MIHICTEPCTBO OCBITU I HAYKHU YKPATHU
YopHomopcbkuil HallioHAJILHUH YHiBepcuTeT iMmeHi Ilerpa Moruiamn
@aKkyJbTeT KOMII'IOTEPHUX HAYK
Kadenpa in:kenepii nporpaMmHoro 3ade3ne4eHHst

JIOTTVIIIEHO JI0 3AXUCTY

3aBimyBay kadeapu iHKeHepii
MPOrpaMHOro 3a0e3NeUeHHS

€sren [JABUJIEHKO
«17» yepBHs 2025 p.

KBAJII®IKAIIMHA POBOTA
HA 3JIOBYTTS OCBITHBOI'O CTYIIEHSI BAKAJIABPA

ITPOBUIM 3ACTOCYHOK VY )KAHPI ACTION-
SHOOTER 3 BUKOPUCTAHHAM TPUBUMIPHOI'O
MOAEJIFOBAHHS
CrneuianbHicTs 121 THxkeHepis mporpaMHOro 3a0e3rneyeHHs
OcsitHs iporpama «IHxeHepist mporpaMHOro 3a0e3neYeHH

3n00yBau Aprem I'PUIIINH
«_» 2025p.

KepiBHuk podorn

KaHJI. TEXH. HayK,

JIOLIEHT Anzxena BOMKO
«_» 2025p.

Mukoaais 2025



3aB1aHHA HA BUKOHAHHA KBaJdidikauiiiHoi podoTn

YopHOMOPCHKHH HalllOHAJIBHUH VHIBEpcuTeT iMeHl [letpa Mormimm

®dakynbTeT Komm’roTepHux Hayk

Kadenpa [mxenepii mporpamMHoro 3a0e3neyeHHs

PiBennb BHIIIOT OCBITH [Tepmmii (0akaiaBpChKU)

OcBiTHIii cTyniHB bakanasp

CriemiaibHICTh 121 ImxeHepist mporpaMHOTo 3a0€3MeYeHHS

OcBiTHS nporpama [HxeHepist mporpaMHOro 3ade3neueHHs
3ATBEP/IKXVIO

3aBigyBau kadeapu 1HKeHepli
IpOrpaMHOro 3a0e3neueHHs
€Brex JlaBueHKO

«16» ClYHS 2025 p.p.

3ABJJAHHA
Ha KBaJidikauiiHy 0akajnaBpcbKy po0oTy 3100yBaua

I'puminn Aprem

1. Tema kBamigikaniiinoi podotn «IrpoBuii 3aCTOCYHOK y »aHpl action-
shooter 3 BUKOPUCTaHHSIM TPUBUMIPHOTO MOJIEIIOBAaHHS» 3aTBEPI’KEHA HAKa30M
pexktopa UHY im. [Terpa Morumu Ne 315 Big« 13 » nucromama 2024 p.

2. Crpok npencraBieHHs kBamidikaiiitHoi podotu « 24 » 4vepBHs 2025 p.

3. OuikyBaHUii pe3yabTaT pOOOTH Ta MOYATKOBI JIaH1 AKIIO TakKi MOTPiOHI.

OuikyBaHMM pPE3yJIbTaTOM € irpOBHH 3aCTOCYHOK Y JkaHpi action-shooter 3 BUKOPHCTaHHSIM TPUBHMipHOTO

MOACIKOBAHH.



4. [lepenik nmuTanp, U0 MiAJIATAIOTH PO3POOII:

AHani3 npeaMeTHOl 00JacTl, NOPIBHSUIBHUKA aHAII3 aHAJIOrIB, BU3HAYECHHS

BHMOTI' Ta d)VHKHiOHaJ'IV CHUCTCMH, MOJCIOBAHHI, ITIPOEKTYBAHHA ITPOIPAMHOTIO

3aCTOCYHKY., KOAYBAHHA Td TCCTYBAHHA 3aCTOCYHKY.

5. [epenik rpadiyHUX MaTepiamiB:

[Ipesenraris

6. KoncynbsTantu:

KouncyabTant Kadenpa (opranizauis) YacTtuHa podoTu

JaTa Bugaui 3aBaanHs « 25 » guctomama 2024 p.



KAJIEHJAPHUM IIJIAH
BUKOHAaHHSA KBaJi(ikauiiiHoi podoTu

Tema: «IrpoBHii 3aCTOCYHOK V KaHpi action-shooter 3 BUKOPHUCTaHHIM
TPUBUMIPHOTO MOJEITIOBAHHSL..

HaiimenyBaHHs po0oTH .
Ne Po3po0Oka Ta 3aTBEp/IXKEHHSI 3aBIaHHS Ha Iouarok | 3ainuenHs
1. 29.11.2024p. | 30.11.2024p.
BuKkoHaHHs KPb
2. Orman joxepen indopmanii 3a TeMoI0 |y 5 05 2055, | 97.02.2025p.
poboTH
3. Cxknaganns kanenaapaoro miany KPb 28.02.2025p. | 29.02.2025p.
4. AHaIT3 IpeaMeTHOI 001acTi 01.03.2025p. | 15.03.2025p.
3. MoaenoBanHs Ta KOHCTpyrOBaHH: [13 15.03.2025p. | 04.04.2025p.
KonyBannsi, TectyBanHs po3pooiienoro I13,
6. | aHaii3 pe3yabTaTiB TECTyBaHHA, po3podka | 05.04.2025p. | 25.05.2025
KEpIBHUIITBA KOPUCTYyBayua
7 Po3pobxka cneuianr;llzc;i'uri{acmﬂn 3 OXOPOHH | 5 15 555 30.05.2025
8. Biaryk kepiBauka KPb 30.05.2025 13.06.2025
9. Odopmnenns KPb ta npe3enTairii 30.05.2025 12.06.2025
10. [TonepegHii 3aXUCT 28.05.2025 28.05.2025
11. Pernien3yBanHs 30.05.2025 14.06.2025
12. 3axuct kBamidikaiiitHoi poboTu 24.06.2025 24.06.2025
3n00yBay Aprem T'PUIIINH

KepiBHuk podotu

KaHA.

JIOLIEHT

TEXH. HaYK,

« 30 » ciung 2025 p.

Amxena BOMKO

« 30 » ciung 2025 p.




AHOTALIA
110 KBamidikaiiiHoi 6akagaBpchbkoi poOOTH
«IrpoBuii 3acTocyHOK y skaHpi action-shooter 3 BUKOPUCTAHHAM TPUBUMIPHOTO
MO/1eJTI0BAHHSD)
3n00yBau 409 rp.: ['pumun Aptem
KepiBHUK: KaH[. TEXH. HayK, JOLEHT boilko AHxena

VY cyyacHOMY CBiT1 KOMIT FOTEpHI Irpy HAa0yBalOTh BCE OUIBIIOT MOIMYJIIPHOCTI,
a X po3poOKa TOCTIMHO BIOCKOHATMIOETHhCH. JKaHp action-shooteriB 3amumraeTbes
OJIHUM 13 Haii3aTpeOyBaHIIUX CEpe]l TPABIIIB 3aB/SKH JUHAMIYHOMY T'e€HMIUICIO Ta
3aXOIUTIOIOUMM ITPOBUM MEXaHIKaM. BUKOpHUCTaHHS TPUBUMIPHOTO MOJEITIOBAHHSA
J03BOJISIE CTBOPIOBATH PEATICTUYHI ITPOBI CBITH, AETATI30BAaHUX MEPCOHAXKIB Ta
edexTHy 30poto, 110 MiABUIIY€ 3aHYPEHHS I'PaBLs y MPOLIEC.

VYKpaiHCbKUH IrpOBUI pUHOK MOTPEOYE AKICHUX BITYUZHIHUX POEKTIB y HBOMY
xaHpl. bakamaBpcbka poOoTa crpsiMOBaHa Ha PO3POOKY IrpoBOr0 MNPOTOTHILY 3
BUKOPHUCTAHHSAM CYYaCHUX IHCTpyMeHTIB 3D-MoOze/ntoBaHHs Ta irpOBUX TEXHOJOTIH.
Pe3ynbTaT MOXe cTaTh OCHOBOIO IS MOAAIBIIOTO PO3BUTKY OBHOLIIHHOL TPH.

Meta: CrBOpeHHs IrpoBOro TPOTOTHIY B kaHpi action-shooter 3
BUKOPHUCTAHHSAM TPUBUMIPHOTO MOJICITIOBAHHS JJIsi JEMOHCTpallii OCHOBHUX ITPOBHX
MEXaHIK Ta 3aJIy4eHHsI IHTepecy I'PaBIIiB.

00'exT podoTHM: TpoliecH, IO TOB’S3aHI 13 OPraHi3aIli€l0 Ta CTBOPECHHSIM
IrPOBOT0 3aCTOCYHKY.

IIpeamer poboTHM: 1HCTpyMEHTaJIbHI 3acoOu Ta i1H(OpMAIliiiHI TEXHOJOT1]
PO3POOKH IrPOBOTO 3aCTOCYHKY.

VY BCTyI BU3HAYAETHCSA AKTYaJIbHICTh TEMH, MOSICHEHO METY AOCTIIHKEHHS Ta
HAJaHO KOPOTKHUU OIJISAJ IMOCTaBJICHOI 3ajadl, NMPEeAMETY IOCHIHKEHHS Ta 00’€KTa
JOCITIIKEHHS.

VY mepmioMy po3aini MPOBEIEHO aHaI3 ICHYHOUMX aHAJOTIB, IO JI03BOJIUTH
BU3HAYUTH OCHOBHI OCOOJMBOCTI 1rop Ta cQopMyBaTd 3arajbHe pO3yMIHHSA
npeaMeTHOI 00acTi. Y Apyromy po3AuT OMKMCAaHO MPOIEC PO3POOKH MPOEKTHUX

pillieHb 3 METOIO BIJIMOBII HA BUMOTH JI0 MPOTpaMHOTO 3a0e3neueHHs. Llei mpoiec



BKJIFOUATUME MOJICITIOBAHHS 00'€KTy Ta MPEAMETY IOCIHIKSHHS, a TAKOX CTBOPEHHS
GbyHKITIOHATBHUX Ta 1HQOpMAaIITHUX MOJIeNIel MPOrpaMHOTo 3a0e3MeUeHHs.

Y TperboMy poO3Miii MOKAa3aHO MPOIEC PO3POOKH, BKIIOYAIOYM BHOIp MOBHU
porpaMmyBaHHs, BHOIp pyIis, po3poOKy KOHIEMIii I'pH, 1i TeHMIUICI0, a TaKOX
CTBOpEHHS jAiarpaMm Ta iHTepdeicy. Y BHCHOBKAaX IMPOBOAMUTHCA aHaji3 poOOTH Ta
OTPUMAaHHX PE3yJIbTaTIB.

KBbP Buknanena Ha 48 cTOpiHOK, BOHA MICTUTh 4 po3ainu, 18 imroctparii, 4
TabnuIb, 15 IHKepen B epesiKy NOCHIIaHb.

Kurouosi cioBa: Unreal Engine 5, TpuBuMipHe MojentoBanHs, action-shooter, C++,
UML-giarpamu



ABSTRACT
to the qualifying bachelor's thesis
«Game application in the genre of action-shooter using three-dimensional
modeling»
Student 409 gr.: Grishin Artem

Supervisor: Candidate of Technical Sciences, Associate Professor Boyko Angela

In the modern world, computer games are becoming increasingly popular, and their
development is constantly improving. The action shooter genre remains one of the most
popular among players due to its dynamic gameplay and exciting game mechanics. The
use of three-dimensional modeling allows creating realistic game worlds, detailed
characters, and spectacular weapons, which increases the player's immersion in the
process.

The Ukrainian gaming market needs high-quality domestic projects in this genre.
The bachelor's thesis is aimed at developing a game prototype using modern 3D modeling
tools and gaming technologies. The result can become the basis for further development
of a full-fledged game.

Objective: To create a game prototype in the action-shooter genre using three-
dimensional modeling to demonstrate the basic game mechanics and attract the interest
of players.

Object of work: processes related to the organization and creation of a game
application.

Subject of work: tools and information technologies for developing a game
application.

The introduction defines the relevance of the topic, explains the purpose of the
study and provides a brief overview of the task, subject of study and object of study.

The first section analyzes existing analogs to identify the main features of games
and form a general understanding of the subject area. The second section describes the
process of developing design solutions to meet software requirements. This process will
include modeling the object and subject of research, as well as creating functional and

information models of the software.



The third section shows the development process, including the choice of
programming language, the choice of engine, the development of the game concept, its
gameplay, and the creation of diagrams and interface. The conclusion analyzes the work

and the results obtained.

The CBR is set out on 48 pages, it contains 4 sections, 18 illustrations, 4 tables,

15 sources in the list of references.

Keywords: Unreal Engine 5, three-dimensional modeling, action-shooter, C++,
UML diagrams
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INEPEJIIK CKOPOYEHb
I13 — nporpamue 3abe3ne4eHHs
[1IK — nmepcoHaIbHUAN KOMIT FOTEP
API — application programming interface
UES — Unreal Engine 5
UI — user interface

UML — unified modeling language
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

BCTYII

AKTyanbHICTh TEMHU 3yMOBJICHA TUM, 1110 KOMIT FOTEPHI IrpH BXKE 3aM0JIOHUIIN BECh
CBIT, B HUX TpaloTh SK JITH, TaK 1 Jopocii. Boun mpuBaOIiol0Th KOPUCTYBAUiB CBOIM
JTU3aMHOM, CIOKETOM, TIEPCOHAaXKaMW Ta I1HTEPAKTHUBHICTIO Yy CY4YaCHOMY CBITi, ¢
TEXHOJIOT1i TMOCTIHHO PO3BUBAIOTHCS, KOMIT IOTEPHI ITPU 3AJIMINAIOTHCS BaXJIMBUM
€JIEMEHTOM PO3BaKaJILHOT 1HAYCTPIi, a *xaHp action-shooteriB 3aiiMae OHY 3 MPOBITHUX
MO3UIIIN 3aBASIKU CBOIM JWHAMIYHOCTI, IHTEPAKTUBHOCTI Ta MOXJIMBOCTI 3aHYPEHHS Y
BIpTYyaJIbHI CBITH.

Metorw pobotu € po3pobOka anbda-Bepcii rpu y kaHpi action-shooter 13
BUKOPHUCTAHHSAM CYyYaCHOTO TPUBHMIPHOTO MOJIENIIOBaHHS JUIsl HA0YTTS 3aXOIUTFOI0YOrO
IrpOBOTO J0CBINY.

JUis NOCATHEHHSI TOCTaBJIEHOT METH HEOOX1JHO BUKOHATH TaKl 3aBIAHHS:

— JOCIIIIUTH OCOOIMBOCTI sKaHpy action-shooteris;

— MIPOaHaNi3yBaTH Cy4acHUI pUHOK KOMIT FOTEPHUX 1TOp;

— chopMyBaTH OCHOBHI BUMOTH JI0 MallOyTHBOI TPH;

= cipoektyBatu 3D-mMoeni AJig irpoBOro CBITY Ta MEPCOHAXKIB;

— pO3po0OUTH aHIMalli 1715l IrPOBUX O0'€KTIB 1 IEPCOHAXKIB;

— CTBOPUTHU JU3AMH 1HTEp(DElicy KOPUCTyBaya;

= peanizyBatu mporpamMHy yacTuHy rpu Ha 6a3i Unreal Engine 5;

— MPOBECTH TECTYBAHHS TPH JIJIsi BUSIBJICHHS TIOMUJIOK 1 BIIOCKOHAJICHHS

1rPOBOTO MPOLIECY.

O0'ekToM pobOTH € KOMIT'IOTEpHA Trpa y KaHpl action-shooter, cTBopeHa 3
BUKOPUCTAaHHSAM TPUBUMIPHOTO MOJIEIOBaHHs. Ha 06a31 TexHosoriid Unreal Engine 5, Tak
K B MailOyTHbOMY OyJie IPOAOBKYBaTUCh PO3pOOKa TPpH.

[IpenmeToM poOOTH € CydacHI METOJM Ta TEXHOJIOTIi CTBOPEHHSI KOMIT FOTEPHUX
1rop 3 aKIIEHTOM Ha *aHp action-shooteris.

IrpoBuit pymiit Unreal Engine 5 Hamae mupoki MOKIUBOCTI JJII CTBOPEHHS
BHUCOKOSIKICHUX TPHUBUMIPHUX IMOp 3 PEANTICTHYHOIO TIpadikoro, BUKOPUCTOBYIOUHU
CydacHI TEXHOJIOTII pEeHAEpUHTY Ta 3akoHH (¢izuku. lle poOuth #oro imeasbHUM
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

IHCTPYMEHTOM AJis1 pO3poOKH irop y *xaHpi action-shooter, 1o 3a0e3neuyoTh rpaBIsiM
3aXOIJIMBHUH ITPOBHM TOCBIi.

Yomy came action-shooter? anp action-shooteriB Mae AeKiibka CYTTEBUX
nepeBar, siki pooJIATh HOro MOMyJISiPHUM CepeJl TPaBIIiB:

1. JunamivnicTb. ['paBers mocTiiiHO epedyBae B pyci, BAKOHY€E PI3HOMaHITHI
3aBJIaHHS, MPUAMAE MIBUIKI PIIIICHHS, III0 POOUTH TPy 3aXOILTIOIYO0I0.

2. ImepcuBHICTh. 3aBISKHM Cy4YaCHUM TEXHOJOTISIM Tpadiku Ta 3BYKYy IrpH B
YKaHp1 IIyTep 3aHYPIOIOTh IPaBIIiB Y peasliCTUYHI CBITH, JI€ KOJKHA JIeTalb CTBOPIOE e(PEeKT
IPUCYTHOCTI.

3. PisHomaHniTTs cueHapiiB. Binl HaykoBO-(paHTAaCTMUHUX 1O PEaiCTUYHUX
CIOJKETIB, >KaHp action-shooteriB OXOIUTIOE IMPOKUNA CHEKTp TeM, IO J03BOJISIE

3aJI0BOJIBHUTH 1HTEPECU PI3HUX ayIUTOPIM.

2025 p. I'pumun Aprem



Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

1 AHAJII3 HPEI[METHOi COEPU
1.1 Orasg nmpeamMeTHOl 001aCTi

VY cyyacHoMy 1Iu(pOBOMY CBiTi BiJICOIrpH MEPETBOPHIIMCS HA HEBI €MHY YaCTUHY
MOBCSIKICHHOTO JKUTTS MUIBHOHIB JIOACH — HE3aJIeKHO BiJ BiKy, mpodecii uu
comiayibHOTO cTarycy. Oco0IMBO MIBUIKO PO3BUBAETHCA CETMEHT action-shooter irop 3
BUKOPHUCTaHHAM 3D-MOJIe/IIOBaHHS, 110 MOSICHIOETHCS PSAIOM YMHHHKIB:

- JOCTYITHICTb — 3aBJISIKU IITUPOKOMY PO3TOBCIOKEHHIO KOMIT I0TEPIB,
KOHCOJIeH, CMapT(OHIB Ta XMapHUX IJIATPOPM, IIYTEPH CTAIOTh JOCTYITHUMHU
HIMPOKOMY 3arajixy KOpUCTYyBauiB;

- PI3HOMAHITTS JKaHpiB — action-shooter irpu MaroTh 63714 MiIXKaHPIB: Bij
BIMICHKOBUX CUMYJISITOPIB 10 HAYKOBO-(PAHTACTUYHUX OOMOBHKIB, JO3BOJISIIOYM I'PABLIO
3HAWTH LIOCh HA BJIIACHUU CMaK;

- CYCIIJIbHE BU3HAHHS — SIKIIO PaHIIlle irpy CIIpUiiMaiucs sik po3Bara 6e3
KOPHCTI, TO ChOTOJH1 BOHU BBaXKAIOTHCSI IHCTPYMEHTOM PO3BUTKY JIOTIKH, Peakuii Ta

HaBITh KOMaHIHOI B3a€MOII;

HOBITHI TEXHOJIOT1i — IHTErpalis BIpTyalbHOI Ta JOMOBHEHOI PEalIbHOCTI, a
TakoX rimboke 3D-MoaentoBaHHs M pi3UUHI PyILLIi CTBOPIOIOTH PEaTiCTUUHE,
3aXOILTIOI0YE ITPOBE CEPEIOBHIIIC.

XKaup action-shooter € oIHMM 13 HaWJIMHAMIYHIIIMX Ta HAUMOMYJSAPHIIIUX Y
cydacHiii irpoBiii immycTpii. Foro momysispHIiCTE 3yMOBIEHA BHCOKHM piBHEM
aJipeHaJiHy, AaKTUBHOIO B3a€EMOJIIEI0 3 ITPOBUM CEPEAOBUIIEM Ta IIUPOKUMHU
MOXJIMBOCTSAMM TeUMIUIeHHOT peanizaiii [1].

OCHOBOIO TaKuX 1Irop € MOCTiiiHa y4acTh rpaBIlsl y 00MOBUX JisX 13 3aCTOCYBaHHSAM
pPI3HUX BUJIB 30pOi Ta TaKTUYHUX IMIIXOMIB. 3aBISIKM BUKOPUCTAHHIO TPUBHUMIPHOTO
MOJICITIOBAHHS, ITPOBE CEPEOBUIIE BUTIIAIAE PEATTICTUYHO Ta JIETai30BaHO, IO CIIPHUSIE
rIMO0KOMY 3aHYPEHHIO B arMochepy mofid. Y AesSKUX MPOEKTaX OMAEThCS MEXaHiKa
0OMEXXEHUX pecypciB, sKa HaJae TEHUMILICI0 CTPATEerivyHOi TNIMOMHM Ta BUMAarae BiJl

rpaBlsg PO3YMHOTO YIIPaBIIHHS JOCTYITHUMH 3aCO0aMH.

2025 p. I'pumun Aprem



Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

Baxx1nBo0 4YacTHHOIO € ¥ CIOKETHA CKJIaJoBa: HIYTEPU YacTO BKIIOYAIOThH
IHTepaKTUBHI MicCii, 3aBJaHHS Ha BIDKMBAHHI a00 3aXOIUICHHSA TEPUTOPIH, 110
JIOTIOBHIOIOTHCS €JICMEHTAMH JIpaMaTyprii. ATMOC(HEPHICTh BIIITpae KIOUYOBY pOIb —
OCBITJICHHS, 3BYKOBI1 €()EKTH Ta My3WIHHM CYTIPOB1/I CTBOPIOIOTH YHIKAJIbHUN EMOIIITHMIA
HACTpIH, AKUU TpUMAE TPaBlisd B MOCTIMHINA Hanpy3i[2].

Po3pobka TpuBMMIipHOI Tpu y KaHpi action-shooter BHMarae BHKOPHUCTAHHSI
MOTY>KHUX IHCTPYMEHTIB, 1 OHUM 13 HallepekTuBHIMUX pimeHb € Unreal Engine 5. Tleit
pymriii  3abesneuye BHUCOKOSKICHY rpadiky, AMHAMIYHE OCBITJICHHS Ta MIHPOKI
MO>KJIMBOCTI 111 CTBOPEHHSI CKJIATHUX ITPOBUX MEXaHIK. BayKIMBOIO YaCTUHOIO MTPOLIECY
€ cTBOpeHHs 3D-mojeneil mepcoHaxiB, O0’€KTIB Ta CEpeNOBHUINA 3 MMOJATBIINM
J0JIaBaHHAM aHIMalli, 110 3a0e3nevye MIaBHICTh PYXIB 1 B3a€MOIIM.

3HauHy pOJb BiAIrpa€ NPOrpaMyBaHHS, OCKIJIBKM peajizailis TeUMIUIeHHUX
GyHKIIIH, IITYYHOTO 1HTEJIEKTY Ta KOPUCTYBAILIbKOTO 1HTEepdeicy moTpedye 3HaHHS MOB
C++, Blueprints abo Python. He MeHII BaJiMBOIO € podoTa HaJl redManu3aiiHOM — 11€
OXOIUTIOE PO3pOOKY IrpOBUX pIBHIB, OaJaHCYBaHHS MEXaHIK Ta MOOYIOBY IrpOBOTO
MpoIecy B IUIOMY. 3BYKOBUW CYINPOBIJT TAKOX € BaXXJIUBOK CKJIAJ0BOIO: SIKICHO
nigiopani 3Byku 0010, (POHOBE O3BYUEHHSI Ta My3HMKa 3HAYHO MiJICHIIIOIOTH €MOIIiITHE
cnpuiHATTS rpu. [licis 3aBepieHHs] OCHOBHO1 pO3p0OOKH HEO0OX1JHO MPOBECTH BCeOIUHE
TECTYBaHHS Ha pI3HUX IuIaTdhopmax 1 3MIMCHUTH ONTUMI3allilo, 00 3a0e3neunTH
cTabUIbHY POOOTY TpU Ta BUCOKY TIPOYKTUBHICTD.

[Tpuknan komm’toTepHux irop y xaupi action-shooter: Call of Duty (cepis), Far

Cry (cepis).
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1.2 AnaJji3 anaJsioriB irop xanpy «Action-shooter»

AHaii3 aHaJOTrIYHUX Irop Yy >KaHpi action-shooter € BaXJIMBOIO CKJIAJ0BOIO
MpoIIeCcy PO3POOKH, OCKITBKH JIO3BOJISIE BUSBUTH CHJIBHI Ta CJIa0Ki CTOPOHHM BKE
ICHYIOUMX  TPOEKTIB, a TaKoX 3HAWTH  BUIBHI  HINI  JJI1  CTBOPEHHS
KOHKYPEHTOCTIPOMOXHOTO TPOAYKTY. Lle mae MOXIUBICTH BpaxyBaTH 4yl MOMUIIKH,
Kpallle 3pO3yMITH TOTPeOH TpaBIliB 1 MiJABUIIUTH 3arajbHy SIKICTh HOBOTO 3aCTOCYHKY,
0COOJIMBO B ACMEKTAaX TPUBUMIPHOTO MOJEIIOBAHHS, FEHMIUIEIO Ta Bi3yalbHOI MO1aYi.

VY cydacHOMy IrpoBOMY CEpEIOBHIII, /1€ KOHKYPEHIlsS HaJI3BUYalHO BHCOKA,
PO3yMiHHS TOTO, K (YHKIIOHYIOTH 1 COPUMMAIOThCA TMOAIOHI ITPH, CTa€ KPUTUUYHO
BAKJIMBUM. 3aBISKH JI€TaIbHOMY aHaji3y MO>XHA BU3HAYUTU €()EKTUBHI TU3ANHEPCHKI
pILIEHHS, SIK1 CIIPUSIOTH 3aHYPEHHIO TPaBIsl y TPy, BUSIBUTH HEAOJIKH, 110 3HUKYIOTh
SKICTh ITPOBOTO JIOCBiJly, @ TaKOX c(hOopMyBaTH OaueHHSI TOrO, SIKUM TOBHHEH OyTH
HOBUH IPOJYKT, 100 BIH BIAMOBIJAB OUIKYBAaHHSAM CY4YacHOI ayaUTOpIi.

Oco06uBe 3HaYEHHSI Ma€ TPUBUMIPHE MOICITIOBAHHS, OCKUIBKY came BOHO (hopMye
OCHOBHMH BI3yaJbHUHM 00pa3 rpu. Bin sikocTi Mojaenei, TeKCTyp, aHiMalii 1 BI3yalbHUX
edeKTiB 3aJeKUTh HE JIMIIE €CTeTHKA, a W 3arajbHa 3pYy4HICTh CHPUHHATTS irpOBOTO
npocropy. OIiHKa MIAXOIB MO0 TPUBUMIPHOI Tpadiku B IHIIUX MPOEKTAX TO3BOJISE
pPO3pOOHMKAM BUSBUTH YCIIIIHI TEXHIYHI PIIICHHS Ta BIOCKOHAJIWUTU BIJIACHI METOIU

peasizallii Bi3yaJbHOTO KOHTEHTY.
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Tabmuis 1.1 — Onuc Call of Duty

Hasga Call of Duty
BupoOHux Activision (po3poOHuKHM pi3HMX 4acTuH: Infinity Ward,
Treyarch, Sledgehammer Games To1110)
ApxiTekTypa PC (Microsoft Windows), koncomi (PlayStation, Xbox)
Moga peanizarii | C++
OyHKITIT Ta | — OUHAMIYHUNA TEeUMIUIEH: I1HTEHCHUBHI OOIOBI CIE€HU 3
XapaKTePUCTUKU PI3HOMaHITHOIO 30PO€I0 Ta TEXHIKOIO;
— CIOKETHa KaMImaHig: KiHemaTtorpadiyHi icTOpii, IO
OXOIUIIOIOTH  PI3HI ICTOPUYHI Tmepiogd abo BUTaJlaHl
KOH(DIIKTH;
— MYJIBTHUIUIEEP: PO3BUHEHUN 0araTOKOPUCTYBAIbKUIA PEXUM
13 pI3HUMH KapTaMu, pEeXHUMaMud TpPpU Ta CHUCTEMAMH
porpecii;
Ilepesaru — KiHeMaTorpaQiyHiCTh:  BHCOKa  SAKICTh  I[OCTAHOBKH,
crietiepeKTiB Ta CIOXKETY;
— PI3HOMAHITHICTb  PEXKHUMIB:  CIOXKET,  MYJbTHUILICED,
KOOTIEpAaTUBHI MICIi;
— SKICTh CTPUISHHUHU: TUIABHA aHIMAIls Ta peajiCTUYHA
MexaHika 30poi.
Henomiku — KOPOTKa TPUBAIICTh CIOKETHUX KaMIaH1M;
— TIOBTOPIOBAHICTH y JIEAKUX YaCTUHAX Cepii,
— MIKpOTpaH3akuii y MyJIbTHILIEEPI.
Jlxepeno https://en.wikipedia.org/wiki/Call _of Duty
iHbopMmartii
2025 p. I'pumun Aprem
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Tabmuis 1.2 — Onuc Far Cry

Haspa Far Cry
Bupo6uuk Ubisoft (mepmry yactuny po3pobuna Crytek)
ApxitekTypa PC (Microsoft Windows), konco:i (PlayStation, Xbox)

Moga peami3aiiii

C++, BmacHi aBwkku (CryEngine nns mepmioi wactunu, Dunia

Engine 7151 HACTYIHUX)

OyHKIIIT Ta

XapaKTCPUCTUKHU

— BIAKPUTHUH CBIT: MacITaOHI Ta JOKJIAAHO OMPAIlbOBaHI JIOKAITii 3
MO>KJIMBICTIO BIJTBHOT'O JTOCIIIPKCHHS;

— nuHaMiyHa 00HoBa CUCTEMa: BUKOPHCTaHHS pi3HOMaHITHOI 30poi,
TEXHIKH, a TAKOK MOXKJIUBICTh CTEJICY;

— CIOJKET: CHJIbHUN aKIEHT Ha iCTOpiil 3 ICKpaBHUMH aHTaroHiCTaMu
Ta HECTIO[IBAHUMH ITOBOPOTAMHU;

— cucrteMa KpadTy: MOXKIHUBICTh CTBOPEHHS OO€IMpHUIIACIB,

JIKYBaJIBHUX 3aCO0IB Ta CIIOPSKEHHS 3 MaTepiajiB, 3HANICHUX

y CBITI TpH.

[IepeBaru

— BIOKpUTHHA CBIT: ©OaraTi, >KHBI CBITH, SKI CTUMYJIOIOThH
JIOCITIJPKEHHS

— rMUOWHA TEeUMIUICIO: MOYKIIMBICTh BUPIIIYBATH 3aBJIaHHS PI3HUMU
criocobamu;

— SICKpaBi MepCOHaX1: Xapu3MaTHUHI aHTaroOHICTH 1 TIMOOK1 iCTOPIT;

— rpadika: BUCOKUH piBEHb JeTai3allii OTOUCHHS 1 JUHAMIYHE

OCBITJICHHS.

Henonixkn

— MOBTOPIOBAHICTh: MOJIOHA CTPYKTypa MICIH y PI3HHX 4YacTHHaX
cepii;
— TeXHIYH1 IpoOJIeMH: MOXJIHUBI Oaru Ta 3001, 0COOJIMBO Ha peisi;

— CIOKEeTHI  KJmie: 1HOMI  1CTOpii  MOXKYTh  37aBaTUCS

nepen0avyBaHUMH.

Jxepeno

iHpopMmarrii

https://en.wikipedia.org/wiki/Far_Cry
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Taomung 1.3 - Onuc Metro Exodus

Henoniku — TEXHIYHI TpoOJeMHU: Ha CTapTi TPU CHOCTEpITAIUChL Oarm Ta
ONTHUMI3aIHI TPYIHOIIII;
— BIJIKpDUTHH CBIT: €Kl TPaBIli BiA3HAYaAIM, 110 PIBHI 3aBaJKCS MEHII
HAaCHYEHUMH MOJiSIMH TTOPIBHSAHO 3 OLIBII JiHITHUMU YaCTHHAMU;
— OOMeXeHHs CBOOOJM: HE3BAXKAIOUM Ha BEJMKI PiBHI, CTPYKTypa I'pU
YaCTKOBO 3aJIMIIAETHCS JIOCHTh CKPHIITOBAHOIO.
Jlxepeno https://en.wikipedia.org/wiki/Metro Exodus
iHpopmarii
Hazpa Metro Exodus
Bupobnuk 4A Games
ApxiTeKkTypa PC (Microsoft Windows), koncomi (PlayStation, Xbox)

Moga peaitizartii

C++, BnacHuil irpoBuit pymiiit 4A Engine

OyHKIii Ta | — HAiBBIAKPUTHH CBIT: BEJIMKI, BIIKPUTI PiBHI 3 MOKJIUBICTIO BIJILHOTO
XapaKTePUCTHKH JOCITI JKCHHS;
— BWDKHMBAHHA: HEOOXIIHICTH KOHTPOJIIO 3a pecypcaMH, TAaKHUMHU SK
(bUTETpH I IPOTHUTA3iB 1 OOENPHUIIACH;
— CIO’KETHA KaMIaHis: IHO0Ka 1cTopis, SIKa MPOIOBXKYE MOIT onepeiHix
YacTHH cepii;
— cucrema KpadTy: MOKIMBICTh MOAU(]IKYBaTH 30pOI0 Ta CIIOPSIKEHHS
6e31nocepeIHbO y MOJIbOBUX YMOBAX.
IlepeBaru — aTMocdepa: CHIbHE 3aHYPEHHS Yy MOCTANOKATINTUYHUN CBIT 3aBISIKU

rpadiui, My3ulli Ta TU3aiiHy piBHIB;

— CIOKET: eMOI[iliHa icTopis 3 100pe NPONMCAHUMHU MTEPCOHAKAMU;

— rpadika: peajiCTHUHE OCBITIEHHS, AETai3oBaHI Mojeni i edexTu
(ocobunBo 3 miaTpuMKoro TexHonorii Ray Tracing);

— TerMIuIei: 6amanc MiX BIIKPUTUM CBITOM Ta JIIHIMHUMH €Ti307aMHU.

Kineup tabmum 1.3

2025 p.
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BucnoBku 10 po3ainy 1

Y mnporeci GhopMyBaHHS MEPIIOTO PO3AUTY OYyJ0 TOCTIKEHO Irpu Yy KaHpi
«Action-Shooter» 13 Bukopuctanssm irposoro pyuiis Unreal Engine 5. Byno mposeneno
aHaJi3 MpeaIMETHOI 00JIacTi 3aCTOCYHKY Ta OOTPYHTOBAHO aKTyaJIbHICTh OOpaHOi TEMHU.
OcHoBHa yBara OyJa npuijieHa BABYCHHIO Cy4YaCHOTO CTaHy irpoBOi 1HAYCTpIi y CBITI Ta
aHaJ13y YMHHUKIB, 10 COPHAIOTH il CTPIMKOMY PO3BHUTKY 1 3pOCTAaHHIO IMOIYJISIPHOCTI
cepell IO pi3HOTO BIKY Ta COLIAIbHUX TPYIIL.

JlolaTKOBO 3M1MCHEHO JEeTalbHUM Orsia xaHpy «Action-Shooter», B skomy
BU3HAUYEHO MOro OCHOBHI OCOOJMBOCTI, TaKi SK IHTCGHCHMBHUM OOWOBHI IpoIIec,
peaNiCTUYHE CEepEOBUIIE, IHTEPAKTUBHICTh MiCid, aTMocdepa Ta pojb OOMEKEHHX
pecypciB y reimiuiei. Llei sxanp BiAPI3HIETHCS MIBUJIKICHUM 1 HAPYKEHUM T'eUMILICEM,
Jie TpaBellb Mae€ IMIBUIKO PearyBaTu Ha 3arpo3u. BaxximBy posib BIAITpaloTh JeTali30BaH1
IrpOBl CBITH, SIKI MOCHJIIOIOTH BIIUYTTS peanbHOCTI. OOMEXEHI pecypcH, Takl SK
Ooenmpunacu abo anTeuku, 3MYIIYIOTh TPaBIs AISITH cTpaTeriuno. HaBeneno npukiiaan
BIJIOMUX 1TOp, IO MPEACTABISAIOTH LIEH KaHP.

Byno nocinigxeHo KIIF04OB1 aclieKTH, He0OX1IH1 11t po3po0kHu irop Ha 0a31 Unreal
Engine 5, 30kpema 3D-MopentoBaHHS Ta aHIMallil0, TPOrpaMyBaHHsS IFPOBOI JIOTIKH,
U3ailH TEeHMIUICI0, CTBOPEHHS 3BYKOBOTO CYMPOBOMY, @ TaKOX TECTYBaHHS Ta
onTuMmizaiio mpoekty. Llel 103BoJsie CTBOPIOBATH BUCOKOSKICHY Tpadiky 3aBIsKu
texHoJsorisiM Nanite Ta Lumen. Takox Ba)KITMBUM €TarloM € aHaJli3 aHAJIOTIYHUX ITPOBUX
3aCTOCYHKIB: JOCJIIP)KEHO MOBHU pPO3pOOKH, (PYHKIIOHAJIbHI MOJIMBOCTI, OCHOBHI
XapaKTEPUCTHKHU, TIEpeBaru W HEAONIKH ICHYIOUMX PIIllIeHb, 30KpeMa TECTYBaHHS Ta

ONTHUMI3aIlisl IPOEKTY.
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2 OITUC METO/IB TA TEXHOJIOT'TA

2.1 Anaui3 iHCTpyMeHTAapilo, Mojiesieil Ta MeTOAIB UIsl PO3PO0OKHM irpoBHX

3aCTOCYHKIB

CygacHa po3poOka irop Oa3yeTbCs Ha TIOEIHAHHI 1HXCHEPHUX TPAKTHK,
JM3aMHEPCHKUX PIIIEHb 1 TRBOPUOTO MiAXO0AY. 3 OISy Ha MDKIUCIUIUTIHAPHUM XapaKTep
ITPOBHUX MPOEKTIB, TPATUIIIIHI MAX0AU 10 PO3pOOKH MporpaMHOro 3abe3nevueHHs Oynu
ajanToBaHi J1o moTped ramysi. Ile mpuszseno 10 popmyBaHHs crienr(pigHOTO MPOIECy —
Game Development Software Engineering (GDSE), sikuiif 0Xoruitoe BCi eTanu CTBOPEHHS
TPH: BiJ KOHIICTITY O TECTYBAaHHS T4 BUXOIY Ha PHHOK.

MeTtomoaoriuyHi miaxoan

IlepeBakHa OLIBLIICTh CTYAINM Ta HE3AICKHUX PO3POOHUKIB BIJJA€ TEpeBary
ruyuykum (Agile) mixxogam g0 ynpasiiHHs po3poOkoro. Metooinorii Scrum, Kanban
ta Extreme Programming 103BOJsIIOTh €EKTUBHO MPAIIOBATH B YMOBAaX JUHAMIYHO
3MIHHUX BUMOT. [Ipo€ekTH po301BatOThCs HA KOPOTKI 1Tepallii (COPUHTH), B MEXaX SIKUX
KOMaHJia po3po0Jsie meBHUM (YHKIIOHAN, TeCTye ioro 1 mpeseHrtye. lle 3abesneuye
MIPO30PICTh MPOLIECY, IBUAKUN 3BOPOTHUM 3B’ 30K 1 THYUKICTh PUIUHATTS PillICHb.

IIpoToTHIYBaHHS € I1I¢ OJJHUM KPUTHYHO BaXKJIMBUM MeTOA0M. Ha paHHiX eTanmax
PO3POOHUKH CTBOPIOIOTH I'POB1 MPOTOTHUIIN JIJIsl TIEPEBIPKH 171eii, MEXaHIK Ta B3a€MOJIIT 3
kopuctyBaueM. [lIBuake mpoToTUITYBaHHS JO3BOJISIE 3a0IIAIUTH Yac 1 pECYpPCH, OCKUTEKU
JTa€ 3MOTY BUSIBUTH HEIOJIKU JI0 MOYATKy MOBHOMACIITA0OHOT pO3pOOKH.

VYV BEIUKHUX MPOEKTAX MOXKE YaCTKOBO 3aCTOCOBYBAaTUCh KackaaHa (waterfall) moxenn,
0CcOOJIMBO Ha eTamax JOKyMeHTaulli Ta ¢opmainizaiii irpoBoro auzainy. Ilpote ii
BUKOPHUCTAaHHS 0OMEXeHe Yepe3 HU3bKY THYUKICTb, 1110 HE BINOB1/Ia€ Cy4YaCHOMY TEMITY

irpoBoi iHAycTpii [15].
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2.2 AHaJji3 iHCTpyMeHTapi, MoJeJieil Ta MeTOIB IJI PO3POOKH irpOBHX

3aCTOCYHKIB

Po3pobka irpoBux 3acTOCYHKIB y *aHpi action-shooter moTpedye 3acTOCYBaHHS
MOTY)KHOTO 1HCTPYMEHTApIiI0, 3IaTHOTO 3a0€3MEeUUTH AKICHY Bi3yalli3allito, THHAMIUYHY
Mo0YyJI0BY 1rpOBOT0 MPOIIECY Ta IHTErpaIlito TPUBUMIPHUX MOJIeNIeH. AHAIII3 aKTyaJIbHUX
HAyKOBUX JDKEPEN, PO3MIMIeHUX y (axOBUX BHUJIAHHIX Ta HAYKOMETPUYHUX 0Oa3zax 3a
OCTaHHI I’ SITh POKIB, 3aCBIYMB, 1110 OJHUMH 3 Halle(PEKTUBHIIIUX 3aC00IB Y CTBOPEHHI
3D-irop € pymiit Unreal Engine 5 (UE5) ta cuctema TpUBUMIPHOTO MOJIEITIOBAHHS
Blender [7].

Unreal Engine 5 3abe3neuye BHUCOKMI pIBEHb JAeTaiizallli Ta MPOAYKTHBHOCTI
3aBJSIKM HOBITHIM TEXHOJOTISIM pPEHIEPUHTY, OCBITJIEHHS U ONTHUMI3alli CIIEH.
[HCTpyMEHTH pylisi JA03BOJISIOTH PEali30BYBAaTH ITPOBY JIOTIKY, B3a€EMOII0 MIX
00’€KTaMU, CUCTEMY YIPaBIIHHS MEPCOHAKaMHU, a TAaKOXK 3a0e3MeuyioTh MIATPUMKY
Gbi3uyHuX cuMyISIid Ta BizyanbHux edektiB [5]. Blender, sk mnoTyxHuil Ta
0€3KOITOBHUN 1HCTpYMEHT 3D-MojentoBaHHs, Ja€ MOXIJIMBICTh CTBOPIOBaTH 1
penaryBaTd MO/l MEPCOHaXIB, 00 €KTIB OTOYEHHS, a TaKoX 3fikicHioBatH UV-
pO3rOpTKYy, TEKCTypyBaHHA Ta O0a3oBy aHimaiio. 3B’s30k Mik Blender 1 UES
peani3yeThcsl uepe3 craHaapTu3oBaHi (GopmaTtu oOMiHy, 30kpema FBX, mo mo3Bossie
JIETKO IMIIOPTYBATH aKTUBH JI0 PYLIisl.

MeTo0I0TiYHO TMPOEKT 0a3yeThcsi Ha 00’ €KTHO-OPIEHTOBAHOMY TIJIXOJI 0
PO3pOOKH MPOrpaMHOTO 3a0e3NedeHHs, a I MOO0YyIOBH JIOTIYHOI Ta (PYHKIIIOHAJIBHOI
CTpyKTypu 3acTocoBytoTbest crangaptu UML  (Unified Modeling Language).
Buxopucrtanns giarpaMm  KJaciB, TPEIENCHTIB, AKTUBHOCTEM TOIIO JI03BOJISIE
dbopmaizoBaHO OMHUCATH apXITEKTypy CHUCTEMH, TMPOIECH B3aeMOIll Mk Ti
KOMITIOHEHTaMH Ta JIOTIKy Teimruiero. lle 3abesneuye mMOCHIOBHMI Mepexia Bif

MPOEKTYBAHHS JI0 peajtizallii IporpaMHOTro MPOIYKTY.
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2.3 Onuc TexXHOJI0Tii, 10 BUKOPUCTOBYBAJIUCH NPH PO3po0ui

ITlin gac peamizaiii IrpoBOTO 3aCTOCYHKY OyJIO BHUKOPHCTaHO JiBa KJIFOYOBI
TexHoJor1uH1 iHcTpyMeHTH — Unreal Engine 5 115t po3poOku 0CHOBHOTO (DyHKIIIOHATY
Ta peamizaimii irpoBoi JOriKM, a TakoX Blender s CTBOpeHHS TPHUBUMIPHOTO
BI3yaJIbHOTO KOHTEHTy. OOuJBa 1HCTPYMEHTHU B3aEMOJIIOTh SIK YACTHHH €JUHOTO
IPOIECY MPOEKTYBAHHS, MOJCIIOBAHHS Ta IHTErpalii irpoBUX OO0’€KTIB y 3araibHy
CUCTEMY.

TexHouorii, 1110 BUKOPUCTOBYIOTHCS y MpPOLECI PO3POOKH, MAIOTh BHpIIIAIbHE
3HA4YEeHHS JJ1s ycmixy rpu. LleHTpanbHe Micile 3aiiMaloTh IrpoBl PYIIii — Creliaii30BaHi
wiaTdopmMu, sKi 3a0e3neuyoTh 0a30By apxiTekTypy rpu. Halnommupenimumu € Unreal
Engine (UE) ta Unity. Bouu BkmrowatroTe 3acodu st 3D/2D Bizyamizamii, (i3udH1
MOJYJIi, CUCTEMY OOpOOKHU 3BYKY, MEPEKEBY MIATPUMKY, a TAKOXK CUCTEMU CKPHUIITIB 1
MTOBE/IIHKU TTEPCOHAXKIB.

Unreal Engine 5 3a0e3ne4nB MOBHOI[IHHE CEPEIOBUILE I MOOYIOBU ITPOBHX
PIBHIB, PO3MIIIEHHS 00’ €KTIB, HAJIAIITYBAHHS KaMep 1 OCBITJICHHS, a TAKOXK HAITMCAHHS
Joriku 3a gonomMororo Blueprints Ta C++. 3aBasku BOYJJOBaHUM MOMIJIMBOCTSIM PYIIIist
Oynu peayli30BaHl KIIOYOBI KOMIIOHEHTHM ITPOBOrO MPOLECY: PyX 1 KEpyBaHHS
nepcoHaxkeM, oOpoOka 3ITKHEHb, aHIMaIlisl i, 3ByKOBUW CYNPOBIJ Ta B3aEMOJIS 3
KOPHCTYBAYEM.

Bubip MoB nporpaMmyBaHHs 3aJIeXKUTh BiJ] pyIIis Ta 1ib0Boi maTdopmu. Hampukiasn,
Unreal Engine BukopuctoBye C++ 1 Blueprint (BizyanbHe CKpunTyBaHHs), To1 sik Unity
— nepeBaxxHo C#. MoBu mporpaMmyBaHHS BIJIOBIIaIOTh 3a peasi3alliio JIOTIKU TpH,

¢13uku, Ul, mTydHOTrO IHTENEKTY Ta MEPEKEBHUX (DYHKIIIH.
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[HIITOI0 BaXXIMBOIO CKJIAJIOBOIO € IHCTPYMEHTH JUIsl CTBOPEHHS KOHTEHTy: 3D-
MOJIeI1, aHIMaIlli, TEKCTYpH, 3BYKH. |15 IIbOT0 BUKOPHUCTOBYIOThCS ITpodeciiini rpadiuHi
Ta aHiMaiiHi maketn — Blender, Autodesk Maya, Adobe Photoshop, Substance Painter
Tomo. BoHM TICHO IHTETPYIOTbCS 3 PYIISIMH, IO JO3BOJISIE TMPUCKOPUTH ITUKIT
BUPOOHUIITBA aKTHUBIB.

Blender BukopucroByBaBcsi ansi cTBopeHHS 3D-Moneneil mepconaxis, 30poi,
00’€KTIB cepenoBuIlla Ta pekBizuTy. Mogeni Oyiau po3poOsieHi BIAMOBIAHO JI0 BUMOT
1010 ONTUMI3allli MOJITOHAIBHOCTI, 110 3a0e3euye HaJIeKHY MPOAYKTUBHICTD Y PYIIIi.
[Ticnst cTBOpEeHHSI TEOMETPil 3/IIMCHIOBATIOCS TEKCTYPYBaHHsI, 3alliKaHHS HOpMaliel Ta
MIrOTOBKa Mojiene 1o excropty y popmati FBX, sxuit € cymicaum 13 UES.
VY3ropkeHe BHKOPHCTAHHS IMX TEXHOJOTIM JTO3BOJWIIO JOCSITTH BHCOKOTO PIiBHS
iHTerpaiii rpadiqHOro KOHTEHTY 3 MPOTrpaMHOI0 YAaCTHHOIO, & TaKOX 3a0e3MeUuTH

edeKTUBHY peaiizalliro BUMOT JI0 iIrpOBOT0 3aCTOCYHKY Yy »KaHpi action-shooter.
2.4 Bumoru 10 NporpaMHoOro 3ade3ne4eHHs

2.4.1 Ilpu3HAYEeHHS TA MEXKi MPOEKTY

1. Ilpu3HaueHHs TPOTPaMHOTO 3a0E3MEUYCHHS — CTBOPEHHS 3aXOIUTIOIOYOTO Ta
JUHAMIYHOTO IFPOBOrO JIOCBIAY B XaHpl «Action-Shooter» 3 BHKOpUCTaHHSIM
TPUBUMIPHOTO MOJIeTOBaHHs. ['pa po3poOiieHa A po3Bard rpaBlliB, KI IIYKAIOTh
IHTEHCUBHI OOMOB1 MPUTOJU, /1€ HEOOXITHO JIEMOHCTPYBAaTH MANCTEPHICTH CTPLILOM,
TaKTHKY Ta IIBUJIKY PEAKIII0 B YMOBaX MOCTIITHOI HEOE3MEKH.

2. Byno nmoromxeHo, Mo Jjisi CTBOPEHHS TpU Oy/ie BUKOPUCTAHO ITPOBUHN PYIIN
Unreal Engine 5.

3. Kpaiins nara 3aBepurenns podotu Haxa [13 — 13.06.2025p.

2.4.2 3araabHuii onuc

1. 3acTocyHOK pO3pOOJCHUI JUIsi PO3BarM KOPUCTYBAYiB, SIKI 3aXOILTIOIOTHCS
JTUHAMIYHUMU Ta 3aHYPIOIOYUMH ITPOBUMH JTOCBIIAMU, IO JAFOTh MOXJIMBICTh BIAUYTH
HaIpy>keHy armocdepy 001MoBUX il 1 00pOTHOM 32 BUKUBAHHS.

2. OCHOBHI XapaKTepUCTUKH KOpUCTyBadiB: HasBHICTH [1K.

2025 p. I'pumun Aprem
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IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

3. 3aranbHUX OOMEXEHb HEMAE.

2.4.3 ®yHkuii cucreMu

1. ®yHKIIiS TOCATHEHb CTBOPIOE NOAATKOBUN CTHMYJI ISl TPABIIIB 10 BUKOHAHHS
MIEBHUX 3aB/IaHb a00 JTOCATHEHHS MIEBHUX PE3yJIbTATIB B TPI.

2. Bxinna iHdopmariiss — Ha3BH JIOKaIlli, BAKOHAHHI 3aBJaHHsI, BUX1/IHA JIOKAIlIs —
OTPUMAHHS JIOCSTHEHHS Y TOJIOBHOMY MEHIO.

3. ®aiii1 3 TOCATHEHHSMH, SIKI BUKOHAHHI ITOBHICTIO a00 HE 10 KIHIIA.

4. I'paBens Ma€ MOKJIMBICTD 30UpaTH MpEeIMETH, EeperiasgaTH iX y iHBEHTapi Ta
BUKOPUCTOBYBATH y BIAMOBITHUX CUTYALISIX TPH.

5. Bxigna iHdopmartisi — B3aEMOJIis 3 IpeAMETaMU, BITKPUTTSI MEHIO 1HBEHTapsI.

6. BuxigHa iHpopManisi — BIAOOpPaK€HHsSI CIHUCKY IPEAMETIB Ta iX ONUCIB Ha
eKpaHi.

7. 30epiranHs Ta pearyBaHHs MacUBY MPEAMETIB y MaM’sTi TPH.

8. Cucrema KBECTIB J03BOJISIE TPABIII0 OTPUMYBATH CIOKETH1 00 MOO1YH1 3aBIaHHS
Ta BUKOHYBATH iX JJI MPOCYBAHHS B TPI.

9. BxiznHa iH(opMmalis — akTUBaIlisl KBECTY Yepe3 A1aJIoT YU 00 €KT.

10. BuxigHa iH(popMalis — OHOBJEHHS CTaTyCy 3aBJaHHS, OTPUMaHHs
BUHATOPOJIH, BiTOOpaKEHHS TIPOTPECY.

11. Crpykrypa mis 30epiraHHs iHQopwMarllii mpo CTaH BUKOHAHHS KBECTIB,
MOXJIMBICTh IXHBOTO JUHAMIYHOTO BiJCIIIAKOBYBAHHS.

12. Kapra n03BoJisiE TPABII0O OPIEHTYBATUCS Y CBITI T'pH, MEPErNIAIaTH Micle
pO3TaIlyBaHHS Ta BaKJIUBI MO3HAYKH.

13. Bxigna indopmartisi — HAaTUCKaHHS KJIaBili a00 BIAKPUTTS MEHIO KapTu;

14. Buxinna iHdopmMaiiiss — BiIOOpaKeHHST Many 3 JAMHAMIYHUMH TMO3HAYKaMHU
JIOKAITiH.

15. IlinTpumMka mMacimTabyBaHHSI KapTH, OHOBJICHHS 1H(pOpMAIIii y peaTbHOMY Yaci.

16. I'paBerp MOXKE B3aEMOJISATH 3 00’ €KTaMH, Kl HE JOAAIOTHCS 10 1HBEHTapS,
TaKUMH SIK MEXaHi3MH, 3aITUCKH 200 JIBEpi.

17. Bxigna indopmariis — miaxia 10 o0’ €KTa Ta HATUCKaHHS KJIaBIIIl B3a€MO/II.

2025 p. I'pumun Aprem
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18. Buxigna iHdopmaliist — 3MiHa CTaHy 00’ €KTa (HallpHUKiIal, BIAKPUTTS JBEpei,
B1IOOpaKEHHS TEKCTY).

19. HasBHicTe MexaHI3MIB OOpOOKM B3a€MOJil Ta BIAMOBIIHWUX aHIMAIA YA
TEKCTOBHX €JICMEHTIB.

2.4.4 Bumoru 10 ingopmaniiiHoro 3ade3nev4eHHs

1. OCHOBHMM JDKEpENIOM BXiTHOT iH(pOpMAIIlii € KOPUCTYBAY.

2. Bumoru 10 HOpMaTUBHO JOBIAKOBOI 1H(pOpMaIIi BIACYTHI.

3. Yci nanni 30epiratothes B (aiin 30epesxokens JSON.

2.4.5 BumMoru a0 TexXHiYHOro 3a0e3ne4YeHHs

— OC: Windows 7 1 Buie

— OmnepatuBHa mam’sa1e: 16 GB

— Bineokapta: Bineomnam’sath 2 GB 1 Oinblire

2.4.6 Bumoru 10 nporpaMHoro 3ade3ne4eHHs

1. ApxiTeKTypa NporpaMHOi CUCTEMH CKJIAIA€ThCS 3 KIEHTChKOT YaCTHHH.

2. I'pa po3pobisiena Ha miardopmi Unreal Engine 5 3 BUKOpUCTaHHSIM CHUCTEMH
Blueprints Ta moBu C++.

3. Jlna cTBopeHHs mporpamMHoro 3abe3nedanss 0yno Bukopuctano OC Windows
10.

4. I'pa po3pobnena Ha tuargopmi Unreal Engine 5 3 BUKOpUCTaHHSM CHUCTEMU

Blueprints Ta moBu C++.

2025 p. I'pumun Aprem
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2.4.7 Bumoru 10 30BHilIHIX iHTepdeiiciB

1. Inutepdelic Mae 3a10BOJBHATH YC1 BUMOTH JU3aliHy, BIH € JIOBOJII 3pYYHUM Y
BUKOPHCTAHHI.

2. Amnapataum inTepdeiicom € I[IK kopucryBaua, 3 omepamiifHOIO CHUCTEMOIO
Windows 10.

3. V xoxi po3pobku Oyno Bukopuctano Asi kateropii Unreal Engine API: UES
Audio API, UES UI API.

4. KoMyHIKaIIMHUN TPOTOKOJI BiJICYTHIM.

2.4.8 BiacTuBOCTi MPOrpaMHOro 3a0e3ne4eHHs

1. I'pa € pocrtynHOw uis OyJb-SKOrO KOPHUCTYyBaua, 3a YMOBHU HasiBHOCTI
amapaTHOTro 1HTepdeiicy.

2. I'pa He noTpebye CynpoBOKYBAHOCTI.

3. IIporpamue 3abe3neuenns moxe mnpairoBatd Ha OC Windows (7 Bepcia Ta
BHIIIC).

4. IlponyktuBHicTh podoTH I13 3amexuts Bij xapaktepuctuk [1K.

5. JIBUryH rpu 3a6e3mneuye cTadiibHy poOOTy Ta BHYTPIIIHII OOMIH JaHHUX.

6. Yci BuMoru chopMOBaHO Ta OMIMCAHO BUIIE, JOMOBHEHHSI HE BUMAraeThCsl.

2025 p. I'pumun Aprem
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BucHoBkmu 10 po3aiay 2

VY mporieci mMiArOTOBKU JIPYroro po3aiuty Oyso MpOBENEHO KOMIUIEKCHUM aHami3
THCTPYMEHTAp110, METO/IB 1 TEXHOJIOT1H, HEOOX1THUX JIJIsl PO3POOKH IrpOBOT0O 3aCTOCYHKY
y xaHpi «Action-Shooter». OO0rpyHTOBaHO BHOIp CydyacHUX 3ac00iB pO3pOOKH, 30KpeMa
Unreal Engine 5 Tta Blender, sxi 3a0e3neuyioTh BUCOKHN pIBEHb SKOCTI TIpadiku,
IHTEpaKTUBHOCTI Ta mpoaykTuBHOCTI. Unreal Engine 5 Hamae mmpoki MOKIUBOCTI JIs
CTBOPEHHsI ITPOBO1 JIOTIKM, YIPaBIiHHSA TEPCOHAXKaMH, HANAIITYyBaHHS Bi3yalbHUX
edeKTiB 1 GI3UYHUX CUMYJIALIN, Tol ak Blender BUKOPUCTOBY€EThCA I MOJIETIOBAaHHS
TPUBUMIPHOTO KOHTEHTY 3 ypaxXyBaHHSAM ONTUMI3allii Ta MIJATOTOBKU N0 IMIOPTY B
pyumiii. Po3poOka 6a3yeTbcsi Ha 00’ €KTHO-OPIEHTOBAHOMY MiAXOM1 13 3aCTOCYBaHHSAM
UML-giarpam, 1o A03BOJISIE YITKO CTPYKTYPYBAaTH apXITEKTYPy HNPOEKTY Ta B3aEMOJIII0
KOMITOHEHTIB. TakoX BU3HA4Y€HO (DYHKIIIOHANIbHI, TEXHIYHI Ta 1H(POPMAaIIiifHI BUMOTH JI0
pPOrpaMHOro 3a0e3MeYeHHSs, ONMUCAHO apXITEKTYPYy CUCTEMHU, OCOOIMBOCTI IHTEp(EHCiB,
BUMOTU JI0 amapaTtHoro 3a0e3MEuUeHHs] Ta CepeloBUINA PO3pPOOKU. Y3roJKeHe
BUKOPUCTAHHS CyYaCHHMX TEXHOJOTIH 1 IOTpUMaHHS BUMOT 3a0e3neuye ePeKTUBHICTh
nporecy po3poOKH, CTaOUIBHICTh ITPOBOTO 3aCTOCYHKY Ta BIAMOBITHICTH HOTO

(yHKI10HAJIBHOCTI )KaHPOBUM OUIKYBaHHSIM KOPUCTYBaUiB.

2025 p. I'pumun Aprem
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3 MOAEJIOBAHHS TPOI'PAMHOI'O 3ACTOCYHKY

MogenroBaHHSI MPOTPAMHOTO 3aCTOCYHKY € BaXUIMBHM €TaloM Yy Tpoleci
NPOEKTYBaHHSI Ta PO3POOKM MPOrpaMHOrO 3a0e3nedyeHHs. Y IbOMY PO3ALIL
OKPECIIOIOTHCS KIIIOUOBI KOHIENTYaJdbHI Ta apXITEKTypHI PIIICHHS OO0 CTBOPEHHS
3aCTOCYHKY, BU3HAYAIOThCSl HOT0 OCHOBHI (DYHKIII1, MPUHITUITH pOOOTH Ta BUMOTH, SIK1 BIH

Mae€ 3aJI0BOJIbHSTH.
3.1 CTBOpeHHs ClleHAPiiB BUKOPUCTAHHS

Kopotkuit usecase. KopuctyBau 3amyckae irpoBUi 3aCTOCYHOK Ta 3aBaHTaXKy€e
CBIi 30epexxeHuil nporpec. Cucrema MepeHOCUTh WOr0 y TPUBUMIPHUN ITPOBUM CBIT,
PO3MIIIyIOYM Ha CTapTOBlA 0asi. ['paBernr oTpuMye MOBIIOMIICHHS BiJl MEPCOHAXKa-
oriepaTopa Ipo HOBY MICiI0, siKa niepeadadae JOCHiKeHHsI akTUBHUX aHoMalii. [1ix gac
BUKOHAHHS 3aBJaHHS KOPHUCTYBa4 MPOCYBAETHCS TEPUTOPIEIO, CTUKAIOYUCH 13
BOPOTYIOUMMH (PpakKiisiMid, BOPOXKUMU OilsaMu abo HeOe3nmeyHuMu ictotamu [11].
JIOCSTHYBIIIM IJTHOBOT 30HHU, TPABEIh AKTHBYE CICIIATBHUN TPUCTPINA NI BUSBICHHS
ckapOy Ta 3700yBae IiHHI pecypcu. [licis ycCHmimHOTO BUKOHAHHS 3aBJaHHS BIH
MOBEPTAETHCS Ha 0azy, nepeaae ckapd KOMaHIUpy Ta 0OMIHIOE 37100yTi peCypcH Ha HOBE
CHIOPS/DKEHHST 9YM BIOCKOHANICHHs. [licis 3aBepiieHHS B3a€MOJil CHCTEMa IPOIIOHYE
oOpaTu HacCTyMHY Micito abo BuiiTH 3 rpu. KopuctyBau oOupae Buxiz, 30epirae nporpec
Ta 3aBEPIIIyE CEaHC.

IToBepxHeBU# usecase:

OcHoBHUH clieHapid (YCHINIHUN): KOPUCTYBad 3alyCKae TPy Ta 3aBaHTAKYE
30epekeHHs. Y 1IrpOBOMY CBITI BiH MIAXOAUTH 0 Toprosis [12]. Cuctema nepesipse
HAsSBHUM OajlaHC BAJIOTH Ta PIBEHb pemyTailii rpaBiid. BilmoBigqHO 10 MUX TapameTpiB
KOPHUCTYBauy BiJI0OpaxaroThCsl HOCTYMHI JJI MOKYNKH ToBapu. [Ipu mokymii cucrema
reHepye YHIKadbHI 1ACHTU(IKATOPU IS KOXKHOTO TPHAOAHOTO TIPEeIMeTa, sKi
aBTOMATUYHO JIOAAIOTHCA JO I1HBeHTaps TpaBis. OTpumaHi pedi MOXKHA Oapaszy

BUKOPHUCTOBYBATH Yy TOAAIBIIIOMY IFPOBOMY MPOIIEC.
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IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS
Tabmui 2.1 — IToBHMI usecase

Scope Cucrema B3aeMo1ii KOpHCTyBaya 3 TOProBIEM JUIsl KYIIiBII Ta
IPOJaXy IrPOBUX MPEIMETIB.
Level PiBens mineit kopucryBada (User-goal).

Primary Actor

KopucryBau, Toproseup

Stakeholders and

1. KopucrtyBau: 3aiiikaBiieHHid y NpUAOAHH] CIOPAJIKEHHS Ta

interests 30poi g TOKpamieHHs ~— edeKTUBHOCTI B 00I0.
2. ToproBeupb: mparte peajgizyBaTh TOBapH 3a BUTIAHY IS
ce0e 1IHy Ta 3apo0UTH PeCypcCH.

. 1) KopuctyBau Mae O0akaHHs mpua0aT abo MpoaaTu TOBapH.

Preconditions . o
2) KopuctyBau BosO/Ii€ JOCTaTHBOIO KIIBKICTIO BaJIOTH.

3) Toproseis Ma€e AOCTYIHI JJIs KYMiBJI1 TOBapH.
) 1) KopuctyBau HaOIMXKaETHCSA O TOPTOBLAL.
Main Success _
. 2) BukopucToBy€e KOMaHly B3a€MO/III.
Scenario:

3) Cuctema BiKpuBae iHTepdeiic TOPTiBIIL.

4) CucteMa mepeBipsie TPOIIIl Ta peryTalio KOpucTyBayva.

5) KopucrtyBau neperisijiac 10CTyIMHUNA aCOPTUMEHT.

6) Bubupae norpiOHuii ToBap.

7) Cuctema nepeBipsie HasiBHICTb OOpPaHOrO TOBApY.

8) KopuctyBau miaTBepKy€e KyIiBIIIO.

9) Cucrema renepye iieHTudikaTop npeamera Ta 107ae Horo
710 1HBEHTAapsI.

10) OHOBIIOETHCS OaIaHC BaTIOTH.

11) KopuctyBau 3aBeplirye TOPriBIiIlo.

2025 p.
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Extensions 1) HemoctaTHpo Tpoliieil: TOProBellb BIAMOBISE B Yyrojl Ta
MPOIOHYE albTEPHATHUBH.
2) BiacyTHICTh TOBapy: KOPHUCTYBad MOXKE€ OOpaTH I1HIIUUN
npeaMer  abo  3aYeKaTH  OHOBJIEHHS  aCOPTHUMEHTY.
3) Ilpogaxx kKOpucTyBaueM TOBApiB: KOPUCTYBa4 NEPEHOCUTD
TOBAp Y 30HY MPOJaXy Ta MIATBEPDKY€E OIMepallilo,
OTPUMYIOUH OTLIaTYy.
4) laxpaiicTBO: MpU BUSBJIEHHI COPOO YUTEPCTBA CHCTEMa

0JIOKy€E 110 KOPUCTYyBaya.

Special HeoOxinmHo peanidyBaTH 3axuCT BiJl MaHIMyJISAMId 13

Requirements BaJIFOTHUMH pecypcaMu a00 IHBEHTapeM.

Kinenp Tabanm 3.1

AJIbTEePHATUBHI CLeHapii:

l. KopuctyBau He Ma€e 10CTaTHBO peCypcCiB AJIs KyIiBJl 0OpaHOTO TOBapy.

2. ToproBerp He Ma€ B HAasIBHOCTI MEBHUX TOBapiB 4epe3 HemependavdyBaHi
NoJii B Ipl, HANPHKIIA/, HaNaJ BOPOKUX CUJI 00 3HUKHEHHS KapaBaHy.

3. KopucryBau 3acTOCOBY€E CTOPOHHI 3aC00M JJII OTPHUMaHHS HEOOMEKCHHX
pECypCiB; cCTeMa BUSIBIISI€ IOPYIICHHS Ta OJOKY€E aKayHT I'PaBIIsl.

4. BuHukae TexHIYHAa TMOMMWJIKA y Ipl, 4epe3 IO IHBEHTap TOPIOBLS HE

3aBaHTaXXY€THCS.
3.2 IloO0ynoBa giarpam cueHapiiB BUKOPUCTAHHS

Hiarpamu crieHapiiB BUKOPHCTAHHS BiAIrpalOTh BUPIMIAIBHY POJIb Y TIpoOIeci
MOJICJIIOBaHHSI ITPOBOTO 3aCTOCYHKY, OCKUIBKM BOHHM HAJalOTh YiTKE TrpadidyHe
NPEACTABICHHS BCIX MOJJIMBUX BapiaHTIB B3a€MOJII MIXK TpaBLEM Ta IrPOBOIO
cucremoro. lleli 1HCTpyMEHT J[03BOJIIE HE JIMIIE BI3yalli3yBaTH, aje ¥ JAeTaabHO
MpoaHaTizyBaTH KOKEH MOTEHUIIMHUHN IJISIX PO3BUTKY MOI1H, 110 0COOJIUBO BAXKIUBO IS

CTBOPEHHSI THYYKOTO Ta 3aXOIUIIOIOYOTO 1rpoBOro mpoiecy. OCHOBHE MNPU3HAYEHHS
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TaKuX JiarpaM TOJSTaE y TOYHOMY BH3HAUCHHI MEXaHI3MIB, 3a JIOMIOMOTOIO SIKUX
KOpHUCTyBau Oyjie 3aJy4yaTuCh JI0 ITPOBOTO CBITY, B3a€EMOJISTH 3 MOro eJIeMEeHTaMH Ta
BIJIMBATH HA PO3BUTOK CIOKETY B yMOBaX PeaJbHOrO redMIuiero[§].

Buxopucranss aiarpam ciieHapiiB € HEBiI'€eMHOIO YaCTHHOIO MPOIIECY CTBOPEHHS
Cy4acHHUX B1JICOIrOp, OCKUIBKA BOHU J03BOJISIOTH PO3POOHUKAM CTBOPHUTH 1HTYITMBHO
3pO3yMiTy CHCTEMY YIIPaBIIiHHSA Ta iHTEpdeiic, SKuil TOBHICTIO BiIMTOBIIA€ OYIKYBAHHIM
IIJIbOBOI ayAauTopii. 3aBAsSKU JeTallbHIM Bi3yalizallii BCiX MOMJIMBHX CIICHapiiB
B3a€EMO/Iii, KOMaHJa PO3POOHUKIB MOXKE 3a3JaJIeTi/b BUSABUTH MOTCHIINHI MpoOIeMu
103a01J1ITI Ta ONTHUMI3yBaTH KOPHUCTYBallbkuii 1ocBij. Lle Oe3nmocepenHbO BIUIMBAE Ha
AKICTh KIHIIEBOTO MPOJYKTY, pOOJISIUM ITPOBUM MpOIEC OUIBII 3PYYHHUM, JOTIYHUM 1
3aXOIUTIOIOYUM ISl TPaBLIB PI3HOTO PiBHS MIATOTOBKHU.

Kpim TOro, miarpamu clieHapiiB BUKOPUCTaHHS CIyTYIOTh (yHIaAMEHTOM JJis
e(eKTUBHOTO IUIAHYBaHHA TpoIllecy TecTyBaHHs rpu. Bonu no3Bossitore QA-daxiBisim
PO3pOOUTH KOMIUIEKCHHI Ha01p TECTOBUX KEHCIB, IK1 MOBHICTIO OXOILUTIOIOTH SIK OCHOBHI,
Tak 1 ajJbTEPHATHBHI NUISIXU TMPOXOHKEHHS TIpu. Take cucTeMaThyHe TeCTyBaHHS
3a0e3nedye BHUSBICHHS KPUTUYHUX MOMWIOK Ha PaHHIX eTamax po3poOKH, 3MEHIIYE
BUTpPATU Ha MOAAJbLII JOPOOKM Ta 3HAYHO MIJABUILYE CTAOUIBHICTH poOOYOi Bepcii
MPOJYKTY.

BaxxnuBo BII3HAUMTH, 11O SIKICHO PO3pOOJIEHI JlarpaMH CUEHapiiB JO3BOJISIIOThH
CTBOPUTHU OUIBII PEATICTHYHI TECTOBI CUTYAaIlii, 0 MAaKCUMaJIbHO HAOIUKEHI 10 YMOB

peabHOTO BUKOPUCTAHHS TPU KIHIIEBUMHU KOPUCTYBadYaMH.
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IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BAKOPUCTAHHSM TPUBHUMIPHOTO MOJICITIOBAHHS
action-shooter

Interact with NPC | = = Take CQuest
<Extend>

<<Exten=>
k-

Interact_With_Quest_ltem |— — Complete_Game
A<Exterid=>

@ ‘Openinventory
-7
—H:Ex-h;nd>> T‘\ 1

Use_ltem * Extergh

:«Indn\dw\ = -
~
Actor
Add_ltem

_ — — —>{( Take_Damage )} — —
<<Extend=> ==Extend=>

<<Fidend=>

Pucynok 3.1 — [liarpama ciieHapiB BUKOPUCTaHHS

Jana giarpama BiioOpakae CUCTEMY B3a€EMOJIIN y TPl, KA CKIAJAETHCS 3 TPhOX
KJIFOUOBUX KOMITOHEHTIB. B3aemomiss rpaBug 3 mnOpeaMeTraMy BKIIOYAE MEXAHIKY
IHBEHTaps, KOMOIHYBaHHSI €JIEMEHTIB, OOMEXEHHS PECcypcCiB Ta JIWHAMIYHY 3MIHY
IrpOBOr0 CEepeloBUINAa 4Yepe3 B3aeMOi0 3 00'ekramu. B3aeMopis 3 mepcoHakaMu
OXOIUTIOE CUCTEMY JI1AJIOTIB 3 TJIKaMH BUOOpY, MEXaHI3MU pemnyTanii, noBeainky NPC-
KOMIaHBHOHIB 3 YHIKQJIbHUMH HAaBUYKaMH Ta aIalTUBHUX NPOTUBHUKIB. ClieHapii Mo
3 IEPCOHAKEM TPaBISI MICTSITh OCHOBHI CIOKETHI MOBOPOTH, BUIAJKOBI MO/1i, CUCTEMY
MOPAJILHOTO BUOOPY 3 HACJIIKAMHU Ta MEXaHIKH PO3BUTKY MEpCOHaXka. Y Cl Il eJIeMEHTH
GbopMyIOTh IHUTICHY CUCTEMY, J€ KOXXEH KOMIIOHEHT BIUIMBA€ Ha 1HIII, CTBOPIOIOYU

rIMOOKUH 1 AMHAMIYHMM irpoBHit 1ocBia [13].
3.3 Ilob6ynoBa niarpam craHiB

Hiarpamu cTaHiB € rpadiyHUMU MOJEISMHU, 10 BUKOPUCTOBYIOTHCS JJIA OMHUCY
MOBEIHKM ITPOBOTO 3aCTOCYHKY B aHpi action-shooter, 30kpema st BimoOpaKeHHs
3MIH CTaHIB IEPCOHAXKIB, 00'€KTIB 200 ITPOBOTO CEPEIOBHUIIA Y BIAMOBIIb HA Pi3HI MOII.

OcHOBHA MeTa TakuX JiarpaM — Bi3yani3alis BCIX MOXJIMBHUX CTaHIB, Y SKMX MOXe

2025 p. I'pumun Aprem
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

nepedyBatu epcoHax abo 00'€KT y TPUBUMIPHOMY CEPEIOBHUIIll, T BUSHAUYCHHS YMOB,
10 CIIPUYUHSIOTH 3MIHY IIUX CTaHIB.

Buxopuctanns aiarpam ctasiB y po3po06iii 3D action-shooter rpu jornomarae 4iTko
OIKCATH MOBEJIHKY CUCTEMH Y BINOBIIb HA BX1/IHI MOJIIi — HAMPUKIIAJ, aTaKd BOPOTiB,
B3a€EMO/IiI0 3 00'ekTamMu, ab0 3MiHY pEXKUMY pyXy IepcoHaxa (0ir, CTpUOOK, YXUICHHS
tomo). Lle go3BoMsie Kpale po3yMiTH, K IFPOBUI 3aCTOCYHOK pearye Ha Aii TpaBlsl Ta
MoJii B IrpOBOMY CBITI.

Jlns moOy0BHM JiarpaM CTaHIB CHEPINy NOTPiOHO BU3HAYUTH BCl MOMKIJIMBI CTaHU
MIEPCOHAXKIB Ta 00'€KTIB (HAMPUKIA: CTOITh, O1)KUTh, CTPLISE, OTPUMYE YLIKOIKECHHS,
MepTBuit). Jlam 11eHTudiKyroThCs Mol 4u Jii, sIKI 3MIHIOIOTh Il CTaHH (HAIPHUKIAI:
HAaTUCKAHHS KHONKUA CTpuLIbOM, monadaHHs Kyui). Ilicms 1poro BCTaHOBIIOIOTHCS
Mepexo M MK CTaHAMHM, a TaKO>X BIJIOBIIHI J1ii 00 aHIMaIlli, 110 BUKOHYIOTHCS i Yac
nepexoy. 3aBeplalbHUM €TaroM € Mo0yJ0Ba caMoi JllarpaMu 3a JOMOMOIO0 YMOBHHX

MO3HAYEHb 1 CTPUIOK JUIsl HAOYHOT'O MPEICTABIEHHS CTaHIB, IEPEXO/IIB 1 CYITyTHIX JIIH.

2025 p. I'pumun Aprem
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBuii 3acTocyHOK y *aHpi action-shooter 3 BUKOPHCTaHHSIM TPUBUMIPHOTO MOJICITIOBAHHS

OnBeginPlay()
Main Menu
MewGame
Oninit }— | WaitingForClick
OnButtonClicked()
Onlnit()
- CreateNewSaveGame
ContinueGame
entry/SlotName
WaitingForClick do/DeletingSaveGame
exitiOpenlLevel
. [
OnButtonClicked() OnSpawnOnLevel
LoadSaveGame SpawnOnLevel
entry/SlotMame entry/GetFalzeExitSaveGame
do/GetlLevelName do/SaveGame
exit/OpenLevel exitfSpawnOnPlayerStart
I
OnSpawnOnLevel
MewGame
OninteractingVWithMPC
entry/GetTrueExitSaveGame minieracing vt
do/LoadGame
exit/SpawnOnSavelocation
v
OninteractingWithMPC
TakeQuest
entry/interactWithNPC
do/GiveQuest
exit’SetQuesiTrue

v

CompleteGame

entry/interactWithQuestitem
do/SetQuestBoolTrue
exit’'ShowGameComplete

Pucynok 3.2 — Jliarpama cTaHy CUCTEMH B LIJIOMY

Ha miarpami craniB ajis irpoBOro 3acTOCYHKY B jKaHpi action-shooter 3aramom
B1IOOpaXEHO ITOCTIAOBHICTh NEPEXOJIB MK OCHOBHUMH eTanmamu Tpu. Cepen nux

I'pumun Aprem
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

€TariB: TOJOBHE MEHIO, IIOYATOK HOBOI TPy a00 MPOJOBXKEHHS BiKE 30€pEKEHO1 cecii.

[Ticna Bubopy omiii HOBOI Ipu ab0 MPOJOBKEHHS, IpaBellb 3aBAHTAXKYETHCS Ha
NEBHUM piBEHb y TPUBUMIPHOMY IrpOBOMY cepeaoBulli. Jlani kopucTyBad MpOXOAUTH
piBeHb, BUKOHYIOUHM 3aBJaHHA Ta B3a€EMOJII0YH 3 00'eKTaMu Ta cynpoTuBHUKaMu. [lics

3aBEPILECHHS TPU CUCTEMa BioOpakae pe3yiabTaTH MPOXOHKEHHS.

OnBeginPlay()

SetinteractiWighetToMull ’

LineTrace

InteractWidget

WaitingForinputClick

OninputClick()

DialogWidget

entry/InputClick
do/SetDialogWidgetToTrue
exit/OpenDialog

OnTakgQuest
b d
GetQuest

entry/QuestTake
do/SetQuestToTrue
exitTakeQuest

OninteractWithCluest

GetQuest

entry/interactWithQuest
do/SetQuestComplete
exit'ComplataQuast

Onﬁueslc omplete

EndGame

entry/QuestCompleteTrue
do/SetFinalWidgetTrue
exitiOpenFinalWidget

Pucynox 3.3 — Jliarpama cTaHiB KBECTY

Ha npyriii npiarpami cTaHiB MPEACTABICHO MPOILEC MPOXOIKEHHS OKPEMOIo
3aBAaHHs y Tpi. [licns ycHimHOro BUKOHAHHS 3aBJAaHHS TpaBLEM, ITPOBUM MPOILIEC

3aBEPIIYETHCS, 1 HA €KpaHi 3'IBIA€ThCA (PiHATBHE BIKHO 3 PE3yIbTaTaMH MPOXOKEHHSI.
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IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

3.4 IloOynoBa giarpam aisiibHOCTel

Hiarpama nisutbHOCTEH € rpadiuHUM BiOOpaK€HHSM IOCIIAOBHOCTI i abo
OpoIECiB 'y MeXax IrpOBOTO 3acCTOCYHKY B JkaHpi action-shooter. Bona
BUKOPHCTOBYETHCS JIJIST MOJICTIOBAHHS Ta Bi3yasli3allii MOPSIKY MOIIH, M0 BiIOYBaIOTHCS
M1J] YaC BUKOHAHHSI KOHKPETHHUX ITPOBUX CIEHAPIiB, TAKUX SIK B3aEMO/IIS MEpCOHAXKA 3
1HIITUMU 00'ekTamMu a00 TeposiMu. Jliarpama momomarae Kpare 3p03yMiTH, SIKi KPOKH Ma€
BUKOHATH TpaBellb, y SKOMY IMOPSAKY BOHU pEai3ylOThCs, a TAaKOX SKI BaplaHTH
PO3BUTKY TOJIiil MOKJIMBI 3aJIEKHO BiJ] PIllIEHb I'PABIIS.

Jlns moOynoBu jmiarpamu JisuibHocTe y 3D action-shooter HE0OXiJTHO YITKO
BU3HAYHUTH CIIEHAPid, 10 MOJENIOEThCS, MICIAS YOTO 3aCTOCOBYIOTHCS CTaHIApPTHI
CUMBOJIM Ta HOTalllsl JUIsl Bi3yasli3alli MOCIIAOBHOCTI i 1 yMOB mepexoay. Baxiauso
TaKOX BPaxXyBaTH B3a€EMOJIII0 MK IPaBIEM Ta IHITUMU ITEPCOHAKAMH, & TAKOXK MOI1i, 1110
MO>KYTb BIUTMHYTH Ha MOJANBIINUNA X1 rpH [14].

Ha nepuriii giarpami AisyibHOCTEH 300pa)kKeHO MPOLEC J1ajJory MiX TIpaBIEM 1
HEIrPOBUM IEpcOHaKeM. SIK MoKa3aHO Ha PUCYHKY 3.4, rpaBellb Ma€ BUOIp MK JBOMa
BaplaHTaMU J1aJIoTy: Y BUNIAQJAKY BUOOPY 3BHUaHOI PO3MOBH BiH OTPUMYE 1HPOpPMALIO,
a K10 00Mpae KBECTOBUH J11ajior, TO MiCTs 3aBEPIICHHS PO3MOBH IOMY BHIA€THCSI HOBE

3aBJaHHA IJIS ITPOXOIKCHHA.
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHii 3acTOCYHOK y >KaHpi action-shooter 3 BAKOPUCTaHHSM TPUBUMIPHOTO MOJICITIOBAHHS

DialogWithNPC

¥ DialogOptionSelected
SetinteractWidgetToMull ]

CluestOptionSelected

|
v v v

Dialog SetQuestWidgetToTrue Dialog
¥ ¥ ¥
Getinformation SetQuestinteractTrue CheckliGameExist
l ¥
} EndDialogSelected

quest_interface_is_needed

SetQuestinterface

quest_interface_is_not_needed

>

Pucynok 3.4 — J/liarpama nissibHOCTI TOYATKY TpU

Hpyra mgiarpama JQisibHOCTEH BioOpakae mporiec moyatky rpu. Ha mipomy erarmi
rpaBellb Ma€ MOXXJIMBICTh 00paTh MIX MOYATKOM HOBOi I'pd a00 MPOJOBKEHHSIM BXKE

30€pEeKEHOI.
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBUMIPHOTO MOJICITIOBAHHS

LoadGame

ContinueGame

B

SelectSlot

MNewGame

| —

h 4
o

CheckliGameExist

h 4 h J

%FEEIENE'}JSEM‘EG&I’H% [ CreateNewsSlot }

h 4 ¥ GameExist

{ SaveMewGame } [ SaveSlotSave

GameNotExist

LoadGameSlot

h J h J

s ™y s Y
CreateNewSaveGame CreateNewSlot
h 4 A A A "y
GetLevelName - l ~ p l -
SaveNewGame SaveSlotSave
. A A A

OpenLevel

Pucynok 3.5 — [liarpama missibHOCTI TOYATKy TPH

ko oOupaeTbcss HOBa T'pa, 3aMyCKAETbCS IMOYATKOBUM pIBEHb, MICIS YOTrO
aBTOMATHUYHO 3JIIACHIOETHCS 30€peKEHHS TIporpecy. Y pasi BUOOpPY MPOJOBXKEHHS TPH,
TPaBIEBI MPOMOHYEThCS OOpaTH BIAMOBIAHUN CIOT 30€peKEHHS, TMICHS YOTO

B1JI0YBA€ETHCS 3aBaHTAXKEHHS MOTPIOHOTO PIBHS Ta 30€pEKEHHS MOTOYHOTO CTaHy T'PH.
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IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

3.5 lloOynoBa giarpamMu B3aeMozil

Jliarpamu B3aemojii BioOpakaroTh OOMIH JisIMH Ta TOBIAOMJICHHSIMHU MIXK
pi3HUMH 00'eKTamMH 200 CUCTEMHUMHU KOMIIOHEHTAaMH B MEKax IrpOBOTO 3aCTOCYHKY B
xaHpi action-shooter. BoHH 103BOJSIIOTP MOJENIOBATH Ta aHANI3yBaTH PI3HOMAaHITHI
ciieHapii B3aeMoJlli B IrpOBOMYy IIpoOIleCi, 30KpeMa KOMYHIKAIlII0 MIX TpaBIeM 1
CHCTEMOIO, a TAKOXK MK PI3HUMH €JIE€MEHTaMU TPH.

[cHyrOTh KiNbKa THUIIB Jdiarpam B3aeMOJIli, cepel SKUX HAWUMOMIMPEHIIIUMU €
JiarpaMyd  TOCIHIJIOBHOCTI Ta JiarpaMud  criBmpami. JliarpamMmd  1OCIHIIOBHOCTI
JTEMOHCTPYIOTh TIOPSJIOK HAACWIIAHHS Ta OTPUMaHHS TOBIIOMIIEHb MiX 00'€KTaMmwu,
B1JI0Opa)karour 4acoBy IMOCIIIOBHICTh TTO1. Jiarpamu criBmpaili akiieHTYIOTh yBary Ha
CTPYKTYp1 B3a€EMOJIH 1 3aJI€KHOCTIX MIXK 00'ekTamu [9].

Buxopucranns pgiarpaMm B3aemojli B action-shooter rpi monmomarae Kpaiie
po3yMiTH, SIK Ma€ (YHKI[IOHYBaTH CHUCTE€Ma, 1 BHSBJISTH NOTEHINHI mpoOiemMu y
KOMYHIKaIlli MDK 11 ckiagoBuMmu. lle BaxauBHMl 1HCTpyMEHT mij d4ac po3poOKU Ta
ONTHUMI3allii ApXITEKTyPH TPH.

Ha miarpami B3aeMosii, mo Oymna moOyaoBaHa, IPEACTaBICHO MPOIEC B3aEMO/IIT

KOpHCTYBaua 3 TOJIOBHUM MEHIO IrPOBOT0 3aCTOCYHKY.
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Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBHif 32aCTOCYHOK Y JKaHpi action-shooter 3 BUKOPUCTAHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

Player MainMenuCpp SaveGame FirstPersonCharacter Game
. 2: SetShow |
1: Construct() ] MouseCursor i
3 OnClicked 4: LoadGame
» 5. SaveGameCpp
6. OpenlLevel

T: SpawnOnLevel

Y

Pucynox 3.6 — J[liarpama B3aemozii

JHiarpamMa JEMOHCTpPY€E MOCHIIOBHICTh 3aBAaHTAXXEHHS TpU: TIPABEIb BUKIUKAE
MEHI0, Jie BiI0OpaxkaeThCst Kypcop mutii. [1icis HaTuCKaHHS 3aBaHTAXKY€ETHCS 30€peKeHa
rpa, mepeaarThcs JaHl NEPCOHAXKY, BIAKPUBAETHCS PIBEHb, 1 TPaBellb 3 SIBISETHCS B

NOTP1IOHOMY MiCIIl.
BucnoBku 10 po3aiay 3

VY Tpetbomy po3aiai OyJo JOCHIIKEHO Mpolec CTBOpeHHsS pizHuX TumiB UML-
JiarpamM, 30KpeMa JiiarpaM CTaHiB, BapiaHTIB BUKOPUCTAHHSI, B3a€EMOJIIT Ta NisUIbHOCTEH,
aJanToBaHMX N0 cheuu@iku I1rpoBOrO 3aCTOCYHKY B aHpl action-shooter 3
BUKOPUCTAHHSAM TPUBHUMIPHOIO MoJemtoBaHHsA. byno po3pobneno BiaacHi UML-
JiarpaMu, o BiqoOpakaroTh KIIOUYOBI CIIeHapii B3aeMO 111 KOPUCTYBava 3 TPOIO, a TAKOK
OMKMCAHO BapiaHTH BUKOPUCTAaHHSA Yy (POpPMI KOPOTKOIO, OTJISIIOBOIO Ta JETAIBLHOTO
cieHapiiB. Ha OCHOBI mpoBeneHOro aHaii3y MIATOTOBICHO MIATPYHTS I TMOYATKY

PO3pOOKH IrpOBOT0O 3aCTOCYHKY Y BUOPAHOMY KaHPI.
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IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

4 TECTYBAHHS ITPOT'PAMHOI'O 3ABE3IIEYEHHA

TectyBanns action-shooter rpu 3 3D-rpadikoro g IIK — me xoMruiekcHui
IpOIIEC, CIPSMOBAHUI Ha 3a0€3MEUeHHsI BUCOKOI SKOCTI Ta CTaOlIbHOCTI I'pU mepen ii
pemizom. OCHOBHa yBara NPUIUISETHCS MPOIYKTUBHOCTI, TEMMIUICHHUM MEXaHiKaM,
rpadiyHii CKIaJ0BIH Ta 3arajlLHOMY KOPHUCTYBAIlbKOMY JTOCBIJTY.

[lepmroueproBoro 3agadero € MepeBipka MPOIYKTUBHOCTI Ta omTumizaiii. Ipa
MOBUHHA CTaOUIBHO MpalfoBaTH Ha pizHMX KoHbirypamisx 1K — Big OromkeTHHX 10
MOTY>KHUX CHCTeM. TecTyBaJbHUKM aHAJI3yIOTh HaBaHTAKEHHS Ha MPOIEcop,
BIJICOKApTy Ta OIEpPAaTUBHY IMaM'siTh, BIACTEXKYIOTh MaJlHHA YacTOTH KaJpiB Yy
IHTEHCUBHHMX CIIEHaX Ta TMEpEeBIpAIOTh aJanTaliio Tpu 70 pi3HUX TpadiuHuX
HAJIAIITYBaHb.

BaxxnuBuM acrieKToM € TecTyBaHHS TelMIuieHux mexadik. J{ms action-shooter
KPpUTUYHOIO € 4YiTKa poOOoTa CHCTeM CTpUIbOM, TEPEeMIllIeHHs Ta B3aeMOMIl 3
HaBKOJIMIIHIM cepefoBulieM. [lepeBipsieTbest 6ananc 30poi, (pizuka pyxy mepcoHaxa,
po0oTa MTYYHOTO 1HTEJIEKTY BOPOTIB Ta KOPEKTHICTH IrPOBOI (Pi3UKH.

I'padpiuna cknamoBa notpedye peTenbHOl NepeBIpKU. TecTyBalbHUKHA OLIHIOOTH
AKICTh TEKCTYp, OCBITJICHHS, TIHEW Ta creue@eKTiB, BIACTEKYIOTh MOXIHMBI Bi3yaabHI
apreakTd Ta TEPEKOHYIOThCS Y KOPEKTHIM poOoTi animariiii. OcobOivBa yBara
NpUALIAETbCS 1HTep(delicy — BIH MOBUHEH OyTH IHTYITUBHUM Ta HE 3aBaXKAaTU I'EHMILICIO.

KepyBanns Tta iHTepdeiic — KIo4oBi eneMeHTH koMmdopTHOi rpu. TecTyBaHHS
BKJIIOYAE TMEPEBIPKY BIMUYTTIB BiJ KEepyBaHHS Ha KIaBiaTypi, MHII Ta TeAMMai,
3pYYHOCTI HaBirauii B MEHIO Ta HaJalITyBaHHSX. JlJI1 MyJIbTHUIUICEPHUX PEKUMIB
J0JJaATKOBO aHAI3y€e€ThCs CTAOUIbHICTh MIAKIIOUEHHS Ta OajlaHC Y MEpexKeBii Ipi.

OkpeMo MepeBIPSIETLCA CYMICHICT 3 PI3HUMHU BEPCISIMU OIEPAIlifHUX CUCTEM Ta
anapatHUMH KoHpirypariisimu. ['pa moBuHHA KOpekTHO TparroBatu Ha Windows 10/11,
a TaKOX, 3a MOKJIMBOCTI, Ha Linux depe3 Proton. TecTyBanbHUKU MEPEBIPSIIOTH pOOOTY
3 pizHuMU rpadiuaumu APl Ta Ha MOHITOpax 3 HECTaHIAPTHUMU CITIBBIAHOIICHHSIMU
CTOpIH.

@DiHaIBbHUM €TaloOM € OLlIHKa 3arajlbHoro BpaKeHHs Bif rpu. TecTyBalbHUKU
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IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

aHaJi3yl0Th, HACKUIbKU 3aXOIUIIOIOYMM € ITPOBUU MPOIEC, Y4 BUHUKAIOTH MOMEHTHU
po3uapyBaHHs Uepe3 TeXHIYHI HEJOIIKH, 1 UM 3aJIUIIA€THCS OaXKaHHSI IIPOJIOBXKYBATH TPy .
[le mo3BOMsiE BUSIBUTH Ta YCYHYTH MPOOJEMH, sIKI MOXKYTh BIUIMHYTH Ha PEMyTaIliio
MPOEKTY MICIIs pemnisy.

PesynbraTi TecTyBaHHS JONOMAaraimTh pPO3POOHHKAM JIOOMPAIIOBATH TPy,
YCYHYTH KPUTHUYHI TMOMWJIKH Ta CTBOPUTU MPOAYKT, KU 3aJ0BOJIbHUTH OUYIKYBaHHS
rpaBuiB. KokeH BUsBIICHUI HETO0IIK, YCYHEHUH JI0 pei3y, 3HAYHO MiIBUIILY€ IIAHCU TPU

Ha yCIIX Y KOHKYPEHTHOMY CEPEIOBHII 1TPOBOI IHAYCTPIi.
4.1 CTtBOpeHHs TPHOXBUMIPHHMX MoOJeJIei

[Ipo1tiec cTBOpEHHSI TPUBUMIPHUX MOJIEEH € 6a30BUM €TaroM pO3pOOKHU IrPOBOTO
cepenoBuia Ta 00'ekTiB y myTepi. Came Ha HbOMy eTami (POPMYIOThCA BCl KIIFOUOBI
CJIEMEHTH, 3 SIKUMH TpaBellb 0e3MocepeHhO B3a€EMOJIIE: TIEPCOHAXKI, 30p0s, MPEAMETH,
iHTep'epu Ta dammadTa. Bim skocTi moOymaoBH Mojened 3aJeXuTh SK BizyajabHa
NPUBAOJIMBICTh TPH, TaK 1 KOPEKTHA poOOTa KOMI31i, aHIMALIX 1 (PI3UYHUX CUMYJISLIH.

CtBOpeHHsI MOJelel pPO3MOYMHAETHCA 31 CTBOpPEHHS 0a30BOi reomeTpii —
MIIIEHHS, 3TJa/)KyBaHHS KpaiB, MOAABaHHS JETajei, MICIs YOro 3acTOCOBYIOTHCS
TEKCTYpH Ta Iieiaepu. Y MpuKiIaAl HUXKYE MOKa3aHO Mpolec modya0oBU MoAei 30poi,
sgka Hananmi Oyje BUKOPUCTaHA y Tpi SK OJMH 3 OCHOBHHX €JIEMEHTIB O30pOEHHS

HepcoHaa.
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IrpoBuii 3aCTOCYHOK Y >KaHpi action-shooter 3 BUKOPUCTAHHAM TPUBUMIPHOTO MOJIEIIOBAHHS
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Pucynox 4.1 — CTBOpeHHS TPbOXBUMIPHOT MO/JIE1 30pOi

Ha 300paskeHH] TPOJIEMOHCTPOBAHO OJIHY 3 MIOYATKOBUX CTaIiil MOJCTIOBAaHHSI —
dbopMyBaHHS KOpIycy 30poi, jJeTami3aiisi KOMIIOHEHTIB (MPUKIaa, 3aTBOP, CTBOJ) Ta
MIATOTOBKA 0 TEKCTYpyBaHHS. BaXTMBUM €TarmoM € ONTHMi3allis MOJiTOHATBHOT CITKH
JUISL TOCATHEHHsI 0alaHCcy MK BI3yaJIbHOIO SKICTIO Ta MPOAYKTHBHICTIO y Tpi. Ilicis
3aBEPIICHHS CTBOPEHHS TE€OMETPii MOJENb EKCIOPTYEThCA y ¢dopmar, CyMICHUHM 13
pymiem Unreal Engine, ne BimOyBaeThcs ToOMajbIle HaJalITyBaHHS — JIOJABaHHS

KOJI131#, aHIMaIli#l, MaTepiajiB Ta IHTErpailisi y reiMIuIei.
4.2 TectyBaHHs ITPOBOI JIOTIKH

IrpoBa Jorika BH3HA4Ya€ TMOBEAIHKY OCHOBHHMX MEXaHIK wIyTepa —
MPUITUTIOBaHHS, OOYUCIICHHS BIJICTaHi, Peakilis BOPOriB Ha mkoay. Ha mpoMy erari
TECTYBAHHS BaXJIMBO [IEPEBIPUTH, HACKIJIBKH KOPEKTHO IIPALFOE MEXAHIKA Y TUTIOBUX
cUTyalisax 000, K CHCTEMa BPaXxOBY€ B3a€EMOJIIO TpaBLs 3 JOBKULISAM 1 SIK came

Bi10yBa€eThCsl 00pOOKa MOJI1H, OB’ A3aHUX 3 aTAKOIO Ta OTPUMAHHSAM IIKOJIH.
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ScopeLogic

Targer

Targer

Pucynok 4.1 — Jlorika npuIliItOBaHHS 3 MPULILIIOM

300pakeHHsI JAEMOHCTpPYE peaji3aililo CHUCTeMH TpUIUIoOBaHHA. [Ipuiin
JUHAMIYHO 3MIHIOE TOJIO)KEHHS 3aJIe)KHO BIJI PyXy IpaBlid Ta IOJIOKEHHS KaMepH,
3a0e3Meuylourd TOYHICTh 1 3pY4HICTh CTpLIbOM. Jlorika mnependavae mepeBIipKy Ha

MEPEIIKOId, KOPUTYBAHHS HAIMPSMKY CTPUIbOM 1 MJIABHICTH MEPEXOIB MK CTaHAMU

MPUIUTIOBAHHS.

Pucynok 4.2 — Jlorika BupaxyBaHHsI BIACTaHI 10 CTIHU

Ile#i ckpiHIIOT BimOOpaka€ MeEXaHI3M TpacyBaHHS MPOMEHS JI0 HaNOIMKYOi
Mepenkou nepea rpasiemM. Taka jiorika HeoOXiaHa JiJisi 0OMEeXEeHHs JalbHOCTI aTaku,
aKTUBAIlll TEBHMX aHIMaIiii abo IJs TpUTEpiB TOJINA, HANPUKIAJ], KOJIH TpaBellb

HaOIMKaeThCs 10 00’ €KTA.
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5 I= Valid
valid B

f Branch
»

Condition

Return Value
I Apply Damage

F Destroy Actor

Target [self |

Pucynok 4.3 — Jlorika oTpruMaHHsI laMary BOpOroM

ImrocTpariisi BimoOpaskae MeXaHI3M pPO3paxyHKY IIKOJH, IO BPaXOBYE 30HY
BITy4aHHs (HaIpUKJIaJ, roJoBa, TUIO YK KIHI[IBKH), TUI 30poi Ta OpoHio Bopora. Takuit
M1IX1/1 I03BOJISIE CTBOPUTH OLIIBII peaiCTUUHY O0HOBY cCUCTEMY. 3aBSKH EPEBIPIl IIUX

aCIeKTiB 3a0e3meuyeThes cTabinbpHa JIoTiKa BeJIeHHs 0010 Ta B3a€EMO/IIi 31 CBITOM.

4.3 TectyBaHHA (Pi3MKH Ta KOJI3iH

di3uKa rpy BIJMOBIIAE 32 peaji3M IrPOBOTO CEPEIOBUIIA, B3AEMOI10 00’ €KTIB MIXK
co0010, a TakOX BIUIMB il TpaBIs Ha I 00 €KTH. Y IbOMY PO3AUI TECTYETHCA
KOPEKTHICTh POOOTH KOMI31id, peaKiii TIJI Ha 30BHIIIHI BIUTMBU, pyX CHapPsAiB 1 TPEIMETIB

IICIIS TTIOCTPLTY.

2025 p. I'pumun Aprem



39
Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBuii 3acTOCYHOK Y >KaHpi action-shooter 3 BUKOPHUCTAHHSIM TPMBUMIPHOTO MO

mpile : wgDiffv  @Find g Hide Unrelated

+ Add

BP_Enemy (Self)
v % Capsule Component (CollisionCylinder)
R, Arrow Component (Arrow) Edit in C+4

ORAP!

Pucynox 4.4 — Jlorika oTpruMaHHsI laMary BOpOroM

Jlanuii CKpIHIIOT MOKa3ye, ik 00pOOJIA€ThCSA MO 3ITKHEHHS CHapsiia 3 TLIOM
Bopora. TecTyeTbCsl TOYHICTh MO3ULIOHYBaHHS KOMI31IMHUX OO’€KTIB Ta MPABUIIBHICTH

3aBAaHHA INKOOHW IIPpH KOHTAKTI.
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Pucynox 4.5 — Buuit rine3 3 3aTBOpa

3o00paxkeHO Mpollec T'eHepallli T3, M0 BUIITAIOTh IMCIS KOXKHOTO IOCTPLIY.
Peanizariisi BKiItOYa€ CUMYJISIIIO CUIIM, KyTa BIJXHWJICHHS, B3a€EMOJIIT 3 TTOBEPXHIMH Ta

BIJITBOPEHHS BIAMOBIIHUX €PEKTIB.

)

& Project Settings

Pucynox 4.6 — HanmamryBanHs (i3UWYHIX BIACTUBOCTEH TTOBEPXOHB

[mrocTpatiist 1eMOHCTPYE, K y pyUIil HAJAIITOBYIOThCA (I3MUHI Marepiaiu, 0
BU3HAYAIOThH MOBEAIHKY 00’ €KTIB MPH 3ITKHEHHSX 3 PI3HUMU THITAMH TOBEPXOHb (MeTal,

O0eToH, IpyHT TOIIO). TecTyBaHHS (I3UYHUX TPOIECIB HEOOXITHE JJIsi YHUKHEHHS
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"mposoMiB" y KOMI3iX, HEKOPEKTHOI B3aeMOIl T ab0 HepeasiCTUYHOI MOBEAIHKH

00’ €KTIB.

4.3 TectyBanHs Kamep i Bi3yaJIbHUX e(eKTiB

Ileti eTam TecTyBaHHS 30CEPEKEHO HA HAJAMITYBaHHI KaMepHW Ta Bi3yalbHHUX
eeKTiB, sSKi OPMYIOTh €CTETHKY irpoBoro mnpoiecy. KopektHa poboTa kamepu 3Ha4HO

BILJIMBAE HA CIIPUIHATTS OO0 Ta 3arajibHy aTMoc(epy IpHu.

E Branch f Add Camera Shake Source Component
» True B

Condition False

Return Value
Iz Aiming

Manual /

Relative Transform

JF Set Relative Location

Sweep Hit Result

First Person Mes

Return Value

Pucynok 4.7 — HanamtyBaHHs TpSICKA KaMepH MPU NPULILTIOBaHHI Ta 6€3

CKpIHIIOT JAEMOHCTPYE CHUCTEMY JWHAMIYHOI TPSCKH KaMEpH, SKa aKTHBYETHCS
npu cTpisibOi abo Oiry. [le 703BosIE€ MACHINTH €EeKT MPUCYTHOCTI 1 3pOOUTH TPy OUIbII

HAaIpy»XeHoIO.
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Pucynok 4.8 — CtBopenns imitanii Body Cam

ImrocTpariist moka3ye HajalTyBaHHS KaMepH Y CTHIII O0jliIKaMepH — MEePCIIeKTHBH,
0 TMOBTOPIOE pEaJibHI TMOJIIEHChKI 4YM BIMCHKOBI 3amucu. Takuil MAXia J0/4a€e

IMEpPCUBHOCTI.

Pucynok 4.9 — Cxema npunuitoBaHHs

300pakeHo cxeMy MOOYI0BU TPAEKTOPIT MPHIILTY 3 ypaxyBaHHSM 00’ €KTIB Ha JIiHIT
nocTpury. CuctemMa J03BOJISIE YHUKHYTH CTPUILOU "Kpi3b" CTIHM Ta CHHXPOHI3Y€E MPHUIILIT
3 BI3yaJIbHOIO TOYKOIO momnajgaHHsA. KopekTHa poOoTa Bi3yallbHUX €(EKTIB HaNpsMy

BIJTMBAE HA TEUMIUICH Ta 3aHYPEHHS y TPy, TOMY MTOTpeOy€e eTaIbHOTO TECTYBaHHS.
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4.4 TectyBaHHS 3BYKY

3BYKOBUH CyIIPOB1JI — Ba)KJIMBA CKJIAJI0Ba, 110 10Ja€ aTMOCPEPHOCTI Ipi. Y IIOMY

PO31LITi IepeBIPSAETHCS aKTUBAIIIS 3BYKIB y BIAMOBIIL HA TIOJIIT B TP1, 3aTPUMKH, BIJICTaHb

3BYYaHHS Ta IPOCTOPOBE pO3TalyBaHHS.

Pucynok 4.10 — 3Byk nmajiiHHs Ta 3HUIIEHHS T'JIb3

CKpIHIIOT UIIOCTPY€ peali3alilo TPUTepiB s 3BYKOBUX €(EeKTiB, IO
aKTUBYIOTHCS TI1J1 Yac MaJiHHS TIh3 Ha Pi3HI MOBEPXHI, BpaXOBYIOYH TUI MaTepiaiy Ta
KUIbKICTh 00'ekTiB. IlepeBipka Takux e(eKTIB J03BOJISE YHUKHYTH 3alBHX 3BYKOBUX

MOBTOPIB, HAKJIaJIeHb 200 3aTPUMOK, K1 MOXKYTh MOTIPIIUTU JOCB1Jl IPaBIIs.
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4.5 OyHkuioHaTbHE TeCTYBaHHSA iHTepdeiicy

[aTepdelic kopucTtyBaua — OCHOBHUHM 3aci0 B3aemojii rpaBls 3 ITPOBUMU

Mmexanikamu. TyT nepeBipseThes Bi1oOpakeHHs BaXXJINBO1 1H(OpMallii, KOPEKTHICT 3MiH

CTaHiB, IHTYITUBHICTh HaBirarii.

Pucynok 4.10 — 3aransHuii BUrisa inrepdeiicy

3o0paxenHs mokazye ctpykrypy HUD (imgukatopu 3m0poB’s, Ooemnpumacis,
IIJIEH TOIIO), a TaKOX B3aEMOMII0 3 MEHIO. TeCTYeThCS aJaNTHBHICTh JO PI3HUX
PO3AUTBHOCTEN, 3pYUHICTh PO3TAITyBaHHS Ta peakilis Ha BX1H1 qaHi. L{el eran KpuTHIHO

BOKJIMBUH 151 3a0€3MEYEHHS MO3UTUBHOTO KOPUCTYBAIIKOTO JOCBITY.
4.6 YcTaHOBKA, 3allyCK, MiHIMaJIbHI BUMOTH

VYcraHoBKa, 3amyck, MIHIMalibHI BHUMOTH 1 CKJIaJ 3aCTOCYHKY "CUMyIIOBaHHS
MOJIOTY JIpOHY 3 BUKOpucTaHHsIM Unreal Engine 5"

YcraHoBKa: 3aCTOCYHOK HE BHUMAara€ BCTAHOBJICHHS, MMICIIsS KOMITUISINI BiH BXKe
BcTaHoBieHuM Ha [1K.

3amyck: MoABIMHUN KIIIK Ha SPJIMKY 3aIlyCTh 3aCTOCYHOK.

MiHiMallbHI BUMOTH:

- BUMOTH 10 TexHIYHOro 3a0e3mneuyennsa - OC: Windows 10;
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- npotuecop - Intel Core 17-7700 1 Ryzen 5 1400;

— onepatuBHa nam’sath - 16 GB OI;

— Bimeokapta - NVIDIA GeForce GTX 1070 i Radeon RX 580;

- DirectX - Bepcii 10.0.

BneBHuTHCS, 1IT0 KOMIT'IOTEP BIAMOBITa€ MiHIMaJILHUM BHMOTaM IEpE]] 3aITy CKOM

3aCTOCYHKY.
BucnoBku 10 po3ainy 4

Y dgerBeproMy po3aull Oyyno JETadbHO JOCTIIKEHO MPOLEC TeCTyBaHHS
nporpamMHoro 3abe3nedeHHs s action-shooter rpu 3 TpuUBHUMIpHOIO Tpadikoro,
po3pobnenoi Ha ocHoBl Unreal Engine. Oco0auBy yBary NpuauIeHO MepeBIpL KIIFOUOBUX
KOMITOHEHTIB: IrPOBO1 JIOT1KH, (P13UKH Ta KOJI131i1, poOOTH KaMepH, BI3yaJIbHUX 1 3ByKOBUX
e(eKTIB, a TAKOK KOPUCTYBAILKOTO 1HTEp(ENCy.

VYV Mexax miApo3[UIiB MPOaHaIi30BaHO pPOOOTY OCHOBHUX OOMOBHX MEXAHIK:
CHCTeMa TMPHUIIIFOBAHHS, JIOTIKA HAHECEHHS INMKOAW, OO0poOKa KOMi3ik, a TaKoXK
peaNicTUUHa CUMYJIALiS (PI3UYHUX TPOLECIB — TaKUX SIK BWIIT TUIh3 Ta B3a€EMOJIIS
00’€ekTIB 13 cepenoBuileM. [IpoBeeHO TecTyBaHHS MapaMeTpiB KaMEpPHU Ta BI3yalIbHUX
e(eKTiB, AKi (POPMYIOTh €CTETHKY T'€HMILICI0, BKIIOUYAIOYM IMITAIlif0 OOJiKamMepHu Ta
HaJallITyBaHHS TPSACKU. TakKoX NpOaHaJIi30BaHO peaklli Ha 3BYKOBI MOIli Ta
(GYHKIIIOHATBHICTh €JIEMEHTIB 1HTEep(dEiCy, 10 € KIOUYOBUMU JJIsSl 3pYYHOCTI B3aEMOJI11
KOpHCTYyBaya 3 Irporo.

Ha ocHOBiI mpoBeAeHUX TeCcTyBaHb OyJM BUSIBJIEHI 1 YCyHEHI HEAOJIKH, WIO0
BIUTMBAJIM HA IITICHICTH ITPOBOTO JOCBITY, CTaOUIBHICTH POOOTH 3aCTOCYHKY Ta HOTO
CYMICHICTb 13 pi3HUMH KOHpiTypartismMu obnagHanHs. CHOpMOBaHO HIiTKE YSIBICHHS PO

MoAaIbIII KPOKHU 3 ONTUMI3aIli Ta (PIHATBHOTO JOOIPAIFOBAHHS TPU MEPE]T PETI30M.
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BUCHOBKU

VY xox1 BUKOHaHHS KBaniQikaiiitHoi poOoT OakaiaBpa 0yJio po3po0IeHO IrpoBUid
3aCTOCYHOK Yy JKaHpi action-shooter 3 BUKOPUCTaHHSM Cy4YaCHHUX TEXHOJOTIH
TPUBHUMIPHOTO MOJCIIOBAHHSA, IO CHpUs€ (OPMYyBaHHIO TPOCTOPOBOTO MHCIICHHS,
peakxiiii Ta KOOpJuHaIlli, a TAKOk PO3BUTKY HABMUYOK MPOrPaMyBaHHS Ta MPOEKTYBAHHS
ITPOBUX CHUCTEM.

JI71st HOCSATHEHHS TOCTABJICHOI METU 0YJIO BUPIIIEHO HACTYMHI 3aB/IaHHS:

— IIPOAHAJII30BAHO CYYaCHHUI PUHOK KOMIT FOTEPHUX 1rop;

- JOCITIIKEHO 0COOJIMBOCTI XKaHpy action-shooter;

- chOpMOBaHO OCHOBHI (DYHKITIOHAJIbHI Ta HEQYHKIIOHATIbHI BUMOTH IO
3aCTOCYHKY;

— cTtBopeHo 3D-Mojieni nepcoHaxiB, 30poi Ta IrpOBOTO CEPEIOBUILIA;

— pO3po0IIeHO aHIMaIlli Ta IHTEPAKTUBHI €JIEMEHTH;

- pO3pOo0JIEHO eNleMeHTH 1HTepdecy KOpUCTyBaya;

— BUKOHAHO MOJICITIOBAHHS Ta TPOEKTYBAaHHS apXiTEKTYpH 3aCTOCYHKY 3a
nonomororo UML-niarpawm;

- peaizoBaHo JIOTIKY Tpu Ta 00ioBy cuctemy Ha 6a3i Unreal Engine 5;

- MIPOBEICHO TECTYBAHHS Ta ONTHUMI3aIliI0 MPOTOTHUITY.

[Tix yac poGoTH OyI0 31CHEHO aHATI3 MOMYJISIPHUX 1TOP Y BIIMOBITHOMY >KaHP1
JUIS. BUSIBIICHHS KJIFOUYOBHX MEXaHIK, SKI MalOTh HAWOIBIINK BIUIMB Ha 3aJTyYeHHS
rpaBiis. bysno oOrpyHTOBaHO BUOIp TEXHOIOTH Ta IHCTPYMEHTIB, 30KpEMa BUKOPUCTAHHS
pymis Unreal Engine 5 ta 3D-penaktopa Blender, sixi 3a0e3mnedyioTh BHCOKY SKICTh

rpadiky Ta MUPOKI MOMXKIUBOCTI JIJIsl IHTEPAKTUBHOCTI.

2025 p. I'pumun Aprem



47
Kadenpa imxenepii mporpamHoro 3abe3rnedeHHs
IrpoBwHit 3acTOCYHOK Yy >kaHpi action-shooter 3 BUKOPUCTaHHSM TPUBHUMIPHOTO MOJICITIOBAHHS

VY paMKkax MoOJenroBaHHS 3aCTOCYHKY Oynu moOyaoBaHI [iarpaMu CIIEHapiiB
BUKOPHUCTAHHSA, CTaHIB, NISUIBHOCTEH 1 B3a€EMOJIIM, 1O JTO3BOJUIO CHUCTEMHO ONUCATH
MOBEIIHKY I'PU Ta B3a€MO3B’ I3KH MiX 11 KOMIIOHeHTaMHu. e 703BomII0 Ha paHHIX eTanax
BUSIBUTH TIOTCHITIMHI HETOIIKU B JIOTII TPH Ta YCYHYTH iX JIO TIOYATKY peari3artii.

Po3pobka BkiIrO4aa CTBOPEHHS ITPOBOTO PIBHA-NPOTOTHUITY, SIKHM JEMOHCTPYE
OCHOBHI €JIEMEHTH TEHMIUICIO: HABITAIlI0 MO IrPOBOMY CEPEIOBHIIY, B3a€EMOIII0 3
00’€KTaMU, BUKOPUCTaHHS 30poi Ta OOWOBI cieHapii. 3aBISKH I[bOMY KOpPHUCTYyBau
oTpuMy€e 0a30Be YSBIICHHS MMPO MEXaHIKU TP Ta i MOTEHIIIalI.

[IpoBeneHe TecTyBaHHs MIATBEPAMIIO MPALIE3AATHICT IFPOBOTO MpOoTOTUNY. bynu
BUKOPHUCTAaHI METOIU (PYHKLIOHAJIBHOTO TECTyBaHHS, TECTyBaHHS MPOAYKTHBHOCTI Ta
py4YHE TECTYBaHHS, 110 TO3BOJIWIJIO BUSBUTH Ta YCYHYTH HU3KY HEJIOMIKIB Y JIOTILI IPH Ta
IPOAYKTHUBHOCTI.

OTpumaHi pe3yabTaTH MIATBEPKYIOTh JOIIIBHICTE BUKOPUCTaHHS OOpaHHX
IHCTPYMEHTIB Ta METOAIB Uil peanizauii npoekty. [loganbmmii po3BUTOK MOXKe
nepeadavaTy po3UIMPEHHSI KOHTEHTY, CTBOPEHHSI OaraTopiBHEBOI CUCTEMH, peaji3alliio

MEPEKEBOT0 PEKUMY Ta BIOCKOHAJIEHHS Bi3yalbHOI CKJIaJIOBOI IPH.
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