKanbHe 0QOPMIIEHHS, JUHAMITHE

B3aEMOJIE 3 06'eKTaMu. OCBiT/IEHHH 1 JIOTIKY BiAKpUTTA NOPTaNy Nicas

nepeMorH.

CrosicemHi 3a80AHHA K -
YyacmuHa i2poeozo npozpecy (aianor 3 NPC)

CroxeT NoJAaEThcs Yepes nofii, gianoru ta
B3aEMOJII 2 0TOYEeHHAM, IO BiAIOBIJaE CTUIIIO

. PieeHb
Souls-like:

{0iA 3 Bocom)

= /[liamoru 3 NPC
= bii 3 Bocom
= P036JIOKYBaHHA HOBOTO NMOPTaNy
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AKTWBYETLCA NopTan 3MIHIOITLCA pensikn

B Xabi

NPC B xabi




S7

MexaHika 1aMAHHA 2/1eYUKie

OpHi€lo 3 nisied 0y/10 peaii3yBaTH
iHTEepaKTHBHE cepeAoOBHINE, 1[0
Hi/ICH/II0BaTHMeE XKHMBICTh CBITYy M
cTBOpoBaTuMe epeKT 3aHypeHHS

01 Fracture

02 Axmueayin

03 Damage-ky6

B3aemodia 3 NPC —icmopii, eu6ip, Hacaidku

NPC ciyryioTh J3epesioM CHOXEeTHUX HaTHAKIB, NiTPUMYyIOTb aTMochepy rpu

Ta OpiEHTYHTb rpaBld Ha NoAanbiii Al

HeJiHii{Ha NoBeJiHKa

Bzaemopis 3 NPC moxe npu3BOAHTH A0

Pi3HHX cLleHapiiB:

= JlocTyn f0 AOAATKOBHX QyHKLIH
(Toprismsa)

= 3MiHH y po3TallyBaHHI NepcoHaXiB

IHTerpaiis B irpoBuii nponec

JNlianoru noByAoBaHi BiANoBizHO A0
noAil y rpi

NPC pearyroTe Ha il rpaBus,
MiACHIIOIOYH i/1103110 3KHBOrO CBITY
Peanizarnia BignoBijae xxaHpoBHM
ocobausocram Souls-like (menpame
KepyBaHHs CIOMEeTOM )
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ATMoc@epa — oCBiT/IEeHHH,
3BYKOBe 0pOopMJIeHHH, ePEeKTH

OcBiT/IEHHS

BHKODHCTaHO JIOKaNbHi /kepena ceitia (pakenn,
CBITAAYKH, M'sIKe nincsiquaHHﬂ)

KouTpact Mix xa6om (Terni Touu) i
kaTtakombamu (xonozHi, mpurayneHi)

£ Switch on EPhysicalSurface

» efault [ [ Retum Node

J Play Sound at Location

» O3By4eHoO aHiMallil nepeMilleHHA rpaBus: XoAs6a, 6ir, pyx 3i
36poeto / 6e3 36poi
®oHoBe My3uuHe 0pOPMIIEHHS:

Xab-/10Kalia — cnokiiHa, MeJUTaATUBHA MeJIoisa

KatakoM6u — THCK, GOHOBa Hamnpyra

ApeHa 3 6ocoM — ApaMaTHYHA My3HKa, iKa
3MIHIOETBCA Ha CIIOKIHHY Mic/si IepeMory

Hapwanbuuii pieens (TyTopian):

J Play Sound at Location

[nspKHA YacTHHA — 3BYKH FPO3M Ta XBHJIb
[leyepa — TPHBOXKHHUH 3BYKOBHH (GOH

* OxpeMo CTBOpeHi 3ByKOBi epeKTH:
. .
7 Piay Sound ot Location %  (Dakenu, NosyM'si, IOPTAIH




Bisya/ibHi epeKTH

KaTtaxom6u

= — [linbHU# TyMaH NPHUXOBYE BHAHUMICTh, CTBOPIOE
BiJ4yTTA TPUBOTH ¥ HEBiZOMOCTI

= — [IpuraymeHe cBiT/IO Ta BOJIOTi NOBEPXHi HiICHAIIOTE
NOXMYPpiCThb

PiBeHb i3 GocoM

= — Hiyne He6o 3 MicsaneM i 30psiMH — KOHTPAcT A0
Hanpy»XeHoi 6UTBH

= — [leHTpa/JbHA BOJOHMA 3 MariYHUMH YaCTHHKaMH
CTBODIOE Bi3yanbHUH QOKYC CLeHH

TyTtopiax (mwisok i neyepa)

= — I'posa, fowm, TeMHe HEGO — ApaMaTHYHHH
Bi3yanbLHHUH BCTYI

= — VY medepi — 3aTeMHEHHS, MiACBi4eHHA 3CepeIHHH

= — JliTanbHi MariuyHi YaCTHHKH CTBOPIOIOTH BIAYYTTH
3araZIKOBOCTI Ta CUJIH

PeanizoBaHo mara3uH y NPC: HaTuckaHHs Q BiJJKpUBa€ BikKHO
3 TOBapaMH.

NPC o03By4ye 0/iHy 3 BUNIaZIKOBUX ¢ppa3 NpHu BiAKPUTTI
MarasuHy.

IToka3yeTbcs Ha3Ba, OMUC, IliHA Ta 300paXkeHHdA NpeJMeTa.
[ToBTOpHE Q) — KymiBJsA 32 HAABHOCTI BaJIOTHU.

Peaﬂ 13 OB aHl Bideon Trader
iHTeppercu » @ iy

Potion to restore some

health (5 Press [Q] to bu

Cucrema Fhi
TOPTI1BJI1
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[HTEpdenc nmiIKa30K

Press H to Show/Hide hints

BUCHOBKH no
peasiizoBaHi
YaCTHUHI

= PeanizoBaHO KJIIOYOBi €JIeMEHTH relMILIe0
= [HTerpoBaHo iHTepdelcH Ta MexaHiKH
= JIOCATHYTO LIiJIiCHOCTI MiICHCTEMH

Hatuckanns H BifjkpuBae/3sakpuBae KopoTki
NiJKa3KX 3 ylnpaBJiHHA.

Jlonomarae rpaBlieBi IIBUJKO OpieHTyBaTucs 6e3
BUXOJy 3 FPH.




