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Beryn

AKTyallbHICTh JaHOI TEeMH OOYMOBJEHA IIBUIKAM PO3BUTKOM Tays3l
KOMI'IOTEPHHUX 1rop Ta TOCTIMHMM 3pOCTaHHSIM OUiKyBaHb TIpaBliB. Po3poOka
KOMIT'IOTEPHUX 1MOpP € OJHIECI0 3 HAMOUIBII aKTyaJIbHUX 1 MEPCIEKTUBHUX Traay3ei
cydyacHoi 1HaycTpii posBar. IlIBuakuii TEXHOJOTIYHUM IIporpec, IOCTiHE
yaockoHaneHHs rpadiuaux ta 3D-penakTopiB, a TaKOXK 3pOCTaHHS MOMYJISIPHOCTI
BIPTYaJbHOI PEANbHOCTI CHPUSAIOTH 3POCTaHHIO 1HTepecy o iHaycTpii. Ha doni
BEJIMKOI KIJIBKOCTI ITPOBUX MPOEKTIB BiJl YUCIEHHUX CTY/iid, Ta MEPEHACHICHOCTI
PUHKY OJHOMAHITHHUMH IrpaMH, IO KOIMIIOIOTHh OJHE OJHY, BIIKPHUBAIOTHCS JBEPI
JUIS  1HII-pO3pOOHMKIB, SKI 3MOXYTh 3a4ENHUTH TPaBls I[IKABUM KOHIIEIITOM,
HOBHUMH ITPOBUMH MEXaHiKaMH, 200 He3BUYHUM TOTJISIIOM Ha BiIOMUI JKaHD.

Meta po6otu: po3poOka komm torepHoi rpu Ha 0a3i Unreal Engine 5.
O0’ekT mOCaiIzKeHHAA: TIPOIeC pO3poOKK Komil totepHoi rpu Ha Unreal Engine
IIpenmer  DOCHiZKeHHSI: METOAOJOrIS  PO3POOKH  KOMII'IOTEpHUX  1rop.
Metoau  pocaigxeHHsi:  TeopeTWUYHOIO  OCHOBOK  JOCHIIKEHHS €
3arajJlbHOHAYKOBUM aHAIITHYHUN METOJ, a TaKoK CHCTEMHUM MiAXia 1 Tparn
NPOBIAHMX BYEHHX 3 aHali3y pPO3BUTKY PHUHKY Biaeoirop. s mpakTUYHOIO
BUPIIICHHS IOCTABJICHUX 3a7ad BUKOPHUCTOBYBAIMCS Taki metomu: metoau 3D
MOJICITIOBaHHS, TEKCTYpyBaHHs Ta aHiMmailii, meroau blueprint-nporpamysanns,
(GyHKL10HAJIbHE TE€CTYBAHHS Ta TECTYBAHHS MIPOTYKTUBHOCTI.
HaykoBa HOBH3HA [1aHOi pOOOTH TOJIATAE y BUBYEHHI Ta aHAJI31 aKTyaJlbHUX
METO/IB PO3POOKH KOMITIOTEPHUX ITOp Ha OCHOBI MEPEIOBOr0 IrpOBOTO PYIIIis
Unreal Engine 5. Posrmsan mporecy ctBopeHHs rpu Ha npukiami UES, skuii
BKJIIOYAa€ B ce0€ MOJETIOBaHHS Ta TEKCTYpYBaHHS ITPOBUX AacCETIB, PIITIHT Ta
aHiMalio, po3poOKy rpadiyHOTO KOHTEHTY, ITPOBUX MEXaHIK, TECTyBaHHS, €
BHECKOM y PO3BUTOK METO10JIOT 1 PO3poOKH irop.
Takox, poO0Ta BUCBITJIIOE BaKJIMBI aCMIEKTH B Cy4YacHI1W 1HAYCTpii po3Bar, Takl siK
BUKOPUCTAHHS HOBITHIX TEXHOJIOT1M y po3poOili, BUCOKA KOHKYPEHIliI HA PUHKY
rpu, Ta 3pOCTaHHs 1HTEpecy N0 1HII-po3poOHUKIB. lle chpusie po3yMiHHIO Ta
BIIPOBAHKCHHIO 1HHOBAIIIN y Trajy31 po3pOOKH KOMITIOTEPHUX 1TOP.

B naniit po6oti Oyzae po3riasHyTO MpoIec po3poOKH KOMIT IOTEPHOT Tpy Ha
0a3i moryxuoro aswxkky Unreal Engine 5. Unreal Engine 5 (UE5) — me irpoBuii
pyiiii Bix kommanii Epic Games. Hamucanuii Ha MOBi nporpamyBanus C++, BiH
Ja€ PO3pPOOHMKAM TpU IIUPOKUN CIIEKTP I1HCTPYMEHTIB Ta MOMKJIMBOCTEM s
TBOPYOCTI, 1 MAXOAUTH JJIsi PO3POOKU 1rop Mif OUIBLIICTh CydacHUX MIatdopm 1
onepauiiHuX CUCTEM.



Ji1st ibOoro HEOOX1THO Oy/ie BUKOHATH HACTYITHI 3aB/IaHHS .

o MonenroBaHHs Ta TEKCTYPYBaHHS ITPOBUX aCCETIB;
) Pirrigr Ta animarus;

o Po3po0Oka rpadiyHOr0 KOHTEHTY;,

o Po3po0Oka irpoBux MexaHiK y pyuIii;

° TecTyBaHHs.

[Iportec  po3poOku  Oyae  YMOBHO  TIOAiIeHO Ha 3 eTamnm:
- IlocranoBka 3amaui Ta ¢opmyBaHHS KoHuenTy. Ha mpomy etami Oyae
chopMyibOBaHAa KOHIICMIlIS T'PH, 11 CTHIICTMKA Ta OCHOBHI MEXaHIKHU, a TaKOX
PO3IIIIHYTO TIporpamMHe 3a0e3nedeHHs, o Oyae BUKOPHCTAHO B PO3POOIIL.
- Po3po6ka rpadiunoro kontenty. Ilix rpadiuHUM KOHTEHTOM PO3YMIETHCS OYy/Ib-
K1 €JIEMEHTH, SIKUMU OyAyTh HAIlOBHEHI CHEHUM — MOJYJIbHI €JIEMEHTH JIOKAIlii,
MpeAMETH OTOYCHHS, MEPCOHAX1, a TAKOXK 1KOHKH, €JIEMEHTH ITPOBOTO 1HTEpeicy
Ta 1Hme. TakoX His NEpPCOHaXiB Tpu OYIyTh CTBOPEHI pPHUT 1 aHIMallid.
- Po3pobOka rpu y Unreal Engine. Ileii etan nmepenbavae iHTErpaiiito CTBOPEHOIO
rpadi4yHOTO KOHTEHTY Yy pYIIid, pO3poOKy IrPOBUX MEXaHIK, BCTAHOBJICHHS
KpUTEPIiB OI[IHIOBaHHS I'pH Ta 11 TECTYBaHHS.

I'pa Oyme ctBopeHa Ha ocHoBi OaynpuntiB (blueprint) — cucremu
BI3yaJIbHOTO IporpamyBaHHs y pymrii UES, mo mnpencraBisitorh co0010 cCUCTEMY
HO/IIB 3 PI3HOMaHITHUMH JaHUMU (TIOIIIMH Ta (PYHKI[ISIMU).

PesynpraTomM BUITYCKHOI KBamidikamiiiHOi poOOTH CTaHe MOBHICTIO TOTOBA
Ta (PYHKUIOHYIOYAa TIpa, a TaKOX pe3yibTaTH il TECTyBaHHSA 3a KPUTEPISIMHU,
3a3HAYEHUMHU y 3-My IIyHKTI po3aiiy 3.

Pesynbrat  nmociimkeHHs Oynu  omyOJiikoBaHI B 30IpHUKY HAyKOBUX
CTyJeHTChKUX cTare «lIpuknagaHi KoM’ FOTEPHI TEXHOJIOTT».



PO3/11JI 1. ITocranoBka 3ana4i Ta popMyBaHHSI KOHLENTY I'PH
1.1 ITocTanoBka 3amaui.

Po3poOka KOMM'IOTEpHHX 1rop € OJHIEI 3 HANHOUIBII aKTyaldbHHX 1
NEPCIIEKTUBHUX Tally3el cydacHoi iHaycTpii posBar. LIBuIkuil TEXHOMOTTYHUN
nporpec, TOCTiHE ynockoHaleHHs rpadiunux Ta 3D-penaktopiB, a Takox
3pOCTaHHS MOMYJISIPHOCTI BIpTyalbHOI peaibHOCTI CIIPUSIOTH 3pOCTAHHIO THTEPECY
JI0 THIYCTPIi.

[Targemis COVID-19 wmana 3Ha4HWM BIUIMB Ha TJIOOQIBHY 1HIYCTPIFO
pO3Bar, 30KpeMa Ha PHUHOK BIJEOIrop. 3aBAsSKHM OOMEXKEHHSM Ta KapaHTUHHUM
3axojam, JIOU MPOBOJAWIN 3HAYHUHM Yac BIOMA, 1[0 3HAYHO 30UIBIINIIO MOMHUT Ha
1 poBi po3Bary, A0 AKUX BiAHOCATHCS Bigeoirpu. 3rizno PwWC Global, 3 koxuuM
POKOM JIOXi[ B/ irOp 3pOCTae, i 3TiAHO MPOTHO3aM IIe Uuuciio Oye ymire pocta [1].
B cBoto uepry, 11e mpu3Beo 10 e OLIBIIOro 3pOCTaHHs 00CATY ITPOBOTO PUHKY, 1
Bxke B 2022 pomi BiH cximagaB $202.7 mupa. [2]. 3a ominkoro excrieptiB 3 IMARC
Group, y nepcrekTusi 10 2028 poky o0csr puHKY Bupocte 70 $ 343.6 mupa., 1110 €
BaroMUM apryMEHTOM Ha KOPUCTh aKTyaJIbHOCTI pO3pOOKH BIEOITrOp.

Gaming time Social and casual gaming is fuelling
a boom in the sector.

Total global video games revenue, by segment (US$bn)

M Social/casual gaming [ PC games [ Console games W Integrated video games advertising
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Puc. 1.1 Temnu 3pocTanHs 4acy, MIPOBEIEHOTO 3a BiAeOIrpaMu

[ ockinbKM 3’SIBUBCS BEJIMKUM MOMUT HA IU(PPOBI po3Baru, e BiIKPUIO JIBEPi s
6aratb0X pO3pOOHUKIB, B TOMY YHCII 1 JIJI1 MAJIUX HE3aJeKHUX CTYJI, Y1 HABIThH
IHAUBIIyaIbHUX TPOEKTIB. B Takuii vac HaBiTh Marouu OaraTOMUITBHOHHHX
O10/I>KETIB MOKHA 3pOOUTH IIKaBUH MPOAYKT, SIKUM MPUBEPHE yBary rpaBIliB.



He cekper, 10 pyHOK KOMIT IOTEPHHUX Ta MOOUIBHUX 1FOp € MepeHaACHYECHUM
OJIHOMAHITHUMM TPOEKTaMH, $KI HE BHOCITH HOBOIO Yy I1HIYCTPilO Ta HE
po3BUBaIOTH ii. Lle CTBOprOE MOMUT HaA IiKaBi MPOEKTH 3 HE3BUYHUMH ITPOBHUMH
MEeXaHIKaMM, BITI3HABAaHWM Bi3yaJbHUM CTHUJIEM, a00 I[1KABOIO KOHIIEIIII€r0, SKa
PO3IINPIOE PAMKH ICHYIOYOT0 YKaHPy Y1 HaBITh CTa€ OCHOBOIO JIJIsi HOBOTO[2].

3a/10BOJILHUTH 1IEH TIOTHUT 1 € 3aBAaHHSAM JIUILNIOMHOI POOOTH.

Jlns nporo Oyzae po3pobiena rpa Ha 0a3i Unreal Engine 5. s toro, mo0
MaTH YiTKE YSBJICHHS MPO KIHLEBUH pe3yJibTaT, HEeOOXiAHO chOopMyBaTU BUMOTH
1o rpu. OTKe, Tpa NOBUHHA!

byt mpanesgatHoro, TOOTO 3alycKaTUCh 1 TMpalioBaTd 0e3 MOMUIIOK.
BignoBimatd  KOHIENTY  CBOIM  Ju3allHOM 1  ITPOBUMHU  MeXaHIKaMHU.
Matu npuitnataui st rpu fps (frames per second) HaBiTh Ha clTaOKOMY IIPHUCTPOI.
Martu sickpaBuid Bi3yaJlbHUW JHW3aiH, KWW NPUBEPHE yBary Ta BUIUIUTH MPOEKT
cepen KOHKYPEHTIB.
Matu  1mikaBi  IrpoBI  MEXaHIKW, SIKI ~ 3aXOIUISITh  yBary  TIpaBIlsl.
bytu mpoctoro B peamizaili, apke PpO3POOHMKOM € OJHA JIIOJWHA.

1.2 Po3poOka KoHIIENTY

Tenep, opieHTYyIOUMCh HA BKa3aHl BHILE BUMOIH, CPOPMYEMO KOHILIENT TPH.
['pa Oyme mpencraBiasTH coOoro Tidopua myrepa ta Tower Defense, moennyroun
OyJyBaHHS 3aXMCHUX TYpEJIei 13 CTPLILOOIO MO XBUJISAM MPOTUBHUKIB.

Micuewm aii rpu € KOpua0p MOKUHYTOTr0 OYHKEpa, 3aCTaBICHUI OapuKagamu.
OnuH KiHEIb KOPHIOPY TMpeicTaBisie CcoOO0I0 MacHBHI JBepi, dYepe3 sKi
IPOHUKAIOTh 30MO1. BOHM pyXaTUMyTbCsl y30BXK KOPHIOPY, MO HAMNPSMKY 10
reHepaTropa, po3TallOBaHOIO B 1HIIOMY KiHIII KOpPUAOPY. buis CTiH po3TaiioBaHi
crelianbHi Micus mif OyiBHUITBO Typeneif. IX OymiBHMITBO Ta MOCHIEHHS Oyne
OJIHMM 3 HAWBaXJIMBIIIMX €JIEMEHTIB Treimuieto. Typem OyAayTh TphOX BHIIB,
KO>KHA 3 SIKUX Ma€ CBO1 0COOJIMBOCTI, epeBaru i HeAOJIKH.

OcTanHIM ejeMeHTOM O0O0OpoHM € cam rpaBeupb. Ilig yac XBuil HOro
NEPCOHAXK MEPEMINIYEThCS B3/I0BK BUCTYNYy Ha OJHIM 13 CTiH, MapanelibHO pyXy
30M0i. I'paBentb 030pO€HMI TBUHTIBKOIO, Ky Tak camMoO SK 1HII €JIEMEHTHU
000pOHHU, MOKHA allTPEUIUTH.



Generéto.i'l HE'/

Puc. 1.2 [lpukian redMIuieto

[rpoBwmii mporiec AUTMTHCS Ha 2 CTafil, 0 YepPTryIOThCS — CTafis MiArOTOBKU
Ta cTaaisa 00ro.

[Tin wac cramii TMATOTOBKM TpaBellb MOXE BHOpaTH, Ha IO BUTPATUTU
eHepril0 reHepaTtopa — OCHOBHMI pecypc rpu. Moro MoxHa BUTpaTUTH Ha
OyJIIBHUIITBO TypeJeH, po3MIIIeHHs MacTOK 4M anrpeiia 30poi. Came Ha i cTafdii
rpaBelb BUOHUpAE CTpaTerito, sika OUIbIIE MiAXOAUTh HOr0 CTUIIO IpU — YU Oyne
BiH pOOWTH CTaBKY Ha BJIACHI CWJIW, 1 BKJIQJIaTH CHEPriio Ha 30poto0, UM BiJlIrpaBaTH
1HXKeHepa, SKUW MOBHICTIO MOKJIAAETHCSl HA MEXAHI3MU.

OO6’€exTH AJ1s1 BCTAHOBJICHHS/anrpeiay € HACTYIIHI:

I'BunTiBKa - Ocobucra 30pos MepcoHaka, MPH MOKPAIEHI 3aBAae OibIIe
MOUIKOKEHb Ta/ab0 CTPIsie MBUIIIIE.

Typeni — aBTOoMaTu30BaHi OpyAiiHI MIaTGOPMHU — € HEMIIKOHTPOJIbHUMHU
IpaBII0 00’€KTaMH, fKI CaMOCTIMHO 3aXWINAIOTh T'€HEepaTop, HALUIIOYHUCH HA
HaNHOIMKYOTO BOPOTa Y CBOEMY PajIiyci Jii.

bapukanu — nmepenoHu, M0 BCTAHOBIIOIOTHCS B CICIIATBHO BiABEACHUX IS
bOro ciioTax. BoHM MarwTh mapaMerp MILHOCTI, KWW 3MEHIIYEThCS BiJl aTak
30M0O1. Ileil mapameTp HE BITHOBIIOETHCS MIDK payHIaMU aBTOMATUYHO, IS
peMOHTy OapukaJ HeoOX1JHO BHUTpadaTh eHeprio. TakoX 3a eHepriro MO)KHa
MOKPAIINUTH ii, 301IBIIUBIIM MaKCUMaJIbHHM 3amac MinHOCTI. [lepenony, sika mifg
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yac XBWJII 30M01 Oyna 3HUINEHA, MOKHAa BCTAHOBUTH 3aHOBO, aje€ TOJI BCl ii
anrpeuan OyayTh BTpadeHi.

ITacTku:

[TacTku — 11e 0cOONMMBI 3aCO0M CTPUMYBAHHS, 110 PO3MIILYIOTHCS TPABIIEM B
creriaJbHuX MicIsaX. BoHH cripanboBYIOTh, KOJIU MPOTUBHUK 3aXOJIUTh B 30HY 1X
aKTHBAllll, 1 HaKJIagaloTh MEeBHUU edeKkT Ha Bcl Il B 30H1 fii. [lactku e
OJIHOPA30BUMH, TOOTO 3HUIIYIOTHCS MPH CHpaIlbOBYBaHHI. Ha BiiMiHy BiJ 1HIIHMX
00’€KTiB, iX HE MOXHa MTOKPAIIyBaTH.

Komu eneprist BuTpaueHa, 1 rpaBelib TOTOBHM 10 0010, OYUHAETHCA CTAIis
0010. B o;tHOMY 3 KiHIIIB KOPUIOPY CIABHATHCS 30MO1, 1 MPSIMYIOTh J10 T€HEpaTopa.
Harparmuisitoun Ha mnepemkogy, BOHM TIOYMHAIOTH JIaMaTH ii, 3aBAalouu il
MOUIKO/[KEHHS 3aJI€KHO BiJ[ CBOTO PIBHS aTaKH.

XBuiig 30MO1 OMUHAE Typesl Ta BUCTYI, Ha SIKOMY 3HaXOIUThCS T'PaBellb,
TOMY BOHH BBa)alOThCS HEBPA3JIMBUMU 00’ €KTAMHU 1 HE MAIOTh CMYTH 3JI0POB 1.

I'paBerib mporpae, fKIIO MIIHICTh I'eHepaTopa BHaAe A0 HyJsd. SKmo x
XBUJIs 30MO1 Oyrna BijmOWTa, rpa 3HOB MEPEXOAUTh Y CTajil0 MIATOTOBKH, 1
NOYMHAETHCS. HOBUM payHl. KoxkeH HacTynHuii 01 Oyae BaXK4uM 3a MOMEpPEIHIH,
aJ’kKe XapaKTEePUCTUKU MTPOTUBHUKIB 3pDOCTATUMYTh 3 KOKHUM PayHJIOM.

1.3 Cnocobu po3poOku rpu

ITepen movaTkoM po3poOKKM TIpH HEOOXIAHO IIPOBECTH aHaJi3 METOAIB
CTBOPEHHS 1rOp Ta IMPOrpaMHOTO 3a0€3MEeUCHHS, SKE MOXe 3HAJoOUTHCS Y
MpoIIecC.

OnHuM i3 HalOIIBII BiTOMHMX i PO3MOBCH/KEHMX IrPOBHUX PYUIiiB €
Unreal Engine. Po3poGnenuii kommnaniero Epic Games, 1ei pyuriid BU3HaHUM
OJTHMM 3 HaWCHIIBHIIINX {HCTPYMEHTIB JUIS CTBOPEHHS KoMIT'IoTepHHX irop. Horo
IIUPOKHUI CMEKTP (PYHKIIOHAIBHOCTI 1 MOTYXHI MOXJIMBOCTI poOnsite Unreal
Engine nonynsipaum cepen npodecioHaniB ramysi.

OcobmuBocti Unreal Engine cyTT€BO BIUIMBAaIOTh Ha SKICTh ITPOBHUX
MPOIYKTIB, IO PO3POOJIAIOTECS 3 HOro BUKOpHCTaHHSAM. OIMH 3 TOJOBHHX
acmekTiB - 1e Koro rpadiuna motyxHicTh. Unreal Engine mpomonye Bpaxkarody
Bi3yaJIbHy SIKICTh 3aBJISKH BUCOKOPIBHEBOMY PEHIEPHUHTY, (HOTOpEaiCTUIHIUM
eheKkTaM OCBITJIICHHS, JWHAMIYHMM IIeWaepaM Ta peajiCTUIHUM (I3UIHUM
mozaensM. lle mo3Bossie  po3pOOHMKAM CTBOPIOBATH JIETAlli30BaHI CBITH 3
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BpPXAIOUMMHU Bi3yalbHUMH e(peKTaMu, 110 3ade3neuye MHOOKY IMMEpCIo s
rpasiiB[3].

Kpim Toro, Unreal Engine Bosogi€ mOTYKHUMHU 1HCTPYMEHTAMH ISl PO3POOKH
irpoBux MexaHik Ta (isuku. Moro cmcreMa IOBEHIHKM HEPCOHAXKIB HO3BOIIE
CTBOPIOBATH CKJIaJIHI aHiMallli, peagicTUuHy (I3UKy Ta 1HTEPAKTUBHICTH y TIi.
3aBasku BOYJOBaHI CHCTEMI IITYYHOTO 1HTENEKTY, PO3POOHUKU MOXKYTh
CTBOPIOBATH PO3YMHHUX NMPOTUBHUKIB Ta HemepeadadyBaHi CUTYyallii, M0 30UIbIIye
reiMIUICHHY TIIMOWHY Ta CKJIaJHICTh IPOBOTO MPOIIECY.

[ nrocu:

o I'padpiuna moryxnicte: Unreal Engine mpomoHye Bpaxarody Bi3yaJbHY
SKICTh 1 MOJJIMBOCTI, III0 JO3BOJISIOTH CTBOPIOBATH JACTAli30BaHI CBITH 3
dboTopeasicTHIHUMU ePEeKTaMHu.

o IHcTpymenTu nisi po3poOku irpoBux MexaHik: Unreal Engine Mae moTyxkH1
IHCTPYMEHTH  JJIi  CTBOPEHHS  CKJQJAHMX  aHiMamid, (Qi3ukud  Ta
IHTEPaKTUBHOCTI y TPi.

o Iupoxkwuii pyHkuioHan: Py mponoHye 6araro KOPUCHUX QPYHKI1H, TAKUX
K CHUCTEMa IITYYHOTO IHTENEKTY, 3BYKOBHI JABUTYH, PEJAKTOp MaTepiaiB
Ta 0araTo 1HIINX.

o Benuka cnimbHOTa po3podnukiB: Unreal Engine Mae akTUBHY CHIJIBHOTY
pO3pOOHMKIB, fIKa JoroMarae OOMIHIOBAaTHUCh 3HAHHSMH, DIIICHHSMH Ta
1 TPUMKOIO.

Minycu:

o Cxiannicte B ocBoeHHi: Po3pob6ka Ha Unreal Engine Bumarae mneBHOro
piBHA TEXHIYHMX 3HaHb 1 JOCBIAYy, IO MOXe OyTH BHUKIUKOM IS
[IOYATKIBIIIB.

o Bucoki Bumoru no obnagnanus: s podotu 3 Unreal Engine moTpiOHui
MOTYXXHUW KOMITIOTEp 3 BIAMOBIIHUMH XapaKTEPUCTUKAMU, II0 MOXKE OyTH
O0OMEKEHHSM JIJIsl ACSIKUX PO3POOHHKIB.

o Jlinensiitna BapticTh: Bukopucranns Unreal Engine moxxe OyTu noB'si3aHo 3
MEeBHUMHU BHUTpaTaMH, 30KpeMa, 3aJIeKHO BiJ THUMY JIIEH31i, sKy oOupae
PO3pPOOHUK.

BpaxoBytouu 1i mitocu ta Minycu, Unreal Engine € mOTy>KHUM 1HCTPYMEHTOM JIJIs
PO3pOOKH KOMIT'IOTEPHHUX 1TOp, IPOTE BUMArae meBHOTO PIBHSA 3HAHb Ta PECYpCIB
JUIsL YCIINTHOT peaizamii irpoBUX MPOEKTiB. [4]
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Haiioamxuum xkonkypenToM Unreal Engine € pywriii Unity. Unity € oxniero 3
HaUMOMYJSPHIIUX TIaTGOPM ISl pO3POOKH KOMITIOTEPHUX 1rop 1 BiJIOMa CBOEK)
THYYKICTIO Ta JIOCTYITHICTIO JUTsl pO3POOHHUKIB 3 PI3HUM PIBHEM JIOCBIY.

OcobmuBocti Unity mnonsiraioTh y HOro KpocmiiaTGopMeHOCTi, IO J03BOJISIE
po3polusiTH irpu Jjs pizHux 1iatopm, Bkirodaroun [1K, koHcomi, MOOIBHI
NIPUCTPOI Ta BIpTyallbHY peaibHICTh. Lle mae po3poOHMKAM MIMPOKUI OXOIUICHHS
ayIuTOpii Ta MOKIIMBICTD MyOJIIKaIlli iIrop Ha PI3HUX PUHKAX.

Ille onniero ocoOmuBicTio Unity € #Horo BOYIOBaHHMM Mara3uH akTHBIB, €
PO3POOHUKH MOXYTh MPUAOATH TOTOBI PECYpPCH, TakKi SK MOJEII IMEepPCOHAXIB,
TEKCTYpH, 3BYKH TOIO, a00 HaBiTh BJIACHOPYY CTBOPUTH Ta MPOJABATH CBOI
aktuBH. lle cmpormrye mportec po3poOKH, 3MEHIIy€e BUTPATH Ha BUPOOHHUIITBO i
JI03BOJISIE MIBHIIIE CTBOPIOBATH ITPH.

[ mrocu:

o IlpocTtoTa: Mae 3po3yMuInii 1 MPOCTHI B OCBOEHHI PEIAKTOP, KU MIBUIKO
OCBOITh HaBITh TOM, XTO paHillIe¢ HIKOJIHM HE 3aiiMaBCcs pO3pOOKOIO 1rop.

« Kpocmnardopmenicts: Unity m03BoJisse pO3pOOJISTH IrpU ISl PI3HHUX
riatgopM, 3a0e3neuyouu MUPOKY ayJUTOPII0 Ta MOXKIMBOCTI MyOsikaiii
Ha PI3HUX pUHKAaX.

o Marazud aktuBiB: PO3pOOHMKM MOXYTh NpUIOATH TOTOBI pecypcu abdo
MPO/IaBaTH BJIACHI aKTUBH, 1110 CIPOIILYE 1 MPUCKOPIOE MPOLIEC PO3POOKH.

o [Joctynuicth: Unity BiIOMUN CBO€IO JOCTYIHICTIO IS PO3POOHMKIB 3
PI3HUM pIBHEM JIOCBiJly, JI03BOJISIFOUM IMUPOKOMY KOJy JIOJIEH 3aiiMaTucs
PO3pOOKOIO Irop.

Minycu:

o OOMexeHI MOXKJIMBOCTI rpadiuHoro peHaepuHry: Y mnopiBHsHHI 3 Unreal
Engine, Unity Mmoke MaTu MeHIry rpadidHy HOTYKHICTb 1 MEHITY KUIBKICTh
rpadiuHux epeKTiB.

o Bucoka 3amexuictb Big ckpunTiB: Unity BHKOPHUCTOBYE  MOBY
nporpamyBaHHst C# 111 po3poOKH, 110 MOKE BUMaraTh OUIBIIOI KiJTbKOCTI
MPOTPaMICTCHKUX 3HaHb B MOPIBHSHHI 3 Bi3yaJlbHUM NMPOTPaMyBaHHSM, IO
npononye Unreal Engine.

o Bapricte geskux nmomatkoBux  QyHKIiK: Jleaki  po3mMpeHHS — Ta
dbynkuioHanapHicTh Unity MOKYTh OyTH JOCTYIIHI JIMILIE 32 TUIATy, 0 MOXeE
30UIBIITUTH BUTPATH HA PO3POOKY.
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Ax O6auumo, Unity e pocroiitnuM koHKypeHToM UE depe3 cBOIW JOCTYNHICTH Ta
YHIBEPCAJIbHICTh. AJle YoMy JUIs AMIUIOMHOI poOoTu OyB BuOpaHuii came Unreal
Engine 5? CmpaBa B cucteMi OJYNPHUHTIB - CHCTEMH Bi3yaJIbHOTO TIPOTpaMyBaHHS
Unreal Engine, mo npeacrapiise co00r0 cHCTEMY HOAIB (BY3J1iB) 3 Pi3HOMAaHI THUMHU
JTaHUMH (TTOAISIMH Ta (PYHKIISIME). 32 TOTOMOTOI0 HUX PO3POOHUK MOXKE CTBOPUTH
rpy HE HaMCaBIIU KOJHOI CTpoKH Kony. Lle mo3Bonse He-mporpamMicTaM MHUCATH
CKPHIITH JIJIS ITOp, MEPETACKYIOUN HOAM, 33/1aBaTH iX BIACTUBOCTI Yy iHTepdeiici Ta
MOETHYBAaTH MiX co00¥0 [5].

Koxen By3onm Mae oguH abo JeKijgbKa MOPTIB, Kl MPUWMaIOTh YW MOBEPTAIOTH MEBHUN
napametp. [lopTu 37iBa € mopTamMu BX0oy, CIipaBa — BUXOJY.

Takum umaOM, X0u Unreal Engine moxke OyTH Ba)kuMM B OCBOEHHI, Ta MaTH OijbIIe
BUMOT 10 00JiaJiHaHHs, BOyJOBaHA CUCTEMA BI3yaJbHOIO MPOrpaMyBaHHS 3HAYHO
3HIKYE MOPIT BXOKCHHS.

Bapro Takox po3rsiHyTH nporpamHe 3abesmedeHHs st 3D monentoBaHHs, sike Oyne
BUKOpPUCTOBYBAaTUCh [JIsl CTBOPEHHS IrpoBHX acceriB. HalnonynspHimmmu 3D
naketamu € Blender, 3DsMax 1 Maya.

Blender: Blender - me Oe3komrroBHuii maker mis 3D-MonemroBaHHsg, aHiMarii Ta
Bi3yaii3zallii. BiH Mae moTyxHi 1HCTpyMEHTH ISl CTBOPEHHS CKIIAJHUX MOJIEIEH,
peaNiCTUYHUX aHIMalii Ta Bi3yaldbHUX e¢ekTiB. OAHIEl0 3 OCHOBHHX
ocoommBocteid  Blender € #oro BIiIKpUTHHA BHUXIJHUW KOJ, IO JO3BOJISE
KOpHUCTyBauaM Moau(iKyBaTH Ta alaiTyBaTy Mporpamy mij cBoi motpedu. IHioro
BiIMIHHOIO prcoro Blender € cucrema reoMeTpuuHUX HOJ, 110 POOJIATH MOKIUBUM
IPOLIEyPHY TeHEpaLlio CKIaJAHOI FEOMETPII.

[irocu:

. beskomToBHICTh: Blender € Ge3komITOBHUM MpOrpaMHUM 3a0€3MEUYEHHSM,
10 poOUTH HOTO HAWAOCTYNHIIINM 3 ycix 3D mporpam.

. Biakputuii Buxiguuii koa: Binkputuit BuxigHuit koa Blender nosBossie
po3poOHUKaM Moau(diKyBaTH Ta pPO3MIMPIOBATH HoOro (GyHKIIOHATIBHI
MOYJIUBOCTI.

. ®dyHKIIoHATBHICTE: Blender mae mmpoxi MOXKIJIMBOCTI 11 MOJETIOBaHHS,

aHiMalli, CMMYJISIIT Ta Bi3yaii3allii.
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. VYHiBepcaIbHICTh: MOKE BUKOPHUCTOBYBATHUCH ISl OYIb-SIKOTO BUIY POOIT —
Bin 3D-Bizyamizaiii i1HTEp €piB JO CTBOPEHHS IrPOBHX acceTiB  Ta
Bi3yaJIbHUX €(EKTIB.

Minycu:

o Kpyrtuii mouatkoBuii mopir: Blender mae npemo ckiagHy HaBiramiro Ta
iHTepdeiic, Mo MoXKe 3aTpUMaTH MOYATKIBIIIB.

o OOmexeHa miaTpuMKa: Y MOPIBHSHHI 3 KOMepIiitHUME makeTamu, Blender
MOK€ MaTH MEHIY MiATPUMKY KOPUCTYBAylB y BUIJIAAl JTOKyMEHTaWii Ta
OHJIAMiH-KYPCIB.

3ds Max: 3ds Max - me moryxHmi makeT s 3D-MoxjenmtoBaHHS, aHiMarlii Ta
Bi3yauizailii, po3poosieHnii komnaHiero Autodesk. Bin mae mmpoxuii cnekTp
THCTPYMEHTIB JIJIsI CTBOPEHHS CKIIATHUX MOJIeNeH, poTopeasicTUYHUX Bi3yasi3allii
Ta a”iMaliiHux edektiB. OmHIEI0 3 OCHOBHUX ocoOmuBocte 3ds Max € #Horo
BHUCOKA 1HTErpailisi 3 1HIIUMU mnpoaykTamu Autodesk, 10 103BOJIsIE€ JIETKO
OOMIHIOBATHCS TaHUMH Ta MPALIOBATH B €IMHOMY €KOCUCTEMI.

[ nrocu:

o Posmupeni MoxiuBocTi MojaemoBaHHs: 3ds Max mMae MMpPOKI MOXKIUBOCTI
JUUIsSL CTBOPEHHSI JICTATbHUX Ta CKJIAIHUX MOJICIICH.

o Inrerpauis 3 iHmMMU nporpamamu: 3ds Max JIerKO 1HTErpy€eThCs 3 IHIIUMU
nporpamamu Autodesk, 1o crporrye o6poOKy 300paxkeHb Ta CIIBIPAITO 3
IHIIUMH pO3POOHUKAMHU.

Minycu:

o Bapricts: 3ds Max € KoMepIliiHUM TIPOrpaMHUM 3a0€3MEUEHHSIM, 1 MOXKeE
OyTH ()IHAHCOBO HEAOCSHKHUM JIJISl ICSIKUX KOPUCTYBAYIB.

o Bumoru g0 cucremu: 3ds Max BuMarae NOTYXHUX OOYHMCIIOBAIBHHUX
pecypciB, 1O Moxke OyTh oOMexyroduM (aKTOpoM i JESIKUX
KOPHUCTYBaviB.

Maya: Maya - ne mupodeciithuit maker mns 3D-monentoBaHHs, aHIMaiii Ta
Bi3yasizarlii, ctBopennii kommnaniero Autodesk. BiH mmpoko BUKOPUCTOBY€ETHCS B
rajxy3l KiHO, Bifeoirop, TeneOaueHHs Ta IHIIMX CeKTopax po3Bar. Maya
BIJIPI3HSIETHCS CBOIMM TMOTYKHUMHM 1HCTPYMEHTaMHM JUIsl aHiMallii, Bizyamizalii Ta
CUMYJIALIT, a TAKOXK MHUPOKOIO MiITPUMKOIO IJIATTHIB Ta PO3IIHUPEHb.

[Inrocu:
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o ['HydkiCTh Ta pO3HIMPIOBAHICTh: Maya HaJa€ IIUPOKI MOXKJIMBOCTI JIJis
HAJIAIITYBAaHHS Ta PO3IIMPCHHS, 3aB/SKH IJIariHAM Ta CKPUIITaM.

» CreuianizoBaHi IHCTpyMEHTH: Maya IpOIOHYE Clieliaai3oBaHl IHCTPYMEHTH
JUIS CEKTOpiB KiHO, Bijeoirop Ta TenebaueHHs, W0 pOOUTH HOTO
NONYJIIPHUM cepel podecioHatiB.

Minycu:

o Bapricts: Tak sax i1 3DsMax, Maya € [nocHTh JOpPOTHUM TPOTPAMHHUM
3a0e3neueHHsIM, Ha JaHui MOMEHT LiHa HOTro MiCSYHOI MiMUCKH CTAHOBUTH
$235/mics1ip.

o Bumoru no cucremu: Maya BuMarae noTyHOro o0jagHaHHS Ta PECypCiB,
10 MOKe OyTH OOMEXKEHHAM I JESIKUX KOPUCTYBAYiB.

Jlns mUmIoMHOI poOOTH HAMOIMBIN JOIUILHO BHKOpHcTOByBaTH Blender, amxe
HOro JOCTYHHICTh Ta YHIBEPCAJIBHICTh € BAKIMBUMHM IE€pEBAraMu B KOHTEKCTI
HEeBEJIMKOTO 1Hai-ipoekTy. Blender naBHo ygiiimoB y pobouunii mporec 06ararbox
HEBEJIMKUX CTYAIH, aJkKe ISl HUX BUT1IHILIE BUKOPUCTOBYBaTH Oe3koiToBHe 113,
K€ He IOCTYIAEThCS SAKICTIO aHajoramM, a TOMy HOro MO)XHA CIpPaBeJJIMBO
Ha3BaTH CTaHAAPTOM iHIyCTpii [6].

3azu1;1 BHUKOHAaHHA MCTH I[I/IHJIOMHO.l' pO6OTI/I BHUKOPHUCTAHO HACTYIIHC I13:

» Zbrush (CKyIBITHHT TIEPCOHAXKIB)

» Blender (hard surface monemtoBaHHs, pETOIOJIOTISI, PO3TOPTKA)
» Substance 3D Painter (TeKCTypyBaHHS)

» Adobe Photoshop (Ikonku Ta iHIII eleMeHTH iHTepdeiicy)

» Unreal Engine (s1eBen 1u3aiiH, CKpUIITH)

OCKUIbKM METOJIM CTBOPEHHS MOJIENICH TMepCcoHaxiB Ta OO0 €KTIB OTOYCHHS
BIJIPI3HSIOTBCA, [I€ B CBOIO 4Yepry TakKOoX 3HAXOAUTb BIIOOPaXKEHHSA Yy
BUKOPUCTAHOMY IMporpamMHOMy 3a0e3rnedeHHi. JIis CTBOpEHHsI IIEpCOHaXiB
BUKOpUCTOBYEThCSE 3D maker Zbrush, po3poGienuii xommaniero Pixologic. 1ls
mporpamMa € JiepoOM y CTBOPEHH1 BHCOKOTOJITOHAJIBHUX MOJENEH, 1 IHUPOKO
BUKOPUCTOBYEThCSI y KIHO, MYJBTHIUIIKAII, Ta IirpoBiii cdepi [7]. Yepes
MOJKJIUBICTh CTaOUTBHOI POOOTH 13 JECSITKAMU MUIBHOHIB TOJITOHIB, IMIUPOKUN
HaOlp TEH3JIB Ta 3pYyYHUU 1HTEpQEiC, AKUN 11eabHO MIXOAUTh I POOOTH 13
rpadiyHUM TIaHIeToM, Zbrush BBakaeThesl cTaHAapTOM 1HIYCTpii AJist character-
JIA3aNHY.
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Adobe Substance 3d Painter € cnemiamizoBanuM [I3 a5  TekcTypyBaHHS
TPHOXBUMIPHHUX 00’ €KTIB. BiH Mae moTyHy cuctemy papOyBaHHs, sika JO3BOJISIE B
peXuMi peaspHOro 4vacy po3dapOoByBaTH MOJeib, HaKJIagaTH I1HTEICKTYalbHI
MacKd Ul HAJaHHSA TEKCTypaM JeTallizaiii, a TaKoXX CTBOPCHHIO HOBHX
matepianiB [8]. Tyt OyayTh BHKOHYBAaTHCS JBa OCTaHHI €Talld, SKi MEPEIyIOTh
IMIIOPTY MOJIENI y PYIIiH — 3amikaHHS TEKCTYPHUX KapT Ta BJIAcHE CTBOPCHHS
TEKCTYP.

OxpemMo CTOiTh MPOLIEC CTBOPEHHS €JIEMEHTIB 1HTEp(eiicy — 1KOHOK, TOJIOBHOTO
MEHIO, maHened Ta iHmoro. Lle € enementu rpadiunoro nuzaiiHy, 1 I ix
CTBOpEHHS AopeuHinie BukopuctoByBaTi Adobe Photoshop — naiimonynspuimuit
penakTop pactpoBoi rpadiku. OKpiM CTBOPEHHS KOJIAXKIB Ta peJaryBaHHS
dotorpadiit, Photoshop Mae mmpokuii HaOip 1HCTPYMEHTIB JJisi MajlOBaHHS, 1
TOMY 1/I€aJIbHO MIJIXOIUTh ISl CTBOPEHHSA iHTepdeiicy rpu. B aumiomHii poOoTi
naHeni iHTepdeiicy OyayTh CTBOpPEHI 3 HYyJsA, BHUKJIOYHO IHCTPYMEHTaMU
Photoshop, B Toli yac sik IKOHKK OyJyTh BUKOHAHI TEXHOJIOTIEIO overpaint, TOOTO
MaJllOBaHHSIM ToBepX penaepy mozeni. Lle cmpomrye poboty, amxke 3amicTb
MaJIOBAaHHS MEPCOHaXka MOTPIOHO JIMIIE JOOMPALIOBATH 300pa)KeHHs, HaJaBIIN
oMy BITi3HABaHHUM Bi3yaJlbHUI CTHIIb.

TaKI/IM YUHOM, OJIs1 BUKOHAHHSI MCTH )II/IHJ'IOMHO.I. pO6OTI/I BI/IKOpI/ICTaHO HaCTyTIHe
I13:

» Zbrush (CKyJBITHHT IEPCOHAKIB)

» Blender (hard surface MoaemroBaHHS, PETOIOJIOTIS, PO3TOPTKA)
» Substance 3D Painter (TeKCTypyBaHHS)

» Adobe Photoshop (IkoHKHM Ta iHIII €IEeMEHTH iHTEpdEHCY)

» Unreal Engine (JieBen 1u3aiiH, CKPUITH)

BucuoBok

Otxe, 3amayer0 BUIYCKHOI KBamidikaliifHoi poOOTH € po3poOka rpu Ha 0asi
Unreal Engine 5. Lle# pymniii, He OUBASYNCH Ha BHCOKI BUMOTH 0 OOJaJHAHHS
Ma€ HU3BKUN MOPIT BXOJDKEHHS JIs1 He-TiporpamicTiB. ['omoBHOIO mepeBaroro UE
HaJl HOT0 TOJIOBHUM KOHKYpeHToM UnNity B KOHTEKCTI 1aHOi poOOTH € HasIBHICTh B
Unreal Engine OaynpuHTIB - CHCTEMH Bi3yaJbHOTO TPOTPAMyBAaHHS, IO
MPEJCTaBIIsIE COO0I0 CUCTEMY HOJIIB 3 PI3HOMAHITHUMHM JTAHUMU .

OcCHOBHI BHMOTH J0 MNPAKTHYHOI YACTHHH — TMPOCTOTA Y PO3POOIN, IIKaBUM
KOHIIETIT Ta BIAMOBIIHICTh bOMY KOHIENTY (hiHaNBbHOI Bepcii qoaarky. ['pa Oyne
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IPEJCTaBISITH o000 Tiopuy mryTepa ta Tower Defense, moexnyroun OymayBaHHS
3aXHCHUX TypeJseH 13 CTpUIbOO0I0 MO XBUJISIM MPOTUBHUKIB.

OcHOBHI MeXaHiK/ — OYIBHUIITBO Ta anrpen]] Typesiel, MacTOK Ta 1HIIOTo i Yac
CTajii MArOTOBKH; BIAOUTTS aTak MPOTUBHUKIB HA MaHEp IIyTepa I Yac cTaiil
0010.

JlJiss cTBOpEHHsI IrpOBUX acceTiB Oyne BukopucroByBatuch 3D maker Blender.
Uepes cBOW0O JIOCTYMHICTh Ta YHIBEPCAJIBHICTh BIH € HaWKpallUM BHOOPOM IS
HEBEJIMKOTO 1H]I1 POEKTY.

PO3AILJI 2. Po3poOka rpadgivHOro KOHTEHTY
2.1 Po3pobxka 3D moneneit

Posrnssuemo miporiec ctBopeHHst 3D Mozeneit Ha mpukiiaal po3poOKH MepcoHaxa —
TOJIOBHOTO Te€pOsi, SIKUM KEPY€E TPABEIIb.

[lepmyiM eramoM CTBOpEHHSI OyAb-sIKOTO CKYJIBITY € OJIOKIHI, TOOTO CTBOPEHHS
OosiBaHKU, sika (Gopmye cuinyeT mojeni. OCHOBHMMM BUMOTaMHM Ha ik cTamil
pobOYOro TpOIECy € YTPUMaHHS HU3BKOTO MOJIKAYHTY, TOOTO KUIBKOCTI
MoIiroHiB 00’ekTa. [IprynHOIO 1IBOTO € TE€, IIT0 MEHIII IIIJIbHA MOJITOHAJIbHA CITKa
JIeTIIe MiIaeThest aedopmarlii Ta 3riaKyBaHHIO, TOXK MPU CTBOPEHHI OCHOBHHX
(dbopM HEOOX1THO TPUMATH HU3BbKY KIJIbKICTh MOJTIroHiB [9].

3a monoMoror 0a30BUX IHCTPYMEHTIB 33Jal0ThCsl OCHOBHI (DOpPMH Ta MPOIMOPIIiT
MaiOyTHBROTO MepcoHaxa. Lle B mepry uepry inctpyment “Move”, sikuii 103BoJIsI€
«TArHyTH» Mer, nensii “Standart” ta “Clay Buildup” — mis nomaBanus 00’emy, i
“DamStandart” — my1st CTBOpEHHS LIiJIeH Ta MOTIHOJICHb.
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Puc. 2.1 brokinr nepcoHaxa

st GJIOKIHTY TepcoHaXka ekl 4YacTUHI Tija OyJIyTh CTBOPIOBATHUCH OKPEMO.
[TpuuuHOIO IS 1IBOTO € Te, IO TaKli YaCTUHH TiNa, SIK TOPC, MOTpeOir0Th HabaraTo
MEHIIO1 MITBHOCTI MOJITOHAJIBLHOI CITKH, HIXK Hampukiiaa pyku. [lanelii pyk, HIrTi,
Ta 1HI JAeTali, € Jy)Xe MajJuMHU 3a PO3MIpOM, B TOM 4ac SIK TOpPC € Habarato
OLTBIIMM 32 PO3MIPOM, 1 HE Ma€ TaKUX Manux AeTtane. I skmo poOutu 1 pyku, i
TIJI0 OJHUM 00’€KTOM, TO JUISI BCHOTO 00’€KTY MOTPIOHO Oyjae 3agaTH BHUCOKUU
MOJyKayHT, 1[0 B CBOIO YEPry € 3aiBUM (OCKUIBKHU JJSI TOPCY HEMOTpiOHO Gararto
TIOJIITOHIB), @ TAKOX

JacTh OLIbIIe HEBAaHTAXCHHS Ha cucTteMmy. Po3minuBiim Moaenh Ha JCKUIbKa
00’€KTIB, MOKHa €(EKTHUBHIIIE BUKOPUCTOBYBATH PECYPCH MpPOLECOpa, LIO
HAJIaCTh MOKJIUBICTh B MOAAIBIIOMY OLIbIITI KOM(POPTHO TPAIIOBATH 13 CKIIATHOIO
TEOMETPIEIO.

Ha pwuc.2 BuOHO, HACKIIBKA MOXE BIAPI3HATUCH UIUIBHICTH CITKU Ha PI3HUX
yacTMHax Tuta. Ha Topci (5koBTa moJjirpymna) Ie BUAHO, SIK MPOCBIUYE MOBEPXHS
MO/, B TOM Yac sIK pyka (3eJieHa MmoJjirpymna) moBHICTIO TIOKpUTA YOPHUM, TOOTO
MOJIITOHIB HACTUIBKK 0araTo, M0 BiJOOpaXE€HHS CITKU 3aTEMHIOE TOBEPXHIO
MOJIeI.
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Puc. 2.2 TlopiBHSHHS MIITBHOCTI CITKU PYKH Ta TOpca

[Ticnst 6;oKiHTY HEOOX1IHO MPOPOOMTH BTOPUHHI J€Taji, TOOTO IPOPOOUTH M’SI3U
TiTa, TPOMANIOBATH pHCH 00JuMuYs Tomo. Hamami wMoxmens Tina Oyne
BUKOPHCTOBYBATHUCH JIJII CTBOPEHHSI IHIIUX €JIEMEHTIB — OAATY Ta mmojomy. Jlis
HOTO 3a JIONOMOTOK) MAacKh HOTPIOHO BUIUIUTH 00JacTh, 3 SKOi Oyne
EKCTPYIUTUCH (BUYABIIOBATHCH) OAsr. Ilicis mporo moTpiOHO 3HOB MOBEPHYTH
CITKy 10 BIJIHOCHO HHU3BKOTO TMOJIKAYHTY — JUIsI I[bOTO BUKOPHUCTOBYEMO
DynaMesh, sikuii mepeOya0Bye CITKy Ha OCHOBI HasBHOI FeOMETpii 3a 3aJlaHMM
napametpom  “resolution”. Tlicns mporo oxar wmoxHa jgedopmyBaTH Ta
TIPOMAJTbOBYBATH CKIIAJIKH.

Puc. 2.3 PeHnep CKyJbIITY IEpCOHANKA

['oTOBMI1 CKYJNBNT MEpPCOHAXa MICTUTh Maike 7 MUIbMOHIB TMOJITOHIB, 1 OJHIET

Takoi MOJEN1 B CIEHI JOCTaTHhO, IIO0 3JIaMaTH TPy, OCKUIBKU MpOpaxyBaHHS
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TAKOT0 MOJIrOHaXy 3abepe BCi pecypcu komm’rorepa [10]. B mimsx onTumisarii
HEOOX1THO 3pOOMTH PETOMOJIOTi0, TOOTO CTBOPUTH HOBY MOJIeNb, 3 Habarato
MEHII HIUIBHOIO CITKOIO, SIKa JIMINE MOBTOPIOE CHUIYET CKYJIbNTY. SIK BUIHO Ha
pUCYHKY 4, Ha HU3BKOIOJIITOHAIBHIN Bepcii (crpaBa) BUIHO OKpeMI MOJITOHH, a
Ha M1100pil MOMITHO SICKPAaBO BUPAKEH] KYTH, Uepe3 Mally KIJIbKICTh TPaHEil.

Puc. 2.4 [lopiBHSHHS CKYJIBOTY Ta PETOITY

Petormonorito MoxxHa poOuTH 1 Beepenuni Zbrush, ane Blender mae BOymoBaHwmii
anmon Bsurfaces, mo poouThk mporec Habarato mpocTimmM. K MpHKiIaa, MOKHA
nodatu OyayBaTH HOBY TOIOJIOTIIO, HAMATIOBABINM JEKUIbKA JIHIA Ha MMOBEPXHI
MOJIeNi, TICIsS 4YOro MEepeTBOpUTH iX Yy reomerpiro. OkpiM TOro, neu auaoH
ABTOMATHYHO HAJAINTOBYE TMapaMeTpi CHAIIHTY (TIPHUB’S3KH, aHII. SNapping)
TaKUM YUHOM, 1100 HOBA T€OMETPIS «IPUMArHI4yBajlach» JO0 CKYJBITY, a TaKOX
J0/1a€ BC1 HEOOX11HI MOAN(IKATOPH.

['oTOBY peTomnosoriro HeoOXiTHO PO3rOpHYTH, TOOTO mMpoBecTH posroptky UVW
koopauHart. Lleit mporec nepeadavae CTBOPEHHSI HA OCHOBI TPHOXBUMIPHOI MOJIEI1
JIBOMIPHOTO aTJiacy, Ha SIKU MOXXHA HaKJIagaTH TeKcTypy. s mboro moBepxHIO
MOJIeNII TOKPHUBAIOTH IIBaMH, MO SKUM MOJENIb JUIMTHCS HA YaCTUHH, SAKi
«pO3TATYIOTH» Ha amiaci. OCHOBHMM 3aBAaHHSM Ha LIbOMY €Tall € CTBOPEHHS
HaWMEHIIOT KIJIBKOCTI IIBIB MPU MIHIMAJIbBHOMY PO3TSATHEHHI TEKCTYPH.
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Puc. 2.5 UV-posroptka

HactynmHuM KpokKOM € TeKCTypyBaHHA Mofeni. Po3ropHytuii mepcoHax
iMnoptyetrbess B Substance Painter, mpu CTBOpEHHI HOBOI'O IMPOCKTY BKa3yeMO
Normal Map Format — DirectX. Ile o3Hayae, mo Mama HOpMayied, SIKy MH
crBopumo, Matume ¢opmar DirectX, a me OpenGL. Ile HeoOximHO TOMYy, HIO
pymiit Unreal Engine BukopucTtoBye came Iiei ¢opmar mar, i SKIIO BHOpATH
HeBIpHUU (popmaT, TO MOJIENb Oy/ie BITOOpaKaTUCs HEKOPEKTHO.

[lepen mouatkoM ¢apOyBaHHS MOjENl MOTPIOHO MIATOTYBATH TEKCTYPHI KapTH.
Jis mworo Bcepenuui Substance Painter e ¢yskimis “Bake mesh maps”. 1ls
(GyHKLISI CTBOPIOE HA PO3TOPTII KapTH MEBHUM MapaMmeTpiB MOJENI, HaNpUKIIA/,
Curvature, sika BimoOpaxae BUKPUBIICHHS MOJIETI, 1 MOKE BUKOPUCTOBYBATHUCS IS
BUJIIJICHHS Ta TMOKpacku (acok, MIBIB, Ta IHIIINX HEPIBHOCTEM.

B nepiy uepry, HEOOXiIHO 3aIllKTH KapTy HOpMaJlel, sika MICTUThH 1H(POPMAILIIIO
PO BUCOKOMOJITOHAJbHY MOJ€Nb, TOOTO CKYJBNT, 1 MEPEHOCUTH HOro
JeTaji3allil0 Ha PpeTol, JO03BOJSIOUM JOCSATITH BHCOKOI JeTraiizaiii Ipu
MiHIMaJIBHOMY ToJIiKayHTi. [1iciis boro MOHa 3arikaTi BCl 1HI Marnu. Baxkinso
Py 1[bOMY BUCTAaBUTH B MapaMeTpax BUCOKY PO3AUIbHY 3JaTHICTh, HABITh SIKIIO
MailOyTHsS TeKCTypa OyJe 3HauHO MEHIIa, ajpKe KapTa, 3aneueHa B 4K, 1
nepepoOiieHa B 2k, Oyjie BUTJIsaTH HabaraTo Kpaiie, HiXk Ta, 1[0 0Jipasy 3aredyeHa
B 2K.

Matouu roToBi TEKCTYpH1 KapTH, MOKHA MIPUCTYMATH K TEKCTYPYBAHHIO.
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dapOyBanus mojeni B Substance Painter 6a3yerscst Ha cucTeMi 1apiB, Tak camo,
sk 1 B Adobe Photoshop. Huwkximu 1irapamu 3aa€Tbesi 0a30BUil KO, MICAS YOro
HACTYITHI HAKJIaJalOThCS IMOBEPX 3a JOIOMOTOI0 TIEH3TIB, 3aJIMBOK, MAacoK, Ta
IHIIUX 1HCTpyMeHTIiB. OKpiM KOJBOPY, MOJEII 3adaroThcs mapameTpu roughnes
(IIOpPCTKICTh), SKa BIANOBIZA€ 3a BIJOWTTSA/TIOTIWMHAHHS CBiTMIa, Metalness
(MeTayIeBiCTh), 110 BU3HAYAE KUTBKICTh BiJOOpaKeHb Ta BiJOIMCKIB, Ta 1HIIII.

Croeprry cTBOPMMO JACKUIbKA TATOK, JUI KOXXHOTO €JeMEHTa TMEPCOHaXKa: It
HIKipH, A1 GyTOONKHU, MITAHIB, B3yTTA Ta MIOJIOMY, a TaKOX A 30poi. KoxHiit 3
mux mamok jgoxaemo black mask, macky, ska 3a JTOIOMOTOI YOpPHO-O01JIOTO
rpalieHTy 3a7ae, 9yu Oyae BiIOOpakaTUCh MW Imap/manka Ha JaHiid MOBEpXHi, 1
KO0 Oyzie, TO SIKOK Miporo. TakuM YMHOM MU 130JIF0€MO ISl MManKd OJIHA BiJl
OJTHOT, 1 TEKCTYpH HE OyIyTh MEPEKPUBATH OJHA OIHY.

Puc. 2.6 Moaens, mokputa 6a30BUMH KOJIbOPaMH

Hami nomaemo noBi mrapu (fill layer), i mokpuBaemo iX Takow X Mackoro, SiK 1
TAIKY, aje Ha Ied pa3 BOHA BUKOPHCTOBYETHCSA HE JIUIS TOro, 00 i30JI0BaTH, a
JUIS TOTO, 00 MaIlOBaTH HUMH IOBEPX 0a30BOr0 KOJIBOPH, BUKOPHCTOBYIOUH
TICH3JII Ta 3aJIUBKH.

Jliis mpukiIaay po3mIsHeMo Tpoliec cTBopeHHs JsactoBTrHHS. Hosomy fill layer
3aJ1a€ThCA KOMIp, TEMHIIINNA 3a 3aralbHU TOH MIKIPU, HA HHOT'O HAKJIAJJA€EM YOPHY
macky. Jlomaemo wuotupu enementu fill, To6TO0 3ammBku. Y grayscale kanai
nepetaryemo 3D_simplex_noise, ratio_clouds_1, ratio_dirt 3 Ta ratio_dirt 4. Im
HeoOxinHo BuctaBuTh pexxumu 3MinryBanus Normal, Multiply, Screen ta Screen
BiAmoBiAHO. JlaHi 3aJMBKM BiAMIYalOTh HA MacCIll MICIS, J€ TPOSBISTUMETHCS
nanwii map. [lpu 1mpOMy KOpPHCTyBad MOXKe B OyIb-iKHl dYac peaaryBaTu

napameTpu balance Ta contrast, mo0 3MIHHTH PHCYHOK MAacKH. 3BEpXY J0JAEMO
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¢dineTp sharpen 3 mapamerpom sharpen intensity 0.35. Jlami gomaemo eleMeHT
levels, skuii macTh KOHTPOJIb HAJ MAacKow. Pyxarwouu MOB3yHKM MacKy MOYKHA
3poOUTH OUTBIIT @00 MEHII SICKPABOIO Ta/ab0 KOHTPACTHOIO.

&t Morm =
¥+ sun damage
- 11 -

& Jll Levels

Paint Mul = 100
sharpen
& ratio_dirt 4 San ~ 100
ratio_dirt_3 Sorn 100~
ratio_douds_1 Mul -~ 100~

» 30_simplex_noise Marm ~ 100~

Puc. 2.7 llpuknan nanamrysanns fill layer.

[Ticnst cTBOpEHHSI TEKCTYp iX €KCHOPTYIOTh y MOTpiOHOMY (hopmaTi y pymriid abo
iHy 3D nporpamy.

Puc. 2.8 [lepconax 13 TeKCTypaMu

2.2 Pirriar ta agimaris

[lepen TiMm, Ik aHIMYyBaTH TIEPCOHAXKA, AJI1 HHOTO MOTPIOHO CTBOPUTH PIT, TOOTO
CKeJIET MOJEJll, SKHI BU3HAYATHUME, IKI YACTUHU MOJEII 1 SKUM YHHOM
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pyxatuMyThCsi. OCOOTUBICTIO Piry irPOBUX MEPCOHAXKIB € T€, IO JIJIST HUX
CTBOPIOIOTH 2 CKEIIETH — OJMH, CONtrol rig, npusHaveHuii 11t CTBOPEHHS CaMUX
animanin. Ipyruit — deform rig, 6e3nocepenspo aedopMye MOJIENb 3TiTHO
a”imarrism, 3aganum control rig. Taka cuctema HeoOXigHA TOMY, IIIO iTPOBI PyIIii
HE MIATPUMYIOTH OUTBIIICTh THX (PYHKIIH, sIK1 MatoTh 3D makeTn HaKIITaiT
Blender, Maya Ta inmri. Okpim TOro0, npu ctBopeHHi control rig nonaerscs 6araro
3aliBHX KICTOK, sIK1 HE 1e()OPMYIOTh TOBEPXHIO, & BAKOPUCTOBYIOTHCS SIK
KoHTpoJiepu. [Ipukitan: HanamTyBaHHS IHBEPCUBHOI KIHEMATHUKH — TSI KOYKHOT
KIHI[IBKA CTBOPIOIOTH I10 JIB1 IOJATKOBI KICTKU (OHA JJISI KOHTPOJIIO HATIPSIMKY
CTUHaHHS, 1 OJTHA JUI PyXaHHS KIHI[IBKH). A TOMY MOTPIOHO 3amiKaTy aHiMallli Ha
deform rig, abu He CTBOPIOBATH 3aiBY IUTyTaHUHY B iEpapxii CKEIeTYy.

Puc. 2.9 Control rig (3;miBa) ta deform rig (cipaBa)

Jliis ctBopeHHs ckenety mojeni B Blender BOynosauuii amgos rigify. BrimounTu
fioro MoxxHa, eperimoninn y MeHto Edit/Preferences/Add-ons ta 3uaiimoBim
roro y monryky. Tenep, npu 10JjaHHI HOBOTO €JIEMEHTY Yy CIIEHY, B TPyl
armature 3’sBuBcs Meta-Rig. Tomaemo #oro y cieny, 3a HeoOXiTHOCTI
Macitabyemo. HeoOxiaHO po3TanryBatu KICTKA BCEpeIuHI MOJIEI TakK, 100 BoHa
KOpeKkTHO nedopmyBasiacs. Takox He0OX1IHO, III00 KICTKHM KIHITIBOK Ha MiCIIi
Cyri1001B 3’€IHYBAIUCH TIiJ] KyTOM, OCKUIBKH 11€ HEOOX1AHO I KOPEKTHOI pOOOTH
1HBEPCUBHOI KIHEMAaTHKHU.
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Puc. 2.10 HanamrryBaHHs CKeleTy MOEl

HanamryBaBmm ckenet, Hatuckaemo «Generate Rig», orpuMyeMo pir Ha OCHOBI
noOya0BaHOTO CKelleTy. BuOupaemo Momens 1 pir (came B Takiid TOCITITOBHOCTI), 1
BuOupaemo Set patent to/Armature deform/With automatic weights. Takum unHOM
MOJIeJIb MIPUB’SA3Y€EThCA 0 piry. KoxkHii KICTII 3a1a€ThCsl TIEBHA 00JIacTh, HA SIKY
BoHa BIUMBae. [ls obOnacte 3amaeTbes y pexumi Weight paint, sikwii mo3Bosisie
MaJIIOBaTH Ha MOBEPXHI1 MOJI€Tb CUHBO-UYEPBOHUHN I'PAIEHT, IKUI BU3HAUYAE, HA SIK1
TOYKM 1 SIK CHJIBHO BIUIMBAaE JedopMallisi AaHOi KICTKH. SIKIIO TMOBEpXHs
nodapboBaHa B CHHIM KOJIp, II€ O3HAYAE, IO BHOpaHA KICTKa HE Ma€ >KOHOTO
BIUIMBY Ha HEi, SKIIO B YEPBOHHI — 3HAYMTH BIUIMB MakcuManbHHM. [HDOpMarltis
PO BIUIMB KOKHOT'O €JIEMEHTa TUIy armature Ha mMojenb 30epiraeTbcsi B OKpeMy
BEPTEKCHY TPYIy, 1 KOPUCTYBau MOKE B OyAb-sIKUI Yac iX pegaryBaTH.

Puc. 2.11 Pexxum Weight Paint

[Ticnss cTBOpeHHs piry 1 MNPUB’SI3KH JO HHOTO MOJEIl, MOJCNIb IOYWHAE
MOBTOPIOBATU PYXHW CKejleTa. AJie Tij Yac JeSKUX PyXiB, HANPHUKIaA, TpHU

CHUJILHOMY MOBOPOTI KIHIIIBOK, 0a4uMMO, 1110 MOJAENb CHIbHO aedopmyeTnhcs. s
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BUIIPABJICHHA TMOAIOHUX TpoOJieM BHUKOPUCTOBYIOTH PI3HI METOAM: 1HOMII
JoroMarae J0JIaHHS HOBHMX KICTOK, SIKI 3MIHIOIOTH JIMHAMIKY CKeJieTa TaKuM
YUHOM, IO MOJENb AehOpMYEThCS OUIBII KOPEKTHO (MPUKIAZAOM € PO3JLICHHS
nepeamIiyya Ha 3 KICTKH, 3’€IHaHI MOCIIJIOBHO, IS BHUIIPABJICHHS JOCUTH
MOTUPEHOT MPoOJIIeMH 3 MEPEKPyUyBaHHAM PYKH TiJ 4Yac TIOBOPOTY 3aIl sCTS),
TaKOX YacTO MPHYMHOI0 Tpobiemu € HenpaBwibHU Weigth painting, npu sxomy
KICTKa HE OTPHUMY€ KOHTPOJIb HaJa TIOBEPXHEI0, Ky Mae aedopmyBath, ado
nedopmye Te, 3a IO BOHA BIAMOBITATH HE TOBWHHA, a TaKOXK BUKOPHUCTOBYIOTH
«xmoui hopmm», shape keys. [11]

Puc. 2.12 HexopekTHe 3THHAHHS PYKU

BukoHaeMo 3ruHaHHS PYKHM MEpCOHa)xa y JIIKTbOBOMY cyrio6i. bauumo, mio
MOJENb  1e(POPMY€EThCSI HEKOPEKTHO — TMepeAmiiyya BXOJIUTh Yy  Olwerc.
ITepexomumo y Object data properties, nomaemo HoBuii shape key. Otpumyemo
6a3oBy ¢opMy TepcoHaxka, TOOTO OCHOBY, MOPIBHSHO 3 SIKOIO MOBEPXHs Oyze
3MIHIOBATHCh. llepmmii «kimou» HIKOIM HE JeGopMyroTh, IS IBOTO J0JAOTh
HoBi. CTBOproemo shape key mjist 3ruHaHHS pyKW 1 BUCTaBisseMo mapametrp value
Ha 1. [licns 1bOro mepexoJuMo B pPeXUM peAaKTYBaHHS, 1 BUMPABISEMO HEIOIK.
Tenep mMu MOKeMO NEPEKIIIOUATUCh MK 0a30BOI0 Ta BHIPABICHOIO (HOPMOIO
mogem. [limBummyroun mapamerp Value Oimk4e [0 OJWHHMIN BUIPABICHHS
IPOSIBIISIETHCS, a SKIIO HAaBMakud — 3HUKae. Jlajmi HaTHCKaeEMO MKM Ha MapamepT
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value, i BuOumpaemo add driver. BucraBasieMo HACTYIHI MMapaMeTpH:

M rig.001
*,. MCH-forearmm_ik.

Puc. 2.13 HanamryBaHnHs apaiiBepa

Takum 4ywHOM, MU mpuB’s3yemMo Value 1m0 mapaMerpy TMOBOPOTY KiCTKH
nepeArUIiyya TaKuM 9YMHOM, TI0 MPHU CTHHAHHI pyKHu 10 82 TpanyciB maHuid Shape
key moBHICTIO IPOSIBIISIETHCS, & TIPU TPSAMIH PyIli BiH BiAKITFOUCHHIA.

Puc. 2.14 KopekTHe CrMHAHHS pYKHU MPU CIPAIlbOBYBaHHI ApanBepy.

Jlns cTBOpEHHsSI OKpeMHX aHimarlii HeoOXimHo mepeiitu B Action Editor, i tam
JI0JaTH HOBY adimamito. Bci posmimieni Ha Ttaimtaini  keyframe-u OyayThb
BIIHOCUTHCH juiie a0 i€l mii.  Ilicas nporo Ha Tadimmaini (IIkaji, Ha SAKINA
po3MideHI KaapHu aHiMallii) po3miinyroTecs Keyframe-u, To0To MiTKa, sika Ja€ 3HaK
mporpami, 10 Ha AaHOMY KaJpl JaHa KICTKa Mayia HacTymHi1 napamerpu. Cepen
napaMeTpiB MOXKYTh OYTH KyT MOBOPOTY, MEPEMIIEHHsI, MaclITa0yBaHHS KICTKU
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tomo. KinpkicTh (peliMiB B aHaMarix 3aJa€ThCsi KOPHUCTYBAaueM, BIJ IIHOTO
3aJIeKUTh, HACKUIBKU JIOBrOlO BOHA Oyne. Po3micTuBmim aBa keidyperiMu Ha IKali,
1 3aIyCTHUBIIM aHAMAIIiI0, T00AYNMO, [0 MOJICIh PYXAEThCA BiJl CTaHY, 3aJaHOTO
nepimmM KerdperiMom, 10 cTaHy Apyroro. TakMM YHMHOM MOXKHA PO3MITHTH Ha
IIKaji BCl HeoOX1aH1 TpaHchopMaiii.

[Meprim KpokoM € CTBOpeHHs Tak 3BaHoi King frame, To6To HaiOiIbII BaXKJIMBOTO
Kajpy B aHimMartii. [y npukiaxy BizbMeMo nporiec ctBopeHHs il «Sidewalk lefty,
TOOTO «X0/1b0a BiiBoy». B manomy Bumaaky King frame Oyxe mo3a nepconaxa, npu
SKOMY IpaBa HOTa MPUCTABISETbCA A0 JiBOi. Po3mimryemo 1ei kaap B HEHTpI
TalimIaiiny, Ha 15 ¢periMi (ToMy 110 3aranoM I aHiMailis ckiaagaerbes 3 30-Tu).
Ha nepmomy ¢peiiMi cTaBUMO TMEpCOHA)Ka y IMOYATKOBY IMO3MIIIO, HpHU SKIH
NEPCOHAXXK IIPOCTO CTOITh, MICIAS YOro MoeaHaHHsM kiasimr Shift+d poGumo
nyomikaT nporo ¢peiiMy Ha KiHenb aHiMalii. JlojaeMo JekuIbKa JIOMOMIKHHUX
keyframe-iB, 1100 3poOUTH aHIMAIliI0 PEATICTHYHOLO, MICISI YOT0 MPHUCTYIAEMO JI0
3aIMKJICHHS aHIMaITii.

O
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Puc. 2.15 Graph editor, 3anukieHHs aHiMaIlil X001

Skmio aHiMailisi € TOBTOPIOBAHOIO, SIK HANpUKIAA aHIMallis XoJabOu, i Tpeda
3aiMKINTH. JJ1g 1[bOT0 crodatky TpeOa BIEBHUTHCH, IO MEPIIMA Ta OCTaHHIN
¢petim animarii € adbcomoTHO ineHTHuHMMHA. daii Tpeba Bigkputu Graph Editor, i
BUOpABINM BCi KICTKHM, sIKi 3a[isHI B aHimalii, gogatu moaudikarop Cycles. Ban
CTBOPHUTH JyOJIIKATH KPUBUX 3MIHM [MapaMeTpiB Ieped 1 Mmicid aHiMarlli, o
3MiHIOE (QOpMY KpHUBMX Ha TMEpPHIOMY 1 OCTaHHbOMY Kajpi TakK, HIOM TICHs
OCTaHHBOT'O KaJIpy 3HOBY W€ MEPIIUU.
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Puc. 2.16 I'oToBwif O €KCTIOPTY aHIMOBAHUN TIEPCOHAXK

TakuM YMHOM CTBOPIOEMO BCl HEOOX1/IH1 aHIMaIli1, 1 EKCTIOPTYEMO 1X pa3oM 13
MEPCOHAKEM B PYIIIH.

2.3 Po3po0Oka rpagiyHoro Au3amHy

CrtBopeHHs rpadiqHOro MU3aiHY JJI TaHOTO MPOEKTY OOMEXKYETHCS CTBOPEHHSIM
CIIEMEHTIB iHTEep(EHCy, TAKMX K 1KOHKH, MCHIO Ta PI3HOMAaHITHI TO3HAYKH
(mpULILI, CTPUIKHA TOIIO).

PosrisitHemMo mpouec CTBOPEHHS JIOTOTUITY 1KOHKM Tpu (IOpTpeTy), fKa B
Maii0yTHROMY Oyjie ii mopTpeToM B MarasuHax jojaatkiB Hakmrrant Play Market.

BizbMeMO MoOJenb 1HIIOrO NepCcoHaXka i€l rpu, 30MO1, 1 3poOUMO pEeHIEp TaKUM
YUHOM, 1100 OCBITJIICHHS HE BiIIOBiIao 3abapsieHH0 GoHa. J{s mporo B Blender
nepetimemo y Material editor, i Bigkpuemo “World”. Bauynmo HamamTyBaHHS
mieraepy ortodeHHs i OaszoBuit HaOip Hom: Background ta World Output.
Komiroemo nomy Background, sminwBmu T KOJip Ha IHIIMHA, HANMPHUKIA,
yepBonnii. [Toegayemo i aBi Hoau 3a momomoror Mix Shader, B sikocti factor
BukopuctoByemo Buxin IS Camera Ray nwoxm Light Path. Takum ywunHOM, OmUH
Background ocBiTiiroe camy MO/I€ITb, @ IHIIIANA — OTOYCHHS.
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Puc. 2.17 HamamtyBanus Gony

Pennepumo nmaHe 300pakeHHs, 1 BigkpuBaemo Horo B Adobe Photoshop.
BubupaeMo 1HCTpyMEHT «u4apiBHA MaJUYKa» Ta BHUAUIIEMO YEpBOHUU (OH,
BUpI3a€MO Horo Ha HOBUM miap. Bubupaemo nBa BITTIHKa CHHBOTO KOJNBODY, 1
NEePETBOPIOEMO 11ap 3 (poHOM Ha rpaiaieHT. [licas uporo crBoproeMo QGirypy JdiHisi,
3MIHIOEMO 11 KOJIIp HAa YOPHUH, 1 pO3MIIIyEMO Ha Kparo 300pakenHs. Pooumo 3 1i
KOIIii, Ta MepPEeMIILyeMO A0 THIIKUX KpaiB, TAKUM YAHOM OTPUMY€EMO PaMKY.

Puc. 2.18 Ixonka rpu

BucHoBok

CtBOpeHHs1 TpadiyHOTO KOHTEHTY [UJIsi TpU — Iie CKJIaAHui 1 OaraTodazoBuii
MPOIIEC, /1€ KOXKeH HACTYNMHHUIN KPOK MOKE€ BUKOHYBATHCH B IHIIOMY TPOTPAMHOMY
3a0e3mnedeHHl. Po3MIstHYyTO mpoliec CTBOPEHHS MOJEN Ha MPUKIaAl po3poOKu
TIepCoHaXka - TOJOBHOrO repos. Moro ckyasnT OyB BHKOHaHMI B Zbrush, micms
qoro Horo excroptyBaiu B Blender mis peronosorii Ta po3ropTku. Ilicis mboro
MojieTh Oyna 3aTekcTypoBaHa y Substance Painter, i moBepHyTa Ha3aa B Blender
JUTST aHIMaIrli.
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OcobmuBocTsiMu poOodoro mpoiecy cTBopenHs 3D wMopenmelr st rpu €
HEOOXTHICTh ONTUMI3alil (HU3BKUI TIOJIKAYHT, BUKOPHUCTAHHS Maru HOpMajeil
TOIO), a TaKoX crenudiyHa cucTeMa CTBOPEHHS CKeJleTy, NMpU SKIH OJUH
BUKOPUCTOBYEThCS 11 CTBOPCHHS aHIMallli, MICIAs YOro 3 HBOro aHiMarli
“3amiKalOThCs Ha 1HIIMM CKeJeT, 0e3 3aiiBUX KICTOK Ta KOHTPOJIEPIB.

OxpiM TOTO0, OYJI0 MOKAa3aHO MPOIEC PO3POOKH IKOHKU (TOPTPETY) I'PU, IIPHU IKOMY
3anisHO K ¢GyHKioHan 3D mporpam (peHaep MoAelNi, MaHIMyJIAMii 3 mehaepoM
OTOYCHHS), TaK 1 pyHKIioHan rpadignoro pexakropa Adobe Photoshop.

PO3/1JI 3. Po3po6ka rpu y Unreal Engine

3.1 ImmopT acceTiB y py1iii

Po3po6xka rpu B cepenosuiii Unreal Engine mounHaeThbest 31 CTBOPSHHS MPOCKTY Ta
iMropty acceriB. B sikocti mabiony Oy BuOpanuii Blank (myctuii mpecer), 0e3
CTapTOBOTO KOHTEHTY Ta raytracing-y.

[Ticnss 1bOro Ha MAKMCKY CTBOPIOETHCS BIANOBIIHA JUPEKTOPis, B AKy OyIe

3aBaHTa)XKyBaTHCh Bech KOHTeHT. [lami Tpeba 3aiitu B Blender, i excropryBaTu

3BIATH MOZIeN, BKa3asiu B moJii Transform mapamerpu «Forwardy - «X» ta «UP»

- Z. Jlna o0’exTiB, IO MarOTh aHIMaIlli TakoX HeoOxigHo BuOpatu «Bake
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animations» rta mpuOparu ramouky «Add leaf bonesy. Ilicns mporo moxna
noBepratuch g0 Unreal Engine ta immopryBatu accetu. J{jis pisHHX IpyI Mojeei
CTBOPIOIOTHCS Pi3HI MAIKU JijIsi OUIbII 3pyYHOi HaBiraiii, a TaKoX OKpeMil Tarku
JUISA BIDKETIB Ta aHIMAIH.

[Ticast soro cTBOproroThes blueprint kimacu, siki mepeTBOPSATH IMIIOPTOBaHI MOAECITI
Ha 00’€KTH, SIK1 MO’KHA BUKOPUCTOBYBATH sl TOOYI0BH JIOTIKH TPH.

Actor. Jlanuii kjac mpeacTaBiisie co00i0 00’ €KT, AKUHU MOXKe OyTH PO3MIIICHHI a00
«3aCTaBHEHMIT» Yy TPOCTOpi. BUKOPHUCTOBYETHCS AJisi Pi3HOMAHITHUX CJICMCHTIB
OTOYEHHS, 30poi, cHapsiaiB Touo. Came BiH OyB Ha3HAYEHHHM TaKUM OO’ €KTaM, SIK
Generator ta Landmine, ockinbku BOHH HE PYXarOThCs 1 HE KOHTPOJIOKOTHCS
rpaBmem[12].

Pawn. Ileit knac € Bugom ACtOr, 1o Moke OyTH BiAAaHUM IiJ KOHTPOJIb IPaBLIO.
OxpiM TOrO, BIH JIETKO HpHiIMae BBIAHI J1aHl, BIIITBOPIOE aHIMallli, Ta pOOUTH
Oararo pedeil moi0HO rpasito. Lleit ki1ac OyB Ha3HAYCHUM TypessiM, OCKUIbKHU 11€
T03BOJIsSIE BUKOPUCTOBYBAaTH PawnSensing — KOMIIOHEHT, SKHiA JI03BOJISIE CTBOPHTH
JIOTIKYy CHUCTEMHU HaBeJeHHs Ha muib. OkpiM Toro el kmac mae Enemy_Al,
MITYYHUHN THTEICKT AJI1 MPOTUBHUKIB.

Character. ITigBun Pawn, sikuii Oinbpliie IPHUCTOCOBAHHMMA 10 KEpyBaHHS, Ta 3a
3amoBueHHsAM wmae Capsule Component s komizii Ta Character Movement
Component mis peainizaiii JIOTIKA XOAp0M, OyB Ha3HAYCHHM MEPCOHAXKY, SKUM
Kepye rpaBellb.

3.2 Po3po0ka irpoBuxX MexaHik
KepyBaHHS 11epcOHaXEM

CrBoproemo krac GM_GameMode tuny Game Mode Base, suoupaemo BP_Char,
SKHW TpesicTaBisie coooro kinac rpaeus, sk Default Pawn Class. V World Settings
Buoupaemo GM_GameMode sk GameModeOverride. Takum 94MHOM rpaBellb Ha
MOYaTKy IpU MaTUMe KOHTPOJIb Hall nepcoHaxkeM kimacy BP_Char, To6To irpoBwuii
npoiiec Oyie WTH BiJl IMEHI IIbOTO KJIacy.

[lepen nHamamTyBaHHS JIOTIKM KEpPYBaHHS B OJHIM 13 JUPEKTOPINA MOTPiOHO
crBoputu Mapping Context, ne ma3zHagarotbes BiamoBigHi rapstyi kiaasimon (WASD,
nkM, JkM Tomio). Y Event Graph kmacy BP_Char micns mozii EventPlay
cTBOproeThes nocwinanns Ha Player Controller, skuii migkmrodaeTses 1o Enhanced
Input Local Player Sub System; 3a ymoBu, 1o koutposiep HasBHui (IS Valid?),
nojgaeTbes BuOpanmii Mapping Context.  3a gomomororo momik  INputAxis
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IPUB’I3Y€ETHCS HAMPsMOK (Bici Y Ta X) Kancy/u rmepcoHaxa 1o napamerpa world
direction mogu Add Movement Input. Takum YuHOM, HpHM HATHCKAHHI KJIABIII
WASD nepcoHaxk pyxaerbcsi Yy BIAMOBIAHY CTOpPOHY. CXOXUM YHHOM
HaJIAIITOBYEThC oOepTaHHS Kamepw, jae axis value momii Axis Value, ska
BIZIMOBITa€ 32 00epPT KaMepH 1Mo OjHii 3 ocel, npuB’s3yeThest 1o Add Controller
Yaw/Pitch Input.

B animariitHoMy OynpuHTI mapaMeTpy IMIBUIKOCTI Ta KyTa TIOBOPOTY MEPCOHAKA
NIEPETBOPIOIOTHCS HA 3MiHHI, SIKI BUKOPHCTOBYIOThCS IUIsl KOHTpouto Blendspace
aHiMarii, To0to dainy, Skl BU3HAUYAE, SIK OJHA aHIMAIllS MEPEXOAWTHh B 1HIIY.
TakuM YuHOM, KyT TIOBOPOTY BH3HAUa€, SKy caMe aHIMalilo XoabOu
BUKOPHUCTOBYE MEPCOHAXK, a IIBUIKICTh BU3HAYAE, YU OyJIET BiH PyXaTHUCh B3arali.

Add Input Mapping

4
7 ddto Viewport {

© Inputhxis lool Jefright

» \ FRdd Controller Vaw input
= » i

Puc. 3.1 HanamryBanss Xxoas0u Ta MOBOPOTY KaMepHu
[TpuniyitoBaHHS Ta MOCTPLT IEPCOHAXKA

Enhanced Input Action IA_Fire (ikm), cipanpoByroun, Bukinkae Hoay Do Once,
HIJKIIOYEHY 10 YeprH, sika MPOIMYyCKA€ BUKOHAHHS JIOTIKM J1ajl, MICHs YOTo MiCis
3aTPUMKHU (SKy 3a7a€ KOPUCTyBad) MOBEpTaeThes B moje reset momm Do Once.
TakuMm YMHOM, TIPH 3aTHCKaHHI JIKM KUIBKICTh TMOCTpPUIIB Oyne oOmexeHa. B
IHIIOMY BHUMAJKy TOCTPiT OM CHpaibOBYBaB JECATKH pa3iB 3a cekyHmy. Jlami
BUKOHYeThCs Hosla Line Trace By Channel, sika npopaxoBye TpaekTopito mocTpiny
1 TeHepye mojii, TOB’sA3aHI 3 BIyYeHHsIM. B sxocti mapamerpy Start
BUKOPHUCTOBYETHCS BEKTOP TIOJIOKEHHS COKETY, SKUH BiJMOBiAa€ Tyly TBUHTIBKH,
Ta BEKTOPY, OTPUMAHOMY 13 TapaMeTpa MOBOPOTY Kamepu. SIKIIO MOCTPiJI MOMaB y
KOJTi3i10, TO BHKJIMKaeThes Homa Apply Damage, sika Hakjajae HOMIKOKEHHS 10
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0o0’exta kiaccy actor, mo OyB 3auerieHuil MmOCTpuUIOM. J[s TOMIKOMKEHHS
CTBOPIOETHCS OKpEMa 3MiHHA.

B animamiiinoMy OmynpuHTi cTBOproemo State Machine. 3a momomororo Hei
B11I0yBa€ThCS MEpeXiji BiJl OJHOrO CTaHy JIO 1HIIOrO, B JAHOMY BHIIAIKY BIJ
Idle/Walking, T0o0TO 3BMYaliHOrO cTaHy, KOJHM TpaBellb HE MPHUILIIOETHCS, 0
CTaHy, Koiu BIH HUIMThCs. [lepexinm BimOyBaTHMeThesl 3a JOMOMOIOIO JIOTIYHON
3miHHOI ISAIMING?, sika cTae iCTHHHOIO, KOJIHM I'PaBellb HACTUCKAE MPABY KIIABIIIH
MuIn, BHKJIMKaroun moairo EnhancedinputAction. IMpu 3mini ISAiming? wa true
IIEpCOHAX BUKOHYE aHIMaIilo npunutoBanHs. OkpiM Toro, B crtadi Aiming
aHIMaIiiHOTO OJMYMPHUHTY CKEJIET MepcoHaxka 3a normomororo Hoau Layered Blend

Per Bone aimuThes Ha BepX 1 HM3, 100 aHIMaIlls OPUILIIOBAHHSA HE MepepuBaia
aHIMAaIllIO XOIbO0H.

Puc. 3.2 Cuctema npuiisitoBaHHs Ta CTPUTLON TIEpCOHAXKA
HITy4Huii iHTEIEKT MPOTUBHUKIB Ta cMyru hp

I[Ticns copamroBanus moxaii BeginPlay, 1 HeBennKkol 3aTpUMKH, BUKIMKAETHCS HOJA
Get All Actors Of Class, sika mepenae xomiro 00'ekty kimacy Target Point y mosne
target actor nonqu Al Move To. B sikocti mapamerpa Pawn — nocunanHs Ha camoro
cebe (TodTo Ha kimac Enemy_Al). [Ipu nosiBi mpOoTHBHUKA HA KapTi BiH MOYMHAE
pyxaTuch 1o Target Point, sika BUCTaBIsEThCS Y peakTopi. Ajie sl TOTO, 11100 BiH
MIr MPOKJIaIaTu MapuipyT, oTpiOHO BUKOPHUCTATH KOMITOHEHT
NavMeshBondsVolumue. Po3smictuBmim #oro Ha o0'€kTax, SKHM Ha3Ha4YeHa
KOJI13151, BIH POPAXOBYE 001aCTh, € MOKIJINBE MTEPEMIILICHHS.

35



s orpuMaHHS TTOIIKODKeHb 10 Event Graph tpeba momatu mogmito Event Any
Damage. Takox CTBOPIOETbCS 3MIHHA, SKa BIJAMOBIAA€ 3a KIIBKICTh JKUTTA
(XITMOIHTIB) NMPOTUBHUKA, 1 MPH KOXKHOMY BHKIUKY MOl BiJl i€l 3MiHHOT
BIIHIMAIOThCS KUIBKICTh 3aBJaHUX IOIIKO/PKEHBb. Temep moTpidHO, mo0 mi gaHi
MepeIaBAIUCh Y CMYTY 3710pOB ’Sl.

B ciieHy 100aBisi€ThCs BIZDKET, A€ CTBOPIOETHCS €IEMEHT progress bar. [Tapamerp
% 3allOBHEHOCTI IIi€i CMYTH TIOBEpPTA€ThCs Yy BUMIIAAL 3MiHHOT Zombie Health. ¥V
onyrnpunTi Enemy_Al ctBoproetsest dynkimis UpdateHPBar, sika, nocumodnch Ha
BiJDKET, oHOBIItOE 3MiHHY Zombie Health. I{s QyHkiis BUKIHMKAETHCS KOXKEH pa3
npu crparroBanHi Event Any Damage. fAxmo 3minaa Zombie Health onyckaerscs
JI0 HYJIs, POTPAETHCS aHIMAIlls CMEPTI, MIcisl YOoro NpOTUBHUK 3HUKae (Destroy
Actor).

SIKIIO MPOTHUBHHMK YCHINIHO MiAIIOB mo Target Point, BuKIMKaeThcs (yHKIIS
Zombie_Hit_Generator, sika mocuiaerbcss Ha Onynpint Generator (ronoBHU
00'€KT, 3aXHIIATH KU € METOIO TPH), 1 3aBJa€ HOMY IOIIKOHKCHHSI.

Puc. 3.3 Po3poOka mITy4HOr0 1HTEJIEKTY TPOTUBHUKA
Typeni. CriaBH Ta Jiorika poooTu

VY BIAMOBIAHINA JUpEKTOpii CTBOPIOEThCS Bimker Turret Selection, B skwii
noaarThes 4 kHonku. Tpu 3 HUX 5K BIIMOBIAAIOTH 32 PO3MIIIEHHS OJHOTO 3 BU/IIB
TypeJie, a oJHa — 3a 3akpuTTs MeHio BuOOpy. Koxkna mae moxmiro Event On
Clicked; mpm HaTuckaHHI Ha KHOIKH, IO BIANMOBIIAIOTE 3a BHOIp Typel,
BUKIIMKA€ThCA Homa SpawnActor, i B skocTi mapamerpa sSpawn transform ix
3a/1a€ThCs MicIie3HaxoKeHHs1 10WerPod — 06’exTy, Ha sikuit Oyjie po3MIIlyBaTUCh
typenb. [licns uporo noriyna 3minaa CanSpawnATurret? nadysae 3HaueHHs false,
a caMm BImKeT 3akpuBaeThcs. YeTBepra KHomka, TurretSelectionExit, Bimpasy

3aKpHUBAE BIJKET.
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CtBoproeThest HOBHH OnympinT TowerPod (mose, 1e po3MimryeThesi Typelb) Kiacy
Actor, matepian ta Material Parameter Collection 3 Takoro camoro Ha3Bor. B
Material Parameter Collection cTBoproeTbCst 5 BEKTOpPHHX IapaMeTpiB, KOKEH 3
SAKUX HECe MEBHUM KOJIP — >KOBTHH, 3€JICHHM, YEPBOHUM, YOPHUM, Ta III€ OJUH
yopauid. OcranHiit Oyae HaszuBatucs PodColor, came Bix Oyme BimoOpakaiich sK
base color matepiana, i Oy/e 3MiHIOBATHCS 3aJIS)KHO BiJ JIii TPaBIIS.

Y oaynpunTti TowerPod nomaemo noxii OnBeginCursorOver, OnEndCUrsorOver,
OnClicked ta OnReleased. Ilpu HactanHi omHiel 3 X moxaiid BUkIuKaeTbes Get
Vector Parameter Value, i 3anmcye BianoBigauii komip y PodColor 3a gornomororo
SetParameterVValue. Takum 4YwHOM, IpH HaBEACHHI Kypcopa Ha TIOJE€ BOHO
MiJCBIIYETHCS JKOBTUM, KOJHM KypcOp TIEpecTae HaBOIUTHCH — MOBEPTAETHCS IO
nepOJTHOTO YOPHOIO; IpU HATHCKaHHI Ha II0Jie, 3a YMOBM, IO 3MIHHA
CanSpawnATurret? mae 3HaueHHs true, Bukimkae BimkeT TurretSelection, sixiio
false — mizcBiuye nmosie uepBonuM. [licis BuOGOpy Typesi abo Mpu BiAMYyCKaHHI JIKM
110JIe 3HOBY MTOBEPTAETHCS 10 YOPHOTO KOJIBOPY.

Mosenb KOXHOI Typeni CKJIATaeThes 3 JBOX YAaCTHH — 3 OCHOBHM Ta OallTH, sSKa
3matHa oOepraTucsa. TakoX 10 KOXKHOTO 3 TPhOX KIIACIB Typelied J0a€ThCs
KOMITOHEHT PawnSensing, skwii BUSIBIIIE NI Yy TEBHOMY pafiyci. 3 mmM
KOMITOHEHTOM TI0B's13aHa mofis OnSeePawn, sika crpaiboByIO 3 MEPIOIUYHICTIO,
BH3HAUCHOIO mapameTrpoM Sensing interval. Ilpu BHsABICHHI 1T CcHCTeMa
nepeBipsie, Yd € BOHA MPOTUBHUKOM, 1 SIKIIO €, HAIUIIOE OamTy Ha LUIb 3a
normomororo  Set World Rotation. BusBiaeHHsS MOTPIOHOrO KyTy MOBOPOTY
B1IOyBaeThCSA  3aBISAKM  TOPIBHIHHIO  BJIACHOTO  MICIIE3HAXOKCHHS  Ta
Micre3HaxopkeHHs 1t Homoro Find Look At Rotation. TToBopoT 3milCHIOETBCS
3aBnsgku Houi Rinterp to, ska moseprae moBopot mo oci Z (Yaw) y Set World
Rotation Ta Set Actor Rotation, skuii cmigyro mami. s Toro, mo0 OCHOBa HE
HoBepTaiach pa3om i3 OamToro, Tpeba 3a monomororo Set World Rotation 3agatn
i1 KyT moBopoTy O.

Jlaini BBoguThCS JloriyHa 3minHa EnemylsinRange?, sika 3a 3amoBuyBanHsM € false.
[Ticns BukoHaHHS KoMy, AKui crhigye 3a EventOnSeePawn, Bona crae true, mio
poOHTH MOXIIMBUM CTpiIOY Typeni. Event Begin Play Buknukae nomy Set Timer
By Event, ska miakimo4yaeTses 10 KaCTOMHOTO iBeHTY Turret Shooting, sikuit Oyne
CHpalbOBYBAaTH 3TIAHO 33JaHOMy iHTepBaily. Ilpu KoXHOMY cCHpalnbOBYBaHHI
Taiimepy cuctema mepesipsie 3MiHHY EnemylsinRange?, 1 sikuio BoHa icTHMHHA, TO
CTBOpIOE 00’€kT AMMO (BIAMOBIAHMI TUILy Typeii). B sSIKOCTI mOYaTKOBOI TOUKH
CIaBHY BHUKOPHCTOBYEThCS KAaCTOMHHI SCENE component, mapaMeTpu SKOTO
MOJKHa oTpuMaTH 3a fgormomororo Get World Transform. ITicist cTBOpeHHS maTpoHa
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crcreMa 3HOBY BCTaHOBMOE 3MiHHY EnemylsinRange? sk false, mo no3Bossie

NepeBIPSITH HASBHICTh MPOTUBHUKIB Y TOJI1 30pY MePea KOKHUM MOCTPIIOM.

Puc. 3.4 Cuctema HaBeieHHS Ta CTPLILOU Typeni
['enepaTop Ta yMOBH nporparnry

Jis  Oinpmioi HAOYHOCTI TpaBIl0 TOTPIOHO OayUTH, CKUTBKH XITIOIHTIB
3JIMIINIIOCH Y TEHEPATOpa, a/pkKe SKIIO0 BOHU BMAIyTh J0 HYJIS — I'pa 3aKIHUUTHCA.
Jns nporo ctBoproetrbest HoBuil Bimpker WB_Generator_HP_Counter, B sikwmif
JIOTA€ThCS 2 TEKCTOBUX IIOJIS, OJHE 3 SAKUX € MPOCTO CTaTUYHUM HAAMKCOM
«Generator HPy», a iHIIe — JMIYUIBHUKOM, SKUHA OHOBIIIOETHCS KOXKEH pa3, KOJIU
reHepaTop OTPUMYE MOIIKODKEHHS. TEeKCT TYMIbHUKA MPUB’A3Y€ETHCA 10 PYHKITT
Update Gen HP, sika meperBoproe 3MicT moJisi y umciaoBuid Qopmar integer ta
3anucye Tyau 3MiaHy Generator Health kiraca Generator.

B OnympuHT reHeparopa BBOAMTHCS JoriyHa 3minHa GamelsOver?, sika mepesipsie,
yu He € payHn nporpanuM. Ilpu xkoxxHomy Bukiauky noaii Any Damage cucrema
nepeBipsie, 4M Wae Aoci rpa, 1 sKmo Tak, TO Big 3MiHHOi Generator Health
BIIHIMAETHCSI YUCIIO HAHECEHMX WMOMY MONIIKOKEHBb, MICJSI YOTO BHUKJIAKAETHCS
¢yukmis Update Generator HP, sxa moBepTae OHOBJIEHI MaHi y JIIYWJIBHUK
xitroinTiB. Skmo uwcino Generator Health micist mporo O6yae Meniie abo piBHE
HYJII0, TO BUKJIUKAaEThes GyHkiiss Game Over, a 3minna GamelsOver? crae true.

Oyukuiss Game Over crBoproe Ha ekpani Bimker WB_GameOverScreen, sikuii
MICTUTh HaMiBIPO30puii 4epBOHUU (OH, SKUM TMOKPUBAE BECh €KpaH, HAIIHC
«Game Over» ta 2 kHOnKK — «Try Again» ta «Quit», omHa 3 AKUX MOYHHAE TPY
3aHOBO, a 1HIIA — BUXOMuTh 3 Ipu. Kokna kHomka mae On Click Event, i npu
HaTUcKaHHI Try Again Bukimukaerbcs Homa Open Level By Name, ne Bkazanwmii
MOTOYHMI PiBEHbB, a TPH HaTUcKaHHI QUuit — Homa Quit Game.
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Ha mouatky payHmy Led BIIKET AOJA€Thcs A0 1HTepdeiicy, 1 HoMy nepenaeThes
snaueHHs Generator Health 3a 3amoBuyBanusM. Ilicis 1poro jgoriyHa 3MinHa Set
Show Mouse Cursor orpumye 3HaueHHs false, 1o B CBO0 uepry xoBae Kypcop i

qac payHiy.

OkpiM TOrO MPOTATOM payHIy Tmpaioe muwibHuk Set Timer By Event,
migKIroYeHni 10 kacromaoro iBenty RoundlsOverCheck. ITocunarourch Ha Kiac
Spawn_Al, Bin Buctapisie 3minny RoundIsOver? mporo kiacy sik true 3a yMoBo¥o,
o 3miaHa Zombie Count xmacy Spawn_Al menmia abo piBHa HyIJO, Ta 3MiHHA
Generator Health 6imeiie Hynsa. TakuMm YHMHOM CHCTEMa IEpEBipse 3MiHHI Mepen

MEPEX00M B HOBUM PAYH/I.

Puc. 3.5 Knac Generator
Cucrema craBHy Ta niepexiJi y HACTYITHUN payH]T

Event Begin Play kacy Spawn_Al Bukirkae onpa3y aBa taiimepu Set Timer By
Event. Tlepuuit migkIr04a€eThCsl 40 KACTOMHOTO 1BeHTY Spawn Enemy. V kiaca €
3minHa ZombieCount, i sikio BoHa OijibIna HyJIs, TO crpaiboBye Spawn Al From
Class, sika cTBoproe 00'ext kiacy Enemy Al Ha micui SpawnPoint, npu npomy
BigHiMae 1 Big unciaa ZombieCount. Komm ZombieCount crane piBHHM HYITIO,
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sgoriyda 3migHa ?WavelsGone crane true.
SPaw",Enmimi!www_‘_\vmﬁ_\m_‘m-,\-.k

> f Print String

F Get Actor Location

Target [self |

¢ SpawnEnemy

Puc. 3.6 Cucrtema cnaBHy IpOTUBHHKA

[lapanenbHo 3 MM CIpalbOBYe 1HMIMKA TaiiMep, MIAKIIOYEHUHA O KACTOMHOIO 1BEHTY
Check Round Win, sikuit nopiBaroe psin 3minHuX: ko RoundlSOver? ta ?WavelsGone
MaloTh 3Ha4YeHHs true, i Ha piBHI He JUIIMIOCH BaligHUX Komiil kiacy Enemy_Al, To6To
SKIO TEeHepaTop YIUIiB, BCl 30MO1 JIIKBIZOBaHI, 1 Oliblie He OyAyTh CHaBHUTUCH, TO
payH[ BBa)XAa€ThCS BUTPAaHUM. B TakoMy BHUManmKy 3a JOMOMOTOI0 HOAU POSSeS rpaserb
Oepe mijg KoHTpob 00’ ekt Kitacy BP_UpgradeMode.

[Ticns mepenadi kortpoiro BP_UpgradeMode npubupae 3aiiBi Bimxeru, Ta BMUKae Show
Mouse Cursor, Enable Click Events ta Enable Mouse Over Events, mo mo3Bomnse
Kypcopy BUIBHO B3S€MOJISITH 3 00’€KTaMM Ta BII)KETaMU, TAKUM YHMHOM BiJIKPUBAIOYU
byHKUiT, K1 Oy HEAOCTYMHI MiJ Yyac payHay 00to.

Puc. 3.7 IlepeBipka 3aBepilieHHS payHy

3.3 KpuTepii o1iHIOBaHHS
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[lepen Tum sk po3moyaTH TECTyBaHHS, HEOOXIAHO AETAIBLHO PO3POOUTH KpUTEPIT
OIIHIOBAHHS TPU, BPaXOBYHOYM ii yHIKaJIbHI OCOOJMBOCTI. MeTOW TecTyBaHHS
JIAHOT TPH € He JIMIIEe NepeBipKa Mpare3aaTHOCTI, alle i BUSIBJICHHS MOTSHLIHHUX
NOMWJIOK Ta AE(EeKTiB, SKIi MOXYTh BIUIMBATH HA KOPEKTHY rpy. OCKIJIbKU 1€
OJMHOYHA Tpa, M0 MOEIHYE B COOl €JIEMEHTH IIyTepa BiJl TPETbOi OCOOM Ta
cTpaterii B 00iacTi 3aXUCTy BEX, KpHUTepili Ta 3aBJaHHS TECTyBaHHS IMOBHHHI
BpPaxoBYBaTH 110 YHIKaJIbHY KOMOIHAIIIIO.

[Tig yac mepeBipKM Mpare3gaTHOCTI BaXKJIMBO 3'SCyBaTH, YU ONTHMIi30BaHa rpa
HAJIC)KHUM YWHOM, BUSBUTH MOMJIMBI MPOCAJAKU KaJpiB Ha PI3HUX CHCTEMAX,
BU3HAYNTH MOXJIMBI 3aBHCAHHS YW BUKHWAAHHI. JlomaTkoBO ciia mepeBipuTH,
SAKICTh TeMMIUICIO, YU TPaBEIlb MOXKE B3a€EMOJIATH 3 PI3HUMHU MEXaHiKaMH (PpyX,
CTpisib0a, OYIBHUILITBO TypeJiei TOIIO).

[Ipu BusABJICHHI MOTEHLIMHUX OariB CiiJl YTOYHUTH, Y4 NMPABUILHO BUKOHYIOTHCS
3aJlaHl MEXaHIKHM, 30KpeMa, Yd KOPEKTHO MpaIllO€ CUCTEMa KEepyBaHHS T'PABIIEM,
HOT0 MOKJIMBOCTI CTPLISATH, OyAyBaTH Typelqi Ta B3a€EMOJIATUA 3 MPOTUBHUKAMHU.
BaxxnuBo nepexkoHaTUCs, 10 TpaBellb HE Ma€ MOKIIMBOCTI 3aCTPATHYTH B PI3HUX
YaCTUHAX JIOKalli, 100 YHUKHYTH «IIPOBAIIB y TEKCTYpax»

KommiekcHe TecTyBaHHS TpU Ha OCHOBI BHU3HAYEHMX KpUTEPIiB J03BOJIUTH
3a0€3Me4YNTH BUCOKY SIKICTh Ta ONTUMAJIbHY (PYHKIIOHAJIBHICTH MPOAYKTY IEpPEN
HOT0 BUITYCKOM.

OTxe, CIHUCOK MEXaHiK, sIKI TeCTyBAaTUMYThCS:

1) Pyx nepconaxa:

Xoap0a nepcoHaka Ma€e BIANOBIIATH 3aJaHUM FapsiuvM KiaBiliaM Ta MpaBUIIbHO
pearyBaTy Ha 3MIHY HalpsSMKY/IIBUJIKOCTI, B1JOOpakarouu BiJIMOBIAHI aHIMAIII1.
2) CnaBH MPOTUBHHUKIB, iX pyX 10 IIUT1 Ta B3TEMOJIS 3 OTOUCHHSM:

[IpoTuBHUKM MatOTh 3’ SIBJSITUCH HA 33JIaHOMY MICIIl 3T1HO MPOMHCAHOMY
iHTEepBaIly, i pyXxatuch 10 00’exty Target Point, omuHaoum Typesi u iHIi

00’ €KTH.

3) Crtpinb0a TpaBiys, BIUIUB MOCTPLIY HA CMYTY 3/I0POB’SI IPOTHBHUKIB!

[TocTpist Mae OyTH HampaBJeHHUH 10 LEHTpA KaMepH, 1€ PO3TAILIOBAHUN B1JIKET
MPUIILTY, Ta BIAHIMATH KUIBKICTh 3[0pOBbs, 3a/1aHy 3MiHHOIO Damage. 3mina
KIJIBKOCTI 37I0POB’s 1111l TOBUHHA BiOOpaskaTHCh Ha HOro cMmysi hp.

4) Ctpinb0a Typernei, BIUIUB 1X MOCTPLIIB HA CMYTY 3/I0POB’ Sl MPOTHUBHUKIB
Typeni MatoTh KOPPEKTHO pearyBaTH Ha TIOSIBY MPOTHUBHUKIB, HABOISIYUCH HA HUX 1
po3nounHardu cTpip0y. KoxkeH moctpin Mae reHepyBaTH BIAMOBIIHUN CHAPSA/T,
Ta BIAHIMATH 3aJaHy BIJMTOBIIHOIO 3MIHHOIO KUTBKICTh 310pOB’sl. OHOBJICHHS Y

KUTBKOCTI 3I0pOB’S 1ILJI1 IOBUHHO B1JJ0Opa)KaTUCh HA HOTO CMY31 3JI0POB’SI.
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5) Brpara xiTnoiHTiB reHepaTopa, KOJU MPOTUBHUKHU TOXOASTH 10 HHOTO:

[Tpu ycmimuomy mpuOyTTI poTHBHUKA 10 Target Point, reaeparop BTpadae
KUIBKICTH XITIOIHTIB, BU3HAaUeHY 3MiHHOIO Zombie Damage, micist yoro mei
MPOTUBHUK 3HUKAE 3 KAPTU. 3MiHA XITIIOIHTIB MA€ B1IOOPAKATUCH Y JIIYUIIbHUKY
BIJIMOBITHOTO BiJIKETA.

6) IIporpai payHay:

Konu xiTnointu reneparopa onyctsathes a0 0, rpa mokasye BikHo Game Over.

7) Pecrapt rpu:

[Tpu HaTuckaHHI KHONIKK Try Again piBeHbh Ma€ 3aBaHTa)KyBaTHCS 3aHOBO.

8) Buxina 3 rpu

[Ipu HatuckaHHi KHOMKK QUIt rpaBenb MOBUHEH BUXOIUTH 3 IPH.

9)llepexin y HaCTYIHHI payH.:

K10 BCl IPOTUBHUKM OYJIM JTIKB1JIOBAaHI, iX KUIBKICTh Y XBUJI1 3aKIHUMJIACH, &
XITIIOIHTH T€HepaTopa A0Ci OUIbIe HYJIs, TPaBelb EPEXOAUTh y CTAI1I0
IUIaHYBaHHS, B SIKIM MOe OylyBaTH Ta alrpeianTH pi3Hi eeMeHTu oboponu. Ha
1{ cTajil BIH HE KEpYy€E MEPCOHAKEM, & TOMY HE MOXKE CTPUIATH, ajie HATOMICTb
MO’K€ KepyBaTu KypcopoM. Pazom 3 nosiBoro Kypcopy Bkitouarotbes Mouse Over
ta Click iBenTn.

10) ByaiBHUIITBO Typenei:

[Ipu HaBeneHH1 Kypcopa Ha 00’ ekt TOwerPod BiH Mae 3MiHIOBATH KOJIip HA
YKOBTUM, TIPY HATUCKAHHI JIKM CTa€ 3€JICHUM — SIKO TypeJil Ha IIbOMY TOJI1 ¢ HEMA,
1 YepBOHUM, SKIIO BOoHA €. [liciia BuUOOpy Typei, HaTUCKaHHI Ha BIJIKET 3
XpeCTUKOM, a00 BIABEACHHI Kypcopa, IMoJjie MOBEPTAETHCS JO YOPHOTO KOJIbOPY.

3.4 Pe3ynbTaTu TECTYBaHHS
[Ipane3gaTHICTh Ta MIBUAKOI1S

[Tin wac TectyBanHs OyB nepeBipeHuit FPS rpu Ha pi3HUX 11 eTanax, 1 Ha KO)KHOMY
BIH TpuMaB cTabuibHi 60 KaJapiB Ha CEKyHIy. 3aBUCAaHb YU BWJIbOTIB TaKOXK
BUsBJIEHO He Oyno. Ilin yac TecTyBaHHsS KUIbKICTh MPOTHMBHHUKIB Oyia IITYYHO
30UTbLIEHA BJIBIYl 3aBJSKH 3MEHILEHHIO 1HTEPBAILY MIK CIIABHOM Ta 301IbLICHHIO
3arajpHOTO YMCIa MPOTHUBHUKIB. AJie HaBITh B IbOMY BUMNAAKy FPS 3MeHmyBaBcs
Ha 2 KaJpH/CEeKyHy, 110 HE € KPUTUUHUM.

TecTyBaHHS MEXaHIK

1) Pyx nepconaxa:

Xoapba nmepcoHaka Mpawkoe MPaBUIbLHO, IEPCOHAXK PYXAETHCS BIAMOBIIHO
3aJlaHUM TapsiYuM KJIaBiliaM, Ta BAKOHY€E BIIMOBIIHI aHIMaIlil

2) CnaBH MPOTUBHHUKIB, 1X PyX M0 IT1JI1 Ta B3a€EMOJISI 3 OTOUYEHHSM:
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[IpoTrBHUKH 3’SBISIOTHCS HA SPAWN POINt 3riHO MPOMUCAHOMY iHTEepBaYy, 1
oJipa3y mpsAMyIoTh 10 00’ ekty Target Point. IIpo0iem 3 momrykoM MapiipyTy 4u
3aBUCaHb Ha MICII1 HE BUSBIICHO.

3) Ctpinnba rpaBiis, BIUIMB MOCTPLIY HA CMYTY 310POB’Sl IPOTUBHUKIB:

[Toctpin HampaBieHUi A0 BIHKETY HNPULILITY, HAHECEHHS MOIIKOKSHb MPAITIOE 1
Bi100pa)ka€eThCs MPABUIIBHO.

4) Ctpinb0a Typesei, BIUIUB iX OCTPUIIB Ha CMYTY 3/10POB’si IPOTUBHUKIB
Typeni MatoTh pearyroTh Ha MOSBY MPOTUBHUKIB y 30H1 BUTUMOCTI, TPABUIIBHO
HaBOJIATHCS 1 CTPUIAIOTH. 1111 yac mocTpiry OyB BUSBJICHUMN Oar, MpU SKOMY
MOIIKOJIPKEHHS HaHOCUIIKCS oipa3y 4 pa3u. [IpuunHoro 6ary crajio Te, 110 CHapsa
okpim capsule component kracy Enemy Al neperunae e 3 xoisii. Tomy
HeoOXiHo OyIto micis cupanboByBaHHsS ONHitEvent monatu nepesipky knacy, 3
SIKMM 31TKHYBCS CHapsi, 1 Bukimkatu Hogxy Apply Damage Tinbku y BUTIAAKY
31ITKHEHHS 3 00’ exkToM Kitacy Enemy_Al. ITicis gaHoro BUNpaBlICHHS MEXaHIKa
MOCTPLTY MPALIOE KOPEKTHO.

5) Brpara XiTHoiHTiB reHepaTopa, KOJIu MPOTUBHUKH IOXOSATh 10 HOTO:
[MpoTuBHMKH, sKi AiinuM 10 Target Point, HAHOCSTH MONMIKOKCHHS TeHEPaTOpYy i
3HUKAIOTh. 3MIHA XITHOIHTIB BiIOOPAXKAETHCS Y JIUUIBHUKY Y TIpaBiid YaCTUHI
CKpaHy.

6) IIporpam paynuay:

Komm renepatop BTpauae BCi XITHOIHTH, 3’ ABISETHCS BikHO Game Over.

7) Pecrapt rpu:

[Tpu HaTHckaHHi KHOTIKK Try Again piBeHb MOYNHAETHCS 3aHOBO.

8) Buxin 3 rpu

[Tpu HatuckanHi KHOMKK QUIt rpaBelb BUXOAUTH 3 TPH.

9)Ilepexin y HACTYITHUM payH.:

[Tpu 3HULIIEHH] BCIX TPOTUBHUKIB, Ta IPH YMOBI JOJATHHOI'O YKCJIAa XITHOIHTIB
reHepaTopa, rpa nepexoauTh y CTaAllo IIaHyBaHHS. 3’ SIBISETHCS Kypcop, IKUN
TeHEepy€e MOXKE B3aEMOMISTH 3 00’ €KTaMH.

10) ByaiBHUIITBO Typeneil:

[Tpu BuOOp1 Typenei un MpocToMy HaBEJEHH]1 Kypcopa ToJie U Typellil 3MIHIO€E
KOJIIp Ha BIJATIOBIIHUH.

BucHOBOK:
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Po3pobka rpum Ha Unreal Engine wa OmynpuHTax O0a3yeThCsi HAa B3a€EMOIIi
PI3HOMaHITHUX OJIYIPUHT-KIIACIB 13 IHIIUMH 00’ ekTamu, Takumu sk Input Actions,
TOOTO BBIJHI il (MpUKIa[ — Tapsdl KiaBiiii), MaTepiald, aHiMmallli, Bi3yaiabHI
edexTu Tomio. Y pe3yiabTari po3poOKu OyJI0 CTBOPEHO CHCTEMY YIIPaBIIIHHS
MepPCOHAXEM, MPUIIUTIOBAHHS Ta MOCTPLTY, MPOMUCAHO IITYYHUH I1HTENEKT IJis
NPOTHBHUKIB Ta TYypeJei, peamri30BaHO cUCTeMy hp/MOMIKOKeHb, CIIaBHY
MPOTUBHUKIB, IEPEXO1Yy MK payHIaMH, MOOYAOBH Typeiei TOIIO.

CTBOpeHi iITpoBI MEXaHUKW OYJIM MPOTECTOBAaHI HA MpaIe3aTHICTh, TaK caMo K 1
MIBUAKOIS TpH. Pe3ynbratu TecTyBaHHS CBIAYATH MPO XOPOIIY ONTHUMI3AIIIO Ta
KOPEKTHY POOOTY pO3pOOJEHHX MEXaHIK, BKJIIOYAIOYM YIPABIIHHSA, B3a€MOJII0
o0'extiB Ta moBeninky I, a BusBieHI HemOJIKKW OYyJW BUIPABJICHI y MpoIeci
TECTyBaHHSL.

BucHoBku
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Po3pobka KOMITIOTEpHHX 1TOp € OJHIEI0 3 HAMOUIBIN aKTyadbHUX 1 EPCTIEKTUBHUX
rajgysei cydacHoi iHaycTpii po3sar. IIBUAKUI TEXHOJOTIYHUN TIpOTrpec, MOCTiHHE
yIoCKOHaJIeHHs Tpadiuaux Ta 3D-pemakTopiB, a TaKOXK 3pOCTaHHS TOIYJISIPHOCTI
BIpTyaJbHOI PEaJbHOCTI CHPHIOTH 3POCTAaHHIO 1HTEepecy 1o 1HaycTpii. Ha ¢oni
nmaHjaeMii irpoBa 1HAYCTpIS OTpHUMaja HOBMM TOINTOBX JO PO3BUTKY uepe3
KapaHTHHHI 0OMEKEHHS, SIK1 3aKpUJIM MUTBHOHHM JIIOACH BIOMA.

Mertoro HamrcaHHs BKp € po3poOka rpu Ha 6a3i Unreal Engine 5. [ 1i
BUKOHAHHS OyJI0 BUKOHAHO HACTYTIHI 3aB/IaHHS:

1) MonentoBaHHS ITPOBHUX aCCETIB

2) TekcTypuHT

3) Pirrinr Ta animartis

4) Po3pobka irpoBuX MexaHiK

5) TectyBaHHs

Po3poOka rpu — 11e ckiiaiHui 1 6aratoha3oBuil MpoIEC, 1€ KOKEH HACTYITHUN KPOK
MO’K€ BUKOHYBATHUCh B 1HIIOMY ITPOTpaMHOMY 3a0€3IeUYeHH.

[Tin vac Bukonanusi BKP Gyno Bukopucrano nacrymnue I13:

» Unreal Engine 5

> Blender

» Zbrush

» Substance 3D Painter
» Adobe Photoshop.

PesynpTaTom crana rorosa i yHKIioHyIoua rpa, riopus xaupis Lllyrep ta Tower
Defence, sika BiAMoBinae 3a1aHOMY KOHIICTITY, Ta YCIIIIHO MPOMIIIA TECTYBaHHS
Ha TIpane3aaTHICTh 1 BUAKOAIIO.

Cnucok mxepen:
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