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Despite the strong potential of Ukrainian developers, the number of popular

game projects created in Ukraine remains insufficient. This indicates the need to
intensify efforts to improve the quality and competitiveness of Ukrainian games.
During the work, it was decided to do a project to prototyping game mechanics
without creating additional 3D models and textures, and instead use the built-in
and free Unreal Engine 5 libraries.

Po3BUTOK ramy3i iIrpoBoi 1HAYCTpIi € aKTyaJbHUM 3aBJaHHAM sl Y KpaiHH
y cydacHoMy Iu(poBoMy CBITi. He3Baxkaroum Ha MOTYXKHUN MOTEHIIAN YKpaiH-
CBKHX PO3POOHUKIB, KIJIBKICTh MOIMYJSIPHUX ITPOBHX IPOEKTIB, CTBOPEHHUX B
VYkpaini, 3aIUIIaeThCsd HEAOCTaTHROMO0. 1le cBiAUMTh PO HEOOXiAHICTh AKTHBI-
3alIlii 3yCWJIb y MIJIBUILIEHHI SKOCTI Ta KOHKYPEHTOCIIPOMOKHOCTI YKPaiHCHKUX
irop.

[IpocyBanHs raiy3i reiimMaeBy B YKpaiHi Ma€ BEJIMKUN MOTEHIIIAT JJIsl PO3-
BUTKY KpaiHW 3 €KOHOMIYHOI Ta KyJIbTYpPHOI TOYOK 30py. CTBOpEHHS BIACHUX
ITPOBUX TPOAYKTIB CHPUSIE 3ATYYCHHIO 1HO3EMHUX 1HBECTHUIlN, PO3BUTKY TEX-
HOJIOTITYHOTO CEKTOpY Ta MiABUIIEHHIO MIXKHAPOAHOro mnpectuxy. Kpim Toro,
reiiMIeB MOKE CTaTH CTUMYJIOM JUIsl PO3BUTKY TBOPYMX IHIYCTPIH, TaKUX SIK
My3HUKa, XyJ10kKHS rpadika Ta creHapii.

My3uuHa ckiajioBa rpu BIIITPaEe KIOUYOBY poiib Y (GOpMyBaHHI irpoOBOTO
JOCBIZY Ta €MOIIIHHOrO 3B'SI3KY 3 I'paBUEM. 3BYKOBI €()EeKTH, My3UYHUN CyNpo-
BIJl Ta ay/10Bi3yaJIbHI €JIEMEHTH € HE MEHII BaKJIMBUMH, HIXK rpadika yu rei-
MIUiel. BoHu nomomararoTh MiJICHIIFOBAaTH HACTpPid, CTBOPIOIOTH aTMOc(hepy Ta
pOOTATH TPy OUTBIIT KIMMEPCUBHOIOY.

Hampuknaz, y rpi "Stalker" my3udnuii cynpoBia monomarae CTBOPUTH Ha-
pYy>KeHy Ta aTMoc(epHy 0OCTaHOBKY, IMiJIKPECIIOI0YH 3arpO3JIMBICTh OTOUYIO-
YOro cepelloBuIla Ta HEOEe3MeKy, 110 YeKae TpaBLs Ha KOKHOMY Kkpoti. Lle mo-
Jla€ Tpl TIMOMHU Ta peanizMy, poOJisTur irpOBUIA CBIT OLIBIN KUBHUM 1 HETIEpeI-
OauyBaHUM.

VY Toit xe yac, y "Minecraft", ne irpoBuii CBIT € 10CUTh CKPOMHO 3aIlOBHE-
HUM, MY3UYHUN CYIIPOBIJ BIJIrPa€ BAKIUBY POJb Y MIATPUMII HACTPOIO TpaBLs
Ta CTBOPEHHI BIAYYTTA MPOCTOPY Ta Oe3MEKHOCTI. MemnoaiiiHa JIETKICTh 3BY-
yaHHS My3ukH y "Minecraft" poOuTh rpy OUIBII peIaKkCylOUyor0 Ta CIpUs€E 3aHy-
PEHHIO TPaBIS Y CBIT TBOPUYOCTI Ta JOCIIIIPKCHHS.

305



3rigHO po3po0eHii KOHIENIi Ipy A7 MOAAIBIION0 PO3pOOKY IrpOBOTO
piBHS OyJI0 CTBOPEHO y3arajlbHEeHUN alrOPUTM TPH.

Jlani B mporieci poOOTH Haj iIrpOBUM piBHEM OYJI0 BHPILIEHO KUIbKa 3a1ad,
KOKEHA 3 SIKHX Ma€ BIACHY METY Ta 3aBIaHHS.

Buxonsun 3 Buiesraganux ¢akTopiB, OyJ0 BHUPIIICHO POOUTH MPOEKT
IPOTOTUITYBaHHS IrPOBUX MEXaHIK 0e3 CTBOpEHHs AojaTkoBux 3D moxenelt ta
TEKCTYp, a 3aMICTh I[bOI'0 BUKOPUCTOBYBATU BOYOBaH1 Ta OE3KOIITOBHI 010110~
teku Unreal Engine 5.

[Tix gyac po6otu y Unreal Engine 5 Oynu BUKOpHUCTaHI HACTYITHI €JIEMEHTH:
Level Blueprint; Blueprint class; Widget; Audio BP; Game mode BP; BSP
geometry; Custom functions and events.

Buxoasun 3 BuIe3ragaHux (hakTopi, OyJI0 BHUPIIIEHO POOUTH MPOEKT
IPOTOTUIYBaHHS ITPOBUX MEXaHIK 0€3 CTBOpEeHHS AojaaTKoBUX 3D mopeneil Ta
TEKCTYp, a 3aMICTh LIbOTO BUKOPUCTOBYBATH BOyZOBaH1 Ta O€3KOIITOBHI 010110~
teku Unreal Engine 5.

BianoBiiHO y bOMY pO311UTI BUPIIIEH] HACTYIIHI 3aa4i:

1. CtBOpeHHS piBHS — PO3POOJEHO METOJ] CTBOPEHHS IrPOBOr0 PiBHS
Ta HaBeJIeHO po3pobiieH1 Blueprint — J0riKy Bi3yajlbHOTO MPOrpaMyBaHHS.

2. MexaHika 370poB’sl — pOo3p0o0JIEHO JIOTIKY peaiizallii 3J0poB’s mep-
COHAXY.

3. Peanizariiss MOHET — po3p0o0JIEHO JOTIKY MiJ0MpaHHS MOHET 3 1HTe-
pdeiicom.

4, EdexT 3umms — po3pobieHo peanizaliito epekTy Bia BKUBAHOTO (ITi-

J1OpaHOT0) 31IIJIs1 TPABIIEBI.
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