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AHOTALISA

VY GakanaBpchKii KBaniikamiitHiii poOOTI peatizoBaHO KOMIT IOTEPHY CUCTEMY
00110BO1 B3a€MO/IIT JIJIsI OJHOKOPHUCTYBAIbKO1 I'pu B skaHpi ActionRPG. Cuctema
KEepy€e CTaHaMHM MEepCcoHaka, 00po0JIs€ JOTIKY TapreTyBaHHs, BUKOHAHHS aTak Ta
aKTUBHUX 310HOCTEH 13 ypaxyBaHHSAM YMOB, TAKUX SK KyJAayHHU, JUCTAHITISA Ta CTaH
CYNPOTUBHUKA.

MeTa — CTBOPEHHS THYYKOTO Ta MOIYJIbHOTO KOMIOHEHTa 00HOBOI CUCTEMH 3
IHTETpalli€lo y 3arajibHy apXiTeKTypy I'pu 0e3 3aiiBO1 CKJIaIHOCTI [Tl Tu3aiHepa.
OcHoBy npoekTy ctaHoBUTH pymriid Unreal Engine 5, 3 Bukopucranusam Blueprint-
CLIEHapiiB, JeJIeraTiB Ta KOMIIOHEHTHOI apXiTEKTYPH.

Y po6oTi onrcaHo CTPYKTYpY KJIaciB, MEXaHIKY B3a€MOJII1 MK €JIEMEHTaMU CUCTEMH,
criocoOu ontumiszailii 00poOKH Moii Ta MOAKIMBOCTI MaciiTabyBaHHs. HaBeneno
JiarpamMu, 1o UIFOCTPYIOTh JIOTIKY /il IepcoHaXka, [IbOBY CUCTEMY Ta MPUKJIIAIN
Moaudikailii moBeiHKU 0e3 BTpydaHHs B 0a3oBuii koj. Cucrema Moxe 0yTu
aJlanToOBaHa IiJl IHII1 TPOEKTH, K1 BUMAraloTh IPOCTOr0 y BUKOPUCTaHH1 O0HOBOTO

iHTepdeicy.

ABSTRACT

This bachelor’s thesis presents the development of a combat interaction system for a
single-player ActionRPG game. The system manages character states, handles
targeting logic, attack execution, and active abilities based on conditions such as
cooldowns, range, and enemy status.

The goal is to design a flexible, modular combat component that integrates smoothly
into the game’s overall architecture without overcomplicating the designer’s
workflow. The project is built using Unreal Engine 5, leveraging Blueprint scripting,
event dispatchers, and component-based architecture.

The document outlines the class structure, mechanics of interaction between system
elements, event-handling optimizations, and scalability potential. It includes diagrams

illustrating character actions, target selection logic, and examples of modifying



6

behavior without altering core code. The system is suitable for reuse in other projects

that require an accessible and extensible combat interface.
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BCTVYII

Bineoirpu sxanpy Action Role-Playing Game (ActionRPG) 3aiimatoTs ocoOuBe
MiCIIe B IHAYCTpIi IHTEPaKTUBHUX PO3BAr, MOEAHYIOUN JUHAMIYHUIN TeUMILIeH eKIIH-
irop 3 riubokumu RPG-Mexanikamu po3BUTKY nepcoHaxa. LlenTpansHum
€JIEMEHTOM LIUX 1rop € 0oiloBa cucTeMa, ka BU3HAUYA€ HE JIMIIIEe

AKICTB IrPOBOTO JAOCBIY, ajie i KOMEPLIiHY YCIIIIHICTh MPOeKTy. SKicHa OoiioBa
CHCTEMa MOKE€ CAMOCTIMHO 3a0€31EeUNTH YCIIIIHICTh I'PH, @ IOTAaHO BUKOHAHA - CTaTH
MPUYUHOI0 KOMEPLIMHOIO MPOBaTy, OCKIIBKU caMe 00oBa CHCTEMAa CTaHOBUTD
OCHOBHUH revmIuieianii uka y ACtionRPG Bixeoirpax.

AKTyanbpHICTb TEMHU JOCIIKEHHSI 00yMOBJIEHA CTPIMKUM PO3BUTKOM 1HYCTpPii
BIJIEOITOp Ta 3pOCTAIOUMMH BUMOTaMU I'PABIIIB 0 AKOCTI Ta IHHOBALIMHOCTI 00MOBHX
CHCTEM.

3a ocranHi gecaTumiTTs ActionRPG eBostolionyBaiy BiJf MPOCTUX apKaIHUX
010K 10 CKJIAJHUX CUCTEM 3 PETICTUYHOIO (P13UKOI0, IITYYHUM 1HTEIEKTOM Ta
OaraTtonrapoBUMU MEXaHIKaMH B3a€MOII1.

CyuacHi 601ioBi cucteMu B ActionRPG noBuHH1 3a0e3nedyBaTu 6anaHc Mix
JIOCTYITHICTIO JIJI HOBAYKIB Ta MITMOUHOIO JUTsl TOCBITYEHUX TPABIIIB, IHTETPYIOUH
€JIEMEHTH MPOTpecii MepcoHaka, TAKTUYHOTO TUIaHYBaHHS Ta pedIIeKCciB peasbHOTO
yacy. Lle cTBOpIo€ yHIKaIbH1 BUKJIHUKH JJI pO3POOHUKIB, SIKI MalOTh BPaXOBYBaTH
TEeXHIYH1 OOMEXEHHSI, KOPUCTYBAIIbKUIA TOCB1J] Ta PUHKOBI TEHJICHIII].

Merta poboTu noJjsirae B KOMIUIEKCHOMY aHaji3i 00MOBUX CUCTEM Yy BlJeoirpax
xaHpy ActionRPG, nociiikeHH1 iX CTpyKTYpHUX KOMIIOHEHTIB, IPUHIIUITIB
MPOCKTYBaHHS Ta METO/IIB IMIVIEMEHTAITI].

CyuacHi TexHOO0r1i po3poOKu irop, 30kpema urposuid pymiid Unreal Engine 5,
HAJAI0Th PO3POOHUKAM MOTY>KHI IHCTPYMEHTH JJII CTBOPEHHS CKIIATHUX Ta
IHTEepaKTUBHUX 00ioBHUX cucteM. OHAK TPOESKTYBaHHS Ta peaizailis eeKTHBHOI
0010BOT CUCTEMU TOTPEOYE TIIMOOKOTO PO3ZYMIHHS SIK TEXHIYHMX aCIEKTIB

porpamMyBaHHS, TaK 1 TeUMIN3aNHY .



Amnpobauis. Te3a 10 6akanaBpcbkoi po6oTH, nomoBiabr Ha Temy « KOHLIETTIIIA
IHO®OPMAIIMHOI CHCTEMH CUMYJISALIIT BOIO HA TTIPUKJIAJII TPU B
KAHPI ACTIONRPG» Oyna omy6ikoBaHa Ha HAYKOBO-TIPaKTHUHIN KOH(pEpEHIii
«TeopernuHi Ta NPUKIAJAHI ACTIEKTH PO3POOKH KOMIT IOTepHUX cucTeM 2025» (23

kBiTHS 2025 poky)



PO3JILI 1

CUCTEMHUMA AHAJII3 NPEJIMETHOI OBJIACTI

1.1 ITocTanoBKa 3axaui

CrtBopenns edexkTuBHOI OoioBoi cucremu s Action RPG e xommexcHum
3aBJIAHHSM, 1110 BUMarae rIMO0KOT0 PO3yMiHHS crieludiky xKaHPy Ta HOTO KIIFOUOBUX
MexaHik. JlJis ycmimHOi peanizaiii Takoi CUCTEMU HEOOXIJHO CIOYaTKy 4YITKO
BU3HAYMTH CaM >KaHpP Ta HOT0 KIFOYOBI OCOOIMBOCTI, a MOTIM NEPEUTH 10 AETATLHOTO
PO3IIIAly KOMIOHEHTIB, 1110 (OPMYIOTh OOHOBUI JTOCBI/I.

Busnauenns Action RPG Ta ii KJIIOUOBI ejIeMeHTH:

Action RPG (ARPG) — e mifpkaHp posibOBUX BiJICOIrop, SKHid MOETHYE SIEMCHTH
TPAIUILIMHUX POJILOBUX Irop (PO3BUTOK IEpPCOHAXa, CIOXKET, BHUOIp, 1HBEHTAp) 3
eJIeMEeHTaMu 1rop kaHpy "ekmH" (01 y peailbHOMY 4aci, OpiIEHTOBAaHUN HA pedieKcu
Ta HaBWYKU Tpabis). Ha Bigminy Bix kiacuunux RPG, ne 6iit yacto BinOyBaeThcs
MOKPOKOBO a00 3 akTuBHOKO may30t0, B ARPG rpaBleBi HEOOXiTHO AaKTUBHO
KepyBaTH TIEPCOHAXKEM TiJ] Yac CYTHYOK, YXWUJSATUCA BiJl aTak, OJIOKyBarTH,
BUKOPUCTOBYBATH 3[I1I0HOCTI Ta KOMOIHAIII] yJapiB y TMHAMIYHOMY CEpPEIOBHIIII.

Po3poOka ©00iOBOI cucTeMH JUIsl TakOro JKaHpy MOTpeOye BpaxyBaHHS
crierupiYHUX BUMOT JI0 B3a€MO/IIT TPaBIsl 3 IrPOBUM CBITOM, IO CTBOPIOE YHIKaIbHI
TEeXHIYHI Ta AW3aiHepCchKi BUKIMKUA. HeoOximHo 3a0e3MeunTy IUIaBHICTh aHIMAIIii,
TOUYHICTh XITOOKCIB, 30aJIaHCOBAHICTh MEXAHIK Ta IHTYITUBHICTh YIPaBIIHHS.

Kuarwuosi esiemenTu Action RPG, siki 6e3nmocepeqHb0 BIVIMBAKTH HA 00HOBY
CHCTEMY Ta BU3HAYAKOTH BUMOI'H JI0 ii peasizamii:

e biii y peampbHoMy uaci: Ile HaiiOinbpin BH3HAYaIbHA XapaKTEPUCTUKA, IO
CTBOPIOE NOTPeOy B ONTHUMI30BaHI cucTeMi 0OpOOKHM MO, TOUHOMY TaWMIHTY Ta
MIBUIKOAIT airopuT™MiB. Yci Jii TpaBI Ta BOPOTIB BiAOYBAarOTHCS OJHOYACHO,

BHMAarar4u MBUAKOI peakilii Ta TAKTUYHOTO MHUCJIEHHS B AUHAMILIL.
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e Po3BuTok nepconaxa: Cucrema nporpecii moBUHHa OyTH TICHO 1HTErpoBaHa 3
OOMOBMMH  MEXaHIKaMH, 3a0e3Meuyrodd BIJYYTHUH BIUIMB TMOKpaIleHb Ha
edeKTHBHICTh y 00r0. ['paBIli MOKpAIIyIOTh CBOTO IMEpPCOHAXa Yepe3 OTPUMAaHHS
JOCBIy, MIJBUILEHHS PIBHS, PO3MOJAUT OYOK XapaKTEPUCTHK, BHUBUEHHS HOBHX
3M10HOCTEH Ta eKimipyBaHHS KPAIIoTro CIOPSIKEHHS.

e (ucrema IHBEHTapl0 Ta cCHOpsyDKeHHs: Peamizamis BuMarae THYYKOI
apXITEKTYpH JJIsI OOpOOKH PI3HOMAHITHUX IIPEAMETIB 3 YHIKAIPHUMHU BIIACTHBOCTSIMH.
30pos, 0bmaayHKH, akcecyapy Ta BUTPATHI MPEAMETH BIAITPAalOTh KPUTUYHY POJIb Y
BU3HAYCHHI OOMOBMX MOXIJIMBOCTEH TMEpCcOHa)Xa, HaJaloud YHIKadbHI 3710HOCTI,
OOHyCcH 10 XapakTEepUCTHK abo0 3MiHIOWYM CTUIb O00r0. Cucrema 1HBEHTpAIO
3aCJIyTOBYE OKpEeMY MOCHIAHUIIBKY pOOOTYy 4epe3 KOMIUICKCHITH II€l TeMH, y i
po6oTI MU He OyJIeMo 3ycepelKyBaTH Ha Hiil yBary.

Kuaacugikanisa 00MOBHX CHCTEM Ta TEXHIYHI BUMOIH:

boiioBi cucremn B Action RPG moxyTe OyTu kiacu(ikoBaHI 3a pi3HUMU
KPUTEPISIMU, 110 BU3HAYAIOTH ApXITEKTYpHI PIMICHHS Ta TEXHIYHI MIAXOAM IO iX
peaizari.

TemnopasnbHi XapakTepuCcTUKU 00HOBHUX CHCTEM:

Xoua Action RPG 3a Bu3HAU€HHSM OpIEHTOBAaHI Ha Olif y peajbHOMY uYacl,
pPO3YyMIHHSl aJbTEPHATHUBHUX MIAXOIIB JOMOMArae Kpaie yCBIJOMHUTH creuudiuHi
BHUMOTH JIO peaizarlii.

e biil y peasibHoMy 4aci (Real-time Combat): Cranmapt ans Action RPG, mio
BUMarae 6e3rnepepBHOi 00pOOKH BBOJy, OHOBJICHHS CTaHy I'pH Ta peHaepuHry. ['pasii
MOCTITHO KOHTPOJIOIOTH CBOTO TIEPCOHAXA, BUKOHYIOUM aTaKd, pyX, YXWICHHS Ta
BUKOPUCTaHHA 3A10HOCTE Oe3 mepepB Ha "xomu". YcCIiX 3alieKuTh Bij peduiekcis,
MO3UIIOHYBaHHS, TAaWMIHTY Ta BMIHHA MIBUJKO MpUAMaTH pimeHHs. TexHiuHa
peamizaiis MoTpedye ONTHMI30BAaHMX aJITOPUTMIB KOJi31d, CHUCTEMU CTaHIB
nepcoHaxa Ta epekTuBHOT 00poOKH MHOXMHHUX 00'ekTiB. [Ipuknamu: Diablo, Dark
Souls, Monster Hunter.

e biii 3 aktuBHOo may3or (Real-time with Pause): 'iOpuanuii migxim, 1o

A03BOJIsI€ TUMYAaCOBO IIPHU3YIIMHATU I[iIO AJI1 TaAKTUYHOT'O IIJIaHYBAHHS. P eani:;aui;[
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BUMarae 30epeXeHHsI CTaHy BCIX 00'€KTIB Ta MOXKJIMBOCTI iX Moaudikallii B pexumi
nay3u. Xoya OCHOBHUM Oid BiIOyBa€TbCs B pEaIbHOMY dYaci, €JIEMEHT TaKTHYHOI
nay3u J0/1a€ TIIMOMHU Ta 3HUKY€E BUMOTH JIO PEAKITii TPpaBIIs.

e [lokpokoBuii 6ii (Turn-based Combat): [IpoTHIEXHICTh peaIbHOTO Yacy, II0
CIIy>KUTb KOHTpacToM Juis po3yMinHs cnerudiku ARPG. Jlii BinOyBaioThes Mo yep3i,
IO CIIPOIIYE JIOTIKY 00poOKH, ajie He BianoBigae konmemnii Action RPG.

banaHc Misk HABHYKaAMM IPaBUs Ta XapaKTePUCTUKAMHU MEPCOHAMKA:

Lle#t kpuTepiii BU3HAYAE apXITEKTYpHI pIlIEHHS HI0J0 OOpOOKHM Iiii TpaBLs Ta
pPO3paxyHKy pe3yJbTaTiB 0010.

e OpienroBani Ha HaBuuku TrpaBis (Player Skill-Oriented): Cuctemu, ne
TEXHIYHA peajiizallisl NOBUHHA 3a0e31e4yBaT MaKCUMaJIbHY TOYHICTb Ta B1I3UBHICTb.
VYemix 3Ha4HOIO MIPOIO 3aJIeXKUTh BiJl BMIHHS T'paBlis, III0 BUMarae€ TOYHUX XITOOKCIB,
MIHIMAJIBHOI 3aTPUMKHM BBOJly Ta CKJIQJHUX cUCTeM aHiMauiid. HaBiTe mepcoHax 3
HU3BKHUMH XapaKTePUCTHUKAMU MOXE TMEpPeMOrTH 3a YMOBH MAaCTepHOI TpH.
[Mpuxnaau: Dark Souls, Sekiro, Monster Hunter.

e OpieHTOBaH1 Ha cTaTUCTUKY nepcoHaxka (Character Stat-Oriented): Cuctemu 3
aKIIEHTOM Ha YHCIOBUX pO3paxyHKax Ta TMPOIEAYpHIA TeHepalii KOHTEHTY.
Peanizauis pokycyeTbcsi Ha CKIaAHUX (POpPMYNax IIKOAU, CUCTEMAX MOAMPIKATOPIB
Ta TeHepaulli npeaMeTiB. Ycmix Oulblle 3aJeXUTh BlJ MNPABWIBHOIO PO3BUTKY

nepcoHaxka Ta sikocTi copsypkeHHs. [Ipuknaau: Diablo, Path of Exile, Borderlands.

3a mepcneKTUBO0 KaMepu:

® [3omerpuuni ActionRPG (Diablo series, Path of Exile) - xamepa
pO3TallloBaHa i KyToM, 3a0e3MeUy04H OrJIsi]] BeUKOi 00J1acTi.

® ActionRPG Bix tpethoi ocobu (The Witcher 3, Dark Souls) - xamepa
CITiTy€ 3a MIePCOHAKEM 33a7y.

® ActionRPG Big mepmoi ocodbu (The Elder Scrolls series) - rpasems
0auuTh CBIT OYMMA TIEPCOHANKA.
3a ckuagHicTIO 00MOBOI CHCTEMM:

® CrpoiieHi cucTeMHu - 6a30B1 aTaku, OJIOKyBaHHS Ta YXUJICHHS.



® (CepenHboi CKIATHOCTI - KOMOO-aTakH, pi3H1 TUIH 30poi, 6a30Ba Marisi.

® CkiagHl CUCTEMH - PO3IIMPEHI KOMOO, YMCJICHHI THUIM aTak, CKJIaJHI
Marigdi CUCTEMHU.
3a ¢poxkycom reitmmuies:

® Hack and slash - akiienT Ha MacoBoMy 3HUIIIEHHI BOPOTiB

® Souls-like - Bucokwmii piBeHb CKIIQJHOCTI, TOYHICTh TAUMIHTY

® [i0punHi - 6anmaHc Mk ekiieHoM Ta RPG-enemenTamu

KoMmmnonenTHa apxiTeKkTypa 00H0BOI CHCTEeMM:

st edpexktuBHOi peanizaiii OoilioBa cucTeMa IOBMHHA OyTH po30uta Ha
B3a€MOIIOB'sI3aH1 MOIYJI1, KOKEH 3 SIKHX BIJNOBIIAE 3a crieUU(PIUHMI acrieKT 00ioBOi
B3a€MOJII.

Mopayab aTak Ta KOMOO-CHCTEM:

e ba3oBi araku: OyHIaMEHTANIbHI [ii, 10 BUMAraloTh CUCTEMU OOpOOKHU BBOIY,
aHIMalIMHUX TMEePEeXOJliB Ta PO3PaXyYHKY IIKOAHW. PO3iisioTbes Ha Jierki (IIBHIKI,
MEHIIIA IIKO/A) Ta BaXKK1 (MOBUIbHIII, OUTbIIA MIKOAA, MPOOUBAHHS OJIOKY) 3 PI3HUMU
XapaKTEPUCTUKAMU TaWMIHTY Ta €(EKTIB.

e Kom0Oo-cucremu: CKiagHl TOCHIIOBHOCTI i, 1O MNOTPeOyIOTh CHUCTEMH
BIJICTEKEHHSI CTaHy, TalMepiB Ta yMOB mepexonay. Peamizaiisi Bkiro4yae Bajigallito
MOCJIIIOBHOCTEH, pO3paxyHOK OOHYCIB Ta 00pOOKYy aHIMaIliitHuX JaHII0KKIB. Komb0
MOXXYTh HAHOCUTH MiJABUIICHY IIKOAY, MaTH YHIKaldbHI e€peKkTh abo 3MIHIOBAaTH
MTO3HUIIII0 BOpOTa.

e CremianbHi aTaku: MexaHIKi HAKOTIMYECHHSI €Heprii, 3apsAJ0BUX aTak Ta aTak 1o
001acTi, M0 BUMArarTh JOJATKOBUX CHCTEM PECYpCiB Ta MPOCTOPOBUX PO3PAXYHKIB.

Mopayab 3aXHCTy Ta YHUKHEHHSI:

e Cucrtema yxusneHHs: Peanizanis kaapiB HEBPa3IUBOCTI, pO3PAXYHKY IHUCTaHIIIL
nepeMileHHs] Ta 1HTerpallii 3 CUCTEMOI0 BUTPHUBANOCTI. Bumarae To4HOro TalMiHTy
Ta KOOPIMHAIIIT 3 aHIMAI[IHHOIO CUCTEMOTO.

e C(Cucrema OIIOKyBaHHS Ta TmMapipyBaHHA: MexXaHIKM 3MEHIIEHHs IIKOJH,

pPO3paxyHKy KyTiB OJOKYBaHHS Ta CTBOPEHHsI BIKOH sl KOHTpaTak. [lapipyBaHHs
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noTpedye MOAaTKOBOI JIOTIKM JJisi BHU3HAYEHHs 17€aJbHOTO TAaMMIHTYy Ta OOpOOKH
pPe3yJIBTYIOUNX €(PEKTIB.

Moayab pyxy Ta No3MLiOHYBAHHSI:

e Cucrema mnepecyBaHHs: ba3oBuil pyx, CIHPUHT, CTPUOKH 3 IHTETpaIi€l0 0
cuctemMu (I3MKH Ta HaBITAI[IHHOT CITKH.

e TakTWyHE TO3WIIOHYBAaHHS: AJTOPUTMHU JUIsI BU3HAYEHHS ONTHUMAaJIbHUX
MO3UIIIH, 0OPOOKHU 31TKHEHB Ta B3a€MO/I11 3 HABKOJIUIITHIM CEPEIOBUIIIEM.

MoayJb 31i0HOCTel Ta pecypciB:

e AkTuBHI 3710HOCTI: CucTeMa Tepe3apsiiKy, CIIOKUBAHHS PECYPCIB Ta 00OpPOOKH
e(heKTIB 3710HOCTEH.

e Cuctema mpenMeriB: [HBeHTap, BUKOPHUCTaHHS BHUTPATHUX TPEIMETIB Ta
TUMYACOB1 €(DEKTH.

Monyib 00pO0KH HIKOAU TA CTAHIB:

e PospaxyHok mkoau: @opMynu A Pi3HUX THUIIB MIKOIU, KPUTUYHUX YIapiB Ta
orIopYy.

e Cucrema craniB: O0poOKka THMUYACOBUX €(PEKTIB, X B3aEMO/IIi Ta Bi3yalli3alli.

e VYrpaBiiHHS pecypcaMu: 370pOB's, BUTPUBAIICTD Ta 1HII PECYPCH 3 CUCTEMaAMH

pereHepaiiii Ta BUTpaTH.

1.1.2 lMoxpaieHHs 60ii0BOI CHCTEMH 3TiIHO 3i cTaHAApTaMM irpoBoOi
inaycrpii Ta nocarnenns "Feels Good" edexry

Po3po6ka 6010BOi CUCTEMH € OJTHUM 13 HAMCKIIAIHIIINUX Ta HAWBIAMOBI TAIbHIIINX
aCTeKTIB CTBOPEHHS ITPOBOT0 3aCTOCYHKY, OCKUIBKM CaM€ BOHA 3HAYHOIO MIPOIO
BU3HAUYA€E 3aTyUeHICTh TPABIsl, HOTO 3aJOBOJICHHS BiJl irpOBOTO MPOIIECY Ta 3arajbHe
"BimuyTTs" TpH. YcmimHa 60ioBa cucTeMa He Julle (PyHKIIOHAIBHO KOPEKTHA, aje i
IHTYITUBHO 3pO3yMiJia, 3aXOIUIIOI0Ya Ta HaJa€ TpaBUEBI BIAUYTTS KOHTPOJIIO Ta
BIUIMBY. lledt mipo3ain AeTaabHO PO3TIIAAAE MOTCHIINHI HANpPSIMKU TOKpaIeHHs
po3pobieHoi O0HOBOT CHUCTEMH BIATMOBIAHO 10 CYYaCHHUX CTaHIApTIB IrPOBOi
1HIyCTpii, @ Takok Metoau nocsirHeHHs edekty "Feels Good" — cy6'ekTuBHOTO, ane

KPUTHUYHO BaXKJIMBOTO BIAUYTTS 3a10BOJICHHS Bl B3a€MO/IIi 3 IrPOBUMHU MEXaHIKaMH.



1.1.3 AHaJi3 MOTOYHOI0 CTAHY TA CTAHAAPTH IHAYCTPII

Po3pobnena OoiioBa cucrema Ha Unreal Engine 5 Bxke Mictuth 06a30Bi Ta
(GyHKIIIOHATBbH1 MEXaH13MH, TaKl K YIPaBIiHHS MEPCOHAKAMU Ta BOPOTaMH, CHCTEMa
3M110HOCTEM, pO3paxyHOK IIKOJU Ta YIpaBlliHHSA cTaHamMu. BoHa 3a0e3nedye JorivyHe
BUKOHAHHs OOMOBHMX I Ta B3a€EMOJII0 MK OCHOBHHMHU eneMeHTamu. OmHak, IS
nepeTBOpPEeHHs (QYHKI[IOHATBFHOI CUCTEMH Ha BUHATKOBUN 1ITPOBHIA 1OCBiJ, HEOOX1THO
BUWTH 32 paMKH 0a30BOi KOPEKTHOCTI Ta 30CEOMTHCH Ha acrekTax, 1o (HpopmMyroTh
"BiMuyTTA" TPH.

CyyacHl cTaHmapTd IrpoBoi 1HAYCTpii Jsi OOHOBHUX CHCTEM 3HAYHO
CBOJIIOIIIOHYBAJIM. SIKIIO paHillle JOCTaTHRO Oysio Juiie (PYHKIIOHAIBHOCTI, TO
ChOTOJH1 BiJ ITPOBUX MEXaHIK BUMAaraeTrbcsi BHCOKHI pIBEHb BIATYKY, TJIMOWHHU,
O0amancy Ta uitkocti. Edekr "Feels Good" € iHTerpaspbHOIO CYKYMHICTIO IIUX
€JIEMEHTIB, III0 CTBOPIOE MO3UTHBHI €MOLIT y TPABIIS Ta 3a0X0UYy€ HOro A0 MOAAIbIIOT

B3aemolii. Llel edpexT nocsaraeTscs yepes:

MurrteBuii Ta uirkmil Biaryk Ha aii rpaBusi: Koxna i rpaBus, BiJ
HAaTUCKaHHS KHOIIKHU JI0 aKTHUBAIlli 3iI0HOCT1, TOBUHHA MaTH HETaWHHUI Ta 3p03YyMIIHMA
Bi3yaJbHUM, aymiaIbHUN Ta, 3a MOXJIMBOCTI, TaKTWIbHHUUI BiAryk. lLle cTBOproe

BITUYTTSI MPSIMOT'O KOHTPOJIIO Ta MPUYMHHO-HACIIIKOBOTO 3B'SI3KY.

Biguyrrsi BmuiuBy: Jlii rpaBild MOBHHHI BigdyBaTHCS 3HAYYNIMMH Ta MaTd
BUJIMMI, BIJYYTHI HACIIIKH B irpoBoMy CBITI. Lle cTOoCyeThbcs sik HAaHECEHHS IIKOIU

BOpOTaM, TaK 1 3MiHH CTaHy ITPOBOTO CEPEIOBHUIIIA.

bananc Ta cnpaBemuBicTh: Cucrtema Mae OyTH  CHpaBeIUBOIO,
nepeadavyBaHOIO Ta HAJAaBaTH TPABIEB] YITKI MpaBUia Ta MOXKJIMBOCTI /I HABYAHHSI
Ta BJOCKOHAJECHHS CBOiX HaBMYOK. HeBnaul MOBUHHI COpUMaTHCS SIK Pe3yJbTar

BJIaCHUX ITIOMMJIOK, a HC SIK HeCHpaBeI[J'II/IBiCTB CHCTCMMU.
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I'nmuduna Tta pizHOMaHiTHiCTH: HasBHICTH MOCTATHBOI KIIBKOCTI MEXaHIK, IO
JTIO3BOJIAIOTh TPABIEBI €KCIIEPUMEHTYBATU 3 PI3HUMM CTpaTerisMH, KOMOIHAIISIMU
3MI0HOCTEN Ta 3HAXOIWTHU BJIACHI e(eKTHMBHI miaxoau g0 Ooro. Ile 3abe3meuye

JIOBFOTPUBAJIMH 1HTEpeC Ta perpadebHICTb.

MoaipyBannsa (Polish): [lpibni ngertami, MmO HE € KPUTHYHUMHU JJis
(YHKLIOHAIBHOCTI, ajie 3HaYHO MOKPAIlyIOTh 3arajibHe CIpPUUHATTS rpu. Lle Mosxke
OyTH SKICTb aHIMaliid, MJaBHICTh MEPEeXoJiB, MpiOHI Bi3yalbHI €(EeKTH, 0
HIAKPECTIOTh [1i, Ta 3arajpHa yBara A0 JAeTajeil, ska poOUTh IrpOBUN MpOLEC

MPUEMHUM Ta MPOdeCiifHUM.

1.1.4 I'nubuHa Ta po3MINPEHHS MEXaHIK

JI71st ABUIIEHHS 3JTyYE€HOCTI TPaBlls Ta 3a0€3MEUYeHHS JOBMOTPUBAJIOTO 1HTEpPECY
10 O0MOBO1 CHCTEMHU, HEOOX1THO PO3MIMPUTHU 11 MexaHIuHy riauouny. Lle 1o3BoauTh
IpaBLsSM EKCIIEPUMEHTYBATU 3 PI3HUMHU CTpPATErisiMU, aJanTyBaTHCS [0 HOBUX

BUKJIMKIB Ta B1IYyBaTH NPOrPEC y CBOIX HABMYKAX Ta PO3YMiHHI CUCTEMHU.

Po3mupenHs cucreMu 31i0HOCTEH:

JepeBa TtajanTiB Ta mnporpecii(Puc. 1.1.0): 3amicte ¢ikcoBaHoro Habopy
3M110HOCTEM, MO’KHAa BIPOBAJAUTH PO3TATyKEHY CHCTEMY JiepeBa TaJaHTIB abo
cuctemy mporpecii 3a10H0cTei. 1le m03BoMuTh rpaBiieBl BUOMPATH Ta MOKpAIyBaTH
3MI0HOCTI B MIpy MiJABUIIEHHS PIBHS a00 BUKOHAHHS TEBHHUX ITPOBUX JOCSTHEHb.
KoxHa 3110HICTh MOXE MaTH KUIbKa PaHTiB MOKPAIICHHS, 10 30UIbIIYIOTh i1 0a30BY
eheKTUBHICTh (HANPUKIAJ], 30IIBIICHHS IIKOAM, 3MEHIICHHS BapTOCTI PECypCiB,
CKOpPOYEHHSI KyJjayHy) a0o O0Aar0Th HOBI, YHIKajdbHI BJIACTUBOCTI (HANPUKIA,
"BorusiHa kyns" modyuHae mifgnagroBaTd i, ado "JIkoasHuN mMT" Temep TaKOK
3aMOpPOXKY€ BOPOTiIB, IO aTakyioTh). lle Hamae TpaBieBl BIAYYTTS BIACHOCTI HaJ

PO3BUTKOM CBOTO IIEPCOHAXkA Ta 320X0UY€ /10 CTPATETTYHOTO MJIaHYBaHHS.



Puc. 1.1.0 IepeBo TananTtie Path Of Exile

Cuneprii mick 3ai0HOCcTsIMM: Po3poOka 3m10HOCTEH, SKI B3aEMOJMIIOTH OJHA 3
OJIHOIO, CTBOPIOKOYM MOTY>KHIMI Ta BI3yalibHO eexTHim koMmOiHarii. Lle moxxe OyTu
peaizoBaHO Yepe3 CHCTEMY CTaTyCHHUX e(eKTiB: oJHa 310HICTh MOXKE HakIagaTH
neBHUM eexT (Hanpukiaa, "Mokpuit" ado "BpasznuBuil 10 marii"), a iHIIa 310HICTh —
3aBJaBaTH JIOJATKOBOi IIKoaM a00 MaTh IIOCHJICHHUHM e(eKT Mo IIix, sKi
nepeOyBarOTh TiJ Ji€l0 1boro crarycy. lle 3aoxodye rpaBIiB 10 KpeaTUBHOTO
MUCJIEHHS, TOILIYKY ONTUMAJbHUX TMOCIIJOBHOCTEN 1 Ta PO3YMIHHS MEXaHIK

B3a€EMO/III.

Moaudixaropu 3ai0HOcTeii: BrnpoBamkeHHs MeXaHI3MiB, IO JO3BOJISIOTH
rpaBIsiM MOIU(DIKyBaTH CBOI 3/1IOHOCTI 32 JOTIOMOTOIO PYH, TeMiB, apTedakTiB abo
IHIIUX 1TPOBUX MpeaMeTiB. Lle mMoke 3MiHIOBATH THI IIKOJU, JIOJABaTH BTOPUHHI
edeKkTH cTaHy, 3MIHIOBaTH 00JiacTh Jii 3M10HOCTI (HAMpUKIAA, TEPETBOPIOBATH
onnHovyHy 1imb Ha AOE), abo HaBiTh 3MIHIOBATH Bi3yaJlbHE MPEACTABICHHS

3ni6HocTi. Lle monae e ouH map KacTomizallii Ta perpadeabHOCTI.



BnpoBaj:keHHs1 pO3IIMPEHOI CHCTEMH CTATYCHUX e(eKTiB:
[Torouna cucteMa ympaBIiHHA CTaHAMH MOXe OYyTH 3HAYHO PO3MIMpPEHA IS
CTBOpPEHHSI OUIbII JUHAMIYHUX Ta TAaKTUYHHUX OOHOBUX creHapiiB. OkpiM 0a30BHX

edekTiB (0TpyTa, OTIIYIICHHS), MOXHA JI0aTH IIMPOKUI CIIEKTP:

® bapdie: TumuacoBe 3O0LIBIICHHS  XapaKTEPUCTUK  (HAMPUKIA],

"Ilpuckopenns", "IligBuiienns 3axucty", "301IbIICHHS MKOIU").

® JleGaddiB: TumMuacoBe 3MEHIIEHHS XapaKTEPUCTUK (HAMPHUKIA],
"CnoButbHeHHs1", "Ocnabnennsa", "KpoBorewa", "['opinns", "3amopo3ska",

"ITanika").

KoxeH edexkT MOBMHEH MaTH YITKO BH3HAYEHI MapaMmMeTpu: TPUBAIICTD,
NEePIOIUYHICTD i (SKIIO0 e(DEeKT € MEPIOTUIHUM), CHIIa BIUIUBY, MOMJIMBICTD JUCTIEITY
(3HATTS e(deKTy), a TaKOXK yMOBU HaKJaJaHHs Ta 3HATTS. BidyanbHe Ta ayjiajibHe
npeacTaBiieHHs eekTiB (ikoHku Ha Ul, 4yacTMHKM HaJ TOJOBOIO MEpCOoHa)ka, 3MiHA
KOJIbOPY MOJIeN, crenudiuHi 3ByKH) € KPUTUYHO BAXUIIUBUM I IXHBOI YITKOCTI Ta

pPO3yMiHHS TPaBLIEM.

Cucrema exkinipoBKH Ta nporpecii:

[HTETpaIis po3raxyKeHoi CUCTEMH 1HBEHTAPIO Ta €KIMIPOBKHU, KA OE3MOCEPETHHO
BIJIMBa€ HAa OOMOBI XapaKTEPUCTUKU MepcoHaxa. Pi3Hi Tumum 30poi (medi, JIyKH,
OCOXM) Ta OpOHI (JIerka, Cepe/iHs, BaKKa) MOBUHHI HA/IaBaTH YHIKaldbHI OOHYCH /10
IITKO/IH, 3aXUCTY, MMBUJIKOCTI aTaKu, KPUTUYHOTO IIaHCY, a00 HABITh BiIKPUBATH HOBI

3110HOCTI Ta MacUBHI €(EeKTH.



[IpenmMeTr MOXXYyTh MaTH pIi3HI PIBHI PIIKOCTI (3BMYAHI, PIJKICHI, EIiYHI,

JeTeHapH1), 10 BIUIMBA€E Ha TXH1 XapaKTEPUCTUKH Ta I[IHHICTb.

[Tporpecis mepconaka yepe3 MiIBUIIEHHS PIBHS Ta OTPUMAaHHS HOBOTO, OUIBII
MOTY)KHOTO CTOPS/DKCHHS TMOBWHHA BIAYYTHO BIUIMBAaTH HA WOro OOWOBY
e(EeKTUBHICTh, HAJAIOYM TPABIEBI BIMYYTTSA PO3BUTKY Ta MocuieHHs. Lle cTBoproe

NOCTIHHUHN UK "Tpaifi-OTpUMYH Haropoy-cTaBail CHIIbHIIIUM'".

Kom0o0-cucreMu Ta noc/aiI0BHOCTI aTak:

st 60iB y peanbHOMY 4Yaci, BIPOBAPKEHHS KOMOO-CHUCTEM, Ji€ MOCIiJOBHE
Ta/ab0 TaliMOBaHE€ BHMKOHAHHS TIEBHMX arak a0o 310HOCTEeH MNPU3BOAUTH 0
NOTYXKHIIIUX, Bi3yalbHO e€(EeKTHImMX abo 3 YHIKaJbHUMHU BIACTUBOCTSIMU

komMmOiHari. I{e Moxxe OyTH pealizoBaHO Yepes:

® TaiimoBanuii BBiJ: HaThckaHHS KHOMOK y TIEBHHMM YacCOBHUH IMPOMIKOK

TICJISE TOTEePETHBOI i

® [locnimoBHuii BBi: BukoHaHHs Jiii y 3a/1aHii MOCIIIOBHOCTI.

® PecypcHi koM00: BukopucTaHHs MEBHUX peCypciB abo CTaHIB st

akTuBarii KomO0o.

Ile migBUIITyEe BUMOTH /10 HABUYOK T'PABIl, 320X0YY€ JO BUBUCHHS ONTHUMATbHUX
MOCJIJOBHOCTEH iK1 Ta Hajae OUIbIlEe MOMKIMBOCTEN JJIsI BUPKEHHS 1oro 00HOBOTO

CTHUIIIO.



Cucrema ypa3jiuBoCcTeld Ta ONOPIB:

BrpoBamxeHHs pi3HUX THUIIIB MKOAW (HANpUKIad, Gpi3udHa, Maridda, BOTOHb, JIiI,
OJIMCKaBKa, OTpyTa, CBITJIO, TEMpsiBa) Ta BIAMOBIIHUX YPa3JIMBOCTEH/OMOPIB Yy
BoporiB. Lle 3a0xouye rpaBiliB 10 cTpaTeriyHOro BUOOPY 3ai10HOCTEH Ta 30poi MpoTH

PI3HUX THUIIIB IPOTUBHUKIB, CTBOPIOIOYHN TAKTHUHY TTHOMHY 00I0.

® BisyanpHe NpenCTaBICHHS ypa3IUBOCTEH (HANPHUKIAA, BOTHSIHI €(heKTH
Ha KPWIKAHOMY MOHCTPI, III0 OTPUMYE I1JIBUILIEHY IIKOAY) Ta OMOPIB (HAPUKIIA/,
ICKpY BiJl yapy 1Mo OpOHBOBAHOMY BOpPOTY, 110 OTPUMYE 3MEHIICHY IIKOJIY) €

BAYKJIMBUM JIJIS1 YITKOCTI Ta IHTYITUBHOT'O PO3YMIHHSI MEXaHIK FPABIIEM.

1.1.5 Iokpamenus Biaryky ta "Feels Good" edexry (Player Feedback &
Polish)

"Feels Good" edexT € cykymnHicTIO ApiOHUX, aje KPUTUYHO BAXKIMBHUX JIE€TaJEH,
K1 poOJIATh B3a€EMOJIIO 3 CHCTEMOIO MPUEMHOIO, IHTYITUBHOIO Ta 3a/10BUIbHOIO. Lle

JOCSTAETHCS Yepe3 KOMIISKCHUHN Ta OaraTolapoBUi BIATYK Ha il TpaBIIs.

Bizyanbsuuii Biaryk (Visual Feedback):

Xitmapkepu Ta edexTu nonagaHHs: YiTki Bi3yalibHI 1HIUKATOPH, 110 MOKA3YIOTh,
KOJIM aTaka rpaBlg moTpanuia B uuib. Lle MoxyTh OyTH cnamaxu, iCKpH, OpU3KH
KpOBI, BIJIKOJU BiJ OpoHi, a0 crieriaiabpHl, OUIbII BUPa3Hi €PEKTU MPU KPUTHIHOMY

yaapi uyu npoOuTTi 3axucty. Lli edektn mnoBuHHI OyTM MHTTEBUMHU Ta a00pe

HOMITHHUMMU.

® Awmimamii: [lnaBui, peanicTuuHi Ta a00pe TaiiMOBaHI aHIMalli arak,
3M10HOCTEN, OTpUMaHHS IIKOAM Ta CMepTi. AHiMalii MOBUHHI MaTH "Bary" Ta
BIIUYTTS BIUIMBY, MEpeJaloyun Cuiy Aii. Bukopuctanus aHiMariiHux OJI€HIIB JJIs

MJIABHUX TIEPEXOAIB MK aHiMailisiMu, iHBepcHOl kiHemaTtuku (IK) mms amanrarrii
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KIHI[IBOK TI€pCOHa)Xka JO0 OTOYEHHs (HAIpHUKIAJ, TPH CTOSHHI Ha HEPIBHIN
MOBEpPXHi) Ta aHIMaIMHUX IIapiB JJs OJHOYACHOTO BIATBOPEHHS PI3HUX

aHIMaIii (HarmpuKyIaa, Xo1bp0a 1 aTaka pyKoro).

® Kamepa: /IluHamivni 3MIHM TIOBEIIHKH Kamepw mia 4dac 6oro. Lle moxe
BKJItOUaTu jerkuil medk kamepu (Camera Shake) mpu moTykHuUX yaapax abo
BUOyXaxX, KOPOTKOYACHUN 3yM Ha I[UIb NMPH aKTUBallli yIbTUMATUBHOI 3410HOCTI,
a00 aBTOMaTHYHMI (POKYC Ha TpaBIEBI/BOPOry B KIIOUOBI MOMeHTH Ooro. lle

J0/1a€ KiHeMaTorpapiyHOCTI Ta BIIYYTTS €MIYHOCTI.

® [JocT-npouecuHr: 3acToCyBaHHs €(EKTIB MOCT-IPOLECUHTY (HAPUKIIAJ,
KOPOTKOYAaCHUW ONyp €KpaHy, 3MiHa KOJIbOPOBOi KOPEKIi, BIHbETYBAHHS, €(EKT
XpoMaTtuyHoi alepanii) mpu OTpUMaHHI a00 HAHECEHH1 3HayHOi wmKoau. Lle

CTBOPIOE ,Z[O,Z[aTKOBHﬁ Bi3yaJII>HI/Iﬁ AKIICHT HAa KPUTUYHHUX HOIIiSIX.

AyapiaabHuii Biaryk (Audio Feedback):

3BYKM yJlapiB Ta 3aKJIMHAaHb: BUCOKOSKICHI Ta PI3HOMaHITHI 3BYKOBI €()EeKTH IS
KOXXHOI aTaku, 3[10HOCTI, MOMaJaHHs Ta OTPUMAHHS IIKOJU. 3BYKH TMOBHHHI MaTH
"Bary" Ta 4iTKO NepeaaBaTd TUIl J1i (HaMpuKIad, I3BIHKUN 3BYK Meua, TIIyXUi ynap
OynaBM, IIMIUISTYANA 3BYK BOTHSHOIO 3aKiIMHAHHA). BukopuctanHs OaraTomapoBux

3ByKiB (layering) st CTBOpEHHsI OUTBIIT HACUYEHOTO ayd10-T0CBITY.

® JluHaMmiuHa My3WMKa: 3MiHa MY3MYHOTO CYNPOBOJY 3aJE€KHO BIiJ
1HTeHCUBHOCTI 0010. Ile Moke BKItOUaTH mepexia Big GOHOBOI My3UKH 110 OLIBII
Hampy>keHoi  OoiloBOi TemMdM Tpu  BUSBJIEHHI  Bopora, abo  3MiHYy

IHCTPYMEHTIB/pUTMY TIpH TIepexo/1i 0oca B HOBY (asy.
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® [onocoBi perutiku: KopoTki TrojIocoBI peIulikKu MEePCOHaXIB ab0 BOPOTiB
IIpU aKTUBALii 3/1I0HOCTEN, OTpUMaHHI 3HAYHO1 IITKOIU, TIepeMo3i abo mopasii. Lle

J0J1a€ TIepCcoHai3allli Ta eMOLIHHOTO 3a0apBICHHS.

Taxkrunbnuii Biaryk (Haptic Feedback):

® BiOparmis reiimnana: Bukopuctanus BiOparlii reiiMiana sl MOCHUIICHHS
BIMUYTTS YyJapiB, aKTUBAIlli MOTYXHUX 3110HOCTEH, OTPUMAaHHS IIKOAU abo
BUOYXiB. Pi3Hi Thnu BiOpaiii (pi3Ha IHTEHCUBHICTb, YACTOTA, TPUBAJIICTH) MOXKYTh

nepenaBaTH pi3Hi MO/1i, MOCUIIIOIOYN 3aHYPEHHS TPaBLIs.

®  Taiiminar ta "Game Feel":
"Hit Stop" (KopotkouacHa may3a): Jlyxke kopoTkodacHa (3a3zBmuaii 0.05-0.1
CEeKYHJIM) May3a B IrpOBOMY 4Yaci IpW HaHeceHH1 ynapy. Lle cTBoproe 1i03ito

OUIBIIIOTO BIUIMBY Ta "Baru'" aTtaku, MiJAKPECIIOI0YM MOMEHT KOHTAKTY.

® "Screen Shake" (TpemTinHsa ekpany): Jlerke, ame BiIuyTHE TPEMTIHHS
€KpaHy TIpu TMOTYXHHUX YyJapax, BuOyxax a00 akTuBallii YJIbTHUMATUBHUX

3110HOCTEM, 110 MIIKPECIIOE IXHIO CUITY Ta BILJIUB HA OTOYEHHS.

® "Juice": 3aranbHUIl TEpPMIH, IO OXOIUTIOE BCI 11 JAPIOHI €JIEeMEHTH
BIATYKYy (aHiMaiii, 3ByKH, e(EeKTH, TalMiHT), SKI poOJsATh Tpy OUIBII
JTUHAMIYHOIO, IHTEPAKTHBHOIO Ta mnpueMHoro. Jlocsruenus "Juice" Bumarae
ITepaTUBHOrO TOJIPYBaHHS, yBaru A0 JeTaJed Ta TOHKOTO HaJIalITyBaHHS BCIX

€JIEMEHTIB BIJITYKY.

® "Coyote Time" ta "Input Buffering": Ile mexanizmu, 10 NOKpaIlyOTh
KOHTPOJIb TpaBlig, pooOysun ioro Oumbmn "mpoOadaroumm" Ta IHTYITUBHHM.
"Coyote Time" nmo3Boisi€e TpaBLEBl BUKOHATH JMAil0 (HANpPUKIAJ, CTPUOOK)

IPOTATOM Jy’K€ KOPOTKOTO 4Yacy MiCis TOro, K BiH MOKMHYB IaTdopmy, L0
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3anobirae BimuyTTi0 "HecmpaBemiauBocti". "Input Buffering" nos3Bomsie cuctemi
3amaM'saTaTd BBiJ TpaBIll Ha KOPOTKHMA dYac, MO0 Jisl CIIpalfoBaia, HaBiTh SKIIO
rpaBellb HATUCHYB KHOIKY TPOXH paHille, HDK 1€ CTaJ0 MOXJIUBUM, IO

M1JBUIIY€ BIIUYTTS BIATYKY.

YirkicTe (Clarity):

® Binoopaxenns mkoau (Floating Combat Text): UiTke BimoOpakeHHS
gucen mkoAu (Ta i TUIly), IO BWIITAIOTh HaJa TojoBamu Iiei. Ile moxe
BKJIFOYATH PI3HI KOJIBOPH ISl PI3HUX THIIB IIKOAW (HAIPHUKIIAJ, YSPBOHHUM JIJIs
b13uyHO1, CUHIA 1Ji1 MariyHoi, >KOBTHM ISl KPUTHUYHOI), @ TaKOX aHIMaIlii

BHJIBOTY YHMCCJI, IITO HiIIKpGCJIIOI-OTB iXHIO Ba)KJIUBICTD.

® [Haukatopu KyjjayHiB Ta pecypciB: UiTkI Ta 3po3yMiii Bi3yallbHI
inaukaropu Ha Ul, mo mnoka3yioTe moTouHui piBeHb pecypciB (HP, Mana,
BUTPUBAJIICTh) Ta 4Yac 10 nepe3apsanku 3aioHocrel. Lle MoxyTh OyTu mporpec-

Oapu, 1KOHKH, 1110 3aTEMHIOIOTHCS, a00 TallMepu 3BOPOTHOTO BIJJIIKY.

®  Bizyanizauis 30H Aii 3110H0CTei: BidyanbHe mifcBidyBaHHsS 001acTi, Ha
Ky BIUIMHE 3110HICTB, mepen il akTUBaIi€lo (HANPUKIAA, KOJO Ha 3eMJIl IS
AOE-3aknuHaHHs, KOHyC UIsi KOHycHO1 artaku). Lle momomarae rpaBLeBi TOYHO

MPUITUTIOBATUCS Ta PO3YMITH HACIIIKHA CBOIX Hii.

® CrarycHi 1kOHKH: YITKI Ta IHTYITUBHO 3pO3yMiJl 1IKOHKH HaJ rOJIOBaMH
nepconaxiB abo Ha Ul, mo BimoOpaxkatoTe aktuBHI Oaddu ta nedaddu, ixHIO

TPUBAIICTH Ta CUITY.

BucHoBok 10 po3ainy 1.1
Hocsruennst "Feels Good" edekty Ta BIANOBIAHICTH CTaHAApTaM IrPOBOI

IHAYCTpil BHMAara€e KOMIUIEKCHOTO MIJIXOMQy, IO TO€AHY€E TIHOOKE pPO3yMIHHS
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IrpOBOr0 JAM3aifHYy, IICHXOJOTii TpaBIll Ta TEXHIYHOI peanizamii. Po3mupeHHs
MeXaHIYHOi TMOMHKU OOMOBOI CHCTEMHM, pETelibHE TIOJIPYBaHHS  BIATYKY
(Bi3yanpHOTO,  aymiaJIbHOTO,  TAaKTWJIBHOTO), 30aJlaHCOBaHAa  TIporpeciss  Ta
BJIOCKOHAJICHU INTYYHUH 1HTENEKT BOPOTIB € KIIOYOBUMHU HANpPSIMKaMHU ISt
MOMANBIIOTO  PO3BHTKY. BmpoBamkeHHS MUX  PEKOMEHAAIN  T03BOJUTH
TpaHchopMyBaTH (PYHKITIOHAIBHY OOMOBY CHUCTEMY Y 3aXOIUTIOIOYWN Ta TaM'STHUN

ITPOBHUH JOCBI, 110 € KIHIIEBOIO METOIO OY/1b-5KO1 YCIIIIIHOI TPH.

1.2 Orasix ingopManiifHUX JKepeJi TA iCHYIOYHX pillleHb

J17is pO3yMiHHS CydacHUX TPEH/IIB Ta HAMKPAIIUX MPAKTUK y po3poo1 00ioBUX

CUCTEM, IIpOaHaizyeMo Jekiibka 3HakoBuX ActionRPG irop:

The Witcher 3: Wild Hunt

Puc.1.1 The Witcher 3 6iii
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"Bigpmak 3" neMoHCTpy€E CKIIaaHy O0MOBY CHUCTEMY, 10 TTOENHYE (DeXTyBaHHS Ha
Medax 3 MariYHUMH 3HAKaMU Ta ajaXxIMI€lo.

Karo4oBi ocodamBocTi 60i0BOI cCTEMMU:

® (Cucrema 3HakiB: [1'1Th Mariunux 3HakiB (Aard, Igni, Quen, Yrden, Axii)
3 yHIKaJIbHUMH e(peKTamH.

® MexaHika mappyBaHHs Ta yxuieHHs: TouHUI TalMUHT U1 €PEeKTUBHOTO
3aXHCTY.

® Cucrema mytaniii: ['muboka kactomizaiis 3110HOCTEN IEpCOHaKA.

® [lixroToBka 10 60r0: BukopucranHs ojiii Ta 60MO IS i ABUIIICHHS
e(heKTUBHOCTI B 0010.
Texniuna peaJizanis:

® Bukopucranns BiacHoro asmwkka REDengine 3.

® (CkiajHa cucTeMa aHiMallii 3 IJIaBHUMU TIEPEX0JIaMH.

® PeanictuuHa (i3uKa B3aeMO/Iii 00'€KTIB.
IlepeBarmu:

® [1mboka TakTHYHA CKJIaJ0Ba.

® Pi3HOMaHITHICTH MIJIXOIB 0 00I0.

®  Bucokuii piBeHb iIMepCli.
HenoJgiku:

®  CkiagHICTh JJI HOBHX I'PaBIIIB.

® HeoOX1aHICTh MOCTIAHOI MATOTOBKH.

Dark Souls cepis



Cepis Dark Souls BitoMa cBo€ro yHiKalIbHOWO (his1ocodiero O0MOBOI CUCTEMHU, IO
0a3yeThCsl Ha TOYHOCTI, TEPHIHHI Ta BUBYEHHI MTATEPHIB BOPOTIB.
Kuro4oBi oco0s1uBoCTI:
® (Cucrema ButpuBaniocTi: KoxHa mist (ataka, 070K, yXUJICHHS) CIIOKUBAE
BUTPHUBAJIICTb.
® BaxMBICTh TaliMUHTA: Y CIIX 3aJICKUTH BiJl TOYHOTO BUKOHAHHS J1H Y
MPaBUJIbHUN MOMEHT.
®  Pi3zHoMaHITHICTB 30poi: KoxxeH Tun 30poi Mae yHiKanbH1
XapaKTEPUCTUKHU Ta CTHIIb 0OTO.
® (Cucrema 60ciB: CkiaaHi MPOTUBHUKH 3 YHIKATbHUMU MEXaHIKaMH.
TexHivuHi aciekTH:
® Touna cuctema KO3l Ta XITOOKCIB
® (CkiiagHa cucTeMa aHiMalli 3 MiHIMalIbHUM input lag
® EdekTuBHE BUKOPUCTAHHS KaJpiB HEBPA3IUBOCTI
BnuiuB Ha iHaycTpilo:
® J[lonmynspusauis "souls-like" mimxanpy
® JleMoOHCTpaIlisl BAKIMBOCTI CHCTEMH responsive controls

® BcraHoBJIEHHS HOBUX CTaHAAPTIB CKIAAHOCTI irop



Diablo cepis

-

S Whispers of the Dead {Z5)
. h th e of Wi

~

P e of ~

Puc.1.3 Diablo 4 6ii

Cepis Diablo npencraBinse knacuunuit miaxin 10 ActionRPG 3 i3omerpuaHoi
MEPCIIeKTHBH, (DOKYCYIOUNCH Ha MIBUIKOMY TeHMILIET Ta CHCTEMI JTyTa.
Oco0smmBocTi 00110BOI cHCTEMU:
® Click-to-attack mexanika: IHTyiTHBHE KepyBaHHS Yepe3 MHUIII
® (CucreMma kiaciB: Pi3HI CTUIII TpHU JJIs1 KOXKHOTO KJIacy MepCcoHaxka
® Macosi 60i: OnHo4yacHa 60pOTHOA 3 BEIMKOIO KIIBKICTIO BOPOTiB

Texuiuna peaJtizaiis:



® EdexrtuHi anroputmu pathfinding aist BeIMKOi KiJIbKOCTI FOHITIB
® (CucreMa npoleaypHOi TeHepallii Moa3eMenb

® OnTumizoBaHa 00poOKa BEIHUKOI KIIBKOCTI 00'€KTIB HA €KpaHi

1.3 MoaesiroBaHHS NPeAMETHOI 00J1aCTI

1.3.1 3arasbHi BizoMocCTi Ipo eTanu po3podKu cucTteMu 0010

IIporec po3pobku 6oioBoi cuctemu B Action RPG — 1ie 6araroeramnHmii muisx,
[0 BUMAarae peTesibHOTO MJIaHyBaHHS Ta ITEPATUBHOTO BAOCKOHAJICHHS JJIst

CTBOPCHHA 3aXOITIOIOYO0I'0 Ta 30aJ1aHCOBAHOTIO inOBOFO ,[[OCBiI[y.

Busnauenns Konuenuii ta Texniune 3apnanns (T3): Lleit mouaTtkoBuii etamn
nepeadavae ditke popMyroBaHHs OadeHHs 00H0BOi cuctemu. Po3pobnserncs T3,
SIKE JICTAJILHO OIMHCYE KITIOYOBI MEXaHIKH (HAIIPUKJIIA, TUITA aTaK, CHCTEMH 3aXHCTY,
BUKOPHUCTaHHSA 3110HOCTEH), LTI (HAIPUKIIad, IIBUIKICTh, TAKTHYHA ITMOWUHA),
iHTepdeiic KopucTyBaya Jjisi 00HOBUX M1 (HATTPUKIIAI, BITIOOPaKEeHHS 37J0POB'S,
pecypciB, MiJIKa30K), CTPYKTYPY JaHUX JIsl O0MOBUX mapaMeTpiB (IIKOAA, OMip, 4yac
nepe3apsIKy) Ta MpaBuiia B3aEMOIIi MK yciMa KOMIIOHEeHTaMu. T3 3akiagae OCHOBY

JUTSL BCIX MOJANBIINX €TamiB PO3POOKH.

IIpoextryBanus Apxitektypu ta IIpororunyBanns: Ha npomy erari
CTBOPIOIOTHCS TEPII CXEMH Ta MOJIell 00ioB0o1 cucTeMu. Po3po0stoTees 6a30Bi
MPOTOTUIIN MEXaHIK (HApUKIaa, MOKIIMBICTh aTAKyBaTH, YXUJISITHUCS,
BUKOPHUCTOBYBATU OJHY-/BI 3/110HOCTI). L{e 103BOJIsSI€ MIBUAKO EPEBIPUTH OCHOBHI

KOHIIEMIIi1, TaKi K BIAYYTTs BiA 0010, IIBUAKICT PEaKIlii, IHTyITUBHICTb YIPaBIIiHHS,



a TaKOXX BUSIBUTU MOTEHIIHHI TPOOJIEMH Ta MOKPAIIUTH 3PYUHICTh KOPUCTYBAHHS.

HpOTOTHHYBaHHSI € KIIFOYOBUM IJII PaHHBOT'O TCCTYBAHHA TIIoTE3.

CrBopenns Minimanbno Kurreznarnoro [pogyxkry (MVP): MVP 6oitoBoi
CHCTEeMH BKITIOUae i 0a30Bi (pyHKIIOHAIBHI MOKIUBOCTI. L{e Moxe OyTH peamizariis
OCHOBHUX aTakK, MPOCTUX 3/11I0HOCTEN, MEXaHIKH YXHJICHHS a00 OJIOKyBaHHS Ta
B3aeMois 3 6a3oBuMu Boporamu. MVP 103Bosie mpoBeCcTH mepiili BHYTPILIHI
TECTYBAaHHS Ta, MOXJIMBO, 3aJy4YUTH HEBEJIUKY IPYITy KOPUCTYBauiB /Ui 300py
3BOPOTHOTO 3B'A3KY, 110 € KPUTUYHO BaXKJIMBHUM JJIs1 PAHHBOTO KOPUTYBaHHS

HaIpPsIMKY PO3POOKHU.

Auabga-Bepcisi: Ha erani ansga-Bepcii 00iioBa cucteMa OTpUMY€E TTOBHY
GbyHKIIOHATBHICT. PeanizytoThest CKiIaIHiII KOMOO-CUCTEMH, PO3IIUPEHUI apceHan
3110HOCTEH, pI3HOMAHITHI MEXAHIKU 3aXUCTY (MapipyBaHHs, KOHTPATaKH), CUCTEMA
CTaHiB, IHTErpallisi 3 CACTEMOIO 1HBEHTapIO Ta Iporpecii nepcoHaxa. [I[poBoautses
IHTEHCUBHE BHYTPIIIHE TECTYBAaHHS /ISl BUSIBJICHHS Ta BUIPABIIEHHS Oaris,
OaylaHCYBaHHS YMCJIOBUX MOKA3HUKIB (IIKOJIU, 3I0POB's, TAUMIHTIB) Ta ONTUMI3allii

MPOTyKTUBHOCTI.

Bbera-Bepcisi: bera-Bepcis 6010BOI CHCTEMU TPOXOIUTH PO3ITUPEHE TECTyBAHHS
B)KE€ HA 3HAYHO IIKPIIiH ayauTopii. MeToro € 301p 1eTaJbHOT0 3BOPOTHOTO 3B'SA3KY
BiJl peJIbHUX TPABIIIB 010 OaIaHCy, BIMUYTTs BiJl 000, MOKIIMBHX €KCIUIONTIB, a
TaKO0X BUSIBJICHHS Ta BUMPABJICHHS OCTAHHIX KPUTHUYHHUX MOMUIIOK. Lleit eTam €

BUPIIIATBHUM JJIS TOJIIPYBAHHSA Ta cTa01I13a1li CUCTEMH TIepes ii perizoM.



Peui3 ta llogansmuii Cynposia: Ilicis Bunycky rpu 3 ToToBor0 00H0BOIO
CUCTEMOIO PO3POOKA HE 3YNMUHAETHCA. 3MIMCHIOETHCS MOCTIHHUN MOHITOPUHT
3BOPOTHOTO 3B'A3KY BiJ CIIJIBHOTH, BUITYCKAIOTHCSI OHOBJICHHS IS BUTIPABJICHHS
BUSIBJICHUX MTOMUJIOK, KOPUTYBaHHS OajlaHCy Ta, MOXJIMBO, JOJIaBAHHS HOBHUX
OoioBux MexaHik abo 3a10H0CTe. Lle 3abe3neuye TOBroCTPOKOBY JKUTTE3AATHICTD Ta

aKTyaJIbHICTh OOHOBOI CUCTEMH.

1.3.2 3arajbHi BITOMOCTI PO NMpoLecy MOAeJTIBAHHS NMPEAMETHOI 00J1acTi

EdexTuBHe mpoekTyBaHHs Oy/Ib SIKOi CHCTEMHU MTOYMHAETHCS 31 CTBOPEHHS 11
Mozeni. Lle 703BoJIsi€ BIIOKPEMUTH A€Tall 1 30CEPEUTUCS Ha KITIOUOBUX
KOMITOHEHTAaX, iXHIX BIACTHUBOCTSX Ta B3aEMOJIIAX. Takui miaxia qoroMarae
MPOBECTU PETEIbLHUM aHaII3, YHUKHYTHU TUIIOBUX MOMMJIOK Ta 3a0€3MEYUTH JIOTIUYHY
CTPYKTYpy MailOyTHBOI CUCTEMHU.

OcHoBHUM 1HCTpYMEHTOM JIs 11boro MojentoBanHs € UML (Unified Modeling
Language). I{e cranapTri30oBaHa MOBa, 110 J03BOJISIE BI3yaJIbHO MPECTABUTH Pi3HI
acmeKTu cucteMu yepe3 HaoOip miarpam. 3aBasiku UML, po3poOHUKH MOXKYTh YITKO
0auuTH, SIK B3a€EMOJIIOTH €JIEMEHTH 0010, XTO € IXHIMU KOPUCTYBadyaMH, Ta K
B1JIOYBAIOTHCS T1 UM 1HII MPOLECH.

Posrasinemo kirouoBi Tunum UML-niarpam, 1o BUKOPUCTOBYIOTHCS JISI
MO/IeJIFOBaHHSI OOMOBOI CUCTEMU:

Hiarpama Ilpenenentin (Use Case Diagram)

[{s nmiarpama € TMOYAaTKOBOIO TOYKOKO JJIS PO3YMIHHSA CHCTeMH. BoHa BHU3HaAYae
OCHOBHI (DYHKIIIOHaJIbHI B3a€MO/I1i 3 00i0BOIO cucteMoro. Lle sk crnucok "o MoxHa
3poouTH" B 6010 Ta XTO (200 I10) 1HIIIIOE 111 Jii.

Hiarpamu dissibHocTi (Activity Diagram)

JliarpamMu JisJIBHOCTI Bi0OpakaroTh JIOTIKY Ta TOCHIJIOBHICTh J1d y OOMOBIH
cuctemi. BoHn moka3yioTh "MOTIK" BUKOHAHHS TEBHOTO MPOIIECY, HANPHUKIAM, SK
B1JIOYBA€THCS OOUMCIICHHS IIKOAW MPHU araii abo K CUCTEMa pearye Ha aKkTHBAIlil0

3110HOCTI.



Hiarpamu IlocainoBHocTti (Sequence Diagram)

Ili miarpamMu UTFOCTPYIOTH MOPSJIOK B3a€MOJil 00'€KTIB y dYaci g TEBHOTO
crieHapito. BoHM MoOKa3yroTh, sIKi MOBIOMIICHHS (BUKJIMKH METOIB) HAJACHIIAIOTHCS
MDK oO'ekTaMM Ta B SKIM mociigoBHOCTI. lle momomarae 3po3ymiTH JHHAMIKY
KOMYyHIKamii MK pI3HAMH 4YacTHHAMHU OOWOBOI CHCTEMH I Yac BUKOHAHHS

KOHKPETHUX JTiH.

1.3.3 liarpama npenenaentiB(Puc 2.1)

BonoBa Cuctema
BukopUucTaHHS
3nibHoCTI
<<Extend>>
IpaBels ™\, N 4 | L%, ormees e
YxumneHHs/
3axucT
BwbGip uini




Puc 2.1
AkTopu:
I'paBenp
IpuegeHTn:
Buxopucranss 3110HOCTI
Ataka Moxe OyTu po3mmpena y Komoo
YxuieHHs/3axuct

Bubip i

1.3.4 Tiarpama gissibHocTi(Puc 2.2)



Mouaroe

Y

Mpaeeys obupae oo

B

BukoHarHA aii
MEQCOHEHEM

Mepesipxa ywmos BuwoHaHHA gii
EAKDHIAHHA Baopomom

Lia npothuna nepesipey ymoe? = wi

Lia npotiuna nepesipxy ymoe? = TaK

KanekymALA LWKoou

T

CHoEneHHA
inthopMaLyil Npo CTaH
NepcoHIMIB

Bl npopoEkyeTEeA? = Ta

Bin npogossyeTeea? = Hi

Kineys

Puc 2.2

Jliarpama misuieHOCTI(Prc 2.2) im0CTpy€e OCHOBHHIA ITUKI 00pOOKH OOHOBHX i,
0 BUKOHYETHCS CHCTEMOIO Oe3MepepBHO MpOTAroM (a3 aKTUBHOTO 000 B

pealbHOMY dYaci.
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Kosxna 1tepariisi 1poro UKy BKJIHOYa€ 0OpOOKY BBOJY T'paBlisi, BAKOHAHHS J1H
MEPCOHAKaMH Ta BOPOTaMH, IEPEBIPKY YMOB, PO3paxyHOK IIKOJIW Ta OHOBJICHHS
irpoBoro crany. [{HKI MOBTOPIOETHCS O MOMEHTY 3aBEpIICHHS 0O¥0.

1.3.4 [Tiarpama nocigoBuocti (Puc 2.3)

[ . W [ - l

0GMpae uink i gito__| »

BUKOHATH Jil0 (aTaKa/3axucT/30ioHICTL)
Bu3Ha4eHHA noTo4Hore X1
»

>

—QGYACNEHHA LWKOOW Ta eekTIE

3acTOCYBaHHA LUKO4M

el s ik RE bt St d ety -~ -TMoBEPHEHHA pe3ynLTaTiE - - -

Puc 2.3

JliarpamMa TOCIIIOBHOCTI UIIOCTPY€ JIWHAMIYHY B3a€EMOJII0 MDK KIIOUYOBHUMU
00'€eKTaMM CHUCTEMHM TiJ] YaC BUKOHAHHS OJIHI€I OOWHOBOI [ii (HampuKiaa, aTakw,
3axuCcTy a00 BUKOPHUCTAaHHS 3/110HOCTI). BoHa AeTanizye mociaigoBHICTh TOBIJOMIICHbD,
K1 TepealoThCsl MK aKTOpaMU Ta KOMIIOHEHTaMHU i peaizaiiii (yHKIioHaTy,
BU3HAUEHOTO TMPEIeICHTAMHU.

[Ipomec posmoumHaeThesi 3 ['paBrs, skwil iHIIIOE BUOIp 1Tl Ta 1ii depes
[Tepconaxa. lami [lepconax nepemae 3anuT Ha BUKOHAHHS i1 70 boiioBoi cuctemu.

borioBa cucrema € HeHTpaIbHUM KOOPAUHATOPOM, 1IO:

OTtpumye iHbOpMAIIiO PO MOTOYHUM cTaH Bopora (Hanpukiam, 1js po3paxyHKy
IIKO/IH).

Buxonye O0uncieHHs MKoau Ta e()eKTiB 3TriIHO 3 IrPOBOIO JIOTIKOIO.



[lepenae komanny Bopory Ha 3acTocyBaHHS IIKOJIH.

OTtpumye [loBepHeHHS pe3ynbTaTiB BiJ Bopora miciis 3aCTOCYBaHHS IIKOIH.

[Ticas Bcix po3paxyHKIB Ta B3aeMofii, boitoBa cucrema iHimioe OHOBJICHHS
crany I[lepconaxxa Tta Bopora, BigoOpaxarouu 3MiHU (HampuKiIad, y PiBHI 3J0POB'A,
cTarycax). 3aBepmiaJibHUM eranmoM € OHoBieHHs iHGopmarii Ta ii mepemada
[atepdeiicy, skuii BiaNmoOBiAae 3a BIAOOPaKEHHS AaKTyalbHUX JaHUX | 'paBIrio,
3a0e3Ieuyour 3BOPOTHUH 3B'SA30K MPO pe3yiabTaTu 00ioBoi aii. Lls giarpama mokasye

TUTIOBUH TTOTIK MOMAIH JIJI1 OTHOTO aKTy B3a€EMO/IIi B cucTeMi 0010 B peaibHOMY Yaci.

PO3/ILI 2

THOOPMAUIUHE 3ABE3INIEYEHHA

2.1 IToOynoBa JioriuHoi Moei

[IpoekTyBaHHSI apXiTEKTypd NPOTPaMHOI CHCTEMH BHUMAara€ CHCTEMHOTO
OiAX0Ay J0 MOJENIOBaHHS JaHUX, 110 3a0e3ledye iXHIO0 CTPYKTypy, LUIICHICTh Ta
edeKTUBHICTh 00poOKH. B KoHTEKCTI po3poOku OOWOBOI CHUCTEMHU, Ji¢ JUHAMIYHI
B3a€EMOJIIi MDK IrPOBUMH €JIEMEHTaMH BIAIrpaloTh KIIOUYOBY pOJib, pETENbHE

NPOEKTYBaHHS JIOTIYHOI MOJENI JaHUX € PyHIaMEHTaIbHUM eTanoM. BoHa no3Bolisie
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abcTparyBaTucs BiJ crienudiku Gpi3M4HOI peanizallii 6a3u JaHUX, 30CEPEAUBIINCH Ha
CyTHICHUX o00'eKTax MpeIMeTHOI 00yacTi, IXHIX XapaKTepUCTHKax Ta IMpaBuiIax
B3a€MOIII.

Jlns Bizyasizariii JIorigHoi Mojen gaHux 0yio 3actocoBano [liarpamy "CyTHICTb-
3s"s130k" (Entity-Relationship Diagram — ERD), npencrasieny Ha pucysky 3.1 . ERD
€ CTaHJapTHU30BaHWM TpadidHuM 3aco00M, IO JI03BOJISSE HAOYHO BiJOOpPA3UTH
CYTHOCTI — BaXJIMBI OO'€KTHM YW KOHIICMINI CUCTEMH, iXHI aTpUOYTH — JeTalibHi
XapaKTEPUCTHKH, Ta 3B'SI3KM — JIOTIYHI acomiamii MK CyTHOCTAMH. Takuil miaxia He
JIUIIE CIPOILYyE PO3YMIHHS CKJIQJHOI apXITeKTypH [aHUX, a W CHopusie ixXHid
KOHCHUCTEHTHOCTI Ta €(peKTUBHIHN Oopranizaiiii.

Abilities

PK  AbilitylD INT
FK1  AbilityStats INT

Many to Many

Many to Many

Character

CharlD Int

PlayerMame WarCHAR(50)
FK1 Health FLOAT

Mana Float
Level INT

PK
Enemy
PK  EnemylD INT
FK1 EnemyMame VarCHAR(50)
Health FLOAT

Damage FLOAT
Loot_TablelD INT

Pnc.3.1

AHaJI3 KJIIOY0BHUX CYTHOCTEH Ta iX aTpUOYTiB:
Jlana jioriuHa Mojielb JaHuX (OKYCYEThCSI HA OCHOBHHUX ITPOBUX €JIEMEHTAaX, SIK1
0e3mocepeIHbO BIUIMBAIOTh HA MPOIEC OOWOBHUX MAill Ta KepyBaHHS 3/110HOCTSIMHU.

Bona npencrasise sapo QyHKIioHaTy, HEOOX1THOTO JJ1s1 00poOKH 00HOBOI JIOTIKH.

CytHicts "Abilities" (3xidoHocTI)
s cyTHicTh mpu3HaueHa sl 30epiraHHs BCIX YHIKaJIbHUX 3110HOCTEH, SKi

MOXYTh OyTH BHUKOPHUCTaH1 SIK I'POBHUMH TMEPCOHAXKAMH, TaK 1 iXHIMU OMOHEHTaMHU.



Koxxna 3710HICTP € CaMOCTIHHOW OJMHMICI0 31 CBOIMH IapaMeTpamu, IIo
BU3HAYAIOTh ii TIOBE/IIHKY B 00I0.

AbilitylD (PK): IlepBuHHMIA KiFOY, IO TapaHTYE YHIKaIbHY iIeHTH()IKAIIO
KOXKHOi 3110HOCTI B cucteMi. Lle 3abe3nedye MOMKIMBICTh MIBUAKOTO JOCTYIY Ta
NOoCHUJIaHb Ha KOHKPETH1 37110HOCTI.

AbilityStats (INT): Ileit aTpuOyT mnpeACTaBiIsS€ 3arajbHUN IMOKa3HHK a0o
imeHTudikaTop, MO XapaKTepu3ye CTAaTUCTUYHI MMapaMeTpu 3A10HOCTI (HampuKiIam, ii
0a30By e(eKTHUBHICTh, BapTICTh AaKTUBAIlil, TPUBAIICTh Tepe3apsaku). Y OUIbII
JeTani30BaHid Mojeni abo Mpu MporpaMHii peaiizallii, BiH MOXeE IMOCUJIATHCS Ha
OKpEeMY CYTHICTb, SIKa MICTUTh PO3TOpPHYTUH HaOIp CTaTUCTUYHUX JaHUX, a00 OyTH

JEKOMITO3UBaHUI HA MHOKUHY OKPEMHX aTpUOYTIB.

Cyrnicts "Enemy' (Bopor)

Cytnicte "Enemy" IHKamncyitoe AaHi Mpo BCIX HEIrPOBUX NEPCOHAXKIB, IO
BUCTYNAIOTh IPOTUBHUKAMU T'paBllsi y 00iOBIN cucTteMi. PI3HOMaHITHICTh BOPOTIB €
KJIFOYOBUM aCIIEKTOM CTBOPEHHS I[IKaBOTO Ta 30aJlaHCOBAHOTO irPOBOTO MPOLIECY.

EnemylID (PK): VuikanbHuii ineHTH(}IKATOp A KOXHOTO THITy BOpOTa, IO
3abe3reuye Moro po3mni3HaBaHHS B 0a3i JaHUX.

EnemyName (VARCHAR(50)): TekcroBe moJjie ajisi 30epiraHHs Ha3BH BOpOra.
Tun VARCHAR 3 oOmexennsm y 50 CUMBONIB € AOCTaTHIM i OUIBIIOCTI
IMEHOBAHUX CYTHOCTEH.

Health (FLOAT): BigoOpaxae mOTOYHHMH piBeHb 3J0pOB's  BOpOra.
Buxopuctanns tuny FLOAT pno3Bojisie THyd4ko 0OpoOisTH IpOOOBI 3HAYEHHS, IO
BAXKJIMBO JIJI TOYHUX PO3PAXYHKIB KON Ta €PEKTIB.

Damage (FLOAT): Busnauae 6a30Be 3HaYCHHS IIKOH, Ky JaHUN THIT BOpOTa
Moke HaHecTH. Takox BukopuctoByeThesi TUIl FLOAT nns 3a0e3nedeHHsi TOUHOCTI
pO3paxyHKiB.

Loot TablelID (INT): 3ouimmiii kmou (FK1), mo mocuwiaerbcs Ha

igeHTudikarop Tabmuui ayTy. Lle 103BOMsE THYYKO acOLOBATH 3 KOXHUM THUIIOM
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BOpOTra IMEeBHUW HaOlp MOTEHIIIWHUX TPEAMETIB, 10 MOXXYTh BHIACTH TICIsS HOTo

3HMILEHHS, [0 € KPUTUYHUM JJIs IrPOBOi €EKOHOMIKH Ta MPOTpecii.

Cytnicts "Character" (Ilepconaik)

Cytaicth "Character" € 1eHTpaJIbHOIO JIJIs1 TIPEJCTABICHHS ITPOBOTO MEPCOHAXKA,
akuM kepye ['paBenb. BoHa MIiCTHTH BCl KJIFOWOBI aTpuOyTH, IO XapaKTEPU3YIOTh
HOTO CTaH Ta MOXJIMBOCTI B OOHOBIN cHUCTEMI.

CharlD (PK): VuikanpHHA i1eHTH(IKATOP I KOXKHOTO irpOBOTO ITEPCOHAaXka.

PlayerName (VARCHAR(50)): Im's, sike rpaBelb 0OHUpae AJis CBOrO IEPCOHAXA.
Le mosie € i1eHTH(IKATOPOM MEPCOHAXKA, a HEe 00JIKOBOTO 3aITUCY T'PABIISL.

Health (FLOAT): Ilotounuii piBeHb 3A0pOB'Sl IMEPCOHAaXka, MO0 BH3HAYA€E HOTO
3JIaTHICTbH MPOJIOBXKYBATH O1i.

Mana (FLOAT): Ilotouynuii piBeHb pecypcy (MaHu a00 aHaJOTIdHOTO),
HEOOX1JHOT0 I aKTUBALll crellaJbHUX 3110HOCTEH.

Level (INT): PiBeHb po3BUTKY IEpCOHa)a, IO, SIK MPABUIIO, BIUIMBAE HA HOTO
0a30B1 XapaKTEPUCTUKH, €PEKTUBHICTH 3J{I0HOCTEN Ta JOCTYM /10 HOBOT'O KOHTECHTY.

AHAaJIi3 3B'A3KIB MiK CYTHOCTSAIMM:

3B'13ku B ERD BH3Ha4aroTh JIOT14HI acolfiamii Ta KapAUHAJIbHICTh B3a€EMOIII MIXK

CYTHOCTSIMH, IO € KIIFOYOBUM ISl PABUIIbHOT OpraHizalii JaHuX.

Enemy (Many to Many) Abilities:

Ieit 3B's130K "barato mo baratbox" BigoOpa)ae KOHIICIIIIIO, 3T1THO 3 SKOK OJUH
tunt Bopora moske Bojonith OGararbma 3710HOCTSIMH, 1 OHA 3AI0HICTH MOXE OyTH
nputamaHHa OaratboM Tunam Boporis. Lle 3a0e3neuye THYYKICTh Yy CTBOPEHHI
PI3HOMaHITHUX TIPOTHUBHHUKIB 3 YHIKATHHUMHU HabopamMu O0MOBUX HABUYOK.

VY pensauiiHux 06a3zax ngaHux s peanizanii 3B's3kiB "barato go baratbox"
HEOOXITHO BUKOPUCTOBYBAaTHM NPOMDKHY acCOI[IaTUBHY TaOmuiio (Hampukiam,
Enemy Abilities). Ils Tabmuus wmictutume 30BHIMHI Katodi g0 EnemyID Ta

AbilityID, 3a0e3neuyoun eheKTHBHE BIIIOODAXKEHHS BCIX 3B'S3KIB.
ylb, y A00p



Character (Many to Many) Abilities:

AHaJIOTIYHO ToONepeIHbOoMYy, IieM 3B'si30k "barato no barathox" mokasye, 110
Oarato irpoBux IlepcoHakiB MOXYyTb BHBYAaTH Ta BHUKOPHCTOBYBaTH 0araro
3ni6HOCTEH, 1 omHa 3710HICTh MOke OyTH BHBYeHa OaratbMa Ilepconaxkamu. lle €
byHIaMEHTAIBHAM [IJI1 CHUCTEMHU PO3BUTKY TIEPCOHAXa, JTO3BOJISIOUM TPABISIM
HaJIAIITOBYBAaTH HAOOPH CBOIX HABUYOK.

Jlns peanizaliii bOro 3B'SI3Ky TaKOXX HEO0OXiJIHA MPOMDKHA TaONuUIs (HampUKiIa,
Character Abilities abo LearnedAbilities). I{s Tabmuis MicTUTAME 30BHINIHI KITFOY1
1o CharlD Ta AbilitylD, no3Bossroun cucteMi BIICTEKYBATH, K1 3110HOCTI HAJIEKATh
SKOMY MIEPCOHAKY.

BucHOBOK Ta apXiTeKTYpPHi MipKyBaHHS:

IIpencraBinena ERD dbopmye joriuHy Mojaenb JaHUX JIJis sijapa 00HOBOI CHCTEMH,
dbokycyrounch Ha Oe3locepeHIX ydYacHMKaxX ©00l0 Ta iXHIX  KIIOYOBHX
XapakTepucTUKax 1 B3aemojisix. BoHa 3abe3nedye 4iTKy Ta CTPYKTYpOBaHY OCHOBY
JUTs 30epiraHHs JaHUX MPO MEPCOHAXKIB, BOPOTIB Ta iXHi 3/110HOCTI, 110 € KPUTUYHUM
JUIs1 peastizailii 00MOoBO1 JIOT1KHU.

BakiuBo BiA3HAYMTH, 1110 B KOHTEKCTI KOMIUICKCHOI 1'pOBOi CHCTEMH, 1CHYIOTh
TaKOXX 1HII MOMAYJl Ta TIJICUCTEMH, SIKI B3a€EMOJIIOTh 3 OOMOBOIO CHCTEMOIO.
30Kkpema, cucTeMa I1HBeHTapu3alii (ynpaBlliHHS MpeAMETamMu, iX 30epiraHHsM Ta
BUKOPHUCTAHHSM) € HEB1JI' €MHOIO YaCTHHOIO irPOBOTO IIPOIIECY Ta MA€ BIIACHY, OKPEMY
JIOTIYHY MOJEINb JaHWX. Xo4a JeTaJbHUN PO3TIISIA i€l MO BUXOAHWTHh 32 PaMKH
MOTOYHOI JiarpaMu, ii 1HTerpamis 3 OOHOBOIO CHCTEMOIO (HampuKiIad, uepes
3aCTOCYBaHHS BUTPATHUX MPEIAMETIB, 110 BIUIMBAIOTh HA 3JI0POB's/MaHy, abo uepe3
BIUIUB EKIMIPOBAHUX MPEIMETIB Ha XapaKTEPUCTHUKH MEPCOHAXKa) € apXITEKTYpPHO
nepea0aueHoO0 Ta pealli3y€eThbes uepe3 BIIMOBIIHI TporpamMHi iHTepdeicr Ta BUKIHKU

MIK MOJTYJISIMHU.
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2.2 BuOip Ta oOrpyHTYBaHHSI BUOOPY CHCTEMH yIIPABJIiHHA 023010

JHAaHUX

B ocHOBI Oynb-sIKOi CKJIagHOI MPOrpaMHOI CUCTEMH, OCOOJIMBO IHTEPAKTHBHOI,
Takoi fAK IrpoBa, JEXKUTh e(eKTHBHa Ta HajAliiHa cHUCTeMa YIOpaBIiHHS
iH(opMariitHoro 6a3oro0. Ile 3abe3neuye MepCUCTEHTHICTh JAaHUX, IXHIO IUTICHICTh Ta
OTIEPAaTUBHUMA JOCTYI, IO € KPUTHYHO BAXJIMBUM IS JUHAMIYHOTO IrpOBOTO
nporiecy. Bubip BiAMOBIAHOI cucTeMu ymHpaBiiHHS 1HGOPMAIiHOK 0a3010 JaHHHUX
(CYBJl) € omgHumM 3 KIIOYOBUX apXITEKTypHHX pillleHb, W0 BIUIMBAE€ Ha
MPOAYKTUBHICTh, MACIITA00BAHICTh, CKJIAHICTh PO3POOKU Ta CYIIPOBOAY CUCTEMHU.

VY KOHTEKCTI po3pOOKH ITPOBHX 3aCTOCYHKIB, 30KpeMa Ha Cy4acHOMY IrpOBOMY
pyui Unreal Engine 5, konnentisa "CYB/]" nabyBae nemo iHII0i iHTEppeTantii, Hix
y TpaJULIMHUX KOPIOPATUBHUX CHUCTEMax 3 pelsuliHUMH Oa3zamMu JaHux. s
pPO3pOOKH TpH, JIe IMBUIKICTh JOCTYIY IO JaHHUX, MPOCTOTA IHTErpallii 3 1IrpoOBOIO
JOTIKOKO Ta THYYKICTh KOH(irypamii € mnpiopuretHumu, BuOip CYB]/]
OOTPYHTOBYETHLCSI HA OCHOB1 MOYKJIMBOCTEM, 110 HA/IAIOTHCSI CAMUM ITPOBUM PYIIIIEM.

Jlnst peamizanii 6oiioBoi cuctemu Oyno oopano Unreal Engine 5, sxuii Hamae
HIMPOKHUM CHEKTp BOYJOBAaHUX MEXaHI3MIB 1Jisi €()EKTUBHOIO YIPaBIIHHS ITPOBUMU

nanuMu. Takuii BUOip MOTHBOBAaHUM KUTBKOMA KIIFOYOBUMH (paKTOPAMMU:

BoOynoBani pimennst aas irpoux aanux: Unreal Engine 5 iHTerpye motysxHi
IHCTpYMEHTH JIsi pOOOTH 3 JaHWUMH, SIKI CHEIlialbHO ONTHMI30BaHI JJIS 1rpOBO1
po3poOku. lle Bkitowae cuctemu tadnuip ganux (Data Tables), aceriB, cTpyKTyp
nanux (Structs), Ta MexaHI3MH cepiaiizaiii/aecepianizamii s 30€peKeHHS IrPOBOTO
nporpecy. Lli iHCTpyMEHTH JO3BOJISIIOTH 30epiratv sIK cTaThuHi (KOHQITYypalliiHi),

TaK 1 IMHaMI4H1 (CTaH 1rpOBOTO CBITY) JIaHI.

I[IpoaykTuBHicTh Ta onTuMizamia: MexaniamMu ynpaBiiHHS gaHumu B Unreal
Engine po3po0isieHi 3 ypaxyBaHHSM BHCOKHMX BHMOI 10 IPOAYKTHBHOCTI, THUIIOBHUX

JUIs irOop y peanbHOMy dYaci. JlaHi 3aBaHTaXKyIOThCS B MaM'iTh IrPOBOTO MPOLECY
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eekTuBHO, 3a0e3reuyourd MiHIMaldbHI 3aTPUMKU TPU JIOCTYIl Ta oOpoOiri, 1o €

KPUTHYHO BOKJIMBUM JIs1 Oe31epeOiiftHoi poOoTH 00H0BOI CHUCTEMU.

IIpocToTa iHTerpanmii 3 irpoBoro jorikor: BukoprctanHs HATUBHUX JJIs PYIIis
cioco0iB  30epiraHHs JaHUX CIPOIIy€ iX I1HTErpamilo 3 IrpoOBOI0 JIOTIKOIO,
peamizoBanoro Ha C++ ta Blueprints. Ile 3MeHIIye ckiiagHicTh KOy, yCyBa€e MOTpedy
y HalMcaHHI JIOJaTKOBHUX IIapiB aOCTpakiiii Ta 3a0e3nedye MBHAKUANA JTOCTYI J0

HEOOX1THUX MapaMeTpiB MiJ 4ac 00YUCIIEHb KO, IIEPEBIPOK 3A10HOCTEH TOIIIO.

I'nyukicth koH@irypauii Ta irepamii: Data Tables, 30xpema, 103BOJISAIOTH
IrpOBUM JIM3ailHEpaM Ta pPO3pOOHHMKAM THYYKO KOH(IrypyBaTH IrpOBI MapaMeTpu
(xapakTepucTuku 3710HOCTEM, BoporiB) 0e3 mnpsmoi Moaudikamii komxy. ILle
MPUCKOPIOE TMpoIec OaJaHCyBaHHS TI'PU Ta JIO3BOJISE€ IIBUAKO BHOCHTH ITEpaliiiHI

3MIHHU.

Bincyrnicte 30BHimIHIX 3agexHocteii: s oaHOKopuCTyBaibkoi (abo
JOKaNbHOI) TpHW, BUKOpUCTaHHA BOymoBanux MexaHi3miB Unreal Engine ycyBae
noTpedy y pO3ropTaHHl, aJMIHICTpYBaHHI Ta TMIATPUMII 3OBHIIIHIX CHCTEM
yrpaBiiiHHS 0Oazamu nmanux (Hampukian, SQL-cepsepi). Ile 3HauHo cmopoiiye
apXITEKTYpy MPOEKTY, 3MEHIITYE€ BUTPATH PECYPCIB HA PO3POOKY Ta CYIPOBi, a TAKOK

M1JBUIIYE MOOUIBHICTh PO3TOPTAHHS TPH.

Takum uymHOM, y naHii OakajgaBpPChKiM poOOOTI MiJ "CHUCTEMOIO YIpaBJIiHHS
1H(popMarliiiHolo 0a3010" PO3yMIETHCS KOMILJIEKCHMM 1HCTpyMEHTapiil Ta MiIXO.u,
HajaHi irpoBuM pymriem Unreal Engine 5, mo 103BomsitoTh e€heKTHBHO 30epiraru,
OpraHi3oByBaTH Ta YINPABIATH BCiMa HEOOXIIHMMH AaHUMHU OoioBoi cuctemu. Lle
pIILIEHHS] TIOBHICTIO BIJAMOBia€ cHenU(PIYHUM BUMOTaM IrpoBOi pPO3POOKU Ta

ONTUMI30BaHe ISl IOCSTHEHHS BUCOKO1 TPOTyKTUBHOCTI Ta THYYKOCTI.

IHopiBHSIHHSA 3 aILTEPHATUBHUMM MIIX0IAMH:
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Xoua Unreal Engine 5 Hamae BnacHI pilieHHS JJIs1 30€pekeHHS Ta 0OpoOKu
JTAHUX, BOXXJIMBO PO3TIITHYTH ajdbTEPHATHBHI IMIIXOAH 10 YIpaBIiHHA 1HOOPMAIIIEIO B

ITPOBHUX MPOEKTAX:

® 3oeuimHi pemaniitHi CYB/ (MySQL, PostgreSQL): BUKOpHCTOBYIOThCS
NEPEeBAKHO Yy 0araTOKOPUCTYBALIbKMX Irpax 3 CEPBEPHOI0 apXITEKTYpPOIO.
3a0e3neuyroTh MOTYKHY CUCTEMY 3aIUTIB, ajle MOTPEOYIOTh CKIaHOI IHTErpallii 3
pyIIieM, AOJATKOBOI aBTOpW3allii, aJMIHICTPYBaHHS CEpBEpIB, a TaKOX

CEpPUO3HOTO 3aXUCTY.

® NoSQL-pimenns (MongoDB, Redis): edextuBHi s 30epiranss
BEJIMKUX 00CATIB ci1ab0 CTpyKTypoBaHMX JaHux. lIpore, sik 1 B momnepegHboMy
BUIAJIKy, MOTPeOYIOTh JIOAATKOBOTO MPOTrPaMHOrO 3a0E3MEYeHHS Ta HE €

OIITUMAJIBHUMH OJIA JIOKAJIbHUX YW CUHIJIIIICCPHUX HpOGKTiB.

VY KOHTEKCTI I1i€i poOOTH, III albTEpPHATUBH HE OOpaHO UYepe3 HEBUIIPABIAHY

CKJIQJIHICTh Ta HAJIMIIKOBICTH JIJIs LILJIEH MPOEKTY.

JIJisi TIOBHOTH aHalli3y JOIUIBHO TOPIBHATH BOYJOBaHY CHUCTEMY YIPaBIiHHSA
nanumu Unreal Engine 5 3 IHIIMMU MOXJIMBUMH MIAXOJaMU, K1 TEOPETUYHO MOTJIHU O
OyTu 3acTocoBaHi /it 30epiranHs iHpopmMartii y rpi:

Unreal Engine £  Pemsmiiina
NoSQL CVBJ

Kpurepiii (DataTables, Assets,CYBJl  (MySQL. )
(MongoDB, Redis)
Structs) PostgreSQL)
Cepenns,
. Bucoxka, _ .
[IpoayKTUBHICTH 3aJIC)KUTh Bin  Bucoka (Redis).
_ ONTMMI30BaHa  min
y peajJbHOMY 4acl apXITEKTypH cepeanst (MongoDB)

irpoBi 3aa4i
JOCTYITy



Unreal Engine £  Pensamiiina

NoSQL CVYB]

Kpurepiii DataTables, Assets,CYB/] MySQL.
pHiep ( (My (MongoDB, Redis)
Structs) PostgreSQL)
' [ToTpebye [Totpebye
[aTerpanis = HaruBHa, oez .
. PO3pOOKH API, okpemoi JIOTIKW
pylIem JI0JTaTKOBOTO KOJTY . L
IpaiiBepiB CUHXpOHI3allii
Bucoka:
Bucoka:
CkaiHICTh o yCTaHOBKa,
MiHimarnbHa BCTAHOBJICHHS
HaJIalITyBaHHS KOH(DIiryparis .
cepBepa, 3aJIEKHOCTI
cepsepa
Bucoka, ame  Bwucoka, z
['HyukicTh Bucoka (Tabmuui,
notpelye SQL- BUKOpUCTaHHAM
KoH(pirypaiii Struct’u)
3aMuTIB JSON
o Konrpomroerses ["apanTyerses YacTkoBO
L{iticHICTh JaHUX
pylIieM TpaH3aKIIsIMU rapaHTy€TbCs
Yacro
[TinTpumka [ToBHa, He IloTpebye
. MIPUB’ I3aHO JIC
aBTOHOMHOCTI noTpedye IHTEpHETY 3alycKy cepBepa
xMapu abo cepBepa
[IpunatHicTs A8 HaummikoBa CyMHiBHa
Ineanpna . o
CUHIJIIIEED TPU CKJIQJHICTh JOIUTBHICTh
MacmraboBaHicT
Ob6mexena Bucoka Bucoka

AHani3 anpTepHaTUB

1. Penmsamiiini CYBJ (MySQL, PostgreSQL)
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[TigxoaaTh IS KIIEHT-CEPBEPHUX iTOp, Jie 30epeKeHHS JaHUX KOPUCTyBava Mae
B110yBaTHCs 1eHTpalti3oBaHo. OHAK Y KOHTEKCTI JIOKaIbHOT 00HOBOI CHCTEMH BOHH
CTBOPIOIOTH HEMOTPIOHI1 3aJIEKHOCTI:

® [loTpebyroTh cepBepHOi IHGPACTPYKTYPH

®  VYCKIAIHIOIOTH ACTUION I'PU

®  30UTBIIYIOTH Yac po3pOOKHU

® BumararooTh HalMCcaHHS J0JATKOBOI JIOTIKM aBTOpH3alli Ta 0OpOOKH

IIOMHUJIIOK

2. NoSQL CYB/I (MongoDB, Redis)

i cuctemu edexTuBHI AJII HECTPYKTYPOBaHMX ab0 TUMUYACOBUX JaHUX.
Redis — uynoBuit BuOip mns kemy, a MongoDB — st 06’extiB y JSON-
cThiI. Ane:

® [loTpeOyroTh 3ayCKy OKPEMOTo cepBepa ado 3aJIe’KHOCTI Bl XMapH
® [lorano iHTerpyroThes 3 Blueprint sorikoro

®  VCKIAJHIOIOTH JIOKAJIBHY apXITEKTYPY

IHepcnexkTBM MaclITa0yBaHHSI APXiTEKTYpH
[Tonpu nokanbHUI xapakTep OOMOBOI CHUCTEMH, OOpaHUl MiAXiI JO3BOJIAE Y

MalOyTHHOMY PO3IIUPUTHU TPy HACTYITHUM YUHOM:

® MepexeBa CHUHXpOHI3alis 30epexkeHbh — 30€peKeHHS B JIOKAJIbHUX
SaveGame 00’ekTax MOXYThb OyTH MEpeTBOpeHl y ¢opMar, TPUAATHUMA IS

nepenaui yepe3 REST API a6o WebSockets.

® [urerpamiss 3 XMapHUMH Cilyk0amMu — Tpu  n0oTpedi  JA0JaTH
0araToKOPUCTYBAIIBKUAN PEXKUM, pealtizailis KI1E€HT-CEPBEPHOI B3a€MO/I11 MOKITUBA
[UIIXOM TEPETBOPEHHS ICHYIOUMX CTPYKTYp Yy 00'ekTHO-cepiamizoBaHi JSON-

IIaKCTH.



® 3mMimaHe 30epiraHHs — BUKOPUCTaHHS SIK JIOKAJIbHUX, TaK 1 CEPBEPHUX
JDKepen naHuX (HampWKiIaa, JIOKadhbHAa KeloBaHa KOHQIrypaiiss + cepBepHa

aBTOpH3AIlis).

BucHoBku

OOpanuii iHcTpymeHTapiit Unreal Engine 5 Bukonye posb nosHouinHoi CYB/ y
cnenu(iyHOMY KOHTEKCTI 1IrpoBOi poO3poOKH, J€ OCHOBHI BHMOTM — LI
MPOYKTUBHICTh, MIPOCTOTA, IHTErpallisl 3 JIOTIKOI Ta THYYKICTh. AJIbTEpHATHUBU Y
BUMJISIAL TpaAMIiHUX 0a3 JaHUX € HAJIUIIKOBUMU W HENOIIIBPHUMHU B YMOBax
JIOKaJIbHOTO 3aCTOCYHKY. TakMM YMHOM, BUKOPUCTaHHS BOYJIOBaHUX 3acOOIB PYILis
— Il HE TUIbKM TEXHIYHO BUIMpPABJAHE, a W CTpATETiyHO €(PEKTHUBHE PIIICHHS IS

JTAHOTO TIPOEKTY.

2.3 CTrBopenHs iHpopMaliiiHol 0a3u

CrtBopenHs 1HpopMmaIiiiHo1 6a3u € JIOTTYHUM MPOJIOBKEHHSAM €Tary noOya0BH
JIOT1YHOT MO/IEJ1 TaHUX Ta BUOOPY CUCTEMH YIIPABIIHHS.

Lelt po3ais onUCy€e NPaKTUYHI ACMIEKTH peasizallii CTPyKTypH JTaHUX Y

BUOpaHoMy cepenoBuilll — irpoomy pyiiii Unreal Engine 5. IIpouiec ctBopeHHs
1H(popMarliitHoi 0a3u BKIIIOYa€E BUSHAUYCHHSI KOHKPETHUX MEXaH13MiB 30epiraHHs,
HATIOBHEHHS iX MOYaTKOBUMH JAHUMH Ta HAJIArOKEHHS B3a€MOIIi 3 iIrpOBOIO
JIOTIKOIO.

BianoBigHo A0 JOT14HOI MOJIEN, TpeACTaBIeHO1 B po3/iii 2.1, iHpopmarriiina
0a3a 6010BO1 cucTeMu OyJa Opra”izoBaHa 3 BUKOPUCTAHHIM T10pUIHOTO MiIXO0Y,
IO MOEJHYE CTaTUUHE 30epiraHHs KOHMIrypaliiiHUX JaHUX Ta JUHAMIYHE

YIOPABIIHHS CTAHOM 00'€KTIB y peajibHOMY Yacl.
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[&} Actor Component

3
Actor Component

Puc. 3.2 Monaynwsauii daiin Actor component

3TiIHO 3 METOOJIOTIEI0 PO3POOKH, YBECh KO, SIKHA BHKOPUCTOBYE PYIIH s
JIOTIKM TpH, € MOAYJIbHUM U 30epiraerbcs B okpemux Actor Component daiinax

CaMoOro PyIIisl.

Puc. 3.3 Macrep-daiin

B nannomy Bumnanky ¢aitn BPC Stats Bukonye ¢yHKiio Mactep-daiisa B sskomy
OynyTh 30epiraTucs:
®  OyHKIIii, 32 JONOMOTOI0 SIKUX OyIyTh 3MIHIOBATUChH 3MI1HHI
® Buxiuku camux 3MiHHUX 3 okpemoro ¢aitny E_Stats(/{lus.Puc. 3.5) -
Le 3po6sieHo Asis JAermoro 30epiraHHs Ta peAaryBaHHs MEPCUCTEHTHUX TaHUX

® Jlorika 1o, oB sI3aHUX 31 3MIHOKO 3MIHHHMX
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LOCAL VARIABLES

Puc. 3.4 3minni, QyHKIii, momii

Puc. 3.5 Enumeration ¢aiin

VY mporeci po3poOKHM ITPOBUX CHUCTEM, 30KpeMa OOMOBOI MEXaHIKH, BHUHHUKAE
notpeda y 30epiraHHi Ta 0OpoOIll YITKO BU3HAYEHUX MHOXXHUH 3Ha4eHb. Lle MOXyTh
OyTH CTaHU TIEpCOHA)ka, TUITH aTaK, KaTeropii BOpOriB Tomlo. s BUPIICHHS TaKkux
3amauy B Unreal Engine 5 nouinsHO 3acTocoByroThesi Enumeration-gaiinu (abo x
Enum-u), ski mpenctaBisOTh COOOI 3pyYHHMN MEXaHi3M OpraHizailii CTporo
O0OMeKEeHHX MHOYKUH 3HAUCHb y BUTJIS1 EpepaxyBaHb.

3aranpHa xapaktepuctuka Enumeration-gaiinis

Enumeration (abo mepenik) — 1€ KOPUCTYBAIIbKUI THUI JaHHUX, KU JO3BOJISIE
OrOJIOCUTH HaOlp IMEHOBAaHMX KOHCTAHT, KOXKHA 3 AKUX ACOIIIOETHCA 3 YHIKAIbHUM

miuM 3HadeHHsAM. Y koHTekcTi Unreal Engine, enymeparii peani3yloTbes sK
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Blueprint Enumeration (y pemaktopi) abo C++ enum (y Kkoxi), IO JIO3BOJISE
IHTErpYBaTH iX y Bi3yaJibHY JIOTIKY a00 IMpOoTrpaMHUI KO BiJIMOBITHO.
IlepeBaru Bukopuctaniss Enum y rpi:
® YiTkicTh 1 CTpyKTypa: 3abesreuye JeKIapaTUBHE OTOJIOIICHHS BCIX
MOJIMBUX 3HAYCHb MEBHOI CYTHOCTI (Hampukiasn, tumy ataku: Melee, Ranged,
Magic), 10 YHEMOXJHUBIIOE€ BHUIAIKOBE BUKOPUCTaHHS HEMPABWIHHOTO

3HA4YCHHI.

® 3pyunicth Y Blueprint-cepenoBumi: UES no3Bossie IeTko CTBOPIOBATH Ta
BUKOpPUCTOBYBaTH Enum 0e3 HamucaHHS KOy — uepe3 Bi3yalbHUH penakTop, 3
ABTOMATUYHOIO 1HTETPAIl€l0 y BHUIAJAar04l CHHUCKU, Select-HOIU, MOPIBHSIHHS

TOIIIO.

® [Hrerpamis 31 CTpyKTypamu JaHuxX: Enum-u MOXyTh OyTH BHUKOPHCTAaHI
AK 1oy B Struct-ax a0o TaOIUIAX AaHUX, IO J03BOJISIE OPraHi30BYyBaTH CKJIAIHI

KOH(Dirypariii irpoBux 00'€KTIB y 3p03yMIJIOMY BUTJISIII.

® ['HYUKICTh PO3IIMPEHHS: y pa3l 3MIHU JAU3aHHY IPU MOXHA JOAATH HOBI
3HauYeHHs 10 Enum 0e3 mopylieHHs 1ICHYI0YOi JIOTIKH, SIKIIO CTPYKTypa YMOB Ta

00poOKH MO0y AO0BaHA TPAMOTHO.

® 3MEHIIICHHS IMOMUJIOK: BHUKOPUCTAaHHS IMEpepaxyBaHb 3HAYHO 3HIIKYE
WMOBIPHICTh TUMOTPAPIYHUX UM JIOTIYHUX MOMUJIOK TIPH TIOPIBHSIHHI CTPOKOBUX

200 YMCJIOBUX 3HAYECHb.



¥ Enumermion

Puc. 3.6 Iatepdetic Enum daiina

Grapl

FUNCTIONS

Puc. 3.7 BayTpimiss norika mactep-daitry

CucreMa 1HBEHTaps € HEPO3PUBHO I1OB’SI3aHOI0 3 OOMOBOIO CHCTEMOIO, aje, K H
Oy70 CKa3aHO paHilie, iIHBEHTapHA CUCTEMa MOTPEOy€e OKPEMOTO JOCHIKEHS, TOMY
OrJsifi IMIUIEMEHTalli OyJe Ha TMOBEPXHEBOMY PpIBHI W TUIBKHA TE, LI0 HAMNpIMY
CTOCY€ETbCS OOMOBOTO MPOIIECY.

OCHOBHI acneKkTH Li€l iIHTerpanii BKINYAKTh:

® AxrtuBHa 30posi: rpaBenb oOupae 30por0 3 1HBEHTaps, MICIsS YOro BOHA
MpUB’SA3Y€EThCA A0 O0WOBUX (YHKINIA TEpCcOHa)ka (aHimarlii, MKoJa, NaJbHICTh

TOIIIO)



® (CrnoxuBaHl MpeAMETH: 311, O0MOM, CKPOJUIM — aKTUBYIOTHCS 4epe3

1HBEHTap, 110 3MiHIO€ cTanu nepconaxa (HP, MP, craun)

® MoaudikaTopu 000: CHOPSIKEHHS MOXE MICTUTH OOHyCH (0 aTakw,

3aXHUCTY, MBHUIKOCTI), SIK1 BPaXOBYIOTHCS ITiJT YaC OOYHCIICHHS KON

KimrodoBa mepeBara — y AMHAMIYHOCTI: TpaBellb MOXE B pealbHOMY daci
3MIHIOBAaTH CIIOPSKEHHS, OOMpaTH CTpaTerirto 000 BIAMOBIAHO MO JOCTYITHHX
npeameTiB. Lle cTBoproe rmOmmii reimIuieii 1 notpedy y TAKTHUHOMY MHCJICHHI.

InBenTap sik yactuna UI/UX nmocBiny:

[HBEeHTap TaKOXK € eJIeMEHTOM 1HTep(eiicy KoprucTyBada, TOMY BaKIHUBOIO € HOTO

Bi3yasibHa peanizauid. Y UES nns nporo 3a3Buyail BAKOPUCTOBYIOTHCS:

® Widget Blueprints (UMG): cTBOpeHHS CITOK MPEIMETIB, OMKCIB, KHOIOK

B3acMOIil

® Drag & Drop cucremu: MIATPUMKA TEPETITYBAHHS TMPEIMETIB,

COpTYyBaHHs, KOMOIHYBaHHS

® [uaukaropu: BigoOpakeHHs KUIbKOCTI, PIAKOCTI, CTaHy IPEIMETIB

OckUIbKU 1HBEHTap TICHO B3a€EMOJI€ 3 TpaBlieM, TpaBwibHa peanizamis Ul

M1JBUILY€E 3araJIbHANA PIBEHb 3pYYHOCTI, & TAKOXK BIUIMBAE HA CIPUUHATTS SIKOCTI TPH.



Puc. 3.10 ®iHanbHUM pe3yabTaT CIOTIB IHBeHTapto. CrpoleHa Bepcis.



PO3/ILI 3

HPUKJIAJIHE ITPOI'PAMHE 3ABE3ITEYEHHA

3.1 Oprasxi3aniiiHa CTPYKTYpPa NPOrPaMHOro 3a0e3ne4eHHs

Po3pobka mpukiagHoro nporpamuoro 3adesnedeHHst (I1113) € xynpMmiHamiiHum
€TaroM JKUTTEBOTO IHMKJIY TMPOEKTY, J€ TEOPETUYHI MOJeJi Ta BHUMOTH

TpaHC(HOPMYIOThCS Y (DYHKITIOHAJIBHY CUCTEMY.

VY KoHTeKCTI JaHoi OakamaBpChbKOi poOOTH, MEel pO3AUT AETAIHHO BHUCBITIIIOE
apxITeKTypHI pIIICHHS, OOIPYHTYBaHHA BHOOPY TEXHOJOTIYHOTO CTEKy Ta
METO/OJIOTII0 peani3auii 00iloBoi cucteMu B cepeaoBuinl irpoBoro pymis Unreal
Engine 5. MeToto € AeMOHCTpallisi MPAaKTUYHOTO 3aCTOCYBaHHS JOCIIKEHb Y Tally31
porpamMHoOi 1HXEHEPii JJIsi CTBOPEHHS CKJIaJHOTO, TUHAMIYHOTO Ta 1HTEPAKTUBHOTO

POrpaMHOTO MPOAYKTY, IO BIIMOBIJIA€ CYyYaCHUM BUMOTaM JI0 IFPOBHX CHUCTEM.

EdexktuBHa  oprasizaumiiiHa = CTpyKTypa MNpOTPaMHOTO  3a0€3MEyYeHHsI €
(dbyHIaMEHTaIbHUM aCleKTOM, 1110 BU3HAYA€ YCIIX MPOEKTY, HOro MaciuTaboBaHICTh,
NIATPUMYBAHICTh Ta THYYKICTh 1O MallOyTHIX 3MiH. Y po3poOLi irop, A€ CUCTEMHU
YacTO € BHUCOKOIHTEPAKTUBHUMHU Ta BHUMAraiTh ONTUMAJIbHOI HPOLYKTHBHOCTI,

apXITEeKTYpHI1 pillIEHHS BIAIrPalOTh KPUTHUHY POJIb.
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JlaHuii miapo3/ia ONMUCYE MPUHIMIN Ta peali3allilo apXITeKTypHOI opraHizalii
OoioBoi cuctemu, po3pobneHoi Ha Unreal Engine 5, aemMoHCTpyrouM, sSIK JIOT14HI

Mojiesl TpaHCHOPMYIOThCS Y (PYHKIIOHAIbHI TPOTPaMHI MOJTYJII.

3.1.1 3aranbHi NPUHIUIN APXITEKTYPH

[TpoexTyBanHs 000BOi CUCTEMHU 0a3yBaJIOCs HA 3aTTBHONIPUHHATHX TTPUHITUTIAX
MpOrpaMHoOi 1HXKEHEpli, 10 3a0e3MeuyloTh BUCOKY SIKICTh KOJy Ta apXiTeKTYpH.

Cepenll HUX KIIFOYOBUMU €:

MoayabHicTtb: CucteMa Oyia po3jijieHa Ha JIOTIYHO HE3aJIeXKHI, alie B3a€MOJIII0Ul
moayni. KoxxeHn Moayib BiAMOBIAA€ 32 MEBHUM (yHKIIIOHATBLHUN aclekT (HampuKiIa,
YOPABIIHHS MEpPCOHaXKaMu, O0OpoOKka 3110HOCTEH, IITYYHUH I1HTEIEKT BOPOTIB,
iHTEeppeic KopucTyBaua). Takuil MOALT AO03BOJISIE PO3pOOJATH, TECTyBaTH Ta
OIATPUMYBATH YaCTUHU CUCTEMM HE3QJIEKHO, 3MEHILYIOYM 3arajibHy CKJIaJIHICTh
MPOEKTY Ta MIHIMI3YIOUM PU3MKHU MPU BHECEHHI 3MiH. MOAYJIBHICTh TaKOX CIPUSIE

napayieNibHii po3po0OIli, 1110 € MepeBaroro sl KOMaHAHUX MTPOEKTIB.

Komnonentnuii miaxig: Unreal Engine 5 akTHBHO BHUKOPHUCTOBYE KOMIIOHEHTHY
apXiTeKTypy, sika Oyja MpuilHATa SK OCHOBHA MapaaurMa sl MoOyAOBU ITPOBHUX
o0'ekTiB.  3amicTh IHMOOKHUX  l€papxid  yCHaAKyBaHHA, (PYHKIIOHAJIbHICTb
IHKaICyIIO€ThCA B TnepeycnaakoByBadi komnoHeHTu(us. Puc. 4.1). e no3Bosie
YHUKHYTH TIpo0JieM "cMepTenbHoi aiamanToBoi iepapxii"(deadly diamond of death ),
CHpusi€ MOBTOPHOMY BHUKOPHUCTaHHIO KOAY, 3a0e3neduye THy4yke KOH(]IrypyBaHHS
ITpOBUX O0'€KTIB Ta TOJIETIIY€E PO3MIMPEHHS IXHIX MOXJIMBOCTEW 0e3 Momudikariii

0a30BUX KJIAClB.

Caabka 3B's3HicTh (Loose Coupling): B3aemoist Mik MOAYJIIMH Ta KOMIIOHEHTaMH

peani3yeThcs mepeBaxHo uepes inTepdeiicu, momii (Event Dispatchers) ta neneratu
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(Delegates), a He uepe3 mpsmi KOpPCTKI 3alekHOCcTi. Lle o3Havae, mo 3MiHU Y
BHYTPIIIHIA peatizallii 0JJHOr0 MOYJIsI MIHIMQJIBHO BIUIMBAIOTh HA 1HII MOJYJI, 1110 3
HUM B3a€EMOJIIIOTh. TaKuil MiAXiI 3HAYHO CHOPOINye Moau]iKailiro, TECTyBaHHS Ta
PO3IIMPEHHS CUCTEMH, OCKUTBKA KOMITOHEHTH HE 3HAIOTH MPO BHYTPIIIHIO CTPYKTYPY
OJIMH OJHOTO0, a JIMIIe Mpo iXHIM myOmiyHuil iHTepdeiic abo moaii, HA sIKI BOHH

pearyroTh.

IMpunoun eaunoi BigmosinaabHocTi (Single Responsibility Principle - SRP):
Kosxen kiac a6o MoysIb Ma€ BIJIMOBIAATH JIUIIE 32 OJAHY YITKO BU3HAYCHY (DYHKIIIIO.
Hampuknan, BP_Stats BiamoBimae BUKIIOUHO 3a YIIPaBIiHHSA XapaKTEPUCTHUKAMH, a
BPC_CombatSystem — 3a Jsoriky araku, 3ai0HocTe#t, Tomo. Ile migBuIye
YUTA0CIBHICTh KOy/ONIONPUHTIB, CIIPOIIYE HAJATOJKEHHS Ta 3MEHIIYE HMOBIPHICTh

BUHHUKHCHHA IIOMHJIOK.

[H components

-+ Add |

® BP_ThirdPersonCharacter (Self)
Capsule Component (Collis
¢ CameraBoom

B4 FollowCamera

% Mesh (CharactermMesh0) Edi

S Mey
R, MMouaTtokTpeicMey
R KiHeubTpeichMedl

A rrmaart Tt i

Puc. 4.1 1o mesh’a 10/1aH KOMITOHEHT «MCY»

3.1.2 /lekommno3uuis 00MOBOI cMcTeMHU HA QYHKIIOHAJBHI MOXYJTi
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Ha ocHOBI BuIlle3rafianux MpUHIUIIB, O0iioBa cucTeMa Oyia JeKOMIIO30BaHa Ha
TaKl KJI0YOB1 (PYHKIIIOHAJIbHI MOJYJI Yy cCaMOMYy PYIIIii, KOXKEH 3 SIKMX BUKOHYE CBOIO

cnenu(iuHy poJib y 3araJbHOMY O0HOBOMY MHPOIIECi:

Moayas ynpasiinasa 0oem (Combat Manager Module):

® [Ipuznauenns: Lleit Moxynb € apXiTEeKTYpHUM spoM OOHOBOI CHUCTEMH,
IO BIAMOBIAE 3a KOOPAMHAIIO BCiX OOMOBHMX il Ta YNpaBIiHHA 3arajibHUM
cTaHoM O00r0. BIiH BHCTymae $K UEHTpPaJIbHUI JAHCHETYEp, SKUA 1HILIIOE,
KOHTPOJIIOE Ta 3aBepIIye 00MOB1 3ITKHEHHSI.

® Peamizamis: Peanizyerbcs AK OKpEMHUM Actor-component
(ACombatManager), a0o sk KOMIOHEHT irpoBoro crany (AGameStateBase abo
AGameModeBase), 1o 103BossiE€ oMy MaTH TI00albHUN JOCTYI JO ITPOBOTO
CBITY Ta KepyBaTh cTaHOM 0010. BiH omepye KoJeKLisIMM MNOCHUJIaHb Ha BCl
aKTHBHI 001OB1 OIMHMII (ITIEPCOHAXIB, BOPOTiB), 110 OEPYTh Y4acTh Y TOTOUHOMY
31TKHEHHI.

® KimroyoBl ¢yHkuii: [Himiamis O00MOBOro pexuMy, peecTpaiis Ta
JiepeecTpallis y4acHUKIB 0010, ympaBiiHHS 00HOBUM HHUKJIOM (00poOka irpoBUX
"TikiB" abo "XomiB" y peanbHOMY uYaci), JeJeryBaHHs OOYMCIEHb IIKOIU Ta
edeKTiB, TepeBipKka YMOB 3aBEpIICHHS OO0 Ta I1HIIAINA JIOTIKH MiCIsI0010

(HampukIan, BUga4a 0CBILy, TyTY).

Bapro 3a3naunty, 1o Oiiblry 4acTuHY Beiei poboTu Oepe Ha cebe came pyuiiid,
TOMy 0araTo JIOTIKM ONTHUMI30BAHO Ta CKPUTO BIJ OYel CEPeIHBOCTATUCTHUYHOTO

PO3pOOHHMKA.



Monayas nepconaskis Ta Boporis (Character & Enemy Core Module):

® [Ipusnauenusa: Ileit Momynp  1HKamcysdoe  0a30Bi  aTpUOYTH,
(GyHKITIOHATBHICTh Ta TTOBEIIHKY BCIX OOMOBHUX OJMHHIL B IpOBOMY CBITi. BiH €
OCHOBOIO JUIsI CTBOPEHHS SIK ITPOBOTO MEPCOHaXKa, TaK 1 PI3HOMAHITHUX THUIIIB
BOPOTIB.

® Peanizamis: [IpencraBnennit 6azoBumu C++ kmacamu (ACharacterBase
IUIA iIrpOBOTO MepcoHaXxa, 1o ycnankoByeThes Big ACharacter, Ta AEnemyBase
JUTSL BOPOTiB, 110 ycrnaakoByeTbes By APawn a6o ACharacter). 111 6a30Bi kiacu
MICTSTh CIUJIbHI aTpuOyTH (3I0pOB's, MaHa, PIBEHb, 0A30BUI 3aXUCT) Ta PYHKII]
(oTpuMaHHS UIKOJM, BAKOPUCTAHHS 310HOCTEH, IEPEMIIIICHHS ).

® Bisaemogmis: Lli moaymni B3aemonitorh 3 Combat Manager 111 BUKOHAHHS
Il Ta OTPUMAaHHSA IIKOIH, a Takok 3 Ability System s akTuBaliii Ta ynpasiiHHS

3110HOCTSIMHU.

MoayJab mrydHoro inresnekry (Al Module):

® [IpuznauenHs: Biamosimae 3a aBTOHOMHY Ta pEaNiCTUYHY TOBEHIHKY
HEIrPOBHUX NEPCOHaXIB (BOpoOriB) y OoioBuX cleHapisix. BiH BU3Hauyae JOTIKY
BUOOPY IJIeH, TPUHHATTS pIIeHb I0JI0 BUKOPUCTAHHS  3/10HOCTEH,
MepeMILIEHHS Ta peakiii Ha IrpoBI MOAII.

® Peamamis: B Unreal Engine Al wacto peanizyerbcsi 3a JOMOMOTOIO
Behavior Trees Ta Al Controllers. AlController € "mMo3kom" Bopora, sSiKuii Kepye
ioro aktopoMm 1 BukoHye Behavior Tree. Behavior Tree no3Bossie Bi3yallbHO
CTBOPIOBATH CKJIAJHY JIOTIKY MPUUHATTA pilieHb (Hampukiam, "Skmo rpaBersb
O0mm3bKo, artakyi; sikiuo HP Hu3bke, BincTymai; SKIIO COIO3HUK Yy HeOesIerl,
nonomoxku"). JlomaTKoBO MOXKYTh BUKOPHUCTOBYBATHCS cepBicu (Services) Ta
tacku (Tasks) mist meramnizainii mOBeIIHKH.

® Bsaemonis: Al Module B3aemomie 3 Enemy Core nans oTpuMaHHS

iHbopMallli mpo CTaH BOpora Ta MOro OTO4YEeHHs, a Takox 3 Ability System mis
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akTUBallii 3110HOCTEe BoOpora BIAMOBITHO JO0 NPUHHATUX pIllleHb. TakoXK
LootTables nns BusHaueHHs nyTa, sSIKMi maga€ 3 BOPOTIB IpH ix cmepTi(Skimo

TaKUH €).
3.1.3 B3aeMogaist Mixk MOAYJISIMHU Ta IPUHIMIIM KOMYHiKaLil

B3aemoziss MK ONMUCAaHHUMH MOJIYJISIMU € KJIIOYOBUM AacleKTOM (PYHKIIIOHYyBaHHS
0oitoBoi cuctemMu. BoHa peani3yeThes 3a JOMOMOTrO0 YiTKO BU3HAYCHUX MEXaHI3MIB

KOMYHIKaIlii, o 3a0e3neuyoTh THyUKICTh, PO3IINPIOBAHICT Ta €(PEKTUBHICTb.

Ipsami Bukaukn QyHkuiii: BUKOpUCTOBYIOThCS AJI TICHO MOB'SI3aHUX KOMITOHEHTIB
a00 A 3amWTiB, 10 BHMAaraloTh HEraliHOi CHMHXPOHHOI BIATOBIIAI (HANpUKIa,
Combat Manager Buxnukae pynkiiito TakeDamage na AttributeComponent 1imi). Ie
NEePEBAXKHO BHYTPIIIHBOMOAYJIbHA KOMYHIKAI(isl a00 BUKJIMKHU Bl KOOPJAMHATOPA JI0

KCPOBAHOI'O KOMIIOHCHTA.

HMenaeratu ta mojii (Event Dispatchers): Ile mexani3m, mo 103BoJiIE 00’ €KTam
B3aEMOJIIATH MK co00r0 0e3 mnpsMoro 3B’s3Ky. ToOTO oAMH OO’€KT MOXe
«BUKJIIMKATW» TIOJIF0, HE 3HAKUM, XTO ii Oynme ciayxaru. Ile cyts marepna Observer

(coctepirau), peanizoBaHoro B ctuiii UES.

InTepgeiicu: BUKOPUCTOBYIOTHCS [l BU3HAYEHHSI KOHTPAKTIB MK Kiacamu. Kiac
MOKE peai3oByBaTH I1HTep(deiic, rapaHTyrO4d HAsBHICTb TMEBHUX MyOIIYHHUX
GyHKIIH, K1 MOXKYTh OyTH BUKJIMKAHI 1HIIMMH MOJIYJIIMU, HE 3HAIOUW KOHKPETHOTO

tumy o0'exrta. [{e 3a0e3neuye noaiMop@i3M Ta MiJBUILYE THYUYKICTh CUCTEMHU.

Taka opraHizalriiiHa CTpyKTypa NpOTpaMHOTO 3a0e3nedeHHs, Mo 0a3yeTbcs Ha
OPUHITMIAX MOJYJIBHOCTI, KOMIIOHEHTHOTO TMiAX0ay Ta ciabkoi 3B'SI3HOCTI,

3a0be3reuye BHCOKHMNM PIBEHb THYYKOCTI Ta po3mmuproBaHocTi. ILle € KpuTu4HO
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BOKJIMBUM I BEJMKUX ITPOBUX IMPOEKTIB, JIO3BOJISIIOYM KOMAaH[I PO3POOHHUKIB
NpaIoBaTH MapajiebHO HaJ PI3HWMH YaCTUHAMH CHUCTEMH, a TaKOX CIPOIIYIOUYU
TECTyBaHHS, HAJIArO/DKCHHS Ta TMOMAJBIIE PO3MUPEHHS (QYyHKIIOHATY O0HOBOI

CUCTCMMU.
3.2 BuOip incrpymenTapiro ajs creopernns I1113

Bubip iHCTpyMeHTapil0 € OJHHUM 3 HAWBaXJIMBIIIMX CTpPATETIYHUX pIlIeHb Ha
NOYAaTKOBUX €Tamax poO3pOOKHM NPOrpaMHOro 3a0e3ME4YeHHs, OCKUIbKM BIH
0e3mocepeIHbO BIUIMBAE HA MPOJYKTUBHICTh PO3POOKH, SKICTh KIHLIEBOTO MPOAYKTY,
MO’KJIMBOCTI MacIITa0yBaHHs Ta CynpoBoAy. Jis ctBopeHHs 6010Bo1 cucteMu Oyio
0o0paHO KOMIUIEKCHUN Hallp 1HCTPYMEHTIB, IEHTPAJIbHUM €JIIEMEHTOM SIKOTO €
irpoBuii pymid Unreal Engine 5. OOrpyHTyBaHHS LIbOTO BUOOPY 0a3yeTbcs HAa aHAII31
BUMOT JI0 MPOEKTY, CY4acHUX TEHJCHIIN y reiimMieBl Ta mepesar, siki HajJae JaHu

TE€XHOJIOTTYHUU CTEK.
3.2.1 Irposuii pywiii Unreal Engine S

Unreal Engine 5 (UE5) € oaHuM 3 HaWNOTYXXHIIIKUX Ta HAMCy4YacHIIUX ITPOBHUX
pymiiB y cBiTi, po3pobsenum kommaniero Epic Games. Moro BuOip ajis aHOTO
MIPOCKTY OOIPYHTOBAHUN HH3KOIO KIIFOUOBHX IEpEBar, 110 pOOJSATh MOTO 17eaJTbHUM

JUTSL pO3pOOKH CKIIJHUX Ta BUCOKONPOIYKTUBHHX ITPOBHUX CUCTEM, TAKUX SIK OOMOBA:

[lepenoBa BizyanbHa skicTb Ta npoayktuBHicTe: UES Bimomuii  cBOiMu
PEBONIOIIMHAMU ~ TpapiYHUMU MOXKIJIMBOCTSAMH, TakuMu sk Nanite (cucrema
BIpTyaJli30BaHOI TeoMeTpii, 10 JO03BOJISIE IMIOPTYBAaTH MIUJIbSPAM MOJITOHIB 0€3
BTpaTH NMPOAYKTHBHOCTI) Ta Lumen (cucTema riio0aibHOTO OCBITICHHS B PEATbHOMY
yaci). Xoua OCHOBHHM (POKyC OakaiaBpCchkoi po6oTr — 00I0Ba JIOTIKA, 111 TEXHOJOT 1]
3a0e3reuyloTh HemepeBepiieHe (OTOpealiCTUYHE BI3yaJlbHE CEPEIOBHINE, IO €

BAYXJIMBHM JIJIs1 3aHYPEHHS TpaBLis B irpoBUid CBIT. Pymiif onTumizoBaHuil 175 po6oTH
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3 BEIUKHMHU OOCATaMH JaHUX Ta CKJIIaQJHHUMH 06‘{I/ICJICHH$IMI/I, MO0 KPpUTHUYHO OJIA
I[I/IHaMi‘{HI/IX 001OBHUX CHCTCM, JIC KOXXHAa MiJ'IiCCKYH,ZIa 34aTPUMKH MOJKC BINIMHYTH Ha

ITpOBHI1 TOCBII.

Komnuexkcnuii Ta interpoBannii Ha6ip incTpymentiB: UES namae pospoOHuKam
MOBHICTIO 1HTerpoBaHe cepeaoBuiie po3podku (Unreal Editor), mo Bkitoudae
IIMPOKUHN CIEKTP IHCTPYMEHTIB MAJsi BCIX AacClEKTIB CTBOPEHHS TpU, IO 3HAYHO

IPUCKOPIOE poOounii mporiec:

PenakTop piBHiB: [HTYiTUBHO 3pO3yMUIMIA 1HCTPYMEHT JUIsi CTBOPEHHS Ta
HaJalITyBaHHS ITPOBOTO MPOCTOPY, PO3MIIIECHHS aKTOP1B, HAJIAIITYBaHHS OCBITICHHS

Ta OTOYCHHA.

Cucrema animamii: [loTyXH1 1HCTpyMEHTHU ISl IMIIOPTY, PETaPreTUHTY, 3MIITYyBaHHS
anHiManiii (Animation Blueprints, Montages, Control Rig, IK), mo mo3Bomusie
CTBOPIOBATH PEAIICTUYHI Ta TJIaBHI aHiMallli 00MOBUX i, KPUTUYHO BaXKJIMBI JJIsI

Bi13yaJIbHOTO BITYKY.

Cucrema Bi3yaabHux e@ekrtiB (Niagara): IlepemoBa cucrema 1 CTBOPEHHSA
CKJIaIHUX e(EeKTIB YaCTUHOK (BUOYyXH, criajaxu, MaridHi eeKTH, CIiau BiJ yaapiB),

K1 CyNPOBOIKYIOTh 00MOBI1 310HOCTI, MIJABUIIYIOUYH IXHIO BUPA3HICTh Ta BILIUB.

Cucrema 3ByKy (MetaSounds): I'Hyuka Ta mTOTy)XHa cuUcTeMma JyIsl IHTETparii,
YOpaBIIHHS Ta JUHAMIYHOTO TEHEPYBaHHS 3BYKOBHX €(EKTiB, IO I1JBUIILYE
3aHYpEHHS B ITPOBHMM MpoIleC Ta HAJa€ BaXXJIUBUM ayJiaJbHUM BIATYK Ha OOHOBI

moii.

®izuunnii pymiii (Chaos): BOynoBana cucrema i1 peaqiCTUYHOI CHUMYJISINT
¢b13uKku 00'€KTIB, MO MOXKE OyTH BUKOPHCTAHO ISl 1HTEPAKTUBHOTO PYyHHYBaHHS

OTOYEHHsI 200 peaTiCTUYHOI MOBEIIHKU 00'€KTIB Tij] 4ac O0OMOBUX 31TKHEHb.
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Unreal Motion Graphics (UMG): IuTyiTHBHO 3p0o3yMijia Ta MOTYXHA CUCTEMa JIJIsl
cTtBOpeHHsl iHTepdeiicy xopuctyBaya (UI/HUD), mo no3Bossie Jierko BiloOpa)kaTu
iHpopmMmartito npo 6iii (HP Gapwu, mor monii, ikoHKH 3110HOCTEN, MOBIAOMIICHHS PO

IITIKOJTY ) Ta OOpOOJIATH BBIJI IPaBIIS.

I'nydyka apxiTekTypa Ta MOAYJbHicThb: Pymiiii moOymoBaHuii Ha KOMITOHEHTHIM
apxiTeKTypi, IO CHOpHUSAE€ BUCOKOMY pIBHIO MOJYJBHOCTI Ta TOBTOPHOMY
BUKOPUCTAaHHIO Koxy. Ile mo3Bomse po3pobasith OoioBy cucTteMy sK HaOip
B32€EMO/IIIOYMX KOMITOHEHTIB, 5SIK1 MOKHA JI0/IaBaTH JI0 PI3HUX aKTOPIB, 3a0€3Meuyoun

THYYKICTh Ta pO3LIMPIOBAHICTh TU3AIHY.

Binkpuruii Buxinauii koa: Jloctyn 10 MOBHOro BHXiJHOTO Koay pyunis (Ha CH++)
JT03BOJISIE pO3POOHUKAM TIIMOOKO pO3yMITH HOro (yHKIIIOHYBaHHS, ONITUMI3yBaTh a0
po3mMproBaTH  (PyHKIIOHAT Mg  coenu@ivyHl  MOTpedr TPOEKTy, a TaKoX

HaJaro/pKyBaTH nMpo0jeMy Ha HU3bKOMY PIBHI.

AKTHBHA CIIJILHOTA Ta JOKyYMeHTalisi: Benrka Ta akTUBHA CIIJIBHOTA pO3pOOHUKIB
0 BChOMY CBITy, a TaKOX JeTallbHa Ta peryJisipHO OHOBIOBaHa oOiIiiiHa
JOKyMEHTalis, 3a0e3MedyloTh IIMPOKY MIATPUMKY Ta JOCTYH JO YHUCIECHHUX
pecypciB, HaBUaJIbHUX MaTrepialgiB Ta TMPUKIAIIB JJIS BUPIMIEHHS OYIb-IKUX

TEXHIYHHX 3aB/IaHb.
3.2.2 MoBu nporpamMmyBaHHs

Po3poOka 0OoitoBoi cuctemu B Unreal Engine 5 3aiiicHioBanacs 3 BUKOPHCTaHHSIM
riOpuIHOTO TIIXOY, 110 MOETHYE MOMKIMBOCTI IBOX OCHOBHUX MOB IPOTpaMyBaHHS,
ki € HaTtuBHUMU i pymris: C++ ta Blueprints. Takwit miaxim 7g03BOJIsIE

MaKCUMaJIbHO €()EeKTUBHO BUKOPUCTOBYBATH MEepEBAru KOXKHOI MOBH.

C++:
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[Tpu3nauenns: C++ € OCHOBHOIO MOBOIO MpOTpaMyBaHHs Ijsi po3poOku B Unreal
Engine. BiH BUKOPUCTOBYEThCS JJII CTBOPEHHS 0a30BHX KJIAcCiB, peaizallii CKIaJHuX
JITOPUTMIB, ONTHMI30BaHUX OOYUCICHBb Ta OYyJb-AKOi JIOTIKH, III0 BUMAara€ BHCOKOI

MPOIYKTUBHOCTI Ta HU3bKOPIBHEBOTO KOHTPOJIIO HAJ[ CUICTEMHUMU pECypcamu.
IlepeBaru:

® Bucoka MPOTyKTUBHICTb: C++ 3abe3neuye MaKCUMaJIbHY
MPOAYKTHUBHICTH, 110 € KPUTUYHO BAXXIJIMBUM JJIs1 OOYHCIIEHb y pPealbHOMY dYaci,
TaKUX SK PpO3pPaXyHOK IIKOAM, I[I€PEBIpKAa KOJI3ii, YyHOpaBiIiHHS BEJIUKOIO
KUTBKICTIO I'POBHUX 00'€KTIB Ta 00poOKa CKJIaJIHUX ITPOBUX MEXaHIK.

® [loBHuil KoHTpOJIb: Hagae po3poOHUKY MOBHUIT KOHTPOJb HAJl MaM'TTIO
Ta  amapaTHUMU  pecypcaMd  CHUCTeMHM,  JIO3BOJISIIOYM  CTBOPIOBATH
BHCOKOE(DEKTUBHHI Ta ONTUMI30BaHUI KO/I.

® Jloctyn no pyus: [Jo3Bomnsie Oe3nocepeaHbo B3aemoaisati 3 API pymis,
PO3IIMPIOBATH HOro (DyHKITIOHAJ, CTBOPIOBATH BJIACHI KJIACU Ta ONTUMI3YBaTH
BHYTPIIIHI MEXAHI3MHU.

® MacmraboBaHicTh: [aeanbHO MITXOMWUTH JJII CTBOPCHHS BEIUKHX Ta
CKJIQTHUX CHCTEM, SKIi MOXYTh OyTH JIETKO pPO3IIMPEHI Ta MiATPUMYBaHI B

MaiiOyTHBOMY.
Blueprints:

[Tpuznauenns: Blueprints € BizyanbHOO MoBowo ckpuntuHry B Unreal Engine, mio
JI03BOJISIE CTBOPIOBATHU ITPOBY JIOTIKY LUISIXOM 3'€HaHHS BY3JIB Yy TIpadiuHOMY
iHTepdeiici pegakropa. BoHa ieaqbHO MIAXOAUTH AJI IIBUIKOTO MPOTOTUITYBAHHS,
peaizallii JIOTiKH, 10 HE BUMAara€ €KCTPEMaJIbHOI MPOIYKTUBHOCTI, Ta I poOOTH

ITPOBUX JAU3alHEPIB.

IlepeBarmu:
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® [IIBuiKiCTh pO3pOOKU: 3HAYHO MPHUCKOPIOE MPOLIEC CTBOPEHHS JIOTIKH,
OCKIJIbKM HE BUMAarae KOMIUIALIT KOy Ta Ha/Jla€ MUTTEBUIA Bi3yaJlbHUI 3BOPOTHUN
3B'SI30K.

® Bisyamizamisa: I'padiuHe mnpeacraBieHHS JOTIKM POOUTH 11 OLIBII
3pO3yMIJIOI0, JIETKOIO I YWTaHHS, HAJAro/DKEHHS Ta CIUIBHOI poOOTH B
KOMaH/Ii.

®  JIOCTYIHICTB: Jo3Bosise  He-mporpaMmicTaM  (redM-au3aiHepaM,
XyJO)KHUKaM) CTBOPIOBAaTH IHTEPAaKTHBHI €JIEMEHTH Ta IrPOBY JIOTIKY,
PO3IIKMPIOIOYN MOKIMBOCTI KOMaH/IH.

® [urerpamis: besmoBHOo iHTEerpyetbcsi 3 C++ KOAOM, J103BOJIIOUU
po3mmmproBatn C++ kiacu 3a jgonomororo Blueprints, nogaBatu crnemudiuny
JIOTiKy a00 HAJIAIITOBYBATH MOBEIIHKY.

® 3acrocyBaHHS B npoekTi: Blueprints BUKOpUCTOBYBaNKCh JJIsl peasizaiii
¢akTHuHO yci€l oriku B naHHOMY mipoekTi. biii, animarii, VFX/SFX, Tomo, yce

3pobiieHo 3a gomomororo blueprints.

BP_ThirdPersonCharacter (Self)
. c ‘

A Movat
R Ki

Puc. 4.2 Ipuknan blueprint’a BP_ThirdPersonCharacter.



PO3ILI 4

PEKOMEHJALT IIOJIO BIIPOBAJUKEHHS TA
EKCILUTYATALIII CHACTEMHU

4.1 TecryBaHHS cCHUCTEMU

Ileit po3aia MPUCBSIYCHUN KIIFOYOBHMM acIieKTaM, IMOB'I3aHUM 13 BIPOBAIKCHHSIM
Ta TOJAJIBIIOI EKCIUTyaTalliero po3polsieHoi OoHoBoi cucteMu. BiH oxoruioe
METOJI0JIOTIi TECTyBaHHsS, HEOOXIJTHI sl 3a0e3MedyeHHs SKOCTI Ta CTaOUIBHOCTI
MpOrpaMHOTO 3a0€3MEUCHHs, a TaKOoX JeTali3ye BHMOTH JO amapaTHOTO Ta
IPOrpamMHOro 3a0e3MeUeHHs! Ui YCIHIIIHOIO 3aMycKy Ta (DYHKI[IOHYBaHHS CHCTEMHU.
EdexTuBHE BHpoBaKEHHSI Ta EKCIUIyaTallis € HEBIJ'€MHOI YaCTUHOIO >KUTTEBOTO
MUKy Oyab-sIKOTO TIPOTPAMHOTO TMPOIYKTY, TapaHTYHUW HOTO HAMIMHICTh Ta

JIOCTYTHICTB JIJIsl KIHIIEBOT'O KOPUCTYyBaya.

TectyBanHsi € ¢QyHAAMEHTAIBHUM €TalloM Y JKUTTEBOMY LMKl PO3POOKHU

MpOrpaMHOro 3a0e3ledeHHs, M0 3a0e3nedye MHWoro sAKiCTb, CTaOLIBHICTh Ta
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BIJIMIOBIHICTh MMOYAaTKOBUM BuUMoram. J[ist Takoi ckiIagHOl Ta AMHAMIYHOI CHCTEMH,
K 00HOBa, TECTYBaHHA Ma€e OyTH BCEOCSHKHUM, OXOIUTIOIOYH Pi3HI PiBHI aOCTpaKii —
BiJl OKpeMuX (hYHKIIOHAJIBHUX OJIOKIB JI0 3arajibHOil (yHKIIOHaIbHOCTI. Po3pobiena
OoifoBa cuctema Moke OyTH MPOTECTOBaHA 3a JOMOMOTOI0 Pi3HMX METO[IB, IO
JI03BOJISIIOTH BUSIBUTH Ta YCYHYTH MOTEHIIIHHI JeEKTH HA PaHHIX CTaIsAX PO3POOKHU
Ta MATPUMYBATH ii HAAIMHICTD MPOTATOM yChOTO MEPIOy €KCILTyaTallii.

4.1.1 Metoau TecCTyBaHHS

Jlnsa 3abe3nedueHHs BCeO1UHOI mepeBipku (yHKIIOHATY Ta CTablIbHOCTI OOHOBOT

CUCTCMHU 3aCTOCOBYIOTBCA TakKl OCHOBHI MCTOAU TCCTYBAHHA:

FOnir-rectu (Unit Tests):
[Ipu3znauenns: FOHIT-TecTH 30CepeKeHl Ha MepeBipll HAUMEHIIMX, 130JIbOBAHHMX
OJIMHHIb KOJY — OKpeMHUX (YHKIiH, MeToiB, KiaciB a60 KOMIIOHEHTIB. IXHS MeTa
MoJIATa€ B TOMY, IIOO TIEPEKOHATHCS, IO KOKEH OKPEMHUH MPOTPAMHHHA €JIEMEHT
MOBOJUTHCS KOPEKTHO BIJAMOBIAHO A0 CBOIX crernudikaiii, He3aJIeKHO BIJ 1HIINX

HYaCTHH CUCTCMHM.

3acTrocyBaHHsI B POEKTi: Y KOHTEKCTI OOWOBOT CUCTEMH, IOHIT-TECTH MOXKYTh OyTH
PO3p00JICHI IJIs IEPEBIPKU:
® KopekTHocTi MareMaTuyHuX  (GOpMyn  poO3paxyHKy IIKOAA B
UAttributeComponent (Hanpukiaa, MepeBipka, Yd TMPABHIBHO OOYHUCIIOETHCS
KIHIIEBA I1IKOJ1a 3 YpaxyBaHHIM OpOHI Ta MOJIU(IKATOPIB).
® Jloriku ynpasniHHs KyngayHamu 3ai0Hoctelt y UAbilityComponent (uu
NPaBIJILHO BCTAHOBJIIOETHCS T4 3MEHIITY€E€THCS Yac Mepe3apsiKu).
® OyHKIIOHANY YNOpaBIIHHS 3[0pOB'SM Ta MaHOK (YU MPABUIBHO
3MEHIITYIOThCS/301TBITYIOTHCS TTIOKA3HUKH, UM CIPAI[bOBYE TOJIS MPU JOCITHEHHI

HYJIS).
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® Oxpemux (ynkiin Al, mo BianoBigarTh 3a BUOIp LTI 00 MPUHHATTS

pIIIEHHS PO BUKOPUCTAHHS 310HOCTI.

IlepeBaru: PanHe BUSBICHHS TIOMUJIOK, CITPOIIIEHHS HAJIATO/PKCHHS, TT1BUIIICHHS
SKOCT1 KOAYy, 3a0€3MeUeHHsT PErpecifHOTO TeCTyBaHHs (TapaHTis, IO HOBI 3MIHU HE
nopyurytoTs icHytounii pynkuionan). B Unreal Engine, roniT-Tectu ana C++ koay
MOXYTh OyTH 1HTerpoBaHi uepe3 Automation Framework, 1m0 mo3Bosise

ABTOMATU3yBATH X 3aIlyCK.

InTerpauniiini Tectu (Integration Tests):

[Ipu3HauenHsa: IHTErpamiiiHi TECTU MEPEBIPAIOTh KOPEKTHICTh B3a€EMOJII MIX
PI3HMMH KOMIIOHEHTaMHU Ta MOJYJIAMH CUCTEMU. BOHU lonomararoTh MepeKOHATUCH,
10 OKPEMO IMPOTECTOBAHI IOHITU MPAIIOIOTh PAa30M IPABWIBHO, IO JIaHI KOPEKTHO
NEePEeAI0ThC MK HUMH, 1 IO 3aJI€KHOCTI MK MOJIYJIIMU (DYHKLIOHYIOTh HAJIEXKHUM

YHUHOM.

3acrocyBanHsi B mpoekTi: [[nsg 00loBOi cucTeMH 1HTErpauiiHi TeCTU MOXKYTb
BKJIFOUYATH:

® [lepesipky B3aemonii Mixk UAbilityComponent Ta Combat Manager nipu
aKTHUBAIIl] 3/[I0HOCTI Ta MOJAIBIIOMY PO3PAXyHKY IITKOIH.

® TecryBanns kopekTHocTi nepenayi ganux Big UAttributeComponent 10
UI Module nns BigoOpaxennss HP-6apis.

® [lepesipky B3aemonii Al Bopora 3 Combat Manager ta Ability System
Py BUKOHAHH1 aTaKU.

® TecryBaHHS XKUTTEBOrO IUKIY €(EKTy CTaHy: BiJ] MOTO 3aCTOCYBAHHS

3M10HICTIO 10 HOTO MEePIOANYHOI i1 Ta 3HATTA.
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IlepeBaru: BusBieHHs NMOMUIOK 1HTEep(dEICIB Ta MPOTOKOJIB B3aEMOJIII MIXK

MOJYJISIMH, 3a0€3MeYeHHS LUJIICHOCT1 CUCTEMHU.

dyuknionaabHi TecT (Functional Tests) / Cucremni Tectu (System Tests):

[Tpu3nauenns: OyHKIIOHAIBHI TECTH MEPEBIPSIIOTH (DYHKIIOHATBHICTH CUCTEMU B
IIJIOMY 3 TOYKHM 30py KIHIIEBOTO KOPHCTyBaya Ta BIAMOBIAHICTH i O13HEC-BUMOTAM.
Bonu cumymoroTh Aii KOpUCTyBaya Ta MepeBipsItOTh, YU MPALIOI0Th Pi3HI (PYHKIIT Ta
CrieHapii BUKOPUCTaHHS CHUCTEMH BIAMOBITHO 10 OdYiKyBaHb. CHCTEMHI TECTH
JIOJIATKOBO MEPEBIPSIIOTh HEPYHKIIOHAIbHI BHUMOTH, TakKi SK HPOJIYKTUBHICTD,

cTaOlILHICTD, OC3IIeKa.

3acrocyBanHsi B mpoekTi: g OoioBoi cucteMu (yHKIIOHATBHI TECTH
BKJTIOYAIOTh!

® [loBHmi creHapiii Ooro: iHimiamiss OO0, BHKOPHUCTAHHS TI'paBLEM
3ni0HocTel, peakiiss Al BOporiB, po3paxyHOK IIKOJIH, Bi3yallbHI Ta 3BYKOBI
edexTu, ononieHHs Ul, 3aBepiienHs 0010 Ta BUga4a Haropo.

® [lepesipka pizHHX 00HOBHUX CI€HapiiB: 01l TIPOTHU OJHOTO BOPOra, MPOTH
rpynu, 01 3 pI3HUMHU TUIIAMU 3]11I0HOCTEM.

® TecTyBaHHS TpaHMYHUX YMOB: WI0 BIAOYBa€TbCSI NPU KPUTUYHO

Hu3skoMmy HP, ipu cipo061 BuKopucTaTu 3110HICTh 6€3 pecypciB ado Ha KyJgayHi.

4.1.2 IncTpymeHnTH Ta miaxoam Ao tecryBannsa B Unreal Engine 5
Jlnst peamizarii TectyBanHs B cepemoBuili Unreal Engine 5 BUKOPUCTOBY€ETHCS

KOMO1Hallis BOyJJOBaHUX IHCTPYMEHTIB PYIIis Ta 3arajJbHONPUUHITHX M1X0/1B:

BoynoBanmuii Automation Framework: Unreal Engine wnamae BmacHwmii
Automation Framework ajis HanmucaHHs Ta 3alyCcKy aBTOMAaTH30BaHUX TECTIB JJIs

C++ xony. Lle no3BoIsi€ CTBOPIOBATH IOHIT- Ta IHTETPAIliiiHl TECTH, SIKI BUKOHYIOTHCS
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Oe3rnocepeIHbO B Py, 110 3a0€3Meuy€e TOUHICTh MEPEBIPOK Y PEaTbHOMY IIPOBOMY

CEpEIOBHIIII.

IncTtpymenTtn ais1 HagaromkeHHsi Blueprints: Penaktop Blueprints mae
NOTYXHI BOYZOBaHI 1HCTPYMEHTH IJI HaJaro/KEHHS, IO JO03BOJSIOTH MOKPOKOBO
BIJICTE)KYBaTH BHUKOHAHHS JIOTIKM, TEPEBIPATH 3HAYEHHS 3MIHHUX Ta BUSBISATH

MOMWIKH Y Bi3yaJlbHOMY CKPUIITUHTY.

Play In Editor (PIE) Ta Standalone Game: HaiiGinpIm momumpeHuM METOA0M
IHTErpalifHoro Ta (QyHKIIOHAIHHOTO TECTYyBaHHS € 3alyCcK I'pu Oe3nocepeHbO B
penaktopit (PIE) abo sik okpemuii BukoHyBaHui (aiin (Standalone Game). Ile
JI03BOJISIE  PO3POOHMKAM Ta TECTyBaJIbHUKAM BpPYYHY B3a€EMOJISATH 3 OOMOBOIO

CUCTEMOI0, CUMYJIIOIOYH JI1i TpaBLs Ta CIOCTEPIraloyy 3a MOBEAIHKOIO CHCTEMH.

Unreal Insights: Ile mnoTyxHui iHCTpYMEHT MpOQUIIOBaHHS, IO JI03BOJISE
aHai3yBaTy NPOIYKTUBHICTh CUCTEMH B peaibHOMY 4Yaci. BiH BUKOpUCTOBY€ETHCS 1715t
BUSIBJICHHS "BY3bKHX MICIB" Y OOMOBI JIOTIII, ONTUMI3allli aITOPUTMIB PO3PaXyHKY

mKoaAu, Al Ta IHIIMX PeCypCOEMHUX ONEPALIiif.

Cucrema JoryBannsi: BOymoBana cuctema usoryBanHs Unreal Engine
(UE_LOG) no3Boisie BUBOJUTH AIarHOCTUYHY 1H(POpPMAILI0 MPOo X1J OOWOBHX i,
3HAYEHHs 3MIHHHUX Ta CIPallbOBYBaHHS MOIH, 110 € HE3aMIHHUM JIJIsl HaJaro>KEHHs

Ta aHaJli3y NOBEIIHKH CHUCTEMHU.

ManyanbHe TectyBanHsa (Playtesting): Jlns irpoBux cuctem MaHyajlbHE
TeCTyBaHHs, a00 "miehTecTUHr", € He3aMIHHUM. BOHO M03BOJIsIE OIIHUTHU ITPOBUIA
JOCB1J, OaaHc 0010, IHTYITUBHICTh YIIPaBIIHHS Ta 3arajbHe "BIQUYyTTA" CUCTEMU, IO

HEMOXKIIMBO HepeBipI/ITI/I AdBTOMAaTU30BaHUMHU TCCTaMH.
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3arajgpHOI0 METOIO TECTyBaHHS € HE JIMIIE BUSBICHHS Ta YCYHEHHsI TIOMUJIIOK, a i
MIITBEPPKEHHS TOTO, 110 po3pobiieHa OoioBa cucTemMa (yHKIIIOHYE BIJIMOBIIHO 0
OYiKyBaHb, € CTaOUIbHOIO, MPOAYKTUBHOIO Ta 3a0e3mneuye sKICHUM IrpOBUN JOCBI.
PerynspHe TecTyBaHHS Ha BCIX €Tamax po3poOKH, BiJl FOHITIB O IMOBHOI CUCTEMH, €

TapaHTIEI0 YCIIIIHOTO BIPOBA/KCHHS Ta €KCIUTyaTaIlli.

4.2 Bumoru g0 3anycky 113

Jlis  yCHiIIHOTO pO3ropTaHHs Ta (PYyHKIIOHYBaHHS pPO3pOo0IeHOT OOHOBOI
CHUCTEMH, II0 € YaCTMHOIO irpoBoro 3actocyHky Ha Unreal Engine 5, HeoOXxinHO
JOTPUMYBATUCS MEBHUX BUMOT O alapaTHOro Ta mporpamHoro 3abesmneueHHs. Lli
BUMOT'M BU3HAYAIOTh MIHIMaJIbHI Ta PEKOMEHJ0BaH1 KOH(DIrypariii, Ipu SIKUX CUCTEMa
MoO’Ke OyTH 3amyllieHa Ta 3a0e31neuyBaTi NPUHHITHUNA piBEHb NPOLYKTUBHOCTI.

4.2.1 AnaparHe 3a0e3ne4eHHS

Bumoru no0 anapatHoro 3abe3neueHHs Ui irpoBux 3acTocyHkiB Ha Unreal Engine
5 € 3HaYHO BUIIMMM, HIXK U1 TUIIOBUX BEO-10/IaTKIB, 1110 OOYMOBJIEHO CKJIAIHICTIO
rpadiku, GI3MYHUX CUMYJISILINA Ta OOYMCITIOBAIBHOT JIOTIKH.

VY Tabmumi 1.1 mpeacTaBiaeHi OCHOBHI BUMOTH JI0 alapaTHOTO 3a0e3IeueHHsl s

3aImycKy po3po0sieHoi 00MOBOI CUCTEMH.

Komnionen . .
MiHiMaJIbHI BUMOTH PexoMeHI0BaH1 BUMOTH
T
Intel Core i5-8400 / AMC  Intel Core i7-12700K / AMELC
[Tpomecop Ryzen 5 2600 abcRyzen 7 5800X3D a6o HoBimmuit (mJs
€KBIBaJICHTHUI MaKCUMaJIbHOI MPOTYKTHUBHOCTI)
32 I'b ab6o Oisbiie (peKoOMEeHI0BaHC
OmnepaTus o
Minimym 16 I'b DDR4-3200 MI'u a6o DDRS5-520C
Ha Mam'saTh
MTI'1+)
Miunimym 50 I'b Bimbnorc 100 I'b+ BumbHOro mpoctopy He
Kopcrkuii
npocropy Ha SSD (NVMeNVMe SSD (a1 makcuMallbHOI
JIICK

PEKOMEHJ0OBAHO) IIBUIKOCTI 3aBAaHTAKCHHS )
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NVIDIA GeForce RTX NVIDIA GeForce RTX 3070

I'padiuna
2060 / AMD Radeon RX 560C AMD Radeon RX 6700 XT a6o kpaiiic
KapTa
P XT (6 Tb VRAM) (8 'b+ VRAM)
Posminmpaa 3matHicTE 2560x144C
. PozninpHa smatHicTE(QHD) 3 BHCOKOIO ~ 9acTOTOIC
Momnitop
1920x1080 (Full HD) onosiieHus (144 I'u+) a6o 3840x216C
(4K)
3ByKOBa . . Cymicna 3 DirectX, 3 miITpuMKOIC
CywmicHa 3 DirectX
KapTa 00'eMHOr0 3BYKY 7.1

Tabmuug 1.1. OcHOBHI BUMOTH A0 anapaTHOTro 3a0e3MeYeHHs

4.2.2 IIporpamue 3a0e31e4eHHA
OxkpiM amapaTHUX BHUMOT, il KOpekTHOro (yHkiionyBanus I1I13 neobOximHe

BIJINIOBIJTHE TPOTPAMHE CEPEOBUIIIE.

OnepaniiiHa cucrema:

® \Windows 10 (64-bit) aGo HoBiIIa Bepcisi.

® [liztpumka DirectX 11 a6o DirectX 12 (mms Windows).

® [linrpumka Vulkan (n1s Windows, Linux).

® JlpaiiBepu rpadiuHoi KapTH: AKTyalbHI Bepcii JpaiiBepiB IS
BctanoBlieHo1 rpadiunoi kaptu (NVIDIA GeForce Game Ready Driver, AMD
Radeon Software). Ile xputuuHO BaxIMBO JJisi 3a0e3MEUYEHHS CTaOIILHOCTI Ta

MPOTYKTUBHOCTI TPadiKH.

JlogaTKkoBi KOMIIOHEHTH:
® Microsoft Visual C++ Redistributable (3a3Bu4aii moctaBisieThCs pa3oM 3

THCTAIAIIAHAM TTaKETOM TPH).



4.2.3 IncTansauiiHuH MaKeT Ta MPOIeC 3aIMyCKY
Ha BigmiHy Bix BeO-m0AaTKIB, SKI BHUMaralOTh BCTAHOBJICHHS JIOJATKOBUX
cepenoBuill BukoHaHHs (Hampukian, Node.js, Angular CLI), irpoBuii 3acTOCYHOK Ha

Unreal Engine 5 po3noBCIOKY€TbCS SIK CAMOIOCTAaTHI BUKOHYBAHHM MaKeT.

CrBopenns incransuiitnoro naxkery (Packaging Project):

[Ipotiec miArOTOBKU 10 PO3MOBCIOKEHHS TOYMHAETHCS 3 "MaKyBaHHS" MPOEKTY B
penakropi Unreal Engine. Lls ¢ynkmis (goctymua depe3 mento File -> Package
Project) xommimoe Bech kon (C++ ta Blueprints), 30upae Bci HEoOXiJHI aceTu
(Mopeni, TeKCTypH, aHiMallii, 3ByKH, KapTH) Ta KOH]irypaiiiiiui ¢aitiu B €IuHUMH,

OIITUMI30BaHHI JJI1 pO3IOBCIOAKCHHS ITAKCT.

[lin yac makyBaHHS MOKHa BHUOpaTH pi3HI KOHpirypamii 30ipku (Hampukiasn,
Development s HanaromkeHHs: abo Shipping aiis ¢piHaIBHOTO peni3y), 0 BILIUBAE

Ha po3Mip (ailiiB Ta piBEHb ONTUMI3AILI].

Pesynbrarom makyBaHHsS € CaMOJOCTaTHS Tarka 3 BUKOHYBaHHM (aitiioMm (.exe

11t Windows) Ta BciMa HEOOX1THUMHM 3aJI€AKHOCTSIMH.

PosnoscroxxeHus:

OTpumaHuil IHCTAISLINHUN TaKeT MOXKe OyTH PO3MOBCIOJIKEHUN Oe3MocepeHbO
(HampuKIaz, yepe3 XMapHe cxoBwiie) adbo uepe3 mudposi maaThopmMu JUCTPUOYIIT
(manpuxman, Steam, Epic Games Store), ski HaJarOTh BJIACHI IHCTPYMEHTH IS

BCTAaHOBJICHHA Ta OHOBJICHHAI.

IIpouec 3anmycKy A5 KiHIEBOT0 KOPUCTYBaya:

3aBaHTaXCHHS Ta PO3IMAKyBaHHS/BCTaHOBJICHHSA: KopucTryBau 3aBaHTaxye
apxiBHHM (a1 mpoekTy abo BCTAHOBIIIOE HOTO uepe3 miarGopmy AUCTPUOYIIL.
Skmo 1me mpocTo apxiB, HOro HEOOXITHO poO3MakyBaTh y OakaHy MamkKy Ha

KOMIT'FOTEPI.



3anyck BuUKOHYBaHoOro ¢aiiny: J(ns 3amycky Ipd KOpPUCTyBady JOCTATHBO
3aIyCTUTU TOJIOBHUN BUKOHYBaHMM (Qailn (.exe) 3 pO3MakoBaHOi MAmnKd MPOEKTY.
Komgaux momarkoBux iHCTpyMeHTIB (Takux sk Node.js, Angular CLI) abo ckmagaux
KOMaHJHUX PSJIKIB HE TOTpiOHO. Yci HeoOXimHi OiOTIOTEeKH Ta pPEeCcCypcu BxKe

BKJIFOYCHI A0 ITaKCTy a00 aBTOMAaTHUYHO BCTAHOBIIOIOTHCS iHCTaJ'ISITOpOM.

OHoBJIeHHsI: Y BUINIAJKY BHIIYCKY OHOBJIEHb, BOHM 3a3BH4Yail NOIIMPIOIOTHCS
yepe3 maryi, IKI aBTOMAaTUYHO 3aBAaHTaXKYIOThCS Ta BCTAHOBJIIOIOTHCS yepe3 oOpaHy
miatpopMy AUCTpuOyLii, abo BpyYHY, SKIIO MPOEKT PO3MOBCIOIKYETHCS

0e3mocepeIHbO.

[leit miaxix 3HAYHO CIHPOIILYE MPOIEC BOPOBAKEHHS Ta EKCIUTyaTaiil s
KIHIIEBOTO KOPUCTYyBaya, poOJITuYU CUCTEMY MaKCUMAIbHO JOCTYITHOIO Ta 3PYYHOIO Y

BUKOPHUCTAHHI.

BucHoBku 10 posaiay 4

Poznin 4 netambHO PO3TISHYB KPUTHYHO BAXKIIMBI ACMEKTH BIPOBAKEHHS Ta
eKcIUTyaTalii po3pobseHoi 0oioBoi cuctemu. byno o0rpyHTOBaHO HEOOXIIHICTH
KOMITJIEKCHOTO TECTYBaHHS, IO BKJIOYAE€ FOHIT-, 1HTErpaiiiiHi Ta (yHKIIIOHAIbHI
METOAM, JUIsi 3a0e3MeYeHHsT BHCOKOi $KOCTI Ta CTa0UIBHOCTI MPOTPAMHOTO
3a0e3neyeHHs. 3acTocyBaHHS BOynoBaHux 1HcTpyMmeHTiB Unreal Engine 5 ans
TECTyBaHHS Ta HAJIATrOKCHHS MAKPECIIOE e(PeKTUBHICTh OOPAHOTO IHCTPYMEHTAPIFO.

Kpim Toro, Oyno Bu3HA4Y€HO 4YITKI BUMOTH JO amapaTHOTO Ta MPOrpaMHOIo
3a0e3neyeH s, 1o 3a0e3MeuyoTh KOPEKTHHUN Ta MPOJYKTUBHUN 3aIlyCK CHUCTEMHU.
Po3pobnena 6oiioBa cucrema Ha Unreal Engine 5 BuUMarae cy4acHOro amapaTHOTO
3a0e3MeueHHs, BKJII0OUaoun 0araTosiIepHUi Mpoiecop, A0CTaTHIM 00CAT OnepaTuBHOI
nam'siTi Ta MOTYXHY TpadiuHy KapTy s 3a0e3Ne4YeHHS ONTHUMAJIBbHOTO IrPOBOTO

nocBigy. Ilpouiec BcTaHOBIEHHS Ta 3allyCcKy [JIsi KIHIEBOIO KOPHCTyBada €
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MaKCHUMAaJIbHO CIIPOIICHUM, OCKLIBKH CHCTEMa PO3IOBCIOKYETHCS K CaMOJIOCTATHIN
BUKOHYBAaHHH ITAKET, 110 HE MOTPEOYe AOJATKOBUX CEPEIOBHIL BUKOHAHHS.

3aranoMm, peKkOMeHnalli, BHUKJIaJE€HI B I[bOMY pPO3JAUI, CHpPSMOBaHI Ha
3a0€3MeueHHs]  HaAIMHOTO  BOPOBQKEHHS Ta  Oe3mepebiifHOl  ekcruryararii
po3pobieHoi 00MOBOT CUCTEMH, IO € 3aMOPYKOI0 ii YCHIIIHOTO (DYHKIIOHYBaHHS Ta

IIO3UTHUBHOTO CHpHﬁHHTTH KOpuUCTyBa4YaMu.

BUCHOBOK

VY pamkax naHoi AMIUIOMHOT poOoTH OyJI0 YCHIIITHO pO3pO0JEHO Ta peasi3oBaHO
KOMIUIEKCHY 0OMOBY CUCTEMY JUIsl IPOBOTO 3aCTOCYHKY, BUKOPUCTOBYIOUN Cy4aCHUMN
irpoBuii pymid Unreal Engine 5. IIpoekT oXOmMB ycCi KJIIOYOBI €Tamu po3poOKH
IPOrpaMHOro 3a0€3NEUEHHs, MOYMHAIOYM BiJ] aHali3y BUMOI Ta MOJEIIOBAaHHSA, 1
3aKIHYYIOYH MPAKTHYHOIO Peati3all€eo Ta peKOMEHIAIISIMU 010 BIIPOBAIKEHHS.

Ha mouatkoBux etamax OyJio MPOBEICHO PETENbHUM aHall3 MPeaIMETHOT 00JacTi
Ta BU3HAUYECHO (PYHKI[IOHAIbHI BUMOTH 1O OONHOBOI CHCTEMHM, IO 3HAWUILIO CBOE
BIJI0OpaXKE€HHs y Aiarpami nmpeneaeHTiB. JIoriuna Mojens J1aHux OyJia COpOeKTOBaHa 3
BukopuctanusaMm giarpamu "CyTHicTh-3B's130k" (ERD), 1o m03BONMIO YiTKO
CTPYKTYypyBaTH 1H(OpMaIlil0 MPO MEPCOHAXIB, BOPOTIB Ta iXHI 3410HOCTI, 3aKJIaBLIN
MIIHUA (QyHIaMeHT 1is 1HQopMauiiHoi 0a3u. /[nHamika B3aemonii B 0oro Oyna
JeTaji30BaHa 3a JOTIOMOIOX0 JliarpaM aKTUBHOCTI Ta IMOCIIIOBHOCTI, IO 3a0€3I1eUnyIo
IMOOKE PO3YMIHHS JIOTTYHHUX MOTOKIB Ta KOMYHIKAIlI Mi’K KOMIIOHEHTaMHU CUCTEMH.

Bubip Unreal Engine 5 sx OCHOBHOrO 1HCTpyMEHTapito po3poOku OyB
OOTPYHTOBAaHMI MOTO0 BUCOKOIO MPOMYKTHBHICTIO, THYYKICTIO, ITUPOKUM HaOOpOM
BOY/ZIOBAHMX THCTPYMEHTIB Ta MIATPUMKOIO TiOpuAHOrO nporpamyBaHHs Ha CH++ Ta
Blueprints. Ile mo3Bonmno ehekTHBHO peanizyBaTh CKIAIHI aJIrOpUTMH OOMOBOI
JIOTIKW, IITYYHOTO I1HTEJIEKTY Ta B3a€MOIi 3 KOPUCTYBallbKUM 1HTepdeiicom.

OpraHizaiiiiHa CTpyKTypa MporpamMHoro 3a0e3nedyeHHs OazyBajiacs Ha MPUHLHUIAX
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MOJ1yJIBHOCTI Ta KOMIIOHEHTHOTO MIAXO0Y, 1110 3a0€3MeYMIIO JIETKICTh PO3LIMPEHHS Ta
OIATPUMKH cucteMu. KiltouoBl alnropuTmu, Taki sK po3paxyHOK IIKOAM, YIPaBIiHHS
3M10HOCTSAMU Ta cTaHaMU, OyJIH JETalbHO PO3pOOIIEH] Ta peani3oBaHi, JEMOHCTPYIOUU
3IaTHICTh CUCTEMH JI0 TUHAMIYHOI Ta peasliCTUYHOI IMOBEIIHKH B O0¥0.

Ycnimna peanizaiis 00M0BOT CUCTEMH MIATBEPKY€E e(EKTUBHICTh 3aCTOCOBAHUX
MiAXOMAIB JI0 TPOEKTYBaHHA Ta pO3pOOKM mporpamHoro 3abe3meueHHs. [IpoekT
JEMOHCTPY€E MOJKJIMBICT  BHPIIIEHHS CKJIQJHUX 1H)KEHEPHUX 3aBJaHb Ta
BIIPOBA/DKEHHS] ~ MEPEJOBMX  TEXHOJOTIM 1  METOJoJorid y  CTBOpEHHI
BHUCOKONPOJYKTUBHUX IHTEPAKTUBHUX CUCTEM.

B minomy, nana pauruioMHa poOoTa 3acBiluy€ KOMIUIEKCHUM MiAXiT 10
MPOEKTYBaHHS Ta PO3POOKH MPOrpaMHOro 3a0€3MEYEHHs, HAJaloyd MIIHY OCHOBY
JUISL IOJIANIbIIMX JOCTIAKEHb Ta BJOCKOHAJIEHHSI OOMOBUX CHUCTEM y KOMII'FOTEPHHUX
Irpax.

[lomanpmmii PO3BUTOK CHCTEMH MOXKE BKJIIOYATH PO3MIMPEHHS (YHKIIOHATY
3MI0HOCTEH, BHOPOBAKEHHS 0araTOKOPUCTYBALIBKOTO  PEXUMY,  ONTHUMI3AIIIIO
IPOJYKTUBHOCTI JJIsl IIMPUIOrO CIEKTPY amapaTHUX KOH(Irypamid Ta IHTErpaiiio 3

O1IBIN CKIIQJHUMHU ITPOBUMH MEXaHIKaMHU.
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Data
ItemData AbilitieData

JIOJIATOK A

Jliarpama makeTiB

Gamelogic
1 1
PlayerController CombatSystem
Abilities System nventory

MainMenuUl HUD

AbilitiesUl InventoryUl

Puc. A.1 Jliarpama nmakeTiB mporpamu



JIOJIATOK B

Hiarpama Posropranss

MK kopucTyBaya

1

<<Unreal Engine>>

<<IHTepdeiic KopUCTyBaUa>>

Mogyns rpaeua 3anexHicTE
Cucrema zgibHocTer HUD
Cucrema lngentapio |77 77777 Ul meHo
CucTeMa xapakTepuCcTHK Ul IneenTapto
Cucrema boro Ul HaBn4oK

\loetyn ao chainie

3anexHIicTe

INokaneHe cxoBuLle

1

<<savefile sav>>

SaveSystem
.uasset
playerstate

Puc. b.1 Jliarpama Po3ropranus



JIOJIATOK B

baronpuHT 115 Tpelrcy nepcoHa)a rpasLs 1 cuceTMu TapreTJIok

PedhepencnaTapret/lokKAngenT

© Event Begin Play

%3 Cast To BP_ThirdPersonCharacter

D\
»

f ¥ GetOwner

Puc. B.1 TaprerJlokAnaeunt



JIOJIATOK T

bmonpunT Beiei noriku cuctemu TapretJlok

Puc. I'.1 TaprerJlok cucrema



JIOJIATOK T

C++ Header xon mns omonpunTa TapretJIok

[** Please add a class description */
UCLASS(Blueprintable, BlueprintType)

class UBPC boiioBa Cucrema : public UActorComponent

{
GENERATED_BODY/()

public:

[** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")



TODbjectPtr<AActor> KamepaJlox Taprer;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TObjectPtr<ABP_ThirdPersonCharacter C> BP_I'paserrs;

/** Please add a variable description */
UPROPERTY (BlueprintReadWrite, EditDefaultsOnly, Category="Default")
TObjectPtr<ABP_TaprerJlok Bimxer C> TaprerJlok Bimxker;

};

JTOIATOK T

bmronpunT noriku nocriiiHoro anaeity TapretJIoky

Tapret/lokAngent




Puc. /1.1 TaprerJlokAnaeiT yorika

JTIOJIATOK E

btonpuHT J0TIKM X1TOOKCIB

Puc. E.1 [Tactpeiic XiTOOKCIB /1t Meua



JONATOK €

Jlorika nporparury aHiMarliii Ta CHCTEMH KOMOO




Puc. €.1 Kom00 Ta animarii

JIOJIATOK K

bironipunT cucremu “JIokomoymen”



Movement Component Target Velocity @ J Calculate Direction

Return Value

' f Get Actor Rotation

Target Return Value

Puc. K.1 Cucrema pyxy

JTIOJNATOK 3

JIIOTIPUHT CUCTEMU KOMOYIIIEH’ YaCTHH
bato cuctemu “JIokomoyIieH” yacTuHa 2



Puc. 3.1 Po3umpenuii norisi Ha JOTIKY pyXy





