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PE3IOME
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Obcaz pobomu. AtecrailiiiHa BUITyCKOBa po0OOTa MaricTpa CKIAJa€ThCS:
po3ainiB 4, ctop. 75, Tabmuis 1, puc. 80, 3aBmanHs, aHOTAIis, BCTYITY, BACHOBKY Ta
CIIUCKY BUKOPUCTAHUX JKEPEIL.

Axmyansnicms memu. Po3poOka 3D mytepa Ha Unreal Engine 5 (UES) €
3aXOIUIIOI0OYMM BUKIMKOM Yy Taiy3l reimiaeBy. 3aBAsSKA MEPENOBUM TIpapiayHUM
TEeXHOJIOT1sIM, TakuM K Nanite Virtualized Geometry Ta cucrema cBiTia 1 TiHEH
Lumen, UES BiakpuBae MUPOKI MOMXJIMBOCTI JJIsi CTBOPEHHS 3aXOIUTIOIOUUX
irpoBux cBiTiB. Bunymennii y 2021 poui, 1eii IBUTYH CTaB MEPCHEKTUBHUM
BUOOPOM JUIsl pO3pOOHMKIB, @ WOTO IHCTPYMEHTH Bi3yaJbHOTO MPOTPaMyBaHHS

JO3BOJISIIOTH KPEAaTUBHO pPeai3yBaTH 1€l Ta KOHIIEMIII] B Tpi.

Y 6cmyni Bu3HaueHi OCHOBHI HANpPSIMKUA JOCHIJKEHHS, OOTpPyHTOBAHO
aKTyaJbHICTh TEMH, C(HOPMYIILOBAHO METY Ta OCHOBHI 3aBJJaHHS CUCTEMH, ITOKA3aHO
3B'SI30K 13 IpOrpaMamHu, MiIaHaMH, TEMaMHU.

Y nepwomy po3oini «locnimkeHHs KaHPY KOMIT IOTEPHUX ITOP «IITYTEp»,

OIJISAT PI3HOMAHITHHUX TEXHOJIOTIM pPO3POOKH KOMII IOTEPHHX IrOp Ta BHOIp

KOHKPETHO1 TEXHOJOIIi [ peai3allii IOPOeKTY» PO3IJIAHYTI PI3HI ILIyTEpH,

0COOJIMBOCTI JKaHPY, CTEIi(iKU TPH Ta 0OpaHa TEXHOJIOT1S pO3POOKH.

Y opyzomy po3oini «Onuc irpoBoro pymris Unreal Engine 5.» po3risayTo

pyuriit Unreal Engine 5 sik moTy»xHwuii iHCTpyMeHTapiii s po3po0OKH irop.



Y mpemuvomy po30ini «Po3pobxa KoM’ FOTEPHOIL TPH Y KAHPI IIIYTEP» MOJAHO

JeTallbHy IHCTPYKIIO 10 KopucTyBanHio pymiem Unreal Engine 5 Ta
IPOJAEMOHCTPOBaHI1 Pi3Hi €Tau PO3POOKH IIyTEPy.

Y uemeepmomy po3zoini «JlemoHcTpallis BIIEOTpU» MNPOAEMOHCTPOBAHO

0a30BUI TeUMILICH B IITyTOPI.

Knrouoei cnosa: mytep, Unreal Engine 5, Blueprints.

Axicmy oghopmnennsa npoexkmy. AtectaniiiHa BUIyCKHa poOOTa Marictpa
odopMIIeHa Y BIAMMOBITHOCTI 10 AIF0OYMX HOPMATHUBHUX TOKYMEHTIB Ta METOIMYHUX
BKa31BOK 70 BHMKOHAHHS JUIJIOMHUX POOIT IJIsi CTYJAEHTIB cHeliajbHoCcTI 122
«Komm’torepHi Haykuy». [lopyiiieHb Ta 3ayBakeHb IIij] 4ac PO3pOOKU Ta EPEBIPKU
JTUIIJIOMHOI POOOTH HE BUSBJIEHO.

3azanvHuilt 6UCHOBOK CMOCOBHO pOOOMU mMaA NPUCEBOEHHA ABMOPOBI
0C8imHbO-Keanihikayiiitno2o piena «mazicmpy. PodboTa BUKOHAHA SKICHO Ta Ha
BUCOKOMY PpIBHI, CTYIAEHT HPOJEMOHCTPYBAaB JOCTAaTHIA pIBEHb TEOPETUYHOI
MITOTOBKM Ta CPOPMOBAHUX NPAKTUYHUX HABUYOK B 00JIaCTI Cy4acHHX

1H(OpMaLIHUX TEXHOJIOTH. 3aCIyroBy€e OUIHKU « BIIMIHHOY.
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PELIEH3IA
Ha aTecTallillHy BUNIYCKHY Po0OTY
Crynenta ['poHchbkuit Onexcannp AHAPIHOBUY

dakyapTeT aBTOMaTH3AI] 1 IHQOPMAIIWUHUX TEXHOJIOTINA
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BucHOBOK 1Tpo BiAMOBIAHICTH 3aBAaHHIO: p0O0Ta BUKOHAHA Y MOBHIN BIAMOBIIHOCTI
JIO 3aBJIaHHS 1 Y BCTAHOBJIEHUH TEPMIH .

AxkrtyanbHicTh 00panoi Temu: CtBopenHs 3D mytepa Ha Unreal Engine 5 (UES) —
1I€ 3aXOILTIOI0YNI BUKJIUK V CBITI TeiIMIEBY, B AKOMY IIepeaoBl rpadidHi TEXHOIOTI],
Bkiaroyaroyn Nanite Virtualized Geometry Ta cucremy cBiTia 1 TiHed Lumen,
HAJIAI0Th MIAJIEHO IIUPOKI MOKIIMBOCTI I BTUICHHS 3aXOILTIOIOYHMX ITPOBHX CBITIB.
3a_cBo€r mepenoBicTio, BunymieHMA vy 2021 pomi, UES cra€e  BaKJIMBUM
IHCTPYMEHTOM JUIA PO3POOHHMKIB, a MOro 1HTYITHBHO 3PO3YMILJIl 1HCTPYMEHTH
BI3yaJILHOT'O IIPOrpaMyBaHHs COPHUIIOTH TBOPUYOMY BTUICHHIO 1JIEM Ta KOHIICIIIN B
MEXKax T'PH.

[Ipaktruune 3HaueHHs poboTH: po3podka 3D myrepa Ha Unreal Engine 5 (UES) mae
IIPAKTUYHE 3HAUYCHHS B rayy3i reimacBy. BukopucranHs nepeloBUX TEXHOJIOTIH,
takux K Nanite Virtualized Geometry 1 Lumen, Hafae MOKJIUBICTb CTBOPIOBATH
ITpH 3 Bpakarouor rpadikor Ta peamictuuHicTiO. Po3pobka Ha UES nos3soise
CTBOPIOBATH 1HHOBAIWMHI Ta KOHKYPEHTOCIPOMOJKHI HOPOAVKTH, a BI3YaJbHE
[IpOrpaMyBaHHs HaJac THYYKICTD JUIA peajii3alii TBOPUYUX 1aei.

SAxicTb opopMIIeHHsI poOOTH: BUIIYCKHA poO0Ta 0QOpMIEHUH V BiANO-BIIHOCTI JI0
MIIOYMX HOPMATHUBHUX JOKYMEHTIB Ta METOIMYHMX BKA31BOK JUId CTY-IEHTIB
creriansHocTl 122 «KHy

3ayBakeHHsI Ta MoOaKaHHs: 3ayBa)KEHb HE BUSBJICHO

3aranbHUil BUCHOBOK CTOCOBHO pOOOTH Ta HaJaHHS aBTOPOBI OCBITHBOTO CTYIEHS
“marictp”: poboTa BHKOHAHAa Ha BHUCOKOMY piBHi, CTYJEHT IPOJIEMOHCTPYBAB
BHCOKMH pIBEHb TEOPETUYHOI IMIATOTOBKHU Ta C(OOPMOBAHUX NPAKTHYHUX HABUYOK B
00J1acTi cyyacHHUX 1HGOpMALIMHAX TEXHOJIOTIN. 3aCIyTOBY€ OILIIHKH «BLIMIHHO).

Penienzent / npod., K.T.H., TepeHTbeB 0.0.  /
(migrmuc) (HayKOBHH CTyIiHb, BY€HE 3BaHHS, IIPI3BHIIE Ta iHILIAIN)
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BCTYII

[HAYyCTpist KOMIT'IOTEPHUX 1rop BUHUKIA B cepeauHi 1970-X pokiB 1 Bxke
JOCsITJIa BEJIMYE3HUX PO3MIpIB, HAJAIOUM JIOXOAY B KUIbKa MIUIBAPIIB J0JapiB
iopiyHo. Lle mosicHI0EThCS MOMMPEHHSIM KOMITIOTEPHHUX TEXHOJIOT1H Ta PO3BUTKOM
[aTepHeTy, 1Mo 3poOuI0 KOMMO'IOTEpHI irpy OUIBII AOCTYMHUMHU AJis KIHIIEBOTO
KOpHCTYyBaya.

Jlnia TpaBiiB, m00 MPOCTO HACOJOIKYBATUCA TPOIO, MOTPIOHO MATH JIMILE
KOMI'TOTep a00 iIrpoBy MPHUCTABKY Ta KOIMiO IPU. 3aBASKU HIMPOKOMY MOIIUPEHHIO
Mepexi [HTepHeT, oTpuMaTH KOMII0 TPH MOXIIMBO HABITh HE BUXOISYH 3 JIOMY.
binbiie Toro, cnoxuBayaM He TOTPIOHO MaTH CIELiaTbHUX 3HAHB JJIs BUOOPY IpH,
0 BIAPI3HSAE iX BiJ IHIIWX BHJIB PO3Bar, J¢ 4acTo MOTpiOHA MEBHA EKiIipoBKa.

BaxxnuBo 3ayBaxuTH, 110 KOMI'TOTEPHI1 I'PU BTPATUIIN CBOE MO3UIIIOHYBAHHS
AK TpocTo 3aci0 BiamoynHkKy. ChOTOJHI 3a JOIMOMOIOI ITPOBHUX TEXHOJOTIN
CTBOPIOIOTHCS CHEIiaJIbHI CUMYJISILIMHI KOMIUIEKCH JIJI1 HAaBUYAaHHS Ta TPEHYBaHHS
daxiBUiB y PI3HUX Taly3sX, BiJ JICOPYOIB 1O TMIJIOTIB PEAKTUBHUX JIITaKiB.

Ha xanp, B Ykpaini irpoBa iHAyCTpis pO3BHHEHA MEHIIIE TOPIBHSIHO 3 IHIIUMHU
KpaiHaMH TIOCTPAJIHCHKOTO TMPOCTOPY 4Yepe3 TI3HE NPUUHATTS KYyJbTYpH
KOMIT'FOTEpHUX po3Bar. HaBiTh mpu 3pocTaroyoMy MONUTI, KIIBKICTh YKPATHCBKUX
PO3pOOHUKIB, SIKI MOKYTh KOHKYPYBAaTH Ha MD)KHAPOJHOMY PHUHKY, 3aJIMILAETHCS
00MEKEHOIO.

HaiiG1nbp1m BigoMi yKkpaiHChKi KomnaHii y 1l cdepi - 4A Games 1 GSC Game
World. 4A Games Bunyctuiim nonyJsipHy cepito irop "Metro", siky rpatoTh JIFOIH4 3
ycboro cBiTy. GSC Game World cnaButhces cepieto "Kozaku" ta "S.T.A.L.K.E.R.",
0CO0JIMBO TOMYJIAPHOIO B MMOCTPATHCHKUX KpaiHax.

€ 1HmN yKpaiHChKI PO3POOHUKH, ajieé iM BaXKO TPUBEPHYTH BEIUKY
ayIUTOpI0. YKpaiHa TakoxX € JoMiBKoro Juis ABoX cTynii Ubisoft Entertainment,
K1 aKTUBHO TIPAITIOIOTh HAJl BEIMKUMH ITPOBUMH MTPOCKTaAMHU.

Po3BuTOK TEXHONOTIH Yy 1bOMYy HampsAMKy B YKpaiHi BBaKa€TbCs
nepcreKTuBHUM. BumyckHa kBamidikaiiiiiHa poOoTa cHpsMOBaHa Ha PO3POOKY
KOMI'TOTEPHOI rpu Ha 0asi Unreal Engine 5.

3aBnaHHs  BKJIIOYAIOTh BHUBYEHHS OCOOJIMBOCTEN IIYTEPiB, PO3POOKY
CILICHApII0 Ta KOHIleNIli, BUOIp 3aco0iB peasi3allii, MIATOTOBKY aHIMAIli Ta
peaizalliio camoi rpH.
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PO3JL1 1. TOCJLI)KEHHS )KAHPY KOMIT'IOTEPHUX ITOP
«IIIYTEP», OI'JISIA PI3BHOMAHITHUX TEXHOJIOI'TH
PO3POBKU KOMIT'IOTEPHUX ITOP TA BUBIP
KOHKPETHOI TEXHOJOTH JJIs1 PEAJIBALI TPOEKTY

1.1. JocaigxeHHS xKAHPY KOMII’OTEPHHUX irop «myrep»

Kowmm'roTepHi irpu y xaHpi "mrytep" € KII0YOBUM €JIEMEHTOM T€HMIHTOBOi
iHycTpii. [XHg nomynapHicTs moyanacs B cepeuHi 1970-X pokiB i, 3 THX Mip, cTana
3HAYYIIO Taldy33i0 3 MUIbApJaMu MpuOyTKy 1mopiuno. Ile mocmimkeHHs
MIPUCBSIYCHO aHAII3y 1CTOPii, 0COOIMBOCTEN Ta BIUIMBY I[bOTO JKaHPY.

1.1.1. Icropis Ta EBosronist

XKaup "mytep" B ictopii Bimgeoirop 3'siBuBcs B cepeauHi 1970-x pokiB i
IPOWIIOB Bpa)KalOUMW ILISAX €BOJIOLII Ta po3BUTKY. IlouaTkoBO 1e Oynu mpocTi
apkaau 3 a0CTpakTHUMH TpadlYHUMH €JIEMEHTaMHu, /e TpaBellb MaB CTPUISITH MO
MILIEHSAX. 3 PO3BUTKOM TEXHOJIOT1H Ta rpadiyHUX MOKJIMBOCTEH KaHpP CTaB OLIbII
peaiCTUYHUM.

puc. 1.1. mepumii myrtep y cBiti - Maze War

[Tepmi "urytepu" BUKOPUCTOBYBAJIMCS JJII HaBYaHHS BINCHKOBHX Ta
MOJIIIIEUCHKUX, 1 JIMIIE TOTIM BOHHM TMEPETBOPIIIMCS HA pPO3BaxaibHi irpu. B
cepenuni 1990-x pokiB Bunukiau nepmi 3D "mrytepu", ski Hamamu TpaBleBi
MO>KJIUBICTh IMMEPCUBHOTO 3aHYPEHHS B ITPOBUIA CBIT.
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3 mosBow iHTepHeTYy y 2000-X pokax MYIbTUIUICEPHI PEKUMHU CTaH
craugaptoM s "mytepiB". Lle BIAKpUIO HOBI MOXJIMBOCTI MJis TPaBIB,
JI03BOJISIIOUM M 3MaraTtucs 3 IHITUMU TPABISIMHU 3 YCbOTO CBITY.

CyuacHi '"mytepu" BUKOPHCTOBYIOTH BHCOKOTEXHOJIOT1UHI rpadivni
pillIeHHs, BIPTyaJdbHy Ta pPO3IMIUPEHY pPEaNbHICTh, a TaK0X BHCOKY CTYIiHB
peanizmy. JKaHp MOCTIHHO BIIOCKOHATIOETHCS Ta aJaNTY€eThCS 0 MOTPeO TpaBIIiB,
10 CBITYUTH MIPO HOT0 BEIUYE3HY MOMYJISIPHICTh Ta BAXKJIMBICTD y CBITI BIJCOITOP.

1.1.2. Xapakrepuctuku "lllyTtepiB"

XapakTepuCTUKH "HIyTepiB" B KOMIT'IOTEPHUX Irpax BU3HAYAIOTH Il JKaHP

SK BEJUKOI0 KaTEropi€ro irop, mo 0a3yeThbCsi HA BOTHEBUX CIEHAX Ta aKTUBHOMY
3aJIy4eHHI rpaBlsl B IHTEHCUBHI OOMOBI MOI1.
OpHi€er0 3 KIIOYOBUX XapaKTEpPUCTHK € JuHaMika reimmuiero. "[lyrepu"
BIJIPI3HSIIOTHCA IIBUAKUM TEMIIOM, JI€ TpaBellb NOBUHEH MPUHAMATH pIIIEHHS 3a
JIOJIF0 CEKYHJIM, PEaryroud Ha BOPOXKI aTaKu Ta 3MIHIOIOYU TAKTHKY Y peaIbHOMY
yaci. [{g4 nuHaMika CTBOPIOE HANpY’KEHI Ta 3aXOIUIIOI0Yl MOMEHTH, JI€ KOXKEH
BUCTP1JI MOXKE OyTH BUPIIIATbHUM.

[HII0I0 Ba)KJIMBOIO XapaKTEPUCTHKOIO € PEaiCTUYHICTh BOTHEBUX CIIEH Ta
30poi. bararo "urytepiB" nparHyTh MakCUMaJbHO TOYHO BiJI0OPAa3UTH PEATIbHICTD,
BUKOPHCTOBYIOUYH PI3HOMAHITHI MOJIeJIi BOTHENAIbHOI 30p0i Ta 11 XapaKTEepUCTUKH.
Ile BKitOUae B ceOe peasicTUYHy MOJENb MOCTPLTY, Epe3apsIKy Ta BILUIUB PI3HUX
THUIIIB 30pOi HA TEUMILICH.

MynbTUIUIEEPH] PEXUMH € 1€ OJHIEI0 BHU3HAYAJIBHOIO XapaKTEPUCTUKOIO.
['paBIii MOXKYTh 3MaraTucsl OJWH MPOTH OJHOTO a00 y CKJIaJll KOMaH]l B OHJIANH-
OaTanisix, pO3BUBAIOYM TAKTUYHI Ta cTpaTeriyHi HaBuuku. Lle momae comianbHMiA
aCIeKT 1rop, J03BOJISIOUN IPaBIISIM B3aEMOJIISITA Ta KOHKYPYBaTH M1 COOOI0.

XapakTepucTuku rpadiku TakoX BaxumBl 1as  "mytepiB". Bucoka
JeTanizalis 1 peajiCTUYHICTh Trpadiku AOMOMararoTb CTBOPUTH IMMEPCUBHE
BpaXXEHHS BIJl ITOPHOTO MPOLECY, 3aHYPIOOYM TpaBls B (PAHTACTUUYHHMI CBIT
OOMOBHUX Omeparii.

3aranpHa XapakTEepPUCTHKA "IITyTepiB" MoJsirae B iXHbOMY BIUIMBI HAa PO3BUTOK
HABUYOK TPABIIB, TaKUX SK KOOPIMHAINS PYXIB, CTpaTeriuHe MMHCICHHS Ta
peakmiitHicTe. llelt >kaHp TPONOBXKYE 3aIUIIATUACA TMOMYJSAPHUM 3aBISKU
MOETHAHHIO THTEHCUBHOCTI TPH Ta COIIATIbHOT B3aEMO/IIT MI>K TPaBIISIMHU.

1.1.3. Honyaspni Irpu Ta Cepii

VY cBiTI KOMO'IOTEPHUX IrOp ICHYy€e Oarato MOMyJSPHUX cepiil "He OHIailH
mryTepiB", SKi HaJarOTh TPABISIM MOXJIMBICTH HACOJIOKYBATHUCS 3aXOIUIIOOYUM
reiMIieeM 0e3 TPUB'SI3KU 0 MepexkeBoro 3'eqHaHHs. OjHIE0 3 Takux cepid €
"BioShock".

"BioShock" Biji3HayaeThCs yHIKATBHUM MTOEAHAHHAM CTPUILOU Ta POJILOBOIO
enemMeHTa. ['paBlli po3ropTaloTh CIOKET B aTrMoc(epHOMY MiJIBOJHOMY CBITI, J€
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KOXKHE PIIIEHHS BIUTMBAE HA TOJAIBIINKN XA momii. ['pa oTpumana BU3HAHHS 3a
CBOIO HeTIepeBepIeHy aTMOochepy Ta KpeaTUBHHM IMiIX1]] 10 TeMMIn3aiiHy.

Puc. 1.2. BioShock

[Hmoro  3axommorouoro  cepiero € "Far  Cry". I'paBui  MOXyTb
HACOJIOM)KYBATHUCSI BEJIUKUMHM, BIJKPUTUMHU CBITAMU Ta BUKOPHUCTOBYBATU PI3HI
cTpaterii ajis mojoyiaHHsg BOpPOriB. CIOXKETH, IO PO3TOPTAIOTHCS B €K30THUHUX
MICIISIX, 1 BEJIUKA KUIBKICTh JOCTYITHOI TEXHIKH JTOJAIOTh TPl 3aXOIUTIOIOYOCTI Ta
PI3HOMAaHITHOCTI.
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"DOOM" - knacwuHa cepis "He OHJAMH UIyTepiB", sKa BU3HAYAETHCS
BHUCOKOIO JIMHAMIKOIO Ta eKIeHoM. ['paBiil B3siu Ha cede posb Doom Slayer, mo6
Ooopotucst 3 0Oe3nmiuyio JeMOHIB Ha Mapci Ta B IHIIMX aJICBKUX JoKamiax. ['pa
CJIABUTHCS CBOEIO KPOBOMPOJIUTHICTIO Ta aAPECHAIHOBUM T'E€HMIIIICEM.

Puc. 1.4. DOOM
14



e oxniero HaA3BUYAMHO MOMYIISIpHOIO cepietro "uryTepiB” € "Resident Evil".
[ls ¢panmm3a BHU3HAYAETHCS SKICHUM KOMOIHYBaHHSM jKaxy Ta OOWOBOTO
reiimmero. "Resident Evil" meperBopunacsi 31 CBOiX CKPOMHHX TOYATKIB Y
TpaHI03HUM MPOEKT, MPUBEPTAIOUH YBAry IpaBIliB CBOEIO 3araJIKOBOIO CI0)KETHOIO
JHIEIO Ta CTPAXITAMBUMH MOHCTPAMHU.

RESIDENT EVIL
IDRECTOR'S CUT

I0N]

NOW SUPPDRYS THE

. DUAL SHOCK"
ANALOG CONTROLLER

-
rog
i
0 g
>~
Hee
all
M

CAPCOM
Puc.1.5. Resident Evil: Director's Cut

I'paBiii BiAIpaBIsSIOTHECS B TEMHI1, 3aHE0aH1 JIOKAII11, /Ie X 4YeKal0Th 3araJIKoBI
3arpo3u Ta TaeMHuYl ekcnepumeHTH. lllo pobutsr "Resident Evil" ynikampHOMO
cepiero - 1€ TOE€HAHHS CTPLIBLOM Ta po3rajyBaHHS TOJOBOJIOMOK, IO CTBOPIOE
HerepeadauyBaHy Ta HaIMPY>KEeHY aTMoc(epy AJis TPaBIIiB.

i cepii "umrytepiB" BIAMIHHO MIAXOAATH JJIA TPaBIIB, fAKI IIYyKalOTh
3aXOIUTIOOYUN  JTOCBIJT BiJ CTpUILOM, HE BHUXOJSYM B OHJIAWH-OUTBHU, 1
HACOJIOZXKYIOThCS CIO’)KETOM Ta arMoceporo rpu. BoHu miaTBepaXyroTh, 1110 1 0€3
MEpEXEBOro 3'€IHAHHS TeiiMepaM JOCTYIHO 0e3714 3aXOIUTIOIUUX MPUTOJT Y CBITI
"mryTepis".

1.1.4. BiuiuB Ha I'paBuiB Ta I'eliminroBy CnijibHOTY

By xanpy "urytep" Ha rpaBiiB Ta FeMMIHTOBY CIIJIBHOTY € BaXKJIMBOIO Ta
3HAYYIIO0 aCMEKTOM Y CBITI KOMITIOTepHHX irop. Lleit xaHp He nuine po3Bakae
rpaBIIiB, ajJI¢ TaKOXK BIUITMBAE HA 1XHI HABUYKH, COIlIAJIbHI B3a€EMOJI1 Ta CIIPUHHATTS
TEHUMIHTY.

OpHi€ro 3 KITIOYOBUX OCOOIMBOCTEH '"mHIyTepiB" € pO3BUTOK peakiliii Ta
CTpaTEeriyHOro MUCJEHHS TpaBliB. Bucoka auHamika 1 MIBHIKICTh TE€UMILIEIO
3MYIIYIOTh TPABI[IB HIBUJAKO NPUHUMATH pIIIEHHS Ta B3a€EMOJIATH 3 BEIMKOIO
KUIBKICTIO 1HQOpMalii B peanbHOMY yacl. Lle cnpusie mokpaiieHHio pediiekcis ta
3IaTHOCTI MIBUAKO aIaliTyBaTUCA 10 3MIH Yy Tpi.
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3 iHmoro Ooky, "myTepu" YacTo BKJIIOYAIOTh OHJIAWH-PEKUM, JI€ TPaBIl
B3a€MOJIIOTH OJIMH 3 OAHUM. Lle CTBOpIOE CIIpUSATINBE CepeAOBHUIIE AJIS COLIaTbHIX
B3a€MO/IIM, CIIJIKyBaHHS Ta (OpPMYBaHHS F€HMIHTOBUX CIUIBHOT. ['paBIili MOXYTb
00'eIHyBaTUCS B KOMaH/I1, KOHKYPYBaTH a00 CIIBIPALIIOBATH, 1110 CIIPUSE PO3BUTKY
KOMYHIKaTUBHUX HABUYOK Ta crpuse (GOpMyBaHHIO OHJIANH-IPYKOH.

Rt s
A & s == T

DREAMHACK

WINTER 2013

e
~
“a .
~
L T ~
-~
A ..._'

Puc. 1.6. mepmuii TypHip mo CS-GO y 2013 (onnaiin urytep)

3aranpHui BIUTUB "IIyTepiB" HA reMIHTOBY CIUIBHOTY TOJISATA€E B CTBOPEHHI
3aXOIUIMBUX Ta 3aXOIUTIOIOYMX BPAXKEHb JJIA TPaBIB, L0 JOJA€ JMHAMI3MY Ta
PI3HOMAHITTSI y CBIT KoMmm'toTepHuX irop. lleit xaHp BIUIMBae Ha KyJIbTypy
reMIHTY, CTUMYJIIOIOUY 3MIHU Ta IHHOBAILIIT, SIK1 TIATPUMYIOTh IHTEPEC JI0 TEUMIHTY
cepell pi3HUX MOKOJIIHb TPaBIIiB.

1.1.5. Tenpenuii Ta MaiiOyTHe

Tenpenuii Ta MailOyTHe >xaHpy "myTtep" B CBITI KOMIT'IOTEPHHX 1rOp
OOILSIFOTh 3aXOIUIMBI HOBOBBEAEHHS Ta TEXHOJIOTTYHHUM pO3BUTOK. OCTaHHIM YacoM
CIIOCTEPITA€ThCS PsiJi BU3HAUHMX TEHJACHIIM, SKI MOXYTh BU3HAYUTU MalOyTHE
IILOTO JKaHDPY.

OpHi€ro 3 KITIOYOBUX TEHJICHIINA € 3pOCTaHHS MOMYJSPHOCTI BIpTyaibHOI
peansHOCTi (VR) y "myrepax". I'paBili OTpUMarOTh MOXIJIUBICTH MOTJIUOICHOT
IMMepcii B Tpy, Je iXHi [ii Ta peakiiii CTaloTh OUTBII PEATICTUYHUMHU Ta EMOIIIHHO
HACUYCHUMU.

[Ile omHi€0 BAXIJIMBOIO TEHJCHINEIO € PO3BUTOK IMTYy4HOTO 1HTEneKTy (ILIT)
JUTSI CTBOPEHHST OLTBII CKJIAJTHUX Ta IHTEJICKTYaIbHUX OMOHEHTIB y rpi. Lle mo3Bosise
CTBOPIOBATHU OLIBII PEATICTUYHI Ta BUKJIMKOBI CUTYAIlIi 7Sl TPABIIIB, ITiIBUIIYIOYN
p1BEHb reHMILIEIO.

Mopaudikaiiist Ta mepcoHaIi3allisi TepoiB CTAOTh 1€ OJIHIEI0 TEHICHIIIETO, 10
Ha0yBae TMONyJsIpHOCTI. ['paBlli OTPUMYIOTH MOXKJIMBICTH aJanTyBaTH CBOI
MepcoHaX1 JO0 BJIACHUX BIOJ00AaHb, IO HajJae OlIblIe BIAYYTTS ydYacTi Ta
1HIMB1TYaJIbHOCTI Y TPi.

[lomo wmaiOyTHROTO "mHIyTEepiB", OYIKY€ThCS MOJAJbIE BIOCKOHAICHHS
rpagiyHUX TEXHOJOTIH, BUKOPUCTAHHS TEXHOJIOTIM INTYYHOTO IHTEJNEKTY Ta
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IPOJOBKEHHSI EKCIIEPUMEHTIB 13 CHOJYYEHHSIM pPI3HUX IrpOBUX >KaHpiB. Taki
TEHCHIIIT OOIAI0Th 3aXOIUIMBHUI PO3BUTOK KaHPY Ta HOBI MOKIJIMBOCTI JIsI TPaBIIiB
y cBiTI "uryTepin".

1.2. Orasjg pi3HOMAHITHMX TEXHOJIOTiH PO3pPOOKH KOMII’IOTEPHUX irop

OpHi€ro 3 KIIOYOBUX CKIIAJIOBUX KOMIT'IOTEPHUX 1TOp € iX pylIii - e 0a3oBe
nporpaMHe 3a0e3leueHHs, 10 BU3HAYa€ ixXHIM (QyHIaMEHT 1 BH3HAYa€ OCHOBHI
MIPUHIIAIKA PO3BUTKY Ta (QYHKIIIOHYBaHHs. [loXomkeHHs TepMiny "irpoBuil pymii"
MOB'sA3aHeE 13 3'ABJIICHHSM 1rOp, MOJIOHUX JI0 MEPIIOro IIyTepa cBoro yacy - Doom, y
cepeauni 90-x pokiB. B 1eli yac 3'sBUsMCS 1rpoBi pyIii, SKi CTaJIM DOCTYITHI JIJIS
CTOPOHHIX PO3pOOHUKIB Ta 3BHYAMHUX KOPUCTYBadiB Il EKCIIEPUMEHTIB 3
BJIACHUMHU ITPOBUMH KOHIICTI{ISIMHU.

IrpoBi pylii cTajiu TEXHIYHO BAOCKOHAJICHIIIIMMU Ta CKIAIHIIIUMHU 3 4ACOM,
a IXHI TporpaMHi KOJAM HAacCHMYE€Hl PI3HOMAHITHUMH acleKkTamMu Tpu. Bonu
BKJIIOUYAIOTh B ce0€ )KOPCTKO (hiKCOBaHI JIaH1, TaKl sIK irpoBa JIoTika, (hi3uka 00'€KTIiB
Ta MpaBwWia BIATBOPEHHS 00'€KTIB.

Pymiiii BU3HAya€e BENMKY KUIBKICTh CKJIQJOBUX TPH, 1 IX PI3HOMAHITTS
BHU3HAYA€ PI3HOMAHITHICTh BIPTYaJbHUX CBITIB, HABITh IPH BUKOPUCTAHHI OJTHOTO 1
TOTO X pyuris. IrpoBuii pyuriii BKItouae BCl HEOOX1/IHI aITOPUTMHU ISl CTBOPEHHS
Ta MPaBUIBLHOTO (PYHKI[IOHYBAHHS TPU.

CyyacHuil iIrpoBUil pUHOK TPOIOHY€E MIMPOKUI BUOIp IrpOBUX PYIIIiB, SKi
BIJIPI3HSIOTHCA MIATPUMYBAaHHMHM MOBaMH TpOrpamyBaHHS, (YHKIIOHAJIBHICTIO 1
BapTicTIO JdineH3i. Oaniero 3 nomyssipHux anbrepHatuB € Unreal Engine, Unity 1
Game Maker: Studio, KoXeH 3 SIKUX Ma€ CBOI IiepeBaru Ta 0COOJHUBOCTI.

Game Maker: Studio € irpoBumM pytriem, po3poOJeHUM Ta MiATPUMYBaHUM
koMmanielo YoYo Games. IlouatkoBo Hamucanuid Ha Delphi Ta mi3Hime
nepenucanuii Ha C#, e pyuiiil cTaB OJHUM 13 HAUOMYJISIPHIIIMX CEpeJl IrpOBUX
PYILIIiB AJi1 CTBOPEHHS ABOBUMIPHUX 1rOp JUIsl PI3HUX IIATHOPM.

OCHOBHOIO MOBOIO TporpamyBaHHs uisi poootu 3 Game Maker: Studio €
GML (Game Maker Language) - crmemiaapbHO po3po0jieHa TPOCTa MOBa
porpamMyBaHHs, CHOPsIMOBaHA Ha MOJETMIEHHA mpouecy po3pooku. Lle poduts
Py JOCTYITHUM JJIsl IHUPOKOTO KOJIa PO3POOHUKIB, HABITH ISl TUX, XTO HE Mae
BEJIUKOT0 JIOCBIY B MPOTPaMyBaHHI.

Game Maker: Studio nmo3Boisie CTBOPIOBATU iTpU IS Pi3HUX TIATHOPM,
BKJIIOYAIOYH TIOMYJISAPHI OmepaiiiiHi cHcTeMH Ta irpoBi KoHcom. Koro
HOMYJISIPHICTE OOyMOBJIEHA HE JIMIIE 3py4YHUM 1HTepdeicoM Ta MPOCTOTOIO
BUKOPUCTaHHA, ajie ¥ €(PEKTUBHUMH MOMXJIHBOCTSIMHU [IJII PO3POOKH SIKICHUX
ITPOBUX TIPOEKTIB.

Januii irpoBuii pyiuiii Mae KijibKa BEpCiil MOMIUPEHHS:

* Trial;

* Desktop;

* Web;

* UWP;

* Mobile.
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Koxwna 3 nux Bepciit (kpim Trial) BinpizHsaeTscs muiatdopmoro, ajs sikoi Oyie
ctBopeHa rpa. Bepcis Trial € 0e3KOIMTOBHOIO 1 HATAETHCS I THUX, XTO XOUe
CIOYaTKy BHIIPOOYBAaTH ITPOBUM pyIIil, Mae psag OOMEXeHb Ha KUIBKICTh
BUKOPHCTOBYBAaHUX B I'pl 00'€KTIB, a TAKOXK TO3BOJIIE KOMITIITIOBATH MPOEKT TIITBKU
JUIS TECTY Ha omeparliiaiil cuctemi Windows.

Unreal Engine - irpoBwii pymiiii, po3po0JieHnii Ta MiATPUMYBaHUI KOMITaHI€I0
Epic Games, 3100yB CBOIO MOMYJISPHICTH MICHS BUITYCKY MEPIIOi IpU HA IIiH
miatgopmi, "Unreal", y 1998 potii. 3 Toro yacy pi3Hi Bepcii py1irisi 3aCTOCOBYBAJIUCS
IIPU CTBOPEHHI OB SIK COTHI IrOp Ta IMPOEKTIB.

Hanmcanuii moBoto nporpamyBanns C++, Unreal Engine Hajiae MOXIIMBICTh
PO3pOOKHU BiACOIrOp JJISI PI3HUX OMEpAIliiHUX CHUCTEM 1 IIaThopM, BKIHOYAIOUU
Microsoft Windows, Linux, Mac OS, Mac OS X, koncoii Xbox, Xbox 360, Xbox
One, PlayStation 2, PlayStation 3, PlayStation 4, PSP, PS Vita, Wii, Dreamcast,
GameCube, a TakoX MJId NPUCTPOIB, IO MPALIOIOTh MiA ynpasiiHHAM 10S i
Android.

Pymiii miaTpumMye MOJIYyJIbHY CHUCTEMY KOMIIOHEHTIB I MOJIETIIEHHS
NOPTYBaHHA Ta NIATpUMY€e pi3HI cucreMu penaepunry (OpenGL, Direct3D,
Pixomatic), aymioBinTBopeHHs (DirectSound3D, EAX, OpenAL), romocoBoro
BIJITBOPEHHSI TEKCTY, PO3MI3HABaHHS MOBH, MOAYJI JIJIi MEPEKEBOI B3a€MO/IIi Ta
npuctpoiB BBeneHHs. Unreal Engine goctymHuii Ge3KOIITOBHO, aje KOMIIaHIi-
PO3pOOHUKY HEOOX1HO BiJIJTaBaTH M'SITh BIJCOTKIB BiJ MPUOYTKY 3 MPOJAXKIB TPH,
SKIIO TXHIN MIOKBapTabHUM puOyTOK nepesuirye 3000 gonapis.

Unity - e BUCOKOC(EKTHBHHUI 1HCTPYMEHT JIJISI PO3POOKH irop, 110 BOJIOJIIE
MIMPOKUM  (YHKLIOHATIOM 1 KOPHUCTYETbCS BEJIMKOIO MOMYJISPHICTIO Cepen
PO3pOOHUKIB. 3aBASIKM I[LOMY PYIIII0 MOXXHA CTBOPIOBATH SIK TBOBUMIpHI, TaK 1
TPUBUMIPHI ITpU, a TAKOX JOJATKH, IO MPAIIOI0Th HAa PI3HUX OMepariiHuX
cucremax, Takux sk Windows, OS X, Windows Phone, Android, Apple 10S, Linux.

Unity Takox mOiATpUMY€ IrpoBI NpHUCTaBKH, Taki Ak Wii, PlayStation 3,
PlayStation 4, Xbox 360, Xbox One, a Takox MotionParallax3D pgucmei,
OpU3HAYEH1 JUIsl BIATBOPEHHS BIPTYyaJIbHUX ToJjiorpaM. MOKIIMBICTh CTBOPEHHS
JOAATKIB JJIS 3alyCKy B Opay3epax 3MIMCHIOETHCS 3a JOTIOMOTO CHEIiaJbHOIO
moxaynst Unity Web Player, a Takox texnosnorii WebGL.

Ocranni Bepcii Unity BKIIOYAIOTh MOMJIMBICTH PO3POOKH JTOMATKIB ISt
OKYJISIPIB BIPTYyaJIbHOI PEAIbHOCTI, 110 pOOUTHh HOTO Cy4aCHUM 1HCTPYMEHTOM JIIsI
CTBOPEHHS 1rOp Ha TepeaoBoMy piBHI TexHousorii. Pemaktop Unity mpuBatiroe
CBO€I0 MPOCTOTOI0 3aBlsku Drag & Drop iHTepdelicy, sSKHil A03BOJISIE JIETKO
HAJAIITOBYBAaTH BIKHA JUIsI 3pYYHOrO HAJAaro/UKeHHs Tpu Oe3locepeHhO B
cepenoBuIlll po3poOku. Pymriit miaTpumye aBi crieHapHi moBu: C# Ta JavaScript
(Momudikallisg), MmO HATAE PO3POOHUKAM THYYKICTH y BHOOPI MiTXOJSIIOTO
IHCTpYMEHTY 171 mporpamyBaHHs. OOuMciieHHS (i3UKM 3I1MCHIOIOTHCS  3a
nonomoroto (izuunoro pymrist PhysX Big NVIDIA, mio 3a6e3nedye BUCOKUM piBEHb
peanizMmy (i3U4HOI MOJEI B Ipi.

[IpoexT B Unity opranizoBaHuil y BUTJIA/II CIIEH (PIBHIB) - OKpeMHX (aiiiiB,
K1 BKJIIOYAIOTh B ceOe irpoBi CBITH 3 BJIACHUM HA0OpOM OO0'€KTIB, CIIEHaApiiB Ta
HajamrtyBadb. ClEHU MOXKYTh BKIIIOUATH K caMi 00'eKTH (MOJel), TaK 1 MOPOXKHI

18



IrpoBi 00'€KTH, SIKI HE MAIOTh CBOET MOJeNi, Bimomi ik "myctymiku". Koxxen 00'exT
MICTUTh HaOlp KOMIIOHEHTIB, 3 SAKHUMH B3a€MOJIIOTh CKPHUIITH, HAJAaI0uu
pPO3pOOHMKAM THYUYKICTh Y BU3HAUCHHI MOBEAIHKU 00'€KTIB y Tpi.

Unity mpomnoHye O€3KOIITOBHY BEpCil0, a TaKOX YOTHPU Pi3HI 30IpKU -
craggaptHy Unity, Unity 10S Pro, Android Pro i komannny minensiro. L{i Bepcii
BIJIPI3HAIOTHCA SIK BApTICTIO, Tak 1 (yHKIIOHAIBHICTIO. be3komToBHa Bepcis Mae
00OMEKEHHS, MPOTe PO3POOHUKU MOXKYTh MOIIMPIOBATH CBOI ITpU, SKIIO PIYHHIMA
noxig He mepeBuimrye 100 000 pomapiB. Unity 5, 30kpema, Buaaiuia Oarato
oOMexeHb I 0€3KOIITOBHOI Bepcii, ajie yMOBa OOMEXEHHSI PIUHOTO JI0XOy BCE
1I€e €.

Unity 1 Unreal Engine Ha cbOroJHIIIHIN JIEHb € JBOMAa HAUMOMYISPHIIIMMHU
irpoBuMu pytrisiMu. KokeH 13 HUX Ma€e CBOI repeBard, 1 BUOip MiK HUMHU 3aJI€KUTh
BiJl KOHKPETHHX MOTpPed pO3pOOHMKA Ta XapaKTEPUCTHK TIPH, SIKY BiH IUIAHYE
CTBOPHTH.

Sk1o BUHMKae notpeda CTBOPUTU MOOLITBHY Ipy, Unity cTaHe onTUMaIbHUM
BubopoM. Lle miaTBepmaxkyeThes nepeBaramu Unity cepesl po3poOHHUKIB MOOUTEHUX
1rop Ta IUPOKUM CHEKTPOM IUIATIHIB, K1 JJO3BOJISIOTH JIETKO 1HTErpyBaTH HATHBHI
MO>KJIMBOCTI MOOUIBHUX IUIATQOpPM: peKiiamMa, BHYTPIMIHI MOKYIKH, aHAIITHKA,
TeMIHTOBI1 IIEHTPH TOIIIO.

SIkmio Bama Mera - po3poOka ABOBHMIpHOI Ipu, Unity TakoX BUSBHUTHCA
BIJIMIHHUM BHOOPOM, OCKIJIBKH L€ pyIIiii Haga€ BUCOKUM PiBEHb MIATPUMKH IS
CTBOPEHHS TPaBIliB y CBIiTI ABoBUMIpHUX irop. Xoua Unreal Engine namaraerbcs
NPUBEPHYTU PO3POOHHUKIB MOOUIBHMX JOJAaTKIB, OOIISM0YM 1Ie  OuIblie
MOJKJIMBOCTEHN JJIs1 ABOBUMIPHUX 1rOp.

Sxuro Barra Meta - po3poOka KpacuBoi TpuBUMipHOi TpH, To Unreal Engine 5
Oyne kpaiuM BUOOPOM, OCKUTBKY 1IeH pyIIiil BUXoAuTh onepeny Unity y po3po0iri
Bineorpadikn Ha HacrynHoMmy piBHI. Opnak Unity TakoX € MOTYKHUM
IHCTPYMEHTOM JJIs1 CTBOPEHHSI TPUBUMIPHHUX 1rOp, X04a oro rpadiyHi MOKIUBOCTI
He aocaratoTh piBHs Unreal Engine 5.

Unreal Engine 5 Bpaxae cBo€r0 BOY/IOBaHOIO CHCTEMOIO MOCTOOPOOKH, sIKa
J03BOJISIE BaM HE JIMIIE 3aCTOCOBYBaTH bloom-e(deKT, TOHyBaHHS 1 311aJ)KyBaHHS
710 BCIET CIIEHU TJI00ANIbHO, ajle i TOYHO HANaIlITOBYBATHU L1 €(PEKTH i OKPEMHUX il
YaCTHH 3aBIsku KomMmoHeHTy PostProcessVolume. V Ttoit gac, sik Unity mpononye
CTEK MOCTOOPOOKH, MOCTYIMHHM JIJIsi 3aBaHTAXKEHHSI 3 Mara3uHy PECypcCiB pyIIIis,
BXXJIMBO BiJ3HAYMTH, 1m0 cuctema B Unreal Engine 5 BUX0oauTh 3a MeXi, HaTal0uu
Oiunpiie rHy4YKoCTi. TyT eeKkTu MOXkKHa 3aCTOCOBYBATH SIK Uepe3 CTEK, Tak 1 uepes
CKpUIITH, HAJar049M pO3pOOHMKAM OUIbIIe KOHTPOJIO HAJl Bi3yaJIbHUM BUTJIISIOM
TpH.

lono moB mporpamyBanHsi, Unreal Engine 5 BUKOPUCTOBY€E MOTYKHY MOBY
nporpamyBaHHsi C++, 10 BIAKpUBAaE Oe3MEXHI MOXKJIHUBOCTI JIJiI PO3POOHUKIB,
0COOJIMBO THX, XTO 3BUK JO OUIbII HU3bKOPIBHEBOTO MPOrpaMyBaHHs. 3 1HILIOTO
0oky, Unity Bu3Hauyae cBOIO OCHOBHY MOBY sik C#, 1110, X04a i HaJae 3py4yHuil Ta
ebekTUBHUN 1HTepdeiic s po3poOKH, BUSBISETHCS MEHII MOTYXKHOK Y
nopiBHsHHI 3 C++. Bubip MK HUMH ABOMA PYILIISAMH MOXE 3aJ€XKaTH BIJ
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0COOMCTUX BITOJI00AHb Ta KOHKPETHUX MOTPeO PO3pOoOHUKA, OCKUTBKHA KOKHA MOBA
MAa€ CBOi yHIKaJIbHI IEPEBary.

Taxox Unreal Engine 5 npomnoHye pilieHHs A THX, XTO YHUKAE BXOJKCHHS
y Bucokuit nmopir C++. Blueprint - e penaktop Bi3yalbHOTO CKPUIITYBaHHS, KU
TEXHIYHO JI03BOJISIE PO3POOHMKY YHHKHYTH HamucaHHs Oyab-skoro kxoxay. Lle
0CO0JIMBO 3pYYHO AJIS IMIBUAKOTO CTBOPEHHS MPOTOTHUIIIB Ta, PU IIOMY, Bi3yallbHE
ckpuntyBanHa B Blueprint 3a0esnedye M0CTaTHBO IMOTYXHI MOXKIJIMBOCTI JIJIst
MOBHOIIIHHOT po3po0KH Bizeoirop. ¥ nopiBHsHHI 3 Unity, sskoMy BiICYTHs BiacHa
cucteMa BizyasbHOro ckpunryBanHs, Unreal Engine 5 Hanae 110 MOXJIUBICTD, Ta
HaBITh HOTO BIAKPUTHIN KOJI pOOUTH HOTO MPUBAOIHMBUM ISl IPOTPaMICTIB.

Kpim Toro, nis nporpamictiB Unreal Engine 5 mae 1ie oiuH BaxXJIMBUI TLTIOC
B nopiBHAHHI 3 Unity - 11€ BIAKPUTHUM KOJI.

O6pano Unreal Engine 5 ayis po3poOKu MpPOEKTy yepe3 MOoro MoTyKHUM
(yHKLIOHAT y CTBOPEHHI TpHUBUMIpHUX Biaeoirop. Ilmanyerscs po3poOka
TPUBUMIPHOT KOMI'toTepHOI rpu i matdopmu PC, 1 came ne pymii 103BoJisge
€(EeKTUBHO BTUIMTH PI3HOMAHITHI KOHULEMNLIi y TPpUBUMIpHUX irpax. JlogaTkoso,
BUKOPHUCTaHHS Bi3yalbHOTO cepenoBuiia po3poOku ckpunrtis (Blueprints) B Unreal
Engine 5 00i1si€ moermuTH nepiii KpoKH y po3poOI1li KOMITIOTEPHUX 1rop.

1.3. Tab6auus Hai monyasipHimmx irop Ha pywisix Unity ta Unreal Engine

I'pa Buaaseupb JlaTa Bblmycka Pymii
Hearthstone: | Blizzard Windows, macOS: Unity
Heroes of Entertainment 11 Bepesns 2014
Warcraft
10S:
16 KsiTusa 2014
Android:
15 I'pynus 2014
Cities Skylines | Paradox 10 bepesus 2015 Unity
Interactive
Cuphead StudioMDHR 29 Bepecns 2017 Unity
Entertainment
Pillars of Paradox 8 Cepmias 2019 Unity
Eternity Interactive
Pokemon Go Niantic 6 Jlumas 2016 Unity
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https://ru.wikipedia.org/wiki/Paradox_Interactive
https://ru.wikipedia.org/wiki/Paradox_Interactive
https://ru.wikipedia.org/wiki/10_%D0%BC%D0%B0%D1%80%D1%82%D0%B0
https://ru.wikipedia.org/wiki/2015_%D0%B3%D0%BE%D0%B4_%D0%B2_%D0%BA%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D1%8B%D1%85_%D0%B8%D0%B3%D1%80%D0%B0%D1%85
https://ru.wikipedia.org/wiki/2017_%D0%B3%D0%BE%D0%B4_%D0%B2_%D0%BA%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D1%8B%D1%85_%D0%B8%D0%B3%D1%80%D0%B0%D1%85
https://en.wikipedia.org/wiki/Paradox_Interactive
https://en.wikipedia.org/wiki/Paradox_Interactive
https://ru.wikipedia.org/wiki/Niantic

Subnautica Unknown Worlds | Windows, macOS: Unity
Entertainment 14 Tpynus 2014 (paumiii
JIOCTYII)
23 Ciuns 2018 (moBHa
BepCis)
PlayStation 4, Xbox One:
4 I'pynns 2018
PS5, Series X/S, Switch:
14 Tpasusa 2021
Kerbal Space | Squad 27 KBiths 2015 Unity
Program
Take-Two
Interactive
Private Division
S.T.ALKE.R. | GSC Game PC, Windows, Xbox Unreal Engine
2: Heart of World Series X/S 5
Chornobyl 2024, B po3po0Oiti
Atomic Heart | Mundfish PC, PlayStation 4, Xbox | Unreal Engine
One 4
21 JTrotumit 2023
Five Nights at | Steel Wool PC Unreal Engine
Freddy’s: Studios 17 I'pynens 2021 4
Security
Breach
ArcheAge Il XL Games PC, Xbox One Unreal Engine
2024, B po3po0iri 5
Hogwarts Avalanche PC, Windows, PlayStation | Unreal Engine
Legacy Software 4, PlayStation 5, Xbox 4
One, Xbox Series X/S
10 JIrotuii 2023
Grand Theft Rockstar PC, PlayStation 4, Xbox | Unreal Engine
Auto: The Games, Grove One, Nintendo 4
Trilogy — The | Street Games Switch, Android
Definitive 11 JIucromax 2021

Edition
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https://ru.wikipedia.org/wiki/Unknown_Worlds_Entertainment
https://ru.wikipedia.org/wiki/Unknown_Worlds_Entertainment
https://ru.wikipedia.org/wiki/Squad
https://ru.wikipedia.org/wiki/Private_Division
https://ru.wikipedia.org/wiki/S.T.A.L.K.E.R._2:_Heart_of_Chornobyl
https://ru.wikipedia.org/wiki/S.T.A.L.K.E.R._2:_Heart_of_Chornobyl
https://ru.wikipedia.org/wiki/S.T.A.L.K.E.R._2:_Heart_of_Chornobyl
https://ru.wikipedia.org/wiki/GSC_Game_World
https://ru.wikipedia.org/wiki/GSC_Game_World
https://ru.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D1%81%D0%BE%D0%BD%D0%B0%D0%BB%D1%8C%D0%BD%D1%8B%D0%B9_%D0%BA%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80
https://ru.wikipedia.org/wiki/Windows
https://ru.wikipedia.org/wiki/Xbox_Series_X/S
https://ru.wikipedia.org/wiki/Xbox_Series_X/S
https://ru.wikipedia.org/wiki/Atomic_Heart
https://ru.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D1%81%D0%BE%D0%BD%D0%B0%D0%BB%D1%8C%D0%BD%D1%8B%D0%B9_%D0%BA%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80
https://ru.wikipedia.org/wiki/PlayStation_4
https://ru.wikipedia.org/wiki/PlayStation_4
https://ru.wikipedia.org/wiki/Xbox_One
https://ru.wikipedia.org/wiki/Xbox_One
https://ru.wikipedia.org/wiki/Five_Nights_at_Freddy%E2%80%99s:_Security_Breach
https://ru.wikipedia.org/wiki/Five_Nights_at_Freddy%E2%80%99s:_Security_Breach
https://ru.wikipedia.org/wiki/Five_Nights_at_Freddy%E2%80%99s:_Security_Breach
https://ru.wikipedia.org/wiki/Five_Nights_at_Freddy%E2%80%99s:_Security_Breach
https://ru.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D1%81%D0%BE%D0%BD%D0%B0%D0%BB%D1%8C%D0%BD%D1%8B%D0%B9_%D0%BA%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80
https://ru.wikipedia.org/wiki/PC
https://ru.wikipedia.org/wiki/Xbox_One
https://ru.wikipedia.org/wiki/Hogwarts_Legacy
https://ru.wikipedia.org/wiki/Hogwarts_Legacy
https://ru.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D1%81%D0%BE%D0%BD%D0%B0%D0%BB%D1%8C%D0%BD%D1%8B%D0%B9_%D0%BA%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80
https://ru.wikipedia.org/wiki/Windows
https://ru.wikipedia.org/wiki/PlayStation_4
https://ru.wikipedia.org/wiki/PlayStation_4
https://ru.wikipedia.org/wiki/PlayStation_5
https://ru.wikipedia.org/wiki/Xbox_One
https://ru.wikipedia.org/wiki/Xbox_One
https://ru.wikipedia.org/wiki/Xbox_Series_X/S
https://ru.wikipedia.org/wiki/Grand_Theft_Auto:_The_Trilogy_%E2%80%94_The_Definitive_Edition
https://ru.wikipedia.org/wiki/Grand_Theft_Auto:_The_Trilogy_%E2%80%94_The_Definitive_Edition
https://ru.wikipedia.org/wiki/Grand_Theft_Auto:_The_Trilogy_%E2%80%94_The_Definitive_Edition
https://ru.wikipedia.org/wiki/Grand_Theft_Auto:_The_Trilogy_%E2%80%94_The_Definitive_Edition
https://ru.wikipedia.org/wiki/Grand_Theft_Auto:_The_Trilogy_%E2%80%94_The_Definitive_Edition
https://ru.wikipedia.org/wiki/Rockstar_Games
https://ru.wikipedia.org/wiki/Rockstar_Games
https://ru.wikipedia.org/wiki/Grove_Street_Games
https://ru.wikipedia.org/wiki/Grove_Street_Games
https://ru.wikipedia.org/wiki/%D0%9F%D0%B5%D1%80%D1%81%D0%BE%D0%BD%D0%B0%D0%BB%D1%8C%D0%BD%D1%8B%D0%B9_%D0%BA%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80
https://ru.wikipedia.org/wiki/PlayStation_4
https://ru.wikipedia.org/wiki/Xbox_One
https://ru.wikipedia.org/wiki/Xbox_One
https://ru.wikipedia.org/wiki/Nintendo_Switch
https://ru.wikipedia.org/wiki/Nintendo_Switch
https://ru.wikipedia.org/wiki/Android

Little Tarsier Studios PC, PlayStation 4, Xbox | Unreal Engine
Nightmares Il One, Nintendo 4
Switch, PlayStation
5, Xbox Series X/S
11 JTrotuii 2021

1.4. Anani3 icHyroUMX po3podok

Unreal Engine, Buxojs4u 3 ¢BOro 0araToBIKOBOTO CHaAKy, CTaB HE TUIbKU
KYJbTOBUM 1HCTPYMEHTOM JUIsi PO3POOHHUKIB, ajie M CIpaBXHIM CHMBOJIOM
reiiMzieBy, MEPETBOPHUBIINCH Yy BAXIJIMBY CKIAJOBY ICTOpii Bigeoirop. 3a MmoHan
YBEPTh CTOJITTA CBOI'O ICHYBaHHS LIeW pyIIid BU3HA4YaB CTaHAApTU rpadiku Ta
reiMILIeI0, CTBOPIOIOYH Kpallli B CBITI T'PH.

binbmie TproxcoT irop, 3pobneHux Ha pizHux itepamisx Unreal Engine,
CBIJIYaTh MPO HOTO HENMEpPEeBEpLIECHY YHIBEPCAIBHICTh Ta MOTYKHICTh. YeTBepra
BEpCis pyIIis cTajda OCHOBOIO OOpaHOro MPOEKTY, Halalour MOMY TOM Bpakarouuil
MOTEHIIa, SKUI BXKe 3UBYBaB I'PABIlIB Ta KPUTUKIB Yy YUCICHHUX Irpax.

Oxpim TexHiunux MoxumBocter, Unreal Engine 5 Takoxx BU3HaAYaeThCS
CBOEIO0 BIJKPUTICTIO, TPOMOHYIOUM PO3POOHHMKAM BEJIMYE3HHM TPOCTIp IS
TBOPUYOCTI Ta iHHOBAIIX. Y cBiTi reiimaeBy Unreal Engine He mpocTo 1HCTPYMEHT —
11e BU3HAHA Ta HEBUYEPITHA JHKEPETIO 17Iel Ta MOXKIMBOCTEH JJI1 HOBATOPCHKUX Ta
3aXOIUTIOIOYHX BIJICOITOP.

Kpamumu mrytepamu, siki po3po6isieni Ha 6a3i Unreal Engine, moxkHa
BBAKATH:

* Fortnight

+ Gears of War 5

» Batman: Arkhem City
» Mass Effect 2

Fortnite - e BiqoMa i Haa3BUYAWHO MOMYJISIPHA OHJIAHH-Tpa B JKaHpi "OUTBa
KOPOJIIBCHKOTO CTUITIO", po3po0dieHa 1 BuaaHa kommnaniero Epic Games. 3anyiieHa
B 2017 pori, rpa MIBUAKO CTaja SIBUIIEM CBITOBOI BiJI€0IrPOBOi KyabTypH. Fortnite
BHU3HAYAETHCS YHIKAIBHOIO KOMOIHAIII€10 OYIBHULITBA, BU’KUBAHHS Ta CTPIISTHUHU.
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https://ru.wikipedia.org/wiki/Little_Nightmares_II
https://ru.wikipedia.org/wiki/Little_Nightmares_II
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Puc. 1.7. Fortnight

VY rpi TpaBill BUCAIKYIOTHCA HA OCTPIB pa3oM i3 99 iHIIMMHU yd9acCHUKAMH 1
3MyIIeHI O0POTHUCS 3a BIDKMBAHHS, MOOYJJOBYBATH CTPYKTYPH, IIYKaTH PECypcHu Ta
30por0, 1 3HUINYBAaTH CyHpPOTHBHHUKIB. OJHUM 13 YHIKAJbHUX EJIEMEHTIB TPH €
MO>KJIMBICTH OyTyBaTH Pi3HI KOHCTPYKIIIi 3 MaTepiajiB, 310paHux Ha 1o 00to, 110
J0JIa€ CTpATETIYHUI €IEMEHT J10 TeHMILIEIO.

Fortnite Bpaxkae BpakaroUnMm Bi3yaJIbHUM CTHIIEM, apT-AU3aiiHOM Ta MOCTIHHO
OHOBJIIOBAHOIO FeHMIUIEHHOI0 MEXaHIKOI0. ['pa TakoXk CIaBUTHCS THM, 1110 TOCTIHHO
BIIPOBAKY€ HOB1 CE30HU, 3MIHIOE KapTy Ta JOJA€ YHIKAJIbHI MOI1i, 10 pOOUTH il
HenependauyBaHOO Ta 3aXOIUIIOIYOI0 i rpasuiB. Fortnite craB cHMBOJIOM
IJI00aJBHOTO ITPOBOTO CITIBTOBAPUCTBA 1 MTPOJIOBKYE 30MPATH MUTHIHOHU aKTUBHUX
IPaBLiB Y BCbOMY CBITI.

Gears of War 5, pospo6iena cryniero The Coalition Ta Bunymena Microsoft,
€ BHUHATKOBOIO TpOI0 B JKaHpl CTPUISHMHA 3 BHUIUICHOI KaMIIAHIEI Ta
MynbTHIUIEEpOM. ['pa mponosxkye emniuny cary Gears of War, po3nosigarouu
3aXOIUTIOI0YY 1CTOPItO MPO BIMHY JIIOACTBA MPOTH KaXJIUBUX 3arapOHUKIB, BIJIOMUX
sk Locust.
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Puc. 1.8. Gears of War 5

Gears of War 5 Bpaxae rpaBiliB 3aXOIUTIOIOUYHMM CIOKETOM, BEJINYE€3HUMU
O00MOBMMH MEXaHIKaMH Ta Bpa)Karoudoro rpadikoro. Y Tpi rpaBill B3IMYTh Ha ceOe
posib repoini Keit Jlia3, ska pO3KpUBa€e CEKPETH CBOTO MHHYJIOTO, IIyKaHO4d
BIJIMTOBI/II HA 3arajIKOBI SBUIIA Ta 3arPO3H, MOB'sI3aHI 3 PO3IAJIOM CBITY.
MynbTHIUIEEPHUI PEKUM TPH MPOTIOHYE PI3HOMAHITHICTh BapiaHTIB, BKIIOUAIOUN
cary "Horde" Tta pexum "Escape". I'paBiii MOXKYTh B3aEMOJISITH B PEXHUMI
Koomepailii, 00'eqHytoun 3yCWUII B OWTBI MPOTH CHUIBHUX NPOTUBHUKIB a00
3MaraTtucs B IHTEHCUBHUX OHJIAWH-TIOEIMHKAX.

24



Gears of War 5 — e He TUIBKH CTPIISHHHA, ajie 1 BpaKalouWii HAyKOBO-
(danTacTUYHUI €moc, M0 MIJKPECIIOE SKICTh Ta TIHUOWHY IrPOBOTrO JOCBILY JUIS
IIaHyBaJbHUKIB CEpii Ta HOBAUKIB y CBITI BiJICOIrOp.

Batman: Arkham City - 3axorumoroua Bijieorpa B »aHpi €KIIH Ta MPHUTOJ,
po3pobnena crymieto Rocksteady Studios 1 Bumana Warner Bros. Interactive
Entertainment. Bona € mnpogomxeHHsaMm ycmimHoi Batman: Arkham Asylum 1
NIEPEHOCUTD TPABIIIB B BIAKpUTHI CBIT ApkxeM-CiTi, IepeTBOPEHUI Ha BETUYE3HUIN
B'SI3HULIIO-TETTO.

Puc. 1.9. Batman: Arkhem City

VY rpi Bu B3aMere Ha cebe poib Jlumaps TempsiBu - bermena, sikuit mae

BEIIMKUW apceHan Ta/pkeTiB Ta OoioBux mnpwuitomiB. Arkham City mpomnonye
3aXOIUTIOIOUUI CIOXKET, 1110 PO3BUBAETHCS B CBITI 3JI0YMHY Ta 6€33aKOHHS, i beTMeH
3ITKHETbCS 3 YUCJICHHUMH BOporamu, Takumu sik Jxoxep, JBomukuii Ta Xapii
KgiHH.
['paBli MOXYTh BUIBHO JOCIHIJKYBaTH MICTO, BHPIIIYBAaTH T'OJOBOJOMKH,
BUKOHYBAaTH 3aBIaHHS Ta OpaTH y4acThb Y 3aXOIUIIOIOYMX OOHOBHUX CLIEHAX.
BenuuesHuii CBIT rpy HAIOBHEHUH JAETANISIMU, & PEIICTUYHUN JU3aliH IEPCOHAXKIB
Ta AMHaAMI4Ha cuctemMa 0OpOThOM AOJAI0Th IMMEPCIT Ta eMOLIMHICTb I'pi.

Batman: Arkham City - e He mpocto Tpa misi GaHaTiB KOMIKCIB, ajie i
mieJeBp B IrpoOBiM 1HAYCTPii, SKUN BAAJIO BIAJO MOEAHYE €JIIEMEHTH JETEKTHUBY,
EKIIHY Ta MPUTOJ] Y HEMIEPEBEPIICHOMY CYNeprepoichbKoMYy JOCBII.

Mass Effect 2 - emiunmii KOCMiYHMI pOJIbOBHMH €KIIH Bif BioWare, skwuii

BBAKAETHCS OJIHIEIO 3 HaWKpamux rpu B ictopii. ['pa Buiinuia B 2010 pori 1 crana
JPYTOI0 YaCTUHOIO B 3aXOIUTior04ii Tpusorii Mass Effect.

25



c. 1.10. Mass Effect 2

Y Mass Effect 2 rpaBens B3siMe Ha cebe poas Komanmopa Illenapaa, repos-
koMmaHaupa [anaktuunoro @noTy, skud Beae OOpPOTHOY MPOTH 3arpo3u
IHOTIJIAaHETHUX pac, BigoMux sk Peanepu. I'pa mnpomoHye HemnepeBepileHH
KOCMIYHHUH CBIT, JI¢ MOKHA BUJIBHO JOCIIJKYBAaTH IUIAHETH, 30MpaTH KOMaHIy 3
YHIKQJIbHUX TIEPCOHAXIB PI3HUX Pac 1 B3aEMOISTH 3 PI3HUMH LIUBLTI3ALISIMH.

MacmtabHa crokeTHa JIiHisA, PI3HOMaHITHI 3aBJAaHHS Ta BUOIp, SIKU BIUIUBAE
Ha mojii, poonsate Mass Effect 2 HanzBuuaiinorw. I'pa Mae 3axoruiorouy 00HOBY
CHUCTEMY, PO3BHUHYTI XapakTepu Ta Bpaxarouy arMmochepy KOCMIYHOI orepa.
Baxnusi pitieHHsI TpaBIisi MOKYThb BIUTMBATH Ha 3aBJIaHHS Ta HABITh BUBHAYUTH, XTO
BIKUBE Y KiHIII TPH.
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Mass Effect 2 - ne BuToHueHnii T2 Bpa)arouui meneBp, SKAH BIAIO MOETHYE
TTIMOOKHUI CIOKET, HAayKOBO-(DAHTACTUYHMI CBIT Ta 3axXOIUIIOIOYl TeHMIUICHHI
eJIEMEHTH, 3a0e3Meuyylourd TpaBlsIM HE3a0yTHIO TOJOPOX Y TaJaKTUYHHUX
IPOCTOpax.

1.5. Buip KOHKpeTHOI TeXHOJI0Tii VI peati3alii NpPoeKTy

Po3pobka 3D mryrepiB 3aBmsku Unreal Engine 5 crae BHUHATKOBOIO Ta
nepeBarolo Jijisl TalaHoBUTHUX TeimaesenonepiB. Ilepmr 3a Bce, Unreal Engine 5
BpaXka€ CBOEIO MOTYXKHOIO rpadikolo Ta NepeloBUMH TexHosorisMu. Cucrema
Nanite Virtualized Geometry m03BoJis€ CTBOPIOBATH JieTalli30BaHI 00'ekTH 0e3
BTpaTU MPOAYKTUBHOCTI, 110 POOUTH OTOYEHHS B Ipl AYy>KE PEATICTUYHHM Ta
IMMEPCHBHHUM.

MosxnuBocti cuctemu Lumen Global [llumination 703BoISIFOTE OTpUMYBaTH
Bpakaloye peajiCTUYHE OCBITJIEHHS B peaibHOMY 4aci. Lle BaxiIMBo A 1IyTepis,
Jie TpaBellb MOXKe TepedyBaTu B PI3HUX CEPEAOBHUIINAX, BiJ] TEMHUX 3aKyTKIB J0O
BIIKPUTHUX TUIOMIAIOK.
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Puc. 1.12. Lumen Global IHlumination B Unreal Engine 5

Unreal Engine 5 npomnonye 3py4Huil iHTepdeic ans po3poOKH irop Ta
BUKOPUCTOBYE MOBY mporpamyBaHHs C++, mo 3a0e3neuyye MOTYXKHICTh Ta
THYYKICTh JUIsl po3poOHUKiB. KpiM TOro, HasBHICTh Bi3yaJIbHOI'O CKPUIITYBaHHS
yepe3 Blueprint mosermrye cTBOpeHHS MNPOTOTHUINIB Ta peajizaimiio 1aed 6e3
MPUB'SI3KU 10 KOJYy.

<> On Component Begin Overlap (Box)
—
| 4 === e < Branch

Overlapped Component T —— » True [
Other Actor Condition False [

Other Comp
Other Body Index

_J Launch Character
From Sweep

Sweep Result P

Target

| Get Player Pawn ' _ Launch Velocity
" X 0.0][v 0.0]

Player Index \E| Return Value ‘w+ Cast To Character

D » XYOverride O

Object Cast Failed [ zoverride [0}

As Character

Puc. 1.13. Blueprint 8 Unreal Engine 5

Unreal Engine 5 Takox BU3HAYAETHCS BEJIMKOIO CHIBHOTOK PO3POOHUKIB Ta
BEJIUKUM OOCSTOM JTIOKYMEHTAIlli, IO MOJIETIIyEe BUBYEHHS Ta PO3BUTOK HAaBUYOK.
Bci ui pakropu pobssate Unreal Engine 5 naiikpamum Bubopom aiisg po3podku 3D
IIyTEpiB, JO3BOJISIOYM TBOPYO BTIIIOBATH ITPOBI KOHIICMINI y Bpakarodi Ta
IHHOBAIlIHHI BIJCOITPH.
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PO3I1JI 2. OITUC ITPOBOI'O PYHIISA UNREAL ENGINE 5

2.1. OcHoBHi pakTH

Po3po6nennii y 1998 pori kommaniero epic games, unreal engine € pyiiiem,
COpPSIMOBAHMM Ha MEpPILy Yepry Uil >KaHpy IIyTepiB BiJ mepiioi ocodu, aje mpu
IbOMY HE Ma€ OOMEKEHb 1 MOKE 3aCTOCOBYBATHUCS JIJIsl IIUPOKOTO CIEKTPY IrPOBHUX
KaHPIB.

[lepmia Bepcis py1rist Oyna nmpeacTaBieHa oAHOYacHo 3 rpoto Unreal, sika Oyna
po3pobieHa Ha foro ocHOBI. 3 Toro yacy Unreal Engine mpoimioB uncieHH1 3MiHU
Ta BJJOCKOHAJICHHSI, 1 3aBASKH HOMY OyJI0 CTBOPEHO 0€3114 1rop pi3HUX YKAHPIB 1 1JIS
pisaux miatdopm. OcTaHHS Ha ChOTOIHIIIHIN JaeHb Bepcis - Unreal Engine 5 -
OTpUMYE€ aKTHBHY HiATPUMKY Bix Epic Games.

Unreal Engine 5, po3poGienuii kommnaniero Epic Games, € mnepeaoBum
pyllieM, CIIpSIMOBAaHMM B MEPIIYy YEpry Ha >KaHp IIyTEpiB BiJ Hepiioi ocodu. 3
HEOOMEKEHOI0 THYUYKICTIO BAKOPUCTAHHS, PYIIIii IPU3HAYEHUH JJIs1 PI3HOMAHITHUX
TuIiB irop. [lounHarouun 3 nepioi Bepcii, BUIMYLIEHO1 pa3oM 13 rporo unreal, unreal
engine MpoumoB uepe3 0e3id 3MiH 1 nominiieHb. Bepcist Unreal Engine 5, aktuBHO
niaTpumyBaHa Epic Games, 3a3Hana 3HaYHUX YAOCKOHAJIECHb.

Bapto Bim3nauutu, mo Unreal Engine 5 moBHICTIO OE€3KOIITOBHUH st
HEKOMEPUIMHUX MPOEKTIB. Y BUNAAKY KoMepiiiiHux Bigeoirop Epic Games 30upae
mume 5% npuOytky B pasi nepeBuieHHs 3000 gonapiB B kBaprtai. Py
HiATpUMYE BCl TUIATGOPMHE Ta OTepalliiHi cuctemu, Bkitodaroun Windows, Linux,
OS X, Android, Zbox One, Playstation 4 1 Ouya, a Takox pi3Hi rpadiuni API, Ttaki
sk Directx 11 1 12, Opengl, Vulkan 1 JavaScript/WebGL.

Xoua Unreal Engine 5 mMoxe OyTH TPOIIKM CKJIAIHIIINM Y BUKOPUCTaHHI
nopiBHsiHO 3 Unity, BIH Hajae Bpaxkamdl (QYHKIIOHATBHI MOXIMBOCTI Ta
HerepesepiieHy rpadiky. Moro yHiBepcampHiCTH pPOOGHTH HOro  imcambHUM
THCTPYMEHTOM JIJIsl PO3POOKH BEJIMKOT PI3HOMAHITHOCTI 1rop.

V¥ Unreal Engine 5 BiCyTHI Oyb-sIK1 0OMEXEHHSI, I03BOJISIFOYM BaM BTLIUTH
B JKUTTS OyJIb-SIKY 17€10, YU TO CKJIaAHUN 3D-1ma3m, uu BeTUKUid IPOEKT 3 BIAKPUTUM
cBiToM AAA-knacy. Lleil pymriii KOpUCTy€eThCS MOMYJISIPHICTIO Cepel CTYACHTIB,
1HA1-pO3pOOHHKIB Ta BETUKHUX TBOPUUX I'PYM, a HOTO ayIUTOPIisl CTPIMKO 3POCTAE.

Unreal Engine 5 Hazauisie cBOIM KOpHCTyBauaM MOBHOLIIHHUM apCEHAaJIOM
IHCTPYMEHTIB JJIsi PO3POOKHU 1rop, sikuid OyB CTBOPEHHUU CaMUMH PO3POOHUKAMHU
1rop, CIHeniagbHO JUIsl PO3POOHUKIB irop. Big HEBETWKUX TBOBUMIPHUX MOOITBHUX
1TOp 10 €MiYHUX KOHCOJBHUX OJIOKOACTEpiB 1 IMIIPECUBHUX MPOEKTIB BIPTYaIbHOI
peanbHocTi, Unreal Engine 5 Hamae Bci HeoOXiHI 1HCTPYMEHTH AJIsl 3aIyCKYy,
PO3BUTKY Ta HaJIaHHA YHIKaJIbHOTO XapaKTepy BallOMY MPOEKTY.

OpHi€el0 3 KIIOUOBUX IepeBar pyllis € HasgBHICTh Oe3niui BOyJOBaHUX
IHCTPYMEHTIB 1 (PYHKIIOHAJIbHOCTEH, HE BUMAaraiuu BiJ Bac HamucaHHS a0o
npua0aHHs TUTariHiB. JlOCTaTHRO 3aBaHTAXUTH PEIAKTOP, 1 BU TOTOBI PO3MOYATH
PO3p0o0KY, MaKCUMaJIbHO BUKOPUCTOBYIOUM MOxJnBocTi Unreal Engine 5.

Unreal Engine 5 mnpencrapisie co000 MOBHOKOMIUIEKTHY CHCTEMY, LIO
BKJIIOYA€ TIpOorpaMu, peJakTopd, oOmupHuii Habip OI0II0TeK, JeTajbHy
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JOKYMEHTAIlif0, 0e314 ypOKiB 3 pPO3pOOKM Ta BUKOPHUCTAHHS PYIIis, a TaKOX
PI3HOMaHITHUNA KOHTEHT, IKHI JOCTYIHHM AK Y TUIATHOMY, TaK 1y O€3KOIITOBHOMY
BapiaHTax JAJs 1HTerpauii y KOpUCTyBalbKi mpoekTH. Lleit pymiiii Hamae mmpoki
MO>KJIMBOCTI JUI1 CTBOPEHHS PI3HOMAHITHUX 1r0p.

Amnanoriuno g0 iHmumx pymriiB, Unreal Engine 5 Bxmodae B cebe cuctemy
peHnepuHry, ¢izuuHuil pyuriii, o0OpooKy 3ByKy, poOOTY 3 MOJAETSIMHU, TEKCTypaMH,
aHIMAIII€l0, YIPABJIIHHS ITPOBUMH peCypcaMu, YIPaBIIHHS MaM'sITTI0, MEPEKEBHUI
KO Ta iHIOI OCHOBHI AacmeKkTd. MOro OCOOIMBOCTI BKJIIOYAIOTH M1ITPUMKY
pyHHIBHUX 00'€KTiB, €()EKTUBHY OOpOOKY 3ITKHEHb MK 00'€KTaMH CKJIaJIHOi
dbopmMHu, AWMHAMIYHE OCBITJICHHS, PO3MIMpPeHUN Hallp edeKTiB MmocToOpoOKH,
MO>KJIMBICTh PeIaryBaHHs I'PH I11]1 Yac i1 BUKOHAHHS, CHCTEMY IITYYHOTO 1HTEJIEKTY,
HIATPUMKY CKJIaAHUX JaHamadTiB, CHCTeMy MaTepialliB, iepapXito 00'€KTIB y Tpi Ta
Oarato 1HIIOTO.

3apmaxu Unreal Engine 5 mMoxHa He niwMie JErKo Ta IIBHJIKO CTBOPIOBATH
Ipalor0yl NPOTOTHIIH 1TOP, aje i po3poOIsITH 00'€eMHI BIICOITPH, K1 BIANOBIIAI0Th
CYYaCHHUM CTaHJapTaM KOCTIi. Pymiiii momuproeTscs y ABOX popMarax: ik TOTOBUN
NaKeT NporpaM 1 fK BHUXIJHUNA KOA. Y TEpIIOMY BHIIAJIKy KOPHUCTYBaye€Bl HE
NOTPIOHO BIACHOPYY MPOWUTH CKIIAJHUM MPOLIEC KOMIUIALIT BChOTO PyLIis, ajie Mpu
IOMY OOMEXY€ETHCS MOXJIHMBICTh peAaryBaHHs MOTO BUXITHOTO KOAY, SIKIIO II€
HEoOX1HO. Y JpyroMy BHUIAAKy KOPHCTyBad OTPUMYE€ IOBHUHA JOCTYH [0
BUXIJTHOTO KOAYy pyurisi Ha MoBl C++, CTBOPUBIIIK CBOIO KOITIO0 BUX1JHOTO KOJy B
cuctemi GitHub. fkmo kopuctyBad BHOCHUTH HOB1 (YHKIiI a00 yHZOCKOHAIIOE
ICHYI0Y1, BIH MOK€ MPOMOHYBATH iX BKJIFOUEHHS B HACTYITHY BEPCIIO PYIIIisl.

2.2. InTepdeiic

OcHoBuuit inTepdeiic, Bimomuii sik peaaktop piBHiB (level editor), 3a3suyaii
BUKOPHCTOBYETHCS JIJIsSi CTBOPEHHSI CBITIB 1 P1BHIB, a TAKOX ISl PO3MIIIIEHHS
aKTUBIB (HEMOIIILHUX CYTHOCTEH, 1110 MPECTABISIOTh YaCTUHY IIPOBOTO
KOHTEHTY 1 MalOTh KOHKPETHI BIacTUBOCTI). ['ooBHMIA 1HTEpdelic peaakTopa
BKJTIOYA€E CIM KJIFOUOBHX IMaHENeH: psIoK MeHto (menu bar), manens modes, manensb
world outliner, nanens details, manens content browser, nanens iHCTpYMEHTIB
penaKkTopa piBHIB i maHeb Viewport,
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Puc. 2.1. Level Editor

Psiox mento(menu bar) MiCTUTh OCHOBHI KOMaH/I{ Ta OMINT JIJIsl yIPaBIIIHHS
MIPOEKTOM, CTBOPEHHS 00'€KTIB Ta peJlaryBaHHs HAJIAIITyBaHb.
. [Tanenbs modes(3naxoautcs oapazy Haja “Place Actors™) Hagae 1ocTyI
710 p13HOMaHITHUX PEKUMIB PEAAKTOPA, 1€ MOXKHA BUOUPATH Ta PO3MILLYBaTH
p13H1 00'€KTHU B Ipi.

. [Tanens outliner BimoOpaxkae i€papxito BCiX 00'€KTIB Yy CBITI, 1110 3HAYHO
MOJIETIIY€ TXHE BUOIp Ta yIPaBIIIHHS.

. [Tanenp details Hamae nmeTaybHI BIACTUBOCTI BHOpaHOTO 00'€KTa YU
PIBHSI IJIsl peiaryBaHHs Ta HAIAIITYBaHb.

. [Tanens content browser m03BOJISIE TEPETsgaTH, IMIOPTYBaTH Ta
OpraHi30BYBAaTH Pi3HI aKTUBU Ta PECYPCH, SIKI BAKOPUCTOBYIOTHCS Y TPI.

. [laHens 1HCTPYMEHTIB PEAAKTOpa PIBHIB: MICTUTh IHCTPYMEHTH IS
po0OOTH 3 pIBHAMM, iX OOpaHHA Ta pelaryBaHHs.

. [Tanens viewport: mokKasye Meperyisii CIEHU YU PIBHs, J€ MOXKHA

BI3yaJIbHO pe/laryBaTH Ta MOIEPEAHBO MEPETIIAIaTH €JIeMEHTH TPH.

i manemni pa3oM YTBOPIOIOTh MOTYKHUI ITHCTPYMEHTapii i1 pO3pOOKH irop
y cepenosuiii Unreal Engine.

2.2.1. Paagok MeHIo

Ctpiuka MeHIO BKIo4ae 3Buyaiini posmainmu File, Edit, Window i Help, sk e
3a3BUYai Ma€ Miciie y OUTBIIOCTI cydacHUX niporpam. Y File po3rarmoBani oniii asis
3aBaHTAXEHHS Ta 30epeKeHHS MPOEKTiB Ta piBHIB. Edit BKkiroyae ocHOBHI omneparii
KOIIIOBAHHS Ta BCTABKM, a TAKOX MEPCOHATI3AII0 PEAaKTOpa Ta HaJaIlTyBaHHS
npoekTy. Window BIJKpUBAa€ IOCTYII J0 BiKHA MEPETIISAY MPOEKTY (BBIOMIOPTY) Ta
IHIIMX TaHene. Y BUMNAAKY, SKIIO BH 3aKPHJIM BIKHO YH ITaHENb, MOYKHA 3HOBY
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BIAKpUTH iX, mepeitmoBmu g0 MeHio Window. Help MictuTe mocunanHs Ha
30BHIIIHI PECYypCH, TaKi SIK OHJIAWH-TOKyMEHTAITiS Ta TOCIOHUKHY.

2.2.2. Ilanean Modes

[Tanens Modes BuBoaHTE Ha eKpaH Pi3HOMAaHITHI PeXXUMHU PEIAKTOPA PiBHIB,
0 Ja€ 3MOry CIemiaaizoBaHuM iHTepdeiicaM penaryBaHHS B3a€EMOJISTH 3
BIJIMOBITHUMHU TUITAMHU aKTOPIB 1 T€OMETPIi.

'H: Selection Mode '+

Selection SHIFT+
Landscape SHIFT+2
Foliage SHIFT+3
* Mesh Paint SHIFT+
Maodeling SHIFT+5
Fracture SHIFT+6
. Brush Editing SHIFT+7
Animation SHIFT+8 j

Puc. 2.2. Modes

[Tanens Modes BkIItOUa€e pi3HOMaHITHI IHCTPYMEHTANIbHI PEKUMHU PEAAKTOPA
PIBHIB, SIKl JO3BOJISIIOTH MOJAU(DIKYBAaTH MOTO (PYHKIIOHAJIBHICTb. TYT BH MOXETe
oOpaTu cremniani30BaHl 3aBJlaHHA, TakKl SK PO3TAllyBaHHS HOBHUX ACCETIB y CBITI,
(dbopmyBaHHs JaHAIA(TIB, CTBOPEHHSI Fr€OMETPUYHUX (PopM Ta 00'eMiB, TeHeparlis
pociauHHOCTI abo ¢apOyBaHHsa MemniB (Mojeneil). 3arajioM pelakTop Mae M'ATh
PEXKUMIB:

Selection - BUKOPUCTOBY€ETHCS [T BUIIJICHHS Ta BHOOPY 00'€KTIB, aKTOPIB UK
CJIEMEHTIB y pefakTopi piBHIB. Lleit pexxum 103BossiE po3poOHUKAM IIBUAKO Ta
e(eKTUBHO BUOMPATH €JIEMEHTH JIJIs MOJAJIBIINX ONepalliii, TAKUX K MepeMIIIeHHS,
oOepTaHHs Y 3MiHA [TapaMeTPiB.

Landscape - nmpu3HaueHHid 111 peaaryBaHHs Ta GopMyBaHHS JaHAMAPTIB y
BIpTyaJIbHUX CBITax. Llell pexuM m03BOJII€ PO3POOHHKAM CTBOPIOBATH pebed,
pO3TalIOBYBaTH TEKCTYpH, Ta HAJAIITOBYBATH PI3HOMAHITHI aCTEKTH TMOBEPXHI
3eMUTL JIJIsl IOCATHEHHS 0akaHoTro JIaHIIadTHOTO €eKTy B IrPOBOMY CEPEIOBHIIT.

Foliage - BuKoprCTOBY€EThCS 7151 PO3MIIIICHHS 1 pefaryBaHHs pOCIUHHOCTI Ta
IHIMX 00'eKTIB B IrpoBoMy cBiTi. Llell pexxum Hajgae po3poOHUKAM 3pyUHHI
iHTepdeiic s JA0JaBaHHSA, HaJalITyBaHHA Ta MacOBOTO  PO3MIIICHHS
PI3HOMAHITHUX POCIUH, 110 POOUTH JAHAIIAPT B irpax OLIbII PEaTICTUYHUM Ta
HAaCHYCHUM.

Mesh Painting - BukopucToByeThcs 15l hapOyBaHHS TEKCTYp Ta MaTepialiB
Ha TIOBepxHAX MemnB (mogeneit). lLle mo3Bossie po3poOHUKAM CTBOPIOBATH
JIETATI30BaHl Ta 1HAWBITyali30BaHl €(PEeKTH Ha TMOBEPXHSIX O0O0'€KTIB, TaKUX SK
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3MIHEHHS KOJBOPY, HACHYEHOCTI Ta IHIIMX BJIACTUBOCTEH Marepiaiis,
BUKOPHUCTOBYIOYH IHCTPYMEHTH (apOyBaHHS.

Modeling - micTuTb 631114 iHCTPYMEHTIB JUIsl CTBOPSHHS MMPOCTHX 1 CKIIATHUX
3D-pecypciB mis BCiX BaluxX MpOEKTiB Bizyamizamii. L{i iHCTpyMeHTH mpu3HaYeH1
JUIS OIITUMI3AIlil MPOIIeCy CTBOPEHHS PECYPCIB Ta CYMICHI 3 CITKaMH, CTBOPEHUMHU 3
BUKOPUCTAHHSAM TPAIUIIMHAX POOOYMX TIPOIECIB, a TAKOXK OIIbII CKIQTHUMHU
CITKaMH, CTBOPEHHUMH 3a JOTIOMOT0I0 (poTOrpaMMeTpii.

Fracture - 1ie pexxum peakTopa piBHIB, SIKMM MICTUTh O€3J114 IHCTPYMEHTIB, Y
TOMY YHCII Ti, [0 BUKOpUCTOBYIOTbCsSI Chaos Destruction System st cTBOpeHHs,
pyiinyBanHs Ta ynpasiminas Geometry Collections — Tumy pecypcy s
MOJIeJIIOBaHHS pyHHYBaHHs B peanbHoMy yaci y Unreal Engine.

Brush Editing - e HafinpocTimmii iHCTpyMeHT 11l o0y A0BH piBHIB y Unreal.
KoHuenrtyanbHO HaWkpalie po3risiiaTh T€OMETPUYHY KHCTh SK 3allOBHEHHS Ta
BUpPI3YBaHHS OOCSTIB MPOCTOPY HAa BalmloMy piBHI. PaHile reomMeTpuyH1 MeH3mi
BUKOPUCTOBYBAJIMCS K OCHOBHHMI OyJIBEeNbHUI OJIOK y Jau3aiiH1 piBHIB. OpHaK
Terep s pojb OyJia repeaHa CTATUHYHUM CiTKaMm, siKi Habarato eexkTuBHilll. Tum
HE MEHII, TEOMETPUYHI KHCTI, SIK 1 paHille, MOXYTb OyTH KOPUCHUMHU Ha PaHHIX
CTaAisiX po3poOKH MPOAYKTY JUIsl IIBHAKOTO MPOTOTHUITYBAHHS PIBHIB 1 00'€KTIB, a
TaKOX JJI1 CTBOPEHHS PIBHIB TUMH, XTO HE Ma€ JOCTYIy J10 1HCTpyMeHTIB 3D-
MOJICTIOBaHHSA. Y IIbOMY JOKYMEHTI pO3IMOBIJAETbCS MPO BUKOPUCTAHHS
reOMETPUYHUX MEH3IIB Ta PO TE, K IX MOYKHA BUKOPUCTOBYBATH Ha BAILIUX PIBHSIX.

Animation - ne pexxum y Unreal Engine, sikuii Hajae HOBI 1HCTPYMEHTH,
MaHes 1 Ta MOXIJIMBOCTI PeIakTopa, K1 JOMOMAararTh y poOOUHrX Mpoliecax aHiMarlii.
Buxopucrtanss 1poro pexxumy mpu aniMaiii 3a gonomororo Control Rig npononye
O1MBII OpIEHTOBAaHWN Ha aHIMAIlII0 PEAAKTOP 13 BKIAJKaAMHU, SKI JTOIOMAararoTh
BUOMpATH €JEeMEHTH KEepyBaHHs, MEpeTBOPIOBATH MJHUCIUIET Ta 3allyCKaTu
1HCTPYMEHTHU.

2.2.3. IManeanr World Outliner

[Tanens Outliner BigoOpakae BCIX aKTOPIB Ha MOTOYHOMY PIBHI Y BHUIJISII
lepapxigyHoro aepeBa. Bu mMokere oOpaTtu akTOpa, HATHCKABIIM Ha MOTO Ha3BY B
maneni Outliner, miciist 4oro Moro BIacTUBOCTI 3'IBIATLCA Ha naHenl Details. SIkmo
MOJIBIHO HATUCHYTH HAa Ha3BYy, MaHENIb Viewport aBTOMaTUYHO (POKYCY€EThCS Ha
BUOpaHOMY acCerTi.
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Puc. 2.3. Outliner
2.2.4. IMaumean Details

[Tanens Details € onni€ero 3 HaiibUIbII YacTo BukopuctoByBaHux y Unreal Engine 5.
s maHenb mpUCYTHS MPAKTHUYHO B KOKHOMY TMiJpeNakTopi 1 BigoOpaikae BCl
penaroBaHi BJIAacTHMBOCTI 0OpaHWX akTopiB Ha maHem Viewport. Xowa 11
BJIACTUBOCTI 3aJieKaTh B THUIY OOpaHOro akTopa, ICHYIOTh 3arajibHl
XapaKTEePUCTHKHU, 10 MNpUTaMaHHi OutbmocTi akTopiB. Cepen  THIOBHX
BJIACTUBOCTEH MOKHA BHWIUIUTA Ha3By akTopa, OJ0ku Tpanchopmariii s
MEepEeMIIICHHS, TOBOPOTY 1 MaciuTa0yBaHHsS aKTOPiB, a TaKOX BJIACTUBOCTI
B1JI0OpaKEHHS.

yLight
Rename the selected SkyLight

Puc. 2.4. Details
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2.2.5. Ilanean Content Browser

[Tanens Content Browser nipenctaiisie c0000 OCHOBHY 00JIaCTh yTPaBIIiHHS
aKTHBaMH B TpoekTi. Llelr Opay3ep BHKOPHUCTOBYETHCS I BHUPIMICHHS 3aBIaHb,
MOB'SI3aHUX 13 BMICTOM, TaKMX SK CTBOPEHHS, IIeperysai, 3MiHa, IMIOPT 1
oprasizaiisi. Bin TakoX 103BOJsiE KepyBaTH MankaMyd Ta BHUKOHYBAaTH OCHOBHI
omeparlii 3 akTUBaMHM, TaKi sIK TEeperJisii MOCUIaHb, TEepPeMIIeHHs, KOMOBaHHS 1
nepeiimenyBanHs. Y Content Browser € psaok nomryky i1 GpuibTpalliiiHi mparnopii
JUTS IBUKOTO TIONTYKY aKTHBIB.

W5 contentBrowser

+ add V) Import
b Favorites

shooter

b Collections

Puc. 2.5. Content Browser

[IpencraBre co61 manens Content Browser sik irpamkoBy KOpoOKy, IO
MICTUTh HECKIHUEHHI akTUBH. [Ipy HEOOX1THOCTI BU MOKETE B3SITH 3 HET EK3EMILIISIP
(KomiI0) aKTHBA 1 MOMICTUTH MOTO Ha piBeHb. [licis po3MIlIeHHS eK3eMIUIIpa Ha
piBEHb, BiH cTae akTopoM. [TogaTKoBUI €K3EMILISIP PO3MIIIIEHOTO aKTOPa € TOYHOIO
KOITI€I0 OPUTTHAJIBHOTO aKTHBA, 1110 MICTUThCA Ha maneni Content Browser. V miBiii
yactuHi naneni Content Browser 3HaxoauThCcs maHed b Source, sKa BiJIoOpa)kae
iepapxilo Mamnok KOHTEeHTY. li MOKHA PO3rOpHYTH a00 3rOpHYTH, HATUCHYBILIH IO
IKOHIII B JIIBOMY BEpXHbOMY KyTKy i 3eneHoro kHOnkoro Add New. Ilpasa
cropona nanen Content Browser HazuBaeThcs Asset Management 1 BigoOpaxkae
aKTHUBH B 0OpaHiil maniy Ha naHeni Source.

2.2.6. Ilaneas Viewport

Bitoroptu (Viewports) - 1e manemi, MpuU3Ha4YeHl IJis KOHCTPYIOBaHHS Ta
neperisiay CcTBopeHux cBiTiB. [lanenms Viewport BHUKOPHUCTOBYETHCS IS
nepeMilieHHsl o MOToYyHOMY piBHIO. Ll manenp Mae 6e3iid Pi3HUX PEKUMIB,
po3TantyBaHb 1 HATAIITYBaHb, 5Kl JOMIOMAararoTh CTBOPIOBATH 1 peAaryBaTu piBHI, a
TaKOX KepyBaTH HUMHU.
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Puc. 2.6. Viewports

2.3. Ia0Ji0HU Ta 1eMO-TIPOEKTH

Binpasy micns 3amycky pylnisi Bac BiTae BUOIp 1m1abioHy. Xo4a BU 3aBXKIU

MOKeTe 00paTu MOPOKHIM MabI0H, YacTO 3pYyUHIillle BUOPATU TOTOBUH, SKUN BKe
BIJINOBIJIa€ 0OpaHOMY >KaHPYy KOMIT'IOTEPHOI TpHU. YChOrO [OCTYIIHI JIE€B'SITh
1abJIOHIB:

FirstPerson - ma0mnoH mix nryTepu Bix nepuioi ocoou;

Flying - ma6:10H i mpocTi CUMYJISTOPH JIITaKiB;

Puzzle - mab1oH 1151 TOT1YHOT TPH;

Side Scroller - mra6on mns miathopmepa;

2D Side Scroller - mabnon 11 1BOBUMIpHOTO TUTaTGOpMepa;
Third Person - 11a6;10H 3 BUIOM BiJx TpeThOI1 0COOM;

Top Down — m1aboH 3 BUIOM 3BE€PXY 1 YIPABIIHHIM MUIIICIO;
Twin Stick - mabmoH 3 apka0r0 BUIOM 3BEPXY;

Vehicle - ma610H 17151 CTBOPEHHS aBTO-CUMYJISTOPIB;

Vehicle Advanced - m1a0s10H 17151 CTBOPEHHS aBTO-CUMYJIATOPIB 3
TIOJTIMIIIEHOIO CUCTEMOIO TT1IBICKH.

HeoOximHO Bi3HAYUTH TaKOX HASIBHICTH JEMOHCTPAILlIMHUX MPOEKTIB Y

naynuepi Epic Games (B po3nini Learn / BuBuutu). TyT npencraBieHo 3HaAUHUN
00CsT MPOEKTIB Ha PI3HOMAHITHI TEMHU, SIK1 BKJIIOYAIOTh MOBHOIIHHI TPOTOTHUIIN 1IrOp
3 BJIACHOIO JIOT1KOIO Ta rpadikoro.

[{i neMo-npoeKTH 1/1ealbHO MIAXOAATh JIs MOYaTKIBI[IB, OCKUIBKH X MOXHA

BUBYAaTH a00 BHMKOPUCTOBYBATH SIK OCHOBY [IJIsl BJACHMX IMPOEKTIB. Baxxampo
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BIJI3HAYUTH, 10 BCl TOTOBI MAOJIOHU Ta AEMO-TIPOEKTH MOKHA BUKOPUCTOBYBATH B
KOMEPLIMHUX IUIAX.

2.4. Penaxkrop

Brnepie kopuctyrouncs penakropom Unreal Engine 5, MokHa BiZ4yTH J€TKY
IUTyTaHUHY — OCHOBHUM peAaKkTOp HACMYEHHUM Pi3HOMAaHITHUMHU HaJIAlITYBaHHSIMHU,
1 KOKEH acceT Ma€ BIACHUW BHYTPIIIHIA PEAaKTOp AJIA peAaryBaHHS KOHTEHTY.
Hampuknan, oxpemMuidl penakTop CTaTUYHUX MENIB JI03BOJIIE T€HEpyBaTU
HU3BKOIOJITOHAIBHI MOJI€N, a peJakTop aHIMaIliii - CTBOpPIOBATH 103U abo
3MIHIOBATH aHIMaIlli.

CrioyaTKy MOKe 371aTUCS, 1110 PEJAKTOP Ma€ 3aHaITo 0arato (GyHKIIIH, ane 1e
CKOpilIlIe TiepeBara:; Bci HE0OX1H1 IHCTPYMEHTH 3HaXOIAThCS B OJTHOMY MicIli. Xoua
JUIS CTBOPEHHS A1MCHO SIKICHOTO KOHTEHTY (MOJIel, 3BYKH, TEKCTYpH 1 T.J.) 4acTO
JIOBOJIUTHCSI BUKOPHUCTOBYBAaTH 30BHIIIHI nporpamu, B Unreal Engine 5 €
IHCTPYMEHTH JJIs1 POTOTUITYBaHHS, 1110 J03BOJIAIOTH 310paT rpy 0€3 BUKOPUCTAHHS
1HmmMx nporpaM. Hampukinaz, 3a qonomororo Brush'eit Mmoxkna ctBopuTu 6azoBuit
CBIT Ta OO0'€KTH, a IIOTIM JIETKO 3aMIHHUTH IX Ha OULIbII SAKICHI a00 3aJIMIIUTH
BIJIMOBIHO /10 CTUJIICTUKHU ITPOCKTY.

2.5. O0’ekTH

[lin wac crBopenHs piBHIB abo creH y Unreal Engine 5, o0'extu
pO3TAILIOBYIOThCSI Ha KapTi, MEepeMINIaloThCs MJii CTBOPEHHS OTOYYIOUYOTO
cepefoBHINa, 1 iX mIapaMeTpyd Ta BJIACTUBOCTI 3MIHIOIOTBCS JJIs JOCSTHEHHS
HEOOXITHOTO BUTJISIAY Ta MOBeMIHKH. Huxkde mepepaxoBaHO TUMHU O0'€KTIB, SKi
HalyacTille BAKOPUCTOBYIOTBCS Ta 3yCTPIYAIOTHCS Mij 4ac po3pOOKH PIBHIB 1 CLIEH
y Unreal Engine 5.

o StaticMesh Actor (CtatmkMemr) - me mpocTuid THN 00'€KTa, SKUM
B1JI00paXkae TPUBUMIPHY MOJEib Ha cleHl. Ha3Ba 30BCiM He O3Hauae, 110
00'€KT HE MOXKE TMepeMINIaTUCS - MiJ "CTaTUYHUM' PO3YMIETHCA CTaTUYHA
reoMmeTpis o0'exta. Jlanuit 00'eKT MoOXKe mepemimarucs abo 3MIHIOBATHCS
Oynp-sikumMu  crocobamu B mporeci. [li  00'ekTH B OCHOBHOMY
BUKOPUCTOBYIOTBCS SIK 00'€KTH HABKOJMUIITHHOTO CBITY a00 JeKopallii mnpu
CTBOPEHHI CIICHHU.

o Brush — nie 06'exr (Takox Bimomuit sk BSP-Oparn), sikuit BimoOpakae
TPUBUMIPHUN 1 CTaTUYHUN NpUMITUB Ha cueHi. i 00'ekTn MoxyTh OyTH
3MIHEHI B pEXUMI peJaryBaHHs TeOMeTpli B penakTopi piBHIB. bparmri
BUKOPHUCTOBYIOTHCSI TOJIOBHHUM YHHOM JUISl IIBHJAKOTO MAaKETYBaHHS
Cepe/IOBHUIIA 1 CTBOPEHHSI PIBHIB AJI MEPEBIPKU IrPOBOTO MPOLIECY.

. SkeletalMesh Actor — e Tum 00'ekTiB, KMt BiToOpakae aHIMOBaHUI
00'€KT 13 CKEJIeTOM, Te€OMETPisl IKOTro MOXxe OyTu nedopmMoBaHa, TOJIOBHUM
YUHOM Yepe3 BUKOPHUCTAHHS aHIMAIlIMHMUX IOCHIIOBHOCTEH, CTBOPEHUX 1
IMIIOPTOBAHMX 3 1HIIUX Tporpam mjisi cTBopeHHs 3D-animarii. 11 00'extn
4acTO BUKOPUCTOBYIOTHCS JI1 CTBOPEHHSI MEPCOHAXKIB a00 1HIIUX PYyXOMHUX
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ICTOT, @ TaKOX JIJIs peaiizaiii CKIagHOoi MEXaHIKM Ta I1HIIUX aCIEeKTiB, SKi
BUMArarmTh 3MiHU (HopMH a00 BiIOOPaKEHHS PI3HOMAHITHOTO Pyxy. Takox
MOXKYyTh BHUKOPHCTOBYBaTHCSI B TMO€IHaHHI 3 Matinee ansi CTBOPEHHS
aHIMaITIH.

Player Start - 00'exT, sskuii BU3Ha4ae, B IKOMYy MicCIli Oy/e MOYHMHATH
rpaBellb 1 i€ Cro4aTKy Oye 3'IBISATUCS FOJIOBHUN MTEPCOHAK.

Trigger — 1ie 00'eKTH, 5IKi BAKOPUCTOBYIOTHCS JIJIS1 BUKIIUKY IOIN MIPH
B3a€MOJIii 1HIMUX O0'€KTiB B PiBHI. [HIIUMU CJIOBaMHM, BOHM BHKJIHKAIOTh
MO/11i, 1110 BiAMOBIAAIOTH 3a MEBHI Ail B piBHI. BCi Tpurepu 3a 3aMoBYyBaHHAM
no/116H1 1 BIAPI3HIIOTHCS JIKIIe (OPMOIO 30HH BIUTUBY TpUTEpa Ha 00'€KTH,
SIK1 IOTO aKTUBYIOTH - KOpoOKa, Karcyia, chepa.

Matinee — 1e 00'ekTH, $Ki J03BOJISIOTH CTBOPIOBATH aHIMAIliio
BJIACTUBOCTEH OO0'€KTIB B Yaci 3a JOMOMOTOI aHIMaliMHOTO peaaKTopa
Matinee. BoHr BUKOPUCTOBYIOTHCS /IJ1s1 CTBOPEHHS SIK JMHAMIYHIUX MOMEHTIB
B IrPOBOMY MpOIIEC], TaK 1 aHIMOBAHUX CIIEH, 110 BOYJOBYIOTHCSI B PiBEHb.
Cucrema TPYHTYEThCS Ha CIELIANI30BAaHUX aHIMAlIMHUX JOPDLKKAX, e
MOXHa PO3MIIIATH KIIOUOBI KaJIpu JUIsl 3aJaHHs 3HAUY€Hb IIEBHUX
BIACTUBOCTEN 00'exTiB piBHA. Pemaktop Matinee cxokuii Ha HENiHINHI
pEeIaKTOPH BIJ€O, IO POOUTH HOTO 3p03yMUIUM JIs podecioHaniB B 001acTi
B1JIEO.

Point Light — mnpamtoe ayxe mMOAIOHO 3BHYANHOI EIEKTPUYIHOI
JaAMIIOYKH, MOLIMPIOIOYM CBITIO Yy BCIX HampsiMkax. OaHak, A €KOHOMIi
pecypciB, MPOIEC CHOPOIICHHUI 10 OCBITICHHS Y BCIX HampsiMKax TUIbKU 3
OJIHI€1 TOYKHU TPOCTOPY.

Spot Light — 1ie mkepeno cBiTa, sike MOMIUPIOE CBITIIO 3 OJHIET TOYKH
y ¢opmi koHyca. KopucrtyBau mMoke BHOpaTw OAMH 3 JIBOX KOHYCIB JIJIS
OCBITJICHHS: KOHYC 3 BHYTPIIIHIM KYyTOM 1 KOHYC 3 30BHIIIHIM KyTOM. Y
MeXax KOHyca BHYTPIIIHBOTO KyTa CBITJIO JOcsSrae NoBHOI gckpaBocTi. Komu
BU BHUXOJUTE 3a MEXI BHYTPIIIHHOTO PajalyCy, MOTpaIuIsieTe B KOHYC
30BHIIIHBOTO KYyTa, /1€ OCBITJIEHHS IMOM'SIKIIY€ThCS, CTBOPIOIOYM MIBTIHL 200
e(eKT MOM'SIKILIEHHS CBITJa HABKOJIO CBITJIOBOI IUIIMU. Pajiyc OCBITIIEHHS
PO3MIISE 111 KOHYCH, CTBOPIOIOYU CXOXKICTh 3 pOOOTOIO JIiXTapS.

Directional Light — e mkepeno cBiT/Ia, SKe MOJICIIOE CBITIO, IO
PO3CIFOETHCS BiJT JKepelia, pO3TaIlllOBaHOTO Ha Ty>Ke BEJIMKIN BijicTaHl. Takui
THII CBITJIa TEHEPYE MapajiebHi TiHi, IO 1JIeaJIbHO MAXOAATh JJI CUMYJISIIIT
coHstuHOTO CBIiTHA. [IpyM po3minieHHI BHOUPAETHCS OJIWH 3 TPHOX BHIIB
PYXJIMBOCTI.

Particle Emitter — 1ie 00'exT, siKHMii BUKOPUCTOBYETHCS JIJIsl CTBOPCHHS
PI3HOMAHITHUX €(EKTIB, TaKuX SK UM, BOTOHb, ICKpH TOILIO, LUISIXOM
reHeparii 4acTUHOK y opMi cripaiiTiB (00au44sIM 10 Kamepu) abo 00'€KTIB.
[ToBemiHKa MUX YaCTHHOK BHU3HAYAETHCSI Ta KOHTPOIIOETHCS 32 JTOTIOMOTOIO
crelialbHOI cUcTeMHU, B11oMoi sik Particle System, siky MOXHa CTBOpIOBaTH B
Content Browser ta HanamroByBatu B pefaktopi Cascade.

Ambient Sound — BHKOPHUCTOBY€TBHCSI Uil BiJTBOPEHHSI 3BYKIiB B
npoctopi. L{i 3Bykn MOXyTh OyTH HHUKIIYHMMHU YU OJHOPA30BHUMH, MaTH
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MIPOCTOPOBY aKyCTHYHY MOJIENb, @ TAKOK €(PEKTH MOCUIICHHS Ta 3aTyXaHHS.
VYce 11e HATAMTOBYETHCS B 3BYKOBOMY CUTHAJII 1 HE BOY/IOBaHO B caM 00'€KT
3BYKY.

° Decal - ne crmemianpamii 00'€KT, SIKMH HakKjIaJae Marepial Ha IHIIY
MOBEPXHIO 0€3 HEOOX1THOCTI BUKOPHUCTAHHS JJOaTKOBOI reomeTpii. Lle moxke
BUKOPUCTOBYBATHUCS, HANPUKIAJ, JJIS JOJABaHHS PI3HUX CIOIB, TPIIIUH,
BM'ITHH a00 Opyay Ha TeOMETpilo, 3pOOMBIIM TOBEPXHIO OUIBII
PEaTICTUYHOIO 1 MEHIIIE TOBTOPIOBAHOIO.

o Camera Actor - e 00'exT, SKuit BUKOPHCTOBYETBCS LI Bi0OpakeHHs
CIIEeHU Ha eKkpaHi. BiH MoOXe iCHyBaTH CaMOCTIHO 1 BHKOPHCTOBYBATHUCS
pazoM 3 IiHCTpyMeHTOM Matinee, a TakoX MOXe OyTH BKIIOUCHHUH SIK
KOMIIOHEHT BCEPEIMHI 1HIINX 00'€KTIB, HAPUKJIIA, BCEPEANHI TEPCOHAXKA.

° Volume - 1ie crieriaiabHa 00J1aCTh, B MEJKaX SKOi 3aCTOCOBYIOThCS IICBHI
npaBuia. LI mpaBmiia MOXyTh BIUIMBaTH SK Ha TeUMIUICH (HAMpPUKIA,
3aBjiaya IIKOJU MEPCOHAXKY a00 3MiHA MOT0 THUITY PyXY), TaK 1 Ha peJlaryBaHHs
(BU3HAYEHHS o0acTelt 1 0OUKCIIeHHsI CBIT/Ia ab0 HaBiramii Jyisl ITYYHOTO
IHTEJICKTY).

o Target Point - me 00'ekT, IKUH BUKOPUCTOBYETHCS TSI MapKyBaHHS
KOHKPETHOI TOYKHM B IIPOCTOPI JIs MOJAIBIIOT0 BUKOPUCTAHHS B KOl 200 B
onynpuntax. Hanpukian, nu3aiiHep piBHS MOKE PO3MICTUTH TaKy TOUKY, Ka
BHU3HAYA€E MICIIE, KyJU MEPCOHAX MOBEPTAETHCS MICIS CMEPTI, 1 TPOrPAMICT
MO>KE€ BUKOPHUCTOBYBATH IIeH 00'€KT JIsl OTpPUMAHHS KOOPAWHAT BiTHOBJICHHS
TIePCOHAXKA.

2.6. C++ um Blueprints

[Tpu po3po0OITl KOMIT'FOTEPHUX 1TOP BAXKIMBOIO YACTHHOIO € HAITMCAHHS JIOT1KU
rpu. Y Unreal Engine 5 1t 1bOro MOXHa BUKOPUCTOBYBATH MOBY ITpOTpamMyBaHHS
C++, a TakoX THCTPYMEHT BI3yaJbHOTO MpoTpaMyBaHHs, Bigomuil sik Blueprints.
Blueprints 103BOJISIFOTH CTBOPIOBATH JIOTIKY I'PH 3a JOIMOMOT'OO Bi3yalbHUX OJIOK-
CXeM 13 BY3JIB, 10 CHPOIIyE PO3pOOKY 1 J03BOJIAE peai30ByBaTH
(GyHKLIOHAJIBHICTh 0€3 TPSAMOTo NporpaMmyBaHHs Ha MoBi C++.

Buxopucranns Blueprints moxxe OyTH BEIMKUM ILTIOCOM ISl pO3POOHHUKIB,
0CcoOJIMBO JUIsl THX, XTO HE € Mporpamictamu 3a ocBiTor0. Blueprints HanmaroTh
BI3yaJIbHUI 1HTep(deic nans CTBOPEHHS JOTIKM TpH, IO POOUTH MpOIIeC
JOCTYITHIIIIUM JIJIsl ITUPOKOTO KOJIa TBOpUUX (haxiBiliB. BoHU J03BONSIIOT YHUKHYTH
JESKUX TUIOBUX MOMMIOK, 110 MOXKYTh BUHUKHYTH TIPH MPOTPaMyBaHHI Ha MOBI
C++, 1 3a0e3neuyroTh PO3POOHHKIB OUTBINOK O€3mekor Bia "BUILOTIB" Tpw,
OCKIJTbKHM TIOMUJIKM B JIOTaX JAalOTh MOKJIUBICTh BUACHO BUSIBIISITU 1 BUIIPABIISTH
poOaemMu.
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AJe He3BaXalOYud Ha HU3bKUI TOPIT BXOAY 1 HAOYHICTb, OJYNPUHTH -
MOBHOLIHHUHM IHCTPYMEHT 00'€eKTHO-OpieHTOBaHOTO nporpamysanus (OOIT).

Blueprints € moTy>KHUM 1HCTPYMEHTOM JIJIsl BU3YaJIbHOTO MIPOTpaMyBaHHs Ta
CTBOPEHHS JIOTIKM TPH, aj€ BOHH MOXYThb MaTH CBOI OOMEXEHHS, OCOOJMBO B
o0macTi B3a€EMO/Ii1 3 30BHIIIHIMHU pecypcaMi Ta CTOPOHHIMH 010J110TEKaMHu.

[IporpamyBanus Ha C++ Hagae OuIbIle THYYKOCTI 1 MOXKIIMBOCTEH, 0COOJIMBO
KOJIM WJIeThCS TTPO OUIBII CIIOKHI aCIeKTH I'PH, Taki K poOoTa 3 Mepexkero, podoTa
3 (aiIoBOI0 CHUCTEMOIO a00 BUKOPUCTAHHS CTOPOHHIX 0i0jioTek. BoaHouac, 1ie
BHUMArae TJIMOIIOro po3yMiHHS TPOrpaMyBaHHs Ta apXITEKTYpH TPU.

Kosken miaxij Mae CBOi CUJIbHI CTOPOHH, 1 B peJIbHUX MPOEKTAaX PO3POOHUKHU
4acTo KOMOiIHYIOTh BHKOpucTaHHS Blueprints ta C++ 18 onTUMaibHOTO
BUKOPHUCTAHHS MepeBar KO>KHOTO 3 HUX.

Bam Bubip BuxopuctoByBatd Blueprints mist po3poOku JOTiKM Tpu
BUIMPABJAHUNA, 0COOJIUBO SKIIO BYU HOBAYOK Y po3po0ili irop ado HE MaeTe 3HAYHOTO
TOCBiAy y mporpamyBanHi Ha C++. Blueprints 703BOJISIOTH JIETKO BU3HAYATH JIOTIKY
TpH 3a JJOTIOMOTOI0 Bi3yaJIbHOTO 1HTep(delicy, 10 MOJIETIIyE BUBUCHHS Ta PO3BUTOK
BaIIOTO MPOEKTY.

om0 nokymeHTalii, BaxxJaIuBoro repeBaroto Bukopuctanss Unreal Engine €
aKTHBHA CHUIbHOTAa pO3pOOHUKIB. barato murtaHe Ta mpoOiemM MOXyTb OyTH
BUPIIIEH] IJISTXOM TOIIYKY B IHTEpHETI a00 3BepTaHHs 0 (OPYMIB Ta CIUIHHOTH.
OpHak BaJIMBO MAaTH HA YBa3l, 10 PO3BUTOK KOMIIETEHTHOCTEH B po3poO1ll TpH -
11e TIOeTalHUN TIpoliec, 1 HaBITh IMTOYaTKOBHM M0CBia 3 Blueprints Moxke Bam q00pe
MOCITYKUTH Y MallOyTHbOMY .

SIK10 BM BUPIIMIMIIM PO3BUBATH CBIM MPOEKT Ta TPYMY BEIUKOI MIpOI0 Ha
Blueprints, 11e He TUTBKM TPUCKOPUTH PO3POOKY, aje il 3a0e3meuuTh JIErKiCTh
BIJIJIAarOJ[KEHHS Ta PO3LIUPEHHS MPOEKTY. Y 1adul BaMm y po3po0ili Barioi rpu!

2.7. Blueprints

Blueprints y Unreal Engine € BaxxnuBuMH eneMeHTaMu Jj1s1 po3poOku rpu. Lle
BI3yaJIbHUI 1HTEepdeic, MO [I03BOJSE CTBOPIOBATH PI3HI TUOU OO0'€KTIB Ta
PO3pO0JIATH ITPOBY JIOTIKY, HE BUKOPUCTOBYIOUM KOAy. OCHOBHA IepeBara noJjsirae
B TOMY, 1[0 BOHH JIO3BOJIIIOTH PO3POOHMKAM, SIKI HE MalOTh TIMOOKUX 3HAHb
nmporpamyBaHHs, e(EKTUBHO Ta MIBUAKO PEaTi30BYBaTH /1€ Ta PYHKIIOHAIBHICTh
Ipu.

Kosxen Blueprint moxe Bkitouatu B ce0e He TIIbKU rpadidHi aceKTH, aje i
joriyHi cknamoBi. lle poOUTh iX TOTYKHUM I1HCTPYMEHTOM I PO3POOKHU
PI3HOMaHITHHUX ITPOBUX CHUCTEM, BKIIFOUAIOUU PYX NIEPCOHAXKIB, CUCTEMH IITYYHOTO
IHTEJIEKTY, 00pOOKY MOIii, aHIMaIlif0, €peKTH Ta 6araTto HIIOTO.

Blueprint 103BoJsIt0Th pO3POOHUKAM CTBOPIOBAaTH Ta €KCHEPUMEHTYBATH 3
1AesitMy BUAIIE 1 €EeKTUBHIIIE, 1110 POOUTH X BaXKJIMBUM IHCTPYMEHTOM JJISl TUX,
XTO TUTBKM TMOYMHAE CBIA HIISAX y Tally3l po3poOKH irop abo Xoye MPUCKOPUTHU
MPOIIEC PO3POOKH.

Blueprints mamatote BOymoBaHUI B peaakTop iHTepdeic s Bi3yalbHOTO
porpamMyBaHHs, 10 A03BOJIIE pO3pPOOHHKAM OyAyBaTH JIOTIKY I'pH 32 JOTIOMOIOIO
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Onmok-cxeM Ta rpadiuHux eneMeHTiB. lle 3poOieHo HUIIXOM 3'€IHAaHHA PI3HUX
OJIOKI1B, 1110 MPECTABIAIOTH MOAIT, (PyHKIIIT, 3MIHHI Ta 1HIII JOT14YHI €JIEMEHTH.

[le#t Bi3yanmpHUI MiAXi A0 MPOrpaMyBaHHS TMOJETIIYE PO3YMIHHS Ta
MoAu(IKaIIO JIOTIKA TPH, OCOOJMBO I THUX, XTO HE Ma€ TIHMOOKHX 3HAHb Yy
nporpamyBaHHi. Po3poOHuKM MOXyTh mpamtoBatu 3 blueprints, He NUITY4H
KOJHOTO psAKa Koay. BoHM MOXyTh BU3HA4YaTH MOJIi, pearyBaHHS Ha HUX, 1
CTBOPIOBATH CKJIAJHI JIOTIYHI CTPYKTYpH, MPOCTO MEPETIATYyIOYH Ta 3'€THYIOUN
OJIOKH.

Lle m03BOJIsIE MPUCKOPUTH PO3POOKY, MOJIETIIYE BiAIAIKy Ta POOUTH MPOIIeC
CTBOPEHHS I'pH OUIBII JTOCTYITHUM JJIsI HTUPOKOTO KOJIa pO3POOHHKIB.

JIBa HaO1IBIII BUKOPHUCTOBYBAHUX THUITH OJIYIIPUHTIB:

o Level Blueprint;
e Class Blueprint.

Kosken piBenb Bkitouae B cede cBiii BiacHuii Level Blueprint. Level Blueprint
BUKOPUCTOBYETHCS JUIsl MAHIMYIIOBaHHS 00'€KTaMU Ha CIICHI IiJ] Yac TPH, a TAKOK
JUTsL yripaBiiHHs Matinee, CTpIMIHTOM pPiBHIB, YEKIIOTHTAMU Ta IHITUMU CUCTEMaMU,
o BiZHOCATHCSA 10 AaHoro piBHA. Level Blueprint moxke B3aemomisitu i3 Class
Blueprint, 1110 Takox NpucyTHI Ha CIIEHI.

Class Blueprint 703BOJISIFOTE CTBOPIOBATH CKJIQJHI 00'€KTH JUIS TTOJAJIBIIIOTO
PO3MIIIICHHS Ha CIICHI, TaKl SK, HAPUKIAMA, ABEpPl, IO BIAKPHUBAIOTHCS, SIIUKU 3
npeIMeTaMu, KHOIKH 1 1H1Ie. Hanpuknana, KHOmKa, po3ralioBaHa Ha Miio3l, 1 ABepl
— IIe pi3H1 OJIYNIPUHTH, KOXKEH 3 SIKMX BKJIIOYA€ B c€O€ KOHKPETHHM CKPUNT MJIs
B3a€MO/IIi 3 TPAaBLEM, BIATBOPEHHS aHIMAIlll Ta 3BYKIB, BIAKPUTTS JBEpEH 1 1HIII Jii.

B nmanomy Bumanky, HAaTHCKaHHS KHOTKHA CHPHYMHSE aKTHUBAIIO MOl
BCEpENIUHI OJIyIpUHTA JBEPEH, 10 MPU3BOAUTH A0 iX BIAKPUTTA. TakuM camum
YUHOM MOXKHAa B3a€EMOJISITH 3 OyIb-KMMHU IHIIUMH OJIyOPHUHTAMH, a TaKOX
BUKJIMKATH TIOMII HE JIMIIE JUIsS TpaBIyl, aie W Jiis iHmux o00'ektiB abo Level
Blueprint. Class Blueprint MoxyTh OyTH aOCOJTIOTHO aBTOHOMHHMH, 1 ISl IXHBOT
poboTH He TOTPIOHO 3OBHINIHBOTO BIUIMBY; BOHM MOXYTh BHUKOHYBaTU
PI3HOMAHITHI J1ii CAMOCTIHHO.

IrpoBi mepconaxi Takox mpeacTasiieHi y Burisiai Kinacosux biynpunris, sxi
BUKOPHCTOBYIOTBCS JIJII CTBOPEHHS BCIX HEOOXITHHUX €JIEMEHTIB Ta JIOTIKH JIJIst
MalOyTHhOTO TiepcoHaxka. lle m03BosiEe HAJAIITOBYBAaTH NapamMeTpu KaMmepw,
BCTAHOBJIIOBATH YMPABIIIHHS MEPCOHAKEM, BKIIOYAIOUM MUIILY YU HABITH CEHCOPHI
€KpaHU, a TAKOK PO3POOIISTH PI3HOMAHITHI MOKIIUBOCTI, SIKI JOCTYITHI IEPCOHAKY .

IIpu ctBopenni biynpunra Ilepconaxa (Character Blueprint) Bam Bxxe Oyze
JOCTYITHUW HaOlp BJIACTUBOCTEH, $KI HAJAIITOBYIOTh IEpPECyBaHHSA, CTPUOOK,
IJIaBaHHSA 1 maaiHHs. Bam numie notpiOHo OyzAe nofaTH yNpaBiliHHS Ta BUBHAYUTH,
SK caM€ Balll MEPCOHAXK OyJe B3aEMOJIISATH 3 OTOUCHHSIM.

CtBopenHs iHTep(eiicy BUKOHYETHCS 3a JIOMTOMOTOI0 OJTyTPUHTA, CX0KOT0 Ha
KJIACOBUH, aJjie¢ BiH MPUB'SI3YETHCS IO TEHMIUICIO, HE BUMAaraloyd pO3MIIICHHS Ha
piBHI. 3a JonmOMOror OnynpuHTa iHTepdelicy MOXKHa HaJallITyBaTH Tak, M100 BiH
34UTYBaB 3MiHHI 3 HIIUX OJYIPUHTIB 1 BijoOpakaB pi3HI €JIEMEHTH, TaKl K Oanw,
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MOKAa3HUK 3/I0POB'Sl IEPCOHAXkA, KIIbKICTh HAIBHUX MATPOHIB 1 T.A. Uepes OirynpuHT
HUD (inTepdeticy) Takox MOXKHA CTBOPIOBATH KHOIIKH JIJIsl pPI3HOMAHITHUX MEHIO.

[Tin gac cTBOpeHHS OyAb-sIKOI JIOTIKM 3 BHUKOPUCTAHHSM OJYNPUHTIB BU
B3aemoxiere 3 Pemaktopom biynpuntiB. ICHYIOTH pi3HI THOHM pegakToOpiB, fAKi
BUKOPHUCTOBYIOTBCSL JJII peJaryBaHHS KOHKPETHUX OiymnpuHTiB. OCHOBHUI
(GyHKIIIOHAN peJaKkTopa 3alUIIAE€ThCS CXOXKHUM (Tpadiku, 3MiHHI 1 T.1.), aje JIesKi
osynipuHTH, 30KpeMa Level Blueprint, MOXXyTb BIJIpI3HATHUCS Y BIICYTHOCTI BJACHUX
BJIACTUBOCTEN a00 KOMITOHEHTIB.

. ID . . . f DestroyActor
© On Component Begin Overlap (Sphere) »» Cast To ThirdPersonCharacter 7 Play Sound 2D S Spawn System at Location J PrintString

»P—» »P—» »P—> »P—»

D Sound Vale

InString

DevelopmentOnly:
v

¥ GetActorLocation

Target [self| ~ RetumValue @

Item Name

Puc. 2.7. Blueprint
2.8. Memmn, maTepianu Ta epexTH

[Ipunyctumo, 110 y Bac BKe€ € IPOTOTHI IFPOBOIO CBITY 1 reimruieid. Temnep
BaM NOTPIOHO IMIIOPTYBAaTH MOJIETI Ta HAJAIITYBaTH MaTrepiaiv JJig HUX, 1100
JOCSTTUA BiAMOBIAHOTO BUTIISY. OAuH 13 cOCOOIB — CKOPUCTATHCS TOTOBUMU
acceTaMHu.

Pymriii miarpumye dhopmatu 3D-moneneit .fbx 1 .0bj, a Takox BCl mOMyJIspHI
dopmatu tekctyp. [Iporec iMIOPTY € TOCTaTHRO MPOCTUM — BU MOXKETE MPOCTO
NEepPeMICTUTH (aliIM y manky 3 IPOEKTOM, 1 IMIOPT Oyie BUKOHAHUN aBTOMATUYHO.

Takox HEOOX1THO MTPaBUJILHO HAJIAIITYBATH MaTepialiu, 10 03HaYae poooTy
3 meaepamu. 3a3Buyail menaepu po3poOsSOThCA 32 JOMOMOTOI KOAY B IHIIHUX
nporpamax, ane B Unreal Engine 5 € BizyanbHul iHCTpyMEHTapiH, SIKUK T03BOJIsIE
BaM BHW3HAYaTW IHCTPYKIIi JyIs  IIeiaepiB  3a  JOMOMOTOI  BY3JIB.

He 3a0yBaiimo 1 mipo BizyanbHi epextu. B manuit moment B Unreal Engine 4
€ JIBa PEIaKTOPH JIJIs iX CTBOPEHHSI: MOJIYJIbHHM 1 HOJOBUH. Y MepIIoMy peaakTopi
CUCTEMa YAaCTUHOK 1 e€(eKTiB 30MpaeThCs 3 MOAYIIIB 1 HAJAITYBaHb. Y JAPYyromy
MOXHa CTBOPIOBAaTH €()EKTH, BUKOPUCTOBYIOYM HOAMU PEIAKTOpA, SKUNU JIyXKe
CXOXKUH Ha peakTop MarepianiB. Tam MOKHA THYYKO HAJAITOBYBATH €EKTH JIJIs
JOCATHEHHS MOTP1IOHOTO pe3yNbTary.

2.9. Inrtepdeiic kopucryBaya (Ul)

¥ Unreal Engine 5 noctynHuii crierianbHuii pegaktop BipxeTiB - UMG. Ak 1

BEChH PIIIEHHS, BIH € IHTYITUBHO 3p0O3yMIJIUM Ta MOTYXKHUM. MOXHa po3MillyBaTH

eJIeMEeHTH 3 (DIKCOBAHMMHU TMOJOXKEHHSMH, CTBOPIOBaTH OJIOYHY BEPCTKY,
42



BOYIOBYBaTH BIJKETH BCEPENMHI 1HIIMX, 1 Tak fgaii. HagaeTbcs MMUpPOKU CeKTp
HAJIAIITYBaHb, 10 J03BOJISIE IEPEPOOIIATH a00 aHIMYBAaTH MPAKTUYHO Oy 1b-1I10.

UUMG Hanmae MOxIMBICTH cTBoproBatu MeHIo, HUD Ta iHmI eneMeHTH
iHTepdeiicy s KOpUcTyBaya, 1 BCl Il KOMIIOHEHTH MOYKHA HAJIAIITOBYBAaTH Yepe3
OJIyIpHHTH.

2.10. 3Byk

Po6oTa 31 3ByKOM B Tpi TaKOXK HE € CKJIaIHO0. JlocTaTHRO IMITOPTYBATH HOTO
y ¢opmari Wav 16 Ta BIATBOpIOBaTH B MOTPIOHOMY MICIIl 32 JIOIOMOTOIO
omynpuHTiB (abo komy Ha C++). ANbTepHATUBHO, MOXKHAa BUKOPUCTOBYBAaTH
KOMITOHEHTH 3BYKY 1 BMUKATH/BUMHUKATH iX y MOTpiOHI MoMeHTH. Takox y Unreal
Engine 5 MoxHa MIKCyBaTH Ta CTBOPIOBAaTH CKJIAgHI 3BYKOBI €(EKTH,
BUKOPHCTOBYIOYH HOJU PEIaKTOpa.

2.11. 30ipka

Unreal Engine 5 pn03Bosisle JE€rko KOMIIUTIOBAaTH MPOEKT IJsl PI3HUX
miatgopm, Briroyaroun 1K, koHcosi, MoOLIpHI npuctpoi Ta HaBiTe HTMLS. Jlna
koMmnursamii g IIK goctaTHRO BChOrO JIHINE OJHOIO KIIKa, aje I 1HIIUX
maThopM Moxke OyTH HEeOOXiJHO BCTaHOBJIEHHs aojatkoBoro SDK, iHCTpykKiii
I10J10 SIKOTO MOKHA 3HAWTH Y TOKYMEHTAIi.
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PO3/ILJI 3. PO3POBKA KOMIT'IOTEPHOI I'PH Y ’KAHPI
HIYTEP

Unreal Engine 5 BCTaHOBIIOETHCS Ta 3alyCKAETHCS 32 JOMTOMOT OO
Epic Games Launcher. Ilepen tum, ik po3nodaTy po3poOKy ILIyTepa, MU
3aBaHTaxyemMo Animation Starter Pack 3 marasuny B naynuepi. Lleit
CHelialbHUNA TakKeT J0Ja€ A0 TPHU PI3HOMAHITHY aHIMAIlilo, TaKy SsK
xonbba, cTpuOKH, cTpiibOba 1 Oarato iHImIOro. BiH € aOcomtoTHO
O€3KOILITOBHUM 1 PO3POOJICHUI CaMOI0 KOMITAHIETO, SIKa CTBOpHUIIA PyLIin
Unreal Engine.

-0 X

ZanycTuTe
Unreal Engine 5.2

sk CONTENT DETAIL

Animation Starter Pack
Aug 20,2014

aFantastic resource for prototyping your next project or getting your next mod
up and running.

[lobasuTs Kk Npoel

44-427,50-52
Download Type
Asset Pack

Description

e classic Mannequin as well as upcoming Marketplace releases. This animation set is a fantastic resource

Designed for Desktop and Mobile

Puc. 3.1. Animation Starter Pack
3.1. CTBOpEeHHS MPOEKTY

CnoyaTtky notpioHO 00patu TUN NpoekTy. OCKIIBKH MU 0yJ1IeMO po3po0JIATU
KOMIT IOTEpHY Ipy, oonpaeMo tun Games.

44



RECENT PROJECTS

)

FILM /vn)%_;r \ 82

LIVE EVENTS

ARCHITECTURE

AuToMﬁ"» '
PRODUCT DESIGN & y
MANUFACTURING 02

SIMULATION' W

Puc. 3.2. Kareropii npoekty

VY HacTynmHOMY BIKHI Bi/Ipa3y K NPONOHY€EThCA Ha BUOIp KUIbKA 3arOTOBJIECHUX
ma6sioniB. Bubupaemo mab6non Third Person. B TakoMy Bumaaky mu Bijpasy
OTPUMAEMO TOTOBOTO IFPOBOTO MEPCOHANkA 3 BUAOM BIJl TPETHOT OCOOHU.

-
At}
\

el N1 | N

Blank First Person Third Person Top Down

= &

-

-

Vehicle Handheld AR Virtual Reality

Puc. 3.3. Bubip mabnony

VY HacTymHOMY BIKHI CJii BU3HAYUTH OCHOBHI IMapaMeTpH MPOEKTy. Mu
BKa3y€eMoO, 10 ISl PO3pOOKH OyayTh BUKOPUCTOBYBATHCS BIyNmpuHTH, a MPOEKT
PO3pOOIATUMETHCA CIPSIMOBAHO Ha TMEPCOHANBbHI KoMmm'toTepu. BcTaHoBmoemo
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MaKCHUMaJbHy SIKICTh Tpadiku, MPOTE€ BUMHUKAEMO TPAacyBaHHS MpPOMEHIB. Takox
BKa3yeMo, 110 HaMm HeoOxiaauit Starter Content — CTaHTApTHUHN MMAKET, IKUH MICTUTh
IPOCTI pO3MIIIYBaHi MeIlll 3 OCHOBHUMH MaTepiaiamu Ta Tekctypamu. [licis nporo
BM3HAYa€MO PO3TalIyBaHHs Ta HA3BY IIPOEKTY.

1 Defaults

BLUEFRINT

Target Platform  Desktop
Quality Preset  Maximum
Starter Content

Raytracing

Project Name MyProject

Puc 3.4. HanamryBaHHs NpOEKTY

ITicist  cTBOpEeHHS TPOEKTY aBTOMATUYHO BIJIKPUBAETHCS — PEJIaKTOP
CTBOPEHOTO PIBHS, JI¢ BU MOXKETE IMTOMITUTH JICSIKI BXKE HasIBHI €JIeMEHTH (aKTOpH):

e Directional Light - rie mry4He Jukepeso CBiTia, Ike CUMYJIIOE eeKT CBITIIa,
10 HJIe 3 BEJIUKOI BIJICTaHI;

e SphereReflectionCapture - peectpye BUIIIST OTOUCHHS 3 KOHKPETHOT TIO3MIIII.
[Ticnst 1pOTO 11€ 3aXOIUICHHS BUKOPHUCTOBYETHCS JJIsi BiOOpa)K€HHS Ha
MOBEPXHSX, SIKI epe0yBar0OTh y 30H1 BIUIMBY LIbOTO 00'€KTA;

e AtmosphericFog - 3abe3mneuye edekT po3ciroBaHHS CBIT/IA Yepe3 aTMochepy
ia”eTd. Lle Moxke mpuszBecTy 10 OLIBII PEaTICTUYHOTO BUTIIATY 30BHINIHIX
PiBHIB;

e SkyLight - 3axommoe BimmajacHi 00jacTi PiBHA Ta BHUKOPHUCTOBYE IO
iH(opMallito 11 OCBITIEHHS clieHH. [{e o3Hauae, 110 30BHINITHIN BUTISA HEOA
Ta MOTro OCBITJIIEHHS a00 BiI0OpakeHHs1 OyIyTh BIAMOBIATH, HABIThH SIKIIO
He0O BUXOAMUTH 32 MeX1 aTMochepH, a00 SKILO XMapy MAPKYIOTh TOBEPXHIO
HEOECHOTo CKJICTIIHHS abo BJIAJIEKY BHUCOKHX rip;
ThirdPersonCharacter - rpasetp y rpi 3 aHIMaIlisIMH, SIKi B)KE HaJIaIITOBaHI Ta
TOTOBI JIO YIIPaBJIiHHS;

e FollowCamera - BimoOpakae mepCreKTHBY TpaBIisi, TOOTO Te, SIK I'PaBellb
CIpHUIIMae OTOYYIOUUH CBIT;
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e StaticMeshComponent - BHKOPHCTOBYETbCS [UISI CTBOPEHHSI 1HCTaHCIB
UStaticMesh, ne StaticMesh € yacTuHOIO reoMeTpii, CKJIaZeHOI 3 CTATUHYHOTO
HaOopy OaraTokyTHHKIB. lleli KOMIIOHEHT € OCHOBHUM €JIEMEHTOM JIJIs
dbopmyBanHs reomeTpii cBiTy piBHiB B Unreal Engine 5;

e LightmassimportanceVVolume - kouTposroe 301y, B siKy Lightmass (cTBoproe
CBITJIOBI KapTH 13 CKJIQJHUMH CBITJIOBUMH B3a€EMOMISIMU, TaKUMU SIK
3aTiHeHHs oOnacteit 1 audy3Ha iHTeppedekcis) Bunpominioe dhoronu. Lle
JIO3BOJIIE KOHIIGHTPYBAaTH HOro y BHU3HAuYeHIM oOiacTi, 1Mo mnoTtpedye
JIETalI130BaHOTO HETPSIMOTO OCBITIICHHS,

e PostProcessVolume - e ocobmuBuii Bug o6csry B Unreal Engine 5. Koxxen
00csT MOCTOOPOOKHU MpEACTaBIIsie€ COOOI0 OAMH 13 TUIIIB LIAPIB, K1 MOXKYTh
OyTi cTBOpeHI depe3 IirpoBuid Kona (Hampukian, e(eKT TOoIMaaaHHs),
3aCTOCOBaH1 J0 1HTep(deiicy KopucTyBaua (HANpUKIAA, MEHIO Iay3H),
MOB'sA3aH1 3 KaMepolo (HAMpUKIIaJl, BIHBETKA) a00 BUKOPUCTOBYBaH1 B Matinee
(matinee; edekT crapoBuHHu). KoxkeH okpemwuii map Mae CBOIO Bary, IO
N03BOJIsIE €(PEKTUBHO KEpyBaTH HUMH Ta 3MINIyBaTH ISl JIOCATHEHHS
OaxxaHux e(eKTiB.

Ha nmoTouHomy erami Ha piBHI pO3TallIOBaHO MPOCTIP 13 MIJJIOr0K0, OTOYECHHMA
CTIHaMH, 1 iIrpoBUid epcoHax. KpiMm Toro, € fekijibka 00'eKTIiB, HA SIK1 TPAaBELlb MOXKE
cTpubaTH, NepemMilaThCs N0 HUX Ta 31CTPUOYBATH 3 HUX.

OcTaHHIM eTanoM mepes MOYaTKOM pO3pOOKH € BKIIIOYEHHS aHIMaliiHOTO
nakety Animation Starter Pack y npoexkr.

3.2. HanamryBaHHs KamMepHu

Ockisibku OyJ10 BUPIIIEHO PO3POOIISITH TPy 3 BUIOM BiJ MEPIIOi 0coOH, ae
Hapasl y Hallii rpi BUKOPUCTOBYETHCS BHII BiJl TPEThOI 0COOM, HEOOXITHO BHECTH
KopekTuBH. lle MOXHA BUNIPABUTH, TEPEMICTUBIIN Kamepy, MPHUKPIIUICHY [0
MEePCOHAXa, TakK, 00 rpaBelb CIIpUitMaB CBIT Kpi3b 04l MEPCOHAXKA, a HE 33311y, SIK
11 peayni3oBaHo B madiaoHi. g mporo nmepexoaumo Ha nanenb Content Browser 1
BiIKpuBaemo mnanky "Blueprints" (puc. 3.5), ne 3HaxomsThcs BCl 00'€KTH 3
OnynpuHTamu y Hamii rpi (puc. 3.6). [Totim BinkpuBaemo ThirdPersonCharacter i
NepexoaruMO JI0 BKIAAKU Viewport y HOBOMY BiKHI.

=+ Add

» Favorites

Puc 3.5. Content Browser
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& Details x ® World Settings

DirectionalLight -+ Add

Converts this actor into a reusable Blueprint Class that can have script behavior

343, DirectionalLightComponent (LightComp

Puc 3.6. ITanka Blueprints

Crouatky, NEpeMilllaEMO Kamepy Yy BIAMOBITHE IOJOXKEHHS, a IOTIM
npu3HayaeMo ii J104ipHIM 00'ekToM mepcoHaxka (puc. 3.7). OckiabKH Kamepa €
CTaTUYHOIO0, a TIEPCOHAX Ma€ aHIMallllo, HEOOXiTHO 3a0e3neunTH, MO0 Kamepa
pyxanacs pa3oM 3 pyXaMu TOJIOBU TiepcoHaxka. J[mst 1miporo B mapamertpi Parents
Socket kamepu obupaemo "head", mo06 kamepa BiACTEXKyBajia aHIMAIIAHI PyXH
TOJIOBM TMepcoHa)xka Ta mMoBToproBasia iX. [licis mporo kamepa aBTOMATHYHO
obepTaeThes Ta 3MilIyeThes (puc. 3.8), ToMy NOTPIOHO MOBEPHYTH i1 HA HEOOXiAHE
MICIIE.

Puc. 3.7. [lepemimenHus: kamepu
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Puc. 3.8. ABToOMaTnyHe 3MillIeHHS KaMepH

3a 3aMOBYYBaHHSIM, KOMIIOHEHTH KaMe€pu HE pearyiTb Ha oOepTaHHS
KoHTpoJepa. 106 BunpaBuTH 11e, HEOOX1IHO BUOPATH KaMepy y PEAAKTOP1, a MOTIM
Ha MaHen napaMeTpiB aktuByBaTH omiiro "Use Pawn Control Rotation" (puc. 3.9).
Hami, y pegakropi ThirdPersonCharacter, Tako Ha maHes napameTpiB, MOTPIOHO
Btountu oniito "Use Rotation Controller Yaw", mo6 npu obepraanti kamepu
TUI0 IEPCOHaXKa Takok moBopoTaiocs (puc. 3.10).
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Puc. 3.10. Use Rotation éontroller Yaw

Tectyemo, HatucHyBIIM KHONKY Play Ha maneni iHCTpyMmeHTiB. MoskHa
no0ayuTH, 1110 TENEP B Il BUJ BiJ] MEPIIOT OCOOH.

Puc. 3.11. Bun Big nepiroi ocoon
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3.3. IIkaJa »uTT i 00JIayHKIB rpaBus

VY rpi Oyzae nBi MIKaW: IIKana KATTA 1 mKayia oomaxyHkiB. OOHUIBI MIKaIH
OyInyTh 3MEHIIYBAaTHCS TPU OTpPHMaHHI ypoHy rpaBiieM. CrodaTtKy BHACIIIOK
ypoHy OyJie 3MEHIITYBaTHCS ITKajia 00JIAyHKIB, SIKYy MOKHA YaCOM BiTHOBJIIOBATH.
OpHak SKIIO BOHA TOBHICTIO BUYEPIAETHCS, TO TTIOYHE 3MEHIITYBATHCS TITKAJIa KUTTS
rpaBIls, SKa HE Ma€ BIACTUBOCTI BITHOBJICHHS. Y BHIIAQJIKY, SIKIIO IIKaNa XUTTA
3HHU3UTHCS JI0 HYJISI BIZICOTKIB, TPaBellb BTPATUTD KHUTTH.

Biakpuaemo Omynpunt ThirdPersonCharacter (rpaBisi) 1 B HOBOMY BiKHI
nepexoaumo 1o Bkiaaaku Event Graph. Crnouatky Tpeba mogaTu JBi 3MiHHI THITY
Float: Armor (6ponst) Ta Health (kutTs) (puc. 3.12).

Puc. 3.12. Pegaktop ThirdPersonCharacter

Jlami MoOKHAa TPOBECTH KOMMUIAIIIO OJyNpUHTA, HATUCHYBIIUM KHOIKY
"Compile" Ha maHe iIHCTPYMEHTIB, a TAKOK BCTAHOBUTH IMOYATKOBI 3HAYCHHS JJIs1
3MiHHUX. JlaBaliTe MpUITyCTUMO, IO JJIE 000X 3MIHHUX MOYATKOBUM 3HAYEHHSIM
oyne 1.0. [Ticnsg iboro BUKOHY€EMO 3HOBY KOMITUISIIIIO Ta 30€piraeMo 1ei OymnmpuHT.

J1ist cTBOpeHHsI iHTEpQEicy TpaBiis 31 MIKAJIAMHU )KUTTS CTBOPIOEMO KJIac TUITY
Widget Blueprint, sxuit mu Hazsemo HUD. ¥V penakropi iHTepdeiicy 1o1aeMo 18a
enemeHTH Progress Bar Ta HanamroByemo ix po3Mmip, noyioxkeHHs Ta kouip. [lepumit
Progress Bar Oyne BigoOpakatn OpOHIO 1 MaTHMME >KOBTHM KOJIp, a Apyruil Oyae
MPEICTABIIATH LKAy JKUTTS 3 YEPBOHUM KOJIBOpPOM (puc. 3.13).

Puc. 3.13. HUD
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Tenmep Tpeba mnpuB’sizatu iHTEpdeEhc 10

3MIHHUX.

s

IEOTO

BUKOPUCTOBYEThCS Blueprints — BizyanbpHEe NporpamyBaHHS. byino cTBopeHO 1Mo
OJTHIH criemiaibHIN (QYHKITIT 171 KOXKHOT IIKaJIH, SIK1 3BEPTAIOTHCS A0 TPABIL, 5K 10
00’€KTy, A13HAIOTHCA 3HAYEHHS MOTPIOHOT 3MIHHOT Ta MOBEPTAIOTh ioro (puc. 3.14,

3.15).

»+ Cast To ThirdPersonCharacter
B Get Percent 0

»
. _/ Ol

Object

Target

" J Get Player Character

Player index ‘ Returmn Value

»+ Cast To ThirdPersonCharacter
= Get Percent 1

14
» =i Obyect

Target

" J Get Player Character

Puc. 3.15. ®yHKIS 715 MIKAIHA KATTS

B Return Node
B

Armor @

= Return Node

»

@ Return Value
Health @

Tenep HEOOX1IHO HAIAIITYBAaTH BITOOpaXKEHHSI CTBOPEHMX LIKaJ Ha €KpaHi
i yac rpu. s poro po3muproemMo OJynpuHT nepcoHaxka (puc. 3.16).

B8 Create HUD Widget
¥ 1’3

{ Event BeginPlay

lass v Return Value

Owning Player

| Add to Viewport

Puc. 3.16. Ckpunt a1 BiIOOpakeHHS 1Kl HA eKpaHi

Jlami mepeBipsiemo, o Bee npartroe (puc. 3.17).
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Puc. 3.17. BinoOpaxeHHs 1IKal Ha eKpaHi
3.4. BinHoBJIeHHs 00JIaIYHKIB
BigHoBieHHs 00JIayHKIB pealli3yeThCs IUIIXOM PO3MIMPEHHS OJyImpUHTA
NIEPCOHAXA, a caMe CTBOPEHHS rpadikiB (CKpUIITIB). ByJio BUpilIeHO 3/1ICHUTH TaK,

o0 AKmo piBeHb 0o0naayHkiB MeHiie 100%, TO KOXKHY CEKyHIy BOHU OyIyTh
BiIHOBJIIOBATUCH Ha 1% (quB. puc. 3.18).

& Event Tick

Puc. 3.18. Ckpunr BiiHOBIEHHS OpOHI1

3.5. HaHeceHHs1 YPOHY

Tenep ms OmynpuHTa MEepcoHaXka TpaBIl Tpeda CTBOPUTH (PYHKINIO, SKY
MO>kHa Oyzie BU3uBaTh. byno BupileHo po3poOuTH QPyHKI10, AKa BiAHIMAE 5% BiJ
3HAQ4YEHHs OOJaJyHKIB, a SKIIO OOJIaTyHKH MaloTh HYJbOBE 3HAYCHHS, TO
BiHIMaTHCs Oye 5% Bija piBHS KUTTSA NepcoHaxa (auB. puc. 3.19).
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Puc. 3.19. ®yHkI1ig HAHECEHHS YPOHY
3.6. JlonaBanus noBHouiHHOrO 3D nmepconaxa 3 aHimani€ero

B nanuit MOMEHT Halll iepcoHaxk 001aTHaHUI aHIMAIlisIMU AJ1s Oiry, CTPUOKIB
Ta OBOPOTIB. /{7151 MpOCTOrO IIyTepa MhOro MOKE BUSIBUTUCS JOCTATHIM, aJie TIepe.T
TUM, SIK TPOJOBXKHUTH, MOTPIOHO aNanTyBaTH aHiMallii Tak, 100 BOHM BUTIISIATN
pEaTiCTUYHO, KOJHM TMEepPCOHaX TpUMae B pykax aBromart. lle 3aBmaHHS HOCHTH
TPYJOMICTKE 1 BHMAara€ BHUCOKOTO piBHS mnpodecioHanisMy. ToMy BUHUKIA
HEOOX1IHICTh 3aBAaHTAXKUTHU FTOTOBOTO MIEPCOHAXKA 13 BIJIMOBIIHUMU aHIMAIlISIMU JIJIsI
nryTepa, KM JOCTymHHUM BiKpuUToro JineHsielo B IHTepHeri. [IpoTe 1e Takox
noTpedye HaJaroHKeHHs.

Cnouatky dopmyemo accer Animation Blueprint. Ilicas BIZKpuTTS 1IbOTO
OJIyIpUHTA MU Ma€EMO JIOCTYII J10 peaakTopa (puc. 3.20), 1e MoKHA HAJIAIITOBYBAaTH,
AK1 aHiMalii OyayTh aKTMBHUMH Ta B KUl MomeHT. Ha ommH yac Moxe OyTu
aKTHBHOIO JIMIIIE OJIHA aHIMallis, IPOTE MOXKHA cTBopUTH State Machine (ckinueHmit
aBTOMAT), 00 HAJAIITYBATH MEPEXOAM Bl OJHIET aHIMAIII1 0 1HIIOI B 3aJI€KHOCTI
B1JI IrPOBUX CUTYaIIIH.

Puc. 3.20. Pegaktop Animation Blueprint
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Maewmo nBa cranu: Idle ra Run_Walk (puc. 3.21).

Run_Walk

Puc. 3.21. State Machine

[Tixg gac crany "ldle" 6yne BigTBOpIOBAaTHCS aHIMAITIS JTIOJMHH, IO CTOITh Ha
Mmicti (puc. 3.22).

Play idle

Output Animation Pose

* Result

Puc. 3.22. Cran Idle

[lepen TuM sik 1oAaTH aHIMAIIIIO XOALOH, BAXKJIUBO PO3YMITH, SIK 1 Ky HAIIl
MEPCOHAXK MOXKE PYXaTHUCS, a TaKOX 3 AKOI IMIBUAKICTIO. MU CTBOPIOEMO accer
Blend Space, i B #oro pemakTtopi HaJamTOByeMO aHIMallii Tak, 100 BOHU
3MIHIOBJINCS B 3aJICKHOCTI Bij] IBUIKOCTI Ta HAMPSIMKY pyxy TpaBis (puc. 3.23).

QadON P

Puc. 3.23. Penaktop Blend Space
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[ToBepTaeMocst 10 peAakTopa CTBOPEHOIO paHillle KIHIIEBOTO aBTOMAaTy. Y
ctani Run_Walk mu nonaemo panimie crsopenuii Blend Space, i1e Bkazyemo Hanpsim
Ta MIBUJKICTH pyXy nepcoHaxa. L1 nani Oyne po3paxoByBaTH, TOMY CTBOPIOEMO JIBI
3MiHHI, B sIKi Oy/1IeMO 3arucyBaT Bci HeoOXinHi mapamerpu (puc. 3.24).

Puc. 3.24. Cran Run_Walk

[Tepexoaumo no BikHa Event Graph Ta peanizyemMo CKpUINT, 3a JIOIIOMOIOIO
AKOro Oyjie BCTAHOBJIFOBATUCS 1 HAIPSIM, 1 MIBUAKICTH NepcoHaxka (puc. 3.25).

Puc. 3.25. Cxkpunt BCTaHOBJIECHHS HANIPSMY 1 MIBUIKOCTI MEPCOHAXKA

Tenep He0OX1AHO BKa3aTH YMOBH NEPEXOy MK CTAHAMM CTOSIHHS Ha MicIi
Ta Oiry. Mu HajamroByEMO YyC€ TakK, IO SKIIO HIBUIKICTh TPABISl MEPEBUIILYE
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JIECSATh, TO BIATBOPIOEThCA aHiMarlis Oiry (puc. 3.26), 1 SKII0 BOHA CTa€ MEHIIE
JIECSATH, TO 3aIyCKAETHCS aHIMaIlisl CTOSHHS Ha Micii (puc. 3.27).

“Result

Can Enter Transitxon

Puc. 3.26. [IpaBuio, rpu sskoMy 3aITyCKaeThCsl aHIMaIlis Oiry

“Result

Can Enter Transition

Puc. 3.27. TlpaBuiio, npu IKOMY 3aITyCKa€ThCs aHIMAIlisl CTOSTHHS Ha MICIII.

3a OCTaHHIM €TarnoM MU 3aMIHIOEMO CTaHJApTHOTO MEpPCOHaXka Ha TOTO, 1110
Mae HeoOX1IHy JuTst Hac aHiMarlito (puc. 3.28). ITicis moyaTky rpy MOXKHA IOMITUTH,
10 PYKH MePCOHaXKa PO3TAIIOBaHI BIAMOBIIHUM YUHOM, TOTOBI yTPUMYBATU 30POI0
(puc. 3.29).

508 B ey -

Puc. 3.28. 3amiHa cTaHIapTHOTO MTEPCOHAXKA HA TUMYACOBY MOJIENb
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Puc. 3.29. Bup Bix nepiioi ocoou
3.7. JonaBaHHs 30poi 10 rpaBus

VY mrytepi 000B'I3K0BO TOBUHHA OyTH MpeicTaBlieHa 30posi /Il TpaBIis, 1 Ha
BUOIp icHye Oarato pi3HuXx BuiB. [lim yac po3poOKHM BHUPIIIUIN TUMYACOBO
CKOPHUCTATHUCSl aBTOMATOM, 3YIIMHUBIIKCH Ha Moieni aBTromata AK-47, siky Branocs
3HANTH cepel TOTOBUX OO0'€KTIB y BiAKpuUTOMY noctymi. Ilicias 3aBaHTaxeHHS
Mozieni OyJ0 BHUKOHAHO ii J0JlaBaHHS 10 MpoekTy. Temep 3aiuIianocs JuIle
MPUB'SA3aTH AaBTOMAT JI0 IrPOBOTO MEPCOHAXKA.

Puc. 3.30. Kitac Gun

Jam tpeba 3a TOMOMOTOI0 peaKTopa CKEJETy TPaBIlsl MPUB’A3aTH aBTOMAT
JI0 TIPaBOi PyKH IrpoBOTO MiepcoHaxy (puc. 3.31).
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Puc. 3.31. [IpuB’si3ka aBTOMATy JI0 pyKH MEPCOHAXKA

Sk BUIIHO, HEOOXITHO HANAIITyBaTH PO3TallyBaHHA aBTomarta. [lo-mepiie,
ciia aktuByBatu aHiMarito "Idle aiming" y rpaBus, a moTiM, BUKOPHUCTOBYIOUH
NepPEeMIIICHHS, IOBOPOTH Ta 3MEHIIECHHS PO3MIPIB, PO3MICTUTH aBTOMAaT y pyKax
nepconaxa (aus. puc. 3.31).

Ly

Puc. 3.32. HajamtyBaHHS ITOJIOKEHHS aBTOMATy

Jlisg Toro mo0 rpaBelb OTPUMaB aBTOMAT MICI]sS MOYaTKy I'pH, HEOOXIITHO
posmmputu OmynpuHT ThirdPersonCharacter 3a momoMorow KigbKOX CKPHIITIB
(puc. 3.33). Ilicas 1bOrOo MPOBOIUMO IEPEBIPKY, MO0 3a0E3MEYUTH KOPEKTHY
poborty (puc. 3.34).
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[ MrachTolamponent

Puc. 3.33. JlonanHs CKpUNTIB

Puc. 3.34 IlepeBipka pobotu

3.8. Crpinnba 3i 30poi

Ha nouatkoBOoMy erari HEOOXIAHO CTBOPUTH HOBHM Kiac, skui Oyze
HasBanuii Bullet. OCHOBHMM KOMITOHEHTOM IIhOTO Kjacy Oyae Memn
Shape NarrowCapsule, skuil ciayXuTUMe OOrOpPTKOIO JUIsl KyJi, BUIYIIEHOI
rpasueM yepe3 aBToMar. [licisg uporo nogaemMo kommnoHeHT ProjectileMovement ta
KOHQITYpyeMO MOYATKOBY Ta MAaKCUMaJbHY IIBUIKICTH KYJIi, @ TAKOXK BU3HAUAEMO
BIUIMB rpasiTalii Ha Hel (puc. 3.34).
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Puc. 3.35. Knac Bullet

ITix gac cTpibOM KyJii TOBUHHI BUXOJIUTH 3 JyJia aBToMaTa. J{Jis qocarHeHHS
BOTO €(PEeKTy CIOoYaTKy HEOOX1JHO YITKO BH3HAYUTH TOYKY, B SIKIM Kyil OyIyTh
3'BASATUCS. /{7151 IOTO MU BIIKPUBAEMO PEIAKTOP CKEJIETY HaIloi 30poi, 10/1aEMO
TaK 3BaHUM COKET Ta TMepemilmaeMo Horo B KiHenp nyina (puc. 3.36).

<] [+ Pwpottie || 9 Ut || thow || Chasactw [ 00 Aute | _ a1.0 THRGE BB "B B
Hadeatrce Pose

Puc. 3.36. 3agaHHs TOYKH BUIIBOTY KYJIb

Tenep BinkpuBaemo OynpuHT ki1ac Gun Ta CTBOPIOEMO HOBY MOJI110, T Yac
SIKOT KyJ1i OyyTh BUJIITATH 3 Jyja aBTomara (puc. 3.37).

61



& SpawnActor Bullet

“J Get Socket Transform

Puc. 3.37. [loais BUILOTY KYJIb 3 aBTOMATY

[licns cTBOpeHHS MOJII BAaXJIMBO BKa3aTH, $SKI KHONKM MAaroTh
BIJICTIAKOBYBaTUCsA, 100 aKTUBYBaTW w0 mnoaio. lLle pobutbes dyepes
HajallTyBaHHs BBeleHHA (Input) B mapameTpax mpoekTy. Mu BKazyeMo, 110 MO
"Fire" nmoBuHHA BiIOyBaTUCS MPU HATUCKAHHI JIiBOT KHONKK Muii (puc. 3.38).

T

[

Game

Engine

4 Virwpat Properiies

Puc. 3.38. BigcrexeHHs KHOIIOK

Tenep y OmynpuHTI rpaBUs HEOOXITHO HAJIAINTYBaTH BUKIMK MOJIIi, SKa
MpU3BEJIC 10 BUCTPLIIB 3 aBTOMaTy. CIIOYaTKy CTBOPIOEMO MOCHUJIAHHS HA aBTOMAT,
1100 MaTH MOKJIMBICTh B3aEMOJIISITH 3 MOJII€I0 B 30poi (puc. 3.39).

ITicis mporO JTOAAEMO TOMIIO, SKAa NMPHM HATHCKAHHI JIIBOI KHOIKH MHUIII
iHimiroe momiro "Fire" y 30poi rpasus (puc. 3.40).
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Puc. 3.39. ITocuanHs Ha aBTOMAT

< InputAction Fire

Weapon

Puc. 3.40. Iloxis, sika 3amycKae MO0 BUIbOTY KyJib 3 aBTOMATy

[Tepen nepeBipKoOrO MPABUIBLHOCTI CTP1ILOM BCTAHOBUMO HEBEIMKE 3HAUCHHS
(200) mBUAKOCTI PYXy KYJib, 1100 JIETIIE CIIJIKYBaTH 3a iXHbOIO TpaekTopiero. 1ig
4yac TMEpEeBIPKM BHUABICHO, IO KyJ PYyXalOTbCs HE y HAINpPSIMKY BIEpend, SK
ouiKyBaJyIocs, a BJIiBO (puc. 3.41).

Puc. 3.41. Kyni netartp BIiBO

[{ro mpoGiemy Banocs BUPIIMIMTH, BUKOHABIIM MOBOPOT cokera "Fire" B
penaKTopi CKeleTy aBTomara. Temep Kyil pyXarOThCs BIIEped, aje ix mepemHs
YacTHUHA BUJIITae OOKOM, a HE ciipsiMOBaHa Briepe (puc. 3.42).
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Puc. 3.42. Kymni netsTh Briepe, ajne 60KkoM

[{ro mpoGneMy Basocsi BUPIIIMTH, 3MIHUBILIKA OPIEHTAIIIO KyJIi B peAaKkTopi
onynpunTa Bullet (puc. 3.43).

Puc. 3.43. Kyni netars sik Tpeda

JI71st GUIBIIOTO pealli3My 3aTUIITUIIOCS 3MEHIITUTH PO3MIPH KYJIb Ta 3017IbIIATH
HMIBUKICTH 1X TOJK0TY (pHC. 3.44).
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Puc. 3.44. KiHueBuil BapiaHT BUJIBOTY KYJIb
3.9. lonaBaHHA BOPOTiB Ta 3HULIECHHS IX

['onoBHUY 1rpoBUii MepcoHaX MOBHICTIO roToBuil. Tenep moTpibHO nomatu
riomy Boporis. CtBoproemo OnmynpuHT kiac Tuity Character mig Hazsoro Enemy Al
31 CTaHJApPTHUM BHJIOM TEPCOHA)Xa, 31 CTaHJAPTHUMHU aHIMAIliIMH Ta 3MIHHOIO
Health (puc. 3.45).

Puc. 3.45. Enemy_Al

Mu BHKOPUCTOBYEMO Bi3yalibHE MporpamyBaHHs uepe3 Blueprints nms
HAJAIITYBaHHA MEpPCOHAaXKa TakK, 100 MPU KOXXHOMY TMOMaJaHHI Kyjdi B HBOTO
BiiHIMaNoCsT KUTTS (puc. 3.46). SKmio piBeHb XKUTTS 3MEHIIUTHCS 10 HYJISA, TO
BOPOT 3HUKHE (TIOMpE).
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Puc. 3.46. Ckpunrt BiIHIMaHHS KUTTS Y BOPOTiB

[lepeBipka poOoTH cKpunTa mpoiaeHa ycmimHo (puc. 3.47, 3.48).
BusiBumnocs, mo a1 BOMBCTBa BOpora 10cTaTHho 10 KyJib.

Puc. 3.48. I'paBenib BOMB 0OIHOTO BOpOTa, BUIYCTUB B HHOTO 10 KyJib
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3.10. Ypon Bix Boporis

VYs1BiMO, 110 HAaIlll BOPOTH — 111 OIMKHBOTO 0010 1 MOXKYTh TIJIBKU aTaKyBaTu
pykamu. OTxe, ypOH IO I'PaBIIO MOBUHEH HAHOCUTHUCS TOI1, KOJIH BiH CTOITh MOPYY
3 Boporowm. [1100 11e peanizyBaTu, CTBOPIOEMO OJIYTPUHT 3 HA3BOKO Pain Ta momaemo
1o uporo kommnoneHT Capsule Collision.

Ileit koMIOHEHT — 00y1acTh y (popmi kancynu. [ToTpiOHO Horo HamamTyBaTH
Tak, 00 rpaBelb, YBIMIIIOBIIN B KaIlCyJly, OTPUMYBaB YpOH. Y HAIIOMY BHUIAJIKY,
KOJIM TpaBellb yBIiIe B KaIlCcyiy, To 3amycTuthes GpyHkiis TakeDamage, sika Oyna
HamucaHa pasimre. Peanizyemo Bce 1ie 3a JJOOMOTO0 Bi3yaIlbHOTO MPOTpaMyBaHHS
y penakropi Net Graph (puc. 3.49).

we Cast Yo Ther éFer soah acter

O vt ket BagaOverlap - »
I3

& Lyt AtseTndOwerlap
»

Puc. 3.49. Ckpunr 115 Kancysi, 1o HaHOCUTh YPOH I'PaBIIi0

Hactynaum kpokoM € moB'si3anHa kiacy Pain 3 kimacom Enemy Al Tenep
KOXEH BOpPOT MaTUMeE 00J1acTh HAaBKOJIO cele, sika Oyze 3aBAaBaTH YpPOH I'paBIIEBI,
eMYJTIOI0UH OJVOKHIM 01 (puc. 3.50).

Puc. 3.50. Bopor 3 30H010 HaBKOJIO ce0e, sika HaHeCe YPOH TPaBII0
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3.11. IITy4yHuii iHTETCKT

J11s TOTO 11106 BOPOTH MOTJIH BiJICTEXKYBATH IpaBIls, iM TOTPIOHO BKA3aTH, Jie
MOJKHA pyxatucs, a ae 3aboponeno. Jlonamo Ha piBens Nav Mesh Bounds Volume
3 maneni Modes. Po3tsaraemo iioro Ha Bech piBeHb, 3a0€3MEUNBIIN IEPCOHAKAM 13
MITYYHUM 1HTEJIEKTOM MOXJIMBICTh PyXaTHUCS MO BChOMY PIBHIO. 3eJIeHUI KOIip Ha
UTrFOCTpallii BKa3ye Ha 00J1acTh, JOCTYIHY I pyXy (puc. 3.51).

T o Pt || 18 || 0o S ORI R e e

UONETING MIEDS O OF POBRLT (V) wdeat )

Puc. 3.51. Nav Mesh Bounds VVolume

Honaemo kommnoneHt Pawn Sensing no Omynpunta Enemy Al Leit
KOMITOHEHT HaJa€ MOJKJIUBICTh MEPCOHAXY 13 IITYYHUM IHTEJICKTOM BHSIBIISATH
rpaBus, 1, SIK TUIBKM BiH HOTO IMOMIYAa€, MU MOXEMO BUKOPUCTOBYBATH IO
1H(pOopMaIito, HAPUKIAA, JUIsl BKa31iBKH ITYYHOMY 1HTEJIEKTY PUCTOCYBATHCS Ta
BU3HAYHUTH HAMPSIMOK pyXy. Y HajamryBaHHAX Pawn Sensing BCTaHOBIIIOEMO KYT
ormsany Ha 180 rpagycis (puc. 3.52). Ile 3a6e3neunThb MOCTiMHE BIACTEKEHHS T'PABIIS
MEePCOHAKAMH 13 IITYYHUM THTEIEKTOM.
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Puc. 3.52. Pawn Sensing
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Tenep HamamTOBYEMO pEaKIif0 Ha MO1I0, KOJIM IpaBellb NOTPAIUIAE B TOJIE
30py LITYYHOTO 1HTENEKTY. B TakoMy BUNaJKy Hexail mepcoHax 13 ITy4YHUM
1HTEJIEKTOM PO3MOYHE NEPECiAyBaHHs IPaBlisd, HaMaralounch MaKCUMaIbHO
HAOMM3UTHUCS 10 HBOTO. TaKoX BaXKJIMBO MiAIOpaTH MIBUIKICTH JJIsI BOPOTIB TakK,

1100 BoHa OyJa OLIBIIOI0 32 MAaKCUMaJIbHY MOXKIIUBY IIBUIKICTH TpaBLs (puUC.
3.53).

»+ Cast To ThedPersonCharacter

Puc. 3.53. Ckpurnr, sikuii 3MyIiIye BOPOTiB MOCTIMHO OIraTtu 3a rpaBleM

Kommimoemo Ta 3amyckaemo rpy. Bee mpaiitoe Tak, sik 1 moTpiOHO, BOPOTH
ODKaTh 3a rpaBlEM 1 SKIIO HA3IOTaHSIOTh HOTO, TO HAHOCSThH YPOH.
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PO31J1 4. TEMOHCTPALIA BIJEOI'PU

[Ipu mouaTky Tpu TpaBelb 3'SBISIETHCS Y MPOCTOPI BEIMKOI KIMHATH, OTOYCHUH
YUCJIICHHUMH JKUBYYHMH BOPOTaMH, SIKIi MUTTEBO BUSBIAIOTH 1HTEpPEC JO HOTO
ycyHeHHs (auB. puc. 4.1). Boporu oomMexeH1 MOXKIMBICTIO JIUIIIE O1raTH 3a TpaBIeM
(muB. puc. 4.2) 1 3aBAaBaTU HOMY YPOH, SIKIIIO BOHU HOMY JICTalOTh (UB. puc. 4.3,
4.4). T'paBerb, 31 cBoro OOKy, MOXKe IIepeMimaTucs 1 BOMBaTH BOPOTIB,
BUKOPHCTOBYIOYH aBTOMAT (IUB. puc. 4.6). Konu rpaBers yHukae BOPOTiB 1 BOHU HE
MOXYThb HOTO JOTHATH, HOTO 00JIaTyHKH MOBIJILHO BITHOBIIIOIOTHCS (IUB. puc. 4.5).
OcHoBHa MeTa rpaBlis - BUKHUTH, BOUBIIH yCiX BOPOTIB 1 HE BUTPAYAIOUU yCIO CBOIO
KAy 310poB'st (AuB. puc. 4.7).

Puc. 4.1. IrpoBuii piBeHb CIIOYATKY TPH, BUJ 3rOpYy

Puc. 4.2. Tlouyatok rpu, BOPOTH MOYaIU NEPECITiTyBaTH TPABIIS
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Puc. 4.4. V rpaBis 3akiHunIacs mkajaa OpoH1 Ta Movyasao 3aKiHIyBaTUCS KUTTS
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Puc. 4.5. I'paBiito Basocs Bii0IrTH Ha Oe3MeuHy AUCTAHINIO BiJl BOPOTIB, IIKaJa
OpoH1 1ToYasa BiTHOBIISITHCS

Puc. 4.6. I'paBenib 1iKBiTyBaB OUIBIIY KUIbKICTh BOPOTiB
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Puc. 4.7. 'paBenb BOMB BCIX BOPOTiB Ta BUKUB
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BUCHOBKHA

[Tix gac excrumopairii pi3HUX JPKEPEN MPOBOIUIIOCS TOCIHIHKEHHS KOHIISIITIT
KOMIT'FOTEPHHUX 1TOP, SIKE BKIIFOYAIIO KJIacH(IKaIliio irop 3a YOTHPMa KpUTEPissMH. Y
JIOJATOK JI0 IIbOTO OyB PO3pOOJEHUM aarOpUTM JJISI IIPOIECY PO3POOKHU BiJICOITOP.

Takoxx OyJ10 BUBYEHO TOMYJISIPHI IHCTPYMEHTH JIJIs1 PO3POOKH, iX MOPIBHSIHO,
1 BU3BHAUYCHO HANO1JIbIII aKTYyaJIbHI JJIs1 HOBauKiB. BHO1p Mp1opUTETHUX IHCTPYMEHTIB
0a3yBaBCs Ha IOCTYIMHOCTI Ta (DYyHKIIIOHAJIBHOCTI.

[Tlin yac aHami3zy HasBHUX PO3POOOK OYJIO IPOBEJACHO IOPIBHSHHSI, B
pe3yJibTaTi yoro Oyju BU3HAYECHI MEpeBaru Ta HEJOJIIKM KOXKHOI 3 HUX. B mporeci
[[HOTO aHaI3y CTaJI0 OYEBUIHUM, 1110 MPU CTBOPEHHI KOMI'TOTEPHOI I'PH 3 MPOCTOIO
ITPOBOIO MEXAHIKOIO CJIiJI TPUILISTH yBary J0AaTKOBUM aclieKTaM, TAKUM SIK CEOKET
Tta TpadiuHe odopmueHHs. lle BaxmmBO I TOro, mOO 30epertu iHTEpec
MOTEHIIMHUX TPABIIIB 1 MOJOBXKUTHU KUTTEBUM IIUKJII TPHU.

[Ticns BUOOpY 1HCTPYMEHTIB JIsl pO3pOOKH po3noyanoch ocBoeHHd Unreal
Engine 4 ta peam3anis camoro npoekty. Ilig yac po3poOku riaudiie BUBYEHO
MOxJMBOCTI redMm-pymi Unreal Engine 4 Ta BHKOpHUCTaHHS BI3yaJbHOTO
nporpaMmyBaHHs 3a onomororo Blueprints. HaGyTo HeoOXiqHUX 3HaHb Ta HABUYOK,
TaKHUX fIK:

CTBOPEHHSI P1BHIB,;

CTBOPEHHSI 1 HAMCAHHS CKPUIITIB;
HaJalITyBaHHS 00’ €KTIB;
CTBOPEHHS ILITyYHOTO 1HTEJIEKTY.

Busuenns pobouoro cepenosuiia Unreal Engine 4 Mae BaxinBe 3HaYCHHS,
OCKIJTBKH 1HIYCTpisi po3poOKu irop HaOyBae Bce OUIBIIOTO 3HAYCHHS y HAIIOMY
cycninbeTBl. ['pu Bxke TaBHO mepecTanu OyTH JIMIIIE 3acCO00M po3Bar, BOHU aKTUBHO
BUKOPUCTOBYIOThCA Y Pi3HUX c(epax, TaKUX sIK HayKa Ta OcBiTa. TakuM 4HMHOM,
PO3BUTOK B I[bOMY HANpsSMKY MOXHA BB)XAaTHU OJHUM 13 KIIFOUOBUX B CY4aCHOMY
CYCHUIBCTBI.
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