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3aBAaHHS:  aHANI3 [OPEAMETHOI  raiy3i, JOCHIPKEHHS  alJrOpUTMIB
MPOIIETyPHOI TeHepallii irpoBOro KOHTEHTY, MOJICTIOBAHHS Ta MPOEKTYBaHHS TPH,
po3poOka komm’1oTepHoi 3D rpu 3 ImpoLEaypHOIO T'e€HEpalli€lo, TECTYBaHHS T'PH,
JOCIIDKEHHSI  pPe3yJIbTaTiB 3aCTOCYBaHHS TMPOIEAYPHOI TIeHepalii irpoBOro
CEpelOBHUILA.

O0G'ekTOM JOCHIDKEHHS € TpOoIeC TMPOIEAYPHOi TeHepallii IirpoBOro
CepelOBHUILA.

[Tpeamerom nocnimxeHHs € Texaosoriga Blueprint B Unreal Engine 4 y sixocti
irpoBoro pyiiist Ajist 3D KoMn'tOTepHOI TpU 3 MPOLETYPHOIO TEHEPAIIIEI0 IFPOBOTO
CEpEelOBHUILA.

Y BeTynmi  pO3KPUBAETHCSA AKTYaJbHICTh BHUKOPUCTAHHSA MPOIEAYPHOL
reHepairii, nporpamuoro pymris Unreal Engine ta cuctemu Blueprint, ctaButhecs
npobiiemMa, MeTa 1 3aBIAaHHS JOCIIDKCHHS, BHU3HAYAIOTHCS OO'€KT Ta MpeaMer
JOCIKEHHS.

VY mepmioMmy po3nisii poOOTH TPOBOAWTHCS CHUCTEMHHM aHaii3 oOpaHoi
IpeIMETHOI 00JIacTi Ta, HA MOro OCHOBI, (POPMYIIIOETHCS MOCTAHOBKA 3aBIaHb Ta
cnenu@ikalis BUMOT 10 TPU.

VY apyromy po3auii OMUCY€ThCSI MOJICTIOBAHHS Ta MMPOEKTYBAHHS TPU.

Y TperboMy pO3IUII OMHCYETHhCS peajizallis MNpoLeaypHOi TeHeparllii,
OCBITJIEHHS, po0OTa 3 JaHAAII()TOM Ta IFPOBUM CEPEIOBHILEM.

Y uerBepTOMY pO3IiJI OMUCYEThCS peamisailis Tpu, a came: aTaku
NEPCOHAXIB, CUCTEMa JIOCBIly Ta PiBHIB, 30epiranHs rpu, pobora 3 edpexramu Ta

aHIMalIIMH Ta TECTYBaHHS MPOLYKTUBHOCTI FPH.



VY BHCHOBKax MPOBOJUTHCS aHAII3 pOOOTH Ta OTPUMAHUX PE3YJIbTATIB.

VY cnemianbHiil 4acTUHI 3 OXOPOHU Tpalli Ta Oe3MeKH B HaJI3BUYAHHUX
CUTYAaIlisIX ONMKMCAHO TEXHIKY O0€3MeKH NPy poOOTI B MPUMILIEHHSX 13 KOMIT FOTEPHUM
oOnagHaHHSIM.

KPM Buxkinanena Ha 83 cTopiHku, BOHA MICTUTh 4 po3ainu, 95 imoctpariid, 1
Ta0IuI0, 25 IKepen B MepesiKy MOCUIIaHb.

KitouoBi cinoBa: po3pobOka irop, mpoienypsaa redepariisi, Blueprint, Unreal

Engine, irpoBuii npoaykt, HUD.



ABSTRACT
to the master's qualification work
"3D computer game with procedural generation of the game environment"
Student of group 608m: Yashnykov Denys Vyacheslavovych
Supervisor: Senior Lecturer Kandyba 1.0O.

The goal of the work is to improve the game process due to the procedural
generation of the game environment by using the Blueprint system.

Tasks: analysis of the subject area, research of algorithms for the procedural
generation of game content, modeling and design of the game, development of a
computer 3D game with procedural generation, game testing, research of the results
of the application of the procedural generation of the game environment.

The object of research is the process of procedural generation of the game
environment.

The subject of the study is Blueprint technology in Unreal Engine 4 as a game
engine for a 3D computer game with procedural generation of the game
environment.

The introduction reveals the relevance of using procedural generation, Unreal
Engine and the Blueprint system, sets the problem, goal and task of the research,
defines the object and subject of the research.

In the first section of the work, a systematic analysis of the selected subject
area 1s carried out and, on its basis, the statement of the problem and the specification
of the requirements for the game are formulated.

The second chapter describes the modeling and design of the game.

The third chapter describes the implementation of procedural generation,
lighting, working with the landscape and game environment.

The fourth chapter describes the implementation of the game, namely:
character attacks, the experience and level system, saving the game, working with
effects and animations, and testing the performance of the game.

In the conclusions, an analysis of the work and the obtained results is carried

out.



The special part on occupational health and safety in emergency situations
describes safety techniques when working in premises with computer equipment.

MQW is laid out on 83 pages, it contains 4 sections, 95 illustrations, 1 table,
25 sources in the list of links.

Keywords: game development, procedural generation, Blueprint, Unreal

Engine, game product, HUD.
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BCTYII

VY cydyacHOMY CBIiT1 BiJI€OIrpH OJIHA 13 CKJIAJOBUX 1HIYCTpii po3Bar. CyKymHa
KammTaizalis B irpoBiil iHIyCTpii mepeBepIrye KIHOBUPOOHHUIITBO 1 BETUKHI CIIOPT
pazoM y3sTi. A CBITOBE 3pOCTaHHS PUHKY B1JCOIrOp MIOPOKY 3POCTAE B CEPEIHBOMY
Ha 11%. 3rigHO 3 JaHUX AHAIITUYHOTO areHTcTBa NEewz0o, KOXKHAa 4YeTBepTa
JIOJIMHA Ha TIJIAHET! TaK 4Yd 1HAKIIE Tpaja B ITPH, a KOKHA TPETS 3 HUX XOTiia 0
MpaItoBaTy B IiH 1HIYCTPIi.

B nanuii MOMEHT HaWOIIBIN MOMYJSSPHAMU B ITPOBIM 1HIYCTpii pymrii s
po3poOku irop € Unity 3D ta Unreal Engine. ¥ aBox pymriiB Benuki Habopu
IHCTPYMEHTIB, IO BKJIOYAIOTh: PEAAKTOp JaHAWA(TIB, CUMYJSILII0 (PI3HKH,
aHIMalll0, MOKPAIIeHHS OCBITJIEHHs, MIATpUMKY VR 1 Oararo iHmoro. Ase
OCTaHHIM 4YacoM MO)KHa TOMITUTH, IO ©Oarato po3poOHMKIB 3 MPOCKTaMHU
BukoHaHUMH B Unity, mounHatoTh nepemukaTucsa Ha npoaykt Epic Games. 1106
JOCSATTH BizyalibHOTO edekrty, cxoxoro Ha UE4, noBeaeTbCs 3MIHUTH CHCTEMY
peHnepuHry 3 HopMaibHO Ha HDRP, 3aMiHuTH CBITIIO Ta ckailOoKc. Ajie HaBITh
micis Tpancdopmartii Takuii cammii pe3ynbTaT Ha Unity He Buiine. B ocHoBHOMY 1€
noB's3aHo 3 TuM, 1m0 Epic Games, Sk po3p0OOHUK, HAKOITWYMIN BEJIUKUN JTOCBIJ 1
opa3y CTBOPIOBAJIM IIIOCh HOBE, a IHIIMM JoBoAWSIOCA HazforansaTu [1]. Unity
Olybllle OPIEHTOBAHUN Ha HEBEJMKI MPOEKTH, 3p00JieH] 31e01nbinoro y 2D Ta mis
MOOUTBHUX TMPUCTPOiB. ToMy 3a paxyHOK TIpadiuHMX MOKJIMBOCTEH, IO JalOTh
3MOTYy CTBOPIOBATH BIIKPHTI CBITH O1IBII peaTiCTHIHUMU Ta 32 PaXyHOK BEITUKOTO
HaO0Opy IHCTPYMEHTIB € CEHC po3po0isTé kKomm'torepHi irpu came Ha Unreal
Engine [2].

VY Hac yac BIAKpHUTI CBITM B Irpax CTaJld Ha CTUIBKH BEJIUKUMH, LIO
npopoOsAiTH X Bpy4YHY JAyXe JOBro Tta jgoporo. Jljis IbOro Bce 4YacTille
BUKOPUCTOBYIOTHCS ~CHEI[ialibHI aIrOPUTMH IITYYHOTO CTBOPEHHS CBITY —
npouenypHa reHeparis. [IporenypHa reHepaiiisi mojermrye poooTy, TOMY IO

nornomMarae 3anoBHIOBaTH 80 BIJICOTKIB ITpPOBOTO CBITY, MOJETIIYIOYM IPOLEC

2023 p. SAmnuukos [1. B. 121 — KPM.1 - 608.21710829
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CTBOPEHHSI JIEKOpalliif OTOYEHHS XyA0KHUKAM Ta relMie3aitHepu, o0 nepeBipsAaTu
MEXaHIKH Ha HA4epKy CBITY 1 Ha X0y JoAaBaTu HOBI. [lpu mpaBUIbHOMY MiAXO/I1
IpoLEeypHa FreHepalis 103BOJIs€ 3SMEHIIMTH BUTPATH, HA KOKHOMY €TaIll po3poOKH,
TOMY IO JI03BOJISI€E 3MEHIIUTH KUIBKICTh MEPCOHATY Ta 30UIBIIUTH PI3HOMAHITTS
Jokamii. 3a paxyHOK IIbOTo, TMpOIEAypHa TeHepalis € aKTyalbHOI Ha
CHOTOJHIIIHIHN I€Hb.

Meta po060TH - TOKpAIIEHHs ITPOBOI0 MPOIECY 32 PAXyHOK MPOIEAyPHOL
reHepallii irpoBOTo CepeIoBHINa IIITXOM BUKOPUCTaHHS cucTemMu Blueprint.

JIOCSITHEHHSI METH MOYKJIMBO IIJISTXOM BHPIIIEHHS MTOCTAaBJICHUX 3aB/aHb:

— aHaJII3 MPEMETHOI rany3i;

— TOCJIIJIPKEHHS aJITOPUTMIB ITPOLIEyPHOI F€HEpalLlil IrpOBOr0 KOHTEHTY;

— MOJICJIFOBAHHS Ta MIPOEKTYBAHHS TPU;

— po3pobka xkom toTepHOi 3D rpu 3 mpoIeTypHOIO TeHEpaIli€lo;

— TeCTyBaHHS T'PH;

— JTOCJIIJIPKEHHSI Pe3yJIbTaTiB 3aCTOCYBAHHSI MPOIEAYPHOI reHeparlii irpoBoro
CEpeI0BHUILA.

00'exTOM J0CTIIKEHHS € TpOoIeC MPOIEeAypHOi TreHepaii irpoBOro
CepelOBHUILA.

Ipeamerom nocaigkenns e texHoisoris Blueprint 8 Unreal Engine 4 y
SKOCT1 irpoBoro pyiris ajs 3D KoMI'toTepHOT T'pu 3 MPOIEAYPHOIO T'€HEpaIl€ero

IFPOBOI'O CEPENOBHILA.

2023 p. SAmnuukos [1. B. 121 — KPM.1 - 608.21710829



Kadenpa imkenepii nporpamMHoro 3ade3neueHHs 7
Komn'rorepna 3D rpa 3 mporieAypHOO TeHEpaIli€io irpoBoTro cepeIoBHIIa

1 AHAJII3 IPEJIMETHOI TAJTY3I TA ICHYIOUUX AHAJIOTIB
1.1 Oraspg iCHyrOUMX aHAJIOTIB

[ToxpokoBa cTpaterist — MiKaHp CTpaTeriyHUX irop, y SKUX iIrpOBHiA MPOLIEC
CKIIQJIAETHCS 3 TIOCIIJOBHOCTI X0/1iB (200 KPOKIB), M1 Yac sIKUX TPpaBIli 3/[1HCHIOIOTh
cBoi fii. OCHOBHOIO XapaKTEPUCTUKOK TMOKPOKOBHUX CTpaTEriyHUX Irop €
JUCKPETHICTH 1TPOBOTO Tpoliecy. Irpu ckianaroThes 3 GiKCOBaHUX y Yacl MOMEHTIB
(kpokiB a00 XO/iB), SIKI 3aBEPIIYIOTHCS TUIBKK 32 KOMaH 1010 rpaBis. [1ix gac nux
XOJIB TpaBelp 3A1MCHIOE CBOi Aii. Y OLIBIIOCTI MOKPOKOBHX CTpaTerid Ipasiii
3MIMCHIOIOTH XOJIU IO Yep3l, K y TAKUX KIIACHMYHUX HACTUIBHHX ITpax, sIK I1axu abo
MoHomnoxis. Taki irpu po3BUBaIOTh JOTTYHE MUCIICHHS I'PaBLIB.

Amnanoramu € Heroes of Might and Magic ta The Battle for Wesnoth. ¥V
IPOLIEC] TP IpaBelb KEPYE FEPOSIMH — ITPOBUMH TIEPCOHAXKAMHU, K1 JTOCIIIKYIOTh
ro0ajabHy KapTy Ta MEPCOHaKaMHU CBOTO 3aroHy mij yac 6oro. Burpatoun OuTBH,
repoi HaOyBarOTh JOCBiAY, 1, HAOpABIIM JOCTATHIO MO0 KUIBKICTh, IEPEXOISITh HA
HACTYITHUM PIBEHB, 301JIBIIYIOUH CBOT IapaMeTpH.

Heroes of Might and Magic - ¢enresiitHa cepisi KOMI'IOTEPHHX irOp Yy XKaHpi
noKpokoBoi ctparerii 3 ememeHtamu RPG [3]. Ilopsgox pyxy moB's3aHuii 3
aTpuOyTOM IIBUAKOCTI FOHITIB — YUM BUIIE MBUAKICTh, TUM HIBHMIE (1 gaii) Oye
pyxarucsa oHIT (puc. 1.1). Ha mopsmok pyxiB TakoX MOXYTh BIJTUBATH TEBHI

aptedakTH Ta 3aKJIMHAHHS, SIK1 301IBITYIOTh 200 3MEHIIIYIOTh IIIBUJIKICTb.

g

Pucynoxk 1.1 - Ilosie 6oro y rpi Heroes of Might and Magic
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Bcs 6oifoBa cTaTucTHKa Bl aTakKu MOHCTPA/iHIIOTO repos (puc. 1.2) iHmmM
repoEM — MIEPEMIIIYETHCS Ha HEBEJIUKE ToJie 0010, pO3/I1JIEHEe Ha CITKOIOI10H] MMOJIs
(rekcu), 110 MPEACTABISIOTh MICUS, Y SIKUX MOXHA PO3MICTUTU OJUHULIL. ATpUOYT
MIBUKOCTI, SIKUW BIUTMBA€E HA TOPSJIOK PYXY, TAKOXK BU3HAYAE pajlyc Jii IOHITA —
1oHIT 3 10 Ganamu MIBUAKOCTI 3MOXKe Mo101aTH BifcTanb y 10 rekciB. Yce nosue 600
Mae 15 rekciB 3aBmupmiku Ta 11 rekciB 3aBBumku. Kpim Toro, Ha moii 0010 B
OCHOBHOMY 3'SIBJISIOTHCS TEPEIIKOIM MICIIEBOCTI, SIKI CHJIBHO OOMEXYITh abo
HaBITh MEPELIKO/KAOTh PyXy B 3aJaHOMY HaIpsMKY. BUlbLIICTh OAMHMIB Y TpI

3aiimMaroTh 1 rekc, ane AesiKi 3 HUX MOXKYTb MaTu 2 TeKCH.

Castle

Pucynok 1.2 - bonoBa cratucruka

Kpim Toro, ma exkpani € manenb iHTepdelicy, sfKka J03BOJIIE KEPyBaTH
PI3HOMaHITHUMH IT'POBUMHU MEXaH13MaMu, TAKUMU SIK:

— IMapameTpu 6010 — TiC/IA HATUCKAHHA HAa HBOTO 3 IBUTHCA €KpaH, Ha IKOMY
MOKHA HaJalITyBaTW IlapaMeTpH, IOB’s3aHl 3 00€M, HANpUKIAJ] IMIBUIKICTbH
aHiMallii IOHITIB.

— BapianT xkamiTymsmii - BaplaHT, SKWA JO3BOJSE 3AaTHCS MMia  dYac
ooro. ['epolt, skMil BUPIMIMB 3/1aTUCSA, MOBUHEH 3aIUIATUTH «WTpady», AKUH €

YACTUHOIO 3arajibHO1 BApTOCTI HOTO OJUHULIb.
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— Omisg BTedl - mici i akTUBaIIii Tepoil Brede 3 1mosisi 6010, 3aHUIIUBIIN BC1
IOHITH.

— JliayioroBe BIKHO — 1€ BIKHO PO3TaIlIOBAaHE B HIDKHIN, IIEHTPAIbHINA YaCTHUHI
expaHa. Tam MOHa 3HAWUTH BCIO BAXJIMBY 1H(OPMAIIito PO X1 OUTBU, HAIPUKIIA],
KUIbKICTh IIKOJAM, 3aBJaHOI PI3HUMH 1CTOTaMU, MOA11, 0 BIAOYJIUCS i 4ac OUTBU
(HM3bKHIT/BUCOKUI MOpAIbHHUM €EeKT) TOIIO.

— KHura 3akiinHanb — A03BOJISIE OTPUMATH JIOCTYI 10 3aKJIMHAHb, SIKI € y
PO3MOPSIKEHHI TepOiB.

— Omnmisa «Iloyekatu» - M03BOJSE IOHITY 30€perTd CBiM XiJl Ha Kpauiui
MOMEHT (KiHelb payHnay). [licist Toro, sik yci iHII MiAPO3JIUIA TEPEMICTATHCS,
HACTAa€ Yac ISl TUX, K1 BAKOPUCTOBYBAJIN OIIIII0 «IEKATH.

— Onuis «3axumiaTucs» — 4acTHHA BTPATUTH XiJ], ajié HATOMICTb OTPUMAE
3HAYHUU TPUCKOPEHUM aTpUOyT 3aXUCTY.

butBy Burpae BOpoOr, IO 3aJUIIMBCA — MPOrpae TOH, XTO BTPATUTh YCi
oaunuIll. [licis 3aKiHUeHHS] OUTBH ITEPEMOXKEIb OTPUMYE OUKH JTIOCBIY Ta Oy Ib-SIK1
apredakTH, siki OyJv B IHBEHTapi MEPEMOKEHOTO Teposl.

HenonikamMmu Tpu € HEZOCTaTHRO PO3BUHEHA CHCTEMa TOKpPAIICHHS
XapaKTEPHUCTHK IOHITIB, 3acTapiyia rpadika Ta HAOpUITUBUN paKypc KaMepH.

Hacrynmaum ananorom € rpa The Battle for Wesnoth (puc 1.3).

Pucynox 1.3 - Intepdetic The Battle for Wesnoth
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The Battle for Wesnoth - 1e mokpokoBa cTpareriyHa KOMMI'toTepHa Ipa y
xkaHpi ¢enre3i [4]. I'padiune odopmiieHHS Tpu IBOBHMIpHE, 3 aHIMOBAaHUMU
NEePCOHAKAMU Ta JCSIKAMH JAeTaIsMHu JaHmmadTy. IrpoBuil mporec MiCTUTH
CJIEMEHTH SIK KJIACMYHOI MOKPOKOBOI cTpaterii, 1 poyboBoi rpu. [lepen moyatkom
KOXXHOI HOBOI OWTBHM TIOKA3y€ThCSA BIKHO, JI€ BUKIIAJEHO YMOBHU IEPEMOTH Ta
MOpa3KH, a 9acoM 1 KOpUCHY Topaay. KoxkeH 1oHIT y Tpi Ma€ nieBHI OOWOBI SKOCTI,
3anac 3710poB's (hit points), BiacHe iM's (KpiM MeXaH13MiB 1 MOHCTPIB), 1HOJII TAKOX
3 BJIACHUM XapaKTEePOM Ta ICTOPIETO, IO POZKPUBAIOTHCS TIO XOIY CIOKETY.

VY xonai 6utB (puc. 1.4), a 0co6IMBO — TepemMararoy CyrnpoTHBHUKA, OO€Ib
Ha0yBa€ JIOCBiAY, SIKUM TICIs JOCATHEHHS MEBHOTO 3HAYEHHS J03BOJISIE HOMY
NepeiTH HAa HOBHM PIBEHb 1 NEPETBOPUTUCA Ha OUIBII >KMBYYOrO 1 Ba)KKO
030po€HOr0 BOiHA. Pe3ynbTaT KOXKHOTO KOHKPETHOTO MOEAMHKY OKPEMO B3SITHX
O1MIIB 3aJeXuTh 0araThbOX YMHHUKIB: 4yac no0u, Janamadrt, Tun 30poi (araku),
paca, kjac O1iIs, 1HAMBITyaIbHI OCOOJIMBOCTI, JOCBi, CTaH 3A0poB's. Takox €
€JEMEHT BHIIAJKOBOCTI, SIKHM 1HOJI ITOBHICTIO HIBEJIIOE 111 BiAMIHHOCTI. TUM He

MEHII, Y CepeHhOMY 3a TPOIO BIAXWJICHHS BiJl MPOTHO30BAHMX 3HAYCHH BIIYUYCHB

HE3Ha4HI, 1 BUTPATH Ty MapTiI0 HA YACTOMY BE31HHI MPAKTHYHO HEMOKITUBO.

Pucynok 1.4 - Ilpouec 6uts y rpi
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Boporu Biipi3HSAIOTBCSA HENMOTAaHUM IHTCJIEKTOM: 3aCTOCOBYIOTH aTaKH 3
KUIBKOX HampsMKiB, BUOMPAIOTh BIWChKa, 10 HAWOUIBII MAXOIATH 10 CUTYyaIlli,
aTaKyloTh Halcnabmux OidmiB (a0 KIIOYOBHX NEPCOHAXKIB, 3HUILEHHS SKHUX
03HAYae MopasKy IpaBIis) 1 BIABOASTH Ha3aJ CBOIX MOTEPHUINX Y 000 BoiHIB. ToMy
METOJT IPUMITUBHOTO «TUCKY YHCJIOMY» MPOTH KOMITHOTEpA HE MPaIfoe, HEOOX1THO
pETENBHO MPOIyMyBaTH TakKTUKY. OTHAK KOMI'TOTEPHUHN TpaBellb HIKOJIW MOBHICTIO
HE MEePeXOAUTh A0 OOOpPOHM, MPOJOBXKYE aTaKyBaTH, HaBITh 3a3HABIIU BEIUKHX
BTpAT 1 ONMHUBIIKCH Y MEHIIOCTI, 1110 MOJIETIIYy€E NepeMory Haj HUM. EKoHOMIYHA
CTOpOHAa y Tpi po3BHHEHa ciabo. Ha modaTky KOXHOTO CIIEHApII0 JA€ThCS
MIHIMaJIbHa CyMma Trpouleil. Y KaMmaHisX 0OpU JOCTPOKOBOMY 3aBEpIIEHHI
MOTIEPETHHOTO CIICHAPII0 TPABEIh OTPUMYE Ha JI0/1ady TPOIIOBHI OOHYC 3a KOKEH
HeBUKopucTaHUU Xia. KokHe KOHTpOJIbOBaHE TOCENIEHHS NpPH CTaHJApPTHHUX
HaJAIITYBaHHSX JIa€ MO Bl OJWHUIII 30J10Ta B CKapOHUIIO, a TAKOXK OJUH 30JI0TUN
JUTsl yTpuMaHHs O1iiiB. [HOM1 y clieHapisx 3yCTpivaroThCs POIIoBi ckapou. 310paHi
TaKMM YHHOM KOIIITH BUTPAYAIOTHCS HA BepOyBaHHS COJIIATIB Ta BUILIATY iM IJIATHI.

Henomikom rpu € HEAOCTaTHHO PO3BUHEHA CHCTEMA PO3BUTKY IMEPCOHAXKIB Ta
3acrapina rpadika.

[lepeBaroro  po3poOIFOBaHOI €  CTBOPEHHS CHUCTEMHU  TMOKpaIleHHs
XapaKTEPUCTHK TEpOiB 3a paxyHOK CHUCTeMH JOCBiny rpaBig. s xaHpy
MOKPOKOBUX CTpaTeriii HIKOJM HE BHUKOPUCTOBYBaJach MpPOLEIypHA TeHeparlis,

TOMY 1€ pOOUTH PO3pOOIIOBaHY TPy OLIBII SIKICHOIO.
1.2 AHaJi3 irop 3 npoueaypHoOI0 reHepanicro

Hapasi BIAKpUTI CBITU CTajdu HACTUIBKU BEJIIMKMMH Ta ONMPAllbOBAHUMH, IO
CTBOPIOBATHU IX BPYYHY Jy>ke J0Bro Ta aoporo. CyyacHa mpoueaypHa reHeparis —
IIe CKJIaJIHA CHCTeMa 3 Oe3/II44i0 YMOB 1 apaMeTpiB. A 100 pe3ynabTaT BUTJISAIAB
MEPEKOHJINBO, 1151 CUCTEMA 3aBXKI1 KOHTPOIIIOETHCS KUBOIO JIFOUHOIO.

Kopucha BracTuBicTh IpOLEAYPHOI T'€Hepallii, SKOI 4acTO KOPUCTYIOThCS

po3poOHUKH — ekoHOMIs Mictist [S]. T1pu po3mitieHHI Bpy4HY KOXKeH 00'€KT Ha KapTi
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OTPUMYE CBOIO KOOPAMHATY, 1 B CyMI 111 3HAYEHHS MOXYTh 3aliHITH OaraTto pecypcis.

3reHepoBaHa POCIMHHICTh 30€pIiraeTbCsl y BUIIISIII OKPEMOi KapTH Ta 3aiiMae MEHIIIe

OTICPAaTUBHOI ITaM ATi.

Pucynok 1.5 — Ilpouenypna rerepartis Janamadry

Komanga po3po6nukiBs The Witcher po3poOuna cucremy, sika 103BOJIsLIA
JIETKO CTBOPIOBATH BEJIMYE3HI JIICOBI MPOCTOPHU, HA XOAY 3MIIIYIOUH TEKCTYypU Ta
po3cTaBisitoun aceTd. Hanmpukiaza, anroputm «yMiB» CTBOPIOBATH ILJIaBHI IEPEXOAU
MK MaTepiajaMH: Ha CTHKaX JIBOX IOBEPXOHb BHKOPHCTOBYBAM OJApa3y Bl
TEKCTYpH, 3 IKUMH CHCTEMa MpaIloBaia 1HAUBIAYyaIbHO.

[IporpaMicTd HaBYWJIM AJTOPUTM PO3Mi3HABATH JBAa THUIHU IMOBEPXOHb: JO
OPUPOAHUX CHUCTEMA BIJHOCHJIA TIPYHT, MICOK, KaM'sSSHUCTY MICLEBICTb, a [0
PYKOTBOpHHUX — IIerTy, OpYKIBKY, 3poOJieHi 3 Koyon cTiHd. lle momomaraino rmo-
pI3HOMY HakjagaTh e(QeKTH Ha pi3Hl TUOU MaTepialliB, HANpPUKIAL, Ha CTIHI
OyJIMHKY CHIT BUIJISIIAaB HE TakK, K Ha 3eMJIl. 3aBISKU IIbOMY W BUXOIWIM IUIaBHI
nepexoan — 3 000X OOKIB JOpPOTM TE€HEpaTop CKJIaJaB PYKOTBOPHY TEKCTYpPY
OpYKIBKH Ta TPUPOJHY TEKCTypy 3eMJl TakK, L0 3aJUIIATUCA BUIHO KOHTYPH

OKpeMHUx KameHiB (puc. 1.6).
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Texturing - solution

* More radical approach - paint with two freely picked textures
o Background texture (eg. rock)
o Overlay texture (eg. snow)
o Painting feels differently
= broom - when painting a pathway
* sowing tool - when placing grass
* a bucket of snow

* 16 bit control-map
o 0-4 overlay texture index
o 5-9 background texture index
0 10-12 UV scale (7 scale values)
o 13-15 Slope threshold (7 threshold values)

Pucynok 1.6 — Ilepexia npu npouenypHiil renepariii

[IpouienypHa reHepairisi TaKOX PO3MOAUISIIA TTOBEPXHEIO TEKCTYp HEBETHUKI
00'€KTH — KaMiHHS 4Yd TpaBy. XYyJOKHHUKaM MOTPiOHO Oyj0 HamMasatoBaTH JIUIIE
JIeCsITh BUAIB TPAaBH, a allTOPUTMH MiAdapOoByBaiu iX mix Komip 3emui. st mporo
JIeBEJI-apTUCTU BUKOPHUCTAIM MITMEHTHY KapTy — TEKCTYpPY JIOKaIlil 3 BUIOM 3BEPXY
B HU3bKIA po3AUIbHIN 31aTHOCTI. KoJip KOHKpeTHOro mojst abo JyKu HakjaagaBcs
Ha TPaBy I'Pagi€HTOM, 100 OIMXK4Ye 10 KOPIHHA POCIMHHICTH OyJa KOIbOPY 3eMIl,
a BUIIlE 30epiraBcs OPUTIHAIBLHUM KOJIp 1 HE MOPYIIYyBaBCS BIATIHOK IUIOAIB Ta
CYIIBITb.

[Ipu ubomy npoueaypHO 3r€eHepOBaHa TpaBa HE MEPEKPUBAE JeTalll BUX1IHOT
TEKCTYpH, a Tmiakpecitoe iX. JJig 1poro nporpamMy HaBYWIM BUAUIATA HA TEKCTYpI
JIMIIE Ti MICIIA, JIe IIOCh MOXKe pocTu. Hampukmas, SKio Ha BUMOIIEH1d OpYKiBKOIO
cTapiil JopO3i MICIIMU MPOCTYTAE TEKCTypa 3eMJI1, TO TPaBa BUPOCTAE JTUIIIE HA IIUX

ninsiHkax (puc 1.7).

Pucynok 1.7 — IIpouenypHo 3reHepoBaHa TpaBa

ANTOPUTMH TIEH3JIIB PO3ITi3HABAIM 0CO0IMBOCTI penbedy. Hanpuknan, Bonu
BpPaxoBYyBaJIM, B AKUX MICIISIX BOJA IMiJ Yac JOMIY CTIKA€ MO CXUJaxX y AOJHHI — TaM
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JIC BUPOCTaB TyCTiMUM. Y TIPOLECI CHCTeMa MOpiBHIOBaJia oOpaHuii penbed 13
penbedoM CyCiaHIX JOKallii, o0 MpopaxyBaTH TPAEKTOPIO COHIIA Ta OOYHCIIUTH,
CKUIbKH MICUEBICTh OTPUMYE CBITIA.

VYeci 310paHi gaHl MOPIBHIOBAIKCS 3 THUIAMHU POCIMHHOCTI, K1 XyHOKHUKH
3aKjafany Ha meH3enb. Halip nepeB y KUCTI T'yCTOro MiBHIYHOTO JIICY CHIJIBHO
BIJIPI3HSABCS BiJ MEH3JIB JUIS CBITJIMX TaiB Ha MiBJHI, a Ti, y CBOIO Yepry, BiJ
IHCTPYMEHTY, pPO3pax0BaHOr0 Ha MPChKY POCIUHHICTb.

Ko Ay KOHKPETHOTO JIepeBa HE BUCTA4aI0 BOJM YU COHIIS, TO TICH3EIh
BHUKJIIOYAB 1€l THI 13 JIOKaIlii. AJie HaBITh SKIIO pecypciB OYJI0 JOCTaTHBO, 00'EKT
BCE OJHO IMOPIBHIOBABCA 13 3a/laHUMM «1JI€aJIbHUMU yMOBaMu», Ta MOro po3Mip
3MiHIOBaBCS B1ANMOBIAHO. TOMY OJIMH 1 TOM caMuid KUTULISI, 3aCTOCOBAaHA HA JOJIUHY
O1Is1 03epa 1 Ha CKEJIICTUI MOCYIIIMBHI arop0, BUaBajia pi3sHUN pe3ysbTar.

Takox 11 eH371 JaBajiu pi3HUN Pe3ysbTar 3a Pi3HOT KUIbKOCTI 3aCTOCYBAHb.
Ko XynoKHUK BUKOPHUCTOBYBAB IEH3ENIb HA KOHKPETHIN AUISHIN OAWH pas, y
HBOTO BUXOJIMB JIETKUH MIUTICOK: YarapHHK, I€PEBa, 110 OKPEMO CTOSTh. AJie SKIIIO
BIH IIOBTOPIOBAB MPUIOM, €EKT CTaBaB MOMITHIIIMM — YarapHUKH PO3POCTAIIUCH,
JIEPEB CTaBaJIO OLIbIIE, a CaMi BOHHM POCJIH BHIIIC.

[Ipamoroun Hag Horizon Zero Dawn, nporpamictu Guerrilla Games Takox
BUKOPHUCTAIM MPOLEAypHY reHepaiito. B pe3ynbrari cTyais po3pobusia cucremy,
sKa MijjgaBajgacs HaJallTyBaHHIO 1 PIIKO MOMUJISIACS 3 PO3MIlIeHHSIM 00'ekTiB. B
OCHOBI IIi€1 cCUCTEMH OYJIH CJIOT.

VY Horizon Zero Dawn XyI0XHUKA CTBOPWIN KapTH JOPIT, BUCOT, PIYOK Ta
POCIIMHHOCTI. 3aJe€XHO BIJ HABKOJIMIIHbOTO CEPEAOBHMINA MIX LHMMH KapTamH
BUOY/IOBYEThCSI TIEBHA JIOTiKa B3aeMmofii. B Hux 30epiraerbest iHGoOpMaItis mpo
IIITBHOCTI: YOPHI 3HAYEHHS O3HAYaIOTh, 0 y KOHKPETHIN TOYIll HE MOXke OyTu

POCIIMHHICTb, 0111 — 0 Y Hiii Mae OyTH MaKCHUMaJlbHa KIJIbKICTh POCIIMHHOCTI.
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GPU-based Procedural Placement in Horizon Zero Dawn — Guerrila Games - GOC 2017

Pucynox 1.8 — Kaprta mapiB juist mporieAypHoi renepartii

['omoBHMM 1IapOM  ClTyKujda KapTa POCIMHHOCTI, Ha SAKIA XYyHAOKHHUKHU
BiJI3HAYAIM, JI€ MAa€ POCTHU JIIC 1 HACKUIbBKM TyCTUM BIH Mmae OyTtu. Llg kapra
HaKJIa1ajacs 1HI1 KapTyu MICIIEBOCTI, MICII YOro aJropyuT™M MOPIBHIOBAB 3HAYCHHS
y KOHKPETHUX TOYKax. SIKIIO HaBIiTh yepe3 My>Ke T'yCTHH JIiC MPOXOIMIa I0Opora un
pluka, cucTemMa cama 3MiHIOBaja mapaMeTpH Tak, Mmoo 11 BOJOK0 HE pociia Tpasa, a
KYIII TIOCTYIIOBO PI/IMIANN HA MAX0AaX JI0 CTEKKH.

Tpu mogunun y Guerrilla Games namamoBanu 500 TumB pociuH, a
maboHaMu 3aiiMaBCs OJIMH TEXHIYHUW XyAOKHUK. HamamryBaBmu mapamerpu
reHepallii OJIMH pa3, XyA0KHUKH CTY/Ii1 MOTJIN JIETKO CTBOPIOBATH MEBHI MOETHAHHS
POCIMHHOCTI Y PI3HUX YaCTHHAX JIOKaI[li. AITOPUTM OJHAKOBO YCIIIIHO MPAaIIOBaB
13 TYCTUMH JIICaMH, 1 3 TIOJISIMHU, 10 CKJIAJAI0ThCS 3 TPABH 1 YarapHUKA.

[I{o6 Mozde pOCIUHHOCTI HE 3aBaXKaJId OJ[HA OJIHIH, I KOXKHOT BKa3yBaBCs
footprint - BiIOUTOK, 110 3a7]a€ MIHIMAJIbHY BiJICTaHb M1 00'€KTaMH OJTHOTO THUITY.
A o0 pe3yibTaT HE BUIVISIAB IITYYHO, XYJIOKHUKHA HAJAIITOBYBAJIU OKpEMUU
napameTp, AKUH XaOTUYHO PO3KUAYBaB LU(pPU Ta 3MIHIOBAB JOTIKY PO3MILIEHHS.
Haituacrime iokariiro MmoTiM BiJJIaBaIM XYJIOXKHUKaM, 100 TI MOTJIM ii Bpy4HY

BiJIpe/1aryBaTH.
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Pucynok 1.9 — 3renepoanmii cBit y Horizon Zero Dawn

1106 mobyayBaTu Benuke Ta peanictuyHe micto y The Sinking City, cTynis
Frogwares cTBopuiia 1HCTpyMEHT mpouenypHoi renepaiii qist Unreal Engine 4.
[IponienypHa reHepallis MicTa MOYMHAIacs 3 PydHOi poOOTH. XyIOKHUKA
CTBOpIOBAIM «CITKY» (puc. 1.10), - MakeT OCHOBHUX BYJHIIb Ta OPIEHTHPIB 1
BKa3yBaJld, SKI TUIK OyAMHKIB MOXYTh OyTH B TOMY 4YM 1HIIOMY paifoHi [6]. A

nanamadr, penbed Ta MUpUHA BYJIUIh BU3HAYAIKCS JIUIIE TTOTIEPETHBO.

Pucynok 1.10 — CTBOpeHHs MakeTy ByJIULb
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Pucynok 1.11 — CrBopenns micta B Unreal Engine 4

XyHA0KHUK BUOUpAB apXiTEeKTypHHUH CTHIIb, BUCOTY Ta IIMPUHY OYMIiBII i
MiCJIs HbOTO pelakTop 30upaB OyanHOK. [IoTiM Mojienep MOXe BHECTH pelaryBaHHs
- 3MIHUTH CTiHY, BAKOPUCTATH 1HIIE BIKHO, 3017BIINTH MTOBEPXOBICTh a00 MIMPHHY,
JOJATH JIETAIIECH.

Konu Bci mpaBku Oynu BHECEHi, pelakTop 00'€JHyBaB jAeTaii OyaiBil Ha
gotupu Qacaam, ski 36epiraB okpemo (puc. 1.12). dparmenToBaHe 30epiraHHs

OyiBeNb MOTIM JIOMTIOMOTJIO PO3POOHUKAM ONTHUMI3yBaTH TPY.

Pucynok 1.12 — CtBopeHHs Oy AMHKY
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1.3 MeToau npoueaypHoi renepamii

IIpouenypHa reHepatiis JaHama@Ty B irpaXx CTBOPIOETHCS 3a JOIOMOTOIO
KapTH BUCOT, SIKa CKJIAIa€ThCS 3 BUMAJKOBUX 4Hcen. lJis CTBOpEHHS KapTh BHCOT
BUKOPUCTOBYIOTHCS METOAM TeHepaiii mymy. HalOiapln po3BUHEHUMH €: IIyM
[lepnina, cuMmmiieKCHUH 11yM, 1ryM Bopui. mrym-3HadeHHsl.

Hlywm Ilepnina — 1e OpUMITHB MPOLEAYPHOI TEKCTYPH, TUI I'PAJIEHTHOTO
HIyMy, SIKHH BUKOPHCTOBYETbCS XYyJOXKHMKaMH BI3yalbHUX €(EeKTIB aJis
3017BIICHHA PEaNiCTUYHOCTI KOMITIoTepHOi rpadiku [7]. DyHKumis Mae
TIICEB/IOBUIIAIKOBHI BHTJISAI, ajie BCl i Bi3yallbHI JeTall MalOTh OJHAKOBUI PO3MIp.
s BiacTUBICTH O3BOJSIE HUM JIETKO KEpPyBaTH; YMCJIEHHI MacmTaOOBaH1 KOMIi
mymy Ilepmina MOXXyTh OyTH BCTaBJIEHI B MaTeMaTH4YHI BHpa3d i CTBOPEHHS
BEJIMKOI PI3HOMAHITHOCTI IIPOLIEYPHUX TEKCTYp. MeTo 1 mpolielypHoi reHepariii 3a
nornomMororo mymy Ilepiina Moxke BUKOPUCTOBYBATUCA Il T€HEpaLlii JaHAaTy
— YUM TEMHIIIE TOYKAa HAa TEKCTypi, TUM HIDKYE OyJe 3HAXOAWTHCH Ha CaMOMY

nauamadTi y pyuii neBHA IIISTHKA; YUM CBITIIIIE, TUM BUIIE.

Pucynoxk 1.13 - Illym Ilepnina

CUMIUIEKCHUI IIIyM € pe3yJbTaTOM nN-BUMIPHOI IIYMOBOi (YHKIIII,

NOpiBHSAHHOT 3 mrymoM [lepmiHa («KIacHUYHMIN IIyM), aje 3 MEHIIOI KITbKICTIO
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CIpsIMOBaHUX apTe(akTiB 1, y BHUIIUX BHUMIpAaX, MEHIIUMU OOYHCIIOBAILHUMU
Butparamu (puc 1.12). CuMriekCHU# 1n1yM noAiIse IpocTip Ha cumiuiekcu [8]. Le
3MEHIIY€ KUIbKICTh BY3JiB, IPOTE MpHU OUIbIIE YOTHUPHOX BUMIPIB, CHUMILIEKCU
3HaXOAATHCS HEAOCTATHHO MILUTFHO, TUM CAMUM 3aHYJIIOI0UN (DYHKIIIO Ha BUTBHUX

JMUISTHKaX.

Pucynok 1.14 — CuMiuiekcHuii mrym

[Iym Bopai — e mrymoBa @yHkuis, npeacrasieHa CtiseHoM Bopii B 1996 p.
[9]. ¥V komm’ioTepHid Tpadilli BOHA BUKOPUCTOBYETHCS JJISI CTBOPEHHS
NPOIEAYPHUX TEKCTYyp, TOOTO TEKCTYp, SKi CTBOPIOIOTHCS aBTOMATHYHO 3
JOBUIHOIO TOYHICTIO, SKI He mOTpiOHO MamoBatu BpyuHy. Illym Worley
HaOMMKAETBCA JI0 1MiTallli TEKCTYp KaMeHIo, BoJauM abo OI0JOTIYHMX KIIITHH.
AnropuT™M BUOMpaEe BUMAJAKOBI TOUYKH B IPOCTOpi (2- a0 3-BUMIPHOMY), a MOTIM
JUTSI KOKHOTO PO3TAIlyBaHHS B TPOCTOPi Oepe BiacTanb dn 10 n-1 HAMOIUKIOT TOUKH
(Hanpukian, Apyroi HAMOMMXKYOi TOYKM) 1 BHKOPHUCTOBYE iX KOMOIHAIIT ISt
BUBENEHHs 1H(popmMalii npo komip ( 3ayBaxre, mo dnt+l > dn). Bumankoso

PO3MOIIIISE€ TOYKH B MPOCTOP1, OPraHi30BaHOMY Y BUTJISIII KJIITUHOK CITKH.
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Pucynok 1.15 — Illym Bopimi

[Tlim wac cTtBOpeHHs OepeThcs BimcTaHb dn Bim 3amaHOTO MicCI A0 N-i
HaNOMK4Y01 ToYaTKoBOi ToukH. [le MoxHa 3poOuTH e(heKTUBHO, 0OPABIIN IOTOYHY
KOMIPKY Ta CYCIJIHI.

[IIym-3Ha4eHHA — L€ THN WIyMy, KWW 3a3BUYail BUKOPUCTOBYETBHCA SIK
IPUMITUB MPOLEAYPHOI TEKCTYPU B KOMIT I0TepHIN rpadimi. BiH KoHIENTyalbHO
BIJIPI3HSAETHCS BiJl TPAJIEHTHOTO IIyMy, NPUKIaIoM sikoro € mym Ilepiina Tta
CUMIUIEKCHMH 111yM, 1 HOr0 4acTo ITyTaloTh 3 HUM. Lleil MeTo1 mossirae y CTBOpeHH1
PENIITKY TOYOK, SIKUM MPUCBOIOIOTHCS BUMAAKOBI 3HaUeHHA. [loTiM QyHKIIS mymy

MOBEPTAE IHTEPIIOIHOBAHE YHCIIO HA OCHOBI 3HAYEHb HABKOJIUIITHIX TOYOK PEITITKH.

Pucynok 1.16 — lllym 3HauenHs
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1.4 IncTpyMeHTH CTBOPEHHS MPOLEAYPHOI reHepauii

Gaea — 1e MOTy»Ha cCHUCTeMa reHepallii pelbedy Ta CIEH, sSKa CTBOPIOE
nei3axi i CleHu Al MOOUTBHHUX MPUCTPOIB, BIPTyalbHOI PealbHOCT1, KOHCOJEH 1
KoMIT FoTepiB 3a JiiueHi xBrwimHM [10]. Bin 3a0e3neuye npocre, MBUIKE Ta SAKICHE
dbopmyBanHs JaHamadTy, TEKCTypyBaHHS, HACA[DKEHHS Ta MPOIEAYpHE
po3mimieHHs BMicTy. Gaea 3a0IaJKye 4ac, BKIIOYAKYH BCe, 0 MOTPiOHO, 100
CTBOPIOBATH CTYJIMHI JaHamadTH, peabeu Ta CIEHU 3a TOJWHU Ta JIHI 3aMiCTh
THXKHIB 1 Mics1iB. Gaea J03BOJISIE:

— BUOMpATH pO3MIp CBITYy Ta IUIBOBY IUIATQPOPMY I CTBOPEHHS
penbedy, BUAUISIOYU TOPHU, TaropOu, BUCOUUHH, 03€pa Ta PIUKH;

— CTBOpIOBAaTH 0iOMH, 100 TEKCTypyBaTH, 3aBOJIUTHA Ta HAMTOBHIOBATH
CBIT MPOIIETYPHO;

— HaJAIITOBYBAaTU OCBITJICHHSI, BITEP, BOJY, KOHTPOJEP MporpaBaya Ta

OCTQJIICKC.

Pucynok 1.17 — IIporpamue 3a0e3neuenns Gaea

World Creator — 1ie iHCTpyMEHT AJii CTBOpEHHA penbedy Ta jJaHamadry B
PeXUMi peallbHOTO 4acy, SKMH BHKOHYE TNPOLEAYpPHI Ta IPOEKTHI IMPOLECcH
MOBHICTIO Ha TpadiYHOMY MPOIIECOPi, BUKOPUCTOBYIOUH TUCSY1 SJIEp, TOETHYIOUN
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MPOLIETypPHY TMOTYXKHICTH 13 TBOPUYOI CBO0OJIOI0 Ta €()EKTUBHICTIO POOOUYOTO
nporiecy B peasibHOMY 4aci [11]. YHikaapHUI 1 MOTYKHUH TeHepaTop y peabHOMY
gaciy World Creators 103BoJIsi€ 3aCTOCOBYBATH Ta MOEIHYBATH OaraTo pi3HUX TUIIIB
¢binpTpiB, MO0 3MIHIOBATH Ta afanTyBaTH penbed. BiH mo3BossIE po3MUBaTH,
CTBOPIOBATHU PIYKH Ta 03€pa, TpaHC(HOPMYBATH, CTUIII3yBaTH, IMITYBAaTH MOTIK BOJIH,

y PeKUMI PEaIbHOTO Yacy.

DONE EDITING HEIGHT-MAP

v, I
'y ¥ 'y

YT )
QOOO
e L
T e

Pucynok 1.18 — IIporpamue 3a6e3neuenns World Creator

World Machine — nporpama, mo ctBoproe peanictuunuii 3D-penbed. World
Machine noegnye mpoueaypHe CTBOPEHHSI pesibedy, MOICIIOBAHHS MPUPOAU Ta
IHTEpaKTUBHE peJaryBaHHs IS IMBHUJKOTO Ta JIETKOTO CTBOPEHHS PEaTiICTHYHOTO
penbedy [12]. BiH mae MOXIMBICT CTBOPEHHS Ta €KCIOPTYBaHHS IMOJS BUCOT
BHUCOKOI PO3AUIbHOI 3JaTHOCTI, TEKCTYpPH Ta CITKH JUIsl TPU YU MPOrPAMHOIO
3a0e3nedeHHs IS Bi3yasi3arii.

[Tpupoanuii cBiT popmMyeThCst HE TPOCTO MaTeMaTUKO. Bitep, Boja Ta 1HIII1
XAa0TUYHI MPOIECH BIAMOBIAAIOTh 3a OLIBIIY YACTHHY 30BHIIIHHOTO BUTIISIAY
Hammoro cBity. World Machine mpornonye npoBijiHi B raixy3i IHCTPYMEHTH MPOTH

€po3ii, sIK1 JOMOMararTh CTBOPIOBATH MPUPOJIHI JaHAIIA(TH.
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1.5 Cnenudikauisa BUMOr 10 rpu

1 IPUBHAYEHHSA TA MEXI [TPOEKTY

1.1 I'pa po3pobiseThCs sl BUKOPUCTAHHS y PO3BAKAIBHUX LIUIAX.

2 3AT AJIbHUH OITUC

2.1 Cdepa 3acTocyBaHHS: irpoBa 1HAYCTPIs Ta IrpOBa JIISIbHICTh

2.2 XapakTepuUCTHUKHA KOPUCTYBadiB: TPaBIli, 3aI[IKABJICHI Yy MOKPOKOBUX

CTpaTerisx

3 ®VHKIII CUCTEMHU

3.1 OyHKIIS CUCTEMU aTaKu MEPCOHAXKIB

3.1.1 Onuc dbyHkIii: GyHKIIIs, IO Ja€ 3MOTY HAHOCUTH MOITKO[KEHHS

3.1.2 Bxinna 1 BuxiaHa iHdopMalis: 3I0pOB’ s Ta CUjla MOIIKOIKEHHS

3.1.3 ®yHKUIOHATBHI BUMOTH: IEPCOHAXK Ma€ OyTH HE 3HUIIICHUM

3.2 OyHKIIisA cUCTEMU aHIMallli Ta e(eKTiB

3.2.1 Onwuc ¢yukmii: QyHKIiS aHIMamiili Ta J0JaHUX 10 HUX €QEeKTIiB
MePCOHAXIB

3.2.2 BxinHa 1 BuxigHa indopmaiis: aHiMaii Ta epeKTu

3.2.3 OyHKIIOHATBHI BUMOTH: TIEPCOHAK Ma€ OyTH HE 3HUIIICHUM

3.3 OyHKIIIS CUCTEMHU CHEIIaIbHUX aTaK

3.3.1 Onuc ¢yHKIIi: GyHKIA, M0 Ja€ 3MOTY HAHOCHUTH ITOIIKOJKCHHS
MEPCOHaXKaM 3a JIOTIOMOI0I0 CHEI[lalbHUX aTaKk

3.3.2 Bxigna 1 BuxijgHa iHdopMalis: 3I0pOB’ s Ta CUjla MOIIKOIKEHHS

3.3.3 OyHKIIOHATBHI BUMOTH: TIEPCOHAK Ma€ OyTH HE 3HUIIICHUM

3.4 OyHKIisA cucTeMU 301IbIIEHHS TOKA3HUKIB IEPCOHAXKIB

3.4.1 Onuc ¢yHkmii: GyHKOIA, OO0 OIABUILYE XapaKTEPUCTUKU IS
MePCOHAXIB

3.4.2 BxizHa 1 BuxijgHa iHdopmalis: MoKa3sHUKU MePCOHaXa

3.5 OyHKIIiS CUCTEMU aTaKh BOPOTiB
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3.5.1 Omnuc ¢yHkuii: ¢yHKIg, IO Ja€ 3MOry BOporaM HaHOCHTH
MOIIKOJKEHHS IEPCOHAKAM

3.5.2 BxijgHa 1 BuxigHa iH(popmarlisi: 310poB’s Ta cuja MOLIKOHKEHHS

3.6 OyHKIIIS CUCTEMU BUKOPUCTAHHS CIIELIAIbHAX TIPEIMETIB

3.6.1 Onuc ¢yHkuii: GyHKIIs, AJI9 BUKOPUCTaHHS CIEUIATbHUX MPEAMETIB
micyst OuTBU

3.6.2 Bxinna 1 BuxijaHa iHGopMaIllis: cremiajbHi IpeaMeTH

3.6.3 OyHKIIOHAIBHI BUMOTH: TIEPCOHAX Ma€ OyTH HE 3HUIICHUM

3.7 OyHKIIiS CUCTEMU OTPUMAHHS IOCBITY

3.7.1 Onuc dyHKIIi: yHKIIis, IO Ja€ 3MOTY OTPUMYBATH JOCBI

3.7 ®OyHKIIIS CUCTEMU PIBHIB

3.7.1 Onuc ¢QyHkuii: ¢GyHKIA, 00 Aa€ 3MOTy 30UIbIIYBaTH pPIBEHb Ta
TTOKa3HUKHU

3.7.2 BxinHa 1 BuxigHa iHdopmariis: J0CBij, pIBE€Hb, TOKA3HUKH
4 BUMOI'M 10 TEXHIYHOI'O 3ABE3ITEUEHHA

4.1 TIpouecop: Yotuprox siaepuuit npouecop Intel abo AMD 3 TakTOBOIO

yactoToro 2,5 I'T'y abo Buie
4.2 Ilam’saTh: 8 TirabaiT onepaTUBHOI MaM’SAT1
4.3 Bineokapra: cymicHa 3 DirectX 11 um DirectX 12

5 BUMOI' 1O [TPOI'PAMHOI'O 3ABE3ITEUEHH A

5.1 Moga i TexHomorisa po3pooxu I13

5.1.1 Moga nporpamyBanss — Blueprint

5.1.2 IrpoBuii pymiii Unreal Engine 4

5.1.3 Cepenosurie po3pooku Unreal Editor

5.1.4 Maya — pegaktop TpUBUMIpHOI rpadiku

5.1.5 Adobe Photoshop 2020 - rpadiunuii penaktop

5.1.6 Megascans — 0i0ioTeKa MaTepialiB

5.1.7 Substance Painter — cepeoBuile TeKCTypyBaHHs 311 MOJesei
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6 BUMOT'U J1O 30BHIIIHIX IHTEP®EMCIB

6.1 IaTepdetic kopuctyBava

[arepdeiic rpu ckiaamaeTscs 31 CIEHM Ha SKIM MICTATHCSA MEPCOHAXKI, N0
KOXKHOTO MEePCOHaXKA B1I0OPAKAIOTHCS XapaKTEPUCTUKU, TAKOX 1HTEphENC MICTUTh
BUITAJIal0U€ MEHIO 3 BUOOPOM TOKpAIIEeHHS XapakTepucTuK. I1ix yac moyaTky xomy
repoi Mae MeHI0O BHOOpY Bopora sl aTaku. Ilicist 3aBepiiieHHS KOKHOi OWTBU
MEHIO OTpUMaHHs NOCBiAy. PiBeHb IpH CKIagaeThCs 3 MPOIEAYPHO 3reHEPOBAHO1
POCIIMHHOCTI — JIEpEB Ta TPAaBH; TAKOK PIBEHh MA€ HAJIAIITOBAHE OCBITICHHS 3 TIOCT-

00poOKoOI0.

7 BIACTUBOCTI ITPOI'PAMHOI'O 3ABE3ITIEUEHHA

7.1 JlocTynHICTh

I'pa Ge3ko1ITOBHA Ta IOCTYyITHA KOPUCTYBayaM KOMIT FOTEPIB.

7.2 IlpoayKTHBHICTh

I'pa moBuHHA My>Ke MIBUIKO BIAMOBIAATH Ha KOXKHY J1I0 TPaBIIiB Ta MaTH

cTabipHy KUIbKicTh FPS 3a m1st 3a6e3nedenHs kompopTHOT TPH.
BucnoBku 10 posaiay 1

HocnimxeHo ananoru po3pobmoanoi rpu — Heroes of Might and Magic ta
The Battle for Wesnoth. BusiBieHo He10J1KH ICHYIOYHX 1TOp, @ CaM€ HEJI0CTaTHhO
PO3BHHEHA CUCTEMa PO3BUTKY MEPCOHAXIB Ta 3acTtapiia rpadika. [lepesaroro rpu,
10 pO3pOOJSETHCS € CTBOPEHHS CUCTEMH MOKpPAICHHS XapaKTepUCTUK T'epoiB 3a
pPaxyHOK CHUCTEMH JOCBIAY IpaBlisl Ta MpoILEAYpHOi reHepaiii. byno mocmimxeHo
IPOIEAYPHY B CYYacHHX Irpax Ta METOAM il CTBOpEHHS. Po3risHyTO neKiIbKa
QJITOPUTMIB CTBOPEHHSI BUINAJKOBUX 4Yuceld: myM llepiiHa, CUMIUIEKCHUM MIyM,
myM Bopui, mym 3HaduenHs. IIpencraBineno cnenudikaiio BUMOT 10 rpu. Takox
BHU3HAYEHO OOMEXEHHS, MOBY Ta TEXHOJIOTIl po3poOku Komil oTepHoi 3D rpu.
Buxopsuu 13 HaBeAGHOT0 aHaJI3y ICHYIOUMX aHAJIOTIB Ta iX HEAOJIKIB TeMa poOooTH

€ aKTyaJbHOIO.
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2 MOJEJIOBAHHSA ITPOBOI'O MPOLIECY KOMIT'IOTEPHOI 3D I'PU

2.1 liarpaMu BUKOPHUCTAHHSA Ta KJIACIB

JliarpaMa BapiaHTIB BUKOPUCTaHHS (CLEHApIiB MOBEIIHKH, MPEUEACHTIB) €

BHUXIJIHUM KOHIICNITyJIbHUM IIOJIaHHSIM CHCTEMH B TIpoIleci ii IMPOEKTyBaHHS 1

po3poOku. Jlana niarpama CKJIQJA€ThCA 3 aKTOPIB, BApIaHTIB BUKOPUCTAHHS 1

BITHOCHH MK HAMH.

Jliarpama BapiaHTiB BUKOPUCTaHHS IIPeICTaBlIeHa HAa PUCYHKY 2.1

Game Process
— — -~ . ./,.--" -,
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Pucynok 2.1 — /liarpama BapiaHTiB BUKOPUCTAHHS

[Ticns mouaTky Tpu BiIOYBaIOTHCS MMOKPOBI XOU TPaBIls Ta ioro Bopora. Xija

rpaBUs MICTUTh y €001 BUOIp OJHOTO 3 TPbOX IEPCOHAXKIB Ta MOMJIMBICTH

NOKpAIlyBaTH 1X XapaKTepUCTUKH. ['paBenb 00Mpae OJHOrO 3 TPHOX BOPOTIB KOMY

HAHECTH MOIIKOKeHHS. [licas 1poro BiAOYBa€eThCsA XiJ CyNPOTUBHUKA B SKOMY

00HMpa€eTHCS HA SIKOTO MEPCOHAXKa HOMY HAITacTH.
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Jliarpama KJ1IaciB — 1II¢ CTaTUYHE TMPEJCTABICHHS CTPYKTYpPH MOJCII.
Binobpaxkae cratuuHi (IeKiIapaTuBHI) €IeMEHTH, TaKl AK: KJIacH, THIHU JaHUX, 1X
3MICT Ta iX BIJIHOIICHHA. 3a3HaueHa Jiarpama s TPH, L0 PO3POOIIOETHCA

npeAcTaBieHa Ha puc. 2.2.

BattleGameMode

#startTurn()
+partylUnits()
+enemylnits()
+Show\ictoryScreen()

- +ShowDefeatScreen()
UnitBattleHud +ExpReward()

#HTargetlist
+5SelectTarget() E

+ActionCommand()
#5electUnit()

CombatComponent

+float: MaxActionTime

+float: MinActionTime
-boolean: IsRangedCharacter
+float: Strength

+float: Accuracy

+float: Stamina

+float: Haste

+StartUnitTurn()
+EndUnitTurn()
+BeginBattle()
+RequestTurn()
-SetCameral)

Shop
+string: ltemMame i

-int: ltemPrice
#float: Strength EnemyBase EnemyBase

+Sellitem() +float: HP_Current +float: HP_Current
+float: HP_Max +float: HP_Max
\ +float: MP_Current +float: MP_Current
+float: MP_Max +float: MP_Max
#string: Mame #string: Mame
#float: Strength #float: Strength
#float: Accuracy #float: Accuracy

#loat: Stamina #loat: Stamina
#float: Haste #float: Haste

+5SelectTarget() +5SelectTarget()
+MelesAttack() +MelesAttack()

Pucynok 2.2 — Jliarpama kiaciB
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2.2 JliarpamMu nmOCJTiZ0BHOCTEH TA )KUTTEBUU LUK 00’ €KTIB

Hiarpama mocaigoBHocti — UML-miarpama, Ha SIKii i 1eIKOTO HaOOpy
00'e€KTIB Ha €IMHIM TUMYACOBOI OC1 TOKA3aHHM YKUTTEBUH ITUKII 00'€KTa (CTBOPEHHS-
JUSUTbHICTB-3HUIICHHST SIKOICh CYTHOCTI) 1 B3a€MOJisl akTOpiB (AiHOBUX 0Ci0)
1H(OpMAIIHHOT CUCTEMH B paMKaX MPELEEHTY.

OCHOBHMMH €JIEMEHTaMH JlarpaMu IOCJIJOBHOCTI € MO3HA4YeHHs 00'€KTiB
(MpSAIMOKYTHUKH 3 Ha3BaMU O00'€KTIB), BEPTHKAJIbHI <JIHIT JKUTTS», IO
BiJI0OpaXKaroTh TUIMH Yacy, MPSIMOKYTHUKH, 10 BiJ0OpakaroTh AISUIBHICTH 00'€KTa
a00 BHUKOHAHHS HHMM MEBHOI (QYHKUIT (IPSIMOKYTHUKM HaJ IYHKTHUPHOIO <JIHIT
KUTTS), 1 CTPLIIKH, MO TOKA3yIOTh OOMIH CHTHAjIaMu a00 MOBITOMJICHHSMHU MiX
o0'ekTamu.

Ha pucynky 2.3 nokaszaHo giarpamy mocJjiiIOBHOCTI TOKPOKOBOI CUCTEMHU T'PH.

[Ticns moyaTKy rpu MEpIINM XOAUTH TPaBellb, MICIs HhOTO XOJIUTh BOPOT.

Game Turn Character Enemy
L GameSiar NS PlayerTurn
i : ----- é"ﬁl.ﬁl.slh.-l.-ﬂ;ﬁ ------ I i
4 EnemyTum .
| STIEEET ST AUEnauaE U

Pucynok 2.3 — [liarpama nociiJoBHOCTI MOKPOKOBOT CUCTEMU

Ha pucynky 2.4 piarpama nociaiioBHOCTI AJisi aTaku repos. I'paBenb oOupae

TUIl aTaku: pyKomNaiiHa ataka i Mariyda. [licias BuOopy Tumy aTtaku rpaBellb
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obupae Bopora — minb. Ilim yac araku BimOyBa€ThCS B 3aJICKHOCTI BiJl THITY

crieliayibHa  aHimailisg. Ilpu HaHeceHHI TOIIKOMKEHb MAaridHOK  aTaKolo

BiJI0YBAETHCS 3MEHINICHHS KUTHKOCTI MaHHU.

Player TypeOfAttack Target Animation

2 SelectTarget
3 : AttackAmim

1: MeleeAttack

4 - MagicAttack _

5: SpendMP

6 : MagicAnim _

i
==y

L

Pucynox 2.4 — Jliarpama mocaiJoOBHOCTI JJIsl aTaKu TePOiB

Ha pucynky 2.5 moka3aHo jiarpaMmy mocCiiIOBHOCTI JiJisi aTaku Bopora, [lics
XOJly rpaBls, BIIOYBA€ThCS X1JI TPOTUBHHUKA MPHU SAKOMY BHIIAJIKOBO OOMPAETHCSA
iTh A1 ataku. [licas aTaku Ha mMepcoHaXka, Y HbOTO BiIOYBA€ThCS 3MEHBITICHHS

310poB’s. [licis mporo 3aKiHYy€EThCS X1 BOpora.

Enemy Animation Character Flnish Turn

1: AttackAnim

2 - RandomAttack

3 : GotDamage

Pucynok 2.5 — Jliarpama mociiIoBHOCTI JjIsl aTakl BOpoOra
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30

Ha pucynky 2.6 moka3zaHo fiarpamy MOCTIJOBHOCTI JJii aTakd Mari€ro.

['paBeni 0Oupae nepconaxka akuM Oyjie XOAUTH Ta MOXKE aTaKkyBaTu Mariero. B rpi

€ Marig JBOX TUMIiB: Oina 1 yopHa. B 3amexxHOCTI Big 00paHOTro reposi MOKa3HUKU

615101 1 wopHoi Mmarii pi3ui. I[licig mporo obupaeThecs 1L SIKy Oyle araKkyBaTH

MEePCOHAX MiJ] 4ac XOMIy.

Player

Character

Magic

1 : SelectCharacter L SelectKindMagic

3 : SelectTarget

Pucynox 2.6 — Jliarpama mociiJOBHOCTI JIJIsl aTaKW Mari€ro

Ha pucynky 2.7 mnoka3zaHo jgiarpamy TMOCTIJIOBHOCTI JUIsi TPOILECY

BuKkopuctanHs warii. [licis Toro sik rpaBerp ii BHKOPUCTOBYE BiIOyBa€ThCS

aHIMAlld Ta 3MEHIIIEHHS [IIKAJIU MaHH.

Player

Activity

Animation

MP

1: UseMagic

2 - Dofnimation

3 : SpendMP

4 - RegenMP

Pucynox 2.7 — Jliarpama mociiJOBHOCTI JIJIsl IPOIIECY BUKOPUCTAHHS Marii

Ha pucynky 2.8 mokaszaHo jiarpamy MOCTiJOBHOCTI JJisl MEHIO TPEAMETIB.

I'paBens 111 yac CBOro X0y MOK€E BIAKPUTH MEHIO 3 IPEAMETaMHU, K1 TOKpaALIatOTh

2023 p.
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XapaKTEPUCTUKHU NIepcoHaxa. [1icis iporo KynuTy mpeMeT BUTPATUBIIHA HA HHOTO

3apo0JIeHI MOHETH.

Character ltemMenu Upgrade Points

[
=]
o
i}
=

2 - Buyltem

3 - SpendPoints

Pucynok 2.8 — Jliarpama nociiJoBHOCTI JIJIi MEHIO TIPEAMETIB
Ha pucynky 2.9 ngiarpama mociiJIOBHOCTI MpPU MHPOLECI 3aBEpUIEHHS TPH.
Ski1o rpaBelb 3HIKYE BCIX BOPOTiB, TO B1I0OYBA€ETHCS MEpeMora Ta BiIKPUBAETHCS

BIKHO IEPEMOTH, a SIKILIO BCI Irepoi IpaBis OyJe 3HULIEHO - BIKHO MOPa3KH.

CharactersParty EnemyParty Victory Defeat

1 : Destroy

2 - OpenVictoryScreen

D‘ 3 : Destroy ‘J 4 - DpenDefeatScreen.l:I

Pucynox 2.9 — Jliarpama mociiJoBHOCTI JIJIsl IPOLIECY 3aBEPIICHHS TpU

Ha pucynky 2.10 mokazaHo jiarpamMy TOCHIIZIOBHOCTI JJisi OTpUMAaHHS
nocsiny. [licnst Toro, ik rpaBelb 3HUIIUTDH BCIX BOPOTIB BiI0OYBaE€ThCS MepemMora Ta
KOXEH TIEPCOHAX OTPUMYE JOCBII Ta 30LIBIIECHHS PIBHIO, SKUH BIUIMBAE Ha

30LTIBIIEHHS XapaKTEPUCTUK IepOiB.
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Player

Victory

1 : DestroyEnemy

Exp

CharactersLevel

2 - GetExp

3 Increaseleavel

Pucynok 2.10 — [{iarpama mociaiJoBHOCTI OTpHUMaHHS JTOCBITY

Player

Enemy

1 : Destroy

Victory

D|-_‘-i 2 : Show\ictoryScreen

3 Giveltem

Pucynok 2.11 — JliarpaMa nociiqoBHOCTI OTpUMaHHsI TIPEIMETIB

[Ticns mepeMoru HaJl BOPOroOM, OKpPIM JOCBIAY Ta IIJIBUILEHHS PiBHS, Iepoi

OTPUMYE TPEIMET, TKUA TaKOXK OyJ1e M1BUIIYBATH XapAKTEPUCTUKH TE€POSL.

2.3 Jliarpamu nepexoaiB Ta AisuIbHOCTI

Hiarpama nepexoaiB craniB (State Transition Diagrams, STD) — ne UML

JiarpaMa, 110 JIEMOHCTPY€E MOBEAIHKY PO3pOOIIOBAHOI MPOrPAMHOI CUCTEMU TMPHU

OTPUMaHHI KEPYIOUMX BIUIMBIB (330BH1). 3a OMOMOTOIO Jiarpam Mepexo/IiB CTaHIiB

MOXHa MOJENIOBAaTH TMojaibliie (YHKIIOHYBaHHSA CHUCTEMHU Ha OCHOBI

MONEPEAHBOTO 1 MOTOYHOTO (hYHKI[IOHYBaHHS.

2023 p.
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ninit

[ Menu )
lentr}u‘s h 0'.fJWind0wJ~5& f InGame )

entry/startButton
 do/closeButton

A

nExit
Lose

f Lose Menu ]

entry/showWindow

Dea
f Hero Die \l
I\entr}u‘he alth J

Pucynok 2.12 — STD nopa3zku

Ha pgiarpami nepexosi craniB (puc 2.12) mokaszaHo MpoIec I'pu, B SKOMY

micast CMEPTI Teposl BIIKPHUBAETHCS MEHIO MpOrpamy 31 CTaTUCTUKOIO 3a Maty 1

rpaBellb MOTPAIUIse Ha CTOPIHKY MoYaTKy rpu [4].

Ha mnactynHiit

STD (puc. 2.13) nokazano mnpouec rpu. llicas craprty

00Upa€eThCs TEPON JIJIs1 XOAY, IKU HAHOCUTH MOIIKOKEHHSI KOMaH/[1 MPOTUBHUKA,

TICIIsl 3HUIIEHHS BOPOTa IePO0 JAETHCS TOCB1 I 301IbIIIEHHS PIBHS Ta TPOIII 32

K1 MO’KHA KyIyBaTH IIpeIMETH B MarasuHi. [Ipu 3HUIIIEHH] BCi€E] KOMaHIU BOpOra,

BIJIKpUBAETHCS BIKHO TIEPEMOTH, a TIPU BTPATH BCi€1 KOMAaHIU T€POiB — TOpa3Ka.

2023 p.
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Wit

( InGame ] ( Exp ]
entry/startButton ———
dolcloseButton E" y'gottxp J

\illect
IEnemy
HeroesParty

Lentryﬂ']ealth J

( WinMenu D@aw KilEnen
: d :
lentryfshnm'l!mdan 5 I Points

I entry/getMoney

3

f Lose Menu ]
lentr}ffsh ow\Window J

Buy

nExit

entry/buyltem

nExit

Pucynok 2.13 — STD irpoBoro nporecy
Ha pucynky 2.14 nmiarpama mepexojiB cTaHiB 1jisi repost rpu. s Beix
MIEPCOHAXIB y TPi JUIsI KOKHOI il icHye cBos aHimaris. [licist cmepTi KomaHau

BiJIOYBAETHCS TIOPA3Ka 1 Tpa 3aKIHIY€EThCS.
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Onlnit
.\ I’ Animation 1
( Hero ) I\entrp‘dnﬁ.nim J
| entry/change } D\
0
Do ( Mob )
StartGame entry/getDamage
entry/doDamage

I’ Hero Activity 1

entry/doDamage
dolgetDamage

do/showMoney

Pucynok 2.14 — STD nuisa repos
HMiarpama gismbHOCTI — 1ne UML-miarpama, Ha sKiii mokaszaHi i,
crienudikallis BAKOHYBaHOI MOBEIIHKH Y BUTJISI KOOPAMHOBAHOTO MOCTIOBHOTO 1
napajeJIbHOTO BUKOHAHHS ITJICTIINX €JEMEHTIB - BKJIQJICHUX BUIIIB JISUIBHOCTI 1
OKPEMHX JI1, 3'€ THAaHUX M1 COOOFO MMOTOKAMHU, SIK1 HTyTh BiJl BUXO/IIB OJTHOTO By3JI1a
70 BXOMIB iHIIOTO. JliarpamMu misUTBHOCTI CKIQAAOTHCA 3 OOMEKEHOI KITbKOCTI

biryp, 3'eqHaHux cTpinkamu (puc 2.15).
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StartTurn

Pucynok 2.15 — Jliarpama AistibHOCTI ISl TpU
2.4 Po3poOka makeTiB inTepgeiicy

Jljis CTBOpPEHHSI MakeTiB I'pu OyJI0 BUKOPUCTAHO MPOrpaMHE 3a0e3MeUEHHs
Adobe Photoshop (PS). PS — ue npodeciitnuii rpadiunuii peaaktop, po3poOieHuit
koMmraHiero Adobe Systems 1 mpu3HadyeHUW JUIsI CTBOPEHHS 1 penaryBaHHS
uudpoBux 300pakeHb, 00poOku Qortorpadiit. [Iporpama micTuth y cobi Habip
IHCTPYMEHTIB ISl MAJIFOBaHHS, pOOOTH 3 IIapaMu, TpaHC(POpMallil Ta pearyBaHHs

300pakeHb, MIATPUMY€E aBTOMATH3AIII0 OIEpalliii 3a JOmoMororw cieHapiiB. [lpu
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HEOOX1THOCTI € MOXJIMBICTh JojaBaHHsA B Oi0Omiorexku Photoshop momaTkoBmx
GbinbTpiB, HAOOPIB KBITIB, KUCTEH 1 CTUJIIB.

[TepeBaroto Photoshop € Te, mo B mporpami Mo>KHa CTBOPIOBATH €JIEMEHTU
J3aiiHy: JIOTOTUIM, KHOIKH, 1KOHKH, OaHepW ISl pPEKJIaMH, BI3UTHI KapTKH,

BITAJIbHI JINCTIBKH.

Unit Name

Attack

Magic

i HP MP

Techniques Unit Name s
Unit Name HPF MP

Spell bl Ll
Unit Name HP MP

00 ooo 00 ooo

Pucynok 2.16 — Maker intepdeiicy rpaBiis
Maker inTepdeiicy rpasus (puc. 2.16) ckinaaaeTbes 3 IBOX BIKOH. Y NEPIIOMY
BiIKHI BUIIaJ[al04€ MECHIO, SIK€ MICTUTh 1M’ Sl BUOPAHOTO TIepCOHaXa, MEHIO 3 aTaKolo,
Mari€ro, TeXHIKaMH Ta criejamMu. Y Apyromy BiKHI MICTHUThLCS 1HGOPMAIIIIO TIPO BCIO
KOMaHIy TepoiB: 1M’ KOXHOTO, 3HAYEHHS MAaKCHUMaJbHOIO Ta MIHIMAJIbHOIO

3,Z[Op0B,$I Ta MaKCHMaJIbHE Ta MiHIMaJIbHE JJIA1 MaHH, IIKaJ1a MaHH.
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Rewards from battle

Exp gained: 99.999 Items collected

UnitName  s— | V/L: 1

Unit Name o VL 1

Unit Name  p— | \/] : 1

Pucynok 2.17 — Maket BikHa nepemMoru
Ha maxkeri BikHa nepemoru (puc. 2.17) 300pakeHo oTpuMaHi HaropoIy MicIs
3aKIH4YEHHA 0010 nepemororo. I1icist KoxkHOT nepeMoru AJis KOXKHOTO Tepost Ja€Tbes
JOCB1J, SIKMI 301IbILIY€E PIBEHb repos. Takok BIKHO MEPEMOTH MICTUTh IPEIMETH,

SIK1 MO’KHA OTPUMYBATH IICIIsA 3aKIHUYEHHS 00¥0.

Select Spell

Pucynok 2.18 — MakeTr MeHIO IIpeIMeTiB

Ha pucynky 2.19 nokazaHo Maker Jiisl IPEAMETIB, K1 MOXHA KyIyBaTu a0o
OTPUMYBATH ICIS IEPEMOTH y Tpi. MakeT MicTuTh y co0i 3 KaTteropii:

— 30pos;
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— 3L,

— CyBOI.

start game

load game

options

exit

Pucynok 2.19 — Maker MeHI0 rpu
Makert rpu (puc. 2.19) micTuTh y co01 Taki KHOTIKH:
— II0YaTOK HOBOI I'pH;
— 3aBaHTAXXUTHU 30€pekKEHY IPY;
— HaJAIITyBaHHS;

— BUXIJ 3 TpHU.
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BucHoBkM 10 po3ainay 2

3M0/1eJIbOBAHO TIPOIeC po3poOKu KoM roTepHoi rpu. IlpeacraBneni UML-
MOJeNIl BKIIIOYAIOTh B cebe Jiarpamu: KIJaciB, BHUKOPUCTAHHS, IMOCIIOBHOCTI,
nepexodiB Ta AisutbHOCTI. Jliarpama KiiaciB omucye OCHOBHI KjacH, X (yHKIIi Ta
BiIHOIIEHHs. JliarpamMa BHUKOPUCTAHHS — OCHOBHUM MpOLEC IPU TMOKPOKOBOI
crparerii. JliarpamMu MOCJIOBHOCTI IOKa3yIOTh JXUTTEBUH ITUKI 00’ €KTIB Ta
B3a€MO/Ii1 akTopiB. PO3p00IIeHO JiarpaMu Mepexo/aiB CTaHiB IS IPOIIECy MOPa3Ku,
MpoIeCy caMoi I'PU Ta JUIsl CaMOro repos. 3a paxyHOK JiarpaM MepexoiiB CTaHIB
MOXHa MOJCNIOBAaTH TMOojaiblne (YyHKIIIOHYBaHHS CHUCTEMH Ha OCHOBI 1l
NOMEePEeTHHOTO 1 TMOTOYHOrO (PYHKIIOHYBaHHS. TakoX CTBOPEHO Jlarpamy
JISTIBHOCTI 1711 IPOLIECY TPU B MOKPOKOBIN CTpaTerii.

B Adobe Photoshop po3pobneno makeru mist iHTepdeiicy rpaBus i dac
caMoi Irpy, MakeT BIKHa MEPEMOTH, MaKeT BUOOPY MPEAMETIB, MAaKET MEHIO TpH.
Maketu Oysi0 po3po0ICHO AJisi PO3YMIHHS PO3POOIIOBAaHUX (PYHKIIA Ta MEXaHIK

IpHU.
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3 PEAJIIBAIIS TPOLIEAYPHOI TEHEPAIIIT
3.1 CrBopenns 3D mopeJieil pOCJIUHHOCTI
JUJIs1 HaOBHEHHS IIPOBOT0 CEPEOBUIIA 32 PAXYHOK MPOLEAYPHOI reHeparlii
CTBOPEHO JeKuIbKa BHAIB TpaBu Ta JepeB. Crnodatky 3MOJ€IbOBAHO

BHUCOKOTOJIIrOHaIbH1 00’ ekt B Maya 3D (puc. 3.1).

Pucynok 3.1 — MopaentoBaHHs1 TpaBu

Jliist Toro, o6 3po0duTH TeKCTypH miist TpaBu ctBopeHo UV-po3roptky (puc.
3.2). UV posroptka — npouec B 3D MopaentoBaHHI, KMl MOJiArae B HakJIaJaHHI
JIBOBUMIPHOTO 300paXK€HHSI Ha TpUBUMIpHY Mojenb. Jlitepamu U 1 V no3Hayarothb
0C1 KOOpAMHAT IUIOIIMHHA PO3TOPTKH, OCKUTBKH JIiTepH X, Y 1 Z BUKOPUCTOBYIOTHCS

I TIO3HAYCHHA IIPOCTOPOBUX KOOPAHWHAT.
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Pucynok 3.2 — UV-po3roptka TpaBu
[Ticns UV-posroptku TpaBu B Substance Painter 3D 3po0neHo Tekctypu
TpaBu ABOX BIiATIHKIB (puc. 3.3). 3D-TekcTypyBaHHS — Ii¢ MPOIEC JTOJaBaHHS
TekcTtypu 10 3D-00'exta. Bin Bkitouae cTBOpeHHs TekCTyp 3 dotorpadii ado
camocTiiiHO. JJi1 CTBOpEHHS rpaaieHTy Oynio BUKOpUCTaHO QinbTp — linear gradient
Ta TUIAHApHY TPOEKIio. s Toro, mo6 3poOUTH KOJLOPOBHUH MEpexXiJl Mo JIHII0

Kpar MojieJli BUKOPUCTAaHO reHepaTop — metal edge.

Pucynox 3.3 — TekctypyBanus 3D mozmeni
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[Ticnst boro cTBOpeHO Habip 3 TPABHHOK, B KM PO3MINIYIOTHCS CTBOPEHI
mozem. Ilicns mporo juisi onTuMmizarii Ta 3MEHIICHHS IOJITOHIB B IIPOBOMY
CEpENIOBHILI CTBOPIOETHCS aTiac — HaOlp TpPaBMHOK Ta IUIEHH Ha SAKUH B

MOIANBIIIOMY TpaBa Oy/ie 3amikaTuck (puc. 3.4).

Pucynok 3.4 — Atnac TpaBu
[Ticns Toro sx mMojesni OyJiO 3amedyeHo Ha IUICHH, 3 JIEKUTHPKOX €JIEMEHTIB

TEKCTypH 310paHo 00’ €KT (puc. 3.5) Ta CTBOPEHO JEKUIbKa p13HOBUAIB (puc. 3.6)

Pucynox 3.5 — 36upannst 00’ €kTy TpaBu

2023 p. SAmnuukos [1. B. 121 — KPM.1 - 608.21710829



Kadenpa imkenepii nporpamMHoro 3ade3neueHHs 44
Komn'rorepna 3D rpa 3 mporieAypHOO TeHEpaIli€io irpoBoTro cepeIoBHIIa

Pucynok 3.6 — Pi3HoBuau TpaBu

3 amrmacy TpaBu Oyino o0pi3aHO TEKCTypoBaHI 300pakKeHHS TpaBH, IO
3aMiKajuch 3 BHCOKOIOJITOHAJbHUX OO’€KTIB 1 MICN LBOTO CTBOPEHO €JIMHI
00’€KTH AKI MalOTh KapTu 3a gomomororo sikux B Unreal Engine 3a momomororo
IHCTpyMEHTY, W0 JoJila€ BiTep, OYyIyTh KOJUXAaTUCh B 3aJEKHOCTI BIJ
HaJAIITOBAaHUX NApAMETPIB.

3.2 CTBOpeHHSsI NPOLEAYPHOI reHepauii pOCJAMHHOCTI

VY pymii Unreal Engine 4 ctBopeno nanamadT asis irpoBoro piBHs (puc. 3.7).
KoxHuii KOMIOHEHT CeKIIii CKJIaaeThes 3 OHI€ET cekilii. Po3mip mangmadry — 63
KBaJ¥ Ha OJIHY CeKIIit0. HoMep KOMITOHEHTY BCTAHOBIIIOE PO3MIp JIaHAMA(TYy pazoM
13 po3mipoMm posauieHHs. lle 3HadeHHs1 oOmexeHe 32 Ha 32, OCKIIBKH KOXEH
KOMITOHEHT Ma€ TOB’s3aHy 3 HUM BapTicTh HaBaHTaxeHHs Ha L{I1. [lepeBumenus
I[OT'0 OOMEXKEHHS MOXE MPU3BECTH JI0 MPOOJIEM 13 MPOIYKTUBHICTIO JJaH ATy .
[Ticms 1pOTO 3a JOMOMOTOI I1HCTPYMEHTIB CKYJBIITUHTY Ha 3TEHEPOBAHOMY

nJaaamadTi 104aHO BUCOYMHU Ta HU30BUHU.

@ o8 e @ @

Z

Pucynok 3.7 — CTBopeHHs nanmadTy
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Jlist matepiany nanamadTy BUKOPUCTAHO TEKCTYpH 3 010miorekn Megascans
B11 Quixel. 3a qomomororo ix moeHaHHS CTBOPEHO OCHOBHHMI MaTepia 3emii (puc.
3.8). Marepian 3emii ckinamaethes 3 Takux kapT: Base Color, Roughness, Normal,
Ambient Occlusion. Base Color mictuTh B c0o61 iHpopMariiro npo korip, Roughness
— JKOpCTKICTh, Normal — He 1oJarouM JOAATKOBI MOJITOHM 3a PaXyHOK MaJiHHSA
OCBITJICHHS B1100pa3uTu aetani matepiany, Ambient Occlusion Binmosiznae 3a TiHi

MIX 00’ €KTaMH.

Texture Sample PR
E Ground Mat

Texture Sample a
T RGE @

4 Physical Material
Texture Sample

Phys Material

Texture Sample

Pucynox 3.8 — Marepian nanamadty

Jlns mpouemypHoOi reHepariii pocIMHHOCTI Ha JianamadTi O0yjJ0 CTBOPEHO
Procedural Foliage Spawner (PFS). Bin BianoBigae 3a reHepaiito 104aHUX Y HbOTO
00’€KTIB Ha TOAAHIN AUIAHIN B irpoBOMY piBHI (puc. 3.9).

s toro mo6 nomatu 06’extu A0 PFS ctBoproersest Static Mesh Foliage
(puc. 3.10. Ile matikparie miaxoauTh Uil HEPYHHIBHOI pocianHHOCTI. Static Mesh
Foliage aBToMaTH4HO TpynyrOTHCS B MAKETH, K1 BiIOOPaKarOThCS 3a JOTIOMOTOIO
anapaTHOTO CTBOPEHHS €K3eMIUISIPIB, /i€ 0araTo eK3eMIULIPiB MOXKHA B1JJ0Opa3uTH

JUIIE 3a JOIMOMOTOK OJIHOTO BUKIMKY MaJIFOBaHHS, Y ToW 4ac sk Actor Foliage
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KOIITY€E TaKy caMy BapTICTh Bi3yaii3ailii, 0 i PO3MIIICHHS 3BUYATHUX aKTOPIB Y

CIIEHI.

4 Procedural Foliage Simulation
Random Seed
Tile Size
Num Unique Ti

Minimum 0

4 Foliage Types JArayelements 4 @

SMETreel
M e 0

SMESTree?

Foliage Type Object u
EY e
SMF_Plants

Foliage Type Object H
L ] D R

Foliage Type Object

Pucynok 3.9 — Procedural Foliage Spawner

[Ticnst cTBOpEHHS HANMAIMITOBAHO MapaMeTpH, a came B mmosie Mesh momano 3D
00’extu nepeB Ta TpaBu. B mapamerpi Align Max Angel — 5, mist Toro, mo6 Ha
HU30BMHAX YW BUCOYMHAX JIEPEBa MPABWIBLHO PO3TAIIOBYBAINCH B HE3AJICKHOCTI
Bin kyta nanamadty. Colission Radius Ta Shade Radius BignoBinaroTs 3a paaiyc
reHeparlii 00'exTiB Mix cobor0. Akiio 00’€KT momaaae B pajiyc 1HIIOTO, TO BIH
BUANA€ThbCsl. Num Steps BIANOBIAa€E 3a KUIBKICTh 3T€HEPOBAHUX OO0’ €KTIB.
[Tapamerpu Procedural Scale BiamoBimaroTh 3a po3Mipw TeHeparii 00’ €KTiB.
MinimansHe 3HaYeHHS BIJIIOBIIA€ 3a MOJIOJII IEpeBa, a CEPEeAH1 Ta MaKCUMAJIbHI 3a

cTapi.
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Search Details
HillTree_Tall_02
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Pucynox 3.10 — Static Mesh Foliage

ITicns Toro, sK  CTBOPEHO 3a JOIMOMOIOK MPOLEIYpPHOI TeHepallii,
POCIMHHICTH OyJIO BiipelaroBaHO BPYUYHY 3a JONMOMOTow iHCTpyMmeHTiB Foliage B
Unreal Engine. Inctpyment Foliage (puc. 3.11) mae 3mory mBHIKO IOAaBaTH Ta
penaryBaTy pOCIMHHICTh Ha irpoBomy piBHi [13]. Jlomani 06’ €KTH CIIpUHMAarOThCS,
SIK OJTMH, 1110 A€ 3MOTY ONTUMI3YBaTH Py Ta HE TPY3UTH KOKCH OJHAKOBUN 00’ €KT
Ha CIICHI.

Kosxen nomanuit 06’€KT Mae Tak camo ToJIsl JIsl HaJlamTyBaHHs (puc. 3.12).
A came, iX pO3MillleHHs, MacimTa0yBaHHS u4u KyT oOepranns. Jloctym na0
BJIACTUBOCTEH MOKHA OTpPUMAaTH, BHOpaBIM MOTPIOHUI 00’€KT 1 HANAIITYyBaBIIU

BJIACTUBOCTI.
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L] ]
Content Marke

Editor Modes
)» Select

4 Landscape
7 _. Foliage

W Brush Editing

¢  Mesh Paint

¥ Fracture

Pucynok 3.11 — Inctpyment Foliage

SMF_Treel
vesh

Component Clas: [ENEVARS 4 O = X
-

4 Painting

Single Instance ! [}

-

4 Placement

Pucynoxk 3.12 — HanmamryBansst 06’ €kTiB
[Ticns HanamTyBaHHs napaMmeTpiB 00’ ekTiB y Foliage, BUKOpUCTaHO JEKUIbKa
iHcTpyMmeHnTiB: Paint, Erase, Single ta Select. Inctpyment Paint € iHcTpymMeHTOM 32
3aMOBUYBAHHSM y peXHMi penaryanHs Foliage. Moro BukxopucraHo s
MaJOBaHHS 00’e€kTiB Ha piBHI. Konu pexxum penaryBaHHs aKTUBHUN, MPO30pUI
chepuyHull IEH3€eIb MAIIOETHCS Ha PI1BHI, IKUH BKa3ye, /i MPaLOBaTUME [1EH3EIb

13 BUOpaHuM 00’ exToM. [HcTpyMeHT Paint Mae Taki HamamTyBaHHS: pO3MIp KUCTI Ta

2023 p. SAmnuukos [1. B. 121 — KPM.1 - 608.21710829



Kadenpa imkenepii nporpamMHoro 3ade3neueHHs 49
Komn'rorepna 3D rpa 3 mporieAypHOO TeHEpaIli€io irpoBoTro cepeIoBHIIa

HIUTBHICTB, 3 KOO JIOJAIOTHCS 00’ €KTH 111 YaC BUKOPUCTAHHS JTIBOT KHOITKM MHIII.
Ile 3nadenns Big 0 mo 1, me 1 mamroe 00’€KTHM 3 MAaKCHMMAJbHOKO MILIBHICTIO,
3a3HAYEHOI0 y BJIACTUBOCTSAX 00’€KTa. SIKINO HIIBHICTH OO’€KTIB y TEH3II BKE

OinbIa 3a 11e, 00’ €KTH HE J01aBaTUMYThCS.

% > 5120 0500 0000 Y _

r Er.Dens. Filter

Pucynok 3.13 — [actpyment Paint

Komu inctpyment Select akTuBHUN, 00MpalOThCsi 00'€KTH, KJIAI[HYBIIM Ha
HUX. Moxxna BuOpatu kinbka o00'ekTiB  Foliage omHouacHo, yTpumytouu
HaTucHyTor KHOmKy Ctrl 1 xmamaroun 06’ektu Foliage na piBHI. 3a 10momMoroo
pI3HUX KHOIIOK BHOOpY MO>XHa BuOpatu Bcl 00'ektu Foliage, BuGpatu Oyab-ski
He1MCHI a00 OYNCTUTH MOTOYHUIA BHOIP.

[actpyment Single (puc. 3.14) Bukopuctano, mo0 po3MiCTUTH OJUH 00’ €KT
Ha piBHI. lle BUKOpucTaHO, 00 3alMOBHUTH MPOTAJIMHU Ta CTBOPUTH OCOOJIMBI
ocoOnmmBOCTI penbedy. Skmo BuOpaHO OinbIe HDK OAWH OO0'€KT, 1HCTPYMEHT

PO3MICTUTB 00'€KTU OJMH HAJ[ OJTHUM B OJHOMY MICIII.
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. e 7 T 2

Siie Fill Erase Remove NMove

» ¥’ ..: e

valid Las Paint Reapply Single

Pucynok 3.15 — Inctpymenrt Erase
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[acTpymenT Erase m03Bojisse BUIAIUTH JIMIE BHOpaHi 00’€KTH 3 IUISHKH
Foliage. JIns fioro BuKopucTaHHs 0yJji0 00paHO CTaTUYHI CITKY 00'€KTH, 1 TPOBEICHO
MIEH3JIEM HaMiBIPO30po0 cheporo Haa 00JACTIO IS BUIAJIEHHS. 3a JOMOMOTOIO
I[LOTO 1THCTPYMEHTY OYJI0 BUIAJICHO JIMIIIEe BUOpaHi cTaTuyHi CiTkH (puc. 3.15).

3.3HanamTyBaHHS OCBIT/ICHHS irpOBOr0 PiBHSA

OcHoBHuUM cBiTI0M Ha irpoBomy piBHI B UE4 € Directional Light. Directional
IMITY€ CBITJIO, 1110 BUIIPOMIHIOETHCS BiJl HECKIHUCHHO Janekoro jxepena [14]. Le
O3Hayae, 110 BCI TiHI, SIK1 BIIKMAA€E L€ CBITJIO, OyayTh MapanebHUMH, 10 POOUTH
MpaBWIbHY IMITAIil0 COHSYHOTO cBiTia. Directional Light MoxHa BcTaHOBUTH B
OJIMH 13 TPHOX MapaMeTpiB MOOIBHOCTI :

— CratnuHMil — O3Hayae, U0 CBITIIO HE MOXHa 3MiHIOBaTU B Ipi. Lle
HaWIIBHUAIMINAKN CIOCiO Bi3yasi3allii Ta I03BOJISIE 3aIIEKTH OCBITIICHHSI;

— CramioHapHuii — O3Ha4ae, 10 CBITJIO MaTUME JMIIE TIHBOBE Ta
B1IOMBHE OCBITJICHHS BIJl CTaTHYHOI reomeTpii, BunedeHoi Lightmass , Bce iHIIe
OCBITJICHHs Oyjae nuHamiuHuM. Lleit mapamMeTp Takox A03BOJISIE€ CBITIY 3MiHIOBATU
KOJIIp Ta IHTEHCUBHICTb B I'Pl, aJleé BOHO HE PYXAETHCS 1 103BOJISIE€ YACTKOBO 3alEKTH
OCBITJICHHS;

- JlmHaMiuyHMii — O3HA4Ya€, IO CBITIO € a0COMIOTHO IWHAMIYHHM 1
JI03BOJISE€ 3A1MCHIOBATH JTUHAMIYHE 3aTiHeHHs. [le HaWMOBUIBHIIINI 3 TOYKH 30PY
Bi3yauizailii, ajie 3a0e3neuye HaiOUIbIy THYUYKICTb 111 4ac TPH.

Jls Directional Light BcTaHOBIeHO quHaMivHU TapameTp MoOiTpHOCTI. 1le
O3HAYae, 10 CBITJIO JUHAMIYHE Ta JIO3BOJISIE TUHAMIYHO 3aTIHSATH HA ITPOBOMY

piBHi, 1110 3a0e31euye HaUO1IbITy THYYKICTh M1J] 4ac TPH.
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Pucynox 3.16 — Cuena micis nogaBanus Directional Light

[Ticns Directional Light nomano Sky Atmosphere. Sky Atmosphere B UE4 —
e ¢i3MYHa TexHiKa BiATBOpeHHsS HeOa i atmocdepu [15]. Ile mocuth rHYy4Kul
IHCTPYMEHT, 100 CTBOpUTHU aTMochepy, CX0XKy Ha 3emilto, 13 4acoMm a00u, 110
BKJIIOYA€E CX1J1 1 3aXiJl COHLS, ad0 CTBOPUTH MO3a3€MHI aTMOC(EpH E€K30THUYHOI
npupou. Takox 3a0e3neuye NepCreKkTUBy 3 MOBITPS, 3a JOMOMOTOI0 IKOI MOKHA
IMITYBaTH MEPEXOAM BiJ 3emili 0 HeOa Ta KOCMIYHOTO MPOCTOPY 3 MPABUILHOIO
IUTAHETapHOI0 KpuBH3HOIO. Sky Atmosphere mae HaOMmKEHHS 10 PO3CIIOBAHHS
CBITJIa Yepe3 CepeloBHUIlEe TIaHETapHOI aTMOoc(hepH, HAJal0Yu 30BHIMIHIM PIBHSIM
OUIbLI peaniCTUYHUA ab0 EK30THYHHMI BHUIJISIZ, BKJIIOYAIOUM HACTYIHE: MOXHA
oTpuMaTH 300paXKeHHS COHSYHOTO TUCKAa B arMocdepi 3 KOJIbOpoM Hela, KU
3JICKUTh BiJ COHSYHOTO CBITJIa Ta BJACTMBOCTEH armocdepu; Kojip Heba
3MIHIOBATUMETHCS 3aJI€KHO B1J] BACOTH COHIIS 00 HACKIJIBKA BEKTOP JIOMIHYIOUOTO

CIPSIMOBAHOTO CBITJIa HAOJIMKAETHCS /10 Tapajeti 3eMili; KOHTPOJIb PO3CIFOBaHHS Ta
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HEYITKUX HaJIAIITYBaHb, 10 JO3BOJISIE TOBHICTIO KOHTPOJIIOBATH Ballly aTMOC(EpHY

HIiIbHICTh. [10BITpsIHA MEPCIEKTHBRA, KA IMITYE KPUBH3HY CBITY IiJ] 4ac Mepexoay

B1J1 3eMJI1 10 HEOA 10 KOCMOCY.

i Al

T ot
Pucynox 3.17 — Sky Atmosphere
[Ticns meoro momano Sky Light. Sky Light 3axomuroe BignaneHi 4acTUHU
PIBHSI Ta 3aCTOCOBYE X 10 CLIEHH sIK CBITJIO. Lle 03Havae, 1110 30BHIIIHIN BUTIISL HEOA
Ta MOT0 OCBITJICHHS/B1IOMUCKU OyyTh 30iraTUCs, HaBITh KO HEOO HAAXOAUTH 3
atMoc(epu, ado 1mapyBaTuX XMap Ha BEpIIHUHI cKaitbokca, abo nanekux rip [16].
Jlist Toro, mo6 TpaBa Ta TUIKK JIEPEB PyXaluch Ha CreHy momaHo Wind
Directional Source. Wind Directional Source imiTye BiTep Ha irpoBoMy piBHI. 3a
JIOTIOMOTOI0 I[LOTO 1HCTPYMEHTY MOKHA HaJalTyBaTH MaKCUMaJibHY KUIBKICTh

NOpPUBY, BCTAHOBUTH MAaKCHUMAaJIbHE BIAXWJIEHHS JUIsl MOPUBIB BITPY, MIHIMAJIbHY
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KUTBKICTh TIOPUBY, HANAIITOBYBATH PailyC, MBUAKICTb TEHEPOBAHOTO BITPY, CHILY

Ta THII BITPY.

Pucynox 3.17 — Sky Light
Takox 10 ciienn noaaHo TyMaH 3a qonomororo Exponential Height Fog (puc.
3.18). Exponential Height Fog cTBopro€ OibIny HIIIBHICTh Y HU3BKUX MICLIAX KApTH
Ta MEHIIY HIUTBHICTh Yy BUCOKMX Micisix [17]. Tlepexin miaBHUM, TOMY HIKOJIH HE

OTPUMAETHCA KOPCTKUH 3pi3, MPHU 301IbIIEHH]I BUCOTH (BiJIaJICHHS KaMEpH).

2023 p. SAmnuukos [1. B. 121 — KPM.1 - 608.21710829



Kadenpa imkenepii nporpamMHoro 3ade3neueHHs 55
Komn'rorepna 3D rpa 3 mporieAypHOO TeHEpaIli€io irpoBoTro cepeIoBHIIa

Pucynok 3.18 - Exponential Height Fog

[Ticnst Toro, sik OyJI0 HaIAITOBAaHO OCBITJICHHS Ha ClieHy oaaHo Post Process
Volume. Post Process y Unreal Engine 4 no3Bojise CTBOpIOBaTH pPi3HOMAaHITHI
XyJ0HI epeKTH Ta 3MiHIOBaTH 3arainbHuil BUrisn yciei rpu. Epextu Post Process
MO’KYTh BUKOPUCTOBYBATUCS OKPEMO JUIsl BIUTUBY JIMIIIE HA MEBHY 00J1acTh a00 BCIO
CLEHY, TaKOXX MAa€ MOXJIMBICTh NMEPEKPUBATU KiIbKa TOMIB Iiciasi OOpoOKM Ta
BIATBOPIOBATH 1XH1 e(heKTH Ha OCHOBI iX mpioputeTy. OO0’ emu miciisg 0OpoOKH MOKHA
BUKOPUCTOBYBATH MJIsl JI0JJaBaHHsS a00 3MIHU NPOCTUX €(EeKTiB, Takux sk biym,
B110JIMCKY 00’ €KTUBA, aJlanTailisi 04el, TIMOUHa Pi3KOCT1 TOIIIO, @ TAKOXK 1X MOXKHA
BUKOPHCTOBYBATH JUIsl OTPUMAaHHS PO3IIMPEHUX €EKTIB 32 IOMTOMOTOI0 MaTepiaiB.
[Ile oxniero uynoBoro pyHkiiero Post Process Volume € Tabmuis momyky ( LUT ),
sKa BUKOPHCTOBYEThCS Ml 30€piraHHs MEPEeTBOPEHb KOJBOPIB 13 MPOTPaMHOTO
3a0e3nedeHHss Ui pelaryBaHHS 300pakeHb. 3aMiCTh BUKOPUCTAHHS TPHOX

onHoBuMipHUX (1D) Tabnuis NOLIyKy BUKOPUCTOBYETHCS OJHA TpuBUMIipHa (3D)
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Tabuist nomyky. Lle mpomonye Oinmbin ckiIaaHy TpaHChOpMAIlI0 KOJIbOPY, SKY

MOJXHA BUKOPUCTOBYBATHU JJISI HOI'OCh HA KIITAJIT 3MCHILICHHA HACUYEHOCTI [1 8]

T

Pucynoxk 3.19 — LUT 3a 3aM0oBUYEHHSIM

T ———

Pucynok 3.20 — LUT micist Kopekiiii Koabopy
Bukopucranns cucremu LUT pgae 3Mory ontumizyBaTd Tpy, TOMY IO
3aMiHIO€E cTaHapTHI HanamTyBaHHs Post Process Volume, siki 1ye HaBaHTaXyIOTh
nporecop. Tabmui LUT sika mae HaO1p KOJBOPIB 32 3aMOBUYEHHSM JI0J1a€ThCs B PS
1 B MO/IATIBIIIOMY 32 PAXyHOK KOPEKIIii KOJbOPY 3MIHIOETHCS Ta JOJAETHCS B TOJIE B

Post Process Volume.

4 Color Grading

[ Midtones
[* Highlghts

# Misc

Pucynok 3.21 — JlonaBaunst LUT B UE4
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Pucynok 3.22 — Pesynprar B UE4

Ha pucynky 3.22 pesynbraT cTBOpeHHs irpoBoro piBas B Unreal Engine 4 3
HAJIAIITOBAHUM OCBITJIEHHSIM Ta OCT-00POOKOIO.

BucHoBk#u 10 po3aiay 3

Po3po6iaeno 3D 00°€KTH POCAMHHOCTI IS TPOLEIYpPHOI T'eHeparlrii.
CrtBopeno high poly Ta low poly 06’extu, UV posroptky Ta atnacu B Maya 3D.
3pobneno Tekctypu B Substance Painter. B Unreal Engine 4 ctBopeno nanamadt
JUIsl CLIeHU Ta Matepiai. 3a qonomororo iHcTpymeHTy Procedural Foliage Spawner
JUIsl CTBOPEHHS MPOIEAYPHOI reHepallii 3al0BHEHO ITPOBHUM PIBEHb POCIUHHICTIO.
3a paxyHOK iHcTpyMeHTIB Foliage mo/1aHo 00’ €KTiB Ta 3aIIOBHEHO MPOTAITMHY TTiCIIs
MPOIIEAYPHOI T'eHepaIlii.

Ho irpoBoro piBHs nomano ocBitinenHs: Directional Light, Sky Atmosphere,
Sky Light. lonano tyman 3a gomomororo iHcTpymenty Exponential Height Fog.
[Toct 06po0OKy cuienu 3pobiieHo 3a paxyHok Post Process Volume Ta ontumizoBaHo

3a paxyHok cuctemu LUT.
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4 Peaqizaniss komn'rorepnoi 3D rpu 3 Bukopucranusam cucrteMu Blueprint B
Unreal Engine 4

4.1 Peanizanis mOKPOKOBOI CHCTEMH

Blueprint B Unreal Engine - me cucrema creHapiiB irpoBOro Iporiecy,
3aCHOBaHa Ha KOHUENUIi BUKOPHUCTAHHS 1HTepdeilcy Ha OCHOBI BY3JIB A
CTBOPEHHSI €JIEMEHTIB 1rpoBOTro Mpoiiecy 3 peaaktopa Unreal Editor. Sk 1 OunbiricTh
PO3MOBCIOJKEHUX MOB CIIEHapiiB, BOHA BUKOPHUCTOBYETHCS JJisi BU3HAYEHHS
00'ekTHO-0OpieHTOBaHNX (OO) K1aciB a00 00'€KTIB B py1iIii.

OcHoOBHa JIOTIKA TOJISITA€ B TOMY, 1[0 IEPCOHAXKI aTaKyIOTh MO 4ep3i 1 iX Xij
3aJIeKUTh Bl iX mBHaKocTi. CHcTeMa TpaIoe Ha TOMY, IO MEePCOHAXK SKHH HE
XOJIMB MOTPAIUISE B YEPTY, KOJU X1J 3aKIHYMBCS, IEPEBIPAETHCA LIS Yepra, a MoTiM
HIIIIOETHCS X1 IHOTO TIEPCOHAXKA.

CroyaTKky CTBOPEHO IrpOBHH PEXKHM Ta KOHTPOJEp TpPaBI, a TaKOX
KOMITOHEHT, SKUH OOpOoOIsSTUME KOXKHOTO IMepcoHaka Ta Oylie MICTUTH B coO1
OCHOBHI KOMaH/IH.

B blueprint irpoBoro pexumy oOpoOIIOeTbCA UMid X11 HACTynHUI. B HBOMY
mictuThes mofis — TurnRequest (puc. 4.1), sika BUKIIMKAETHCS IEPCOHAKEM T'PABIIS
a00 BOPOKUM TIEPCOHAXKEM TIPO Te, 10 iX yepra xoautu. CTBOPEHO MaCHB, B IKOMY
MICTSATBCS KJIac JIJIsl IEPCOHAXIB Ta Kiac A BoporiB. Addunique Binmosiziae 3a Te,
o0 B MacuBi He Oyi10 AyOIiKaTiB, a came KOXKEH MEPCOHAXK 3’ SBJISIBCSA JIUILE OJUH
pas. | moTiM BUKIMKAEThCS MOAIsl moyaTky xoxy — StartTurn (puc. 4.2). Jlns Toro,
mo0 BUKIMKABCA [JIl XOMy JIMINE OJWH TEPCOHAX BUKOPUCTOBYETHCS BY30II
DoOnce. [ani ¥ige mepeBipka 1HACKCY MAacHBY 3 MEPCOHAXKAMH, SIKIIO BiH HE
NOPOXKHIH, TO BUKIMKAETHCA (DYHKIIIS MOYaTKy Xoay (puc. 4.3), SIKIO MOPOXKHIM, TO
XOJIUTh 1HIIUNA TEPCOHaX. SKIO 1HIAEKC OYB HE MOPOXKHIM, TO BHUKIHUKAETHCS
GyHKLIS MOYaTKy XOAY Ta BUIAISETHCS 1HIAEKC JUIsl TOro, H00 XiJ Mepexo]uB 110

HIIIOTO TepCOHaXa B 4yep3i.
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¢ TumRequest

' Bind Event o Tum Ended
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= O el Camera
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Pucynok 4.3 — @yHKIIis moyaTky X011y
@DyHKIlIS TTOYAaTKy XOJy MICTUTh B COOl BY30J B SKOMY TEPEBIPSETHCS 0
SKOTO KJIaCy HAJEKUTh MEPCOHAX, Jalli BUKIMKAETHCS BIKHO 1HTEpQeicy ms

NEPCOHAXKa UM X1/] Ta MPUB’ A3YETHCS KaMepa /10 HbOTO.
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Greystone
Attack
Magic Fey 675" T0x
Tecniques Greystone 102,505

lteme Gideon 85;;""505

Pucynok 4.4 — Ilouarok xony

[aTepdeiic rpaBIst MICTUTH y cOO1 BKIAJKY 3 37J0pPOB’SIM KOKHOTO MTEPCOHAXKA
Ta HOro MaHow crmpasa Ta 3iiBa ActionMenu. I'paBens oObupae airo mig yac Xomy
nepcoHaxa. Ilicns Toro, sik rpaBeup oOHMpae OJMH 3 BHUJIB aTaKk Ha €KpaHl
3 SIBJISIETHCS CIIMCOK 3 IUISIMU JIJIS HaIaay, B SKOMY IpaBellb 0OMpae I 9ac X0y
NepCOHaKa Ha Koro HamacTu. Jlms Toro, mo0 MokHa OyJi0 aTaKyBaTH JIMIIE
BOPOXKHMX MepcoHaxiB cTBOpeHo ¢yHKIi0 PopulateTargetList (puc. 4.5). ¥V mii
GyYHKIT SIKIO HATUCHYTO KHOIKY aTakW, TO B CHHUCKY JJIA aTakW 3’ SBJISIOTHCS

BOPOX1 MEPCOHAKI.

' Clear Chidren
'™ Populate Target List

l:ammnnnmgemhmﬁ |
ol

Pucynok 4.5 — ®yHK11is IepeBIpKH EPCOHAXKA
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) TargetChosen

g : SET ) Attack Command &
bty =2 ._\ Targetis Combat Compo 1 Call Retum Selected
Unit Target . . D

Target Target Target E

Target  Combat Component

Pucynoxk 4.6 — Iloais aJist BUGOpy nepcoHaxa

[Ticns Toro, sik oOpaHO IUTh JJIA aTaKu BUKJIMKAETHCSA blueprint B sikomy
00po0IIsIETHCS 1H(pOPMAITiS PO HAHECCHHS MOIIKOIKEHHS BOPOTY.

4.2 Peajizaniss MexaHIK aTaKku

Cnouatky Oyno cTBopeHo Tabnuiro ganux B Excel y dopmarti .csv (puc. 4.7),
sIKa MICTUTh y €001 1HGOpMAIIIIO TPO:

— PiBens rpasug;

— 310pOB’s;

- Many;

— Cuny;

— ButpuBanicts;

— TouHicTh;

— KBarmBicTh;

— MynpicTs.
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File Home Insert Page Layout Formulas Data Review \iew Help  Acrobat
l_ﬂ A piai J11 YA A == |: Ex at, General « | B conditions
oz - e [ o, [T B[ B
. < B I U+~H|2- 4L~ | E=E=EE B- <1 00 i Ceil Styles
Clipboard R Fort [} Alignment Fa Mumber [} 1)
E4 - fi 4
| A B: | € | DB E E_ | oG H | 1 [ J
1 |Player Lew HP MP 5TR 5TA ACC H51 Wis
2 1 45 30 2 1 2 2 2
3 2 170 38 4 3 q 3 3
4 3 256 &0 1] i 3] 3 B
5 | 4 341 65 -1 3 ) 1] -
G 3 427 3 10 ! 9 -1 11
7 1] 312 T8 12 8 11 9 13
a 7 SUE 23 14 9 13 11 15
2| -1 6E4 50 16 11 15 12 18
10 9 70 893 18 12 17 14 19
1| 10 256 102 20 14 19 15 23
12 11 942 105 12 i3 20 17 24
13 , 12 1028 111 24 16 12 18 6
14| 13 1115 123 26 18 24 20 29
15 J 14 1201 132 28 19 6 21 31
1a | 15 1288 136 30 20 18 23 32
PF 16 1375 153 32 22 30 25 36

| StatTable @

Pucynok 4.7 — Tabnuiist 1aHUX MOKa3HUKIB
Jns 06po6ku B Unreal Engine Oyiio cTBOPEHO CTPYKTYPY JaHHUX B SIKUX MOJIS
BIIMOBIIAIOTH JaHUM B Ta0muri Excel.

4 Structure

% Mew Variable

S TR - R >
a - Jore _ ~BalvE

> [ =TT - PN >
G T - PN x
S T - PV x

Pucynok 4.8 — Ctpykrypa nanux B UE4
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4 Data Table

Pucynok 4.10 — 3aBantaxkenns nanux B UE4
Koxen mepcoHaxk mae 0a30Bl 3Ha4YCHHS 3 TAOJUWINl JTaHWX, HA JOJATOK JO
bOr0, MOAU(DIKATOPH JIJIsi 3MIHU 3HAYEHb KOKHOT'O MEPCOHAXKa, B 3aJIEKHOCTI BiJl

ix knacy (puc. 4.11).

Fey 67 T0n

Greystone 102,,; " 505,

Gideon 85,505

Pucynok 4.11 — XapakTepuCTHUKU I'epOiB 11 Yac irpoBOro MpoLecy
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Add pin #

= Break Statsiodifier
St Mo he

v

Pucynok 4.12 — ®yHKIis 17151 00YUCIICHHS HAHSCSHHS TTOIIKOHKCHHS
B 3anexHocTi Big TUNYy arTakd, CWIM Ta BHUTPUBAJIOCTI MEpPCOHAXKA

BHUPAXOBY€ETHCS HAHECEHE MOMIKOIKEHHS (puc. 4.12).

Mamage Resstance

[
Hew Damage [ 3

- i Eiamp [float)

Avturn Valis @

L

—— .

HF Corrent i - HP Mix g

Pucynok 4.13 — By3au 11 3MiHE 310pPOB'S TICIIS MTOITKOIKEHHSI
Big 3MiHHO1, sika MICTUTh MOTOYHE 3I0POB’Sl B 3aJICAKHOCTI BiJI HAHECEHOIO
3HAYEHHS MOIIKOKEHHS 3MEHIITYETHCSI TOKA3HUK 370pOB’ S IEPCOHAXKA.
JUIs KOKHOro MepcoHaxka sl artaku JoaaHo edekrtu. Ilicnga Toro sk
BIIOYBAETHCS aHIMalllsl aTaku BUOPAHO MOMEHT B SIKMX AojaeThes edekt. Komn

repoi arakye mijg dyac animarlii [ 19] BukiukaeTbes cnerianbauii egekt (puc. 4.14).
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4 Mont i J|tGroup)

DefaultGroup.DefaultSlot

Fey 67 705

Greystone 102,,; " 504

Gideon 85,.""80,,

Pucynok 4.15 — Edext araku ming 9ac rpu
OxkpiMm edexTy 3BUHaitHOT aTaku 104aHO €(EeKT Ta aHIMAIIIIO JIJISl BUITYCKaHHS

BOTHSIHOI KyJi. CTBOPEHO OKpeMHil 00’ €KT KyJil Ha SIKy J0AaHO €(eKT BOTHIO (puC.
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4.16), a Takox e(PeKT AKUI MOJAHO HA aHIMAIlIIO 3aIMyCKY KYJIi CaMOTr0 MepPCOHaXKa

(puc. 4.17).

4 Transform

b 00 W Jif 0o W
fl oo oo o
j{ 10 o R 10 D

4 Particles

4 Anim Notify

Motify

CETINS) CATIS) RTINS
CXTIS) (AT G

feate Default: X Clear, P Preview All

P Preview  Default. @

Pucynok 4.17 — PenaryBanHs e(eKTy BUKJIMKY BOTHSIHOI KyJIl
Jlist Toro, mo0 miJg 4ac BUKIMKY BOTHSHOIO IIAPY MiJ 4Yac MPOTPaBaHHS
aHIMaIlii eexT He Mmponajaas, OyJI0 HaJAIITOBAHO MMOBTOPEHHS B cucTeMi Niagara B
Unreal Engine. Niagara — 11e cucreMa CTBOPEHHsI Ta HaJallITyBaHHS Bi3yaJlbHHX

edekriB B pymrii [20].
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B
A
B
|1~
A
[ 1=

+

Sl Targes

' Colcd e Mg B Damage =
&) Param. CognPlay + i Agsiy O

» ——— B —

i B

T
-

Pucynox 4.19 — Blueprint ans marii

4.3 Peasizanisi 30epesKeHHsI IPOrpecy Ta CUCTEMHU OTPUMAHHA HATOPOJ

Jlist 30epiranss mporpecy rpu 0yio Bukopructano SaveGame kiac Big Unreal
Engine. CtBopuBmm kinac SaveGame, 3’ ABJISE€TbCSI MOXKJIUBICTh 3aIIOBHIOBATH HOTO
3MIHHUMHU [ 30epiranHd gaHux rpu. Komm rpa 30epiraerbes, iHpopmanis
NEPEHOCUTHCSI 3 TOTOYHOIO IrPOBOTO CBITY B 00’ekT SaveGame, a mig 4ac
3aBaHTaXKEHHSI TPU 1€ KOIMIIOEThes 3 00’ekrta SaveGame B 00’€KT Tpu, Taki SK
MIEPCOHAXK1, KOHTPOJIEP TPaBIls a00 IrPOBUI PEIKUM.

Jiist Toro 1mo6 3HaTH, kUil ¢aitn 30epirati ctBopeHo 3MiHHy SaveFileName.
Does Save Game Exist - nns nepeBipkd 4d iCHye (aits. SIKuio icHye, TO TOII

mporpec nmepeHocuThes B 00'ekT SaveGame 1 11e Oyie 30epiratuch y 3MiHHINA. Async
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Save Game To Slot — 11e pexomeH0BaHM cociO 30€pexeHHs IPH, OCKUIBKU BiH
JI03BOJISI€E YHUKHYTH 300iB HaBITh MPpU 30€peKeHH] BEIMKUX 00csATiB naHux. [IpoTe,
AKIIO JaHl 30epexeHHs Tpu 3aMaii ado Ko 30epiraloTbcs 3 MEHIO UM €KpaHa
nay3u, MOKHa 30eperTu rpy 3a ponomororo Bysna SaveGameToSlot.

VY rpi 30epiratoTbcsa OTpUMaHi piBHI Ta IOCBIJI, @ TAKOX KUTTS Ta MaHa, 1110 €

MIK OUTBaMHU.

-' .l!.ync Loadflan\! I;om Slot °

———
B *+ Cast To SaveGame )
»

._____...---'D

© Eventinit

» \ [ Does Save Game Exist
»
T

f Create Save Game Object

Pucynok 4.20 — Blueprint 30epexeHHs nporpecy

4 Structure

% New Variable
- T - [ *

, T TR - N x
» (N TN - (] x
» I N - 1Y ] x

Pucynok 4.21 — Ctpykrypa 1aHux ajis 30epexeHHs nporpecy y rpi
[Ticns 3akiHyeHHST OO0 TMEPEMOror, HAa €KpaH BHUBOJMWTHCS BIKHO 3

HaropoJiaMu: 30JI0TOM, JOCBIJIOM Ta ipeameTamu (puc. 4.22).
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Rewards from Battle

EXP Gained: 0 ltems Collected

Greystone

Pucynok 4.22 — BikHo nepemoru
Ha pucynky 4.23 QyHkuist oTpuMaHHs JOCBiAY. SKIIO JOCBIAY JOCTaTHRO, TO
BiIOYBAEThCSl TMEpPEXiJ] Ha HOBUU pIBEHb. SIKIIO HE OCTaTHHO, TO HIYOTO HE
BIJIOYBAETHCS 1 JOCBLJ MPOCTO MOYMHAE HAKONMUYYBATUCh JI0 TUX Mip, JOKH YMOBa

JUIsl IEPEXO0ly Ha HACTYIHUM PIBEHb HE Oy/1€ BUKOHYBATHUCh.

B Reward XP f SET L_____—-—'— ]
L —
. 1 | Condition

|- @ XPCurrent o Target | self

XPCurrent @ 1

XPRequired @ :

Pucynox 4.23 — OyHKIlIS OTpUMaHHS JOCBITY

= Level Up = | [ = Call Levelled l-.lp L]
SET
p——————ia—r »

@ Unit Level

Unil Level @

1 Add pin <

Pucynok 4.24 — ®yHkiig 301JIbIIEHHS PIBHA
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Kommnonent Widget € TpuBumipauM ex3emiisipom Widget Blueprint, 3 sikum
MOKHA B3a€EMOJIIATH Y IrPOBOMY CBITi. Y OUIBIIOCTI irOp € HEOOX1HICTh BUBOJIUTHU
JesiKy iH(popMaIlito CBOiM IpaBLsAM yepe3 iHTepdeiic kopuctyBaua rpu. Lle moxe
BapilOBaTHUCS BiJ TaKUX peyeH, K TOJOBHE MEHIO, MEHIO May3W B Tpl, €IIEMEHTHU
HUD, npeameTu iHBEHTapto a00 TEKCT JAOBIIKH, KU BKa3y€ I'paBIsiM, 10 pOOUTH
B MeBHiM cutyamii. 3a gomomororo Unreal Motion Graphics (UMG) moxHa
CTBOPIOBATH TUTAH BIKETIB JJIsI KEpYBaHHS B1IOOpPaKEHHSIM €JIEMEHTIB iHTEpdency
KopuctyBaua y npoekti. Widget Blueprint Bukopuctoye Blueprint Visual Scripting
JUTSL PO3pOOKH MakeTa, a TaKok (DYHKIIIOHATBHUX MOXJIMBOCTEH CIEHAPIIO s
€JIEMEHTIB 1HTep(deiicy KOpUCTyBaya, HaNpUKIAA, 110 BiJAOYyBa€ThCs, KOJIU
HATHUCKAETHCA KHOMKA a00 3MIHIOETHCS 3HAUCHHS.

Jlyist BUBOy piBHSI Ha €KpaH OyJI0 CTBOPEHO BIIXKET, IKUI OyJile BUBOJAUTHUCH

Ha BIKHO niepeMori (puc. 4.25).

Vartical Alignmant

4 Content

4 Appearance

Pucynok 4.26 — Blueprint iHaukaTopy 10CBIy
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Pucynok 4.27 — InaukaTop 10CBiTy
Jiig inAMKaTopa JOCBiNy y MepcoHa)ka, KOJIM BiH OTPUMY€E HarOpoIu CTBOPEHO

noniro. Ha pucynky 4.26 3 MacuBy mepCcOHaXiB OepeThCs MOTOYHUN TOCBIT Ta
HEOoOX1IHUM AOCBIN 1 15 1HpopMallisa qoaaeThes y Progress Bar 3 Bimkery.

4.4 TecryBaHHSI MPOAYKTUBHOCTI 32 10M0MOr010 pexknmiB B Unreal
Engine 4

Jliist TecTyBaHHS IPOYKTUBHOCTI ClIeHU BUKopucTaHo pexxum Unreal Engine
4 - Shader Complexity (puc. 4.28). BiH BUKOpPHCTOBYETHCS M Bi3zyaizaiii
KUIBKOCTI 1HCTPYKIIIH mIeiepa, siki BAKOPUCTOBYIOTHCS IS OOUHCIIEHHSI KOYKHOTO
nikcens cuenu [21]. Shader Complexity Takok BUKOPUCTOBYETHCS ISl ONTUMI3aIli
edeKTiB YaCTUHOK, 5IKi, SK MPABWIO, CIPUUYUHSIOTH CTPUOKH TPOTYKTUBHOCTI 3
BEJIMKOI0 KUIBKICTIO TEPEPUCOBKH MPOTATOM KOPOTKOTO mepioay uvacy. Pexum
BUKOPHCTOBY€E KOJIBOPOBUH CHEKTp, 00 BKa3aTH, HACKLIBKU Jopora cieHa [22].
3eseHui 1 YepBOHUM MPEACTABISAIOTH JIHIHHY 3aJIeKHICTh BIJ] «JIy’Ke HEIOPOTUX»
JI0 «JOPOTUX», & POKEBUM 1 OUIMI BKa3ylOTh HAa BEJIMKUU CTPUOOK 10 «IYy¥Ke
JTOpOTHX» TiKceMiB. SKo 0 OUTBIIICTh eKpaHy OyJia ICKpaBO-4€pBOHOI0 a00 0171010,
IPOAYKTUBHICTh Oyna 6 moraHoto. CueHa B Ipi € JOCTaTHbO ONTHMI30BaHa, 110

MOKa3ye€ 3eJIEHUI KOIIp.

Pucynox 4.28 — Pexxum Shader Complexity
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Pucynok 4.29 - Pexxum Lightmap Density
Ha pucynky 4.29 irpoBa cuena B pexumi Lightmap Density. Lleli pexum
BiJIoOpaXka€ NIUTHHICTh KapTHU OCBITIICHHS OO €KTIB, Ha SKI HAHECEHO TEKCTYpY,
KOJYIOUM 1X KOJbOPOM BIAMOBIIHO 10 TMapaMeTpiB 1JIeaIbHOI/MaKCUMaIbHOI
HIUTBHOCTI Ta B1OOOpa)arouu CITKY, sIKa BIANOBIAA€ (PAKTUYHUM TEKCENISIM KapTu
ocBiTiieHHs [23]. BaxxnmuBo Matu piBHOMIpHY IIIJIBHICTH TEKCENIB IO BCiil CIEHI,

1100 OTpUMATH PIBHOMIPHE OCBITJICHHSI KAPTH OCBITJICHHS.

Less than ideal texel density Ideal texel density Max or greater than ideal texel density

Pucynox 4.30 — [loka3nuku Lightmap Density
Ha pucynky 4.31 pexum Light Complexity. Light Complexity mokasye
KUIbKICTh HECTATUYHUX JHKEPeJl CBITJIA, K1 BIUIMBAIOThH HA TeoMeTpito. Lle kopucHo
JUISL BIZICTE)KEHHSI BAPTOCT1 OCBITJICHHS - UMM OLJIbIIIE CBITJIAa BIUTUBAE HA TIOBEPXHIO,

TUM JIOpOK4e OyJie 3aTiHATH 11 [24].
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Pucynok 4.31 — Light Complexity

3

Pucynok 4.32 - Pexxum Quad Overdraw

Ha pucynky 4.32 pexum Quad Overdraw. Komm nekigbka IOJITOHIB
NEPEKPUBAIOTHCS 1 BIIOOPaXKarOThCcsl B OJHOMY KBajpari Ha rpadiyHomy OJoIl
00poOKH, MPOAYKTUBHICTh CIICHH MaJa€, OCKIILKH BOHH OOYHCIIOIOTHCS, a MOTIM
BUKOPHUCTOBYIOThCS [25]. CrieHa 1OCTaTHBO ONTUMI30BaHa 1 TOMY B IIbOMY PEXKHUMI

J1ana3oH KOJbOPIB MPAaBUIIbHHM.
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4.5 AHaJi3 oTpUMaHuX pPe3yJbTATIiB

PeasnizoBano nmokpokoBy crparerito Ha MoBi Blueprint 8 Unreal Engine 4, o
MICTUTh MPOLEAYPHY I'€Hepauilo irpoBoro cepeaopuina. B tabmuui 4.1 nokazaHo
aHai3 3a KpUTEPIIMH pealizoBaHoi rpu 3 aHajgoramu Heroes of Might and Magic
ta The Battle for Wesnoth.

Tabnuus 4.1 — IlopiBHSHHS TPU 3 aHATIOTAMH

Heroes of
_ ' . The Battle for
Kpurepiit PeanizoBana rpa Might and
' Wesnoth
Magic
[IIBuKe 3aBaHTAKEHHS
+ - -
IrPOBOT'0 CEaHCy
[IponenypHa reneparris + - -
CyuacHa rpadika + - -
Cucrema nmokpalieHHs
+ + +
XapaKTEepPUCTUK repost
Bukopucranns PBR
+ - -
TEKCTYP

B mnopiBusHHI 3 aHamoramu KBamidikamiiiHa poboTa Mae peaizoBaHi
IepeBary, a came 3a paxXyHOK IMpoLEeaypHOi reHepalii Ma€e MIBUAKE 3aBaHTaKEHHS
IrpOBOr0 CE€aHCy Ta JOCTaTHhO PI3HOMAHITHY POCIMHHICTh. TEKCTypH, IO
BUKOPHUCTAHO JJIS MPOLIEAYPHOI reHepanii MatoTh (PI3UYHO KOPPEKTHUN PEHAECPUHT
3a paxyHOK KapT BUCOT, HOpMaJIel Ta »OPCTKOCTI, IO Jla€ TepeBaru y rpadimi B
NOpIBHAHHI 3 aHajoramu. ['pa Mae AOCTaTHIO ONTHMI3alilo rpadiku, 10 Aae€
nepeBary y KoMmGopTHiii rpi.

KpiMm 1poro rpa MiCTUTB SIKICHI aHiMalii Ta €(eKTH, IO POOUTH i 111e OLIbII
cyudacHimoro. Irpu Heroes of Might and Magic ta The Battle for Wesnoth maroTs
CHUCTEMH TTOKPAILIeHHsI, ajie B KBaJipikaIiiHii Ipi 111 TOKa3HUKHU peajli30BaHO OUIbIII

rM0oKo, 10oAaHO HabaraTo OLIbIIE XapaKTEPUCTUK (IUBUJKICTh, 3aXHUCT, PO3YM,
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BUTPUBAJICTh) [UJII KOXKHOTO TIEPCOHA)Ka, SKI TOKPAIIYIOThCS 3a PaxyHOK
30UTbIIEHHS PIBHS Ta CHEIIaJbHUX IMPEAMETIB, SIKUX HE MaioTh aHanoru. Koxen
NEPCOHAXX MAa€ JIEKUIbKAa BHJIB aTaK, a TaK0X CUCTEMY 30UIbIICHHS pPIBHA 3a
PaxyHOK OTpUMAaHHS JIOCBITY.

JInsi KOXKHOrO TMEepCOHaka BUBEIACHO MOKA3HUKUA 3JI0POB’S Ta MaHHU Ha
OCHOBHHMI €KpaH TpH, MO0 pPOOUTh KOPHUCTYBalbKUW iHTepdeic Tpu OuIbII
3py4HIIIMM Ta KpacupimuM B mopiBHsHHI 3 Heroes of Might and Magic ta The
Battle for Wesnoth.

BucHoBku 10 po3ainy 4

Po3pobneno 3D rpy Ha moBi Blueprint y cepengosumii Unreal Engine 4.
CTBOpeHO IrpOBHI PEXHM Ta KOHTPOJEp TPaBIs IMOKPOKOBOI CTpaTerii.
PeanizoBaHo MexaHiKM aTaku Ta (PYHKIT pO3paxyHKy MOMIKOMKeHb. CTBOPEHO Ta
BIJIpEIaroBaHo crelianbHi rpadiuni eQeKTH A PI3HUX ITPOBUX MEXaHIK.

PeanizoBano cucremy 30epexkeHHs Iporpecy 3a jgornomoror SaveGame, a
TaKOXX CHUCTEMYy OTpUMaHHS BUHAropoj. CtBopeHO (yHKINT 301IbIICHHS PIBHS,
1HAMKATOpH OTPUMAHOTO JOCBIiTy, Mepexin Ta 30epexeHHs aocBixy. CTBOpEeHO
BIJDKETH 1HTEP(EHCY rpaBIis.

[IpoBeneHo TecTyBaHHS MPOAYKTUBHOCTI 3a J0NOoMOTow pexumiB B Unreal
Engine 4: Shader Complexity, Light Complexity, Lightmap Density, Quad
Overdraw. IrpoBa ciieHa onTUMI30BaHa 1 HE HABAHTAXKYE CUCTEMY, Ma€ PIBHOMIPHY
IIUTBHICTH TEKCEIIB Ta pIBHOMIPHE OCBITIICHHS KapTH OCBITJICHHS. PeanizoBaHa rpa

BI/IMOBI A€ MpeIcTaBICHIN crienudikaliii BUMOT.
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BUCHOBKH

Kranidikamiitna pobora 1moB’si3aHa 3 BUKOPUCTAHHIM TEXHOJIOTi po3poOKU
KoMIT'toTepHOi 3D rpu B KaHpl NMOKPOKOBUX CTpaTerii Ha MOBI BI3yaJbHOTO
nporpamyBaHHs Blueprint ma Unreal Engine 4 3 mporeaypHO0 TreHeparieo
irpoBoro cepemoBuina. Ha ngaHWii MOMEHT MpolieypHa TeHepalis I03BOJIsE
3MEHIIIUTA BUTPATH, HA KOKHOMY €Tari po3poOKH, TOMY IO J03BOJISE€ 3MEHIIUTH
KUIBKICTh TIEPCOHATY Ta 30UIBIIUTH PI3HOMAHITTS JIOKAI[iH, 8 TAKOXK €KOHOMHTB Yac.
3a paxyHOK LIbOT0, MPOLIeypHA TeHEpallis € aKTyaJIbHOIO HA CHOTO/IHIIIHIN JCHb.

[IpoBeneno aHami3 MpeAMETHOI Tramy3l Ta OCHIKEHO AaHaJIOTH TpH.
BusHaueHo, 1m0 OCHOBHUMH HEIOJIIKAMH aHAJOTIB € HEAOCTaTHHO DPO3BHHEHA
CHCTEeMa MOKpAIIeHHs XapaKTePUCTUK IOHITIB, 3acTapiia rpadika Ta HaOpUIIMBUNA
pakypc kamepu. IlepeBaroto po3poOIOBaHOI TpuU € CHUCTEMa MOKpPAIEHHS
XapaKTePUCTHK TepOiB 3a PaxXyHOK CHCTEMHU JIOCBiAy rpaBis. BussneHo, mo as
KAHPY TOKPOKOBUX CTpaTerii HIKOJIM HE BUKOPUCTOBYBAJIACh IIPOLIETypHA
reHepais:

JlocnikeHo mpoueaypHy resepailito B irpax. Buznadeno, 1o npoieaypHa
reHepaiis 3aitmae 80% crenu, a iHmi 20% T0poOIIOIOTHCS XyI0KHUKOM. Jliis
CTBOPEHHsI MPOLIEAYPHOI TeHepalii pO3IMVISIHYTO JEKUIbKa I1HCTPYMEHTIB [JIst
CTBOPEHHS JaHAIIA(Ty Ta KapTU BUCOT, K1 CTBOPIOIOTHCA 32 PAXyHOK 3MIIITyBaHHS
MIEBHUX IIIYMIB.

3MOJIeIbOBAHO Ta CIPOEKTOBAHO TPy, MPEACTABICHO JlarpaMu: BapiaHTIB
BUKOPHMCTAHHS, KJaciB, CTaHIB, MISJIBHOCTI Ta mociaigoBHocTi. Ha ocHOBI mmx
JiarpaM MpeJiCTaBI€HO MEXaHIKK 1rPOBOIrO MPOLECY: CUCTEMY MOKPOKOBUX XO/IIB,
MOCIIAOBHICTh BUKIIMKY METOIB JIJIsl aTaKu T'epoiB, aTaKU BOPOra, aTaKu Marie€lo,
MEHIO amnrpeiaiB, OTpPUMaHHS JOCBiAYy Ta mpeaMeTiB. Po3pobieHo Mokamnu
1HTEpPEiicy rpu.

Po3po6iaeno 3D 00°eKTH POCIMHHOCTI JUIS TPOIEAYpPHOI TIeHepartii.
CtBopeno high poly ta low poly 06’extu, UV posroptky Ta atiacu B Maya 3D.

[Tpouiec dapOyBanns TekcTyp 3pobiaeHo B Substance Painter. Jlammmadt Ta
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Mmatepian juisi Hporo 3poosieno B Unreal Engine 4. 3a momomoror iHCTpyMEHTY
Procedural Foliage Spawner s cTBOpeHHS MpOIEAYypHOI T'eHeparllii 3all0BHEHO
IrpoBUI piBeHb poOCHHMHHICTIO. [IponeaypHy TreHepalilo IMIUIEMEHTOBAHO 3a
nornoMororo iHcTpyMenTapito Foliage. OcBiTiieHHs Ha CiieH1 3p00JIeHO 3a PaxXyHOK:
Directional Light, Sky Atmosphere, Sky Light. Jlonano TymaH 3a J0IOMOTOIO
iHcTpymenty Exponential Height Fog. Tloct 06po0Oky ciienu 3po0ieHo 3a paxXyHOK
Post Process Volume ta ontumizoBano 3a paxyHok cuctemu LUT.

JIist  CTBOpPEHHS TPW BHKOPHUCTAaHO MOBY BI3YalbHOTO TPOTPaMyBaHHS
blueprint. CTBOpEeHO IrpOBHIl PEKUM Ta KOHTPOJIEP TPABISl MOKPOKOBOI CTpATETTIi.
PeanizoBaHo MexaHIKM aTakd Ta (QYHKOIi pO3paxyHKy  IOIIKOJKEHb.
BinpenaroBano Ta cTBOpeHo crenianbHi rpadiuHi eQexTH, 1T Bizyai3amii mi1 4ac
BUKOPHUCTaHHS MEXaHIK 3a JOMOMOror iHCTpyMeHTy Niagara. CTBOpeHO aHiMarlii
JUISL 1A TIepCOHAXIB Ta iX B3aeMozli. PeanizoBaHo cuctemy 30epekeHHs Mporpecy,
a TAaKOX CHUCTEeMy OTpuMaHHs BHHAropoj. CTBopeHO (PyHKIIT 301IbIICHHS PiBHS,
IHIMKATOPU OTPUMAHOTO JOCBIIYy Ta 30epekeHHs M0cBimy. CTBOPEHO BIJKETH
iHTepdeiicy rpaBs.

[IpoBeneHo TecTyBaHHS MPOAYKTHBHOCTI 3a JIONOMOTOI0 pexkumiB B Unreal
Engine 4: Shader Complexity, Light Complexity, Lightmap Density, Quad
Overdraw. TecTyBaHHA NPOAYKTUBHOCTI TIOKa3ajlo, WO CI€HA JOCTaTHBO
onTUMI30BaHa JIsl KOM(POPTHOI IrpH.

Omxe MeTa, MO Mojsrajga y IMOKPAIleHHI IrpOBOrO MPOIECY 3a pPaxyHOK
MPOLIETyPHOI TeHeparllii iIrpoBOro CepeIoBUINA MUISIXOM BHUKOPUCTAHHIM CHUCTEMU

Blueprint Oyna nocsrayra.
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JOIATOK A
AnpoOauis kBajipikaninHoi podoTu

PesynbraTu gocnimkers Oyiau mpeacTaBieH! Ha TBOX KOH(DEPEHITIsX:

— Morunsiaebki yutanHs — 2022, : JlocBig Ta TEHIEHLII PO3BUTKY
CyCHiIbCTBa B YKpaiHi : I100aJbHUM, HAIlIOHATBHUN Ta PEriOHAIBHUN aCTICKTH :
XXV Bceykp. HayK.-IpakT. KOHQ. : Te3u aomnoBiaed : KoM 'roTepHi Haykw.
Texniuni Hayku, Mukonais, 7—11 nucrton. 2022 p. / UHY im. Iletpa Morumu. —

MuxkomnaiB : Bua-so UYHY im. Ilerpa Morumnu, 2022.

MiHicTepcTBO OCBITH | HAYKH YEpaiHH
YHopaomopcekHii HauloHaneHHI yHIBepcHTeT iMeHI [leTpa Morumu

«MOTHJIAHCBKI YATAHHSA - 2022:
Jocein Ta TeHaeHnil pOIBHTKY cycninkcTea B YKpaini:
raodaILHA, HALIOHATEHWI TA perioHaAILHNI acHeKTH»

XXV BceeykpalHCBKa HAYKOBO-TNPAKTHYHA KOH(EPEHLIA

TE3H
Komn’wrepHi HayKH.

TexHiuni HAyKH

Muxonaig, 7-11 mactonana 2022 poxy

Muxonaig — 2022

Pucynok A.1 — O0knaaunka 30ipHUKa T€3 KoH(pepeH i MoruasHChbKi

yuTagaa — 2022
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MO#E 3HAYHO CNPOCTHTH Npouec BHABICHHA wxiimmsoro 113 ta sanobirtn
HAHECEHHIO HHM IIKO/TH.

Pucynok | — [liarpamun npeacrasneni 3a qonomoroo SEABORN

VK 004.4
Hwnuros 1. B.,
MaTICTPaHT CHemiansHoCTi imkenepil nporpamuoro 3afesnedenns,
Kaunouéa I. 0.
PhD, erapumii suknagay xahenpn imkenepii nporpasmoro safeineue
YHY im. IMerpa Moruam, m. Mukonais, ¥xpaina

[HCTPYMEHTAPIi IIPOLEIY PHOT
TEHEPAIIIT PVIIISI UNREAL ENGINE 4

Cyuacni irposi CBITH B Irpax - ue BelHYe3Hl IPOCTOPH 3 PeamiCTHIHHMH
micaMu, DOTAME, CENHINAMM, MICTAMH, CTEHKAMH Ta GaraTonomocHHMH
woce. ¥ HAC Yac BLIKPHTI CBITH B IMPax CTATH Ha CTUILKH BETHKHMH, WO
npopofnaTh ix Bpyumy mywe Aosro Ta noporo. JIns mmoro Bee wacTime
BHKOPHCTOBYIOTECA  criemiansii anropurvmp. [Ipu  cTeOpeHHl irposoro
NPOCTOPY  BHKOPHCTOBYeTheA npunuun  [lapeto — rpasens  axTHBnHO
mocnigwye mame 20 mincotkis nokawii, a mmn 80 caywate domom,
Mpouegypna remepauis gonomarae sanosmiosars ui 80 siacorkis,
NONErUIYIONH TPONEC CTEOPEHHA JEKOPANiii OTOUEHHS XYIOWHHKAM Ta
reiivgesaiiiepn, mod NepesipaTH MeXaHIKH Ha HAYEPKY CBITY 1 HA XOAy
OAABATH HOBL.

143

Jlorika renepauii peaniioByeTLCs Pi3HHMH iHCTPYMEHTAMH KOMAHIOH
xyaowHHKIBITicnA  4Ore AOAAIOTLCA ENEMEHTH Ta PEfaryloThCd ke
3reHepOBaHi.

Pospofiann The Witcher 3 s6upanuce pospoGuts ceirt, axni 8 35 pasis
Ginsmmit y apyriii wacThmi, ana usoro Gyno pospobneno cHcTemy
JABAAKH AKil MO®Ha Gyno Merko posMillyBaTH Tpasy Ta immni enementH
POCAHHHOCTL, AN8 ULOTQ DYN0 CTEOPEHO AITOPHTM ANS POSMIIHABAHHA
TPUPOIHKX TA ITYYHHX NOBEPXONHL | CTBOPIOBATH MIABHI NEPEXOIH Mix
HHME IIPH ULOMY NPOLEIYPHO 3rEHEPOBANA TPABA HE NEPeKPHBAE AeTaneii
BHXINHOI TEKCTYPH, 4 HaBnakn nigkpecmoe ix. Jma uworo cTeopHin
ANrOPUTM LIS AHANITY MICUL, A€ INOCE MOKE POCTH, A CaMme TPaBsa MOrna
poctn nHme Tam, ae € semnn. o6 wonip Tpasm it Texctypm 3birasca
ANTOPUTM BHKOPHCTOBYBAR IPATIEHTHY CITKY B Axiit konip Tpasn Gmnkue
10 KOPIHHA MaB KOJip 3eMui, a 3sepxy 30epirasca xinamii Komip.

Jins noGyaosm wicta 8 rpi The Thinking City crynis Frogwares
CTBOpHIA IHCTPYMeHT npoueaypuoi remepauii ma Unreal Engine 4.
NyAOWHUKN CNOUSTKY BPYYHY CTBOpIOBANM CiTKy (Mmaker) wicta i
BEATYBATH K1 THON OYIHHKIE MOIIH 3HAXOJMTHCE B TOMY HH IHmOMY
paitoni i konm citka Gyna saBepmena, To BHEOPHCTOBYBANACE NPOLETypHA
reHepanis.

Pucynok | — IncrpymenTapiii npoueaypnoi renepauii Unreal Engine 4

Tlpouenypra redepauis nojerwye podOTy He TUIBKH XYACKHHKIE 1o
OTOYEHHIO. Barato CydacHMX anropHTMIiB BHKOPHCTOBYIOTE ITEpaTHBHHI
TXi, TOMy iX MOWHA 3aCTOCOBYBATH Ha PanHix eTanax pospobrw. Mesen-
MM3IAAHEPH MOKYTL BHKOPHCTOBYBATH ITEPATHEHY EHEPANiio U CTBOPEHHS
maourmit GrokayTia, refiMmnainepn — mod NepesipATH MEXauikn, 100
Ha X0y HOEL OCKUILKH Binajac neoOXigHICTE BHCAKYBATH KOKHE JEPeRo,
3aMICTh 1LOTD CTBOPHOETLCS BCE ABTOMATHIHO.

144

Pucynok A.2 — Te3u kondepeniii MorwistHebki unTanus — 2022

TEXHOJIOT1T

Ta

— Indopmarrtiiini 1HXKEHepIs: Bceykpaincbka

HAyKOBOMPAKTUYHA KOH(EPEeHIIis] MOJIOIUX BUCHUX, ACMIPAHTIB 1 CTYJICHTIB : T€3U

nom., 7-10 mororo 2023 p. / YHY imeni Iletpa Morunu. Mukonaig, 2023.
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MinicTepeTro 0CBITH i Hayku Ykpainu
HopHOMOPCHKHIT HALIOHATBHHH YHIBEpCHTET
imeni [Terpa Morunm

COMPUTER SCIENCE

Est. 1996

«Indopmaniiini TexHosorii Ta iHxeHepin»

Bceyrpaincoka nay | PAKIMUYHA

Oux guenux, acnipanmis i cmyo

TE3H

7-10 momozo 2023 poky

Mukonais - 2023

Pucynox A.3 — O6knaaunaka 30ipHuKa Te3 KoHbepeHIii [HhopmartiitHi

TEXHOJIOT1i Ta 1HXKeHepis — 2023

VIK 004.4
Hwnuros 1. B., Kanduba I. O.
Yopramopeskuli nayionatbnui yuisepcumem ient Tempa Mozwm
M. Muwonais, Yipaina

MNPOUEAYPHA FEHEPALIIA TPH CTBOPEHHI
KOMITHOTEPHHX ITOP

BinkpuTi cBiTH B irpax B HAC 4ac HA CTINLKM BENHKI, WO A8
CTBOPEHHS iX BpYWHY MOWe BHTPATHTHCH Jywe Garato wacy Ta rpousei
Jlns 1BOro Mo¥ATH CTEOPIOBATH CHCUIANEHI ANFOPHTMH A1A IX nobyaosn —
NpOUEYPHY  reHepanii lMpu  creopenni  irpoBoro  npocTopy
BHKOPHCTOBYETECA npruumn [Tapeto — rpaseus axTHBHO AOCHLAYE IHIIE
20 pincoTkie noxanii, a inmi 80 cayxare donom. IMpouenypua resepauia
creopioe wi 80%, a immi 20% CTBOPIOE XYAOKHHE, IO NOMETIIYE
WEHAKICTE pospofneHns irpoBoro CEITY. AIFOpHTMH ans  peanisawii
npoUeAYPHOT renepauii Peati3VeTEC PISHHME IHCTPYMEHTAMH KOMAH/IO00
xyaowuukis. Ilicis 4HOro pejaryloTLCH  3rEHCpOBAHI  €IEMEHTH  Ta
JIOAI0TECS HOBI.

Poapobumukn The Witcher 3 pospofumm anropumM, 3apsKH SKOMY
MOKHZ Gy10 Nerko J07aBaTH  ENEMEHTH POCIHHHOCTI Ha  irposmit
nasuadT. ANTOPHTM POMIZHAE NPHPOIHI Ta IITY4HI NOBEPXHI il TeHepye
IUIABHI Mepexoan Mk HEmH. B nifi cucremi remepauil sreHeposana Tpasa
nigkpecmoe aetami texcrypu. [lpn cTeopenni npoueayprol remepauii,
POIPOGHUKH CTBOPHIH ANTOPHTM VIR AHANIZY MIiCllb, B AKHX MOKE POCTH
POCIHHHICTE, @ CAME TPABa MOTIIA POCTH JTHINE TaM, A€ € 3EMIS. AITOPHTM
BHKOPHCTOBYBAE TPANICHTHY CiTKY — B #Kiil wonip Tpasum Gmmiue 10
KOPIHHA MaB KOmip 3eMUIi, a ssepxy sbepirases Bxiannil komip

Poapobunkn The Thinking City cTBOpHIN NpoUeIyPHY reHepauin
ang nodygosn micta B rpl. el inctpyment ©ymo pospobneno na Unreal
Engine 4. XyJomHMKH CHNOWATEY BpY4YHY CTBOPIOBATH MakeT micTa i
BKA3YBTH THIT DYIHHKY, SKi MOTIH 3HAXOAMTHCE B IEBHOMY Pafioni 1 Ko
XYA0KHHK UIE JABCPINYEAR, TO BHKOPHCTOBYBAIACE NPOLIEAYPHA TeHepalis

Mpoueaypua remepanis nanmmadTy B irpax cTBOpIETLCS 3a
JIONOMOTOI KAPTH BHCOT, SKA CKIAAETHLCN 3 BHMAAKosHx wumcen. [lns
CTBOPEHHA KApTH BHCOT BHKOPHCTOBYIOTHCA METOIM TeHEpauil uryry.
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Haiibinsm possunennssy € mym [epnina, cummexenuii mysm, mys Bopai.
LIYM-3HAYEHHS.

Ilym Tlepnina — ue OPHMITHE NPOUEAYPHOI TEKCTYPH, THI
TPATIENTHONO WIyMYy, AKHA BHKOPHCTOBYETECA XYAOMHHKAMH BISYaIbHHX
eexTis Ana 3Ginewenna peanictnunocTi Komn oTepHoi rpadixn. Oyukuin
M€ MCEBJIOBHOAAKOBHA BHITIEA, ane Bci T BI3VANRHI JETAml MAOTh
oaHakosuit poiMip. Lla BIacTHBICTE J03BONSE HHM JETKO KEPYBATH:
uncnendi Macmrabosani wonii urymy Tlepaina mMomyTs Gy BeTasneni B
MATEMATHYHI  BHPG3n IS CTBOPEHHS  Bemukol  pisHoManiTHOCTI
NPOLEIYPHHX TEKCTYD

CHMILIEKCHHTT WYM € PesyIBTaTOM D-BHMIPHOT LyMOBOT dyHKuil,
nopisuganol 3 mwymowm [lepnina («EnacHunmiiy mysm), ane 3 MeHIIOW
KUILKICTIO COpSMOBaHMX apredakTis i, ¥ BHIONX BHMIDAX, MEHIIHMMH
ofUHCTIOBAILHEME BHTpaTaMi. CHMIUIERCHHH LIYM MOAINSE NpocTip Ha
cummaeken. Ile amenmye KinbKicTh Byimis, nNpoTe NpH NOHAT HOTHPH
BHMIDiB, CHMTIIEKCH 3IHAXOMSTHCH HENOCTATHBLO WITBHO, THM  CAMEM
SAHYMIOWYH PYHKII0 Ha BUTLHHX TiNAHKAX.

Llym Bopmi — ue wymosa ynkuin, npeacrasnena Crisenom
Bopni B 1996 poul. ¥ koMo worepnii rpadim BOHZ BHKOPHCTOBYETECH UIA
CTBOPEHHS NPOUETYPHHX TEKCTYP, TOOTO TEKCTYP, SKI CTBOPIOIOTRCH
ABTOMATHYHO 3 OBLILHOK TOMHICTIO, AKI HE NOTPIGHO MAMIOBATH BPYUHY.
Ulym Worley nabmmkacTica Ao imitTanli TekcTyp Kameuio, sogu abo
BlonoriaHux KTITHH

Ulym-3nauenns  — ue  THOD  mysmy, Sk 333sHuail
BHKOPHCTOBYETLCA K NPHMITHE MPOUEAYPHOT TEKCTYPH B KoMn'loTepnii
rpajiui. Bin KOHUENTYaNsHO BIAPISHAETECH BIA TPANIEHTHOIO LIYMY,
npuKTagoM skoro € wym [leprima Ta cuMnaekcHmil mym, i foro wacto
mnyTaoTs 3 mesm. Leil MeTo nonsrae y CTBOpeNH] PeuniTEN TOMOK, SKHM
NPHCBOIOIOTECE BHMAAKoBi suaucnud. [Motim dyaeuis mymy noseprac
IHTEPNOTBOBANE YNCIO HA OCHOBI HAYEHb HABKONHITHIX TOMOK PElIiTEI.
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Pucynox A.2 — Te3u kondepennii [Hpopmarriiini TexHoO0Tii Ta

imkenepis — 2023

Smnukos J1. B.
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