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AHOTAUIA

[TosicArORaNkAA 3aNMCcKa 10 MaricTepchKoi aTecTali MHOT poOOTH CKIIagaeThes 3i
BCTYIY, TPhOX PO3/1J11B, BUCHOBKIB, CHUCKY BUKOPUCTAHUX JKEpe)l | TPhOX N0JATKIB.
SaranbHuid 00car poboTH cknagae 86 CTOPIHKHK, 13 SKUX 69 CTOPIHOK OCHOBHOI
4acTUHN 3 16 pucyHkamu, 30 HalMeHYBaHHAMU CIIUCKY BUKOPUCTAHUX [DKEpell Td
TPbOMa I01dTKAMM.

Metowo kBanidikauiiHoi podoTu € po3poOKa IHHOBAUIMHOIO KOMN'FOTEPHOrV
KoHgIrypatopa, $SKWMA [03BOJUTb KOpUCTyBayaM e€(eKTUBHO niaHyBaTH Ta
Bi3yasli3yBaTh pO3MillleHHs1 eJIEeMEHTIB 1HTep'epy B OyniBiasx. BukopucraHHs
rextonorii Unreal Engine y wiii poGoTi Mae Ha meri 3abe3nedyuTH BUCOKY SIKICThb
Bi3yasisauii Ta peaTiCTUYHICTb 300paKeHb, 110 € KIYOBUM [U1s TOYHOrO Ta
e(PeKTUBHOIO NPOECKTYBaHHA IHTEP'EPIB.

O0’exT pocaimkennsa — Ilpoiiec po3MillleHHS Ta B3aeMOMIS 3 OO€KTaMHU
€JIEMEHTIB IHTep'epy B NPOCTOPOBUX MOJAENAX OyAiBeb 3a JONOMOIOK0 KOMI'IOTEPHUX
TEXHOJOTIH.

IIpeamer pocaixkenHsa — Komn'torepHuil koHpirypatop Ha 0a3i TeXHOJOrI1
Unreal Engine 1151 iHTEpakTUBHOTO PO3MILIEHHS Ta €JIEMEHTIB 1HTep'epy B OyAiBIISIX
Ta B3aeMOJIIT 3 HUMH.

[lpoGnema. sika BupilyeTbes B KBanidikauidHii poboTi— € HeoOXiAHICTH
CTBOPEHHS €PEKTUBHOIO, IHTEPAKTUBHOI'O Td BI3yaJbHO PEANICTUYHOIO IHCTPYMEHTY
JUIsl TUTaHYBaHHS Ta Bi3yanizallii iHTep'epy OyaiBenb. lledl IHCTpyMmeHT, sIKUH
po3pobinsgeTses Ha ocHOBI Texnonorii Unreal Engine, mae na MeTi BUpIKATYH npodiaemMy
CKJIaIHOCTI Bi3yami3allii Ta KOHIENTyami3alli AU3aiHy 1HTep'epy B peaIbHOMY 4Yaci,
3a0e3Mevyoud IUHAMIYHY B3a€MOJIII0 3 eJeMEeHTaMu Ju3aiHy. BoHa nomomarae
KOPUCTYBAYAM Kpdlle poO3yMITH Ta OLIHIORATH pizHI KoHQirypauii npoctopy.
MaTepiajii, KOJbOpPH, MeOJl Ta IHII €JIEMEHTH IHTep'epy, AO3BOJISIIOYM IIBHIKO
BHOCHUTH 3MIHM Ta N0044YUTH 1X BNJIMB Hd 3arallbHUMA BUrnsa npoctopy. Takuil niaxin

€ BaXXJIMBUM JUISl N1JABUILEHHS €(EeKTHBHOCTI NPOEKTYBAaHHS IHTEP'CPIB, CKOPOUEHHS



Yyacy Ta BUTpaT, [OB'SI3aHUX 3 TPaIULIAHUMH METO/IaMH [IU3alHy, Ta MOKpallleHHs
B3aeMOIT MDK IW3aliHEpaMH Ta iX KJl€HTaMu

Kuarwuosi caoBa: Kondirypatop iHTep'epy, Unreal Engine, C++, 3D
Rizyalslizalis. MozaentoBanHs npocTopy, blueprints, peanizauis npoekTy. nporpamHe

3a0€3Me4Yenns. Niaxil. ApXITeKTypa. anapaTHe 3a0e3nedeHHs.



ABSTRACT

The explanatory note for the master's thesis consists of an introduction, three
chapters, conclusions, a list of used sources, and two appendices. The total volume of
the work 1s 86 pages, of which 69 pages belong to the main part with 16 figures, the 30
names of used sources, and three appendices.

The aim of the qualification work is to develop an innovative computer
configurator that will allow users to efficiently plan and visualize the placement of
interior elements in buildings. The use of Unreal Engine technology in this work aims
to provide high-quality visualization and realism of images, which is crucial for
accurate and effective interior design.

The research object is the processes of placement and interaction with objects
of interior elements in spatial building models using computer technologies.

The research subject is a computer configurator based on Unreal Engine
technology for interactive placement of interior elements in buildings and interaction
with them.

The problem addressed in the qualificaiion work 1s the need for an efficient,
interactive, and visually realistic tool for planning and visualizing interior spaces in
buildings. This tool, developed based on Unreal Engine technology, aims to address
the complexity of real-time visualization and conceptualization of interior design,
providing dynamic interaction with design elements. It helps users better undersiand
and evaluate different space configurations, materials. colors, furniture, and other
interior elements, allowing for quick changes and seeing their impact on the overall
appearance of the space. Such an approach is essential for enhancing the efficiency of
interior design, reducing the time and costs associated with traditional design methods,
and improving interaction between designers and their clients.

Keywords: Interior configurator, Unreal Engine, C++, 3D visualization, Space
modeling, blueprints, project implementation, software, approach, Architecture,

hardware.
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HEPEJIIK YMOBHUX ITO3HAYEHb

UE — Unreal Engine

VR — Virtual Reality

DI — Digital Interior

ERI — Ergonomic Interface

DP — Design Process

CDT — Contemporary Digital Technology
I[VM — Interactive Visualization Method
UBT— Unreal Build Tool

CFG — Configurator

TEX — Textures

LGT — Lighting

OBJ — Objects

CPT — Computing Power

UI — User Interface

FNC — Functionality

PT— Path Tracer

UHT — Unreal Header Tool



BCTYII

AKTyabHICTh LIU(POBUX TEXHOJOTIH y Cy4acHOMY JW3aiiHI I1HTEpP'epy €
HE3AMEPEYHOI0, 3 OIJISAY HA CTPIMKE BIOPOBAKCHHS 1HHOBALIMHMUX PIMICHb B LA
ramy3l. PO3BATOK TEXHOJNOrI BIPTYyanbHOI pPEaTbHOCTI Ta iX 3aCTOCYBaHHS B
apXITEKTYPHOMY IU3aiiH1 CTaIH KIKOYOBUMH (PaKTOpamH, siki JOPMYFOTh HOBI I IX011
0 Bidyamizamii Ta peam3amii AM3AHHEPCHKUX MNPOEKTIB. Y LBbOMY KOHTEKCTI,
KkBaniQikaiiiiHa podoTa, MpeACTaBICHA Y JAHOMY JOKYMEHTI, BIIIrPAE BAKIUBY POJib,
JEMOHCTPYIOUM TMPAKTAYHE 3aCTOCYBAaHHS [MX TEXHOJIOTIA 4Yepe3 CTBOPCHHS
KoH(pirypatopa intep'epy Ha 6a31 Unreal Engine.

s pobota € miACYMKOM TTMOOKOrO JOCHIIKEHHS B 00jacTi mu@poBOro
JM3aiiHy Ta MPOrpaMyBaHHs, 3 aKIICHTOM Ha PEANICTUYHOMY BIATBOPEHHI KO>KHOTO
aCNEKTy IHTEP'€EPY, BIJ TEKCTYP 10 OCBITICHHS. [IpOEKT CipsMOBaHUI HA CTBOPEHHS
IHCTPYMEHTY, SIKMA HE TUIBKM COPOCTHTH MpOLEC PO3poOKM AM3aiiHy, ane #
3a0€3MeUnTh BHILY THYYKICTh Ta SKICTh KIHIEBOTO MPOAYKTY, AO3BOJISIOUH
KOPHCTYyBa4yaM 3A1HCHIOBATH IHTEPAKTUBHI 3M1HU B PEAJIbHOMY 4aci.

JleTanbHU OIS ICHYIHOUMX METOMIB Bi3yajmizallli 1HTEp'epy Ta aHai3
PMHKOBHMX 1HCTPYMEHTIB CcTaB 0a30r0 i PO3poOKH LbOTO KOH(piryparopa. OCHOBHY
yBary OyJi0 30CEpPEIKEHO Ha €ProHOMIYHOCTI 1HTepdelicy, onTumizaiii podo4yoro
NpoLecy Ta IHTErpamii MepeoBUX TEXHOJOrIH, $KI BIAMOBIJAOTh CYYaCHUM
CTaHaapTaM Lu(ppPoOBOro AU3aitHy.

[Tporiec cTBOpeHHS KOHPIryparopa BKJIKOYAB po3poOKy Bif €1 JO TEXHIYHOTO
BTIJICHHSI, TPXA IbOMY OyJIM BpaxOBaH1 MOTPEOM KIHIEBUX KOPUCTYBAUiB Ta cnenugika
pobotm nu3aiiHepiB. [Iporpamuuii mpoaykr, skuii Oynao po3poOJEHO, MICTHTH
KOMITIEKC (PYHKIIH Aj11 BHOOPY Ta PO3MILICHHS 00'€KTIB, HAJTAIITYBAHHS OCBITJIICHHS,
KOJIbOPY, TEKCTYP 1 IHIIUX MapameTpiB. BaxKMBOWO OCOONMBICTIO € HOro 3/1aTHICTh
ajanTyBaTHCs JI0 PI3HUX PIBHIB TOTYXHOCTI OOJaJHaHHS, U0 pPOOUTH KHOro
JOCTYIHUM JUTS LIMPOKOTO KOJIa KOPHUCTYBAYiB.

VY miacyMmky, kBamigikaiiiiHa poboTa JEMOHCTPYE HE JIMIIEC aKTYaJIbHICTh Ta

HEOOX1/IHICTh BUKOPUCTAHHS LU(PPOBUX TEXHOJOTIH y cdepi Au3aiiHy 1HTEP'epy, a i
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peaiizye NpakTHYHWI THCTPYMEHT, 3JaTHUH CYTTE€BO MIABHIIMTH €()EKTUBHICTH Ta
AKICTh IM3aiiHEepChKOi mpani. PoboTa BiAKPUBAE HOBI NEPCIEKTHBH s TOJAIBIINX
JOCIIKEHB Ta PO3pO0OK B 00J1aCTI HU(PPOBOTO AU3aiHY, HAJA0UX [IIHHUI BHECOK Y

PO3BUTOK JAHOTO HANPAMKY .
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PO311J 1. AHAJII3 CYUACHUX METOAIB PO3POBKH
KOMIT'FOTEPHOI MOJEJII KOH®IT'YPATOPA PO3MIILIEHHS
EJJEMEHTIB IHTEPEPY BYAIBJII HA OCHOBI TEXHOJIOT'TI UNREAL
ENGINE

1.1. edininist Ta npu3HaAYeHHs KOHpiryparopa

1.1.1. BuznaueHHst KoHpiryparopa

Koniryparop — 11e mporpamue 3a0e3neucHHs ad0 IHTEPaKTUBHUN THCTPYMEHT,
PO3pOOIEHMIA 1711 AONOMOTH KOPUCTYBadaM y BUOOPI, HAIAINTYBAHHI, KOMIIOHYBaHHI1
OPOAYKTIB ad0 MOCHYT 3rifHO 3 iXHIMH crnenu(piYHUMHU MOTpeOaMu 4d BHMOTAMH.
KitrouoBor0 0cOO0NMMBICTIO KOH(Iryparopa € HOro 34aTHICTh JUHAMIYHO BlI0OpakaTH
PE3yAbTaTH HA OCHOBI BUOOPY KOPUCTYBaya, 3a0€3Meuy0Yd TAKUM YAHOM BI3yaJIbHAN
3BOPOTHHI 3B'A30K.

KondirypaTtop 3acToCOBYy€TbCS Yy PI3HUX cdepax, HANpUKIAL, y Au3aitHi
MPOAYKTIB, TaKMX SK AaBTOMOOULT, KoMM'toTe€pH, MeOal ado ondr, J03BOJISIOUM
BUOMpATH Kodip, popMy, po3Mip, CTHJIb Ta aKcecyapu. BiH TakoK BUKOPUCTOBY€ThCS
U BUOOPY MOCHYT, SK-OT TYPUCTHYHMX IMAKETIB, CTPAXOBUX IJIAHIB, MIAMKACOK a00
KyPCIB, JO3BOJISIFOYM HAJAIITOBYBATH MICUE MPU3HAYEHHS, TPUBAIICTb, OOKET,
MOKPUTTS Ta 3MICT mociayrd. Kpim Toro, KOH(IrypaTtopu 3acTOCOBYIOTHCS JUIs
HAIAINTYBAHHS CHCTEM, SIK-TO MEPEXK, MPOrpaMHOro 3abe3neyeHHs, 0a3 NaHuX 4d
BeOCATIB, IJITXOM BCTAHOBJICHHSI TAPAMETPIB, OMLIHA, PyHKILIHA Ta (yHKI[1OHATBHOCTI
[1].

[TepeBaru koH(DIryparopiB BKIKOYAKOTH 30UIBIICHHS 3aI0BOJICHOCTI KITIEHTIB,
MIABUAIIEHHS audepeHianii Ta 1HHOBAINIMHOCTI MPOAYKTIB YHA TMOCIYT, 3HUKEHHS
BUTpPAT Ta TMOKpalleHHS €(EeKTHBHOCTI mponeciB. BOHM Takoxk A0MOMAararoTh
ONTUMI3YBAaTH  KOH(IrypauiiHuii  mpomec, 3a0e3MeUYyroud  CyMICHICTbH  Ta
PEaTI30BaHICTh PILIEHHS.

VY KkoOHTEKCTI 1HTEp'epy Oyaim Ta 3D MOAETOBaHHs, KOH(IrypaTop H03BOJISIE

Tu3aifHepaM, apXITEKTopaM ad0 KIHIIEBUM KOPUCTYBayaM B3aEMO/IISTH 3 €JICMEHTAMHU
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OPOCTOPY B PealbHOMY 4Yaci, NEPEBIPATH PI3HI KOMOiHALIi MaTepiaiB, KOJbOPIB,
MEOIIIB Ta IHIOUX €NEMEHTIB 1HTEP'epy. Lle Moke OyTM BKpail KOPUCHUM JUIs
BI3yasmizalii (piHaJIbHOTO BUIJISTY MPUMIIIEHHS a00 JUIsl JEMOHCTPALlii MOTEHI[IHHUM

MOKY MM YK KJTlEHTaM [2].

1.1.2. Poab koH(pirypaTopa B Au3aiiHi inTep'epy

KoH@irypaTopu rparots KIIFOHUOBY POJIb y MPOLECT AU3ANHY IHTED'€PY, OCKUTBKA
BOHM 3a0€3MEYyOTh OUHAMIYHE 1 THYYKE CEPEHAOBHINE /I MOJCIIOBAHHS Ta
BI3yastizallii mpocTOpoBUX pimieHb. OCHOBHUMHU aCMEKTaMU BIJIUBY KOH(Iryparopis
Ha Ju3aiiH iHTep'epy € [3]:

IntepakTuBHicTh i Kacromizauisi: Kondiryparopu no3BossiroTe Au3aiiHepam
1 KJTIIEHTaM B3a€MOJISITH 3 €JIEMEHTaAMU JM3aiiHy B peanbHOMY 4aci. [le o3Havae, 1o
MO>KHA HIBUAKO 3MIHKOBATH KOMIOHYBAHHS, KOJBOPHW, MAaTeplaid Ta 1HIII ACTIECKTH
IN3aitHy, 100 MoOAUnTH, K L€ BIUTMHE HA 3araJIbHANA BUTJISI Ta BIAYYTTS IPOCTOPY.

Bizyanizanis ta Ilependavennsi: CyuyacHi KOH(pIrypaTopu, ocOONIMBO Ti, 10
BUKOpHUCTOBYIOTH Unreal Engine, 3a0e3nedyroTh BHUCOKOSIKICHY Bi3yalli3alliio, sika
JoMoMarae Kpaime YsSBUTH KIHIEBHIA pe3ynbTar. lle BaxkiMBO AJis NPHAHATTS
OOrPpYHTOBAHMX PINICHb MO0 JM3aliHY IHTEP'€pPYy, MO3BOJISIOYM KIIIEHTaM Ta
nu3aiiHepaM €(peKTUBHO CHIBIPAIFOBATH.

EdextuBHicTs Ta 3HM:KeHHs1 Burpart: BukoprucranHs KOH(IryparopiB Moxxe
3HAYHO CKOPOTHUTH Yac Ta BUTPATH, MOB'SI3aHI 3 MPOEKTYBAHHSAM IHTEP'€PY. 3aMiCTh
(13MYHOrO CTBOPEHHSI MAKETIB a00 JEKUTbKOX AW3aiHIB, KOH(IrypaTop M03BOJISE
IIBUJKO MOJICJIFOBATA Ta OIIHIOBATH PI3HI BaplaHTH, 3HWKYIOUM WMOBIPHICTh
NOMMJIOK Ta HEE(DEKTUBHHUX PILLIEHb.

Binnoignictes Kiiearcbkum OuikyBannsim: KoH(pirypaTopu 3a0e3neuyroTh
MO>KJIMBICTh CTBOPEHHSI IM3aiHIB, SIK1 TOYHO BIJAMNOBIAAIOTH BUMOraM Ta NOOaKaHH SIM
KJTIEHTIB. 3aBAsKW THYYKOCTI KOH(DIrypamniii, KIEHTH MOKYTh BiauyBaT ceOe OubII
BKIIFOUEHUMH Yy TPOLEC JAW3aifHy, [0 MiJBHILY€E iXHE 3aJ0BOJCHHS KIHLIEBAM

PE3ybTaTOM.
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Interpanis 3 Immmvm Cucremamu: CyyacHi KOH(ITYpaToOpd 4acTo
IHTETPYIOTBCS 3 IHIOMMHM 1HCTPYMEHTAMHU Ta CUCTEMAMHM, HANPUKIIAJ, 3 CHCTEMaMU
ynpaeiiHHsa npoektaMmu abo CRM-cucremamu. lle n03BOoJsie CTBOPrOBATH OLIbLI

371aroKeHI Ta €ePEKTUBHI poOOUl TPOLECH.

1.2. Tunu koHpiryparopis

IIpoaykToBi KOH(}IrypaTtopum Npu3HAYCHI I HAIAITYBAHHS KOHKPETHUX
OPOAYKTIB. BOHM A03BOJSAIOTE KOPUCTYBaYaM BUOMPATH PI3HI OMILIi, TaKl K KOJIp,
Marepiaj, po3Mip, OO CTBOPUTH MPOAYKT, IKAK BIANOBIAAE ixHIM ynoaoOanHsM. Lle
0COOJIMBO MONMIMPEHO B PO3APIOHIA TOPriBjl Ta €IEKTPOHHIN KOMEpIi, A€ KIIIEHTH
MOXXYTh HaJAlITOBYBaTH BCE BiA MEOIIB J0 OAATY Ta FOBEIIPHUX BHPOOIB.
Bukopucrtanss Takux KOHQIryparopiB 3a0e3neuye Oulblly 33J0BOJIEHICTh KIIEHTIB,
OCKUIbKM BOHHM OTPUMYIOTb NPOAYKT, W10 BIANOBIAAE iXHIM 1HAWBITYJTLHUM
noOaKaHHSIM.

IIpocTopoBi koHpirypaTopu 30Cepe/HKEHI HAa B3a€EMOJIi 3 MPOCTOPOBUMH
€JICMECHTaMU, TAKUMU SIK MeOJI1 UM JeKopauli y BIpTyalbHOMY TpocTopl. Bonn naroth
MO>KJIMBICTh KOPUCTYBayaM MAaHIMyJIIOBaTh O0'€KTaMU B TPUBHMIPHOMY IPOCTOPI,
100 NEPEBIPUTH Pi3H1 BaplaHTH PO3MILLEHHS Ta Au3aiiny. Llel tun koHdiryparopa €
BJIMBUM IHCTPYMEHTOM JUIsl aPXITEKTOPIB TA AU3ANHEPIB IHTEP'€PY, HO3BOSAIOUYM iM
Ta iX KJIIEHTaM BI3yaJIbHO OLIIHUATH 1 TUIAHYBATH JAM3aiH MPOCTOPY MEPII HIXK MEPEHTH
JI0 peatizari.

BisyanbHi koH}irypaTtopu (oKyCyOTECS Ha €CTETUYHHX ACMEKTaX, TAKUX SK
KOJNBOPH, TEKCTYpH, Ta B3yanbHl edektn. Lleli Tunm koHQiryparopa IIHPOKO
BUKOPHUCTOBYEThCS Y c(epax, A€ BI3yaIbHUH ACMEKT € KPUTUUYHHUM - HANPUKIAM, Y
IU3aiiHl oAy YM TEKCTWIK. BidyanbHl KOH(Irypatopd HagarOTh MOXKIMBICTH
KOPHCTYBa4aM JIETKO €KCIIEPUMEHTYBATH 3 PI3HUMH Bi3yIbHUMHU BaplaHTaMH, 3HAYHO
CHPOILLYOYH MPOLIEC BUOOPY OU3aiHY.

DYyHKUIOHATBbHI KOH(QIrypaTopu 30CEPEIXKCHI HA TEXHIYHMX AacleKTax
OPOAYKTIB, TAKMX SK IXHI BJIACTHBOCTI Ta (PyHKUIIOHAIBHICTH. LI KoHpiryparopu

3a3BUYaii BUKOPUCTOBYIOTHCS Y TPOMHUCIOBOMY CEKTOpl, A€ BaXJIMBO TOYHO
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HAJIAINTYBATH TEXHIYHI MapameTph NPOAYKTY. BOHHM J03BOJSIOTHE KOPUCTYyBayam
BUOMpaTn cnenudikanii Ta KOMIIOHEHTH, 00 CTBOPUTH MPOIYKT, KWl MOBHICTIO

BIJIMOBIJIA€ iXHIM TEXHIYHAM BUMOTaM Ta OYIKYBaHHsM [4].

1.3. IIporpamue 3a0e3ne4eHHsI A1 CTBOPEHHS KOHpIrypaTopis

1.3.1. Unity

Unity, po3pobnennii komnaniero Unity Technologies, OyB Bunymiennii y 2005
powl 1 CHoYaTKy HauIeHWA Ha 3poOneHHs Po3poOKu 3D-1rop AOCTYMHIIIOK JUIs
HE3AJIECKHUX PO3POOHMKIB. 3 TOr0 4Yacy MABUTYH MPOWINOB 3HAYHY E€BOJIIOLIIO,
PO3IIMPHBILN CBOi MOKJIMBOCTI 1 BUPIC Y OJMH 3 HAMMOMYJISPHIIINAX ITPOBHAX JBUTYHIB
Ha cBITOBOMY pHHKY. OcobmuBicTio Unity € HWOro mMyiabTHILIATQOPMHICTb. JBUTYH
J03BOJISIE EKCIOPTYBATH MPOEKTH Ha moHaAd 20 pi3ux miardopm, Brmrovaroun 1K,
MOOUIbHI MPUCTPOi, IFPOBI KOHCOJI, & TAKOX CHCTEMH BIPTyalbHOI Ta JOMOBHEHOT
peanpHOCcTi. lle pobutek Unity iaeaibHUM 1HCTPYMEHTOM Ui PO3POOHHUKIB, SIKi
OParHyTh JOCITTH IHAPOKOoi ayautopii. Unity BKIHOYAE IHTYITUBHO 3pO3yMUIHAN
BI3YAJIbHUI PEAAKTOp, SIKWW MOJIECTIIYE PO3MIIIEHHS O00'€KTIB, peIaryBaHHs CICH Ta
IHTerpanito akTtupiB. BOyaoBaHwid (I3WyHWA JBUTYH [O3BOJISIE PEATICTUYHO
MOJICTIIOBATH B3a€MOAIlI B ITPOBOMY CBITI, a BI3yaIbHHMI IIEHACPHUI pPeIaKkTop
JI03BOJISIE PO3POOHMKAM CTBOPIOBATH Ta HAJIAITOBYBATH MaTepiajiv 6€3 HE0OX1THOCTI
nucatu kox [5]. [IporpamyBanns B Unity 3acHOBaHe Ha MOBI C#, siKa € CYy4acCHOIO,
00'€KTHO-OPIEHTOBAHOKO MOBOKO 1 BITOMOIO CBOEHO JIETKICTIO Y BUBYEHHI TA IIUPOKOKO
niarpumMkoro. CkpunroBa apxiTektypa Unity na€ MOXIMBICTD HIBUAKO 3MIHIOBATH
NOBENIHKY Ta B3aEMOJIi B Ipi, U0 POOUTH PO3POOKY THYUYKOK Ta THTEPAKTHBHOKO.
Unity BIAPI3HAETbCS THYYKICTIO Yy JIILEH3YBaHHI. {11 cTapramiB Ta HE3aleKHUX
PO3POOHUKIB JOCTYyMHA OE3KOMITOBHA BEPCIs, TOAI K JUIsi OUIBIIMX KOMEPIIHHNX
MPOCKTIB Ta CTYIId MPOMOHYIOTHCS CHeliali3oBaHl IuiatHi  omii. JIBUTYH
NIATPUMY€ETHCS BEIMKOK MIOOATBHOK CIIJIBHOTOXO, IO MOCTIHHO PO3BMBAETHCS Ta
J0ToMarae OJHE OJHOMY 4epe3 (gopymu, rpynu Ta HaBuajabHi Marepianu. Unity

3aCTOCOBYETBHCS HE TUIBKHA y cdepi po3poOku 1rop. Moro rHydkicTe 1 NOTY>KHICTb
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3HAWIIIA BUKOPUCTAHHS Y TAKUX Taly3sX, K apXiTeKTypa, MEIMLMHA, OCBITA, 1€ BIH
BUKOPHCTOBYETHCS JIJIsl CTBOPEHHS MPOEKTIB BIPTYAIbHOI Ta TOMOBHEHOI PEAIbHOCTI.
Unity 3100yB CBITOBE BU3HAHHSI 3aBJISIKM CBOIM BIAMIHHUM MOMKJIMBOCTSIM, CHJIbHIM
MIATPUMIL CIIUTBHOTY Ta 3JaTHOCTI MPaIfOBAaTH Ha pi3HUX miardopmax [6].

I'nyuke Ynpasiinasa AxruBamm: Unity A03BOJsi€e €PEKTUBHO YIPABISTH
akTUBaMH, BKJIFO4aroud 3D-Moaeni, TekcTypw, aHiMailli Ta 3BykoBl (aitim. Lle
3a0e3neuye 3py4uHICTh OpraHizalii Ta IHTerpanii pi3HOMaHITHOTO KOHTEHTY B IPOEKT.

Po3mmpeni MoxauBocti AHiManii: Unity MICTUTh OTY>KHI IHCTPYMEHTH JUTsI
CTBOPEHHS Ta peAAryBaHHs aHIMalii, 010 T03BOJIsIE PO3POOHUKAM CTBOPIOBATH IJIaBH1
T4 AMHAMIYH] aHIMALlii ISl IEPCOHAXKIB Ta 00'€KTIB.

Kpocniaargopmue Posroprannsi: Unity 3a0e3nedye KpocmaaT(OpPMHICTb,
JO3BOJISIFOUM PO3POOHHMKAM JIETKO PO3rOpPTaTH CBOT MPOCKTH HA PI3HUX MiargopMmax,
Briroaroun Windows, MacOS, 10S, Android, pizai VR/AR cuctemu Tta Oarato
THIIUNX.

Cucrema CkpunriB Ha C#: Unity BukopuctoBye C# sIK MOBY POTrpaMyBaHHS,
HAJAK4YA PO3POOHHMKAM TMOTY>KHI Ta THYYKI MOMIIMBOCTI Uil CTBOPEHHs IrPOBOI
JIOTIKM Ta IHTEPAKTUBHOCTI.

InTerpaunia ®iznunoro /IBuryna: Unity Bkirovae B ceOe (I3MYHUI ABHUTYH,
KW J03BOJSIE PEATICTUYHO CUMYJIOBAaTH (Pi3MvHI B3aemonii B LU(POBOMY CBITI,
HAJAKYH PEATTICTUYHICTD PyXaM Ta AUHAMILI CLEH.

InTyiruBnmii Bisyansnuii Pemakrop: Unity Hajmae 3pyuyHMid 1 1HTYITMBHO
3po3ymiutuaid 1HTEpQEC, SKMH J03BOJIsIE PO3POOHMKAM JIETKO PO3MILYBATH Ta
MaHIIMYJIFOBATH 00'€KTAMU B CIICHI, 4 TAKOK HAJIAIITOBYBATH OCBITJICHHS Ta KAMEPH.

IHinTpumka CrninbHoTH Ta Pecypen: Unity mae BEMKy Ta aKTUBHY CHUTBHOTY
po3poOHUKiB. Lle 3a0e3nedye MOCTYN 10 YMCIEHHUX HaBYAJIbHUX PECYPCIB, TOTOBUX
AKTHWBIB, IJTIATTHIB T CKPHIITIB, 110 JOMOMAarae HOBayKaM [IBUIKO OCBOITH TUIaT(Gopmy
Ta AOMOMArae JOCBITUCHUM PO3POOHUKAM MMiABUIIMTHA MPOIYKTUBHICTH CBOET pOOOTH.

AnantuBHicTh 10 Pisnnx IpoektiB: Unity HE 00MEXKYETHCS JTUIIE POZPOOKOIO

irop. Moro Mo>kHa 3aCTOCOBYBATH y Pi3HUX cepax, TAKUX K apXITEKTypa, OCBITa,
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MEIMIMHA Ta 1HOI, JUIsl CTBOPEHHS IHTEPAKTMBHHMX Bi3yali3allii Ta MPOEKTIB

BIPTYalIbHOI pealibHOCTI [7].

1.3.2. WebGL

WebGL (Web Graphics Library) € JavaScript APl mist pennepunra 2D ta 3D
rpadiku 6e3nocepeHbO B Opay3epi, 0 YHUKAE HEOOX1THOCTI BUKOPUCTAHHS Oy ib-
akux riaridiB. bazytounce Ha OpenGL ES 2.0, WebGL moke BUKOPHUCTOBYBATH
anapaTHe MPUCKOPEHHS rpadiky, Mo JOCTYIHE HAa 0araTb0X Cy4aCHUX CUCTEMAX.

Opnniero 3 ronoBHux nepear WebGL € #oro kpocrmnatrOpMHICTb. 3aBIsSKA
TOMY, IO KOHTEHT I1HTErpOBaHM B Opay3ep, BIH MOXKE MpALOBaTH HA OyIb-sKii
miaropMi  ad0 TOPUCTPOI, SKUM MATpUMYE cydacHud BeO-Opaysep. Lld
yHiBEpcanpHICTh poOuth WebGL ineanbHuM At CTBOPEHHS! KOHTEHTY, JOCTYITHOTO
HA IAPOKOMY CIIEKTPI MPUCTPOIB.

KpiMm Toro, BIH HE BHMAara€ YCTAHOBKM JOJATKOBOTO MPOTPaMHOIO
3a0e3neueHHss a00 MJariHiB, poOisiuM HOro JErko MAOCTYIHUM Ta MPOCTAM Y
BUKOPUCTaHHI. 3aBJISIKU 3/IaTHOCT1 BUKOPUCTOBYBaTH rpadgiunnii npouecop (GPU) mis
penaepunra, WebGL 3a0e3nedye BUCOKY MPOAYKTUBHICTh Ta JA€Taiizaiiio rpapiku
[8].

Jlis podotn 3 WebGL, Garato po3poOHHMKIB BUKOPUCTOBYIOTH BHILECPIBHEBI
JavaScript-616motekn, taki sk Threejs Ta Babylon.js. 11 010/1i0TeKkn monermyoTh
cTBOpeHHs 3D-clieH, MarepiajiiB, CBITJIA Ta IHIIMX €JIEMEHTIB rpadiku, poOisyu
npouec Oulbll JOCTYMHMM Ta MEHII CKJIQJHWAM, OCOOMMBO JUIsl TUX, XTO HE MAae
rIMOOKUX 3HaHb y rpadiri.

Onnak, npu po6oti 3 WebGL, po3poOHUKHN CTUKAIOTHCS 3 TEBHUMH BUKIMKAMU.
Ockinbkn WebGL mpamroe Ha HU3bKOMY PIBHI, ICHYKOTh MOTEHLIWHI TpoOaeMu
oesneku. Kpim Toro, xoua OUIBIIICTh cydacHUX Opay3epiB miarpumye WebGL, neski
crapimi Bepcii abo cnenuQivyHi HAJIATYBAHHA MOXYTh HE NIATPUMYBATH IO
TEXHONOT1H0. Takok MPOIyKTUBHICTb MOKE BIAPIZHITHCS B 3aJIEXKHOCTI BiJl TPUCTPOIO,

Opay3epa Ta apaiiBepis rpadiunoi kaptu [9].



17

BpaxoByroun mi acnexktd, WebGL Bumarae Big po3poOHUKIB TIMOOKOTO
po3yMiHHs rpadiku Ta 34aTHOCTI mpauroBatd 3 HU3bKopiBHEBUM APIL. Po3poOka
3a3Buyail BrIrOUae iHimamizanito WebGL, cTBOpeHHs wieiaepiB, BU3HAYCHHS
reomeTpii 00'ekTiB, poOOTY 3 YHIpOpMamMHu Ta TEKCTYypamH, PEHACPUHI CLUEHU Ta
ontumizamito. s aebariHry Ta aHamsy rpadiyHoi mimuiaiHi BUKOPHCTOBYHOTHCS
cremiamizoBani 1HCTpyMeHTH, Takl sk WebGL Inspector. Taxoxx WebGL wacro
IHTETPY€eThC 3 1HIMMU BeO-API, pO3MIMPIOIOYM MOMKIIMBOCTI 1HTEPAKTHBHHUX

3acTocyHkiB [10].

1.4. 3aranbnuii orsisia Texnodiorii Unreal Engine

1.4.1. IcTopis Ta po3sutok Unreal Engine
Unreal Engine, oauH 3 HaWBIAOMINIMX ITPOBHX JBUTYHIB, OyB CTBOPCHHIA
xommaniero Epic Games. Moro nepma Bepcis, Unreal Engine 1, 6yna Bunymena y 1998
poi pazom 3 rporo "Unreal". [TepBicHO 1BUTYH OYB po3p0oOsieHMIA AJ1 NOTPed MIyTEPiB
BiA mnepmoi ocolu, aje 3 4YacoM HOro MOKIMBOCTI 3HAYHO PO3LIMPHUIINCH,
NEPETBOPHUBILM HOTO HA YHIBEPCAIbHUI 1HCTPYMEHT Ui CTBOPEHHS 1rOp PI3HHX

YKaHPIB.

Haiinosima Bepceis, Unreal Engine 5, Oyna anoncoBana B 2020 poui Ta Bpaxae
CBOIMM 1HHOBaUIIMH y rpadill Ta peaii3mi, MPOMOHYKYHM wOIe OUIbII TMOTY>KHI
THCTPYMEHTH JUIsl CTBOPEHHS (POTOPEATICTUYHUX CLCH Ta JUHAMIYHOTO OCBITJICHHS.
3aBAsAKM TaKUM TEXHOJIOTISAM, ik Nanite Ta Lumen, Unreal Engine 5 BinkpuBae HOBI
TOPU30HTH JJI1 PO3POOHUKIB y PIZHUX Tally3sX, PO3MIMPIOIOYM MEKI MOKIMBOTO B

uudposiii Bizyamzani [11].

1.4.2. OcHoBHi QyHkuii Ta moxausocti Unreal Engine y po3po0ui
KOH(Iryparopis
Unreal Engine, po3poOnenmii Epic Games, € ogHUM 3 HaWOOTY>KHIIINX

IHCTPYMEHTIB JUIsl CTBOPEHHS 1TOP Ta IHTEPAKTUBHUX TOCBIAIB. BiH Bimomuii cBoOiMu
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NEPETOBUMH MOKITMBOCTSIMU, SIK1 BIAKPUBAKOTH IIMPOKHANA CIEKTP MOKIUBOCTEH AJIst
PO3POOHUKIB y PI3HUX TaTy3sX.

Unreal Editor: OcHOBHUMI pelakTop JBUKKA, SKWHA MPALFOE 3a MPUHLIUIIOM "T€,
110 BU Oauute, T€ i oTpumacte”. [HImMMu cnoBamu, (PIHATBHUIA Pe3yabTar OyJe TAKUM
caMHuM, SIK T€, 110 PO3pOoOHMKH OauyaTh B TPUBUMIPHOMY BikHI. Pemakrop nyske
3pY4YHUI Y BUKOPUCTAHHI 1 3a01Ia/Ky€ Oarato 4acy KOMaH/M - BCl PECYPCH, TaKi K
MOJIENI, BI3yallbHI €PEKTH, IPKEPENA CBITIA 1 T. /1., MO’KHA PO3MICTHATH HA CLEH], TPOCTO
neperaryroun ix 3 nanok. ®akrmuno, Unreal Editor € KOMIUIEKCHOKO CHUCTEMORO,
PO3POOJICHOKO ISl HAIaHHSI PO3POOHUKAM BCIX HEOOXITHUX THCTPYMEHTIB B OJTHOMY
mici [12].

Blueprint: Unreal Engine n03BoJisse po3poOHUKAM BUKOPHUCTOBYBATH BJIACHY
BI3yaJIbHY CUCTEMY MporpamyBanHs, Blueprint, mo poOuTe 1BUKOK TOCTYITHUM HABITh
JUI KOpACTyBaviB 0€3 HaBUYOK MporpamyBaHHs. Blueprint ineanbHO MiAXOANUTH AJIst
PO3pOOKH Ta MIBHAKOIO TECTYBAHHS HOBUX 1€

Sequencer: IHCTPYMEHT I CTBOpEeHHs KiHemartorpadiusmx cueH. Horo
()YHKIIOHAIBHICTh CXO0Ka HA 3BHYAWHMWI B1ICOPEOAKTOP: KOKEH €JIEMEHT - 3BYK,
aHiMarlis 1 T. 1. - Ma€ CBIM BJIACHWI TPEK, A¢ MOKHA T0JABATH KITFOUOB1 Kaapu abo
peaaryBaTd HEOOXIJHWA CErMEHT OKpeMoO. [HImMMU clioBaMH, Sequencer Hajaae
MO>KJIMBOCTI JUIsl IOBHOTO peAaryBaHHs Biaeo 0€3 BUKOPUCTAHHS CTOPOHHIX CEPBICIB,
10 TOCUTH 3py4HO [13].

World Composition: Unreal Engine mnonermye po3poOKy BEIMKHX I1TOp 3
BIIKPUTHM CBITOM, HAIAK0UM CUCTEMY MTOTOKOBOI Iepeiayl piBHIB. 3 HOro 10NOMOT OO
PO3POOHUKHA MOXYTh CTBOPIOBATH IJIABHWI TU3aiiH PIBHIB 3 LIIO31€10 O€3NEPEPBHOT
HAPATHBHOCTI Ta ONTHUMI3ALIEI0 MPOAYKTUBHOCTI. [IpakTMYHO LE Aa€ TpaBLsIM
MO>KJIMBICTh BUIBHO MEPEMIIIATHCS MIXK PIBHSIMH 0€3 EKpaHy 3aBaHTAXKEHHS - BCI JaHi
OPO PO3TAllyBaHHS 3aBAHTAXKYKOTHCS B MaM'sTh 1 MPOCTO BiAOOpaKarOThCs abo
OPUXOBYIOTHCS MPH MEPEMILICHHI KOPUCTYBayva.

Control Rig: IHCTpymMeHT [uisi MaHIMyJIFOBaHHS KICTKAMW TEPCOHAXKA B

PEAAKTOPI, IO 3HAYHO CHPOIILYE MPOIIEC CTBOPEHHS PITTIHTY.
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[Tnariam: Unreal Engine takox oGnagHanuii BOy10BaHUMU Tuiarinamu Big Epic
Games. 3 iX 10MOMOrow po3pOOHMKM MOKYTh LIIBUAKO JOAABATH CTBOPEHI MOJAETI
nepcoHaxiB 3 MetaHuman Creator, BucokoskicH1 pecypeu 3 Quixel Megascans abo

pecypceu 3 Unreal Marketplace [14].

1.4.3. IlepeBaru Ta HexoJqiku po6oru 3 Unreal Engine

Ilepesaru:

IIpuronommuiuBa rpagika: Unreal Engine BioMHiA CBOEKO BHCOKOSKICHOIO
rpadikor Ta pealiCTUYHUMU e(PEeKTaMu OCBITJIEHHS. BiH miATpuMye Takl mepenosi
(yHKIi, K TpaCyBaHHs MPOMEHIB, TT00aIbHE OCBITJICHHS, JMHAMIYHI TiHI Ta MOCT-
00po6H1 edekt. Unreal Engine Moke CTBOPHOBATH BI3yaJIbHO BpaXkaroyl IrpH, sKi
MO>KYTh KOHKYPYBaTH 3 AAA-TUTyIamMu.

I'nyuxe nporpamysannsi:. Unreal Engine miarpuMye sik MOBY MpOrpaMyBaHHs
C++, Tak 1 Bi3yanbHi ckpunToBi MOBM Blueprint. C++ - moTy)Ha Ta IIHAPOKO
BUKOPHCTOBYBaHA MOBA IPOIPaMyBaHHsI, SIKa 1a€ PO3POOHUKAM IMOBHUNA KOHTPOJIb HAJ
JIOTIKOK0 TPW Ta MPOAYKTUBHICTIO. Blueprint - ne rpadiunuii iHTEepdeiic, gxuii
J03BOJISIE pO3POOHMKAM CTBOPIOBATH JIOTIKY Tpu Oe3 HanmucaHHs kony. Blueprint
1A€aJIbHO MIAXOMUTh Ui TMPOTOTHIYBAHHS, TECTYBaHHS Ta PO3POOKH IrPOBUX
¢ynkuiii. Unreal Engine Takox mae Garatuii Hab1p 1HCTPYMEHTIB Ta PEAAKTOPIB, K1
MOJICTHIIYFOTh Ta MPUCKOPIOKOTH PO3POOKY.

IHinTpumka O6ararsox miaardopm: Unreal Engine moke po3ropraru irpu Ha
pizaux miatdopmax, Bratouaroun Windows, Mac, Linux, 10S, Android, PlayStation,
Xbox, Nintendo Switch ta VR/AR npuctpoi. Unreal Engine apromatiiano o0po0iisie
cnenu@iuHl BUMOTW Ta ONTHUMIZalli JUIS KOXKHOT MiaropMu, TOMY PO3POOHUKH
MO>KYTh 30CEPEANTUCS HA AM3aiiHI Ta (PYHKI[1I0HATBHOCTI IPH.

Henonixu:

Kpyra xpuBa naBuannsi: Unreal Engine - ne ckimagHuii Ta BUTOHYEHMIA
IrPOBHI IBUKOK, SIKAI BUMarae 0arato 4acy Ta 3yCHib Ul OCBOE€HHs. Bin Mae Garato
(yHKII1# Ta O, IKi MOKYTh OYyTH BaXKKUMU [T oyaTkiBLiB. Unreal Engine Takox

Mae 1HIMKA poOOYMiA MpoLEC Ta TEPMIHONOTIKD, HIK 1HINI ITPOB1 JBHXKKH, TOMY
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po3poOHuKaM noTpiOHO BUBUKTH cnociO podotu Unreal Engine. Unreal Engine mosxe
He OyTH HailkpaiuMm BUOOPOM AJis NPOCTHX a00 Ka3yallbHUX 1rop, Kl He NOTPEOYOTh
HOro MOBHOTO MOTEHIIATTY.

Bunaakoi 3601 Ta nomuiaku: Unreal Engine - He 11¢aibHUIA IFPOBHI TBUKOK,
1 BIH MOX€ MaTh MpoOjeMHU 31 CTAOUTBHICTIO Ta CYMICHICTIO. JlesiKi KOpHCTyBaul
noBiaoMiIs0TE, 1o Unreal Engine BunmaakoBo 30MBaeTbes ad0 3aBUcae Ml 4Yac
po3poOku. Unreal Engine Takox Moke MaTh JesKI MOMUJIKA a00 3001, K1 BIUTUBAIOTh
Ha NPOAYKTHBHICTh a00 (yHKIIOHANBHICTE pu. Unreal Engine moke motpelyBaru

4aCTUX OHOBJICHb Ta MATYIB JUIsl BUMTPABJICHHS 1IUX mpodsem [15].

1.4.4. IlporpamyBannst Ha C++y Unreal Engine

[TporpamyBanns Ha C++ B Unreal Engine - e crnoci® CTBOPEHHS JIOTIKK TPH,
KOPHUCTYBALBKOTO 1HTEPQEiCY, (PyHKIIOHANBHOCTI peAakTopa Ta Oararo 1HUIOT.
[TporpamyBanus B Unreal Engine cxoske Ha crangapthumidi C++, ajie mae aesiki
BIAMIHHOCTI Ta PO3MMPEHHS, SKI TOJErUYKTh PoOOTY 3 MOXKIMBOCTSIMHM Ta
CUCTEMAMH JBUTYHA.

Unreal Engine Hanae na metoau, C++ Ta BidyanbHe cueHapitoBanHs Blueprint,
JUIsl CTBOPEHHSI HOBUX TreWMIieHHUX eneMeHTiB. C++ € OCHOBHOK MOBOIO
nporpamyBaHHs B Unreal Engine 1 BHKOPUCTOBYETBCS UIsl CTBOPEHHS OCHOBHMX
KJIaC1B ABUTYHA, FEUMIUIEHHOrO KapKacy, IHCTPYMEHTIB pEAaKTopa Ta 0araro 1HILIOTO.
Blueprint - nie BizyajibHa cucTeMa CIICHAPIOBAHHS, SIKA I03BOJISIE CTBOPIOBATH JIOTIKY
Ta TelMmuield 0e3 HamucaHHS KOAY, BHKOPUCTOBYIOUM BY3JIM Ta 3B'A3KW JUIs
npeacTaBieHHs (QYyHKIIH Ta 3MiHHUX. Blueprint 6a3yeTscst Ha C++ 1 MOXe OTpUMYBaTH
JOCTYN JI0 KjiaciB Ta PyHKIII#, siki BukiaaeHi 3 C++. Bu Takox MO)KHA CTBOPIOBATH
BiacH1 By31u Blueprint 3a nonomororo C++, 110 MOKE po3MHAPUTH (PYHKIIOHAIBHICTD
Ta MOKJIMBOCTI Blueprint [16].

Onniero 3 kmovyoBux (yHkuid Unreal Engine s nporpamyBanss Ha € Unreal
Header Tool (UHT), sxuii € cnieniaabHUM MONEPEIHIM TPOLECOPOM, SIKHIA aHATI3y€e
3arosioBkoBi (aiiam C++ 1 reHepye moaarkoBui koa s asuryHa. UHT no3Bosise

BUKOPHCTOBYBaTH Makpocu Unreal, siKi € cneniaibHUMHA KIHOYOBHMH CIIOBAMU, IO
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nounHatroTeest 3 UPROPERTY, UFUNCTION, UCLASS tompo. Ili makpocu
JO3BOJISIFOTh HAM BIAKPHUBATH Hamn Kiacw, QyHkmii ta 3minHi ans Unreal Engine
Reflection System, sika € cuUCTEMOIO, IO MO3BOJISIE OUHAMIYHI (PYHKIi, Takl SK
cepiai3anis, perikaunis, 30ip CMITTS, IHTErpaLis 3 peAaKTOpoM Ta goctyn Blueprint.
Hanpuknan, BukopucroBytoun mMakpoc UPROPERTY, Mu moxkeMo 3poOWTH Hari
3MIHHI PENAaroBaHMMH B PENAKTOPi, BUAMMUMH B jedarepl Ta JOCTYMHAMH B
Blueprint. BukopuctroByroun makpoc UFUNCTION, mMu MokemMo 3poOMTH Harli
¢yHKUii BUKnTuKaHumMu B Blueprint, nepekputumu B migkiaacax Ta MiJg€AHAHUMU 10
TOJTIH.

[Ile omnoro xmrovoBoro (PyHkuiero € Unreal Build Tool (UBT), skwmii €
CHELIATBHOK CUCTEMOKO 301pKHM, sKa BIANOBINAE 3a KOMOUIALIK Ta 3B'SI3yBaHHS
Bamioro koay Ha C++ ta koxy apuryHa. UBT BHKOpUCTOBYE MOyl jisl OpraHizamii
KOAY B JIOT1YHI OJMHMIL, 1 KOKE€H MOoayJib Mae (ain .build.cs, skuii BU3Havae iioro
3AIEKHOCT1, HanamTyBaHHs Ta npaBuia. UBT Takoskx BUKOpUCTOBYE (paiinm winei mist
BU3HAUEHHS KOH(DIrypamnii Ta BUBOLY NPOEKTY, TAKOTO SIK IPa, PEAAKTOP, CEPBEP 1 T.
1. UBT Moxe aBTOMaTUYHO BUSIBJISATH 3MIHM B KO/ 1 epe30MpaTy TUIBKKM Ti MOAYI,
K1 OyJIM 3MIHEH1, 0 MOKE MPUCKOPUTH MPOILIEC PO3POOKH.

Unreal Engine Takox Hamae Oararvii HaOlp 1HCTPYMEHTIB Ta (YHKLIH [uis
NOJIETIIEHHS TPOrPaMyBaHHSI, TAKHAX SIK:

Unreal Editor: OCHOBHHMI IHCTPYMEHT JUTsl CTBOPEHHS Ta PEIAry BaHHsI MPOCKTIB,
pecypcis, piBHiB Ta OinynpinTtiB. Unreal Editor Takoxx Mae pesxum VR, akuii 103B0JIsIE
cTBOproBaThd Ta OyAyBaTh CBITM B BIPTYyalbHOMY CEPEAOBUII PEATBHOCTI,
BUKOPHCTOBYIOUH BC1 MOXKIIMBOCTI HAOOPY 1HCTPYMEHTIB PEAAKTOPA.

Unreal Debugger: [HCTpyMeHT, IKHid 103BOJISI€ B1/UTAro/>KyBaTy Ball Ta JIOTIKY
ONMyNPIHTIB, BCTAHOBIIIOBATH TOYKW 3YNUHKW, MEPEBIPATA 3MIHHI, OOYHCIIOBATH
BUpA3M Ta IHIIE.

Unreal Automation Tool (UAT): [HCTpyMEHT, sIKuii 103BOJIsIE aBTOMATH3YBaTH
Pi3H1 3aBIaHHs Ta poO0Yl MPOLECH, TaKl K YINAKOBKA, TECTYBAHHS, PO3rOPTaHHS Ta

CIICHAPIOBAHHSI,
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Unreal Testing Framework (UTF): ®peitMBOpK, sikuii 1O3BOJISIE CTBOPIOBATH Ta
3aIyCKaTh aBTOMATH30BaH1 TECTH AJIsi KOy Ta JIOTIKK OJyNpPiHTIB, BAKOPUCTOBYHOUH
NEPEBIPKU, TECTOBI KEHWCH, TECTOB1 HAOOPH Ta TECTOBI BUKOHABIII [17].
VY nporpamyBanHi Ha C++ y Unreal Engine BAKOPUCTOBYIOThCS YACTEHH1 KJIACH,
KOKEH 3 SKUX Ma€ CBOi OCOOMMBOCTI Ta Mpu3HaueHHs. |1 kiach M03BONSIOTH
CTBOPIOBATH 1 po3WMproBaté (PYHKI[IOHAN 1rop 1 IHTEpaKTUBHUX ao0naaTkiB. OcCh
JETAIbHUM OMUC ACSKUAX 3 UX KJIACIB 13 MPUKIIAIaMHA KOJTY.
AActor € 6a30BUM KJIaCOM AJIsI BCIX O0'€KTIB Y T'Pl, AKI MOKYTh B3aEMOMIISTH 3
IrpoBUM CBITOM. Hampukian, SsKIo B XO4ETE CTBOPUTH NPOCTHHA 00'€KT, SIKUH MOKE
OyTH PO3MIIIEHUI Y CBITI, BU MOYKETE€ CTBOPUTH KJIac, KM yCHAIAKOBYETHCS BiJ
AActor:
#include "GameFramework/Actor.h"
#include "MySimpleObject.generated.h"
UCLASS()
class MYGAME API AMySimpleObject : public AActor
{
GENERATED BODY()
// KOHCTPYKTOP KJlacy
AMySimpleObject();

j:

APawn € migkmacom AActor i mpeacTapnsie 00'€KTH, SKUMU MOXE YIPaBISTH
rpaeenb a00 mtyuyHuid 1HTENEKT (Al). Lle ocHOBA /UTst CTBOPEHHS IPOBHUX MEPCOHAXKIB!

#include "GameFramework/Pawn.h"

#include "MyGamePawn. generated.h"

UCLASS()

class MYGAME API AMyGamePawn : public APawn

{

GENERATED BODY()

// DOyHKIIi Ta 3MIHH1 1715 yIIpaBiiHHS Pawn
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ACharacter € cnemianizoBaHuM miakiIacom APawn naias nepcoHaxiB, w0
nepecyBaroThes MKW, BiH Mae BOy 10BaHy MiATPUMKY JUTS XOABOU, Oiry, CTpHOKIB Ta
THILHAX PYXOBUX JIIH:

#include "GameFramework/Character.h”

#include "MyGameCharacter.generated.h”

UCLASS()

class MYGAME API AMyGameCharacter : public ACharacter

{

GENERATED BODY()
// KoncTpykTop Ta QyHKIIT A NEPCOHAKA

j:

L{i k7acu cmy>kaTh OCHOBOKO JUUIsl CTBOPEHHSI OCHOBHHUX efleMeHTIB irop y Unreal
Engine, 103Bosit0uM po3poOHMKAM CTBOPIOBATH OaraTHii 1 PI3HOMAHITHHNA 1TPOBHIA
CBIT. BukOpHCTaHHS LMX KJIAciB J03BOJISIE TOYHO HAIAIITOBYBATH MOBEMIHKY 1
BJIACTHBOCTI IFPOBUX OO0'€KTIB, HaAarO4d HEOOXIJHY THYYKICTh Ui peami3amii
YVHIKQIBHHUX ITPOBUX MEXAHIK.

Y nporpamyBanHi Ha C++ y Unreal Engine, psa KIIOYOBUX METO/IB
BUKOPHCTOBYIOTECS IS peaizalii 1rpoBoi JIOTIKM Ta ynpaeiiHHA 00'exktamu. OcCb
JAETAIbHUI OMUC 1UX METOMAIB 3 TNPUKIAJaMU KOAy, INO JEMOHCTPYHOTh iX
BUKOPHCTAHHS.

BeginPlay():

Meton BeginPlay() BHKIMKaeTbcs Ha MOYaTKy Irpu ad0 KOMM OO0'€KT
CTBOPIOETHCS 1 YACTO BUKOPUCTOBYETHCS AJId HIIa13ailli 00'ekTiB. Hanpuknan, sikuio
BaM NOTPIOHO HAIAINTYBATH NOYATKOBI MapaMeTpH 00'€KTa, 1€ MOKHA 3POOUTH TYT:

void AMyGamePawn::BeginPlay()

{

Super::BeginPlay();

// THimianizanist Ta HajJallTyBaHHS
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j
Tick(float DeltaTime):

Tick(float DeltaTime) € MmeTOI0M, SIKWIi BUKITUKAETHCSI HA KOSKHOMY KaJpl I'PH.
Ile imeanpHE Micle JUisi OHOBJICHHS JIOTIKM, TakKOi SIK MepecyBaHHs 00'€KTiB ado
BIJICTEKEHHS CTaHy TPaBLIS:

void AMyGamePawn:: Tick(float DeltaTime)

{

Super:: Tick(DeltaTime);,
// OHOBJICHHSI JIOTIKK 00'€KTa

j

OnOverlapBegin() Ta OnOverlapEnd():

[{i MeToaM BHKOPUCTOBYKOTHCS JUIsl BUSIBJICHHS Ta OOPOOKM KO3l Mk
o0'extamu. Hanmpukian, SKIo rpaBeilb BXOAUTh Y BU3HAYEHY 30HY a00 31IITOBXYE€THCS
3 mpeameTom [18]:

void AMylnteractiveObject::OnOverlapBegin(class UPrimitiveComponent™
OverlappedComp,

class AActor* OtherActor,

class UPrimitiveComponent® OtherComp, int32 OtherBodyIndex,

bool bFromSweep, const FHitResult& SweepResult)

{

// Jlorika, 10 BUKOHY€ETHCS MIPU BXO/I1 B 30HY
j
void  AMylnteractiveObject::OnOverlapEnd(class ~ UPrimitiveComponent™
OverlappedComp,
class AActor* OtherActor,
class UPrimitiveComponent™ OtherComp, int32 OtherBodyIndex)
{

// Jlorika, 1110 BUKOHY€TBHCS IPU BUXO1 3 30HU
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1.4.5. Bukopucranns Blueprints y Unreal Engine

Cucrema Blueprints y Unreal Engine, € BI3yaJlbHOIO CUCTEMOIO CKPHIITIB, sIKa
JI03BOJISIE pO3POOHMKAM Ta JM3aliHEpaM 1rop CTBOPIOBATHU KOMILJIEKCHY JIOTIKY O€3
HEOOX1IHOCTI TrMOOKMX 3HaHb Yy mOporpaMmyBaHHl. Blueprints  103BOSOTH
BI3yaJII3yBaTH KO SIK CXEMY 3 By3JIaMHU, sIK1 IPEACTABIISIFOTH Pi3H1 PyHKLIT Ta onepartii.
Bonwu iaTerpoBani 6esnocepennro B Unreal Editor, mo Hagae iHTYiTUBHO 3p03yMUTHA
iHTepdelic s CTBOpeHHs 1rpoBoi  Joriku.  Blueprints  BIAPI3HSIOTBCA  BiX
TpaauUIAHOrO mporpamyBaHHs Ha C++ THM, IO BOHM MIHIMI3yIOTh HEOOXIJIHICTh
HANMCaHHs KOy, TPOMOHY UM OUTbII rpaiuHMiA Ta IHTEPAKTUBHUAN TAXII.

Apxitektypa Blueprints y Unreal Engine BkItouae OEKUTbKA KIIFOUOBUX
KOMITOHEHTIB, $IK1 JO3BOJISIFOTh PO3POOHMKAM 1 JU3aiiHEpaM CTBOPHOBATH KOMILICKCHY
IrpPOBY JIOTIKY Ta B3aeMOJI0 B irpax. OCHOBHI KOMIOHEHTH Blueprints BkmtouatoTh
Event Graph, Function Graph, Variables Ta iHmn ememenTH, siki pa3omMm (GpOpMyrOTh
THYYKy Ta MOTY>KHY CHCTEMY Ui Bi3yaJlbHOrO nporpamyBaHHsi. Event Graph y
Blueprints € micuem, e BU3HAYAETHCS JIOTIKA pearyBaHHs Ha Pi3H1 IrPoBI MOIi, Taki
SIK HATUCKAHHS KHOTIOK, 3M1HA CTaH1B 00'€KTIB YK 3ITKHEHHS. [[e 103BOJIsIE peamizyBaTh
Pi3HI1 clieHapii B3aeMoli y Tp1, BiA NPOCTHX A0 cknaaHux. Function Graph 3abe3neuye
MO>KJIMBICTh CTBOPIOBATH BilacH1 (pyHKI1i Bcepeauni Blueprint. LI pyHKIii MOXYTh
BKJIFOYATH CEPIK0 BY3JIIB, IO BUKOHYIOTh MEBH1 Jii a00 OOYMCIICHHS, TUM CaMHM
PO3LIMPIOKOYM  CTaHAApPTHI MOkauBOCTI  Blueprints. Variables B Blueprints
BUKOPHCTOBYIOTECSL JUIsl 30€piraHHsl JaHWX, sSKI MOXKYTb 3MIHKOBATUCS MPOTATOM
IrPOBOTO MPOILIECY . 3MIHHI MOXYTbh Oy TH PI3HHX TUIIIB, TAKUX SIK YACIIA, PAAKH, 00'€KTH
a00 HaBITh CKjamHiml CTpykTypu AaHux. [nterpamiss Blueprints 3 Unreal Editor
JIO3BOJISIE BI3yaJIbHO KEPyBaTH BCiMa acleKTaMu CTBOPEHHS 1rPOBOi  JIOTIKH.
Po3poOHMKH MOXKYTh O€3MOCEPEHBO B3AEMOIIATH 3 €IEMEHTaMH 1HTep(eiicy,
HAJIAIITOBYBATH BJIIACTUBOCTI Ta 3B'A3YBATH PI3HI YACTHHM ITPOBOIO MPOIIECY YepeE3
rpadiunmii 1HTEpdElic, mo poOuTh mpouec po3poOKM OuUTbIl 1HTYiTHBHAM Ta
noctynmauM. Ilponec ctBopeHHss Blueprint moumHaeTbCsi 3 BHOOPY BIAMOBIAHOIO
OazoBoro knacy. Hampuknaa, ans CTBOPEHHsS IrPOBOTO MEPCOHAXKa, MOXKE OyTH

BuOpanwuii kjac Character. Ile poduthcs uepes Merto "Add New" y Content Browser,
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1€ po3poOHMKKM MOXYyTh BUOpatn noTpiOHmii Tun Blueprint. Ilicns cTBOpeHHs
Blueprint, po3poOHHKN MarOTh MOMIIMBICTh BI3yaJIbHO IPOTPAMYBATH JIOTIKY IMPOBOTO
npouecy vepe3 HTepdeiic Blueprint Editor. Ile Bkirouae po3MilieHHsI BY3IB IS
NOJIIH, TAKMX K HATUCKAHHS KHOMKHK a00 BXO/DKEHHS B TPUTEPHY 30HY, Ta JOJABAHHS
JIOTTYHHX MOCTIAOBHOCTEH, IKI BU3HAYAKOTh PEAKLIF0 I'PU Ha 11 moAii [19].

Blueprints MO3kyTb B3a€EMOMISITH 3 KJTaCaMH 1 PYHKLISIMH, HamUCaHUMK Ha C++,
0 PO3LIMPIOE MOXIIMBOCTI 000X MiAXOAIB. PO3pOOHWMKHM MOXYTh CTBOPIOBATH
KacTOMH1 knacu Ha C++, gkl NoTiM MOXyTh OyTH BHKopucTaHi B Blueprints.
Hanpuknan, skimo po3poOHUK CTBOPIOE Kiac nepcoHaka Ha C++, el Ki1ac MOKe MaTh
(¢yHKLIi Ta 3MiHHI, K1 OyayTh JOCTYyIHI1 [uisi BUKopucTtaHHa B Blueprint. Ile mae
MO>KJIMBICTh BUKOPUCTOBYBATH CKJIAJH1 aJIrOPUTMHU Ta onepauii, Hanucani Ha C++,
0e3nocepenHbo B BizyalibHOMY ckpunti Blueprint. 3 itHmoro 6oky, Blueprints MoxyTh
OyTH BUKOPHUCTaHi AJisl MPOTOTUIMYBAaHHA ad0 peastizaiii WBUAKKX 3MIH B JIOTILI T'PH,
MICJIs YOTO JIOTIKY MO’KHA mepeHectu abo mepenucaty Ha C++ Ui onTuMizailli Ta
NOJANbIIOr0 po3BUTKY. Lle 1ae MOKIMBICTE IIBUJAKO €KCIIEPUMEHTYBATH 3 1ACSIMH B
Unreal Engine, a motiM BHKOpUCTOBYyBaTH nepeBarn C++ it €EeKTUBHOCTI Ta
THYYKOCTI.

OpHMM 13 KJIFOYOBUX CLEHApiiB BUKOpUCTaHH Blueprints € mpoToTHimyBaHHs
ITPOBMX €JIEMEHTIB Ta MEXaHIK. 3aBIdKH Bi3yaapHOMY iHTepdelicy Blueprints,
JU3aiiHepyu 1rop MOXYTh IIBHJKO CTBOPIOBAaTM Ta TECTyBaTH HOBI  17€d,
EKCIIEPUMEHTYIOUH 3 PI3HUMH acrieKTamu reimiies. Lle 0coOnMBo KOpUCHO HA PaHHIX
eTarmax po3poOKH, KOJU MOTPIOHO MBUAKO OLIHWUTH BIAUYTTS Ta (PYHKI1OHATBHICTh
IrPOBHX €JIEMEHTIB. Y OUIbII CKIAAHUX MpoekTax Blueprints BAKOPUCTOBYIOTHCS ISt
CTBOPEHHSI 1HTEPAKTHBHOCTI B IFPOBOMY CBITI. lle MOke BKJIOYATH CTBOPCHHS
CKJIQJHUX B3a€MOJI MIXK IpaBLEM Ta ITPOBHM CEPEIOBHILEM, TAKHX SIK BIAKPUTTS
ABEPEH, B3aeMois 3 00'ekTaMu a00 aKkTHBALis NacToK. Blueprints 403BONSAIOTE JIETKO
BI3ya/li3yBaTH 1 HaJAIITyBaTH I B3aEMOJIi, poOasuM MOpoLeCc PO3pOOKH OUIBII
IHTYiTUBHUM Ta noctynHuM. Kpim Toro, Blueprints yacTo BUKOPHUCTOBYIOTHCS ISt

CTBOPEHHS 1HTEP(EHCY KOPHCTYyBaya, aHIMalli MEPCOHAXKIB Ta KEPYBAHHS KaMEPOKO.



27

L{i iHCTPYMEHTH JO3BOJIIOTE PO3POOHMKAM KOHTPOJIFOBATH Bi3yallbHI Ta IHTEPAKTUBHI
aCNEKTH IpH, 3a0€3NEUyI0UH JIABHY 1 3a1yUEHY ITPOBY B3a€MOIIO.

Buxopucranns Blueprints y Unreal Engine nmponoHye 3Ha4yH1 MepeBaru, ajie
TAKOX Ma€ MEBHI OOMEXKEHHS, SIKI BaJIMBO BPAXOBYBATH MMiJ 4Yac PO3pPOOKHM 1rop.
OnHiero 3 0OCHOBHUX NepeBar Blueprints € ixHe Bi3yallbHE CEPENOBUILE, IKE POOUTH
MPOLEC MPOrpaMyBaHHs OUTBII JOCTYIMHUM 1 3pPO3yMUIAM, 0COOJIMBO AJIS THX, XTO HE
Mae rMUOOKMX 3HAHb Yy KOAyBaHHI. Lle 1aeaibHO MiAXOaUTh ISl MPOTOTHITYBAHHS,
JO3BOJISIFOYM IIBHJKO €KCIIEPHUMEHTYBATH 3 ITPOBUMHM MEXAHIKAMH Ta B3a€MOMIEIO.
[H11a nepepara noJisirae B TomMy, 1o Blueprints 103BOJISIFOTE IBHAKO BIIPOBALKYBATH
3MIHH Yy T'pi 6€3 HEOOX1THOCTI KOMOUISLIT KOAY, IO MPUILBUAILIY € TPOLEC PO3POOKH.
Takok BOHM CIPOLIYIOTH CHIBIPALI0 MK PI3HUMHU YJE€HAMH KOMAaHIW, TAKAUMHU SIK
Tu3aiilHepyu Ta MpOorpamicT, OCKUIbkM Blueprints HajgatoTh 4YiTKe Bi3yalibHE
MPEACTABJICHHS JIOTIKA Tpu. THM HE MEHII, ICHYKOTh OOMEKEHHS, SKI CHij

BpaxoBysaru [20].

1.4.6. Texnoaorist Path Tracer

Path Tracer - ne pexum Bizyamzanii B Unreal Engine, skuii BUKOPHCTOBYE
TpacyBaHHsI MMPOMEHIB JUIsl CTBOPEHHS PEATICTUYHUX 1 (PI3UYHO TOYHHX 300paKCHb.
Bin noctynauii B Unreal Engine 5.01 5.3 1 Mmoske OyTH BUKOPUCTAHUM ISl PEHACPUHTY
CIEH 3 00'€eMHUMM €(peKTaMu, TAKUMHU SIK AWM, BOTOHb 1 TyMaH. J[isa aktuBaiii Path
Tracer y npoekTi notpiOHa omnepaniiiHa cuctema Windows 10, rpadiuna kapra
NVIDIA RTX a6o GTX, a Tako) akTHBallisl amapaTHOrO TPAaCcyBaHHsS MPOMEHIB Y
HAIAINTYBAHHAX NPOEKTy. Takox moxere BukopucToByBatu Path Tracer pazom 13
Sequencer 1 Movie Render Queue 1st CTBOPEHHSI BUCOKOSKICHUX KIHEMATOrpadiqyHAX
BIJIEO.

Path Tracer rpyHTy€TbCs Ha Tiif 5k apXITEKTYpl TPACyBaHHS TPOMEHIB, IO i 1HILI
¢yHKuii TpacyBaHHs npomeHiB B Unreal Engine, Taki sik TpacyBaHHsI MPOMEHIB Y
peanibHOMY 4Yaci Ta GPU Lightmass. TTpote, Path Tracer He BUKOpuCTOBY€E TOH camuid
KOJ| TPacyBaHHsI MPOMEHIB, IKWii OyB po3po0aeHuil 1uist e(peKTHBHOT pOOOTH B PEKUMI

peaibHOTrO 4acy. 3aMicTh 1boro, Path Tracer mokiamaeTbcs JUIIE HA FTEOMETPIIO Ta
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MaTepiaiv CLEHU 7Sl CTBOPEHHS Oe3nepen0adyBoro, (poTopeanicTyHOro Ta (pi3u4HO
TOYHOTO pe3yJibTary. Lle BiadyBaeTbes 63 HEOOXITHOCTI B OMEPEAHBO 00UMCAEHUX
JnaHux ado HaOIMKEeHb, 3a0€3ME€UYH0YH MOCIIIOBHY SIKICTh HE3AJIEKHO BIJT CKIAAHOCTI
OCBITJICHHS Ta MatepianiB cueHu. Path Tracer mpaitoe nuisixom TpacyBaHHs TPOMEHIB
CBITJIA BIJl KAMEPH JI0 CLIEHH, a MOTIM BIAOWBAE iX Bi MOBEPXOHb A0 THX MIP, NOKK
BOHU HE NOTPAILISIOTH J0 JPKEPEa CBiTiIa a00 HE 1OCATA0Th MAKCUMAaJIbHOT KUTBKOCTI
B1IOUTTIB. KOKEH MpOMiHB Hece 1HPOPMALLIO PO KOJIBOPH 1 IHTEHCUBHICTD CBITJIA, &
TAKO BIACTHBOCTI MAaTepiayliB MOBEPXOHb, 3 IKUMH BIH 31IITOBXYEThCS. KiHIEBHIA
KOJIIP KOKHOTO MIKCENSt 00UMCITIOETHCS LUIIXOM YCEPEAHEHHS BHECKIB YCIX POMEHIB,
AK1 HOro BHApsrOTh. Lleil mpoiec MOBTOPOETHCS ISl KOKHOTO Kaapy, 1 pe3yabTar
MOCTYITOBO YJIOCKOHATKOETHCS 3 HACOM, JIOKU HE CTa€ CTAOLTbLHUM 300PaKCHHSIM.,

Nanite: Path Tracer Moxke pPEeHIEPUTH CLEHHM 3 MEMIAMH, SIKI TIATPUMYIOTh
Nanite, 11e BHCOKOAETANI30BaHl Ta ONTHUMI30BAaHI MeEIIl, SIKI MOKHA IMIIOPTYBaTH
0€3MmocepeIHbO 3 BUXIJHUX BUCOKOMOJIITOHOBUX AaKTWBIB, Takux sik ZBrush a6o
¢ororpamerpuuni ckanu. Path Tracer moske 0OpoOOIATH MUTBHOHM TPUKYTHUKIB Ha
KOYKHOMY MEI1, HE MOKEPTBYOYH MPOAYKTHBHICTIO a00 SKICTHO.

Path Tracer moBHicTIO 1HTErpoBanmii 3 Sequencer 1 Movie Render Queue, siki €
IHCTPYMEHTAMH, IO IO3BOJIIIOTH CTBOPIOBATH KiHemarorpadiudi Bimeo B Unreal
Engine. Bu moxere BukopuctoByBaru Path Tracer mist peHACpUHTY BUCOKOSIKICHUX
KaJpIB 3 PYXOMUM OJIFOpOM, TJIMOMHOK PIZKOCTI Ta 3IJIAJUKYBaHHSM, a TMOTIM
€KCIOPTYBATH iX Y BUIJISIII MOCAIIOBHOCTEH 300paskeHb a0o Biacodaiimi. Bu Takox
Mokete BukopucroByBath Path Tracer pasom 13 CHUCTEMOK KOMITOHYBaHHS
Composure, sika 103B0JIsI€ KOMOIHYBaTH 3HOMKHM HA PEAJIbHOMY MICII 3 KOMIT FOTEPHO-
rpadiuanmu enementamu B Unreal Engine.

Path Tracer He npu3HaYeHWiA 11 PEHAEPUHTY B PEAIIBHOMY YacCl, OCKUTBKA JUTs
CTBOPCHHS 300pa’ke€Hb O€3 IIyMy BiH BUMAarae BEJIUKOi OOUHUCTIOBAIIBHOT MOTYKHOCTI
ta vacy. Path Tracer nalikpamie miaxomuTe Ui Biyanizauii, kiHemarorpadii ta
ocrarouHoro BupoOonuuTea. Path Tracer He miaTpumye aeski QyHKIII, K1 JOCTYIIHI B
THIIAX PEKUMAX PEHACPUHTY, Takl K Aekaml, (PYHKIIi OCBITJIIEHHS, Tpo(iial CBITIA,

CBITJIOB1 BaJlIKK Ta BIiAOMTKHA 00'ekTuBiB. Takoxk Path Tracer He miaTpumye neski
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e(eKTH MICIIONPALIOBAHHS, TaKl K BIIOOPaXXEHHsS B MPOCTOPI €KpaHy, OKIIKO31s
OTOYYOUOr0 cEpeoBUIIA Ta KapTorpadyBanHs ToH1B. Path Tracer moske cTBOproBaTu
apredakTy "CBITJSUKA", K1 € ICKPABUMH MIKCEISIMU, K1 3'SIBJISIOTHCS] BUMIAKOBO Ha
300paKeHH] Yepe3 MoAii 3 HU3bKOK MMOBIPHICTIO, TaKl SIK yaap O0'€KTUBOM JIy:Ke

MaJjIoi Jokepena cBitia abo ayske BiOMBar04oi moBepxHi. [21].

1.4.7. BipryaabHa peanabHictb (VR) y Unreal Engine

Bipryanena peanbHicTh (VR) - 11e TEXHONOrISA, KA TO3BOJISE KOPUCTyBavam
NEPEKUBATH IMMEPCHBHI Ta 1HTEPAKTHBHI CUMYJIALII Pi3HUX cepeaoBuil. VR Moxke
BUKOPHCTOBYBATHCS JJIsl PO3BAr, OCBITH, HABYAHHA Ta 0ararboX iHImmMX e, Unreal
JI03BOJIsIE PO3POOHMKAM CTBOPIOBATH 3aXOIUIHO0OUl VR-BpaKeHHS 3 BUCOKOSKICHOKO
rpadikoro, pealicCTUYHO0 (PI3UKOI0 Ta JUHAMIYHHAM 3BYKOM.

Unreal Engine mniarpumye pizHomaHiTHI VR-mpuctpoi, Taki sk Oculus,
SteamVR, Windows Mixed Reality tTa OpenXR. Mu MOXeMO BHKOPHCTOBYBAaTH
mabnoH VR sk BuXiHY TOYKY Il CBOiX NpPOEKTIB VR, sKkuil BKIIIOYAE JIOTIKY
tenenoprauii. [[labnon VR BukopucroBye ¢peiiMmBopk OpenXR, sikuii € cranaapTom
Jutst po3poOku VR Ta AR 1 po3po0rieHmit KiTbkoMa KOMOAHISIMA. 3 JOMOMOTOFO TjlariHa
OpenXR B Unreal Engine Mmu MoxeMo 3poOuTH CBOi MpoekTH VR CcyMicHUMH 3
pi3HUMH IaT(HOpPMaMU 1 TPUCTPOSMHU Oe3 Oy Ab-IKUX MEPEBIPOK A00 BUKIIHKIB.

Unreal Engine Takox Hagae OaraTvii HaOlp 1HCTPYMEHTIB Ta (YHKIIH UIs
NOKPALIEHHS! MPOEKTIB VR, Takux fK:

Sequencer: KiHemaTorpapiuHuii 1HCTPYMEHT, MKW J03BOJISIE CTBOPIOBATH
KiHeMarorpagiyHi NOCI1JOBHOCTI 3 aHIMALIIMU, KAMEPAMH, OCBITJICHHSIM Ta 3BYKOM Y
VRA4.

Niagara: cuctema Bi3yadbHUX €(EKTIB, sika J03BOJISI€ CTBOPIOBATH BpaXKaroul
YaCTUHKOBI €(peKkTH Ta cumyJsiiii 'y VR4,

Audio Mixer: cucreMa 3BYKY, sKa JO3BOJISIE CTBOPIOBATH IMMEPCHUBHUEH Ta
npocTopoBrii 3Byk y VR4. Blueprints: Bi3yajlbHa CHCTEMa CKPHIITIB, SIKA JO3BOJISE

CTBOPIOBATH JIOTIKY Ta reimMiuieii 6e3 HanmucaHHs koay y VR4,
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UMG: cucreMa KOPHUCTYBALbKOTO IHTEPQEICY, sika J03BOJISIE CTBOPIOBATH
iHTep(elicn koprucTyBava Ta MEHIO Y VR4,
MynbTuIuieep:  MepexeBa  CUCTeMa,  AKa  JO3BOJISIE  CTBOPIOBATH

0araroKOpPUCTYBAIlbKI Ta COIllaIbHI BpakeHHsS y VR4[22].

1.5. CrBopennst 3D-moneneii aast Unreal Engine

1.5.1. MertopoJsiorist Ta inctpymeHTu 3D-Moae110BaHHA

MoaentoBaHHsl B TPUBUMIPHOMY (pOpMaTi - 1€ MPOLEC CTBOPEHHS TPUBAMIPHUX
MOJEIICH PI3HUX TUMIB a00 PopM 00'€KTIB, SIKI MATEMATUYHO MPEICTABICHI B TPHOX
BUMIpax. TpuBUMIpHE MOJEITIOBAHHS MOXE BHKOPHUCTOBYBATHCS ISl PI3HUX LUICH,
TAKUX SIK PO3BArd, OCBITA, IHXKEHEPIS, apXiTekrypa Ta Oarato iHmmX. s
TPUBUMIPHOTO MOJICIIOBAHHS BUKOPHCTOBYIOTBCS MPOTPaMM Ta 1HCTPYMEHTH, SKI
MO>KYTh BapIFOBaTUCS B 3AJICIKHOCTI BiJl THITY Ta CKJIAHOCTI MOJAET1

Metoaomoriss TPUBUMIPHOTO MOJIETIOBAHHS - 1€ MiAXia ab0 TEXHIKa, sKa
BUKOPHCTOBYETHCS JUUIsl CTBOPEHHS TPUBUMIPHOT MoJieni. IcHye Gararo TUMiB METOIIB
TPUBUMIPHOTO MOJICTIOBAHHS, aJie JESK] 3 HAUMOMMUPEHIIINX BKJIFOYAtOTh[23]:

Box modeling: 11eit meTon BKItOUae B ce0€ MoYaToK 3 MPOCTOro 00'€KTa, TAKOro
K KyO a0o cdepa, 1 BAKOPUCTAHHS KJIACMYHUX MOJACIIOBATIBHUX THCTPYMEHTIB IS
HOro 3MiHM Ta BAOCKOHAJICHHs y Oaxany (opmy. Box modeling miaxomnute ass
00'€KTIB 3 TBEPAOIO MOBEPXHELO, TAKMX SIK Oy 11BJI1, aBTOMOOLTI Ta MeOi. Box modeling
JIETKO BUBYMTH Ta KOHTPOJIFOBATH, &€ BIH MOXKE OyTH HYJHUM 1 YAaCOMIPHHM ISt
cknagaux ¢Gopm. Box modeling miarpuMyeTbcs OUTBLIICTIO MOporpam  uist
TPUBUMIPHOTO MOJACTOBaHHS, Takux sk Blender, 3ds Max 1 Maya [24].

Polygon modeling: Lleii meToa BKIIFOUaE B c€O€ CTBOPEHHSI TPUBUMIPHOI MOJIENI
LUITXOM BU3HAYCHHS Ta 3'€IHAHHS OKPEMHX IMOJIITOHIB, SIKI € TUIOCKMMH MOBEPXHSIMHU
3 TpbOMa abo OuIblIe CTOpOHAMKM. METOJ MOJIITOHHOTO MOJIEIOBAHHS CXOXHUI Ha
meTon box modeling, ane BiH Hajgae OuIblIe THYYKOCTI 1 TOYHOCTI Y (OpMYyBaHHI
mozeni. [loniroHHe MOJETIOBaHHS MiAXOOUTh AJIi OPraHiuHUX 1 JACTaNIi30BaHHUX

00'€KTIB, TakMX SIK MEPCOHAXI, TBAPHUHHU Ta POCIMHHU. [IOMIrOHHE MOIEHTIOBAHHS €
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OUTbII BUCOKOPO3BHMHYTHUM Ta BUMArae OLbIIC HABUYOK Ta 3HAHb, ajl€ BOHO MOXKE
CTBOPIOBATH PEAJTICTUYHI Ta BUCOKOSKICHI Mojienl. [1o/iroHHe MOJETIOBAHHS TaKOXK
NIATPUMY€ThCS OUIBIIICTIO TPOrpaM AJisi TPUBUMIPHOTO MOJENIOBaHHS [25].

Nurbs ta curve modeling: Lleit meToa Bkro4ae B cebe CTBOPEHHS TPUBUMIPHOT
MOJZIET] 34 JOMOMOIOK KPWUBHX Ta MOBEPXOHb, SIKI BU3HAYAKOTHCS MATEMATUYHUMU
dbopMynamu, TakMMH sIK criaiinu, kpuBl bes'e Ta Nurbs. Nurbs ta curve modeling
MOKE€ CTBOPIOBATH TNaAKl Ta Oe3nepepBHI (OpPMH, SIKI 1ACATBHO MIIXOATH IS
IN3aiiHy TPOMUCIIOBUX BHPOOIB, aBTOMOOUTBHOTO JM3aiiHy Ta AU3aiHY FOBETIPHHUX
BUpoO1B. Nurbs Ta curve modeling Tako>k MOXKYTh BUKOPHCTOBY BATHCS AJIs CTBOPECHHS
CKIaaHUX (POPM, SIKI BAXKKO JOCSTTH 34 TOMOMOTORO MOJIITOHIB, TAKKX K TPyOH, TpyOun
Ta sk, Nurbs ta curve modeling nerko penaryBaru Ta MaHimyJIFOBaTH, ajle BOHA
MOKYyThb OyTH BHKIMKAaHI B TMEPEUIKOAM i Yac KOHBEpTalli y MOJITOHW st
peHaepuHry Ta adimarii. Nurbs Ta curve modeling miarpumyroTecs AESIKUMHA
nporpamamu AJisi TPUBAMIPHOTO MOJEIOBaHHS [26].

Digital 3D sculpting: Lleli meton Bkitouae B ceO€ CTBOPEHHS TPUBHMIPHOT
MOJIEN] 32 JOTIOMOTOK 1THCTPYMEHTIB, SIKI CUMYJIFOOTh OBEAIHKY IHCTPYMEHTIB JUIs
CKYJIBIITYPU Y PEAIIbHOMY CBITI, TAKUX SIK MEH3JIMKH, TJIMHA Ta 1HCTPYMEHTH ISt
BupyOyBaHHs. [{uppoBuii 3D CKyJabOTHHI MOXE CTBOPIOBATH OpraHiyHl Ta
JETaTI30BaHl MOJIENI, CX0XK1 HA TPAIAMUIAHY CKYJBNTYPY, TaKl SIK JIFOACHKI 00IMYYs,
Tina 1a oadr. LludpoBuii 3D CKyIBOTHHT TakKOX MOXKE BUKOPUCTOBYBATHCS IS
JOJABaHHS JETAJICH Ta TEKCTYP 0 ICHYFOUMX MOJENCH, TAKUX SIK 3MOPLIKH, MTOPU Ta
mpamu. [{udposuii 3D CKyIbNOTHHT € THTYITUBHAM Ta BUPA3HUM, aJI€ BIH TAKOX MOXKE
BAMAarari BEIMKOI OOYMCIIIOBAIBHOI MOTY>KHOCTI Ta BHCOKOPO3ILIBHUX CITOK.
[uppoenii 3D CKyJBOTHHI TIATPUMYETHCS  CHCLIATI30BAHUM  MPOTPAMHHAM
3a0€3MeUeHHSAM A1l TPUBEMIPHOTO MOJCTIOBAHHS [27].

dororpamerpis: Lleit meTon BKIrO4ae B ceOe CTBOPEHHS TPUBUMIPHOT MOJIENI 32
nonoMoror  ¢gotorpadgiii  peasibHOr0 00'ekTa YW CleHU. DOTOrpameTpis MOXKe
3adikcyBati (HOpMy, KOJIP Ta TEKCTYPY 00'€KTA YW CIEHU 3 BUCOKOKO TOYHICTIO Ta
peamzMoM. DOTOrpaMeTpiss MOKE BHKOPUCTOBYBATHCS JJsl CTBOPEHHS MOJENCH

ICTOpUYHUX O00'€KTIB, NPUPOJHMX MEH3aXKIB Ta KyJIbTypHHX apredaktiB. s
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¢dororpamertpii moTpiGHO OGarato (oTtorpadiii 3 pi3HUX KyTIB Ta YMOB OCBITJICHHS, a
TaKOK MporpamMa, sika Moxe 00poOUTH Ta 00'€JHATH iX B OJIHY TPUBUMIPHY MOJIENb.
dororpameTpiss  MIATPUMYETHCS  JACIKMMHM TporpaMamMu  IJis  TPUBUMIPHOIO

MOJICITFOBAHHS [28].

1.5.2. IIpouec crBopeHHst MoaeJieii Ta ix inTerpauist B Unreal Engine

[Tpouec crBopennst 3D moneneit Ta ix iHTerpanis B Unreal Engine oxorutroe
JEK1IbKA KOMIUIEKCHHAX €TalliB, KOKEH 3 IKMX BUMArae NEBHUX 3HaHb Ta HABUYOK. Ha
NOYaTKy pO3POOKK MOJIENI, PETEIBHO aHATI3YOThCS BUMOTH TPOEKTY, 3 yPaxyBaHHIM
Takux (PaKTOPIB, K PIBEHb ACTaI3allli, TEKCTYpu3anis, Ta (PyHKI[10OHATBHICTb MOAETI
B cepenosuii Unreal Engine.

[lepmmii Kpok — 1Ee ACTANBHE MPOCKTYBAHHS MOJEINI, IO BKIIFOYAE CTBOPCHHS
KOHIleNT-MamtoHKIB Ta 3D ckeruiB. Lleii eran mae Beauke 3HAYEHHS, OCKUIBKU BIH
BU3HAUAE BI3yalbHI Ta (YHKIIOHAJIBHI XapakTEpUCTUKH Mojeii. [licas 1mporo
BIIOYBA€TbCA O€3MOCEPENHE MOJCIIOBAHHSA. 3 BHKOPUCTAHHSM CIIECHIATI30BAHUX
nporpam, Takux sik Blender, Maya uu 3ds Max, ctBoproeTbest 3D moaens. Ha npomy
eTalni BaYKJIMBO 3BEPHYTH yBary Ha TOIOJIOTIKO MOJENI, OCKIJIbKA BOHA BIJIMBAE HA
€(DEKTHBHICTH Ta SKICTh aHIMaIlli.

Jlam #ige mponec TeKeTypH3allli Ta HAJIAIITYBAHHS MaTePiaiB, IKUH BKIHOYAE
HAKJI4JCHHS TEKCTYP, KOJIbOPIB, Ta IHIIAX Bi3yaJbHUX aTpuOyTIB HA MoJENb. Llei eTan
BUMAarae rmuO0OKOTr0o PO3yMIHHS CBITJIOBUX €()EKTIB Ta B3AEMO/IIi MaTepiajiB 31 CBITJIOM
y BIPTyaJIbHOMY CEPEIOBHIII.

[Ticns 3aBepuieHHs MOAE1 BOHA IMIOpTyeThes B Unreal Engine, ne npoxoauthb
nojxanbiny Hactpoiiky. B Unreal Engine BHKOHY€ThCS HAJIAIITYBAHHS OCBITJIICHHS,
(13KKH, T IHIIKAX IHTEPAKTUBHUX E€JIEMEHTIB, IO 3a0€3MEUY0Th IHTETPALIIKO MOJEII B
3aranbHUA refdmIuiei ado cueHy. Ha npoMy eTami Takosk MOXKYTh OyTH 10/1aH1 aHiMaii
Ta 1HII1 AUHAMIYHI €JIEMEHTH.

Oco0nuBy yBary noTpioOHO TPUALUIATH ONTUMI3allii MOAEII /Uil 3a0€3NeYCHHS 11
eexTuBHOI poboTHM B pamkax auryHa Unreal Engine, ocoOnmMBO 3 ypaxyBaHHsM

00OMEKEHB, TOB'A3aHUX 3 O0OYMCITIOBATIEHOKO MOTY>KHICTIO Ta MAM'STTIO.
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3aBeplIaIbHUNA €Talm — TECTyBaHHS Ta HAJArO[KCHHS, B XOIl SIKOTO
BUSBIISIFOTHCSI TA BUMPABIISIOTHCS TOMMIIKHA, BIOCKOHATKOETHCS B3a€MOMIS MOJEINI 3
IHIIAMA ~ €JIEMEHTAMHM  BIPTYIBHOIO CEPENOBUIIA, Ta 3HIMCHIOETHCS KIHLEBA

HACTpoiika napametpis [29].

1.6. Cy4acni miaxoau a0 3D-Moae/ir0oBaHHSI B apXiTeKTypi Ta Au3aiiHi
iHTep'epy

OmauM 13 cydacHMX MiAxodiB A0 3D MOJAEntOBaHHS B apxITEKTypl Ta
IHTEP'€PHOMY JTM3aliHI € MApaMETPUYHUIA TU3aiiH, IKWA € METOAOM CTBOPEHHS 3D
MOJICJICH Ha OCHOBI MAPaMETPIB Ta MPABWII, 0 BU3HAYAIOTH BITHOCHHU Ta MOBEIIHKY
eJleMeHTIB Mozenl. [lapameTpuunuii nu3aiiH Q03BOJIAE€ AM3aiiHEPaM CTBOPIOBATH
CKJIaJHI Ta JMHaMI4YHi (OPMH, SIKI MOXKYTh aJaNTyBaTHCs A0 PI3HUX KOHTEKCTIB Ta
CLCHAPIiB, a TaKOXX ONTUMI3YBAaTH MPOAYKTUBHICTh Ta €(QEKTUBHICTH MOJIEIII.
[TapameTpuuHnii [W3aiiH TaKOK MOKE CHOPHSTH CIIBOpALll Ta 1TEpalii, OCKUIbKA
MOJETb MO)KE€ OYyTHM JIETKO 3MIHEHA Ta OHOBJICHA IIISAXOM 3MIHM [ApaMeETPIB.
[TapameTpuuHmii [W3aliH MATPUMYETHCS MPOTPAMHUM 3a0€3MECUCHHIM, TAKUM SIK
Grasshopper, Dynamo Tta Revit, sike no3Bosisie AM3ailHEpaM CTBOPIOBAaTH Ta
MaHinyatoBaru 3D MOAenssMuU 32 JOTTOMOTOK0 rpadpiuHuX 1HTEP(PENCIB Ta BI3yaIbHOTO
IPOrpaMyBaHHS.

Tperiit cyuacHuit miaxia 10 3D MoAeNOBaHHS B apXITEKTypl Ta IHTEP' EPHOMY
IM3aitHi - e PoTorpaMMeTpis, aKa € METOOM CTBOPEHHS 3D Moaesnel 3a J0NOMOroro
dotorpadiii peanbHOro 00'ekTy a00 cueHH. DOTOrpaMMeTpis MOXKE TOYHO Ta
PEAICTUYHO BIATBOPIOBATH (OpMY, KOJIP Ta TEKCTYpy 00'ekTy abo CIEHH.
doTorpaMMeTpisi MOXKE BHKOPUCTOBYBATHCS Uil CTBOPEHHS MOJACIEH 1CTOPUYHMX
MICIb, NPUPOAHMX JaHAWAPTIB Ta KyJIbTYpHUX apredaktiB. DoTorpammerpis
BuMarae 0araro ¢gororpadiii 3 pi3HUX KYTIB Ta B PI3HUX YMOBAX OCBITJICHHS, & TAKOK
MPOrpaMHOro 3a0€3MEUEHHs, K€ MOXKe 00poONsITH Ta ckiamatd ix pasom y 3D
mozenb.  doTtorpaMMmerpis MIATPUMYETHCS JACIKMMHM  nporpamamu  jis 3D

MOJIETOBaHHs, TakuMHU sk Agisoft Metashape, RealityCapture Ta Meshroom [30].
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1.7. InTepakTHBHICTH TA KOPUCTYBANbKHIii 10CBiA Yy KOH(pIrypaTropax

[HTEpaKkTMBHICTh Ta KOPUCTYBAUBKHA JOCBII - L€ IBAa BAKIMBUX ACIEKTH
KOH(DIrypaTopiB, Kl € MPOrPaMHUMH THCTPYMEHTAMH, 1110 JO3BOJISIFOTh KOPUCTYBaYaM
HAJIAINTOBYBATH Ta BI3yaJi3yBaTW NPOAYKTH 3CIAHO 3 IXHIMM MEpeBaraMu Ta
notpedaMu. [HTEpaKTHBHICTH O3HAYAE CTYIIHB TA AKICTh B3AEMOI1 MK KOPHCTYBaYeM
Ta KOHQIrypaTopoM, TOAl SIK KOPUCTYBalbKHA TOCBIA BiIHOCUTBCS [0 3arajJbHOrO
3QI0BOJICHHSI Ta €MOLIH, sKI KOPUCTYBad BIAYYBa€ MiJ 4Yac BUKOPUCTAHHS
KOH(piryparopa.

[HTepakTMBHICTE y KOHpiryparopax Moxke OyTH BHMIpsSHA 34 JCKUIBKOMA
BUMIpaMH, TAKAMH SIK:

3BOpPOTHINA 3B'A30K: 3HaTHICTh KOH(Irypatopa HaJaBaTW HEraiHi Ta 4YITKI
BIJINOB1/I Ha /ii Ta BBEICHHS KOPUCTYBAava, TaKl IK OHOBJICHHS 300pa>KEHHS MPOAYKTY,
NOKa3 [IHU Ta BiIOOpaKEHHS MOBIAOMJIEHB PO MOMUJIKH.

KoHTpons: 31aTHICTE KOPUCTYBAaYa MaHIMYJIFOBATH Ta AOCTIIKYBATH BaplaHTH
Ta XapaKTEPUCTUKU MPOAYKTY, TaKl SIK 3M1HA KOJIBOPY, PO3MIPy, (JOpPMH Ta MaTepiay,
o0epTaHHs Ta 301JIbLIEHHS 300PaYKEHHS TPOAYKTY.

Hagiramis: 3paTHICTE KOPHCTYyBa4a MEPECYyBAaTUCS Ta OTPUMYBATH TOCTYN IO
PI3HMX YaCTHH Ta €TamiB NpoLecy KoHpIryparii, TAKUX K BUOIP KaTeropii MpoayKTy,
MOJIET1 Ta BaplaHTy, NEPENVISA/ Ta MiATBEPIYKEHHS 3aMOBJICHHSI.

KepiBHuUTBO: 31aTHICTE KOH(Irypatopa naomoMarartd Ta MiATPUMYBATH
KOPHCTYBa4a y NPUHHATTI PIICHb Ta 3aBEPIICHH] MPOUECY KOH(Irypauii, Takux sk
HAJAHHS PEKOMEHJAIl, MPONO3MIliii Ta MOSICHEHb, Ta NEPEBIPKa CYMICHOCTI Ta
JOCTYMHOCTI BapiaHTIB MPOIYKTY.

3anyueHHs: 3[aTHICTh KOH(Iryparopa NpUBEPTAaTH Ta YTPUMYBaTH YBary Ta
IHTEPEC KOPUCTYBaua, TAaKUX SIK BUKOPUCTAHHS aHIMalllii, 3BYKIB Ta €JIEMCHTIB
IrPOBOrO0  MPOLIECY, Ta CTBOPEHHS BIAYYTTS 3aHYPEHHS Ta MPUCYTHOCTI.
KopucryBanpknii n10cBig y KOH(Iryparopax Moke OyTH BIUIMHYTHHA JEKUIBKOMA
(akTOpamMu, TAKUMH SIK:

3pyYHICTh BUKOPUCTaHHS. JIerkicte Ta €(EKTHBHICTH BHUKOPHCTAHHS

KOH(IrypaTopa, Taki K IHTYITHMBHICTb, NPOCTOTAa Ta IIBHUIKICTH 1HTEp(eiicy Ta
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(PYHKIIOHATBHOCTI, & TAKOK HACKIIbKK N00pEe BOHM BIAMOBIJAKOTH OYIKYBAaHHIM Ta
LIJIIM KOPUCTYBaya.

Ecretnka: BizdyanbHa npuBaOnuBiCTh Ta MpuBaOIMBICTh KOH(pITypaTopa, Taki
SIK MPUEMHICTh, TAPMOHIAHICTh Ta MOCJIIOBHICTh JU3aiiHy Ta PO3TalllyBaHHS, a TAKOX
HACKIJIbKK J00pE BOHU BIAOOPAXKAOTh 1ACHTUYHICTh OPEHY Ta SKICTh MPOIYKTY.

Emonii: EmMomiiiauii Ta emoIiiiHuii BIUIMB KOH(Iryparopa, Taki ik HaCOJ0/a,
BECENICTh Ta 33J0BOJICHICTh BiJl POLECY KOH(ITyparlii, a TaK0>K HACKIJIbKHA J00pE BiH
BUKJIMKAE TTO3UTUBHI MTOYYTTS TA EMOIIIi Y KOPUCTYBaya.

LlinHicTh: CopHifHATa KOPUCTH Ta LIHHICTH KOH(Iryparopa, Taki ik KOPUCHICT,
J0MOMora Ta iHQOPMaTUBHICTh MPoLecy KOH(Iryparlii, a TaKOX HACKUIBKK A00PE BiH

3a10BOJIbHSIE MOTPEOU Ta OakaHHs KOPUCTYBava.

1.8. Buk/inKu Ta nepcnekTuBy y po3podui inTep'epHuX KOHQIrypaTopis

KoHn@iryparopu iHTep'epy MOKYTh HaJlaBaTh Oararo rnepesar K Ui KIIEHTIB,
Tak 1 Jyis O13HECy, HAMPUKIIAJ, TMABUILYIOUYA 33J0BOJIEHICTh KITIEHTIB, 30UIBIIYHOYA
OPOAaKI, 3HIKYIOUM BUTPATH Ta MONIMIIYKYHA IMUDK OpeHay. OmHak po3poOka
KOH(IrypaTopiB IHTEP'€EPY TAKOXK CTABUTH MEPe COOOK OaraTo BUKJIMKIB TA BUMArae
PETENBHOIO MJIaHyBAaHHS Ta BUKOHAHHS. J[€sIKi 3 BUKIIMKIB Ta MEPCHIEKTUB Y pO3poOIli
KOH(IrypaTopiB IHTEP'EPY:

InTepgeiic kopucryBaya Ta [A0CBiA KopucryBaya: /J[uzaiiH @ Ta
(PYHKIIOHAIBHICTB IHTEPQEICY KOPUCTYBayYa Ta JOCBIAY KOPUCTYBAya € KIIFOUOBUMH
JUT yCIiXy KOH(IrypaTopiB IHTEP'€PY, OCKUIBKM BOHW BU3HAYAIOTh, HACKUIBKH JIETKO,
IHTYiTUBHO Ta MPUEMHO MAJIi KOPUCTYBA4YlB NPOLEC HajaTyBaHHS. [HTEpdeiic
KOPHCTYyBa4a Ta JOCBIJ KOPUCTyBaya MOBWUHHI OaJlaHCYyBaTH MK MPOCTOTOK Ta
CKJIAJHICTIO, PEali3MOM Ta aOCTpaKii€ro, (YHKIIOHAJIBHICTIO Ta E€CTETHKORO,
3BOPOTHIM 3B'SI3KOM Ta KOHTPOJIEM, 3allIKABJCHICTIO Ta KEPIBHUIITBOM. [HTEpdeiic
KOPHUCTYBaya Ta AOCB1 KOPUCTYBaya TAKOK MOBUHH1 BIIMOBIIATH LJIbOBIMA ay IMTOPII,
Kareropii NpoAyKTy Ta 1J€HTHYHOCTI OpeHay Oi3Hecy. [lJisi CTBOPEHHs 3pYYHOrO Ta
npuBabAMBOro iHTEp(delicy KOpucTyBava Ta JOCBIAY KOpPHCTyBadya MOTPiOHO Oarato

JOOCHIKEHB, TECTYBaHb TA ITEPALIii.
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3D moneaoBaHHS Ta peHaepuHr: Skicte Ta TouHiCTH 3D Moaeneil Ta
PEHICPHUHTIB IHTEP'€PHUX MPOAYKTIB Ta CEPEAOBHIL € BAKIMBUMHU JJIsl PEANI3MY Ta
3aHYpPEHHS KOHMIryparopiB 1HTEP'€py, OCKUIbKM BOHHM BIUIMBAIOTh Ha TE, SIK
KOPHCTYBa4l CIPUIMAIOTh Ta OLIHIOKOTH MPOAYKTH Ta iX BapiaHTH. 3D moaem Ta
PEHJCPUHTHY MOBUHHI BIATBOPIOBATH (POPMY, KOJIIP, TEKCTYPY Ta MaTepiall NPOAYKTIB,
a TaKOK OCBITJIEHHS, TiHI Ta BiI0OpakeHHs cepenoBull. CTBOPEHHS PEAICTUYHUX Ta
aetanizoBanux 3D Moaenel Ta peHACPUHTIB BUMarae 0arato HaBU4OK, IHCTPYMEHTIB
Ta PECYPCIB.

3HaHHA NP0 NPOAYKT TA JIOTiKa: 3HAHHS Ta JIOTIKA IHTEP'€PHUX MPOAYKTIB Ta
iX onmii Ta (QYHKUIAH € OCHOBOKW KOH(DIryparopiB IHTEP'€py, OCKUIbKA BOHHU
BU3HAUYAKOTh, K MPOAYKTH MOXXYTh HAIAIITOBYBATUCA Ta KOHQITYpPyBaTUCS
KOPHCTYBa4aMH. 3HAHHS MPO MPOIYKT Ta JIOTIKA MOBMHHI BKIIKOYATH crienu ikarii,
I[IHK, JOCTYIHICTh, CYMICHICTb Ta OOMEKCHHS MPOAYKTIB Ta iX OMIINA, a TaKOX
OpaBWJia Ta AIrOPUTMH, W0 KEPYKOTh NpouecoM KoHpirypamii. OTpUMaHHS,
OpraHizaiiisi Ta OHOBJIEHHS 3HaHb MPO MPOAYKT Ta JIOTIKKM BUMarae 0arato CHiBIpai,
KOMYHIKAI[li Ta TOKyMEHTaIlli.

IIpoaykTuBHicTh Ta ontumizamia: [IpOIyKTHUBHICTE Ta ONTUMI3ALIS
KOH(pIrypaTopiB 1HTEP'€pPY BaXKIWBI A €(QEKTUBHOCTI Ta HAAIAHOCTI MPOLECY
HAJIAINTYBAHHS, OCKIJIbKA BOHM BIUTMBAKOTh HA IIBHJKICTh Ta IUIABHICTH POOOTH
KOH(IrypaTopiB Ta BIANOBiAb HA Ali Ta BBOAM KOpUCTyBada. [IpOmyKTHUBHICTH Ta
onTuMi3aliss KOH(ITyparopiB IHTEP'Epy 3alexkarb BiJl PO3MIPY, CKIQOHOCTI Ta
PO3AUTBHOI 3AaTHOCTI 3D Mojeneid Ta pEeHACPUHTIB, MIBHAKOCTI Ta CTAOLIBHOCTI
[HTEpHET-3'€MHAHHSI Ta CYMICHOCTI Ta (PYHKIIIOHAJILHOCTI BEO-Opay3€epiB Ta MPUCTPOIB.
[TokpallieHHsT MPOJYKTUBHOCTI Ta ONTHMI3ali KOH(IryparopiB IHTEP'€Epy BUMArae

Oarato aHai3y, BAMIPIOBAHHS T4 PETYJIIOBAHHS.

1.9. BucHoBOK
VY naHoMy po3iiTi MU PO3IIISIHYJIM TPOLIEC CTBOPEHHS KOH(PITYPaTOpiB IHTEP'EPY
Ta X BOKIMBICTh Y CYYACHOMY JIM3aiiH1 Ta apXITEKTYPIl, 3 AKIIEHTOM Ha BUKOPUCTAHHI

Unreal Engine sik IHCTpYMEHTY JUTsl peaiti3aliii BACOKOSIKICHUX Bizyaui3ariiii. OcobnuBa



37

yBara MpuAUIAiIacs 1HTEPAKTUBHOCTI Ta KOPUCTYBALIBKOMY JOCBINY, SK KIHOUYOBHM
€JIeMEHTaM yCHIIIHOro KOoH(piryparopa, mo 3a0e3neuye THyUYKICTh 1 MPUBAOINBICTh
JUTA KIHIEBUX KopucTyBauiB. Baxknueicte Unreal Engine B IbOMYy KOHTEKCTI MOJISTAE
y HOro 34aTHOCTI CTBOPIOBATH JIETAII30BAHI, pEaAiCTUYHI Bidyani3auii iHTep'epiB, MO
€ KpUTUYHUM JJ1s1 TOYHOTO BIAOOPAaKEHHS MPOAYKTIB. Pa3oM 3 TM, IpoLEC IHTErpaii
T4 BUKOPHCTAHHSA LBOTO MOTY’KHOIO IHCTPYMEHTY BHMAarae TTMUOOKMX TEXHIYHMX
3HaHb Ta PO3yMIiHHS crneuru@ikd poOOTH OBHTYHA. 3 LBOTO BHILIMBAE, IO YCMIX
PO3pOOKK KOH(DIrypaTopiB TICHO MOB'sI3aHUI 3 BMIHHSIM €(EKTUBHO BUKOPUCTOBYBATH
mosknBocTi Unreal Engine, a Takoxk 3 3a0€3MEUEHHSAM BUCOKOT IHTEPAKTUBHOCTI Ta
3pPYYHOCTI KOPUCTYBaLbKOro iHTepdeiicy. lle, y CBOK 4epry, BIAKPHBAE MIUPOKI

NEPCIIEKTHBH JUTSl MOAAIBIIOTO PO3BUTKY TEXHOJOTIH Y I1H ramy3i.
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PO3LJ 2. PO3POBKA KOH®IT'YPATOPA POSMIINEHHA EJIEMEHTIB
THTEPEPY BYJIBJII HA OCHOBI TEXHOJIOT'TI UNREAL ENGINE

2.1 Po3po0Oka apxiTeKTypHu Ta CTPYKTYPH KOMIIOHEHTIB KOH(piryparopa

CTpykTypa Ta KOMIIOHEHTH KOHQiryparopa, po3podmenoro Ha 0a3zi Unreal
Engine nans ontumizamii  po3MINICHHS €JIEMEHTIB IHTEP'€pPY, BU3HAYAKOTHCS
B3AEMOMIEI0 MK JAM3aifHEpaMU Ta KIIIEHTaMH, a TaKOK 1HCTPYMEHTaMH, SIKI BOHH
BUKOPHUCTOBYIOTh. KoH(iryparop BKmouae B ceOe IHTEPAKTUBHI 1HCTPYMEHTH
pelaryBaHHs, U0 JO3BOJISIOTh AU3aiHEPAM YIIPABIISATH AOCTYIIOM A0 KOH(Iryparopa,
CTBOPIOBATH Ta penaryBard O10/IIOTEKM MaTepialiB 1 aKTHBIB MPOEKTY, a TAKOXK
penaryBatu (PyHKIIi, BAUKOPUCTAHI B MPOEKTI. 3a JOMOMOIOK I[MX IHCTPYMEHTIB
IU3aifHEP MOKE BHOCHTH 3MIHH [0 3alJIJAHOBAHWX €JIEMEHTIB Ta MATEPIAIiB y CLEHI
POEKTY, & TAKOK KEPYBATH OCBITJIICHHSIM, YaCOM J00OM 1 HAMPAMKOM KaMEpH.

KiTieHTH MaroTh 3MOTY THTEPAKTUBHO MEPETNAAATH TPOEKT, BHOCUTH 3MIHU JI0
3aIJIAHOBAHKUX €JIEMEHTIB CLICHHU, B3AEMOJIATH 3 MPEAMETaMHU B CLEHI Ta KEpPyBaTh
OCBITJICHHSIM 1 KAMEPOIO B PeasibHOMY 4aci. Lle 103BoMsie KilieHTaM OTpUMAarTH Kpatle
PO3YMIHHSI MPOEKTYy Ta 3a0e3neuye Oulblll €(PEKTUBHHUIA MPOILEC 3aTBEPIKCHHS
JA3aiiHy.

3aranbpHa alarpama KoMn FTepHOI MOaeli 300paxeHa Ha puc. 2.1.
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IHTepaKTUBHIA
MEQErnAA NPORKTY

KopwcTyBaHHA
IHCTPYMEHTAMI
peAaryEaHHA )
koHtirypaTopa 3niHa
2aMPONOHOBAHMX
weTepianie

' CLEHK B NpoeKTi
¥npaeniHHA

ACCTYNOM A0
koHpirypatopa
3miHa
3anponoHoBaHNX
eNemMeHTIB
CLeHW B NpoeKTi

CTEOpeHHR Ta
peAaryEaHHs
Bibniorekn
waTepianie
npoeKTy
Bzaemcgis 3
nNpeAMeTamy B

CTEOpEHHA Ta - CueHi npoekTa
p Knient ) P

peAaryEaHHA
BibnioTekn
acceTiB NpoexTy

Aunzaiinep

3uiHa
OCBITAEHHA,
PeaaryeaHHa “aqf Al =
g <UeH! npoekTa
BUKCPWETAHAX B
npoexT!

3uiHa
HanawTyBaHs
Kamepu BrLeHi
NpoeKTa

Pucynok 2.1 — [liarpama BapiantiB BukopuctanHs (UseCase diagram)

KomnoHnenTHa miarpama, 10 MNPEACTaBICHA Yy I[bOMY PO3IUT, UIKOCTPYE
BHYTPIIIHIO CTPYKTYPY CHCTEMH KOH(Qiryparopa puc. 2.2. Ha miarpami 4YiTKO
BU3HAYCHI OCHOBHI MOJYJIl MpOrpaM Ta iX B3aEMOJIS, UI0 MIJKPECTIOE JIOTTYHY
apXITEKTyPy Ta IHTErPaLlil0 KOMIOHEHTIB. KOXeH 3 MOIyIB BUKOHY€E crielu(piuHui
HaO1p (pyHKUIHA, HEOOXITHUX IS 3a0€3NEUYCHHSI THYUKOCTI Ta €PEKTUBHOCTI poOOTH
KoH(irypatopa. JleTapHUi ONUC KOMIOHEHTIB TOSCHIOE iX (PYHKIIOHAIBHE
NPU3HAYCHHST Ta BAKJIMBICTH JJS 3arajlbHOT CHCTEMH, CIPOLIYKOYHA PO3YMIHHS

IPOIIECy PO3POOKH Ta B3a€MO3B'S3KIB YCEPEIUHI MPOTPAMHOTO 3a0€3MeUCHHS.
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4 A
s Po3swupeHuin
pexxum kamepu
\. J
4 \
N CM_CTEMa
OCBITNEHHA
\. J
4 \
\ Cucrtema .
LeuryH Unreal Engine 36epexeHHs/ IHTepdeiic
J 3aBaHTaX>eHHA KOpUCTyBa4a
\. J
( N
> Mogynb onTumisauii
\. J
(" N
—— | IHTepakTWBHI GyHKLiT
\. J

PucyHok 2.2 — Jliarpama KOMIIOHEHTIB

Jsuryn Unreal Engine: Sapo cucremu, mo 3ade3nedye OCHOBHI MOKJIMBOCTI
Ui poOOTH KOH(QIrypaTropa, BKIHOYAKOUM PEHACPUHI CIEHH, OOpoOKYy JaHHX Ta
B3a€EMOJIIO 3 KOPUCTYBALILKAM 1HTEP(PEHCOM.

IaTepdeiic kopuctyBauya: KoMIOHEHT, 110 BKJIFOYAE BCl €JIEMEHTH THTEPPEHCY,
yepe3 AKi KOPUCTYBAY B3aEMOJIE 3 KOHpIryparopoM. BiH € OCHOBHUM 3ac000M I
OTPUMAaHHs BXIJHUX JAHUX BIJ KOPUCTyBaya Ta BIAOOPOKEHHS BiANOBIAHOI
tH(popMarii.

InTepaktuBHI QyHKUii: Lled KOMIOHEHT ynpaBis€ BCIMA IHTEPAKTUBHUMH
acreKkTamu KoH@piryparopa, TaKMMH K 3MiHa MeOJI11B, BUOIp €IEMEHTIB ACKOPY Ta IHIIII
IHTCPAKTUBHI JIii B THTEP'EPI.

Cucrema OCBITJICHHs: Biamosinae 3a yIpaBliHHS OCBITJIICHHAM BCEPEAMHI
BIPTYaJIbHOI CLEHU, JO3BOJISIFOUM KOPUCTYBAdy 3MIHIOBATH IHTCHCUBHICTH Ta KOMIIP
CBITJIA, & TAKOK 1HIII MAPaAMETPH, IO BIUITMBAIOTH HA 30BHINIHINA BUTJISA/ CLICHH.

Cucrema 30epexeHHs/3aBaHTaXCHHS:  KOMMOHEHT, skmii  3a0e3meuye
MO>KJIMBICTB 30€pIraHHs MOTOYHOIO CTaHy KOH(Irypauii IHTEP'epY Ta 3aBAHTAKCHHS

paniie 30epexeHnx KOHIryparii.
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Posmupenuit pesxxum kamepu: Moy, 1110 HAAA€E AONATKOBI MOMKIUBOCTI JIJIsi
nmeperisiny 1HTep'epy, Takl sSK 3MiHA TOYKH 30pYy KaMepw, 3yM Ta 1HIm (yHKIIi, 110
TO3BOJISIOTE KOPUCTYBAYy KpaIle OIIHATH TU3ANH IHTEP'EPY.

Monayne ontumizamii: BiamoBigae 3a TIABHINEHHS NPOAYKTHBHOCTI Ta
epeKTHBHOCTI KOHQITypaTopa, ONTHUMI3YIOUM BHKOPHCTAHHS PECYypCiB  Ta
3a0€e3MeUyIOuH MJIABHICTh POOOTH MPOTPAMH.

JliarpaMa CcTaHIB € BaXKJIMBOK YAaCTHHOK MNPOCKTYBAHHS MPOrPaMHOIO
3a0e3neUeHHs, AKa JO3BONSE BI3yalli3yBaTH PI3HI CTaHH, B IKHX MOXeE mepedyBaTh
CHUCTEMa, Ta NEPEeXOAW MDK HHMH. BOHa Biairpae KIHOUOBY POJb Y PO3YMIHH1
TMTOBEIIHKHA CHCTEMH Ta B3aEMO/Ii KOPUCTYBaYa 3 Her0. Hmkue mpeacTarnena giarpama
cTauiB s koHbIryparopa iatep'epy, pospodnenoro na ocuorl Unreal Engine, sika

OMKUCYE MOMKJIMBI CTAHU MPOTrPAMH Ta iX 3MIHH BIZIMOBITHO O A1 KOPUCTYBada PHC.

:

IMouarkoBuit
CTaH

Peparysanus
iHTep' €py

/.

Memnro
KOH(iryparopa

3akpurTa
MporpaMu
.| Hanamrysanus
koH(piryparopa
3aBaHUTaKEHHA
KoH(pirypamii
30epekeHHA
PexxuM KamMepH KoHGiryparii

Pucynox 2.3 — Jliarpama cTaHiB

Pery/moBaHHsA
OCBIT/IEHHA

Jetampauit onre: Ha miarpami 11eHTH(IKOBAHO Takl OCHOBHI CTAHH CUCTEMH:
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[ToyarkoBuiA cTaH : BHXIJHAa TOYKAa B IHTEPAKLii KOpPUCTyBada 3
KOH(Iryparopom, 3 sIKO1 BIH MOKE pO3M0oYaTH Oy ab-sKYy A1SUIBHICTb.

PenaryBanHs iHTep'epy: CTaH, B SKOMY KOPHUCTYBa4 MOXE 3MIHIOBATH
KOMITOHEHTH THTEP'EPY.

PerymoBaHHs OCBITJICHHS: CTaH, y IKOMY KOPUCTYBAa4y HATAIITOBYE NapaMETPH
OCBITJICHHSI B CIIEHI.

Pexxum kamepu: cTaH, SKWii Hala€ MOKJIMBICTh OTJISI Ty BUPOOJICHOTO JU3aiiHy 3
PI3HUX TOYOK 30PY.

30epexeHHs KoH(pIrypallii: CTaH, y IKOMY BiI0yBa€ThCs 30€PEKCHHS MOTOUYHUX
HAJIAINTYBaHb KOHDIiryparii.

3aBaHTaXEHHS KOH(Irypailii: cTaH, J¢ KOPUCTyBad MOKE 3aBAHTAXUTH
30epeKEHY paHile KOHDIrypariro.

3akpuTTa Tporpamu:. (piHAIBHANA CTaH, SKWA CUTHATI3yE MPO 3aBEPIICHHS
po0OTH 3 KOH(PITYPATOPOM.

HanamryBaHHst koH(Iryparopa: cTaH, J€ KOPUCTYBa4 MOXE 3MIHUTH
HaJlallITyBaHHs KOH(IrypaTopa

MeHnto KoH(pirypaTopa: cTaH, ¢ KOPUCTyBay MOXE MEPEHTH B yC1 1HII CTAHU.

2.1.2 Peanizanis komnoHenrty “BP_MasterSettings Actor”

VY KOHTEKCTI KBampikaiiHoi poOoTH OyJI0 PO3poOICHO KIHOUYOBHAA KOMIOHEHT
— BP_MasterSettings Actor, Sikuii € LHEHTPAJIbHUM BY3JIOM JjIsl HAJAIITYBAaHHS Ta
KEpPYBaHHsI PI3HOMaHITHUMHA NIapaMeTpamMu KoHpiryparopa. Llel akTop BUKOPHCTOBY€
cucremy Blueprint st Bi3yaabHOTO MPOrpaMmyBaHHs, JO3BOJISIFOUN BUZHAUYMTH JIOTIKY
B3a€MO/II1 3 KOPUCTYBAYEM Ta YIPABIIHHS BHYTPILIHIMU HAJIAIITYBAHHSIMU MPOTPAMH.
3aBasku THy4kocTi Blueprints, OyJa0 MOXIMBO IMIIJIEMEHTYBAaTH PI3HI aCHEKTH
reUMIUICIO, Takl K ympaBiiHHS ()OHOBOKO MY3HMKOK), HAJAlITyBaHHS B3aEMOJIi Ta
30€peKEeHHs CTaHIB 00'€KTIB MPU MEPEXOAl MK PIBHAMM, 320€3MEUY0UN TAKAM YAHOM
OUThII 3aJTyYCHHIA Ta MEPCOHATII30BAHMI JOCBII KOPUCTYBaya.

Buxopucranns BP MasterSettings Actor y mpoekTi BUSBMWIOCA €()EKTHUBHUM

cnocoboMm i yHi(iKalii HATamTyBaHb 1 MapaMmeTpiB, U0 BIUIMBAKOTH Ha PoOOTY
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KoH(irypatopa. lle He TUIBKM CHPOCTWIIO Mpolec Po3poOkH, ajie il 3ade3meunno
MO>KJIMBICTB LIBUJKOI T IHTYITUBHO 3p03yM110i MOAM(IKALIli BJIACTUBOCTEN IHTED' €PY
0e3 moTpedu B MMOOKHMX 3HAHHSX MporpamyBaHHs. PeamizoBaHi MexaHi3Mu OyJid
JETAIBHO NMPOAEMOHCTPOBAH1 Ha pUKIIagax ckpinmoris 3 Unreal Engine, ne Bi3yaiibHi
osoku Blueprint onucyroTh KOHKPETHI JIi Ta YMOBH, HA OCHOBI SIKWX BiJ10YBa€ThCS
YIPaBJiHHS CTAHAMH Ta MAPAMETPAMH TPH.

Set Interaction on or off at start. Ile yorika, mo BHU3HA4Yae, 4yn mMae OyTH
aKTMBOBaHA B3aeMO/Iid 3 00'ekTaMu KOH((pIrypaTopa Ha mnoyarky rpu. Bona orpumye
1H(popMariro 3 rmodanbHOro KoHTeKeTy rpu (Game Instance) 1 BUKOPUCTOBYE ii s

YMOBHOTO By3J1a, SIKWH BCTAHOBJIIOE, YK Oy € B3a€MO/Iisl BKIIFOUCHA puc. 2.4,

Can Ever Interact with Configurator Actors?

f Get Game

Re e »# Cast To BP_ArchVizGamelnstance B ii Branch

SET
»

Interaction on?

Target
Interaction Starts Enabled?

Can Ever Interact with Configurator Actors?

Pucynok 2.4—iorika Set Interaction on or off at start

Background music: TyT BCTaHOBIIFOE€TBCS JIOTIKA Uil POHOBOI My3uKH. BoHa
NePEBIpsE, UM ICHYE (POHOBA MY3HMKa 1, AKIIO TaK, TO BIATBOPIOE ii. KO napamerp
"Background Music Play at Start?" ycranoenenuii y "True", my3uka Oyje
BIITBOPIOBATHCS TIPA 3amycKy. [Hakmie, skmo (OHOBA My3HMKAa HE ITOBMHHA
BIITBOPIOBATHCS, BUKOPUCTOBYETHCS BY30J1 "Stop" Al 3yNMHKH ay10-KOMIIOHEHTA

puc. 2.5.
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i: Branch

Playing Background Music Condition

Background Music Play at Start?

Background Music Volume

Pucynok 2.5—rorika Background music

Load configurator object state on level transition: I1eii Blueprint koHTpost0€
30epekeHHsT cTaHy OO'€KTIB KOH(piryparopa miJ 4Yac NEPEXOAY MDK PIBHIMMU.
3AIACHIOETHCS TEPEBIPKA BAMIAHOCTI modanbHOro KoHTekCeTy (Game Instance) 1, 3a
HAssBHOCTI BaJIITHOTO KOHTEKCTY, 3alyCKAETbCS TalMep, SIKUWA TICHs 3aTPUMKH
3aCTOCOBY€E 3MiHM 10 piBHA. [IOTIK BUKOHAHHS NMPOXOAWMTH uepe3 nmkn "For Each
Loop", sikuii itepye uepe3 MacuB 00'€KTIB Ta 3aCTOCOBYE HEOOX1THI 3MIHU 10 HUX PHC.

2.6.

Pucynok 2.6—inorika Load configurator object state on level transition

2.2 Peantizanisi IHTePAKTHBHHUX (PYHKILIi

2.2.1 3mina me0J1iB TA eJICMEHTIB iHTEep'epy.
JUis peamizanii 3MiHA MEOJIIB Ta €JIEMEHTIB IHTEP €py OYJI0 BHKOPUCTAHO
HACTYITHI KPOKH:
bys cTBopennmii kimac C++ AReplaceableObject, sxuii € Hamankom AActor,
JUISL TIPEJICTABJICHHST 00’ €KTIB, IO MiJIATAK0Th 3aMiHi. Y bOMY KJiacli Oynu moaaHi
BJIACTHBOCTI J1J1s1 30€PEKEHHSI CIUCKY MOKITUBUX MoAenel (StaticMesh) 1 KOMITOHEHT

Juist notounoi moaeni (StaticMeshComponent).
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Y Blueprint pepaktopi Oyno crBopeHo Blueprint kmac Ha OCHOBI
AReplaceableObject. /Io Hporo OyJsio 10AaHO KOMIOHEHTH AJIs Bidyauizaiii 00'ekTa,
Taki sk BoxCollision, mo BHUKOPUCTOBYETHCS AJIs BU3HAYEHHS OOJIACTI HABEIACHHS
Kypcopy.

Takox Oyno ctBopeHo Widget Blueprint 3 Haszgoro UReplaceMenu s
BIJIOOPKEHHS BUMAAAK0YOr0 COMCKY. BiH MICTUThH Taki KOMINOHEHTH, siKk ScrollBox
JUTsl MpOKpy4YyBaHHs Ta Button myis Bubopy mMoaeni.

Jliist koHTponto rpu OyJjio ctBopeHo Blueprint kinac AReplaceGameMode, e
OyJM JI0/1aH1 BIIACTUBOCTI /17151 30€PEKEHHS MOCUIIaHb HA 00'€KT, SIKM MO>KHA 3aMIHUTH
(AReplaceableObject), 1 BipKeT, w00 BlAOOpaXKae BUNAMAKOYMANA  CIHCOK
(UReplaceMenu).

Jlorika rpu Oyna HanamroBaHa y Blueprint penqaktopi TakuM YHHOM:

[Tpu HaBeACHHI KypcOpy Ha 00’ €KT, 110 MOKHA 3aMIHUTH, BUKJIAKAIACSA (PyHKILIIs
OnBeginCursorOver, ska BcTaHoBJIOBaja oTouHuil 00'ekTy AReplaceGameMode
1 crBoproBasia BipkeT UReplaceMenu, 3amoBHIOOYHM HOr0 CIMCKOM MOJECIEH 3
noto4yHoro ob0'ekta. Lg gyHkuis takox Bukimkana AddToViewport, mob gogatu
BIJDKET JI0 IFPOBOI0O BiKHA OISl KypCcopy.

[Ipu  BigBe#eHHI  Kypcopy 3 o0’ekrta  akTuByBanacs  (PyHKis
OnEndCursorOver, ska ckuaana notounuid o0'ekt y AReplaceGameMode 1
punansiia  Bipker UReplaceMenu 3 irpoBOro  €KpaHy, BHUKOPHCTOBYHOUM
RemoveFromParent.

[Tpn HatuckanHi kHONKW Ha BiKETI UReplaceMenu 3anyckanacs (yHKIis
OnClicked, sxa 3MmiHIOBaTa MOJAEIb MOTOYHOTO OO'€KTa HAa BHOpaHy 31 CIUCKY,

3acrocoByroun SetStaticMesh na komnonenti StaticMeshComponent.

2.2.2 Moangikanis marepiajiiB Ta TEKCTYP.
byno ctBopeno knac C++ AReplaceableMaterial sx namanok UObject s
NPEICTABJICHHS MaTepiajiB, MO MiAJATAI0Th 3aMiHi. Y [bOMY Kiacl OyJid IOAaH1
BJIACTHBOCTI ISl 30€pEKEHHS CIUCKY MOKIMBUX TEKCTYP (Texture2D) Tta moTo4uHO{

tekctypu (MateriallnstanceDynamic).
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Y Blueprint pepaktopi Oyno crBopeHo Blueprint kmac Ha OCHOBI
AReplaceableMaterial. Jlonano koMIoOHEHTH, HEOOXITHI JIJ1s1 Bi3yasi3ailii MaTepiaiy,
taki sik MaterialBillboard nis BinoOpaskeHHs TeKCTypH y 3D mpocTopi.

Widget Blueprint UReplaceMenu Oyjn0 mMoau(ikOBaHO Tak, 100 BIH MIr
BIJIOOpA’KaTH HE TIJIbKUA CIIUCOK MOJIEIIEH, a i CIUCOK TEKCTYP sk 00paHOro 00'eKTa.
Jlns 1iboro OyJio 101aHO KOMIIOHEHTH, Taki sik Image 115 mokasy 3pa3ka TeKCTypu Ta
Text s Bi10Opa’KEHHS Ha3BU TEKCTY PH.

Jlorika rpu Oyna 3miHeHa y Blueprint pegakropi:

[Ipn HaBenecHHI Kypcopy Ha 3aMiHHMH OO0'ekT Oyna aKTHBOBaHA (PyHKIs
OnBeginCursorOver, ska BcTaHoBJIOBaja oTouHuil 00'ekTy AReplaceGameMode
1 ctBoproBasia BijpkeT UReplaceMenu, 3amoBHIOKOUM HOro CNMCKaMU MOJEJCH Ta
TEKCTyp. BimkeT nogarascs A0 irpoBoro ekpany 3a jaonomoroto AddToViewport 1
PO3MILTYBaBCs OISl Kypcopy.

[Ipu BigBeaeHHI Kypcopy 3 oO'ekra Oyna akTMBOBaHA  (PyHKLis
OnEndCursorOver, ska ckupana oOpanuii 00'ekt y AReplaceGameMode 1
ujasuia UReplaceMenu 3 irpoBoro ekpany, Bukimkaroun RemoveFromParent.

[Tpu BuGop1 onmii y Bimketi UReplaceMenu 3anyckanacs gpynkuis OnClicked,
sgKa 3MIHIOBAJIa MOJENb ad0 TEKCTYpPY Ha BHOpaHy 31 CIHCKY, BUKOPHCTOBYHOUH
SetStaticMesh a6o SetTexture nHa komnoneHnti StaticMeshComponent a6o

MateriallnstanceDynamic.

2.3 Cucrema ynpasJliHHS OCBITJICHHAM

Jliis pearmizanii 3M1HM r100aJIBHOTO OCBITIAEHHS OyJI0 3pO0JICHI HACTYITHI il

Byno ctBopeHo amHamiuHE CBITIIOBE Jukepeno tumy Directional Light s
iMiTalli CoHIls, Ta OyJiM HAJTAIITOBAHI MOro mapaMmeTpu, 30KpemMa KyT, IHTCHCUBHICTh
Ta KOMIp, o0 J0aTh OUIbIIE peani3My CIEHI.

Jliist BimoOpaxkeHHs HeOa, XxMap, 31poK Toio OyJia cTBopeHa HedecHa cdepa (Sky

Sphere), 3 HATAMITOBaHMMYU NTapaMETPaMK OCBITJICHHS, KOJIBOPY Ta aHIMallii.
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Po3pobneno marepian ansg HeOeCHOT cepr, KA TUHAMIYHO 3MIHIOETHCS B
3QIEKHOCT] BiJl TIOJIO’KEHHSI CBITJIOBOTO JoKepena. Y marepiaii OyJii BUKOPHCTaHI
(YHKII1 7151 KOHTPOJIIO BUCOTH COHIIS, ICKPABOCTI COHIIS Ta IPallEHTY TOPU3OHTY.

CrBopeno Blueprint, o KOHTPOIKOE 3MIHY 4Yacy J0OM Ta HANpsSMKY CBITJIA
COHLS, 3 BUKOPUCTAHHSM 3MIHHMX s 4acy A0OM, poTalii COHUS Ta IIBHAKOCTI
oOepTaHHS COHIIS.

PeanizoBaHo MEHIO, SIKE JO3BOJISIE KOPUCTYBAYEBl BUOMpaTh OaskaHui yac 100U
Ta HaANpPSIMOK COHS'YHOIO CBITJIA. MEHIO MICTHTh E€JIEMEHTH YNPABIIHHSA, Takl SIK
CIIai APy, KHOTIKHA Ta TEKCT.

Menro Oyno 1HTerpoBano 3 Blueprint, mo kepye OCBITJIICHHSIM, 3a JTONOMOTOK)
(PYHKIL1#1 1711 BCTAHOBJICHHSI 4acy 00U, poTawii COHLS Ta INBUAKOCTI 3MIHM Yacy T00H.

Peaizaiiiss BAMKHEHHS Ta YBIMKHEHHS CBITJIA:

Byno crBopeno Spot Light, sikuii BianoBigae 3a CBITIO, IKE BATPOMIHIOE 00'€KT.
Horo mapameTpu, Taki sK iHTEHCHBHICTb, KOJIp Ta pajiyc, Oy/iM HANAIITOBAHI s
JOCSITHEHHSI 0a)KaHOTO €(DEKTY.

Po3pobneno Blueprint Class 3 Parent Class Actor Component misi kepyBaHHs
JIOTIKOIO YBIMKHEHHS Ta BAMKHEHHS CBITJIA.

VY Blueprint Editor no Blueprint Class Oyno nomxano Point Light abo Spot Light
SIK KOMIIOHEHT 1 3B's13aHO HOro 31 3MIHHOIO, 110 Ha3zuBaeThes Light Component.

B Event Graph 6yna nonana noaist Begin Play, ska iHILIFO€TbCS TPHA CTapTI TPH.
3a monomororo (yHkiii Set Visibility cBiTi0 OyJI0O BCTaHOBIEHO HEBUAUMHUM 3a
3aMOBYYBaHHSIM.

Takoxx B Event Graph 6yno gonano noaii On Mouse Enter Ta On Mouse Leave.
[Tpn HaBeneHH1 Mumiku Ha 00'exkT (yHKis Set Visibility akTuBye cBiTIO, a KoM
KypPcop MOKuaae 00JacTh 00'€KTa — BUMHMKAE HOTO.

[Ticns 306epesxenns 3MiH y Blueprint Editor Oyno nepeitneno no Level Editor, e
00'eKT, IKWUI BUITPOMIHIOE CBITJI0, OYJIO 1OJAHO HA CICHY.

B Details Panel no oO'ekra Oyno momano ctBopenmid Blueprint Class sk

KOMITIOHCHT.
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2.4 Inrepdeiic kopucTtyBayua Ta cCuHCTEeMa HaBiraumii

2.4.1 Po3po0ka MeHI0 KOPUCTYBA4a TA HAJIAINTYBAHb.

Y pamKax CTBOPEHHsI KOPUCTYBalbKOrO 1HTEp(EHcy Uisi MPOEKTy HA TEMY
KoH(irypartopa iHTep'epy B Unreal Engine 5, Oyn0 iHIIHIOBAaHO CTBOPEHHS HOBOTO
User Interface Blueprint (UI Blueprint). Ile Oyno 3po6neno y Content Browser, ae s
HoBoro Ul Blueprint Oyio odpano Widget Blueprint B sikocti Parent Class. Lleit Bu6Gip
3a0e3MeunB CTApTOBHI HAaO1p BIACTHUBOCTEH 1 (PYHKIIHM, HEOOXIAHAX IS MOJATBIIO
po3poOKu 1HTEPENCY.

VY Designer Mode Ul Blueprint Oyji0 g01aHO KUTbKa KJIFHOYOBHX €JIEMEHTIB
iHTep(elicy, Takux gk Text s HagaHHs 1H(opmaiii xkopucTyBady, Button ams
BUKOHAHHS KOMaHj, Slider ans peryiroBaHHS MapaMmeTpiB (HAMpHUKIAA, PO3MIp
00'€KTIB UM IHTEHCHUBHICTH OCBITJIEHHS ), Ta CheckboX 1uist BKIFOUEHHS Y BUMKHEHHS
NEBHUX €JIEMEHTIB IHTEP'€PY, K-OT BOTHI UM Npuiiaau. KoxeH eneMeHT OyB PETEIbHO
HAIAINTOBAHWNA AJi1 3a0€3MEUYEHHs] 3PYYHOCTI Ta €CTETUYHOCTI. BiJ PO3MIPIB Ta
NOJIO’KEHHSI HA €KpaHl A0 CTWIIB IPHQPTIB 1 KOJIBOPOBOI NAITPH, sIKA BIANOBIAAE
3araJlbHOMY JHM3aiHY IIPOEKTY.

3acrocyBanHs Anchor Tool 103BonHIT0 320€3MEUNTH, 1O EIEMEHTH IHTEpQECY
OyayTh MPaBWJILHO MacIuTaOyBaTHCS Ta MO3WIIOHYBATUCS HE3AICKHO BlA PO3MIPY
eKpaHy KopucTyBayva. Le 3ab6e3neunno, mio iHTepdeiic 3anummTbes QyHKIIOHATBHAM
1 €CTETHYHO MPUBAOJIMBHM HA PI3HUX MNPUCTPOSX, BiA MOOUTbHUX Tene(oHIB A0
BEIIMKUX MOHITOPIB.

[Tepexonsun B Graph Mode, Oy10 po3poOJICHO JIOTIKY, IKa BU3HAYAE MOBEIIHKY
KOKHOTO 3 1HTepdeiicHux eneMmentiB. Hanmpuknaa, moais On Clicked mist kHOMOK
Hiiroe 3MiHM B 1HTEp'epi, On Value Changed g crnaiiaepiB peryioe napameTpu
00'exTiB, a On Checked BignmoBizgac 3a BKIIFOUCHHS YA BUMKHECHHS IICBHUX CJICMCHTIB
cueHH. L1 moaii B3aeEMOAIFOTh 3 OCHOBHHMH OJIFONPUHTAMH MMPOCKTY, BAKOHYFOUM TaKl
Iii, sk may3a 30€peKCHHS Ta 3aBAHTAKCHHS CTaHy TI'PH, 3MiHA PEXXKAMY KaMEPH,

PETYJIIOBaHHS M00ATBHOIO OCBITJICHHS, 4 TAKOXK YITPABJIIHHS 3BYKOBUM CYITPOBOJIOM.
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[Ticns 3aBepuIeHHs BCIX HAJAMITyBaHb Ta mporpamyBaHHs B Blueprint Editor,
Oyno nepeiiaeno no Level Editor mns inrerpaunii po3podaeHoro iHTepdeiicy B irpoBuid
cBiT. B Details Panel O6yno npusnaueno ctBopenuii Ul Blueprint sk KOMIOHEHT A0
00'eKTa B CIICHI, IO JO3BOJIMIIO 3a0€3NeUNTH HOTO B3aEMOIIIO 3 IHITAMH €JIEMCHTAMH

Ipy.

2.4.2 Cucrema 30epeKeHHs1/3aBaHTaKeHHs1 KOHQirypauiii.
VY pamkax po3poOku koH(piryparopa eneMeHTiB iHTEp'epy B Unreal Engine 5,
Oys0 ctBopeHo Save Game Object Blueprint, npusHaueHuii jyist 30€piraHis JaHUX PO
KoH(iryparuito. Llei 00'ekT BKITtOUae B ceO¢ iHPOPMALLito, TAKY K Ha3Ba KOH(ITrypartii,
JaTy CTBOPEHHS, CINUMCOK OOpaHMX €JEMEHTIB, iX MapaMeTpud Ta TMOJIOKEHHS B

IPOCTOPI.

Y Graph Mode nporo Blueprint Oynio moaaHo 3MinHI, Taki sk Configuration
Name, Configuration Date, Configuration Items, siki penpe3eHTYOTh BiAMOBIAHI
atpuOyTn KoH(irypauii. Koxxna 3miHHa OyJjia TUMI30BaHA BIAMOBIIHO J0 CBOEI POJIL,
HANPUKIIAL, K String 1uis Ha3Bu, DateTime ans natu ta Array of Structs ans nepemiky
00'€KTIB.

[Ticna uboro Save Game Object Blueprint Oyio 30epeskeHo Ta 3akputo. Jlami
Oyno crBopeHo Game Instance Blueprint, BiaNOBimanbHWA 3a yNpaBIIHHS
30epeKEeHHSIMU TPH. Y HBOMY OyJi peaiti3oBaHi GYHKIIi JUisi CTBOPEHHS, BUAIICHHS
Ta 3aBAHTAKCHHS 30€PEKEHUX CTAHIB.

Y Graph Mode Game Instance Blueprint Oyno po3poOyieHO 3MiHHI, SIKI
BIIOOpP@KAKOTh TMOTOYHE 30€PEKEHHS, MOCTYMHI 30€pPEeKEHHS Ta 1IM'Ss  CIOTY
30epexkeHHs. KokHii 3MiHHIM Oyno MPU3HAYEHO BIANOBIAHWMN THMN, TakWd SK
Reference, Array um String.

Jlo Blueprint Oynu momani QyHKIIi Ui peanizaiii mporecy 30€peKeHHSs, Takl
sk Create Save Game, Delete Save Game, Load Save Game, Save Configuration ta

Load Configuration, siki 3a0e3neuytoTh IHTEpaKiio 3 (HaijIoBOK CUCTEMOIO 3a
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aornomMororo BOyaoBanux QyHkii, Takux sk Does Save Game Exist, Save Game to
Slot Ta 1HIMX.

Ul Blueprint, skuii BIAMOBIAa€ 3a MEHIO KOpPUCTyBaya, OYyJO OHOBJICHO,
JOJABIIM €JIEMEHTU AJisl BIJOOPaKEHHs MPOLECIB 30€PEKEHHS Ta 3aBaHTAKECHHSI.
Koxen enemenT, Takuii sk Text mist BinoOpaskeHHs iHopmanii, Button ans ininiamii
mi, List View mns nepenmiky 30epekeHb Ta Scroll Box ang Hasiramii, Oys
HAJIAIMTOBAHUN 3 ypaxyBaHHSM 3pyYHOCTI KOPHUCTyBada Ta Bi3yaJlbHOTO CTHIIIO
MPOCKTY.

¥ Graph Mode Ul Blueprint Oynu go1aH1 moli, iK1 aKTUBYFOTHCS TPU B3aEMOI11
KOPHUCTYBaya 3 €JeMeHTaMu MeHto, BKIOYHO 3 On Clicked mist kHonok Tta On Item
Selected nst oOpanux eneMenTiB. i momii B3aemoairoth 3 Game Instance Blueprint,

BUKJIMKAKOUX BiAMOBLIHI PyHKILIT 1u1st 30€peskKeHHs a00 3aBAaHTAKEHHS CTaHy TPH.

2.5 Peanizauist NpOABHHYTOI0 PEKUMY KaMepHu
Jlns posmmpeHHss (QyHKOIOHANY KoH(Iiryparopa iHTep'epy OyB AOdaHMMA
NPOABUHYTUH PEKAM KaMEPH, KM JT03BOJISIE KOPUCTYBa4YaM CTBOPIOBATH PEHAECPH
BUCOKOT SIKOCTI 3 PI3HUMH BI3yaJbHUMH €eKTaMH Ta HaMATy BaHHIMH. OCh K OyJ10
peai30BaHO LEH PEKUM:
CTBOpEHHS KaMEPH:
o byno po3pobneno Blueprint knac kamepu, sikuili iHTErpye BOYIOBaHY
kamepy Unreal Engine 3 A0JaTKOBUMM MapamMeTpamu JUisl KOHTPOIHO

BI3YaJIbHUX HAIAIITYBaHb pUC. 2.7.
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Pucynoxk 2.7—Peanizaiiisi poABUHYTOrO PEKUMY KaMEPH

HanamryBaHHs mapameTpiB KaMepH:

I'nubouna pizkocri (Depth of Field): [Tapamerp OyJi0 HanamTOBaHO TaK,
o0 KOPUCTYBadl MOIJIM KOHTPOJKOBATH PIBEHb PO3MUTOCTI (DOHY
BIIHOCHO 00'ekTa (POKYCyBaHHS, J0Jal0ud OUIblIEe TJUOMHU Ta
PEATICTUYHOCTI 300PAYKEHHIO.

®dokycHa Biacranb (Focal Length): J[o3Bonsie kopucTyBauam iMITyBaTu
(G13uuHy POKYCHY BIACTaHb 00'€KTUBA KaMEPH, 3MIHIOIOUHA BUJOBUM KyT
Ta NEPCIEKTUBY 300paKECHHSI.

bananc Oinoro (White Balance): Kopurye koiipHy TeMmepaTrypy
300paKEHHS, MO0 KOJBOPH BUIMISAATIM OUIBII MPUPOAHO B 3AJIEKHOCTI
BIJI CBITJIOBUX YMOB.

Excnosunis  (Exposure):  KoHTponmtoe — 3arajibHy — sICKpaBiCTh
300pakeHHsI, JO3BOJISIFOYM KOPHCTyBadyaM HajlallTyBaTH, SIK CBITJIO a0o

TEMHO Ma€ OyTH PEHJIEP.
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o Spkicts (Brightness): AQ'toCTyBaHHs 3arajgbHOi SPKOCTI peHAepa AJis
MIJKPECTEHHS AcTalicii a00 CTBOPEHHS IEBHOT aTMOC(EPH.
« Binberka (Vignette): OyHKIis A8 JOJABAHHS TEMHUX KpaiB HABKOJIO
300paKEHHS, 0 MOKE TOMIOMOITH 30CEPEANTH yBAry Ha LICHTP1 Kaapy.
« BuOip po3umpenns ¢poro (Resolution Selection): byno nomnano omiii
JUTsl BUOOpY PO3AUIBHOI 31aTHOCTI peHaepa, Bkmovaroun 1080p, 2K, 4K
ta 8K, 3a0e3nedy0ur rHy YKICTh AJIs PI3HAX NOTPeO Bizyaizailii, BiJ BEO-
NPE3EHTAaLlii O BUCOKOSKICHUX IPYKOBAHUX MaTeplaiiB.
InTerpauis 3 UL
o Y KOpUCTYBallbKOMY 1HTEp(Elc OyJI0 CTBOPEHO OKPEMI1 KOHTPOJIU IS
KO’KHOTO 3 TapaMmeTpiB KaMepH, TO3BOJSIFOUM KOPUCTYBadaMm JIETKO
HAJIAINTOBYBATH Ta MONEPEIHBO MEPETNISAATA 3MIHU B PEATBHOMY Yacl.
30epesKeHHS Ta 3aCTOCYBAHHS HAJIAIITYBaHb.
o 3acTOCyBaHHs 3MIH J0 KaMepu B1AOYBAEThCS B PEATBHOMY Yaci, 3
MO>KJIMBICTIO 30€PEXKEHHSI TEBHUX KOH(DIrypariii [uisi IBUAKOTO JOCTYITY

B MaliOyTHHOMY.

2.6 OnTumizanis

OnTtumizanis KoH(iryparopa IHTEp'epy s PI3HUX CUCTEM Ta PO3ALIBHUX
3IaTHOCTEH € KPUTUYHO BAKIMBOKO JUIs 3a0€3MeUeHHs HOoro epekTuBHOi poOOTH Ha
PI3HOMAHITHUX NOPHUCTPOsX. Y [bOMY mporeci Oyno MOCATHYTO aJanTHUBHOCTI
iHTep(elicy KopucTyBaua, IO JAO3BOJSE €leMEHTaM 1HTepdelcy IMHAMIYHO
3MIHIOBATUCS BIAMOBIIHO A0 PO3MIPY Ta MPONOPLI €KpaHy Pi3HUX NPUCTPOiB. Takox
Oyna mnpoBeneHa ontuMmizamis rpagiuHux PpecypeiB, 30KpPEMa, ABTOMATHYHE
HAIAINTYBAHHS SKOCT1 TEKCTYP, OCBITJIICHHS Ta TIHEH, B 3AJIEKHOCTI Bl MOTY>KHOCTI
CUCTEMH KOPUCTYBaua. BaXIMBUM acnekToM € wmacmra0yBaHHsS —pPO3IUIBHOI
3IaTHOCTI, SIKE JA03BOJISIE KOPUCTYBAaYaM BHOMPATH ONTHMAJBHY SIKICTh 300payKEHHS,
Bapitoroun Big 1080p no 8K, mo 3abe3neuye rHy YKICTh Ta BUCOKY SKICTh Bi3yasTi3allii.

KpiMm TOro, peamsoBaHO JErky 3MiHY HaJalITyBaHb [UIsl KOPHUCTYBAdiB,

JO3BOJISIFOUM iM IIBUJKO aAanTyBaTH rpadivHi mapaMeTpH, Takl SK PiBHI AeTaTi3amii,
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HAIAINTYBAHHS OCBITJICHHS Ta 1HIN Bi3yaJibHI edekTu. lle 3abe3neuye BinMIHHE
OalaHCYBaHHS MiXK BI3yaJIbHOIO SIKICTIO Ta MPOAYKTUBHICTIO. OcobmiBa yBara Oylia
OPUILICHA ONTUMI3aLii MPOJXYKTUBHOCTI, BAUKOPUCTOBYIOUM TaKi METOAM SIK JIOJUHT
(LOD) nmns mopneneil Ta e€(PEeKTHBHI alrOPUTMH PEHIAEPUHTY, IO 3a0€3MEUyOTh

CTaOlIbHY TPOAYKTUBHICTH HABITH HA MEHII MOTY>KHUX CUCTEMAX.

2.7 TectyBaHHs1 KOH(piryparopa

VY paMkax po3poOkH KOHpIrypaTopa IHTEP'€py OCHOBHY POJIb Y TECTYBaHHI Ta
OTPUMaHHI 3BOPOTHOTO 3B'SI3KY BIJIrpaBaB s, K po3poOHUK. Lle namo MOXKIMBICTH
JETAJIbHO MEPEBIPUTH BC1 ACMEKTH MPOrpamu Ta 3a0e3meunTH i BUCOKY SIKICThH Ta
CTaOLIbHICTb.

[Tpouec TecTyBaHHsS MOYMHABCS 3 BHYTPILIHIX MEPEBIPOK, MIJ 4Yac SKHX s
aHali3yBaB 0a30By (DYHKI[IOHATBHICTH KOH(IrypaTopa, BUSBIISIOUM Ta BUNIPABIISIOUA
NOMHIKK. Lle BKIHOYANO TeCTyBaHHs IHTEpQeEiicy KopucTyBada, (yHKI[IOHATBHOCTI
PI3HUX IHCTPYMEHTIB Ta 3arajibHOi MPOIYKTUBHOCTI TPOrPaMHU.

Jlam Oyno mpoBeneHO O€Ta-TeCTyBaHHS, A€ OOpaHUM KOpUCTyBadam OyJio
3aMpornoOHOBaHO BUMPOOyBaTH KOHQIryparop 1 Haaatu cBoi BiAryku. Lle mo3sommmio
OTpUMAaTH BAXIMBY 1H(OPMALIID TPO KOPUCTYBALBKUI  OCBIA, 3pPY4YHICTH
BUKOPHCTAHHS Ta MO>KJIMBI HEIOJIKM MPOrpamMu. 3BOPOTHHNA 3B'S30K OYB YBaXKHO
POAHATI30BAHMIA, IO JOTIOMOTJIO BHECTH HEOOX1/IHI MOKPALICHHS Ta BAOCKOHAJICHHS.

TectyBaHHs KOH(IrypaTopa iHTep'epy, po3poodseHoro Ha 6a31 Unreal Engine,
OXOIUTIOBAJIO TaKi aCHEKTH:

1. ®ynkuionanbHe TecTyBaHHsl: [lepeBipka BIANOBIAHOCTI BCIX (YHKIIA

TEXHIYHUM BUMOTAM.

2. TecryBanHsi npoAyKTHBHOCTI: OLIHKAa IIBMAKOCTI Peaklli mporpaMu Ta

ONTUMI3aLlisl PECYPCIB.

3. TecryBannsi kopuctyBanbkoro intepdeiicy (UI): IlepeBipka 3pyuHOCTI
iHTep(elicy Ta JOCTYMHOCTI (PYHKILIH.
4. TecTtyBaHHSI CYMICHOCTi: 3a0e3MEUYeHHs CYMICHOCTI MPOTrpaMH 3 PI3HUMHU

wiarGopMaMu Ta TPUCTPOSMH.
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5. TecryBanns 0e3meku: 3aXHUCT JAHUX KOPUCTYBAaya Ta CTIHKICTh CHCTEMHU.
6. PerpecuBHe TectyBaHHsi: [lepeBipka 30epekeHHsS (PYHKIIOHAIBHOCTI MICHS
OHOBJICHb.
7. KO3aoimiti-recryBannst: OILiHKa 3py4YHOCT] BUKOPHCTaHHs Ta 30ip BIATIYKIB
pPEATbHUX KOPUCTYBAYI1B.
Takuii miaxin 0 TeCTyBaHHS 3a0€3MeurB TNMOOKE PO3YMIHHS MOTPeO
KOPUCTYBAYiB Ta JO3BOJIMB BJOCKOHAJIMTU KOH(DIryparop, 3poOMBIIM HOro OUIBII

e(PEKTUBHUM Ta KOPUCHUM 1HCTPYMEHTOM y c(epi au3aiiHy 1HTEP'epYy.

2.8 Maii0yTHi OHOBJICHHSI TA PO3BUTOK

Po3BUTOK HIMPOBUX TEXHOJIOTIM BHOCUTH 3HAYHI 3MIHM Y METOJM Bi3yai3allii
Ta po3poOkn am3aiiHy i1HTep'epy. KoHirypaTop iHTEp'epy, CTBOpPEHUI Ha OCHOBI
Unreal Engine y pamkax wmiei kBamidikauiifHoi poOoTH, Hapa3i (QOKyCyeTbcs Ha
0a30BHX ACMEKTAaX IHTEPAKTUBHOCTI Ta Bidyamizauii. [lonpu e, B MalOyTHIX MmaaHax
PO3POOKK MPOAYKTY NEpeadavacThCs IHTErpalliss MOKIMBOCTEN BipTyanbHoi (VR) Ta
JOMOBHEHOT peanbHOCTI (AR), iK1 BIIKPUIOTH HOBI IEPCIIEKTHBH 11 KOPUCTYBAviB Ta
JN3aiHEPIB.

Xova VR Ta AR NokM Mo HE NIATPUMYIOTBCS, PO3TISAAETHCS MOKIIUBICTD iX
BIPOBADKEHHS JUIsl 3a0e3nedeHHst OUIbII IMMEPCUBHOTO B3aeMOJli 3 U(POBUMHU
1HTEp'epaMu. BipTyaibHa peaibHICTh JO3BOJIUTh KOPUCTYBAUYaM 3aHYPUTHCS B TU3AMH,
OTPUMYIOUM TIOBHOLIHHE YSBJICHHS TPO MPOCTIP, TOAl SK JOMOBHEHA PEAIbHICTH
BIIKPUE MOKJIMBICTh MEPETNSAY BIPTyaTbHUX OO'€KTIB Y peabHOMY (DI3UYHOMY
cepenoBuil. LI TEXHONOrIi 3HAYHO MOKpallaTh B3AEMOMIKD 3 KOH(IrypaTtopom,
JO3BOJISIFOYM KOPUCTYBAaYaM HeE Jiniie OaunTH, ajie il BiIUyBaTy NPONOHOBAH1 3M1HU 10
BTUJICHHS TPOCKTY.

[lnanu  po3BUTKY  KOH(Qirypatopa mnepeadavyaroTb  JOCHIIPKCHHS — Ta
BIPOBA/DKCHHS [UX 1HHOBAIIAHUX TEXHOJIOTIH, 10 AO03BOJUTH 3ajMIIATUCS Ha
NePeNoBli 1HAYCTPIi An3aiiHy Ta 3a0€3Ne4YnTh KOPUCTYBayaM MEPEAOBHA IHCTPYMEHT

JUTsl peanizanii iXHiX TBOpPUYMX BI31id."
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. Beenenns Posmmpennx Hamamrysanb Kopucrysaya
o JlomaBanHs ommii a1 mepcoHamizamii iHTepehcy Ta yHpaBiiHHS
HAJIAIITYBAHHSMH.
» Peanizamis 30epexeHHs 1HAMBIAYAIBHAX HAJIAIITYBaHb KOPHCTYBAYa.
Iaterpauis Bipryanenoi PeanbrocTi (VR)
o Po3pobka VR-iHTEpPEiiCY Is1 IMMEPCUBHOTO MEPETIISAY AU3alHIB.
o DBrnpoBamxkeHHss 1HTEpakTHBHHX VR-€IEMEHTIB JUIs  pelaryBaHHs
HTEP'EPY .
Oyukuii JJonoBHeHoi PeanmbHocTi (AR)
o Po3poOka AR-IHCTpyMEHTIB nisi mnepernsay OO'€KTIB Ju3aiiHy B
peaIbHOMY CEPEIOBUIIII.
o InTerpauis AR-monyns ais Bidyamnizauii 3MiH y )KHBOMY PEXKHMI.
OnTumizariis s Pizaux [Tnargopm
o Apanrtamis KoH(pirypatopa ans PI3HHX MPUCTPOIB Ta oOmepaumifiHuX
CUCTEM.
o BrockoHaneHHs NPOAYKTUBHOCTI Ta CYMICHOCTI MPOTPaMH.
. Bnockonanenns [nrepaktuBHux OyHKIIH
o Po3mmpeHHs MOXIMBOCTEH penaryBaHHs Ta KacToMizamli 0O0'€KTIB
HTEP'EPY .
o JlomaBaHHS IHTENECKTYaJbHUX PEKOMEHJAI HaA OCHOBI BHOOpY

KOPUCTYBaya.

6. Peanmizanis ltyunoro Intenekty (Al)

o Buxopucranns Al mans ananidy TEHACHUIH au3aiiHy Ta aBTOMAaTUYHOTO
n1a00py CTHIIIB.

o InTerpamis Al qist ontuMizaili po3MInIeHHsT 00'€KTIB Yy MPOCTOPI.

7. Monyne 3BOPOTHOTO 3B'SI3KY

« Beenenns (ynkuii 300py BIATYKIB Bil KOPUCTYBaYiB.

o AHaJI3 BIATYKIB AJI MOAATBIIOTO BAOCKOHAJICHHS KOH(ITypaTopa.
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2.9 BucHoBkH

2.9.1 Ouinka J0CATHYTHX Pe3yJ/bTaTIB.

OruiHKa IOCATHYTHX PE3ybTaTiB PO3p0OKH KOH(pIrypaTopa IHTEP'€py MoKas3aia,
o Oyau YCHIIIHO pealli3oBaHl KJIHYOBI Uil npoekTy. Kondiryparop epexkTtuBHO
iHTerpye iHHOBauiiiH1l TexHonorii Unreal Engine st CTBOPEHHS pealiCTUYHHAX
Bi3yaii3aliii iHTEp'epy, NPOMNOHYIOUYM KOPHUCTYBa4aM IHTYiTUBHO 3pO3yMii
IHCTPYMEHTH JJIs1 HAJIAIITY BAHHS €JIEMEHTIB AU3aiiHy. PO3MIMpeHnii peskum KaMepu Ta
MO>KJIMBICTh KaCTOMi3alli Pi3HUX ACMEKTIB IHTEP'€PY, BKIOYAKOYHA OCBITIICHHS, MeOII
Ta JECKOP, 3HAYHO MiJABHILWIA THYUYKICTh Ta €(PEKTUBHICTh MPOLECY au3aiHy. Takox
OyJI0 JOCSITHYTO BUCOKOi PIBHSI ONTUMI3AIl JJIs PI3HUX CHCTEM, 10 3a0e3nedye

cTalbibHY pPo0OTY KOH(Iryparopa Ha IMUPOKOMY CIIEKTP1 MPUCTPOIB.

2.8.2 Mo:KIMBOCTI VIS TOAAJBIIOTO PO3BUTKY TA YI0CKOHAJICHHSI.

[Toganemmii pO3BUTOK Ta YAOCKOHAICHHS KOH(ITyparopa MOXYTh BKIHOYATH
KUTbKa HanpsaMKiB. OJHUM 3 KIKOYOBUX ACMEKTIB € IHTErpais ITYYHOTO 1HTEICKTY
JUTS aBTOMATU3alli MEBHUX MPOLECIB, HAMPUKIIAM, A1 PEKOMEHAALINA OO0 AU3aiHY
Ha OCHOBI MeEpeBar KOpucTyBada a00 akTyalbHUX TPEHIIB. TakoK BaXXIMBUM €
PO3BUTOK MOXJIMBOCTEH BIPTYaJIbHOiI Ta JOMOBHEHOI PEAJLHOCTI, SKI MOXKYTh
3a0e3meunT e OIbll  3aHYPIOBAJIBHMKA  JOCBIA  Bi3yami3alii  1HTEp'epy.
BrockoHaeHHs THCTPYMEHTIB K0JIa0Oopartiii MOXE T03BOJIMTH KUJTbKOM KOPUCTYBayaM
OJIHOYACHO TMPALFOBATH HAA MPOCKTOM, LI0 OCOOIMBO BAXKIMBO IS MPOeCciiitHuX
nu3aiiHepiB. KpiMm Toro, po3mmpeHHs: 610J110TEKA aKTUBIB Ta MaTepiaiiB 3a0€3MeunTh
OUTbII IMPOKI MOXKIMBOCTI JUIs KacToMizalii au3aiiHy. Hapemri, mniaBUILCHHS
3PYYHOCTI Ta IHTYiTUBHOCTI KOPUCTYBALBKOrO 1HTEP(PEHCY 3aNMIIAETHCS BAKIMBAM
ACMEKTOM, L0 COPHSIE KPAIIOMY 3TyYCHHIO KOPHCTYBayiB Ta iX 3aJ0BOJICHHIO BIJ

MPOLIECY AU3aiHY .



57

PO3/ILJT 3. PEKOMEHJIAIIII ITO BUKOPUCTAHHIO KOH®IT'YPATOPA
POSMIINEHHSA EJJEMEHTIB IHTEPEPY BYAIBJII HA OCHOBI
TEXHOJIOT'Ti UNREAL ENGINE

3.1 Beenenns B inTepdeiic Ta 0CHOBHI QyHKIITi KOHpIrypaTopa

3.1.1. Oraisian OCHOBHOIO MEHIO Ta iHTep(eiicy
[Tpwm 1HTErpanii KoH(pIryparopa 10 NPOEKTY, KOPUCTYyBaydl OTPUMYIOTh JTOCTYII
0 ACMOHCTPAIIAHOIO PiBHA, SIKW OyB 3a3[aj€riib CTBOPEHUNA JIsI TECTYBAHHS
KIIFOYOBUX (YHKIIH 1HCTpyMeHTapito. Lleit nemo-piBeHb J03BOISE KOPUCTyBavyam
OLIIHUTH pe€ajbHl MOXKJIMBOCTI KOH(pIryparopa B KOHTEKCTI BXE PO3POOJEHOTO
qu3aiiHy 1HTep'epy. st OCTyIy A0 MEHIO KOH(Iryparopa HEOOXIAHO BUKOPUCTATH
knapimry "[" Ha kjaBiarypli, MICAS YO0 MEPEA KOPUCTYBAUYEM BIJKPUBAETHCS

IHTEPAKTUBHE MEHIO pUC. 3.1. 3 pAAOM HACTYITHUX OTILIINA:

Pucynok 3.1 — Burnsapg iHTepdeiicy koHdpiryparopa

"30eperty Ta 3aBaHTAKUTH pUC. 3.2. KOHPITypaLiro s JEKITbKOX AU3aiiHIB"

HaJIa€ 3MOTy 30epiraTi pi3Hi BapiaHTH JU3AiHY Ta MBUAKO NEPEMUKATUCS MI>K HUMU,
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10 OCOOJIMBO 3PYYHO MPH MOPIBHSHHI AJIbTEPHATHBHUX pilIeHb a00 BiJIHOBIICHHI

MONEPEIHIX HATAIITYBAHb.

Save New Configuration: Choose Configuration to load:

Configuration_ |

Overwrite Configuration:
Configuration_ |

Save

Load Close

Pucynok 3.2 — BikHa 30epekeHHs Ta 3aBaHTaKCHHS KOH(Irypartii.

MeHr HajmamTyBaHb puc. 3.3. MPOMOHYE PI3HOMAHITHI ONUIi, SKi JO3BOJISIOTH
ajanTyBaTH SKICTh Tpadiku Ta pO3AUIBHY 3JATHICTh O TEXHIYHUX XaPAKTEPUCTHK

caldIMx KOMI'HOTEPIB, 3a0€3MeUy UM ONTUMAIIBHY POy KTUBHICTb.

Choose Configuration to load
Resolution 1920x 1080 v
VSync: @

ScreenPercentage: 100 v

Quality
Fps Counterr @

Apply  Close

Pucynok 3.3 — BikHO MeHIO Haamry paHb KOH(pIryparopa.
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Oyukiis "CKUHYTH piBeHb 10 0a30BOi KOHIrypaiii" € KOPUCHOKW st
CUTYalliii, KO HEOOXIAHO BIJAKMHYTH BCl 3MIHM Ta MOBEPHYTHCS 0 MOYATKOBOTO
CTaHy JIN3aiHYy.

"KHomnka Buxony" 3a0e3nedye mMBUAKE Ta 3PYyYHE 3AKPUTTS POTPAMHU.

Onuis "Tlouatn mnokaz (uIbMy B peXuMI CEKBEHIEPA' Aa€ MOXKIUBICTh
NEPETVISIHYTH ABTOMATU30BaHY MPE3ECHTALIIK0 MPOEKTY, M0 BUKOPHUCTOBYETHCS ISt
JNEMOHCTpALIi IM3aiiHy y IMHAMIL.

[TepeMKHYTHCh 10 PEKUMY KamepHu jsi 30epexeHHs 300pakeHb puc. 3.4.

JIO3BOJISIE KOPUCTYBavYaM (IKCyBaTH Ta 30€piraTv CKPIHIIOTH POOOYOro MpoCTopy.

PucyHnok 3.4 — InTepdeiic HanamTyBaHb PEXKUMY Kamepa.

OyHkis "3MIHUTH Yac A00M Ta MOJIOXKEHHS COHI" puc. 3.5. Hajae 3Mory
KOPUCTYBAUaM BI3yaJlbHO OIIHUTH, SIK OCBITJICHHSI BIUIMBA€ HA 30BHINIHIA BUIJISA

1HTEP'EPY B PI3HI NEPIOIM JHS.



60

Pucynok 3.5 — Intepdeiic HaamTyBaHb 4yacy J0OH Ta MOJIOKEHHST COHLISL.

3a pomomorow onuid "YBIMKHYTM Ta BHMKHYTH ()OHOBY MY3HKY' Ta
"VBIMKHYTH Ta BHMKHYTH B3aeEMOIIF0 3 00'€KTaMH"' KOPUCTYBadl MOXKYTh
HAJIAINTYBATH 3BYKOBHW CYIPOBIA Ta IHTEPAKTUBHICTH CICHH 3T1JHO 3 BJIACHUMH

riepeBarami.

3.1.2. YnpasJjiiHHsI Ta B3a€MOAis 3 00'eKTaMH B KOH(piryparopi

JIisi HaBiramii Mo CIEHI BHKOPHUCTOBYIOThCS KimaBimi W, S, A, D, mpo
3a0e3NeuyrOTh IUIABHUH PyX yIepe, Ha3a 1, BJIBO Ta BOPaBO BIAMOBIIHO. e no3Bosie
KOPHCTYBa4aM BUTBHO MEPEMIIIATUCS MO CUEHI TS JETAIBHOTO OISy JU3aiHYy.

Bzaemonis 3 00'ekTaMu peanizoBaHa Iy>K€ MPOCTO 1 3pO3yMIJIO: KOPHCTYBadl
MO>KYTh MIAXOJUTH 0 OOPAHOTO E€JIEMEHTA, HABECTH HA HHOTO KYypCOP 1 HATUCHYTH
1By kHonky mui (JIKM) muist aktuBariii BiamoBigHOro MeHro puc. 3.6. Hanpuknan,
JUTSL 3MIHM JUBaHY KOPUCTYBAa4y HABOJAUTH Kypcop Ha auBaH 1 Hatuckae JIKM, micis
YOro 3'SBJSIETbCS MEHIO, B IKOMY MO>KHA BHOpaTH 1HIIWMH THUN AMBaHy a00 3MIHUTH

Horo marepial.
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Pucynok 3.6 — MeHto 3MiHM 00’ €KTa 4i HOro Marepiay.

AHaJOrYHui MpoIEec 3aCTOCOBYEThCS UIS 3MIHM KOJIbOPY CTIH: KOPUCTyBau
BUOMpae cTiHy, HaTuCcKae Ha Hei JIKM 1 oTpuMye H0CTYN 0 MaIiTPU KOJBOPIB PUC.

3.7.

Select Material

PucyHOK 3.7 — MeHI0 3MiHM KOJIbOPY CTIHH.

[Ilo cTocyeThCcsi MyABTUMEIINHUX TPUCTPOIB, YIPABIIHHS HUMH € MTPOCTUM 1
3po3yMinuM. KopucryBadl MOKyTh AKTMBYBATH YW JCAKTMBYBATH MYJIBTUMEMIMHI
IOPUCTPOi, Takl SIK TEJICBI30PU YW ayIIOCUCTEMH, MTPOCTUM HATUCKAHHSM HA HHUX Y
BIpTYaIbHOMY cepefoBull. lle CTBOpPHOE BpPaXKEHHS PEATHOTO  YIPABIIHHS
JOMAITHBOIO €JIEKTPOHIKOKO 1 I0J1a€ PIBEHb PEAIICTUYHOCTI 10 AOCBIAY KOPUCTYBayva.

Takwnii miaxig a0 yrnpasiiHHsS B KOHQIrypaTopl 3a0e3neuye 3pyUHICTb 1 JIETKICTh
B3aEMOJII 3 €IIEMEHTaMM JM3aiHy, JO3BOJSIOYM KOPUCTYBa4aM €(EKTUBHO

MoaM(IKyBaTH IHTEP'EP 3 CBOIMH MEPEBAraMu Ta noTpedamu.
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3.2 HanamrTyBaHHs KOH(pIryparopa

3.2.1 HanamryBanns akropa BP_MasterSttings
VY naneni aetaneit aktopa MasterSettings Blueprint Mo>kHa BCTaHOBUTH KiJIbKa
3HQYEHb, SIKI KOHTPOIIOWTH PyX TIpaBls, (POHOBY MY3UKY, NMEPEMUKAHHS PIBHIB,
VIPABJIIHHA 4acOM J00M, MOCTIAOBHICTE piBHIB Ta Oararo iHmoro puc. 3.8. ba3osi

HaJ1allTyBaHHS:

4 Details x = [m]

© BP_MasterSettings +add == v o

© BP_MasterSettings (Self)

Edit in Blueprint

H & {t

ound Music
Time Of Day

Video Presentation

Collision
HLOD
Physics
Networking

Input

Cooking

Pucynok 3.8 — [1anens HanamryBanb aktopa MasterSettings Blueprint.

Can Ever Interact With Configurator Actors - SKmo us omniisi yBIMKHEHA,
KIIIEHT 3MOKE B3AEMOJIIATH 3 aKTOPaMM KOHQIryparopa y Balliii CLEHI, TAKUMHU 5K
BUMHMKA4l CBITJIa, IEPEMUKAHHS MarepianiB MeOiB ToO. SIKIIO0 BOHA BHMKHEHA,
AKTOpPH pIBHS HE OYyAYTh IHTEPAKTMBHUMHU. PEKOMEHAYETHCSA 3ATMIIUTH IHO OILIIO

YBIMKHEHOO.
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Interaction Starts Enabled - SIkuio 15 oniis yBIMKHEHA, KJIIEHT MOYHE TPy 3
BUMKHEHOIO B3a€EMOJI€I0, 1 BIH 3MOXKE YBIMKHYTH ii Y MEHIO KOPUCTyBaya B Ipi.

On screen Hud on - Skiio ng omitisi yBIMKHEHA, B Ipi Oyjae JTOCTYIHE MEHIO
KOpHCTYBaya. SIKI10 BOHA BAMKHEHA, MEHIO KOPUCTYBa4a OyI€ HEAOCTYITHAM, aJI€ BaM
NOTPIOHO MEHIO KOpucTyBada aist Oaratbox ¢yHkuiii ArchViz Configurator, Tomy
PEKOMEHY€ThCS 3ATUIIATH 10 OTLIK0 YBIMKHEHOKO.

Walk Speed - IIBUAKICTH PyXy FOJIOBHOTO NEPCOHAXKA I'PaBIIs B T'PI.

Head Movement Velocity - [1IBuakiCTh pyXy I'OJJOBH FOJIOBHOIO NMEPCOHAXKA,
KOJIM BH PYXa€Te MULILY.

Crosshair:

Crosshair on - Skmo ug onimis yBiMKHEHa, B rpi Oyjae BigoOpakarucs
NEPEBI3HUK + 3HAYOK MIJ 4ac IPH A/l KPAUIOro NPULILTFOBAHHS 10 00'€KTIB, 3 IKUMH
MO>KHA B3a€EMOJISTH.

Crosshair Size - Po3amip nepeBi3HHKa, KO BIH YBIMKHEHUIA.

Crosshair Opacity - [1po30picTh NEPEBIZHUKA, SKIIO BIH YBIMKHEHUH. P03
"PiBHI" KOHTPOJIIOE MEPEMUKAHHS MI>K PI3HUMH PIBHSMH B BAIIOMY MPOEKTI 3 MEHIO
KOPHCTYBaya:

Level Names - KnarHyBmm Ha 3HaK "+", BU MOXETE JOAATH PIBHI A0 CHUCKY
JUTS IEPEMUKAHHS MK HUIMU 3 MEHIO KoprcTyBayva i yac rpu. B mom "Added Index"
BBE/IITh Ha3BY PIBHS TOYHO TaK, SIK BOHA HAMMCaHA B BMICTOBOMY Opay3epi.

Level Images - KiranHyBim Ha 3Hak "+", BU MOXKETE J0JaTH MIHIATIOPH, IO
MPEACTABIISIOTH PIBHI B MEHIO KOpHCTyBaya. 300pakeHHs B iHjaekcl [0,1,2 1 Tak mani]
OyJie MpeACTaBIsATH Ha3By piBH B iHACKCI [0,1,2 1 Tak nami] y Bkmaaii "Ha3eu piBHIB".
PiBH1 0€3 MiHIaTIOp HE B1AOOPAKATUMYTHCS B MEHIO KOPUCTYBAya, 1 BU HE 3MOXKETE
NEPEMKHYTUCS Ha HUX. BaM NOTPIOHO MAaTy TOYHO TaKy K KUIBKICTb 300paKEHb, SIK
KUTbKICTh HA3B PIBHIB.

Image Size - Po3Mip MiH1aTIOp Y MEHIO KOprcTyBaya. Po3ain "®oHoBa My3HKa"
KOHTPOJTIOE (POHOBY MY3UKY PIBHSI:

Background Music - SIknio Bu 6axkaere Matu pOHOBY MY3HKY IJIsl CBOTO PIBHS,

npu3HadTe TyT accet Music Wav.



64

Background Music Play at Start - SIknio s oniiist yBIMKHEHa, OHOBA My3UKa
PO3IMOYHE BIATBOPIOBATHCS, SIK TUTbKH I'Pa PO3NOYHETHCS. B 1HIIOMY BHMAIKy rpaBelb
3MOXKE PO3MOYATH BIATBOPEHHS MY3HKH 3 MEHIO KOPUCTYBaya Mij] 4ac TpH.

Background Music Volume - I'y4HicTs (POHOBOT MY3HKH.

VY po3aim "Time of Day" Bam notpiOHO npusHaunth aktop Directional Light,
KW MPEACTABIISIE COHLIE Y BAIIOMY PIiBHI, LI€ HEOOXITHO AJIsl KEPYBaHHS 4acoM 100U
Ta TO3MIIEI0 COHLS B MEHIO KOPUCTYBaya.

Sun - Tyr Bam mnotpibHo mnpu3Haumth Directional Light, saxuit
BUKOPDHCTOBYETBCS SIK COHIIC Yy Bamlid creHl. SIKII0 COHUE HE NPU3HAYEHO,
(PYHKIIOHATIBHICTB Yacy J100W B MEHIO KOPUCTYBava Oy1€ BAMKHEHA.

V¥ pozauni "Video Presentation” Bam motpiOHo npusHauutu Level Sequencer abo
Master Sequencer, skuii BU XOUETE BIATBOPUTH, KOJIM KOPUCTYBAY HATUCHE HA KHOTIKY

BIJICO B MEHIO KOPUCTYBaYa.

3.2.2 Hanamrysannst akropa BP_Universal

Axktop BP_Universal € ocHoBaum aktopom ArchViz Configurator. Bci
iHTepakTuBHI 00'ekTH OyayTh akropamu BP_Universal (okpim 00'€KTiB, sIKI MOKHA
niaHaTh). [1lo6 3pobutr 06'€KT IHTEPAKTUBHUM y BalIOMY PIBHI, MPOCTO MEPEHECITH
aktopa BP_Universal 3 Opay3epa konrenty > BP_Universal y Bamy cueny Tta
NPU3HAYTE HAJIAIITYBAHHS B MaHEN1 aeTanei puc. 3.9,

[Tanens peraneit akropa BP_Universal - Main - VY 1npoMy po3aiil BH
BCTAHOBJIFOETE OCHOBHI HAIAINTYBAHHS 1HTEPAKTUBHOIO AKTOpa, TaKi SIK 1KOHKa
B3aEMO/IIT, KOJIP IKOHKH, THIT 00'€KTA, IK KOPUCTYBay OyJ€ B3aEMOISITH 3 aKTOPOM Ta

OlIBIIIE.
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Actor Tick

Main

Door

Light Switch
v
Configurator

VFX

Audio Object

Ceiling Fan

Rendering
Collision

Actor

Input

HLOD

Physics

World Partition
Events

Level Instance

Pucynok 3.9 — ITanens HanamryBanb aktopa BP Universal.

Object Type - TyT Bu oOupaere Tun 00'€KTa 3 HACTYITHUX BAPIAHTIB:

Door - /JIepi, myxnsana, mada ado Oyab-10, IO MOXKE pyxarucs BOIK,
Hazaa\BIepe abo odepraTuc.

LightSwitch - Jlamna, BuMukay cBiTiia ado OyaAb-sIKWi CBITWIIHUK, HA KU BU
X04eTe HATUCHYTH, 1100 BMUKATH\BUMHKATH CBITJIO.

CeilingFan - Bentunstop abo Oynab-skuii 00'€éKT, kvl Oyae MOCTIHHO
oOeprarucst Ha BIIACHIH OC1, HAPUKJIIAJ 0OEPTOB1 ABEPI.

TV - Tenepi3op, BIACOCTIHA, MPOECKTOP ad0 OyIb-1I0, HA U0 BU XOYETE
BIITBOPUTH MeAiagann.

Configurator - 1{e Oyab-skuii 00'€KT, sIKUH BH XO4YeETE, MO0 KOPUCTYBAY MIT
3MIHATH, HAPUKJIAA TN MEOMIB, KOJIIP CTiH, MAaTepiasl MiJJIOTH, THI Ta MaTepian

KuJinMa ado OyAb-1110 THIIE, MPO [0 BU MOKETE MOTyMAaTH.
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VFX - Bynb-sKuii THI Bi3yaJTbHOTO €PEKTY, KUl BU X04eTe, 00 KOPUCTYBaY
MII BMUKaTh a00 BUMHUKATH, HANPUKJIAJ BOTOHb Yy KaMiHI, BOJa 3 KpaHa, Boja 3
JYIIOBOT MOJIOBKM TOIIO (MIATPUMYE sIK cTapy cuctemy yacTMHOK Cascade Unreal 4,
TaK 1 HOBY cucTeMy 4acTuHOK Niagara Unreal 5).

AudioObject - My3uunuii 00'eKT, SKMiA BH XoueTe, MO0 KOPUCTyBad MIr
YBIMKHYTH a00O BHMKHYTH, Hampukiaax rpamodoH, TKyKOOKC, JOMAIIHIO
MEIIacCuCTEMY TOLIO.

LevelSequanceAnimated - JI;1s1 OUTbII CKJIQAHUX TUITIB 00'€KTIB, SKIIO MEPUIl
7 BapiaHTIB HEAOCTAaTHbO. BHUKOPUCTOBYIOUM LEH BapiaHT, BU MOXKETE MIAKIIOUYATH
OyZlb-SIKy PIBHEBY MOCIIOBHICTh 3 OYy/b-SIKOIO aHIMAIlIE0 B HIA (Hanpukiaa, 3
PO3CYBHI ABEPI, SIKI BIAKPUBAKOTHCS OAHOYACHO ab0 T, KU PyXaeThesl Bropy Ta
BHU3, Ta 0araTo 1HIIOr0) 1 MEPEMUKATH aHIMALIIKO BKIOYEHO \BUKIFOYEHO.

Interaction Type - Sk kopuctyBau Oy/i¢ B3aEMOAIATH 3 [IUM 00'€KTOM, TYT MU
Ma€eMO 2 BaplaHTH:

LookAt - Konu koprcTyBau TUBUTHCS HA LEH 00'€KT, 3'IBISETHCS 1KOHKA, IO
NOB1AOMIISIE, IO KOPUCTYBA4 MOKE HATUCHYTH Ha 00'€KT Ta PO3MOYATH B3aEMO/IIIO.

WalkTo - Konu kopucTtyBau miaxoauTh 10 00'€KTa, B3aEMOJIsl TOUYMHAETHCS,
KOJIM BIH BIJIXOJIUTH BiJl 00'€KTa, B3AEMO1Sl MPUIMHHSETHCS.

Outline Object - Ilg ommis kepye, ud xo4eTre BHU, 00 HABKOJIO 00'€KTa
B3a€MO/11 OYB KOHTYP, KOJIM KOPUCTYBAa4Y Ha HbOTO AUBUTHCS (Oy e MpalroBaTy JIALIE,
SKIIO TUN B3aEMO/I1i BCTAaHOBJIEHO SIK “L.OOkKAt”).

Icon Follow Model - Yn xouete BM, MO0 1KOHKA B3aeMOJIi CiiayBajia 3a
00'€KTOM B3a€MOJI1i, KOJIM 00'€EKT PyXa€eThCsl, HAMPUKIIAA, IKIIO ABEP] BIAKPUBAIOTHCS,
Yl XO4YETE BU, 100 1KOHKA B3aEMOIi JABEpeH “npuinnajna’ A0 JBEPEl, KOJM BOHH
PYXarOThCs, 1 pyxanacs pa3oM 3 HAMH, Y XOUETE BH, OO 1KOHKA 3aJMIIANACSA Ha
CBOEMY MOYATKOBOMY MICII1 1 HE CJIiIyBajia 3a JBEpUMA.

Icon Always Faces Player - Uu xodere BM, n100 1KOHKA B3a€MOJAIl 3aBXKIU
oOepTanacs Ta AMBUIIACS HA FPaBIs a00 3ajunianacs Ha Miciii Ta He odepTanacs (100pe

U TaKUX pedeid, sk 00'€KTM KOH(pirypartopa MeOIiB, MOraHo ISl TAKUX PEYCH, sIK
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JIBEP1, KOJM BU Xo0ueTe, mo0 I1KOHKA 3alhINajacs Ha JBEpsAX Ta HE oOepraiacs
BCEPENINHI HUX).

Icon Color - Konip ikOHKH B3aeMOii.

Icon Mask A - Buriis IKOHKH 10 B3a€MOI1{, HAMPUKIIA, 300paKEHHS 3aKPUTHX
nBepeil. 300pakeHHS TMOBMHHO OyTH YOpHO-OuMM 0€3  anb(a-kaHaly Ta y
KBaJpaTHOMY (hopmari, OUTI YaCTUHU MPEACTABISIOTh CaMy 1KOHKY, 4 YOPHI YaCTHHHU
NPEICTABISIFOTE T€, MO OyJe MACKYBATHCS Ta 3ATMIIATUCS HEBUAUMUM.

Icon Mask B - Burnsg ikOHKHM miCisl B3a€EMOJli, HAMPHUKIAA, 300paKCHHs
BIIKpUTHX JBepeil. J[i1a 00'€KTIB, sIKI HE PYyXarOThCs a00 HE 3MIHIOKOTHCS, TAKUX SIK
KOH(]iryparop me0J1iB, BCTAHOBITh OJJHAKOBY 1KOHKY Juist Icon A Ta Icon B.

Sound Fx 1 - 3BykoBuii edekr, skuii Oyne BIATBOPIOBATUCS MPH MOYATKY
B3a€MO/11, HAMPHUKJIA/, CKPHIT BIIKPUBAKOTHCS TBEPEH.

Sound Fx 2 - 3BykoBuii e(ekr, sskuii Oyae BIATBOPIOBATUCS, KOJIA B3aEMOJIS
OyJie HaTUCHYTA BAPYTE, HAIPUKIIAJ, CKPUIT 3aKPUBAKOTHCS IBEPEH.

Sxmo Bu odepere Thn 06'ekta Configurator, Bam moTpiOHO HajAIITYyBaTH LIEH
PO3ALIL

3d Model - Tyt Mu gogamo 3D Mozeni, MK SKUMH BH XOUETE IEPEMUKATUCS

1T 9Yac B3a€MOJIT 3 UM aKTOPOM IiJT Yac Irpu.

SIkmo BU X04eTe 3MIHUTH TUIBKM Marepian o0'ekTa, a He ioro citky (Mesh),
naojaiite nume ogHy 3D MOJENb 3 TAKOIO K CITKOKO, SIK Y CTATHYHOT MOJEII CaMOro
aKkTopa.

[Ilo6 nomatu 3D Moaenb, HATUCHITH HA 1KOHKY "+", MOTIM 3'SBIATHCS 4 MO
JUTSL 3AIIOBHEHHS:

3dModel - TyT BH BKa3y€eTe CTATUYHY MOJEIb, HA IKY BU XOYETE MEPENTH.

MaterialElement - TyT B1 BKa3yeTe HOMED €IEMEHTA MATEPially HA CTaTUYHIN
MOJIEN, SKUI MPEACTABISE MaTepla, SKHid BU XOUETE 3MIHIOBATH M1 4ac rpH.

3d Model Ui Icon - [xoHKa, sika Oy e BinoOpakatrucs B MEHIO KOPHCTYBava pu
BUOOp1 1iei 3D moneni.

Materials - [1[o6 nogaru BuOip nepeMuKaHHs MarepiajiB 1o iiei 3D moxeni,

HATUCHITH IKOHKY "+" 1 3'SIBIIATHCA 2 MO 1Sl 3aIOBHEHHS:
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Material - Marepian, sikuii Oye BCTAaHOBIEHO MTPH BHOOPI

Material Icon - IkoHKa, sika MpenCTaBAATUME MAaTEPIlal B MEHIO KOPHCTYBaya.

Button Size - Po3aMip kHOMOK BHOOPY B MEHIO KOPUCTYBAya.

Komnonentn BP_Universal - BP_Universal Ma€ kijlbka KOMIOHEHTIB, SIKI HAM
noTpiOHO OyJie BUKOPUCTOBYBATH Ta HAJAIITOBYBATH JUIsl PI3HUX THITB O0'€KTIB Ta
TUMIB B3aEMOJII.

NameOfActor(Self) - e OCHOBHHI KOMIIOHEHT aKTOpa, KOJIM BiH BHOPaHMIA,
yCl1 paHiiie 0OroBOPEHI HaJIalITyBaHHS 3'ABJISIFOTHCS Y TAHEN1 ACTAJIEH, TOMY SIKIIO BU
He 0auuTe HaNATyBaHb, WMOBIPHO, BM BHOpaIW 1HIMWA KOMHOHEHT. Baxmeo!!!
[TepexoHaiiTecs, O BU BUOPAU 1IeH OCHOBHUI KOMIIOHEHT NP MEPEMILICHHI L1JI0T0
aKTOpa, IHAKIIIEC BA MEPEMICTHUTE JIMIIE TOH KOMIIOHEHT, IKUii BU BUOpaIM B TO 4ac.

CollisionArea - Konu Bu BukopuctoByete Thn B3aemomii "WalkTo", Bam
NOTPIOHO 3MIHMTH PO3MIP 1 IEPEMICTUTH LEH KOMIIOHEHT TaK, OO BIH OXOIUIFOBAB
yCHO 00JIaCTh, SIKa COPUYMHUTBL B3a€MOJII0, KOJIM KOPHCTyBad yBiiine B Hei. Llei
KOMIIOHEHT MPEACTABJIICHUN SIK KOHTYP Ky0a, SKHiA BH MOXETE MEPEMIIaTH Ta
3MIHIOBATH PO3MIpP Y CLEHI.

MediaSound - Konu Bu ooupaere tun o0'ekra "TB", B MOXKETE BCTAHOBUTH
00J1aCTh, /1€ 3BYK TEJEBI30pa HAUTYUYHINIMKA 1 HACKUIBKK JAJIEKO BIJl TEJICBI30pa 3BYK
3MEHINY€eThCA. Lleli KOMIIOHEHT mnpeacTaBicHUA sK 2 KOHTYpH cdep (MeHma
MPEACTABIIIE BHYTPILIHIN pajiyc, A€ T'YYHICTh MAKCUMaJibHA, 1 OLIbIIa, MICHAs SKOi
ryuHicte Oyae 0). [1o0 3MiHUTH BHYTPIIIHIA 1 30BHIIHIN paxiycu 3ByKy TB, Bam
NOTPIOHO 3MIHMTH 1[I 3HAYEHHS B NaHeNm JeTaied (KoM BHOPAHO KOMIOHEHT
MediaSound).

Interactionlcon - Konu tvn B3aeMmonii BctaHoBjieHO sK "Look at", 114 ikoHKa
KOMIIOHEHTA 3'IBUTHCS, KOJIM BM JMBUTECh HA aKTOpa, HAM MOTPIOHO MEPEMICTHTH,
oOepTaTi Ta 3MIHIOBATH PO3MIP II€i 1IKOHKH J0 MICIS, € MM XO04eMO, 1100 BOHA
3'SIBJISUIACS TIPU MOTJISAL HA aKTOPA.

StaticMesh - Ile cama 3D Mozaenb, BaM MOTPIOHO BKAa3aTW CTATHYHY CITKY
aktopa TyT y BCIX BUITAJIKAX. SAxkmo ne tan "Door", BaM TakoK MOTPIOHO

BUPIBHATH 1€ KOMIIOHEHT Tak, 00 metisi oOepraHHs JaBeped Oyjia BUPIBHSHA 3
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koMroHeHToM Gizmo. ko ne tun "VFX" ado "LevelSequencer”, Bam moTpiOHO
BCTAHOBUTH 1[0 CTaTHUHY CITKY sIK "Cube 1x1" (BkimoueHo no Configurator) 1 3MiHUTH
ii po3mMip A0 GaskaHOTro, OO 3aXOMUTH MOTJISA TPABLS, 1 BCTAHOBUTH 11 IK HEBUIUMY,
OCKUIbKM BOHAa BHKOPHCTOBYETbCS JIMIIE JJIsi BUSBICHHS 3ITKHCHHS MOTJISAY
KOpHCTyBaya.

Audio - Konu Bu o0upaete tun 06'exta "AudioObject”, BU MOKETE BCTAHOBUTH
o0nacte, A¢ ayAio HAHUTYYHILIE, 1 HACKUIBKM JAJIEKO BiJ aKTOPa 3BYK 3MCHIIYE€THCS.
Lleli KOMODOHEHT NPEACTABICHHMNA sK 2 KOHTypu cdep (MEHIIA NTPEACTaBIISE
BHYTPILIHIH pajiyc, A€ TY4YHICTh MAaKCUMAJIbHA, 1 OUTbIIA, TICIIS IKOT TYUHICTB Oy e 0).
[I{o6 3MIHWMTH BHYTPILIHIA 1 30BHIIIHIA PaalyCcH ayAio, BaM MOTPIOHO 3MIHMTH Wi
3HAUEHHS B MaHeml Aetaneil (ko BuOpaHo KOMIOHEHT Audio).

¥Yeci cratnuni citki B BP_Universal NOBHHHI MaTH HANalITOBAHE 3ITKHEHHS,
iHakme gyHkuis "Look At" He mparroBaTume.

1106 B3aemomisTh 3 00'exktamu "Look At", IMBITECS HA HUX 3 PO3YMHO{ BIACTaHI

1 KOJIM 3'ABJIIETHCS 1X IKOHKA, HATUCHITH JIIBY KHOIMKY MU, 00 B3aEMO/IISITH.

3.3 llpakTu4He BUKOPUCTAHHA KOH(QIrypaTopa Jis Au3aiiHy iHTep'epy
CTBOpeHHs 1HTEP'EpY B KOHQIryparopi € MOCHIAOBHAM TNPOLECOM, SKWH
BKJIFOYA€E HACTYIHI €TaIM;

1. BuOip Cuenn: [Touyatok poOoTH 3 KoH(piryparopom nepeadadae Budip 6a3oBoi
ClcHH a00 TEMIUICHTY, KW HaliKpame BIAMNOBIAAE 3aayMy KopucTyBaya. Lle
MO>ke OyTH mycTa KiMHaTa abo BKe 4aCTKOBO O(OPMIICHHANA TPOCTIP.

2. Hagirauis ta Opienranisi: 3a nqonomoroto kimapim W, S, A, D kopuctyBaui
MO>KYyTh HaBITYBaTW MO CIICHI, BUBYAKOUM MPOCTIP Ta BH3HAYAOUM NOTPIOHI
30HU JUTA JU3aiHY.

3. Bu6ip Tta Po3mimennss O0'ekriB: KopucrtyBadi B3aeMOIIOTh 3 00'€KTamuy,
Hatuckaroun JIKM st aktrBaiii MeHI0 BUOOpPY, A€ MOXKHA 00paTH TUI MEOIB,

aKCceCyapiB, OCBITIEHHS TOLIO.
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4. Kacromizanis O0'ekriB: [licns BuOopy 00'ekTa BiIKpUBAETHCS 1HTEpP(hEHC
KacTomizalli, A€ MOKHAa 3MIHMTH KOJIbOPH, MAaTEpiajid, TEKCTyPH, a TaAKOXK
JOJATKOB1 TApaMETPH, AK-OT po3MIp 4 (opma 00'eKTa.

5. HanamryBannsa OcBitienHs: KopuctyBadi MOKyTh 3MIHMTH 4Yac A00M Ta
NOJIO’KEHHSI COHISL JUIsl MEPENIAay TOTO, SK NPUPOJHE CBITJIO BIUIMBAE HA
IHTEP'EP, @ TAKOK AOAATH a00 3MIHUTH LITYYHI1 JUKEpEna CBITIA.

6. 3acrocyBanns /lexopy Ta @iHAIBLHUX AKIEHTIB: [[01aBaHHS TEKOPATUBHUX
€JIEMEHTIB, TAKUX SIK KAPTHHU, POCIIMHY, KHJTUMH, JOTIOMArae 3aBEPIIMTH 00pa3
IHTEP'EPY Ta HAJATH HOMY OCOOMCTICHOTO XapakTepy.

7. Heperasiy ta PenaryBanns: [liciss OCHOBHOTO O(OPMIIEHHS, KOPUCTYyBayl
MO>KYTh IEPETJISSHYTH IHTEP'EP B PEKAMI CEKBEHLIEPA a00 B PEXKAMI KAMEPH, 11O
JO3BOJISIE OLIHUTH 3arajIbHUI BUTTIS Ta 3p0OUTH (D1HAIBHI KOPEKTUBH.

8. 30epesxkennsi Ta Ekcnopr IIpoexrty: ['oTOBHIA TpoeKT MOXe OyTH 30€peKEHMIA
JUTs oIk 1101 po6oTr ad0 ekcnopToBaHuil y (popmarti 300pakeHb UM BIJIEO IS

npe3eHTallli KeHtam ado B moptdortio.

3.4 Ouinka Ta peKOMeHIalil AJisi KOPUCTYBaviB

3.4.1 Ouninka 3arajbHOT e(PEKTHBHOCTI KOH(piryparopa.

[Tics aeTaqbHOTO aHaNli3y MOKIMBOCTEH Ta (PYHKIIIOHAIBHOCTI KOH(IrypaTopa
IHTEP'EPY MOKHA 3POOMTH BHCHOBOK MPO HOT0 BUCOKY €()EKTUBHICTH. |HCTPYMEHT
YCHILIHO COPABJISIETHCS 3 3aBJAAHHSIMU Bi3yalli3allii Ta KacTomizauii Au3aifHy , Hagaru
KOPHCTYyBa4aM THYYKl 1HCTPYMEHTH JUIsl peasizamii TBOPYMX KOHLENUINA. 3py4HICTh
HaBIrallii, IHTYITHBHO 3PO3yM1JIE MEHIO HAJIAIITYBAHb, JIETKICTh B3a€EMO/I] 3 00'€eKTaMu
Ta WHUPOKWH CHEKTP OMNLIA pegaryBaHHs POOJATh KOH(Iryparop He3aMiHHHM

THCTPYMEHTOM JJIsl AU3ANMHEPIB IHTEP'€PY TA ApPXITEKTOPIB.

3.4.2 Pexomenaauii 1yt Maii0yTHHOr0 BUKOPHCTAHHS.
Ha ocHOBI oTpumaHOro paoceimy B poOOTI 3 KOH(IryparopoMm, MOXKHA

PCKOMCHAYBATH HACTYIIHC!
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o Exkcnepumenryiite 3 nHamamryBanHsmu: He Oiiitecs npoOyBatu pi3Hl
KOMO1HALli MaTepialiB Ta €IEMEHTIB AM3aiiHy, MO0 TOCATTH ONTUMAJIBHOTO
pe3yabTaTy.

o BuxopucroByiite ¢yHkuii 30epexenHss KoH(irypauiii: PerynspHo
30epiraiite Bami poOOYl MPOEKTH, MO0 MaTu MOKJIMBICTh MOBEPTATHCS [0
NOTEPEAHIX BEPCIil.

o Apanrtyiite inTepdeiic mix cBoi mnorpedu: Hamamryiite iHTEpdEkc
KOpHCTyBaya Ta rpadgivuHi napaMeTpy BIAMOBIAHO A0 BUMOT BAIIOTO MPOCKTY Ta
MOTY>KHOCT1 OOJIaIHAHHSI.

o BuxopucroByiiTe pexuM Kamepu AJasi  npeseHraniii:  CTBOproiTe
BUCOKOSIKICHI 300PaKE€HHSI Ta BI€O JJIs JACMOHCTpallli Balloro MPOCKTY
KJIiEHTaM a0o0 B mOPT(OITIO.

o Ortpumyiite 3BopoTHHI 3B'si30K: [Ipe3eHTYHTE Baml MPOECKTH KOJIEraMm Ta
KJIIEHTaM, BAKOPUCTOBYOUYM KOH(IrypaTop ass 300py BIATYKIB Ta MOAATBIIOTO
BJIOCKOHAJICHHS IU3aiiHY .

o« byabte B Kypci oHOB/eHb: CIiaKyiTe 3a OHOBICHHSMH MPOIPAMHOIO
3a0€3NEeUYeHHS, 100 BUKOPUCTOBYBATH BC1 HOBI MOXKJIMBOCTI Ta BJOCKOHAJICHHS

KOH(piryparopa.

3.4.3 BucHoBKkH

Y Tperbomy po3auti Oyyio MPEACTaBACHO PEKOMEHAAIlT MO0 MPAKTUYHOIO
BUKOPHCTAHHS pO3p0o0JEHOr0 KOH(Iryparopa iHTep'epy Ha OCHOBI TexHonorii Unreal
Engine. Lleli po3ain BkIOYAE BBEACHHA B 1HTepdelic Ta OCHOBHI (PyHKIIi
KOH(IrypaTopa, HagarOud ACTAbHUN OIS OCHOBHOTO MEHIO, IHTEpdeiicy Ta
ynpaeiiHHs o0'ektamu B KOH(Qiryparopi. OkpiMm TOro, OyJid ONMHCAHI KPOKW AJist
CTBOPEHHS 1HTEP'EPY 3 BUKOPUCTAHHSAM KOH(ITyparopa, o AEMOHCTPYE MPAKTUYHE
3aCTOCYBAHHs IHCTPYMEHTY B JIM3aliH1 IHTEP €Y.

BHCHOBKM Ta peKOMEHAlli Al KOPUCTYyBaylB MIACYMOBYIOTh €(PEKTHBHICTb
KOH(pIrypaTopa Ta HOro KOpUCTYBaLbKy LIHHICTb. OCOONMBUI aKLEHT 3p00JIEHO Ha

MO>KJIMBOCTI MOJAIBIION0 PO3BUTKY Ta YJIOCKOHAJICHHS KOH@QIryparopa, 30KpeMa



72

LUTSIXOM THTErpalii ITYy4YHOrO 1HTENEKTY, BAKOPHUCTAHHS TEXHOJIOTTH BIPTYaIbHOI Ta
JOTIOBHEHOI PEATTBHOCTI, BOPOBALKCHHS KOJIAOOPATUBHUX 1HCTPYMEHTIB [UIsl poOOTH
HaJ TMPOCKTAMHM TpynamMu AM3aiHEpPIB Ta PO3MMPEHHS O10J10TEKM aKTUBIB Ta
MarepianiB. 3aBepUIYETHCS PO3ALT OLIHKOK 3arajbHOi €)eKTUBHOCTI KOH(pIryparopa
Ta PEKOMEHJALIsIMU sl Horo MaiOyTHBOrO BHKOPHCTAHHS, BIJKPHUBAKOUM HOBI

NEPCIICKTHBH JUTsl 1HIYCTPIi IHTEP'€EPHOrO AU3AHY.
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BUCHOBKHA

OWiHIOKYM OCITHYTI Pe3yJabTaTH B po3poOuil KoH(piryparopa iHTEp'epy Ha
ocHoB1 TexHouorii Unreal Engine, MO>kHa KOHCTaTyBaTy, IO KIIFOUOBI LTI MPOEKTY
Oyou ycmimHO BTuUleHl. Bukopucranns Unreal Engine n03BONWIO0 CTBOPUTH
BUCOKOSIKICHI Bi3yami3amli, siki pa3oM 3 IHTYITHBHO 3pPO3YMIUTUMH 1HCTPYMEHTAMHU
HAJIAINTYBAHHS HAJA0Th KOPUCTYBa4YaM BEJIMKY THYUYKICTh B MOJCIFOBAHHI JU3aiHY.
[TpoaBuHYTHI pEXUM KaMEpH, PI3HOMAHITHICTh MMAPAMETPIB  HAJIAIITYBAHHS
IHTEP'EPY, 30KpEMa OCBITIEHHS, MEOIIB, ACKOPY, 3a0€3MeuyroTh €(EKTUBHICTH 1
TBOPUMH MPOCTIp AN KopucTyBada. OnTumizamiss mif pi3HI CUCTeMH 3ale3reuye
cTabiIbHy pOOOTY MPOrpaMu Ha PI3HUX MPUCTPOSX, IO POOUTH ii AOCTYMHOK s
HIMPOKOTO CIIEKTPY KOPUCTYBAYIB.

BogHouac, icHye moTeHmian Juis NOJANBIION0 PO3BUTKY Ta YAOCKOHAJICHHS
KoH(piryparopa. IHTerpaifisi WITy4YHOrO IHTEJIEKTY MOKE aBTOMATHU3yBaTH BUOIP
IN3aiiHy, a BUKOPHUCTAHHS TEXHOJOTIH BIPTyaJlbHOI Ta JOMOBHEHOI PEaTbHOCTI
3a0e3meunTH OUTBII 3aHYProBalIbHUE 10cB1A. KomadopaTuBH1 iHCTPYMEHTH T03BOATh
BUKOHYBAaTH poOOTY HaJl MPOEKTAMHK IPylaMu JTU3alHEPIB, IO € 0OCOOJIUBO BAKIMBUAM
i npodeciitHnx cryaiil. Po3mmpenHs O10110TEKM aKTHBIB Ta MaTepialiB BIAKPHE
JOJATKOBl  MOXIIMBOCTI JUIsl  Kacrtomizamli am3aifHiB. HapewTi, nopanblie
YAOCKOHAJICHHS 1HTEPQENCY KOpUCTyBaya COpUSTAME 30LIBIICHHIO 3ayYE€HOCTI Ta
3aI0BOJICHHSI KOPUCTYBAUiB B1JI MPOLECY TU3aiHYy.

Takum 4rHOM, po3poOJIcHUIT KOH(DIryparop € MOTY>KHUM IHCTPYMEHTOM ISt
CTBOPEHHS Ta Bi3yastizallii AM3aiiHy 1HTEP'€py, AKHIA BXKE HA JAHOMY €Tarl 1EMOHCTPY€
BUCOKY €()EKTHBHICTh Ta KOPUCTYBALIbKY LIHHICTb. Y MaOyTHbOMY, 3 ypaxyBaHHSIM
TEXHOJIOTTYHUX OHOBJIEHB Ta 3BOPOTHOTO 3B'SI3KY BiJ KOPUCTYBaiB, HOTO MOKIMBOCTI
TUTBKA PO3IIMPIOBATUMYTHCS, BIJIKPUBAIOYM HOBI NEPCIEKTHBH IS 1HAYCTPIi

THTEP'€PHOTO AHU3AiHY.
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Hoparok A

MIHICTEPCTBO OCBITH I HAYKH YKPAIHH

XapriecsEHA HauioHaneHEE yEieepcuTer ivMedl B H. Kapasiua

ParyabTeT KOMI'IOTEDHAX HAVE

Kadeapa reopernanoi Ta npEkIaInoei cECTEMOTEXHIKH

PipeHr BHIIOI OCEITH {OCBITHBO-KBAMIdikaniHHMI pirens) Marictp
['amvse snans: 12 - [adopmaniiiei rexmoaorii

Coemazemicts: 123 «KoMmn'wTepHa iH:ReHepia»

JATBEPTAY IO

Japiayea4 kadeapn TeopeTHYHOL T2
NPHK.I2IA0L CECT 280 TeXEIEN

4 AT.H., opad. Mxareoe C. L

w08 » rpyoEr 2022 pory

3ABTAHHS
HA EBATIPIKANIMHY POBOTY

Turapesko Oaer Bauec,1aB0BHY

1. Tema pototn «Kouduryparop posMilneHHa eleM2HTIE IHIER epy OVIIBM HA OCHOE!
r2xuonorii Unrzal Enginss.

KepiEHHEK podorn  Tonctonvieka Onena [ enmagiiema, 118, C.H.C.

2ATESPESH] HAKAZOM 10 VHIBepCHTETY B «10» muctomana 2023 poxy No 4101-3/3197
2. Cipok nozanua cryaedton potore 28 11.2023

2. Tlepenik nuiads, K1 OOIPI0HO pOzpOOHTH]

1) OorpyHEIVEAHHA EHOOPY CepegoEHONE PO3POOKH MOIETIL.

21 Orasga 1a aHamiz NPHHEOHEOE CTEOpPeEHY KEoHdirypatopa Ha ocHoei texnonorii Unrela
Enzine.

i) Pospooka eamor ao 2D-mozened.

4) Pozpodka agropniMie dyHENIOHVEAHHY KoHGIrypatopa.

3} Pospodka oporpaMHol peamiaami Mogem 1a iHTepdeficy KOpHCTVEAYA HA OCHOEL
texaogorii Unreal Engine.

7y IMiaroroeka 12 obopMIeHET DOICHIOBATEHOL 2ATHCEH.
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8) Tectyrannsa Daz0B0l QyHKUIOHATIBHOCTL. 20.07.2023p
9) Onrumizanisa 1a BIOCKOHATeHHA. 20.08.2023p
10)| TIlimroTtoBKa Ta po3podKa mporpaMHOl JOKYMEHTAIIIlL, 21.09.2023p
11)| Pozpobra Ta ohopMIeHHA TOACHIOBANBHOL 3aMICKII 28.11.2023p

5. Jata BHIOad4i 3aBaaHHA

C1ynenr

Kepirunux potorn

08.12.2022

O.B TutapeHxko

IHIIT1ATTH, IPISEHITE

O.I Toncronyaeka

IFITTiAMH, ISEHIE

Maoec

MiaOEC
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JonaTtoxk b

TexHiuHe 3aBIAHHA

Ha po3polky nporpamHoro Bupody «KoHdiryparop po3smilLIEHHS €1eMEeHTIB

iHTepepy Oymirm Ha ocHoBi texHonorii UNREAL ENGINE»

Hazsga Hazga i1 3micT niapo3ainy
po3auty
1. 1.1. Hasea mnporpamHoro BHpoOy KOH(iryparop
BBeeHHs PO3MILICHHS €JIEMEHTIB IHTep €py OyAiB/Il Ha OCHOBI TEXHOJOTI1
Unreal engine
1.2. l'any3b 3acTOoCcyBaHHS KOMI IOTEpPHiI TEXHOJOT1
98 2.1. HaByajnpHui 1UIAH 3a cHoewjajpHicTIO 123 —
[TinctaBa  ana | Komm’torepHa iHXeHepis
po3poOKu 2.2. 3aBnanns Ha KadidikauidHy poOoTy Marictpa Ne
4101-5/3197 Bin «l11» 2023 (npeactaButu sk domatok A a0
MOSICHIOBAJILHOT 3aMIMCKHU 0 KBalidiKalliiiHOi poOOTH).
S 3.1. Meta po3poOku NporpaMHOro BUPOOY CTBOPEHHS
[Ipu3HavyeHHs IHTYiTHBHO 3pO3yMUIOro KoHdirypatopa IiHTep'epy Ha 0a3i
pPO3pOoOKH Unreal Engine ans ontumizauii npouecy Au3aiHy, HalaHHS

HIMPOKUX  MOXJIMBOCTEH  Bizyamizalii Ta  e(eKTUBHOIo
MOJEJIOBaHHS IHTEP'€PHUX MPOCTOPIB.

3.2. Ilpu3HadeHHs MporpaMHOro BUPOOy € HaJaHHS
NU3aiiHepaM IHTep'epy IHCTPYMEHTY AJi JeTalbHOI Bizyai3allii,
KacToMizalii Ta edeKTUBHOIo IUJIaHyBaHHA IMpOCTOpYy, 3
BUKOPUCTaHHsM nepenoBux moxiuoctet Unreal Engine nns
CTBOpEHHS pealicTUYHHX Ta JUHaMiuHUX 3D-mozenel iHTep'epy

3.3. BuxiaHi aaHi ajst po3poOKu KoHpirypaTopa iHTep'epy

BKJIIOYAIOTh TEXHIYHE 3aBJaHHA, aHai3 PHUHKY, BUMOT'H I.liJIbOBO'l'
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ayautopii, pecypcu Unreal Engine, nu3aiiHepchbKi cCTaHIapTH,

rpadiyHi MaTepiaiy Ta TeXHIYHI cnenudikauii o0naIHaHHs.

4.
TexHiyHI
BUMOTH 110
pOrpaMHoOro

BUpOOY

4.1. Bumoru 10 GyHKIIOHAIBHUX XapaKTEPUCTUK HEMAE

4.2. Bumoru 110 HaJiMHOCTI nepejdayaroTh cTablIbHY Ta
Oe3nepediiiHy poOOTy, MiHIMaJIbHUM PU3MK 300iB UM MOMUJIOK
MiJ Yac eKcIUlyaTalli, a TakKo)K 3a0e3Ne4eHHs] TOYHOCTI Ta
aKTyaJbHOCTI 0OpOOKH JIaHHX.

4.3. Bumoru 10 yMOB eKcIlTyaTalii Hemae

4.4. Bumoru 110 ckiaay 1 napaMeTpiB TEXHIYHHUX

3ac00iB /1151 JJaHOTO MPOrpamMHOro BUPOOY BKIOYAIOTh
HasBHICTb  Cy4aCHOIO  KOMI'IOTEPHOro  OOJIaJHaHHA 3
JOCTaTHBOIO ~ OOYUCITIOBAIBHOIO IOTYXKHICTIO, BKJIIOYAIOYH
BUCOKOINPOAYKTUBHUN LEHTpPaJIbHUM mpouecop, rpadiuHui
npolecop, o NIATPUMYE PEHIEPUHT BUCOKOT SIKOCTI, JOCTaTHIM
o0csir onepaTUBHOI MaM'ATi Ta Miclisg Ha )KOPCTKOMY IHUCKY, a
TaKOX CYMICHICTh 3 OCTaHHIMH BEpCISIMH ONepalliiHUX CUCTEM.
4.5. Bumoru 110 iHpopMaliiiHOT Ta porpaMmHoi

CYMICHOCTI HEMae

4.6. Bumoru 10 MapKyBaHHs Ta YIIAKOBKH HEMae

4.7. BuMoru 10 TpaHCNOpTYBaHHs 1 30epiraHHst Hemae

4.8. CreliajabHi BUMOTH HeEMae

5. Bumoru
no Ilporpamuoi

JOKyMEHTaLlil.

[IporpamMHOIO TOKyMEHTALIIEIO 10 BUPOOY

«KOH(pIrypaTop po3MillleHHS eJIEeMEHTIB 1HTep epy OyaiBI1
Ha ocHOBI TexHosorii Unreal engine» BBaxaTu:

1) CnpasxHe TexHiuHe 3aBIaHHs Ha pO3pOOKY

MpOTrPamMHOro BUPOOY (IIpeICTaBUTH Y BUTIISI

Jlonatky b 10 nosicHOBaJIbHOT 3aMMCKU /10

KBaJlipikauiiHOi pobOTH).

2) [Iporpamy 1 MeTOAMKY BUIIPOOYBaHb pO3pOOIEHOTO
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NPOrpaMHOro BUpoOy (MIpeACTaBUTH Y BUTIIAI
Honatky B 10 NosICHIOBaJIbHOT 3aIIUCKH 10
KBaJigikaliiHoi poOOTH).

3) Onuc nporpaMHOro BUpoOy (MpeaCTaBUTH B
po3aui 2 NOosACHIOBAJIbHOI 3aUCKU 10
KBaJlihikaliiHOT poOOTH).

4) Tekct nporpamu (npeacraButd B Joxarky I 1o

MOSACHIOBAJIbHOT 3alMCKHU A0 KBalidikaliiHO1

poOoTH).

6. 1) opieHTOBHa OlliHKa €()eKTUBHOCTI BUKOHYBaHOI poOOTU
TexHiko- BKa3ye Ha 3HauyHe [IJBULICHHS TNPOJYKTUBHOCTI Ta SIKOCTI
€KOHOMIYHI [poliecy AU3aiiHy IHTep'epy.

NOKa3HUKH 2) TepMiHM pO3pOOKHM NPOrpaMHOro BUpoOy Ta BUTpaTH
TPOLIOBUX KOIITIB 3aJIeXkaTh Bijl 00CAry Ta CKJIAJHOCTI IPOEKTY,
aJie 3arajJloM BUMararoTh 3HaYHUX 1HBECTHLIIN Yacy Ta pecypciB.

3) IlopiBHSHO 3 BITYM3HAHUMH Ta 3apyODKHHUMH
aHaJloramu, po3po0JieHui NporpaMHui BUPIO JEMOHCTPY€E BUILLY
aJanTHUBHICTh Ta (PYHKIIOHAIBHICTh, IO MOXKe 3a0e3MeYUTH
KOHKYPEHTHI [lepeBaru Ha pUHKY.

7. Cranii 1 Ha3Bu eramniB poOoTH TepMin BUKOHAHHS
erarny po3poOKu poboru

1. AHamiz  MOXJIMBOCTEH 08.12.2022p

Unreal Engine.

2. Ornsn ICHYFOUUX

KoHpirypatopiB Ta ix

peaizaiii. 01.01.2023p
3. Bu3nayenns TeXHIYHHX 10.02.2023p
BUMOT 710

KoHiryparopa.
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. IIpoektyBaHHs 15.03.2023p
apXITEKTYpU CUCTEMHU.

. Po3pobka  HeoOXigHHX 09.04.2023p
3D Moesten.

. Peamnizauis JIOT1KH 10.05.2023p
pO3MillleHHs 00'€KTIB.

. Inrerpauis iHTepdeiicy 11.06.2023p
KOpUCTYyBaua.

. TectyBaHHs 6a3oBoi 20.07.2023p
dYHKLIOHAJIBHOCTI.

. Ontumizauis Ta 20.08.2023p
BIAOCKOHAJICHHSI.

10.ITiaroToBka Ta po3podka 21.09.2023p
nporpaMHoi
JIOKyMeHTallii.

11.Po3poOka Ta
opopMIICHHS
NOSICHIOBAJIbHOT 3allUCKH 28.11.2023p

8.
[Topsnok
KOHTPOJIIO

NpUAMaHHS

B nanomy po3aijii noBMHH1 OyTH BKa3aHi

3arajibHi BAMOTH JI0 IPUIMaHHs po3po0JeHOro
NpOrpaMHOro BUpoOy HaMpUKIAI:

1) [lepeBipka xoay po3poOKH NPOrpaMHOTO
BUpoOy. KepiBHUKY poOIT BUKOHYBaTH | pa3 B 3
THAHI.

2) BunpoOyBaHHs IPOrpaMHOro BUpoOy
BIAMOB1AHO /10 [Iporpamu i METOAMKM BUIPOOYBaHb
NpoBeCTH Ha 6a3i KOMIT'FOTEPHOTrO KJacy.

3) 3axucT po3po0JIeHOro MPOrPaMHOTO BUPOOY

MpOBECTH Ha 3aciJaHHi aTecTalliiiHOl KOMICII.




4) IlosicHIOBaJIbHY 3aIIMCKY HAIaTH Ha
ManepoBUX HOCIAX B OAHOMY IIPUMIPHHUKY, B

eJIEKTPOHHOMY BUIIIsAA1 - HA CD-11cky B oqHOMY

EK3eMILIAPI.
Bukonageub 3aMOBHUK
cryneHt rpynu KI- 61 I.T. H.,
Turapenko O.B. Tousctoinysbka O. 1.

il é tee” —
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JonaTrox B

[Iporpama i meroanka BUIpodyBaHb
[NpPOrpamMHoOro BHpoody

«KOH®ITYPATOP POSMILLEHHA EJJEMEHTIB IHTEP'€PY BYIIBJII HA
OCHOBI TEXHOJIOI'IT UNREAL ENGINE»

1 O0'exr BunpodyBaHb

.1 HalimeHyBaHHSt RUNpoOyBaHOro nNporpaMHOro BHPOOYy: KoHQirypartop
pO3MillleHHs eJleMeHTIB iHTep'epy OyaiBii Ha ocHOBI TexHoJorii Unreal Engine.

1.2 O6nacTh Oro 3acTOCyBaHHsI: KOMIT F0TepHa rpadika, Au3aiH, apXIiTeKTypa.

2. Mera BunpoOyBans

[TinTBepmkeHHs (QyHKUIOHAJIBHUX Ta IHWMX XAPAKTEPUCTUK PO3podeHoro

nporpamMHoro Bupody BumMoram, ki cpopmynsoBati B T3 ([lonatok b).

3. 3arajabHi N0J0XKeHHA

3.1 lliacTaByu 119 npoBeIeHHs] BUNPOOYBAHb

[MizctaBoro 118 npoBedeHHs BUNPoOYyBaHb € Haka3 PO  NpPU3HAYEHHS
aTecrauliiHoi Komicii.

3.2 Micue i TpuBajicrs BUNpodyBaHb

[TpuiimasibHi  BUmpoOyBaHHS BigOyBajMcs B pealibHid JH3alH-CTyAdll, 1€
AuzaiiHepy BUKOPUCTOBYBAJIM el IHCTPYMEHT y CBOIM NOBCAKAEHHIH pobOTI.

3.3 O6csnr BunpobyBanb

ITpuiiManpHi (MpUiiMalIbHO-31aBajibH1) BUMIPOOYBaHHS IPOrpaMHOTO BHUPOOY
MPOBOASTLCS B 00cA3i BiAnoBiaHOMY wiei [Iporpamu i meTonukn BUnpoOyBaHb.

3.4 Oprani3zauii, aKki 6epyTb yuacrs y BUNpo0yBaHHSX

BunpoOyBaHHS nporpaMHOro MnpoaykTy 3IIRCHIOBAIACHE cOeuwianicTamy 3
KOMII'FOTEPHOT Irpadikn B CTyAil KOMI'KWOTEPHOI Bidyali3auli, skl OUIHIOBAJIU HOro
30aTHICTh 10 €(PEKTUBHOIO IUIAHYBaHHS Ta Bi3yali3alii IHTEp'€pHUX €JIEMEHTIB,
3a0e3Meyyoyr BIANOBIAHICTE 10 BUMOT peali3My Td IHTEPAKTUBHOCTI.

4. Bumoru 10 nporpamu ado nporpaMHoro Bupody
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Bumorn mo nporpaMu Bamoi AOWMIOMHOT poOOTH BKJIOYAKOTH 304THICTH 110
edeKkTUBHOT HaBirauii | KepIBHWUUTBA KOPUCTyBada 4epe3 Hpouec KoHgirypauii,
3aJy4eHHs yBaru 3 BAKOPUCTaHHIM IHTEPAKTUBHHX €JI€MEHTIB, IHTYiTUBHY Ta 3py4HY
eproHoMmiky iHTepdeilcy, ecTEeTUYHUN AM3daiH, SKUA BIIOOpaXae 11CHTUYHICTD
OpeHy, NO3UTUBHUN eMOIITHUI BIUIMB, BUCOKY CIIPUUHATY LIHHICTh | KOPUCHICTb,

cTabliabHICTb pobOTH.

5. Bumoru 1o nporpamuoi aoKymeHtauii

I[Hopmalis 3a00309y0TbCS 3 BIINOBIIHOIO PO3/1iay TEXHIYHOIO 3aBIAHHS.
«CKllaa nporpamMmHoi J0KyMeHTalll, [0 NOAA€TbCA HA BUIIPOOYBAHHSA, BKIIFOYAE:

|) TexHiyHe 3aBAaHHS HA PoO3poOKY MporpaMHOro BUpoOy (OpeacTaBieHO B
Jonatky b 1o nosicHioBaabHOT 3anHUcKu 10 KBadidikaliiHoi poboTH).

2) Us [porpama i1 meTolnrnka BUNIpoOYBaHb po3po0IEHOI0 IPOIPAMHOIO BUPOOY
(npencraBnena B [Jomatky B 1o noscHioBankHOT 3anucku 10 kBajiikauinHoi
poboTH).

3) Onuc nporpamHoro BUpoOy (MpeacTarRneHo B po3difi 3 MOSICHHOBAILHOT

3allMCKK 10 KBadipikauldHoi podboTH).

6. 3acobmn i nopaxok BUNpodyBaHb

6.1 3acodu BunpoOyBanb

Jlis BUNpoOyBaHb NpOrpaMHOTO NPOAYKTY 3 KOoH(Irypauii iHTep'epy notpibeH
KOMO'tOTEP 3 BUCOKOK OOYMCIIOBAIBHOK MOTYXKHICTIO Td CTaDUIBHUM [HTEpPHET-

3'eJHAHHAM J1Jis 3a0e3neueHHs IaBHOCTI poOOTH 1 Bizyaui3alii.

6.2 [lopsinok npoBeeHHs BHNPONYVBAHb
Ha nepwomy erani BunpoOyBaHb NPOrpaMHOro NpoaAyKTY:
. [lepeBipka KommiekTHocTi nporpamMuol  aokymenrauwii:  byno
31ACHEHO PETeIbHY OUIHKY HAsiBHOCTI BCIX JOKYMEHTIB, O BUMArdarOThCs 3[1IHO 3
TEXHIYHUM 3aBIAHHAM, 115 3a0€3M€4EHHS MOBHOT KOMIUIEKTHOCTI Ta BIAMNOBIAHOCTI

AOKyMeHTauii.
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2 Ouinka KOMIMUIEKTHOCTI  TEXHIYHHX | [porpaMuuMx  3aco0iB:
[lepeBipeHo, o Bci HeoOXIJIHI TEXHIYHI Ta NPOrpaMHi KOMIOHEHTW € Ha MICUI |
MPaBUJIBHO HAJIALITOBAHI, TOTOBI 10 MOAAJBIINX €TANIB BUIIPOOYBaHb.

3. Po3podka MeTOAMKH NPOBEAEHHH MNepeBipoK: BcTaHOBIEHO 4ITKI
MpolelypH Ta KpUTepii 1J1sl MpOoBeASHHS NIEPEBIPOK Ha LIbOMY eTalli, 00 3abe3neuuTu
cEKTUBHY Ta CUCTEMAaTHUYHY OUIHKY NpPOrpaMHOro MpOAYKTY neped KWoro Oinbui

JeTaJIbHUM TECTYBaHHIM Ha IpYromy eTarli.

Ha npyromy etani Bunpo0yBaHbe NporpaMHoOro Npoaykry:

. Ycenimue npoxomkennn Beix nepeBipok: Koxen acnekT | KOMIIOHEHT
nporpamMy OyB /€TalIbHO NEpPEBIPEHUN. 3a0e3nedytoyn [OBHY BUANOBIAHICTL YyCiM
3aJaHUM KPHUTEpIsSM Ta CTaHIapTaMm.

74 Binnogianicte Texniuaum xapakrepucrukam: Ilporpama Oyna
TECTOBaHa IS BIANOBIJHOCTI BCIM TEXHIYHUM BUMOraM, ONUCAHUM Yy TEXHIYHOMY
3apnaHdi. Lle BkMouyano nepeBipKy MOPOOYKTUBHOCTI, CYMICHOCTI, IHTepdeicy
KOpHUCTYBaua Ta IHIIUX KIOUYOBUX QYHKLIN.

Bs CradisibHa Ta eexruBHa podora QyHkuioHany: Bci ocHoBHI Ta
AoaaTKOBI QYHKUIT nporpamMu Oynu nepeBipeHi Ha npeaMet cTabinbHocTi. TecTyBaHHS
rokasajo, 1o porpama e(peKTHBHO BUKOHY€ CBO1 (PyHKIIi, 3a0e3neqyroun HalliHHICThb

I cTablUILHICTb 014 Yac BUKOPUCTAHHS.

Bukonaseus % Turapenko O.B.




