MiHicTepcTBO OCBITH i HAYyKH YKpaiHu
HauionanbHuii TeXxHiYHUH YHIBepcUuTeT
«/IninpoBcbka noJiTexHika»

[HCTUTYT eNeKTpPOEHEPreTUKH

(iHCTHTYT)

®akynbTeT 1HQOpPMALIITHUX TEXHOJIOT1H

(dpakynsrer)

[Tporpamuoro 3abe3ne4eHHs] KOMIT IOTEPHUX CHCTEM

(noBHa Ha3Ba)

MOSACHIOBAJIBHA 3AIIUCKA
KBaJi(ikaniiiHoi po00TH CTyneHs

baxanaspa
(Ha3Ba OCBITHBO-KBaJi(ikaitHOTO PiBHS)

CTyJIeHTa JKykoeoi Anacmacii Braoducnasienu

(TTIB)

aKaJeMivHOI rpynu 122-20-4

(umdp)

crneniajbHOCTI 122 Komn romepHi Hayku

(xox 1 Ha3Ba cHELiaTbHOCTI)

OCBITHBOI IpOrpamMu Komn romepni nayku

(Ha3Ba OCBITHBOI IPOTPaMM)

HA TeMYy: Pospobka izposozo sacmocynxy

"Paws & Magic"y cepedosuwi Unreal Engine

Ouinka 3a NKAJ0K

KepiBHukn IpizBuiue, ininiaan

PEeHTHHIOBOIO | IHCTUTYUilHOIO

KBaTi(iKaIIHHOT oouy. Kabax JI.B
000TH

0311JTiB:

crieliaJIbHA M oouy. Kabax JI.B

CKOHOMIYHUH ooy. Kacvsanenxo JI.B.

Penenzenr ooy. Kawman B.IO.

HopmokounTtpoaep | doy. [yaina I.1




MiHicTepcTBO OCBITH I HAYyKH YKpaiHu
HTY «/lninpoBcbKka moJiirexHika»

3ATBEP/IKEHO:
3aBiqyBau Kadeapu
IIPOrpaMHOTO 3a0e3IeUCHHS KOMIT FOTEPHHX CHCTEM

(moBHA Ha3Ba)

M.O. AnekceeB

(migmuc) (npi3BuIIE, IHIIIATH)

» 2024 poxy

3ABJIAHHA
Ha kBaJjdidikaniiiny podory
baxanaspa
(Ha3Ba OCBITHBO-KBaITi(iKaLiITHOTO PiBHS)

CTy/IeHTa 122-20-4 Kykosoi A.B.

(rpyma) (pizBHIIe Ta iHIMIANIN)
TeMa KBaJdidikauniiHoi podoTn Po3spobka ieposoco 3acmocynky

"Paws & Magic" y cepedosuwi Unreal Engine

3aTBep/pkeHa Haka3zoM pekropa HTY «JIID» Big 23.05.2024 p. Ne  469-c

Tepmin

Po3ain 3MiCT BUKOHAHHSA
BUKOHAHHA

Cneuianvnuii Ha OCHOGI mamepianie nPOEKMHO-
MEeXHON02IYHOT NPAKMUKU mMa IHWUX HAYK060-
mMexXHIYHUX O0Jcepesl npoeecmu aHaliz Ccmawy 13.05.2024 p.
PiuleHHA npoodaemu ma nOCManosKy 3aoaui.
Oorpynmyeamu  eubip  ma  30ilCHUmMU
peanizayiro Memooie eupiuieHns npooaemu

Exonomiunui Ilposecmu  po3paxynoxk  mpyoomicmkocmi
PO3POOKU RPOZPAMHO20 3a0e3neYyeHHs, GUMmpPam Ha 27.05.2024 p.

cmeopenns I13 it mpusanocmi iio2o po3pooxu

oouy. Kabax JI.B

3aBIaHHs BUIAB
(miamuc) (mocana, npi3BUILE, HIIIATH)

3aBAaHHs NPUKHAB 10 BUKOHAHHS Kyroea A.B.
(triarmmc) (mpi3BwiILe, iHIITIATH)

Jlata Bumaui 3aBaanns: 14.01.2024 p.

Tepmin noganns kBanigikamiitnoi podotu 1o EK: 10,06.2024 p.

2




PE®EPAT

[TosicHroBasibHA 3anucka: 64 c., 16 puc., 3 nox., 3 Tabi., 20 mxepen.

O06'exT po3pobOku: Irposwmii 3actocynok "Paws & Magic" y cepemoumi Unreal
Engine.

Mera AWIUIOMHOTO MPOEKTY: CTBOPUTHU IrpoBuii 3actocyHok miusa IIK, mro
OpECTaBisie COOOI0 TOEAHAHHA KIACHYHOTO IrpOBOTO JOCBILY 3 CYYaCHUMHU
TEXHOJIOT1IMH PO3POOKH.

VY Betyni 10 kBanidikaiiifHoi poOOTH MPOBEICHO aHAJI3 CYYaCHOI'O CTaHy 1rpOBO1
IHIyCTpli Ta BU3HAYEHO AaKTYaJbHICTh TeMH KBajidikamiiinoi poOotu. YiTko
chopMyIIbOBAaHO METY POOOTH Ta OKPECICHO T'ally3b 3aCTOCYBaHHS JAHOTO MPOIYKTY,
a TaKOX BU3HAYCHO KOHKPETHI 3aBJaHHS, K1 HEOOX1JHO BUPIIIUTH JJISl TOCATHEHHS
IIOCTABJICHOI METH.

Y nepumioMy po3aiii  MPOaHANI30BaHO TMPEIMETHY Taly3b, BHU3HAYEHO
aKTyaJbHICTh 3aBIAaHHS Ta TMPU3HAYEHHS PO3pPOOKH, CHOPMYIHOBAHO TMOCTAHOBKY
3aBJaHHs, 3a3HAYEHO BUMOTH 710 (DIHAIIBHOTO MPOIYKTY, TEXHOJOTINA Ta MPOrpaMHUX
3ac00i1B.

Y gpyromy po3aini  omucaHo 1miat@opMy Uit po3poOKH, BHUKOHAHO
IPOEKTYBaHHS 1 po3poOKa Mporpamu, OMUcaHa PoOOTa MpPOTpaMu 1 CTPYKTypa ii
(GYHKIIOHYBaHHS, a TAKOK BHKJIMK Ta 3aBAaHTAKEHHS TPOTrpaMu, BU3HAYEHO BXI1JHI 1
BUXIJHI JTaH1, 0XapaKTepHU30BaHO CKJIA]l TapaMeTPiB TEXHIYHUX 3aCO01B.

B exkoHOMIYHOMY  pO3IUJIi  BU3HAYEHO  TPYAOMICTKICTH  PO3pOOIEHOL
iH(MOpMaIIHOT CHCTEMU, TTPOBEACHHUN MiAPaxXyHOK BapTOCTI pOOOTH MO CTBOPEHHIO
IporpaMu Ta PO3paxOBaHO OUYIKYBaHUHN Yac HA OTO CTBOPEHHHI.

[IpakTiyHe 3HAYEHHS TOJIATAE€ Yy CTBOPEHHI i1H(MOPMAIIHHOT CHUCTEMH, IO
0a3yeThcsl Ha cydacHomy irpoBomy pyimii Unreal Engine 5. PesyasTatom pobotu €
byHKIIOHATHHUHN ITPOBHM 3aCTOCYHOK, SIKH MOKe OyTH BUKOPUCTAHUMN ISl PO3Baru
Ta HaBYaHHSI.

AKTyanpHICTh JTAHOTO TPOTPAMHOTO 3a0€3MEUeHHS 3YMOBJIEHA 3POCTAIOYOI0
MOMYJISIPHICTIO JKaHPY Ta HEOOXITHICTIO PO3BUBATU YKPATHCHKY IrpOBY 1HAYCTPIIO.
CTBOpeHHSI SAKICHUX ITPOBHUX MPOMIYKTIB CHpUSE ii TOMATBIIOMY 3pPOCTaHHIO Ta
3MII[HEHHIO MO3HUIII Ha CBITOBOMY PUHKY.

Cmucok xmrouoBux cimiB: 2D, UNREALENGINE, BLUEPRINTS, C++,
GAMING, ANIMATION, USERINTERFACE.



ABSTRACT

Explanatory note: 64 pages, 16 figures, 3 appendices, 3 table, 20 sources.
Object of development: Game application "Paws & Magic" in the Unreal Engine
environment.

The purpose of the graduation project: to create a PC game application that
combines classic gaming experience with modern development technologies.

The introduction to the qualification work analyzes the current state of the
gaming industry and determines the relevance of the topic of the qualification work.
The purpose of the work is clearly formulated and the field of application of this
product is outlined, as well as specific tasks that need to be solved to achieve the goal
are determined.

The first chapter analyzes the subject area, determines the relevance of the task
and the purpose of the development, formulates the task statement, indicates the
requirements for the final product, technologies and software.

The second chapter describes the development platform, the design and
development of the program, describes the work of the program and the structure of its
functioning, as well as the call and loading of the program, determines the input and
output data, characterizes the composition of the parameters of technical means.

In the economic section, the labor intensity of the developed information system
Is determined, the cost of creating the program is calculated, and the expected time for
its creation is calculated.

The practical significance lies in the creation of an information system based on
the modern Unreal Engine 5 game engine. The result of the work is a functional game
application that can be used for entertainment and education.

The relevance of this software is due to the growing popularity of the genre and
the need to develop the Ukrainian game industry. The creation of high-quality gaming
products contributes to its further growth and strengthening of its position in the global
market.

List of keywords: 2D, UNREALENGINE, BLUEPRINTS, C++, GAMING,
ANIMATION, USERINTERFACE.



HEPEJIIK YMOBHHUX ITO3HAYEHb

[13 - IIporpamue 3abe3neueHHs

[IK - TlepcoHalibHUI KOMIT FOTEP

2D — JIBoBumipHa rpadika

BP — Blueprint

IDE —Integrated Development Environment
Ul — User Interface

UMG — Unreal Motion Graphics

UE5 — Unreal Engine 5

UE4 — Unreal Engine 4
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BCTYII

VY cy4acHOMY CBiTi BiJIeOirpy MPOJAOBKYIOTH 3aiiMaTh 0COOJIMBE MICIIE Y KHUTTI
Ta KyJIbTYpl MOJIOJ, MPOMOHYIOYH YHIKAJIBHUMA ITPOBUH JOCBiJ, IO MOEAHYE B COO1
€JIEMEHTH TPHUTOJI, EKIIEHY Ta TOJOBOJOMOK. A came TOJOBHE, IO MOPUHYTH Y IT0
KyJbTYpHY JIaHKY MOXJIMBO KOKHOMY, MalO4H Julle cMapT(oH, KoM totep abo
HaBITh CMapT-TOAUHHUK. LI TOCTYMHICT Ta 3aXOIUIMBICTh POOUTH 1X MPUBAOITHMBUMHU
JUISL IIAPOKOI ayJauTOpii, HE3aJIeKHO BiJ BIKY Ta IrpOBUX YNOA0OaHb. 3aBASKU
PO3BUTKY TEXHOJIOTIH, CydYacHi ITpOBi pyIIii HAAalOTh MOTYXHI 1HCTPYMEHTH IS
CTBOPEHHSI 3aXOIJIMBUX Ta Bi3yaJbHO MPUBAOIUBUX 1TOP.

3 PO3BUTKOM TEXHOJOTIH pO3pOOKH Irop 3'ABWIIMCS HOBI MOKJIMBOCTI JUIS
CTBOPEHHSI OLTBII 3aXOIIMBUX Ta Bi3yallbHO MpuBabauBux irop. CydacHi irpoBi pymiii
HAJAalOTh MOTY>KHI IHCTPYMEHTH JI peani3alli pi3HOMAaHITHUX ITPOBUX MEXaHIK,
CTBOPEHHSI BUCOKOSIKICHOI T'pa(iky Ta aHiMaIlii, a TAKOXK ONTUMI3allil TPOyKTUBHOCTI
rpu. KokeH 13 HUX Mae CBOI MepeBaru Ta HeAOIKH, SIK1 JAIOThCS Ta JTOCHIIKYIOThCS
nepe] po3poOKOI0 irpOBOTO 3aCTOCYHKY.

Mertoro manoi kBamiikaiiifHOi poOOTH € po3poOKa IrpOBOTO 3aCTOCYHKY ITiJT
Ha3Bowo "Paws and Magic", mo noeaHye B co0i KiIacHuHI eleMeHTH xkaHpy 2D-
wiatrgopMep 3 CyYaCHHUMH TEXHOJIOTISIMH po3poOku. ['pa 3ampomnoHye TpaBLsM
3aXOIJIMBY TOJOPOXX (DEHTE3IMHUM IrpOBMM CBITOM, JI€ iM JIOBEAEThCS JIOJaTH
NepenIkou, 30upaTi KOPUCHI MpeIMeTH Ta O0OpOTHCS 3 Boporamu. IrpoBi MexaHIKH
MOE€THYBAaTUMYTh B 001 HaKparlii MpakTUKH 13 KIACHYHUX ITOp JIaHOTO XKaHpy. ['pa
MOBMHHA MAaTU CyYaCHUW Ta aKTyaJbHUU ITPOBUM PyIIii, SKUN HaJgaBaTUME HIMPOKI
MO>KJIMBOCTI /i1l pO3pOOKH Ta TeCTyBaHHs. TakoX rpa MOBUHHA MaTH BHCOKY SIKICTb
rpadiky, TIaBHY aHIMAIlIO Ta 3pyYHHH 1HTep(deiic KoprucTyBayva.

VY pamkax 1i€i kBamiikaiiitHoi 6akagaBpchkoi poOOTH Oyjie NeTaIbHO OMTUCAHO
Bech nmponec po3poOku rpu "Paws and Magic". Ile Bkmrouatume BuOip Ta
oOrpynryBanns Bukopuctanus Unreal Engine 5 sik 0CHOBHOTO iHCTpYMEHTY PO3POOKH,
JIeTaJIbHE TPOEKTYBAaHHS ITPOBUX PIBHIB 3 ypaxyBaHHSAM OCOOJIMBOCTEH >KaHpY,

CTBOPEHHSI YHIKAJIbHUX MEPCOHAXKIB 3 BUKOPUCTAHHSM MEPEIOBUX TEXHIK aHIMalli, a



TAKOX peai3allilo 3axXOIUIMBOI IrpOBO1 JIOTIKM, IO BKJIIOYATUME PI3HOMaHITHI
MEXaHIKU B3a€MOJIi1 3 OTOYEHHSIM, CUCTEMY 300py MPEAMETIB Ta MpOrpecy rpablisl.
OcobnuBa yBara Oyzae mpujiieHa CTBOPEHHIO 1HTYITHBHO 3pO3yMIJIOTO Ta 3PYyYHOTO
iHTepdeicy KopucTyBada, SIKMi 3a0e3MeYnTh KOM(POPTHY B3a€MO/Ii0 TPaBIIs 3 TPOIO.

Bbepyuu 11e Bce 10 yBaru, 6yso copmoBaHo Temy podotu: «Po3poOka irpoBoro
3acTocyHKY "Paws & Magic" y cepenoBumnii Unreal Engine». Il po6oTa npeacrasise
co00I0 JeTaJbHUM OIMKMC TPOIECYy PO3POOKH TpH, BKIHOYAIOUM BCl €TalmM Bij
IIPOCKTYBAHHS JI0 TECTYBaHHS, 1110 JO3BOJIUTH CTBOPUTH SKICHHUH Ta IMIKAaBUHA MPOIYKT

JUISL KIHIIEBUX KOPHCTYBAYiB.



PO31JI 1
AHAJII3 IPEJJMETHOI T'AJTY3I TA TIOCTAHOBKA 3AJIAUI
1.1. 3araabHi BiZoMOCTI 3 MpeaAMeTHOI raJy3i

Y cBiTJII TOpPOLBITAHHS CBITOBOi IrPpOBOi 1HAYCTpPii, BaXJIWUBO JTOCITIAUTH
VHIKaJIbHAUA BHECOK Ta JOCSTHEHHS OKpemmx Kpain. Cepem 1ux KpaiH, o
PO3BUBAIOTHCA, Y KpaiHa BUIUISETHCS 3HAYHUM 3POCTAHHSM CBOE€T irpoBOT IHAYCTPIT 32
OCTaHHI POKHU.

3apoKeHHs 1rpoBoi 1HAYCTpPIi BinOynocs Hamnpukinii 1950-x — Ha movaTky
1960-x poxkis. [lepr HOBaTOpH, Taki K Binbsim Xirin6otem 3 ioro rporo «TeHic ajs
IBOX», a 3rojoM Pannd baep 3 «KopruuHeBoro KOpoOKOI0», 3aKIald OCHOBY JUISI TOTO,
10 TIEPETBOPUIIOCS Ha TII00aIbHE SBHUIIIE.

Crnouatky irpu po3po0IsIucs MepeBakHO HEBEIIMKMMH KOMaHIaMu a00 HaBiTh
OKPEMHMU E€HTY31aCTaMHM, YaCTO K €KCIEPUMEHTH a00 TOAATKOBI MPOEKTH B paMKax
BEIUKUX TexHoJoriynux kommnani. L1 panni [1K irpu 6ynu npoctuMu 3a cydyacHUMU
MiIpKaMH, 0OMEXEH1 00UUCITIOBATIBLHOIO OTYXHICTIO Ta MaM'sITTIO JOCTYITHOTO Ha TOU
yac obnmagHanHs. [IpoTe, BOHM 3aX0NWIIH ySIBY MIEPIINX TPABIIIB Ta CTATH OCHOBOIO TSI
MaiOyTHBHOT'O PO3BUTKY 1HIYCTPIi.

MomneTu3alis B 3apoJKyBaHiil irpoBiid 1HAYCTpli OyJjia mepeBaXHO MOB'A3aHa 3
npogaxkeM (Gi3WYHUX HOCIiB 3 irpamu. Po3poOHMKHM Ta BHMJABII ITOKJIaJajidcs Ha
IPOJIaXK KapTPHJDKIB, TUCKET YW KAaceT CIIOKMBayaM, HE MalOUM YKOJHOTO YSBJICHHS
npo 1udpoBy IUCTPUOYIIIIO YU MIKpOTpaH3akilii. Taka mMojenb CTBOprOBaJia 3HAUHI
Oap'epu U1 BXOJYy HA PUHOK APIOHHUX PO3pPOOHHUKIB Ta OOMEXyBajia MOTCHIIMHY
ayauropito [1].

Opnak Ha moyatky 1980-X pOKiB iHAYCTPis 3ITKHYIACS 3 KPU30I0, CIIPUIUHEHOIO
NEPEHACUYECHHSIM PUHKY, HU3BKOIO SIKICTIO IrOp Ta MojaibiiuM kpaxom. Lle mpusseno

JI0 MIUPOKOTO CKENTUIIU3MY OO0 KUTTE3AATHOCTI BIJIEOITOp SIK CTAJIOro O13HECY.
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Curyaris 3MiHHAJIACS 3 TOSBOIO JOMAITHIX ITPOBUX KOHCOJCH. 3aBISKH TaKUM
KyJbTOBHUM irpam, ik Super Mario Bros, Pac-Man ta i>xauok CoHik, irpoBa 1HIyCTpis
NEPEKUIIA BIIPOJKEHHS MOMYJISIPHOCTI.

ITepexin Bim (izmuHMX HOCIIB A0 HUGPOBOI AUCTPHOYII, Y TMOETHAHHI 3
TEXHOJIOTITYHUM  TPOrpecoM 1 3pPOCTaHHAM  IHTEPHET-3B'SI3Ky, 1Ie  OLablie
PEBOITIOIIIOHI3YBaB 1HAYCTPit0. Lle BIAKpMIIO NUIAX /JIs1 HOBUX PO3pPOOHUKIB Ta Oi3HEC-
MOJIeIICH, TAaKUX SIK ITOCIYTH MEePEIIUIaTH Ta BHYTPIIIHLOIrPOBI MOKyIKH [1].

IrpoBa iHAYCTpIst CLOTO/IHI € OJHIEO 3 HAUOUIBII JUHAMIYHUX Ta IHHOBAIITHUX
rairy3ei y cBiTi. Bona 006'eHye MUIbIOHY JIFOICH, BKITFOYAI0YH PO3POOHHUKIB, TPaBIIiB,
IU3aiiHepiB, MAPKETOJIOTIB 1 0ararbox 1HIUX NpodecioHaniB. 3a JaHUMU IHTEPHET-
BUAaHb, y Y 2023 pori qoxij irpoBoi inaycTpii carae $390 miupi, a KiIbKICTh TPaBIliB
nepeBuiiIa 3 Mibspau oci6 [2]. Ile cBiquuTh mpo Te, Mo irpy BKe JaBHO IePeCTaIn
OyTH MPOCTO PO3BAror0 IS AITe 1 MiITKIB. BOHM cTalid BaXKJIMBOIO YaCTUHOIO
KynbTypu. CydacHi Irpu MOXYTh TOXBAJUTHCS BHCOKOSAKICHOIO rpadikoro,
3aXOIUTIOIOYMMHU CIOK€TaMHM Ta CKJIAJIHUMHU MEXaHIKaMu, 110 JO03BOJISIE TPaBLAM
MOBHICTIO 3aHYPUTHUCS B BIpTyaJlbHi CBITH.

[HmycTpis irop 1€ He TUTBKU MPOoJaX irop Ta MPUCTPOiB, a i BETUUYE3HUN PUHOK
BIpTyaJIbHUX 3aJI0BOJICHb, HAa SKOMY TPaBIli 3 Pi3HUX KpaiH BUTPAYaAOTh MUTbSPIH
nonapiB. Hampuknan, rpasii 3 Kuraro ta CIIA Butpatunm maibke mo 30 MimbsapaiB
J0J1apiB Ha irpoBi MpoayKTu. KpiM Toro, iHIycCTpist 3apo0Jisiec Ha CTBOPEHHI KOHTEHTY
Ta opraizarlii 3Maranb. Hanpuknan, y motomy 2018 poky manyBaasHuku Fortnite
BUTpaTIIH TIOHA | 18 MINBSpAiB TOIMH HA TIEPETJIS BiJI€O, TOB'I3aHOTO 3 TPOFO, JTUIIIE
Ha miatdopmi Twitch. ITpodeciiini rpaBii TakoX 3apoOJsAiOTh MIIBLHOHM 0JapiB,
Oepyud ydacThb y TYypHIpax, a yKpaiHChki kiOepcrmoprcmeHu Poman @DomiHOK 1
Bononumup MiHeHKO OTpUManu TMOHAJ MUIBHOH J0JIapiB MPU30BUX KOXKEH.
VYkpaincbki KoMITaHii Bxke moHaj 10 pokiB CTBOPIOIOTH BIpTyasibHI CBITH Ta 3aMalOTh
3HaYHE MICLE B IrpOBIA 1HAYCTpli, pO3pOOJIAIOYM ITPH, 5Kl CTAIOTh BIJOMHMH Ta

nonyaspaumu [3].
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Puc. 1.1 JliarpaMa BiIHOCHOTO PO3MOIJICHHS! PUHKY ITPOBUX MPOAYKTIB MO PEriOHaM

ceity [3]

PunOK Bifeoirop € oJlHUM 13 HaHOUIBIIMX CETMEHTIB PO3BaXKajabHOI 1HIYCTPIi,
NEePEeBEPIIYI0UN 32 MPUOYTKaMHU KiHO Ta My3wuHy iHIycTpito [4]. KoxxHOoro poky
BUITYCKAIOTHCSI THCSYl HOBUX ITOp, SIKI MPOJAIOTHCSA MIIBHOHAMH KO MO BCHOMY
cBiTy. ['paBIl BUTpayaroTh 3HaYHI CyMH TpolI€l Ha NpUIO0aHHS Irop, JOJATKOBOIO
KOHTEHTY Ta oOnagHaHHS Juisi TeWMiHry. 3maranHs 3 Kibepcrmopty 30HMparoTh
BEJIMYE3H1 ayIUTOPii, a mpodeciiiHi TpaBIll CTAIOTh CIIPABXKHIMU 31pKaMu, 3apOOJIsSIOUH
M1JIBIOHU A0JapiB HAa IPU30BHUX Ta CIIOHCOPCHKUX KOHTPAKTaX.

VY TEeXHOJOTIYHOMY IUIaHI, IrpoBa IHAYCTPIS € OAHUM 3 PYIIiiB Iporpecy.
Po3pobOka irop CTUMYJIO€ PO3BUTOK HOBITHIX TEXHOJOTIH, TaKUX SIK BIPTyajbHA 1
JIOTIOBHEHA pealbHICTh, IITYYHHM IHTEIEKT Ta rpadiuni mpouecopu. Hampuknan,
mwiardopmu Ha 3pazok Unreal Engine ta Unity 103B0JIsII0Th CTBOPIOBATH PEaTiCTHUYHI
TPUBUMIPHI CBITH 3 BHCOKHMM pIBHEM JeTali3allii, SKi MOXYTh KOHKYypyBaTH 3

peanbHUMH 300pakeHHAMU. L{i TexHOIOT1i 3HAaX0IATh 3aCTOCYBaHHS HE JIMIIE B irpax,
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ajyie 1 B IHIIMX Taly3sX, TAKUX SK MEIUIIMHA, apXITEKTypa, OCBITa, KIHOIHIYCTPis Ta
BilICbKOBa CIIpaBa.

IrpoBa iHAYCTpIsA TakoXX 3HAYHO BIUIMBAE HA COLIAJIbHI ACNEKTH KUTTA. Irpu
CTalOTh MIATGOPMOIO ISl COIabHOI B3a€MOJIIi, /i€ JIIOJAU MOXYTh 3HAHOMMTHCH,
CHJIKYBaTHUCS Ta CIIJILHO MPOXOIUTH BUIIPOOYyBaHHs. BoHH TormoMararoTh po3BUBATH
pi3HI HABUYKH, TaKl SK CTpATETiYHE MUCIEHHS, KOOpJWHAIlSA PyXiB Ta poOOTa B
koMaHai. KpiMm Toro, irpm Bce dacTilie BUKOPHUCTOBYIOTHCSI JJISI OCBITHIX IIUICH,
HAJIAl0U1 IHTEPAKTUBHUM CIIOCIO BUBYEHHSI HOBUX 3HaHb T4 HABUYOK.

VYkpaiHCbKUW PUHOK BiJICOIrOp, HE3BAXKAIOYM Ha CKJIQJHI YMOBH, MOB's3aHi 3
MIOBHOMACIITA0HUM BTOPTHEHHSAM, IMPOJOBKYE JACMOHCTPYBAaTH IIOTEHITIAT JO
po3Butky. Y 2022 pomi obcsar punky ckiaB $287 mun [4]. He3Baxkaroun Ha Bce,
YKpaiHChKI1 IrpOB1 KOMITaHI1 IPOJIOBXKYIOTh MIPAIIOBATH Ta BUITYCKATH HOBI MPOAYKTH,
a JIesiKl 3 HUX HaBiTh 30UIBIINWIIN CBOI KOMaH/IU Ta 0OCSTH BUPOOHUIITBA.

Tpu uBepTi irpoBUX KOMIIAHIN, IO MPAIIOIOTh B YKpaiHi, MalOTh 1 IITa0-
KBapTUPY B YKpaiHi, OT)KE MAEMO MOXKJIUBICTH CTBOPIOBATH 1Jei, pO3pOOIATH 1
KEepyBaTH MPOIecOM po3poOKH 1 TpoaxiB irop. KpiMm 11poro, Halr KoMIaHii HaAaoTh
MOCITYTH 3aKOPJIOHHUM T€HMIECB-CTY15IM, 3aiiMatOTHCSI Ay TCOPCUHTOM, ayTCTa1HTOM.
ToOTo komnaHii O1ybllIe MOKIAAAIOTHCA Ha SIKICHY pOOOTY HaIlIMX MPOTPaMICTIB, aHIXK
Ha CTBOpCHHs OpeHAiB 1 3axommorounx ined [3]. Hwkue HaBemeHa miarpama
CIIBBITHOIIIEHHSI YaCTOK KOMMAaHIN B irpoBid 1HAycTpli YKpainu, Ae po3risiHyTO 6
OCHOBHHMX c(ep AISIBHOCTI:

— [Tabnimmuar - Ilpouec miArOTOBKM, BUITYCKY Ta MOIIMPEHHS Bineoirop ado
IHIIIOTO TMporpaMHOTo 3a0esneueHHs. [laGmimep Moxe 3aliMaTHcs MapKETUHIOM,
MPOJIAKEM, JIOKAITI3AIIEI0 Ta MIATPUMKOIO IPOIYKTY.

— Koncantuar - HamanHS eKCHEpTHHX MOpaj Ta JOTOMOTH KOMITaHIsM Y
BUPIIIIEHH] KOHKPETHUX Mpo0seM abo NOCATHEHHI MEeBHUX Miieh. Y cdepi po3poOku
IpPOrpaMHOro  3a0€3Me4YeHHs] KOHCAJITUHI MOXKE€ BKJIOYATH aHali3 BUMOT,

IPOEKTYBAHHS apXITEKTYPH, TECTYBaHHS Ta ONTUMI3ALIIIO.
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— Cepgic s 1HIIKMX KoMmnaHii - [lociyru, 1o HagarThCsl OJHIEID KOMITAHIEIO
IHIIA KOMITIaHii, Taki SK po3poOka mporpaMHOro 3a0e3nedyeHHs Ha 3aMOBJICHHS,
XMapH1 0OYHCIICHHS, MAPKETUHTOB1 JOCIIIIPKEHHSI TOILIO.

—IHni-po3pobka - Ilpomec CTBOpeHHs BiI€OIrop ad0 IHIIOIO MPOTrPAMHOTO
3a0e3MeUeHHs HEBEITMKUMH HE3aJIeKHUMHU KOMaHAaMHi 200 OKPEMUMH PO3POOHUKAMH,
0e3 (piHaHCOBOI MIATPUMKH BEJIUKUX BUJIABIIIB.

—Ayrtcopcunr - Ilepenavya neBHux Oi3Hec-IpoleciB a00 3aBJaHb 30BHIIIHBOMY
miapsiAHUKY 260 kommasii. [e Mmoske BKITtouaTy po3poOKy MpOrpaMHOTo 3a0e3MeUeHHs,
OIATPUMKY KJTIEHTIB, OyXTajaTepito TOLIO.

—Ayrcradinr - Dopma ayTCOpCHUHTY, IPU SIK1 30BHIIIHI CIIEHIATICTH TUMYACOBO
3aITy9ar0ThCAd 10 POOOTH HaJ TPOEKTOM KOMIaHIi-3aMOBHHKA, ajie¢ 3aJUIIAIOThCS
npaliBHUKaMH KOMITaH1i-TipoBaiiepa.

— Bnacuwuii npoaykr - [Iporpamue 3a6e3neueHHs a0o iHILKNA UGPOBUI IPOAYKT,
PO3pO0JICHHI Ta MOBHICTIO KOHTPOJIHOBAHUN OJIHIEI0 KOMIIAHIEI0, TPU3HAYCHUHN IS

npoJaxy ado BUKOPUCTAHHS B paMKax BJIACHOI JISJIbHOCTI.

NabniwnHr 15%

KoHcanTiHr 17%

Cepsic Ans iHWKWX KOMNaHin 17%

IHAi-po3pobKka 25%

AyTtcopc/AytcTadd 37,50%

BnacHui npoaykT 69%

Puc. 1.2 Yactka ykpaiHChKHX IeiM/IeB-KOMITaHi# 3a mpodisem iXHboi AisuibHOCTI [3]
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VYkpaiHchKi TeiiMieB-KkoMmnaHii Habarato OUTbIe, HIXK B CEPETHHOMY TIO CBITY,
OpIEHTOBAHI Ha CTBOPEHHS 1rop Juist MoOUTbHUX npucTpoiB 1 PC, a ock 10 npuctaBok
BiHOWIEHHS Olnbin cTpuMane. Hama kpaina mae HalOinblly B CBITI KUIBKICTh
CHEIIATICTIB, SIKI MPaIoI0Th 3 irpoBuM pyuriem Unity 3D 1 He AUBHO, 110 OUIBIIICTD

KOMITaHii 00UparoTh HOTO JJIsl pO3pOOKH irop, iHIII TEXHOJIOTIT MEHI monyJisipHi [3].

Bif,COTOK KOMMaHii, AKi BUKOPUCTOBYIOTb TexHosoritol)

69%

31% 31%
27%
13%
39 4% 4%
Amazon Corona CryEngine Cocos2D BnacHui HTML5  Unreal Engine Unity
Lumbeyard pywin

* - 3 ypaxyBaHHAM, WO 1 KOMMNaHiA MOXe BUKOPMUCTOBYBATU KislbKa TEXHOJIOFIMN
Puc. 1.3 Texnonorii, siki HaifyacTime BUKOPUCTOBYIOTh YKPaiHChKI KOMIaHii [3]

[Tpumitka.
BincoTku mipaxoBaHi 3 ypaxyBaHHSM, 10 | KOMMaHis MOK€ BUKOPHCTOBYBATH

KUJIbKA TEXHOJIOTIH.

[ToBHOMacITaOHE BTOPTHEHHS CTBOPWJIO 3HAYHI BUKIMKH IS YKPaiHCHKOT
IrpOBOi 1HAYCTpIi, BKJIIOYAIOYM BTPATy NEPCOHATY, MPOOJEMHU 3 JOTICTUKOIO Ta
¢dinancyBanasaM. Ilpore, ykpalHChKI pO3pOOHMKH TPOSBUIU  CTIMKICTH Ta
aJanTUBHICTh, 3HAXOASYM HOBI crmocoOuM poOOTH Ta MIATPUMKH Oi3zHecy. bararo
KOMITaH1{ mepeMicTuiii cBOi odicu B Oe3neuHinii perionn Ykpainu ado 3a KOpJoH, a

JesIK1 IeperuIn Ha BiJIIaJICHUN PEXKUM POOOTH.
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BiitHa TakoX croHyKamsa YKpaiHCBKHX PO3POOHHUKIB /10 CTBOPEHHS 1rop, sKi
B1J1I0Opa)karoTh peaiii BIHU Ta NIATPUMYIOTh YKPAiHChKY KyJIbTYpY Ta 11€HTHUYHICTb.
Hamnpuknan, rpa "Zero Losses" po3noBinae 1CTOpI0 YKpaiHCBKHUX BIMCBKOBHX, SIKI
3aXHIINA0Th CBOIO KpaiHy BiJg pocikichkoi arpecii [5].

He3Baxkaroum Ha TpyAHOINl, YyKpaiHChbKa IrpoBa IHAYCTpIS Ma€ 3HAYHHUI
MOTEHINa I 3pOCTaHHs. YKpaiHChKi pO3pOOHUKH BiZIOMI CBOEI KPEATHBHICTIO,
TeXHIYHUMHM HaBHYKaMH Ta BIJIJIAHICTIO CBOiM cIIpaBi. 3 MATPUMKOIO MIDKHApPOIHOT
CIUJIBHOTH, YKPATHCHKUM PUHOK B1JICOITOpP MOKE CTa€ BaXKJIMBUM IPaBIIEM Ha CBITOBIiH
apeHi.

OTtxe, irpoBa 1HAYCTPIsl CHOTOJIHI € KOMIUIEKCHUM 1 PI3HOMAHITHUM SIBUILIEM,
AK€ 3HAYHO BIUIMBAE HAa €KOHOMIKY, TEXHOJIOTIi Ta CYyCHLUIbCTBO. BOoHa HEe TUIBKH
pO3Ba)Ka€ MUIBMOHHU JIIOACH MO BCHOMY CBITY, ajie¢ i CTUMYJIOE PO3BUTOK HOBHUX
TEXHOJIOT1! Ta COIIaJIbHUX BIAHOCUH. PO3yMIHHS I[bOTO JTIO3BOJISIE OLIHUTH MacIITal 1
3HAYEHHS ITPOBOI IHAYCTPIi B Cy4aCHOMY CBITI, @ TAKOX MEPCIIEKTUBH i MOJATBIIOTO

PO3BUTKY B YKpaiHI.
1.2. Tllpu3HavYeHHs PO3POOKH Ta rajay3b 3aCTOCYBAHHA

[Ipu3HaueHHs JAaHOTO 3aCTOCYHKY TIONATAaE Yy HaJaHHI KOPUCTyBadyam
YHIKQJIbHOTO 1IrPOBOTO JOCBiAY, IO BIJ3HAYAETHCS BHUCOKOKO SKICTIO Trpadiki,
3aXOILTFOIOYUM CETTIHTOM 1 3pyYHHMH iIrPOBUMHU MeXaHikaMu. OCHOBHA METa MOJIsTaEe
y 3aJy4eHHI MTUPOKOI ayAuTOpii, SKa MOXKE BKJIFOYATH SK 3BUYAHUX T'PaBIlIB, TaK i
€HTY31aCTiB, 10 TyKalOTh HOB1 BUKJIUKH Ta BPAKEHHS y BIPTyaIbHOMY CBITI.

IrpoBuit 3actocynok mias [IK Oyme BUKOpUCTOBYBATHCS ISl 3a0€3MEUYCHHS
PO3BaXKAJIBLHOTO KOHTEHTY, HAJAI0YM KOPHUCTyBayaM MOXIIUBICTh 3aHYpUTHUCA Y
BIpTyaJIbHUN CBIT, JIe BOHU 3MOXYTh B3a€EMOJISTU 13 CEPEJIOBUINEM Ta BIATOUYBATH
CBOI HAaBMYKM y rpi. Irpy MOXyTb MaTH 3HAYHUU OCBITHIM MOTEHLIAJ, CHPHUSIOUU
PO3BUTKY KOTHITUBHUX 310HOCTEH, MOKPAIEHHIO PEeaKilii, CTpaTeriyHOT0 MHUCIICHHS
Ta BUPILIEHHS IPOOJIEM.

["amy3p 3acTocyBaHHS PO3POOIIOBAHOTO IFPOBOTO 3aCTOCYHKY OXOIUIIOE SIK
JIOMAIlTHE BUKOPUCTAHHS, TaK 1 HamiBnpodeciiinuii kidepcnopt. B gomaniabomy
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Cepe/IOBUILIl TIpa CIYXHUTh JDKEpPEIOM pO3Baru Ta pejakcalii, JornoMaramouu
KOPHUCTYBauaM BIJIBOJIKTUCA BiJl HOBCSKIEHHUX TypOOT Ta 3aHYPUTHUCS Y 3aXOILTIOI0Y1
npuroau. Y cgepi kibepcnopry irpoBuil 3aCTOCYHOK MOXE BUKOPUCTOBYBATHCS IS
IPOBEJCHHS 3MaraHb, TPEHYBaHb Ta PO3BUTKY rpaBliB. Bucoka sikicte rpu Tta ii
KOHKYPEHTH1 MEXaHIKH CIIPUSATUMYTh MOMYJIsipU3aliii cepes] npopeciiHux reiimepis Ta
KiOepCIOPTUBHUX KOMAH]I.

KpiM Toro, irpoBuil 3aCTOCYHOK MOKE€ CTaTH Ba)JIMBUM IHCTPYMEHTOM IUIf
COLIIAJIBHOI B3a€MO/I11, CTBOPIOIOYM MOXIIMBOCTI JJIsl CIIBOpALl Ta KOMYHIKALl MIXK
rpasisamu. ComianbHi PyHKITIT, Taki sIK 3MIraHHA 32 Pe3yJIbTaTaMu I'pu Mk coboro. 1le
J03BOJISIE HE JIMILIE MOKPAIIUTH ITPOBUN JOCBIA, ajie W crnpuatu (QOpMyBaHHIO

COLIIAJIbHMX 3B'I3KIB Ta PO3BUTKY CHIJIBHUX IHTEPECIB CEpe]l KOPUCTYBAUIB.
1.3. IlincTraBa aJst po3pooku

B kiHIll HaBYaHHA, CTYJICHT BUKOHYE KBamidikalliiHy po0oTy (mpoekT). Tema
POOOTH Y3TrOKYETHCS 3 KEPIBHUKOM MPOEKTY, BUITYCKAIOUOI0 Kadeaporo.

[TinctaBoto nnst po3poOkm  kBamiikaritHoi podotn Ha Temy ~Po3poOka
irpoBoro 3acrocyHky "Paws & Magic" y cepenoBumi Unreal Engine” € Hakas Bif

HamioHanbHOro TEXHIYHOTO YHIBEPCUTETY «JIHIMpOBChKA TMOJITEXHIKA»  BiA

23.05.2024.
1.4. IlocTaHoBKA 3aBAaHHSA

MeTor po3poOKHM MOTO IrpoBOTO 3aCTOCYHKY JJIsi TIK € CTBOPUTH irpOBHM
3actocyHok st IIK, mo mpencraBisie co0or0 MO€NHAHHS KIACHUYHOTO IirpOBOTO
JOCBIZYy 3 CyYaCHUMH TEXHOJOTISIMH PO3POOKH, iK€ Mae B cOOl pO3BaKaJIbHYy Ta
KyJbTYPHY (PYHKIIII.

Po3pobka irpoBoro 3actocynky "Paws & Magic" Bkitouae B ce0e KOMIUIEKC
3aB/aHb, 1110 OXOIUIIOIOTH Pi3HI ACIIEKTH CTBOPEHHS I'PH.

[To-mepie, 11e qU3aiiH Ta po3poOKa IrPOBHUX PiBHIB, IO Mepeadadae CTBOPCHHS
YHIKQJIbHUX PIBHIB 3 PI3HOMaHITHUMH TEPEIIKOIaMH, PO3POOKY MEXaHIK B3a€MOJIIi

NEPCOHAXKa 3 OTOYEHHSM Ta BIIPOBAHKEHHS CUCTEMU 30€PEKEHHSI POTPECy rpaBLs.
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[To-npyre, 1e CTBOpEHHS Ta aHIMaIllis TEPCOHAXIB, BKIIOYAIYH PO3POOKY
TOJIOBHOTO Teposi 3 0a30BUM HA0OpOM pYXiB, CTBOPEHHS BOPOTiB 3 TIEBHOIO
NOBEAIHKOIO Ta peali3aliio aHiMallil TOJI0BHOIO MEPCOHaXa.

[To-TpeTe, BaXJIIMBUM acCIEKTOM € pO3poOKa IrpoBOI JIOTIKH, IO BKIIOYAE
CTBOPEHHSI CHUCTEMHU 300py MpEeAMETIB, fKI BIUIMBAIOTh Ha TEeUMIUICH, a TaKoOX
BIIPOBAKEHHSI CUCTEMU PaxyHKY Ta 30€peKeHHsI IPOrpecy TpaBlisl.

Hapemti, crTBOpeHHs iHTepdelicy KopucTyBaua Iepeadadae po3poOKy
TOJIOBHOTO MEHIO, €KpaHIB IMay3u, IEPEMOTH Ta MOPa3KH, B1IOOpakeHHs 1HQopMalii
PO PaxyHOK TPaBIls Ta 3a0e3MeYeHHs 3pyYHOI HaBIrallii Ta ympaBIiiHHs TPOIO.

Jlist yeniniHoi peanizaiiii Npo€eKTy He0OX1AHO BUKOHATH TaKl KJIFOUOBI €TaIlu:

— ChpoexTyBaTu IeTalbHY KOHIIEMIIIO TPH, sIKa BKIIFOYaTHME OTHUC iITPOBUX
MEXaHiK, BI3yaJIbHOTO CTHJIIO Ta 1HIINX Ba)KJIUBUX aCTIEKTIB.

— PeanizyBaTu iIrpoBy JIOTiKYy, BAKOPUCTOBYIOUH TaKl IHCTPYMEHTH, IK C++,
Blueprints Ta inmi moxiuocti Unreal Engine 5.

— IlpoBectu perenbHe TECTyBaHHS I'pu i 3a0€3ME€UEHHs il KOPEKTHOI Ta
cTabuIbHOI pOOOTH.

3aBIAKM KOMIUIEKCHOMY MiIXOMy JO PO3pOOKH Ta BHKOPHUCTAHHIO CyYaCHHUX
TEXHOJIOT1i, iIrpoBUil 3acTOCYHOK "Paws & Magic" 3Moxke 3amponoHyBaTH TpaBIsM
3aXOIJIMBHI Ta IHTEPAKTUBHUMN JTOCBiJ, IO BIJIMOBIIA€ CYyYaCHUM CTaHIAPTaM SKOCT1

Ta BUMOT'aM LI1JIbOBOI ayAUTOPIi.
1.5. Bumoru 10 nporpamu a0 nporpaMHoOro BUpooy
1.5.1. Bumoru 10 GyHKIiOHATBLHUX XapPAKTEPUCTUK

3anponoHOBaHa CUCTEMAa MA€ HACTYyH1 (PYHKIIOHAJIbHI XapaKTEePUCTUKH.

— [I'paBenr mMOBHMHEH MaTH MOXJIMBICTh KEpyBaTH TEPCOHAKEM 32
JOTIOMOTOI0 KJIaB1aTypH, BUKOPUCTOBYIOUM KHOIKU JJIsl TIEPECyBaHHS Ta OJHY
KJIaBiry JJisi cTpubka (abo ABIHHOTO CTpUOKA).

— KoeH piBeHb MOBHHEH MaTH YITKO BU3HAYEHY METY: 310paTu BCl 31pKH

Ta JICTATUCS 0 BUXOJY.
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— Ilepenikoau MOBUHHI BKIIIOYATH CTATUYHI €JIEMEHTH, K1 YCKIIATHIOOTh
NepeCyBaHHs MO PIBHIO.

— I'paBenr mOBUHEH MaTH MOXJIMBICTh 3HUILIUTH BOpOra, CTPUOHYBILIU Ha
HBOTO 3BEPXY.

— 3i0pani 3ipKu MOBUHHI IaBaTH JIOCTYII IO HACTYITHUX PIBHIB.

— TI'pa moBuHHa MaTH TPOCTHH Ta IHTYITUBHO 3pO3yMUIH i1HTepdeic
KOpHCTYyBava.

— IHrepdelic NOBHHEH BKIIOYATH MEHIO TNay3d, J€ TIpPaBelb MOXKE
MOBEPHYTHUCS Ha3aj B Ipy.

— Pospo6ka rpu noBunHa OyTu 37ilicHeHa B cepenoBuill Unreal Engine 5
ab0 HOBILIOI BEPCIi.

— 1Ilix wac po3poOku B cepeoBUIlll, TOBUHEH OyTH 3aCTOBAHMM ILIAriH

Paper2D nns po6oTu 13 cripaliTaMu Ta PIBHSAMH.
1.5.2. Bumoru 10 ingopmaniiinoi 0e3nexku

Bumoru no ingopmaiitHoi 0e3nexku y "Paws and Magic" € MmiHIMaibHUMH,
OCKIJTbKH Tpa He 30upae, He 00poOIisie Ta He 30epirae mepcoHaNbHI JaHi KOPUCTYBaviB.
[Ipote, nns 3abe3neyeHHss Oe3MeKu Ta CTaOLILHOCTI POOOTH 3aCTOCYHKY HEOOX1THO
JOTPUMYBATHUCS HACTYITHUX BUMOT:

— 3axucCT BiJl HECAHKI[IOHOBAHOTO nocTymny: Ko rpu moBuHEH OyTH 3aXUIICHHM
B1Jl HECAaHKIIIOHOBAHOTO JOCTYMY Ta MOAU(]iKaIlii 3 METOr 3armo0iraHHs BTPy4YaHHIO B
IrpoBUii Mpoliec Ta 30epexKeHHs HITICHOCTI IaHUX.

— 3axWcT B HIKIIJIMBOTO TpOorpaMHOro 3adesnedeHHs: HeoOXimHo peryispHO
OHOBJIIOBATH TporpamHe 3a0e3neueHHs, Bkatoyatoun pymiid Unreal Engine 5, ans
BUIIPABIICHHS BPA3JIMBOCTEH Ta 3aXMUCTY BiJI MIKIJTMBOTO MPOTPAMHOTO 3a0€3MEYCHHS.

— Kontpous sixocti kony: Perynsipae TecTyBaHHS Ta epeBipka KOAY Ha HAsIBHICTb
IOMMJIOK Ta BPA3JIMBOCTEH J03BOJUTH 3a0€3ME€YUTH CTaOlIbHY poOOTYy TIpu Ta

3ano0irT MOKJIMBUM IIpo0JieMaM Oe3IeKHu.
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1.5.3. Bumoru 10 ckj1aay Ta mnapaMeTpiB TeXHIYHHX 32c00iB

st po3poOku irpoBux goaarkiB Ha 0a3i Unreal Engine morpiOHa moTykHa
pobOoya craHLisl 3 Cy4yacHUMM OaraTOsIIGPHUM MPOLIECOPOM, BHUCOKOIPOYKTUBHOIO
BiJICOKAPTOIO Ta BEIUKUM 00’€MOM omepatuBHOI mam’siTi. Lle 3a0e3neuuTs MIBUIKY
KOMITUISITIIO KOAY, PEaTiCTUYHUN PEHISPUHT 1 €()eKTUBHE TECTYBaHHS I'PH B PI3HUX
pexuMax. BakIWBHUM acmeKTOM € BUKOPUCTAaHHS IMBUAKAX TBEPAOTIIBHUX
HakonuuyBauiB (SSD) 71t CKOpOUEHHS Yacy 3aBaHTAXEHHS MPOEKTY Ta MiBUIICHHS

3arajbHOI NPOAYKTUBHOCTI CUCTEMHU.
1.5.4. Bumoru 10 ingopMaiiiiHol Ta NPOrpamMHoOi CyMICHOCTI

CyMicHICTh I KOPUCTyBada rmepeadadae, 100 TmporpamMa KOPEKTHO
dbyHKIIIOHYBaja Ha PI3HUX KOH(DIrypalisx KOMM'IOTEpIB, 3 ypaxyBaHHSAM PI3HHUX
omepariiHuX CUCTEM, armapaTHOTO 3a0e3MedeHHsl Ta MapaMeTpiB BigoOpa)keHHs. 3
ypaxyBaHHSM YMOB PHHKOBOTO CEpEIOBHIIA, HEOOXITHOI BUMOTOI0 € CYMICHICTH 3
ornepaninaumu cuctemamu Microsoft Windows 10 a6o 11.

[IporpamHa CyMiCHICTh MPOEKTY I PO3POOKH, y CBOIO YEPry, BUMarae, moo
ITpOBUI 3aCTOCYHOK OYB PO3pOOJICHHMI 1 HAJAIITOBAaHUN 3 BHUKOPHUCTAHHSM TaKHX
TEXHOJIOT1i Ta 010710TeK, siki € cymicHuMu 3 Unreal Engine 5. Lle Bkitouae y3romxeHi
Bepcii migTpumyBaHoi MoBH mporpamyBaHHs (C++ abo Blueprint), a Ttakox
BIJIMOBIAHICTh CTOPOHHIX O10JIIOTEK Ta IHTErpalliid J0 PEKOMEHJIOBAaHUX CTaHJIapTIB

1HTEep(ECIB MPOrpaMHOTo 3a0e3MeUEHHS.
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PO3/LT 2

INPOEKTYBAHHA TA PO3POBKA ITPOI'PAMHOI'O ITPOAYKTY

2.1 ®yHkuioHAJbHE NPU3HAYEHHS POTPaMU

IrpoBuii mpoayKT siBAsSTUME cOoO0K0 2D-mutargopmep — 1€ kaHp BiAeoirop, Je
IrpOBHUIA ITpolLIeC B1IOYBAETHCS HA IBOBUMIPHIH IIOMHKHI (2D) 1 TOJJOBHUM €JIEMEHTOM
€ TEepEeMIICHHS TepCcoHaka 1o ImaTdopmax pizHoi Bucotu Ta (opmu [9]. Bubip
JAHOTO JKaHPYy 3ampoOINOHy€ TpPaBIIM 3aXOIUIMBUI Ta IHTEPAKTUBHUHN JIOCBI,
CIIOBHEHUW JTWHAMIYHUX BUIPOOYBaHb Ta SCKPAaBUX BPaKEHb. [paBili 3MOXKYTb
JTOCIIDKYBAaTH PI3HOMAHITHI ITPOB1 CBITH, JOJAIOYM IEPEIIKOIU, 30HMparodu IiHHI
pEeIMETH Ta B3aEMOIIOYH 3 YHIKAIbHUMU €IEMEHTaMHU OTOUCHHSI.

OCHOBHOIO METOIO TpH OyJle TOCATHEHHS KIHIIA KOXXHOTO PiBHSI, 1€ Ha TPaBIIIB
YeKaTUMYTh 3aXOIUIMBI BUIPOOYBaHHS. i yCIIIIHOTO MPOXOIXKEHHSI PIBHIB I'PaBLSM
HEOOX1IHO OyJie TPOSIBUTH  CIPUTHICTh, JIOTIYHE MMHCICHHS Ta  BMIHHA
BUKOPUCTOBYBATH PI3HOMAHITHI MEXaHIKH, TaKi SIK CTPUOKH, MOABIHHI CTPUOKH, aTaKu
Ta 301p MpeaMeTiB. Y CIiIIHE 3aBEPIICHHS KOKHOTO PIBHS BIAKPUBATUME JOCTYI 10
HOBUX, II¢ OUTBII 3aXOIUITMBUX Ta CKIATHUX BUIPOOYBaHb, IO CTUMYJIOBATHME

TpaBIls /10 TOJAJIBIIOTO MPOXOKEHHSI TPU Ta JOCHIKEHHS 11 CBITY.
2.2. Onuc 3aCcTOCOBAHUX MAaTEMATHYHUX METOIIB

Tak sK 0cCOOJMBOCTI TpeAMETHOI 00JIacTi PpO3B'A3yBaHOI 3ajadl  He
nepen0avyaroTh 3aCTOCYBaHHS CKJIAAHUX MaTEMaTHYHUX METOJIB, MPHU po3poOiii
iHopMaIiiHOT CHCTEMM MaTeMaTHYHI METOAM HE BHKOpHUCTOBYBaiucsa. OpHak, €
Jesiki OCHOBHI MaTeMaTWYHI Ta JIOTiYHI omeparlii, fKi BHKOpHUCTOBYyBamucs. J[[o

NPUKJIaAY: IHKPEMEHTAIlis, MepeBipka YMOBH, MTPOCTi apuMETUUIHI OTIEpallii TOIIO.
2.3 Onuc BUKOPUCTAHUX TEXHOJIOTi Ta MOB MpOrpaMyBaHHs

VY npoueci po3poOKH MOET AUIIIOMHOT TP, BUOIp IFPOBOIO PYILisA CTaB OAHUM 3
KITFOUOBUX pillleHb. SIK 3a3Ha4yayiocs B MEpPHIOMY pO3AUT KBamidikaimiiftHoi poboTu
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HaimonyssipHilmuMu  Bapiantu Oynmm Unreal Engine ta Unity. Bonu o0umaBa
NPOMOHYBAJIM TMOTYXHI 1HCTPYMEHTH Ta MOMJIMBOCTI, aj€ TaKOoX Mallid CBOi
ocoOnmmBoCTI Ta oOMexeHHs. KokeH 3 HMX MaB CBOi IMepeBard Ta HEAOJIKH, IO
YCKJIQJIHIOBaJIO BUOIp. JleTanbHuil aHam3 WX pyIIiiB cTaB HEOOX1THUM KPOKOM IS
BHU3HAYEHHSI ONTUMAJILHOTO BapiaHTy, AKUM O HalKpallle BiMOB1/IaB MOTpedaM MOro

MIPOEKTY Ta MOIM HaBHYKaM po3poOHuKa. Pe3ynpraTu anamnizy 3aneceHi 10 tadmui 2.1

HUXKYE.
Tabmums 2.1
IopiBHSUIbHA XapaKTePUCTUKA PYUIIIB 1JIsl PO3PO0OKHM irpoBHX
3aCTOCYHKIB [6]
Kpurepiii Unity Unreal Engine
OcHOBHI MOBHU C# C++, Blueprints
porpamMmyBaHHs
[Tnatdhopmu PC, xoHcoJ11, MOOILJIBHI, PC, xoHCO0:11, MOO1LJIBHI,
VR/AR, BeO VR/AR
JlinensyBanns Ta | beskomroBHa, Pro-Bepcis Beskomrrosna 1o $1 mun
BapTICTh $150/mic noxony, 5% posTi
['padiuni Ho6pe mia 2D, 3D menm Bucoka neranizamis 3D,
MO>KJIUBOCTI NOTYKHE texHoJorii Lumen ta Nanite
IIpocrora Hwxumii mopir Bxoay Buuii nopir Bxoay
BUKOPHCTaHHS
IacTpymentu ms | 3pyuni mist MmoOimsHuX 1 2D | Blueprints mist BisyansHOTO
In3aiHy CKPUIITYBaHHS
JlokymeHTaiiis Ta | Benuka iHTepHEeT-CiIbHOTA, 1110 0O3HAYae 0araTo
MiITPUMKA 1H(MOpMaIIHHUX pecypciB
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ITponosx. Tabm. 2.1

PosmmproBanicTs | Bennka KinbKiCTh TUIariHiB BiakpuTuii BUXiTHUHN KOS,

MoaudiKaris Komgy

Cdepu [IIupoko BukopucroByetbes | [lonynsipuuii qis AAA-

BUKOPHUCTaHHS JUIS1 MOOUTBHUX 1TOP npoekTiB Ta VR/AR

OnTumizanis Jlerka ontumizauis Jjis bararti iHCTpyMeHTH, aje
MOOUTBHHUX TIPUCTPOIB CKJIQJHI B OCBOEHHI

B pesynbrari mopiBHsSHHS Oynio HpwidiHATE pimeHHs oOparu pymid Unreal
Engine y 38’s13ky 3 mmpimuM (yHKIIIOHAIOM Ta IEPCHIEKTHBOIO PO3BUTKY MPOEKTY Ha
MaiOoyTHe. Cepea MiHyciB OyJ10 3a3Ha4€HO MeHII1 rpadiuyHi MOKIUMBOCTI 11 2D irop,
asie pileHHs i€l npoOiemMu Bxke 3HaiieHe. OCKUIBKY JUISl LbOTI'O PYLIisi CTBOPIOKOTHCS
THCSY1 TUTAT1HIB IJI p13HOMAaHITHUX TTOTPeO, 13 HeTaBHIX IMip OyJ10 BUHANACHO 1 TaKUH,
KWW Jomomarae B po3po0ii 2D irop.

[Tlim 4ac po3pobku maHoi KBamiikaiiiHOi OakalaBpCchkoi  poOOTH
3acTOCOBYBajach MoBa porpamyBaHHs C++. Byay4n noTy>kKHOO Ta THYYKOK MOBOIO
IpOrpaMyBaHHs, BOHA 3AJIMILIAETHCA OJIHIEI0 3 HANNOMYJISPHIIIMX MOB y PO3pOOILI1 irop.

BinbimicTe momynspHUX irpoBUX pymiiiB, Takux sk Unreal Engine ta Ginbina
gactuHa Unity, mnoOymoBani wa C++. Ile nmo3Bossie 3a0e€3MEUYUTH  BHCOKY
OPOAYKTUBHICTH Ta €()eKTUBHE BUKOPUCTAHHS PECYPCIB, [0 KPUTUYHO BAXKIUBO AJIS
CY4YaCHHUX ITOp 3 peaslicCTUYHOIO Tpadikoio Ta CKIATHUMU CUMYIIAIISIMU.

C++ mHUPOKO BHUKOPUCTOBYETHCS I PO3POOKM TpadiyHUX MiICHUCTEM,
nIelaepiB Ta BizyaibHUX edekTiB. bidmioreku, Taki sk DirectX ta OpenGL, HamaroTh
HU3BKOPIBHEBUU JOCTYI 10 TpadiuHOro 00JIaJHAHHS, JO3BOJISIIOYM PO3POOHUKAM
CTBOPIOBATH Bpa)karouy Bi3yalIbHy CKJIaJIoBY irop [8].

3/aTHICTD /10 HAMMCAHHSA KOJMIB HU3BKOTO PIBHA POOWTH ii HE3aMIHHOIO JIJIS

CTBOPCHHA CUCTCMHOTI'O KOAY, 0a3oBHX inOBI/IX MEXaHI3MIB Ta BHCOKOIIPOOAYKTUBHUX
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QITOPUTMIB, IO 3a0e3leuye ONTUMAJIbHE BUKOPHUCTAHHS amapaTHUX pPeCcypciB Ta
IUTABHUM 1TPOBUI MpoOLIEC.

Blueprints, y cBoro 4epry, J03BOJUTH CTBOPIOBATH CKJIAJHY IrpOBY JIOTIKY Ta
MOBEIIHKY 00'€KTIB 0€3 HEOOXITHOCTI HANMCAaHHS BEJIHUKOi KUIBKOCTI KOXYy, IO
IPUCKOPUTH MPOIIEC PO3POOKH Ta 3pOOUTH HOTO OLIBII THYYKUM.

JIoTaTKOBUM 1THCTPYMEHTOM JJIsl PO3POOKHM MOTO IrpOBOTO TPOIAYKTY Oyiu
Blueprints. Blueprints — e cuctema BizyansHoro OOII-niporpamyBaHHs B cepeIOBHII
Unreal Engine. Bona Oinbml q0CTymHa, MIBHAKA Ta BBAXAETHCS JICTIIOK JUIS
OMaHyBaHHS, OJHAK MIIXOAUTHh HE Il BChOoro. Po3poOka y Blueprints y 8+ pasin
MIBUIA, HIXK PO3po0Ka Takoi camoi pyHkIioHabHOCTI Ha C++ [7]. HaBiTh nepenosi
reiiMeB-KOMIIaH1i BUKOPUCTOBYIOTh iX MIPH PO3pOOII CBOIX MPOAYKTIB B KOMOIHAII]
13 C++.

Haiiyactime Blueprints 3acTocoByOTbCS JUIsl CKPUNTYBAaHHS —aHIMaIliH,
MaTepiaiiB, 3BYKiB, iHTepdeiiciB Tomo. Hmkde HaBemeHa TaOiuIsl mepeBar Ta
nenomikis Blueprints 8 Unreal Engine, 3a qomomMoroi skoi oOMpaBcs CIIOCIB IS
PO3pOOKHU BCiX HEOOXITHUX €JIEMEHTIB TPHU.

Tabmnis 2.2

IlepeBarn Ta nemoJiku Blueprints B Unreal Engine

Blueprints

ITepeBaru Henoniku

Po3po0Oka 1 KOMIIJIALIS B pas3u

mBuAmIA, HiK Ha C++

Bumarae 6ibiie nam’ sl

HaKOIIM4YyBada

[IpocTe BUKOpHUCTaHHSI TOTOBUX
(GyHKITIH, K1 MOYKHA JIETKO ITi/1’ €THATH

y IPaBUIBHOMY MOPSAKY

[ToBinpHA POOOTA MUKITIB TOPIBHSIHO 13

C++

ABTOMAaTHYHI NEPEBIPKU

He Bci meroau 13 C++ gocrtynHi

Jlunamiuna poboTta

Jento ripia po0oTa 3 MaTeMaTHUKOIO
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ITponoBx. Tabm. 2.2

3pyuHicTh poOOTH 3 TOCHIaHHAMHU Ha | [IpoGiemaTnyHO OonTHMi3yBaTH

MOJIEJIl UM MaTepiain

2.4 Onuc CTPYKTYpH NPOrpaMu Ta aJropuTMis ii pyHKUiOHYBaHHS

VY3arajgpHeHa cxeMa poOOTH MOTO IrpOBOT0 3aCTOCYHKY BHUIJISIAE K HA CXEMIi

(puc. 2.1):

IHTepdeiic
3aCTOCYHKY

IHiLianizawia IrpoBwWiA LUKnN O6pobka nogin

KopucTtyBsay

Puc. 2.1. Cxema po0GOTH iIrpoBOr0 3aCTOCYHKY

AnropuT™ QyHKIIOHYBaHHS IFPOBOTO MPOAYKTY BKIIFOUA€E HACTYIHI €Talu:

[mimiamizamis. Ha mowaTky rpu BimOyBaeThCcs 3aBaHTAKEHHS HEOOXITHUX
pecypciB, Bkitouaroun Blueprint-kinacu, C++ kiacu, irpoBi piBHI, 3ByKOBI €(eKTH Ta
TekcTypu. Jlami BimOyBaeThcs CTBOPEHHS E€K3EMIUISIPIB iTpOBUX O0'€KTIB Ha CIICHI,
TaKUX SK TrpaBellb, TPUTrepH, Boporu Ta miaTpopMu. OAHOYACHO 3IIHCHIOETHCS
1HIIlai3allis 3MIHHUX, 1110 BIJIMOBIAAIOTH 3a CTaH T'pU, 3I0POB'S IPaBIsd, PaXyHOK Ta
1HIIT TTapaMEeTPH.

IrpoBuit 1ukn. OCHOBHMH LMKJI TPU CKJIAJA€ThCS 3 ABOX KIIOUOBHUX (a3:
OHOBJICHHsSI cTaHy Ta penaepunr. Ilin dac Qa3u OHOBIEHHS CTaHy BiTOYBa€ThCS
0o0poOka BXITHUX JAaHUX BiJl TpaBls (KEpyBaHHS MEPCOHAXKEM, aTaKu), PO3PaXyHOK
HOBOi MO3HULIi Ta CTaHy TIpaBlisd, OHOBJIEHHS CTaHy BOPOrIB Ta IHIIUX O0'€KTIB,
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nepeBipKka KOMi3ii MDK aKTOpamMH, a TaKOX OHOBJICHHS KaMmepu Ta 1HTepdeiicy
KOpHUCTYyBaua.

daza penaepuHry 3abe3medye Bi3yami3allifo irpoBOi CIIGHM Ha €KpaHi,

BiJI0OpaXkarouu MepcoHa)xka, BOPOriB, miargopmu, GoH Ta 1HII eJeMeHTH (puc. 2.2).

R T

Puc. 2.2. Bigyamnizariis irpoBoi CIIeHU TIEPIIOTro PiBHA Ta ii €JIEMEHTIB

OO0pobka momiid. Y mporeci TI'pu BiIOYBa€eTbCs 00pOOKa pPIZHOMAHITHUX
3amporpamoBann3 mofid. I[lpomec B3aemomii i3 piBHEM Tpu BigOyBaeTbCs
Oe3mocepeIHbO Yepe3 ToJIOBHOro repos, abo Character. Bin peanizoBanuii 3a
noromororo Blueprints. Ockinbku rpa po3podiieHa B ctiii 2D, To mepcoHa)x rpaBIist
ABJIsI€ COOOIO CIPANT, IKUIl Ma€ CBOIO MOBEAIHKY PYXY BIiBO-BIPABO, CTPUOKIB Bropy
Ta a”imMalii. B rpi mpuCyTHS TakoX MeXaHiKa MOJBIMHOIO CTpuOKa, sKa TOCTYIHA
JESKAA Yac TOKW TMEePCOHAX 3HAXOAWTHCS B CTaHI 3BUYAHOTO CcTpuOKa. Takwmii
CTPUOOK BUKOHYETHCS 32 JJOIIOMOTOIO MOBIMHOTO HATHCKAHHS KJaBiIlli 32 KOPOTKUMA

yac. /laHa MexaHika Oy/ie KOpUCHOIO aOM J1ICTaBaTHCs HEAOCTYTHUX MICIIb HA PIBHI.
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BuGip M 3BWYaliHOIO aHiMalieto Ta Girom, Konu Ha semni

Puc. 2.3. Po6orta animarrii mepconaxa B Blueprint

KimtouoBe 3HaueHsH cepen OOpoOKkM TMOAINM MaroTh KOMi3il. Y KOHTEKCTI
PO3pOOKHU 1rop, KOJi3is — 1€ MPOIeC BUSBICHHS Ta pearyBaHHs Ha 31TKHEHHS MIXK
o0'ekTamu B irpoBoMy CBITI. Lle Moke OyTH 31TKHEHHS MK MEPCOHAXXEM IpaBLs Ta
CTIHOIO, MIJIJIOTOI0, BOPOroM abo iHImuM 00'ekToM. Koi3ii BUKOPUCTOBYIOTHCS IS
TOTO, 1100 00'€KTH HE MPOXOAWIM OJIUH KPi3b OJTHOTO, a pearyBajd Ha 31TKHEHHS
BigmoBiguuM uuHOoM. Y Unreal Engine komi3ii oOpoOsioThCS 3a JIOIMOMOTOIO
KOMITOHEHTIB KOJi31i, sIKI MOKHA J0JIaBaT A0 akTopiB. L{i KOMITOHEHTH BU3HAYAIOTh
dbopmy oO'ekta Ta ioro ¢i3WyHI BIIACTHBOCTI, Taki K Maca Ta TepTs. Pymmiii
ABTOMATHYHO IIepeBipsie KOi3ii MK 00'€eKTaMu Ta BUKJIHMKAE BIAMOBIIHI MOAIl, SKi
MO>KHA BUKOPHUCTOBYBATHU JUIsl peajizallii irpoBoi JIOTIKH.

[Tpu 3iTKHEHHI TpaBIs 3 TPUTEPAMH T'pa pearye 1mo pisHomy. Hampuknan, mpu
NEPETHHI TpUTrepa MaJliHHs 3a MEXaMU PIBHS MPU3BOJIUTH J0 MOBEPHEHHS HA TOUKY
CIIaBHY.

B rpi mpucyTtHs MexaHika 300py IpeIMETiB, TaK 3BAaHUX 31POK, K1 pO3TalioBaHi
Ha KOKHOMY 3 piBHIB Ipu. Kitacc ItemStar BianoBinae 3a mpuHITUI pOOOTH Ii€T iIrpoBOT
MexaHiku. OcHOBHa (QyHKIS TpeaMeTa 3ipka MoJisirae B TOMY, 00 TOJIOBHUI
MEPCOHAX MIT 30MpaTH WOTOo, MICJIT YOr0 BOHA 3HUKAE 3 PIBHA, a KUIBKICTh 310paHuX

npeaMeTiB 30epiraeThes. 3ipka 3’sBISEThCS Ha PIBHI K OKpeMuil 00’ekT. BoHa, sk 1
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MaiKe BCl TPUTE€pU Ma€ KOMIOHEHT JUIs Bi3yaui3allii, SKui BU3HA4ya€ il 30BHINIHIM
BUTJISIJ] Ta KOMIIOHEHT JJ1s1 0OpOOKH KOJi31#, Jie BiAOYBAEThCS B3aEMOIIS 3 TOJIOBHUM
EPCOHAXKEM.

MexaHi3m 30epexxeHHs TpH J103BOJIsi€ 30epiraTi CTaH IpU HA MEBHUH MOMEHT
yacy, o0 rpaBellb MIT MMOBEPHYTHUCS JI0 [ILOTO CTaHy Ii3HimIe. Y HAIloMy BUMNAIKY,
30epeKeHHST BUKOPUCTOBYETHCS JUTsl (hiKcallli KiTbKOCTI 310paHux 31poK. 30epeKeHHS
103BOJIsI€ 3adiKCyBaTU JOCSATHEHHS TpaBIlsl, Taki K 310paHi 31pKH, MPOMEHI PiBHI
Toio. e BaXJIMBO JU1si MOTHBALIIT TPaBLS 1 BIAYYTTS IPOrPecy B Ipi.

Kommonent mist oOpoOkM 3iTKHEHb 3IpKH Mae (PYHKII0-OOpOOHUK, sKa
BUKJIMKAETHCS TIPU 3ITKHEHHI 3 THIIMMU 00'ektamu. L5t pyHK11g iepeBipsie, Un HILINAN
00'€KT € TOJIOBHHM NEPCOHAXKEM. SIKIIO 1HIIMI 00'€EKT € TOJOBHUM IEPCOHAXKEM,
00pOOHUK BUKOHYE JIOTIKY 30upaHHs 31pku. [Ipy 31TKHEHHI 3 TOJIOBHUM MEPCOHAKEM
BUKOHYIOTHCSI HACTYIIHI JIii:

1. [TepeBipsieThes, UM iCHY€E 30€pexXeHHsI TpU 3a 3aJaHUM IMEHEM CIIOTa.

Sxuo 30epekeHHs ICHY€, BOHO 3aBaHTAXKYEThHCS. SKIIO Hi, CTBOPIOETHCS HOBUI 00'€KT

30€peKeHHS.
2. [Ticns 3aBaHTaKEHHS 30€PEKEHHSI KUTBKICTh 31POK 30UIBIIYETHCS Ha 1.
3. OnoBueHi AaHi (KUIBKICTb 31pOK) 30€piratoThbCs B CIIOT.
4, [Ticns ycmimmHOTO 30MpaHHs 3ipKa BUIAISETHCS 3 PIBHS 32 JOIMOMOTOIO

merony Destroy.

e ogHUM mepcoHaXKEM B irPOBOMY 3aCTOCYHKY € BOPOT TOJIOBHOTO Teposl.
Knac Enemy BimgmoBifae 3a #ioro moBeAiHKy y rpi. OCHOBHUI MPHUHIIMI POOOTH KIIacy
noJyisirae B 3a0e3MeueHH] pyxy Bopora B3J0BX IuIaTdopMmu, peamizailii B3aeMoli 3
TOJIOBHMM TIEPCOHAKEM Ta 3HMINEHHS BOpOra 3a IMEBHUX yMOB. Pyx Bopora
peami3yeTbcsi 3a JOMOMOTOI0 3MIHM #oro mo3uiii Ha irpoBoMmy moni. Bin
NIEPEMIITYETHCS BIIBO Ta BIPABO B3JOBX IIATHOPMH, 3MIHIOIOUH HAIIPSIMOK PyXY MpH
3ITKHEHHI 3 Kpasmu miardgopmu abo iHmKUMU nepemkogamu. Lle cTBoproe BpakeHHs
naTpyatoBaHHS Teputopii. CXoxuil NPUHIUIT POOOTH BKE BUKOPHUCTOBYBABCS B
KyJIBTOBUX irpax IbOTO JKaHPY, TOMY KOPUCTYBaueBi IIbOTO 3aCTOCYHKY Oyze oapasy

3po3yMuIo K Horo mnobopotu. HacnigyBaHHS MeXaHIK BBa)KAa€TbCsl TapHOIO
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MIPAKTUKOIO B IFPOBIiH 1HIYCTPIi, aJpKe TOCBIYEHI rpaBlli MalOTh MEBHUI JTIOCBIJ Ta CBOi
MaTTEPHU MPOXOKEHHS T'PU B KOKHOMY 13 )KAHPIB 1r0OP.

B3aemogisi 3 ronoBHUM TEpCOHAKEM BiOYBAa€TbCA 4Yepe3 MEXaHi3M KOJi3ii.
[Ipu 3iTKHEHHI 3 TOJIOBHMM MEPCOHAaKEM BOPOT MOKE 3aBJIaTh MOMY IIKOIH, IIO
MPU3BOJIUTH JI0 3MEHILIECHHS 370pOB'st a00 HaBITH CMEpTI mepcoHaxka. OHaK, SKIIO
TOJIOBHUHM TIEPCOHAXK CTpHOA€e Ha BOpOra 3BepXy, BiIOyBa€ThCs 3HUIICHHS Bopora. L
MeXaHiKa JI0JIa€ eJIeMEHT CTpaTerii Ta BUMarae Bijl rpaBlis BIPABHOCTI Ta TOYHOCTI.

['pa 3aBepIIyeThCS Y BUNIAAKY KOJU TPaBeIlh YCIIITHO JOCATAE KIHII PiBHSI, 110
o3Havyae mepemory. [licims 3aBepieHHS OHOTO PiBHA, TPaBellb MOXXE OTPUMATHU
JOCTYT JI0 HOBOT'O PIBHS, 32 YMOBH 300py MEBHOI KIJILKOCT1 00’ €KTIB 31pOK Ha PiBHI.
TakuM 9YMHOM IrpOBHII KOHTEHT MOXKE PO3BHUBATHCS B MalOyTHROMY 3a PaxyHOK

CTBOPCHHA Ta YCKIAJHCHHA HOBUX piBHiB, JO0JaBaHHIO HOBUX il"pOBI/IX pe}KI/IMiB TOLIO.

Puc. 2.4. Tpurrep “LevelEnd” po3sraioBanuii B KiHIII PiBHS

[Ipu ycnimHoMy MpOXO0KEHHI PiBHSA, TpaBelb 0auuTh Mepes coO00k0 BIKHO, SKE
MOBIJIOMJISIE TIPO TiepeMory B Tpi. [licisa HaTHCKaHHSA HA KHOMKY MPOJOBXKEHHS, Tpa
nepeminrye Woro 1o MeHr BUOOpPY PiBHA, HAa AKOMY 300pakeHa KIJIbKICTh 310paHuX

31pOK Ta PO3TAIIOBAaHI KHOMKH JUIs TIEpEeMIIeHHs] Ha HAacTynHuil piBeHb. KopucrtyBau
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MOJKE€ MPOXOJUTH 3aHOBO BXKE MPOMACHI piBHI 0€3 HISKMX 0OMEXEHb. A JAOCTYN 10
HOBUX BIJIKDHBA€ThCS 338 YMOBHM HAaKONMYEHHS IME€BHOI KUIbKOCTI 3ipok. Tak,
HANpUKIIaL, Ui piBHA 2 moTpeOyetbes 10 3ipok, a ams piBHA 3 — BianoBigHO 30 31poK.
Jlana Jorika He MOTpedye CTBOPEHHS OKPEMOro Kiacy Ijsl LbOT0, TOMY MEHIO

pealti3oBaHo 3a jgonomororo Blueprints.

<> On Released (Button_levelel) J Open Level (by Name)
»P — P
O Level Name | level_] |

v

'© On Released (Button_levele2) [ [ Branch F Open Level (by Name)
Truep — P
Condition False [ O Level Name| level_2 |

v

&> On Released (Button_levele3) i E Branch J Open Level (by Name)
Truefp — P

Condition False [ O» Level Name | level_3

v

Puc. 2.5. Blueprint mento BuGOpy piBHIB

Takum dYMHOM mixg 4Yac po3poOKM IrpoBOrO0 3aCTOCYHKY B paMKax i€l
KBaiQikaiiifHoi OakallaBpChKoi pOOOTH BUKOPUCTOBYEThCS KombOiHaris C++ Ta
Blueprints. C++ mae BiAmoBiiaTh 3a peajizallito CKiIaaHoi irpoBoi joriku. Blueprints,

y CBOIO Hepry, 3a0e3medyBaTMMYTh E€KOHOMIIO YaCOBHUX pECypciB B IIpoiieci
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BI3yaJIbHOTO CTBOPEHHSI PIBHIB, HAJAINTYBaHHS IOBEIIHKH AaKTOPiB, CTBOPEHHS

1HTEepQeicy KoprucTyBaya Ta 1HIIUX BI3yaJIbHUX €JIEMEHTIB I'PU.

Po3po6nenunii irpoBuii mpoaykTt siBisie coboro 2D-mmatdopmep, Ae rpaBelb

Kepy€e MEePCOHAXEM, IO MEPEMIIIYEThCS MO ITPOBOMY CBITY, 30Mpae MpeIMeTd Ta

B3a€MO/I1€ 3 0TOYeHHSIM. OCHOBHI KOMIIOHEHTH 1'POBO1 CUCTEMH Ta IX OMHUC 300paKeHO

Ha tabmu 2.1.

Tabmuus 2.3
KommnoneHnTu rpu Ta ix peajisaunis
KomnoneHtT rpu Omnuc KOMIIOHEHTA Peamizamis
Character ['paBetib, 110 KEPYETHCSA KOPUCTYBAUEM, 3 Blueprint
MO>KJIUBICTIO PYXY, CTPUOKIB, MOABIHHUX
CTpUOKIB Ta 300py NpPEeIMETIB.
LevelEnd Tpurep, 110 BiANOBIAA€E 3a 3aBEPIICHHS PIBHS. C++
Enemy O0’€eKT, 110 MEePEMIILYIOTHCS 110 PIBHIO Ta MIPU C++
31ITKHEHHI 13 TpaBIleM, HOTO BOMBAIOTH.
GameSave 30epexeHHs JaHUX rpH (KUIbKICTh 310paHux C++
00’€KTIB).
Star O0'exT, AKUI rpaBellb MOXKE 30UpaTH AJis C++
OTPUMAaHHSI OYKiB.
Maps Texka piBHIB, 1110 MaIOTh PO3TAIIOBaH1 Unreal
wraropmu Ta nepentkoau s Character. Editor
IaTepdeiic BinoOpaxae ctan rpu (roJ0BHE MEHIO, T1ay3a, Unreal
kopucrtyBaua (UI) nepeMora). Motion
Graphics
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(UMG)

2.5 O0rpyHTYBaHH#A Ta OpraHizamis BXiTHUX Ta BUXITHHX JaHUX

nporpamMmu

BxigHumMu gaHUMH B MOEMY ITPOBOTO 3aCTOCYHKY € KOMaHIU TPaBIls, M0
nepenaroThes uepe3 KiaBiaTypy Ta mumry. Ll koMaHau BU3HAYAIOTh PyX MEPCOHAXKA
Ta Woro cTpuOKu. [ ympaBiaiHHSIM TOJIOBHHM T'€POEM 3ape3epBoBaHi Kiasimi “A”
Uit pyxy BiiBo Ta “D” myst pyxy BopaBo BinoBigHO. [ist cTtpubka abo moaBiifHOTO
cTpuOKa Bropy BHKOPHUCTOBYETHCS KJIACMYHA JIJIsl BCIX Irop Kiasima “Space” abo
“ITpo6in”. Takoxk A0 BXIJHMUX JaHUX HaJIeKATh MO KOJI31H, sIKI BUHUKAIOTh TPHU
B3a€MOJIIi TpaBlsl 3 00'€eKTaMu IrPOBOrO CBITY, TAKUMHU SIK BOPOTH, TPUIE€pU Ta
OpeaIMeTH.

BuxigHuMu aHUMHU TPU € Bi3yalibHE B1IOOpaKeHHsI I'POBOTO PiBHS Ha €KpaHi,
BKJIFOYAIOYM TMO3ULII0 Ta aHIMAIil0 IFPOBOrO0 MEPCOHA)ka Ta BOPOTiB, CTAH IHLIUX
00'eKkTiB, 3MIHM B OTOYEHHI Ta iHTepdelc KopuctyBauda. [HTepdeiic 3ycrpivae
KOPUCTyBaua 13 caMOro 3alyCKy IrpOBOr0 3acTOCyHKY. BiH BimoOpakae mOTOYHHI

CTaH TPpH, TAKUH K KIITBKICTh 310paHMX 31pOK, May3a Ta pe3yJIbTaT TPH.
2.6 Onuc po3pod.ieHoi cucTeMu
2.6.1.Buxopucrani TexHiyHi 3aco0u.

OCKIJIbKM 3aCTOCYHOK po3poOJieHu#t 3a jormomororo komoOinamii Blueprints ta
kiaciB C++, mporpama maTtuMme €m0 OUTHIIAN PO3MIp Ha JHUCKY, aje He 3aHajTo
Benukuil. He 3Bakaiouu Ha Iie, aJTOPUTMH MIPOrpaMu HE MOTPEOYIOTHh BEIHMKHX
00YKCIIEHb Ta PEHJCPHUHTY, TOMY IIUPOKE KOJO KOPUCTYBAUYIB MOXKE 3IrPaTH B IbOMY
3aCTOCYHKY 6€3 moTped B MOTYKHOMY 00JIafHAHHI.

VY po3pob11i JaHOTO irpOBOTO 3aCTOCYHKY BHCTAada€ OJHOTO Komir torepa. s
poOOTH PEKOMEHI0BAaHI HACTYITHI 3aCO0U:
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— IEPCOHAIBHUI KOMII IOTEP YU HOYTOYK;
— MOHITOD;

— KJaBiaTypa;

— MaHInyJasaTop “‘muia’;

— 4 I'6 BIILHOTO MICIISl HA JTUCKY;

— He MeHie 3 ['6 onepaTUBHOI mam’siTi;

— TPOIIECOp 13 TAKTOBOIO YacToToro 2.5 I'riI.
2.6.2 BukopucraHi nporpamHi 3acoomn

Jl1s1 po3poOKuU irpoBoro nNpoAykTy 0yno oopano pyuriit Unreal Engine 5, sikuit
HAJIa€ TOTYKH1 IHCTPYMEHTH Ta MOXJIMBOCTI JUIsl CTBOPEHHSI BUCOKOsIKICHUX 2D- Ta
3D-irop. 3okpemMa, B paMKax MPOEKTY BUKOPUCTOBYBAJIHUCS HACTYITHI KOMIIOHEHTH
Unreal Engine 5.

C++. Moga nporpamyBanus C++ Oyna 3acTocoBaHa i peajizaiii OCHOBHOI
ITpPOBOi JIOTIKHM, YMPAaBIiHHS CTAHOM TpU, OOpOOKM KOIi31d, B3aeMojii 00'€KTIB Ta
IHIIUX KIIOYOBUX ACTIEKTIB reMMIUICtO. 3aBAsSKU BUKOpUCTaHHIO CH++, 3a0e3neuyeThes
BHCOKA MPOJIYKTUBHICTH Ta €PEKTUBHICTH POOOTH TPH.

Blueprints: BizyansHa cuctema ckpunrtyBaHHs Blueprints Oyna BUKOpucCTaHa
JUTSE CTBOPEHHSI ITPOBUX PiBHIB, HAJAIITYBaHHS IOBEIIHKH IMEPCOHAXKIB Ta 1HIIUX
00'ekTiB, peamizallii aHiMaIllid, a TaKOX IS CTBOPEHHs 1HTepdency KOopUCTyBaya.
Blueprints m03BOAMINM CHPOCTUTH Ta MTPUCKOPUTH MPOIEC PO3POOKH, HATAIOUU
MOJKJIMBICTh Bi3yallbHO HAJIAIITOBYBATH JIOTIKY TPU 0€3 HEOOX1THOCTI HAITMCAHHS KOAY.

Paper2D — ne mnarin ais pyumist Unreal Engine 5 OyB BUKOpHCTaHMM JUist
cTBOpeHHs 2D-rpadiku Ta aHiMalid MepcoHaXiB, BOPOriB, IUIATGOPM Ta IHIIMX

CJIEMEHTIB iIrpoBOro CBITY (puc. 2.6).
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#f TM_stage«

Puc. 2.6. 3oBHimHI# BUTIsA pegakTopy piBHa Paper2D

BiH Hajae 3py4Hi iHCTpYMEHTH Jisi pOOOTH 3 crpaiitamMu Ta aHiMarismu.[10]
Takox miarin OyB KITIOYOBHUM IHCTPYMEHTOM [IJIsi CTBOPEHHSI CIPAWTIB TOJOBHOTO
reposi Ta iioro aniMaiiii. KoxkeH cripaiiT - e okpeme 300pa’keHHs IEPCOHaXKa B TIEBHIM
no3i abo ¢asi pyxy [12]. dus crBopeHHs animamii Oiry, cTpuOka Ta araku OyJ0
CTBOPEHO HaOIp CHpaiTiB, SKi MOCTIOBHO 3MIHIOIOTH OJWH OIHOTO, CTBOPIOIOUHU

uTr03it0 pyxy (puc. 2.7).
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> PaperAssets » Fox

Puc. 2.7. Bapiarii cipaiiTy roJ0BHOTO T'€pOs B PEIaKTOP1 3aCTOCYHKY

Paper2D Flipbook - 1ie incTpyMeHT, 110 J03BOJIsIE 00'€THATH 11i CIIPAWTH B €JUHY
aHiManio. HamamTyBaHHS 4acTOTH 3MIHM KaJpiB Ta 1HIIMX TMapameTpiB aHIMarlii
BiOyBanocs 6e3nocepeaubo B Unreal Editor. ITotiM 1i animarii Oynu npus'sizani A0
BIJIMOBITHUX Mii mepcoHaxka y Blueprint, 3a0e3neuyioun miaBHUN Ta pealicCTUYHUN
pyx repost mijg uac rpu [11].

Hnst po3pobkun C++ KOmay BHUKOPHCTOBYBAJIOCS IHTETPOBAHE CEPEIOBHUIIE
po3pooku (IDE) Visual Studio 2022, sike Hagae MOTYKHI IHCTPYMEHTH JJIsl HAITMCAHHS,
HAJIArOJKEHHSI Ta KOMITUISIIT KOy .

JIist TecTyBaHHS Ta HAJArO/DKEHHS ITPOBOTO TIPOIECY BUKOPHCTOBYBABCS
BOynoBanuii B Unreal Engine 5 penakrop piBHIB Ta IHCTPYMEHTH ISl PO LIIOBaHHSA
IPOYKTUBHOCTI.

[rpoBuii 3acTOCYHOK CTaOUIBHO MpaIloe HA KOMIT IOTEPHOMY OOJIagHAHHI 3
omepariiiinoro cucremoro Windows 10, 11 32 um 64-po3psaHux Bepciii. 3 OOKy
KOpHCTyBa4ya 3acTOCYHKY, 3aBaHTaxkeHHs Unreal Engine Tta #oro miariHiB He

noTpedyeThes.
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2.6.3 Bukiuk Ta 3aBaHTaKeHHSI MPOrpaMu

[Ipouiec TecTyBaHHS Ta HaJaro/LKEHHs 3A1MCHIOEThCS Oe3mocepeHbo B
cepenoBuilil Unreal Editor, BukopucTOBYIOUM HOro NOTYkH1 BOY10BaHI IHCTPYMEHTH.

Pexxum rpu (Play Mode) Hamae MOXIHBICTD 3aIllyCKaTH TPy B PeaIbHOMY 4aci,
0 J03BOJISIE PETENbHO TMEPEeBIPUTH IrPOBY JIOTIKY, MEXaHIKM Ta Bi3yaJbHE
BimoOpaxenHs [14]. Kpim Toro, penakrop piBHIB JO3BOJISIE CTBOPIOBATH Ta PearyBaTh
IrpOB1 PiBHI, pO3MINTyBaTU OO'€KTH, HAJAIITOBYBAaTH iX BJIACTHUBOCTI Ta TECTYBaTH
B3a€MO/I1I0 MK HUMH, 3a0€31e€4UyI0UH MOBHUM KOHTPOJIb HAJl AU3aHOM PIBHIB.

KoHconp HamarojpkeHHs € He3aMIHHUM 1HCTPYMEHTOM JUIsl BHBEJCHHS
MOBIJIOMJIEHb Ta 3MIHHMX Il 4YaC BUKOHAHHS TpH, IO JOMOMAara€ BIJCTEXYBaTu
TIOMUWJIKH Ta aHaji3yBatu podoTy koay [15].

BaxxnuBoro CkI1agoBOIO MpoIecy po3poOKu € mpodiItoBaHHS MPOTyKTUBHOCTI,
AK€ JI03BOJIE€ aHAJI3yBaTH MPOAYKTHBHICTh TpHU, BHUABIATH BY3bKI MiCIs Ta
ONTHUMI3yBaTl KOJ ISl JAOCSATHEHHS IUIABHOTO IrpPOBOTO IMpolecy, 3a0e3nedyroun
Halikpamuii KopucTyBalbkuii gocBin. Asset Loading Insights nHamae cmoci6
npodIFOBaHHS KIJIBKOCTI Yacy, HEOOX1AHOTO /Ui 3aBAaHTAXKEHHS PECYPCIB MPOEKTY B
UnrealEngine. Ile moxe natu Bam JeTaibHE pO3YyMIHHS HAOOPIB JaHUX JJIS KOKHOTO
tuny aktuBy. Asset Loading Insights Ga3yeThcsi Ha naHUX, OTPUMAHUX 13 KaHATy
TpacyBanHs AssetLoadTime. Unreal Cooking Insights no3Bonsie 30upatu Ta
BimoOpaxxat iHGOpMaIii0o Tpo Ccrocid “mpuroTyBaHHS TAKETIB Yy TIPOEKTI.
Binmobpaxkaroun dac, HEOOXiTHUUM [UIsl NMPUTOTYBaHHS KOKHOTO TIaKeTa, MOXKHA
CIIOCTEpIraTH, Ha ONTHMI3AIli0 SKUX MaKEeTIB CIIiJI 30cepeauTH yBary [16].

[Ticnst 3aBepiieHHS PO3POOKH Ta KOMMUIAIII, 3alyCK T'OTOBOTO 3aCTOCYHKY
3M1MCHIOETHCSL Uuepe3 BUKOHYBaHMM (aitn (exe), mo poOuTh HOTO JOCTYMHUM ISt

KIHIICBUX KOPUCTYBaYiB.
2.6.4 Onuc intepdeiicy kopuctyBaua

[nTepdeiic kopucTyBaya MOro irpoBOro 3aCTOCyHKY BUKOHAHUN y PETPO-CTHII,

1o Haraaye 8-0iTHy rpadiky [13]. ['omoBHE MeHIO CKIaaaeThes 3 GOHY, M0 300paXKye
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"nan

OsakuTHE HEOO 3 XMapaMu, Ta TPhOX OCHOBHMX KHoMOK: "[louaru rpy", "Bubip piBHs"
ta "Buiitn". Haspa rpu "Paws and Magic" po3mimieHa y BepxHiii YacTHHI €KpaHa Ta
BUKOHAHA 3 BUKOPHUCTAHHSM SICKPABHX KOJBOPIB, IO MPUBEPTAIOTH YBary TpPaBIIsl.
KHomku MeHI0 MarOTh 3p03yMUTY ISl IOCBIYEHUX TPaBIIiB CTPYKTYPY, 110 3a0e3medye
3py4YHICTh HaBIrauii. 3araibHui Au3aiiH iHTepdeicy cTBoproe arMochepy HOCTaNIbIIi

Ta BiJICHJIa€ 10 KJIacH4HUX miardopmepis (puc. 2.8).

Puc. 2.8. '0110BHE MEHIO 3aCTOCYHKY

Kuomnka "TIlouyatu rpy" peanizoBaHa 3a qornomororo Bijpkery Button 8 Unreal Motion
Graphics (UMG). ITpu natruckanHi Ha Hel Bukiukaerses momaist "OnClicked", sika
noB'si3ana 3 Blueprint-dynkiiero, 1110 BUKOHY€E HACTYITHI JIii: 3aKpUBA€E TOJIOBHE

MCHIO, 3aBaHTAXKY€E MEPIINI PiBEHb I'PH Ta iHiLIaNi3ye irpoBuil mporec (puc. 2.9)
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> MainMenuBP > Event Graph
"F Open Level (by Name)

€> On Released (Button_start)

|

== J Add to Viewport

D\.

£ On Released (Button_level)
Return Value

Owning Player

&> On Released (Button_Exit) f Quit Game
» »
Specific Player

Quit Preference
Quit

Ignore Platform Restrictions

Puc. 2.9. Cxema Blueprint mjst roJ10BHOT0 MEHIO

Knomnka "Bubip piBHS" TakoXX peaiizoBaHa 3a JOMOMOIOI0 BimxkeTy Button B
UMG. Ilpu HatuckaHHI Ha HET BUKJIIMKAETHCS MO/T15, IKa BIIKPUBA€E HOBUH BIJIKET, 1110
npeACTaBisie MEHIO BUOOpY piBHs. [le MEHIO MICTUTH KHOIKH [ BUOOPY PIBHS Ta
KUTBKICTh HaOpaHux o0'ekTiB "3ipok”. [locTym 10 piBHIB BIIKPUBAETHCS MPHU MEBHIN
KiJIbKOCTI ITuX 00'ekTiB. [Ipr HaTUCKAHHI HA KHOTIKY BUKJIMKaeThes Blueprint-dynkiris,
dKa 3aKpUBa€ MEHIO BHOOpY pIBHS, 3aBaHTaxye OOpaHUN pIBEHb Ta I1HIIlANI3y€e

irpoBuii niporiec (puc. 2.10).
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Puc. 2.10. Menio Bubopy piBHs

Knonka "Buiitn" Takox peanizoBaHa 3a JonomMorow Bimketry Button B8 UMG.
[Tpu HatuckanHi Ha Hel BuKIHKaeThes moais "OnClicked", sika moB'si3ana 3 GyHKITIEO
Quit Game B Unreal Engine. I{s pyHKIlis HeraifHO 3aBepiiye poOOTY I'pH Ta MOBEPTAE
KOpHCTYBaya JI0 OTNepaliifHOl CHCTEMHU.

Iurepdeiic kopucryBaya piBHs Levell rpu "Paws and Magic" BukoHaHuii y
MIHIMaJIICTUYHOMY CTHIIL, 1100 HE TIepeBaHTaKyBaTH Bi3yallbHO €KpaH Ta 3a0€3MeUnTH
MaKCHMaJbHe 3aHypEHHS TpaBls B irpoBHii mpouec. Bei HeoOXiqH1 MaHIMy A1, Taki

sk may3a (knagima P), 31iHCHIOIOTECS 3a JOMTOMOTo0 KiaBiatyp (puc. 2.11).

rPA HA DAY

—

HOTUCHITO P =100 NPOAOBRUTU

Puc. 2.11. Mento nay3u

VY pasi cMepTi mepcoHaka Ha eKpaHi 3'IBIISIETHCS eKpaH mopasku (puc. 2.12). Bin
MICTUTD MTOBIJOMJICHHS TIPO MpOTpanl, iIHPopMallito Mpo KIIbKICTh 3AJIUIIEHUX KUTTIB
Ta MOXJIUBICTh TEpe3aIycKy piBHSA a00 MOBEPHEHHS J0 TOJOBHOTO MEHIO. Jlu3aifH
€KpaHy TMOpa3Kh TAaKOXX BIJIMOBIJIa€ 3araJibHOMy CTHJIIO TPH, BUKOPHCTOBYIOUU

MiKceNbHI mpudTH Ta rpadiky.
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Puc. 2.12. CnoBiieHHs Ipo Mopa3Ky

[Ticnst ycminmHOTO 3aBEpIIeHHSI PIBHS HA €KpaHi 3'IBISIE€ThCS €KpaH epeMoru (puc
2.13). BiH MICTHTh NMPHBITaHHSA TPaBI 3 MEPEMOror, iHGopMaIliio Mpo KiUTbKICTh
310paHKUX MOHET Ta MOKJIMBICTh MIEPEXO/y HAa HACTYITHUH piBeHb. EKpaH BUKOHaHUI 31

30epeKeHHSIM OCHOBHOI KOJTLOPOBOI ramMH.

PIBEHD nPOU.ﬂ.EHol

- [ e, R [ T p— T pu— e R ——

Puc. 2.13. CnioBiieHHs Ipo MopasKy

[aTepdeiic 3acTocyHky mepembadae BCi CTaHM Ta pe3yiabTaTd Tpu. J[uzaitn
iHTep(eiicy 3poOieHHd, NPUTPUMYIOUMCh MPHUHLMIIB MiHIMaIi3My, apKe Tak
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KOpUCTyBauaM TPHU CTa€ Jeruie KOPUCTYBAaTUCS 3aCTOCYHKOM Ta OpIEHTYBATHUCA B
HpoMy. KonbopoBa rama gorpumaHa 3a CTHUJIICTUKOK) HaBKOJMHBOTO CBITY B TIpi, a
KOHTPACTHICTH €JIEMEHTIB poOATh iHTep(eiic TOCTYTHUM AJIs JTIOJCH, sIKi MalOTh Bain
3o0py [17].

[3 MOXIMBUX TMOKpamieHb iHTepdeiicy MoKHA 3a3HAYUTH JIOJAABAHHS
MOTIEPETHHOTO MEePeriisiy, a00 300pakeHHs pparMeHTa piBHS sl OUTHIIIOT HAOYHOCTI.
Tako)x MO’XKHa OHOBUTH 30BHIIIIHIN BUTJISA €IEMEHTIB 1HTEphEUCY, TAKUX K KHOIKH
Ta HAIMUCH, 100 BOHU OYyJM TAaKOX B IMIKCEIbHOMY CTHiL. JlaHl i1ei MOXyTh OyTH

YCHINIHO IMIJIEMEHTOBAHI B HACTYITHUX OHOBJICHHSX ITPOBOTO 3aCTOCYHKY.
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PO3/1J 3
EKOHOMIYHHWH PO31

Buxigni gani s po3poOKHM MpOrpamMHOTO 3a0€3MEeUeHHS MAaroTh Takl
XapaKTEePUCTHKU:

[TouarkoBi gaHi:

1. nepeadadyBaHe YHCIIO onepaTopiB mporpamu — 750;

2. KOeIIIEHT CKJIaTHOCTI Tporpamu — 1,2;

3. koedirieHT kopekiii nporpamu — 0,2;

4, roJiMHHAa 3apo0iTHA 11aTa mporpamicta — 920,7 rpu/rof;

3a cTaTuCTHYHUMHE JaHUMU TaTdopmu Jobble momo BakaHciit po3poOHUKIB
Ha pymii Unreal Engine 4/5, cranom Ha 21 gepBus 2024 cepeans 3apo0OiTHA Ij1aTa
no3wuriii Unreal Engine po3poOuuk ctaHoBuTh 3 655,43$ [19], mo npu Kypci BaIoT
nonapa no rpuBHi (40,45 rpH), sriqno HBY mpupisatoetses n1o 147 313 rpH. OTxe,

cepeaHs 3apo0iTHA IJ1aTa MporpaMicTa B JaHii ramy3i cranoputume 920,7 rpH/TO/I.

5. Koe(iLieHT 301JIbILIEHHS BUTPAT Ipalli BHACIII0K HEIOCTATHBOT'O OIUCY
3amaul — 1,4;
6. koediieHT kBamidikalii mporpamicta, 00yMOBICHUN BiJl CTaxy poOOTH

3 IaHoI creriaabHoCTI — 1,2;

1. BapTicTh MamuHo-rogua EOM — 1.1 rpn/rog.

[lin yac po3paxyHKiB OyJi0O MPOBEACHO HACTYNHHUA aJIrOpuTM: LIHA 32
EJIEKTPOCHEPTiIO I HaceleHHs B YKpaini Ha MoMeHT 21 uepBHsa 2024 poky y pasi
cnoxuBanHs moHax 2000 kBt Ha micsib cranoBuTh 4,32 rpH KBT/Tox (3 ypaxyBaHHIM
ITJAB) [20]. Ha ocHOBI crioskMBaHHS €JESKTPOSHEPTii pOOOYUM MPUCTPOEM, a came 170
Br Ha roauHy, BuUTpaTH TiJg Yac poOOTH HA EJIEKTPOCHEPTil0 CKIAJAI0Th
0,170*4,32=0.7344. JlomaTkoBO, MIAKJIIOYEHHS JO IHTEPHET — MpoBaijiepy
«Kwuisctap» mpoBoauThCs 3a ymMmoBamH TapudHoro miaany «JlomamHiii iHTEpHET»,
mioMicsYHa oriata sKoro ckiamae 275 rpu [18]. Takum uymHOM, BapTiCTh
BUKOpUCTaHHs moroauHHo craHoBuTh 0,38 rpH. Otxe, 3aranbHa BapTicth EOM

nopiBHio€e HabmmxeHo 1.1 rpH.
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3.1 Po3paxyHOK TPYIOMICTKOCTI Ta BapTOCTi pO3POOKH NPOrPAMHOI0

NPOAYKTY

Po3paxyHOK TpyAOMICTKOCTI pO3pOOKH MPOrPaMHOTO 3a0€3MEUCHHS € CKIIATHUM
3aBHaHHSAM  dYepe3 TBOpPUMW  XxapakTtep mpami nporpamicta. Jms  mporo
BUKOPHUCTOBYIOTHCS PI3HI MOJIEINI, SIK1 JO3BOJISIOTH OLIHUTH TPYIOMICTKICTh 3 PI3HUM
CTYIIEHEM TOYHOCTI.

TpynomicTkictb po3poOku [13 MoxkHa po3paxyBatu 3a GOpPMYIIOO:
t= to T tu + ta T tn + tomﬂ T ta , TroAuHO-ToAMH, (3.1)

neto — BUTpaTH Ipalll Ha MiArOTOBKY M OMUC MOCTABJICHOI 3a1a4i
t, — BUTpaTH mpalli Ha JOCHIIKEHHS aJrOPUTMY pIIIEHHS 3a]a4i;
t. — BUTpaTu mpatl Ha po3poOKy OJIOK-CXEMU aJIFOPUTMY;
t, — BUTpaTH mpaill Ha MPOTpaMyBaHHS 10 TOTOBIN OJIOK-CXEMI;
tom,— BUTpATH TIpaIli HA HAIATOKEHHS porpamu Ha EOM;
to— BUTpaTH mparli Ha MiAIrOTOBKY JOKYMEHTAIII1.

CkI1aioB1 BUTPATH Mpalll BUZHAYAIOTHCS YEPE3 YMOBHE YUCIIO ornepaTopiB y 113,
SIK€ PO3pO0IIA€THCS.

YMOBHE 4HCIIO oniepaTopiB (Tiamporpam):

Q=q-C-1+p), (3.2)

Hleq — mepenbadyBaHe YUCIIO ONEPATOPIB;
C— xoeilLieHT CKIIaJHOCTI IPOrPaMH;

P — KOe(IUIEHT KOPEJALIl NporpaMu B X011 ii po3poOKH.
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Q=1,2*750* (1 +0,2) = 1080;

Burtpatu npaii Ha BUBYEHHs OMMCY 3ajadyl 1, BU3HAYAETbCS 3 ypaxXyBaHHAM

YTOUYHEHHS OMUCY 1 KBadi(iKalii mporpamicra:

QB (3.3)

t, = —(75 85)K ’ JIFOAUHO-TOINH,

ne B — xoediuieHT 3011bIIEHHS BUTPAT Mpalll BHACTIIOK HEIOCTATHHOTO OIMHUCY

3amaul, B=1,35;

K — koedimieHT kBamidikaii mporpamicra, 00yMOBICHHH BiJ CTaxy poOOTH 3

JIaHO1 CIICI[1AIbHOCT1 CTAaHOBUTE 1,3;
tu=(1080 * 1.3) / 80 * 1.2 = 14.625, nmroanHO-TOANH

Butpatu npaii Ha po3poOKy anropuTMy pillIEHHs 3a/ayi:

. 0 (3.4)
T (20..25)K

ta=1080/20 * 1.2 = 45, 10qMHO-TOIHH.

Butpartu Ha ckiiagaHHs TPOrpaMu MO TOTOBIM OJIOK-CXeMi:

L Q (3.5)
" (20..25)K

th = 1080/ 25 * 1.2 = 36, M0OAMHO-TOMH.
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Butparu nparii Ha HanaropkeHHs nporpamu Ha EOM:

- 3a YMOBHM aBTOHOMHOI'O HAJIArO>KCHHA OAHOI'O 3aBJJaHHA:

. __0Q (3.6)
(4., B)K

toms =1080/5 * 1.2 = 259.2, mr01MHO-TOIUH,

- 3d YMOBU KOMIIJICKCHOI'O HAJIAr0J’KCHHA 3aBAaHHA:

t =15-t, . ‘ooxaHO-romuH. (3.7)
Ko = 1,5 * 259.2 = 388.8, NM0AUHO-TOIUH
Butpatu nparii Ha miAroToBKY JOKYMEHTAIIIi:
to = top+too (3.8)
ne tyy — TPYAOMICTKICTb MIATOTOBKH MaTepiajiB 1 pyKOIHUCY
0 (3.9)

top=——————
(15..20)K
top = 1080/ (16 * 1,2) = 56.25, 150 IUHO-TO/THH.

too— TPYIOMICTKICTh peJaryBaHHs, meyaTku i ohopMIIeHHS TOKyMEHTAIi1
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too=0,75-top (3.10)
foo = 0,75 - 56.25 = 42.19, nrogUHO-TOIUH.
fp =56.25 + 42.19 = 98.44, nronMHO-TOqMH.

OTpuMaeMo TPYIAOMICTKICTh PO3POOKH MPOTPaMHOTO 3a0€31eUeHHS:

t=50+14.625 + 45 + 36 + 259.2 + 98.44 = 503.27, 110AMHO-TOIUH.

3.2. Po3paxyHOK BUTPAaT HA CTBOPEHHSI IPOrpamMu
Burpatu nHa ctBopenns I13 Kpo BKIIOYalOTH BUTpAaTH Ha 3apoOITHY IUIATY
BUKOHABI[S IPOrPaMH 337 1 BUTPAT MATMHHOTO Yacy, HEOOX1JHOTO Ha HAJIaroIKEHHS
nporpamu Ha EOM:
Ko = 33m+ 3us | rpn, (3.11)

1€ 337 — 3apo0iTHA TUTaTa BUKOHABIIIB, SIKa BUBHAYAETHCA 32 (POPMYIIOIO:

33 =t-Cnp | rpH, (3.12)

ne t — 3arajgbHa TPYAOMICTKICTb, JIFOAUHO-TOUH;

Crp — cepeiHs ToAMHHA 3apOo0iTHA TUTaTa Mporpamicra, TpH/ToIMHA

3317 =503.27 * 920.7 = 463360.69, rpH.

3vB— BapTiCTB MAalllMHHOI'O 4Yacy, H€O6Xi)1HOFO I HAJIArODKCHHA IIPpOrpaMu Ha

EOM:

3MB = tomn - CM, rpH, (3.13)
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ne tom, — TPYJIOMICTKICTh HaJlaroxkeHHs mporpamu Ha EOM, rog.
Cuy— BapTicTh MamuHO-roanan EOM, rpH/TOA.
3ue=2592 * 0.93= 2410.56, rpH.

3BIJICH BUTPATH HA CTBOPEHHS IPOrPAMHOTO MPOAYKTY:

Ko = 2410.56 + 463360.69 = 465771.25, rpH.

OuikyBaHuii nepiona creopenus I13:

ot (3.14)
B, -F, MeC.

ne t — 3arajgbHa TPYJAOMICTKICTb, JIFOAUHO TOIUH;

Bk - 4nciI0 BUKOHABIIIB;
Fp - micsunuii onn pobouoro uvacy (npu 40 roguHHOMY pOoOOYOMY THIKHI
Fp=176 roaun).

T=503.27/1-176 = 2.86 mic.

BucnoBku. Yac po3po0Oku 1aHOTO MTporpamMHOro 3adesneueHHs ckianae 503.27
JTIOJIMHO-TOMWH. TakuM YMHOM, OYiKyBaHa TPUBAIICTH PO3POOKH ckiiaze 2.86 micAiiB
npu 40 roguHHOMY poOOYOMY THIKHI (MicsiuHUM PoHa poboyoro yacy 176 roaun), a

BUTpATH Ha CTBOPEHHS MTPOTPAMHOTO 3a0e3MeueHHs CKIIanaTuMyTh 465771.25 rpH.
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BUCHOBKH

Po3pobka irpoBoro 3actocyHky «Paws & Magic» mana momiTHI pe3ysbTaTH i
IPOAEMOHCTpPYBajla BUCOKHI CTYIIHb HOBU3HM Ta aKTYaJIbHOCTI. 3aBSKU PETEIILHOMY
JOCIIKEHHIO, aHAJTI3Y Ta BIPOBAHKEHHIO, 0yJIO CTBOPEHO MPOYKT, SIKUW 3a0e3neuye
AKICHUM Ta 3pO3yMUIMH ITPOBHI JOCBIJl 3 BHKOPHUCTAHHAM CY4YacCHUX TEXHOJIOT1H
PO3pOOKHU.

Mertoro panoi kBamidikaniiiHoi podotu Oyna po3poOKa IrpoBOro 3aCTOCYHKY
"Paws and Magic", o noegHye B co01 KiIacu4Hi enemMeHTH xaHpy 2D-mnatdopmepa
3 Cy4YaCHUMU TEXHOJOT1IMHA PO3POOKH.

[IpakTiyHa MLIHHICTP JAaHOTO 3aCTOCYHKY O4YE€BUIHA y MOro 34aTHOCTI
MOETHYBAaTH KJIACHYHI €JIEMEHTH >XKaHpy IaTdopMepa 3 Cy4acHHUMH rpadiyHUMU
MOMUJIMBOCTSIMM Ta 1HTEPAKTUBHUMHM ITPOBUMH MeEXaHiKamMHu. ['pa mNpomoHye
KOpUCTyBa4yaM 3aXOIUIMBY TOJOPOXK ITPOBUM CBITOM, 1€ BOHH MOXYTh JOJATH
NEPEIIKO/IU, B3AEMOIISITH 3 OTOUEHHSAM Ta O0poTHCs 3 Boporamu. Lle cipuse He nuiie
pO3Basi, ajie i pO3BUTKY KOTHITHBHIX HABHYOK Ta CTPATETIYHOT'O MHUCIICHHS Y TPaBIIiB.

3aBasikM BUKOPHUCTAHHIO TOTyx)HOTO pymrisi Unreal Engine 5, rpa mae BUCOKY
AKICTh Tpadiky, TUIaBHY aHIMAaIlo Ta 3py4HHi iHTepdeiic kopuctyBaya. Kpim Toro,
3acToCyBaHHs KOMOiHaIlii MoBM mnporpamyBanHs C++ Ta Blueprints mo3Bosuio
JOCSITTA BUCOKOI IMIBUIKOCTI Ta THYYKOCT1 Yy po3po0Ill Ta TECTYBaHHI TPH.

3 HayKOBOi TOYKH 30Dy, JOCTiKEHHS, MPOBEIEHI B paMKax JaHoi poOOTH,
CIIPHSUTA TIOTIMOJICHHIO 3HaHb y c(hepl po3poOKH iIrpoBHX 3aCTOCYHKIB. [IpoekTyBaHH ,
BIIPOBA/KCHHSI Ta OIIHKA TPU TMPOJAEMOHCTPYBAIM €(PEKTUBHICTh BUKOPUCTAHHS
CyYaCHHUX TEXHOJIOTIM Ta METOAIB y CTBOPEHHI IHTEPAKTHMBHUX 3aCTOCYHKIB.
Pesynbpratu AOCHIIKEHHS MOXYTh CTaTHd OCHOBOIO ISl MalOyTHIX TPOEKTIB Ta
PO3p00O0K y ramysi irpoBoi iHIyCTpii.

ExoHomiuHMI aHami3, MpoBeAEHUH Yy pamkax 1i€i poOOTH, HaJaB LIHHY
iHpopMartifo mpo TpyaoMicTkicTs (503.27 MHOAMHO-TOJAMH) Ta BapTICTh PO3POOKH
nporpaMHoro npoaykry (465771.25 rpu). OWiHKKM Ta PO3paxXyHKH JOIMOMOTIIH

BU3HAYUTH (PIHAHCOBY >KUTTE3AATHICTh IPOEKTY, PO3NOAUT PECYPCIB Ta MOTEHLINHY

48



peHTabenbHICTh IHBeCTHUIIIN. [{e Hamae 3a1ikaBIICHMM CTOPOHAM BaXKJIMBY 1H(QOpMAaIlito
JUIA IPUHHSTTA OOTPYHTOBAHUX PIlIEHb MIO0 MOJATIBIIOTO PO3BUTKY MIPOEKTY.

3 IPOrHO3HO1 TOYKH 30PY, OUIKYETHCS, IO IrpOBUii 3acTOCYHOK "Paws & Magic"
OyJlie MPOAOBKYBAaTU PO3BUBATUCA 1 aaNTyBaTUCA JO HOBUX TEXHOJOTIH Ta BUMOT
puHKY. MacmTaOoBaHICTh Ta THYUYKICTh I'PH J03BOJIAIOTH BIPOBAIKYyBaTH MalOyTHI
BJIOCKOHAJICHHSI, TaKi SIK 1HTETpaIlis HOBUX OUIbII CKJIAJHUX aJTOPUTMIB IITYYHOTO
IHTENEKTY JJIA MiJABUIICHHS 1HTEJICKTYyaJlbHOTO PIBHS BOPOTiIB, JOJABaHHS HOBUX
CKJIQJHUX PIBHIB 13 JWHAMIYHUMH IUIaTOpMaMH Ta I1HIIMX ITPOBHUX EJIEMEHTIB.
3acTOCYHOK Ma€ TMOTEHIIaJ ISl YCIIITHOTO 3aCTOCYBaHHS y cdepi po3Bar, poOasdu
BKJIJl y PO3BUTOK YKPAiHCHKOI IrpOBOI IHAYCTPIi.

Takum 4yumHOM, po3poOka IrpoBoro 3acTtocyHky "Paws & Magic"
IPOJIEMOHCTPYBaJia 3Ha4H1 pe3yJIbTaTU 1 Ma€ K MPAKTUYHY, TaK 1 HAYKOBY 3HAUUMICTb.
3aBAsSKA CBOIM HOBUM (PYHKIISIM Ta BHUCOKIHA SIKOCTI peajizallii Ta MOTeHI[any AJis

[MOoJaJIbIOTr0 PO3BUTKY.
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JIOJIATOK A

KOA ITPOI'PAMMU

Enemycharacter.h // 3aronosuuii ¢aiin

#pragma once

#include "CoreMinimal.h"
#include "PaperCharacter.h" // ITigkmrouaemo 3aronokoBuii ¢aitn PaperCharacter
#include "EnemyCharacter.generated.h”

UCLASS()
class TPTWODSIDEKSCROLLERBP_API AEnemyCharacter : public APaperCharacter

{
GENERATED_BODY/()

public:
// BcTaHOBIIIOE 3HAUEHHS 32 3aMOBUYYBAHHSM JUIsI BIACTUBOCTEN LILOT'O IEPCOHAXA
AEnemyCharacter();

protected:
// BUKJIMKA€ETbCS, KOJIM I'Pa MOUYNHAETHCS a00 KOJIU 1IeH MepCOHaXk 3'IBISETHCS
virtual void BeginPlay() override;

public:
// BUKITMKAETHCS KOKHOTO KaJpy
virtual void Tick(float DeltaTime) override;

// @yHKIIA 1711 00pOOKH 31ITKHEHHS 3 TOJIOBHUM T'€POEM

UFUNCTION()

void OnOverlapBegin(class UPrimitiveComponent* OverlappedComp, class AActor*
OtherActor, class UPrimitiveComponent* OtherComp, int32 OtherBodyIndex, bool bFromSweep,
const FHitResult& SweepResult);

private:
// HampsIMOK pyxy
FVector MovementDirection;

/[ lIIBuaKiCTH BOpora
UPROPERTY (EditAnywhere)
float Speed;

// dyHKIiA 1711 00poOKK CMepTi Bopora
void Die();
Y
Enemycharacter.cpp // Bopoxwuii nepconax
#include "EnemyCharacter.h"

#include "BP_SideScrollerCharacter.h" // TligkirodaemMo 3aroioBKOBHit (haiii roJIOBHOTO Tepost
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#include "Components/CapsuleComponent.h™

// BCTaHOBITIOE 3HAYEHHS 32 3aMOBUYBaHHIM
AEnemyCharacter:: AEnemyCharacter()
{
// BcTaHOBIIIOE, 1O 1IeH IepcoHax BUKIHKae TICK() KoKHOTO Kampy

PrimaryActorTick.bCanEverTick = true;

// THiniami3ye MBUIKICT

Speed = 200.0f;

// BcTaHOBIIOE HANIPSIMOK PYXY JIIBOPYY CHOYATKY

MovementDirection = FVector(-1.0f, 0.0f, 0.0f);

Il TIpus'szye dpyukuiro OnOverlapBegin mo moxii OnComponentBeginOverlap
GetCapsuleComponent()->OnComponentBeginOverlap.AddDynamic(this,
&AEnemyCharacter::OnOverlapBegin);

¥

/! BI/IKJ'II/IKa€TBC${, KOJIM I'pa IIOYMHAECTHCA a0bo Kom nen MEPCOHAXK 3'IBIISIETHCS

void AEnemyCharacter::BeginPlay()

{
Super::BeginPlay();

/| BUKITUKAETBCST KOKHOTO Kapy

void AEnemyCharacter::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);
/I Pyxae mepcoHaska Bopora
AddMovementinput(MovementDirection, Speed * DeltaTime);
}

[l ®yHuk1is 11 00pOOKH 3ITKHEHHS 3 TOJIOBHHM T'€POEM
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void AEnemyCharacter::OnOverlapBegin(UPrimitiveComponent* OverlappedComp, AActor*
OtherActor, UPrimitiveComponent* OtherComp, int32 OtherBodyIndex, bool bFromSweep, const
FHitResult& SweepResult)
{
// TlepeBipsie, U € IHIIUNA aKTOP TOJIOBHUM I€POEM
if (OtherActor->IsA(ABP_SideScrollerCharacter::StaticClass()))
{
ABP_SideScrollerCharacter* MainCharacter =
Cast<ABP_SideScrollerCharacter>(OtherActor);
if (MainCharacter)
{
// TlepeBipsie, 4n TOJIOBHUM Iepoi 3HAXOAUTHCS HaJl BOPOIOM

if (MainCharacter->GetActorLocation().Z > GetActorLocation().Z)

{
// BOuBae Bopora
Die();
}
else
{
// BOMBae TOJI0BHOTO TepoOst
MainCharacter->Destroy(); // Tapantyemo, mo MainCharacter mae
Destroy() ¢yskuito
}

[l ®yukuis as 06poOKKM cMepTi Bopora

void AEnemyCharacter::Die()

{
Destroy();

LevelEnd.h // 3aronoBounuii daiin 3aBepLIeHHS PIBHS

#pragma once
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#include "CoreMinimal.h"
#include "GameFramework/Actor.h"

#include "LevelEnd.generated.h"”

UCLASS()
class TPTWODSIDEKSCROLLERBP_API ALevelEnd : public AActor

{
GENERATED_BODY/()

public:
// BcTaHOBIIO€ 3HAYEHHS 3a 3aMOBYYBAHHAM JJIA OHbOT'O aKTOPa

ALevelEnd();

protected:
// BUKITMKA€ETHCS TIPU MTOYATKY IpH 200 MIPH CTIaBHI aKTopa

virtual void BeginPlay() override;

public:
// BUKITUKA€ETHCSI KO)KHOTO Kaapy

virtual void Tick(float DeltaTime) override;

// KoMmoHeHT 17151 00poOKM 30HH 3aBEPILIECHHS PiBHS
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Components"™)

class UBoxComponent* BoxComponent;

// Knac BijpkeTa JUIst BiToOOpa)KeHHS MIPU 3aBEPILICHHI PiBHS
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "UI")
TSubclassOf<class UUserWidget> PeremogaWidgetClass;

// @yHK1is 17151 0OpOOKU MEPEKPUTTS 3 TPABLIEM

UFUNCTION()

void OnOverlapBegin(class UPrimitiveComponent* OverlappedComp, class AActor*
OtherActor, class UPrimitiveComponent* OtherComp, int32 OtherBodylndex, bool bFromSweep,
const FHitResult& SweepResult);
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private:
// @yHKIIsA A7 BIAKPUTTS piBHA "menu”
void OpenMenuLevel();

}

LevelEnd.cpp // 3aBepiieHHs piBHS
#include "LevelEnd.h"

#include "Components/BoxComponent.h"
#include "Blueprint/UserWidget.h"
#include "Kismet/GameplayStatics.h"

// BcTaHOBIIOE 3HAUCHHS 32 3aMOBYYBaHHIM

ALevelEnd::ALevelEnd()
{

// BcTanoBiro€, 1110 1iek aktop Bukiaukae Tick() koskHOTO Kaapy

PrimaryActorTick.bCanEverTick = true;

// CtBoptoe 1 HanamtoBye BoxComponent
BoxComponent = CreateDefaultSubobject<UBoxComponent>(TEXT("BoxComponent"));

RootComponent = BoxComponent;

// Tpus'szye dynkitiro OnOverlapBegin g0 noaii OnComponentBeginOverlap
BoxComponent->OnComponentBeginOverlap.AddDynamic(this,
&ALevelEnd::OnOverlapBegin);

¥

// BUKIMKA€EThCS MPHU MOYATKy I'py 200 IpU CIIaBHI aKTOpa

void ALevelEnd::BeginPlay()

{
Super::BeginPlay();

// BUKITMKAETHCS KOKHOTO KaJpy

void ALevelEnd::Tick(float DeltaTime)
{
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Super::Tick(DeltaTime);

// @yHKIs A7 00pOOKU MEPEKPUTTS 3 TpaBLIEM
void ALevelEnd::OnOverlapBegin(UPrimitiveComponent* OverlappedComp, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodyIndex, bool bFromSweep, const FHitResult&
SweepResult)
{
// TlepeBipsie, Un 1HIINI aKTOP € TOJOBHUM I€POEM
if (OtherActor->IsA(ABP_SideScrollerCharacter::StaticClass()))
{
// CtBOpIOE Ta BimoOpaxkae BimkeT Peremoga
if (PeremogaWidgetClass != nullptr)
{
UUserWidget* PeremogaWidget =
CreateWidget<UUserWidget>(GetWorld(), PeremogaWidgetClass);
if (PeremogaWidget != nullptr)
{
PeremogaWidget->AddToViewport();

// Buknukae QyHKIIIO IS BLAKPUTTA piBHA "menu"

OpenMenuLevel();

[l ®yukis ans BiAKpUTTS piBHA "menu”
void ALevelEnd::OpenMenulLevel()
{

// BinkpuBae piBeHs "menu"

UGameplayStatics::OpenLevel(this, FName("menu"));

MySaveGame.h // 3aronoBounuii daiia 30epesKeHHs rpU
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#pragma once

#include "CoreMinimal.h"
#include "GameFramework/SaveGame.h"

#include "MySaveGame.generated.h"

UCLASS()
class TPTWODSIDEKSCROLLERBP_API UMySaveGame : public USaveGame

{
GENERATED_BODY()

public:
// KinbKiCTB 31pOK
UPROPERTY (VisibleAnywhere, Category = Basic)
int32 Stars;

3

MySaveGame.cpp // 36epexeHHs Tpr
#include "MySaveGame.h"

UMySaveGame::UMySaveGame()

{
Stars = 0;

ItemStar.h // 3aronoBounwuii ¢daitn s 3ipku

#pragma once

#include "CoreMinimal.h"
#include "GameFramework/Actor.h"
#include "ItemStar.generated.h”

UCLASS()
class TPTWODSIDEKSCROLLERBP_API AltemStar : public AActor

{
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public:

GENERATED_BODY()

// BCTaHOBIIIOE 3HAYEHHS 3a 3aMOBYYBAaHHAM IS HbOI'O0 aKTOpa

AltemStar();

protected:

public:

// BUKIIMKA€ETHCS MPH MOYATKy Ipu ab0 MpH CIIaBHI aKTOpa

virtual void BeginPlay() override;

// BUKITMKAETBCS KOKHOTO KaJpy

virtual void Tick(float DeltaTime) override;

// KomnoHeHT 151 00pOOKH 3ITKHEHb
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Components")
class UBoxComponent* BoxComponent;

// KOMITOHEHT 1 Bi3yaJbHOTO B110OpaXKeHHs 31pKU
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = "Components™)

class UPaperSpriteComponent* StarSprite;

// Knac 30epexeHHs rpu
UPROPERTY (EditAnywhere, BlueprintReadWrite, Category = "SaveGame")

TSubclassOf<class UMySaveGame> SaveGameClass;

// @yHKIIS 17151 00pOOKHU 3ITKHEHHS 3 TOJIOBHUM IEPCOHAKEM
UFUNCTION()

void OnOverlapBegin(class UPrimitiveComponent* OverlappedComp, class AActor*

OtherActor, class UPrimitiveComponent* OtherComp, int32 OtherBodylndex, bool bFromSweep,
const FHitResult& SweepResult);

private:

// @yHK1is 171 30epeKeHHST KUTBKOCTI 31pOK

void SaveStarCount();
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+

ItemStar.cpp // Mexanika poOOTH 3ipKu Ta ii HAKOTTMYEHHS
#include "ItemStar.h"

#include "Components/BoxComponent.h"

#include "PaperSpriteComponent.h™”

#include "Kismet/GameplayStatics.h"

#include "MySaveGame.h"

#include "BP_SideScrollerCharacter.h"

// BCTaHOBIIOE 3HAYEHHS 3a 3daMOBYYBAaHHAM

AltemStar::AltemStar()
{

// Bcranosintoe, 1o 1eit aktop Bukiaukae Tick() koxHoOro kaapy

PrimaryActorTick.bCanEverTick = true;

// CtBoptoe 1 HamamToBye BoxComponent
BoxComponent = CreateDefaultSubobject<UBoxComponent>(TEXT("BoxComponent"));

RootComponent = BoxComponent;

// CtBOpIOE 1 HanamToBye StarSprite
StarSprite = CreateDefaultSubobject<UPaperSpriteComponent>(TEXT("StarSprite"));
StarSprite->SetupAttachment(RootComponent);

// Tpus'szye pyukiiro OnOverlapBegin no moaii OnComponentBeginOverlap
BoxComponent->OnComponentBeginOverlap.AddDynamic(this,
&AltemStar::OnOverlapBegin);

¥

// BUKITUKAEThCS IPY TIOYATKY TpH 200 TPH CTIaBHI aKTOpa

void AltemStar::BeginPlay()

{
Super::BeginPlay();
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// BUKITMKAETHCS KOKHOTO KaJpy
void AltemStar::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

// @yHKIIA 111 00pOOKHU 31TKHEHHS 3 TOJIOBHUM TIEPCOHAKEM

void AltemStar::OnOverlapBegin(UPrimitiveComponent* OverlappedComp, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodylIndex, bool bFromSweep, const FHitResult&
SweepResult)

{
// TlepeBipsie, Un 1HIIUI aKTOP € TOJIOBHUM I€POEM
if (OtherActor->IsA(ABP_SideScrollerCharacter::StaticClass()))
{
// 36epirae KuUIbKIiCTb 31pOK
SaveStarCount();
// Bupgainse 31pKy 3 piBHS
Destroy();
¥
}

// OyHKIIs 111 30€pEKEeHHS KIJTBKOCTI 31pOK
void AltemStar::SaveStarCount()
{
// TlepeBipsie, un icHy€ (aiin 30epeKeHHS
if (UGameplayStatics::DoesSaveGameEXxist(TEXT("test™), 1))
{
// 3aBaHTaXXye icCHyIOUE 30€peKECHHS
UMySaveGame* LoadGamelnstance =
Cast<UMySaveGame>(UGameplayStatics::LoadGameFromSlot(TEXT("test"), 1));
if (LoadGamelnstance)
{
// 301TBIITY€ KITBKICTh 31pOK

LoadGamelnstance->Stars +=1;
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// 36epirae 3MiHH

UGameplayStatics::SaveGameToSlot(LoadGamelnstance, TEXT("test™), 1);

else

// CTBOpIOE HOBUI1 00'€KT 30€pEKEHHS
UMySaveGame* SaveGamelnstance =
Cast<UMySaveGame>(UGameplayStatics::CreateSaveGameObject(SaveGameClass));

if (SaveGamelnstance)

{

// BCTaHOBIIOE KUTBKICTH 31pOK

SaveGamelnstance->Stars = 1,

// 36epirae 3MiHH

UGameplayStatics::SaveGameToSlot(SaveGamelnstance, TEXT("test"), 1);
}
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JNIOJIATOK B

BIAI'YK KEPIBHUKA EKOHOMIYHOI'O PO3J1LTY
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JTOJATOK B

MNEPEJIK ®ANJIIB HA TUCKY

Im’a ¢aitay

Onuc

[TosicHIOBaNbHI TOKYMEHTH

I13_Xykosa.doc

[losicHroBanibHA ~ 3amucka 110 KBali(pikauiiHOi

po6otu. lokyment Word.

I13_JKyxosa.pdf

[losicHioBanbHA ~ 3amucka 110 KBasi(ikauiiHOi

poGotu B popmari PDF

[Iporpama

Program.rar

ApxiB. MiCTUTB KOJU TIPOTPaAMHU

JlonatkoBi Qaitnu

Pawsnmagic.exe

daiin qeMOHCTpaIliiHOT MOl

[IpesenTartis

[Ipesentanis_XKykoa.pptx

HpeBCHTaHiH AUIINIOMHOTO ITPOCKTY
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