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PEDEPAT

TekcToBa yacTuHa KBadi(ikaiiiHOI poOOTH Ha 3700YTTS OCBITHBOTO CTYIICHS
Oakanaspa: 50 ctop., 2 Tab1., 26 puc., 8 mKeper.

Mema pobomu — 301IbIIEHHS 3a11IKaBJICHOCT] IrPOBUM IPOIIECOM B I'pl KaHPY
"3ombi-mytep" mia miathopmy Windows 3a paxyHOK BUKOPHUCTAHHS HECKIHUEHHOTO
reiMIUIeIO 1 Opl€HTallll Ha PEKOPAHUM pe3yibTarT.

06’exm OocniddcenHs — ITPOBHHM TPOIEC B TPl KAHPY 30MOI-IIyTEp Mij
miatrgpopmy Windows.

IIpeomem docnidxcenus — rpa B xaHpi 3oMOi-mrytep i miargopmy Windows
3 HECKIHYEHHUM ITPOBUM IMPOIIECOM Ta OPIEHTAIIIEI0 HA PEKOPAHUM pe3ybTarT.

Kopomxuu 3micm pobomu: B poOOTI MpoaHali30BaHO ICTOPIKO PO3BUTKY
BIJICOITOP Ta MOMYJSAPHI Irpu B kaHpi 30MOi-mryTep, Taki sk Left 4 Dead Ta DayZ.
[IpoBeneno aeTtanbHMI aHami3 irpoBux pymiiB, 30kpema Unreal Engine, Unity,
CryEngine ta Godot, a Takox cepeaoBuIl po3pooku, Takux sk Visual Studio, Rider Ta
Visual Studio Code. Po3pobneno anroputmu podotu rpu INFECTED Ta nporpamuo
peaizoBaHi KJIIOYOBI I'pOBI MEXaHIKH, 30KpeMa: TOJIOBHE MEHIO I'PH, JIOT1Ka CMEPTI
TpaBIl, JIOTIKA MiaAOUpaHHS HAOOIB, JIOTIKA Mepe3apsKaHHs, JIOTIKa pereHeparii
3I0POB’S TPaBIl, JIOTIKA OTPUMAHHS YIIKO/HKEHb TpaBlIeM, JIOTIKa MPHUILITIOBAHHS,
JoriKa CTpuIbOM, JIOTiKa HAHECEHHS YUIKOI)KEeHb, JOrika pyxy 30MO1, JIOTika
MPUCKOPEHHS 30MO1 32 YMOBH IO TpaBellb MOPYY, JIOTIKa HAa3JO0TaHSHHS TPaBIId,
JIOTIKa aTaKkyBaHHS T'paBlis, JIOTIKa HAHECEHHS YpOHY 30MOi, JIoTiKa cMepTi 30MOl,
JIOT1Ka MOYaTKy I'pH, JOTIKa MOYaTKy HACTYNHOI XBHJIL, JIOT1Ka CIIaBHY 30MOi, JOT1Ka
nepeBipka uyu Bci 30MO1 B XBUJII MEPTBI, JIOT1Ka 3MIHHM XBHJI1, JIOT1Ka CIIABHY SIIUKIB 3
Habosimu. B po6oti Bukopucrano Unreal Engine 5, Visual Studio.

Cdeporo BUKOPUCTaHHS TPU € HAJIAHHS TPaBILSAM MOKIUBOCTI OTPUMATH HOBI

BpPaXXEHHS Ta BIJNOYUTHU BiJl PI3HUX NICUXOJOTIYHUX HABAHTAKEHb.

KJIFOUYOBI CJIOBA: 30MBI-IIIYTEP, UNREAL ENGINE, TEUMILIEN,
BLUEPRINT, I'PA.
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BCTYII

AKTYaJBHICTh TeMHU. Y CYy4aCHOMY CBITI BiZI€OIrPU CTaM HE JIMIIE 3aC000M
po3Baru, ajie ¥ BaXJIMBUM €JIEMEHTOM KYyJbTYpPU Ta KOMYHIKallii. I'paBlii 3 ychoro
CBITY B3a€MOJIIIOTh Y BIPTyaJIbHUX MPOCTOPaX, OOMIHIOIOTHCS JOCBIJIOM Ta POPMYIOTh
CHUTBHOTH 3a iHTepecaMu. JKaHp 30MOi-11yTepa 3aIUIIAETHCS MOMYISIPHUM 3aBISKU
CBOIM 3aTHOCTI MOEJHYBATH JWHAMIYHUN TeUMIUICH 3 eJIeMEHTaMH BUKUBAaHHS Ta
X0popy, 110 3a0e3neuye eMOIiHEe 3aHypEHHS Ta aJpeHaliH. TakoX B yMOBax CTpecy
Ta MOCTIHHOTO 1H(POPMALIIIHOTO TUCKY BiJICOIrPH BUKOHYIOTH BaXJIMBY IICUXOJIOTIYHY
GYHKITI10, HAJJAl0UU MOXKIJIMBICTh BIIBOJIKTHCS Ta pO3psAUTHCS. Irpu B xKaHp1 30MOi-
HIyTep JAO3BOJSIOTH TPABISIM BUIUICCHYTH HAaKOIWYEHY arpecirto B O€3Me4YHOMY
CEpeIOBHII, IO CIpUSE 3HIKEHHIO PiBHA cTpecy. KpiM Toro, mi irpy MOXYTh
pPO3BMBATH HABUYKU IIBUIKOTO MPUHHATTS PillleHb, CTPATETIYHOTO MHUCICHHS Ta
KOOpAMHAIII] pyXiB. 3 OISy Ha Cy4acH1 CBITOBI MOJI{ Ta BUKJIMKH, 30KpeMa aHaeMii
Ta 3pOCTaHHS COLIIAJIbHOI HAIllPpyTH, TEMaTUKA BYOXKUBAHHS Ta OOPOTHOU 3 3arpo3amu
cTae 1e OIbII aKTyanbHOI. A ockiiabku pymiid Unreal Engine € oguum 3 HalOUIbII
MOTY)KHHX Ta yHIBEpCANTbHUX iHCTPYMEHTiB JUIsi po3pobOKH Bimeoirop. Horo
BUKOPUCTAHHS JIO3BOJISIE CTBOPIOBATH BUCOKOSIKICHY Tpadiky, peanmicTU4Hi (i3uuHI
edeKTH Ta CKJIaJHI ITpOBI MEXaHIKH. 3 PO3BUTKOM TEXHOJOTIH Ta 30UIbIIEHHAM
MPOJYKTUBHOCTI CyYaCHMX MPHUCTPOIB, OCOOJMBO MOOUIBHUX, CTBOPEHHS 30MOi-
mryrepiB Ha 6a31 Unreal Engine ctae Bce OinbIn peamicTHUHUM Ta AocTynHUM. e
BIJIKpUBA€E HOBI TOPWU3OHTU [HJisi PO3POOHUKIB Ta HAMAE€ TPaBUSIM MOXKIHUBICTh
HACOJIO/IPKYBATHUCS OUIBII 3aXOIUTIOIYUMU IFPaMHU.

Merta po60TH — 30UTBIIIEHHS 3aI[IKaBJICHOCTI ITPOBUM IPOIIECOM B TPi JKaHPY
"3omoOi-mytep" mia mwiardpopmy Windows 3a paxyHOK BUKOPUCTAHHS HECKIHYEHHOTO
reMILICIO 1 OpIEHTAIllT HA PEKOPAHUMN PE3yibTaT.

OO’eKT MOCHIKEHHS — ITPOBUH MpOIEC B TPl JKaHPY 30MOI-IITyTep Iijl

mwatgpopmy Windows.



[TpenmMet mocmiKeHHs — Tpa B KaHpi 30MOi-1ryTep mifg maatdopmy Windows 3

HECKIHYCHHHUM ITPOBUM TIPOIIECOM Ta OPIEHTAIIEI0 HA PEKOPIHUN PE3YIIbTAT.

J{nst JOCSATHEHHS METH HEOOX1/THO TPOMTH HACTYIIHI €TaIlu:

1.
2.

[TpoBecTu ormisi Ta aHami3 ICHYIOUHX 1TOp JKaHPY 30MOi-TITyTep.

[IpoBectn anamz MoxiauBocTe irpoBoro pymrsi Unreal Engine npu
CTBOPEHHI 1rop B KaHpi 30MOI-1ITyTeP.

Po3po6utn konuent rpu INFECTED Ta cipoekTyBatu 1i reiimuieii B kaHpi
30MOi-1IyTep.

Buxonatu migbip enementiB irpoBoro cBity ansi rpu INFECTED nHa
ICHYIOUHX MIaThopMax.

Po3pobutu ¢aiinoBy ctpykrypy npoekty rpu INFECTED, cnpoekTyBaTu
KJIaCH 3aCTOCYHKY.

Po3pobutu nporpamue 3ade3neuenns rpu INFECTED.

[IpoBectu TectyBannsa rpu INFECTED.
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1. AHAJII3 IPEJMETHOI OBJIACTI

1.1 IcTopist po3BUTKY Bifeoirop

Bigeoirpu wmaroTh Oararty 1 3aXOIUTIOIOUY ICTOPiIO, sIKa OXOIUTIOE TTOHA
MiBCTOJIITTS 1HHOBAllld Ta TexHIYHOro mporpecy. I[louartok miei icTopii MokHa
BilHECTH 10 1950-X pOKiB, KOJIM y HAyKOBHUX Jaboparopisx 3 sIBUIMCS TepIi
eKCIIEPUMEHTAJIbHI 1TPH.

1950-1960-11 poku: VY 1ued mepiog Bineoirpy OyaM B OCHOBHOMY
EKCIIEPUMEHTAJIbHUMHU TMPOEKTaMHU B YHIBEPCUTETaX 1 AOCHIJHUIBKUX YCTaHOBAX.
Opniero 3 nmepmux irop Oyna "Tennis for Two", crBopena B 1958 porti Binbsmom
XiriHboTaMoM I IEMOHCTpaIllii Ha HayKOBIM BUCTaBIl. [HIOIO 3HAYYIIOI TPOIO
crana "Spacewar!" (1962) — e Oyna nepia rpa, ska 3100yy1a TONYJISIPHICTh cepet
€HTY31aCTiB 1 TPOTPaMICTiB.

1970-11 poku: Lle necatumitrs ctajgo eporo apkajaHux irop. "Pong" Bin Atari,
BumymieHa B 1972 porri, cTana meprior KOMEPINHHO YCIIIIHOK BiIEOTPOI0, IO
3aroyvaTKyBajia XBUJIIO apKaIHUX aBTOMATIB. Y 1€ Mepio] TaK0XK MMOYaIH 3’ IBISATHCS
JIOMaIH1 KOHCOJI1, Taki ik Magnavox Odyssey (1972).

1980-11i poku: BiciMaecaTi cTanw 30J0THMM BIKOM apKaJHHUX ITOp Ta TOSIBU
JOMallIHIX 1rpoBUX KoHcousel. Irpu, sik "Pac-Man" (1980) 1 "Donkey Kong" (1981),
ctanu KynbTypHuMu ¢enomenamu. Y 1983 pormi Nintendo Bumyctmia Nintendo
Entertainment System (NES), sika 3akiana oCHOBY JjIsl Cy4acHOI 1HIYCTpii Bi€OITop.
Irpu, taxi sk "Super Mario Bros." (1985) Tta "The Legend of Zelda" (1986), cranu
KJIACHKOIO 1 BIUTMHYJIM Ha PO3BUTOK ITPOBOTO JU3aNHY.

1990-11 poku: lleit mepiog o3HamMeHyBaBCS MEPEXOAOM BiJ JBOBUMIPHOT
rpadgiku no tpuBumipHoi (3D). I'pa "Doom" (1993) Big id Software crana
PEBOJIIOLIIMHOIO B JKaHP1 LIyTEpiB Bija mepuioi ocoou. Sony PlayStation, BunymieHa B

1994 poui, Ta Nintendo 64 (1996) ctanu nonyasspHUMU KOHCOJISIMU 3 MIATPUMKOIO 3D-



12

rpadiku. VY 1ei yac TaKoX Movany 3’ IBISTUCS NepIii 6araTOKOPUCTYBAllbKi OHJIANH-
irpu.

2000-T1 poxu: IloyaToK HOBOTO THCSYOIITTS O3HAMEHYBABCS IIBUIKHM
PO3BUTKOM 1HTEPHET-TEXHOJIOTIH, IO TPHU3BEIO [0 MOMyJspU3alili MacoBUX
OaratokopuctyBanbkux onyaH-irop (MMORPG). I'pa "World of Warcraft" (2004)
cTaja OJIHIEI0 3 HAWMYCHIIIHIIIUX B I[bOMY kaHpi. KpiM Toro, MoO1IbHI 1Irpy MOYaIH
HaOMpaTH MOMYJSPHICTH 3aBASKU PO3BUTKY CMapT(OHIB Ta IUIAHIIETIB.

2010-11 poxku: lle#t mepion BIA3HAYMBCS PO3BUTKOM TEXHOJIOTIH BIpTyaiabHOI
peanbrocTi (VR) Ta nomoBHeHoi peanmpHOCTI (AR). Bumyck mpuctpoiB, Takux sk
Oculus Rift (2016), 103BOJAMB TrpaBIsIM 3aHYPIOBATHCS B ITPOBHUM CBIT K HIKOJIU
paunime. I'pa "Pokémon Go" (2016) momymspusyBasa texHoisiorito AR. Takox
pPO3BUBAINCS 1HII-ITPH, SKI CTaIM BAXKIWBOK YACTUHOIO I1HAYCTPIi 3aBISKH

maTgopMam, TaKuM K Steam Ta 1HIIMX MUGPOBUX Mara3vHiB.

1.2 Anani3 nonyJasipHUX irop y :kaHpi 3oM0i-uryrep

Kanp 30MOi-mryTep 3aBXKIu MPUBEPTAB yBary TPaBIiB 3aBISKH TMOETHAHHIO
CJIEMEHTIB XOpOpY, BW)XHBAHHSI Ta IHTEHCHBHOTO OoiioBOro reimruiero. JIBi 3
HaWBIJOMIIIMX Ta BIUIMBOBHX irop y npomy xkaupi — Left 4 Dead ta DayZ. Tomy
PO3TIITHEMO iX JeTabHIIIE.

Bunymena xommanieto Valve y 2008 pomi, Left 4 Dead crana BaxauBum
KPOKOM Y PO3BUTKY KOOIEpaTHUBHUX IIyTepiB. ['pa moOyaoBaHa HAaBKOJO CHiBOpalli
rpaBIiB. BoHa miaTpuMye peXuM Ipu B KOMAaHJIaX MO YOTUPH JIFOJWHHU, [0 3MYIITYE
I'PAaBIIIB MPAIIOBAaTH Pa3oM, 100 BIXKUTH B CBITi, 3alIOBHEHOMY OpJilaMU 30MOi.

A TakOX crierialbHUN ITYYHUHN 1HTENEKT, SIKUH 3MIHIOE PO3TalllyBaHHS BOPOTiB
1 TTOA11 B 3aJIEKHOCTI BiJ A1 TpaBIliB. 3aBISKU IbOMY KOKEH MPOXiJ TPy YHIKAIbHUMH,
1TpaBlii HE MOXKYTh Mepe10aYUTH, 110 CTAHETHCS J1ajil. Y TPl TAaKOXK MPECTaBIICHI Pi3HI
NepCOHaX1 3 YHIKAJIbHUMHU HaBMYKAMM Ta ICTOpISIMH, LIO JAOAA€ Tpl IMIHOWHU 1

JTIO3BOJISE€ TPABIsIM BUOMpATH CTWJII TPH, AKI iM HaiOubme miaxonaars. Left 4 Dead
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MIPOTIOHYE TIBUIKANA 1 3aXOIUTIOI0YMI OOMOBHUI TedMILIEH, /Ie TPaBISM JOBOJIUTHCS
MOCTIITHO OyTH HAIMOTOTOBI Ta MIBUIKO PearyBaTH Ha aTaKu 30MOI.

DayZ — 1ie rpa y kaHpi BIDKUBAHHS 3 €JIEMEHTaMU 30MOi-1I1yTepa, po3poliieHa
Bohemia Interactive. Cnnouatky Oyna BunyieHa sk Moaudikaris st ARMA 2y 2012
PpOIIl, a Mi3HIIIE CTaja cCaMOCTIHHOI Irpoto. DayZ BiIpi3HAETHCS BIIKPUTHM CBITOM, JI€
rpaBlll MMOBUHHI BUXHUTH, 30HMpalOud pPecypcH, XKy, BOJY Ta IHIIE HEOOXIAHE s
BrKUBaHHS. ['pa Mae peanicTHuHy cucteMy notped, TakuX siK royiof 1 crpara. OiHi€ro
3 KJIIIOYOBUX ocoOauBocTe DayZ € B3aemojis 3 iHIIUMHU IpaBUSIMU. ['paBiii MOXYTh
o0'eqHyBaTUCsA y TPyHH A BIKUBaHHA ab0 OopoTHCS OJUMH HPOTH OJHOTO 3a
pecypcu. [IpoTe sikiio rpaBelb ruHe, BiH BTpayae BCl CBOi pECYpPCH 1 MOYMHAE 3 CAMOTO
novaTtky. lle momae rpi BHCOKOTO PIiBHS HANpyrd 1 3MYIIye€ TpaBIiB PETEIBHO
0o0ymyBaTH cBoi 1ii. DayZ nponoHye BeITUKHA BIIKPUTHUH CBIT, SKHI TpaBIli MOXYTh
nociipkyBaTi. KoxHe Miciie Mae CBOi YHIKaIbHI PECYpCH 1 HEOE3IEKH.

OO6uABI TP 3aJIUIIMIN 3HAYHUHM CIIIJT Y KaHpP1 30MOI-IIyTEPIB 1 TPOJIOBKYIOTh

MaTH BEJIMKY ayIuTopito rpaBiiB. KokHa 3 HUX IPONOHY€E YHIKAIbHUN MAX1 J0 TEMU

30MO01-aloKaJIICUCY, IO POOUTH iX BAKIIMBUMU MPEJACTABHUKAMHU JKaHPY.

LEFT& DEAD

7

Puc. 1.1. Jlorotunu irop
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Ha puc.1.2 Ta 1.3 npogeMOHCTpOBaH1 CKPIHIIOTH Ha AKUX MPOJEMOHCTPOBAaHA

YacTHHA TeMMILIEIO 3 1rop sIKi MOpiBHIOKOThCS. Jlani B Ta6.1.1 Oyne HaBeaeHa

MOPiBHSUTbHA TAOIHIIS.

Puc. 1.3. Ckpinmor rpu DayZ



15

Tabmuns 1.1
AHaJi3 aHaJoriB
XapakTepucTruka Left 4 Dead DayZ INFECTED
rpu
Pesxxum rpu Kooneparusuuii Omnuaiin Od¢aaiin
Po3mip Ha 10T'b 20I'b 5Tb
KOPCTKOMY
JTUCKY

KinbkicTh 1-4 1-60 1

rpaBIiB

I'pagika 3D 3D 3D

dopmat Kooneparusni BigkpuTuii IIpoxomkeHHs1 HA
reMMILIeIo KaMIaHil CBIiT pexopa, reuMInIen

HeCKIHYeHHUit

B tabmui 6yso nmokazano mo pospodiena rpa INFECTED 3aitmae mente
MICIIS @ TAKOXK Ma€ HECKIHUCHHMM remIuieit, a me ockiabku rpa INFECTED
CTBOPIOBAJIACh HEIIOAABHO TO MU MOKEMO M00auUTH BeIUKY pi3HUIO B 3D rpadiri

sIKa BUKOPUCTOBYETHCS B YCIX TPHOX Irpax.

1.3 BucHOBKHM 10 pO3ijLy

AHai3 icTopli pO3BUTKY BIJEOITOp TMOKa3zye, M0 Ied CEKTOp IOCTIHHO
€BOJIIOLIIOHYE, aJaNTyIOUNUCh O HOBHX TEXHOJIOTIN Ta 3MiH y BIOJAOOAHHSIX I'PaBIIiB.
Kanp 30MOi-11yTep BUAUBIETBCS CEPE 1HIINUX 3aBAsIKU CBOIM 3/IaTHOCTI MOEAHYBATH
CJIEMEHTH XOpPOpY, BIDKMBAHHSI Ta 1HTEHCHBHOTO OoioBoro revmiuieto. [lomynspHi
irpu 1bOro xaHpy, Taki gk Left 4 Dead ta DayZ, 1eMOHCTPYIOTh BaXKJIMBICTh SIKICHOTO
HapaTuBy, aTMoc(epHOro au3ailHy Ta I1HHOBAIlIMHUX MexaHiK. 11 CTBOpeHHS
YCHIIIHOT IPH B I[bOMY >KaHp1 HEOOX1JHO BPaXOBYBATH 111 ACTIIEKTH 1 BUKOPUCTOBYBATH

CydacH1 TeXHOJIOTIT JIs peaizallii 3aX0IJIMBOI0 iIrpOBOTO JOCBIY.



16
2. IPOT'PAMHE 3ABE3NEYEHHS JIJIS PEAJII3ALI ITPOBOI'O

JTOJIATKY

2.1. AHaJi3 nonyJSIpHUX irpOBUX JBUIYHIB

BuOip irpoBoro py1iist € BaxJIMBUM KPOKOM Y MPOIIECi pO3POOKHU TPH, OCKIIIBKU
KOKEH 3 HUX Ma€ CBO1 0coOJMBOCTI Ta mepeBaru. Cepea HAUTIOMYJSIPHIIIUX PYIIiB
MO>KHA BUIUIUTH HACTYTIHI:

Unreal Engine: CtBopennii komnanieto Epic Games, 1ieit pyuriii BUpi3HIETbCS
BHUCOKOSIKICHOIO rpadikoro, miaTpuMKkoro pizHux miatdgopm (11K, koHcosi, MoOUIbHI
npuctpoi, VR) Ta Benukoro cniibHOTOI0 po3pooHuKiB. Unreal Engine BukopuctoBye
C++ 1 HaJlae MOXKJTUBICTh BI3yaJIbHOTO IIporpaMyBaHHs 3a jonomMororo Blueprints, 1o
CHpHsi€ IBUJIKOMY CTBOPEHHIO MPOTOTHUITIB Ta BIPOBAHKEHHIO IIPOBUX MeXaHiK. [o
HOTO TIepeBar TakoX HaJeKHUTh Beluka 06107110TeKa TOTOBUX PECypCiB Ta IHTETparlis 3
OaraTbMa IHIIMMU IHCTpyMEHTaMu i po3poOku irop. Unreal Engine Ttakox
3a0e3nevuye BHCOKHH PIBEHb PEATICTUYHOCTI 3aBISIKA TAaKUM TEXHOJIOTISIM, SIK
TpacyBaHHsl nmpomeHiB (Ray Tracing) Ta miATpUMKa BEJIMKUX BIJIKPUTHUX CBITIB, IO
poOUTH Oro BUOOPOM HOMEP OJUH JJIs PO3POOKH BUCOKOOIOIKETHUX AAA 1rop.

Unity: 3aBasku CBOii THYYKOCTI Ta JoctynmHocTi, Unity € oxHuM 13
HAaWMOMYJSAPHIIIMX IrpOBUX pyuiiB. BiH miarpumye 4wucieHHi 1miatdopmu,
Brurouaroun 11K, Mo6inpH1 ipucTpoi, kKoHco Ta VR, Ta BukopucroBye C#. 3pyqnmii
iHTepdeic, mMUPoKi MOXKIMBOCTI Ta Beluka 010mioTeka pecypciB pobnars Unity
igeasibHUM i1 cTBOpeHHs sk 2D, Tak 1 3D irop. Kpim Toro, akTuBHa CHiJIbHOTA
PO3pOOHMKIB OTIOMArae BUPIIIYBaTH MPoOiIeMH Ta AiuThucs 1ocBigoM. Unity Takox
nigTpumye AR (nomoBHeHy peanbHicTh) Ta MR (3MilllaHy peanbHICTh), 10 pOOUTH
H0ro Tyxe IpuBaOIUBHUM ISl pO3POOHUKIB, SIK1 MPArHYTh CTBOPIOBATH 1HHOBAI[IMHI Ta
IHTEpaKTHUBHI TPOEKTH. 3aBasiku Asset Store, po3poOHHKH MOXKYTh MpUIOaTH abo

3aBaHTaXMUTH 0€3J114 TOTOBUX PECYPCIB, 1110 3HAYHO MPUILIBUJIIIYE MTPOLIEC PO3POOKH.
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CryEngine: BigomMuii CcBO€l0 pealicCTUYHOIO Trpadikol0 Ta BHCOKOIO
OpoAyKTUBHICTIO, w1ed pymiid Bix Crytek BukopucroByeTbecs y 06aratbox
BUCOKOOIOKeTHUX 1rpaXx. CryEngine 3a0esnedye Bpakarody JeTalizalliio, Mae
NOTY)XHI 1HCTPYMEHTH il po3poOku rpadiku Ta (i3uku, OpoTe Moxe OyTu
CKJIQMHIIMM y BHUBYeHHI. [lns mporpamyBaHHs BiH BuKopuctoBye C++ Ta Lua.
CryEngine 1103BoJIsIE CTBOPIOBATHM HEHWMOBIPHO pEAICTUYHI ITPOBI CBITH 3aBASKH
TakuM (PYHKITISIM, SK PO3IIMPEHA CHUCTEeMa YAaCTUHOK, PEaiCTUYHE OCBITIEHHS Ta
nepeIoBl TexHoJorii Tinel. Lle# pymiii Takoxx 3a0e3neuye BUCOKY MPOAYKTUBHICTD Ta
ONTHUMI3AIIIIO, 1[0 € KPUTUYHO BAXKJIUBUM JIJISi CTBOPEHHSI 1FOP 3 BEIUKOIO KIJIBKICTIO
JIeTanei Ta CKJIaTHOI0 (D13UKOIO.

Godot: Ile BIAKpUTHI PyIIii 3 BIAKPUTUM BUXITHUM KOJOM, SIKMH IIBHJIKO
HaOMpae MOMYJSIPHICTh 3aBIASKU CBOIM NPOCTOTI y BUKOPHUCTAHHI Ta AaKTUBHIN
CIIUIBHOTI po3poOHuKiB. Godot miaTpumye po3poOky sk 2D, tak 1 3D irop,
BUKOPUCTOBYIOUM MOBY TporpamyBanHsi GDScript (ananoriuny Python), a Takox C#
ta VisualScript. 3pyunuii iHTepdeiic Ta MoOayIbHA CTPYKTypa O3BOJISIOTH JIETKO
HaJAIITOBYBAaTH CEPEAOBHUILE MMiJ NOTpeOu po3poOHuKiB. Godot TaKOXK BiJI3HAYAETHCS
CBOEIO JIETKICTIO Y HAJAIITYBaHHI Ta THYYKICTIO, 110 JIO3BOJISIE PO3POOHUKAM IIIBUIKO
ajanTyBaTH PYIWIA MiJ CBOI MPOEKTU. 3aBASKU BIIKPUTOMY BHUXITHOMY KOIY,
PO3pOOHMKHM MOKYTh BHOCHUTH BJAacHI 3MIHM Ta MOKpaulleHHs, mo poouts Godot
MPUBAOIMBUM BHOOPOM TSI 1H[I-PO3POOHUKIB T4 HEBEIMKUX CTYIH, Kl IIyKaIOTh
JOCTYMHUN Ta (YHKIIOHATBHUNA IHCTPYMEHT JIJIsi CTBOPEHHS 1r0p.

Koxen 3 mux pymiiiB Mae CcBOI yHIKaJIbHI OCOOJMMBOCTI, IO POOUTH iX
BIJIMOBITHUMH JJIS PI3HUX THUIIIB MPOEKTIB. BUOIp KOHKPETHOTO PYIIIis 3aJ€KUTh Bl
LI MpPOEeKTy, TEXHIYHUX BUMOT Ta PIBHSA MHIATOTOBKM KOMAHIMU PO3POOHUKIB.
Hezanexxno Bim BuOOpY, BCi 1l pymiii HPONOHYIOTh IOTY>KHI IHCTPYMEHTH Ta
MOXJIMBOCTI JIJI1 CTBOPEHHSI Bpa)KalOuux 1rop, IO BIAMNOBIAAIOTh HAWBHIIMM

CTaHJapTaM SIKOCTI.
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2.2. AHaJji3 cepe0oBHII PO3POOKH

Bubip cepenoBuiia po3poOKH € KPUTHYHO BAXJIMBUM €TalioM Yy IIpoIleci
CTBOPEHHSI TPH, OCKUIBKM BOHO BIUIMBa€ Ha €(PEKTUBHICTH pPOOOTH KOMaHIU
PO3POOHUKIB 1 3aTralibHY AKICTh MPOEKTy. Hrkue HaBeieHo aHasi3 HAalmomyJ JIpHIIINX
CepeIoBUII PO3POOKH:

Visual Studio: Ile moTtyxkHe cepemoBuiiie po3podku Bijg Microsoft, sike gacto
BUKOPUCTOBYEThCS pazoM 3 Unreal Engine Tta iHmummu pymnsimu. Visual Studio
HiATPUMYE pi3HI MOBH IIporpaMyBaHHs, 30kpema C++, C# ta Python, 1 Mae inTerparito
3 cucTeMaMu KOHTpoito Bepciil, Takumu sk Git Ta SVN. CepenoBuiie npornoHye
HIMPOKUN HAO1p IHCTPYMEHTIB JJIsl HAJIaroJPKEHHS Ta ONTUMI3allii KOy, BKIIOUAI0YH
PO3IIKMPEH] MOMIIUBOCTI AJIs1 pOOOTH 3 BEJIUKUMH MPOCKTaMH. 3aBAsSKU BOYJOBaHUM
IHCTpyMEHTaM JIJIsl aHajli3y MPOAYKTHBHOCTI Ta J1arHOCTUKHU, PO3POOHUKH MOXKYTh
e(eKTUBHO BUSIBJISITH Ta yCyBaTu mnpoosemu B koAi. Visual Studio Takox miarpumye
pPI3HOMaHITHI TUIAriHU, IO PO3MIUPIOIOTh (DYHKI[IOHAIBHICTH Ta JIO3BOJISIOTH
HaJIAIITYyBaTH CEPEIOBUIIE I11]T KOHKPETHI MOTPEOU MPOECKTY.

Rider: Ile cepenoBuiie po3podku Bin JetBrains, ske Takox miarpumye Unreal
Engine Ta Unity. Rider cnemianizyerbcss Ha poGotTi 3 C# 1 Hamae po3mMpeHi
MO>KJIMBOCTI JUIS HAJIaroKEHHS Ta aHaii3y Koay. BoHo Mae iHTerpaitito 3 cucteMamu
KOHTPOJIIO BEPCii Ta 1HIII KOPUCHI IHCTPYMEHTH JIJIsi pO3POOHUKIB Irop, BKIIOYAIOUH
aHaji3aTop Koy, KM JoroMarae 3HaxoAUTH MOMUJIKY Ta MOTEHIIITHI TPoOJIeMH 111e
Ha eTami HamucaHHs Koay. Rider Takox miaTpumye po6oTy 3 6azaMu JaHUX, IO
pOOUTH HOTO 3pYYHHUM JUIsl TIPOEKTIB, SIKI TOTPEOYIOTh CKJIAIHUX CEPBEPHUX PIIICHb.
3aBASKM 1HTENEKTyalbHUM TMiJKa3kaM Ta aBTOMAaTHYHOMY 3aBEpIICHHIO KOy,
po3po0Ka cTae MBUAIIO Ta e()HEKTUBHIIIOK.

Visual Studio Code: Lle nerke, ane MOTy>KHE CEPENOBUILE PO3POOKH BIJ
Microsoft, sike niaTpumye 6€3:114 MOB IPOrPAMYBAaHHS 3aBISKH PO3LIMPEHHIM. Visual
Studio Code € 6e3KOIMTOBHUM Ta Ma€ BEJIUKY CIIJILHOTY PO3POOHHUKIB, SIKi CTBOPIOIOTH
JOJAaTKU Ta IUIariHW JUIsl po3lIMpeHHs Horo ¢yHkuioHaidsHOCTi. Lle cepenoBuiie

171€aTbHO TIAXOAUTH JIJISl TUX, XTO IIYKA€ JETKE Ta HAIAIITOBYBAHE CEPEIOBUIIEC IS
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po3poOku irop. Visual Studio Code miaTpumMye iHTETpaIlio 3 CUCTEMaMU KOHTPOJIIIO
BEpCiil Ta Ma€ THCTPYMEHTH JJIsl HAJaroKeHHs, 10 pOOUTh HOT0 4yJOBUM BUOOPOM
JUISL 1HA1-pO3pOOHUKIB Ta HEBEIUKUX CTyIid. KpiMm Toro, 1e cepenoBuiie 103BOJIsIE
IIBUJIKO MEPEKIII0YATUCA MK PI3HUMH TPOCKTaMHU Ta MOBaMH MIpOrpamMyBaHHS, IO €
BKJIMBUM JUIsI MYJIbTUIUCIUIITIHAPHUX KOMAH/I.

Eclipse: e nmonymnspHe cepenoBuiiie po3poOKu A Java, sike TaK0XK MOKe OyTH
BUKOPHCTaHE AJI pO3poOKH 1rop, ocoOauBo g MoOuTbHUX uiatdopm. Eclipse mae
PO3IIMPEHHS JI MATPUMKU IHIIMX MOB MPOrpaMyBaHHS Ta 1HTErparii 3 pi3HUMHU
IHCTpyMEHTaMH s po3poOku. BoHO Hagae TMOTYXKHI 1HCTPYMEHTH Jis
HaAJaro/PKCHHS, aHali3y Ta ONTHUMI3alii Koy, MO pOOUTh MOTO MPUBAOIUBUM IS
PO3pPOOHUKIB, SIKI TIPAIIOIOTh 3 BEJIMKUMU Ta CKJIQJHUMHU TpoekTamu. Eclipse Takox
HOIATPUMY€E 1HTETpallilo 3 CHUCTEMaMU KOHTPOJIIO BEPCiii Ta Mae BEJIMKY KIJIbKICTb
IJIariHiB, 110 JO3BOJIAE€ HAJAIITOBYBATH CEPEAOBHUINE MiJ crnerudiuHi MoTpeoun
MPOCKTY. 3aBASKH IIUPOKHUM MOJKIMBOCTSAM HaJAIITYBaHHS Ta MAacIITa0OBaHOCTI,
Eclipse € xopommm BuOOpOM i KOMaHJ, SIKi IIyKalOTh CTaOUIbHE Ta HaiiHE
cepeIoBUIIE PO3POOKH.

Koxue 3 1mux cepefoBuIl po3poOKM Mae CBO1 YHIKaJdbHI OCOOJIMBOCTI Ta
nepeBaru, 1o poOUTh iX BIMOBIIHUMHU sl PI3HUX TUITIB MPOEKTIB Ta PIBHIB JOCBITY
po3poOHUKIB. BuOip KOHKPETHOTO CepefoBHUINA 3aJIeKUTh BiJ BUMOI TMPOEKTY,
TEXHOJIOTIYHOTO CTeKa Ta OCOOMCTHX ymnoaoOaHb KomaHau. HezanexxHo Bia BuOOpY,
BC1 Il CEpeIOBUINA HAJAIOTh MOTYKHI 1THCTPYMEHTH Ta MOXJIMBOCTI JIJIi CTBOPECHHS

BHCOKOSIKICHUX 1TOp.

2.3. BUCHOBKH 10 pO3aiiy

AHaJli3 MONyJISPHUX ITPOBUX PYIIIIB Ta CEPEAOBHUI PO3POOKU TOKA3YE, IO
KO)KEH 3 HHUX Ma€ CBOI yHiKaibHI ocobOiuBocTi Ta mepeBaru. Unreal Engine
BUJIITISIETHCS. CBOEI0 BHUCOKOSKICHOIO Tpaikolo Ta THYYKICTIO, IO POOUTH MOTO

171eaTbHUM BUOOPOM JIJI CTBOPEHHSI Bi3yalIbHO BPaXKarouoi I'pH y KaHPi 30MOi-1ryTep.
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CepenoBuria po3podku, Taki sk Visual Studio, Rider Tta Visual Studio Code,
3a0e3Meuy0Th PO3POOHUKAM MOTYKHI IHCTPYMEHTH JIJIsl CTBOPEHHS Ta HAJIATOPKCHHS
irop. AJile oCKUIbKM Tpa Oyje cTBoproBatvch Ha 0asi pymist Unreal Engine To Oymo

BUpIIIEHO BUKOpUcTOoBYBaTH Visual Studio.
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3. MIPOEKTYBAHHS TA PO3POBKA I'PU

3.1. Onuc reiimMiuier0 rpu

VY Hamriii rpi rpaBelb ONUHSAETHCS B CBITI A€ 30MO1 HIKOJIU HE 3aKIHUYIOThCA, 1
Horo 3aBJIaHHS - BIDKUTHU SKOMOTa JIoBLIE. ['paBers Mae 0OMeKeHu# 3amac 370poB's,
SIK€ 3MEHIIIYETHCS KOXKEH pa3, KOJIU BiH OTPUMYE YIIKOKEHHS B 30MO1. [Tpore, sikino
IOPOTATOM 5 CEeKyH]I rpaBellb HE OTPUMYE >KOJHOTO YIIKOJKEHHS, WOTO 3/10pOB'A
MIOYMHAE BITHOBJIIOBATHUCS.

['paBenb 3mymieHuit OUTHUCS 31 30po€ro MpOoTU Oe3iul 30MO1, SIKI HaMararThCs
fioro arakyBatu. l1{06 yHUKHYTH cMepTi, TpaBellb MOBUHEH aKTUBHO CIIIJIKYBaTH 3a
CBOIM 37I0pOB'SIM Ta YHMKATH OTPUMAaHHS BEJIMKOI KUIBKOCTI YIIKOKeHb. Kpim Toro,
SIKIIIO TPaBellb HATO HAOIM3UTHCA O 30MO1, BOHU MOYHYTh PyXaTUCS MIBUAIIE, IO
YCKJIAQAHUTh YHUKHEHHS aTakK.

Jl71s1 Toro, 100 JOMOMOTTH TPABITI0 Y BUXKMBAHHI, MICJIsI KOXKHOI XBHJII HA Marli
TEHEPYETHCS MUK 3 KOMIUIEKTOM Ha0oiB. ['paBers Moxke miaidpaTu mei sSmK, moo
MOMIOBHUTH CBIM 3amac OOENpUIaciB Ta MPOJOBKUTH OOPOTHOY MPOTH 30MOI.

I'pa TpuBae, 1oku rpaBelb He MOMpeE BiJ atak 30MO01. Uum foBIIe HOMY BAACThCS

BH)KUBATH, TUM BHUILHUN MOTO PaXyHOK.

3.2. [lnanyBanus po3pooku 113

Jlns po3poOku 30MOi-lryTepa MOTPIOHO 310paTh OCHOBHI ITPOBI €JIEMEHTH:
Mojienti Oy/iBenb, TPAaHCIOPTY i 00’ €KTH OTOUYEHHS. IX MOKHA 3HAWTH y BiJKpUTHX
oi0morekax 3D-monenedt, Takux sik Unity Asset Store, Unreal Marketplace. Ilicis
I[bOTO CJI1]] 3aBaHTAXXUTH Ta aJanTyBaTH Il MOJIEJII M1l CTUJIb TPU Ta TEXHIYHI BUMOTH,
Taki sk popmaT, KIJTbKICTh IMOJITOHIB 1 ONITUMI3AITiS.

[lepmM KpOKOM y CTBOpPEHHI I'pU € BUOIp IrpOBOro JIBUTyHa (HAMpPHUKIIAJ

Unreal Engine) 1 ctBopeHHss HOBOTO mpoekTy. Jlam J0Ja€eThCs 1 HAIAIITOBYETHCS
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KaMepa, a TaKoX HalamToByeTbes iHTepdeiic kopuctyBaua (Ul) 3 Takumu
eJIEMEHTaMHU, SIK JIIYUJIBHUK 37J0POB'sl Ta MATPOHHU.

[licnst yoro Jyisi TOJOBHOTO MEHIO MOTPIOHO CTBOPUTU HOBY CLEHY, JOJATH
enementd Ul, Taki sk kHOmku "mouatu rpy" Ta "BHXiA', HAallMCAaTH CKPUNTH IJis
00pOOKM HATHCKaHb KHOIMOK Ta JoJaTh aHiMarii abo rpadivyHi eneMeHTH It
MOKpPAIICHHS 30BHILIIHBOTO BUTIISILY.

CTBOpIOEMO IrpOBOrO MEpPCOHaXKa, WLIO0 Tepefadayae 3HAXOKEHHS abo
cTBopeHHs 3D-mojeni, HajmamTyBaHHS aHIMAIid sl pi3HUX 1A (pyX, araka,
CTpUOKM), JOAAaBaHHS KOHTpoOJiepa AJsl YNPaBIiHHSA HOTr0 pyXxamMH Ta peani3alliio
B3a€MO/II1 3 OTOUEHHSIM, HAPUKJIIA, 3ITKHEHb 400 BUKOPUCTaHHS 00'€KTIB.

Jlomaemo  BOpOTiB-30MO1 /I SIKMX HEOOXIJHO 3HaWTH abo cTBOpUTH 3D-
MoOJieJib, HAJIAIITYBAaTH aHIMaIli (XiJ, aTtaka, cMepTh), goaaTu Al nis kepyBaHHS iX
MOBEJIIHKOIO (TIepeciIiAyBaHHs TpaBIls, aTaka) Ta peaji3yBaTH CUCTEMH 3JI0POB'S Ta
TIOTIIKO/)KEHb.

CTBOpeHHS ITPOBOI JIOTIKM BKIIFOUA€ BU3HAUYCHHSI OCHOBHUX MEXaHIK (CTpiib0a,
nia0ip NpeaMeTiB, NePEeMIILICHHs ), HAMMCAHHS CKPUIITIB JJIA iX 00pOOKH, TECTYBaHHS
JIOTIKH Ta peaizalliio CUCTEM 30€peKeHHsI MPOTPECy Ta 3aBaHb.

Jlami ¥jxe CTBOpEeHHs IrpoBOi JIoKalii sika moTpeOye CTBOpeHHs abo
3aBaHTaXeHHS 3D-Mojeneil oTOUeHHs, HaJalTyBaHHS CIEH (J0JaBaHHS MOJEJeH,
TEKCTYp, OCBITIICHHS ), PO3MIIIIEHHS 00'€KTIB Ta BOPOTiB, a TAKOXK J0JIaBaHHS TPUTEPIB
Ta IHIIUX €JIEMEHTIB, K1 BIUTMBAIOTh HA FeHMILICH (HAapUKJIIaI, MacTKU, ABEP1, T1hTH).

[ ocTanHs neramb CTBOPEHHS SIUKIB 3 HA0OSIMH $KI TaKOX TOTPEOYIOTh
3HAXO/KeHHSI a00 cTBopeHHs 3D-Mopeni, HamamTyBaHHS aHIMAIlN JUIsl B3a€MOJIIT
(BIOAKPUTTS SIIMKA), HAMMCAHHS CKPUMTIB, SIKI JOJABATUMYTh NATPOHU JO 1HBEHTApS
TPaBIlS MPU B3AEMO/IIT 3 AMUKOM, Ta PO3MIIIEHHS SAIIUKIB HA JIOKAIISAX 3 YpaxXyBaHHSIM

OayaHcy rpu.
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3.3. Peauqizanis rpu

3.3.1 T'o;10BHEe MeHIO TpH

Ha 3HimMKy ekpana Ha puc. 3.1 npencTaBieHo roJOBHE MEHIO I'pU, po3poOIeHOT
Ha 6a3i pymris Unreal Engine, a Takox HOT0 KJIIFOYOBI KOMIIOHEHTH. Y I[bOMY MEHIO
KOPHUCTYBaul MOXKYTh TOOQYUTH OCHOBHI OMIIi1, TaKi sIK HOYaTOK I'PU Ta BUX1J 3 IPHU,

110 3a0e3neuye 3pydHy HaBIralir irpOBUM MIPOIIECOM.

COMMON

Puc. 3.1 'onoBHe MeHIO TpH

3.3.2 Jlorika cmepTi rpaBus

Ha 3HiMKy ekpaHna Ha puc. 3.2 BigoOpakeHa MOCiA0BHICTh OJIIH, 1110 BiAOYBaIOTHCS
i yac cMepTi rpasiid. st orika peanizoBana 3a gornomoroto Blueprints. ITicis
CIpalbOBYBaHHS IILOTO IBEHTY 3MiHHA OTPUMY€E 3HAYCHHS, 110 BUKIIUKAE

Bi10OpakeHHs BiKHa cMepTi rpaBi. [1iciis Hporo rpaBIo BTPAYaEThCsI MOXKIIUBICTD
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KepyBaTH MEPCOHAXKEM, a 3aMICTh I[LOTO BiH OTPUMYE MOXIIUBICTh KEpyBaTH

KypcopoM, 111006 00paTH OAHY 3 3alPOIIOHOBAHUX KHOIIOK B MEHIO.

& Show Death Window F Disable Movement

Maine Widget Ref Character Movement

Puc. 3.2 Jlorika cMepTi rpaBis

3.3.3 Jlorika mig0upanHs Ha00IB

3HIMOK ekpaHa Ha puc. 3.3 mokazye moairo igoupaHHs HA0O01B, MiCIs BUKOHAHHS

SIKOT TpaBIIeBl aBTOMaTU4YHO J0/1a€Thcsi 100 Ha0O01B, a TaKOXK BIATBOPIOETHCS 3BYKOBA

JOpIXKKa.

& AddAmmoC rate
SET
» S

@ Current Ammo ) @ Total Ammo

Total Ammo @

@ [100] agdpin @

Puc. 3.3 Jlorika nigbupans HaOO1B

3.3.4 Jlorika nepe3apsi:KaHHA

Ha 3HiMKy ekpaHa Ha puc. 3.4 IeMOHCTPYEThHCS JIOTIKa Mepe3apsKaHHs 30poi
y I'pi, e HaTUCKaHHs KiaBimi R Bukivkae neBHy nofito. [licis mporo nepesipseTbes
KUIBKICTh HA0OIB y MarasuHi: SKIIO KIJIbKICTh HA0OiB HE JOCSTIIa MaKCUMaJIbHOTO
3HAYEHHS, TPOBOJSITHCA PO3PaXyHKH IIOJ0 TOrO, CKIJIbKM HAa0OiB MOTPIOHO s
nepe3apsaKaHHs, CKUIbKM 3aJMIIMTBCA Y CTBOJI Ta CKUIbKM Oyne y 3amaci micis

nepe3apsypkadHs. [licns nporo jaaHi OHOBJIIOIOTHCS, 1 BIATBOPIOETHCSA aHIMAIlIMHUI
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MOHTaX Ta aHIMallls Ipolecy nepe3apaxants 30poi. i yHUKHEHHS UKIIYHOCTI

IpolLEeCy, 3HAYEHHS 3MIHHO1, sIKa BIIMOBIAA€ 3a MEPEBIPKY MOMKIMBOCTI MEpe3apsiIKU,

3MIHIOETHCH.

Puc. 3.4 Jlorika nepe3apsiiyKaHHs

3.3.5 Jlorika pereHepauii 310poBsi rpaBUs

Ha 3HiMKy ekpaHa Ha puc. 3.5 BijjoOpakeHa JIOTiKa pereHeparii 370poB's
rpaBls, B SKIM SKIIO TMPOTATOM 5 CEeKyHJ TpaBellb HE OTPUMYE YIIKOHKEHb 1 HOTo
310poB's MeHIe 90, To KOXHI 5 CeKyHJ TpaBellb PEreHepye 5 OJUHMIIL 3/I0POB'S.
[Ipore sxmio #oro 3A0poB'st Bxke nopiBHIOE 90, Taiimep 3ynuHseTbes. Konn piBeHb
310pOB's rpaBi nepesulrye S0 OJUHUIb, EKpaH MPUITHHSE YEPBOHITH, 1110 CUTHAJIIZYE

TPABIIO po MOJIIMIIICHHS CTaHy moro NepPCOHAXkA.

f Set Timer by Event

Timer Ref

¢ RegenerateHealth

& Hide Blood Overlay

[Tk
>

Health Condition  F

amp (Float)

Return Value

Puc. 3.5 Jlorika perenepaiiii 310poBs TpaBIis
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3.3.6 Jlorika oTpMMAaHHS YIIKOIKEHb IPaBLEeM

Ha 3HiMKY ekpana Ha puc. 3.6 mpecTaBlIeHO JIOTiKY OTPUMAaHHS YIITKOIKECHb
TPaBIEM, KA aKTUBYETHCS 00'ekTOM 30MO1. [TounHAEThCSI BOHA 3 TIEPEBIPKU CTATYCy
rpaBLs: SKIIO BIH MEPTBUM, 1IBEHT 3YIUHIETHCSA, B IHIIIOMY BUIAJKY BiTHIMAEThCs 20
OJIMHUIIG 3710pOB's. [licis bOTO MPOBOAUTHCS TIEPEBiIpKa, YU 370POB'SI TPABIlS MEHIIIE
a0o0 JOpIBHIOE HYJIO. SIKIIO TaK, BUKOHYETHCS JIOT1Ka CMEPTI TPaBIl; SKIIIO TPaBellb
e KUBHH, 3allyCKaeTbcsl TaliMep pereHepariii. SKiio piBeHb 370poB's Hikue S0,
ekpaH MohapOOBYETHCSA YEPBOHUM, SIK TOIMEPEIKCHHSI PO TMOTAaHUN CTaH TPaBIif,

1HaKIIIe 1IeH KOJIip mpuOupaeThes.

& Player Death

- mLd

Target [self
1{: Banch
Condition

arget [self
/ & Show Blood Overlay

L Branch

Puc. 3.6 Jlorika oTpuMaHHs yIIKOKEHb I'PaBLIEM

3.3.7 Jlorika npuUiJIlOBaHHS

Ha 3HimMky ekxpana Ha puc. 3.7 moka3zaHa JIOTika TPUIIUTFOBaHHS, sKa
aKTUBYETBhCS TI1JT 4Yac HATHUCKAaHHS TMpaBoi KimaBimi wMumil. [loku 1 kiaBimmia
yTPUMY€EThCA, 3HaUeHHA 3M1HHOT "True", 1 MIBUIKICTH TpaBIisl BCTaHOBIIOETHCS Ha 200.
Komnu knaBiiry BiiycKarOTh, 3HAUEHHS 3MIHHOI 3MIHIOEThCS Ha "False", a mBUAKICTh

rpaBLs 3HOBY MOBEPTAETHCA 10 3HaYeHH: 600.
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SET

Aiming? Max Walk Speed

Target

Character Movement

i WA SET
; SET P
» B _
Max Walk Speed
Aiming?
Target

Puc. 3.7 Jlorika npuItiIroBaHHS

3.3.8 Jlorika cTpiib0u

Ha 3niMKy ekpaHa Ha puc. 3.8 BimoOpaxeHa Jorika cTpiibOu, ika aKTUBYEThHCS
Py HATUCKaHHI JiBO1 KiaBim Muill. CrnoyaTtky MpOBOAUTHCS MEpeBipKa KUIBKOCTI
Ha0O0IB: SAKIIO iX HEMAE, BIITBOPIOETHCA ayi0I0pI’KKA PO OCEUKY 1 Ha IIbOMY 1BEHT
3aKIHUYEThCS; KO K HA0O1 €, BiAHIMAETbCsI 0AuH. [10TIM BUKOHYETHCS TepeBipKa
3HAYEHHS 3MIHHOI, OTPMMAHOI 3 JIOTIKM MPUIIIIOBAHHS, BiJ AKOi 3aJ€KUTh BUOID
MOHTaXy Ta aHiMauii Juist BITBOpeHHs. [1iciiga 1boro BUKOHaHHS KOAY MEPEXOIUTH 110

JIOT1KY TpacyBaHHS JIiHii.

[T Eanch (T Banch
» e » - - = Branch [ Play Montage
- >
con

7 Play Animation

e >®
/ T
N

Puc. 3.8 Jlorika ctpinbbu
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3.3.9 Jlorika TpacyBaHHA JiHil

Ha 3HimMKky ekpana Ha puc. 3.9 mpencramieHa JIOTiKa TpacyBaHHs JIiHII, IO
BUKOHY€ETHCS TICHA 3aBEpIICHHS JIOTIKM CTpLIbOM Ta 3amiHse Kymto y rpi. Ilicns
3aBEpIIEHHS JIOTIKM CTPUIbOM BHUKOHYEThCS JIOTIKAa TpacyBaHHS JIiHII, sKa
BUKOPHCTOBYE 3HAYCHHS MOJIOKCHHS KaMepW Ta Horo HampsiMok. Ha OCHOBI 1ux
JaHUX MPOBOJATHCS PO3PAXYHKH, 1 CTBOPIOETHCS MpsIMa JIiHIs, IKa BKa3y€ y HAIMPSIMKY,
KyJIWd JUBUTHCS TpaBellb, ajie¢ Ky BIH He 0auuTh. SAKINO I JIiHIA 31IITOBXYETHCS 3

00'eKTOM, BOHA aKTUBYE JIOT1KY HAHECEHHS YIIKOKEHb.

J Line Trace By Channel

Puc. 3.9 Jlorika TpacyBaHHs JiHIi

3.3.10 Jlorika HaHeCeHHsI YIIKO/’KE€Hb

Ha 3niMKky expana Ha puc. 3.10 mokaszana jorika HaHECEHHsI YIIKOKEHb, 10
BUKOHYETHCS MICHS JIOT1KA TpacyBaHHs JiHii. L morika Bianosigae 3a HaHeceHHS S50
OJIMHUIIH YIIKOJDKEHb, SKIIO KyJisl MOTparuiie B TOJOBY 30MO1, 20 omWHMUIG
VIIIKOJ/IPKEHb, SKIO B 1HIN YAaCTUHU Tijia 30MOI1, a TaKOK HE HAHOCHUTH YIIIKOJKCHb,
SKIIO KyJIsl MOTpAIuisie B iHI 00'ekTH rpu. CrioyaTky BiI0yBa€eThCS IEPEBIPKaA TOTO, B

SKUW O0'€KT moTpamuia JiHiSA: SKIO I1e 30MOi, BIATBOPIOIOTHCS CreleexTH
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BUJIMBAHHSI KPOBI, a SKIIO 1€ 1HIIMA 00'€KT, BIATBOPIOIOTHCS €(HEKTH PO3TITAIOUUXCS

YaCTHHOK, @ TAKOXK CTBOPIOETHCS Bi3yalbHUM €()EKT YIIKOKEHHS BT KyIIi.

I Spawn Emitter atLocation
\" Branch .

Q R

F Actor Has Tag
arget Return Value i
ag

— 1 D
e cuis
~—ret Hit
Ba e
M Hpph Bamage
Dam T
3¢ Dam

Puc. 3.10 Jlorika HaHECEHHS YIIKOKEHb

| pli D .

X

e

3.3.11 Jlorika pyxy 30m0i

Ha 3nimMKky expana Ha puc. 3.11 npeacrapieHa jorika pyxy 30mMo0i, 1o

aKTUBYETHCS MICIs MOYaTKy rpyu. BoHa BUKIIMKAE JIOTIKY TPUCKOPEHHS 30MOI.

- <> Run To Player
&> Event BeginPlay

L] ®

Target | s

Puc. 3.11 Jlorika pyxy 30m01
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3.3.12 Jlorika npuckopeHHsi 30M0i 32 YMOBH L0 IpaBelb MOPYY

Ha 3nHiMKy ekpana Ha puc. 3.12 mpejicTaBiieHa JOTiKa MPUCKOPEHHS 30MO1 y
BUIIAJIKY, KOJIU TPaBEIlb 3HAXOAUTHCS MOpy4. Lls orika akTUBY€EThCS, SKIIO BiJCTaHb
MIDK 30M01 1 TpaBIIEM CTa€ MEHIIIOO 3a TIEBHE 3HaUCHHsI, BKa3aHe B Kjaci 30MO1. [Ticis

I[bOTO MIBUAKICTH 30MO1 301IbIIIyETHCS 110 360.

{j:::- On See Pawn (PawnSensing)

» ""--.._______ > SET

Max Walk Speed | 3¢

Target

|'f

Character Movement

Puc. 3.12 Jlorika npuckopeHHs 30M01 32 yMOBH IO T'paBellb MOpy4

3.3.13 Jlorika Ha310raHAHHS IPaBUs

Ha 3niMKy ekpana Ha puc. 3.13 BijjoOpaxeHa jiorika Ha3qoraHsHHs rpasiid. [o-
nepiue, ug QyHKIIs nepeBipsie, Yu 30MO1 111e )KUBHUM. SIKIIIO TaK, TO IITYYHUM 1HTEIEKT
HarnpaBJsie HOro pyxaTuch B HampsAMKY rpaBis. [licist iporo nepeBipseThes, U Bke
30M01 Ha37I0THAB IPaBIs. SKIIO TaK, BUKIMKAETHCS JIOTIKA aTaKyBaHHS TpaBIsl. Ko

Hi, (YHKIIISl 3HOBY BUKIIMKA€E cede, 100 30MO01 TPOAOBKUB HA3IOTAHSATH TPaBIIs.
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X Branch

Condition = Al MoveTo & Attasc Player .

.—____-_-__.

Is Death?

f € Run To Player

Puc. 3.13 Jlorika Ha3moraHsHHS TPaBIIsL

3.3.14 Jlorika aTakyBaHHsI TpaBUsA

Ha 3Himky ekpana Ha puc. 3.14 BigoOpakeHa JIOTika aTaKyBaHHS TpaBIIsl.
Binpa3y moumHaeThCsi BIATBOPEHHS MOHTa)XXy aTaKd Ta 3BYKOBOI JOPIKKU aTaKu.
[Ticnis 1bOoro 0OUUCITIOETHCS, SIKI 00'EKTU 3a3HAJIU BIUIMBY CPepH, 110 CTBOPIOETHCS 1]
yac ataku. [licis BU3HaAUYEHHS MOTEPHUIMX 00'€KTIB 151 cpepa BUIATIAETHCS, 00 HE
3aiiMaTy 3aiiBy mam'sTh. SIKIIO rpaBellb OMUHIETHCS B LIl cdepl, HOMY 3aBAAIOTHCS
yIIKo/pKeHHs Ha 20 oauHULb 310poB's. [1icis 1poro, SKINO TpaBelh BAAETHCS BTEKTH

a00 YHUKHYTH aTaKW, BUKIMKAETHCS JIOTIKA Ha3JOTaHSHHS.

Puc. 3.14 Jlorika aTaKkyBaHHs TpaBIs
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3.3.15 Jlorika OTpUMAaHHA YHIKOMKeHb 30M0i

Ha 3nimMKy exkpana Ha puc. 3.15 nokasaHa Jiorika OTpUMaHHs YIIKOIKEHb 30MO1.
[Ticnst BUKIIMKY TTEpEBIPSIETHCS, UM PIBEHD 3A0POB'st 30MO1 MeHIIIe a00 JOPIBHIOE HYIIO.
Skimo 1me Tak, BUKIMKAETHCS JOTiKa cMmepTi 3omO1. Skmio Hi, 310poB's 30MO1
3MEHINYEThCS Ha KUIBKICTh OTPUMAHMX YIIKOJXKeHb. I[licis 1bporo 3HOBY

NEePEeBIPAETHCS, UM 11e KUBUH 30MO1. [Ticiast 1bOro BIATBOPIOETHCS MOHTAXK.

Puc. 3.15 Jlorika oTpuMaHHs YIIKOJKEHb 30M01

3.3.16 Jlorika cmepTi 30MOi

Ha 3HimMKy expaHna Ha puc. 3.16 nokasana jiorika cMepTi 30MO1, siIka aKTUBY€EThCH,
KoM y 30MO1 3amumaetbess 0 a60 MeHIe onuHUIb 370poB's. [licns BUKIUKY M€l
JIOTIKM 3MIHHA, SIKa BKa3y€ Ha Te, i 30M01 B)Ke MEepTBHii, 3MiHIO€ThCsI Ha True. [Ticus
I[bOTO 3YMUHIETLCSA PyX 30MO1, BIATBOPIOETHCSA MOHTAX CMEPTi 30MO1, MPUOUPAETHCS
KOJTi3151, 1 BUKJIMKAETHCS JIOT1KA EPEBIPKH, YU BC1 30MO1 B XBUJI1 MepTBi. [licis mporo

3aTpuUMKOIO B 10 cexyH akTOp 30MO1 BUAAISIETHCS.

Puc. 3.16 Jlorika cMepTi 30M01
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3.3.17 Jlorika mo4aTky rpu

Ha 3HiMKy ekpaHa Ha puc. 3.17 nokazaHa JIOrika o4aTKy I'pH, sika aKTUBY€EThCSA
micist HatuckanHs kHonkH "[lodatu rpy" B romoBHOMy MeHIo. s jnorika BUKIIMKae
iBeHT "llouatu rpy", sSIKMH, y CBOIO Yepry, BUKIMKAE JIOTIKY CIaBHy 30MOi. Takum
YUHOM, NIPU HATUCKaHHI KHOMKU TIpaBleM Ipa MOYMHAETHCSA, 1 30MO1 MOYHMHAIOTH

CIIaBHUTHCA.

> Start Game

Target | s

> Spawn Zombies

Target | s

Puc. 3.17 Jlorika mouaTky rpu

3.3.18 Jlorika mo4aTKky HaACTYIHOI XBHJII

Ha 3niMKy expana Ha puc. 3.18 BimoOpakeHa JIorika Ho4aTKy HaCTyIHOI XBHIIL.
[{s j0TiKa BUKJIMKAETHCS, KOJIM BC1 30MO1 3 monepeaHboi xBuiii MepTsi. [licist nporo
BOHA TOKa3y€e IpaBIEBl aHIMOBaHHWM HAmMC MPO MOYATOK HACTYMHOI xBuii. [licns
BUKJIMKY JIOTIKM CITaBHY 30MO1 CIleliaIbHO 3aTPUMYIOTh Ha 5 CeKyH], 11100 HACTyIHa

XBWJIA IMOYajacs Miciis i€l 3aTPUMKHU.
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© Srnzombies

I Delay
» Completed b =— B
Target [ self]
Return Value

Current Wave @

Puc. 3.18 Jlorika moyaTKy HaCTyIHOI XBHIJII

3.3.19 Jlorika cnaBHy 30M0i

Ha 3uimky ekpana Ha puc. 3.19 mokaszana jorika craBHy 30oMmO1. Ilicis i
BUKIIMKY aKTUBYETbCA JIOTIKA CIABHY SIIUKIB 3 Habosmu. IloTiM HOMep XBuill
MHOXXHUTBCS Ha 2, 00 BU3HAYUTH KUIBKICTh 30MO1 B xBwii. [licis 1iboro otpumane
YUCJIO JIIUTHCA Ha 2, 1 HAa KOXKHIHM CITaBH-TOYIII 3 ABOX CTOPIH CITABHUTHCS O MOJOBUHI

XBHWJI1 30MO1.

2 addpin ®

) [ addpin @

[ addpin ®

Puc. 3.19 Jlorika criaBHy 30M01

3.3.20 Jlorika nepeBipka um Bci 30M0i B XBHJIi MepTBI

Ha 3nimMKy ekpana Ha puc. 3.20 moka3zaHa Jiorika MepeBipKd, Y¥ BCl 30MO1 B

xBuI MepTBi. [liciis BUKIIMKY BOHA MOPIBHIOE KUIBKICTh KUBUX 30MO1 3 HyJIeM. SKiio

KUTBKICTh )KMBUX 30MO1 JIOPIBHIOE HYJIIO, BUKIMKAETHCS JIOT1KA 3MIHU XBUJII.



> Wave in Crement

—
T Branch
- _________-———'-'_-_-_ » True |
P

Condition False >

Zombie Left @

Puc. 3.20 Jlorika nepeBipka uu Bci 30MO1 B XBHJI1 MEPTBI

3.3.21 Jlorika 3MiHu XBWIi

Ha 3nimky ekpana Ha puc. 3.21 mokaszaHa jorika 3MiHU XBwIl. [Iicist BUKIHKY
15 JIOTIKa TEepeBIpsi€ HOMEpP MOTOYHOI XBWJIl 1 MakCUMaibHy XBWIHO. OCKUIBKH
MaKCcHMajbHa XBUJIS JOpiBHIOE 999, rpa mpaiioe B MCEBAO HECKIHUCHHOMY PEXHMI.
[TotiM 10 HOMEpa TemepilHbOT XBUIIl JTOJAETHCS OIUHULISI, 1 BUKIUKAETHCS JIOTIKA

MOYaTKy HACTYITHOI XBHUIII.

velnCrement

E Branch

’ ==
Current Wave @

Current Wave @

Puc. 3.21 Jlorika 3mMiHu XBUJI1

3.3.22 Jlorika cnnaBHy SIIIMKIB 3 HA00SIMH
Ha 3HiMKy ekpaHa Ha puc. 3.22 moka3aHa JIOTiKa CHaBHY SIIUKIB 3 HAOOSIMH.

[Ticns BUKJIMKY 1151 JIOT1KA CIAaBHUTH 00'€KTH HA Marli, Ikl HaJalTh rpaBIIeBl HA0Oi.



SPAW AT

" Ammo Create Location i

“F Random Integer

» Max [1]  Retum Value @

Instigator

Puc. 3.22 Jlorika cnaBHy SIIIUKIB 3 HA0OSIMU

3.4 Peanizanis xoxy C++ Ha ocHoBi Blueprint npororumy

Ha pucynky 3.23 Oyae npenacrasieHo rpadiude 300pakeHHsl, 110 BigoOpaxae
CTPYKTYpY KJIaciB, MOB'I3aHUX 13 iIrpOBUMHU MexaHikamu. L5 giarpama Oyne
BKJIFOYATH OCHOBHI KJIacH, skl 3a0€31euyr0Th OCHOBHUH (hyHKITIOHAT Y I'pi. BoHa
MOCITY>KUTh BaXJIMBUM 1IHCTPYMEHTOM JUIsl PO3YMIHHS BHYTPILIHBOI JIOT1KH Ta
B3a€MO/IiT KJIIFOYOBUX KOMITIOHEHTIB y rpi. BigoOpaxkeHHsI [IuX KJIaciB I0MTOMOXKE
3'sICyBaTH, K Pi3HI YACTUHU MIPOTPAMHOT0 3a0e3MeUEHHS I'PH B3aEMOJIIIOTh M1k
c00010, CIIPUSIOUN CTBOPEHHIO IIJTICHOTO TeUMILICIO.

i xacu pa3oM yTBOPIOIOTh OCHOBY JIJIS TP 3 BUKUBAHHAM MPOTH 30MO1, e
rpasenb (npeacraBienuid kiacom MyCharacter) Mae 60pOTUCS TIPOTH XBUJIb 30MO1
(xepoBanux kinacamu ZombieCharacteriZombieGameMode). Knac ZombieCharacter.

AZombieCharacter() - KonctpykTop kiacy.

BeginPlay() - Buknukaetbes mpy no4atky Ipu A iHIIiami3anii.

Tick(DeltaTime: float) - BukiinkaeTbcst KOKHOTO KaJpy JJIsl OHOBJICHHS CTaHy
30MOl.

OnSeePawn(Pawn: APawn*) - Buknukaerscs, koiau 30M01 6auuTh TpaBiis (200

THITY 11116 ).
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RunToPlayer() - 3my1rye 30M01 6irTi 70 rpaBLs.
AttackPlayer() - Buknukaerbes 11t aTaku TpaBIisl.
ApplyDamageToZombie(Damage, InstigatedBy, DamageCauser) - 3actocoBye
MOIIKOKEHHS 10 30MO1.

HandleDeath() - Buknukaetscsi, Koau 30M01 IOMHPAE.

ZombieCharacter ZombieGameMode
- MaxWalkSpeed: float - CurrentWave: int
- BaseDamage: float - MaxWaves: int
- Health: float - ZombiesLeft: int
+ AZombieCharacter() - TotaIZ_ombies: int )
+ BeginPlay(): void - ZombieClass: TSubclassOf<AZombieCharacter>
+ Tick(DeltaTime: float): void &> AI"I'II’TIDC|EISSI. TSubclassOf<AActor=
+ OnSeePawn(Pawn: APawn*): void - SpawnlLocations: TArray<FVector>
+ RunToPlayer(): void + AZombieGameMode()
+ AttackPlayer(): void + StartPlay(): void
+ ApplyDamageToZombie(Damage InstigatedBy,DamageCauser): void + StartGame(): void
+ HandleDeath(): void + StartNextWave(): void

+ SpawnZombies(): void
+ SpawnAmmo(): void

+ ZombieKilled(): void

+ Wavelncrement(): void
+ PlayerWins(): void

MyCharacter

- BaseTumRate: float
- BaselLookUpRate: float
- Health: float

+ AMyCharacter()

+ BeginPlay(): void

+ Tick(DeltaTime: float): void

+ SetupPlayerdnputComponent(PlayernputComponent): void
+ MoveForward(Value: float): void
+ MoveRight(Value: float): void

+ TurnAtRate(Rate: float): void

+ LookUpAtRate(Rate: float): void
+ StartJump(): void

+ StopJump(): void

+ PrimaryAction(): void

+ OnDeath(): void

Puc. 3.23 Jliarpama kiacis

Knac ZombieGameMode

AZombieGameMode() - KoncTpykTop Kiacy.

StartPlay() - BuknukaeTbcst mpy mOYaTKy I'py AJI HAJAIITYBaHHS ITPOBOTO
peXUMY.

StartGame() - [Tounnae rpy.

StartNextWave() - [lounHae HacTynmHY XBHJIFO 30MOi.

SpawnZombies() - CtaBHUTH (CTBOPIOE) 30MOI.

SpawnAmmo() - CnaBHUTh OO€NpuUIIacu.
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ZombieKilled() - Buknukaerbcesi, ko 30M01 BOUTO.

Wavelncrement() - 3011b111y€e TIUUTBHUK XBHIIb.

PlayerWins() - BukinukaeTbcs, KO TpaBellb BUTPAE.

Knac MyCharacter

AMyCharacter() - KonctpykTop Kiacy.

BeginPlay() - BuknukaeTbcs npu nmoyaTky IpH JJIs 1HIIIai3a11i.

Tick(DeltaTime: float) - BukinukaeTbcsi KO)KHOTO KaJpy JJIsl OHOBJICHHSI CTaHy
IpaBIIsl.

SetupPlayerInputComponent(PlayerInputComponent) - Hanamrosye
KOMITOHEHTH JIJISI BBEJICHHS TPaBIIS.

MoveForward(Value: float) - Pyx Bnepen.

MoveRight(Value: float) - Pyx Bopaso.

TurnAtRate(Rate: float) - [IoBopoT 3 3a1aHOIO IIBUJIKICTIO.

LookUpAtRate(Rate: float) - [Tigiiom mormisiay 3 3a/1aHOO IIBUIKICTIO.

StartJump() - [TouaTox cTpuoOKa.

StopJump() - 3ynunka cTpuodKa.

PrimaryAction() - OcHOBHA Jiisl TpaBIIS.

OnDeath() - Bukiiukaerbcsi, KOJIM rpaBelb TOMHUPAE.
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4 TECTYBAHHA I'POBOI'O 3ACTOCYHKY

4.1 Oco0MBOCTI TeCTYBaHHS irop LIyTepis

TecTyBanHs 30MO1 IIyTEPiB Ma€ CBO1 BJIACHI OCOOIMBOCTI MOPIBHIHO 3 IHIIUMHU
TUNIAMHU TECTYBaHHA B Tally3l MporpaMHoro 3abdesneueHHs. L{i oco6nauBocTi noB's3aHi
3 YHIKaJbHUMHM €JIEMEHTaMU T'PH, i1 IrpOBUM CEPEOBHUIIEM, XapaKTePOM MPOTUBHHUKIB
Ta pi3HUMHU IuTaTGopMaMu, Ha SKUX rpa Moxe Oytu goctynHa. lle o3Hauae, 110
TectyBanbHUK MOBUHEH PETENbHO MEPEBIPUTH BCl MOXIIMBI CLIEHApii MiJ Yac rpu
0COOJIMBO MEXaHIKy CTPLILOH, 30KpeMa TOYHICTh, PEAKIIII0 Ha BOTOHb, pyX Ta BILIWB
pi3HUX 30poMHUX cucTeM. BaXimBO TakoX MNpOTEeCTyBaTH BOPOTIB y TIpl Ta ui

IPABWJIBHO BOHU B3a€MOJIIOTh 3 I'PABLIEM.

4.2 Tecrosi cuenapii rpu “ INFECTED ”

Jlis TecTyBaHHSI 3aCTOCYHKY BHUKOPHUCTAaHO (DYHKIIOHAJbHE TECTyBaHHS, SIKE
BUKOHAHO METOJOM MAaHyaJbHOro TecTyBaHHS. [l TectyBaHHsA Oyio o00paHO

HACTYITHI yHKIIII:

TecToBi clieHapii Ta pe3ynbTaTH iX BUKOHAHHS HaBeJeHO B Ta0uill 4.1.

Tabmuis 4.1
TecToBi cuenapii rpu
No | Jlii OuikyBaHuii pe3ynabrar | GakTHUHUI
pe3ynbTaT

1 OTpuMaHHS NOIIKOKEHD BwmukaeTscsa kpoBaBui
SIK1 3HU3SITh PIBEHb 37I0pPOB’S | MiACBIT.

110 50% 1 MeHI1Ie Bl

BOPOTIB.
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[Iponossxenns Tabmumi 4.1

TectoBi cuenapii rpu

No | Hii OuikyBaHuii pe3ynbrar | DaKTHYHUN
pe3ynbTar
2 3pobutu ’sITh MOCTPUIiB B | PiBeHb 310poB’st
30MOl. 3HUBUTHCS 0 HYJISA 1
CIIpaIfioe aHIMaIlis
CMepTI Bopora.
3 [TinOupanHs s1UKa 3 3amac Ha001B
HabosIMU. 30uThIUTHCS Ha 100
OJTMHUIIb.
4 [TpoxoKeHHsT XBUITI. [Ticist mpoxomKeHHs
XBUJI1 3’ SIBJISIE€THCS
HAITKC TIPO MOYATOK
HACTYITHOI.
5 BouTu Bcix 30M01 y XBUIII. JIIYUITBHUK KUTBKOCTI
30M01 OHOBHUTH CBOI
JTaHH1
6 [Tepexxutu XBHITIO 30MOI. KinbkicTs 30M01 B
HACTYIHINA XBHIII
301JIBIIUTHCS.
7 I'paBens BTpauae Bce 3’SIBISIETHCS BIKHO
310pOB’Sl. CMEpTI.

Bci TecT-kelicu npoiieHO YCIIITHO, TPpa MPAII0E KOPEKTHO.
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BUCHOBKH

1. TIpoBeneHo aHami3 Bifeoirop B »aHpi 30MOi-1ryTep. Bu3HaueHO TeHJeHIlil,
MOMYJISIPHI MEXaHIKM Ta YMOAO0OaHHsS TpaBIiB B >kaHpi 30oMOi-mrytep. Ha ocHOBI
aHai3y aHajoriyHuX irop, Takux sk DayZ Tta Left 4 Dead, Bu3HaueHo KItOUOBI
Bumord 10 rpu INFECTED.

2. IlpoBeneno anamiz MoxiuBocTeil irpoBoro pymriss Unreal Engine npu
CTBOpEHHI 1rop B ’kaHpi 30MOi-IIyTep, 30KkpeMa, BukopucTanus Blueprint no3Bonunio
CIIPOCTUTU TMPOIEC HAMKUCAHHS MPOTrPaMHOrO KOJy, poOOTYy 3 aHIMAaIlisIMU Ta
edexTaMu.

4. Po3pobneno kouuent rpu INFECTED Ta cripoektoBaHo ii reiMIniei B x&aHpi
30MOi-1IyTep, AKUM, 30KpeMa, rnepedadac HECKIHUCHY TPy Ta MOsSBY 30MO1 XBHIISIMU,
nudepeHIiiioBaHy CUCTeMY Ypa)KeHb BOPOT1B B 3aJIE)KHOCTI BiJl 30HU MOMAJaHHS KYJII.

5. Po3pobnieno daitnory ctpykrypy npoekty rpu INFECTED, cnpoekToBaHo
KJIaCH 3aCTOCYHKY MOBOIO CH++.

6. Po3pobneno mporpamue 3abesneuenns rpu INFECTED. [{nsi cTBOpeHHS
OCHOBHUX Ta JIOJAATKOBHX MEXaHIK I'pu, poOOTH 3 aHIMalisMHU Ta creuedeKkramu
Bukopucrtano Blueprint. C++ BukopucTaHO A peani3allii Kiiacy IepcoHaxy.

7. llpoBenmeno ¢yukmionanbae TtectyBanHs Tpu INFECTED wmetomom
MaHyaJIbHOT'O TeCTyBaHHs. Bcl TecT-kelicu 3aBepiieHO 3 TO3UTUBHUM PE3YJIbTATOM.

PoGota mpoiinuia ampoOariro Ha JBOX HAyKOBUX KOH(QEpeHIsX, 3a
pe3yiibTaTamu anpoobariii omy0J1KOBaHO TE3H JOMOBIICH:

1. Kpunpkuii B.1., TperroB M.I". ®yHKI10HATBHICTh Bi3yaIbHOT'O IPOTrpaMyBaHHS
B Unreal Engine: Marepianu BceykpaiHcbkoi HAyKOBO-TEXHIYHOT KOH(DEpeHTIIii
«3acrocyBanHs nporpamuoro 3aoesneueHus B IKT». 36ipauk te3. 24.04.2024,
JAVIKT, m. Kuis. K.: AYIKT, 2024. C. 16.

2. Kpunpkmit B.I., TpenboB M.I'. CyuacHi ™eroaum po3poOku irop 3
BUKOpHCTaHHAM irpoBoro pymrisi Unreal Engine: Marepianu Bceykpainchkoi
HayxoBo-npaktrunoi koH(pepeHiii «CydacHl 1HTENIEKTyalbHI 1H(pOpMaIiiHi
TEXHOJOT1l B HayIi Ta ocBiTi». 30ipHuKk Te3. 15.05.2024, IVIKT, m. Kuis. K.:
HAVIKT, 2024. C. 10.
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MEPEJIIK MOCHJIAHD

. Kpunpkuii B.1., TpeaboB M.I". ®yHKI10HATBHICTh Bi3yaJIbHOT'O IPOTrpaMyBaHHS
B Unreal Engine: Matepianu BeeykpaiHcbkoi HAyKOBO-TEXHIYHOT KOH(pEpEHIIil
«3acrocyBaHHs nporpamuoro 3adesnedeHHs B IKT». 36ipauk Te3. 24.04.2024,
HAVIKT, m. Kuis. K.: IVIKT, 2024. C. 16.

. Kpunpknit B.l., TpewboB M.I'. CyuacHi Meroaum po3poOku irop 3
BUKOpHUCTaHHAM irpoBoro pymrisi Unreal Engine: Martepianu BceykpaiHchkoi
HayxoBo-npakTrunoi koH(pepeHIii «CydacHl 1HTENEKTyalbHI 1H(pOpMaIiiHi
TEXHOJOT1l B Haylll Ta ocBiTi». 30ipHuKk Te3. 15.05.2024, IVIKT, m. Kuis. K.:
HAVIKT, 2024. C. 10.

. Game Programming Patterns / Robert Nystrom Ta in. USA: Genever Benning,
2014. 354 c.

. Level Up! The Guide to Great Video Game Design / Scott Rogers Ta iH. West
Sussex: Wiley, 2014. 552 c.

. Unreal Engine 4 Game Development in 24 Hours, Sams Teach Yourself/ Aram
Cookson, Ryan DowlingSoka, Clinton Crumpler Ta iH. Indianapolis: Sams
Publishing, 2016. 432 c.

. Unreal Engine 4 Game Development Cookbook / William Sherif, Stephen
Whittle ta 1. Birmingham: Packt Publishing, 2015. 468 c.

. Unreal Engine 4 for Design Visualization: Developing Stunning Interactive
Visualizations, Animations, and Renderings / Tom Shannon ta in. Birmingham:
Packt Publishing, 2017. 558 c.

. Blueprints Visual Scripting for Unreal Engine / Brenden Sewell, Marcos

Romero ta 1. Birmingham: Packt Publishing, 2015. 340 c.
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TOJATOK A. IEMOHCTPAIITHI MATEPIAJIA

AEPABHWIA YHIBEPCUTET
v IH®OPMALLIAHO-
K\ KOMYHIKAWIAHUX

- - - o~ 5 (\porp: o,
Ko\ ey EPXABHWUA YHIBEPCUTET IHOOPMALIMHO-KOMYHIKALIMHUX TEXHOMOMIA o eammmu™,
; HABYAJIbHO-HAYKOBWUWA IHCTUTYT IHPOPMALIMHUX TEXHOMOT N §§

KA®E[PA IHXXEHEPIi MIPOrPAMHOIO 3ABE3IMNEYEHHSA

e Qa‘&
€ngineering ©®

CTBOpEHHSA rpu B XaHpi 3oM0Bi-LLyTep Ha 6asi pyLlid
Unreal Engine

BukoHaB cTyaeHT 4 Kypcy

rpynu Ma-41

Kpuupknin Bnagncnas Iroposny

KepiBHUK poboTK

AcucTteHT kadeapwu I3, TpeHboB MukMTa 'eoprinioBud
Kuis — 2024

META, OB’€KT TA TPEOMET OOCHIOXKEHHA

e MeTa po60TH — 36inblLueHHs 3aLlikaBNeHOCTi irPOBUM NPOLIECOM B Ipi aHpy
"3oMBi-LyTep" nig nnatdopmy Windows 3a paxyHOK BUKOPUCTAHHS HECKIHYEHHOTO
reMMmnneto i opieHTauil Ha peKopAHWI pesynbTar.

e OOG’eKT QOoCHNIOXKEHHS — irpoBnii NPOoLEC B IPi XaHpy 30MBi-LuyTep nif
nnatcpopmy Windows.

o [lpeameT gocnigXXeHHSA — rpa B xaHpi 3oMbi-LyTep nig nnargpopmy Windows

3 HECKIHYEHHWM irpOBUM MPOLECOM Ta OpieHTAaLiE Ha peKopaHUIA pesynbTar.



3AOAYI OVMANOMHOI POBOTH

1. [lpoBecTn ornag Ta aHani3 iCHyI4YmMX irop »kaHpy 3oMOi-LyTep.

2. [lpoBecTun aHani3 moxnunseocTen irposoro pyuwis Unreal Engine
NpPW CTBOPEHHI irop B »aHpi 3oMOi-LwyTep.

3. Pospobutu koHuent rpm INFECTED Ta cnpoektyBaTtw ii
reMMmnnen B xaHpi somoi-LiyTep.

4. BwukoHaTtun nigbip enemexTiB irposoro ceiTy ana rpy INFECTED
Ha iCHYyrUMX nnatdopmax.

5. Poapobutu dpannosy ctpykTypy npoekty rpn INFECTED,
CMpOeKTyBaTU KIlacu 3aCTOCYHKY.

6. Poapobutn nporpamHe 3abesneyeHHs rpy INFECTED.

7. [posectn TectyBaHHs rpyn INFECTED.

AHAJI3 AHANOT'IB

XapakTtepucTuka rpu Left 4 Dead DayZ INFECTED

Pexum rpu KoonepatusHuii OHnaiH OdonaiH

Posmip Ha XopcTkomy

10TB 20TB 5Tb
OUCKY
KinbkicTb rpaBuiB 1-4 1-60 1
[padpika 3D 3D 3D

[NpoxomXeHHA Ha
dopmar reimnneto KoonepatunBHi kamnaHii BigkpuTtun cBit pekopa, renmnen
HEeCKiHYUEHHWUIA
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KOHUETNT I'PU

® [paBselb 3HAaXOAMTHLCA B CBITi A€ 30Mbi HIKOIM He 3aKiHYYIOTbCA afe rpaBeLLb MOXKe

NMOMeEpPTU.

® [lpoTsarom rpu rpaselb 6'eTbCs 3 BOPOraMu i TOMy MOKe BTpa4yaTi 340p0B'a ane

AKWO BiH He Byae oTpMMYyBaTH YLIKOAMKEHHA BNPOAOBK 5 ceKyHA BiH noyHe
BiZIHOB/MOBATY piBeHb 3/10p0B'A. TaKOX AKLLO Mif Yac rpu rpaselpb Nigige 3aHaaTo
6113bKO 40 BOPOriB BOHW MOYHYTb BirTK Wweualue.

® [licaa KOXKHOT XBMAI Ha Mani reHepPYyeTbCA ALWMK 3 KOMNAEKTOM HaboiB AKi rpaseLb

MOXe nigibpatu.

® [pa 3aKiHYYETbCA KONM rpaBeLb NOMMPAE.

BUMOI'M OO NPOIrPAMHOIO SABE3IMNEYEHHA

PyHKUiOHANBLHI BUMOTHU

P wWNE

MoXnuBicTb NepeMiLLleHHsI NepcoHaxa, CTpinbbu Ta NPULINBaHHS.

PeanidyBaTn MexaHiKy HeCKiHYEHHOT KiflbKOCTi XBUMb.

3abesneunTu rpadiky, aHiMmawii Ta BisyanbHi ecbekTi B cTUi 30M0i anokarnincucy.
PeaniayBaTtu MexaHiky nigbupaHHa HaboiB 3 SLLMKIB LLO 3'9BNAOTLCA Ha Mani Nichsi KOXXHOT
XBWi.

HedyHKUiOHaNbLHi BUMOru

1.
2.

pa NnoBMHHa NpautoBaTi Ha onepadiiHin cuctemi Windows.

Pyxu BCix NepcoHaxiB Ta 00'eKTiB, 3 AKMMM MOXe B3aeMOLISITU rpaBeLb, MatoTb byTH
aHiMOBaHUMW.

Y rpi MatoTb ByTW NPUCYTHIA 3BYKOBI eheKTN.



[paseup

MPOrPAMHI 3ACOBW PEATISALIIT

Visual
o Studio

Unreal Engine

USE-CASE OIATPAMA
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OIATPAMA KJTACIB

ZombieCharacter

- MaxWalkSpeed: float
- BaseDamage: float
- Health: float

+ AZombieCharacter()

+ BeginPlay(): void

+ Tick(DeltaTime: float): void

+ OnSeePawn(Pawn: APawn®): void

+ RunToPlayer(): void

+ AttackPlayer(): void

+ ApplyDamageToZombie(Damage InstigatedBy,DamageCauser): void
+ HandleDeath(): void

- CurrentWave: int

- MaxWaves: int

- ZombiesLeft: int

- TotalZombies: int

- ZombieClass: TSubclassOf<AZombieCharacter>
- AmmoClass: TSubclassOf<AActor>

- SpawnLocations: TArray<FVector>
+ AZombieGameMode()

+ StartPlay(): void

+ StartGame(): void

+ StartNextWave(): void

+ SpawnZombies(): void

+ SpawnAmmo(): void

+ ZombieKilled(): void

+ Wavelncrement(): void

+ PlayerWins(): void

MyCharacter

- BaseTumRate: float
- BaseLookUpRate: float
- Health: float

+ AMyCharacter()

+ BeginPlay(): void

+ Tick(DeltaTime: float): void

+ SetupPlayerinputComponent(PlayerinputComponent): void
+ MoveForward(Value: float): void
+ MoveRight(Value: float): void

+ TurnAtRate(Rate: float): void

+ LookU pAtRate(Rate: float): void
+ StartJump(): void

+ StopJump(): void

+ PrimaryAction(): void

+ OnDeath(): void

®ANINTOBA CTPYKTYPA MPOEKTY

#m Bluprints

e Animatic
LT
B Widget
=z

B Animatitic

_Barrie

_Barrier_ud

_Barrier_u

_Pile_udqjt
im MilitaryWeapSilver
mM

m Map
— W EICHE
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EKPAHHI ®OPMU

[onoBHE MeHI0

EKPAHHI ®OPMU

Zombies Left 2

EkpaH rpu

48

11

12
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EKPAHHI $OPMIU

Zombies Left _ i

EkpaH nia Yac oTprMaHHS YLIKOOXEHb

13

EKPAHHI $OPMIA

EkpaH niporpatuy

14
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OJEMOHCTPALIA MPU

AMNPOBALIA PE3YJNIBTATIB OOCHIAXKEHHA

Kpuubkun B.l., TpeHboB M.I. OyHKUIOHaNBHICTL BidyanbHOro
nporpamMmyBaHHA B Unreal Engine: Matepianu BceykpalHCbKOT
HayKoBO-TEXHIYHOT KOHdepeHLiT «3acTocyBaHHS NPOrpamMHOro
3abes3nedeHHda B IKT». 30ipHUK Tes. 24.04.2024, OYIKT, m. Kuis. K.: OYIKT,
2024. C. 16.

Kpuubkun B.1., TpenboB M.I. CyyacHi meToam po3pobku irop 3
BUKOPUCTaHHAM irpoBoro pyuia Unreal Engine: Matepianu BeceykpaiHcbKol
HaykoBo-npakTn4Hoi KoHpepeHUii «CyyacHi iHTenekTyanbHi iHopMmaLinHi
TexHororii B HayLi Ta ocBiTi». 36ipHuK Tes. 15.05.2024, OYIKT, m. Kuie. K.:
OYIKT, 2024. C. 10.

16
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BUCHOBKW

1. NpoBeaeHo aHani3 Bigeoirop B »aHpi 30Mbi-LuyTep. BusHavyeHo TeHAeHLIi, nonynsapHi
MeXaHikn Ta ynogobaHHs rpaBLiB B XaHpi 3om0i-wyTep. Ha ocHoBi aHanisy aHanoriyHmx
irop, Takux gk DayZ Ta Left 4 Dead, Bu3Ha4eHo krtoyoBi Bumorn o rpu INFECTED.

2. [MpoBeaeHo aHaria MoXXMBocTen irposoro pyuis Unreal Engine npu cTBOpeHHi irop B
XaHpi 30M0Gi-LLIyTep, 30KkpeMa, BMKOpMUCcTaHHS Blueprint 4o3BonuMIo cnpocTnTh NpoLec
HanMcaHHS NPorpamMHoOro koay, poboTy 3 aHiMaUisiIMK Ta echeKkTamu.

4. PospobneHo koHuenT rpu INFECTED Ta cnpoekToBaHo ii remmMnnen B xaHpi 3om0i-
WwyTep, K1, 3okpema, nepenbadvae HeckiHYeHy rpy Ta nosiBy 3omM6i XBMNIAMU,
AndpepeHuinoBaHy CUCTEMY ypaXKeHb BOPOriB B 3aNeXHOCTI Bif 30HM nonagaHHs Kyni.

5. Po3pobrieHo dannoBy cTpykTypy npoekTy rpu INFECTED, crnipoekTtoBaHo Knacwu
3aCTOCYHKY MoBOtO C++.

6. Po3pobneHo nporpamHe 3abeanedeHHs rpy INFECTED. [ns cTBOpeHHA OCHOBHMUX Ta
[0aTKOBUX MexaHik rpu, poboTu 3 aHiMauiamu Ta cneuedpektamu BukopuctaHo Blueprint.
C++ BMKOpPUCTaHO 4S9 peanisaLii Kracy nepcoHaxy.

7. lNpoBeaeHo dyHKUioHanbHe TecTyBaHHA rpy INFECTED meTogom MaHyanbHoro
TecTyBaHHsI. Bci TecT-kelcy 3aBepLUEHO 3 MO3UTUBHUM pesyribTaToM.

17



JAOIJATOK B. JICTUHT'U IPOI'PAMHUX MOJAYJIIB

// MyCharacter.h

#pragma once

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

#include "MyCharacter.generated.h"

UCLASS()
class YOURGAME API AMyCharacter : public ACharacter

{
GENERATED BODY()

public:
AMyCharacter();

protected:
virtual void BeginPlay() override;

public:
virtual void Tick(float DeltaTime) override;

virtual void SetupPlayerInputComponent(class UlnputComponent*

PlayerInputComponent) override;

UFUNCTION()

void MoveForward(float Value);

UFUNCTION()
void MoveRight(float Value);
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UFUNCTION()
void TurnAtRate(float Rate);

UFUNCTION()
void LookUpAtRate(float Rate);

UFUNCTION()
void StartJump();

UFUNCTION()
void StopJump();

UFUNCTION()
void PrimaryAction();

UFUNCTION()
void OnDeath();

private:
UPROPERTY (EditAnywhere, Category="Movement")

float BaseTurnRate;

UPROPERTY (EditAnywhere, Category="Movement")
float BaseLookUpRate;

UPROPERTY (EditAnywhere, Category="Combat")
float Health;

IR

// MyyCharacter.cpp
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#include "MyCharacter.h"

#include "GameFramework/Controller.h"

#include "GameFramework/SpringArmComponent.h"
#include "Camera/CameraComponent.h"

#include "Kismet/GameplayStatics.h"

AMyCharacter:: AMyCharacter()

{
PrimaryActorTick.bCanEverTick = true;

BaseTurnRate = 45.1;
BaseLookUpRate = 45.1;
Health = 100.1;

void AMyCharacter::BeginPlay()

{
Super::BeginPlay();

void AMyCharacter::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

void AMyCharacter::SetupPlayerInputComponent(UInputComponent™
PlayerInputComponent)

{
Super::SetupPlayerInputComponent(PlayerInputComponent);



PlayerInputComponent->BindAxis("MoveForward", this,
&AMyCharacter::MoveForward);

PlayerInputComponent->Bind Axis("MoveRight", this,
&AMyCharacter::MoveRight);

PlayerInputComponent->Bind Axis("Turn", this,
&APawn::AddControllerY awInput);
PlayerInputComponent->BindAxis("TurnRate", this,
&AMyCharacter:: TurnAtRate);
PlayerInputComponent->BindAxis("LookUp", this,
&APawn::AddControllerPitchInput);
PlayerInputComponent->BindAxis("LookUpRate", this,
&AMyCharacter::LookUpAtRate);

PlayerInputComponent->BindAction("Jump", IE_Pressed, this,

&AMyCharacter::StartJump);

PlayerInputComponent->BindAction("Jump", IE_Released, this,

& AMyCharacter::StopJump);

PlayerInputComponent->BindAction("PrimaryAction", IE_Pressed, this,

& AMyCharacter::PrimaryAction);
}

void AMyCharacter::MoveForward(float Value)

{
if ((Controller != nullptr) && (Value != 0.0f))

{

const FRotator Rotation = Controller->GetControlRotation();

const FRotator YawRotation(0, Rotation.Yaw, 0);
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const FVector Direction =

FRotationMatrix(YawRotation).GetUnitAxis(EAxis:: X);
AddMovementInput(Direction, Value);

void AMyCharacter::MoveRight(float Value)
{
if ( (Controller != nullptr) && (Value != 0.0f) )

{

const FRotator Rotation = Controller->GetControlRotation();

const FRotator YawRotation(0, Rotation.Yaw, 0);

const FVector Direction =
FRotationMatrix(YawRotation).GetUnitAxis(EAxis::Y);
AddMovementlnput(Direction, Value);

void AMyCharacter:: TurnAtRate(float Rate)
{

AddControllerYawlInput(Rate * BaseTurnRate * GetWorld()-
>GetDeltaSeconds());

b

void AMyCharacter::LookUpAtRate(float Rate)
{

AddControllerPitchInput(Rate * BaseLookUpRate * GetWorld()-
>GetDeltaSeconds());

}



void AMyCharacter::StartJump()
{

bPressedJump = true;

void AMyCharacter::StopJump()

{
bPressedJump = false;

void AMyCharacter::PrimaryAction()
{
UE LOG(LogTemp, Warning, TEXT("Character has died."));
UGameplayStatics::SpawnEmitterAtLocation(GetWorld(), DeathParticle,
GetActorLocation());
Destroy();

void AMyCharacter::OnDeath()
{
Health -= DamageAmount;
if (Health <= 0)

{
OnDeath();
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