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PEDOEPAT

[TosicuroBasibHa 3amucka: 95 crop., _ puc., _ Tabmwmimi, 3 nmomatka, 23
JoKepena.

OO0'eXT MOCHIJKEHHS: MPOIEC MPOCTOPOBOTO OPIEHTYBAHHSA KOPUCTyBaya y
BIpTyaJbHOMY MpOCTOpi Ha Oa3i irpoBoro aBuryHa Unreal Engine.

[Ipenmer AochimkeHb — MOJAENl Ta METOAU NPOLEAYPHOI TeHepariii s
IPOCTOPOBOIO OPIEHTYBAHHS KOPUCTYyBaya y BIpTyalbHOMY IPOCTOP1 Ha 6a3i irpoBOTro
neuryHa Unreal Engine.

Metoau nocmimkeHHs. J[ias BUpIIIEHHA MOCTaBICHHX 3a/Ja4 BHKOPHUCTaHI
METOJIU: aHaJlI3y JaHUX, MPOLEAypHA TeHepallis, aHaji3 IPOCTOPOBOTO OPIEHTYBAHHS.

Meta poOOTH — CTBOPEHHSI ITPOBOTO JOJATKY, IO JIOMOMOXKE PO3BUHYTHU
IIPOCTOPOBE MUCJICHHS, T AATU PO3YMIHHS HETUIIOBOI OBEIIHKH IrPOBOTO AOAATKY.

HoBu3Ha 3anmponoHOBaHUX pIlIEHb BU3HAYA€ThCSI TUM, L0 BUKOHAHO
TEOPETUYHE OOTPYHTYBAaHHS Ta PO3pOOJIEHO METOJ MNPOLEAYPHOI TeHepall Jis
peaizalii MoJe HeeBKJIIiJoBoro npoctopy Ha 6a3i Unreal Engine.

[IpakTUyHa LIHHICTH PE3YJIBTATIB MOJIATAE B TOMY, III0 3aIIPOIIOHOBAH1 B pOOOTI
MOJiedl 1 METOU JO03BOJISIIOTh BUKOPUCTATU ONTHUMAJIBHUI aJrOpUTM IMpPOLEAYPHOI
reHepaiii piBHSA IrPOBrO 3aCTOCYHKY, IO JOIMOMOKE IOKpPAlliTH HAaBUYKUA Yy
IIPOCTOPOBOMY OpPIEHTYBaHHI Ha OCHOBI IFPOBOTO HABYAHHS .

O6nacte 3actocyBaHHA. Po3po0jieHO MakeT MpOorpaMHOro 3ade3reyeHHs,
3aCTOCYBAaHHS SIKOTO TIOJNIMIIYyE€ KOTHITUBHE CHPUWHATTS, PO3BUBAE KpPEAaTHBHE
MUCJIEHHS Ta MOJIIIIY€E HABUYKHU B IPOCTOPOBOMY OPIEHTYBaHHI.

3HaueHHs POOOTHM Ta BHUCHOBKH. YJIOCKOHAJ€HAa METOAMKA J03BOJISIE
MPOEKTYyBaTH IrPOBI JOAATKH HAIMiBaBTOMATHYHO BHUKOPHCTYBYIOUH MPOLEAYPHY
re’epaiiiro. JlaHHU IrpOBHii 3aCTOCYHOK HAJA€ JOMIOMOTY KOPUCTYBAUY JIJISl PO3BUTKY
IPOCTOPOBOI'O MUCJICHHS.

[IporHo3u mo/10 PO3BUTKY AOCHIKEHb. CIPOCTUTH UK PO3POOKH IrPOBHUX
3aCTOCYHKIB, SIK1 JJOTIOMOTalOTh KOPUCTYBauy pO3BUBATH KOTHITUBHI HABUYKH.

VY poszaini «ExoHOMIKa» MPOBEACHI PO3PAXyHKU TPYAOMICTKOCTI PO3POOKH
porpamMHoro 3abe3nedeHHs, BUTpAT Ha cTBopeHHs [13 1 TpuBanocti Horo po3podkwu, a
TaKO0 MPOBEJICHI MAPKETUHTOB1 JOCIIIKEHHSI pUHKY 30yTYy CTBOPEHOTO MPOTPAMHOTO
IPOAYKTY.

CnMcok KJIIOYOBMX CHIB: ITPOBHM JBHUIYH, TMpoOLEAypHa TreHeparllis,
KOMIT I0TEpHA crcTeMa, npoektyBanns, C++, Unreal Engine.



ABSTRACT

Explanatory note: 95 pages, __ figures, __ tables, 3 appendices, 23 sources.

Object of research: the process of spatial orientation of the user in cyberspace
based on the game engine Unreal Engine.

The subject of research - models and methods of procedural generation for
spatial orientation of the user in cyberspace based on the game engine Unreal Engine.

Research methods. Methods were used to solve the set tasks: data analysis,
procedural generation, spatial orientation analysis.

The purpose of the work is to create a game application that will help develop
spatial thinking and give an understanding of the atypical behavior of the game
application.

The novelty of the proposed solutions is determined by the fact that the
theoretical justification and the method of procedural generation for the
implementation of the model of non-Euclidean space based on Unreal Engine.

The practical value of the results is that the models and methods proposed in
the work allow to use the optimal algorithm of procedural generation of the game
application level, which will help to improve skills in spatial orientation based on game
learning.

Scope. A software package has been developed, the use of which improves
cognitive perception, develops creative thinking and improves skills in spatial
orientation.

The value of the work and conclusions. Advanced technique allows you to
design game applications semi-automatically using procedural generation. This game
application helps the user to develop spatial thinking.

Forecasts for research development. Simplify the development cycle of game
applications that help the user develop cognitive skills.

In the section "Economics" calculations of the complexity of software
development, the cost of creating software and the duration of its development, as well
as marketing research of the market for the software product.List of keywords: game
engine, procedural generation, computer system, design, C ++, Unreal Engine.
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BCTYII

TemaTukol0 AMIJIOMHOTO TIPOEKTYy € po3poOKa IrpoBOrO JOAATKy 3
BUKOPHUCTaHHSIM HEEBKJIIJIOBOI T'€OMETpli, sIKa JIOMOMOXKE PO3UIUPUTH KPYrosip
KOpPHUCTyBaya.

HeeBkiimoBa reoMeTpist y irpoBUX J0JaTKax MOXe OyTH BHKOpUCTaHa IS
YCKJIQAHEHHS! OpIEHTYBaHHS KOPHCTyBaua y TMPOCTOPl. 3aBASAKH YOMY MOXHA
PO3BUBATH IMPOCTOPOBE MUCIICHHS KOPHUCTYBaya.

Meror kBamidikariiHoi poOOTH € po3poOKa IrpoBOro 3acTOCYHKY, IO
JIOTIOMOE KOPUCTYBayy PO3BUHYTH IIPOCTOPOBY OPIEHTAI[IIO T4 KOTHITUBHI HABUYKH.
BuxopuctanHs mpomeaypHOi TeHepalii CHpoIIye MPOIEC CTBOPECHHS IrPOBOTO
JOJIaTKy. 3aBASIKK MPOLEAYPHINA TeHepallli MO>KHA JOCSITTH CTBOPEHHS BIPTyalbHOTO
MIPOCTOPY 3 BUKOPUCTAHHIM HECBKJIITOBOT MOJIEITI.

Jlana poOoTa [03BOJISIE TO3HAWOMHUTHCH 3 METOJaMU PO3POOOK IFPOBHX
JTOJIATKIB Ta PO3yMiHHS 0araTOBUMIPHHX ITPOBUX JOJATKIB.

OCHOBHOIO BUMOTOIO JI0 JTaHOTO MPOTPAMHOTO 3a0€3IeUeHHs € CTa01IbHICTh
pob6otu. Ockinbku Unreal Engine 4 mocuTh BUMOITIMBUM 10 TpadidHOTO MPOIECOPY,
10 3YMOBJICHO SKICTIO Tpadiku, MBUIKICTH pOOOTH JOJATKYy MOXe OyTH HE JIyXKe
CTaOUIBHOIO.

Ha crorogni icHye HeBenMKa KUIBKICTh aHAJIOTIYHUX JoaarkiB. IIpore BoHU
BUKOPHCTOBYIOTh €BKJIIJIOBY F€OMETPII0, 3BUYHY HaM.

OTtxe 3amauero JaHoi kBai(ikamiitHol poOOTH € aHalli3 METOAIB MPOIIETyPHOI

TeHepartii Juis peatizaiii Mojielll HeeBKJIII0BOi TeOMeTpii.
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PO3JILI 1
AHAJII3 IPEJMETHOI OBJIACTI TA TIOCTAHOBKA 3AJAYI

1.1 MertomoJiorisi po3po0oKM irpoBOro 3aCTOCYHKY

Po3pobka irpoBOTO 3aCTOCYHKY — II€ TPOIIEC HAMHMCAHHS IMPOTPAMHOTO
3a0€3IeUeHHs, 110 TOTTOMOKEe KOPUCTYBady BIJIBOJIIKTUCH Ta BIAMOYUTH BiJ IOACHHOT
PYTHHH.

[Ipotiec po3poOku rpu 3a3BUYAN CKIAIAE€THCS 3 YHOTUPHOX €TaIliB, a caMe:

- MMATOTOBKHU,

- YTOYHEHHs ITPOBOTO JHU3aliHY;

- BUPOOHHUIITBO;

- H1ATPUMKA.

Etanmu MOXyTh BIAPI3HATUCA B 3aJ€XKHOCTI BIJl Ymnojao0aHb ¢ipMu Ta
creru(iku IpOeKTy.

1. IligroroBuuii mporec.

Po3pobka rpu Ha paHHIX e€Tamax HaW4acTIIe XapaKTepU3YEThCS HU3BKOIO
akicTio rpadiku. OcoOIMBO 11e TPUTAMAHHO PI3HUM MPOTOTHUIIAM ITOP.

Ilepen mouatkom po3poOku Oyb-KO1 I'pH, KOMaHAa MOBUHHA MAaTH YIiTKO
c(hopMyJIHOBaHY 1JICFO Ta OTPUMATH «3€JICHE CBITJIO» BiJ BUAABIIA/PO3poOHUKA. SIKIIO
pPO3pOOHUK 1 BHJABElb € MPEACTAaBHUKAMHM pI3HUX KOMIIAHIM, 0[O 4YacTile
3yCTpIYAa€ThCsl HA TPAKTHIN, 1IC0 CIIJI CXBAJIUTH Yy KEpIBHHUIITBA Ta HaIICIIAaTH
BUJIABIISIM HA PO3TJISII.

JleMOHCTpaIlisi MPOTOTHITY MOKE IOMOMOITH 3 TIOIIYKOM TapTHEPIB IS
¢diHaHCYyBaHHS, ajic BOHA HE MOTpiOHA aBTOPUTETHOMY BHAABIO. SK TUIbKU Oyje
3HANEHO 3all1KaBJICHOTO BUJIABIIS, MOXHA PO3MOYaTH BUPOOHUIITBO. ChOTOHI 1J1€s
rpu piaiie OyBae NepEeKOHINBOIO, AKIIO B HIi HE 3alliKaBIICHUI BUIABEILb.

Sxmo po3poOHUK 3a CYMICHHUIITBOM € BHIABIEM, a00 II€ MPEACTaBHUKU
MIPO3LTIB  OAHIET KOMIAHIi, CXBaJeHHs 1Jei Mae HaJaBaTH JIMIIIEC HaWBUIIE

KepiBHULTBO. O/IHAK, 3aJI€KHO BiJl pO3Mipy BHIaBHUYOI KOMIIaH11, MOKEe 3HaI00UTHCSA
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KUJIbKA CTIpO0, TIOKH 1J1es HE TPOiiie Yepe3 yci piBHI KEPIBHHUIITBA.

[IpencraBHUKOM IPOEKTY 3a3BUYall € redMau3aiHep, ajie JIIoJuHA 3 1IrpOBOi
1HAyCTpii Ha OyIb-SIKIN 1HIIIHM MOCcaal TAKOXXK MOKE BUKOHYBATH 110 POJIb.

[lepen moyaTkoM MOBHOTO BUPOOHHUIITBA reMIM3ailHEp MOBUHEH HaJaTH
MPOCKTHUHM TOKYyMeHT. lle MOKyMeHT, 10 AeTaTbHO OMUCYE KOHIIEMIIO0 Ta ITPOBUN
IPOIEC, MOXKE MICTUTH JIeAKi TMOIMEpeHi eCKi3u (MalIOHKH) PI3HUX AaCHeKTiB TPH.
Jeski nu3aiiHepu 1rop MOXKYTh J0JATH NPUOJIM3HUM POOOYMII MPOTOTUN Yy CBIM
MPOEKTHUH TOKYMEHT, IKHI IEMOHCTPY€E OJIUH a00 K1JIbKa aClEKTIB IPU.

[IpoexkTHUIT JOKYMEHT TOEAHYE B €001 Bech, ab0 OUIBIIY 4YacTHHY,
MOYaTKOBOT'O KOHIIENITYaJIbHOTO MaTepiaity. OcoOIUBICTh JAHOTO TOKYMEHTA MOJISTae
B MOro <«okBaBiCTh» — (haKTUYHO BIH HEe OyJe 3aBeplleHHUl, MOKU Tpa HE OyJle B
po3poOiii. BiH Mo)ke 3MIHIOBATHUCS IIOTHIKHS, 1HOMI IIOAHS. ToMy, TpPOEKTHHIA
JOKYMEHT MaiKe HIKOJM HE € MOBHUM MPOEKTOM, HaBiTh AKIIO OyJie iCHyBaTu B
NEBHIN (opMi 10 TOYATKy MOBHOIO BUPOOHUITBA. X04a BIH MOKE OMHUCATH OaraTto
aCIIeKTIB yCIX €TalliB MOBHICTIO pO3PO0JICHOT TPH.

OcHOBHa KOMaHAa MPOrpaMiCTIB 1 XYAOKHUKIB MOXYThb MOYMHATH CBOIO
poOOTy HaJ 1/IeIMH, HaBITh IO HAJXO/KEHHS 3aTBEeppKeHOoro nu3aitny. [Iporpamictu
MOYTb 3alHATHUCS PO3POOKOIO TOYATKOBHUX MPOTOTHUITIB JIJIsl IEMOHCTpAIIi1 OAHIET 200
KUIBKOX (DYHKIIH, SK1 JEesSKl MOCEepPeAHMKH OakaroTh Mo0ayuTu B Tpl. AOO BOHHU
MOXYTb  po3poOJsiTH  (PEHMBOPK, SKHM B  KIHIIEBOMY MIICYMKY Oyne
BUKOPHCTOBYBATUCS B Tpi. XYI0KHHUKHA MOKYTh PO3IOYATH 3 MAJIFOBaHHS €CKi3iB K
TariapM Juisi po3poOKu peallbHUX 1rpoBUX pecypciB. CrovyaTKy TpOIIOCcep MOXKE
MpaIfloBaTH HaJ TPOIO HEMOBHUN pOOOUMH JEHB, alie y MIpy PO3BUTKY 301IbIITyBaTU

CBOIO 3aUHSTICTb.

1.2 Oco0iuBocTi  BHUHKOPHUCTAHHSI  HEEeBKJII0BOI  reomerpii Yy

BipTyaJibHOMY IPOCTOPI

HeeBkiioBa reomerpiss — 1ie¢ Oylab-siIka TEOMETpPUYHA CHUCTEMa, sIKa

BiZIpi3HIEThC Bif reomerpii EBkmima. Panimie HeeBkIimoBi reomerpii Oy cyTo
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MaTeMaTHUYHUMHU  aOctpakimisimu, aie y 1980-x wmarematuk binn  TopuToH
PEBOJIOIIOHI3YBAB JOCHIKEHHST 3D-reoMeTpiid, ySBUBIIH, 110 MOJOPOXKYE MO HUX.
Biarogi MareMaTtWku po3moyanM CTBOPIOBATH aHIMAIHI MOJAENI W HaBiTh
CUMYJIATOPHU TIOJILOTIB, SIK1 JO3BOJIAIOTH YSIBUTH, SIK OM BU TOUYBAJUCS BCEpPEIUHI
HEEBKJIIJIOBOTO TIPOCTOPY.

[TopiBHSIHO 3 peHAEPUHTOM Ha €KpaHi Komm 'ioTepa, VR Mae mepeBary B
CUMYJIAIII TOro, K CBITJIO moTpamisie B odvi. Koiu BH JUBHTECS Ha TOYKY B
HECKIHYEHHOCTI B €BKJIIJIOBOMY IIPOCTOpi, JIIHII 30py 000X odYell mnapaienbHi. Y
rinepOoIYHOMY MPOCTOPl I JIHII PO3XOJATHCSA, IO BUKJIMKAE 30BCIM 1HIIE
CHPUNHATTS peajbHOCTI y CcriocTepiraya.

Axne nacnpasal e omana. OHUM 3 HaWJUBHIMIKX (DAKTIB PO rirnepOooIIyHUI
MPOCTIp € T€, 10 00’€MHU Ta IUJIOII B HbOMY 3pOCTal0Th HA0AraTo MIBUIIIE BITHOCHO
paaiyca. SIKII0 B €BKJIIJIOBOMY IIPOCTOpPl IUJIOIIA 3POCTAE MPOMOPIINHO KBaapary
pazaiycy, a 00’eM — y KyOl4HOMY, TO B TiNEpOOJIYHOMY MPOCTOP1 BITHOCHHU MIXK
HUMU €KCIIOHEHIIIHHI.

Lle o3Hauae, 1110 HA TaKy K BIACTaHb MOXHA BTUCHYTH HAa0araTo Ou1bIlIe MiCL4.
brykaroun no miianeTi B TinepOoIIgYHOMY MIPOCTOPi, CrIocTepirad NodayuTh HabaraTo

OlsIblIIe, HIXK yCe, TTOI0ABIIN TaKy K BiJICTaHb.

1.3 Metoau po3po0ku npoieaypHoOi renepaii

[IponienypHa renepariist — 11¢ IHCTpYMEHTapiii OCIIITOBHOTO CTBOPEHHS JaHUX
3a JIOMOMOTOI0 KOMOIHAII alrOpUTMIB, SIK1 TEHEPYIOTh BUIAKOBI MOCIIJOBHOCTI. Y
KOMIT FOTE€pHIN rpadill BiH 3a3BU4ail BUKOPUCTOBYETHCA JIJISi CTBOPEHHS TEKCTYp Ta
3D-moneneit. Y Bizmeoirpax BiH BUKOPHUCTOBYETHCS NJIi aBTOMAaTUYHOTO CTBOPEHHS
BEJIMKOI KUIBKOCTI KOHTEHTY. 3aJIeKHO BIJ peajisallii, mepeBaru MpoleaypHOi
re’epariii MOXKyTh BKJIIOYATH MEHIIUN po3Mip (ailny, OIbIINil 00CSIT KOHTEHTY Ta
BUITAJIKOBICTH JIJIsI IEBHOTO IrPOBOTO MPOTIECY.

Icnye ©Oarato cnocoOiB cTBOpeHHs KapT. JKoJeH 13 METOAiB He €

YHIBEPCATBbHUM PILIEHHSM, TOMY OUIBIIICTh PO3POOHUKIB MiAJIAIITOBYIOTH OOpaHHii
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HUMH crnoci® 11t cBoix irop. HaiiGinpm momymsipHi crnocoOu reHeparii OyayTb
PO3TJISHYTI Jai.

1. BSP-mepera.

BSP-nepeBa MoOHa BUKOPHUCTOBYBATH JUISI CTBOPEHHSI HAWMIMPOCTIINIHX 1
HalOUThIn xapakTepHux s roguelike manm — HpAMOKYTHHX KIMHAT, 3’€IHAHUX
KOpHIOpaMHU.

[lpuHuun mii Takuii: SKIIO B MPOCTOpPlI 00’€KTa MPOBECTH BEPTUKAIbHY
IUIOLMHY, TO BOHA MOJUIMTH BeCh 00’ €KTHHUW MPOCTIP HA JBa MIBIPOCTOPY. SAKIIO
MPOJIOBXKUTH PO3OUTTS OTPUMAHUX HAMIBIPOCTOPIB Jalll, TO BHiie pPO3OUTTA
MPOCTOPY Ha KJIACTEPH, BCEPEAUHI SKUX € OAWMH OaraTOKyTHHUK ab0 OJIHA TpaHb.
BigmiHHOIO OCOOJIMBICTIO LOTO PO3OUTTS € TE, MO €JIEMEHT, PO3TallOBAHUMN Yy
HANIBIIPOCTOpl, JI€ HEMae cIocTepiraya, HE MOXE IEpPeKpUBaTH €JIEMEHTH
HIBIIPOCTOPY, B IKOMY nepedyBae crioctepirad. Lle 103Bossi€ 3HAUHO CKOPOTUTH 00CST
NOIIYKY 00’ €KTIB, 110 MEPEKPUBAIOTHCS.

2.  ANTOpUTMHU TyHEIIOBAaHHS.

AJTOpUTMHU TyHENIOBaHHS BKOMYIOTh KOPUIOPHU Ta KIMHATU B TBEP.LY 3€MIIIO,
K 1[e 3p0oOMB OM CHpaBXKHINA apXITEKTOp MiA3eMelUisi. 3a BUHATKOM TOTO, IO
QITOPUTMH YACTO 3aKIHUYIOTHCSI MAPHUMHU 200 3aBUMHM IUISIXAMH.

Bucoko pangomizoBanuii anroputm TyHemoBaHHs Drunkard's Walk (3 anru.
«X0J1a T'SHULI») KOPUCHUHN JIJISi CTBOPEHHS MIEYEPHUX KapT, sIKI OETHYIOTh BIJKPUTI
Ta 3aKPUTI MPOCTOPH.

3.  KuitunHi aBTOMATH.

KnitTuHHi aBTOMAaTé dYyJO0BO MIAXOJATH IS PO3KOMYBaHHS TMPUPOTHHUX
neuepHux cucteM. Ha BigMiHY BiJ 1HIIMX METOIIB y LBOMY, PO3POOHHUK MiCIIs
reHepalii KapTu MOBHHEH CaMOCTIMHO HaJaTH 3B'SI3KU, OCKUIBKH JEAKl aJrOpUTMH

MalOTh BUCOKY MMOBIPHICTh CTBOPEHHS B1JIOKPEMIICHUX 00JIaCTEH.



14

1.4 IcHyroui pilieHHs I PO3POOKH irPOBHX 3aCTOCYHKIB

Xoua IrpoBHil [JBUTYH TEXHIYHO € JIMIIE YAaCTUHOI MPOrPaMHOTO
3a0€3IeueHHsI, 0 CTOITh 3a BiJICO I'POI0, 11e OlIbIIe, HXK HEeCKIHUYEHHUN PSIIOK KOy .
XopoIuii IBUTYH — II€ CepIie i MO30K, K1 pOOJIATH Bally yIt00JeHy TPy MOXKITHBOIO,
JT03BOJISIIOYN PO3pOOHMKAM BTUTIOBATH TIEBHI 171€1 B KUTTAB XXKUATTA. Bcee 11e 103BoIIsIE
KOPUCTYBauyaM PO3BHUHYTHM MEXI ICHYIOUOTO Ta HaBITh JI03BOJISI€ iM MaHAPYBaTH B
1HIIMX CBITaX, K1 BOHU cO01 yBIISIIOTh. [CHY€ IeKiIbKa BX&KE TOTOBUX Bapi1aHTIB IPOBUX
JIBUTYHIB:

1. CryEngine.

2. Lumberyard.

3. Phaser.

4.  Unreal Engine i Unity.

Jlist Toro mo0 BUOpaTH OAWH 3 ICHYIOYHMX, Tpeba PO3IVIAHYTH KOXKEH 3 HUX
OUIBIII JETAIBHO.

1. CryEngine

CryEngine — irpoBuii JBWUIYH, CTBOPCHHH HIMEI[LKOK IPHUBATHOO
komraniero Crytek y 2002 poiri 1 crio4atky BUKOPUCTOBYBAHHM y IIyTepi BiJl MEPIIOi
ocoou Far Cry. CryEngine — e KOMEpUIMHUI ABUTYH, KUl NPOMOHYETHCS IS
JineH3yBaHHs iHIIMM KoMiaHissM. Ctanom Ha 30 6epesnst 2006 poky Ubisoft 30epirae
BC1 MpaBa Ha JBUTYH.

JBuryn 0yB ninenzoBanuii NCSoft nis pospooku MMORPG Aion: Tower of
Eternity.

Hampuxkinmi Bepecust 2009 poky Opatu Epni, 3acHoBHuku Crytek, manu
1HTEepB'I0 OpUTaHChKOMY XKypHaiy Develop, B sikoMy BOHM 3asiBWJIM, IO CIIOYATKY
CryEngine He muiaHyBaJlocsi JUEH3yBaTH TpeTbolo cropoHor. CryEngine
TJTAHYBAJIOCS OYTH 3aKPUTHM JIBUTYHOM JIJISt CYTO BHYTPIIIIHBOTO BUKOPHUCTAHHSI.

[Tmrocu:

- KOJI IBUTYHA MOKHA 3MIHIOBATH, 1110 MPUHOCHUTH 1 PaiCTh, 1 O11b,

- ICHYy€ MarasuH B)K€ FTOTOBUX aCCETIB,;
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- Ma€ MiITPUMKY KOHCOJICH Ta IEPCOHATBLHUX KOMIT FOTEPIB BOJAHOYAC,

Minycu:

- JTIOCUTh BUMOTJIMBHH JIO PO3PaXyHKOBOI MOTY>KHOCTI;

- HE PO3ropHyTa JOKyMEHTallif, [0 MOXe OyTH YCKIaAHEHHSM JJIst
PO3pPOOKU 3 HYJIA.

2. Lumberyard

Amazon Lumberyard — 1i¢ 0e3KOIITOBHUI KpPOCIUIATMOPMHHMIA IrPOBHIA
nBUryH AAA, po3poOneHuii Amazon 1 3aCHOBaHMII Ha apXITEKTypl IBUXKKA
CryEngine. JIBuryH Mae iHTerpaijito 3 BeO-cepBicaMd Amazon, IO J03BOJISIE
pO3pOOHKKaM CTBOPIOBATH 200 PO3MIIIYBaTH CBOI Irpy Ha cepBepax Amazon, a TAKOXK
TpaHcioBaTU Bijeo uepe3 Twitch. Buxiguuii Koa AOCTYNMHHUM JJIsi KIHIIEBUX
KOPHUCTYBauiB, ajie € OOMEXKEHHsS I0J0 BUKOPUCTAHHA: 3a00pPOHEHO MyOJIKyBaTH
BUXITHUN KO JBIWKKA a00 BUKOPHCTOBYBATH HOTO JJIsI BUITYCKY BJIACHOTO ITPOBOTO
newkka. Lumberyard Oyno 3amymeno 9 miororo 2016 poxky pazom 13 GameLift,
KEPOBAHOIO CITy>K00I0 JJIsi pO3rOPTaHHS Ta PO3MIIICHHS 0araTOKOPUCTYBAI[LKUX 1TOp
Ha OCHOBI KOMICIH#, 0 I03BOJIsIE€ PO3POOHUKAM JIETKO PO3POOJISTH ITPH, SIK1 3aTy4at0Th
«BEJIMKI Ta aKTUBHI IIaHyBaJIbHUKW». Hapasi nporpamue 3abe3nedeHHs 3HaXOUThCS
Ha CTajil OeTa-TeCTyBaHHs, 1 HOr0 MOKHA BUKOPUCTOBYBATH JJIsl CTBOPEHHS 1TOP IS
Windows, Xbox One Ta PlayStation 4.

ITmrocu:

- KpOCIUIATQPOPMHICTb;

- JIOCTYITIHICTD;

- JOKJIa/THA TOKYMEHTAITIA;

Minycu:

- JIOCUTHh CUPUU MPOJIYKT, HA JAHUM MOMEHT;

- IUIaTHA IHTErpalis cepBiciB Amazon.

3. Phaser

Phaser — e 2D-irpoBuii GpeiiMBOPK, SIKUi1 BUKOPUCTOBYETHCS JUIsSI CTBOPEHHSI
irop HTMLS5 nnst HacTiibHUX 1 MOOUTBHUX MPUCTPOiB. Lle Ge3koImToBHE MporpaMHe

3abe3nedeHHs, po3podieHe Photon Storm.
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Phaser BHyTpimmHRO BHUKOPHCTOBYE 3aco0m Bizyamizariii Canvas i WebGL 1
MO>KE€ aBTOMATUYHO IMEPEMUKATUCS MK HUMU 3aJIe’KHO BiJl MATPUMKH Opay3sepa. Lle
JI03BOJISIE IIBUJAKO BIATBOPIOBATH HAa HACTUIPHUX KOMIT'IOTE€pax 1 MOOUIBHUX
npucTposix. [l Bizyamnizaiiii BAKOPUCTOBY€EThCS O10110TeKa Pixi.js.

Irpu moxkna xommimoBatu st 10S, Android i HacTUTBHHX TIporpaMm st
HACTIJTFHUX KOMIT IOTEPIB 32 JIOMOMOT0I0 CTOPOHHIX 1HCTPYMEHTIB, TakuX sk Apache
Cordova 1 phonegap.

3 ormsAay Ha I, BU MOYKETE 3arOpHYTH CBOIO T'PY Y BIIACHY Iporpamy 3a
JOTIOMOTO10 Takux 1HCTpyMmeHTiB, sik Cordova i Phonegap, cama rpa Hikonu He
KoMmiTroeTbes. "I'pa" mpocTo 3amyckaeTbes sk JavaScript y BiAmoBigHOMY Opay3epi.
[{e o3Hayae, MO0 MPOAYKTUBHICTh HE CX0’Ka HA HATUBHY KOMIIJILOBaHY MpOrpamy.

ITmrocu:

- IrpoBHW# IOAATOK MOXE MPAIIOBATH Ha OyAb-SIKOMY TPUCTPOI SKUN Mae
JoaToOK Opaysepa,

- qyJI0Ba JIOKYMEHTAITIS,

- HHU3BKHH PIBEHB BXOY VIS PO3POOHHKA,;

Minycu

BIJICYTHICTB PO3pO0JIATH OaraTOBUMIPHY TPY;

HU3bKa MPOJYKTUBHICTh MPHU BUKOPUCTAHHI IEHIEPIB;

OJIHOTIOTOYHA poOOTa KOy, 3a paxyHoK JavaScript;

HU3bKa Oe3IeKa Koay.

[MTopisusuus irpoBux asuryHiB Unreal Engine i Unity3d.

Unity3d 1 Unreal Engine 4 - 11e oH1 3 HAUMOMYJISPHIMIAX ITPOBUX JIBHKKIB,
JIOCTYITHUX Ha CBHOTOJIHINIHIN JeHb. Xo4a O0OuIBa - BIAMIHHI ITPOB1 JIBWXKU, B
3aJIEKHOCT1 BIiJ] TOTO, IO BU 30UpaeTecss 3poOUTH, KOKEH MOXKE CTaTH IJisi Bac
ONTUMAJIbHUM BapiaHTOM. MOXIJIHMBO, BM BBaXKa€Te 3a Kpalle NPOCTUN 3pydHUU
iHTEepdeiic, abo, Moxe OyTH, MOBa POrpaMyBaHHs JUIsl Bac OUIbII MPIOPUTETHUH -
HE3aJIC)KHO BIJl THX YM IHINMX OOCTaBHMH, JaBaliTe MOJMBHMOCS Ha BIAMIHHOCTI, a
TaKOX Ha CHJIbHI 1 CJIaOKI CTOPOHU KOXKHOTO ABMIKKA. TO1 BU 1 3MOKETE BUPIIINTH,

KM 3 HUX Oyze BIAMOBIAATH BAalllUM MOTpeOaM.
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[To nepire, TpeGa BU3HAUYUTHUCH, JUIS HOTO MOTPIOHO BUKOPUCTOBYBATH ITPOBHIA
nBuryH. Ha GaraTeox irpoBHX JABHTyHax MoxHa po3pobutn 2d miardopmep ad6o 3d
urytep Bia mepmioi ocoou. Takox mokHa cTBoputH Aesikuid riopun 2d 1 3d. s
MOYaTKy MOKHA MTOYATH 3 TIEPILIOT HEBEJIIMKOI IPU 1 pO3pOOUTH IPOCTUH a3 3 0a30BOi
¢bi3ukoro. Takox MOXKHA peastizyBaTu 3aIlyCK Tpu B BeO-Opay3epi, a00 Ha MOOITHHUX
wiatopmax. JIoCUTh BaXKIMBUM € €Tal BUPIIICHHS MOHETH3allli rpu, ado sSK BOHA
OyJZle MPUHOCUTH TPOIIOBI KOLITH ii pO3poOHUKY. € JeKiIbKa CrOCO0IB 3apOOITKY Ha
Irpax, BHYTpILIHI TOKYTKHU, pekiIama abo mpocTo 3p00UTH TPy IMIIATHOIO.

BusHauuBmuCh 3 UMM €TamamM, MOXYTh JOMOMOTTH BHU3HAYMTH, SKUN
JIBUKOK CJIiJT BUKOPUCTOBYBaTH. OOM/IBa IBUKKA MOXKYTh BIOPATUCA 3 OY/b-SKOIO 3
[UX 3aBJaHb, ajie¢ B 3aJIEXKHOCTI BiJl TOTO, 110 BU POOUTE, OJIUH JBHXKOK MOXKE OyTH
Habararo 3pyuHillie 1 ONTUMAJIbHIIIIE.

Sxmo Bu xodere poOutu MoOLIbHI irpu - Unity Oyne 11eanbHUM PILICHHSM.
[le miaTBepmKyeThcs AoMiHyBaHHAM Unity cepen po3poOHHMKIB MOOUIBHUX 1rop, a
TaKOXX BEJIMKOI KIJIBKICTIO TUIATIHIB JUIsl BUKOPHUCTAHHS HATUBHUX MOXKJIMBOCTEH
MOOUIBHHUX TIATPOpPM: peKiama, BHYTPIIIHI MOKYIKH, aHAJIITUKA, ITPOB1 LIEHTPH 1 T.
1. - Bce 11e IHTEeTPY€EThCA B TPy 3a JIIUCHI XBUJIMHM. K10 B HallljieH1 Ha po3poOky 2d
rpu, Unity Texx Oyze mpeKkpacHHM BHOOPOM, TOMY IO camMe y HbOTO € IPEKpacHi
MOXJIMBOCTI Juisi cTBOpeHHs 2d irop. Xowa Unreal Engine 4 ocTtanHiM 4YacoMm
HaMaraeTbcs 3aMaHUTH PO3POOHMKIB MOOUIBPHUX JIOJATKIB, OOIIMIOYM HE MEHII, a
HaBITh BEJIUKI MOXKIMBOCTI 11t 2d 1rop.

Sxkmo Bu xodere crBoproBath 3d irpu, Unity Takox Igyke MNOTYXHHI
1HCTpYMEHT Jist po3poOku 3d irop. Xoua rpadivyHo BiH JaleKO HE HA TOMY PiBHI, 1110
Unreal Engine 4. IIpu HeoOXiTHOCTI BUKOPUCTOBYBATH hext-gen rpadikoM Kpaiium
pimenasm 6yne Unreal Engine 4.

B Unreal Engine 4 BukopucTtoBy€eThcsi MOBa nporpamyBanus C ++. YV Unity3d
B ocHoBHOMy C # abo JavaScript. flka mporpama Kkpaie 3 TOYKH 30py MOB
porpamMyBaHHS - IIMCHO 3BOAUTHCS IO 0COOMCTUX BIO00aHb. JIesKi I0u TyMaroTh,
1o C ++ € apxaiuyHuM, a 1HIII MOJIATHCS HAa HHOTO. SKIIO BU BiIJIa€Te IIepeBary sikiich

13 IIUX MOB, TO BUOIp ABMKKA IS BAC MOXKE OYTH JJOCUTHh OYCBUIHUM.
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Axne Unreal Engine 4 mae pimieHHs Ui TOEH, K1 00AThCs BUCOKOTO TOPOTY
BxokeHHd B C ++. Ile Blueprint - pegakTop Bi3yaJIbHOTO CKpUIITUHTA. TE€XHIYHO BaM
HE MOTPiOHO MUCATH KOJHOTO psaKa Koay. Lle myxe 3pydHO sl CTBOPEHHS IMIBUIKHX
MPOTOTHUITIB, 1 BU HABITh MOXKETE€ CTBOPIOBATH IIIl Tpu 3a JormomMoror Blueprint .
Sxuio Bu He Maiictep mporpamyBanHsa , Unreal Engine 4 Oyzae ans Bac BiAMIHHUM
BapianToMm. Jlo ciosa, B Unity € cxoske pimenHs. Y Unity Asset Store MmokHa mpuaoaTu
pO3LIMpPEHHS I pefakTtopa i Ha3poio Playmaker, sike Tak camo 103BosIsiE
PO3pOOIATH NPOTOTUIIH ITOp O€3 HAITUCAHHS KOy .

Asset Store

Oo6wuaBa nemwxkka Unreal Engine 4 1 Unity3d matoTs cBiif Mara3un AcceT: 3 HUX
MO>KHA 3aBaHTa>XUTH TOTOB1 3d MOI€I1 MEPCOHAXIB 1 OTOYEHHS, TEKCTYPH 1 HaBITh TakKi
peul, ik 3ByKH 1 cucteMu yacTuHOK. [Ipote, Unity3d ogHO3HaYHO BUXOUTH Ha MEpIIe
MiCII€ 3 TOYKH 30py KIJIBKOCTI ACCET B Mara3uHi. ¥ HbOMY € BCE - Bij aHIMaIlli 1
reneparopiB GUI g0 po3mmpeHs pegakropa sl yOpPaBliHHS IMITYYHOTO IHTEIEKTY.

TawMm € Bce, 1110 TOTPIOHO JJIs1 CTBOPEHHS T'PH.
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1.5 OcHOBM HeeBKJIiA0BOI reoMeTpii

SIKk 3a3HayeHO BUIIE, HEEBKIIJOBA I'€OMETpis 1€ OyIb-sfKa TeoMeTpis, II0
BiIpi3HAEThC Big reoMerpii EBkmima. Ha choromuimHii JeHb OCHOBHHMH
HEEBKJIJOBUMH MOJIETIIMU T€OMETP1i BBAXKAIOTHCS C(heprUiHa T€OMETPisl Ta TEOMETPIs
Jlo6aueBcbkoro. 1106 mpuHIMnu nUx Mojaenei Oyiu OiIbII 3pO3yMiJli, MPOIIOHYEMO
MOPIBHATH OCHOBHI MaTeMaTU4H1 (GOPMYJIH IIUX T€OMETPIH.

OCHOBHI TOJIOXKEHHS €BKJIIZI0BOI TreoMeTpli 0a3yroThCsd Ha 3aCTOCYBaHHI

teopemu Ilidaropa, maTeMaTHIHE BUCIIOBIIOBAHHS SKOI 3aITUCYETHCS Y BUIIISAI [1]
2 2 2
ds® =dx“ +dy”, (1.1)

ne dS — MoBXKHMHA TIMOTEHY3H,
dx i dy — TOBXKUHH KaTETiB MPSIMOKYTHOTO TPUKYTHHKA.

Cdepuuna reomerpis:

ds® =dx* +cos® (y/R)dy? (1.2)

ne R — paziyc cdepu,
ds — moBKMHA TITOTEHY3H,
dx 1 dy — 1OBXKWHU KaTeTiB MPSIMOKYTHOTO TPUKYTHHKA.

I'eometpis JloGaueBchbKOrO:

ds? =dx* +ch’(y/R)dy’, (1.3)

ne ds — 1oBKKMHA TINOTEHY3H,

dx 1 dy — 1OBXKHHHM KaTETIB NPSIMOKYTHOTO TPUKYTHHKA,

R - paaiyc kpuBu3Hu moumHu JIobayeBChKOTO,

ch - rinepOoniuyHUN KOCUHYC.

OTxe, MOPIBHIOKUN MaTeMaTH4H1 POopMyJIIH, CTa€ 3p0O3yMLIO, IO OCHOBOKO ISl

HEEBKJIJIOBUX MOJIEJIeH reoMeTpii € po0oTa y MpocTopi, a HE Ha TUIOIIKHI.
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Cdepuuna reomeTpis — 1€ pPO3ILT TeOMETpii, y SKOMY BHBYAIOTHCS
reoMeTpuyHi Girypd Ha MOBEpXHi KyJji. BoHa BHHHMKIA II€ B JaBHUHY Yy 3B'S3KY
MOJKJIMBICTIO JIFOJIEH KOpUCTyBaTtHucs reorpadieto ta actpoHoMiero. Ha pucynky 1.1

300paKE€HO KJIACUYHUI TPUKYTHUK Y c(pepuyHUl TeoMeTpli.

Puc. 1.1. Chepuunuii TpUKyTHUK

Cnig BUAUIATA OCHOBHI TOHSTTS, IO BHUKOPUCTOBYIOTHCS Yy chepuyHiit
reomeTpii Ta reomeTpii JlobaueBchKOTO.
Cdepuuna reomerpis [6]:

1. Benuke kom0 — 1€ KOJoO, sike AUIMTH Kymo (cdhepy) Ha 1BI piBHI
MOJIOBUHU. [[eHTp BENMKOro Koja 3aBKIu 30IraeTbCcsl 3 LEHTPOM KYIIL.
JIist  Kpamoro po3yMiHHS PO3TJISTHEMO Ha TpHUKIaAl Tiodycy. Yci
MEpHIiaH! € BEIMKUMH KOJIAMH, aJie, SKIIO0 TUBUTHUCS 3 TTapaesei, Juiie
€KBaTOp € BEJIMKUM KOJIOM. Y CI 1HIII apajiesi — MaJleHbK1 KoJia.

2. Benuki xoia Ha TOBEpXHI KyJIi TPalOTh POJIb, OIIOHY /10 MPSAMHUX JIHIN Y
maHiMerpii. HalikopoTmmid misix MDK OyAb-SKUMH JBOMa TOYKaMHU
MIPOXOJIUThH Y3/IOBXK JIiHIT BEJIHMKOTO KOJIa.

3. Uepes Oyap-siKi 1Bl TOYKU HA MMOBEPXHI KYJIi, 32 BUHATKOM J[iaMETPaIbHO

IMPOTUJIC)KHHUX TOYOK, MOKHa IIPOBECTH OAHC BCIHMKEC KOJIO. qepe:;
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AlaMeTpaibHO MPOTHIICKHI TOYKM Ha KyJll MOXKHA MPOBECTU OYIb-sKY
KUIBKICTh BEJTUKUX KUJI.

4. Bynp-gKi Ba BEIIMKUX KOJa MEPETUHAIOTHCS IO MPSMI, 0 IPOXOINUTh
yepe3 LEHTp cdepu, a KoJia BEJIMKUX KUT TMEPEeTUHAIOTHCS B JIBOX
JlaMeTpaIbHO MPOTHIICKHUX TOUKAX.

['eomeTpist JloGaueBchKOTO:

AxciomMa JIo6aueBChKOT0 € TOUHUM 3arnepedyeHHsIM akciomu EBkitizia (SIK1Io BCi
1HII1 aKCIOMU BUKOHYIOTHCS).

VY Bumajky, KoJW KOJHA MpsAMa, IO JEKUTh 13 JIAHOIO MPSIMOI0 B OJHIN
IUIOIIMHI 1 HE TIEpETHHAE ii, HE MPOXOJUTH Yepe3 TOUKY, SIKa HE JIKUTh Ha JaHId
NpsIMii, BUKIIFOYAE€THCS B CHITY 1HIIMX aKCiOM (aKC10M a0COJIFOTHOI T€OMETPIi).

Taxk, Hanpukinan, cpepuuna reomeTpist 1 reoMmeTpisi PiMaHa, B kit Oyab-sKi Bl
npsiMi  TIEPETHHAIOTBCS, a OTKE, HE BUKOHYIOTBCS HI akKciomMa €BKJIII0BOi
napajienbHOCTI, Hi akcioma JIo0aueBChKOro, HECYMICHI 3 a0COJIFOTHOIO TEOMETPIETO.

OCHOBHUM TBEP/DKEHHSM IIi€T TEOMETPIi € 3anepeyeHHs akciomu EBkimiga mpo
napajieJibH1 IpsMI.

3amicTh HET BUKOPUCTOBYETHCS HACTYITHA aKCloMa:

UYepes TOuKy, sKa HE JICKUTh Ha JIaHId MPSAMINA, TPOXOIATh MPUHANMHI JB1

IpsIMi, SIKI JISXKATh 3 II€I0 MPSMOIO B OJIHIN TUIOIIUHI 1 HE TIEpETHHAIOTH 11 [4].

1.5.1 EBkJjigoBuii npocrip

EBxumiziB mpocTip y mepBICHOMY 3HAauY€HI — I1€ MPOCTIpP, BIACTHBOCTI SKOTO
OMKCYIOThCSI aKClOMaMH €BKJI0OBOI TreoMeTpii. Y I[bOMY BHUIAIKY NepeadadaeThes,
M0 MPOCTIP MA€ PO3MIPHICTH, PIBHY 3, TOOTO BiH TPUBUMIPHHA.

B 6inbmm 3araqbHOMY CEHC1, BIH MOKE MO3HAYaTH OJIUH 13 MOJIOHUX 1 TICHO
MOB’SI3aHUX 00’ €KTIB: CKIHYUEHHOBUMIPHUHN JIMCHUN BEKTOPHUI MPOCTIpP 13 BBEICHUM
Ha HBOTO JIOJATHUM MEBHUM CKAJSIPHUM IOOYTKOM; ab0 METpUYHHI MpOCTip, IIO0

BIJINIOBIJIA€ TAKOMY BEKTOPHOMY MIPOCTOPY. 3a BUX1/1HE Oyi€ B35TO NEpIlie BUBHAYCHHS

[7].
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N-BUMIpHUI €BKIIIJIIB IPOCTIp 3a3BUYail M03HAYaIOTh K E™. SIK1I10 3 KOHTEKCTY
SICHO, 10 MPOCTip 00J1aIHAHO MPUPOIHOIO EBKJIIII0BOIO CTPYKTYPOIO, TO1 O3HAYCHHS
TaK0X BUKOPUCTOBYETHCSI.

Konu moTpiOHO BU3HAYMUTHU €BKJIJOBUN MPOCTIP, HAUMPOCTIIIMM BapiaHTOM
Oyze B35TH 32 OCHOBY MOHSTTS KPAIKOBOTO JOOYTKY.

EBKiiiB  BEKTOpPHMIA MPOCTIP BU3HAYAETHCA AK CKIHYCHHOBUMIPHHIA
BEKTOPHHUI MPOCTIp HaJ MOJeM JiMCHUX YHuCell, Ha Mapax BEKTOPIB SKOrO 3agaHa
nificHa QYHKIIiS 3 TAKUMHU TPhOMa BJIacTUBOCTSIMHU [1]:

* OUTIAHICTD:

U1l OyJIb-SIKUX BEKTOPIB U, V, W1 Ta Jid OyAb-SKHX IIMCHUX Yucel «,b

CIIpaBEeIJIMB1 BITHOIIICHHS:
(au + bv,w) = a(u, w) + b(v,w)1 (u,av + bw) = a(u, v) + b(u,w) . (1.4)

* CUMETpIS:

JU1s1 Oy Ib-SIKUX BEKTOPIB U, U CIIpaBe/JIMBa PIBHICTH (u,v) = (v, u) .

* IO3UTHBHA BU3HAYEHICTh (u,u) >0

TUIs1 OYIb-SIKOTO U, TIPH ITbOMY (U, u) =0=u=0.

AdinHuii mOpocTip, WO BIAMNOBIIAE TaKOMY BEKTOPHOMY IPOCTOpY,

HA3MBAETHCS €BKJIOBUM aiHHUM MPOCTOPOM ab0 MPOCTO €BKIIOBHM MPOCTOPOM

[1].
[TpuknagoM €BKJIIIOBOIO MPOCTOPY € KoopauHatHuii mpocrtip R™, mro

CKIIAJAEThCS 3 YCIX MOMKIMBHUX HAOOPIB AINCHUX YuCeN (x_1,Xx 2...n), CKISPHUN

JOOYTOK Jie BU3HAYAETHCS 32 (HOPMYJIOO

(6 Y) =D X Y; =X Y + X Yp ot X, Y, (1.5)

i=1
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1.5.2 MeTpuka HeeBKJIi0OBOI reOMeTPil HA MJIOIUHI

Mopeni reometpii JloGadueBChKOrO MIATBEPAWIN 1i HECYNEPEWIMBICTh, a
TOYHIIIIE, TOKa3aJId, 1110 reoMeTpist JIobaueBChKOro Taka >k IMOCIII0BHA, K 1 TeOMeTpis
EBxumina.

Cam JloGaueBChKUI JaB OCHOBHU CBO€1 aHATITHYHOT T€OMETPIi, 1 TAKUM YUHOM
BiH (DAKTUYHO OKPECIUB TaKy MOJeb. BiH Takox 3ayBaxkuB, 1110 opicdepa B MpocTopi
JloGa4ueBCHKOTO 130METPIYHH €BKIIII0OBO1 IIOMKUHNA, TUM CaMUM (PaKTUYHO 3alPOTIOHYBAB
3BOPOTHY MOJIeNib. TUM HE MEHIII, caMa KOHIICTIlis MOJiesl OyJia yTOUHEeHa B poOoTax
benprpami ta iHmux [4].

[IpoekTBHAa MOJIeNIb € OCHOBHOIO METPUKOIO HEEBKIIIJIOBOI TreoMeTpii Ha
wionmHi. Brmepme wozens mmomuHu JlobaueBchkoro Oyma 3amporaHOBaHA
benbTpami.

[TmommHa — 11e BHYTPIIHS YaCTHUHA KOJIa, JIIHIS — 1€ XopJia Koja 0e3 KiHIIIB,
a TOYKa — TOYKa BCEPEAMHI Koa. Pyxom Ha3MBaeThCs OYy/Ib-IKEe IEPETBOPEHHS KOJIa
B cebe, 110 TEPETBOPIOE XOPAU B akopAu. BinmosigHo ¢irypu BcepenuHi Koia, siKi
MepeKIIaIaloThCs OJHA B 1HIITY B PE3yJIbTaTi TAKUX MEPETBOPEHb, HA3UBAIOTH PIBHUMU.

Toni BusBIsIETHCS, MO OyAb-SIKUNM TEOMETPUYHUHN (DaKT, OMHCAHHN TaKOIO
MOBOIO, SIBJIsIE COO0I0 TeopeMy abo akciomy reomeTpii JlobaueBchKOTO.

[HmmMMu cnoBamu, OyAb-sKe TBEPIXKEHHS Mpo reomeTpito JlobaueBChKOro Ha
TJIOIIMHI € HE 110 1HIIE, SIK TBEPIXKEHHS €BKJI1JIOBOI T€OMETPIi, III0 CTOCYEThCS (HIryp
BCEPE/IMHI KOJIa, JIUIIC IEPEeKa3aHnX y 3a3HaUCHUX TepMiHax [2].

Ha pucynky 1.2 300pakeHO M0 €BKIIIJIOBAa TapayielibHa akcioMa SBHO HE
BUKOHYETHCS, OCKUIBKH 4epe3 TOUKy P, sika He JeKHUTh Ha JaHIHd XOp/i &, MPOXOJAUTh

CTUIbKHU X XOpJ (IPsIMUX), SK1 11 HE IEPETUHAIOTh.
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Puc. 1.2. IIpoekTrBHA MOIEITH

1.6. 'eomeTpis JlobaueBCHKOI0O

JloGayeBChKUIT HA OCHOBI T€OMETPUYHUX MOHSATH 1 CBOET akCioMH OyyBaB
CBOIO T€OMETPII0 1 JOBOJAUB TEOPEMH I'€OMETPUUYHUM METOJIOM, MOJIIOHO 10 TOTO, SIK
11e pobuthes B reomerpii EBkiina.

Pi3nuns mixk reomerpieto JlobaueBchKoro 1 reomerpieto EBKITIIa MOYMHAETHCS
3 Teopli MapajeabHUX MPSMUX, SKa caMe W MOCTyXKHjla OCHOBOK. YCI TEOpeMH,
HEe3aJIC)KH1 BiJI TTapajeIbHOT aKCIOMH, € CIIUTBHUMH JIJI1 000X T€OMETPii.

BoHu yTBOpPIOIOTH Tak 3BaHy aOCOJIIOTHY T'€OMETPII0, A0 AKOi, HampHKIal,
HaJIeXXaTh O3HAKU PIBHOCTI TPUKYTHUKIB. Takl po3AUN K TPUTOHOMETPIsl Ta TOYATKH
aHaJITUYHOI Ta qudepeHIiaabHol reoMeTpii Oyiu moOy10BaHi, TOTPUMYIOUUCH CaMe
Teopii mapaneiei.

st mpuknany, HaBeAemo Aekiabka (akTiB reomerpii JlobaueBchkoro, fKi
BIIPI3HAIOTH ii BiJ reoMeTpii EBKkIIi1a 1 BcTaHOBJEHI caMuM JIoOaueBChKHiA.

UYepes Touky P, sika He nmexuTh Ha AaHii npsaMiil R, mpoxoauth HECKIHYEHHO
Oararo mpsMuX, SIKl HE MEPETUHAIOTH R 1 3HaXOMATHCS 3 HEIO B OJHIHM TUIOIINHI; cepel
HUX € JIBa KpalHIX X, Y, sIKI HA3UBaIOTh ACUMIITOTUYHO MapaieIbHUMH (1HOJII POCTO
napajgeabHIUMK) MPSAMUMHE R, a 1HIII Ha3WBAOTHCS yibTpanapajieabHuMu [6].

Konu touka P Bimmanserbest Bif npsMoi, KyT 0 MK neprneHauKyasipom PB Big

P 1o R 1 KOXHUM 3 aCUMITOTHUYHO MapajielbHUX (3BaHUX KYyTOM MapajeiabHOCTI)
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3MmeHmyetses 3 90° o 0° (y moaeni [lyankape Kyt B 3BUUaliHUI CEHC 301raroThCs 3
KyTamMu B ceHcl JloGadeBCchbKOro, 1 TOMy Ha IbOMY (akTi MOYKHA JUBUTHCS
0e3mocepesIHbO).

[Tapanens x 3 oaHoro Ooky (I y HPOTHIEKHOTO OOKY) acCHMNOTOTHYHO
HAOIMKAEThCA J0 @, a 3 1HIIOTO - HECKIHYCHHO BIAAASETHCS Bil HHOTO (Y MOJEISIX
BiJICTaHI BOKKO BU3HAYUTH, a TOMY IIeH GakT Oe3MocepeTHbO HE BUTHO).

Jlns  TOYKM, PpO3TAIIOBAHOI BIJA JaHOi Mpsmoi Ha Biactani PB = a,

Jlob6aueBchkuit gaB popMyy s nmapaienbHoro kyta P (a):

a

O =II(a) = 2arctge_a , (1.6)

1€ q — JiesKa KOHCTAHTa, MOB'A3aHa 3 KpUBU3HOMO MpocTopy JlobaueBchbKOro
[4].

Bin Moke ciayXuTH aOCOTIOTHOI OAWHMIICIO TOBXHHU TaK camo, SIK Y
chepuuHiil reoMeTpii 0cOOIMBE MOJOKEHHS 3aiiMae pajilyc KyJi.

Sxmo npsiMi MarOTh CHUIBHUNA TNEPHNEHIUKYISAP, TOAI BOHU BBAXalOThCA
yJbTparnapaieIbHUMH, TOOTO HECKIHYEHHO PO3XOISAThCs B1I HHOTO B 00m1Ba 60ku. [lo
OyJIb-SIKOTO 3 HUX MOJKHA BIJHOBUTH NEPHEHIUKYJSAPHU, SKI HE JOXOIATH JO IHIIOI
IIPSAMO].

VY reometpii JIobaueBchbkOrOo HEeMae MOAIOHUX, aje HEPIBHUX TPUKYTHHUKIB;
TPUKYTHUKHU P1BHI, AKIIO iXHI KyTH PiBHI.

Cyma KyTiB OyAb-SIKOTO TPUKYTHHKAa MEHIIA 7 1 MOXK€ OyTH SIK 3aBrOJHO
Onu3bKo10 10 HyJs. PisHuis mix 180 © 1 cymoro kyTiB TpukyTHuKa ABC B reomerpii
JloGa4eBCHKOTO TOAATHA Ta HA3UBAETHCS Ie(PEKTOM TpUKyTHHKA. Lle MokHa mobauuTH

6e3nocepenubo B moneni [lyankape. Pizauis
o=r—(a+p+y), (1.7)

ae a, [, Y — KyTH TPUKYTHHKA, POMOPIIiifHA HOTO IIIOIIKHI:
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S=09°-7. (1.8)

Bu moxere moGauntu 3 dopmyau (2.1), mo icHye MakCHMallbHA ILIOIIA
TPUKYTHHKA, a 1I¢ CKIHUEHHE YHCII0: TG 2.

PiBHOBiAMaNIEHOTO JTiHIEI0, a00 TIMEPIUKIOM, Ha3UBAETHCS PiBHA BIACTaHb Bif
IPSIMOI, 1110 € HE PSIMOI0, @ 0COOTMBOIO KPUBOIO.

['paHnyHUM KOJIOM, a00 XOPOIMKJIOM, HAa3MBAETHCS MEXa KT HECKIHYCHHO
3pOCTaYOro pajiiycy, o € He MPSMOIO JIIHIE, a 0c00JIMBa KPUBA.

Mexero cep HECKIHUEHHO 3pOCTadoro pajalycy € He IJIONIMHA, a 0CO0InBa
MOBEPXHS - TpaHU4Ha cepa, abo opocdepa.

[IpumiTHO, 110 HA HROMY Ma€ Micile eBKJIigoBa reomerpis. Lle mocmyxuino

OCHOBOIO JIJIs1 BUBEJIEHHS JI00aueBChbKOTO (hOpMyJIT TPUTOHOMETPII.
1.6.1 MopaeJi reometpii Jlo6aueBcbKOr0

[cHye nexiibka OCHOBHUX Mojeneit reomeTpii JIobaueBChKOro:
1. Kondopmo-eBkiiioBa Mojienb, a00 moaenb [TyHkape.
2. Mopenb Ha Tinep0OoI0i/Ii.
3. TloBepxHs MOCTIITHOT HETATUBHOT KPUBU3HHU.

1. Kondopmo-eBkiiioBa Mojieb, a00 moaenb [TyHkape.

Ha pucynky 1.3 300paxeno, mo 3a momuny Jlo6aueBchbkoro OepeThes
BHYTPIIIHS YaCTHHA KOJIA, AYTH KiJl, HEePIeHINKYISPHI 10 KoJa I[boro Koja. Moro
JiaMeTPH BBAKAIOTHCS NMPSIMUMU, a TIEPETBOPCHHS BBAXKAIOTHCS pyXaMH, OTPUMaHi 3a
JI0TIOMOTY KOMO1HaL1{ 3BOPOTIB BIIHOCHO K1JI, TyTH SIKUX CITy>KaTh SIK MPsSIMI.

Mogens Ilyankape uygoBa THUM, IO KyTH 300pakeH1 B Hil, BBa)KalOThCS

3BUYaHUMH KyTaMH.
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Puc. 1.3. Kondopma-eBkiijoBa MoIeIh

2. Mopenb Ha rinep0o10ii

VY npocropi mianucy (+, +, -) pO3TIIIHEMO JABOJMCTOBUH T1epO0II0i

XF+y —tP=-1, (1.9)

Bubepemo BepxHio ckianoBy t > (. 3ayBaXMMo, IO IS KOMIIOHEHTa €
IPOCTOPOBOIO. 30KpeMa, KBaapaTtudyHa ¢opmya (1.8) Bu3Hauae Ha HIlt METPUKY; TIPH
1 METPHUIIl BEpXHI KOMIIOHEHT € MOJIeJUTIO I1onuHu JlobaueBchKoro.

[Tpsimi (1HaKIIIE KaXKy4dH, T€0I€3UYHI) B Iil MOJIEI1 € Iepepizamu rinepoosoina
TJIOMIMHAMMU, ITI0 TTPOXOJISTH Yepe3 MOYaTOK KOOPAWHAT.

[TepcniekTrBHA MPOEKIIisi HA TOPU3OHTAIBHY IUIOMIMHY 3 IEHTPOM y MOYaTKy
KOOPJIMHAT MEPETBOPIOE ITI0 MOJIENh Y MMPOSKTUBHY MOIENb. [lepcrieKTUBHA MPOEKITis
Ha TOpU30HTAIBHY IUlomKMHY 3 meHTpoMm (0,0, -1) mepeTBoproe 1O MOJEIL Ha
KOH(POPMHY €BKIIII0BY [4].

3. TloBepxHs MOCTIITHOT HETATUBHOT KPUBU3HU

[Hi1e ananituyHe BU3HaAYeHHs reoMeTpii JIoOaueBChbKOro moJyifrae B ToMy, 1110
reomeTpis JI006aueBCHKOTO BU3HAYAETHCA SK TEOMETPiS PIMAHOBOTO MPOCTOPY

MOCTIMHOI HETaTUBHO1 KpuBU3HU. 1le Bu3HaYeHHs dakTh4HO Oyio maHo me B 1854 p.
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PimManoMm 1 BKJIIO9asio Mojienb reoMeTpii JIo6aueBChKOro ik reOMeTpito Ha MOBEPXHSIX
nocTiiHOi KpuBu3HM. [Ipote Piman mnpsiMo He NOB’sA3yBaB CBOi KOHCTPYKIi 3
reomeTpiero JloGadeBChKOTO, @ WOTO JIOMOBIAhL, B SIKiM BiH iX MOBIIOMJISB, HE Oyia

3po3ymijia i Oya omyOIiKoBaHa JIIIe icis Horo cMepti [5].

1.7. OcHOBM Opi€HTYBaHHS B POCTOPI /Il BIPTYaJbHOI0 MPOCTOPY

JInsi opieHTyBaHHS B MPOCTOPI MO30K JIOJIMHHU CTBOPIOE MPOECKIIIIO Yy BHUII
reKCaroHaJIbHOI PELIITKY.

VY 1971 poui O'Kidy Bmamocst 3poOUTH TEpIIMA 1 HAWBAKIUBIMIUNA KPOK Y
LbOMY JIOCJIIJKEHHI, 3a sike Tenep BiH OyB yaoctoennid HobeniBebkoi npemii. Buennii
eKCIIEPUMEHTYBAB 3 IIlypaMH 1 BUSIBUB, IO MEBHI KIITHHU B MO3KY TBapHUH 3aBXKIU
aKTUBHI, KOJIM TBAPUHU 3HAXOIATHCS OE3MOCEPEIHBO B TIEBHOMY MICIIi.

{1 «mpocTOpOBl KIITHHW» PO3TAalIOBaHI B TiMOKamii, TOOTO 3 TOYKH 30py
€BOJTIOIIIT - Ty’Ke CTapiii 001aCcTi MO3KY, B sIK1i 3JIMBAETHCS BCs 1H(OpMAITis BiJ] OpraHiB
yyTTs. [loTiM BOHa CHpsIMOBY€TBCSI Jajli B KOPY TOJIOBHOTO MO3Ky. IIpoctoposi
KIITUHA HE KOHTPOJIOIOTHCS OE€3MOCepeIHhO 30BHINIHIMU CEHCOPHUMH BILIMBAMH,
BOHU ICHYIOTH SIK CAMOCTIHI1, YTBOPIOIOTh «BHYTPIIIIHIO KapTy».

Sk nroavHA OPIEHTYETHCA B MPOCTOPI - CHOrafu MpO Miclie NepedyBaHHS
30epiraroThCs 3aBASKA CrieU(iUHIN AaKTUBHOCTI B IIUX KJIITHHAX TIMOKAMITY.

Meii-bpitt 1 EnBapn Mo3sep mnpenctaBunu  pe3yiabTaTH  JOCIIIKEHHS
HaBiramiHoi cuctemMu Mo3ky. OOuIBa BUEHI, 5IKi, IO PeYi, € M'ITUMHU TOJIPYKIKIMH,
aki oTpuMmani HoOemBChKy mpemMiro, BUBUAIM Ha MIypax, SK MOBOJSATHCS HEPBOBI
MOBIJJOMJICHHS B TIIOKaMIIi, KOJIM TBapUHA PyXa€eThCsl. BOHU BUSBUIIM HECTIO/IIBAHE: Y
CyCiIHIN 00JacTi MO3KY, TaK 3BaHId €HTOPUHAJIBHIN KOpi, KIITUHH aKTUBYIOTHCS Y
BUIJISIII T€KCAarOHAJIBLHOI CITKH.

Kosxen HeiipoH ciTku (a00 HEMpPOHM CITKH) AiSIB CHEUM(PIYHO, KOJIU IIypH
NOTPAIUISIIU B MEBHI Miclsl. Taki HEMPOHHI MEpPeXki € CUCTEMOIO KOOPAUHAT B TOJIOBI.

Pa3oMm 3 pemroro KiIiTHH eHTOPUHAIBHOI KOPH, K1 peECTPYIOTh MOJ0KEHHS TOJIOBH Ta
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PO3MIIIEHHS CTIHOK y MPOCTOPi, MPOCTOPOBI KIITUHU OKCU(a yTBOPIOIOTH MIA0JIOH,
KU POOUTH MOKIJIMBUM peajibHy OPIEHTAIlIIO B IIPOCTOPI.

Krnacuuni 6araToBUMipHI irpoBi JI0AATKH BUKOPHCTOBYIOTH 00pa3u 00’ €KTiB
3BUYHHUI JJIA JIIOJWHH, J0Ma, KIMHATH. BcCl 11 mpoekinii Bxke ICHYIOTh y mam’sTi
KOpHCTyBaya, Ta HE CKJAJa€ CKJIATHOIIIB JUIsl opieHTyBaHHs. Ha mpuknan, irpoBuii
NEPCOHAX 3HAXOAUTHCS Y BIAKPUTIA MICLIEBOCTI, KOpUCTyBau O0auyuTh mepesn co0oro

cTapuHHI pyinu Ta cxoauuku (Puc. 1.4).

@ diplomaMag (64-bit Dev PCD3ID_SMS) - o x

Puc. 1.4. Ilpuknan opieHTYBaHHS Y BIpTyaIbHOMY MTPOCTOPI

3aBAsKy 11aM’SIT1 IPOEKIIIT KOPUCTYBAU PO3YMIE, 1110 Il CXOU MTPUBEIYTh HOTO
Bropy, J€ BiH 3MOK€ TIPOaHaji3yBaTl MICIEBICTh. TakuM 4nHOM iH(OpMAIliS Ky MU
3armam’siITOBYEMO y peajibHOMY MPOCTOPI MOKHA BUKOPUCTOBYBATH Y BIpTyalbHOMY U

HaBrnaku (Puc. 1.5).
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@ diplomaMag (64-bit Deve ent PCD3D_SMS) | = %

Puc. 1.5. Ilpuknaa BukopucTanHs iHGoOpMallii peaibHOro MPOCTOPY y BIPTyaTbHOMY

TakuM 4YMHOM OpIEHTYBAaHHS Yy BIPTYyaJIbHOMY TMpOCTOpi 0a3yeTbcs Ha
OpI€HTYBaHHI y peanbHOMY XHTTi. Best indopmaris mo Oyna 3100yTa y )KUTTI CyMicHa

3 BIpTyaJlbHUM IPOCTOPOM.

1.7.1 Buxopucranus mncepaocgepu sl YCKJIAJHEHHS  CIPUIAHATTA

BIpTYaJibHOT0 POCTOPY

ITceBnocdepa e oana 3 Mmojeneit reometpii JlIobaueBChKOrO.

ITamiiceknit marematuk Eymxenio benastpami B 1868 porui momiTus, 1o
reoMeTpis Ha IIMaTKy IUIOmMMHN JI0GaueBChbKOro 30IraeThCcsi 3 TEOMETPIEI Ha
MOBEPXHIX MOCTIHHOT HETaTMBHOI KPUBU3HM, HAMMPOCTIIIMM MPUKIAAOM SKOI €
nceBaochepa. Ko ToOUky 1 IpsAMi Ha KIHIEBOMY BiJpi3Ky muiomuHu JIobaueBChbKOro
MOB’s13aH1 3 TOYKAaMU 1 HAMKOPOTIIUMHU JiHISAMH (T€0Je3UYHUMU) Ha TiceBaocdepi, a
pyx y miomnuHi JloGaueBchbKOro MopiBHATH 3 pyXoM (irypu B3IOBXK IceBrochepu 3
BUTUHOM, TOOTO AedopmMaiiii, 1o 30epirae JOBKUHY, TO Oyib-sKa TeopemMa reomMeTpii
JlobaueBcbkoro Oyje BIANMOBIIATH TOMY, IO Ha TiceBaocdepi. Y 1poMy BUNAIKY
JOBXKUHU, KYTH, IUIONIl PO3YyMIIOTH Y CEHCl iX MNPUPOAHOTO BHUMIPIOBAHHS Ha

nicepaocdepi.
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OpHak TyT Aa€Tbcs JIMIIE JIOKAJbHA IHTEpPOpETallis TeoMeTpii, TOOTO Ha
oOMexeHIH TIIsHIN, a He Ha Bcii muiomuHi JlobadyeBchkoro. IlomibHy Momens mae
noBepxHs JliHi - 1€ 130MEeTpUYHE 3aHypeHHS o6sacTi momuHu JloGaueBCchbKOro,

obmesxeHoi roporukiiom (Puc. 1.6).

Puc. 1.6. IlceBnocdepa reometpii JlobaueBchbKOTO

1.8. 3acTocyBaHHsI HeeBKJIi/I0OBOI reoMeTpii y BipTyaJibHOMY NpocTopi

HeeBKITijoBa TEOMETpisi 3aCTOCOBYEThCSI y 0araTboX irpoBHX JOJATKaX. Ii
3aCTOCYBAHHS YacCTIIl 3a BCE 3YMOBJIIEHO YHMMOCh HOBUM Ta HE 3BUYHHUM MJIs
KOpHCTYyBaya.

Inei HemMOXIHMBOi apXiTEKTypH, CIIOTBOPEHOTO MPOCTOPY Ta HETUIIOBOI
HaBiramii — 4yZoBi 171€i Uit irop-rojoBojoMok. Lle >kaHp, y sKoMy HeeBKJiJOBa

reoMeTpis Mmokaszaja cede y BCii Kpaci.
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OpHi€ro 3 HAMBITOMIIIIX HEMOKIIMBUX KOCMIYHUX irop Oyna Antichamber. e
bimocodcbka Tpa-roJioOBOJIOMKa BiJl MEpIIoi ocoOMU, B sKIA TpaBelb IMOCTIIOBHO
pO3Tajye TroJI0BOJIOMKH i TPOOUPAETRCS JI0 KiHIeBoi Jiokartii (Puc. 1.7).

3HalOMCTBO 3 HEEBKJIIJIOBUM IPOCTOPOM BiTOYBa€THCS HA CAMOMY TOYATKY
rpu. Hemae ponukis, siki 6 IOSICHIOBAIIH, IO BiIOYBA€THCS, TOMY I'PABIIEBI JOBEICTHCS
po3i0paTHcs B bOMY CaMOCTIHHO.

OpHiero 3 nepHux NepemKoy] y Ipi € ABl ApaObUHM - OJHA BEJE Bropy, a 1HIla
BHM3. SIKkuii Ou NUISIX HE BUOpaB IpaBellh, BiIH HEMHUHYYE TEIICTIOPTYETHCS B KOPHUIOP,
KWW TIPUBIB Horo 0 po3Buiku. 1106 BuiiTH 3 111€1 TPOCTOPOBOI METI, BiH TOBUHEH
PO3BEPHYTHCS 1 MITH B IPOTUICKHOMY HanpsiMKy. TuIbku ToJ1 Homy Oyie BIAKPUTHIA

IUIAX HA HACTYIHHUI P1BEHb.

o b

Puc. 1.7. Kanp i3 Antichamber

Takox siCKpaBUM MpPEJACTABHUKOM BHUKOPUCTAaHHS HEEBKIIJOBOI T€OMETpIi €
Manifold Garden(Puc. 1.8).
Tropeur Manifold Garden Binesm Yup BupimmB mité fgaigi 1 3poOuUTH

HEMOXKJIUBI TPOCTOPU AJIPOM irpoBoro mpouecy. lle mae rpaBueBi MOMXIUBICTH
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MaHIIyJTIOBaTH CWJIOK0 TSDKIHHS Ta JOCHIIKYBAaTH AapXiTEKTypHI CIOPYIH, IO

HaraayroTh Jitorpadii Emepa.

P S

S\ 7 N

Puc. 1.8. Kampu 3 Manifold Garden

Jlocuth HOBUM OadeHHSIM HEEBKIIJIOBOI TeoMeTpii, a came TeoMeTpii
JloGaueBchkoro € - HyperRouge.

CBIiT rpu siBiIsie cOO0I0 KapTy, MOAUIEHY Ha MOJIITOHaNbHI ceKTopu. bimkye 1o
LEHTPY BOHU 3aiiMaroTh HOpMaJIbHE MOJIOKEHHS, alie, HAOIMKAI0UUCh 10 KpaiB KapTH,
BOHHM TOYMHAIOTh CTUCKATUCS B HECKIHYCHHICTh. Y SIKOMY O HampsIMKy TpaBellb He
pyxaBcs, BIH OyJie CIOCTEpiratu, SIK MPOCTIP PO3TOPTAETHCA MiJ WOro HOraMu 1
3ropTaeThes 3a HUM. [lo CyTi, BiH HECKIHUEHHUH, ajne B TOHW ke yac 0e3 mpobiem

BIIMCYETHCS B HEBEIUKY Kpyriy kapty (Puc. 1.9).
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Puc. 1.9. Kanp i3 rpu HyperRouge

IrpoBuii mpouec HyperRouge Haranye maxu - TIIBKH irpoBe 1oJie HabaraTo
ckinagHime. Boporum pyxamThCs 3a mependadyBaHOIO CXEMOK 1 HamararoThCs
MIOCTaBUTH BaM MaT, a BU IPOAYMYETE CBOT XOAM, 100 HE OyTH 3arHAaHUMHU B KYT.

HyperRouge noyascs sik HeBEAMKNN TEXHIYHUN €KCIEPUMEHT 3 HEEBKII1I0BOIO
TEOMETPI€I0, ajie 3 YaCOM BUPIC y TIOBHOIIIHHHUM POTANIUK, SIKUA OTpHMaB 3aXOTUICHI
BIJITCYKH BiJ] OUIBIIOCTI JIFOJIEH, SIKI HABAXKYIOThCS I'paTh B Horo. Ha nanuii MOMEHT 1ie
YU HE €IMHUM TIPOCKT, AKUU JI03BOJISIE HA MPAKTHUIIl 3pO3YMITH JIOT1KY HEEBKJIIJIOBOTO

IPOCTOPY.
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1.8.1 Ilpoekmuii y HeeBKJIi10Biii reomMeTpii Aj1sl BipTyaJIbHOT0 MPOCTOPY

3a OCHOBY MPOEKIi y BIpTyadbHOMY IPOCTOPi BIIIMOBIJAIOTh TaK Ha3BaH1
nopTay.

[Topran B HayKkoBii (harTacTHIl 1 (heHTEe31 - 1Ie TEXHOJOTIUHUN a00 MariuHun
OTBIip, IO 3'€IHYE 1B BIJAAICHUX MICIS PO3TallyBaHHS, PO3AUICHUX MPOCTOPOM i
4acoM.

[Topran moxe 3'eqHyBaTH Micls B Tii e BceecBity (aHajior Tenenopraiiii); B
napajeibHOMy CBITI (MDKIPOCTOPOBHM MOpTai); B MUHYJIOMY a00 MalOyTHHOMY
(TUM4YacoBoi opTai); abo 1HIII aCTIeKTH ICHYBaHHS, TakKl K paid, IeKJIo 1 T. 1.

Onuc mnopraniB B (DaHTACTUIIl CXOXKE€ Ha KOCMOJOTIYHY KOHIICTIIIO
YepBOTOYMHU, 1 HAWYaCTIIIe MNPUHIUIMA POOOTH TOPTAIIB B TBOPI MOSICHIOETHCS
HAsIBHICTIO «KPOTSYUX HIPY.

IcTopis peasbHOI, @ HE BUTaaHoi Tenenopraiii noyanacs B 1993 poui, konu
amepukaHcbkuil p13uk Yapib3 beHHETT MaTeMaTuyHO - 3a TOTIOMOTOI0 (POPMYJT - TIOBIB
TEOPETUYHY MOXJIMBICTh MUTTEBUX KBAHTOBUX TIEPEMIIIICHb.

3BUYaiiHO, 11€ OyJau CyTO TEOPETHUYHI BUKIIAJIKH: a0OCTPAKTHI PIBHSIHHS, 10 HE
MaloTh HISIKOTO MPAKTHYHOTO 3acTocyBaHHA. OHAK TOYHO TaK k€ - MaTeMaTHYHUM
HUIAXOM - BXe OyiM BIJKPUTI, HApHUKIaA, YOPHI JIpH, rpaBITallifHI XBHJII 1 1HIII
SIBUIIA, TIIATBEPAUTH ICHYBaHHS KX €KCIIEPUMEHTAIBHO BAAIOCS Habararo Imi3Hile.

Tax o po3paxynku beHHeTTa cTanu crpaBXHBOIO CeHcarliero. BueHi mouanu
aKTUBHO BECTH JOCTI/HDKCHHS B I[bOMY HANpPSMKY - 1 MEPIINH YCIIIIHUNA TOCBIiJ
KBaHTOBOI TEJIETIOPTAIlil BAAIOCS MPOBECTH BXKE Uepe3 KiIbKa POKIB.

TyT noTpiOHO MIAKPECIUTH, IO MOBA He caMe PO KBAHTOBOI TeJeNopTallii,
a 11e He 30BCIM T€ K came, 1110 MU 3BUKJIM 0aunTh y paHTacTUUYHUX (iTbMax. 3 OJHOTO
MICIIS B 1HIIIE TIEPEAAEThCS HE CaM MaTepialibHUM 00'ekT (Hampukiaa, GoroH abo aTrom
- aJK€ BCE CKJIQJAEThCS 3 aTOMIB), a iH(opmallist Ipo Moro KBaHTOBOMY cTaHi. OHaK
B TEOpil IILOTO JOCTAaTHHO, 100 "BIAHOBUTH" BUXIIHUNA OO0'€KT B HOBOMY MIiCIIi,
OTPUMABIIM HOr0 TOYHY KOIMIK. BUIbII TOro, Taki MOCHIAM BXE TEX YCIIIIHO

IIPOBOJIATHCS B 1a00OPATOPISX - ajie Mpo 1€ TPOXHU HIKYE.
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VY 3BHUHOMY HaM CBITI L0 TEXHOJIOT1}0 HAUMIPOCTIIIE MOPIBHITH 3 KCEPOKCOM
a00 (dakcoMm: BU TMOCHJIAETE HE caMme JOKYMEHT, a 1Hdopmalliio Mmpo HBOTO B
CJICKTPOHHOMY BUIVISIZI - ajieé B PE3yJbTaTl y Ofep:KyBauya BUSBISIETbCA HOTO TOYHA
KOTIis1. 3 TIEFO CYTTEBOIO PI3HHUIICIO, IO Y BUMIAJIKY 3 TEJCMOPTAIlIEI0 caM BIJCHUIIAE€ThCS
MaTepiaIbHAN 00'€EKT pyHHY€ETHCS, TOOTO 3HUKAE - 1 3aJTUIITAETHCS JIUIIE KOTIisl.

[TpakTiuHi AOCHiAM MO Tenenopraiii moyaigucs Onu3bko 10 pokiB TOMy Ha
Kanapcekux ocTpoBax TMiJi KEpIiBHHUIITBOM aBCTpilichbkoro (izuka, mpodecopa
Binencbkoro yHiBepcuteTy AHToHa Llaitminrep.

VY naGoparopii Ha octpoBi [laimbma BuY€HI CTBOPIOIOTH Tapy 3aIllTyTaHHUX
¢dotoHiB (A 1 B), a moTiM 01MH 3 HUX 3a JIOMTOMOTOIO JIA3€PHOTO MPOMEHS BIIMPABIISIOTH
B 1HIIY JJAOOpaTOPito, pO3TalIOBaHy Ha CyciqHbOMY OCTpoBi Tenepide, B 144 km. Ilpu
IbOMY OOM/JIB1 YACTKU 3HAXOAATHCS B CTaH1 CyNepHo3uIlii - TOOTO MU 11Ie HE "BIJKPUIH
KOTAYY KOPOOKy".

[lotim 1m0 copaBu miakmo4daroTs TpeTi ¢potoH (C) - TOH, MO MNOTPIOHO
MePEMIIYBaTH - 1 3MYIIYIOTh HOTO BCTYIHUTH Y B3a€EMOJIIO 3 OJIHIEIO 3 3aILUTyTaHUX
yacTtok. [lotiM i3uku BuMiproroTh napamerpu uiei B3aemonii (A + C) 1 nepenarThb
OoTpUMaHe 3HaueHH4 B Jaboparopito Ha Tenepide, e 3HAXOAUTHCS APYTUIA 3aTUTy TAHUN
doton (B).

Hesposymina 3B's130k Mk A 1 B 103BosisATh nepeTBOpUTH B B TOUHY KOMitO
gacTku C (A + C-B) - sk HIOM BOHa MUTTEBO MEPEMICTHIIACA 3 OJHOTO OCTPOBA Ha
1HIIUH, HE TIepeTUHAUU OkeaH. ToOTo mepemilryBaTHUCH.

Awnton llaitmiarep kepye poboTaMu 3 MPAKTUYHOT TeJIETOpTAaIlii

"Mu sk Ou BUTATaEMO Ty 1HGOpMAIIiIO, SIKy HECE OpUTIHAN - 1 CTBOPIOEMO
HOBUM OpUTIHAJ B IHILIOMY Micui", - mosicHioe L{aiiinrep, sskuii TeenopoBaHui TaAKUM
YUHOM BXKE€ TUCSY1 1 TUCSIY1 €JIEMEHTApHUX YACTUHOK.

MoxIuBO 1€ O3Hayae, 10 B MaHOyTHROMY BYEHI1 3MOXYTh TaKUM YHHOM
TEJIENOpPTYBAaTU OyAb-sKI MPEIMETH 1 HaBITh JIIOAEH - a/)Ke MU TEX CKIAZAEMOCS 3
TaKHX YaCTUHOK.

VY Teopii e ayxxe HaBiTh MOXJIMBO. [IOTpiOHO JHIlIE CTBOPUTH JIOCTATHIO

KUTBKICTh 3alTyTaHUX TMap 1 PO3HECTH iX Yy Pi3HI MICI, MOMICTHBIIA B
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""TeenopTalioHHUX KaoiHu" - ckaxkimo, B JIoHmoH1 1 B Mocksi. Bu 3axoqute B TpeTio
KaOiHY, 10 MPAIIO€ IK CKaHEP: KOMI'IOTEp aHaTi3ye KBAHTOBUM CTaH BallluX YaCTHHOK,
MOPIBHIOIOUM iX 13 3aIUTyTaHUMH, 1 TTOCHIIAE 110 1HOpMAIIIO B 1HIIE MICTO. A TaM
B1J10yBa€ThCS 3BOPOTHHI MPOIIEC - 1 3 3aIUTYyTAaHUX YaCTOK B1ITBOPIOETHCS Ballla TOYHA
KOTTiSI.

VY peanbHOMY KHUTTI TEJICMOPTAIlisl Mailke MOXKITUBA, a Y BIpTyaJIbHOMY JIOCUTh
peanbHa.

Jl1st Toro 00 peanizyBaTH TEJIEHOPTAaIliio JOCUTH MMPOCTO TIEPEHECTH ITPOBOTO
MEePCOHaXKa y HOB1 KOOpJAMWHATH. TakuM YMHOM y MOMEHT BXONy y (pi3zuuHy o0siacThb
TEJICTIOPTY ITPOBOMY TMEPCOHAXKY 3aJIal0ThCsl KOOpPAUHATH (DI3UYHOI 00acTi APYTroro
TEJICTIOPTY, 11O 1 JoToMarae 3poouTH eeKT TeaemopTaIllii.

€ nexinbka croco6iB peanizyBaru nopraiu y Unreal Engine.

[Tepmmmii crioci6 OCHOBaHMM Ha 3MiHI MIEHAEPIB, 3aBISIKH YOMY MOXKHA TOCSATTH
edeKTy MmopTalTy JIUIIE Bi3yalbHO. 3MIHUBIIH IICHIepa OCBITICHOCTI Ta TIHEH MOXHA

nocsrtu Takoro edpekrty(Puc. 1.10, Puc. 1.11).

Puc. 1.10. Ilepmmnii crioci6 peanizaiiii mopraiy crepeny
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Puc. 1.11. ITepmmii croci6 peanizaiii mopramry 300Ky

Texniuno 3MiHrO€ThCS Jmme ocBiTiaeHHs (Puc. 1.12). Ileit cmoci6 mocuth
MPOCTUM, 3aBJIIKM HbOMY MOXXHA 3POOMTH HECKIHYEHHI KOPUIOPU Ta HECKIHYCHY
KiMHaTY. JIJIS 1IBOTO JOCHTH MPOCTO TEJICTOPTYBATH IrPOBOTO TMEPCOHAXKA Y HOBY
KOOpJIMHATY, 30epirarouu MOBOPOT Ta BUCOTY MepcoHaxy. s 1iporo crocoly Tpeda
TEJETIOPTYBATH NIEPCOHAKA TAKMM YNHOM, 1100 KOPUCTYBay OaunB TEXK came 110 OaunB
nepea TeNemopTaIli€ro, s TOro mod He OyJio MOMITHO T€ IO BiH 3MIiHHB CBOE
noJsioxkeHHs. J{Jist Toro mo6 pocartu edekTy HeCKIHIYEHHOTO KOPUI0py, Tpeda mpocTo
3MIHUTH OCBITJICHHS Tak 00 BHXiJ 3 KOpUAOpPY OyB Ha OJHOMY M TOMY K CaMOMY
MICIII BITHOCHO KaMepH KOPHUCTyBaua, Ta 3MEHIIUTH IBUAKICTh IFPOBOTO MEPCOHAKY
Ha CTUTBKH, 100 OyB €eKT TOrOo, 10 MePCOHAXK MEPECYBAETHCS 3 OJIHIEIO I TOM CaMOIO

MIBUIKICTIO.
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Puc. 1.12. Tlpukian 3MiHHU OCBITJEHHS MO BEPCTBaM

[Ipobnema Takoro miIXony € y TOMY, 110 TPH PI3HUX PIBHSIX BUCOTH BXOIY Ta
BUXOJ/1y MO€ OyTH HEMPUPOIHUM IOJOKEHHSAM ITPOBOTO MEPCOHAXKA.

Takox mnpu 3MiHI OCBITJIICHHA(IUHAMIYHUN TIepexiq JHS 1 HoYl) Tpebda
IPOBOANUTHU JOAATKOBI MEPEPaxyHKH IOTO CAMOTO OCBITJIICHHSI, 110 MOYKE HAIIKOAUTH
OITHUMI3AlIl].

bepyuu o yBaru yci mi aciekTu Oya0 MpUWHATE PIIICHHS 3MIHATH TT1IX17] 1151
nocsaranHs edekty Ttenenoprarii. 1o 3Ha4YHO cHpocTUIIO PO3pOOKY, ajie aajo
JOJJATKOBY HABAaHTAXXCHHS Ha €JIEMEHTH Bi0OpaxkeHHs. boprounch 3 mpolnemoro
ormrtumiszanii Oyl0 NPUHHATO PIMICHHS HE BIAOOpakaTw MOPTANIHM IO TUX MIp, SK
KOpUCTYBau (PI3UYHO HE 3MOXKE iX 0aYUTH, IO TPOXHU JOMOMOINIO ONTHUMIZYBaTH IO

npobiemy.
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1.8.2 Oco0mMBOCTi CHPUITHATTS NPOEKILii y BipTyajJbHOMY NPOCTOPI

SIx Oyna 3a3HaYeHO paHillle OCHOBOIO JUIsl MPOEKIi y BIpTyalbHOMY MPOCTOPI
€ TOpTaJIN.

Oco0aMBICTh IOPTANIB y TOMY, IO Yepe3 HUX MOXKHA HE TIJIbKU MepeMilaTu
00’€KTH, a i crocTepiraTu 3a TUM, IO BiOYBa€ThbCs MO TOM Oik mopTany. CTBOpUTH
Takui Bi3yalibHUM e(PeKT He Tak rmpocTo. [lepiie, mo noTpiOHO 3poOUTH, 11€ TOCTABUTH

KaMepH Ha KOKHY 3 HUX 1 TpaHCITIOBATH 300paskeHHsI 3 KaMepH Ha npyruii moptan (Puc.

1.13).

Puc. 1.13. V cuHiif nopTajl TpaHCIIOETHCS 300pa)KEHHS 3 KAMEPH B IOMapaHuY€BOMY

MopTaJli Ta HaBMAKH

st epexTHOTO BimOoOpaskeHHS Tpeba 3MIHIOBATH 300pa)KEHHS 3aJIeKHO BiJl
KyTa, Tij SIKUM TpaBelb JUBUTHCA Ha mopTtai. Halmpocrimmuii crnocid 3podutu 1e —
3MIHUTH KyT KamMepu Ha MPOTHIIEKHOMY MOpTaji, H00 BiH BIANOBIAAB KYTY 30Dy

rpasiia (Puc. 1.14).
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Puc. 1.14. Tlpu 3miH1 pakypcy 300pak€HHs B MIOPTaJIi TAKOK MA€ 3MIHUTUCS

TyT MOXHa 3yCTpITH OCHOBHY HpOOJIEMY Takoro MHiAXOAY, 300pa)K€HHSA Yy
MopTaJi HE BIANOBIZAE IMCHOCTI Yepe3 PI3HICTh IMOJSA 30py KaMepu 1 irpoBOro

nepcoHaxy kopucrtysaua(Puc. 1.15).

o>

Puc. 1.15. uepe3 pi3HICTh MO 30py KaMepH 1 IrpOBOTO MEPCOHAKY

KOpHUCTYyBaua
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Jnsa toro mo0 YHUKHYTH IIbOTO €QeKTy, JOCUTh JHIIE MaciTa0yBaTH
300paKeHHS 3 KaMepH y TIOpTajii Ha BIICTaHb ITPOBOTO MEPCOHAXY KOPUCTyBayda 0

CaMoro mopraiy.

1.9. 3acTocyBaHHs NpoUeAyPHOI reHepailii Aj1s irpoOBUX 3aCTOCYHKIB

bararo irpoBHX CacTOCYHKIB BHKOPHCTOBYE MpolLeIypHY TreHepaiito. Lle
MOJIETIIY€E PO3POOKY CIO’KETHOT'O OMOBIIAHHS Y Irpax 3 BIIAKPUTUM CBITOM Ta Oararto
KOPHUCTYBALbKUX 1T0D.

TunoBuMu npukiagaMu BUKOPUCTAHHS MPOLIEYPHOI TeHepallii €: CTBOPEHHS
HEJIOJChKHX MMIJI3EMENb Y NPUTrOJHULIbKUX 1rpax (Hampukiaa, The Legend of Zelda),
OTPUMaHHsI HOBOTO CBITY IIPH KOXXHOMY 3aIlyCKy; CUCTEMa, sIka CTBOPIOE HOBI BH]U
30poi B IIyTepl B KOCMIUHIM OOCTAaHOBINl B 3aJIEKHOCTI Bl J1i TpaBIls; CTBOPEHHS
MOBHOI, 1I'POBO1 Ta 30aJ1aHCOBAHOI HACTUIBHOI T'pU; BHYTPIIIHS MPOLEIypa IrpOBOroO
JBMDKKA, ITBHUJKO HAIOBHIOIYH ITPOBHM CBIT POCIMHAMH; IHCTPYMEHT, SKUW Ja€
MO>KJIMBICTh JIOJMHI CTBOPIOBATH KapTH JUIsl CTpPATErivyHOl I'pH, 1 3a 3alUTaMU Ta
BHECCHHMH 3MIiHAMU TEPEPaxoBye KapTy Ui ii MOKpAIIEHHS, a TaK0X IMPOIOHYE
BapiaHTH, 00 3pOOUTH KapTy OLIbIN 30aJIaHCOBAHOIO Ta IIKaBOIO. Y TOW XKe 4ac
IPOCTHI PelakToOp KapT, IITYYHUN 1HTETEKT JUIsl HACTUIBHOT TP YU THCTPYMEHT IS
1HTerparlli CTBOpEHOro KOHTEHTY He HajeXkaTh J0 MOl ypPHOI reHepalrii.

MeTor0 BHKOpPUCTaHHS TMPOLEAYypHOI TeHepalii Moke OyTH CTBOPEHHS
IrpOBOTO KOHTEHTY 0e3 BTpYYaHHsI JIIOJUHH (KU MOKe OyTH SIK MEHII IOPOTUM, TaK
1 IOMOMOTTH JTh3aifHEpaM 1rop y BUPIIICHH] iXHIX Mpo0yieM), po3poOKa IHIIUX THUIIIB
irop (IoKpamieHHs MOKa3HUKIB pI3HOMAHITHOCTI Ta BIATBOPIOBAHOCT1 ), a1 Tallisl Irop
JUISL TPaBLIsl HA JIbOTY, MOKPAILEHHS! KOHTEHTY 3a JOTIOMOTOI0 aJITOPUTMIYHUX PILICHb,
a TakoXX opMasizallii irpoBoro Au3aiHy siK MUPOKOTO HAYKOBOT'O 3aBAAHHS .

[lepmi muUpoko BIOMI 3aCTOCYBAaHHS MPOLEIYPHOI TeHepalli AaTyHThCs
nogatkoMm 1980-x pokiB, Koy 3 OOMEKEHUMH pecypcaMu KOMIT I0Tepa MOKHaA OyJ10
CTBOPIOBATH BEJIMKI 1 PI3HOMAaHITHI CBITH — TUIIOBUMH IIpukiagamu € Rogue Ta Elite.

3oBcim HenmaBHO PCG BUKOPHUCTOBYETHCS B KOMEPIUMHHUX Irpax: Hampukiaag, y X-
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COM: UFO Defense (1994) i Diablo (1996) PCG BukopucTOBY€THCS 17151 CTBOPEHHS
KapT, TeHepallii po3TallyBaHHA Ta KUIBKOCTI MOHCTPIB 1 MpPEAMETIB; HapKHUM
kameHeM irpoBoro nporiecy PCG e Spore, skuii BAKOPHCTOBYE MTPOIIETyPHY aHIMAIIIIO;
BUKOPHUCTOBYEThCA B cepii Civilization ajis CTBOPEHHS KapT; BIJOMUMU MPUKIIaIaMH
nonatkiB € Minecraft 1 Spelunky (irpoBuit cBiT) 1 Tiny Wings (anrma.) poc.

(reHepyBaHHS TEKCTYPH.

1.10 MocTanoBka 3axaui

VY naniit kBanmiikauiifHiii podOTI HEOOX1THO BUPIIIUTHA HACTYIIHI 3a/1a4i:

1. Po3poOutu irpoBuii 1oaaTok Ha 6a3i irpoBoro apuryHa Unreal Engine.

2. BmpoBaguTH ONTUMAIbHUN aAJITOPUTM TMPOIEAYPHOI TeHepamii 0
PO3pOOIICHOTO ITPOBOT0 3aCTOCYHKY.

3. PearnizyBaTl METOIM HEEBKIIIIOBOTO MTPOCTOPY JIO ANTOPUTMY MPOIEAYPHOI
re’epatii piBHs 104aTKy.

4. TlpoanamnizyBatu e(peKTUBHICTh METO/IIB MPOIEAYPHOI reHeparlii, 3poouTu

OLIIHKY IMIBHJKOJII alrOPTUMY .

1.11 BucHoBkn

IrpoBi momaTky Ha MaHWUW Yac MOXKYTh OyTH BHKOPHCTaHHS JJIsi HABYAHHS.
OCKIZTbKM KOPUCTYBad MOXKE OJpa3y BHUKOPHCTOBYBAaTH TEOPETUYHI 3HAHHS Ha
MPAKTHUIIl y BIPTYaJIbHOMY MPOCTOP1, MPOIEC HABYAHHS MTPOXOJAUThH IIBUIIIIE.

JUist  moKpamieHHss MPOCTOPOBOi  Opi€HTalli MOXXHa BHKOPUCTOBYBATH
HEEBKJI1JIOBY T€OMETPII0, OCKUILKM BOHA CTBOPIOE HE TUIIOBY MOBEAIHKY BIPTYajIbHOTO
npoctopy ansi kopuctyBada. I1[o6 cTBOpUTH irpoBHil 3aCTOCYHOK, JOCTAaTHBO
BUKOPUCTATH OJIUH 13 ICHYIOUUX ITPOBUX JIBUTYHIB, [0 3HAYHO CITPOIIYE PO3POOKY
camoro irpoBoro noaaTky. [Ipoiemypna renepaitis cponrye po3poOKy HEOTHAKOBHX

irpoBux piBHIB. JlaHui miAXiA HAZa€e 3MOTY PO3POOHUKY IrPOBOTO 3aCTOCYHKY
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BUKOPUCTOBYBATH OAWH ¥ TOW caMWi PIBEHH ITPOBOTO JIOAATKY, Ta IIOpa3y JdaBaTh
HOBUH JOCB1J JJIsl KOPUCTYBaya.

Buxoasun 3 mepepaxoBaHMX BHIINEC BUCHOBKIB, MOKHa CTBOPUTU ITPOBHUI
JOJIaTOK, MIO JOMOMOXKE KOPUCTYyBady pPO3BUHYTH MPOCTOPOBY OPIEHTALIIO Y

BIpTYyaJIbHOMY MPOCTOP1 Ta HABYUTHCH HOBOMY.
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PO3/1JI 2
CTBOPEHHSI ITPOBOI'O 30CTYCYHKY 3 BUKOPUCTAHHSIM
IMPOILIEAYPHOI TEHEPAIIII TA HEEBKJIIJIOBOI TEOMETPII

2.1 MeToau Ta MoJeJii po3poOKH irpoBoro 3acTocyHky Ha 6a3i Unreal

Engine

VY irpoBoMy JBHUTYHI peaiizoBaHO Oarato KOMMOOHEHTIB. OAHI 3 Takux €
KOMIIOHEHTH TepecyBaHHS.

Kommnonent Character Movement - pyXy nepcoHaxa

Character Movement Component a03Bojisie ABarap HE BUKOPUCTOBYBaTH
¢b13uKy TBEpAOro Tija, o0 pyXaTUCs MK, abo Oiratu, cTpubaTH, JITaTH, MajaTy 1
riaBaTth. Bin cenugiuyHauil 1u1si IEPCOHAXKIB 1 HE MOKe OyTH peastizoBaHui Oyab-sIKUM
IHIIMM KJ1acoM. BiH aBTOMaTM4HO 1OAaeTbes MpU cTBOpeHHs Blueprints Ha ocHOBI
KJIaCy NEPCOHAXY, aJic HE BPYUHY.

BnactuBocTti, $IKI MOXYyTh OyTH BCTAHOBJICHI, BKIIOYAIOTh 3HAYEHHS
Majalovdoro 1 XOIOBOTO TEPTA, MIBHAKOCTI PyXy MO TOBITPIO, MO BOAL 1 MO 3eMIIi,
MJIaBYYOCTI, TpaBiTaniiuuii macimrad 1 Gizuyni cuiy, axi [lepconax Moxxe HajgaBaTu
Ha o0'ektu @Dizuku. CharacterMovementComponent Takox BKJIo4ae B cele
napamMeTpu KOPEHEBOTO PyXy, SKi HaaXOIATh 3 aHiMarlii 1 Bke TpaHcpopmMoBaHi B
CBITOBUI MPOCTIP, FTOTOB1 10 BUKOPUCTaHHs (i13uKor0. JuBiThesa po3ain Root Motion
JUIS OTPUMaHHS J0JIaTKOBO1 iH(opMarrii.

[adopmartiiro mpo pobOTy 3 PyXOoM CHMBOJIB AWBITHCS y po3auti Setting Up
Character Movement (HanamryBaHHs pyXy epcoOHaxa).

Kommonent Projectile Movement - MeTainbHOTO pyXy

Komnonent Projectile Movement Component OHOBIIIOE TTOJIOKEHHS JAPYTOTro
KomnoneHnTa, kou BiH Bij3HauaeTbes. [loBemiHka, Take sIK BIJICKOK IMICTs yAapiB 1
CAMOHABEJICHHS /10 METH, MIATPUMYETbcs MM TunoMm KommonenTa. 3a3Buuait
KopeHeBo1 KoMmoHeHT Bos1oj1ie AKTOpa MEpeMIaeThes, OJHAK MOXKe OyTH OOpaHui 1

iHmmi  kommoHeHT (muBiThest po3ain  SetUpdatedComponent). Sxmo Updated
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Component (OHOBIEHUII KOMIIOHEHT) CHUMYIO€ (Pi3UKY, TUIBKM BHUXITHI MapameTpu
3amycKy (KOJIM IMOYaTKoBa MIBHJKICTH BiJIMiHHA B HYJIS) BIUIMHYTh Ha METaHHS, 1
¢bi13uyHa CUMYIIALIIA BCTYIUTD B CUITY.

[Tpuknaz toro, sik Blueprint Bukopucrorye Projectile Movement Component,

nokazanuii Hwkue (Puc. 2.1).

4 Projectile

o

(5]

[ |
D
|
@
[ |

4 Velocity

b Velocity

Puc. 2.1. Ilpuknan Projectile Movement Component

Komnonent Rotating Movement - o6epToBuii pyx

Rotating Movement Component BHKOHYe Oe3nepepBHe 00epTaHHS
KoMnoHeHTH 3 TeBHOO MIBUAKICTIO 00epTaHHs. OOepTaHHs HEOOOB'I3KOBO MOKeE OyTH
HaBITh 3MIIIEHUI HABKOJIO TOYKM MOBOPOTY. Ba)JMBO BiI3HAYMTH, IO MiJ Yac pyxy
TECTYBAaHHS 31TKHEHHS HE BUKOHY€THCSI.

[Tpuknan Bukopucranus Rotating Movement Component moske OyTH y BUITIsIAL
mporenepiB JiTaka, BITpska ab0 HaBITH PSAAYy IUIAHET, MO0 O0OEPTAIOTHCS HABKOJIO
Cours.

J11st mepecyBaHHS iIrpoOBOTO EPCOHAXKY OyJ/la BUKOPUCTAHA JIOT1KA KOMIIOHEHTY
Character Movement. Il{o i gano 3Mory 3poouTn epecyBaHHsI ITPOBOTO MEPCOHAKY
JOCUTh IMIAJIKO Ta IUJIAaBHO MEPECyBATUCh MO (PI3MYHOMY BHMMIpY, pearyroud Ha ycl
¢13uuni 00'extn. Takuii cnocid nepecyBaHHs HAWOLIBII BIATIOBITHUHN JIJIs TPECYBaHHS

NEPCOHAXY, IHIII » KOMIOHEHTHM IIE€pecyBaHHS OUIbII BIAMOBIIAIOTH 00'€KTaM
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¢bi3nuHOrO BUMIpY 3 SKHMMH MOXIJIMBa B3aemonis. Hampuknan Projectile Movement
OLIBII MAIAE A1 CHAPSAIB a00 JUIs IMITallli IrpOBOTO M'sAya.

3aBnsku koMmroHeHTy Character Movement mpu HaTHCKaHHI Ha KHOIIKY
nepecyBanHs (WASD) irpoBuii mepcoHaxx 301IbIITy€ BEKTOP HAMNpaBJICHHS J0 TI€T 4u
1HIIIOT CTOPOHU, IO 5 BUIVISAIAE SK MTePECyBaHHS O TUIOCKOCTI.

Takox s peamzarii BimoOpaxkenHs icHYI0Th Rendering Components.
3aBAsIKM IUM KOMIIOHEHTaM Bi0OyBa€ThCs BIOOpaXeHHsS 1rpOBOTO 3aCTOCYHKY. [Ipu
3MiHI IIUX KOMIIOHEHTIB, MOYKHA CTHJII3yBaTu BimoOpaxkenHsa. Hampuknazn, 3pobutu
B1JIOOpayKEHHS JJIsl IrPOBOTO 3aCTOCYHKY, i1 SIKOTO BiIOyBatoThes y kocMoci. Came 3a
Takuil egekt Bianonigae AtmosphericFogComponent.

AtmosphericFogComponents BHKOPHUCTOBYIOThCS JUII CTBOPCHHSI €(EKTiB
3aloTiBaHHS, TaKUX SK XMapu a00 HABKOJUIIHINA TymMaH Ha piBHI. IcHye Kijbka
HaJallTyBaHb, SKIi MOJKHAa HaJaIITyBaTH IS IBOTO KOMITOHEHTA, SKi MOXYTb
BIUIMHYTH Ha Te, SIK €()eKT TeHEePY€EThCS Ha BAIIOMY PiBHI TP PO3MIIICHHI.

Hwxkue HaBeaeHO MpUKIaAK 1[boro THIy kKommoHneHTa (Puc. 2.2 ta Puc. 2.3),
KWW BUKOPHUCTOBYETHCS 3 PI3HUMH 3HAUYEHHSMH JJI1 MOTO HaJAIITyBaHHS BUCOTH
po3mnany (SKuil Kepye BUCOTOIO PO3May HIUIBHOCTI TyMaHy, TOOTO MEHII 3HAYECHHSI
MPU3BOJATH N0 TOTO, IO TyMaH CTa€ INIUIBHIMIUM, TOJI SK BHIIl 3HAYEHHS

PO3PIIKYIOTh TYMaH, BUKJIIMKAIOUX MEHIITUN PO3CIFOBAHHS.

Puc. 2.2 Bucora po3naay niinpHOCTI 0,5 (8 kM)
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Puc. 2.3 Bucora po3nany uiiibHocTi 0,35 (2,744 kM)

Yacriu 3a Bce BUKOPUCTOBY€eThCsl KoMIOHEHT Particle System Component.

ParticleSystemComponent 103BoJise BaM 10JaTH BUIIPOMIHIOBAY YaCTHHOK K
ni00’exkT 10 1Hmoro od’ekra. JlomaBanHsi kommnoHeHTa ParticleSystemComponent
MO>XKHa BUKOPHUCTOBYBATH 3 KIUIBKOX NPHUYMH: BiA JoAaBaHHS e€deKTy BHOYXY 0
4Oroch, 10 3HUUIYETHCS, O JOAABaHHS €(EeKTy BOTHIO O YOTrOCh, L0 BU MOXKETE
manamuTyd. JlomaBmmM el THUII KOMIIOHEHTAa A0 IHIIOTO0 00’€KTa, 3a JOIOMOTOIO
CIIEHAPII0 BU MOKETE OTPUMATH JTOCTYII 1 BCTAHOBUTH Oy Ib-sIKWM 3 TapaMeTpiB eHeKTy
YaCTUHOK TiJ] yac rpu (ToOOTO YBIMKHYTH 200 BUMKHYTH €(EKT).

Hanpuxnan, Hwkue MU MaeMo Kamepy O€3NeKd Ta JO0Jald KOMIIOHEHT

ParticleSystemComponent mist edexry ickpu (Puc. 2.4).

u /> Components

& Add Component ~

Puc. 2.4. Bukopucranns ParticleSystemComponent
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JlaHuii KOMIIOHEHT BHUKOPHUCTOBYETHCS , HE TUIbKU U1 JojaHHs ickop. Llei
KOMIIOHEHT MOXe€ OyTH BHUKOPHCTaHO JUIs IMiTamii Joury, AUMY Ta JA0AaBaTH
PEATICTUYHOCTI ISl pyHHYBaHHS.

Jnga iMiTamii gomly JAaHUA KOMIIOHEHT MOTPIOHO TMO€AHATH C IHIIUM
xoMrionenToM — VectorFieldComponent.

VectorFieldComponent BUKOpUCTOBY€ETHCS ISl TOCUIIAHHS HAa BEKTOPHE TI0JIE,
AK€ € TPUBUMIPHMM KOHTEHHEPOM 13 CITKOIO BEKTOPIB IIBHJAKOCTI, SIKI MO>KHA
BUKOPHCTOBYBATH JUIsl BU3HAUYEHHS MIBUAKOCTI abo mpuckopeHHsa cmopaitiB GPU.
BexTopHi 1oJis MOXHa BUKOPUCTOBYBATH AJis1 €EKTIB HEBEJIMKOIO MacTady, K-0T
epeKT YacTOK TMOpWBIB BITPY A0 BEIMKOMACIITAOHMX XYPTOBUH Ha BalluX

piBusix (Puc. 2.5).

2.2 - Global Vector Field

Puc. 2.5. Tlpuknan Bukopuctanus VectorFieldComponent

Taxkum YMHOM MO>KHA 33J]aBaTH Ta MIHATH HAMPSM BITPY NPH CHIIBHOMY JIOLITY.
Le#t edekT € MOCUTH BaXXIMBUM IS IMITAIlli JOILy, TOMY IO, Y pPEaIbHOMY JKHTTI

BITEp W 37MBAa BIAUYBAIOThCS XAOTHYHUMHU. Buxomsuum 3 iHdopmaiii mpo Bci
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nepepaxoBaHi KOMIIOHEHTH, MOJKHA 3a3HAYUTH, [0 HalKpamle BUKOPHCTAHHS
KOMITOHEHTIB MOHa JIOCATTH MPU BUKOPUCTAHHI JEKIJIbKOX KOMIIOHEHTIB Pa3oM.

JlocuTh BaXKIJIMBOIO YACTUHOKO KOMIIOHEHTIB € KOMIIOHEHTH KaMepH.

CameraComponent j07a€ NEPCHEKTUBY KamMepH SK Mi00’€KT IO aKTopa.
CameraComponent HaJacTh iHGOPMAIIIFO PO BIACTUBOCTI KaMepH, Km0 ViewTarget
e CameraActor abo Actor, sskuii MictuTh CameraComponent i anst mapamerpa Find
Camera Component When ViewTarget BcTaHOBJI€HO 3Ha4Y€HHS true.

Hanpuknan, Bu Moxere BukopucroByBatd CameraComponents s
NEepeMUKaHHs MDK KUIbKOMa KaMepaMyd Ha BamioMy pIiBHI IiJ Yac TpH.
BuxopucroByroun Set View Target 3a qonomorotro Blend 1 CameraActor, Bu Mmoxere
NEPEMUKATUCS MIK KOXHOK 3 BallUX KaMep 1 BUKOPHCTOBYBATH BJIACTHBOCTI,
Bu3HaueH1 B CameraActor 17151 KOXKHOI KaMepu (BKJIFOUAIOUYH TOJIE 30PY, KYT, e(heKTH
MOCTOOPOOKH TOIIIO).

[ToB’s13aHa BIACTUBICTD, IKa MOKE OYTH BCTAHOBJIEHA JUIsl Oy1b-IKOTO IIIIAaKa,
— 1€ B3SITH KOHTPOJIb HAJl KAMEPOIO, KOJIU BiH OJEP>KUMUM, 1110 MPU3BOAUTH JI0 TOTO,
IO MIMAK aBTOMATUYHO CTa€ LIJIOBOI OO ’€KTOM MEpPErjsiAy MICAs BOJOIIHHSA
KOHTpOJIepoM TpaBiisd. Tak, Hampukial, SKIO0 y Bac € KiJIbKa MEPCOHAXIB (K1 €
dbopmoro Pawn), Mi>k SIKUMU BU X0U€TE IEPEMUKATUCS, 1 KO)KHOMY 3 HUX MIPU3HAYCHO
BiacHui komnoHeHT CameraComponent, 1o 3a0e3neuye MepCreKTUBy KaMepu Jis
neperisiay, Bu Moxkere HamamrtyBatu Take Camera Control When Possessed mae
3HA4YeHHs true JUIsi KOXXHOTO 3 HUX 1 IIOpa3y, KOJU BU MEPEMHUKAETECS MK HUMH,
CameraComponent A1t [pOT0 MillIaka OyJ1e BAKOPUCTOBYBATHUCH.

[TpukamoM Takoro KOMIOHEHTY MOXHA B3siti SPring Arm Component.

SpringArmComponent HamaraeTbcsi NiATPUMYBATH CBOiX JOYIPHIX €JIEMEHTIB
Ha (ikcoBaHIN BijcTaHI BiJ OAaTHKIBCHKOTO €JEMEHTA, ajieé BIATIATYE JOYIPHIX
€JIEMEHTIB, SIKIIO € 3ITKHEHHS, 1 MOBEPTAEThCS Ha3aJ, KOJM HEeMae 3ITKHEHHS. Sk
npaBuio, SpringArmComponent BUKOPUCTOBYETHCS K «CTpijia KaMepu», 1100 He
JIOTIYCTUTH 31TKHEHHS HACTYTHOT KaMepH rpaBLis 31 cBiToM (0e3 Spring ArmComponent

CameraComponent 3auIuThes Ha (DIKCOBaHIM BiJICTaH1, HE3aJICKHO BiJl 00’ €KTIB, SKi
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NOTEHLIHHO MOXYTh CTaTH Ha NUIAXy A0 #Horo Ta 00’€kTa, 0 SAKOro BIH

npukpimienuit) (Puc. 2.6).

Puc. 2.6. ITpuxnax SpringArmComponent KOMITOHEHTY

MalyTh HaliBOXXJIMBIIIUM OJIOKOM KOMITOHEHTIB MO>KHA BBaKaTH KOMIIOHEHTH
(d13uKH.

@Di31YHI KOMIIOHEHTH BUKOPHUCTOBYIOTHCS JJIS BIUTMBY Ha OyJb-iKi 00’ €KTH,
K1 BAKOPUCTOBYIOTH (D13UKY Ha BAIIOMY PIBHI PI3HUMH CTIOCOOAMH.

OnHuM i3 peacTraBHUKIB (izmuHux KomroHeHTiB € Destructible Component.

DestructibleComponent MiCTUTh (i3uuHl AaHl I 3HUILYBAHOTO AaKTOpA.
Jlomaroum 11eii KOMIIOHEHT SIK Migo0’€KT, BU MOBHHHI BKa3atu 00’ekT Destructible
Mesh nns Bukopuctanus. Bu Takox MokeTe 3aMiHUTH Ta Bkazatu Edexktu 3momy
3aMiCTh BUKOpUCTaHHS EdekTiB 3momMy akTUBY, SIKIIO XOUETe.

[TpukmagoM BUKOPUCTaHHS I[HOTO THUITy KOMIIOHCHTa MOXKE OyTH BIKOHHA
paMKa Ta BIKHO, J¢ BiKOHHa pamka — 1e StaticMeshComponent, a BikHO —
DestructibleComponent, sikuii rpaBeiib MO>XKe BUCTPIITUTH, CHPUUYUHUBIIM HOTO po3naj

Ha yactunu (Puc. 2.7).
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Puc. 2.7. Tlpuxnan Bukopucranus DestructibleComponent

Sxmo Tpeba 3B’s3aT  (I3UYHI  BJIACTHBOCTI, CJiJ] BUKOPUCTOBYBATH
PhysicsConstraintComponent.

PhysicsConstraintComponent — e 3’eqHaHHs, SKE J03BOJIAE 3 €IHATH JBa
TBEpAUX TUIa pa3oM. Bu MokeTe CTBOPIOBATH Pi3HI TUIU 3’ €JHAHb, BUKOPUCTOBYIOUH
PI3H1 MapaMeTpH I[bOr0 KOMIIOHEHTA.

BukopucroByroun PhysicsConstraintComponent 1 JBa
StaticMeshComponents, BU MOXeTe CTBOPIOBATH 00’ €KTH THUIY, 10 OOBTAIOTHCH, SIK-
OT TOMJANKY IIMH, BAXXKY CYMKY a00 3HaK, 0 pearye Ha (i3uKy CBITY, T03BOJISIOUN

IPaBIISIM B3a€EMO/IIATH 3 KoMoHeHToM (Puc. 2.8).
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Puc. 2.8. IIpuknan sukopuctanus PhysicsConstraintComponent

baraTo irpoBux n0AaTKiB BUKOPHCTYBaloTh (izuky mimOupanss. Lle Ttakox
moxmBo 1 B Unreal Engine. Jlnsa 1mporo gocratHbo Bukopucratd Physics Handle
Component.

PhysicsHandleComponent — 1e 00'eKkT I «3aXOILICHHS» Ta MEPEMIIICHHS
b13uYHNX 00'€KTIB, JO3BOJIAIOYM O0'€KTy, SKUW BU 3aXOIUIIOETE, TMPOJIOBXKYBATU
BUKOpHUCTOBYBaTH (hi3uky. [Ipukimamom 11poro Moxke OyTH «TpaBiTalliiiHa rapMaray, e

KOPHCTYBa4 MOXKe Tiiduparu ta kugatu ¢izuyni 00’ extu (Puc. 2.9).

Puc. 2.9. Bukopucranus kommnonenty PhysicsHandleComponent
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2.2 CTpyKTypa Ta ONHC METPUK HeeBKJIiI0BOI reoMerpii B irpoBomy

3aCTOCYHKY

EBkmimoBa MeTpuka € HaWOUIbII NOPUPOIHOIO (GYHKIE BIJICTaHI, sKa
3yCTpIYA€ThCsl B TE€OMETPii, 10 BioOpakae IHTYITMBHI BJIACTHBOCTI BIJICTaHI MiX
Toukamu. KpiM TOro, B €BKIIJOBHX TMPOCTOpaXx € ¥ 1HIII METPHUKH, SKI
BUKOPUCTOBYIOTbCS SIK B T€OMETpii, Tak 1 B mporpamax. [lapamerpuyHa BijCTaHb
MIHKOBCBKOTO € y3arajJlbHEHHSIM ACSKUX 13 LHMX TOKa3HUKIB; ISl MapaMmeTpa 3i
3HAYCHHSM 2 BiH ITEPETBOPIOETHCS Ha EBKIIIIOBY METPHKY.

OnHuM 13 METOIB JIOCATHEHHS MPOEKIii HEEeBKIIIIOBOI Ir€OMETpIi y irpoBUX
3aCTOCYHKAaX € mopTainu. BoHn MOXyTh Oyau JHIlIe Bi3yalbHUMU - IPOCTO TOKA3yH04H
KOpPHUCTYBauy 300paxKeHHs 1Mo Toi Oik, a00 (haKTUYHO MPEMICTUTH KOPUCTYBayda y Ty
30HYy BimoOpaxkeHHs. OTke, K IIe BCe Mpalroe Ha 06asi irpoBoro asuryna Unreal
Engine.

Jiist Toro o0 movatu po3po0IsTH ITPOBUIN 3aCTOCYHOK HE 000BS3KOBO Tpeda
3HaTH MOBY MporpamyBaHHs 110oro irpoBoro asuryHa — C++. Unreal Engine
BUKOPHUCTOBYE 3anaTeHTOBaHy TexHoJoriio Blueplint. Cucrema BizyaslbHHX CIIeHApiiB
Blueprints B8 Unreal Engine - 1me moBHa cucrtema cClieHapiiB IrPOBHX IPOIIECIB,
3aCHOBAaHA Ha KOHLIEMIIII BUKOPUCTAaHHA 1HTEp(Eiicy Ha OCHOBI By3Jia Il CTBOPEHHS
esieMeHTiB irpoBoro mpoiiecy B Unreal Editor. Sk 1 y GaraThox MONIMPEHHX MOBax
CLIEHapiiB, BIH BUKOPUCTOBYETHCS JJIsl BU3BHAUECHHS 00'€KTHO-OPIEHTOBAHUX KJIACiB 200
o0'ekTiB B naBuryHi. BukopucrtoByroun UE4, Bu uyacTo BusBIsA€Te, 10 OO0'€KTH,
BU3HAYCHI 3a J0MOMOTor0 mporpamu Blueprint, po3MOBHO Ha3WBAIOTHCS JIUIIE
"Kpecnennsmu" (anri. Blueprint).

OTxe nJist CTBOPEHHS MOPTATYy MOKHA BUKOPHUCTATH IH0 TEXHOJIOTIIO.

st Toro mo6 po3pobutu mopTtan Tpeda CTBOPUTH JeKiIbKa (Di3nyHuX
00’exTiB(Actor). JlaHHI O0’€KTH BX€ MarOTh JIOTIKY (i3UKK y 3acTocyHKy. LIlo6
3BSI3aTH JIBa TOpPTaIM Tpeba JHUIIEe BUKOPUCTATH 1H(MOPMAIMIO 3 KaMepu MEepIIoro
noprany, Ta HOro KOOpJWHATH TOJIOKEHHS. TakuM YMHOM MOHa 3BS3aTH Tapy

MOPTATIB.
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Ha niarpami Blueprint 306pakeHo BUKOpUCTaHHS JaHHHUX O TIOJIOKEHI1, 8 TAKOXK

JIoriKa BioOpaskeHHs IIPOEKIIil Ha KoxHOMY 13 opTaiis (Puc. 2.10).

® Portall ' irrPersanExamp 2z
Y ebuc

5 Details

A ThirdPersonExampleMap :
@D TN p—

wse  Hide Unrelated Find  Class Settings  JG{EBSUEENTE  Play Debug Filter
- 4 Actor Tick

4 Default

Can Teleport

4 Replication

B Compiler Results

WLl Disabled

/]
v
[ ]

4 Actar

Puc. 2.10. IIpuknag Blueprint moprany y penakropi

I'padiyna yacTMHa mopTany Mpanloe Maike 3a TakuM ke npuHiunomM(Puc.
2.11).

Ha rpadiuniii cxmamoBiii mepmioro mopTrainy peHAeputcs Bcs 00JacTb
BUJIMMOCTI, SIKa 3HAXOAUTHCS 3a TpaiuHOIO CKIIAI0BOIO Ipyroro nopraity. L{ro odnactsb
MO>KHA BUAUTATH TOTTOMIXHOIO BIPTYalIbHOIO KaMEPOI0. AJie TIpU TaKOMY TTIXO/1 € PSiT
npo0ieM, ki Tpeda BUPILIUTH:

1. He kopekTHe 300paxeHHs IpH MOBOPOTI OJHOTO 3 TOPTAJIiB.

2. lloranuii 3axBaT KaMepH 1HIIOTO MTOPTAITy.

3. He apmanTuBHUI KyT BIiOOpaXEeHHS 1O HampsMy KaMepH IrpOBOTrO
IIEPCOHAKY.

Jlnia pimeHHs ycix nux mpobsiaeM moTpiOHO Oyao po3poOUTH MaTeMaTH4HY

MOJIeNIb BEKTOPY HAMpaBJICHHS JIJIsl TOPTAJIiB.
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Puc. 2.11. Ilpukian rpadiuyHOoi CKJIaI0BOI MOPTATY

Takum YMHOM TMEpIIMKA MOPTAT OTPUMYE BEKTOP HAIMPSIMKY KamepHu irpoBOTO
MEPCOHAXKY Ta AOAAE MOro O PI3HUILI BEKTOPIB MOBOPOTY JBOX MOPTAJIIB, LI BEKTOP
nepenaeTbes Ha KaMepy JAPYyroro mopraiy, Ta B Hii 3MIHIOETHCS KyT B1IOOpa>KeHHS

SAKUN Oy/ie YeCHUM BIJIHOCHO ITPOBOTO MIEPCOHAKY.

2.3 AJIrOpuTM NpPOLEAYPHOI reHepailii HeeBKJIiIOBUX MPOCTOPIB 1A

irpoBOro 3aCTOCYHKY

€ OaraTo pi3HUX METOJIB AJIs peajizallii MpoleaypHOi TeHepalii y irpoBux
3aCTOCYHKax. 3a Juid TOro 11100 oOpatu Halkpality, Tpeda BU3SHAUUTHUCH, IS YOTO CaMe
MOTPiOHO BUKOPUCTOBYBATH TMPOIIEIYPHY TreHeparlito. J[s qaHoro irpoBoro 104aTky,
npoIeAypHa TeHepallisl MiAPIBHIB MOTpiOHA Il TOro, MO0 KOpPUCTyBad HE 3MIT
nepeadayuTH A€ caMe MOXYTh 3 SIBISTHCS II mopTayiud. st Toro, mob CTBOpUTH
YVHIKQJIbHUWA AOCBiA JUIsl PI3HMX KOPHUCTYBayiB 1 OyJi€ BUKOPUCTAHO MPOLEAYPHY

reHepartio.
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['eneparop nporeaypHOro piBHS (PYHKITIOHYE Y BIATOBIAHOCTI 3 HACTYITHUMU

dhazamu:

reHepailisi BUXijiHoi reometpii (Ha Bubip - abo «BSPy», abo nmanyBanHs
PUMIILICHHS);

OUYHUIICHHS CMITTEBUX PO3AUIIB (TaKUX pO3AUNIB, SIKI HE MOXKYTh
ICHYBAaTH B Tp1);

OyIIBHUIITBO 3B'S3KiB;

OUMILEHHS CMITTEBUX MIArpadiB (TakuX Ipyn PO3ALIIB, K1 MMOB’sA3aH1
M1 c00010, ajie HeMae 3B’ SI3KY 3 THIIMMH PO3/ILJIaMu);

PUMILICHHS] HEMOTpIOHMX 3B'SI3KiB (1MOOyJ0Ba OCHOBHOIO JIEPEBa,
MOCUJIAaHHS JTA€ThCSl Ha MIHIMAJbHE OCHOBHE JIEPEBO, OCKLJIBKU TaM €
KapTUHKA, a2 B MIHIMAJIbHOMY T€HEpaTopy BOHA HE MOTPIOHA);
paHoMi3alis 3'€THaHHS - BIAHOBJICHHS JACSIKUX BUJATICHUX 3B'A3KIB (1151
OUIBII «JTFOJICBKOT0» BUIJISIAY PIBHS), @ TAKOXK NEPETBOPEHHS JIESIKUX
THIITMX Y TTPOXOIHM MK po3JiiyiaMu (IO «37TUBA€» KiJIbKa CEKIIid B OHY,
OB CKIAIHY hOpMY);

reHepallis «cieHapio» (1e OyayTh MOYaTKOBHM 1 KIHIIEBUM PO3MALUIH, 1
AKUW [UISIX TOTPIOHO MPONTH, IMIOO0 MPOWTH BiJ MOYATKOBOTO JI0O
KIHIIEBOTO).

CIITUMI3aIls 3'€JHaHb;

CTBOpPEHHSI JIBEpE Ta BIKOH;

BUOEpaTH it0, Ky MOTPIOHO BUKOHATH B IbOMY PO3JiTi (HATHUCHITH

nepeMuKay, miaHIMITE K04 a00 3HANITh CEKPETHY CTIHY).

Anroput™m nocuTh mpoctuid. CrovaTrky CTBOPITh MPSMOKYTHUK PO3MIPOM 13

BCE ITPOBE MOJIE.

[ToTiM aiTMMO HOTO AOBIIBLHO HA JIBI YaCTHMHU - 20O IO TOPU3OHTAI, a00 IO

BepTUKaJIl. MU TakoX BUIIAJKOBUM YHWHOM BHUOWpaeMo, e OyJe MPOXOAUTH JIIHIS

MOJIUTY, 1 PEKYPCUBHO POOMMO T€ K came JJIsi HOBUX MPSIMOKYTHHKIB.

I 3HOBY 1 3HOBY, /10 TIEBHOI MEXI.
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[ToTiM y KOXHOMY NpPSIMOKYTHHKY BHOEpITH «KIMHATy» — MPSMOKYTHHUK
TaKOTO K PO3MIpy, K OpUTiHaI a00 MEHIIIE.

[ToTiM KiIMHATH 3’ €THYIOTHCSI KOPUAOpaMH. AJie HE KOKEH 3 KOXKHHUM, a TPOXH
pPO3yMHO, ToMYy BOHH 30epiratoThcsi B « bCII»-1moi0Hii cTpyKTypi.

VY pesynbTari pobOTH anropuTMy Oyae CTBOPEHO JACKIIbKa «KIMHAT» Ta ix

po3tamyBaHHs (Puc. 2.12).

Puc. 2.12. Tlpuknan poOOTH aJroOpuTMy MPOLEAYPHOT TeHepallii

Takum uymHOM U1 TOro MO0 KOXKHUM HOBHUX 3alyCT IrPOBOrO AOJATKY
CTBOPIOBAB HOBi MaIly MPOCTOPY JIOCTATHBO JIUIIIE 3aITyCTUTH T€HEPATOP MPOIIETYPHOT
redepaiii. lleil miaxig exkoHOMUTh OaraTo 4Yacy Ha CTBOPEHHS, PO3CTaHOBKY,

HAIMOBHEHHS MIPOCTOPY ITPOBOTO 3aCTOCYHKY.
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2.4 ApxiTeKkTypa npoekuii 1/1s1 HeeBK.1i10Boi reomeTtpii Ha 6a3i Unreal

Engine

Ha 6a3i Unreal Engine BHKOpHCTaHHS MOPTAIiB JJIs JOCSTHEHHS €QeKTy
HEEBKJIIIOBOI TEOMETPIi TOCUThH pecypco 3aTpaTHe. J[s Toro, mob CTBOPHUTH MOPTAJI,
Tpeba 3po0UTH BiIOOpaXKEHHS 10 Ty CTOPOHY MOPTally, Ky HE 0a4UTh KOPUCTyBady,
IO € MPUYUHOIO HAJIMIIIKOBOTO HaBaHTAKEHHs TpadiuHoro npoiecopy. Came uepes
1}0 OCOOJUBICTH CJiJi BUKOPUCTOBYBATH CaMl MOPTaIU 3 00EpexHICTIO. B 1HIIOMY
BUIAJKY, CUCTEMA IPOCTO HE 3MOKE peaji3yBaTH MOTEHIIia)l iIrPOBOTO 3aCTOCYHKY .

st Toro mo6 mpoekiis Oyjla KOPEKTHOIO, Tpeba BUKOPHUCTATH JEKIIbKa
BUMOT:

- IPaBWIbHO PO3TAIlyBaTH MOPTAJIU BIAHOCHO OJAMH OJHOIO;

- IIPOBOJIUTH BEKTOPHI IEPETBOPEHHS 3 1HBEPCIELO;

- JIoTpuMyBaTHCh 4iTKOi Mozeni noaii y Unreal Engine;

[IpaBuiibHO po3TallyBaTH MOPTAIM BIJIHOCHO OJUH oAHOro. /[nst Ttoro, mo6
NOpTau HE B1IOOpaXkajau KapTUHKY 3 caMux cele, Tpeba po3TanryBaTH iX B OJHOMY
HampsMKy. SIKo nmopTtanu OyayTh pO3TaIllOBaHI KaMmepa MPOEeKIlli OAUH J0 OJHOTO,
BOHU BBIUIYTh Y pEKypcito 1 OyayTh BiIoOpaXkaTu npoekiito cede. Takuit BapiaHT He

nocuthb npakTruunui (Puc. 2.13).

Puc. 2.13. Tlpuknan HenpaBUILHOTO PO3TALTYBaHHS MTOPTAJIiB
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[IpoBoauT BEKTOpPHI MEpeTBOpEHHsS 3 iHBepciero. g Toro mob KOpEeKTo
B1IoOpakaTH Te 10 MOTPIOHO MOPTAJIX BUKOPUCTOBYIOTh BEKTOPH ITPOEKIIii Ta BEKTOP
IrpOBOTO MEPCOHAXY KopucTyBaya. OTxe, 100 YHUKHYTH MPoOIeMH 3 TPOEKIII€I0 Ha
JIBa MIOPTaJIX OJHOTO M TOTO 300paskeHHS CJI1JT pOOUTH 1HBEPCIO IS IPYTOi MPOEKIIii.

Jotpumanns 4iTkoi moneni mozaiii y Unreal Engine. Sk 1 Gararo iHmmx
neuryHiB B Unreal Engine BUKOpHCTOBY€eTbCS Mojenb mofiil. Bona po3poGiena ans
TOTO, 11100 OYJI0 JOCUTH 3pYYHO BUKOPUCTOBYBATHU 1€ ITPOBUIA IBUTYH.

[Toxii — w1e By3.H, IKI BUKJIHMKAIOTHCS 3 KOy T'pH, 1100 MOYaTh BUKOHAHHS
okpemoi mepexi B EventGraph. Bouu no3Boinsatots Blueprints BukoHyBaTu cepito i
y BIANOBIIb Ha TI€BHI MOjii, IO BiAOYBaIOThCSA B Tpl, HAMPHUKIAJA, KOJIU TIpa
MOYNHAETHCS, KOJIM CKUIA€THCS PIBEHDb a00 KOJM TpaBeIlb OTPUMYE TOLTKOIKEHHS.

Jo moxiit moxkHa oTpumatru noctyn y Blueprints, mo0 peanizyBaTé HOBI
¢GyHKUii ad0 3aMIHUTH YU PO3IIMPUTH (PYHKIIOHAJIBHICTh 32 3aMOBYYBaHHSIM. B
pamkax ogHoro EventGraph Mo)xHa BUKOPHCTOBYBATH OYIb-SKy KUIBKICTH IOIIN;
X04a MOKE BUKOPUCTOBYBATHCS JIAIIIEC OJUH 3 KoxkHOTO THIy (Puc. 2.14).

[Tonis Moke BUKOHYBATH JIMIIE OJUH 00’ €KT. SK1I0 Tpeda 1HIliI0BaTH KiIbKa

T 3 oJIHI€T o1, MOTpiOHO Oy/1e 00’ €THATH X JIIHIMHO.

! ‘ - e e
© Event Level Reset | Set Actor Transform

D

Target Return Value
Player -
New Transform

Sweep

Level Start @

Puc.3.14. Ilpuxnan BukopuctanHHs noaii y Unreal Engine

Sxuro yci 1i BUMOTH OyJM BUKOHaHI1, TO MIPOEKIIisl MOPTaJiB Oyie MpaloBaTu

npaBuwibHO (Puc. 2.15).



61

Puc.3.15. Ilpuknan npaBuiibHOT poOOTH MOPTAII

OTxe sk 11€ Bce mpaitoe. Tpeda B3sTH MO3UIIIT 000X MOPTAIiB, IEPETBOPUTH iX
y BekTopu. Ilicms 1poro mnoOTpIOHO B3SITH TOJIOKEHHS ITPOBOrO MEPCOHAKY
KOPHUCTYBaya 1 TAKOXK MEPETBOPUTH Ha BEKTOP. [lanl pi3HULIO BEKTOPIB MOJOXKEHHS
nopTaiiB Tpeda 10/1aTu A0 BEKTOPY MOJIOKEHHS IrPOBOT0O NIEpCOHaKy. B 3aBeprieHHs
MOTPIOHO JMIIIE MepeaTu 110 1HPOopMAaIlilo 0 €KpaHy BigoOpakeHHs mopTaty. Jis
naHoro 0J10Ky OyB po3po0Osenuii Blueprint, o BisyanbHo mokasye yci B3aemoii (Puc.
2.16).

T GeoddLocakion

_—

f Get Flayer Conoller e T Getwerddrotaton

ajer e
T

Puc. 2.16. IIpuknag podotu moprany y Blueprint
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[Ipyu mpaBUIBHUX PO3TAITYBAHHAX 1 BEKTOPHUX MEPETBOPEHHSX YCIX MO3HIIIH

ImopTajin 6y,HYTI> IMpanoBaT JOCUTh NIBUAKO HC 3aBAHTB CUCTCMY KOpHUCTYBayda.

2.5 BucHOBKH

Unreal Engine € mocuts moTyKHUM irpOBHM JIBUTYHOM, Ha CHOTO/THIIIIHIN Yac.
Ha 6a3i HbOro MOXHa CTBOPIOBaTH IrpoOB1 JOJAATKH PI3HUX JKaHPIB, TpadiyHuX
0COOIMBOCTEN Ta 3pOOUTH MIATPUMKY ISl YCIX ICHYIOUHMX ITPOBUX IIATPOPM.

Jlisa otpuMaHHs e(peKTy HEeBKJIIJOBOI MOJENl AJis BIPTyaJbHOTO HPOCTOPY,
OyJ70 BHUKOpPHCTaHO HOpTaiu. J[aHHAa TEXHOJIOTiS Mpalioe 300paXKeHHS 3 OJHIET
YaCTHHU ITPOBOTO MPOCTOPY y APYTY, TAKUM YMHOM MO>KHA BIUIMBATH Ha BIAYYTTA
IPOCTOPY KOpPHUCTyBaya.

[Ipouenypna renepauisa Oyjia BUKOpPHUCTaHa JJii CTBOPEHHS HEOJHAKOBOI'O
JIOCBIJlY SIK JIJISI OJTHOTO KOPUCTYBaya, TaK 1 JJIsl IEKIJIbKOX.

CTBOpEHHS OJHOrO IrpOBOrO JOJATKy 3 BUKOPUCTAHHSM BHIIE3ralaHuX
TEXHOJIOT1M MOXE HaJaTH KOpUCTyBady He3aOyTHIM JOCBiA, Ta PO3BUTH MOro

KOTHITUBHI HABHYKH Y TPOCTOPOBOMY OPIEHTYBAHHI.
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PO3/111 3
JTOCJIIKEHHSI EGEKTUBHOCTI METO/IB IMPOLIEAYPHOI
T'EHEPALII HEEBKJIIJJOBAX ITPOCTOPIB B ITPOBOMY JIOJIATKY

3.1 Kpurepii oniHioBaHHS e()eKTUBHOCTI irpOBUX 3aCTOCYHKIB

JIist oniHkM e(DEeKTUBHOCTI ITPOBUX 3aCTOCYHKIB iICHye OaraTo Kputepid. 3a
3BMYAl OL[IHKA € CYyO’€KTMBHOIO, TOOTO KOKEH 13 KOPHCTYBaulB CaM OIL[IHIOE CBIH
JIOCB1]1 BUKOPUCTAHHS KOHKPETHOTO IrPOBOTO 3aCTOCYHKY.

Cepen mOCTIMHO TMepepaxoBaHUX KPUTEPIiB MOXKHA  BUIUIMTH IIBUAKICTH
poOOTH IrpOBOT0 3aCTOCYHKY Ta SIKICTh KOMIT FOTEPHOT Tpadiku.

1. llIBuakicTh POOOTH ITPOBOTO 3aCTOCYHKY 3a3BUYAM OIIHIOETHCS KUIBKICTIO
KaJIPIB Y CEKYH/IY.

KinbkicTh KaJpiB y CEKYHly MOKa3ye, CKUIbKU KaJpiB (OKpEMHX 300paKEHb)
MOKa3ye€ Ball MOHITOp 200 TEJNEBI30p KOKHY CEKYHTy. UMM BHIIIAa 4acTOTa KaJpPiB, TUM
IUIABHILIOK Ta YYWHIMIOK CTa€ rpa. 3 1HIIOTO OOKY, I'pa CTa€ MEHII MPUEMHOIO TIPH
Hu3bKkoMy FPS. MokiiBO, BaM 1HOII IPy31 CKAPKUIIKCS, 1110 HE MOXKYTh I'PAaTH Yepe3
«CIIAlA-110y Ha ekpani». Ile o3Hauae, MmO BOHM MalOTh HU3bKE 3HAYEHHA KUIBKICTI
KaJIpIB y CEKyH]Y.

VY Bijeoirpax 4yactoTa KaJpiB 3aJ€XKHUTh K BiJl pO3pOOHUKA, TaK 1 BiJl TPaBIIs.
TBopelns Tpu TOBHHEH TMEPEKOHATHCS, IO NPOAYKT BUMYIIEHO 0€3 TEeXHIYHHX
npo0seM, a TOKyMellb TOBUHEH OyTH BIEBHEHWI, IO Y HBHOTO € ratdopma, sika
JI03BOJIUTH TPl MPAIIOBATH 3 IPUMHITHOIO YaCTOTOIO KaipiB (Ha gaHuil MOMEHT 11e 30
FPS, ane cutyariis Taka mBHIKO 3MIHIOETHCS). OHUM 13 HAMSCKpaBIIIKUX MPUKIIAIIB
2021 poky € Cyberpunk 2077. [loBroodikyBaHa rpa maja TEXHIYHI MpoOiieMu Ha
KOHCOJIsIX momnepeanboro mokoiinHsa (PlayStation 4 1 Xbox One) 1 He Morua
3abe3rneunTu reiiMepy crabinbHi 30 KaJIpiB B CEKYHIY.

[Ipu mpoMy rpaBellb MOBHHEH OyTH BIIEBHEHH, IO HOTO TMEPCOHATBHHMA
KOMIT'IOTEp HaJaIITOBAHMM Ha 3amyck neBHOi rpu. OTxke, Ha yacToTy KaapiB Ha [IK

BIINIMBAIOTh.
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- Bineo Kapra;

- HIL

- O3IL

Haiiyactime npo6iemu FPS BuHUKaOTh uepe3 HE3AATHICTH BiJCOKapTU
BimoOpakaT BEJIHMKY KUIBKICTh OKpeMuxX KajapiB. Uepe3 1e yacToTa KaapiB CTae
HU3bKOIO, 1 TpaBellb BiauyBae mpobiiemu. [Iporecop 1 omepatuBHa mam’siTh MarOTh
MmeHmmi BB Ha FPS, ane 6e3 HUX BU HE MOXKETE JOCATTH CTa0LIBHOCTI rpu. Takum

YHHOM MOKHA OLIIHUTH po3po0ieHuit irpoBuii 3actocyHok (Puc. 3.1).

Puc. 3.1 306paxenns FPS y po3pobiaenomMy irpoBoMy 10aaTKy

MaxcuMmaibHe 3HaueHHs FPS miis irpoBoro monatky Ha 6asi Unreal Engine —
60. O1xe, po3poOJIeHUI IrPOBUI TOAATOK Ma€ JOCUTh BEJIMKUI MTOKa3HUK FPS.

2. SIKicTh KOMIT 10TepHOT Tpadiky.

Ockinbku irpoBuii momatok pospodnenuit y Unreal Engine Editor, mo €
€TAJIOHOM JJIs PO3POOKH BHCOKOSIKICHOTO 1rpoBOTO a01aTky (AAA). Y irpoBomy
JI0JIaTKy BUKOPUCTOBYETHCS TEXHOJIOTII MOKpaIeHHs Tpadiku:

- TpacyBaHHS IIPOMEHIB CBITJA,

- OarartosiiepHa noct oopooka,

- CHCTeMa IMOKPAIIEHOTO 3IaJKyBaHHS TEKCTYD;

Ha naBenenux nmx4de pucynkax 3.3 ta 3.4 MOKHA CAaMOCTIMHO OILIHUTH PIBEHb

KOMIT FOT€pPHO1 Tpadikul y IrpoOBOMY 3aCTOCYHKY.
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© splomatag (64 Development PCOID_SMS) - o x

Puc. 3.4 [lpuknan sikocti rpaduku irpoBoro mpoaatky Ha 6asi Unreal Engine

3.2 E¢eKkTUBHICTH 3aIPONOHOBAHOT0 MeTO/y IPOLeYPHOI reHepaii

Bynp-sixuii iporieAypHuil reHepaTop Mae ABa OCHOBHI cTymneHi cBoooau. I1o-

nepiie, e CKIAIHICTh aaroputMmy reHeparii. Ile MoxHa Ha3zBaTH «CBOOOIOIO B

rubuHi». [lo-apyre, pi3HOMaHITHICTD pe3yJbTaTiB. AOO «cBOOOAA B LIUPUHYY.



66

['eHepaTop poO3MMPIOETHCS B TIMOWHY, 3MIHIOIOYHM CBiM koj. lle HemuHyue
MPU3BOUTH JI0 TOBHOI 3MIHU pe3yJIbTaTy TeHepallii, HaBiTh 3 0JITHAKOBOIO 3€PHUCTICTIO
y BEPCIsX 10 Ta MICIs yCKIaTHCHHS.

OCKUIbKH yC1 QJITOPUTMH MAIOTh TaKy OLIIHKY, SIK CKJIaITHICTh 32 4aCOM, MOKHA
OLIIHUTH BUKOPHUCTAHUHN aJITOPUTM MPOLIETYypPHOI reHepallii.

B irpoBomy 3acTocyHKy OyJi0 BUKOPHUCTAHO aIrOPUTM IPOIEAYPHOI TeHeparii
— BSP-nepeBo. /laHuii anroputM BHKOPHUCTOBYE CTPYKTYPY 3ajadi KOMIBOsDKEpa a,
CKJIa/IHICTh siKoro gopiBHIoe 2°0,

TakuM YMHOM anTrOpPUTM MPOIEAYPHOI TeHepallii HEeBKIIJOBUX IMPOCTOPIB
MOXKHa BBa)KaTH JOCUTH INBHUJIKUM. 3aCTOCOBYIOYM PUCYHOK 3.4, MOXHa HAOYHO

OIL[IHUTHU WKUAKICTh POOOTH AJITOPUTMY.

lap generation [
lap Generation completed in 18m 43

[lNA NpOOONXEHMA HaXMHUTE .FIN]E'_',"N:' Knaguwy . . .

Puc. 3.3 Pe3ynbrat poOoTH anropuTMy NpoueaypHOi reHeparii

3.3 BUCHOBKH TPeTHOI0 PO31i1y

OCKIJTbKM OCHOBHA METa MPOEKTY — 1€ CTBOPEHHS ITPOBOTO 3aCTOCYHKY, IO
3MOKE€ TMOKpAIIUTH MPOCTOPOBE OPIEHTYBAHHS KOPUCTyBaya Yy BIPTyaJbHOMY
npoctopi. Jns Toro, mo0 KOpHCTyBad HE 3MIT 3aCTOCOBYBATH 3700yTHI JTOCBi
MONEpPEeIHIX PIBHIB, OCHOBHOIO 1JIE€I0 CTAJIO PO3pO0Ka YHIKAIbHUX ITPOBUX OJIOKIB, SIK1
HE CXOX1 MK co0oro. TakuM 4YMHOM, MOKHAa JOCATTH €(EeKTy MOKpaIEeHHs

IPOCTOPOBOIO OPIEHTYBAHHS KOPUCTYBaya, B yHIKaJIbHUX YMOBaX.
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OTxe BUKOPUCTAaHHS TIPOILEIYPHOI TeHepamii aiIa i1ei TMOKparieHHsS

MIPOCTOPOBOIO OPIEHTYBAHHSI KOPUCTYBaya € HaWKpalIuM 13 METO/11B HAaBUAaHHS Yepes

rpy.
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PO3JILI 4
EKOHOMIKA

4.1. Bu3zHa4YeHHs1 TPYAOMICTKOCTI pO3pO0KH MPOrPaMHOIo 3a0e3neyeHHst

[TouarkoBi gaHi:

1.
2
3
4.
S)

3amaul — 1,2.
6.

[TepenbauyBane uucio orneparopiB nporpamu — 1048.
KoedoimienT ckmagnocti mporpamu — 1,3.

KoedimienT xkopekirii mporpamu B xoi ii po3pooku — 0,07.
['onuuHa 3apo0iTHA Mm1aTa mporpamicta— 58 rpH/To.

KoeditieHT 3011b11€HHS BUTPAT Ipalll BHACIIIOK HETOCTaTHHOTO ONUCY

Koedimient kBamiikauii mporpamicra, 00OyMOBIEHUH BiJl CTaXy poOOTH

3 maHoi cnemansHocTl — 1,2.

7.

Bapricts Mmammno-roguaun EOM —13 rpu/rog.

HopmyBanns mpati B mporeci cTBOpeHHs [I3 iCTOTHO yCKIaJHEHO B CHITY

TBOPUYOTO XapakTepy mpaili mporpamicta. ToMy TpyIoMiCTKICTh po3poOku [13 moxe

OyTH po3paxoBaHa Ha OCHOB1 CUCTEMHU MOJIEJIEH 3 PI3HOIO TOYHICTIO OIIIHKH.

Tpynomictkicth po3pooku 13 MokHa po3paxyBaTu 3a GOPMYJIOO:

=Mt oy | o puno-TomH, (4.1)

ne lo,- BUTpaTH npaitii Ha MiIr0TOBKY i OMKC MOCTaBJICHO1 3aa41 (TpuiMaeThCs

50 mroaMHO-TOIMH);

t, - BUTpaTH Tparli Ha TOCIIPKEHHS allTOPUTMY PIIIICHHS 3a/1a4i;

t,- BUTpaTu npaii Ha po3poOKy OJI0K-CXeMH alTOPUTMY;

t,-BUTpaTH Mpalll Ha TPOrpaMyBaHHS MO0 TOTOBIM OJIOK-CXeM;

t,m,~BUTPATH TpAIll HA HAJIAroKeHHs porpamu Ha EOM;

t) - BUTpaTH Tpalll Ha MArOTOBKY JTOKYMEHTAIlii.
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CkJtaioBi BUTpATH Mpaii BU3HAYAIOTHCA Y€pe3 YMOBHE YHCIIO OMEPATOPIB Y
MIporpaMHOrMy 3a0e3IeueHHi1, SKe Po3po0JIsIe€ThCs.

YMOBHE 4HCIIO OTIepaTOPiB (TETIB):

Q=q-C-(1+p), (4.2)

ae ( - nepeadauyBane uncio omnepatopis (1300);
C - koedirienT ckinaaHocTi mporpamu (1,6);

P - KoedilieHT KopeKIlii mporpaMu B xoi ii po3pooku (0,05).

3BiJICH YMOBHE YHCJIO ONEPATOPIB B IPOTpami:

Q=1,3"-1048 - (1 +0,05)=1430,52

Butparu mpaiii Ha BUBYEHHsI OMHKCY 3ajadi t, BU3HAYAETHCS 3 ypaxyBaHHSIM

YTOYHEHHS ONUCY 1 KBadi(iKalii mporpamicra:

_ QB
t, = m , TFOJTUHO-TOJIMH,

ne B - koedimienT 301bIIIEHHS BUTPAT Ipalll BHACIIIOK HEIOCTATHLOTO OTTUCY
3a1aui;

k - koedimienT kBamidikarii mporpamicra, 00yMOBICHHI BiJl CTaxy poOOTH 3
naHoi criemianbHOCT.ITpu cTaxi podotu Bix 3 10 5 pokiB BiH ckiamae 1,2.

[IpuiiMmeMo 30UIbIIEHHS] BUTpPAT Mpalll BHACIIJOK HEAOCTATHBOTO OIUCY
3aBaaHHs He Oinbiine 50% (B = 1,2). 3 ypaxyBanHsM koedimienTa kBamidikamii k = 1,2,

OTPUMYEMO BUTPATHU Hpaui Ha BUBYUCHH: OIINCY 3aBJIaHHA:

(1430 - 1,2)

t= (75-12) =19 JIFOINHO-TOTUH
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Butpartu mpaiii Ha po3poOKy ainropuTMy pIIIEHHS 3a/ladl BU3HAYAIOTHCS 32

dbopmyIoro:

t, = ﬁ , JIIOJJUHO-TOIUH, (4.3)

ne Q — yMOBHE YHCIIO ONEepaTOPiB MPOTPaMU;

K — koeimienT kBamidikarii mporpamMicra.
[TizmcTaBUBIIM BiAMOBIIHI 3HA4€HHS B opMyity (4.3), IFOAMHO-TOIUH:

1165
t,= (20-12) =49 monuHo0-romuH.

BuTtpartu Ha ckiagaHHs IPOrpaMHu 1O TOTOBINA CXEMI:

Q
t =—————— , IIOAUHO-TOJMH.
"7 (20..25)k A A
(1165 - 1,2)
t,= (20-12) =n5g JIFOTUHO-TOJINH.

Butparu npaiii Ha HaslarokeHHs rnporpamu Ha EOM:

- 3a YMOBH aBTOHOMHOI'O HAJIArOJPKCHHA OJTHOT'O 3aBAaHHSI:

t,,,=———— , JIIOAUHO-TOJUH.
" (4.5)k A\ )i

_ 1165

tom -
(5-1.2)

= 194 nroauHO-TOIUH.
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- 3a YMOBH KOMINJICKCHOT'O HAJIAI'OJ[’KCHH 3aBJIaHH::

t =151 JHOJUHO-TOVH.

omn >

= 1,5 - 194 = 291 moanHO-TOIMH.
Burpary npaii Ha HiJIrOTOBKY JOKyMEHTALlil BU3HAYAIOThCS 33 (QOPMYIIONO:
L=ttt | mrommmO-TOMMH,

1€ ty,~TpyJOMICTKICTb MIATOTOBKHA MaTEPIAJIIB 1 PyKOIIUCY:

t o= m , JIIUHO-TOJINH,

tyo - TPYZJOMICTKICTh peAaryBaHHsl, e4aTKu i 0(pOpMIICHHS JOKYMEHTAIi:
t, =075t , TOAMHO-TOMHH.

[TincraBnsitoun BiAMOBIIHI 3HAYEHHS, OTPUMAEMO:

1165
top = (18-1.2) = 54 nropuHO-rOAMH.

too = 0,75 - 316 = 41 mroaMHO-TOYH.

t,= 54 + 41 = 95 mroauHO-TOAMH.

[Toseprarouuck 10 hopmynu (4.1), OTpUMaEMO MOBHY OLIIHKY TPYIOMICTKOCTI

PO3pOOKHU MPOTPAMHOTO 3a0€3MEUEHHS:

t=50+ 22+ 49 + 58 + 194 + 95 = 468 nroauHO-TOIUH.



72

4.2. BuTtpaTtn Ha CTBOPEHHSI NIPOrPaAMHOro 3a0e3ne4eHHs

Butpatu Ha cTBOpeHHS nmporpamMHoro 3abe3nedeHHst Ko BKIIOYAlOTh BUTPATH
Ha 3apo0ITHY MJIaTy BUKOHABIS IPOTrpaMu 3371 BATPAT MAIIMHHOTO Yacy, HEOOX1HOTO
Ha HajaroJXeHHs nporpamMu Ha EOM:

K no= 321+ 3us , TPH.

3apo0iTHA MJ1aTa BUKOHABI(IB BUSHAYAETHCS 32 (POPMYJIIOO:

3 =t-Chp, I'PH,

ne: t - 3arasibHa TPyAOMICTKICTb, JIFOAUHO-TO/IUH;
Cpp - cepenHs rOAMHHA 3ap0o0iTHA IUIaTa Mporpamicra, IpH/ToIMHA
3 ypaxyBaHHSIM TOTO, 1110 CepeHs TOAMHHA 3apIulaTa MporpaMicTa CTaHOBUTH

58 rpH / TOI, OTpUMYEMO:

3317: 468 . 58 = 27,144 I'PH.

Bapricte MammHHOTO Yacy, HEOOXIJHOTO JJisi HAJIAaro/KeHHsI MpOoTrpaMu Ha

EOM, Bu3HavaeThes 3a GOpMyJIor0:

3,116 - tomﬂ ) C.m » I'PH, (44)

ne  tom: - TPYJOMICTKICTD HajaropkeHHs nporpamu Ha EOM, rog;
C,w - BapTicTh MammHo-roguau EOM, rpa/roz (13 rpu/ron).
[TincraBumm B dopmyny (4.4) BIAMOBINHI 3HAYCHHS, BU3HAYUMO BapTICTh

HCO6Xi,IIHOFO AJI1 HAJIAaroIKCHHA MalllMHHOI'O 4acy:
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3u=224 - 13 =2912 rpH.

3BiZICM BUTPATH Ha CTBOPEHHS IPOTPAMHOTO MPOAYKTY:

Ko = 32,760 + 2,912 = 35,672 rp=.

OuikyBanwuii nepion crBopeHHs [13:

ne By- uncio BuKkoHaBIlB (0piBHIOE 1);
Fp - Micaunuii pona podouoro vacy (mpu 40 ronrnHHOMY poOOYOMY THXKHI
F,=176 ronun).

3BiJICH BUTPATH Ha CTBOPEHHS TPOTrPAMHOTO MPOAYKTY:

4.3 MapKeTHHIOBi I0C/Ii/IKeHHS] PUHKY

Irpu nar0Th MOXIMBICTH OTPUMATHU JOCBIA, SKUHA HAM HEJAOCTYINHUH Yy
peanbHOMYy KUTTI. Lle crocyeTrbcs HE TUIBKM OWTB 3 JAEMOHAMH, JIOCIIKCHHS
(dbaHTaCTUYHUX CBITIB 1 KOCMIYHHUX TOJBOTIB. JlesKki irpu JaroTh MOMKJIUBICTH
NEPEOCMUCIIUTU JIOTIKY HaBKOJHUIIHBOTO CBITY Ta BIAYYTH AII0 HOBHUX (PI3UYHUX
3aKOHIB.

CrnoTBOpeHHsI TEPCIEKTUBH, MPOCTOPOBI aHOMaJli Ta MOJOPOXKI Yepe3
nopTanu — yci Il ITPOBI NPUMOMU TPAAUINIAHO OO0’ €MHYIOTHCS B KOHIICTIIIIIO

HEEBKJIIOBOI TeOMeTpii. Y IiHi CTaTTi MU po30epemMocs, SK BOHU MPAIIOIOTh.
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BuxopucTtanHs HEEBKIIIOBOI TEOMETpil y IrpoBHX JOJATKaX JTOCUTh
oOMexkeHo. [{e 3yMOBIIeHO THM, 1110 JJaHHA TEXHOJIOT1sI JOCUTh pecyMiCcTKa. AJie JaHHA
TEXHOJIOT1Sl MOXE IOTIOMOTTH KOPUCTy4aM PO3BUTH KOTHITUBHI HABUYKH.

Inei HeMOXJIHMBOi apXiTEKTypH, CHOTBOPEHOTO MPOCTOPY Ta HETUIIOBOI
HaBiramii — 49ya0Bi i7ei s irop-ToioBojoMoK. Lle skaHp, y sSKOMy HEEBKJIiJoBa
TeOMETpis Mmoka3aia cede y BCiii Kpaci.

OcnoBue 3aBmanHsi Unreal Engine — copocTUTH CTBOpPEHHS SIKICHOTO
MPOEKTY, B TOMY YHCJI 3 ITPOBUM 1 CTAOUIBHUM MYJIbTUILIEEpOM. Bennka KUIbKICTh
aKTHBIB 1 MOXJIMBICTh KEPYBAaTH HE TUTLKH MEXAHIKOIO, a 1 Ipadikoio rpH € OJIHIEI0 3
rojoBHuX ocobnmBocteit UE.

[HII1 XapaKTEepUCTUKH, K1 BIAPI3HAIOTH L€ ABUTYH BIJl IHIINX, BKIIOYAOTh!

1. IloBHmii roroBuii HaOip i1HCTpyMeHTIB. [loTpiOHO muIlE BCTAHOBUTH
CepeloBUIIE PO3POOKH Ta 3alyCTHTH HOro — ycl HeoOXiaHi (yHKIIT Bxke OyIyTh B
Unreal Engine.

2. Po3pobka ma C++. Ils moBa mporpamyBaHHS XO04Y 1 CKJIAJHIIIA JIs
BUBYEHHS, HIXK ToM ke C# abo Python, ane mpairtoe nHabararo mBuame. [{e nokpairye
SKICTh Ta MPOAYKTUBHICTh MPOEKTY B OCTATOYHIM BEPCii.

3. BisyaneHmii crienapiii. Cucrema Visual Scripting Blueprints mo3Bossie
CTBOPIOBATU IrpU HAaBITh ISl THUX, XTO He 3Hae MoBu C++. I xoua mnsa kpaioro
pe3ynbTaTy KOJ BCE OJHO JOBEIEThCS PeAaryBaT CaMOCTIMHO, IMIBUAKICTh CTBOPEHHS
0a30BHX 00’ €KTIB MOKHA 3HAYHO 30UIBIIUTH.

Takum unHOM, TIocTiHiHE BIockoHaneHHs: Unreal Engine no3Bossie po3poOHUKY
OTpUMATH HAWBHUIIHMKA PIBEHb SKOCTI MOOUIBHMX TMPOAYKTIB 3 MIHIMaJIbHUMU

BKJIQJICHHSIMH 4acy Ta 3yCHJIb.

4.4 BUCHOBKH

IrpoBuit  momatok pO3pOOJICHWIA 3 METOK TOKpAIIeHHS KPYyro3opy

KOpHUCTYyBada, Ta CKPACHUTHU HOT0 I[OSBiJ'IJI}I. BapTiCTI) JaHOI'0 O0A4TKy CTAHOBUTDH

35,672 rpH. Ta HEe MOTpedye JOJATKOBUX BUTPAT MPHU po3poOIll mpoekTy. OuikyBaHUN
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gac po3poOku - 3 micsi. Le Tepmin moB's13aHMiA 31 3HAYHOIO KIJTBKICTIO OTIEPATOPIB 1
BKJIIOUA€ B ceOe yac NI TOCIHIHKCHHS Ta pO3pOOKH aJIrOPUTMY PO3B'SI3aHHS 3ajadi,
pO3pOoOKy Au3aiiHy, CTBOPEHHS BeO-CaliTy Ta MiATOTOBKY MOKyMeHTaIlli. OCKUIKU
IrpOBI1 J0JIaTKH, 5Kl MOETHYIOTh Y CO01 Ipy Ta MOKpPAIIEHHS KPYTro30py € J0CTaTHHOIO
PIAKICTIO, JAHUI ITPOBHIA 3aCTOCYHOK MA€ IOCUTh TIO3UTUBHY OI[IHKY MapKETHHTOBOTO
TOCITIKEHHS. SIK 1 irpoBi TOAATKH, 10 BUKOPUCTOBYIOTH HE THMOBI (Pi3UyHI SIBUIIIA,
JaHWH iTPOBUH OJIATOK, CTBOPIOE YHIKAIBHUN BIPTyaJIbHUN MPOCTIP ISl KOXKHOTO

KOPHUCTYBaua.
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BUCHOBKHA

B pe3ynbrari BukoHHaHs KBasiikaliiitHoi poOoTH O0yi10 po3pobiaeHo irpoBHit
JOJIaTOK, 10 BUKOPUCTOBYE METOIU IMPOLEAYPHOI TeHepalli HEeeBKJIIJ0BOro
npoctopy. Po3poOrnenmii irpoBuii JOJAaTOK  CTBOPIOE MPOEKIII0 BIPTYaJIbHOTO
OTOYEHHS /JIi KOPUCTyBaua, 0a3ylOYHCh Ha TMOCIIJOBHOMY BHUKOPHCTaHHI OCHOB
HEEBKJIIOBOI TeOMETpii Ta JoloMarae pO3BUTKY KOTHITUBHOTO  CIPHUSTTS
KOpHUCTyBaua 4epe3 rpy. PanizoBaHa onTumizaiiisi pecypciB IrpOBro 3aCTOCYHKY, Ta
ONTHUMI3allisl AITOPUTMIB MPOIIEAYPHOI reHeparlii, 3aBJIIKH YOMY

PeanizoBanuii mpoeKT NpuU3HAUYCHU JIJIS pO3BAKAIBHUX IIIJIEH ajie Joromarae
KOPHUCTYBauy KOTHITUBHI HABUYKHU JIJIsl Op1EHTYBaHHs y npocTopl. [Iporpama npariroe
nig kepyBaHHs OC Linux, sika IIMPOKO BUKOPUCTOBYETHCS ILIIBOBOIO ayIUTOPIEIO
npoaykTy. Po3poOka Benach Ha BUCOKOPIBHEBIN MOBI mporpamyBaHHs C++, sika Hajae
3MOTY JOCHUTh TOYHO OIIEpYBaTH pecypcaMy ¥ [103BOJIMIA JIOCSATTH JOCTaTHIX
pe3ybTaTiB B IBUIKOCTI POOOTH MPOTPaAMHU.

Jlns anamnizy epeKTUBHOCTI METO/I1B MPULIETYPHOI TeHeparlii 0yJIo pO3TJIIHYTO
,BIIPOBA/KEHO Ta MPOTECTOBAHO JACKIIbKa anroputMiB. Cepes BCiX anropuTMiB OyB
o0paHo, Ta ONTUMI30BaHO HAWIITBHIIIHA.

B po3aini «kExoHOMiKa» BHU3HAYE€HO TPYAOMICTKICTh PO3POOKH MPOrpaMHOTO
3a0e3nedeHHs (468 won-roj), MiApaxoBaHI BUTPATH HA CTBOPEHHS MPOrPAMHOTO

3abe3rneueHHs ( 35,672 rpH.) 1 ragaHui niepio po3pooku (5 Mic.).
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JlopaToxk A
KO ITPOI'PAMUA

DiplomaMag Character.cpp

#include "DiplomaMag Character.h"

#include "HeadMountedDisplayFunctionLibrary.h"
#include "Camera/CameraComponent.h"

#include "Components/CapsuleComponent.h"

#include "Components/InputComponent.h"

#include "GameFramework/CharacterMovementComponent.h"
#include "GameFramework/Controller.h"

#include "GameFramework/SpringArmComponent.h"

L1717 7777777777777777777777777777777777777777777777777777777777777777777777
// ADiplomaMag Character

ADiplomaMag Character::ADiplomaMag Character ()

{
// Set size for collision capsule
GetCapsuleComponent () ->InitCapsuleSize (42.£f, 96.0f);
// set our turn rates for input
BaseTurnRate = 45.f;
BaseLookUpRate = 45.f;
// Don't rotate when the controller rotates. Let that just affect the camera.
bUseControllerRotationPitch = false;
bUseControllerRotationYaw = false;
bUseControllerRotationRoll = false;

// Configure character movement

GetCharacterMovement () ->bOrientRotationToMovement = true; // Character moves in the
direction of input...
GetCharacterMovement () ->RotationRate = FRotator (0.0f, 540.0f, 0.0f); // ...at this rotation

rate
GetCharacterMovement () ->JumpZVelocity = 600.f;
GetCharacterMovement () ->AirControl = 0.2f;
// Create a camera boom (pulls in towards the player if there is a collision)
CameraBoom = CreateDefaultSubobject<USpringArmComponent> (TEXT ("CameraBoom")) ;
CameraBoom->SetupAttachment (RootComponent) ;
CameraBoom->TargetArmLength = 300.0f; // The camera follows at this distance behind the
character
CameraBoom->bUsePawnControlRotation = true; // Rotate the arm based on the controller
// Create a follow camera
FollowCamera = CreateDefaultSubobject<UCameraComponent> (TEXT ("FollowCamera"));
FollowCamera->SetupAttachment (CameraBoom, USpringArmComponent::SocketName); // Attach the
camera to the end of the boom and let the boom adjust to match the controller orientation
FollowCamera->bUsePawnControlRotation = false; // Camera does not rotate relative to arm
// Note: The skeletal mesh and anim blueprint references on the Mesh component (inherited
from Character)
// are set in the derived blueprint asset named MyCharacter (to avoid direct content
references in C++)
}
L1717 7777777777777777777777777777777777777777777777777777777777777777777777
// Input
void ADiplomaMag Character::SetupPlayerInputComponent (class UInputComponent* PlayerInputComponent)
{
// Set up gameplay key bindings
check (PlayerInputComponent) ;
PlayerInputComponent->BindAction ("Jump", IE Pressed, this, &ACharacter::Jump);
PlayerInputComponent->BindAction ("Jump", IE Released, this, &ACharacter::StopJumping);
PlayerInputComponent->BindAxis ("MoveForward", this, &ADiplomaMag Character::MoveForward) ;
PlayerInputComponent->BindAxis ("MoveRight", this, &ADiplomaMag Character::MoveRight);
// We have 2 versions of the rotation bindings to handle different kinds of devices
differently
// "turn" handles devices that provide an absolute delta, such as a mouse.
// "turnrate" is for devices that we choose to treat as a rate of change, such as an analog
joystick
PlayerInputComponent->BindAxis ("Turn", this, &APawn::AddControllerYawInput) ;
PlayerInputComponent->BindAxis ("TurnRate", this, &ADiplomaMag Character::TurnAtRate);
PlayerInputComponent->BindAxis ("LookUp", this, &APawn::AddControllerPitchInput);
PlayerInputComponent->BindAxis ("LookUpRate", this, &ADiplomaMag Character::LookUpAtRate);
// handle touch devices
PlayerInputComponent->BindTouch (IE_Pressed, this, &ADiplomaMag Character::TouchStarted);
PlayerInputComponent->BindTouch (IE _Released, this, &ADiplomaMag Character::TouchStopped) ;

// VR headset functionality
PlayerInputComponent->BindAction ("ResetVR", IE Pressed, this,
&ADiplomaMag Character::0OnResetVR);
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}

void ADiplomaMag Character::0nResetVR ()
{
// If DiplomaMag is added to a project via 'Add Feature' in the Unreal Editor the
dependency on HeadMountedDisplay in DiplomaMag .Build.cs is not automatically propagated
// and a linker error will result.
// You will need to either:

// Add "HeadMountedDisplay" to [YourProject].Build.cs
PublicDependencyModuleNames in order to build successfully (appropriate if supporting VR).

// or:

// Comment or delete the call to ResetOrientationAndPosition below (appropriate

if not supporting VR)
UHeadMountedDisplayFunctionLibrary: :ResetOrientationAndPosition () ;

}

void ADiplomaMag Character::TouchStarted (ETouchIndex::Type FingerIndex, FVector Location)
{

Jump () ;
}

void ADiplomaMag Character::TouchStopped (ETouchIndex: :Type FingerIndex, FVector Location)
{

StopJumping () ;
}

void ADiplomaMag Character::TurnAtRate (float Rate)
{
// calculate delta for this frame from the rate information
AddControllerYawInput (Rate * BaseTurnRate * GetWorld()->GetDeltaSeconds());
}

void ADiplomaMag Character::LookUpAtRate (float Rate)

{
// calculate delta for this frame from the rate information
AddControllerPitchInput (Rate * BaseLookUpRate * GetWorld()->GetDeltaSeconds()):;

}

void ADiplomaMag Character::MoveForward(float Value)
{
if ((Controller != nullptr) && (Value != 0.0f))
{
// find out which way is forward
const FRotator Rotation = Controller->GetControlRotation();
const FRotator YawRotation (0, Rotation.Yaw, 0);

// get forward vector
const FVector Direction = FRotationMatrix (YawRotation) .GetUnitAxis (EAxis: :X);
AddMovementInput (Direction, Value);

}

void ADiplomaMag Character::MoveRight (float Value)
{
if ( (Controller != nullptr) && (Value != 0.0f) )
{
// find out which way is right
const FRotator Rotation = Controller->GetControlRotation();
const FRotator YawRotation (0, Rotation.Yaw, 0);

// get right vector

const FVector Direction = FRotationMatrix (YawRotation) .GetUnitAxis (EAxis::Y);
// add movement in that direction

AddMovementInput (Direction, Value);

}

DiplomaMag_Character.h

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Character.h"
#include "DiplomaMag Character.generated.h"

UCLASS (config=Game)
class ADiplomaMag Character : public ACharacter
{
GENERATED BODY ()
/** Camera boom positioning the camera behind the character */
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UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Camera, meta = (AllowPrivateAccess

= "true"))
class USpringArmComponent* CameraBoom;
/** Follow camera */

UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category = Camera, meta = (AllowPrivateAccess

= "true"))
class UCameraComponent* FollowCamera;
public:
ADiplomaMag Character();
/** Base turn rate, in deg/sec. Other scaling may affect final turn rate. */
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category=Camera)
float BaseTurnRate;
/** Base look up/down rate, in deg/sec. Other scaling may affect final rate. */
UPROPERTY (VisibleAnywhere, BlueprintReadOnly, Category=Camera)
float BaseLookUpRate;
protected:

/** Resets HMD orientation in VR. */

void OnResetVR () ;

/** Called for forwards/backward input */

void MoveForward(float Value);

/** Called for side to side input */

void MoveRight (float Value);

/**
* Called via input to turn at a given rate.
* @param Rate This is a normalized rate, i.e. 1.0 means 100% of desired turn rate
*/

void TurnAtRate (float Rate);

/‘k‘k
* Called via input to turn look up/down at a given rate.
* @param Rate This is a normalized rate, i.e. 1.0 means 100% of desired turn rate
*/

void LookUpAtRate (float Rate);

/** Handler for when a touch input begins. */
void TouchStarted (ETouchIndex::Type FingerIndex, FVector Location);

/** Handler for when a touch input stops. */
void TouchStopped (ETouchIndex: :Type FingerIndex, FVector Location);

protected:

// APawn interface

virtual void SetupPlayerInputComponent (class UInputComponent* PlayerInputComponent)
override;

// End of APawn interface

public:
/** Returns CameraBoom subobject **/
FORCEINLINE class USpringArmComponent* GetCameraBoom() const { return CameraBoom; }
/** Returns FollowCamera subobject **/
FORCEINLINE class UCameraComponent* GetFollowCamera () const { return FollowCamera; }
}i
AddToProjectConfig.h

#pragma once

#include "CoreMinimal.h"
#include "UObject/Object.h"
#include "UObject/Interface.h"
class IClassViewerFilter;
class SWindow;

struct FSlateBrush;

/**

* Delegate called when code is added to the project. Passes in the created class name and class
path

*

* @param ClassName The created class name

* @param ClassPath The created class path

* @param ModuleName The name of the module that the class was added to

*/

DECLARE_DELEGATE ThreeParams ( FOnAddedToProject, const FString& /*ClassName*/, const FStringg
/*ClassPath*/, const FString& /*ModuleName*/);
class IClassViewerFilter;
/** Information used when creating a new class via AddCodeToProject */
struct FNewClassInfo
{
/** The type of class we want to create */
enum class EClassType : uint8

{
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/** The new class is using a UObject as a base, consult BaseClass for the type. */

UObject,

/** The new class should be an empty standard C++ class. */

EmptyCpp,

/** The new class should be a Slate widget, deriving from SCompoundWidget. */
SlateWidget,

/** The new class should be a Slate widget style, deriving from FSlateWidgetStyle,

along with its associated UObject wrapper class. */

SlateWidgetStyle,
/** The new class is a UObject Interface, to be implemented by other UObject-based

classes. */

UlInterface,
bi

/** Default constructor; must produce an object which fails the IsSet check */
FNewClassInfo ()
ClassType (EClassType: :UObject)
, BaseClass (nullptr)
{
}
/** Convenience constructor so you can construct from a EClassType */
explicit FNewClassInfo (const EClassType InClassType)
ClassType (InClassType)
, BaseClass (nullptr)
{
}
/** Convenience constructor so you can construct from a UClass */
explicit FNewClassInfo (const UClass* InBaseClass)
ClassType (EClassType: :UObject)
, BaseClass (InBaseClass)
{
}

/** Check to see if this struct is set to something that could be used to create a new class

*/

bool IsSet () const

{

return ClassType != EClassType::UObject || BaseClass;

}

/** Get the "friendly" class name to use in the UI */

FText GetClassName () const;

/** Get the class description to use in the UI */

FText GetClassDescription(const bool bFullDescription = true) const;

/** Get the class icon to use in the UI */

const FSlateBrush* GetClassIcon() const;

/** Get the C++ prefix used for this class type */

FString GetClassPrefixCPP () const;

/** Get the C++ class name; this may or may not be prefixed, but will always produce a valid
C++ name via GetClassPrefix () + GetClassName () */

FString GetClassNameCPP () const;
/** Some classes may apply a particular suffix; this function returns the class name with

those suffixes removed */

FString GetCleanClassName (const FString& ClassName) const;
/** Some classes may apply a particular suffix; this function returns the class name that

will ultimately be used should that happen */

*/

}i

FString GetFinalClassName (const FString& ClassName) const;

/** Get the path needed to include this class into another file */

bool GetIncludePath (FString& OutIncludePath) const;

/** Gets header filename of the base class. */

FString GetBaseClassHeaderFilename () const;

/** Given a class name, generate the header file (.h) that should be used for this class */
FString GetHeaderFilename (const FString& ClassName) const;

/** Given a class name, generate the source file (.cpp) that should be used for this class

FString GetSourceFilename (const FString& ClassName) const;

/** Get the generation template filename to used based on the current class type */
FString GetHeaderTemplateFilename () const;

/** Get the generation template filename to used based on the current class type */
FString GetSourceTemplateFilename () const;

/** The type of class we want to create */

EClassType ClassType;

/** Base class information; if the ClassType is UObject */

const UClass* BaseClass;

/** Helper that creates lists of featured classes. Include FeaturedClasses.inl for definitions. */
/** Q@todo make this ini configurable */
struct FFeaturedClasses

{
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public:
/** Get a list of all featured native class types */
static TArray<FNewClassInfo> AllNativeClasses();
/** Get a list of all featured Actor class types */
static TArray<FNewClassInfo> ActorClasses();
/** Get a list of all featured Component class types */
static TArray<FNewClassInfo> ComponentClasses();
private:

/** Append the featured Actor class types that are commonly used */
static void AddCommonActorClasses (TArray<FNewClassInfo>& Array);

/** Append the featured Actor class types that are less commonly used */
static void AddExtraActorClasses (TArray<FNewClassInfo>& Array);

/** Append the featured Component class types that are commonly used */
static void AddCommonComponentClasses (TArray<FNewClassInfo>& Array);

/** Append the featured Component class types that are less commonly used */
static void AddExtraComponentClasses (TArray<FNewClassInfo>& Array);
}i

/** Add to project dialog configuration structure */
struct FAddToProjectConfig

{
FAddToProjectConfig() : ParentClass(nullptr), bModal (false) {}

public:
/** Force the add to project dialog to use the specified parent class. Skips the first step
(choose a parent class) as a result. */
FAddToProjectConfig& ParentClass (const UClass* InClass)
{ _ParentClass = InClass; return *this; }
/** Limits the allowable parent classes by the specified filter. */
FAddToProjectConfig& AllowableParents (const TSharedPtr<IClassViewerFilter>& In) {
_ParentClass = nullptr; AllowableParents = In; return *this; }
/** The initial path we should use as the destination for the new file, or an empty string
to choose a suitable default based upon the module path. */
FAddToProjectConfig& InitialPath (FString InInitialPath)
{ _InitialPath = MoveTemp (InInitialPath); return *this; }
/** Optional argument that specifies the default name for the new class being added. The
user will be able to type their own name if they don't like this name. If empty, defaults to the
name of the inherited class. */

FAddToProjectConfig& DefaultClassName (FString InDefaultClassName) {
_DefaultClassName = MoveTemp (InDefaultClassName); return *this; }

/** Optional argument that specifies the prefix for the new class name. The user will be
able to type their own name if they don't like this name. Defaults to "My" if not specified or
empty. */

FAddToProjectConfig& DefaultClassPrefix (FString InDefaultClassPrefix) {

_DefaultClassPrefix = MoveTemp (InDefaultClassPrefix); return *this; }
/** The title text to display on the window */
FAddToProjectConfig& WindowTitle (FText InText)
{ _WindowTitle = MoveTemp (InText); return *this; }
/** The parent window the dialog should use, or null to choose a suitable default parent
window (the main frame, if available). */
FAddToProjectConfig& ParentWindow (const TSharedPtr<SWindow>& InParentWindow) {
_ParentWindow = InParentWindow; return *this; }
/** Make the window modal to force the user to make a decision before continuing. */
FAddToProjectConfig& Modal (bool bModal = true)
{ _DbModal = bModal; return *this; }
/** Callback for when the object is successfully added to the project */
FAddToProjectConfig& OnAddedToProject (const FOnAddedToProject& InDelegate) {
_OnAddedToProject = InDelegate; return *this; }

/** Set the add to project dialog to show component types on the initial 'featured' classes
list */
FAddToProjectConfig& FeatureAllNativeClasses ()
{ FeaturedClasses = FFeaturedClasses::AllNativeClasses(); return *this; }
/** Set the add to project dialog to show component types on the initial 'featured' classes
list */
FAddToProjectConfig& FeatureActorClasses ()
{ _FeaturedClasses = FFeaturedClasses::ActorClasses(); return *this; }
/** Set the add to project dialog to show component types on the initial 'featured' classes
list */
FAddToProjectConfig& FeatureComponentClasses ()
{ _FeaturedClasses = FFeaturedClasses::ComponentClasses(); return *this; }
public:



/** Forced parent class to use */

const UClass* ParentClass;

/** Filter for allowable parent classes, when ParentClass is nullptr */
TSharedPtr<IClassViewerFilter> AllowableParents;

/** Array of featured classes */

TArray<FNewClassInfo> FeaturedClasses;

/** Initial file path for the (blueprint) class */

FString InitialPath;

/** Default name prefix for the (blueprint) class */

Fstring DefaultClassPrefix;

/** Default name for the (blueprint) class, excluding class prefix */
FString DefaultClassName;

/** The title to display on the window */

FText WindowTitle;

/** Parent window to use */

TSharedPtr<SWindow> ParentWindow;

/** True to force a modal dialog, false otherwise */
bool bModal;

/** Delegate to invoke when the (blueprint) class has been added to the project */

FOnAddedToProject OnAddedToProject;
}i
ClassTemplateEditorSubsystem.h

#pragma once
#include "CoreMinimal.h"
#include "EditorSubsystem.h"
#include "UObject/Class.h"
#include "UObject/WeakObjectPtrTemplates.h"
#include "ClassTemplateEditorSubsystem.generated.h"
// Forward Declarations
class FSubsystemCollectionBase;
class FText;
UCLASS (Abstract)
class GAMEPROJECTGENERATION API UClassTemplate : public UObject
{
GENERATED_ BODY ()

public:
virtual void BeginDestroy() override;
// Returns the directory containing the text file template for
// the given base generated class.
virtual FString GetDirectory() const;
// Reads the header template text from disk. If failure to read from
// disk, returns false and provides text reason.
bool ReadHeader (FString& OutHeaderFileText, FText& OutFailReason) const;
// Reads the source template text from disk. If failure to read from
// disk, returns false and provides text reason.
bool ReadSource (FString& OutSourceFileText, FText& OutFailReason) const;
const UClass* GetGeneratedBaseClass () const;

protected:
// Sets the generated base class associated with the given template
void SetGeneratedBaseClass (UClass* InClass);
// Returns the filename associated with the provided class template
// without an extension. Defaults to class name.
virtual FString GetFilename () const;
// Returns full header filename including '.h.template' extension
FString GetHeaderFilename () const;
// Returns full sourcefilename including '.cpp.template' extension
FString GetSourceFilename () const;

private:

// Base UClass of which template class corresponds.
UPROPERTY (Transient)
UClass* GeneratedBaseClass;
}i
UCLASS (Abstract)
class GAMEPROJECTGENERATION API UPluginClassTemplate : public UClassTemplate
{
GENERATED_BODY ()
public:
// Returns the directory containing the text file template for
// the given base generated class.
virtual FString GetDirectory() const override;
protected:
UPROPERTY (Transient)
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FString PluginName;
}i
UCLASS ()
class GAMEPROJECTGENERATION API UClassTemplateEditorSubsystem : public UEditorSubsystem
{

GENERATED BODY ()
private:

using FTemplateRegistry = TMap<TWeakObjectPtr<const UClass>, TWeakObjectPtr<const
UClassTemplate>>;

FTemplateRegistry TemplateRegistry;

public:
UClassTemplateEditorSubsystem() ;
virtual void Initialize (FSubsystemCollectionBase& Collection) override;
virtual void Deinitialize() override;
// Registers all currently loaded template classes with the internal registry.
void RegisterTemplates () ;
// Returns path to the directory containing all engine class templates.
static FString GetEngineTemplateDirectory();
// Returns whether or not class has registered template
bool ContainsClassTemplate (const UClass* InClass) const;
// Returns class template if one is registered.
const UClassTemplate* FindClassTemplate (const UClass* InClass) const;
friend class UClassTemplate;

private:

// Registers a template class with the subsystem
void Register (const UClassTemplate* InClassTemplate);
// Unregisters a template class with the subsystem
bool Unregister (const UClassTemplate* InClassTemplate);

}i

GameProjectGenerationModule.h

#pragma once

#include "CoreMinimal.h"

#include "Modules/ModuleInterface.h"

#include "Modules/ModuleManager.h"

#include "ModuleDescriptor.h"

#include "AddToProjectConfig.h"

struct FSlateBrush;

struct FTemplateCategory;

/**
* Game Project Generation module
*/
class FGameProjectGenerationModule : public IModuleInterface
{
public:
typedef TMap<FName, TSharedPtr<FTemplateCategory>> FTemplateCategoryMap;
/**
* Called right after the plugin DLL has been loaded and the plugin object has been created
*/
virtual void StartupModule () ;
/**
* Called before the plugin is unloaded, right before the plugin object is destroyed.
*/

virtual void ShutdownModule () ;

/**
* Singleton-like access to this module's interface. This is just for convenience!
* Beware of calling this during the shutdown phase, though. Your module might have been
unloaded already.
*
* @return Returns singleton instance, loading the module on demand if needed
*/
static inline FGameProjectGenerationModule& Get ()
{
static const FName ModuleName = "GameProjectGeneration";
return FModuleManager: :LoadModuleChecked< FGameProjectGenerationModule >( ModuleName

}
/** Creates the game project dialog */
virtual TSharedRef<class SWidget> CreateGameProjectDialog(bool bAllowProjectOpening, bool
bAllowProjectCreate) ;
/** Creates a new class dialog for creating classes based on the passed-in class. */
virtual TSharedRef<class SWidget> CreateNewClassDialog(const UClass* InClass);
/**
* Opens a dialog to add code files to the current project.
*
* @param Config Dialog configuration options

*/
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virtual void OpenAddCodeToProjectDialog(const FAddToProjectConfigé& Config =

FAddToProjectConfig()) ;
/‘k*
* Opens a dialog to add a new blueprint to the current project.
*
* @param Config Dialog configuration options
*/

virtual void OpenAddBlueprintToProjectDialog(const FAddToProjectConfigé& Config);

/** Delegate for when the AddCodeToProject dialog is opened */

DECLARE EVENT (FGameProjectGenerationModule, FAddCodeToProjectDialogOpenedEvent) ;

FAddCodeToProjectDialogOpenedEvent& OnAddCodeToProjectDialogOpened() { return
AddCodeToProjectDialogOpenedEvent; }

/** Tries to make the project file writable. Prompts to check out as necessary. */

virtual void TryMakeProjectFileWriteable (const FString& ProjectFile);

/** Prompts the user to update his project file, if necessary. */

virtual void CheckForOutOfDateGameProjectFile () ;

/** Updates the currently loaded project. Returns true if the project was updated
successfully or if no update was needed */

virtual bool UpdateGameProject (const FString& ProjectFile, const FString& EngineIdentifier,
FText& OutFailReason) ;

/** Updates the current code project */

virtual bool UpdateCodeProject (FText& OutFailReason, FText& OutFailLog);

/** Gets the current projects source file count */

virtual bool ProjectHasCodeFiles();

/** Returns the path to the module's include header */

virtual FString DetermineModuleIncludePath (const FModuleContextInfo& ModuleInfo, const
FString& FileRelativeTo);

/** Get the information about any modules referenced in the .uproject file of the currently
loaded project */

virtual const TArray<FModuleContextInfo>& GetCurrentProjectModules () ;

/** Returns true if the specified class is a valid base class for the given module */

virtual bool IsValidBaseClassForCreation (const UClass* InClass, const FModuleContextInfoé&
InModuleInfo) ;

/** Returns true if the specified class is a valid base class for any of the given modules
*/

virtual bool IsValidBaseClassForCreation (const UClass* InClass, const
TArray<FModuleContextInfo>& InModuleInfoArray);

/** Gets file and size info about the source directory */

virtual void GetProjectSourceDirectoryInfo (int32& OutNumFiles, int64& OutDirectorySize);

/** Warn the user if the project filename is invalid in case they renamed it outside the
editor */

virtual void CheckAndWarnProjectFilenameValid() ;

/** Generate basic project source code */

virtual bool GenerateBasicSourceCode (TArray<FString>& OutCreatedFiles, FTexté&
OutFailReason) ;

/**

* Update the list of supported target platforms based upon the parameters provided

* This will take care of checking out and saving the updated .uproject file automatically

*

* (@param InPlatformName Name of the platform to target (eg, WindowsNoEditor)

* (@param bIsSupported true if the platform should be supported by this
project, false if it should not

*/

virtual void UpdateSupportedTargetPlatforms (const FName& InPlatformName, const bool
bIsSupported) ;

/** Clear the list of supported target platforms */
virtual void ClearSupportedTargetPlatforms();

public:
// Non DLL-exposed access to template categories
TSharedPtr<const FTemplateCategory> GetCategory (FName Type) const { return
TemplateCategories.FindRef (Type); }
void GetAllTemplateCategories (TArray<TSharedPtr<FTemplateCategory>>& OutCategories) const {
TemplateCategories.GenerateValueArray (OutCategories); }
private:
FAddCodeToProjectDialogOpenedEvent AddCodeToProjectDialogOpenedEvent;
/** Map of template categories from type to ptr */
FTemplateCategoryMap TemplateCategories;
void LoadTemplateCategories();
}i
GameProjectUtils.h
#pragma once
#include "CoreMinimal.h"
#include "SlateFwd.h"
#include "AddToProjectConfig.h"
#include "GameProjectGenerationModule.h"
#include "HardwareTargetingSettings.h"
class UTemplateProjectDefs;
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class UTemplateCategories;
struct FProjectDescriptor;
enum class EClassDomain : uint8;
struct FTemplateConfigValue;
struct FProjectInformation
{

FProjectInformation() = default;

FString ProjectFilename;

FString TemplateFile;

FName TemplateCategory;

bool bShouldGenerateCode = false;

bool bCopyStarterContent = false;

bool bIsBlankTemplate = false;

bool bIsEnterpriseProject = false;

bool bForceExtendedLuminanceRange; // See
"r.DefaultFeature.AutoExposure.ExtendDefaultLuminanceRange"

// These are all optional, because there is an additional state introduced by hiding the setting
in the template.

// In this case, the template author has chosen not to give the user a choice,

// so we must assume that the template already controls these settings explicitly.

TOptional<bool> bEnableXR;

TOptional<bool> bEnableRaytracing;

TOptional<EHardwareClass: :Type> TargetedHardware;

TOptional<EGraphicsPreset::Type> DefaultGraphicsPerformance;

/** The name of the feature pack to use as starter content. Must be located under FeaturePacks\.
*/

FString StarterContent;
}i
DECLARE_DELEGATE RetVal OneParam(bool, FProjectDescriptorModifier, FProjectDescriptor&);
class GAMEPROJECTGENERATION API GameProjectUtils
{
public:

/** Where is this class located within the Source folder? */

enum class EClassLocation : uint8

{

/** The class is going to a user defined location (outside of the Public, Private, or Classes)
folder for this module */
UserDefined,

/** The class i1s going to the Public folder for this module */
Public,

/** The class 1s going to the Private folder for this module */
Private,

/** The class 1is going to the Classes folder for this module */
Classes,
}i
/** Used as a function return result when adding new code to the project */
enum class EAddCodeToProjectResult : uint8
{
/** Function has successfully added the code and hot-reloaded the required module(s) */
Succeeded,
/** There were errors with the input given to the function */
InvalidInput,
/** There were errors when adding the new source files */
FailedToAddCode,
/** There were errors when hot-reloading the new module */
FailedToHotReload,
}i
/** Used as a function return result when a project is duplicated when upgrading project's version
in Convert project dialog - Open a copy */
enum class EProjectDuplicateResult : uint8
{
/** Function has successfully duplicated all project files */
Succeeded,
/** There were errors while duplicating project files */
Failed,
/** User has canceled project duplication process */
UserCanceled
}i
/** Returns true if the project filename is properly formed and does not conflict with another
project */
static bool IsValidProjectFileForCreation(const FString& ProjectFile, FTexté& OutFailReason);
/** Opens the specified project, if it exists. Returns true if the project file is wvalid. On
failure, OutFailReason will be populated. */
static bool OpenProject (const FString& ProjectFile, FText& OutFailReason);
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/** Opens the code editing IDE for the specified project, if it exists. Returns true if the IDE
could be opened. On failure, OutFailReason will be populated. */

static bool OpenCodelDE (const FString& ProjectFile, FText& OutFailReason);

/** Creates the specified project file and all required folders. If TemplateFile is non-empty, it
will be used as the template for creation. On failure, OutFailReason will be populated. */

static bool CreateProject (const FProjectInformation& InProjectInfo, FText& OutFailReason, FTexté&
OutFaillLog, TArray<FString>* OutCreatedFiles nullptr);

/** Prompts the user to update his project file, if necessary. */

static void CheckForOutOfDateGameProjectFile();

/** Warn the user if the project filename is invalid in case they renamed it outside the editor */

static void CheckAndWarnProjectFilenameValid() ;

/** Checks out the current project file (or prompts to make writable) */

static void TryMakeProjectFileWriteable (const FString& ProjectFile);

/** Updates the given project file to an engine identifier. Returns true if the project was
updated successfully or if no update was needed */

static bool UpdateGameProject (const FString& ProjectFile, const FString& Engineldentifier, FTextég
OutFailReason) ;

/**

* Opens a dialog to add code files or blueprints to the current project.
*

* @param Config Configuration options for the dialog
* @param InDomain The domain of the class we're creating (native or blueprint)
*/

static void OpenAddToProjectDialog (const FAddToProjectConfigé& Config, EClassDomain InDomain) ;

/** Returns true if the specified class name is properly formed and does not conflict with another
class */

static bool IsValidClassNameForCreation (const FString& NewClassName, FText& OutFailReason);

/** Returns true if the specified class name is properly formed and does not conflict with another
class, including source/header files */

static bool IsValidClassNameForCreation (const FString& NewClassName, const FModuleContextInfoé&
ModuleInfo, const TSet<FString>& DisallowedHeaderNames, FText& OutFailReason);

/** Returns true if the specified class is a valid base class for the given module */

static bool IsValidBaseClassForCreation(const UClass* InClass, const FModuleContextInfoé&
InModuleInfo) ;

/** Returns true if the specified class is a valid base class for any of the given modules */
static bool IsValidBaseClassForCreation (const UClass* InClass, const TArray<FModuleContextInfo>&
InModuleInfoArray) ;

/** Adds new source code to the project. When returning Succeeded or FailedToHotReload,
OutSyncFileAndLineNumber will be the the preferred target file to sync in the users code editing
IDE, formatted for use with GenericApplication::GotoLineInSource */

static EAddCodeToProjectResult AddCodeToProject (const FString& NewClassName, const FStringé&
NewClassPath, const FModuleContextInfo& ModuleInfo, const FNewClassInfo ParentClassInfo, const
TSet<FString>& DisallowedHeaderNames, FStringé& OutHeaderFilePath, FString& OutCppFilePath, FTexté&
OutFailReason) ;

/** Loads a list of template categories defined in the TemplateCategories.ini file in the
specified folder */

static UTemplateCategories* LoadTemplateCategories (const FString& RootDir);

/** Loads a template project definitions object from the TemplateDefs.ini file in the specified
project */

static UTemplateProjectDefs* LoadTemplateDefs (const FString& ProjectDirectory);

/** @return The number of code files in the currently loaded project */

static int32 GetProjectCodeFileCount();

/**

* Retrieves file and size info about the project's source directory

* @param OutNumFiles Contains the number of files within the source directory

* @param OutDirectorySize Contains the combined size of all files in the directory

*/

static void GetProjectSourceDirectoryInfo (int32& OutNumFiles, int64& OutDirectorySize);

/** Returns the uproject template filename for the default project template. */

static FString GetDefaultProjectTemplateFilename () ;

/** Compiles a project while showing a progress bar, and offers to open the IDE if it fails. */

static bool BuildCodeProject (const FStringé& ProjectFilename);

/** Creates code project files for a new game project. On failure, OutFailReason and OutFailLog
will be populated. */
static bool GenerateCodeProjectFiles (const FStringé& ProjectFilename, FText& OutFailReason, FTexté&
OutFailLog) ;
/** Returns true if there are starter content files available for instancing into new projects. */
static bool IsStarterContentAvailableForNewProjects();
static bool IsStarterContentAvailableForProject (const FProjectInformation& ProjectInfo);
/**
* Get the information about any modules referenced in the .uproject file of the currently loaded
project
*/
static const TArray<FModuleContextInfo>& GetCurrentProjectModules();
/**
* Get the information about any modules in any of the plugins in the currently loaded project
(Ignores Engine Plugins)

*/
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static TArray<FModuleContextInfo> GetCurrentProjectPluginModules () ;

/**

* Reset the cached result of information about any modules referenced in the .uproject file of
the currently loaded project

*/

static void ResetCurrentProjectModulesCache () ;

/**
* Check to see if the given path is a valid place to put source code for this project (exists
within the source root path)

*

* (@param InPath The path to check

* (@param ModuleInfo Information about the module being validated
* @param OutFailReason Optional parameter to fill with failure information
*

* @return true if the path is valid, false otherwise

*/

static bool IsValidSourcePath(const FString& InPath, const FModuleContextInfo& ModuleInfo, FText*
const OutFailReason = nullptr);
/**
* Given the path provided, work out where generated .h and .cpp files would be placed

*

* @param InPath The path to use a base

* @param ModuleInfo Information about the module being validated
* @param OutHeaderPath The path where the .h file should be placed

* @param OutSourcePath The path where the .cpp file should be placed

* @param OutFailReason Optional parameter to fill with failure information
*

* @return false if the paths are invalid

*/

static bool CalculateSourcePaths (const FString& InPath, const FModuleContextInfo& ModulelInfo,
FString& OutHeaderPath, FString& OutSourcePath, FText* const OutFailReason = nullptr);
/**

* Given the path provided, work out where it's located within the Source folder

*

* @param InPath The path to use a base

* @param ModuleInfo Information about the module being validated
* @param OutClassLocation The location within the Source folder

* (@param OutFailReason Optional parameter to fill with failure information
*

* @return false if the paths are invalid

*/

static bool GetClassLocation (const FStringé& InPath, const FModuleContextInfo& ModuleInfo,
EClassLocation& OutClassLocation, FText* const OutFailReason = nullptr);
/** Creates a copy of a project directory in order to upgrade it. */
static EProjectDuplicateResult DuplicateProjectForUpgrade( const FString& InProjectFile, FStringé&
OutNewProjectFile );
/**
* Update the list of supported target platforms based upon the parameters provided

* This will take care of checking out and saving the updated .uproject file automatically

*

* (@param InPlatformName Name of the platform to target (eg, WindowsNoEditor)

* (@param bIsSupported true if the platform should be supported by this project,
false if it should not

*/

static void UpdateSupportedTargetPlatforms (const FName& InPlatformName, const bool bIsSupported);

/** Clear the list of supported target platforms */

static void ClearSupportedTargetPlatforms();

/** Returns the path to the module's include header */

static FString DetermineModuleIncludePath (const FModuleContextInfo& ModuleInfo, const FStringég
FileRelativeTo) ;

/** Creates the basic source code for a new project. On failure, OutFailReason will be populated.
*/

static bool GenerateBasicSourceCode (TArray<FString>& OutCreatedFiles, FText& OutFailReason);

/** Generates a Build.cs file for a game module */

static bool GenerateGameModuleBuildFile (const FString& NewBuildFileName, const FStringé&
ModuleName, const TArray<FString>& PublicDependencyModuleNames, const TArray<FString>&
PrivateDependencyModuleNames, FText& OutFailReason) ;

/** Generates a Build.cs file for a plugin module. Set 'bUseExplicitOrSharedPCHs' to false to
disable IWYU conventions. */

static bool GeneratePluginModuleBuildFile (const FString& NewBuildFileName, const FStringé&
ModuleName, const TArray<FString>& PublicDependencyModuleNames, const TArray<FString>&
PrivateDependencyModuleNames, FText& OutFailReason, bool bUseExplicitOrSharedPCHs = true);

/** Generates a module .cpp file, intended for plugin use */

static bool GeneratePluginModuleCPPFile (const FString& CPPFileName, const FString& ModuleName,
const FString& StartupSourceCode, FText& OutFailReason);

/** Generates a module .h file, intended for plugin use */
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static bool GeneratePluginModuleHeaderFile (const FString& HeaderFileName, const TArray<FString>&
PublicHeaderIncludes, FText& OutFailReason);

/** Returns true if the currently loaded project has code files */

static bool ProjectHasCodeFiles();

/** Returns the contents of the specified template file */

static bool ReadTemplateFile (const FStringé& TemplateFileName, FString& OutFileContents, FTexté&
OutFailReason) ;

/** Writes an output file. OutputFilename includes a path */

static bool WriteOutputFile (const FString& OutputFilename, const FString& OutputFileContents,
FText& OutFailReason) ;

/** Returns a comma delimited string comprised of all the elements in InList. If
bPlaceQuotesAroundEveryElement, every element is within quotes. */

static FString MakeCommaDelimitedList (const TArray<FString>& InList, bool
bPlaceQuotesAroundEveryElement = true);

/** Checks the name for illegal characters */

static bool NameContainsOnlyLegalCharacters (const FStringé& TestName, FStringé&
OutIllegalCharacters);

/** Returns a list of #include lines formed from InList */

static FString MakeIncludelist (const TArray<FString>& InList);

/** Deletes the specified list of files that were created during file creation */

static void DeleteCreatedFiles (const FString& RootFolder, const TArray<FString>& CreatedFiles);

/**

Update the list of plugin directories to scan

* This will take care of checking out and saving the updated .uproject file automatically

*

* @param InDir directory to add/remove

* @param bAddOrRemove true if the directory should be added to this project, false if it

should not
* @return Whether the plugin directory list was changed
*/
static bool UpdateAdditionalPluginDirectory(const FStringé& InDir, const bool bAddOrRemove) ;

/** Gets the default build settings version for UBT */
static const TCHAR* GetDefaultBuildSettingsVersion();
private:
/** Add hardware-specific config values such as the target platform and RHI. */
static void AddHardwareConfigValues (const FProjectInformation& InProjectInfo,
TArray<FTemplateConfigValue>& ConfigValues) ;
/** Get the name of the starter content pack to use for the given project. */
static FString GetStarterContentName (const FProjectInformation& InProjectInfo);
/** Generates a new project without using a template project */
static TOptional<FGuid> GenerateProjectFromScratch (const FProjectInformation& InProjectInfo,
FText& OutFailReason, FTexté& OutFaillLog);

/** Generates a new project using a template project */

static TOptional<FGuid> CreateProjectFromTemplate (const FProjectInformation& InProjectInfo, FTexté&
OutFailReason, FText& OutFaillog, TArray<FString>* OutCreatedFiles = nullptr);

/** Sets the engine association for a new project. Handles foreign and non-foreign projects. */

static bool SetEngineAssociationForForeignProject (const FStringé& ProjectFileName, FTexté&
OutFailReason) ;

/** Insert any required feature packs into the DefaultGame.ini file */

static bool InsertFeaturePacksIntoINIFile (const FProjectInformation& InProjectInfo, FTexté&
OutFailReason) ;

/*

* Insert the addition files from any feature packs specified in the temapalte defs file
* @param InProjectInfo Project infor to add content for

* (@param CreatedFiles List of files we copied

* @param OutFailReason Failure reason (if any)

*

* @returns true if no errors
*/

static bool AddSharedContentToProject (const FProjectInformation &InProjectInfo, TArray<FString>
&CreatedFiles, FText& OutFailReason);

/** Returns the template defs ini filename */

static FString GetTemplateDefsFilename () ;

/** Returns the include header path for a given fully specified, normalized file path */

static FString GetIncludePathForFile (const FString& InFullFilePath, const FStrings
ModuleRootPath) ;

/** Checks the name for an underscore and the existence of XBl1 XDK */

static bool NameContainsUnderscoreAndXBlInstalled(const FStringé& TestName) ;

/** Returns true if the project file exists on disk */

static bool ProjectFileExists(const FStringé& ProjectFile);

/** Returns true if any project files exist in the given folder */

static bool AnyProjectFilesExistInFolder (const FStringé& Path);

/** Returns true if file cleanup on failure is enabled, false if not */

static bool CleanupIsEnabled();

/** Creates ini files for a new project. On failure, OutFailReason will be populated. */

static bool GenerateConfigFiles (const FProjectInformation& InProjectInfo, TArray<FString>&
OutCreatedFiles, FText& OutFailReason, FGuidé& OutProjectID);
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/* Creates new ini files for a specific project's platform configurations. */

static bool GeneratePlatformConfigFiles (const FProjectInformation& InProjectInfo, FTexté&
OutFailReason) ;

/** Creates the basic source code for a new project. On failure, OutFailReason will be populated.
*/

static bool GenerateBasicSourceCode (const FStringé& NewProjectSourcePath, const FStringé&
NewProjectName, const FString& NewProjectRoot, TArray<FString>& OutGeneratedStartupModuleNames,
TArray<FString>& OutCreatedFiles, FText& OutFailReason);

/** Creates the game framework source code for a new project (Pawn, GameMode, PlayerControlleR).
On failure, OutFailReason will be populated. */

static bool GenerateGameFrameworkSourceCode (const FStringé& NewProjectSourcePath, const FStringé&
NewProjectName, TArray<FString>& OutCreatedFiles, FText& OutFailReason) ;

/** Creates the batch file to regenerate code projects. */

static bool GenerateCodeProjectGenerationBatchFile (const FString& ProjectFolder, TArray<FString>&
OutCreatedFiles, FText& OutFailReason) ;

/** Creates the batch file for launching the editor or game */

static bool GenerateLaunchBatchFile (const FStringé& ProjectName, const FStringé& ProjectFolder, bool
bLaunchEditor, TArray<FString>& OutCreatedFiles, FText& OutFailReason);

/** Returns the copyright line used at the top of all files */

static FString MakeCopyrightLine () ;

/** Generates a header file for a UObject class. OutSyncLocation is a string representing the
preferred cursor sync location for this file after creation. */

static bool GenerateClassHeaderFile (const FStringé& NewHeaderFileName, const FString
UnPrefixedClassName, const FNewClassInfo ParentClassInfo, const TArray<FString>& ClassSpecifierlist,
const FString& ClassProperties, const FStringé& ClassFunctionDeclarations, FStringé& OutSyncLocation,
const FModuleContextInfo& ModuleInfo, bool bDeclareConstructor, FText& OutFailReason);

/** Finds the cursor sync location in the source file and reports it back as a string */

static void HarvestCursorSyncLocation( FString& FinalOutput, FStrings& OutSyncLocation );

/** Generates a cpp file for a UObject class */

static bool GenerateClassCPPFile(const FString& NewCPPFileName, const FString UnPrefixedClassName,
const FNewClassInfo ParentClassInfo, const TArray<FString>& AdditionalIncludes, const
TArray<FString>& PropertyOverrides, const FString& AdditionalMemberDefinitions, FStrings
OutSyncLocation, const FModuleContextInfo& ModuleInfo, FText& OutFailReason) ;

/** Generates a Target.cs file for a game module */

static bool GenerateGameModuleTargetFile (const FString& NewTargetFileName, const FStringé&
ModuleName, const TArray<FString>& ExtraModuleNames, FText& OutFailReason) ;

/** Generates a Build.cs file for a Editor module */

static bool GenerateEditorModuleBuildFile (const FString& NewBuildFileName, const FStringé&
ModuleName, const TArray<FString>& PublicDependencyModuleNames, const TArray<FString>&
PrivateDependencyModuleNames, FText& OutFailReason) ;

/** Generates a Target.cs file for a Editor module */

static bool GenerateEditorModuleTargetFile (const FString& NewTargetFileName, const FStringé&
ModuleName, const TArray<FString>& ExtraModuleNames, FText& OutFailReason);

/** Generates a main game module cpp file */

static bool GenerateGameModuleCPPFile (const FString& NewGameModuleCPPFileName, const FStringé&
ModuleName, const FString& GameName, FText& OutFailReason);

/** Generates a main game module header file */

static bool GenerateGameModuleHeaderFile (const FString& NewGameModuleHeaderFileName, const
TArray<FString>& PublicHeaderIncludes, FTexté& OutFailReason) ;

/**

* Replace a wildcard with another string

*

* @param Input The input string

* @param From The wildcard to be replaced

* @param To The text the wildcard should be replaced with

* @param bLeadingTab If the line where the wildcard is located starts with a tab

* @param bTrailingNewLine If the line where the wildcard is located ends with a new line

* @return the input string after replacement of the wildcard
*/
static FString ReplaceWildcard(const FString& Input, const FString& From, const FString& To, bool
bLeadingTab = false, bool bTrailingNewLine = false);
/** Handler for when the user confirms a project update */
static void OnUpdateProjectConfirm() ;
/** @param OutProjectCodeFilenames Contains the filenames of the project source code files */
static void GetProjectCodeFilenames (TArray<FString>& OutProjectCode
/**
* Updates the projects and modifies FProjectDescriptor accordingly to given modifier.
*
* (@param Modifier Callback delegate that will modify the project descriptor accordingly.
*/

static void UpdateProject (const FProjectDescriptorModifier& Modifier);

/**

* Updates the project file.
*/

static void UpdateProject () ;
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/**
* Updates the projects, and optionally the modules names
*

* @param StartupModuleNames if specified, replaces the existing module names with this version
*/

static void UpdateProject (const TArray<FString>* StartupModuleNames) ;

/** Handler for when the user opts out of a project update */

static void OnUpdateProjectCancel () ;

/**

* Updates the loaded game project file to the current version and to use the given modules

*

* @param ProjectFilename The name of the project (used to checkout from source control)
* (@param EnginelIdentifier The identifier for the engine to open the project with

* @param StartupModuleNames if specified, replaces the existing module names with this version

* @param OutFailReason Out, 1f unsuccessful this is the reason why

* @return true, if successful

*/

static bool UpdateGameProjectFile (const FString& ProjectFilename, const FString& Engineldentifier,
const TArray<FString>* StartupModuleNames, FText& OutFailReason);
/**
* Updates the loaded game project file to the current version and modifies FProjectDescriptor
accordingly to given modifier.

*

* @param ProjectFilename The name of the project (used to checkout from source control)

* @param EngineIdentifier The identifier for the engine to open the project with

* @param Modifier Callback delegate that will modify the project
descriptor accordingly.

* @param OutFailReason Out, 1f unsuccessful this is the reason why

* @return true, if successful

*/

static bool UpdateGameProjectFile (const FString& ProjectFilename, const FString& Engineldentifier,
const FProjectDescriptorModifier& Modifier, FText& OutFailReason);

/**

* Updates the loaded game project file to the current version.

*

* @param ProjectFilename The name of the project (used to checkout from source control)
* @param EngineIdentifier The identifier for the engine to open the project with

* @param OutFailReason Out, 1f unsuccessful this is the reason why

* @return true, if successful
*/
static bool UpdateGameProjectFile (const FString& ProjectFilename, const FString& EngineIdentifier,
FText& OutFailReason) ;
/** Checks the specified game project file out from source control */
static bool CheckoutGameProjectFile (const FStringé& ProjectFilename, FText& OutFailReason);
/** Internal handler for AddCodeToProject*/
static EAddCodeToProjectResult AddCodeToProject Internal (const FStringé& NewClassName, const
FString& NewClassPath, const FModuleContextInfo& ModuleInfo, const FNewClassInfo ParentClassInfo,
const TSet<FString>& DisallowedHeaderNames, FStringé& OutHeaderFilePath, FStringé& OutCppFilePath,
FText& OutFailReason);
/** Internal handler for IsValidBaseClassForCreation */
DECLARE DELEGATE RetVal OneParam(bool, FDoesClassNeedAPIExportCallback, const FString&
/*ClassModuleName*/) ;
static bool IsValidBaseClassForCreation Internal (const UClass* InClass, const
FDoesClassNeedAPIExportCallbacké& InDoesClassNeedAPIExport) ;
/** Handler for the user confirming they've read the name legnth warning */
static void OnWarningReasonOk() ;

/** Given a source file name, find its location within the project */

static bool FindSourceFilelInProject (const FString& InFilename, const FStringé& InSearchPath,
FString& OutPath) ;

/**

* Gets required additional dependencies for fresh project for given class info.

*

* @param ClassInfo Given class info.

*

* @returns Array of required dependencies.

*/
static TArray<FString> GetRequiredAdditionalDependencies (const FNewClassInfo& ClassInfo);
/**

* Updates startup module names in project descriptor.

@param Descriptor Descriptor to update.
@param StartupModuleNames Modules to fill.

R

* @returns True if descriptor has been modified. False otherwise.
*/
static bool UpdateStartupModuleNames (FProjectDescriptor& Descriptor, const TArray<FString>*
StartupModuleNames) ;
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*

Updates additional dependencies in project descriptor.

@param Descriptor Descriptor to update.
@param RequiredDependencies Required dependencies.
@param ModuleName Module name for which those dependencies are required.

LR S

*

@returns True if descriptor has been modified. False otherwise.
*/
static bool UpdateRequiredAdditionalDependencies (FProjectDescriptor& Descriptor, TArray<FString>&
RequiredDependencies, const FString& ModuleName) ;
/**
* Updates the projects and modifies FProjectDescriptor accordingly to given modifier.
*
* @param Modifier Callback delegate that will modify the project descriptor accordingly.
*/
static void UpdateProject Impl (const FProjectDescriptorModifier* Modifier);
/**
* Updates the loaded game project file to the current version and modifies FProjectDescriptor
accordingly to given modifier.

*

* @param ProjectFilename The name of the project (used to checkout from source control)

* @param EngineIdentifier The identifier for the engine to open the project with

* @param Modifier Callback delegate that will modify the project
descriptor accordingly.

* @param OutFailReason Out, 1f unsuccessful this is the reason why

* @return true, if successful
*/
static bool UpdateGameProjectFile Impl (const FString& ProjectFilename, const FStringé&
EngineIdentifier, const FProjectDescriptorModifier* Modifier, FText& OutFailReason);
private:
static TWeakPtr<SNotificationItem> UpdateGameProjectNotification;
static TWeakPtr<SNotificationItem> WarningProjectNameNotification;

// Whether we should use AudioMixer for all platforms:

static bool bUseAudioMixerForAllPlatforms;

constexpr static const TCHAR IncludePathFormatString[] = TEXT ("#include \"%s\"");
}i
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