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ABSTRACT

The text section of the qualification paper for obtaining the educational degree: 77

pages, 23 figures, 30 sources.

Object of the research - the process of developing interactive 3D environments for
video games.

Subject of the research — the Unreal Engine 4 platform and its functional capabilities
for creating 3D content.

Purpose of the work — to study and evaluate the tools and technologies of Unreal
Engine 4 to ensure the development of a high-quality interactive 3D environment.

Research methods — modeling methods, texturing methods, animation methods,
optimization methods, empirical testing methods.

Summary of the work: In this master’s thesis, research was conducted on the
functions and tools of the Unreal Engine 4 platform aimed at developing interactive 3D
environments for video games. The study analyzed the process of creating 3D models,
their animation, and texturing to implement realistic visual effects. Special attention was
paid to the Blueprints system, which allows the creation of scripts and interactive

mechanics without using code, thereby facilitating the development process.

KEYWORDS: UNREAL ENGINE, 3D ENVIRONMENT, INTERACTIVITY,
VIDEO GAMES, MODELING, ANIMATION, TEXTURING, RENDERING,
BLUEPRINTS SYSTEM, OPTIMIZATION.
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BCTYII

B cywdacHomy cBiTI 1M(pOBUX TEXHOJOTIA 3HAYHO 3pOCia TOMYJISPHICTH
iHTepakTuBHUX 3D-cepenoBuil, SKi MIMPOKO BUKOPUCTOBYIOTHCS B TaKUX Taly3siX, sIK
pO3po0OKa BiAcOIrop, apXITEeKTypHE MPOEKTYBaHHs, BIpTyajibHa pealibHICTh Ta HaBUaJIbHI
CUMYJISI1. 3aBASKH MOKJIMBOCTI CTBOPIOBATH PEATICTUYHI 1 3aXOILTIOI0U1 CEPEeIOBHIIIA,
K1 B3a€EMOJIIOTH 3 KOpuCTyBadeM, 3D-TeXHONOrIi 103BOJSIOTh 3HAYHO IMIJBUILIUTH
3aJIy4eHHS KOPUCTYBAYiB 1 IOCATTH HOBUX PIBHIB PEATICTUYHOCTI Ta IHTEPAKTHUBHOCTI.

OpauM 13 TMPOBIAHUX 1HCTPYMEHTIB A1 po3poOku 3D-cepenosuin € miardopma
Unreal Engine 4, sxa Hajgae TOTYXHUW (YHKIIOHAJT JJIsi CTBOpPEHHS TrpadidHO
HACMYEHUX Ta IHTEPAKTUBHHUX cepenoBHIl. llell ABMKOK BIAPI3HAETHCA BHCOKOIO
SKICTIO pEHJepuHry, cucremoro Blueprints i nporpamyBaHHA 0e3 KOJyBaHHS,
MO>KJIMBICTIO 1HTETpallii 3 IHIIUMU IIporpamMamu JJig MOJIeTIOBaHHs, TakuMu sk Blender,
1 MIATPUMKOI CKIaaHMX (i3uuHux cumyiniii. Unreal Engine 4  akTtuBHO
BUKOPUCTOBYEThCSI B ITPOBIM 1HAYCTpli, aje 3aBASKH CBOIM MOMJIMBOCTSIM TaKOX
N1IXOIUTh AJI1 PI3HOMaHITHUX IPOEKTIB y cepi Bizyanizalii, CAMYJISIiN Ta HaBYaHHS.

06 ’exkmom O0ocnioxcenus 1€l poOOTU € MPOIEC PO3pOOKU iHTEpaKTUBHUX 3D-
CEPEAOBHIIL ISl BIICOITOp, a npeomMemom O0CaiONHCeHHs: — TEXHOJIOTIT Ta 1HCTPYMEHTH
miatpopmu  Unreal Engine 4, mjo 3a0e3neuyroTb €()EKTUBHE CTBOPEHHS TaKUX
CEepEeIOBHIL.

Memoro oarnoi pobomu € nochipkeHHs (yHKIIOHATBHUX MoxuBocTer Unreal
Engine 4 Ta iHmmX iHCTpyMeHTIB, 30kpema Blender, nnsi cTBOpeHHSI BUCOKOSIKICHUX
iHTepakTuBHUX 3D-cepenoBui, ski MOrjid O BUKOPUCTOBYBATHCS Y Bijeoirpax i
CUMYJIALISIX. 30Kpema, Oyae MIOCTIHPKEHO MpolleC MOJICTIOBAHHS, TEKCTYpyBaHHS,
aHIMaIlii, ONMTHUMI3allli Ta 3aCTOCYBAaHHS IHTEPAKTUBHUX MEXaHIK JJisg 3a0e3nedeHHs
pealiCTUYHOr o0 A0CBITy KOPUCTYyBaya.

JIJist TOCSATHEHHSI METH poOO0TH OYJI0 MOCTABIEHO TaKl 3a80aHHS.

1. [IpoanamizyBatu cyd4acHi pimieHHS Uit po3poOku  3D-cepemoBumr 1

Bu3HaunTH MoximBocti Unreal Engine 4.



2. Hocniautu QyHKIIOHAaTBHI MOXIMBOCTI cuctemMu Blueprints, ¢iznunux
cumyJisiiii Ta peaaepunry y Unreal Engine 4.

3. O3HailoMUTHCS 3 POIIECOM MOJICIIIOBAaHHS Ta TEKCTypyBaHHs B Blender ta
po3pobutu inTerparito 3 Unreal Engine 4.

4, Po3pobutu mportotun iHTepaktuBHOro 3D-cepenoBuina, mo IEMOHCTPYE
mosxinBocTi Unreal Engine 4 y cTBOpeHH1 pealliCTUYHUX CEPEIOBUIII.

5. [IpoBecTn TecTyBaHHS Ta ONTHUMI3AII0 PO3POOJICHOTO CEPEAOBHINA IS
3abe31eueHHsl CTab1IbHOT MPOYKTUBHOCTI HA PI3HUX IIaTPopMax.

Memoou oocniodcennss BKIIOYAKOTh OIJISLT HAYKOBOI Ta TEXHIYHOI JITEpaTypH,
METOJM MOJICNIOBaHHS, TEKCTypyBaHHS Ta aHiMallii, a TaKoX TECTyBaHHSI Ta
ONTHUMI3allil0 pe3yabTaTiB. BukoHaHHs 3aBAaHb MOTPEOYy€e KOMILIEKCHOTO MiJIXOTY, IO
BKJIIOUYA€ TIPAKTHYHE 3aCTOCYBAaHHS 3HaHb 3 KOMIT IOTEPHOI rpadiku, mporpaMyBaHHs Ta
CUCTEMHOTO IIPOEKTYBaHHSI.

Hayxosa noeuzna pobomu mondrae y KOMIUIEKCHOMY MIiAXOA1 1O 1HTerpaiii
iHcTpyMeHTiB Unreal Engine 4 Ta Blender nnms crTBOpeHHs 1HTepakTUBHOro 3D-
CepelloBHUIIla 3 BUCOKUM pIBHEM JleTajizallii Ta 1HTepakTUBHOCTI. Pe3ynbraTt poboTu
MOXYTh OYTH BUKOPUCTaHI ISl MOAAIBIINX JTOCHIIXEeHb Yy chepi 3D-Bizyamizalii Ta
PO3pOOKH MPOTPaAMHOTO 3a0€3MEeUeHHS 7S B1ICOIrop.

Anpobayis pesyromamis macicmepcbkoi pobomu:

Kpymeninpkuit M. O. «TexHonorii cTBopeHHs iHTepakTuBHUX 3D-cepenoBumn y
Bigeoirpax Ha Unreal Engine 4». Te3u momomiai Ha Il BceykpaiHchbkili HayKoBO-
TEeXHIYHIN KOoH(epeHli «TeXHONOoriuHi TOpU30HTHU: JOCHIKEHHS Ta 3aCTOCYBaHHS
1H(pOpMAaIITHUX TEXHOJOTIH ISl TEXHOJIOTITYHOTO mporpecy YkpaiHu 1 cBity». — KuiB,

18 nmucronama 2024 poxky, C.322-323.



10

1 AHAJII3 ICHYIOYHX PIIIEHD J1JIA PO3POBKHU 3D-
CEPEJJOBMIL Y BIAEOIT'PAX

1.1 Orasix cyvyacHux 3D-ABHKKIB: NOpIBHAHHA Ta (QyHKUIOHAJBHI

MOJKJIUBOCTI

Po3pobka 3D-cepenoBuir s BiICOITOP € CKIAJHUM TPOIECOM, KM BKIIFOYAE
HU3KY €TamiB, TaKuX SIK MOJICTIOBAHHS, TEKCTYpyBaHHS, aHIMallis, OCBITJICHHS Ta
porpamMyBaHHsl IHTEPAKTUBHUX €JIEMEHTIB. ICHYe KiJbKa MOMyJISpHUX 1HCTPYMEHTIB 1
JBUKKIB ISl CTBOPEHHSI TaKUX CEpeAOBHIL, cepel sakux BUIUIOThCs Unreal Engine,
Unity, CryEngine Ta BiacHi po3poOKH BEIWMKHX KOMITaHii. Y 1boMy po3aiil Oyze
PO3IIISTHYTO KOXKEH 13 IIMX IHCTPYMEHTIB, iX 0COOJIMBOCTI, IIepeBaru Ta OOMEKECHHS.

Unreal Engine, po3pobnenuii kommnaniero Epic Games, € oaHuMm 3
HAWUTIOMYJISIPHIIINX 1 HAUMOTYXKHIIIUX 1HCTPYMEHTIB Jisi po3poOku 3D-irop. JBuxkox
3a0e3reuye BUCOKY SKICTh Tpadiku 3aBAsIKU CBOIN 3IaTHOCTI JO PEHJIEPUHTY, CUCTEMAM
aHiMarlii, Gpi3uky Ta creniaipHii cuctemi Blueprints, sika 103BoJIsIE CTBOPIOBATH ITPOBY
Joriky 0e3 HamucaHHs Kopay. Lle no3Bossie 3HAYHO CHPOCTUTH NPOLEC pO3pOOKH Ta
3pOOUTH MOTO JOCTYIHIIIAM JUIsl JAW3alHEpIB Ta XYJOKHHKIB, SKI HE BOJOMIIOTH
porpamMyBaHHSIM.

Unreal Engine Takoxx MIATpUMY€E IHTETPALII0 3 PI3HUMH Oporpamamu st 3D-
MojeoBaHHs, TakuMu sk Blender 1 Autodesk Maya, mo noseriye iMmmopt i po6oty 3
mozensimu. OcHoBHi iepeBaru Unreal Engine BKIIIO4atOTh:

- BUCOKA SIKICTh Tpa(iKu: MOXIJIMBICTh PEHAEPUHTY PEATICTUYHUX TEKCTYp, TIHEH
1 OCBITJICHHS,

- cuctema Blueprints: Bi3yalibHe porpaMyBaHHs ITPOBOI JIOTIKH;

- PO3UIUPEH]I MOKIUBOCTI (QI3UKU: CUMYJISAIA (PI3UYHUX B3a€EMOJIN Ta TWHAMIKa
YaCTUHOK;

- IIAPOKI MOMIJIMBOCTI ONTHUMI3AIli: IHCTPYMEHTH JUIsl 3HUKEHHSI HaBaHTaXEHHS
Ha amapaTtHe 3a0e3leyeHHs, 10 JO03BOJIIE BHUKOPUCTOBYBATH [IBIDKOK Ha PI3HHUX

maTgopmax.
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Unity — 11e 1e oJivH TOIMYJISPHUHN JTBHIKOK, SIKHH YacTO BHKOPUCTOBYETHCS IS
cTBopeHHs sk 2D, Tak i 3D-irop. Moro cHibHI CTOPOHH  BKIIOYAIOTH
KpOCIIaT(OPMEHHICTh, 3pYUYHICTh Y BUKOPHUCTaHHI, MOTY)XHY CHIJIBHOTY Ta BEJIUKHU
Ha0lp JOJAaTKOBUX I1HCTPYMEHTIB, nocTymHuxX Yy Marasuni Unity Asset Store.
HesBaxatouu Ha Te, 1m0 sKIicTh peHaepunry B Unity Hukya, Hixk B Unreal Engine, Unity
3QJIMIIAETHCS MPUBAOJIIMBUM BUOOPOM JUIsl PO3POOHUKIB, SIKI OPIEHTOBAHI Ha MOOLIbHI
Ta 1HA1-TIPOEKTH.

[TepeBaru Unity BKIIO4atOTh HACTYIIHE:

- KpocmnardopMmeHHICTh: TIATPUMKA PO3POOKK JUIsi MOOLIBHUX HPUCTPOIB,
koHcoJiel, I[1K ta Be0-Opaysepis;

- Unity Asset Store: 10CTyn 10 THUCSIY TOTOBHX PECYPCIB JUIsl IIBUIKOT pO3pOOKHU

- MOXJMBOCTI st podotn B 2D 1 3D: Unity 4acTo BUKOPHCTOBYETHCS IS
CTBOpeHHsI 2D-1rop 3aBAsiKv MOTYKHUM 1HCTpYMEHTaM /i poOoTH 3 2D-rpadikoro.

CryEngine, po3po0aenuii kommaniero Crytek, BimoMuii CBOIMH MOXIHUBOCTSIMH Y
PEHIEPUHTY peaiCTUYHOI Tpadiku, 30KpemMa 300pakeHHSM BOJIHU, CBITJA Ta TiHEH.
CryEngine TakoX TpOIOHYE psif 1HCTPYMEHTIB JJIsi CTBOPEHHS BEIUKHUX BITKPUTHUX
CBITIB, 0 POOUTH HOro il€aJbHUM BHOOPOM MJii CTBOPEHHS Irop 3 peasiCTUYHHUM
JOBKULJISIM.

Jlo nepesaris CryEngine Mo)kHa BiIHECTH HACTYITHE:

- peayicTUYHe OCBITJICHHS Ta PEHACPHUHT: MPOCYHYTI aITOPUTMHU IJII CTBOPEHHS
peamicTUYHUX e(EKTIB OCBITICHHS;

- IHCTPYMEHTH [JIsl BEIMKUX BIJKPUTUX CBITIB: MIATPUMKA BEIMKHUX KapT 3
JeTAIbHUM OTIPAIIOBAHHSAM JOBKIJIIS;

- noryxHa ¢i3uka: CryEngine Bkiroyae mnoTyxHiI (I3MUHI MOJENi, IO
3a0€3MeuyI0Th PEATICTUUHY JUHAMIKY.

Henonikom CryEngine € nocuth BHCOKI BUMOTH JI0 amapaTHOro 3a0e3NedeHHs,
0 MOKE€ OOMEKYBaTH BUKOPHCTAHHS IbOTO JBWXKKA JJII MOOLIBHUX TIaThopM Ta
nesikux [1K.

bararo BemMkux IrpoBHX KOMIIaHIM pPO3POOJSIIOTH BJACHI JBWDKKH IS

cnenugiuaux notped. Taki IHCTPYMEHTH ONTHMI30BaH1 MijJl KOHKPETHI BUMOTH 1rop 1
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IPOMOHYIOTh OB BUCOKUHN piBeHb KacTomizawii. [lpuknagamu takux nBuxkiB € RE
Engine Bim Capcom mist cepii Resident Evil a6o Frostbite Bim Electronic Arts, skwit
BUKOPHUCTOBYEThCS B cepisix Battlefield Ta FIFA.

[TepeBaru BIacHUX PilliCHb BKIIOYAIOTh:

- ONTHUMI3AITis M1 KOHKPETHI IPOCKTH: BUCOKA €(hEKTUBHICTh Ta ONTHUMI3AIIIS JIs
MIeBHUX THIIIB 1rop;

- KacTOMIi3aIlis: MOXKJIMBICTh TJIIMOOKOI HAaNAIITyBaHHS JBHXKKA BiJIMOBITHO [0
noTped rpu.

[IpoTte, BUKOpUCTaHHS BJIACHUX pIIIEHb BUMAarae 3HayHUX pecypciB Ta (haxiBIIiB,
oo OoOMeXye 1X JOCTYHHICTh JUIsl HEBEIMKMX KOMIIAHIM Ta 1HAWMBIAYaJIbHHUX
PO3pOOHUKIB.

KoseH 13 po3mIsiHyTHUX JIBUXXKKIB Ma€ CBOi OCOOJIMBOCTI Ta c(hepu 3aCTOCYBaHHS.
Unreal Engine € i1eanbHUM BUOOPOM 71l BUCOKOSIKICHMX 3D-TIPOEKTIB 3aBASIKA CBOIM
rpadigyHUM MOXJIMBOCTSIM 1 MPOCTOTI BUKOPHUCTaHHS uepe3 cucreMmy Blueprints. Unity,
X04ya 1 MEHII NOTYXHUH y IJIaHl rpadiky, € OUIbII THYYKHM JJIs1 KpOCIUIaT(POPMHOI
PO3pOOKH Ta Ma€ BEJMKHI BUOIp TOTOBUX PECYPCIB.

CryEngine BHUIIISETHCS PEATICTUUHICTIO T'padiku Ta MOXKIHUBICTIO CTBOPEHHS
BEIIMKUX BIJIKPUTHX CBITIB, TNPOTE BHUMAarae 3HAYHUX pecypciB. BracHi pimeHHs
MIIXOMATh Il BEJIMKHUX IPOEKTIB, ajie 0OMEXKEH1 y JOCTyIMi 4Yepe3 BHUCOKY BapTiCTh
po3p0o0KH Ta MOTPeOy B cHeliani30BaHUX 3HAHHSX.

Ha ocHoBi anani3zy MoHa 3poOUTH BUCHOBOK, 110 Unreal Engine € ontumanbaum
BUOOPOM 1J11 PO3pOOKH BUCOKOSIKICHUX 1HTEpaKTUBHUX 3D-cepenoBulll 3aBIsSKH CBOIM
rpa@iyHUM  MOKJIMBOCTSIM, 1HCTPYMEHTAM OINTHUMI3alli Ta THYYKId cucTemi
nporpamyBaHHs. Unity € mpuBaOIMBUM BUOOPOM JIJISi MEHIII PECYPCOMICTKHUX MPOEKTIB
a6o MoOinpHUX TmIatgopm, a CryEngine imeaJibHO MIAXOAWTH [JIsi CTBOPEHHS

pPEANTICTUYHUX BIJIKPUTHUX CBITIB.
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1.2 Texnomoriuni ocodmuBocti Unreal Engine 4

Unreal Engine 4 (UE4) — e oauH i3 HAMIOTYKHIIIKMX 1 HaWOMHKpeHImux 3D-
JIBUKKIB, SKHM  3a0e3meuye  BHCOKY  SIKICTb  rpadiku,  MacmTaOOBaHICTb,
OaratoriaTopMeHICTh Ta MIHUPOKUN HaOlp (YHKIINA Uil CTBOPEHHS 1HTEPAKTHBHUX
cepenoBum. Moro TeXHONOTiYHI MOXKIMBOCTI J0O3BONAIOTH BHKOpHcTOoBYyBaTH UE4 siK
JUISL CTBOPEHHS BiAEOIrOop, Tak 1 I BIPTyaJbHOI PEAJbHOCTI, apXITEKTypHOI
Bi3yasrizailii, KIHOBUPOOHHMIITBA Ta 1HIIUX 1HIYCTPiH.

Opnieto 3 ronoBuux mnepeBar Unreal Engine 4 € #oro cyyacHa cucrema
peHAepuHry, sika miaTpumye (i3udyHo KopekTHe ocBiTieHHs (Physically Based
Rendering, PBR). PBR no3Bosisie qocartv peanicTUYHOTO BiIOOpa)K€HHS MaTepiaiib,
TaKUX K METal, JepeBo, CKio, TkKaHuHa. KpiMm Toro, UE4 miarpumye Taki TEXHONOTII,
SK:

. Dynamic Global Illumination (SVOGI): 3a0e3neuye quHamigHe T7100aIbHE
OCBITJICHHSI B pEAJIbHOMY 4acl, CTBOPIOIOYM IPUPOAHE i peaiCTUYHE OCBITICHHS.

. Screen Space Reflections (SSR): nosBosisie BimoOpaxatu peduiekcii Ha
MOBEPXHIX 0€3 3HAYHOTO HABAaHTAXCHHS Ha amapaTHy YacTHHY.

. High Dynamic Range (HDR): miaBuiiye sSKicTh KOJIbOPIB Ta OCBITICHHS.

Opniero 3 xmouoBux ocodnmBocterd Unreal Engine 4 (UE4) e ioro mepemosa
CUCTEMa PEHJIEPUHTY, sIKa 3a0e3Meuye BUCOKY AKICTh Bizyaiizauli. L{s cucrema iHTerpye
Cy4yacHI TEXHOJIOTI /Il CTBOpeHHs (13uuHO KopekTHoro ocBiTiieHHs (Physically Based
Rendering, PBR), sike 103BOJsie MOCATTH PEATICTUYHOIO B1IOOpa)KEHHS MaTepiaiB.
3aBnsaku PBR mozentoBanHs Takux maTepiaiiB, K METall, J€PEBO, CKJIO a00 TKaHWHA,
BUTJISIIA€ MAKCUMAJIBHO MPABIOTOIOHO Ta MIPUPOHO, BPAXOBYIOYH BC1 HIOAHCHU iXHBOT
B3a€MOIii 31 CBITJIOM.

PBR € ocHoBoro st mocsirHeHHS peanicTudHocTi B 3D-cepemoBumiax. Ileit
miaxig 0a3yerbcsi Ha TOYHUX (PIBMYHUX MOJENSX TOBEMIHKUA CBITIA, IO POOUTH
MOBEPXHI 00'€KTIB TNPUPOJHUMHU HE3aJEKHO BiI yMOB OCBiTIIeHHS. Hampukinan,

MeTajeBl MOBEPXHI MPaBUIBLHO B1IOOPaXKalOTh HABKOJIUIITHE CEPENOBHUIIE, 30epiraloun
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YHIKaJIbHI XapaKTEPUCTUKU TISHIIO U OJHMCKY, a JAepeB’siHI MOBEPXHI JEMOHCTPYIOTh
MaTOBICTb 1 JIETKE PO3CIIOBaHHS CBITA.

Oco6mmBocti PBR y UE4 103BOJISIOTE JOCATTH:

. Yitkoi aganTanii TeKCTyp 10 Oyab-SKUX 3MiH y JDKepenax CBITIIA.
. EdexTuBHOrO moeHaHHS CTATUYHOTO 1 TMHAMIYHOTO OCBITJICHHS.
. MakcuMalbHOTO KOHTPOJIFO HaJ IapaMeTpaMu MaTepialiB, TaKUMHU SK

BiIOMBHA 31aTHICTH (reflectivity) Ta MiKpOIIOPCTKICTE (micro-roughness).

Ile 0co6aMBO BaXKJIMBO IS 1TOp, J€ yBara o JeTajiei, Takux siK TEKCTypH 30poi,
OyZiBenb a00 MEPCOHAXKIB, BIUIMBAE HA 3araJIbHE CIIPUNHATTSA IPaBleM Ipadiku.

UE4 niatpumye HaOlp yHIKaJIbHUX TEXHOJOTIH, $KI J0Jal0Th TIJIMOWHH,
pealiCTUYHOCTI Ta JieTaji3allli 10 peHJIepUHTY.

CucreMa TUHAMIYHOTIO I100aIbHOIO OCBITJIICHHS € OJIHIECIO 3 TOJIOBHHUX 1HHOBAIIA
UE4. BoHa 103BoJIsI€ B pealbHOMY 4Yaci CTBOPIOBATH MPUPOJIHE OCBITIICHHS CIIEHU, SIKE
BpaxoOBY€E B3a€EMOJIIIO CBiTJa 3 00’ekTamu. Hampukianm, cBITJIO, 10 BIIOMBAETHCS Bij
SCKpaBOi MOBEPXHI, OCBITJIIOE CYCiJHI 00’ €KTH, JO/Ial0YU TJIMOUHU 10 CLIEHU. 3aBsKU
SVOGiI:

. JlvHamivH1 3MIHM B OCBITJICHHI — HAIMPUKIIAJ, 3aX1]l COHIIS Y OCBITJICHHS
BIJl JIAMITH, SIKY TPaBellb MOXKE MEPEMICTUTH — aBTOMATUYHO B1IOOPaKarOTHCS Ha BCIX
00’€eKTax.

. CTBOpIOETBCA pEATICTUYHUN e(PEeKT pO3CIIOBaHHSA CBITJA Y BEJIMKUX
MPOCTOPAX, TAKUX SIK MTEUEPH U 1HTEp'epU OY/T1BEIIb.

Hns  nepenaui  peduiekcii  0e3 3HAYHOTO HABaHTAXKEHHS Ha  amnaparHe
3abe3neueHns UE4 BuxopuctoBye TexHoioriro Screen Space Reflections. Bona
JI03BOJISIE TOYHO BioOpakaTu 00’€KTH Ha OJIMCKYYMX TIOBEPXHSX, TAKUX 5K J[3epKalia,
Boja abo Mertan. Ilpu mpomy SSR mpaifroe mBHIKO, OCKUIBKA OOYMCIIIOE BITOUTTS
Jutie 71st 00’ €KTIB, MO 3HAXOATHCS Y oIl 30py Kamepu. Lle 3abe3neuye:

. UYiTke ¥ meraimi3oBaHe BiToOpaKeHHS IS KJIIOUOBHUX 00’ €KTIB CIICHHU.

. MiHiMi3alil0 BUTPAT PECYpCIB MOPIBHSIHO 3 METOJIAMHU, SIKI MOTPEOYIOTh

PO3paxyHKIB JJIsl BCI€T CIICHH.
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HDR 3abe3neuye Oinbll MUPOKUNA JUHAMIYHHAN Jlama30H OCBITJICHHS, IO
JI03BOJISIE TIEPEAaBaTH HACHYCHI KOJIhOPHU Ta MPUPOIHY B3aEMOJIIIO CBIiTIA 3 00’ €KTaMH.
Bukopucranass HDR oco0n1BO moMmiTHE B CIieHaXx, /e € Pi3Kl KOHTPACTH MK TEMHUMU
1 SICKpaBUMH TUISTHKAMU, HAMIPUKIAJ, Y KaJpax 13 COHIEM Ha TOPU30HTI a00 y HIYHHX

CIIeHax 13 JpKkepenaMu cBiTia. 3apasku HDR:

. CBiTiIi 00’€KTH HE 37al0ThCA IMEPEHACHYCHUMH, a TEMHI HE BTPayaroTh
JICTaeH.

. JlocsiraeThCs TUIABHICTh TMEPEXOJIB MIXK OCBITJIGHUMH U 3aTiHEHUMH
30HAMH.

Cyuacna cuctema penjepunry UE4 € ineanbHO0 17151 po3p0oOKu irop Oyab-sKuX

JKAHPIB — BiJ PEATICTUUYHUX CHUMYJSATOPIB J10 OapBUCTUX (PEHTE31MHUX CBITIB.
Hanpuknan:
. Y myrepax, Takux sk Fortnite, nuHamiuHe OCBITIEHHS U peduiekcii

3a0€31euy0Th BUCOKHUM piBEHB JeTaji3allii i1 yac 00MOBHUX CIICH.

. VY npurogHunbkux irpax, sik-ot Hellblade: Senua's Sacrifice, ocBitTiieHHs i
TEKCTYPH CTBOPIOIOTH aTMOCdepy, sKa Mepeac eMOLIMHNIN CTaH MepcoHaxa.

Kpim irop, Unreal Engine 4 3HaxonuTh 3acTOCyBaHHS y (UIbMAaxX 1 BIpTyaJbHIN
peanbHOCTI. BHCOKOSKICHUN PEHIASPUHT JI03BOJISIE CTBOPIOBATH CIICHU 3 PEaliCTUYHOIO
IIMOMHOIO Ta JeTali3alli€lo, M0 PO3IIUPIOE MOXKIUBOCTI BUKOPUCTAHHS TEXHOJOTIT B
1HIIUX cepax.

BaxxnuBoro  CKJIaJ0BOI0 €  ONTUMIZAIlil PEHAEPUHTY IS 30€peKEeHHS
npoaykTuBHOCTI 0e3 BTpatu sikocTi. UE4 Hamae po3poOHMKaM I1HCTPYMEHTH IS

OanancyBaHHsI pecypciB. Hanpukia:

. 3MeHIIeHHS PiBHS JAeTaji3alii s JaIeKux 00’ €KTiIB.

. BukopuctanHs cOpoIIeHUX MOJENIEH y CIleHax 13 BEJIHUKOI KIJIbKICTIO
00’ €KTIB.

. Posmozin pecypciB /st OCBITJICHHS, IO BPAaXxOBY€E MOTPEOM KOHKPETHUX

miatgopmM, sk-oT [1K yu MOOUTBEHI TPUCTPO.
Bucokosikicuuii pengepunr y Unreal Engine 4 — 1e moegHaHHS NepeaoBUX

TEXHOJIOT1M 1 THYYKHMX I1HCTPYMEHTIB, SIKI JIO3BOJISIIOTH CTBOPIOBAaTH pPEaNiCTHYHI,
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JeTam3oBandl Ta TexHiuyHo gockoHani 3D-coenu. 3aBasku PBR, SVOGI, SSR ta HDR
UE4 nae 3mory nocsiratu Bpaxaro4oi rpadikyd HaBiTh y CKIQIHHUX ITPOBUX MPOEKTaX.
[{s cuctema € HE3aMIHHUM 1HCTPYMEHTOM JJii PO3POOHMKIB, SIKI MPAarHyTh CTBOPUTHU
SKICHI IHTEPaKTHUBHI CBITH 3 TTHOOKUM 3aHYPEHHSM.

Unreal Engine 4 npomnoHye MIMPOKHN CHEKTP IHCTPYMEHTIB [JIsi CIPOILECHHS
npotiecy cTBopeHHs 3D-cepenoBui:

1. Blueprints Visual Scripting: cucrema Bi3yalbHOTO CKPUITHHTY JTO3BOJISIE
pO3pOOIISITH CKIaAHY JIOTiKy Oe3 HamucaHHs komy. Lle 3Hmxkye BxigHui Oap’ep s
HOBAUKIiB Ta MPUCKOPIOE TIPOIEC PO3POOKH.

2. Material Editor: iHCTpyMeHT AJi1 CTBOPEHHS MaTepialiB 13 BUKOPUCTAHHAM
BY3JIOBOT CTPYKTYpH. BiH MiATpUMYy€e CTBOPEHHS SIK MPOCTUX TEKCTYp, TaK 1 CKIAHUX
nienaepis.

3. Cascade 1 Niagara: cucteMH 4YaCTHHOK JJIsl CTBOPEHHS CIIeleEeKTIB, TAKUX
SK JIUM, BOTOHb, BOJIa, BUOYXH.

Unreal Engine 4 (UE4) € He nuiie NOTYXHUM 1HCTPYMEHTOM ISl pEHJAEPHUHTY, a
1 Hajae po3poOHUKAM IMIMPOKUN HaOlp IHCTPYMEHTIB, IO 3HAYHO CIIPOIIYIOTH MPOIIEC
cTBOpeHHsI 3D-cepefoBuIll Ta IHTEPAKTUBHUX MPOEKTIB. L1 iHCTpyMeHTH po3poOlieHi
JUIS TOTO, MO0 OXOIMHMTH BCl €Tanu POOOTH HAJ IMPOEKTOM — BiJ IMOYATKOBOTO
MOJIENTIOBAHHS 110 (DiHAILHOTO TeCTYBaHHsS TOTOBOI IpuU. IX iHTerpalis B Mekax OfHiei
eKOCHCTEMHU JO3BOJISIE TMPAIIOBATH 3 BHUCOKOK TMPOAYKTHUBHICTIO, 3MEHIIYIOUU
HEOOX1THICTh BUKOPUCTAHHS CTOPOHHIX PIllICHb.

Onmaum 13 HaiOutem monyssipaux iHcTpymeHTtiB UE4 e Blueprints Visual
Scripting. Ile cuctema Bi3yalbHOTO TPOTpPaMyBaHHS, sKa JO3BOJISIE CTBOPIOBATH
CKIaJHy JIOTiIKy ©€3 HeOOXiIHOCTI MHCaTh KOJ BpPYYHY. 3aBIOsSKH TpadidHOMY
1HTEpdEicy, pO3pOOHUKH MOXYTh 3'€JHYBaTH By3iH (nodes), siKi MpeICTaBISIOTH Pi3HI
dynkii Ta moxii. Takuii maxig Mae ASKiIbKa MepeBar: BiH 3HWXKY€E BX1THUNA Oap’ep Jis
HOBAYKIB, SIKl HE BOJIOAIIOTH 3HAHHSIMH MOB TIPOTPAMyBaHHS, 1 BOJHOYAC MPUIIBUIIIYE
MPOIIEC CTBOPEHHSI HABITh JUIs JOCBIIUEHHUX crieriaiticTiB. Hampukiasa, 3a J0MOMOroro
Blueprints MokHa CTBOPUTH CHUCTEMY KEpyBaHHS TIEpPCOHaXKeM, OOpOOKYy TmMoiit

B3aeMoJlli 3 o0'ekTamMu a0o0 HaBITh CKJIAAHI (PizuuHl cumyisamii. e Takox dynoBuit



17

IHCTPYMEHT JIJIsl IIBUJKOTO MPOTOTUITYBAHHS, IO I03BOJISIE TECTYBATH 171€1 0€3 3HAUHHUX
BUTpAT Yacy.

Marepiaii 1 TEKCTypH TPalOTh KIIOYOBY pPOJb y CTBOPEHHI peamicTuyHux 3D-
cueH, i Unreal Engine 4 mae mis nporo motyxumii Material Editor. Lleit incTpymeHT
Mpaloe Ha OCHOBI BY3JIOBOi CTPYKTYPH, IIO JO3BOJISIE CTBOPIOBATH SIK MPOCTI, TaK 1
CKJIaJH1 MaTepiaiu, BUKOPUCTOBYIOUM IHTYITUBHMU rpadiunuil iHTepdeiic. ¥ Material
Editor po3poOHUKN MOXYTh JIETKO HAJAIITOBYBAaTH BJIACTHBOCTI, TaKi SIK BiJOWBaHHS,
MPO30pICTh, PO3CIIOBAHHS CBITJIa, Ta JOJABATH KapTH HOpMalied MdJis CTBOPEHHS
MMOWHU Ha TUTIOCKMX TEKCTypaxX. Marepianu MOXyTh OyTH aallTUBHUMH: HAIPHUKIA,
3MIHIOBAaTH CBO1 BJIACTMBOCTI 3aJIE)KHO BIJT YMOB OCBITJICHHS, KyTa OIJsiay ado
B3a€MOJIIT 3 THIIMMH 00’ €KkTamMu. Pe3ynpTaT MOXKHA B pealbHOMY 4aci MeperjsgaTH y
BIKHI MONEPEIHBOTO MEPETIISTY, 1110 3HAYHO CIPOIILYE MPOIEC PO3POOKHU.

st ctBopenHs peanictuunux crenedextiB Unreal Engine mpomnonye cucremu
yactuHok — Cascade Ta Niagara. Cascade — 1i¢ KiacuyHa cHcTeMa JJIs T'eHeparlil
e(eKTiB, TaKUX SIK UM, BOTOHb, ICKpPH, BoJa uu BuOyxu. BoHa m03BOJIsIE 3amaBaTu
TPAEKTOPIIO PYXYy YACTUHOK, 3MIHIOBATH iX PO3MIp, MPO30PICTh 1 KOMIP 3aJIEKHO BiJ
yacy. Niagara € Ol cy4acHUM 1 (PYHKI[IOHATBHUM aHAJIOrOM, SIKMI HaJa€ po3IIHUpeHi
MO>KJIMBOCTI, 30KpeMa HOOKy iHTerpamito 3 iHmuMu cucreMamu UE4. Niagara nae
3MOTY CTBOPIOBAaTH HE JIMIIE BI3yaJbHO NPHUTOJOMIUIMBI edexTu, ame W CKIagHl
CUMYIJIALII, K1 pearyioTh Ha (P13WYHI 3aKOHH, TaK1 SIK TpaBITallisl, BITEp YM B3AEMOJIS 3
o0’extamu. Hampukinag, y rpi MOKHA peani3yBaTd PEiCTUYHUN AWM, IO 3MIHIOE
CBOIO (popMy 3anexHO BiJ pyXy IepcoHaxka, abo BOAy, sika pO3OpPUBKYETHCS MpHU
B3a€MO/III 3 00'€KTaMHu.

UE4 Takox miaTpuMye€ MOBHY IHTETPAIlito 3 IHITUMHU MPOTPAMHUMH MPOIYKTaMH,
0 JIO3BOJISE BUKOPHCTOBYBATH CTOPOHHI IHCTPYMEHTH MJII CTBOPCHHS MOJIEICH,
TEKCTYp 4YM aHIMAIliii, ajie MpU [IbOMY MaTH BCE HEOOX1IHE JIJIsl TOOTPAIIOBAHHS MPSMO
y pymii. Hanpukman, po3poObHMKHM MOXyTh iMmoptyBatu 3D-mogerni, CTBOpeHI B
Blender a6o Maya, 1 3 JerkicTio mpairoBaTi 3 HUMH, BUKOPUCTOBYIOUH 1HCTPYMEHTHU
Unreal Engine. Ile ckopouye Wac Ha MEpEHECEHHS Ta CYMICHICTh MIX PI3HUMHU

maTgpopmami, 3ade3nedyroun epexTuBHUI poOoUMii mporec.
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e oxnieto nepeBaroto Unreal Engine 4 € #ioro rHy4KkicTh Ta pO3LUIMPIOBAHICTD.
3aBASKA OCTYIY JO BHUXITHOTO KOAY PYIIis PO3POOHUKH MOXYTh HAJAIITOBYBaTH
Horo mija cBOi MOTPeOHM, CTBOPIOIOYHM YHIKAIbHI IHCTPYMEHTH 4YH MOAUDIKYIOUH
icayroui. Ile 0coOMMBO KOPUCHO MJIS BEIUKHUX CTYAIN, SIKI pO3POOJISIOTH MPOEKTH 3
HECTaH/IAPTHOIO MEXaHIKOK a00 BUMAraroTh CIICHU(pIYHUX PIIICHb.

Bci mi iHCTpYMEHTH CTBOpPEH1 3 ypaxXyBaHHSM BHMOT I1HIYCTpii, 110 pOOUTH
Unreal Engine 4 yHiBepcanbHUM PYIIIEM ISl MPOEKTIB pi3HOro Macirady. HesanexHo
B1JI TOTO, YA MAETHCSA MPO CTBOPEHHS MOOUIBHOI I'PH, YU MPO PO3POOKY MacIITaOHOTO
AAA-tipoexty, UE4 Hamae Bce HeOOXiHE [Jisi JOCSTHEHHS BHCOKOSKICHOTO
pe3ynbrary. Po3poOHHUKM MOXYTh (POKYCyBaTHCS Ha TBOPYOCTI, MAIOYH B CBOEMY
pPO3IOPSKEHH] HaAIMHUKA Ha0lp TEXHOJOTIYHHUX 3aco0iB, SKI EKOHOMJIATH dYac 1
3YCHILIIS.

Cucrema ¢i3uxku B UE4 6a3yerbcst Ha PhysX Bigm NVIDIA, mo 3abe3neuye
BHUCOKY TOUHICTh cumyJsiii. Unreal Engine n03Bosisie peanizoByBaTu:

. JluHaMmiuHy B3a€MO/1110 00'€KTIB Y CEPEIOBUIIII.

. Cucremu pyinyBanb (Destruction System), siKi CTBOPIOIOTH peaiiCTUYHI
cleHapli pyiiHyBaHb Oy/iBesib 400 00'€KTIB.

. CuMyIAIio piIiH Ta TBEPIUX TIJI.

Unreal Engine 4 Mae moTy»XHy 1HTETpaIlito 3 iHIIUMH MPOTPAMHUMHU MPOTYKTAMH,
takumu sik Blender, ZBrush, Substance Painter. Ile no3Bosisie jnerko iMmopryBaTu
MOJIeJTi, TEKCTYPH Ta 1HIIIl aKTUBH, 30€piratou ix sSKICTh Ta PYHKI[IOHATHHICTb.

Unreal Engine 4 aKTMBHO BHUKOPUCTOBYETHCS JUIsl CTBOPEHHS MPOEKTIB Y
BiptyasibHiii (VR) Ta pomoBHeHid peansHOCTI (AR). 3aBasku crnemianbHUM
1HCTpyMeHTaM, TakuM sk VR Mode, po3poOHuKH MOXYTh MPOEKTYBATH 1HTEPAKTUBHI
cepeloBuINa, afanToBaHi s npuctpoiB, Takux sk Oculus Rift, HTC Vive a6o
Microsoft HoloLens.

UE4 ocunamenwuii iHcTpymMeHTamu nipodimoBanns, Takumu sk GPU Profiler, siki
JIO3BOJISIIOTH B1JICIIJIKOBYBAaTH HABAHTAKEHHS HA IpadiyHMI MpoIecop 1 ONTUMI3yBaTH
MPOIYKTUBHICTh MPOEKTY. TakoXX ABMKOK miaTpumye piBHI neramizamii (LOD), mo

3HUKYE KITBKICTh TOJIITOHIB JIJIS BiJAAJICHUX 00'€KTIB.
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Unreal Engine 4 niaTpumye mupokuii ciekTp miaatdopm, Bkitoyaroun Windows,
macOS, Linux, i0S, Android, PlayStation, Xbox ta HTMLS5. Ile pobuts #oro
YHIBEpCAIBHUM PIIIEHHSM JIJISI pO3POOKHU 1rop Oyab-IKOT0 MaciiTady.

Unreal Engine 4 — 1ie iHHOBaLliWHUI 1HCTPYMEHT, SIKH Haga€ pO3pOOHUKAM
BEJIMUC3HUI HaOlp MOXKIMBOCTEW I CTBOPCHHs iHTepakTHBHHX 3D-cepemoBul.
3aBASKH HOTO TEXHOJOTIYHHM OCOOJIMBOCTSIM, TaKHM SIK BHCOKOSIKICHHH pPEHICPUHT,
po3mrpeHi cucteMu (i3UKH, IHTErpaiis 3 IHIIMMH MNPOTPAMHUMH TPOAYKTaMH Ta
ninrpumka VR/AR, UE4 3anuinaeTscs OAHUM 13 MPOBITHUX JABMXKKIB Y chepi po3poOKu

B1JI€OITOP.

1.3 Bukopucranas iHmux nporpamMHux incrpymentiB: Blender, Substance

Painter, ZBrush

JUis  cTBOpeHHs 1HTepakTUBHUX 3D-cepenoBum y BiJeoirpax BayKIMBO
BUKOpUCTOBYBaTM He Jmme JBwkKoK Unreal Engine 4, ame i 1Hmi nporpamHi
IHCTpYMEHTH, 10 Ja0noBHIOOTH ¢yHKioHan UE4. Ili iHCTpyMEeHTH H03BOJIAIOTH
MOJIETIOBaTH 00'€KTHU, CTBOPIOBATH TEKCTYpH, MaTepiaiu Ta 3a0e3redyBaTH BUCOKUMA
piBeHb petamzanii. Halmomynspuimumu cepen Takux 1HCTpyMmMeHTiB € Blender,
Substance Painter 1 ZBrush.

Blender — nie 6e3komtoBHuid iHCTpYMEHT st 3D-MOEMOBaHHS 3 BiIKPUTHM
KOZOM. MOro MOMIMBOCTI M03BOJSIOTH CTBOPIOBATH TPUBHMIpPHI MOJENi, aHiMmarii,
CUMYJIALIT (PI3UKHU Ta peHEPUHT.

OcnogH1 (yHkuii Blender:

1. [TomironansHe MonenmoBanHs: Blender 3abe3neuye 1HTYiTUBHMIA 1HTEpDEiic
JUIsL CTBOPEHHSI TE€OMETpii, MIATPUMYE SIK HU3bKomosiroHaibHi (low-poly), Tak 1
BucokonoiironansHi (high-poly) mozenni.

2. TexctypyBanus: 3aBasku BOynoBaHomy UV-posropraHHiO KOpUCTyBaul

MOXYTh CTBOPIOBATH TOUHI TEKCTYPH JJISI MOJICIICH.
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3. Ckynbrnrunr: Blender mnpomonye iHCTpymMeHTH [ poOOTH  Haf
JeTai3aIie€l0 MOACIICH, TO3BOJISIOUM JA0JaBaTH CKJIAJHI €JIEMEHTH, TaKl SK 3MOPIIKH,
TPIIIMHUA 200 TEKCTYPY MIKIPH.

4. @Di3uyHl CUMYJIAII: 11€aIbHO MIAXOTUTh JUIsl CTBOPECHHS PEaliCTUIHUX
CUMYJISIINA PIIMH, TUMY, TKAaHUH Ta THIITUX MaTepiajiB.

Blender interpyetscst 3 Unreal Engine 4 3aBasiku ¢opmary FBX, mo mo3Boiisie
0e3 mpobemM eKCopPTYBaTH MOJIET 3 yCiMa TEKCTypaMu Ta aHIMallisIMH.

Substance Painter Big Adobe — 11e crieriaigizoBane mporpaMHe 3a0e3neueHHs s
TEKCTYpYBaHHSI 1 CTBOPEHHs MarepiajiB. BOHO € HeBilI'€eMHMM I1HCTPYMEHTOM JUIS
HaJIaHHSI PEAIICTUYHOTO BUTIISAY 3D-Momemnsim.

Kirouosi moxnuBocTi Substance Painter:

1. [IpouemypHe TEKCTypyBaHHS: IHCTPYMEHT J03BOJISIE CTBOPIOBATH TEKCTYPH
3a JOMIOMOTO10 TPOIEYPHUX MACOK 1 I1a0JIOHIB.

2. [HcTpymMenTn myia MamoBaHHs: Substance Painter miaTpumye manroBaHHS
TEKCTyp 0e3nmocepeIHbO Ha MOJIEN], 1110 3HAYHO I1JIBUILYE TOYHICTH POOOTH.

3. [Tlintpumka PBR: 3aBnsxku Physically Based Rendering tekctypu
BUTJISIAAIOTH PEATICTUYHO Y PI3HUX YMOBAX OCBITJICHHS.

4, Edektn B peanpbHOMY waci: MiJ Yac CTBOPEHHS TEKCTYp MOXHA
3aCTOCOBYBAaTH €(EKTH, TaKl SIK MOAPATIMHHA, OPY/I, TOIIKOKEHHS.

Substance Painter mae motyxny iHTerpamito 3 Unreal Engine 4, no3possitoun
EKCIIOPTYBATH TOTOBI TEKCTypH O€3 BTpaTH SKOCTI Ta aBTOMAaTHYHO HAJIAIITOBYBaTH
MaTepianu y ABUXKKY.

ZBrush — npodeciiine mporpamue 3ade3neueHHs! 1Jis [IU(PPOBOTO CKYJIBIITUHTY.
BoHO BUKOpPHCTOBYETHCS I CTBOPEHHS BHCOKOIOIITOHATBHUX MOJIEICH 3 BHCOKHM
pIBHEM JeTajizaliii, sKi mi3Hile MOKHa ONTUMI3yBaTH Il BAKOPUCTAHHS Y BiJI€Oirpax.

OcnogHi ¢ynkiii ZBrush:

1. Ckynentunr: ZBrush mo3Bosisie CTBOproBaTH CKIIAIHI MOJEHl 3aBISKH
IHCTpYMEHTaM JIJIS1 IOJaBaHHS JIeTajeH, TaKUX K IIKipa, BOJIOCCS UM TEKCTypa KaMEHIO.

2. JNuuamiuni migposaimu (Dynamesh): 1s dyHKIis 103BoJsi€ 3MIHIOBATH

TOIOJIOTII0 MoJiell 0e3 BTpaTH ii popMu, 110 3pyUHO ISl paHHIX €TaIliB pO3pOOKH.
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3. Perononoris: Ilicas cTBopeHHS Mojeni 3 BUCOKHM YHCIOM IOJITOHIB ii
MO’KHA CIIPOCTHUTH 11 BUKOPUCTAHHS Y BiI€OITpax.

4, TexkctypyBanss: ZBrush miarpumye po6oty 3 PolyPaint, mo mo3Bosise
MaJIIOBaTH TEKCTypH 0e3 HeoOxigHocTi ctBopeHHs UV -po3ropToxk.

ZBrush 3a3Buuail BUKOPUCTOBYETHCS JJIsI CTBOPEHHS MEPCOHAXIB a00 CKIaAHHUX
OpraHiyHUX OO0'€KTIB, TaKMX SK POCIWHHU, CKEJIl YH TEKCTypH 3emiii. ['oToBi Mojeni
MOXyTh OyTH iMropToBaHi B Unreal Engine 4 ny1st moganeinoi po6oTu.

IToeqnanns iHcTpymeHTiB Blender, Substance Painter ta ZBrush mo3Bosie
CTBOPIOBATU BHCOKOSAKICHI 3D-00'€eKTH 1Jis IHTEpAaKTUBHUX cepenoBull. KoxkeH 13 nux
IHCTPYMEHTIB Ma€ yHIKaJbHI [IepeBary, siki JonoBHOTH PpyHkioHan Unreal Engine 4.
BukopucTtanHs 1Mx mporpaMm y KOMIUIEKC] 3a0e3neuye eheKTUBHUN poboumii mporiec,
MOYMHAIOYX BiJl 6a30BOr0 MOJICIIOBAHHS 1 3aKIHUYIOUU (DIHATBHUM TEKCTYPYBaHHSAM Ta

ONTUMI3AIIIEI0 IJI BiACOITOpP.

1.4 Anani3 punky intepaktuBHux 3D-cepenoBuin AJis1 Bigeoirop

[nTepaktuBHl 3D-cepefoBuIlla € OAHUM 13 KJIIOYOBUX €JIEMEHTIB Cy4acHUX
Bijieoirop. 3pocTaHHS iX TMOMYJSIPHOCTI OOYMOBJIEHE TMOCTIHHUM PO3BUTKOM
TEXHOJIOT1M, 3pOCTaHHSIM TMOTYXXHOCTEH amapaTHOTO 3a0e3MEeYeHHS Ta TOMUTOM Ha
OUTBII pEATICTUYHUIN 1 3aXOIUIMBUM ITPOBHM JOCBIA. Y IbOMY PO3AUT PO3TISHEMO
CydyacHI TEHJIEHIli PUHKY, OCHOBHHUX TpaBIlliB, cepH 3aCTOCYBaHHS IHTEPAKTHUBHUX
cepenoBuI Ta (aKTOpH, K1 BIUIUBAIOTh HA PO3BUTOK II€T TaTy31.

Tenaeniii puHKy iHTepakTUBHUX 3D-cepenoBull

1. 3pocTanHs nomyispHOCTI open-world irop. BigkpuTi cBiTH, SKiI HagarOTh
IpaBIsIM CBOOOJY [iM, CTald OAHUM 13 MPOBIIHUX HAMPSIMKIB y PO3pOOIIl BiAEOITOp.
IaTepakTuBHi 3D-cepenoBuia s Takux mpoekTiB, sk The Legend of Zelda: Breath of
the Wild, Red Dead Redemption 2 a6o Elden Ring, cratote yce Oinbmumu i
netanizoBaHimuMu. lle BUMarae BUKOpUCTaHHS nepeaoBux 3D-ABMXKKIB, TaKUX SIK

Unreal Engine 4, Unity a6o Frostbite.
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2. Po3eutox VR ta AR. Texnosorii BipTyaqbHOI Ta TOMOBHEHO! PEaTbHOCTI
COpPUAIOTh TOSABI HOBHX ITPOBUX KAHPIB, Yy SKHX IHTEPAKTUBHICTH CEPEIOBHUIIA
BUXOIUTh Ha mnepmmii minad. Hanpukman, mnpoexktu, sk Half-Life:  Alyx,
BUKOPHCTOBYIOTh 1IHTEPAKTUBHI 00’€KTH, (DI3UKY Ta peaqiCTUUHI CHUMYJISIII, CTBOPEHI
3aBJISIKM 1HTErpallii cydyacHUX JBWXKKIB 13 VR-1maTdopmamu.

3. dokyc Ha peajiCTUYHOCTI Ta JeTami3allii. 3aBAsSKH MiATPUMII TEXHOJIOTMH,
takux sk Ray Tracing, PBR (Physically Based Rendering), DLSS Bix NVIDIA, rpadika
B cydacHux 3D-cepemoBuinax jgocsirae KiHemaTorpadigHoro piBHA skocTi. ILls
TEHJICHIIIs1 0COOJIMBO akTyasibHa A1t AAA-irop.

4, [Tonut Ha mpouexypHO 3reHepoBaHi cepenouina. [IpouenypHa reneparis
JI03BOJISIE CTBOPIOBATH BEJIMKI CBITH 3 MiHIMAJIbLHUMHU 3aTpaTtaMu pecypciB. [Ipukinanamu
takux irop € No Man’s Sky ta Minecraft. Boun 1eMOHCTpPyIOTb, SIK IHTEPAKTHUBHICTb 1
MaciITab cepeoBUIla BIUIMBAIOTh HA IFPOBUI IPOIIEC.

Tenpenmii puHKy iHTepakTUBHMX 3D-cepemoBul] y Bijeoirpax BH3HAYAIOTh
Cy4yaCHUU HANpSMOK PO3BUTKY I1HAYCTpIi, OPIEHTYIOUMCh Ha 3pOCTal0ul OYIKyBaHHS
I'PABIIIB 1 TEXHOJIOTTYHI MOXIUBOCTI. OJTHUM 13 KIIFOYOBHUX (paKTOPIB, 110 BIUIMBAIOTh Ha
NOMYJSIPHICTh 1r0p, € THTEPAKTUBHICTh 1 PEATICTUUHICTh CEPEAOBHIL, SIKI JT03BOJISIFOTH
IPaBISIM 3aHYPIOBATUCS Y BIPTYaJIbHI CBITH 3 MAKCUMAJIBHUM BiUYyTTSM MPUCYTHOCTI.

Opni€ero 3 HAUMOMITHIIIMX TEHJICHIIM € 3POCTaHHA MOMYJSIPHOCTI 1rop 13
BigKpuTUMU cBiTamu (Open-world games). Lleii xaHp cTaB JOMIHYIOYHM 3aBJISIKU CBOTH
3IaTHOCTI HaJaBaTH TPABISIM CBOOOAY il 1 MOMIIHMBICTH JOCTIKEHHS BEIIUKHUX,
neTanizoBaHux npocropis. IIpoextu, taki sk The Legend of Zelda: Breath of the Wild,
Red Dead Redemption 2 Ta Elden Ring, BpaxaroTh He imie macmradoM, a il piBHEM
IHTEPaKTUBHOCTI. Y TaKUX Irpax CEpeIOBHUIIE YaCcTO € OibIie, HI’K (HPOHOM — BOHO CTa€
aKTUBHMM y4YaCHHMKOM irpoBoro mpoiecy. Hanpukmnan, y Breath of the Wild norona,
¢bi3uKa 1 moBeaiHKa 00'€KTIB CTBOPIOIOTH TOJAATKOBI MEXAHIKHU JIJISl B3a€MOJI1, TOML SIK y
Red Dead Redemption 2 yBara no jeraneii 3a0e3nedye peaqiCTUUHICTB CBITY.
Peanizaiiist nogiOHUX MPOEKTIB MOTPeOy€e BUKOPUCTAHHS MOTYXKHUX 3D-IBUKKIB, TAKHX
sk Unreal Engine 4 a6o Unity, siki 3a0e3me4yroTh He TUTBKH Tpadiky BUCOKOI SKOCTI, a

1 MOXJIMBICTh CTBOPEHHSI KOMIUIEKCHOI CUMYJISIIII.
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Po3Butok TexHosoriii BipTyanbHOi peanbHOCTi (VR) 1 1omoBHEHOT peabHOCTI
(AR) Takox 3HaYHO BIUIMBA€ HAa PUHOK iHTepakTuBHUX 3D-cepemorumi. VR ta AR
JIO3BOJISIIOTH CTBOPIOBATH aOCOJIIOTHO HOBI aHPH, Yy SIKUX TpaBIll B3a€EMOMIIOTH 13
cepenoBuieM y ¢ismuHo npupogHuii cnoci6. Hanpukman, y rpi Half-Life: Alyx
IHTEPAKTUBHICTh JTOCSATAETHCS 32 JIOMOMOTOI0 PeaiCTUYHOI (PI3UKH, CKIIATHUX MEXaHIK
B3aeMOii 3 oO0'ektaMu Ta Bi3yalibHOI TmpaBaonoAioHocTi. CydacHi 3D-aBUXKKH
IHTErpyloThea 3 IaTdhopmamu VR, Hagaroun po3poOHUKAM MOXIIHMBICT peati30ByBaTU
MIPOEKTH, K1 BiJ3HAYAIOTHCS BUCOKHUM PIBHEM 3aHYpPEHHS Ta 1HTEpaKTHUBHOCTI. ['paBii
MOXYTh OYKBaJIbHO "TOpKaTHUCs" 00'€KTIB, MEPEMIIIATUCS Y BIPTyaIbHOMY MPOCTOPI Ta
BIUIMBATH Ha HBOTO, LI0 BIJKPUBAE HOBI TOPU3OHTU [UISl IMOp, CHUMYJSLINA 1
TPEHYBAJIBHUX MIPOTPaM.

[Ile oHIEI0 BaXKJIMBOIO TEHJCHIIIEID € 3POCTAHHS yBaru IO PEATICTUYHOCTI U
neramizaiii 3D-cepenoBuil. 3aBAsSKM CydyaCHMM TEXHOJOTISM, TakuM sk Ray Tracing
(Bimctexxenns npomeniB) i Physically Based Rendering (PBR), rpadika y Bigeoirpax
nocsirna kiHemarorpadiuHoro piBHs. Texnouorii Bim NVIDIA, taki sk DLSS (Deep
Learning Super Sampling), m03BOJIAIOTH MIJBUIYBATH SAKICTH 300pakeHHS Oe3
3HAYHOTO HaBaHTAXXCHHS Ha oOnagHaHHs. 1{1 mocarHeHHS 0cO0IMBO BaxkauBl 119 AAA-
irop, A€ Jneramizallis KOXXHOTO eJIeMEHTa CBITY — B TEKCTypH IIOBEPXOHBb O
CKJIQJIHUX TiHEH 1 BIAOIMCKIB — € YacTHHOI 3arajJbHOTO IrpoOBOTO JIOCBiNY.
PeanicTU4HICTh CepeloBUI HE TUIBKM CHpUS€E 3aHYpPEHHIO, a i BIJKPUBA€E HOBI
MO>KJIMBOCTI JiIsl ITpOBOI MexaHiku. Hampukiazn, y Tpi 3 peasiCTUYHUM OCBITJIICHHSIM
rpaBellb MOXE BUKOPUCTOBYBATH TiHI MJid NPUXOBYBaHHS abO OpIEHTYBATHCS Yy
IPOCTOPi 3a BIAOIMCKAMU CBITIIA.

[IponienypHa renepaiiisi cTa€ BaKJIUBUM IHCTPYMEHTOM Y CTBOPEHH1 MacIITaOHUX
1 muHamiuyaux 3D-cepenmoBum. Ilel miaxig 103BOJIIE ABTOMATHUYHO CTBOPIOBATH
nanamadTr, OyaiBIl Ta HABITH IUTI CBITH 3a JIOMTIOMOTOIO0 aJITOPUTMIB, 110 €KOHOMHUTH
yac 1 pecypcu po3pooHukiB. Hanpuknan, rpa No Man’s Sky BUKOPUCTOBYE TIPOIIETYPHY
TCHEPAIIiI0 I CTBOPCHHS YHIKaJIbHUX IIAHET, IO Ja€ 3MOTY T'PaBIsIM JOCIIKYBATH
Maibke HeckiHueHHHMH Kocmoc. IlomiOHmii mimxim 3actocoByeTbes 1 B Minecraft, ae

CEpENIOBUIIE TEHEPYETHCS B peajbHOMY 4Yacl, 3a0e3Ieuyloud YHIKaIbHUNA JTOCBI JJis
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KOXXHOTO rpaBi. [IporneaypHa reHepariis Mae OCOOJMBY IIHHICTh y KOHTEKCTI
IHTEpaKTUBHOCTI, OCKUIbKU JTO3BOJIIE CTBOPIOBATH CBITH, SIKI pearyioTh Ha Jii TpaBLs
a00 3MIHIOIOTHCS 3aJI€KHO BiJl IEBHUX YMOB.

TakuMm 4rHOM, CydacHUN PHUHOK IHTEpPAKTHBHUX 3D-cepemnoBuIl] pO3BUBAETHCS Y
HapsiMKax, II0 TMOEAHYIOTh TEXHOJIOTIYHHMM Mporpec 13 3pOCTalOUMMU BHUMOTaMHU
IPaBIlIB JI0 SAKOCTI Ta peajdicTUYHOCTI. [HHOBaIlI B Tamy3i peHACPHUHTY, MPOIEAYPHOI
rerepamrii, VR/AR 1 open-world irop tpanchopmyroTs migxomu a0 po3poOK: irop,
poOisiun  1X JAedai  CKIAMHIMMMHM ¥ 3axoruBimmmu. L1 TenaeHmii He mawuie
BU3HAYAIOTh MallOyTHE Bif€OIrop, a ¥ CHPUSAIOTH CTBOPEHHIO 1HTEPAKTUBHUX
CepelOBUI JJIs IHIIUX cep, TAKUX K OCBITA, MEIULIMHA Y aApXITEKTypa.

Punok inTepakTuBHUX 3D-cepenoBull MPEACTaBICHUN KUIbKOMa KaTeropisiMH

YYaCHUKIB:
1. Po3poOHuKN ABUKKIB
o Unreal Engine (Epic Games): 3a0e3neuye MacuiTabOBaHICTh, BHUCOKY

rpadiyHy sAKicTh 1 miATpUMKY VR/AR.

o Unity: opieHTOBaHUM Ha 1HI1-pO3POOHHKIB 1 MOOUIBHI TIIAT(HOPMHU.

o CryEngine (Crytek): BimomMuii CBOIMH TEpPEIOBUMH  BI3yaJIbHUMU
eheKTaMH.

2. Po3poOnuku irop

o CD Projekt Red: Binoma intepakTuBHUMHU cBiTamMu B cepii The Witcher 1
Cyberpunk 2077.

o Rockstar Games: migep y ctBopenHi open-world cepenoBuny (Grand Theft

Auto, Red Dead Redemption).

o Ubisoft: 3acTocoBye iHTepakTuBHI cBiTH y ¢paHmm3ax Assassin’s Creed,
Far Cry.
3. TexHoMOTIYH1 KOMIIaHIi

o NVIDIA ta AMD: po3po0sitoTs rpadidHi IpoIecopu Ta IHCTPYMEHTH IS
po6otu 3 3D-rpadikoro (Ray Tracing, DLSS).
o Autodesk: mpomonye mnporpamnHe 3a0e3neueHHs IS MOJICITIOBaHHS Ta

animanii (Maya, 3ds Max).
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Xoda OCHOBHMM HAampsSIMKOM BHKOPUCTaHHsS 1HTepakTUBHHUX 3D-cepeaoBuiiy
3aJIMIIAETHCS ITPOBa 1HIYCTPIs, IX 3aCTOCOBYIOTH 1 B 1HIITNX Tally3sX:
. Kinemarorpad: npuknaau BriaoudaroTh cepian The Mandalorian, e

BukopuctoByBaBcsi Unreal Engine /st cTBOpeHHS IHTEpaKTUBHUX (POHIB.

. ApXITeKTypHa Bi3yaji3allis: iHTepakTUBHI TypH B OyIMHKax abo odicax.
. OcBiTa: cUMYJIALIT 1J11 HABYaHHS, HAIIPUKIIaA, Y METUIIMHI 200 aBiartii.
. BiiicbKOBI TpeHaXKEPH: peatiCTUYHE BIATBOPEHHs OOMOBUX CIIEHAPIiB.

[aTepakTuBHl 3D-cepenoBuia, Xo4a W acOIIOIOTHCA MEPEBAXKHO 3 ITPOBOIO
1HAYCTPI€I0, 3HAXOIATh yC€ IIMPIIE 3aCTOCYBAHHS B IHIIMX Tally3dX, JI€ Bi3yaii3alis,
IHTEPAKTUBHICTh 1 PEAICTUYHICTh BIAITPAIOTh KIKOYOBY POJib. 3aBASKU MOXIUBOCTAM
cyuyacHux 3D-aBuxkkiB, Takux sk Unreal Engine, Unity Ta iHII, CTBOpEHHS
IHTEepaKTUBHHUX BIPTYaJIbHHX CEPEIOBHII CTA€ JOCTYIMHUM JJi1 BUPIIICHHS 3aBAaHb y
PI3HOMAaHITHUX MpodeciiiHuX 1 TBOpUHUX chepax.

Kinematorpad € omHUM 13 SICKpaBUX MPHUKIIAIIB HETPATUIIIHHOTO BUKOPUCTAHHS
iHTepakTHBHUX 3D-cepemoBumi. Y Takux TpoekTax, sk cepian The Mandalorian,
TEXHOJIOT'1l, 110 3a3BUYail 3aCTOCOBYIOThCSI Yy BIJI€OIrpax, BUKOPHUCTOBYBAJIUCS IS
CTBOPEHHSI BIPTyaJIbHUX (POHIB y peanbHOMY 4aci. 3aBasku Unreal Engine po3poOHuKH
3MOTJIM CTBOPUTH BIPTyalIbHI CIIEHH, SIKI CHHXPOHI3YBAJHUCS 3 KaMEPOIO 1 aKTOPCHKOIO
rpoto, 3a0€3MeUyr0un MPUPOIHICTh 300paKEHHS Ta IHTEPAKTUBHICTD y MPOIEC] 3HOMKH.
[eit miaxig BIAKpUBA€E HOBI TOPU3OHTHU )il KiHematorpada, J03BOJSIOUH pexucepaM
EKCIIEPUMEHTYBATH 31 CKJIIAJIHUMU BI3yadbHUMU €deKTamMu 0e3 HEOOX1THOCTI BEIMKHUX
3aTpat Ha MOOYAOBY JEKOpAIliil UM TPUBATY MOCTOOPOOKY.

B apxiTektypHiii Bi3yamizailii iHTepakTuBHI 3D-cepenoBuina cTaau MOTYKHUM
IHCTpYMEHTOM I TIpe3eHTaIlli TpoekTiB. Panime cratuudi peHaepu OyaiBenb 1
1HTEp €piB CHOTOAHI MOCTYMAIOTHCA MICHEM IHTEPAKTUBHUM Typam, SIKI JO3BOJSIOTH
KJIIEHTaM a0o0 1HBeCTOpaM OYKBaJIbHO '"MpOryisTucs" MalOyTHIM MPOCTOPOM. 3aBISIKH
VR abo mnpocTuM AECKTOMHUM IIaTdopMaM, KOPUCTYBaydl MOXKYTb 3MIHIOBATH
napaMeTpu OCBITJIEHHS, KOJBOPH CTIH, pO3TallyBaHHS MeOJiB 1 HaBITH OIIHIOBATH
aKyCTUKY MPHUMIIIEHHS B peaibHOMY 4aci. Lle He TUIbKkM MmoKpallye KOMyHIKaIilo MiX

apXITEKTOpaMu Ta 3aMOBHUKAaMHU, a i 3HAYHO CKOPOYY€E Yac Ha MOTO/XKEHHS MPOEKTIB.
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Cdepa ocBITM TakOX aKTHUBHO IHTETPYE TEXHOJOrIl iHTepakTUBHUX 3D-
CepeZIOBHIl [l CTBOPEHHS €(EKTUBHIIIMX HaBUAJIBHUX TMporpaMm. Y MEAMIINHI,
HaIpUKIQa, CUMYJLIT XIpypriuHMX OIepaliii JI03BOJISIIOTh CTYJICHTaM Ta JIKapsM-
NPaKTHUKAHTaM BiITOUYYBaTH CBOi HaBUYKH Y BIPTyaJIbHOMY IPOCTOpPi, HE PUBHKYIOUU
KUTTSIM TamiedTiB. [loaiOHi cumysmii 3abe3reuyoTh BUCOKY JeTaji3allilo aHaToOMIi
JIOJIMHU, MOJIENIOIOTh pealibHI ClIEHApli YCKIaAHEHb 1 JAO3BOJIAIOTH aJanTyBaTUCS IO
HenependauyBaHUX cUTyalliil. B aBianii iHTepakTUBHI TpEHAXKEPH AO3BOJISIOTH MIJIOTaM
MPOXOJUTH IMATOTOBKY Ha CHUMYJISATOpaX, SKI TOYHO IMITYIOTh IOBEIIHKY JiTaka B
PI3HHX yMOBaX, BKJIFOYAIOYH €KCTPEMaJIbHI MOr0/IHI YMOBHU a00 TEXHIYH1 HECIIPABHOCTI.

BiiickkoBa cnpaBa TaKoK BUKOPUCTOBYE I1HTEpakTHBHI 3D-cepemoBuiia s
TpeHyBaHb COJIJATIB 1 BIANpAIIOBaHHS OONHOBUX CIIEHApiiB. 3aBASKUA BIpTyalbHUM
CUMYJIATOpaM BIMCBKOBI MOXYTh BIATBOPIOBATM pEATICTUYHI OOMOBI CHUTYyaIlii,
KOOpAMHYBATU Ail TPy, po3po0isTH CTpaTerii Ta aJanTyBaTUCS JI0 PI3HUX YMOB Ha
nosii 0010. 3acTOCyBaHHS TaKUX TPEHAXKEPIB 3HIKYE PHU3UKU I 4Yac peaJbHUX
TpEHYBaHb 1 Jla€ MOJXJIMBICTb E€KOHOMHUTH PECYpCH, HEOOXIJIHI JJIs OpraHizaiii
N0JIbOBUX HAaBYaHb.

Kpim Toro, iHTepakTuBHI 3D-cepenoBuilia 3HaX0A9Th CBOE MICLE Y MAPKETHUHTY,
JTO3BOJISIIOYM  KOMIIaHIsIM CTBOPIOBAaTH Bpakalodl Tpe3eHTarlli CBOiX MPOJYKTIB.
Hampuknan, aBTOMOOUTBEHI KOHIIEPHU BHUKOPHCTOBYIOTH BIPTyallbHI IIOYPYMH, €
MOTEHIIMHI KJIIEHTU MOXYTh B3a€EMOMISTU 3 MOJEIISIMU aBTOMOO1UTIB, 3MIHIOBATH iXHI
XapaKTEPUCTHKW Ta HAaBITh TECTyBaTH BIPTyaldbHUW BOJIWCHKUN 1OCBiA. Y cdepi
HEPYXOMOCTI 1HTEPAaKTUBHI TypU J[O3BOJSIOTH MOKYIUSAM OIJISAaTH OYJIWHKH YU
KBapTUPH, HE 3THUINAIOYN CBOiX OCEJb.

PosmmpenHss 3acTocyBaHHS 1HTEpaKTUBHUX 3D-cepeoBHIl TAaKOXK CTUMYIIOE
PO3BUTOK CYMiIKHHX TEXHOJIOTiH, TAKMX SK IITYYHHHA 1HTEICKT, MAITMHHE HABYaHHS Ta
oOpoOka Benukux naHux. Hanpukian, iHterpartiss 3D-ABUKKIB 13 MITYYHUM 1HTEICKTOM
JI03BOJISIE CTBOPIOBATH CKJIAIHIIII CUMYJISALIT, /1€ BIpTyajbHI MEPCOHAX]1 JEMOHCTPYIOTh
peaiCTUUHY NOBEAIHKY, aIalTYIOUUCh JI0 JIId KOPUCTYyBaya.

Takum  uywmHOM, iHTepakTuBHI 3D-cepemoBuiia cTaau  yHIBEpCaTbHUM

iHCTPYMEHTOM, KM 3HAXOJMTh 3aCTOCYBAHHA y Jelalli IUPIIOMY KOJIi Tamyseil. Ixne
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BUKOPDHCTAHHS HE JIMIIE ONTHUMI3Yy€ IMpPOLECH Ta MiABUIILYE e(QEeKTHUBHICTb, ale W
BIJIKPUBA€ HOBI MOXJIMBOCTI /Il TBOPUOCTI, HABYaHHS Ta PO3BUTKY. [HTepakTHBHI 3D-
CEpellOBHUIIA CTAIOTh HEBIJ €MHOI0 YaCTHMHOIO CY4acHOTO CBITY, CIIPUSIOUM 1HTErparii
UG POBUX TEXHOJIOTIN y MOBCAKICHHE )KUTTS Ta MPOQECiiiHy AiSUIbHICTb.

YUWHHUKY, TI0 BIUTMBAIOTh HA PO3BUTOK PUHKY

1. Texniunuii mnporpec. Po3BUTOK amapaTtHOro 3a0e3MledeHHs, 30Kpema
rpadiuHuX MpOLEcopiB, J03BOJSE CTBOPIOBAaTH nedani ckiaaHimi 3D-cepemoswuia.
[HTErpania 3 TEXHOJIOTISIMU MAIlIMHHOTO HABYAHHS TAKOX BIJIKPUBAE HOB1 MOKJIMBOCTI
JUTSl aBTOMATHU3allli IPOLIECIB.

2. ExonomiuHi gakTopu. 3pocTaHHsl BUTpAT Ha po3poOKy AAA-irop 3myirye
CTYJ1i BKJIaJaTh O1IbIIIe pecypciB y ONTUMI3AIIIIO IPOLIECiB CTBOpeHHs 3D-cepenoBuil.

3. [TonuT 3 00Ky KOpucTyBauiB. ['eiiMepH O4iKyIOTh BULIOI SKOCTI rpadiku Ta
rIIMOIIOT IHTEPAKTUBHOCTI, 1[0 CTUMYJIIOE 1HHOBAIIIT B ray3i.

[IpoGieMu Ta BUKIUKU:

1. Bucoka BapricTh BUpoOHULITBAa. CTBOPEHHS peanicTuuHuX 3D-cepenoBuly
noTpedye 3HaYHUX (DIHAHCOBHX 1 YACOBUX PECYPCIB.

2. OnTumizanis aig pizHuX miaatdopm. BaxiuBo 3a0e3neunT OajmaHC Mk
AKICTIO Tpaikd Ta TPOMYKTUBHICTIO I PI3HUX IJIATHOPM, 30KpeMa KOHCOJICH 1
MOOUIBHUX TTPUCTPOIB.

3. Exonoriynuii BiuB. BukopucTaHHs BETMKHUX CEpBEPIB 1 OOUUCIIOBATIBHUX
pecypciB MiJ Yac CTBOPEHHS 1 peHaepuHry 3D-cepenoBulll Mae 3HaYHUM BYTJICIICBUMA
CIiJ.

Punok 1HTepakTuBHUX 3D-cepenoBuIl AJid BIIEOITOp JUHAMIYHO PO3BUBAETHCS,
3a0e3Mneuylourd KOPUCTYBadiB yce OUTBII PEaTiCTHYHUMH Ta IHTEPAKTUBHUMH CBITH.
[HHoBariiH1 TexHosorii, 30kpema Ray Tracing, npouneaypHa renepauis t1a VR/AR,
dbopmyroTh MaiiOyTHe 1i€i Tanmy3i. OpgHaK pPO3pOOHMKAM JOBOJIUTHCS BHPINTYBATH
YUCJICHHI BHKJIMKH, TOB’S3aHI 3 BHCOKOIO BapTICTIO BHUPOOHMIITBA Ta TEXHIYHOIO
CKJIaJIHICTIO 1HTerpamii. He3Bakaroum Ha 1€, 3pOCTAalOYMN TMOMUT 1 MOXKJIUBOCTI
TEXHOJIOTTYHOTO MPOTPECy CHPHUATHUMYTh MOJANbIIOMY PO3IIMPEHHIO PUHKY Ta TMOSBI

HOBUX 1HHOBAIIIIA.



28

2 METOJO0OJIOI'TA CTBOPEHHSA IHTEPAKTUBHUX 3D-
CEPEJOBHII HA OCHOBI UNREAL ENGINE 4

2.1 OcHOBH NPOEKTYBAHHS i po3po0ku 3D-cepenoBuiiy

Merononorisa BKJIIOYa€ HU3KY €TamiB, TaKUX SK IJAHYBaHHS, CTBOPEHHS Ta
ONTUMI3allisl MOJIeJIeH, HAJlAIITYBaHHsI MaTepiaiiB, IHTerpalis (pi3uku Ta OCBITICHHS, a
TaKOX MPOrpaMyBaHHs IHTEPAKTUBHUX €JIEMEHTIB CEPEIOBHUIIIA.

Ha mnouarkoBoMy ertami po3poOku 3D-cepemoBuilla HEOOXITHO BU3HAUYUTH
OCHOBHI BUMOTH JI0 CEpEAOBHIIA, TaKl K CTUJIb, MACIITA0, CTPYKTypa Ta IHTEPAKTUBHI1
eJleMeHTU. TakoX BaXKIMBO CKJIACTH 3arajbHYy KOHLEIIIO pIBHSA, 30KpeMa CLeHapii
B3a€MO/IIi KOPHUCTyBaua 3 CEpelOBUUIEM, II00 MPOEKTYBaHHA OYJO MOCIHIIOBHUM 1
e(hEKTHBHUM.

[linroToBKa TEXHIYHOTO 3aBAAHHS: BU3HAYEHHS (YHKIIOHATBHUX Ta rpadidyHUX
BHUMOT, IJTAHY 1HTEPAKTUBHOCTI.

Po3poOka KoHIENT-apTy: CTBOpPEHHsS 0a30BUX €CKi3lB 00 ’€KTIB, OCHOBHHX
JIOKAIIii Ta 3arajbHO1 €CTETUKH MPOEKTY.

[lnanyBaHHs eTamiB pO3pOOKH: MIJTOTOBKA YaCOBUX MEX JJI BUKOHAHHS
OKpEMHUX €TalliB, TAKUX SIK CTBOPEHHS MOJENIEeH, TEKCTYpYBaHHsI, TPOrpaMyBaHHs TOLIO.

Etan MopentoBaHHs BKJtOYae cTBOpeHHS 3D-00’€KTiB, siKi OyAyTh pO3MIILIEHI Yy
BIpTyaJbHOMY cCepeloBHIN. /[l I1bOro 3a3BUYail BUKOPHUCTOBYIOTHCS 3O0BHIIIHI
nporpamu, Taki sik Blender abo Autodesk Maya, micist yoro mMozesni iMOOPTYIOThCA B

Unreal Engine 4.
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Puc. 2.1 Konnentiisa tokarii

CTBOpEeHHS HU3BKOIIOITOHATBHIX MOJIEIICH I ONTUMI3aIlii: po3poOka Moaenei
13 HU3bKOIO KIJIBKICTIO MOJIITOHIB /1J1s1 3a0€31eYeHHs MPOAYKTUBHOCTI.

Jletamizaiiis KIIFOYOBHX O0'€KTIB: BUKOPUCTAHHS CKYJBITUHTY Ta TEKCTYPYBAaHHS
JUTSI CTBOPEHHSI BUCOKOIETaTi30BaHUX MOJICIICH.

OnTumizariisi Ta peTOIOoJIOrisS: 3MEHIIICHHS KIJTBKOCTI MOJIITOHIB Ha 00'€KTax, SKI

HE € KIIFOYOBUMH 7151 3a0€3MeUeHHS TIaBHOCTI PEHICPHUHTY.

Puc. 2.2 MonentoBaHHs Oy TUHKY



30

Ha upoMy erarmi po3poOistoTeCSl MaTepianu Ta TEKCTYpH, SIKI JOJAIOTh peaiizMy
3D-cepenoBuiny. UE4 Hagae MOXKIMBICTD HajallITyBaHHS MaTepiajiB 3a JIOTIOMOTOIO
BI3yaJIbHOTO peJIaKTopa, 10 J03BOJIIE CTBOPIOBATH PI3HOMAHITHI €(PEeKTH, HAIIPUKIIA],
Onmrcky4i a0 MaTOBI TOBEPXHI, €PEKT 3HOCY, MMPO30PICTh TOIIO.

Bukopucranuss PBR (Physically Based Rendering) nns peamizmy: miaxia a0
CTBOPEHHS MaTepiaiiB, SKUH J03BOJISIE€ BIATBOPUTH BIACTUBOCTI PI3HUX TTOBEPXOHb.

CTBOpeHHS KapT HOpMalied Ta TEKCTyp BHCOKOI PO3IUNBbHOI 3MaTHOCTI: IS
JOJaHHS TTHOWHU 00’ €KTaM Ta CUMYJIALIT TeTaJICH.

Bizyanbni epextu (VFX): nogaBanHs e(ekTiB, TaKuX SIK AWM, BOJA, BOTOHb, IO

M1JCUIIOI0Th IHTEPAKTUBHICTb.

Puc. 2.3 Ilpuknazn Texkctypu

[IpaBunbHE OCBITJICHHS € BaXKJIMBUM JUIsl CTBOPEHHS aTMocdepu Ta mepemadl
BiuyTTs ruOunu. Unreal Engine 4 miaTpumye TuHaMidyHE Ta CTaTUYHE OCBITJICHHS, a
TaKO0X MOCTOOPOOHI e€eKTH, 1110 J03BOJSIOTH J0JIaTH peaji3My JI0 CIEH.

HanamryBanHs CTaTUYHOTO 1 JMHAMIYHOTO OCBITJICHHS: BUKOPUCTAHHS PI3HHUX
THUIIIB JKepen CBITJIa (TOYKOBE, HANpaBlieHE, HABKOJMIIHE CBITJIO) Il (hOpMyBaHHS

00'eMHOCTI CILICHHU.
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[TocToO6pobka 300paxkeHHs: HaJdaIITyBaHHsS €(EeKTiB, TAKUX AK TMIMOMHA PI3KOCTI,
BIHbETYBAHHSI, XpOMaTH4HI abepariii A JOCATHEHHS KIHOUTHOTO BUTJISITY.
I'mo6anbue ocBiTienHs (Global Illumination): HamamTyBaHHA, SIKE IMITY€

NPUPOJIHE BIAOUTTS CBITIA [Tl O1IBIIOT IPAaBIOMOIOHOCTI CIICHH.

& A

Puc. 2.4 Tlpuknaa oCBITICHHS

Jist cTBOpeHHs! 1HTepakTUBHOTO cepenoBuia B UE4 BUKOpUCTOBYEThCS cucTEMA
Blueprints, sika 103BOJIsie CTBOPIOBAaTH ITPOBY JIOTIKY 0€3 HamucaHHS Koay. Takox
MOXJIMBO BHKOPHMCTOBYBAaTH MOBY TporpamyBanHHss C++ nns  Outeln  TMOOKOT
KacToMI3allli Ta po3IMpeHHs (PyHKIIOHATIBHOCTI.

HanamryBanns TpurepiB i1 nmofiit: Bukopuctanus Blueprints mys aktuBarii moin
pU B3a€MOJIT 3 00'eKTamu.

CKpuUNTH NOBEAIHKU: CTBOPEHHS MOBEMIHKU JUJII PyXOMHUX OO’€KTIB, aHIMAaIlli,
edeKTIB Ta IHIIHNX IHTEPAKTUBHUX EJICMEHTIB.

B3aemoniss 3 rpaBueM: mporpaMyBaHHSI €JIE€MEHTIB YIPaBJIiHHSA, CHUCTEM

3BOPOTHOTO 3B 53Ky (€eKTH MPU HATHCKAHHI, BiIOpaIliss KOHTPOJIEPIB TOIIIO).
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Puc. 2.5 Ilpuknan Blueprints

OnTuMizaliiss € BaXXJIMBUM €TarioM, SIKW JoroMarae 3a0e3MeduTH CTaOUIbHY
po0OOTy rpu Ha pi3HHX IIaTdopMax 1 YHUKHYTH 3HWKEHHS NpoAyKTHBHOCTI. Unreal
Engine 4 Hanae iHCTpYMEHTH JIJI aHAJI3Y MPOJAYKTUBHOCTI, SIK1 JO3BOJISIIOTH 3HAXOUTH
BY3bK1 MICIIA 1 TOKPAIIyBaTH iX.

Jlimit momironiB Ta LOD (Level of Detail): namamTyBaHHS aBTOMaTHYHOIO
3MEHIICHHS KIJTLKOCTI MOJIITOHIB JUISI BIAIaIEHUX 00'€KTIB.

OnTuMizaniss TEKCTyp 1 MaTepialliB: BUKOPUCTAHHS ONTHUMI30BAHUX TEKCTYPHHX
KapT 1 OpOCTIIIUX MaTepiajiB il 3a0e3MeueHHs cTadlIbHOI poOOTH.

[IpodintoBanHs Ta TeCTyBaHHsS MPOIYKTUBHOCTI: BUKOPHUCTAHHS 1HCTPYMEHTIB
Unreal Engine nns ouinku FPS, 3aBanTa)keHHs mpoliecopa Ta BiCOKapTH.

Onniero 3 HaliBaxkuBimmx ocobysmBocTeit Unreal Engine 4 € ioro 3maTHICTB
OpaloBaTH 3 BEIUKUMHU BIAKPUTHUMU CBITaMH, 3a0€3MeUyloud IpHU IBOMY BHCOKY
npoaykTuBHicTh. Cucrema Level Streaming no3Bossie miABaHTaXyBaTH JIMIIE
HEOOX1TH1 UISTHKY KapTH, IO CYTTEBO 3HIKYE HABAHTAXXCHHS HA CUCTEMY.

Jnst  3a0e3nedeHHs  BI3yaJdbHOI PEANICTUYHOCTI M ONTUMI3AIil  pyIIin
BukopuctoBye TexHojoriro Level of Detail (LOD). O6'extu Ha CIieHI aBTOMAaTHYHO
3MIHIOIOTh PIBEHB JIeTai3allii 3ajeXHO Bij] BIICTaH1 IO TPaBIIs, 10 JO3BOJISE 30epiratu

BHUCOKY YacCTOTY KaJ[piB HaBITh Y HACUYEHHUX CLICHAX.
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Opniero 3 HailOubIn nepeniekTuBHUX (PyHKUid Blender € Geometry Nodes, sika
JI03BOJISIE CTBOPIOBATH CKJIAHI 00'€KTH mporeAypHuM crmocobom. Ile ocobmmBo
KOPHCHO JUUIsl CTBOPEHHS TPUPOIHUX CEPEIOBHIN, TaKUX SK JaHIMapTH ado JicOBi
MacCHBH, /1€ KOXCH €JIEMEHT Ma€ BHUMAJKOBI Bapiarii, ajge 3aJUIIaEThCs YACTUHOIO
3aranbHOi CTpyKTypH. Geometry Nodes TakoK T03BOJISIFOTH aBTOMAaTH3yBaTH PYyTHHHI
MPOIIECH, HANPHKJIIAJ, PO3TAllyBaHHS TpaBW Ha JaHAmadTi abo po3mojail KaMmeHIB

Y3I0BXK JIOPIT.

Puc. 2.6 ITpuknan ontumizartii

OcTaHHIM €TaroM € TECTYBaHHS TOTOBOTO CEpeIOBUIIA Ha IUTHOBHUX IIaThopmax
(TIK, xoncomi, mobueHi mpucTpoi). Unreal Engine 4 no3Bosisie TECTyBaTH MPOEKT HA
PI3HUX MPUCTPOSX IJIs1 BUSIBJICHHS TOMHWJIOK 1 3a0€31e4eHHs CTab1IbHOI POOOTH.

[linroTroBKa 10 po3ropTaHHs Ha TUIATGOpPMI: HAJAITYBaHHS TapaMeTpiB,
cnenudivHUX A9 00paHoi mIaTPOpPMHU.

YcyHeHHs1 0ariB Ta HEIOJIKIB: BHUIPABICHHS TOMHUJIOK Ta TECTyBaHHS Ha
MPOTyKTUBHICTb.

TecTyBaHHSI 1HTEPAKTUBHOCTI Ta BIAMNOBIAHOCTI BUMOTaM: MEpeBIpKa 3pY4YHOCTI
B3a€MOJII KOpHCTyBada 3 CEpPEJOBHILIEM Ta BIAMOBIIHOCTI TMPOEKTY TEXHIYHOMY
3aBJIaHHIO.

Unreal Engine 4 yacTo BUKOPUCTOBYETHCS B Faly3sX 1032 IrpOBOIO 1HAYCTPIEIO:
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- ApXITeKTypHa Bi3yali3allisi: CTBOPEHHS IHTEPAKTUBHUX BIPTYaJIbHUX TYpIB AJIs
JIEMOHCTpalii au3aiiHy iHTep'epiB abo exctep'epiB. Bucoka sxkicte rpadiku #
MIJITPUMKA PEaTiCTUYHOIO OCBITJICHHS JO3BOJISIOTH KIIIEHTaM Bi3yalizyBaTH MalOyTHI
MPOEKTH B ICTAJISX.

- OCBITHI CHUMYJIAILII: YHIBEPCUTETH Ta HaBYaJIbHI 3aKJIagd BUKOPHCTOBYIOTh
Unreal Engine nisi CTBOpeHHsI BIpTyalbHUX JlabopaTopiil, 1€ CTYJEHTH MOXYTh
eKCIIEPUMEHTYBATH 0€3 PU3UKY JIJIS )KUTTS UM MalHa.

- Bipryansna peanbHicTh (VR): BUKOPUCTOBY€TbCS MJ1i HaBUYAHHS MEAUYHHUX
IpaIiBHUKIB 200 MUIOTIB y CUMYJISTOPAaX, 110 BIATBOPIOIOTH PEATICTUYHI CIIeHapii.

Blender wacto BukopucTtoByeThcs B 1HAYCTpli VFX yepe3 cBOw iHTErpaumiroo 3
¢13uunuMu  cumysinisimu. Hampuxnan, cucrema Mantaflow no3Bosisie cTBOproBatu
peanicTUuHl BHOYyXH, JuM ab0 MOTOKM piauH. 3aBasku pymito Cycles 1 miarpumii
GPU-pennepunry, Blender moxe cTtBoproBaTH siKicHI KiHemaTorpadiuHi edexTu, siKi

BUKOPUCTOBYIOTHCS B KOPOTKOMETPAXKHUX (DUTbMAX 1 aHIMAIIIi.

2.2 Poo6ora 3 cucremoro Blueprints y Unreal Engine 4

Cucrema Blueprints B Unreal Engine 4 € oani€to 3 KIIOYOBUX OCOOIMBOCTEH
I[bOTO JIBIKKA. BOHA 103BOJISIE CTBOPIOBATU CKJIQAHY ITPOBY JIOTIKY 0€3 BUKOPUCTAHHS
TEKCTOBOTO TPOTpaMyBaHHs, CHPOIIYIOYM TPOIEC PO3POOKHM Ta poOIsud HOro
JIOCTYITHUM HaBITh JJI1 PO3POOHUKIB 0€3 IPYHTOBHUX 3HAHb Y IPOrpaMyBaHHI. Y IIbOMY
O34Tl PO3TIASHEMO OCHOBHI MpUHIMIKU poOoTH 3 Blueprints, iX MOXIMBOCTI Ta poJib y
CTBOPEHHI 1HTepakTUBHUX 3D-cepenoBuii.

Blueprints — e Bi3yajgbHa CKpHUIITOBa MOBa, 3aCHOBaHAa Ha apXiTEKTypi
00’€KTHO-OpieHTOBaHOrO TporpamyBaHHs. KoxkeHn Blueprint € nmeBHuUM KjacoMm, sKui
MOKe MICTUTH BiacTUBOCTI (variables), pynkiii (functions), moii (events) Ta rpadidHi
CJIEMEHTH ISl CTBOPECHHSI B3a€EMOII1.

Tunu Blueprints y Unreal Engine 4:
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1. Level Blueprints. BukopucToByIOThCS i CTBOPEHHS JIOTiKH, SsIKa
nmoB’si3aHa 3 piBHeM. Hampukiam, 3amyck KaTCIeHHW, 3MiHa OCBITJICHHS a0o0
1HTEepaKTUBHI MO/I1i, TTOB’s3aH1 3 MICIIEM.

2. Class Blueprints. J103BoJSIFOTh CTBOPIOBATH JIOTIKY JIJISI OKPEMHX 00’ €KTIB
(axkTOpH, IEPCOHAXKI1, TPAHCTIOPT).

3. Widget Blueprints. BukopHCTOBYIOTbCS Jisi CTBOPEHHS CIIEMEHTIB
iHTepdeticy kopuctysaua (Ul).

4. Animation Blueprints. Ilpusnaueni aas yhOpaBaiHHS — aHIMAI[isIMU
MIEPCOHAXIB, TAKUX K PyX, TUXaHHS a00 aTaka.

Y Unreal Engine 4 cucrema Blueprints € NOTYyXHUM IHCTPYMEHTOM JJisi
CTBOpPEHHS 1rpoBoi JOrikKM ©6€3 HEOOXITHOCTI BHUKOPHUCTAHHS  TPAIUIIIIHOTO
nporpamyBaHHs. BoHa 103BoJIsSIE pO3pOOHUKAM 30CEPEANTHCS HAa KPEAaTHBHUX acIEeKTax
MIPOEKTY, BOJHOUYAC 3a0€3MEUYI0UH MOKIUBOCTI JJIsl TOOYI0BH CKJIQJHUX 1 TUHAMIYHUX
cueHapiiB. Pi3ni tunu Blueprints gomomaraioTh CTpYKTypyBaTH MPOIEC pPO3POOKH,
3a0€3Meuyour PO3/IIJICHHS JIOT1KH 3aJ1€KHO B1J 1i TPU3HAYCHHSI.

Level Blueprints BiirpatoTh KJIIOYOBY pOJib Y CTBOPEHHI JIOTIKH, SIKa TOB'SI3aHa
Oe3nocepelHb0 3 piBHEM. BOHM 103BOJISAIOTH 3aaBaTH MOJIi, 1O BiIOYBalOTHCS Yy
KOHKpETHOMY irpoBomy mpoctopi. Hanpukian, 3a qomomororo Level Blueprints MokHa
peaizyBaTH TaKi MEXaHIKH, SK aKTHBAIlisl KaTCICHHW MPU JTOCATHEHHI TIEBHOI TOYKH Ha
KapTi, 3MiHA OCBITJIEHHS 3aJIEKHO BiJ 4acy Ao0u, a00 3amycK MacTKH, SKIIO T'paBellb
HacTymae Ha mneBHuUM Ttpurep. Takox 1ed Tun Blueprint moxe ympaBiasTi
cnequpIYHUMUA TOAISIMH, IO 3aJieaTh BIJl B3a€EMOJIl TrpaBUi 3 €JIIEMEHTAMHU
HABKOJIMIITHROTO ~ CEPEIOBHUINA, HAMPUKIAM BiIKpUBAaHHS JBEpPEH YW aKTHUBAIiSA
MEXaHI13MiB.

Class Blueprints HagatoTh po3poOHHKAM MOXJIMBICTH CTBOPIOBATHU JIOTIKY IS
OKpeMHX 00'€KTIB, TaKUX SIK TIEPCOHAXI, TpaHcmopT ado mpeametu. Lleit Tun Blueprint
JI03BOJISIE€ 3aJ]aBaTH MOBENIHKY 00'€KTa, BKJIIOUAIOUM B3a€MOJII 3 IHIIUMU €JIEMEHTaMu
rpu. Hampukiian, MokHa CTBOPUTH TMEPCOHAXKA, SAKUU pearye Ha Ail TpaBLsl: 3MIHIOE
CBIli CTaH, BUKOHYE aHIMallito abo 3amyckae TMeBHHMM clieHapid. (s TpaHCOpTHHX

3aco0iB Class Blueprints MoxxyTh peanizyBatu Gpi3UKy pyXy, KEpyBaHHS Ta B3a€EMOJIIIO 3
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JTOBKULISIM. 3aBISKH IMIMPOKUM MOXKIUBOCTsM kactomi3zartii Class Blueprints ctaroTh
OCHOBHUM I1HCTPYMEHTOM JJii CTBOPEHHS ITPOBMX MEXaHIK 1 HANOBHEHHS CBITY
JTUHAMIYHUMU €JIeMEHTaMHU.

Widget Blueprints cipsimoBani Ha po3poOky iHTepdeiicy kopuctyBada (Ul), mo €
OJIHUM 13 KPUTHUYHHUX aCMEKTIB OYyIb-IKOi I'pH. [HTYITHBHO 3pO3yMiNnHii 1 BI3yaJIbHO
npuBaOIMBUi 1HTEepdelc 3HA4YHO MoKpamrye nocBig rpasisg. Widget Blueprints
JI03BOJISIIOTh CTBOPIOBATH KHOIKM, IIKAJTH 3[0POB'S, MEHIO, J1aJIOTOBI BiKHA, KApTH Ta
i1 enemeHTH Ul [HTErpariis iux eI1eMeHTIB 3 IrPOBOIO JIOT1KOIO 3/1HCHIOETHCS JIETKO,
ockiibkn Widget Blueprints mMoxyTh oOMiHIOBaTHCS AaHMMHU 3 1HUMU Blueprint-
cucremamu. Hampukias, mkana 370poB'ss MOXKE JTUHAMIYHO 3MIHIOBATHUCS BIJIIIOBIIHO
JI0 TIOTOYHOTO CTaHy MEpCOoHa)ka, a0 1HAUKATOp 3aB/IaHb OHOBIIIOBATUCH Y PEATHHOMY
yaci 3aJ1eKHO Bij IPOrpecy rpabIis.

Animation Blueprints BUKOPUCTOBYIOTbCS JUIsI  YIPABIIHHS — aHIMAIliIMHU
nepcoHaxiB 1 00'exkTiB. BoOHM J103BOJISIIOTH 3a1aBaTy MOCTIAOBHICTD Jii, IEPEMUKATUCS
MDXK PI3HUMH CTaHAMHM aHIMaIlii Ta CHHXPOHI3YBAaTH iX 13 irpoBoto Jorikor. Hanpuknan,
Animation Blueprints mMoxyTh 3a0e3leuyBaTH IUIABHICTh IMEPEXOJy MIX XOJb00I0,
0iroMm 1 ctpubkoM nepcoHaxa. Kpim toro, et tun Blueprint 1o3Bossie pearyBatu Ha
Pi3HI IrpOBI MOJIT: aHIMAIlIS ATAKU MOXKE 3aITyCKATHUCS M1 Yac HATUCKAHHS KHOIKH, a00
MEPCOHAX 3MIHIOE TMO3UINI0 3aJISKHO BiJ KyTa oriisiay kamepu. Animation Blueprints
TaKOX MIATPUMYIOTH 1HBEPCHY KiHEMaTHKYy, 1[0 3a0e3Meuye pealiCTUYHICTh B3a€MO/IIL
MEePCOHAXKA 3 OTOYCHHSM, HANPUKIIAA, aIalTallil0 PyXiB J0 MOBEPXOHb PI3HOI BUCOTH
YU HAXHITY.

BaxnuBo 3a3HaunTH, 1m0 BCl 11 TUnu Blueprints MoXyTh B3a€MOAISTH OJMH 3
OJIHAM, YTBOPIOIOYM KOMIUIEKCHI cucTteMu. Hampukian, Animation Blueprints MoxyTb
orpumyBatu AaHi Bim Class Blueprints nns 3anmycky animariii, a Widget Blueprints
MOXYTh miepenaBatu iHpopmaiito 10 Level Blueprints mist BimoOpaskeHHsI Tiporpecy
rpaBIls HA piBHI. Takui MiAXiA JO3BOJSIE MIATPUMYBATH MOIYJBHICTh Y MPOEKTI, 1110
MOJIETIIY€e OOCTYTrOBYBaHHA Ta PO3IMIMPEHHS (DYHKIIIOHAY TPH.

VY3aranpHioroun, cucrema Blueprints y Unreal Engine 4 € Haa3Bu4aiftHO THYYKUM

THCTPYMEHTOM, 1110 J03BOJISIE CTBOPIOBATH 1HTEPAKTUBHY ITPOBY JIOTIKY Ha OYlb-SIKOMY
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piBH1 aertamizauii. PisHomaniTTs TumiB Blueprints nomomarae omtumiszyBatu poOouuit
IPOIIEC, PO3AUIAIOUN JIOTIKY Ha BIAMOBITHI KaTEropii, 0 CHpOIIye pO3pOOKY HaBITh
IUI1 BENIMKUX KOMaH[. 3aBasku IboMy iHCTpymeHTy Unreal Engine 4 3anumiaerscs
OJIHIEIO 3 MPOBIAHUX TUIATGOpPM JUIsT pO3pOOKM Bimeoirop Ta iHTepakTHUBHUX 3D-
JTOJATKIB.

Cuctema Blueprints 06a3yerbcsi Ha rpadigyHomy i1HTEepdeiici, A€ OCHOBHUMU
KOMIIOHEHTaMHu € By3J1H (nodes), siki 3’€IHYIOTBCS MK CO00I0, YTBOPIOIOYH JIOTIYHI
OJIOKH.

OCHOBHI TUIIN BY3JiB:

1. Event Nodes — iHimiroroTh BHKOHaHHS JIoTiku. Hampukman, Event Begin
Play 3amyckaeTbcsi, KoM 00'€KT 3’ SIBIISIETHCS Y TPi.

2. Execution Nodes — BUKOHYIOTh KOHKpPETHI Mii, Taki SK MepeMillleHHS

00’€KTa, BIITBOPEHHS 3BYKY 200 BUKJIUK (DYHKIIII.

3. Variable Nodes — 30epiratots gaHi (IO3UIlSA, MIBUAKICTH, KUIBKICThH
KUTTIB).
4, Flow Control Nodes — ympaBisitoTh MOTOKOM BHKOHAHHS 4Yepe3 YMOBHI

orepatopu (Branch, For Loop, While Loop).

CTBOpeHHs IHTEPAaKTUBHOCTI 3a onomoroto Blueprints

1. OO6po6xka noxiii. Blueprints 103BoJsie CTBOPIOBATH MOJIT, K1 AKTUBYIOTHCS
B3aeMOJIi€r0 TpaBisd. Hampukias, Ko nepcoHaxk MiAXoauTh A0 IBEepeil, BOHM MOXYTh
aBTOMaTH4YHO BimunHUTHUCS. Lle peanizyerbes uepes Event Overlap, sikuit epesipsie, uu
YBIMIIIOB 00'€KT 10 TIEBHOI 30HU TpUTEPA.

2. B3aemonis 3 o0’exkramu. Jlng iHTepakTUBHOCTI Yy 3D-cepemoBuinax
BAXJIMBO CTBOPHUTH MOJKJIMBICTH B3aeMoOii 3 00'ekramu. Hampukiam, Koiau TpaBelb
HaTuckae kiasimy «E», cucrema Blueprints Moxke 3amycTUTH aHIMALIO MIAHATTS
npeaMera.

3. Ckpunty ansi irpoBUX MexaHIK. MokHa HanamTyBaTH (Ii3UKy pyxy
NEPCOHAXKA, CTBOPUTU MeEXaHIKy OO0 a0o cucTeMy I1HBEHTaps, BHUKOPHUCTOBYIOUHU

Blueprint Functions Ta Variables.
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4, Jlunamiuyna 3MiHa cepemoBuiia. Blueprints m03BoJsie  CTBOpIOBATH
CepeIoBHINA, SKI 3MIHIOIOTHCS 3aJIeKHO BiJ il rpaBus. Hampuxman, sKmo rpaBers
aKTHBYE BaXiJib, 116 MOXKE€ 3MIHMTH pO3TalllyBaHHSA O0’€KTIB a00 3allyCTUTU HOBHUH
CIICHApIiH.

[Tpuknanu Bukopuctands Blueprints y 3D-cepenoBuiax

1. Cucrema niBepet 13 kitouaMu. {7151 CTBOpEHHSI IHTEPaKTUBHUX ABEPEH y rpi

MO>KHA BUKOPHUCTATU TPUTEPU Ta 3MIHHI:

o [lepeBiputH, 4n Ma€ rpaBelb KIHOU.
o SIKmIo Tak, BUKOHATH aHiMallito BiquuHeHHs nBepeit uepe3 Timeline Node.
2. Junamiune ocBiTiaeHHs. Blueprints q03Bosisie 3MIHIOBAaTH IHTEHCHUBHICTH

OCBITJICHHSI B PEaJIbHOMY 4aci 3aJ€KHO BiJl 4acy nobu abo maiil rpaBus (Harpukiaji,
aKTHUBALIS JIIXTAPS).

3. Cucrema norogaux edektiB. BukopucroByroun Event Begin Play, moxxHa
CTBOPUTHU €(PEKT J0ITLY a00 CHITY, SIKUI 3MIHIOEThCS 3aJIEKHO BiJ] I'POBUX YMOB.

[lepeBaru Bukopuctanus Blueprints:

1. [Ipoctota y Bukopuctanti. Blueprints 3HayHO 3HMIKYE TOPIT BXOIY Yy
po3poOKy. st poOOTH 3 HUMHU HE MOTPIOHO 3HATH TEKCTOBI MOBU MPOTPaMyBaHHS, 1110
POOHTH X 11cTbHUM BHOOPOM JIJISI IIOYATKIBIIIB.

2. [IBuakuii MpOTOTUMIHT. 3aBAsKK Bi3yanbHIN mpupoai Blueprints moxHa
IIBUJIKO CTBOPIOBATH 1 TECTYBATH IrPOBI MEXaHIKU 0€3 BUTPAT HA HAITUCAHHS KO .

3. ['myukicts. Hes3Baxaroun Ha cBo mpoctoTy, Blueprints mo3BosstOTH
peani3oByBaTH CKJIAJHI ITpOB1 ClieHapii 3aBASKU MIATPUMIN (PYHKIIA, MacuBiB Ta
LIUKJIIB.

4, [aTerparisa 3 TekcTtoBUM Koja0M. Blueprints MOXXyTh mpaifoBatu pa3om i3
C++ nanmsa CTBOpPEHHS CKIAMHIIIMX CHUCTEM, IIO TMOEIHYE Bi3yallbHy NPOCTOTY 3
MO>KJIMBOCTSIMH TTPOTPaMyBaHHS.

Cucrema Blueprints y Unreal Engine 4 € ogHuM 13 HaWMOTY>XHIIINX
IHCTPYMEHTIB JUIsl PO3POOKU IrpOBUX MEXaHIK, M0 MOEAHYE 1HTYITMBHO 3pO3yMUIMI
iHTepdeic 13 MUPOKUMU MOKIUBOCTAMU. OJIHIEIO 3 1i TOJIOBHUX MEpeBar € MpocToTa y

BukopucTtanHi. Ileit migxig ocoO0auMBO IIHHUK JUIs TOYATKIBI(IB, SIKI TUIBKU
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pPO3MOYMHAIOTh CBIA HUIAX y po3poOli Bineoirop. 3aBAsSKd Bi3yalbHIA MPHUPOIL
Blueprints kopucTyBadi MOXYTh CTBOPIOBATH CKJIAAHY JIOTIKY, HE BOJIOIIOYN 3HAHHSIMU
B TEKCTOBUX MOBax IporpamyBaHHsA. lle 103BoJiss€ 3HAYHO 3HU3HUTH MOPIT BXOAY B
rajy3b 1 CTUMYJIIO€ OUIbIIY KUIBKICTh PO3POOHUKIB JOJY4aTUCA O TMPOEKTIB,
BUKOPUCTOBYIOUH II€i1 IHCTPYMEHT.

[le oxuiero nepeBaroto Blueprints € MOXJIHMBICTH MIBUIKOTO MPOTOTUIYBaHHS. Y
TpaauIIHHOMY ITpOrpaMyBaHH1 po3po0Ka 1 TECTYBaHHS HOBUX ITPOBUX MEXaHIK MOXYTb
3aiiMaTH 3HAYHUI Yac, OCKIJILKY BUMAraroTh HAllMCaHHS KOy, MOTO HaJaro/pKeHHsS Ta
iHTerpauii. Blueprints, 3aBasku CBOiil Bi3yadbHIA MPUPOJIl, JO3BOJISIE CTBOPIOBATH
0a30B1 Bepcli IrpOBUX MEXaHIK 3a JIIYeH1 XBWIMHUA. Hanpukiaz, 1ogaBaHHs Tpurepa s
BIIKPUTTS JIBepeil abo 3almycKy KaTCIIeHM MO)Xe OyTH peasli3oBaHO Oe3lOocepeHbO B
peaaKkTopl 3a JOMOMOTOI0 MPOCTUX BY3iiB. Lle 3abe3neuye He JMille €KOHOMIIO 4acy,
ajle W Jae 3MOry EKCHEpUMEHTYBAaTH 3 1J€iMHU, HIBUAKO BIACIBAIOYM Ti, IO HE
BI/IMOBIIAIOTH OYIKYBaHHSIM.

[Toripu cBoro mpoctoty, Blueprints 3a06e3neuytoTh BUCOKY THYYKICTh Yy POOOTI.
[e#t iHCTpyMEHT miaTpUMy€e 0a30B1 MPOrpaMHi KOHCTPYKIIii, Taki K (yHKIIIi, MaCUBU
ta 1ukiau. Lle no3Bonsie peani3oByBaTH CKJIaJHI ITPOBI1 CLIEHApIi, SIKI BPaxOBYIOTh
MHOXMHHI B3a€MOJii MDK O00'€ekKTamMu, yMOBM Ta cTaHu Tpu. Hampukman, moxxHa
CTBOPUTU CHUCTEMY, SIKa TEpEeBIps€ KUIbKAa yMOB JJisi aKTHBAIlli MEBHOTO CIICHAPIIO,
TaKHUX K JOCATHEHHS I'PaBIEM NIEBHOTO PiBHS, HASBHICTh Y HOI'O HEOOXITHUX PECYpPCiB
9yl BUKOHaAHHsA TieBHOI nii. 3aBmsgku 1boMy Blueprints craroTh edeKTHBHUM
IHCTPYMEHTOM HaBITh JJIsl JIOCBIIYEHUX PO3POOHUKIB, Kl MParHyTh CIIPOCTUTH CBOIO
po0OTYy, HE BTpayarouu (PyHKIIOHAIBHOCTI.

IaTerpamiss Blueprints i3 TekcTtoBuM kojgoM Ha MoBI C++ BigKpuBae HOBI
MOXJIMBOCTI JiJi1 po3poOHUKiB. Xoua Blueprints 4uynoBo miaxoAsTh MJisl OUIBIIOCTI
3aBlaHb, € CHUTyallli, KOJW TOTpIOHA BHUCOKA MPOAYKTHBHICTH a00 JOCTYIN [0
HU3BKOPIBHEBUX (YHKITINA ABUKKA. Y TaKMX BHUITQJIKaX MOkHa komOiHyBatu Blueprints
i3 C++, BUKOPUCTOBYIOUH Bi3yaJbHUI CKPUNTHHT JUIS IIBHIKOTO MPOTOTHITYBAaHHS Ta
pO3poOKK 0a30BOi JIOTIKH, a TEKCTOBHM KOJ — IS CTBOPEHHS OINTHMI30BaHUX 1

CKIagHuX cucteM. Hampuknan, ckiiaqHui MTYYHUN 1HTENEKT a00 (i3MYHA CUMYJISLIS
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MOXYTh OyTu HamucaHi Ha C++, TOAl sIK IXHs 1HTerpauis 3 IHIIUMHU acleKTaMH Ipu
3MIHCHIOETRCS epe3 Blueprints.

BaxxnmuBoro nepeBaroro Blueprints € iXHs posb y KOMaH iHIM poOoTi. BizyansHuii
MIX11 10 CTBOPEHHS JIOTIKH J03BOJISIE YYaCHUKaM KOMAaH]IH, sIKI HE MAaOTh TEXHIYHOTO
JOCBIY, Kpalle PO3yMITH CTPYKTYPY MPOEKTY Ta MPOMOHYBATH CBOI 171ei. XYT0KHHUKH,
Jv3aiiHepu pIBHIB a00 HABITh MEHEKEPH MOXKYTh JIeTKo neperiisaaatu Blueprints, o6
3pO3yMITH, SIK TMpAIlOe TOW 4M 1HIIMK MexaHi3M. lle 3HauHO cmpolye KOMyHIKaIlito
BCEPEIMHI KOMaH]IU Ta POOUTH MIPOIIEC PO3POOKH OUIBIII MPO3OPHUM.

Oxkpim 1poro, Blueprints i1eanbHO MAXOASTH AJ1s1 HABYAHHS HOBadKiB. BizyanbHa
CTPYKTypa JI03BOJI€ IIBUJIKO ONAaHyBaTH 0a30Bl MPUHLMUIIK MMPOTPaMyBaHHs, TaKl SK
YMOBHI orepaTopu, IUKIM Ta QyHkii. [le cTBoproe minHUI QpyHIaMEHT At Iepexoay
0 OUIBII CKJIAOHUX MOB HporpamyBaHHs, Takux sk C++ um Python. Bbararo
HaBUYaJbHUX MatepianiB, poctynmHux mis Unreal Engine 4, opieHToBaHi came Ha
Blueprints, 1m0 poOuTh npoliec HaBYaHHS JOCTYITHUM JUIsl IIIUPOKOT ayTUTOPIi.

Takum uynHOM, BuKopucTaHHs Blueprints y Unreal Engine 4 3abesneuye
INIMPOKHUI CHEKTp mepeBar Jyuisi po3poOHMKIB Oyab-sSKOro piBHsS nocBiny. IIpoctora y
BUKOPHUCTaHHI, IIBUJIKICTh TPOTOTUITYBaHHS, THYUKICTb, IHTETrpaLis 3 TEKCTOBUM KOJIOM
1 MOXJIMBICTh KOMaHJHOT POOOTH pOOJIATH 1€l THCTPYMEHT HE3aMIHHUM Y Cy4acHId
irpoBiit iHAycTpii. 3aBasku Blueprints po3poOHUKN OTPUMYIOTH YHIKAJIbHY MOKJIUBICTD
MO€EHATH TBOPUYUNA MPOLIEC 13 TEXHOJOTTYHUMHU 1HHOBAI[ISIMH, CTBOPIOIOYH 3aXOILTIOI0Y1
ITPOBI CBITH.

Xoua cucrema Blueprints mae 6arato nepeBar, ICHYIOTb 1 I€BHI OOMEKEHHS:

1. MeH1a npoAyKTUBHICTb Y TOPIBHSHHI 3 C++ y CKIaJHUX MPOEKTAX.

2. TpynHomii B opraHizarfii BEJIMKOTO TPOEKTY — KOJH MPOEKT MICTUTh
Oarato By3JiB, Tpad CTae CKJIAIHUM JJI1 PO3YMIHHS.

Cucrema Blueprints y Unreal Engine 4 € moTyHUM 1HCTPYMEHTOM JIJIs1 pO3pOOKHU
iHTepaktuBHUX 3D-cepenopuin. BoHa 103BOIIsIE CTBOPIOBATH ITPOBY JIOTIKY MIBHIKO 1
0e3 CKJIaJIHOTO MpOTrpaMyBaHHS, IO POOUTH i1 BaXJIMBUM €JIEMEHTOM Yy pO3poOIli

Bijeoirop. Hespaxaroun Ha gesiki oOmexxeHHs, Blueprints i1eaqbHO MiAXOIUTD SIK IS
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IIBUJKOTO MPOTOTHUIYBAHHSA, TaK 1 JJii CTBOPEHHS MOBHOIIHHUX ITPOBUX MEXaHIK,

3a0e3MeYyI0ur THYUKICTh 1 TOCTYIHICTh AJIsl pO3POOHUKIB PI3HOTO PiBHSL.

2.3 Buxopucranus ¢GizsMuyHMX cCUMYJIsLii i peajJicCTUYHOIO peHAEePUHTY

VY cydacHux Bijeoirpax (i3uyHl CHUMYJSIII Ta PEATICTUYHUM pPEHIECPUHT
BIJIIrPArOTh KJIIFOYOBY POJIb, /K€ BOHH 3a0€3MEeUyI0Th MAaKCUMAJIbHE 3aHYPECHHS TPaBIIs
y BiptyaneHuii cBiT. Unreal Engine 4 (UE4) nagae po3poOHHMKaM MIMPOKHUA HAOIp
IHCTPYMEHTIB [JIsl CTBOPEHHSI pealliCTUYHUX €(eKTIiB, (PI3UKU B3aeMOAIl 00’€KTIB Ta
BHUCOKOSIKICHOTO PEHJIEPUHTY, 1110 JO3BOJISIE JOCSATTH BUCOKOTO PIBHS Bi3yasi3arlii.

@i3uuHI CUMYIISIIT 3a0€3MeuyloTh peajiCTUYHY TMOBEIIHKY 00'ekTiB y 3D-
CEpellOBUIL, BUKOPUCTOBYIOUM 3akoHU O¢i3uku. UE4 Mmae BOynoBanuii (pi3uyHuUil
Py, SKUW 03BOJISIE BIATBOPIOBATH Pi3HI (DI3UYHI SIBUINA, Taki fK TpaBiTaIlis,
31ITKHEeHHS, AedopmMallii Ta TUHaMiKa PiJIUH.

Unreal Engine 4 mnpomnoHye MmupoKuil HaOip IHCTPYMEHTIB MJIA CHUMYJISALII
GbI3UYHUX TPOIECIB, IO HAJA€ IHTEpaKTUBHMM 3D-cepemoBUINaM PEasiCTUYHOCTI Ta
JUHAMIYHOCTI. 3aBISKUM BOYIOBaHUM (PI3MYHUM CHUCTEMAaM pPO3POOHHUKH MOXKYTh
CTBOPIOBATH ITPOBI CBITH, SIKI BIAMOBIAAIOTH 3aKOoHaM (DI3MKH, a TAKOXXK MOJICIIOBATH
PI3HOMaHITHI B3a€MOJIii MK 00’ €KTamHu.

Onuum 13 kirovoBux acnekTiB (izuku B UE4 € cucrema Rigid Body Physics, mio
3abe3reuye CUMYJIAIII0 PyXy TBEpJAUX 00 €KTIB. Y 111 CUCTEeMI KOXKEH 00 €KT Ma€ CBOi
¢b13M4HI apaMeTpu, Takl sk Maca, TepTA Ta NpykHicTh. Hanpukian, 00’€KT 13 BETUKOIO
Macow Oyje majgatd mBUAIIE ad0 3aBIaBaTH OUIBIIOT IIKOJU MPHU 3ITKHEHHI, TOMI1 SIK
HU3BKUN KOe(DIMIEHT TEpTsS JO3BOJIMTH HOMY JIETKO KOB3aTh MoBepxHero. DizuuHi
Marepiajid, sIKi MO>XKHa 3aCTOCYBaTH JI0 OO0 €KTIB, JOJAIOTh JOJATKOBOTO peasi3my.
Hampuknazn, nepeBo mMaTume BUCOKUN KOe(IIIEHT TepTs, TOMl K MeTan Oyzae OibIn
KOB3KMM, a KaMiHb — MIIHIIMM. 3aBASKH IhOMY B3a€EMOJII MK 00 €KTamMu
BUTJISIAFOTH TIPUPOIHO.

IIle omniero BaxknuBoro ckiangoBoro € Cloth Simulation — cuctema, sika 103BOJISIE

MOJICJIIOBAaTH TMOBEAIHKY TKaHUH. Lle Moxke OyTH OJsr MepcoHaxiB, PyXomi Mparnopu
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ab0 HaBITh IITOPH, IIO KOJUBAIOTHCA Ha BITpl. CHcTeMa MIATpUMY€E HIUPOKUN Habip
napaMeTpiB IS HaJallITyBaHHs, BKIIIOYAIOYH >KOPCTKICTh, THYYKICTh 1 B3a€MOJIIO 3
IHITUMHA 00'€KTaMU YW CHJIaMH, HaIlpuKiIaa 13 BiTpoM. Hampukian, y rpi MoXKHa
CTBOPHUTH TIEPCOHAXKA 3 TUIAIIEM, SIKHA PEATICTUYHO PyXa€ThCs MpH OIry abo 3MiHIOE
dbopmy mia BIuBOM BiTpy. KpiMm Toro, BukoprctanHs ""cCkeneTiB" 103BOJISE TIPUB’A3aTH
TKaHWHY J0 KOHKPETHUX YaCTHH Tijia IepcoHa)ka, 1o 3a0e3rneuye rapMOHINHICTh PyXiB.
CuMymIis piiuH Ta YaCTHHOK TaKOXK € BakimBUM KommoHeHToM Unreal Engine
4. Inctpyment Cascade Particle Editor no3Bossie cTBOproBaTy Bi3yalibHi €PEKTH, TaKi SIK
MM, BOTOHBb, non] abo mwi. Hampuknazn, y ciieHi OMTBU MOXHA J0JAaTH BOTOHb 13
pPEANICTUYHUMHU SI3UKAMHU MOJIYM s 800 TYCTHI UM, KM 3MIHIOE€ (DOPMY 3aJI€KHO BIJ
HampsiMKy BITpY. Jljis OUIbII CKIAQMHUX 1 JAUHAMIYHUX €(EKTIB BUKOPHUCTOBYETHCS
cuctema Niagara, ska € cydacHow anbTepHatuBoro Cascade. Niagara mg03BoJIsIE
CTBOpIOBAaTH €(pEeKTH 3 I1HTEPAKTUBHOIO TMOBEIIHKOI, HAMPHUKIAA, YACTHHKH, IO
pearyroTh Ha pyX MepcoHaka abo 3MIHIOIOTH (POPMY ITiJT Yac 3ITKHEHHS 3 00'€KTaMHU.
Cuctema pyitnyBanb, a00 Chaos Destruction System, € 111€ OJIHI€I0 YHIKQJIBHOIO
moxmBicTio Unreal Engine 4. 1l TexHoOJOTisI J03BOJIIE CTBOPIOBATH pPEaNICTHUHE
pyliHyBaHHs OO0’€KTIB y peasibHOMYy uaci. Hampuknan, y rpi 3 0olOBUMH cClieHAaMU
rpaBellb MOKE 3pYHHYBATH CTIHY, MOOAYUBIIH, SIK 11 yJIaMKH MaJal0Th 1 B3a€MOJIIIOTh 13
3eMJIel0 YW IHmMUMH 00 ’ekTamu. Po3poOHMK Mae 3MOTy HajalTyBaTH pPiBEHb
Jeraizaiii pyiHyBaHb: BiJi BEIUKHX (PparMeHTIB 10 IpIOHOTO MUITY, 3aJIeKHO Bij
OTPeO MPOEKTY Ta MPOAYKTUBHOCTI arlapaTHOTO 3a0e3MeUeHHs.
[le oxniero BaxknuBowo ¢yHkKIiie € Physics Constraints, siki BAKOPUCTOBYIOThCS
JUIsl CTBOPEHHSI MEXaHI3MIB 1 CKJIaJJHUX cUCTEM pyxy. Lle moxxe OyTu Mozenb JBepen,
o o0epTaloThCAd Ha TMETIAX, a00 IMABICHHM MICT, SKHMH KOJIMBAETHCS IIiJ] Baroro
nepcoHaxa. Constraints Tako 3aCTOCOBYIOThCS IS CTBOPEHHS BaXKEJIIB, JIAHITIOTIB 200
HaBITh ABTOMOOUIRHHUX MEXaHI3MIB, IO POOUTh iX KOPHUCHUM I1HCTPYMEHTOM JIJIst
PO3pOOKH 1HKEHEPHUX UM MPUTOJHUIIBKUX irop. Hampukmnam, y rpi MOXHA CTBOPUTH
TOJIOBOJIOMKY, JI€ BaXK1JIb IPUBOAMTH Y PYX MEXaHI3M, BiIKDUBAIOYH IILISX JIJIS TPABIIS.
Yei 1w ¢i3uyHI CUCTEMH JO3BOJISIIOTH PO3POOHMKAM CTBOPIOBATH  OUIBII

3aXOIUIIOKYl 1TPOB1 CBITH, SIKI BUIISAAIOTH 1 TMOBOJSTHCS PEATICTUYHO. 3aBISKU
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THYYKOCT1 HaJaIITyBaHb 1 iHTerpaiii 3 inmumu iHctpymentamMu Unreal Engine 4 ctae
MOTYXXKHUM 3aco00M I pearizamii HaicMminuBimuX ixei. HesanexxHo Bim Toro, 4u 11e
CIleHa eMiYHOi OWTBM 3 MacCIITaOHUMHU PYWUHYBaHHSMHU, YU JETAIBHUN CHUMYJISTOP
omsary, ¢izuuni moxkauBocti UE4 3a6e3neuyioTh HEOOXiAHY TIHMOMHY I1rpOBOTO
poliecy.

Peanictuunuit penaepunr y Unreal Engine 4 (UE4) € ki11040BOIO CKJIaJ10BOIO JIJIs1
CTBOpeHHs Tpadiku KiHeMaTorpadiuHOTo piBHS, sIKa MOXKE 3aJOBOJBHUTH HAMBHILI
BUMOTM Cy4YacHOi IrpoBoi 1HAaycTpii. 3aBasku BukopuctanHio Physically Based
Rendering (PBR) i cyuacHux anroput™miB ocBiTiaeHHsT UE4 3a0e3meuye TOUHY IMITALIII0
(b13MYHUX BIACTUBOCTEH CBITIIA 1 HOTO B3a€MO/IIi 3 MaTepiajaMu BipTyaJbHOIO CBITY.

Texnonoria PBR (Physically Based Rendering) € ocHOBOIO cucTeMu peHIEepUHTY
B UE4. Bona no3BoJisie CTBOpIOBAaTH Marepiaiu, sIKI PEaliCTUYHO pearyiTh Ha
OCBITJIEHHS] HE3QJIEXKHO B1J] yMOB cleHu. OcHOBHUM MiaxoaoM y PBR € Bukopucranus
TEKCTYPHUX KapT JJI1 MOJICTIOBaHHS BIACTUBOCTEH Martepiany. Hampukiaz, kapta Base
Color Bu3Hauae 6a30BUil KOJIIp NOBEPXHI, ToAl sIK Roughness BianoBigae 3a MOPCTKICTb
MOBEPXHI, 110 BIUIMBAE HA TE€, HACKUIbKU PO3CISHUMH OyIyTh BiaOuUTTs cBiTia. Kapra
Metallic 3amae meTajieBi BIACTUBOCTI, IMITYIOUH, SIK TIOBEPXHS BIJIOMBAE CBITIO,
BJaCTHBE MeTalaM. 3aBlIsSKM LUM KapTaM pO3pOOHUKH MOXKYTh CTBOPIOBATH
peaicTUYHI MaTepiaiv, TakKi SK MeTal, JepeBO, TKAaHWHA YU CKJIO, SKI aBTOMATHYHO
aJanTyIOThCs 10 PI3HUX YMOB OCBITJICHHS.

Opnum 13 HakOeImMX gAocarHeHb UE4 € miaTpuMka TUHAMIYHOTO OCBITJICHHS.
s ¢pyHKIIS AO3BOJIAE CBITIOBUM JKepesiaM 3MIHIOBATH CBiil BIUIMB Ha CLICHY 3aJI€KHO
BIl pyXy OO'€KTIB 4M 3MIHHM MOJOKEHHS KaMepu. PO3pOOHHMKM MarTh Yy CBOEMY
PO3MOPSKEHHI JIeKIJIbKa TUIIIB JKEPEIT CBiTNa, Takux sk Directional Light ays imiTarii
conis, Point Light mis ToukoBUX JKepen (HampuKiIan, JaMmodku), 1 Spot Light s
CHPSMOBAHOTO CBITJIA, AK Yy MpOXKeKTopa. [[is CTBOpeHHS ApaMaTHYHMX CHEH 13
MPOMIHHSM CBITJIa Y TOBITPI BUKOPUCTOBYeThbCst Volumetric Lighting, skuit nomae
00'eMy OCBITJICHHIO, 3a0€3IeuyI0uH €PEKT pealbHUX CBITIIOBUX MPOMEHIB.

[Ile omgHi€IO BAXKIIMBOIO CKJIAJ0BOIO PEHIEPUHTY € TiobansHe ocBiTieHHs (Global

[llumination). Ilelt migxig MoJeI0€, SK CBITJIO BIIOWBAETHCS BIJ TMOBEPXOHb,
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ocBiTimoroun iHIN 060’ektu B cueHi. Unreal Engine 4 BHUKOPHCTOBYE TEXHOJOTIIO
Lightmass, sika momepeaHh0 OOYHCITIOE TI0OATbHE OCBITIEHHSA, 100 3a0e3MmeynTH
TOYHY IMITaIlit0 BIIOUTTIB CBiTJIa. Hampukias, Ko y CIieH1 CBITJIO Naja€e Ha CTiHY, TO
fioro BiMOUTTS Oyne BIUIMBATH HA KOJILOPU 1 OCBITJIEHHS CYCiIHIX 00'€KTIB, TOAAI0YU
CIIEHU IITMOMHU Ta PEaTICTUIHOCTI.

Screen Space Reflections (SSR) € mie onHi€l0 MOTY)KHOIO TEXHOJOTIEIO, sKa
BukopuctoByeTrbecss B UE4. Bona 3a0esnedye CTBOpEHHS peasiCTUYHUX BIJOWTTIB Ha
MOBEPXHAX, TAKUX SIK BOJIA, CKJIO YA METaJIeBl MpeaMeTH. 3aBasgku SSR HaBITh HEBEJIUKI
JieTanl, Takl K KparmJl JOIly Ha BIKHI YW BIJIOJIMCKM Ha IIOJOMI MEpCOHaXka, TOAAI0Th
pPEaNiCTUYHOCT] 1IrpOBUM clieHaM. Xoua SSR BHMarae mopiBHSIHO HeOarato pecypcis,
BOHO Ma€ MEBHI OOMEXEHHS — HAMpPUKIIAJl, MPAIIO€ JIUIIE i1 00 €KTIB, BUIUMUX Y
KaJpi.

Hnst crBopenHs rpadiku HaiiBumoro piBHg Unreal Engine 4 migrtpumye
texHosorito Ray Tracing, sika € mpopuBOM y CHUMYJSIII OCBiTIeHHs. TpacyBaHHs
MIPOMEHIB JI03BOJISIE OOYMCITIOBATH, K CBITJIO PYXA€ThCS y MPOCTOPI, BPaXOBYIOUH HOTO
BIJIOUTTS, 3aJJOMJIGHHS Ta po3citoBaHHs. lle 3a0e3medye mMakCUMallbHO pealicTUYHY
IMITaIlit0 B3aEMOJI1 CBiTIa 3 00’ exkTamu. Hanpukiaa, mpo3opi Matepialid, Taki siK CKJIO,
OyIyTh KOPEKTHO 3aJJOMJIIOBAaTH CBITJIO, CTBOPIOIOYM e(EeKTH, CXO0XI Ha Ti, 10 MH
crioctepiraeMo B peanbHOMY KuTTl. Ray Tracing TakoXX 03BOJIIE CTBOPIOBATH
BHCOKOSIKICHI TiH1, SIKI TOYHO BiJJOOpaKar0Th CKJIaJIHY TEOMETPIIO CLICHHU.

KomOiHarisi 1iux TexXHOJIOTiN 3a0e3rnedye MOTYXHUW HaOlp 1HCTPYMEHTIB IS
JOCSITHEHHsI Bpaxarouoi rpadikud. Hanpuknan, y ciieHax 13 MICBKUM MeH3aKeM,
OCBITJICHUM BYJIMYHUMH JIIXTApSIMHU, MOKHAa BUKOPUCTOBYBATH JIMHAMIYHE OCBITJICHHS
JUTsl CTBOPEHHS €(PeKTy pyXOMHUX TiHEH, rio0anbHe OCBITIACHHS JJIS IMITAIlil BITOUTTIB
BiJ (hacaniB OyaiBenb 1 Ray Tracing s meranizaiii BITOMTKIB y KajlloKax Ha J0PO3l.
VYce 1e mpamioe B yHICOH, 3a0€3MEUyl0Yd MaKCHUMAaJlbHO PEATICTUUHUN Bi3yalbHHIM
JIOCBII.

Takum uymHOM, peanictuuHuil penaepunr B Unreal Engine 4 — 1e He mpocto
HaOlp OKpEeMHX TEXHOJIOTiH, a IHTEeTpOBaHAa CHCTEMa, siKa JO03BOJISIE PO3POOHUKAM

CTBOPIOBATH BIpTyajbHI CBITU 3 HEMEPEBEPILICHOI ACTANI3AIEI0 1 PEaTICTUYHICTIO.
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3aBasxu TakuM pynkuisM, sik PBR, rmo6ansue ociTienns, SSR 1 Ray Tracing, Unreal
Engine 4 crtae BuOOpoM HOMEp OAWH M PO3POOHUKIB, SIKI MParHyTh JOCATTH
KiHeMaTorpadiyHoi IKOCTI rpadiku.

[Toemnanus (PI3UYHUX CUMYNALIN 13 PEaTICTUUHUM PEHACPUHTOM A€ 3MOTY

CTBOPIOBATH 3aXOILIMBI IrpoBi ciieHW. Hampukia:

. [TaminasS 00'€KTIB 13 PEATICTUYHUM PYXOM 1 TIHSIMHU.
. Bin6uTTs cBitia BiJ po30UTOro ckjia ado Kaltox.
. Cumyndmiss TOroad, Takoi sAK jgoul 13 (QI3MYHUMH  KparuisiMH — Ta

peaTiCTUYHUM OCBITJIICHHSIM.

[lepeBaru Bukopuctanusa Unreal Engine 4:

1. [IponyktuBHicTh. HaBiTh CkIaAHI CUMYyNAIIT Ta peHACPUHT T00pe
ONTHUMI30BaH1 JUIsl Cy4aCHOr0 OOJIaIHAHHSL.

2. IaTerparia texnomnoriii. UE4 miarpumye Bci etanu: Bij ¢i3M4HUX €dEKTIiB
710 PeHJIEpUHTY, 3a0e31euyroun oe3nepepBHUN poOoumil mpoiiec.

3. Kpocnnargopmenict. Di3uyHi cuMyIsLii Ta Bi3yaldbHl €PEKTH MOXKYTb
mpaifroBatu Ha pizHuX miatdopmax — [1K, koHCOMSX Ta MOOUIBHUX MIPUCTPOSIX.

4, InTepakTuBHICTE. Yci e(eKTH MOXYTh pearyBaTH Ha [ii rpaBlsd, IO
M1JBUIILYE PIBEHb 3aHYPEHHS.

Unreal Engine 4 wHagae mNOTYXHI IHCTpYMEHTU g peam3amii (pizuaHux
CUMYJISIIIA 1 pealicTUYHOrOo peHaepuHry. L1 TexHosorii 3a0e3neuyroTh TJIHOUHY,
pEaNTICTUYHICTh Ta IHTEPAKTUBHICTH cydyacHux 3D-cepenoBui y Bineoirpax. [loeqnanns
¢13uku Ta PBR-matepianiB poouts Unreal Engine 4 ogHum 13 Halikpauux BUOOpPIB AJis

PO3POOHUKIB, SIKI MPArHyTh CTBOPIOBATH YHIKAJIBHUI 1rPOBUI TOCBI/I.

2.4 Hiaxin no ontumizauii 3D-cepexoBuiin

OnTuMizaliisi € KIFOYOBUM eTaroM po3poOku 3D-cepenosuin y Bigeoirpax. Bona

3a0e3neuye MmiIaBHy poOOTY IpH Ha Pi3HUX MIATHOPMaX, 3HIKYE CIIOKUBAHHS PECYPCIB

1 rapaHTye BUCOKY HpPOAYKTHBHICTb HaBITh Y BEJIMKHX, CKJIagHuX cueHax. Unreal
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Engine 4 (UE4) namae po3poOHUKaM HIMPOKUN HAOIp 1HCTPYMEHTIB Ta METOMIB AJis
JOCATHEHHS ONITUMAIBHOTO OamaHCy MiX SIKICTIO Tpadiky Ta MPOAYKTUBHICTIO.

Ontumizamniss 3D-cuieH y Tpolieci CTBOPEHHS 1HTEPAKTUBHHUX CEPEIOBHUILl €
KIIOYOBHM AaCIIEKTOM, IO J03BOJSE 3a0€3MEUUTH BHUCOKY MPOAYKTUBHICTH 1 SKICTh
rpadiku. Unreal Engine 4 Hamae mupokuil HaOlp IHCTPYMEHTIB Ta METOJIB JIJIst
ONTHUMI3allii, sIK1 JOMOMaralTh 3HU3UTH HAaBAaHTAKEHHS Ha arapaTHe 3a0e3nedyeHHs 0e3
BTpaTH Bi3yaJIbHOI AKOCTI. OTHUM 13 HAMBAXIIMBIIINX ACTIEKTIB € 3MEHIIICHHS KiJTbKOCTI
MOJITOHIB Y MOJENAX, a/pKe iX HaAMIpHA KUIBKICTh MOXKE CYTTEBO BIUIMHYTH Ha
NpOAYKTUBHICTb. [lomronu ¢opmyroTe ocHOBY Oynb-akoro 3D-00’exkta, TOMY
ONTUMI3allls MOJITOHAJIbBHOTO HABAaHTAKEHHS € 0a30BOI0 3a7a4yero sl PO3POOHUKIB.
3actocyBanHns TexHounorii Levels of Detail (LOD) no3Bossie cTBOproBaTH Kijibka BepcCiit
MOJIeJIl 3 PI3HOO KUIbKICTIO NoJiroxiB. Lle mae 3Mory BigoOpaxatn 00’ €KTH 3 BUCOKOIO
JeTal3alli€l0, KOJM BOHU 3HAXOAATHCS OJIM3bKO JO KaMmMepu, 1 BUKOPHCTOBYBATH
CIOpOIIEHI MOJeNl Ha BiAJAJCHUX JAUIAHKaX creHu. [HcTpymeHnT Simplygon,
inTerpoBanuii y UE4, aBroMatusye nporiec redepauii LOD, o cyTTeBo cKOpodye yac,
HEOOX1THUM JJIs MiITOTOBKU aKTHBIB.

[Ile oqHMM BaXJIMBHUM KPOKOM B ONTHUMI3allii € 3MEHIICHHS Bard 1 po3iabHOT
3IATHOCTI TEKCTYp, aJPKe TEKCTypH 3aiiMaloTh 3HAYHY YaCTUHY Mam'sTi TpadidHOTO
mpoliecopa Ta BIUIMBAIOTh HA 4Yac 3aBAaHTAXKEHHS CIIEHU. 3aBASKW TexHojorii Texture
Streaming, Unreal Engine 4 3aBaHTa)xye Juie Ti TEKCTYPH, sIKI HOTPAIUISIIOTH y TOJIE
30py kamepu. Lle 3HmKye KITbKICTh PECYPCIB, 110 BUKOPUCTOBYIOTHCS OJTHOYACHO. J{7st
nanekux OO0'€KTIB PO3POOHUMKH MOXKYTh 3aCTOCOBYBATH TEKCTYpU 13 MOHUKEHUM
PO3UIMPEHHSIM, 30€epiralouu Npu UbOMY Bi3yallbHy IpUBaOIuBICTh. Kommpecis TeKcTyp
13 BUKOPUCTAaHHSM cydacHuX ¢opmariB, Takux sk DXT abo ASTC, 3MmeHnmrye po3mip
(aiiniB, HE MOTIPUIYIOYU SAKICTh 300pa)KeHHS, IO 3HAYHO MOJICTIIYE 3aBaHTAKCHHS
BEJIMKUX CLEH.

Marepianu, ki BH3HA4YalOTh 30BHINIHIN BUTJISAI TOBEPXOHb 00’ €KTIB, TaKOX
BIJIMBAIOTh HA MPOAYKTUBHICTh. Y KOXKHOI MOZEN MOKe OyTH KulbKa MaTepianiB, 1
KOXEH 13 HUX BHUMAara€ OKpeMOTO BUKIHWKY J0 T'padiqHOro Mmporecopa, mo 30UIbIIye

HAaBaHT&XKE€HHA Ha cuctemy. Ilo0 yHUKHYTH 1BOTO, pO3POOHHUKH MOXKYTh
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BUKOPHCTOBYBaTH yHIBEpCajdbHI Marepiaid, sKi JIO3BOJISIIOTh HAaJAallITOBYBATU
napaMeTpH JUIsl pi3HUX O00'€KTIB, 3MEHIIYIOYH KIJIBKICTh YHIKaJbHUX Martepiams. Llle
OJIMH METOJ] — O0'€IHaHHS TEKCTYp Y atiliacu TeKCTyp (texture atlases), mo mo3BoJsie
30epiraTé Kiibka TEKCTyp B ofHomy (aiimi. lLle 3MeHmIye KimbKicThb BHUKJIHKIB 1
MIJBUIIYE TPOAYKTUBHICTh, OCOOJMBO B CKJIQJHUX CIICHAX 13 BEJIMKOIO KiJIBKICTIO
JIpiOHUX 00'€KTIB.

PeanmictuuHe OCBITIIEHHS Ta TiHI € BaXJIMBUMH €JIEMEHTAMH, aJl€é BOHU TaKOX
MOXYTh OyTH Haa3BuyaitHo pecypcomicTkumu. UE4 mpomnonye pi3Hi MIIXOAU IS
ontumizauii Mux npoueciB. Hanpukman, njisi HEpYyXOMHUX OO’€KTIB OCBITJIICHHS MOXE
OyTu po3paxoBaHe 3azfajerigp 3a gonomororo Static Lighting, 1m0 3Ha4YHO 3HMXKYE
HABAHTAXKEHHA HA CHCTEeMY IIiJl yac rpu. it pyxoMux 00’€KTiB MOXKHA HaJIAIITyBaTH
AKICTh 1 paJilyC JUHAMIYHUX TIHEH, 10 J0MOMAarae 3HaiiTu 0ajaHC MK pEaTiCTUYHICTIO
Ta MPOAYKTUBHICTIO. Bukopucranna Lightmass no03Bossie monepeaHbo 0O0YUCIIOBATH
rJ100aJIbHE OCBITJICHHS, CTBOPIOIOYM M SIK1 M PpUPOJHI TiHI 6€3 MOoTpedu B pealbHOMY
yaci 00poO0IsTH CKIIa/IHI CBITIIOBI B3a€MO/II.

3MEHIIIeHHs KUTBKOCTI BUKIUKIB 10 Tpadiunoro mnporecopa (Draw Calls) € me
OJIHUM KPUTHYHUM acnekToM ontuMizalii. KoxkeH 00'eKT CIieHH BUMarae€ OKpemMoro
BUKJIMKY JIJIS1 BiTOOpakeHHs, TOMY O0'€ JHAHHS CYCIJIHIX O0'€KTIB Y €IMHI TPYNHU MOXKE
CYTTE€BO CKOPOTUTU KUIBKICTh TaKMX BUKJIMKIB. JIJIsi BEIUKUX CIIEH 13 MIOBTOPIOBAHUMHU
eJIeMEHTaMH, TaKUMU SIK JIepeBa, Kylll 4Yu OyliBeNbHI OJIOKH, BUKOPUCTOBYETHCS
Instanced Static Meshes, 1m0 103BoJIsI€ CTBOPIOBATH KOIii 00’€KTIB 13 MiIHIMAJIbHUMU
BUTpaTaMu pecypciB. [HcTpymenTH, Taki gk Frustum Culling, aBToMaTHYHO BUMUKAIOTh
00’€KTH, SIKI 3HAXOIATHCS IM03a MOJEM 30py KamepH, 3a0e3leuyrdH, IO pPecypcH
BUTPAYAIOTHCSA JIUIIIE HA TE, III0 OAYUTh TPABEIL.

OnTuMizanisi € HEBIIAUIBHOI YaCTUHOIO Mpollecy cTBopeHHs 3D-cepenoBui,
aJKe HaBITh HallKpacuBiIlla CIIeHa BTpAvya€ CBOIO I[IHHICTb, SKIO BOHA MOTAHO TPAIIOE
Ha KIHIIEBUX TPHUCTPOSX. ['paMOTHE BUKOPHUCTAHHS MOJITOHIB, TEKCTYp, MaTepialiB i
OCBITJICHHSI JOMOMAarae JOCSIITH HaWBHINOI MPOJYKTHUBHOCTI O€3 KOAHUX IMOMITHHX

BTpaT y SKOCTI. 3aBASKHU MOTYXHUM IHCTpymeHTam 1 meroaam Unreal Engine 4
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PO3POOHUKH MAarOTh yce HEOOXiTHEe /JIsi CTBOPEHHS BUCOKOSKICHHMX, ONTHMI30BAaHUX
CIICH, SIK1 MPAIIOIOTh TUIABHO HABITh HAa MPUCTPOSX 13 OOMEKEHUMHU PECYPCAMHU.

OnTtumizanis ¢izuyHux cumysii y cepegosuiii Unreal Engine 4 € kimouoBuM
3aBIaHHSAM [JI1 CTBOPCHHS TMPOAYKTUBHUX Irop, IO BUMAaraloTh pPEaiCTUYHOTO
MOJICTIOBaHHSI TOBEIIHKH 00’€KTiB. BukopuctanHs (I3UYHUX CUMYIISIINA J03BOJISE
pO3pOOHUKAM CTBOPIOBAaTH JMHAMIYHMM 1 1HTEPAKTUBHUU CBIT, OJHAK Il CHUMYJISIIIL
MOKYTh 3HAYHO 30UTHIIYBAaTH HAaBAaHTAXCHHsS Ha amapaTrHe 3a0e3nedeHHs, 0COOJIMBO
SKIIO BOHU HE onTuMi3oBaHl. OAHUM 13 MEepUIuX KPOKiB y I[bOMY HAMPSIM1 € BAMKHEHHS
¢13uKku 11 00'eKTIB, K1 HE MOTPeOyIOTh AMHAMIYHOI B3aemoli. Hanpuknaa, ctaTudHi
00'e€KTH, SIKI JIMIIE CTBOPIOIOTH JEKOpallli, HE TOBUHHI 00pO0OJIATUCS (QI3UYHUM PYLIIEM,
IO JIO3BOJISIE€ 3BUILHUTHU pecypcu IUis iHmuX 3aBaanb. Unreal Engine namae Collision
Presets, siki nomomaraioTh HajlalITyBaTh pPiBeHb (PiznuHoi B3aemonii. lle mo3Boiise
BUKOPUCTOBYBATH OUIBII CIPOIICHI MOJIENI 31TKHEHb, HAIIPUKJIIAI, TPOCTI KOPOOKH abo
chepu, 3aMiCTh CKJIQJHUX OaraTOKyTHUKOBHX OOOJIOHOK, SIKI MOTPEOYIOTh 3HAYHO
O1s1bIIe OOYMCITIOBAIBHUX MOTYKHOCTEH.

Cumyniii 4aCTUHOK, TakKl SIK BOTOHb, UM a00 BOJa, JOJAIOTh CIIEHI Bi3yaJabHO1
NPUBAOJIMBOCTI, A€ MOXYTh IIBHJIKO IMEPEBAHTAXKUTU CHCTEMY, OCOOJMBO SIKIIO Ha
eKpaHi Bi1I0OpaXaeThCs BEJIMKA KUIbKICTh YacTHHOK. [l iXHBOI omTumizamii Ciiij
OOMEXyBaTH KIJTbKICTh YaCTHHOK, SIKI BIJOOpa)xaroTbCsd OJHOYACHO, 1 3MEHIIYBaTH
iXHIO TpuBajicTh y Kanapl. Hanmpuknaa, 18 BiggajdeHUX O00’€KTIB  MOXHa
BUKOPHCTOBYBAaTH MEHIII JICTaJI30BaHl CUCTEMHU YaCTHHOK, OCKUIBKU JPiOHI AeTail BCe
onHo Oynytb HemnowmiTHi. B Unreal Engine cydachHa cucrema Niagara m03BOJsi€
CTBOPIOBATM 1 HAJAIITOBYBAaTH Takl €(PEKTH 3 BHUCOKHUM CTYNEHEM KOHTPOIIIO,
3a0e3Mneuyoun icaibHuil OamaHc MDK SKICTIO Ta mponayktuBHicTiO. Cascade, sk
norniepeqHUK Niagara, TaKOX 3aJIUIIAETHCS KOPUCHUM 1HCTPYMEHTOM ISl IIBUAKUX 1
JeTKUX €(EeKTiB, ajie BUMarae o0epeKHOTO HaJalllTyBaHHs MapaMeTpiB, 00 YHUKHYTH
MePEBAHTAKCHHS CUCTEMHU.

VY GaraThox IrpoBUX MPOEKTax AWMHaMIYHA (i3MKa HE 3aBXAW MOTpiIOHA JJIs BCIX
00’exTiB. Hanpukiazn, SKmo 00’€KT HE 3MIHIOE CBOE IOJIOKEHHS a00 BIIACTHBOCTI B

peanbHOMY 4Yaci, ioro ¢i3uyHa MoBeJIHKa MOXe OyTH MmonepeaHbo po3paxoBaHa. Llei
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HiAX1J TO3BOJISIE 3HMKYBATH HAaBAaHTa)KEHHS Ha Ipouecop 1 rpadiuHui 4irl, OCKUIbKU
BC1 CKJIaJH1 OOUYMCIICHHS] BUKOHYIOThCS 3a3aaneriap. s Takux 06’ ekriB Unreal Engine
BUKOPHUCTOBYE TEXHOJIOTI MomepeaHboro po3paxyHky ¢izuku (Precomputed Physics),
IO € OCOOJIMBO KOPUCHUM JIsI BEIMKHUX CIIEH 13 YUCICHHUMU HEPYXOMHUMH 00’ €KTaMH.
[le 3abesmeuye OagaHC MK PEATICTHYHICTIO Ta MPOAYKTHUBHICTIO, JIO3BOJISIIOUN
30CEPEIUTH PECYPCU Ha TUX ACTIEKTaX, sIKI MalOTh OUTBIINHI BIUIMB Ha INPOBUM TMpOIIEC.

Hle oguuM e(EeKTUBHUM I1HCTPYMEHTOM ONTUMIi3alii (I3UYHUX CUMYJSAIIN €
BIIPOBAKCHHS TpynyBaHHS (Pi3MYHMX 00'€KTiB. AKINO KiJIbKa 00'€KTIB MAalOTh CXOXKY
MOBEJIIHKY, BOHU MOXYTh OyTU 00'€JTHAHI B OJIHY CHUMYJIAILIIO, 1[0 3HAYHO CKOPOUYE
KUIBKICTh OOuMciieHb. Hanpuknan, ynamku, siKi 3ajMIIAlOThCA HICHs BHOYXY, MOXYTh
OyTu 3rpynoBaHi B €IUMHHN (i3udHui 00'eKT micias meBHoro yacy. lle 3menmye
KUIBKICTh 1HJIMBIAyadbHUX OO'€KTIB, 110 NepeOyBalTh y CUMYJIALII, 1, BIAMNOBIJIHO,
3HU)KY€ HaBaHTa)KCHHS.

OnTuMizaliiss Takok OXOIUTIOE (I3MYHI MaTepiaiu, SKi BU3HAYAIOTh, K 00'€KTU
B3a€EMOJIIIOTh OJIMH 3 OJHUM. 3aMICTh TOTO, II00 KOKEH 00’€KT MaB 1HAMBITyaJIbHUN
b13u4HMI MaTepia, MOXKHA BUKOPUCTOBYBATH 3arajibH1 HaJAIITYBaHHS JUIsl 00 €KTIB 31
CXOXHUMH BJIACTUBOCTSAMHU. Lle 103BOJII€ 3MEHIIUTH KUIBKICTh YHIKAQJIbHUX MaTepialiB,
K1 MOTPIOHO OOPOOJISATH PyIIiEM, IO TO3UTUBHO BIUIMBAE HA MPOAYKTHUBHICTH. Kpim
TOT'0, BAPTO BPaXOBYBATH, 110 HaJAMIpHA AceTami3amis (i3UYHUX BIACTUBOCTEH, TaKUX SIK
TepTs: a00 MPYKHICTh, 151 00 €KTIB, sIKI HE O€pYTh y4acTl B KIOYOBUX B3aEMOJISX, €
3aiBOIO 1 MOXKE OyTH 3BEJICHA JJO MIHIMyMY.

JUist BENMKUX 1TOp 13 BIAKPUTUM CBITOM, Ji€ (PI3UUHI B3a€MO/I1i MOKYTh BKIIIOUATH
COTHI 00’€KTIB, B&KJIMBO 3aCTOCOBYBATH BIJCIKAHHS (PI3MYHUX B3aEMOJIN 32 MEXKaMu
noyis 30py TpaBis. lleit Meron mo3Boiisie BUKIIOYATH 3 OOpPOOKH OO0 €KTH, SKI
3HAXOJATHCS JAJIEKO BiJl Kamepu abo MpuxoBaHi IHIMMU 00'ekTamu. Lle 3HaUuHO 3HIKYE
O0YMCITIOBAJIbHE HABAHTAXKEHHS 1 JOTIOMarae miATPUMYBAaTH CTaOUIbHY 4acTOTYy KaJpiB
HaBITh Y HANOUIBIII HACUYEHUX CIICHAX.

Po3yMHe HanamTyBaHHs 1 BAKOPUCTAHHS JOCTYITHUX 1HCTPYMEHTIB ONTUMI3Alliil B
Unreal Engine 4 no3Bossie qocsartu OajlaHCy MK PEaTICTHYHICTIO 1 TPOTYKTUBHICTIO

b3uuHnx cumynanii. [paBuneHuil miaxia 40 0OpoOku (Di3UKU HE TUIBKM MOKpAIYE
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Bi3yaJbHE CIIPUUHSTTA T'pH, ajie il 3a0e3neuye miaBHy poOOTy Ha pi3HHUX IUIaThopmax,
BiJl IEPCOHAIILHUX KOMIT IOTEPIB 10 KOHCOJEH 1 MOOUTbHUX MPUCTPOIB.

Bukopucranns npodinroBaHHs

Unreal Engine 4 mae BOy10BaH1 IHCTPYMEHTH I aHATI3y MPOTyKTUBHOCTI:

. Stat Unit — BumiproBaHHsS Yacy Ha OOpOOKYy Kaapy, PEHICPUHT 1
OHOBJICHHSI 1TPOBOT JIOTIKH.

. GPU Profiler — anaini3 HaBanTa)keHHsI Ha TpadiqHUI IIPOLIECOp.

. Performance Insights — 3BiT mpo pecypcH, sIKi CIOKHBAIOThCS KOKHUM
KOMIIOHEHTOM CIICHH.

OnTtuMmizanis 3ByKy Ta aHiMmamiii B Unreal Engine 4 € BaxJIMBOIO CKJIaJI0BOIO
3arajibHO1 MPOAYKTUBHOCTI TpH. CucTemMa 3BYKY BIJIIpa€e KIIOYOBY pOJIb Y CTBOPEHHI
pPEeaTiCTUYHOIO IrpOBOr0 CEpPEOBUINA, OJHAK O€3 HaJIeKHOI ONMTHUMI3allli BOHA MOXKE
CTaTU JIKEPEJIOM 3HAYHOTO HABAaHTA)KEHHA Ha pecypcH. BUKOpPHCTaHHS CTUCHYTHX
ayniodaiinis, Takux Kk OGG abo MP3, no3Bojisie CyTTEBO 3MEHIIUTH PO3Mip (ailiiB
0e3 momiTHO1 BTpaTu sKOCTi. Ile 0coOnMBO Ba)XIMBO 1Jii MOOUIBHUX TIaTdopM, e
oOcar nam’sTi ooMexxeHui. JloJJaTKOBO CiiJi aKTUBYBATH MPOCTOPOBUN 3BYK (Spatial
audio), mo0O 3ByK O0OpoOJABCS JHIIE UIsI THX JDKEped, SKI 3HaXOHSAThCA Y
6e3nocepeHii 0M3bKOCTI Bif TpaBils. Lleit miaxin 3HMKYe KUIBKICTh ayai0KaHaTIB, SKi
OJIHOYACHO BUKOPUCTOBYIOTHCS, 1 CTBOPIOE OUIBIII PEasliCTUUHY 3BYKOBY KapTHHY.

[Ilogo animamiii, 3Ha4HA YaCTHHA OINTHUMI3alli 30CEpe/K€HAa Ha 3MEHILIEHHI
po3Mipy (haiiiB Ta 0OUUCIIOBATBHUX PECYPCIB, HEOOXITHUX I IXHBOTO BIJTBOPEHHS.
Animation Compression € oJHMM 13 ToJoBHUX I1HCTpyMeHTiB Unreal Engine, mio
J03BOJISIE 3MEHIIUTH 00cAr aHiMauidiHux aaHux. Kommpecia 3abe3neuye 30epexeHHs
OCHOBHHX JIeTalledl pyXiB, BOJHOYAC CYTTEBO CKOPOUYyHOUHM po3Mmip (aitmiB. Takox
BOKJIMBO YHUKATHU yOJIIOBaHHSA aHIMallid MUISXOM OO €AHAHHS CXOXUX pyxiB. lLle
JI03BOJISIE HE JIMILIE 3MEHIIUTH OOCAT JaHUX, ajleé W CIpOLIye MpoLec iXHbOro
yOpaBmiHHSA. Y pa3i BEMUKHUX ITPOBUX MPOEKTIB CIiJi BUKOPHCTOBYBaTH Animation
Blueprints, sxi 3a0e3neuytoTh 0111 €)eKTUBHE BUKOPUCTAHHS PECYpPCIB, JO3BOJISIOUH

OJIHOYACHO BIITBOPIOBATH KiJIbKa aHIMAIIIH JIJIsT PI3HUX MEPCOHAXKIB.



51

[Tpu po3poOiii irop, Opi€eHTOBAaHMX Ha Pi3HI MIATGOPMHU, ONTHMI3allisl MOBUHHA
BpaxoByBaTH crneundiky koxknoi 3 HuX. Ha IIK 1 koHcomsx, siki 3a3BUYail MaroThb
NOTYXHINI ~ afmapaTHl  XapaKTePUCTUKH, MOKHA  JIO3BOJIUTA  BUKOPUCTAHHS
BUCOKOSIKICHUX TeKCTyp 1 ckimanHux meiaepi. lle 3abe3meuye Bummii piBeHb
JeTrajizalii 1 3arajapbHol Bi3yasibHOI sikocTi. KpiM Toro, miaTpumka 0araTomnoTOYHOCTI
n03BOJIsiE  e€EeKTUBHINIE BUKOPUCTOBYBATH BCl JOCTYIHI spa Mpolecopa,
PUCKOPIOIOYN OOPOOKY TaHUX Ta BIATBOPEHHS CKJIAIHUX CLIEH.

Jlns MOOITBHUX MPUCTPOIB, OOMEXKEHUX y pecypcax, IMiAXiJ J0 ONTUMI3aIii €
OUIbII KOHCEepBAaTUBHUM. Hanpukiaa, BUKOPUCTAHHSA TEKCTYP 13 MEHIIOK PO3I1IbHOIO
3/IaTHICTIO JI03BOJISIE 3€KOHOMUTH IaM Th 1 3HU3UTH HABAHTAXKEHHS Ha rpadlyHui
npoiiecop. TiHI € OJHUM 13 HaWOLIBII PECYPCOMICTKMX ACMEKTIB PEHJIEPUHTY, TOMY Ha
MOOUIBHHX IIAT(OPMAX YACTO BUKOPUCTOBYIOTH MPOCTI TiHI 200 MOBHICTIO BUMHUKAIOTh
iX s 00’€KTIB, sIKI HE € KIIOYOBUMHU y CIieHI. BakiImMBO TakoX OOMEKHUTH CKJIaJIHI
Bi3yalibHI €(DEeKTH, Taki SIK TpacyBaHHS MPOMEHIB, SIKE X0U 1 3a0e3Meuye BUCOKY SIKICTh
OCBITJIEHHS 1 BIJOWUTTIB, € HAATO PECYPCOMICTKHM JUIsl OUIBIIOCTI MOOLIBHUX
IIPUCTPOIB.

VY mpoueci ontuMizanli HEOOXIIHO PETENbHO TECTYBaTH TPy Ha IUIbOBHX
mwatdopmax, 00 BUABUTH HAMOUIBII pecypcoMicTki acnektu. Lle mo3Bossie BHECTH
BIJIMOBIJIHI 3MIHM 1 3a0e3MeunTd CTaOUIbHY YacTOTy KaJpiB, HaBITh 3a yMOBHU
BUKOPHUCTaHHA 0OMexXeHOoro anapaTHoro 3abe3nedenns. Unreal Engine Hanae mmpokuit
HaOlp 1HCTPYMEHTIB Uil TpOoQUIOBAaHHS MPOAYKTUBHOCTI, SKI JIOMOMAararoTh
1IEHTU(IKYBATH «BY3bKI MICIS» Yy Mpoueci po3poOku. 30alaHCOBaHMM MiAX1J 0
onTHUMi3auii 3ByKy, aHiMalii 1 rpadiku J03BOJISIE CTBOPIOBATH ITPH, 110 BIANOBIIAIOTH
BUMOTaM SIK BHCOKOMPpoayKTuBHUX [1K, Tak 1 MOOIIBHUX TIPUCTPOIB.

Po3poburku Oaratbox ycmimHux irop, Takux sk Fortnite, PUBG ta ARK:
Survival Evolved, aktuBHO BUKOpHCTOBYIOTh MeToau ontumizailii B Unreal Engine 4.
[le mo3Bomsie 3amyckatw MaciITaOHI 0araTOKOPUCTYBAIlbKI iTpU 3 BHUCOKOIO SIKICTIO
rpadiky Ta cTabIbHOIO MPOAYKTUBHICTIO HA PI3HUX IIaThOpMax.

Ontumizaris 3D-cepeoBUI € BaXXJIMBHUM aCIIEKTOM PO3POOKH BIIEOIrop, IO

JIO3BOJISIE JOCSTTH BUCOKOI MPOJYKTUBHOCTI 0€3 BTpaTu AKOCTI Bizyamizarii. Unreal
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Engine 4 nHagae nmoTy»H1 IHCTPYMEHTH JJIsl 3HI)KEHHSI HABAaHTAXXEHHS HA CHCTEMY, 1110 €
KIIOYOBUM JIJII CTBOPEHHS 1rop 13 BHUCOKMMH BHUMOTaMH 10 rpadikd Ta (i3UKH.
[TpaBrwiIbHUN TIAX1 A0 ONTHUMI3aI] 3a0e3meuye Kpaliuil 1rpoBUH JOCBIJ 1 J03BOJISIE

3ayYUTH IIUPIIY ayAUTOPIO TPaBIIiB.
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3 IPOT'PAMHA PEAJIIBALISA KOMIT’IOTEPHOI I'PU

3.1 diarpama kJacis

Hiarpama kiaciB y UML ciyrye cTaTH4HUM TPEACTABICHHIM CTPYKTYPH MOJCII.
BoHa moka3sye nekiapaTHUBHI €JIEMEHTH, TaKi SK KJIacH, TUIW JaHUX, iXHIH BMICT Ta
3B’ SI3KH MK HUMHU.

Ha puc. 3.1 306pakeHo giarpamy KiaciB.

Userlnterface

Tepconax S GameEngine

Puc. 3.1 iarpama kiaciB OporpaMHoOi peai3anii

Kinac Tlepconaxx moB’si3aHui BiHOIIEHHSM KoMMo3ulii 3 kiacoMm IIpenmertn,
OCKIJIbKA TIEPCOHAX T'PaBIll MOXKE€ MaTH B CBOEMY 1HBEHTapi PI3HOMAHITHI MPEAMETH,
HANPUKIIAJT 1KY, 3UL1s 41 30pOoro.

Knac GameEngine mae 3anexHICTh Big KiIacy 3BYKH, OCKUIBKH pyIIii
BUKOPHUCTOBYETHCA ISl BIATBOPEHHS 3BYKOBUX €(DEKTIB UM MY3MYHOTO CYIPOBOAY Iif
qac TpU.

Kmac Ul 3HaxomuTbest y BITHOIIEHHI KOMIIO3MINT 3 KiacoM Menro, ajpke

iHTepdenc MICTUTD Pi3HI KHOTKH, JOCTYIHI I B3a€MOIIi TPaBIIs.
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3.2 Onuc pyHKUioHaTy rpu

s ctBopeHHst TonoBHoro MmeHio B Unreal Engine 4 Oyino BUKOpHCTaHO
iHcTpyMeHT "WB_ MainMenu", ctBopenuit 3a gomomororo Unreal Editor. Ilei
IHCTPYMEHT J1a€ 3MOTYy pO3pOOUTH KOPUCTYBALIbKHI 1HTEp(EHC s TOJOBHOTO MEHIO 32
nonomororo Blueprint-intepdeticy. IIporec cTBOpeHHS TOJIOBHOTO MEHIO B1JI0OpakKeHO

Ha puc. 3.2.

{ Multiplayer |

= F Reset Profie |
| Profiles |
. Create new Profie

Puc. 3.2 300pakeHHs mpo1ecy CTBOPEHHS TOJIOBHOTO MEHIO

3aBIgKH BOMY KJIACy CTaJI0 MOXKJIMBUM JIOJaBaTH W HAJAIITOBYBATH C€JIEMCHTH
iHTepdeicy, Taki K KHOMKH, TEKCT, 300paKeHHs Ta 1HIII Bi3yajdbHI KOMIOHEHTH. Ha

puc. 3.3 moKa3aHo, sIK BUTJISAA€ €KpPaH 3aBaHTAXXEHHS B KOHTEKCTI IpH.
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Main Menu

Solo Game
Multiplayer
Profiles

Ouit Game

Puc. 3.3 300pakeHHs rOTOBOTO 1HTEp(dEICy rOJIOBHOTO MEHIO

Pexxum BUOOpPY I'pu CTBOPIOBABCS aHAJIOTIYHO JI0 TOJOBHOTO MEHIO, ajie 3aMiCTh
"WB_ MainMenu" Oyno 3actocoBano "WB_ GameMode", Takox cTBOpeHUM uepe3

Unreal Editor. Expan 3aBaHTaxeHHs 1715 IIbOTO PEKUMY Bi1oOpaxeHo Ha puc. 3.4.

Tundra

Gamemode Options I

Select Weapons
Select Character

| Seamless Travel|

_I Start G.er1
N R A

1 Main Menu

Puc. 3.4 3o00paxxeHHs1 ekpaHy BUOOPY IrPOBOTO PEKUMY

Hna peamizauii expany 3aBaHTaxkeHHs B Unreal Engine 4 Oyno ctBopeHO
"WB_LoadScreen". Lleit enemMeHT Jae 3MOry J0JIaTH CTaTUYHUN €KpaH 3aBaHTaKEHHS
0e3 ckIaAHUX aHIMaliHUX eQeKTiB, M0 TO3UTHBHO BIUIMBAE€ HA MIBHJKICTh

3aBaHTaXXeHHs Tpu. Po3po0Ky ekpaHy 3aBaHTaKEHHSI MPEICTABIICHO HA puUC. 3.5.
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Puc. 3.5 300paxkeHHs npoiiecy CTBOPEHHS €KpaHy 3aBaHTAKECHHSI

"WB LoadScreen" 103BoJisi€e BHKOPHUCTOBYBAaTHM CTAaTU4YHI 300pakKeHHS YU
JOTOTUIIM SIK €KpaH 3aBaHTaKEHHs, 10 3a0e3lneuye MOXJIMBICTh OpeHIyBaHHS abo
nepeaayl CHeuiajJbHOTO MOBIAOMIIEHHS JUIsl TpaBUIB. 3aBASKH LBOMY I1HCTPYMEHTY
Unreal Engine 4 3a0e3nedye onTUMI30BaHy IMIBUJIKICTh 3aBAHTAKEHHS, 1[0 € BAYKIMBUM
acCmeKkToOM Ui 3aJI0BOJICHHS ayAauTopli. BukopucraHHd Takux (yHKLIH [103BOJISE
MOJIIMIIXTY COPUIUHATTS TPU HUIAIXOM ONTHUMI3allli €KpaHiB 3aBAHTAXKECHHS.

st ctBopenns irpoBoi wmicieBocti B Unreal Engine 4 Oyno BuKOpHCTaHO
iHcTpyMenTu Landscape Tool ta Level Editor. Landscape Tool mae 3Mory mBHIKO
CTBOproBaTH penbed Ta jgerani mnoBepxHi, a Level Editor — posmimnyBatu,
MacmTabyBaTu ¥ HamamroByBaTh 00’ekTu y rpil. [lpukian po3poOku MiCIEBOCTI

MoKa3aHo Ha puc. 3.6.
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Puc. 3.6 300paxkeHHs etammy po3poOKH IrpOBOi MiCIIEBOCTI

HonatkoBo Unreal Engine 4 nponoHye mUpOKI MOXIJIMBOCTI JJIs1 HAJIAIITYBaHHS
OCBITJICHHSI Ta CTBOpeHHsI aTMochepHux edekTiB. CucremMa TUHAMIYHOTO OCBITJICHHS
JI03BOJISIE PO3POOJISATH PEeaNiCTUYHE OCBITIIEHHA 3 PI3HUMHM JKepesiamu cBitia. Ha puc.

3.7 mokazaHo, SIK BUTJISFa€ irpoBa MICIEBICTh Y (iHaNBHINA BepCli IpH.

Gl

Puc. 3.7 300paxxkenHs piHaIbHOI BEpCii iIrpoBO1 MICHEBOCTI

Jlnst cTBOpeHHsI 1rpoBoi 30poi OyJI0 BUKOPUCTAHO TOTOBI MOJEi 3 01010TeKH
Unreal Engine. Ilicng imnopty 30poi nogano kommnoneHt Static Mesh Component, 110
JI03BOJISIE TIPUB’SI3aTH MOJIENb 10 00’ €KTa i BUKOPUCTOBYBATH 11 y Tpi [5]. 30BHIIIHIN

BUTJIA 30pOi TpecTaBiIeHo Ha puc. 3.8.
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Puc. 3.8 300paxkenHs moeni irpoBoi 30poi

Cxou#l Mmiaxia 3aCTOCOBAHO IS CTBOPSHHSI Mojiesei Ooe3amacy. IMmoproBaHi
Moeli Oysio IpHB’sI3aHO 0 00’€KTIB OO€EMpHUIIaciB 3a JOIMOMOTO mesh-KoMIoHeHTa.

Ak Burnsgae 0oe3amnac y rpi, 3o00paxeHo Ha puc. 3.9.

Puc. 3.9 3006pakenns nmporecy po3poOku Ooe3amacy

MexaHika TOMOBHEHHsS Oo€3amacy peaji3oBaHa 4epe3 IMpOorpamMyBaHHS B
Blueprint. /Ins mporo crBopeHo aTtpuOyT, IO BIANOBIJIAE 3a KiJIbKICTh Ha0OiB abo

OoempunaciB y rpasiis, a TaKOX Mepe0aveHo X MOYaTKOBY 1HIIIAI3AIliIO.
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3.3 MexaHika nepecyBaHHs IIePCOHAKA

[Ipouiec ctBopenHs: nepcoHaxka B Unreal Engine 4 Bkitodae Kijibka €TarliB, IO
JI03BOJISIIOTH CTBOPUTH SKICHY Ta pealicTHuHy Monenb. OCHOBHI CTaaii MOJIETIOBaHHS
MEPCOHAXKA OXOIUTIOIOTh:

CrtBopennss mogeni. llepmmM KpokoM € CTBOpPEHHS TPUBUMIPHOT MOJEINI
nepcoHaXka 3a JI0MOMOroro ctoponHix 3D-penakropis, Takux sik Blender abo 3ds Max.
Mopnenb Mae O6yTH BUKOHaHA 3 JOTPUMAHHAM PEATICTUYHUX aHATOMIYHUX MPOHOPIIIN Ta
JneTajizarii.

UV-posroptka. Ilicia cTBOpeHHA MoOJedl BUKOHYEThCS po3roptka UV-
koopauHar. Llel npouec 103BoJIsiE KOPEKTHO HAHOCUTHU TEKCTYpPHU Ha IMOBEPXHIO MOJEII
0e3 CIOTBOpEHb, 3a0€3MeUyI0Ur TOUYHE B1I0OPAKEHHS TEKCTYp Ha MEPCOHAXKI.

TexctypyBanns. Ilicnsi 3aBeplIeHHS PO3TOPTKH CTBOPIOIOTHCS TEKCTYpH, SIKI
JI0JIaI0Th MOJENI JeTalizallii Ta peadicTUYHoCTI. Lle MOoXyTh OyTH TEKCTYpH KOJIbOPY
(anbeno), kapTu HOpMaJeil, MaTepiaiabHl KapTH Ta 1HIII.

Purriar. Ha npomy eTami CTBOPIOETBCSI CKEJIETHA CTPYKTypa IEpCOHaxa, sKa
3a0e3neduye MOXJIMBICTH aHiMarlli. CkeJeT CKIAJaeTbCsi 3 KICTOK 1 CyrJyio0iB, sKl
JI03BOJISIOTH 33/1aBaTH PYXH.

Amnimaris. HacTtymHuM KpokoM € CTBOpeHHs aHiMamii. Jlus  1uporo
BUKOPHCTOBYIOTHCSI METOJIN 3aXOIUICHHS PyXy a00 CTBOpPEHHS KJIIOUOBUX KazpiB. Llei
MPOIIEC JI0/Ia€ TIEPCOHAXKY PYXJIMBOCTI Ta JUHAMIYHOCTI.

Imnopt B Unreal Engine 4. 3aBepiiagbHuM €TanoM € IMIOPT CTBOPEHOI MOJENI,
tekctyp 1 aniMauiid B Unreal Engine 4. ¥V cepenoBumnii Unreal Engine, 30kpema 3a
JIOTIOMOTOI0 1HCTpYMeHTIB Persona a6o Animation Blueprint, po3poOHUKH MOXYTh
HaJAIITOBYBAaTH aHIMAallil Ta IHTEPAKTUBHICTh IEPCOHAXKA.

JIOTpUMYIOUHUCH ITUX €TalliB, MOXHA CTBOPUTH PEATICTUUHY MOJIEb EPCOHAXKA 3
MOBHOIIHHOIO aHIMAINIE€0 JUIsi BUKOPUCTaHHS B irpoBux mnpoekrtax. Ha puc. 3.10

300pakeHO MPOLIEC pearyBaHHs IMIIOpTOoBaHoOro nepcoHaxa B Unreal Engine 4.
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+ Add

8 BP_Hero_Ely (Self)

Puc. 3.10 300paxenns nmepconaxa B Unreal Engine 4

PosrnsHemo ¢ynkmii B Unreal Engine 4.

1. IA_Move. ®OyHkIlig BIANOBIAAE 32 YIPABIIHHS MEPECYBaHHSIM MEPCOHAXIB 13
3aCTOCYBaHHSIM IITy4yHOro 1HTeneKkTy (Al). Bona 3amae TpaekTopii, HampsAMOK pyxXy Ta
HIBUKICTh IIEPECyBaHHS MEPCOHAXKA, 110 KepyeThes Al.

2. IA_Look. s ¢yHKIlisT BUKOPUCTOBYETHCS /ISl BU3HAYCHHS HAMPSAMY MOTJISTY
Al-nepconaxa. 3aBAsSKM HI MOXHA CHPAMYBATH TMEpCOHa)Xa Ha LiJIb, BHUSIBUTHU
CYIIPOTHBHUKA 200 OTJISTHYTH HAaBKOJIMILHE CEPEIOBUIIIE.

3. IA_ADS. O®ynkuis akTuBye ab0 BHUMHKA€ PEXHUM MNpuUllUTtoBaHHS st Al-
NepcoHaXxka. Y LbOMY PEKHUMI TOYHICTh CTPUIbOM 3HAYHO MIJIBUILYETHCS, 110 103BOJISIE
O11b11I e(h)eKTUBHO BECTH OONOBI ii.

4. 1A_Crouch. [lana ¢ynkuis no3osse Al-mepcoHaxy NpUAMaTH TOJOXKCHHS
cuasuu. lle KopucHO Isi MacKyBaHHS, 3MEHIIEHHS BHUIUMOCTI a00 OTpUMaHHS
TaKTHYHOI TIepeBaru B 0010.

5. IA_Dash. ®ymnkiiis 3a0e3nedyye IIBHIKHA PHBOK IEPCOHA)a B 3aJaHOMY
HanpsMKy. BoHa Moxe OyTH BUKOpHCTaHa JJIsl YXWJICHHS BiJl aTak CYNpPOTUBHUKA abo

OTIEPATUBHOTO MEPEMIIIIEHHS IO ITPOBiH KapTi.
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6.1A_FireWeapon. Ils ¢yskiis akTuBye BHUKOpHCTaHHS 30poi Al-mepcoHaxkem.
Bona Bu3Hauae HampsMOK Ta LI U CTPLUILOHM, 3a0e3Medyloun peaizaiio 00HoBUX
TH.

7. 1A_Interact. ®yHkiis 103BOJILE B3a€EMOMAISATH 3 O0'€KTAMH YU €JIEMEHTaMU
cepenopuma. Al Moke aKTHBYBaTH MeEXaHI3MH, BHKOPHUCTOBYBAaTH Baxkeni abo
BUKOHYBATH 1HIII Jii.

8. IA Jump. Ils dynkmis pgo3Bomsie Al 3mificHoBatH CcTpuOku. BoHa
3aCTOCOBYETHCS JJIsI TIOJI0JIaHHS MEPEIIKO]T a00 TIEPEX0/1y Ha BHUIILI PIBHI MICIIEBOCTI.

9. IA_Melee. ®ynkmisi aktuBye OmwkHIA Oiif, 3a0e3neuyroun araky Al-
NepcoHa)ka B Oe3nocepeiHiil OJU3bKOCTI 10 CYIPOTUBHUKA.

10. IA_PauseGame. ®yHKIilis npu3HaueHa i NPU3YNMHEHHS Ipu. li MokHa
BUKOPUCTOBYBATH JJI BUKJIMKY May3u a00 B1I0OpaKEHHS MEHIO HAJIAIUTyBaHb.

11. IA_Reload. Iis dynkiis 3ade3neuye nepesapsiaky 30poi Al-nepconaxa. Bona
BIJTHOBJIIO€ 0O€3a11acu Ta MiIF0TOBIIIOE 30POI0 10 HACTYMHOT'O BUKOPUCTAHHS.

12. IA_SwitchShould. ®yHkIis 103BOJIsIE 3MIHIOBATH IUICUi, 3 SIKUX IEPCOHAXK
BeJie cTpiiib0y. Lle BrumBae Ha KOMGOPTHICTD YIPABIIHHS Ta TOYHICTH aTaKU.

13. IA_SwitchWeapon. Lis ¢yHkiis go3Bossge Al-niepcoHaxky 3MiHIOBATH 30pOTo.
3aBaskd 1 MOXHA TEPEMUKATHCS MK JOCTYIHUMU THIAaMU O30pOE€HHS Ta
Ooemnpurracis.

14. 1A_ThrowGrenade. ®yHkIliss aKTHBY€ KHIOK I'paHATH NEpcoHaxeM. BoHa
3aJla€ HAMPSIMOK 1 JAJIbHICTh MOJLOTY TPaHATH.

15. IA_Togglelnventory. ®yukiiist BigkpuBae abo 3aKpHBa€E iIHBEHTAP MEPCOHAXKA.
[le no3Boyiie mepernsAgaTh Ta BUKOPHCTOBYBAaTH MPEIMETH, a TaKOX KepyBaTH
pecypcamu.

16. 1A ToggleScoreBoard. 1{s dyHkis BiAmoBigae 3a BiAOOpaXKeHHS TaOIUIl
pe3ynbTaTiB. BoHa 103BOJISE OLIIHIOBATH CTATUCTUKY TP Ta aHAII3YBATH YCIIIIHICTb.

Ha puc 3.11 mpencraBieHo mpoiiec HajamTyBaHHS (DYHKINA JJIS yIpaBIIiHHS

MIEPECYBAHHSIM.
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# Details

Descrption

Puc. 3.11 300paxkeHHs1 po3pOOKH KOMaH]1

i ¢pyHKLIT HAJAIOTh MOXKIIMBICTh €(DEKTUBHO KOHTPOJIIOBATH Ta HAJAIITOBYBATU
NOBEAIHKY NEpCOHa)Xka 3 €JeMEeHTaMu IITy4Horo iHTenekTy (Al) y rpi. 3aBasku ix
BUKOPUCTAHHIO BJIaJIOCSl peali3yBaTH CKJIQJHI W peamiCTUYHI MEXaHIKU pyXy
NepCcoHaXka, BKIIOYAIOYM HECTAaHAApPTHI BapiaHTH TEPECYBaHHS, HANPUKIAL, Yy
MOJIO’KEHHI CUSIYUN .

Ha puc. 3.12 300paxeHo eram po3poOKH MEXaHIKH MepecyBaHHS MEPCOHAXKa B

PEXKUMI TPUCIKU.



63

* N Fost prasess sulaition Siuspint M8 iy Bustirosess 13 oniuy. RRUIRILS

.

Puc. 3.12 300pakeHHs IEPCOHAXKY Yy MOJOKEHHI MIPUCITY

3.4 AIropuTM NOIyKYy HIISIXY

Jist peanizauii (GyHKIIT NOWIyKy JOKauli rpaBls B rpi, crBopeHid Ha Unreal
Engine 4, BuxopucroByBanucs ckpuntu Blueprint, 30kpema koMmrioHeHT Structure.
3aBASKM I1HOMY MEXaHi3My TIpa aBTOMAaTHYHO BHU3HAYa€ MICIleé pO3TallyBaHHS
MEePCOHAXKA 32 BEKTOPHUMHU KOOPJAMHATAMH Ta MEPEMIIIY€E HOT0 y BIAMOBIIHY MO3UIIIIO
Ha ekpaHi. Takuil MiaXiJ] 3HAYHO CIPOCTUB TMPOIEC PO3POOKH, OCKUIBKH Bimaia
HEOOXIJHICTh BPYYHY MpOrpamyBaTH KOXXHUU KpPOK pyXy mepcoHaxa. Po3poOHHKY
JIOCTATHBO JIUIIIE 33/1aTH HOB1 KOOPJAMHATH, 1 Tpa CAaMOCTIHHO BUKOHYE MEPEMIIICHHS.

Leli Meron Takox 3a0e3neuye IUIABHICTh PyXy IEPCOHa)Ka, BUKOPUCTOBYIOUU
QITOPUTMH 1HTEPHOJIALIT SISl 3TJIA)KYBaHHS MIEPEXO/IIB MIXK TOYKaMU. Y MPOEKTI Oyi0
3aCTOCOBAHO JIHIWHY IHTEPIOJIAIIIO JIJISl MPSAMOJIHIHHOTO MEPEMIINICHHS, a JUIsl 3MIHU
HIBUKOCTI BUKOPUCTOBYBAJIM KBAPATHUUHY 1HTEPHOJISALIIO.

OxpiM mepeMilIeHHs epCcoHaxka, aHAIOTIYHUI MeXaH13M BUKOPUCTOBYBABCS IS
KepyBaHHS pyXOM Kamepu. Y [bOMY BHUMNAAKY 33Jal0ThCsl  KOOPAMHATU
MICLIE3HAXO/KEHHSI KaMepH, IICIIg YOro rpa aBTOMAaTUYHO 3a0e3rnevye ii nepeMilieHHs

10 3aaHOI ITO3MI].
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Ha puc. 3.13 300paxkeHo mpukiiaj peanisailii MexaHi3My IMOITYKy Ta BU3HAYCHHS

JIOKAITii TpaBIIsl.

® Structure X i Default Values

Structure

Puc. 3.13 306paxeHHst po3poOKU MOIIYKYy Ha KapTi

MexaHi3M BU3HAUEHHS JIOKalli TrpaBUsg JI03BOJIIE IITYYHOMY IHTEJIEKTY
OTPUMYBATH TOUYHY 1HGOPMAILIIIO PO MOT0 MICIIE3HAXOKeHHs. BUKOpucTOBYIOUM JaH1
PO BEKTOPHI KoopauHaTu, Al 3maTtHuii i1eHTUdIKyBaTH MO3UIII0 rpaBisd y rpi. s
(GYHKINS € BaXXJIMBOIO CKJIAJ0BOIO JUIsi BJIOCKOHAJICHHS B3a€MOIi MiX TpaBIEM 1
BIpTyaJIbHUMH MEPCOHAKaMH, a TAKOXK IS I1IBUIIIEHHS SIKOCT1 TeUMILIECO.

Ha puc. 3.14 300paxkeHo mpoiiec po3poOKH aJropuTMy BH3HAYEHHS HAMpPSIMY

PyXy BOPOKOTo MOOa.

Puc. 3.14 300paxeHHs1 po3poOKU HAMIPSIMKY PYXy
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3.5 CTBopeHHs1 MOOIB

V¥ Unreal Engine 4 ctBopeHHs1 MOOIB 31IIHCHIOETHCS yepe3 cuctemy Blueprint, sika
JI03BOJISIE 3a7]aBaTH JIOTIKY IXHbOI OBEIIHKH Ta HAIAIITOBYBATH aHIMAIIIIO AJIs TPH.

Jiist moOa y rpi Oyno po3pobineHo a”imarii arak. Y Blueprint Editor 6ynu qonani
aHIMalllifHl BY3JU JJIsl 3J1MCHEHHS yJapiB MpPaBOIO Ta JIIBOIO PyKaMHU. 3a JOMOMOTOIO
iHcTpyMeHTy AnimNotify Oyno crBopeno cmosimenHss AnimNotify Sword_R_Start,
SKE€ CUTHaNII3y€e MpO MOYATOK aHIMallli aTaky MPaBOl0 PYKOIO 3 BUKOPUCTAHHSIM Meya.
HonaTtkoBa (yHKIIS Set 103BOJISIE HaJalITyBaTU MOOa, BCTAHOBIIOIOYHM 3B’A30K 13
MEPCOHAXEM TpaBIl Ta AKTUBYIOUM MOXKJIWBICTh 3aBHAHHS INKOAU. AHAJIOTIYHO
peanizoBaHO aTaky JiBow pykow uepe3 AnimNotify Sword L Start, sika Takox
BUKOPHUCTOBYE (PYHKI[IF0 Set 1711 HAHECEHHS IIKOAM Ta MEePECIiyBaHHs IPaBL.

[Ticnsa 3aBEpILIEHHS aTaku IPaBoOO PYKOIO aKTUBYETHCS
AnimNotify Sword R End, mo 3aBepmiye paito. [[ns miBOi pykd peani3oBaHO TaKUi
camuit miaxia. 1106 3a6e3nednT MOKIIUBICTh YEPTYBAHHS aTak pyKamH, OyJo J0/1aHO
animaniiine cnosimeHHs AnimNotify StartRagdoll. ¥V pasi ii aktuBamii mig yac
aHiMauii o0’ ekt nepexoautsb y pexxum "Ragdoll", y sskomy ¢iznuna cumynsuis 6epe Ha
cebe KOHTpoib Haa 00’ekToMm. Lle 3a0e3neuye peanictuuny Gi3MYHY MOBEIIHKY MO0Oa,
JTO3BOJISIIOYN HOMY B3a€EMOJIISITH 3 CEPEIOBUIIEM BIIMTOBITHO /10 (hiI3UUHUX CHIIL.

Ha puc. 3.15 nmpoaeMOHCTpOBaHO MPOIIeC CTBOPEHHS CUCTEMH aTak Mo0a.
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91 Event Graph

Puc. 3.15 300paxxeHHs1 poOOTH CHCTEMH aTaka

Jist cTBOpeHHsl aHiMaullid y rpi Oylno BUKOpucTaHo cucteMy Blueprint, sika
JIO3BOJISIE peai3oByBaTH YIMpPaBIiHHA 00'€KTaMHU Ta BIPOBA/KYBAaTH PI3HOMAHITHI
MexaHikd. OAWH 13 BaXIMBUX AacCIMEKTIB Tporecy — 3a0e3MeueHHs] Oe3Me4YHOro
BUKOHaHHS Koay 3a gomomororo Thread Safe, mio rapanTye cTaliapHICTBH ITiJT 4ac
poOOTH KIUTBKOX IIOTOKIB OJHOYACHO, 3amo0irarody IOIIKOKEHHIO JaHUX 1
KOH(JITIKTaM.

J1J1st OHOBJICHHSI aHIMAIllil BUKOPUCTOBYEThCSI MexaHi3M Update Animation, sikuii
BIJIIFPA€ KIIOYOBY POJIb y CTBOPEHHI AMHAMIKHM MEPCOHAXIB, 00'€KTIB 1 cepeqoBHUIIIA.
Ile#t mpouec 3abesnedye 3MiHY BIACTUBOCTEH ab0O CTaHIB aHIMalld 3 4YacoMm, MIO
JI03BOJIsIE CTBOPIOBATH TUIABHUM PYX 1 Bi3yalibH1 €(DEKTH.

V¥ Blueprint 3amisaH0 By307 Set, sikvii BCTAaHOBIIOE 3HAUCHHS MBUAKOCTI (Speed),
HEOOX1IHE VIS KOHTPOJIIO TeMITy BIITBOPCHHS agiMari. DyHKITIS

TryGetPawnOwner.GetVelocity  BUKOpPHCTOBYEThCS  JJIi  BU3HAYCHHS  BEKTOpa



67

MIBUAKOCTI M0O0Oa, IO J103BOJIsIE BPaXOBYBaTH HANPSAMOK 1 BETUYMHY Horo pyxy. llpu
npomy Vector Length XY o6Ouuciioe A0BXMHY BeKTOpa, Oepydd 10 yBaru JIHILE

KOMIIOHEHTH X Ta Y, 10 A03BOJIIE aHaJIiSYBaTI/I I‘OpI/IBOHTaHBHi HepeMiH_IGHHSI.

Ha puc. 3.16 mpoaeMOHCTpOBaHO MPOLIeC CTBOPEHHS aHiMaIlii Mooa.

)i f Blueprint Threa.. x

-

Blueprint Thread Safe Update Animation

@

J Vector Length XY

A Retumn Value

Puc. 3.16 300paxxeHHs1 po3pOOKH aHIMAIIi1

3.6 Po3poOka mexaHik B3aemoii

Health: Ileit mapamerp A03BOJISIE KOHTPOJIFOBATH 1 PETYJIIOBATH PIBEHB 3/I0POB’ S
MEPCOHAXA. Horo 3aCTOCOBYIOTh JIJISI BiAOOpa)X€HHsI 1HAMKATOPA >KUTTS, BUKOHAHHS
NMEBHUX [ TpU 3MiHI PIiBHSA 310poB’s abo 0OpoOKM cuTyailiii, MOB’S3aHUX 13
KPUTUYHUM TOMIKO/KEHHSM YU CMEPTEIIbHUMHU YAapaMH.

Strength: Ile# moka3sHUK BUKOPHUCTOBYETHCS 11 MOHITOPHHTY Ta HaJaIlITyBaHHS
CHJIM TIepcoHaXka. Bij HbOTO 3alIe)KNUTh €(DEKTHBHICTh aTak, 3JaTHICTh IMiTHIMATH BaXKKI
IpeIMETH Ta BUKOHYBATH 1HIII (Pi3WYHI1 A1, 0 BUMAraloTh 3HAYHUX 3YCHUJIb.

Death Front, Death Back, Death Left, Death Right: 1{i komanau 3a0e3neuyroTh
aHIMAIIIIo IS PI3HUX BapiaHTIB CMEPTI MEPCOHAXKA 3aJICKHO Bl HANpsMy yaapy. Bonu
BKJIIOYAIOTh TAJIHHSA, BIAMOBIAHI pPyXW TuUla Ta ayaioeexkTd, sKi MiJICUITIOITh

aTMocdepy TpHu.
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Hit Front, Hit Back, Hit Left, Hit Right: Ili nmapamerpu BignmoBizarTh 3a
a”imarli peakuii Ha yaapu 3 pi3HUX OOKiB. BOHM MOXYTh BKIIOYAaTH PyXH, IO
JEMOHCTPYIOTh OTPUMAHHS MOIIKOKEHHS, 1 3BYKOBI €(eKTH, 110 MIIKPECTIOI0Th el
MOMEHT.

CrouchEntry, CrouchExit: [{i xomMaHau KepylOTh aHIMAIisIMH BXOAY B PEXUM
NPUCIIaHHS 1 BHXOAY 3 Hboro. BoHu 3a0e3nedyroTh IIaBHUN Tepexiy MK
MOJIOKEHHSIMH, BKJIFOYAIOYM 3TWHAHHSA HIT, 3MIHY BHCOTH IIEPCOHAXa Ta KOPEKIIIIO
HIBUKOCTI HOTO pyXy.

Stamina: Il komaHaa KOHTPOJIIOE PIBEHb BUTPUBAIOCTI MepcoHaxa. Bona
BU3HAYa€ TPUBAIICTh 1 IHTEHCUBHICTh (PI3MUHUX [id, Takux SK OIr, CTpUOKU YU
BUKOHAHHS CKJIaJIHUX MAHEBPIB, 10 NOTPEOYIOTh 3HAUHUX BUTPAT €HEPTIi.

PistolEquipMontage: L[4 koMaHJa aKTUBYE aHIMAIIIO CSKIMIPYBaHHs IICTOJCTA.
Bona oxorutoe Taki nii, SK JiCTaBaHHS MICTOJETa 3 KOOypHM Ta KWOro MiArOoTOBKa J10
BUKOPHUCTAHHS B I'pI.

RifleEquipMontage: Bianosiznae 3a aHiMaliio eKimipyBaHHs TBUHTIBKU. Bkirouae
pyXH, TOB’si3aHl 3 MITHATTAM 30poi 3 3eMil ab0 CTOSYOro IMOJIOKEHHS, a TaKOX ii
HIATOTOBKY J0 CTPLILOM.

Cucrema ModelsAndSkins BUKOPUCTOBYEThCS HJisi YIpPaBIiHHSA 30BHINIHIM
BUTJISIZIOM TEPCOHAXIB y rpi. BoHa Hamae MOXIMBICTH 3MIHIOBATH BUIJIS TEPOiB,
BUKOPUCTOBYIOUM PIi3HI MOJENI Ta TEKCTypH. ['paBll MarOThb 3MOTy OOHMpaTd MIXK
pI3HMMH CTUJISIMUA, oOpa3aM Ta BapiaHTaMU OJATY [JIi CBOIX TEPCOHAXIB 3a
JONOMOror  1i€i  yHKIioHanbHOCTI. Lle 103BOMsIE KOXXHOMY TpaBLEBI CTBOPUTH
yVHIKaJIBbHUNA 00pa3 CBOro reposi, 3a0e3neuyroud IHAWBIAYaIbHUNW MIAX1T A0
HaJIAIITYBAaHHS MTEPCOHAXKIB.

Oyukuis  UnlockLevelCharacter peanmizye cuctemMy NIIBHUILEHHS  PIBHSA
MEepPCOHaKa HAa OCHOBI 3HMINECHHS BOPOTIB Ta 3M00YTTS MeJaJIeid, IO 3aJIeKUTh BiJ
nporpecy rpaBis B rpi. KokHe 3HHMILEHHS BOpora NpUHOCHUTH JOCBIJ, IIO CHpHUSE
MIJBUILIEHHIO PIBHA MEpCOHaXKa. Menalll € BUHAropoI0k0 3a JOCSTHEHHSI HOBUX PIBHIB,

K1 OTPUMYIOTHCS 32 BUKOHAHHS NIEBHUX LILJIEH.
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Po3pobka mexaniku ctpinbOu B Unreal Engine 4 Oasyerbcst Ha peamizaiii
BiANOBIAHO1 JioTiku. [lepir 3a Bce, CTBOPIOETHCS BX1AHA MO/IS JUISI BAKOHAHHSA CTPUIBOH,
10 aKTUBYEThCS HatucKaHHAM "JIiBoi kHomkum mumii". Y Blueprint nogaetscs Event
Tick, micns 4oro 1ei KOMIIOHEHT 3'€IHYEThCS 3 MOJI€I0, KA BIAMOBIIa€ HATUCKAHHIO
kHomnku "Pressed" misa "JliBol kHOOKHA MuIi".

Hami po3poOasieTbest BuxigHa momis s ctpiisou. Jlo Blueprint momaerhes
koMrioHeHT "Kyms", skuii CIyKUTh OCHOBHHUM €JIEMEHTOM I peajizaiii Iporecy
ctpineou. Bxig "Pressed", mo Biamosigae "JIiBiil kHOMIN MUIIi", 3'€ THYETHCS 3 BXOJIOM
"Fire", axuii 3amyckae Jit0 CTpuIbOU.

[Ticns upboro HamamTOBYETHCS BX1JHA noAis cTpiibOu. Event Tick iHTerpyerhes B
Blueprint 1 migkimtouaetses 10 Bxoay "Fire". HacTymHUM KpOKOM CTBOPIOETHCS BUX1AHA
NOJIisl 1Sl CTPLIIBbOU.

JIist BU3HAYEHHS TPAEKTOPii KyJi abo CHapsy BCTAHOBIIOETHCS BEKTOP
mBUAKOCTI. OOpoONIAIOTECS TOMAIl TMOTPAIUIAHHS KyJi B LU a00 3ITKHEHHS 3
o0’extamu. [lomaTkoBO peanmi3yroThCsi €(eKTH CTpUIbOM: 3BYKOBHM CYINpOBI,
Bi3yallizallisi BOTHIO 3 JyJia 30poi Ta HapaXyBaHHsI MOIIKO/KEHb.

Ha puc. 3.17 mpoaeMOHCTPOBaHO OCHOBHI €TaIy CTBOPEHHS MEXaHIKH CTPLIHOU.

Puc.3.17 306paxkeHHst po3poOKH CTPIILOU
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3.7 IncTpyKuisi KOpUCTYBa4ya rpu

ITociOonuk kopuctyBaua go rpu "3-D Game Shooter".

Bitaemo y CBITI 3aXOIUTIOI0YOT0 HAYKOBO-()aHTACTMYHOTO TAKTUYHOTO EKIICHY!
L{eit mociOHMK 03HAHOMUTH BaC 13 KIFOUYOBUMH (YHKIIISIMU, €JIEMEHTAMU YIIPABIIIHHS Ta
MEXaHIKaMHM T'pH, 1100 BH MOTJIM IMTOPUHYTH Y He3a0yTH1 OMTBU Ta MPUTOIH.

VYnpaBiiHHS IEPCOHAKEM:

. JI1s1 mepeMillieHHs] BUKOPUCTOBYHUTE KJIaBIIIIi:

W — pyx ynepez,

A — BIiBO,

S — Hazan,

D — Bopago.

. Muiiia BUKOPUCTOBYETHCA JIJIs1 OPIEHTAITT Ta OTJISIAY.

. JliBa KHOMKAa MHUIIl J03BOJISIE aTaKyBaTH BOPOTiB ab0 B3aEMOMIATH 3
00'eKTaMH.

. Hatuckanns kimasimn [IpoOin BUKOHYe cTpuOOK abo mepexisl y 3aXHCHE
YKPHUTTSL.

boitosa cucrema:

. JJ1st mpULIUTIOBaHHS 3aTUCHITH MPABY KHOIKY MUIIII.

. BuxopuctoByiiTe pi3Hi TUIIK 30poi, 100 3HANTH HAWKpally CTPATEriio s
MEePEMOTH HaJl CyNPOTUBHUKAMMU.

. CninkyiTe 3a piBHEM 370pOB’s MEPCOHAXKA: 3aCTOCOBYMTE anTEUKH Ta 1HIII
MPEAMETH JIJIsl IOT0 BIAHOBJICHHS.

B3aemois 3 irpoBUM CBITOM

. JlochimKyiiTe HaBKOJIMIITHE CEPEeIOBHUIIE, B3AEMO/IIIOUN 3 TIPCOHAKAMU Ta
o0'eKkTamu.
. 30upaiiTe KOPUCHI PECYpPCH, K1 TOIOMOXKYTh Y TPOXO/KEHHI I'PU.

MeHemKMEHT NepcoHaxa:

. Habwupaiite 1ocBia 1 OTpUMYITE HArOPOIH, TaKl K MEIaJIl.
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. 3MiHIONTEe 30pOI0 Ta HANAINTOBYWTE 30BHIIIHIA BUIJIAJ MEPCOHAXKA, 1100
3po0UTH TPy MAaKCUMAJIBHO 3PYyYHOIO Ta IPUEMHOIO.

Micii Ta 3aBIaHHSA:

Baiie ronoBHe 3aBnaHHs — 3yIMHUHUTH BOPOTIB, SIKI 3arPOXKYIOTh MUPY Ha Balllii
piaHii adeTi. KoykeH CynmpoTHBHUK — 11€ BUKJIMK, IO CTABUTH Mij 3arpo3y OE3IeKy Ta
TrapMOHIIO BaIIOro CBITY. 3aXUCTITh CBOIO 3€MJIIO BiJI BTOPTHEHHSI BOPOXKHMX CHJI, SIK1
HaMararoThes i1 MiIKOPUTH.

30epexxeHHs Iporpecy:

. BuxopuctoByiiTe QPyHKIIi aBTOMaTUYHOTO 200 PYyYHOTO 30€peKeHHs, 00
HE BTPATUTH CBiil Mporpec Ta MaTH 3MOTY MTOBEPHYTHCS JI0 TPHU B OyIb-SIKHI1 MOMEHT.

Hexaii Bam npuroau y cBiTI TAKTUYHOIO €KIIEHY IPUHECYTh 0araTo sICKpaBHX

BpPa)KE€Hb Ta IEPEMOT!
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BUCHOBKU

VY mporeci BUKOHAHHS IIi€] MaricTepchbkoi poOOTH Oylid AETalbHO PO3TISHYTI
pi3Hi acniekTH CTBOpeHHs iHTepakTuBHUX 3D-cepenosunr Ha ocHoBi Unreal Engine 4, a
TaKOXX METOAHU, ITHCTPYMEHTH Ta MOKIHMBOCTI, IIO0 MPONOHYE L Iuiatrpopma st
po3poOHUKIB. B pe3ynbTaTi MpoBeaeHOro J0CHiKeHHsS Oy chopMyJIbOBaHI OCHOBHI
BUCHOBKH, SIKi BHCBITJIIOIOTH KJIFOUOBI MoMeHTH Bukopuctanas Unreal Engine 4 y
po3po61i  3D-cepenoBull, TepeBard Ta OOMEXKEHHs 1€l IIaTGOpMH, a TaKOX
IIEPCIIEKTUBH 11 PO3BUTKY.

Unreal Engine 4 € oxHieto 3 HAWOLIBII MOTY)KHHUX 1 THYYKHX IUIATGHOPM IS
po3poOKu Bijeoirop Ta iHTepakTUBHUX 3D-cepemomuil. BoHa 103BOJIIE CTBOpIOBATH
BHUCOKOSIKICHY TrpadiKy, pealicTHuHy (I3UMKY, a TaKOX IHTEPAKTHUBHI E€JIEMEHTH, IO
poOuTh ii iJ€aNIbHUM IHCTPYMEHTOM JJii PO3POOKH Irop, BIPTyaJIbHUX CHUMYJISIIIM,
apXITeKTYpHUX Bi3yasi3allii 1 HaBiTh BIPTYyaJbHOI peaidbHOCTI. BHCOkMIl piBeHBb
netamizauli rpadiku, (QI3UYHI CUMYJIALII, OCBITJIGHHS, a TakKOoX I1HTerpauis 3
pi3HOMaHITHUMH cucTeMamu 3poouan Unreal Engine 4 ocHOBHOIO MIaTGOPMOIO st
0araTboX MPOBIJTHUX PO3POOHHUKIB IO BCHOMY CBITY.

Onniero 3 Benukux mepeBar Unreal Engine 4 € HasgBHICTH BEIMKOI KiTBKOCTI
TUIAriHIB 1 IOAATKOBUX 1HCTPYMEHTIB, SIKI JIO3BOJIAIOTH PO3MIMPUTH (PYHKITIOHAIBHICTD
matgopmu. Po3poOHUKH MOKYTh BUKOPUCTOBYBATH IUIATIHU JJI IHTETrpalii CTOPOHHIX
TEXHOJIOT1M, TaKUX SK BIPTyaJibHa PEAIbHICTh, JOMATKOBI (PI3MYHI MOJENI, a TaKOXK
THCTpYMEHTH il poOOTH 3 aHiMalli€r 1 MonenroBaHHAM. 3aBisku npomy Unreal
Engine 4 crae mie OUIBII THYYKUM 1 3pyYHUM ISl BAKOPHCTAHHS B Pi3HUX cepax.

Po3poOka intepaktuBHuX 3D-cepenopui Ha ocHoBi Unreal Engine 4 nae 3mory
BUPILIYBaTH YMCJICHHI 3aBJIaHHS, TOYMHAIOYM BiJI CTBOPEHHS BiAEOIrop A0 peaizallii
HABUYAJBHUX 1 CUMYJISIIIIHHUX mporpaMm. Bucoka sikicTh rpadiku, 3py4Hi IHCTPYMEHTH
Ui poOOTH 3 aHIMaIi€r, (i3MYHUMH CUMYJISIISIMA Ta OCBITICHHSM JO3BOJISIFOTH
CTBOPIOBATHU MPOJYKTH, SIKI MalOTh BUCOKHUI PIBEHb peaji3My Ta IHTEPaKTUBHOCTI.

VY xBamigikamiiiHiii po6oTi OyJ0 JeTalbHO PO3MVIAHYTO KIIIOYOBI €Tamu

MpOrpaMHOi peasizallli KOMIT I0TEepHOI I'pH, CTBOPEHOI 3a JOMOMOTOK 1HCTPYMEHTIB
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Unreal Engine 4. 3okpema, OyJio IpoaHa i30BaHO apXiTEKTYPy MPOEKTY 3a JOIIOMOTOIO
JiarpaMu  KJaciB, fKa TIOKa3ajda CTPYKTYpy B3a€MO3B'SA3KIB MK OCHOBHUMHU
KoMIioHeHTaMu TrpH, Takumu Ak GameEngine, Ul, Ilepconax ta Ilpenmeru. lle
JI03BOJIMJIO BU3HAYUTH JIOTIYHY MOOYAOBY TpH Ta €(PEKTUBHUI po3moaia (GyHKIIH MiX
KJIACaMHU.

BaxnuBuM acriekToM € po3poOka (yHKIIOHANy TpHU, 110 BKIIOYAE CTBOPEHHS
TOJIOBHOTO MEHIO, €KpaHIB 3aBaHTAKCHHS Ta BHOOPY pPEXKHUMIB. 3a JIOMOMOTOIO
Blueprint-intepdeiicy Baamocs peamizyBaTH IHTYITHBHHE 1 3py4HHN KOPHUCTYBAIlbKUI
1HTEeppeic 13 MIHIMAIbHUMU BUTpaTamMu pecypciB. Takox Oylio BHKOPHUCTaHO
Landscape Tool Ta Level Editor gist po3poOku irpoBOi MICLIEBOCTI, 110 3a0€3MEYUII0
peanicTuuHe BiIoOpakeHHs penbedy i 00'€KTIB y CEPEIOBHUIII TPU.

VY niapo3nuii MeXaHiku pyxy nepcoHaxka 0yJ0 3aCTOCOBAaHO KOMITJIEKCHUM IMiIX1]T
70 MoJientoBaHHs Ta aHiMmanii. OCHOBHI eTanu — CTBOpeHHs Mmojeni, UV-posroprtka,
TEKCTYpYBaHHS, PUITIHI Ta aHIMAIllisi — BUKOHAHI 13 BUKOPUCTAHHSM 30BHIIIHIX 3D-
penaktopiB (Blender, 3ds Max) Ta inctpymentiB Unreal Engine. HanamroBani QyHkmii,
taki sk IA Move, IA Crouch, IA FireWeapon Tomio, 3a0e3nedryii pPO3IIUPEHY
IHTEPAKTUBHICTb 1 YIPaBIIHHS IEPCOHAKEM.

Takum uWHOM, TporpaMHa peajizaiisi TPU JAEMOHCTPYE KOMIUIEKCHUN 1
CUCTEMHUHN TiAXin A0 cTBopeHHs mpoekty Ha 0a3i Unreal Engine 4. Iloennanns
CydacHUX IHCTPYMEHTIB 1 METOAIB  JO3BOJUJIO CTBOPUTH  ONTHUMI30BaHY,
byHKIIOHATBPHY ¥ IHTEpAKTHBHY TPy 3 BHCOKOI SKICTIO rpadiku, aHiMaiii Ta
YIOPABIIHHS.

[TincymoByroun, Unreal Engine 4 — 1e IHCTpyMEHT, SKUH BIJKpUBae Oe3iiu
MOJKJIMBOCTEH JIJIs1 pO3POOHUKIB Y BCbOMY CBITI. BiH He JHIle 103BOJIsIE peaizoByBaTH
MacmTabHI TPOEKTH 3 BHUHITKOBOIO SAKICTIO, ajie M CHpHUS€ PO3BUTKY IHIYCTPii
IHTEPAKTUBHUX TEXHOJOTIH y misoMy. Xo4a pyuIiii notpedye meBHOro piBHS 3HAHb 1
pecypciB, HOTO MOTYXKHICTh 1 YHIBEPCAIBHICTh POOJISATH HOTO 11€aIbHUM BHOOPOM JIJIst

TUX, XTO MpParHe CTBOPIOBATH 1HHOBAIIMHI Ta SKICHI IPOIYKTH.
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https://uk.sharpcoderblog.com/blog/introduction-to-unreal-engine-for-beginners
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JJEMOHCTPAIIIMHI MATEPIAJIU (Ilpe3enTanuis)

Jlepkasumii ynisepenter indopmauiiino-xomynikaniinux Texnosnorii
Kadenpa indopmauiiinux cucrem Ta 1eXH0I0KiH ‘

MATICTEPCBKA POBOTA
HA TeMY: |
‘ “NMnatdopma po3pobku iHTepakTuBHUx 3D-cepeposuuy Ans ‘
Bigeoirop Ha ocHoBi Unreal Engine 4”

Buxonas: ctyaent rpynu 1C/IM-61
Kpymweniupxuii Mapk

KepiBHHK: K.T.H., 10LEHT Kadeapn
ICT.
Oxcana TKAJIEHKO

—r 22 - -

| AKTyaJbHICTb TeMH:

~ 3a ocTaHHI POKII 3HA9HO 3pOC/Ia HOMYIAPHICTh IHTePaKTHBHIX 3D-cepeoBHI, AKi aKTIBHO BHKODICTOBYIOTECA ¥
Bizleoirpax, BipTyalbHil pealpHOCTI, apXITEKTVPHIil Bi3yasli3aii Ta HaBYaTBHIX CHUMYIIAMIAX. 3aB/IAKH DO3BHTKY
IHCTPYMEHTIB, TakuX K Unreal Engine 4, cTazo MOXIHBHM CTBOPIOBATH PeaTiCTHIHI, JeTali30BaHi Ta
IHTepaKTHBHI CepelloBHIIA 3 BHCOKOIO I'padiTHO0 AKICTIO0. ITONNT Ha TaKi TeXHOJOTI] 3pocTae yepe3 301 IbIIeHH
TIOTPeOH y peaTiCTHIHOMY Bi3yaabHOMY KOHTEHTI Ta IHTePAKTHBHIX PIIIeHHAX. JIOCTIKeHHS MOKIIBOCTEI 1
(YHKIIOHAIBHIX 0co0mnBocTeil Unreal Engine 4 11 CTBOPEHHS IHTEPAKTHBHIX CEDEIOBHII € aKTYaIbHHM JUIL
PO3BHTKY irPOBOI iHAYCTPIl, BIDTVAaIbHOI pealbHOCT] Ta CYMIKHIIX ramy3seil.

- MeTta po6oTH:

- Po3poOka iHTepakTiuBHOIO 3D-cepenoBHIma 3 BUKopucTaHHAM Unreal Engine 4 Ta omiHKa i0ro VHKIIOHAIBHEIX
MOJKIIIBOCTEI! ¥ CTBOPEHHI BICOKOSKICHIX I'padivHIX pilTeHb.

© 3aBJaHHSA JOCTLTKEHHS:

 IIpoaHami3yBaTll CYYAcHi PYIIii 1A CTBOPEHHS IHTepakTHBHIX 3D-cepeIoBHII.

© HocnimuTa QyHEKIiOHaTbHI MonBocTi Unreal Engine 4, 3o0kpeMa cucTeMy Blueprints Ta TeXHOIOTII peHIePHHTY.

©  O0'eKT J0CTiITKEeHH:
* IIporec CTBOPEHHS iHTEPAKTHBHIIX 3D-CepeNoBIIL.




Orasan niaargopm 1ias 3D-ceperoBHIn
Unreal Engine 4: Bicoka SKiCTs peHIEPHHTY, ccTeMa Blueprints, (i3nka.

Unity: KpocnnardopMHICTE, 3pyuHHi] iHTepdeiic i 2D/3D-IPOEKTIB.

Unity ECS
123k+
Yes - Paid
PC. GC, WEB, MD, XR
Assets Store AssetStore
License EULA
Developer's Unity Technologies
08.06.2005

TexHosnoriuHi MmoxxnmeocTi Unreal Engine 4

CucreMa peHAepuHry: PeanictuyHe OCBITNEHHS, TEKCTYPYBaHHS.
Blueprints: BisyanbHe nporpaMmyBaHHS irpoBoi NOriku.
OontumMmisadina: PiBHi aetanizauii (LOD), cuctema Level Streaming.
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IncTpymMeHTH MONe.TI0BAHHS
Blender: MozentoBaHHS, TEKCTYDYBaHHS, CKYJIBIITHHL.

SUBSTANCE

ETans 1ocIiKenHs

OKOMOTITOHATBHIX MOIerIeil.
0 Ta CTAaTHYHOI'O OCB.
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BukopuctaHHa Blueprints

TecTyBAaHHA Ta ONTHMI3amis

Pesynbrar: AHaJI3 IPOAVKTHBHOCTI JUIS Pi3HIIX IIPHCTPOIB.




Engine 4.
7, BKITFOHAI0TH ggwl’hysmally BasedRendezmg (PBR)
A 7103B0Is€ CTBODIOBATH {TDOBY IOTIKY 6e3 BUKOPHCTAHHS NDOTD
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