MinicTepcTBo OCBiTH i HAyKn YKpaiHu
HanionajsHuii TexHivuHuil yHiBepcuTeT
«/lHinpoBchKa moJiTexHika»

[HCTHTVT eleKTpoeHepTeTHKH
(iHCTHTYT)

QakyIpTeT iHOOPMAIIITHAX TEXHOIOTIH

(paxymsTeT)

Kadenpa _ TndopmariiiHUX TeXHOIOTIH Ta KOMIT'FOTEPHOI IHXeHepli
(moBHA Ha3Ba)

HHOACHIOBAJIBHA 3AIINCKA

kBaJgifikaniiina podora crynens _6akajaaBpa
(DaxamaBpa, cremianicTa, Maricrpa)

3moboyBava Ceprixa fpocnasa Bitamiiiouua
(I1IB)
aKa/JieMi4HOI rpynu 126-21-1
(mmdp)
crnemiaJbHOCTI 126 «ladopmaniiigi cHcTeMH Ta TEXHOIOTI»
(koJT 1 HAa3Ba CIEINanbHOCTI)
32 OCBITHBO-TpogeciiiHOI0 IporpamMo «IHdopmaItiiiHi cHCTEMH Ta TeXHOIOITi»

(odhimiiiHa Ha3Ba)
Ha TeMy «P03po0Ka irpoBOT0 3aCTOCYHKY 3 BHKOPHCTAHHAM IITYIHOTO IHTEICKTY Ha ITPOBOMY
pyrri Unreal Engine 4»

(Ha3Ba 3a HaKa30M peKTopa)

. . L Omninka 3a mkanor .
Kepisauk IIpisenme, iHimiaan - - -~ Hignuc
peliTHHIoBoOI0 | iHCTHTYIiiiHOIO
kBamidikamitHoL
I mo1r. Coxomona H. O.
pobotn
PO3ILTIB:
‘ Penensent ‘ mo1r. Kimimenxko A.B. ‘ ‘

‘ HopmoxonTpoaep ‘ npod.Koporerko I'.M. ‘ ‘ ‘

Jninpo
2025



3ATBEP/I’KEHO:
3aBiIyBad Kadeapu

1H(pOpMaIITHIX TEXHOJIOT LI

Ta KOMII IOTEPHOI 1HKEHepli
(moBHa Ha3Ba)

T'marvmenko B.B

(mizmmc) (mpi3BHIIE)
«__» 2025 poky
3AB/ITAHHA
Ha KBaJijikaniiiny podory
CTyHeHs dakanaBpa

(bakamaBpa, criemiamicTa, MaricTpa)

3nodyBauy __ Ceprix f.B. akaJaeMiYHOI TPy 126-21-1
(TIpi3BHIIE Ta IHIMiAI) (tmmdbp)
CHeIiaILHOCTI 126 «ladopmarniiigi cHCTEMH Ta TEXHOIOTI»

3a ocBiTHBO-Mpogeciiinolo mporpamMoo _«lHdopMariitHi CHCTEMH Ta TEXHOIOTI»

Ha TeMy «P03po0Ka irpoBOTO 3aCTOCYHKY 3 BUKOPHCTAHHAM IITYIHOTO IHTEICKTY Ha IFPOBOMY
pyrni Unreal Engine 4»

3aTBep/keHy HakazoM pekropa HTVY «JlainpoBcrka momitexnika» Big 05.05.2025 Ne 336-¢

Poznin 3micT Tepmin BHKOHAHHS
Postin 1 JlocmipKeHHS TIpe/IMeTHOI 00TacTi Ta TOCTAHOBKA 3a/1aql 03.02.2025 —
& PO3pOOKH IrPOBOT'O J10JIATKY 30.04.2025
) .. 03.02.2025 —
Pozmin 2 ITpoexTHI pimerHs 03.06.2025
3aBaanHs BHIAHO Coxomnosa H. O.
(Tmiamic KepiBHHKA) (mpi3BHINe, 1HIITIAN)
JlaTa Buaa4i 03.02.2025

JlaTa mojlaHHA /10 eK3aMeHaniiiHol KoMmicii

Ipuiiasito 10 BHAKOHAHHS
(e cTyIeHTa) (ipi3BHINE, IHIMIATH)



PE®EPAT

ITosicHroBanbHA 3amucka: 97 c., 82 puc., 12 tabdmn., 7 nogatkis, 14 mxepen.
I'POBUI PVIIIN, POJILOBA I'PA, BLUEPRINTS, UNREAL ENGINE,
JRPG, INITYYHUI IHTEJEKT, IHTEPAKTUBHICTG.

006’ckm keanigpikayiiinoi pooomu: JRPG-rpa 3 ejleMeHTaMH IITY4YHOTO
IHTEIeKTY.

Ilpeomem keanihikayiiinoi po6omu: MeToJU peaizalli IMOBEIHKH
nepcoHaxiB Ha ocHoBi 1111 B Unreal Engine.

Mema pobomu: CTBOpeHHs IrpoBOro 3acTocyHky xkaHpy JRPG 3
iHTerparieto I g MoientoBaHHS MMOBEIHKU TTIEPCOHAKIB.

Y BCTyIII BU3HAUEHO aKTYyallbHICTh PO3pOOKH iHTepaKTUBHHUX irop i3 I,
c(hopMyJIbOBAHO METY, 3aB/IaHHs, 00’ €KT 1 IpeIMET PO3POOKH.

Y mepmioMy po3aiti po3risiHYyTO po3BUTOK JRPG-kaHpy Ta irpoBux
pyuiiB, npoaHaiizoBaHo apxitektypy Unreal Engine 1 BHKopHUCTaHHS
Blueprints mi1st peamizaiiii irpoBoi JIOTIKH.

VY apyroMy po3jijii HaBe/IeHa IIPOEKTHA CKIIaJoBa MpoeKTy: joriky NPC,
ooitoBy cucremy, Illl-anroputmu Ta moOyaoBY iHTepdelcy 3 ypaxyBaHHSIM
IHTEpaKTUBHOCTI.

Y BHCHOBKax Yy3arajibHEHO pe3yJbTaTH, MOJaHO MPOIO3ULIi 00
PO3BHUTKY CHCTEMH Ta PO3NIMPEHHS MOBE/[IHKOBHUX CII€HAPIiB.

[TpakTuyHe 3HAYCHHSA: poOOTa CTBOPIOE OCHOBY JUIS IrOp 13 THYYKOIO
MOBEAIHKOIO TEepPCOHaXIB, IO TIJIBUIYE 3aHYpeHHS KOpHUCTyBaua. PimieHHs
HpHUAaTHE IS CIOXKETHO-0pieHTOBaHNX RPG-1Ipo€eKTiB.

Po3pobrnene mporpamne 3abe3nedeHHS] MoKe OyTH 3alpoBaPKEHO Y

KOMEPIIIiHI POEKTH, OPIEHTOBAHI Ha CIOMKETHO-OPIEHTOBAaH1 POJILOBI ITPH.



ABSTRACT

Explanatory note: 97 pages, 82 figures, 12 tables, 7 appendices, 14 sources.

GAME ENGINE, ROLE-PLAYING GAME, BLUEPRINTS, UNREAL
ENGINE, JRPG, ARTIFICIAL INTELLIGENCE, INTERACTIVITY.

The object of the qualification work: a JRPG game with elements of
artificial intelligence.

The subject of the work: the methods of implementing character behavior
based on Al in Unreal Engine.

The goal of the work: to create a JRPG-style game application with
integrated Al to simulate character behavior.

The introduction outlines the relevance of developing interactive games with
Al, defines the goal, objectives, object, and subject of the work.

The first chapter examines the development of the JRPG genre and game
engines, analyzes the architecture of Unreal Engine, and explores the use of
Blueprints for game logic implementation.

The second chapter presents the project component: NPC behavior logic,
combat system, Al algorithms, and the creation of a user interface with
interactivity in mind.

The conclusion summarizes the results and provides suggestions for system

development and behavioral scenario expansion.

Practical significance: the work lays the foundation for games with flexible
character behavior, enhancing user immersion. The solution is suitable for story-
driven RPG projects.

The developed software can be implemented in commercial projects focused
on narrative-based role-playing games.
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IEPEJIIK YMOBHHUX ITO3HAYEHDb

2D — nBoBuMipHa rpagika

3D — tpuBuMipHa rpadika

Al — Artificial Intelligence

JRPG (Japanese Role-Playing Game) — simoHCBKa poIkOBa rpa
BLUEPRINT (BP) — BizyanbHa cuctema nporpamyBanis B Unreal Engine
NPC (Non-Playable Character) — HeirpoBuii nepcoHax

UNREAL ENGINE — irpoBwii pymriit

WIDGET (WBP) — enemenT inTepdeticy kopuctyBaua B Unreal Engine



BCTYII

Po3pobxka Bijieoirop moyvanacs 3 IpOCTHX apKaJHUX aBToMaTiB O113bk0 1970-
X POKiB 1 CTPIMKO pO3BHBaJIacs pa3oM 13 TEXHOJIOTTYHHUM IIPOrPEcOM KOMII IOTEPHOI
1HIycTpii. SIKIIO crodyaTKy irpu OyJiau JIOBOJII MPUMITHBHHUMHU — SIK y TpadidHOMY
odopMIICHHI, TaK 1 B CKJIQJHOCTI FeéMMIUICIO, — TO ByKe /10 modarky XXI cromTrs
BOHHM €BOJIIOIIIOHYBAIIM Y CKJIAJHI IHTEPAaKTHUBHI CepeOoBHINA 3 0araTopiBHEBUMH
CIOJKCTaMH, pCaJiCTHYHOI  (PI3MKOI0, BHCOKOSKICHOIO — Bi3yalli3alli€clo Ta
PO3BHHEHOIO CHCTEMOKO IITYYHOTO IHTEJICKTY. Y OUIBIIOCTI Cy4dacHHUX 1rop
mrydyauil iHTenekt (I1II) BukoHye Haa3BUYalHO BajKIMBY poJib: BiH 3abe3mnedye
MPUPOHY MOBEIIHKY HelrpoBHUX mepcoHaxiB (NPC), cTBOproe BIAUYTTS JKHBOTO,
JUHAMIYHOTO CBITY Ta pOOUTH Ipy OLIbIII 3aXOILUIMBOIO i BapiaTHBHOIO.

IrpoBi Ipo€eKTH IPHUBAOIIOIOTE CYCIIIBCTBO MEPEAYCIM CBOIMH YHIKATbHUMH
CIOJKETaMH, 1IHTEPAaKTUBHICTIO, MEXaHIKOI0O BUOOPY Ta MOIKJIMBICTIO IMPUMIPSITH Ha
ceOe pi3Hi poJli B iIrpoBoMYy BcecBiTi. OJIHUM 13 TaKUX IOIYJISIpHUX KaHPiB € JRPG
(Japanese Role-Playing Game), 1o BHpI3HSIEThCS TIHOOKOI  OIOBIJIIO,
IIOKPOKOBOIO 0OO€BOI0 CHCTEMOIO, IOCTYIIOBUM PO3BUTKOM IIEPCOHAXKIB Yepe3
CHCTEMY PpIBHIB, HaBHYOK 1 3/I0HOCTEH, a TaKoK SCKpaBUM 1 BIII3HaBaHUM
Bi3yallbHUM cTuieM. JKaHp SITIOHCHKOI POIIbOBOI TPH BJIalio TOEJIHYE €IeMEHTH
JTOCIIDKeHHS CBITY, CTpaTeridyHOTO IUTaHYBaHHS OOIB Ta eMOIlifHO 3a0apBIIEHHX
CIOJKCTHMX JIHIM, 1110 3a0e311euye BUCOKHI piBEHb 3aHYPEHHS 1 IIPUBa0IIIOE IIUPOKY
ayAUTOPIIO TPaBIIIB.

[IIBuake 3pocTaHHS 1HIYCTPili BIACOITOpP CTAI0 MOJKIMBUM  3aBJISKH
NOE/IHAHHIO PO3BUTKY OOYHMCIIIOBAJILHUX MOTYKHOCTEH anapaTHOro 3abe3nedeHHs
Ta yJIOCKOHAJIEHHSI METO/IIB MporpaMyBaHHs. CydacHi irpoBi pymiii, Taki sk Unreal
Engine, HajaioTh po3poOHUKAM IOTYKHHUH IHCTPYMCHTapiil JUIsi CTBOPEHHS SIK
doTopeanicTuaHOI rpadiku, TaK 1 CKIaJHUX JOTIYHUX CHCTEM — 30KpeMa, IITYIHOT O
IHTEJICKTY, 110 BKJIIOYA€ IIOBCJIHKOBI JiepeBa, CEHCOPHI MOMIYJ, aHali3
HaBKOJIMIIHLOTO cepeoBuiia Ta peakiito NPC Ha nii rpaBus B pesKUMi peajibHOTO

Jacy.



PO3/ILI 1. JOCJIXKEHHS ITPEJJMETHOI OBJIACTI TA
MOCTAHOBKA 3AJIAUI PO3POBKHU ITPOBOI'O TOJATKY

1.1 AHaJi3 iICHYIOYHX iII'POBHX 32CTOCYHKIB 3 BHKOPHCTAHHAM IITYYHOIO

IHTeJIeKTY

Ineonoris sxkanpy JRPG (Japanese Role-Playing Game) Gepe cBiit mouatok 3
1980-x pokiB, KOJM SATIOHCHKI PO3POOHHKH IT0YalM TBOPHUTH BIIacHE OaueHHS
POJILOBUX IrOp, HATXHEHHMX 3aX1IHUMH IpoekTaMu Ha Kirrtaiat Ultima ta Wizardry.
OpHi€ero 3 epIIMX MOMITHUX irop y skaapi JRPG crama Dragon Quest, BumyiieHa y
1986 pomni komnaniero Enix (puc. 1.1). Ii moeananns nokpokoBux 00iB, CI0KETHOI
TTTHOMHH Ta XapaKTepHOTO Bi3yalbHOTO CTUIIIO 3aKIIAI0 MIATPYHTS JIUIS TOJAIBIIIOTO
po3BuUTKY xaupy. Ilizuime, y 1987 pori, 3'aBritacs nepiua rpa cepii Final Fantasy
Bl Square, sika 3 9YacoM cTaja IJ00albHUM SIBUIEM Ta 3HAYHO BIUIMHYJA Ha

nonysipHicTh JRPG 1o BcboMy CBITI.

Pucynok 1.1 —I'pa Dragon Quest, ctBopeHa B 1986 poxki
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Ha Bigminy Bij 3axigaux RPG, sKi yacTo akleHTYIOTh YBary Ha BIIKPHUTHX
cBiTax Ta BUOOpl rpaBus, JRPG 31e0UIbIIOr0 30Cepe/KYIOThCS Ha 3a3/1aJIerilb
MIPOMMCAHOMY CIIeHapii, TTHOOKHX B3a€MO3B’3KaX MiXk IepcoHakaMH, TOKPOKOBIi
a00 riopuHii 00HOBIM cHCTEMI Ta eMOLIHIN 3aimydeHocTi rpaBud. Li irpu yacro
TOCHIKYIOTh TEMH JpYyKOH, O0pOTHOH 31 37I0M, OCOOHUCTOTO 3POCTaHHS, 1 MAaOTh
SICKpaBUil XYJI0KHINA CTHIIb.

Y 2024 pori xaHp SIMOHCBKUX poliboBUX irop (JRPG) mpojpemMoHCTpyBaB
CYTTEBE 30UILIICHHS MOMYJBSIPHOCTI Ha CBITOBOMY PHUHKY. OJIHHM 13 KJIIOYOBHX
YUHHHUKIB [IbOT'O 3pOCTaHHS CTajla M0SBa PEMCHKIB KIIaCUIHUX 1T0P, SIKI ITOEAHYIOTh
HOCTAIIBTil0 3 CY4acHHMH TeXHoJoTissMH. 3okpema, rpa Persona 3 Reload,
BUIIyIlIeHa 2 jrotoro 2024 poky, crajia rporo, 110 HallIBUIIE IIpogaiacs B ICTOpIi
KowmmaHii Atlus, TOCATHYBIIIM MO3HAUKHA B 1 MUIBHOH MpOJIaHUX KO BCHOTO 3a
TIKJICHD . 1lell ycemix migkpecitoe BiIpopKeHHs iHTepecy 1o xkaHpy JRPG cepen
rpaBIliB yCchoro cBiTy [1].

Bapto BimzHauutu, mo cepis Persona, sika mouanacs 3 rpu Revelations:
Persona y 1996 pomi (puc. 1.2), mocTymoBo 3/100yjia MiXHapoJlHE BH3HAHHI.
Oco0mMBoO1 momyJIIpHOCTI BoHAa Halyia micis Buxojy Persona 5, mio crpusiio
3pOCTaHHIO MMPO/IaKiB HACTYITHHUX 1rop cepii. 3araiom, ctaHoM Ha KiHelb 2023 poky,

cepis Persona npopana monan 17,7 MulbiloHa KOIIiH 110 BCbOMY CBITY [2].

AT e
G S LU

—.-— ”~
L =iraAID

Pucynok 1.2 — I'pa Revelations: Persona, crBopena B 1996 pori
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i mani cBiguaTh Mpo cTabLIBLHUN 1HTEpec 70 kaHpy JRPG, 30kpema 10 irop,
110 IPONOHYIOTH INIMOOKHH CIOXKET, CTpaTeTrTYHUI IreMILICH Ta eMOIIMHO HAaCHYCHI
icTopii. 3pocTarodya MONYISPHICTE JKaHPY TaKOX BigoOpakae TEHJEHINI0 10
BIIPO/DKCHHSI KJIACHMYHUX IMOp 3 OHOBJCHOIO TIpadikol Ta MEXaHIKOM, IIIo
MIpHUBaOIIOE SIK HOBUX TPaBIliB, TaK 1 JaBHIX IIaHYBaJIbHHKIB KaHPY.

3 PO3BUTKOM TEXHOJIOT'1H Ta IrpoBHX pyuIiiB, ocobyauBo micis 2010-x pokis,
JRPG mowanm akTHBHO 3allpoOBaPKyBaTH €JIEMEHTH IITYYHOTO iHTelekTy. Al-
CHUCTEMHM CTaJIH BIJIIOBIIAJIbHUMH HE JIMIIE 32 0a30BY NOBEIHKY CYIPOTUBHHKIB, a
i1 3a aganTUBHICTL 000, MATPYJIIOBAaHHS, peakilli Ha il I'paBllsd, B3aEMOJIII0 3
OTOYEHHSM Ta HaBITh MPOIIelypHY TeHepallito ciieHapiiB. Lle migBuiye 3anypeHHs
I'paBLs Y CBIT I'PH Ta JI03BOJISIE CTBOPIOBATH THYUKIII i JMHAMIYHILIL T'eHMILICHHI
CHUTYAIIIi.

VY cywyacHux ponboBux irpax kaHpy JRPG Bce Ounblle yBarum HaJa€ThCs
SIKOCT1 TIOBEJIIHKH HelrpoBuX TepcoHaxkiB (NPC), 30kpemMa BOpPOXKHX, IO MalOTh
Oe3rocepe/iHiid BIUIMB Ha iIrpOBHUIl piBEHb CKJIAAHOCTI, IMHAMIKy 0010 Ta 3aHYypCeHHS
rpaBIs y cBIT TpH. BimoMi cepii irop , Taki sk Shin Megami Tensei Ta Persona,
CIIYT'YIOTh SICKpPaBUM IIPUKIAJ0M BUKOPHUCTAHHS aJalTHBHOTO IITYYHOI'O IHTEJICKTY,
SIKMI peaizye sIK MaTpyJIFOBaHHS MPOCTOPY, Tak 1 CKiIagHi 00HOB1 pillIeHHS.

Y rpi Persona 5 Bopoxi NPC mnarpynoTh KOpHUIOpH B mHajianax,
OpIEHTYIOYNCh Ha 3ip — KOJM TpaBellb NOTpaIUIsie B IIOJE 30py BOpora, TOH
po3nounHae nepeciiayBaHas 3a rpaBieM (puc. 1.3) [3]. [Ipu oMy peanizoBaHO
CUCTEMY IOICPE/DKCHHS: BOPOI Ma€ I1HJAMKATOp yBaru, IO 30UIbIIYEThCS IpU

1JTI03PIIHX JiSX TpaBIIfl.
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Pucynoxk 1.3 — Ilpuknan natpyaoBanHs Bopora y rpi Persona 5 Royal

Y Persona 4 Tta Persona 3 BOpOord MOBOASATBCS MEHUI CKIaJHO: BOHU
pyXalwThcsl 3a TEBHOIO TPAEKTOPi€l0 ab0 BHIIQJIKOBO IO ITPOBIM MiCII€BOCTI,
pearyiooud Ha IOSIBY I'paBlis Jiine B OGe3nocepenniit 6auspkocti (puc. 1.4) [4].
OjmHak HaBITH Taka IMPOCTa MOeNb 3a0e3rneuye 0a30BY JHUHAMIKY, JT03BOJISIOUN

rpaBleBl 0OUpaTH MOMEHT JIJIS HaIlay.

Dark Hour

- 4725 P-4

['Explore the floor J

Find a valuable treasure chest
1

Pucynok 1.4 — Ilpuknan narpysaroBaHHs Bopora y rpi Persona 3 Reload
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Y Shin Megami Tensei V: Vengeance 3Ha4HO IIOKpamieHO CHPHHHSITTS
HaBKOJIMIIHBOTO Cepe/loBUIla Boporamu. BoHHM 34aTHI pearyBaTH Ha 3BYKH,
CTBOpEHI T'paBIIeM ITi/] 9ac pyXy, cTpuOKiB ado arak (puc. 1.5) [5]. Kpim Toro, ixHs
IOBE/IIHKA aJalTyeTbCd JO CKJIAJHOCTI MICLEBOCTI — BOpPOTHM HE IIPOCTO
NaTPYJIIOITh TEPUTOPII0, & MOXKYTh 3MIHIOBATH MapHIpyT, 3BaXKarOUN Ha MO3HIIII0

rpaBls, a0 HaBITh OPraHi30BYBATH IepeCiIilyBaHHs 3 (DIAaHTOBUMH MaHCBPaMH.

Pucynoxk 1.5 — Ilpuknazn pearyBanHst Bopora Ha rpaBns y Shin Megami Tensei V:

Vengeance

1.2 AnaJi3 3aco6iB po3po0kHu irpoBux JojaTkiB Ha miaatdopmi Windows

Po3pobxka irpoBux 3acTocyHKIB Aj1s1 Windows BUMarae BUOOPY BiIIOBITHOTO
IrPOBOTO pylIis, IO BIUIMBA€ Ha MPOAYKTHBHICTb, SKICTh I'padikd, CKJIAIHICTb
PO3pOOKH JIOTIKH, MATPHUMKY IITYYHOTO 1HTEIEKTY, a TAKOXK 3pYIHICTh IHTETpallii 3
iHctpyMentamu UI/UX. Cepes po3poOHHKIB 1rop HalyacTillIe 3aCTOCOBYIOThCS TaKi
pymrii, sk Unreal Engine, Unity Ta Godot, ko>XHHI 3 IKMX Ma€ BIIAcHI MepeBaru Ta

00OMEKEHHS.
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Unity € oqHUM 3 HaUMOMIMPEHINUX PYIIIiB 3aBASKH CBOIM YHIBEpCaIBHOCTI
Ta MiATPHMII BEJIMKOI KilbKoOCTi m1aThopM. Moro rooBHEMHE IIepeBaraMy € mpocta
y BUKOPHUCTaHHI, CHCTeMa KOMIIOHYBaHHS 00’ €KTiB, BOy/loBaHa (pi3MKa Ta BETMKHI
MapKeTIUIeic 3 roToBUMH pimeHHssMH. Unity miarpumye moBy C#, 1110 poOUTH HIOPIT
BXOJTy HIKUMUM Jis1 HOBaukiB. IIpote Unity mocTymaeTses Bi3yaldbHIMl SKOCTI Ta
FHYYKOCTI I'padiyHOro PpeHJICPUHIY Y IOPIBHSHHI 3 PYIIISIMH BHILOIO Kiacy,

takuMu K Unreal Engine (puc. 1.6) [6].

B bkicwim HEE® @O
whaZr*e<<annn -

Pucynok 1.6 — Intepdeiic irpooro pyuiist Unity

Godot HaOyBae Bce OUIBIIOI MOIMYJISPHOCTI 3aB/SIKA BIIKPHUTOMY BHUXITHOMY
KOJTy, JIETKOCTI OCBOEHHS Ta aKTUBHIM cHUIBHOTI. Lle#t pymiiii ocoOIMBO 3pyIHUM
st 2D-rop, e BIH IIepeBaka€ KOHKYPCHIIIO Y IIBHUAKOCTI PO3POOKH Ta
onTuMizallii. OcHoBHa MoBa nporpaMmyBaHHs B Godot — GDScript. Bin monernrye
poboTy a1 THUX, XTO HE 3HAHOMUH 3 KIACHYHHUMH OO'€KTHO-OPIEHTOBAHUMH
MoBaMH. IIpoTe js cTBopeHHs ckiaagHux 3D-crieH abo cydacHoi rpadiku Godot
noku mo mnocrynaerbess Unreal Engine 1 Unity 3a (QyHKIIOHQJIBHICTIO Ta

Bi3yaJIbHUMH MOXJIHBOCTSIMH (puc. 1.7) [7].
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Pucynok 1.7 — Iatepdeiic irpoBoro pymiist Godot

Unreal Engine (UE) BHpI3HAETBCS 3-MIOMIK IHIIMX BHCOKHM pPiBHEM
dborTopeanizMy, IIATPUMKOI CydaCHHUX IpadiyHUX TEXHOJIOTiH, Takux fK
TpacyBaHHS IIPOMECHIB Y peajbHOMY 4aci, @ TaKOJK IHYUYKICTIO B pealli3allii JOI1KH
rpu (puc. 1.8) [8]. OcHOBHMMH IHCTpyMEHTaMH BTIJIEHHS JIOTIKH € moBa CH++ i
Bi3yajlbHa cucTteMa Blueprints, sika [q03BoJIsI€ CTBOPIOBAaTH B3aeMOIil0 0Oe3
HarmmcaHHsA koxay [9]. Unreal Engine TakoX Mae TMpOCYHYTY CHCTEMY peaii3allii
HITY4YHOrO 1HTeNeKTy Yyepe3 Behavior Tree, mo gae 3Mory cTBOpIOBAaTH a/IallTHBHY

noseninky NPC [10].

Pucynok 1.8 — IaTepdeiic irpoBoro pymrist Unreal Engine
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1.3 Orasix cepepoBuina po3pookn Unreal Engine

Bepyun 1o yBaru 3aBnanHs peanizyBaTi JRPG-rpy 3 eneMeHTaMu MITYYHOTO
IHTEJICKTY, BEJIMKOIO0 KUILKICTIO OOMOBOI JIOTIKHM Ta jJeTaJbHUM 3D-cepenoBulileM,
Unreal Engine 4 OyB oOpaHuii K HaWOIIBII BIAMOBIIHUM PYIIH IS JaHOTO
IIPOCKTY.

Unreal Engine 4 (UE4) — 1e cydJacHHWii ITpOBHH pyIIii, po3poOiieHHi
komnaHiero Epic Games, gkuii 3a0e3nedye HUICHUN LMK CTBOPEHHS Irop: BiJ
PO3pOOKH MPOTOTHUIIB JI0 peaiizailii cKiIagHux 3D-IpoeKTiB 13 BUCOKUM piBHEM
Bi3yami3zamii. 3aBJSKH CBOiM TMOTYKHOCTI Ta THyukocTi UE4 mmpoko
3aCTOCOBYETBCS SIK 1H]I1-PO3POOHMKAMH, TaK 1 BEJIMKUMH CTYIISIMH JIJI1 CTBOPCHHS
irop y xanpax FPS, RPG, cumynsSTOpiB Ta 1HIINX.

[Tepuium kpokom 0 podotu 3 Unreal Engine € BcTaHOBIICHHS pylis 4epe3
Epic Games Launcher, sxuil Hagae gocTym jo pi3HHX Bepciii Unreal Engine,
OOKyMeHTarii Ta mapketiuieiicy. [licisi BcTaHOBICHHSI pyIis KOPUCTYBad MOKE
CTBOPHUTH HOBHIl TTpOeKT, oOpaBmH mabiaoH (Hanpukiaj, Blank, Third Person, Top
Down) Tta OGaxkanuwii Tun nporpamyBaHHs — Blueprints, C++ abo xomOiHOBaHY

Mojienb. (puc. 1.9)

u
Project Settings

equivalent targe! platfarm Don't wony, you
1 the Target Hardware section of Project

location 101

s g promes 3 C—

Back Create Projeot

Pucynok 1.9 — HanamryBanus npoekty B Unreal Engine 4
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IIpu cTBOpeHHI TPOEKTY KOPUCTYBau TaKokK oOOHpae SKICTh Tpadiku
(manpukian, Maximum Quality a6o Scalable 3D) Ta iHmI HajlalITyBaHHS, IO
BIUIMBAIOTh Ha MPOJYKTHUBHICTH 1 BUTJISA MailOyTHBROI TpH. 3aBasgku 1bomy UE4
J03BOJISIE OJJpa3y IpalioBaTH y MIATOTOBICHOMY CepeloBUlll, ©0e3 mnoTpedu
HaJAIITOBYBATH PYIIii 3 CAMOTO TIOYATKY.

I'osoBue BikHO Unreal Engine 4 ckilajiacTbes 3 KUJIbKOX OCHOBHHMX IIaHEJICH,
sIK1 (POPMYIOTE OCHOBY po00doro mpoiiecy po3podHuka (puc. 1.10):

1) Viewport (BIKHO meperiisy) — LeHTpajabHa o0JlacTh, A BiJoOpa)kaeThes 1
penaryerbesi 3D-criena. TyT po3poOHMK MOXKE pO3MILLyBaTH 00'€KTH,
HaJIAaIITOBYBATH OCBITJIEHHS, KAMepH, a TAKOK TeCTyBaTH JIOTIKY TpH.

2) World Outliner — nepenik ycix 00'€KTiB, pO3MINICHUX Y IIOTOYHIM CIICHI.
KosxeH 00’exT MokHaA 00paTH, 3TpYITyBaTH, 91 IIIBHIKO 3HAWTH.

3) Details Panel — manens BiactuBocteil obpanoro o0’ekra. Jlo3Boisie
3MIHIOBaTH MOJIOKEHHS, PO3Mip, MaTepialu, KOIi3ii Ta 1HIII XapaKTepUCTHKH.

4) Content Browser — ¢aiijioBUii MEHEKEep pyllisd, 0 MICTHTh YCI PEeCypcH
npoekTy: 3D-Mo/ieni, TeKCTypH, 3BYKH, aHiMaIlii, Blueprint-u, kapTu To1o.

5) Toolbar — maHenb IHCTPYMEHTIB, 3 SIKOi 3A1licHIOEThCA 3amyck rpu (Play),

30ipka npoekTy (Build), kommimsiist Blueprints Ta iHII BaykJIuBi JIii.

) |8

=
WARTFRRS = save Al & Content » -

i [

Pucynok 1.10 — InTepdeiic cepenouma Unreal Engine 4
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Opniero 3 kKirouoBHX ocobmuBocTeil UE4 € cuctema Blueprints — BizyansHUIN
IHCTPYMEHT JIJ1s pO3pOOKH JIOTIKHU I'pH 03 HanucanHs koay (puc. 1.11). Kopucrysau
cTBoproe 00'exkTu THITY Event Graph, fe norika 30yjoBaHa 3 BY3IiB: TO/Iii, YMOBH,
HUKIM, A1 Tomno. Blueprints i1eaibHO MiAXOAATH JJISI MIBUIKOTO IIPOTOTUITYBaHHS,

a TaKoX JIJIs1 KoMaH I 0e3 T0cBiy mporpamyBaHHs Ha C++ [11].

-
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Pucynox 1.11 — BizyaibHe nporpamyBanss 3a jJjoriomororo Blueprints B Unreal

Engine 4

UE4 no3Borisie cTBOpIOBATH CKiagH1 ciieHH 3aasku Level Editor — moayiro,
110 BKJIIOYAE IHCTPYMEHTH JUISl PO3MILICHHS FeOMEeTpii, JJaHAmadTiB, OCBITJICHHS Ta
30H TpurepiB. PiBeHb (Level) € 6a30Bor0 oiuHMIEIO irpoBOro cBiTy. OKpiM TOTO,
UE4 niaTtpumye GaraTopiBHEBY OpraHizallito clieH (HalpuKiIaa, piBHI i O0HOBUX
apeH, 1HTep'epiB, KaT-CIIeH TOIIIO).

Jnsa peamizanii I pymiii mae BOynoBany cucremy Behavior Tree ta
Blackboard (pumc. 1.12), ska 103BOJSIE CTBOPIOBATH IOBEAIHKOBI JiepeBa A
BOpPOXKHX TiepcoHaxiB. Ile ocobmuBo axTyanmsHO st irop kaHpy JRPG, ne

CYIPOTHUBHUKH OBUHHI IPUHMaTH PIIICHHS B 3aJICKHOCTI BIJI CUTYaIlIi.
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Pucynok 1.12 — BizyanbHe nporpamyBanss 3a jjoromororo Behavior Tree B Unreal

Engine 4

1.4 BucHoBKH 10 nepinoro po3aiiay. IloctanoBKka 3aja4 po3pooKkn

OTxe, aHalli3 HasSBHUX ITPOBHX 3aCTOCYHKIB 3 BHUKOPUCTAHHSM IITYYHOTO
IHTEJICKTY II0Ka3aB, IO TaKa TEXHOJIOTiS aKTHUBHO BUKOPHCTOBYEThCA B Cy4acHIi
ITPOBIH 1HAYCTPIi 3 METOH 30UIBIIEHHS 3alllKaBJICHHsI TI'paBIliB, aJIallTUBHOCTI
IrpOBOIO MpoleCy Ta BTUICHHS CKIAMHININX cIeHapliB. BimoMi NpuKiIaau, Taki sSK
Shin Megami Tensei V: Vengeance, Persona 3, Persona 4 Ta Persona 5,
JEMOHCTPYIOTh pPIBEHBb peali3aiii MTYYHOrO IHTENEeKTY Yy BHUIJIS/I TOBEIIHKH
CYHPOTHBHHUKIB, ajanTalii cleHaplio J0 Al rpaBls Ta JIMHAMIYHHX CHCTEM
yXBaJICHHS pillIeHb.

VY mportieci aHajizy Takok o061pyHToBaHo BuOip pyuis Unreal Engine 4, axuii
HaJ/la€ MIHUPOKI MOXKIHUBOCTI st po3poOku JRPG-3acTOoCyHKY 13 BHKOPHCTaHHSIM
IIOBC/IIHKOBUX JIEpeB, Bi3yallbHOro mnporpamyBanHs (Blueprints), mortyxuoi 3D-
rpadikn Ta mATpUMKHA Al-komrioHeHTiB. IIpoBefeHHI OIS pyIIis J03BOJINUB
BU3HAYHUTH HOTO CHIIbHI OOKH Ta IHTETpyBaTH iX Yy MPOIEC MIaHYBaHHS apXiTeKTypH

IPH.
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MerToro maHoi kBamidikaiiifHoi poOOTH € po3poOKa ITPOBOTO 3aCTOCYHKY B

xaHpl JRPG 3 eneMeHTamMu IITYYHOTO iHTEIEKTY Ha ocHOBI pyiis Unreal Engine 4.

I'omoBHUM 3aBAaHHSM € BTUICHHS CIIEHApIIO TPH, JIe MEPCOHaXi B3aEMOJIIOTH i3

HaBKOJIUIIHIM CCPpCOOBHIIICM Ta BOpOTIaMH 3 YpaXyBaHHAM ,[[I/IHaMi‘-IHO'I. HOBe,Z[iHKH,

j11{0] 3&663HC‘IY€TLC$I 3a JOIIOMOT 01O Al-cucrem.

JIns nocsirHeHHs MOCTaBJICHOI MeTH B KBallidiKaliiiHii poOoTi HEOOX1IHO

BHUPINTUTH TaKi 3aBAaHHS:

1)

2)

3)

4)

3)

6)

7)

3MIMCHUTH aHaIi3 ICHYIOYHX ITPOBHUX IIPOEKTIB, Yy SIKMX peajizoBaHo Al-
CUCTEMHU, 3 METOIO BUSIBJICHHS aKTyaJIbHUX MIJXO/(IB Ta TEXHOJOT1i;
OoOTpYHTYBaTH BHOIp IrPOBOTO PYIIIisi, MOB IIPOTpaMyBaHHS Ta IHCTPYMEHTIB,
sIKI OylyTh BUKOPUCTAHI 1] 4ac peajiizalii MPOoEKTY;

pO3pOOHUTH KOHIIEMINI0 TPH Ta BHU3HAUUTH apXiTEeKTypy MalOyTHBOTO
3aCTOCYHKY, 30KpeMa CTpyKTypy Al-moynis;

CTBOPHUTH Bi3yaJlbHe CEPEJOBUINE TPHU, ITPOBHX MEPCOHAXKIB Ta CIIEHApHI
o1,

peamizyBaTH KIIOUOBI (PYHKI[IOHAIBHI MOJIyJi, BKIIOYAIOUH IITYUYHHH
IHTEJICKT JUISI IIepCOHaXkiB, OOHOBY CHCTEMY Ta CHCTEMY 30epeiKeHHS
IpoOTpecy;

pOTECTYBaTH (PYHKIIOHAJIBHICTH IIPOBOIO 3aCTOCYHKY 3 METOIO IIEPEBIPKU
KOpeKTHOCTI poOoTm Al-koMIOHEeHTIB Ta 3a0e3ledeHHs 3arajabHOl
CTaOUTBHOCTI TPH;

OIIIHUTH €(EKTUBHICTh pEai30BAHOIO IPOIPAMHOIO PIlICHHS Ta HOro

BIJIITOBIJTHICTE TOYaTKOBUM BHMOTaM.
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PO3ALJI 2. MPOEKTHI PILIEHHA

2.1 Konuenuisi rpu

2.1.1 Kauposa cueundika

IIpencTaBnena rpa BIAHOCHUTHCS JI0 JKaHPY AMOHCHKUX posiboBUX irop (JRPG),
HOEAHYIOYM TaKTHYHI OWUTBM Ta IHTepaKTHBHE JociikeHHs cBity. JRPG
TpaJUIIHHO AaCOLIIETBCS 3 TJIMOOKHM CHOKETOM, PO3BUTKOM IIEPCOHAXKIB,
IIOKPOKOBUMU OOSIMH, @ TAKOXK Bi3yaJIbHUM CTHIICM.

I'onoBHa puca, sxa BiapizHiIe JRPG Bij 3aX1JHUX pOJIBOBUX ITOp - I1€ JiHIiTHA
ab0 HamiBJIIHIHHA CTPYKTYpa CIOKETY Ta CTpaTeriuHHil akleHT y OMTBaxX: rpaBellb
3MYIIeHHI peTeNbHO TUIAHYBATH Jil, yIPaBISATH KOMaH/I010, B/IaJi0 3aCTOCOBYBATH
IIOKPOKOBI 3/110HOCTI Ta IIPEAMETH.

VY 1aHoMy MPOEKTI I0AaTKOBO BIIPOBAKCHO CJIEMEHTH IITYYHOI'O IHTEJICKTY,
PO3IINPIOIOYN MEXi KaHpPY: MPOTHBHUKH MalOTh CKIIaJHy TOBEJIHKOBY IIOTIKY,
HEIrpoBl IEpCOHaXKl pearyroTh Ha Jiii rpaBls, a 0olioBa cucreMa pi3HOMaHITHA
TaKTUUYHHMH MTapaMH.

OxpeMy yBary 3ocepe/KeHO Ha CTBOpPEHHi aTMocdepH 3BHUYAiHOI KON
(puc. 2.1) Ta MOTOMOIYHOTO CBITY, IO KOHTPACTYE 3 pealbHICTIO, BUKIUKAIOUH
BLIYYTTS TPUBOIH, 3araJIkoBocTi Ta HeOesneKku. JleTajabHo olpalboBaHl IHTEp'epU
KJIaciB, KOPHJIOPIB Ta MIKIJIBHUX MPUMIMNIEHb JAOTIOMAaralTh TpaBIeBl IOPUHYTH Y
3HaiioMe, aje BOJIHOYAC TPUBOXKHE OTOYCHHS. besnocepennst B3aeMOIisl 3BUYHOTO
HIKUIBHOTO CEpe/IOBUIA Ta [apaHOPMAIbHUX EJIEMEHTIB, SIK-OT CIOTBOPEHI
MIPOCTOPH, JUBHI SBUINA Ta 3arPO3JMBI CTBOPIHHS, MOPOJIKYE MPUTAMAHHY KaHPY
Hallpyry, 3alliKaBJICHICTh 1 IICUXOJOIIYHE HaIlpy>KCHHsS, 110 IIOCTYIIOBO

IMOCHITHOETHCA 3 PO3BHTKOM CHOMKETY.
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Pucynok 2.1 — IrpoBa nokariiist Map School

2.1.2 HinboBa ayauropis

Po3pobiena rpa opieHTOBaHa Ha MJJITKIB Ta MOJIOJIb, BIKOM BiJi 15 g0 25
pokiB. Ile Ti, XTO Mae iHTepec /10 SMOHCHKOI KyJIbTYpH, aHIMe-€CTETHKH, a TaKOXK
POTBOBHX irop 3 eleMeHTaMH JOCHiKeHHS 1 TakTHKU. L[iTboBa ayauTopisi Bike
3Hailoma 3 irpamu cepiii Persona, Shin Megami Tensei abo mnojiOni. Bona mae
CXHUIIBHICTh JI0 CIOKE€THO HACHUYEHHX IMPHUTOJ, M0 BHUKOHAHI y CTUIII30BAHOMY
Bi3yallbHOMY O(OpMIIEHHI.

BpaxoByroun Te, Imo0 Tpa MICTUTh 3arajgkoBy aTMocdepy IIKOIH,
JTOCIIPKCHHS MOKMHYTHX KJIAaciB 1 MOTOHOIYHOTO MHUpPY, BOHA OyJie MpUBaOIMBOIO
JUISL TpaBIliB, SIKAUM T10/I00a€ThCS MICTHKA, 130JIbOBaHI MPOCTOPH, a TaKOX ITPH 3
BUPAXCHOIO aTMOC(eporo i MOCTYIOBUM PO3KPUTTIM CrOKeTy. OCOOIMBUI aKIICHT
Ha JIOCIIJPKeHHS JIOKaIliii Ta 001 3 BoporaMmu CIIpSMOBaHHI Ha TUX T'paBIliB, KOTpi
HIHYIOTb TAKTHYHY ITTHOMHY Ta BUKJIMK, @ HEC TUILKH Bi3yaJbHUH CTHUIb ab0 K caM

CIOKCT.

2.1.3 3araabHuil 3aJyM Ipa
I'pa po3pobaserses B sxkanpi JRPG 3 i3oMeTpUYHHM BHIAOM, IO CKIATA€EThCS

3 JIBOX KIIOYOBHX PEKHUMIB: JIOCHIDKEHHS MICIIEBOCTI Ta MOKPOKOBI OUTBHU. Jlisg
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pO3rOpTaeThcs B IIKOMI, SKa Ma€ TapalelbHUH BUMIp, CIIOTBOPEHUM
BIII3CPKAJICHHAM  pealibHOCTL. ['paBellb  KOHTPOJIIOE  TOJOBHOIO  Iepost
CTapIIOKIIaCHUKa-eK30piucTa (puc. 2.2), KOTpHIl pa3oM 3 JIpy3sIMH HaMaraeThCsl

3BUJILHUTH IIKOJIY BiJI 3JIMX CHIL

i

ks B wah . bl _dramice_siam —

TESIELE
)

Pucynok 2.2 — Idle animariisi roJloBHOTo repos

Merta rTpaBHsS — TIOCTYNIOBO JOCTIKYBaTH IIKONMY, YXHISIOUHCH a0o
BCTYIIalOYU B O1fl 3 BOPOKUMH ICTOTaMH, 110 OXOPOHSIOTH KOPHAOPH. Y MIpy
IIPOXO/KEHHS JIOKAI[li cTae BIJIOMO, IO JICsIKI KIMHATH 3aduHeHi. | g ix
BIIKPUTTS, IPaBLIO MOTPIOHO 3HAWTH BCl KIIIOYI Ta MPOCYBAaTHCH O T'OJOBHOIO
BOpOTa.

BaxummBy ¢yHKII0 BUKOHYEe armocdepa 3aHendaHoi mkoiaud (puc. 2.3),
HaIllOBHEHa JUBHUMH IITyMaMU, IIOHIBEUeHUMH MeOIsIMU, TEMHUMH KOPUOPaMHU Ta
KJIacaMH, SIKI OPOJKYIOTh THITIOUE Ta MOTOPOILIHE BIAUYTTS. EdeMeHTH JOBKLLIA
— Takl SIK MEpPEeXTJIMBE OCBITJIEHHS, CKPUII JIBEpPeH, BIITYK KPOKIB — 30UIBIIYIOTh
3aHYpPEHHS y CBIT, Jic HeOe3IleKa MOKE YaTyBaT! 3a KOKHUM IOBOpPOoTOM. ['0JjloBHA
MeTa TpaBlsl — 370JIaTH 0oca, KU BTUIIOE JPKEPEIo 3J1a B KOHKPETHOMY KpWJIl
mikoJd. [Ticis Horo mepeMor# JoKarlis 3BUTBHSAETHCS BiJl BIUIUBY MOTOHOIIYHUX CHII,
aTMocdepa cTae CBITIINION Ta 6e3MeYHO0, a KOMaH/a TOBEPTAEThCS Y 3BUUAHUI

CBIT.
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Pucynok 2.3 — IrpoBa noxkariiss Map SchoolCursed B Viewport

HMianoru 3 NPC mawTh 03HalOMIIIOBAJILHY Ta CIOKETHY (DYHKIIIIO: BOHHU
PO3'ICHIOIOTH OCHOBHI ITpOBI1 MEXaHIKH, K-OT B3aEMOJI1A 3 TIpeIMETaMH, Opl€HTAITis
B JIOKallli, a TaKoX pO3KpUBalOTh MOTHBH repoiB. Ilicns dinanbHOoi OWTBH

B1I0YBa€ThCS 3aBepIlIeHHS iCTOpii Ta BiI0OpakeHHS TUTPIB.

2.1.4 OcobauBocTi rpu

I'pa noemnye y cobi Tpamumiiini pucu JRPG 3 emeMeHTaMu IIPOCTOTH Ta
e(eKTHBHOCTI B peanizallii MTyJHOTO 1HTeNeKTy Ta iHTepdeiicy. OCHOBHI aCTIeKTH
MIPOEKTY PO3KPUBAIOTHCS Y HACTYITHOMY:

1) JlochmijpkeHHsT IIKOJAM B I10ToHOI44i: ['paBelib BUIBHO IOJOPOIKYE IO
KOpHiopaxX, KjacaX Ta IHIIMX NPHUMINIEHHSIX MOKWHYTOI mikoimu. KoxxHa
KIMHATa YHIKaJbHa: Ma€ BJIACHY arMocdepy, KOJIbOPOBY HAJITPY Ta MY3HKY,
SIK1 IOCHJIIOIOTh  BIJTUYTTSI 3aHYPEHHS B ITPOBHIA CBIT.

2) IlokpokoBa OoiioBa cucrema: Y OHMTBax IpaBellb Kepye IPYIIOI0 TI€poiB,
3aCTOCOBYIOUH (PI3WUHI aTakH, CTIeIiaibHi BMIHHS a TaKoK mpeameTH. PizHi
BOPOTH JIEMOHCTPYIOTh BIacHY TaKTHKY, HABUYKU Ta XapaKTCPUCTUKH, 110
J0/a€ PI3HOMaHITHOCTI B 3ITKHEHHI.

3) Cucrtema po3BHTKY nepcoHaxiB: KokeH mepcoHak Moke OyTH eKillipoBaHHI

3HaANCHUMHU peuyaMH, SIKi TOKpaIyoTh ioro napameTpu. EdbekTuBHuil mijadip
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pecypciB Ta po3Mo/IijieHHs KOMaHIu 0e3Nocepe/IHbO BIUIMBAIOTh HA iTPOBUM

npoiiec.

4) TaTepakTHBHI 00'€KTH Ta Aiajioru: Y CBITI TpPH € CKpHHI 31 cKapOamu, JIBepi 3
PI3HUMH BHUMOTramMH JJid BIAKpUTTS, a Takok NPC, 3 SKUMH MOKHa
B3aeMo1isATH. CaMe 111 TepcoHaX1 3HAHOMIIATE TPABIIA 3 ITPOBOIO MEXAHIKOIO,
HaJAI0Th I1JIKa3KH Ta PO3KPUBAIOTh OCHOBHY KOHUEIIIIIO TPH.

5) Al-ioBeminka BoporiB Ta NPC: Boporm mnaTpylioTh JIOKalii,
JOTPUMYIOUUCH BU3HAYCHUX MapIlpyTiB, pearyloyd Ha MOsBY I'paBIs B MO
30py 1 po3mOYHMHAIOuH IepeciigyBaHHs. B 0010 BUKOPHUCTOBYIOTH 0a3zoBy
TaKTUKy Ta aTaKyioTh pi3HI muil. dpyxkHi NPC, gKi X0oAATh MO 3BHYAIHIN
HIKOJII Ta KJIacax, JI0Ja0Th KUBOI aTMOC(epH.

6) My3uunuii cynpoBiji: KojkHa irpoBa 30Ha Ma€ BIacHUN My3HWUYHHI TpPeK, 110
JUHAMIYHO 3MIHIOETBCS B 3aJICIKHOCTI BiJ CHTYyaIlii (JociiKeHHs abo Oi1it).
CayHATpeK CTBOpIOE€ HalpykeHy aTMocdepy Ta MiJIKpeclioe 3araibHy
aTMoc(epy I'pH.

7) diHanbHA YacTHHA Ta OUMINeHHs IKoiu: ITicis mepemorn Hap (iHATEHUM
0OCOM y OCTaHHIM JIOKaIlii, IIKOJIa IMOBHICTIO OYMIIY€ThCS BiJl TOTOHOIYHOL
NPHUCYTHOCTI. BiJITBOPIOIOTHCS 3aKIIIOUHI CIIEHH Ta TUTPH, 10 3aBEepIIyIOTh
rpy.

VYci i CKIaIoBi B3aEMOIIIOTh, CTBOPIOIOYHN IHTETPOBAHE ITPOBE CEPEIOBHIIIE.
3abe3neuye Oe3nepepBHUMN Mepexi MIXK JOCIIPKEHHIM JIoOKalliid Ta ouTtBamu. Llei
HIIX1 J03BOJIs€ 30€perTd HUIICHICTh IFPOBOTO IPOIECY, MOCTIHO HiATPUMYIOUH
IHTpUTY Ta MOTHUBAIIII0 TpPaBIl, Ta 3aHYPUTH HOTO Yy HEMOBTOpPHY aTtMmocdepy

[IOXMYPOr0 HaBYaJIbHOI'O 3aKjajly, ¢ [IaHYIOTh HaAIPUPO/IHI SBHILIA.

2.2. ApxiTeKTypa IPOEKTY

2.2.1 Crpykrypa nupoekry B Unreal Engine 4

ApXITeKTypa IrpoBOro 3acTOCYHKY CTBOpPEHa 3riJIHO 3 [IPUHIMIIAMHU

MOJIYJIBHOCTI Ta YITKOTO pO3/UIeHHs (PyHKI[IOHATBHOCTI. IIpo€KT BHKOHAaHO Ha
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irpoBoMy pymiii Unreal Engine 4, 1e koxeH (QyHKIIOHATRHUN OJOK TOMIIIIEHO B
OKpEMY JIMPEKTOPIIO JUIS 3PYYHOCTI PO3pOOKH, IIJATPUMKH Ta I1OJAJIBIIOTO
MacmTaOyBaHHS. Yci BHYTPIITHI B3a€MO/IIi MK MOAYJISIMH 3/1IHCHIOIOTECS uepe3
MEXaHI3MH IOJI1H, O1HIHTY, iIHTep(elciB Ta TaOJIHIb JaHUX.
J10 KITFOUOBHUX MOYJIIB MIPOEKTY BiIHOCSATHCS:
1. Al — mictuts noriky nopeainku NPC, iX nmarpyiroBaHHs, IIEpecyBaHHS Ta
peaxiiii Ha Jiii TpaBIIfl.
2. Blueprints — royioBHa JMPEKTOpis 3 BI3yaJbHUMH CLECHApPISIMU: aKTOPH,
KOHTPOJICPH, KOMIIOHEHTH, 1HTepdelicu, cucTemMa 30epeiKeHHS.
3. Datatables — TabmmIli 3 TaHUMH PO TMEPCOHAXKIB, BOPOTIB, J1aJIOTH, JTOKAIIii;
3a0e311e4yI0oTh LICHTpali30BaHe 30epiraHHs 3MIHHHX.
4. Enumerations — mepeikd MOXJIMBUX 3HAUeHb, SKi BUKOPHUCTOBYIOTHCS IS
BH3HAYCHHS THIIIB IIPEJIMETIB, CTAHIB, CTaTYyCIB Ta 1HIIOIO.
5. Game — yci pecypcH NMPOEKTY (TEKCTYpH, MOJENTI, 3BYKOBI (paiinu, aHiMaIrii)
Ta noxiaai BP-kiacu.
6. Structures — crnemnianbHi KOHTEHHEPH, 0 BU3HA4YalOTh (popmaT 30epeskeHHS
nanux y Datatables.
7. Widgets — Bci eneMeHTH KopucTyBalbkoro iHTepdeiicy: HUD, inBeHTap,
MCHIO HaJIaIITyBaHb Ta 1HIIII.
Ha puc. 2.4 ta puc. 2.5 mokazaHo 3arajbHy CTPYKTYPY IMPOEKTY, fKa

JTEMOHCTPYE B3a€MOJIT MiXkK KITFOUOBUMHU MOJIYJISIMH.

MidMaskReflection

I
Ai Blueprints Datatables Enumerations Game Structures Widgets
KoMIoHeHTH . Tabnuui 3 . .
bazoBa norika, f KontefiHepH.
NaTPyTIOBAHHA. JAHHMH O Kaprn. 3ByKn.
. KOMIIOH@HTH. i i @opMaTi
Zlepesa pillleHb, . - nepcoHakax, Crncks 3i TEKCTYPH, - Tutepdeiic
g IHTEPC]]EHCH, a o - . J 30epeReHHA
3ajau Ta = BOpOIBs. IMIHHHMH MOJenL, J0UIpH1 KOpHCTYBaua
36epekeHHs Ta JAHHX TSt
KOHTpOZepH S HABHHIOK Ta KIacH
iHImMi KnacH T Datatables
ans NPC pIBHIB

Pucynok 2.4 — Jliarpama ctpykrypu npoekty B Unreal Engine 4
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=
4w Al
il Al_Enemies
D AI_NPC
Il Al_Tasks
Il Practise
4 @ Blueprints
W Basics
m Components
' Dialogue_System
I Interfaces
'l Other
I SaveObjects
I Time_System
Il Datatables
> @@ Enumerations
<43 Game
D Assets
B Characters
> Enemies
O I Equipment
0 W Fonts
0 @ GenericCharacter
> i Icons
O @ InteractableObjects
I Mannequin
I Maps
O NPCs
D | SFX
| VFX
[ @ Structures
D i Widgets
m Splash
> Ul

Pucynok 2.5 — ®aitnoBa crpykrypa npoekry B Unreal Engine 4

2.2.2 CTpyKTypa roroBOIo npoeKTy

ITo 3aBepuienHi ctBoperHs B Unreal Engine 4 npoekT nepexoauThb 10 €TaIry
MaKyBaHHS, IIiJl 4ac SKOTO (OpPMY€ThCS TOTOBHHM J0 3amycKy (ain Trpu Ta
CYIPOBIJIHI KaTaJIOTH 3 yciMa NOoTpiOHUMHU JlanuMHu. Lle nae 3Mory 3aycTiuTH rpy Ha
onepatiitHiid cuctemi Windows 0e3 BUKOpHCTaHHS CepeOBHIAa PO3POOKH.

VY 3amakoBaHOMY IIPOE€KTI MICTUTLCS OCHOBHUH BHKOHYBaHHH (haiii
MidMaskReflection.exe, BiamoBiAadbHUN 3a 3amyck TpH. [lamka Engine BkiItodae
Bcl cucTeMHl 010miotekn pymis Unreal Engine, HeoOXinHi s GpyHKIIIOHYBaHHS
rpadiki, 3ByKY, (pi3UKH Ta iHIINX TeXHIYHUX eJleMeHTiB. [Tamka MidMaskReflection

MICTUTh BHYTPIIIHI PECypCH I'pH: JIOKallii, MOjesl, TEKCTYpPH, aHIMaIlli, JIOTIKY,
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CKpHIITH, HaJaIllITyBaHHS Ta 1HII CKJIaJOBI, SKi 3a0e3MedyroTh IOBHOIIIHHHI

irpoBuii mporiec (puc. 2.6).

Name Date modified Type

I Engine 5/12/2025 9:26 PM File folder

B MidMaskReflection 5/12/2025 9:26 PM File folder

B Manifest NonUFSFiles Win64 5/8/2025 12:08 AM Text Document

& MidMaskReflection

025 12:02 AM Application

Pucynok 2.6 — ®@aiinoBa CTpyKTypa TOTOBOTO TIPOJAYKTY

2.2.3 OcHOBHI MporpamMHi MoJIy.JIi

Unreal Engine 4 0a3yeTbcs Ha 00'€KTHO-OPIEHTOBAHIM apXITEKTypi, e
KJIFOUOB1 CKJIaJ0Bl JIOTIKH CTBOpeH1 uepe3 Blueprint-kinacu, 1o mpeacTaBISIIOTh
co00I0 Bi3yallbHI CLEHapii U Halaro/LKEHHS B3aeMojii MK oO'ektamu 0Oe3
HEOOXiTHOCTI MHUcaTH KOJA. 3aBJSKH IIBOMY MOXKHA IIBHJIKO TPOTOTHITYBaTH Ta
pealli3oByBaTH iIrpoBY JIOTIKY. Jliarpamy B3aeMo/Iii Ki1aciB 300pakeHO Ha PUCYHKY

2.7.

boiiosa craTweTxa

-3gopon’a
-Jaxncr
-Maris

Cnopagxenns

-Hazsa cnopagkerivea
-Cratmavka
Tun enopraxeHs

+Equipltem
+GetallEquipableltems
+Unequipltem
+RefrashUseltemOnCharacter
+GetProperUseltemOnCharacter
+SelectitemTollse

-

Nikysanws 1a
aigonnenHs

-Haama npagmery
-KinbKicTh BigHOBNEHHS
3p0p08's Ta maril

+RecoverHp()
+RecoverMP()
+Resurrect()

KPUATHUHWA WaKc
-KpuTHuknia Ypou
-IiugaTea

+SetCharacterDatal)
+UpdateCharacterData(]
+AddCharacter ToSlot()

Mepconax

-BoRoBa cratwcTka
-BoioBe cnopagens

+OnDamageRecelved()

+0OnHealed()

+OnDeath()
+OninitiativeReduced()
+0OnResurrected|)

1+ ApplyAttackEffect()

MNpegmery

~Nixysanshl npeguery
-Mariuni npeameTi
-36pon

-Bpons

+AdditemTolnventory()
+UseltemOnCharacter{)
+RefreshitemDetails()

*

Levels

-OTouesHR
-NFC

+OpenLevel()
+SpawnActor()

e

o

Userinterface

“Meno
KuOkA
-AonomixH| enemesTit

+Create Widget()
+AddToViewport()
+OnPressed(Button)

UnrealEngine

WorldInterface

-Hanawrysania
-Nepcoraxd
-Mpeamern
YatlsHn
-PosmiueH
-36epexenmn

+WidgetSwitcher()
+Upgradeskill()
+AddltemTolnventory()

-Blaobpaxena rpadixm
-Crmynsiuin Sz
-Irposi dyHewil, norlka

3aym

Wiewport()
+SetCollision()
+EnablePhysics()
+EventBeginPlay()
+EventTick()

-3ayiw & nrepdeiic
-Myauxa B irposux
noxaLsx

T

+SetAudloComponent(]
+PlaySound2D()
+Fadeln()
+PlaySoundAtLocation()

Irpoewil cair

NPC

-Naxauii
-OToueHHA
-Tengnopraula

+SkySphere()
+Foliage()
+SkyLight()

“Lirysnmid ilTenext
-flepesa piwexs

+RunBehaviorTree()

+HandleSense()
+MoveTol)
+Wait()

Pucynox 2.7 — Jliarpama kiaciB

\\

™

Datatables

-Llavi © nepconaxax
-3aBaHTAKEHHRA AaHIK 3
Talnnus

Nanil 0 npegmeTax
\\ +GetDataTableRow()

+BraakOutRow()
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OCHOBHI CTPYKTYpHI €JIeMEHTH, SIKi BUKOPHUCTOBYIOThCSl B Unreal Engine:

1. Actor (AkTop) — ¢pyHAaMEHTAILHUI 00'€KT, 1110 PO3TAILIOBYETLCS B clicHl. BiH
MOXK€ MICTHUTH (PI3UMUHHM BUTJISJI, peali3oBYBaTH JIOTIKY YH CIIYXKHUTH
KOHTCHHEPOM J1J1s1 KOMIIOHCHTIB.

2. Component (KomMImoHeHT) — qonOMiJKHA YacTHHA, TPUKPITIIIOBaHa 10 Actor'a
3 METOIO PO3LIMPHTH HOro MOKIIMBOCTI (HaIIPUKIIA/l, JICTCKTYBaHHS 31TKHCHb,
MOKa3 MOJIeN, BIITBOPEHHS 3BYKY ).

3. Controller (Kontposep) — ocobiuBUiA Kiac, BIIMOBIAAILHUN 33 YIPaBIiHHS
nepconaxxkeM abo NPC. Pospizusiors PlayerController (s rpasust) ta
AlController (g xkepyBaraaa NPC).

4. Widget (Bupker) - enementu inTepdeiicy (Ul), mo BiANOBIIaIOTh 3a BUBLL
iHpOpMaIlii, MeHI0, 1allOTOBHX BIKOK Ta IHIIMX €JIEMEHTIB B3aeEMOJIi 3
KOPHUCTYBaueM Ha €KpaH KOMII I0Tepa.

5. Behavior Tree (/lepeBo MOBEIIHKH) — CHCTeMa MPUHHATTS pitiieHb 1151 NPC,
J03BOJISIE BU3HAYUTH CKJIAJHY IIOBEAIHKY 4Yepe3 HaOlp yMoB, Al Ta ix
MIPIOPUTETIB.

6. Blueprint Class (Kimac Blueprint) — mabnon kinacy 3 BI3yalbHO
MpeJICTaBIECHOIO JIOTIKOIO, 110 MOKE€ MICTHTH 3MiHHI, QYHKIIIT, MO/i1 Ta 1HIII
CYTHOCTI.

I1i ckmamoBi B3a€MOIIOTH 3TIAHO 3 iX MPH3HAYEHHSM y Tpi: JIOTika 0010
KOMYHIKY€E 3 iHTepdeiicom uepe3 BiIKeTH, AepeBa pimeHb NPC BUKOPHCTOBYIOTH
KOHTPOJICPH, SIKI 3BEPTAIOTHCSA JI0 CaMOro JiepeBa a00 KOMIIOHEHTA MaTPyJIIOBaHHSI.
Takuii miaxXig cupusie CTBOPEHHIO THYYKOI, MOAYJBHOT Ta JIETKO MacmTaboBaHOT

apXITEKTYPH IrPOBOT'0O 3aCTOCYHKY.

2.2.4 B3aemojisi rpaBis MizK MOXYJISIMHU

ITepen mouaTkoM B3aeMOJIii TpaBIsl 3 ITPOBUM JIOJAaTKOM 3allyCKalOThCS
BHYTpIIIHI CUCTEMH, IO BIANOBLIAIOTH 3a 0OpOOKY IrpOBUX IOJIH, peakiiio Ha
BBCJ/ICHHSI KOPHCTYBaya Ta BiJICTEKEHHS [IOTOYHOI'O CTaHy irpOBOTO CEPE/IOBUIIIA.

I{i mporecH mpalliOOTh y peXHUMi peaTbHOTO Yacy, 3a0e3ledyroud OlepaTHBHY
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peakirito Ha Oyae-aKi Aii TpaBis. KoxkHa Taka i CyNpOBOJIKYETHCS 3BOPOTHHUM
3B SI3KOM, SIKUI MOJKE IPOSIBIISITUCS Y BUIJISI/II OHOBJICHHSI IHTEp(EHCy, Bi3yallbHUX
3MIH y cepeoBHUIIl abo akTHBaIlli 3ByKoBHX edekTiB. [To/1i0Ha peakiiis JomoMarae
HOIITPUMYBATH BHUCOKY JMHAMIKY T'PH Ta CTBOPLOE e(EKT MOBHOI MPHUCYTHOCTI.
VY3ro/KeHICTh YCiX CHCTEM Y PeKUMI peaIbHOTO Uacy 3a0e3reuye IIaBHe, JOTIuHe

1 IHTYITUBHO 3p0O3yMLUIC KEPYBaHHS, IO [IO3UTUBHO BILIMBAE HA 3arajibHEe BPaXKCHHS

BiJ] Tpu. B3aeMo/iiro TpaBIisd 3 0JaTKOM BijoOpakeHo B TaOmuii 2.1.

Tabmuis 2.1 — B3aeMoiis rpaBiig 3 irpOBUM JI0JJaTKOM

Jis rpaBus Peakuin rpu (1orika) Binob6pakenus B
inTepdeiici

Ilepemimenna | OOpoOka BBe/ieHHs, OHOBIIEHHS I103HINII epcoHaxka | Kamepa ciigye 3a

IO CBITY TIepCcoOHaXKeM,
OHOBITIOETBCA
a”IMalis pyxy

Bzaemomisn 3 | IlepeBipka yMOB, 3aITyCK CKPHITY MOIIi BigkpuTTsa

00’ eKTOM II1aJI0TOBOTO BIKHA,
Big0OpaskeHHS
a”1Mari

BigkpurTs BUKINK JOTIKH IHBEHTaps, 3YHTYBAaHHS MOTOYHHX | BijjoOpakeHHA MEHIO

IHBEHTApS TIpeaMETIB 3 pedaMu, iHTepdeiic 3

KHOIIKaMH i1

ITogatoxk 0Goro

(1pH 31TKHEHH1

Imimiamizarmis 6010, mepexia y O0HOBY JIOKAIIIIO

3aBaHTaKeHHsa

OoiioBoro iHTepdeiicy

TOJIOBHEC MCHIO

eKpaHy

3 BOPOI'OM)

Bubip nii B Hancumannss xomanmH o ©OoHoBOI  cHCTeMH, | AmiMaril arak,

ooro OHOBJIEHHS CTAHIB OHOBJIEHHs 0o0loBOrO
iHTepdeiicy

3aBaHTakeHHS | 3UHTYBaHHA JaHUX 3 (paillly, OHOBICHHS CTaHy CBITY | 3aBaHTaKCHHS

rpu Ta HepcoHaka OCTaHHBOI CIIEHH

Ilepexin y | 3aBepIeHHsA MOTOYHOI cecli, IepeXifl 10 CTapToBoro | BimoOpakeHHA

TOJIOBHOI'O MCHIO
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2.3. IrpoBi mepcoHaxi

2.3.1 TI'osroBHUII repoil

["osloBHMM IepcoHaXkeM, SIKMM IrpaBellb kepye y rpi, € Hapykami. Came 3 Horo
MEepPCIeKTUBH TpaBellb MPOXOJUTH YBECh CIOKET, OCHI/DKYE HaBKOJIHIIHIHN CBIT,
B3a€EMOJII€ 3 OTOYCHHSAM Ta po3KpuBae TaeMHUIl rpu. Hapykami oOiiagHaHuit
JTIXTapUKOM, SIKHIl CIIYTY€ OCHOBHHUM 3aCO0OM OCBITIICHHSI TEMHHX KOPHJOPIB 1
KiMHaT. ['paBenb MOXKE BIJIKPUBATH CKPHHI, BIIUMHATH JIBEpPl, @ TAKOXK 1HIIIIOBATH
T1aJOTH 3 IHIIMMHU IIepCOHA)»KaMM, aKTHUBYIOUM ITO/1i ad0 OTPUMYIOUHM KOPHUCHY
iH(opmariiro. Bei aii BiI0yBarOThCS B peKUMI JIOCTI/KEHHS, OJTHAK Y pa3i 3ycTpidi
3 BOPOrOM I'pa MUTTEBO MEPEMUKAETHCS B OOMOBHIA PEKUM.

KepyBanus TOJIOBHUM TepoeM 3a0e3MeuyeThes KJIacoM
BP jRPG Controller World (puc. 2.8). lleii xoHTpoJiep BiimoBilae 3a
nepecyBaHHS TpaBIls, B3a€MO/III0 3 I'POBUM 1HTep(eiicoM, yIpaBIIiHHS IHBEHTapeM,
a Tako)Xk oOpoOKy BCIX B3a€MOJIH 3 IEpCOHa)KaMH 3a JOIOMOIOI0 1HTEPaKTHUBHOI
cucteMud. KoHTponep MicTHTH B c00i OCHOBHI KOMIIOHEHTH, SIKi 3a0e3IeuyroTh

noriuni cuctemu (Tadu. 2.2). Ilopua Blueprint sorika BioOpakeHa B 10J1aTKy A.

Tabmuis 2.2 — Komnonentu koutpoiiepa BP jRPG Controller World

Ha3zBa komnonenty | ®yHkuii

InventoryManager BijinoBijae 3a 34NTYBaHHs [Ipe/IMETIB Y IPABIIS, K1 IIOTIM I10Ka3yHOThCH

B iHTepdeiici.

CharactersManager | 3unTye iH(OpMAaIIo Ipo MEpCOHAXKIB Y KOMaHII Ta BimoOpaxkae iX y

MCHIO.

SaveManager 30epirac MOTOYHUI Oporpec Tpaplld, JIOKAIIO, BLUIKPHTI 00’ €KTH Ta
3 ’

HepeMOKeHHX BOPOTIB.

BattleManager [Hinir0€ GUTBY IPH KOHTAKTI1 3 BOPOTOM, 30epirae KOOp/IMHATH IIOTOYHO1
JTOKaIri.
ActionsManager 3auTye 00HOBI HABHYKH MIEPCOHAXKIB Ta BIJIOOpaXkae JIOCTYITHI Jii B

mTepdeiici
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-*. Components

HAdd Component =

¥ BP_jRPG_Controller_World(self)

& Transform Component (TransformComponent0) (Inherited)

L AC_JRPG_InventoryManager
LA AC_JRPG_CharactersManager
L AC_JRPG_SaveManager

®, AC_jRPG_BattleManager

LA AC_jRPG_GamepadControls
L AC_JRPG_ActionsManager

M My Blueprint

A Add New-~ -

4Graphs *
> m= EventGraph

> m= CharacterControls

> m= WidgetsControls

>m= GamepadControls

> m= Interaction

4Functions

*r ConstructionScript
f SetPossibleEncountersAndBattleMaps

PucyHok 2.8 — KOMIIOHEHTH KOHTpOJIEepy TOJIOBHUM IIEPCOHAKEM

Knac BP jRPG Character World Buctymae ¢yHgaMeHTaIbHHM KJIacoM
1epcoHaXa, 1o 0a4uTh rpaBellb y BeecBITI IpH (puc. 2.9). BiH Kepye BizyalbHUM
BiI0OpakeHHAM, pyxaMH Ta 0a30Boi0 TOBeAiHKOK B Tpi. Ileit kmac ob'enHye
KOMIIOHCHTH, fKI BU3HAYaIOTh SIK BHYTPIIIHI acHeKTH IEpcoHa)ka, Tak 1 HOro
30BHIIIHINA Burisa (tadsn. 2.3). IToBuy Blueprint noriky Ta Controller Hamano B

TOJIATKy A.
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Tabmuns 2.3 — Kommnonentn kinacy BP jRPG Character World

HazBa komnonenty | Tum IIpuzHaveHHst
Capsule Component | Collision Buznagae ¢izuuHi TpaHMIl TepcoHaXka JUIA
Component B3a€MOJIIT 31 CBITOM

Arrow Component

Scene Component

Cy>kHTh OpIEHTHPOM Y IIpocTOpl (He Oepe ydacTi

B JIOT1III TPH)

Mesh Skeletal Mesh Momens mepcoHaXKa, SKa aHIMYeThCA I dac
PyxXy
First Person Camera | Camera Kamepa 3 BHIOM Bij Iepmioi ocoon
Component
Third Person Camera | Camera Kamepa 3 BHI0M Bi TpeThOi ocoOn
Component
Child Actor | Child Actor | Kmac Jlixrapuka, SKWH 3 SIBISETBCA  ICIA
(Flashlight) Component miabopy 00’exTa
Character Movement | Movement KomnoneHT, siKkiil BINOB1JIa€ 3a HallAlITYBaHHS
Component IITBHJIKOCTI, CTPHOKIB TOIIIO

PawnNoiseEmitter

Audio Component

CTBOpIOE TIyM, AKHII MOXKYTh uyTH NPC 13

cucremoro Al

. Comr

+ Add Component =

4 ¥ SpringArm
™y Third Person

ement (CharMoveC

mitter

M My Biueprint

e - T &) < -

4Graphs
== EventGraph
4Functions
*r ConstructionScript
I GetNearestActorininteractionRange
f Checkinteraction
Macros
4Variables
References
Components
1sRun?
isWalk?
SaveReferenceLOCAL
FlashLight?
1sSillent?

1p) (Inherited)

+

+

Find Hide Unrelated

Jf Check Interaction ma Event Graph

Pucynok 2.9 — KoMroHeHTH Kj1acy TOJTOBHOTO Iepos
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2.3.2 BoiioBi nepcoHaxi

Y outBl OepyTh ydacTh JCKUIbKa I'€pOiB, KOXKEH 3 SKHX BIJI3HAYAETHCS
BIIACHUMHU OOMOBHMH BIACTHBOCTSIMH, 030pOEHHSIM Ta MPHU3HAYEHHSIM Y KOMaH/Ii.
[onoBHEM IepcoHaxkeM ¢ Hapykami — Mewnmk. Pize — myunmus, Hocyke
BHKOPHUCTOBYE HIXK, Uie — O0oKcepka, BHKOHY€E (DYHKIIO IIITATENS Ta MATPHUMKH.
Kanazi — myTtanT 3 (pi3M4HOIO CHIIOIO, BIH BUKOHYE pOJIb BaXKKoro O1MI, 1o
BHUTPHUMY€ BeluKi oOcsarn mkomu. i mepcoHa)ki JOCTYMHI TpaBIeBl Ha BHOIpP B

cBiTOBOMY iHTepdeiici (puc. 2.10).

{ | -

Pucynok 2.10 — BigoOpakeHHs mepcoHaXIB B iHTepdeiici

boitori mepconaxi 6azytorhess Ha knaci BP jJRPG Character Battle Base
(puc. 2.11), mro BU3Hayae BCio 00OBY JIOTIKY: aHiMallii, TOTOYHHI CTaH 3/I0pPOB'S,
BHKOpPHCTaHHS HaBUYOK, TUTFOC TIepecyBaHHA Ha 00HOBii apeHi (Tadm. 2.4). Ileii kiac
BHUCTYIIA€ OCHOBOIO, 3 SKOI YCHAJIKOBYIOThCA BCl IIEPCOHAXKI1, HE3AJICIKHO BIJ] TOTO,
COIO3HHMKH BOHM YH MPOTHBHUKH. B HROMY peallizoBaHa cucTemMa OOMOBHX CTaHIB,
TaKuX SIK «TOTOBHH /10 0010», «BUKOHYE aTaKy», «OTPUMYE IOIIKOKCHHS,
«TepeMOoKeHHI», sTKa KOHTPOIIOE iXHi Jii B paMKaX MOKPOKOBOTO 0010. 3aBJSKH
IICHTpalIi30BaHIi JIOTIIl B OJJHOMY 0a30BOMYy Kiacl, ITOBE/IHKa BCIX OIHIIIB

y3romkyeThes. JIoriky 60iH0BOTo nepcoHaa poJeMOHCTPOBAaHO B 10JaTKy b.
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Tabmuns 2.4 — Kommnonentn kitacy BP jRPG Character Battle Base

Haszga KOMIIOHECHTY

Tun

IIpu3navdenns

Capsule Component

Collision Component

Buznauae ¢i3uuHI Mexl MepcoHaka IMij] dac

6oro

Arrow Component

Scene Component

OpieHTHp Y HIPOCTOPl, HE BUKOPHCTOBYEThCH B

OOMOBIN IO

Mesh Skeletal Mesh Mogens mepcoHaka 3 aHIMAMAMH pyXy Ta
araKku
TargetPointer Billboard BigoOpaskae Bi3yalbHHI 1HAHKATOP HaBSACHHS
Component Ha IIepCcoHaKa

Camera ChildActor

Camera Component

Kamepa, sika akTHBY€TBCS TIPH XOJI1 IIepCOHANKA

Character Movement | Movement KommnonenT JUIs KOHTPOJIIO dizuku
Component repeMIIeHHs
CharacterStats Custom Component | MIiCTHTE [aHI TpO HAaBHYKH, I[MapaMeTpH Ta
XapaKTepHCTHKH IIePCOHaXa
CombatMovement Custom Component | BigmoBizmae 3a pyx mepcoHaxka 1o 60ioBOMY

TTOJTEO IO Il Ui 00paHoi mo3HITii

#. Components

AdaComponent T -

T -

smpile

er) (Inherited)

M My Blueprint

ructionScript
erformActiocnByAl
f ApplyAttackEffect
Interfaces
Macros
“Variables
Components
 Battle

Reference

PucyHnok 2.11 — KommoHeHTH KJ1acy 00HOBOTO TepcOHaXa
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2.3.3 CucremMa po3BHTKY IEePCOHAKIB

Y TIpi HpUCYTHS CHCTEMa IIPOKAYKH TIEpoOiB, 3aBISKH SKIH MOXKHA
MOKpanlyBaTH iX 00i0B1 BMiHHS, 301IBITYBaTH PiBEHB Ta MiI0UpaTH eKillipyBaHHSI.
OcHoBHa  JOrika  LBOIO  Ipollecy  30Cepe/PKeHa B KOMIIOHEHTI
AC jRPG CharactersManager, sSKWil Kepye IIJIBUIIEHHSM PiBHS, MOPIBHIHHAM
IOTOYHUX IOKA3HUKIB, OCHAIIICHHSIM HOBUMH IIPEAMETaMH, a TAKOK OHOBJICHHSIM
iHTepdeiicy mpu 3MmiHax. IHTepdeiic WBP jRPG WorldInterface mokasye
iH(opMallito Mpo aKTyaaIbHUM CTaH IepoiB Ta HaJla€ I'PaBII0 MOKIHUBICTh B3a€MOJIIT

3 CUCTEMOIO PO3BUTKY (pHuc. 2.12).

TH ITPEAMET > Narukami
Level |  Next 50XP

W' Cnoprusna gopma

HP

MP
Power
Defence
Crit Rate
Cnt Power

Initiative

Pucynok 2.12 — ITokpamieHHs XapaKTepHCTHK MPH OJIsITaHHI TIpeaMeTa

Jlani ipo kokHOTO Treposi oTpuMmytoThest 3 Tabmuii DT jRPG Characters, se
310paHO OCHOBHI XapaKTEPHCTUKH Ta MOYATKOBI IapaMETpH, SKI 3aBaHTaKYIOThCS
aBTOMAaTHYHO IIJI 4ac CTBOpeHHsS mepcoHaxa (puc. 2.13). Ile 3abe3neuye
LEHTpaJi30BaHe YIpPaBIiHHS IrPOBUM OajlaHCOM 1 IOJICTIIYy€E KOPUI'YBaHHS
BIIACTHBOCTEHN T'epoiB y Mporieci MoAanbmiol po3pooku. st KokKHOTO MepcoHaxa
BH3HAYEHI 1HJIWBIIyalbHI XapaKTepUCTHUKH, 0 MalOTh MPSMHIl BILTMB Ha ITPOBUM
[poIlec: BOHM 3aJlisiHI I Yac OO Uil OOYMCIICHHS 3aB/IaHMX IOIIKOJI’KCHbD,
BH3HAYEHHS UEepPTOBOCTI il Y X0/1 OMTBH, a TAKOXK PO3paxyHKY BHTpaAT PECypCiB,
3okpema marii (MP) Ta 3gopos's (HP), BianoBigHO 10 0OpaHUX HaBUYOK 1 0OCTaBUH

Ha ol 6oro (Tabm. 2.5).
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¥ Data Table Data Table Detail

1e CurrentLevel Curre
1
1
1
1

alt ef) (e
:
4 Narukami

CharacterHardcodedName

0+ x

T.Narukamilcon

* O

Charactericon

%

Pucynok 2.13 — Tabauus 3 1aHUMH 0 IIEpCOHaXKax

Tabmuis 2.5 — [TapameTpu nepcoHaxiB

IlapameTtp | Onnc

HP OmHHIA 3/I0POB’ S IepcoHaXa

MP OjiMHHIIA MarivyHoOl eHeprii, BAKOPHCTORYEThCS JUI HABUYOK
Power @izuyHa cHia, sKa BIUIMBAE HA NIKO/LY BIJ| aTak

Defence 3axucT, N0 3HHKYE BXIJHY NIKOTY

Crit Rate VIMOBIpHICTh HaHECEHHS KPHTHIHOTO yIapy

Crit Power | MHOXXHHK IIIKO/TH IPH KPUTHYHOMY y/api

Initiative [IBuOKICTE M1l ¥ 0010, BILTHBAE HAa YSPTOBICTE XO/IIB

2.4 BoiioBa cucTeMa

2.4.1 Jlorika GoiioBoi ciicTeMH Ta iHTepdeiic
boiiora cucTema BTUIeHa B OKpPEMIH CIeHI, SIka aKTUBYETHCS, KOJIU TpaBellb
CTHUKA€ETHCS 3 BOporoM. Biji0yBaeThesl 3aBaHTaXKEHHS CIelliaTbHOI O0MOBOT JIOKAIIIi.

KinpkicTh 1 TUIIM BOpOTriB BU3HadaloThcs y Kiaci Enemy World Base, 3 sxum
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3ITKHYBCS BOpOT. SIK TiIbKM CIleHa 3aBaHTa)KWUJacs, 3UHTYEThCS MMOTOUYHUHN CKIIaJl
KOMaHJH TIpaBIs, 1 BCl aKTUBHI IIEPCOHAXI1 J0Jarl0Thcs o0 00HOBOI 4Yepru,
BpaxoBYIOUH iX MBHAKICTE. KoMImoHeHTH OUTBH BigoOpakeHo B JoAaTKy B.

3a OUIbITY YacTHHY JIOTiKH 0010 BianoBigae komnoHeHT AC BattleManager.
Bin ympaBise TOCHITOBHICTIO i, OOUHMCIIIOE UYepry Ha OCHOBI IlapameTpy
HIBHMJIKOCTI, Ta IHIIIIOE Io4aTOoK abo 3aBepuicHHSA Xouy. KoMIIOHEHT Takoxk
BIITIOBi/Ia€ 3a BIJOOpakeHHSI €KpaHy cMepTi, BHUOIp Il s aTtakd ado
BUKOPUCTAaHHS HaBHYOK, a TAKOXK 3a IepexiJl 0 HACTYITHOI0 y4acHHKa 0010.

[Tapanensho npanwe AC ActionsManager, skuii 00po0Jisie BUOIp JOCTYITHHX
Tiid, TapaMeTpH HaBHYOK Ta I1X aKTHBaIlil0. BiH cIyrye IOCEepeTHHKOM MIiK
iHTepdeiicoM Ta JIOriKow 0010: OTpHUMYy€ BUOIp I'paBls Ta BHKIMKAE BIAMOBIIHI
TTO/I1i.

OcHoBHMI1  OoioBuIl  iHTep(deiic pealli3oBaHO y  BUIVIAIL  BIDKETY
WBP_Battlelnterface (puc. 2.14). Bin moka3ye iMeHa MepcoHaXiB, IXHIH piBEHb
3JI0pOB’s, 3aI1ac Marii, epesik JOCTYIHHUX /il Ta yepry Xo/iB. ['paBenb 6a4uTh, XTO
3 IIepCcOHaXIB 3apa3 akTUBHHIA, 1 MOKe 00paTH OJHY 3 OMIIiH - aTaKy, BHKOPHUCTaHHS
HaBUYKHU YU 1HIIY Jit0. [HTepdelic TMHaMIYHO OHOBJIIOETHCS ITIC/Is KOJKHOI JIii, 11100

B110OpakaTH TTOTOYHHUI cTaH 00F0.

Yosuke ™

ATaka
Jaxuct
Flasutikn
Ilpeamern
B asmmit yiap

Bicua

PucyHnok 2.14 — BboiioBuii iHTEpdeiic
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2.4.2 TIporpec 6MTBH

Yci OoitoBI cueHapii BTUIIOIOTBCS 4Yepe3 aHIMalliiHi MOHTaxi (Anim
Montage). BoHH BHKOPHCTOBYIOThCS JIJIs TIpOTpaBaHHS aTakK, 3aCTOCYBaHHS BMiHb
abo peasizanii 3axucHux Jiiii. Anim Montage (puc. 2.15) — 11e ocoGJuBHiIl p13HOBH/I
aHiMmariitHoi mocmijjoBHocTi B Unreal Engine, mo Hajgae 3MOTy KOHTPOJIIOBATH
KJIFOYOBI MOMEHTH BHKOHaHHS Jii 3a gonomoror AnimNotify. ¥V mi came TO4YkH
IHTETPYIOThCSI BUKITUKH (PYHKITIH, SIK1 3aB/Iat0Th MIKOU (puc 2.16), BiTHOBIIOKOTH

3JI0pOB'sl, aKTUBYIOTH crielie(pekTu ado 3MIHIOIOTh IIOTOYHHMA CTaH IIEPCOHANKA.

@r_ﬂml 1].3. 0.03125 ][‘_3]‘

-1 pampetive ) @ s st J comct ] 00 40 ) _ 1)

ftie) Mlantuge Husilen Skilfs

67+(2.25) (61.92%)
J70° 75 |80 "85 |

Timing

4 Notifies

Pucynok 2.15 — Anim Montage 3 TodkamM# akTHBallii aTaKu

Pucynok 2.16 — AkTuBartiis epekTy ataku 3a gormomoror AnimNotify
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VY mporieci 6010 TpaBellb Ma€ 3MOTY BUOMpPATH OJIHY 3 JAEKIIBKOX JOCTYITHHUX

. KojkHa 3 HHX pealli3oBaHa K €JIEMEHT BHOOpY B OoioBoMy iHTepdeiici Ta

CYIIPOBOIKYETHCS BIAIIOBIIHUMH aHIMAIlisSIMA Ta Bi3yadlbHHUMH edekTamu (TadI.

2.6)

Tabmung 2.6 — Tunum i

Hazga aii | Onuc

Artaxa bazoBa (i3nuna aTaka, IIKofa 3aJIe)KUTH BL ITapaMeTpa CIIIN IepcoHaka.

3axucr AHIMaIis 3aXUCTy IepcoHaxa, o 3HIKYE BXUTHY MKoay Ha 50%. 3aBepuryeTses
IIPOITYCKOM XOJTY.

Hasuukn CremianbHi i, 1K1 BUTpavaioTh Marito. MoXyTh 3aBIaTH NIKOAH a00 BHIIIKYBAaTH.

IIpeqmern | MOXKIHMBICTE BHKOPHCTAHHA TIPSAMETIB: JIKYBaHHSA, BIJHOBICHHA Marii,
BOCKPECIHHS.

JlonomikHi | Edexru, siki He norpebytors Marii. Hanpukias, yjiap HOrow.

HaBHUIKH

Breua Crpoba nokunyTtu 01il. V pasi ycnixy moBepTae IpaBiis Ha3aj| y JOCIIHHIIBKY
30HY.

Y MOMEHT BUKOHAaHHS Oy/b-sKOI Jii aKTHBYEThCS CIIClllajibHa Kamepa,

peanizoBana uepe3z BP_Camera. [IepeMukaHHsI KaMepH BiJI0yBa€ThCSI aBTOMATUIHO,

3alICKHO Bi,[[ TOTO, XTO € aKTHUBHUM Y Fpl - I'paBClib abo BOpOT. YV MOMEHT aTtaku

rpaBus Kamepa (POKycyeThcs Ha BCIX HepcoHakaX Ha moJji oursu. Ilig gac xomy

BOpoOra Kamepa MepeMHKa€eThCs y BUJI 3 Horo mo3uilii (puc. 2.17)

Pucynok 2.17 — Buja kamep 1iJ1 9ac aTakd BOpora
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2.4.3 3aBepmienHst 6010

[Ticnsa 3aBepuieHHsT 000 rpa NPOBOJAUTH aHaNli3 Pe3yJbTaTy, BpPaxXOBYIOYHU
CTaH KOMaH/IH TPaBIls Ta CYNPOTHBHUKIB. Y BUIAJKY 3HUINEHHS yCiX BOPOTiB, Ha
€KpaHi 3’SBJISIETbCS BIKHO IIepeMOord. [ paBlLeBi AEMOHCTPYIOTLCS 3000y THH TOCBI/I,

HapaxoBaHI KOIIITH Ta CIIMCOK MpeIMETIB, IO BUIIAJIH 3 BOPOTiB (puc. 2.18).

['pomi

20

“HMpeamern

@ Mancanka Anrenka

ol Level )
Next 30XP

[Limc

20XP

Pucynok 2.18 — PesynbTaT 0010 I1iC/Is [IEpEMOTH

VY BUMaJIKy Mporpanty, sSKIO I'OJ0BHHI repoil abo Bech HOTO 3ariH 3a3HAIOTh
1opa3Ku, 'pa aBTOMAaTHYHO [IepeMHKae Kamepy, (poxkycyroun 1i Ha Tini repost. [Ticns
HOT0 Ha €KpaHi 3’ ABJSIEThCA 1IHTEp(Eelc OPa3KHu, SIKH CIIOBIIIAE PO 3aBEPILICHHS

0010 Ta aBTOMAaTUYHO [EPEXOJIUTH JI0 TOJIOBHOTO MeHIO (puc. 2.19)

PucyHok 2.19 — Pe3ynbTat 0010 TicIIs TOpa3Ku
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2.5 Cucrema B3aeMojii 3 00’ eKTaMu

2.5.1 ToroBHUIT KJ1ac B3a€EMOJII 3 00’ ekTaMu

Bci 00'ekTH, 3 SKUMHU I'paBellb MOXKE B3a€MOMIISTH, JOCIIKYIOUH ITPOBUM
cBIT, Oa3yroTbcsl Ha Jorini kimacy BP JRPG InteractionObject Base. Ileit kiac
BH3Haya€ OCHOBHY II0OBE/IIHKY, SIKa € CIIUIBHOIO JUISl B3a€MO/IIT 3 PI3HUMHU 00'€KTaMU:
JABEpUMaA, CKPHHSMH, HEITPOBHUMH TepcoHa)kaMH, Mara3iHaMH Ta (HIIAMHA
IHTepaKTUBHUMH ejieMeHTaMHi. O0’€KTH KJlacy B3aeMOJIil B1I0OpakeHO B JI0JATKY
I.

[leHTpalbHUM eNleMeHTOM IIhOoTO Kilacy € InteractionRange, mpejicTaBieHui
koMmroHeHToM Tuily Sphere Component (chepuunuii xkommoHeHt). Lls cdepa
BHM3HAYA€E 30HY, B MeXax SKOi MOXJIMBa B3aeMo/lis. Ko rpaBelis moTparnise B 10
30HYy, aKTHUBY€EThCS BUDKET InteractInfo3D, sikuit BimoOpakae miKa3Ky Ha eKpaHi.

mijIKa3ka 1HGopMye TpaBIls IPO MOKITHBICTE B3aeMoil 3 00'ekToM (puc. 2.20).
PMY€ I'D p

Harucnits E s B3aemonii

Pucynok 2.20 — [Ipuxitaa B3aeMo/Iii 3 mpeamMeTomM

OcolOnuBicTIO peanizallii € 30epexkeHHs crany B3aemozii. Ilicist neprioro
BHUKOpPHUCTaHHA 00'€KTa, HampHWKIIaJa, MICIIS BIAKPUTTS CKPHUHI, BIiH JOJAETHCS 0
MmacuBy Interacted Objects. ¥V 1npomy MacuBi 30epiraeTbcsi YyHIKaJIbHHH

imentudikarop (ID) ob'exra. Ile 3abesnedye KOHTpOJIL 3a THM, 1100 IMOBTOpHA
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B3a€MOJIiS He TIpHU3BeNa [0 MoBTopeHHs edekty. Hampuxmnan, mo0 He Oyio

ITOBTOPHOT'O OTPHMAHHA TOT'O CaMOI'0 IIpCaAMCTY.

2.5.2 Ckpuni Ta Toprisis

Cxpuni moOyJioBaHI Ha OCHOBI 0a30Boro kiacy B3aeMojii. KirodoBoro
¢dyHKIIOHAIBLHOIO oco0JmuBIcTIO € 3MiHHa ItemsInChest, mo 3acTocoByeTbCs Y
koMIioHeHTi InventoryManager. 115 3MiHHa BU3Ha4ae, IKi caMe TIPeIMETH Ta B AKii
KUIBKOCTI T'paBellb 3Moxe 3abpaTu 31 ckpuHi. Ilicis mepiioro BiIKPHUTTS BMICT
nepeaeThes 10 IHBEHTapro rpaBid (puc. 2.21), a caM 00'€KT J0Ja€ThCs 0 CIUCKY
B3a€MO/Iiil, a0M YHUKHYTH TOBTOPHOTO OTpHUMaHHS. IIpH HacTymHOMY BIIKPHTTI
CKpUHSI Oy/ie BJKE IIyCTOIO, 1 rpa IMOBLIOMHUTH PO BIACYTHICTh OYIb-SIKHX IIPE/IMETIB

(puc. 2.22).

Bu orpumanu:
CnoptuBHa ¢opma X 2
['yun YepeBuuku x 2.

OK

Pucynok 2.21 — Ilepia B3aeMo/1ist 3 CKpHHBKOIO

CMITHHK TTOPOXKHIN :(

OK

Pucynok 2.22 — JIpyra B3aeMo/1isl 3 CKpUHBKOIO
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MexaHika TOpPTiBIII peali3yeThCsid UYepe3 B3aEMOIIID 3 HEITPOBHUMU
nepconakamu (NPC). [Tpu B3aemo/1ii 3 TOproBueM BIIKPUBAETHCS CIICHIaJIbHE BIKHO
JUISL KYIIBJIL 9 MpoJaxy mpeaMeTiB (puc. 2.23). Y Toprorig 30epiraeTbes 3MiHHA
Availableltems, sika MICTUThb IEpeliK IpeAMETIB, JOCTYHNHUX JUIS MPHIOaHHS.
I'paBents MoOke mpojaTH OyJb-sIKI HEMOTPIOHI TpeMETH 31 CBOTO 1HBEHTApIO,

3a3BMYail 32 HUKYOIO LIHOO, HIXK I[IHA KYMIBJI (pHc. 2.24).

[l11x016, HelCOPOMCHMIiy:

TIIbKH AKICHI BUTPaTHi

MaTeplaiH

Kynutu
-

[Tponarw

Buiith

Pucynok 2.23 — B3aemoist 3 TOpropiem

& Mavienbra Anitedka x| S’ EPHBEHb NMalieHbkayAITe
W CnoprueHa dopma x2 10 rpHBeHb :
EleBein A0 1) Lo W KW J1EEKO
I [yuu YepeBuuku X2 5 rpHBEHb i :
['yun YepeBuuku x FPUBEHE HTOMILIA 5 T2\ pitt. Kol

)BIHOE L IS OAMHHILL

llpoaiatH Flasan

Pucynok 2.24 — BikHo npogaxy

Indopmarist mpo Bei irpoBi npeaMetu 36epiraetrbes B Tadmuii DT Items, e

KOKeH 00'ekT mae Halip mapametpiB. Cepell HUX — MOXIJIMBICTh CKIIIpyBaHHS,
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BUKOpPUCTAaHHS B 000, BapTicTh TMOKYNKH Ta TMpOAaxy, a Takoxk OOHycH 10

XapaKTEPUCTHUK, SIKI 3aCTOCOBYIOTHCS, AKIIO 1ie 30post un obnagyHku (puc. 2.25).

Noxexsa cokmpa g

Pucynok 2.25 — Jlani nipo nipeaMeT 3 Tabmuri DT Items

2.5.3 ABepi

B3aemojist 3 iBepuMa y rpi 1€ KJIFOYOBHH €JIeMEHT TeMMIUIC0, IO HaJae
3MOTY TIepecyBaTHCs MiX TIPOCTOpaMH, BIJIKpHBATH HOBI JINSHKHA. YcCi JBepi SIK
00’ekTH peanizoBaHi K akTopu TUIy BPA InteractObj, 3 koMmoHeHTaMH, KOTpi
CTEXKaThb 3a MOMKIIMBICTIO B3a€MO/II1 Ta KOPUI'YIOTh CBIM CTaTyC BIAIIOBIJIHO 10 YMOB
TpH.

VY 1104aTKOBOMY CTaHi, KOJIM T'paBellb HaOJIMKAETHCS JI0 ABEPECil, BUCBIYYETHCS
CIielliaTbHAN 1HAUKATOp, KU CIIOBIIIAE MPO MOXKIMBICTE B3aeMOJii (puc. 2.26).
Skmo JBepi 3aMKHEHI, CHCTEMa BHJA€ BIIMNOBIAHE CIOBIIMICHHS, CKaXIMO,
«3aunHeHO» abo «IloTpibeH kmrou». Y Takii CHUTyallil rpaBellb MyCHTh 3HAWTH

HEOOX1IHUI IIpeIMET, 00U BUIKPUTH JOCTYII.



46

Hartucuite E m1a B3aemoii

Pucynok 2.26 — JIBepi nepe B3aEMOJIIEIO

Komm BHMOr®m JoCTynmy BHKOHAHO, JABEpl BITUUHSIOTHCS, 1HIIIIOOUN
3aBaHTa)KCHHSI HOBOi CIICHH 4YM IICPEHECCHHS IIEPCOHa)ka y HOBY o0iacTh (puc.
2.27). 3MiHa cTtaHy ABepeil BIJIOYBAE€TbCS pa3oM 3 aHIMAIIIEI0 3aTCMHCHHS €KpaHy,

3BYKOM Ta TUMYACOBUM OJIOKYBaHHSIM KepyBaHHS, 10 TapaHTY€ IJIABHUI Tepexis.

Pucynoxk 2.27 — HoBa 5okairist miciist B3a€MO/IIT 3 IBeprMa
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2.5.4 306epiranns irpoBoro nporpecy

J1u1st 30epesKeHHS JOCSITHEHb Y TeHMILIET BIPOBAKCHO CIICHIAIbHOTO
aKTopa, IKMil BUKOHYE POJIb KOHTPOJBHOI TOUKH. 330BHI BiH ITOCTAE SIK 3BHUAHHHM
KyO, 1110 [IOMITHO BIJPI3HSETBCS Cepell PeIlITH 00'€KTiB HABKOJIMIITHLOTO
CepeJIOBUIIA.

[Ipu HabGamKenHi 10 Ky0a Ta akTUBaLIll B3aeMoIi1 BIIKpHBaeThest world
interface — iHTEpdeiic kopucTyBaua, KOTpHI 3'IBISIETCS O€3MOcepeTHBO Y CBITI
rpu. Bizgpa3y Bi1oOpa3uTh BIIIOBIIHY KaTeropito 30epeikKeHHs, JIc MOXKHa
CTBOPUTH HOBHU cJIOT (puc. 2.28). ITicis 30epekeHHs rpa (hiKcye MOTOYHUN CTaH
MIpoTpecy: MO3MITII0 TPaBIls, TPOIIIi, IPeIMETH, PIBEHb MEPCOHAXKIB, BIIKPHTI

CYHIYKH Ta BOUTI BOPOTH.

ﬂepesamtcam

Micueanaxo/pkenns: SaveRoom

ac: 0:00:33 3arpy3utu

CTBOpHTH HOBHIi CEIiB

Pucynok 2.28 — Intepdeiic 30epiranus

2.6 Cucrema giajoris

2.6.1 PeaJrizaniss KOMIOHEHTY Ta IHTepgeiicy

Cucrtema pianoriB BTineHa depe3 kommoHeHT BPC Conversant (Tabin. 2.7),
110 BI/IMOBIJA€ 3a 3aIlyCK, 3aBeplIcHHS Ta 00poOKy nofdii mianory. Ilpu akruBartii
T1aJIOTy CTBOPIOEThCS 1HTepdelic, SKHil OIOKye B3aeEMOJII0 3 O0'€KTaMH CBITY,
BijoOpaxkae Ul ta mae 3mory obparu BianoBiab. Jlorika iajoriB BigoOpakeHO B
monarky /Jl.

ITomis Start Conversation 3amyckae IodaTok mianiory. BoHa akTuUBye
BBEJIEHHS 1  TpaBIs, CTBOPKOE Ta  JOJa€ HA  €KpaH  BIDKET
WBP_ ConversationMain, nepemukae pexxuM yrpapiinis Ha Ul, a Takoxk akTUBYe

Kypcop muiii. Yci o0'ektu B3aemojii tunmy BPA InteractObj mpuXoByIOTH CBOI
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koMrioHeHTH UlnteractionComponent, 110 yHEMOKIIHUBIIOE B3a€EMO/III0 TPaBI 3
HaBKOJIMIIIHIM CBITOM JI0 3aBEpIICHHS J11aJIOTy.

ITomis End Conversation moBepTae Tpy JI0 3BHYAiiHOTO IrpOBOTO CTaHY.
Kamepa noBepraetbes o rpasis, Bugansierses: Ul iHTepdeiic, 3HOBY aKTUBYEThCS
BBEJICHHS Ta TeWMIUIeHHMH pekuM. [IprxoBaHI KOMIIOHEHTH B3a€MOJIii CTalOTh
BUJIMMHUMH, JO3BOJISIFOYM T'PaBLIEB1 BIHOBUTH B3a€MO/IIIO 3 IPOBUM CEPEIOBUIICM.

Mexanizm Dialogue Event Trigger 1ae 3Mory 3almycKaTH JI0/IaTKOB1 OIT M1
yac Jiajory Ha OCHOBI iMEHOBaHHMX TpurepiB. lle, Hanpukiiaa, Moxe OyTH 3aIycK
aHIMalIlii, IporpaBaHHs 3BYKY, a00 aKTHBAIlisl KaTCIICHU.

J{ns1 peamnizariii iHTepdeiicy BUKopucTOBYIOThCS BikeTh WBP Conv Main,
WBP Conv_Answer ta WBP Conv NPC, sxi BiANOBIIalOTh 3a B1J0OpaX<CHHs
perutik NPC, BapiaHTiB BIJIIOBiJIell TpaBIld Ta 3arajbHy JIOTIKY jiajory. ¥
WBP Conv_Main Takox peanizoBano flipbook-animanito, sika 3MIHIOETBCS B
3aJIe’KHOCTI BiJ] aKTUBHOTO TIEPCOHAXa, TO3BOIISIFOYHN Bi3yalbHO BiI0Opa3UTH TOTO,
XTO TOBOPUT.

Ve cTpykTypa Alanmory 3udTyeThes 3 Tabmuii DT Conversant (puc. 2.29),
sIKa MICTHTB 1€papXilo peIulikK, iXHiil Tekcr, 1D, criBpo3MOBHUKa Ta 3B'S3KH MDK

BITITOBIJISIMH.

Tabmurs 2.7 — KOMIIOHEHTH CUCTEMH J1aJIOTy

Komnonenr Tun Ipn3navenHsn

BPC Conversant Actor lTomoBHa J1orika 3amycKy/3aBeplieHHA Jialory Ta

Component | Tpurepis

WBP Conv Main User Widget | OcuoBamii Ul-iaTepdeiic miaaory, KOOpAHHYE PEIUIIKH,

BiamoBigi Ta Flipbook-animarriro

WBP Conv Answer | User Widget | KHOIKH-BIIITOBIZII TpaBIsl 3 MOMIHBICTIO BHOOpY 1

3BYKOBHM BIATYKOM

WBP_Conv_NPC User Widget | Bijjo6paskae perniky NPC y mianorosomy iHTEpdeiici

DT Conversant Data Table Tabmurd, mo MICTHTH Yyl peIvIiKH, IXHil Tekct, ID,

3B S3KH Ta MeTa-JaHl
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Pucynok 2.29 — Ilpuknaja Tabnuili 3 AiaJoroM

2.6.2 JIleMmoHcTpamis jgiajory

[Tepmr HIK B3a€MOMISATH, IpaBellb OaduTh MepcoHaxka y Ipi - NPC
po3TanioBaHWil Y BU3HaU€HOMY MicIll Ta o4ikye. Komau rpaBenr HaOMMKaeThCs Ha
noTpiOHyY BiJcTanb, Haj NPC 3'BisieThbCsl 3HAK (IHAUKATOP), SIKKH CIIOBIIIAE PO
TOCTYITHICTB B3aemoii (puc. 2.30).

Komm rpaBens po3nmodnHae Jiajor, Ha eKpaHi 3'IBIS€ThCS J11aJIOTOBE BIKHO
(puc. 2.31). CucreMa aBTOMaTHYHO IIEPEKIII0YaE paKypc KaMepu, OJI0Ky€ 1HIII /i1 B
oToueHHI, nokasye inTepdeiic WBP ConversationMain 3 Tekctom peruiiku NPC. B
IbOMY BIKHI TakoX BiJoOpakaeTbCcs MEPCOHAX, IO TOBOPUTH, 3a JIOMOMOTOIO
flipbook-animMartii.

Kot Hactae yac BUINOBIAL I'paBIs, 3'ABISETbCA HaOlp MOMIMBUX PEILIIK, 3
SIKMX MOJkHa oOpatu ojiHY (puc. 2.32). Ilicns Bubopy BapiaHTy IpaBellb BIUTUBAE Ha
oJaJIbIIHI Hepedir po3MoBH. B3aeMo/1isl CyIIpOBOJIKYETHCS 3ByKOBUMH ¢(heKTaMU
Ta mepefadero 1IeHTH(IKaTOpiB B CUCTEMY JIJIs 3aBaHTaKEHHS HACTYIMHOI TUIKH
Iiajory.

B miamorax MoxyThs OyTH mependadeHi MOJil, SKi BIUIMBAIOTh Ha ITPOBHH
npoiiec. Hanpukiag Ha MOMEHT, KOJIM 1]l 4ac PEIUIIKA aKTHBYETbCS OIS, 110
3MIHIOE TO3MIIII0 KaMepHu - Iie peaiizoBaHo uepe3 Dialogue Event Trigger (puc.

2.33).



[puBiT “npymmi.’

Pucynoxk 2.31 — IHTepdeiic aianory micas modaTKy B3aeMOJIIT

| Bitaro, Yie. Sk nactpii?

| : - ;
| [IpusiT. Yum TH TYT 3alimacuics?

Pucynox 2.32 — O0upaHHs peIuIiKi rpaBleM
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Pucynoxk 2.33 — 3mMiHa KamMepH IIiJ1 4ac Iiajiory

2.7 tyunnii inTesiekT NPC

2.7.1 Kounenuisi poooru I

Htyynuii i#Tennekr NPC y rpi BTUIGHHMH 3a JIOIIOMOIOK THYYKOI
MOBEIIHKOBOI MoOjIeNli, fIka Jla€ 3MOTy IIepCOHa)kaM TIPUCTOCOBYBaTH CBOIO
MOBCIIHKY J10 pi3HUX o0cTaBuH. OCHOBHHUW HIpUHIUII poOOTH Oa3zyeTbcs Ha
IIPOCTHUX, aJi¢ JIIEBUX CTaHaX: aTPyJIIOBaHHA, BUIbHE IICpPECYBaHHS, IICPECIIlyBaHHS
TpaBIIs Ta TMOMIYK MIiCIsl 3HUKHEHHS 3 TIOJIS 30DYy.

Komm rpaBenps BificyTHIM y mom 30py, NPC i€ 3rijHO 3 BH3Ha4YeHOIO
MOBEIIHKOIO: SIKIIO € MapUIPYT, BIH MAaTPYJIIOE 110 TOYKAX; SKIO MapIIpyTy HEMAE,
BUIBHO MEpeMIllyeThesi Tepuropieto. Akio Bopoxkuit NPC romivae rpaBis, BiH
MOUMHAE€ aKTHBHE TepecililyBaHHSA. Y BUIAJKy BTpaTH Bi3yalbHOTO KOHTaKTY,
Bopokuiit NPC npsimye 10 0CTaHHBLOI BIZIOMOT ITO3MIIT I'paBIlsl, HAMAralouuch HOro
BIIIITYKAaTH.

He Bci HeirpoBi IepcoHakli BHSBJSAIOTL BOPOXKICTh. 3BHYAMHI MEIIKaHIIL
BipTyallbHOTO CBITY HailluacTillle He pearyioTh Ha TOSIBY TpaBIld, 3aiiMalOuiCh
CBOIMH clipaBaMH a00 pyXalouuch 3aJaHIMHU MapHIpyTaMH, 1[0 CTBOPIOE BiTUyTTS
KUBOT JIoKalli. BoHM MOXYTb XOAWTH, 3yHHUHSITUCS, 3MIHIOBAaTU HAMPAMOK PYXY,
ajle YHHKAIOTh B3aEMOJIii, SIKIO Ile He TependadeHo cIieHapieM KOHKpPeTHOT
cuTyarlii. Brim, rpaBelib Moke BIUIMHYTH Ha iXHIO TIOBEJIIHKY, TIEPEKPHUBIIH TIISX.

Tomi NPC aBroMaTtuyHO 3MIHMTH TPA€KTOPil0, OOMHHAIOUM IIEPEHIKOY, adu
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AIcTaTHUCS JO MiCI TpU3HAUeHHs. 3araJbHUM aJrOpPUTM JIOTIKH TIOBEIIHKH
Bopoxkux NPC 300pakeHo Ha pucyHKy 2.34. PeanizoBaHe JIepeBO pillIeHb 3a IIUM

aITOpPUTMOM 300pa’keHO Ha PUCYHKY 2.41

TTouatok

Baurmvo rpasna?

Hi

OCHOBHI TOUKH

IATPYTIOBAHHA? TlepeciayBannd 3a

TpaBIeM

Tpapens y noni
30py?

TIaTpyTHOBaHES 10
TOYKAM

BiisHe nepecyBaHHs

?_VXH(MOCB J0 TOYKII,
e B OCTAHHIII pa3
Bawm abo gy

TpaBLA

Mapmpyt
3apepleHo?

['pasens
3HAiAeHMT?

Pucynok 2.34 — Anroputm noBeiinku NPC

2.7.2 IncTpyMeHTH peaJti3amil

JIns  BTUIEHHS IITYYHOTO 1HTEJIEKTYy HEITpOBHX IIEPCOHaXIB y TIpi,
BUKOpHCTaHO cTaniapTHi 3acodu Unreal Engine — Behavior Tree, Blackboard, Al
Perception, a Takox HaOip BiaacHux Task-3aBrnaHb.

Behavior Tree (mepeBo moBeaiHKHN) — I1e OCHOBA IS MPpUIHATTS pimeHb NPC.
BoHo ¢yHKIIOHYE 3a IPUHIMUIIOM l€papXii: BpaxOBYIOUM YMOBH Ta Pe3yJIbTaTH
BHUKOHaHHSA ToniepeHixX i, NPC mepexoquTh 40 HACTYITHOTO JIOTIYHOTO OJIOKY.
Came JepeBO BH3Ha4ae IOCIIJIOBHICTh JII IepcoHa)a: MaTpyJIIOBaHHSA, PyX JI0

TOYKH, HepeCJIi,D;YBaHHH T'paBIIs TOIIO.
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Blackboard — 11e cTpykTypa JaHUX, III0 MICTUTh 3MiHHI, BaXKJIUBI JIJIS iepeBa
noBeAinku. Hanpuknan, rpaBep SIK 3MIHHA Ta OCTaHHS BiJJoMa IMO3MIIISI TPABIIs.
Blackboard BucTymae mocepeJHHKOM MiX ITPOBHM CEpPEJIOBHINEM Ta JIOTIKOK B
Behavior Tree.

3apmanHsa (Task) — me ©0a30Bi Kiacu, MO0 BU3HAYAIOTh KOHKPETHI [ii Yy
Behavior Tree. Peanizanis BigOyBaeThes yepes neBHi noxii: Event Receive Execute
Al (3amyck 3amaui) Ta Finish Execute (3aBepilieHHS, 3 TOKa3HUKOM YCHIXy YH
npoBaiy). Task-u narote 3mory NPC, Hanpukiaza, rnepeMiniaTiucs J10 IeBHOI M,
OUIKyBaTH, MOBEPTATHCS JI0 IMOYATKOBOI TOYKHM a00 BMKOHYBATH 1HIII Mii, IO
BHU3HAYAIOTHCSA JIOTIKOIO JiepeBa MOBE/IHKH.

Al Perception — ne cucrema ceHcopHoro crpuiiasaTts B Unreal Engine, mio
J03BOJISIE HEITPOBUM IMIEPCOHAKAM pearyBaTH Ha 3MiHH Y HaBKOIIMITHBOMY CBiTi. Y
IIPOEKTI Mepe10adyeHO BUKOPUCTAHHSI BOX OCHOBHUX THIIIB CEHCOPIB: 30py (Sight)

Ta cryxy (Hearing) (puc. 2.35).

AlController

B [ He-

Variable
Sockets

4 Al Perception

+
=1

2 Array el

Al Sightconfig v Rl

=
£
4
£

<

g
=3
Ya

=
r,

e

VE

1o 0]
2000 ]
2000 0]
0 )
EEN

0 ]
255 )

o0 ]

Al Hearing config R diRe]

Dominant Sense m - D x

Pucynok 2.35 — HanmamryBanast komnoneHTy AlPerception
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Cencop Sight BiamoBijjae 3a BUSIBJIEHHS 1HIIMX 00'ekTiB y moii 30py NPC.
MoskHa peryJoBaTH oro napaMeTpH, BKJIOYaloud JalbHICTh OIJISIAY, KyT OTJISIY,
TPUBAJIICTh YTPUMAaHHS IIUII TIICTIS 3HUKHEHHS 3 TI0JIs1 30py Ta 1HIIe. 3a IOMOMOT0l0
30pOBOr0 CEHCOpa MOXKHA CIIAKYBaTHu 3a rpasueM, iHmmMMH NPC abo o6'ekramu B
I0JI1 30pYy.

Cencop Hearing pearye Ha 3BYKH, SIKI TCHEPYIOTLCS Y CBITI I'PH, SK-OT II1]] 4ac
01Ty, mocTpiay abo akTHBaIlii MeBHUX noiil. NPC Moxke oTprumaTh iHpOopMaIiiro mpo
JDKEPEJIo 3BYKY 1 HAIIPaBUTHUCh JI0 MO0 MIiCIIE3HAX0/KCHHS, HaBITh SKILO caM 00'eKT
HEBHIUMUIA.

Al Perception TicHo mioB’si3aaui 3 Blackboard: mani, oTprmaHi BiJi c€HCOPIB,
3alMCYIOThCS Y BIANOBIAHI KJIIOYI, 110 JO3BOJISIE JCPEBY HOBEAIHKH IIpHIiMATH
pimieHHs, 0a3yrounch Ha MobaueHoOMYy a00 TTOUyTOMY.

o NPC MoxyTb OyTH A0jaHi JOJAaTKOBI KOMIIOHCHTH, HaIlpUKIIaJ,
KOMIIOHEHT TMaTpyatoBaHHS Toukamu. Skmo NPC wmae 1eil KOMIIOHEHT
narpyitoBandsi, Behavior Tree aBroMaTM4HO MIAIITOBYEThCA Iij 1€

BKJTFOUAETRLCS JIOTIKa III’IIUIitIHOI‘O PYXY MDK BU3HAUYeHHUMH TOUKaAMH.

2.7.3 Peajizanisi IITYYHOT 0 iHTEJICKTY

Jlns peamizamii JOTIKA IMOBEAIHKH HEIrPOBUX IIEPCOHAXKIB PO3POOIICHO
cremianbHi 3amgadi (Tasks) y Buriami Blueprint-kiaciB. 1Ii 3amadi BUKOHYIOTH
KOHKpeTHi Jii, 1o 3amyckaroTbes depe3 mofii Event Receive Execute Al Ta
3aBepuIyoTbess BUKIMKOM Finish Execute. OcHOBHI 3agadi JyuIsi INTY4HOIO
IHTEIIeKTY TpejicTaBleHi B Tabmuii 2.8 Ta 1oaatky E.

JIns kepyBaHHS HEIrPOBUMH IEpCOHA)KaMH po3po0iieH] creniaiizoBanl Al
Controller-u Ta xmacm Character (puc. 2.36). BoHM BHKOHYIOTH (PyHKIIii
IepecyBaHHSl Ta pearyBaHHS Ha HaBKOJUIIHE cepefoBuine. I{i KoMmoHeHTH
BCTAHOBIIOIOTh B3a€MOJIII0 MiXK TMOBEIIHKOBHM JIepeBOM Ta Oe3mocepeHBOI0
JIOTIKOIO pyXY, peaKklisIMU Ha I0JIii, @ TaKOXK pealli3aliclo i B MEKax IrpoBOTO
npocropy. Onuc kiaciB BP. NPC ta AlController NPC mnpencraBieHo B Tabmuiii

2.9 —2.10 ta B nogatky E. CTpyKkTypy KiaciB 300pakeHo Ha pucyHKax 2.37 — 2.38.
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Ha3zsa 3agaui

Tun

Omnmnc

BTTTask MoveRandomLocation

Kopucrypaneskuii Blueprint-kiac

[Tepemimenns 10
BHIIAJKOBOI TOUKH B

MeEXKax 3a1aHOT O

pajiycy.

BTTask Patrol

Kopucrypaneskuii Blueprint-kiac

[TarpymtoBanHs 110
3a3/aeriab
BH3HAYEHHM
TOYKAM 3TITHO 3
JIOTTKOIO

AiBehavior.

BTTask ClearBlackboardValue

KopuctyBanpkuit Blueprint-knac

Ounmnienas
BKa3aHUX KIIIOYIB Y
Blackboard JiniE: |

CKHOaHHA cTagy

[OBEIIHKH.
Move To Boynoeanmnii (Unreal Engine) [lepemimenns 1o
BKazaHOi 1um abo
TOYKHU Ha Marll.
Wait Boynosanmii (Unreal Engine) 3aTpuMKa Ha

IEBHHIT Yac mnepen
BHKOHaHHAM

HACTYyMHOT Jiii.

AlController_NPC BP_NPC1_Child BP_NPC1_Child2

BP_NPC1_Child3

Pucynok 2.36 — Kontponep Ta knacu Character




Tabmuns 2.9 — Omuc BP. NPC
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HazBa Tun Ipusnavensus

Komnonenra

Capsule Collision Buznauae kysicil MeXI1 TIEPCOHAXKA,

Component Component BUKOPUCTOBYETHCS JUIA 3ITKHEHD

Arrow Component | Arrow CyXHTB JUIsl BI3yaJIbHOTO BIJIOOpaKeHHS HalpAMY
Component

Mesh Skeletal Mesh BinoOpakae TpHUBHMIpPHY MOJiellb IIepcoHaxa 3

aHIMaIlCIo

Character Movement Kepye nepecyBaHHAM HepcoHa)ka. 3a/1a€ MIBHAKICTE,

Movement Component IpaBITAIlIIO, IPHCKOPEHHS

NavigationInvoker | Navigation AKTHBYe mOOYIOBY HaBITamiifHOI CITKH ITOOIH3Y
Component HepcoHaXa IiJ| 9ac pyxy

AlBehavior Blueprint Jlo3BoIIsIe 3a1aBaTH TOUKH MAaTpyIrOBaHH 11t NPC
Component

OptimizationProxy | Blueprint Biamoeiiae 3a  onTHMIZAiKD  IPOXYKTHBHOCTI,
Component Binkmodarogn joriky I mo3a momem 30py rpaBIs.

Tabmuis 2.10 — Onuc Al Controller NPC

Hazga Tun IIpu3Hauenns

KommnoneHnTa

Transform Scene MicTuth iH(OpMario mpo Mo3umio, odepTaHHA Ta

Component Component MacmTab KoHTpollepa y CBITI.

(Inherited)

Path Following | Al Path | Bianogrijae 3a nepecyBaHHs areHTa 3a oOy/JOBaHUM

Component Component MapHipyToM HapBirari.

(Inherited)

Actions Comp | Pawn  Actions | BukopucroByeThesi s KepyBaHHA  Jusmu Al

(Inherited) Component (mampuxtana, MoveTo, Wait, Sequence Tomio).

AlPerception Al  Perception | O6po0iisie 30pOBI Ta CIIYXOB1 CTUHMYJIH, pearyrun Ha
Component HOSIBY IpaBIlst abo 3BYKH.
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Jompone

r="
[ [

*+AddComporient = 3#
" = Compile : GraphShot
# BP_NPC(self)
Viewport 1cti
4§ Capsule Component (CollisionCylinder) (Inherited) .

&, Arrow Component (Arrow) (Inherited)
¥ Mesh (CharacterMesh0) (Inherited)

fChalacler Movement (CharMoveComp) (Inherited)
'. Navigationinvoker
#, AlBehavior

OptimizationProxy

== EventGraph
4Functions (32
* ConstructionScript
Macros
4Variables
4 Components
OptimizationProxy
AlBehavior
Navigationinvoker

Event Dispatchers

Pucynok 2.37 — Kmac BP. NPC

f Run Behavior Tree

Return Value

ph

vent BeginPla

arget Perception Updated (AIP =, _—
S Pt © Handle Sight Sense > Handle Sound Sense
< On Target Perception Updated (AlPerception)
/ nstr onScript » » » »
f Handle .
f Handle 8 Actor . Target [ self |
Macros R \ Stimulus

4Variables Stimulus
4 Components

AlPerception

Pucynoxk 2.38 — Kimac Al _Controller NPC
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OkpeMor CKIaJ0BOIO peanizallii € koMnoHeHT AiBehavior, Skuii 103BoIsE
BHU3HAYATH NULIXU naTpyaroBanHs 11t NPC, a Takok HaJIallTOBYBATH iX MOBEIIHKY
Ha IUX MapmpyTax . Y pexnMi Loop mnepcoHak pyXaeThcsi BHU3HAYEHUM
MapHipyTOM LHMKJIIYHO, Oe3nepepBHO MOBTOprotouM Horo. Ilicis nocsirHeHHS
OCTaHHBOI TOYKH, BiH CTapTye cmodaTky. ¥ Bumajky Return, NPC matpyroe
MapuipyT y JBOX HalpsSMKaXx: IIiCJIsl JIOCSTHCHHS KIHLIEBOI TOUKH, PyX BiJIOYBa€ThCS
y 3BOpOTHOMY mopsKy. Pexxum None nepenbaudae oJHOpa30Be MPOXOIKEHHS
MapuipyTy, MICJISI 4YOro IEPCOHAX 3YMHHSETbCS 1 NPUIHHSIE pPyX. Takox
BIIPOBA/PKCHO HAIAIITYBAaHHS 4Yacy Jisi KOHKpPETHOi Touku, cKuibku NPC Oyne
OUIKyBaTH Ha pI3HUX 4YacTHHAX MapmpyTy. HanamTyBaHHS KOMIIOHEHTY

300paxkeHo Ha pUCYHKY 2.39.

*» AlBehavior (Inherited)
Search Details D %

4 Default

4 Patrol Path 3 Map elements + @ -

AlObject_PatrolPathPointa » O *
AlObject_PatrolPathPointd » 0O *
AlObject_PatrolPathPoints » 0O #

Patrol Path Outcome Loop

F{-':Ln n
PRETS None

Pucynok 2.39 — HanamryBaunst komnonenry AlBehavior

JI71s1 BcTaHOBJIEHHS B3a€MO/I11 MIJK JIOTIKOIO TIOBE/IIHKH JIepeBa Ta 30BHIMIHIM
cepepoBunieM, po3podieno Blackboard Keys. Boun BucTynawoTh SIK 3MiHHI, 1110
30epiratoTh BaXKJIMBI IaH1 TIPo 00'€KTH, I YA KoopAUHATH. 1{1 KITF0U1 € CKJ1aJJ0BOIO
YaCTHUHOIO JIepeBa PillicHb Ta IIUPOKO 3aCTOCOBYIOTHCS IPH HPUHHATTI PillICHb
NPC, nig yac narpylroBaHHS, BHSBICHHS TIpaBliB Ta BHOOPY BIINOBIAHOL

noBeAiHKU. Orysi] KimrodiB 300pakeHo B Tadmuili 2.11 ta Ha pucyHky 2.40.
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Taomumg 2.11 — BlackBoard xmroui

Ha3zBa kiaioua Tun IMpusnavenns

SelfActor Object | CranlapTHHIl KIIFO4Y, TIOCHJIAaHHA Ha camoro cebe, 110

aBToMaTH4gHO nomaeThbea Unreal Engine

TargetLocation Vector | KoopjiuHatn Hamoro rpaeis, AKlI CTBOPIOKOTHCA IJI 4ac

KPOKIB T'paBIIst

TargetActor Object | O0'ext Tumy rpapms (BP Character World), na axuit NPC

(oKyCye CBOIO yBary IpH BUABIICHHL

LastKnownLocation Vector | Octanns BiloMa mo3utis rpari, Sky NPC 3adikcyBas

nepe]] BTPaTolo 3 MO 30py

.%. Blackboard -®. Blackboard Details

.':J Search Details
> 4 Key
New Key

4Keys

Entry Name TargetActor

SelfActor ° _ B
= TargetLocation oy _.

BR3¢0+ x>

== LastKnownlLocation instance Synced I

4 Parent

Parent

Pucynok 2.40 — Knroui B BlackBoard

VY nepeBi pillieHb, 10 300pa)keHa Ha PUCYHKY 2.4 1, JUIsl BOPOriB peajizoBaHo
po3raiyxeHy CTPYKTYpy, o Oepe mouatok 3 By3ia Root. I1eit By3011 BUKOHY€E poIib
BIJIIPAaBHOI TOYKH, 3BIJIKU aKTUBY€eThes Best jorika 11I1. Jlani nepeBo po3ropraeThest
0 OCHOBHHMX BY3IB, cepell skux Sequence, Selector ta Blackboard Based
Condition, nio 3a0e3neuytoTs NPC MOXIHBICTh TIpHMMATH aJJaliTABHI PIllIeHHS

3aJICIKHO B1JI IOTOYHOT CUTYallli B IFPOBOMY IIPOCTOPI.
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u] Chase Selector
- Blackboard Based Candition

?
£ Roaming Sequence v

~J Blackboard Based Condition
s Chase Sequence

s Mave To o v BTTisk CleaBlackbonrdVaue
° "o BTS Set_Speed
we Move To LU

‘es BTS_Set_Speed
.
“» . "
() Blackboard Based Condition ) Blackboard Based Condition () Blackboard Based Condition
L] o L ]
42 Investigation Sequence 2« BTTask_Patrol =3 Sequence
a TV 2
"o BTS Set_Speed
; I e ¥
L o = L a

1 * - )
wa Move To CIWalt 24 BTTask_ClearBlackboardValie 24 BTTask_MoveRandomlocation {7} Wait

s “w
"o BTS_Set_Speed

Pucynok 2.41 — JlepeBo pitieHs Bopoxkux NPC

Byzon Sequence 3acTocoByeThCs /i TOCIHIIOBHOTO BUKOHAHHS 3aBJ/IaHb:
KOYKHE HACTYIIHE 3aBJlaHHS 3allyCKA€ThCsl JIMILE IIC/8 YCHIIIHOIO 3aBEpUICHHS
HONepeIHbOr0. Y BHIIAJIKY, SIKIIO X04a O OJHE 13 3aBJaHb MOBEPTAE pe3yJbTaT
Failed, Beck Sequence 3aBepiryeTbest Hepano, i I mepemMukaeTbes Ha 1HITY TLIKY
JIOT1KH.

Selector, Ha BiAMIHY BiJl Sequence, mpu3HAYeHHUI I BHOOPY OJHIET 3
MOKJIMBHUX JI1H. BiH MMpOX0o uTh uepe3 cBOI JIOUIpHI €JIEMEHTH JI0 THX TP, ITOKH OJIUH
3 HUX He 3aBepiuThes yemimHuo. Le no3Bonstge NPC pearyBatu Ha 3MiHY 00CTaBUH:
SIKIIIO TpaBellb IOMITHHI — aTaKyBaTH, SKIIO TUIBKH YYTHO — MEPEBIPUTHU HKEPEIIO
3BYKY, SIKIIIO KOJTHUX 3MiH — IPOJIOBXKYBATH MaTPyIIOBAaHHS.

Blackboard Based Condition BUKOPHUCTOBYETLCS [IJIsi IIEPEBIPKU JaHUX Y
Blackboard. Ile no3BoJsie 3amyckaTd KOHKPETHI Jii TiLIBKH 3a HasBHOCTI IEBHHX
yMoB. Hampwukiman, skmo B kimrodi TargetActor 30epexeHO 00’€KT TpaBlid,
aKTUBYEThCSA IIOBEIIHKA IepeciiayBaHHA. KO X el KiIod BiAcyTHIH abo
MOPOKHIM, BIJIMOBIJIHA T1JIKa JIepeBa HE aKTUBYEThCA. Y po3poOIeHOMY JepeBi Iei
THUII TICPEBIPKU 3aCTOCOBYETHCS Maibke repeli KOYKHUM 3aBJaHHIM, 3a0e31euyoun
MOCTIMHUM MOHITOPHHT cTaHy NPC MpoTAroM yciei rpH.

Ha BiiMiHy BiJ1 BOPOKHX TIEpCcOHaXIB, Mo KepyroThes 11, 3suuaitni NPC He

BJIAIOTLCS JIO AJITOPUTMIB CHPUHHATTS. IXHIH QyHKIIOHAI OOMEXKEHUH IPOCTOIO
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CTPYKTYpPOIO JIiii, IO BiAMOBIAa€ BUKITIOUHO 3a MePEeMIIIEHHS JOKAIIIE€l0 3a 3aJaHUM
HUBIXoM. [XHS mporpamHa Jiorika He BKJII0Ya€e akTUBHOI B3a€MO/IIT 3 TpaBLEM, IIPOTE
rpaBellb MOXe BIUIMHYTH Ha MapHipyT HEirpoBOro IIepcoHa)ka, MepeKpHBIIN

nopory. Crpoleny Bepcito aepesa 1iist apy:kHix NPC 300pakeHo Ha pUCYHKY 2.42.

K. ROOT

BB_NPC

\4
o
g
w’ Selector

Selector

n / v .

=¢ BTTask_Patrol i Sequence
BTTask_Patrol Sequence

v

4 5
=¢ BTTask_MoveRandomLocation & Wait
BTTask_MoveRandomLocation: Wait: 2.0+-1.0s

Radius: 10000.0
Acceptance Radius: 100.0

RS BTS_Set_Speed

BTS_Set_Speed:

Speed: 100.0

Pucynok 2.42 — JlepeBo pimeHs 38udaiiHux NPC

2.7.4 lemouctpauisi po6oru LI

IlepcoHaxi BHKOPHUCTOBYIOTh HaBiramiiHy citky NavMesh (Mepexa
Hagiramii). Ile creniainizoBana cucremMa, 1o OyayeTbes Ha OCHOBI reoMeTpii piBHS
Ta BHU3HAyYa€e JUISTHKH, Je MepCcOoHaXl 3[aTHI pyXaTHcsi. Y BIKHI peJakTopa, IpH
akTuBarlii pexnmy '"Navigation", BoHa 300paka€TbCsl Y BHUTJISA/II 3€JI€HOI CITKH.

Came Ha ocHOBI 11i€i ciTku NPC o0uparoTh Hallkpalyil NUIAX JIO CBOET LI,
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OMUHAIOUH TIepelIKOAN Ta BpaxoBYIOUHM OcOONMHMBOCTI pyxXy. Ha pucyHky 2.43

MOYKHa 1100a4unTH, 5K 3Bu4aitni NPC nepecyBaroTbes, BUkopuctoBytoun NavMesh.

ra
[
'M i 'f";" .',“"l

Pucynok 2.43 — HeirpoBi nepcoHaxi pyxarwThcs o NavMesh

PosrisiHemo npukiiag Bopora, KOTpuid BUKOpucToBye cucremy Al Perception
JUISL pearyBaHHS Ha rpaBls. HaBKOJIO HBOTO pO3MIIIEHO KOJIBOPOBI cepH, KOTpi
JEMOHCTPYIOTh 30HHM CHPHHHATTS. 3elieHa cdepa Hokazye 00J1acTh 30pOBOTO
cripudHATTS (Sight), To6TO Mone 30py NPC. JKoBTa cepa mpeacTaBisie 30HY CIyXy
(Hearing), ne Al 31aTHHI 4yTH 3BYKH, HallpUKJIaJl, KPOKU TpaBlisd. SIKIIO rpaBelb
MOTPAILISIE B OJIHY 3 IIHUX 30H, CHCTEMA PEECTPYE HOTo SK IIJIb JJIS CHOCTEePEKEHHS
abo 1epeciiilyBaHHS.

1L

ITpu akTuBarlii debug-pexumy uepes Al Debug (Hanpukiaj, knasima “”” abo
KOMOIHaIlisl KJIaBilI), po3pOOHHUK MOKe MOOAUYHTH TOBHY CTAaTHCTHKY OOpaHOTro
HEIrpoBOTO MEPCOHaXKa: sIKa MOBEiHKAa BUKOHYETLCS, Y OAaYUTh BIH I'paBIls, SIKI
camMe CeHCOPH CIIpaIfiOBalIH, a TAKOK Bi3yali3allito 30H 30py Ta ciiyxy. PucyHok 2.44

JEMOHCTPYE 30HU CIPUHHATTS Bopora 3a nonomorow Al Perception.
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Pucynok 2.44 — 3onu cupuiinarts Al Perception

Ko rpaBenib OnUHSIETBCS Y 1M0J1 30py abo B 30H1 yyTHOCTI, Al Perception
aKTHUBY€ETHCS, BUAUISIOUH IIUTH CIIEIIaJIbHOIO ceporo — 3elIeHo10 (31p) abo KOBTOHO
(ci1yX), B 3aJICKHOCTI BiJI TOI'O, SIKMI KaHall CIIpUHHATTA 3adikcyBaB rpasus. [licis
BUsIBIeHHS TpaBisd, NPC oTpumye iHpopMallito po HOro MoIokKeHHS Ta 3amycKae
IIOBEIIHKOBE JICpeBO LIS mepeciiayBanis. Ha pucynky 2.45 moka3aHo MOMEHT,

KOJIM CHPAllbOBYE CIPUUHSTTS 1 pO3IIOYHHAETHCS IIepeCiIilyBaHHs TPaBLIS.

Nlarkboard (ansst. DH_NPC)
eaia e

Pucynok 2.45 — PearyBanns Bopora 3a qonomoroto Al Perception
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2.8 Cucrema 3BYKOBOI'O CYIIPOBOIY

Y mporeci CTBOpEeHHST TpH  BIPOBAHKEHO TIOBHOIIHHY CHCTEMY
aylloCcyIlpoBO/y, sika BKIIoUae B cebe my3uky. Unreal Engine Hajgae miaTpumky
pi3HHX (hopMaTiB ayio, cepe/ AKUX HaWIIOMIHUpEeHiIi - e .wav, .ogg Ta .flac. [{ns
JOCSATHCHHS HaAMBHINOI SIKOCTI Ta CYMICHOCTI, BCl 3BYKH BHUKOPHUCTOBYIOTHCH Y
dbopmarti .wav.

KintouoBuM eneMentoM cuctemu € Sound Cue — crieniudiuHui ay1io-pecype,
SKAWA J03BOJISIE KOHCTPYIOBATU CKJIAJHI JIAHIKOKKHA TPOrpaBaHHSl 3BYKY 3a
JOTIOMOT OO0 Bi3yallbHOTO iHTepdeiicy. 30kpemMa, 3a JonoMororo Sound Cue BTiIeHO
IUHAMIYHE IICPEMUKAHHS MDK My3HYHUMHU ¢parMeHramu. Ilepma wyactuna
KOMITO3HIIIT BIITBOPIOETHCS OJIMH pa3, MICIs 90To BIAOYBA€EThCS MEpeXia 0 ApyToi

YaCTHUHH, SIKa IIPOTPAETHCS B UKITUHOMY pexkuMi (puc. 2.46).

Output

“Wave Player : WantToBeClosePart1
put @

Loaping Wave Player : WantToBeClosePart2

Pucynok 2.46 — ®parment My3uku uyepe3 Sound Cue

JIns1 opranizariii BiITBOpEeHHSI My3HKH 3T1JTHO 3 JIOKAIli€10, BUKOPHUCTOBY€ETHCS
cueniaibHuil Blueprint-akrop, SKuil 3'SBJISETbCS Y CBITI IM1JI 4ac 3aBaHTa)KCHHS
piBHS. Y HOro paMKax peaiizoBaHa JIOTiKa BHOOPY TPeKy: 3 MacHBY JIOCTYITHUX
MYy3UYHUX TE€M BHUIIAJKOBO OOMpA€ThCs OJHA KOMIIO3HIIIS, SKa 3aIlyCKA€ThCs IS
KOHKpeTHO1 oOmacti Tpu (puc. 2.47). T'omoBHHMII Kilac BIJITBOPEHHS MY3HKH

Bl10OpaxkeHHO B 10aaTKy XK.

= Set Random World Music ™ Return Node
»

Selected BGM

World Music

Pucynok 2.47 — BunagkoBe BiATBOPEHHSI My3UKH Uepe3 MacHUB
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OkpeMo peamizoBaHo 3BYKH iHTep(elicy. IIpm HaTHCKaHHI Ha KHOIIKH,
BIIKPUTTI MEHIO a00 3MiHI HaslamTyBanb Ul elleMeHTH BUJIal0Th XapaKTepHI 3BYKH,
[0 CIPHUSIOTH 3BOPOTHBOMY 3B'S3KY 3 KOpPHUCTyBadeM i TOKpAIIyIOTh 3arajibHe
BIIYYTTS B1JI B3a€MOJIIi.

Brineno ¢ynkmito Footstep (puc. 2.48), mo BIJMOBIJAa€ 3a BIATBOPEHHS
3BYKIB KpokiB. [0 ¢yHKIil0 1HTerpoBaHo Oe3mnocepennso B Anim Blueprint
TOJIOBHOTO TepcoHaXka, 1Mo 3abe3nedye TOUHY CHHXPOHI3aIlilo 3BYKY 3 (azoro
aHiMarii Xoapb0u. 3BYKH 3MIHIOIOTBCS B 3aJIC’KHOCTI B1JI IIOBEpPXHI, IO SKiH
pyXaeTbes NMEPCOHAK (CKaXiMO, IUTUTKA, JIepeBo, TpaBa). [JogaTkoBO, KOKEH KPOK
aktuBye Pawn Noise Emitter, sskuil reHepye BIJINOBIIHHN IIYM Ta Tepeaae Horo
CUCTEMI1 CHPUHMHATTS wWITy4HOro iHTeneKkTy — Al Perception. BiamoigHo, SIKIIIO
BOPOT pO3TalIOBaHUN B MeXkaxX pajiiycy UyTHOCTi, BiH 3JaTHHH TOYYTH KPOKHU
IpaBIls Ta OYaTH IepeciiyBaHHS.

W Footsiep I UineTraceByChannel s . E*Switch on EPhysicaiburface

» » » Detautt

I Try Get Pawn Ownet

" GetAtorlocation

Pucynok 2.48 — ®yHKIis 3BYKOBOT'O CYIIPOBOY KPOKIB

2.9 TecryBanus rpu

2.9.1 MiHiMaJIbHI CHCTeMHiI BHMOI'H
[Ilo6 rpa KopekTHO (YHKI[IOHyBajga 0e3 mpoOieMm, HeoOXigHO, abu
KOMIT'IOTEP KOPHCTyBaua BIJIOBIJAB MIHIMQJIbHUM TEXHIYHMM IIapaMeTpaM.

I[O'I’pI’IMaHHH OHUX BUMOI JolroMarac 3aI100IITH KPpUTHYHHM IIOMHJIKaM, 110 MOXYTb
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BHHUKHYTH Uepe3 HU3bKY MPOIYKTUBHICTh, HEBIJIMOBIHICTH KOMIIOHEHTIB a00 Opak
pecypciB.

Bpaxomytoun, mo rpa 6asyetsca Ha pymiii Unreal Engine 4, 000B’s13K0BO
HOTPIOHO BCTAHOBUTH JiojaTkoBl Oi0mioreku — Microsoft Visual C++
Redistributable Packages for Visual Studio 2015-2022. be3 iux KOMIOHEHTIB Oy/ie
HEMOJKJIMBO 3allyCTHTH TOTOBHUM IpOrpaMHUN IpoayKT. MiHIMallbHI CHCTEMHI

BHUMOTH 3a3HaueHi B Taommi 2.12

Tabmuis 2.12 — MiHIMaJIbHI CUCTEMHI BUMOTH JIJISI 3aITYCKY I'DH

Komnonenr XapakTepucTHKa

OrmnepariiiiHa cuctema Windows 10 64-bit

[Ipomecop AMD FX 8350 a6o Intel Core I5-6500

OrneparuBHa aM’ATh 8I'b

Bigeoxapra NVIDIA GTX 660 abo AMD Vega 10. Miaimym 2 ['b VRAM
DirectX Bepcis 11

Bursnae Mmictie Ha aucky | 516

2.9.2 OcHoBHi 3ac00H TeCTYBAHHSA

ITij1 yac cTBOpeHHS TPpH HAA3BUUANHO BaXKITUBUM €TarloM € TeCTYBaHHS, TOOTO
npollec BUSIBJIEHHSI TTIOMUJIOK, Hemlepei0auyBaHOT poOOTH UM HEKOPEKTHOI JIOTiKH.
Unreal Engine 4 niponoHye po3poOHHKaM 3Ha9HHUI apceHal 3aco0iB, MO0 CYTTEBO
HOJICTHIYIOTh HAJIATO/IPKEHHS ITPOBUX MEXaHIK.

OnHUM 3 HaWOITBII TPOCTHX Ta KOPHUCHUX 3ac00iB IS elleMeHTapHOTO
tectryBaHHsi y Unreal Engine € Print String. st dyHKuis Hajgae MOXIMBICTD
BiloOpakaTH TEKCTOBI IMOBIJIOMJIEHHSI TIpSIMO Ha ekpaHi mij 4dac rpu. o Heil
MOYJIMBO IPHUEIHYBATH 3MiHHI PI3HOMAHITHHX THIIIB, SK-OT TEKCTOB1 (String),
gucnoBi (Float, Integer), nmoriuni (Boolean), Bektopu (Vector), 00'ekTH Ta 1HIIII.
Unreal aBromMaTu4HO TpaHc(OpMy€e 3HA4YCHHS 3MIHHOI B TeKcToBui (opmar. Lle
JI03BOJISIE BUBOJIUTH y peajbHOMY Yaci, HaNpHUKIa, MO3HIII0 TMepcoHa)a, CTaH
CIPHIHSATTS MITYYHOTO iHTENIeKTY, MMOKa3HUKH 3/I0pOB'S a0 pe3ylbTaT JOTIdHOTO

BHpa3y, o CIIpUA€ KOHTPOIIO HpaBHJII)HOCTi BHKOHaHHA KOOy Ta 3arajibHOi JIOTiKH
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noBeAiHKHN rpu. [Ipukiag BukopucTtanHsa GyHKINT 300pakeHo Ha pUcyHKax 2.49 Ta

2.50

& Event Receive Execute Al 1 T Print String W AlMovelo

F GetActorLocation
lue @

[ GetRandomReachablePointinRadius
& Origir

Pucynok 2.49 — Ilpuknaa Bukopuctanasa GpyHkIii Print String

A=4045 611 Y=6713.963 Z=282.276

Pucynok 2.50 — BuBeieHHSI KOOp/IMHAT TOYKH 3a JJOmoMororo Print String

He menm axtuBHO BHKOpucTOBYeThbess Draw Debug (puc. 2.51) — Habip
(yHKIIIH 7715 Biyaizallii e1eMeHTiB Oe3nocepeHbO Y irpOBOMY CBITI (JTiHil, cepH,
cTpulkd Ta iHmi ¢irypu). Hanpuxinaa, MokHa IIOKa3aTH TpacyBaHHS Iepel

nepcoHa)keM ado K HAOYHO B1JIOOpa3UTH pajilyc OISy BOpora.

| Draw Debug Sphere
D

Center
[x 0.0][v 0.0][z 0.0]

O Radius [100.0]

(» Segments |F|

Line Color ||}
O Duration [15.0]
O Thickness |5.0]

Development Only

Pucynok 2.51 — @ynkiig Draw Debug
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Baxxn1Bo mpHBEepHYTH yBary Ha pexnmax neperysiny (View Mode) y BikHI
Viewport. BoHu HajaloTh MOXJIMBICTH IIEPEMHKATHCS MDK PI3HOMAaHITHUMH
BapiaHTaMH Bi3yali3allil CIIeHH, [0 € HaJ3BUUaiiHO KOPHUCHHUM IIPH J1aTHOCTYBaHHI
rpadiku Ta onrtumizamii. Hanpuxman, pexkum Lit JeMOHCTpye CLEHY 3 ycCiM
OCBITJIEHHSIM, TIHSIMH 1 TEKCTYpaMH, TOOTO MaKCUMaIIbHO pealiCTUUHO, HAOIIKEHO
no ¢iHaibHOro 3o00paxenHHs rpu. Y pexumi Unlit nokasyrorbes Jiuine 6a3oBi
KOJIbOPH MaTepialiB, 0e3 Oyab-IKOT0 OCBITIIEHHS, IO J03BOJIsIE C(POKyCcyBaTHCS Ha
reomeTpii 00’ekTiB, O0e3 BIUIMBY TiHeH 1 cBiTia. Wireframe mae 3mory modadutu
[OJITOHAJIBHY CTPYKTYPY MOJeJIei, 10 BaJKJIMBO IPH IIEPEBIpLl I'€OMETpii Ta
OIIIBHOCTI CITKH. Takox JoctymHi pexuMu Light Complexity, Shader Complexity,
Reflections Ta iHmI, fSKi IOKa3ylOTh CKIAAHICTh OCBITJICHHS, HaBaHTa)KCHHS BiJl
mieijiepiB Ta poOOTy cUCTEM Bi0OpakeHHs BIAMOBIIHO. 111 pexxumu 300paxkeHi Ha

pUCYHKY 2.52

{:H « Perspective va HShow|
View Mode

® ™ Lt

@ Uniit

Brush Wireframe

A Detail Lighting
S P Lighting Only
& Reflections
Player Collision
& Visibility Collision I,

i Level of Detail Coloration » *#® Light Complexity

Buffer Visualization 3 @ Lightmap Density

@ Stationary Light Overlap

+: Shader Complexity

*+: Shader Complexity & Quads
¥ Quad Overdraw

Texture Streaming Accuracy
@ Primitive Distance
@ Mesh UV Density
DOr AAnaTe e €D Material Texture Scales

0OCIO Display
L Required Texture Resolution
T W D Requ S

ame Settings

EV100

PucyHnok 2.52 — Pexxumu BijjoOpakeHHS BO Viewport

VY ¢inaneHiil Bepcii rpu (Shipping), Bech Habip IHCTPYMEHTIB PO3pOOHHKA,

3okpeMa Print String, Bizyamizamis Debug, Bapiantm View Mode, a Takox
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JiaTHOCTUYHI KOMaH/IH, € HEaKTUBHUMH. Taxe pileHHs cripsiMOBaHe Ha JIOCATHEHHS
MaKCHUMaJIbHOI e()EKTUBHOCTI Ta TrapaHTYBaHHS OE3IEKU KIHIICBOTO IPOMYKTY.
SIK10 K BUHHKa€E HeOOXiTHICTh BUKOPHUCTATH I1i 1HCTPYMEHTH IIiJT 9ac TeCTyBaHHS
abo 1oka3zy rpu, rpy MokHa 3i0paTtu B pe:xkumax Debug abo Development. ¥V mux
pexuMax yci 3rajaHi (yHKI1 3aJIMIIal0ThCS aKTUBHUMH, IO CYTTEBO TOJIETIIIYE
BUSIBJICHHS Ta BUIIPABIICHHS IOMIIOK. BapianTu 301pKu rpu 300paskeHO Ha pUCYHKY

2.53.

Build Configuration Shipping

Build Target

Staging Directory

Pucynok 2.53 — Pexxumu 361pKu irpoBoro J10J1aTky

2.9.3 — TecryBanns LII

['onoBHUIT MeTOJI MepeBIPKU JIOTIKM IITYYHOrO IHTEJICKTY I[IOJISTrae y
Bi3yalli3allii CTBOPEHHUX I[JIell Ta KOHTPOJI BUKOHAHHS il Yepe3 MOBIIOMIEHHS. 3
L1€10 METOIO ITUPOKO BUKOPUCTOBYBaJIMC iIHCTpYMeHTH Print String Ta Draw Debug
Sphere. Komnu IIII orpuMyBaB HOBY I1iJIb, HAIIPUKJIAJ, II1JI Yac HATPYJIOBAHHS YU
[ePEMIIIICHHS JI0 BUIIAJIKOBOTO Miclig, B 11l TOYLII 3'SIBJISIACh KOJILOpoBa cdepa, 1110
MOKa3yBaJia TO3HIIito, /10 K01 Mae gictaTucs NPC.

Pazom 3 TuM yepe3 Print String BuBogwmiachk iHdopmallis IIpo caM Ipolec,
M1JITBEP/KEHHS YCIIITHOTO JIocssTHeHHA. Sk Tutbku NPC ftocsraB 3a71aHOi MO3HIII1,
cepa aBTOMATHUHO 3HUKAalla, CUTHAN3YIOUH PO 3aBepIIeHHS JIii Ta OYHIIEHHS
crany y Blackboard. ¥V Bumnanky, axuio Il e jocaruyB 3agaHoi TOYKH, GyHKIISA
noBepTano nposai. [Ipukian Ta pe3yabTaTd TeCTyBaHHS 300pa)keHO Ha pUCYHKaX

2.54-2.57.
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Pucynok 2.54 — ITpukian ¢GpyHKINH TeCTyBaHHS

I |

A=-569 366 Y=1583.189 Z=72.000

Pucynoxk 2.56 — Pe3yibTaT yCHIIIHOTO JOCATHEHHS TOYKH
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Pucynok 2.57 — Pe3ynbTaTt npoBajlbHOTO JOCATHEHHS] TOUKH

2.9.4 OnTumiszaiis irpoBoro J10/IaTKy

Ornrrumizariis - 1e KJII04YOBHUH eTall po3poOKH 1rop, OCKUIBKH BOHA JIOIIOMarae
3HM3UTH HaBaHTA)KEHHSI HAa KOMIT'IOTep, 3a0e3MeunTH cTabiIbHY YacTOTy KaJpiB Ta
IOKPAIIUTH MPOAYKTUBHICTh HaBITh Ha cjaabmmx mamuHax. IleBHl mporecu B
ITPOBOMY CBITI MOXKYTh CIIOKMBATH 0arato pecypciB, KO He MAXOIUTH J0 HUX 3
PO3yMOM.

Ilepmmit mpuknax - e momais Tick, sika 3amyckaeTbes KOXKeH KaJip, ToOTO
NECATKHU pa3iB Ha CEKYH]IY, 3aJICKHO BI1J KUIBKOCTI KaapiB Ha cekyHay (FPS). Xoua
Tick 3py4ynuii Jy1s DOCTIHHOIO OHOBJICHHSI JIOTIKH, HaJIMIpHE HOr0 BUKOPUCTAHHS Y
OaraTbox o00'eKTax MOKE€ CYTTEBO HaBaHTaXKyBaTu Tpoiiecop. OcoOmmBo 1€
CTOCY€ETBCS 00'€KTIB, K1 HE MOTPEOYIOTh 4aCTOI0 OHOBJICHHS ab0 HE € KPpUTHYHUMU.
Y Takux BHIMaJKaX Kpallle BHKOPHCTOBYBaTH cHcTeMy TaiiMmepiB (Timer), sika
J03BOJISI€ BUKJIMKATH (DYHKIIIIO OUH pa3 abo yepe3 NMeBHUM MPOMDKOK 4acy, KOJIH
1ie JiiicHo HeoOXigHo. 1le 3MeHIIye KibKicTh O0UHCIIeHh Ta €EKOHOMHTh PEeCypCH.

[Ipukian peanizaiiii joriku 4epe3 Timer 300paxkeHO Ha pUCYHKY 2.58
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> Event BeginPlay | Set Timer by Function Name
| e e e »

Object E ORI

Function Name
Checklinteraction ‘

» Time [ 0.1 |

Looping B

Pucynok 2.58 — Bukopucranns (yHKIii B3aeMo/ii uepe3 Timer

Jpyrum crioco6om orrrumizariii € BUKopucTaHHs piBHIB jeraiizanii (Level of
Detail, LOD). I{g TexHOIIOTis TO3BOJISE MIPU3HAYNTH JIJI KOkHOT 3D -Mo/1emi KiJTbKa
BEpCiil 3 pi3HOIO KUIBKICTIO ITOJIITOHIB, SIKI aBTOMAaTHYHO IIEPEMHUKAIOTHCS 3aJICHKHO
Bl BiJicTaHl A0 KaMepH. TakuMm YWHOM, O0'€KTH, IO 3HAXOMASATHCS JaleKo BiJ
rpaBls, BIIOOpaXkalOTbCS 3 MECHILIOIO JeTajli3alli€lo, M0 3HAa4HO 3HHXKYE
HaBaHTa)XeHHS Ha rpadiuauii mporecop. HamamryBanHs LOD g cTaTHUHHX
MetiB (Static Mesh) po3ramoBase y BiAIOBIJTHOMY BiKHI BJIACTHBOCTEH 00'€KTa.

[Ipuxian Bukopucranus LOD 300paxeHo Ha pucyHkax 2.59 Ta 2.60.

Pucynok 2.59 — JlepeBo 6e3 ontumMizaiii LOD
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oo~

4LOD Settings

» [
efault 4
s
efault 4
N
O

Pucynoxk 2.60 — JlepeBo 3 ontumizatiiero LOD

2.10 InTepgeiic kKopucryBaua

2.10.1 I'oJioBHEe MEHIO Ta HAJIAINTYBAHHSA I'PH

[Ticng 3amycky Tpu KOPHCTYBad OMHUHSETHCS y TOIOBHOMY MEHIO — Iie Horo
1epilla Touka KOHTAKTy 3 Ipoto. MeHio 3po0iieHe y BUIIISI[I OKPEMOI'O eKpaHy, e
poO3TanioBaHi IHTEPaKTHBHI KHOMKH JJISl PI3HUX JI1i: CTapT HOBOI I'PH, BITHOBIEHHS
MOIepeIHBLOTO Tporpecy, Mepexijl 0 HallalllTyBaHb Ta BUX1J 3 TpH. Bei mi GyHKIT
peal3yroTbes 3a JiornoMorow Blueprint Widget, a o0pobka KIiKiB Ta HaTHCKaHb
B110yBaeThes yepes crapgapTHi noAii OnClicked. JlemoHcTpallis roJJoBHOTO MEHIO

Ta iX Bapiallii 300pakeHo Ha pUCcyHKax 2.61 — 2.63.

PO3NOYATH HOBY I'PY

HAJIALLITYBAHSI P St

L EE 1
BHITTH 3 I'PH ~

Pucynok 2.61 — I'oioBHE MeHIO TpH
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ITepenictopia

JlaBHHM-ABHO IHKOJIA BRAKAIACK MICIICM, ¢ KOKEH YUCHL MiI POIKPHTH cpiif noteninwr. Buwrem HParnyins OyTH HACTABHHKAMM, a He NMPOCTO CYBOPHMH
ABTOPHTETAMH. AJle Bee IMIHHIOCA 3 NOABOK HOBOIO JMpekTopa. Bil 3alpoBajiHB RKOPCTOKY JMCIHILIIHY | [IPABHIA, NEPeTROPIOIONH [IKOTY HA B'SIHHINO 3HAHL

Busrem nouaim HNPHIHIYYBaTH YUHIB, KapaloiH 34 HAHMCHIN NTOMHIIKH, 13 HaCcoM 1XH1 .L‘.!I“Pt HAMIPH SMIHHIHCH FHIBOM 1 [IPCIHPCTBOM

Jlerenna eBuUIHTEL, MO HPCKTOP NPOBOIHB JIHBHI PHTYAIH B 3AKPHTOMY KabiHeT, HaMaraloaHch «HOCHIHTH KOHTPOIb» HAll ITKOJIOK. Qe \LMI-‘!.II-TII‘I HOMI BIH
HBCPIIHB ocTanmii UE_\PH I, 1 HIKOJIa BHABHIACA POYIUICHOK MEK PCUILHICTIO | 30]BEPKIILIAM Bumrem NCPETROPHIINCA HA I MACKH, 1110 Jil,ll‘(‘i‘llﬁ\'&‘!ﬂl]w IXHIO

- . NPUXOBAHY TEMHY CYTHICTh.
LB ; i T -

Bixrozi yumi nouaTH NPONALATH B CTIHAX mKomMH. Ti, XTO HaBakyBaBCH 3AIMPHYTH B I3ePKao, GUTbare HIKOIH He MOBEPTATHCH [1Ikona 3ammmanacs MPOKIATOO JIOBT

POKH, [TOKH OJIHOTO Pasy, Ipyiia CTaplIoRIaCHHKIB, 11O § gae cebe Muror Hunlters, ve BHPUIHIAPOSKPHTH HOXMYP Y 1a€MHHILIO. Buraysium He) [\“.'l]\L‘. BOHH
L 1 ey A d )

TOMPAMYBATH 10 BeCTHOIVIA HIKOJH, JIe CTOSI0 CTape, BKPHTE [THIOM JEPKaIo Ixni MAo3pH I\IIll|1’.Il| 13 A -;‘,l!L'PKH 10 BHABHJIOCH IOPTAIOM Y 3aJ[3€PRALIA, J1€

XOBAJIHCH 11 MACKH BUHTCTIB lunu;\ IXHA MeTa - OHTHCA 3 BTUICHHAM KOXKHOTO BUHTENA, PO3KPHTH Tae 0P THPEKTOPaME3B JTEHHTH KO, Ty Bil MPOKJIATTA, AKC BOHA
HOCHTE YIKC JICCATHINTTH h

4

Po3snouaru poscninyBaHHs

PucyHnok 2.62 — IloyaTok HOBOI Irpu

3arpy3 UTH I'DY
Micneanaxomkenns: SaveRoom B“JBJ]“T“

Yae: 0:00:54 33[']))‘"3|1T|l

- Qe “'." '&
¢t

e ¢ E .‘

Hazan

Pucynok 2.63 — IaTepdeiic 3aBaHTa)X€HHS CTaHY TPH

CucTeMa HaJalITyBaHb CTBOPEHA 3 BUKOPHCTaHHSAM IIariHa Auto Settings
[12], sxuit moxkHa 3HaiTH B Unreal Engine Marketplace. Leii muiaria Hajiae npocTHii
Ta yHIBepcalbHUI CIOci0 YMpaBIiHHSA IapaMeTpaMH Tpu. BiH aBTOMaTHYHO
noB'sI3ye IHTepdeiic 3 CUCTEeMHUMH 3MIHHUMHM 1 30epirac BUOpaHi HajallTyBaHHS

MIX ITpOBUMH cecissmMu. [HTepdelic HanamTyBaHb 300pakeHo pUCYHKY 2.64.
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PosginbHa spaTHICT
Pexum BikHa

BEpTHKaJ’IhHa CHHXpOHI3aYIA

FSR

fixicTe FSR
DLSS

fikicte DLSS

PiakicTs

Pexum KaMmepwn

O6mexeHHn Kaapis
Macwrab
,ﬂaﬂleCfb BUAMMOCTI

3rnagxyBaHHA

AUTO-DETECT AUTO-SAVE: AUTO-APPLY: &

Pucynok 2.64 — IaTepdeiic nmariny HanamTyBaHb Auto Settings

VY MeHI0 HaJlallTyBaHb peajli3oBaHO JeTalbHHI KOHTPOIb HaJl rpadikoro:
3MIHIOBATH MOKHA PO3JIUIbHY 3JaTHICTh, IKICTh OCBITJICHHS, TEKCTYp, TIHCH, I10CT-
00poOku Ta iHNN mapameTpu. OKpeMmy yBary MNpHAUIEHO MIATPUMII CyYacHHX
TexHoJoriid Macimrabysanns, Takux sik DLSS (Deep Learning Super Sampling) Bin
NVIDIA ta FSR (FidelityFX Super Resolution) Big AMD.

DLSS [13] BUKOpHUCTOBYE€ MaIllWHHE HaBUYAaHHS IS IMJABUIICHHS YacCTOTH
KaJ[piB, HE BTpayarOUH MPH IIbOMY SIKOCTI 300paxeHHs. FSR [14], y cBoto uepry, €
BiJIKPUTOIO aJIbTEPHATHBOIO, 1110 JIO3BOJISIE ONTHMI3YBAaTH MPOJAYKTHBHICTH HABITh
Ha MCHII HOTYKHOMY 3aj1i31. OOMABI TEXHOJIOTI iIHTErpoBaHi B HaJAIITYBaHHS I'PU

Ta MOKYTh OyTH aKTHBOBaHi TpaBIleM 3a Horo OakaHHSIM.

2.10.2 IaTepeiic mocaizKeHHS

IaTepdelic mocaimKeHHs 3'IBISIETHCS 11]] 4ac TPH IIC/Isl HATUCKaHHS KJIaBilIl
ESC. BigkpuBaeTbcsi BIKHO 3 PO3MIMPEHUMH MOMKIMBOCTSAMH KepyBaHHS
[ICPCOHAKaMU, pecypcaMd Ta HalallTyBaHHAMH. Y BEpXHIH YacTHHI €KpaHa
Bi10OpakaeThesl KITFOUOBa iH(GOpMaIlis: TOTOYHE pO3TallyBaHHS T'PaBIis, KIJTBKICTh

rpolleil Ta yac, IpoBeICHNUN y Tpi. Y HUXKHIN YacTHHI — pO3MillleHa TiJIKa3Ka, 1o
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MOSICHIOE TIpU3HaueHHs BUOpaHOi BKIaku. KpiM OCHOBHHX BKJaJIOK, iHTepdetic
TaKO MICTUTh KHOIIKH JJII BUXO/AY 3 IPH, IIOBEPHEHHS JI0 IOCIIIJI)KCHHS CBITY, a
TaKOX JIOCTYITY 10 HAlalITyBaHb Oe3mocepeTHbO i1 uac rpH. [ 'onoBHHIT iHTepdetic

300paxKeHO Ha PUCYHKY 2.65.

Micne smaxomaenns:  School
I'poun: 100

[poseenunit uac: 0:10:12

Pisenn 1

[ToBepHyTHCS
HanamryBaHHs
Ornsin
. Pisennil pBeHb depei: SONES
[lepconaxi '
[TpenmeTn
VYMIHHSA

Narukami Pischn'|

Po3sMmiteHHs

Buiiti 3 rpu

incin | Haciyimgpiscinyicpe s SN

Pucynoxk 2.65 — I'osioBHMI iHTEpdEHC TOCITIIKSHHS

l'onoBHa Bkianka - me «Ormsam». Y HiH IpecTaBieHl aKTHUBHI MEpPCOHaXI
MOTOYHOT KOMaH/H, a TaKoXk IXHS 0a30Ba CTAaTUCTHKA: PiBeHB, 3/I0POB'S, aTaka,
3aXHUCT Ta MPeIMETH.

Bxnanka «llepconaxi» aae 3MOTy JICTaIbHO PO3IVISIHYTH KOXKHOTO 3 O1ifIiB,
MeperaaHyTH IXHI XapaKTepHUCTHKH, PIBeHb, HasBHI HABHUKH. Uepe3 11eil iHTepdeiic
MOYKHA 3MIHIOBAaTH CIIOPS/DKCHHSI IIEPCOHaXIB, 30Kpema 30poio, OpoHIO Ta
aKcecyapH, o Oe3nocepeqHbO BIUIMBa€ Ha iXHIO e(eKTHBHICTH y Ooro. Takox
BKJIaJIKa JO3BOJISIE peJlaryBaTH CKJaJ aKTHBHOI KOMaHIu, OOHMpaiouu, XTO came
OpaTHMe ydJacTh y MalOyTHIX OWTBaxX, 3aJie)KHO BiJi cTpaTerii rpaBiid. Bxkioaaky

«IIepconaxi» 300paKeHO Ha PUCYHKY 2.66.
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[loBepuyTHCs [ToTouna komaHza

S P

IH1I nepcoHaxi

-
d-?

HanawmryBaHHs
Orsn
[lepconai
IIpeameTn
YMiHHS

Po3sMmiteHHs

Buiitu 3 rpu

Harnenitsinalcs *peotaRat o0 Ji3Harncd iHgopMaioWBIH K 1 AT ATUTHI3KOMAH T

KUTAIHITE Ha IO TS JiL ! MIHHTH cHOPSA/EKCHHAN]BIH KT S L0GICKITIPYBATH BITH{CKIIT POBKY

Pucynok 2.66 — Bxiajka «Ilepconaxi»

YV Bruagui «[Ipenmerw» 3i0paHo Bech 1HBeHTap IpaBld. TyT MOXKHA
BHKOPHUCTOBYBAaTH JIIKyBaJlbHI 3UIIS JJI1 BIJIHOBJEHHS 370poB’St abo 1HIIHX
XapaKTepUCTUK, IMEperiisilaTh i 3acTOCOBYBAaTHU IPEJIMETH a TaKOK BHJIAJSTH
HEMoTpiOHI pedi JuIsl 3BUIBHEHHS Miclsl B 1HBeHTapl. Bximanky «llpeameru»

300pakeHo Ha PUCYHKY 2.67.

Micne mnaxomkenna: S
[Tposenennumi wac: 0:20:43

[TorepuyTHCH Masnenska Anteus: InsenTap

@ Manenska Amreuka
] I‘l"l‘“” I \’ BaHHA Henenmkunii HaOIp MepIoi J10NOMOIH, SKIi JICTKO

HOMIACTECH B KHILCHIO I\ZHPHCH:I [H‘I KOJIH IIU]‘:!IEL‘IHI‘A
(_)l‘j[ﬂ_!l e He KpuruynL. Buinorimoe 15 o/muuis 310pos’s

[Tepconaxi

[penmer

Bukopueratn B/t

YMiHHS

PosmienHs

Buiitu 3 rpu

Harichirs na npe/IMe oo HooaunrHiioLopIe i

Pucynok 2.67 — Bxiagka «IIpenmern»
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Bxutagka « YMIHHSD» TTOKa3y€e HaOlp HABUYOK KOKHOTO 3 TIEPCOHAXKIB. Y ITbOMY
PO3/LI1 MOKHA MIEPEriIsiaTH OIUC KOKHOT HABUYKH, il TOTOYHHUI PiBEHb Ta BIUIUB
Ha irpoBuil mporec. Takoxk TyT JOCTyNHa CHCTeMa IIOKpalieHHS YMiHb 3a
JOIIOMOTOI0 OYOK IIpOKadyBaHHS, $SIKI HapaXOBYIOTbCS IIEpCOHa)KaM IIICIIs
TOCATHEHHSI HOBoro piBHA. lle mo3Boinsie rpaBieBi ¢opMyBaTH 1HIHUBITyaTbHHI

CTHJIb 0010 JJIs1 KOAKHOTO repost. Bkitajgky «YMiHHS» 300pakeHO Ha pUCYHKY 2.68.

Iponegennnii nac: 0:00:32

[losepryTHCS [Torouna koMaHzaa

o

‘\?“ ?’ ﬁ ’2 A Araka

R Basosa ataka fiepeotaa. 3ap1ae WKoIH, 1O J0PIBHIOE CHIL TIEPCoHiKa

Hanawrysanus

Ornsn

: HaBuukn :
I[Tepconaxi e
Ataka
[Ipeametn saxet
g ITpeamern
VMIHHS

Breua

ATAKA HOTOI)

PosMmitieHHs

Buiiti 3 rpu

ONEITaIPOKAY KA BMIHBNICPCOH 7K1 B)

Pucynok 2.68 — Bknagka « Y MiHHSD

YV Brnamm  «Po3MimeHHS» MOKHa 3MIHIOBATH OOiiOBe ITOJIOKEHHS
IIEPCOHAXIB y 3aroHi BIAIOBIIHO 70 00paHOi TaKTHUKHU. I'paBelb BUpILIYE, XTO 3
O1iiI1iB Iepe0yBaTHMe Ha Tiepe/ioBiii — OMK4e 0 Bopora Jiid 3aB/laHHs (PI3UUHHX
yaapiB, a XTO — 3aJIMIIaTUMEThCS Ha 3a/IHIH JIiHii, 100 miATpUMYyBaTH KOMaH]y 3a
JOTIOMOT 010 Marii 4uM JiikyBaHHs. I{e Hajae J101aTKOBY IMTMOMHY IIaHYBaHHIO 0OIO.

Bxianky «Po3MmilieHHs» 300pakeHo Ha pUCYHKY 2.69.
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[posesennuii sac: 0:02:41

[ToBepHyTHCH
HanawryBanHs

Ornsan

[lepconasxi

[Tpenmetn
YMiHHS

Po3MiLLEeHHS

Buiith 3 rpu

JIBIHIKIATHITE HA CJIOT iTL‘PL‘I‘.‘II;l}H_l THOOMIHHTHIMICIHCHB CTPOH

Pucynok 2.69 — Bxiajnka «Po3MillieHHS

Broragka «30epertu» aKTHBYETBLCS JIUIIC MOOJIM3Y CHELiabHO BiJBEICHHX
TOYOK 30epeskeHHs, IO PO3TalioBaHi B Oe3MeuHWX 30HaX TpH. BoHa q03BoIIsE
rpaBueBl 3adiKCyBaTH NOTOYHHUH MpOrpec, BKIIOYHO 3 PIBHEM IIEPCOHAXKIB,
NPOHICHIMH TIOJIISIMH Ta 310paHUMH pecypcaMu. 3aBJIsKH 30epeskeHHI0 TpaBellb
MOJKe Hafalli MOBEpHYTHCS JI0 I[LOTO MOMEHTY W YHHKHYTH BTpaTH JIOCSITHEHB.

Bxuangky «306epertu» 300paxeHo Ha pucyHKy 2.70.

nCp&."}ﬂﬂllCﬂTll
Micueinaxo

o QiU 3arpy3uTn
Hanawrysanus

Ornsan
[Tepconaisi
[Ipenmeru

YMiHHs

Po3millie HHsI

30CPEITH

Buiiti 3 rpu

OGepITh 0T 118 30epLraHHs

Pucynok 2.70 — Bknagka «30epertu»
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2.11 BHCHOBKH /10 JIPYTOr0 PO3/IilIy

Y apyromy po3aun 341IHCHEHO IPOEKTYBaHHS Ta peali3allilo OCHOBHHMX

CHCTEM ITPOBOTO0 3aCTOCYHKY Yy skaHpl JRPG 3 BUKOpHcTaHHAM iHCTpyMeHTIB Unreal

Engine 4. V pe3ynbraTi BAKOHaHHS PO3AUTY:

1)

2)

3)

4)

S)

6)

7)

8)

9)

BusHaueHO KOHIEIMIID I'PH, LILILOBY ayIUuTOPilo, KaHPOBY crelH(IKy Ta
KJIFOUOBI TeHMITIENHI 0COOIMBOCTI.

Po3pobiieHO apXiTeKTypy MpPO€EKTy, ONHCAHO CTPYKTypy ¢ainB Ta
B3a€EMO/III0 MK OCHOBHUMHU MOMIYJISIMU TPH.

PeanizoBaHo cucTeMy IEepCOHAaXKiB, BKIIOYAI0YH FOJIOBHOTO Irepost, 00HOBUX
CYIyTHHUKIB Ta MeXaHi3M iXHBOTO PO3BUTKY.

[ToOGynoBaHo MOKpOKOBY 00iOBY cHCTEMY 3 e€JIeMEHTaMHu 1HTepdeiicy,
BiJIOOpaKeHHSM TIPOTpecy Ta 3aBepIIeHHsM 00ro.

CrBOpeHO cHcTeMy B3aeMoJlii 3 00’€KTaMU IrpPOBOIO CEpe/IOBHINA, SK-OT
CKPHHI, JIBepi Ta 30epeKeHHs IIporpecy.

PeanizoBaHo iHTEpaKTHBHY JAlajloroBy cuctemy i NPC 3 guHaMidHUM
iHTepdeicoMm.

[ToGyoBano cucteMy mtyuHoro iHTenekTy NPC 3 BukopuctanasM Behavior
Tree, AI Controller Ta BlackBoard.

Hanaromxkeno 0a30BHil 3BYKOBHI CYNpOBiI Ta NPOTECTOBAHO Tpy Ha
BIIIIOBIIHICTh MIHIM&JIbHUM TEXHIYHUM BHMOTAM.

BropoBajpkeHO ajanTHBHUN KOPHCTYBaIllbKUM 1HTepdelic s TOJIOBHOTO

MCHIO, JIOCJILIDKECHHS Ta 0010.
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BUCHOBKH

B pe3synpTaTi BUKOHaHHSA poOOTH AaHOi KBaiiikaliifHoi poOOTH BTIJIEHO
irpoBuil mojgaroxk y sxkaHpi JRPG, 3acTocoByr0OYM MOMIIMBOCTI IFPOBOTO PYIIis
Unreal Engine 4 pa3oM i3 eleMeHTaMH IITy4HOro iHTeNekTy. I[IpoBeseHo aHami3
aKTyaJIbHUX IJXOIIB JI0 PO3pOOKH Irop JaHOTO JKaHpPY, 30KpeMa BHBUYCHO
MIPUKJIAN YCIIITHUX TPOEKTIB, AK-0T Shin Megami Tensei Ta Persona.

Po3pobiieHuii 101aTOK Mae 3aBEpIICHY apXITEKTypy, IKa MICTHTh CUCTEMY
yOpaBJIiHHS IIEPCOHAXXEM, JIOCIIDKCHHSI ITPOBOIO CBITY, OOMOBY MeXaHiKy,
iHTepdeiic KopUcTyBadya, CHCTEMY I1HBEHTaplo, 30epeKeHHs Iporpecy, a TaKoxX
00poOKy 1o/11ii 3 BUKOpHCcTaHHAM Blueprint-moriku. B pamkax mpoekTy po3pobiieHo
KUIbKa moBefiHkoBux aiaroputMmiB NPC 3a momomororo cucremu Al Perception,
BpPaxOBYIOUH 3ip Ta CIyX BOPOTIB, MIO JIO3BOJISIE CTBOPUTH JUHAMIUHY MOJIEITh
pearyBaHHS Ha Jiii rpaBL4.

Bukopucrano miarin Auto Settings /11 rHy49KOro HaJlalITyBaHHs rpadiku, a
TaKO 1HTETpOBaHO CyYacHI TeXHOJIOTIi MaciiTaOyBaHHS 300paxkeHHs (DLSS Ta
FSR), mo pno3Bojsie mpUCTOCYBaTH TPy IMiJI PI3HI TEXHIYHI XapaKTCPUCTHKU
npuctpoiB. OcoOnMBY yBary NpHIIJIEHO ONTHUMI3AIlli MPOIyKTHBHOCTI, SKa
3a0e3neuye CcTaOUIBHY 4YacTOTy KaJipiB, IIBHJKE 3aBaHTa)XEHHS pIBHIB Ta
MIHIMI3AI[I}0 3aTPUMOK HaBITh Ha MEHII MOTYKHHUX CHCTeMaX.

PesynpraTom poOOTH € IPOTOTHI IFPOBOTO 3aCTOCYHKY 3 ILILUIICHOIO
CTPYKTYpOIO, HaJlallITOBAaHUMH MeXaHIKaMH Ta TPOJYMaHOK Bi3yalbHOIO
cKJIa70Bo10. [IpeicTaBiieHHid NPOEKT IEMOHCTPYE MOKIIUBICTD pealli3alii CKIaJHUX
IPOBHX CIICHApPiiB 13 BHKOPHUCTAHHAM IITYYHOI'O IHTCJICKTY, @ TaKOXK CIIyIye
MPHUKIAJA0OM TPAKTHIHOTO 3aCTOCYBaHHS CYUYaCHUX IHCTPYMEHTIB pPO3POOKH B

IHTEpaKTUBHOMY CEpEIOBHIIL.
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JTOJATOK A.
®PATMEHTH KJIACY I'OJIOBHOI'O TEPOSI

A.1 Character Controls B BP_jRPG_Controller World

| Add Movement Input
<> InputAxis MoveForward

» —»H Is Valid p—=—— P

Axis Value @ Is Not Valid [ Target

p

Controlled Character Reference _— @ World Direction

- e ] . = @ Scale Value
——
Force D

| Get Forward Vector

. f Get Control Rotation *~ Make Rotator @ In Rot Return Value @

» X (Roll) | 0.0 ‘ Return Value @

Target | self ‘ Return Value X (Roll) C

> Y (Pitch) [0.0]

Return Value ¥ (Pitch) O» -
— @& Z(Yaw) \ -

Retumn Value Z (Yaw) @ = “ f Get Right Vector

@ In Rot Return Value @

| Add Movement Input
< InputAxis MoveRight

» ——— Is Valid p——— P
Axis Value @ Is Not Valid [> Target
Controlled Character Reference - » World Direction

» Scale Value

Force D

VIEPOIO HA KAPTI CBITY.

ise

< InputAxis Turn J Add Yaw Input

d K

Axis Value @
\ Target | self

& Val

| " Add Pitch Input
< InputAxis LookUp
»P — »

Axis Value @ Target | self

AN

& Val
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A.2 Interaction Graph B BP_jRPG_Controller World

"7 On Interaction Requested

[ SetText (Text) 1 Set Visibility f Disable input
J Set Input Mode Game And Ul

Text Block Info Interaction Pop Up

I Set Visibility
/' Set Input Mode Game Only

& HidelnteractionPopUp
»P— B0

O Inputhction Flashlight *+ Cast To BP_jRPG_GI_Custom J Get Ac 4 & Flash Light Function On f Flay Sound 20

»-® L >
5 ‘ ¥ l.

© Flash Light Function Off

»

FUn Crouch

[ Erouch

»

\

Un Crouch
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JNOJATOK B.
®PATCMEHTH KJIACY BOMOBOIO MEPCOHAKA

b.1 Event Graph B BP_jRPG_Character_Battle Base

© Focus Attacking Unit
& Show Targets

[ 3

& On End Cursor Over (CapauleComponent) " & Hide Targets
» _—t
»

Canera Child Actor

L0 PEMMM 1P

< Request Action Execution

# Spawnicior BP J APG Damage Pop Up J Play Sound 20
=0 L

!
€ Event On Death ¥

1 Stop Anim Montage

rrent Montage

# SpawnActor BP J APG Damage Pop Up | Play Sound 2D
B=»

J GetActorTransform




B.3 Action Events B BP_jRPG_Character Battle Base

> ExecuteAction

£* Switch on E_jRPG_ActionType
» B N/A D
Action Type Selection Attack [P
Secondary Action Name @ Defend [
Items [P
Flee B
Magic [
Moves [

Deathblow [P

> Execute Attack Action

»

Target | self |
_Cv_Exe_cutg Defend- Acli-on

Target | self

& Execute Item Action

»
Target .ﬁe\-!

@' Item Name

> Execute Flee Action

Target .7\1|

“& Execute Magic Action

[

Target | self

@ Magic Name

&> Execute Move Action

»

Target | self

& Move Name

C Execute Deathblow Action

|

Target | self

b.4 ®yuknia Apply Attack Effect 8 BP_jJRPG_Character Battle Base

¥ Apply Attack Effect () For Each Loop 91s Valid

Target AC JRPG Character Stats

> Receive Damage

B - P Exec Loop Body [ — [P Exec Is Valid [
Array Array Element Input Object Is Not Valid [
Array Index
Completed [

Targeted Characters

AC J RPG Character Stats Target Character Stats 8

| 2

Target
@ Damage
@ Crit Rate
}, @ Crit Power
\
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JTOJATOK B.
KOMITIOHEHTH BUTBU

B.1 Battle Graph B AC_jRPG_BattleManager

& Resumebiattie & wdd inftative to All Charastars

© A Tnitiative
B-b
B="

© AddinitativeToAlICharacters & Stant Chatacter Tom

J— e —
e >0 r—0
»

B.2 Selection Graph B AC_jRPG_ActionsManager
7O Select Attack

& Select Defend

Target [ self]

ItemSelection

£ SelectAction £
¥ Swilch on E_JAPG_ActionType »

SET s -
—-p NAD © Select Flee

Selected Action Type dary Action Name

Target »
" / Target [self]

MagicSelection

Move Selection




89

B.3 Selection Graph B AC_jRPG_ActionsManager
& Activate Attack

Target 7-7II}

& Activate Defend

Item Activation

& ActivateActionEffect

£ Switch on E_jRPG_ActionType
»P— P N/A O < Activate Flee

Selection Attack [
LE Selected Action Type
- > Defend [P »

Target AC J RPG Character Stats T ot
: Items [P arge

Flee [p Magic Activation

Maglc . \
[

Moves [P

Deathblow [ Move Activation
»
“© Activate Deathblow

Target | self
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