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1. BCTVYII
1.1. ®opmynoBaHHA METH  poOOTH, 3agad Ta OOrpyHTYBaHHS
aKTyaJbHOCTI TEMHU

Mertoro nanoi pobotu € po3poOka koM 'roTepHoi rpu Ha pymii Unreal Engine 5 3
BUKOPHCTAHHSAM IITY4YHOTO 1HTeNeKkTy. OCHOBHOIO 3a/Jayei0 € CTBOPEHHS
IHTENEKTyaJIbHOI CUCTEMH, KA 3a0€3MEeUUTh B3a€MOJIII0 MK TPaBIEM Ta IrpOBUM
CBITOM, 3/1aTHA 3/1MCHIOBATU MPUNHATTA pIIIEHb HA OCHOBI 310paHoi iH(pOopMaIlii,
Ta JUHAMIYHO aJalTyBaTUCS J0 N1 rpaBIisl.

AKTyanpHICTh TEMHU TMOJSATa€E B TOMY, IO KOMI'IOTEpPHI ITpU 3 MITYYHUM
IHTEJIEKTOM € OJHI€0 3 HAWOUIBII MEPCHEeKTUBHUX Taly3ed B  Tramysi
iHQOpMAIIHHUX TEXHOJOTIH, OCKIIBKM JO3BOJSIOTH peaii3yBaTh  CKIIATHI
QJITOPUTMHU Ta B3a€EMOJIII0 MK T'PaBIIeM Ta I'POBUM CBITOM, IO 3a0e3reuye O
IHTEHCUBHMI Ta 3axorunorounii reimivieil. Unreal Engine 5, 3 cBOiMHM NOTYXHUMU
MO>KJIMBOCTSIMU ISl PO3POOKH 1rop, € 1IeaTbHIM BUOOPOM JIJIsl peaizailii JaHOTO
MIPOEKTY.

3amaui po3poOku komm'torepHoi rpu Ha pymii Unreal Engine 5 3
BUKOPUCTAHHSM IITYYHOTO 1HTEIEKTY MOXKYTh OyTH TaKUMH:

e BusHauuTu TUN TpH (rosioBojioMKka, miardopmep, RPG, npurognuibka rpa

TOIIIO).

e Po3pobutu rpadiuHi pecypcH, BKIOYAIOUN apXITEKTypy piBHIB, 3D-Mozaemi

NEPCOHAXKIB Ta MPEAMETIB, TEKCTYPH, aHIMAIIi1 TOLIO.

e Po3pobuTtn MexaHIKy TIpH, BKJIIOYAIOYM YIPABIIHHSA MEPCOHAXKAMU,

B32€MO/IIIO 3 I'POBUM CBITOM, BOPOKHEUY MiXK MEPCOHAKAMH TOIIIO.

e Po3pobutn cucTeMy MITYYHOTO IHTEJICKTY, SIKa BIAMOBIAaTUME 3a MOBEIATHKY

KOMIT'FOTEPHUX NIEPCOHAXKIB Y Ipi.

e Po3pobutu iHTEpdelic KOopucTyBaua, BKJIOYAIOUYM MEHIO, 1H(opMailiiini

HaHeJ'Ii, KHOIIKH TOIIO.



o [lepeBiputn (yHKIIOHATBHICTh TPH, BKIIOYAOYM TECTyBAaHHS MEXaHIKH,

IITYYHOTO 1HTEJIEKTY Ta iIHTepdeiicy KopucTyBaya.

e BumpaBuTu TNOMWUJIKH Ta HEIOJIKM TpH, SKI OyJd BHUSABJICHI I Yac

TECTyBaHHSI.

e OnrumizyBaTu Tpy Ui 3allyCKy Ha pi3HUX MaTdopmax, Bkiarodaroun [1K ta
1rpOB1 KOHCOTI.

Kpim TOTO, MOXKHA TaKoX pO3pOOHUTH MOAATKOBI (PYHKIIii, SIKi JOTIOBHSATH 1
MOKpAaIaTh rpy, HAMPHUKIIAJ, MYJIbTHILICEP, MEPEIKEBY TPy, MIATPUMKY PI3HUX MOB
TOIIIO.

Po3pobka KOMIT'IOTEPHOI TPH 3 MITYYHUM 1HTEIEKTOM TaKOX MAa€ MPAKTUYHE
3HAYEHHS, OCKUIbKM 1i MOKHAa BHUKOPUCTOBYBATH JIsl HaBUAaHHS Ta TPEHYBaHHS
MaiOyTHIX (axiBIiB B Tamy3l iHQOpPMAIIMHUX TEXHOJOTIH, a TaKOX SK

PO3BaKAIBHUN MIPOIYKT JJI HIUPOKOT ayAUTOPIi.

1.2. Crucnuii orisj BIIOMUX pe3yabTaTiB B 00JACTI JOCTIXKEHHS

Ocranni Bepcii Unreal Engine 5 HagawoTh po3poOHHMKaM irop Oarato
MO>KJIMBOCTEH Il CTBOPEHHSI peajicTUYHHX rpadivyHuX e(deKTiB Ta jaeranizarlii
irpoBoro cBity. OxpiMm Toro, Unreal Engine 5 miaTpuMye BHCOKOIIBHIKICHE
3aBAaHTQKCHHS JaHUX Ta MOKJIHMBICTH CTBOPIOBAaTHM MAacIITaOHI ITPOBI CBITH 3
ITUHAMIYHOO CBITJIOAI0IHOK CUCTEMOIO.

VY ramy3i JOCHIDKEHHS IITYYHOTO I1HTEIEKTY B IrpoBi po3polIl OyIio
JOCSITHYTO 3HAYHUX YCIMIXIB y BUKOPUCTAaHHI METOIB MAIIMHHOTO HABYAHHS JJIA
nokpaiieHHss noBeAiHkd NPC (HeNmpuUXWUIBHHUX TEPCOHAXIB) Ta YMPaBIIHHSA
rpynoto NPC. Taki meroaum, sk Q-HaBUaHHS, JepeBa IOBEIIHKH, TJIMOWHHE
HAaBYaHHS Ta HaBYaHHS 3 IIJICUJICHHSM, BHUKOPUCTOBYIOTHCS [JIsi PO3B'S3aHHS
3aBlaHb 3 nokpauieHHs: noBediHku NPC, takux sk HaBuaHHs NPC pyxarucs B
HANpPsIMKY LUI1, YHUKHEHHS EPELIKO/] Ta B3a€EMO/11 3 TPABLIEM.

JocmipkeHHsT B 00J1acTl IMITYYHOTO I1HTEJIEKTY B IFPOBIMA PO3pOOIN TaKOXK

30CepeKeHl Ha po3polll cHucTeMH, sKa 3a0e3nedye OUIbII peasiCTUUHY
4



MOBEAIHKY TpaBlsd. Hampukiaz, MeToAu MAIIMHHOTO HABYaHHS MOXYTh OyTH
BUKOpucTaHl Mg HaBuyaHHd NPC posmi3HaBatu Ta BIAPI3HATH PI3HI BHUIU
IpeAMETIB Ta MOBOJAUTHUCS BIMOBIIHO.

VY oMy, 06J1acTh JOCIHIIKEHHS IITYYHOTO 1HTEJIEKTY B IFPOBiH po3po0Iii €
aKTUBHOIO Ta MPOAYKTHBHOIO, a BukopucTaHHs Unreal Engine 5 Moke 3Ha4HO
MOJICTIIMTH TMPOIEC PO3POOKU Ta MOKpAUTUTH TpadiuyHy SIKICTb Ta 1HII acCHEeKTH

IpH.

1.3. BimomMocTi npo onep:kaHi pe3yJbTaTy Ta iX HOBU3HA.

Ha crorognimHiii aeHb, po3poOka kommn'torepHux irop Ha pymii Unreal
Engine 5 3 BUKOpPUCTaHHSM INTYYHOTO IHTENEKTY € JOCUTh aKTyaJlbHOIO Ta
MIEPCIIEKTUBHOIO TATY3310 TOCIHIIKEHb.

Jeski 3 HaWOLIBII BIIOMUX pe3yibTaTiB B Il 00JacTi BKIIOYAIOTh
pPO3pOOKY CHUCTEM IITYYHOTO I1HTEIEKTY, SIKI 3a0e3MedyrOTh OUIBII pealiCTHYHE
NOBEAIHKY MEPCOHAXIB B I'Pl, & TAKO)XK BUKOPUCTAHHS HEHMPOMEPEX UIsl TeHeparlli
BMICTy, TaKOro sK TEKCTypW Ta aHiMaiis. Kpim Toro, AOCHIKEHHS y Tranys3i
MaITMHHOTO HAaBYaHHS Ta TJMOMHHOTO HAaBYAHHS JO3BOJIMJIA CTBOPUTH CUCTEMH,
SAKI MOXYTh HaBYAaTHUCS B3a€EMOJISTH 3 TPABISAMH, a TAKOX pO3Mi3HABATU Ta
BUBYATH 1XHI 3BUYKHM Ta TIOBEAIHKY, IO JO3BOJSE 3a0€3MEUYUTH  OUIbII
IHJIMBIAyaJIbHUI Ta IEPCOHAII30BAHUI TeMILICH.

HoBusHa pe3ynbTaTiB MoOJsira€ B TOMY, IO 3 KOXXHUM POKOM PO3BUTOK
TEXHOJIOT1M J103BOJIIE CTBOPIOBATH BCE OLIBII peaicTUYHI Ta 1HHOBAIIMHI ITPH 3
BUKOPUCTAHHSM IITYYHOTO IHTENEKTY. BIiAKPUTTS HOBUX MOMIJIMBOCTEH IS
CTBOPEHHS OUIBII CKJIAIHUX Ta IIKAaBUX ITOP CTUMYJIIOE PO3BUTOK TEXHOJIOTIM Ta
JTOCHIKEHb Yy il Tay3i.

Ha ocHoBi po3pobnenux irop Ha pymii Unreal Engine 5 3 BukKopuctaHHSIM

HITYYHOTO 1HTEJNEKTY, OyJI0 OTPUMAHO HACTYIIHI pe3yJIbTaTH:



e Peani3zoBaHO cHCTEMY IITYYHOI'O 1HTEJIEKTY /Il HEKEPOBAHUX MEPCOHAXIB B
Ipi, 110 JI03BOJISIE iM BUKOHYBAaTH PI3HOMAHITHI 1ii, Takl K pyX, aTaky,
YHUKHEHHS BOPOJKUX aTaK TOIIO.

e Bukopucrano HoBi MoximBocti pymiisi Unreal Engine 5, 30kpema
BHUCOKOJIETaNII30BaHy rpadiky 3 BUKOPUCTAHHSAM TexHojorii Nanite, 1o
JO3BOJIMJIO CTBOPUTH BI3yallbHO NpPHUBAOIMBY Tpy 3 JAE€Tali30BaHUMU
00'eKTaMM Ta TEKCTYpPaMHU.

e Po3po6iieHo pi3HOMaHITHI JIOKAIIl B TPl, AKI BiIOOPaKatOTh Pi3HI CBITH Ta
atMocdepu.

e BiaroueHo HaBWYKM pPO3pOOKM IMMEPCHBHOTO TEHMILICIO, IO Tepenae
rpaBIfo aTMocdepy Irpu Ta pOOUTH HOTO BTATHYTHM Y ii CBIT.

e Po3pobiieHO0 MexaHIKy Tpu, WIO JO3BOJSE TPaBLUIO B3aEMOMISTH 3
NePCOHAKaMH, MPEeIMETaMHd Ta OTOYCHHSIM, IO 301JBIINY€E PiBEHb IMMeEpCii

Ta peaizmy rpH.

OTpumaHni pe3ynbTaTH € HOBU3HOIO B TalTy31 po3poOku irop Ha pymrii Unreal
Engine 5 3 BUKOpUCTaHHSIM IITYYHOTO iHTENIEKTY. Po3pobiieHa rpa MiCTUTh B cO01
HOBI MOXJUBOCTI TexHosorid pymnss Unreal Engine 5 Ta go3Bosisie TrpaBieBl
BITYYTH IMMEPCHUBHUHN CBIT TpH 3 JACTAIbHOIO Trpadikol Ta Pi3HOMAHITHUMHU
NepcoHaKaMu Ta JioKauisiMu. Peanizaiiss CUCTEMH IITYYHOTO IHTENEKTY JJisi
MIEPCOHAXKIB TPH JTIO3BOJISE IM JiSATH OUTBII PEATICTHYHO Ta B3AEMOJIISTH 3 TPABIIEM,

110 301JIBIITY€ IrPOBUI JTOCBI/I.

2. OCHOBHA YACTHUHA

2.1. IlocranoBka 3amaui
Po3poOka rpu Ha NBHXKKY MOXe OyTH JOCHTh €MHHMM 3aBJIaHHSM, BKIIOYAIOUU
BEJIMKI MOKJIMBOCTI JBUXKKA, TOMY HEOOX1AHO MOOyAyBaTH YiTKUM TIaH poOOTH
AKOTr0 HEOOX1HO JOTpUMYBATHCS. MU PO3IJIIHEMO OCHOBHI €Tanmu pO3pOOKH TH

ITPOCKTYBAHHA.



[IpoektryBanus rpu: B npomy erami My BU3HAYa€MO KOHIIEMIIIO T'PH, SIK1
IrPOB1 MEXaHIKU Ta €JIEMEHTH MTOBHUHHI OyTH B I'pl Ta SIK BOHU MOB'13aH1 MiX

c00010.

CrtBopennst mojeneit: B mipomy erami mu ctBoproemo 3D-moneni ToJoBHUX

NEPCOHAXKIB Ta IFPOBUX 00'€KTIB.

CrtBOpeHHsT TeKCTyp Ta MarepiamiB: HacTymHUM KpOKOM € CTBOpEHHS
TEKCTYyp Ta MmatepianiB s Hammx 3D-monenedi. Mu BUKOPHUCTOBYEMO

MO>KJIMBOCTI PYyIIis 1 HOro BOy0BaHHI MaTepialu.

Po3pobxka nepeB noseninku: BukopucroByroun iHcTpymeHTH Unreal Engine
5, Mu po3po0IseEMO nepeBa TMOBEHIHKH MJis HaAIIUX MepcoHaxiB. Mwu
CTBOPIOEMO  CKJaJHI TIOBEIIHKOBI ~ MOJENl JJIsi TEpPCOHaXIB, SKi

3a0e3MeuyoTh pealiCTUUYHE MOBEIHKY MTEPCOHAXKIB B I'pi.

Po3podxka User Interface: Ha ubomy erami Mu po3podiisieMo iHTepdeiic rpu,
3 kUM OyZe B3aEMOJISITH TpaBelb IJs HOro 3pyYHOCTI BUKOPUCTAHHS

MPOEKTY.
[IporpamyBanHsa: HactynmHuM KpoKOM € mporpamyBaHHs Trpu. Mu
BHUKOPHUCTOBYEMO MOBY TmporpamyBaHHd C++ 1 CTBOPEHHSI CKJIAJHHUX

IFPOBUX MEXaHIK Ta peai3alli JOriKH 1epeB NOBEAIHKH.

TectyBanusi ta HanaromkeHHs: DiHanbHUIl eTanm po3poOKH, y SAKOMY MU

NEPEBIPSIEMO TPy HA MOKJIMBI IOMUJIKH Ta HEJOJIKH.

2.2 Po3BunyTHII OTJIsI]T Cy4acHOTO CTaHy CIpaB B 00JacTi



IrpoBuii pymriii (aHri. game engine) - 1ie MporpaMHe 3a0e3MeueHHs, 110
BUKOPUCTOBYETHCS ISl CTBOPEHHS BIJEOITOp Ta IHTEPAKTUBHUX JOAATKIB. Pymmii
irop 3a0esneuye po3poOHHMKAM 1Irop TrOTOBMM HAOIp 1HCTPYMEHTIB s
BioOpakeHHs rpadiku, peamizaii (Gi3UKH, 3BYKIB Ta MY3HKH, a TaKOXK OOpPOOKHU
BXIJJTHUX CHUTHAJIIB, YINpPAaBIiHHA TMepcoHa)xaMu, 30epiraHHs JaHUX Ta IHIII
MO>KJIMBOCTI, SIK1 OTPIOHI1 11 CTBOPEHHS BIJEOITOP.

IrpoBi pymiii MOXyTh OyTH HamucaHl Ha PI3HUX MOBaxX MpOrpaMyBaHHS,
takux sk C++, C#, Java, Python, Lua Ta ixmi. BuGip mMoBu mporpamyBaHHs
3QJIEKUTh BiJl BUMOT JI0 TPOIYKTUBHOCTI, 3PYYHOCTI PO3POOKM Ta IHIIHMX

(dakTopis.

Hanpuxknan, Unreal Engine BukopuctoBye MoBy nporpamyBands C++, sika
3a0e3reuye BUCOKY MPOAYKTUBHICTh Ta JIO3BOJISIE PO3POOJISTH CKIIaJIHI MPOEKTH 3
BEIIMKOI KUIBKICTIO 00'ekTiB  Ta edekriB. Unity BHKOPHCTOBYE MOBY
nporpamyBaHHs C#, sika € OUIbII 3pYYHOIO JJI1 PO3POOKH, Ma€ MEHIIIE OOMEKEHb

Ta CIPOLIY€E B3aEMO/III0 3 KOMIIOHEHTAMU PYLIISL.

Jlesiki IrpoB1 pyIIii TakoX MIATPUMYIOTh CLIEHAPHI MOBH, SIKI JJO3BOJISIIOTH
JIETKO HaJamToByBaTh Tpy Oe3 moTpedbu y TrIMOOKOMY pPO3YyMiHHI MOB
nporpamyBaHHs. Hanpukian, Unity miarpumye MoBy mnporpaMmyBaHHs Boo Ta

CKpUITOBY MOBY JavaScript.

KpiM Toro, po3poOHHKN MOKYTh CTBOPIOBATH BJIACHI MOJTYJII Ta IUIAriHU JJIs
ITPOBHUX PYIIIiB HA MOBax IMporpamyBaHHs, Kl iM 3pyuHi. Lle nae mMoxnuBICTH
posirproBaTd (YHKIIIOHAIBHICTh PYIIiS Ta HAJAIITOBYBATH WMOTO IMiJi MOTpeOH

pO3pOOHUKA.

Otxe, irpoBi pymii MOXyTh OyTH HalMcaHli Ha PI3HUX MOBax

IporpamMyBaHHs, 3aJIEKHO B[ BUMOT J0 IPOJYKTUBHOCTI Ta 3pYYHOCTI PO3POOKH.



Buxopucranas MOB mporpaMyBaHHS J03BOJISIE PO3POOHHKAM CTBOPIOBATH CKJIAHI

Irpy Ta pO3MIKUPIOBATH (PYHKIIOHAIBHICTh IFPOBOTO PYIIIS.

IrpoBi pymrii 3a3Buuaii MaroTh TpadiuyHUi 1HTEpPehc Ta CKIaTAIOThCS 31
CKJIQZIOBUX YACTHH, TAaKUX K pylIil (i3UKH, PYILIINA IITYYHOTO IHTENEKTY, CUCTEMA
BiI0OpaXkeHHs1 rpadiku, cucTeMa 3BYKy, CHUCTeMa YMpaBIiHHSI KOPHUCTyBada Ta
iHII1. PO3p0OHMKM BUKOPHCTOBYIOTH IIl CKJIAJ0BI YaCTHHH, 1100 CTBOPUTH CBOIi

BJIACHI1 IrPOBI MEXaHIKH Ta €(PEKTH, 1110 BIJOOPaXKarOThCs HA EKPAHI.

IrpoBi pymri MoXyTh OyTH po3poOJeHl sK cHelialibHe MporpamHe
3a0e3MeUeHHsl )11 KOHKPETHOI BII€OITPH, TAK 1 SIK TOTOBUM Hallp IHCTPYMEHTIB,
110 JIO3BOJISIE PO3POOHUKAM CTBOPIOBATH B1JICOIrPH PI3HMX JKAHPIB Ta THUIIIB.

Ha moyatky ictopii po3poOku irop, po3poOHHKH YacTO MUCAIU CBOi BJIACHI
pymii 3 Hyns. Ile Oymo myke CkiIamHO Ta BUTPATHO y TUIaHI 4acy Ta PECypciB,
aJpKe CTBOPEHHS PYIIiS - 1€ BEJIMKHUI MPOEKT, SIKUW MOTpedye BUCOKOTO PiBHS

3HaHb y MPOrpaMyBaHHi, rpapiYHOMY TU3aliHI Ta IHIIUX CYMIXHHUX 00JacTsX.

3 yacowm, 3'sBunucsa rotoBi pymi, Taki sk Unity ta Unreal Engine, ski
MOKHa BHUKOPUCTOBYBATH JUIsI CTBOPEHHsI irop 0e3 HEOOXiAHOCTI MHcaTh CBIA
BlacHUM pymiid. ['oToBl pymiii 3a0e3neuyroTh 0a30BUM (YHKIIIOHAN, TaKUU SK
poboty 3 rpadikoro, Gi3uKOI0, 3BYKOM Ta IHITUMHU €JIEMEHTAMH TPH, 10 3MEHIITY€E
BUTPATHU Yacy Ta peCypciB Ha CTBOPEHHS I'PH.

3 MOsIBOI0 TOTOBHMX IFPOBHMX PYIUIiB CTBOPEHHS KOMIT'IOTEPHHUX IrOp CTaJO
OUIbII JTOCTYNMHHMM 1 IIBUAKUM mnpouecoMm. Jltogu Oinplie He NOBUHHI OyTH
eKCIIepTaMu B MPOTrpaMyBaHHI pyIIiiB a00 MaTH JOCBi y po3poO0ili KOMIISATOPIB,
onTUMI3allli mamM'aTi Ta THIIUX CKJIAJHUX TEXHOJOTIH, 10 MOB'SI3aHi 3 PO3POOKOIO

ITPOBUX JIBHKKIB.

l'oroBi pymuni A03BOJIAIOT KOMaHJaM pO3pPOOHHUKIB HIBUIAKO PO3NOYATH

poOOTy HaJg NPOEKTOM, BUKOPUCTOBYIOUHM BXKE€ HasBHY I1H(pacTpykTypy Ta
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IHCTPYMEHTH, 3 SIKHMU PO3POOHUKU MOXYTh JIETKO mpaitoBaTtu. Kpim Toro, rotosi
py1ii 3a0e3nevuyoTh CTaHIapTU3alliio y po3poOili irop, 1o MOJIETIIY€E CIiBIPAIlO

MK pO3pOOHHKAMU Ta 3HIKYE Yac, HEOOX1THU JIJIsl CTBOPEHHS TPH.

Takok BHKOPHCTaHHS TOTOBOTO pYIIis J1la€ pO3pOOHHKAM  3MOTY
30CEpEANTHCS Ha KPEaTUBHUX AacCHEeKTax pPO3POOKH TpH, TAKUX SAK TEUMILICH,
icTOpisl, AW3aiiH PIBHIB TOINO, 3aMICTh TOTO, MIO0 TPAaTUTH Yac Ha PO3POOKY

TEXHIYHUX OETAJIEH.

VYce e poOuUTh roTOBI pyuIli HE3aMIHHUMH 1HCTPYMEHTAMH y CTBOPEHHI
CyYaCHUX KOMM'IOTEPHUX I1rop, L0 AO03BOJIIE PO3POOHMKAaM OUIbII €PEKTUBHO
BUKOPHCTOBYBAaTH CBI dYac Ta pecypcH, MO0 CTBOPUTH OUIBII Bpakaroul Ta
EKCKJIIO3UBHI I'POB1 JIOCB1IH.

IcHye Ge3niy pi3HUX PYIIIiB JJI1 CTBOPEHHS KOMITIOTEPHUX 1rop, aje JAesKi 3
HUX BIJJOMI CBO€I0 TMOMYJISIPHICTIO Ta IIUPOKUM CIEKTpOM MoOkiIuBocTed. Ochb

JNEKIJIbKA HAWBIIOMIMINX 3 HUX:

e Unity - e oaWH 3 HAUTOMYJISIPHIIIMX PYUIiB JJIsI CTBOPEHHS 1rop,
SAKUI BUKOPHUCTOBYETHCS OararbMa pO3pOOHHMKAMH 3 YCHOTO CBITY.
Unity mpomnonye 3pyuHuii iHTepdeiic, BEMUKY KUTbKICTh IHCTPYMEHTIB

JUTsl pO3pO0KH, a TAKOXK MIATPUMKY PI3HUX IIATHOPM.

e Unreal Engine - 1we IHIUHA TONyJIApHUN  PyIIid, SKUAN
BUKOPHUCTOBYETHCS Il po3poOku Bigeoirop. Unreal Engine npononye
Bpakatroul IpadiyHi MOMKIMBOCTI, 3py4YHHU 1HTEpdeilc Ta BEIUKY

KUIBKICTh (DYHKIIIH 111 pO3pOOKH irop.

e CryEngine - ueii pyuriii BigoMuii cBOiMHU TpadiYHIMH MOXKIUBOCTSIMHU
Ta miaTpuMkoro ¢izuku. CryEngine BUKOPUCTOBYIOTH JIJIsi CTBOPEHHS

1rop 3 BEJTMKUMHM BIAKPUTUMU CBITAMHU Ta AETAIBHOIO Ipadikolo.
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e GameMaker - neii pymii 3a3Buyail BUKOPUCTOBYIOThH JIJIi CTBOPEHHS
2D-irop. Bin npononye 3py4uHuil inTepdeiic, Jerkuii 1yisi BABYESHHS Ta

BEJIUKY KUIBKICTh THCTPYMEHTIB JIJIs1 CTBOPEHHS TIPOCTHUX ITOP.

e Godot - mell pywid BIAKPUTOrO KOAY HPOMNOHYE OE3KOIITOBHY
po3poOKy irop 3 Bigkputumu mkepenamu. Godot miaTpumye pi3Hi

mw1aTpopMu Ta MOBU IIPOrpamMyBaHHS.

i pymii € gy>ke NOMyJIsIpHUMH cepell PO3POOHUKIB Irop, aje TaKoX € 1HIII
pylii, Kl TaK0X MOXYTb OyTH KOPHUCHUMH JIJIsl PO3POOKHU 1rOop B 3aJI€AKHOCTI Bij
cnenuiKy IpOoeKTy.

PozrisgHeMo nBa HaWMOMyJSPHILIL PYLIil, sIKI AKTUBHO BUKOPHUCTOBYIOTHCS

JUIsl CTBOPEHHS 1rop:

1. Unity - ue nonynsipHuil pyuIii AJis CTBOPEHHSI KOMIT'IOTEPHUX 1rOp, KU
BUKOPHCTOBYETbCA PO3pOOHMKAMU 3 ychoro cBiTy. Unity mnpomonye
BEJIMKY KUIBKICTh 1HCTPYMEHTIB Ta (DYHKIIM M1 pO3pOOKH 1rop, IIo

pOOUTH HOTO Jy>KE 3pYUHHUM JJIsI pPOOOTH 3 HUM.

OcHoBHI MOJIUBOCTI Unity BKIIFOYAIOTh:

Kpocmnardopmua miarpumka - Unity 103BOJIsIE CTBOPIOBATH ITPHU TS

pi3HuX maatdopm, Takux sk Windows, macOS, Linux, 10S, Android Ta iH.

['padiuni moxauBocti - Unity Mae mOTyXHUH py1rnii rpadiku, sKui
no3Bossie cTBoproBatu Ak 2D, Tak 1 3D rpadiky. Pyl npononye Beluky
KUTBKICTh TOTOBHX PIIIEHB JIJIsi PO3pPOOKH Tpadiku, TaKuX SK pi3HOMAHITHI

e(eKTH, OCBITIICHHS, TEKCTYpH Ta 1H.
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®izuka - Unity mae BOymoBaHuii (hpi3MUHUNA PYIIH, KWW JT03BOJISIE
CTBOpPIOBATU peanicTuyHi (i3uuHl edektn B irpax. Pymiii npononye
pI3HOMaHITHI 1HCTPYMEHTU Uisi poOOTH 3 (Di3MKOI0, Taki AK Pi3HI THUIH

KOJI131H, pyX 00'€KTiB Ta iH.

Animaris - Unity Mae moTyXHHI I1HCTpyMEHTapiil st poboTu 3
aHiMairiero. Po3poOHMKH MOXYTh CTBOPIOBaTH pPI3HOMAaHITHI aHIMAIliiHi

eeKTH, pyXu NePCOHAXIB TOIIO.

MoBu  nporpamyBanHs - Unity nOIATpUMy€  pi3HI  MOBH
nporpamyBanHs, Taki sik C#, JavaScript Ta Boo. Ile no3Bomnsie po3poOdHuKam

BHKOPHUCTOBYBATU CBOI1 BMIHHS Ta 3HAHHS HJIs1 CTBOPCHHA iI‘Op.

PosBuBatouniicas exocucrema - Unity Mae akTUBHY CHUJIBHOTY
PO3pOOHUKIB Ta 0€3/114 PI3HUX PECypCiB, TaKUX K (HOPYyMH, TOKYMEHTAIIis
Ta OE3KOIITOBHI NAKETH PECYPCIB, Kl MOXKYTh OyTH BUKOPHUCTaHI B Irpax.
Kpim Toro, Unity mOCTIHHO OHOBIIOETHCA Ta PO3BUBAETHCS, LIO JTO3BOJISIE

PO3pOOHKKAaM CTBOPIOBATH IIpU 3 HOBITHIMHU TEXHOJIOTISIMU.

Mob6insHa po3pobka - Unity ayke MOMyJSpHUM cepell PO3POOHUKIB
MOOUIbHUX 1rop. Pymniii Mae BOyIOBaHI I1HCTPYMEHTH JUIsi PO3POOKHU
MOOUIBHHUX 1rop, Taki AK ONTUMI3amis uisi MOOUTbHMX MIaTGopMm Ta

IHCTPYMEHTH JUIsl pOOOTH 3 PI3HUMH TaTYUKAMH.

BipTyanbHa peanbHICTh Ta OMOBHEHA peaibHICTh - Unity miaTpumye
pO3pOOKy 1rop mJjig BIPTyasibHOI Ta JOMOBHEHOI pealibHOCTi. Pymriii mae
BOY/IOBaHI 1HCTPYMEHTH i1 POOOTH 3 PI3HUMHU TapHITYpaMu BIpTyaJIbHOI

peansHOCTI, TakuMu K Oculus Ta HTC Vive.
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Unity n03BoJIsie CTBOPIOBATH ITPU PI3HUX JKAHPIB, TAKUX SIK CTPATETIi,
POJIbOBI ITPH, €KIIH, TOHKU Ta 1HII. Pyl Mae BeNMKY KiJIbKICTh FOTOBUX
pillieHb ISl pO3pOOKH 1rop, IO J103BOJISIE PO3POOHUKAM CKOHIEHTPYBATUCS

Ha pO3poOIIl relMIICIO Ta IHIIUX BAXKJIUBUX aClEeKTaxX IPH.

Unreal Engine 5 - 1e ocrtaHHs Bepcis BIIOMOTO IrpOBOTO pYIIis,
po3pobiienoro komnaniero Epic Games. UES BuiimoB y TpaBai 2021 poky 1

BIH Ma€ KUJIbKa 3HaYHUX MOKpPAIIEHb Y MOPIBHIHHI 3 ONEPEIHIMU BEPCISIMU

py1is.

Unreal Engine TakoX Ma€ TMOTYXHY MIATPUMKY BIPTyaJIbHOI
pEaJIbHOCTI, 1110 JJO03BOJIIE PO3POOHMKAM CTBOPIOBATH irpu Ta gojgaTku VR
BHUCOKOiI SIKOCTI. Pyl miarpumye pi3HI MOBHU MporpamyBaHHS, 30Kpema
C++, Blueprint Ta Python, mo mo3Bonsie po3poOHMKAM BHOHWpATH TOUH

IHCTPYMEHT, KU BIAMOBIa€e IXHIM ITOTpedam.

Unreal Engine TakoX akTMBHO BUKOPHUCTOBYETHCS JIJIsi PO3POOKH HE
TUIBKHA 1TOp, ajieé 1 CUMYJSITOPIB, TPEHAXKEPIB, Bizyaizalli apXiTeKTypHHUX
IPOCKTIB Ta 0araTrbOX IHIIMX JOJATKIB. 3aBISKH CBOIM MOXJIMBOCTSIM Ta
rayukocTi, Unreal Engine € moTyXHUM 1HCTPYMEHTOM JUIsi PO3POOKH
pI3HOMaHITHUX JOJATKiB 3 BIAMIHHMMH TpadiuHUMU Ta 3BYKOBUMHU

e eKTaMHu.

Unreal Engine 5 wmae pi3HOMaHITHI MOXJIMBOCTI JJid peanizaili
mryyHoro iHtenekry (III) y xomm'rorepuux irpax. HaiGineimn momysisipHi
nigxoau go peamsanii Il B UES BximowaioTh B ceOe BUKOPUCTAHHS

MOBEIIHKOBUX JIEPEB, MAIIIMHU CTAHIB Ta HECUPOHHUX MEPEK.

e [loBeniHkoBi JepeBa - 1€ rpadiuHuii crnoci0 BU3HAUYEHHS MOBEHIHKU

IrpoBUX OO0'€KTIB B 3aJ€KHOCTI BIJ IX CTaHy Ta HABKOJHUIITHBOTO
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cepenoBuma. B UE5S me Moxna peanizyBatu 3a JIONOMOTOIO
BOyz0BaHOro i1HCTpyMeHTy Behaviour Tree, sikuii ga€ MOXIHBICTb

OTHMCYBATH B3a€MOJIII0 MIX irpoBUMH 00'ekTaMu B (hopmati rpada.

e MammuHa CTaHiB - 1Ie 11e OJWH MOMyJIApHUH miaxia go peam3aii LI,
Je KOXEH 00'eKT MOxe mepeOdyBaTH B PI3HUX CTaHaX, SKI 3aJie’KaTh
Bim meBHux ymoB. B UE5 mna peamizarii mMammH{d CTaHIB MOXHA

BUKOPUCTOBYBATH BOyIOBaHMI IHCTpyMeHT State Machine.

e Heliponni Mepexi - IIe¢ PI3HOBHJ IITy4YHOTO I1HTENEKTY, SIKUAU
MOJENIOE POOOTY MO3KY, JO3BOJISIIOUM IrpOBUM 00'eKkTaM "HaByaTucs"
1 3MiHIOBaTH cBO1 Ali 3 yacoMm. B UES peanizaiiiss HEMpOHHUX MeEpex
MOXJIMBA 3a JIONOMOTOI0 BOynoBaHOi miaATpuMku TensorFlow Ta
PyTorch, 1110 1a€ MOXIIMBICTb IHTErpPyBaTU HEUPOHHI MEPEX1 B IrpOBi

00'ekTH Ta epeKTH.

Kpim nporo, UES Ttakox mniarpumye pizHi aiaroputmu LI, Ttaki sk
QITOPUTMH MOUIYKY IUISAXY, AJITOPUTMH IMOIIYKY ONTHUMAJbHOI CTpaTerii Ta

1HIIII.

2.3 Omnwuc Mojeni BUMOT /10 iH(OpMAaIiiHOT CUCTEMU

Jlns omucy Mojeni BUMOTI HEOOXIJHO BBECTH 1 MOSICHUTH JESIKI TEPMiHHU, SIKi

Haja OyayTh BUKOPUCTOBYBATUCS y POOOTI:

e NPC (Non-Player Character) - me TepMiH, 110 BHUKOPUCTOBYETHCS Y
koMm'totepaux irpax. NPC o3Hauae mepcoHaxiB, $KI KOHTPOIIOIOTHCS
KOMI'IOTEPOM a00 HITYYHMM IHTEJIEKTOM, a He rpaBueM. NPC BUKOHYIOTH
PI3HI1 poJl B I'pi, TaKl K COFO3HUKH, CYNIPOTUBHUKH Ta 1HUII, Ta B3AEMOJIIOTh

3 rpaBiem a6o 3 inmuMu NPC BiIITOBIIHO 710 3a71aHO1 JIOTIKH Ta MOBEIIHKH.
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e JlepeBo noseainku (Behavior Tree) - 11e iIHCTPYMEHT IITYYHOT'O 1HTEJICKTY B
ITPOBUX PYUIISiX, SIKWA BUKOPUCTOBYETHCS AJIA OpraHizauli Ta yHpaBJIiHHS
MOBEIHKOI0 TEPCOHAXIB Yy irpax. BoHO mpezacTaBisie coOow iepapXiduHy
CTPYKTYPY 3 By3JlaMH, 110 BU3HAYAIOTh PI3HI JIii, CTAHU Ta JIOT1KY B3a€MO/IIi
NEepCOoHaXka 3 OTOYYIOUYUM CBITOM. JlepeBo MOBENIHKU HAIA€ 3pYyUYHHI CrIOCIO
BU3HAYATH, K IEPCOHAXK MOBUHEH B3AEMOJIISTH 3 TPOIO, pOOUTH PIIIICHHS Ta

KEepyBaTH CBOIMU AiSIMU.

Tox, mepeiemMo 10 onucy Mojieii BUMOT 110 1H(GOPMAIiHOT CUCTEMH:

DyHKIIOHAJIbHI BUMOTH:

Peanictuune moxaemtoBanHst nmoBeninku NPC: IlITyunuii iHTENIeKT TOBUHEH
3a0e3neuyBaty NPC 370aTHICTIO 10 pO3YMHOTO MPUHHATTSA pILIEHb,

pearyBaHHsI Ha 3MIHEHHS YMOBH I'pPU T4 BUKOHAHHSI BIJIMOBIIHUX J1H.

KonTtpons NPC: I'paBenib MOBUHEH MaTH MOXJIHUBICT B3aemo it 3 NPC.
[Tepconanizamis  NPC: IllTydynwmii  IHTEJIEKT TIOBHHEH  JIO3BOJIATH
po3poOHUKaM HamamToByBaTH Xapaktepuctuku NPC, ixHl BMiHHA,

NOBEAIHKY Ta B3a€EMOJIIO 3 TPaBLEM.

Bumoru 10 mTy4yHOTO 1HTENEKTY:

[InanyBanns noBeninku: IlITydHuil 1HTENEKT MOBMHEH MAaTH 3JaTHICTH JI0

IUTAHYBAaHHS CBOE€I ISUIBHOCTI, BPaXOBYIOYM OOMEXEHHsI, L1711 Ta KOHTEKCT

rpH.
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PosmiznaBanns  cepemoBumia:  LTy4Huil  1HTEJNEKT TIOBMHEH  MAaTH
MOXJIMBICTh aHAJI3yBaTH CEPEIIOBUINE TPU, BUSBIISITH MEPEIIKOIU, 00'€KTH
ta iHmux NPC, 1 BpaxoByBatu 1110 iH(pOpMAIlit0 IPU MPUHHATTI PILICHb.

ApanTanis g0 rpasigt: HITy4Huil iHTENIEKT MOBUHEH 3/1aTUCA aJanTyBaTUCS

JI0 CTUJIIO TPH TpaBlsl, BpaXxOBYIOUU HOTO Aii.

Bumoru no rpadiku Ta aHiMaIIii:

Peamictmuna 3oBHImHICTE: NPC TOBMHHI MaTH peajicTHYHI MO,
TEKCTYypU Ta aHiMmalli, mo0 Kpaie IMITyBaTH JIOJCbKY IOBEAIHKY Ta

BUPA3HICTb.

3natHicth 10 B3aemojii: NPC mnoBHMHHI MaTu aHIMaIiiHI pyXH, IO

JTO3BOJITIOTH iM B3a€EMOJIISITH 3 TPABIICM.

Bumoru 10 nepeBa NoBeIIHKU:

Cucrema TMOBMHHA MIATPUMYBAaTH pPO3POOKY 1 penaryBaHHsA J€peB

nosemiukn 11t NPC.

JlepeBa TMOBEOIHKM TMOBMHHI OYTH THYYKMMH 1 MOXJIMBUMHU 10

HAJIAIITYBAaHHA JIJIs1 BIITBOPEHHS Pi3HUX BUIIB MOBEIIHKH.

Bysmu Ta norika nepeBa noBeainku: Cuctema MOBUHHA HAJaBaTH IMIUPOKUN
Ha0lp BY3JB, TaKMX SK YMOBH, [ii, MOCTIJOBHOCTI, BUOOpH Ta 1HII, IJIS
peanizaiii pizHoMaHiTHUX ToBeaiHOK NPC. [lepeBa moBemiHKH MOBUHHI

MiATPUMYBAaTH MOXJIMBICTh BKJIAJICHHS Ta 1€papXigHOi OpraHi3allii By3iB.

[Tapamerpuzanist Ta koHpirypamis: Cucrema TOBHUHHA  JIO3BOJISITH
HAJIAIITOBYBAaTH MapamMeTpH BY3JIB Ta TMOBEMIHKU JUISL TOCATHEHHS PI3HUX

pe3yabrariB. Po3poOHuMKamM  TOBMHHO OyTH  3a0€3leueHO  3pyuyHe
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KOH(}IrypyBaHHs JepeB moBeAiHKH i pisHUX NPC 0e3 HeoOXigHOCTi

BEJIMKOI0 00CSTY KOAyBaHHS.

B3aemonist 3 rpaBuem: JlepeBa mnoBemiHku mOBHHHI jgo3BossaTd NPC
B3aEMOJISATA 3 TPaBIEM, BKIIOYAIOUM MOMJIMBICTh PO3IMi3HABAHHS il

TpaBIlsl, BAKOHAHHS BIAMOBITHAX PEAKITIN Ta B3aEMO/IIi 3 iHTep(deiicoM TpH.

VYrpaBiiHHS OpiopUTeTaMu Ta cTaHaMmu: JlepeBa MOBEAIHKM MOBUHHI MaTH
MEXaHI3MH JIJIsl YOPaBIiHHS MPIOpUTETaMU PI3HUX BY3JIB Ta CTaHIB, 1100

3a0€31eUnTH BIANMOBIIHICTh MOBeAiHKM NPC 3MiHIOIOTBCS YMOBaM TpH.

[lepeBipka Ta HamaromkeHHs: Cucrtema TIOBUHHA HaJaBaTH 3py4Hi
IHCTpYMEHTH JUIsl TEpPEeBIPKM Ta HAJAroJUKEHHS JIepeB IOBEAIHKH,

BKJIIOYAarO4u Bi3yani3auim BHMKOHAHHA Ta CTCKCHHA 3a CTaHAMMU.

Mopaens BuMoT aiis iHTEpericy

I'onoBHe MeHIo: Bumaraerbcsi HasBHICTb IHTYITUBHO 3pO3yMUIOTO Ta
3pY4YHOr0 TOJIOBHOI'O MEHIO, JIe TpaBellb MOKe BUKOHYBATH PI3HI Ali, TaKi sK

Start rpu, BUXija 3 Tpu TOIIO.

IrpoBi maneni: BumaraeTbcsi HasBHICTh ITPOBUX MaHENEW, $KI HaJarOTh
TPaBIIO JOCTYIl 0 BaXJIWBOi iHGoOpMallii mig dac Tpu, TaKoi SK KHTTS

T'OJIOBHOT'O I'€pOs TOMIO.

JluzaitH piBHSA:

Po3mimienHss 00'ekTiB: BuMaraeTbcs BU3HAUEHHSA PO3MIIIEHHS PI3HHUX

00'eKTIB y I'pi, TAKUX SK NEpemKou, argopmu, posmimeras NPC tomo.
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Bamanc cximagHocTi: Bumaraerbcs mocArHeHHsS 30aJaHCOBAHOI CKJIAIHOCTI

piBHS, 00 I'paBellb MaB BUKJIUK, ajlie HE BA4yBaB HaIMIpHOI PpycTparii.

2.4 Onuc GyHKIIOHATBHOCTI CUCTEMH

Jiist po3poOku Oyiiy BUKOPUCTAH1 Takl IHCTPYMEHTH Ta CEPEIOBHINA PO3POOKH:

Unreal Editor - e poboye cepenouie, sSKke HATAETHCS PA30M 3 PYIIIEM
Unreal Engine. Bin npusHaueHuil aias po3poOKH, HalalITyBaHHS Ta CTBOPEHHS
irpoBux BmicTy. Unreal Editor Hajgae moTy>KHI 1HCTPYMEHTH, K1 JIONOMAararTh

pO3pOOHKKaM CTBOPIOBATH Bpakarodi rpadiuni irpu Ta Bizyam3zarii. (Puc. 1)

OcHoBHi ckiaanoBi Unreal Editor BKIIr04aroTh:

e Bikna nepersiny: Unreal Editor mae pi3Hi BikHA Meperisiay, Taki K BIKHO
CIIEHH, BIKHO KOHTEHTY, BIKHO MarepianiB Tomio. [li BikHa HO3BOJISIFOTH
pO3pOOHMKAM TEperisgaTH, penaryBaTH Ta B3a€EMOJIATH 3 PIZHUMH

acreKTaMU IpH, BKIIOYAIOYU 00'€KTH CLIEHH, TEKCTYPH, aHIMalli Ta 1HIIe.

o [laneni incrpymenTtiB: Unreal Editor mae pi3Hi maHeni 1HCTPYMEHTIB, SIKI
MICTATh Ha0OpU 1HCTPYMEHTIB Ta ONUIN AJI1 peAaryBaHHs IFPOBOrO BMICTY.
Ili mameni HamalTh MUPOKUN CHEKTP (DYHKIIIOHAIBHOCTI, BKIIOYAIOUN
MaJIFOBaHHS CIICHU, PO3MIIIEHHs 00'€KTIB, CTBOPEHHsI MaTepiajiiB Ta 6ararto

1HIIIOTO.
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e Penmaktop cuen: Pemaktop cuen y Unreal Editor mo3Bossie po3poOHMKaM
CTBOPIOBAaTH Ta peJaryBaTd BIpTyalibHI CBITH, J0JaBaTh O0'€KTH,
HAJAIITOBYBAaTU OCBITJIEHHS, (PI3MKY, KOJI31l Ta 1HIII aCNEKTH clieHH. Bin
HaJa€ MOTY>KHI IHCTPYMEHTH JJI CTBOPEHHS AMHAMIYHUX Ta PEaliCTUUYHUX

inOBI/IX OTOYCHD.

e Penakrop wMarepiani: Penakrop wMarepianiB J03BOJIIE  PO3POOHHKAM
CTBODIOBATH Ta peAaryBaTH MaTepiaii, sKi BUKOPUCTOBYIOTHCS IS
TEeKCTypyBaHHs 00'€KTiB y Tpi. BiH Hamae mmpokuii Habip IHCTPYMEHTIB s
CTBOPEHHSI CKJIAJIHUX MICUEPIB, TEKCTYPHUX €(PEKTIB Ta THIINX Bi3yaJIbHUX

eJIEMEHTIB.

e Hagirarop pecypcis: Hapirarop pecypciB 103Bosie po3pOoOHUKAM KepyBaTu
Ta OPraHi3oBYBaTH Pi3HI PECypCH I'pH, TakKi sIK MOJENi, TEKCTypH, 3BYKH,
aHimariii ta inme. Bin nonomarae 3HaXOJUTH, TeperisigaTH Ta IMIOPTYBaTH

pecypcu y MpoeKT.

—
"]
]
.
]
—

(Puc. 1)
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Blueprints - Bi3yasibHa cUCTeMa CKPUIITYBaHHS, Ka BXOAUTH A0 CKJIAaay pyIis
Unreal Engine. Bona qo3Bosisie po3poOHMKaM CTBOPIOBATH JIOTIKY I'PH, B3AEMOJIIIO

00'eKTIB Ta MPOrpaMyBaTH Pi3HI KOMIOHEHTH.

Blueprints BukopuctoBye rpadiunuii intepdeiic (Puc. 2), ne po3poOHUKH MOXKYTb
CTBOPIOBATH CXEMU 3 BY3JIB, SIKI IPEICTABIAIOThH Pi3HI i, YMOBU Ta 0OpOOHUKH
noAii. KoxxeH By30J1 Ma€e CBOIO (PYHKIIIOHAJIBHICTD 1 B3a€EMO/II€ 3 THITUMHU BY3JIaMU,

YTBOPIOIOYH TOCIITOBHOCTI JIii Ta peakxiiii B rpi.

OcHoBHI nepeBaru BUKopuctanHs Blueprints BKIIt0o4aroTh:

e Bzyanpauit miaxia: Blueprints m03BossitOTH po3pOOHMKAM BHUPA3UTH CBOi
1€ Ta JIOTIKy 3a JAO0NOMOror rpadiuHux eneMeHTiB. Lle 3posymutime s

06araTh0X po3pOOHUKIB, SIKI HE MAaIOTh JIOCBIlY Y IPOTpaMyBaHHI.

e [lIBuakuii mporoTunyBaHHs: 3aBasku rpadiuHomy iHTepdericy, Blueprints
JI03BOJISIFOTH IIBUIKO CTBOPIOBATH Ta 3MIHIOBATH (DYHKIIIOHABHICTH TP 0€3
HEeOOX1THOCTI Kommismii koay. Ile mosermrye mnpoTOTHUITYBAaHHS Ta

ITepaTUBHUI IPOLIEC PO3POOKH.

e BizyanpHa gorika: Blueprints HamaroTh IHTYITHBHUN CHOCIO BHpPa3WuTH
CKJIQJHY JIOTIKY TPH 3a JOTIOMOTOIO 3B'SI3aHUX BY3JiB. PO3pOOHUKN MOXYTh
CTBOPIOBATH YMOBH, IMKJIM, OOPOOHUKH TOMAIN Ta IHIII KOMIOHEHTH, IO

J03BOJISIIOTH THYYKO KOHTPOJIFOBATH MOBEIIHKY 00'€KTIB y TpI.

e Iurerpamis 3 xomom: Blueprints MoxyTh OyTH TO€IHaHI 31 3BUYAHHUM

kogoM Ha MoBi C++. Ile no3Bosisie po3poOHMKAM BUKOPUCTOBYBATH Kpauil
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MOXJMBOCTI Blueprints s BU3HA4YeHHS JIOTIKM TpU, a TpH TOTPeOdl

BUKOpPUCTOBYBaTU MoBY C++ 1715 ontuMmi3zarii adbo 10AaTKOBUX (PYHKIIIN.

5 For Loop
Branch 3 ik

Rider - me inTerpoBane cepenonuie po3podku (IDE), po3pobiene xoMaHiero
JetBrains, sike cremiami3yeTbcs Ha po3poOiil mporpamHoro 3abesneueHHs. Rider
OpU3HAYEHUN JUIsi pOOOTH 3 PI3SHOMAHITHUMHU TEXHOJOTISIMH HpOrpamyBaHHS,

BKimrouatroun C#, C++, Unity 1 6arato iHIIHX.

OCHOBHI 0COOJIMBOCTI 1 MOXJIMBOCTI Rider BKIIFOYArOTh:

e Mynberumiargopmericts: Rider miarpumye poOoTy Ha pi3HHX OmeparliiHuX

cucremax, Takux ik Windows, macOS ta Linux. I{e no3BoJisie po3pooHuKam

BUKOPHUCTOBYBaTHU cBot0 yiooseHy IDE na miargopmi cBoro Budopy.

21



e Po3ymHe aBTomonoBHeHHs: Rider Hajgae NMoOTy»HE aBTOJONOBHEHHS KO.Y,
sKe J0oIoMarae po3poOHMKaM HMIBUAKO 1 TOYHO MHUcaTu KoJ. BoHO BpaxoBye
KOHTEKCT Ta THIHU JaHUX, II0 JO03BOJIAE NPUCKOPUTH IPOLIEC HAIMCAHHS

KOJY.

e BizyansHi iHcTpyMeHnTu: Rider wmae mumpokuii HaOlp Bi3yaslbHHX
IHCTPYMEHTIB i ne0aryBaHHs, NpoditoBaHHS Ta aHammizy koxy. Bonu
JOTIOMAraroTh 3HAUTH ¥ YCYHYTH TOMIJIKH, TOKPAIIUTH MPOIYKTUBHICTh Ta

SIKICTh KOJIY.

e Rider migTtpumye moBy mnporpamyBaHHs C++, sika € OCHOBHOIO MOBOIO
po3poOku B Unreal Engine. Po3poburku mMoxxyTh BuKopucToByBaTH Rider
Uit HamrcaHHs koxy Ha C++ s cBoix mpoekTiB Ha Unreal Engine,
BUKOPHUCTOBYIOYM BCi TIEpEeBaru IHTEJIEKTYaJlbHOTO AaBTOJOTIOBHEHHS,

aHani3y koay Ta iHmux QyHkmii IDE.

e 3apmiku THyukomy iHTepdeiicy Rider, MokHa BCTaHOBUTH IUIariHu abdo
PO3IINPEHHSI, pO3pO0JIEH] CIITFHOTO a00 TPETIMU CTOPOHAMH, SKi MOXKYTh
nokpamutu iHTerpamito 3 Unreal Engine. Hampukman, MoxyTh OyTH
JOCTYIIHI TIJIariHkl i MijacBiuyBaHHS cuHTakcucy Unreal Engine,
iHTerpamii 3 CHCTEMOIO 30MpaHHS MPOEKTy abo0 I1HMMX CcHernudiuHux

IHCTPYMEHTIB.

1. Po3poOxka inTepdeiicy

[Tepmra cuiena, Ky 0a4uTh TpaBellb BiAKPUBAIOYHN TPY 1€ TOJIOBHE MEHIO.
Po3poOKy TroJOBHOrO MEHIO PO3AUIMMO JUIS 3PYYHOCTI Ha JIBI YaCTHUHU:

IHII[laTi3amisa Ta IMIDIEMEHTAILTIA.
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Irimiamizamis: CtBoproeMo kiac rosioBHoro MeHro UMainMenuWidget. V
bOMY KJaci MM orojionryemo ABi 3MiHHI StartButton 1 ExitButton, siki
OyInyTh 3B’si3aHiI 3 KHONKAMHU Yy TOJOBHOMY MeHIO. Takok, OroiocuMo nBi
dyukiii Start tTa Exit, Ta nogatkoBo orosocumo ¢yHkiiro NativeConstruct,

aKy Mu Oyzaemo 3amimiatu 3 6azosoro kiaacy UUserWidget

ImnemenTanis: Y ¢yHKOIT TUIe MM BUKIMKAEMO CTAaTHYHY (YHKIIIIO
Unreal Engine, sxa BuKJIMKae HAcTymHy creHy rpu. Y ¢yHkuii Exit mu
TaKOX BUKIWKaeMmo ctaTuuHy ¢yHkiiio Unreal Engine Buxomy 3 rpu, sika
3aBepurye podoty nporpamu. [ami, 3amimyemo ¢yHkiito NativeConstruct,
AKa € KOHCTPYKTOPOM 1 BHUKJIMKA€MO L0 (PYHKLiIO BIJ 1MEHI 0a30BOro
kinacy. Jami mu 3B’s3yeMo (dyHKIIi ruied Tak EXit 3 meneraramu KHOIIOK
el Ta Exit B1amoBigHO.

Jis mojganbiioi po3poOku BigkpuBaeMo emitop. CTBOpIOEMO OJIOMPIHT
skuit Oyze iHTepdeiicom irpoBoro MeHro. J[o 1iporo OJtomnpiHTa J0Aa€EMO JIB1
KHOIIKM Ta Ha3MBA€EMO iX Tak camo, sk 1 3MiHHI y kiaci UMainMenuWidget.
BnacHopyu koperyemo iX 3HaXOJKEHHS BIJIHOCHO CIIEHHM 1 OTPUMAEMO

npairorounit Maket. (Puc. 3)
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INPUT
LISTS

MISC

OPTIMIZATION
PANEL

(Puc. 3)
2. Po3poOka cueHu rpu Ta piBHS

HactynHuM KpoKOM € CTBOPEHHS P1BHS, HA IKOMY B1JI0YBaTUMETHCS MTPOLIEC TPH.

Jlist iboro 3H0BY ckopucraemoch Unreal Editorom, mo6 cTBOPUTH HOBY CILIEHY, Ha
AKIA CHPOEKTYEMO pIBEHb. Y HAJIAINTYBAaHHSAX PIBHIB BUOUPAEMO KaMepy Bij

TPETHOT 0COOM 1 MPUCTYMAEMO JI0 CKJIaJIaHHS PIBHS.

Jlist mporo s HaKpeciwia MakeT piBHA, IMOOM jam mepeHectu uoro B 3]1 3a

JOTIOMOT'O0 1HCTPYMEHTIB, ski Haaae Unreal Editor. (Puc. 4)
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(Puc. 4)

PiBenp sBisie co0O0 AOBruil NabIpUHT, 31 CTAPTOBOIO TOYKOIO, JI€ I'paBellb
noyrHae Tpy. Takok Ha piBHI PO3TaIlIOBaHI TOYKU Je OyayThb posmimieHi NPC,
pi3HI 0COOJMBOCTI JaHAIMA]TY, K1 YCKIAIHIOIOTh IPOLEC I'PU 1 JEMOHCTPYIOThH
MoxknmBocTi NPC anamizyBaTvl CHUTYyallifo, IPOCTIp 1 OOMpaTU Kpaiii MOXKJIHBI
NUSIXK JIJI8 JOCSATHEHHS MeTH. JlanmmadTt sBiase co0or pi3HI BUCOYMHHU 3

BUCTyNIaMH, a00 31 CXO/aMH.

[Ticnst roToBoro maketry jdaii s MPUCTYNAK [0 pelaryBaHHsS TEKCTyp, 100
CTBOPUTH NPHEMHIIIMA BUJ PIBHSI 1 rpaBelpb Big4yBaB cede KOMQOpPTHO Ta

3p0O3yMLIO Y ITbOMY OTOYEHHI.
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[Ticns cTBOpeHHsSI piBHS S MOXY IEpEeHTH A0 WOro TecTyBaHHA. S mepeBipsito
NpOIIEC I'PH, BUSBIAK MOMMIKKM YW HEJOJIKM Ta BHOIIY HEOOXIJHI 3MIHM Ta
yaockoHaneHHs. Lleit nmporiec BkiIroYaB MOBTOPHE peJaryBaHHs, HAJIaroHKeHHs Ta
ONTHUMI3alli0 PiBHA, MO0 3a0e3MeyuTd HOro (PyHKI[IOHAIBbHICTh Ta BUIIPABUTHU
MO>KJIMB1 TIOMHJIKH, 11100 3aM00ITTH CUTYAIlISIM, JIe TPABEIh MOXKE KIIPOUTH» CKPi3b

TEKCTYpY, a00 3aCTpArTH y Hiil, Te x came crocyeThesi 1 NPC.

3. CTBOpeHHS1 KOHTpO.JIepa

JIns cTtBOopeHHsa KoHTpoJsiepa Hax rpaBueM ta NPS ma C++, g cTBOpIOIO KITac
KoHTposiepa, obuparoun tun kiacy AController i AAlController, ne AController

Oyne Bu3zHauatu koHTpoJep rpasiis, a AAlController qist NPS Ta 3anaro ix imeHa.

Y crBOpeHOMY Kjaci BH3HAIW MOro ycmajkyBaHHA Bl 0a30BOro Kiacy
KoHTpoJepa, Hanpukiaa, AController 1 AAIController. Ile Hagae koHTpoaepy
HEOOX1THI OCHOBHI (DYHKITIT Ta MOXKJIUBOCTI.

Hani s HanamrToByro (yYHKINT Ta moBeAiHKU: Busnato ¢yHKII Ta Meromu, ski
OyIayTh BIAMOBINATH 3a PI3HI ACMEKTH KOHTpOJepa, Takl sk oOpoOka BBEACHHS
IpaBIisl, pyX, B3aEMO/IisI TOLIO.

VY crBOpeHOMYy KOHTpojepi s peanizyro BipryaibHy GyHkHiro OnPossess, 1
GyHKIIIST BUKIMKAETHCS KOJIA JI0 I[LOTO KOHTpoJiepa OyJio mpu3HadeHo Pawn sikum
BiH Oyze ynpaBisTy. Y wiid QyHKIIT Mu 3anmyckaemo BukoHanHst BehaviorTree.
Takox nojaro cucremy «30py», ska y Unreal Engine nazuBaethcst AlSense Sight,

110 € YACTHHOI «CHUCTEMOIO CIPHUHATTS Y PYIIIii.
A crBoproro ¢dyukmito OnTargetDetected y sakiii s Oyay BHU3HA4YaTH 3MiHHY

CanSeePlayer y Black Board. Ils ¢yHKIiis 3akpimuisieTbes 10 Jeleraty CHUCTEMU

«30py».
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Tox, Mili CTBOpEHMII KOHTpOJIEp TMPU3HAYCHHH [JIsi KEPyBaHHS TEBHUM
NEPCOHAXKEM, TOMY S MIAKIOYAI0 HOro 0 MepcoHa)xa 3a JOMOMOrOI METOAy
SetPawn(). Lle 103BOJsE KOHTPOJIEPY B3AEMOJISATU 3 MEPCOHAXKEM Ta KEPyBaTH

HOro pyXoM Ta MOBEIIHKOIO.

OcTaHHIM eTanoM € TecTyBaHHS Ta HanarojkeHHs. Ilicis HanucaHHs Komy
KOHTpOJIEpa  BAXJIMBO BHMKOHAaTH TECTyBaHHS Ta  HaJaroKeHHs, 1100
NEPEKOHATUCS, IO BIH TMpALIOE€ HAJICKHUM YUHOM. TOX, S THEpPEeBIPsIO
IPaBWIBHICTh pearyBaHHS KOHTpOJIEpa Ha BEJEHHS IpaBlsl Ta HOro B3aeMOJIIO 3
rpoto. Ha pucyHky MoxHa no6auuTu pe3yJsibTaT BkKE rOTOBOIO JJIsi BUKOPUCTAHHS

KoHTpousepy (Puc)

4. Po3poOka mITYy4HOrO iHTEJEeKTY Ta JIOriku moBeainku NPC

[TouaTkoM a7l CTBOpPEHHS JepeBa IMOBEAIHKHM € CTBOPEHHs 0a30BOTO JepeBa
noBeIiHKY y Blueprints, sikuif MiCTUTh OCHOBHY (DyHKITIOHAJIBHICTD JIJIsl KEpYBaHHS
MOCJIIJIOBHICTIO BUKOHAHHS (PYHKLIA y JepeBl MOBEAIHKU. Takox mapayiespHo 13
Blueprints, s ctBoproto kommnonent BlackBoard, mo 3abesneuye 306epiranss Ta
OOMIH JaHUMU MDK PI3HUMH CHUCTEMaMHU IITYYHOrO I1HTENEKTYy a0o0 I1HIIUMHU
KoMroHeHTamu Trpu. Blackboard € wacTuHOIO cHcTeMHM MNOBENIHKM IITYYHOTO
iatenekty B Unreal Engine. Blackboard no3Bossie mMeHi Bu3Hauatu Ta 30epiraTu
KJIFOUOBI 3HAYEHHS, sIKI BUKOPUCTOBYIOTHCSI B CHUCTEMI IUTYYHOro iHTeneKry. L1
3HAYCHHS TPEJCTaBIAIOThH IIiJl, CTaH, PECYpCH, PO3TaIlyBaHHS O0'€KTIB TOIIO.
BoHu MOXyTh OyTH MOHOBIIOBAaHMMH Ta JOCTYIMHUMHM JJIi YUTAHHSA 3 PIZHHUX
€JIEMEHTIB IITYYHOIO I1HTENEKTYy, IO JO3BOJIIE CUCTEMI IITYYHOIO IHTEIEKTY
aJanTyBaTHCS 10 3MIHHMX YMOB Ta NMPUHAMATH PINIEHHS HA OCHOBI aKTyaJIbHHX

JTAHUX.
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Takox, BlackBoard B3aemosie i3 C++, 60 C++ Moxe Bukiukatu Qyskiii AP, sxi
J03BOJISIIOTH OTpuMyBaTu 3HaueHHs 3 Blackboard. S poOmnro e, BuKopucToByroun
metonn, Taki Ak GetValueAsInt, GetValueAsString, GetValueAsVector Ta inmi,
SK1 JIO3BOJISIIOTH OTpPUMAaTH 3HaueHHS 3a kimtoueM 3 Blackboard; C++ moxke
BukopuctoByBaTtu (yHkiii APl nns onoBienHss 3Hauenb B Blackboard, 3a
JIOTIOMOT'0I0  MeTOodiB, Takux gk  SetValueAslnt, SetValueAsString,
SetValueAsVector Ta iHIIl, sIKI JO3BOJISIIOTH MEHI BCTAHOBUTH HOBE 3HAYEHHS 3a
ximroueM B Blackboard; C++ moske momaBatu Ta Bupansata kiroui 3 Blackboard. S
pobito 11e 3a gomomMoror MeroxiB, Takux sk AddKey, RemoveKey Ta i, siki

J03BOJISIIOTH JUHAMIYHO KepyBaTh criuckoM kitouiB y Blackboard. (Puc. 5)

Parent

KEYS

-

SelfActor
T tLocat

(Puc. 5)
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Jloriky nepeBa st mpomucyto Ha MoBI C++, a caMe JIOTIKYy TOBEHAIHKA KO>KHOTO
BYy3JIa, loro QyHKIIi1 Ta nepeBipku yMoB. OiHa 3 BEJTUKHUX MepeBar BUKOPUCTAHHS
C++ kmaciB B Unreal Engine monsrae B MoxymBocTi ocwiatucs Ha C++ kof 3
Blueprints. Ile mo3Boisie BUKOPUCTOBYBATH HamucaHuii MHOIO B C++ (yHKITIOHAT
y Blueprints. Tox s ctBoptoro BiacHi C++ ¢yHKUii Ta Kiacu, SKI MOTIM
BUKOpHcTato Ak Blueprints mys po3mupeHHs iX QyHKIIIOHATBHOCTI abo peanizariii

CKJIATHIIION JIOT1KH.

[Is wombGinamis C++ 1 Blueprints no3Boisie MakCUMaabHO BHKOPHUCTOBYBATH
nepeBar 000X MIAXOJIB: HIBUAKICTb po3poOku 3 Blueprints Ta rHyukicTh Ta
KoHTposib 3 C++. Lle m03Boisie MEH1 pO3IIMPIOBATH Ta HAJNAIITOBYBATH JEpeBa
MOBE/IIHKW, BHKOPUCTOBYIOUM rpadiuHi MoXJIMBOCTI Blueprints Ta mBHIKICT

moBHU C++.

Buxopucranns Blueprints 0coO0aMBO KOPUCHO It MPOTOTUITYBAaHHS Ta
ITEPaTUBHOTO PO3POOJIEHHS, 10 JO3BOJISIE MEHI LIBUJKO TECTYyBaTH Ta BHOCUTHU

3MIHU Yy TTOBE/IIHKY 0€3 KOMITUISIIT KOy .

S mouuHar peanmizaiilo JepeBa TMOBEMIHKKM 31 CTBOPEHHS aceTy, SKUWA S
ycnagkoByo Bia kiacy BehaviorTree. ¥V crBopeHoMy aceti y Bkiamii «Graphy €
nepia Hojga «Rooty», 110 K 3a 3aMOBYEHHSIM Yy KOKHOMY JEpEBl MOBEAIHKH. Bix

1i€i HOJU OyyeThes yce JIepEeBO OB IIHKH.

Icnye nexinbka BUIB HOJ, SIK1 1 BAKOPUCTOBYIO: Selector Ta Sequence.

Selector BUKOHy€e po3raiay>KeHHs 3J1iBa HAIIPaBo 1 3a3BUYail BUKOPUCTOBYETHCS TS
BUOOpY Mk mijaepeBamu. CelneKkTopy MPUIMHAIOTH PyX MUK MiAAepeBaMH, KOJIU
BOHU 3HAXOAATh MIAAEPEBO, K€ BOHU YCHIITHO BUKOHYIOTh. Hampukian, sKimo
IITYYHUH 1HTEJIEKT YCHIITHO MePeciiay€e TPaBIls, BiH 3aIUIIATUMEThCS B I1H T,
JIOKA HE 3aBEPIIUTHCA MOTO BUKOHAHHSA, & MOTIM MiJHIMETHCS J0 OAThKIBCHKOIO

KOMITO3UTY CEJIEKTOpPA, 00 MPOJOBXKHUTH MPOIIEC MPUUHSATTS PIIIICHb.
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Sequence BUKOHY€ po3raly’KEHHs 3711Ba HAIIPaBo 1 4acTillle BUKOPUCTOBYETHCS ISl
BUKOHAHHS Yepru miaaepeB 1o mnopsaky. Ha BiaMiHy Bl CEJIEKTOPIB,
HOCIIOBHICTh IPOJIOBKYE BUKOHYBAaTH CBOI JOUIPHI €JIEMEHTH, JOKHU HE JIOCSTHE

BYy3JIa, KU MoBepHYB «failed».

Tox, s peanizyro nexinbka ¢yHkmiit qis NPC: IlepecniqyBaHHs, maTpyatOBaHHSA,

MOIIYK.

[lepecninyBanns: y C++ s crBoproto kiac  BTTask ChasePlayer, sxuii
ycnagkoByetrhesi Bifg kiacy BTTask BlackboardBase. VY cTBOpenomy kiaci
peamizyemo BiptyansHy ¢yHkiito ExecuteTask, y skiii mictaemo 3Ha4YeHHS
TargetLocation 3 brnekbopn ta Hakazyemo NPC pyxatucs po TargetLocation.
TargetLocation s monepennno 3minmia y 3aBaanni UBTTask FindPlayerLocation.
3a OMOMOror IUX JIBOX 3aBllaHb s peani3ylo IMeplie MiAlepeBo, ske Oyne
BIJIIOBIJIATH 3a IepeciiayBaHHs rpaBus. g uporo Big Hogu Root s cTBoproro
Hony Selector, Ta Bim mporo Selector s cTBOprOO HOAY Sequence, 10Ja€EMO
nekoparop, sikuil nepesipsie 3HadeHHss CanSeePlayer na mpaBauBicts y Black
Board, T0o6T0, sikmo NPC Gauuth rpaBisi, TO BiH OyJe BHKOHYBaTH CaMme IO
MOCTIIOBHICTh. TaKkoX JT0/1a€EMO OJMH CEPBIC, SIKUM s BXKE peajizyBaa paHilie, BiH
3MiHIOE MBUAKICTE nepemMitieHHs: NPC, konu 3amyckaeTbes 115 MOCT1I0BHICTh. Bin
Sequence cTBOprOEMO II€ JABI HOAM: Tepiia Oyje BKazyBaTh Ha 3aBmanHs Find

Player Location, a npyra Ha 3aBnanns Chase Player.

[TatpymtoBanust Ta nomyk: Bin Haitdnuxvoro Bif moyaTtky Selector cTBoproemo
HOJZY, sika Takoxk € Selector 1 Ha3zuBaro ii «PlayerNotSeen», 1 po3minryemo ii diBiie
3a momnepeaHe migaepeno. Jlo mporo HoBoro Selector nomaeMo nexkoparop, KUK
Takox Tepesipsie 3MiHHY CanSeePlayer, ane tenep Ha HenpaBAWBICTh, TOOTO, IEH
celekTop OyJle BUKOHYBaTU CBOi migzepena, sikio NPC He Oaunth rpaBus. Bin

IIBOTO CEJICKTOPY, 3/7iBa CTBOPIOEMO Sequence Ta JI0JAEMO ACKOPATOp, SIKUM
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nepeipsie 3MinHy Black Board Ha Te, un Oyio nepeciigyBanHs rpaBiisg OCTaHHBOIO
3agauero nporo NPC. o mporo Sequence cTtBOproemo 3amady MoveTo, Ta
BkazyeMmo TargetLocation, sk 1uabs 1i€i 3amadi, To0to NPC Oyzne pyxarucs ao
OCTaHHBOI TOYKHU JIe 6auuB rpasis. Jlani, mpasiie CTBOPIOEMO HIIHMKN Sequence Ta
Ha3BeMo ioro «Searching», nomaemo nekopatop Loop Ta Ha3HAYMMO KUJIBKICTh
MOBTOPEHBb Ha MOTPIOHY KUIBKICTHh pa3iB, TOOTO, Mi 3a3HAYMIIM IO TOCIIOBHICTh
Searching Oyae BUKOHYBaTHCS 3a3HadyeHy KUIbKICTH paziB. s peamizamii
nocmigoBHocTi  Searching, peanizyto UBTTask FindRandomLocation 3a
npukiagoM UBTTask ChasePlayer. Ilicnst peamizamii 1i€i cTBOPIOEMO BiJl HOIU
Searching namiBo peamizoBany 3agady FindRandomlocation, Ta me mnpasirie
cTtBoproemo Homy MoveTo Ta BkazyemMo Ty TOUKYy SIKy 3T€HepyBaja 3ajada
FindRandomLocation 1 cTBOptoemo 3amauy Wait mie mpasimie, Ta 3a3Ha4aEMO
TaliMep Ha noTpiOHuM yac. ToOTo, s 3pobuiia Te, komu NPC BTpauae rpaBis 3i
CBOTO TIOJIS 30PY, TO BiH W€ 10 OCTAaHHBOI TOYKH, J¢ OaYuB I'paBIl, Ta 3a3HAYCHUN
Yac IIyKae TpaBlisl y 3a3HAYCHIH 30H1 MOIIYKY.

[ToBepratocy 10 Selector «PlayerNotSeen» Ta mpaBime Big MONEPEeaHHOTO
cTBOpIoro 1HIMH Sequence, sxuii HazuBaw «Patrolling». Jlo nporo Sequence

IPUKPIIUISIO CEPBIC, IKUM 3MiHIO€ IIBUIKICTH pyKy NPC.

Jlia peasni3zaiiii naTpyJiOBaHHS CTBOPIOIO J0AATKOBOro akropa. CTBOpIOIO Kjac y
C++, axuit HasuBato «APatrolPathy, skuit ycmaakoByro Bim AActor, mo6 mei kiac
MOKJIMBO OyJI0 PO3MICTUTH Ha PiBHI Tpu. Y I[bOMY KJaci CTBOPIOIO MacHB
BekTOpiB Ta 1Bl ¢yHKkuii: GetPatrolPoint, mo06 oTpumaru TOYKy 3 MacuMBOM 3a
1HAeKcoM, Ta Num, sika Oyje MoBepTaTH KUIbKICTh €JI€MEHTIB MacuBy. Po3Mimryro
[[bOT'O0 aKTOPA Ha PIBHI I'PU 1 TENIEp MU MOKEMO MIPOCTO JI0/1aBATU TOUYKU Yy MacUB
Ta PO3MILIYBaTH 1X Ha PIBHI MOTPIOHUM YHHOM, CTBOPIOIOYHM MapuIpyT

natpytoBanss 1yt NPC. (Puc. 6)
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!
4

_/“PatrolPoints[7]

< RatrolPoints[5]

PatrolPoints[0]

PatrolPoints[4]

] “RatrolPoints[2]

| /" PatrolPoints(6] PatrolPoints|3]

(Puc. 6)

Ham s peanizyro 3amady 1 HaszuBawo ii UBTTask FindPathPoint. Peamizyto ii 3a
MIPUKJIAJI0M B)KE CTBOPEHUX ITOTMIEPETHBO 3a/1a4.

Bin Sequence «Patroling» 3miBa ctBOproemo 3amauy FindPathPoint, mami
cTBOproeMo Hoxy MoveTo Ta BkazyeMo TOUKY, SIKy TIOBEpHYJIa MOTIEpeIHs 3a1a4a.

I 3aBepuryroun qomgaeMo Hony Wait 3a IpHUKIIaoM BiKE CTBOPEHOI paHiLIe.

B nincyMKky MaeMo CTBOpEHE IepeBO, AKE MOKHA OauuTH HAa pUCYHKY. (Puc 7)
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(Puc. 7)

CrtBOpeHe 1epeBO MOKHA BBaXKaTH 0a30BUM JiepeBoM noBeaiHku uist ycix NPC, 6o
e JepeBo Mae 0a30BYy MOBEMiHKY s Oyab-skoro NPC y rpi, T00TO, miIsi
CTBOPEHHS OLIbII crierudiYHNX, HATTPUKIIAJ, SIKI MOXKYTh aTaKyBaTH, a00 CTaBUTHU

AKICh TIEPEIIKOIN MU BCE OAHO OyJIeMO CIaJAKyBaTHCh BiJl IILOTO JIEPEBa.

VYrhpaBiiHHS J€peBOM IMOBEAIHKH 3a JIO0MOMOrow kiaciB C++ 103BojsiEe MeEHi
PO3IUIMTH JIOTIKY Ha OUIbLI crienu(iuHl KOMIIOHEHTH Ta BUKOPHCTOBYBATH iX Y
Blueprints. Tox, s BUKopucToBy10 0a30Bi kjacu Blueprints juis 3aranbHuX Jii, a
MOTIM CTBOPIOIO CHEIIai30BaHl KJIACH [IJIi KOHKPETHUX THIIB B3aeMoAii abo
MOBEIHKH.

Boxe 3 manmucanumu kimacamu C++ s MpUCTynaro J0 ONTHMI3allii, BUKOPUCTAHHS
OpsIMUX BHUKJIMKIB METOMIB Ta ONTHMI3alll0 AJITOPUTMIB, M0 MOXKYTh OYyTH

BOXKUMH a00 HEMOXKJIMBUMH SIKIIIO TTHCATH TUThKK Ha Blueprints.
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2.5 Pe3ynbTaTy TECTYBaHHSA

ITin yac TectyBanHs rpu Ha Unreal Engine 5 3 BHUKOpPUCTaHHSM IUTYYHOI'O

1HTENeKTy Oy OTpUMaHi1 HACTYIHI pe3yIbTaTH:

e [IpoaykruBHicTe Ta mBHAKICTE: UES mnpomoHye onTumizaiii Ta HOBI
AITOPUTMH, SIK1 TO3BOJISIOTH TOCSATTH BUCOKOT TPOAyKTUBHOCTI rpu. [1ix vac
TeCTyBaHHs OyJi0 3a()iKCOBAHO IUIABHY POOOTY I'pU 3 BHCOKOIO KIJIBKICTIO

NOJIIFOH1B, 0€3 MOMITHUX 3aTPUMOK a00 Mpo0OJIeM 31 IBUAKICTIO KaIpIB.

e [IlepeBipka Ha BIANOBIAHICTH crienudikaiisM: BukopucrtaHHs JepeB
NOBEAIHKH JI03BOJIWJIO NEPEBIPUTH, YU BIAMOBIIAE MOBEAIHKA MEPCOHAXIB
BUMoram  cnenudikamii  rpu. TecTyBaHHS  BKJIIOYAIO  IEPEBIPKY

PaBUIIBLHOCTI peakKilii NepCOHAX1B Ha Pi3HI CLIEHApli Ta Ail TpaBLIsl.

e KepyBanHs nepcoHaxkem: JlepeBa moBeiHKU 3a0e3nedymin e€peKTUBHE Ta
3py4He KepyBaHHs epCOHaXeM IpaBlisd. BiaTBoproBaHi Oyiu pi3Hi cLeHapIi

MOBE/IIHKH, TaKl SIK PyX Ta B3a€MO/IIsS 3 OTOUYIOUUM PIBHEM.

e AJanNTUBHICT, Ta THYYKICTh: 3a JOMOMOTOI0 JIepeB IMOBEAIHKH OyIj0
MOJKJIMBO CTBOPIOBAaTH aJanTWBHY moBemiHKy NPS, mo pearyiots Ha

3MIHIOBaHHS MOJ1i y Ipi.

e MacmTaboBaHICTh Ta TOBTOPHE BHKOPHUCTAaHHS: JlepeBa TMOBEIIHKH €
MoayiabHUMU. lle o3Hayae, 1m0 X MOYKHAa BUKOPHMCTOBYBATHU ISl PI3HUX
NMepcoHaxiB y rpi 6e€3 HEoOXIJHOCTI IMOBTOPHO po3polOsaTH Joriky. lLle
CIIPOLIY€E PO3LIUPEHHS IPU Ta J03BOJISIE €HEKTUBHO YNPABIATU MOBEIIHKOIO

BEJIMKOI KIJIBKOCTI IEPCOHAXIB.
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3. BUCHOBKHU

VY pesynbrari po3pobku rpu Ha pymrii Unreal Engine 5 3 BuKOpUCTaHHSIM

HITYYHOT'O 1HTEJIEKTY MOXHA 3pOOUTH HACTYyITHI BUCHOBKH:

BuxopucrtanHs JepeB NOBEIIHKM CTalo €(EKTUBHUM I1HCTPYMEHTOM JJIst
MOJICJIFOBaHHSl CKJIAJHOI IOBEIIHKM MEpPCOHaXIB Yy rpi. JlepeBa mNoBeOIHKH
J03BOJISIIOTH BUPA3HO BUPAKATH PI3HOMAHITHI Jii, YMOBU Ta 3aJIEKHOCTI MIXK

HHUMMH.

I'padiunuii iuTepdeiic penaryBanHs Blueprints 3a0e3nedye 3pydHe Ta
IHTYITUBHO 3pO3yMIJI€ CEpElOBHUIE JUIsi PO3POOKH JAEpEeB MOBEIIHKH.
Po3pobHMKKM MOXYTh Bi3yallbHO CTBOPIOBATH, HAJAIITOBYBATH Ta TECTyBaTH
MOBEMIHKY IEPCOHaXiB, IO CIPOIIy€E€ IMPOIeC PO3POOKH Ta 3MEHIIye

3aJIeXKHICTh BIJ IporpamMyBaHHs Ha MoB1 C++.

Buxopucranas MoBu niporpamyBanas C++ y TIO€IHaHHI 3 AepeBaMH OBEAIHKA
JIO3BOJISIE PO3IIMPIOBATH MOXJIMBOCTI 1 KaCTOMI3yBaTH €JIEMEHTH TOBEIIHKH.
Po3poOHuKN MOXKYTh J0JaBaTH BjiacHI (PYHKIIIi, CTBOPIOBATH CIEIliaji30BaHy

JIOTIKY Ta PO3IIMPIOBATH (PYHKII0OHAI I'PU 3 BUKOPUCTAHHAM MOBU C++.

Po3poOka rpu 3 BUKOpucCTaHHSAM JepeB noseainku Ha pywii Unreal Engine 5
BUMAra€e BiJ pPO3POOHHMKIB NEBHOIO pIBHSA 3HaHb 1 PO3YMIHHS HPUHLUIIB
pob6otu aepeB noBeniHKU. OIHAK, MICJISI OBOJIOIHHSI HEOOX1THUMU HAaBUYKAMH,
Herd miaxia J103BoJisie  €(EeKTHUBHO peaizyBaTH pI3HOMAHITHY Ta CKIAQJHY

MOBEIIHKY TIEPCOHAXKIB.

Orxe, po3poOka rpu Ha pyumii Unreal Engine 5 3 BUKOpPUCTaHHSIM Ji€peB

MOBEIHKA BUSBUJIACSA YCHIITHOI Ta PE3yJIbTaTUBHOI. BUKOpPUCTaHHS LBOTO
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MiIX0MYy  JIO3BOJMJIO  CTBOPUTH  ITPOBHM  JOCBIL 3  peajiCTHUYHOLO,
IHTEJIEKTYaJIbHOIO TIOBEAIHKOIO MEPCOHAXKIB, 110 MOKpAaIly€e redMIiel Ta Halae

rpaBLSM HOBI MOMJIMBOCTI Ta €EMOIII.
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