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Kponeseus B.1., 6axanasp, vadim.krolevets.knt@donntu.edu.ua
Jloneyvkuti HayionanvHuti mexHiunuu yHieepcumem, [lokposcvk, Ykpaina

Ha croroaHimHiii AeHb BiieoirpoBa 1HAYCTPIA € OJHIEI0 3 HAUMOMYISpHI-
mux 1 HaumpuOyTkoBimmx cdep B [T cBiti [1]. Okpim 6e3nocepeaHb01 po3poOKH
CaMHUX 1rop 3aBJsKHA ITPOBUM PYIIISIM MOHA BITHOBJISTH 300paXKE€HHS TPH IIPO-
BEJICHHI MEIMYHMX JOCIIPKeHb, BIITBOPIOBATH CIeliaIbHI eeKTH B KiHO, pea-
J130BYBaTU JIONMOBHEHY peanbHICTh. Bkiaa pymiiiB B HaykoBy cdepy, a came B
KOCMIYHI JTOCJIJPKEHHS (IMITallisl rpaBiTalii Jyisi 00’ ekTy, moOyaoBa JlanamapTy
IUTAHETH Ta 1HIIL), B TPEHAXKEPHY CUMYJISIIIIO MIATOTOBKH (haxiBIiB (MEIUYHOTO
IepcoHay, MePCOHAIY, 10 3abe3reuye YHKIIOHYBaHHS HEOe3MeUHNUX 00’ €KTIB,
N1JI0TIB, BINCHKOBUX, AU3alHEPIB 1 T.I1.) OyJI0 O HEMOKIMBUM 0€3 Cy4acHUX TEX-
HOJIOT'11 00pOOKH (P13MYHMX 3aKOHOMIPHOCTEH, Ipadiky 1 MOJEIIOBAHHS 3 BUKO-
PUCTaHHSM ITPOBUX PYIIIiB.

CydacHi T€XHOJIOT1l PO3pOOKH BIJIEOITOpP CYTTEBO BIJPIZHIIOTHCA Bl THX,
110 CHOCTEpIrajivc Ie JIeKUIbKa poKiB ToMy [1], cyyacHa irpoBa iHIAyCTpis Ma€e
BEJIUKY KIJIBKICTh O€3KOIITOBHUX 1 MOTYKHHUX PYLIIiB, SIKI OPIEHTOBAaHI Ha pI3HI
1aTpOpMH, KaHPH, BIpTyallbHI CEPEIOBUIIIA.

B naniif po60oTi BUKOpUCTOBYBaBCsI O€3KOIITOBHUI irpoBuit pymid Unreal
Engine 4 [2], sxuii Harucanuii Ha MOBI iporpamyBanHs C++ Ta MATPUMYE CTBO-
peHHs IrpoBHUX NoAaTkiB, 3D-Mozeneit, TpeHaxepis, creniaabHuX eeKTIB s
¢binpMiB (30kpeMa «30psHi BiifHW», « MaHanopianeisy, «ABatap» Ta iHil. ). Mo-
XKIIMBOCTI J1s1 cTBOopeHHs irop B Unreal Engine 103BosiI0Th po3poOHUKaAM 3aii-
MaTHCS TU3aHOM Ta JIOTIKOIO TPH, HE TIePETUHAIYUCH MK CO00¥0, I1e JocsTa-
€THCS 3aBJSIKM MOXJIMBOCTSM BHYTPILIHBOI MOBHU IporpamyBaHHs Blueprint. ¥
cknazal Texnosorii Unreal Engine Takox HasgBH1 Qi3UYHUN pylIiil, IITyYHUH 1H-
TEJIEKT, YIPaBIiHHSI CUCTEMHUMH Ta MepeXeBUMHU (aiiinamu, 6araroyHKI1OHa-
aeHUM penaktop UnrealEd, mo 3a06e3neuye penaryBaHHs piBHIB 1 pecypciB B pe-
aIbHOMY Yacl Ha OCHOBI MOJIEJIIOBaHHS MOBEIIHKU 00’ €KTIB 3 BUKOPHUCTAHHAM
KOHCTPYKTHUBHO1 OJIOUHOI CTEPEOMETPIi.

Croxer rpu, 10 po3podJsiiaacs, po3oBiIac Mpo ABOX 0€3IMEHHUX MariB 3
BOPOTYIOYHX KJIaHIB, K1 3yCTPUINCH B CBIM OCTaHHIN 4ac, o0 Ti3HATHCS, XTO 3
HUX HallcWIbHIMMIA Mar. ['paBenb Oepe Ha cebe yrmpaBiIiHHS OJTHUM 3 MariB 1 o-
YHHA€ 3MaraTUcs 3 OMIOHEHTOM, IIOKH He IIporpae ado rmepemMoxke.

I'pa moBrHHa OyTH TWHAMIYHOIO, Ta JIETKOI y BUKOpUcTOBYBaHHi [3]. I'pa-
BeIlb TTOBUHEH CTPUIATH B PI3HUX HAIpPSMKaX, MOETHYIOYH BCE 3 OITOM 1 CTpuUO-
kamu. [lepconax mae oOMexeHy KUIbKICTh )KUTTEBUX MoKa3HUKiIB. Komu nepco-
HaXX BTpayae OCTaHHIM MOKAa3HUK >KUTTS, BIH Nporpae, a iHmMM nepemarae. Ha
IrpOBOMY T10J11 BECh YaC 3HaXOASAThCsl 00MIBa MEPCOHAXKI Ta MIATPOPMHU, IO TKUM
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repoi MOXyTh nepecyBaTucsa. KokeH 3 rpaBIiB MOXe HAaHOCUTH MOUIKOKEHHS
CBOEMY CYIIPOTHBHHKY, 3a IEBHUX YMOB OJIOKYBaTH HOro 3A10HOCTI, BTpayaTH Ta
BiJTHOBJIIOBaTH CHJIM.

[TpoexTyBaHHS MPOrpPaMHOi CHCTEMH Ta OIKC JIOTIKH 3iHiCHIOBaBCS Ha OC-
HOB1 ToOyaoBu UML-niarpam. Ha puc. 1 300paxkena UML-niarpama nporpam-
HOTO JOAATKY, 1[0 OMHKCY€E MPOIECH B3aeMoii mepcoHaxiB. OOuIBa mepcoHaxa
3MararoThcsi Mixk co001o, Hpbar mokasye nuHamiky 3MiHU 310HOCTEH Y KOKHOTO
3 TpaBIIiB. 3a pe3yJabTaTaMH B3a€EMO/Iii TpaBIliB POPMYIOThCS BiKHA TTOpa3KH (Tie-

pEMOTH).

| v

EnokyeaHHAl 3armncHa |, HaHeceHHA BigHiMaHHA
20ioHoCTI 30i0HICTE VILKOO¥EHE 3nopos'A

Irpok 1

BigHimaHHA HaHecexHA 3axncHa o |ENOkyBaHHA
300p08'A YILKOMKEHE 3AiGHICTE aniBHoCTI

- BTpaTa 300p0E'A

/ - pii irpoka - 4aC Ha BIHOBNEHHR

Pucynok 1. UML-giarpama B3aemo/ii rpaBiiiB

Takox mpu TPOEKTYBaHHI MPOTPAMHOTO JOJATKY BHUKOPHUCTOBYBAIHCS
UML-nmiarpamu npeneneHTiB, 1e KOXKEH MPeleIeHT — 11e Hallp T03BOJICHUX i,
K1 YIIPaBISIOTh CUCTEMOIO 32 JIOMOMOTOI0 A1ayiory 3 akTopoM. Kpim 3B's3Ky Mixk
aKTOpaMmH 1 MpereIeHTaMy Ha Jiarpamax mpeCcTaBiIeHO 1 BIIHOCHHU MIXK TIperie-
JeHTaMu. BiTHOCMHU BKIIFOUCHHS BUKOPUCTOBYIOTHCS JIJISi KOTIIOBaHHS OIHCIB,
SKIIO B CUCTEMI € ()parMeHT, KU MOBTOPIOETHCSA B JEKIIBKOX MpereacHTax. Bi-
JTHOCHUHHU PO3IIUPEHHS BUKOPHUCTOBYETHCS, SKIIO € MPEIEICHT, TOMIOHUI 10 1H-
110T0, ajie Habararo mupIIe Horo, KpiM TOro, Mpu Mooy 10B1 MOJIEN] PO3LIUPEHUI
MpereeHT MOXe JOTIOBHIOBATH MTOBEIIHKY 0a30BOTO, /I IILOTO B 6a30BOMY Tie-
pendadeHo HasIBHICTh TOYOK «PO3LIUPEHHsD. J{iarpaMa mociigoBHOCTEH B poOOTI
BUKOPHCTOBYBAIACS JISl OTTUCY B3a€EMO/IiT 00’ €KTa B paMKaX OJTHOTO TIPEIIC/ICHTY.
OCHOBHMM 3aBJaHHSAM TaKOi JilarpaMu € 3a0€3MeUeHHsI BIIOPSIKOBAHOI 32 4acoM
B3aeMo1i 00’ €KTIB.

Jlist hopmyBaHHS CIIEH TPU BUKOPUCTOBYBAIIUCS CHEIliabHI Mau cepeio-
suia Unreal Engine 4, 3a 101oMororo sSIKHX CTBOPIOBAJIKCS TEKCTYPH, MICHAEpH,
OCBITJICHHSI, TITAT(HOPMH, IEKOPATUBHI 00’ €KTH.

Buriisig ronoBHoro nepcoHaxy (puc. 2) € OfHi€0 3 CaMUX BaXXKUX YaCTHH
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B po3po0Oi1ii rpu. [lepconax Mae OyTH HECXOKUM Ha 1HIITMX MOAI0OHUX TTEPCOHAXKIB
3 IPYTUX irOp, MAaTH TEMAaTUIHHM 01T, ToMYy SIKIIO KOMaH/1a pO3pOOHUKIB HE Ma€e
y CBOEMY CKJIaJIi Au3aifHepa, TO MOIIYK CIPanTiB, a00 300paXeHb JIJIs CBOET IpH,
CTAaHOBUTHCSA BAXKKOI, a B JEIKUX BHITQJKaX HAaBITh HEMOXIHMBOIO CIIPABOIO.

Tomy Oyi0 NPUMHATO PIlICHHS, BAKOPUCTOBYBATH O€3KOIITOBHUI HA01p acceTiB
Unreal Engine 4 [2].

Pucynok 2. Mozenp ronoBHoro Pucynoxk 3. Komi3ist BOrHsHOT KyJi
MepPCOHaXKa P TIEPEMIIICHH]

TecTyBaHHS ITPOBOTO JOAATKY MPOBOJIMIOCS 32 MHOKHHOIO HAIIPSIMKIB, Ce-
pen SIKUX TeCTyBaHHS (PYHKIIIOHAJIBHOCTI, BIAMOBITHOCTI, HABaHTaXXKEHHs, OeTa-
TecTyBaHHs. DyHKIIOHANIbHI TECTU OYJI0 CIPSIMOBAHO Ha MOIITYK MPoOjIeM Bcepe-
JIMHI CaMOro J0JAaTKy (MUTAaHHS CTIMKOCTI, MOIIYK MEXaHIYHUX MPOoOJIeM, Iijic-
HICTh ITPOBUX aKTHBIB, OI[IHIOBAaHHS YaCOBUX 3aTPUMOK) Ta B iHTepdeicl rpu.
TecTyBaHHS BIAMOBIAHOCTI OyJO CIpsMOBaHO Ha (popmaTyBaHHS CTaHIAPTHUX
MOBIJJOMJICHb MPO TIOMHJIKH, OOPOOKY JaHUX 3 KapTu naM'aTti. TecTyBaHHS HaBa-
HTAXXEHHS BU3HAYAJIO BIUIMB KUTBKOCTI T'PaBIliB Ha MOTy»)HIcTb MMO cepBepa,
KIJIbKICTh aKTUBHHUX CITPANTIB HA €KpaHi, YUCIIO TIOTOKIB, K031l 00’ €kTiB (puc. 3)
Ta IEPCOHAXIB MPU MIEPECyBaHHI.

OcTaTo4yHUM PE3yJIbTATOM JAHOI pOOOTH € YHIKaJIbHA Ta IMHAMIYHA T'pa, B
K1 MOYKHA 3MaraTUCs 3 1HIIUM TpaBiieM (TPaBIsIMU ), BUKOPUCTOBYIOYH 3/110HO-
CT1 IEpCOHAXKaA.
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B po6oTi gocnimpkeHo Ta peanizoBaHO MPOIECH CTBOPEHHS IrpOBOTO IOAATKY Ha 0asi py-
mrist Unreal Engine 4. Po3po6ieno cuenapiid, I0TiKy, OCHOBHI METOIH 1 aITOPUTMHU aHTaroHic-
tuHO1 2D rpH, CIpo€eKTOBaHO IporpamMHy cucremy 3acodamu C++, Blueprint, UnrealEd. Me-
TOJH, 110 BUKOPUCTOBYBAJIUCS B POOOTI, 0a3yIOThCS HA OCHOBHHX IPUHIIMIIAX TEOpii irop, Te-
Opii alNroOpUTMIB, CTPYKTYpP JaHUX, 00’ €KTHO-OPIEHTOBAHOTO MPOTPaMyBaHHS, KOMIT IOTEPHOL
rpadiku. [IpoekTyBaHHS MPOrpPaMHOTO JMOAATKY 3iHCHIOBaNocs 3 BUKopucTaHHsM UML-
niarpam. J{nst GopMyBaHHS CIEH TpU BHKOPHCTOBYBAJHCS CIEIiajbHI Mamd CepeJoBHIINA
Unreal Engine 4, 3a 10OMOT0I0 SIKHX CTBOPIOBATHCS TEKCTYPH, LICHIEpH, OCBITICHHS, TJIAT-
dopmu, nekopatuBHi 00’ ekTH. TecTyBaHHS IrPOBOTO JIOJIATKY MPOBOMIIOCS 32 MHOKHHOIO Ha-
NPSMKIB, Cepell IKUX TeCTyBaHHs (DYHKIIOHAIBHOCTI, BIAOBIAHOCTI, HABAHTAXXEHHS, OeTa-Te-
cTyBaHHS. [I[pakTHYHUM pPe3yIbTaTOM € pO3pOOJICHUN Mpale3IaTHUH IrPOBHI JTOAAaTOK B KaHPI
«apeHay.

KirouoBi cioBa: irpoBuii 107aTOK, JIOTiKa, cuieHapii, pymnii Unreal Engine, moBa C++,
Blueprint, UML-niarpama, TecTyBaHHsI

AHHOTALIUA

B paGorte umccienoBanbl M peaaTn30BaHbl IPOLIECCH CO3aHUs UTPOBOTO MPUIIOKEHHS HA
6a3ze nBmxka Unreal Engine 4. Pa3paboraHbl clieHapuii, JOIMKa, OCHOBHBIE METOJIBI M aJIro-
PUTMBI aHTarOHUCTHYECKON 2D Urphl, CIPOEKTUPOBAaHA HPOrPAMMHAS CHCTEMa CPEICTBAMH
C++, Blueprint, UnrealEd. Mcnonb3oBanubie B paboTe METOABI 0a3MPYIOTCS HAa OCHOBHBIX
NPUHIAIAX TEOPUH WUTP, TEOPHU AITOPUTMOB, CTPYKTYP JaHHBIX, 00BbEKTHO-OPHEHTHPOBAH-
HOTO IIPOrPaMMHUPOBaHHMSI, KOMITBIOTEpHOM rpaduku. IIpoekTHpOBaHKE IPOrPAMMHOTO IIPHUIIO-
YKEHUS OCYILLECTBIISUIOCH ¢ uctosb3oBanneM UML-nuarpamm. [{1s popMupoBaHus CLEH UTPbl
HCIIOJIb30BAJIHMCH ClieHaIbHbIE KapThl cpeabl Unreal Engine 4, ¢ OMOIIIBIO KOTOPBIX CO3/IaBa-
JIMCh TEKCTYPBI, MIEHIEPHI, OCBELIEHHUE, TUIATPOPMBI, JI€KOpaTHBHBIE 00bEKTH. TeCTHPOBaHUE
UTPOBOTO MPHIIOKEHHUS TIPOBOIUIIOCH 110 MHOXECTBY HANpPaBICHUH, CPEIU KOTOPBIX TECTUPO-
BaHKHe (YHKIMOHAIHLHOCTH, COOTBETCTBHS, HArPYKEHHOCTH, OeTa-TecTrpoBanue. IIpakTuye-
CKHUM Pe3yJIbTaTOM SBJIAETCS pa3paboTaHHOEe pPabOTOCIOCOOHOE HTPOBOE MPHIOKEHHUE B )KAHPE
«apeHay.

KiroueBbie ciioBa: MrpoBOe MPHIIOKEHHE, JIOTHKA, clieHapuid, masuxok Unreal Engine,
s3pIk C++, Blueprint, UML-auarpamMma, TecTupoBaHue

Abstract

The work investigates and implements the processes of creating a game application based
on the Unreal Engine 4. A scenario, logic, basic methods and algorithms for an antagonistic 2D
game have been developed, a software system has been designed using C ++, Blueprint, Un-
realEd. The methods used in this work are based on the basic principles of game theory, theory
of algorithms, data structures, object-oriented programming, computer graphics. The design of
the software application was carried out using UML diagrams. To form the scenes of the game,
special maps of the Unreal Engine 4 environment were used, with the help of which textures,
shaders, lighting, platforms, decorative objects were created. Testing of the gaming application
was carried out in many areas, including testing of functionality, compliance, load, beta testing.
The practical result is a developed workable game application in the arena genre.

Keywords: game application, logic, script, Unreal Engine, C ++, Blueprint, UML dia-
gram, testing
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