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AHOTALA

VY cratTi posriaHyTo 3actocyBaHHs Unreal Engine o mpoekTyBaHHS Ta JEMOHCTpAIii apXiTEeKTYpHHX CIIOPYA Y BipTyaJbHOMY
cepenoBumti. OOGroBOPIOETHCS MOKIIMBICTD 1HTETpaIlii IHKCHEPHUX CUCTEM, TAKHX SIK OCBITJICHHS 1 BEHTHJIALIS, 8 TAKOXK CTBOPEHHS
BIpTYaJIbHUX HMPOTYIISTHOK, 110 T03BOJLIFOTH KOPUCTYBadaM B3a€EMOIISITH 3 MOZICIISIMH B pealtbHOMY daci. Oco0imBa yBara NpAaiiIsIeTbest
TEXHOJIOT1sIM BipTyalibHOI peasibHOCTI (VR) Ta iX BIUIMBY Ha MPE3EHTALli0 IPOEKTIB, 1110 Ja€ 3MOTY OTIEPATUBHO BHOCUTHU 3MiHH. CTaTTA
MiAKPECIIOE BAXXIMBICTh BUKOPUCTAHHS IHCTPYMEHTIB peaIbHOTO Yacy AU MiABUILIEHHS THYYKOCTI Ta epeKTUBHOCTI apXiTeKTypHOTO

IpOIIeCy.

Kniouosi cnosa: Unreal Engine, npoexmyearis cnopyo, 6ipmyaibHa peaibHICb, apXimeKnypHe MOOe08aHHs, IHMEPaKmMueHi

cucmemu.
1. BCTVYII
CydacHI TEXHONOTil 3HAYHO 3MIHWIM MiAXOAH 110

apxitektypHoro mpoektyBaHHsi. Unreal Engine, mnpoaykr
komnanii Epic Games, 103BOJsS€ CTBOPIOBATH peaNiCTHYHI
BIpTyaJIbHi MOJENi 3 IHTEepaKTUBHUMH MOXJIHBOCTsIMHU. lLle
3abe3rmeyye HOBUH piBeHb JeTamisallii Ta B3aeMoii, Je
BipryasibHa  peanbHicTh  (VR)  nmomoBHIOE — apXiTekTypHe
MPOCKTYBAaHHS. 3aBISKM MOXKJIMBOCTI IHTETpalii 1HXCHEPHUX
CHCTEM, TaKUX SK OCBITJICHHS Ta BEHTWIALISA, apXiTEKTOPH
MOXYTh 3a0€3MEeUNTH TOUHY Bi3yasli3allito MaiilOyTHROI cCIopyIu
mie Ha eTami mpoekTyBaHHA. Buxopucranns Unreal Engine
BiJIKPUBAE HOBI MOXITHBOCTI JUUIS TiJTOTOBKH Ta JEMOHCTpAIlii
MIPOEKTIB, 110 CIIpUsIE X e()eKTUBHIHN OLIHII Ta KOPUTYBAHHIO.

2. META POBOTH

OCHOBHOIO  METOK  Mi€l poOOTH €  JOCIHiIKCHHS
moxnmBocted  Unreal — Engine  ans  iHTEpakTHBHOTO
MPOEKTYBaHHS OyHdiBedb, 30KpeMa IHTETpamii iHXEHEPHHUX

cUcTeM Ta BUKopHcTaHHA VR mis iX meMoHcTpamii. Y pamkax
[BOTO JOCTIKeHHS aHali3yloThcs iHcTpyMeHTH Unreal Engine,
IO JI03BOJISIFOTH CTBOPIOBATH JICTaNbHI BipTyaslbHI MOZENI Ta
THYYKO 3MiHIOBATH X ITiJ] 4ac Mpe3eHTamiil.

3. BIPTYAJIBHE IPOEKTYBAHHS BYAIBEJIb B
UNREAL ENGINE

Unreal Engine 3a0e3medye BHCOKOSKICHE BipTyanbHE
MOJICNTIOBAHHSL ~ ApXITEKTYPHUX  CHOpYH. 3aBASKH  Homy
apxIiTeKTOPH MOXKYTh IHTETpyBaTh BCI eJeMEHTH OyIiBii,
30KpeMa IH)KEHEpHI CHCTEMH, OCBITICHHS 1 BEHTWIHLIIO, Y
TPUBUMIpHUI MpocTip. BukopucToBytoun (Gi3nyHO KOPEKTHHMIA
PEHAEPUHT Ta CUMYJILii AWHAMIYHHMX IPOLECIB, apXiTEKTOPH
MOXXYTh BiJTBOPIOBAaTH PEAiCTHUHI creHapil QyHKI[ioHyBaHHS
ob'exkra. lle n03BoJsE€ HE TIMBKM 3MEHIINTH HMOBIPHICTDH
HOMMJIOK Ha cTajii OyJIiBHHLTBA, aje i OLIHUTH EKOHOMIYHY
e(eKTHBHICTh pilneHs. Hampuknaa, onTumizarisi OCBITJIIEHHS 1
BEHTWJIALIT MOXe OyTH BUKOHAHA JIO IOYATKy POOIT, IO CIIPHSIE
€KOHOMII pecypciB 1 MiIBUIIECHHIO eHeproeeKTHBHOCTI [1].

4. IHTEPAKTUBHICTb EJIEMEHTIB

IarepaktuBai enementu B Unreal Engine no3BoisioTh
apxiTekTopaM 1 qu3aiiHepaM KepyBaTH MOJCISMH B peabHOMY
Yaci, BAKOPUCTOBYIOYH PI3HOMAHITHI TEXHOJIOTII JUISI TOYHOTO
HaJIAIITYBaHH: Ta cuMyIinii. Hanpukian, rexuonoris Blueprint
B Unreal Engine € xio4oBHM iHCTpYMEHTOM JUISl CTBOPEHHS
IHTEpaKTHBHHX CIIeHapiiB 6e3 HeoOximHOoCTI mucatu kox [2]. e
Jla€ 3MOTY apXiTeKTOpaM IIBHAKO HaJallTOBYBAaTH JHHAMIidHi
nmapamMeTpy MOJeJIeld — Bil OCBITICHHS 10 pOOOTH 1HXECHEPHUX
CHCTEeM — 1 ofpa3y OIIHIOBaTH 3MiHH Yy BIpTyaJbHOMY
cepenoBunti. Kpim Toro, 3amsaku minTpumui Ray Tracing,
MOJKJIMBI OUTBII peaicTUYHI BitoOpakeHHs CBITiIa Ta TiHEH, 1o
JTO3BOJISIE KpAIlle OI[iHFOBATH Bi3yalibHi aCIIEKTH MPOeKTy [3].

[HTEepaKkTHUBHICTH TaKOX HOCHITIOETHCS 3aBISKH
BUKOpUCTaHHIO ~ Niagara ~ —  CHUCTEMHM  Bi3yalbHOTO
HpOrpaMyBaHHs, sKa JIO3BOJISIE CTBOPIOBATH CKJIA/HI CHMYIISLIT
YacTOK, Taki SK ITUM, Boja abo 3MmiHa morogHux ymoB [4]. Lle
IIO3BOJIIE ~ ApXITEKTOpaM MOJETIOBATH BIUIMB  30BHIIIHIX
(dakTopie  Ha  OymiBIIO, IO BaXIMBO IS  aHANIZY
eHeproeekTHBHOCTI YM CTIHKOCTI KOHCTPYKWIH Yy pi3HHX
KITIMaTUYHUX YMOBaxX. 3a JIOMOMOTOI0 TaKHUX TEXHOJOTiHl sK
Chaos — pyuis ¢isuku B Unreal Engine — MoxHa CHMYTFOBaTH
(disuuHi B3aeMomil M 00'€eKTaMM, HANPHKIAd, TSCTYBAHHS Ha
CTiHiKicTh OyAiBIl MO CEWCMIYHMX BIUIMBIB a00 MeEXaHIYHHX
HaBaHTaXXEHb [5].

3aBOsSKH  IHTEPaKTUBHHM IHCTPYMEHTAM, apXiTEKTOpH
MOXYThb B pealnbHOMYy 4daci MoauQikyBaTH MaTepianm Ta
KOMIOHEHTH OyniBii, BukopucroByroun Material Editor. Ileit
IHCTpYMEHT J03BOJII€ 3MIHIOBaTH BIiIOWBHI BJIACTHBOCTI,
TEKCTYPH Ta KOJOPH TIOBEPXOHb, 1[0 POOUTH HOT0 HE3aMiHHUM
Ul ToyHOi Bi3yamizamii KiHieBoro BHIILsiLy Oymiemi. Takox
MOJKIIHBICTh BUKOpHcTanHs BIM-nonarkiB y noennansi 3 Unreal
Engine cnpusie iHTerpamii apXiTeKTYpHUX MOJENEH 3 1HIIMMH
NPOEKTHUMHU [aHUMH, JO3BOJIIFOYM IPOBOJMTH OULIBII TOYHI
CUMYJIAIIT B3a€MOJIIT cucteM [6].

Taxnm umnoMm, texnomnorii Unreal Engine cTBOprorotsh
IIUPOKUH CHIEKTP MOMIIMBOCTEH ISl HANAIITYBAHHS, CUMYJISLIH
i TeCTyBaHHs pI3HHX AacCIEKTiB MPOEKTY, JO3BOJISIOYH
apXiTEeKTOpaM He JIMIIE iIHTepPaKTUBHO IPALIOBATH 3 Bi3yaJIbHHMH
XapaKTepuCTUKaMH OyIiBIi, ajie i ouiHIOBaTH il eKcIuTyaTaliiHi
SIKOCTI Ta CTIHKICTD [7].
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5. JEMOHCTPAINISA ITPOEKTIB

Unreal Engine mo3Boisie AEMOHCTPYBaTH apXiTeKTypHi
MPOEKTH B pPEATPHOMY 4aci, IO OCOOJIMBO WIiHHO Mix dYac
B3aeMoJii 3 KiIieHTaMu Ta iHBecTopamu. MOXKIIMBICTh IIBUAKO
BHOCHTH 3MIHH JI0 NPOEKTY IIiJ 9ac JEeMOHCTpamii Jae 3MOTy
OllEpaTMBHO pearyBaTH Ha I00aXaHHS 3aMOBHHUKIB 1
ONTHMI3yBaTH TPOEKT IIiJ HOBI BUMoru. lle 3Ha4HO mixBHUIIyE
e(eKTHBHICTh B3a€MOJii, ake 3aMOBHHKH MOXYTh OJpa3y
Mo0auYUTH pe3ynbTaT 3MiH 1 IPUHHATH BiANOBIAHI PIlIEHHS, 110
CyTTEBO EKOHOMUTh HYaCc Ha KOMYHIKaliio. 3aBAsKu
BUKOPHUCTAaHHIO VR-TeXHONOriH, IeMOHCTpallisl NPOEKTIB CTae
IHTEpaKTUBHOIO  Ta  THy4kol. KopucrtyBaui  MOXyTh
NepeMilaTiucs Mo BipTyalbHOMY IIPOCTOPY, 3MIHIOBATH KYTH
omIIsIAYy 1 TEeCTyBaTH pi3HI cleHapii B3aemonil 3 ob'ekrom. lle
CTBOPIOE BITYYTTS pEaJbHOTO IIPHCYTHOCTI, IO PpOOUTH
Mpe3eHTalil 3HaYHO OUTBII 3aXOIUTIOIOYMMH 1 peaiCTHIHUMHU.
Hanpuknazn, apXiTeKTOpu MOXKYTb ITOKa3aTH, SIK Oy/e BUIIISaTH
OymiBiIs B pi3HUIT 4ac 700H a0 3a Pi3HUX NOTOAHUX YMOB, IIO
JIO3BOJISIE 3aMOBHHUKAM Kparle 3p03yMiTH KOHIEIIIO 1 MOXKIIHBI
Hachminku meBHux pimens [8]. Kpim mporo, Unreal Engine
MiATPUMY€E BIpTyalbHI Typu 1O OyAIBISAX, IO JO3BOJIIE
MOTCHIIMHUM  TOKYIIIM  a00  OpeHjaapsM  OIIIHYTH
HEPYXOMICTh, HE BiJBIIYIOUH (i3UUHY JIOKamito. Takuid mimxin
0COOJIMBO aKTyaJbHHH MAJI BEIMKUX MPOEKTIB, 1 BaXKIHMBO
MIPOAEMOHCTPYBATU MPOCTIp y HOro MOBHOMY 00Cs3i e 1o
3aBepuieHHS OyniBHuMITBA. OnHIEIO 3 TONOBHHX IepeBar
Bukopuctanaa Unreal Engine i neMoHCTpalii apXiTeKTypHHX
MPOEKTIB € HOTr0 MOXKJIMBOCTI Il CHUMYIBILIl peatiCTHYHHX
¢Gi3nvHUX SABUIN. 3a JOTOMOTOK IHCTPYMEHTIB, sK-0oT Chaos
Physics, MOkHa IeMOHCTpYBAaTH BIUIUB BITpY, AOLTYy a00 HaBiTH
3eMJIETpYCiB  Ha OyaiBiIO, IO JO3BOJSE apXiTEKTOpaM
BPaxoBYBAaTH Li (aKTOPH Ha PaHHIX CTaJisAX NpoeKTyBaHHA. Lle
3HAYHO MiJBHUIIYE HAAIHHICT 1 (PYHKUIOHANBHICTh MaiOyTHBOT
OymiBini. [HTerpamis 3 TakuMu TexHOJOTisAMH, K Niagara it
CUMYIIALIT eeKTiB, TO3BOJSIE JEMOHCTPYBATH Pi3Hi CBITIOBI Ta
Bi3yaJsIbHI €)EKTH B peaTbHOMY Yaci, IO MiJKPECIIOE ECTETHIHY
CKJIaJIOBY TpoekTy. Hampukiiaz, apXiTeKTopu MOXKYTh IOKa3aTH,
SK INTy4HE OCBITJCHHsS BIUIMBaTHME Ha 30BHILIHIM BUMIA i
iHTep'ep OynmiBimi, abo sk Boja Ta iHIN pimuHU  OyayThH
B32a€EMOJIIITH 3 ITEBHUMH €JIEMEHTAaMH CTPYKTYpH. 3araiom,
JIEMOHCTpAIlisi POeKTiB 3a mormoMoroto Unreal Engine 3HauHO
MOKpAllye CHPUAHATTS IPOEKTY 3aMOBHUKAMM, OCKLIBKH
IO3BOJIAE TOKa3aTh OymiBIIO y HaiimpiOHimmx neramsx. lLle
CIIPOLIY€E YXBaJCHHs PillleHb, 3HIDKYE PH3UKHM i BHTpAaTH Ha
MOJJIUBI 3MiHH B MailOyTHbOMY, aJK€ BCi Ba)KIIUBI ACIIEKTH
MOXYTh OyTH BpaxoBaHi IIe Ha eTari AeMoHcTpanii [9].

6. BHCHOBKH
Unreal Engine BuCTyma€e sk iHHOBAI[iHHUN IHCTPYMEHT JUIS
apXiTeKTypHOTO  TNPOEKTYBaHHJ,  IOEAHYIOUM B co0i

IHTepaKTUBHICTh, PEANTICTHYHICTh Ta THYYKICTb Yy poOOTi 3
BipTyalbHUMH MOJEIAMH. VOro IepeBard Hal iHIIMMH
mporpaMamMH  JJIs  Bi3yalizamii MONSATalTh Y  3IaTHOCTI
NpalioBaTd B PEeXKUMI pEalbHOrO 4Yacy, IO JI03BOJISIE
MOMEHTAIBHO 0AYMTH BHECEH] 3MIHM Ta OL[IHIOBATH iX BIUIMB HA
npoekT. TexHosorii, sk-oT Blueprint a1 iHTEpaKTHBHOTO
HaJlalITyBaHHA Mojeneil 6e3 HamucaHHs koay Ta Ray Tracing
UL PEATICTUYHOTO PEeHAEpUHTY CBiTia, Buauiore Unreal
Engine six nepeioBHil iIHCTPYMEHT IS apXiTeKTYPHHX 3a]a4.
JonartkoBo, iHTETrpallisi TaKUX iIHCTPYMEHTIB, sk Niagara Ta
Chaos, po3mmHproe MOXJIMBOCTI CHUMYJISMIN (i3HYHMX SBHII i
MOBEIIHKM CHCTEM, JIO3BOJISIOYM apXiTEKTOpaM OLIHIOBATH
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BIUIUB 30BHIIIHIX yMOB Ta 3MiH Ha eTami mpoekTyBaHHA. Lle
3HAQYHO [MiJBUIIYE TOYHICTH 1 JETaji3amil0 MOJICIIOBAHHA B
MOPIBHSHHI 3 TpaauIiHHUMU Tinxoaamu. Ha BigMiHy Bif iHIIHX
mnatopm, Unreal Engine mponoHye OinbIn iHTEpaKTHBHHUH 1
peanicTHYHUK MiAXig 1O apXiTeKTypHOIO MOJETIOBAaHHS,
JO3BOJISIIOYM  apxXiTeKTopaM Ta IHXKEHepaM aHali3yBaTH
MOBEJIIHKY Oy/iBelb y CKJIQJHUX yMOBaX.

3aBASKM  BHKOPHCTaHHIO  TEXHOJOTIH  BipTyanbHOI
peaIbHOCTI Ta peajbHOr0 4Yacy, AapXiTeKTOpH OTPHUMYIOTh
MOXJIUBICTh TINMOLIOI B3a€EMOIii 3 MPOEKTOM, JAETaIbHO
TECTYIOUH BCi aclieKTH OyaiBi I1e 10 nmoyatky OyaiBHuITBA. Lle
HE TUIBKM CHPOILY€E IMPOLEC NPOEKTYBaHHSA, ajle i JI03BOJISE
3MEHIINTH BHUTPAaTH Ha 3MIHM IICJS 3aMyCcKy IIPOEKTY, IO
poouts  Unreal  Engine  Hag3Bu4aliHO  e(eKTUBHUM
IHCTpYMEHTOM JUISi CydJacHOI apXiTeKTypHOI Bi3yamizamii Ta
JIEMOHCTpAIlii.
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