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Ukrainian game development in the realities of wartime Ukraine received a
rather strong push from the government, which allowed it to develop very quick-
ly. The "Rise of Universe" project is designed both for a young audience, which
Is interested in graphics and new mechanics, and for an older audience, playing
on their nostalgic feelings and immersing them in that atmosphere. The devel-
opment will use the most modern and versatile game engine "Unreal Engine 5"
at the moment, which will allow you to use the most advanced mechanics and
particle processing systems to create the atmosphere of being in outer space,
passing through various nebulae and gas anomalies.

VYKpaiHChKUH TeMMEB y peallisiX BOEHHOI YKpaiHu OTpUMaB JOBOJI CHIIb-
HUW TIOMITOBX BiJl ypsiay, MO Jajd0 3MOTY PO3BUBATHUCA MOMY AY>K€ IIBUIKO.
VYce 11e 3aBAsSKHM BIUBAHHSM KOIITIB B aiTichepy. OCHOBHHUI HANPSMOK IS CY-
YaCHUX Irpopo0OiB - MyTepH MOB'sA3aH1 3 TOTOYHOIO CUTYAITIEI0 B KPAiHi.

[TpoexT po3paxoBaHuil Ha Te, MO0 YKpaiHChKI MAaWCTPHU 3amam'sitanacs He
TUIBKHM SIK TBOPII 1rop KaHpy KatacTpoda, a i K KpaiHa, 7€ BMIIOTh POOUTH
MacoBl1 0araTOKOPUCTYBAIlbK1 IrPOB1 MPOEKTH.

Ha3zsa npoekry: Rise of Universe;

Kanp rpu: exiutn MMOPIII' 3 enemenTamu myrepa;

CeTTHHI: KOCMIUHE (PEHTE31 B Cy4acHUX peaisX.

[IpoexT "Rise of Universe" po3paxoBaHuil K Ha MOJIOJY ayAUTOPIIO, SKIi
ikaBa rpadika 1 HoBa MeXaHiKa, Tak 1 Ha OUIBII JTOPOCTYy ayJIUTOPIiIo, KA IIe
rpaja B KOMITIOTEpHHUX KIy0ax TMiJ ITUBSIIIEYKY TMHWBA B TakKl MPOEKTH, SIK:
"Entropia Universe" 1 "Eve online", 3irpaBmim Ha IXHIX HOCTJIBITYHUX MOYYTTIX
1 3aHypHBIIH B Ty aTMOchepy.

Y  po3pobmi  Oyae — BHKOPHUCTOBYBATHUCA  HaliCydacHImWd 1
HalyHIBepcanbHIMA, Hapasi, irpoBuit pymii "Unreal Engine 5". mio macts
3MOT'y BUKOPUCTOBYBATH HalCy4acCHIIl MEXaHIKA Ta CUCTEMHU O0OpOOJICHHS Yac-
TUHOK JJIsl CTBOPEHHsI aTMoc(epu nepedyBaHHS B KOCMIYHOMY IIPOCTOPI, MPo-
XOJI1YM Yepe3 pI3HOMAHITHI TYMAHHOCTI Ta T'a30B1 aHOMaAJTI.

Jlist ctBopeHHs TpadiyHOT CKIaA0BO1, SIK 1 111 00'€KTIB, 1 JJIsl CKAJIITIHTA,
Oy/le BUKOPHCTAaHO HAMCy4YacHIIMN 1 HAWIIBUJIIE PO3BUBAIBHUN TpadiuyHu
penaktop "Blender", amxe B HbOMY MiC/Isi CTBOPEHHS MOJENI MOXHaA 3pOOHUTH
PO3rOPTKY, TEKCTYpYBaHHS M aHIMAIIiIO.

3a aymiocynposin Biamosigae "FL studio". BoHa moraHo MmaXOguTh s
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1HCTPYMEHTAJIbHOT MY3MKH, aje JJis CTBOPEHHs cai(ail 3By4aHHS MiJIXOJIUTh
1IeaJIbHO.

['eiimruieiiHa cKi1aloBa MOENHYBATUME B COO1 SIK MOJBOTH Y BIIKPUTOMY
KOCMIYHOMY TIPOCTOpi, TakK 1 TIEPEMIIICHHS IUIAHETOI0, CTaHIIE Ta
acTepoizaMu. KOPUCTYBay JIOJYUYUTHCS A0 OFHIET 3 Oe3Iiui pac, SK-OT 3BUYANHI
mronu abo cydacHi KiOOpru, HEKpOKIOOPTH Ta 1HOIUIAHETHI 1ICTOTH. MiJ Yac T'PH
JIOJIMHI JTOBEJEThCS BUKOHYBAaTH PI3HOMAaHITHI JOPYYEHHS BiJl HEIrPOBUX
MEPCOHAXIB, @ TaKOXX y KOCMIYHOMY MPOCTOPI Ha CBOEMY KOpalil, Ha3eMHi
Micii 1HKOJIA 00'€THYIOUYHUCH 13 IHIIIUMHU TPABIIMHU.

[{ixaBOIO OCOOJIMBICTIO MMPOEKTY € CUCTEMa PEeIyTallli. rpaBellb 3MOXKe CTa-
TH IUJIKOM 3aKOHOCIYXHSHHUM, TPALIOIOYH HA YypsJ, MOYMHAIOYNA 3 OXOPOHU
KOHBOIB JI0 TIOJIFOBaHHS HA TPaBIB 3 IMOraHOK PENYTALI€0, M0 MIATPUMYEThCS
Jep’KaBHUMU KOLITaMH. a00 rpaBelb 3MOXKE BCTYNIUTH B OaHTy, 00 CTBOPUTH ii
caM, 1 HalaJaTyd Ha KOHBOI 1HIIMX TI'PaBIiB, OTPUMABIIN MEPEMOTY CIIOYATKy B
KOCMIYHI# OUTBI, a MOTIM 1 B OUTBI Ha KOpaOi.

['pa po3paxoBaHa Ha COIliabHY B3a€EMOJIII0 MK T'PaBISMH, 110 J03BOJUTH
00'eTHYBaTUCh IM B alIbIHCH, KOPIIOpaIlii 1 HaBITh CTBOPIOBATH JIEP>KaBH 3
KUTBKOX KOCMIYHHMX CHCTEM. 1€ JO3BOJIUTH IM CAMHUM CTBOPIOBATH $IKi OyAyTh
3aKOHHM Ta MpaBUJIA.

Bubip rpaBisi mOYMHAETHCSA 1€ 3 MOMEHTY CTBOPEHHS TMEPCOHaXa. Y
KOXHOI pacu OyAyThb CBOI IUTFOCH, MIHYCH Ta BIJMIHHI 3710HOCTI. HAIIPHUKIAI:
TOW caMHil HEKPOKIOOPT - HaWKpaIluii MPEICTaBHUK TAIAKTUKU y 371aMi 3aXuc-
HUX CHUCTEM 1 MaCTEPHO IpaIfO€ 13 CHCTeMaMH 3aXHCTy KOopaOs. alie yepes
cinabKe TUIO HE MOKE€ BUKOPHCTOBYBATH BaXXKKy 30pOI0 1 Ma€ MaJIeHbKUU 3arac
310pOB's.

Ha «xami» piBHS pPO3BUTKY TPaBIl YEKATUMYTh CTBOPCHHSI BEIHKUX
KopabJiiB Ha KUJIbKa PABIlIB, TaKl K BEJIWYHI Kpeiicepu ad0 HaBITh JPEIHOYTH.
BEJIMKiI KOPIOpaIlii 3MOXYTh B3ATH Y4acTh Y 3aXOIUICHHI MJIaHETAPHUX CHCTEM i
BECTH Ha HUX PO3KONKHU y TONIYKY KOPUCHUX KOIIaJIMH, a TAKOXK OyTyBaTH IITa-
Ou 4M pi3HI TEXHIYHI IEXH.

BpaxoByrourn Bce BHIlECKa3aHE MOXKHO OUYMKYBaTH Ha 0araroTUCAYHY
ayJIMTOPII0 TPABIIIB, 110 3pOOUTH TPy TUIBKH IIKABIIIOW 1 3MOXKE MPOCYHYTH
VYkpainy Ha BEpIIMHH CBITY TeiiM/IeBa.
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