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PE®EPAT

TexcroBa yacTuHa 6akamaBpchKoi podotu 64 ctp., 7 puc., 49 mxepen

Kimrouosi cinosa: I'PA, BIJIEOIT'PU, IINTAT®OPMEP, UNREAL ENGINE,
C++, Blueprint

O6'exm docnidxcenHs — MPoOIeC PO3POOKH TBOBUMIPHOI KOMIT IOTEPHOI TPU
y skaHpi miatdopmep.

IIpeomem docnioxcenHs — METOAM, IPUHOMH Ta 1HPOPMAIIIITHI TEXHOJOTI1
PO3pOOKHU IrpOBOTO MTPOTPAMHOTO 3a0€3MEYCHHS.

Mema pobomu — po3poOUTH Ta BIOCKOHAIUTH KOMIT IOTEPHY TPy, 3
MO>KJIMBICTIO 1i BUKOpUCTaHHA Ha riaTdopmi Windows.

Memoou docniosxcenms — KOHIETIiS TEXHOJIOT1i CTBOPEHHST KOMIT FOTEPHOT
rpu, po30UTTS ii Ha PiBHI, Ta OMKUC PO3POOJIECHUX ITPOBUX MEXAHIK JIJII MOKJIUBOCTI
O1JIBIII aKTUBHOI B3a€MO/I11 IEPCOHAXkA 3 HABKOJIMIIHIM CEPEIOBUILEM, SIK1 OyIIH
OIKCaH1 B XO1 pO3pOOKH.

Jlns peanizaiiii MmeTy 0yJio chopMyIbOBAaHO Ta BUPIIIEHO HACTYIIHI
3aBJAHHS:

1. [TpoBecTu aHami3 CXOXKUX POOIT.

2. Nocniautu cepenopuine po3podku Unreal Editor ta moBy C++.

3. Po3poOutu rpy 1j1si IpOXOIKEHHS TECTYBaHHS.

4. IlpoBectu TectyBaHHs. [IpeameTom qoCiiKeHHS € Tpa mIaTdopMmep.

lIpakmuune 3nauenHs OTPUMAHUX PE3YJIbTATIB MOJISATAE Y HATTMCAHHI
(byHKIIOHATY JUIE POOOTH 3 IHTEPIOJIALIIEIO Bi3yallbHOTO KOHTEHTY rpu Mighty
Toad 3 Bukopucranus irpooro pyurist Unreal Engine ta MmoBu nporpamyBaHHSI
C++ mis iatdopmu Windows. Takox peaitizoBaHy Ipy MOYKHA MTOIIUPIOBATH
cepell IpaBIliB, BUKJIABILH ii O Mara3uHiB KOM MIOTEPHUX 1TOP.

B po60Ti po3riisiHyTO OCHOBHI €Tany CTBOPEHHS 1r0p 1 TOCIIIKEHO
MO>KJIMBOCTI TEXHIYHHUX 3aC001B JUIsl pO3pOOKH T'pH.

Po3po6ieno Mojenb 3aCTOCYHKY Ta (PYHKIIOHAIbHI BUMOTH JI0 TPU Ta
nia10paHi METOIU THTEPIOIIOBAHHS AJIs iX peani3alii.

["any3p BUKOpHCTaHHS — 3aBAsSKHA po3BUTKY [T 1HAYyCTpii, Oy Ib-sKuit
KOPUCTYBa4 MOXKE 3aBaHTXKUTH Ta BUKopucToByBaTH rpy Mighty Toad B »xanpi
2D nnaTdopmep.
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BCTYII

Axmyanbvnicms memu. BHACITOK KapaHTUHHUX OOMEKEHb CIPUYUHEHUX
riio0anpHOoI0 manaemiero 2019-2022pp. mroau cTanu NpoBOJUTH BIoMa Habarato
oinbie yacy. [lepebyBanns BAOMa 03HA4YaNO0, MO KUTBKICTh JIOJCH, SIKI TPAIOTh Y
irpu, pi3ko 3pocia. 3 2019 o 2021 poku KiJIbKICTh 3aBaHTaXKEHb 1TOP y CBITI
3pocia Ha 75%, a yac nmeperssiay cTpimiB irop 30ibmmBes Ha 45%. Y 2020 poi
CBITOBUU PUHOK irop mocsr 162,32 minbsipaa gonapiB. OuikyeThes, mo a0 2026
poky 114 mudpa 3pocte 10 295,63 minbsipaa gojapiB. [HITUMU CIOBaMH, Taly3b
IPOIBITAE 1 HEUMOBIPHO KOHKYPEHTOCIIPOMOKHA.

B mumnomuiii po6oti obpano pymiii Unreal Engine, mo po3po06isieTbes i
niapuMyeThes kommaniero Epic Games. Hanmucanuit mooto C++, pyiiiid 103B0JIsIE
CTBOPIOBATWM irpu Juisi OUIBIIOCTI  OMEpariiHUNA  CHUCTEM TEPCOHAIBHUX
KOMIT' FOTEepiB, KoHcoyiel kommaniii Microsoft, Nintendo, Sony Tta MoOiIbHHX
nnatopM. Moro BHKOPHCTOBYBaIM y CBOiX IIpoekTax po3pobmukm BioShock,
Borderlands Tta, 3 octannix HOBHMH, HOBa Bepcis pymris Unreal Engine 5 Oyne
BUKOpUCTaHa 1151 po3pooku The Witcher 4.

XKanp mnatdhopmep OyB Ha MIKy MOMYJSIPHOCTI HAMPHUKIHIII MHUHYJIOTO
CTOpPIYYs, KOJIM BUHMIILIM TaKi BXke KiacuuHi irpu sk Donkey Kong, Mario, Sonic,
Metroid ta Crash Bandicoot. 3apa3 1eil jkaHp TMepeKUBAE HOBY XBHJIIO
nomyJsipHocTi, 3aBasku Cuphead, Limbo, cepism Rayman ta Ori, a Tako po3KBiTy
1H/I1-CLIEHH PO3POOKHU 1rop.

Mema ma 3a60anns. MeToto € po3poOKa Ta BIJOCKOHAJIEHHS] KOMIT FOTEPHOT
IpHU, 3 MOXJIMBICTIO ii BUKOpUCTaHHS Ha 1aTdhopmi Windows.

I'pa Mighty Toad moBuHHa MaTH HACTYITHI XapaKTEPUCTUKU:
— JBOBHMIPHUH CBIT;,
— MOXJIMBICTh KOHTPOJIFOBATH MEPCOHAXKA 32 IONMIOMOTOI0 KJlaBiaTypu abo
reimmnany;
— piBEHb Ma€ CKIIAJIATHCS 3 CTATHYHHMX Ta JUHAMIYHUX IUIATHOPM;
— TEPCOHaX Ma€e OOMEXKEHY KIJIbKICTh CIPO0O HA MOJ0JIAHHS P1BHS;
— TIEPCOHaXK Ma€ 3acOOM JIJISl 3HEIIKOKEHHS BOPOTIB Ta MEPEIIKO/I;

006’ckmom poOOTH BUCTYIAE TMPOIEC PO3POOKU JIBOBHUMIPHOTO ITPOBOTO
3aCTOCYHKY Y aHpi «matdopmep» it Microsoft Windows.

Ilpeomem — wmetonu, mpuiiomu Ta 1HGOPMAIHI TEXHOJOTIT PO3POOKU
IrpOBOTO MPOTPAMHOTO 3a0€3MEYCHHS.



Memoou 0ocnidxncenns — KOHIICTIS TEXHOJOTII CTBOPEHHS KOMI FOTEPHOT
IpU, pO30UTTS 11 Ha PiBHI, Ta OMUC PO3POOICHHUX ITPOBUX MEXAHIK JJISI MOKJIMBOCTI
O1BII aKTUBHOI B3a€EMOJIl MEepPCOHAXka 3 HABKOJIMIIHIM CEPEJAOBHIIEM, SK1 OyJn
OTKCaH1 B XOA1 pO3pOOKH.

Ilpakmuune 3HaAYeHHA OMPUMAHUX pe3YbMAamie TIONATAE y HAIUCaAHHI
dyHKImioHATY 1UIsi poOOTH 3 IHTEPIIOJHAIIEID Bi3yalbHOTO KOHTeHTY Tpu Mighty
Toad 3 Bukopucranns irposoro pymris Unreal Engine ta moBu nporpamyBanus C++
s wiargopmu Windows. Takox peanizoBaHy TPy MOXKHA TONIUPIOBATH CEpell
TPaBIliB, BUKJIABIIH ii 10 Mara3uHiB KOM MIOTEPHUX 1TOP.

Cmpykmypa pooomu. CTpyKTypy poOOTH CKJIQJar0Th: BCTYH, TPU PO3ILIH,
BHCHOBKH, TIEPEJTiK BUKOPUCTAHOT JIITEPaTypH Ta JTOAATKH.



PO3/LI 1. OIS NPEJMETHOI OBJACTI

1.1 Bineoirpu

Xoua BiJICOIrPH CHOTOJIHI MOYKHA 3HAWTH B Oy IMHKAX IO BCbOMY CBITY, BOHH
HACMpaB/l MOYaJld CBOIO JISUIBHICTh y AOCTIAHUIBKUX JIabopaTopisix BUYCHHX.
[lepmuii BU3HAHUN 3pa30K IrpoBOI MAIIMHK OYB MPEACTaBICHUM JTOKTOPOM
Ensapnom Yiepom Konnonom Ha Beecirtiit Buctasui B Hpro-Hopky B 1940 porii.
VY rpy, 3acCHOBaHy Ha cTapojaBHii MaTemaTuuHii rpi Him, rpamu 6auseko 50 000
JIOJICM TIPOTATOM IIECTH MICSIIB 11 ICHYBaHHSA, MPU YOMY KOMII IOTEp, SK
NOBIIOMIIIEThCS, BUrpaB moHaa 90 BiAcoTkiB irop. Y 1952 poui Oputanchkuii
npodecop A.C. lyrnac crBopuB OXO, TakoX BIJOMUN SIK XPECTUKH 1 HYJI, B
paMKax CBO€1 JOKTOpChbKoi aucepTarlii B KemOpuxcbkoMmy yHiBepceuteTi. A B 1958
poui Binesm Xirin6oram ctBopuB Tennis for Two Ha BeIMKOMY aHajIOrOBOMY
KOMIT'IOTEpl Ta €KpaHl MiJIKIIOYEHOTro ocuuiorpada Juisi I[OPIYHOTO JHS
BIJIBIlyBaua BpykxelBeHChKOI HallloOHaJIbHOI JabopaTopii B AnrToHi, mrat Hero-
Hopk. V 1962 pori CriB Paccen 3 MaccauyceTchKoro TeXHONOT4HOTO iHCTHTYTY
BUHAMIIIOB Spacewar!, KOMITI'IOTEpHY KOCMIuHy Oo0HOBYy Bigeorpy s PDP-
1 (Programmed Data Processor-1), ToIiImHsOro MepeoBOro KOMII' IOTepa, SKHM
311e01TBIIOr0 3ycTpiyaBcs B yHiBepcuteTax. Lle Oyna mepia Bijeorpa, B siky MOXKHa
OyJ0 TpaTH Ha KIIBKOX KOMIT FOTEPHHUX yCTaHOBKAX.

VY 1967 pomi po3pobnmku kommanii Sanders Associates, Inc. Ha domi 3
Pansom baepom BUHaIIIM MPOTOTUIT OAaraTOKOPUCTYBAIbKOI 0araTonporpaMHoi
CUCTEMHU BIJICOITOp, Y Ky MOKHa Oyj10 O rpaTu Ha TeneBizopi. Bona Oyna BimoMoro
sk «KopuuneBa kopoOkay». Bona Oyna MikpocxeMoro 3 BAKYYMHUMH TPYOKaMH, Ky
MO>kHa OyJI0 M’ €IHATH JO TEJEBI30pa 1 J03BOJISLIA JBOM KOPUCTYBayaM KEpyBaTU
KyOamu, SIKl TaHSUIUCS OJUH 3a OJHUM Ha ekpani. «KopuuHeBy KOpoOKy» MOXKHA
3anmporpaMmyBatu JJis TPY B PISHOMAHITHI ITPH, BKJIIOYAKOYM MIHT-TIOHT, MIAIIKH Ta
YOTHUPHU CHOPTHUBHI Irpu. BUKOPUCTOBYIOUM MepeI0Bl TEXHOJOTIT JJIs I[LOTO Yacy,
JI0aH1 aKcecyapy BKIIFOYAIHM CBITJIOBUM MICTOJIET JUIS TPU B MIIICHB 1 CTICIliaIbHe
NPUCTOCYBaHHS s Tpu B roiubd. 3a pganumu HamioHanbHOro Mysero
amepuKaHchbkoi icTopii, baep 3ragyBas: «Y Ty XBWIMHY, KOJIM MU T'pajd B ITiHT-
MOHT, MU 3pO3yMUIH, [0 Y HAC € MpoayKT. PaHime Mu Oyiau HEe AyXe BIIEBHEHI.
baep, sikoro iHOJ1 Ha3uWBarOTh OAaTbKOM BIJEOITOp, JLEH3YBaB CBIM MPUCTPIH
komnaHii Magnavox, ska mpojana cuctemy crnoxkupauam sik Odyssey, mepiry
JOMAITHIO KOHCOJIb i Bigeoirop, y 1972 poui. Bona Ha KkiJbKa MiCSIIIB
BUIepenuia Atari, SKy 4acTO MOMUJIKOBO BBa)XAIOTh MEPLIOI0 I'POBOI0 KOHCOJLITIO.
[IpoTsiroM HacTyNMHUX KUIBKOX POKIB TpuMiTHBHa KoHcosb Odyssey crana
HEKOMEpIliHOI 1 3HMKJIA 3 mponaxy. Ilpore omna 3 28 irop Odyssey crana



JKEpEJIOM HaTXHEHHs 111 Pong, mepioi apkaaHoi Bieoirpu, iKy KoMmaHis Atari
Bumnyctuiia B 1972 pomi. Sega 1 Taito Oynu neprmmMyu KOMITaHISIMU, K1 BUKJIUKAIN
iHTepeC TPOMAJACBKOCTI 70 apKagHUX irop, KOJM BOHU  BHUITYCTHIIH
enekTpoMexanidyHi irpu Periscope 1 Crown Special Soccer B 1966 1 1967 pokax
npote Atari (3acHoBaHa Homanom BymiHemnom, xpemeHuM OaTbKOM Irop) craja
NEPIIO0  IrPOBOI0  KOMIIaHI€IO, sKa JIHCHO BCTaHOBWJIA €TAJOH A
BEJIMKOMACIITAOHO1 irpOBOi CIIJIBHOTH.

Hanpukinmi 1970-x pokiB psg mepexeBux pectopaHiB y CIIA mouanu
BCTAHOBIIIOBaTH BiEOIrpu, Mm00 OTpUMATH BHUTOAY BIJ Tapsuoro HOBOTO
3aXOIUICHHs. XapakTep Irop BUKJIMKAB KOHKYPEHIIIO cepej TPaBlliB, SIKI MOTJIHU
3allMCyBaTH CBOi HaWKpalll pe3ylbTaTd CBOIMH IHIiaJaMu 1 Oyiu pinryde
HAJIAIITOBAHI TIO3HAYUTH CBOE MICLE Y BEPXHIM YacTUHI CIUCKY. Y 1€ MOMEHT
0araToKOpHUCTyBaIlbKI Irpy OyJIM OOMEXKEHI TPaBILIsIMH, SIKI 3Marajucs Ha OJHOMY
expani. [lepmmii npukiaa rpaBIiB, K1 3Marajvucsa Ha OKPEMHUX €KpaHax, 3’ sIBUBCS B
1973 pomi 3 “Empire” — cTpaTeriuyHo MmoKpoKOBOIO I'POIO JIJIi BOCBMU TI'PABIIIB,
ska Oyna ctBopeHa jyis MepexkeBoi cucteMu PLATO. PLATO (Programmed Logic
for Automatic Teaching Operation) Oyia OHI€EI0 3 MEPHIMX Yy3araJlbHEHUX
KOMII'FOTEPHUX CHUCTEM HaBYaHHS, CIOYaTKy CTBOPEHUX YHIBEPCUTETOM IUTATy
Innminoiic, a motim nepeituara Control Data (CDC), sxa nmoOyayBajia MalliHu, Ha
SKHUX IpalioBajia cuctemMa. 3riJHO 3 KypHajgamu BUKopucTaHHs cuctemu PLATO,
KopucTyBaul nposenu 0au3bko 300 000 roaun, rpatoun B Empire B niepion 3 1978
no 1985 pik. ¥V 1973 poui xum basepi BunyctuB Spasim i PLATO —
KOCMIYHOTO IimyTepa misi 32 TpaBIiB, SKUH BBAXKAETHCA MEPIIMM MPUKIATIOM
O0aratokopuctyBaipkux 3D-irop. . Xoua goctyn 10 PLATO OyB oOMexeHuit st
BEJIMKHUX OpraHi3alliif, TaKux sIK YHIBEpCUTETH — 1 Atari — sIKi MOTJIM JO3BOJIUTU
co01 KOMIT FOTEpH Ta 3’€THAHHS, HEOOX1AH1 115 ipueaHanns a0 mepexi, PLATO e
OJIHUM 13 MEPLIMX KPOKIB Ha TEXHOJIOTTYHOMY IIISAXY 710 [HTEpHETY Ta OHJIaliH-1rop
JUTSL KITBKOX TPaBIIiB, OCKUIBKM MU 3HATH 11€ CbOTOJIHI. Y 1Ied MOMEHT irpu Oynu
MOMYJISIPHI CepeJl MOJIOIOTO MOKOJIIHHS 1 OyJIM CIIUIBHUM 3aHSATTSAM, OCKUIBKU JTHOIU
3Marajaucs 3a BUCOKI pe3yibTaTH B irpax. OgHak OUTBIIICTG JIFOJIeN HE BBaXKalu O,
10 YOTHPU 3 KOKHUX IT'ITH aMEpPUKAHCHKHX JOMOTOCIOAApCTB MarOTh IrPOBY
CUCTEMY SIK UMOBIPHY PEabHICTb.

OxkpiM TOTrO, IO ITPOBI MPUCTABKU CTAJM MOMYJISPHUMH B KOMEPLIMHHX
neHTpax 1 mepexxeBux pectopanax CIIA, na mouatky 1970-X pokiB TakoX CTallu
PEANBHICTIO MIEPCOHATBHI KOMIT FOTEPU Ta IrPOB1 KOHCOJI1 MacOBOTO BUPOOHUIITBA.
TexHosOr14H1 TOCATHEHHS, TaK1 ik BuHax1j Intel mepiioro B cBiTi Mikpompoliiecopa,
MIPUBEJH IO CTBOPEHHS TakuX irop, sik Gunfight 8 1975 pori, nepmoro npukiamgy
0araToKOpHUCTYBaLbKOTO OOMOBOIO LIyTepa BiJl JOIUHU A0 MoauHu. He3Baxkarouun
Ha Te, o Gunfight 6yB nanexum Bix Call of Duty, BiH OyB BeIMKOIO CIIpaBoro, KOJIU
BIIEpIIIC BUIMIIIOB HA apKa/u. BiH MPUHIIIOB 13 HOBUM CTHJIEM I'PH, BUKOPUCTOBYIOUHU



OJVH JDKOMCTUK JJISi KEpyBaHHS PyXOM, a IHIIUH — AJI HampsiMy CTPLIbOM —
YOroCh HIKOJIH paHilie He OaunIIH.

VY 1975 poui Atari BummycTuiia qomaniHio Bepciro Pong, sika Oyiia HaCTIIBKH K
YCHIIHOIO, SK 1 11 apkagHuii ananor. ¥ 1977 pomi Atari Bumyctuia Atari VCS
(mizHime BimoMmy sik Atari 2600), ane BUsSBUIIA, IO MPOJIaXKi MOBUIBHI, ITPOIABIIN
aume 250 000 mammH 3a nepmwmid pik, a motiMm 550 000 y 1978 poii — 3Ha4HO
HIDKYE OYIKYBaHMX TOKa3HUKiB. HM3bKiI Mpojaxi 3BHHYyBadyBajdd B TOMY, IO
aMEPUKaHIII BCE IIIe 3BUKAIH JI0 1711 KOJTbOPOBUX TEIEBI30PIB BIIOMA, KOHCOJI OyiH
nopori, a moau Bromuiucs Biag Pong, naitnomymnspHimoi rpu Atari. Konu Bin OyB
BunyuieHuii, Atari VCS 0yB po3po06iienuit nuiiie i1t rpu B 10 mpocTux irop, Takux
sk Pong, Outlaw 1 Tank. Ognak xKoHCONB BKJIHOYana 30BHImHIN cimoT 13V, kynn
MOKHa OyJI0 MiAKJIIOYaTH 1IrpoBl KapTpuki; [loTeHiian OyB MIBUJIKO BUSBICHUN
porpamicTaMu 3 yChOT'O CBITY, SIKi CTBOPIOBAJIU ITPH, SIK1 3HAYHO MEPEBEPIILYBAIN
OpUTIHAIbHY KOHCOJIb.

VY Mipy TOro, siK JOMAIlIHI Ta apKaJHl IrPy MPOLBITAIH, PO3BUBABCS 1 IrPOBE
cniBroBapuctBo. Hanpukinmi 1970-x 1 Ha movatky 1980-x Oynu BUIyLIEH1 )KypHAIU
i mobuTtenis, Taki sk Creative Computing (1974), Computer and Video Games
(1981) 1 Computer Gaming World (1981). Lli *ypHanu cTBOprOBaliM BIIUYTTS
CHUIBHOTH Ta NPONOHYBaJM KaHaj, 3a [JONOMOIOK SKOTO0 TeWMepH MOIJIH
3aITy4aTrcs 10 TOBAPUCTBA.

bywm Bineoirop, Bukiaukanuii Space Invaders, mpu3BiB /10 MOSBU BEIMYE3HOT
KUIBKOCT1 HOBUX KOMITaH11 1 KOHCOJIEH, 1110 TPU3BEJIO JI0 MEeP10y HACUUCHHS PUHKY.
3anaaro 6araTo IrpoOBUX KOHCOJIEH 1 HAJITO MaJio IIKaBUX, K1 3aJTy4aloTh HOBI IrpH,
mo0 Ha HUX TpaTH, BPEIITI-PEIIT MpPUBEIU A0 Kpaxy Bimeoirop y IliBHIUHIN
Awmepuui 1983 poky, sikuii PUHIC BEIMYE3H1 BTPATH Ta BAHTAXKIBKUA HEMOMYJISIPHUX
ITOp HU3BKOI AKOCTi, MOXOBAaHUX Yy IycTendl, o0 mo30yTucs Bia HUX. IrpoBa
1HAYCTpis noTpedyBaa 3MiH. bibII-MeHIIl y TOM camMuii yac, KOJIM KOHCOJII TOYaiu
OTpPUMYBATH TOTaHy TIpeCy, JOMaIIHI KoMl 1oTepH, Taki sk Commodore Vic-20,
Commodore 64 Ta Apple 11, mouanu 3poctatu B nomysnsipHocTi. 111 HOB1 qomariHi
KOMIT FOTEpHI CHUCTEMH Oyl IOCTYIMHUMH /I CEPEeIHHOTO aMEpUKAHIIA, BOHHU
npoaaBanucs npubauszHo 3a 300 gonapiB Ha moyaTky 1980-x pokiB (01au3bko 860
JI0JIapiB Ha CbOTOJHIIIHIA JC€HB), 1 PeKIaMyBalIHCs K «PO3yMHUID» BaplaHT AJis
Bciel poaunu. L1 qomaniHi KoMIT I0Tepu Majii HabaraTo MoTY KHIIll MPOLECOPH, HIXK
KOHCOJI TTONEPEAHBOTO IMOKOJIHHS; 1€ BIIKPHIIO ABEPl JO HOBOT'O PIBHA 1rop i3
OUIbII CKJIAJHUMH, MEHII JIHIAHUMH IirpaMd. BoHM TakoXX 3ampornoHyBaju
TEXHOJIOT110, HEOOXI1IHYy reiMepaM JIJisi CTBOPEHHS BiacHUX irop 3 kogom BASIC.
Hagits binn [eittc po3pobus rpy min HazBoto Donkey (mpocta rpa, sika BKJIO4asna
YXWJICHHS BiJl BICJIOKIB Ha IIIOCE 32 KEPMOM CIIOPTUBHOTO aBTOMOO1L1s). L{ikaBo, 110
rpy TOBEPHYJIH 3 MepTBUX sK noxatok mis 10S y 2012 pori. Xova B TOM yac
CymepHHKH 3 Apple onmcyBanu rpy sk «rpyOy Ta O€HTex HY», [ €iiTC BKIIOUHB TPy,



11100 HAJUXHYTH KOPHUCTYBadiB Ha PO3POOKY BJIACHUX ITOp 1 Tporpam 3a JI0IMOMOT0r0
inTerpoBanoi nporpamu BASIC. Taki xxypnHanu, sk Computer and Video Games 1
Gaming World, HanaBanu Buxiguuii kog BASIC s irop 1 AOMOMIXKHUX Iporpam,
skl MokHa Oyno BBoauTu Ha panHix [IK. Irpu, mporpamm Ta koam uuTayiB
npuiiMainch Ta MOlMpIOBaMCh. Ha momatok 0 TOro, M0 paHHI KOMIT IOTEpU
HaJlaJTd MOXJIUBICTh JUIsl OUIBINOI KUIBKOCTI JIFOJIEM CTBOPIOBAaTH BIIACHY TPy 3a
JIOTIOMOTOI0  KOJy, paHHI KOMIT'IOTEPH TaKOX MPOKJIAIM HUIAX  J0
0araTOKOpUCTYBAIlbKUX I1rop, IO CTAJIO KIIOYOBOI BIXOK B €BOJIIOIT IrpoBOi
ciipHOTH. PaHHI KOMIT'toTepH, Taki sk Macintosh, 1 Aesiki KoHcou, Taki Sk Atari
ST, no3BossIM KOpUCTYBayaM MiAKIIOYATA CBOi MPUCTPOI A0 IHIIUX TPaBIIB ILE
Harnpukinii 1980-x pokiB. ¥V 1987 pomi MidiMaze OyB Bumnymienuit Ha Atari ST i
BKJIFOYAB (PYHKIIif0, 32 JIOMOMOTOIO SIKOT MOKHA Oyio 3'eqHaTHl 10 16 KOHCOJEH,
nigkmounBm  opt MIDI-OUT onpnoro komm'torepa o mnopty MIDI-IN
HACTYIHOro Komm'torepa. Xouya 0arato KOpUCTyBauiB MOBIIOMIISUIM, IO OLJIbIIE
YOTUPHOX TIpPaBLIB OJHOYACHO pI3KO CHOBUIBHIOBAIA TIpy Ta 3poOuiu ii
HECTaOUIbHOW, 1€ OyB Tepmuid KpOK 10 1€l CMepTeIbHOr0 TMOEIUHKY,
NOMYJISIPHICTh SIKOrO BUOYXHyna 3 BuxoaoM Doom y 1993 powi 1 € oaHiero 3
HAWUTIOMYJISIPHIIIIUX CbOTOJTHI BUJIOM 1TOp.

bararokopucTyBalbKi 1rpu 4epe3 Mepexi CHpaBAl MIIUIM 3 BHITYCKOM
Pathway to Darkness y 1993 pori, i Hapogunacs «LAN Party». Irpu uepes nokajibHy
MEpEeXy CTaju OUIbLI MOMYJIpHUMU 3 BUIIyckoM Marathon na Macintosh B 1994
poii 1 0co0JMBO Micast TOTO, sIK 'y 1996 poui 3'1BUBCS B Mara3uHax LIyTep BiJl
nepioi ocoou Quake. Jlo mporo momenty Bumyck Windows 95 1 1ocTynmHUX KapT
Ethernet mpuBiB g0 mnogansiioro posmupeHHs Mepexi Ha [IK 3 Windows Ta
3pOCTaHHIO TOIMYJISPHOCTI 0AaraTOKOPHUCTYBAIbKUX JOKadbHUX 1rop. CrpaBkHs
peBoJItOLisl B irpax BinOyiacsi, KOJU JIOKaJIbHI MEpPEXi, a 3rojoM 1 IHTEepHeT,
BIJIKpUJIM 0araToKOpUCTyBallbKl Irpu. baraToKopucTyBallbKl I'pd BUBEIH IrpOBE
CIIBTOBAPUCTBO HAa HOBUU PIBEHb, OCKUIBKU JO3BOJIIMA (paHATaM 3MaraTHCs Ta
B3a€EMOJIISTH 3 PI3HUX KOMIT FOTEPIB, IO MOKPALIUIIO COLaIbHUM acnekT irop. Llei
KIIFOUOBUM KPOK 3aKJIaB OCHOBY JJisl IIMPOKOMACIITAOHHUX IHTEPAKTHBHUX I1TOP,
SKUMHU 3apa3 KOPUCTYIOThes cydacHi reitmepu. 30 kBitHa 1993 poky LIEPH nepenas
nporpamue 3a0e3nedennss World Wide Web y cycninbHe HanOaHHsI, aje mpolayTh
pOKH, TiepIr Hixk [HTEepHET cTaHe JOCTaTHBO MOTYKHUM, 100 TPUCTOCYBATH JI0 Ir0p,
SIKAMH MU HOTO 3HAEMO CHOT'OJTHI.

JlomariiHs iHIYCTpis Bieoirop movana BiaHOBIIOBaTUCSA B 1985 porri, konu
Nintendo Entertainment System (NES), ska HasuBamace Famicom B SnoHii,
npuitnuia 10 Crnomydenux [lltatiB. NES mokpammia 8-0iTHy rpadiky, KOIb0pH,
3ByK Ta IrpOBHI TIpoIeC TOPIBHSIHO 3 momepenHiMu koucossimu. Nintendo,
AMOHChKA KOMIIaHisl, sIka MOYMHAjda K BUPOOHHMK rpaibHHX KapT y 1889 por,
BUITYCTHWJIA PSAJl BAXJIMBUX (PpaHIU3 BiI€OIrOp, SIKI ICHYIOTh 1 ChOTOJIHI, TAKUX SIK



Super Mario Bros., The Legend of Zelda i Metroid. Kpim Toro, Nintendo BBena pi3Hi
IpaBWia IOJ0 CTOPOHHIX Irop, po3poOsieHuX Mg i CUCTEMH, AOMOMAararoyu
OopoTHCS 3 MOCHIXOM, HU3BKOSKICHUM MpOTpaMHUM 3a0e3nedeHHsM. CTOpOHHI
PO3pOOHUKH BUITYCTHIIM Oarato 1HIIMX JOBTOTPUBAIMX (paHIIN3, TaKHX sIK Mega
Man Big Capcom, Castlevania six Konami, Final Fantasy sig Square i Dragon Quest
Big EniX (Square i Enix mi3nimre 00'enHaroThes, 1106 yrBoputu Square Enix B 2003
poti). ¥ 1989 poui Nintendo 3H0BY 3poOuia XBHIIIO, MOMYJISIPU3YIOUN MOPTATUBHI
Irpy, BUITYCTUBIIU CBIA 8-po3psaHuil mpucTpiid 1is Bigeoirop Game Boy 1 rpy
Tetris, sika yacTo BXoamia y KoMIUIekT. [Ipotarom Hactymuux 25 pokiB Nintendo
BUITYCTUTH PSAJI yCIIITHUX HAacTymHUKIB Game Boy, Bkimouaroun Game Boy Color
y 1998 pori, Nintendo DS y 2004 pomi, Nintendo 3DS y 2011 pomi ta Nintendo
Switch y 2017 pori.

3a70Bro g0 TOro, sk irpoBi rirantu Sega 1 Nintendo mepeinun B chepy
OHJIaliH-1TOp, OaraTo 1HXEHEpiB Hamarajucs BUKOPUCTOBYBATH IOTYKHICTb
tenedOHHUX JHIA nans mepenadi iHdpopmaiii MK KOHcolssMH. Binbsim Qo
Maiictep npeacTaBuB HOBAaTOPCHKY TEXHOJIOTIIO Iepeaadl MmoaemoM it Atari 2600
Ha BucTtaBili Consumer Electronics Show (CES) y Jlac-Beraci B 1982 pori. Houit
npuctpiii, CVC GameLine, 7103BOJUB KOPUCTYBayaM 3aBaHTAaKyBaTH IpPOrpaMHe
3a0€3MeUeHHs] Ta Irpu 3a JAOMOMOroi0 (hiKCOBAaHOTO TeIe(OHHOTO 3’€HAHHS Ta
KapTpHUKa, sIKIi MOKHA OyJjio O MIJKIIOUUATU 10 iXHbOI KoHcoii Atari. [Ipuctpiit
JI03BOJISIB  KOPUCTYyBadaM «3aBAHTAKyBaTW» KiJIbKa 1rOp BiJ MPOTPaMICTIB IO
BCbOMY CBITY, B SIKI MOKHA OYJIO I'paT OE3KOLITOBHO J0 BOCBMH pas3iB; 1€ TaKOXK
JIO3BOJIMJIO KOPUCTyBayaM 3aBaHTAKyBaTh OE3KOIITOBHI Irpd Ha iXHI [HI
Hapo/uKeHHs. Ha anb, mpucTpiii HE 3MIT OTpUMAaTH HIATPUMKY BiJ HPOBITHUX
BUPOOHMKIB iTOP TOTO Yacy, 1 BiH OyB 3aBJIaHHI CMEPTEIHHOTO y1apy KaTacTpodoro
1983 poxky.

VY 1989 pomi Sega Bumyctmiia cBOIO 16-po3psiaHy KoHcosb (Genesis sK
HACTYNHUK cBOel Sega Master System 1986 poky, sika He 3Morja ajeKBaTHO
koHkypyBaTH 3 NES. 3apisiku cBoiit TexHonoriuniit nepesari Haa NES, posymHOMY
MapKkeTUHry Ta Builycky B 1991 pomi rpu Sonic the Hedgehog, Genesis mocsr
3HAYHUX YCIIXIB Yy TOPIBHSHHI 31 CBOIM cTapumuMm cynepHukom. Y 1991 pomi
Nintendo Bumnyctuia cBoro 16-po3psiany koHcons Super NES, po3nouasmm neprry
CIPaBXHIO «KOHCOJIbHY BiMiHY». Ha mouarky-cepeauni 1990-x Oyno BumyIieHo
0€3J114 MOMyJISPHUX 1rop Ha 000X KOHCOJISX, BKIIIOYAOUHM HOBI ()paHIIN3H, TaKi K
Street Fighter II i Mortal Kombat, ¢aiitunr, sikuii 300paxyBaB KpoB y Bepcii rpu
s Genesis. Y BiAMoBiIb Ha HACWIBHUIIBKY TPy (a Takoxk Ha ciyxaHHs B KoHrpeci
PO HACWIJIBHUITHKI BiJIeoirpu) Sega cTBOpHIIA pay 3 OIliHKH Bizmeoirop y 1993 porii,
100 HAJaTH OMMCOBE MApKyBaHHS JJIsI KOXKHOI TPH, IO MPOJIAETHCS HA JOMAITHIN
koHcom Sega. [li3Hime pana crtBopuia 3aranbHoramy3eBy Pamy 3 OuiHok
[Tporpamuoro 3abe3neueHns mis Possar (Entertainment Software Rating Board),



gKa W J0CI BUKOPUCTOBYETHCS JUIsl OI[IHIOBAHHSI BIJICOITOp HAa OCHOB1 BMICTY. Y
cepeauni 1990-x Bimeoirpu BUWIUIM HAa BEIMKUIN €KpaH 13 BUX0J0M (iinbMy Super
Mario Bros. y 1993 pori, 3a SKHM IOPOTATOM HACTYIHHMX JIBOX POKIB BHHIILIN
cTpiuku o cepisim Street Fighter 1 Mortal Kombat. 3 tux mip Oyno BunymieHo 6e3iy
Gb1IbMIB, 3aCHOBAaHUX Ha Bifeoirpax. Marwdu Habarato OuIbIIy O1010TEKy 1rop,
HIDKUY I[iHy Ta YCHIITHUN MapkeTHHr, Genesis 10 1poro yacy BunepeanB SNES y
[TiBHiuHii Amepuiii. Ane Sega He 3MOrJIa IOCATTH MOAIOHOTO ycmixy B SmoHii.

CrpaBxHI yCMiXH B «OHJIAWHOBUX» Irpax He BiAOymHca 10 BUITYCKy 16-
pPO3pAIHUX KOHCOJEH 4-ro MOKoJiHHSA Ha moyaTKy 1990-x pokiB, Mmicis TOTO, SIK
[HTEpHET, K MU 3HA€EMO, CTAB YACTUHOIO CyCcHiIbHOrO HajabauHs B 1993 pomi. ¥V
1995 pomi Nintendo Bumyctuna Satellaview , nepudepiiinuii CynmyTHUKOBUN MOJEM
st koHcodii Nintendo Super Famicom. TexHouoriss n03BojiMja KOpHUCTyBayam
3aBaHTaXyBaTH IrpY, HOBMHU Ta MIJKA3KU 3 4YiTaMH O€3MOCepeHbO HAa CBOIO
KOHCOJIb 3a JOMOMOroi0 cymyTHUKIB. Tpancnsamii TpuBamu g0 2000 poky, ane
TEXHOJIOT1sI TaK 1 He BUuMILIA 3 SMoHIi Ha CBITOBUM puHOK. Y miepion 3 1993 mo 1996
pik Sega, Nintendo i1 Atari poObwin psig copo0O MPOHUKHYTH B «OHJIAWH-1TPH» 32
JIOTIOMOT010 KaOeNIbHUX MPOoBaiiiepiB, ajie )KOHA 3 HUX HE JI0Csria yCIiXy depes
MOBUIbHI MOXJIMBOCTI [HTepHeTy Ta mpobiieMud 3 KaOeIbHUMH MpOBaifjiepamu.
Jlume micns Bumycky Sega Dreamcast, mepmioi y CBITI KOHCOJII 3 HIATPHUMKOIO
IaTepuery, y 2000 porii, y oHJaiiH-1rpax, sSiKi MM 3HAEMO ChOTOJIH1, OyJIM TOCSTHYTI
peanbHi ycrnixu. Dreamcast mocrauascs 3 BOyjoBaHuM MojieMoM 56 K6iT/c 1 komieto
octaHHbOro Opayszepa PlanetWeb, mo pobuth irpu B IHTEpHETI OCHOBHOIO
YaCTHMHOIO HOr0 HaJalITyBaHHA, a HE MPOCTO XUMEPHUM JIOTIOBHEHHSIM, SKUM
KOPHUCTY€EThCSI MEHILICTh KOPUCTYBAYIB.

3aBAsKUA CTPUOKY B PO3BUTKY KOMIT IOTEPHUX TEXHOJIOTIH IT’AT€ MOKOJIIHHS
B1JICOIrOp 3aM0YaTKyBajao TPUBUMIPHY epy irop. Y 1995 poiii Sega BumycTusiia CBOro
cuctemy Saturn, niepury 32-po3psiiHy KOHCOJIb, SIKa 3allycKajia irpd Ha KOMIIaKT-
JIMCKAX, a HE Ha KapTpuKax, Ha M'ATh MICALIB paHille 3amianoBanoro. Lleit kpok
MaB TIEPEeBEPIINTHU Mepiuil Ha0Ir Sony y Bigeoirpu, Playstation, sika mpogaBanacs
Ha 100 momapiB menmie, Hik Saturn, KoJid BOHa OyJia 3amyIileHa Mi3HIlIe TOTO X
poky. Hacrynmuoro poky Nintendo Bumyctuna cBoro 64-po3psiaHy CHCTEMY Ha
ocHoBi kapTpukiB — Nintendo 64. Xova Sega ta Nintendo ko)kHa BUITYyCTHIIa CBOIO
4acTKy BUCOKopeHTuHroBux 3D-irop Big Openay, Takux sik Virtua Fighter na Saturn
1 Super Mario 64 na Nintendo 64, BigomMi KommaHii 3 BIJEOITOp HE MOIJIH
KOHKYPYBAaTH 3 CUJIbHUMHU CTOPOHHIMH KOMITaHISIMH, SIKI BUITyCKaJIU 1rpu 1711 SONy.
KomMmasist fominyBaia Ha pUHKY BIEOITOp 1 IPOJOBXKHUTH 1€ POOUTH B HACTY THOMY
nokomnaHl. ®aktuyHo, Playstation 2, Bumymiena B 2000 poini 1 31aTHa TpaTtu B
opuriHaibHi irpu Playstation, craHe HalOUIbII MPOJABAHOIO ITPOBOIO KOHCOJUIIO
Bcix 4aciB. Playstation 2, sika Oyia mepIiow KOHCOJUIIO, sSika BUKOPHUCTOBYBaJia
DVD, 3itknynacs 3 Sega Dreamcast (Bunymiena B 1999 poui), Nintendo Gamecube



(2001) 1 Xbox Bim Microsoft (2001). Dreamcast, sikuif, Ha AYMKy OaraTbox,
BUIIEPEIMB CBIM Yac 1 OJHa 3 HaWKpalMX KOHCOJEH, KOIMM-HeOy/lb CTBOPEHUX 3
KUIBKOX MPUYMH, BKJIIOYAIOUM MOXJIMBICTH OHJIAMH-1rOp, CTaja KOMEPIIHHUM
MpOBAJIOM, SIKMI TOKJIaB Kpaill KOHCOJIBHUM 3yCHWJUISIM Sega. Sega BHUMKHYJIA
cuctemy B 2001 pori, CTaBIIM BiATENEep KOMIAHIEID CTOPOHHHOTO PO3POOHHUKA
POrpamMHOro 3a0e3MeYeHHS.

VY 2005 1 2006 pokax Xbox 360 Big Microsoft, Playstation 3 Big Sony 1 Wit
Bin Nintendo 3amovarkyBaiu CydyacHy €MOXy Irop BHMCOKOI UITKOCTI. Xoua
Playstation 3 — enuHa Ha Toii Yac cuctema s BinTBopeHHs Blu-ray — cama mo
co01 OyJia yCHilHOo0, Sony BIIEpIle 3ITKHYIACS 3 )KOPCTKOI KOHKYPEHIIIEI0 3 00Ky
CBOiX KOHKypeHTiB. Xbox 360, skuii maB momiOHI rpadidHi MOXKIHUBOCTI [0
Playstation 3, oTpriMaB moXBaly 3a CBOIO €KOcHCTeMy OHJaiH-1rop 1 B 2007 porii
oTpuMaB Habarato OuIbIlIe HATOPOJ KPUTUKIB IPH, HIXK 1HII MIATHOPMH; Y HHOMY
Takox Oyna npencrasieHa Microsoft Kinect, HaiicydacHima cuctema 3axoIjIeHHs
pyXy, fKa MpONOHYyBaJia 1HIIMK crocid rpatu y Bigeoirpu (xova Kinect Hikomn He
OyB MOMYJSIPHUM CEpei OCHOBHUX T'PaBIliB 200 PO3pOOHUKIB 1rop). I He3BaXkaroun
Ha T€, 1110 TEXHOJIOTTYHO MOCTYMAEThCSA JBOM 1HIIMM cucteMaM, Wil epeBepuinia
CBOIO KOHKYDEHIIi0 B Mpojakax. Moro 4yTimusi 10 pyXy IyJIbTH JUCTAHI[IHHOIO
KEpyBaHHA 3pOOWJIM IrpYM aKTHBHIIIMMU, HIK OYyJb-KOJU paHille, JONOMararydu
MPUBEPHYTHU yBary 3Ha4HO OUTBIIOI YACTUHU IIMPOKOT TPOMAICHKOCTI, BKIIOYAIOUU
mojed y OyIMHKaX MPUCTaAPLIHX.

3 nouatky 2000-x pokiB MOXIMBOCTI [HTEepHETY BUOYXHYJH, @ TEXHOJOTIS
KOMII FOTEPHHUX MPOIECOPIB YIOCKOHATIOBAIACS 3 TAKUMU MIBUAKUMHU TEMIIAMHU, 10
KOXXHA HOBa TapTis irop, rpadikd Ta KOHCOJICH, 31a€TbCS, BUPUBAE 3 BOIU
norepeHe TMOKOJIIHHS. BapTicTh TexHosori#, cepBepiB Ta [HTepHETY 3HM3UIACS
HACTIIbKM, IO [HTepHET 13 OJIMCKAaBUYHOI IIBUAKICTIO Tenep IOCTYMHUM 1
3BUYHHM, a 3,2 MUIbsIpJia JIFOJIel MO BChOMY CBITY MarTh AOCTYI 10 [HTepHeTy.
3riiHo 31 3BITOM 1HAYCTpil Komm'torepHux 1 Bigeoirop ESA 3a 2015 pixk,
nioHaiiMeHIe 1,5 Mutbsipaia toiel 3 10CcTynoM 10 [HTepHeTy rparoTh y BIJCOITPH.
[nTepuer-marasunu, Taki ik Xbox Live Marketplace 1 Wii Shop Channel, moBHicTiO
3MIHMJIM T€, SIK JIIOJW KYMyIOTh ITpH, OHOBIIOIOTH MIporpamHe 3abe3meueHHs,
CHUJIKYIOTHCS Ta B3a€EMOJIIIOTH 3 IHIIMMH TPaBISIMHU, & MEPEKEBI MOCITYTH, SK-OT
Sony PSN, nonomoriu oHmaiH-irpam Jyisi KUIBKOX T'paBLIB JOCATTH HEUMOBIPHO
HOBUX BHUCOT. TexXHOJIOTiS JO03BOJIAE MUIbMOHAM JIOJEH y BChOMY CBITI
HACOJIOMKYBATHCS TPOIO SIK CHIIbHUM 3aHATTSIM. HemomasHiit 3BiT ESA mpo irpu
nokasas, 110 54% reiiMepiB BBaXKarOTh, 1[0 IXHE X001 JomoMarae iM CIijJKyBaTHCS 3
npy3smu, a 45% BHUKOPUCTOBYIOTH ITPH SIK CHOCIO mpoBecTH 4yac i3 cim’ero. Ha
MOMEHT Bunycky Xbox 360 6ararokopucTyBalbKi OHJIaiH-1rpy OyJIM HEB1 €MHOIO
YaCTHHOIO IBOrO JOCBiAYy (ocobmmBo irpu «deathmatchy, y ski rpaim mpotu
M1UJIbHOHIB OJHOJIITKIB Y BCbOMY CBITI /i Takux irop, sk Call of Duty Modern



Warfare). Huni 6araro irop MaroTh OHJIAMH-KOMIIOHEHT, SIKMM 3HAYHO TOKpaILye
ITpOBHUIl TpoIleC Ta 1HTEPAKTHUBHICTb, YAaCTO BHUTICHAIOUM BAXKJIMBICTH OQIIaliH-
IrPOBHX LIIJICH TpaBIIsl.

brwxde 10 KiHLA IECATUIITTA 1 TOYATKy HACTYTHOTO BiI€OITPH MOIIUPIIINCS
Ha T1aThOPMU COIATBHUX MEpek, sAK-0T Facebook, 1 MOO1IbHI TPUCTPOT, TaKi sSIK
iPhone, oxorutroroun OUTBIN KazyalbHY ITPOBY ayIdUTOpPit0. SIK MOBiTOMIISETHCH,
Rovio, koMmmaHis, ska cTBopuja Ipy Il MOOUIBHHUX NMpUCTpoiB Angry Birds (a
ni3Hime i myabThimeM Angry Birds), 3apo6una konocansai 200 MUTBHOHIB AOTAPiB
y 2012 pori. YV 2011 pomi Skylanders: Spyro’s Adventure mpeacraBuia Bioirpu y
¢bi3nunuii cBiT. ['pa BUMarana Bij TpaBIliB PO3MIIIYBATH IJIACTUKOBI 1TPAIIKOBI
birypku (IpoaroThCsi OKpEMO) Ha akcecyap, skuil 3untye NFC-MITKH irpalioxk,
100 3aJy4YuTH MEPCOHAXIB y Tpy. Y HACTYMHI KiJIbKa POKIB MU MOOAYMMO KUJIbKa
CUKBEJIIB Ta IHIIUX TOPHUIIB ITPAIIKOBUX 1 Bifeoirop, Hanpukiaaa Disney Infinity, B
AKOMY 300pakeHi nepcoHaxi Disney. 3 Tux mip, AK cMapTQOHH Ta Mara3uHu
JO/IaTKIB BUMIUIM HAa puHOK y 2007 porri, irpd 3a3HaNW 1€ OAHIET MIBUIKOT
€BOJIIOLIIT, SIKA 3MIHWJIA HE JIMLIE CIIOCIO IPH JII0AEH, a i BHECa ITPU B OCHOBHY I1OII-
KYJbTYpY Y Takui cmocid, sikoro e He Oyno. IlBuakuii po3BHUTOK MOOUIBHUX
TEXHOJIOT1M 32 OCTaHHE ACCATWIITTS MPHU3BIB 10 BUOYXy MoOuUIbHUX irop. Llei
BEJIMYE3HUI 3CYB ITPOBOI IHYCTpIi B 01K MOOUTBHOTO pUHKY, 0c00uBO B [IiBIeHHO-
CximHiit A3ii, He TUIbKU PO3IIMPUB JAeMorpadidHi MOKa3HUKHU 1rop, ajie i BUCYHYB
irpu Ha nepenHiid miad yBaru 3MI. IToaiOHO 10 nmepmnx maHyBaJIbHUKIB 1TOp, SKi
NPUENHYIOTHCS O HIMIEBUX (POPYMIB, CHOTOAHIIIHI KOPUCTYBadl 00’ €qHAIUCS
HABKOJIO MOOLIBHUX 1rOp, a IHTEepHET, )KypHaJIM Ta COIlladbHI MEpEeXi CIOBHEHI
KOMEHTapiB MpO HOBI Irpy Ta raimy3eBl IUNTKU. Ak 3aBxau, Onorum ta dopymu
reiiMepiB HaIIOBHEH1 HOBUMH TTOPaaMHu IIOJI0 irop, a Taki caidtu, sk Macworld, Ars
Technica 1 TouchArcade, mponoHylOTh Irpu BiJ MEHII BIJIOMHUX HE3AJEKHUX
PO3pPOOHUKIB, a TAKOXK TPAAMLIIHUX ITPOBUX KOMITAHIM.

Bocbme nokosiHHs Bijeoirop novanocs 3 Bunycky Nintendo Wit U y 2012
poiii, a moTim Playstation 4 Ta Xbox One y 2013 poui. He3Bakaroun Ha HasgBHICTh
NyJibTa JUCTAHLIHHOTO KEPYBaHHS 3 CECHCOPHUM E€KpPaHOM, SIKUM JO3BOJISIB IPaTH B
Irpy 1032 TEJEBI30POM Ta MaTH MOXJMBICTH rpatd B irpu Wil , Wit U OyB
KOMEPI[IHHUM TIPOBAJIOM — TPOTUJICKHICTIO HOro KOHKypeHTaM — 1 OyB
npunuaeHuit y 2017 porui. Y 2016 poui Sony BumycTuiaa OUIbII MOTYXHY BEPCitO
cBO€1 KoHcou mij Ha3Boro Playstation 4 Pro, mepury KOHCOJb, 34aTHY BUBOAUTH
Bigeo 4K. Ha mouatky 2017 poky Nintendo Bunyctuna cBoro Hactynauka Wii U,
Nintendo Switch, equHy cucteMy, sika J03BOJISE K TEJIEBI3ilHI, TaK 1 TOPTAaTUBHI
irpu. Microsoft BumycTuTh cBol KoHcomb Xbox One X 3 miarpumkor 4K
Hanpukiniii 2017 poky.

[lepexin 10 MOOUIBHUX TEXHOJIOTIN BU3HAYMB HEIaBHIO IJ1aBy irop, aje xoua
irpy B J0po31 00pe MiAXOASATh JJIS HACHUUYEHOrO >KUTTS MUICHIaNIB, irpu Ha



MOOUTPHUX TMPUCTPOSX TaKOX MarwTh CBOI oOMexeHHs. Exkpanu TtenedoHiB
HEBEJHKI, a IIBUKICTh MPOIlecopa Ta BHYTPILIHS MaM’ATh Ha OLIBIIOCTI MOOITBHUX
TeneoHIB OOMEXYIOTh MOXKJIMBOCTI TPU. 3TiTHO 3 HEIIOJABHBOI CTATTEIO
VentureBeat, MoOUIbHI irpu BXKE CTAlOTh CBIAKAMH CBOTO TMEPIIOTO CHady.
3pocTaHHs TIOXOIB CIIOBUILHUIIOCS, & BUTPATH HA BEJCHHS O13HECY Ta BUTpaTH Ha
PO3IOILT Pi3KO 3POCIIH 3a OCTaHHI KiIbKa POKIB.

Xoya MOOUIBHI 1Py COPUYMHUIN CMEPTh NMMOPTATUBHUX ITPOBUX MPHUCTPOIB,
KOHCOJTI BCE III€ TIPOIBITAIOTh, 1 KOXKHE HOBE TIOKOJIIHHSI KOHCOJICH BiTa€ HOBY €py
TEXHOJIOTIM Ta MOXXJIUBOCTEH. [[Bi Tairysi, sSIKi MUIKOM MOXYTh 3IirpaTH KIIFOYOBY
poiib y MalOyTHROMY 1rop, - Il BIpTyaslbHa PeajibHICTh 1 TEXHOJOTIS MITY4YHOTO
inTenekty. Kommaniro BipTyansHoi peanbHocTi Oculus mpundana Facebook y 2014
portii Ta Bumyctuia rapuitypy Rift y 2016 pori. ['apritypa i1eanbHO MiIX0IuTh A5
BUKOPUCTAHHA B IHAYCTPIi BIJICOITOp 1 MOTEHIIMHO JO3BOJIUTH reiMepaM «GKUTH» B
1HTEPAKTUBHOMY, 3aXOILTI0I0YOMY 3D-cBiTi. MOKIIMBOCTI JIJ151 CTBOPEHHS IOBHICTIO
IHTepaKTUBHHX, JUHAMIUYHUX «CBIiTiB» migs MMORPG, y skux rpaBii moriu 0
nepecyBaTUCs, B3a€EMOMISTH 3 I1HIIMMHU TPaBLUSIMM Ta BiAdyyBath UU(POBUI
JaHAmadT y abCoNIOTHO HOBOMY BHUMIpPI, MOXKYTh OyTH B MeXaX JIOCSKHOCTI. 3a
OCTaHHI KUJIbKa POKIB y CBITI IITY4YHOTO 1HTEJIEKTY, 10 00pO0JIsie MOBY, BIIOYIIOCS
0arato gocsirHeHb. Y 2014 pomi Google npunbdana Deep Mind, IBM npunbana
AlchemyAPI, nmpoBigHOro nocradajbHUKa TEXHOJIOTIN TIMOOKOTr0 HaBYaHHS; Y
#0BTHI 2015 poky Apple 3aiiicHriIa 1Ba NpuI0aHHS IUTYYHOT'O 1HTEJIEKTY MEHIL
HDK 3a THXAEHb. J[B1 ramysi, siki po3poOisiOTbCS, — TOYHICTb ISl TEXHOJOTIi
pO3Mi3HABaHHS TOJOCY Ta BIAKPUTHM iajmor 3 Komi totepamu. LI mocsarHeHHs
MOKYTh O3HAuUaTH AWBOBIKHY HOBY TJIaBY Ui irop — OCOOJIMBO B TOEJHAHHI 3
BIPTYaJIbHOIO PEATBHICTIO, OCKIJIBKA BOHU MOXKYTb JO3BOJIUTH ITPaM B3a€EMOJISITH 3
MepcoHaxaMu B 1rpax, SIKi 3MOXKYTh BIANOBIJATA Ha 3alUTaHHS Ta KOMaHIU 3
PO3YMHHUMU 1, 31aBajiocst 0, MPUPOJHUMU BIAMOBIASIMU. Y CBITI LIyTEPIB BiJ MEPIIOi
0CcOo0M, CIIOPTUBHUX ITOP 1 CTPATETIYHUX ITOP TPaBlli MOTJIA €(HEKTUBHO KEpyBaTH
KOMIT IOTEpOM I BUKOHAHHS ITPOBUX 3aBJaHb, OCKUIBKM KOMIT'IOT€p MIT O
PO3yMITH KOMaHJIA Yepe3 TapHITypy 3aBASKU MPOrPecy B TOUHOCTI PO3Mi3HABAHHS
rojiocy. SKio 3MiHH, sIKi BIAOYITUCS 32 OCTAHHE CTOJITTS, OyIyTh MPOIOBKYBATHUCH,
cxoxe, o irpu B 2025 poui OynyTh Maibke HeBmi3HaHHUMH. He3Bakarouu Ha Te,
o Angry Birds crana momyssipHOio 3 MOMEHTY ii Buirycky B 2011 porri, HaBpsi uu
il 3ragyroTh Tak Temio, sk Space Invaders ado Pong. IIpoTsirom cBOro po3BUTKY B
Irpax CoCTepirajnucs YMCICHH] TSHICHIII1, K1 WIIIM Ha CraJl 1 HAIIMB, a TOTIM iX
MOBHICTIO 3aMiHWIA 1HINA TexXHoJoris. HacTymHuii po3ain mpo irpu 1me He
3pO3yMUIHH, aJie 10 6 HEe CTAJIOCs, BOHO 000B’SI3KOBO OY/1€ 111KaBOIO.



1.2. Irpu-nnardopmepu

[Tnarpopmep — 1e Bifeorpa, B SIKii IpaBli KEpyIOTh MEPCOHAKEM, SKUN
Oirae Ta cTpubae Ha MIATGOPMHU, MIAJOTH, BUCTYIH, CXOAU YU 1HIII OO’ €KTH,
300pakeHl Ha OJHOMY a0o0 TMpOKpydyBaHOMY (TOpPU3OHTAJIBLHOMY YU
BEpPTHKAIHEHOMY) irpoBOMY ekpaHi. F1oro 4acTo BiHOCATH JI0 ITiKaHpPy eKIIH-irop.
[Tepmi irpu Ha matdopmi Oyiau po3podieHi Ha moyatky 1980-x pokis, 110 poOUTH
iX OZHMM 13 HaWMEpIIUX XXAHPIB BIAEOIrop, aje TEepMiH «IaThopMHa rpa» adbo
«mnaTgopmMep» BUKOPHCTOBYBABCS JIMILIE 4Yepe3 KiIbKa POKIB Ui OMHUCY 1rop.
baraTto icTopukiB 1 IIaHYBaJIBHHUKIB 1TOp BBaXXaroTh BUMYcK Space Panic y 1980 porri
MIEPIIOI0 CTPABXKHBOI TIAT(HOPMEPHOIO TPOIO, TOMAI SK 1HIINI BBAXAIOTh BHUITYCK
1981 poxy Donkey Kong Bin Nintendo nepmmm. Xoda 0OroBOproOrOTHCS, sIKa rpa
HACIpaB/l 3alovyaTKyBaia KaHp miatGopmu, 3po3yMuio, 110 paHHI KIACHKH, TaKl
sk Donkey Kong, Space Panic 1 Mario Bros, Oynu 1yke BIULIMBOBHMH, 1 BC1 BOHU
JOKJaU pykKy 10 dopmyBaHHs kaHpy. OKpiM TOro, IO 1€ OJWH 13 MEPIIHX 1
HaNUMOMYJIIPHIIINX >KaHPIB BIJIEOITOP, BIH TAKOXK € OJTHUM 13 )KaHPIB, SIKI HOEAHYIOTh
€JIEMEHTH 3 1HILIOTO KaHPY, TaKl K JEBEIIHT Ta 3[10HOCTI IEPCOHAXKIB, SIKI MOYKHA
3HAWTH B POJILOBUX irpax. € OaraTo iHIIMX MPUKIAIIB, KOJU MIaTdhOpMEHHA Tpa
TaKOX MICTUTb €JIE€MEHTH 3 IHIINX JKaHPIB.

OpnHoekpaHHi IaTQPOPMHI ITPH, SIK BUIUIMBAE 3 Ha3BU, TPAIOTHCS HA OJJHOMY
IrpOBOMY €KpaHi 1 3a3BU4ail MICTATh NEPEIIKOJIU, IKHUX IPABELb TOBUHEH YHUKATH,
1 MeTy, sKy BIH a00 BOHa Hamaraerbcs MIOCATTH. Haiikpammm mnpukiagom
onHoekpaHHoi matdopmuoi rpu € Donkey Kong, ne Mapio nmogopoxye Bropy i
BHU3 I10 CTAJIEBHX IUIaTPopMax, yXWISIOUYUCH 1 CTpUOA0YH 3 OOUKH, K1 KUAAIOTh
Ha Hboro. Iliciast Toro, sk 3aBlaHHS Ha OJHOMY €KpaHI BHKOHAHO, TI'paBellb
NepexoAuTh Ha 1HIIMK eKkpaH a00 3aJuIIA€ThbCcsl HA TOMY K €KpaHi, aje B 000X
BHUIAJKaX MeTa Ta LIl JJIT HACTYITHOTO €KpaHa 3a3BHUYail CTAlOTh CKJIaAHIIITUMHU.
[Hm noOpe BigoMi OJHOEKpaHHI MIAaTGOpMHI 1rpd BKIIOYaOTh Burgertime,
Elevator Action 1 Miner 2049er.

[TnaTdopmepu 3 OOKOBOIO Ta BEPTUKAIBLHOO MPOKPYTKOIO MOKHA BU3HAUUTH
3a €KPaHOM I'pH 3 IPOKPYTKOIO Ta POHOM, SIKUH pyXa€eThCs, KOJIU IPaBellb PyXaeTbCs
JI0 OJIHOTO Kparo IrpoBOro ekpana. barato 3 nux irop Ha miaatgopmi IpOKPYTKU
TaKOK MO>XHa OXapaKTEepHU3yBaTH KUIbKOMa pIBHSAMU. ['paBlii MOJOPOKYBATUMYTh
o eKpaHy, 30uMparoud TpeAMETH, IMepeMaralouyd BOPOTIB 1 BUKOHYHOYH pPi3HI
3aBJaHHS, JOKU piBeHb He OyJe 3aBepiieHo. [licis 3aBepiieHHs] BOHU MEPEXOSATh
Ha HACTYITHUM, 3a3BUYAl OUTBIN CKIIQIHUIN PIBEHb, 1 MPOJAOBKYIOTh. Y 0ararhox i3
X TIATQOPMHUX ITOP TaKOX KOKEH PIBEHb 3aKIHUYETHCS OUTBOIO 3 OOCaMU, 1TUX
00CIB MOTPIOHO MEPEMOITH, NMEePUI HI’K MEPEHTH HA HACTyNMHUHN piBEeHb a0 €KpaH.
Kinbka npukiiaiB mux irop Ha miaT¢hopmi MPOKPYTKH BKIIOYAIOThH KJIACHYHI 1TPH,
Taki sik Super Mario Bros, Castlevania, Sonic the Hedgehog Ta Pitfall!



HesBaxaroun Ha MeEHIly NPUCYTHICTh Ha 3arajlbHOMY PHUHKY 1rop, AesiKi
w1aT(OpMHI Irpu MPOJOBKYIOTh OyTH YCIIIITHUMHA B CbOMOMY MTOKOJIIHHI KOHCOJIEH.
¥ 2007 poui 6ynu BumytieHi Super Mario Galaxy 1 Ratchet & Clank Future: Tools
of Destruction, 10 BUKIUKAJIO MO3UTHBHY PEAKIII0 KPUTHUKIB 1 IIAHYBAJIbHUKIB.
Super Mario Galaxy Oyna HaropomkeHa Haikpaioro Tporo 2007 poky Ha
NOMYJISIPHUX ITpOBUX BeO-caiTax, Bkimodaroun GameSpot, IGN 1 GameTrailers, 1 Ha
TOW MOMEHT OyJia HalMOMyJISIPHIIIOI TPOKO BCiX YaciB 3a Bepciero GameRankings.
VY 2008 pomi LittleBigPlanet moennana tpaguiiitHy mexaHiky 2D-matdopmu 3
MOJICTIOBaHHSM (DI3MKM Ta KOHTEHTOM, CTBOPEHHM KOPHCTyBadamH, 3apOOUBIIN
3HayHI Mpojaxi Ta KpuTHuuHy peakiito. Electronic Arts Bumyctuna Mirror's Edge,
sKa MO€IHyBalla IrpoBUM mporec miaaThopMu 3 KaMeporo BiJl MepIIoi ocodu, aie
yHUKaJla PEKJIaMyBaHHS TpH fK IwaTGopmepa dYepe3 acolliamiro, sSKy JIeron
pO3po0OMB 3 IrpaMu, OPIEHTOBAHUMM Ha MoJjojury ayautopito. 2D 1 3D crum
IrpoBOTO mpouecy miatpopmu; 1g (GopMmysa TaKOK BUKOPUCTOBYBalacs B Sonic
Colors 1 Sonic Generations. J[Bi matdopmHi irpu Crash Bandicoot takox Oynu
BunytieHi B 2007 1 2008 pokax. [lonymnspuicts 2D-mnatdopmepiB 3HOBY Ioyvasia
3poctatu B 2010-x pokax. B ocranni poxu Nintendo Binpoania 1ieit sxanp. Hosuit
Super Mario Bros. 6yB Bumymienuit B 2006 porri 1 posidmoBcs Ttupaxkem 30
MIJILHOHIB KOIIii 110 BChOMY CBITY; 1€ HalO1bII npoaaBana rpa aist Nintendo DS 1
YyeTBepTa HaOUTbII MpoJaBaHa BiJieorpa BCIX 4aciB 0e3 KoMIuiekTy. Super Mario
Galaxy O0y7no mpojjaHo MOHAa 1 BiciM MUJIBHOHIB OJIMHUIIb, TOI sIK Super Paper Mario,
Super Mario 64 DS, Sonic Rush, Yoshi's Island DS, Kirby Super Star Ultra 1 Kirby:
Squeak Squad Tako>k MarOTh BUCOKI MPOJIAXKI, 1 IIEH KaHP 3ATUIIAETHCS AKTUBHHM.

Oxpim BracHux YycmixiB Nintendo y pi3HUX ™IaTGOPMEHHHUX Irpax,
3pocTanHs iHai-irop HanpukiHili 2000-x 1 B 2010-X pokax gornomarae CTUMYJIIOBATH
PUHOK MIaT(GOPMHUX Irop. 3aralbHUM €JIE€MEHTOM LUX HOBUX IUIATPOPMHHUX 1H]II-
irop OyJ10 TOCUJIEHHS YBaru Ha OMOBI/I1 Ta PO3pOOIll IHHOBALITHUX €JIEMEHTIB, SIKUX
He Oyno B momepeaHix irpax miargopmu. Y 2009 pori HeszanexHUN po3poOHUK
Frozenbyte BunyctuB Trine, rpy Ha mnatdopmi 2.5D, ska 3minryBajia TpaauLiiHi
CJIEeMEHTH 3 OuIbll Cy4YacHHMMH (I3UYHUMHU TOJIOBOJIOMKamMHu. ['pa Mama
KOMEPIIHHUN yCIiX, Yy TMACYMKY Oyio mpoaaHo moHan 1,1 minbitona komiid. Ile
NOPOANIIO MPOAOBXKEHHs, Trine 2, sike Oyno BumyeHo B 2011 pomui. Y 2017 pori
Oyno BumyteHo psia 3D-tatdopmepis, 1Mo BUKIUKAIO criekysiio B 3MI oo
oHoByieHHs kaHpy. L1 irpu Brrouanu Yooka-Laylee 1 A Hat in Time, 06uaB1 3 sikux
Oynu npoginancoBani Ha BeO-caiiTi Kickstarter. Bummyck Super Mario Odyssey Ha
Nintendo Switch, sikuii OyB OHOBJIEHUM TIOBEPHEHHSIM JI0 BIJKPUTOTO CTUJIIO TPH,
nonyJysipuzoBaHoro Super Mario 64, € ojaHi€El0 3 HaWOUIBII TPOJAaBaHUX 1
perieH30BaHuX irop B ictopii ppanmmsu. Super Lucky's Tale, Ha To# yac eKCKITIO3UB
1151 Xbox One 1 HD-pemactep Voodoo Vince mist Microsoft Windows 1 Xbox One.
Snake Pass BBaxanu «rojIoBOJIOMKOIO-IIaTGoOpMEPOM 0O€3 KHONKH CTPUOKa».
30ipuuk Crash Bandicoot N. Sane Trilogy nns PlayStation 4 G6yB mpomanwmii



TUpa)KeM MOHAJI JIBa MUIBMOHH KOIIi# M0 BCbOMY CBITY, 1 IeIK1 KpUTUKH BIA3HAUUIIN
HiBUIICHY CKIAAHICTh opuriHambHuX irop PlayStation. IIpubnusno B 1eit yac
3’ IBHJTUCST peMENKH 1HIUX KiacuaHux 3D-matdopmepis, a came Tpuiioris Spyro
Reignited, SpongeBob SquarePants: Battle for Bikini Bottom — Rehydrated (2020)
1 pemeiik MediEvil 1998 poky mis PS4. Astro Bot Rescue Mission (2018) — me
exckiro3uBHa rpa ais PlayStation VR, 3a sikoro ciigye Astro's Playroom (2020), sixa
€ TIONEPEeIHbO BCTaHOBIEHOI Tporo Ha PlayStation 5. Cepito Skylanders Bifg
Activision MO>kKHa TakoK BBakaTH npadatbkoM (panimm3 Crash Bandicoot 1 Spyro,
110 MOBEPTAIOTHCA. 10 MpoxkekTopa. Bepcis Skylanders: Giants (2012) qyist Nintendo
3DS, BiamiHHA BiJ CBOrO KOHCOJIBHOTO aHAIOra, OyJia MepIoro B cepii, ika MiCTHIIA
Ounbll TpaauiiiiHi enemeHTH Iiatrdopmu. Sackboy: A Big Adventure (2020),
po3pobnerna Sumo Digital, 6yna omniero 3 mepmux irop PlayStation 5. Crash
Bandicoot 4: It's About Time Takoxx OyB BumymieHuii y 2020 poiii Ha TOXBalry
kputukiB. Super Mario 3D World + Bowser's Fury (2021) 06yB nepeBumyckom
opuriHanbHoi rpu Wil U 3 aOCOJNIIOTHO HOBOIO Ta MEHUIOK KaMIIaHIEK, sKa
noJioJaia po3puB Mix ii irpoBuM mportecom 1 Odyssey. Ratchet & Clank: Rift Apart
(2021) Oyna onHi€ro 3 MepUIMX €KCKIO3UBHUX 1rop ais PlayStation 5, ctBopenux
Insomniac mig neibimom «Sony Game Studiosy. dinancoBanmii Kickstarter
Psychonauts 2 OyB Bumymenuii 25 cepmHsi 2021 poky 1 OTpUMaB CXBaJCHHS
KPUTHUKIB.

1.3. Po3po0ka irop

Po3pobka irop — 11e mpoiiec CTBOPEHHS 1rop Bia KOHIENTY A0 (piHAIBHOTO
npoaykry. IloniOHO 10 BUPOOHMYOI JIiHII, KOHBEEP PO3POOKHU Irop Jonomarae
OpraHizyBaTu MOTIK POOOTH, 1100 KOKEH 3HAB, 110 1 KOJIU M MOTPIOHO MTOCTABUTH.
KoHBeep Takox pomnomarae KepyBaTH rpaikoM po3poOKH Ipu Ta OHOIKETOM,
3MEHIIYIOUM HEe(EKTUBHICTh Ta BY3bKI MiCI. X0ua KOHBEHEpHU PIZHATHCA MIX
MIPOEKTaMU Ta CTYisIMH, TIPOIIEC TOCUTH MOAIOHMI, HE3aJIeKHO BiJl TOTO, TIPAITIOETE
BU HaJl AAA, 1HII Y4 MOOUIBHOIO Tpoto. I'pa MOCTIMHO PO3BUBAETHCS, 1 peyl, SKi
3ByYajM 4yJ0BO B TE€OPii, MOXKYTh HE MPAIOBaTH Tak 00pe B peanbHOCTI. OTKe,
KOHBEEP HE O00OB’A3KOBO € JIHIMHUM MpolecoM. Pobora mae OyTu HajiciiaHa Ha
TBOpYE 3aTBEPKEHHS 1 4aCTO MOKe OyTH BiANpaBieHa Ha3a] Ha JOOMpPAIOBaHHS.
KonBeepu moBuHHI OyTH JOCTaTHHO THYYKHUMH, 100 BpaxyBaTu 3MiHU Ta 3MiHU
Kypcy. Po3poOka Bizmeoirop 3a3Buuail MOAUISETHCA Ha 3 eTanmu: MiArOTOBKA,
BUPOOHUIITBO Ta MOCTIPOIAKIIH.

[TinroToBKa - 3 IBOTO TMOYMHAETHCS KOXeH TpoekT. [lo cyrti, momepenHs
MiArOTOBKA BU3HAYAE, TIPO 1110 WIETHCS y TPi, YOMY BOHA MTOBHHHA OyTH CTBOpEHA
Ta 110 MOTPIOHO AJiA ii CTBOpPEHHS. Y Bac Moke OyTH 4ynoBa i1es JJisd TUILY TpH,



icTOpii, SIKY BM XO4Y€TE€ BTUIMTH B XXWUTTA, a00 BU MOXKETE CTBOPUTH TaKy, sKa
BUKOPHUCTOBY€E MEBHUU TUI TexXHOJOTI (Hampukian, VR, HoBuil koHTposep abo
KOHCOJIb). Ili1 yac MiATOTOBKM J10 BUPOOHUIITBA 3HAXOATH BIJIMOBIJI Ha Taki
3aMMTaHHS:

e [Ipo mo rpa?

e XTO rignay?

e Yu € mist mboro puHOK? SIka KOHKYypEeHITis?

e Ha sxiit matdopmi BiH Oyje omyOTiKoOBaHUN?

e Sk ne Oynae moHeTusyBaTucs? Uu Oyae BiH mpojaBaTvcs Ha miaaTdopMi 4u
O€3KOIITOBHO I'PATH 3 MOKYINKaMH B Ipi?

e (CKIIbKH Yacy 3HaI0OUTHCS HA PO3BUTOK?

e JSIKi Kaapu Ta pecypcH s bOro 3HA00ATHCS ?

e Skuit KomTopucHUM 010 KET?

[le#t eTam MOXe TPUBATH BiJ] TYKHS 10 POKY, 3QJICIKHO BiJ] TUITY MPOEKTY, HATBHUX
pecypciB 1 (hiHaHCIB, 1 3a3BU4ait 3aiimae 110 20% 3araibHOr0 yacy BupoOHuIrTea. Ha
JAHUW MOMEHT KOMaHAa MOCUTh Mana. TyT Moxe OyTu MHpojrocep, MpOrpamicT,
KOHLIENIT-XY/I0’KHHK (200 SIKILO BU MpPAIIOETE 3 OAHIEI0 0C00010, BU Oynere poOUuTu
outbiry yactuHy 1poro!). Ilpoatocep Bimeoirop 3aiiMaeThcsi Oi3HEC-aCMEKTOM
IPOEKTY, 30Kpema (IHAHCOBUMHU. BOHU KepyroTh OIOHKETOM 1 PO3pOOIISIIOTH
MapKETUHIOB1 CTpaTerii JJIs Mpoaaxky MpoayKTy. KoHIenT-Xy0KHUK 3a/1a€ TOH
MPOCKTY Ha IMOYaTKy, po3podisroun imroctpariii ta eckizu. Lli paHHI Bi3yasbHI
CJIEMECHTH JOTIOMaraloTh c(hOpMyBaTH MOBY T'pH, HAJal0UU KOKHOMY, XTO TPAITFOE
HaJl TPOEKTOM, BI3yaJlbHUN TMOCIOHMK 13 3arajbHOTO BUIJISIAY Ta BIAYYTTS.
Indopmaris, 310paHa Ha 1bOMY €Tami MIATOTOBKU O BUPOOHUIITBA, CTAHOBUTH
OCHOBY JIM3aliH JTOKYMEHTa I'PU.

JIOKyMEHT Ju3aiiHy Ipd IO CYTl € MIBHIYHOKO 3ipKow rpu. lle >xuBwmii
JIOKYMEHT, SIKUW JOTIOMarae€ KOXHOMY 3PO3YMITH Ta MPHUEAHATUCS JI0 OUIBIIOTO
OadeHHs MPOeKTy. Jn3aiiH TOKyMEHT BKIJIIOYA€E Taki pedi, sK:

e [nes yn KoHIENIA

e JKanp

e IcTopis Ta mepcoHaxi

e (OcHOBHa MexaHiKa Irpu

e [rpoBuil mponec

e PiBeHb 1 AU3alH CBITY

e MucrenrBo Ta/ab0o eckizu
e Crparerisi MOHETH3AITI1

Ax  KUBHA  JTOKyMEHT, JHW3ailH JOKYMET TIOCTIHHO OHOBIIIOETHCS — Ta
BJIOCKOHAJIIOETHCSL MPOTATOM yChOoro BUPOOHUITBA. Lle mMoxe OyTu MmoB’si3aHO 3



TEXHIYHUMH YU (DIHAHCOBUMH OOMEXEHHSIMHU 200 IPOCTO YCBIIOMJIEHHSM TOTO, IO
BCE BUTIIAJAE, TPA€ YU MPALIOE HE TaK A00pe, sIK BU CIOIBATMCS crovyaTky. barato
J0JIeH, 0CO0IMBO JAPiOHI PO3POOHMKH, JIHOOJIATH BUKOPUCTOBYBATH OLIBII THYYKI
METOJIU PO3POOKH, SIKi HE CTOCYIOTHCS MPOLIECIB 1 JOKYMEHTAIlll, a OijIbllie MPOCTO
CTBOpeHHs peueit. OgHak OUIBIN CTYAli BBaXKAIOTh 3a Kpalle 1HIMHA miaxia. EA,
Microsoft, Sony, Ubisoft Ta iHm11 Benuki IrpoBi KOMIaHii KEPYIOThCS Mpoliecamu 1
BUMAararoTh BeJMKO1 JokyMeHTallii. L{e Benuka yacTiHa TOTO, IK BOHU 3HOBY 1 3HOBY
nocsrany ycmixy. Jlu3ailH TOKyMEHT TpUMae MPOEKT OpPraHi30BaHUM, JOMOMAarae
BU3HAYUTH MMOTEHIIIHI PU3UKU 1 Ja€ 3MOTY 3a3/1ajIeTib M0OauYnuTH, KOT0, MOXJIHUBO,
JIOBENIEThCSl HAaWHATH a00 ayTcopCyBaTH, 00 BTIIUTH MPOEKT Y XKUTTs. Barma ines
IpU MOXE 3/1aTUCA JIOCUThH MPOCTOIO, ajie SIK TUIbKKM BH BUKIAJETE ii B AW3aliH
JIOKYMEHT, BH He3a0apoM 3p03yMi€Te, HACKUIBKU BEMKHUNA 1 BXKKUH Balll MPOEKT.
[Tpoextu Ge3 miaHy, MBHUALLE 3a Bce, OyIyTh MEPEBULIYBATH 3aKIaJCHUN Yac Ta
oromxker. Ille ogHa mpuunHa MaTH AU3aiH JOKYMEHT — JOMOMOTTH 3aIlyCTUTH B
po3poOKky Ta ¢inancyBaTu rpy. I[loTeHIiliHI 1HBECTOPHM 3aXOuyTh MMOOAYUTH
HAJIWHUMN TUJ1aH, MEepII HIX 1HBeCTyBaTH. Hapemiti, Au3aiiH TOKYMEHT JI0IIOMOKE
IPOAATH MPOIYKT, KOJH BiH Oy/1€ TOTOBHII 10 BUITYCKY.

[Iporotun Bigeoirpy — 1€ HEOOpOOJEeHUN TECT, SAKUH TepeBipse
(yHKILIOHAJIBHICTh, KOPHUCTYBAallbKUW JOCBIA, ITPOBHI MpOIEC, MEXaHIKy Ta
HanpsMOK MuctenrBa. IIporoTunyBaHHS B1AOYBA€ThCS MiJl 4Yac MONEPEIHBOTO
BUPOOHMIITBA, 00 MEPEBIPUTH, YU CIIPALOE 171€ TPH, 1 YA BAPTO il MIPOJIOBKUTH.
barato 11e# He mpoxoaaTh 1ei etan. Komania yacto nounHae 3 AM3aiiHy Ha narepi,
1100 MIBUIKO, JIETKO Ta €eKOHOMIYHO €(EKTHUBHO MEPEBIPUTH TEOpii Ta po3poOUTH
Oarato HI0AHCIB TP YU cepii cucTeM. Xo4a 1]1e1, ICUXO0JIOTis, Teopii Ta 1HIII TITUOO0KI
MeTadopu MUCITICHHS BaXKITUBI, TPy MOKHA PO3pOOJISTH JIUIIIE B TOJIOBI YK HA Marepi.
bBinbicTh 11€i A7 irop noTpiOHO TOPKHYTHCS, BITUYTH, BIATBOPUTH Ta IEPEBIPUTH
SKOMOTa paHimie. MeTta moJsrae B TOMy, 100 SKHANIIIBUIIE 3aITyCTUTH IPOTOTHII,
1100 IEePEeBIPUTH, YU CIIPAB/I 1/1€1 3aKIIaieH] y TPy MPaIlol0Th, 1 Y4 BOHA HACTIIIBKU
Becena, K pO3pOOHUKHM crojiBanmucs. [IpOTOTHUIYBaHHS TaKOX MOXE BUSBUTH
HECMO/IIBaHl MpoOJIeMH, SKI TMOTEHIIWHO MOXYTh 3MIHUTH BECh XiJl MPOEKTY.
BaxxnuBo, 1100 1H1111 HEpO3pOOHUKH TaKOXK TECTYBAJIA IPOTOTHII, TOMY IO peul, sIK1
€ OYECBUIHUMHU IJI1 OJHHUX, MOXYTh HE OyTH s 1HIIKX. ACETH-3allOBHIOBAYl
BUKOPHUCTOBYIOThCSL 1711 €KOHOMii uacy Ta rpomei. L{i HU3bKOSKICHI acetu
3aMIHIOIOTH TaK1 peul, Ik 30posi Ta pEKBI3UT, 1] Yac PaHHBOT'O €TaIy TECTyBaHHS, 1
SKIIO BOHU CXBaJICH1, BOHH 3aMIHIOIOTHCSI OCTATOYHUMH BUCOKOSIKICHUMHU BEPCISIMH
mi3Hime. AceTH-3amoBHIOBaYl MOXXHA TpuadaTé ado 3HAWTH OE3KOIITOBHO B
[HTEepHeTI 32 JOMOMOT010 MPOrPaMHOTO 3a0e3neUeHHs JJ1sl po3poOKu irop. BoHwu, sk
MpaBujIO, MAlOTh JIOCUTH 0a30Bl (HOpPMH, ajie TAKOK MOXKYTh OYTH TPOXHU OLIBII
POCYHYTUMHU, HANTpUKJiIajd, ieil naker aceTiB Soul: Cave Big Epic Games ans Unreal
Engine 4:



Puc. 1.3.1 — Mamonoxk acetis Soul: Cave

Puc. 1.3.2 — ITaker aceriB Soul: Cave

Bupo6HuiTBo — 1€ HaiioBIIa cTafis po3pooku irop. Tpusamicts Big 1 g0 4
pPOKiB, BUPOOHHMIITO — II€¢ Te, J€ rpa AiiicHo mouunHae (opmyBatucs. Ictopis
BJIOCKOHAJICHA, aceTu (TMepCOoHaXki, 1CTOTH, PEKBI3UT Ta CEPEIOBHUIIE) CTBOPEHI,
mpaBuja TPU BCTAHOBJIIOIOTHCS, PIBHI Ta CBITH OyAyIOThCS, KOJ| HAalMCAaHUMA Ta
Oarato iHmoro. Maiike Bce y Bigeorpi € cBimoMuM pimeHHsIM. Croau BXOASTh
KOXKCH IePCOHAX, CEPEIOBHINE, 00 €KT, a TAaKOX 3O0BHIIIHINA BUIJISAI, KOJIBOPH,
3BYKHM, DPIBE€Hb CKJIQJIHOCTI, IpaBWja Ta CUCTEMa HapaxyBaHHs OaniB. OjHak
MOYaTKOBI 11€1 HE 3aBXK/JU TaK J00pe BTUIIOIOTHCS B pealibHICTh, TOMY B MIpYy TOTO,
AK pobOTa BUKOHYETHCS, TIpa TMOCTIHHO TECTYEThCS Ta BIIOCKOHATIOETHCS.



Po3rnssHeMo OCHOBHI €Tanmy BHUpPOOHUIITBA IrOp 1 JIEsIKI 3 KJIOUOBHUX 3aBaHb
pPO3pOOKHM BiJIEOIrop, MamM ATAlOYM, IO MEHIIUM KOMaHJaMm MOoTpiOHO Oyxe
BUKOHYBATH KIJIbKA POJICH, TOI1 SIK Y OLIBIIN CTy1i Oy/e Olblie criBpoOITHUKIB,
0araTo 3 SIKMX CHEI[aNi3ylThCsl HAa OCOONHMBHUI acnekT BUpoOHMITBA. [IpoTsirom
MIPOIIECY PO3POOKH IPH HEOOX1THO JOCSATTH KUIBKOX €TalliB:

e IlporoTum: 1e mMOYaTKOBUN TecT Tpu (KW BIAOYBaeThCS TMiJ dYac
MONEPEAHLOTO BUPOOHUIITBA 1 JIETAIBHO omucaHo Buie). [eski irpu
MO>KYTh HIKOJIM HE TIPOUTHU IEH eTarl.

o [lepmmii npuaaTHMii 15 rpu OLIA: 1ae HAbarato Kpauie ysiBJIeHHS Ipo
30BHINIHIA BUTJISI Ta ITpOBUM MpoIeC. Xoda Ie Ie JaJeKO Bif
OCTaTOYHOT'O BapiaHTy, aceTUl 3aMIHIOIOTHCS 00’ €KTaMH O1JIbIIT BHCOKOI
SIKOCTI1, @ TAKOXK JIOJAF0ThCS LTFOCTpAIlii.

e BeprukagbHuii 3pi3: BepTUKaJIbHUH 3pi3 — 1€ MOBHICTIO
BIJITBOPIOBAHMI 3pa30K, SIKMM MO>KHA BUKOPUCTOBYBATH JIJIs IPE3CHTAIIIT
rpu CTyIiAsM abo iHBecTopaM. Big KUIBKOX XBWIMH JO MiBIOJWHH,
BEPTUKAIILHUMN 3pi3 3a0€31euy€e MOBHUM JTIOCBIJ BiJl TPH.

e [Ilpe-anbgda: OuIBIIICT BMICTY pO3pOOJEHO HA CTajli MONEPEIHBOIO
anbda-Bepcii. Ha npboMy erari po3poOku rpu noTpiOHO Oyjie MpUIHATH
JesIK1 BaXXJIMBI pilieHHs. BMicT Moxke OyTH BUpi3aHO, a00 MOTp1OHO Oyie
JI01aTH HOB1 €JIEMEHTH, 1100 MOKPAIIUTH IrPOBUIl IIPOLIEC.

e AJuabda: Bci OCHOBHI (hYHKINi JTOJaHO 1 Ipa IOBHICTIO JIOCTYITHA BiJ
MoYaTKy M0 KiHIs. MOXIUBO, I€sKi €IeMEHTH, K-OT apT-00’€KTH, BCE
OJIHO MOTPiOHO OyJIe 10AaTH, ajie eJIEMEHTH KepyBaHHs Ta QyHKITIOHATBHI
MOJIMBOCTI MAlOTh MPAIIOBATH HAJICKHUM YHMHOM. TecTepu KOHTPOJIO
SKOCTI  TEpEeBIPITUMYTb, YW Bce Mparie  Oe3mnepebiitHo, 1
MOBIJJOMJIATUMYTh KOMaH/I1 TIPO MIOMUJIKH.

e bera-Bepcisi: Ha IbOMY €Tali BECh BMICT 1 aCE€TH 1HTEIPOBaHi, 1 KOMaHa
NMOBHHHA OyTH 30Cepe/KeHa Ha ONTHUMI3aIlii, a He Ha J0JaBaHHI HOBUX
byHKIIIH.

e BinnpaBka Ha 30J10TO: Tpa € OCTaTOYHOIO 1 TOTOBAa 1O BIANPABKHU Y
BHUJIABHUIITBO Ta OMYOJIIKyBaHHS.

[Ticnst 3aBepIieHHS] BUPOOHUIITBA Ta BIAMIPABICHHS IPH IIPOLIEC PO3POOKHU IpU
NPOJOBXKYETHCS, KOJNH JIeAKI YJICHM KOMAaHIW TEpexXoniaTh Ha TEXHIUHE
oOcyroByBaHHs (BUIIPABIIEHHS MIOMUJIOK, CTBOPEHHS BUIIPABJICHB) a00 CTBOPCHHS
OoHycHOro abo 3aBaHTaxyBaHOro koHteHTy (DLC). IHmni MoxyTh nepedTu 1o
OPOAOBXKEHHST ab0 HACTymHOTO TMPOEKTy. MoKHa TPOBECTH OIJsA, 1100
OOTOBOPHUTH, IO CHPAIIOBAJIO/HE CIIPAIIOBAJIO, 1 BU3HAYUTH, 10 MOXHa Oyjo O
3poOWTH Kpallle HACTYIMHOTO pasy. Bcs mpoekTHa MOKyMEHTallisi, aKTUBH Ta KO
JOOTIPAIbOBYIOTHCS, 30MPAIOTHCSI Ta 30€pIraloThCsl, SKIO BOHU 3HANOOJATHCS B
MaiOyTHHOMY.



PO3/LJ1 2. BUBIP 3ACOBIB TIPOIr'PAMHOI PEAJII3AIII

2.1. MoBa nporpamyBanus C++

Ictopist MmoBH niporpamyBanHs C++ csrae 1979 poky, konu b'sspa Ctpayctpyn
IpaloBaB HaJ JOKTOPCHKOIO poOoTor. OAHiE0 3 MOB, 3 sikolo CTpaycTpyn MaB
MO>KJIMBICTH MpaIoBaTH, OyJia MOBa i Ha3BorO Simula, sika, K BUTIIMBAE 3 HA3BH,
€ MOBOIO, B MEpIIy uYepry, IpU3HAUYEHOIO JJIsi MojaemoBaHHA. MoBa Simula 67 -
BapiaHT, 3 SKUM TMpaiioBaB CTpayCTpyl - BBaXKA€ThCS MEPIIOID MOBOIO, sKa
HOIATPUMY€E TapagurMy o00'€KTHO-OPIEHTOBAHOrO mporpamyBaHHsA. CrpaycTpyn
BUSIBMB, IO LS MapagurMa Oyjia TyKe KOPUCHOIO JJii pO3pOOKU MPOrpaMHOIO
3a0e3MnedeHHs], oJHak MoBa Simula Oyna 3aHaATO MOBUIBHOIO JIJISI MPAKTUYHOTO
BUKOPHCTAHHS.

HeBnoB3i miciig 1poro BiH po3noyaB podoty Haa «C 3 kimacammuy, sika, K
BUIUIMBAE 3 HAa3BM, Maja OyTH HagHa6opom moeu C. Moro meroro 6yno momaTu
00’ €eKTHO-OpI€EHTOBAaHE MporpaMyBaHHs B MOBY C, sika OyJia 1 3aJIMIIAETHCSI MOBOIO,
10 KOPUCTYETHCS MOLIAHOIO 32 i1 NEPEHOCUMICTh, HE KEPTBYIOUHM IIBUJKICTIO a00
HU3bKOPIBHEBOIO (DYHKIIOHANBHICTIO. MOro MoBa BKIIOYada KIACH, 0a30BY
CHAJKOBICTh, BOYJIOBYBaHHS, apryMEHTH (PYHKIIHA 3a 3aMOBUYBaHHSM 1 CHJIbHY
NepeBIpKy TUIIB HA JOJATOK A0 BCiX MOXJIMBOcTeld MOBHU C.

[Tepmmii komnuiarop C 3 knacamu HazuBascs Cfront, sxuii OyB MOX1AHUM Bij
kommisitopa C mig HazBoto CPre. Lle Oyna mporpama, po3pobJieHa 1Jisl iepeKiaay
koxy C 3 kimacamu Ha 3BudaiiHuii C. JIOCHTh I1IKaBUM MOMEHTOM, Ha SKUH BapTO
3BEpHYTH yBary, € te, mo Cfront OyB Hanucanuii 31e011b11oro Ha C 3 Kjacamu, 1110
pOOUIIO OTr0 KOMMIJISTOPOM 13 BJIACHUM XOCTUHTOM (KOMIISTOPOM, SIKHM MOXKeE
KOMIUTIOBaTH cam cede). 3rogom Cfront OyB 3aymmmenuit y 1993 poui nicis toro,
SK CTaJ0 BaXKKO IHTETPYBAaTH B HbOT'O HOBI (yHKIIIi, a came BUHATKH C++. Tum He
men1, Cfront 3poOuB BeMUE3HUI BIUTUB HA peaizallii MaiOyTHIX KOMIISTOPIB 1
Ha omnepauiiiHy cuctemy Unix.

VY 1983 poii Ha3By MoBH OyJi0 3MiHeHo 3 C 3 kinacamu Ha C++. Onepartop ++
y MoBi C — 11e oniepatop 30UIbLICHHS! 3MIHHOI, SKUH Jla€ IedKe ySBIEHHS Mpo Te,
sk CtpaycTtpyn ctaBuBcsi 10 MOBH. [IpuOmm3Ho B 1eii yac Oysio mojaHo Oarato
HOBUX (DYHKIII}, HAUTIPUMITHILIUMU 3 SIKUX € BIPTyaJibHI (DYHKIII1, IEPEeBAHTAXKEHHS
GyHKIN, MOCUJIaHHS 13 CUMBOJIOM &, KJIFOUOBE CJIOBO const Ta OJHOPSIKOBI
KOMEHTapi 3 BUKOPUCTAHHSIM JBOX NpPsIMHUX ciemiei (1o € (QyHKIl€, B3ITOI 3
moBu BCPL). V 1985 porii Oyso omyOsnikoBaHo nocuianHs CTpaycTpyna Ha MOBY
i Ha3Boo «Moga nporpamyBanns C++». Toro x poky C++ OyB peanizoBaHHil sIK
KOMepIiitHuM npoAaykT. MoBa 1ie He Oyia odiliitHo cTaHIapTU30BaHa, 1110 POOUTH



KHUTY AY>K€ BOKJIUBUM J0BIAHUKOM. Y 1989 poiii MoBa Oyia 3HOBY OHOBJICHA, 11100
BKJTFOYMTH 3aXWIINECHI Ta CTaTUYHI WICHHW, a TAKOX YCIAIKyBaHHS BiJl KUIBKOX
kiaciB. Y 1990 poui Oyio BumyiieHo AHOTOBaHUM JOBIAKOBUHM mociOHuK C++. Y
ToMy >k poti kommitarop Borland Turbo C++ Oyzae Bunymienuii sk KoMepuiiHun
npoaykT. Turbo C++ nomaB 06e3mid J0oAaTKOBUX 010J110TEK, K1 Majau O 3HAYHUHN
BILTUB Ha po3BUTOK C++. Xoya ocTanHiil ctabuibHUM BUityck Turbo C++6yBy 2006
pOLi, KOMIUIATOP BCE 1€ ITUPOKO BUKOPUCTOBYETHCSI.

VY 1998 poui komiteT crangaptiB C++ omy0sikyBaB mepunii Mi>KHapOTHUH
craggapt C++ ISO/IEC 14882:1998, axuii Oyne Heodiiio Bimomuit sik C++98.
BBakanocs, 110 aHOTOBaHMI TOBIAKOBHI NOCIOHUK 13 C++ MaB BEJIMKUH BILJIMB Ha
po3poOKy cTaHmapTy. byia Takox BKIIIOUeHa cTaHaapTHA 010110TeKa M1a0IoHIB, SKa
po3royana CBOI KOHIIENTyaJdbHy po3poOky B 1979 pomi. ¥ 2003 pori komitet
BIJITOBIB HAa YUCJICHHI MPOOJIeMHU, TIPO SIK1 MOB1AOMIIsIIIOCS B cTanaapTi 1998 poky, 1
NEeperisiHyB HOTo BIANOBIAHO. 3MIHEHAa MOBa oTpumMaia Ha3By C++03. Y 2005 poui
KoMiTeT craHiaptiB C++ omyOiiKyBaB TEXHIYHHMM 3BIT (OTpUMAaHMM 1]l HA3BOIO
TR1), B sIKOMy A€TaJIbHO ONMCYBaJIKCS Pi3HI (YHKIIII, SIKI BOHU IIJIaHYBaJIH 1OAATH
no octaHHboro cranjpapry C++. HoBuil cranmapT HeoQiUiiHO OTpUMAaB Ha3BY
C++0x, OCKIIBKH OYIKYBaJOCH, 1110 BiH Oyje BUIMYILIEHUHN J1€Ch JO KIHIIS MEPIIOro
JNECATWIITTS. SIK HE IMBHO, aje HOBHM cTaHIapT He OyJe BUITYIIEHHI 10 CepeIuHU
2011 poky. lo Toro yacy Oyyo OmyOJiKOBAaHO KiIbKa TEXHIYHUX 3BITIB, 1 JESKI
KOMITUTATOPH MMOYAJIH JOJAABATH €KCIIEPUMEHTAIBHY MIITPUMKY HOBUX (DYHKIIIH.

VY cepeauni 2011 poky HoBuii cranmapt C++ (C++11) OyB 3aBepIieHHiA.
[Tpoekt 616m10Tekn Boost 3poOUB 3HAYHUI BIUIMB HA HOBUM CTaHAAPT, 1 JEAKI 3
HOBUX MOJyYJIIB OyJM OTpMMaHi Oe3nocepenHbo 3 BiAMOBLAHMX 010110TeK Boost.
Jlesiki 3 HOBUX (PYHKIIA BKIIIOYANW MIATPUMKY PETYJSIPHUX BUpPa3iB (JIOKIATHI
BIJIOMOCTI MpO pEryJisipHi BUpa3d MOXXHA 3HAUTH TYyT), MOBHY O010J10TEKy
panaomizailii, HOBy O0i0mioTeky uacy C++, mATpUMKY atomics, CTaHIAPTHY
010m10TeKy noTokiB (sikoi 10 2011 poky He BucTauano sk C, tak 1 C++). , HOBHIA
cuHTakcuc mukiny for, mo 3abesneuye (QyHKIIOHATBHICTh, MOMIOHY 1O IMKIIB
foreach B meskux iHIIUX MOBaX, KJIFOYOBE CJIOBO auto, HOBI KJacH KOHTEHHEPIB,
Kpally miATPUMKY 00 ’€qHaHb 1 CIUCKIB iHILIaTi3allii MAacUBIB, a TaKOX 3MIHHI
1abJI0HM.

®inocodis mMoBu mporpamyBanHHsi C++ Oyna BukiageHa B «JluzaitH Ta
esoumontisi C++» (1994) b'spaa Ctpayctpyna. Posymiaas dinocodii un npaswin C++
JIOTIOMAarae HaMm 3po3yMiTH, YoMy neBHi pedl B C++ € Takumu, sskuMu BOHH €. OCb
KOpoTkuit 3MicT pinocodii C++:

e [lporpamicT MOBMHEH MaTU MPaBO BHUOWUPATH CBOIO BIJIACHY MapajurMy
nporpaMmyBaHHs  (NIPOLIEAYpHE MpPOTrpamMyBaHHs, 00’ €KTHO-OPIEHTOBAHE
porpaMmyBaHHS, 3arajibHe MPOrpaMyBaHHs Ta aOCTPaKI[is JaHUX)



e Mosa noBunHa 6ytu cymicHa 3 C. Ilepexing 3 C na C++ He noBuHeH OyTH
CKJIQJHUM.

e Koxna ¢yHKIIE B MOBI MOBMHHA OyTH MoOyj0BaHa JUIs 3arajlbHOI METH.
OyHKIII1 HE TOBUHHI OyTH crieliupIYHUMH JJI I1aTQOPMH.

e MoBa Mae Oytu pospoOsieHa st poOOTH 0€3 CKIAJHOrOo CepeoBHIIa
nporpamyBaHHs (koj C++ MOXKHA HaBITh HAITUCATH HA IPOCTOMY OJIOKHOT1).

e MoBa mae OyTH CTaTUYHO THIII30BAaHOI Ta I 3arajJibHUX IuIed. Bin
MOBUHEH OyTH TaKWUM K€ MOPTaTHBHUM, 5K 1 C, TOOTO KOJ, HAlTMCAHUA HA
OJIHOMY KOMII I0Tep1, MOBHHEH OyTH BUKOPHUCTAHUM Ha IHIIIOMY KOMII I0Tepi
6e3 OyIb-SKUX 3MiH Y KOJIi.

e MoBa NOBMHHA HaJaBaTH MNPOrpamicTaM MOXJIUBICTh 3pOOUTH BIIACHUMN
BUOIp (BUOIp MK PI3HUMHM THUIaMH 3MIHHUX, BUAUICHHS Ta 3BUIbHEHHS
nam’sITi BIJMOBIAHO 10 MOTPEO MpOrpaMu TOIIIO), HABITH SKIIO 1€ 301IbIIIYE
HMOBIPHICTB TOTO, 1110 POrpaMiCcT BHOepe HENMPaBUIbLHUN BUOID.

e MoBa He MOBHMHHA CIIOBUIBHIOBATH Mporpamy abo CIOXHUBAaTH IPOCTIp
(HaKkJIaaH1 BUTpATH) U1 PYHKINH, IKI HE BAKOPUCTOBYIOTHCS B KOJII.

o [lin C++ He moBUHHO OyTH >KOJTHOI MOBH, KpIM MOBH acemoOJepa.

[aTepdeiic — 1e CTpyKTypa IporpaMyBaHHs, SIKa OMHICY€E MOBEIIHKY KJIacy B
C++ 0Oe3 BU3HAUEHHS KOHKPETHOI peasizauii uporo kiacy. Hanpukinan, Ko y Hac
e kiac Car 1 kiac Scooter, TO KOXEH 3 IIUX KJIaciB MOBUHEH MaTu Jit0 ((PyHKIIIO)
LightsOn(). Ockinbku 00uABa KJIaCH MarOTh OJHAKOBY 110, MM MOKEMO CTBOPUTH
1HTepdeic 11 CKOPOUEHHS KOy Ta IMiABUIIECHHS €(PEeKTUBHOCTI IpOrpamMu. AJjie Te,
K OyJle BMUKATHUCS CBITIO, Oyae 3anexaTtu Bia peanizamii gyHkmii LightsOn() y
KOXXHOMY KJjaci. [HmmMu cioBaMu, o0HIBa KJIACH MAaTUMYTh OaThKIBCHKHI KJiac,
AKud MIicTUTh y 001 Pynkiio LightsOn(). Ajne KOHKpETHI MOAPOOUIll TOTO, SIK
BMHUKAaTUMYThCSl CBITJIO, OyAyTh TOSCHEHI Yy BIANOBIAHMX Kiacax. Jleski 3
HaWBAKJIUBIIINX aCMEKTIB IHTEp(DEHcCy:

e [le Mae OyTH JIETKO 3pO3YMITH
e Bin He noBuHEH OyTH CXWJIBHUM JI0 TIOMUJIOK
e Ile Mae cipusiTH €pEKTUBHOMY BUKOPUCTAHHIO MPOTpaMu

[aTepdeiicu Ta abcTpakTHI KJIacH O1IBII-MEHII IEPEIaloTh Ty camy i7et0. Och YoMy
iHTepdeiicn C++ peamizyloThCcsl 3a JOMOMOTor0 abcTpakTHux kKiaciB. Kmac 13
YUCTOI0 BIPTYaJIbHOIO (DYHKIIIEI0 HAa3UBAETHCS aOCTpakTHUM KilacoM. [Iporpamict
MO’K€ CTBOPUTH YMCTY BIpTyaibHy (yHKIIIO, HamucaBmu «= 0» B OroJjoLIeHHI
¢bynkuii. [HTepdeiic abo abCTpakTHHUI Kilac BUKOPUCTOBYETHCA SIK 0a30BUM Kiac
JUTSI HILIMX KJIACIB, K1 YCIaJKOBYIOTh a0CTpakTHUH kiac. Bin 3a0e3nedye 3arajibHy
(GYHKIIOHATBHICTh KJacy, 100 1HII KJIacH MOTJIM JIETKO BUKOPHUCTOBYBATH YHCTI
BIpTYyaJibHI (PYHKIIIT KJIacy.



CrannaptHa 0Oi0mioteka B C++ 3acHOBaHAa Ha KOHBEHIIISX, BBEACHUX Y
ctanaaptHii O6i0mioremi madioniB (STL) 1 ctangapthii 6i6mioteni C 3 geskuMH
3MiHaMH B Hill. biOmioTeka cTaHgapTHUX 11a0JOHIB HaJla€ Pi3HI KOPUCHI (QYHKITIT,
TakKl K KOHTeWHepH (HANPHKJIaa, BEKTOpH), iTepaTopy (y3araJbHeHI MOKAKINKH )
JUTSL TOCTYITY 1O KOHTEUHEPIB, SIK-OT MACHUBH, 1 AJITOPUTMHU I BUKOHAHHS PI3HUX
omeparii  (Hampukiaa, COpTyBaHHA Ta momyky). [Iporpamict  Moxe
BUKOPHCTOBYBATH I1i IIA0JIOHM JIJIsl HATUCAHHS 3arajbHUX aJITOPUTMIB, SIKi MOKYTh
npaitoBatd 3 Oyab-skuM KoHTedHepoM. Ockinbku STL ckiamaerbest 3 HaOOpy
KJ1aciB 11a0JI0HIB (BEKTOPIB, MACHBIB, YEPT'H TOIIIO ), TI€ y3araJibHeHa 010110TeKa, sSKa
HE 3aJeXuThb BiA TumiB naHux. Lle cBoro pomy miaH, SKMA MICTUTH YCl
napaMeTpus3oBaHi kKoMrnoHeHTH. [1lo0 mparroBaTy 31 cTaHZApPTHOIO O1010TEKOIO
nmrabJIoHIB, MU TIOBHHHI 3HAaTH, SK MpPAIIOBaTH 3 PI3HUMH KOMIIOHEHTaMH Ta
MO>KJIMBOCTAMH KJiaciB 11abioHiB. [Iporpamict Moke OTpUMaTH JOCTYII 10 PI3HUX
GyHKLi craHgapTHOi 010;110TekH B C++, BUKOPUCTOBYIOUM LIICTAECAT JIEB'SITh
CTAHJAPTHUX 3arojioBKiB, HagaHux B C++ (IeB'ITHAAUATH 3 SKUX OLIbIIE HE
BUKOPUCTOBYIOThCA). L1 hyHKIIIT MOYKHA OTOJIOCUTH 3a IOTIOMOTOI0 IPOCTOPY IMEH
std y xoxai. BukopucrtanHsi craHaapTHOI O10JI0TEKHM JOMOMara€e HaMm YHHUKHYTH
HaIMCcaHHA Kony 3 HyJis. lle momomarae 3a0maanTy 4ac, OCKUIbKU 0arato peuew,
HEOOX1THUX JIJISl KOAY, BXKE € B CTaHAapTHIN 610mioTeri C++.

VY nopiBusanHi 3 C, C++ npencraBuB 6arato HOBUX (QyHKIHN y MoBi. Jleski 3
BaXKJIMBUX ocoOmmBocTend C++:

1. IIpocroTa: onHiero 3 mnpuyuH, uyomy C++ € TEpuo MOBOIO
nporpaMmyBaHHsl 0araTbOx MporpamicTiB, € Te, mo C++ € mpocTuMm i
nerkuM s BuBYeHHS. HesBakaroum Ha Te, mo C++ 3pyyHuil ms
MOYATKIBIIIB, BIH NTUPOKO BUKOPUCTOBYETHCS JIJISi CTBOPEHHS YMCICHHUX
MIPOCYHYTHX MPOTPaM.

2. O0’exTHO-0OpieHTOBaHicTL. C++ — 1e 00’€KTHO-OpIEHTOBaHA MOBA
nporpamyBaHHsl. O0’€KTH MOJETIIYIOTh PO3POOKY Ta OOCITYroBYBaHHS
IPOrpaMHOr0 3a0e3MEeUeHHS. 3a JOTOMOTroK IUX 00’€KTIB MU MOYKEMO
BUKOHYBAaTH aOCTPaKIlO JaHUX, 1HKAMCYJAILII0 JaHWUX, YCIIaJIKyBaHHS,
noiMop(di3M Ta NPUXOBYBAHHS JaHUX.

3. Aunamiune BuasieHHs: nam'ari: C++ miarpumye TMHaMIYHE BUIUICHHS
nam'siTi. 3a  JIOMOMOTOI  BKaziBHUKIB y C++ MoOXeHa JIUHAMIYHO
PO3MOIIISATH T1aM’SITh.

4. Bka3iBHMKM: BKa3iBHUK — II€ 3MIHHA, fika 30epirae aapecy I1HIIOI
3MiHHOi. C++  miaATpUMye  BHUKOPUCTAHHS  BKa3iBHHUKIB. BoHu
BUKOPHUCTOBYIOTHCS ISl B3a€MOZIl 3 MICHEM pO3TallyBaHHS OY/b-SKO1
3MIHHOI Y 11aM’SIT1 KOMIT I0Tepa.

5. IIIupoxka 6idaiorexa: C++ npornoHye Beauve3Hy O10110TE€Ky, MOBHY
BOyZO0BaHMX (YHKIIINA, SIKI TIOJETIIYIOTh TPOTrPaMiCTOBl KOJyBaHHS.



Hoctyn a0 ¢byHKIiH 610110TEKH MOKHA OTPUMATH 3a JIOMTOMOTOK0 PI3HUX
¢aiiTiB 3aroJI0BKiB.

6. KommisiboBaHicTh: Ha BIIMIHY BiJI IHIIUX MOB, TakuX sK Python i Java,
Akl 0a3yroThcsi Ha iHTeprperaropi, C++ € MOBOIO, 3aCHOBAaHOIO Ha
koMmnuisitopi. Otxke, C++ Habararo mBuaie, Hix Python ado Java.

/. IlepeBaHTa:keHHs1 omnepatopa: C++ TIATPUMY€E TEepPEBAHTAXKEHHS
onepatopiB. Lle o3nauae, mo C++ Moxe HajaTU omepaTropaM OCOOIMBE
3HAYEHHS JJi Oy/b-SIKOr0 JaHOTrO0 TUMY JaHuX. BiH Hajgae mporpamictam
MO>KJIUBICTh CTBOPCHHSI HOBHX BH3HA4YEeHB orepaTopiB C++.

8. YUyruauBwuii 10 perictpy: sk i C, C++ uyTnuswii 10 perictpy. Lle o3nauae,
o C++ mo-pi3HOMY TPaKTy€e MaJji Ta BEJUKI JIITEPH.

9. MoBa nporpaMmyBaHHsI BUCOKOT'0 PiBHsI: Ha BiqMiHy BiJ C, Sika € MOBOIO
nporpaMyBaHHs cepelHboro piBHsA, C++ € MOBOI BHUCOKOTO piBHA. Lle
noJjieriye mporpamicty po6oty Ha C++, OCKUIBKM MU MOXEMO TICHO
OB’ SI3aTH WOT'0 3 aHITIICHKOI0 MOBOKO.

10. O6pobka BunATKIB: C++ miaTpumye 00poOKy BUHATKIB. [{e momomarae
MPOrpamicCTy BIOBUTU MOMUIIKY(H), SIKIIO B TPOrpaMi BUHUKAE TOMUJIKA.

11. Ilepenocumictb: nporpamu Ha CH++ MOXKHA BUKOHYBaTH Ha PI3HUX
MallMHaxX 3 HE3HAYHMMH 3MiHaMHu B Koji abo 6e3 Hux. Ane C++ He
3aexuTh BiA miargopmu. Ilpunycrumo, Mu 310paiv mporpamy B
omnepaiitHii cuctemi Windows. Y 11,0My BUIIAJKY 1I€H CKOMIIILOBaHUMN
¢aiin (paiin .exe) He mpaloBaTUME B OlepauiiHiil cucremi Mac. Ane
daiin .cpp, ctBopenmit y Windows, Oyne ineanbHO TpaloBaTé B
omeparliiHii cuctemi Mac.

2.2. Irposuii pymiii Unreal Engine

Unreal Engine — irpoBuii pymriit 3D koM’ roTepHOi rpadiku, po3po0acHui
Epic Games, Bnepiue nokasanui y mrytepi Big nepimoi ocoon Unreal 1998 poky.
Cnouatky BiH OYB po3poOsieHu# 118 mryTepiB Big nepioi ocodu mis 11K, ame 3 Tux
1ip BUKOPUCTOBYBABCS B PI3HUX JKAHPAX TPUBUMIPHHX 1rOp 1 3HAWIIOB MOIUIUPEHHS
B IHIIIUX TaJTy3s1X, 0COOJIMBO B KIHO- Ta TeJeBi31iHIN 1HaycTpii. Hanucanuii Ha C++,
Unreal Engine mae BUCOKHMI CTyHiHb HNOPTAaTHUBHOCTI, MIATPUMYIOUM IIUPOKUN
CIIEKTP HACTIILHUX, MOOUIBHUX, KOHCOJIBHUX 1 BIPTYyaJIbHUX TIATPOPM.

Octanne nokoniaas Unreal Engine 5 Oyino 3amyieno B kBiTHi 2022 poky. Sk 1 #oro
NoNepeHNK, BUyleHud y 6epesti 2014 poky, HOro BUXIJTHUNA KOJ JOCTYITHUHN Ha
GitHub micnst peectpatiii 0OJIKOBOrO 3amucy, a KOMEpUIHHE BHKOPHUCTAHHS



HAJIA€ThCsl HA OCHOBI MoJieii posuITi. Epic BITIMOBIISEThCS Bl CBOIX POSIITI 3a irpu
710 TUX Tip, TOKH PO3POOHUKHU HE OTpUMaroTh | mMinbiton gonapis CIIA npubyTky,
a KoMmicis He OyJie 3HATa, K0 po3poOHUKHU myOnikytoTh Y Epic Games Store. Epic
BKIIIOYMB (PyHKIII mpuadaHux Kommadii, sk-oT Quixel, y pymiid, yomy, SK
BBaXKAIOTh, JIOMOMOTJIM 0X0au Fortnite.

[lepme mnokominas Unreal Engine Oyno po3pobreno Timom CyiHi,
3acHOBHUKOM Epic Games. CTBOpUBIIM 1IHCTPYMEHTH JUIsl peAaryBaHHs JUIsl CBOiX
yMOBHO-0e3komToBHUX irop ZZT (1991) 1 Jill of the Jungle (1992), Cyini mo4as
nucaty pyuii y 1995 poui s BUpoOHHUIITBA TPH, sIKa MI3HIIIE cTaja IIyTepOoM Bijl
nepmoi ocodu, Bimomoro sk Unreal. Ilicis 6araTbox poKiB po3poOKH, BOHA
nebroTyBaia 3 BUIryckoM rpu B 1998 porri, xoua MicroProse i Legend Entertainment
MaJIi JOCTYII 10 TEXHOJIOT11 HabaraTo paHiiie, JiiieH3yBasiiu ii B 1996 porii. 3rigHo
3 iHTepB'to, Cyini HamucaB 90 BiJICOTKIB KOy B pYIIii, BKIOYar4u rpadiky,
IHCTPYMEHTHU Ta MepekeBl niicucteMu. CoyaTky pyiliid HOBHICTIO MTOKJIAAaBCcs Ha
porpamMHe BIATBOPEHH:S, TOOTO rpadiyHi 00UnCIeHHS 00pOOIISITUCS IEHTPaIbHUM
nporiecopoM. OgHAK 3 4aCOM BiH 3MIT CKOPUCTATUCS MOXKJIMBOCTSIMHU, HaJJAHUMU
BUJIIJICHUMHU  BiJleokapTamu, 3ocepenuBimmch Ha Glide API, cnemianbHo
pospoOsieHomy i mpuckoproBauiB  3dfx. Xowa OpenGL 1 Direct3D
HIATPUMYBAJIUCS, BOHU MPALIOBAIM MOBUIbHIIIE TOPi1BHAHO 3 Glide uepe3 Henoniku
B yIpaBiiHHI TekcTypamu B Tod yac. CyiHi 0COOJIMBO PO3KPUTHUKYBAB SIKICTh
npaiiBepiB OpenGL 115t CioskMBYOTO 00JIaTHAHHS, OMUCYIOUH iX SIK «HA/I3BUYANHO
npoOeMaTU4Hi, TOMUJIKOBI Ta HEMEPEBIPEH» Ta MO3HAYMB KOJ y peanizauii sk
«CTpalIHuiy, Ha BIAMIHY Bia OUTBII TpocToi Ta yucTimoi miaTpuMku Direct3D. Illo
cTtocyeThesi aymaio, Epic BuxopuctoByBana Galaxy Sound System, mporpamne
3a0e3MeUeHHsI, CTBOPEHE Ha MOBI aceMOJepa, ke 1HTerpyBango texHosorii EAX 1
Aureal, 1 103BOJISIJIO BUKOPUCTOBYBATU TPEKEPHY MY3UKY, 1110 JaBaJIO IU3alHEpaM
PIBHIB THYYKICTh y TOMY, SIK CAYHJITPEK I'PU BIITBOPIOBABCS B NEBHUI MOMEHT. B
kaprax. CtiB [lonmx, aBrop muiarina Reaper Bots mis Quake, 3amporpamysas
CUCTEMY IITYYHOT'O 1HTEJIEKTY Ha OCHOBI 3HaHb, SIK1 BIH OTpUMaB MiJ] 4ac poOOTHU B
IBM, po3poOnsitoun MpoTOKOJIW MapuipytuszatopiB. 3a cinoBamu CyiHi,
HAWCKIJIAHIIIUM Yy MPOTpaMyBaHHI pyiiis OyB peHep, OCKUIbKH HOMY JOBEIOCS
K1JIbKa pa3iB MEPEeNnuCcyBaTH MOro OCHOBHUN aJITOPUTM IIiJT Yac PO3pOoOKHU, X0oua BiH
BUSIBUB MEHIIl «TJIaMYypHOIO» 1HGPACTPYKTYypy, IO 3'€IHY€ BCI IiJICHCTEMHU.
He3Baxatouu Ha Te, 110 BiH NMOTpeOye 3HAYHUX OCOOMCTUX 3YCHUJIb, BIH CKa3aB, 1110
pyuiit OyB #ioro ymobaenum npoektoM B Epic, nomaBum: «Hanucanus nepiioro
Unreal Engine Oyno 3,5-piyHUM MEpIIMM OIJISIIOM COTEHb YHIKAJIbHUX TEM Y
porpaMHoMy 3a0e3MnedeHH] Ta 0yJI0 HeMMOBIPHO MPOCBITHUIIBKUMY. Cepen oro
byHKIi Oyiar BUSBICHHS 31TKHEHB, KOJIbOPOBE OCBITJICHHSI Ta oOMexeHa (opma
¢binpTparii Texkctyp. Pymriii Takox iHTerpyBaB penaktop piBHIB UnrealEd, sxuit
NIATPUMYBaB KOHCTPYKTHBHI ONEpallii reoMeTpii TBEPAOIro Tijla B peaIbHOMY 4acl
mie B 1996 porti, 703BOJISIFOYY TU3aifHEpaM PiBHIB 3MIHIOBATH MAKET PiBHS HA JTHOTY.



HesBaxxarouu Ha Te, mo Unreal 6yB po3poOienuii qyis KoHKypeHiii 3 id Software
(po3pobnuk Doom 1 Quake), cmiBzacHoBHuk [[)xoH Kapmak moxBanuB rpy 3a
BUKOPHUCTaHHS 16-01TOBOrO KOJILOPY 1 3a3HAYMB, 110 B HIM peaizoBaHl Bi3yasbHI
edekTu, Takl K 00’eMHUN TymaH. «Sl cymHiBaiocs, 1m0 Oyab-sfiKa BaKJIMBa Ipa
BijTeniep Oyzae po3poOieHa 3 ypaxyBaHHsIM 8-0iToBoro kosibopy. Unreal 3poOuB
BXJIMBY CIIpaBy, MPOCYHYBIIUCH O NPSIMOTO KOJBOPY, 1 1€ Ja€ XYJIOKHHUKaAM
HabaraTo Oiyble cBOOOIM», — CKa3aB BiH y cTaTTi, HanmucaHiil xepd Keitm ans
GameSpot. «Cpitii po3kBiTH [chepu cBiTia], 06’eMH TyMaHy Ta KOMIIO3UIIIIHE
HeOo — 11e OyJI KpOKH, SIKi 4 IIaHyBaB 3po0uTH, ane Epic qocaria nporo nepuioro
3 Unreal», — cka3aB BiH, momaBmm: «Pymiit Unreal migHSB IUIaHKY TOTO, IO
OUIKYIOTh BiJl €KIIH-1rop. BizyanbHi eekTH, ki Briepiie moO0avyuiau B Ipi, CTaHYTh
OuiKyBaHUMHU BiJ ManOyTHiX irop». Unreal OyB Bimommii cBOiMH TpadiuHUMHU
1HHOBaIisAMH, ane B 1999 pomi B inTepB’to Eurogamer Cyini Bu3HaB, 1o 6arato
acCIeKTiB rpu Oynu HeJopoOJIeHI, MOCUIAI0UMCh HA CKapru reMepiB Ha BUCOKI
CUCTEMHI BUMOTH Ta MPOOJIEMH 3 OHJIAWH-ITPOI0. Epic po3riisiHyB 11l MOMEHTH 1]
yac po3pobku Unreal Tournament, BKIIOYMBIIM KiJbKa TOKpAIEHb Yy PYIIIii,
NPU3HAYEHUN U1 ONTHMI3alli MPOAYKTHBHOCTI Ha HEJOPOTMX MAallMHax Ta
MOKPALIEHHS MEPEXKEBOT0 KOy, & TAKOXK YJOCKOHAIIOIOUN IITYYHUN IHTEIEKT IS
00TIB Mg BigoOpa)keHHS KOOPAMHAIT B KOMaHIHUX cepeaoBuIlax. I'pa Takox
NOCTABJISUIACS 3 MIJABUILIEHOIO SAKICTIO 300pakeHHS 3 MIATPUMKOIO aITOPUTMY
ctucHeHHs1 S3TC, 110 103BOJIsIE€ CTBOPIOBATH 24-01THI TEKCTYPHU BUCOKOI pO3ALUTEHOT
3MaTHOCTI 0e3 mKoAM Il MPOAYKTUBHOCTI. Ha momatok 10 MOCTYMHOCTI B
Microsoft Windows, Linux, Mac i Unix, pymiii OyB noproBanuii yepe3 Unreal
Tournament na PlayStation 2 i, 3a momomoroio Secret Level, na Dreamcast.
Hanpukinmi 1999 poky The New York Times Bkazana, 1o OyJio HIICTHAILSITh
30BHIIIIHIX MPOEKTIB 3 BUKOPUCTaHHAM TexHoJoril Epic, Bkimouaroun Deus EX, The
Wheel of Time 1 Duke Nukem Forever, octanHi# 3 IkMX ciodyaTtky OyB 3aCHOBaHUM
Ha pyurii Quake II. Ha Bigminy Bifg id Software, komnanis Epic npononyBana He
JuIe BUXigHuM Ko, Epic Hamama miaTpuMKy JriieH3iaTaM 1 3ycTpivaiacs 3 HUMH,
11100 0OrOBOPUTH BAOCKOHAJIEHHS CUCTEMU PO3pOoOKH irop. He3axkarouu Ha Te, 1110
BUPOOHUIITBO KOIITYBaJIO OJU3bK0 3 MUIbiioHIB fosapiB CIIIA Tta mireH3is Ha cymy
10 350 000 nonapis, Epic Haana rpaBusM MOXIJIMBICTE MOJU(]IKYBaTH CBOI IIpH 32
nonomoroto BrioueHHs: UnrealEd Ta MoBu cuienapiiB i Ha3Boto UnrealScript, 110
CTBOPWJIO CHUIBHOTY €HTY31acTIB HAaBKOJIO pYIIis, CTBOPEHOro, miod OyTu
pO3IIMPIOBAHUM Ha TPOTA31 JEKIIBKOX IOKOJiHBb 1rop. «Bemuka wMera 3
texHozoriero Unreal Bech yac mossraiga B TOMy, II00 CTBOpUTU 0a3y KOay, SIKY
MO>kHA OyJ10 O PO3IMIUPUTH Ta TTOKPAIIUTH 32 JOIIOMOTOI0 0araThoX MOKOIIHB 1rop.
o6 mocartu 1i€i MeTH, NOTPIOHO OyJNO MIATPUMYBATH TEXHOJOTIIO TOCUTh
3arajbHOTO MPU3HAYCHHS, MUCATU YUCTUHN KOJ 1 pO3po0IsATH pyIIii, o0 BiH OyB
y’Ke po3luptoBaHUM. PaHHI TuiaHu po3poOKH PO3IIMPIOBAHOTO PYIIiA KIJIbKOX
NOKOJIIHb JaJli HaM BEJIMKY IepeBary B JIIEH3yBaHHI TEXHOJOTIi, KOJM BOHA



nocsiria 3aBepiieHHs. [licas Toro, sk MU yKJIadu KUIbKa JIIEH31MHUX yTOoJ, MU
3pO3yMiIH, IO TIe 3aKOHHHUH Oi3Hec. BinTomi 1e ¢TajJo OCHOBHHM KOMITOHEHTOM
Hairoi ctparerii.» - Tim Cyini, Maximum PC, 1998.

Puc. 2.2.1 — Ckpinmot rpu ['appi [orrep 1 dinocodcbkuii KaMiHb,
po3poobienoi Ha Unreal Engine

VY xoBTHI 1998 poky IGN Ha ocHOBI iHTEpB'to 3 dinieto Voodoo Extreme
noBiioMutia, 1mo CyiHl OPOBOJIUTH AOCHIKEHHS JJIi CBOTO PYIIISI HACTYITHOIO
nokomHHSA. OCKITBKH po3po0Ka movaiacs yepes pik, Apyra Bepcis nedrTyBana B
2002 pomi pazoM 13 American's Army, O€3KOIITOBHUM 0araTOKOPHUCTYBallbKUM
urytepom, po3pobsnienum apmiero CIIA sk npuctpiii ans Bepoysanns. Hezabapom
nicas mporo Epic Bumyctuna Unreal Championship ma Xbox, npudomy 1e Oyna
OJlHa 3 Teplux I1rop, sika BukopuctoBye Xbox Live Big Microsoft. Xoua ue
MOKOJIIHHS OYyJIO 3aCHOBaHE HAa CBOEMY TMOMEPEIHUKY, BOHO BIIUYJO MOMITHUMN
mporpec 'y TepMmiHax Bi3yali3allii, a TakoXX HOBI BJIOCKOHAJEHHS Ha00py
1HCTPYMEHTIB. 31aTHHUI 3amycKkaTH piBHI Maiixke B 100 pa3iB OuIbIII AETAIBHO, HIXK Y
Unreal, pymiii iHTerpyBaB pi3HOMaHITHI (YHKINI, BKJIIOYAIOYM I1HCTPYMEHT
KiHeMaTorpapiyHOro peiaryBaHHs, CHCTEMH YaCTHHOK, TUIAriHK ekcnopty Juist 3D
Studio Max 1 Maya, a TakoX CHCTEMYy CKEJETHOI aHiMmalli, [Ky BIepIle
npogeMoHcTpyBanu y Bepcii Unreal Tournament mist PlayStation 2. Kpim Toro,
iHTepdeiic kopuctyBaya UnrealEd OyB mepenucanmii Ha CH++ 3a J0MOMOroro
Habopy iHcTpymeHTIB wxWidgets, sikuif, 3a cmoBamu CyiHi, OyB «HaMKpalum
JOCTYITHUM» Ha Tol yac. Epic BukopuctoByBaB ¢i3uunuii pyuiit Karma, croponse
nporpamHe 3a0e3nedeHHs Big OpurTaHcbkoi ctyaii Math Engine, mo0 ynpaisitu
GI3BUYHUM MOJIETTIOBAaHHSM, TaKUM SIK 3ITKHEHHsS TpaBiiB y ragdoll Tta moBinpHa
nuHamika tBepaoro Tina. 3 Unreal Tournament 2004 OyB ycHimHO peasi3oBaHUN



irpoBHil mporec Ha 0a31 aBTOMOO1TIB, 110 JO3BOJIMIIO IIMPOKOMACIITaOHI OUTBH.
Xouga Unreal Tournament 2003 miaTpuMyBaB ¢i3UKy TPpaHCIIOPTHUX 3aC001B uepes
pyunit Karma, ik mpoJieMOHCTpyBajia TECTOBA KapTa 3 «HACHIX CKOHCTPYHOBaHUM
TPAHCIIOPTHUM 3aCO00M», JIUIIE MICIS TOro, Ik Psyonix cTBOpuMB MoaM]iKaIlio
6azoBoro koay Epic, rpa oTpumaia MOBHICTIO 3aKOJ0BaHI TPAHCIOPTHI 3aco0Wu.
Bpaxxenuit ixaimMu 3ycuiuisiMu, Epic BUPIIIMB BKJIIOYUTH HOTO y CBOI'O HACTYITHUKA
K HOBUU PeXuM TpH mija Ha3Boro Onslaught, HaitusBImM Psyonix sik migpsiiHUKA.
Psyonix mi3Hime po3poouts Rocket League, nepm Hixk Oytu npunbdanum Epic y
2019 pomi. CnemianizoBana Bepcis UE2 mig Hazporo UE2X Oyna po3pobieHa ais
Unreal Championship 2: The Liandri Conflict Ha opurinanbHiii maatgopmi Xbox 3
ONTHUMI3aIIEI0, XapaKTepHOIO sl i€l koHcomi. Y Oepe3ni 2011 poky Ubisoft
Montreal moBimomuna, mo UE2 ycmimuo npamioe Ha Nintendo 3DS uepe3 Tom
Clancy's Splinter Cell 3D. «3DS € notyxHuM, i MU MOkeMoO 3amyctutd Unreal
Engine Ha 1iif KOHCO1, IO € JOCUThH BPAXKAIOYUM JIJIs1 MOPTATUBHOI MalvHu, 1 3D
HE BIUIMBAE HA MPOIYKTUBHICTH (3aBASIKM MOIM JTUBOBHUKHUM IPOrpaMicTam)y», —
ckazanu B Ubisoft.

Puc. 2.2.2 — Ckpinmot rpu Killing Floor,

po3pobienoi va Unreal Engine 2

Ckpinmotu Unreal Engine 3 Oynu npencrasieni B qunHi 2004 poky, Koiau
pyuii yxe po3pobssaBcs noHaa 18 wmicsauiB. Bin OyB 3acHOBaHMI Ha mepiIOMY
MIOKOJTIHHI, ajie MICTHB HOB1 (pyHKII1. « OCHOBHI apXITEKTypHI PIlICHHs, sIKI 0a4aTh
POrpamicTi 00’ €KTHO-OPIEHTOBAHOTO IU3AIHY, IMiIX1]] J0 HATUCAHHS CIICHAPIiB Ha
OCHOBI JaHUX 1 IOCUTh MOIYJIbHUHM MiAX1d 0 MiJCUCTEM BCE IIE 3aJUIIAIOThCSA [3
Unreal Engine 1]. Ane yacTuHu pH, sIKi JIACHO MMOMITHI JiJIsl TEUMEPIB — peHAEpeED,



¢di3uyHa cucTeMa, 3BYKOBa CHCTEMa Ta IHCTPYMEHTH — BCE MOMITHO HOBE 1 3HAYHO
noTyxHimey, — ckazas Cyini. Ha Bigminy Big Unreal Engine 2, Unreal Engine 3 OyB
pO3pOo0JIeHUH AJ11 BUKOPUCTAHHS TIEpeBar MOBHICTIO MPOrPaMOBAHOI0 00JIaTHAHHS
nieiepiB. Yci po3paxyHKy OCBITJIICHHS Ta TiHi Oynu 3po0JieH] Ha MiKCelb, a He Ha
BepimnHy. [1{o crocyerbes Bizyamizanii, Unreal Engine 3 3a0e3neuuB miaATpUMKY
peHjiepepa BHCOKOTO JMHAMIYHOIO Jiama3oHy 3 KOpPEeKTHUM Tramma. [leprmmu
irpamu, BunymeHumu 3 BukopuctanusaMm Unreal Engine 3, 6ynu Gears of War s
Xbox 360 1 RoboBlitz s Windows, obunsi Oynu BurmyiieHi 7 aucromnanga 2006
poky. Cnouatky Unreal Engine 3 miarpumysaB mnumie muiatdgopmu Windows,
PlayStation 3 1 Xbox 360, Toxi sik 10S (Brmepiiie mpoAeMOHCTPOBAHO 32 JIOITOMOTOIO0
Epic Citadel) 1 Android Oymu noaani mizuime B 2010 pori, npudomy Infinity Blade
ctaB nepmioro Ha3zBoro st 10S, a Dungeon Defenders — meprmoro mist Android. ¥V
2011 pomi Oysno orosomieHo, 1o pymiid miarpumyBatume Adobe Flash Player 11
yepe3 API-intepdeiicu 3 anapatHuM npuckopeHHsaMm Stage 3D 1 1o
BUKOpPUCTOBY€EThCS B ABOX irpax Wil U, Batman: Arkham City 1 Aliens: Colonial
Marines. Y 2013 pomi Epic 06'ennanacs 3 Mozilla, mo6 BuBectu Unreal Engine 3 B
[HTEpHET; BUKOPUCTOBYIOUM MIiAMOBY asm.js 1 KoMmmuaTop Emscripten, BoHU
3MOIJIM MOPTYBaTH PyLIid 3a 4otupu AHI. IIpoTsroMm ycporo TepmMmiHy iCHyBaHHS
UE3 Gynu BKIIIOUYEH] 3HAUH1 OHOBJICHHS, BKJIFOUAIOUX OKPAIEHE Cepe0BULIE, L0
pYWHY€TbCA, JMHAMIKy M’ SKOIO TUla, CHMYJSILIIO BEJIUMKOIO  HATOBILY,
dbynkuionansHicTh 10S, iHTerpamito Steamworks, rio0anbHe pIMICHHS IS
OCBITJICHHSI B peaibHOMY 4aci Ta ctepeockoniuynuii 3D Ha Xbox 360 uepe3 TriOviz
for Games Technology. Ilintpumka DirectX 11 Oyma mpomeMoHCTpoBaHa 3
JIEMOHCTpaIli€r0 Samaritan, sika OyJia mpeacTaBieHa Ha KOHEpeHIii po3poOHUKIB
irop y 2011 pomi ta crBopena Epic Games y TicHomy napTHepctBi 3 Nvidia, 3
1HKEHepaMu, IO MPaIOTh MO BCiM KpaiHi, mo0 migHATH Tpadiky B pexuMi
peanbHOro yacy Ha HOBHM piBeHb. Xoua Unreal Engine 3 OyB 1OCUThH BIIKpUTUM
JUISL MOJJIEPIB, MOXJIMBICTh MyOJIKyBaTM Ta MpOJaBaTH IrpH, IO O3HAYAIU
Bukopuctanusa UE3, 6yna oomexxena minen3isimu aemwkka. OgHak y sucronazi 2009
poky Epic Bumyctuna 6e3komtoBHy Bepcito SDK UE3, sika HazuBaeThcs Unreal
Development Kit (UDK), sika qoctymHa amst mupokoi myosiku. Y rpyani 2010 poky
KOMIUIEKT OYyJIO OHOBJICHO, 1100 BKJIIOUUTHU MIATPUMKY CTBOPEHHS irop 1 mporpam
st 10S. CymicHicts 3 OS X 3’ aBuinacs y BepecHi 2011 poky.
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Puc. 2.2.3 — CkpiHmor 3 gemo Samaritan, sskoro npesentysaiu Unreal
Engine 3

VY cepnni 2005 poxy Mapk Peitn, Bine-npesunent Epic Games, moBijoMUB,
mo Unreal Engine 4 po3poOisBcs mpoTsirom ABOX pokiB. "Jlrogu mporo He
YCBIJIOMJIIOIOTH, aJieé MU Bke JBa poku B po3podii Unreal Engine 4. Ile 3Buuaiino,
y HBOTO III€ HeMa€ TTOBHOT KOMaH/IH, 11 JIUIIIE OJWH XJIOMEIb, 1 BH, HATIEBHO, MOXKETE
3morajaTucs, XTo 1eu xiyornens'", - ckazaB BiH C&VG. Buctynarouu B iHTEpB'IO Ha
nouatky 2008 poky, CyiHi 3asiBUB, 110 BiH OYB, 10 CyTi, €IUHOIO JIFOJUHOIO, SKa
mpaioBajga HajJ pylIieM, Xo4ya BiH MiATBEPJAUB, IO WOTro BT JOCIIKEHb 1
PO3pO0OK TIOYHE PO3IMIMPIOBATUCS I3HINIE TOTO XK POKY, PO3POOJISIOUHN PYIIiid
napainenbHo 3 3ycrwuiaMu koManau UE3. . ¥V mortomy 2012 poky Peiin ckazas, 1110
«ToI1d OyIyTh IIOKOBAHI Mi3HIIIE IOTO POKY, kKoju nobdayats Unreal Engine 4»;
Epic npencraBmia UE4 oOmexeHIN KUIBKOCTI YYaCHUKIB Ha KOHGEpeHIll
po3poOHuKiB irop y 2012 por, a Bigeo pyiis, SKe IEMOHCTPYE TEXHIUHUM
XynoxXHUK AnaH Bimnmapn, Oyno omnyOmikoBaHo 7 uyepBHs 2012 poky Ha
GameTrailers TV. Onnieto 3 rojoBHUX GYHKIIN, 3amnanoBanux st UE4, Oyio
rJI00aJIbHE OCBITJICHHS B PEXHMI PEaJIbHOIO 4acy 3a JIONOMOTOI0 TpacyBaHHS
BOKCEJIbHUX KOHYCIB, III0 BUKJIFOYAE TIOTIEPETHBO 00UnciieHe ocBiTIeHH. OaHaK 115
dbyukiis, ska HazuBaeTbest Sparse Voxel Octree Global Illumination (SVOGI) 1
poJeMOHCTpoBaHa B JeMoHcTpauii Elemental, Oyma 3amiHeHa moaiOHuUM, aje
MEHII JIOPOTHM aJITOPUTMOM depe3 mpodiemu 3 mpoaykTtuBHicTio. UE4 Takox
BKJIIOYA€ HOBY CHCTEMY Bi3yanbHHUX clieHapiiB "Blueprints" (Hactynmnuk "Kismet"
UE23), sika 103B0JIsIE IIBUKO PO3BUBATH ITPOBY JIOTIKY 0€3 BUKOPUCTAHHSI KOJTY, IO
OPU3BOAUTH JI0 3MEHINEHHS PO3PUBY MIXK TEXHIYHUMHU XYJOKHHUKAMH,
nu3aiiHepaMu Ta mnporpamictamu. 19 Oepesns 2014 poxy Ha koH(pepeHuli



po3poonukiB irop (GDC) Epic Games Bunyctuna Unreal Engine 4 uepe3 HOBY
MOJIeb JIIEH3yBaHHSA. 3a MIOMICSYHY MiANUCKy BapTicTio 19 momapis CHIA
PO3pPOOHUKH OTpUMAIIU JOCTYII 10 MOBHOI BEPCIi PyIIis, BKIIOYAIOUH BUXITHUN KO
C++, sxuit moxkHa Oyno 3aBanTaxkutu yepe3 GitHub. Ha Oynp-skuii Bumymenuit
IPOJIYKT HapaxoByBajocs 5% posuiTi Bin BajioBoro poxony. Ilepmioro rpoto,
unynieHoto Ha Unreal Engine 4, 6yna Daylight, po3po0nena 3 paHHiM J0CTyIIOM
no pymis 1 BumymeHna 29 xBitHa 2014 poky. 4 Bepecus 2014 poky Epic
6e3komToBHO Bunyctuia Unreal Engine 4 17151 K11 Ta YHIBEPCUTETIB, BKIIOYAIOUU
ocoOMCTI Komii Al CTYNEHTIB, SKI HAaBYAIOTHCS B aKPEIUTOBAHMUX MpPOrpaMax
pO3pOOKH Bizeoirop, iHPOPMATHUKH, MUCTEITBA, apPXITEKTYpPH, MOJCITIOBAHHS Ta
Bizyamzanii. Epic Binkpuna Unreal Engine Marketplace nns mpunbanHs irpoBHX
acetiB. 19 motoro 2015 poky Epic 3anyctuna Unreal Dev Grants, ¢hoHI po3BUTKY
B 5 MUIBIOHIB 1071apiB, SKUWA Ma€ Ha MET1 HaJlaBaTH TPAHTH JIJI1 TBOPUUX ITPOEKTIB,
k1 BukopuctoBytoTh Unreal Engine 4. Y 6epe3ni 2015 poxy Epic Bunyctuna Unreal
Engine 4 pasom 3 yciMa MailOyTHIMH OHOBJICHHSIMH OC3KOIITOBHO JIJIS BCIX
kopuctyBauiB. Hatomicts Epic BctanoBHIIa BUOIpKOBUH rpadik posuITi, BAMAraoun
5% noxomay 3a MPOAYKTH, Kl IpuHOCATh Ou1bIe 3000 nonapiB Ha kBapTan. CyiHi
3asIBUB, 1110, KOJIM BOHU MEPEUIIUTH Ha MOIENb TiAMUCKH B 2014 poiri, BUKOpUCTAaHHS
Unreal 3pocio B 10 pa3iB 1 3aB/siku 6araTboM MEHIIIMM PO3POOHUKAM, 1 BBaXKaB, 10
3aBJSIKA L1l HOBIA CX€MI I[IHOYTBOPEHHS BOHHM OyJIyThb BHUKOPHUCTOBYBATH IIE
outbmie. Hamararounces 3amyuutu po3poOnukiB Unreal Engine, Oculus VR
orosiocuna B *0BTHI 2016 poky, 110 crutauyBaTuMe roHopap 3a Bcl irpu Oculus Rift
Ha 0a3i Unreal, omy0:1ikoBaHi B IXHbOMY MarasuHi, 10 IEPIIUX 5 MUTbHOHIB J0JapiB
BaJIOBOTO J10X0Ay 3a rpy. [1[o0 miaroryBaTucs 10 BUITYCKY CBOTO O€3KOIITOBHOTO
pexumy Battle Royale y Fortnite y Bepecni 2017 poxky, Epic noBenocst BHeCTH psi
moaudikamiit Unreal Engine, siki gormomMoriiu oMy oOpoOJISATH BEIUKY KUIBKICTh
(zo 100) miakiIOYEeHb 110 OJHOTO cepBepa. 30epiraloyd BUCOKY MPOIMYCKHY
3JIaTHICTb 1 MOKPAIYIOUX BIATBOPEHHS BEIMKOTO BIAKPUTOIO irpoBOro cBity. Epic
3asiBUJIa, 110 BKJIFOYATHME 111 3MiHU B MaiiOyTH1 oHoBieHHsa Unreal Engine. Ilicns
BikputTa Epic Games Store y rpyani 2018 poky, Epic He ctaryBatume 5% komicii
3 irop, K1 BUKOPUCTOBYIOTh ABMKOK Unreal Engine 1 Bunymieni uyepe3 Epic Games
Stores, mOrauMHAKOUM L0 BapTICTh K YacTHHY 0a30Boi 12% 3HMKKH, SIKY OTPUMYE
Epic. Ha nokpurtd iHmux Butpart. [lounnatouu 3 13 tpaBus 2020 p. 1 peTpOaKTUBHO
10 1 ciunst 2020 p., cyma 3BUTbHEHHS BiJ] posiiTi 301mbmryeThes 10 1 000 000 qomapin
CIIIA BasIoBOTO IOXOAY MPOTATOM YChOTO JKUTTS ITPOEKTY.



Puc. 2.2.4 — CkpiHIIOT 3 AEMO, SIKUM

npe3entyBanu Unreal Engine 4

Unreal Engine 5 OyB npencrasinenuid 13 tpaBus 2020 poky, BiH HIATPUMYE
BC1 ICHYIOY1 CUCTEMHU, BKIIFOUAIOUM KOHCOJI1 HacTynmHOro nmokosiHHs PlayStation 5 i
Xbox Series X/S. Po6oTu Haj pyliieM modaaucs MpuOIN3HO 3a ABa POKU 10 HOTO
aHoHCcy. BiH OyB BumylleHuUd y paHHbOMY Joctymi 26 tpaBHs 2021 poky Ta
odimiiHo 3amymieHuit ajas po3poOHUKIB 5 kBiTHS 2022 poky. OnHi€0 3 HOTO
OCHOBHMX ocoOsmBocTed € Nanite, pyIii, ikl J03BOJIsI€ IMIIOPTYBaTH B irpu
BHUCOKOJICTATI30BaHUN  BUXigHuUi  ¢oTorpadiuamii  marepian. Texuosoris
BipTyaiizoBaHoi reomeTpii Nanite qo3Bossie Epic ckopucTtaTucst nepeBaraMu CBOTO
MuHyJioro npuadands Quixel, HalO1IbIION Yy CBITI 010710TEeKH (PoTOrpamMmeTpii 3
2019 poky. Metoro Unreal Engine 5 Oyyiio MakCUMabHO MOJIETIITUTH PO3POOHUKAM
CTBOPEHHSI JE€TAIbHUX ITPOBUX CBITIB 0€3 HEOOXITHOCTI BUTpAayaTH 3ailBUi yac Ha
CTBOPEHHSI HOBUX JI€TAJI30BAHMUX aceTiB. Nanite MOXe IMIOPTYBaTH Mailke Oy/ib-
SKe 1HIIIe TPUBUMIPHE MPEACTABICHHS 00 €KTIB 1 CepeOBHII, BKIIOUAOYA MOJIEII
ZBrush 1 CAD, 1m0 103B0Jisi€e BAKOPUCTOBYBATH ACETH 3 SAKICTIO KIHOBUPOOHHUIITBA.
Nanite aBromatuyHo o0poOmsie piBHI getam3arii (LOD) mux iMmopToBaHUX
00’€KTiB, IO BIJMOBIIAIOTH IIJILOBIM IIaTGOPMI Ta BIIJAJICHHIO MaJFOBAaHHSI —
3aBJIaHHs, K€ B iHIIIOMY BUIIAJKy XYI0KHUK MaB OW BUKOHAaTH. Lumen — 111e o1uH
KOMIIOHCHT, OIMCAaHUN SK «IOBHICTIO JWHAMIYHE TJIOOAdbHE PIIIEHHS IS
OCBITJIEHHSI, SIKE€ HETAlfHO pearye Ha 3MiHHU CIICHH Ta OCBiTIeHHs». Lumen ycyBae
noTpedy XyI0KHUKAM 1 po3pOOHUKAM CTBOPIOBATH KapTy CBITJIA IS IEBHOI CIICHH,
ajle HaTOMICTh OOYMCIIOE BIJOOpa)kKeHHS CBITJa 1 TiHI HA JIbOTY, TAKUM YHHOM
JIO3BOJISIIOYM B PEXHUMI PEaNbHOrO 4Yacy IMOBENIHKY JyKepen cBitTia. BipTyasbHi
KapTH TiIHEW — I11€ OJIMH KOMTIOHEHT, noganuii B Unreal Engine 5, sxuii onucyeThest



K «HOBUH METOJl BITOOpaXeHHS TiHEH, [0 BUKOPUCTOBYETHCS ISl 3a0€3MeUeHHs
MOCJTIIOBHOTO 3aTIHIOBAHHS 3 BHCOKOI PO3AUIHHOIO 3/IaTHICTIO, SIKE TPAIOE 3
00’€KTaMU SKOCTI IUIIBKM Ta BEJIUKUMHU, TUHAMIYHO OCBITICHUMH BIIKPUTHMHU
cBiTaMu». BipTyanbHi KapTH TiHEW BiAPI3HAIOTHCA BiJ 3BHUAWHOI peamizaiii KapT
TIHEH HaJ3BMYAHO BHCOKOIO PO3/IJIBLHOIO 3AaTHICTIO, OUTBII JACTaIbHUMH TIHAMU
Ta BIJICYTHICTIO TIHEH, IO 3’SIBISIOTHCSA 1 BUXOJATH, 110 MOKHA 3HAUTHU B O1IBII
MONMMPEHIA TEXHIIIl KapT TiHEW uepe3 Kackaau TiHe. J[omaTkoBi KOMIIOHEHTH
BKJIIOYalOTh Niagara NI TUHAMIiKM piiHU 1 yacTUHOK 1 Chaos s ¢izugHOrO
pyurisi. 3 MOTEHLIWHO NECATKAMHU MIJBSP/IB MOJNITOHIB, MPUCYTHIMUA HA OJHOMY
ekpani 3 po3aiapHOIO 31aTHICTIO 4K, Epic Takox po3pobuna Unreal Engine 5, mo6
CKOPHCTATHUCS TepeBaraMu MaiOyTHIX PIIIEHb BUCOKOIIBUJKICHOTO 30epiraHHs
JaHUX 3  KOHCOJBHHMM  OOJIaIHAaHHSAM  HACTYITHOTO  TIOKOJIHHS,  SIKE
BUKOPUCTOBYBAaTUME TIO€JIHAHHA OMNEPATHBHOI TMMaM’ATI Ta TBEPAOTLIBHI
HakonuuyBadi. Epic TicHO cniBnpaioBana 3 Sony B ontumizauii Unreal Engine 5
nis PlayStation 5 Ta Hag apxiTekryporo 30epiraHHsa koHcoii. [I[o0
MPOJIEMOHCTPYBATH JIETKICTh CTBOPEHHS JETaI30BAaHOTO CBITY 3 MiHIMAJIbHUMH
3ycuiuisiMH, y TpaBHi 2020 poKy Ha mpe3eHTaiii pyuis Oyjio MpoJIeMOHCTPOBAHO
JeMOHcTpaliro mija Ha3porw «Lumen in the Land of Nanitey, mo mnpamroe Ha
PlayStation 5, sxa Oyla cTBOpeHa MEPEBAXKHO MNUISXOM BUIYUYEHHS PECypCiB 13
010motexu Quixel Ta Bukopucranns Nanite, Lumen ta iHmn komnonenTu Unreal
Engine 5 nns cTBOpeHHs (oTopeanicTUYHOI IeuepH, SKy MOKHa Oyiio 0
nociipkyBatu. Epic mintBepauna, mo Unreal Engine 5 takox Oyjae MOBHICTIO
nigTpumyBaTrcs Ha Xbox Series X, ane mijg yac aHOHCY Oyjia 30CepelkeHa Ha
PlayStation 5 B pe3ynbTati ixHb01 po00TH 3 Sony B nonepeaHi poku. Epic mianye
BUKOpucTOBYBaTh Fortnite sik TectoBui crtenn nans Unreal Engine 5, mo0
MPOJIEMOHCTPYBATH, IO e PyIIid MOXe 3pOoOUTH I IHIYCTpii, 1 Tpa Oyna
BBejieHa 11 BukopuctanHus Unreal Engine 5 y rpyani 2021 poky. Senua's Saga:
Hellblade II Bix Ninja Theory Takox cTaHe OJIHI€IO 3 IEPUIMX ITOP 3 BUKOPUCTAHHSAM
Unreal Engine 5. The Matrix Awakens, mpuB’si3anuii 10 BUIycKky ¢huibmy Martpuris:
Binpomxenns, 0yB po3po6isiennii Epic ayis nonanemoi gemonctpauii Unreal Engine
5 pa3oM 3 IHIIMMHU TEXHOJIOTISIMHU, SIKI BOHU mipuadanu mpotsirom 2020 ta 2021
poKiB, BKItouaroun ix MetaHuman Creator, po3po0ienuii Ta interpoanuii B Unreal
Engine 5 3 texnonorisimu 3Lateral, Cubic Motion i Quixel. JlogatkoBi ¢yHKIIT,
sammanoBani s Unreal Engine 5, Hamxonmare 3aBAskd  Opup0aHHAM 1
naptHepcTBaMm Epic. MetaHuman Creator — 1ie mpoekT, 3aCHOBaHU Ha TEXHOJIOT1]
TphOX Komrianiid, nmpuadanux Epic — 3Lateral, Cubic Motion i Quixel — 106
JTIO3BOJIUTH PO3POOHUKAM IIBUIKO CTBOPIOBATH PEATICTUYHI JIOJCHKI MEPCOHAXKI,
SIKi IIOTIM MOYKHA €KCTIOPTYBaTH 715 BUKOprcTaHHs B Unreal. 3aBasku mapTHEPCTBY
3 Cesium Epic mnmanye 3ampornoHyBaTH OE3KOIITOBHUW IUIATIH ISl HaJaHHS
TPUBUMIPHHUX T€OMPOCTOPOBUX JaHUX AJid kopuctyBadiB Unreal, 1o 103BOJIUTH iM
BIATBOPUTH Oy/Ib-Ky 4YacTHUHY HAHECEHOI Ha KapTy mnoBepxHi 3emii. Epic



Bkimouarume RealityCapture, npoaykT, sikuii BoHa npuadana 3aBasky Npyua0aHHIO
Capturing Reality, ska Moxe ctBoproBatd 3D-moxeni Oyab-siKOTo 00’€KTa 3
KoJekuii gororpadiii, 3po0IeHUX 3 PI3HUX PAKYPCIB, a TAKOXK Pi3HI IHCTPYMEHTH
IPOMIXKHOTO IPOrpaMHOTo 3a0e3nedeHHs, 3anpononosani Epic Game Tools. Unreal
Engine 5 30epexe mNOTOYHY MOJAEIb pOSUITI, MOpU IBOMY PO3POOHUKH
noBepTatuMyTh 5% BajoBoro goxoxay Epic Games, xoua 1 miara 3Hs1Ta A7 THX,
XTO BHITycKae cBoi irpu B Epic Games Store. Kpim Toro, Epic oronocumna pasom i3
Unreal Engine 5, mo BOHM HE OTpUMalOTh >KOJIHOI IUIATH 3 1rop, SKI
BUKOPHUCTOBYIOTh Oyab-aKy Bepcito Unreal Engine 3a mepiimii BamoBuil noxin y
po3mipi 1 minbitona nqonapiB CHIA, sikuit mae 38B0poTHY cuity 10 1 ciuns 2020 poky.
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Puc. 2.2.5 — Ckpinmot 3 nemo The Matrix Awakens,

pospobutena Ha Unreal Engine 5

UnrealScript (wacto ckopoueHo g0 UScript) Oysa HATUBHOIO MOBOIO
cuenapiiB Unreal Engine, sika BUKOpHCTOBYBaJIacs 11l CTBOPEHHS IrPOBOTO KOy Ta
irpoBux nojaii ao Bumycky Unreal Engine 4. Lls moBa Oyna po3pobiena s
IPOCTOrO MPOrpaMyBaHHs irop Bucokoro piBHA. IHTeprperarop UnrealScript 6yB
3anporpamoBanuil CyiHi, KUl TaKOX CTBOPHUB IOMNEPEIHIO MOBY CIIEHApIiB AJis
rpu, ZZT-00p. [logiono no Java, UnrealScript OyB 00’€KkTHO-Opi€HTOBaHUM 0O€3
MHOKHHHOTO YCHaJKyBaHHs (yCl KJIacH yCHaJIKOBYIOTbCS BiJl 3arajlbHOTO Kjacy
Object), a xiacu Oynu BU3HAYEHI B OKpemux ¢aiiax, Ha3BaHUX BIJMOBIIHO 0
KJIacy, Ik BOHM BU3Hau4aoTh. Ha BigMminy Bix Java, UnrealScript He MaB 0OropTok
JUIs IpUMITUBHUX TUIiB. [HTepdelicn miarpumyBanucs auie B Unreal Engine 3 ta



kinbkox irpax Ha Unreal Engine 2. UnrealScript miaTpumye mnepeBaHTaKEHHS
orepaTopiB, ajie HE MEPEBAHTAXEHHS METOMIB, 3a BHHATKOM HEOOOB’SI3KOBUX
napameTtpiB. Ha koHdepeniii po3pooHukiB irop y 2012 pori Epic oronocuna, mo
UnrealScript 6yne Buganeno 3 Unreal Engine 4 na kopucts C++. BizyanbHi ciienapii
NIATPUMYBaTUMYThcsl  cuctemMoro  Visual — Scripting  Blueprints, 3aminoro
nonepeaHb01 CUCTeMH Bi3yallbHUX clieHapliB Kismet. Verse — 1e HoBa MoBa
cuenapiiB anst Unreal Engine, sika, sixk odikyeThbesi, Oyae BumyieHa y 2022 pori ta
peanizoBana y Fortnite. Caiimon Ileitton J[>koHC, BiIOMUI CBOIM BHECKOM Y MOBY
nporpamyBanHs Haskell, OyB naitastuii Epic Games y rpyani 2021 poky sk
1H)KeHEepHUI CriBpOOITHUK 7151 poOOTH HaJ Verse.

Unreal Engine 3Haif1110B 3aCTOCYBaHHS Y CTBOPEHHI (1JIbMIB JIJIsl CTBOPEHHS
BIpTyaJIbHUX JIEKOPAIliil, sIKI MOXKYTbh BIJICTEKYBAaTH PyX KaMepy HABKOJIO aKTOPIB 1
00’€KTIB 1 BiJIOOpa)KaTUCS B PEKMMI PEaJTbHOTO Yacy Ha BEJIMKUX CBITIIOMIOTHUX
€KpaHax 1 cuctemMax arMocepHoro ocBitieHHs. Lle 103Boisie CTBOPIOBATH KaJpH B
peaslbHOMY 4aci, HerailHe pefaryBaHHS BIpTyaJIbHUX JEKOpauliid 3a morpedu, a
TaKOK MOJKJIMBICTh 3HIMATH KIJIbKa CLEH 32 KOPOTKUH MEPI0J], MPOCTO 3MIHIOIOYN
BIpTyaJIbHHUI CBIT 3a akTOpamu. bysio BU3HAHO, 10 3araJiIbHU 30BHIIIHIN BUTIISA
BUTJISIAA€ OUTBII IPUPOAHUM, HIXK TUMOBI epextu xpomakes. Cepell MOCTaHOBOK 3
BUKOPUCTAHHAM LMX TEXHOJOrikd Oymu Ttenecepiann «Manganopenps» 1 «CBIT
3axomy». Jxkon @aBpo Tta miapo3min Industrial Light & Magic Lucasfilm
npaioBanu 3 Epic Hag po3poOkoro texHosorii StageCraft ns «Manganopus» Ha
OCHOBI MMOAIOHOTO MIIX0NY, sikuii @aBpo BukopuctoByBaB y «Kopomi JleBi». [Totim
daBpo MOIITMBCS UM TEXHOJOTTYHHUM ITiax00M 3 J[>konaranoMm Homanowm 1 Jlizoro
Jxoit, mpomrocepamu Westworld. V 1oy Bxke po3risganocs BHUKOPUCTAHHS
BIpTyaJIbHUX HAOOpiB paHiiie 1 OyJI0 CTBOPEHO AESKI TEXHOJIOTIi, aje B TPETbOMY
ce3oHi iHTerpoBano Bukopucranas Unreal Engine, sik 1 B StageCraft. Orca Studios,
ICIaHChKa KOMIIaHisl, criBhpaitoe 3 Epic Hax CTBOPEHHSM KIUIbKOX CTYAIM IS
BIpTyaJIbHUX 3HOMOK, oAioHuX 1m0 miaxomy StageCraft 3 Unreal Engine, o Hanae
BIpTyallbHI Jekopailii, ocodnuBo mia yac nangemii COVID-19, ska obmexyBaia
nogopoxi. Y ciuni 2021 poky Deadline Hollywood oromocuB, mo Epic
BUKOPUCTOBYE dYacTHHY cBOix Epic MegaGrants, mo0 Bmepiie MiATpUMaTu
NOBHOMETPAXKHUK aHIMaliHui QunbMm  «['inbramenn», skuil OyAe TOBHICTIO
BumymeHo B Unreal Engine animariitnumu ctynismu Hook Up, DuermeVela ta
FilmSharks. ¥V pamkax posmupennss MegaGrants Epic Takox npodinancysana 45
JOIAaTKOBUX TPOEKTiB mnpuOmm3Ho 3 2020 poxy st CTBOpeHHS (UIBMIB 1
KopoTtkoMmeTpaxxuux (inpmiB Ha Unreal Engine.



2.3. Cucrema BizyaibHoro ckpuntunry Blueprint

Cucrema Visual Scripting Blueprint B Unreal Engine — 11¢ moBHa cuctema
CIICHapiiB ITPOBOTO MPOLIECY, 3aCHOBAaHA Ha KOHIICMIIi BUKOPUCTAHHS 1HTEpdeicy
Ha OCHOBI BY3JIIB JIJIsI CTBOPEHHS €JIeMEeHTIB irpoBoro mnpoiecy 3 Unreal Editor. Sk
1 B 6araTb0X MOMIMPEHUX MOBaX CIIEHAPIiB, BIH BUKOPUCTOBYETHCS JIJIsi BU3HAUYCHHSI
00’extHO-OpieHTOBaHUX (OO) kiaciB abo o00’ekTiB y MexaHi3Mmi. Komu Bu
BukopucroByere UE4, B yacto nmomitute, 1o 00’ €KTH, BUZHAYEHI 32 JIOTIOMOTOI0
Blueprint, y po3moBHiii MOBiI Ha3uBawThca mpocto «Kpecnenus». L{s cucrema
HA/J3BUYAHO THyYKa Ta MOTY>XKHA, OCKUIbKM HaJae MOXJIMBICTh Au3aiiHEpam
BUKOPUCTOBYBAaTH TMPAKTUYHO BECh CIEKTP KOHLEMIIM Ta 1HCTPYMEHTIB, SKI
3a3BUYall JIOCTYMHI Jjuimie mporpamictam. KpiMm Toro, creriagbHa pO3MiTKa
Blueprint, noctynna B peanizanii Unreal Engine na C++, go3Bosisie mporpamictam
CTBOpPIOBATH 0a30Bl1 CHCTEMH, SIKI MOXYThb OyTH pO3LIMpPEHI nu3aiiHepamu. Yu
o3Hayvae 1e, mo Blueprint € 3aminoro UnrealScript? Tax i Hi. IrpoBe nporpamyBaHHs
Ta Bce, JUIs 4oro BuUkopuctoByBaBcs UnrealScript B MUHYJIOMy, BCE II€ MOYXHA
oOpobuisiT 3a nonomororw koay Ha C++. ¥V Toit xe yac, xoua Blueprints He
npu3HayeHi sk 3amiHa UnrealScript, BOHU ciTy>kaTh 0araTbOM 3 THX K€ IIJICH, K1
BukoHyBaB UnrealScript, Hanpukiaz:

e PozmupenHs kiacis
e 30epiranHs Ta 3MiHa BJIACTUBOCTEH 32 3aMOBUYBaHHSIM
o KepyBaHHs ek3eMIUIIpOM Mig00’ €KTa (HaAMpUKIad, KOMIOHEHTIB) JIJIsl KJIaciB

OuikyeTbcsi, MO0 TPOTPaMICTH ITPOBOTO MPOIECY CTBOPSATH 0a30B1 Kjacu, SKi
HAJaI0Th KOPUCHUN HAO1p (YHKIIIN 1 BIACTUBOCTEH, K1 MOKYTh BUKOPHUCTOBYBATH
Ta PO3LIMPIOBATH OJIyNPIHTH, CTBOPEHI 3 IIUX 0a30BUX KJaciB. BiiynpiHTH MOXYTh
OyTM OJHHMM 13 KUIBKOX THIIIB, KOXEH 13 SKHX Ma€ BIIacHEe crenudiuae
BUKOPUCTAHHS BIJ] CTBOPEHHS HOBUX THIIIB JO TMOJAINA pIBHA CIIEHApiiB [0
BU3HAYECHHS 1HTEpQeiciB ad0 MakpoOCiB, 5Kl OyyTh BUKOPUCTOBYBATHUCS 1HIIMMHU
OJynpiHTaMH.

Kuac Blueprint, sikuii yacto ckopouyethcsi sik Blueprint, € acetom, sxuit
JI03BOJISIE  PO3POOHUKAM BMICTY JIETKO J10AaBaTH (DYHKIIIOHAIbHI MOXKJIUBOCTI
MOBEPX ICHYIOYMX IMpOBHUX KiaciB. biaynpiHTu cTBOproioThesl BcepeauHi Unreal
Editor Bi3yanpHO, a HE MUISIXOM BBEJIEHHS KOMY, 1 30€pIiratoThCs SIK aceTH B MaKeTI
KOHTEHTY. BOHH, MO CyTi, BUBHA4YalOTh HOBUH Kj1ac a00 THUIl aKTOpa, SIKUM MOTIM
MO>KHA TIOMICTUTH Ha PiBEHb SIK €K3EMILISAPH, SIKI BEIyTh ceOe K Oyab-SKHUM 1HIINN
THUII aKTOpa.

Blueprint, mo micTuth gume aani, — 1e kimac Blueprint, skuii MicTUTB
jutie koxa (y BUTJIsiAl TpadikiB By3JiB), 3MiHHI Ta KOMIIOHEHTH, yCIaJAKOBaHI Bij
Horo 0aThKIBCHKOTO €JIeMeHTa. BOHM JT03BOJISAIOTH HAJIAMITOBYBAaTH Ta 3MIHIOBATH
Il YCIaJKOBaHI BJIACTUBOCTI, ajie HE MOYKHA JI0JIaBaTH HOBI eJeMeHTH. BoHu, 1o



CyTi, € 3aMiHOI0 apXETHMIB 1 MOXYTh BUKOPHUCTOBYBATHCS, I100 JA03BOJUTH
TU3aifHepaM HaJaIlTOBYBAaTH BJIACTUBOCTI a00 BCTAaHOBIIOBATH €JIEMEHTH 3
BapiamisiMu. Blueprint, mo MICTUTh Wil AaHl, PelaryeTbCs B KOMIIAKTHOMY
pETaKTOpi BIACTHBOCTEH, ajie TaKOXX MOXKE OYyTH «IEpEeTBOPEHUI» Ha IOBHI
KPECJICHHSI NUIAXOM IPOCTOTO IOJIaBaHHSA KOy, 3MIHHUX a00 KOMITOHEHTIB 3a
JIOTIOMOTOF0 TIOBHOTO penakTopa Blueprint.

Blueprint piBas — e cnemiamizoBanuii tun Blueprint, skuii gie sk
rio6aneHui rpadik Mol Ha piBHI BChOTo piBHs. KOokKeH piBeHb y BalloMy MPOEKTI
Ma€ CBil BIACHUU ONMYMPIHT PiBHA, CTBOPCHH 3a 3aMOBYYBaHHSM, SKHUH MOXKHA
penarysatu B penaktopi Unreal, ojHak HOB1 OJIyIIpIHTH PIBHS HE MOXKHA CTBOPUTH
yepe3 inTepderic pexakropa. [1ofii, Mo CTOCYIOTHCS PIBHS B IIJIOMY, 200 OKPEMHX
CK3EMIUISIPIB  AKTOpPIB y Me¥XKax pIiBHA, BUKOPUCTOBYIOTHCS JJIsi 3aIlyCKy
MOCJIIJIOBHOCTEN i y ¢opMi BUKIUKIB (QYHKIIA abo omepaiiil KepyBaHHS
notokoM. T1, xto 3Haliomuii 3 Unreal Engine 3, noBuHH1 OyTH 100pe 3Haii0M1 3 L1€10
KOHIIETIII€10, OCKUJIBKM BOHA JyXe cxoka Ha Te, sik Kismet mpaitoBaB y Unreal
Engine 3. baympiHtu piBHS TakoXk 3a0e3MevylOTh MEXaHi3M KOHTPOJIIO JIIs
MOTOKOBOI Iepesaydi piBHS Ta CEKBEHCOpPA, a TAKOXK JJIS MPUB’A3yBaHHS MOJIN 110
aKTOPIB, PO3MIIIIEHUX Ha PIBHI.

InTepdeiic Blueprint — 11e HabGip oHi€T a00 KITBKOX (PYHKIIIN — JIMIIE 1M1,
0e3 peanizallii — K1 MOXHa oAatu 110 iHmuX Blueprint. Byab-axuit 6;1ynpiaT, 10
SAKOr0 10AaHo 1HTep(elic, rapaHTOBaHO MaTUMe 1 (GyHKLIi. DyHKIISIM
iHTepdeiicy MokHa HaJaTH (YHKIIOHATBHI MOKIIUBOCTI B KOKHOMY 3 OJIyIIPIHTIB,
aK1 Woro poxand. Lle, mo cyTi, CX0e Ha KOHIEIIII0 IHTepdeiicy B 3araJbHOMY
porpamyBaHHi, sIKa JJ03BOJIsIE BAKOPUCTOBYBATH JICKUIbKA PI3HUX THIIIB 00’ €KTIB
JUTSI CIIUTBHOTO BUKOPUCTAHHS Ta JIOCTYITY JI0 HUX Yepe3 3arajbHuil iHTepderic.
[IpocTime kaxyuu, inTepdeiicu Blueprint 103BOISAIOTE AUTUTUCS PI3HUMU
KpECJCHHSIMH Ta TIEpe1aBaTH JIaHi OJUH OJTHOMY.

Bib6aiorexa makpociB Blueprint — 11e kKoHTeliHep, SIKUI MICTUTH HAOIP
MakKpocCiB a00 aBTOHOMHUX TpadikiB, K1 MOKHA PO3MICTUTH SIK BY3JIM B THIIIHX
KpecaeHHsAX. BOHM MOXYTh 330113 IMTH Yac, OCKUIBKM BOHU MOXYTh 30€epiratu
3a3BUYail BUKOPUCTOBYBAHI MOCIIIIOBHOCTI BY3J1iB Pa30oM 13 BXOJaMH Ta BUXOJaMU
SIK JIJIs1 BAKOHAHHS, TaK 1 U1 Tiepenadi 1aHnuX. Makpocu BUKOPUCTOBYIOTHCS
CIUJIBHO JJIsI BCIX TpadikiB, Kl MOCUIAIOTHCS HA HUX, aJIe BOHU aBTOMAaTUYHO
po3ropraroThes B rpadiky, sk HIOU BOHU OyJIM 3TOPHYTHUM BY3JIOM IIiJ] 4ac
komnursanii. [e o3nauae, mo 610110Texn MakpociB Blueprint He motpioHo
koMmruToBaTH. OJTHAK 3MIHU JI0O MaKpOCy BioOpaxaroThes Juile B rpadikax, saKi
MOCHJIAIOTHCS Ha 1€l MaKpOC, KOJIU TUTaH, 1[0 MICTHUTH 111 rpadikH,
MEePEKOMITIOETHCS.



Yruaira Blueprint (a6o ckopoueno Blutility) — 1ie Blueprint,
MPU3HAYCHUH JIUIIIE TS PEAKTOPa, SKUH MOKHA BUKOPUCTOBYBATH JIJIS
BUKOHAHHS /i peakTopa ado po3mupeHHs PYHKIIIOHATHHIX MOKIMBOCTEH
penaktopa. Bonu MOXyTh MoKka3yBaTu Mo/ii 6€3 mapamMeTpiB y BUTIISII KHOTIOK B
iHTepdeiici KopucTyBaya Ta MalOTh MOXKIJIMBICTh BUKOHYBATH OY/Ib-sIK1 (PYHKIIIT,
noctynHi s Blueprints, 1 1isiTH Ha TOTOYHUM HaO1p BUOpAHUX aKTOPIB y BIKHI
HEPETIISITY.

OyHkioHanbHICTh Blueprints BU3Ha4a€eThCS 32 JOMOMOTOI0 PI3HUX
CJIEMEHTIB; JAesKi 3 HUX JOCTYITHI 32 3aMOBYYBAHHSM, a 1HIIN MOXHA J0JaBaTH 3a
notpe6u. BoHn Hagar0Th MOKJIMBICTh BU3HAYATH KOMIIOHEHTH, BUKOHYBATH
orepariii iHiIam3alii Ta HaJalTyBaHHs, pearyBaTH Ha MO/ii, OpraHi30ByBaTH Ta
MOJ1yJIbYBaTH Ollepallii, BU3Ha4YaTH BIACTUBOCTI TOLIO.

th M St § W PP . commmm

£ Consincrion Sa

-

Puc. 2.3.1 — Ckpinmot BikHa penaryBanns Blueprint



PO31JI 3. PO3POBKA ITPOI'PAMHOI'O 3ABE3IIEYEHHA

3.1. [lnanyBaHHs pO3pOOKHU MPOEKTY

[Ticns BU3HAYEHHS BUMOT JWIUIOMHOTO TPOEKTY Ta BUOOPY MPOTPAMHUX
3aco0iB, OyB chOpMOBaHUM CIMCOK 3a/1a4, sSIK1 HEOX1JHO peasi3yBaTu:

e 3HaWTH aceTH IS IepCOHaXa Ta PiBHS

e CrtBoputu mpoekt B Unreal Editor 3 Bukopucranusm GppeiiMBOpKy
Paper2D

e IMmopTyBaTH 3HaI/IEH] ACETU Yy MPOEKT

e Po30utu acetu ISl piBHS Ha TailyiManu

e CTBOpHUTHU aHIMAIlii 3 IMIIOPTOBAHHUX ACETIB IMEPCOHAXKA 1 OTOUYECHHS

e CTBOPUTHU KJIaC IEPCOHAXKA

e CTBOpUTHU PIBEHb

e [MruieMeHTyBaTH MOABIMHMIA CTPUOOK AJI NEPCOHAXKA

e Jlonatu pyxomi miatgopMu Ha piBEHb

e Jlonatu BiAIMITOBXYIOUI IIIATHOPMHU

e Jlonatu BOpOriB

e Jlomatu daepbonu

e CTBOpUTHU I'OJIOBHE MEHIO Ta MEHIO Nay3H

e Jlonatu HUD Ha ekpaH rpu

e CTBOpUTH KJIAC JIsl MPEIMETIB KOJICKI[IOHYBaHHSI

e JlomaTu MOHETH Ha PIBEHb

e JlomaTu macTKu Ha PIBEHb

Jlns BiACTe)KyBaHHS BUKOHAHHS 3aJay, BOHM OYJIM JOJaHI Ha JOIIKY B
cuctemi Trello, sxka dYacTo BHUKOPHCTOBYETHCS HEBEIMKUMH KOMAaHJIaMHU
PO3pOOHMKIB JJIsI MOIIOHMX 3a/1a4.



[@ Trello Workspaces ¥  Recent ~  Starred v  Templates v Create

o Board ¥ Migthy Toad progress W DUT & Workspace visible  BY |

Need to do In Progress Done

Boss system Checkpoint System Character movement

+ Add a card

Sounds

+ Add a card Falling trap
Create a level

Ul

Health Points
Cosmetic plants
Main Menu
Pause Menu
Level background
Enemy system

Projectile system

Tiles for level

Moving platforms

Double jump

Rewrite
AMightyToadCharacter:UpdateAnimat
ion()

Jump animaton

Bouncy plants
Coins

Enter a title for this card...

®

Add card [P 4 ses

Puc. 3.1.1. — Ckpinmot nouiku Trello qumioMHOTo mpoexTy



3.2. Ilouartok podotu 3 Unreal Engine
[Ticnst Toro sik HEoOXiIHI aceTu OyJu 3HalIeH1, iX Tpeba Oys0 IMIIOPTYBaTH

y HOBHH mpoekT mpoekT. [Ipu crBopenHi npoekty B Unreal Engine, mporpama nae
BUOpATH, CTBOPUTH a0COIOTHO MYCTHH MPOEKT YU MPOEKT Ha OCHOBI TIPOTOTHUILY.

RECENT PROJECTS

-

FILM / vm_ 2 :

LIVE EVENTS

g BLUEPRINT
ARCHITECTURE -

Aufomﬁn S
PRODUCT DESIGN &
MANUFACTURING

Create Cancel

Puc. 3.2.1 — BikHO CTBOpEHHS HOBOTO ITPOEKTY

BpaxoByrouu, 110 AMIUIOMHUE OpOEKT siBJisie coboro 2D-mnatdhopmep, Oyio
oOpaHO MPOTOTUIT HA OCHOBI (PpeiimBopky Paper2D, o noaano n0 npoeky 6a3oBy
MO/IeJIb NIEPCOHAXKA, TECTOBUM piBEHb Ta 0a30BUH Kiac A 2D-rpu.

2.6 B GH. > A

© View

Puc. 3.2.2 — OcuHosre Bikno Unreal Editor, 3 6a3oBum piBHEM



Jlami 30epexkeHi aceTu OynaM IMIIOPTOBaHI y TMPOEKT Oe3 mpobieMm, 3a

nomoMororo TexHosorii Drag’n’Drop.
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Puc. 3.2.3 — ImnoproBanuii acer 3 6J10kaMu, TOTPIOHUMU TSI TOOYI0BU

piBHs
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Puc. 3.2.4 — BixHo noOy10BH piBHS 3a JOIIOMOTOIO TalJICETIB

3.3. PoboTa 3 kaacamu B Unreal Engine

Bei xmacu B Unreal Engine momiOHo 10 MOBHM mporpamyBaHHs Java
HacmiayroThes Bix OasoBoro kiacy (UObject, y Bumaaky UE). Jlami kmacu
MOJIISIOTECS Ha AKTOpiB Ta KOMIIOHEHTH. AKTOPH — KJTacH, SIKi MOYKHA J0JaTH Ha
piBEHb, & KOMIIOHEHTH — YaCTUHU (PYHKIIOHATY, SIKl JI0JaI0Thcs 10 akTopiB. Kiac
TOJIOBHOTO MePCOHaXy Oyae HacmimyBarucs Big APaperCharacter — kiacy, skuii Mae
KOMIIOHCHTH JUIsl KEPYBAHHS aKTOPOM, KaMepy Ta MOJACIb IS BiOOpakKeHHs Ha
PiBHI.

Object

Actor Actor Component

Pawn GameMode | |Controller| |Scene Component

Character PlayerController | |AlController

Puc. 3.3.1 — bazogi kinacu Unreal Engine



B APaperCharacter sxe peaizoBaHa cucTeMa aHIMaIlil, Ka BKIIIOYAE PEIKUM
CTHOKOI0, Oiry Ta moBopoT. IlepcoHaxk mimaTdopmMepy MOBHHEH BMITH CTpHOATH,
tomy y kmaci AmightyToadCharacter ©OyB mepeBaHTakeHHH  METOJ
UpdateAnimation, mo6 qoaaTH marpuMKy aHiMallii cTproKa.

! Tepcomak .
G pyxaeTbeR? °
|
Hi
- A\ \

BukopicTaTH
- animaiio
CNoKoio

BukopucTaTh

auimauin airy ]

ByE
BUKOHHMF
HoBuil
TPUBOK?

Hi
Hinayist
CTPHBKY

- Tak

_%

OrosHTA
KIMEKICTE:
3anyijeHx

OGHYAMTI
KUILKICTE

aHiMALT CTPHBKY

apa3 rpac’

3anycTuTi Hi
aHIMAUI
CTpuGKy

Y

3anycTHTH
avimayiio

Tax ‘

Kineus

Puc. 3.3.2 — brok-cxema HOBOT'O alTOpUTMy BHOOpPY aHIMAIlil 1Jis
NepCcoHaXa

3.4. Pooora 3 Blueprint

JIJisi CTBOpPEHHSI PyXOMHUX Ta BIAIITOBXYIOUUX IJIATGOpM OYyJI0 BHPIIIEHO
BUKOPHUCTATH CUCTEMY BizyanbHOro ckpuntuary Blueprint. e 103BoOIUTE MIBUAKO
CTBOpUTH  TOTpiOHMIA  irpoBuii  00’ekt  Oe3  BukopuctanHs  C++.

Criouatky crBoproeThest Blueprint-kiac, mo Haciimgyerbest Big Actor, Tak sik
00’€KTH 1ILOTO KJIacy OyayTh pO3TalllOBaHI «Ha cleHi» (BcepeneHi piBHs). o
CTBOPEHOT0 00’ €KTY MOTPIOHO 101aTH HEOOX1AHI KOMIIOHEHTH. Y BUIAJKY PyXOMOT
maTpopMu, e KOMITOHEHT 3ITKHEHHS, IO JO3BOJIUTH TEPCOHAXY CTOSTH Ha
1aTdopMi Ta KOMIIOHEHT KapTUHKH, sika Oyzie BigoOpaxkatu miaTdhopMy Ha piBHI.



+ Add

@ BP_Platform (Self)

q.’,,\;'&’ WL :Al\,.; AP

-

Puc. 3.4.1 — BikHo f101aBaHHs KOMIIOHEHTIB 10 Blueprint-kiacy

ITicnst Toro, SIK HEOXIJHI KOMIIOHGHTH MJOJaHl, HEOOXI1JHO JOJaTH
dbyukiionan, mood miargopma pyxanack. [lnardhopma Oyae pyxatuch Mk ABOMA
TOYKAMU Ha PiBHI, SIKI 3aJal0ThCs TMPHU PO3MIIIEHHI 00’€KTy Bcepemuny. s
BU3HAUYCHHSI MIPOMICHOI BIJCTaHI 3a MEBHUNU MPOMIDKOK Yacy OyJi0 BUKOPUCTAHO
QJITOPUTM JITHIMHOT IHTEPTIOJIALLIT.

s S
Delay F Delay °

» ompleted [
— .
J Check Direction ration

Branch
» » € Move Platform
True arget is BP Platf

» »
"S EventTick O / Target [self|  Direction Changed condition False B
»

Delta S

Puc. 3.4.2. — OcHoBHa QyHKLIS 175 pyXy miIaThopMu



& —

F GetWorld Location

[ Return Node
»
Direct

Exror Tolerance

Puc. 3.4.3 — ®ynkiis CheckDirection

F GetWorld Location

_.rm‘- ) Target Return Value @ .

B Get New Location I f [ Return Node
»pb— > »

Delta Time Target — @ New Location

Lerp (Vector)

Return Value @ —

Alpha

7f Get New Location
[ Move Platform Target tf

e —— i —_——) O

Delta Seconds @ Target [ self ) Target Sweep Hit Result
Delta Time — @ New Location

Sweep

Teleport

Puc. 3.4.5 — ®ynkuis MovePlatform



VB e

End Location @ Return Node

Get Current Direction EE Branch ‘/< [ g

»b —— > True P @ Current End

Condition False [p Return Node
e
( Move to End ) \ [

Ve oo

Start Location @ ——— @ Current End

Puc. 3.4.6 — ®ynkuis GetCurrentDirection

3.5. Po3po0ka inTepeiicy kopucryBaua

Unreal Engine mae BOymoBaHi iHCTPYMEHTH Ui CTBOPEHHS rpadiuHux
1HTepdeiCIB 3a IOMOMOTOI0 PI3HUX 00’ €KTIB, TAKUX SIK TEKCT, KHOTKU, KAPTUHKU,
IIKaJIa BAKOHAHHS Ta 0araro 1HIIHX.

Puc. 3.5.1 — Bikno po3poOku nuzaitHy inTepdecy



Mighty Toad

Play

Puc. 3.5.2 — l'otoBuii au3aiin ronoBHoro meHro rpu MightyToad

Pause Menu

Resume

Main Menu

Puc. 3.5.3 —T'oToBUMI AM3aliH MEHIO May3H




JHuzaitnep iHTepdeiiciB 103BOJISIE JOJIATH JIOTIKY JO CTBOPEHOTO JM3aliHy 3a
JIOTIOMOT OO0 CUCTEMH CYMICHOT 3 Blueprint.

_ __ _ . f hér;ovefroni Parent
© On Clicked (PlayButton) f Open Level (by Name)

»P—» -===->
O Level Name [ToadLevel | Target [ self]

v

€ On Clicked (QuitButton) if Execute Console Command
P—" D
Command [ quit]

Specific Player

€ On Hovered
€ On Hovered (PlayButton) Target is WBP M.

» »
Target [self]

T — Button
Play Button

€ On Hovered

€ On Hovered (QuitButton)
»—-->
Target [self]
P =
Quit Button Button

© On Unhovered
& On Unhovered (QuitButton) arget is WBP M
r—->
[ Target [ self]
Quit Button ) Button

€ On Unhovered
<€ On Unhovered (PlayButton) arget is WBP M
»—->
| Target [ self]
Play Button : Button

Puc. 3.5.4 — Jlorika poGOTH TOJIOBHOT'O MEHIO



BpaxoByrouw, 1110 nepcoHak Mae 370pOB’s 1 Ha PIBHI € MOHETH, SIKI MOYKHA
30uparu, Oyne JOULIPHO CTBOPUTH Bi3yalbHHM i1HTepdenc i BigoOpaskeHHs
naHHoi 1H@opwmarii. KibkicTh KUTTIB OyJe BITOOPaXEHO 3a JOMOMOTOIO
300pakeHb CepIls, a MOHETH — 300paKeHHSI MOHETH Ta TEKCT, 10 Oyje MmoKa3yBaTu
KUTBKICTh 310paHuX MOHET.

WAVAW, @ o/ 50

Puc. 3.5.5 — Tuzaiin HUD

3.6. TecTyBaHHS MPOrPaMHOI0 MPOAYKTY

TecTyBaHHS TPOEKTY BiAOYBAIOCH IO X0 1y HOro po3poOku. ITicis nomaBaHHs
HOBHUX 00’€TIB TPOBOJAMIACH MTEPEBIPKA IXHBOI POOOTH y PI3HUX CUTYalIX Ta BILJIUB
Ha 3arajibHy aTMocdepy IpH.

PeanizoBana rpa Oyna nepeBipeHa 3a TAKUMU KPUTEPISIMU:

e Bci QyHKIIT Oynu mepeBipeHi Ha pOOOTOCIIPOMOKHICTh

® DIBHI [IEPEBIPEHO HA HASIBHICTh HEBUJIUMUX CTIH

® KOXXHUU 00’€KT YITKO BHUHO 1 MOKHA BIAPI3SHUTH PYXOMi YACTHHH BiJ
JeKopalii

® KEpyBaHHs MEPCOHAKEM TIparroe 0e3 3001B 1 € CTaHAAPTHUM JJIS 1TOp
JaHHOTO KaHPY



VY mporieci nepeBipKHu SKOCTI OyJIM BUSBJIEHI Ta BUIIPABIICHI HETOIKH:

e 370pOB’S, IO BHUMAJA€ 3 BOPOTIB HE MOXKHA TIJIHATH, SKIIO Y
MePCOHAXKA B)KE€ MaKCHMaJIbHA KiJIbKICTh;

® CHuCTeMa 3alyCKaHHS MaridHuX KyJb 3MYIIyBaJio TPy BiTITaTH
® [IEPCOHAX MIT BUIIACTH 3a PIBEHb

Taxox y mporieci po3poOKH TOBEIOCH BIIMOBUTHCH Bijl CACTEMH CEKPETHUX
KIMHAT Ha PiBHI, 00 00’€KT SIKWH BUKOPUCTOBABCS MJIS TAaHOTO (PYHKITIOHATY I
3HAXOJIUTHCS Yy PO3POOIII 1 ITpaItoBaB HEKOPEKTHO.



BUCHOBKH

VY nunomHii poOoTi po3pobiieHy rpy y »kanpi 2D mnardopmep mia Ha3BOIO
Mighty Toad. ¥ nporieci cTBOpeHHS MPOEKTY MPOaHaIi30BaHO MPUHIIUITA PO3POOKH
irop, B3aemoii 3 pymiiem Unreal Engine ta moBoto nporpamyBanHs C++.

[Ting yac anmamizy Oyno 3HaieHO MOTPIOHY 1HGOpPMAII0O HA TEeMATUYHHUX
IHTEepHET-pecypcax Ta Oysau po3i0paHi MOKIHUBOCTI MOMYJISIPHUX ITPOBUX PYIIIiB.
JlocmimkeHo irpoBi aHanory, siki OyJiyd MOMYJISIpHI y CBiM Yac Ta MpPOaHaIi30BaHO
iXH1 CHJIBHI 1 CJTa0K1 CTOPOHH.

Byno po3pobieHo KoHIENT MaiOyTHBOI BiEOTPHM Ta BH3HAYCHI OCHOBHI
XapaKTEPUCTUKHU TIPOCKTY.

VY mporeci npoekTyBaHHS BIAEOrpU Oysin po3poOJieHl 00’ €KTH AKI MOXKYTh
OyTH BUKOPUCTAaHMMHU MOBTOPHO Y HACTYIHMUX PIBHAX YU HABITH 1HIIUX MPOEKTAX.
OxpiM OO OYyJI0 JOMOBHEHO OJMH 3 0a30BHX KJIACIB JUJISl MIEPCOHAXKA, 1[0 MOXKE
JOTIOMOI'TH TPU PO3POOIIl HACTYIHUX 1r0p.

JUIst TOCATHEHHS MOCTaBJIE€HOI METH OyJo IMPOAHATI30BAaHO AKTYaJIbHICTb
JIAaHOI TeMH, peasli30oBaHO HEeOOXiaH1 (PYHKIIOHAJIBbHI BUMOTH JI0 TPH, JTOCTIIHKEHO
METOAM B3AEMO/JIi 3 ITPOBUM pYIIiEM, MOOYJAOBAHO MOXEIb Ta apXITEKTypy
PO3p0OJIFOBAHOTO MPOTrPAMHOTO 3a0€3MEUCHHS.

PoGora mpoiinuia anpobanito Ha HaykoBo-TexHIuHIN  KOH(epeHiii
«3acrocyBanHs nporpamHoro 3ade3neuenns B IKT», m. Kuis, IY T, 20 kBiTHs 2022

POKYy.
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META, Ob’E€KT TATIPEOMET OOCHIOAXEHHA

e Merta pOﬁOTI/I - PO3pOOUTH Ta BAOCKOHAIUTH KOMII FOTEPHY IPY, 3 MOXKIUBICTIO i
BUKOPHUCTaHHs Ha rathopmi Windows.

o O0’ekT JIOCJIiI[)KeHHﬂ- npoiiec po3poOKU TBOBUMIPHOT KOMII FOTEPHOT IpH Y XKaHPi
miathopmep.

° HpeIlMeT JOCJIi AK€ HHSF Metom, mpuifoMu Ta iHpopMaliiii TexHoI0Tii po3po6Ku
iIrpoBOTO MPOTPAMHOTO 3a0€3eYCHHS.

AHAJIOIM

Super Mario Bros. 3 Limbo



TEXHIYH| SABOAHHA

I'pa Mighty Toad moBunHa Oytn peamizoBana s 1watdopmu Windows Ta matw

HACTYIHI XapaKTECPUCTHKH :

JIBOBUMIPHHI CBIT;

MOXIIMBICTh KOHTPOJIFOBATH TIEPCOHAXA 3a JIOTIOMOTO0 KIaBiaTypu abo revmmany;
pIBEHb Ma€ CKIIaIATUCS 3 CTATUIHUX Ta JUHAMIYHHX TUIAT(OPM ;

MIEPCOHAK Ma€ 00OMEXEHy KUIbKICTh CTpo0 Ha MONONAHHS PIBHS ;

NIEPCOHAX MA€ 3aCO0M IS 3HEIIKOJKEHHI BOPOTIB Ta MEPEeIKON ;

MPOMPAMHI 3ACOBW PEANISALII
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Pause Menu
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IrpoBUIA Npouec
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BUCHOBKA

1. Anst mOCSITHEHHS! IOCTABJICHOI METH OYJIO IPOaHATI30BaHO AKTYaJIBHICTh JaHOI TEMH,
peaizoBaHO HEOOXiTHI (DYHKITIOHAIbHI BAMOTH JI0 TPH, JTOCIIPKEHO METOIU B3a€MOIII 3
ITPOBUM pYIITiEM, TIOOY0BAHO MOXKEIh Ta apXiTeKTYPy PO3pOOIIOBAHOTO MPOrPaMHOIO
3a0e3MeyeHHs.

2. Bymo po3pobJieHO KOHIENT Maii0yTHBOI BiIEOrpy Ta BU3HAYCHI OCHOBHI
XapaKTEePHUCTHKH TPOCKTY.

3. ¥V mporeci MPoeKTYBaHHS BileOrpH OYIIM po3po0JicHI 00 €KTH SIKi MOXKYTh OyTH
BUKOPHCTAHHMU TIOBTOPHO y HACTYIHUX PIBHSX YW HABITH HHIIMX MpoeKkTaxX. OKpiM 1bOro
OyI10 JTOTIOBHEHO OJTMH 3 0a30BUX KJIACIB IS TIEPCOHAXKA, ITI0 MOXKE JTOTIOMOITH TPH
PO3pO0TIl HACTYIHUX rop.
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daiin MightyToadCharacter.h

#pragma once

#include "CoreMinimal.h"

#include "PaperCharacter.h"

#include "AProjectile.h"

#include "MightyToadCharacter.generated.h"

class UTextRenderComponent;

YET:

* This class is the default character for MightyToad, and it is
responsible for all

* physical interaction between the player and the world.

*

* The capsule component (inherited from ACharacter) handles collision
with the world

* The CharacterMovementComponent (inherited from ACharacter) handles
movement of the collision capsule

* The Sprite component (inherited from APaperCharacter) handles the
visuals

*/

UCLASS(config=Game)

class AMightyToadCharacter : public APaperCharacter

{

GENERATED_BODY ()

/** Side view camera */

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category=Camera,
meta=(AllowPrivateAccess="true"))

class UCameraComponent* SideViewCameraComponent;

/*% Camera boom positioning the camera beside the character */

UPROPERTY(VisibleAnywhere, BlueprintReadOnly, Category = Camera,
meta = (AllowPrivateAccess = "true"))

class USpringArmComponent* CameraBoom;

UTextRenderComponent* TextComponent;
virtual void Tick(float DeltaSeconds) override;

protected:
// The animation to play while running around
UPROPERTY(EditAnywhere, BlueprintReadWrite, Category=Animations)
class UPaperFlipbook* RunningAnimation;

// The animation to play while idle (standing still)
UPROPERTY(EditAnywhere, BlueprintReadWrite, Category
class UPaperFlipbook* IdleAnimation;

Animations)

UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Animations)
class UPaperFlipbook* JumpAnimation;



UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Gameplay)
FVector MuzzleOffset;

// Projectile class to spawn.
UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Projectile)
TSubclassOf<class AAProjectile> ProjectileClass;

/** Called to choose the correct animation to play based on the
character's movement state */
void UpdateAnimation();

/** Called for side to side input */
void MoveRight(float Value);

void UpdateCharacter();

/** Handle touch inputs. */
void TouchStarted(const ETouchIndex::Type FingerIndex, const
FVector Location);

/** Handle touch stop event. */
void TouchStopped(const ETouchIndex::Type FingerIndex, const
FVector Location);

// APawn interface

virtual void SetupPlayerInputComponent(class UInputComponent*
InputComponent) override;

// End of APawn interface

public:
AMightyToadCharacter();

/** Returns SideViewCameraComponent subobject **/

FORCEINLINE class UCameraComponent* GetSideViewCameraComponent()
const { return SideViewCameraComponent; }

/** Returns CameraBoom subobject **/

FORCEINLINE class USpringArmComponent* GetCameraBoom() const {
return CameraBoom; }

// Function that handles firing projectiles.
UFUNCTIONQ)
void Fire();

private:
//int JumpAnimPlayed = 0;
int JumpButtonPressed;
bool JumpAnimPlaying = false;

void StartJumpAnimation();

UFUNCTION(BlueprintCallable, category = "Animation")
void OnAnimationStopped();



daiin MightyToadCharacter.cpp

#include "MightyToadCharacter.h"

#include "PaperFlipbookComponent.h"

#include "Components/TextRenderComponent.h"

#include "Components/CapsuleComponent.h"

#include "Components/InputComponent.h"

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

#include "Camera/CameraComponent.h"

DEFINE_LOG_CATEGORY_STATIC(SideScrollerCharacter, Log, All);

L1171 777777777777777777777777777777777777777777777777777777777777777777
//
// AMightyToadCharacter

AMightyToadCharacter: :AMightyToadCharacter()

// Use only Yaw from the controller and ignore the rest of the
rotation.

bUseControllerRotationPitch = false;

bUseControllerRotationYaw = true;

bUseControllerRotationRoll = false;

// Set the size of our collision capsule.
GetCapsuleComponent()->SetCapsuleHalfHeight(96.0f);
GetCapsuleComponent()->SetCapsuleRadius(40.0f);

// Create a camera boom attached to the root (capsule)
CameraBoom =
CreateDefaultSubobject<USpringArmComponent>(TEXT("CameraBoom"));
CameraBoom—>SetupAttachment(RootComponent);
CameraBoom->TargetArmLength = 500.0F;
CameraBoom—->SocketOffset = FVector(0.0f, 0.0f, 75.0f);
CameraBoom—>SetUsingAbsoluteRotation(true);
CameraBoom—>bDoCollisionTest = false;
CameraBoom->SetRelativeRotation(FRotator(0.0f, -90.0f, 0.0f));

// Create an orthographic camera (no perspective) and attach it to
the boom
SideViewCameraComponent =
CreateDefaultSubobject<UCameraComponent>(TEXT("SideViewCamera"));
SideViewCameraComponent->ProjectionMode =
ECameraProjectionMode: :Orthographic;
SideViewCameraComponent—>0OrthoWidth = 2048.0f;
SideViewCameraComponent—>SetupAttachment(CameraBoom,
USpringArmComponent: :SocketName);

// Prevent all automatic rotation behavior on the camera,
character, and camera component
CameraBoom—>SetUsingAbsoluteRotation(true);



SideViewCameraComponent—>bUsePawnControlRotation = false;
SideViewCameraComponent->bAutoActivate = true;
GetCharacterMovement()—->bOrientRotationToMovement = false;

// Configure character movement
GetCharacterMovement()->GravityScale = 2.0f;
GetCharacterMovement()->AirControl = 0.80f;
GetCharacterMovement()->JumpZVelocity = 1000.f;
GetCharacterMovement()->GroundFriction = 3.0f;
GetCharacterMovement()->MaxWalkSpeed = 600.0f;
GetCharacterMovement()->MaxFlySpeed = 600.0f;

// Lock character motion onto the XZ plane, so the character can't
move in or out of the screen

GetCharacterMovement()->bConstrainToPlane = true;

GetCharacterMovement()->SetPlaneConstraintNormal(FVector(0.0f, -
1.0f, 0.0F));

// Behave like a traditional 2D platformer character, with a flat
bottom instead of a curved capsule bottom

// Note: This can cause a little floating when going up inclines;
you can choose the tradeoff between better

// behavior on the edge of a ledge versus inclines by setting this
to true or false

GetCharacterMovement()->bUseFlatBaseForFloorChecks = true;

// TextComponent =
CreateDefaultSubobject<UTextRenderComponent>(TEXT("IncarGear"));

// TextComponent—>SetRelativeScale3D(FVector(3.0f, 3.0f, 3.0f));

// TextComponent—>SetRelativelLocation(FVector(35.0f, 5.0F,
20.0F));

// TextComponent->SetRelativeRotation(FRotator(0.0f, 90.0f,
0.0F));

// TextComponent—->SetupAttachment(RootComponent);

// Enable replication on the Sprite component so animations show up
when networked

GetSprite()->SetIsReplicated(true);

bReplicates = true;

}
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// Animation

void AMightyToadCharacter: :StartJumpAnimation()

{
GetSprite()->SetFlipbook(JumpAnimation);
GetSprite()->SetLooping(false);
JumpAnimPlaying = true;

}

void AMightyToadCharacter::0nAnimationStopped()

{
GetSprite()->SetFlipbook(IdleAnimation);
GetSprite()—>SetLooping(true);



GetSprite()—>PlayFromStart();
JumpAnimPlaying = false;
}

void AMightyToadCharacter: :UpdateAnimation()
{

UPaperFlipbook* DesiredAnimation = nullptr;

if (GetCharacterMovement()->IsFalling())

{
if (JumpCurrentCount > JumpButtonPressed)
{
++JumpButtonPressed;
StartJumpAnimation();
return;
}
else if (JumpAnimPlaying)
{
return;
}
else
{
DesiredAnimation = IdleAnimation;
}
}
else
{

const FVector PlayerVelocity = GetVelocity();

const float PlayerSpeedSqr = PlayerVelocity.SizeSquared();

DesiredAnimation = (PlayerSpeedSqr > 0.0f) ? RunningAnimation
: IdleAnimation;

JumpButtonPressed = 0;

}
if (DesiredAnimation && GetSprite()->GetFlipbook() !=
DesiredAnimation)
{ GetSprite()—>SetFlipbook(DesiredAnimation);
) }
void AMightyToadCharacter::Tick(float DeltaSeconds)
{ Super: :Tick(DeltaSeconds);
) UpdateCharacter();

;;//////////////////////////////////////////////////////////////////////
// Input

void AMightyToadCharacter: :SetupPlayerInputComponent(class
UInputComponent* PlayerInputComponent)



// Note: the 'Jump' action and the 'MoveRight' axis are bound to
actual keys/buttons/sticks in DefaultInput.ini (editable from Project
Settings..Input)

PlayerInputComponent->BindAction("Jump", IE_Pressed, this,
&ACharacter: :Jump);

PlayerInputComponent->BindAction("Jump", IE_Released, this,
&ACharacter: :StopJumping);

PlayerInputComponent->BindAxis("MoveRight", this,
&AMightyToadCharacter: :MoveRight);

PlayerInputComponent->BindTouch(IE_Pressed, this,
&AMightyToadCharacter: :TouchStarted);

PlayerInputComponent->BindTouch(IE_Released, this,
&AMightyToadCharacter: :TouchStopped);

PlayerInputComponent->BindAction("Fire", IE_Pressed, this,
&AMightyToadCharacter: :Fire);

void AMightyToadCharacter::MoveRight(float Value)

{
/*UpdateChar() ;*/
// Apply the input to the character motion
AddMovementInput(FVector(1l.0f, 0.0f, 0.0f), Value);
}

void AMightyToadCharacter::TouchStarted(const ETouchIndex::Type
FingerIndex, const FVector Location)
{
// Jump on any touch
Jump() ;
}

void AMightyToadCharacter: :TouchStopped(const ETouchIndex::Type
FingerIndex, const FVector Location)
{
// Cease jumping once touch stopped
StopJumping();
}

void AMightyToadCharacter: :UpdateCharacter()
{
// Update animation to match the motion
UpdateAnimation();

// Now setup the rotation of the controller based on the direction
we are travelling
const FVector PlayerVelocity = GetVelocity();
float TravelDirection = PlayerVelocity.X;
// Set the rotation so that the character faces his direction of
travel.
if (Controller != nullptr)
{
if (TravelDirection < 0.0f)
{



Controller->SetControlRotation(FRotator(0.0, 180.0F,

0.0F));

}

else if (TravelDirection > 0.0f)

{

Controller->SetControlRotation(FRotator(0.0f, 0.0F,

0.0F));

}

}

}

void AMightyToadCharacter: :Fire()
{
// Attempt to fire a projectile.
if (ProjectileClass)
{
// Get the camera transform.
FVector Cameralocation;
FRotator CameraRotation;
GetActorEyesViewPoint(CameraLocation, CameraRotation);

// Set MuzzleOffset to spawn projectiles slightly in front of
the camera.
MuzzleOffset.Set(100.0f, 0.0f, -50.0F);

// Transform MuzzleOffset from camera space to world space.
FVector MuzzleLocation = Cameralocation +
FTransform(CameraRotation).TransformVector(MuzzleOffset);

// Skew the aim to be slightly upwards.
FRotator MuzzleRotation = CameraRotation;
//MuzzleRotation.Pitch += -90.0F;

UWorld* World = GetWorld();

if (World)

{
FActorSpawnParameters SpawnParams;
SpawnParams.Owner = this;
SpawnParams.Instigator = GetInstigator();

// Spawn the projectile at the muzzle.

AAProjectile* Projectile = World-
>SpawnActor<AAProjectile>(ProjectileClass, Muzzlelocation,
MuzzleRotation, SpawnParams);

if (Projectile)

{
// Set the projectile's initial trajectory.
FVector LaunchDirection = MuzzleRotation.Vector();
Projectile->FireInDirection(LaunchDirection);

}



daiin AProjectile.h

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Actor.h"

#include "GameFramework/ProjectileMovementComponent.h"
#include "Components/SphereComponent.h"

#include "AProjectile.generated.h"

UCLASS()

class MIGHTYTOAD_API AAProjectile : public AActor

{
GENERATED_BODY()

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

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

public:
// Called every frame
virtual void Tick(float DeltaTime) override;

// Projectile movement component.
UPROPERTY(VisibleAnywhere, Category = Projectile)
UProjectileMovementComponent* ProjectileMovementComponent;

// Sphere collision component.
UPROPERTY(VisibleDefaultsOnly, Category = Projectile)
USphereComponent* CollisionComponent;

// Function that initializes the projectile's velocity in the shoot
direction.
void FireInDirection(const FVector& ShootDirection);

// Function that is called when the projectile hits something.

UFUNCTION(BlueprintCallable)

void OnHit(UPrimitiveComponent* HitComponent, AActor* OtherActor,
UPrimitiveComponent* OtherComponent, FVector NormalImpulse, const
FHitResult& Hit);

I

daiin AProjectile.cpp

#include "AProjectile.h"
#include "AEnemy.h"



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

if (!RootComponent)
{
RootComponent =
CreateDefaultSubobject<USceneComponent>(TEXT("ProjectileSceneComponent™")

);
}

if (!CollisionComponent)
{
// Use a sphere as a simple collision representation.
CollisionComponent =
CreateDefaultSubobject<USphereComponent>(TEXT("SphereComponent"));

// Set the sphere's collision profile name to "Projectile".
CollisionComponent-
>BodyInstance.SetCollisionProfileName(TEXT("Projectile"));

// Event called when component hits something.
CollisionComponent—>0nComponentHit.AddDynamic(this,
&AAProjectile: :0OnHit);

// Set the sphere's collision radius.
CollisionComponent—>InitSphereRadius(15.0f);

// Set the root component to be the collision component.
RootComponent = CollisionComponent;

}

if (!ProjectileMovementComponent)
{
// Use this component to drive this projectile's movement.
ProjectileMovementComponent =
CreateDefaultSubobject<UProjectileMovementComponent>(TEXT("ProjectileMov
ementComponent"));
ProjectileMovementComponent-
>SetUpdatedComponent(CollisionComponent);
ProjectileMovementComponent->InitialSpeed = 3000.0f;
ProjectileMovementComponent->MaxSpeed = 3000.0f;
ProjectileMovementComponent->bRotationFollowsVelocity = true;
ProjectileMovementComponent->bShouldBounce = true;
ProjectileMovementComponent->Bounciness = 0.3f;
ProjectileMovementComponent->ProjectileGravityScale = 0.0f;

}
// Delete the projectile after 3 seconds.
InitiallLifeSpan = 3.0f;

}

// Called when the game starts or when spawned



void AAProjectile::BeginPlay()
{
Super: :BeginPlay();

}

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

{
Super: :Tick(DeltaTime);

}

// Function that initializes the projectile's velocity in the shoot
direction.
void AAProjectile::FireInDirection(const FVector& ShootDirection)
{

ProjectileMovementComponent->Velocity = ShootDirection *
ProjectileMovementComponent->InitialSpeed;

}

// Function that is called when the projectile hits something.

void AAProjectile: :0nHit(UPrimitiveComponent* HitComponent, AActor*
OtherActor, UPrimitiveComponent* OtherComponent, FVector NormalImpulse,
const FHitResult& Hit)

{

/*AAEnemy* Enemy = Cast<AAEnemy>(OtherActor);

if (OtherActor != this && OtherComponent->IsSimulatingPhysics() &&
Enemy)

{
Enemy—>TakeDamage(1.0f, FDamageEvent(),
GetInstigatorController(), this);
UE_LOG(LogTemp, Warning, TEXT("Slime TookDamage"))
3/

if (OtherActor != this && OtherComponent->IsSimulatingPhysics())
{

OtherComponent-
>AddImpulseAtLocation(ProjectileMovementComponent->Velocity * 100.0f,
Hit.ImpactPoint);

}

Destroy();

daiia AEnemy.h

#pragma once

#include "CoreMinimal.h"

#include "GameFramework/Actor.h"
#include "Components/CapsuleComponent.h"
#include "AEnemy.generated.h"



UCLASS(Q)
class MIGHTYTOAD_API AAEnemy : public AActor

{
GENERATED_BODY()

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

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

public:
// Called every frame
virtual void Tick(float DeltaTime) override;
UPROPERTY(EditAnywhere, BlueprintReadWrite, Category = Projectile)
UCapsuleComponent* CollisionComponent;

3

daiin AEnemy.cpp

#include "AEnemy.h"

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

if (!CollisionComponent)

{
CollisionComponent =
CreateDefaultSubobject<UCapsuleComponent>(TEXT("CapsuleComponent"));

CollisionComponent-
>BodyInstance.SetCollisionProfileName(TEXT("Enemy"));

// Set the root component to be the collision component.
RootComponent = CollisionComponent;

}

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



Super: :BeginPlay();
}

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

{
Super: :Tick(DeltaTime);



