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AHOTALIISA

VY numuiomHii poOoTi po3pobiiseTbes TeMa « CTBOPEHHS JOIATKY 3a IOTTOMOTOI0
dpeitmBopky Unreal Enginey.

Mertotro poOOTH € CTBOPEHHS IEMOHCTPALIHOTO IPOEKTY 3aCTOCOBYIOUH 3aC00U
Unreal Engine, 30kpema peanizalisi IITy9HOTO 1HTENIEKTY.

B pesynbTaTi npoBeneHoi poOoTH BHUpIIIEH] TakKi 3a7ad4i:

e [IporpamHa peaizallis KjaciB, 10 BiAMOBIaI0Th HEOOX1THUM 3aBAaHHSIM
e JIOTPUMAaHHS apXiTEKTYPH MPOEKTY Y BUIIISAII KOMIIOHCHTHOT CHCTEMHU
e 30ipKa rOTOBOTO MPOEKTY B €Xe (paili1 1 mogasbIe TeCTYBaHHS

["onoBHUM mxepernomM iHpopMallii o0 poOOTH 3 PYIIIEM BUCTYTAE OHIANH-
JOKYMEHTAallisl, a TAKOK MOCIOHUKH 3 MporpaMyBaHHs B PppeiimBopky Unreal
Engine.



ABSTRACT

In the thesis, the topic “Creation of an application using Unreal Engine” is being
developed.

The aim of the work is creating a demonstration project in Unreal Engine
framework, including an implementation of an artificial intelligence.

As a result of a completed work, the following tasks were solved:

e Programming implementation of classes, that solve specific tasks
e Keeping the project in the components architecture

e Packaging the project into a ready build with .exe extension and further
testing

The main source of information regarding working with the Engine is the official
online documentation, along with books and guides on programming in UE.
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BCTVII

AkTyaqabHicTh TemMu. Unreal Engine € oqHUM 3 HAMTOMYJISPHIMIKUX PYIIIB JJIs
CTBOPEHHSI KOMIT FOTEPHUX Ir0Op Ta Bi3yalbHUX creledeKTiB I KIHOTHAYCTPIi.
[{poMmy cripusie BIAKpUTHI Ko ITporpamu Ta 1ii komnanii Epic Games, 110
HaIpaBJeHl Ha MOMYJISPi3alliio CBOTO MPOTPAMHOT0 3aCTOCYHKY. Miil mpoekT
3po0JIeHUM 3 BUKOPUCTAHHIM 0€3KOITOBHUX 3 /] MoJiesnel, skl 3a JEeH31I0 MOXKHO
BUKOPHUCTOBYBaTH B pamkax Unreal Engine sk B yd00BuUX, TaK 1 B KOMEPIIIHHUX
POEKTaXx.

3agauya podOTH — CTBOPEHHS TPOTOTUITY KOMIT’ TEPHOT I'PU 3 BUKOPUCTAHHS PYIIis
Unreal Engine. /{11 1poro st BAKOpUCTOBYIO C++ sIK OCHOBHY MOBY
nporpamyBaHHs. Sk Tonomi>kHa MOBa Ta 3acid JTu3ailHy BUKOPUCTOBYETHCS
cuctema Blueprints — MoBa Bi3yaJIbHOT'O CKPHUINTIHTY, 10 ()aKTHYHO € Ha10yOOBOIO
Haj C++, 110 3amycKkaeThes B BipTyanbHid MamuHi. Ockinbku C++ ik MOBa 110
KOMITUTFOETHCS MAa€ 3HAYHI MepeBary B IylaHl ONTUMI3allii Ta MBUIKOCTI pOOOTH,
OCHOBa MpoeKTy HanucaHa Ha C++, Toxi sik Blueprints BUKOpUCTOBYETHCS SIK
JOTIOMIDKHUM 3aci0 y pelakTopi.

Ockinbku Unreal Engine Mae BIAKPUTHIA KO, 11€ A€ MOMKIJIUBICTh TUBUTUCH
peanizailito kiaciB ppeiiMBOKy Oe3nocepeHbo B IpoekTi. Bei kiacu, po3pobiieHi
B paMKax MO€1 poOOTH, € KiTacaMH HACJIiIHUKaMU KJaciB pperMBOpKY, 3a
BukimoueHHsAM xenepiB STUCoreTypes.h ta STUUtils.h. Ilepmmuii ¢aiin
CKJIaZa€ThCs 3 00’ B BIACHUX THUIIIB JJAHUX MPOEKTY, NIPYTUil Mae CTaTUYHI
METOIM-XENMePH, K1 IHKAICYTIOI0Th YaCTO BXXKUBAHUN (DYHKITIOHAI.

JIJIst TOCSATHEHHS TIOCTABJICHOT METH HEOOX1THO HAIMMCATH PeaTi3allifo HaCTYITHUX
KJIACIB:

e Pawn ta Character

e PlayerController

e (GameModeBase

e PlayerState

e (Gamelnstance

e Kunacu llItyyHoro InTenekry
e Kiacu User Interface



BHCHOBOK

CrtBopeHo npoToTut rpu 3 BukopuctanHsMm Unreal Engine. ApxiTekTypa mpoekTy
moOy10BaHa 3 BUKOPUCTAHHAM KOMIIOHEHTIB, 110 JI03BOJISIE MIBUIKO JOMOBHIOBATH
MPOEKT HOBUM (PYHKITIOHATIOM, Ta 32 MOTPeOr 3MIHIOBATH MOTOYHUNA (DYHKITIOHAIT.

ba3oBi mexaniku Oyiu cTBOpeHi B kol C++, iX nu3aifH qani 3MiHIOETHCS Y
BIJINOBIJTHUX OJIIONPUHTAX Y PEAAKTOPI, 0 MA€ B 001 3a7a4y MOAAJIbIIE
CIPOIIEHHS POOOTH JIJIsl AM3aWHEPiB HA TPOEKTI Ta OUTBII THYYKE HATAIITyBaHHS
MIPOEKTY.

Bbyno peanizBano 6a30Buii GyHKIIIOHAT MITYYHOTO 1HTEJIEKTY 32 JIOIMTOMOTOIO
kiaciB AlCharacter Ta AlController, a Takok KacCTOMHHUX TacKiB, CEpPBICIB,
nexoparopis Ta 3anpociB EQS 1o Blueprint knacy tuny BehaviorTree.
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