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PE®EPAT

Kgamidikamiitna pobora OakamaBpa «Po3poOka  poyibOBOI Bifeorpu 3a
nonomMoroto pyurist Unreal Enginex»: 61 c., 42 puc., 4 mxepen, 12 nogaTkis.

AHIMAIISL TIEPCOHAXA, TPA®IYHMN JIBUT'YH, KEPYBAHHS
[NIEPCOHAXEM, OITUMIBALIA TITPOAYKTUBHOBCTI, TEXHIYHA
[NIATPUMKA, TOYHICTDH YITPABJIIHHA.

OO0’eKT noCHIKEHHsI — TEeXHIYHI MOJMBOCTI aBuryHa Unreal Engine muis
ctBopenHs 2D mnatdopmepis, onTumizailis npoaykTuBHOCTI rpu Ha Unreal Engine
JUIS. JIOCATHEHHSI CTaOUIbHOI IIBUIKOJIL Ta MIHIMAaJIBHOTO 0OCSATYy maM'sTi Ta
BUBYEHHS MOJIMBOCTEH pI3HUX METOAIB VYIPABIIHHSA MepcoHaxeM y 2D
iaTdopmepax.

Merta pobotu: po3pobka 2D mnatdopmepy 3 BukopuctanHsaMm pyurist Unreal
Engine, 3 MeTOIO MOCIHIPKEHHS MOJJIHMBOCTEH IBOTO PYIIisS Ui CTBOPCHHS
e()eKTUBHHUX Ta 3aXOILTIOIOUHX ITPOBUX CEPEIOBHIII.

Merton gociiKeHHs] — 0yJ10 BUKOPUCTAHO TaKi METOAM AOCIIIKEHHS:

— aHami3 icHyrounx 2D miatdopMepiB Ta MOXKIMBOCTEH BUKOPUCTAHHS

Unreal Engine niist CTBOpeHHS;

—  eKCHEpPUMEHTAIbHUI METO/: CTBOPEHHS MPOTOTHUIIIB ITPOBUX PIBHIB IJIS
BUBYCHHSI €(EKTUBHOCTI PI3HUX IHCTPYMEHTIB Ta TEXHIK PO3POOKH Y
cepenouii Unreal Engine;

— aHaJi3 TeUMIUICI0 Ta B3a€EMOJIl KOPHCTyBaua 3 TPOIO ISl BHUSIBICHHS

CUJILHUX Ta CIa0KUX CTOPIH po3po0sieHoro miaTdopmepa.



SUMMARY

Bachelor’s Qualifying Theses “Development of a role-playing video game
using the Unreal Engine”: 61 pages, 42 figures, 4 references, 12 supplements.
CHARACTER ANIMATION, GRAPHICS ENGINE, CHARACTER
CONTROL, PERFORMANCE OPTIMIZATION, TECHNICAL SUPPORT,
PRECISION CONTROL.
Object of the study — technical capabilities of the Unreal Engine for creating
2D platformers, optimizing the performance of a game on Unreal Engine to achieve
stable performance and minimum memory usage, and study of the possibilities of
different methods of character management in 2D platformers.
Aim of the study: development of a 2D platformer using the Unreal Engine to
explore the capabilities of this engine to create efficient and engaging gaming
environments.
Method of research — the following research methods were used:
— analysis of existing 2D platformers and the possibilities of using Unreal
Engine for creation;

— experimental method: creating prototypes of game levels to study the
effectiveness of various development tools and techniques in the Unreal
Engine environment;

— analysis of gameplay and user interaction with the game to identify the

strengths and weaknesses of the developed platformer.
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BCTYII

Y cyuacHOMY CBITI BiICOITPHY CTaJIM HE JIUIIEC PO3BAKAIBHUMU MPOTyKTaMH,
a ¥ BaXJIMBUM €JIEMEHTOM KyJbTypu Ta muctTentBa. IlIBuakuii TexHoIOTI4yHUMN
PO3BUTOK Ta TOMIUPEHHS TMOTYKHUX 1HCTPYMEHTIB pO3pOOKH BIIKPHUBAIOThH
0€3MEeXHI MOXJIMBOCTI JISI CTBOPEHHSI 3aXOILTIOI0OYUX ITPOBHX CBITIB, SIKI BPaXaloTh
CBOEIO TJIMOMHOIO Ta PEaI3MOM.

OpHuM 13 HAWMOMYJSAPHIIIMX Ta MOTYKHUX IHCTPYMEHTIB ISl PO3POOKHU
Bizeoirop € pymiit Unreal Engine. Mloro BUKOpHCTaHHS 103BOJSE PO3POOHHKAM
CTBOPIOBATH ITPU PI3HOTO >KAHPY Ta PIBHS CKIIATHOCTI, BiJl MPOCTUX 1H1-IIPOEKTIB
10 Benmukux AAA-taiiTiaiB. OcoOJMMBOIO MOMYJISIPHICTIO KOPUCTYETHCS PO3pOOKa
POJIBOBHX 1rOp, SIK1 3/1aTHI 3aHYPUTH TPABIIB Yy (PAaHTACTUYHI CBITH, 1€ BOHU MOXKYTb
BIIUYTH ceOe IreposiMU HE3BUYAaHUX MTPUTO/.

Meta pobotu: po3podka 2D mnardopmepy 3 BukopuctanHsm pyuris Unreal
Engine Ta mociiIKeHHS MOXJIMBOCTEH 1IbOTO IBUTYHA JIJIsl CTBOPEHHSI €PEKTHBHUX
Ta 3aXOIUTIOI0YUX ITPOBUX CEPEIOBHUIII.

3amaui JOCTIHPKEHHS BKIIIOYAIOTh B ce0e AeTaIbHUIA aHami3 (PyHKI[IOHAIIBHUX
mosksmBocter pymrisi Unreal Engine ais CTBOpEeHHSI pOJIBLOBUX 1MOp, BU3HAYEHHS
ONTUMAJIbHUX CTpPATEriii po3poOKH reMMILICI0 Ta MEXaHIK I'PH, & TAKOX BUBUYCHHS
METO/I1B ONTUMI3allii MPOIYKTUBHOCTI Ta MiBUILEHHS SKOCT1 TOTOBOTO MPOAYKTY.

Oco6nmBa yBara OyJe npujiijieHa TEXHIYHUM aclieKTaM po3poOKH, TAKUM SIK
ONTHUMI3allisl MPOAYKTUBHOCTI Ta BHMKOPUCTAHHS pPeECypciB, 100 3a0e3nedyuTH

[UIABHUI Ta CTA01IbHUI TEUMILIEH.



1 AHAJII3 ICHYIOUYHX HOIIYJAPHUX RPG IT'OP

1.1 Oruisx cydyacHUX TPEHIIB Yy rajaysi pojiboBHX irop

CyyacHu CBIT BIJICOITOp Bpaka€e ysBY CBOIM KaJCHIOCKOIIOM >aHpPIB Ta
ITPOBUX KOHILICMIINA, IO TOCTIHO pO3BUBAIOTHCS Ta EBOJIOLIOHYIOTH. Lleit
JTUHAMIYHUH Tpoliec He OMUHYB 1 cepy posboBux irop (RPG), ne 3'saBistoTbes Bee
HOBI Ta LI1KaB1 TPEHIH, K1 (OPMYIOTh Cy4aCHUU JAaHIIIAPT HBOTO 3aXOILUTIOI0YOT0
KaHpY.

Tpanuuiiini RPG, 1o IpyHTYIOTBCS Ha MOKPOKOBOMY 001, JTOCIHIIKEHHI
mig3eMenb Ta MpoKadvIll MepcoHa)a, BCe IIe 3aMIIAlThCs nomynsipaumu. [Iporte,
PO3POOHMKY MOCTIIHO IIYKalOTh HOBI LIUISIXM PO3BUTKY JKaHPY, PO3LIMPIOIOYH HOTO
MEXI1 Ta IPOMOHYIOYH TPaBISIM CBIXKI BPayKEHHS:

— 1HHOBallii B OoioBIA cucteMi: IIokpokoBi 001 MOCTYyHarOThCS MiCLEM
JTUHAMIYHUM Ta BUJOBUIIHUM CYTHYKaM, Ji¢ TpaBIsIM Tpeba IIBUAKO
NpUIIMaTH pillIeHHs Ta KOMOIHYBaTH P13H1 HABUYKHU;

— rmbm  croketn Ta nepcoHaxi: RPG  Bce Ounblie HaraaywoTh
KiHemaTorpadiyHi TBOPH, MPOTIOHYIOYU TPABISIM HE JIMIIE 3aXOIUTIOI0U1
OpPUTrOAM, ajne ¥ CKIagHl MOpaibHI JUiIeMH Ta OaraTOrpaHHHUX
MIEPCOHAXKIB,

— COUlaJbHI  e€JeMEeHTH:  baraTokopucTyBallbki  pEXHUMH  CTalOTh
HeBiA'emMHOI0 YacTHO RPG, mo3Bossitoun rpaBisM 00'e€qHyBaTUCS Y
KOMaH/M, JOCIIKYBaTH BIPTyajbHI CBITHM pa3oM Ta CHUIBHO A0JaTH
BUKJIMKH.

Cyuacai RPG mnpomnoHyoTh HEWMOBIpHE pO3MAITTS MiJHKAHPIB, IO

3aJI0BOJIHUTH OYy1b-SIKOT'O I'PaBLIS:

— denresi: Kimacuuni RPG, 1110 nepeHocsTh rpaBIiiB y CBITH Marii, IpakoHIB

Ta BiJIBAXKHUX JIMIIAPIB;
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— mHaykoBa (antactuka: RPG, ne maii0yTHe meperniTaeTbcsi 3 BUCOKUMU
TEXHOJOT1SIMU, KOCMIYHUMU MPUTOJAMH Ta MDK3OPSIHUMH BIHAMU;

— icropuuHi RPG: RPG, 1110 103BOJISIIOTh MOPUHYTH B aTMOC(EPY MUHYIIUX
ernoxX, BIQUyTH cebe YYaCHHUKOM ICTOPUYHMX TMOMAIA Ta JOCHIIUTH
KYJbTYPH P13HUX YacCiB;

— mnocTr-anokanintuka: RPG, ne rpaBii 1ociiKyOTh pyiHU 3pyHHOBaHOTO
CBITY, OOPIOTBHCSI 3a BMKMBAHHS Ta IIYKAIOTh HOBE MICIIE Y BOPOXKOMY
CEpEIOBHIII;

— aniMe-RPG: RPG, mo 4eprnarTh HATXHEHHS 3 SIMOHCHKOI aHIMaIlii,
MPOIMOHYIOYM SICKPABUI Bi3yaJIbHUI CTWJIb, TUHAMIYHI 001 Ta eMOLiHI
icTopii.

Kanp RPG nponoBkye IUHAMIYHO pPO3BUBATUCHA, IOENHYIOUHM B COO1
CJIEMEHTH 1HIIMX YKaHPIB, IHTETPYIOYM HOBI TEXHOJIOTII Ta MPOMOHYIOYH TPaBLSM
BCe OLJIBIII 3aXOIUTIOIOYNN Ta He3a0yTHIN IrPOBUI JOCBI/I:

— BipryansHa peanbHicTh: RPG y VR mepeHocsTh rpaBLiB y BIpTyalibHi
CBITU 3 HEMOBIPHOIO MIMOMHOIO Ta PEATICTUYHICTIO, POOJISTYU MPUTOIN
11e OUTbII BpaXkKarounMHU;

— mTyuyHuid iHTEeNneKkT: RPG 3 BOOCKOHANIEHUM IITYYHUM 1HTEIEKTOM
MPOIMOHYIOTh TPAaBIIM OUIBII JWHAMIYHUX Ta HemnepeadauyBaHUX
CYNPOTUBHUKIB, @ TAKOX HOB1 MOXJIMBOCTI JJIsl B3a€EMO/I1i 3 HEITPOBUMHU
EepCOHAKAMU;

— xMapHi TexHoJjorii: RPG y xMapi 703BOJISIFOTE TpaTy B Oy1b-SIKUI Yac 1 B
OyIb-aKOMY Miclii, 0e3 mpuB'sa3ku 10 moTyxkHuX 11K abo koHconeil.

Taxkum ymHOM, x)aHp RPG mepexuBae crpapkHiil PO3KBIT, MPOMOHYIOYU
IPaBIsIM HEBHYEPIHE JKEPENIO 3aXOIUTIOIYMX ICTOpid, He3a0yTHIX MPUToj Ta
eMOIlid. 3 MOCTIMHUM PO3BHTKOM Ta MOSBOIO HOBHX TexHojorid, RPG # mamami
3aJUIIATUMYThCS OJHUM 13 HAWMOMYJISPHIMIMX Ta YIIOOJEHUX JKaHPIB y CBITI

B1JI€OIrOP.
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1.1.1 Poranuku Ta porjaiTu: NMOEAHAHHSA CKJIAJHOCTI Ta MOBTOPHOIO

MPOXOI’KCHHS

OnHuUM 13 HaWBHPA3HIIIUX TPEHJIB € 3POCTAaHHS MOIYJISPHOCTI POTATHKIB
(roguelikes) Ta pormaiitiB (roguelites). Lli mimxanpu RPG xapakrepusyroTbes
HU3KOIO CIIJIBHUX PUC:

— TpoueAypHa reHepailis piBHIB: KojkHe MpPOXOMKEHHSI TPU TeHEPYeEThCA
BUIAJIKOBUM YWHOM, POOJSYM IFPOBHM TIpollec JAUHAMIYHUM Ta
Herepen0ayyBaHUM;

— BHMCOKa BIATBOPIOBAHICTh: 3aBASKH NPOLEIYpPHIM TeHepalii Ta CMepTi
MEPCOHAXKa, M0 KUJA€ BUKIUK, POTAIUKU Ta POTAJIANUTH CTUMYIIOIOThH
MOBTOPHE MPOXOKEHHS, MPOTIOHYIOYH HOBI BUKJIUKH Ta MOKIJIHUBOCTI 3
KOXXHUM HOBHUM 3aITyCKOM TpH;

— Haa3BW4YaiiHa ckianHicTh: L1 mimkanpu RPG Bigomi cBoiM HemmagHuM
PIBHEM CKJIQIHOCTI, SIKUM KUJA€ BUKJIMK HABITh JJOCBITUEHUM TPABIISIM.

[MpuknagamMu monyJIsIpHUAX poranukiB Ta pornaiTis € Hades, Skull: The Hero
Slayer, Dead Cells, The Binding of Isaac Ta Rogue Legacy. Lli irpu 3aBoroBanu
BU3HAHHSA 3aBASKH 3aXOIUIIOIOYOMY TeHMILICI0, TJIMOWMHI Ta CKIQJIHOCTI,
MIPOTIOHYIOYH YHIKAJIBHUHN Ta 3axXO0ruotounit focsia mis aroouteniB RPG. Koxna 3
LUX IFTOp MAa€ CBIIO YHIKaJbHY OCOOJIUBICTH ME€HMMILIEIO, SIKA 1 BIAPI3HAE 1i cepen

IHIIHUX.

1.1.2 Porajuku Ta PoOrjaiTH: MOETHAHHS CKJAJHOCTI Ta MOBTOPHOIO

NMPOXO/I’KeHHA

[HIIMM KITIOUOBUM TPEHIIOM € 3pocTaHHs nomyisipHocTi RPG 3 BiakpuTum
ceitoM. Ili irpum HamarTh TPABIKIM HEMEPEBEPIICHY CBOOOMY Jii, JO3BOJISIOUN
JOCITIKYBaTH BEJIMKI Ta JACTaJIbHO IPOMpaIlbOBaHI BIPTyaJibHI CBITH Ha BJIACHUM

po3cya.
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RPQG 3 BiAKpUTHM CBITOM MPOMOHYIOTh:

— HeNiHIMHE TpPOXO/KeHHsA: ['paBii BUIBHI OOMpAaTH BIACHUN IILISX,
BUKOHYBATH 3aBJIaHHA B OYyJlb-IKOMY MOPSIKY Ta JOCIHIJ)KYBaTH CBIT Y
BJIACHOMY TEMITL;

— PpI3HOMAHITTS KOHTEHTY: BIJAKpUTI CBITHM PSCHIIOTH KBECTaMH,
NEePCOHAKaMU, CEKpeTaMu Ta IHIIUMH I[IKaBUMHU €JIEMEHTaMHM, SKi
CTUMYJIOIOTh JOCIIKEHHS Ta MOBTOPHE BiJBIAyBaHHS;

— BB Ha cBIT: Jleski RPG 3 BiIKpUTHM CBITOM J03BOJISIOTH T'PABIISIM
BIJIMBATU HA X1JI MOAIM y CBITI, 3MIHIOIOUH MO0 Ta poOJIIYM HOTO OLIBIII
TUHAMIYHUM.

[Tpuknagamu nomynsipaux RPG 3 Biakputum cBitom € The Legend of Zelda:

Breath of the Wild, Red Dead Redemption 2, The Witcher 3: Wild Hunt, Skyrim Ta
Elden Ring. Li irpu BpakaroTh CBOiMHU MaciiTabaMu, CBOOOJIOI0 Ta TIHMOUHOIO,

MIPOTMOHYIOYH TPaBLSM HE3a0YTHI MPUTOU Y BIpTyaIbHUX CBITaX.

1.1.3 Bisyaabuuii Ctuiib: 3anypennsi y Ceitu, CTBopeni 3 ®anTasicio

Bizyanbnauii ctunb y cydacHux RPG Bimirpae Bce OLIbI BaXKJIMBY POJIb,
CTal0Yu HE MPOCTO OOTOPTKOIO JJIA TEHMIUICIO, @ 1 CAMOCTIMHUM €JIEMEHTOM, 1110
CTBOPIOE HEIMOBTOPHY aTtMocdepy Ta JAOMOBHIOE 1rpoBUM J10CBiA. Po3poOHuKH
BJIAIOTHCS /IO HAWPI3HOMAHITHIMIUX Bi3yaJIbHUX TMPUHOMIB, 1100 3aHYPHUTH TPABIIIB
y CBITH, CTBOPEHI 3 (paHTa31€10 Ta BUTAKOIO.

Cyuacni RPG nponoHytoTh rpaBUsM IIMPOKUNA CIIEKTP BI3yaJIbHUX CTHUJIIB,
Bil MaJbOBHMYOTO (eHTe3l a0 TemHoro ¢eHTesi, KidepmaHKy, HayKOBOT
(daHTacTUKM Ta 1HIIUX *aHpPiB. KoxkeH cTuiib Mae cBO1 Bi3yasibH1 OCOOJIMBOCTI, SIKi
CTBOPIOIOTH YHIKaJIbHY aTMoc(epy Ta eMolliiiHe 3a0apBIeHHS IpU:

— peayiCTUYHMI cTuUiib: JleTai3oBaHi TEKCTYpH, PEATICTHYHE OCBITICHHS,

3D-moneni nepcoHaXxXiB Ta OTOYECHHS CTBOPIOIOTH €(eKT MPUCYTHOCTI Y

BIpTYaJbHOMY CBIT1, pOOJISTYM IrPOBUIN TIPOIIEC OLIBII 3aXOTUTIOIOUNM;
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— CTWII30BaHWM Bi3dyan: BukopucTaHHs KapUKaTypHHUX MEPCOHAXIB,
SCKpaBHX KOJIbOPIB Ta HE3BHYAWHUX TMPOIMOPIIN [1a€ MOXKJIHUBICTb
CTBOPHUTH JIETKY Ta Becelly arMmocdepy, abo X MiIKpecIuTH TEMHI Ta
Cepio3Hi TeMU;
— MIKCEeNbHUU apT: PeTpo-CTHib MIKCENbHOTO apTy, IO Haramye IMpo
KJIACHYHI 1TPH, KOPUCTYEThCS TOIMYJISPHICTIO 3aBASKH CBOIM MPOCTOTI,
HOCTaJIbI1uHIN aTMocepl Ta 6€3MeKHIM MOKIUBOCTSM JJIs KPEaTHBY.
[Tpuknagamu irop siki MarOTh CBIM BJIACHHM, HI Ha IO HE CXOXHUH Bi3yal
MO>KHA Ha3BaTHU:

Disco Elysium

[Is nerektuBHa RPG Bpakae He nuIie riaIMOOKUM CIOKETOM Ta I[IKaBUMHU
MepcoHaXKaMH, ajie i OPUTIHATIBLHOIO Tpadikoro, 110 Haraaye KOMikcu. Po3poOHUKH
BUKOPUCTOBYIOTh PYYHUHN CTHJIb MAJIIOBaHHS, 1110 MIAKPECIIOE TEMHY Ta TIOXMYPY
atMocdepy rpu. JleramizoBaHi TOPTPETH NEPCOHAXKIB Ta MaIbOBHUYI (HOHU
CTBOPIOIOTH BIiUYTTS TOTO, IO BU ONMWHUJIUCSA Yy CHPaBXHHLOMY JCTCKTUBHOMY

pomani (nuB. puc. 1.1)

Pucynox 1.1 — Iloctep rpu Disco Elysium

Hades
Roguelike Hades BinmpizusieThcsi sickpaBoio Ta OapBHUCTOIO Tpadikoro, M0
Haragaye rpenbky widosoriro. Ilepconaxi Ta oTodyeHHS oQGOpMIIeHI B CTUIII

MyIbT(QIIBMIB, 10 POOUTH TPy Bi3yaldbHO MPUBAOIMBOIO Ta AuHamiuHoio. Llei
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BI3yaJIbHHUM CTWJIb MIJKPECIIOE BECEIM Ta 3aXOIUTIOIOYMA TelMIUiel, a TakKoX

JI0JTa€ TPOXHU TYMOPY 0 cepiio3Hoi Temu MidiB Ta jereHs (aus. puc. 1.2).

Pucynox 1.2 — Iloctep rpu Hades

Cuphead

"Run and gun" RPG Cuphead 3auapoBye CBOIM yHIKaJIbHMM Bi3yaJlbHUM
CTHJIEM, 1110 iIMITY€ MyJIbThUTEMU 1930-X pokiB. Pyunuii cTuns ManmoBaHHs, SICKpaBl
KOJbOPU Ta EKCIPECUBHI MEPCOHaX1 CTBOPIOIOTH aTMocepy HOCTajbril Ta
BecenoliB. Lleit Bi3yanbHUi CTHIIb pOOUTH TPy HE JIMIIE Bi3yaJIbHO MPUBAOINBOIO,
ayie W nojae i CKJIAHOCTI, a/K€ aHIMOBaHI BOPOTH Ta TWHAMIYHUN TeHMIUICH

KUIAI0Th BUKJIUK TPaBIsIM (UB. puc. 1.3).

Pucynox 1.3 — Iloctep rpu Cuphead
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Ori and the Will of the Wisps
[Tnatdopmep-RPG Ori and the Will of the Wisps Bpakae Mamb0BHHUOIO
rpadikoro, 1110 Harajaye akBapenbHi KapTuHH. [leTanizoBaHi (oHHU, M'IKI KOJIBOPH Ta
eJIeTaHTHI aHiMallii CTBOPIOIOTH aTMocdepy kpacu Ta cmokoro. Llel BizyanmpHU
CTWJIb MIIKPECITIOE 3BOPYILINBY iICTOPIIO TIPO APYKOY Ta CaMOIIOKEPTBY, a TAKOK

pPOOUTH TPy Bi3yalbHO MPUEMHOIO JJISl TPABIIIB Oy/Ib-IKOTO BIKY (IMB. puc. 1.4).

”O)‘ ¢

( e \ML THe \’I]SP) 2

y’

Pucynok 1.4 — IToctep rpu Ori and the Will of the Wisps

Hollow Knight

Metroidvania RPG Hollow Knight 3anyproe rpaBuiB y TeMHUN Ta
aTMoc(epHHUil CBIT, [0 HArajye roTu4Hi Ka3ku. JletanizoBani GpoHu, YiTKI JiHIT Ta
MOXMYpP1 KOJIbOPH CTBOPIOIOTH BIMUYTTS TaEMHUII Ta HeOesneku. Le BizyanbHUM
CTWJIb MIAKPECIIOE CKIAAHUN TeUMIUIeH Ta TaEMHUYY atMoc(epy Tpu, a TaKoK

poouTh 1 Bi3yaJlbHO TPUBAOIMBOIO [JIsi JIIOOUTENIB TOTHMKUA Ta (eHTe3l (IUB.

puc. 1.5).
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Pucynok 1.5 — IToctep rpu Hollow Knight
BizyanbHuil CTHIIb HE JUIIE CTBOPIOE aTMocdepy Ta emoliiiHe 3a0apBiICHHS
I'pH, ajie 1 MOKe BIUIMBATH Ha reiMIuieid. Hampuknaa, TeMHU# Ta MOXMypHUH Bizyall
MOJKE MIIKPECTUTH aTMoc(epy HeOe3MeKn Ta TPUBOTH, a SICKpaBUi Ta OapBUCTUI

Bi3yas MOXe 3pOOHUTH reiiMIIeit O1TbIT pO3CIa0ICHHUM Ta BECEIHM.

1.2 XapakTepuCTHKH TA 0CO0JIMBOCTI YCHILIHUX IPOEKTIB

VY CHImHICTh pOJIBOBUX BiIEOITOP BU3HAYAETHCSA HE JIMILE 1XHIM FedMILICEM,
ajne U psAaoM 1HIUX (aKTOpPIB, K1, MOIOHO 10 MO3aiKH, CKIAJal0Th 3aXOILIIOI0UY

Ta He3a0yTHIO KApTUHY JIJIsl TPABIIiB.

1.2.1 T'nubuHa ClKeTy Ta Xapu3MATHYHI MepcoHaxKi

3axomutoroua ictopis: Croxker RPG nmoBuHeH OyTu He JMILE I[IKaBUM, aje i
3aXOIUTIOIOYUM, 3 HECHOJIBAHUMH TMOBOPOTAMH Ta €MOI[IWHUMH MOMEHTaMH, SKI
3MYIIYIOTh TPAaBI[iB CIIBIEPEKUBATH T€POSIM Ta MPArHyTH JI3HATHUCS, IO K Oy/e
Jail.

[Tam'atai mepconaxi: Ilepconaxxi RPG moBunHHi Oyt He nwmiue go0pe
MPOMUCAHUMH, al€ ¥ Xapu3MaTUYHUMH, 3 BJIACHOIO I1CTOPI€I0, MOTHBAMHU Ta
eMollisiMu. ['paBiil TOBUHHI MaTH MOKJIMBICTb CIIBIIEPEKUBATHU 1M, 3aXOILITIOBATUCS
iXHIMHM TIOJIBUTaMU 200 CMISITUCS HA/l IXHIMH KYMETHUMH MOMEHTAMH 1 TOZ1 pIBEHb

noriauOJeHHs y rpy Oy/e B pa3u OUIbIINM.
1.2.2 SIxicHa rpagika Ta 3ByKOBe CyNPOBO/KEHHS
Bizyanena kpaca: I'padika RPG moBuHHa OyTH TPHUEMHOIO ISl OYEH,

BIANOBIAaTH aTMocdepi Ipu Ta CTBOPIOBATH BIAYYTTS 3aHYpPEHHS Yy BipTyalbHUMN

CBIT.
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3axomirorounii  3ByK:  3BYKOBe  cynpoBojkeHHd RPG  moBuHHE
HiJKpecIoBaT atMocdepy Ipu, eMOIlil MepcoHaxiB Ta JUHaMiKy 00iB. My3uka,
3BYKOB1 €(PEeKTH Ta 03BYUYEHHsI MIOBUHHI OYyTH Ha BUCOKOMY PiBHI Ta HE JApaTyBaTH

TPaBIIiB.

1.2.3 SIkicHa rpadika Ta 3ByKoBe CyNpOBOIKEHHSA

VYHiKallbHI cucTeMu BUOOPY: Irpu, Ae BUOIp rpaBls BIUIMBAE HA NOAATBIINI
PO3BUTOK CIOKETY a00 B3a€MOBIIHOCHHU MEPCOHAXIB, POOJISATH redMILIEH O1IbII
I[IKaBUM Ta JUHAMIYHUM.

I'muboka cucTteMa pPO3BUTKY MEPCOHAXIB: MOXKIUBICTh NPOKaYyBaTH
MEPCOHAXIB, OOMpATH i HUX HABUYKU Ta OOJIAJIHAHHA POOUTH TPy OLIBII
3aXOIUTIOIOYOIO Ta JI03BOJISIE TPABIISIM CTBOPIOBATH YHIKaJIbHI 301pKH.

Bucoka ctyninb iMmmepcti: Irpu, e rpaBiil MOKYTh MOBHICTIO IOTJTUOUTHCS Y
BIpTyaJIbHUI CBIT, pOOJISiuM CBIM BIACHHWM BHOIp Ta BIAYyBarO4YM ce0€ YaCTUHOIO

1CTOpIi, CTalOTh OLIBII €eMOLIMHUMH Ta HE3a0YTHIMH.

1.3 ITocTanoBka 3agaui

Metoto pobotu € pospodka 2D-mmatdopmepy 3 BUKOPUCTAHHSM PYIIis
Unreal Engine Ta nociipkeHHS MOMJIHMBOCTEM IIbOIO JBUTYHA JJISI CTBOPEHHS
e(EeKTUBHUX Ta 3aXOIUTIOIOUUX ITPOBUX CEPEIOBUIII.

JI1st mocsTHEHHS 11i€1 METH HEO0OX1JHO BUKOHATH HACTYITHI 3a/1a4i:

—  JOCHIKEHHS (YHKIIIOHATBHUX MOXKJIMBOCTEH 1MPOBUX PYIIIiiB;

— aHaJli3 HamnpsMiB PO3BUTKY CYy4aCHOI IrpOBOi IHAYCTPI;

— po3po0Ka MepCcoHaKy T'PH;

— po3poOka JIoKarlii;

— po3poOKa BOpora;

— peaizallisi aITOPUTMY PyXy BOpora Ta B3a€MOJII 3 IEPCOHAKY;

— TtectyBaHHs 2D-munatgopmepy.
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2 BCTVYII 10 UNREAL ENGINE 5

IrpoBi pymrii — e KOMIUIEKCHI MPOTpaMHI CEpeJOBHINA, $KI HAJAIOTh

po3poOHUKaM HaO1p IHCTPYMEHTIB JIJIsi CTBOPEHHsI Bifeoirop. BoHn BKIIIOYaOTh B

ceOe KOMIIOHEHTH Il 0OpoOKu rpadiku, 3BYKY, (Pi3UKH, IITYYHOTO 1HTEJIEKTY,

MEpeXeBUX (PYHKIIA Ta IHIMMX AacMeKTiB, HEOOXIAHWX IS CTBOPEHHS

IHTEPaKTUBHOTO IrPOBOTO JIOCBITY.

2.1 KoMnoHeHTH irpoBHX pyLUiiB

OCHOBH1 KOMITOHEHTH ITPOBUX PYIIIiB:

rpadiunmii pymriii: Biamoimae 3a peHAEpUHT 300pakeHb Ha €KpaHi,
BUKOpUCTOBYIOUM K 2D, Tak 1 3D Ttexnonorii. Bxirouae meiaepu,
TEKCTYPH, OCBITJICHHS Ta TOCTOOPOOKY;

¢3uuHMil pymnii: OOpoOisie B3aeMOJI0 00'€KTIB y TI'pl, BpaXxOBYIOUHU
3akoHM (i3uku. Lle Bkiroyae B cebe Komi3ii, rpaBiTalliio, KOPCTKICTh T
Ta 1HII (PI3UYHI SBUIIA;

3BYKOBUH py1iii: 3a0e3neuye BIATBOPEHHS 3BYKOBUX €()EKTIB Ta My3UKH.
Mosxe niarpumyBatu 3D-3ByK Ta peanicTU4Hi ayaioeexTH;
1HCTpYMEHTH po3poOku: Halip 1HCTpYMEHTIB [l CTBOPEHHSI KOHTEHTY,
TaKuX SK pEJaKTOpu pIiBHIB, CHUCTEMM CIIEHapiiB Ta aHIMaIlii,
KOHCTPYKTOpH iHTepdeiciB KopucTyBaya Ta 1HIIIi;

mtyyHui  iHTenexkt (II): BiamoBimae 3a mMOBENIHKY HEIrpoBUX
nepconaxiB (NPC), Bkirogatoun nuisixo0y1yBaHHsI, IPUHHATTS PIllICHb,
pearyBaHHs Ha Jii rpaBIls Ta iHmm acrmexktu [11;

MepexeBl QyHKIT: 3a0e3neuyoTh MOXIUBICTh 0araToOKOpUCTYBaI[bKO1

IpU Yepe3 IHTEpPHET abo JOKaIbHI MEPEexi.
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Buxopucrtanns irpoBoro pyimrisi Hajmae OaraTo mepeBar , SK HpUKIan

€eKOHOMIIO Yacy Ta KOIITIB, THYYKICTh PO3POOKH, MACIITaA0OBAHICTb.

2.1.1 Ilonyasipui irpoBi pyuuii

Cepen HaMMOMYJIAPHIIIKMX ITPOBUX PYIIIiB MOXHA BUIUIMTH JEKUIbKA, IO
BUKOPHCTOBYIOTBCS 1y>K€ 4acTO:

Unreal Engine

OanH 3 HaWNOTYXHIMMUX PYIIiB Ha CHOTOAHSIIHIA JEHb  SIKUH

BUKOPHUCTOBYETHCA JUISI PO3POOKH 1rop pi3HUX >KaHPIB (IuB. puc. 2.1).

UNREAL

ENGINE

Pucynok 2.1 — Jloro pymrist Unreal Engine
Unity

[TomynsipHU# IrpoBUM pyIIiNd SKWM BUKOPUCTOBYETHCS JUIsi CTBOPEHHS

HIMPOKOTO CIIEKTPY Irop, Bi MOOUIbHUX 10 AAA-NIPOEKTIB (IUB. puc. 2.2).

1! Unity

Pucynox 2.2 — Jloro pymrist Unity
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Godot
be3komToBHMIT Ta BIAKPUTUN ITPOBUN pYIIiH, SIKUH CTa€ MOMYJISIPHUM

3aBJISIKH CBOiM MPOCTOTI y BUKOPUCTaHHI (IUB. puc. 2.3).

N

GODOT

Game engine

Pucynoxk 2.3 — Jloro pymrist Godot

CryEngine
[ToTy>xHuii irpoBuil pyiii Bij komnadii Crytek sikuii BOHa BUKOPUCTOBYE Yy

po3po011i cBOIX irop (AuB. puc. 2.4).

CRY=NGIN=

Pucynok 2.4 — Jloro pymrist CryEngine
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2.2 llepeBaru Unreal Engine

Unreal Engine — oauH 3 HaWBIAOMIIIMX 1 HANMOTYKHIIINX IMPOBUX PYIIIiB,
KU BUKOPHUCTOBYETHCSA JUIsI CTBOPEHHS BIJEOIrOp, 1HTEPAKTHBHHUX JOJIATKIB,
BipTyansHoi peanbHOCcTl (VR) Ta momoBHeHOoi peanmbHOCTI (AR). Llewt pymriid,
po3pobnenuit komnanieto Epic Games, Bnepiie 0yB npencrasienuid y 1998 pori. 3
MOMeHTy cBoro nebrory Unreal Engine 3a3HaB 4dHCIEHHUX OHOBJICHB 1
B/IOCKOHAJICHb, IEPETBOPIOIOYNCH HA YHIBEPCAIBHUI IHCTPYMEHT JJI PO3POOHUKIB
y pi3HuX raiyssx. Cpboroani akryanbHoro Bepciero € Unreal Engine 5, BumynieHa B
2021 pori.

Lleit irpoBmii pymiiid cTaB BHOOpOM OaraTtbox CTYAIH, 3aBISKH CBOiM
YHIBEpPCAIBHOCTI, MPOAYKTHBHOCTI Ta iHHOBauisM.lle 103Bonsie cTBOprOBAaTH
Bi3yaJlbHO Bpakaroudl Irpd Ta JOJATKM 3 BHCOKMM pIBHEM JeTrajizaiii Ta

peaiCTUYHOCTI.

2.2.1 OcHoBHi nepeBaru Unreal Engine

Opniero 3 ximouoBux mnepeBar Unreal Engine € fioro yHiBepcanbHicTh. Bin
HIATPUMYE PO3POOKY JJIsl ITUPOKOTO CIEKTPY MIaT(HOpM, BKIFOUAIOUH:

— 1k (Windows, Mac, Linux);

— xkoncodni (PlayStation, Xbox, Nintendo Switch);

— MoOuIBHI ipucTpoi (1I0S, Android);

— vr/ar rapuitypu (Oculus, HTC Vive, HoloLens).

[le mo3BoJisie po3poOHUKAM CTBOPIOBATH ITPH Ta TOAATKH, SIKI MOYKHA JIETKO
aJIaNTyBaTH Ta BUITYCTUTH Ha Pi3HUX MPUCTPOSX, JOCATAIOUN IITUPOKOI ayAUTOPIi.

Unreal Engine BiioMuil CBO€I BHCOKOIO NMPOJYKTHUBHICTIO, IO J03BOJISE
CTBOPIOBATH CKJIaAHI Ta rpadiuHO HACHYEHI MPOCKTH 0€3 3HAYHUX KOMIIPOMICIB Y
mBuIKkoa1i. Bin ontumizoBaHui 11 poOOTH 3 Cy4YaCHUMH arnapaTHUMU 3ac00aMu,
BUKOPHUCTOBYIOUH IE€peBaru 0araTosepHUX MPOILECOPIB 1 MOTYKHUX TpadidHUX

nporiecopiB (GPU).
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Ile mocsaraeTbcst 3aBAsSKM ONTUMI3aLil A7 OaraTosiAepHUX MPOIECOPIB,

BUKOPHUCTAHHIO MOTYXHUX rpadiunux mpouecopiB (GPU) Ta gesikuM iHCTpyMEeHTaM
onTuMizaii:

— profiling ta ontumizauia: Unreal Engine Hagae po3poOHUKaM MOTYKHI
THCTpYMEHTH i1l Mpo¢UTI0BaHHS Ta onTuMisailii, Taki sik Unreal Insights
ta GPU Profiler. Lli iHCTpyMeHTH D03BOJSIOTH JE€TaIbHO aHali3yBaTH
NPOAYKTUBHICTh TPH, 11eHTU(IKYBATH BY3bKI MICIS Ta ONTHUMI3YBaTu
BUKOPHCTAHHS PECYPCIB,;

— automatic LOD (Level of Detail): Cucrema aBTOMaTHYHOI'O yIPaBIIIHHS
piBHsimu netamzanii (LOD) mo3Bossie 3HMKYBaTH JeTajizallito 00'€KTiB
Ha B1JICTaH1, 30€epiratouyu BUCOKY MPOJAYKTUBHICTh O€3 BTPATH Bi3yaJIbHOI
akocTi. [le 0co011BO BasKIIMBO /1J1s1 BETUKHUX BIJKPUTHUX CBITIB 3 BEJIMKOIO
KUIBKICTIO 00'€KTIB,;

— efficient memory management: Unreal Engine edexkTuBHO ympasise
nam'sTTIO, ONTHUMI3YIOYM 3aBaHTAXEHHS TEKCTYp, MOJENel Ta IHIINX
pecypci. Lle 3abe3neuye 3MeHIICHHS 3aTPUMOK TIPH 3aBaHTaYKEHHI CIICH
Ta OLIBII TIJIABHUM ITPOBUI JTOCBI;

— vr/ar rapHiTypu (Oculus, HTC Vive, HoloLens);

— adaptive sync Ta variable rate shading (VRS): IlinTpumka TexHOJIOT1i
aJanTUBHOI CHUHXPOHI3allll Ta 3MIHHOI YaCTOTH IICUJIIHTY J103BOJISIE
orntumizyBatu Bukopuctanas GPU, 3HMKyr0UM HAaBaHTA)KCHHS B MEHIII
KPUTUYHUX 30HAX KaJpy Ta MiJBUILIYIOYH MPOIYKTUBHICTH 0€3 MOMITHOI

BTPaTH SIKOCTI 300payKEHHS.

2.2.2 I'padiuHa noTyKHiCTH

Lumen — e peBorolLiifHa CHCTeMa JUHAMIYHOTO TJI00aIbHOTO OCBITIICHHS 1
B1IOUTTS cBiTia, peAcTaBieHa B Unreal Engine 5. Bona 3abe3neuye peanictuune
OCBITJIEHHSI B PEXMMI pEalbHOTO Yacy, pearylodd Ha 3MIHH B CII€Hl, SK-OT

nepeMilieHHs: 00'€KTiB, 3MIHM OCBITJEHHA ab0o yacy no00u. Lumen cTBOpio€e
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BHCOKOSIKICHE TI00AJTbHE OCBITIICHHS, IKE 3HAYHO MOKPAIY€ Bi3yallbHE CIPUHHSTTS
rpu 0e3 HEOOXITHOCTI TOMEepPEeIHLOTO PEHIASCPUHTY abo CKIAgHOI HACTPONKHU

OCBITJICHHS (IMB. puc. 2.5).

Pucynox 2.5 — Ilpuxnan podotu cuctemu Lumen

Nanite — e TexHoJIOTIsI BipTyami3alii reoMeTpii, sika J03BOJISIE PCHICPUTH
BEJTMYE3HI KUJIBKOCTI MOJIITOHIB y pealIbHOMY 4aci 6e3 BTpaT MpoayKTUBHOCTI. BoHa
aBTOMAaTHUYHO OOpOOJsie Ta ONTHUMI3ZYE TEOMETPI0 O00'€KTIB, IO J03BOJISE
BUKOPUCTOBYBATH MOJEII 3 MUIbIpAAMH MOJITOHIB 0€3 HEOOX1THOCTI iX PyYyHOTO

3MEHIIIeHHs 200 onTuMi3alii (IuB. puc. 2.6).

Pucynoxk 2.6 — Ilpuknan podoTu 3 TexHojoriero Nanite
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2.3 OcobsmBocti Unreal Engine

Unreal Engine BUpI3HIETbCS CBOIMH TE€PEAOBHUMH TEXHOJOTISIMU Ta
MOJKJIMBOCTAMH, SIKI pOOJIATH HOoro BUOOpPOM 0OaraThOX CTYAlM PO3POOHHUKIB IO
BCbOMY CBITY. OCh JIeK1 3 KIIFOUOBHUX 0cOOIHMBOCTEH, siki pooisith Unreal Engine
YHIKQJTbHUM:

DoTopeasiCcTHIHUH PeHACPUHT

3aBasku Lumen ta Nanite Unreal Engine 5 3a0e3nedye HemepeBeplieHy
AKICTb 300pakeHHs. Lumen 103BOJIsIE OTpUMATH IMHAMIYHE T7100alIbHE OCBITIICHHS,
AK€ pearye Ha 3MIHM CIEHHM B peajibHOMY uaci. Nanite 3a0e3neuye AETaabHICTh
reoMeTpii 6€3 HeOOX1THOCTI ONTUMI3allii MOJITOHIB BPYUHY.

MeTtacucreMu Ta aHiMaIlis

Pymiiii mporoHye mNOTyXKHI 1HCTPYMEHTH JUisi poOOTH 3 aHIMAallisIMH,
Biumrouaroun Control Rig st ctBopenHs animaniiHux piris, Ta MetaHuman Creator

JIJIs CTBOPEHHS pealliCTUYHUX MEePCOHAXIB (UB. puc. 2.7).

metahuman_014

Pucynok 2.7 — IIpuknan mozaeneit ctBopeHux 3a gonomoroto MetaHuman Creator

InTerpauisi 3 peasbHUMH 00’ €KTaMH
Unreal Engine akTHUBHO BUKOPHUCTOBYETHCS B KIHOTHIYCTPIii JUIsl CTBOPEHHS

BIpTyaJdbHUX JeKopaliid Ta crnenedextiB. Hampukian, TeXHOJOTIS BIpTyadbHUX
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BUPOOHUYMX MailIaHYMKIB JI03BOJISE MTOETHYBATH PEANIbHI Ta BIPTYyabHI €I€MEHTH
y peabHOMY Yacli.
Blueprints i C++
Ile Bi3yambHa MOBa TPOrpaMyBaHHS, SKa JO3BOJIIE PO3POOHUKAM
CTBOPIOBATH ITPOBY JIOTIKY Oe3 HammcaHHs koay. Lle poOuTh mporec po3poOku
OLTBIN JOCTYIMHUM JJIsl JU3alHEPIB Ta XYJ0KHHUKIB, sIKI MOXYTh IMPAIFOBAaTH HaJ
ITPOBUMH MEXaHIKaMH Ta B3a€EMOJISIMH O€3 TIMOOKUX 3HAHBb IMPOTpPaMyBaHHSI.
Po3poOHMKN MOXKYTh 00MpaTH MIX Bi3yallbHUM MpoOTrpaMyBaHHsIM uepe3 Blueprints
Ta TpaaulliHUM OporpamyBaHHsM Ha C++. Ile 103BOJIss€ THYUKO MiAXOAUTH IO

CTBOPEHHSI JIOT1KM TP Ta onTuMmizauii (quB. puc. 2.8).

Pucynok 2.8 — Ilpuknaa poboTu 3 BUKOpUCTaHHIM TexHoJorii Blueprints

HiaTrpumka VR ta AR

Unreal Engine Hafae po3mmpeHi MOXKIUBOCTI JJ1s1 pO3pOOKH irop Ta JOIaTKIB
BIPTyaJIbHOI Ta JIOMOBHEHOI pEabHOCTI, 3a0e3Meuyloyd BHCOKHI pIBEHb
IHTEPaKTUBHOCTI Ta PEaJICTUYHOCTI.

Mepe:xkeBi pyHKUil TAa MyJIbTHILIICEP

BOynoBani 1HCTpyMEHTH MJii CTBOpPEHHS OaraTOKOpHUCTYBAIbKUX 1rop,
BKJIIOYAIOYM PEIUTIKAI[il0 O0'€KTIB, CHHXPOHI3AII0 CTaHIB Ta YOpPAaBIIHHA

CEpBEPAMH.
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Marketplace

Unreal Engine mae BiacHMii MarasuH, e po3poOHUKN MOXYTh KyITyBaTH Ta
MPOJIaBaTH PI3HOMAHITHI PECYpCU: MOJIEI1, aHIMAalll1l, TEKCTYPH, 3BYKH, IICHAepU Ta
koz. Lle 3HauHO crporrye mporec po3poOKH, TO3BOJSIOYN BUKOPUCTOBYBATH BKE
TOTOBI PECYPCH Ta 30CEPEIUTUCA Ha YHIKAbHUX acleKTax Ipu.

TpacyBanns npomeniB y peajbHoMy 4aci (Ray Tracing)

Unreal Engine miarpumMye TpacyBaHHsI TPOMEHIB, IO JTO3BOJISIE CTBOPIOBATH
BHCOKOSIKICHI Bi3yabHI €(EKTH, TaKl SK PEaTICTUUH] BIIOUTTS, TiH1 Ta OCBITIICHHSI,
JIOJTAf09H TIMOWHM 1 JieTami3alii B irpoBi CIICHH.

Chaos Physics and Destruction

Hoga cucrema ¢izuku, sika 103BOJISI€ CTBOPIOBATU PEATICTUYHI CUMYJIALIT Ta

pyiiHYBaHHS 00'€KTiB, IO J0/1a€ TITUOMHU 1 TUHAMIKH ITPOBUM CIICHaM (JIMB. PHC.

2.9).

™

Pucynok 2.9 — Ilpuknan moxsmBocTelt ¢ynkii Chaos Physics and Destruction

World Partition
TexHosorisl, sika aBTOMATHMYHO UIMTH ITPOBUH CBIT HaA MiAPO3JLIH,
ONTHUMI3YIOUM 3aBAaHTAXKEHHS pPecypciB 1 3a0e3ledyroud IUIaBHUM JOCBIT s

TPaBIIiB Y BEJIMKUX BIIKPUTHX CBITax (quB. puc. 2.10).



RHI [STATGROUP_rhi]

worild Partition

Pucynok 2.10 — IIpuxnan po6otu Texnosorii World Partition
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3 PO3POBKA 2D INIAT®OPMEPA HA PYIIII UNREAL ENGINE 5

Po3pobka 2D mmardpopmepa Ha Unreal Engine 5 (UES) Bkirodae kinbka
KJIIFOYOBUX €TamiB, 5Kl OXOIUIIOIOTh BCl AaCMEKTH CTBOPEHHS TpH — BiJ
BCTAHOBJICHHS PYIIis 10 HaJAIITYBaHHS IrPOBUX MEXaHIK Ta OCTaTOYHOTO

TCCTyBaHHA.

3.1 BeranoBiaennst Unreal Engine 5 Ta cTBopeHHsI IPOeKTY

[Iporiec po3poOKKU mMoOYaBCs 31 BCTAHOBJIEHHS HEOOXIAHOTO MPOTPAMHOIO
3a0e3neyeHHs. 3aBaHTa)K€HHs1 Ta BcTaHoBJIeHHS Epic Games Launcher crano
nepimumM Kpokom. Le nporpamue 3abe3nedeHHs 0ys10 OTpUMaHO 3 OIIIHHOTO CAUTy
Epic Games. Ilicyist BcTaHOBJIEHHS JlayHYepa OyJI0 CTBOPEHO OOIIKOBUH 3amuc JJIst
noctymy 1o ycix ¢ynkiiit Ta pecypciB Unreal Engine. Baitimmosmm B Epic Games
Launcher, mu nepeitnuin 1o posainy «Unreal Engine», ne B 6i6mioTeri Oyiio
BUOpaHO Ta BCTaHOBJIIEHO ocTaHHIO Bepcito Unreal Engine 5. Ilicns mporo Oymo
BUOpaHO po3/Iia “Mara3un’, ie OyJio 3aBaHTa)xxeHo Oe3riaTHui riarid PaperZD nis
O1JIBIL 3pYYHOT0 CIIOCO0Y pO3pOOKH.

Konu miarotoBka Oyrna 3aBepiiieHa, MH MOXEMO TMEPEUTH JO0 CTBOPCHHS
npoekty. Y Bepcii Unreal Engine 4 OyB BapilaHT CTBOPEHHS HPOEKTY
H1ArOTOBJIEHHOTO 10 po3poOku 2D irop. Ha xanb, y oHOBIIEHIH Bepcii pyuiis uei
1abJioH OyJI0 BUIAJICHO, TOMY CTBOPIOEMO mycTuii mabion Blank.

[Tpu cTBOpeHHI 00MpPAEMO OCHOBY CTBOPEHHS OIYIIPIHT, Yepe3 e MOXKHa He
TypOyBatuch, 60 mMoxkemo aomatu C++ kox y Oyab-sky muth. Jlami obupaemo
iaTdopMy TS SIKOi OyemMo po3poOisiTu rpy, B HamoMy Bumaaky Desktop. [Tpoekt
Ha3MBAaEMO BIAMOBIAHO 0 MOro TEeMaTHUKH Ta 30eperaeMo B oOpaHid JuUpEKTOpii

(muB. puc. 3.1).
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Unreal Proje

—
. v
RECENT PROJECTS 2 N
ST Zade EELY

Blank First Person Third Person Top Down

- LA

FILM / VIDEG] ! Handheld AR Virual Reality
LIVE EVENTS !

BLUEPRINT

PRODUCT DESIGN &
MANUFACTURING

Cancel

Pucynok 3.1 — CTBOpeHHsI IpOEKTy

3.2 CTBOpeHHS1 OCHOBHHX €JIEeMEHTIB I'pH

3.2.1 CTBOpeHHs irpoBOro nepcoHazka

OCHOBHOIO CKJIQZOBOIO Oyab-sikoro 2D mmatdopmepa € irpoBuil IEPCOHAK.
Jns fioro ctBopenHs Oyio Bukopuctano Blueprint Class Ha ocHoBi Paper Character,
Ha3BaHuii «BP_Player». Bukopuctanns kinacy Paper Character 703B0JIMIIO IBUJIKO
HaJjamTyBaTy 0a30B1 PYHKIIIT Ta B3a€EMO/I1i IEPCOHAXKA 3 OTOUEHHSIM, 3a0€3MeYMBIIN
OCHOBY JJIs MOJANBIIIOT0 HAJAIITYBAaHHS Ta PO3UIMPEHHS (PYHKI1OHATBHOCTI.

Buxopucrtanns Blueprint Class Ha ocHoBi Paper Character.

Paper Character — me crenianizoBaHui Kiiac, CTBOPEHHI st podoTtu 3 2D
nepconaxxamu y Unreal Engine 5. Bin Mae BOyj0BaH1 KOMIIOHEHTH Ta QPYHKIIIT, K1

CIPOITYIOTh po3poOKy 2D irop.
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Lle#t kmac MicTUTH BC1 HEOOX1AH1 6a30B1 KOMIOHEHTH AJis1 2D nepcoHaxa, Taki

SIK KOMIIOHEHTH JIJIs BiZOOpaXKeHHS CIpaiTiB 1 00poOKHU Komi3ii (IuB. puc. 3.2).

Pick Parent
COMMON

8 actor
£ Pawn

. awn that includes the ability to
2 cCharacter

&4 Player Controller : or controlling a

Game Mode Base
[ Actor Component

L. Scene Component

Select Cancel

Pucynok 3.2 — CTBOpeHHs OJyNpHUHTY IIEPCOHAkKa
Jlnst CTBOpEHHsI MepcoHaxy OyJlo BUKOPUCTAHO OE3KOIITOBHI ACCETH 3

iHTepHETY. BimiOpaBmm Ta 3aBaHTaXXUBIIM HAaWKpalll MOJENT, sKi 6 migidnum 3a

CTHJIICTHUKOIO JI0 171e1 IpH, IMITOPTYEMO iX 710 MpoeKTy (auB. puc. 3.3).

o

Pucynox 3.3 — IMmopToBaHi TEKCTypH MTepCOHAKA
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HactynmuuM KpokoM y po6oTi Oyae po3OMTTS LHHMX TEKCTYp Ha OKpeMi
CHpalTH, K1 y MOJANbIIOMY OyIyTh BUKOPUCTaHI AJisi CTBOpeHHs GinOykiB. Jms
OO BUKOPUCTOBYEMO Ha HUX (hyHKLI0 Extract Sprites Ta 00upaeMo aBTOMaTUYHE

pO30UTTs Ha cripaiiTu (IuB. puc. 3.4).

Pucynox 3.4 — T'oToOBI cripaiiTy IepcoHaXka

[Ticns uporo o0’eaHyeMO crpaiTd y (uinOykd 3 TOTOBUMHU aHIMALisIMH,
BUKOPUCTOBYIOUM GyHKIIIO. [Ticis pboro Mu MaeMo roToBHi Habip aHIMAIIIM SIKAN
MO>KEMO BHKOPHUCTOBYBATH Yy HojanblIiii podoti. Takox Tpeba HanamryBaTtd iM
IIBUJIKICTB 3 SIKOIO OyJie Bi1OyBaTUCh aHIMAIlisl, Y HAIlIOMY BHUIIaJIKy HAM BUCTAYUTh

6-8 xaapiB y cekyHay (muB. puc. 3.5).

..,
il
A
¥ |

attack1 fall idlel jump2 run’

Pucynox 3.5 — I'oToBi aHimarlii nepcoHaxa

HanamryBanns 6a3oBoro BUTIIALY Ta (pyHKLINA MepcoHa)ka BiA0OyBaeTbCs MPU
po6oti 3 6mynpuntom BP_ Player. Bigkpuaemo OnynpuHT Ta qonaeMo ¢uuinOyk
KU Oyle BUKOPHCTOBYBATHCHh IEPCOHAXXOM Yy CTaHl CIOKOIO. Y JeTalbHUX
HaJaITyBaHHIX 00MpaEMo BKJIAJIKYy Sprite Ta 1oAaeMo NOTPiIOHY aHiMaIlio. Takox
nonaemo 1o mojaeni komrnoHeHT Box Collision Ta gaemo iiomy Ha3By BoxHit. Lle

Oyae nmami BHUKOPUCTaHO JUis (YHKIT OTPUMYBAaHHS IIKOAU BiJl BOPOTIB.



31

HanamroByemo BoxHit Ta kamcymy mepconaxka mim ioro po3mip. Peamizaris
MPEJICTABJICHA Y JOJATKY A.

Takox oJipasy 10/1aEMO KaMepy Ta HAIAIITOBY€EMO 1i. [[71s iboro y O1ynmpuHT1

BP_Player ctBoproemo koMmoHeHT SpringArm sikuii Oyzie TpuMaTu KaMepy 3aBxKIu

HABNPOTH TepcoHaxka. [loTiM qomaeMo 00’€KT Kamepy , Ta MHpPUB’SI3yeEMO ii 0

SpringArm (aus. puc. 3.6).

Pucynok 3.6 — IligroroBana Moiesb 3 KOJi31€10 Ta KaMepoto

3.2.2 CTBOpEeHHSI MOYATKOBOI JJOKAIil

JIJst MoanbIioro HalaITyBaHHS MEPCOHaXKa , Tpeda MiAroTyBaTH JIOKAIIIO
Ha SIK1i B’)K€ MOKHA OyJ1e TECTYBaTH MOKJIIMBOCTI pyxy. HaGip TekcTyp asis rpu Oyio
B35TO Yy BIJKpPUTOMY JOCTymi B iHTepHeTi. Iliciga 3aBaHTaxeHHs HaOip OyIio
IMIIOPTOBAHO B MPOEKT. HacTymHuM KpokoMm € TpaHnchopmariisi 3SBUMaiHIX TEKCTYP

y TaiiceTu 3a nonomororo ¢yukiii Create Tile Set (nuB. puc. 3.7).

ntent > PNG > NewFolder

Pucynoxk 3.7 — IligroToBiieHi Taitn cetu
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Tile Set — 11e HaOip MINTOK, SKi BUKOPUCTOBYIOTHCS TSI TOOYIOBH PiBHIB Y
2D-irpax. ¥ Unreal Engine, Tile Set € HeBiA'€eMHOIO YaCTUHOIO TIPOIIECY CTBOPEHHS
2D-irop, ocobmmBo matdopmepiB. Buxopucranns Tile Set mno3Bonisie Jerko
CTBOPIOBATH CKJIAJHI ITPOBI CBITM 3 TMOBTOPIOBAHUX EJIEMEHTIB, 3a0e3Meuyrodu
e(hEeKTUBHICTb Ta 3pYUHICTH Y PO3POOIIi.
HacTymHuM eramoMm € HaJamTyBaHHS Talll CETIB , IUIAXOM JIO/JaBaHHS
KO3l Ha MOTPIOHMX AUIAHKaX. [ IbOTO BIAKPHUBAEMO PEIAKTOp Taill CETIB,
BUJIITIIEMO TIOTPIOH1 AUISTHKY Ta BUKOPUCTOBYEMO Ha HUX (yHKIit0o Add Box (nuB.

puc. 3.8).

Pucynox 3.8 — JlogaBanHs K031 Ha MOTPIOHUX TEKCTypax

[Ticns mporo BimOyBaeThesi cTBopeHHsa Tile Map Ta po3MilieHHs Ha Hid
TekcTyp. Binkpusmm pegakrop Tile Map tpeba BuOpatu notpiouuii Tile Set Ta
BUJIIJTMBIIY TOTPIOH1 TEKCTYpH , pO3MIcTUTH iX Ha Tile Map.

[TpoBiBmuK anani3 nmoOyaoBu piBHEH y 2D irpax, Oyno CTBOPEHO BIacCHUMN

piBeHb (IuB. puc. 3.9).

Pucynok 3.9 — T'orosa Tile Map
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3.2.3 PeaJiizailisi pyxy rojioBHOI0 repos

Jlist 3a0e3neueHHs pyxy TOJ0BHOTO Tepos y Hamomy 2D mnatdopmepi Oyio
HajnamroBaHo cuctemy BeaeHHs (Input). Lle Bxirovano ctBopenns Input Actions
JUTs1 0OpOOKH KOPUCTYBAIILKOTO BBEJCHHS 3 KJIaBiaTypH.

Y MeHI0O HalalTyBaHb NPOEKTy Oyno AoaaHo HOBI Input Actions. 3okpema,
MU CTBOPHWJIM JIBa OKPEMUX IHITYTHU: OJUH JJI1 TOPU3OHTAIBHOIO PYXY B CTOPOHH,
IHIM g crpuOka. lle 103Boamio OUIbII THYYKO 0OpoOsATH Aii TpaBLs 1
3a0€3MeYNTH 3pydHe KEPYBaHHSI IEPCOHAKEM.

VY cekuii "Action Mappings" My 3a/aia BiJIMOBIIHI KJIaBIlIl JIJIsT KOKHOTO
Input Action. J{ns pyxy niBopyd 1 IpaBopyd BUKOpUCTOBYBaiucs kiasim A 1D, a
JUIsl cTpuOKa — KiaBimia npooiny, abo W. lle ctangapTHe HanmamTyBaHHS, SIKE €
IHTYITUBHO 3p03yMUINM JUIsl TPaBIIIB 1 3a0e3medye KoM(popTHE KEpyBaHHSI (JIUB. pUC.

3.10).

Pucynok 3.10 — IIpuB’s3ka pyxy A0 KHOIIOK
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[Ticns HamamTyBaHHS CHCTEMH BBOJY MEPEXOJMMO JI0 CTBOPEHHS JIOTIKH

pyxy nepconaxa y Blueprint kmaci.
B Blueprint nepconaxka (nazBanuii «BP Player») Oyno nomano Event Tick,
KU BUKJIUKAEThCA KOXKeH Kaap rpu. CtBopeHo ¢yHkilito "Update Animation", sika
MOCTIHO OHOBIIIOE aHIMAIlIIO MTEPCOHAXKa, 3aJIKHO B1Jl HOTO CTaHy Ta J1i TpaBIIs.
Ile no3BOMIO 3a0€3MEUNTH TIJIABHUM MepexiJl MIXK aHIMAIIsIMU PI3HUX Jid, TaKUX

SIK X071p0a, CTpHOOK abo odikyBaHHS (IuB. puc. 3.11).

F SefFiipbook

¥ SetFlipbook

7 SatFliphook
»
2 asset editors were d

editor was last closed
to re-open them?

Pucynox 3.11 — Jlorika ¢ynkiii Update Animation

CTBOpEHHS JIOTIKH IS

— TepeMiIeHHs 1o oci X

— TI0YaTOK Ta 3aBEPILCHHS CTPUOKa;

— PO3BOPOT MOJEJ EPCOHAXKA B 3aJICKHOCTI BiJ HATIPSIMKY PYXY.

byno nmomano o6poOky Input Actions s pyxy JiBopyd 1 IMpaBopyd. 3a
nonomoror pynkiii "Add Movement Input" nepcoHak OTpUMYBaB MOXJIHBICTb
pyxaTucs 1o oci X, pearyrouu Ha HaTUCKaHHSI BIATIOBITHUX KJIABIIIL.

Jlnst ctBopeHHs joriku cTpuOka 0ysno Bukopuctano Enhanced Input Action
Ut 0OpOOKM KOPHUCTYBAIbKOTO BBEICHHS, a Takoxk (QyHKIT Jump 1 Stop Jumping,

K1 3a0e3MeuyloTh OCHOBHY (YHKI[IOHAJIBHICTh CcTpuOKa. Jlorika OHOBIEHHS
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a”imarlii crpulOka 3a0e3neynia IIaBHUN Nepexia Mk CTpUOKaMU Ta IHITUMH JISIMU
NepCOHAXA.

JI71s1 KOpEeKTHOTO BiOOpakeHHs pyXy OyJIO JOJIaHO JIOTIKY JJISE PO3BOPOTY
NepCOHaXKa 3aJIEXKHO Bl HAMPSAMKY pyxy. 3MiHa MaciTaOyBaHHs (scale) mepconaxa
1o oci X J03BOJIMIIA 3a0€3MEUUTH MPaBUIBHUN HAMPSMOK MOTr0 MOJISIAY IMiJl 4ac
pyXy JiBopyd abo mpaBopyHy.

Jlorika moBOpoTy mepcoHaxka peanizoBaHa y Blueprint kiaci 3a 0momMororo
BukopuctanHa Enhanced Input Action mist oOpoOku pyxy, a Takox GYHKIIA JJIs
3MiHu HanpsiMKy koHTpoJiepa (Controller) mepconaxa. Peamizamis nux (QyHKIii
npeacrasieHa y nogarkax b, B, I

[Ticns HanmamTyBaHHS pyXy MEPCOHaKa MU PO3MICTUIIM MOTO Ha ITPOBIii Marti.
Ile Oyno 3miiicneHo 3a monomorow (ynkiii PlayerStart, sika 3a0e3nednia mosiBy
NEepCOHaXa y BU3HAYEHIM TOYLl HA Mami Mpu 3amycky rpu. Micie3HaxoKeHHs
PlayerStart 6ys0 HajmamToOBaHO BIAMOBITHO 10 JWU3aiiHY PiBHA, IO 3a0€3MEUMIIO
NpaBUJIbHE PO3TAlTyBaHHS MTEPCOHAXKA HA TTOYATKY TPH.

[Ticnst 3aBeplIeHHs HajalITyBaHb MU 3allyCTHJIM TMPOEKT JJsl MEPEeBIPKU
poOOTH cUCTEMHU BBOJAY Ta JIOTIKM pyXy nepcoHaxa. Ilig yac tectyBanHs Oyso
NEepEeBIPEHO, YU KOPEKTHO pearye nepcoHa)xk Ha BBEJCHHS 3 KJIaBlaTypu Ui pyXy B
CTOpOHHM Ta cTpuOKy. ['paBerns Mir HathckaTu kKiasimi s pyxy (A ta D), 1
MEPCOHAXK MILIOB Ta 3MIHIOBAB HAMPSMOK MOTJISAY 3aJI€KHO BiJl 0OpaHOr0 HAIPSIMKY
pyxy. I'paBenib Mir HaTUCKATH TIPOOLT U1t CTpUOKa, 1 TEPCOHAXK BUKOHYBAB CTPUOOK
3 BIANOBIAHOO aHIMali€t0. [lepeBipka BKIIrOHYana TaKoX 3aBepUICHHS CTPUOKA: KOJIU
MEPCOHAX JOCATYBaB MaKCMMaJbHOI BUCOTH CTPHOKY, BiH TUTABHO MPU3EMIISBCA,

110 3a0e3meuyBajiocs BUKIMKOM QyHKIiT Stop Jumping (auB. puc. 3.12 — 3.16).



Pucynoxk 3.14 — Ctpubok nepcoHaxa

Pucynok 3.15 — I[lapinns nepconaxa

36
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Pucynok 3.16 — Pyx nepconaxa

[Ticns mpoBeleHNX HAJTAIUTYBaHb Ta MEPEBIPOK MU BIEBHUJIUCS, 1110 OCHOBHA
MeXaHIKa pyXy IepcoHa)xka IMpalioe cTablibHO Ta KopekTHo. lle 3abe3meumno
(byHIaMEeHT JUIsl HOJANbIIO] PO3pOOKH I'pH, BKIIIOUAIOUH JI0/1aBaHHA HOBUX MEXaHIK,

€JIEMEHTIB PIBHS Ta NOKPAILIEHHS B3a€MO/I1 3 OTOYEHHSIM.

3.3 CTBOpeHHs MPOTOTHUILY BOPOra

HactynHum kpokoM y po3po6ii 2D mnatdopmepa € CTBOpeHHS BOPOTiB, K1

6y,HYTI) B33€MOI[i$ITI/I 3 TOJIOBHHUM I'CpO€EM Td CTBOPIOBATH BUKIINKH OJIA I'PABIIA.

3.3.1 CrBopenns bazoBoro ®ynaameHTy

HoBoro nepconaxa Oyio BUPIIIEHO 3pOOUTH 1HIIUM criocoOoM. J[Jis boro
Oyno BupimieHO BUKOpucTath IUiariH PaperZD, sxuii 3a0e3medye q0maTKOBI
MO>KJIMBOCTI JJ11 poOO0TH 3 2D aHiMaIlisiMu Ta CTIpoIIIye MPOIIEC IHTETpallii aHiMaIini
y rpy. Ilnarin PaperZD OyB 00panuii 3aBAsiku MOro 3pydyHOMY iHTepdeicy Ta
MOTYXXKHUM (YHKITISIM, SKI 3HAYHO CIPOIIYIOTH poOoTy 3 aHimarlisima y 2D
NPOEKTax.

[TogaTok poOOTH B11I0YBAETHCS TaK CaMO :

— TOIIYK Ta 3aBaHTaXEHHSI TEKCTYD;

— IMIOPTYBaHHS TEKCTYP 10 IPOEKTY;



38
— po3poOKa CIpaiTiB,
— CTBOpeHHA (QIinOyKiB.
[Ticns mpOTO TMIJAX1J 3MIHIOETHCS, CTBOPIOETHCS KOMIIOHEHT Animation
Source, kyaum miAKIIO4aOThCS MOTPiOHI HaMm aHiMamii. [loTiM cTBOproeMo

komroHeHT AnimBP e mu 3agamo soriky 3miH animarii (aus. puc. 3.17 — 3.18).

< Event On Init

» \ v Cast To Hound
1 4

Return Value

Pucynox 3.17 — Bmict Event Graph

Output Animation

HoundAnim

Animation *

Pucynok 3.18 — Bmict Anim Graph

Binkpus State Machine mMu mnponucyeMo JIOTiKYy 3MiHM aHIMallid (IuB.

puc. 3.19 — 3.21).
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Pucynox 3.19 — Bwmict State Machine

Hound

©F Get Velocity ! . B Result

Can Enter Transition
Target Return Value X

Return Value Y

Return Value Z

Pucynok 3.20 — Jlorika nmepexony Big Idle mo Walk

Hound

B Result

§ F Get Velocity
Tar ctor Can Enter Transition

Target Return Value X

Return Value ¥

Return Value Z

Pucynox 3.21 — Jlorika nepexony Big Walk go Idle

CrtBoproemo OsympuHT Hound , sikuit 1 Oyne BUKOHYBAaTH poOJb BOpOTa.
[ToBTOproemo noxaBaHHs Ta HanamTyBaHHA BoxHit ta xancynm mepconaxa mo

aHaJIoOr11 3 TOJIOBHUM T'epO€M (ZIUB. puc. 3.22).
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Pucynoxk 3.22 — IliaroroBana Mojiesib Bopora

[Ticns uporo Tpeba npomnucaty JOoriKy Horo pyxy. B Hamomy BUMaiKy BOpor
OyJie maTpyJoBaTH OKpemy JUISHKY manu. Peanmizarnis nux it 6yne BinOyBaTUCh
yepes 2 cTBOpeH1 nepeMidHi S ta S1.

['oHua Mae mpoTH 110 BijcTaHb Mo oci X 3a gomomororw ¢yHkiii Add
Movement Input. Tomy 6yne Bukopuctano Event Tick, cBoepinauii HeCKiHUCHHUN
LMKJI, IKKI MIOBTOPIOE OJIHI M T1 caMi MOJIi pa3 3a pa3oMm.

CrioyaTKy BOpPOT OTPUMYE MOYATKOBY IMO3UIIIO Ta 3HAYCHHS 3MIHHOI S, sIKe
BHU3HAYa€ BIJICTaHb MaTpyitoBaHHA. 3a nponomorow ¢yHkiii Add Movement Input
BOPOT TIEPEMINIYETHCS Ha HEBEJIMKY BIJICTaHb Yy KOKHOMY Kajpi. Hampsamok pyxy
BU3HAYA€THCS TOTOYHUM 3HAYEHHSIM 3MIHHOI S. 3MiHHA S1 MOCTIMHO OHOBIIIOETHCS,
B1J100pakarouu B1ICTaHb, IKY BOPOT Bike npoiimoB. Koy 3HaueHHs S1 3piBHIOETHCS
3 S, BOpOT Jocsrae KiHIIeBOT TOUYKH CBOro MapiipyTy. Lle o3Hauae, 1m0 BiH MOBUHEH
3MIHUTH HanpsMok. Koiau Bopor gocsrae KiHIEBOI TOYKH, 3HaY€HHS 3MiHHOT Sl
ckuaaeThes Ha 0, a 3HAUEHHS 3MIHHOI S 3MIHIOETHCA Ha MpoTHiiexHe. Le 3a6e3neuye
3MiHYy HampsMKy pyXy BOpOra, 1 BiH MOYMHAE PYXATUCS y 3BOPOTHOMY HAIPSIMKY.
Peanizarist npencrasnena y nogatky H.

PeanizyBas 1110 JIOTIKYy Y OJIYIPUHTI, pO3TAIIOBYEMO MEPCOHAXKA HAa Marli JJIst
nepeBipku. byo mpoBeeHo neKiIbKa mepeBipokK, M0 yIEeBHUTUCS Y PABUIIBHOCTI
peanizalii narpyiarOBaHHS;:

—  BOPOT KOPEKTHO PYXaBCsl MiJK JBOMA TOYKaMH, 3MIHIOIOYH HATIPSIMOK TTPU

JIOCSITHEHH1 KIHIIEBUX TOYOK;
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— 3HauyeHHS 3MIHHUX S Ta S| OHOBIIIOBAJIKCH BIANOBIAHO 10 OYIKYBaHb;
— JIOTiKa 3MiHM HANpsMKY TpaitoBaita 0e3 300iB, 3a0€3MMeUyr0qr TUIAaBHHMA
PYX BOpora;

—  aHiMaIlii IpamroTh KOPPEKTHO Ta IJIABHO.

3.3.2 Peanizanisi Bzaemonii IlepconazkiB

Ha nanomy erami po3poOku Oyne peanizoBaHO MEXaHIKY B3a€MOIT Mik
TOJIOBHUM Te€poeM Ta BoporoMm y 2D mnatdopmepi. OCHOBHOIO MeETOKO OyIiio
3a0e3MeunTH, Mo0 NpH NEPETHHI XITOOKCIB LHX MEPCOHAXKIB I'epod OTPUMYBaB
KOy, @ OOMJIBa MEPCOHAXI1 BIIKUIAIMCSA OJUH Bia omHoro. Lle momano mo rpu
eJIeMEeHT 0OpOTHOM Ta B3a€EMO/I11 3 BOPOTaMHU.

Konu XiTOOKCH rOJIOBHOIO Treposi Ta BOpOra NEpEeTUHAIOTHCS, TPUTEPUTHCS
noJiisl, sika 3aBJae reporo mkoau. OnHOYacHO 00M/IBa MEPCOHAXKI BIAKUIAAIOTHCS Y
MPOTUJIEKH] CTOPOHH, IO CTBOPIOE €(DEKT yaapy Ta pO3A1ICHHS Micid 31ITKHEHHS.

BukopuctoByeThcsi cucTeMa KOJMI3iM, sIKa BH3HAYa€, KOJIU XITOOKCH
nepcoHaxiB neperuHatotbes. [Toais OnComponentBeginOverlap BusiBisie MOMEHT,
KOJIM XITOOKCH TOJIOBHOTO T€pOs Ta BOPOTa NOYMHAIOTh IEPETUHATHUCS.

CrtBoproeTbes (DyHKINS JJIsT 3MEHIICHHS 37I0pOB'SE T€pOsl MpHU 3ITKHEHHI 3
BoporoM. BukopuctoByetbest 3minHa Health, sika BimoOpaskae moToyHu piBEHb
3m0poB'st repost. Peanizaris mpeacrasiena y nogatkax [, M.

BuxopucroByetbes pynkiisi Launch Character ayis BigkugaHHs epCOHaXIB
y MPOTWIIEKHI CTOPOHM TICHs 3ITKHEHHs. Bu3HauaeThCs HampsIMOK Ta CHIIA
BIJIKMJIaHHSI HA OCHOBI ITOTOYHOI ITO3HIIIT T€POiB.

Takox reporo Ta roH4id OyJIO 10JaHO PIBEHBb 370POB’f, SIKE 3HM)XYBAJIOCH
micist oTpuMyBaHHS mKoAu. [Ticis cimyckaHHs 370pOB’ s 10 HyJIsl BOHH IOMUPAIOTh,
a repoii 3’IBISETHCS HA TTOUaTKy piBHA. Peanizaris npencraBinena y nogatky U.

Cuctemy 3710poB’st OyJi0 peaizoBaHO CTBOpeHMMHU kKomrnoHeHTamMu Health ta
IsDead. Komnonent Health 1ie 1 € 3mopoB’s, a IsDead € mepeBipkoio uu € BOHO y

repost abo Bopora. Komu nepeminna Health cnyckaerbcs 10 HyJsl, TPUTEPUTHCS
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nepeminHa [sDead.Konu 310poB’st Bopora J10piBHIOE HYIIIO, BiH IOMUPAE Ta 3HUKAE.
Peanizanis npeacrasnena y noaatky K. Komu repoit 3’sBiseThest Ha MOYaTKy piBHA,
HOT0 3/10pOB’S1 BITHOBJIIOETHCA.
[Ticns peamizamii noriku y Blueprint B3aemonis Mik reposmu Oyna
nepeBipeHa Ha MPaKTHUIIi:
— mepeBipeHo, mo noxAis OnOverlapBegin KOpeKTHO BHU3HAYa€ MEPETHH
X1TOOKCIB MEPCOHAKIB;

— 3MEHIIEHHS 3JI0pOB'st Teposi MpU 3ITKHEHHI 3 BOPOrOM Bij0yBajocs
KOPEKTHO;

—  BIAKMJAHHS T'epOiB y MPOTUIIEKHI CTOPOHH B1AOYBajocs BIAIOBIAHO 10
OY1KYBaHb.

Hactymuum etamom Oylio [0AaBaHHS MOXKIIMBOCTI HAHOCHTH yJapH
rojloBHOMY reporo. Bona Oyna pearnizoBaHa J0AaBaHHSM IepOr0 HOBOI KOJI3iil 3
Ha3Boro Attack Collision. BoHa 3HaxoauThCs y BUMKHEHOMY CTaHI, JOKH T'paBellb
Ha HaTHCHE KJaBilry yaapy. Lle crpureputs aniMalito yaapy Ta nosiBy KoJuIi3ii, aKa
npu neperudi 3 HitBox Bopora Hanece iiomy mikony. Peamizariis npeacraBieHa y
noaarkax E, XK, K.

Peanizarrist B3aemo/11i Mi>k TOJIOBHHM T€pOeEM Ta BoporoM y 2D munatdopmepi
Oyna ycHilIHO 3aBepiiieHa. BUKOpWCTaHHS KOJMI31A JJI1 BU3HAYEHHS MEPETUHY
X1TOOKCIB, 3aBJaHHS IIKOAM MEPCOHaXaM Ta BIAKUJIAHHS MEPCOHAXKIB J0JaI0 TPl
JUHAMIYHOCTI Ta B3aeMojii. Ile 3HaYHO MOKpaluao iIrpoBUN IpoIec, 3POOHBIIH

HOro OLIBII 3aXOIUTIOI0YMM Ta BUKJIUKOBUM JUIs TpaBIls (AUB. puc. 3.23).
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Pucynox 3.23 — JleMoHCTpallisi OTpUMYBaHHS IIIKOAU

3.3.3 PeaJiizaiiis BitoOpaskaHHA OTOYHOTO 310POB’S

BaxxnuBuM eTamoM poO3poOKHM € TakoX peanmi3alis KOPHCTYBaLbKOTO
iHTepdeiicy. B HamoMy BUNaaKy 1€ 1HAMKATOP 30POB’A, KU Oyje moka3zyBaTu
IMOTOYHUU CTaH repos.

Jlnst uporo CTBOPHOETHCS OKpemuil Bimker OmynpunTt. Binkpus ioro mu
MOXeMO TMOOaYuTH IO BiA posaineHud Ha 2 Bkimanku: Designer ta Graph.

[Tounnaemo poOoTy 3 BkiIaaku Designe, y HIE MU CIOYaTKy JOAAEMO
koMmrioHeHT Canvas. [e mosie sike nmokasye co0oto sk Oyie po3TalioBaHO NOTPIOHUM
HaM BiDKeT Ha ekpani. [ligibpaB moTpiOHY HaM pO3AUTHHY 3/IaTHICTH EKpaHy,
CTBOPIOEMO KOMITIOHEHT Progress Bar, sxuit mu anantyemo miag Health Bar.
3MIHIOEMO TEKCTYpH Ha 3aBaHTaKCHI HAMH, MPABWILHO MiJACTABIISIIOYN MYCTUN Ta
NOBHUM 1HIUKATOP 370poB’s. Po3TamoByemMo HOro y moTpiOHOMY HaMm MicCll Ta

NepeXoAMMO JI0 HaamTyBaHHs Horo y Graph (mus. puc. 3.24 — 3.27).
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[

»
»# Cast To BP_Player —t b4 P3P bd )
T ID B Bind Event to Changing Health
¥ Get Owning Player Pawn »

» \
. L 4 D
Object Cast Failed D
Target | self ‘ Return Value Target
& As BP Player

£ Event Construct

Event

© HealthChanging
Jf Set Percent

el i )
»

Target

Percentage

P ——————
‘ Progress Bar 53 ‘

® InPercent

Pucynox 3.24 — Peanizartist mpuB’si3ku 3710poB’st 1o HealthBar

4> Event BeginPlay
»

+ Cast To PlayerController

Lhs J » 7
Return Value Object ast Failed (>

Controller

J Get Controller

—_—
: [B Create Health Bar Widget
» » T
\ .

Class Return Value

Owning Player

Pucynox 3.25 — Jlorika npuB’s3ku HealthBar no 6mynpunra repos

Pucynok 3.26 — I'epoii 3 mOBHUM 3710pOB’SIM
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ol TR, g Wy NN
Pucynok 3.27 — I'epoii oTpuMaB mKOAY

[IpoBiBIIM TE€CTyBaHHS MU NEPEKOHAINUCHh B TOMY IO 1HAUKATOP 3H0POB’S
MpaIlOe TaK K OyJI0 38 yMaHoO:

—  37I0pOB’s BII0OOpak)aeThCs MPABUIBHO;

— BTpara 3710poB’sl IHPOPMYETHCS 0JIpasy XK;

—  MIiCJIsl pecriaBHy NEPCOHaXKa 1HIUKATOP OHOBJIIOETHCS YUHHUM 00pa3oM.
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BUCHOBKHA

Pospobka 2D mmardopmepa na pymii Unreal Engine 5 € pesympraTom
KOMIUIEKCHOI poOOTH, IO BKJIOYaIa KUIbKa KIHOYOBUX eramiB. Croepury OyIo
MPOBEICHO aHali3 icHyrouux nonyisapHux RPG irop, mo A03BONMIO BHIUTUTH
OCHOBHI €TIEMEHTH, SIKi pOOJISATH ITPU BOTO KaHPY YCHIIIHUMHU Ta MPUBAOTUBUMHU
quist rpaBuiB. Lleit aHami3 craB QpyHIaMEHTOM Jis PO3POOKH BIIACHOTO IPOEKTY,
OCKIJTbKA BIH JOMOMIT YHHKHYTH PO3IMOBCIOJDKEHUX IMOMHJIOK Ta BHU3HAYUTH
HalKpalll IPaKTUKU y CTBOPEHH1 3aXOITIOI0YUX ITPOBUX CBITIB.

VY xo/11 poOOTH Ha/T TPOSKTOM OYJI0 JOCITIHKEHO MOMKIMBOCTI Ta 0COOJIMBOCTI
Unreal Engine 5. OCHOBHOIO YaCTHHOIO NMPOEKTY cTaja oe3nocepeans po3podka 2D
mwiatdopmepa. byno cTBopeHo irpoBoro nepcoHaxka 3 BHUKOpHUCTaHHsIM Blueprint
Class Ha ocnHoBi Paper Character, HajmamToBaHO HOTO aHIMAIlil0 Ta peali30BaHO
JIOTIKY pyXy. BripoBajykeHHsI MEXaHIKH CTPUOKIB Ta B3a€MO/I1 3 OTOUEHHSAM J0]1aJ10
JTUHAMIKH Ta PeaJiCTUYHOCTI JI0 TEUMILICIO.

OcoOmmBa yBara Oyna mpujlieHa po3poOill BOPOTiB, JJISI  4YOTO
BUKOpUCTOBYBaBcs riarin  PaperZD. PeamizoBaHo 1iXHIO TIOBEIIHKY Ta
NaTPYJIIOBaHHS NUISHOK MarM, a TaKOX B3a€EMOJII0 3 TOJIOBHUM TepoeM. Jlorika
pyXy BOpOTiB, siKa nependayana ixXHe MaTpydrOBaHHs, Oyia peani3oBaHa 3a
nornomororo Blueprint, 1o go1an0 rmuOuHN Ta IHTEPAKTUBHOCTI JI0 TPH.

Ha 3aBepmanbHOoMy eTami Oyjia BIPOBaPKEHA MeXaHIKa B3a€EMOJIT Mixk
TOJIOBHUM I'epo€eM Ta Boporamu. [1pu 3iTKHEHHI 3 BOPOTOM Iepoi OTPUMYBAB IIIKOTY
Ta BIJKUJABCS y TPOTWICKHUN OiK, ajle W caM repol MIr HAaHECTH aTaky, IO
M1JIBUIIYBAJIO PEaiCTUYHICTh IMPOBOTr0 MPOILIECY Ta J0AaBajio oMy IMHAMIKHU. Y Cl
acmeKkTu Tpu OynH peTeNbHO MPOTECTOBaHI Ta HAJAIITOBaHI i 3a0e3MedYeHHS
CTabUIbHOI POOOTH Ta AKICHOTO TeHUMILICIO.

Bapro 3a3HauMTH 110 1Ié HE rOTOBa Ha CTO BIJCOTKIB Ipa, a JIMIIE
peanizaiisi JEKOTPUX MOXIUMBOCTEM 1pOoro pymis. Y wmailOytHeomy Oyne

peanizoBaHO ©Oarato HOBHMX (YHKIIIM, TakuxX SK TIEpexXoAd Ha HOBI PIiBHI,
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PI3HOMAaHITHICTh BOPOTiB Ta iX MITYYHOTO 1HTEIEKTY, HOBI B3a€EMO/II 3 OTOUYIOUUM
CepeoBHUIIEM Ta 6araTo 1HIIIOTO.

[Ipoext miaTBepaAMB AoLUIBHICTG BuKopucTaHHa Unreal Engine 5 mis
po3pobku 2D irop, NOPOAEMOHCTPYBABIIM HOTO IMHMPOKI MOMJIMBOCTI Ta
e(eKTUBHICTh. BUKOpHCTAHHS CydYacHUX TEXHOJIOT1M Ta IHCTPYMEHTIB JIO3BOJIUJIO
peaiizyBaTH BCl TOCTaBJICHI 3aBIaHHS Ta JOCATTH BUCOKOTO PIBHS SKOCTI IIPOCKTY.
HabyTi 3HaHHS Ta TOCB1A CTAaHYTh MIITHOIO OCHOBOIO JUIsI TOJAIbIIO0I poOOTH y cdepi
PO3pPOOKHU Irop Ta CTBOPEHHS HOBHUX, ITI€ OUIBII CKIaJHUX Ta IIIKaBUX MPOECKTIB.

VYcnimHa peanizaiis BCIX €TalliB MPOEKTY 3aCBIAYMIIA, 110 HAaBITh CKJIAIHI
3a/1a4l MOXHA BUPIIIMTHU 3a JIOMOMOTOI0 MPABWIHHOTO MiJAXOAY Ta HAMOJIETIUBOI
nparli. L{ei mpoekT cTaB 3HAUHUM KPOKOM BIIEPE] Y PO3BUTKY HABUUOK PO3POOKHU
Irop Ta BIAKPUB HOBI NEPCIEKTUBU JUIsl CTBOPEHHS SIKICHUX Ta 3aXOIUIIOIOYMX

ITPOBUX MPOIYKTIB.
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JOJATOK A

baynpunt Update Animations reposi

F Set Flipbook

F Set Fipbook

JF Get VelocTty

get [gelf |

F Set Flipbook

Pucynok A.1
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JTOJATOK B

Cnmcok KOMIIOHEHTIB, 110 3auexarh Bix Event BeginPlay y 6.tynpunTi repost

7 Add Mapp

yerController

Pucynok b.2
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JIOJIATOK B

BaynpuHT cTpudKy repos

¢ EnhancedinputAction IA_Jump f Jump

Triggered [

/ .
Started P

Target | self ‘

Completed |p

Action Value

f Stop Jumping

Pucynok B.1
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JTIOJIATOK T

BaynpuHT nmoBopory repos

rotatelcharacter;

< EnhancedInputActic

»
\ f Set Cantrol Rotation
» >

Pucynok I'.1



TakeDamage:

JTOJATOK ]

BaynpuHT oTpUMAHHS KO repoeEM

Pucynox /1.1
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JIOJIATOK E

BaynpuHT peanizanii ataku reposi

© EnhancedinputAction k (EBanch

Add pin ®

Pucynok E.1

n Enabled

F Delay

Pucynok E.2



DamageApply;

<> On Component Begin Overlaj

JIOJIATOK K

BaynpuHT HAaHeCeHHsI HIKOAU FepoeEM

L Branch +# Cast To Hound
» Tue B =— B

Object

Pucynox XK.1
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JTOJIATOK U

BaynpuHT pecnaBHy repos

Bespawn

Is Dead

Pucynok N.1

[ Call Changing Health =

f SetActive
A — / »
. | 2 Target | self |

Target Health Percentage

New Active
Add pin ®

Reset
Health

Max Health

Pucynok 1.2



57
JTOJATOK K

BaynpuHT OTpUMAHHS IIKOAH BOPOIrOM

Addpin @

Pucynox K.1

= f Print String
SET —
____________._-———— » P e L Branch
True |

Health

Health

A[Hound Health:| ~ Retu

B Add pin @

Jf_Truncate

Health

Add pin @

Pucynok K.2
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JIOJIATOK JI

JonomixkHi gyHKuii y O1ynpuHTi BOopora

&> Event BeginPlay b+ Cast To BP_Player SET

> » ===

Object Cast Failed [

BP Player

As BP Player

f T Get Player Character

O Player Index |I| Return Value

& Event Tick & Follow

—
»
Delta Seconds
Target [self |

Pucynok JI.1



ApplyDamage

& On Component Begin Overlap (BoxHit)

JTIOJIATOK M

BaynpuHT HaHeCeHHsI KON BOPOrOM

F Get World Location

Target

F Apply Damage

Pucynok M.1
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JIOJIATOK H

BaynpuHT naTpyJoBaHHs BOpOra

Pucynok H.1

Pucynok H.2
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Hexaapanis
aKka/ieMi4Hoi 100poYeCHOCTi

3m00yBaya crynensi Bumoi ocsitu 3HY

A,

cTyneHT 4 Kypcy, JIEHHO1 dbopMH HaBUYaHHS, MaTEMaTUYHOTO

(dakynabTeTy, creuiaibHOCTI 122 KOMIT'IOT€pHI HayKU ,

azpeca eJCKTPOHHOT MOIITH , — TIATBEPIKYIO, 10

HalMcaHa  MHOIO  KBamidikaimiiiHa  pobora  OakanaBpa  Ha  TeMy

« » BIJIIIOBIJIA€ BHMOT'aM

aKaJeMiyHO1 JOOPOUYECHOCTI Ta HE MICTUTh MOPYIIECHb, 110 BU3HAYEHI y CT. 42
3akony Ykpaiau «IIpo ocBiTy», 31 3MICTOM SKUX 03HAMOMJICHHI/03HAMOMIICHA,

— 3a4BJISII0, IO HaJaHa MHOIO I TEPEBIPKU EINEeKTPOHHA Bepcid poOOTH €
1IEHTUYHOIO 11 IPYKOBaHI Bepcii,

— 3rOJICH/3rOJHa Ha TMEpeBIpKYy MO€i poOOTH Ha BIANOBIIHICTH KPUTEPIIM
aKaJgeMiuyHO1 JOOPOYECHOCTI Yy OyAb-SIKHU CIOCIO, Y TOMY YHCI1 3a JIOMOMOTOIO
IHTEPHET-CUCTEMH, a TaKOXX Ha apXiByBaHHS MO€i poOOTH B 0asi JgaHUX IU€l

CHCTCMU.

Crynenr

(mara) (migmc) (mpi3BuIe, iHiIiaIN)

HaykoBuii kepiBHHK

(nata) (Tigmc) (mpi3Bue, iHiIiamM)
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