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PEDEPAT

TekcToBa yacthHa KBajiikamiiHOi poOOTH Ha 3100YTTS OCBITHBOTO CTYTCHS

OakanaBpa: 66 ctop., 5 Tadi., 23 puc., 20 pxepen.

Mema pobomu — ynoCKOHAJICHHS MPOLIECY MPOEKTYBAHHA Ta peaiizailii 0a30BOro
ITpOBOrO MKy KOOMEPAaTHUBHOI TpH »kaHpy rogue-like muisixom pos3podku MVP-
nporotuny Ha ocHoBi Unreal Engine 5 3 Bukopuctanasm Blueprints Visual Scripting,
KOMITOHEHTHOI opraHi3aiii gameplay-cucteM, CUCTEMHU IIPEIMETIB 1 porpecii 3a0iry.

06 exm 0ocnidaicenHss — POLEC PO3POOKU KOMIT FOTEPHOI IpH kaHpy rogue-like y
cepenoBuii Unreal Engine 5.

llpeomem Oocniodcennss — MeTOAU Ta 3aco0u peainizanii 0a3oBux gameplay-
CUCTEM KoolepaTuBHOI rogue-like rpu 3a nmonmomororo Blueprints Visual Scripting Ta
iHcTpymenTiB Unreal Engine 5.

Kopomxuu 3micm pobomu: Y poOOTI npochixeHo cnenudiky po3poOku
KOMIT IOTepHUX 1rop xkaHpy rogue-like/roguelite, akiieHTyroun yBary Ha Takux acreKkTax,
K CTPYKTYpa IrpoBOr0 UKITy, CACTEMA BUMAJAKOBUX HAropoI, Mporpecis mij yac 3a0iris,
MexaHika 00oBO1 B3a€MOJIl Ta MPUHIMIM MOBTOPIOBAHOCTI irpoBUX ceciil. Takox
npoananizoBaHo MoxiauBocTi Unreal Engine 5 nns peamizanii momiOHMX TMPOEKTIB,
30kpemMa BukopuctanHsi Blueprint Visual Scripting, Gameplay Framework, Actor
Components, cucremu BBeneHHs Enhanced Input, iHCTpyMEHTIB CTBOpPEHHS
KOPHUCTYBAIbKOTO iHTepdeicy Ta MexaHI3MiB O0OpoOKH irpoBux gaHux. Po3polieno
apXxITEKTypy IpH Ta MPOrPAMHO PEai30BAaHO KIIFOUOBI (DYHKIIOHATbHI MOJIMBOCTI:
KepyBaHHS TMEPCOHAXKEM, CHUCTEMY XapaKTepUCTUK, OONOBY B3a€MOJII0, BOPOTIB,
CUCTEMY CIaBHY, BHWIIQJIKOBI HAaropojau, TMpeaMEeTH, CKpHUHI, 1HTepdeiic rpaBIi,
3aBepIICHHS 3a0iry Ta BiJOOpa)KeHHS pe3yJbTatiB. [[1s miaBUIIIEHHS MaclITabOBaHOCTI
MPOEKTY dYacTWHA IrpoOBOi JIOTIKM BUHEceHa B okpemi Blueprint-kmacu ta Actor
Components, a mapameTpy NpeIMETIB 1 XapaKTEpUCTHK opraHizoBaHi y data-driven

dopmari. IIpoBeneHo TeCcTyBaHHS OCHOBHHMX MEXaHIK TPH, MEPEBIPEHO KOPEKTHICTH



poboTu 60HOBOI CHCTEMH, OTPUMAaHHSI HAaropoj, 3MiHM XapaKkTepUCTHK MEpCOHa)Xa Ta
3aBEepIICHHS I'POBOI Cecli.

Cdeporo BuKopuCTaHHS PO3pOOICHOTO MPOTPAMHOTO 3a0€3MEeYSHHSI € CTBOPEHHS
PO3BaKAIBHOTO IrPOBOTO 3aCTOCYHKY, a TAKOX BUKOPHUCTAHHS MPOEKTY SIK OCHOBHU IS
noJaibIioro po3BuTKky roguelike/roguelite-rpu 3 po3mmpeHnMHu MexaHiKaMH, HOBUMH

IepCcoHaxaMu, BOporamMu, npcaAMcTaMu Ta KOOIICPAaTUBHHUM PCIKHUMOM.

KJIFOYOBI CJIOBA: ROGUE-LIKE, ROGUELITE, UNREAL ENGINE 5,
BLUEPRINTS, GAMEPLAY FRAMEWORK, ACTOR COMPONENTS, II'POBUI
[MUKIJIL, I'POBA ITPOI'PECIAL.
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BCTYII

Axmyanvricme memu. KOMITIOTEpHI ITpH € OJHUM 13 HaWOUIBII JUHAMIYHUX
HANpPSMiB PO3BUTKY CY4aCHOTO MTPOrPaMHOT0 3a0e3MeYeHHs, OCKUIbKH MOEAHYIOTh Yy c001
rpadiyHl TEXHOJOTIi, CHCTEMH IITyYHOTO I1HTEJEKTy, I1HTEPAKTUBHY B3aEMOJIIIO
KOpHCTYyBada, MEPEKEBl MOXKIMBOCTI, 0OpOOKY MOJii y pealbHOMY 4Yaci Ta CKJIaaHy
BHYTpiIIHIO apxiTeKTypy [11]. OcobnuBe Miciie cepelt irpoBUX XKaHpPiB 3aliMalOTh rogue-
like Ta roguelite-irpu, s AKUX XapakTepHI MOBTOPIOBAHI IrPOBI CECii, BUIIAJIKOBI
HAropoju, IPOrpecis MepcoHaka, MOCTYIOBE YCKIAHEHHS ITPOBOTO MPOIIECY Ta BUCOKA
BaplaTUBHICTH MPOXOHKEHHS [12].

Po3poOka rpu Takoro jkaHpy € JOBOJII CKJIAJHUM 1HXXEHEPHUM 3aBIaHHSM,
OCKUIBKH IpOrpaMHa CUCTEMa MOBUHHA FapaHTOBAaHO 3a0e3MeuyBaT cTadlIbHYy poOoTy
YUCIEHHUX B3a€MOINOB’SA3aHUX MigcucTeM. Jlo TakuxX HajleXaTh: YIPABIIHHSA
nepcoHa)keM, 00MOBa MEXaHlKa, CUCTEMA XapaKTEPUCTUK, MOYJIl BOPOTIB 1 MPEIMETIB,
BUIIAJIKOBI HAropojau, mporpecis 3abiry, iHTepdeilic KopucTyBadya Ta Mpoleaypa
3aBEpILEHHA ITPOBOi cecii. ¥ pa3l CTBOPEHHS KOONEPATUBHOI I'PU PIBEHb CKIIATHOCTI
3pocTae 1ie OuIblle, a/Ke 1€ BUMarae BpaxyBaHHS B3a€MOJI1 MK KUIbKOMA T'PaBIIsIMHU,
CUHXPOHI3aIlli IrpOBOr0 CTaHy Ta MPABWJIBHOI OpraHizaiii JaHUX, IO CTOCYIOTHCS
KO>KHOT'O YYacCHHKa 1rpOBOT0 MPOLIECy.

Unreal Engine 5 € cyqacHUM irpoBUM pyIIiEM, SIKHI Ha1a€ BETUKI MOXKITUBOCTI JIsI
PO3pOOKH IHTEPAKTUBHHUX 3aCTOCYHKIB 1 KOMIT FoTepHUX irop [1]. OgHiero 3 fioro neperar
€ Blueprint Visual Scripting — cuctemMa Bi3yaJbHOTO MHpOrpaMyBaHHs, IO JO3BOJISE
HIBUJKO peaii3oByBaTH gameplay-yoriky 6e3 000B’3K0BOro BUKOpUCTaHHS MOBU C++
[2]. Bognouac Blueprint-first miaxig notpedye npaBUIIbHOI apXITEKTYpPHOI Oprasizanii,
OCKIJTbKM HaIMIPHO BEJHMKI Ta >KOPCTKO TOB’si3aHi Blueprint-rpadu  yckiagHio0OTh
MOMAJIBITY MATPUMKY, TECTYBaHHS Ta PO3IIUPEHHS TMPOEKTY [9].

Came TOMy aKTyaJbHUM € pO3pO0JICHHS KOONEPATUBHOI I'pH *kaHpy rogue-like Ha
ocroBi Unreal Engine 5 13 BukopucTanHiIM MOYJIbHO1 apxiTeKTypH, Actor Components,

okpeMux Blueprint-knaciB i1 OCHOBHHMX IrpoBUX cyTHOCTeH Ta data-driven migxomay o



ONMKCY TMPEAMETIB, XapakTepucTuk 1 HaropoA [5]. Takuil miaxia 103BOJSE 3MEHIIUTH
JyOJIFOBaHHS JIOT1KH, CIIPOCTUTH OalaHCYyBaHHSI IIPOBUX MMapaMeTPiB 1 CTBOPUTH OCHOBY
JUTS TIOIATBIIOTO PO3IIUPEHHS TPH.

Mema pobomu — ynoCKOHAJICHHS MPOLIECY MPOEKTYBAHHSA Ta peaiizailii 0a30BOro
ITPOBOrO MKy KOOMEpPAaTHUBHOI TpH »kaHpy rogue-like muisixom po3podku MVP-
npototurty Ha ocHoBI Unreal Engine 5 3 Buxkopuctanusim Blueprints Visual Scripting,
KOMIIOHEHTHOT opraHizaliii gameplay-cucreMm, CHCTEMH IIPEAMETIB 1 Iporpecii 3a0iry.

Jl7is mocsiTHEHHS! TOCTAaBIEHOI METH B KBamiQikamiiHii poOOoTi ciif] peanizyBaTH
TaKl 3aBJaHHI:
l. Jocniautu oco0IMBOCTI irop kaHpy rogue-like Ta roguelite.
2. Po3rnsHyTd Ta po3i0paTH ICHYIOY1 aHAJOTH Ta BU3HAYUTU OCHOBHI BUMOTH

JI0 HAIIO1 I'PH.

3. Posrinssnytn  mMoxmmBocti Unreal Engine 5 nams CTBOpEeHHsS 1rpoBHUX
3aCTOCYHKIB.

4. Cripo€ekTyBaTH apXiTEKTYpy I'pU Ta CTPYKTYpy OCHOBHUX Blueprint-kmnacis.
5. PeanizyBatu cuctemy KepyBaHHS IEPCOHAKEM.

6. PeanizyBatu cucteMy XapakTEepHUCTHK, 3J0pPOB’s, IIKOAM Ta OO0HOBOI
B3a€EMO/III.

7. PeanizyBatu 6a30By JIOTiKy BOPOTIB 1 CUCTEMY iX MOSIBU HA ITPOBIH apeHi.
8. Po3pobutu cuctemy mpeaMeTiB, CKpUHb, BUTIAJKOBUX HArOpoJl 1 mporpecii
3a0iry.

9. CTBOpUTH KOPHUCTYBAIlbKUIl 1HTEepdenc s BiJOOpaKeHHS OCHOBHUX

napameTpiB Ipu.

10. IIpoBectu TecTyBaHHS OCHOBHHUX MEXaHIK Ta MpOaHaTi3yBaTH pe3yibTaTd

pOOOTH MPOrPaMHOT CHCTEMH.

06 ’exm OocniodceHHs — MpoLEec PO3POOKU KOMIT I0TEpHOI I'pu »kaHpy rogue-like.

IIpeomem oocnioddrcenHs —METOIM Ta 3aCO0U peastizallii KoorepaTUBHOI IPU KaAHPY
rogue-like Ha ocHoBi Unreal Engine 5.

Memoou oocnioocenna. 1lig yac BuKOHaHHS KBadigikamidiHOT poOOTH

BUKOPUCTAHO METOAM TEOPETUYHOTO aHajidy s  JOCHIDKEHHS SKaHPOBUX



ocobnuBocTel rogue-like/roguelite-irop, MeTOIM MOPIBHSIBLHOTO aHAMI3Y IS OTVISTY
ICHYIOUHMX aHAaJIOTiB, METOAM 00’ €KTHO-OPIEHTOBAHOTO MPOEKTYBAHHS ISl MOOYI0BU
apXITeKTYypu TMPOTPaMHOI CHUCTEMH, METOAM KOMIIOHEHTHOTO IIPOEKTYBAHHS IS
BUHECEHHs MOBTOPIOBaHOI gameplay-noriku B Actor Components, a TaKOX METOJIU
(YHKIIIOHATFHOTO TECTYBAaHHS JIJIs IEPEBIPKHU MPalle3/1aTHOCTI peasli30BaHUX MEXaHIK.

Hayxoesa nosusna odepoicanux pezyromamis. Y poOOTI 3alIpOIIOHOBAHO MiAXI A0
noOy10BU MOAYJIbHOT apxiTekTypu rogue-like rpu B Unreal Engine 5 3 BukopucTanasIm
Blueprint-first po3poOku, po3MOALTYy BiANOBIAATBFHOCTI MIXK OCHOBHMMH KJIacaMu
Gameplay Framework Ta BuHeceHHsSM MOBTOproBaHOi Jioriku B Actor Components.
OcoOnuBICTIO TIAXOMY € TMOEIHAHHS MBUAKOT po3pobku 3acobamu Blueprints 13 data-
driven opranizaili€ro irpoBux mnapameTpiB, 10 JO3BOJISIE€ 3MIHIOBAaTH OajlaHC TIPEAMETIB,
XapaKTEPUCTUK 1 HAropoj| 6€3 CyTTEBOI 3MIHM OCHOBHOI JIOT1KH T'PH.

Ilpakmuune 3uaueHHs: omMpUMAaHux pe3yivbmamieé TONATaE B TOMY, IO
pPO3pOOTIEHNIT MPOTOTHI MOXKE CIYTYBaTH OCHOBOIO JJisi TOJAJBIIOTO CTBOPEHHS
MOBHOIIIHHOI Tpu y xaHpi rogue-like abo roguelite. 3amporoHoBaHa apXiTeKTypa
3a0e3nevyy€e THYYKICTh Y PO3BUTKY TPOEKTY, JO3BOJSIOUM JIETKO JI0JaBaTH HOBUX
MIEPCOHAXIB, BOPOTiB, MPEMETH, HATOPO/IHU, ITPOBI PEKUMH Ta KOOTIEPATUBHI MEXaHIKH.
Takox BaXJIMBOIO € MOKJIMBICTh BUKOPUCTAHHSI PpE3yJbTaTiB POOOTH SK 3pa3zka
oprasizarii npoekTiB 3a miaxoaoM Blueprint-first y cepenosumi Unreal Engine 5.

Po6ora npoitmnina anpoobariito. 3a i pe3yspTaTaMu 0yJio OImy0JIIKOBAaHO HACTYITHI
TE3U JOIOBIIECH:

1. baxmyt M.C. IIpoekryBanns apxiTekTypu rpu Ty roguelike Ha ocnoBi Unreal
Engine 5. BceykpaiHncbka HayKoBO-TexHiIuHa KoHpepeHiis «Texnomnorii
M(POBOro PO3BUTKY: MPOrPaMHI CUCTEMH Ta JeUeHTpam3amis». 1-3 TpaBHs
2026 poxy, Kuis, IVIKT. 36ipHuk Te3 (mogaHo B IPYK).

2. baxmyt M.C. IlpoToTun amanTUBHOI cUCTeMH (OPMYBAHHS CKJIQJHOCTI Ta
Haropon y roguelike-rpi va 6a3i Unreal Engine 5. VI BeceykpaiHcbka HayKOBO-
npaktuyHa KoHbepeHIlis «CydacHi IHTeNEKTyanbH1 1HGOPMAIIiifHI TEXHOJIOT1T

B Hayll Ta ocBiTi». 15 TpaBus 2026 poky, Kuis, IYIKT. 36ipHuk te3 (mogaHo
B JIPYK).
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1 JOCJIIIKEHHSA OBJIACTI PO3POBKH ITOP TA IIOCTAHOBKA 3AJIAUI

1.1 BuB4eHHs npeaMeTHOI o0JacTi

Komm’toTrepHi irpu mpeAcTaBsIOTh COOOK CKJIAMHI IHTEPAKTHUBHI MporpamHi
CHCTEMH, L0 MOEAHYIOTh y co01 rpadiune BimoOpakeHHs, 0OpoOKy Nii KOpUCTyBaya,
MOJICTIOBaHHS TOBEAIHKH ITPOBUX OO €KTIB, IITYYHUN IHTENEKT, (DI3UKYy, €JIEMEHTH
iHTepdeiicy KopucTyBaya, ayaio-CyIpoBiJl Ta JIOT1KY IrpoBOTO Ipoliecy. Ha BiamiHy Bix
0aratboX TPAIULINHUX MPOrPAMHHUX 3aCTOCYHKIB, I'pH MPAIIOIOTh Y PEXKUMI PEATIbHOTO
gacy Ta MOTpeOyIOTh MOCTIHHOIO OHOBJICHHSI CTaHy IrpOBOIO CBITY BIAMOBIAHO O 1A
rpaBI, IOBEAIHKM BOPOTiB, BHYTPIIIHIX IPaBUJ IPU Ta BUNAAKOBUX MOIIH.

[IpeameTHOO 00MaCTIO TaHOI KBaMi(iKaliiiHOi poOOTH € po3poOKa KOMI FOTEPHOI
rpu xkaHpy rogue-like Ha ochHoBi Unreal Engine 5 [14]. Irpu 1mporo sxaHpy
XapaKTepU3ylThCsl TMOBTOPIOBAHMMHU ITPOBUMH CECISIMH, BHCOKOIO BapiaTUBHICTIO
IPOXO/DKEHHS, BUIAJAKOBUMH HaropojaMu, IMOCTYIIOBUM PpO3BUTKOM IIEpPCOHAXKA Ta
HEOOX1THICTIO TOUMHATH HOBUM 3a0ir miciist mopasku [12]. YV cydacHuX mpoeKTax 4acTo
BUKOPUCTOBYETHCS TAaKOXK MOHSTTS roguelite, sike nependadyae 30epeKeHHS OCHOBHHX
o3Hak rogue-like, ane momyckae OUIBII THYYKY CTPYKTYPY ITPOBOTO MpoIecy, O0HOBY
CUCTEMY B peajJbHOMY 4acl Ta YaCTKOBY MpOTrpecito Mixk 3abiramu [12].

OcHoBorw irpoBoro mporecy B rogue-like/roguelite-irpax € 3abir. 3a0ir sBise
co00I0 OKpeMy ITpOBY Cecito, Mij Yac SKOi TpaBellb KEpye MEpPCOHaXKeM, OOpeThCs 3
BOpOraMH, OTPUMYE JIOCB1JI, 30JI0TO, IPeAMETH a00 1HII1 HArOPOIH, a TAKOX MOCTYIOBO
MOCHIIIOE CBOTO mepcoHaxa [12]. V pasi cMmepTi mepcoHaxa ab0 BUKOHAHHS KIHIEBOT
YMOBHU 3a0IT 3aBepuIy€eThbcs. Takuil MiaX1J CTBOPIOE LIUKIIUYHY CTPYKTYPY I'pH, 1€ KOXKHA
HOBA CIIpo0a MOXKe BIAPI3HATUCA BiJ MONEPEAHBOI Yepe3 BUMAAKOBUI BUOIp MPEIMETIB,
1HIIY TOCIIAOBHICTD MOJIIN, 3MIHY CKJIaJTHOCTI 200 MOSIBY PI3HUX THIIIB BOPOTIB.

VY rogue-like Ta roguelite-irpax po3BUTOK MEpCcOHaka 3a3BUYall BiIOYBAEThCS HE
oJipa3y, a MOCTYIOBO, MiJ Yac camoi crpodu npoxomxeHHs. Ha moyatky rpasenb mae

0a30BI MOXJIUBOCTI, aje Mmicis OO0iB, BIAKPUTTA CKpUHb a00 OTPUMAHHS HAropoj
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CUTYyallisl 3MIHIOEThCS. [lepcoHaxk Moke CTaTH BUTPHUBATIIIAM, IIBUJIIIE aTaKyBaTH,
3aBjaBaTH OUIbIIE MIKOIM a0 Kpalle BIIHOBIIIOBATH 30poB’s. Uepes 11e o7Ha i Ta cama
apeHa He 3aBXJIU BIUYBA€ThCS OJHAKOBO, HABITh SKIIO BOPOTH W 3arajibHi MpaBHIa
3QJIMIIAIOTHCS CXOKUMU. B 01HOMY 3201y rpaBelb OUIbIIe MOKIaa€ThCs Ha MBUAKICTh
1 K0Ty, B 1HIIIOMY — Ha 3amac 37J0poB’si Ta BibkuBaHHs. /{151 MVP-Bepcii Takoi rpu ib0ro
BXKE JOCTaTHhO, OO OCHOBHA 17esl KAHPY CTa€ 3pO3yMIJIO0 0€3 CKIaTHOI CHUCTEMHU
MOCTIHHOTO PO3BUTKY MIXK 3a0iraMu.

Oxpemo Tpeba BpaxoByBaTH poOJib BUMAAKOBUX Haropona. Came BOHH pOOJATH
IPOXO/PKEHHS MEHII Nepe0dadyyBaHUM 1 Jal0Th FPABIIO MPUYHMHY MPOJIOBXKYBATH 3a01r
micysl KOKHOI XBUJIl BoporiB. [Ipenmer Moxe BunacTu micist 0010, OyTH OTpUMaHUM 31
CKpHH1 200 CTaTy HArOpoJ0I0 3a MEeBHY No110. [Tpy IboMy BakInMBO, 1100 TaKi HATOPOIU
HE BUIJISIAJIN MOBHICTIO BUMAJKOBUMHU 1 HECHPAaBEAJIUBUMU. SIKIIO CUIIBHI MPEAMETH
3 ABISIIOTBCA 3aHAATO YacTO, Ipa IIBUAKO BTpaya€e CKIAJHICThb. SKIIO K KOPHUCHI
MOKpAIIEHHS Maike He TPAIUIAIOThCS, TPABEIb MOXKE HE BIIYTH PO3BUTKY IIEPCOHAXKA.
Tomy nmpenmMeT JOUIIBHO MOAUIATH 32 P1IKICTIO Ta BIUIMBOM Ha XapaKTEPUCTUKU. Takuii
Niax17 He yckiaaHioe MVP HanMipHO, ajie 103BOJIsi€ MMOKa3aTH BAXKIIMBY PUCY KaHPY —
KOXEH 3a01T MOK€ MaTH CBii TEMII 1 TPOXH THIINI CTHIIb TPOXOXKCHHS.

3 TEXHIYHOI TOYKHU 30py PO3pOOKa IpU TAKOro TUIY MOTPEOY€E YITKOro MOJALTY Ha
okpemi miAcucTeMH. Jl0 OCHOBHHMX TIJCUCTEM HaleXaTh: CHCTEMa KEpyBaHHS
nepcoHaxkeM, 00HoBa CUCTEMa, CUCTEMA XapaKTEPUCTHK, JIOT1Ka BOPOTiB, CUCTEMA TOSIBU
BOPOTiB, CUCTEMA MPEIMETIB, HATOPOJIU, KOPUCTYBALLKHI 1HTEPPEIC, YMOBH IEPEMOTH
Ta Mopasku. SIKIIO I eJIEMEHTH PeaTi30ByBaTH K KOPCTKO MOB’si3aHI YaCTUHU OJTHOTO
Blueprint-xiacy, IpO€eKT NIBUIKO CTA€ CKIATHUM JIJISl ATPUMKH Ta po3imupeHHs. ToMmy
3aCTOCOBYBAaTH MOJYJIBHHI MiXiM, 1€ KO)KHA CUCTEMA YITKO BUKOHYE CBOIO BU3HAYCHY
byHKIIIFO.

Unreal Engine 5 € oaHMM 13 Cy4acHUX ITPOBHUX PYILIiB, SIKUWA HaJga€e 3aco0M AJis
CTBOpeHHsI iHTepakTuBHUX 3D-npoekTiB [1]. s peanizaiii gameplay-noriku B Unreal
Engine 5 moxxe BukopuctoByBatucs sk C++, tak i Blueprint Visual Scripting. Blueprint-
first miaxig € mouimbHUM it MVP Ta CTyJIEeHTCHKUX MPOEKTIB, OCKIIBKH J03BOJISIE

IIBUIKO CTBOPIOBATH, TMEPEBIpSATH Ta 3MIHIOBATH IrpoBl MexaHiku [2]. BomHouac
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edexTuBHE BUKOpUCTaHHs Blueprints moTpebye mpaBUIIBHOI apXITEKTYpH, OCKUIbKH
BEJIMKI Ta HECTPYKTypoBaHi Blueprint-rpadu yckinaaHIOIOTh TECTYBaHHS, HAJIATO[KCHHSI
Ta MOJAIBIINN PO3BUTOK I'PH.

Y Mexax AaHoi poOOTH MpeaMeTHa OO0JIACTh OXOIUIIOE CTBOPEHHS MPOTOTHUITY
KoorepaTuBHOI rogue-like rpu 3 00OBOIO B3a€MOJII€I0 B pealbHOMY Yaci, CUCTEMOIO
XapaKTEPUCTHK, BOPOTaMH, BUTIAAKOBUMHU TIPEAMETaAMH, CKPHHIMH, TIPOTPECI€0 3a0iry
Ta 1HTepdercom kopuctyBadya. OCHOBHA yBara MNPUIUISIETHCS HE JIMIIE peaizallii
OKpEeMHUX ITpOBHX MEXaHIK, a W MoOyAOBI TaKOi apXITEKTYpH, fKa T03BOJMUTH Hajali
PO3IIMPIOBATH I'PY HUISIXOM JI0JJaBaHHS HOBHUX BOPOTIB, MMPEIMETIB, 3/1I0HOCTEH, IrPOBUX

HOI[iﬁ Ta KOOIICPATHUBHUX MOKJIMBOCTEH.

1.2 AHaui3 iCHYylOUHMX aHAJIOTIB

Jlns BuU3HA4YeHHsA (YHKIIOHAJBHUX OCOOJMBOCTEM MallOyTHBHOI T'pU JOLLIBHO
MpOaHai3yBaTH ICHYIOYl TPOEKTH >kaHpy rogue-like/roguelite. Amaniz ananoris
JT03BOJISIE BUBHAUNUTU OCHOBHI MEXaHIKH, 5Kl (POPMYIOTh ITPOBUM LIMKJI, BIUTMBAIOTH Ha
MOBTOPIOBAHICTh MPOXO/HKEHHS Ta 3a0€3MeuyroTh 3aIliKaBJICHICTh TPABIS MPOTITOM
0araTtboX IrpOBUX CECIH.

Y Mexax poOOTH PO3IISHYTO JAEKUIbKa 1rop, SKi MarTh PI3HI MIAXOAU 0
peamizarii roguelite-mexanik: Risk of Rain 2, Hades Ta Soulstone Survivors [17]. Lli
MPOEKTH OOpPaHO TOMY, 110 BOHU JAEMOHCTPYIOTh PI3HI BapiaHTH MNOOYJOBH ITPOBOTO
MpoIleCcy: TPUBUMIPHUM action roguelite 3 KOONepaTUBHUMU MO>KJIMBOCTSIMHU, CIOKETHO
opieHTOBaHUM roguelite 3 CHCTEMOIO0 HaropoJ 1 apeHHO-XBHIIbOBUI roguelite 3 BEIMKOIO

KUTBKICTIO BOPOTIB.

1.2.1 Risk of Rain 2

Risk of Rain 2 € oguum 13 HaWOUIBII peIEBAHTHUX AHAJIOTIB JUIS JTaHOL
KBamidikaiiitHoi poOOTH, OCKUTEKH I'pa MOEIHYE TPUBUMIPHHM IrPOBHI IPOCTIp, OOHOBY
CUCTEMY B pEaJIbHOMY Yaci, BUMAJKOBI MpeAMETH, MaclITaOyBaHHS CKJIQJHOCTI Ta

KooneparuBHUi pexxuM [15]. OCHOBOIO IrpOBOTO TPOIECY € MPOXOKEHHS OKPEMHUX
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3a0iriB, MiJ Yac SKUX TpaBellb 3HMIIYE BOPOTIB, OTPUMYE 30JI0TO, BIJIKPUBAE CKPHHI,
30Mpae MpeIMeTH Ta MOCTYIIOBO MOCHITIOE TIEPCOHAXKA.

BaxxnuBoro ocobmuBicTio Risk of Rain 2 € cucrema mpenmeris. Ilpenmern He
IPOCTO 301IBIIYIOTh OKPEMi XapaKTEPUCTHKH, @ MOXKYTh CYTTEBO 3MIHIOBATH CTHIIb TPH.
Hampuxmnan, ogHi mnpeamMeTH MiABUIIYIOTH UIKOAY, 1HIII — IIBUIAKICTH aTakw,
BIDKMBAHICTh, MOOUTBHICTh a00 JOAAIOTh MOMATKOBI €(eKTH MiJ Yac aTaku. 3aBIsKh
IIbOMY KOKEH 3a0Ir Ma€ 1HITy JUHAMIKY, HaBITh SIKIIIO T'paBellb BUKOPHUCTOBYE OJHOTO U
TOTO CaMOTO TIEPCOHAXKA.

[Ile onHI€I0 BAXKJIMBOIO MEXAHIKOIO € MacIITabyBaHHs CKJIAIHOCTI 3 yacoM. Yum
JIOBIIIE TPUBAE 3a01Ir, TUM CHJIBHIIIUMH CTalOTh BOpord. Lle cTBoproe mocTiitHU THCK Ha
TPABIl Ta 3MYIITY€ HOTO MIBUAKO MIPUHMATH PIITICHHS: TOCTIKYBAaTH PIBEHB JISI TTONITYKY
JIOJIATKOBUX TPEIMETIB a00 IMIBUJIIEC aKTUBYBATHU MOJII0 3 OOCOM 1 MEPEXOIUTH Jai.
Takuit miaxig goOpe MIATPUMYE TEMII TPU Ta HE JIO3BOJISE TPABIIO 3JIMINATHCS B
0€3MeYHOMY CTaHi 3aHAaJITO JOBTO.

Jiist nanoi po6otu HakOIbII KopucHUMH 171esmu 3 Risk of Rain 2 e:

CUCTEMA CKPHUHb SIK JIKEpEJa BUMAJAKOBUX MPEAMETIB;

- OTPUMaHHs 30JI0Ta 33 IEPEMOrY HaJl BOPOramy;

- MPEAMETH SIK OCHOBHMI CIIOCIO MOCHIIEHHS MEPCOHAXA;
- MOCTYTIOBE YCKIIQHEHHS TpU;

- CTPYKTypa 3a0iry 3 (GiHAIBHOO IIJUITI0 a00 6ocoM;

- MOXJIMBICTh MOAJIBILIOTO PO3IIUPEHHS TP JO KOOTIEPATUBHOTO (popMmary.

P ¥ AP 5 R

Objectives:

Ehiarge the T
o i)

[0 geteat the boss!

au-di

Puc. 1.1 Irposuii npouec y Risk of Rain 2
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Puc. 1.2 Cuctema npenmetiB Ta ckpusb y Risk of Rain 2

VY po3pobiiroBaHOMY MPOEKTI 11 1€ MOXKYTh OyTH aJanTOBaHl y CHPOIICHOMY
BUIJISIL: TpaBelb MEepeMarae BOPOriB, OTPUMYE 30JI0TO, BIJKPUBAE CKPHUHI, OTPUMYE
BUIAJKOBI MIPEIMETH, MOCUIIOE XapaKTEPUCTUKU Ta 3aBepUIy€e 3a0ir Miciii BUKOHAHHS

KIHIIEBOI YMOBH.

1.2.2 Hades

Hades € npuxnanom roguelite-rpu, y sikiil 3Ha4Hy poJib BIAITPAIOTh TOBTOPIOBaHI
3a0iru, BUOIp Haropo, pO3BUTOK MEPCOHAXKA Ta MOCTYOBE BIIKPUTTS HOBOTO KOHTEHTY
[16]. Ha Binminy Bix Risk of Rain 2, Hades mae 61s1b1i1 cTpyKTypOBaHHMi MOA1T HA OKpEMI
KIMHATH, Y SKUX TpaBellb MepeMarae BOPOTIB 1 MICIA LBOIO0 OTPUMYE HAropody ado
0o0Mpae MoJaIbITNN IUISX.

Opniero 3 kimouoBux ocodnuBocteil Hades € cuctema BuOopy nokpamiens. [licns
MPOXOJIP)KEHHS TIEBHUX €TaIllB I'PaBellb OTPUMYE TUMYACOBI OOHYCH, SIKI JIIFOTh Y MEXKax
noTOYHOro 3a6iry. L{i 60HyCH MOXKYTh 3MIHIOBATH aTaKH, JI0JIaBaTH J0JIaTKOB1 e(heKTH,
MOKpAIIlyBaTH 3aXUCT a00 BIUIMBATH HA 1HIII aCIEKTU 00HOBOT CUCTEMH. 3aBISKH I[bOMY
KOXKEH 3a0ir Mae BJIaCHUN HAa0Ip MOXKIIMBOCTEH, a TpaBellb MOXKE aanTyBaTH CTHIb TPU
710 OTPUMAHUX MOKPAIEHb.

Takox BaXXJIMBOIO € HasIBHICTh MeTariporpecii. HaBiTh siKi1lo rpaBelb nporpae, BiH
MOCTYIIOBO BIJIKPMBA€ HOBI MOXJIMBOCTI, MOKpaIleHHs a0o0 CrokeTHI enemeHTH. lle

3MEHIIIy€ HEraTWBHE BIAUYTTS BiJ MOpa3Ku Ta MOTHBYE MOYMHATH HOBI cnpoOu. s
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MVP-Bepcii po3po0itoBaHOi IT'py ITOBHA CHCTEMa MeTanporpecii Moxe OyTH HaJMIpHOIO,

OJIHAK 11 MOKHA PO3IJIAJIaTH SIK MEPCIEKTUBY MOAIBIIONO PO3BUTKY.

3 Hades ans po3po0aroBaHOi rpi MOKHA BUKOPUCTATH Taki 1€l

3a0ir SIK OKpeMa 3aBepllieHa IrpoBa cecis;
HaropoJIid, 10 3MIHIOIOTh CTHJIb MPOXOKCHHS;
MOCTYIIOBE MTOCUJICHHS TIEPCOHAXa B MeXax 3a0iry;
3pO3yMiNTy CTPYKTYpPY NIEPEMOTH Ta TIOPa3KH;

MOTI/IBaI_IiIO A0 IIOBTOPHOI'O IIPOXO’KCHH.

THEMINOTAUR

122/160 ¢ 1/3

Puc. 1.3 Ilpuknan 60iioBoi ciienu Ta inTepdeiicy B Hades

VY Mexax aHoi poOOTH 1Li NPUHLMIIKA MOXYTh OyTH peajli30BaHl yepe3 CUCTEMY

MPEAMETIB, K1 3MIHIOIOTh XapaKTEPUCTHKHU TMEPCOHAXka, Ta Yepe3 3aBEpIICHHS 3a0iry

MiCJIs epeMoru Haj 6ocoMm abo cMepTi rpaBlisl.

1.2.3 Soulstone Survivors

Soulstone Survivors € npuknaaoMm action roguelite-rpu 3 apeHHOIO CTPYKTYPOIO,

BEJIMKOI0 KUJIBKICTIO BOPOTiB, XBUJILOBUM ITPOBUM IPOIIECOM 1 MOCTIHHUM PO3BUTKOM

nepcoHaxa mig yac 6ot [18]. Ha BiaMiHy BiJ irop i3 KIMHATHOIO CTPYKTYPOIO, TYT

OCHOBHA Jisl B1IOYBA€THCS Ha BIAKPUTIN apeHi, Je TpaBellb MOCTIMHO MepPeMILTy€eThCs,

YHHUKA€E aTaK 1 3HUILYE BEJIUKY KUTbKICTh MPOTHUBHUKIB.
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OcHoBHOIO o0co0OmuBicTIO Soulstone Survivors € 1HTEHCUBHHUNA OOMOBUHA UK.
Boporu 3’BistoThCs XBUISIMU a00 MOCTIMHUM IMOTOKOM, a FPpaBelb NOBUHEH BUKUBATH,
MOKpAaIIyBaTH CBOI 3M10HOCTI Ta afjanTyBaTUCS IO 3POCTAHHS CKIAMHOCTI. Takuid miaxiz
no0pe miaxoauth st MVP, ockinbku He MOTpedye CKIIAIHOI MpOoLeIypHOI reHeparii
piBHIB 1 J03BOJsiE€ cOKyCyBaTucs Ha OOMOBIM CHCTEMi, XapaKTEpUCTUKAX, BOPOTax,
npeaMeTax Ta OamaHci.

[Ile oaHi€I0 BaXKIMBOIO PUCOIO0 € TMOCTYNOBE 3POCTAHHA CUJIM TMEpCOHaxa. Y
MIPOIIECi TPH TPaBelb OTPUMYE HOBI MOKPAIEHHS, sIKI BILTUBAIOTH HA IIIKO/TY, IBHUKICTH,
00J1aCTh ypa)KeHHs, YaCTOTy aTak ado iHii napamerpu. Lle cTBoproe BimuyTTs! pO3BUTKY
Ta J03BOJISIE TPABIIO MOCTYIOBO MEPEXOJUTH BijJ CIAOKOTO MOYATKOBOIO CTaHy JI0
CWJIBHOTO IEPCOHAXa, 3[aTHOT0 3HUILYBATH BEJIMKI I'PYIH BOPOTIB.

Jist po3po0toBaHoi rpu 3 Soulstone Survivors T0IITEHO BUKOPUCTATH TaKl 171€1:

- apeHa sIKk OCHOBHMI MPOCTIp T'pH;

- XBUJIbOBA 200 NOCTYIIOBA MOSIBA BOPOT'IB;

- MIBUAKUNA OOHOBUM LIUKII;

- PO3BUTOK MEpCOHAXka I1]] yac 3a0iry;

- ITOCTYTIOBE ITiIBUIIICHHS CKJIaJHOCTI;

- (okyc Ha BUKUBAHHI Ta KOHTPOJI1 TPOCTODPY.

Puc. 1.4 Irposuii poriec y Soulstone Survivors
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Lle#i aHanmor € KOPUCHUM came 3 TOYKU 30py MVP, ockinbku apeHa J03BOJIsI€
MIBU/ILIE CTBOPUTH TMpale3laTHUN IrpoBui 1UKI 0e3 HEeOOXIAHOCTI peani3oByBaTu

CKJIQJHY CUCTEMY MPOLEIYPHUX PIBHIB.

1.2.4 IlocTaHoBKA 3a/1a4i PO3PO0OKH

Ha ocnosi ananizy irop Risk of Rain 2, Hades ta Soulstone Survivors moxHa
BU3HAYHTH KJIIOYOBI MEXaHIKH, SKi € TOIMIJILHUMU JIJI1 BUKOPUCTAHHS i1 9ac po3poOKH
BJIACHOTO MpPO€EKTYy. KokKHA 3 pO3TISHYTHX ITOp pealli3ye pi3HUM Miaxij 10 moOyA0BH
roguelike/roguelite-reiimruiero, 0JJHaK yCl BOHU MarOTh CIIJIbHI PUCH: TTOBTOPIOBAHICTh
3a0IriB, PO3BUTOK IIEPCOHA)kKa B MeXaxX IrpoBOi cecli, BUIAJIKOBI abd0 BapiaTHBHI
HAropoJiu, 00MOBY B3a€EMO/I10 Ta MOCTYIIOBE ITiJIBUILIEHHS CKJIAIHOCTI.

JIJ1si IOpIBHSHHAS OCHOBHHUX OCOOJIMBOCTEH PO3MVIIHYTHX aHAJIOTIB c(HOPMOBAHO
tabmuiro 1.1

Tabmuns 1.1

[TopiBHsJIbHA XapaKTEPUCTHUKA ITOP-aHAJIOT1B

Kpurepiit Risk of Rain 2 Hades Soulstone Survivors
MIOPIBHSIHHS
XKanposuii Hanpsim | 3D action roguelite Action roguelite Arena action roguelite
OcHoBHa cTpyKkTypa | 3abir uepe3 piBHi 3 6ocamu | [Tocni1oBHICTB ApeHa 3 XBUWISIMH
IpH Ta IIpeAMETaMHU 00HOBHUX KIMHAT BOpOTiB
Tun 6oitoBoi biit y peanbHOMy vaci Bify | bilf y peanbHOoMy yaci | Biit y peanbHOMy yaci
CUCTEMH TPETHOi 0cOOU 3 130METPUYHOIO Ha apeHi
KaMeporo
OcHoBHHII c110C10 [Ipenmertn, 1o 3miHIOI0OTh | TrMuacosi [ToxpameHns
PO3BHUTKY XapaKTepUCTUKH Ta MOKpAIIIEHHS Ta XapaKTePUCTHK 1
MepCOHaXKA edexTn 3110HOCTI 3n10HOCTEH
Cucrema Bumnankosi npeamern, Bunankosi Haroponu | Bunanakosi
BUIMAKOBOCTI CKpHHI, TTOI1 micist KIMHAT MMOKpAIEHHS Ta XBUJI
BOPOTiB
MacmrabyBaHHs 3pOCTaHHS CKJIAQAHOCTI 3 IToctynose 3poCTaHHs KUIbKOCTI
CKJIaJTHOCTI1 4acoM YCKJIaJIHEHHS Yepe3 Ta CUJIM BOPOTiB
eTanu 3a0iry

HasBHicTb [Tepenbauenuit Bincyrhiit IlepeBaxkxHo
KOOIIEpaTUBY KOOIIEPaTUBHUN PEXKUM singleplayer
KopucHicts mmst OcHoBHUI pedepeHc A Pedepenc ms Pedepenc nns apenn,
BJIACHOTO MPOEKTY | MPEIMETIB, CKPUHBD, MIOBTOPIOBAHOCTI XBHJIb BOPOTIB 1

30710Ta, 0OCIB 1 3a01riB 1 CHCTEMH MIBUIKOTO 00MOBOTO

KOOIIEPaTUBHOTO HaropoJ LUKITY

HOTEHIATY
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Risk of Rain 2 € HalOmmKuuM aHAJIOroM A0 PO3pOOJIIOBAHOI TPH, OCKUIBKU
MO€EJIHY€ TPUBUMIPHUI TTPOCTIp, O0OHOBY CUCTEMY B peajbHOMY Yaci, OTpUMaHHS 30J10Ta,
BIIKPUTTSI CKpWHB, BUMAJKOBI MPEIMETH Ta MOCTYNOBE yCKiagHeHHs rpu. OcoOiauBo
BXJIMBOIO JUIsl J1aHOi POOOTH € CHCTeMa IMPEIMETIB, OCKUIbKM caMe BoHa (opmye
BapiaTUBHICTh MPOXOJKEHHS Ta JO3BOJISIE CTBOPIOBATU Pi3HI KOMOIHAIIIl MOKpAIIEHb Y
MeXaxX OJHOTO 3a0iry.

Hades nemoHCTpye 1HIIMHA MiAXix 10 CTPpyKTypu 3ab0iry. I'pa moOygoBaHa Ha
MOCIIIOBHOMY MPOXOJ/KEHHI OKpeMUX OOMOBHUX KIMHAT, MICIs SKUX T'paBellb OTPUMYE
HaropoAau abo mokpauieHHs. [ po3poOIrOBaHOTO NPOEKTY KOPUCHOIO € HE cama
KIMHaTHa CTPYKTYpa, a MPUHIIUI TTOCTYIIOBOTO MOCUJICHHS MIEPCOHAXa B Mexkax 3a0iry,
a TAaKOX 171es MOBTOPIOBAHOCTI MPOXO/IKEHD 13 PI3HUMHU HAOOpaMH MOKPAIEHb.

Soulstone Survivors € KOpHUCHHUM MPHUKIAJAOM apeHHOro roguelite-maxoxy, ae
OCHOBHA YyBara NPUAUISIETECA BW)XMBAHHIO, BENUKIA KUIBKOCTI BOPOTIB, XBWJISM
IPOTUBHUKIB 1 LIBUAKOMY TeMITy 0010Boi B3aemoii. Llei miaxia € 3pyuynum ans MVP-
Bepcii I'pH, OCKUIBKH JIO3BOJISIE CTBOPUTH IMOBHOIIIHHUM 1rpOBHH LMK 0€3 CKJIAIHOI

IIPOLIETyPHOI T'eHepallii piBHiB.

1.3 BusHaueHHsI BUMOT 10 TPpH

[Ticnss ananmizy mpeIMeTHOI 00JacTi Ta ICHYIOUMX aHaJoriB OyJio BU3HAYWIH
OCHOBHI BUMOTH JI0 PO3POOIIFOBAHOTO MPOEKTY. OCKUIBKYU MPOEKT CTBOPIOETHCA IK MV P-
Bepcis rpu xaHpy rogue-like/roguelite, BuMoru maroTh OyTH chopMOBaHi 3 IPIOPUTETOM
Ha peatizallito OCHOBHOTO IUKIIY TPH, a BXKE TICIsl MOKHA (DOKYCYyBaTHUCh HA KOMEPIIiTH1
NUTaHHS Ta 30UIbIIEHHS KOHTEHTY. OCHOBHA yBara MPUAUIIETHCS Mpale3IaTHOCTI
KJIIOYOBUX MEXaHIK IrPOBOTO IUKIY: KEPYBAHHIO MEpPCOHAa)KeM, OOMOBIM B3aeMOAii,
CUCTEMI XapaKTepUCTUK, BOPOraM, MpeMeTaM, Haropojam, inrepdeicy kopuctyBada Ta
3aBEPILIEHHIO 3a01ry.

Kinnesuii BapiaHT MPOEKTY MOBUHHA MAaTH 3aBEPIICHUI ITPOBUHN UKL, y SIKOMY
rpaBellb MOYMHAE TPy, OOpEThCs 3 BOPOTaMHU, OTPUMYE HArOpOIH, TMOCHIIOE CBOTO

MEepPCOHa)Ka 3a JOMOMOTOI0 TPEAMETIB, PIBHSI 1 3aBepirye 3a0ir mepemoror abdo
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nopaskorw. TakuM YMHOM MH MOXKEM MEpEeBIpUTH OCHOBHI MPUHIUIH >KaHPY rogue-
like/roguelite y Mexxax 0OMEKEHOT0 3a 00CSITOM MPOEKTY.

Bumoru 70 Tpu MOXKHA TOJIITUTH HA HEPYHKIIOHATIBHI @ TaKOXK (PYHKITIOHAJIBHI.
Bumorn HaBHMBaOTHhCS (DYHKIIOHATPHUMH TOMY IO XapaKTepU3yIOTh KOHKPETHI
MO>KJIMBOCTI, sIKI TOBUHHA MaTH Tpa SIK HapuKIag 6a30BUil LUKI rpH. SKIIO Ka3aTh Mpo

He(YHKI[IOHAIbHI BUMOTH TO BOHH 30CEPEIKYIOThCS Ha OUIBII SAKICHI aCHEeKTH

pOrpamMHUX

CHCTCM:

3I10HICTh 1

3pYYHICTh PO3IMIMPEHHS, MIATPUMYBAHICTb,

CTaOlIBHICTD, 3pO3yMUIICTh CTPYKTYPHU Ta MOXJIUBICTD MOJAJBIIOTO PO3BUTKY.

OyHKI[IOHATBHI BUMOTH JI0 pO3pOOIIOBAHOI IPU HaBEeACHO B Tabuuili 1.2

Tabmuus 1.2
@DyHKII0OHAJIbHI BUMOTH JI0 pO3pO0JIIOBaHOI IpH
Ne | Bumora Onuc
1 KepyBanus I'paBenib MOBMHEH MaTH MOXJIMBICTh MIEPEMIIIyBaTH TIEPCOHAXKA
MIePCOHAKEM IrPOBOIO apEHOI0 Ta BUKOHYBAaTH 0a30Bi Jii.

2 boiloBa cucrema I'paBenib MOBMHEH MaTH MOXJIMBICTh aTaKyBaTH BOPOTIB 1 3aBAaBATH
IM IIKOJIH.

3 Cuctema 3710poB’st Ilepconax 1 BOpOry MOBUHHI MaTH MOKA3HUKHU 37J0POB’,
OTPUMYBATH HIKOY Ta MOMHUPATH NPH JOCSITHEHHI HYJIHOBOTO
3HAa4YeHHs 3/J0POB’sl.

4 Cucrema VY rpi noBHHHI OyTH peasizoBaHl OCHOBHI XapaKTEPUCTUKH, 30KpeMa

XapaKTEPUCTHUK 3JI0pOB’sl, IIKO/A, OPOHS, IIBUAKICTD PYyXY, IIBUIKICTh aTaKH Ta
pereHepaitisi.

5 Boporu VY rpi moBUHHI OYTH BOPOTH, sIKi 3’SIBIISIOTHCS HA apeHi,
MepeciAyIOTh IPaBIsl Ta MOKYTh 3aBJaBaTH HOMY IIKOJM.

6 Cuctema nosiBu BoporiB | I'pa moBHHHA MIATPUMYBATH MOSIBY BOPOTiB Yepe3 TOUKH CHaBHY abo
CUCTEMY XBHJIb.

7 Haroponu 3a nepemory | Ilicns 3HUIEHHS BOPOTiB I'paBellb TOBUHEH OTPUMYBATH IFPOB1

HaJl BOpOraMu pecypcu, HalpuKJIIa 3010T0 200 AOCBIJIL.

8 Cuctema piBHA I'paBenib MOBMHEH MaTHU MOXJIMBICTh OTPUMYBATH JOCBIJ 1
I1JIBUITYBATH PiBEHb MEPCOHAXKA.

9 Cucrema CKpUHb VY rpi NOBHHHI OyTH IHTEPAaKTUBHI CKPHHI, SIK1 [PaBELb MOXKeE
BIJIKPMBATH 32 ITPOBY BAJIOTY.

10 | Cucrema npeamerTis [Ticas BIAKPUTTS CKpUHI TpaBelb IOBUHEH OTPUMYBATH BUITaIKOBUI
TIPEIMET, SIKUM 3MIHIOE XapaKTePUCTUKH MTEPCOHAXKA.

11 | Pigkicte mpenmeTiB [IpenMeTn MOBUHHI MaTH Pi3HY PiAKICTh, Hanmpukiaag Common, Rare
ta Legendary.

12 | Intepdeiic kopuctyBaua | I'paBenib moBHHEH OAYUTH OCHOBHI MOKAa3HUKU: 37J0POB’ 5, 30JI0TO,
piBEHb, XapaKTEPUCTUKH Ta OTPUMAaHI MIPEIMETH.

13 | 3aBepuieHHs 3a0iry 3a0ir MOBHUHEH 3aBEPIyBaTUCS Y pa3i CMepTI I'paBlisg a00 BUKOHAHHS
YMOBH IIEPEMOTH.

14 | Ilepe3anyck rpu [Ticns 3aBepiieHHs 3a0iry rpaBelb HOBUHEH MaTH MOXJIUBICTb
MOYaTH HOBY CIpoOy.




24

OCHOBHOIO BUMOTOIO € HasgBHICTh MOBHOTO UKy 3a0iry. [{ns MVP nocraTtHbo
peali3zyBaTH OJIHY IrpOBY apeHy, 0a30BOT0 MEPCOHaXKa, JEKIbKa THUITIB BOPOTiB, CUCTEMY
CKpPHHb, BHIIQJKOBI TPEIMETH Ta €KpaH 3aBeplICHHS Tpu. Po3MMpeHHS KiTbKOCTI
MepCoHaXI1B, 3A10HOCTEH, BOpOriB, OOCIB 1 piBHIB MOXe OYyTH BUKOHAHE Ha HACTYITHUX
eTanax po3poOKH.

HedynkiionanbHi BUMOTHY J0 TpU HaBeAeHO B Tabmui 1.3

Taomurg 1.3
HedynkiionanbsHi BUMOTH 10 PO3pOOIIIOBAHOI TPU
Ne | Bumora Onuc
1 MonaynbHiCTh OcHoBHI gameplay-cucreMu IOBUHHI OYTH pO3ALICHI MIXK
okpemumu Blueprint-ksacamMu Ta KOMIOHEHTAMHU.
2 ITinTpuMyBaHICTb CrpyKTypa Npo€eKTy MOBHHHA OYTH 3p03YMUIOIO AJIS MOAAJIBILIOTO
pelaryBaHHsl Ta BUIPABJICHHS IIOMIJIOK.
3 MacutaboBaHiCTh [TpoeKT MOBUHEH J03BOJIATH J10/1aBaTH HOBI NIPEIMETH, BOPOTTiB,
XapaKTePUCTHKH Ta irpoBi moii 6€3 MOBHOT mepepoOKu
ApPXITEKTYPH.
4 Data-driven miaxiz [TapameTpu npenMeTiB, XapaKTEPUCTHK 1 HATOPOI OaKaHO
30epiraTi y CTpYKTypax JaHuX, TaOJHIsIX ado data assets.
5 Minimizanis nyomroBanss | [ToBToproBaHa jorika, HAIPUKIIAA poOOTa 31 310pOB’sIM 1
JIOTIKU XapaKTepUCTUKAMHU, IOBUHHA OYTH BUHECEHA B OKpeMi
KOMITIOHEHTH.
6 CrabinpHICTh pOOOTH OCHOBH1 MeXaHIK{ I'pY OBUHHI MpaIfoBaTH 6€3 KpUTHUYHUX
MTOMMJIOK TI1J1 Yyac MPOXOKEHHS 3a0iry.
7 3py4HICTh TECTyBaHHS PeanizoBani cuctemMu MOBUHHI OYyTH TIOCTATHHO PO3/IIJICHUMH,
11100 iX MOkHa OyJI0 MEePEBIPSATH OKPEMO.
8 MOoXIUBICTh TOJANBIIOTO | APXITEKTypa I'py OBHHHA BPaXOBYBaTH MOXKJIMBICTb JJOJIJaBaHHS
PO3BHUTKY KOOIIEPAaTUBHOTO PEKUMY, HOBUX KJIaciB IEPCOHAXKIB 1 HOBUX
THUIIIB KOHTEHTY.
9 Onrtumizauis Blueprint- Heo6xinHo yHuKaTH 3aiiBoi Jloriku Ha Tick Tam, 1e MoXkHa
JIOTIKH BUKOPHUCTATH NoJii, Taiimepu, overlap-nozii abo dispatcher-u.
10 | Binoxpemnenns Ul Big Intepdeiic kopucTyBaua NOBUHEH Bi10Opa)kaTH JaHi, ajie He
gameplay-soriku KEpyBaTH OCHOBHUMH ITpaBUJIaMU TPU.

Oco00MBO BaXJIMBOIO HEPYHKIIOHATHHOIO BUMOTOIO € MOJYJIbHICTh. Y BUIAIKY
Blueprint-first po3poOku HagMmipHe HaKONMWYEHHS JOTIKM B oAHOMY Blueprint-knaci
YCKJIAIHIOE TIATPUMKY TPOEKTY.

Jlis cucTeMH XapaKTepUCTUK JOLUIFHO BHUKOPHUCTOBYBAaTH OKpeMHil Actor
Component, siKkuil BiAIOBIAA€E 3a 370pOB’s, KOy, OPOHIO, IMBUAKICTh PYXY, IIBUIKICTh
aTakd, pereHepario Ta O0OpoOKy oTpuMaHOi mIKOAW. Takwil MiaXidg J03BOJISIE

BUKOPUCTOBYBATH OJIHY i Ty caMy JIOTIKY SIK JiJIsl IEpCOHAXa TpaBlisl, TaK 1 1711 BOPOTIB.
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Okpemor0 BHUMOTrow € BUKopucTaHHs data-driven migxomy Uil CHCTEMHU
npeaMeTiB. [IpenMeTn moBHUHHI ONKMCYBAaTHCS Yepe3 CTPYKTYpH, Tabmuiil ado data assets,
Jie BKa3y€eThCsl Ha3Ba MpEAMeETa, WOTO PIAKICTh, TUI e(eKTy Ta YucioBi 3HaueHHs. Lle
JIO3BOJISIE€ 3MIHIOBATH OajlaHC Ipu 0€3 3MiHM OCHOBHOI JIoTiKK Blueprint-kiacis.

Takoxx BaXJIMBO BIIOKpEMUTH gameplay-Jloriky Bii  KOPHUCTYBalbKOTO
inTepdeiicy. [HTepdelic moBUHEH NUINE OTPUMYBATH aKTyallbHI 3HAUEHHS 370POB’S,
30J10Ta, P1BHSI, XapaKTEPUCTHUK Ta TIPEIMETIB 1 B110OpaXkaTu iX rpasito. OCHOBHI ITpaBuia
IpHU, Taki sIK OTPUMaHHS HAaropo/i, 3aCTOCYBaHHA MPEAMETIB a0 3aBepileHHs 3a0iry, He
MMOBHUHHI peani3oByBarucs oe3nocepenubo y Widget Blueprint.

Takum YwHOM, BH3HA4YeHI BUMOTH (POPMYIOTH OCHOBY IS MOAQIBIIOTO
MPOEKTYBAHHS Ta peaiizallii rpu. OyHKIIIOHAIbHI BUMOTH 33J1al0Th MEPEIIIK MEXaHIK, K1
HEOoOX1THO pearnizyBatd B Mexkax MVP, a HedyHKIIOHaNbHI BUMOTM BHU3HAYAIOTh
apXITEKTYpHI OOMEXEHHs, HEOOXIIH1 JIJIs MIATPUMYBAHOCTI Ta MOJANBIIOIO PO3BUTKY

IIPOEKTY.
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2ITPOEKTYBAHHSA APXITEKTYPU I'PU HA OCHOBI UNREAL ENGINE 5

2.1 ®opmyBaHHA PYHKIIOHAJBbHUX TA HePYHKUIOHAJIBHUX BUMOT 10 TP

[lepen mouyatkoM peanizailii rpu HEOOXITHO BU3HAYUTH BUMOTH JIO MPOTPAMHOI

cuctemu. Lle no3BoIIsIE Kpalle 3p03yMITH, SIKI OCHOBHI (PYHKIIIT Ma€ BUKOHYBATH Ipa, K1

MiJCUCTEMU TOTPIOHO CIPOEKTYBAaTH Ta SIKI OOMEKEHHS CIIiJ] BpaxOBYBaTH Mia dYac

PO3pPOOKHU.

Po3pobitoBana rpa Hanexuth A0 kaHpy rogue-like/roguelite. lns Takux irop

XapakTepHI KOPOTKI IrpOBI cecli, MOCTYNOBE TMOCHJICHHS MEPCOHAXKa, BUMAJKOBI

HAropoJii, BUCOKa MOBTOPIOBAHICTh MPOXOKEHHS Ta HAIBHICTh PU3UKY MPOTpaITy i

yac 3a01iry [12]. OcHOBHa 1/1€s IPOEKTY MOJISrae y CTBOPEHH1 IPOTOTUITY TPH, JI€ TPABELH

Kepye MEpPCOHaKeM, OOpeThCsl 3 BOpPOraMH, OTPUMYE PECYpCH, BIAKPUBAE HArOPOIH,

MOCHITIOE XapaKTEPUCTUKU Ta 3aBEPIy€ 3a0ir MepeMororo ado nmopaskoro.

QDyHKI[10HAIbHI BUMOTHA ONUCYIOTh MOXKJIMBOCTI, SIKl IOBUHHA MATH T'pa.

DyHKITIOHAIBHI BUMOTH JI0 TPH:

KEpYBaHHsI IEPCOHAXKEM Y PEaJIbHOMY 4acl;

MO>KJIUBICTh aTaKy BOPOTiB;

OTPUMAaHHS IIKOJM MEPCOHAXKEM 1 BOPOTraMu;

cUCTEMA 3JI0POB’ s, IIKOAH, OPOHI Ta IHIIUX XapaKTEPUCTHK;
MOsIBa BOPOTIB Ha ITPOBIM apeHi;

OTPUMAaHHS 30JI0Ta a00 J0CBiNY 3a 3HUIICHHS BOPOTIB;
BIJIKpUTTA IHTEPAKTUBHUX 00’ €KTIB, HAIPUKJIA/ CKPHUHb;
OTPUMaHHs BUMAIKOBUX MPEIMETIB;

3MiHA XapaKTePUCTHK MEePCOHaKa Yepes MpeIMEeTH;
B1JI0OpaK€HHs 3/I0pOB’ s, 30J10Ta, PIBHS Ta IHILKX MapaMeTpiB B IHTEpENcCI;
MOJIUBICTh BUKIIUKY (DiHAIBHOI 1TO11 260 60ca;
3aBEpILEeHHA 3a0iry yepes nepeMory abo nopasky;

MOKJIUBICTh TIEPE3AIyCKY 3a0iTy.
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HedynkirionabH1 BUMOTH ONUCYIOTh HE OKpeMi (PyHKIII1, a 3arajabHi BIaCTUBOCTI
cuctemMu. J{Jig rpu BaKIMBO, 1100 OCHOBHI MEXaHIKM MpaIfOBaIM CTaOlIbHO, OyJu
3pO3yMIJIMMU JJIS TPABIIS Ta MOTJIM PO3IIUPIOBATHUCS B MAlOYTHHOMY.

HedynkiionanbH1 BUMOTH:

- ctabinpHa pobOoTa OCHOBHHX gameplay-cucrewm;

- 3po3yMijia CTPYKTypa MPOEKTY;

- MO>KJIMBICTh PO3LIMPEHHS TPU HOBUMHU BOPOTaMu, MpeIMETaMu Ta TOISIMH;

- BIJIOKpEMJICHHS JIOTIKM TEpCOHaXka, BOPOTIB, MPEAMETiB, iHTepdelcy Ta

paBuII 3a0iry;

- 3py4HICTh HaJIaromxkeHHs Blueprint-moriku;

- MiHIMI3a11s TyOJIFOBaHHS OJIHAKOBOI JIOTIKH;

- MJITOTOBKA apXITEKTYyPH 10 MOKIMBOTO KOOTIEPATUBHOTO PEKUMY;

- KOPEKTHE OHOBJICHHS 1HTEp(eCy M1 4ac 3MIHU MTapaMeTPiB TPaBLISL.

Jlist peasizariii Takux BUMOT JIOIIJIbHO BUKOPHUCTOBYBATH MOYJIEHY CTPYKTYpY. Y
Ipl HE BapTO PO3MIIIYBAaTH BCIO JIOTIKYy B ojHOMy Blueprint-kiaci, OCKUIbKH Ii€
YCKIIQIHIOE TATPUMKY, TECTYBaHHS Ta TOIAIBIINN PO3BUTOK MPOEKTY. TOMy OCHOBHI
YaCTUHHU TPU MarOTh OyTH PO3AUICHI MK MEPCOHAKaMH, KOMIOHEHTaMH, CUCTEMOIO

3a0iry, iHTepdeiicom 1 TabJIUIISIMU JaHUX.

2.2 O0rpyHTyBaHHA BUOOPY cepelOBHINA Ta 32c00iB PO3po0KHU

Jlns po3poOku rpu 6yno oopano Unreal Engine 5. Jlanuii pyiit npu3HaueHui st
CTBOPEHHSI IHTEPAKTUBHUX TPUBUMIPHUX 3aCTOCYHKIB 1 KOMIT IOTEPHUX ITOp, a TAKOXK
MICTUTh TOTOBI 1HCTPYMEHTU HJiE POOOTH 3 MEpCOHaKaMH, (HI3UKOI0, aHIMAalISIMHU,
iHTepdencom, Koi3isiMU Ta irpoBotO JIoTiko [20].

BukopuctanHs roTOBOro pymlis € JAOUUIBHUM, OCKITBKH METOI0 POOOTH € He
CTBOPEHHsI BJACHOTO IrpOBOTO pyIlis, a po3poOKa MNpane3gaTHOro MpOTOTHUIY TpH.
Unreal Engine 5 mo3Bossie 30cepeauTHCs Ha MOOYIOBI ITPOBUX MEXaHIK: KepyBaHHI
nepcoHa)xeM, 00MOBIM cucTeMi, BOporax, mpeaMeTax, Mporpecii Ta 3aBepiieHH1 3a0iry.

OcHoBHI 3ac00H pO3pOOKH:
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- Unreal Engine 5 — ocHOBHE cepe1oBHIlEe CTBOPEHHS TPH;

- Blueprint Visual Scripting — iHCTpyMeHT peaitizaiiii gameplay-Joriku;

- Gameplay Framework — ocHoBa ansi monauly poJyied MK MEPCOHAXKEM,

KOHTPOJIEPOM, PEKUMOM I'PHU Ta CTAHOM TPaBIIS;

- Enhanced Input — cucrema 06poOku BBEACHHS;

- Actor Components — 3aci0 BHHECEHHsI MMOBTOPIOBAHOI JIOTIKM B OKpeMi

MOJTYJIi;

- UMG - cuctema CTBOPEHHSI KOPHUCTYBAILIbKOTO 1IHTEpdeicy;

- Data Tables a6o Data Assets — 3aci0 30epiraHHs mapameTpiB MPEAMETIB,

BOPOTIB Ta 1HIINX IFPOBUX JaHUX.

Opnieto 3 npuunH BuOopy Unreal Engine 5 € HasBHicTh Blueprint Visual Scripting.
Blueprints 103BoOJIsIt0Th pealii3oByBaTH JOTIKY Tpu 0e3 000B’I3KOBOTO HAMKMCAHHS KOy
MOBOIO C++, 10 € 3py4HUM AJi1 IIBHIKOro cTBopeHHd MVP Ta mepeBipku irpoBUX
MexaHik [2].

[Tpu upomy Blueprint-first minxig morpedye npaBuiIbHOI opraHizaiii. SKio Bcio
JIOTIKY pPO3MINIYBaTH JIMILIE B MEepcoHaxl abo B oAaHOMYy Benukomy Blueprint-rpadi,
MPOEKT MIBUAKO CTa€ CKIATHUM JJIsi pO3yMiHHA. ToMmMy TiJ 9ac MPOEKTYBAHHS
nepeadayeHo po3aiJeHHS BIAMOBIAATBHOCTI MK OKPEMUMH KJIacaMH, KOMIIOHEHTaMH Ta
CTPYKTypaMu JIaHUX.

Enhanced Input BUKOpuCTOBY€ThCS I HANMAIITYBAaHHA A1l rpaBipl. Uepe3 HbOTO
MOJKHa OIMCAaTH pPyX, aTaKy, B3aEMOJI0 3 00’€KTaMH Ta TOJANbIIE PO3IIUPEHHS
KepyBaHHA 3A10HOCTAMU. Takuil MiAXil € 3py4YHUM, OCKUIbKH JO3BOJISIE THYYKO
3MIHIOBATH CXEMY BBEJICHHS 0€3 MOBHOT EPepOOKH JIOTIKM nepcoHaxka [4].

UMG BUKOpPUCTOBYETHCA JJIsI CTBOpPEHHsI 1HTep(deiicy kopucrtyBaya. 3a
JIOTIOMOTOI0  BIJDKETIB MOJKHA BioOpa)kaTH 370pOB’s, 30JI0TO, PiBEHb, MPEIMETH Ta
pe3yJIbTaT 3aBepileHHs 3a0iry [7].

Jlyist onucy mapaMeTpiB MpeIMETIB 1 HAropo JOLIBHO BUKOpPUCTOBYBaTH data-
driven minxia. [{e o3Havae, 1m0 3HaYEHHS MPEIMETIB, PIAKICTh, TUI €PEKTy Ta YHCIIOBI
napameTpu 30epiraroThCsi B OKPEMHUX CTPYKTypax a0o TaOJMLSX, a HE MPOMHUCYIOThCS

BPYYHY B JIOTIIi KO>XKHOTO 00’€ekTa [5].
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2.3 IIpo€ekTyBaHHS 3arajibHOI CTPYKTYpPH IpH

3aranpHa CTPYKTypa TpU TIOBMHHA 3a0e3leuyBaTH MO CUCTEM 3a
npuzHaueHHsM. [le 3HamoOuThCsa KoM Tpeba Oyje 3MiHIOBATH Pi3HI YaCTUHU Ipu 0e3
MOBHOT MTEPEPOOKH BCHOTO MPOEKTY. JIJIs y3araJbHEHHS B3a€MO/Iii OCHOBHUX gameplay-
cucrem 0yno nmodyaorano IDEFO-monens, sika rmoka3ye BXiJHI J1aHi, KEpyroUl MpaBuia,

MEXaHI3MH peati3allii Ta pe3yibTaTd BUKOHAHHS IrpOBOTO 3a0iry.

KEPYBAHHA
MpaBuna Mpasuna .
. YMOBU nopasku . BanaHc Jlorika Haropof|
3abiry CMaBHY BOPOriB
BXOOM BMXOON
Komanan v v , v v OHoBREHUI
rpaBus / \ CTaH NepcoHax
MNoyaTkos.i > < .
OHoBneHun
XapaKTepUCTUKN .
N < CTaH BOpOriB
nepcoHaxa g <
. . OTpumaHi
MovatkoBi AaHi > B . 6i < npeaMeT Ta
BOPOTiB i XBUb MKOHaHHSA IrPOBOro 3a0iry pe
pecypcu
Myn npeameris > < OHoBneHnmn
Ta Haropog > < cTaH 3abiry
ﬂapameprl k X X X X X J PesyquaT
3anycky 3abiry 3abiry
Unreal Engine Blueprints Enchanced UMG Data Tables
5 Input
MEXAHI3MWA

Puc. 2.1 IDEFO-moaenb 3araibHO1 CTPYKTYPH ITPOBOTO MPOIIECY

3 HaBeJeHOI MOJel BUIHO, 110 BUKOHAHHS ITPOBOTO 3a0iry 3alIeKUTh B Al
rpaBllsl, MapaMeTpiB MEPCOHAXKA, JAaHUX BOPOTiB, MPEAMETIB 1 HaJalITyBaHb 3a0iry.

KepyBaHHs mporiecoM 3aiMCHIOETHCS depe3 MpaBmiia 3abiry, yMoBU cMepTi, OanaHC 1



30

JOTiKy Haropoj. Mexanismamu peaiizainii BuctynaioTh Unreal Engine 5, Blueprints

Visual Scripting, Enhanced Input, UMG Tta Tabnuiii 1aHux.

Jlna geramizaiiii BHyTPIIIHBOI CTPYKTypu Oyio moOyaoBaHo aiarpamy Blueprint-

KJIaciB OCHOBHUX gameplay-cucteM. BoHa moka3sye, siki KjJIacHd BIAMNOBIJAIOTH 3a

KepyBaHHs 3a0irom, MepcoHa)ka TpaBIls, BOPOTiB, XapaKTEPUCTHKH, CUCTEMY IOSBU

BOPOTiB, IHTEpdeEiic, iIHTepakTHUBHI 00’ ekTH Ta data-driven yacTHHY IpeIMETIB.

BP_ArenaSpawner

+ CurrentWave : Integer

+ ActiveEnemies :
Array<BP_CharacterBase_Enemy>

+ EnemyClasses : Array<Class>

+ SpawnPoints :
Array<BP_FEnemySpawnPaint>

BP_GM_Run

+ RunState : E_RunState

+ BossClass : Class

+ GameOverWidgetClass :
WidgetClass

[€manages waves—|

+ StartNextWave()

+ SpawnEnemy()

+ RegisterEnamy()

+ OnEnemyDead()

+ CheckWaveFinished()

+ StartRun() [«
+ CheckVictory()
+ CheckDefeat()
+ EndRun()

+ RestartRun()

uses spawn points

LY

5 run stal

{

BP_GS_Run

BP_EnemySpawnPoint

+ CurrentWave :
Integer

+ RunTime : Float

+ SpawnRadius : Float

+ blsActive : Boolean

BP_PC_Player
+ HUDRef :
WBP_HUD_Main
+ GameQOverWidgetRef :
Widgat
+ Setuplnput()

+ CreateHUD()

+ ShowGameQver()

+ RequestRestartRun()

| E—

BP_PS_PlayerRun

WBP_HUD_Main

+ PlayerStateRef :
BP_PS_PlayerRun

+ StalsRef : BP_AC_Slats

é;éqtp’ + RefreshHUD()
+ RefreshVitals()
+ RefreshRunlinfo()

+ RefreshStats()

+ Refreshltems()

Tun player dater

+ Gold : Integer
+ Experience ! Integer
+ Level : Integer

+ Inventoryltems :
rray<S_ltemDefinition>

BP_Boss_Test

+ StatsComponent :
BP_AC_Stats

+ BossReward : Integer

+ DifficultyValue :

+ GetSpawnLocation()

Float
+ SelRunState()

+ UpdateWave()

+ UpdateDifficulty()

+ AddGold()
+ TrySpendGold()
+ AddExperience()
+ LevelUp()
+Addltem()

+ StartBossFight()
+ OnDeath()

BP_CharaclerBase_Player

+ StatsCompenent ;
BP_AC_Stats

+ PlayerRunState :
BP_PS_PlayerRun

+ bCanAttack : Boolean

BP_AC_Stats

+ CurrentHealth :
Float

+ MaxHealth : Float
+ Damage : Float

- -~ reads stats-»)
+ Armor : Float

+ MoveSpeed : Float

+ AttackSpeed : Float

+ HealthRegen : Float|

+ ApplyDamags()
has component
+ Heal()

+ ApplyltemEffect()

+ RecalculateStats()

+ Move()
+ Look()
+ Altack()

+ Interact()

+ OnDeath()

Data Tables / Structs / Enums

+ DT_ltems

+ S_ltemDefinition

+ E_ltemRarity

+ E_lternEffectKind
+ E_StatType

+ item parameters

+ rarity values

+ effect types

+ stat targets [«

-~ reads ilem data

BP_BossSummaoner

+ BossClass : Class

+ bWasUsed : Boolean

BPI_StatProvider

+ Ge

tStatsComponent()

+ Interact()
+ SummonBoss()

+ DisableSummoner()

BPI_Interactable H
calls Interact

+ Interact(Interactor)

BPI_Deathable

+ Onl

inplement
Death(Killer)

BP_Chest

W Limp\er‘r\e
inherit

+ ChestCost : Integer
“7| + temTable : DT_ltems

+ blsOpened : Boolean

nts -5

—in heritsﬁv

BP_InteractableBase

+ TryOpenChest()
+ RollRarity()
+ Rollltem()

+ GiveltemToPlayer()

+ bCaninte;

+ InteractionText : Text

ract : Boolean

+ Interact()

+ Caninteract()

BP_CharacterBase Enemy

ol StatsCompenent : BP_AC_Slals

+ TargetPlayer :
BP_CharacterBase_Player

+ GoldReward : Integer

+ XPReward : Integer

+ CheckDeath()
A

has componsht

.-+ FindPlayer()

+ MoveToPlayer()
+ AttackPlayer()
+ ReceiveDamage()

+ OnDeath()

Puc. 2.2 UML-niarpama Blueprint-kiaciB OCHOBHHUX IIpOBUX CUCTEM

3rifHo 3 Alarpamoro, 3aranbHi paBuiia 3a0iry BuneceHi B BP. GM_Run. Leit knac

BIJINOBIJIA€ 3a 3allyCK I'pH, MEPEBIPKY MEpeMOrd abo MOpas3Ku, 3aBEpUICHHS 3a0iry Ta

nepe3anyck. CriapHUM cTaH 3a0iry moxe 30epiratuca B BP. GS Run, mio € kopucHum

JUISL TOAQIIBIIOTO PO3BUTKY KOOTIEPATUBHOTO PEKUMY.

[Tepconax rpasis peanizyerbes uepe3 BP_CharacterBase Player. Bin Bignosinae

3a TMEepPEeMIIleHHs, OTPUMAaHHs BBEJCHHS, BUKOHAHHS aTak 1 B3aEMOJII0 3 00’ €KTamu.
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Boporu peanizyrotbes uepe3 BP CharacterBase Enemy, sxuii BiamoBijae 3a MoIIyK
IpaBIls, IEPECIIiIyBaHHsI, aTaKy, OTpUMaHHs Ko u Ta cMepTh. Oxpemuit BP_Boss Test
MO>K€ HacJiyBaTH 0a30BY JIOTIKy BOPOTa, ajic BUKOPUCTOBYBATUCS JUTsl (piHATBHOT MOIT
3a0iry.

CroinpHI XapaKTepUCTUKH TpaBIlsl, BOpPOriB 1 0oca BHUHECEHI B KOMIIOHEHT
BP AC Stats. Bin 30epirae ocHOBHI 0OOWOBI mapaMeTpH, 30KpeMa 370pOB’s, IIKOIY,
OpOHIO, MIBUAKICTh PYXY, IIBUJKICTh aTaKu Ta pereHeparliro. Takui Miaxij 3MEeHIIYye
NyOdIOBaHHS, OCKUIBKM HE TOTPIOHO CTBOPIOBAaTH OKPEMY CHCTEMY 3JIOpOB’Sl st
KOXXHOTO THITY IrPOBOi CyTHOCTI.

JlaH1 KOHKPETHOTO TpaBIlsi B Mexax 3a0iry 30epiratotbcst B BP. PS PlayerRun. /o
HUX HaJeXaThb 30JI0TO, JOCBIJ, PIBEHb Ta CHUCOK OTPUMaHMX MNpeaMeTiB. [HTepderic
WBP HUD Main He kepye IrpoBOIO JIOTIKOIO HalpsiMy, a JIMIIEe YUTa€ JaHl 3
BP PS PlayerRun 1 BP_AC Stats nns Bi1oOpa’keHHA 370pOB’Sl, XapaKTEPUCTUK,
30J10Ta, IOCBiAY Ta PiBHS.

JIJist cTBOpEeHHSI BOpOTiB BUKOPUCTOBY€eThCst BPArenaSpawner, sikuii nparitoe 3
BP_EnemySpawnPoint, cTBOpro€ BOPOTIB 1 KOHTPOIIOE CIUCOK AKTUBHUX MPOTUBHUKIB.
IaTepakTuBHi 00’exTH, Taki ik BP_Chest i BP_ BossSummoner, MoxyTh HaciigyBaTu
BP_InteractableBase Ta BuUKOpHCTOBYBaTH CHIJIbHUN TPUHIIUI B3a€EMOZII.

Jlns  3MEHIIEHHS  JKOPCTKMX  3QJIEKHOCTEM  MIDK  KjlacamMu  JIOLUUIBHO
BukopuctoByBatu Blueprint Interface. Intepdeiicu m03BONSAIOTH PI3HUM 00’ €KTaM
B3aEMOJIIATH 4Yepe3 CHUIbHUN Hallp (yHKIIN, HE MNPUB’A3YIOUHUCHh A0 KOHKPETHOTrO
Blueprint-xkmacy [6]. ¥V cTpykTypi mnependaueno BuxopuctanHs BPI Interactable,
BPI StatProvider Ta BPI Deathable, sixi BigmoBizarTh 3a B3a€EMOJII0 3 00’ €KTaMH,
OTPUMaHHS KOMIIOHEHTa XapaKTepUCTUK 1 00poOKy cmepTi.V Takid CTpyKTypl CKpHUHS,
npu3uBatenb Ooca a0 IHIIMKA IHTEPAKTUBHUN OO0 €KT MOXXYTh BUKOPHUCTOBYBATH
OJIHAKOBUM MpUHITUTI B3aeMo/ii. Lle mo3Bossie qomaBaT HOB1 00’ €KTH O€3 MOBHOI 3MIHU

JIOTIKM MEepCOHaXka.
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2.4 IIpoexkTyBaHHs 00OBOI CHCTEMH Ta CUCTEMH XaPAKTEPUCTUK

BoiioBa cructeMa € 0JIHI€IO 3 TOJIOBHUX YacCTHH rpu. BoHa BU3HAUa€, sIK IEPCOHAXK
aTaKye BOPOTiB, SIK BOPOTH 3aBJIAIOTh IIKOJM T'PABIIO, K 3MIHIOETHCS 3I0OPOB’S Ta IO
B110YBA€THCS IICIS CMEPTI IrPOBOi CYTHOCTI.

st MVP noctatHbo peaintizyBaTH MPOCTY, ajieé PO3MIMPIOBAHY CHUCTeMy. ATaka
MOXe TpalfoBaTH 4epe3 MEepeBipKy 00JacTi mepes MepcoHakeM abo yepe3 KOJi3iro.
["onoBHe, 00 1Ko HE OyJ1a )KOPCTKO MPOIKMCaHa B OTHOMY MICIIi, a Opajacs 3 CHCTEMHU
XapakTepucTuK. lle 103BONSIE BHUKOPUCTOBYBATH OJHAKOBHM TPUHIUI JJIST TPaBIIf,
BOpOTiB 1 0oca.

3araibHUI anropuT™M 00MOBOI B3a€EMOIi1 HABEJIEHO Ha puc. 2.3

BukoHaHHs overlap
nepesipku

MepeBipka MOXNUBOCTI
MouaTok [paBeupb BUKOHKE aTaky [—| peBip atakn

Un moxHa arakyBaTty,

Hi

i Llinb 3HapeHo?

3aBepU.IeHHF| arakvn

Ta Kj

HaHeceHHs wkoaun

l

OHoenenHst HP Bopora

HP Bopora < 0?

Ta K\l

CwmepTb Bopora

l

Bopor npogoexye 6ii HapaxyBaHHsi Haropoavn

]

OHoenexHs Ul

Hi

“'\ Kiteupb €

Puc. 2.3 biok cxema 00M0BOI CUCTEMH
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BianosigHo 10 HaBeeHO1 HiarpaMu, 60ioBa B3a€MO/I1s TOYMHAETHCS 3 BUKOHAHHS
ataku. Ilicas 1mporo cucrema mnepeBips€ MOXIIMBICTh BUKOHAHHSA aTakKW, BH3HAYae€
HASBHICTH IIUJIl, HAHOCUTH IIKOJY Ta OHOBIIOE 3HAYCHHS 3I0pOB’S. SIKIIO 3A0pOB’s
BOpOra cTa€ MEHIIUM a00 JOPIBHIOE HYIIIO, 3aIllyCKAETHCS JIOTIKa CMEPTI, HapaXyBaHHS
HaropoJiu Ta OHOBJICHHS IHTEp(DEHCY.

KoMnoHeHT XapakTepUCTHK BIAMOBiga€ 3a 30epiraHHs Ta 3MiHY OCHOBHUX
OOMOBUX MapaMeTpiB: MOTOYHOTO 3JI0POB’Sl, MAKCUMAJIBLHOTO 3/I0pOB’s, IIKOAM, OpOHI,
MIBUIKOCTI PYyXy, IIBUIKOCTI aTaku Ta pereHeparii. Came el KOMIIOHEHT MOBHHEH
00po0OJIATH OTPUMAHHS KO, OHOBJIEHHS 3/J0POB’sl Ta IEPEBIPKY YMOBU CMEPTI.

[IBUAKICTH aTaK BUKOPUCTOBYETHCS ISl PO3PAXYHKY 1HTEPBAIY MK aTakaMHU.
Hanpuknan, SIKIo mBUAKICTh aTAKU JOPIBHIOE 1, MEPCOHAXK MOKE aTaKyBaTH MPUOTIU3HO
OJMH pa3 Ha CEeKyHAy. SIKIIO 3HAa4YeHHs 30UIBIIYETHCS, IHTEpPBAJ MK aTakaMu
3MEHIITY€ThCS.

JIist cTaOLIbHOCTI CUCTEMH IOUIIBHO Nepe0aunTi MiHIMAIbHUM 1HTEpBaJl aTaKH.
[le moTpiOHO HE IJsi IMITYYHOrO0 OOMEKEHHS TpaBIls, a I 3aXUCTy BiJl TEXHIUHUX
CUTYyaIlil, KOJIM HAJATO BEJHMKE 3HAUEHHS IIBUIKOCTI aTaKd MOXKE CTBOPUTH HaJAMIipHE
HABAHTAKCHHS.

CMepTh TpaBlis HE MOBHHHA HANpPsSIMY 3aBEPIIyBaTH TPy BCEPEAMHI MEpCOHAXKA.
Kpaiie, mo0 nepcoHak a00 KOMIOHEHT XapaKTEPUCTUK MOBIIOMJISIB CUCTEMY 3a0iry, a
BXKE BOHa MepeBipsiia yMOBY nopasku. e BaxxauBo ais MaitOyTHHOTO KOOTIEPAaTUBHOIO

peXUMY, JI€ CMEPTh OAHOTO IPaBls HE 3aBX/IU 03HAYA€ 3aBEPLICHHS BCI€i cecii.

2.5 IIpoexkTyBaHHA CHCTEMH NPeAMETiB, HATOPOJ i mporpecii

Cucrema mpenMeTiB 1 HAaropoj CTBOPIOE OCHOBHY BapiaTHBHICTH 3a0iry. Y
roguelite-rpi rpaBellb MOBUHEH MOCTYNOBO MOCHIIOBATUCS, OTPUMYIOYM BHUIAIKOBI
MOKpAIIEHHsI, pecypcH abo 1HII epeBary.

30710TO BHUKOPUCTOBYETHCS SIK pecypc NOTO4HOro 3abiry. I'paBenp Moxe
OTPUMYBATHU HOTO MICIsl 3HUILEHHS BOPOTiB 1 BUTpAyaTy Ha BIAKPUTTS CKpHUHb. JloCcBiA

BUKOPUCTOBYETHCS JUIsI TIJBUILIECHHS PIBHS TMepcoHaxa. PiBeHb MoOxke 301IbITyBaTH
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0a30B1 XapaKTePUCTUKH, & B MaHOyTHbOMY MOK€ OYTH BUKOPUCTAHWUU JJISI BIAKPUTTS
JIOAATKOBUX MOXKJIMBOCTEH a00 CKJIQHININX BapiaHTIB PO3BUTKY.

3aranbpHUI ATOPUTM POOOTH CUCTEMU MPOTPecii Ta HAarOpo HaBeJeHO Ha puc. 2.4

HapaxyBaHHs gocBigy [ HapaxyBaHHs 3onoTta

XP poctaTHbO Ans piBHA?

Tak
v

MigBuLLEHHS piBHS

I

OHoBREHHSA XapakTepUucTuk

v

MpoaoBXeHHs rpu

A

Mepesipka KinbkocTi 3onoTa paBeLb B3aemMogji€ 3i CKPUHEND

3ornorta goctaTtHbo?

Tak

!

CnmcaHHa 3on0Ta

Bunagkosuii BUGip npegmeta [P 3acTtocyBaHHS edhekTy npeameTa

v

OHoBneHHs Ul

CKpvHA He BiaKpMBaETbCA

“r\ KiHeub ,‘:

Puc. 2.4 binok cxeMa cuCTeMH Iporpecii Ta Haropoa
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3 miarpaMu BUIHO, IO TICJIS CMEPTI BOPOTa rpaBellb OTPUMYE JOCBIJ 1 30J10TO. 3a
JIOCTAaTHBOI KIIBKOCTI TOCBIAY MiJBUIIYETHCS PIBEHb MIEPCOHAXA Ta OHOBIIOIOTHCS HOTO
XapaKkTepUCTUKU. Takox nepeadayeHo BIAKPUTTS CKPHUHI: CUCTEMa MepeBipsi€ HasBHICTh
30J10Ta, CIUCY€E WOTO, BUTIAIKOBO OOMpPAE MPEAMET, 3aCTOCOBYE HOTO €(PEKT 1 OHOBIIOE
iHTepdeiic.

[Ipenmetn noriapHO 30epiratd B TaOJuIll a00 OKpeMoMmy HaOopi maHux. Jlis
KOKHOTO TpEeAMEeTa MOKHA BHM3HAUWTH HA3BYy, OINHUC, PIAKICTb, THUI €QEKTY,
XapaKTEPUCTUKY JIJISl 3MIHH, YUCIIOBE 3HAYCHHS Ta 1KOHKY. [le crpoiye OanaHcyBaHHS 1
JT03BOJISIE 3MIHIOBATH IIPEeIMETH 0€3 MepepoOKH JIOTIKU CKPHUHI.

PinkicTe nmpenMeTiB moTpiOHA JJIsl KepyBaHHS IIaHcamu BUnaAiHHsA. Hanpuxnan,
3BUYAMHI MPEIMETH MOXYTh BUNAAATH 4YacTO, PIAKICHI — piiie, a JIeTeHAapHi — 3
MIHIMQJIBHOIO KMOBIpHICTIO. Lle 103BoJIIE CTBOPUTH MPOCTY CUCTEMY BHUIAAKOBUX
Haropoz.

st rogue-like/roguelite rpu BaxxJivBO, 1100 MIpeAMETH HE OyJIM MOBHICTIO 3aIlIUTI
B JIOriKy cKpuH1. CKpHHS NMOBHHHA JIMIIE 3allyCcKaTH Mmpouec Buaadi Haropoau. Cami
napamMeTpu TMpPeIMETIB MaioTh 30epiratucs OkKpemo. Takuil MiAXig CHPOIILYeE
OanmaHCyBaHHS 1 JO3BOJISE JOAABaTH HOBI mMpeaMeTH 0e3 MepenucyBaHHS OCHOBHOI
JIOT1KHU.

OxpeMoro yacTuHOIO mporpecii € dinanbHa nofia. Y mexax MVP 1ie moxke Oytu
BUKJIMK Ooca abo 1HIIOI ckiagHoi mofii. Ilicns mepemoru Haj (iHAILHUM BOPOTrOM

cucTemMa 3aliry MOXKe 3aBEpIIUTH I'PY IEPEMOTOIO.

2.6 IIpoexTyBaHHs 0230BOr0 iHTEep(eiicy rpaBus

[aTepdeiic rpaBist € OCHOBHUM JHKepesioM iH(popMalii 1jst BiqoOpakeHHsI CTaHy
IpaBIld 1] 9ac 3a0iry. Y rpi peaibHOTO Yacy IpaBellb MOBUHEH MBUAKO 0aYUTH OCHOBHI
napameTpH, He BIIKpUBAIOYH TOJATKOBUX MEHIO.

OcHOBHI enemMeHTH 1HTepdeiicy:

- 1IKajia 310poB’s;
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- MIOTOYHHM PIBEHb;

- KIJIBKICTB 30JI0TA;

- J0CB1T 200 TIporpec piBHS,

- CIIUCOK OTPUMAHUX TPEJIMETIB;

- MaHENb XapaKTePUCTHK;

- eKpaH 3aBepIICHHS TPH.

IuTtepdeiic He MOBUHEH GyTH OCHOBHHM MicLieM 30epiraHns qaHux. Moro 3amaua —
OTPUMYBATH aKTyaJIbHI 3HAYCHHS 3 1HIIUX CUCTEM 1 MMOKa3yBaTH ix rpasifto. Hanpuknan,
3I0pOB’S Ma€ 30epiratucs B KOMIOHEHTI XapaKTEPUCTHK, 30J0TO 1 JIOCBIJ — Yy CTaHl
IpaBIls, a pe3yjbTaT 3a0iry — y CUCTEMI MpaBuJI TPU.

OnHoByeHHs 1HTEepdelcy MOXe BIAOYBATHCS MICS 3MIHU BIAIOBIJHOTO 3HAYEHHS.
Jlis MVP noctaTHbO CTBOPUTH OKpeMi (PyHKIIII OHOBJIEHHSI 3I0pOB’s, 30J10Ta, JOCBI Y
Ta peametiB. Hamani 1ie MoHa MOKpaIIUTH Yepe3 mojii abo AucneTdepu mojin, moo
UI oHOBIIOBaBCA TUTBKH TO1, KOJIA 3HAYEHHSI CIPaB/il 3MIHUIIOCH.

Jlorika 3aBepiieHHs1 3a0iry Takoxk Mae Oytu BimokpemiieHa Bin Ul Inrepdetic
JIMIIIE TIOKAa3y€e PEe3yJIbTaT, ajie He MOBUHEH CaM BHUPIIITYBATH, KOJIM Tpa 3aBEPIIAIIACS.

Jj11 MaiilOy THROTO KOOTIEPATUBHOT'O PEXXUMY BaXKJIMBO, 00 cHCTEMa 3aBEPIICHHS
He Oyla TpuB’sA3aHa TUTBKK O OJHOTO TMEpCOHaXa. SIKIIO OAMH TpaBellb 3aruHYB,
cCUCTEMa MOBUHHA MEPEBIPUTH CTaH IHIIMX y4dacHHKIB. [lopa3ka Mae HacTaBaTu nuiie
TOJI1, KOJIM BC1 aKTUBHI IpaBIil O17IbIIIE HE MOXKYTh IPOJOBXKYBATH TPy a00 BUKOHAHA 1HIIIA
riio0agpHa YMOBA MoOpasku [8].

Takum 9rHOM, y JpyroMy po3/iiji OyJI0 CIPOEKTOBAHO 3aralibHy apXiTEKTypy TPH,
BU3HAYEHO OCHOBHI (DyHKIIIOHATIBHI Ta HEPYHKIIOHATBHI BUMOTH, OOTPYHTOBAHO BUOID
Unreal Engine 5, omucaHo CTpyKTypy gameplay-CUCTEM, CHUCTEMY XapaKTEpUCTHK,
npeaMeTiB, 1HTepdeiicy Ta 3aBeprieHHs 3a0iry. [leranpHa peanizailisi KOHKPETHUX
Blueprint-knaciB, ctBopeHux ¢QyHKIIN, 3MIHHMX, 1HTepdeiciB 1 B3aemoniid Oyne

PO3MIISIHYTa B HACTYITHOMY PO3LII.
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3INPOI'PAMHA PEAJIIBAIIA GAMEPLAY-CUCTEM I'PU B UNREAL
ENGINE 5

3.1 CTBOpeHHS CTPYKTYPH NPOEKTY Ta ocHOBHUX Blueprint-kiacis

[Ticns eramy mpoekTyBaHHs OyJI0 BUKOHAHO MpakTUUHY peainizaiito MVP rpu B
cepenopuii Unreal Engine 5. OcHOBHOI0O 3a7auei0 I[bOTO PO3IUTY € OMHUC TOTO, SIK
CIPOEKTOBAHI B MOMEPEIHHOMY PO3/IUTI CUCTEMU OyJIM peai3oBaHi Ha MPAKTHIIL.

Po3pobka BukonyBanach 3a Blueprint-first miaxogom. lle o3Hauae, 1m0 OCHOBHA
gameplay-Jyiorika peani3zoByBasiach 3a Jonomororo Blueprint Visual Scripting, a He uepe3
HanucanHa C++ koxy [19]. Taxuit miaxin 6yB oOpanuii yepes te, 1mo ajia MVP BaxiuBo
HIBUJKO TMEPEBIPSITH MEXaHIKH, 3MIHIOBAaTH MapaMeTpd, HaJIaroJKyBaTH MOBEAIHKY
00’€KTIB 1 MOCTYMOBO PO3IIMPIOBATH CUCTEMY 0€3 CKJIaJHOI KOMIUIALIT IPOEKTY [2].

Ha nouatky peanizarii Oyna cTBopeHa 6a30Ba CTpyKTypa Mamnok y npoekti. Bona
noTpiOHa Juist Toro, moo Blueprint-kmacu, iHTepdeiicy, BiIKUTH, TaOIUI JaHUX 1 PIBHI
He OyJu 3MilllaHl B OJJHOMY MICIIi.

OCHOBHA CTPYKTypa IPOEKTY MA€ TaKUW BUTIIS;

1. Blueprints/Core — ocHoBHi Blueprint-kiacu irpoBoi JOTIKH.

2. Blueprints/Core/Characters — mepcoHax rpasiis, BOpOru Ta 0oc.

3.  Blueprints/Core/Components — KOMIIOHEHTH XapaKTEpPUCTHK Ta 1HILIOI
MOBTOPIOBAHOT JIOTIKH.

Blueprints/Core/Run — 06’ €xTH, moB’s13aH1 13 3a0iroM, apeHOI0 Ta CIIaBHOM.
Blueprints/Core/Interactables — inTepakThBH1 00’ €KTH.
Blueprints/Core/Progression — GameMode, GameState Ta jorika nporpecii.
Blueprints/Interfaces — Blueprint Interface nmst B3aemoii Mi>k cucteMamu.
Data — cTpykTypH, enum-u Ta TaOauIll JaHUX.

Ul — Bimpketn iHTepdEiicy KOpUCTyBaya.

= 0 % N o v A

—_ O

Input — nanamryBanns Enhanced Input.

Maps — piBHi Tpu.
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RogueliteDiploma

Blueprints Characters Data ab nferno_World_ Input

2undle ThirdPerson

Puc. 3.1 Crpykrypa nanok npoekty B Unreal Engine 5

st peanizaniii OCHOBHOTO gameplay Oyjo0 CTBOPEHO [EKiJIbKa KIIFOUOBHX
Blueprint-knaciB. BoHM BHKOHYIOTH Pi3HI pOJIl, aj€ MPAILIOIOTh SIK YAaCTUHU OJAHIET
CUCTEMHU.
OcHogH1 Blueprint-knacu npoexry:
1.  BP CharacterBase Player — 6a30Buii mepcoHax rpaBIis.
BP_ CharacterBase Enemy — 6a3oBuii kitac Bopora.
BP AC_Stats — KOMIIOHEHT XapaKTEpUCTHK.
BP PC Player — koHTpoJiep TpaBIis.
BP_PS PlayerRun — ctan rpaBiis B Mexkax 3a0iry.
BP_GM_Run — pexuM rpu [uisi KepyBaHHS 3a01TOM.
BP_GS Run — 3aranbHuii cTaH rpu.

BP_ArenaSpawner — cucteMa mosiBu BOpOTiB.

A S AR O R

BP_EnemySpawnPoint — Touka mosiBu BOporis.

p—
<

BP_InteractableBase — 0a30Buii iHTEpaKTUBHHI 00’ €KT.

[
[E—
.

BP Chest — ckpuHs 3 BUIIaIKOBOIO Haropo10xo.

p—
it

BP_BossSummoner — 00’ ekT BUKIHKY 6oca.
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Okpemo Oynu cTBOpeHI 1HTepdehcH, sKI T03BOJSIOTH 3MEHIIUTH >KOPCTKY
3ayiekHICT, MK Blueprint-knacamu. s 1meoro Buxopucrtano BPI Interactable,
BPI_StatProvider Ta BPI Deathable. Hampuknana, mepcoHax rpaBIisi MOKe B3a€EMOMIISITH
HE 3 KOHKPETHUM KJIACOM CKpHHI, a 3 OyJb-sIKUM 00’ €KTOM, SIKUM peaiidye iHTepderic
B3aemoii. [{e poOuTh cuctemy O1IBIIT THYYKOIO, 00 B MallOyTHHOMY MOJKHA JI0JIaTH HOB1

1HTEpaKTHUBHI 00’ €KTH 0€3 MOBHOI MepepOOKH JIOTIKU MepcoHaxa [6].

3.2 Peanizanisi mepcoHaska rpaBusi Ta CHCTEMH KePYBaHHA

[lepcoHax rpaBls € LEHTPAJIbHUM OO’ €KTOM IpU, OCKUIBKH CaMe 4yepe3 HbOTO
KOPUCTYBau B3a€MOJII€ 3 ITPOBUM CBITOM. Y TPO€EKTI ISl LIbOTO BHKOPUCTOBYETHCS
Blueprint-kimtac BP_CharacterBase Player, ctBopeHuii Ha 0CHOB1 CTaHJApPTHOTO KIIACy
Character. Lle pimieHHs € 3py4yHuM, ockinbku kiac Character Bike Ma€ rOTOBY HIATPUMKY
nepecyBaHHs, KoJi3ii, karcynu 31TkHeHHs Ta Character Movement Component.

BP_ CharacterBase Player BianoBigae 3a Taki GyHKIIII:

- MepeMIIlIeHHS IEPCOHAXa MO apeHi;

- 00poOKy BBEICHHS I'PaBIIs;

- HOBOPOT NIEPCOHAXKA y HAMPSIMKY aTaku ado pyxy;

- BHUKOHAHHS 0a30BOI aTaKu;

- B3a€EMO/III0 3 THTEPAKTUBHUMHU 00’ €KTaMU;

- oTpuMaHHs noctymy 1o PlayerState Ta koMImoHeHTa XapaKTePUCTHK;

- nepeaavy nojid y CuCTeMHu 3a0iry.

st xepyBaHHsT BuUKOpUCTOBYeThcs Enhanced Input. byno crBopeno Input
Mapping Context Ta okpemi Input Action st ocHOBHUX Aiil rpaBus. Takuii crociod
3pYUHININM 3a CTapy CHUCTEMY BBEACHHS, OCKUJIBKU JIO3BOJIIE OKPEMO OIMUCYBAaTH i
IpaBIId Ta MPUB’A3yBaTH 1X 110 KJIaBiln abo KHOTOK [4].

OcHOBHI 11 BBEIEHHS:

1. 1A Move — nepemilieHHs MepcoHaxa.

2. TA_Attack — 6a3oBa araka.

3. IA Interact — B3aemo/isi 3 00’ €KTaMu.
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4.  IA ToggleStatsPanel — BinkpuTTst a00 3aKpUTTSI MaHE1 XapaKTEPUCTHUK.
[Tin gac 3amycky rpu Player Controller nogae Mapping Context /it JOKaabHOTO

rpaBip. [licas mboro mepcoHak MOKe OTPUMYBATH BBEICHHS 1 BUKIUKATH BIIMOBIIHI

noxii. [lepemilieHHs peanizoBaHo yepe3 cTaHAapTHI By3iu pyxy Character, a HanpsiMok

PYXY 3aJIe)KHUTh BiJl HAJIAIITYBaHb KAMEPH Ta OCEHl BBEJACHHS.

Floaf

WEP HUD Main

Puc. 3.2 Peanizauis nepconaxa rpasug B Blueprint

Oxpemy poisib Bukonye BP PC Player. Player Controller BUKOpUCTOBY€ThCS SIK
MPOMIXKHHI PIBEHb MK IpaBLEM, IEpcoHaxeM Ta iHTepdeiicom. Lle moTpiOHoO A Toro,
00 MepcoHaXX HE BIAMOBIIAB HampsMy 3a Bcro yoriky Ul ¥V mopanbiomy 1e Takox
3py4YHIlIe JIJIi KOOTEPATUBHOTO PEKUMY, OCKUIBKM KOXEH TpaBellb MaTUME BIACHUUN
Player Controller 1 BiacHu# jokanbHUN 1HTEpPEIC.

Y mexax MVP cucrema kepyBaHHs 3po0JieHa JOCTaTHbO MpocToro. OCHOBHA
yBara Oyna mpujiieHa TOMY, 100 MEPCOHa)XX MIr CTaOUIBLHO pyXaTHCs, aTaKyBaTH,
B3a€EMOJIISATU 3 00’ €KTaMU 1 nepenaBaTu 1HGOPMAIIIIO IHIIIUM CUCTEMaM. biTbIll CKIaaH1
3M11I0HOCTI, aTbTEPHATUBHI aTaku a00 pi3HI MEPCOHAXK1 MOXKYTh OyTH JTO/IaHi Ti3HIIIEC HA

OCHOBI 1I1€1 X CTPYKTYpH.
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3.3 Peagizanisi cucTeMH XapaKTePUCTUK, IIKOAM Ta CMEPTI

Jlns 30epiraHHs 1 3MIHHM XapaKTepUCTHK Oyno crtBopeHo Actor Component
BP AC Stats. Horo 3amaya moisrae B TOMy, 00 BiTOKpEMHTH YHCIOBI MapameTpH
nepcoHaka abo Bopora Bij ocHoBHOTO Blueprint-knacy. 3aBasku iboMy Of[HA i Ta cama
CHCTEMa XapaKTePUCTHK MOYKE BUKOPHUCTOBYBATHCS SIK JIUISl TPABIIS, TaK 1 JUISI BOPOTiB.

VY xommnonenti BP_ AC_Stats Oynu peanizoBaHi Taki OCHOBHI 3MiHHI:

1. CurrentHealth — motoune 370poB’s.
MaxHealth — MmakcumanbHE 370pOB’S.
Damage — 6a3zoBa mKko/a.
Armor — OpoHs.
MoveSpeed — MBUAKICTH PYXY.

AttackSpeed — mBUAKICTH aTaKH.

S o

HealthRegen — perenepariist 310poB’sl.

Takuii HaOlp XapakTepucTuk € goctatHiMm s MVP. Bin go3Bossie peanizyBatu
0a30Buil OOMOBMII LMWK, MNPEAMETH, SKI 3MIHIOIOTh NapamMeTpu, 1 NOJaJbIIe
OanaHCyBaHHS MEepCOHaXka. Y Maill0yTHbOMY CUCTEMY MOKHA PO3IIUPHUTH 10JAATKOBUMHU
napaMeTpamM, HalpHKiIaJ]l HIaHCOM KPUTHYHOIO yJIapy, CHUJIOK KPUTUYHOTO yAapy,
OMopoM JI0 eeKTiB ado TpuBamicTIO OadiB.

OcHoBHa JIOTiKa OTpMMaHHS IIKOAUM Takox po3mimieHa B BP AC Stats. Ile
3p00JIEeHO ISl TOTO, 1100 HE AYOII0BATH OJJHAKOBY OOpOOKY IIKOAM B IrpaBll, BOPOrax 1
ooci. Konu 00’exkt orpumye mkoay, kommnoHeHT 3MmeHurye CurrentHealth, BpaxoBye
noTpiOHI MOAU(IKATOPH Ta MEPEBIPSE, YU HE TOCTIIO 30POB’ ST HYJIA.

3arajgbHUAN TPOLIEC OTPUMAHHS KON MA€ TAKUM BUTJIIAI:

- 00’€KT OTPUMY€E 3aITUT HA HAHECEHHS IIKOIH;

- 3Ha4YeHHs WKoau nepenaetbest B BP. AC_ Stats;

- 3a MoTpeOU BpaxoBY€eTbCS OpPOHS;

- CurrentHealth 3menmryerbes;

- BUKJIMKA€ThC oHOBJIeHHS HUD abo iHmuMxX cucrem;
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- akio CurrentHealth menme a6o mopiBHIOE HYJIIO, 3allyCKA€ThCS JIOTIKA

CMEPTI.

Current Health

L Addpin @
Armor

Addpin ®

Add pin @

SET

o €  SE— True b —— b
True &>
Current Health ondition Current Health [0,0]
False e

+++ Cast To BP_CharacterBase_Enemy ? Is Valid
> P Exec Is Valid »

Object a > Input Object  Is Not Valid [>

Puc. 3.3 O6poOka oTpUMaHHS KO B KOMIIOHEHTI XapaKTEPUCTUK

Jliist ataku BUKOpUCTOBYEThCsl mapameTp AttackSpeed. Bin BinuBae Ha iHTEpBas
MDK aTakaMu. Y CIPOIICHOMY BUIJISIII IHTEPBaJ aTaku PO3PAXOBYETHCS K OOEpHEHE
3HAYEHHS JI0 MBUAKOCTI aTaku. [Ipu 11bOMy BUKOPHUCTOBYETHCSI MiHIMAJIbHE OOMEKECHHS
1HTEpBaly, 100 YHUKHYTH CUTYyallli, KOJIM qyke Benuke 3HaueHHs AttackSpeed cTBoproe
TEeXHIYH1 NpoOsieMHn a00 HAIMIPHY KIJIbKICTh BUKJIMKIB aTaKu.

[Tpuknan JTOTiKK aTaku:

- rpaBellb HATUCKAE KHOTIKY aTaKu;

- CUCTeMa IepeBipsie, Y1 MOXKE MEPCOHAXK aTaKyBaTH;

- BUKOHY€ETbHCA MOIIYK 1111 yepe3 00s1acTh a0 KOJi3iio;

- L[1JIb OTPUMYE LIKOJY;

- MICJIs aTaKM 3aIlyCKa€eThCs 3aTpUMKa BiAMoB1IHO 10 AttackSpeed;

- TICIISt 3aBCPIICHHSA 3aTPUMKHU ICPCOHAXK 3HOBY MOXKE aTaKyBaTH.
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CmepTh 00°€KTa pealli3oBaHa 4epe3 OKpeMy Mojit0. SKIo moMupae BOpor, micis
IILOTO MOk OyTH BHJaHa HAropoja, OHOBJICHHWN CTaH XBWJII a00 BUKIMKAHUU CIIaBH
HACTYITHUX BOPOTiB. SKI10 momupae rpaseiib, iHpopmaiis nepenaerscss B BP. GM_Run,
KWW MepeBipsie, U MOTPIOHO 3aBEPIIUTH 3a0iT.

J111s Maii0y THHOT KOOTIEPATUBHOI TPH 11€ BaXJIMBO, TOMY LII0 CMEPTh OJTHOTO TPaBIIs
HE MOBHMHHA aBTOMATWYHO 3aBepiryBatu rpy. GameMode MOBUHEH MEpeBIpUTH, YU
3aJIMIIWIINCS 1HIII KKB1 TpaBii. ¥ motounoMy MVP 1 norika BXe BpaXxOBY€ThCS Ha

PiBHI CTPYKTYpH, HaBITh SIKIIIO TOBHUI KOOTIEPATHUB III€ HE € (PIHAIBHO peaTi30BaHHM.

3.4 Peanizanist BOpOriB, apeHH Ta CUCTEMH MOSIBY NNPOTHUBHHUKIB

Boporu peanizoBani Ha ocHOBI Blueprint-kiacy BP _CharacterBase Enemy. Bin
TaKoX cTBOpeHHil Ha 0a31 Character, OCKiJIbKM Boporam HOTpiOH1 KOMi31sl, ePEMILEHHS
Ta MOXJIMBICTh B3a€EMOMISATH 3 1HIIMMHU 00’ €KkTamu. J[0 Bopora J0Ja€ThCs KOMIIOHEHT
BP AC Stats, 3aBngku 4oMy BiH Ma€ 370pOB’S, IIKOAY, MIBUAKICTb PyXy Ta 1HIII
napaMmeTpH.

OcHogHI (yHKIIIT 6a30BOr0 BOpora:

- MOsIBa Ha apeHi;

- MOIIYK rpaBus ado LIl

- PYX y HaNpsIMKY TPaBIIs;

- HAaHECEHHS IIKOJU NPU HAOIMKEeHH] 00 KOHTAKTI;

- OTPUMAaHHS IITKOJIU BiJ] TPaBIIS;

- CMEpPTh MICJIsI BTPATH 310POB’;

- nepeada mojiii CMepTi B 1HII CUCTEMHU.
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Loop Player chase (maybe to fix) Enemy speed

Enemy Attacking with cooldown

& Try Dol Camtct D

Die Event

£ Regate: Enemy Oed

£ vasit

Puc. 3.4 Peanizariiis 6a30Boro Bopora
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Puc. 3.5 ba3zogi Boporu

Jist mosiBu BoOporiB BUKOpHCTOBYeThcsi BP_ArenaSpawner. Lleit Blueprint

BIJINIOBIJIA€ 32 KEPYyBaHHA XBUJISIMU a00 rpyriaMu MPOTUBHUKIB. BiH HE CTBOpPIOE BOPOTiB

y BHUIIAJKOBOMY Miclli 0e3 KOHTpoito, a BukopuctoBye BP EnemySpawnPoint. Ile

JT03BOJISIE 337]aBaTH KOHKPETHI TOUYKHU Ha apeHl, 1€ MOXKYTh 3’ SBJIATUCS POTUBHUKH.

Cucrema 1MosiBM BOPOTiB CKIAJAAETHCS 3 TAKUX CIEMEHTIB:

1.
2
3.
4
5

6.

BP_ ArenaSpawner — kepye npo1iecoM CraBHY;

BP EnemySpawnPoint — Bu3Ha4ae miciie mosiB BOpora;
Tabnuisg abo cTpyKTypa 3ammciB BOPOTiB;

[TapameTpu xBuIIL;

bromxeTt abo KiIbKICTh BOPOTiB;

Jlorika 3aBepIIeHHS XBUIII.

Y Mexax MVP moxHa BUKOPUCTOBYBAaTHU IPOCTY CUCTEMY XBWJIb. Hampuknan,

CIIaBHEP CTBOPIOE MEBHY KUIBKICTh BOPOTIB, MICIA YOrO 4YeKae, MOKU BOHU OYyIyTh

3uumIeHi. Komu Bci BOporu XBWIII MEPTBi, MOXKHA MEPEHUTH A0 HACTYNMHOI XBWJII abo

BIJIKPUTH MOJIUBICTh BUKIIUKY Ooca.
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Puc. 3.6 Cucrema nosiBu BOpOTiB Ha apeHi

3arajpHa JIOriKa XBHJI:

3amyckaerbes StartNextWave;

- BHU3HAYAETHCS KIJIBKICTh a00 OO>KET BOPOTTIB;

- BUOMPAIOTHCA JOCTYIHI TOUKH MOSIBU;

- CTBOPIOIOTHCSI BOPOTH;

- BOPOTHU JOJAIOTHCS A0 CIUCKY aKTUBHUX;

- MICJISI CMEPT1 BOpOra BiH BUIAISETHCS 31 CIIUCKY;

- SKIIIO AaKTUBHUX BOPOTiB HE 3AIUIINIOCH, XBUJIS BBAXKAETHCS 3aBEPIICHOIO.

OxpeMo Gyio peatizoBano TectoBoro 6oca BP Boss Test. oro ocHoBHa 3amaua
— nepeBIpUTH (iHATBHY NO10 3a0iry. boc Moxke OyTH CHIIBHIIIO BEpCiero Bopora abo
okpemuM Blueprint-kinacom, sikuii BUKOPUCTOBYE Ti cami 0a30B1 MPUHIIUITA: KOMIIOHEHT
XapaKTEPUCTHUK, OTPUMAHHS IIKOJU, CMEPTh 1 moBigomiieHHss GameMode.

s BUKJIUKY 0oca BUKOPHUCTOBYETBCS IHTEpPaKTUBHUM 00’ €eKT
BP_ BossSummoner. I{e no3Bossie He 3amyckatu ¢GiHaIbHY MO0 aBTOMAaTHYHO, a JaTH
I'PaBI[I0 MOXJIMBICTh AKTUBYBATH 11 Bpy4HY. Takuil miaxia miaXoAuTh AJis 3arajbHoi 0a3u
IpaBIliB, OCKUIbKK BiH MPOCTUH Yy PO3YMIHHI Ta JAa€ TPABLIO 3MOTY MaTh MOXJIHUBICTh

BIJIJTAJICHO KEPyBaTH TEMIIOM TPH.
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3.5 Peadqizanisi npeameTiB, CKPMHbD i Mporpecii rpaBus

OpHi€ro 3 TOIOBHUX YacTHUH roguelite-rpu € cucteMa npeaMeTiB. Y pealii3oBaHOMY
MVP npeameTrt BUKOPUCTOBYIOTHCS JJIsI 3MiHM XapaKTEPUCTUK TPaBIIs Mij] dac 3a0iry.
[le cTBOpIOE BiMUYTTS MpOrpecii, TOMY IO Micisi OTPUMaHHS PEIMETIB MEPCOHAXK CTa€E
CHJIBHIIIIM 200 3MIHIOE CBif CTHIIB TPH.

Jlyist onucy TpeAMETIB BUKOPUCTOBYEThCS CTpykTypa S ItemDefinition. Bona
BOJIOJII€ 3arajlbHUMH JAHUMH TIPO MPEIMET, sIKi MOTIM BUKOPHUCTOBYIOTHCS CKPHHEIO,

PlayerState, KOMITOHEHTOM XapaKTEPUCTHK Ta iHTEepderHcoM.

DT_items

- o

®= s_temDefinition

ch ch cb cb cb cb cb b

Puc. 3.7 Tabnuiist TaHUX TPEIMETIB
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CtpykTypa npeameTa BKIIOYAE:

Ha3BY MMPEIMETA,;

- onuc e(eKTy;

- PIIKICTD;

- TUT €PEKTY;

- THUIT XapaKTEPUCTUKHU;

- YHCJIOBE 3HAYCHHSI,

- ikoHky jutst Ul

Jist knacugikarlii mpeIMeTiB BUKOPUCTOBYIOTHCS €num-u:

- E ItemRarity — piakicTh npeamera;

- E ItemEffectKind — Tun epexry npenmera;

- E_ StatType — xapakrepucrtrka, Ha Ky BIUIMBA€ IIPEAMET.

[Ipenmetu 36epiratorbest B Tabnui nanux DT Items. Lle no3Bonsie nogaBatu abo
3MIHIOBaTH npeaMeTu 6e3 moBHoi 3Minu Blueprint-noriku. Hampuknaa, MoxHa
3MIHUTH 3HAYEHHSI OOHYCY JI0 IIKOAM a00 IIaHC BUIMAIIHHS MPEeaMeTa NpsiMO B TaOJIUIIL,

HE TIEPENHUCYIOYH JIOTIKY CKPHHI.

~

Puc. 3.8 Otpumanus npeamera 31 CKpuHi

st otpumanss npeameTiB peanizoBaHo BP_Chest. Ile inTepaktuBHMiT 00’ €KT, 3
SKUM TpaBellb MOXke B3aeMolisITH uepe3 cuctremy BPI Interactable. Cxkpuns nepesipsie,
YU MOXE T'paBellb i1 BIAKPUTH, CIIUCYE 30JI0TO, OOMPAE BUMAIKOBHUH MPEAMET 1 TIepeae

Horo B cucteMy Iporpecii.
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3aranpHa JIOT1Ka BIAKPUTTS CKPUHI:

- rpaBellb TiAXOAUTH 10 CKPUHI;

- CKpHUHS BU3HAYAETHCS SIK JOCTYITHUN IHTEPAKTUBHUM 00’ €KT;
- rpaBellh HATHUCKA€E KHOIKY B3a€EMO/IIT;

- BUKIHKaeThCs Jorika BP_ Chest;

- nepeBipsAeThCs KUIbKICTh 30510Ta B BP. PS PlayerRun;

- SIKIIIO 30J10Ta JOCTATHHO, BOHO CITHCYETHCS;

- cucteMa obupae BunagakoBuit mpeamet 3 DT Items;

- MIpEAMET JIOAAETHCS 10 CUCKY OTPUMAHUX;

- edexT mpeamera 3actocoByeThesi 1o BP. AC Stats;

- HUD oHOBIO€ 3HaYCHHS XapaKTEPUCTHUK.

Puc. 3.9 Peanizaiis BIZKpUTTS CKpUHI Ta BUJAYl peaMeTa

[Iporpecis rpaBus B Mexax 3abiry 30epiraetbcs B BP PS PlayerRun. Tam
PO3MILLYIOTHCS 3HAYEHHS 30J10Ta, JOCBIAY, PIBHS 1 COMCOK OTpUMaHMX npeameTiB. Le
Kpare, Hixk 30epiratu Taki JiaHi JIuiie B iepcoHaxi abo intepdetici. PlayerState noriuno
OIKCY€E CTaH KOHKPETHOTO TPABIIsl, TOMY IMiIXOIUTh JJIsl TAKUX TTapaMeTpiB, 0COOIUBO 3
ypaxyBaHHSIM MO>KJIUBOTO KOOIIEPATUBHOTO PEKUMY .

Ocnosui gani BP_PS PlayerRun:
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Gold — KUIBKICTB 30J10TA.
Experience — motoyHuii J0CBII.
Level — piBenb rpasiis.

Inventoryltems — ciucok OTpUMaHUX MPEAMETIB.

A e

RunStats — cratuctrka moTo4Horo 3adiry.

[Ticnst cMepTi Bopora rpaBellb MOKe OTPUMATH 30J10TO a00 A0CBiaA. SIKIO TOCBITY
JIOCTAaTHRO 1T HOBOTO PiBHsI, BUKOHYETHCS MiABHUINEHHS piBHA. Y Mexax MVP piBeHb
MOKE TPOCTO 30UTBITYBaTH 0a30B1 XapaKTEPUCTUKH. Y MaMOyTHROMY IFO CHUCTEMY

MO’KHa PO3LIUPUTH BUOOPOM IMOKpaIlleHb, HOBUMH 3/110HOCTAMU 200 METAIpOTPECIELO.
3.6 PeaJtizanis 0a3oBoro inrepgeiicy rpaBus

bazoBuii iHTEpdeiic rpaBus peanizoBaHo 3a gonomororo UMG. OcHoBHa 3aaayda
Ul nonsirae B ToMy, 1100 OKa3yBaTH I'PaBLIO aKTyaJIbHUN CTaH NepcoHaxa 1 3a0iry. [Ipu
npoMy iHTep(deiic He 30epirac OCHOBHY gameplay-Joriky, a JMile OTpUMYE daHl 3
PlayerState, komnoneHTa xapaktepuctuk abo GameMode.

VY po€eKTI BUKOPUCTOBYIOTHCS TaKi OCHOBHI BIKETH:

1.  WBP HUD Main — ocaoBauit HUD rpaBus.

2 WBP_StatsPanel — nanenb xapakTepuCTHK.

3. WBP_GameOver — ekpaH nopa3Kku.

4 WBP_EndRun — expan 3aBepiieHHs 3a0iry.

WBP_HUD Main nokasye HaiiBaxiuBimly iH(opmanito mija vac rpu. o Hei
HaJieXKaTh 370pOB’s, 30JI0TO, PiBEHb, JOCBiA 1, 3a MOTpeOH, cmHMCOK mpeametiB. L1
3HAQYCHHS OHOBIIOIOTHCSA Tichs 3MiHM BianoBigHux nanux y BP AC Stats a6o
BP_PS PlayerRun.

OcnogHni enementy HUD:

- nIkasia 3/10poB’s;

3HAYE€HHS ITOTOYHOI'0 1 MAKCHMAJIbHOTO BILOPOB’}I;

KIJIBKICTH 30JI0Ta;

PIBEHb TPaBIIS;
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- JIOCBIJI;
- OTpUMaHi MPEAMETH;

- MMIKa3Ka B3aEMO/IIT 3 00’ €KTOM.

HP. 200 / 200

XP.0/10
Level: 1
Gold: 200

Attack Speed: 1

Puc. 3.10 Binoopaxxennst ocHoBHoro HUD mii yac 3a0iry

[Tanenrs WBP_StatsPanel BUKOpPHCTOBY€ThCS IS JCTANBHINIONO TEPETIIsIy
XapakTepUCTHK. BoHa MoOe MoKa3yBaTH IIKOAY, OPOHIO, MIBUAKICT PYXY, IIBHJIKICTh
aTaky, pereHeparfito Ta iHmi napameTpu. s BIAKpUTTA ab0 3aKpUTTS I11€i TaHel
BUKOPHUCTOBYEThCS Okpema Jig BBeAeHHs [A_ToggleStatsPanel.

Ononnennst Ul BukoHyeTbcs uepe3 okpemi (yHkuii, Hanpuknaa RefreshHUD,
RefreshVitals abo RefreshRunInfo. Taxuii minxig 1no3BoJisie HE OHOBIIOBAaTH BECh
iHTepdeiic noctiiHo yepe3 Tick. 3HaueHHS OHOBIIOIOTBHCS TOAl, KOJU L€ CHpPaBl
MOTPiIOHO: TICS OTPUMAHHS IIKOJW, 3MIHHM 30JI0Ta, OTPUMAHHS JOCBIAy a00 HOBOTO
peaIMeTa.

3aranpHa cxema oHoBieHHss HUD:

- 3MiHIoeThest 3HaueHHs: B BP. AC_Stats abo BP_PS PlayerRun;

- BUKJIMKAETHCS (DYHKIIISI OHOBJICHHS;

- HUD otpumye aktyanbH1 AaHi;

- TEKCT, IIKaJId a00 1KOHKH OHOBJIIOIOTHCS Ha €KpaHi.
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Puc. 3.11 OnoBnenns inTepdeiicy rpabis

Expann  3aBepmieHHss  rpu  peamizoBaHi  okpemo.  WBP_ GameOver
BUKOPUCTOBY€EThCS s mopasku, a WBP_EndRun moxe BuxopucroByBatucs s
nepeMoru abo 3arajJibHOTO MiACYMKY 3a0iry. BaxianBo, 10 i BiPKETH HE MPUUMAIOTh
pILIEHHS MPO 3aBepIlIeHHs I'pu. BoHu nuiie nokasyroThes micis Toro, sk BP. GM_Run

BU3HAYMB PE3yJIbTAT 3a0Iry.

3.7 Peanizanis 3aBepiieHHs 3a0iry Ta miir0TOBKa /10 KOONEPATHBHOT0 PEXKUMY

3aBepieHHs 3a0iry peanizyerbes uepe3 BP. GM_Run. [eii Blueprint Bignosigae
3a OCHOBHI ITpaBuUJjIa IPU: TIOYATOK CECii, MEPEBIPKY MOPA3KH, IEPEBIPKY MEPEMOTH, ITOKA3
BIIMOBIHOTO €KpaHa Ta IMepe3anmyck 3a0iry. Takuifi migxia BIANOBIIAE CTPYKTYpl
Gameplay Framework, ne GameMode BUKOPUCTOBYETHCS JIJIs1 ONUCY TIpaBujl rpu [3].

VY rpi nependayueHo 1Ba OCHOBHI BapiaHTH 3aBEPIIICHHS:

- nopaska, SKIIIo TpaBels abo BCS KOMaH/Ia 3arMHYJIa,

- nepemora, SKio OyB rnepeMokeHuit 60c abo BUKoHaHa (piHAIBHA YMOBA.

Komu rpaBens momupae, BP AC Stats abo mepconHax MOBIIOMIISIE TIPO 1€

BP_GM_Run. ITicas uporo GameMode nepeBipsie€, Yu 3aTUIIMINACS >KUB1 TpaBili. Jis
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OJIMHOYHOT'O PEXUMY CMEPTh OJIHOTO I paBlid O3HAYa€ MOpa3Ky. AJie CTpyKTypa
3po0JieHa Tak, o0 y MaiiOyTHOMY MOYKHA OYJIO MIEPEBIPSATH CTaH KUIBKOX TPaBIIiB.

Jlorika mopasKku:

- 3JI0pPOB’sl TPABIIS CTA€ MEHIIIMM a00 PiIBHUM HYJIIO;

- BHUKJTMKAETHCS TTOJTIsI CMEPTI;

- BP_GM_Run otpumye NOBiIOMIICHHS;

- NepeBIPSIETHCS KUIBKICTh )KMBUX T'PABIIiB;

- SIKITIO KUBUX TPABIIIB HE 3IUIIAIOCH, BUKIHKaeThbess EndRun;

- noka3yerbcsi WBP_ GameOver;

- rpaBellb MOXKE MePEe3ayCTUTH 3a0ir.

[lepemora  peamizoBaHa dYepe3 TecToBoro ©Ooca. ['paBenb  akTHBYe
BP BossSummoner, micist doro 3’sBisetrbess BP Boss Test. SIkmio 6oc momwupae,
GameMode oTpuMye€ MOB1IOMJIEHHS PO BUKOHAHHA (DiHAIBHOI YMOBH 1 3aBEpIILy€ 32010
NEPEMOTOI0.

Jlorika nepemoru:

rpaBellb aKTUBYE 00’ €KT BUKJIHMKY 00ca;

- y CBITI 3’ ABJISIETHCS 00OC;

- rpaBellb 3aBJIa€ NOMY IIKOU;

- micist cMepTi 00ca BUKIIMKAETHCS TOI1 IEPEMOTH;
- BP_GM_Run 3amyckae EndRun;

- MOKa3y€eThCs €KpaH 3aBEPIICHHS 3a0iry.
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J Get All Actors

> — »

Puc. 3.12 Peanizauis 3aBepiieHHs 3a0iry

GAME OVER VICTORY

"All players died"” "Boss defeated"

Puc. 3.13 BapianTtu expany 3aBepIiieHHs 3a0iry

[lin yac 3aBepuieHHsS 3a0iry Ba)XJIMBO 3YNMUHUTH aKTUBHY gameplay-JIoriky.
Hamnpukinan, cnaBHep He MOBUHEH IPOJIOBKYBATH CTBOPIOBATH BOporiB micis Game Over
a6o nepemoru. Takox mMoTpiOHO 3a0J0KyBaTH 3aiiBi 00MOBI i1, 100 MICJIsI 3aBEPIICHHS
I'pU HE BUHUKAJIM IIOMUJIKH 3 aKTUBHHMH 00’ €KTaMHU.

OkpeMo y TIPOEKTI BPaxOBaHO MOMKJIHUBICTh MalOyTHHOTO KOOTEPATUBHOTO
pexxumy. [ToBHOIIIHHA MepekeBa peaizallisa noTpedye A01aTKOBOTO TECTYBaHHs, OJTHAK
YacTUHA apXITEKTypH BKe MO0y 0BaHa Tak, o0 ii OyJio JIeTIe po3mupIOBaTH.

JI1s1 1bOTO BUKOPUCTOBYIOTHCS:

1. PlayerState ny1s1 iHAUBIAYaJbHUX JTAHUX TPABIIA.
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PlayerController nms nokansHoro BBeseHHs ta Ul.
GameMode a1t mpaBui 3a0iry.
GameState 1151 3arajJbHOTO CTaHy Cecii.
KOMIIOHEHTH JIJIsl TOBTOPIOBAHOT JIOTIKH.

iHTepdelicu A1 3MEHIIECHHS 3aJIEKHOCTI M1k KJIaCaMHU.

Takuit migxin HE poOUTH TPy ABTOMATUYHO TMOBHICTIO MEPEKEBOIO, aje BiH

SMCHIIIY€ KIJIBKICTh JIOFiKI/I, sJgKa HpI/IB’HSaHa TUIBKU A0 OOHOI'O JIOKAJIBHOT'O IICPCOHAXKA.

[le BaxxnIMBO, TOMYy IIO MpU MalOyTHHOMY JAOJaBaHHI KOONEpPAaTUBY OCHOBHI JaHi

IpaBIliB, ITpaBuJja 3a0iry Ta iHTEpPeEiic yrke MatoTh OLTBII TPABUIBHE MICIIE B apXITEKTYP1

[8].
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4 TECTYBAHHA, AHAJII3 TA IIEPEBIPKA PE3YJIBTATY

4.1 Opranizauisi TeCTyBaHH$ I'PH

[Ticnst peanizariii ocHOBHUX gameplay-cuctem OyJio IPOBEJEHO iX TECTyBaHHS y
camoMy cepenoBuini rpu. OCHOBHOIO METOIO TECTYBaHHS OyJO MEpeBIpUTH HE TIIBKU
3aIyCK MPOEKTY, a i Mmpane3aTHICTh MOBHOTO IMPOBOTO HUKITY. [JIsi rpy TaKoro >kaHpy
BXKJIMBO, 1100 TpaBellb MIT MoYaTu 3a0ir, KepyBaTH MepCoOHaXKeM, OOPOTHUCS 3 BOPOTAMH,
OTPUMYBAaTH HAropojiH, BIJKpUBATH CKPHHI, MOCHIIOBATH XapaKTEPUCTHKU Ta
3aBEPIIyBATH ITPOBY CECIIO MEPEMOT0I0 a00 MOPa3KoIo.

TectyBanHs BUKOHYBaJocs y cepenonuiii Unreal Engine 5 3a noroMororo pexumy
Play In Editor. [{anuii pexxum € 3pydyHuM aiia nepeBipkud Blueprint-yoriku, ocKuibKu
JTIO3BOJISIE IIBHJIKO 3allyCKaTH TPy MICHS 3MiH, TEPEeBIPSATH OKpEeMi MEXaHIKH Ta
BUKOPUCTOBYBAaTH HAJIAroJKyBasibHI MOBIIOMIIEHHS 4epe3 Print String. Takox Unreal
Engine 5 mae 3acobu Ji71sl JTOKaIbHOI MEPEBIPKU TPU Yy PEKMMI KIJTbKOX TPaBIIiB, 110 €
KOPUCHUM IIPH MIATOTOBIII MPOEKTY 10 KOOTIEPATUBHOI CTPYKTYpH [8].

[1ix yac TecTyBaHHS MEPEBIPSAIUCS TaKl OCHOBHI YACTUHH MPOEKTY:

- 3aIycK irpoBOTO PiBHS;

- CTBOpEHHS TIEPCOHAXKA TPABIIS;

- po0oTa MmepemMilieHHs Ta KaMepH;

- 0a3oBa aTaka rpasBlis;

- OTPUMAaHHS IIKOIH TPABIIEM 1 BOPOTaMH;

- CMEPTh BOPOTiB;

- OTpUMaHHS 30JI0Ta Ta JOCBIY;

- 1JIBUIIICHHS P1BHS,

- BIJIKPUTTS CKPHHI;

- OTpUMaHHsI BUMAIKOBOTO MIPEIMETA;

- 3MiHA XapaKTePUCTHK Yepe3 IpeaMeTH;

- OHOBJIEHHS KOPUCTYBAIbKOTO 1HTEp(Deiicy;

- BUKJIHK 00ca;
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- 3aBepIIIEeHHS 3a0iry;

- nepes3arycK Ipu.

OxpeMo 3BepTaiach yBara Ha Te, o0 Jorika rpu He OyJia MOBHICTIO MPUB’sI3aHa
no oaHoro Blueprint-knacy. Hampukiaz, xapakTepuUCTHUKU 30€piraroThCsi B OKPEMOMY
KOMIIOHEHTI, MpOrpecis MOTOYHOTO TpaBls — y PlayerState, a mpaBuna 3aBepiieHHS
3a0iry — y GameMode. Taka cTpykTypa 03BOJIsIE€ Kpalle MepeBIpITH OKPEeMi YaCTHHHU
CHUCTEMH 1 3MEHIIY€ PU3HUK TOTO, 110 3MIHA OJIHIET MEXaHIKH 3/1aMae 1HIIII.

JIJ1st TeCTyBaHHSI BAKOPHCTOBYBAIMCS TaKl METOTH:

- pYy4HE MPOXOJ>KEHHS IrPOBOI Cecii;

- nepeBipka okpemux Blueprint-rpadis;

- BHUBEJICHHS IPOMIKHUX 3HaYeHb yepe3 Print String;

- nepeBipKa 3MIHU XapaKTePUCTHUK MiCIIs OTPUMAHHS IPEIMETIB;

- nepeBipka oHoBjieHHss HUD micrns 3MiHU aHUX;

- 3aIyCK I'py B OJIMHOYHOMY PEKHMI;

- JIOKaJbHA MepeBipka listen server 3 10JJaTKOBUM KITIEHTOM.

Takuii miaxig J03BOJUB IEPEBIPUTH HE TUIBKM BUAMMY YacTUHY TIpH, ajie U
BHYTPIIIHIO JIOTIKY. Hampukman, npu BIAKPUTTI CKPUHI TOTPIOHO OYyJI0 MEPEKOHATHCH,
IO TpaBellb Ma€ IOCTaTHBO 30J0Ta, 30J0TO CHHUCYETHCS, MpEIMET BUOUPAETHCA 3
Ta0auIll, eeKT 3aCTOCOBYETHCA JO0 XapaKTEPUCTHK, a 1HTepdelc Moka3zye OHOBJIEHI

3Ha4YCHHA.

4.2 IlepeBipKka OCHOBHOI'O irPOBOI0 IUKJLY

[Tepuium etamom Oyja mepeBipka OCHOBHOIO IrpoBOro HUKIY. Y Mexax MVP
BOXJIMBO OYyJIO OTpUMATH HE TMOBHICTIO 3aBEPIICHY KOMEPIIWHY Tpy, a mpare3aaTHui
OPOTOTHUII, ¥ SKOMY OCHOBHI CHCTEMH BXKE€ B3a€EMOJIIOTh MK coOow. Came Tomy
TECTyBaHHS MOYMHAIIOCS 3 EPEBIPKH MOBHOTO MPOXOHKEHHS 3a01Ty.

OCHOBHMIA IUKJI TP CKJIAJAETHCS 3 TAKUX €TaIiB:

- 3aMyCK PiBHS apeHH;

- MOsIBa MEPCOHAXKA TPABIIS;



- 10siBa BOPOT'iB;

- 0olMOBa B3aEMO/IIS;

- OTPUMAaHHsS HArOpoOLI;

- BIJIKPUTTS CKPUHb;

- MTOCWJICHHSI XapaKTEPUCTHK;

- BUKJIMK 00cCa;

- 3aBepIIICHHS 3a0iTy.
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[lin yac mepeBipku OyJIO BCTAaHOBJCHO, IIO MEPCOHAX TIPABISI KOPEKTHO

CTBOPIOETHCS Ha piBHI, oTpuMye kepyBaHHs Bi PlayerController i pearye Ha BBeI€HHS.

['paBenib MoO’ke TepeMillyBaTHCS MO apeHi, aTaKyBaTd BOPOTIB 1 B3aEMOJIIATH 3

00’extamu. Kamepa 103BoJIsIE KOHTPOJIOBATH CUTYALlIO Mg yac 000, Xoya ii (piHaIbHe

HaJIalITYBaHH: IS MOJKC 6YTI/I IMIOKPAIICHC.

CucrteMa mosiBM BOPOTiB TakoX OyJjia mepeBipeHa. Boporu cTBOprOIOThHCS depe3

CIaBHEp HAa BU3HAYEHHUX TOUYKax piBHs. KOXeH BOpOT Mae€ BIIaCHI XapaKTEPUCTUKH, MOXKE

OTPUMYBATH IIKOAY Ta MOMHUPAE IMICIS 3MEHIICHHS 370poB’s 10 HyJs. [licias cmepri

BOpOTra TpaBellb OTPUMY€E HAropojay, IO MATBEPIKY€E 3B’SI30K MK CHUCTEMOIO 0010,

nporpeciero 1 PlayerState.

Pe3ynpTaTi nepeBipku OCHOBHOTO ITPOBOTO LUKITY MOJAHO Y Ta0bmui 4.1.

Taomung 4.1

[TepeBipka OCHOBHOTO IrPOBOTO ITUKITY

Enement nepeipku

3armIaHoBaHa MOBENIHKA CHUCTEMU

OTtpuMaHuil pe3yibTar Iij] yac
TECTYBAHHS

I[Himianizarist irpoBoi PiBenb BinkpuBaeThCs 6€3 Bukonyerbcs

CLICHH KPUTHYHHUX IIOMUJIOK

CtBOpEHHS IpaBLs [lepcoHax 3’sIBISEThCS HA apeHi BukoHy€eTbhCs

KepyBanns I'paBens Moxe pyxatucs Ta Bukonyertscs
aTaKyBaTH

[TosiBa BoporiB Boporu cTBoproroThcs yepes cucremy | BukonyeTses
CIIaBHY

CwmepTh BOpoOriB Bopor 3nukae abo nepexoauTs y Bukonyerscs
CTaH CMepTi

Otpumanns Haropoan | ['paBers orpumMye 3051070 a60 10cBin | BukoHyeThes

3aBepieHHs 3a0iry

IToxa3yeThcst BIAMOBIAHUI pe3yabTaT

BukoHyeThCs micis nepeBipKu
YMOB
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VY mporieci epeBipKu OCHOBHOTO IUKIY OyJIO BaXKJIMBO MPOCTEKUTH, 1100 MOIIT

B1IOyBaJIMCS Y MpaBWIBHIA TOCHiA0BHOCTI. Hampukiaa, Bopor He MOBUHEH BHIaBaTH

HAropofAy KiibKa pa3iB MicCisi CMEPTi, a TpaBelb HE MOBUHEH OTPUMYBATH MPEIMET 31

CKpHHI 0€3 I0CTaTHBOI KIJIBKOCTI 30J10Ta. TaKl MOMHJIKKA MOXKYTbh OyTH HE 0/ipa3y MOMITHI
Bi3yaJIbHO, aJI¢ BOHU BILTMBAIOThH Ha OaJIaHC 1 JIOTIKY TPH.

3a pe3yapTaTaMu I[LOTO €Tay MOKHA 3pOOUTH BUCHOBOK, 1110 0a30BUi gameplay-

UK Mpaioe. ['paBers Moxke TPOUTH OCHOBHY IMOCIIIOBHICTD JiH, sSIka € HEOOX1THOIO

s MVP rogue-like/roguelite rpu.

4.3 IlepeBipka cucTeMH XapaKTePUCTHK i 001OBOI B3a€MOIIL

Cucrema XapakTEpHUCTUK € OJIHIEIO 3 TOJIOBHUX YACTHH MPOEKTY, OCKUIBKM BOHA
BUKOPHUCTOBYETHCS 1 TPABLIEM, 1 BOPOraMu. ¥ rpi EepEBIPSIIUCS TaKl MapaMeTpH: MOTOYHE
3JI0pOB’ s, MAKCUMAaJIbHE 3/I0POB’ s, IKOAA, OpPOHS, IIBUAKICTh PYXY, IIBUAKICTb aTaKH Ta
perenepamis. LI mapamerpu 30epiratoTbes He B iHTepdeiici, a B okpemomy Actor
Component, 110 BIANOBiIa€ MOAYJIBHINA CTPYKTYpP1 MIPOEKTY.

[lin ywac TectyBanHa Oyno mepeBipeHO oTpuMmaHHs mKoau. Komum Bopor ado
rpaBellb OTPUMYE IIKOJAY, 3HAYEHHS 370pOB’S 3MEHUIYETbCA. SIKIIO 310pOB’sl cTae
MEHIIUM a0 PIBHUM HYJIIO, BUKJIMKAETHCA JIOTIKa cMepTi. s BOpOriB 1Lie O3Hayae
3aBepLICHHs IXHbOIT yyacTi B 000 Ta BUIauy HaropoAu rpasifto. s rpaBus ue Moxe
O3HAYaTH 3aBepIIEHHS 3a0iry, aje pilleHHs Ipo Lie npuiiMae He cam nepcoHax 1 He HUD,

a norika GameMode.

Puc. 4.1 TlepeBipka 0010BOi B3aeMO/Iii 3 BOporaMmu
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Ha puc. 4.1 nmokazano mepeBipky 00HOBOi B3a€MOJIii B IrpOBOMY CEpEIOBHIIII.
Bopor mepecnigye rpaBii, rpaBellb BUKOHYE aTakKy, IMICIS YOrO 3HAYEHHS 370POB’S
BOopora 3MmeHIryerbes. Lle miaTBepmakye poOOTy 3B’A3KYy MK aTakol, KOMIIOHEHTOM
XapaKTEPHUCTHK 1 JIOTIKOIO CMEPTI.

Oxpemo TmepeBipsulach MIBUAKICTh aTakd. BoOHAa BUKOPUCTOBYETHCS IS
BU3HAUYCHHSI IHTEpPBAITy MIXK aTakaMu. SIKIIO MIBUIKICTh aTaKu 30UIbIIYETHCS, IIEPCOHAK
MOKe arakyBaTu dactimie. [Ipu mpomy B cucteMi Mae OyTH MiHIMaldbHE TEXHIUYHE
oOMeKeHHsI, 11100 1y>Ke BEJIMKI 3HaUEHHS HE CTBOPIOBAIM HaJMIpHE HaBaHTakeHHs. Lle
BOXJIMBO, 00 B roguelite-irpax mpeaMeTH MOXYTh CHJIBHO 3MIHIOBATH IapaMeTpu
MEPCOHAXA.

Takox Oyna nepeBipena Opons. Ii 3amaua monsrac y 3MeHINEHHI OTPUMAHOT
mkoau. it MVP He 060B’s13k0BO pOOUTH JTy>Ke CKIIaHy (popMyIly, ajie cama HassBHICTh
BOTO MapamMeTpa Ja€ MOXIIUBICTh Yy MallOyTHbOMY CTBOPIOBaTH HPEIMETH, SKl
H1ABUIIYIOTh BH)KMBAHHA MEpCOHaXka. Te came CTOCYyeThCsl pereHepatii 3J0poB s, sKa
MOKE€ BHKOPHUCTOBYBAaTHCSl sK 0a30Ba XapaKTepuCTHKa abo sSK e(peKT OKpPEeMOro
npeaMera.

IIepeBaroro BUHECEHHS XapaKTEPUCTUK B OKPEMHI KOMITOHEHT € T€, 1110 OJHA ¥ Ta
cama JIOriKka MOX€ BHUKOPUCTOBYBATHCh PI3HUMHU CyTHOCTAMH. ['paBelp, 3BHUaliHUN
BOpOr 1 00C MOXXYyTh MaTH Pi3HI 3HAUYCHHS TapaMmeTpiB, ajie cama cucTemMa oOpoOKU
3JI0pPOB’A 1 IIKOJM 3aIMIIA€ThCs cruibHOMO. Le 3menmye nyomoBanns Blueprint-noriku

1 pOOUTH MIPOEKT 3PYUHIIINM JJISI TOAATBIIOTO PO3IIUPEHHS.

4.4 IlepeBipka cucreMHu nNpeaMeTiB, HAropoa i mporpecii

Cucrema npeaMeTiB 1 HaropoJI epeBipsIach OKPEMO, OCKUIHKH BOHA € BAKIIUBOIO
s rogue-like/roguelite sxanpy. Came BUMaaKOBI MPEIMETH 1 MOCTYNOBE MOCUJICHHS
IepcoHaka poONsITh 3a0ir OiNbIN BapiaTHBHUM. SIKIO TpeAMETH HE 3MIHIOIOTH
gameplay, To Tpa MIBUIKO CTa€ OJHOMAHITHOIO.

VY mexax MVP nporpecis rpaBIis CKIQIAETHCS 3 TAKUX €JIEMEHTIB:
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- 30J10TO;

- JIOCBIJI;

- piBEHB;

- peIMETH;

- 3MiHa XapaKTEPUCTHK.

30J710TO BUKOPUCTOBYETHCA SIK peCypc MOTOUHOTO 3a0iry. I'paBens oTpumye ioro
TICJIS 3HUILIEHHS BOPOTIB 1 BUTpadae Ha BIIKPUTTSA CKpuHb. I1i yac TectyBaHHs OyIio
nepeBipeHo, 1m0 KUTBKICTh 30J10Ta 3MiHIOEThCS B PlayerState, a He TUIbKH B iHTEpdeEiici.
[le BaxxnuBo, Tomy 1mo HUD mnoBuHeH nwuilie mokasyBaTH JiaHi, ajie He OyTH MICIEM iX
OCHOBHOTO 30epiraHHsl.

JlocBiz 1 piBeHb Takoxk 30epiratotecs B PlayerState. [licisa orpuManHs 1oCcTaTHBOL
KUIBKOCTI JIOCBIY PiBEHb I'PaBIIs MiABUIIYEThCA. Y Mexkax MVP piBeHb MOXke BIUTMBATH
Ha 0a30Bi XapaKTEpUCTHUKK TNEpCOHaka ab0 BHUKOPHCTOBYBATHCS SIK OCHOBA s
NOJAJIBIIOT0 PO3BUTKY cHUCTeMH mporpecii. HaBiTh SKII0 MexaHika piBHIB LIE HE €

(biHaJ'IBHOIO, i HasIBHICTH A03BOJIAA€ ITIOKA3aTH ITOCTYIIOBEC ITIOCUJICHH:A IICPCOHAXKA l'IiII qac

3a0iry.

Puc. 4.2 TlepeBipka oTpruMaHHs TIpeIMeTa 31 CKPUHI

CkpuHI mepeBipsuIicsa 4epe3 CUCTeEMY B3aeMojii. ['paBers miaxoauTh A0 CKPHHI,
HATUCKA€ KHOIKY B3a€MOJIIi, MICJISI YOTO CHCTEMa TEepeBIpsi€ KIIbKICTh 30J0Ta. SIKIIO
30J10Ta JIOCTaTHBO, BOHO CITHUCYETHCS, a TPaBellhb OTPUMYE BUIIAJAKOBUHN MpeaMeT. SKio

30J10Ta HCJOCTAaTHBO, IIPCAMCT HC BUAACTHCA.
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[Ipenmetn onucyroTbes yepes3 data-driven miaxia. st 1bOro BUKOPHUCTOBYIOThCS
CTPYKTypa MpeMeTa, enum-u piAKOCTi, TUIIK eeKTiB 1 Tabuuisa ganux. Takuii crmocid €
3pyYHUM, TOMY IO HOBI MPEAMETH MOXHA JO0JaBaTH 4epe3 JlaHl, a He MepenucyBaTu
KOXXHOTO pa3y Joriky ckpuHi. Data-driven miaxin dyacto BukopuctoByeTbes B Unreal
Engine st 30epiranHs irpoBUX mapameTpiB OKpeMo BiJ JOTIKU [5].

[lin dgac mepeBipku mnpeaMeTiB OyJlO BCTAaHOBIEHO, IO MPOCTI edeKTH, sKi
3MIHIOIOTh XapaKTEPUCTHUKHU, MPAIlOI0Th KOpeKTHO. Hampukman, mnpeaMer Moxe
301IBIIUTH MAaKCUMAaJIbHE 370POB’A, IIKOIY, OPOHIO, MIBUAKICTh PYXy a00 MIBUIKICTDH
ataku. Lle o3Hayae, n0 cucTemMa MPEAMETIB YXKE BIUIMBA€ HAa gameplay, a HE € TUIbKU
JIEKOPAaTUBHUM E€JIEMEHTOM.

Pazom 3 muMm cucrtema mpenMeTiB 1€ Mae MOTCHIal Ui pPO3BUTKY. Y
MaliOyTHPOMY MO’KHA JOAATHU NMPEIMETH 3 YMOBHUMHU €(pEKTaMH, aKTHUBHI MPEIMETH,
cuHeprii, epexTu micas BOMBCTBa Bopora abo e(eKTH, siKi CIpalbOBYIOTh 3 MEBHUM
mancoM. Jlns MVP nocratHbo peanizyBaTé 0a30By CHUCTEMY, fKa JTOBOAUTH, IO

BI/Il'IaI[KOBi Haropoau MOXyTb 3MIHIOBATH XAapaKTCPUCTHUKHU IICPCOHANKA.

4.5 IlepeBipka KopucTyBanbKoOro inrepgeicy Ta 3aBepiieHHs 3a0iry

KopuctyBanpkuii  iHTEppeiic mnepeBipsABCI 3 TOYKHM 30py MPAaBHIBHOIO
BIIOOpaXKeHHS JaHUX. Y Tpl TAKOro THUIYy TpaBellb Ma€ MIBUJIKO OayuTH OCHOBHI
napaMeTpu, OCKUIbKM gameplay BiJI0yBaeTbcsl B peasibHOMY 4aci. Jlo Takux mapameTpiB
HaJeXaTh 3710POB’s, 30JI0TO, PIBEHb, JOCBI/I, XapaKTEPUCTUKU Ta OTPUMaHI IPEAMETH.

OcunoBuuit HUD crtBOpenuit 3a gomomororo UMG. Bin He 306epirae ocHOBHI
gameplay-/1aHi, a TUIbKM OTPUMYE iX 3 IHIIUX cucTeM. Lle € mpaBWIBHUM M1IX0/I0M,
OCK1TbKHM 1HTepdeic He TOBUHEH KepyBaTH JOTiKo0 rpu. UMG BUKOPHUCTOBYETHCS came
JUTsl CTBOPEHHSI BI3yaJIbHOTO MPECTaBICHHS 1H(OpMaIlli, MEHIO Ta IHIIUX EJIEMEHTIB
iHTepdeiicy [7].

[Tix gac TectyBanHs nepeBipsiucs Taki enementy Ul:

- B1JI00pakeHHs 310POB’S;

- B1I0OpakKeHHS 30JI0Ta;
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- B1JI0OpakeHHS JOCBITY;

- B1JI00Opa)kKeHHS PiBHS;

- BIJIKpUTTSI MIAHEN XapaKTEePUCTUK;

- OHOBJICHHS JJAHUX MICJI OTPUMAaHHS NIPEIMETa;

- MOKa3 eKpaHa 3aBepIICHHS TPH.

Omnosnennss HUD mnepeBipsnocs micnsa pisHux noxii. Ilicns orpumanHs mkonu
Mae 3MiHIoBaTHCS 370poB’s. [licis cMmepTi Bopora Mae OHOBIIOBATHUCS 30JI0TO abo
nocBig. Ilicims BIZKPUTTS CKPUHI MAarOTh OHOBUTHUCS 30JI0TO, CIIHMCOK IMPEAMETIB abo
XapaKTEPUCTUKH. Y TpoLEC] MepeBipKu OyI0 BaKIMBO nepekoHarucs, mo Ul nmokazye
aKTyaJbHI1 J1aHl, a HE CTapi 3HAYCHHS.

3aBepiieHHs 3a0iry MEepeBIPsIOCsS y JABOX OCHOBHUX BHUIIaJIKaxX: Mopas3ka IMicis
CMEPTI TpaBIls Ta MepeMora Micis 3HUIICHHS 0oca. Y mepiioMy BHUMAJAKy KOMIIOHEHT
XapaKTEPUCTHK BU3HAUAE, 1110 3J0POB’ S TpaBLs JOPIBHIOE HYJIIO, micis yoro GameMode
nepeBipse€ YMOBH TOpasKu. Y APYyroMy BHUMAAKYy CMEpTh Ooca mepenae CUTHAN Ipo
BUKOHAHHS YMOBH ITEPEMOTH.

Baxmupo, mo GameOver, Victory 1 EndRun He nmoBuHHI OyTH OJIHI€IO i Ti€IO
camoro fmiero. EndRun e 3aranpHum 3aBepmieHHsM 3a0iry, a GameOver abo Victory
TIIBKH ONUCYIOTh IPUUYKHY 3aBepUIeHHs. Takuil o1 poOUTh CUCTEMY 3PO3YMUTIIIONO 1
J03BOJISIE Yy MallOyTHOMY JIOJATH 1HILI BapiaHTH 3aBEPILECHHS, HAIPUKIIA] BUX1] Yyepe3
nopTay ado 3aBEPIICHHS ITiCIsI BUKOHAHHS IIEBHOT 3aa4i.

Okpemo mepeBipsBCsl mepe3anyck 3a0iry. Ilicnms 3aBepilieHHsT Tpu TpaBellb
MOBHMHEH MaTH MOKJIUBICTh IMOYaTH HOBY cecito. [Ipu mboMy cTapi Boporu, Taitmepu ado
nojii He TOBUHHI TMPOJOBXKYBaTH TpaimroBaTtu. sl 1[bOTO JIOTIKAa 3aBEPIICHHS Mae

0JIOKYBaTH aKTHBHI gameplay-mpoiiecu, ki Bxke He TOTP1OH1 micis KiHI 3a01ry.

4.6 BusiBjieHi He10JIiKM Ta IX YCYHEHHH

[Tix yac TecTyBaHHs OyJI0 BUSBJICHO JEKiJIbKa MPOOIIEM, K1 € TUTTOBUMH 1171t MV P-

npoekty Ha Blueprints. YactuHa 3 Hux Oyja moB’si3aHa 3 HENPaBUIBHUM MOPSIIKOM
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BUKJIMKY TOJIA, YaCTUHA — 3 OHOBJICHHSIM 1HTEp(EiCy, a yacTUHA — 3 MiATOTOBKOIO

JIOT1KH A0 KOOIICPATUBHOTI'O PCIKHUMY.

OCHOBHI BUSBJICHI HEJIOIIKH;

- He BC1 Moj1ii B3aemo/1ii OyJIu mpaBUIIbHO ITIIKJTFOUYEHI;

- HUD ne 3aBX1u OHOBJIIOBABCS ITiC/IA 3MIHH JaHHX;

- TesiKl 3HaYeHHS oTpiOHO OyJI0 IepeHoCHuTH 3 mepcoHaxa y PlayerState;

- JIOT1Ka 3aBEepUICHHS 3a0Iry crnoyaTKky Oyia 3aHaATO MPUB’s3aHa 10 OKPEMHX

00’ €KTIB;

- MICJst CMEPTI OJHOTO TpaBlg y TECTOBIM KOOMEpPATHBHIN MepeBipil rpa

MOTI'JIa 3aBCPUTYBATUCA JIA BCiX;

- CHIaBHEpP MIT NPOAOBKYBATU POOOTY MICIIs 3aBEPILIECHHS 3a01ry;

- yactuHa Blueprint-rpadiB notpebyBana BHOPSIKYBaHHS.

Tabauusa 4.2

OCHOBHI HEJIOJIIKH Ta CIIOCOOU iX YCYHEHHS

[Tpobaema

Crnocib ycyHeHHs

B3aemonis 31 ckpuHero He 3ammyckana
BUJIAYy MIpEAMETa

[TigkTr0ueHo MpaBUIIBHUIN BUKITHK
00pOoOKH B3aeMOTIT

HUD He 3aBX1u OHOBIIOBABCS

Jlonano okpemi hyHKIIT OHOBJIEHHS

GameQver BUKJIUKaBCI HE B TOMY MiCIIl

Jloriky nepeneceno B GameMode

CMepThb OJJHOTO TPaBILs 3aBepITyBajia
Ceclo

JlolaHO TIEPEBIPKY CTaHy aKTUBHUX
I'PaBIIiB

CmaBHep mpaiitoBaB MICIs 3aBEPIICHHS
3a0iry

JloiaHo MepeBipKy CTaHy 3a0iry

YacTtuHa J10TiKK OyJa 5KOpPCTKO
pUB’s13aHa JI0 KJIACiB

BukopucTtaHO KOMIIOHEHTH Ta
iHTepdeiicu

Opnieto 3 mpoOem OyJia B3aeMOIis 31 CKpUHEI0. 3allUT HAa B3a€EMOJIII0 MPOXO/IUB,

ajie cama JIOTiKka BUJIaul MpeaMeTa He 3amycKanach yepes3 Te, 1o MoTpiOHa (yHKIis He

OyJna MmiJKJII0YEeHa 0 OCHOBHOI moii iHTepakiii. [licna nepesipku yepe3 Print String

OyJ10 BCTAaHOBJIEHO, HA IKOMY €Talll JJAHI[IOI BUKJIMKIB 3ynuHsA€eThes. [licns npaBuibHOro

MIIKJTFOYEHHS MOl CKPUHS TToYaJia MpalfoBaThH KOPEKTHO.

Takox BuHHKaIM 1poosemu 3 oHOBIeHHIM HUD. ¥V neskux Bumagkax 3HaA4CHHS

3MIHIOBAJIUCA B JIOTIIl TpH, ajie He BiIOOpakaluch Ha ekpaHi. [l BunpapieHHs Oyiu

J0/1aH1 OKpeMi (hyHKIIIT OHOBJIEHHS 1HTEp(ENCy MICis 3MIHHU 3/I0pOB A, 30J10Ta, JOCBITY
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abo mpeamertiB. Lle kparme, HiXXK TOCTIHHO OHOBIIIOBAaTH BCi 3Ha4yeHHs uepe3 Tick,
OCKUJIBKH TaKH# CIIOCIO € MPOCTIIINUM JIJIs1 KOHTPOJIIO.

[le ogHUM BaXXJIUBUM BUIPABIECHHSM OYJIO YTOYHEHHS JIOTIKM 3aBEPIICHHS
3a0iry. byno posauieno mnonstts GameOver, Victory, EndRun i1 RestartRun. Ile
JO3BOJTIIIO 3po0OuTH cucTeMmy Outbmn 3po3yminor. Tenmep GameMode Biamosimae 3a
pIIICHHS PO 3aBEPIICHHS I'PH, a BIPKETH TUTbKH MMOKA3YIOTh BIMOBIAHUNA PE3yJIbTaT.

[Ticist BumpaBlieHb MPOEKT CTaB CTAOUIBHINIMM Ta OUIBII OPraHi30BaHUM IS
noaasbIoi poootu. OCHOBHUY ITUKJIT TIPAITIOE, @ TOJIOBHI CHCTEMHU TPH B3a€EMOJIIIOTH MIXK
coboro MeHII HaBaHTaxeHO. [IpoTe Lel MpoekT Bce Iie MOoTpedye MOKpallleHHS B
MaiioyTHpoMy. Hacammepen 1e CTOCyeTbCs TOBHOI MEPEXKEBOi CHHXPOHI3allii,
(G1HanbHOTO O(OPMIIEHHS KOPUCTYBALbKOro 1HTep(eiicy, OalaHcy NpeaMeTiB 1

CKJIQHIIIOI TOBE[IHKA BOPOTIB.

4.7 Ouinka pe3yabTaTiB po3po0KH

VY pesynbTaTi po3pobku 0ysno ctBopeHo MVP rogue-like/roguelite rpu Ha OCHOBI
Unreal Engine 5. IIpoekT He € ¢iHaTBLHOIO BEPCIEIO TPH, ajie BiH IEMOHCTPY€E OCHOBHUI
ITPOBUIA IIUKJT 1 MOJTYJIBHY apXiTeKTypy gameplay-cuctem. ['paBelib Moxe modatu 3a0ir,
NepeMillyBaTHCs apeHOI0, aTaKyBaTH BOPOTiB, OTPUMYBATH IIKOAY, 30MpaT HArOpoOHu,
BIJIKpUBATH CKPHHI, OTPUMYBATH MPEAMETH, MOCUITIOBATH MTEPCOHAXKA, BUKJIMKATH O60ca 1
3aBEPIIYBaTH ITPOBY CECIIO.

Jlo pealizoBaHUX Pe3yIbTaTiB MOKHA BITHECTH:

CTBOpeHHsI 0a30Boi cTpykTypH mpoekty Unreal Engine 5;
- peaizaliito nepcoHaxka rpaBIis;

- peasnizaiiiro 6a30BUX BOPOTiB;

- CTBOPEHHS CHCTEMH XapaKTEPUCTHK;

- peaizaliito 601M0BOi B3a€EMO/I;

- CTBOPEHHSI CHCTEMH 30JI0Ta, IOCBIY 1 PIBHIB;

- peanizaliito npeIMeTiB yepes JaHi;

- CTBOPEHHSI IHTEPAKTUBHOT CKPHUHI;
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- peaizaliito BUKJIUKY 00ca;

- ctBopenHss HUD;

- peaizaliiro 3aBepIieHHs 3a0iry.

["onoBHOIO MepeBaroro peaniz0BaHOTO MPOEKTY € MOYJIbHICTh. OCHOBHA JIOTIKA HE
3HaxXOUThCs B oiHOMY Blueprint-knaci. Xapakrepuctuku BuneceHi B Actor Component,
nporpec TpaBis 30epiraethcs B PlayerState, 3arampHi mpaBuia Tpu 3HAXOIATHCS B
GameMode, a npeaMeTH ONMUCYIOTHCS Yepe3 CTPYKTYpHU Ta Tabnuil nanux. Lle pooutsb
MPOEKT 3PYYHIIINM JUIS TOAAIBIIOI MATPUMKH.

Takox BaxJIMBO, IO CTPYKTypa YacCTKOBO MIATOTOBJIEHA JO KOOIMEPaTUBHOTO
pexumy. [loBHOLIHHMI KoomepaTHB IIe MOTpedye NOAATKOBOI poOOTH, OCOOJIMBO B
YACTHUHI peIuUliKallii, aBTOpUTETy cepBepa 1 JyokansHOoro Ul IlpoTe BHUKOpHCTaHHS
PlayerController, PlayerState, GameMode 1 GameState cTBOpIO€ MPaBUIIBHIIIY OCHOBY,
HIXK 30€piraHHs BCIX JaHUX TUIbKU B IEPCOHAXKI a00 BIIKETI.

[Topanpmmii pO3BUTOK IPOEKTY MOKE BKIIFOUATH:

- JI0JIaBaHHS PI3HOMAHITHUX BapiaHTIB BOPOTiB;

- peanizallito akTUBHUX 1 MaCUBHUX 3A10HOCTEH;

- PO3IIMPEHHS CUCTEMU IPEIMETIB;

- nokparnieHus Ul;

- JI0JJaBaHHS TOJIOBHOTO MEHIO;

- peaizalito 30epeKeHHS MPOrpecy;

- OanaHCyBaHHSI CKJIQIHOCTI;

- HOBHOHiHHe TCCTYBAHHA KOOIICPATUBHOI'O PCIKUMY.



BUCHOBKHA

Y pesynbraTi BHKOHAHHA KamigikamiitHoi pobotu Oyno ctBopeHO MVP-
nporotun rogue-like/roguelite-rpu Ha ocnoBi Unreal Engine 5. OcHoBHOI0 3a/1a4€to 0yiio
HE 3pOOMTH MOBHICTIO 3aBEPILCHY TPy, a peaaizyBaTu 0a30BUM ITPOBUMN ITUKII: MTOYATOK
3a0iry, KepyBaHHS MNepcoHakem, Ol 3 BOpOramMH, OTPUMAHHS HAropoj, BIAKPUTTS
CKpPHHbB, TOCUJICHHS XapaKTEPUCTHK 1 3aBEPILIECHHS IPU MEPEMOT0I0 200 MOPa3KoIo.

VY nporieci poboTH Oys10 BHUKOHAHO:

1. Posrnsayro mpeamerHy oOmacte rogue-like Ta roguelite-irop. byno

BHU3HAYEHO OCHOBHI O3HAKM KaHPY: MOBTOPIOBaHI 3a0iry, BUMAJAKOBI Haropoju,

PO3BUTOK MEPCOHAXKA 1] Yac Cecii Ta MOCTYMOBE yCKJIaIHEeHHs Ipu. Takox Oyio

npoanainizoBaHo Risk of Rain 2, Hades Tta Soulstone Survivors.

2. CdopmoBano Bumoru 10 MVP-rpu. OcHOBHUII akKUEHT 3po0JEHO Ha

MEPCOHAXK1, KEpyBaHH1, 00HOBII CUCTEMI, BOPOTAX, XapaKTEPUCTUKAX, IPEAMETAX,

CKpHUHSX, IHTEpdeiici Ta 3aBepIIeHH] 3a0iIry.

3. CnpoektoBaHo cTpykTypy rpu B Unreal Engine 5. Jloriky 0yJyio po3iijieHO

M1 TIEPCOHAKEM, KOMIIOHEHTOM XapaKTEPUCTUK, CHCTEMOIO TPEIMETIB, JIOT1KOIO

3a0iry, IHTEpaKTUBHUMHU 00’ €KTaMH Ta iHTEpDEcoM.

4. PeanizoBano oOCHOBHI gameplay-cuctemu: MepcoHaka TrpaBls, BOPOTIB,

XapaKTEPUCTUKU, HAHECEHHsI IIKOJHW, IOSBY BOPOTIB, HAaropoAu, CKpPHHI 3

BUMAJKOBUMU TIpeaMeTaMu, TectoBoro 6oca, HUD 1 3aBepiienHs rpu.

5. [IpoBeneHo TecTyBaHHS NpOTOTUNY. Byno mnepeBipeHO 3amyck piBHS,

KepyBaHHsA, aTaKy, OTPUMAaHHS IIKOJW, CMEPTh BOPOTIB, HATOPOJU, BIIKPUTTS

CKpHUHb, IPEIMETH, OHOBJICHHS 1HTep(eiicy Ta 3aBeplIeHHs 3a0iry.

O1xe, mety poOoTH Oyi0 nocsarHyTo. CTBOpEHHUI MPOTOTHUIT IEMOHCTPY€E 0a30BY
irpoBy meriio rogue-like/roguelite-rpu Ta Mae OCHOBY ISl TIOJAJIBIIIOTO PO3BUTKY:
JI0JlaBaHHsI HOBUX BOPOTIB, NMPEIMETIB, 310HOCTEH, MOKpalieHHs: 6aancy, iHTepdeincy

Ta KOOTIEPATUBHOI JIOTIKH.
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PIL P YB

Bararo imeit Ha mouaTtkoBOMY Unreal Engine 5 Blueprints
KOMII FOTEPHHX eTari Po3poOKH HaJae roToBi JI03BOJIIOTH
irop He BaK/THBO IIBHIKO IHCTPYMEHTH I peamsyBaTi
MePeXOIATE 10 CTBOPHTH POOOUHi CTBOPEHHS PIBHIB, ITPOBY JOTIKY
peamizariii Jepe3 MVP, mo6 TepCcOHaKIB, 3aco0aMu
notpeby B TepeBIPHTH iITPOBY aHiMariif, Bi3yanbHOTO
HABHYKAX 11€10, OCHOBHHH 1HTepdeiicy, CKPHITYBaHHS 03
IPOrpaMyBaHH, UK Ta 0a30BY (i3HKH Ta JOTIKH [IHOOKOIO
Ppo0oTI 3 pymieM B3a€MOJIII0 TPaBIIA ITPOBOT0 MPOIIECY. HaIlHCaHHS
Ta moGymoBi 3 TPO¥O. TMPOTPAMHOTO
gameplay-cucreM. KOJTY.




META, OB’CKT TA IPEJIMET JOCJLIKEHHS

Merta po6oTH — YIOCKOHATEHHS IIPOIIecy MPOEKTYBAHHA Ta peali3arii 6a30B0ro IrpoBoro MIKIY
KOOIIePaTHBHOI IpH JkaHpy rogue-like muaxom po3podxu MVP-npororuny Ha ocuori Unreal
Engine 5 3 BukopuctaraaM Blueprints Visual Scripting, KoMImoHeHTHOI opraHizaiti gameplay-

CHCTEM, CICTEMH [IPeIMETIR 1 Iporpecii 3abiry.

06’ eKT HoCTiTKeHHS — IIPorec po3poOKH KOMIT I0TepHHX irop xkaupy rogue-like / roguelite y

cepenopumn Unreal Engine 5.

ITpeameT mocaimKeHHS — MeTOIH Ta 3aco0H peamizamii 6a20BHX gameplay-cHCTeM KOOIEPATHBHOI

rogue-like rpu 2a ronomoroio Blueprints Visual Scripting Ta incTpyMmentie Unreal Engine 5.

3AJJAUI KBAJII®IKALINHOI POBOTH

1. IIpoeectn aHami? ocoGmuBocTeit rogue-like Ta roguelite-irop.
Po3rmaHyTH iCHYIOUI AHATIOTH Ta BH3HATHTH KOPHCHI gameplay-pimeHHa.
CdopmyraTtu dYHKITIOHATEHI Ta HeQYHKITIOHATEHI BEMOTH 10 MVP TpH.

CHpoeKTYBAaTH CTPYKTYPY B3a€MOIil OCHOBHHX gameplay-cHeTeM.

th &= W N

PeanizyBaTu KepyBaHHS MepcoHakeM, 60f0BY B3a€MO/IIIO Ta BOPOTIB.
Peamizyparu irpoBuii 2a6ir, HATOPOIH, PO3BHTOK IIePCOHAXKA Ta 3aBePIICHHSA TPH.

CreopHuTH iHTepdelic KOPHCTYBaUa A1 BiZoOpakeHHS CTAHy I'PABIIA.

oo -1 O

IIpoBectH TecTyBaHHSI OCHOBHHX cleHapliB pobotu MVP.



AHAJII3 AHAJIOI'IB

Kpurepii i Hades 3pod;

TToBTOpIOBaHHH irpoBHH IHKT  3aGir 3i 3pOCTAHHAM CKJIaTHOCTI ApeHa 3 XBHIAMH BOPOTiB Cepis GofioBHX ApeHa 3i 3pocTaHEAM
KiMHAT CKIAIHOCTI

BHIIamKoBi HAaTOPOTH TIpeveTH HasHYKH Ta MOKpameHAS Japr TIpemveTH

PO3BHTOK MepcOHAKA TTi Hac Ipeamern Ta piBHi HasHukH i Japx TIperMeTH piBHI

3abiry XapaKTePHC THKH

Botoga B3aeMonig JIHHaMiuHH#d Oif Macosi 601 IIBHAKHIT JHHAMITHHH Gif

GnmxHIH Gii
Bopors / XBui / KiMHaTH Boporu Ha piBHI XBHT BOPOTiB BoifioBi kiMHaTH ~ XBH1Ti BOPOTiB ¥ KiMHATi

PeirpabenbHicTs BHCOKa BHCcOKa Cepenua-Bracoka  CepenHs-BHCOKa

n

BUMOI'H 10 ITPOT'PAMHOT'O 3ABE3ITEYEHHA

DyHKIiOHATbHI BHMOTH HedynknionanpHi BHMOrH

1. KepyrauHA mepcoHaXKeM — TepeMiMeHHA, 1. JloctynHIicTE po3po0KH — BHKOPHCTAHHA
KaMepa, aTaKa Ta B3acMOILT 3 00’ €KTaMHu. Blueprints Visual Scripting 3amicTs

2. BoiioBa cucreMa — IepeBipKa [IONATaHHA, CKJIaJTHOTO TIPOTPaMHOTO KOY.

HaHeCeHHs IMKOAH, OTPHMAHHS IIKOIH Ta 2. CrabuisHicte MVP — kopexTHa podota
CMepPTh IIPOBHX CYTHOCTEH. OCHOBHOTO ITPOBOTO IHKTY 6e3 KPHTHIHHX

3. Cucrema BOPOTIB — CTBOPEHHS BOPOTIB, TIOMHTIOK.

IepecilJyBaHHs IPABId, araxka Ta o0podka 3. TIpomyxTHBHICTE — cTablapHa poGoTa TPH Mg
CMepTi. yac 00K Ta MOABH BOPOTIR.

4. Trposwmit 3a6ir — 3amyck cecii, MOABA BOPOTIB, 4. 3pYyUHICTE — 3pO3yMille KEPYBAHHA Ta
PO3BHTOK IIepCOHAXA Ta 3aBepPIIeHHA IPH. yuTabensHHHA iHTepdeiic.

5. Haropoau Ta mpeqMeTH — OTPHMAaHHS TOCRITY, 5. PO3MIHPIOBAHICTE — MOXKITHBICTE JOIABAHEA
30I10TA, BHIIAIKOBHX IIPEIMETIB 1 3MiHA HOBHX BODOTIB, [IPeJIMeTIB, PIBHIB 1 BoCiB.
XapaKTepHCTHK. 6. CTPYyKTYpPOBAHICTE — PO3JIIEHHS JTOITKH MIXK

6. Tarepdeiic kopucTyBaua — Bimobpaxkenus HP, Blueprint-xnacamu, kommoHeHTaME, Ul Ta
XP,. piBHA, 3070Ta, XapaKTEPHCTHK 1 JaHHMH.

pesyneTary 3adiry.



NMPOrPAMHI 3ACOBU PEANI3ALLII

BukopwcTaHi TexHosorii Ta ix ponb y peanisauii MVP koonepaTtueHoi rpu >xaHpy rogue-like Ha ocHosi Unreal Engine 5

OCHOBHI 3ac00U pO3pOOKU

Blueprints Visual

Unreal Engine 5 Seripting

Enhanced Input

soe

IrpoBuit pywiit pns BisyaneHe ckpunTysaHHs Cuctema 06pobu Q amm
CTBOPEHHA pieHie, gameplay-noriku: BBEAEHHSA rpasus: XP a=m
aKTOpiB, KOMMOHEHTIB, nepcoHax, 6iit, Boporu, pyX, ataka, B3aEMOAis 0 123
}i3nkmn Ta OCHOBHOI Haropopaw Ta norika 3aiéry Ta iHwi irposi Aji.
noriku rpu. 6e3 rMBOKOro HaNUCaHHs

Kopy.
Animation Data Tables / ° Niagara VFX
Blueprint Structs / Enums 1° 0 Y

7 Peaaizauis

KepyBaHHs aHimMaLismMmn 36epiraHHs napameTpis # ®  gisyanbHux edexris:
nepcoHaxa i Boporis: { NPeAMETiB, XapaKTePUCTUK, Y @  artaka, NonaaaHHs,
PYX, ataku, OTPUMaHHA TvNie edekTis Ta iHWUX ° e NiACUNIEHHS, PiBHA
LIKOAMW Ta CMepTb. irpoBumx AaHmX. Ta iHwi noaii.

UMG

CrBOpEHHSA
iHTepdeicy
kopwctysaya: HUD,
HP, XP, piseHs,

3011070, HaNAUTYRETHEA
Ta eKpau 3aBepLUEHHS rPu.

loToBi assets

BukopucTaHHs Mopeneit,
marepianis, aHimMauin

i pecypcis ans
WBWAKOrO CTBOPEHHS
MVP.

i

Yci ocHoBHi gameplay-cuctemu peanizosaHo B Unreal Engine 5 i3 Bukopuctantsm Blueprint-first nigxoay.

7
..
IDEFO-MOIAEJIb B3AEMO/IIl GAMEPLAY-
KEPYBAHHA
Mpasina YMOBW NOpaaky Mpagina Bananc TNorika Haropo;
3agiry P CNagHy BOpOris PR
BXOOW BUXOOM
KomaHgu OHOBNEHUA
rpasua /- \ CTaH NepCoHak
Mouarkosi OHOBNEHHMi
XapaKTePHCTMRN cran Boporis
nepcoHaxa
OTpumaHi
Mo4arkosi gaHi : .
BOpOris | XaMNb BHKOHaHHS irposoro aagiry ﬂpsggi?mm
Myn npeameTie OHoBNeHuii
Ta Haropoa cTaH 3afiry
MapameTpu \ _// PeaynuTar
3anycky 3agiry 3abiry
Unreal Engine Enchanced
5 Blueprinis Input UmMG Data Tables
8

MEXAHI3MI




BJOK-CXEMA AJITOPUTMY BOUOBOI
CUCTEMHU

Mepesiprs moxnueccTi
Mousrox Mpaseys sukoHxe sTaRy o Uit MOKHS STEEYESTY,

Line sHsigeso?

3sespuienns sTsxm Hi

HP eopara =07

T Tak_

Hapaxysswsz waropaau

Onoanenss Ul

Bopor npasceys Gili

Kineup

BJIOK-CXEMA AJITOPUTMY CIIABHY TA
IHOBEJIIHKHN BOPOI'IB

Moy rpasuA

Mepecniaysants rpasus

Bopor sHHLEHKI?

Tax

|

| MpoaoExerHA 3adiny BuaneHHA Bopora 3 CAMCKY
anTUEHIX

—Tax—

AiTvEH BOpOTH
sanuumnice?

—

Mepexig A0 HACTYNHOrD eTany / 10
Haropam




BJIOK-CXEMA AJITOPUTMY CUCTEMHU

IMPOT'PECII TA HATOPOJI

XP 00CTSTHED ANR piEkAT

Tar

- . o Mpoacexesss pm
Mepesipka kinukocTi sonoTa Tpaseys esaemagic 3 crpuszio

3onoTs pocTaTHEDT

Taw,

’/

Bwnagroswi 2uGip npeaveTa [ 3acTocysawkA ederTy npeavera

CopMHA He ElARENERETLCR

o Kineus

UML-JAIAT'PAMA CTPYKTYPU GAMEPLAY-CUCTEM

<<Dala>>
Data Tables / Structs / Enums
Items, Stats, Effects, Enemy Waves

A

'
'
EBHKOPUCTOBYE AaHi Ganakcy
'

<<GameMode>>
- iniyianisye / 3asepuye 3a6ir = = = = = = = = - o BP_GM_Run
Run Start/ Run End / Restart / Rules

'
'
'
'
'
H KEPYE CNABHOM
Y
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=<Actor=> =<Actor=> =<Actor=>

BP_CharacterBase_Player BP_ArenaSpawner

—cTeopioe Boporis— BP_CharacterBase_Enemy

Input / Attack / Interaction Wave Spawn / Spawn Points Al Movement / Attack / Death

<<ActorComponent=>

BP_AC_sStats p——————————————————13€ KOMNOHEHT-
HP / Damage / Armor / Move Speed /
Aftack Speed jm———— -HaropoAa NicNA CMepTk = = = = = = = =

'

'
‘---HPJSIEIS---' H
¥

v
<<\Widget>> <<PlayerState>>
WBP_HUD_Main [&—XP | Gold / Level—» BP_PS_PlayerRun
HP/ XP / Gold / Level / Stats XP / Gold / Level / ltems / Rewards
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EKPAHHI ®OPMU

Stats
Max HP. 200

XP:0/10 ‘ Health Regen: 2
Level: 1 Armor. 5

Gold : 200 Attack Speed: 1

IrpoBwHii mepcoHax 1HTepdefic KOPHCTyBada
13

EKPAHHI ®OPMHA

TpaBelb BUKOHYE aTaKy 310pOB’ sl BOPOra 3MeHIIy €ThCA,

Bopor nepeciiye rpaBist
Ta HAHOCHTB IIKOIY cMepTh Bopora micit HP <= 0

BoitoBa B3aeMOis 3 BOPOraMH
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EKPAHHI ®OPMHU

V4

XP:5/10
Level:1
Gold : 153

XRe 10
Level : 1

Attack Speed: 1 4 Attack Speed: 1

IepcoHaK 011 CKPHHI OTPHMaHHA Npe/IMeTa I OHOBIEHHA XapaKTePHCTHK

Haropoau, nmpeMeTH Ta pO3BHTOK IIepCOHAKa 15

BIJIEO JEMOHCTPAIIIS

XP:0/10
Level : 1 Armor. §

Gold - 200
Gold : 200 Attack Speed: 1

| L=@0oCusao0d
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AITPOBAIIA

Baxmyt M.C. IIpoektyBanus apxiTekTypu rpu tumy roguelike Ha ocrosi Unreal Engine
5. BeeykpaiHchka HayKOBO-TeXHIUHA KOH(pepeH s « TexHomorii undpoBoro po3BHTKy:
IPOrpaMHI CHCTeMH Ta AelleHTpamtizamiay . 1-3 TpaBusa 2026 poky, Kuis, JVIKT.
301pHUK Te3 (II0JaHO B APYK).

BaxmyTt M.C. IIporoTnn aganTiuBHOI cucTeMH (popMyBaHHS CKIAIHOCTI Ta HArOPOX y
roguelike-rpi Ha 6a31 Unreal Engine 5. VI Bceykpaincpka HayKOBO- MpaKTITIHA
koH(pepenmis «CydacHl IHTeIeKTyalbH1 1HGOPMALIHI TEXHOIOTr1i B HayIll Ta OCBIT». 15
tpaBHga 2026 poky, Kuis, JIVIKT. 30ipHuk Te3 (momaHo B IPyK).
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BUCHOBKH

[IpoBeneno anamis ocobanBocteii rogue-like / roguelite-irop Ta BU3Ha4eHO BUMOTH 0
cTBOpeHHs KoomeparuBHoro MVP Ha ocuoBi Unreal Engine 5. OcHoBHUIT aKieHT
3pobieHo Ha MoOyIOB] TTOBTOPKOBAHOTO ITPOBOTO ITHKIY, MepeKeBiil B3aeMOii rpaBIiB,
po3auieHHl gameplay-IToriku Ta MOXKINBOCTI NOATBIIONO PO3MIMPEHHS [IPOEKTY.

Pospobaeno MVP xoonepatuenoi rogue-like rpu 3 Buxopuctanuaam Blueprint-first
miaxony Ta eneMmenTiB Unreal Engine Gameplay Framework. Jloriky 3abiry, ctan
TpaBIlfg, MEPCOHAKIB, iIHTepdeiic 1 TaHi IpH Po3mineHo Mik BimmoBimHuMN Blueprint-
KJIACaMH Ta KOMIIOHEHTAMU.

IMixreepuxeno npanesaatiicte MVP tectyBanusaM y cepenosuni Unreal Engine gepes
3aIlyCK JOJATKOBHX KIi€HTIB. PesymbpTar poboTn Moxke GyTH BHKOPDHCTAHMII AK TEXHIYHA
OCHOBa IS IOAANBIIOr0 PO3BUTKY KoomepaTHBHOI rogue-like rpm.
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