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PE®EPAT

[TosicHroBanbHa 3anucka: 64 c., 9 puc., 1 Tadn., 3 goxa., 22 pxepena.

OO0'exT po3pobku: 3D-Mozen mepcoHaxiB Ta iX BIPOBAIKEHHSA Yy ITPOBUI
neuryH Unreal Engine.

Meroro kBanmidikaiiifHoi podoTu € cTBopeHHs 3D-mojenell nmepcoHaxiB Ta
OTOYEHHS Ta iX BIPOBaKEHHA Yy irpoBuii piBeHb Ha Unreal Engine Ta qemonctpais
NO3UTUBHUX CTOpPIH BUKOpUCTOBYBaHHs MoBM C++ y mpoekrax Ha 0a31 Unreal
Engine, mo 103Bojis€ OTpUMATU OUIBIIMI KOHTPOJb HAJ PO3POOKOIO IMPOEKTY,
noeqHatu  C++ T1a Blueprint mis  po3mmupeHoro Kojia MOXIJIMBOCTEH Ta
NEePEepO3NOAUIUTH 000B’A3KH MK MporpamicTaMy Ta AU3aiiHepaMu, 110 JO3BOJIHUTH,
TaKUM YMHOM, 36KOHOMUTHU Ha Yaci Ta BUTpATaX.

Y  BCTym pO3IIANAEThCA aHaM3 Ta CyYacHMM CTaH MpoOJieMH,
KOHKPETHU3Y€ThCAd MeTa KBamidikamiiiHoi poOOTHM Ta Taly3b 1i 3aCTOCYBaHHS,
HaBEJCHO OOIPYHTYBaHHS aKTyaJbHOCTI TEMHM Ta YTOYHIOETbCSI IOCTaHOBKA
3aBJIaHHSI.

VY nepuioMy po3null  OpOaHAI30BAHO MPEIMETHY Tally3b, BH3HAYCHO
aKTyaJbHICTh 3aBJaHHS Ta NpPU3HAUEHHS PO3POOKH, CPOPMYTHOBAHO MOCTAHOBKY
3aBJIaHHS, 3a3HAYEHO BUMOTH JI0 MIPOrpamMHoOi peasti3alii, TEXHOJOT1 Ta mporpaMHuX
3ac00iB.

VY npyromy po3ziii mpoaHaidizoBaHi HassBHI PillIeHHs, 00paHo MiaaTGopMu s
pO3pOOKH, BUKOHAHO MPOEKTYBaHHS 1 po3poOKa Mporpamu, oOIucaHa pobdoTa
OporpamM, aIropuT™M 1 CTPYKTypa ii (PYHKI[IOHYBaHHS, a TaKOX BHKJIMK Ta
3aBaHTAKECHHS MPOTpaMH, BU3HAYEHO BXITHI 1 BUXITHI JlaHi, OXapaKTepHU30BaHO
CKJIaJl TTapaMeTpiB TEXHIYHUX 3aCO0I1B.

B exoHOoMiWHOMY poO37iTi BHU3HAYEHO TPYAOMICTKICTH PO3POOIICHOT
1H(DOopMaIiHOT CUCTEMU, TTPOBEACHHUN MiAPaxXyHOK BapTOCTI pOOOTH MO CTBOPEHHIO
IpOorpaMu Ta po3paxoBaHO Yac Ha HOro CTBOPEHHS.

[IpakTiuHe 3HAYEHHS NOJATa€ y BUKOPHCTAHHI TMOTY)XHHUX MOXKIMBOCTEH
C++ st po3p00OKH BUCOKOSIKICHUX Ta PEaTiCTHUHUX MEPCOHAXKIB AJIS BiEOIrop.

AKTyaNnbHICTh TaKOTO MiAXOMy BHM3HAYAETHCS MOTPEOOI0 PO3POOHUKIB Yy
CTBOpPEHHI CKIQJHMX Ta JACTalli30BaHUX TEPCOHAXKIB 3 BHUKOPUCTAHHSIM THYYKOI
nporpamMHoi MoBU. Bukopucranns MoBu nporpamyBaHHsi C++ y cepenoBuial Unreal
Engine pno3Bosisie po3poOHMKAM MaTdh T[OBHHUM KOHTPOJb HaA (YHKLIOHATIOM
MEePCOHAXKIB, X MOBEAIHKOIO Ta B3a€EMOJIIEI0 3 ITPOBUM CBITOM. PO3pOOHMKHN MOXKYTh
e(eKTUBHO BH3HAYATU TPYAOMICTKICTh KOKHOT'O €Tally CTBOPEHHS MEPCOHAXIB Ta
OI[IHIOBATH BUTPATU HA PO3POOKY 3 ypaxyBaHHSIM Yacy Ta PECypcCiB.

Cmucok kmroyoBux ciaiB: KOMIT'HOTEP, IH@OPMAL[IPIHA CUCTEMA,
OBJIIK, AJI'OPUTM, ITPOEKTYBAHH#, MEHIO, BKJIAJIKA, IOJATOK.



ABSTRACT

Explanatory note: 67 p., 9 img., 1 tab., 3 add., 22 sources.

Development Object: Description of the functional capabilities of
environment models and characters in the Unreal Engine using the C++ programming
language. Objective of the diploma project: Demonstrating the advantages of using
C++ in projects based on the Unreal Engine, which allows for greater control over
project development, combining C++ and Blueprint for expanded possibilities, and
redistributing responsibilities between programmers and designers, thus saving time
and costs. The introduction includes an analysis of the problem and its current state,
specifies the objective of the qualification work and its application in the field,
provides a justification for the relevance of the topic, and clarifies the task statement.
Chapter 1 analyzes the subject area, defines the task's relevance and purpose,
formulates the task statement, specifies the requirements for software
implementation, technologies, and tools. Chapter 2 examines existing solutions,
selects platforms for development, performs program design and development,
describes the program's functionality, algorithm, and structure of operation, as well as
program invocation and loading, defines input and output data, and characterizes the
composition of technical equipment parameters. The economic section determines the
complexity of the developed information system, calculates the cost of program
creation work, and estimates the time required for its creation. The practical
significance lies in the utilization of the powerful capabilities of C++ for developing
high-quality and realistic characters for video games.

The relevance of such an approach is determined by developers' need to
create complex and detailed characters using a flexible programming language. The
use of the C++ programming language in the Unreal Engine environment allows
developers to have full control over character functionality, behavior, and interaction
with the game world. Developers can effectively assess the complexity of each stage
of character creation and evaluate development costs considering time and resources.
This project proposes an innovative approach to character creation and description in
the Unreal Engine environment, using the C++ programming language. Its
implementation has significant practical value for video game developers, enabling
them to efficiently utilize the powerful capabilities of C++ for creating realistic and
engaging characters in their projects.

Keywords: STRUCTURE, COMPUTER, INFORMATION SYSTEM,
ACCOUNTING, ALGORITHM, DESIGN, MENU, TAB, APPLICATION.
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[TEPEJIIK YMOBHUX ITO3HAYEHb

T — wTy4HHid 1HTENEKT

UE — Unreal Engine

HIIT — HeirpoBuii nepcoHax

IDE — inTerpoBane po3poOHUIIbKE CEPETOBUIIIC

BP - Blueprint



BCTYII

KBanmigikamiiina po6ora "BnpoBamkenHs 3D-Mozeneil mnepcoHaxiB Ta
oToueHHs y irpoBuit piBeHb Ha Unreal Engine 3a momomororo C++" mae Ha MeTi
CTBOPEHHSI IHTEPAKTUBHOTO IFPOBOI'0 CEPEAOBUINA 3 BUKOPUCTAHHSAM TPUBUMIPHUX
MoOJIeNie TIEpCOHaXIB Ta OTOYeHHS. Y  KkBamidikariiHoiii poboTi MoBa
nporpamyBaHHs C++ BUKOPUCTOBYETHCS IS ONTUCY MOBEAIHKY X Mozenei y 3D
npocTopi. BrpoBamkeHHS TaKOro MPOEKTY MAa€ BEIMKE 3HAYEHHS M7 pO3pOOKHU
ITpOBUX TIPOJAYKTIB Ta TMOKpAIIEeHHS iX PEaTICTUYHOCTI Ta TEeUMILICHHUX
BJIACTUBOCTEM.

C++ migrpumye 00'€KTHO-OpPIEHTOBAHE MPOTpaMyBaHHsS, IO JO3BOJIsIE
PO3pOOHMKAM OpraHi30BYBaTH CBil KOJI y BUTJISA/I KiaciB Ta 00'ekTiB. Lle mo3Boiise
CTBOPIOBATH MOMAYJbHI Ta PO3MIMPIOBaHI CHCTEMH, a TaKOX JIETKO KEepyBaTH
MOBEIIHKOIO MOJIEJIeH.

C++ € MOBOIO HHU3BKOPIBHEBOTO MpOTpaMyBaHHsA, IO JO3BOJISIE
pPO3pOOHMKAM  MAaKCHMalbHO KOHTPOJIOBATH pPECypcH Ta  ONTHMI3YyBaTu
IPOAYKTHBHICTh rpu. Bukopucranus C++ mo3Bojsie po3poonukam Unreal Engine
MaHIMyJIOBaTU MPSIMOI POOOTOI0 3 MaM'ATTIO, IMIBUIKOK OOpOOKOI JTaHMX Ta
THIITMMU aCTIEKTaMU TPH JIJISl JOCATHEHHS 0aXaHUX pe3ysIbTaTiB.

C++ magae mocrymn no 6araroro (pyHKIIOHAy, SIKUH J03BOJISIE PO3POOHUKAM
peai30ByBaTU pI3HOMaHITHI 11ei Ta MoxJmBocTi B TIpl. lle Bkitouae B cebe
BOymoBaHI O0i0MIOTEKH, MIATPUMKY TMapajelbHOTO IMporpamMyBaHHS, poOoTy 3
MEpEeKEBUMHU ITPOTOKOIAMH, PO3LIUPEH] AJITOPUTMHU Ta Oarato 1HIIOTO.

Iarerpanis 3 Unreal Engine: C++ € ocHOBHOIO MOBOIO po3poOku st Unreal
Engine, mo 3abe3neuye riamOOKy IHTETpalilo 3 1HIIUMU KOMIIOHEHTaMHU JBUTYHA.
Po3poOnnku MoxyTh BukopuctoByBaTH API Ta ¢ynkuionan Unreal Engine, siki
noctymHi guiie yepe3 C++, 1uisi CTBOPEHHSI pO3IMUpeHb, MOAMMIKAIlii Ta TOKPAIICHb
y Tpi.

3aranom, BukopuctaHHs MoBu C++ y po3poOui moneneil Ha Unreal Engine

J03BOJISIE PO3POOHUKAM OyTH OLIBII THYYKMMH, TBOPUYMMHU Ta e€deKTUBHUMU. BoHM



MO>XKYTh CTBOPIOBATH CKJIQJIHY JIOTIKY MOBEIIHKH, ONTUMI3YBAaTH MPOAYKTUBHICTh TPH
Ta BTUIIOBATH CBOi YHIKaJIbHI 1/1€1 y TPUBUMIPHUX MOJEINSX 1 IPOCTOPI.

Tomy mera kBamidikauiiHoi poOOTH - po3poO0Ka IHTEPAKTUBHOTO IrPOBOTO
cepeloBHIlla 3 BUKOpUCTaHHAM 3D-mojneneil mepcoHaxiB Ta oroueHHs Ha Unreal

Engine 3 BUKOpUCTaHHAM MOBH nporpamyBanHs C++.



PO3JILI 1.
AHAJII3 IPEJMETHOI FAJTY3I TA IOCTAHOBKA 3ABJAHHS

1.1. 3araabHi BiToMOCTI 3 npeAMeTHOI raay3i

3a ocTaHHI JECATUIITTS PO3BUTOK KOMITHOTEPHHUX HAYK Ta 1H(GOpMAIiitHUX
TEXHOJIOT1IM CHPUYMHUB BEIMKUNA TPOpUB Yy 0OaraTb0X Trany3sx JHOJCHKOI
JisibHOCTL. OCOOJIMBO aKTUBHUM PO3BUTOK CIIOCTEPITAETHCA B rajy3l po3poOKH
ITPOBUX MPOAYKTIB, J€ 3'SBISIOTHCA HOBI TEXHOJOTIl Ta MOMJIUBOCTI JIJIs
CTBOPEHHSI 3aXOITIOI0UHNX 1HTEPAKTUBHUX BIPTyaJIbHUX CBITIB.

3a ocranHi poku Unreal Engine, oauH 3 NpOBIAHMX ITPOBUX JIBUT'YHIB Ha
PUHKY, HaOyB 0COOJMBOI MOMYJISIPHOCTI cepesi po3pooHukiB irop. Unreal Engine
HaJa€ MHUPOKI MOXKIMBOCTI JIJISi CTBOPEHHS PEealiCTUYHUX rpadiyHUX 300paxKeHb,
3aXOTUTIOI0YOTO TeUMIUICI0 Ta 1HTerpaiii 3 pisHoMaHITHUMHU Tutatrgopmamu. [lei
JIBUTYH BUKOPUCTOBYETHCS SIK BEIMKHUMHU CTYIISIMH PO3POOHUKIB 1rop, Tak i
HE3aJIeKHUMHU PO3POOHUKAMHU.

Onnak, JJIsi CTBOPEHHS BHUCOKOSKICHMX IrpoBUX MNpoAykTiB Ha Unreal
Engine, He0OX1JHO BOJIOAITH CIEL1a]i30BAHMMH 3HAHHSIMHU Ta HABUYKaMH B raiysi
TPUBHUMIPHOTO MOJICNIIOBaHHS Ta mporpamyBaHHs. lle Bkitodae B cebe po3ymiHHSA
OpUHIMIIB cTBOpeHHs 3D-Mopeneld mepcoHaxiB Ta OTOYEHHSA, pooOOTy 3
MaTeplalaMH Ta OCBITIEHHSM, a TAKOX MPOrpaMyBaHHs IOBEIIHKU O0'€KTIB Y Ipi.

Is xBamidikamiifHa poOoTa crhpsiMOBaHA Ha JOCIIDKCHHS Ta PO3POOKY
IHTEPAKTUBHOI'O IFPOBOI0 cepenoBuila, BukopuctoByroun Unreal Engine Ta MoBy
nporpamyBanHsi C++. OCHOBHUMH UIISIMH € CTBOPEHHS peanictuuHux 3D-
MoOJeNiel, — peamizallisi  3axOIUIII0YOro  TelMIUIel0  Ta  [porpamMyBaHHS

IHTENEKTYaJIbHOI MMOBEAIHKH MEPCOHAKIB Yy TPI.

10



1.2. Ilpu3HaveHHst po3pO0KH Ta rajy3b 3aCTOCYyBaHHSA

[Ipu3HaueHHs pO3pOOKU:

['omoBHOIO MeTO 11bOr0o  KBami(ikamiitHOi poOOTH € CTBOPEHHS
IHTEPAKTUBHOI'O 1rpoBOro cepenoBuiia Ha 6a31 Unreal Engine 3 BUKOpHCTaHHIM
TPUBHMMIPHOTO MOJICNIIOBaHHA Ta TmporpamyBanHs Ha MoBi C++. Po3poOka
CIpsIMOBaHa Ha CTBOPEHHSI 3aXOILUTIOIYOr0 MeMMILICIO, PEaliCTUYHUX BI3yalbHUX
eeKTiB, a TAKOXK 1HTEJIEKTyaIbHOI OBEIIHKH MMEPCOHAXKIB Y TPi.

OcHOBHI 111711 pO3pOOKH BKITIOYAIOTh:

CrtBopenHs peanicTuaHux 3D-Moenei mepcoHaxiB Ta OTOYEHHS TPH.

Peanizaiist 3py4HOro Ta iHTYiTHBHO 3pO3yMUIOT0 1HTEP(PENCY IpH.

[IporpamyBaHHsi TeWMIUICI0, BKJIIOYAIOYM YIOPABIIHHSA TMEPCOHAKEM,
B3a€EMO/IIIO 3 00'€KTaMM, cucTeMy (PI3UKH Ta KOJI31i.

Po3pobka crucreMu MITYy4HOTO 1HTENEKTY JJIS IEPCOHAXKIB, 10 JO3BOIHUTH
iM pearyBaTu Ha Jiii rpaBIs Ta B3aEMOJISITH MK CO0OIO.

OnTuMmizalis IpOAYKTY AJsl HOKPALICHHS MPOIyKTUBHOCTI Ta €()eKTUBHOTO
BUKOPHUCTaHHS PECYPCIB.

I"any3b 3acToCcyBaHHS:

1. Po3pobinieHuii irpoBuil MpOIyKT MOXKE 3HAWTH 3aCTOCYBaHHS B PI3HUX
rainy3sax Ta chepax aisuibHOCTI. OCHOBHI Tally31 3aCTOCYBaHHS BKIIFOYAIOTh:

2. PozBaru: Po3pobiiena rpa Moxke OyTH BUKOpUCTaHA B irpoBiil iHAYCTpIi
JUTSL pO3Bar Ta PO3BUTKY IFPOBHX MPOAYKTIB. BoHa Moxe OyTu nuctpuOrorioBaHa
Ha pI3HMX [UaTGopMax, TAaKUX SK MEPCOHAJIbHI KOMI'IOTEpPH, KOHCOJI abo
MOO1JIbHI MPUCTPOI.

3. Hapuanns: IrpoBi cepeioBHIla CTalOTh BCE  MOIMYJISPHIMIMMHU
IHCTpyMEHTaMH JJi1 HaBYaHHS Ta HaBYaNbHUX IWijei. Po3pobnena rpa moxke
BUKOPHCTOBYBaTHCh B HaBUaJIbHMX 3aKjafax abo TPEHIHrOBUX Mporpamax ajs
HABYaHHS PI3HUX HABUYOK, TAKUX SIK BUPIIICHHS Mpo0JieM, KEPYBaHHS pecypcamu,

KOMaHJ/IHa po0oTa TOIIIO.
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4. Cumynamii  Ta JochigkeHHs: ITpoBi cepemoBuIia MOXYTh OyTH
BUKOPHCTAaHI JJIi CTBOPEHHS CUMYJIALIMHAX MOJENEH Ta MPOBEACHHS AOCTIKEHb
y PpI3HUX Traiy3siX, HalpuKiIald, B MEAULMHI, apXITEKTypl, MallMHOOYIyBaHHI,
aBiar{ii Ta 1HIINX.

5. BipTyasibHa pealibHICTh Ta pO3LIMpPEHa peajbHICTh: Po3pobneHuit
ITpOBUN TMPOAYKT MOKe OyTH I1HTErpOBaHUN y BIpTyalbHY peajbHICTh abo
PO3IIMPEHY PEANBbHICTh [JIi CTBOPEHHSI IMMEPCHBHOTO JOCBiYy Ta B3a€MOJIi 3
BIPTyaJIbHUM CBITOM.

3arajapHO Kaxkyud, po3poOka irpoBoro mpoaykry Ha Unreal Engine 3
BUKOPUCTAHHSM TPHUBUMIPHOTO MOJEIIOBAHHS Ta MporpamyBaHHS Ha MoBi C++
BIIKPUBA€E MIMPOKI MOKJIIMBOCTI JJI 3aCTOCYBaHHS y PI3HUX Taly3siX Ta CHpUsE

PO3BUTKY KpCaTI/IBHOCTi, TEXHIYHUX HAaBUYOK Ta 3HAHb.

1.3. IlixcraBa aysi po3pooKu

[TincTaBamu 117151 BUKOHAHHS KBaJi(iKaIifHO1 poOOTH €:
- ocBiTHs nporpama 122 KoM roTepHi HayKH;
- HaBYaJbHUU IUIaH Ta rpagik HABYAJIBLHOIO MPOLIECY;
- Haka3 pekropa HaiioHambHOTO TEXHIYHOTO YHIBEpCHUTETY «JIHIMpoBChKa
MIOJIITEXHIKAY;
- 3aBIaHHS Ha KBamidikauiiny pobotry Ha Temy «CtBopeHHs 3D-moxpeneit
MEPCOHAXIB Ta OTOYCHHS Ta iX BIPOBAKEHHS y irpoBuil piBenb Ha Unreal

Engine 3a nonoMoror MoBu nporpamyBaHHs C++».

1.4. IlocTranoBka 3aBIAHHSA

Mertoro kBamidikariitHoi po6oTu € po3poOKa IrpoBOTO cepeoBHIna Ha 6asi
Unreal Engine 3 BUKOpUCTAaHHSM TPUBUMIPHOT'O MOJIETIOBAHHS Ta MPOTrpaMyBaHHs
Ha MOBI C++. OCHOBHMM 3aBJaHHSM € CTBOPEHHS 3aXOIUIIOIOYOI I1rpoBOl

miaTGopMu, Ka HAAACTh KOPUCTYBauaM MOXJIMBICTH HACOJOKYBATHUCS I[IKAaBUM
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IrPOBUM JOCBIJIOM.

KitouoBi eranu peanizanii kBamigikamiiiHoi poOOTH BKIIOYAIOTh:

1. Anani3 BUMOTI: MPOBEJCHHS JETaIbHOIO aHali3y BUMOT /IO ITPOBOIO
CepeIoBHINA, BKIFOYAIOUM TelMIuiel, rpadiudi epextu, Gpi3udHy MoJeNIb Ta 1HIII
aCTICKTH.

2. Po3pobka pecypciB: CTBOpPEHHSI TPUBUMIPDHUX MOJEIEH, TEKCTYP,
aHIMaIli} Ta THIIUX PeCypCiB, HEOOXITHUX IS TOOYI0BU IrPOBOTO CBITY.

3. IlporpamyBaHHsl JIOTIKM TpU: peaii3alis TeUMIUIEHHUX MEXaHIK,
Gi3ugHOT MOJEl, CHCTEMH KO3l Ta IHIIMX AacleKTiB, M0 3a0e3NedyroTh
(yHKL10HATIBHICTh TPU.

4. TectyBaHHA Ta BIJUIATO/DKCHHS: TPOBEJACHHS TECTYBaHHS ITPOBOTO
Cepe/IOBHUIIA 3 METOIO BUSBJICHHS Ta BUMPABICHHS MOMUJIOK, @ TAKOXK ONTUMI3AIIisA
IPOJYKTUBHOCTI Ta KOPUT'YBaHHS OaiaHCy IpH.

5. JIokyMeHTyBaHHS Ta JEMOHCTpallis: IJAroTOBKa JOKyMEHTaIii
KkBaTi(ikamiitHOT poOOTH, BKIIOUAOYHM ONMUC (DYHKIIOHATBHOCTI, 1HCTPYKII s
KOPHUCTYBauiB Ta pO3pOOHHUKIB, @ TAKOK CTBOPEHHS MPE3CHTAIlll 11 AeMOHCTpaIi
pe3yJbTaTiB KBadidikaiiitHoi poOoTH.

3aranpHui pe3ynbTar peajizauii kBanidikauiiiHoi poOoTu Oye noyiiaratu y
CTBOPEHHI ITPOBOT'0 CEPE/IOBHIINA, SKE 3a0e3Medy€e 3aXOIUTIOIYHKN ITPOBUI JOCBII
s kopuctyBauiB. Ksamidikamiitna po0GoTa copsiMOBaHa Ha PO3IIUPEHHS
MoknmBocTel BukopuctanHs Unreal Engine Ta migBuieHHs piBHA peanizMmy Ta

B3a€MO/IIT y BIPTYalbHUX ITPOBUX CBITaX.

1.5. Bumoru g0 nporpamMu a00 nNporpamMHoro BUpooy

OyHKIIIOHAJIbHI BUMOTH:
1. 3abe3neueHHss MOXJIMBOCTI CTBOPEHHS TPUBUMIPHHUX OO'€KTIB Ta ix
PO3MIIICHHS y BIPTyaIbHOMY CEPEIOBHIIIL.
2. Peanizaiiss pi3HOMaHITHMX TeHMIUIEMHUX MEXAaHIK, TaKUX SIK MEpPEeMIIIeHHS,

CTpisib0a, B3aEMO/Iis 3 00'EKTaMU TOIIIO.
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3. InTerpamist 31 3ByKOBUMHU e€deKTaMH Ta MY3UKOIO JJiI CTBOPEHHsS aTMochepu
TPH.
4. EproHoMiuHi BUMOTH:
1. Tlpoctuit Ta 3po3yMmMiunui iHTEpdehc KopucTyBada IJisg 3PYUHOIO
KEepyBaHHS I'POIO.
2. Bumoru 10 mpoAyKTUBHOCTI:
3. OnTuMizaniss TPOAYKTUBHOCTI JJisg TIUIAaBHOT poOOTH Tpu Ta
3aro0iraHHs NPOITyCKaHHIO KaJpiB.
4. EdexTtuBHE BUKOPUCTAaHHS PECypCiB  CHCTEMH, BKIIOYAIOUU

IPOLIECOP, ONIEPATUBHY MaM'sITh Ta rpaiyHy MiJICUCTEMY.

1.5.1. Bumoru 10 GpyHKIIOHAJbHUX XaPAKTEPUCTUK

CtBOpeHHSs 00'€KTIB Ta pO3MIIICHHS 1X y BIPTYaJIbHOMY CEPEIOBHIIIL:

1. MOXIUBICTh CTBOPEHHSI TPUBUMIPHUX OO'€KTIB 3 pi3HUMHU (popmamu Ta
po3Mipamu.

2.3a0e3neyeHHs  MOXJIMBOCTI  MaHIMyJIOBaHHS  o0'ekTamu,  iX
nepeMillieHHs, 00epTaHHs Ta MacIITaOyBaHHS.

3. [linTpumKa TEKCTyp, KOJIi31{ Ta IHIIMX BIACTUBOCTEH 00'€KTIB.

4. Peasnizanisi reiMIUIETHUX MEXaHIK.

5. IlepeminieHHs TOJOBHOTO Teposi a00 IrpOBUX MEPCOHAXKIB BIAMOBIIHO 110
BKa31BOK KOPHUCTyBaya.

6. MOXTUBICTh B3a€MO/IT 3 IHIIUMU 00'€KTaMH.

3BYKOBI €(DEeKTH:

1. Interpartis 31 3ByKOBUMH edeKTaMU JJIsi CTBOPEHHsI PeaiCTUYHOIO
3BYKOBOT'O CEpEIOBHIIIA.

2. IlinTpuMka 3ByKOBUX €(EKTIB MiJ] 4ac pi3HUX MOJIH B Ipi.
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Po3aia 1.5.2. Bumoru 10 ckiiaay Ta napaMeTpiB TeXHIYHUX 3ac00iB

3amia kopekTHoi pobotu Ha PpeiimBopky Unreal Engine 3Hano0sThCS:
1. 64-6iTHa omepalliiiHa cucrema
2. YOTHPHUSICPHUM mpoliecop yacToToro Bix 2.5 [T
3. NVIDIA GeForce 470 GTX ab6o AMD Radeon 6870 HD Ta
BuIe/Bineokapra 3 miarpumkoro DirectX 11, 8I'b omeparmBHOI

mam'sTi.
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PO3JILI 2.
MPOEKTYBAHHSI TA PO3POBKA THOGOPMAIITHOI CHCTEMM

2.1. DYHKIiOHAIbHE MPU3HAYEHHA CUCTEMU

OCHOBHOIO METOI PO3POOKH 1H(POpMAIIHOI CHCTEMH € CTBOPCHHS
IHTEPaKTUBHOI'O IIPOBOTO CEPEIOBUINA 3 BUKOPUCTAHHSIM TPUBHUMIPHUX MOJENEH
NEPCOHaXIB Ta OTOoYeHHs Ha miatdopmi Unreal Engine 3 BHUKOPUCTAaHHSM MOBH
nporpamyBadHs C++. DyHKIIOHATbHE TPU3HAYCHHS CHUCTEMHU BKJIIOYAE HACTYIIHI
OCHOBHI €JIEMEHTH:

1. CTBOpEHHS TpPUBHMIPHMX MOJENEH MEpCOHAXIB: CHCTEMa HaJae
MOXJIMBICTh ~CTBOPIOBATH TPUBUMIPHI MOJEIl TEPCOHAXIB, 5Kl OyIyTh
BUKOpPUCTOBYBATUCH Yy Ipl. Ll yHKIIsA 103BOJIsIE pO3POOHUKAM CTBOPIOBATH Pi3HI
THUIIY TIEPCOHAXKIB 3 PI3HUMHU XapAKTEPUCTUKAMU Ta BIACTHUBOCTSIMHU.

2. CTBOpEHHsSI TPUBHUMIPHOTO OTOYEHHS: CHCTEMa TaKOX JI03BOJISIE
CTBOPIOBATH TPHUBUMIPHE OTOYCHHSI, BKJIIOYAIOUW JaHMmadTH, 00'€KTH Ta 1HIIII
€JIEMEHTH, SIKI CTBOPIOIOTH I'PpaJIbHUHN CBIT. PO3pOOHUKN MOXKYTh CTBOPIOBATH Pi3HI
TUTIU OTOYEHB 3 PIZHUMU JCTAISIMHU Ta XapaKTePUCTHKAMH.

3. YmpaBiiHHS ~ TOBEIIHKOIO MIEPCOHAXKIB: cUCTeMa  J03BOJISIE
nporpaMmyBaTH  TOBEAIHKY TIepCOHaxiB y rpl. PoO3poOHUKH  MOXYTh
BUKOPUCTOBYBaTH MOBY IporpamyBaHHsi CH++ 11 onucy pi3HMX Al Ta peakuii
MEPCOHAXKIB HA B3a€MOJIIIO 3 TPABIEM a00 1HITUMHU TIEPCOHAKAMHU.

4. Peanmizaniss redMIJIEHHUX MEXaHIK: CHCTeMa J03BOJIL€ PO3pOOHUKAM
BIIPOBA/KYBATH P13HI FreMMILIEHHI MEXaHIKH, TaKl SIK PyX NE€PCOHAXKIB, B3a€EMOIIS 3
o0'ektamu, OoioBI cucrtemu Tomo. Ile Hamae MOXIMBICTH CTBOPIOBATHU
PI3HOMAaHITHI Ta 3aXOIUIIOIOY1 ITPOBI ClIEHapii.

5. B3aemonist 3 KopucTyBadeMm: cucTeMa 3a0e3nedye I1HTEPaKTUBHY
B32€MO/III0 3 TPABIIEM, BKIIOYAIOUN YIIPABIIHHS I'POI0, HANAIITYBAHHS [TapaMeTpiB,
B1JI00pakeHHs 1H(OopMalli Ta 1HII KOPUCTYBALbKI (PYHKIII.

OyHKIIIOHAIBHE TPU3HAYCHHS CHUCTEMH € OCHOBOIO IS IIOJAJIBIIIO]
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po3po0KkH Ta peanizaiii iHGopmariiinoi cucremu. Lli QyHKIIT BU3HAYAIOTH CIIOCiO
B3a€MO/II1 TpaBIls 3 TPOIO Ta CTBOPIOIOTH OCHOBY JIJIsl CTBOPEHHS 3aXOIUIMBOTO Ta

IIKaBOI'0 T€UMILIEIO.

2.2. Onuc 3acTOCOBAaHNX MATEMATHYHHUX METO/IIiB

B tabnui 1 npencrapiieHl MaTeMaTUYHI METO/H, PIlICHHS Ta (QYHKIlIT, BUKOPUCTaH1

y KBamiQikauiiHiid poOoTi.

Taomn. 1

Onuc 3acTOCOBAHMX MATEMATHYHHX MeTOIliB

void AMChar::OnFire(): Ilet meTon BIAMOBIZA€ 3a BUKOHAHHS
T TpaBIf I 9ac BOTHEBOI akiii. Y
HbOMY BHUKOHYIOTHCS OOYMCIICHHS Jis
BU3HAYCHHS TIOJIOKEHHSI Ta Opi€HTAaIli

CHapsAy, SKUM BUITyCKaeTbca 31 30poi

TpaBIIs.
void AMChar::MoveForward(float | Ileii MeTon BUKOHye NEpEMIICHHS
Value): rpaBlsg Briepea ad0 Hazaj 3aJeKHO Bij
nepeaHoro 3HAYCHHSI.
BukopucroByerscs BEKTOP
GetActorForwardVector() TUTS

OTpUMaHHS BEKTOpa, IO BKa3ye y
HaIPSMKY MEepeIHbOI YaCTUHU TpaBId, 1
Meroq  AddMovementlnput() — nmns

BUKOHAaHHAA HepeMiH_[eHHﬂ.
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[Tponorxenus Ta6m. 1

void AMChar::MoveRight(float Value):

Ileit MeTox BHUKOHYE TEpPEMIIICHHS
rpaBIsl BIpaBoO ab0 BIIBO 3aJIEKHO BiJ
nepesaHoro 3HAYECHHSI.
BukopucroByeTbcst BEKTOP
GetActorRightVector() nnsi oTpumanHs
BEKTOpa, 10 BKazye y  OlyHOMY
HaIpsMKY IpaBIls, 1 METOJ]
AddMovementlnput() 118 BUKOHAHHS

MepeMIIICHHS.

void AMChar::TurnAtRate(float Rate):

Ileiti meron BiamoBimae 3a oOepTaHHS

rpaBlsi B TOPU30OHTAJIBHOMY HAIPAMKY

(3MiHa KyTa OBOPOTY).
BukopucroByeTbcs METOJX
AddControllerYawlInput() TUISt

JOo4daBaHHA BXiI[HOFO SHAYCHHS ITIOBOPOTY

IpaBIICBI.

void AMChar::LookAtRate(float Rate):

Ileit Mmeron BiamoBimae 3a o0OepTaHHS
TpaBIsl B BEPTUKAIHLHOMY HANPIMKY
(3MiHa KyTa Haxuiy). BUKOpHUCTOBY€ETHCS
metos AddControllerPitchlnput() s
JIOJTaBaHHS BXIAHOTO 3HAYCHHS HAXWITY

I'paBIIEBI.

void AProjectile::Tick(float DeltaTime):

[lern MeTOn BUKIMKAETBHCA KOMXKEH Kaap
IpU 1 BUKOPUCTOBYETHCS JJIs OHOBJICHHS
CTaHy CHapsany. Y JaHOMY BHHAJKY,
METO]1 HE BUKOHY€E HKOIHUX
MaTeMaTUYHUX Olepallii, aie Horo
PUCYTHICTb BAJKIIMBA TUTS

KUTTETISUIBHOCTI CHapsIAy B Ipl.
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[Tponorxenus Tadm. 1

void
AProjectile::OnHit(UPrimitiveComponent™
HitComp, AActor* OtherActor,
UPrimitiveComponent®* OtherComp, int32
OtherBodyIndex, bool bFromSweep, const
FHitResult& Hit):

[leii  MeTOx  BUKIMKAETBCA  IIPU
31TKHEHHI CHapsAy 3 1HIIUM aKTOpPOM Yy
rpi. BiH  BHUKOpUCTOBYETHCS ISt
BU3HAYEHHS, YW OyJI0 3ITKHEHHS 3
o0'ektom Tuny AEnemy (Boporom) i
Bukiukae wmeton DealDamage() nus
3aBJaHHS IIKOJIU Bopory. Takox, y pasi

3iTKHeHH${, CHapsd 3HUITYETBCA.

void AProjectile::BeginPlay():

Ile#i MeTON BHKIMKAETHCS IIiJ dYac
MoYaTKy Trpu abo0 TMpU HAPOIKCHHI
CHapsiy. Y JaHOMYy BUMAAKY, METO]
BCTAHOBJIIOE 3B'SI30K MK KOJI31HHOIO
cheporo cHapsany (CollisionSphere) ta
merogoM OnHit(), mo0 Bu3HAUKUTH

o1l 31TKHEHHS.

AProjectile::AProjectile():

Leit KOHCTPYKTOP BCTaHOBIIIOE
MOYaTKOB1 3HAYEHHS JIJIsl BJIACTUBOCTEM
cHapsay. BiH cTBoproe  Komi3iiHY
chepy  (USphereComponent)  mis
BU3HAYECHHS obnacrti 31TKHEHHS
CHapsily, BCTaHOBIIIOE PyX CHapsIy
(UProjectileMovementComponent) 3
BKA3aHOK IOYATKOBOKO IIBUJKICTIO 1
MaKCHUMAaJIbHOIO IIBHJKICTIO, a TaKOX
BHU3HAYa€, 10 CHapsAl  TMOBHUHEH
BIJUTITATH B HAINpPSMKY, BU3HAYEHOMY
HOro BEKTOpPOM IIBHIKOCTI. Takox,

3aJIa€THCS TPUBATICTD KUTTS CHAPSTY.
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[Tponorxenus Tadm. 1

void AMainGM::RestartGameplay(bool
Won):

Lleit MeTo BUKIIMKAETHCS JJISI
nepe3anycKy I'py Miciisd 3akiHueHHs. B
3aJIEKHOCTI B1J] TIEPEIaHOTO TTapameTpa
Won, MeTOJ BUKJIMKAE METO/]
ResetLevel() abo 3anmyckae Taiimep 1
Bukinkae ResetLevel() uepes 3

CEeKYH/IU.

void AMainGM::ResetLevel():

Lleit MmeToq BUKIIMKAETHCS A1
CKHJIaHHS PiBHS I'pu. BiH BUKOPHUCTORYE
byHKIIiI0
UGameplayStatics::OpenLevel(), mo6

BIJIKpUTHU PiBEHb 3 Ha3BOIO "Gameplay".

void AMainGM::CountdownTimer():

[{elr METOT BUKIIMKAETHCS KOKHY
CeKyH]y, 00 BUTIYUTH Yac J0
3aKiHYeHHs I'pu. BiH 3MeHIIye
3HadyeHHs TimerCount Ha 1 1 mepeBipse,
YM JTOCSATHYTO KIHIII BUITIKY. Y pasi
JOCATHEHHSI KIHIS BiIUTIKY, BIH 3yIHHSIE
Taiimep, Bukiinkae ResetLevel() 1

CKHJIa€ PIBEHB I'PU.

void AMainGM::BeginPlay():

Lleit MeTO I BUKITMKAETHCS M1 Yac
MOYaTKy rpu ad0 MpU CTBOPEHHI
00'ekty AMainGM. V¥V HpOMY
BCTAHOBIIKOETHCS TAUMED, SIKAU
3anyckae Metoj; CountdownTimer()

KOXHY CEKYH]Y.
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[Tponorxenus Tadm. 1

void
AEnemy::OnHit(UPrimitiveComponent™
HitComp, AActor* OtherActor,
UPrimitiveComponent* OtherComp,
int32 OtherBodyIndex, bool
bFromSweep, const FHitResult& Hit):

Ller MeTo1 BUKITMKAETHCA TIPU
31TKHEHH1 BOpPOTa 3 1HIIUM aKTOPOM y
rpi. Bin nepeBipsie, 4 31TKHEHHS
B1J10yJ10Ch 3 00'ekTOoM Ty AMChar
(TOIOBHUM TEPOii) 1 BUKIIUKAE METO/
DealDamage() nis 3aBJaHHS IIKOIH

reporo.

void AEnemy::OnSensed(const

TArray<AActor*>& UpdatedActors):

[leit MeTO1 BUKIIMKAETHCS IIPU
CIIPUHHATTI BOPOTOM aKTOPIB 3
JOTIOMOT 00 CUCTEMU CIIPUUHSATTS
mry4gHoro iHTenekty (Al Perception).
Bin nepeGupae oHOBJIEH1 aKTOPH 1
BUKOHY€E HEOOXIJTHI JTIi 3a71€KHO B1JT
TOTO, YA BOPOT CIpHUIIMae BOPOXi
00'exTH 200 MOBEPTAETHCS 10 0a30BO1

[TO3MIII].

void AEnemy::SetNewRotation(FVector
TargetPosition, FVector

CurrentPosition):

Lleit MeTOo 1 BCTAaHOBJIIOE HOBUH
OBOPOT BOPOTa, 3aJIEKHO Bl OT0
IIOTOYHOI'O MOJIOKEHHS Ta MO3ULIT

LJT1.

void AEnemy::DealDamage(float

DamageAmount):

[{e#t MeTO BUKITUKAETHCS IS
BIIHATTS KUIBKOCTI KO
(DamageAmount) Bijg 310pOB's
BOpora. SKio 310poB's gocsrae abo
omyckaeTbcs Hbkue 0, Bopor

3HUILLYETHCS.
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[Tponorxenus Tadm. 1

void Ieit MeTO1 BUKIIUKAETHCS MPU

ADoor::OnHit(UPrimitiveComponent™® | 31TKHEHHI1 3 IEPCOHAXKEM I'paBIIs

HitComp, AActor* OtherActor, (AMChar) 3 nBepuma. Bin otpumye
UPrimitiveComponent™® OtherComp, noctyn 1o 06'exta rpu AMainGM 3a
int32 OtherBodyIndex, bool JOTIOMOT 010 (PyHKIIIT

bFromSweep, const FHitResult& Hit): | UGameplayStatics::GetGameMode(), 1
BUKJIMKAE METO]T
RestartGameplay(true), o6

nepe3anyCTUTH Ipy.

2.2. Onyuc BUKOPUCTAHMX TEXHOJIOTH Ta MOB POrpaMyBaHHS

VY peatizalii HaBeIEHOT'O KOy BUKOPUCTOBYIOTHCSA HACTYITHI TEXHOJIOTIT Ta
MOBH MPOTPaMyBaHHS:

Unreal Engine: Unreal Engine € moTy>xHUM 1HTETpOBAaHUM PO3POOHUIIEKIM
cepenopumieM (IDE) Ta irpoBum aBuryHom, po3poOieHuM KomrmaHiero Epic
Games. Lleit kox 6a3yerbcss Ha Unreal Engine 1 BUKOPUCTOBYE iOro (ppeiiMBOpK
JUIs CTBOpEHHsS Ta ympamiiHHsA Tporo. Unreal Engine Hamae mupokuit Habip
IHCTPYMEHTIB 1Ji1 PO3poOKU rpadiku, (I3UKH, ITYYHOTO 1HTENEKTY Ta IHIIUX
aCIeKTiB T'pH.

C++: MoBa nporpamyBaHHs C++ € OCHOBHOIO MOBOIO JJisi PO3POOKH
JOTiKM Tpu Ta B3aeMmoAii 3 pizHuMu kommoHeHntamu Unreal Engine. VYci knacu,
METOIW Ta 3MIiHHI, HaBEJEHI y KOJi, € YaCTHHAMH IPOTPaMHOro iHTepderncy
Unreal Engine, saxuii peanizoBanuidi Ha C++. C++ go3Bosisie po3poOHHKAM
CTBOPIOBATH €(EKTUBHUI Ta MOTYKHUN KO JUISI ONTUMAIbHOT pOOOTH TPH.

Blueprints: Unreal Engine Haae MOXIHUBICTh PO3POOKH TpH 3a JOTIOMOTOIO
BI3yaJIbHOTO CKpUIITIHTY, BigoMoro sk Blueprints. Blueprints no3BomistoTh

HAJAIITOBYBAaTH PI3HI MapaMeTpu TpH, CTBOPIOBATH TOMAII Ta 3B'A3KH MIXK
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oO0'ektamu 0e3 HeoOXigHOCTI Oe3mocepenqHbOro KoayBaHHs. Blueprints €
MOTY)KHUAM IHCTPYMEHTOM JISI IIBUIKOTO TIPOTOTHITYBAHHS Ta iTepallii redMILICIO.

Al Perception: y HaBeJeHOMY KO/l BUKOPUCTOBYETHCS CHUCTEMA
cpuiHATTS mTydHoro iHTenekTy (Al Perception) B Unreal Engine. Ils cucrema
JI03BOJISIE BOpOTraM CIPUMMAaTH Ta B3a€EMOJISTH 3 HABKOJMIIHIMU O0'€KTaMH Ta
nepcoHaxkamu B rpi. 3a gomnomoroto Al Perception Boporu MoKyTh pearyBatu Ha
3MIHM y CEpElIOBUII, COPUIMATH PyX Ta 3BYK, BHUSBJISATH TpaBIs Ta MpPUHAMATH

PIIIICHHS TIOI0 CBOET MOBEIHKY Ha OCHOBI 310paHoi iHhopMmariii.

2.4. Onmc CTPYKTYPH CHCTEMH TA aJIrOPUTMIB il PyHKIIOHYBaHHS

Crpykrypa cucremMu 0a3yeThcsi Ha 00'€KTHO-OPIEHTOBAHOMY ITAXOMIl Ta
BUKOPHUCTOBYE Pi3HI KJIaCH Ta KOMIIOHEHTH ISl peani3auii (yHKI10HAJIbHOCTI TPH.
JlaBaliTe pO3IJIIHEMO OCHOBHY CTPYKTYpPy CHUCTEMHM Ta aITOPUTMHU 11
(YHKITIOHYBaHHSI HA OCHOB1 HaBEJICHOTO KOJTY.

Knacu ta koMroneHTu:

MChar: neit kiac mpeacTaBiisie TOJIOBHOTO repos rpu. Bin Mae metoau st
KEpyBaHHS PyXOM MEPCOHAXKa, aTaKOK0 Ta 1HIIUMH JIISIMHU.

Enemy: meii kiac BiAmoBija€ 3a MOBENIHKY BOPOXKHMX TNEpPCOHaxiB. Bin
BukopuctoBye Al Perception ajis COpUMHSTTS HaBKOJIMIIHBOIO CEpeIOBHUINA Ta
OPUIHATTS PILIEHb 1010 NOBEAIHKU.

Projectile: meit kmac mnpencrtaBisie CHapsia, SKUA BUKOPUCTOBYETHCS
TOJIOBHUM T€pPO€EM Ta BOporamu. BiH Mae MeTonu IJIsl IEPEMIIIEHHS Ta BUSIBICHHS
31TKHEHb 3 IHIIUMH 00'€KTaMHU.

AnroputMu GyHKIIIOHYBAHHS:

1. Pyx TOJOBHOTO Tepos: IpaBelb KEPye TOJOBHUM T€POEM 3a JOMOMOTOIO
KJaBim ynpaBiiHHA. Komm TpaBelb HaTHCKae KIaBilly IJs  pyxy,
BukiMkaeTbcsi Meton MoveCharacter(). el mMeroa o6uuciIioe HaIpsIMOK
pYyXy Ta 3MILIy€ NEPCOHAXKA y BIANOBIJHOMY HAIIPSIMKY Ha NIEBHY BIJICTaHb.

2. Bzaemogis 31 cHapsigamMu: IPU HATHCKaHHI KJIaBilli aTaKW TOJIOBHHUM Tepoit
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CTBOPIOE CHApsi/, SKUW JIETUTh y HanpsMKy Kypcopy wmuiii. CHapsing
CTBOPIOETBCS 3a jomomororo merony SpawnProjectile(), sikuili cTBOprO€E
HOBUH 00'eKT Kimacy Projectile Ta 3amae oMy MIBUAKICTH Ta HAMPSMOK PYyXY.
3. COopuiHSTTS HaBKOJMIIHBOTO CEPEJOBHUINA BOPOKHMU TEPCOHAXKAMMU:
BOPOX1 MEpCOHaXXi BUKOPUCTOBYIOTH Al Perception nns copuitHATTS
TOJIOBHOTO reposi Ta 1HIMUX 00'ekTiB. BOHW BUSIBISIOTH TpaBIl, KOJU TOM
3HaXOJUTHCS y TEBHIM BIACTaHI BiJl HUX, Ta MPUHAMAIOTh PIIICHHS 00

NOJAJIBIIOT MOBEIIHKY, HAPUKIIAJI, aTAKyBaTU a00 YHUKHYTHU 31TKHEHHS.

2.5. OOrpyHTYBaHHSI Ta OPraHi3auisg BXiIHUX Ta BUXITHUX JaAHUX

nporpamu

VY mporpami A irpoBoi rpu BXIAHUMU JaHUMU € KOPUCTYBALIbKI B3a€MOI11
Ta MOJii, TaKi SIK HATUCKAHHS KJIaBIII YIPaBIIIHHSA Ta MHII, a TaKOXX BXiJTHI JIaHi
PO CTaH I'pu Ta MepcoHaxiB. OpraHizailis MUX BXITHUX JAHUX 31HCHIOETHCS 32
JIOTIOMOT0I0  OOpOOHMKIB TOJiN Ta METOMIB, SIKI PearyrTh Ha KOPUCTYBAIlbKi
B3a€EMO/III.

Hampuknan, Koiau  KOpUCTyBad  HATHUCKAE  KJIABINy — YIPaBIIiHHS,
BiIOyBaeThCcsl BUKIMK MeToxy MoveCharacter(), sikuii mpuiiMae BXiJHI JIaHi TIPO
HAIMPSIMOK PYXY Ta 3MIIILy€ TOJIOBHOTO Ieposl Y BIJIMOBITHOMY HANPSAMKY.

KpiM TOro, BXiIHUMHM JaHMMH € TaKOX JaHl NpPO CTaH TIpHU, Takl 5K
pO3TallyBaHHS MEPCOHAXIB, 1X 37A0POB's, KUIBKICTh OYKiB TommO. Lli gaHi MOXYTb
OyTu 30epexeHl y BHYTPIIIHIX 3MIHHHUX Ta CTPYKTypax AaHUX B Iporpami, siKi
OHOBJTIOIOTBCS TIiJT YaC BUKOHAHHS TPU Ta BUKOPUCTOBYIOTHCS ISl TIPUAHSITTS
pillieHb Ta 3a0e3MeUYEeHHS JIOTIKH TPH.

[Ilomo BuUXIAHUX JaHMX, @porpaMa BIAMOBIZA€E 3a BIOOpaKEHHS
rpadiunoro inTepdeiicy xopucrtyBada (GUI) Ta OHOBIEHHS Bi3yaJlbHOTO CTaHY
rpu. BoHa BijoOpakae pyx mepCOHaXIB, CTaH iX 3I0POB's, paXyHOK I'paBIls Ta 1HIII
rpagiuyHi KOMIOHEHTH.

Opranizaiiis BUXITHUX JaHUX BiIOYBa€ThCA 3a JOMOMOTOI0 PEHACPUHTY
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rpadigHuX 00'€KTIB Ta OHOBJICHHS iX MapaMeTpiB BIAMOBIAHO 0 3MIH Yy MPOTPaMI.
[le Moxe BKJIFOUATH TIEPEMIILICHHS Ta aHIMAaIlil0 IEPCOHAXIB, 3MIHY KOJIbOPY abo
(dopmH 00'€KTIB, a TAKOXK B1JOOpaXKEHHS TEKCTOBOI 1H(OpMaLii HAa EKpaHI.

Bxigni Ta BuUXigHI J1aHI B3aEMOIIOTH Yy Iporpami, J03BOJISIOUH
KOPUCTYBauy KOHTPOJIFOBATH TPy Ta CIocTepiraT 3a ii ctanoM. Opranizaiis nux
JAHUX € BYKJIMBOIO JIJISl IPABUIILHOT POOOTH MIporpamMu Ta 3abe3nedeHHs 3a1aHOT0

(byHKITIOHATY TPH.

2.6. Onuc po3po0d.1eHol cucTeMH

VY pe3ynbrari po3poOKM MU OTPUMAJIM HEBEIMKUW IrPOBUHM MPOCTIP, SIKUI
HaJIa€ MOKJIMBICTb MPOTECTYBATH CTBOPEHUI KO/ Y MOBI nporpamyBanns C++. Ls
CHUCTEMa BKJIOYae B ce0e TOJIOBHOIO Teposi, BOPOTiB, PyX Ta B3aEMOJII0 3
HaBKOJIMIITHIM CEPEIOBUILICM.

OnHi€ero 3 KIFOYOBUX 3a/1a4, SKY BIAJI0CS BUPIIIUTH, Oyiia peanizaiis pyxy
TOJIOBHOTO T€pOsi Ta BOPOTIB MO irpOBOMY MPOCTOPY. 3aBASKH BHUKOPHUCTAHHIO
KJIaClB Ta METOJIB, 51 3a0€3MeuYuB IUIABHUM pyX MEPCOHAXKIB Ta IX KOPEKTHY
B3a€MO/Ii10 3 00'€KTaMU HaBKOJHUIITHBOI'O CEPEIOBHUIIIA.

[IpoGnemoro, 3 KO S 3ITKHYBCS, OYJIO BU3HAYEHHSA KOJI3IH MK
nepcoHakaMu Ta o00'ekTamMu Tpu. MM YCHIIIHO BUPIMIMIK IO HpoOJieMy,
BUKOPHUCTOBYIOUH aJNTOPUTMU TEPETUHY TMPSAMOKYTHHKIB Ta OOpOOKy ™o
31TKHEHb. [{e 703BOIMIIO YHUKHYTH HETIPABIOTOIOHNX CUTYaIlii, KOJU TIEPCOHAXKI
IPOXOJSATh CKPi3b 200 3aCTPSIrat0Th y CTIHAX.

Kpim Toro, s 3a0e3ne4yrB MOJIMBICTh YINPABIIHHSA TOJIOBHUM T'E€POEM 3a
JIOTIOMOT'OI0  KJIaBIlI YMPaBIIHHS Ta MHMIII, [0 JO3BOJSIE TPABII0 AKTUBHO
B3aEMOJISITH 3 TPOIO.

[Is po3pobsieHa cuctema JIEMOHCTPYE MO 3JaTHICTh NPOrpamyBaTd B
MoBi1 C++ Ta BUpIIIyBaTH CKJIaJIHI 3aBJaHHs, TMOB'sI3aHl 3 peaiizailiero rpadiku,
¢b13uku Ta B3aemojii 00'ekTiB. BoHa Moxke OyTH BUKOpUCTaHA SIK OCHOBA s

MOIAJIBIIIOTO PO3IIMPEHHS Ta BAOCKOHAJIEHHS ITPOBOTO JTOCBITY.
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2.6.1. Buxopucrasi TexHi4Hi 3aco0u

[Tporpamue 3abe3neueHns 0yno po3pobnero Ha IIK 3 onepariiiiHOIO CHCTEMOIO
Windows 10 (64-bit):
- nenrpansHuil mpornecop (IIII): Intel(R) Core(TM) 17-2600K CPU @
3.40GHz 3.40 GHz;

- Bigeoagantep: nVidia GeForce GTX 1080;
- BigeomnaM'sTe: 16 I'b;

- nHakornnuyBad: 1 Tb SSD;

- omnepaTuBHa nam'sath: 16 I'b;

- pO3MOJUIbHY 31aTHICTB ekpany 1920x1080;

- KJIaBlaTypa, MUIIIA.

2.7.2. BukopucrtaHi nporpamsi 3acoou

[Ipu po3pob1i mporpamMHOro 3a0e3medeHHss Oyau BHUKOPHUCTAHO HACTYMHI
IporpamHi 3acoou:

- Visual Studio 2022;
- Visual Studio Code;

- Unreal Engine 4.

2.6.2. BukopucraHni nporpamMsi 3acoou

[Tix gac po3poOKK CUCTEMU BUKOPUCTOBYBAIKCS Pi3HI MPOTpamMHi 3aco0w,
0 CHpUsII  peatizamii  (yHKIIOHAIHHOCTI Ta TMOKPAIEHHIO TeUMILICIO.

OCHOBHUMU 3 HUX OyJIH:
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lI.MoBa  mporpamyBanHs C++: Mwu  BUKOPUCTOBYB&JIM  MOBY
nporpamyBaHHss C++ Uil HamuMcaHHA JIOTIKM Tpu, OOpoOKKM MOAId, pyXy
NEPCOHAXIB Ta B3aeMoil 3 00'ektamu. C++ 3a0e3neyye MMPOKI MOKIHBOCTI AJIs
onTUMIi3aIlli Ta ePEeKTUBHOCTI TPOTPAMHOTO KOY.

2. SFML: [Ins poOOTH 3 BIKHOM, BBEICHHSM KOpPUCTyBada Ta ayAio MU
BukopucroByBainu 0i6mioreky SFML (Simple and Fast Multimedia Library).
SFML namae 3pyunuii inTepderic 1 podoTH 3 BIKHOM IIPOrpaMu, KJIaBiaTyporo,
MHUILICIO Ta ay/io.

3. Visual Studio: Mwu BHUKOPUCTOBYBAJIM IHTETPOBAHE CEPEIOBUIIC
po3pooku Visual Studio nnsa HanucanHs, 30MpaHHS Ta HaJIAroJKEHHS HAIIOi
nporpamu. Visual Studio Hagae mMpoki MOXKIMBOCTIL JJ11 IporpamyBaHHs Ha C++

Ta MIATPUMYE 3aco0u i1t poOoTH 3 610J110TeKaMU Ta 3aJICKHOCTIMHU.

2.6.3. BUKJIMK Ta 32aBAHTAKEHHS IPOTrPamMu

JUIs BUKJIMKY Ta 3aBaHTaXEHHS pO3pOOJIEHOI CHCTEMHM, 10 0a3yeThCsl Ha
Unreal Engine, BUKOHYIOThCS HacTyIHI Kpoku. Ilicisa 3aBepiiieHHS po3poOKH Ta
30MpaHHA TPOEKTY, MOKHA 3aMyCTUTH MPOTpaMy IJITXOM HATUCKAHHS KHOIKU
"Play" 'y pospoOnunbkomy cepemoBumni Unreal Editor. Ilicms 1mworo
PO3IMOYMHAETHCS ITPOBUH MPOLIEC, IKUM CKIIAJIA€ThCA 3 TAKUX €TaIliB:

1. 3aBaHTa)X€HHsI PIBHA: MICIIs 3alyCKy NPOrpaMH CHCTEMA 3aBAaHTAXKY€
BU3HAYCHHI piBEHb a00 CTapTOBU piBEHb, J€ po3TamioBaHa rpa. Lle Mmoxe Oytu
CTBOPEHUI KOPUCTYBaYeM piBEHb 200 OJIMH 3 BXKE HAsIBHUX Y IPi.

2. BIATBOpEHHs 1rpOBOTO CBITY: MICHS 3aBaHTAXKEHHsS PIBHSA CHCTEMa
pPO3MOYMHAE BiATBOPIOBATH ITPOBUM CBIT, BKJIFOYAIOUM BCl 300pa)KCHHS, MOJCI,
TEKCTYypH Ta e(eKTH, Akl OyJau BU3HayeHl B KBaidikauiiHiii pobdoti. I'paBenb
PO3TAIIOBYETHCS Y IMTOYATKOBIHM MO3HUIIIT a00 BU3HAYCHIN CTAPTOBIN TOYIII.

3. [lepemimeHHsi rpaBLs: T'paBellb MOXE KEPyBaTH CBOIM IEPCOHAXKEM 1
NEepeMIIIATUCS IO TPUBUMIPHOMY ITPOCTOPY, BUKOPUCTOBYIOUH KJIABIATYPY, MUILLY

abo reiimman. Bin Moxe MOCHIKyBaTH ITPOBHI MPOCTIp, pyXaTucs, CTpuUOaTH,
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BUKOHYBATH Pi3HI JIii Ta B3a€MOISITH 3 00'€KTaMH HaBKOJIO cele.
4. bopotr0a 31 mtyynuM iHTenekToMm (II): y irpoBoMy mponeci MOXYyTb
OyTH BKJIIOYEHI Pi3HI BOPOXKI MEPCOHAXK1 a00 MITYYHHUI 1HTEIEKT, 3 IKUM T'paBellb
Moske 0opotucs. [III-Boporu MOKyTh MaTH BU3HAUYEHI aJITOPUTMH PyXY Ta aTaKu.
5. 3aBepllieHHs] TpU: T'pa Ma€ YMOBHM 3aBEpIICHHS, TakKi SIK JOCSITHEHHS
snopoB’s (Health) 0 abo x nmocsrHeHHS TpaBleM [Bepei, MICIs 4Yoro Tpa

ITIOYHNHAETLECA HAHOBO.

2.6.4. Onuc inTepdeiicy kopucTyBaya

VY nporpami BiioOpaxkaeThCs 370pOB'sl TPABIS 3a JOMOMOTOI0 1HTEpdeicy
KopucTyBaua. [HTepdeiic kopucTyBaua BKIIIOYAE EJIEMEHT, SIKUH TMOKa3ye
MOTOYHUI CTaH 3/I0POB'S TPABIIA.

Y mporpami BIH peamu30BaHMI 3a JONOMOTOI0 Tporpec-6apy. I3
3MEHILIEHHSIM 37I0pOB’ S TPaBIIsl 3MEHIITY€ETHCS caM Mporpec-oap.

Lleit enemeHT 1HTEepdeicy KOpUCTyBada PO3TAIIOBYEThCSA Yy JIBIA HUKHIN
YacTHHI €KpaHy Ta Mae€ MIAMNHUC, SKUM JomoMara€e TpaBleBl pO3MI3HATH Len

eJIeMeHT iHTepdeiicy.

2.6.5. Onuc Ta 1eMOHCTpPaLis 3alIPpOrpaMOBaHUX BjaacTuBocrTeil y 3D-

npocTopi
AnTropuT™M poOOTH IpECTaBIsAB cO00I0 cTBOpeHHs kiacy C++, floro onuc

Ta MOJajbllIe BOPOBAIKEHHS CTBOPEHOro kjacy y 3D-mpocTip 3a JOMOMOTORO

texHosorii Blueprint, o HacaiayBanga cTBopeHui kiac (puc. 2.1).
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Enermy MainGh MChar Praoje

Puc. 2.1. CtBopeHi y miporieci podotu kinacu C++

CnoanKy 6y.)'[0 CTBOPCHO Ta HAJIAIITOBAHO KJIAC I'paBILIA, SIKMH TTCIIS o010

Oyno Biampasneno y Blueprints qyist monpamroBanss. (puc. 2.2).

Puc. 2.2. Buzyanizaris MChar y Blueprint

Y HboMy OyJ0 OMNHCAaHO OCHOBHY B3a€EMOJII0 TPAaBIS 13 MPOCTOPOM.
HanamroBanuii pyx rpaBls, J0JlaHa MOXJIMBICTb CTpUOaTH, orjsgaTucs. byio
HaJaITOBaHO Koji3ito. bymo crBopeHo 30poro, ang skoi depe3 kKox Oyia
HaJalToOBaHa MOXJIMBICTH Jl0JaBaTu 3BYku (puc. 2.3). PeanizoBane 310poB’s

IpaBIIs.
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4 Gameplay

[ Gun Offset

FirstPersoniemplateWeaponFireDZ -

€ D=

Fire Sound

FirstFersonkire_Wontage
Fire Animation

Puc. 2.3. BimoOpaxxeHHs 3amporpaMOBaHuX BIaCTHUBOCTEH 30poi y Blueprint

byno namamroBano kimac Projectile, HamamroBaHo KoJi3it0 JJisi HBOTO (pHC.
2.4). JInga aporo OyB pealli30BaHWM MOKA3HMUK IIKOJIH, IO BigHiMaeTbes Bing Health

IHIIMX CTYHOCTEW MPH KOJI3Ii.

Puc. 2.4. JlemoHnctpairis komi3ii Projectile 3 kyOom.

Jlyist G1bIN IMEPCHUBHOTO Ta IIKaBOTO reiimMIuieto Oysio BBeneHo kiac Enemy,
1o npencTasisie codborw Bopora. Mojens Ta aHiMallii 0yJio y34To 3 O€3KOIITOBHOTO

peniozutopito Sketchfab. OcHoBHI BiacTUBOCTI Bopora 0yio peanizoBano uepe3 C++,
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TO1 SIK aHIMaIlifo HajamToBaHo yepe3 Blueprint (puc. 2.5).

File Edit Asset View Debug Window Help

5% WO . S W

Compile Browse Pre esh ate c Mesh Find  Hide Unrelated

= AnimGraph

T sl To o Enemy

T Try Gt Pawn Owoer

Targe

Animation Layers
Functions
Macros

4Variables

BP Enemy REF

Event Dispatchers

Puc. 2.5. HanamryBanus animartii

[Ticns nOaTKOBOro HAJAITYBaHHS BOPOI IPH MEPEMILIEHHI Y IPOCTOPI MIT

3MIHIOBAaTH aHIMAIIif0 3aJISKHO BiJI BUAKOCTI (puc. 2.5).

31



e Al anR

N &3] Blueprint [
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gLit‘ Show | [ Character | [ LOD Auto X 3 W - 5 il -
/N b — =
i iringy

unning
4 Input Interpolation

Pres Bas

| 4 Blend Samples
( i

h 4 Animation
4l 4 ‘ O “ ([ ][4 5 d) €@ View Options~
Memimess s WARE ’

Puc. 2.5. HanamryBanHs nmepexoiB Mk aHIMaIlisIMU B 3aJI€KHOCTI BiJl IIBUIKOCTI

Jns Bopora Oyjo HalamITOBAaHO INTYYHUM 1HTENEKT. PimeHHs Oyo
peanizoBane 3a jaonomororw AlPerception. HamamroBano paziyc, 3a SIKOro BOpOT
IoMIYaB rpaBIis, Ta Jii BOpora Io BiIHOIICHHIO 10 HKOTo (puc. 2.6). HamamroBaHo
MaKCUMaJIbHY MOXKJIMBY JUCTaHIIi0. Ha sKiif Bopor momivyaB rpaBlis, Ta pi3HOMaHITHI

i BOpora BIJIOBITHO IO CHTYAITIH.

32



Puc. 2.6. I nepecnigye rpaBus

Jlist Bopora TakoXx OyJI0 CTBOPEHO Ta peajli3oBaHO IIKOAY, SKY BiH 3aBJa€
npu HaOMMKeHHI A0 TpaBi. J[o7aTKOBI HamamTyBaHHS IIOJAO0 IMKOAW Ta KOJMi3ii
poCTOpy, IO Horo 3aBmae, Oyno 3pobsneno y Blueprint (puc. 2.7), ame Oinbina
yacTiHa pobotu Oyna mposeaeHa y C++. Ilpu komi3ii Bopor 3aBmae 5 OJMHUIL

MKOOH.
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View  Debug

Parer Enemy
3 i ; . %, Details

+ Add Component - # = . ke Search Details Of = B34
Caorr ) Find Hide Unirel 5 Clas s Simulation Play

truction Scrip == EventGraph

DamageCollision

> Event ActorBegin!
> Event Tick
AFunction S
# ConstructionSc ript
Macros +

1 Shape
Variables +

4 Navigation
Event Dispatchers =+

NavArea_Obst~ K SO 4

E¥ Compiler Results

on Undi [l

4 Component Tick

Puc. 2.7. JlemoHcTpariis komi3ii mkoau, crBopenoi Ha C++, y Blueprint

Jlns TpaBig OyJo HaJalmTOBAHO eJEeMEHT iHTepdericy, 1o BimoOpaxae

MOKa3HUK HOT0 310poB’s (puc. 2.8).

Health
[

Puc. 2.8. JlemoncTpatist fuHaMiqHOTO iHTepdericy 3A0poB’s

AHamnoriuyHo JyIst BOporiB Oyio mogaHo nokasHuk 3HaueHHs Health. Projectile
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TaKOX 3aBJA€ IIKOJIU BOPOTaAM.

byno HanamrToBaHO MOKAa3HUK Yacy, IO BiJBOAUTHCS Ha MPOXOKCHHS
IFPOBOTO PIBHS, Ta HAJAITOBAHO YMOBH, 3a SIKUX IpaBellb 3aKiHuye rpy. Takumu
yMOBaMH CTaB pecTtapT Ipu micis cmepti rpaBi (Health mamae no 0), 3aBepiieHHs

BIJIBEJICHOTO Yacy Ta KOJIi3isl rpaBiis i3 1Bepuma (puc. 2.9).

Puc. 2.9. JIBepi, mOCATHEHHS SIKUX Ha PiBHI € OJJHUM 13 BapiaHTIB 3aKIHYCHHS TPH.
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PO3/ILJT 3. EKOHOMIYHUM PO3 LT

3.1. Po3paxyHOK TPYAOMICTKOCTI Ta BApTOCTi po3po0Ku
NMPOrPaMHOI0 NPOAYKTY.

[TouyaTkoBi gaHi:

1. mepenbauyBaHe 4KMCIIO onepaTopiB mporpamu - 200;

2.  koe(diIi€eHT CKJIaJHOCTI mporpamu — 1,5;

3. KoedimieHT KOpeKIii mporpaMu B Xozi ii po3pooku — 0,08;

4. ronunHa 3apo6OiTHa tuiata Unreal Engine po3poOnuka — 920,71
TPH/TOJ;

5. koedili€eHT 301IbIICHHS BUTPATH Ipalll BHACIIIOK HEJOCTATHHOTO
onucy 3amgayl — 1,1;

6. koedimienT kBamigikauii mporpamicta, 00yMOBIEHUN Bijl CTaXy
pobotu 3 maHoi cneriaasHoCcTI — 0,8;

7.  BapticTh MammHO-roauHu EOM — 14 rpa/ro.

l'oguany 3apobitny mmaty Python po3po6Guuka Oyno po3paxoBaHo 3a

JOTIOMOTOI0  JTAHUX, VY3ITHX 3 CalTy «YKpaiHChKOi CIHUIBHOTH MPOTPaMICTIB

(DOU.ua)». Cepenns 3apo6itHa miata C++ po3poOHUKa 3 I0CB1IOM pOOOTH 10 POKY,

no Yxkpaini, ckinagae npudauzno 2000 amepukaHChKUX J101apiB Ha Micsib. CTaHOM

Ha 3apa3, moyatok yepBHs 2023 poKy, OJUH aMepUKaHChKUM goJiap aopiBHIOE 36,75

TpH, BUXOJSIYM 3 IIbOTO, CEpe/Hs 3apo0iTHA MmiaTa y TPUBHAX ckiamae 73392 rpH.

[Tpu 3BUUaiiHOMY BOCBMHUTOAMHHOMY poOoudomy rpadiky (mpubmauzno 176 roausH Ha

MICSII[b) CEpPEeAHS MOTOIMHHA 3apo0iTHA TutaTa Oye ckianatu 417 rpu/ro.

HopmyBanns npati B nporeci cTBopeHHs 113 iCTOTHO yCKIagHEHO B CHILY

TBOPYOTO XapakTepy mparli mporpamicta. ToMy TpyJIoMICTKICTh po3poOku [13 mMoxe

OyTH po3paxoBaHa Ha OCHOB1 CUCTEMHU MOJIEJIEH 3 PI3HOIO TOYHICTIO OLIHKH.

TpynomictkicTs po3pobku [13 MmoxxkHa po3paxyBaru 3a GopMyIioro:

t=t,+t, +t, +1t, +tyy, + t,;, mMOaMHO-TOIUH (
3.1)
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ne t, — BUTpaTH Tpall Ha MIJATOTOBKY M OMHUC IOCTaBJICHOI 3ajauyi
(mpuitmaeThes 50 JTIOUHO-TOUH);

t, — BUTPATH Mpalll Ha JOCIIHDKEHHS aJITOPUTMY PIIICHHS 3a/1adi;

t, — BUTpATH Mpall Ha PO3POOKY OJIOK-CXEMH aJITOPUTMY;

t, — BUTpaATH Mpalli Ha MPOTpaMyBaHHs MO TOTOBIN OJIOK-CXeMi;

tor,; — BUTpATH TIpalll Ha HaJlaroKeHHs mporpamu Ha EOM;

t, — BUTpPATH Ipalli Ha MIATOTOBKY JIOKyMEHTALII.

Cki1aioBl BUTpATH Mpalll BU3HAYAKOTHCA Y€pPE3 YMOBHE YHCIIO ONEPATOPIB Y
IpOorpaMHOMY 3a0€3IE€UYEHHI, IKE PO3POOIIIETHCS.

YMOBHE 4HCIIO OTIepaTOPIB:

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

ne ¢ - nependadyBaHe yucio oneparopis (200),
C - koediuieHT cKkIaaHOCTI porpami (1,5),

p - KoedirieHT KopekIii mporpamMu B Xo/i ii po3pooku (0,08).
Q=200-1,5-(1+0,08) = 324

Butpatu mparii Ha BUBUEHHS OIKCY 3aj7adi t,, BU3HAYAETHCS 3 ypaxyBaHHSIM
YTOYHEHHS ONUCY 1 KBamidikallii mporpamicra:

_ _QB ] (
ty = 75.85) K JIIOAUHO-TOUH

3.3)

ne B — koedimieHT 301IbIIICHHS BUTPAT Mparli BHACIIIOK HEIOCTaTHHOTO
OMuCy 3ajaul,

k — koedimienT kBanidikauii nporpamicra, 00yMOBIEHHI cTakeM poOOTH 3
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TaHO]I CIeIlaJIbHOCTI.

32411
U™ 75.038

= 5,94 noauHO-TOIUH.

Burtpatu npaiii Ha po3poOKy anropuTMy pillieHHs 3a/1ayi:

__Q i (
2 = Go2ok’ JIFOAUHO-TOUH

3.4)
ne Q — yMOBHE 4HCIIO OIepaToOpiB NPOrpPaMHu,
k — koedimieHT kBamidikallii mporpamicra.
[lincTaBUBILM BiANOBIIHI 3HAaY€HHS B Gopmyy (3.4), TIOAUHO-TOJUH:
200
= = 12,5 moauHo-ToAuH
a 2008 ’ A A
Burtpatu Ha ckinagaHHs IpOrpaMHu 1O TOTOBINM OJI0K-CXeMi:
ty = S - , JTIOAUHO-TOJUH (
(20.25)k
3.5)
=22 — 10 moauHO-roHH
a7 2508 A A
Burtpatu npati Ha HasmaropkeHHs nporpamu Ha EOM:
— 33 YMOBM aBTOHOMHOI'O HaJIaro/KEHHS OJTHOTO 3aBJAHHS:
t = L, JIFOJINHO-TOJINH (
OTT — (4.5)k
3.6)
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200
torn = oe = 83,3 moauHO-TOAUH

- 3a YMOBH KOMIIJICKCHOI'O HAJIAarOJPKCHH:A 3aBIaHHA:

toen = 1,5 - tyr,, TOIUHO-TOINH (

3.7)

to; = 1,5 - 83,3 = 125 nmroauHo-roauH

Burtpatu npaiii Ha mAroTOBKY JTOKYMEHTAITIi:

t, = typ + Uy, TOOUHO-TOUH (

3.8)

Ji€ tyn- TPYJOMICTKICTD MIATOTOBKU MATEPiaiB i pyKOIHUCy.

__Q i (
tﬂp = 200K JIOJUHO-TOINH
3.9)
200
= Tsos 16,67 110 1MHO-TOTUH

t7o - TPYJOMICTKICT peJlaryBaHHsl, IIEYaTKU i 0)OPMIIEHHS JOKYMEHTAII1

tyo = 0,75 - t,,, MOIMHO-TOAUH (

3.10)

Ap>

t,o = 0,75 - 16,67 = 12,5 moauHo-roaun
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t, = 16,67 + 12,5 = 29,17 moauHo-roaun

OTpuMaeMo TPYAOMICTKICTh PO3POOKH MPOrpaMHOI0 3a0€3MeUCHHS:

t=15,94+ 12,5 +10+83,3+125+29,7= 266,44 ntoquHO-rOI1H

Y pe3ynpTrari MM po3paxyBaid, M0 B 3arajbHId CKIAQTHOCTI HEOOX1THO

266,44 moaMHO-TOAWH JJ1s1 pO3POOKH TaHOTO BE0-10/1aTKYy.

2.7. BuTpaTH HA CTBOPEHHSI MPOrPaAaMHOI0 3a0e3MeYeHHA

Burpatn na ctBopenns 113 K, BrimrowaroTe BUTpaTH Ha 3apoOITHY IIaTy
BUKOHABIS TPOrpaMu 3, 1 BUTPAT MALIMHHOTO Yacy, HEOOXITHOTO Ha HAJIArOKEHHS

nporpamu Ha EOM.

I{I'IO = 331'[ + 3MBD rpH (
3.11)

ne 35, 3apo0iTHA IJ1aTa BUKOHABIIIB, SIKa BU3HAYAETHCS 32 (DOPMYIIOL0:

3.12)

Je t—3arajabHa TPYJAOMICTKICTh JIFOJUHO-TOIMH,

C,p — CepenHs TOMMHHAA 3ap0o0iTHA TUTaTa MPorpamicTa, TPH/TO/I.

np

3,, = 266,44 - 417 = 111088.8 rpu

3 — BAPTICTh MATUHHOTO Yacy, HEOOX1THOTO JIJIsl HAaJaroKEHHS IporpamMu

Ha EOM.
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3us = torn " Cyu» TPH (
3.13)

ne tor,— TPYAOMICTKICTh HajaropkeHHs nporpamu Ha EOM, rop,

Cyy— BapTicTh MammHo-roguau EOM, rpa/rog.

3ug = 266,44 - 14 = 3730,16 rpu

K,, = 41831 + 3730,16 = 45561,16 rpn

Busnayeni B Takuid cnoci® BHUTpaTH Ha CTBOPEHHS IMPOTPAMHOTO

3a0€3MeUYEHHSI € YaCTUHOIO OJIHOPA30BUX KaliTaIbHUX BUTpaT Ha cTBOpeHHs ACVYII.

OuikyBaHnuii iepioa crBopenus [13:

MiC (
3.14)

T =

BiFp’

ne B, — uncio BUKOHABIIIB,

E, — micsunuii ponn poboyoro yacy (mpu 40 roaMHHOMY pOOOYOMY THIKHI

E, = 176 roaun).

266,44 )
= 0.6 Mmic

T = =
1-417

BucnoBok: Ha po3po0Oky maHoro BeO-goaarky mige 266,44 moauHo-
roguH. ToOTo, IMOBiIpHA OYiKyBaHa TPUBANICTH po3po0Oku ckiagarume 0,6
MICALIB IpH cTaHgapTHOMY 40-roguHHOMY poboYOMYy THXkHi 1 1 76-rogMHHOMY
pobouomy Micsui. OuiKyBaHi BUTPATH Ha CTBOPEHHS BEO-10AaTKy

ckinagatumyTh 111088.8.
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BUCHOBKU

VY kBamdikaniiHid pod6oti OyB cTBopenmii mpoekT rpu Ha Unreal Engine,
SAKUU JI€MOHCTPYE€ BHUKOPUCTAaHHA MOBU TmporpamyBaHHs C++ nams po3poOku
irpoBoi Jioriky. Onucadi METOAM Ta ornepalli BIAMOBIIAIOTh 32 Pi3HI aCHEKTU T'PH,
Taki sIK KEpyBaHHS IPaBIEM, PyX CHAPAIIB, 3ITKHEHHSI Ta B3a€MOJIII0 3 BOPOTAMHU.

Po3pobka 1eMOHCTpY€E peanicTUYHE MEPEMIIEHHs TPaBIlsl 32 JTIOIIOMOTOI0
metoaiB MoveForward Ta MoveRight, o6epTanss TpaBisi B TOPU30HTATHPHOMY Ta
BEPTUKAILHOMY HampsMKax 3a nonomororo metojiB TurnAtRate ta LookAtRate
BIAMOBIAHO. TakoXX peani3oBaHO BOTHEBY akilito rpaBusg y meroai OnFire, 1o
BIUIMBAE HA CTBOPEHHS Ta PyX CHAPSIAIB y I'pI.

Y r1pi Takok NPHUCYTHINM INTYYHUM IHTEJIEKT BOPOTIB, SKUM 3JaTHUN
COpuiiMaTH HAaBKOJIMILIHE cepenoBuile 3a gomnomororo Al Perception. Boporu
MOXXYTh pe€aryBaTH Ha MPHUCYTHICTh TOJOBHOTO Tepos, 3AIACHIOYH [ii, sIKi
3aJIeKaTh BIJ iX CTaHy 1 CUTYyaIli.

Kpim Toro, peanizoBaHo MeXaHi3M 31TKHEHHS CHapsiAiB 3 00'€KTaMu y Tpi.
[Ipu 3iTKHEHHI cHapsay 3 BoporoM y wmeroai OnHit, BUKIHMKAETBCA METOJ
DealDamage(), sikuii HAHOCUTH IIIKOAY BOPOT'OBi, @ CaM CHapsiJl 3HUIILY€E€ThCS.

B uinomy, nana po6ora aemMoHCTpye 0a30BI MPUHIMIKM PO3POOKU TPU HA
Unreal Engine 3 BuxopuctanHsM MoBH mnporpamyBanHs C++. Peamizaris
PI3HOMaHITHHX METOJIIB Ta OIepalliii T03BOJIIE€ CTBOPUTH (YHKIIOHATIBHY TPy 31
3MICTOBHUM T€UMILICEM Ta B3aEMOJIIEIO TPABIIS 3 OTOUYIOYMM CBITOM.

KBanigikariiina podota 1eMOHCTpYe MOTYKHI MoxkJmBocTi C++ y mapi 3
Blueprint Ha ¢petimBopky UE. Po3pobieny nporpamy MokHa BUKOPHUCTOBYBATH Y
pPO3BAKAJIBHUX Ta HABYAIBHUX LUISAX, a po3pobiieHi BpyuHy kiacu C++
JIO3BOJISIIOTh  BUKOPUCTOBYBATH POOOTY JUIsi OUIBII MAcIITaOHUX MPOEKTIB, IO
3HaYHO CKOPOYY€ HEOOXITHUN Yac, BATPATH Ta JO3BOJISIIOTH K PO3POOHHUKAM, TaK 1

THIITUM TIpalliBHUKaM OyTH OUIbIII THYYKHMHM Y CBOIX 1JIesX Ta iX peaizaiii.
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BusznadeHo TpyaomicTkicTh po3po0bieHoi indopmaliiiinoi cucremu (266,44
JIOJ-TOM), MPOBEIECHUN MIAPAaXyHOK BapTOCTI POOOTH MO CTBOPEHHIO MPOTpaMu

(111088.8 rpH) Ta po3paxoBaHo yac Ha ioro crBopeHHs (0.6 mic.).
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JTIOJATOK A

BUXIJTHUI KO KOMII'FOTEPHOI MPOI'PAMU

JIICTUHI' MIPOI'PAMMU

MChar.h (Ko, mo cTocyeThcsi Mo/ieJli Ta MOBEXiHKYM I'PABLA)

#pragma once

ttinclude "CoreMinimal.h"
#include "GameFramework/Character.h"

ttinclude "MChar.generated.h"

UCLASS()
class DIPLOMA_API AMChar : public ACharacter

{
GENERATED_BODY()
public:
// Sets default values for this character's properties
AMChar();
protected:
// Called when the game starts or when spawned
virtual void BeginPlay() override;
public:
// Called every frame
virtual void Tick(float DeltaTime) override;
// Called to bind functionality to input
virtual void SetupPlayerinputComponent(class UlnputComponent* PlayerInputComponent) override;
public:

UPROPERTY(VisibleDefaultsOnly, Category = Mesh)

class USkeletalMeshComponent* HandsMesh;
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UPROPERTY(VisibleDefaultsOnly, Category = Mesh)

class USkeletalMeshComponent®* GunMesh;

UPROPERTY(VisibleDefaultsOnly, Category = Mesh)

class USceneComponent* MuzzleLocation;

UPROPERTY(VisibleDefaultsOnly, Category = Mesh)

class UCameraComponent* FirstPersonCamera;

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = Camera) // Added BlueprintReadOnly specifier

float TurnRate;

UPROPERTY/(VisibleAnywhere, BlueprintReadOnly, Category = Camera) // Added BlueprintReadOnly specifier
float LookUpRate;

UPROPERTY(VisibleAnywhere, BlueprintReadWrite, Category = Gameplay) // Added BlueprintReadWrite specifier

FVector GunOffset;

protected:

void OnFire();

void MoveForward(float Value);

void MoveRight(float Value);

void TurnAtRate(float Rate);

void LookAtRate(float Rate);
public:
UPROPERTY(EditDefaultsOnly, Category = Projectile)

TSubclassOf<class AProjectile> Projectile;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Gameplay)

class USoundBase* FireSound;

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Gameplay)

class UAnimMontage* FireAnimation;

class UAnimlnstance* Animlinstance;

class UWorld* World;
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FRotator SpawnRotation;

FVector SpawnlLocation;

UPROPERTY(EditAnywhere, BlueprintReadOnly)
float Health = 100.0f;
public:

void DealDamage(float DamageAmount);

MChar.cpp

#include "MChar.h"
#include "Camera/CameraComponent.h"
#include "Components/CapsuleComponent.h"
#include "Components/InputComponent.h"
#include "Projectile.h"
#include "Animation/Animinstance.h"
#include "Kismet/GameplayStatics.h"
#include "MainGM.h"
// Sets default values
AMChar::AMChar()
{

// Set this character to call Tick() every frame. You can turn this off to improve performance if you don't need it.

PrimaryActorTick.bCanEverTick = true;
GetCapsuleComponent()->InitCapsuleSize(40.0f, 95.0f);

TurnRate = 45.0f;
LookUpRate = 45.0f;

FirstPersonCamera = CreateDefaultSubobject<UCameraComponent>(TEXT("First Person Camera"));
FirstPersonCamera->SetupAttachment(GetCapsuleComponent());
FirstPersonCamera->AddRelativeLocation(FVector(-39.65f, 1.75f, 64.0f));

FirstPersonCamera->bUsePawnControlRotation = true;

HandsMesh = CreateDefaultSubobject<USkeletalMeshComponent>(TEXT("Character Mesh"));
HandsMesh->SetOnlyOwnerSee(true);

HandsMesh->SetupAttachment(FirstPersonCamera);

HandsMesh->bCastDynamicShadow = false;

HandsMesh->CastShadow = false;

HandsMesh->AddRelativeRotation(FRotator(1.9f, -19.19f, 5.2f));
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HandsMesh->AddRelativeLocation(FVector(-0.5f, -4.4f, -155.7f));

GunMesh = CreateDefaultSubobject<USkeletalMeshComponent>(TEXT("GUN"));
GunMesh->SetOnlyOwnerSee(true);
GunMesh->bCastDynamicShadow = false;

GunMesh->CastShadow = false;

MuzzleLocation = CreateDefaultSubobject<USceneComponent>(TEXT("Muzzle Location"));
MuzzleLocation->SetupAttachment(GunMesh);

MuzzleLocation->SetRelativeLocation(FVector(0.2f, 48.4f, -10.6f));

GunOffset = FVector(100.0f, 0.0f, 10.0f);

// Called when the game starts or when spawned
void AMChar::BeginPlay()

{
Super::BeginPlay();

GunMesh->AttachToComponent(HandsMesh,
FAttachmentTransformRules::SnapToTargetIncludingScale,

TEXT("GripPoint"));

World = GetWorld();

AnimlInstance = HandsMesh->GetAnimInstance();

// Called every frame
void AMChar::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

// Called to bind functionality to input
void AMChar::SetupPlayerinputComponent(UInputComponent* PlayerlnputComponent)
{
Super::SetupPlayerinputComponent(PlayerinputComponent);
PlayerinputComponent->BindAction("Jump", IE_Pressed, this, &ACharacter::Jump);

PlayerinputComponent->BindAction("Jump", IE_Released, this, &ACharacter::Jump);
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PlayerinputComponent->BindAction("Fire", IE_Pressed, this, &AMChar::OnFire);

PlayerinputComponent->BindAxis("MoveForward", this, &AMChar::MoveForward);

PlayerinputComponent->BindAxis("MoveRight", this, &AMChar::MoveRight);

PlayerinputComponent->BindAxis("Turn", this, &AMChar::TurnAtRate);
PlayerinputComponent->BindAxis("LookUp", this, &AMChar::LookAtRate);

void AMChar::OnFire()

{
if (World != NULL)

{

SpawnRotation = GetControlRotation();

SpawnLocation = ((MuzzleLocation != nullptr) ?
MuzzleLocation->GetComponentLocation() :

GetActorLocation()) + SpawnRotation.RotateVector(GunOffset);

FActorSpawnParameters ActorSpawnParams;
ActorSpawnParams.SpawnCollisionHandlingOverride =

ESpawnActorCollisionHandlingMethod::AdjustIfPossibleButDontSpawnlfColliding;

World->SpawnActor<AProjectile>(Projectile,

SpawnLocation, SpawnRotation, ActorSpawnParams);

if (FireSound != NULL)
{
UGameplayStatics::PlaySoundAtLocation(this, FireSound, GetActorLocation());

}
if (FireAnimation != NULL && AnimInstance != NULL)

{

AnimInstance->Montage_Play(FireAnimation, 1.0f);

void AMChar::MoveForward(float Value)

{
if (Value != 0.0f)
{
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AddMovementInput(GetActorForwardVector(), Value);

void AMChar::MoveRight(float Value)

{
if (Value != 0.0f)
{
AddMovementinput(GetActorRightVector(), Value);
}
}

void AMChar::TurnAtRate(float Rate)

{
AddControllerYawlnput(Rate * TurnRate * GetWorld()->GetDeltaSeconds());

void AMChar::LookAtRate(float Rate)

{
AddControllerPitchinput(Rate * LookUpRate * GetWorld()->GetDeltaSeconds());

void AMChar::DealDamage(float DamageAmount)

{
Health -= DamageAmount;
if (Health <= 0.0f)
{
AMainGM* MyGameMode =
Cast<AMainGM>(UGameplayStatics::GetGameMode(GetWorld()));
if (MyGameMode)
{
MyGameMode->RestartGameplay(false);
}
Destroy();
}
}
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Projectile.h (xoa, mo onucye cHapsix)

#pragma once

ttinclude "CoreMinimal.h"
#include "GameFramework/Actor.h"

ttinclude "Projectile.generated.h"

UCLASS()
class DIPLOMA_API AProjectile : public AActor

{
GENERATED_BODY()

public:
// Sets default values for this actor's properties
AProjectile();

protected:
// Called when the game starts or when spawned
virtual void BeginPlay() override;

public:

// Called every frame

virtual void Tick(float DeltaTime) override;

UPROPERTY(VisibleDefaultsOnly, Category = Projectile)

class USphereComponent* CollisionSphere;

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = Movement)

class UProjectileMovementComponent* ProjectileMovement;

UFUNCTION()
void OnHit(UPrimitiveComponent* HitComp, AActor* OtherActor, UPrimitiveComponent* OtherComp,
int32 OtherBodylndex,

bool bFromSweep, const FHitResult& Hit);

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Projectile) // Added BlueprintReadWrite specifier

float DamageValue = 20.0f;
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Projectile.cpp

#tinclude "Projectile.h"
#include "Components/SphereComponent.h"
#include "GameFramework/ProjectileMovementComponent.h"
#include "Enemy.h"
// Sets default values
AProjectile::AProjectile()
{
// Set this actor to call Tick() every frame. You can turn this off to improve performance if you don't need it.

PrimaryActorTick.bCanEverTick = true;

CollisionSphere = CreateDefaultSubobject<USphereComponent>(TEXT("Sphere Collision"));
CollisionSphere->InitSphereRadius(20.0f);

RootComponent = CollisionSphere;

ProjectileMovement =
CreateDefaultSubobject<UProjectileMovementComponent>(TEXT("Projectile Movement"));
ProjectileMovement->UpdatedComponent = CollisionSphere;
ProjectileMovement->InitialSpeed = 3000.0f;
ProjectileMovement->MaxSpeed = 3000.0f;
ProjectileMovement->bRotationFollowsVelocity = true;

ProjectileMovement->bShouldBounce = true;

InitialLifeSpan = 3.0f;

// Called when the game starts or when spawned
void AProjectile::BeginPlay()
{

Super::BeginPlay();

CollisionSphere->OnComponentBeginOverlap.AddDynamic(this, &AProjectile::OnHit);

// Called every frame
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void AProjectile::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

void AProjectile::OnHit(UPrimitiveComponent* HitComp, AActor* OtherActor, UPrimitiveComponent* OtherComp, int32

OtherBodyIndex, bool bFromSweep, const FHitResult& Hit)

{
AEnemy* Enemy = Cast<AEnemy>(OtherActor);
if (Enemy)
{
Enemy->DealDamage(DamageValue);
Destroy();
}
}

MainGM.h (koa, 110 onKcy€e yMOBH irpOBOT0 cepeI0BHINA)

#pragma once

ttinclude "CoreMinimal.h"
#include "GameFramework/GameMode.h"

#tinclude "MainGM.generated.h"

J¥*
*

*/

UCLASS()

class DIPLOMA_API AMainGM : public AGameMode

{
GENERATED_BODY()

public:

void RestartGameplay(bool Won);

private:
void ResetLevel();

public:
UPROPERTY(BlueprintReadOnly)

int TimerCount = 300;
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private:
FTimerHandle CountDownTimerHandle = FTimerHandle();
void CountdownTimer();

public:

void BeginPlay() override;

MainGM.cpp

#include "MainGM.h"
#include "Kismet/GameplayStatics.h"

void AMainGM::RestartGameplay(bool Won)

{
if (Won)
{
ResetLevel();
}
else
{
FTimerHandle TimerHandle;
GetWorldTimerManager().SetTimer(TimerHandle, this,
&AMainGM::ResetLevel, 3.0f);
}
}

void AMainGM::ResetLevel()

{
UGameplayStatics::OpenlLevel(GetWorld(), "Gameplay");

void AMainGM::CountdownTimer()
{

TimerCount--;

if (TimerCount == 0)
{

GetWorldTimerManager().ClearTimer(CountDownTimerHandle);

ResetLevel();
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void AMainGM::BeginPlay()

{
Super::BeginPlay();
GetWorldTimerManager().SetTimer(CountDownTimerHandle, this,
&AMainGM::CountdownTimer, 1.0f, true, 1.0f);
1

Enemy.h (koa, sxuii onucye noseainky miakonrposasHoro LT HIIT)

#include "CoreMinimal.h"
#tinclude "GameFramework/Character.h"

#tinclude "Enemy.generated.h"

UCLASS()
class DIPLOMA_API AEnemy : public ACharacter

{
GENERATED_BODY()

public:
// Sets default values for this character's properties
AEnemy();

protected:
// Called when the game starts or when spawned
virtual void BeginPlay() override;

public:

// Called every frame

virtual void Tick(float DeltaTime) override;

UPROPERTY(EditAnywhere)

class UBoxComponent* DamageCollision;

UFUNCTION()
void OnHit(UPrimitiveComponent* HitComp, AActor* OtherActor, UPrimitiveComponent* OtherComp,
int32 OtherBodylndex,

bool bFromSweep, const FHitResult& Hit);
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UPROPERTY(VisibleDefaultsOnly, Category = Enemy)

class UAIPerceptionComponent* AlPerComp;

UPROPERTY(VisibleDefaultsOnly, Category = Enemy)
class UAISenseConfig_Sight* SightConfig;

UFUNCTION()
void OnSensed(const TArray<AActor*>& UpdatedActors);

UPROPERTY(VisibleAnywhere, Category = Movement)

FRotator EnemyRotation;

UPROPERTY(VisibleAnywhere, Category = Movement)

FVector Baselocation;

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = Movement)

FVector CurrentVelocity;

UPROPERTY(VisibleAnywhere, Category = Movement)

float MovementSpeed;
void SetNewRotation(FVector TargetPosition, FVector CurrentPosition);
bool BackToBaselocation;
FVector NewLlocation;

float DistanceSquared;

UPROPERTY(EditAnywhere, BlueprintReadOnly)
float Health = 100.0f;

UPROPERTY(EditAnywhere)

float DamageValue = 5.0f;

public:

void DealDamage(float DamageAmount);

Enemy.cpp

#include "Enemy.h"
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#include "Components/BoxComponent.h"

ttinclude "MChar.h"

#tinclude "Perception/AlSenseConfig_Sight.h"

#include "Perception/AlPerceptionComponent.h"

// Sets default values

AEnemy::AEnemy()

{

// Set this character to call Tick() every frame. You can turn this off to improve performance if you don't need it.

PrimaryActorTick.bCanEverTick = true;

DamageCollision = CreateDefaultSubobject<UBoxComponent>(TEXT("Damage Collision"));

DamageCollision->SetupAttachment(RootComponent);

AlPerComp = CreateDefaultSubobject<UAIPerceptionComponent>(TEXT("Al Perception Component"));
SightConfig = CreateDefaultSubobject<UAISenseConfig_Sight>(TEXT("Sight Config"));

SightConfig->SightRadius = 1250.0f;
SightConfig->LoseSightRadius = 1280.0f;
SightConfig->PeripheralVisionAngleDegrees = 90.0f;
SightConfig->DetectionByAffiliation.bDetectEnemies = true;
SightConfig->DetectionByAffiliation.bDetectFriendlies = true;
SightConfig->DetectionByAffiliation.bDetectNeutrals = true;
SightConfig->SetMaxAge(0.1f);

AlPerComp->ConfigureSense(*SightConfig);
AlPerComp->SetDominantSense(SightConfig->GetSenselmplementation());

AlPerComp->0OnPerceptionUpdated.AddDynamic(this, &AEnemy::0OnSensed);

CurrentVelocity = FVector::ZeroVector;

MovementSpeed = 375.0f;

DistanceSquared = BIG_NUMBER;

// Called when the game starts or when spawned

void AEnemy::BeginPlay()

{

Super::BeginPlay();

DamageCollision->OnComponentBeginOverlap.AddDynamic(this, &AEnemy::OnHit);
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Baselocation = this->GetActorLocation();

// Called every frame

void AEnemy::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

if (ICurrentVelocity.IsZero())

{

NewLocation = GetActorLocation() + CurrentVelocity * DeltaTime;

if (BackToBaseLocation)

{

if ((NewLocation - BaseLocation).SizeSquared2D() < DistanceSquared)

{

DistanceSquared = (NewLocation - BaseLocation).SizeSquared2D();

else

CurrentVelocity = FVector::ZeroVector;
DistanceSquared = BIG_NUMBER;

BackToBaselocation = false;

SetNewRotation(GetActorForwardVector(), GetActorLocation());

}

SetActorLocation(NewLocation);

void AEnemy::OnHit(UPrimitiveComponent* HitComp, AActor* OtherActor, UPrimitiveComponent* OtherComp, int32
OtherBodyIndex, bool bFromSweep, const FHitResult& Hit)

{
AMChar* Char = Cast<AMChar>(OtherActor);

if (Char)
{

Char->DealDamage(DamageValue);
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void AEnemy::OnSensed(const TArray<AActor*>& UpdatedActors)

{
for (inti=0; i < UpdatedActors.Num(); i++)
{
FActorPerceptionBlueprintinfo Info;
AlPerComp->GetActorsPerception(UpdatedActorsli], Info);
if (Info.LastSensedStimuli[0].WasSuccessfullySensed())
{
FVector dir = UpdatedActors[i]->GetActorLocation() - GetActorLocation();
dir.Z = 0.0f;
CurrentVelocity = dir.GetSafeNormal() * MovementSpeed;
SetNewRotation(UpdatedActors[i]l->GetActorLocation(), GetActorLocation());
}
else
{
FVector dir = BaseLocation - GetActorLocation();
dir.Z = 0.0f;
if (dir.SizeSquared2D() > 1.0f)
{
CurrentVelocity = dir.GetSafeNormal() * MovementSpeed;
BackToBaselocation = true;
SetNewRotation(BaseLocation, GetActorLocation());
}
}
1
}

void AEnemy::SetNewRotation(FVector TargetPosition, FVector CurrentPosition)

{

FVector NewDirection = TargetPosition - CurrentPosition;

NewDirection.Z = 0.0f;
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EnemyRotation = NewDirection.Rotation();

SetActorRotation(EnemyRotation);

void AEnemy::DealDamage(float DamageAmount)

{

Health -= DamageAmount;
if (Health <= 0.0f)

{
Destroy();

Door.h (kon, sixuii onucye aBepi)

#pragma once

#tinclude "CoreMinimal.h"
#tinclude "GameFramework/Actor.h"

#include "Door.generated.h"

UCLASS()
class DIPLOMA_API ADoor : public AActor

{
GENERATED_BODY()

public:
// Sets default values for this actor's properties
ADoor();

protected:
// Called when the game starts or when spawned
virtual void BeginPlay() override;

public:

// Called every frame

virtual void Tick(float DeltaTime) override;
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UPROPERTY(EditAnywhere)

class UStaticMeshComponent* DoorMesh;

UPROPERTY(EditAnywhere)

class UBoxComponent* CollisionComponent;

UFUNCTION()
void OnHit(UPrimitiveComponent* HitComp, AActor* OtherActor,
UPrimitiveComponent* OtherComp, int32 OtherBodylndex,

bool bFromSweep, const FHitResult& Hit);

Door.cpp

#include "Door.h"

#include "Components/StaticMeshComponent.h"
#include "Components/BoxComponent.h"
#include "MChar.h"

#include "MainGM.h"

#include "Kismet/GameplayStatics.h"

// Sets default values
ADoor::ADoor()
{
// Set this actor to call Tick() every frame. You can turn this off to improve performance if you don't need it.

PrimaryActorTick.bCanEverTick = true;

DoorMesh = CreateDefaultSubobject<UStaticMeshComponent>(TEXT("Door Mesh"));
RootComponent = DoorMesh;
CollisionComponent = CreateDefaultSubobject<UBoxComponent>(TEXT("Collision Component"));

CollisionComponent->SetupAttachment(DoorMesh);

// Called when the game starts or when spawned
void ADoor::BeginPlay()

{
Super::BeginPlay();

62



CollisionComponent->OnComponentBeginOverlap.AddDynamic(this, &ADoor::0OnHit);

// Called every frame

void ADoor::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

void ADoor::OnHit(UPrimitiveComponent* HitComp, AActor* OtherActor, UPrimitiveComponent* OtherComp, int32

OtherBodyIndex, bool bFromSweep, const FHitResult& Hit)

{
AMChar* Char = Cast<AMChar>(OtherActor);
if (Char)
{
AMainGM* MyGameMode =
Cast<AMainGM>(UGameplayStatics::GetGameMode(GetWorld()));
if (MyGameMode)
{
MyGameMode->RestartGameplay(true);
}
}
}
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	Об'єкт розробки: 3D-моделі персонажів та їх впровадження у ігровий  двигун Unreal Engine.
	У вступі розглядається аналіз та сучасний стан проблеми, конкретизується мета кваліфікаційної роботи та галузь її застосування, наведено обґрунтування актуальності теми та уточнюється постановка завдання.
	У першому розділі проаналізовано предметну галузь, визначено актуальність завдання та призначення розробки, сформульовано постановку завдання, зазначено вимоги до програмної реалізації, технологій та програмних засобів.
	У другому розділі проаналізовані наявні рішення, обрано платформи для розробки, виконано проектування і розробка програми, описана робота програми,  алгоритм і структура її функціонування, а також  виклик та завантаження програми, визначено вхідні і в...
	В економічному розділі визначено трудомісткість розробленої інформаційної системи, проведений підрахунок вартості роботи по створенню програми та розраховано час на його створення.
	Практичне значення полягає у використанні потужних можливостей С++ для розробки високоякісних та реалістичних персонажів для відеоігор.
	Актуальність такого підходу визначається потребою розробників у створенні складних та деталізованих персонажів з використанням гнучкої програмної мови. Використання мови програмування С++ у середовищі Unreal Engine дозволяє розробникам мати повний кон...
	Список ключових слів: КОМП’ЮТЕР, ІНФОРМАЦІЙНА СИСТЕМА, ОБЛІК, АЛГОРИТМ, ПРОЕКТУВАННЯ, МЕНЮ, ВКЛАДКА, ДОДАТОК.
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