MIHICTEPCTBO OCBITHU I HAYKHU YKPAIHU
YopHOMOpPCHKUH HALLIOHAJILHUI YHiBepCcHUTeT
imeni Ilerpa Moruwiu
@aKkyJbTeT KOMII'IOTEPHUX HAYK

Kadenpa in:xxenepii nporpaMmHoro 3aée3ne4eHHst

ANIHUKOB JEHUC BSITYECJIABOBUY
VIIK

Komn'torepna 3D rpa i3 BUKOPUCTAHHSAM Cepe0BHUINA Bi3yaJbHOIO

CTBOPEHHSI CKPHUIITIB

ABTopedepar kBagdidikaniiiHoi podoTu Ha 3100yTTH

cTyneHs BUIIOI ocBiTH «bakanaBp»
CremianbHicTh «[HXEHepist mporpaMHOro 3a0e3neYeHHS

OcBiTH# kBamiikairis

«bakanaBp 3 iHXKeHepii TporpaMHOro 3a0e3MeUEHHS

Mukouiais — 2021



KgamidikaiiitHoto pob0TOI0 € pyKOIHC.

PoGoTa Bukonana B YopHOMOPCHKOMY HalllOHAJIbLHOMY YHIBEPCHUTETI 1MEH1

[Tetpa Morunu MiHicTepcTBa OCBITH 1 HAyKH YKpaiHu Ha Kadeapi iHxeHepii

IIporpaMHoOro 3a0e3IeYeHHS

KepiBHuk: .
Crapiuii BUKIIaga4y

JBopernpka CBiTiiana
Bonoaumupisnaa

Penensenr:
Kang. TexH. Hayk

Crapmmii BUKIIagaq

Konnparenko ['anuna
BononumupiBHa

3axuCT BIIOYACTBCA «_ » 2021 p. o roJ. Ha 3aciJlaHHI
eK3aMeHalliHo1 KoMicli y YOpHOMOPCHKOMY HAI[IOHAJIbBHOMY YHIBEPCHUTETI

imeni Iletpa Morumu 3a aapecoro: Byn. 68 JlecantHukiB, 10, Mukomnais,
54003.

3 kBamdikaiiHO pPOOOTO0 MOXKHA O3HAHMOMHUTHCS B Oibmioreri
YopHOMOpCHKOTO HaIlOHAIBHOTO YHiBepcuTeTy iMmeHi [lerpa Morumu 3a

anpecoro: Byn. 68 [lecantHukis, 10, Mukomais, 54003.
Asropedepart npeacraienuit «2 9 »ksitHsa 2021p.
Cexperap

eK3aMeHAallHOT

KOMICIT,



acripaHT Kanguoa I. O.



4

3AT'AJIBHA XAPAKTEPUCTHUKA POBOTHU

AKTyaJbHICTh PO00TH. Y Cy4acHOMY CBITI CTBOPEHHS BIZICOITOp € OJTHUM 3
HaWOLIBII BEJIMKUX CETMEHTIB 1HAYCTpii po3Bar. [lo mBUAKOCTI POCTYy 3a OCTaHHI
I'ITh POKIB 1HIyCTPisl BICOIrOp ICTOTHO BUIEPEANIa KIHOIHIYCTPIIO.

Benuka kiIbKiCTh KOMMaHIA — 3aliMalOTbCsl  CTBOpeHHsAM irop. Ha
ceorofuimHiii aerp Unreal Engine € omaum 3  HalmomynspHIOIMX irpoOBUX
pyuriiB. KoxkeH pik Ha 1[bOMY pyIlii CTBOPIOIOTHCS 1 BUXOAATh COTHI MOIMYJISAPHUX
irop. Moro HUHINIHA Bepcis YCIIIIHO 3aCTOCOBYETBCS B irpax CaMHX Pi3HHX
KaHPIB.

Unreal Engine mae HAcTiNBKM TOTYXKHI IHCTPYMEHTH Juis poOOTH 3
rpadikoro, 1O OaraTo TOJUTIBYACHKMX KIHOKOMIAHI BHUKOPUCTOBYIOTH Ll
irpoBuii pymriit B kino. Unreal Engine Oymno Bukopucrano y 6aratbox ¢iibMax Bin
Marvel Ta B ocrannix 3ipkoBux BiiHax. Ha ceoromni Unreal Engine 1ie irpoBwuii
py1Iiil 3 MAaKCUMaIbHO MIBUIKO 3pOCTAI0UMM YHCIIOM KOMaHI.

Meta po6oTH — MOKpaIIeHHS IrPOBOTO MPOIECY 3a paxyHOK BHOOpY Ta
3aCTOCYBaHHS HaMOUIbII ONTUMAJIBLHOTO ITPOBOTO PYIIis NMUISIXOM peaiizalii rpu 3
BUKOpucTaHHsM cuctemu Blueprint 8 Unreal Engine 4.

00'exTOM JOCHTIDKEHHS € 1rpoBUi mpoliec KonM'rotepaux 3D irop Ta
nUIsIXu Horo peanizarii y cepenosuini Unreal Engine.

Ipeamerom nochimkeHHss € TexHosoris Blueprint B Unreal Engine 4 y

SKOCTI irpoBoro pyiiist i 3D koMm'toTepHOT TpH.
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OCHOBHUWMH 3MICT POBOTH

Y Berymi OOIpyHTOBAaHO akKTyallbHICTH 0OpaHoi Temu. JlocmimkeHo
THIYCTPit0 PO3POOKU KOMIT'FOTEPHHUX 1rop Ta chepr BUKOPUCTAHHS ITPOBOTO PYIIIis
Unreal Engine. Takoxx chopMyJIbOBaHO METy Ta 3aJiadi JOCHIHKCHb, BU3HAYCHO
00'eKT Ta IpeAMET JOCIIIIKCHHS.

Y mnepmomy po3air Oyino TPOBEACHO aHami3 MpeAMETHOI 00jacTi Ta
icHyroumx aHami3iB. AHanoramu po3poodioBanoi rpu € Killing Floor ta World War
Z. I3 HepomikiB OyJI0 BU3BHAYEHO HEAOCTATHIO CBOOOJY IpaBlisi B MPOIIECI I'pH Ta
oOMe)KeHHIi BIJTUB Ha IrPOBI XapaKTEPUCTUKU MEpCcoHaXa Mif yac rpu. [lepeBaroro
pO3pOOIIOBAaHOI TPU € CTBOPEHHS CHUCTEMHU TOKPAIEHHS HABUKIB TOJOBHOIO
nepcoHaxka. MoXJIUBICTh TpaBllsd BUOUPATH CaMOMY TaKTHKY BUKMBAHHS ITiJ1 4ac
rpu. ['pa Oyne po3BUBaTHU:

- MHCIICHHS;

- peakIio;

- MEXaHIYHy [1aM ATb;

- MOTOPUKY PYK.

Bbyno nposeneHno ananiz BuOopy pyuis. Ha crorogHimHiil 1eHp iCHye 1Ba
noTyKHuX irposux pymrist — Unreal Engine 4 ta Unity 3D. V o6ox pyiiiiB Benuki
HaOopu 1HCTpyMeHTiB. Unity Oilbllle OpPIEHTOBAaHMN HA HEBEJIHMKI IPOEKTH,
3po0JieHi B ocHOBHOMY B 2D 1 i MmoOinmeHux mpuctpoi. Unreal Engine 4 mae
HOTY)KHI THCTPYMEHTH ISt poO0TH 3 Tpadikoro, moct 00pookoro cienu. B Unity i
IHCTpYMEHTU TUIaTHI, ajieé HaBITh KYINMBIIM, HE BJACThCS JOCATTH TOrO XK
pesyibrary, o B Unreal Engine 4. Takox nepesaroto € Te, o B Unreal Engine 4
He MOoTpiOHO TypOyBaTHCs Mpo BHOIp Bepcii, Mpo Te, 10 BoHA Oyae OHOBIIOBATHUCS
mIOTKHS 1 mBuaKko 3actapie. Komu Unreal Engine 4 orpumye matd mepexin
OpaKTUYHO HenmoMiTHUH. Y Bumaaky 3 Unity moTpiOHO moaymaru mpo Te, B SIKii
Bepcii MOTpiOHO TMpalroBaTH, TOMY IO HE KOXXHAa OTPUMAE JOBIOCTPOKOBY
niaTpuMKy Bin kommanii. Kpim toro, mepeBaroro Unreal Engine mam Unity €

MPOCTOTA Y CTBOPEHHI Bi3yaJbHUX €(EKTIB.



Taxox Benmukoro nepeBaroto Unreal Engine 4 nan Unity € Te, 1110 po3poOHUK
komm'rorepaux irop Epic Games npuabaB kommnanito Quixel, mo cTBopuia
HaWOUTBIIy B CBITI 010110TeKy QoTorpaMMeTpUUHMX MaTepiamiB Megascans.
Megascans - 6i01ioTeka BiICKAHOBAHUX PECYpPCIB 1 MOTYXHUX 1HCTPYMEHTIB, SIKi
MOkHa Oe3komToBHO BUKOpHcTOoBYBatH 3 Unreal Engine - B poboyomy mporeci
apXxITEeKTypHOI Bi3yasi3ailii.

byno mpoeeneno anam3 ocBimienHs B Unreal Engine 4. OcHOBHHM
mxepenom ceiiia B Unreal Engine e Directional Light. Directional Light imitye
CBITJIO, SIKE€ CITYCKA€ThCS 3 JKEpena, 10 HecKiHueHHo naineke. Lle o3nagae, 1o Bci
TiHI, SIKI BiAOWBa€ I CBITJIO, OYayTh NapajeIbHUMHU, 10 POOUTH 1€ 17eaTbHUM
BUOOpPOM I imiTanlii coHsyHoro cBiTia. IHctpyment Atmospheric Fog nae
YSIBJICHHSI TIPO PO3CIsIHE CBITIIO uepe3 atMocdepy mianeTu. Lle poOuTh piBHI Ha
BIJIKDUTOMY TIOBITp1 OUIBII pEANICTUYHUMU. [JIi CTBOpPEHHS Tymany. Jlius
JI0JIaBaHHS peai3My Ta ONTHMIi3alii BUKOPUCTOBYEThCS 1HCTpyMeHT Exponential
Height Fog muisixom mpuxoByBaHHS HE3aBaHTAXXCHUX YaCTHH KapTH.

Y napyromy po3aini Oyno MpoBEIEHO MOJICIIOBAHHS 00 €KTY Ta MPEIMETY

JOCHTIKeHHS. Byno cTBopeHo giarpamy BukopuctaHHs (puc. 1).
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Pucynox 1 — Jliarpama BapiaHTiB BUKOPUCTaHHS



Jliarpama BapiaHTiB BUKOPUCTAHHS € BUX1IHUM KOHIENTYaIbHUM MOJaHHAM
CHCTEMH B TPOLIEC] 11 MPOEKTYBAHHS 1 PO3POOKH.

Bbyno crtBopeno giarpamy knmaciB (puc. 2). [liarpama KiaciB — ¢ CTaTHYHE
MPEACTABIICHHS CTPYKTypH Mojeni. BimoOpaxae crTaTudHi (JIeKJIapaTHUBHI)

eiaeMeHTH, Takl SK: KJIacH, THUITH JaHHUX, X 3MICT Ta iX BIJTHOIIICHHS.

Menu
+startGame()
+showlnstruction()
+exitGame()
WaveSystem
+bool: isDeath

+spawnSpider Turret()

+spawnSpiderBomb()
Userlnterface
+int: waveNumber
+int: enemiesMumber
-fragmentsNumber
+showTime()
+showEnemiesNumber() SpiderTurret
+showWaveMumber() . prderfurre
#healthFunc() -int: bullet
#energyFunc() -int: speed
+showFragments() -int: damage
FattackEnergyFunc() sattack()
-spiderMovement()
#characterMovement()
+dropFragment()
Player SpiderBomb
+int: maxHealth int d
+int: damage -::t: S;g:jjge
+int speed Cann
+int: energy +Attributel
Shop +attackEnergy +dropFragments()
- +explosion()
#int: health :La];eFlrLafmeEt[] #characterMovement()
#int: speed efaultAttack() +dropFragment()
#int: stamina +leapAttack()
Hint- damage +whirlwindAttack()
. +helicopterAttack()

#int: fragments

+sprintFunc()

+replenishHealth()
+replenishEnergy()
+upgradeSpeed()
+upgradeHealth()
+upgradeStamina()
+upgradeDefaultAttack()
+upgradeleapAttack()
+upgradeWhirlwindAttack()
+upgradeHelicopterAttack()

Pucynok 2 — Jliarpama kiacis
Byno crBopeno miarpamu misutbHOCTI (puc. 3). Jliarpama AisUTbHOCTI — i€
UML-niarpama, Ha ki mokasaHi 1ii, cnernu@ikailisi BUKOHYBaHOI MOBEIIHKH Yy
BHTJISJII KOOPJAMHOBAHOTO ITIOCHIJIOBHOTO 1 IMapajeiabHOTO BUKOHAHHS IIJICTIIMX
€JIEMEHTIB - BKJIQJICHUX BUJIB AISUILHOCTI 1 OKpeMUX 1, 3'€IHAHUX MK COOO0

MOTOKaMH, sIKI MTyTh BiJl BUXO/IIB OJJHOTO By3Jia A0 BXO/IIB 1HIIOTO.
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Pucynok 3 — Jliarpama nisimpHOCTI

byno o3maitomneno ¢ cepemouimem Unreal Engine 4. Unreal Engine 4
CTBOPEHO Ha MOBI1 IIPOTpaMyBaHHs C++, TOMY CKPINITUHT B11IOYBa€ThCs HA ct++ abo
Ha MOBI Bi3yanbHOro mnporpamypanus blueprint (BP) — nme morika Oymyerbes
[UIIXOM TIOCHIJIOBHOTO 3B’SI3Ky BY3JdiB. Benmka cuctema 1HCTpYMEHTIB 1
pEeIaKkToOpiB JI03BOJISIE OPTaHI30BYBAaTH PECYpPCH 1 MAaHIMYJIIOBATU HUMH, 100
cTBoputd irpoBuil mpouec s rpu. Kommonentu UE4 Bkmiouaiorh B cebe
CepeloBHUIA: 3BYKOBE, (i3uuHe, TpadiuHe, BBEACHHS 1 CTPYKTYpYy IrPOBOTO
MPOIIECY, a TAKOXK OHJIAWH-MOJTyJIb. 3BYKOBE CEPEAOBUIIE BIAMOBIAAE 32 HASBHICTD
MY3UKHU 1 3BYyKIB y I'pi. O0'€KTH CTHUKAIOTHCS 1 MPUXOAATH B PyX BIAMOBIIHO IO

3akoHIB pyxy Hptorona. I'padiune cepemoBuilie BiANOBIAA€ 32 BUBEICHHS Ha



nucruiedt. CucreMa BBEIGHHS NEPETBOPIOE HATHCKAHHS KJIABIII 1 KHOMOK IPaBLeM
B [Iii, 0 BHKOHYIOTBCs irpoBuM mepcoHaxkeMm. Lltyuynwii intenext B Unreal
Engine ckiamaeThcst 3 CKIAAHMX HAOOPIB IpPaBHJI, SKI JOIMOMArarTh 00'€KTam
npuiiMaTH PIlICHHS 1 BUKOHYBAaTH CBOi 3ajyMmani ¢yHkmii / moseminky. Unreal
Engine 4 Mae MOXIMBICTH CTBOpIOBAaTH irpu mius Oarathox Iutatdopm. Ilpu
CTBOPEHHI rpH, il MOXHa MEPEHOCUTH Ha pi3Hi Iuiatdopmu, Taki sk Web, i0S i
Android. Unreal Engine mae psim penakTopiB, sKi JOIIOMararoTh Y CTBOPCHHI T'PH.
3a 3amosuyBanHaM Unreal Editor e penaxropom 3amycky Unreal Engine. Moro
MOJKHA PO3IJIAJATH K TOJIOBHHUM penakTop, 1o 3ade3medye AOCTyNm A0 1HIINX
mifcucTeM, Takux K mgcuctemu Material 1 Blueprint.

Bbyno po3pobneno maketu ans rpu. [HTepdeiic g rpaBusg MiCTUTh y cobi
1H(OpMaIlil0 PO KUIBKICTh 4Yacy y TIpl, KUIbKICTb ()parMeHTiB, HOMEp XBUII

BOPOTiB, KUJIbKICTh BOPOTIB.

WAVE: 13 W
ENEMIES: 24
DOME: 87%

EEEN EECO ([ |m

Pucynox 4 — Maker qist inTepdeiicy rpasiis

byno crBopeHo wMakeT ISl MarasuHy, SKUH CKIQTA€ThCS 3 TaKUX
MOKpAIlleHb: 370POB’sl, €HEpris, IBHJKICTh, CHJA IOIIKOMKCHHS, 3 cIelialbHi
aTaky, BITHOBJICHHS TOKA3HWUKIB 370pOB’s Ta eHeprii. Bci mokasHuWkM MOXHA

CKUHYTH, JIJIs 1IbOTO icHye KHOoTKa RESET.
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Pucynok 5 — MakeT 15t BUOOpY MOKpaIleHHs

Y Tperbomy po3/iii OyJ10 pO3pOo0IEHO IPy.

Yénesigner - Grap!
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REPLENISH

No Animation Selected

Pucynok 6 — CTBopeHHs iTepdeiicy marasuHa
KoxeHn enmeMeHT mae JIOTIKY, y KOXHOTO TOKpAIeHHS € JWHaMivHa IliHA
(puc. 7). Ilicns HaTUCHEHHS Ha «+» Ta JOCTATHBOI KUIBKOCTI (hparMeHTiB
Bi/IOYBAETHCS TTOKPAIIICHHSI XapaKTEPUCTUKU, BAPTICTh HACTYMHOI 301IBITYETHCS B
7Ba pasu. Bukimkaerscsi 00’€KT mepcoHaxka 1 Bix Hboro 3mina Health Upgrade

Cost, mo0 3a 3aMOBYEHHSM JOpiBHIOE 5. SIKIIO M0OCTaTHRO (HparMeHTiB, Yy
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nepcoHaXka 301IbIIY€EThCSl BUOpaHa XapaKTepUCTHKA, BIAHIMAIOTHCS (hparMeHTH Ta

3MIHIOETHCS BAPTICTh HACTYITHOTO MOKPAILIEHHS B IBa Pa3u.

T Get Text 1 ;
»+ Cast To ThirdPersonCharacter 8 Return Node

» —
Object Cast Failed [> @ Return Value

As Third Person Character

" ToText (integer)

Return Value @

©f Get Player Character

» Playerindex [0]  Return Value Target  Health Upgrade Cost @

ntegral Digits

A

Pucynok 7 — JluHamivyHa 11iHa BapTOCTI MOKPAILCHHS
byno po3po6sieHo 1mTydyHuil 1HTENEKT. Jlis HalamTyBaHHS KyTa JUIs
nepudepudHoro 30py Ta paalycy, HACKUIbKK Jajeko Oyjae OauuTu MITyYHUN
IHTENIeKT OyJI0 BUKOpHCTaHO KoMmroHeHT PawnSensing (puc. 8). ITicis mporo Oyiio

crBopeno event — On See Pawn (puc. 9).

P . s

Play Debug Fifter

O

4 Component Replic

Pucynox 8 — Komnonent PawnSensing
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Pucynox 9 — CrBopenns On See Pawn

byno crtBopeno kapty mns rpu. s 1poro cmoyaTky Oyio 3poOieHo
manmmadT 3a jgomomoror iHcTpymeHty Landscape. Jlns manmmadty Oyiio
BUKOPHCTAHO aBTO-MaTepiall, SKUW JTO3BOJISE HANAIITOBYBATH MEpPEXi 3 HU30BUHU
Ha TOpH, BiJl TEKCTYpH TpaBU 0 TeKcTypu kameHio (puc. 10). 3a momomororo
inctpymenty Foliage Ha creny Oyno momaHo TpaBy Ta nepeBa. OCHOBHUM
JoKepenioM cBiTia Ha creni € Directional Light.  Jlns oOpoOku cBitia Oyio
BUKOpHcTaHo edekt Post Process VVolume. [l cTBOpeHHS TyMaHy BHKOPHUCTaHO

inctpyment Exponential Height Fog.

t‘m o .

Pucynok 10 — ABTo-marepian nanamadry

[Ticas Toro sik OyJno 3aKiHYEHO KapTy, Oyso JoAaHo 0a3y — Miclle MOsSBU

reposi. Konu repoii migxoauTs 10 6a3u BIAKPUBAIOTHECS aBTOMATUYHO JBEPl, KyIu



13

HE MOXYTh MOTPAIUTH BOPOTH, a TAKOXK Ha KapTy JOJAHO T'€HEpaTOpH BOPOTIB.
[Ticnst reneparii, BOPOrd paHAOMHO MEPEMIIIYIOThCS B BU3HAYCHHX MeEXax, KOJIU
Tepoil MOTpaIusie y pajaiyc 30py MITYYHOTO IHTEJIEKTY, BOPOT IPHUB’SI3YETHCS O
TpaBIIsl.

VY 4yerBepTOMy po3ai1l Oyio mpoBeneHO (YHKIIOHAIbHE TECTYBaHHS Ta
TECTYBAaHHS MPOTyKTUBHOCTI.

byno 3pobreHo TecTH OCHOBHMX MEXaHIK TpH: KYyMHiBIS MOKpAaIleHb B
MarasuHi, TOMOBHEHHS 3J0pOB’s, MiA00p (parMeHTIB, CHUCTEMY MPUCKOPEHHS,
BUJUMICTh HITYYHOTO iHTENEKTy. Iliciga mpoBeAeHHX TeCTiB HE OyJIO BHSIBJICHO
MOMMJIOK, BC1 MEXaHIKHU MPAIIOIOTh BIPHO.

Bbyno npoBeneno tectyBanHs npoayktuBHocTi. s mporo B Unreal Engine
4 Ha creHi Oyno oOpaHO JeKijdbKa CIeIialbHUX pexuMiB. Pexxum Shader
Complexity BHKOpUCTOBYE KOJBOPOBHIA CIIEKTp, 100 BKa3aTH, HACKIJIbKH
ONTHMI30BaHa CLEHA. 3€JIEHUHA 4Yepe3 UEpBOHUM NPEJCTaBISAIOTh JIIHIMHE

BIJIHOIIEHHS «IYyXe€ MaJlo» A0 «O0arato», TOHl SK pOXEBUW 1 OUIMI O3HAYarOTh

BEJIMKHIA CTPUOOK 0 «Iy»e baratoy mikcenis (puc. 11).

Pucynok 11 — Pesxum Shader Complexity
Pexum Lightmap Destiny BigoOpaae HiiIbHICTh CBITIOBOT KapTh 00 €KTIB,
K1l HaHeceHl Ha TekcTtypy. ClieHa Mae PIBHOMIPHY IIUIbHICTb, IO JO3BOJISIE

OTPUMATH TIOCTIITHE OCBITJICHHSI CBITJIOBOI KapTH.
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VY rpadiunoro mporecopa € 6arato OJIOKIB, IO MPAIIOIOTh MapajieiabHO,
pi3Hi OJIoKM TpuB’si3aHi K pisHUM dYactuHam kaapy. GPU Visualiser mokasye
pPO30MBKY OJHOTO Kajapy Ha rpadiuyHomy npouecopi. Ha pucynky 12 mokazano

OJIMH KaJp, KU 3aiHsAB 15 MC 1151 Bizyasizarii.

Zoom: 1,00x

Search

oUpdate and Offset =12 0

ced by DBuffer)

Pucynok 12 — Inctpyment GPU Visualiser
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3AT'AJIbHI BUCHOBKHU

Jummomua po0OoTa MOB’S3aHa 3 BUKOPUCTAHHSAM TEXHOJIOTII PO3pOOKHU
koMIT totepHoi 3D rpu B kaHpi BIXKUBaHHS Ha MOBI1 Bi3yaJIbHOTO MpOrpamMyBaHHS
Blueprint ma Unreal Engine 4. Po3po0iieHa rpa A03BOJIsIE BAOCKOHAINTH ICHYIOUI
Irpy B KaHPl BWIKMBAHHS IUISIXOM 30UIBIICHHS CBOOOJW TPaBIl Ta CTBOPCHHS
YHIKaJIbHUX MEXaHIK TPH.

[IpoBenero anHami3 TpeAMETHOI O0O0JacTi Ta BUSABICHO aHAIOTH TpU. B
aHajorax BUABJIEHO (YHKIIIT IPOBOTO MPOIIECY, OCHOBHI MEPEBaru Ta HEJAO0JIKH.

Jlocmimkeno ta nopiBHsAHO irposi pymrii Unity3D Ta Unreal Engine 4. {ns
KOMIT'IOTepHUX 1irop Kpame miaxomuth Unreal Engine 3a paxyHok cBOiX
MOXJIMBOCTEH CTBOPEHHS Tpadiku.

3MOAENBOBAHO Ta CIPOEKTOBAHO TPy, IO BKJIOYaEe B cede MOOYI0BY
JiarpaMy BapiaHTIB BUKOPUCTAHHA Ta Jiarpamu KiaciB. Takox JiarpamMu CTaHiB Ta
noci1oBHOCTI. Lle monoMorio BU3HAYMTH 0a30B1 (PYHKIIIT CUCTEMHU Ta 3B A3KH Y
rpi.

Po3pobrnieno  aBTO-maTepian, BUKOHAHO poOOTYy 3  JaHamadToM,
BUKOpUCTaHO iHCTpyMeHT Foliage. PosrmsHyro iHCTpyMeHTH Ui poOOOTH 3
ocBiTienusaM: Directional Light, Atmospheric Fog, SkyLight. Ins moct-06po0Oku
Oyno BuKopHcTaHo iHcTpyMeHT PostProccess Volume.

Jlyis cTBOpeHHS TpH OyJI0 BUKOPUCTAHO MOBY Bi3yaJIbHOTO MPOTpaMyBaHHS
Blueprint. Po3po6iieHO eleMeHTH MTY4YHOTO 1HTEIEKTY.

[Ticns po3poOku rpu Oyiio MNpoBeAeHO (YHKIIOHAbHE TECTYBAHHS Ta
TeCTyBaHHS MPOAYKTUBHOCTI. [licis mpoxopkeHHs (YHKIIIOHATIEHOTO TeCTyBaHHS
HE BUSBJIEHO IMOMMWJIOK, I'pa Mpaltoe KOpeKTHO. TecTyBaHHS NPOAYKTUBHOCTI
MoKa3ajo JOCTaTHIO KimbKicTh FPS mist komdopTHOI TpH.

OTxe MeTa, IO MoJisirajia y MOKPAaLIeHHBI IMPOBOTO MPOIECY 3a PaxyHOK
BUOOpPY Ta 3aCTOCYBaHHsS HAMOUIbII ONTUMAJIBHOTO IFPOBOTrO PYIIiS HUISIXOM
peamizanii Tpu 3 BukopuctaHHsaMm cuctemu Blueprint B Unreal Engine 4 Gyna

JNOCATHYTA.



