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AHOTALISA

JumomHa poOoTa mpucBsueHa po3poOii Ta peamizamii 2-D ka3yanbHOT
cTparerii Ha irpoBomy nBWkKy Unreal Engine 3 Bukopuctanusm Blueprints 1
miarina "PaperZD". OcHOBHOIO METOI0 pOOOTH € NOCTIIKCHHS MOXKJIUBOCTEH
Unreal Engine nansi CcTBOpeHHS Ka3yallbHMX 1rop, a TakoX po3poOka
NOBHO(QYHKIIOHAJIBHOI T'PU 3 PI3HOMAHITHUMU MEXaHIKaMU Ta 1HTEPAaKTUBHUMU
eJIEeMEHTaMHU.

VY poOoTi po3mIANalOThCsl OCHOBHI aCHEKTH PO3POOKM T'pH, BKIIOUAIOYU
ocBoeHHS 1HTep(eiicy Ta iHcTpymeHTiB Unreal Engine, cTBopeHHs aHiMamii
MepCOHaX1B, Po3poOKy IHTepdelcy KOpucTyBaua, MPOCKTYBAaHHs Ta peali3alliio
CUCTEMH 1HBEHTAPIO, a TAKO)XK MEXaHIKM OyJIBHUIITBA Ta YNPaBIiHHSA 00'€KTaMHu.
OcobOnmBa yBara MpUAUIEThCS Oi3HEC-JIOTIII TpU, SKa peami3oBaHa 3a
JIOTIOMOTOI0 Bi3yaJbHOTO MporpaMmyBaHHs Ha Blueprints.

I'pa po3noBizae npo reposi-kOCMOHABTA, KOTPUHM JOCHIIKYE Pi3HI IJIAHETH 3
METOI0 300py pecypciB 1 BAOCKOHAJICHHS CBOTO KOCMIYHOTO Kopaois. B mporeci
IpU peali3oBaHl Taki MeXaHIKH, K OyAiBHULITBO, 1HBEHTAp, aBTO30€pEeKECHHS,
HAJAIITyBaHHS TPH, TEPECYBaHHA PI3HUMH BUJAMU TPAHCIOPTY, OOpoThOa 3
BOpOraMH Ta MOKpaIeHHs Oy/IiBelb 1 TPAHCIIOPTY.

Pe3ynbratn poOOTHM BKIIOYAIOTH TOBHICTIO (YHKLIOHAIBHY TPy, OIMC
MpOIeCy PO3pOOKH, a TaKOXK TEXHIYHY JOKYMEHTAIllF0 Ta BHUXIJIHUN KO
KITIOYOBUX YACTHH MPOCKTY.

JlummomHa po6oTa MICTUTh aHaJli3 JOCATHYTHX Pe3yNbTaTiB Ta peKOMeHAalii

1040 MOKIIMBUX ITIOKPAIIICHDb 1 MMOoAAJIBIIOTO PO3BUTKY ITPOCKTY.



ANNOTATION

The thesis is dedicated to the development and  implementation ofa  2-D
casual strategy game using the Unreal Engine with Blueprints and the "PaperZD"
plugin. The main goal of the work is to explore the capabilities of Unreal Engine
for creating casual games, as well as to develop a fully functional game with

various mechanics and interactive elements.

The work addresses the main aspects of gamedev, including mastering the
Unreal Engine interface and tools, creating character animations, developing the
user interface, designing and implementing an inventory system, as well as
building mechanics and object management. Special attention is given to the
game's business logic, which 1s implemented using visual programming in

Blueprints.

The game tells the story of an astronaut hero whoexplores different planets t
o gather resources andupgrade his spaceship. The game features mechanics such
as construction, inventory, autosave, game settings, transportation, combat with

enemies, and improvements to buildings and transport.

The results of the work include a fully functional game, a description of
the development process, as well as technical documentation and the source code

of keyparts of the project.

The thesis includes an analysis of the achieved results and recommendations

for possible improvements and further development of the project.
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BCTYII

VY cydacHOMy CBITI IHAYCTpiSi BIiZICOITOp CTPIMKO PO3BUBAETHCA, CTAIOYU
OJIHIEI0 3 HAWBIUIMBOBIIIMX Trajy3ed po3Bar. Irpu pi3HHX >KaHpIB, 30Kpema
Ka3yaJdbHI CTparerii, NPUBAOMIOIOTh MUIBMOHW TPaBIB 3aBISKA CBOIA
JIOCTYITHOCTI, I[IKaBUM ITPOBUM MeEXaHIKaM Ta I1HTepakTUBHOCTI. KazyanbHi
cTparerii 0coONMBO MOMYJSPHI 3aBASKH CBOIM MPOCTOTI Ta 3aXOIUIMBOCTI, IO
pOOUTH X MPUBAOTMBUMU TSI IIUPOKOT ayTUTOPII.

Po3pobxka 2-D kazyanwsHoi cTparerii Ha 6a31 Unreal Engine 3 BUKopucTaHHsIM
Blueprints 1 mmarina "PaperZD" € akTyaJabHOIO TEMOIO, OCKIJIBKH JO3BOJISIE
JOCTITUTA MOXJIMBOCTI ITUX I1HCTPYMEHTIB JJISI CTBOPEHHS SIKICHHUX IIPOBHX
npoaykriB. Unreal Engine € oqHuUM 3 HaWMOTYXHIIIUX ITPOBUX JBUXKKIB, IIO
HaJa€ pO3pOOHHMKAM IMHPOKI MOXJIMBOCTI JUIS peami3amii CcBOiX ieH, a
BUKOpHcTaHHs Blueprints 103Bojsi€e CHPOCTUTH TPOLIEC TPOrpaMyBaHHS 3a
pPaxyHOK Bi3yaJbHOTO KOTyBaHHS.

I'pa posnoBigae mpo Tepos-KOCMOHABTA, SKOMY JIOPYYEHO JOCIIIKYBaTU
BiJIaNeHi KyTOYKHM BCECBiTy. MOro KepiBHMITBO CIIOIiBA€ThCS TAKMM HHHOM
no30yTHcs HOro, OHAK T'epOoil HE 3A€ThCS 1 BIIEBHEHO PYXAa€ThCA BIIEPE.

I'onoBHa MeTa rpu nojisirae B JOCIHIKEHHI Ta OCBOEHHI KOXKHOI MIJIAHETH IS
MOJAJIBIIOr0 BAOCKOHAJIEHHS! CBOTO KOCMIYHOIO Kopaldiid. Y mpoleci po3BUTKY Ha
KOXKHIW TUTAHET1 TepOil OTpUMYE BCE OLIbIIE PECYPCIB JUIsl TOKPAIICHHS SIK CBOTO
KOpabJIsi, TaK 1 BIACHUX MOXXJIMBOCTEH Y TAIAKTUYHUX JTOCTIKeHHAX. KiHIIeBOIO
METOIO TPH € TOCATHEHHS IEHTPY TaJaKTUKH Ta MOAATBIITUN IPOXi y YOPHY Jipy.

OCHOBHI MEXaHIKU TPU BKJIIOUAIOTh:

- BynmiBHUUTBO: CTBOpPEHHS pI3HOMAHITHUX O0'€ekTIB 1 OymiBedb s
MOKpaIieHHs 6a3u Ta KopaoJis.

- [uBeHTap: ynpaBiiHHA 310paHUMU pecypcaMu 1 MpeMeTaMHu.

- ABTO30€pEIKEHHS: aBTOMaTHUYHE 30€pEeKEHHS ITPOTPecy IPaBIIsL.

- HanamryBanss rpu: MOKJIMBICTh 3MIHIOBATH HaJAIITyBaHHS TPU.



- IlepemimieHHs: pi3HI CHOCOOM TIEPEMIIICHHS, BKJIIOUAIOUM MAaIUHU,
MO13/11, KOCMIYHI KOpadiii Ta MIIOX1THUAN X1/,

- ATmocdepa Ta THCK: BIUTUB aTMOC(EpHUX YMOB Ha ITPOBUIA MPOIIEC.

- Boporu: HasiBHICTh TPOTUBHHUKIB, 3 SKUMHU MOTPIOHO OOPOTHUCH.

- Tlokpamenns OymiBenb Ta TPAHCIOPTY: MOXIIMBICTH TOKpAILyBaTH

CTBOPEH1 00'€EKTH 1 TPAHCIIOPTHI 3aCO0MU.



ITOCTAHOBKA 3AJTAY1

OCHOBHOIO METOIO JAHOTO JUIIJIOMHOTO MIPOEKTY € po3podka 2-D ka3yanbHOI
CTparertii.

bizuec-norika rpu.

s cucrtema mnoBUHHA 3a0e3MeyyBaTH YIPABIIHHS ITPOBUMHU JaHUMH,
CTBOPEHHSI Ta YINPABIiHHSA ITPOBUMHU €JIEMEHTAMM, a TaKOXK ayTEHTHU(IKAII0
KOPUCTYBaYiB ISl TABUIIICHHS PIBHS IHTEPAKTUBHOCTI Ta 3aXUCTY JIAaHUX Y TPi.

JUist MOCSTHEHHST KJIIOUOBUX PE3YJbTaTiB HEOOX1HO BUPIIIUTH HACTYIHI
nia3agadi:

a) IlopiBHATH ICHYIOUI METOAW Ta MpPOrpaMHI MPOAYKTH ISl PO3POOKHU
Ka3yaJbHUX CTpaTEriii:

1) IlpoBectn neTanpHUN aHANI3 CyYacHMX ITPOBHX CHCTEM Ta
IHCTPYMEHTIB JJ1 po3po0Ku 2-D ka3yallbHUX CTpaTerii;
2) BusiBUTH iXHI NepeBaru Ta HEIOMIKH, 11100 BU3HAYUTH ONTUMAJIbHUI

T1X11 JUTst po3p0oOKH HAIIOi TPH.

0) IlpoanamizyBaru Ta OOIpyHTYBaTH BHOIpP TEXHOJIOT1H, HEOOXIIHHMX IS
peanizanii rpu:
1) O6paru HalOLIBII BIAMOBIIHI TEXHOJOTII, SIKiI 3a0€3MeYyI0Th BUCOKY
MPOYKTUBHICTb, HAJIIMHICTh Ta THYYKICTh CUCTEMU;
2) Ile Bxmrowae BUOIp MOB NPOrpaMyBaHHs, ITPOBUX pyIIiB Ta 0a3

JIaHUX.

B) Po3pobutu apxitektypy TpH, M0 3abe3medye 11 HaAIHHICTB,
MaclITabOBaHICTh Ta THYYKICTb:
1) CopoekTyBaTu CUCTEMY 3 YpaxyBaHHSM MOTPeO KOPUCTYBaUiB;
2) Bu3HauuTH OCHOBHI KOMITIOHEHTH Ta 1X B3a€EMOJIIIO;
3) 3abe3nmeunTH MOXJIMBICTH JIETKOi I1HTErpauii 3 IHIIMMU ITPOBUMU

CHUCTEMaMH Ta CEPBICAMH.



r) ChopoekTyBaTH Ta peali3yBaTH ITPOBUM JOAATOK JJIsg YIPaBIIHHS
I'POBUMH JAHUMU Ta CTBOPEHHSI I'POBUX E€JIEMEHTIB:
1) CtBopuTn BeO-m0MaTOK abo0 CTallOHApHY BEPCII0 3 IHTYITUBHO
3p0o3yMuINM 1HTEepdeiicoMm;
2) Jlomatok macTh 3MOTY JIETKO J0JaBaTH, peIaryBaTd Ta BHIAIATH
IrpOBI AaHi;
3) I'enepyBatu Ta YIpaBIATA ITPOBHUMH €JIEMEHTAMH, TaKUMHU SIK

MIEPCOHAX1, PECYPCH Ta 1HII 00'€KTH.

3100y TTS TEOPETUUHUX Ta MPAKTUIHUX HABUUOK

[Ile omHWM BaXJIWBUM AaCHEKTOM Y JOCSATHEHHI METH € 3I00yTTs
TEOPETUYHUX Ta MPAKTUYHUX HABUYOK MPOCKTYBAHHS Ta peaizallii KazyaabHUX
CTparTeriy, 10 BKIIOYAE:

a) BuBdeHHs cy4acHHMX TEXHOJIOTi Ta METOAIB  3a0e3medyeHHs
IHTEPAKTUBHOCTI Ta OE3MEKH B irpax;

0) IlpakTuyHe 3acTOCyBaHHS LMX 3HaHb Yy po3poOul (YHKIIOHATBHUX
MOJTYJIIB IPH.

KomrmexkcHuit miaxia 10 po3poOKu

Takum yuHOM, peaizallisi JaHOTO MPOEKTy Nepeadayae KOMIUIEKCHUHM TT1IX1T
110 po3po0ku 2-D kazyanbHOI cTpaTerii, mo 3a0e3Me4nTh:

a) Bucokuii piBeHb IHTEPaKTUBHOCTI Ta OE3MEKH;

0) 3py4HICTh Y BUKOPUCTaHHI;

B) MOXJIMBICTh MONANBIIOTO0 PO3BUTKY Ta ajganTaiili rpu mij creuudivxi

noTpedu KOPUCTYBayiB.



1 AHAJII3 TIPEJMETHOI COEPU

OO6nacTp BICOITOp € MIMPOKOIO Ta PO3MAITOIO Ta OXOTUIIOE TaKl MPOIIECH SIK -
IPOEKTYBaHHSI, PO3pO0OKa, TECTYBaHHS, TOLIO.

OnuH 3 BaXKJIMBUX aCMEKTIB CTBOPECHHSI BIICOITOP - 1€ X KOHIICTTyasTi3aIisl.
OnHe 3 TOJIOBHUX 3aBlaHb JJI1 pO3pOOHMKIB CTBOPIOBATU 1/1€i AJiA TPH, KOTpI
OydyTh LIKaBUMH 1 3aXOIUTIOOYMMU JJis1 TpaBuiB. KoHuenTyanizalis BKJIIOYa€e B
cebe - BHU3HAYCHHs >KaHpPY T'pH, HAMMCAHHS ICTOpPIi, CTBOPEHHS MEPCOHAXKIB,
MIPOEKTYBAHHSI IPOBOTO CBITY Ta IrPOBOTO MPOLECY.

Hactynmauit kpok micis KoHIenTyamizarii - 1me (a3a po3poOku, 10 SKOi
BXOJSTh MAaJIOBaHHS TpadiyHUX €JEMEHTIB, HANUCaHHS 3BYKIB Ta MY3HKH,

HaIlMCaHHs KOAY I'pH Ta 11 TECTYBaHH.

1.1 Knacudikauiss komn'iorepHux irop

Ile mikAMCHUIUIIHApDHA KaTeropis, SKka BUBYAETHCS B paMkax (dimocodii,
KyJIBTYpOJIOTii Ta €CTETUKH. AKTHUBHO 3aCTOCOBYEThCS MIAXidA, KOTpHUU
IPYHTYETHCSI HA CHCTEMI MPABWJI, 32 aHAJIOTI€0 Kiacudikaiii GpiabmiB.

KareropiroBanns 3a Kpoydopaom

«MucTenTBO NPOEKTYBaHHS KOMITIOTEPHHUX 1rop» - HAlOUIbII paHHsA poOoTa
3 kiacuikaili «eIeKTpoHHUX irop» Oyna mpoBeneHa revmanzaiinepoMm Kpicom
Kpoydopaom y 1984 pori. PesynpratoM npoBeieHOi poOOTH CTaB PO3MOILT iIrop
Ha 7ABa ertanu. Ha mepmiomy erami Ipu MOAUISIINCS Ha 1B Kareropii. Po3moain

HaBeseHo y Taou. 1.1. [14]
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Tabmuus 1.1. - Hait6inbin panss kinacudikaiiiss KOMI'FOTEPHUX 1TOP

Kareropii CuHOHIMH Ommc

AKIeHTy€ yBary Ha
Skill-and-action ye ymary

S&A games, ExiiH irpu IIBUIKOCTI Ta
games : .
TOYHOCTI PyXiB
AKIIEHTYy€ yBary Ha
Strategy Cognitive games, Ctparerii | KOTHITUBHIN

AKTUBHOCTI

3a xapakTepoM IrpoBOi METOAMKH ITPH MO>KHA TTOAUIATH Ha:
-IlpenmerHi;

-CroxerHi,

-PonboBi;

-JlinoBi;

-ImiTaniiizi;

-Irpu-npamaruzarii.

1.2 AHaJi3 3ac006iB po3poOxu

Hapasi BinOyBaroTbcsi MpOIECH YAOCKOHAJIEHHS JIEKITbKOX OCHOBHHUX
ITPOBUX PYIIiB, SIKI BAKOPUCTOBYIOTHCS ITi]1 Yac po3poOKH BIJEOIrop.

Po3Butok HOBOi TuikM (i3uku irpoBux pyuwiiB mig Hazsorwo HAVOK
JI03BOJISIE BAKOPHUCTOBYBAaTH BHUCOKOTIOJIITOHAIBHY MOJENb MaTepii, Sika TTIOKPUBAE
Oynb-aKuii 00'€KT, a MIC/IsI — PYWHY€E HOro B 3alIeKHOCTI BiJI MPOrpaMOBaHOIO
aITOPUTMY.

Bubyxu, Opusku, cBiTioBi mpomeHi — me Bce FX-edexrtu, ix sKicTh Ta

BUJIOBUIIHICTH 0€3MOCEPEIHBO 3aJI€KUTh BiJl IrPOBOTO PYIIi0, TOMY Hapasi OMH
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3 MPIOPUTETIB PO3pPOOKHU ITPOBUX PYIIIIB 1€ CUCTEMU Bi3yasisallii YaCTUHOK, IO
JOTIOMOKYTh TOKPAIIUTH AKICTh I'POBUX IPOrPAM.

OanuM 3 TmepmMx eTamiB po3poOKH KOMIT'IOTEpHOI I'pu € BUOIp 1rpOBOTO
pyuiito. [{ns BuGopy 3aco0y po3poOKH MPOBEAEMO aHaI3 ICKIIBKOX MOMYIIPHUX
ITPOBUX PYIIIiB 32 OCHOBHUMH ITapaMeTpaMy TaKUMH SIK: TPOyKTUBHICTb, SIKICTh

rpadiku, SKICTh 3BYKY. AHaJI13 IPOAYKTUBHOCTI IIpuBeaeHo B Tabm. 1.2. [11, 12]

Tabnuis 1.2. AHauni3 irpoBUX pyIIiiB

Py MBuakicte | HIBunkictes | IlBuakicte | IBHakicTh
¢bi13uuHOI OOpOOKH TPH | 3aBaHTAXCHHS| PEHACPUHTY
CUMYJIALIT rpH
Unreal Enging Bucoxka Bucoka Cepenns Bucoka
Unity Bucoka Bucoka Cepenns Bucoka
GameMaker | Cepenns Cepenns Bucoka Cepenns
Godot Bucoka Bucoka Cepenns Bucoka
RPG Maker M Cepenns Cepenns Bucoka Cepenns
Buildbox Hwuseka Cepenns Bucoka Cepenns

Kosken irpoBuii pymriii Mmae cBoi IIrOcu Ta MiHycH. J{o mpukiaay, HaiOUIbII
NOMYJISIPHI Ha ChOTOAHIMIHIN AeHb pyurii, e Unity Ta Godot yepe3 ix mpocTory B
BUKOPHCTaHHI. AJie AKII0 OpaTH CydacHl TEXHOJIOIIT Ta MIBUAKICTb iX PO3BUTKY, TO
MOKHa po3msiiaty Taki pymiii sk: Unreal Engine Ta GameMaker.

Jlami po3misiHeMO SIKICTh 3ByKoe(eKTiB. AHami3 npuBeneHo B Tadm. 1.3. [12,

13]



Tabmuns 1.3. TlopiBHSHHS SKOCTI 3BYKOBHX €(EKTiB
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Pymiit SxkicTb AxicTb SxicTh [IpocTipumii| [TinTpumka
3BYKOBUX | JIIaJIOTiB Ta | MY3UKHA | 3BYK 3D-3ByKy
edexTiB rojocCiB

MIePCOHAXKIB

Unreal Engine | Bucoka Bucoka Bucoka | Tax Tax

Unity Bucoka Bucoka Bucoka | Tax Tak

GameMaker Cepennst | Cepenns Bucoka | Hi Hi

Godot Bucoka Bucoka Bucoka | Tax Taxk

RPG Maker MZ | Cepennst | Cepenus Cepenns | Hi Hi

Buildbox Cepennst | Cepenns Cepenns | Hi Hi

1.3 3araabpHuii aJropuT™M peaJtizamii

1.3.1 Onuc npouecy TeCTyBAHHS Ta HAJATOMKEHHSA IPH

[Ipouiec TecTyBaHHS Ta HAJaroJKE€HHs € KIFOYOBUM €TallOM PO3pOOKHU TpH,

SIKUW JTIO3BOJISIE BUSBUTH Ta BUIIPABUTH ITOMUIIKH, 3a0€3MEUNTH CTaOUIBHY POoOOTY

Ta IIOKPAIIUTH 3araJiIbHy SIKICTB Irpu.

OCHOBHI1 KpOKH MPOIECY TECTYBAHHS Ta HAJIATOJKEHHS:

a) [InanyBaHHS TeCTyBaHHS:

1) BuzHauaeMo OCHOBHI 11111 Ta 3aBIaHHS TECTYBaHHS.

2) Po3polOimsieMo TUTaH TECTYBaHHS, SIKWM BKJIIOYAE PI3HI THUIU TECTIB

(dyHKIIIOHAIBHI, pETPECiiHI, CTPECOBI, TOIIIO).

0) Po3poOka TecToBUX CIIEHapiiB:
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1) CrBoproemMo jeTajabHI TECTOBI CIIEHApii, SKI OXOIUIIOITH YCi
OCHOBHI acnekTu rpu (IrpoBHM mporec, 1HTepdeic, NpPOIYKTUBHICTb,
CYMICHICTB).

2) BukopucTOBYyEMO aBTOMATHM30BaHI TECTH, JI€ 1€ MOXJIMBO, IS
3MEHIICHHS Yacy Ha TECTyBaHHSI.

B) BukoHaHHs TeCTyBaHHS:

1) 3anyyaemo KOMaHAy TECTYBaJIbHUKIB JJIsl IPOBEJACHHS TECTYBaHHS
rpu.

2) BUKOpHUCTOBYEMO IHCTPYMEHTH [UJIsl BIJACTEXKEHHS TOMUIIOK
(nampuknan, Jira, Trello) niast TOKyMeHTYBaHHS BUSIBIEHUX MPOOJIEM.

r) Hanaromkenns rpu:

1) Amnami3zyeMo BHSIBICHI TOMUJIKH Ta poO3poOIseMO IUIaH ix
BUIIPABIICHHS.

2) BuxopuctoByemo paebarinr iHctpymeHtd Unreal Engine s

BUSIBJICHHS T4 BUIIPABJICHHS MOMUWJIOK Y KOJII Ta JIOTIIll TPH.

1.3.2 Ilpu3HayeHHs rpu

JBoBuMmipna (2D — Big aHmi. two dimensions — <«JaBa BUMIPH»)
KOMIT'IOTepHa Tpadika KIacu(iKyeTbCsl Ha KIITAJIT NoJaHHs rpadiuHoi iHopmarii,
1 3 anroputMamu 00poOKH 300paxkeHb. 3a3BU4ail KOMI'IOTEpHY rpadiKy MOILISIOTH
Ha BEKTOPHY Ta pacTPOBY, XO4a BIJIOKPEMIIIOIOTH 1Ie W (hpaKTaIbHUN TUII TOJAHHS
300paxkeHb.

Komm'toTrepHi irpu 3aBoroBajiM CBIT, HaJal04d MiIbHOHAM TPaBIIiB
MOXJIUBICTh BIIUYTH cebe TeposMH HEHMOBIpHMX TMPUTOJl, CTpaTeramu,
CIOPTCMEHAaMHM Ta HaBiTh Ooramu y BipTyaJbHMX cBiTax. Ll irpu CTBOPIOIOTH
He3a0yTHI BIMYYTTS, BOHU 3/aTHI MEPEHECTH HAC Yy 3aXOIUIMBUU CBIT 1CTOpIN Ta

Hernepen0auyBaHUX MPUTO/.
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1.3.3 O6snagnanHA 1J1 peaJtizaiii irpoBOro KOHTEHTY

Bubip npaBunbHOro oONaHAHHS MOXKE KapIWHAIBLHO 3MIHUTH ITPOBUMN
nocBia. Bin mBuakozii mporecopa 10 SKOCTI 300pakKeHHST Ha €KpaHi KOXKEH
KOMITOHEHT Ma€ 3HAYCHHS.

Bubip Mix reiiMmepchbkuM HOyTOykoM Ta HacTtuibHUM [IK — me BuOGip mixk
MOOUIBHICTIO Ta MOTYXHICTIO. ['eliMepchkuii HOYTOYK 3a0e3neuye MopTaTuBHICTb,
MO0 € I1JeajJbHUM JJs THX, XTO 4YacTo mnepeMmimaeTbcss. OnHak, y IUTaHi
IPOAYKTHUBHOCTI Ta MOXIIMBOCTEW anrpeiny, HacTuibHuM TIK wacTto mepesepiiye
HOYyTOYKH. HaliBa)X TMBIIIIMMU KOMITOHEHTAMH € TIPOIIECOp Ta BieokapTa,

Bubip MoHiTOpa Bifirpae Ki04oBy pojib BU3HAUYCHHI Bi3yaJIbHOTO JIOCBITY B
irpax. Bucoka po3auibHa 30aTHICTh €KpaHa 3a0e3leyye 4ITKICTh 1 JAeTalli3alito
300pake€HHS, M0 OCOOMWMBO BAXJIMBO B CYYaCHHX Irpax 3 BHUCOKOSKICHOIO
rpadikoro. YactoTa OHOBJIEHHS €KpaHa TAKOX € KPUTUYHUM (HAKTOPOM — YUM
BHUIIIA YACTOTA, TUM IUIABHIIIMMU Ta PEATICTUYHUMHU OyIyTh PyXH y Ipi.

st mpodeciiiHuX TeiMepiB 4acTO PEKOMEHAYETHCS MOHITOP 3 YacCTOTOIO
oHOBJICHHS moHalMeHIie 144 I'n. KpiMm Toro, BapTo BpaxoByBaTH pO3MIp €KpaHy.
Benuki moHiTOpu 3a0€3meuyroTh OLIBIN JOCBIM, IO 3aHYPIOE, ajié BUMAaraloTh
BIJIMOBIAHOTO TPOCTOPY Ha poOouomy cToji. BakinBo BuOUpard MOHITOp, IO
NO€EHYE B €001 ONTUMAJIbHI JJIsi BAaC XapaKTEPUCTUKHU PO3JILUIBHOI 31aTHOCTI,
YaCTOTH OHOBJICHHS Ta PO3MIpY, 0O MaKCHMAaJIBHO T1IBUIIUTH SKICTh Ta KOM(MOPT

1rPOBOTO MPOIIECY.
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2 OCBOE€HHSA UNREAL ENGINE 5

Unreal Engine 5 — e onuH 3 HaWMOTYXHIIIUX ITPOBUX PYIIIiB, IO HAJAE
PO3pOOHMKAM IIUPOKHHA CIEKTP MOXJIMBOCTEH Jii CTBOPEHHS BHUCOKOSIKICHUX
irpoBuX MpoekTiB. OCBOEHHS LBOTO 1HCTPYMEHTY PO3MOYMHAETHCS 3 BHUBUYCHHS

roro iHTepdeicy Ta OCHOBHUX 1HCTPYMEHTIB. [4, 6]

2.1 InTepdeiic

[arepdeiic Unreal Engine 5 Bkimrouae B ce0Oe 1eKiIbKa OCHOBHUX YaCTHH:

a) [Tanens Level Viewport - rojloBHE BIKHO, /i€ PO3POOHUKH MOXKYTh OauuTH
1 pelaryBaTd CBOIO CLIEHy ab0 piB€Hb Ta 00JacTh, IKy OauuTh KOPUCTYBad Ha
€KpaHi, KOJIM 3aXOIWTh Ha CTOPIHKY CaliTy 3 Oyap-SKOro MpUCTpor. BikHO
Neperysiay piBHS 3arajioM MOXKe BiJJoOpakaTy BMICT PiBHS JIBOMa CIIOCOOaMU:

1) IlepcriekTriBa - € TPUBHMIPHUM BHUIJBIIOM, 3a SKHUM MOXXHA
nepemimnarucs, Moo modaYnTH BMICT BIKHA MEPEIVISAY 3 PI3HUX KYTIB.

2) OprorpadiuHe 300pakeHHSI - € JBOBUMIPHUM BUIVISIOM, SIKUI
JTUBHUTHCS BHU3 10 OJIHIH 13 TOJI0BHUX ocel (X, Y abo Z).

0) Ilanens Details micTuTh iHDOpMaIlito, yTUIITA Ta QYHKIIT crienudidHi
JU1st BUOpaHoro o0'ekta y manesni Viewport.

B) [lanens Content Drawer ta Content Browser — o0macth /uist yrpaBiiHHS
yciMa (paillamMu TMPOEKTy, BKIIOYAIOYM TEKCTYpPH, MOJEJI, Marepiald Ta 1HIII
pecypcH, TakoX HeoOXilHa UIsi CTBOPEHHs, IMIOPTY, COPTYBaHHS Ta MEPENLy
acetiB y Unreal Engine.

r) [Tanens World Outliner - nie iepapxist BCix €JIEMEHTIB Ha PiBHI, Ka HAJa€e
IHCTpYMEHTU 11 BHUOOpY, TOIIYKY, BHIAJICHHS, OaThKIBCHKOTO KOHTPOJIIO,
IpyITyBaHHS Ta B11I0OpaKeHHS/TIPUXOBYBAHHS €JIEMEHTIB.

r) Details Panel - nanens, 1mo nokasye BIacTUBOCTI BUOpAHOTO O0'€KTy Ta

JTIO3BOJISIE 1X pearyBaru.
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n) Blueprint Editor - iHCTpyMeHT nJis Bi3yaJbHOTO MPOTpaMyBaHHsS iIrpoOBO1
JIOTIKH.

e) Ilanenp Modes - me IHCTpYMEHT, IO CHPOIIYE IMPOIEAYPY CTBOPEHHS
oroueHHss B Unreal Engine 5. TlomiGno o koHTeHTy Opay3epy Place Mode
doxycyeThcs Ha TUX aceTax (TOOTO 00'ekTax), sIKi MOKHA PO3MICTHTH HA BAIIOMY
piBHi. Ko BIKHO aKTHMBHO, BU OTPUMYETE MIBUAKUM JOCTYM JO BCIX PO3MIIICHUX
00'eKTIB, $KI ICHYIOTh Yy BallOMy MpPOEKTi, 0e3 HeoOXiIHOCTI MNepeMilaTucs

narkamu K BU O poOMJIN B KOHTEHT Opay3epi.

2.2 Pepaxkrop

Penakrop piBHiB Unreal Engine 5 - 11e OCHOBHMII peaakTop, y SIKOMYy MU
CTBOPIOEMO DiBHI Tpu. TyT BU3HAYAETHCS ITPOBUN MPOCTIP TSI TPU, TOJAIOTHCS
pI3HI THUOHU akToOpiB, O0O'€KTIB Ta TreoMeTpii, Bi3yalbHi creHapii Blueprints,
Niagara, Tomo. Ilpu cTBOpeHHI a0O0 BIAKPUTTI MPOEKTY PENAKTOP PIBHIB
BIJIKPUBAETHCS 32 3aMOBUYBAHHSIM.

Kontent Opay3ep Unreal Engine 5 no3Bojisie KepyBaTu aceTaMu IPOEKTY,
TaKUMU SIK MOJAENI, TEKCTypH, aHimarii Ta 3BykH. KpiM OCHOBHUX (yHKIIH,
Unreal Engine 5 Takox MpomoHye HU3KY MPOCYHYTHUX MOMIJIMBOCTEH, TaKUX SIK
cuctema Niagara Juisi CTBOPEHHS CKJIAJJHUX €(PEKTIB YACTUHOK.

Penakrop Niagara Editor nmpusHaueHuii 1j11 CTBOpEHHS CieIiadbHUX €(EeKTiB
[UISIXOM BHKOPHCTAHHS TMOBHICTIO MOMYJIBHOI cHCTeMHU €(EeKTiB 4aCTHHOK, MIO
CKJIQIa€ThCS 3 OKPEMHUX BHUIPOMIHIOBAUIB YAaCTUHOK JMJII KOXKHOTO €(eKTy.
BunpomintoBaui moxna 30epertu B Content Browser s momanbiioro
BUKOPUCTAHHSI.

Unreal Engine 5 Hamae psiig iHCTpyMeHTIB Ta (YHKINNA JUIsl ONTHMI3aIi
MPOAYKTUBHOCTI, Takux sK cucrema LOD, ontumizamis OCBITIECHHA Ta

MarepiajiB, a TaKoXK HaJalllITyBaHHS TapaMeTPIB MPOECKTY.
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Blueprint — iHCTpYMEHT SIKMiI BUKOPUCTOBYETHCS ISl CTBOPEHHS €JIEMEHTIB
irpoBOTO TpoIecy (HANMPUKIA, KEPyBaHHS aKTOPOM a0O CTBOPEHHS CIICHApii0
nofii), monudikamii marepianiB abo peamizamii iHmux Qyskmiii Unreal Engine
0e3 HeoOxi11HOCT1 mucatu koj C++.

Material Editor - BiamoBigae 3a 30BHIITHINA BUITISA Ta BIACTHBOCTI IOBEPXHI
BCI1X 00'€KTIB CIleHH, TakuX sk Static Mesh (crangapTHi 00'€KTH 31 CTATUYHUM
tunoM reometpii), Skeletal Mesh (00'ekTu 31 CKeJIETHOIO aHIMAIII€l0), JTAHAAPT,
iHTEpdeiic KOopucTyBaya Ta BizyasibHi €(eKTH.

Static Mesh - BUKOPHCTOBYETHCS UISI TOIEPEAHBOTO TEPETVIATY BHUIJISAAY,
KOJi3il Ta YD-B110OpaxeHHs, a TAKOXK HAJIAIITOBYIOTHCS BIIACTUBOCTI CTATUYHHUX

citok Ta LOD.

2.3 OCHOBHI KOMIIOHEHTH

Crpyxkrypu Jlanux (Data Structures)

Jist 36epiranHs iHGoOpMallii MPo MPEAMETH 1HBEHTApIO BUKOPUCTOBYIOTHCS
CTPYKTYpU NaHHMX, Taki K MacuBU ab0 cioBHUKH. lle 103Bosisie opranizyBaTu
MPEIMETH Ta OTPUMYBATH J0 HUX IIBUAKUHN JOCTYII.

Kiacu ITpenmeris (Item Classes)

Kosxen mpeameT iHBEHTaprO 3a3BHYal MPEICTABICHUH OKPEMHUM KJIACOM, 1110
30epirae iHGOpMaIlIO MPO BIACTUBOCTI MpeaMeTa, Taki SK Ha3Ba, OMKC, 1KOHKA,
KUIBKICTh TONIO.

Bimxern (Widgets)

Jlns  BigoOpakeHHS 1HBEHTApI0O Ha €KpaHlI BUKOPUCTOBYIOTHCS BIIKETH
UMG. Ile MOXyTh OyTH CIUCKHU MPEAMETIB, IKOHKH, KUIbKICTh MPEIMETIB Ta 1HIII
CJIIEMEHTH.

Cuctemu Ynpasninas (Management Systems)
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Cucrema ymnpaBiiiHHS 1HBEHTApeM BIANOBIIAE 3a JOAaBaHHS, BUIAJICHHS,
COpPTYBAaHHS Ta BUKOPHCTaHHS IpeaMeTiB. BoHa Tako MoOke BKItOYaTH (DyHKIII
O0OMiHY M1k TIepcoHaxaMu a0 30epiraHHs MPeaIMETIB Y CXOBHUIIAX.

Inrepdeiic kopuctyBaya (ckopoueno 1K), (anri. user interface, Ul) — 3aci6
3py4YHOI B3a€MOJIi KOpHWCTyBada (JIOAMHHM) 3 1HGOPMAIIMHOI CHCTEMOIO.
CykymnHicTh 3aco0iB s oOpoOku Ta BiAOUTTS 1HQOpMaIlii, SKHAWOLIbIIE
MPUCTOCOBAHUX ISl 3pYYHOCTI KOpUCTyBaya. Y rpapiuyHUX cucTemMax iHTepdeic
KOPUCTyBaya BTUTIOETHCA 0araTOBIKOHHUM PEXHUMOM, 3MIHAMH KOJIbOPY, PO3MIpY,
BUJIUMOCTI  (MPO30pICTh,  HAMIBIPO30pICTh,  HEBUIUMICTB)  BIKOH, iX
pO3TalryBaHHIM, COPTYBAaHHSIM €JIEMEHTIB BIKOH, THYYKHMHU HaJATOKCHHSIMH K
CaMHUX BIKOH, TaK 1 OKpeMHX iX eleMeHTIB (¢ailau, Manku, sSpiauk, mpudTa
TOILI0), TOCTYMHICTIO OaraTOKOPUCTYBaLlbKUX HAJIAIITYBAHb.

Iatepdeiic kopucTyBawa, B Traigy3l IPOMHUCIOBOTO JW3aifHY, B3aEMOIT
MDK JIFOJUHOIO Ta KOMITFOTEPOM - TIPOCTIp, J€ BiJOYBAEThCS CIIBIpAId MIXK
JIOIBMH Ta MallMHaMH. MeTa 11i€1 B3aeMoii nojsrae y 3a0e3rne4eHH1 JOCKOHaI01
pobOTH Ta KepyBaHHI MAaIlIMHOK 3 OOKy JIOAWHH, a MalldHa OJHOYACHO
Hajae iHpOopMallilo, sIKa JI0MOMAarae yXBaJIeHHIO pIlIEHb OMEepaTOPaMHU.

[Tpuknagamu i€l mmpokoi KoHIENIii iHTepderciB KOPUCTyBaYa, €:

- 1HTEpaKTHUBHI MOXKJIMBOCTI KOMI'FOTEPHUX ONEPAIIHHUX CUCTEM;
- PYYHI IHCTPYMEHTH;

- ONEepaTopChKi 3aCO0M KEPYBaHHS BAXKKUM OOJIaIHAHHS,

- Ta eJIEMEHTH KOHTPOJIIO HaJl TEXHOJOTIYHIUMH MPOLIECAMH.

KoHcTpykTHBHI MipKyBaHHsS, IO 3aCTOCOBYIOTHCS MiJ Yac CTBOPECHHS
1HTEpENCIB KOPHUCTyBaya, TIOB'SI3aHO 3 TAKUMU Faly3siMH, SIK €prOHOMIKa,
KOTHITUBHI HAyKH Ta MICUXOJIOTIS.

31e01TbIIIoro, MeTa CTBOPEHHS 1HTep(eicy KOpHCTyBadya TOJSATAE y TOMY,
o0 3pobutu iHTepdehc eDEKTUBHUM IS KEpyBaHHS MAIUHOI0, 3a]Js

3a0e3neueHHs 0aXaHOro pe3yJbTary.


https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%27%D1%8E%D1%82%D0%B5%D1%80
https://uk.wikipedia.org/wiki/%D0%86%D0%BD%D1%84%D0%BE%D1%80%D0%BC%D0%B0%D1%86%D1%96%D1%8F
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BD%D1%86%D0%B5%D0%BF%D1%86%D1%96%D1%8F
https://uk.wikipedia.org/wiki/%D0%9E%D0%BF%D0%B5%D1%80%D0%B0%D1%86%D1%96%D0%B9%D0%BD%D0%B0_%D1%81%D0%B8%D1%81%D1%82%D0%B5%D0%BC%D0%B0
https://uk.wikipedia.org/wiki/%D0%9E%D0%B1%D0%BB%D0%B0%D0%B4%D0%BD%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%A2%D0%B5%D1%85%D0%BD%D0%BE%D0%BB%D0%BE%D0%B3%D1%96%D1%87%D0%BD%D0%B8%D0%B9_%D0%BF%D1%80%D0%BE%D1%86%D0%B5%D1%81
https://uk.wikipedia.org/wiki/%D0%93%D0%B0%D0%BB%D1%83%D0%B7%D1%96_%D0%BE%D1%81%D0%B2%D1%96%D1%82%D0%B8
https://uk.wikipedia.org/wiki/%D0%95%D1%80%D0%B3%D0%BE%D0%BD%D0%BE%D0%BC%D1%96%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/%D0%9F%D1%81%D0%B8%D1%85%D0%BE%D0%BB%D0%BE%D0%B3%D1%96%D1%8F
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Ile o3nauae, M0 omeparop MOBUHEH 3aCTOCOBYBATH IIOHAWMEHII 3yCHILIS
JUIS TOCSATHEHHSI OYiKYyBaHOTO DPE3YJIbTaTH, a TaKoX, adW MallnMHa 3MEHIIyBaja
HeOakaH1 HACHIIKYA JUIsl TIOAWHHU. 3 MOCWJICHHSM BHKOPUCTAHHS MEPCOHAIBHHUX
KOMIT'IOTEPIB Ta BIJHOCHUM 3HMKEHHSM OOI3HAHOCTI CyCHUIbCTBA MPO BAXKKI
MaIlluHH, TEPMiH «i"Tepdeiic KOPHUCTYBa4ya, 31€01TBIIOTO,
nepeadayae rpadiuauil iHTEpQEeHc KOpUCTyBaya, TOAI SK MPOMHUCIIOBI TaHENl
KEpYBaHHS  Ta  MEXaHI3MM  KOHTPOJIO  3a  OOJaJHAHHSAM,  YacTile
CTOCYIOTBCS JIFOIUHO-MAIITUHHOT B3a€MOIII.

[Hmm  tepminm  Juis iHTepdeiicy KopucTyBaua — 1€  1HTepdeiic
«moguHa-mMamuHaay (MMI), Komu BIAMOBIAHMM TPUCTPOEM, € KOMITIOTEPHUN

1HTepdeiC «ITIauHA-KOMITIOTEP.

2.4 Po3poOka, BUKOHAHHSI Ta ONTHMi3allifi TeCTOBHX CIleHApIiiB s

nepeBipku PyHKIiOHATY IpH

TecToBi cueHapii € KIIOYOBUM €JIEMEHTOM IMPOIECY TECTyBaHHS, IO
J03BOJIAIOTH CUCTEMATUYHO MEPEBIPATH Pi3HI ACTIEKTH T'PH.

OcHOBHI KpOKH JTsl pO3pOOKHM Ta BUKOHAHHS TECTOBHX CIICHAPIiB:

a) Po3poOka TecTOBUX CIIEHAPIiB:

1) Busnauaemo oCHOBHI (DyHKIIIOHAJIbHI OOJNIACTI T'pH, SIKI MOTPEOYIOThH
TEeCTyBaHHs (Hampukian, OoloBa cHCTEMa, CHCTEMa 1HBEHTapIo,
MEXaHiKa pyxy).

2) CTBOpIOEMO ACTaNbHI CIIEHApPIi, IO OMHCYIOTh KOHKPETHI [ii TpaBIlsd
Ta O4iKyBaHI pe3y/IbTaTH.

0) BukoHaHHS TECTOBUX CIIEHAPIiB:

1) TectyBanbHUKHA BUKOHYIOTH TE€CTOBI CIIeHApii, (IKCYIOUH PEe3yabTaTH
Ta BUSBJICHI MMPOOJIEMH.

2) BukopuctoByeMO ~ aBTOMAaTH30BaHI  TECTH Uil  NEPEBIPKU

MOBTOPIOBAHUX a00 CKIIATHUX CIICHApPIiB.
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B) AHaJIi3 Pe3yJbTaTiB TECTYBaHHS:

1) Anami3zyeMo pe3ylnbTaTH TECTOBHX CLEHAapliB Il  BUSABIICHHS
3arajJpHUX MpoOiieM a0 MaTepHiB TOMUIIOK.

2) IlpiopeTn3yeMO BUIIpaBICHHS NOMMJIOK Ha OCHOBI iX BIUIMBY Ha
ITpOBUIA TIPOIIEC Ta CTAOUTBHICTD TPH.

OnTuMizallisi MPOEKTY € BAXKIUBUM €TarnoM Juisl 3a0e3NeueHHs IUIaBHOI
poOOTH IpH Ha PI3HUX MPUCTPOAX Ta MIATHOpPMaM.

OCHOBHI KPOKH JJIsl ONITUMI3AIlT TPOCKTY:

a) OnTuMizalist Koay:

1) AnamizyeMo0 KOI TpH JUid BUSBICHHS HeeeKTMBHHX abo
HAJJTUIIKOBUX YaCTHH.

2) OnTuMizyeMO airOpuTMHU Ta CTPYKTYpH JaHUX JUIsi 3MEHIICHHS
HaBaHTa)KEHHS Ha MPOIIECOp Ta MaM'sATh.

6) OnTumizalis pecypcis:

1) 3mennryemMo po3Mip TEKCTYp, MOJIeNiel Ta IHIIUX PeCypciB 0€3 3HaYHO1
BTPATH SAKOCTI.

2) BukopucroByemo piBHi getanizauii (LOD) nns mopeneit, mo0
3MCHIIIUTA HABAHTAKEHHS Ha TpadiyHUil Tpolecop Ha BEIUKIN
BI/ICTaHI.

B) Onrumizailisi JOT1KU TPH:

1) OnTtumizyemMo JIOTIKY ITPOBHUX MEXaHIK JUIsl 3MEHIIECHHS KIUJIBKOCTI
00YHCIIEHDb Yy pealbHOMY Yaci.

2) BuxopucTtoByeMO acCHMHXpPOHHI MpPOIECH Ta 0araTONOTOYHICTH MAJIs
MOKpAIIEHHS MPOIYKTUBHOCTI.

r) TecTyBaHHS IPOAYKTUBHOCTI:

1) [IpoBoauMO TecTyBaHHS NMPOAYKTHBHOCTI Ha PI3HUX MPHUCTPOSIX IS
BUSIBJICHHS ITOTEHIIMHUX MPOOJIEM.

2) BukopucroByeMo iHcTpymeHTH mpoduiroBanHa Unreal Engine s

aHaII3y MPOIYKTUBHOCTI Ta ONTUMI3AIlll KpUTUYHUX YACTUH TPH.
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3. IPOLHEC PO3POBKU I'PH
3.1 Bi3Hec-yorika rpu

BceranoBnenns Unreal Engine 5 Tta #oro 3amyck B MOAAIBIIOMY
BiOyBaeThesa uepe3 Epic Games Launcher. Ilepen modarkom po3podku 2D
cTparerii 3aBaHTaxxyemo PaperZD 3 marasuny poxarka. (puc. 3.1). lle mnarin
KWW J03BOJUTH poOUTH 2D aHiMarlito AJis HAIIOTro MepcoHaXka Ta BCE IO 3 HUM

noB's13aHo. I[1narin € 6e3komTOBHUM. [5]

3anyctute
Epic G
@ pic Games Marasux Unreal Engine 5.3.2

&® Varaun <Back CDNTENT DETA"- Home Browsev Industriesv  Freev 0OnS Submit Contert  Help  Search Products. Q '. !n

B s S e s wn PaperZD °

u. Unreal Engine

Critical Failure Studio

Jotrdok 179

Animation Graph and Notify Support for 2D Development

Supported Platforms
L=l { 0% 2
Supported Engine Versions
4.16-4.27,50-54
¥  zampywm

(!' Napametpsl

Description Reviews Questions ™ Report product

8 YkpKowuak

Pucynok 3.1 - 3aBantaxennst PaperZD

3.2 CTBOpEHHH NPOEKTY

Jlist modatky mpouecy po3poOku Tpeda oOparu Tl npoekty. Ilepexonumo

1o BKJIaaku “Games” (puc. 3.2).
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GAMES *

FILM/ VID&

LIVE EVENTS'

“Qi

ARCHITECTURE"t‘ ‘!q:a

AUTOW

PRODUCT DESIGN &
MANUFACTURING BLUEPRINT

ﬂx‘

SIMULATION

Pucynox 3.2. - Bubip npoexty

Hami Bigpa3y obupaemo mabaoH Hamioi rpu (puc. 3.3). Obupaemo Blank.

[leit m1a0ioH MycTUiA, ajile HaM He MOTPIOHO Oy/le ITyKaTH 3aifBe.

Pucynok 3.3 Bubip mycroro mabiony
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Bucrapnsiemo 0CHOBHI HayiamTyBaHHS TIpoekTy (puc. 3.4). Bkasyemo Ha3By
MpoeKkTy, Ta obupaeMo Blueprints, mpoekT po3poONISETbCA sl MEPCOHATBLHUX

KOMIT FOTEpIB, TOJATKOBO BMUKaeMo napameTp Starter Content

Project Defaults

BLUEPRINT C++

Target Platform  Desktop
Quality Preset  Maximum

Starter Content

Project Name MyProject6

Pucynok 3.4. - HanamtyBaHHsI IPOEKTY

[licnss cTBOpeHHS MPOEKTY MM OayMMO TYCTy CLEHY 3 BIIKPUTUM

pEeNaKkTOpOM PiBHS, Ha SKOMY MOXKEMO BHUCTABJIATH Haill 00’ ektu (puc. 3.5)

Pucynoxk 3.5. - OcnoBue BikHO Unreal engine
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3.3 CTBOpEHHS NMEPCOHAKY

Tak sik rpa B 2D cBiTi, HaM MOTPIOHO CTBOPUTH HE 00’ €EMHOTO TIEPCOHANKA.
JIisi CTBOpEHHSIT Ta BHWKOPUCTAHHS HAIIOTO TIEPCOHA)XKa, HaM IOTPiOHO
3aBaHTaXUTH 1rpoBi acetn cTtBOopeHi B CAD. CrBoproemo manku ‘“‘character” —

“People”, Ta po3moausieMo Halll aceTH O HACTYITHUM IarkaMm (puc. 3.6) [8]:
b

Pucynok 3.6. - ®aiinoBuil MEHeKep 3 alKkaMU NEPCOHAKY

Idle — mamnka 3 aHimMaIissMu IpocToro (puc. 3.7)

® mm All > Content » character > People » Idol
=v Q]
th =4

Idle_Down Idle_Left Idle_Right

Paper Flipbook

Pucynok 3.7. - AHiMaIlii ClIOKOIO MEPCOHAXKa

Movement — marka 3 a”imarismMu pyxy (puc. 3.8)
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Pucynok 3.8. - AHiMariii nepemileHHs mepcoHaxa

[Ticns miAroTOBKM YCiX aceTiB AoAaEMO Mamky Input Ta B Hiil CTBOPIOEMO
Input Action mix Ha3Boro Move Ia ta TD Move (puc. 3.9).
i ¢aitnn OynyTh 30epiratu B coOl HaJaIITYyBaHHS KHOIIOK Ta BEKTOP PyXy

JUISL TIepeMIIeHHS iepcoHaxy (puc. 3.10) .

Mowve_lA TO_Move

Data Asset (In.. Data Asset (In...

Pucynok 3.9. - @aiinu ynpaBiiHHS IEPCOHAKEM

Pucynok 3.10.1 - ¢aiin npus’s3ku 10 2D
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Fi Edit Asset  Window Is  Help
(AL )
TD_Move

=D

# Details

Q

Mappings

cp Ch cp cp

Pucynoxk 3.10.2 - ®aiin npuB’si3Ku 10 KIaBIIIl

BuxopuctoByroun aceru mnepcoHaxa Ta IuiariH PaperZD cTtBOproemo

FlipBook, sikuit Oyzie cTBOproBaTé aHiMaIlio 3 ASKIIBKOX 300pakeHb KOCMOHABTA

(puc. 3.11).

File Edit Asset  Window Tools Help
(AL)
#); Idle_Down x
s Add Key Frame

e, B 10 (A 10° 2025 [k1

0

|doLv'I,Spme,0H

qaadilpms

Pucynok 3.11. - FlipBook 3 IDLE animariieto

3aBnsku Habopam Flipbook, Mu maemo 3MoOry CTBOPUTH aHIMallilo Ta

3arporpamyBarH ii BIATBOPEHHS Ha MOTPiIOHY Ham kiasimy (puc. 3.12).
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Notifies ~
1

agagqln

Pucynoxk 3.12 - Ha6ip animartiii anst BiITBOPEHHS

s Toro, mo0® MH MOTIM KOPHCTYBATHUCS Ta MEPEMHUKATHUCA MiXK HAITUMHU
Flispbook ©0e3nocepennbo 3 rpu, Ham noTpiOHO cTBOpUTH Blueprint, sxuit
3aBIAKU TPUB s3Il 70 AnimSequences, OyJie caMOCTIHHO CIOBIIATH TPy SKHIMA
came Flipbook Tpeba 3apa3 BinTBopuTH. Lle MoxxnuBo 3aBasiku HammM Blueprints

(puc. 3.13).

Pucynok 3.13 - BizyanpHuii Ko 3M1HH aHIMAIlIi

JlonatkoBO HaM 3HAMOOWUTHCS TPHB’S3aTH O HAIIOTO MEPCOHAXY KaMmepy,
337151 TOro, 100 MpU MepeMIlIeHH] KOPUCTyBad CIIAKYyBaB caMme 3a repoem. Jlis

IbOr0 MH CTBOpUMO 1€ oauH Blueprint korpuii Oyae OCHOBOI HaIIOro
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nepcoHaxa. Came udepe3 1eir Blueprint Oyne HWTH BeCh KOHTPOJIb TPOiO (pHC.

3.14).

= Viewport J Construction S I Event Graph x

Pucynok 3.14 - OcnoBuuii Blueprint ympaBiaiHHS IEPCOHAXKEM Ta TPOIO

Jlnst Toro mo0 mpuB’s3aTU KaMepy HaM 3HajgoOuThest mepeiitu 1o ViewPort
Ta noxaru komrnoHeHT Capsule, BiH Oyie BiAMOBiAaTH 3a 31TKHEHHS 3 00’ €KTaMH
Ta HE JacTh MHepcoHaxy mnpoxoauTu kpi3b HuUX. Ilicis Capsule Tpeba nonatu
SpringArm, sikuii Oyae BHCTymaTd B pOJII MOBIALS MDK HAIIOK KaMEpow Ta

nepcoHaxeM. I Bxe Ha SpringArm Mu 101aeMo Hairy kamepy (puc. 3.15).

# BP_Hero (Self)
w 8¢ Capsule Component (CollisionCylinder) Edit i
¥ SpringArm
B4 Camera
#; Sprite (Sprite0)

A Arrow Component (Arrow)

4 Character Movement (CharMoveComp) Edit in C++

Animation Component (Animation) Edit in C++

Pucynok 3.15 - IIpuB’s3ka kamepu 10 NEPCOHAKY
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Ham 3amummnoch mNepeTITHyTH HAIIOro KOCMOHABTa Ha piBEeHb, Ta
cipoOyBatn  mepecyBarucs  (puc  3.16). Jlmg mepecyBaHHsS — OymeMo

BUKOPHCTOBYBATHU HOMHU TiepeMiteHHs (puc 3.17).

Pucynoxk 3.16. - Ilepconax Ha yiokairii

nepeaexese

&

Pucynoxk 3.17. - Kog nepeMiliieHHs IEPCOHAKY

3.4 T'o;10BHE MEHIO

T'onoBHe MeHIO Oyae CKIAmaTWCS 3 OCHOBHOTO MEHIO SKE MU O0aqyuMO TpHU
BXOJIl B TPy Ta MEHIO May3H sIKke BUKIUKAETHCA i yac nepeOyBaHH] Ha JIOKAIIisIX.
OcHOBHE MeEHIO Oyne 3’SBIISITUCS TIPU BXOMAl B TPy 3aBASKU HAIAIITYBaHHSIM
npoekTy. BizyanpHy dacTuHy MH peamizyeMo K HOBHM Bimpker Ha cueHi, IO
JACTh HaM MOXIMBICTH TMEPEKIIIOYaTHCS MDK CIIEHAMHU Ta MpOorpaMyBaTH ix IO

OKPEMOCTI.
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OT1Ke crovarky cTBOpuUMO Manku 3 piBHsMu LWL Ta 3 Bimkeramu.
[Tanka LVL BinmoBigae 3a 30epexeHHs HAIIUX ICPOBUX JOKAIlIA 1 mepiia
Taka jokamis Oyme MainMenu. [1[o6 cTBOpUTH JOKaIliF0 JOCTaTHHO MEPECUTH B

ManKy Ta Micjisi HATUCKAHHS MpaBoi KHONKKU MUl Budpatu Level (puc. 3.18).

Import to /Game/LVL...
% Add Feature or Content Pack. ..

Add Quixel Content

New Folder

= = Blueprint Class

Ay Level

* : Niagara System

Animation
Artificial Intelligence
Audio
Blueprint
Cinematics
Editor Utilities
Foliage

FX

Gameplay
Input
Material

Media

Y VYV VV VYV VYV VYV VY

Miscellaneous

PucyHnok 3.18. - CTBOpeHHSI HOBOTO YPOBHSI

Jlaemo Ha3By pIBHIO Ta BIJIKpUBAEMO Horo. B HanamTyBaHHSX NpPOEKTY
noctaBuMo MainMenu piBHEM 3a 3aMOBUYBaHHSAM, 00 BCS T'pa MOYMWHAJIACSH
came 3 HbOTO.

Jlani Ham moTpiOHA mamnka B ki Mu Oyaemo 30epiratu yci Hami Blueprints 3
Bimkxeramu. Bonu OyyTh HEB1I’€MHOIO Bi3yalIbHOIO YACTHHOKO HAIIOTO MIPOEKTY.
B mammi ctBopumo mepmuid BipkeT Ta HazBemo Horo MenuWG. Lleit Bimxer
3amiHioe HaM (oH. Jlam Oyne Bimxer Buttons xoTpwuii i Oyne 36epiratu OCHOBHY
yacTuHy 1H(opMallii. BiIkpuB BIDKET MU J100aBISEMO B HHOTO 5 KHOIIOK Ha SIK1

MOTIM BCTaBIsIEMO TeKCT (puc. 3.19)
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Pucynok 3.19. - biok 3 kHOIKamMu

Jliist mporpamyBaHb KHOIMOK OyaeMo BUKOpUCTOBYyBat Blueprint. B Hamomy
BUNaAKy Ham notpioeH Event Construct koTpuii Oyzie 3amycKaTucsi pa3oM 3 Tporo
mo0 mporpaBaTd aHiMallifo, a Takok iBeHTH on clicked mist KokHOT 3 KHOIIOK.
Koxxna kHomka Oyne BukoHyBaTu (GyHKIIIO 1 pas, s TOro 1mod BUIAIKOBO HE
MPU3BECTU J10 MOsiBU OariB, OyaemMo BUKOpUCTOByBatu HOAy Do Once. Yepes
HAsSBHICTh aHIMaIlii, 1X TakoX Tpeba miakimouuTu 10 ¢QyHkiii. Obupaemo Play
Animation Ta ojpa3y BUCTaBIsIEMO 3aTPUMKY Tepes HacTynHow Hojaow (Delay).
[[lo6 crapwmii BipKeT 3HUK, Tpeba CKpUTH Horo. 3poOuMO Ie 3aBIasku Remove
From Parent, Ta ompasy cTBOprMMO HOBHUM BIIDKET 1 Jogaemo Horo y Viewport

(puc. 3.20). Pobumo Tak 1151 KO)KHOI KHOTIKH

Pucynok 3.20. - BigTBopeHHSs nepexoay Ha IHIIUKA BIJHKET



32

JUJ11 BUKOPUCTAHHS MEHIO May3U CTBOPIOEMO HOBUH BLIKET (puc. 3.21), skuii
Oyle BUKIIMKAaTHUCS MPU HAaTUCKaHHI KHONKH | Ha knaBiatypi (puc. 3.22), a Takox
CTaBUTH TPy Ha May3y 3aBAsKy QYHKIIT 38715 3am00iraHHs IpooIIeM.

Jliist uboro OyzieMo BUKOPUCTOBYBATH HOBI HOMU, Taki Ak: Branch ta set game
pause. Homa Branch B Blueprint, 3aminroe nam True/False. Homa set game pause

MIPOCTO 3aMOPOXKYE Yac B CaMiii rpi.

Pucynok 3.21. - HoBuii BiJKeT nay3u

Pause/Continue(P))

Pucynox 3.22. - Kop peanizaiiii nay3u

3.5 CTBOpeHHA CHUCTeMH iHBEHTAPIO

Ha panomy erami mMu Bke€ MaeMO TEpPCOHaXa Ta BMIHHS TPAIIOBaTH 3
BiDKeTaMu. HacTymHa yacTuHa 11e CTBOPEHHS Ta peajizailisi CHCTEMU 1HBEHTapIO
JUIS Kpaloi B3aeMojii 31 cBiToM Hamioi rpu. s 1boro Ham OyAeT MOTpiOHO
migioparu akTopiB, BUKOPUCTOBYBaTH (PYHKIIIi, MacuB Ajsi 30epiraHHsl HAIIOTO
iHBeHTaps, Enum Ta Struct, mo6 Oysno jeriie po3pi3HiATH eaeMeHTH. CTBOPIOEMO

HOBY Manky e Mu Oyznemo 30epiratu yci Hamt daitnu. [2, 9, 10]
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[Tounemo 3 Enum. o6 cTBOpUTH HOro HaTHCKaeEMO TKM, ooupaemo Add -
Blueprint - Enumeration. J[yi1 modarky n00aBiasieMo J1Ba alTEMH:
Heal - 3imns ns BigHOBieHHs xKuTTiB (Puc. 3.23)

Iron - marepian qyist kpadTy MaiiOyTHix Oyaiens (Puc. 3.24)

x

s is a data only blueprint, so only the default values are shown. It does not have any script or variables. If you want to add some,

Defauit

Item Info

NewEnumerator0

Actor Tick

1 Tick Enabled

Pucynok 3.23. - [Ipenmer Healer

& Class Defaults x
NOTE: This is a data only blueprint, so only the default values are shown. It does not have any script or variables. If you want to add some,

Q

Default

Item Info

Iron
THAKENbIA CAMTOK

Taluu ero Ha BepcTak

NewEnumerator1 e

Actor Tick

art with Tick Enabled

Pucynok 3.24. - IIpenmer Iron

3apa3 HaM NOTPIOHO 3ajaTd Uil TNPEAMETIB SKYyCh BIIACTUBICTH Ta
iH(dopmMariiro, To6TO cripaBouny iHdopmartiro. [0 iHbopMmarliiro mu Oymemo OpaTu

3 HOBOrO TUMy (paitniB structure, a came 3 s_itemlInfo (puc. 3.25).
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& Structure x  # Default Values
Structure

Tooltip

7]
o
7]
7]
7]
7]
7]

Pucynox 3.25. - [ndopmariist 17151 mpeIMeTiB

B upomy ¢aiini mu 30epiraeMo Bce IO MOB’Si3aHE 3 HALIUMH IpPEIMETaMH,
BiJl Ha3BU JI0 KaTeropii, aje 3aJjsi TOro 1mo0 CKOPUCTATUCS TAKUM MOHSITTIM SK
KaTeropisi, Ham NOTPIOHO CTBOPUTH MEPEPaXOBAHUM THII.

Jlist iboro ckopuctaemocs Enum. Enum no3Bosnisie cTaBUTH mapaMeTpu s
okpemux BuJiB npeametiB. Hapasi ctBopumo aBa tuna: Hp Ta Item. tenep npu
nepenisiai mpeaMeTa B Tpi MU MOXKEMO IMO0QuuTH JO SKOi Kareropii BiH
BIJIHOCUTKCS Ta 110 3 HUM MOXKHO POOUTH.

[Tepefinemo 10 cTBOpeHHS BikeTy iHBeHTaps. CroyaTKy MU OIPAIFOEMO
BiKET juis 30epiranus. bynemo BukopuctoByBaru UniformGrid ans 36epiranas

Itemslots(puc. 3.26).

Pucynok 3.26. - Bursig cioTiB B IHBEHTapi

3apa3 Tpeba nomatu Koi. [l moyaTKy CTBOPIOEMO caM 1HBEHTap 1
BHCTABIIIEMO MaKCUMaJbHY KUTBKICTH CTOBHINB 5 (puc. 3.27), a TakoX KHOIKY

Buxony (puc. 3.28).
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Default Value

Slot Per Row

Pucynok 3.27. - KibKIiCTh CJIOTIB 11O TOPU30HTA1

“& - Hide Inventory
| € On Clicked (CloseButton) |

P—»

Target

Inventory

PucyHok 3.28. - IBeHT HaTHCKaHHS Ha KHOIIKY

Tenep npairoemo Hax ItemSlots. Criouarky BUCTaBIsIEMO pO3Mip ciaoTa (puc.

3.29).

Child Layout

Width Override 88,0

a0 ”

Height Override

Pucynok 3.29. - Bucora ta mmpuHa BIKETY

Hami momaemo: po3Mip, 300pakeHHs (GOHY, 300paKeHHS MPeaMeETa, KHOIKY

JUUIS BAKOPUCTAHHS, TEKCT 3 KUIbKICTIO (puc. 3.30).
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[w_InventorySiot]
¥ [ [Size Box]
[Z][Canvas Panel]

8 SlotButton
_[#7itemicon
|T| [TextAmount] "*99"

Pucynoxk 3.30. - Iepapxis

Takox po3podbumo ThrowWidget 3 KOHTEKCTHUM MEHIO Jie¢ OyAyTh KHOIIKHU:

BUKOPHCTATU, PO3IIIUTH, BUKUHYTH. BCl 1l KHOMKK MU MPOTrpaMyeMO MPsiMO B

HaIlIOMY B1J[KETI.

B ko’xHOMY BIJKETI MU MaeEMO CTBOPUTH 3MIHHI AJid 1HJEKcy 3anaciB (Index

- Oyne 30epiraru iHJeKC Hamoro iHBeHTaps) (puc. 3.31).

Variable

Variable Name Slotindex

Variable Type & Integer

Pucynok 3.31. - 3MinHa

Takoxx HaM MOTPIOHE MOCUIIaHHS Ha OaThKIBCHKUI BIJKET (puc. 3.32).

Variable

Variable Name InventoryRefence

Variable Type Bplnventory v

Pucynok 3.32. - 3MiHHa OCUIaHHS



37

[ToBepratourich A0 BipKeTy iHBeHTaps. Maemo moeqHatu [Haekc mpeaMery
ta barbkiBcbkuil BimkeT. Jlam nepexomumo 10 ItemSlot, mo6 pomatu kom.
Criouarky Ham TOTpiOHA MOCHJIAHHS HA E€K3EMIUISP TPpH, 00 OTpUMATH JAOCTYI

JI0 MacHuBY 1HBEHTaps. Mu orpumMaemMo ioro mpu OyaiBHULTBI ciota (puc. 3.33).

"B Create W Main Widget Widget

Return Value Main Widget W Inventory
Widget »
Owning Player
Inventory
@ Slot Per Row

Target W Inventory Main Widget

Pucynok 3.33. - [locuianHs Ha €K3EMILISPU

Jami BcranoButn ItemlImage. Jlns nporo moBepraemMocsi B Bi3yaJbHUUN
nuzaitnep, obupaemo Itemlmage, B posauti Bind, Create Binding. Mu
BUKOPUCTAEMO TiepeMiHy Index, sl OTpUMaHHS THUITy €JIEMEHTYy 3 MacuBy Ta
300pakeHHa 31 chucky. lLle momomoke mporpami o0paté sike 300pa)KeHHS

BUKOPHUCTOBYBatu (puc. 3.34).

Events

¢ On Mouse Button Down

Pucynok 3.34. - Bind 300paxeHHs

[ToBepratouncy 10 Event Graph, nob6aBisieMo Ko Jis NPUXOBYBaHHS
KHOTOK (puc. 3.35).

Jami numeMo kox Jyuist KHonky Bukopucraru (puc. 3.36).
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< em at Index

¢> On Clicked (UseButton)
»p —————— B
Target

@ Index

Inventory

Current Index @

Pucynok 3.36. - Kox knonku Bukopucraru

3anumaeTbCcsl TUIBKU JOJATH KO JUIsl BIIOOPAKEHHS TOJOBHOTO BIJIKETY

inBeHTaps. Lle Mmu 3po6umo B Blueprint romoBHoro repos (puc. 3.37).

<> Evemt BeginPlay

RESIZE

Pucynok 3.37. - BinoOpaxeHHs roJIOBHOTO BIKETY

3.5.1 ®yukuis nigdupaHHs NpeaMeTiB

CtBOproeMo HOBOTO akTopa, Ta HazuBaemo oro PickUp Master. Lleit aktop
JIOTIOMOXKE HaM CTBOPIOBATH JOYIPHI KJacHh SKI MM MOXXEMO PO3MIIyBaTH B

IrpoBOMY IpocTopi (Ha Jokanii) (puc. 3.38).
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[

bp_PickUp
Actor
Blueprint Class

Pucynok 3.38. - Blueprint kiacy

Jlns akropa Ham 3HanmoouThess Mesh ta Collision Hull. B nanamryBanHsx

HaM NOTPIOHO BIpeNaryBaTy HajJalITyBaHHA 31TKHEHH (puc. 3.39).

Can Character Step Up On

Collision Presets OverlapallDynamic

Pucynok 3.39. - HanamtyBanHs

3apa3 HaMm MOTPIOHO JOJATH Bi3yaIbHHUM KOJ JIJIsl CTBOPEHHS ITiTHSATTS.

AKTop nepekputuii kumocs - [lepesipre, un OyB Lie TpaBellb, MPUBIBIIN HOTO
10 mepcoHaxka - OTpuMaTu irpoBHUIl €K3eMIUISIP 1 3aCTOCYBAaTH HOro J0 HAIIOro
irpoBoro ex3zemruiipa - OTpumaTd 3 HbOTO 1HBEHTap - Jlomatu eneMeHT B

1HBEHTap, BUKOPHUCTOBYIOUM CTBOPEHMM THUIl 3MIHHOI - 3HUIIUTH aKkTopa (puc.

3.40).

Pucynok 3.40. - JlonaBanHsi npeamMeTy
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Pucynok 3.41.1 - JlonaBaHHs npeaMeTy

JIist nomaHHs HOBOTO MPEAMETY HaM MOTPIOHO CTBOPHUTH JOYIPHIH Kilac BiJ
Blueprint - PickUp Master. JInsi 11bOro HaTHCKaeEMO NMKM MO OaThbKIBCHKOMY
OMIOTMPIHTY 1 CTBOPUTH JOUIpHIA Kjac. Ko Iied mpeaMeT MOXKHO Oygie

BUKOPUCTOBYBAaTH, CTABUMO rajouky Harpotu ¢pyHkiii Use (puc. 3.42).

Yionu Ceda

Cateqory

Pucynok 3.42. - HasBHiCcTh ¢ur1akKiB

3.5.2 BukugaHHs npeaMery

Jlnsa peamizamii miei GyHkuii Mu 3BepHEMocs A0 Bimxkery ActionWidget Ta
st kHonku Throw momaemMo koxa sikuid 1 Oyje BUKOHYBATH (DYHKITIFO BUKHJIAHHS.
Jlorika Oynme cxoxa ¢ JoAaHHSM, a TojoBHA (yHKIsA Oylde BHUKIMKATUCS 3

OmonpuHTA iHBeHTaps (puc. 3.43).
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Pucynok 3.43. - Kog kHOKY BUKWTaHHS

3.5.3 Iloxia craka

Takox 3BepTaemMocs 10 BIKETY KHOIMOK Ta BUKIIMKAEMO OCHOBHY (DYHKIIIIO 3
OmronpuHTa 1HBEHTapd. JIorika monsirae B MOILIYKY BIIBHOTO CIIOTa YEPe3 1HAEKC
Ta TONIJT CTaka Ha Bl IIJIl YaCTUHHU, a00 3a BHOOPOM KOPHUCTyBada (CKUIBKH
noTpioHo po3aiumuTH). Ile poOUThCS HJiT KOPEKTHOTO BUKOPHUCTAHHS MICIS B

iHBeHTapi (puc. 3.44).

F - Split Stack
<> On Clicked (SplitButton) Targetis Bp inver

»
Target

ck Index
Inventory

Current Index @

Amount @

‘@ (C]

@ |:] Add pin ®

Pucynok 3.44. - KHomnka moaisty crtaka
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Pucynok 3.44.1. - Tlonin craka

3.5.4 BukopucTaHHs npeaMeTy

Buxopucrtanus Oyne peani3oBaHO 3aBIsKH KHomill BukopucraTtu Ta JIOTIKA
BUJAJIECHHSA IpeIMeTy 31 CLIeHH 03 MOXIMBOCTI HOJAJIBLIOr0  Horo
BUKopucTaHHs. Lle HamacTh HAM MOXIIMBICTH POOUTH BHYEPIHI MPEAMETH KOTpI

OyIyTh MaTH CBOIO IIHHICTH (pHcC. 3.45).

Inventory

Current Index @

Pucynok 3.45. - KHolka BUKOPUCTaHHS

Pucynok 3.45.1 - KHoIka BUKOPUCTaHHS



43

3.5.5 Drag & drop

Drag and drop - me ¢yHKIis, 010 103BOJSE KOPUCTyBadaM IMEpEMillaTH
eneMeHTH 1HTepdelicy, abo 00’ekTH (B HAIIOMy BUIAAKY OO’€KTH B IHBEHTapi).
[{s ¢yHKIIS BUKOPUCTOBYETHCSA ISl IHTEPAKTUBHHUX 1 3pYy4YHHX 1HTEp(deEiciB
kopuctyBaua. [lpamtoe ¢yskuis 3 UMG 3 BukopucranHs Blueprint, mo nae
MOKJIMBICTh NHMCATH Bi3yaJbHUM Ko Oe3 BukopuctaHHsi C++. OCHOBHUMH
nomisimu sBisroThes: OnDragDetected, OnDrop, OnDragCancelled. [3]

BuxopucrtoByBatu Drag and drop mMu Oyaemo aJig nepemilieHHs BiHKETIB Ta
MIPEIMETIB B BIKET1 IHBEHTApSI.

st mouarky Ham Tpeba ctBopuTH Drag Widget B sikocTi 6aThKiBCHKOTO
kiacy. Lle HagacTh HaM MOXIIMBOCTI IepenaBaTd 1HQOpMaLilo SK YacTUHY Mii

nepeMimeHHs (puc. 3.46).

w_Dragged
Itern

Widget Bluepr...

Pucynok 3.46. - Bimxet Drag and drop

VY BimxkeTi cTBoproeMo Pedepenc 3 mapamerpamu Instance Editable, Expose

on spawn (puc. 3.47).

Instance Editable

Blueprint Read Only

Field Notify

Exp on Spawn

Pucynok 3.47. - Ilapamerpu
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Takoxx Ham 3HagoOUTHCS mepemina Vector2D 3 Takumu x ¢uiakkamu. Lle
Oyze 3MILIEHHM, 3BIAKM OyJ€ BIATBOPIOBATHUCS NEPEMIILIECHHS.

Hacrpoiika BimxkeTis.

Ha upomy erani mu OyaemMo BU3HAYaTH KOJIM Tpeba BIATBOPIOBATH (DYHKIIIO
MIePEMIIICHHS 110 HATUCKAHHIO JI1BOT KHOITKH MMIIII.

Jns uporo HaMm moTpiOHO mnepeonpuaiiuTd OnMouseButtonDown Tta
OnDragDetected. Lle ctBoputh BKJ1aiku B rpadiky Momaiil.

Jamni 6ymemo 100aBIsATH KO JUIS TIOJIH repemitieHHs (puc. 3.48).

[ on Mouse Button Down

My Geometry Drag Offset

'f Absolute to Local

Mouse Event
Geometry Return Value

Absolute Coordinate
T Get Screen Space Position

Input Return Value

Pucynoxk 3.48. - Kog moziit nepemimeHHs

Jins  BusaBieHHsS  (QYHKUII TNEpeMINIeHHS HamM MOTpiOHa  BKJAJKa
OnDragDetected. Jlomaemo By3om CtBOpuTH BimkeT, Ta BCTaHOBIIOEMO KJlac

Drag Widget, a Takoxx 3HaueHHs: Muiia BHu3. (puc. 3.49).

[ on Drag Detected . Create Drag Widget Widget _
B ——

i)
> —» > —» BT D

My Geometry Class Return Value Dragget Widget

Pointer Event

Owning Player

Widget Reference

Pucynok 3.49. - CTBOpeHHS BIJKETY
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st nanamtyBanHss OnDrop HaM MOTpiOHO HAJAIITOBYBaTH BXKE OCHOBHUM

BIJIDKET Ta MEPEONPUIIIUTH IO BIOYBa€ThCs MpU BUKOHAHHI PyHKII (puc. 3.50).

Widget Reference

Drag Offset

Pucynoxk 3.50. - HanamryBanus ¢pyHKuii

Takok HaM TMOHATOOWTHCS BCTAHOBUTH KOHTAKT 3 HOJAMH TE€OMETPIl s
MIPaBUJILHOTO TIEpEeMIIIeHHsT Ha ekpaHi. Lle J03BOMUTH BiKETaM MepeMilaThcs

paszoM 3 Kypcopom mutiii B 2D nipocropi (puc. 3.51).

" F Absolute to Local
Geometry Return Value

Absolute Coordinate

T Get Screen Space Position

Input Return Value

Pucynok 3.51. - Hoau reometpii

JIJ1st KOpEKTHOTO BiOOpaXeHHSI HA €KpaHi MU OyJIeMO BUMHUKATH OCHOBHUU
BI/DKET Ha TMepelaBaTd WOro Ha BIIKET MEPEeMIICHHs, MICas 3aKiHYCHHS

nepeMimieHds: 0OpaTHO BMHKAEMO OCHOBHHM BI/DKET ajie Ha HOBOMY MicIli (puc.

3.52).
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L]
F Add to Viewport l:'-_

D

Target | self |

b

Remove DPIScale

Pucynok 3.52. - JlonaBanns 10 Viewport
KinneBuM pe3ynbTarom SIBISETHCA MEPEMIllIeHHs, ab0 3amMiHa MiX COOO0I0

CJIOTIB IHBEHTApS, a TAKOXK MIEPEMIIIICHHS BCHOTO IHBEHTAPS TI0 CKPaHY.

3.6 CTBOpeHHS irpoBOro nNpocropy

IrpoBuii mpocrtip, 11e ocHoBa Maiixke Bciel rpu. HeMoxiMBo rpatu B moCh
KOJIM B Te0e HEMae BIIKPHUTOI KapTh, a00 MpaBUILHO CIIPOEKTOBAHOTO PiBHSL. [7]

Tile set — me Komekiis TrpadiuHUX €JIEeMEHTIB, 5Kl KOPHCTyBadi
BUKOPHUCTOBYIOTh JJII CTBOPEHHS IrPOBUX JIOKalik, TOOTO nisi OyayBaHHS
TileMap. Koxxen Taiinm Moxke OyTH BiJIMaJIbOBaH a00 3aBaHTAXKCHUU 3 IHTEPHETY.
Takox M1 MOKEMO BUKOPUCTOBYBATH OJIHE 1 T€ K caMe 300pakeHHs JAEKUIbKa pa3
JUIsl CTBOPEHHS BEJIMKOI JIOKAI[li. 3a3BUYail Y0 MEXaHIKy BUKOPHCTOBYIOTh B 2D
aropmepax, abo cTparerisx.

Jnst  cTBOpeHHs 300paxkeHHsT OyIeMO BUKOPUCTOBYBATH IpOTpamMHe
3abesneueHHs Adobe Photoshop. 3aBnsku oMy 3a0e3nedeHHI0O MH CIIOKIHHO

MOXXEMO HaMaJIFOBaTH TaMJIM CXO0XK1 Ha TpaBy (puc. 3.53).
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Displayed: 256x256

Pucynoxk 3.53. - 306paxxenns Tile

KopuctyBatucs TileSet He Bakko. [05OBHE pO3yMITH 10 TH XOUelll
OTPUMATH B1J] TBOEI I'POBOI KAPTH 1 SIK MPABUIILHO po3MillyBaTH iX Ha TileMap.

Hine g Hac - CrBoputu 0azoBy HeBenuky kapty (TileMap) Ha skii
KOPUCTYBa4 MOKE TIEPECYBATUCS, T OMTAHOBYBAaTH MEXaHIKH HOBOI ISl HbOTO TPU.

Tox womy came TileMap. Lle mpocTa B omanyBaHHI MeXaHiKa SKa JI03BOJISE
CTBOPIOBAaTH BEJIMKI KAapTH, Ta JUIMTA BCIO JIOKAIIO Ha TiJ YpoBHI. Takox
OyIdyBaHHSI HOBOI JIOKallli BHKOPHUCTOBYIOUM BXE TOTOBI Tailiin 1e Habararo
mBuIIe 1 OuTbe miggaeTbes hopmaryBanHio. Kaptu ctBopeni 3aBasku TileSet
3aiiMaroTh Habararo MeEHIIE MiCIsl, IO Jla€ 3MOTY 3€KOHOMUTHU MICLE Ha
HMPUCTPOSX KOPUCTYBAUIB.

Jlnst HarnsiiHOT poOoTH 1Mi€l MexaHiku, modyayemo kapty 50 Ha 50 TaiinoB B

OJIMH cyioit (puc. 3.54).
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@ Lit Show

Render Geometry (baked)

fo) Sectior

Pucynox 3.54. - Burnsan npocropy po6otu 3 TileMap
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BUCHOBOK

Po3BuTOK 1HAYCTpIl Biz€OIrop, 30KpemMa Ka3yaldbHUX CTpAaTETii, BiloOpaxkae
CydacHI TEHJEHIli y CBITI po3Bar, J€ MpOCTOTa Ta 3axOIUIUBICTh TpH
MPUBAOITIOIOTh MUPOKUHN crekTp rpasiliB. CtBopeHHs 2-D ka3yanbHO1 cTparerii
3a nonomororo Unreal Engine, BukopuctoBytoun Blueprints i muarin "PaperZD",
JEMOHCTPY€E TMOTY>KHI MOMKJIMBOCTI LIMX THCTPYMEHTIB y peaji3alii KpeaTuBHUX

i71e¥ Ta 3a6e31eYeHHI BUCOKOI SIKOCT1 irpOBOTO MPOIYKTY.

[Ipoekt, ne TpaBenb BUCTYyMae B pOJII KOCMOHABTA, SIKUWA OCTIIKYE
BIJITATICHI KYyTOYKH BCECBITY, MPENCTaBIIs€ 3aXOIUIMBUN reiimIuiet 3 Oaratbma
L[IKABUMU Me€XaHiKaMu. ByiBHUIITBO, YIIpaBiIiHHS 1HBEHTApPEM, aBTO30epEKEHHS,
HaJAIITyBaHHS TPH, PI3HOMAHITHI CIIOCOOM TEpEeMilIeHHs, aTMOC(EPHI YMOBH,
O0opoThba 3 BOporamMM Ta TMOKpalleHHs OydiBelb 1 TPaHCIOPTY CTBOPIOIOTH
IMOOKMM 1 HAaCMYEeHHMM 1rpoBHil HOCBiA. Bes 11 cuctema J03BOJISIE TPaBIIEBI
3aHYPUTHUCSl Y CBIT TPU, PO3BUBATH CBOi HABUYKH Ta OTPUMYBATH 33J0BOJICHHS

B1JI IIPOIIECY.

Takum umHOM, peanizaiis noxiOHoro mpoekty Ha 6a3i Unreal Engine 3
BUKOPHCTAaHHSIM CY4YaCHUX TEXHOJNOTIH € BaXJIMBUM KPOKOM Yy PO3BHUTKY
Ka3yaJbHUX CTparerii 1 MIATBEPIKYE TEPCIEKTUBA BUKOPUCTAHHS IIMX

THCTPYMEHTIB JIJIsl CTBOPEHHS 3aXOIUIMBUX 1 JOCTYIHHUX 1TOP.
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