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AHoTamifa. Y poOOTi pO3TISIIA€ThCs KOHIICMINS MOOyaoBH iH(QOpPMAIIIfHOT CUCTEeMH
YOpPaBIIHHS BIPTyaJlbHUM IHBEHTapeM Ta 3/I0HOCTSIMHU IEpCOHakKa B KOMIT FOTEPHHX irpax
xanpy RPG. Taki cucTeMH € KIIOUOBHM €JIEMEHTOM IrPOBOTO MPOIIECY, OCKUIbKYA BU3HAYAIOTh
JIOCBiJ] KOPUCTyBay4a, OajaHC irpoBOi MEXaHIKH Ta 3arajbHy B3a€MOJIII0 TpaBls 3 IrPOBHM
cepeoBUIEM. MeTor0 oCTiKeHHs € (JOpMYyBaHHS apXiTEKTYpHOI MOEN, sika 3ade3neuye
edekTUBHE 30epeKeHHs, 3MiHY, Bi3yasi3allilo Ta IHTETpallil0 1HBEHTap Ta 3iI0HOCTEH B
paMKax reiMILIeIO.

Beryn. ¥V cydacHoMy 1udpoBOMY CBITI I1HAYCTpisS KOMIT IOTEPHHX IrOp CTPIMKO
PO3BUBAETKCS, MPOTIOHYIOYH T'PABISIM JISAaJTi CKIAIHINI Ta TIuomi Mexaniku. Oco0mBo 1ie
cTocyeTbes ponboBux irop (RPG), y Akux ynpaBiiiHHS IHBEHTapeM, TalaHTaMU Ta 3J10HOCTIMH
BiJlirpa€ KPUTHYHO BAXUJIMBY poJib. HasiBHICTE 10Ope CHpPOEKTOBAHOI CHCTEMHU YIPABIiHHS
BIpTYaJIbHUMU PECypcaMu JT03BOJISIE HE JIUIIIE MiIBUIIINTH PIBEHb 3aHYPEHHsI, a i peanizyBaTH
OUThII THYYKI MiIXOAW J0 TMOOYAOBM TepcoHaka Ta cTHiIiB rpu. Came TOMYy CTBOpPEHHS
e(deKTUBHOI, IHTYITUBHOI Ta MacIITa0OBaHOI CUCTEMH YIPABIIHHA € aKTyaJbHOIO 3a/1a4eio Yy
cdepi po3poOKH irop.

IlocTanoBka 3aiaui. Y paMkax poOOTH CTaBIATHCSA HACTYIIHI 3a/1a4i:

* [IPOBECTH aHaJIi3 ICHYIOUUX MiJXOIIB 0 YIPaBIiHHS IHBEHTApEM Ta 3/110HOCTIMU

nepcoHaxiB y cyuacHux irpax (Diablo, Elden Ring, Path of Exile);

* JIOCTIAWTH MPUHIMIHK peatizanii Takux cuctem B Unreal Engine 5;

* PO3pOOHTH CTPYKTYpPY CUCTEMH YIIPABIIiHHS IHBEHTApEM, SKa BKIIIOYA€E
KaTeropus3alito npeaMeTiB, poOoTy 3 eKiMipOBKOI0, AepeBa TAIaHTIB Ta
aKTHBHI/TIaCUBHI 3110HOCTI;

* peanizyBaTu 30€pexKeHHS JaHUX Y BUTJISII JIOKAIbHUX CEHBIB 0€3 BUKOPUCTAHHS
CEpBEPHOI 0a3u JIaHUX;

* 3a0e3MeyuTy THYYKH iHTepdeiic KoprucTyBaya Ijisi B3a€MO/IIi 3 CUCTEMOIO
1HBEHTapIO.

Mera poGoru. MeTol0 € CTBOpEHHS KOHLENTYaJbHOI Ta YacTKOBO peai30BaHOi
iH(pOpMaILifHOT CHCTeMH, KA JO3BOJIUTH €(EKTUBHO YIIPABISITH BipTyallbHUMHU MpPEeIMETaMH
Ta 310HOCTSAMH I'paBLs B yMOBax OJHOKOPHUCTYBalbkoi rpu Ha pymii Unreal Engine 5.

OcnoBHa yactuHa. J[ns peanizaiii qaHoi cucreMu O0yio obpaHo pyuriii Unreal Engine
5, mo 3abe3nedye THy4YKi MOXJIMBOCTI JJIsi CTBOPEHHS ITPOBHX CHCTEM, SIK 3a JIOTIOMOTOIO
Bi3yanbHOro mnporpamyBaHHs (Blueprint), Tak 1 MmoBu C++. OCHOBY iHBEHTapHOI CHUCTEMHU
CKJIa/1al0Th 00’ eKkTH TUly ItemBase, 1110 MalOTh mapamMeTpu: THUII, P1IKICTh, KUIbKICTh, €PEKTH.
Takox peanizoBaHi CIIOTH eKiMipyBaHHS, 110 J03BOJIIOTH OASATraTH MPEAMETH Ha IEePCOHAXA,
3MIHIOFOYH HOTO XapaKTePUCTHKH.

Cucrema 31i0HOCTEH BKJIIOYAa€ YMOBHO MOJLUIEHI TUIKU (Hampukiaa, 00iioBa, Marivna,
000pOHHA), sIKI PO30JIOKOBYIOTHCS 3a OUKH JOCBiAy. Lle peanmizoBaHo depe3 epeBO TalaHTIB,
SIKE OHOBJTFOETHCSI B PEAIbHOMY Yaci Ta 30epiraeThCsi MiXK CECisSIMHU.

Cucrema 30epexeHHsT BUKOpPHUCTOBYe BOymoBany wexaHiky UES SaveGame, mio
JI03BOJISIE JIOKAJIBHO 30epiraTv BCo iH(pOpMallito Mpo MpeIMETH, eKiMipoBKY, 3110HOCTI Ta IXHiH
craH. Take pimeHHS O3BOJISiE YHUKHYTH JIOJATKOBHX CEPBEPHUX BHTpAT Ta 3abe3redye
aBTOHOMHICTb T'PH.

Intepdeiic kopucryBaya noOynoBanuii 3 BukopuctanHsm Ul-¢peiimBopky UES. Bin
BKJIIOYae B ceOe iHBeHTap 3 drag-and-drop, maHenp akTUBHUX 3A10HOCTEH, XapaKTepUCTUKU
MepCOHaka Ta BIKHO ekimipyBaHHa. OcoOnuBa yBara IpHUICHa 3pYyYHOCTI HaBiramii Ta
Bi3yanbHil MpUBaOIHBOCTI iHTEpPEIiCy.



BucHoBku. Y mnporieci BUKOHaHHS poOoTH OyJi0 poaHaIi30BaHO CydYacHI MiAXOAH 10
MOOY/IOBM ITPOBHX CHCTEM YIIPABIiHHS peCcypcaMH, po3po0JIEHO KOHIICMIII0 Ta YaCTKOBY
peamizamito iHpopMaIiiiHOT CUCTEMHU YNpaBIiHHSA IHBEHTapeM Ta 37i0HocTsaMu. OOpaHuii
MiAXIJ TO3BOJSIE JOCSATTH THYYKOI MOMIYJIBHOI CTPYKTYpH, sIKa JIETKO MacIuTaOyeTbes i
alanTyeThCs IMiJI BUMOTHM MaiOyTHIX NPOEKTIB. Y MEPCIEKTHBI L CHUCTEMa MOXKe OyTH
po3mupeHa JuIsi 0araTOKOPUCTYBAIlbKUX PEXKUMIB Ta CHHXPOHI3aIlii 3 OHJIalH-0a3aMHU JaHUX.
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