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AHoTanis. Y poOOTi TOCTiIKEHO MPOLIEC CTBOPEHHS KOMIT FOTEPHOT CUCTEMU CHUMYJISALI|
O0or0 Ha mpukiaaal rpu y xaHpi ActionRPG. OcHoBHa yBara mHpUAUICHA MPOEKTYBAHHIO
apxiTekTypu OOHOBOI CHCTEMH, IO MOETHYE PEATICTUYHY (i3UYHY B3a€MOJIII0, alalTUBHUN
ITYYHUH 1HTEJICKT CYIPOTUBHUKIB, CHCTEeMY HaBHUYOK 1 KOMOIHAIlIH aTakK, a TAKOK PEaKTHBHY
a”imanito Ha [ii rpaBus. Po3poOka 3miiicHioBamacs B cepenoBumli Unreal Engine 5, 3
BUKOpUcTaHHAM MoBU C++ Ta Blueprint-noriku. Pe3ynsratom € MoaynbHa 0oiioBa cucrema,
NpUaTHA J0 MaclITa0yBaHHS Ta aJanTalii y Mexax MaiOyTHIX iIrpOBHX HMPOEKTIB.
Beryn. ActionRPG — ne onuH 13 HaWaUHAMIYHIIIUX JKaHPIB Yy Cy4acHId 1HIYCTpil
BiJICOIrOp, SIKWH BHMarae BiJ TpaBUs SK TAKTUYHOIO MHUCIICHHS, TaK 1 BUCOKOi peakimii. Ha
BIIMIHY BiJ] KJ1lacuuHuX MOKpokoBUX RPG, y ActionRPG 06iii BinOyBaeThcs B peaibHOMY 4aci,
[0 CYTTEBO YCKIAQJHIOE MOOYIOBY JIOTIKH OO0, TIOBEIIHKH CYNPOTHBHHKIB Ta B3a€MOJIi 3
HABKOJMINIHIM cepefoBuiieM. CydacHHI TpaBellb OYiKye TNHOOKOi, peamicTuyHOi 00HOBOI
CHCTEMH 3 €JIEMEHTaMH TaKTUYHOI BapiaTUBHOCTI, YITKOIO Bi3yaJbHOI Ta TaKTHIIBHOIO
Bijgyiayero. CTBOPEHHsI TaKOi CUCTEMHU — CKJIaJIHE, MUKIUCLMITIIIHAPHE 3aBJJaHHS, 1110 BKIIIOYA€E
poboty 3 (dizukoro, animaiieto, Ul, MepekeBoro JOTIKOIO Ta MITYYHUM THTEIEKTOM.
ITocTanoBka 3aga4i. Y pamkax poOOTH CTaBIATHCSA HACTYIIHI 3ajaui:
MeToro JOCHIKEHHSI € CTBOPEHHS MPOTOTHUIy OOHOBOI CHUCTEMH, IO BiATBOPIOE
JUHaMIKY Ta rnuouny 60iB y ActionRPG. [{ist focsArHeHHs i€l MeTH MOCTaBJIEHO HACTYIHI
3ajadi:
o Amnamni3 6oitoBux cucteM nomynsapHux ActionRPG (Dark Souls, Sekiro, Lies of P, The
Witcher 3, Elden Ring);

e MopaentoBaHHs 60HOBHX 1Ia0NOHIB (yIapH, YKIOHEHHs, TapupyBaHHA, OJOKYBaHHS,
BUKOPHUCTAaHHS 3/110HOCTEN );

o Po3poOka anantuBHOTO Al, 1110 pearye Ha CTUIIb IpaBlLis (ArPECUBHICT, 00EPEKHICTD,
JTUCTAHLIMHUNA/ONMKHIN O1i);

o [loOynoBa MexaHiKH 3ITKHEHb, BPaXOBYIOUH (Pi3UKY 00’ €KTIB Ta XUTOOKCH/XapTOOKCH

aTax;
o [HTerpauis cucTeMu HaBHUOK 1 Iporpecii 00ioBHUX 37110HOCTEH;
e Peamizamis  MexaHIKM  IIKOAM, cTaryc-epekTiB, KoOMOiHamiii Ta  yMmOB
NepPEMOTH/TIOPA3KHY;

o Buxopucranns SaveGame-cuctemu UES nns 36epexenHs 60iioBoro mporpecy;

e CrBopennst peaktuBHoro Ul g BimoOpaxeHHsI 3740poB’s, eHeprii, cooldown-is,
TOLIIO.

Meta po6oTu. Po3pobutu koHIenito 1 GyHKIIIOHATBHY peajtizallito 00ioBOi cucTeMu 3
ypaxyBaHHAM (i3UYHUX MMapaMeTpiB, IITYYHOTO IHTEJIEKTY, TMHAMIYHOI aHIMAIll Ta iIrpoOBOTroO
OanaHCy, sika MOXe OyTH BUKOpHCTaHa SIK OCHOBA JUIsl MMOBHOLIHHOI IpU ab0 SIK MOJYJb Y
BEJIMKHX MPOEKTAX.

PesyabTaT. V peanizaiii 00iOBOi cHCTEeMH BHUKOPHUCTAHO MOIYJIbHHH mimaxim. Bci
KOMIIOHEHTH (CHUCTeMa KOHTpOJIIO aHiMallii, oOpoOka ynapiB, Al, craHu nepcoHaxa)
B1JIOKpEMJIEH]1 B CAaMOCTIHH1 OJIOKU AJis THY4KOCTI. KITl04OB1 KOMITOHEHTH:

o Cucrema animanii (Animation Montages + State Machines): 3a0e3neuye miaBHICTh

aTak, yHIKaJIbHI aHIMaIlii 11 KO>KHO1 30po1, BpaxyBaHHS 1HTEp(PpEeHMOBOTO IHITYTY.

o @i3uuHi B3a€eMOJil: BUKOPUCTAHO KArlCyJbHI KOJAWAEpH AJs MEepEeBIpKH 3I1TKHEHb,

XUTOOKCH 1 xapTOokcH, knockback-cucrema.



o Cucrema 00l0: BKJIIOYAE THMM arak (Jerka, BaXkKKa, 3apshKeHa), MapUpyBaHHS,
KOMOiHaIlii, KOHTpaTaku. YJapHHWH [BHKOK pearye Ha TaHMIHTH, JI03BOJISIOYH
pealtizyBaTu «BiKHA BPa3IHBOCTI».
e IlITyuynuii iHTEIEKT BOPOTIB: MOBEAIHKOBI JIepeBa 13 30HOI0 arpecii, MPEeTUKTUBHOIO
peaxiiiero Ha Jii rpaBIls, MEPEeMHUKAHHSIM MK TAKTUKAMH.
o [Ilporpecis: mocBiz, OYKM BMiHb, IITKaJIa BUTPUBAJIOCTI, 1€pEBO OOMOBHUX TEXHIK, SK1
PO30JI0KOBYIOTHCSI IIOCTYIIOBO.
e Ul: HUD, mo anmantyeThcs A0 CHUTyamii — IHIMKATOPU CTaTyCiB, IIKaja
BUTPUBAJIOCTI, PEaKIlis Ha MOIMKOKEHHs, cooldown-TaiimMepu.
BucHoBkmu. Y pe3ysbrarti BAKOHAHOT poOOTH OYyJI0 CTBOPEHO MOJYJIbHY OOMOBY CHCTEMY
3 THYYKOIO JIOTiKO0, JMHAMIYHOIO aHiMariero Ta agantuBHUM Al. Takuii migxin 3abesnedye
PEATICTUYHICT IrPOBOTO IpOIeCy, TIMOWHY B3a€MOIIi Ta MOMJIMBICTH MacmTaOyBaHHS. Y
MEPCIEKTUBI CUCTEMY MO>KHA IHTETPYBATH B MEPEKEB1 MPOEKTH, JOAABIITN CHHXPOHI3aIlito 601B
y pealbHOMYy uYaci. 3ampoloHOBaHA apXiTeKTypa € BIAKPUTOW Ui  OJAJIBIIOTO
BJIOCKOHAJICHHSI, 30KpeMa y Hanpsimkax PvP, PvE-peiiniB Ta 60iioBoi Komaboparrii.
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